International Conferences on
Interfaces and Human Computer
Interaction (IHCI2025), Game and
Entertainment Technologies
(GET2025) and Computer Graphics,
Visualization, Computer Vision and
Image Processing (CGVCVIP2025)

Held at the Multi-Conference on Computer Science and
Information Systems (MCCSIS 2025)

Lisbon, Portugal
23-25 July 2025

ISBN: 979-8-3313-2771-2



Printed from e-media with permission by:

Curran Associates, Inc.
57 Morehouse Lane
Red Hook, NY 12571

proceedings

Some format issues inherent in the e-media version may also appear in this print version.

Copyright© (2025) by International Association for Development of the Information Society (IADIS)
All rights reserved.

Printed with permission by Curran Associates, Inc. (2026)

For permission requests, please contact International Association for Development of the Information
Society (IADIS) at the address below.

International Association for Development of the Information Society (IADIS)
Rua Sao Sebastiao Da Pedreira

No. 100, 30, 1050-209

Lisbon, Portugal

Phone: 351213151373
Fax: 351213151244

secretariat@iadis.org

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

Email: curran@proceedings.com
Web: www.proceedings.com



TABLE OF CONTENTS

FOREWORD
PROGRAM COMMITTEE
KEYNOTE LECTURE

FULL PAPERS

INTERFACES AND HUMAN COMPUTER INTERACTION

ESTIMATING INDIVIDUAL TASTE SENSITIVITY USING QUESTIONNAIRES
ALONE

Emi Tamaki, Makoto Tomioka, Shinya Nakamura, Chihiro Okubo, Homei Miyashita

and Hironori Ishikawa

EDUCATIONAL EFFECTS OF MATHEMATICS E-LEARNING WITH
A STANDARDIZED MATH INPUT UI
Tetsuo Fukui

UNDERSTANDING OF VEHICLE INTENTION AND SAFETY PERCEPTION
IN YOUNG AND OLDER PEDESTRIANS CROSSING IN FRONT OF TWO
DRIVERLESS VEHICLES: IMPACT OF A BIMODAL EHMI

Aisha Sahai, Nicolas Souliman and Natacha Métayer

ACCESSIBLE EXPLANATIONS FOR ACCESSIBLE Al: EXPLAINABLE Al
METHODS TO SUPPORT EASY-TO-READ TEXT GENERATION — A RAPID
REVIEW

Susanne Dirks

PREDICTING THE VISUAL AESTHETIC DISTRIBUTION OF MOBILE GUIS
USING DEEP LEARNING

Adriano Luiz de Souza Lima and Christiane Gresse von Wangenheim

GENERATIVE ARTIFICIAL INTELLIGENCE IN 3D: EXPLORING Al
CAPABILITIES IN 3D SCENE GENERATION
Thor Romanovych, Sam Frish, Dmytro Kaliuzhnyi and Mariia Bilova

GAME AND ENTERTAINMENT TECHNOLOGIES

AI-GENERATED VIDEO IS THE NEXT LANGUAGE FOR GAME
PROTOTYPING: FOCUSING ON OPEN AI’S SORA
JaeJun Lee, Soyoun Eom and Joo-Eun Kang

CONTEXT STEERING AND AI FOR PERSONALIZED PLAYER EXPERIENCE
IN VIDEO GAMES

Zachary Swensrude, Trevor Meester and Hossain Samar Qorbani

X
Xiii

XVvil

11

19

28

37

45

54

65



VIRTUAL REALITY TOUR FOR CULTURAL HERITAGE: A SYSTEMATIC
MAPPING
Elinaldo Ribeiro de Azevedo, Ingrid Nery Mendes and Otavio Noura Teixeira

INTERACTIVE SOUNDSCAPE INSTALLATION URBAN GREEN SYMPHONY
4.0

Xin Yan, Takuro Shibayama and Seiichiro Matsumura

USING SENTIMENT ANALYSIS TO UNCOVER PLAYER RESPONSE TO
GAME UPDATES VIA SOCIAL MEDIA
Niklas Bockmann and Neil Bretaiia

COMPUTER GRAPHICS, VISUALIZATION, COMPUTER VISION
AND IMAGE PROCESSING

INTELLIGENT FROTH VELOCITY ESTIMATION THROUGH COMPUTER
VISION TECHNIQUES

Abdullatif Al-Najim, Razan Al-Zannan, Erich Marko Lucic Oliva, Abrar Al-Amoudi,
Mustafa Al-Naser and Ayman Al-Mukahhil

EXPLAINABLE MODEL FOR FETAL PLANE CLASSIFICATION USING
VISION TRANSFORMERS AND LAYERWISE RELEVANCE PROPAGATION
Sinchana S, Nisarga Kunder, Siri Gowri H and Shravani Hiremath

DEVELOPMENT AND EVALUATION OF A LOW-COST STEREO
AND MONO VISION-SYSTEM

Mahmoud Hussein and Bernard Durand

OCR-GUIDED TEXT REMOVAL IN TECHNICAL DRAWINGS
Richard Martin, Elke Hergenrother and Benjamin Meyer

