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THX KYBEPNHZEQX

THX EAAHNIKHX AHMOKPATIAX

11 NogufBpiou 2020

ANOOAZEIX

Ap1Bu. AO 15/ 17338

16puon tou Mpoypdppatog MeTANMTUXIAKWY
Imoudwv pe titho, «“Immersive Technologies -
Innovation in Education, Training and Game
Design (IMT)", Texvoloyieg EupuOiong - Kavo-
Topia otnv Eknaidevon, tnv Emuépewon kat 1o
oxedlacpd Maiyvidiwvy, Tov TuRpatog MAnpogo-
PIKAG, TNG ZXOAAG OTikWV Emotnpwy, Tou Ate-
Ovou¢ Navemotnuiov Tng EANGdOC.

H AIOIKOYZA EMITPOMH
TOY AIEONOYZ MANEMIZTHMIOY THX EAAAAOX
(ouvedpiaon 19/17-06-2020)

‘Exovtag unéyn:

1.Tig Siata&elg tou v. 4610/2019 «Xuvépyeleg Maveri-
otnuiwv kat T.E.l, mpoéoBaon otnv Tpttofdbuia ekmai-
Seuon, melpapatika oxoAeia, Mevikd Apyeia tou Kpdtoug
Kat Aorrég Statdeic» (A’ 70).

2. Tig Satdéelg Tou v. 4485/2017 «Opydvwan Kalt Ael-
Toupyia TN¢ avwtatng ekmaidsuong, puBOUIcEIC yia TNV
£peuva Kat dAe¢ Stata&elg» (A’ 114), dmwg Tpomonoln-
Onke Kkat 1oy Vel Kal 16w Twv ApBpwv Kal eI0IKOTEPA TA
AapBpa 30 éwc kat 37,43, 45 kau 85.

3. Tic Slata&elg tng map. 7 touv dpBpou 19 Tou v. 4521/
2018 (A'38) katTngmap. y tou dpBpou 17 Tou v.4559/2018
(A"142).

4, Tic Sata€eic Tng map. 1 kat 5 Tou dpBpou 101 Tou
v.4547/2018 (A'102).

5.Tic dlata&elg tou v. 3374/2005 «Alac@Aiion TnG mol-
OTNTAC OTNV avwTatn eKmaidevon. ZVOTNUA LETAPOPAC
KOl CUCOWPEVONCG TMOTWTIKWV povAadwy - Mapdptnua
AurmAwpatog» (A’ 189), 6w TpomomolnOnkKe Kal IoXVEL.

6. TIC UTTOUPYIKEC ATTOPACELG HE aplOud: a) umd oTolxEia
216772/21/8-12-2017 «Tpdmog KATdpTiong Tou avaAu-
TIKoU TTpoUmoAoylopoU AetToupyiag Kat Tng ékBeong Bi-
wolpoTNTAG TWV MNpoypappdtwy METAMTUXIAKWY XTTOU-
Swv» (B'4334) kai B) umo otolxeia 131757/21/2-8-2018
«PUBuIoN Bepdtwy amalhayng amod Ta TéAn @oitnong
Mpoypappdtwyv Metantuxlakwy Xmoudwv twv ENnvi-
Kwv AEl» (B'3387).

7.Ti¢ SIEVKPIVIOTIKECG EYKUKAIOUC TOou YTToupyeiou Mal-
Seiag, Epguvag kat ©OpnoKeVPATWY PE aplBuo: a) urd

TEYXOX AEYTEPO

Ap. DUNouv 4976

otolxeia 163204/Z1 E=. EMEITON/29-9-2017 «E@apuo-
yn Twv Slatdéewv tou v. 4485/2017 (A’ 114) yia B¢pata
METATITUXLIOKWVY OTTOUSWV Kal EKTTOVNGONG SIOAKTOPIKWY
Satpiwv - Aoird Bépatax, 3) uno otolxeia 203446/
Z1/22-11-2017 «AIEUKPIVIOELG OXETIKA PE TNVEPAPHOYR
Slata&ewv Tou v. 4485/2017 (A’ 114), kal y) urto oTolxeia
227378/Z1 E=. EMEIFTON/22-12-2017 «Eappoyr Twv ot
ata&ewv Tou v. 4485/2017 (A’ 114) yia Bépata peTamtu-
Xlakwv omoudwv», 8) unié otolxeia 22879/71/9-2-2018
«Epappoyn twv diatd€ewv tou v. 4485/2017 (A'114), €)
uné otolxeia 26407/21/15-2-2018 «16puon -Emavidpu-
on MNMZX o€ epappoyn Twv datd&ewv Tou v. 4485/2017
(A" 114), kat ot) unté otolxeia 45070/21/19-3-2018 Kot-
vomoinon Stataéewv tou v. 4521/2018 (A’ 38) «I6puon
Mavemotnuiouv AUTIKAG ATTIKNC Kal AAMEC Slatd&eig».

8. Tnv uno otolixeia 19407/21/11-02-2020 amégacn
Ymoupyou Maideiag kat @pnNoKEVUATWY «ZUYKPOTNON
NG Aloikovoag Emmtporrig tou AleBvoug Mavemotnuiou
™¢ EANadoe», (Y.0.A.A. 106).

9.Taum'ap.22/21-05-2020 (©£pa 8o) kat 14/06-02-2020
(©€pa 10) mpaktikd TG ocuvedpiaong, TNg Zuvéleuong
Tou Tpruatog MANPo@opPIKNG, TNG ZXOAAG OeTikwy Emi-
OTNUWV.

10. To um’ ap. 1/05-06-2020 (Béua 10) TPAKTIKO TNG
ouvebpiaong tng Emrtponric Metamtuyxlakwy Xmoudwv
Tou ALTALE.

11.To ur’ ap. 19/17-06-2020 (6¢pa 26I) TPAKTIKO TNG
ouvedpiaong tng Aloikovoag Emtpornnig tou ALMALE.
€ TO OTT0i0 EYKPIONKE TO TTPOYPAUMA LETATTITUXIAKWY
omoudwv pe titho, “Immersive Technologies - Innovation
in Education, Training and Game Design (IMT)", Texvo-
Moyieg Eppubiong - Kawvotopia otnv Ekmaideuon, Tnv
Emuopewon kai to oxediacpo Maxvidiwv',tou TURpaTog
MANPOPOPIKAG, TNG ZXOAAG OcTIKWV Emotnuwy.

12. To yeyovog o1t anmod Ti¢ Slatdéelg tng andeaong
autn¢ dev mpokaleital Samdvn og BApog Tou KpaTikol
PoUTTOAOYIOHOU 1} TOU TAKTIKOU TTPOUTTOAOYIOOU TOU
ALNA.E., amoaaciCel:

Tnv i&puon Tou MNpoypdupaTog METATTTUXIOKWY 2TTOU-
Swv pe titho “Immersive Technologies - Innovation in
Education, Training and Game Design (IMT)", Texvo-
MNoyiec EpPUBiong - Kawvotopia otnv Ekmaidsuon, Tnv
Empopewon kal 1o oxedlacud Maxvidiwv’, touv Tuiua-
To¢ MANPOYOPIKAC, TNG ZXOAAC OeTIKWY Emotnuwy, wg
akoAoVOwc:
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1. Avtikeipevo, Zkomdg kat Biwoipdtnta tou Mpoypdp-
pato¢ Metamtuytakwy Zmoudwv (MMX)

Aappdavovtag unoyn TG Siatdéelg Tou v. 4610/2019
(ApBpo 3) kat i Statdéelg tou v. 4485/2017 mpoteivetal
0 akoAouBoc Tithog AyyAopwvou MNMMZ tou TurAuatog
Mnpogopikng, Tou AIMAE.

1.1 AyyAhikog Tithog: «immersive Technologies - Inno-
vation in Education, Training and Game Design (IMT)»

EMNnvikoG Tithog «Texvoloyieg EpBubion - Kavotopia
otnv Exmaidevon, tnv Empopewon kat 1o oxedlacud
Maxvidiwv»

AVTIKE{pMEVO TOU TTPOYPAUMATOC €ival ol Texvolo-
yie¢ Eppubiong, omwg Emavénuévng Mpaypatikotn-
Ta¢ (Augmented Reality), Eikovikig MNpaypatikotntag
(Virtual Reality), Mewktig Mpaypatikdétntag (Mixed
Reality) pe éugaon otnv Ekmaideuon, tnv emuopewon
Kal oxXeSIaoUO TTaIXVISIWV.

To MM éx€l WG AVTIKEIEVO TNV AVATITUEN OPICUEVWY
EMOTNMOVIKWV 8e€loTTWY 0TNV NMANPOYOPIKN OE Té-
XVOMOYIEC alXUAC.

To MMX éxel cuyKPOTNOE( UE TPOTTO WOTE VA AVTATIO-
KPIVETAL O OUYXPOVEG EMOTNHUOVIKECG KAl TEXVONOYIKEG
AVAYKEC HECA OTO CUVEXWC EEENIOCOOUEVO KOIVWVIKO-
OIKOVOIKO TTAaiCLO.

[Slaitepn éugaon Sivetal oTiC EEATOMIKEVUEVEC aVA-
YKEC MABNnon¢ kat Slaxeiplong Tou Xpdvou Twv QoITtnTWV
pe tn SuvatdtnTa EMAOYNC EVENIKTWY TTIPOYPAUUATWY
omoudwv Kal TOAAmAwV pefodwv mapakoAouBnong.

To MNMMX gival yVwOoTIKA N aVTAYWVIOTIKO (Oev €xel
€MKAALYN) pe Ta unodotrma MM tou TuRPaTog Kabwg
Kal pe Ta MM tou AIMAE, kaBwg n yvwoTIKA TIEpLoxN
MOV KaAUTITEL €ival povadikr otov EANAadIkd xwpo Kalt Je
TOAU peyalo Babuod kavotopiag oto Eupwrmaikd Xwpo.

Inuewvetal 6t to MM Ba telei og AN pN cuvepyacia
pe to MAKEAIMX tou AIMAE

1.2 Zkomo¢

Y komog Tou MM gival va mapéxel yvwoelg kat Se16-
TNTEC 0 ONO TO PACHA TEXVONOYIWV AlXUG o€ Bépara,
onwc:

- Epappoyég  Emavénpévng
(Augmented Reality),

- Eikovikn¢ Mpaypatikotntag (Virtual Reality),

- Mekti¢ Mpaypatikotntag (Mixed Reality).

EvdeikTika epevvntika media epapuoyng tou NMMX givat
N eKMaiGeVON, N EMAYYEAUATIKY KATAPTION/EMUOPPWON
Kat 0 oXeSlaopoC A VISIWV.

EidikoTepQ, ot okomoi Tou Mpoypdppatog Metantuyi-
akwv Xmouvdwv (MMX) sivat:

- H €€€MEN kal BeATIWON ATOUIKWY KAl EPYACIOKWV
Se€loTwv og B€pata mou mpayuatevetal to NMML.

- H mpoetolpaoia kat ekmaideuon e€eldIkeLUEVWVY ETTL-
oTNUOVWY KaBwc Kat n mpooAr) Tou £pyou Touc S1eBvC
ME TNV TIpoaywyn TG EMOTANG KAl TNG €PEVVAG OTA
yvwoTikd edia mou mpayuatevetal to MM,

- H ouvepyaoia pe Biopunyavieg, Emyeiprioeig, Exmai-
SeuTikol¢ Opyaviopoug Kal Epeuvntikd Kévtpa yia tnv
amodoxn, xprion kat 81ddoaon Twv MAEoV TTPONYUEVWY
TTANPOPOPIOKWV/UTTONOYIOTIKWV CUCTNUATWV Kal TTpa-
KTIKWV.

MpayuatikdTNTag

- H ouvepyaoia pe Oeouikég Kpatikég Aopég (m.x.
Ymoupyeia, Yrnpeoieg, OTA, K.AT.) aAd kat dAhoug E-
Anvikou¢, EupwmaikoUg, kat AleBveic Emotnuovikoug
Opyaviopoug, TpitofdBuia Ekmaideutikd I6pupata kat
EpeuvnTikd Kévtpa mou aoyxolouvtal pe Béuata mou
npaypatevetal To NMZ.

- H mpoetowuacia yia petantuylakég omoudég Sidakto-
pikov emmédou otnv nuedamm 1 tnv alodarm).

1.3 Buwoipotnta tou MMM

O kawvotépog xapaktrpag tou MM og cuvduacoud pe
™ paydaia avénon oe {NTNoN Kal XPron TEXVOAOYIWV
€UPLOIONC TOOO OTNV ekMaidevuon 600 Kal oTnV eVPUTE-
pn ayopd epyaociag (BA. Blopnxavia, 1ATPIKH, OTPATOC,
OEPOVAUTIKN, K.ATL) amoTtelel 1loxupo Bepélio Blwotuo-
TNTAG TOU €V Adyw MM,

Mpoogatn épeuva Tou MMaykéopiov Zuvdéopou
Texvoloyiag Katavalwtwv (Consumer Technology
Association - CTA, 2019) yia TiG TACEIG TWV ETIXEIPAOEWV
™G XR Seixvel capwc tn {ntnon yia AR kat VR amd mAeu-
PAG ETTIXEIPNOEWV VIO VA EVIOXUOOUV TIG ETTIXEIPNMATIKES
Tou¢ Siadikaoiec.

O X0vdeopog Texvohoyiag Katavalwtwv (CTA) Sigpevw-
vnoe 577 opyaviopouc. ATo autoug, To 77% SnAwaoe o1t
aoyolouvtal orjpepa pe mpwTooulieg AR kar/n VR.

Etaipikég Aertoupyieg mou xpnoipomolouv Eme€ep-
yaopéveg Epappoyeg Mpaypatikotntag Kat Eikovikng
MpaypatikotnTag mepAapfdvouy:

- Kataption kat Sidackahia.

- 2x€S100U0 Kal aTmeIKOvIonN.

- Emokeun kat cuvtipnon.

- ElkovikéG ouvavTnoElC.

- Emaon pe tov meAdTn.

- Eknmtwoelc.

Ta amoteAéopata tng épeuvag Seixvouv Ot

-To 45% twv eTalpelwy xpnotpormolovv Tnv AR yla tnv
av&non TG EUMOTOCUVNG TWV TTEAATWY, EVW TO 34% O)e-
S14el va TO XPNOIUOTIOINOEL EVTOG TOU EMTOUEVOU £TOUG,.

- MNeploooTEPEC Ao OKTW OTIC S€KA ETAIPEIEC XPNOIMO-
molouv 1} oxedldlouv va xpnotpomotouv texvoloyieg XR
Yla EKTTALOEUTIKEG KAl OXESIAOTIKEG AEITOVPYIEG.

-To 48% TwV EMIXEIPHOEWV XPNolomolouy dn epap-
poyéc VR o€ €IKOVIKEC OUVAVTAOELS, VW To 28% oxedt-
afouv va XPNOIUOTIOINCOUV TNV TEXVOAOYIa EVTOG TOU
ETTOUEVOU ETOUG.

- To 55% xpnotuomolei AR otnv ekmaideuon ri/kat n
S16aokalia, evw To 27% oxedidlel va 1o XPNOIUOTIOIN OElL
EVTOC TOU ETMMOUEVOU ETOUG.

-To 51% xpnotpornolei onpepa VR otnv ekmaideuon ry/
kat tn S1dackalia, evw 1o 31% GKOTIEVEL VA TO XPNOLUO-
TIOIOEL MEOA OTO EMTOMEVO £TOG.

Kopugaia mepimtwon xpriong yta AR/VR ival n exmai-
Seuon tou gpyatikol duvapikou. H épguva CTA Seixvel
TNV KATAPTION TOU £PYATIKOU SUVAUIKOU WG TNV KOPU-
@aia mepimtwon xprong yta AR kat VR. Meploodtepo amnd
70 50% TWV OPYAVWOEWV AVEPEPAV TNV TPEXOUTA XPHON
Kat Twv SU0 TEXVOAOYIWV.

O Sayon Deb, avwtepog avaluthg oto CTA, onuEIWVEL
TTWE TO PEANOV TG KATAPTIONG TOU EpyaTikol Suvapl-
KoU avnKel oTIG Texvoloyiec euPubionc. H mielopnoia
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TWV EMIXELPNOEWV Oa EKUETANMEUTEL TNV TEXVOAOYia TTOU
Ba epmAouTioEl TI HOONCIOKEG EUTTEIPIEC TWV UTTOANRG-
AWV TouC.

