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Ambiti di insegnamento e ricerca

Teaching: Object Oriented Programming, databases, software for embedded systems.

Main research interests are in the field of Technology Enhanced Learning, Serious Gaming, Cultural
Computing, Intelligent Transportation Systems and Human-Computer Interaction.

Orario di ricevimento
Su appuntamento

Curriculum

He has been the responsible of the design and implementation WPs of 11 European research projects (ICT-
IST and Culture programmes), in which he was also involved in the proposal and overall management. In
Italy, he is currently working in national and regional district of Intelligent Integrated System projects. He is
evaluator of PRIN national research projects.

He is in the teaching committee of the Space Science and Engineering PhD course at the University of
Genoa and of the Interactive and Cognitive Environments (ICE) Erasmus Mundus PhD course.

He authored more than 100 papers in international journals and conferences. He has been in the founding
and organizing committee of the Workshop on Serious Games and Cultural Heritage.

He is one of the founders of the University of Genoa new (2009) interdisciplinary People Inspired
Technologies (PIT) Center aimed at joining competences and skills from multiple fields in order to put the
human person at the center of the design and development of new products and services.
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