CONTACT
INFORMATION

EDUCATION

WORK
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INTERESTS

Tanja Koji¢ - Curriculum Vitae

Quality and Usability Lab, Technical University Berlin
Marchstr. 23, 10587 Berlin, Germany
E-mail: tanja.kojic@tu-berlin.de

Dr.-Ing. on “User Experience for Serious Games in Virtual Reality”,
February 2023

Faculty of Electrical Engineering and Computer Science,

Technical University Berlin, Germany

Grade: Summa cum laude

Supplement in Graphic Product Design, January 2016
Faculty of Graphic Arts,
University of Zagreb, Croatia

M.Sc. in Information and Communication, July 2014
Faculty of Electrical Engineering and Computing,
University of Zagreb, Croatia

Erasmus Exchange, February 2014
EURECOM, Sophia Antipolis,
University of Nice, France

B.Sc. in Computing, July 2012
Faculty of Electrical Engineering and Computing,
University of Zagreb, Croatia

Senior Research Scientist, May 2023 - present

User Experience & eXtended Reality (UXXR) group

Quality and Usability Lab, Faculty of Electrical Engineering and Computer
Science, Technical University Berlin, Germany

Research Scientist, November 2017 - April 2023
Quality and Usability Lab, Faculty of Electrical Engineering and Computer
Science, Technical University Berlin, Germany

User Experience Designer, April 2016 - October 2017
SAP, Innovation Center Network, Germany

Human-Computer Interaction (HCI) and User Experience (UX)
Quality of Experience (QoE), Human Factors, and Digital Well-Being
Human-Centered Atrtificial Intelligence and Data-Driven Decisions
Human-Centered Digital Participation and Inclusive Transformation
Living Labs, Co-Creation, and Societal Innovation
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SCHOLARSHIPS,
AWARDS

PROFESSIONAL
SERVICE

PROFESSIONAL
MEMBERSHIPS

GUEST
RESEARCHER

ACM Multimedia Systems Conference 2025 - Best Workshop paper
“Multimodal User Experience in Extended Reality: Exploring Hand
Tracking, Voice, and Passthrough Interactions”

IEEE Quiality of Multimedia Experience 2024 - Best Reviewer Award
Acknowledged for my PhD dissertation as part of the Top 10 in the
ARD/ZDF Award »Women + Media Technology« 2024

Scholarship holder of Software Campus - a graduate of the development
program for future IT executives

Winner of Science Slam, Software Campus Summit 2019

Selected as a presenter at Digital-Gipfel 2018, presentation to Anja
Karliczek, Federal Minister of Education and Research

Scholarship holder of the Internship Programme of German Business for
the Western Balkans 2015

Editor:

Connected Realities: Exploring Collaboration and Social Interaction in
eXtended Reality, Participating journal: Virtual Reality

Applying Virtual Worlds Knowledge: Methods, Evaluation, and Effective
Transfer of Knowledge Into Practice, Participating journal: Virtual Worlds
Springer Journal Quality and User Experience

Reviewing:

Springer Journal Quality and User Experience, Springer Journal
Multimedia Systems, |IEEE Virtual Reality (VR), IEEE Quality of Multimedia
Experience (QoOMEX), ACM Multimedia Systems Conference (MMSys)
ACM Conference on Human Factors in Computing Systems (CHlI),
Immersive Mixed and Virtual Environment Systems (MMVE)

Committee member and conference organizing:

MMSys Organisation Committee 2027

MMVE General Chair 2026, Technical Program Committee 2023 - 2026
QoMEX Organisation Committee 2022, 2025, Technical Program
Committee 2019, 2020, 2023 - 2026

Special sessions/workshops:

SIC-XR: Workshop on Social Interaction and Collaboration in eXtended
Reality (IEEE VR 2025, 2026)

Ensuring Comfort, Accessibility, and Safety in XR (QoMEX 2025)
Immersive Interactive Environments (QoOMEX 2022)

Quality and User Experience in Extended Reality (QoMEX 2021)
Quality and User Experience in VR and AR (QoMEX 2019)

Jury:

HACK:XR+AI Hackathon Jury Member and Mentor 2025 (TUM Think
Tank, Munich)

IEEE, ACM, ITU SG12, Google Women Techmakers, Women in Adria,
Al Grid, Berlin XR Lab

University of Technology Sydney (UTS), Visiting Fellow [2026]
Deutsches Forschungszentrum fiir Kiinstliche Intelligenz (DFKI) [2024-]
Fraunhofer Heinrich Hertz Institute (HHI) [2024]
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SELECTED
PUBLICATIONS

International journals

Kojic, T., Spang, R., Vergari, M., Meier, L., Mdller, S., & Voigt-Antons, J. N.
(2023). Effects of user factors on user experience in virtual reality: age,
gender, and VR experience as influencing factors for VR exergames.
Quality and User Experience, 8(1), 3.

