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INTRO

Home Dictate is an ironic outtake on the „progressive substitution of the mechanisms of the social construction of reality by the mechanisms of the media construction of reality”. 

It mimics the modus operandi of the global stimulation industry which aspires to be not only the field of action but also the constructor of prescriptions for actions.
It takes  ready made stimulation industry products and transforms them into a custom made medium. 

If the medium is the message, then millions of people playing digital games are steeped in one which sows an unconsious belief, that manual dexterity grants power and control of the world. 

It does not. In the real world, it’s quite the opposite. Real people gain power and control through persuasion and appearance. For politicians, the epitomes of power and one of the key constructors of media reality, it comes down to the speeches they give to the public. 

With this in mind, I have developed Home Dictate. 

CONCEPT

Home Dictate is a social simulation game with a speech recognition interface.

You can forget bodily dexterity, as the interface is non-physical in the sense that it does not measure any parameter of the body. The player has  to speak into a microphone like a politician to influence a virtual society. The interface analyses the content of the speech, looking for keywords and checking the syntactical structure.
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Players can play on their own, or set-up and/or join a multiplayer party over the Internet, where they can test their persuasion powers and compete for the “best dictator” accolade.
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THE WORKS

The game takes place in a mixed reality world inhabited by tribes of virtual people - bots. The bots are coded as a-life autonomous agents and have several modes of social behaviour. Your speech can motivate them to switch between behaviours and act out different roles, modelled as metaphors for social reality. Your task is to lead your nation into prosperity and hegemony. 

[image: image5.jpg]



[image: image6.jpg]o '®
ﬂga@




The players‘ appearance is scanned in real-time by a camera, and displayed in the world as a big-brother leader figure and as skin on the bots.
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Without any input, the bots quietly socialize. You can lead them by speaking on three core agendas:

I. family, family values, fathers, mothers, children and future – the bots will gather to perform an orwellian reproduction ritual and spawn offsprings
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II. nation, citizenship, society, unity, democracy, peace, economy, freedom, equality, brotherhood, prosperity – the bots will venture into new territories, found new cities and celebrate their leader
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III. state, sovereignty, threat, terror, enemy, weapons,  defence, security – the bots will wage attacks on other players‘ tribes, aiming to kill them in combat and take over their territory, or bomb their city, destroying all.
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The way to victory is through a strategy of delivering the right speech with the right timing.

Each bot has is autonomous and has its own characteristic, and is more or less prone to each of the social modes. In the game you can see some bots leaving for war, and other stay home. Some are eager to have a family, others are not. The social modes provide room for strategic thinking within the triangle of reproduction (population count) – city diaspora (economic power) – war (aggressivity). 
The reproducing bots are vulnerable to attacks by other tribes and easily conqured. The bots in cities can defend themselves, repel attacks and kill the attackers. Head count and aggressivity are the main advantage factors in a battle. 

When a player leaves the game, the bots carry on their missions, but unattended by a leader, they gradually return to quiet socializing. They live on their lives in the game  even when nobody steers them, much like real people do in conflict areas. That is, until they get killed by tribes of new dictators. 

PRESENTATION

For the  videopresentation, to fuel the game interface, I have used some remixed excerpts of speeches by:

I. US Senator Dan Quayle 

- on Family Values and the Cultural Elite, 1988 (Esquire, 8/1992)
II. US President William Clinton


- on 10th Anniversary of Fall of Berlin Wall

      Dr. Martin Luther King, Jr. 

-  "I Have a Dream"

III. Third Reich Germany Minister of Propaganda Joseph Goebbels

- The Jews are Guilty, 1941, (Zentralverlag der NSDAP, 1943)
      US President George W. Bush 

- October 7 2002 Speech on Iraq

TECH

The game engine is based on a ready made stimulation industry product – Unreal Tournament, transformed with custom made DLLs.

The basic setup for single player mode runs on two networked PCs, one for speech recognition, the other for the mixed reality render and game engine. With more computing power, the game can be networked for multiple players over a local or remote network. 

(The multiplayer mode is still in alpha. )

The game can be presented on a monitor, wall projection, HMD or a five projector UnrealCAVE system. Navigation in the world can be set up optionally with a trackball, optical recognition navigator, or a custom built brainscan interface. 
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I am working on an autonomous virtual camera movement system, so no navigation at all would  be needed and the game world would be always shown in an interesting angle. 

The speech recognition is based on off-the-shelf software, Dragon Naturally Speaking. It has to be trained first for each new user. I am currently experimenting with a carefully reduced selection of the recognition vocabulary. Although sacrificing some contextual richness, I hope that I will be able to run the recognition with only two generic user profiles, one for a male, one for a female adult voice.

The content analysis is relatively simple pattern matching. It is primarily looking for keywords grouped into the three categories, and their co-occurrence with “enhancer words” which can boost the power of a keyword within a sentence, and for “killer” words which can negate the effect of a keyword or of the whole speech. The main purpose is to challenge the player to come up with a colorful and varied speech, and it also serves as protection against cheating. A player hoping to win by repeating only the keywords over and over, will find that the bots become overfed with propaganda, and lose interest for the leader. 

CREDITS

ID

concept, design, artwork, code

Built  upon UnrealTournament public source b432 by EpicGames

Using Unreal Engine b436, UnrealEd 2 and Dragon Naturally Speaking 5.0 Preferred

With the kind contribution of (advice, idea and problem solutions):


Vladimir Moshe Boehmer – image capture, networking

Palo Skyw Luka – too many to list, he knows why

Kornel Nelo Kabele – EEG brainscan 

Svorad – inter-application data exchange

Erik de Neve – Unreal textures

CONTACT

Ivor Diosi

Palarikova 5, 81105 Bratislava, Slovak Republic

+ 421 905 947 475
ivory@post.sk
PRESENTATION REQUIREMENTS

Minimum presentation requirements per unit

1 x PC (Athlon XP 1500+, 256MB RAM, GeForce3, CD ROM, 100Mb Ethernet, 

soundcard w/ gameport) 

1 x PC (Athlon 1200, 256MB RAM, TNT2, CD ROM, 100Mb Ethernet, soundcard)

17” monitor, 15"monitor, trackball, Ethernet cable  1m


1 x VFW compatible videocapture card, 1 x camera (PAL webcam) 


focus microphone, headphones

space 2 x 2 m

Recommended presentation requirements per unit

1 x PC (Athlon XP 2.5G+, 256MB RAM, GeForce4, CD ROM, 100Mb Ethernet, 

soundcard w/ gameport) 

1 x PC (Athlon XP 1500+, 256MB RAM, TNT2, CD ROM, 100Mb Ethernet, soundcard)

wall projector, 15” monitor, trackball, microphone, Ethernet cable  1m  

1 x VFW compatible videocapture card, 1 x camera (PAL webcam) 

focus microphone, headphones

space = as the projection requires (projection width x projection width)

Single player mode requires one unit. 
Multiplayer mode on LAN will require faster machinery (not fully tested yet) - one unit per each player + server + network overhead (cables of sufficient length, hub) + space overhead

The presentation room should be completely dark, with one carefully placed spotlight (per unit). The acoustic conditions of the room should be suitable for speech recognition, excessant noise should be avoided. For presentations involving passers-by freely roaming around, as well as for multiplayer mode, it would be necessary to acoustically isolate the speakers, preferably in see-through booths.

Get in touch if you wish to know about current development status, requirements for multiplayer setups, setup with optical recognition navigator, HMD, brainscan, and UnrealCAVE.

