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THX KYBEPNHZEQX

THX EAAHNIKHX AHMOKPATIAX

4 louliou 2025

ANOOAZEIX

ApBu. ANO/AAYKA/IYTK/60687/6048/1289
‘Eykpion tpomomnoinong tou MNpoypdppatog Me-
TAMTUXIOKWVY XToudwv e TitAo «Texvoloyieg
EpBUOiong - Kaivotopia otnv Ekmaideuon tnv
Empépewon kat 1o Zxediacpd MNayvidiwv» tou
TpApatog MAnpo@opikAG TNG ZXOAAG OETIKWV
Emotnuwv tou Anpokpiteiov Mavemotnpiov
Opdakng.

H XYTKAHTOX TOY AHMOKPITEIOY
MANENIZTHMIOY OPAKHX

‘Exovtag unéyn:

1.To v.6. 87/1973 «[epi 10pLoew MavemoTnuiwy €1g
Opdknv kat €1g Kprtnv» (A’ 159).

2.To m.6. 86/2013 «Xuyxwvevon Tunudtwy, idpuon -
OUYKPOTNON - AVAOUYKPOTNON ZXOAWV 0TO ANUOKPITELO
Mavemotrpio Opdkng» (A" 124).

3.Tov v.5094/2024 «Evioxuon Tou Anpoéatou Mavemotn-
piou - MAaioto Aettoupyiag pn KEpSOOKOTIIKWY TTaPAPTN-
pdtwv EEvwy mavemoTtnpiwy Kat AAeg Statdeic» (A’ 39)
Kat 18iw¢ 1o dpbpo 5 auto.

4. Ta apBpa 76-78 Tou v. 4727/2020 «Wnelakn Ar-
akuBépvnon (Evowpdtwon otnv ENAnvik NopoBe-
oia g Odnyiag (EE) 2016/2102 kat Tng Odnyiag (EE)
2019/1024) - H\ektpovikéc Emkowvwvieg (Evowpdtwon
o1o ENnviké Aikalo tng Odnyiag (EE) 2018/1972) kai
AMec Siatdéelc» (A’ 184).

5. Tnv map. 4 Tou dpBpou 16 Tou v. 4957/2022 «Néol
OpiCovtec ota Avwtata Ekmaideutikd I§pupata: Evioyu-
on TN TTOLOTNTAC, TNG AEITOUPYIKOTNTAC KAl TNE 0UVOEONC
TwvV A.E.l pe Tnv Kowvwvia kat Aourrég Siata&eig» (A’ 141).

6. Tov v. 4957/2022 (A’ 141) kat 16iwg Ta apbpa 79
«Emtponn petamtuxlakwy omoudwv», 80 «Aladikaoia
idpuonc Mpoypappdtwyv MeTanTuxlakwy Xmoudwv»,
81 «Opyava dioiknong NMz-xuvBeon», 82 «Apuodiotn-
1e¢ Opydvwy MNMZ», 83 «Aldackovteg NM», 84 «IMdpot
MMZ - Owkovouikn Siaxeipton», 85 «OIKOVOLIKH CUVEP-
yacia MM tou Avtatou EkmaideuTikou 1§pupatocy,
86 «Alkaiwpa dwpedv poitnong oe MM pe T€An @oitn-
ong - Ymotpo@iegy, 87 «Meplodikry a§lohdynon twv MM
Tou 16iov TuAuaTtogy, 88 «Aotmég Slatdéelc yia NMMX», 89
«EmayyeApatikd NMM» kabwg kal Tig petaatikég Slatd-
&eig Tou apBpou 455.

TEYXOX AEYTEPO

Ap. DUNoU 3466

7.Tov v. 3374/2005 «Alac@dhion Tng moloTNTAC 0TNV
avwtatn ekmaidevon. ZVoTNUA PETAPOPAC KAl CUCOW-
PELONC TTIOTWTIKWV PMovAdwV - Mapdptnua AIMAWUATOC»
(A"189).

8. Tnv umo otoixeia 135557/21/01.11.2022 eykUKALO
Tou Ymoupyeiou Maideiag kat @pnoKeUUATWV.

9.Tnv uné ototxeia ANO/XYTK/30367/1842/22.02.2024
amo@aon TG ZUYKARTOU Tou Anpokpitelou Mavemotnui-
oL ©pakn¢ (A.MN.0.) «Eykpion Ecwtepikou Kavoviopou Ael-
Toupyiag tng Movadag Ataopdiiong Mototntag (MO.ALM.)
Tou Anpokpitelou MNavemotnpiov Opdkne» (B’ 1475).

10.Tnv uno6 otoixeia AMNO/AAYKA/XYTK/65361/6062/
1329/28.08.2024 (ANOG/MOAIN/65443/801/28.08.2024)
amoé@aocn TG ZUykAnTou tou A.N.O. «Xuykpdtnon tng
Emtpomic Atac@diiong Motdtntag tou A.M.0.».

11.Tnv uno otolxeia AMNO/T0/60142/1975/13.05.2025
(ANO/AAYKA/XYTK/60687/6048/1289/13.05.2025) ava-
KOIVOTTOINUEVN AmOPaon TG ZUVEAELONG TOU TUAMA-
T0¢ MANPOYOPIKNG TNG ZXOANG OETIKWV EMOTNUWY TOou
A..0., mov agopd otnV Tpomomnoinon tou MNMpoypdupa-
To¢ MEeTANMTUXIAKWY XTToUd WV UE TiTho «Texvoloyieg Ep-
BuBione- Kavotopia otnv Ekmaideuon tnv Emudpewon
Kat to Xxedlaopo Maixvidiwv» Tou Tunpatog.

12.Tnv unoé otoiyeia AMOG/MOAINM/60946/857/15.05.2025
(ANOG/T0/60947/2011/15.05.2025) amdgacn Tng Movadag
Alaopdliong Mototntag (MO.ALM.) Tou A.MN.O.

13.To uné otolxeia AMO/TO/59715/1945/09.05.2025
TIPOKTIKO TNG ZUVTOVIOTIKAG Emitpomrig Tou MNpoypdp-
patog Metantuylakwyv Zmoudwv (M.M.X.) «Texvoloyieg
EupuBione - Kavotopia otnv Ekmaidevon, Tnv Emuop-
@won Kat To oxedlaouo Matyvidiwvy.

14.Tnv unoé otoixeia A® 15/17338/30.10.2020 (B'4976)
amoégaon tng Atoikovoag Emtporng tou AleBvoug MNave-
moTtnuiou TN ENNado¢ (ur’ap. 19/17.06.2020 cuv.), Tou
apopd otnv idpuon tou Mpoypdupatog MeTanTuXIaKWY
Zmoudwv e Titho «“Immersive Technologies-Innovation
in Education, Training and Game Design (IMT)", Texvo-
Noyiec EpPuBiong - Kawvotopia otnv Ekmaidevon, Tnv
Emuépewon kat 1o oxediaouod Maxvidiwv» tou TURua-
T0¢ MANPOPOPIKAC TNG ZXOANC OETIKWY EMoTnuwy Tou
A1gbvouc Navemotnuiov Tng EANNGSoC.

15.Tnvumo otoiyeia ANO/AAK/25927/2643/03.01.2023
Slamotwtikn mpaén ekhoync MNputavn kat oplopo Teo-
adpwv (4) Avtimputdvewv Tou AM.O. (Y.0.A.A. 4).
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16.Tnv unoé otoiyeia AMO/MP/27669/1883/18.01.2023
(B'267) mpaé&n tou MNputavn tou A.M.0. mou agopd oTov
KaBopIoUO TOU TopEa eUBUVNG KAL TWV ETTIUEPOUC APHO-
SloTHTWY TWV TECoAPWV (4) AvTIpuTAvEWVY Tou Anpo-
Kptteiou Mavemotnuiou ©@pAakng Kal TG OeIPAC avarAn-
pwonc Mputavn, cuPPEWVA e TV TTap. 2 Tou dpBpou 15
Tou v.4957/2022 (A’ 141).

17.Tnv uno otoixeia ANO/AAYKA/XYTK/34656/3306/
708/14.01.2025 mpaén tou Mputavn tou A.MM.0. mepi ava-
OUYKPOTNONG TNG ZUYKANTOU Tou Anuokpiteiou Mave-
moTnNUiov Opdkng yla To akadnuaiko étog 2024-2025.

18.To yeyovoc oti ol Slatdéelc Tng mapovoag Sev ago-
pouv og SlolknTtikr Sladikacia yla tTnv omoia uTTApxEl
umoxpEwon Kataxwplong oto EMAA-MITOZL.

