
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
IEEE Catalog Number: 
ISBN: 

CFP15A20-POD 
978-1-4673-7453-8 

2015 IEEE Games Entertainment 
Media Conference (GEM 2015) 

Toronto, Ontario, Canada 
14-16 October 2015 



 
 
 
 
 
 
 
Copyright © 2015 by the Institute of Electrical and Electronic Engineers, Inc 
All Rights Reserved 
 
Copyright and Reprint Permissions:  Abstracting is permitted with credit to the source.  
Libraries are permitted to photocopy beyond the limit of U.S. copyright law for private 
use of patrons those articles in this volume that carry a code at the bottom of the first 
page, provided the per-copy fee indicated in the code is paid through Copyright 
Clearance Center, 222 Rosewood Drive, Danvers, MA 01923.   
 
For other copying, reprint or republication permission, write to IEEE Copyrights 
Manager, IEEE Service Center, 445 Hoes Lane, Piscataway, NJ  08854.  All rights 
reserved.   
 
***This publication is a representation of what appears in the IEEE 
Digital Libraries.  Some format issues inherent in the e-media version may 
also appear in this print version.  
 
 
IEEE Catalog Number:   CFP15A20-POD 
ISBN (Print-On-Demand):  978-1-4673-7453-8 
  
 
Additional Copies of This Publication Are Available From: 
 
Curran Associates, Inc 
57 Morehouse Lane 
Red Hook, NY  12571 USA 
Phone:  (845) 758-0400 
Fax:  (845) 758-2633 
E-mail: curran@proceedings.com 
Web:               www.proceedings.com 
 
 
 



TABLE OF CONTENTS 
 
 
 

WORKSHOPS AND TUTORIALS 
 
WORKSHOP PROPOSAL: GAME UI DESIGN, EVALUATION, AND USER RESEARCH ..................................... 1

Pejman Mirza-Babaei, Robert J. Teather, Victoria McArthur 
 

GAMING & LAW – IT´S PART OF THE GAME, SO WHAT SHOULD I KNOW...................................................... 3
Kai Erenli, Arx Anima 

 

COURSE: RAPID ADVANCED MULTIMODAL MULTI-DEVICE INTERACTIVE 
APPLICATION PROTOTYPING WITH MAX/JITTER, PROCESSING, AND OPENGL ......................................... 5

Miao Song, Serguei A. Mokhov, Sudhir P. Mudur 

 
DEMOS 
 
 

FACTOR: A GAME ABOUT MATCHING COMMON FACTORS ............................................................................... 7
Jonah Warren 

 

GIVING IN TO TEMPTATIONS (OF CONSUMING ELECTRONICS) VISUALS + 
INTERACTIVE POETRY.................................................................................................................................................... 8

Lorene Shyba 
 

DEMO: SPATIAL UI EXPERIENCE AND PROJECTION MAPPING ON STAGE WITH ISSV2 ........................... 9
Miao Song, Serguei A. Mokhov, Jilson Thomas, Sudhir P. Mudur 

 

TEACHING THE BRAIN THROUGH GAMES – MEDULLA ..................................................................................... 11
Joseph R. Fanfarelli 

 

DEMO: TOWARDS HISTORICAL SIGHTSEEING WITH AN AUGMENTED REALITY 
INTERACTIVE DOCUMENTARY APP ......................................................................................................................... 12

Miao Song, Serguei A. Mokhov, Sudhir P. Mudur, Jean-Claude Bustros 
 

VIDEO ARTWORK: IT’S ONLY A GAME .................................................................................................................... 14
Deschanel Li 

 
 

DECLARATION OF VEILLANCE (SURVEILLANCE IS HALF-TRUTH) ............................................................... 15
Steve Mann, Ryan Janzen, Mir Adnan Ali, Ken Nickerson 

 
POSTERS 
 
 
 
 

BRIGHT IDEAS: A WEARABLE INTERACTIVE "INVENTOMETER" (BRAINWAVE-BASED 
IDEA DISPLAY) ................................................................................................................................................................. 17

Steve Mann, Ryan Janzen, Hang Wu, Max Hao Lu, Nitin Guleria 
 

DEVELOPMENT AND USABILITY TESTING OF SIMULATED WIND IN A RACING VIDEO 
GAME................................................................................................................................................................................... 25

