
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
IEEE Catalog Number: 
ISBN: 

CFP18DGR-POD 
978-1-7281-1115-5 

2018 2nd National and 1st 
International Digital Games 
Research Conference: Trends, 
Technologies, and Applications 
(DGRC 2018) 

Tehran, Iran 
29-30 November 2018 



 
 
 
 
 
 
 
Copyright © 2018 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:   CFP18DGR-POD 
ISBN (Print-On-Demand):  978-1-7281-1115-5 
ISBN (Online):   978-1-7281-1114-8 
 
 
 
           
 
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 
 
 
 

WHAT MOBILE GAME PROJECTS ATTRACT BUSINESS ANGELS?..................................................................... 1
Alireza Hashemi Nekoo ; Mohammad Hasan Mobaraki ; Ali Rezaeian ; Narges Imanipour 

 

HUMAN VALUE BASED GAME DESIGN ....................................................................................................................... 6
Shadi Kheirandish ; Matthias Rauterberg 

 

SOCIAL NETWORK ANALYSIS OF POKEMON GO IN TWITTER ........................................................................ 17
Shaghayegh Kolli ; Datis Khajeheian 

 

A LARGE-SCALE INFRASTRUCTURE FOR SERIOUS GAMES SERVICES ......................................................... 27
Pedram Amini ; Seyed Abbas Zahiri Motlagh ; Mohammad Nezhadpour 

 

DESIGNING A CLINICAL DECISION SUPPORT SYSTEM FOR RECOMMENDING 
COMPUTERIZED COGNITIVE REHABILITATION PROGRAMS: THE EXPERIENCE OF 
ATTENTION DEFICIT HYPERACTIVITY DISORDER ............................................................................................. 34

Azadeh Bashiri ; Marjan Ghazisaeedi ; Leila Shahmoradi ; Behrouz Alizadeh Savareh ; Hamid Beigy ; Sharareh 
Rostam Niakan Kalhori ; Masoud Nosratabadi ; Mahnaz Estaki 

 

AUTISM SCREENING USING A VIDEO GAME BASED ON EMOTIONS .............................................................. 40
Atefeh Irani ; Hadi Moradi ; Leila Kashani Vahid 

 

EFFECTIVENESS OF COMPUTER GAMES OF EMOTION REGULATION ON SOCIAL SKILLS 
OF CHILDREN WITH INTELLECTUAL DISABILITY .............................................................................................. 46

Leila Kashani-Vahid ; Marzieh Mohajeri ; Hadi Moradi ; Atefeh Irani 
 

A SELF-ORGANIZING PRICE-BASED MECHANISM FOR FRAME RATE OPTIMIZATION IN 
CLOUD GAMING NETWORKS CONSIDERING QUALITY OF EXPERIENCE .................................................... 51

Seyed Javad Seyed Aboutorabi ; Mohammad Hossein Rezvani 
 

GAMERS' BEHAVIOUR AND COMMUNICATION ANALYSIS IN MASSIVELY 
MULTIPLAYER ONLINE GAMES: A SURVEY ........................................................................................................... 61

Mohammad Hossein Rezvani ; Diana Khabiri 
 

THE ROLE OF CONSUMER DECISION MAKING STYLES ON THE PURCHASING PROCESS 
IN DIGITAL GAMES ......................................................................................................................................................... 70

Roya Seddighi ; Farzaneh Sharifi ; Alireza Seddighi 
 

A FRAMEWORK FOR REHABILITATION GAMES TO IMPROVE BALANCE IN PEOPLE 
WITH MULTIPLE SCLEROSIS (MS) ............................................................................................................................. 76

Zahra Amiri ; Yoones A. Sekhavat ; Sakineh Goljaryan 
 

EFFECTIVENESS OF COGNITIVE COMPUTER GAMES ON ATTENTION SPAN OF 
STUDENTS WITH INTELLECTUAL DISABILITY ..................................................................................................... 82

Loabat Pashapoor ; Leila Kashani-Vahid ; Elham Hakimirad 
 

DEEP SUMMARIZATION OF ACADEMIC TEXTBOOKS FOR ADAPTIVE GAMIFIED 
VIRTUAL LEARNING ENVIRONMENTS..................................................................................................................... 88

Mahsa Momenzad ; Babak Majidi ; Mohammad Eshghi 
 

AVATAR VERSUS SELF THE CORRELATION OF IRANIAN DIGITAL ROLE-PLAYERS WITH 
SELF-ESTRANGEMENT AND IDENTITY CRISIS ...................................................................................................... 95

Mahsuumeh Daiiani 
 

PERSONALIZED ADVERTISEMENT IN THE VIDEO GAMES USING DEEP SOCIAL 
NETWORK SENTIMENT ANALYSIS .......................................................................................................................... 104

Farnoosh Adibi ; Babak Majidi ; Mohammad Eshghi 
 

UNDERSTANDING VIRTUAL CURRENCIES IN VIDEO GAMES: A REVIEW .................................................. 109
Amir-Reza Asadi ; Reza Hemadi 

 

A CASE STUDY OF GENERATIVE ADVERSARIAL NETWORKS FOR PROCEDURAL 
SYNTHESIS OF ORIGINAL TEXTURES IN VIDEO GAMES .................................................................................. 118

Amin Fadaeddini ; Babak Majidi ; Mohammad Eshghi 
 

A REVIEW STUDY ON EFFECTIVE FACTORS OF DEVELOPING THE FINNISH GAMING 
INDUSTRY AND SOME SUGGESTIONS FOR IRAN'S GAME INDUSTRY .......................................................... 123

Mohammad Hadi Goldani ; Ali Goldani 
 

AUGMENTED REALITY GAME CREATOR FOR ON-SITE JOB TRAINING ..................................................... 128
Amir-Reza Asadi ; Reza Hemadi 

 

HOW ONLINE GAME PLAYERS PERCEIYE PERVASIVENESS OF VIOLENCE IN THE 
SOCIETY ........................................................................................................................................................................... 134

Ehsan Shahghasemi 
 

DRIVING BASED ON REALISTIC MAP IN THE CITY OF TORSHIZ................................................................... 145
Elham Dolkhani ; Hadi Zarezadeh ; Fateme Shabani ; Mohammadhosein Hoseinnezhadmomrabadi 

 



THE IMPORTANCE OF FORM IN GAME NARRATION......................................................................................... 149
Farkhondeh Fazel Bakhsheshi ; Omid Ghahreman 

 

A LACANIAN APPROACH ON THE SIMS ................................................................................................................. 156
Farkhondeh Fazel Bakhsheshi ; Negar Soroori Sotoudeh 

 

SERIOUS GAMES IN COMPUTER SCIENCE LEARNING GOALS ....................................................................... 161
Keivan Borna ; Hesam Maghami Rad 

 

EXERBRAIN: A COMPARISON OF POSITIVE AND NEGATIVE REINFORCEMENT IN 
ATTENTION TRAINING USING BCI BASED COMPUTER GAMES ..................................................................... 167

Hesam Sakian Mohammadi ; Erfan Pirbabaei ; Milad Jafari Sisi ; Yoones A. Sekhavat 
 

INTELLIGENT ANDROID GAME USING REINFORCEMENT LEARNING TO CHANGE THE 
ENEMY'S BEHAVIOR .................................................................................................................................................... 172

Mehrad Abdollahi ; Chitra Dadkhah 
 

Author Index 