Regal, G., Voigt-Antons, J. N., Schmidt, S., Schrammel, J., Koji¢, T., Tscheligi,
M., & Mdller, S. (2019). Questionnaires embedded in virtual environments:
reliability and positioning of rating scales in virtual environments. Quality
and User Experience, 4, 1-13

International conferences

Koji¢. T., Vergari, M., Warsinke, M., Ali, D., Mdller, S., & Voigt-Antons, J. N.
(2025). Multimodal User Experience in Extended Reality: Exploring Hand
Tracking, Voice, and Passthrough Interactions. In Proceedings of the 17th
International Workshop on IMmersive Mixed and Virtual Environment
Systems (MMVE) (pp. 8-14). ACM. *Best workshop paper award

Koji¢, T., Vergari, M., Knuth, S., Warsinke, M., Mdller, S., & Voigt-Antons, J. N.
(2024). Influence of Gameplay Duration, Hand Tracking, and Controller
Based Control Methods on UX in VR. In Proceedings of the 16th
International Workshop on Immersive Mixed and Virtual Environment
Systems (MMVE) (pp. 22-28). ACM.

Stellmacher, C., Pujianto, F. I., Koji¢, T., Voigt-Antons, J. N., & Schoning, J.
(2024). Experiencing Dynamic Weight Changes in Virtual Reality Through
Pseudo-Haptics and Vibrotactile Feedback. In Proceedings of the CHI
Conference on Human Factors in Computing Systems, 1-13. ACM.

Warsinke, M., Koji¢, T., Vergari, M., Spang, R., Voigt-Antons, J. N., & Mdller, S.
(2024). Comparing Continuous and Retrospective Emotion Ratings in
Remote VR Study. 2024 16th International Conference on Quality of
Multimedia Experience (QoMEX). IEEE. *Best paper nominee

Vergari, M., Kojic, T., Bertges, N. S., Vona, F., Mdller, S., & Voigt-Antons, J. N.
(2023). Exploring users' sense of safety in public using an Augmented
Reality application. In 2023 15th International Conference on Quality of
Multimedia Experience (QOMEX) (pp. 193-196). |IEEE.

Vergari, M., Koji¢, T., Vona, F., Garzotto, F., Mdller, S., & Voigt-Antons, J. N.
(2021). Influence of interactivity and social environments on user
experience and social acceptability in virtual reality. In 2021 IEEE Virtual
Reality and 3D User Interfaces (VR) (pp. 695-704). IEEE. *Honorable
mention award

Koji¢, T., Vergari, M., Thangaraj, R., Braune, M., & Voigt-Antons, J. N. (2021).
Influence of Visualisation Design of Data Streams on User Experience in
Virtual Reality. In HCI International 2021-Posters: 23rd HCI International
Conference, HCIl 2021, Virtual Event, July 24-29, 2021, Proceedings, Part Il
23 (pp. 269-277). Springer International Publishing.
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INVITED
TALKS

Voigt-Antons, J. N., Koji¢, T., Ali, D., & Mdller, S. (2020). Influence of hand
tracking as a way of interaction in virtual reality on user experience. In
2020 Twelfth International Conference on Quality of Multimedia
Experience (QoMEX) (pp. 1-4). IEEE.

Koji¢. T., Ali, D., Greinacher, R., Moller, S., & Voigt-Antons, J. N. (2020). User
experience of reading in virtual reality—finding values for text distance, size
and contrast. In 2020 Twelfth International Conference on Quality of
Multimedia Experience (QOMEX) (pp. 1-6). IEEE.

ITU SG12 Contributions

ITU-T work item G.QoE-VR: Influencing factors on quality of experience for

virtual reality services (ITU-T Rec. G.1035)

- Contribution C.605 (2021): Update of Human IF for ITU-T Rec. G.1035,
ITU-T SG 12, Virtual-Geneva.

- Contribution C.562 (2021): Contribution for Human Influencing Factors -
Static and Dynamic Human Factors, ITU-T SG 12, Virtual-Geneva.

ITU-T work item P.IntVR: Principles of subjective test methods for interactive

virtual reality (VR) applications (ITU-T Rec. P.812)

- Contribution C.226 (2024): Completed with Terms, Abbreviations and
Bibliography, ITU-T SG 12, Geneva

- Contribution C.174 (2023): Test methods and test measurements for
Interactive Virtual Reality, ITU-T SG 12, Mexico City

- Contribution C.173 (2023): Test methods, test equipment, and test
participants for Interactive Virtual Reality, ITU-T SG 12, Mexico City

- Contribution C171(2023): Social acceptability, test paradigm,
experimental design and test environment for Interactive Virtual Reality,
ITU-T SG 12, Mexico City

- Contribution C.060 (2022): Quality of Experience aspects for Interactive
Virtual Reality, ITU-T SG 12, Geneva

- Contribution C.601(2021): Subjective Test Method for Interactive Virtual
Reality Applications, ITU-T SG 12, Virtual-Geneva

- Contribution C.548 (2021): Proposal for new Work Item P.IntVR:
Subjective Test Methods for Interactive Virtual Reality Applications, ITU-T
SG 12, Virtual-Geneva

