Npotewvopevo Osua Adaktoptkinc AratpBng

EmBAEnwV

ABavaoiog NikoAaidng (KaBnyntng, Tunua Mnxavikwv NMAnpodoptkig, YIOAoyLoTWY Kal
TNAETUKOLVWVLWV)

Mpotewvopevn Oepatikn Meploxn

Avayvwplon cuvalobnuatwyv, Mnxavikn Maénon, Npooapuootikd Mawxvidia

MNpotewvopevo OEpa

MOAUTPOTILKA QVOYVWPELCT CUVALCONUATWY yLo TNV AVATTTUEN TTPOCAPUOCTLIKWY TTaXVISLWV
(Multimodal emotion recognition for developing adaptive games)

Z0vtoun Nepypadn

Ta mpooappootikd malxvidia (adaptive games) sival edaployEG mou mMPoocapuolouv To
TIEPLEXOUEVO TOUG, N/Kal TNV gudAvior Toug /KAl TOV UNXOVIOMO TOUG OVAAOYQ ME TIG
dlaitepeg IKAVOTNTECG TOU XPNOTH. AUTA N KATtnyopila matyvidlwyv Umopel va Bpel mepaltépw
ebappuoyn otn Stadikaoia padbnong oe dtadopa enineda exknaibevong.

Elvat emBupunto va avartuxBoulv téTolou €iboug matyvidla Twv omoilwv N MPocapuoyn va Un
YIVETOL XElpOKIivVNTA OO TOV XProTn, aAAd v €VEPYOTIOLELTAL PE TNV AVIXVEUON KATIOLOC
petafoAng otn Sudbeon tou xpnotn. H avixveuon auth umopel va yivetal pe diadopoug
TPOTOUG, TL.X. ME TN METPNON TWV MOAQWV TOU XpHotn amod €va smartwatch f amd tnv
avayvwplon €kdpacnc IPOcWTToOU HE XPHonN TS KAUEPAC EVOC smartphone.

Jta mAaiowo ¢ Swatplpric Ba avamtuxBouv kat Ba Sdokipaoctouv Siadopeg pEBodoL
avayvwplong cuvalotnuatwyv aflomowwvtag ta olyxpova epyoAeia punxavikng padnonc.
Tehka, Oa oxeblaotel kot uAomolnBel mpocappooTIKO TtaxvidL mou Ba pmopel va odnyeital

amno TIg HeTaBoAEC ouvaloBnudaTwy mou Ba avixyvevuovtal.
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