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Inês Carmo, Patŕıcia Costa, Pedro Santana . . . . . . . . . . . . . . . . . . . . . . . . . . 9

Learning through dialogues with NPCs using generative AI
Vanessa Rodrigues, Frutuoso Silva . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 17

Session 2: Computer Graphics and Computer Vision 22

Development of a virtual fitting room integrating computer vision, artificial intelligence and
virtual reality technologies
Yanelys Fernández, João Oliveira, Andreia Fernandes, Miguel Angelo, José Ruben Pozo,
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Magalhães, Edel Garcia Reyes, Miguel Angel Guevara Lopez . . . . . . . . . . . . . . . . . 22
Nutritional Insight: Using OCR to Decode Food Labels for Better Health

Tiago Silva, Tiago Carvalho, Vitor Filipe, Lio Gonçalves, António Sousa . . . . . . . . . 30
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