Eival katavonTtd Aoumdy, Twe AUTEC TIG AVAYKEG EPXE-
Tal va OepameVOEL TO YWWOTIKO AVTIKEIEVO TOU £V AOYW
MNMMZ. To Baociko avTikeipevo Sidaokaliag Tou, mou dev
givat d\\o amd tn xpnon AR, VR kat MR, Ba avapetyvuo-
OUV TOV (PUGCLKO Kal ToV Pn@lakd KOGHO yla 1o €Eumvn,
QO0QANECTEPN KAL TTIO ATTOTEAECUATIKY ekTTaideuon Tou
£PYATIKOU SUVAUIKOU.

Tehika avapévetatl 1o MM va cupBalel KaBoploTika
otnv avantuén deflotNTwy TWV PoltnTwy Tou dlaopa-
AiovTag TNV atopIKN EMITUYXIA TOUG WG pyalOpevwy N
MEAOVTIKWV pYalOUEVWV KAL TNV YEVIKA ETIXEIPNUATIKE
TOUG avamTuén.

Ta avwtépw ototxeia e€acpaiifouv Tnv Blwoipdtnta
Tou [MMX.

2. Eido¢ Tou MetamtuylakoU TitAou Trou amovépetal

To MNMX amovépel Metantuxlakd Aimwpa oTig «Te-
xvoloyiec Euubionc - Kaivotopia otnv Ekmaidevon, tv
Emudpewon kat 1o oxediacud Maxvidiwv» «mmersive
Technologies - Innovation in Education, Training and
Game Design (IMT)».

3. OL KATNYOPIEC TWV MTTUXIOUXWV TTOU YivovTtal SEKTEC

210 MM tou Turpatoc MANPo@opIKNAC yivovtal SekToi
META amd emAoyn TTuxloUxol TUNudatwy AEl ite Tng nue-
Samn¢ eite TNG alodamnc.

4, ®oitnon- xpovikr SIAdpKELa yla TN Xoprynon Twv
TitA\wv

H xpovikr S1dpKELa Yla TNV armovour Tou Metamtuyla-
koU Atm\wpatog Eidikeuong (MAE) kaBopiletal avaloya
JIE TO OEVAPLO POITNONG TWV EKTTAISEVOUEVWY TO OTTOI0
TePINAUBAVEL TIC AKOAOUOEC EMAOYEC:

- 210 oevdplo mAfipoug goitnong (full time) opiletat
o€ Tpia (3) SI6aKTIKA TETPAUNVA €K TWV OTTOIWV TO TPITO
SlatiBeTal yla Tnv eKmovnon TN SIMAWUATIKAG Epyaciag
(H€Y10TOG OUVOANIKOG XPOVOC ATOKTNONG METATTTUXIOKOU
Tithou: 1 £€10¢).

- 210 0gvApLo UEPIKNCG Ppoitnong (part time) opiletal
o€ £&1 (6) O100KTIKA TETPAUNVA €K TWV oTroiwv Ta dUo
Teleutaia SatiBetal yia TNV eKmovnon ¢ Simwpati-
KAG epyaciag (UEYI0TOG OCUVOAIKOG XPOVOG ATTOKTNONG
MeTamtuylakou tithou: 2 £€tn).

To povtélo poitnong tou NMMX eival n Acuyxpovn €§
Anootdaocewc Ekmaideuon. e kdBe mepintwon unmdpxetn
SuvatdTtnTa MPOSPOoPAC HEPOUC TWV MABNUATWY HE TN
XPrion Tou povtélou tn¢ Melkti¢ Madnong.

5. Mafrjuata, yYh\wooa didaokahiag, SIGAKTIKA Kat
EPELVNTIKI ATTACXOANON TWV HETATITUXIAKWY QOITNTWY,
TIPOKTIKEG AOKNOELG KAl TIOTWTIKEG MOVASEC

To MMZX cuykpoteitat and Ti¢ akoAoube¢ BaCIKEC Ou-
VIOTWOEG:

1. Ta petamtuylakd podriuata (Svo amd ta pabnuata
emAoYN ¢ urmopei va avtikabiotavtal and Avefdptntn
‘Epeuva - Independent Study).

2.Tn Metantuxiakn Epyaoia.

5.1. Metamtuyiokd pabriuata

Ta pabripata opyavwvovtal og SU0o evOTNTEG: YTTOXPE-
WTIKA Kat EmAoync.

To oUvoAo TwV MOTWTIKWY Povadwv tou MAE opiletal
og 90 ECTS.

H Ave€dptntn Epeuva - Independent Study 15 ECTS.

MSc Thesis Project - ekmévnon tng MeTamtuxtakng
Epyaoiag 30 ECTS.

H Metamntuylakn Epyaoia (Thesis Project) pumopei va
mepINAUBAVEL TN HEAETN-EMIAVON BEWPNTIKWV 1 TTPA-
KTIKWV TTPOBANUATWY TWV EMOTNUOVIKWY TIESiWV TTOU
nipaypatevetal 1o NMMX. H petamtuyloki pyacia pmo-
pei va Sie€dyetal akdun Kal og GUVSUACUO LIE TTPAKTIKA
doknon o€ TTPAYUATIKOUG EPYACIAKOUG XWPOUG, OTIWG
Blopunxavieg, epyactripla, EpeLVNTIKA KEVTPQ, ETTIXELPN-
O€IC TANPOYOPIKNG, EKTAISEVTIKOUC Xwpoug (Dopeig
Yrodoxric) KA. Y& kABe mepinTwon, 1000 1o Bépa 6oo
KOl O XWPOG-TPOTIOG EKTTOVNONG TNG UETATITUXIOKNG EP-
yaoiag 6a mpoiUmobéTel TNV Eyypagn €yKplon TG ZuvTo-
VIOTIKAG Emitpornng (ZE) Tou MME apou mpwta o Dopéag
Ymodoxnc UTTOBANEL YPaTTTWC £YYPAPO TIEPLYPAPNG EVOC
project mou emOupEi va avaAn@Bei w¢ HETAMTUXIAKA
£PYAOCIa. XTO OXETIKO £yypago mepINapavovTtal o Tithog
TOU project, 0 Xwpog UAoToinong, av eival apeiBouevo
1 Ox1, Kal To emMOupuNnTo amotéheopa. Tnv TeAkr emAoyn
TOU KATAAANAOTEPOU uTTOYN@IoU yla TNV avaAnyn Tou
project, Tnv €xet o Popéag Ymodoxng émeita and ouve-
VTELEN OAWV TwV evllagepopévwy (tumou Career Day).

H Ave€dptntn Epeuva - Independent Study 15 ECTS,
akolouBei Tn @hocogia ulomoinong Tou Thesis Project
Kl amoTeAEl pia épguva UIKPOTEPNG KAIHAKAG. Q¢ emi-
BAénwv tou Independent Study pmopei va opioBei pévo
Akadnuaiké MéNog Tou MeTantuylakou e Tnv éyypapn
€YKPION TNG ZuvToVIoTIKAG EmTtpornnc.

O1 emAoyég poitnong yla tnv oAokAfjpwon Tou MM
gival ol akdAouBbeC

A Emdoyn (90 ECTS):

- OKTW (8) paBnpata koppou Baputntac 7,5 ECTS éka-
oto (60 ECTS).

- Téooegpa (4) emhoync, Baputntac 7,5 ECTS ékaoto
(30 ECTS).

(60 ECTS+30 ECTS)

B EmAoyn (90 ECTS):

- OKTW (8) paBnpata koppou Baputntag 7,5 ECTS éka-
oto (60 ECTS).

- AVo poBnjpata (2) emAoync, Baputntag 7,5 ECTS
£ékaoTto (15 ECTS).

- Mia ave€dptntn épeuva (Independent Study) Bapu-
tntag 15 ECTS.

(60 ECTS+15 ECTS+15 ECTS)

I EmAoyn (90 ECTS):

- OkTw (8) pabrjpata koppoL Baputntag 7,5 ECTS éka-
oto (60 ECTS).

- Thesis Project Baputntag 30 ECTS (30 ECTS).

(60 ECTS+30 ECTS)

AVaAUTIKA TO TTPOYPAPA OTTIOUSWV €XEL WG EENG:

TETPAMHNIAIA METAMTYXIAKA MAGHMATA

8 CORE Courses (7,5 ECTS- 187,5 Wh) ékaoto [1 ECTS~
25Wh]

1. Fundamentals on Technology Enhanced Learning

2. Fundamentals of Augmented Reality

3. Immersive Software
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4. Security and privacy issues in Immersive Technologies
5. Cross-Platform Game Development

6. Immersive Systems loT

7. Fundamentals of Virtual Reality

8. Immersive Technologies for Business Intelligence

4 ELECTIVE Courses (7.5)

- Immersive Story Telling

- Immersive Experiences and Technologies

- Digital Innovative Industries and Media Marketing (Past Core course)
- Immersive Media Design Courses

Independent Study (15)

MSc Thesis Project (30)

1o Tetpdpnvo (30 ECTS)
YTTOXPEWTIKA pabrjpata

‘O\a ta pabrjpata tou MM gival IcodUvapa Kal avTioTolXouv o€ entd Kal ion (7,5 ECTS) motwTikég povadeg o

KaBéva.

a/a Course Title ECTS
IMTC1 Fundamentals on Technology Enhanced Learning 7,5
IMTC2 Fundamentals of Augmented Reality 7,5
IMTC3 Immersive Software 7,5
IMTC4 Security and privacy issues in Immersive Technologies 7,5

20 Tetpdapnvo (30 ECTS)
YToXpewTIKA pabrjpata

‘O\a ta padnuata tou MNMX gival iIcodUvapa Kal avTioToloUV o€ emTd Kat Wwion (7,5 ECTS) moTwTikéG povadeg To

KaBéva.

a/a Course Title ECTS
IMTC5 Cross-Platform Game Development 7,5
IMTC6 Immersive Systems loT 7,5
IMTC7 Fundamentals of Virtual Reality 7,5
IMTC8 Immersive Technologies for Business Intelligence 7,5

30 Tetpdunvo (30 ECTS)

Mabnuata EmAoyng

‘Oha ta pabrjpata Tou MNMX eival iIcodUvapa Kat avtioTtoloUv o€ emtd kat pion (7,5 ECTS) motwTikég povadeg To
KaBéva.

ao/a Course Title ECTS
IMTE1 Immersive Story Telling 7,5
IMTE2 Immersive Experiences and Technologies 7,5
IMTE3 Digital Innovative Industries and Media Marketing 7,5
IMTE4 Immersive Media Design Courses 7,5

'H ouvéuaopog 6o pabnudtwy emAoynig (15 ECTS) kat piag Avedptntng Epeuvag Independent Study, Baputntag

15 ECTS (15 ECTS+15 ECTS).
'H ekmévnon Metantuylakng Epyaciag - Thesis Project (30 ECTS).

ZNUEIWVETAL OTL TO TTPOYPAUMA 0TTOUSWV UMopEi va eumAouTi(eTal amo SpAoElg TUTIOU EMOTNOVIKWY CEUIVAPIWY,
OTIOU ETMOTHMOVEG TOU KahoUvTal amd 1o eEwTePIkd, uéAN AEM, epguvnTikoi QOPEIC, ETAIPIES, LETATITUXIAKOI QOITNTEC
Tou NMX mpoBAénetatl va mapouatdlouv eMKAIPOUG EMOTNUOVIKOUG/EPELVNTIKOUG TTIPOBANUATIONOUG OXETIKA HE
To avTikeipevo Tou NMME. To Zepvdplo amookorei ISlaitepa oTnV MpowOnon Tou akadnuaikou Staloyou péoa ano
SlaAE€eLC Kal eMOTNUOVIKEG NEPIdEC Tou Ba dnuloupyolv TI¢ TPoUnmoBEoelg yia Tnv évia&n Kal CUPPETOXH TwV

METATITUXIOKWY QOITNTWV/TPIWV OTNV aKadnuaikr Kowvotnta.
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>Tnv O€UATIK TOU EVTACOOVTAL TA TTAPAKATW AVTL-
Keipeva:

(a) n 61EBVAC eMOTNHOVIKA EMKAIPOTNTA (VEA SNpooI-
€0MATA, ATTOTEAECUATA EPEUVWY, VEEC ETTIOTNIONOYIKES
TIPOOEYYIOEILQ).

(Y) Kowwvikd {nTtrinata mou amoppéouv anod Tn Té-
XOUOA ETMKAIPOTNTA/EMOTNUOVIKH TTPO0SO0.

5.2 Metantuylakn epyacia (ME) Thesis Project (30
ECTS)

H Metantuxlakn epyacia (Thesis Project), amotelei to
EMOTEYAOUA TWV PETATITUXIAKWY CTIOUOWV TOU (OLTN-
TA Kal TNV anmédelén Twv YVWOoewV Kat SeEIOTHTWY TTOU
amokouloe and 1o NMZ.

H ME pmopei va gival pia BiAloypa@Ikn 1 EUMEIPIKA
EPELVNTIKA UENETN, ) AVATTTUEN KATTOLOG EQAPHOYAS/
AOYIOUIKOU N oTToia OUYKPOTE(Tal e BACN CUYKEKPIUEVO
€MOTNMOAOYIKO TTAAIC10, XPNOlUOTIOLEl SOKIUEG EPELVN-
TIKEG peBSSouc kal empPAEmeTal amo Siddokovta Tou
TIPOYPAUHATOG.

‘O\ec ot ME mapoucidlovtat Snuoota. Ot AeMTOUEPELES
ouvtaéng, mapdadoong, mapouciaong kat a&loAdynong
NG ME opiCovtal pe amégaon tnG ZUVToVIOTIKAG Emi-
TpOTNG (ZE).

H Metantuxlakn Epyaocia umootnpiletat dnuoacia
EVWTTIOV TPIPENOUC EEETAOTIKNAC EMTPOTING, TTOU 0pilel
n XuvtovioTtikn Emrtpomn (ZE) Tou MM kat otnv omnoia
OUPMETEXOLV O eMPBAEMWV Kat VO (2) AANoL KABNyNTEG.

5.2a Avefdptntn Epeuva (Independent Study) (15
ECTS)

H Ave€dptntn Epeuva (Independent Study) amotelei
pia pikpdtepng KAipakag Thesis Project, n omoia amooko-
miei 0tn o€ Paboc e€e1dikevon Twv yvwoewv Kat 6e€loTr-
TWV VoG @ottnTA Tou NMMZ 0€ CUYKEKPIUEVN EPELVNTIKNA
mepLoxA.

H Ave&aptntn Epguva umopei va sivat pia BiAioypai-
KA 1 EUTTEIPIKA EPEVVNTIKA UEAETN, ) AVATITUEN KATTOLAG
€pappoyng/AoylopikoU n omoia cuyKpoTeital pe Bdon
OUYKEKPIUEVO ETTIOTNOAOYIKO TIAQIGLO, XPNOIMOTIOLE
SOKIUEC EPELVNTIKEC PeBOSOUC Kal emPBAEneTal amd Ot
SdokovTta Tou TTPOYPAUUATOC.

H Ave€aptntn Epguva ouvodevetal amo ypamntd Kei-
Jevo.

Ot \entopépeleg ouvtaéng, mapdadoong, mapouasiacng
kat alohéynong tng ME opifovtal pe anogaocn g Zu-
vToVIOTIKAG EmtporAg (ZE).

5.3. MapakoAouBnon pabnuatwv

(0) Oha ta MaBnpata mpoUmoB£TouV Tn OTEVH CUVEP-
YOOi0 TWV HETATTTUXIAKWY QOITNTWV UE Tov SiddokovTan
omoia Stao@ahiCetal pe tn xprion Et8ikA¢ EKmatSeuTiKng
M\ateopuag HAektpovikric Mdbnong (tumou Moodle).
AvaAOYwE Tou eKTTAISEUTIKOU OEVApIioU TNG EVOTNTAG
oA KAl TwV EKTAISEUTIKWV avaykwy, duvatal va Yivel
XpNon texvoloylwv TnAedlaokéPewy (Tumou Zoom)
video on demand.

(B) HmapakoAoBnon Tou EmotnuovikoL Zepivapiou
€lval UTTOXPEWTIKN 1 TIPOALPETIKK Y10 TOUG POITNTEG TTOU
eivat eyyeypappévol oto MM kat opiletal amé Tov 5164-
OKOVTA 0 OTI0I0¢ gival UTTELBUVOC YIa TNV OPYAVWOT] TOU,
yla TNV KATdpTIoN TOU TTPOYPAUHATOC TWV OUIANTWY KAl

yla TIG aKadNUAIKEG UTTOXPEWOELG TWV EYYEYPAUUEVWY
@oltnTwy KAbwg kat Tnv afloAdéynon autwv. & KAOs
nepintwon, anaiteital n cVpPwvn yvwun TN 2E. To
TPOYPAUUA Oepivapiwy Ba mpémel va katatiBetal otnv
3E éva priva mpiv tnv évapén tou NMMZ.

