
Contents

Full Papers

A Mobile Game Controller Adapted to the Gameplay and User’s
Behavior Using Machine Learning . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 3

Leonardo Torok, Mateus Pelegrino, Daniela G. Trevisan,
Esteban Clua, and Anselmo Montenegro

A Participatory Approach for Game Design to Support the Learning
and Communication of Autistic Children . . . . . . . . . . . . . . . . . . . . . . . . . . . . 17

Thiago Porcino, Daniela Trevisan, Esteban Clua, Marcos Rodrigues,
and Danilo Barbosa

A Real Time Lighting Technique for Procedurally Generated 2D
Isometric Game Terrains . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 32
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Marcel Köster, Michael Schmitz, Soenke Zehle, and Burkhard Detzler

Exploring the Importance of “Making” in an Educational
Game Design . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 368

Michail N. Giannakos, Varvara Garneli,
and Konstantinos Chorianopoulos

Simple Games – Complex Emotions: Automated Affect Detection Using
Physiological Signals . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 375

Thomas Friedrichs, Carolin Zschippig, Marc Herrlich,
Benjamin Walther-Franks, Rainer Malaka, and Kerstin Schill

Studying an Author-Oriented Approach to Procedural Content
Generation through Participatory Design . . . . . . . . . . . . . . . . . . . . . . . . . . . 383

Rui Craveirinha and Licinio Roque

The Role of Embarrassment to Shape Public Interactions . . . . . . . . . . . . . 391
Licia Calvi

Towards Smart City Learning: Contextualizing Geometry Learning
with a Van Hiele Inspired Location-Aware Game . . . . . . . . . . . . . . . . . . . . . 399

Matthias Rehm, Catalin Stan, Niels Peter Wøldike,
and Dimitra Vasilarou



XIV Contents

Posters

A Simultaneous, Multidisciplinary Development and Design Journey –
Reflections on Prototyping . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 409

Achim Gerstenberg, Heikki Sjöman, Thov Reime,
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