


Speaker 
Università degli studi di Perugia, Unipg [ 12/10/2019 ] 

Indirizzo: Perugia (Italia) 

Tiene un seminario di 30 minuti presso la Salda del Dottorato (Chiostro della cattedrale di San Lorenzo) di

Perugia per la giornata Infor-AmareMatica, Poliedricità e Trasversalità dell'Informatica .

L'argomento trattato è stato: "Quanto ti meriti ? - Opportunità della valutazione online"

Correlatore di tesi 
Università degli studi di Perugia [ 01/12/2018 – 16/04/2019 ] 

Indirizzo: Perugia (Italia) 

Partecipa come correlatore di tesi insieme al prof. Osvaldo Gervasi.

La tesi è svolta dallo studente Leonardo Marchi per il corso di laurea triennale in Informatica dal titolo "Realtà

Virtuale immersiva con HTC Vive e Unity3D"

Tutor universitario/tutor universitaria 
Università degli studi di Perugia [ 2017 – 07/2018 ] 

Indirizzo: Perugia (Italia) 

Svolge per conto dell'Università il ruolo di tutor per il corso di "Calcolo Distribuito ad Alte Prestazioni"   e per il

corso di "Linguaggio di realtà virtuale"

Specialista in informatica 
B.I.C. - Blender Italian Conference 2018 [ 10/03/2018 ] 

Indirizzo: Foligno 

Tiene un talk di 30 minuti insieme al professor. Osvaldo Gervasi dell'università di Perugia presso il teatro

Spazio ZUT di Foligno per la conferenza Italiana di Blender 2018.

In quello spazio di tempo si è parlato di gra ca tridimensionale, progettazione e modellazione 3D di oggetti e

scene complesse.

Sono stati mostrati alcuni lavori di ricostruzione del tempietto del Clitunno e della Via Flaminia per un progetto

europeo P.O.N.

Tutor universitario/tutor universitaria 
[ 12/01/2018 – 16/01/2018 ] 

E' stata svolta un'attività di tutorato nell'ambito del progetto di Alternanza Scuola Lavoro del Dipartimento di

Matematica e Informatica dell'Università degli studi di Perugia denominato "La Via Flaminia Virtuale" con l’Istituto

Tecnico Tecnologico “L.Da Vinci” di Foligno (PG) per una durata complessiva di 20 ore nei giorni 12-16 Gennaio

2018.

Il corso è stato frequentato da 24 studenti.

Nel corso delle attività di tutorato, aventi per oggetto i software

Blender e Unity3D sono stati ottenuti eccellenti risultati con gli studenti.



Tutor - Bando europeo P.O.N. 
Istituto Tecnico Tecnologico Leonardo da Vinci [ 2018 ] 

Indirizzo: Foligno (Italia) 

Tiene in qualità di tutor un corso alla classe quarta spiegando tecniche e metodologie di realtà virtuale.

Realizzazione di mondi, ambienti e scene tridimensionali. 

Progettazione gra ca di videogiochi

Utilizzo di Unity, Blender, Gimp

Durante il progetto viene realizzata la Via Flaminia, il Tempietto del Clitunno, le mura di Spello, Bevagna, Assisi, e

alcuni oggetti caratteristici del periodo storico preso in esame.

Tutor universitario/tutor universitaria 
Università degli studi di Perugia [ 2016 – 31/10/2017 ] 

Indirizzo: Perugia (Italia) 

Svolge attività di tutorato per l'azione di "riduzione del tasso di abbandono  " del PLS (Piano Lauree Scienti che) -

Progetto Nazionale di Chimica

Analista di sistemi informatici 
ICCSA (The International Conference on Computational Science and Its Applications) [ 23/10/2016 – 

23/03/2017 ] 

Indirizzo: Potenza (Italia) 

1. Ottimizzazione procedure di gestione liste di posta elettronica per la conferenza ICCSA. 

2. Implementare le nuove funzionalità del sito, che verranno de nite nel corso del processo di analisi con ICCSA.  

ISTRUZIONE E FORMAZIONE

Dottorando 
Università di Firenze / Perugia [ 03/10/2019 – Attuale ] 

Indirizzo: Firenze (Italia) 

Inizio del dottorato in Matematica Statistica e Informatica consorziato tra l'Università di Firenze e l'Università di

Perugia)

Dottore magistrale Intelligent and mobile computing 
Università degli studi di Perugia [ 25/09/2016 – 21/02/2019 ] 

Indirizzo: Perugia (Italia) 

Si laurea con la valutazione di 110/110 e Lode al corso di laurea magistrale in Intelligent and Mobile Computing,

Informatica.

