
Artificial Intelligence, Games, and Education
Barbero, G.

Citation
Barbero, G. (2025, September 16). Artificial Intelligence, Games, and Education.
Retrieved from https://hdl.handle.net/1887/4260512
 
Version: Publisher's Version

License: Licence agreement concerning inclusion of doctoral thesis
in the Institutional Repository of the University of Leiden

Downloaded from: https://hdl.handle.net/1887/4260512
 
Note: To cite this publication please use the final published version (if
applicable).

https://hdl.handle.net/1887/license:5
https://hdl.handle.net/1887/license:5
https://hdl.handle.net/1887/4260512


Artificial Intelligence, Games, and

Education

Proefschrift

ter verkrijging van

de graad van Doctor aan de Universiteit Leiden,

op gezag van Rector Magnificus prof.dr.ir. H. Bijl,

volgens besluit van het College voor Promoties

te verdedigen op dinsdag 16 september 2025

klokke 11.30 uur

door Giulio Barbero

geboren te Acqui Terme, Italië
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