Miguel Garcia, Pedro Santana 
 

DEVELOPMENT OF A FIRST PERSON SHOOTER GAME CONTROLLER ......................................................... 27
Robinson Diaz, Jahn Prieto, Jeferson Pardo, Camilo Zambrano, Alvaro Uribe-Quevedo, Enit Godoy, Byron Perez-
Gutierrez 

 

ENCOURAGING PHYSICAL ACTIVITY WITH A GAME-BASED MOBILE APPLICATION: 
FITPET................................................................................................................................................................................. 29

Xin Tong, Diane Gromala, Chris Shaw, Weina Jin 
 

FACE RACE - FACE DOWN EXTREME VIRTUAL REALITY RACING GAME................................................... 31
Tony Morelli 

 

GAMING, FITNESS, AND RELAXATION ..................................................................................................................... 32
Bradley Trowbridge, Carol Rodriguez, Joseph Prine, Michelle Holzemer, John McCormack, Ryan Integlia 

 

SERIOUS GAME FOR SERIOUS DISEASE: DIMINISHING STIGMA OF DEPRESSION VIA 
GAME EXPERIENCE........................................................................................................................................................ 33

Weina Jin, Diane Gromala, Xin Tong 
 

STEREOSCOPY AND HAPTICS HUMAN EYE AR APP............................................................................................. 35
Carlos Soto-Fernandez, Hugo Vega, Alvaro Uribe-Quevedo, Norman Jaimes, Bill Kapralos 

 



THE INTRODUCTION OF A QUANTUM MIRROR IN THE GAME OF LIFE CELLULAR 
AUTOMATON .................................................................................................................................................................... 37

Mikael Fridenfalk 

 
PAPERS 
 
 
 
 

2D LIDAR AS A DISTRIBUTED INTERACTION TOOL FOR VIRTUAL AND AUGMENTED 
REALITY VIDEO GAMES ............................................................................................................................................... 39

John McCormack, Joseph Prine, Bradley Trowbridge, A. Carol Rodriguez, Ryan Integlia 
 

4PEG: A STRUCTURED RATING SYSTEM FOR GAMES FOR LEARNING ......................................................... 44
Katrin Becker 

 

A COOPERATIVE GAME FOR OLDER POWERED CHAIR USERS AND THEIR FRIENDS AND 
FAMILY ............................................................................................................................................................................... 50

Katie Seaborn, Peter Pennefather, Deborah I. Fels 
 

A STUDY OF INTERACTION IN IDLE GAMES & PERCEPTIONS ON THE DEFINITION OF A 
GAME................................................................................................................................................................................... 54

Blair Purkiss, Imran Khaliq 
 

ALGORITHMIC MUSIC COMPOSITION FOR COMPUTER GAMES BASED ON L-SYSTEM .......................... 60
Mikael Fridenfalk 

 

ALPHA TESTING OF THE RAPID RECOVERY KAYAKING- BASED EXERGAME........................................... 66
Robert Shewaga, David Rojas, Bill Kapralos, John Brennan 

 

APPLICATIONS OF THE ILLIMITABLE SPACE SYSTEM IN THE CONTEXT OF MEDIA 
TECHNOLOGY AND ON-STAGE PERFORMANCE: A COLLABORATIVE 
INTERDISCIPLINARY EXPERIENCE........................................................................................................................... 71

Miao Song, Serguei A. Mokhov, Jilson Thomas, Sudhir P. Mudur 
 

ARE VIRTUAL LEARNING ENVIRONMENTS APPROPRIATE FOR DYSCALCULIC 
STUDENTS?  A THEORETICAL APPROACH ON DESIGN OPTIMIZATION OF VIRTUAL 
WORLDS USED IN MIXED-REALITY SIMULATORS ............................................................................................... 79

Laura Lenz, Anja Richert, Katharina Schuster, Sabina Jeschke 
 

ARTIFICIAL SOCIETY GENERATION FOR MODERN VIDEO GAMES............................................................... 87
Bryan Sarlo, Michael Katchabaw 

 