STANDARDISED OBJECT DETECTION AND HUMAN ACTION
RECOGNITION IN COMBAT SPORTS

Evan Quinn and Niall Corcoran

SEEING THE UNSEEN: AI-POWERED CAMOUFLAGED PEST DETECTION
Henry O. Velesaca and Angel D. Sappa

UNDERWATER IMAGE ENHANCEMENT USING TRANSFORMER-BASED
GENERATIVE ADVERSARIAL NETWORKS
Kai-Hsun Chen and Jin-Jang Leou

MULTIRESOLUTION DWT-2D VERSUS LAPLACIAN PYRAMID FOR FACIAL
RECOGNITION USING SFA SKIN DATABASE
Ouarda Soltani and Souad Benabdelkader

SHORT PAPERS

INTERFACES AND HUMAN COMPUTER INTERACTION

DRAWING CLOSER: DESIGNING HAPTIC MIXED REALITY INTERFACES
FOR INDIVIDUALS WITH INCOMPLETE LOCKED-IN SYNDROME

TO ENHANCE EXPRESSION AND COMMUNICATION

Pedro Amado, Eliana Penedos-Santiago, Bruno Giesteira, Andreia de Sousa,

Claudia Lima and Silvia Simoes

vi

73

81

&9

96

104

111

119

127

137

145

153

167



GAME AND ENTERTAINMENT TECHNOLOGIES

BREAKING BARRIERS: GAMIFICATION IN RECRUITING TO OVERCOME
COMMUNICATION CHALLENGES - PSYCHOLOGICAL, SOCIAL
AND CULTURAL DIFFERENCES IN PERCEPTION AND PARTICIPATION —

Manuela Sachse and Jessica Melzer

THAT’S ANCIENT HISTORY: HERITAGE AND VIDEOGAMES IN A BLENDED
INTENSIVE PROGRAMME

Barbara Barroso, Rita Costa, Thibaud Hulin, Jens Nilsson, Stefan Tidlund

and Tanja Korhonen

COMPUTER GRAPHICS, VISUALIZATION, COMPUTER VISION
AND IMAGE PROCESSING

DETECTION OF DRIVER FATIGUE USING MOBILE DEVICE SENSORS
AND ARTIFICIAL INTELLIGENCE ON-DEVICE
Gongalo Almeida, Antonio Monteiro and Bruno Correia

GENERATIVE ADVERSARIAL NETWORK: TOWARDS A ROBUST NEAR
INFRARED IMAGE COLORIZATION
Patricia L. Sudrez and Angel D. Sappa

VISUALIZATION OF THE PROPAGATION OF ELECTROMAGNETIC WAVES,
ENHANCING EDUCATION AND SCIENCE COMMUNICATION
Mark Ferreira, Viktor Kretzschmar, Stefan Valentin, Benjamin Meyer and Elke Hergenréther

COLLABORATIVE AI-DRIVEN DESIGN AND REALISTIC 3D SIMULATION
OF DYNAMIC FABRIC BEHAVIOR

Jodo Santos, Nuno Dinis, Luis Romero and Pedro Miguel Faria

REFLECTION PAPERS

INTERFACES AND HUMAN COMPUTER INTERACTION

PROPOSAL TO DESIGN A DIGITAL TWINS INTERFACE WITH VIRTUAL
REALITY FOR TELECOMMUNICATION SITE, AN OVERVIEW

Miguel A'ngel Gomez Garza, Leticia Amalia Neira Tovar and Juan Alberto Torres Lopez

GAME AND ENTERTAINMENT TECHNOLOGIES

GAMIFICATION AS AN ENABLER FOR TRANSFORMATION: A SCIENTIFIC
REFLECTION ON THE INTEGRATION OF PLAYFUL ELEMENTS IN SKILLS
DEVELOPMENT AND INNOVATION

Manuela Sachse, Tim Neumann and Jessica Melzer

ACCEPTANCE OF GAMIFIED AND ESPORTS-BASED TRAINING FORMATS:
A THEORETICAL APPROACH USING UTAUT AND DIFFUSION OF
INNOVATIONS

Manuela Sachse and Lisa Strauch

vii

172

177

182

187

193

197

205

210

215



POSTERS

INTERFACES AND HUMAN COMPUTER INTERACTION
CONTACT: AN INSTALLATION GAME

Andrew Hieronymi

SIMULATION FRAMEWORK FOR EVALUATING DRIVER MONITORING
SYSTEMS USING FACS-BASED VIRTUAL DRIVERS
Jonghwa Kim, Kyunglim Lee and Wonsang Lee

COMPUTER GRAPHICS, VISUALIZATION, COMPUTER VISION
AND IMAGE PROCESSING

EEGVIS - A VISUALIZATION PROJECT TO SIMPLIFY PSYCHOPHYSICAL
USER EXPERIENCE ANALYSIS
Melanie Steiner and Dieter Meiller

AUTHOR INDEX

viii

221

224

226





