
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
IEEE Catalog Number: 
ISBN: 

CFP1728J-POD 
978-1-5386-4847-6 

2017 16th Brazilian Symposium 
on Computer Games and Digital 
Entertainment (SBGames 2017) 

Curitiba, Brazil 
2 – 4 November 2017 



 
 
 
 
 
 
 
Copyright © 2017 by the Institute of Electrical and Electronics 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 is a print representation of what appears in the IEEE Digital 
Library.  Some format issues inherent in the e-media version may also 
appear in this print version.  
 
 
IEEE Catalog Number:   CFP1728J-POD 
ISBN (Print-On-Demand):  978-1-5386-4847-6 
ISBN (Online):   978-1-5386-4846-9 
ISSN:                            2159-6654 
 
           
 
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 
 

 
 



2017 Brazilian Symposium
on Computer Games and

Digital Entertainment

SBGames 2017
 

Table of Contents
 

 
 

Message from the Organizers  viii
Message from the Computing Track Program Chairs  ix
Conference Organization  x
Program Committee  xiii

Technical Papers

A Data Analysis of Player in World of Warcraft Using Game Data Mining  1
      Elton Sarmanho Siqueira (University of Brasilia), Carla Denise
      Castanho (University of Brasilia), Genaina Nunes Rodrigues (University
      of Brasilia), and Ricardo Pezzoul Jacobi (University of Brasilia)

A Fast Approach for Automatic Generation of Populated Maps with Seed and Difficulty
Control  10
      Pedro Sampaio (PUC-Rio), Augusto Baffa (PUC-Rio), Bruno Feijó
      (PUC-Rio), and Mauricio Lana (PUC-Rio)

A Methodology for Creating Generic Game Playing Agents for Board Games  19
      Mateus Rezende (Department of Computer Science) and Luiz Chaimowicz
      (Department of Computer Science)

A Model-Based Approach for Designing Location-Based Games  29
      Cristiane Ferreira (Federal University of Ceará), Luís Fernando Maia
      (Federal Institute of Maranhão), Carlos Salles (Federal University of
      Maranhão), Fernando Trinta (Federal University of Ceará), and Windson
      Viana (Federal University of Ceará)

A Supervised Learning Approach to Build a Recommendation System for User-Generated Content
in a Casual Game  39
      Paulo Coleta Neto (Universidade Federal de Minas Gerais) and Túlio
      Braga Moreira Pinto (Universidade Federal de Minas Gerais)

An Interaction Mechanism for Virtual Reality Based on Upper Limbs Motions Tracking Using
Depth Cameras and Inertial Sensors  46
      Eider Silva (Universidade Federal Fluminense), Esteban Clua
      (Universidade Federal Fluminense), Anselmo Montenegro (Universidade
      Federal Fluminense), Daniela Trevisan (Universidade Federal
      Fluminense), and Luis Valente (Universidade Federal Fluminense)

Biofeedback Sensors in Electronic Games: A Practical Evaluation  56
      Rodrigo Teixeira Soares (Universidade de Brasília), Elton Sarmanho
      (Universidade de Brasília), Marco Miura (Universidade de Brasília),
      Tiago Barros (Universidade de Brasília), Ricardo Jacobi (Universidade
      de Brasília), and Carla Castanho (Universidade de Brasília)

v



Capturing Game Telemetry with Provenance  66
      Troy Costa Kohwalter (UFF), Leonardo Gresta Paulino Murta (UFF), and
      Esteban Walter Gonzalez Clua (UFF)

Dealing with the Emotions of Non Player Characters  76
      Augusto Baffa (PUC-Rio), Pedro Sampaio (PUC-Rio), Bruno Feijó
      (PUC-Rio), and Mauricio Lana (PUC-Rio)

Evolutionary Music Composition for Digital Games Using Regent-Dependent Creativity Metric  88
      Herbert Alves Batista, Luís Fabrício Wanderley Goes (Pontifícia
      Universidade Católica de Minas Gerais), Celso França (Pontifícia
      Universidade Católica de Minas Gerais), and Wendel Cássio Alves
      Batista (Universidade Federal de Minas Gerais)

Game Accessibility Guidelines for People with Sequelae from Macular Chorioretinitis  96
      Amanda F. Pereira (Centro Federal de Educação Tecnológica de Minas
      Gerais) and Flávio R. S. Coutinho (Centro Federal de Educação
      Tecnológica de Minas Gerais)

Hard Shadow Anti-Aliasing for Spot Lights in a Game Engine  106
      Márcio Cerqueira de Farias Macedo (Federal University of Bahia), Almir
      Vinicius Teixeira (Federal University of Bahia), Antônio Lopes
      Apolinário Júnior (Federal University of Bahia), and Karl Apaza Agüero
      (Federal University of Bahia)

Improving Procedural 2D Map Generation Based on Multi-Layered Cellular Automata and
Hilbert Curves  116
      Yuri Pessoa Avelar Macedo (UFMG) and Luiz Chaimowicz (UFMG)

kNarrator: A Model For Authors To Simplify Authoring Process Using Natural Language
Processing To Portuguese  126
      Adriano Luís Kerber (Universidade do Vale do Rio dos Sinos), Rossana
      Baptista Queiroz (Universidade do Vale do Rio dos Sinos), Daniel
      Camozzato (No affiliation), and Vinícius Cassol (Baby Owl Studios)

Large Viscoelastic Fluid Simulation on GPU  134
      Caio José dos Santos Brito (Voxar Labs), André Luiz Buarque Vieira e
      Silva (Voxar Labs), Mozart William Santos Almeida (Voxar Labs), João
      Marcelo Xavier Natario Teixeira (Voxar Labs), and Veronica Teichrieb
      (Voxar Labs)

Network Traversal as an Aid to Plot Analysis and Composition  144
      Edirlei Soares de Lima (Rio de Janeiro State University), Vinicius M.
      Gottin (Pontifical Catholic University of Rio de Janeiro), Bruno Feijó
      (Pontifical Catholic University of Rio de Janeiro), and Antonio L.
      Furtado (Pontifical Catholic University of Rio de Janeiro)

On the Development of an Autonomous Agent for a 3D First-Person Shooter Game Using Deep
Reinforcement Learning  155
      Paulo Serafim (Federal University of Ceará), Yuri Nogueira (Federal
      University of Ceará), Creto Vidal (Federal University of Ceará), and
      Joaquim Cavalcante-Neto (Federal University of Ceará)

Optimizing UCT for Settlers of Catan  164
      Gabriel de Arruda Rubin de Lima (Pontifícia Universidade Católica do
      Rio Grande do Sul (PUCRS)), Bruno Fortes Paz (Pontifícia Universidade
      Católica do Rio Grande do Sul (PUCRS)), and Felipe Rech Meneguzzi
      (Pontifícia Universidade Católica do Rio Grande do Sul (PUCRS))

vi



 

 

A New Method for Modeling Clouds Combining Procedural and Implicit Models  173

      Anselmo Montenegro (Universidade Federal Fluminense), Ícaro Baptista
      (Universidade Federal Fluminense), Bruno Dembogurski (Universidade
      Federal Rural do Rio de Janeiro), and Esteban Clua (Universidade
      Federal Fluminense)

Simulating Rescue of Agents in Crowds During Emergency Situations  183

      Marcelo Paravisi (Instituto Federal de Educação), Alexandre de Morais
      Amory (Pontifícia Universidade Católica do Rio Grande do Sul), and
      Soraia Raupp Musse (Pontifícia Universidade Católica do Rio Grande do
      Sul)

Author Index  191

vii