La tesi di laurea magistrale ha avuto come obiettivo lo sviluppo tramite tecniche di machine learning di un

classi catore che permette di migliorare le prestazioni delle deep neural network che e ettuano operazioni di

convoluzione su processori ARM.



Dottore in informatica 
Università degli studi di Perugia [ 2013 – 22/09/2016 ] 

Indirizzo: Perugia (Italia) 

Classi cazione nazionale : Laurea 

Si laurea con la valutazione di 110/110 e Lode al corso di laurea triennale in Informatica.

La tesi di laurea triennale ha avuto come obiettivo il migliorare e espandere la piattaforma per lo svolgimento di

esami universitari tramite computer, LibreEOL.

Ottenimento dei 24CFU nelle discipline antropo-psico-pedagogiche 
Università telematica Pegaso [ 11/04/2019 – 02/07/2019 ] 

Percorso svolto con l'Univeristà Telematica Pegaso riservato all'Area professione Docente con cui sono stati

acquisiti 24 CFU in discipline antropo-psico-pedagogiche e in metodologie e tecnologie didattiche, questi 24 CFU

sono il prerequisito per partecipare al concorso docenti per la scuola superiore / media

Gli esami conseguiti (tutti da 6 CFU) sono stati i seguenti:

- Antropologia culturale

- Didattica dell'inclusione

- Tecnologie dell'istruzione e dell'apprendimento

- Psicologia generale

CCNA Certi cation Training Course (300 Hours) 
Accademia Domani [ 11/04/2013 – 17/05/2014 ] 

Indirizzo: Roma (Italia) 

Partecipa al corso di formazione gestito dall'Accademia Domani per la preparazione all'esame CCNA trattando tra

le varie tematiche

TCP/IP, Subnetting, Network Management, Routing, WLAN, IPV4, IPV6, WAN, NAT

Certi cato Cisco IT Essential: PC Hardware and Software 
Cisco System, Inc. [ 10/05/2011 – 07/09/2011 ] 

Indirizzo: Perugia (Italia) 

Campi di studio: Informatica ed elettronica 

Tramite l'istituto tecnico “G.Bruno" partecipa al corso professionale organizzato della Cisco System. Inc

Networking Accademy ottenendo la certi cazione Cisco "IT Essentials: PC Hardware and Software" con

particolare riferimento alla:

-Installazione e navigazione in un sistema operativo-Assemblaggio passo per passo di un computer desktop-

Installazione di periferiche-Installazione e manutenzione di un sistema operativo, di una rete, di una postazione, di

un portatile o scanner

Diploma di liceo scienti co tecnologico 
ITAS "Giordano Bruno" [ 2006 – 2011 ] 

Indirizzo: Via mario angelucci, 1, 06100 Perugia (Italia) 

Classi cazione nazionale : Diploma di scuola secondaria superiore 

Consegue il diploma di maturità - diploma di liceo scienti co tecnologico



PUBBLICAZIONI

Towards a Learning-Based Performance Modeling for Accelerating Deep Neural Networks 

[2019] 

https://doi.org/10.1007/978-3-030-24289-3_49 

Damiano Perri, P. S. Labini, O. Gervasi, S. Tasso, and F. Vella. Towards a learning-based performance

modelingfor accelerating deep neural networks. In Computational Science and Its Applications – ICCSA 2019,

pages665–676. Springer International Publishing, 2019.

Emerging applications such as Deep Learning are often data-driven, thus traditional approaches based on auto-

tuners are not performance e ective across the wide range of inputs used in practice. In the present paper, we

start an investigation of predictive models based on machine learning techniques in order to optimize Convolution

Neural Networks (CNNs). As a use-case, we focus on the ARM Compute Library which provides three di erent

implementations of the convolution operator at di erent numeric precision. Starting from a collation of

benchmarks, we build and validate models learned by Decision Tree and naive Bayesian classi er. Preliminary

experiments on Midgard-based ARM Mali GPU show that our predictive model outperforms all the convolution

operators manually selected by the library.

