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RESEARCH INTERESTS

Serious Games, Gamification, Application in Healthcare

Machine Learning, Artificial Intelligence, Application in Emotion Recognition in Images and

Interpretability and Explainability of Convolutional Neural Networks

EDUCATION

Ph.D. Information Systems and Computer Engineering, june 2014,  Instituto Superior Técnico da

Universidade de Lisboa, Lisboa, Portugal.

● Thesis: “Serious Games for Learning: A Model of Driving Attributes for the Medical Domain”

● Advisors: José Borbinha and João Madeiras Pereira

Licenciate Computer Science and Engineering (Lic),  October 2003, Instituto Superior Técnico da

Universidade de Lisboa, Lisboa, Portugal.

● Thesis:"OCR Algorithm Development Using Fuzzy Decision Systems"

● Advisor: João Miguel da Costa Sousa and João Rogério Caldas Pinto

TEACHING EXPERIENCE

During my PhD I was a teaching assistant in the following courses:

● 1 semester of databases

● 2 semesters of Artificial Intelligence

● 2 semesters of 3D Programming for Simulation and Games

● 1 semester of Animation and Three-Dimensional Visualization

RESEARCH / FIELD WORK EXPERIENCE

● Junior Research Assistant (2010 - 2012):
o TARGET - Transformative, Adaptive, Responsive and enGaging EnvironmenT

(FP7-ICT-2007.4.3/Project number 231717)
● Junior Research Assistant (2010 - 2014)

o GaLA - Games and Learning Alliance (FP7-ICT-2009-5/Project number 258169)
● Postdoctoral Researcher (2015 - 2019):

o BlackBox - A collaborative platform to document performance composition: from
conceptual structures in the backstage to customizable visualizations in the

front-end (European Research Council (ERC) Starting-Grant).

https://cssr.github.io/claudia.sevivas


● Postdoctoral Researcher (2019-2022):
o AWESOME - Awareness While Experiencing and Surfing On Movies through

Emotions (PTDC/CCI-INF/29234/2017)
● Researcher Assistant (2021 - 2022):

o MUYA - The Multimedia Yasna (European Research Council (ERC) with an
Advanced Investigator Grant)
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Game to Raise Awareness of Cardiovascular Diseases”. Paper presented in 9th
International Conference on Computer Graphics Theory and Applications (GRAPP).

12. Ribeiro, C.,  Tiago, J.,  Monteiro, M., & Pereira, J. (2014). "SeGTE: A serious game to train
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Images. Journal of Visual Communication and Image Representation. Elsevier.
Manuscript submitted for publication
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THESIS SUPERVISION:

● Sepsis Fast Track: A Simulation Game for Clinical Education based on the Sepsis Fast

Track Process, Engenharia Informática e de Computadores (Master), Universidade de

Lisboa Instituto Superior Técnico, Portugal (Co-Supervisor)



● SimClinic - An Auxiliary Tool for Evaluation on Clinical Case Settings, Engenharia

Informática e de Computadores (Master), Universidade de Lisboa Instituto Superior

Técnico, Portugal (Co-Supervisor)

● Game-Based Learning Applied to Project Management Professional Certification,

Engenharia Informática e de Computadores (Master), Universidade de Lisboa Instituto

Superior Técnico, Portugal (Co-Supervisor)

● Um jogo sério sobre realidade económica/financeira de Portugal, Engenharia

Informática e de Computadores (Master), Universidade de Lisboa Instituto Superior

Técnico, Portugal (Co-Supervisor)

● Anotação de Filmes com Gamificação, Engenharia Informática especialização em

Sistemas de Informação (Master), Faculdade de Ciências da Universidade de Lisboa

(Co-Supervisor)

● Interactive and Immersive Movie Experience with Emotional Feedback, Engenharia

Informática especialização em Sistemas de Informação (Master), Faculdade de Ciências

da Universidade de Lisboa (Co-Supervisor)

INDUSTRY EXPERIENCE

● 2002 - 2003: Junior Researcher, Biblioteca Nacional de Portugal (BNP), Lisboa, Portugal

● 2003 - 2005: Junior Researcher and Software Developer, Biblioteca Nacional de Portugal

(BNP), Lisboa, Portugal

● 2005: Teaching Assistant, C++ Classes, Portugal Telecom - Information Systems, Lisboa,

Portugal

● 2005: Software Developer, Portugal Telecom - Information Systems, Lisboa, Portugal

● 2006 - 2008:  Project Manager, National Mobile Telecommunications, Lisboa, Portugal

● 2008 - 2010: Técnico Superior, ISCTE, University of Lisbon, Lisboa, Portugal

SERVICE

● Reviewer and secondary reviewer for IJTEL, SIMUL, SGDA, JOCCH ACM  Journal on

Computing and Cultural Heritage.

● Conference Organization: International Conference on Dance Data, Cognition and

Multimodal, Faculdade de Ciências Sociais e Humanas da Universidade de Lisboa, 19 - 21

Setembro, 2019 (http://ddcmc19.blackbox.fcsh.unl.pt/) .