19. To yeyovoécg 6ti amd Ti¢ Statdéelg tng mapoloag
amoaong Sev mpokaleital damavn og BApog Tou Ta-
KTIkoU TpoUmoAoyIopoU Tou I6pUHATOC 1 TOU KPATIKOU
poUToAoYIoHOU, amo@dcioE:

Na eykpivel Tnv Tpomomnoinon Twv apBpwv 4 kat 5
Tou Mpoypdppatog MeTanmtuxiakwy Xmoudwv UE TiT-
Ao, «“Immersive Technologies-Innovation in Education,
Training and Game Design (IMT)", Texvohoyiec Eupubi-
on¢ - Kawvotopia otnv Ekmaidevon, Tnv Emuodpewon kat
10 2xeblaoué Maxvidiwv» Tou TuRpatog MANPo@opPIKAC
Tou A.N.O., w¢ e€NC:

4, ®oitnon - XpoVvIkn SldpKela yla tn xopriynon Twv
TiTAwv

H xpovikr Siapkela yia tnv amovourj Tou Metamtuyi-
akoU Atmwpatog Eidikeuong (M.A.E.) kaBopiletal ava-
Aoya € TO OEVAPLO POITNONG TWV EKMTAIOEVOUEVWVY TO
omoio mepINapBAavel TIC aKOANOUBEC EMAOYEC:

- 210 oevdplo minpoug poitnong (full time) opiletal
kat’ ehdyloto o€ dUo (2) e€aunva omoudwv Kal otn Bepl-
v nepiodo (evtatiko mpdypappa) (75 ECTS), ota omoia
TEPINAPBAVETAL KAL O XPOVOC YIa TNV TUXOV EKTIOVNON Kal
urtooAn Tpo¢ Kpion TNG MeTamTuXIaK ¢ ATTAWUATIKAG
Epyaciac (MAE) i ave€dptntng épeuvac (Independent
Study - IS). (U€Y10TOC GUVOAIKOG XPOVOC amoKTnong Me-
TanmtuxlakoU TitAou: 1 £€10¢).

- 210 0evApIo UEPIKNC Poitnong (part time) opiletal
oe Téooepa (4) e€apnva omoudwv Kal o€ 2 Bepivég ep1o-
Sou¢ (evTaTIKO TTPOYPAUHA) (UEYIOTOG GUVOMKOG XPOVOG
amokTnong Metamtuylakou Tithou: 2 €tn).

To povtélo poitnong Tou MN.M.Z. ival n Acuyxpovn
€€ Amootdoswc Ekmaidevon. H Sidaokalia yivetal katd
75% ouyxpovn €€ amooTAoewc Kat 25% aovuyxpovn &€
ATTOOTACEWC.

5. Mabnpata, yh\wooa didackaiiag, SiSakTikr Kat
EPELVNTIKN ATTACXOANCN TWV HETATITUXIAKWY POITNTWY,
TIPOKTIKEG AOKNOEIG KAl TIIOTWTIKEG LOVASEC

To MN.M.X. cuykpoTeital amod TI¢ aKOAOUBEC BaCIKEG
OUVIOTWOEG:

1. Ta petanmtuytiokd pabripata (Svo amd ta pabnuata
emAoyn¢ pmopei va avtikaBiotavtal and AveEdptntn
‘Epeuva - Independent Study).

2.Tn Metantuylakn Epyaaoia.

5.1. Metamtuylakd padnuata

Ta pobrjpata opyavwvovtal og SU0 evOTNTEG: YTIOXPE-
WTIKA Kkat EmAoync.

To oUVOAO TwV MOTWTIKWY Povadwv tou MAE opiletat
oe 75 ECTS.

H Ave€dptntn Epeuva Independent Study 15 ECTS.

MSc Thesis Project Part | (15 ECTS)

MSc Thesis Project Part Il (15 ECTS).

H Metantuxiakn Epyaocia (MSc Thesis Project Part |
kal MSc Thesis Project Part ) umopei va mepidapdavet
TN MEAETN-EMIAUON BeWPNTIKWV i TTPAKTIKWV TTPORAN-
MATWY TWV EMOTNHUOVIKWY TTESIWV TTOL TTPpAYUATEVETAL
1o MNMZX. H petamtuylakn epyacia pmopei va Sie§dye-
Tal akOUN Kat o€ ouvSUAOUO HE TIPAKTIKY ACKNON O
TIPAYUATIKOUG EPYACIAKOUE XWPOUC, OTIWE BlOPNXAVIES,
EPYOOTNPLA, EPELVNTIKA KEVTPA, ETTIXEIPNOELG TTANPO-
QOPIKNG, EKTTASEVTIKOUG Xwpoug (Dopeic Ymodoxng)
K.ATL 2€ KABe mepintwon, 1000 1o 6éua 600 Kal 0 XWw-
POG-TPATTIOC EKTTOVNONG TNG LETATITUXIOKNA G Epyaciag Oa
TPoUTOBETEL TNV €yypapn €YKPLON TNG ZUVTOVIOTIKNG
Emtponmnc (XE) tou MMX agpot mpwta o Oopéag Ymo-
SoxN¢ UTTOBAAEL YPATTTWC £YYPAPO TIEPLYPAPNG EVOG
project mou emBupei va avaAn@Oei w¢ HETATITUXIAK €pP-
yaoia. 1o oXeTIko €yypago neplhapdvovTal o Tithog
TOU project, 0 WpPog UAoTToinoNG, €AV ival APEIBOUEVO
N Oxl, Kat 1o emMOUUNTS amoTéAeopa. TNy TENIKA emMAOYN
TOU KATAAANAGTEPOUL UTTOYNPIoL Yla TNV avAAnyn Tou
project, Tnv éxet o Dopéag Ymodoxn¢ EMelTa amd Cuvé-
vteuén OAwv Twv evdlapepopévwy (tumou Career Day).

H Ave€dptntn Epeuva - Independent Study 15 ECTS,
akoMouBei Tn @Ihoco@ia ulomoinong Tou Thesis Project
KOl AITOTEAEL HIa €pguva UIKPOTEPNC KAIHaKAC. Q¢ eml-
BAénwv tou Independent Study pnopei va optoBei pévo
Akadnuaikd MéNog Tou METATTUXIOKOU PIE TNV Eyypagn

€YKPION TNG ZuVToVIoTIKAG Emtpornnc.

OtLemAoyég @oitnong yla tnv oAokArjpwon tou N.M.Z.
givat ot akdAouBeg

A Emidoyn (75 ECTS):

- OKTWw (6) poBrpata kopuoL PBaputntag 7,5 ECTS éka-
oTo (45 ECTS).

- Téooepa (4) emhoyng, Baputntag 7,5 ECTS ékaoto
(30 ECTS).

(45 ECTS+30 ECTS)

B Emoyn (75 ECTS):

- OKTW (6) poBrpata kopuoL PBaputntag 7,5 ECTS éka-
oTo (45 ECTS).

- AUo poBnuata (2) emhoyng, Baputntag 7,5 ECTS
ékaoto (15 ECTS).

- Mia avedptntn épeuva (Independent Study) Bapu-
wntag 15 ECTS.

(45 ECTS+15 ECTS+15 ECTS)

I EmAoyn (75 ECTS):

- Oktw (6) paBrjpata koppoL Baputntacg 7,5 ECTS éka-
oto (45 ECTS).

- MScThesis Project Part | Baputntag 15 ECTS (15 ECTS)

- MSc Thesis Project Part Il Baputntag 15 ECTS
(15 ECTS).

(45 ECTS+15 ECTS+ 15 ECTS)

AVOAUTIKA TO TTPOYPAUMA OTTOUSWV EXEl WG EEAC:

METAMNTYXIAKA MAGHMATA

6 CORE Courses (7,5 ECTS-187,5 Wh) ékaoto [1 ECTS~
25Wh]
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1. Fundamentals on Technology Enhanced Learning

2. Fundamentals of Augmented Reality

3. Immersive Software

4, Security and privacy issues in
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 Part | (15)

MSc Thesis Project Part Il (15)

10 E€dunvo (30 ECTS)

YToXPEeWTIKA pabrjpata

‘OAa ta pabruata tou MM eivat iIcodUvapa Kat avtl-
oTOoIKOUV O€ eMTA Kal Yo (7,5 ECTS) mMoTwTIKEG povAadeg
To KaBéva.

Immersive

a/a Course Title ECTS
IMTC1 |Fundamentals on Technology Enhanced Learning 75
IMTC2 [Fundamentals of Augmented Reality 7,5
IMTC3 {Immersive Software 75
IMTC4 |Security and privacy issues in Immersive Technologies| 7,5

20 E€aunvo (30 ECTS)

YTOXPEWTIKA pabnpata

a/a Course Title ECTS
IMTC5 |Cross-Platform Game Development 75
IMTC7 |Fundamentals of Virtual Reality 7,5

MaBrpata emAoyng

a/a Course Title ECTS
IMTC6 {Immersive Systems loT 7,5
IMTC8 {Immersive Technologies for Business Intelligence 7,5
MTP1 [MScThesis Project Part | 15

Ot emAoyég poitnong:

- 2uvéuaouédg SUo UTTIOXPEWTIKWY paBnuatwy (15
ECTS) kat

- 600 padnudatwv emAoync (15 ECTS),

- ekmévnon Metantuxiakng Epyaciag Mépog 1o - MSc
Thesis Project Part | (15 ECTS).

O¢epivi Mepiodog (15 ECTS)

MaBnuata EmAoyrig
a/a Course Title ECTS
IMTET {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
MTP2 |MScThesis Project Part Il 15
IS {Independent Study 15

Ot emMoyéc poitnong:

- Zuvduaouég Vo pabnuatwy emAoyng (15 ECTS),

- Independent Study, (15 ECTS),

- ekmévnon Metamtuxlakng Epyaciag Mépog Il - Thesis
Project Part Il (15 ECTS).

