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I am an Associate Professor at the IT University of Copenhagen and I collaborate
with Tactile Games and Api Fortress as a senior data science and machine learning
consultant. The primary focus of my research is user behaviour modelling through
machine learning with an applied focus on prediction of business and game KPIs (e.g.
churn, lifetime value, conversion). In this field, I've researched and develop multiple
machine learning methods to create predictive models of people behaviour in the
context of digital games. The methods have been used, both within academia and
in the game industry, for a number of purposes such as predicting their customers
lifetime value or predicting short term player actions for dynamic content adaptation.
I received my M.Sc. diploma in Information Technology with honours from the
University Of Udine; my thesis work was carried out in collaboration with the Lund
University Graphics Group. I received my Ph.D. degree in Artificial Intelligence
from the IT University Of Copenhagen in 2012, with a thesis on “Interactive Virtual
Cinematography”, which explored the usage of user modelling and optimization
techniques to generate interactive cinematographic experiences. During my studies,
I worked as a Linux programmer for Eurotech S.p.A and, after the completion of
his M.Sc. studies, I joined the HCILab at the University of Udine as a research
assistant. In June 2007, I founded Digitalapes, a start-up company dedicated to the
development of mobile geo-localised games.

Ph.D. in Artificial Intelligence August 2012
e Thesis Title: Interactive Virtual Cinematography
e Adviser: Dr. Georgios Yannakakis
e Institute: IT University Of Copenhagen, Copenhagen, DK

M.Sc. (cum Laude) in Information Technology April 2007
e Thesis Title: GPU Based Gesture Recognition and Tracking for HCI
e Adviser: Dr. Roberto Ranon
e Institute: Universita degli Studi di Udine, Udine, IT

Associate Professor January 2020 - Ongoing
Center for Computer Games Research,
IT University of Copenhagen (ITU)

Assistant Professor January 2018 - December 2019
Center for Computer Games Research,
IT University of Copenhagen (ITU)

Senior Data Science Consultant January 2018 - Ongoing
Tactile Games

Senior Data Scientist March 2016 - December 2017
Tactile Games

External Lecturer August 2017 - December 2017

Center for Computer Games Research,
IT University of Copenhagen (ITU)
External Lecturer March 2016 - July 2017
Department of Architecture, Design and Media Technology,
Aalbrog University Copenhagen (AAU)

Machine Learning Adviser January 2016 - Ongoing
Api Fortress
Assistant Professor April 2013 - February 2016

Department of Architecture, Design and Media Technology,
Aalbrog University Copenhagen (AAU)
Research Assistant August 2012 - March 2013
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Department of Architecture, Design and Media Technology,
Aalbrog University Copenhagen (AAU)

Visiting Researcher September 2011 - January 2012
Multimedia and Vision Research Group,
Queen Mary University Of London (QMUL)

PhD student December 2008 - May 2012
Center for Computer Games Research,
IT University of Copenhagen (ITU)

Co-founder and CEO June 2007 - November 2008
Digitalapes (Startup)
Research Assistant June 2007 - December 2007

Dipartimento di Matematica e Informatica,
Universita degli Studi di Udine (UNIUD)

Software Developer August 2006 - June 2007
Eurotech S.p.A.

OTHER e Co-head of the games study program at the IT University Of Copenhagen
APPOINTMENTS e Member of the Games technical committee of the IEEE Computational Intelligence
Society

e Member and co-founder of the Augmented Cognition Laboratory
Member of the data science and society lab

REFEREE SERVICE IEEE Conference on Games

IEEE Conference on Computational Intelligence and Games

European Conference on the Applications of Evolutionary Computation
AAAI International Conference on Al and Interactive Digital Entertainment
ACM Genetic and Evolutionary Computation Conference

IEEFE Transactions on Visualization and Computer Graphics

IEEE Congress on Evolutionary Computation

International Joint Conference on Neural Networks

IEEFE Transactions on Affective Computing

CONFERENCE e General Chair of the IEEE Conference on Games. 2021
SERVICE e Proceedings chair of the European Conference on the Applications of Evolutionary
Computation. 2016
e Local chair of the European Event on Bio-Inspired Computation (Evostar). 2015
e Chair of the EvoGames track of the European Conference on the

Applications of Evolutionary Computation. 2013-2017
e Proceedings chair of the IEEE Conference on
Computational Intelligence and Games. 2014
e Local Organizer of the 2010 IEEE Conference on
Computational Intelligence and Games. 2010
FUNDED Innovations Fonden - Industrial PhD 2018
APPLICATIONS e ALGO: Autonomous Live Game Operations

e Budget: DKK 1 072 000
e Author of the application

EU Opstart 2015
e Skillshow: adaptive psychometric testing for recruitment and assessment
e Budget: DKK 50 000
e Co-author of the application

Obel Fund Research Equipment Grant 2013
e EEG/EMG/BCI System and foundation of the Augmented Cognition Laboratory
e Budget: DKK 331 975
e Co-author of the application

INVITED TALKS e University Of Malta: Computer Games Cinematography. 03/06/2014
AND TUTORIALS
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e IEEE CIG: Evolutionary Computation in Games:

Dealing With Uncertainty. 11/09/2012
e Dagstuhl seminar on
Artificial and Computational Intelligence in Games. 6-11/05/2012
e Aalborg University: Computer Games Cinematography. 15/02/2012
e Queen Mary University Of London: Adaptive Camera Control. 20/10/2011
e TU Dortmund: Automatic Camera Control in Computer Games. 16/6,/2011
e University Of Udine: Implementing gesture tracking algorithms
for natural interaction on the graphical processing unit. 21/9/2007
TEACHING
EXPERIENCE

Certifications

e Adjunktpeaedagogikum - University Teacher Education for Assistant Professors,
Aalborg University 2012 - 14

Administration

e Co-head of study program of the Master in Games at the I'TU University Of
Copenhagen
e Semester coordinator in the Bachelor in Medialogy at the Aalborg University

Courses

Data Mining / Data Science in Games ITU 2018-Ongoing
e Supervised and unsupervised learning
e Deep neural networks
e Data preprocessing

Data Driven Design and Development ITU 2017-Ongoing
e Data visualisation
e KPIs
e Data engineering

Programming Of Complex Software Systems AAU 2015
o Java
e Object oriented principles
e Networking
e Parallel processing

Object Oriented Software Engineering AAU 2013-2015
o C#, Java
e Object oriented principles
e User Interfaces

Computer Graphics Programming AAU, 2012-2016
e Algebra
e Shader programming

Foundations of Computer Graphics AAU, 2016-2017

e Research methods in computer graphics
e Scientific Writing and Presentation

Rendered Light Simulation AAU, 2014
e Global Illumination
e Path Tracing and Ray Tracing

Modern AI in Games, Teaching Assistant ITU, 2009-2010
e Algebra and Calculus
e Machine Learning

PhD students supervision

e Jeppe Theiss Kristensen
ALGO: Autonomous Live Game Operations
Main supervisor ITU, 2019-Ongoing
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LANGUAGE SKILLS

Dannie Korsgaard

Designing a telecare kitchen to keep elderly social conmected with their family
and friends

Technical co-supervisor (data mining and user modelling) AAU, 2015-2016

Italian: Mother tongue

English: Understanding C2, Speaking C2, Writing C2

Croatian: Understanding C1, Speaking B2, Writing B1

Danish: Understanding B2, Speaking B2, Writing B2 [Prgve i Dansk 3]
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