5.4 A§loAoynon @oltnTwv

H a&loAdynon tng emidoong Tou @oltnTr yivetatl Ye
AKEPALOUG Kal MIooUE BaBuoug otnv KAipaka 0 (undév)
£€w¢ 10 (6éka). Ot BaBuoi amd 5 (mévte) éwg 10 (§éka)
Bewpeital 6TL KAAUTITOUV TIG ATTAUTACELG TOU Hadnua-
T0C. BaBuog xapnAotepog tou 5 (mévte) onuaivel 6Tt o
@oITNTAG uUTTOXPEOUTAlL EiTE VA eMavAAdPel To avTioTolxo
paBnua r va emAé€el AMo otn Béon Tou (o€ mepimtwon
padnpatog emAoyng).

>1n Seltepn MePIMTWON TO PABNA OTO OTTOIO ATIETUXE
Slaypdpetat amd Tov @AKENS Tou.

Emiong, n ME kain Ave€aptntn Epeuva, pnopei va Bab-
poloynBoulv amd tov EmPBAémovta i kal tnv Emtporn
A&loAoynong otny idla KAipaka Je aképala ) pion po-
vdada. O péooc 6poc Babuoloyiag mou mpokUmTel dla-
HOPPWVETAL O€ ApIOUS TTOU UTTOPEL VA TIEPIEXEL UEXPL KA
Svo Sekadikd Yneoia.

5.5 BaBuog Metamtuylakou Aimwpatog Eidikevong
(MAE)

O BaBuog tou MAE umoloyiletal wg akoAouBwc: O
Babuoc evog ekdotou Twv Mabnudtwy Kat OgUATwy Tou
TTAPAKOAOUONTE EMTUXWE O POITNTAS 0TA 6VO £TN GTTOU-
Swv Tov, KaBwc Kat o Babuog tng ME moAamiactdletal
€ ToV aplOUo TWV MOTWTIKWY HovASWY TTOU TOU avTl-
oTtolyouv Katd To Mpodypappa Zmoudwv. To dBpoioua
TWV EMPUEPOUC YIVOoUEVWY SlalpEiTal e TO CUVOAO TwV
ECTS (90) kat e€dyetal o BaBuog Aimwpatoc, o omoiog
pmopei va mmepiéxel péxpt kat Suo dekadikd Yneia.

O Babuog MAE amo 8.50 kat dvw xapaktnpiletal wg
«AploTar.

O BaBudg MAE amd 6.50 éwg 8.49 xapaktnpiletal wg
«Niav KaAwey.

O BaBudg MAE amd 5.00 éwc 6.49 xapaktnpiletal wg
«KaAwe».

5.6 Mapdtaon Kal avaoToAr Qoitnong

MeTanTuxlakog/fy @ortnNTAC/TPLa TTou AOYw ONUAVTI-
KoU KwAUuatog Sev Suvartal va mapakoAouBroel Ta pa-
Onuata tou MNpoypdupaTog PmopEi Le aitnor Tou TTPog
v ZE va {ntoel ddsla avaoTtoAig TNG Yoitnong Tou
yla éva e€Anvo Kal avtioTolyn mapdTacn Twv omoudwv
Tou. AvaoToAn @oitnong pmopei va §0Bei to oAU yia dUo
e€dunva, ouvexopeva A un.

Opoiwg peTd amd TeKPNPlWHEVN aitnon @oitnTA N
QOITATPIAC TTOU TIPOCUTIOYPAPETAl ard Tov EmPBAémo-
vta umopei va §o0ei mapdtaon evog e€aurjvou yia Tn
oupminpwon tng ME. H mapdtaon pmopsi va avavewBei
yla éva akopn e€dunvo.

Metd tnv cuumAnpwon SU0o NUEPOAOYIAKWY ETWV ATTO
TNV MPWTN Eyypa®r TOU/TNG QoITNTH/TPLAG (TTAPOUG
poitnong) mou eV €XEl CUUMANPWOEL TIG AKASNUAIKEG
TOU UTTOXPEWOEILG Kal Sev €xel amo@oltrioel amd to MM
Slaypagetal peta amo amogpaon tng ZE.
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5.7 M’\wooa Aidaokahiag

AyyAikn Mwooa.

5.8 AidakTIKN Kal Epguvntikn AmaoxoAnon twv Meta-
TITUXLOKWV POITNTWV

O Metantuylakoi Qortntég Oa pmopouy, LoTtepa amod
amé@aon NS Xuvéleuong EdIkng Z0vBeong Tou Tun-
HOTOG Kal TNG ZUVTOVIOTIKAG EMITPOmNAG, va emkoupolv
KaBnyntéc Tou TUNMOTOC OE POVTIOTNPIAKEC AOKNOEIC
r/kat epyaotripla tou lMpomntuyiakou MNpoypdupatog
>moudwy, KaBWE KAl VA CUPPETEXOUV OE EPELVNTIKA
£PY0 KAL TTPOYPAMMATA, OXETIKA E TO ETMOTNOVIKO TOUG
QVTIKEIUEVO.

5.9 Evapén kal katabeon altoswv

H évap&n tou mpoypdupatog Ba mpayuatomolEital Tnv
1n OktwpRpiou KABE NUEPONOYIOKOU £TOUC, EVW N KATA-
Beon artogwv Ba yiveTtal péxpl TNV nuEpopnvia mou Ha
amo@acilel n XE tou NMMX.

H katdBeon aitrioewv Twv Ave€dptnTwy ZmoudaoTwyv
pmopei va yivetal kad’ 6An Tn S1dpKela TOU NUEPOAOYI-
aKoU £Toug péxpl VO unveg Tipiv TNV évapér} Tou KABe
Tetpapnvou.

6. ApIOUOG TWV PETATITUXIOKWY OITNTWVY, ot SuvaTo-
TNTEG KAl Ol AVAYKEG TOU TUAUATOG O€ TIPOOWTTIKO Kal
UVANIKOTEXVIKH UTTOOOUN Y1 TNV armpOoKOoTTN AglToupyia
Tou MM

6.1 ApIOUOC TWV PETATITUXIOKWY POITNTWV

O apl1Buo¢ orTNTWY avd £€T0¢ 0TO TTPOYPAUUA opileTal
o€ €kato (100) w¢ TPOC TO AVWTATO OPLO TOU.

AnatrtoUpeva AlkalohoynTikda

- Aftnon.

- Bloypa@iko Znpeiwpa.

- AVO (2) ZuoTtaTikéC EMOTOAEC.

- Akadnuaikoi TitAol (Mtuxia, Tuxov e€elbIKEVOEIC
K.ATL).

H emoyn twv unmoPn@iwv yivetal uetd amod a§loAoyn-
on Tou @akéAou umoPneLéTNTag amd v XE yia 1o €dv
olumoPn@lol £xouv 6Aa Ta amaltoupeva SikalohoynTikd
WOTE VO OUVEXIoOUV O€ TTEpAITEPW afloAoynon. ENAITEIG
@akelol Ba amoppintoval.

Ot pelg pakelot ummoPn@lotnTag Ba aflodoyouvtal
pe Baon:

1. Akadnpaikd/epeuvnTikd KpLTrpla.

2. Tuxov EmayyeApatikd kpttrpla.

6.2 Ot SuvaTOTNTECG KAl Ol AVAYKEC TOU TUAUATOC O€
TIPOOWTTIKS KAl UMKOTEXVIKT uTodoun

To Mpoypaupa Metanmtuxlakwy Xmoudwv Ba Aertoup-
YNOEL OTIC EYKATACTACELG TOL Turpatog MANPOQOPIKAG
Tou AIMAE, pe Tnv unmapyouoa umodour} otnv omoia Te-
pthappavetat eEomAiopdg VYNNG TEXVOAOYIAC.

7. Xpovikn Siapkela Aeitoupyiag Tou NMME, avaAuTiko
KOOTOG TNG AVayKaiog UAIKOTEXVIKAG UTTOSOUNG Kat Ael-
Toupyiag, mnyéc xpnpatodOTnong Tou

7.1 Xpovikn Sidpkela Aertoupyiag tou MM

To MMZ Ba Aeitoupynoel and Tnv évapén Tou Kal yia
Ta EMOPEVA OKTW akadnuaikd £Tn. Metd tn AREN Tng me-
p1odou autnc, Ba alohoynBei n SuvatotnTa cLVEXIONG
NG A&rToupyiag Tou COPPWVA UE TIC TIPOPBAETOUEVEC
Slatdéelc.

7.2 K60T0G TNG avaykaiag UNIKOTEXVIKAG UTTOSOUNG Kal
Aertoupyiacg (etrolo)

To €Tn010 KOOTOC AetToupyiag Tou MM (MAjpou¢ Kat
MEPIKAC POITNONC) Yl TOV EVOEIKTIKO aptBud ekatd (100)
omoudaoTwv unoloyiletal o€ 400.000 eupw Kal KATAVE-
METAl WG €ENG:

A/A | KATHTOPIA AAMANHX (ozgfp/;\ob)
1 Kéotoc Ekmaidevong 168.000
2 | KooTtog BonBwv Kabnyntwv 6.000
3 | Mpappatelakn Ymoothpién 1 10.000
3 | Ipappatelakn Ymootipién 2 10.000
4 | Texvikn Ymootnptén 1 9.000
5 | Texvikn Ymootrpién 2 9.000
6 | Méhog 1 MMX 6.000
7 | Méhog 2 MMX 6.000
8 | Méhog3 MM 3.000
9 | Méhog4 MM 3.000
10 | AleuBuvtnc Msc 14.000
11 | MeTaKIVAOELG 6.000
12 | MpofoAn 6.000
13 | E€omAiopog 15.000
14 I/E\é)c;zg\'xlgﬁ/:o);woma 2uvtipnon 9.000

Mepikd Z0volo (70%) 280.000
Eppeoeg Aamaveg (30%) 120.000
YYNOAO 400.000

To kboTo¢ avd @oitnTr Tou NTMX avépyeTtal 0To TOGO
Twv 4.000 eupw ave€dpTnTa A0 TO CEVAPIO POITNONG
(full time, part time).

‘Eva turiua Mabnuatog 1o ommoio CUYKEVTPWVEL TTAEOV
TwV €ik00L TEOOAPWV (24) ortnTwy duvaTtal va armacyo-
Aei mpboBeTo FonONTIKO SISAKTIKO TTPOCWTTIKO.

Oa pmopei va UTTAPXEL MEPIUVA EKTITWOEWVY O€ E181-
KEC Katnyopiec omoudaotwv (m.x. AMEA, moAUTtekvouc,
opadeg ekmaldevopévwy Tou amacyolouvtal otny idla
EMIXEIPNON K.ATTL).

Ta mapamdavw mood gival Suvatoév va Tpomomnoinbouv
ME amo@aon TnNE ZUvENeLONG Tou TUAMATOG, ETIEITA ATTO
OXETIKNA €101yNON TNG ZUVTOVIOTIKAG Emitpomig tou MM
(BN\. ApBpo0 9).

7.3 Mnyé¢ xpnuatodotnong tou MM

To ko6oTOoG Aertoupyiag Tou NMMI Ba kaAuvBei amo
SidakTpa Kal xopnyieg META amd CUUPWVN YVWHN TNG
Juvélevonc Tou Tunuatog. Emiong mépol avapéveral va
TIPOKUTITOUV KAl OTTO TNV EKTEAECN EPELVNTIKWYV TIPO-
YPAUMATWY, TNV avAmnTtuén, mapaywyn kat aflomoinon
ekmaldeuTIKoU UAIKOU ota mAaiota Tou MNMME, mapoxéc,
Swpeéc kal KAnpodotruata.

8. Zuvéhevuon Edikng 2uvBeonc (XEX)

AnaprtiCetat amo tov NMpoedpo tou Tunuatog MAnpo-
POPIKNG, Toug Kabnyntég Tng Zuvéleuong Tou TURATOG
Kat SUo (2) peTanTuXIaKoUg @oltnTéC Tou MM,
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9. uvtovioTikn Emrponn (ZE) tou MM

Eivai apuodia yia tnv mapakoAouBnon Kal To GUVTovI-
oo tou MM amoteleitat améd mévte (5) péAn kat opietal
amd tn Zuvéleuon Tou TUAUATOC.

Q¢ Mpodedpoc Tne ZE opiletal o AleuBuvtic Tou NMME.

10 Méloc: Aertoupyei wg Avaminpwtng AleuBuvTrig
Tou NMZ kat avtikaBiotd tov AleuBuvtr tou MM oe
TEPIMTWOELG TTOU 0 AleuBuvTH Sev gival Slabéoipog, €1-
onYEeital OUIANTEC, CEUIVAPLA K.ATT., GUVTOVI(El TOUC E€W-
TEPIKOUC AKadnuaikol¢ Xuvepydteg Tou MM

20 Méhoc: Aeltoupyei w¢ ZuvtovioTn¢ Twv Eupwma-
kwv Etaipiwv mou cuvepydlovtal kat TAAICIWVOUV TO
MMZX opyavwvovtag mapdAnAa TI NUEPES KAPLEPAG
(Career Days), avalntd VEEG CUVEPYELEG KAL TTOPOUG XPN-
patoddétnong tou NMMVE.

30 Méhog: Eival umreBuvo yia dpdoelg diaxuong tou
MMZ, Staywviopouc, pooAr K.AT. Kal cuvepydletal
HE T0 20 MéNog yia Tnv opydvwon twv Career Days tou
nMx.

40 Méhoc: Eivat ureubuvo yla To CUVTOVIOUO TWV EPEV-
vNTIkWv §pdoewv Tou NMMZ, ayopdc kat S1absong e€omAl-
OOV, cuvTtovioud Kal mapakohovBnon twv Independent
Study.

10. AlevBuvTri¢ Tou MMX

O AtevBuvTrig Tou NMMX €xel TN SIOIKNTIKN HEPIUVA TOU
MMZ kat TNV euBUVN TN ATTOTEAECUATIKAG EQPAPOYNS
Tou Mpoypdupatog yia Tpia Xpovia ye Suvatotnta ema-
VEKAOYNC.

Elonyeitat otn ZuvtovioTtiki Emtpomnn kal otn Zuvé-
Aevon Eid1kng Z0vBeong Tou Turuatog kabe Bépa mou
aPOPA TNV ATTOTEAECUATIKN €Qapuoyr Tou MM,

Mpoedpevel tng XE.

11. Emotnpovikn ZupBouleutiki Emtpornn) (EXE)

H KpITIKrj amoTiunon Kat oplof£tnon Twv KateuBuv-
ogwv Tou MMMX Ba yivel amo TpIeAr) CUUBOUAEUTIKN ETTI-
TPOTIH, ATOTEAOUMEVN aTTd SIAKEKPIUEVOUC ETIIOTHIOVEG
oluPEwWVAa He TIC S1EBVEIC TTPAKTIKEC KAl TIC AVAYKECG TNG
€EMNVIKAC OIKOVOUIAG Kat Kolvwviag. Méoa oTi¢ appodi-
o0tnTeC TNG EXE eival kat n xdpa&n oTpatnykwy Epeuvag
kat Stdaokaliag Kabw¢ kat n mpocoBrkn i/kat agaipeon
OUYKEKPIMEVWY HaBnuatwv. O oplopoC TNG EMITPOTING
AUTAC YiveTal amo Ta HéAN TNS ZUVTOVIOTIKAG EmTporic
Tou [MMX.

12. Tpappateia MNpoypdupatog

Oa mpooAn@Bouv yia TN YPAUMATEIOKE] aTacXoAnon
oto MMZ, mrtuxlovuyot AEl, pe dptotn yvwon H/Y, urinpe-

olwv Internet kat mtuyio y\wooopdBetag AyyAkni ¢ yYAwo-
oac (emmédou Proficiency i ouva@éc), e amodedelyuévn
avaloyn gpyactokn eumelpia.

13. Texviko MNpoowmikd

Q¢ texvikoi Tou MM Ba mpooAn@Bouv mtuxlouxol AEI
pe amodedelypévn EMAYYEAUATIKN TIEVTAETH EUMEIPiQ
0ToU¢ akdAouBou¢ ToEC:

- Web development kat n@lomoinon vAiko.

- Alaxeipion server kat Learning Management Systems
(tumou Moodle 1} avdloyng TMAATQOPUAC).