ZNUEIWVETAL OTL TO TTPOYPAUMA OTTIOVdWV PMopEl va
eumoutiCetal and §pAcel TUTIOU EMOTNUOVIKWY CELI-
vapiwy, 6TIoU EMOTAUOVES TTOU KaAouvTal amd To e€wTe-
PIKO, HENN AET, epeuvNnTIKOI POPEIC, ETAIPIES, UETATITUXI-
akoi goltnTtéc Tou NMZ poAémetal va mapouactdlouv
EMKAIPOUC EMOTNOVIKOUC/EPEUVNTIKOUC TTPOBANUATI-
OMOUG OXETIKA HE TO avTIKEipuevo Tou NMMZ. To Zepvaplo
amookorei 1dlaitepa otnV mpowOnon Tou akadnuaikol
S1aldyou péoa amd SIONEEELC KAl EMOTNUOVIKES NUEPIDEC
mou Ba dnpoupyoLV TIC TIPOUTTOBECEIC yia TNV évtaén
KOl CUMMETOXH TWV METATITUXLAKWVY (OITNTWV/TPIWV OTNV
akadnuaikn Kowvotnta.

TNV BEPATIKN) TOU EVTACOOVTAL TA TTAPAKATW AVTI-
Keipeva:

(a) H 81eBvric emotnuovikn emkalpdéTnTa (Véa dnpoat-
€0MATA, ATTOTEAECUATA EPEVVWY, VEEC ETTIOTNUOAOYIKEG
TIPOOEYYIOEILQ),

(Y) Kowvwvikd {nTrApaTta mou amoppéouv anod Tn Tpé-
XOUOA ETMKAIPOTNTA/EMOTNUOVIKH TIPO0S0.

5.2 Metantuxiakn epyacia

H MAE mpaypatomoleitat péoa amd tnv dnlwon dvo
EexwploTwy pabnudatwy

(MTPI) MSc Thesis Project Part | (15 ECTS)

(MTPII) MSc Thesis Project Part Il (15 ECTS)

H Metamtuylakn epyaocia (Thesis Project), amoteAei to
EMOTEYAOUA TWV PETATITUXIOKWY OTTOUSWV TOU PolTn-
TR Kal TNV anmodelén Twv yVwoewv Kat SeEIOTATWY TTou
amokouloe and 1o MN.M.2.

H ME umopei va ivat pia BiAloypa@ikni i EUMEIPIKA
EPELVNTIKA MENETN, ) AVATTTUEN KATTOLOG EQAPHOYAS/
AOYIOUIKOU N OTTo{a GUYKPOTEITAL UE BACN CUYKEKPIUEVO
EMOTNMOAOYIKO TTAAICI0, XPNOIUOTIOLEI SOKIUES EPELVN-
TIKEC neBSSouC kal emPBAémeTal amd diddokovta Tou
TIPOYPAUHATOG.

'O\ec ot ME mapouaoidlovtal Snuéoia. Ot AenTopéPELEG
ouvtaéng, mapdadoong, mapouvaiaong Kat agloAdynong
¢ ME opifovtal Je amoé@acn TnG UVTOVIOTIKNAG Emi-
TpOTNG (ZE).

H Metantuxlakn Epyaocia umootnpiletal dnpocia
EVWTTIOV TPIMEAOUG EEETAOTIKNAG EMTPOTING, TTOU 0pilel
n XuvtovioTtikr Emtponn (XE) Tou [MX kat otnv omoia
ouppeTEXOLV O eMPBAEMWY Kat 80O (2) AANoL KaBnynTEC.

5.2a Ave€dptntn Epeuva (Independent Study)
(15 ECTS)

H Ave€dptntn Epeuva (Independent Study) amotehei
pta pikpdtepnG KAipakag Thesis Project, n omoia amooko-
niei otn o€ faBo¢ e€e1dikeuon TV yvwoewv Kat Se€loTh-
TWV evOg @ottnTA Tou NMME 0€ CUYKEKPIUEVN EPELVNTIKN
mepLoxA.

H Ave&aptntn Epguva umopei va eivat pia BipAioypagi-
K1\ 1] EUTTEIPIKN) EPEVVNTIKN MENETN, 1 AVATITUEN KATTOLOG
€pappoyng/Aoylopikol n omoia cuykpoTeital pe Bdon
OUYKEKPIUEVO ETMOTNUOAOYIKO TIAAICIO, XPNOIUOTIOLE
OOKIUEC EpELVNTIKEC eBBOOUC Kal emPBAEmeTaL Ao Si-
Sdokovta Tou TTPOYPAUUATOC.
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H Avefaptntn Epeuva cuvodeletal amd ypamto Kei-
HEvO.

Ot Aemtouépeleg ouvtaéng, mapadoong, mapouaiaong
kat alohéynong tng ME opifovtal pe amdégaon tng Xu-
VTOVIOTIKAG Emitporing (ZE).

5.3. MapakoAouBnon pabnuatwyv

(0) Oha ta MaBnuata mpoUmoBETouy Tn OTEVH CUVEP-
YOoia TwV JETATTTUXIAKWY QOITNTWV HE Tov SiddokovTtan
ormoia Siac@ahiletat pe tn xprion ESIKA¢ EKMatdeUTIKNAG
M\ateoppag HAektpovikng Mabnong (tumou Moodle).
AvaAOyw¢ Tou eKTTAISEUTIKOU OEVAPIOU TNG EVOTNTAG
OANG KAl TWV EKTTAISEVTIKWY avayKwy, Sduvatal va yivel
xprion texvoloylwv TnAeSiaokéPewv (tummov Zoom) 1y
video on demand.

(B) H mapakoAoUOnon tou EmoTtnpovikou Zeuvapiou
€ival UTTOXPEWTIKN 1 TIPOAIPETIKH YIO TOUG POITNTEG TTOU
gival eyyeypappévol oto MM kat opiCetal amo tov S184d-
OKOVTA 0 0TT0i0¢ €ival UTTELBUVVOC YIa TNV OPYAVWGT] TOU,
Yla TNV KATAPTION TOU TTPOYPAMMOTOC TWV OMIANTWY KAl
Yla TIG AKASNUATKEG UTTOXPEWOTELG TWV EYYEYPAUUEVWY
@OITNTWV KABW¢ Kal TNV afloAdynon autwv. & KAbs
TMEPIMTWON, amatteital n cuuEwvn yvwpn tng 2E. To
TTPOYPAUMA Oepvapiwy Ba pémel va katatiBetal otnv
2E éva pva miptv tnv évapén tou MM,

5.4 AloAoynon goltnTwv

H a&loAoynon tng emidoong Tou @oltnTh yivetatl Ye
OKEPALOUC Kal looug Babuolg otnv KAipaka 0 (undév)
€w¢ 10 (6éka). Ot BaBuoi amd 5 (mévte) €wg 10 (Oéka)
Bewpeital OTI KAAUTITOLV TIC ATTAITIOELG TOU Hadnua-
TOC. BaBuodc xapnAotepog tou 5 (mévte) onuaivel 6Tt o
QOITNTHG UTTOXPEOUTAL EiTE VA EMaVAAA3EL TO avTioToL O
pAONua f va emAéEel ANNo oTn B€on Tou (o€ TEPImTWON
paBnpatog emAoynic).

>1n Seltepn mepimTwon To ABnpa 0TO OTTOI0 ATTETUXE
SlaypageTal amo Tov PAKENS Tou.

Emiong, n ME kat n Ave€dptntn Epeuva, umopei va ab-
pohoynBoulv amo tov EmPAémovta 1j kat tnv Emtpomm)
A&loAdynong otny idla KAipaka pe aképaia r 1ior po-
vdada. O péoog 6po¢ Babuoloyiag mou mpokUunTel dia-
HOPPWVETAL O€ ApIOUS TTOU UTTOPE( VA TIEPIEXEL HEXPL KA
600 Sekadikd Pnepia.

5.5 BaBpog Metamtuyiakou Atmdwpatog Eidikeuong (MAE)

O BaBudc Tou MAE umoloyiletal w¢ akoAouBwc: O
Babuoc evog ekdoTtou Twv Mabnudtwy Kat OgUATwy Tou
TTAPAKOAOUBNCE EMTUXWE O POITNTAC 0TaA VO £€TN OTIOU-
Swv Tou, KaBw¢ kat o Babuog tng ME moAamhactaletal
ME TOV apIBUO TWV MOTWTIKWY HovASWV TToU TOU avTl-
otolxoLv katd to Mpdypapua Xmouvdwv. To dBpoloua
TWV EMUEPOUC YIVopEVwyY Slalpeital e TO GUVOAO TwV
ECTS (90) ka1 e€ayetal o BabBuodg AmA\wuatog, o omoiog
pmopei va mepléxel péxpl kat Svo dekadikd Ynoyia.

O Babuodg MAE amo 8.50 kal avw xapaktnpiletal wg
«AploTtom.

O BaBuog MAE ané 6.50 éw¢ 8.49 xapaktnpiletal wg
«Niov Kahwe.

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

5.6 Mapdtaon kat avaoTtohr oitnong Metantuyia-
KOG/N oItnTNC/TPLa TTou ASYW ONUAVTIKOU KWAUMATOG

Sev duvartal va mapakolouBrioel ta pabrjpata tou Mpo-
ypAupatog pmopei pe aitnon tou mpog tnv XE va {ntn-
o€l ddgla avaoToANC TNG POITNONG TOU Yld éva eEAUNVO
Kal avtioTolyn mapaTacn Twv omoudwv Tou. AVOoTOAN
@oitnong umopei va §00¢i To oA yia duo e€aunva, ou-
VEXOMEVA A UN.

Opoiwg PeTd amd TeKPNPIWHEVN aitnon @oitnNTA A
(POITNTPLAC TTOU TTIPOCUTIOYPAPETAL amd Ttov EmPAémo-
via pmopei va 500ei mapdtaon evog e€aurivou yia tn
ouumAnpwon ¢ ME. H mapdtaon pmopei va avavewBei
yla éva akopn e€aunvo.

