
 
 
 
 

Contents 
 
 

 
Preface .......................................................................................................... IX 
Scientific Programme .................................................................................. 1 
Author Index ................................................................................................. 95 
 
 

 
KEYNOTE 
 
Guidelines and Case Studies on Collaboration with Computer Game  
Industry for Academic Research and Education 
Gary Ushaw, Richard Davison and Graham Morgan ........................................ 5 
 
 

GAMING ENVIRONMENTS CREATION 
 
Macro-Controlled Generation of Geometry Using Vector Fields and  
their Application 
Robert Roth and Bernard Beitz ......................................................................... 13 
 
GAN-Based Content Generation of Maps for Strategy Games 
Vasco Nunes, João Dias and Pedro A. Santos ................................................. 20 
 
Playable Characters in Digital Games: A Genre Taxonomy Proposal 
Tânia Ribeiro and Ana Isabel Veloso ................................................................ 32 
 
 

PLAYER ANALYSIS 
 
Player Needs Inventory (PNI): An Analytical Framework for Analyzing  
Player Motives in Video Games 
Barbaros Bostan and Diğdem Sezen ................................................................ 41 
 
Passive Collaboration and Connections in a ‘Strand Game’: Changing  
the Way We play 
Barbaros Bostan and Sercan Şengün ............................................................... 48 
 
Creation of Digital Games for Environmental Awareness by Young Adult 
Students: Systemization and Critical Analysis of the Process 
Tanira M. H. Suandique, Pedro Beça and Monica Aresta ................................. 56 
 
  



 
 
 
 

Contents 
 
 

 

VR GAMING ENVIRONMENTS 
 
Minogrid: A Framework for the Creation of Virtual Reality Experiment  
and Therapy Applications 
Christoph Pressler, Patrick Pazour, Daniel Martinek, Helmut Hlavacs  
and Charly Harbord ........................................................................................... 67 
 
Interaction Design in Virtual Reality and Games: From a Comparative  
Human Social and Psychological Needs Perspective 
Li Zheng and Mei Si .......................................................................................... 75 
 
 

BOARD GAMES PROGRAMMING 
 
Playing at Class: Increasing the Awareness of Tabletop Game Design  
for Videogame Development 
Micael Sousa and Ivan Barroso ........................................................................ 81 
 
Designing Programming Exercises from Board Games 
Maxim Mozgovoy and Marina Purgina .............................................................. 89 
 

 