- Aiktua kat service H/Y.

- HAektpovikd kat Zuotiuata TnAeSiaokepng.

14. Kpitiipla €mMAOYAG METATITUXIOKWY QOITNTWV

- BaBuoloyia: Yuvektipnon tou Babuou mtuyiou,
¢ Babuoloyiag ota mpomTuxIaKA pabruata mou &i-
Val OXETIKA e Ta padrpata tou MM kat Tou Fabuou
SimMAwHATIKNG epyaciag (6mmou autr poBAEmeTal oTo
TIPOTITUXLOKO emimedo.

-MwoooudBela: H motomoinuévn amno mionpoug go-
PEIC YyVWon TS ayyAIKN ¢ YAwooag, OTwe TPOKUTITEL Ao
TNV Katoxn evog amo ta e€\g mtuyia: (a) ENAnvikd Mtuyio

MwoooudBelac yia tnv AyyAiki Nwooa emmédou
TouAdxloTov B2 1) dA\o 1coduvapo, (B) IELTS, pe ehdxi-
o710 abuod 6,5 mou va €xel amokTnOEi 0TO NUEPOAOYIAKO
£TOC LEXPL TEOTEPA XPOVIA TIPLV ATTO TN dnuocisuon g
nipoknpuéng, (y) TOEFL, pe eAaxioto Babud 180, mou va
€X€l amoKTNOEI 0TO NUEPONOYIOKO ETOG UEXPL TECOEPQA
Xpovia Tipv amo tn Snuocieuon Tng MPoKApLENG Kal
(6) mtuyio amd AyyAogwvo Mavemotnpio n mtuyio Ay-
YAIKNG @ihooyiag, (€) emdpkela ayyAKAG YAWooag Tou
Xopnyel To kKévtpo EEvwv YAwoowv tou AIMAE.

- JUVEKTIUNON TNG EPEVVNTIKAG KAL ETTAYYEAUATIKNAG
eumelpiag Twv umoYn@iwv.

15. Aibaokovtec oto [TMX

X1 S16a0KaAia TWV PETATTTUXIOKWY padnudtwv duva-
TOL VO CUMUETEXOUVV EKTOG amod HEAN AENM Tou TuAuatog
MANPOQPOPIKNAC Kal UEAN AAAWV TUNUATWVY Tou AIMAE A
MENN AEM mavemotnuiwy Tng nuedanmg kat t¢ aloda-
TG, KABWE Kal AAEC KaTnyopieg S1600KOVTWY CUMPWVA
pe Ti¢ Sratdgelc Tou apBpou 5 Tou v 3685/2008 (A’ 148)
Kal Tou v. 4009/2011.

H d16aokalia Twv pabnudtwy Kal Twv AoKNCEWY 0TO
MMZ, avatiBetat amé tn ZuvtovioTtikr Emtpornr tou MMX
Je amd@act| TG, VOTEPA ATIO EI0K)YNON TNG ZUVEAELONG
TWV HeEAwV AEM Tou Turuatoc. Ta péin AEM Sev emtpé-
TIETAL VA ATTA0XO0AOUVTAL ATTOKAELOTIKA pHOvo oTto MME.



55274 EQHMEPIAA THX KYBEPNHZEQX Tevyog B'4976/11.11.2020

16. Neprypdupata Madnudtwv (MAPAPTHMA)

MSc in Immersive Technologies- Innovation in Education, Training and Game
Design (IMT)
1% Semester
CORE COURSES

| IMTC1: Fundamentals on Technology Enhanced Learning
COURSE OUTLINE

(1) GENERAL

SCHOOL | School of Sciences

ACADEMIC UNIT | Department of Computer Science

LEVEL OF STUDIES | Postgraduate, MSc on Immersive Technologies

COURSE CODE SEMESTER | 1**

IMTC1: Fundamentals on Technology Enhanced
Learning

COURSE TITLE

INDEPENDENT TEACHING ACTIVITIES

if credits are awarded for separate components of the WEEKLY
course, e.qg. lectures, laboratory exercises, etc. If the credits TEACHING CREDITS
are awarded for the whole of the course, give the weekly HOURS

teaching hours and the total credits

Lectures 2

Tutorial Exercises 2

Individual or group project work 6
Total 7.5

Add rows if necessary. The organisation of teaching and the
teaching methods used are described in detail at (d).

COURSE TYPE | No special background or general knowledge is needed

general background,

special background, specialised
general knowledge, skills
development

PREREQUISITE COURSES: | None

LANGUAGE OF INSTRUCTION | English
and EXAMINATIONS:
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IS THE COURSE OFFERED TO | No
ERASMUS STUDENTS

COURSE WEBSITE (URL)

(2) LEARNING OUTCOMES
Learning outcomes

The course learning outcomes, specific knowledge, skills and competences of an appropriate
level, which the students will acquire with the successful completion of the course are
described.

Consult Appendix A

e Description of the level of learning outcomes for each qualifications cycle, according to
the Qualifications Framework of the European Higher Education Area
e Descriptors for Levels 6, 7 & 8 of the European Qualifications Framework for Lifelong
Learning and Appendix B
e Guidelines for writing Learning Outcomes
The course is designed as an easy way to introduce undergraduate students to theory,

methods and techniques of technology enhanced learning. Technology enhanced learning is
necessary for any online teaching or learning activity. Topics covered include basic concepts
of technology enhanced learning and educational technologies, including online learning
concepts, learning theories, information systems for learning and teaching and some
enhanced topics.

Upon successful completion of the course the student will be able to:

e Describe concepts related to theory, methods and techniques used in technology
enhanced learning.

e Understand different learning theories and methods regarding how online teaching
and learning can occur.

¢ |dentify different kind of educational technologies and how they can be used.

e Develop concepts for online learning and teaching scenarios

¢ Understand basic concepts of instructional design and how to use it

e |nvestigate with goal to find relevant material in the international literature, writing a
scientific report, planning a project, working collectively and to solve related problems.

General Competences

Taking into consideration the general competences that the degree-holder must acquire (as
these appear in the Diploma Supplement and appear below), at which of the following does
the course aim?

Search for, analysis and synthesis of data  Project planning and management

and information, with the use of the
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necessary technology Respect for difference and multiculturalism
Adapting to new situations Respect for the natural environment
Decision-making Showing social, professional and ethical

responsibility and sensitivity to gender issues
Working independently

Criticism and self-criticism
Team work

Production of free, creative and inductive

Working in an international environment thinking

Working in an interdisciplinary

environment

Production of new research ideas

Search for information

Working independently

Team work

Project planning and management

Production of new research ideas

(3) SYLLABUS
The taught modules concerning:

Introductory Concepts

Basic Concepts in technology enhanced learning

History of Online Education

Learning theories

Information systems for teaching and learning

Multimedia Theory

Microlearning — learning objects (videos)

Open Educational Resources

. Research methodologies / research design in the field of technology enhanced learning
10.Future of educational technologies

(4) TEACHING and LEARNING METHODS - EVALUATION

DELIVERY Distance Learning

Face-to-face, Distance learning,

©EONDU A WNE

etc.

USE OF INFORMATION AND Online-presentation with the help of slides, Website of
COMMUNICATIONS the course with supporting and auxiliary material,
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TECHNOLOGY

students

Use of ICT in teaching, laboratory
education, communication with

Contact by e-mail / discussion forum. In Seminars,

implementation of learning and teaching concepts for
using technology in education.

Description of the evaluation
procedure

of evaluation, summative or
conclusive, multiple choice
questionnaires, short-answer

work, clinical examination of

Language of evaluation, methods

questions, open-ended questions,
problem solving, written work,
essay/report, oral examination,
public presentation, laboratory

patient, art interpretation, other

TEACHING METHODS Activity Semester workload
The manner and methods of Lectures 26x2=52
teaching are described in detail.
Tutorial Exercices: 26x2=52
Lectures, seminars, laboratory Selected exercises are
practice, fieldwork, study and solved concerning
analysis of bibliography, tutorials, different topics in
placements, clinical practice, art technology enhanced
workshop, interactive teaching, learning.
educational visits, project, essay Implementation of
writing, artistic creativity, etc. methodologies and
concepts of how to use
technologies for
The student's study hours for each | | €ducation.
learning activity are q/ven as well individual or team 22
as the hours of non-directed study .
) o project
according to the principles of the
ECTS Individual Study 41.5
Course total 187.5
STUDENT PERFORMANCE
EVALUATION

Final mark is calculated based on the following:

e (20%) High-quality contributions to the

Discussions

e (80%) Written essays-reports/ Individual or
Group Projects (or any combination)
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Specifically-defined evaluation
criteria are given, and if and
where they are accessible to
students.

(5) ATTACHED BIBLIOGRAPHY
- Suggested bibliography:

- Related academic journals:

e Licklider, J. C. R. & Talyor, R. W. (1968). The Computer as a Communication Device. In:
Science and Technology, 76, 21-44.

e Anderson, L.W. & Krathwohl, D.R. (2001). A taxonomy for learning, teaching, and
assess-ment. A revision of Bloom's taxonomy of educational outcomes. New York:
Longman

e Branch, R.M. (2009). Instructional design: The ADDIE approach. New York: Springer.

e Salmon, G. (2002). E-tivities. Der Schlissel zu aktivem Online-Lernen. Zirich: Orell
Fissli.

e British Journal of Educational Technology

e Computers and Education

e The International Review of Research in Open and Distributed Learning

‘ IMTC2: Fundamentals of Augmented Reality
COURSE OUTLINE

(1) GENERAL

SCHOOL | School of Sciences

ACADEMIC UNIT | Department of Computer Science

LEVEL OF STUDIES | Postgraduate, MSc on Immersive Technologies

COURSE CODE SEMESTER | 1%

COURSE TITLE | IMTC2: Fundamentals of Augmented Reality

INDEPENDENT TEACHING ACTIVITIES

if credits are awarded for separate components of the WEEKLY
course, e.qg. lectures, laboratory exercises, etc. If the credits TEACHING CREDITS
are awarded for the whole of the course, give the weekly HOURS

teaching hours and the total credits

Lectures 2
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Tutorial Exercises 2
Individual or group project work 6
Total 7.5

Add rows if necessary. The organisation of teaching and the
teaching methods used are described in detail at (d).

COURSE TYPE | Specialised general knowledge,

general background, | Skills development

special background, specialised
general knowledge, skills
development

PREREQUISITE COURSES: | None

LANGUAGE OF INSTRUCTION | English
and EXAMINATIONS:

IS THE COURSE OFFERED TO | No
ERASMUS STUDENTS

COURSE WEBSITE (URL)

(2) LEARNING OUTCOMES
Learning outcomes

The course learning outcomes, specific knowledge, skills and competences of an appropriate
level, which the students will acquire with the successful completion of the course are
described.

Consult Appendix A

e Description of the level of learning outcomes for each qualifications cycle, according to
the Qualifications Framework of the European Higher Education Area
e Descriptors for Levels 6, 7 & 8 of the European Qualifications Framework for Lifelong
Learning and Appendix B
e Guidelines for writing Learning Outcomes
This course presents an introduction to Augmented Reality, with emphasis on designing and

developing Augmented Reality applications. The course covers Spatial Computing, Human
Computer Interaction, Perception, Design Thinking, and Application Development. As part
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of the course, students will be tasked with designing, developing, and evaluating their own

Augmented Reality application.

Upon successful completion of the course the student will be able to:

Demonstrate knowledge and understand: State the conceptual origins, advantages,
and disadvantages of various methods used for solving problems for the given
application domain of Augmented Reality. The core topics include:

o 3D content acquisition and handling including 3D modelling, photogrammetry,

animation, mesh optimisation

o Object recognition using image targets and fiducial markers

o Environment mapping and spatial understanding

o AR-specific interaction such as methods gaze, voice, gestures

Brainstorm, review, and select use cases and match them to the range of AR toolkits
and platforms available

Develop iteratively, and in a team, an application utilising AR toolkits and platforms
Apply AR-specific User-Centred Design and Software Engineering approaches

Based on the knowledge and skills acquired they should be able to (Key Competences):

Present technical work, a use case and project progress, either verbally or in written
reports

Enact a variety of roles in a technical project team, as determined by the requirements
of agile project management approaches

Plan projects and meet milestones

General Competences

Taking into consideration the general competences that the degree-holder must acquire (as

these appear in the Diploma Supplement and appear below), at which of the following does

the course aim?

Search for, analysis and synthesis of data  Project planning and management
and information, with the use of the

necessary technology
Adapting to new situations

Decision-making

Respect for difference and multiculturalism
Respect for the natural environment

Showing social, professional and ethical
responsibility and sensitivity to gender issues

Working independently

Criticism and self-criticism

Team work

Production of free, creative and inductive

Working in an international environment  thinking

Working in an interdisciplinary ..
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environment Others...

Production of new research ideas ...

Search for, analysis and synthesis of data and information, with the use of the necessary
technology

Working independently

Team work

Working in an interdisciplinary environment
Production of new research ideas

Project planning and management

(3) SYLLABUS
The taught modules concerning:

e lectures:
Introduction to AR
Unity Basics
HCI methodologies (Evaluation, Design Thinking)
Perception
Software Engineering
History of AR
Technology Overview
Geometric Algebra
. Storytelling with AR

10 Design Inspiration

11.Careers in AR

12.Research Directions
e Workshops:
Modelling AR Ul/UX
Markers
Gaze
3D modelling
Gesture
Voice
3D scanning and animation

8. Spatial Understanding

(4) TEACHING and LEARNING METHODS - EVALUATION
DELIVERY Distance Learning

Face-to-face, Distance learning,

WO NOULAWNE

NoukwnNe

etc.

USE OF INFORMATION AND Presentation with the help of slides, Website of the
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COMMUNICATIONS course with supporting and auxiliary material, Contact
TECHNOLOGY by e-mail. In Seminars, implementation of
Use of ICT in teaching, laboratory | methodologies and algorithms in real problems in
education, communication with Unity 3D.
students
TEACHING METHODS Semester
Activity
workload

The manner and methods of
teaching are described in detail. Lectures 26x2=52
Lectures, seminars, laboratory Tutorial Exercises 26x2=52
practice, fieldwork, study and
analysis of bibliography, tutorials, Individual or team project 52
placements, clinical practice, art Feedback will be given as
workshop, interactive teaching, students attempt practical
edt.Jc.ational. vi'sits, pr(.)jc.ect, essay problems. The project builds on
writing, artistic creativity, etc. the knowledge from the

lectures and workshops, and

the feedback given during
The student's study hours for each | | classes will inform the student
learning activity are given as well in their attempts on the final
as the hours of non-directed study project.
according to the principles of the
ECTS

To provide formative feedback,

students will be asked to

present their project ideas

(proposal elevator pitch), give

an interim progress report

(presentation), and demo.

Individual Study 315

Course total 187.5
STUDENT PERFORMANCE
EVALUATION
Description of the evaluation Final mark is calculated based on the following:
procedure

e (20%) High-quality contributions to the
Language of evaluation, methods Discussions

e (80%) Written essays-reports/ Individual or
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of evaluation, summative or Group Projects (or any combination)
conclusive, multiple choice
questionnaires, short-answer
questions, open-ended questions,
problem solving, written work,
essay/report, oral examination,
public presentation, laboratory
work, clinical examination of
patient, art interpretation, other

Specifically-defined evaluation
criteria are given, and if and
where they are accessible to
students.

(5) ATTACHED BIBLIOGRAPHY
- Suggested bibliography:

- Related academic journals:

¢ The Open Augmented Reality Teaching Book - A foundation and good practices
http://codereality.net/the-open-augmented-reality-teaching-book/

e Speicher, Hall, Nebeling (2019): What is Mixed Reality?, In: CHI 2019, May 4-9, 2019,
Glasgow, Scotland, UK

¢ Augmented Reality: Principles and Practice. Tobias Hollerer, Dieter Schmalstieg.

¢ Handbook of Augmented Reality. Furht, B.

¢ Understanding Augmented Reality. Concepts and Applications. Alan Craig.

e |SMAR - The IEEE International Symposium on Mixed and Augmented Reality

‘ IMTC3: Immersive Software
COURSE OUTLINE

(1) GENERAL

SCHOOL | School of Sciences

ACADEMIC UNIT | Department of Computer Science

LEVEL OF STUDIES | Postgraduate, MSc on Immersive Technologies

COURSE CODE SEMESTER | 1

COURSE TITLE | IMTC3: Immersive Software
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INDEPENDENT TEACHING ACTIVITIES
if credits are awarded for separate components of the WEEKLY
course, e.g. lectures, laboratory exercises, etc. If the credits TEACHING CREDITS
are awarded for the whole of the course, give the weekly HOURS
teaching hours and the total credits
Lectures 2
Tutorial Exercises 2
Individual or group project work 6
Total 7.5
Add rows if necessary. The organisation of teaching and the
teaching methods used are described in detail at (d).