Metd tnv cupunmAnpwon 6V NUEPOAOYIAKWY ETWV ATTd
TNV TIPWTN EYYPAQN TOU/TNG @ortnTh/TPlag (MArjpoug
poitnong) mou eV €XEl CUPTMMANPWOEL TIC AKASNMAIKEC
TOU UTTOXPEWOELG Kal Sev €xel amo@oltrioel amd 1o MM
Slaypdgetat petd amoé amoégaon tng XE.

5.7 N\wooa Aidackahiag AyyAikn NMwooa.

5.8 AdakTikn Kal Epeuvntiki AmacyxoAnon twv Meta-
TITUXLOKWV POITNTWV

O Metamtuylakoi ®ortntég Ba pmopouv, LoTEPA Ao
ané@aon NS Xuvéleuvong EBIkA¢ Z0vBeong Tou Tun-
MOTOG Kal TNG ZUVTOVIOTIKAG EMITPOTAC, va emikoupolv
KaBnyntéc tou TUNUATOC O€ PPOVTIOTNPIAKES AOKNOELG
r/kat epyaoctrpla tou MNpomntuxiakoL MNpoypdupatog
>moudwy, KABWE KAl VA CUPPETEXOUV OE EPEVVNTIKA
£PYQ KAL TTPOYPAMMATA, OXETIKA UE TO ETOTAOVIKO TOUG
QVTIKEIPEVO.

5.9 Evapé&n kat katabeon artroewv

H évapén tou mpoypduuatog Oa mpaypatomoleital Tnv
1n OktwRpiou KABE NUEPOAOYIOKOU £TOUC, EVW N KATA-
Beon aitoswv Ba yivetal péxpl TNV nuEpopnvia mou Ba
amo@acilel n XE tou NMMX.

H kataBeon artrioewv Twv AveédptnTwy ZmoudaoTwyv
pmTopEi va yivetal ka’ oAn tn SidpKela Tou NUEPOAOYI-
akoU £Toug péXPL VO unveg Tiplv TNV évapér Tou KAbe
e€aunvou.

6. ApIOUOG TWV PETATITUXIOKWY OITNTWVY, ot SuvaTo-
TNTEG KAl Ol AVAYKEG TOU TUAMATOG O€ TIPOOWTTIKO Kal
UAIKOTEXVIKH UTTOSON Yla TNV aTTPOCKOTTN AElToupyia
Tou [IMX

6.1 ApIOUOC TWV PETATITUXIOKWY POITNTWV

O ap1BuoC orTNTWY avd £€To¢ 0TO TTPOYPAUUA opileTal
o€ ekato (100) w¢ PO TO AVWTATO OPLO TOU.

Amaitolpeva AlKaloAoynTikd

- Aitnon.

- Bloypa@iko Enueiwpa.

- AVO (2) ZuoTtaTikég EmOoToAEC.

- Akadnpaikoi Tithot (Mtuyia, Tuxdv e€eldIKEVOEIG K.ATT).

H emAoyn Twv vrmoPn@iwv yivetal petd amod aloAoyn-
on Tou PaKENoL uTToPnELéTNTAC amd TV XE yia 1o €dv
oLuTToYr@Lol £xouv OAa Ta AmAITOUUEVA SIKALOAOYNTIKA
WOTE VO OUVEXIOOUV O€ TTEpAITEPW a&loAoynon. ENAITEIG
@akelol Ba amoppintovTat.

O1mAnpelg dkehot ummoPneidtTnTag Ba alodoyouvtal
pe Baon:

1. Akadnpaikd/epeuvnTikd KpLTrpla.

2. Tuxov EmayyeA\patikd Kpitripla.

6.2 O1 SuvatdTNTEC KAl Ol avAyKeC Tou TUARUATOC O
TIPOOWTTIKO KAl UNIKOTEXVIKI UTTOSOUN
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To Mpoypappa Metanmtuxtakwv Xmoudwv Oa Aettoup-
YAOEL OTIC EYKATACTACELG TOU TUAMATOG MANPO@OpPIKAG
Tou A.lM.0., ye TV undpyxouoa urodour} 0TV omoia Te-
pAapBavetal eE0MAIOUOC UPNAAC TEXVOANOYIAC.

7. Xpovikn didpkela Asitoupyiag tou NME, avaluTikod
KOOTOG TNG AVAYKAIaG UAIKOTEXVIKAG UTTOSOUNG Kalt AEL-
Toupyiag, mnyég xpnpatoddTnong Tou

7.1 Xpovikn Sldpkela Aettoupyiag Tou MM

To MMZ Ba Aertoupynoel anmoé Tnv évapén Tou Kat yia
TO EMOPEVA OKTW aKAdNMATKA £Tn. MeTd tn AREN TG Te-
p166ou autng, Ba aloloynBei n SuvatdTnTa cuvéXiong
NG AEIToUPYiag Tou COPPWVA HE TIC TTIPOPAETTOUEVEC
Slataéelc.

7.2 K&60T10¢ TNG avaykaiag UNIKOTEXVIKAG UTTOSOUNG Kal
Aettoupyiag (tnolo)

To €T 010 KOOTOC AetToupyiag Tou MM (mArjpouc Kat
HEPIKAC poiTtNoNG) Yia ToV EVOEIKTIKO aplBud ekatd (100)
omoudaoTwv urmtohoyiletal o 400.000 evpw KAl KATAVE-
METAl WE €ENC:

A/A KATHTOPIA AAMANHE MNOZA (o€ cupa)
1 |Kdotog Ekmaibevong 168.000
2 |Kéotog BonBwv Kabnyntwv 6.000
3 |Ipappateiakn Ymootpién 1 10.000
3 |lpappateakn Ymoothpi§n 2 10.000
4 |Texvikn Ymootipién 1 9.000
5 |Texvikn Ymootrpién 2 9.000
6 [Méhog1MMX 6.000
7 [Méhog2 MM 6.000
8  |Méhog3 MM 3.000
9 |Méhog4 MM 3.000
10 | AwcvBuvtrig Msc 14.000
1 |Metakvioeig 6.000
12 |MpoPoAi 6.000
13 |E¢omhiopog 15.000
14 |Aomd (Avadwotpa Zuvtripnon E§omhiopon) 9.000

Mépiko Zovoho (70%) 280.000
Eppeoec Aamdveg (30%) 120.000
YYNOAO 400.000

To k6oTOG ava @ortntr Tou NMX avepxeTal 0To TOCO
TwvV 4.000 eupw ave€dptnTa ammd To CEVAPIO POITNONG
(full time, part time).

‘Eva TUrina MaBnpatog To ommoio CUYKEVTPWVEL TTAEOV
TWV €iKOO1 TEOCAPWY (24) portnTwy dUvaTal va aracyo-
Aei mp6oOeTO PonONTIKO SISAKTIKO TTPOCWTIKO.

Oa UMopEl va UTTAPXEL HEPIMVA EKTTTWOEWY O ELSL-
KEG Katnyopieg omoudaoTtwy (.. AMEA, moAUTekvoug,
ouadeg ekmaldevopévwy Tou anmacyxolouvtal otny idla
ETIXEIPNON KAL),

Ta mapamnavw mood sivail Suvatdv va tpomomoinbouv
JE amé@aon NG Zuvéleuon g Tou TUNUATOG, ETEITA Ao
OXETIKN £101YNON TNG ZUVTOVIOTIKNAG Emitporig tou NMX
(BA. 4pBpo 9).

7.3 Mnyéc xpnuatodoétnong tou MM

To k60TOC Aertoupyiag Tou MM Ba kaAuvBei amo
SidakTpa Kal xopnyieg META Ammd CUUPWVN YVWHN TNG
Yuvéleuong tou Turuatoc. Emiong mépot avapévetal va
TIPOKUTITOUV Kal ATTO TNV EKTEAEON EPELVNTIKWV TIPO-
YPAUUATWY, TNV avantuén, mapaywyr Kat aflomoinon
ekTTatdeUTIKOU VAIKOU ota TAdiola tou NMMZ, mapoxéc,
Swpeéc Kal KAnpodoTtruarta.

8. Zuvéheuon Edikni¢ ZuvBeong (ZEY)

Anaptiletal and tov Npoedpo tou Turuatog MNMAnpo-
@OopIKNC, Toug Kabnyntég tng Zuvéhevong tou TUUaTog
Kat SUo (2) peTantuxlakoug gortnTég Tou MM,

9. XuvtovioTtiki Emtpor (XE) Tou MM

Eivat appodia yia tnv mapakoAoBnon Kal To GUVTOVI-
oo Tou MM amoteleitat amd mévTe (5) péAn Kat opiletal
amo Tn Zuvéleuon Tou Tunuatoc.

Q¢ Mpoedpoc ¢ ZE opiletal o Aleubuvtig Tou NMME.
1o Méhoc: Aertoupyei wg Avaminpwthc AleuBuvTrig Tou
MMZ kat avtikaBiotd tov Alevbuvth Tou NMMX o€ mepl-
TITWOELC TToL 0 AleuBuvTnc Sev gival Slabéaoipog, elonyei-
TAl OMIANTEC, OeUIVApLa K.ATT., cuvTtovilel Toug e§wTepl-
KoU¢ Akadnpuaikoug Zuvepydteg Tou MM,

20 MéMog: Aertoupyei wg ZuvtovioTrig Twv Evpwra-
KWv Etaipiiv mou ouvepydlovtal Kat TAAICIWVOUV TO
MNMMZ opyavwvovtag mapdAnAa TIC NUEPES KAPLEPAG
(Career Days), avalntd VEEG CUVEPYELEG KAL TTOPOUG XPN-
patoddétnong tou NMME.

