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This book constitutes the revised selected papers of the 13th
International Conference on Videogame Sciences and Arts, VJ 2023,
held in Aveiro, Portugal, during November 28–30, 2023. The 17 full
papers and the 6 short papers presented were carefully reviewed and
selected from 64 submissions. They are organized in topical sections
named: game experience and evaluation; game-based learning and
edutainment; games and culture; game design and development.


