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Voted among “101 Most Interesting Nerds” of the Netherlands
by a major national magazine

Computer scientist

Game developer

MSc (Utrecht University, 1993); PhD (Leiden University, 2001)

Assistant professor (Leiden University)

Co-founder of global brand of lasertag products

Technical game producer for international TV game shows

A little about me

Nerd

neural networks





→ New research direction and 
unconventional hypotheses

Research intense Students as researchers

Thesis as article

→ PhD students

Autonomous researchers

Only student project ideas

Cyclotactor by student Staas de Jong (6 publications + 1 patent)

Maker’s attitude

→ Student publications



Some facts
⇨ Since 2001

⇨ 2-year program (4 semesters)

⇨ English

⇨ Master-of-Science (MSc) degree

⇨ 30-50% internationals

⇨ ± 50% female, 50% male students

⇨ 25 – 35 students per year (no maximum)

⇨ Not a core Computer Science program

⇨ No specific BA/BSc required!

⇨ Incoming: CS, psych, design, engineering, arts, sciences, …



AI in the Media Technology MSc Program



Within the curriculum

History

Seminar course: Artificial Intelligence Course: Computational Creativity

What is machine-creativity?

Philosophy of mind

Broad context of AI

Why do we need AI?

Basic techniques (NNs, EAs, swarm comp)

Alternatives (e.g. bio-digital hybrid systems)

Computational models of creativity

Creative (multi-)agent models

How to evaluate machine creativity

Sub-field of AI

Hands-on constructing a creative system

Both courses have strong focus on context of AI and research



Elective AI courses

Automated Machine Learning

Evolutionary Algorithms

Natural Computing

Modern Game AI Algorithms

Governance of Artificial Intelligence

Law and Artificial Intelligence

…

Ethics of Artificial Intelligence

Intended for personal deepening

AI technology A specific context for AI

Deep-Learning and Neural Networks

Machine Learning for Business Analytics

…



PROJECT EXAMPLES



Do people conform to advice of 
voice assistants, even though they 
suspect that it is wrong advice?

Student’s idea Original question

Contextual to AI

Digital extension of Asch’s famous 
experiment

Published in a highly relevant 
journal

Non-applied work, pure research



Using an LSTM recurrent neural 
network to predict social network 
development over time, in stories 
such as Lord of the Rings and 
Game of Thrones.

Student’s idea Playful

Technology-driven Relevant



Does sharing place and time with a non-lifelike 
robotic artifact lead to bonding experiences?

Student’s idea Relevant question

Published in a highly relevant journal

Playful, unconventional method

About the human context of AI



Context-dependent memory effects (Godden & Baddeley, 1975)



Thesis work of student Maik Lanen





Microbial Content Generation for Natural Terrains in Computer Games

Work with PhD student Wim van Eck



Thesis work of student Wim van Eck



Wim van Eck & Maarten Lamers, Play PacMan Against Crickets (2006)



non-sterile black agarmicroorganismsgrowth base

Petri dishes



time-lapse imaging

high-resolution inexpensive

parallax free



Time-lapse of microbial growth (~14 days)













added smoothing (virtual erosion)

height-based terrain assignmentgradient-based snow accumulation







WHY, OH WHY?



Education perspective

Contextual views

Publications by students → PhD

Research perspective

SAILS university-wide inititiave
Society AI & Life Science
Human-centered AI; fair use of AI in and for society

Draw AI-external students into AI

“Healthy AI ecosystem”
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