30 Méhog: Eivat umetBuvo yia pdoeig Sidxuong tou
MNMMZ, Slaywviopoug, mpofoAr KA. kal cuvepydletal
UE To 20 MéNo¢ yia Tnv opydvwon twv Career Days tou
MMz,

40 MéMoc: Eivat ure0Buvo yla To GUVTOVIOUO TWV EPEV-
vnTIKwv dpacewv Tou MM, ayopdc kat Stabeong e€omAt-
OMOU, GUVTOVIOUO Kal TapakohouBnon Twv Independent
Study.

10. AlevBuvTrig Tou MM

O AtevBuvTrig Tou NMMX €xel Tn SIOIKNTIKN HEPIUVA TOU
MMZ kat TV €uBUVN TNG ATTOTEAECUATIKAG EQPAPHOYNG
Tou Mpoypdupatog yia tpia Xpovia pe Suvatdtnta na-
VEKAOYNC.

Elonyeital otn ZuvtovioTik Emtpomnn kal otn Zuvé-
Aevon E81kn¢ ZuvBeong Tou TUAUaTog kKabe B€ua mou
aPOPA TNV ATTOTEAECHATIKN EQapuoyr Tou MM,

Mpoedpevel Tng XE.

11. Emotnpovikn ZupBouleuTiki Emitpornn) (EXE)

H kpiTikn amotiunon Kat oploBétnon Twv Kateubuvoewv
Tou MMMX Ba yivel ano TPIUEN CUUBOUAEUTIKN EMITPOT,
amoteAoUEVN amd SIAKEKPIUEVOUC ETIIOTHOVEC CUUPW-
va UE TIG SI1EBVEIC TTPAKTIKEG KA TIC AVAYKES TNG EANNVIKNAC
olkovouiag kal kovwviac. Méoa oTic appodiotnteg tng EXE
givat kat n xapaén otpatnyikwy £peuvag kat Stéackaliag
KaBwg Kat n mpoaBnkn A/Kal aQaipeon CUYKEKPIPEVWY
padnuatwv. O opIoHOC TNG EMTPOTAC AUTAC YiveTal amd
Ta MEAN TNG ZuVTOVIOTIKNG Emtporrig Tou MMX.

12. Tpappateia MNpoypdupatog

Oa mpooAn@BoLV yia TN YPAUMATEIAKN amacxoAnon
oto MMZ, rtuxlovuyot AEl, pe dptotn yvwon H/Y, urinpe-
olwv Internet kat mTuyio y\wooopdBetag AyyAkni¢ yYAwo-
oag (emmédou Proficiency ) ouva@éc), ue amodedetypévn
avaloyn €pYaclakr EUmelpia.
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13. Texviko MNpoowmiko

Qg texvikoi tou MM 6a mpooAn@Bouv mtuxtovxot AEI
pe amodedelyévn EMAYYEAUATIKN TTEVTAETH EUMELPia
oToug akdAouBou¢ Topeic:

- Web development kat yneglomoinon uUAIKov.

- Alaxeipion server kat Learning Management Systems
(tummou Moodle j avdhoyn¢ mAat@opuag).

- Aiktua kat service H/Y.

- HAektpovikd kat Zuotripata TnAedidokeync.

14. Kpttripla emMAOYNG LETATITUXIAKWY POITNTWV

- BaBuoMoyia: Zuvektipnon tou Babuou mtuyiov,
¢ Babuoloyiag ota mpomtuxlakd pabrjpata mou &i-
val oXeTIKA e Ta padrpata tou MM kat Tou fabuov
SIMAWUATIKAG Epyaciag (6Tou autr mpoBAémeTal 0To
TIPOTITUXLOKO £Timedo.

-MwoooudBela: H motomoinuévn amo emionuoug go-
PEIC yvwon TNC ayyAIKRC YAWooAS, OTIWE TTPOKUTITEL ATt
TNV Katoxn evog amo ta e€n¢ mtuyia: (a) ENnviké Mtuyio
Mwoooudbelac yia tnv AyyAikn MNwaooa emimédou Tou-
Adxiotov B2 rj d\ho 1coduvapo, (B) IELTS, pe edyioto
Babuod 6,5 mou va éxel amOKTNOEI 0TO NUEPOAOYIOKO £TOC
péXpLTEOOEPQ XPpOovIa TPt amd Tn Snuociceuon Tng mpo-

knpuéng, (y) TOEFL, pue eAdxioto Babud 180, mou va €xel
amokTNOei 0TO NUEPONOYIOKO £TOC UEXPL TEGOEPA XPOVIA
mipv and Tn dnpoocisuon tng mpoknpuéng kat (8) mtuyio
amno AyyAogwvo MNavemoTtripio fi mtuxio AyyAIKAG @INo-
Moyiag, (€) emapkela ayyMKig YA\wooag mou xopnyei to
KévTpo E&vwv YAwoowv tou AIMAE.

- JUVEKTIUNON TNG EPEVVNTIKNAG KAl EMAYYEAUATIKNG
eumelpiag Twv umoPn@iwv.

15. Aibdokovtec oto [TMX

>1n S1dackahia TwvV HETATTTUXIAKWY pabnudtwy d0-
VATAL VO CUMHETEXOUV EKTOC amTO péAN AEN Tou Tunua-
106 MANPOPOPIKAG KAl HEAN AWV TUNUATWY Tou AMNO
N HéAN AEM mavemotnuiwy TG nuedamng Kat TG ai-
Nodamng, kKaBw¢ kKal AAeG katnyopieg S16a0KOVTWYV
olpPWva pE To ApBpo 5 Tou v 3685/2008 (A’ 148) kal
Tov v. 4009/2011.

H d1dackalia Twv pabnudtwy Kal Twv AoKAGEWY 0TO
MNMMZ, avatiBetal and tn ZuvtovioTikr Emtponn tou
MMX pe amdégaon tng, LoTEPQ amod l0nynon TG Zu-
véheuong Twv peAwv AEM tou Turuatod. Ta pékn AEN
Sev eMTPEMETAL VA ATTACXOAOUVTAL ATTOKAEIOTIKA UOVO
oto NMX.
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NMAPAPTHMA

MSc in
Immersive Technologies-
Innovation in Education, Training and Game Design (IMT)
Mpoypauua MM

15t Semester

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°*

COURSE TITLE | IMTC1: Fundamentals on Technology Enhanced Learning

INDEPENDENT TEACHING ACTIVITIES
WEEKLY
if credits are awarded for separate components of the course, e.g.
TEACHING CREDITS
lectures, laboratory exercises, etc. If the credits are awarded for the

HOURS

whole of the course, give the weekly teaching hours and the total credits
Lectures Bl
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
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general background,
special background, specialised general

knowledge, skills development

PREREQUISITE COURSES: | None

LANGUAGE OF INSTRUCTION and | English
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

® 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.

¢ Identify different kind of educational technologies and how they can be used.
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e Develop concepts for online learning and teaching scenarios
e 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

Adapting to new situations
Decision-making

Working independently

Team work

Working in an international environment
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

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?

Project planning and management

Respect for difference and multiculturalism

Respect for the natural environment

Showing social, professional and ethical responsibility and

sensitivity to gender issues

Criticism and self-criticism

Production of free, creative and inductive thinking

Others...

Search for information

Working independently

Team work

Project planning and management

Production of new research ideas

(3) SYLLABUS

The taught modules concerning:

1. Introductory Concepts

History of Online Education

2
3
4. Learning theories
5
6

Multimedia Theory

Basic Concepts in technology enhanced learning

Information systems for teaching and learning
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7. Microlearning — learning objects (videos)

8. Open Educational Resources

9. Research methodologies / research design in the field of technology enhanced learning

10. Future of educational technologies

(4) TEACHING and LEARNING METHODS - EVALUATION

DELIVERY

Face-to-face, Distance learning, etc.

Distance Learning (synchronous and asynchronous)

USE OF INFORMATION AND
COMMUNICATIONS TECHNOLOGY

Use of ICT in teaching, laboratory education,

communication with students

Online-presentation with the help of slides, Website of the
course with supporting and auxiliary material, Contact by e-
mail / discussion forum. In Seminars, implementation of

learning and teaching concepts for using technology in

education.

TEACHING METHODS Activity Semester workload
The manner and methods of teaching are Lectures 39
described in detail.

Tutorial Exercices: Selected 39
Lectures, seminars, laboratory practice,
fieldwork, study and analysis of bibliography, exercises are solved
tutorials, placements, clinical practice, art concerning different topics
workshop, interactive teaching, educational in technolo gy en hanced
visits, project, essay writing, artistic creativity, . )

learning. Implementation
etc.

of methodologies and

concepts of how to use
The student's study hours for each learning technologies for education.
activity are given as well as the hours of non-
directed study according to the principles of the Individual or team project 55
ECTS

Individual Study 54.5

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

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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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 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
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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
WEEKLY
if credits are awarded for separate components of the course, e.g.
TEACHING CREDITS
lectures, laboratory exercises, etc. If the credits are awarded for the whole
HOURS
of the course, give the weekly teaching hours and the total credits
Lectures 3
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 | English
EXAMINATIONS:

IS THE COURSE OFFERED TO | No
ERASMUS STUDENTS

COURSE WEBSITE (URL)
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(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 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:

e 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

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

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

e Apply AR-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 Enact a variety of roles in a technical project team, as determined by the requirements of agile

project management approaches
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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 and Project planning and management

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

Working independently sensitivity to gender issues
Team work Criticism and self-criticism
Working in an international environment Production of free, creative and inductive thinking

Working in an interdisciplinary environment

Production of new research ideas Others...