A complete list of publications is available from (h-index=15):

https://scholar.google.com/citations?user=ESR3SoUAAAAJ&hI=en
https://www.researchgate.net/profile/Tanja-Kojic

e |nvited Speaker — DIGIPHY Project Workshop, FER, Zagreb, 2026
Topic: "What It Means to Be Human in Virtual Worlds? Towards
Understanding Immersion, Safety and Responsibility"

e Panelist — International Women's Day, Women Techmakers Berlin, 2026
Topic: "Break the Pattern: Tech Beyond the Default in the Al Era"

e Invited Speaker — "Meet Your Mentor" Online Session, Al Grid, 2025
Topic: "From UX Design to XR Research in the Age of Al"

e Keynote Speaker — Workshop on Realistic and Virtual Social Interactions
(ReVisl), IEEE VR, 2025
Topic: "Bridging Real and Virtual: Understanding How Influencing
Factors Shape XR Experiences"
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TEACHING
EXPERIENCE
(COURSES)

e Podcast Guest — VR Women Podcast, 2023
Topic: "Women in VR: Research in Academia and the Question of
Emotions"

e Science Slam Presenter (Winner) — Software Campus Summit, 2019
Topic: "User Experience for Virtual Reality"

e Seclected Presenter — Digital-Gipfel, 2018
Topic: "Artificial Intelligence and Education - BMBF Digital Future"

Lecturer

Faculty of Electrical Engineering and Computer Science, Technical

University Berlin, Germany

e MOOC Multimodal Interaction (Summer 2018, 2019, 2020, 2021, 2022,
2023, 2024, 2025, 2026)

Summer and Winter School, Technical University Berlin, Germany

e Gaming for Virtual and Augmented Reality (Summer, Winter 2022-2026)

e Extended Reality: Design and Development (Online 2021)

e Virtual Reality and Exergaming (Summer 2019, Winter 2020)

Lecturer in study projects

e Project Media Creation

“| Can Hear Your Heartbeat: Augmented Reality Gaming
Experience” (Summer 2021)

- “Inside Information - Project of Virtual Experience of Visualizing
Data” (Summer 2020)

- “Environment Design in Virtual Reality” (Summer 2019)

e Advanced Projects - Interdisciplinary Media Project and Study Project

Quality & Usability

- “Stimulating Senses, Recreating Context — an Interdisciplinary
Seminar on Art History and VR Technologies” (Winter 2026/27)

- “Yoga Reimagined: Developing and Validating a VR Experience”
(Summer 2024)

- “Social eXtended Reality” (Winter 2022)

- “The Future of the Performing Arts with XR” (Winter 2021)

- “Virtual Reality in Support of Nuclear Disarmament: Interactivity,
Curveballs, and Gameplay” (Winter 2020)

- “Develop and Design Data Streams in VR” (Winter 2019)

Teaching assistant

e Usability Engineering (Summer 2021, 2022, 2023, 2024, 2025, 2026)

e MOOC Communication Acoustics (Winter 2018, 2019, 2020, 2021, 2022,
2023, 2024)

Guest lecturer

e Faculty of Electrical Engineering and Computing (FER), University of
Zagreb, Croatia, course Immersive Technologies: "Ethical Challenges of
Using Immersive Technology: Security, Privacy, Accessibility" (Summer
2025)

e Hochschule Hamme-Lippstadt (HSHL), Germany, courses Virtual Reality
and Augmented Reality: "User Experience for Extended Reality" (Winter
2023/24, Summer 2024, Winter 2024/25)

Supervision

Master's theses (21), Bachelor's theses (35)
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ACQUIRED
THIRD-PARTY
FUNDED
RESEARCH
PROJECTS

TECHNICAL
SKILLS

LANGUAGES

REFERENCES

Project leader

e DataVR: Improving User Experience and Usability for Data Visualization
in Virtual Reality - Research project funded by German Federal Ministry
of Education and Research (BMBF), Acquired funding amount: EUR
96,148 [2019-2021]

Participation in projects

e DYDIMOS Dilgital, DYnaMic and respOnsible twinS for XR - Funded by
the European Union’s Horizon 2022 Call for a human-centred and
ethical development of digital and industrial technologies, Acquired
funding amount: EUR 302,500 [2023-2025]

e ACCORDION Application Management Framework - Research project
funded by European Union’s Horizon 2020 ICT Cloud Computing
programme, Acquired funding amount: EUR 362,500 [2021-2023]

e ART Augmented Reality for Tourism Industry in a Changing Era -
Research project funded by EIT Digital, Acquired funding amount: EUR
298,625 [2021]

e User Experience of Interactive Games and Sports in Virtual and
Augmented Environments - Joint research project with University of
Technology Sydney (UTS), Australia [2017-2022]

Programming: Unity, C#, Microsoft Visual Studio, Android Studio, Statistics:
Python, SPSS, Design: Figma, Adobe Creative Cloud, Miro, Conceptboard,
Blender, MS Office, Methods: Machine Learning, Quantitative Research
Methods: statistical analysis, hypothesis testing, Qualitative Research
Methods: participatory design, interviewing, observation, Mixed-Methods
Approaches, Usability evaluation, Prototyping, Interface design

English - C1, German - B2, Croatian - native

Available on request
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