ARE VIRTUAL LEARNING ENVIRONMENTS APPROPRIATE FOR DYSCALCULIC 
STUDENTS? A THEORETICAL APPROACH ON DESIGN OPTIMIZATION OF VIRTUAL 
WORLDS USED IN MIXED-REALITY SIMULATORS ............................................................................................... 95

Laura Lenz, Anja Richert, Katharina Schuster, Sabina Jeschke 
 

BACK-POINTER - FITTS’ LAW ANALYSIS OF NATURAL MOBILE CAMERA BASED 
INTERACTIONS .............................................................................................................................................................. 103

Tony Morelli, Taylor Ripke 
 

CONVULSIVE TREATMENT GAME-BASED TRAINING APP............................................................................... 109
Engie Ruge-Vera, Alvaro Uribe-Quevedo, Norman Jaimes, Byron Perez-Gutierrez 

 

CREATING GENUINE SMILES FOR DIGITAL AND ROBOTIC CHARACTERS: AN 
EMPIRICAL STUDY ....................................................................................................................................................... 113

Mei Si, J. Dean McDaniel 
 

DESIGNING INDOOR TANGIBLE GAMES BASED ON FUZZY LOCALISATION............................................. 119
Raphaël Robert-Bouchard, Jérôme Dupire, Pierre Cubaud 

 

DETECTION OF CENTRAL VENOUS ACCESS ANATOMIC REGIONS OF INTEREST USING 
AUGMENTED REALITY GAME-BASED LEARNING .............................................................................................. 123

Ingridh Ochoa-Casas, Gerardo Tibamoso, Lizeth Vega-Medina, Byron Perez-Gutierrez, Alvaro Uribe-Quevedo 
 

DIGITAL ECONOMIES AND TRADING IN COUNTER STRIKE GLOBAL OFFENSIVE: HOW 
VIRTUAL ITEMS ARE VALUED TO REAL WORLD CURRENCIES IN AN ONLINE BARTER-
FREE MARKET HYBRID ECONOMY......................................................................................................................... 126

Kei’Ichiro Yamamoto, Victoria McArthur 
 

DOES A SEGMENTED HEALTH BAR AFFECT A PLAYER’S PREFERENCE FOR A GAME? A 
PILOT STUDY .................................................................................................................................................................. 132

Curtis L. Gittens, P. Christopher Gloumeau 
 

EFFECTS OF INTERIOR BEZEL SIZE AND CONFIGURATION ON GAMING PERFORMANCE 
WITH LARGE TILED DISPLAYS ................................................................................................................................. 140

Geneva Smith, Robert J. Teather, Jordan Lass, Jacques Carette 
 

EVALUATING THE EFFECTIVENESS OF HUDS AND DIEGETIC AMMO DISPLAYS IN 
FIRST-PERSON SHOOTER GAMES ............................................................................................................................ 148

Margaree Peacocke, Robert J. Teather, Jacques Carette, I. Scott Mackenzie 
 



EXTERNAL AUTOMATIC DEFIBRILLATOR GAME-BASED LEARNING APP ................................................ 156
Mario Andres Vargas Orjuela, Alvaro Uribe-Quevedo, Norman Jaimes, Byron Perez-Gutierrez 

 

FLUID INPUT DEVICES AND FLUID DYNAMICS-BASED HUMAN-MACHINE INTERACTION .................. 160
Steve Mann, Ryan Janzen 

 

GAMIFICATION: HOW TO GAMIFY LEARNING AND INSTRUCTION ............................................................. 164
Katrin Becker 

 

GAMIFYING AN M.ED. COURSE: A POST-MORTEM ............................................................................................ 167
N/A 

 

MEASUREMENT-BASED ANALYSIS OF THE VIDEO ............................................................................................ 175
Mark Claypool, Daniel Farrington, Nicholas Muesch 

 

PRESENTING A STANDARD SLOT MACHINE AS AN INTERACTIVE RACING GAME................................. 179
Tony Morelli 

 

PROCEDURAL WEAPONS GENERATION FOR UNREAL TOURNAMENT III.................................................. 186
Daniele Gravina, Daniele Loiacono 

 

PUSHING WITHOUT BREAKING: NUDGING EXERGAME PLAYERS WHILE MAINTAINING 
IMMERSION..................................................................................................................................................................... 194