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
HCl methodologies (Evaluation, Design Thinking)

1

2

3

4. Perception
5. Software Engineering
6

History of AR
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7. Technology Overview
8. Geometric Algebra
9. Storytelling with AR
10. Design Inspiration
11. Careers in AR
12. Research Directions
e  Workshops:
1. Modelling AR UI/UX
Markers
Gaze
3D modelling
Gesture
Voice

3D scanning and animation

g & @ & o> » N

Spatial Understanding

(4) TEACHING and LEARNING METHODS - EVALUATION

DELIVERY

Face-to-face, Distance learning, etc.

Distance Learning (synchronous and asynchronous)

USE OF INFORMATION AND
COMMUNICATIONS TECHNOLOGY

Use of ICT in teaching, laboratory education,

communication with students

Presentation with the help of slides, Website of the course
with supporting and auxiliary material, Contact by e-mail. In
Seminars, implementation of methodologies and algorithms

in real problems in Unity 3D.

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 39
Tutorial Exercises 39
Individual or team project 52

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.
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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 31.5
Course total 187.5
STUDENT PERFORMANCE
EVALUATION
Description of the evaluation procedure Final mark is calculated based on the following:
Language of evaluation, methods of e (20%) High-quality contributions to the Discussions

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

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 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

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

e Handbook of Augmented Reality. Furht, B.

e Understanding Augmented Reality. Concepts and Applications. Alan Craig.
e |SMAR - The IEEE International Symposium on Mixed and Augmented Reality
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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

INDEPENDENT TEACHING ACTIVITIES WEEKLY

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

of the course, give the weekly teaching hours and the total credits

Lectures 3
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 | English
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
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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

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.

e |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 and Project planning and management
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

Working independently sensitivity to gender issues
Team work Criticism and self-criticism
Working in an international environment Production of free, creative and inductive thinking

Working in an interdisciplinary environment

Production of new research ideas Others...

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
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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)

©ENOU A WN R

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

Face-to-face, Distance learning, etc.

Distance Learning (synchronous and asynchronous)

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 39
Tutorial Exercises: Practical 39

implementation of building
immersive software in
various programming
environments.

Individual or team project 55
Individual Study 54.5
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

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 Jonathan Linowes, “Augmented Reality for Developers: Build practical augmented reality
applications with Unity, ARCore, ARKit, and Vuforia”, Packt Publishing, 2017, ISBN-10:
1787286436

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

e 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

e Augmented Reality Journal (Oxford Academic)

e Virtual Reality Journal (Springer)

e International Journal of Virtual and Augmented Reality (IGI Global)
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IMTC4: 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¢
COURSE TITLE | IMTC4: Security and privacy issues in Immersive Technologies
. . INDEPENDENT TEACHING ACTIVITIES WEEKLY
if credits are awarded. for separate compf)nents of the course, e.g. TEACHING CREDITS
lectures, laboratory exercises, etc. If the credits are awarded for the whole HOURS
of the course, give the weekly teaching hours and the total credits
Lectures 3
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 | English
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.
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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.

e |dentify and implement appropriate security and privacy solutions.

e 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 and Project planning and management
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

Working independently sensitivity to gender issues
Team work Criticism and self-criticism
Working in an international environment Production of free, creative and inductive thinking

Working in an interdisciplinary environment

Production of new research ideas Others...

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
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(3) SYLLABUS

The taught modules concerning:

Cryptography

Communications security

Data Privacy

Privacy enhancing technologies
Safety protection
Safety-critical systems

NI ORI R

Introduction to Information Security
Threats and Security Management

Authentication and access control mechanisms

(4) TEACHING and LEARNING METHODS - EVALUATION

DELIVERY

Face-to-face, Distance learning, etc.

Distance Learning (synchronous and asynchronous)

USE OF INFORMATION AND
COMMUNICATIONS TECHNOLOGY

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

Presentation with the help of slides, Website of the course
with supporting and auxiliary material, 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 39
Tutorial Exercises 39
Individual or team project 55
Individual Study 54.5
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

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
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2"d Semester

IMTC5: 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 | IMTC5: Cross-Platform Game Development

INDEPENDENT TEACHING ACTIVITIES

WEEKLY
if credit: ded t ts of th .g.
if credits are awarde for. separate componetn s of the course, e.g TEACHING CREDITS
lectures, laboratory exercises, etc. If the credits are awarded for the HOURS
whole of the course, give the weekly teaching hours and the total credits
Lectures 3
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 and | English
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
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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 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 and Project planning and management
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

Working independently sensitivity to gender issues
Team work Criticism and self-criticism
Working in an international environment Production of free, creative and inductive thinking

Working in an interdisciplinary environment

Production of new research ideas Others...
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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

I A first person shooter game

II. A word Search puzzle

M. A card game

(4) TEACHING and LEARNING METHODS - EVALUATION

DELIVERY

Face-to-face, Distance learning, etc.

Distance Learning (synchronous and asynchronous)

USE OF INFORMATION AND
COMMUNICATIONS TECHNOLOGY

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

Interactive web-based learning management systems 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 Activity Semester workload
The manner and methods of teaching are Lectures 39
described in detail.
Tutorial Exercises: Selected 39

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.

exercises are solved
concerning different topics
in game development
processes. Implementation
of methodologies and
algorithms to real
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The student's study hours for each learning pr0b|ems exploiting game

a'ctivity are given as VI{E/I as the ho'ur.? of non- engines like Unity and their

directed study according to the principles of the

ECTS assets.
Individual or team project 55
Individual Study 54.5
Course total 187.5

STUDENT PERFORMANCE

EVALUATION

Description of the evaluation procedure

Language of evaluation, methods of
evaluation, summative or conclusive, multiple | Fijna| mark is calculated based on the following:
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, Projects

e (20%) High-quality contributions to the Discussions
e  (80%) Written essays-reports/ Individual or Group

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]. Availab
https://www.yoyogames.com/blog/540/education-learning-to-program. [Accessed: 26-Dec-2019].

e “FREE Book: Creating Games with Stencyl - Level 01.” [Online]. Availab
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 :
ed., Sebastiano M. Cossu, eBook - Amazon.com.” [Online]. Available: https://www.amazon.com/Gan
Development-GameMaker-Studio-Language-ebook/dp/B07X8TZQ14. [Accessed: 26-Dec-2019].

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

e “Learning Stencyl 3.x Game Development: Beginner’s Guide: Innes Borkwood: 97818496959¢
Amazon.com: Books.” [Online]. Availab
https://www.amazon.com/gp/product/1849695962/ref=as_li_tf_tI?ie=UTF8&camp=1789&creative=932
&creativeASIN=1849695962&linkCode=as2&tag=stencylbook-20.

e “The Computer Games Journal - Springer.” [Online]. Available: https://link.springer.com/journal /408t
[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

WEEKLY
i dit: ded t ts of th .g.
if credits are awarde 'for separate compf)nen s of the course, e.g TEACHING CREDITS
lectures, laboratory exercises, etc. If the credits are awarded for the whole HOURS
of the course, give the weekly teaching hours and the total credits
Lectures 3
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, | Specialised general knowledge
special background, specialised general
knowledge, skills development

PREREQUISITE COURSES: | None

LANGUAGE OF INSTRUCTION and | English
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.
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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

e |dentify the available hardware technologies for implementing 3D user input interfaces and
interaction techniques

e Explain computer vision concepts for scene understanding

e Describe light, optics, and motion tracking techniques

e 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 and Project planning and management
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

Working independently sensitivity to gender issues
Team work Criticism and self-criticism
Working in an international environment Production of free, creative and inductive thinking

Working in an interdisciplinary environment

Production of new research ideas Others...

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
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Production of free, creative and inductive thinking

(3) SYLLABUS

The taught modules concerning:

3D Interaction Techniques

Light and Optics
Motion Tracking

©E NV A WN R

. loT Embedded Systems

10. xR Trends and Future Applications

Introduction to Immersive Systems
Hardware Technologies for 3D User Interfaces
3D User Interface Input Hardware

Computer Vision for Scene Understanding

Technologies for Immersive Hardware Interconnection

(4) TEACHING and LEARNING METHODS - EVALUATION

DELIVERY

Face-to-face, Distance learning, etc.

Distance Learning (synchronous and asynchronous)

USE OF INFORMATION AND
COMMUNICATIONS TECHNOLOGY

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

Presentation with the help of slides, Website of the course
with supporting and auxiliary material, Online 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 39
Tutorial Exercises: Selected 39
exercises are solved
concerning different topics
of the course.
Individual or team project 55
Individual Study 54.5
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

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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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 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 Jerald. 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

e International Journal of Virtual Technology and Multimedia, Inderscience

e International Journal of Virtual and Augmented Reality, |Gl

e |EEE Internet of Things

e PRESENCE: Virtual and Augmented Reality, The MIT Press
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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
i dit: ded t ts of th .g.
if credits are awarde 'for separate compf)nen s of the course, e.g TEACHING CREDITS
lectures, laboratory exercises, etc. If the credits are awarded for the whole HOURS
of the course, give the weekly teaching hours and the total credits
Lectures 3
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 | English
EXAMINATIONS:

IS THE COURSE OFFERED TO | No
ERASMUS STUDENTS

COURSE WEBSITE (URL)

(2) LEARNING OUTCOMES

Learning outcomes
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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 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 and Project planning and management
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

Working independently sensitivity to gender issues
Team work Criticism and self-criticism
Working in an international environment Production of free, creative and inductive thinking

Working in an interdisciplinary environment

Production of new research ideas Others...
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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. Open an app in Google cardboard

12. Challenges in VR

© P NO U A BN R

(4) TEACHING and LEARNING METHODS - EVALUATION

DELIVERY Distance Learning (synchronous and asynchronous)
Face-to-face, Distance learning, etc.

