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This book constitutes the thoroughly refereed post-conference
proceedings of the 7th International Conference on Entertainment
Computing, ICEC 2008, held in Pittsburgh, PA, USA, in September 2008,
under the auspices of IFIP. The 26 revised full papers and 5 poster
papers presented were carefully reviewed and selected from numerous
submissions for inclusion in the book. The papers cover entertainment
experiences from robots to television, music to audio enhancing
emotion, and dancing to poetry, as well as traditional game
development.