An Approach for Improving Automatic Mouth Emotion Recognition 

[2019] 

https://doi.org/10.1007/978-3-030-24289-3_48 

G. Biondi, V. Franzoni, O. Gervasi, and Damiano Perri. An approach for improving automatic mouth emotion

recognition. In S. Misra, O. Gervasi, B. Murgante, E. Stankova, V. Korkhov, C. Torre, A. M. A. Rocha, D. Taniar, B.

O. Apduhan, and E. Tarantino, editors,Computational Science and Its Applications – ICCSA2019, pages 649–664,

Cham, 2019. Springer International Publishing

The study proposes and tests a technique for automated emotion recognition through mouth detection via

Convolutional Neural Networks (CNN), meant to be applied for supporting people with health disorders with

communication skills issues (e.g. muscle wasting, stroke, autism, or, more simply, pain) in order to recognize

emotions and generate real-time feedback, or data feeding supporting systems. The software system starts the

computation identifying if a face is present on the acquired image, then it looks for the mouth location and extracts

the corresponding features. Both tasks are carried out using Haar Feature-based Classi ers, which guarantee

fast execution and promising performance. If our previous works focused on visual micro-expressions for

personalized training on a single user, this strategy aims to train the system also on generalized faces data sets.



Mobile localization techniques oriented totangible web 

[2019] 

https://doi.org/10.1007/978-3-030-24289-3_10 

O. Gervasi, M. Fortunelli, R. Magni, Damiano Perri, and M. Simonetti. Mobile localization techniques oriented

totangible web. In S. Misra, O. Gervasi, B. Murgante, E. Stankova, V. Korkhov, C. Torre, A. M. A. Rocha,D. Taniar,

B. O. Apduhan, and E. Tarantino, editors,Computational Science and Its Applications – ICCSA2019, pages 118–

128, Cham, 2019. Springer International Publishing

We implemented a system able to locate people indoor, with the purpose of providing assistive services. Such

approach is particularly important for the Art, for providing information on exhibitions, art galleries and museums,

and to allow the access to the cultural heritage patrimony to people with disabilities.

The system may provide also very important information and input to elderly people, helping them to perceive

more deeply the reality and the beauty of art.

The system is based on Beacons, very small and low power consumption devices, and Human Body

Communication protocols. The Beacons, Bluetooth Low Energy devices, allow to obtain a position information

related to predetermined reference points, and through proximity algorithms, locate a person or an object of

interest.

The position obtained has an error that depends from the interferences present in the area. The union of Beacons

with Human Body Communication, a recent wireless technology that exploits the human body as a transmission

channel, makes it possible to increase the accuracy of localization.

The basic idea is to exploit the localization derived from Beacons to start a search for an electrical signal

transmitted by the human body and to distinguish the position according to the information contained in the signal.

The signal is transmitted by capacitance to the human body and revealed by a special resonant circuit (antenna)

adapted to the microphone input of the mobile device.

The ECTN Virtual Education Community Prosumer Model for Promoting and Assessing Chemical
Knowledge 

[2018] 

https://doi.org/10.1007/978-3-319-95174-4_42 

Antonio Laganà, Osvaldo Gervasi, Sergio Tasso, Damiano Perri, and Francesco Franciosa. The ectn virtual

education community prosumer model for promoting and assessing chemical knowledge. In Osvaldo Gervasi,

Beniamino Murgante, Sanjay Misra, Elena Stankova, Carmelo M. Torre, Ana Maria A.C. Rocha, David Taniar,

Bernady O. Apduhan, Eufemia Tarantino, and Yeonseung Ryu, editors, Computational Science and Its

Applications – ICCSA 2018 , pages 533–548, Cham, 2018. Springer International Publishing

The dynamism of the learning economies is examined in order to single out the key factors allowing to promote

knowledge dissemination and invention developments. The various steps involved in the production and usage of

both tacit and explicit technological knowledge as common good are analysed in order to optimize its portability.