USE OF INFORMATION AND Presentation with the help of slides, Website of the course
COMMUNICATIONS TECHNOLOGY with supporting and auxiliary material, Contact by e-mail. In
Use of ICT in teaching, laboratory education, Seminars, implementation of methodologies and algorithms

communication with students ; . .
in real problems in Unity 3D.

TEACHING METHODS Activity Semester workload
The manner and methods of teaching are Lectures 39
described in detail.
. . Tutorial Exercises 39
Lectures, seminars, laboratory practice,
fieldwork, study and analysis of bibliography,
tutorials, placements, clinical practice, art Individual or team project. 50
workshop, interactive teaching, educational
visits, project, essay writing, artistic creativity, Feedback will be given as students
etc. attempt practical problems. The

project builds on the knowledge
from the lectures and workshops,
The student's study hours for each learning and the feedback given du ring
activity are given as well as the hours of non-
directed study according to the principles of the
ECTS

classes will inform the student in
their attempts on the final project.
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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 335
Course total 187.5
STUDENT PERFORMANCE
EVALUATION

Description of the evaluation procedure

Final mark is calculated based on the following:
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 Projects (or any combination)
presentation, laboratory work, clinical
examination of patient, art interpretation,
other

e  (20%) High-quality contributions to the Discussions
e (80%) Written essays-reports/ Individual or Group

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

(5) ATTACHED BIBLIOGRAPHY

- Suggested bibliography:

- Related academic journals:

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

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

e 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

e 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

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

COURSE TITLE | IMTCS8: Immersive Technologies for Business Intelligence

INDEPENDENT TEACHING ACTIVITIES WEEKLY

if credits are awarded' for separate compf)nents of the course, e.g. TEACHING CREDITS
lectures, laboratory exercises, etc. If the credits are awarded for the whole HOURS

of the course, give the weekly teaching hours and the total credits

Lectures 3
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 | English
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.
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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 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.

e |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

e Implement basic immersive applications for business problems

e 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 and Project planning and management
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

Working independently sensitivity to gender issues
Team work Criticism and self-criticism
Working in an international environment Production of free, creative and inductive thinking

Working in an interdisciplinary environment

Production of new research ideas Others...

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 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

©ENDU A WN R

(4) TEACHING and LEARNING METHODS - EVALUATION

DELIVERY Distance Learning (synchronous and asynchronous)
Face-to-face, Distance learning, etc.

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

Use of ICT in teaching, laboratory education, e LMS course page with supporting and auxiliary material.
communication with students e Contact by e-mail, Enhanced communication channels

of LMS platform, Skype and other teleconference
systems meetings.

TEACHING METHODS Activity Semester workload
The manner and methods of teaching are Lectures 39
described in detail.
. . Tutorial Exercises: Selected 39
Lectures, seminars, laboratory practice, i .
fieldwork, study and analysis of bibliography, exercises are solved concerning
tutorials, placements, clinical practice, art different topics of business

workshop, interactive teaching, educational immersive technolo gies

visits, project, essay writing, artistic creativity,

etc. application

Individual or team project 55
The student's study hours for each learning Individual Study 54.5
activity are given as well 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
Final mark is calculated based on the following:
Language of evaluation, methods of

evaluation, summative or conclusive, multiple e (20%) High-quality contributions to the Discussions

choice questionnaires, short-answer questions,
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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.

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

(5) ATTACHED BIBLIOGRAPHY

- Suggested bibliography:
- Related academic journals:

e Virtual Reality, Springer

e International Journal of Human-computer Interaction, Taylor & Francis
e International Journal of Computer-Supported Collaborative Learning, Springer
e International Journal of Computing & Business Research.

e Business Horizons, Elsevier

e Computers & Education, Elsevier
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
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MTP1: MSc Thesis Project Part |

COURSE OUTLINE

(6) 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 | MTP1: MSc Thesis Project Part |

INDEPENDENT TEACHING ACTIVITIES WEEKLY
if credits are awardet{ for separate compf)nents of the course, e.g. TEACHING CREDITS
lectures, laboratory exercises, etc. If the credits are awarded for the whole HOURS
of the course, give the weekly teaching hours and the total credits
Total 15
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: | IMTC1, IMTC2, IMTC3, IMTC4

LANGUAGE OF INSTRUCTION and | English
EXAMINATIONS:

IS THE COURSE OFFERED TO | No
ERASMUS STUDENTS

COURSE WEBSITE (URL)

(7) 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.
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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

Upon successful completion of the MSc Thesis Project Part |, participants will be able to:

e To search, compare and synthesize scientific sources relevant to the subject of their MSc
Thesis Project.

e Critically evaluate relevant literature and identify gaps and research perspectives.

e Formulate and present a coherent theoretical framework for their thesis.

e Use appropriate literature management tools and adhere to the principles of academic ethics.

e Produce a structured scientific text that forms the basis of the MSc Thesis Project

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 and Project planning and management
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

Working independently sensitivity to gender issues
Team work Criticism and self-criticism
Working in an international environment Production of free, creative and inductive thinking

Working in an interdisciplinary environment

Production of new research ideas Others...

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

Project planning and management

Production of new research ideas

Promoting free, creative and inductive thinking

(8) SYLLABUS

This course introduces postgraduate students to the methodology of scientific research, with
emphasis on literature review and the development of the research framework of the MSc Thesis
Project. The aim of the course is to familiarize students with the procedures of collecting, analyzing
and synthesizing scientific literature, as well as to develop skills of critical reading and evaluation of

scientific sources. At the same time, the course guides students in formulating their research
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question and in writing the first part of the thesis, which includes the review of the literature, the

presentation of the research area and the documentation of the research problem.

Students will be trained in the use of bibliographic databases, reference management tools and the

application of internationally recognized standards of scientific writing. The course promotes the

development of skills in formulating research hypotheses, synthesizing theoretical frameworks and
formulating research objectives, preparing students for the next stage of their research work.

(9) TEACHING and LEARNING METHODS - EVALUATION

DELIVERY

Face-to-face, Distance learning, etc.

Distance Learning, Cooperation with the supervisor

USE OF INFORMATION AND
COMMUNICATIONS TECHNOLOGY

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

e Presentation with the help of slides and interactive
material.

e LMS course page with supporting and auxiliary material.

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

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
Individual Study 125
Thesis Writing 125
Individual project 125
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 criteria are
given, and if and where they are accessible to
students.

All Master Thesis Projects are presented publicly. The details
of the preparation, delivery, presentation and evaluation of
the MTEs shall be determined by a decision of the Steering
Committee.

The M.Sc. thesis is publicly supported by a three-member
examination committee, appointed by the MSc Coordinating
Committee, which includes the supervisor and two (2) other
faculty members.

The final grade is calculated on the basis of the following
evaluation criteria :

e Scientific Originality and Research Contribution

e Structure and organisation of the work

e Methodological completeness

e Excellence and innovation of the
deliverable/educational intervention
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e Analysis and Evaluation of Results

e Adherence to Academic Ethics and Use of Literature
Sources

e Presentation and Support of the Work.

Grading scale
Excellent (8-10)
Very good (6,5-7.99)
Good (5-6.5)

Fail (0-4.99)

(10)  ATTACHED BIBLIOGRAPHY

-Suggested bibliography:
- Transue, B. (2019). Apa style 7th edition.

- Page, M. J., McKenzie, J. E., Bossuyt, P. M., Boutron, I., Hoffmann, T. C., Mulrow, C. D., ... & Moher, D. (2021). The PRISMA 2020
statement: an updated guideline for reporting systematic reviews. bmj, 372.

- Related academic journals:
Virtual Reality, Springer
International Journal of Human-computer Interaction, Taylor & Francis

Computers in Human Behaviour, Elsevier
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Summer Period

IMTE1: Immersive Storytelling

COURSE OUTLINE

(1) GENERAL

SCHOOL | School of Sciences

ACADEMIC UNIT | Department of Computer Scie

nce

LEVEL OF STUDIES | Postgraduate, MSc on Immersive Technologies

COURSE CODE

SEMESTER

Summer Period

COURSE TITLE | IMTE1: Immersive Storytelling

INDEPENDENT TEACHING ACTIVITIES WEEKLY
if credits are awarded for separate components of the course, e.g. TEACHING CREDITS

lectures, laboratory exercises, etc. If the credits are awarded for the HOURS

whole of the course, give the weekly teaching hours and the total credits
Lectures 3
Total 7.5

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

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

COURSE TYPE | Specialised general knowledge

PREREQUISITE COURSES: | None

LANGUAGE OF INSTRUCTION and | English
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

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.

e 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

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 and Project planning and management
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

Working independently sensitivity to gender issues
Team work Criticism and self-criticism
Working in an international environment Production of free, creative and inductive thinking

Working in an interdisciplinary environment

Production of new research ideas Others...
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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:

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

Combining technologies for immersive storytelling

o OB o

(4) TEACHING and LEARNING METHODS - EVALUATION

DELIVERY Distance Learning (synchronous and asynchronous)
Face-to-face, Distance learning, etc.