Adrian L. Jessup Schneider, T. C. Nicholas Graham 
 

QUANTIFYING THE DIFFERENTIAL IMPACT OF SENSOR NOISE IN AUGMENTED 
REALITY GAMING INPUT ........................................................................................................................................... 202

Farjana Z. Eishita, Kevin G. Stanley, Alain Esquivel 
 

SCREEN SPACE POINT SAMPLED SHADOWS ........................................................................................................ 211
Brent Cowan, Saad Khattak, Bill Kapralos, Andrew Hogue 

 

SENSORY FLUX FROM THE EYE: BIOLOGICAL SENSING-OF-SENSING (VEILLAMETRICS) 
FOR 3D AUGMENTED-REALITY ENVIRONMENTS............................................................................................... 218

Ryan Janzen, Steve Mann 
 

SERIOUS GAMES: REHABILITATION FUZZY GRAMMAR FOR EXERCISE AND THERAPY 
COMPLIANCE ................................................................................................................................................................. 227

Victor Fernandez-Cervantes, Eleni Stroulia, Luis E. Oliva, Francisco Gonzalez, Claudio Castillo 
 

SERIOUS REHABILITATION GAMES WITH KINECT ........................................................................................... 235
Victor Fernandez-Cervantes, Eleni Stroulia, Claudio Castillo, Luis Oliva, Francisco. Gonzalez 

 

SERIOUS MODS: A CASE FOR MODDING IN SERIOUS GAMES PEDAGOGY................................................. 236
Victoria McArthur, Robert J. Teather 

 

SMARTPHONES AND INTERACTIVE STORY DEVELOPMENT WORKSHOP................................................. 240
Lorene Shyba 

 

“SQUEAKEYS”: A FRICTION IDIOPHONE, FOR PHYSICAL INTERACTION WITH MOBILE 
DEVICES ........................................................................................................................................................................... 243

Steve Mann, Ryan Janzen, Valmiki Rampersad, Jason Huang, Lei Jimmy Ba 
 

SURRENDER AT 20? MATCHMAKING IN LEAGUE OF LEGENDS .................................................................... 247
Mark Claypool, Jonathan Decelle, Gabriel Hall, Lindsay O’Donnell 

 

SWARM MODULATION: AN ALGORITHM FOR REAL-TIME SPECTRAL 
TRANSFORMATION ...................................................................................................................................................... 251

Ryan Janzen, Steve Mann 
 

THE VIRTUAL LITTLE ALBERT EXPERIMENT: CREATING CONDITIONED EMOTION 
RESPONSE IN VIRTUAL AGENTS .............................................................................................................................. 259

Alexander Patrick, Curtis Gittens, Michael Katchabaw 
 

TOWARD AN EFFECTIVE APPROACH TO COLLABORATION EDUCATION: A TAXONOMY 
FOR GAME DESIGN ....................................................................................................................................................... 267

Anna Loparev, Christopher A. Egert 
 

UNIFORM VS. NON-UNIFORM SCALING OF SHOOTER GAMES ON LARGE DISPLAYS ............................ 271
Robert J. Teather, Jacques Carette, Manivanna Thevathasan 

 

UNIQUITOUS: IMPLEMENTATION AND EVALUATION OF A CLOUD-BASED GAME 
SYSTEM IN UNITY.......................................................................................................................................................... 279

Meng Luo, Mark Claypool 
 

VIDEO GAMES TO THE RESCUE: CAN GAME DESIGN MAKE SOFTWARE BASED LAB 
EXPERIMENTS ENGAGING? ....................................................................................................................................... 285

Karthik Sankaranarayanan, Pejman Mirza-Babaei, Frederico Da Rocha Tome Filho 
 

VOLCANO: AN INTERACTIVE SWORD GENERATOR ......................................................................................... 289
Daniele Loiacono, Renato Mainetti, Michele Pirovano 

 

WOYUBU: EXPERIMENTS WITH VIDEO-GAMING IN LIVE THEATRE........................................................... 297
Dave Pape, Sarah Bay-Cheng, Josephine Anstey, Dave Mauzy 

 

Author Index 