The role played in this respect by business clusters (especially when adopting the prosumer model) dealing with

knowledge is discussed with particular reference to chemical education in Higher Education Institutions. The

adoption of the prosumer model for building a European system aimed at promoting and assessing chemical

knowledge is examined. The particular case considered in the paper is the one born out of the activities of the

Universities member of the European Chemistry Thematic Network association through its Virtual Education

Community Committee and the operational support of the former spino  of the University of Perugia Master-UP

s.r.l. Results achieved during the rst year of activity are discussed.



Enhancing Mouth-Based Emotion Recognition Using Transfer Learning 

[2020] 

https://doi.org/10.3390/s20185222 

Franzoni, V.; Biondi, G.; Perri, D.; Gervasi, O. Enhancing Mouth-Based Emotion Recognition Using Transfer

Learning. Sensors 2020, 20, 5222

This work concludes the rst study on mouth-based emotion recognition while adopting a transfer learning

approach. Transfer learning results are paramount for mouth-based emotion emotion recognition, because few

datasets are available, and most of them include emotional expressions simulated by actors, instead of adopting

real-world categorisation. Using transfer learning, we can use fewer training data than training a whole network

from scratch, and thus more e ciently ne-tune the network with emotional data and improve the convolutional

neural network’s performance accuracy in the desired domain. The proposed approach aims at improving

emotion recognition dynamically, taking into account not only new scenarios but also modi ed situations to the

initial training phase, because the image of the mouth can be available even when the whole face is visible only in

an unfavourable perspective. Typical applications include automated supervision of bedridden critical patients in a

healthcare management environment, and portable applications supporting disabled users having di culties in

seeing or recognising facial emotions. This achievement takes advantage of previous preliminary works on

mouth-based emotion recognition using deep-learning, and has the further bene t of having been tested and

compared to a set of other networks using an extensive dataset for face-based emotion recognition, well known in

the literature. The accuracy of mouth-based emotion recognition was also compared to the corresponding full-

face emotion recognition; we found that the loss in accuracy is mostly compensated by consistent performance in

the visual emotion recognition domain. We can, therefore, state that our method proves the importance of mouth

detection in the complex process of emotion recognition

Binary Classi cation of Proteins by a Machine Learning Approach 

[2020] 

https://doi.org/10.1007/978-3-030-58820-5_41 

Perri D., Simonetti M., Lombardi A., Faginas-Lago N., Gervasi O. (2020) Binary Classi cation of Proteins by a

Machine Learning Approach. In: Gervasi O. et al. (eds) Computational Science and Its Applications – ICCSA

2020. ICCSA 2020. Lecture Notes in Computer Science, vol 12255. Springer, Cham

 In this work we present a system based on a Deep Learning approach, by using a Convolutional Neural Network,

capable of classifying protein chains of amino acids based on the protein description contained in the Protein

Data Bank. Each protein is fully described in its chemical-physical-geometric properties in a le in XML format.

The aim of the work is to design a prototypical Deep Learning machinery for the collection and management of a

huge amount of data and to validate it through its application to the classi cation of a sequences of amino acids.

We envisage applying the described approach to more general classi cation problems in biomolecules, related to

structural properties and similarities.

An Immersive Open Source Environment Using Godot 

[2020] 

https://doi.org/10.1007/978-3-030-58820-5_56 

Santucci F., Frenguelli F., De Angelis A., Cuccaro I., Perri D., Simonetti M. (2020) An Immersive Open Source

Environment Using Godot. In: Gervasi O. et al. (eds) Computational Science and Its Applications – ICCSA 2020.

ICCSA 2020. Lecture Notes in Computer Science, vol 12255. Springer, Cham

We present a sample implementation of a Virtual and Augmented Reality immersive environment based on Free

and Libre Open Source Hardware and Software and the HTC Vive system, used to enhance the immersive

experience of the user and to track her/his movements.

