
Lecture Notes in Computer Science 11863

Founding Editors

Gerhard Goos
Karlsruhe Institute of Technology, Karlsruhe, Germany

Juris Hartmanis
Cornell University, Ithaca, NY, USA

Editorial Board Members

Elisa Bertino
Purdue University, West Lafayette, IN, USA

Wen Gao
Peking University, Beijing, China

Bernhard Steffen
TU Dortmund University, Dortmund, Germany

Gerhard Woeginger
RWTH Aachen, Aachen, Germany

Moti Yung
Columbia University, New York, NY, USA

https://orcid.org/0000-0001-8816-2693


More information about this series at http://www.springer.com/series/7409

http://www.springer.com/series/7409


Erik van der Spek • Stefan Göbel •

Ellen Yi-Luen Do • Esteban Clua •

Jannicke Baalsrud Hauge (Eds.)

Entertainment Computing
and Serious Games
First IFIP TC 14 Joint International Conference, ICEC-JCSG 2019
Arequipa, Peru, November 11–15, 2019
Proceedings

123



Editors
Erik van der Spek
Eindhoven University of Technology
Eindhoven, The Netherlands

Stefan Göbel
TU Darmstadt
Darmstadt, Germany

Ellen Yi-Luen Do
University of Colorado Boulder
Boulder, CO, USA

Esteban Clua
Fluminense Federal University
Niteroi, Rio de Janeiro, Brazil

Jannicke Baalsrud Hauge
KTH-Royal Institute of Technology
Södertälje, Sweden

ISSN 0302-9743 ISSN 1611-3349 (electronic)
Lecture Notes in Computer Science
ISBN 978-3-030-34643-0 ISBN 978-3-030-34644-7 (eBook)
https://doi.org/10.1007/978-3-030-34644-7

LNCS Sublibrary: SL3 – Information Systems and Applications, incl. Internet/Web, and HCI

© IFIP International Federation for Information Processing 2019
This work is subject to copyright. All rights are reserved by the Publisher, whether the whole or part of the
material is concerned, specifically the rights of translation, reprinting, reuse of illustrations, recitation,
broadcasting, reproduction on microfilms or in any other physical way, and transmission or information
storage and retrieval, electronic adaptation, computer software, or by similar or dissimilar methodology now
known or hereafter developed.
The use of general descriptive names, registered names, trademarks, service marks, etc. in this publication
does not imply, even in the absence of a specific statement, that such names are exempt from the relevant
protective laws and regulations and therefore free for general use.
The publisher, the authors and the editors are safe to assume that the advice and information in this book are
believed to be true and accurate at the date of publication. Neither the publisher nor the authors or the editors
give a warranty, expressed or implied, with respect to the material contained herein or for any errors or
omissions that may have been made. The publisher remains neutral with regard to jurisdictional claims in
published maps and institutional affiliations.

This Springer imprint is published by the registered company Springer Nature Switzerland AG
The registered company address is: Gewerbestrasse 11, 6330 Cham, Switzerland

https://orcid.org/0000-0001-8885-0373
https://orcid.org/0000-0002-9948-6375
https://orcid.org/0000-0001-5650-1718
https://orcid.org/0000-0002-3747-0845
https://doi.org/10.1007/978-3-030-34644-7


Preface

With pride we present the conference proceedings of ICEC-JCSG 2019, a
collaboratively hosted event that marked the 18th edition of the IFIP International
Conference on Entertainment Computing (IFIP-ICEC) and the 5th edition of the
International Joint Conference on Serious Games (JCSG). Both conference series share
the mission to bring together researchers and practitioners from diverse backgrounds in
the fields of entertainment computing and serious games. Consequently, they decided
to bring both networks together for this conference event. In addition, there is a
continuing desire to create a real global community, connecting researchers from all
parts of the world to further the science of entertainment computing and serious games.
Therefore, after hosting ICEC 2018 at the IFIP World Computer Congress in Poland
and previous conferences in Japan (ICEC 2017) and Austria (ICEC 2016), and hosting
JCSG 2018 in Germany, as well as before that in Spain (JCSG 2017) and Australia
(JCSG 2016), this time the ICEC-JCSG shared conference was held in Arequipa, Peru,
at the Catholic University of San Pablo (UCSP). As a further connection with industry,
the conference was colocated with the local games industry conference COIDEV.

Entertainment computing and serious games operate on the multidisciplinary
intersection of Design, Art, Entertainment, Interaction, Computing, Psychology, and
numerous Serious Application Domains, and brings together researchers in all these
fields. Two workshops were organized: “Towards Inclusive Co-creation of Inclusive
Games” and “Designing Serious Mobile Location Based Augmented-Reality Games.”
The shared conference received a total of 88 submissions, and after an extensive
review-process, 26 full papers, 5 short papers, 11 poster papers, 2 demonstrations, and
3 workshop papers were selected. The ICEC-JCSG 2019 Program Committee was
composed of 41 experts from 16 different countries, comprising a unique representation
of the global entertainment computing and games communities. We thank all the
members of this committee and all the additional external reviewers for their work and
commitment. The importance and credibility of these proceedings are sustained by the
competence and dedication of these professionals.

The conference program was furthermore enriched by three keynote speakers:
Prof. Magy Seif El-Nasr of Northeastern University, USA, who gave a keynote on
“Game User Research: Building Games That Make Social and Educational Impact”;
Renzo Sanchez of ArtiGames, Peru, who gave a keynote on “How To Produce a AAA
Independent Game in Peru”; and Prof. Soraia Raup Musse of Pontifical Catholic
University of Rio Grande do Sul, Brazil, who gave a keynote on “Crowds Behavior
Analysis and Simulation”.

Next to the keynotes, we would like to thank the local chair Alex Cuadros-Vargas
for hosting and taking care of the local organization with the help of others at the
Universidad Catolica San Pablo, the university itself, our sponsors, the Peruvian



government and the ICEC and JCSG steering groups, without whom this unique shared
conference would not have been possible.

September 2019 Erik van der Spek
Stefan Göbel

Ellen Yi-Luen Do
Esteban Clua

Jannicke Baalsrud Hauge
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