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- New game design and architecture 
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- Human computer interactions
- Artificial intelligence in video game
- ASIC design and testing
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DISSERTATION DETAIL: 
An Agent-Based Novel Interactive Framework for Ubiquitous Electronic 
Nowadays, computer and video games are growing fast and are becoming more and more sophisticated in terms of the quality of graphics and Artificial Intelligence (AI), both of which increase the level of immersion and challenge. Most users remain in front of their computer or television playing games for a long time, which is not healthy both physically, due to lack of exercise, and mentally, due to the fact that games cause users to be isolated from society or even their family. A solution to these problems is to create games that turn these users away from their computer or television in order to let them experience social interaction and physical activities in the real world. The hypothesis of this research is that adding ubiquity, an interactivity model, and believable in-game characters to current games can bring new experience, engagement, enjoyment, and immersion for users, while simultaneously promoting both exercise and socialization. This research proposes a general framework for the new type of gameplay using mobile agent technologies as the main architectural element of the framework, which is generic enough to be able to be adapted and extended into future applications. To demonstrate the soundness of the concepts at the basis of the general framework, a prototype is developed: “Ramakian Online Game (ROG).” A game evaluation model was created to justify the quality of the game and was used as a guide for creating a good game. The game design criteria in the game evaluation model were considered as the primary design criteria for the game development framework and prototype. ROG was tested with the public audiences and it received good feedbacks from the audiences and a good evaluation score from the game evaluation model. According to the testing results, the research hypothesis was confirmed.
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