COURSE TYPE

general background,

special background, specialised
general knowledge, skills
development

Specialised general knowledge

Skills development

PREREQUISITE COURSES:

None

LANGUAGE OF INSTRUCTION
and EXAMINATIONS:

English

IS THE COURSE OFFERED TO
ERASMUS STUDENTS

No

COURSE WEBSITE (URL)

(2) LEARNING OUTCOMES

Learning outcomes

The course learning outcomes, specific knowledge, skills and competences of an appropriate
level, which the students will acquire with the successful completion of the course are

described.

Consult Appendix A

e Description of the level of learning outcomes for each qualifications cycle, according to
the Qualifications Framework of the European Higher Education Area
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e Descriptors for Levels 6, 7 & 8 of the European Qualifications Framework for Lifelong
Learning and Appendix B
e Guidelines for writing Learning Outcomes
Augmented Reality, Virtual Reality and Voice Interfaces, are redefining Digital Experiences

and reshape the way we engage with the world. The course is designed as an easy way to
introduce students to the basic tools necessary, in order to build immersive software. The
topics covered include basic concepts of Augmented Reality, Virtual Reality and Voice
Interfaces. These technologies combined can offer immersive digital experiences that can
be used in many fields, such as education, tourism, culture and industry.

Upon successful completion of the course students will be able to:

e Describe basic concepts of immersive software.

¢ |dentify and compare various technologies used in building immersive software.

e Design immersive software considering limitations of the environment.

e Bring together various innovative technologies in order to build digital experiences.
General Competences

Taking into consideration the general competences that the degree-holder must acquire (as
these appear in the Diploma Supplement and appear below), at which of the following does
the course aim?

Search for, analysis and synthesis of data  Project planning and management
and information, with the use of the

necessary technology Respect for difference and multiculturalism

Adapting to new situations Respect for the natural environment

.. . Showing social, professional and ethical
Decision-making
responsibility and sensitivity to gender issues

Working independently
Criticism and self-criticism

Team work
Production of free, creative and inductive

Working in an international environment  thinking

Working in an interdisciplinary ...
environment

Production of new research ideas

Search for, analysis and synthesis of data and information, with the use of the necessary
technology
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Working independently
Team work
Project planning and management

Production of new research ideas

(3) SYLLABUS
The content of the course includes:

Introductory concepts of Immersive Software
Applications of Immersive Software
Augmented Reality applications and usages
Building Augmented Reality applications
Virtual Reality applications and usages
Building Virtual Reality applications
Designing Voice User Interfaces (VUIs)
Building applications for Voice Assistants (Amazon Alexa)
Immersive Software Engineering Best Practices

10 Combining innovative technologies to build immersive digital experiences
(4) TEACHING and LEARNING METHODS - EVALUATION
DELIVERY Distance Learning

Face-to-face, Distance learning,

WoONOURAWN R

etc.

USE OF INFORMATION AND e Presentation with the help of slides.
COMMUNICATIONS e Website of the course with supporting and
TECHNOLOGY auxiliary material.

Use of ICT in teaching, laboratory | ® Contact by e-mail, or Skype.

education, communication with

students
TEACHING METHODS Activity Semester workload
The manner and methods of Lectures 26x2=52
teaching are described in detail.

Tutorial Exercises: 26x2=52
Lectures, seminars, laboratory Practical implementation
practice, fieldwork, study and of building immersive
analysis of bibliography, tutorials, software in various
placements, clinical practice, art programming
workshop, interactive teaching, environments.

educational visits, project, essay

writing, artistic creativity, etc.
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Individual or team 42
project
The student's study hours for each
learning activity are given as well Individual Study 41.5
as the hours of non-directed study
according to the principles of the Course total 187.5

ECTS

STUDENT PERFORMANCE
EVALUATION

Description of the evaluation
procedure

Language of evaluation, methods
of evaluation, summative or
conclusive, multiple choice
questionnaires, short-answer
questions, open-ended questions,
problem solving, written work,
essay/report, oral examination,
public presentation, laboratory
work, clinical examination of
patient, art interpretation, other

Specifically-defined evaluation
criteria are given, and if and
where they are accessible to
students.

Final mark is calculated based on the following:

e (20%) High-quality contributions to the

Discussions

e (80%) Written essays-reports/ Individual or
Group Projects (or any combination)

(5) ATTACHED BIBLIOGRAPHY

- Suggested bibliography:

- Related academic journals:

e Jonathan Linowes, “Augmented Reality for Developers: Build practical augmented

reality applications with Unity, ARCore, ARKit, and Vuforia”, Packt Publishing, 2017,
ISBN-10: 1787286436

Tony Parisi, “Learning Virtual Reality: Developing Immersive Experiences and
Applications for Desktop, Web, and Mobile”, 1st Edition, O'Reilly Media, 2015, ISBN-10:
9781491922835

Sam Williams, “Hands-On Chatbot Development with Alexa Skills and Amazon Lex:
Create custom conversational and voice interfaces for your Amazon Echo devices and
web platforms”, 1st Edition, Packt Publishing, 2018, ISBN-10: 1788993489
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e Augmented Reality Journal (Oxford Academic)
e Virtual Reality Journal (Springer)
¢ International Journal of Virtual and Augmented Reality (IGI Global)

| IMTCA4: Security and privacy issues in Immersive Technologies
COURSE OUTLINE

(1) GENERAL

SCHOOL | School of Sciences

ACADEMIC UNIT | Department of Computer Science

LEVEL OF STUDIES | Postgraduate, Msc on Immersive Technologies

COURSE CODE SEMESTER | 1

IMTC4: Security and privacy issues in Immersive
COURSE TITLE .
Technologies

INDEPENDENT TEACHING ACTIVITIES

if credits are awarded for separate components of the WEEKLY
course, e.g. lectures, laboratory exercises, etc. If the credits TEACHING CREDITS
are awarded for the whole of the course, give the weekly HOURS

teaching hours and the total credits

Lectures 2

Tutorial Exercises 2

Individual or group project work 6
Total 7.5

Add rows if necessary. The organisation of teaching and the
teaching methods used are described in detail at (d).

COURSE TYPE | Specialised general knowledge,

general background, | Skills development

special background, specialised
general knowledge, skills
development

PREREQUISITE COURSES: | None
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LANGUAGE OF INSTRUCTION | English
and EXAMINATIONS:

IS THE COURSE OFFERED TO | No
ERASMUS STUDENTS

COURSE WEBSITE (URL)

(2) LEARNING OUTCOMES
Learning outcomes

The course learning outcomes, specific knowledge, skills and competences of an appropriate
level, which the students will acquire with the successful completion of the course are
described.

Consult Appendix A

e Description of the level of learning outcomes for each qualifications cycle, according to
the Qualifications Framework of the European Higher Education Area
e Descriptors for Levels 6, 7 & 8 of the European Qualifications Framework for Lifelong
Learning and Appendix B
e Guidelines for writing Learning Outcomes
This course introduces the concepts and issues related to security and privacy as well, as

safety issues for immersive technologies, necessary for establishing a robust environment
for running applications and securely managing their data. Students will learn to build their
applications following the security and privacy by design principles and therefore be able to
identify the threats and needs for their virtual and augmented reality applications, choose
the appropriate set of security mechanisms and enforce them.

Upon successful completion of the course students will be able to:

e Evaluate the information security and privacy needs of their applications.
e Assess cybersecurity risks to adequately protect the environment's critical information
and assets.
¢ |dentify and implement appropriate security and privacy solutions.
¢ Implement safety protection mechanisms for many types of systems, including safety-
critical ones.
General Competences

Taking into consideration the general competences that the degree-holder must acquire (as
these appear in the Diploma Supplement and appear below), at which of the following does
the course aim?

Search for, analysis and synthesis of data  Project planning and management

and information, with the use of the
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necessary technology Respect for difference and multiculturalism
Adapting to new situations Respect for the natural environment
Decision-making Showing social, professional and ethical

responsibility and sensitivity to gender issues
Working independently

Criticism and self-criticism
Team work

Production of free, creative and inductive

Working in an international environment thinking

Working in an interdisciplinary

environment

Production of new research ideas

Search for, analysis and synthesis of data and information, with the use of the necessary
technology

Working independently
Team work
Project planning and management

Production of new research ideas

(3) SYLLABUS
The taught modules concerning:

Introduction to Information Security
Threats and Security Management
Cryptography
Authentication and access control mechanisms
Communications security
Data Privacy
Privacy enhancing technologies
Safety protection
9. Safety-critical systems
(4) TEACHING and LEARNING METHODS - EVALUATION
DELIVERY Distance Learning

Face-to-face, Distance learning,
etc.

N~ wNR
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USE OF INFORMATION AND
COMMUNICATIONS

Presentation with the help of slides, Website of the

course with supporting and auxiliary material, Contact

TECHNOLOGY by e-mail.
Use of ICT in teaching, laboratory
education, communication with
students
TEACHING METHODS Activity Semester workload
The manner and methods of Lectures 26x2=52
teaching are described in detail.

Tutorial Exercises 26x2=52
Lectures, seminars, laboratory
practice, fieldwork, study and Individual or team 42
analysis of bibliography, tutorials, project
placements, clinical practice, art Individual Study 415
workshop, interactive teaching,
educational visits, project, essay Course total 187.5

writing, artistic creativity, etc.

The student's study hours for each
learning activity are given as well
as the hours of non-directed study
according to the principles of the
ECTS

STUDENT PERFORMANCE
EVALUATION

Description of the evaluation
procedure

Language of evaluation, methods
of evaluation, summative or
conclusive, multiple choice
questionnaires, short-answer
questions, open-ended questions,
problem solving, written work,
essay/report, oral examination,
public presentation, laboratory
work, clinical examination of
patient, art interpretation, other

Final mark is calculated based on the following:

e (20%) High-quality contributions to the

Discussions

e (80%) Written essays-reports/ Individual or
Group Projects (or any combination)
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Specifically-defined evaluation
criteria are given, and if and
where they are accessible to
students.

(5) ATTACHED BIBLIOGRAPHY
- Suggested bibliography:

- Related academic journals:

e Charles P. Pfleeger, Shari Lawrence Pfleeger, Jonathan Margulies. Security in
Computing, 5th Edition, Prentice Hall

e William Stallings. Information Privacy Engineering and Privacy by Design:
Understanding Privacy Threats, Technology, and Regulations Based on Standards and
Best Practices, Addison-Wesley Professional; 1st edition, 2019

e William Stallings. Effective Cybersecurity: A Guide to Using Best Practices and
Standards. Addison-Wesley Professional, 2018.

e Douglas J. Landoll. Information Security Policies, Procedures, and Standards: A
Practitioner's Reference, Auerbach Publications, 2016

2"Y Semester

CORE COURSES

| IMTCS: Cross-Platform Game Development
COURSE OUTLINE

(1) GENERAL

SCHOOL | School of Sciences

ACADEMIC UNIT | Department of Computer Science

LEVEL OF STUDIES | Postgraduate, MSc on Immersive Technologies

COURSE CODE SEMESTER | 2"

COURSE TITLE | IMTCS5: Cross-Platform Game Development

INDEPENDENT TEACHING ACTIVITIES WEEKLY
if credits are awarded for separate components of the TEACHING CREDITS
course, e.g. lectures, laboratory exercises, etc. If the credits HOURS
are awarded for the whole of the course, give the weekly
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teaching hours and the total credits

Lectures 2

Tutorial Exercises 2

Individual or group project work 6
Total 7.5

Add rows if necessary. The organisation of teaching and the
teaching methods used are described in detail at (d).

COURSE TYPE | Specialised general knowledge,

general background, | Skills development

special background, specialised
general knowledge, skills
development

PREREQUISITE COURSES:

LANGUAGE OF INSTRUCTION | English
and EXAMINATIONS:

IS THE COURSE OFFERED TO | No
ERASMUS STUDENTS

COURSE WEBSITE (URL)

(2) LEARNING OUTCOMES
Learning outcomes

The course learning outcomes, specific knowledge, skills and competences of an appropriate
level, which the students will acquire with the successful completion of the course are
described.

Consult Appendix A

e Description of the level of learning outcomes for each qualifications cycle, according to
the Qualifications Framework of the European Higher Education Area
e Descriptors for Levels 6, 7 & 8 of the European Qualifications Framework for Lifelong
Learning and Appendix B
e Guidelines for writing Learning Outcomes
The course is designed to introduce postgraduate students to theory, methods and
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techniques of game development by exploiting popular game engines. Game development
is very popular ICT research and development area, focusing in applications of diverse fields
including entertainment, cultural heritage, education, artificial intelligence, sociology,
military and health systems. The main goal of this course is to enable students to
understand the importance and the capabilities of specific software packages referred to as
game engines (GameMaker, Stencyl) for the implementation of cross-platform games. Also,
will involve students in the development of complex virtual environments that simulate the
real world, which will highlight the importance of these tools. Students will gain experience
and technical know-how in game systems and technologies and will be introduced to the
process of developing cross-platform games or applications for a variety of purposes. Topics
covered include first-person shooter, third-person shooter, physics, lightening, rendering,
graphical user interface, animation, particle systems and cross-platform development.

Upon successful completion of the course the student will be able to:

e Describe concepts related to theory, methods and techniques used in game
development.

e Develop interactive games for a variety of OS including web (cross-platform)
development.

e Deal with graphical and realism issues for game purposes including lightening,
effects, rendering, sound, particle systems etc.

e Implement algorithms for the creation of dynamic content.

e Investigating relevant material in the international literature, writing a scientific
report, planning a project, working collectively and to solve complex game
development problems.

General Competences

Taking into consideration the general competences that the degree-holder must acquire (as
these appear in the Diploma Supplement and appear below), at which of the following does
the course aim?

Search for, analysis and synthesis of data  Project planning and management

and information, with the use of the

necessary technology Respect for difference and multiculturalism

Adapting to new situations Respect for the natural environment

Decision-making Showing social, professional and ethical
responsibility and sensitivity to gender issues

Working independently
Criticism and self-criticism

Team work
Production of free, creative and inductive
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Working in an international environment  thinking

Working in an interdisciplinary ...
environment

Production of new research ideas

Search for, analysis and synthesis of data and information, with the use of the necessary
technology

Working independently

Team work

Working in an interdisciplinary environment
Project planning and management
Adapting to new situations

Production of new research ideas

(3) SYLLABUS
The taught modules include:

1. Introductory Concepts, Type of Games, Game Engines
2. Game development with traditional programming languages

3. Development based on engine: Scene design, Actors’ management, Dashboard,
Tiles, Behaviours, Gravity Screen Management, Cameras, Collisions, Enemies, Sensors,
Events, Randomness, Timers, Decisions, Animation, Fonts, Attributes, Backgrounds,
Special Effects, Progression, Messages, Buttons, Menus, Sounds, Shooting, Transitions,
Loading and Saving

4. Case Studies
l. A first person shooter game
I A word Search puzzle

[l A card game

(4) TEACHING and LEARNING METHODS - EVALUATION
DELIVERY Distance Learning

Face-to-face, Distance learning,

etc.

USE OF INFORMATION AND Interactive web-based learning management systems
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COMMUNICATIONS
TECHNOLOGY

Use of ICT in teaching, laboratory
education, communication with
students

and dynamic conferencing systems. Multimedia based

presentation. Website of the course with supporting

and auxiliary material. Contact by e-mail. In Seminars,

implementation of methodologies and algorithms in

real problems by exploiting game engines like Unity

and their assets.

TEACHING METHODS

The manner and methods of
teaching are described in detail.

Lectures, seminars, laboratory
practice, fieldwork, study and
analysis of bibliography, tutorials,
placements, clinical practice, art
workshop, interactive teaching,
educational visits, project, essay
writing, artistic creativity, etc.

The student's study hours for each
learning activity are given as well
as the hours of non-directed study
according to the principles of the
ECTS

Activity

Semester workload

Lectures

26x2=52

Tutorial Exercises:
Selected exercises are
solved concerning
different topics in game

Implementation of
methodologies and
algorithms to real
problems exploiting
game engines like Unity
and their assets.

development processes.