The sense of immersion has increased and stimulated using a footplate and a Tibetan bridge, connected to the

virtual world as Augmented Reality applications and implemented through an Arduino board, thereby adopting a

low cost, open source hardware and software approach.The proposed architecture is relatively a ordable from

the cost point of view, easy to implement, con gure and adapt to di erent contexts. It can be of great help for

organizing laboratory classes for young students to a ord the implementation of virtual worlds and Augmented

Reality applications.



Skin Cancer Classi cation Using Inception Network and Transfer Learning 

[2020] 

https://doi.org/10.1007/978-3-030-58799-4_39 

Benedetti P., Perri D., Simonetti M., Gervasi O., Reali G., Femminella M. (2020) Skin Cancer Classi cation Using

Inception Network and Transfer Learning. In: Gervasi O. et al. (eds) Computational Science and Its Applications –

ICCSA 2020. ICCSA 2020. Lecture Notes in Computer Science, vol 12249. Springer, Cham

Medical data classi cation is typically a challenging task due to imbalance between classes. In this paper, we

propose an approach to classify dermatoscopic images from HAM10000 (Human Against Machine with 10000

training images) dataset, consisting of seven imbalanced types of skin lesions, with good precision and low

resources requirements. Classi cation is done by using a pretrained convolutional neural network. We evaluate

the accuracy and performance of the proposal and illustrate possible extensions.

Teaching Math with the Help of Virtual Reality 

[2020] 

https://doi.org/10.1007/978-3-030-58820-5_57 

Simonetti M., Perri D., Amato N., Gervasi O. (2020) Teaching Math with the Help of Virtual Reality. In: Gervasi O.

et al. (eds) Computational Science and Its Applications – ICCSA 2020. ICCSA 2020. Lecture Notes in Computer

Science, vol 12255. Springer, Cham

 In this work we introduce a learning system based on VR (Virtual Reality) for studying analytical-geometric

structures that are part of the curriculum in mathematics and physics high school classes.

We believe that an immersive study environment has several advantages over traditional two-dimensional

environments (such as a book or the simple screen of a PC or tablet), such as the spatial understanding of the

concepts exposed, more peripheral awareness and moreover an evident decreasing in the information dispersion

phenomenon. This does not mean that our teaching approach is a substitute for traditional approaches, but it can

serve as a robust tool to support learning. In the rst phase of our research we have sought to understand which

mathematical objects and which tools to use to enhance the teaching of mathematics, in order to demonstrate

that the use of VR techniques signi cantly increase the level of understanding of the mathematical subject being

studied by the students.

The system which provides for the integration of two machine levels, hardware and software, was subsequently

tested by a representative sample of students who then provided feedback through a questionnaire.

On the anatomy of predictive models for accelerating GPU Convolution Kernels and beyond 

[2020] 

Paper accepted for publication ON TACO 

Paolo Sylos Labini, Marco Cianfriglia, Damiano Perri, Osvaldo Gervasi, Grigori Fursin, Anton Lokhmotov,Cedric

Nugteren, Bruno Carpentieri, and Flavio Vella. 2020. On the anatomy of predictive models for accelerating GPU

Convolution Kernels and beyond.  1, 1 (October 2020 - TACO - Transactions on Architecture and Code

Optimization) - Paper accepted for publication

E cient high-performance libraries often expose multiple tunable parameters, algorithmic implementations or a

combination of them, to provide optimized routines. The optimal parameters and algorithmic choices may depend

on input properties such as the shapes of the matrices involved in the operation. Traditionally, these parameters

are manually tuned or set by auto-tuners. In emerging applications such as deep learning, this approach is not

e ective across the wide range of inputs and architectures used in practice. 

In this work, we analyze di erent machine learning techniques and predictive models to accelerate the

convolution operator and GEMM. Second, we address the problem of dataset generation and we study the

performance, accuracy and generalization ability of the models.

The insights found allowed to improve the performance of computationally expensive deep learning primitives on

high-end GPUs as well as low-power embedded GPU architectures on three di erent libraries. Experimental

results show signi cant improvement in the target applications from 50% up to 300% compared to auto-tuned and

high-optimized vendor-based heuristics. 



