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GAMIVAL: VIDEO QUALITY 
PREDICTION ON MOBILE CLOUD 
GAMING CONTENT



Background and Motivation



LIVE-Meta Mobile Cloud Gaming dataset



Gaming Video Quality Evaluator (GAMIVAL) model
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Components of the GAMIVAL model
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Components of the GAMIVAL model
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Components of the GAMIVAL model
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Components of the GAMIVAL model
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Components of the GAMIVAL model
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Components of the GAMIVAL model



Performance comparison
DATASET

LIVE-Meta-Mobile Gaming
(600 videos)

MODEL SRCC↑ KRCC↑ PLCC↑ RMSE↓

NIQE
(1 features)

-0.3900 -0.2795 0.4581 16.5475

BRISQUE
(36 features)

0.7319 0.5395 0.7394 12.5618

TLVQM
(75 features)

0.6553 0.4777 0.6889 13.5413

VIDEVAL
(60 features)

0.7621 0.5756 0.7763 11.7520

RAPIQUE
(3884 features)

0.8740 0.6964 0.9039 8.0242

GAME-VQP
(2088 features)

0.8709 0.6885 0.8882 8.5960

VSFA
(4096 features)

0.9143 0.7484 0.9264 7.1316

ProposedModel
(2180 features)

0.9441 0.7963 0.9524 5.7683

Fig. Box plots of PLCC, SRCC, and KRCC of evaluated 
BVQA algorithms on the LIVE-Meta-Mobile Gaming
dataset over 100 splits. For each box, median is the 
central box, and the edges of the box represent 25th

and 75th percentiles, while outliers are red circles.



Computation complexity



Appendix


