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[TANETIZTHMIO TMHMA MHXANIKQN ITAHPO®OPIKHE,
THY EAAAAOXY YIIOAOTIETQN KAI THAEITIKOINQNION

Npotewvouevo Ospa Adaktopiknc Aratpinc

EmBAEnwV

ABavdolog NikoAaidng (KaBnyntng, Tunua Mnxavikwv NMAnpodoptkig, YoAoylotwy Kat
TnAemkowwviwy)

Mpotewvopevn Oepartikn Meploxn

Avayvwplon cuvatoOnuatwy, Mnxavikn Mabnon, Npoocappootikd Nowyvidia

MNpotewvopevo Ospa

MOAUTPOTILKA QVOYVWPELCT CUVALCONUATWY yLa TNV AVATITUEN TTPOCAPUOCTIKWY TTaXVISLWV
(Multimodal emotion recognition for developing adaptive games)

Z0vtoun Nepypadn

Ta mpooappootikd malyvidia (adaptive games) eival edpappoyég mou mpooappolouv To
TIEPLEXOUEVO TOUG, Nn/Kal TNV gudavior) Toug R/Kal TOV PNXOVIOUO TOUC OVAAOYQ ME TIG
LLaitEPEG IKAVOTNTEC TOU XPNOTN. AUTA N KATNYOPLA TIOLXVLOLWV UIMOpPEL va BpeL TEPALTEPW
edpappuoyn otn dtadkacia pabnong o Stadopa enineda eknaidsvonc.

Elval emBupunto va avamntuxBolv TETolou £i60oug matyvidla Twv omoilwv N TPocapoy va 1n
VIVETOL XElpOKIVNTA OO TOV XProTn, aAAQ va EVEPYOTIOLELTOL HE TNV AVIXVEUON KATIOLOC
puetafoAng otn Suabeon tou xpnotn. H avixveuon auth Umopel va yivetal pe dtadopoug
TPOTOUG, TL.X. ME TN METPNON TWV TIAARWV TOU XPHOTN oo €va smartwatch i amod tnv
avayvwplon €kdpacng MPOcWTIoU HE XPHon TNG KAUEPOG EVOG smartphone.

Zta mAaiola tng StatpPrig Ba avamrtuxBouv kat Ba Sokipaoctouv Siadopeg pEBodoL
ovayvwpLong ouvalotnuAatwy aflomolwvtag Ta ouyXpova epyaAsia Unxavikng padnonc.
TeAkd, Oa oxedlaotel kot uAomolnBet mpooappooTikd Tatxvidt mou Ba pmopel va odnyeitat

amo TI¢ HeTaBOAEC ouvaLoONUATWY TTou Ba aviyveUovTal.
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