Inglese 

ASCOLTO: C1  LETTURA: C1  SCRITTURA: C1  

PRODUZIONE ORALE: C1  INTERAZIONE ORALE: C1  

Giapponese 

ASCOLTO: A1  PRODUZIONE ORALE: A1  

INTERAZIONE ORALE: A1  

COMPETENZE LINGUISTICHE

Lingua madre: 

Italiana 

COMPETENZE DIGITALI

Neural network / Virtual Reality (VR) / Augmented Reality (AR) / Full-Stack Development 

PATENTE DI GUIDA

Patente di guida: B 

COMPETENZE ORGANIZZATIVE

Competenze organizzative 

Nel corso dell'anno scolastico 2010-2011 viene incaricato dalla Direzione dell'istituto tecnico "Giordano Bruno" di

coordinare il lavoro di due classi dell'ultimo anno di corso nalizzato alla elaborazione gra ca di un progetto

patrocinato dal comune di Corciano, volto alla produzione di un sito web su Monte Malbe e alla realizzazione di

una centralina meteorologica tutt’ora funzionante.

COMPETENZE COMUNICATIVE E INTERPERSONALI.

Competenze comunicative e interpersonali. 

Ottima  capacità di comunicazione

Ottima capacità di adeguarsi ad ambienti multiculturali



CONFERENZE E SEMINARI

Technology chair for I.C.C.S.A. 

[ 07/2020 – 07/2020 ] 

The 20th International Conference on Computational Science and Applications (ICCSA 2020) has been

held on July 1 - 4, 2020 ONLINE in collaboration with the University of Cagliari, Italy.

ICCSA 2020 has been the next event in a series of highly successful International Conferences on Computational

Science and Its Applications (ICCSA), previously held in Saint Petersburg, Russia (2019), Melbourne, Australia

(2018), Trieste, Italy (2017), Beijing. China (2016), Ban , Canada (2015), Guimaraes, Portugal (2014), Ho Chi

Minh City, Vietnam (2013), Salvador de Bahia, Brazil (2012), Santander, Spain (2011), Fukuoka, Japan (2010),

Suwon, Korea (2009), Perugia, Italy (2008), Kuala Lumpur, Malaysia (2007), Glasgow, UK (2006), Singapore

(2005), Assisi, Italy (2004), Montreal, Canada (2003), and (as ICCS) in Amsterdam, The Netherlands (2002) and

San Francisco, USA (2001). The rst ICCSA conference was co-organized by C.J.K. Tan (UK) and M. Gavrilova

(U of Calgary, Canada) in 2003. 

Computational Science is a main pillar of most of the present research, industrial and commercial activities and

plays a unique role in exploiting Information and Communication Technologies as innovative technologies.

The ICCSA Conference o ers a real opportunity to discuss new issues, tackle complex problems and nd

advanced enabling solutions able to shape new trends in Computational Science.

Submitted papers will be subject to stringent peer review by at least three experts and carefully evaluated based

on originality, signi cance, technical soundness, and clarity of exposition.

All accepted papers will be included in the Springer Lecture Notes in Computer Science (LNCS) series and

indexed by Scopus, EI Engineering Index, Thomson Reuters Conference Proceedings Citation Index (included in

ISI Web of Science), and several other indexing services. The papers will contain linked references, XML versions

and citable DOI numbers.

https://2020.iccsa.org/ 

Artifact Evaluation Committee Members Computing Frontiers (CF'20) 

[ 04/2020 – 04/2020 ] 

Computing Frontiers is an eclectic, interdisciplinary, collaborative community of researchers investigating

emerging technologies in the broad eld of computing: our common goal is to drive the scienti c breakthroughs

that transform society.

http://www.computingfrontiers.org/2020/index.html 

ONORIFICENZE E RICONOSCIMENTI

Cultore della materia per l'insegnamento High Performance Computing (Calcolo distribuito e sistemi ad
alte prestazioni) 

Università degli studi di Perugia [ 05/2015 ] 

Cultore della materia per l'insegnamento Human Computer Interaction 

Università degli studi di Perugia [ 05/2020 ] 

Cultore della materia per l'insegnamento Sistemi di Realtà Virtuale 

Università degli studi di Perugia [ 05/2020 ] 

Cultore della materia per l'insegnamento Architettura di reti 

Università degli studi di Perugia [ 05/2020 ] 