26x2=52

Individual or team
project

42

Individual Study

41.5

Course total

187.5

STUDENT PERFORMANCE
EVALUATION

Description of the evaluation
procedure

Language of evaluation, methods
of evaluation, summative or
conclusive, multiple choice
questionnaires, short-answer
qguestions, open-ended questions,
problem solving, written work,
essay/report, oral examination,
public presentation, laboratory

Final mark is calculated based on the following:

e (20%) High-quality contributions to the

Discussions

e (80%) Written essays-reports/ Individual or

Group Projects
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work, clinical examination of
patient, art interpretation, other

Specifically-defined evaluation
criteria are given, and if and
where they are accessible to
students.

(5) ATTACHED BIBLIOGRAPHY
- Suggested bibliography:

- Related academic journals and conferences:

e “Education: Learning to Program | Blog | YoYo Games.” [Online]. Available:
https://www.yoyogames.com/blog/540/education-learning-to-program. [Accessed: 26-
Dec-2019].

e “FREE Book: Creating Games with Stencyl - Level 01.” [Online]. Available:
http://community.stencyl.com/index.php?topic=50069.0. [Accessed: 26-Dec-2019].

e “Game Development with GameMaker Studio 2: Make Your Own Games with
GameMaker Language 1st ed., Sebastiano M. Cossu, eBook - Amazon.com.” [Online].
Available:  https://www.amazon.com/Game-Development-GameMaker-Studio-Language-
ebook/dp/B07X8TZQ14. [Accessed: 26-Dec-2019].

e “Introduction To Game Design & Programming in GameMaker Studio 2 (LearnGame
MakerStudio Book 1), Ben Tyers, eBook - Amazon.com.” [Online]. Available:
https://www.amazon.com/Introduction-Design-Programming-GameMaker-Studio-
ebook/dp/B07N591SJ5. [Accessed: 26-Dec-2019].

e “Learning Stencyl 3.x Game Development: Beginner’s Guide: Innes Borkwood:
9781849695961: Amazon.com: Books.” [Online]. Available: https://www.amazon.com/
gp/product/1849695962/ref=as_li_tf tI?ie=UTF8&camp=1789&creative=9325&creativeASI

N=1849695962&linkCode=as2&tag=stencylbook-20. [Accessed: 26-Dec-2019].
e “Programming5HourLessonPlan.pdf.”.

e “The Computer Games Journal - Springer.” [Online]. Available:
https://link.springer.com/ journal/40869. [Accessed: 26-Dec-2019].
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| IMTC6: Immersive Systems loT
COURSE OUTLINE

(1) GENERAL

SCHOOL | School of Sciences

ACADEMIC UNIT | Department of Computer Science

LEVEL OF STUDIES | Postgraduate, MSc on Immersive Technologies

COURSE CODE SEMESTER | 2™
COURSE TITLE | IMTC6: Immersive Systems loT
INDEPENDENT TEACHING ACTIVITIES
if credits are awarded for separate components of the WEEKLY
course, e.g. lectures, laboratory exercises, etc. If the credits TEACHING CREDITS
are awarded for the whole of the course, give the weekly HOURS
teaching hours and the total credits
Lectures 2
Tutorial Exercises 2
Individual or group project work 6
Total 7.5
Add rows if necessary. The organisation of teaching and the
teaching methods used are described in detail at (d).

COURSE TYPE | Special background,

general background,
special background, specialised

Specialised general knowledge

general knowledge, skills
development

PREREQUISITE COURSES:

None

LANGUAGE OF INSTRUCTION
and EXAMINATIONS:

English

IS THE COURSE OFFERED TO

No
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ERASMUS STUDENTS

COURSE WEBSITE (URL)

(2) LEARNING OUTCOMES
Learning outcomes

The course learning outcomes, specific knowledge, skills and competences of an appropriate
level, which the students will acquire with the successful completion of the course are
described.

Consult Appendix A

e Description of the level of learning outcomes for each qualifications cycle, according to
the Qualifications Framework of the European Higher Education Area
e Descriptors for Levels 6, 7 & 8 of the European Qualifications Framework for Lifelong
Learning and Appendix B
e Guidelines for writing Learning Outcomes
This course covers the technical and experiential aspects of digital systems used for the
realization of VR, AR and MR based immersive environments in current and future virtual,

augmented and mixed reality platforms. The material covers a wide range of literature and
practice following the evolution of all supporting technologies and including input and
output 3D hardware interfaces, computer vision and optics related techniques, as well as
motion tracking technologies. Furthermore, the course presents and analyses loT oriented
communication and embedded systems that enable connectivity of immersive devices.

Upon successful completion of the course the student will be able to:

e Describe the evolution and special characteristics of immersive systems
¢ |dentify the available hardware technologies for implementing 3D user input interfaces
and interaction techniques

e Explain computer vision concepts for scene understanding

¢ Describe light, optics, and motion tracking techniques

¢ Understand the networking technologies for immersive hardware interconnection

e Describe the types, components, and characteristics of embedded systems

e Realize what are the trends and future applications regarding xR-based systems
General Competences

Taking into consideration the general competences that the degree-holder must acquire (as
these appear in the Diploma Supplement and appear below), at which of the following does
the course aim?

Search for, analysis and synthesis of data  Project planning and management

and information, with the use of the

necessary technology Respect for difference and multiculturalism
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Adapting to new situations Respect for the natural environment

Decision-making Showing social, professional and ethical

responsibility and sensitivity to gender issues
Working independently

Criticism and self-criticism
Team work

Production of free, creative and inductive

Working in an international environment thinking

Working in an interdisciplinary

environment

Production of new research ideas

Search for, analysis and synthesis of data and information, with the use of the necessary
technology

Working independently
Working in an international environment
Production of new research ideas

Production of free, creative and inductive thinking

(3) SYLLABUS
The taught modules concerning:

Introduction to Immersive Systems
Hardware Technologies for 3D User Interfaces
3D User Interface Input Hardware
3D Interaction Techniques
Computer Vision for Scene Understanding
Light and Optics
Motion Tracking
Technologies for Immersive Hardware Interconnection
. loT Embedded Systems
10.xR Trends and Future Applications
(4) TEACHING and LEARNING METHODS - EVALUATION
DELIVERY Distance Learning

Face-to-face, Distance learning,

©ENDUAWNE

etc.
USE OF INFORMATION AND Presentation with the help of slides, Website of the
COMMUNICATIONS course with supporting and auxiliary material, Online

TECHNOLOGY
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Use of ICT in teaching, laboratory
education, communication with
students

Sessions, contact by e-mail.

TEACHING METHODS

The manner and methods of
teaching are described in detail.

Lectures, seminars, laboratory
practice, fieldwork, study and
analysis of bibliography, tutorials,
placements, clinical practice, art
workshop, interactive teaching,
educational visits, project, essay
writing, artistic creativity, etc.

The student's study hours for each
learning activity are given as well
as the hours of non-directed study
according to the principles of the
ECTS

Activity Semester workload
Lectures 26x2=52
Tutorial Exercises: 26x2=52
Selected exercises are
solved concerning
different topics of the
course.

Individual or team 42
project

Individual Study 41.5
Course total 187.5

STUDENT PERFORMANCE
EVALUATION

Description of the evaluation
procedure

Language of evaluation, methods
of evaluation, summative or
conclusive, multiple choice
questionnaires, short-answer
questions, open-ended questions,
problem solving, written work,
essay/report, oral examination,
public presentation, laboratory
work, clinical examination of
patient, art interpretation, other

Specifically-defined evaluation

Final mark is calculated based on the following:

e (20%) High-quality contributions to the

Discussions

e (80%) Written essays-reports/ Individual or
Group Projects (or any combination)
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criteria are given, and if and
where they are accessible to
students.

(5) ATTACHED BIBLIOGRAPHY
- Suggested bibliography:

- Related academic journals:

e Steven M. LaValle, “Virtual Reality”, Cambridge University Press, 2017.

e Kelly S. Hale (Editor), Kay M. Stanney (Editor). 2014. Handbook of Virtual Environments:
Design, Implementation, and Applications, Second Edition (Human Factors and
Ergonomics) ISBN-13: 978-1466511842

e Jason lJerald. 2015. The VR Book: Human-Centered Design for Virtual Reality.
Association for Computing Machinery and Morgan & Claypool Publishers.

e Gerard Jounghyun Kim, “Designing Virtual Systems: The Structured Approach”, 2005.

e Doug A Bowman, Ernest Kuijff, Joseph J LaViola, Jr and Ivan Poupyrev, “3D User
Interfaces, Theory and Practice”, Addison Wesley, USA, 2005.

e Oliver Bimber and Ramesh Raskar, “Spatial Augmented Reality: Meging Real and Virtual
Worlds”, 2005.

e Burdea, Grigore C and Philippe Coiffet, “Virtual Reality Technology”, Wiley Interscience,
India, 2003.

e William R Sherman and Alan B Craig, “Understanding Virtual Reality: Interface,
Application and Design (The Morgan Kaufmann Series in Computer Graphics)”. Morgan
Kaufmann Publishers, San Francisco, CA, 2002.

e Virtual Reality, Springer

¢ International Journal of Virtual Technology and Multimedia, Inderscience

¢ International Journal of Virtual and Augmented Reality, IGI

e |EEE Internet of Things

e PRESENCE: Virtual and Augmented Reality, The MIT Press

| IMTC7: Fundamentals of Virtual Reality
COURSE OUTLINE

(1) GENERAL

SCHOOL | School of Sciences

ACADEMIC UNIT | Department of Computer Science

LEVEL OF STUDIES | Postgraduate, MSc on Immersive Technologies

COURSE CODE SEMESTER | 2"

COURSE TITLE | IMTC7: Fundamentals of Virtual Reality

INDEPENDENT TEACHING ACTIVITIES WEEKLY CREDITS
if credits are awarded for separate components of the TEACHING
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course, e.g. lectures, laboratory exercises, etc. If the credits HOURS
are awarded for the whole of the course, give the weekly
teaching hours and the total credits
Lectures 2
Tutorial Exercises 2
Individual or group project work 6

Total

7.5

Add rows if necessary. The organisation of teaching and the
teaching methods used are described in detail at (d).

COURSE TYPE

general background,
special background, specialised
general knowledge, skills

Specialised general knowledge,

Skills development

development
PREREQUISITE COURSES: | None
LANGUAGE OF INSTRUCTION | English
and EXAMINATIONS:
IS THE COURSE OFFERED TO | No
ERASMUS STUDENTS

COURSE WEBSITE (URL)

(2) LEARNING OUTCOMES

Learning outcomes

The course learning outcomes, specific knowledge, skills and competences of an appropriate
level, which the students will acquire with the successful completion of the course are

described.

Consult Appendix A

e Description of the level of learning outcomes for each qualifications cycle, according to
the Qualifications Framework of the European Higher Education Area




55304 EQHMEPIAA THX KYBEPNHZEQX Tevyog B'4976/11.11.2020

e Descriptors for Levels 6, 7 & 8 of the European Qualifications Framework for Lifelong
Learning and Appendix B
e Guidelines for writing Learning Outcomes
This course presents an introduction to Virtual Reality, with emphasis on designing and

developing Virtual Reality applications. The course is designed for students who are new to
virtual reality and want to learn about the principles of VR technology including optics,
displays, stereopsis, tracking, and major hardware platforms.

Upon successful completion of the course the student will be able to:

e Demonstrate knowledge and understand the physical principles of VR, state the
conceptual origins, advantages, and disadvantages of various methods used for solving
problems for the given application domain of Virtual Reality. The core topics include:

o Created and deployed a VR application.

o Setup and use Unity

o You will understand and you will use that knowledge to create a
comfortable, high-performance VR application using Unity.

e Brainstorm, review, and select use cases and match them to the range of VR toolkits
and platforms available

e Develop iteratively, and in a team, an application utilising VR toolkits and platforms

e Apply VR-specific User-Centred Design and Software Engineering approaches

Based on the knowledge and skills acquired they should be able to (Key Competences):

e Present technical work, a use case and project progress, either verbally or in written
reports
e Plan projects and meet milestones
General Competences

Taking into consideration the general competences that the degree-holder must acquire (as
these appear in the Diploma Supplement and appear below), at which of the following does
the course aim?

Search for, analysis and synthesis of data  Project planning and management

and information, with the use of the

necessary technology Respect for difference and multiculturalism

Adapting to new situations Respect for the natural environment

Decision-making Showing social, professional and ethical
responsibility and sensitivity to gender issues

Working independently

Criticism and self-criticism

Team work
Production of free, creative and inductive

Working in an international environment  thinking
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Working in an interdisciplinary ...
environment

Production of new research ideas

Search for, analysis and synthesis of data and information, with the use of the necessary
technology

Working independently

Team work

Working in an interdisciplinary environment
Production of new research ideas

Project planning and management

(3) SYLLABUS
The taught modules concerning:

Introduction to VR
Unity Basics
History of VR development
Physical principles of VR
Architecture of VR systems
Platforms & Paradigms
Explore native, game engines, and web platforms
Experiment with tracking in VR works
. Experiment with Haptic senses and feedback
10 Explore different platforms (SDK) currently available for VR development
11.0pen an app in Google cardboard
12.Challenges in VR
(4) TEACHING and LEARNING METHODS - EVALUATION
DELIVERY Distance Learning

Face-to-face, Distance learning,

©oONDU A WN PR

etc.

USE OF INFORMATION AND Presentation with the help of slides, Website of the
COMMUNICATIONS course with supporting and auxiliary material, Contact
TECHNOLOGY by e-mail. In Seminars, implementation of

Use of ICT in teaching, laboratory | methodologies and algorithms in real problems in
education, communication with Unity 3D.

students

TEACHING METHODS Activity

Semester
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The manner and methods of
teaching are described in detail.

Lectures, seminars, laboratory
practice, fieldwork, study and
analysis of bibliography, tutorials,
placements, clinical practice, art
workshop, interactive teaching,
educational visits, project, essay
writing, artistic creativity, etc.

The student's study hours for each
learning activity are given as well
as the hours of non-directed study
according to the principles of the
ECTS

workload

Lectures

26x2=52

Tutorial Exercises

26x2=52

Individual or team project.

Feedback will be given as
students attempt practical
problems. The project builds on
the knowledge from the
lectures and workshops, and
the feedback given during
classes will inform the student
in their attempts on the final
project.

To provide formative feedback,
students will be asked to
present their project ideas
(proposal elevator pitch), give
an interim progress report
(presentation), and demo.

50

Individual Study

33.5

Course total

187.5

STUDENT PERFORMANCE
EVALUATION

Description of the evaluation
procedure

Language of evaluation, methods
of evaluation, summative or
conclusive, multiple choice
questionnaires, short-answer
questions, open-ended questions,
problem solving, written work,
essay/report, oral examination,
public presentation, laboratory

Discussions

Final mark is calculated based on the following:

e (20%) High-quality contributions to the

e (80%) Written essays-reports/ Individual or
Group Projects (or any combination)
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work, clinical examination of
patient, art interpretation, other

Specifically-defined evaluation
criteria are given, and if and
where they are accessible to
students.

(5) ATTACHED BIBLIOGRAPHY

- Suggested bibliography:

- Related academic journals:

Samuel Greengard (2019) Virtual Reality (The MIT Press Essential Knowledge series)
MIT Press (September 10, 2019) ISBN-10: 0262537524

Ajit Singh (2019) Virtual Reality: Human Computer Interaction. Independently
published (June 26, 2019) ISBN-10: 1076340458

Jesse Glover (2019) Complete Virtual Reality and Augmented Reality Development with
Unity: Leverage the power of Unity and become a pro at creating mixed reality
applications Packt Publishing (April 17, 2019) ISBN-10: 1838648186

Penny de Byl (2019) Holistic Game Development with Unity 3e: An All-in-One Guide to
Implementing Game Mechanics, Art, Design and Programming 3rd Edition ISBN-13:
978-1138480629

Terry Taylor (2019) How Virtual Reality is changing Real Estate Marketing 2nd Edition.
Independently published (August 19, 2019) ISBN -10: 1687252769

| IMTC8: Immersive Technologies for Business Intelligence

COURSE OUTLINE

(1)

GENERAL

SCHOOL | School of Sciences

ACADEMIC UNIT | Department of Computer Science

LEVEL OF STUDIES | Postgraduate, MSc on Immersive Technologies

COURSE CODE SEMESTER | 2"

IMTCS8: Immersive Technologies for Business
COURSE TITLE .
Intelligence

course, e.g. lectures, laboratory exercises, etc. If the credits

INDEPENDENT TEACHING ACTIVITIES

WEEKLY
if credits are awarded for separate components of the CREDITS

TEACHING
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are awarded for the whole of the course, give the weekly HOURS
teaching hours and the total credits
Lectures 2
Tutorial Exercises 2
Individual or group project work 6

Total

7.5

Add rows if necessary. The organisation of teaching and the
teaching methods used are described in detail at (d).

