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Position:  
the solution requires cognitive systems 

• Systems that reify cognition relevant to 
the content being generated

‣ Procedural Narrative Generation
- Comprehension, Inferencing, Role-play, …

‣ Procedural Terrain Generation
- Psychophysics, Perception, Attention, …
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Position:  
the solution requires cognitive systems 

Content Game
Interface Cognition

• AI that models invariant relationships

‣ e.g. Newton’s Second Law,  
Fitts’ Law, Hick-Hyman Law
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