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The Design of Food Villain, a Serious Game to Influence Healthy Eating Habits Among African International Students
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Unleashing Generative Non-Player Characters in Video Games: An Al Act Perspective
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Austria), Leonie Fankhauser (FH BFI Wien, Austria), Maximilian Mayerl (FH BFI Wien, Austria), Leonard Petak (FH BFI Wien, Austria), Victoria Schachinger (FH BFI
Wien, Austria)

Exploring Taste Sensation in the Metaverse: A Literature Review
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Inviting Motion
Wobbe F Koning (Monmouth University & IdeePIX, USA)
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Is Loot Box Presence in Video Games Being Correctly and Consistently Labelled? Comparing All Age Rating Decisions Made by the German

USK, the American ESRB, and the European PEGI in 2023
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Exploring Methodologies to Create a Unified VR User-Experience in the Field of Virtual Museum Experiences
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Vittorio Murtas (University of Turin, Italy), Vincenzo Lombardo (University of Turin, Italy)
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SSO5 (Al Beyond Boundaries)
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Difficulty Evaluation of Yoga Poses by Angular Velocity and Body Area Calculation for GPU-Based Yoga Self-Practice System
Cheng-Liang Shih (National Chung Hsing University, Taiwan), Jun-You Liu (National Chung Hsing University, Taiwan), Irin Tri Anggraini (Okayama University,
Japan), Yanqi Xiao (Okayama University, Japan), Nobuo Funabiki (Okayama University, Japan), Chih-Peng Fan (National Chung Hsing University, Taiwan)
A Gamified Framework to Assist Therapists With the ABA Therapy for Autism
Matteo Cordioli (Politecnico di Milano, Italy), Laura Delfino (Spazio Autismo Cooperativa Sinergie, Italy), Alessia Romani (Spazio Autismo Cooperativa Sinergie,
Italy), Elisa Mortini (Spazio Autismo Cooperativa Sinergie, Italy), Pier Luca Lanzi (Politecnico di Milano, Italy)
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Irin Tri Anggraini (Okayama University, Japan), Yanqi Xiao (Okayama University, Japan), Nobuo Funabiki (Okayama University, Japan), Cheng-Liang Shih
(National Chung Hsing University, Taiwan), Jun-You Liu (National Chung Hsing University, Taiwan), Chih-Peng Fan (National Chung Hsing University, Taiwan)
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Vassilis Charissis (Edinburgh Napier University, United Kingdom (Great Britain)), Soheeb Khan (University of the West of Scotland, United Kingdom (Great
Britain)), Samar Altarteer (Dar Al-Hekma University, Saudi Arabia), Ramesh Lagoo (Core Lab plus Ltd, United Kingdom (Great Britain))
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Glenn Van Wallendael (Ghent University - Imec, Belgium), Julie Artois (Ghent University - imec, Belgium), Hannes Mareen (Ghent University - Imec & IDLab,
Belgium), Robbe Capelleman (Ghent University, Belgium), Joke Schuermans (Ghent University, Belgium), Evi Wezenbeek (Ghent University, Belgium), Peter
Lambert (Ghent University - imec & IDLab, Belgium)
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