COURSE TYPE

general background,
special background, specialised
general knowledge, skills

Specialised general knowledge,

Skills development

development
PREREQUISITE COURSES: | None
LANGUAGE OF INSTRUCTION | English
and EXAMINATIONS:
IS THE COURSE OFFERED TO | No

ERASMUS STUDENTS

COURSE WEBSITE (URL)

(2) LEARNING OUTCOMES

Learning outcomes

The course learning outcomes, specific knowledge, skills and competences of an appropriate
level, which the students will acquire with the successful completion of the course are

described.

Consult Appendix A

e Description of the level of learning outcomes for each qualifications cycle, according to
the Qualifications Framework of the European Higher Education Area
e Descriptors for Levels 6, 7 & 8 of the European Qualifications Framework for Lifelong

Learning and Appendix B

e Guidelines for writing Learning Outcomes
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Immersive technologies (IT) can contribute to business in various ways such as training,
product promotion and/or presentation, after sales services, analytics presentation of
business-related data etc. The main aim of the course is to introduce students in the
potential and applications of immersive technologies to business.

The topics covered include a general analysis of various business limitations, the way
immersive technologies can fill this gap and presentation of how IT can be applied to
various business fields.

Upon successful completion of the course the student will be able to:

e Describe concepts related to the applications of immersive technologies in business.

e Understand the way in which immersive technologies can be used to solve current
problems to business.

¢ |dentify and compare various immersive technologies applications as these are used in
business and select suitable applications to address a number of real problems

e Design and propose integrated solutions for various business-related applications

¢ Implement basic immersive applications for business problems

¢ Investigate with goal to find relevant material in the international literature, writing a
scientific report, planning a project, working collectively and to solve related problems.

General Competences

Taking into consideration the general competences that the degree-holder must acquire (as
these appear in the Diploma Supplement and appear below), at which of the following does
the course aim?

Search for, analysis and synthesis of data  Project planning and management
and information, with the use of the

necessary technology Respect for difference and multiculturalism

Adapting to new situations Respect for the natural environment

.. . Showing social, professional and ethical
Decision-making
responsibility and sensitivity to gender issues

Working independently
Criticism and self-criticism

Team work
Production of free, creative and inductive

Working in an international environment  thinking

Working in an interdisciplinary ..
environment

Production of new research ideas
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Search for, analysis and synthesis of data and information, with the use of the necessary
technology

Working independently
Team work
Project planning and management

Production of new research ideas

(3) SYLLABUS

The taught modules concerning:

Introductory Concepts of business and information technology
Applications of immersive technologies to business

Immersive training technology

Industrial application of immersive technologies

Immersive product promotion and presentation

Immersive after-sales and distant services

Business information visualization through immersive technologies
Immersive analytics

. Immersive collaborative virtual environments

10.Designing business immersive applications

11.Building basic immersive business applications

©EONDU A WNE

(4) TEACHING and LEARNING METHODS - EVALUATION

DELIVERY Distance Learning
Face-to-face, Distance learning,

etc.

USE OF INFORMATION AND e Presentation with the help of slides and interactive
COMMUNICATIONS material.

TECHNOLOGY e LMS course page with supporting and auxiliary

material.
e Contact by e-mail, Enhanced communication
channels of LMS platform, Skype and other

Use of ICT in teaching, laboratory
education, communication with

students teleconference systems meetings.
TEACHING METHODS Activity Semester workload
The manner and methods of Lectures 26x2=52
teaching are described in detail.

Tutorial Exercises: Selected 26x2=52
Lectures, seminars, laboratory exercises are solved
practice, fieldwork, study and concerning different topics of

analysis of bibliography, tutorials, business immersive
placements, clinical practice, art technologies application
workshop, interactive teaching,
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educational visits, project, essay Individual or team project 42
writing, artistic creativity, etc.
Individual Study 41.5
Course total 187.5

The student's study hours for each

learning activity are given as well
as the hours of non-directed study
according to the principles of the
ECTS

STUDENT PERFORMANCE
EVALUATION

Description of the evaluation

procedure Final mark is calculated based on the following:

e (20%) High-quality contributions to the
Discussions

e (80%) Written essays-reports/ Individual or
Group Projects (or any combination)

Language of evaluation, methods
of evaluation, summative or
conclusive, multiple choice
questionnaires, short-answer
questions, open-ended questions,
problem solving, written work,
essay/report, oral examination,
public presentation, laboratory
work, clinical examination of
patient, art interpretation, other

Specifically-defined evaluation
criteria are given, and if and
where they are accessible to
students.

(5) ATTACHED BIBLIOGRAPHY

- Suggested bibliography:
- Related academic journals:

e Virtual Reality, Springer

¢ International Journal of Human-computer Interaction, Taylor & Francis

¢ International Journal of Computer-Supported Collaborative Learning, Springer
¢ International Journal of Computing & Business Research.

e Business Horizons, Elsevier

e Computers & Education, Elsevier
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e |EEE Transactions on Learning Technologies

e Fuchs, P., Moreau, G., & Guitton, P. (2011). Virtual reality: concepts and technologies.
CRC Press.

e Harvard Business Review

e Computers in Human Behaviour, Elsevier

e Business Information Review, SAGE Journals

3" Semester

ELECTIVE COURSES

| IMTE1: Immersive Storytelling
COURSE OUTLINE

(1) GENERAL

SCHOOL | School of Sciences

ACADEMIC UNIT | Department of Computer Science

LEVEL OF STUDIES | Postgraduate, MSc on Immersive Technologies

COURSE CODE SEMESTER | 3™

COURSE TITLE | IMTE1: Immersive Storytelling

INDEPENDENT TEACHING ACTIVITIES

if credits are awarded for separate components of the WEEKLY
course, e.g. lectures, laboratory exercises, etc. If the credits TEACHING CREDITS
are awarded for the whole of the course, give the weekly HOURS

teaching hours and the total credits

Lectures 2

Tutorial Exercises 2

Individual or group project work 6
Total 7.5

Add rows if necessary. The organisation of teaching and the
teaching methods used are described in detail at (d).

COURSE TYPE | Specialised general knowledge

general background,
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special background, specialised | Skills development
general knowledge, skills
development

PREREQUISITE COURSES: | None

LANGUAGE OF INSTRUCTION | English
and EXAMINATIONS:

IS THE COURSE OFFERED TO | No
ERASMUS STUDENTS

COURSE WEBSITE (URL)

(2) LEARNING OUTCOMES
Learning outcomes

The course learning outcomes, specific knowledge, skills and competences of an appropriate
level, which the students will acquire with the successful completion of the course are
described.

Consult Appendix A

e Description of the level of learning outcomes for each qualifications cycle, according to
the Qualifications Framework of the European Higher Education Area
e Descriptors for Levels 6, 7 & 8 of the European Qualifications Framework for Lifelong
Learning and Appendix B
e Guidelines for writing Learning Outcomes
A storyteller’s ultimate goal is to fully immerse the audience in the universe of their story,

and technology can play an important part when it comes to immersive storytelling. This
course takes a close look at the mechanics of immersive storytelling within dynamic media
and equips students with tools and technologies to make their story an immersive
experience. Students can explore experiential and immersive storytelling in Virtual Reality
(VR), Augmented Reality (AR), Mixed Reality and 360 videos.

Upon successful completion of the course, students will be able to:

e Describe basic concepts of immersive technologies.

¢ Understand the technologies that make stories immersive experiences.

e Understand basic principles in storytelling.

e Combine various innovative technologies in order to build immersive stories.
General Competences
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Taking into consideration the general competences that the degree-holder must acquire (as
these appear in the Diploma Supplement and appear below), at which of the following does
the course aim?

Search for, analysis and synthesis of data  Project planning and management
and information, with the use of the

necessary technology Respect for difference and multiculturalism

Adapting to new situations Respect for the natural environment

.. . Showing social, professional and ethical
Decision-making
responsibility and sensitivity to gender issues

Working independently
Criticism and self-criticism

Team work
Production of free, creative and inductive

Working in an international environment  thinking

Working in an interdisciplinary ...
environment

Production of new research ideas

Search for, analysis and synthesis of data and information, with the use of the necessary
technology

Working independently
Team work
Project planning and management

Production of new research ideas

(3) SYLLABUS
The content of the course includes:

Traditional narrative
Introductory concepts of the technology behind storytelling
Storytelling principles for immersive space
Designing an immersive narrative
Sound design
Visual Montage
Codifying story elements
8. Combining technologies for immersive storytelling
(4) TEACHING and LEARNING METHODS - EVALUATION
DELIVERY Distance Learning

Nouhs~wnNeE
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Face-to-face, Distance learning,

etc.

USE OF INFORMATION AND e Presentation with the help of slides.
COMMUNICATIONS e \Website of the course with supporting and
TECHNOLOGY auxiliary material.

Use of ICT in teaching, laboratory | ® Contact by e-mail, or Skype.

education, communication with

students
TEACHING METHODS Activity Semester workload
The manner and methods of Lectures 26x2=52
teaching are described in detail.
Tutorial Exercises: 26x2=52
Lectures, seminars, laboratory Practical implementation
practice, fieldwork, study and of designing and building
analysis of bibliography, tutorials, immersive storytelling
placements, clinical practice, art experiences in various
workshop, interactive teaching, programming
educational visits, project, essay environments.
writing, artistic creativity, etc.
Individual or team 42
project
The student's study hours for each | | |ndividual Study 415
learning activity are given as well
as the hours of non-directed study || Course total 187.5
according to the principles of the
ECTS
STUDENT PERFORMANCE
EVALUATION

Description of the evaluation

procedure Final mark is calculated based on the following:

e (20%) High-quality contributions to the

Language of evaluation, methods ) )
Discussions

of evaluation, summative or . .
f e (80%) Written essays-reports/ Individual or

conclusive, multiple choice Group Projects (or any combination)

questionnaires, short-answer
questions, open-ended questions,
problem solving, written work,
essay/report, oral examination,
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public presentation, laboratory
work, clinical examination of
patient, art interpretation, other

Specifically-defined evaluation
criteria are given, and if and
where they are accessible to
students.

(5) ATTACHED BIBLIOGRAPHY
- Suggested bibliography:

- Related academic journals:

e Kelly McErlean, “Interactive Narratives and Transmedia Storytelling”, 1st Edition,
Routledge, 2018, ISBN-10: 113863882X.

e John Bucher, “Storytelling for Virtual Reality”, 1st Edition, Routledge, 2017, ISBN-10:
1138629669.

e Elmezeny, Ahmed, Nina Edenhofer, and Jeffrey Wimmer. "Immersive storytelling in
360-degree videos: An analysis of interplay between narrative and technical
immersion." Journal For Virtual Worlds Research 11.1 (2018).

e Carolyn Handler Miller, “Digital Storytelling 4e: A creator's guide to interactive
entertainment”, CRC Press, 2019. International Journal of Virtual and Augmented
Reality (IGI Global).

| IMTE2: Immersive Experiences and Technologies
COURSE OUTLINE

(1) GENERAL

SCHOOL | School of Sciences

ACADEMIC UNIT | Department of Computer Science

LEVEL OF STUDIES | Postgraduate, MSc on Immersive Technologies

COURSE CODE SEMESTER | 3™

COURSE TITLE | IMTE2: Immersive Experiences and Technologies

INDEPENDENT TEACHING ACTIVITIES WEEKLY
if credits are awarded for separate components of the TEACHING CREDITS
course, e.g. lectures, laboratory exercises, etc. If the credits HOURS
are awarded for the whole of the course, give the weekly
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teaching hours and the total credits

Lectures 2

Tutorial Exercises 2

Individual or group project work 6
Total 7.5

Add rows if necessary. The organisation of teaching and the
teaching methods used are described in detail at (d).

COURSE TYPE | Specialised general knowledge

general background,
special background, specialised
general knowledge, skills

Skills development

development

PREREQUISITE COURSES:

None

LANGUAGE OF INSTRUCTION
and EXAMINATIONS:

English

IS THE COURSE OFFERED TO

No

ERASMUS STUDENTS

COURSE WEBSITE (URL)

(2) LEARNING OUTCOMES

Learning outcomes

The course learning outcomes, specific knowledge, skills and competences of an appropriate
level, which the students will acquire with the successful completion of the course are
described.

Consult Appendix A

e Description of the level of learning outcomes for each qualifications cycle, according to
the Qualifications Framework of the European Higher Education Area

e Descriptors for Levels 6, 7 & 8 of the European Qualifications Framework for Lifelong
Learning and Appendix B

e Guidelines for writing Learning Outcomes

The boundaries between the digital and the physical continue to blur and new kinds of
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immersive interactions become possible. Augmented reality, virtual reality and mixed reality
can create experiences that flow freely across real and virtual spaces. This course takes a
close look at the mechanics of immersive storytelling within dynamic media and equips
students with tools and technologies to make their story an immersive experience. Students
can explore experiential and immersive storytelling in Virtual Reality (VR), Augmented
Reality (AR), Mixed Reality and 360 videos.

Upon successful completion of the course, students will be able to:

e Describe basic technologies used in building immersive experiences.
e Describe the basic elements of Immersion.
e Understand basic principles of immersive environments.

General Competences

Taking into consideration the general competences that the degree-holder must acquire (as
these appear in the Diploma Supplement and appear below), at which of the following does
the course aim?

Search for, analysis and synthesis of data  Project planning and management
and information, with the use of the

necessary technology Respect for difference and multiculturalism

Adapting to new situations Respect for the natural environment

Decision-making Showing social, professional and ethical
responsibility and sensitivity to gender issues

Working independently
Criticism and self-criticism

Team work
Production of free, creative and inductive

Working in an international environment  thinking

Working in an interdisciplinary ...
environment

Production of new research ideas

Search for, analysis and synthesis of data and information, with the use of the necessary
technology

Working independently

Team work
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Project planning and management

Production of new research ideas

(3) SYLLABUS

The content of the course includes:

1. The Elements of Immersion

2. Popular Virtual and Augmented Reality Technology
3. Limitations of immersive environments
4. Applications of immersive experiences

(4) TEACHING and LEARNING METHODS - EVALUATION

DELIVERY
Face-to-face, Distance learning,
etc.

Distance Learning

USE OF INFORMATION AND
COMMUNICATIONS
TECHNOLOGY

Use of ICT in teaching, laboratory
education, communication with
students

e Presentation with the help of slides.
e Website of the course with supporting and

auxiliary material.

e Contact by e-mail, or Skype.

TEACHING METHODS

The manner and methods of
teaching are described in detail.

Lectures, seminars, laboratory
practice, fieldwork, study and
analysis of bibliography, tutorials,
placements, clinical practice, art
workshop, interactive teaching,
educational visits, project, essay
writing, artistic creativity, etc.

The student's study hours for each
learning activity are given as well
as the hours of non-directed study
according to the principles of the
ECTS

Activity Semester workload
Lectures 26x2=52
Tutorial Exercises: 26x2=52
Evaluation of Immersive
Experiences.

Individual or team 40
project

Individual Study 41.5
Course total 187.5

STUDENT PERFORMANCE
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EVALUATION
Description of the evaluation Final mark is calculated based on the following:
procedure

e (20%) High-quality contributions to the
Language of evaluation, methods Discussions
of evaluation, summative or e (80%) Written essays-reports/ Individual or

conclusive, multiple choice Group Projects (or any combination)

questionnaires, short-answer
questions, open-ended questions,
problem solving, written work,
essay/report, oral examination,
public presentation, laboratory
work, clinical examination of
patient, art interpretation, other

Specifically-defined evaluation
criteria are given, and if and
where they are accessible to
students.

(5) ATTACHED BIBLIOGRAPHY
- Suggested bibliography:

- Related academic journals:

e Kelly McErlean, “Immersive Technology A Complete Guide - 2019 Edition”,
5STARCooks, 2019.

e John Bucher, “Storytelling for Virtual Reality”, 1st Edition, Routledge, 2017, ISBN-10:
1138629669.

e Pierre (Pete) Routhier, “Immersive Technologies”, Blurb, 2019.

e Suh, Ayoung, and Jane Prophet. "The state of immersive technology research: A
literature analysis." Computers in Human Behavior 86 (2018): 77-90.

| IMTE3: Digital Innovative Industries and Media Marketing
COURSE OUTLINE

(1) GENERAL

SCHOOL | School of Sciences

ACADEMIC UNIT | Department of Computer Science

LEVEL OF STUDIES | Postgraduate, MSc on Immersive Technologies
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COURSE CODE SEMESTER | 3™
IMTE3: Digital Innovative Industries and Media
COURSE TITLE )
Marketing
INDEPENDENT TEACHING ACTIVITIES
if credits are awarded for separate components of the WEEKLY
course, e.g. lectures, laboratory exercises, etc. If the credits TEACHING CREDITS
are awarded for the whole of the course, give the weekly HOURS
teaching hours and the total credits
Lectures 2
Tutorial Exercises 2
Individual or group project work 6
Total 7.5
Add rows if necessary. The organisation of teaching and the
teaching methods used are described in detail at (d).

