
CONTRIBUTIONS TO SEMANTICS-BASED RECOMMENDATIONS AND 
VISUALIZATION TECHNOLOGIES TO DEVELOP 

AND CURATE CULTURAL HERITAGE EXPERIENCES

Semantic web and Linked data technologies can spur a change in the way
citizens appraise history, by automating the discovery of associations
among historical events, locations, pieces of cultural heritage and
viewpoints
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Motivation of the Work

Analyze existing resources in Semantic Web and Linked Data related to cultural heritage

Implement a functional tool for experts to develop sample experiences manually

Implement the mobile game supporting the sample experiences

Evaluate the mobile game with the sample experiences and prepare summary of reflection results

Design and implement the recommenders of semantic paths and sets of answers for MCQs

Integrate and deploy the final versions of the experts’ tool and the mobile game

Evaluate the experts’ tool & the mobile game and design a systematic approach to handling relevance feedback

Prepare PhD Thesis presentation

Thesis Objectives

Complete the state-of-the-art analysis

Turn the mobile app skeleton into the fully-functional game

Run experiments with the mobile gameChaves (Portugal)

Design and implement the recommender of semantic paths

Design and implement the MCQ recommender

Results and Discussions Next Year Planning
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