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Estatisticas

55 papers sem problemas

4 papers com problemas (fora do prazo,
artigo nao submetido)

24 aceitos
— 24/55=44% aceitacao

— Aponta para evento Qualis B

Em média papers com 3.25 autores

s



Processo de Selecao

« Todos papers com 3 reviews

« Casos de alta variabilidade (conceitos 4,1,4 por
exemplo) review extra

* Aceitos papers considerando média e percentual
Qualis

 Lista consistente em duas simulacoes: overall 100%
e distribuicio cfe abaixo

* 5 questoes

— Relevancia (0.1)

— Originalidade (0.2)

— Correcgao Técnica (0.1)

— Apresentacao (0.1)

— Overall (0.5)




Submissoées em Inglés

« 22 submetidos em Inglés (22/55=40%)
« 13 aceitos (13/24=54%)




Technical Program Committee

« 38 TPC members

« 55 papers x 3 reviews = 165/ 38 = 4.34
reviews por membro
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Interesses do TPC

Computer Graphics

Games in Education

Serious Games

Computer Animation

Storytelling

Virtual reality

Architectures, engines, and design patterns
GPU-Based algorithms

Realistic physics

Artificial Intelligence

Mobile computing

Physical modeling

Massive Multiplayer Games
Programming techniques
Emotional Agents

Parallel Processing CPU-GPU
Augmented Reality
Human-Computer Interfaces
Affective computing

Camera techniques

Development process and tools
Image-based rendering and modeling
Emergence Response Simulation
Interactive digital TV

Feature Film Techniques in games
HDR techniques

Lighting techniques

Models and Infrastructure for Networked Games
Console programming

Dedicated hardware

Image Processing

Audio for Games
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NAO interesses do TPC

Augmented Reality

Dedicated hardware

Emotional Agents

Image Processing

Affective computing

HDR techniques

Image-based rendering and modeling
Console programming

Lighting techniques

Interactive digital TV

Models and Infrastructure for Networked Games
Development process and tools
Feature Film Technigues in games
Human-Computer Interfaces
Storytelling

Camera techniques

Emergence Response Simulation
GPU-Based algorithms
Architectures, engines, and design patterns
Audio for Games

Parallel Processing CPU-GPU
Realistic physics

Virtual reality

Artificial Intelligence

Computer Graphics

Massive Multiplayer Games
Mobile computing

Computer Animation

Physical modeling

Serious Games

Games in Education

Programming techniques
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Topicos Submissao

Artificial Intelligence
Development process and tools
Architectures, engines, and design patterns
Mobile computing

Computer Graphics
Human-Computer Interfaces
Games in Education

Models and Infrastructure for Networked Games
Storytelling

Programming techniques
Virtual reality

Computer Animation
GPU-Based algorithms

Massive Multiplayer Games
Augmented Reality

Camera techniques

Emotional Agents

Parallel Processing CPU-GPU
Physical modeling

Realistic physics

Serious Games

Interactive digital TV
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Affective computing

Audio for Games

Console programming

Dedicated hardware

Emergence Response Simulation
Feature Film Techniques in games
HDR techniques

Image Processing

Image-based rendering and modeling
Lighting techniques
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Topicos Aceitos e Recusados

Topic

Artificial Intelligence

Architectures, engines, and design patterns
Human-Computer Interfaces

Mobile computing

Computer Animation

Development process and tools

Storytelling

Augmented Reality

Emotional Agents

Models and Infrastructure for Networked Games
Virtual reality

Camera techniques

Computer Graphics

Games in Education

GPU-Based algorithms

Massive Multiplayer Games

Parallel Processing CPU-GPU

Physical modeling

Programming techniques

Accepted
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Topic

Computer Graphics

Development process and tools

Games in Education

Mobile computing

Artificial Intelligence

Human-Computer Interfaces

GPU-Based algorithms

Massive Multiplayer Games

Models and Infrastructure for Networked Games
Storytelling

Virtual reality

Architectures, engines, and design patterns
Camera techniques

Interactive digital TV

Parallel Processing CPU-GPU

Physical modeling

Programming techniques

Realistic physics

Serious Games

Rejected
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Autores

187 brasileiros
o 2 italianos

« 1 alemao




Novidades

 Double-blind review
* Publicacao no IJCGT

— Subconjunto dos papers em Inglés aceitos

— Critério: ao menos uma resposta positiva para
publicacao no Journal

— 9 artigos que serao submetidos a nova revisao por
2 avaliadores
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Papers selecionados IJCGT

(ordem alfabética)

Implementation of a Service Platform for Crossmedia Games

Integrating the Wii controller with endJine: 3D interfaces extending the frontiers of a didactic game engine

Interperceptive games

moBIO Threat: A mobile game based on the integration of wireless technologies

Providing Expressive Gaze to Virtual Animated Characters in Interactive Applications

Robot ARena: an Augmented Reality Platform for Game Development

The GPU Used as a Math Co-Processor in Real Time Applications

Towards Consistency in Interactive Storytelling: Tension Arcs and Dead Ends

What Went Wrong? A Survey of Problems in Game Development