COURSE TYPE

general background,

special background, specialised
general knowledge, skills
development

Specialised general knowledge

Skills development

PREREQUISITE COURSES:

None

LANGUAGE OF INSTRUCTION
and EXAMINATIONS:

English

IS THE COURSE OFFERED TO
ERASMUS STUDENTS

No

COURSE WEBSITE (URL)

(2) LEARNING OUTCOMES

Learning outcomes

The course learning outcomes, specific knowledge, skills and competences of an appropriate

level, which the students will acquire with the successful completion of the course are
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described.
Consult Appendix A

e Description of the level of learning outcomes for each qualifications cycle, according to
the Qualifications Framework of the European Higher Education Area
e Descriptors for Levels 6, 7 & 8 of the European Qualifications Framework for Lifelong
Learning and Appendix B
e Guidelines for writing Learning Outcomes
Virtual Reality (VR) and Augmented Reality (AR) have changed the playing field dramatically

for marketing, branding, and public relations professionals. This course provides the basic
communication tools in order to engage effectively with the target audience with the use of
VR and AR technology.

Upon successful completion of the course, students will be able to:

e Understand, create, and manage successful VR and AR campaigns

e Transform a campaign using innovative technologies

e Suggest digital innovation solutions to transform organisations

e Apply digital innovation frameworks to enhance strategy and competitiveness
General Competences

Taking into consideration the general competences that the degree-holder must acquire (as
these appear in the Diploma Supplement and appear below), at which of the following does
the course aim?

Search for, analysis and synthesis of data  Project planning and management
and information, with the use of the

necessary technology Respect for difference and multiculturalism

Adapting to new situations Respect for the natural environment

Decision-making Showing social, professional and ethical
responsibility and sensitivity to gender issues

Working independently
Criticism and self-criticism

Team work
Production of free, creative and inductive

Working in an international environment  thinking

Working in an interdisciplinary ...
environment

Production of new research ideas
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Search for, analysis and synthesis of data and information, with the use of the necessary

technology
Working independently

Team work

Project planning and management

Production of new research ideas

(3) SYLLABUS

The content of the course includes:

Business Process Innovation

Digital Media and Innovation

uRwWNPRE

6. Transition to the digital age

Product Innovation and Design
Product launch strategy in the Digital Age

Tools for enhancing strategy and competitiveness

(4) TEACHING and LEARNING METHODS - EVALUATION

DELIVERY
Face-to-face, Distance learning,
etc.

Distance Learning

USE OF INFORMATION AND
COMMUNICATIONS
TECHNOLOGY

Use of ICT in teaching, laboratory
education, communication with
students

e Presentation with the help of slides.
e Website of the course with supporting and

auxiliary material.

e Contact by e-mail, or Skype.

TEACHING METHODS

The manner and methods of
teaching are described in detail.

Lectures, seminars, laboratory
practice, fieldwork, study and
analysis of bibliography, tutorials,
placements, clinical practice, art
workshop, interactive teaching,
educational visits, project, essay
writing, artistic creativity, etc.

Activity Semester workload
Lectures 26x2=52
Tutorial Exercises: 26x2=52
Practical implementation
of designing immersive
media.

Individual or team 42
project
Individual Study 41.5
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The student's study hours for each
learning activity are given as well
as the hours of non-directed study
according to the principles of the
ECTS

Course total 187.5

STUDENT PERFORMANCE
EVALUATION

Description of the evaluation
procedure

Language of evaluation, methods
of evaluation, summative or
conclusive, multiple choice
questionnaires, short-answer
qguestions, open-ended questions,
problem solving, written work,
essay/report, oral examination,
public presentation, laboratory
work, clinical examination of
patient, art interpretation, other

Specifically-defined evaluation
criteria are given, and if and
where they are accessible to
students.

Final mark is calculated based on the following:

e (20%) High-quality contributions to the
Discussions

e (80%) Written essays-reports/ Individual or
Group Projects (or any combination)

(5) ATTACHED BIBLIOGRAPHY

- Suggested bibliography:

- Related academic journals:

e Cathy Hackl, Samantha G. Wolfe, “Marketing New Realities: An Introduction to Virtual
Reality & Augmented Reality Marketing, Branding, & Communications”, Meraki Press,

2017, ISBN-10: 0996510672.

¢ Richard A. Gershon, "Digital Media and Innovation: Management and Design Strategies
in Communication", 1st Edition, 2016, ISBN-10: 1452241414
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| IMTE4: Immersive Media Design Courses
COURSE OUTLINE

(1) GENERAL

SCHOOL | School of Sciences

ACADEMIC UNIT | Department of Computer Science

LEVEL OF STUDIES | Postgraduate, MSc on Immersive Technologies

COURSE CODE SEMESTER | 3™
COURSE TITLE | IMTE4: Immersive Media Design Courses
INDEPENDENT TEACHING ACTIVITIES
if credits are awarded for separate components of the WEEKLY
course, e.qg. lectures, laboratory exercises, etc. If the credits TEACHING CREDITS
are awarded for the whole of the course, give the weekly HOURS
teaching hours and the total credits
Lectures 2
Tutorial Exercises 2
Individual or group project work 6
Total 7.5
Add rows if necessary. The organisation of teaching and the
teaching methods used are described in detail at (d).

COURSE TYPE | Specialised general knowledge

general background, | Skills development
special background, specialised
general knowledge, skills

development

PREREQUISITE COURSES:

None

LANGUAGE OF INSTRUCTION
and EXAMINATIONS:

English

IS THE COURSE OFFERED TO

No
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ERASMUS STUDENTS

COURSE WEBSITE (URL)

(2) LEARNING OUTCOMES
Learning outcomes

The course learning outcomes, specific knowledge, skills and competences of an appropriate
level, which the students will acquire with the successful completion of the course are
described.

Consult Appendix A

e Description of the level of learning outcomes for each qualifications cycle, according to
the Qualifications Framework of the European Higher Education Area
e Descriptors for Levels 6, 7 & 8 of the European Qualifications Framework for Lifelong
Learning and Appendix B
e Guidelines for writing Learning Outcomes
Immersive Media is a category of media that effectively surrounds, or immerses, its

audience. Rather than simply “watch” immersive media, participants often feel that they
“experience” content. This course provides students with in-depth learning experiences,
thorough instruction, and an understanding of theories, techniques and skills employed in
designing immersive media content.

Upon successful completion of the course, students will be able to:

e Describe basic concepts of immersive media content.
e Design with various tools, immersive media content.
e To transform data into meaningful social and emotional communication using
innovative technologies.
General Competences

Taking into consideration the general competences that the degree-holder must acquire (as
these appear in the Diploma Supplement and appear below), at which of the following does
the course aim?

Search for, analysis and synthesis of data  Project planning and management

and information, with the use of the

necessary technology Respect for difference and multiculturalism

Adapting to new situations Respect for the natural environment

Decision-making Showing social, professional and ethical

responsibility and sensitivity to gender issues




Tevyog B'4976/11.11.2020 EOHMEPIAA THE KYBEPNHZEQX 55327

Working independently Criticism and self-criticism
Team work Production of free, creative and inductive
thinking

Working in an international environment

Working in an interdisciplinary
environment Others...

Production of new research ideas ...

Search for, analysis and synthesis of data and information, with the use of the necessary
technology

Working independently
Team work
Project planning and management

Production of new research ideas

(3) SYLLABUS
The content of the course includes:

Audio in Interactive and Immersive Environments
Video in Interactive and Immersive Environments
Image in Interactive and Immersive Environments
Designing an immersive experience
Limitations on designing media for immersive experiences
Compression of media

7. Combining media to create immersive experiences
(4) TEACHING and LEARNING METHODS - EVALUATION
DELIVERY Distance Learning

Face-to-face, Distance learning,

S

etc.

USE OF INFORMATION AND e Presentation with the help of slides.
COMMUNICATIONS e Website of the course with supporting and
TECHNOLOGY auxiliary material.

Use of ICT in teaching, laboratory | ® Contact by e-mail, or Skype.

education, communication with
students

TEACHING METHODS Activity Semester workload

The manner and methods of Lectures 26x2=52
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teaching are described in detail. Lab Exercises: Practical 26x2=52
implementation of

Lectures, seminars, laboratory L .

o designing immersive

practice, fieldwork, study and media.

analysis of bibliography, tutorials,

placements, clinical practice, art Individual or team 40

workshop, interactive teaching, project

educational visits, project, essay

writing, artistic creativity, etc. Individual Study 41.5
Course total 187.5

The student's study hours for each
learning activity are given as well
as the hours of non-directed study
according to the principles of the
ECTS

STUDENT PERFORMANCE
EVALUATION

Description of the evaluation

procedure Final mark is calculated based on the following:

e (20%) High-quality contributions to the
Discussions

e (80%) Written essays-reports/ Individual or
Group Projects (or any combination)

Language of evaluation, methods
of evaluation, summative or
conclusive, multiple choice
questionnaires, short-answer
questions, open-ended questions,
problem solving, written work,
essay/report, oral examination,
public presentation, laboratory
work, clinical examination of
patient, art interpretation, other

Specifically-defined evaluation
criteria are given, and if and
where they are accessible to
students.
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(5) ATTACHED BIBLIOGRAPHY
- Suggested bibliography:

- Related academic journals:

e Jean-Luc Sinclair, “Principles of Game Audio and Sound Design: Sound Design and
Audio Implementation for Interactive and Immersive Media”, 1st Edition, Routledge,
2020, ISBN-10: 1138738964.

e Kenneth C.C. Yang, “Cases on Immersive Virtual Reality Techniques (Advances in
Multimedia and Interactive Technologies”, 1st Edition, IGI Global, 2019, ISBN-10:
1522559124,

e Chris Dede, "Immersive interfaces for engagement and learning." science 323.5910
(2009): 66-69.

e Stephen C. Bronack, "The role of immersive media in online education." The Journal of
Continuing Higher Education 59.2 (2011): 113-117.

H amégaon autr va SnuooteuBei otnv Epnuepida Tng KuPepvnoswc.
Oeooalovikn, 30 OktwPpiov 2020
O MNpdedpog
AOANAZIOE KAIZHX
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EONIKO TYMNOIrPA®EIO

To EBviké Tumoypaeio amotelei Snuooia urnpecia umayduevn otnv Mpoedpia tng KuPép-
vnong Kat €xel Tnv €uBLvN 1600 yla TN ouvtaln, Slaxeiplon, EKTUTTWON Kal KUKAo®opia Twv
OUMwv NG Epnuepidac tng KuBepvroewc (DEK), 6oo Kat yla TNV KAAUYN TWV EKTUTTWTIKWY -
€KSOTIKWV avayKwv Tou dnpoaciou Kal Tou eupuTePOL Snudciou Topéa (v. 3469/2006/A 131
kat m.8. 29/2018/A°58).

1. OYANO THZ EOHMEPIAAX THZ KYBEPNHZEQZ (®EK)

* Ta ®EK o€ nAektpovikn popen Satibevtal Swpedv oto www.et.gr, Tnv mionun 10To-
oeliba Tou EBvikou Tumoypageiov. Ooa OEK dev éxouv PneromoinBei kal KataxwploTei oTnv
AVWTEPW 10TOOENISA, Yn@plomolouvTal Kal amooTéNNovTal emiong Swpedv Ye TNV UTToBoAN ai-
TNOoNG, Yla TNV OTfoia ApKEi N CUUTTANPWON TWV AvayKaiwv OToIXEiwv o€ 101K GOpUA OTOV
lototono www.et.gr.

o Ta ®EK o€ évrunn popen Siatibevtal o€ pepovwpéva @UANa gite ameuBeiag amo To Tun-
pa NMwARogwv Kat ZuvdpounTwy, eite TAXUOPOUIKA HIE TNV ATOOTOAN AITAToC TapayyeAiag
péow twv KEM, eite pe etrioia ocuvdpopur péow tou TuAnatog MwANCEWY Kal ZuVOPOUNTWV.
To k60T0C evog aompdpaupou OEK amod 1 éwg 16 oelideg givat 1,00 €, aAd yla kAOe emmAéov
oktacéMdo (f pépog autou) mpocauvavetatl katd 0,20 €. To kdoTtog evog Eyxpwpou OEK amd
1 €w¢ 16 oelidecg eival 1,50 €, alAd yia kABe emmAéov oktacéAdo (1 Hépog autol) mpooaula-
vetal katd 0,30 €. To tevxog A.2.E.M. SiatiBetal Swpeav.

» TpOmol amoGTOANG KEINEVWY TIPOG Snuocisuon:

A. Ta keipeva mpog dnuooicvon oto OEK, amd TI¢ UTINPEGCIEC Kal TOUG QOPEIC Tou
dnuociou, amootéNovtal nAektpovikd otn SlevBuvon webmaster.et@et.gr pe xprion
TIPONYHEVNG PNPLAKNG UTIOYPAPIG KAl XPOVOOHHAVONG.

B. Kat' e€aipeon, oool moliteg Sev Siabétouv Mponyuévn YPN@LaKE) LUTTOYPAPH] UITOPOUV
€iTE VO amMOOTENOUV TAXUSPOIKY, EITE VA KATABETOUV UE EKTTPOOWTIO TOUG KEIUEVA TIPOG
Sdnpooiguon ektunwpéva og Xapti oto Tunpa MNapaiafric kal Kataywplong AnpocIeupaTwy.

» [MANPOYOPIEG, OXETIKA UE TNV ATOOTOAR/KATABEON gyypAgwv TTpog Snpoacieuon, TNV NUE-
pnota kukhogopia twv O.E.K,, ue TNV TWANON TWV TEUXWV KAl IE TOUG IOXUOVTEC TILOKATAAO-
YOUG Yla OAEG TIG UTTNPECIEG Pag, TTEpIAapavovtal otov otétorno (www.et.gr). Emiong péow
Tou totétomou Sidovtal TANPOPOPIEG OXETIKA UE TNV TTopEia SNUOCIEVONG TWV EYYPAPWY, UE
Baon tov Kwdikd AplBud Anpootevpatog (KAA). Mpokettal yia Tov aptBud mou ekdidel o EOvI-
K6 Tumoypa@eio yla 6Aa ta Keipeva mou mAnpouv Ti¢ mpolmoBéoelc Snuocicuonc.

2. EKTYNQTIKEX - EKAOTIKEZ ANATKEZ TOY AHMOZXIOY

To EBVIkS Tumoypa@Eio avTATOKPIVOUEVO O€ AITHATA UTTNPECIWY Kal POPEWV TOU SNUociou
avolapPdavel va oxeSLAoEl Kal va EKTUTTWOEL EvTuTia, @UANASIA, BiBAia, agioeg, umAok, pnxavo-
YPAQIKA évturia, @akéhoug yla KABe xprion, K.A.

Emiong oxedidlel Ynolakég ekSOOELG, AoyodTUTIA KAl TTAPAYEL OTITIKOAKOUOTIKO UAIKO.

Tayvdpopikn AtevBuven: Kamodiotpiou 34, T.k. 10432, ABriva  lototomog: www.et.gr

THAEDQNIKO KENTPO: 210 5279000 - fax: 210 5279054 MAnpo@opiec OXETIKA Ue TNV AsiToupyia
Tou lototomou: helpdesk.et@et.gr

ESYMHPETHZH KOINOY AnooToAf Yn@laKd UTTOYEYPAUUEVWY

NwAnosig - Zuvdpopéc: (Iodyeio, TNA. 210 5279178 - 180) £yYPAQWV MPoC Snpocicuon oto OEK:

MAnpogopisc: (Iodyelo, Tp. 3 kat Aeg. KévTpo 210 5279000)  webmaster.et@et.gr
Mapahapn Anp. 'YANG: (Iooyelo, A. 210 5279167, 210 5279139)

MANPoPopIiEC yia YEVIKO MPWTOKOAO
Qpdadpio yia 1o Kotvo: Acutépa we Mapaokeun: 8:00 - 13:30 Kat aMnAoypagio: grammateia@et.gr

TEiTE pag Tn yVwn oag,

* 020497 6111120006 4 *
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