USE OF INFORMATION AND e Presentation with the help of slides.
COMMUNICATIONS TECHNOLOGY e Website of the course with supporting and auxiliary
Use of ICT in teaching, laboratory education, material.
communication with students e Contact by e-mail, or Skype.
TEACHING METHODS Activity Semester workload
The manner and methods of teaching are Lectures 39
described in detail.
. . Tutorial Exercises: Practical 39
Lectures, seminars, laboratory practice, . )
fieldwork, study and analysis of bibliography, implementation of
tutorials, placements, clinical practice, art designing and building
workshop, interactive teaching, educational immersive storytellin g

visits, project, essay writing, artistic creativity,

experiences in various
etc.

programming
environments.

The student's study hours for each learning

- ) Individual or team project 55
activity are given as well as the hours of non-
directed study according to the principles of the —
o Individual Study 54.5
Course total 187.5
STUDENT PERFORMANCE
EVALUATION

Description of the evaluation procedure
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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:

2018, ISBN-10: 113863882X.

Worlds Research 11.1 (2018).

e Kelly McErlean, “Interactive Narratives and Transmedia Storytelling”, 1st Edition, Routledge,

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

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).
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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 | Summer Period

COURSE TITLE | IMTE2: Immersive Experiences and Technologies

INDEPENDENT TEACHING ACTIVITIES WEEKLY
if credits are awarded for: separate compone'nts of the course, e.g. TEACHING CREDITS

lectures, laboratory exercises, etc. If the credits are awarded for the HOURS

whole of the course, give the weekly teaching hours and the total credits
Lectures 3
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 | English
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.
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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 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 and Project planning and management
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

Working independently sensitivity to gender issues
Team work Criticism and self-criticism
Working in an international environment Production of free, creative and inductive thinking

Working in an interdisciplinary environment

Production of new research ideas Others...

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
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The content of the course includes:

The Elements of Immersion

Popular Virtual and Augmented Reality Technology
Limitations of immersive environments
Applications of immersive experiences

e S

(4) TEACHING and LEARNING METHODS - EVALUATION

Face-to-face, Distance learning, etc.

DELIVERY Distance Learning (synchronous and asynchronous)

USE OF INFORMATION AND e Presentation with the help of slides.
COMMUNICATIONS TECHNOLOGY e Website of the course with supporting and auxiliary
Use of ICT in teaching, laboratory education, material.
communication with students e Contact by e-mail, or Skype.
TEACHING METHODS Activity Semester workload
The manner and methods of teaching are Lectures 39
described in detail.

. . Tutorial Exercises: 39
Lectures, seminars, laboratory practice, ) .
fieldwork, study and analysis of bibliography, Evaluation of Immersive
tutorials, placements, clinical practice, art Experiences.
workshop, interactive teaching, educational
visits, project, essay writing, artistic creativity, Individual or team project 40
etc.

Individual Study 54.5

The student's study hours for each learning Course total 187.5
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

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:
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- 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.
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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

COURSE CODE SEMESTER | Summer Period

COURSE TITLE | IMTE3: Digital Innovative Industries and Media Marketing

INDEPENDENT TEACHING ACTIVITIES WEEKLY
if credits are awarded for: separate compone'nts of the course, e.g. TEACHING CREDITS

lectures, laboratory exercises, etc. If the credits are awarded for the HOURS

whole of the course, give the weekly teaching hours and the total credits
Lectures 3
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 | English
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.
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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 and Project planning and management
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

Working independently sensitivity to gender issues
Team work Criticism and self-criticism
Working in an international environment Production of free, creative and inductive thinking

Working in an interdisciplinary environment

Production of new research ideas Others...

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:

1. Business Process Innovation
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Product Innovation and Design

Product launch strategy in the Digital Age

Digital Media and Innovation

Tools for enhancing strategy and competitiveness
Transition to the digital age

@ @S @I

(4) TEACHING and LEARNING METHODS - EVALUATION

Face-to-face, Distance learning, etc.

DELIVERY Distance Learning (synchronous and asynchronous)

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.

USE OF INFORMATION AND e Presentation with the help of slides.
COMMUNICATIONS TECHNOLOGY e Website of the course with supporting and auxiliary
Use of ICT in teaching, laboratory education, material.
communication with students e Contact by e-mail, or Skype.
TEACHING METHODS Activity Semester workload
The manner and methods of teaching are Lectures 39
described in detail.

. ) Tutorial Exercises: Practical 39
Lectures, seminars, laboratory practice, . .
fieldwork, study and analysis of bibliography, implementation of
tutorials, placements, clinical practice, art designing immersive
workshop, interactive teaching, educational media.
visits, project, essay writing, artistic creativity,

tc. R A
et Individual or team project 55
Individual Study 54.5

The student's study hours for each learning
activity are given as well as the hours of non- Course total 187.5
directed study according to the principles of the
ECTS
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)

(5) ATTACHED BIBLIOGRAPHY
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- 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.

e 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 | Summer Period

COURSE TITLE | IMTE4: Immersive Media Design Courses

INDEPENDENT TEACHING ACTIVITIES WEEKLY
if credits are awarded for: separate compone'nts of the course, e.g. TEACHING CREDITS

lectures, laboratory exercises, etc. If the credits are awarded for the HOURS

whole of the course, give the weekly teaching hours and the total credits
Lectures 3
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 | English
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.
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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 and Project planning and management
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

Working independently sensitivity to gender issues
Team work Criticism and self-criticism
Working in an international environment Production of free, creative and inductive thinking

Working in an interdisciplinary environment

Production of new research ideas Others...

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:
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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

Combining media to create immersive experiences

SO

(4) TEACHING and LEARNING METHODS - EVALUATION

DELIVERY Distance Learning (synchronous and asynchronous)
Face-to-face, Distance learning, etc.

USE OF INFORMATION AND e Presentation with the help of slides.
COMMUNICATIONS TECHNOLOGY e Website of the course with supporting and auxiliary
Use of ICT in teaching, laboratory education, material.
communication with students e Contact by e-mail, or Skype.
TEACHING METHODS Activity Semester workload
The manner and methods of teaching are Lectures 39
described in detail.

. . Lab Exercises: Practical 39
Lectures, seminars, laboratory practice, . .
fieldwork, study and analysis of bibliography, implementation of
tutorials, placements, clinical practice, art designing immersive
workshop, interactive teaching, educational media.
visits, project, essay writing, artistic creativity,
ete Individual or team project 40

Individual Study 54.5

The student's study hours for each learning
activity are given as well as the hours of non- Course total 187.5
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:
Language of evaluation, methods of

evaluation, summative or conclusive, multiple e (20%) High-quality contributions to the Discussions

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

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
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- 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.
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MTP2: MSc Thesis Project Part Il

COURSE OUTLINE

(11)  GENERAL

SCHOOL

School of Sciences

ACADEMIC UNIT

Department of Computer Science

LEVEL OF STUDIES

Postgraduate, MSc on Immersive Technologies

COURSE CODE SEMESTER | Summer Period
COURSE TITLE | MTP2: MSc Thesis Project Part Il
’ ’ INDEPENDENT TEACHING ACTIVITIES WEEKLY
if credits are awarded for. separate compone.nts of the course, e.g. TEACHING CREDITS
lectures, laboratory exercises, etc. If the credits are awarded for the HOURS
whole of the course, give the weekly teaching hours and the total credits
Total 15
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:

IMTC1, IMTC2, IMTC3, IMTC4, MTP1
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LANGUAGE OF INSTRUCTION and | English
EXAMINATIONS:

IS THE COURSE OFFERED TO | No
ERASMUS STUDENTS

COURSE WEBSITE (URL)

(12) 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

Upon successful completion of the Master's thesis, participants will be able to:

e Develop and document a prototype or technological solution within the context of their MSc.

e Design and implement educational or technological interventions based on research evidence.

e Conduct an evaluation of the intervention using appropriate methodological approaches.

e Analyse and interpret the results of the implementation of their project.

e Synthesise their research findings into a final report that meets academic criteria.

e Present and defend their work before an examination board.

e The course concludes with the submission of the final dissertation and its oral support, where
students are required to argue for their research approach, the methodology followed and the
results produced.

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 and Project planning and management
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

Working independently sensitivity to gender issues
Team work Criticism and self-criticism
Working in an international environment Production of free, creative and inductive thinking

Working in an interdisciplinary environment

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

Project planning and management

Production of new research ideas

Promoting free, creative and inductive thinking

(13)  SYLLABUS

The course is the second and final part of the Master's Thesis (M.Sc.), focusing on the development
of an original project and its implementation through educational or technological intervention. The
aim of the course is to guide students in the implementation of their research proposal, which may
include the creation of a new methodology, software, tool or application, and the evaluation of its
effectiveness in real or simulated environments.

Students are required to turn their theoretical research into a tangible outcome, test their
intervention in an educational, professional or research context and analyse the data resulting from
its application. Particular emphasis is placed on evaluating the prototype, analysing the results and
drawing conclusions that contribute to improving scientific knowledge and the practical application
of the technologies studied.

The course concludes with the submission of the final thesis and its oral support, where students are
invited to argue for their research approach, the methodology followed and the results produced.

(14) TEACHING and LEARNING METHODS - EVALUATION

DELIVERY Distance Learning, Cooperation with the supervisor
Face-to-face, Distance learning, etc.

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

Use of ICT in teaching, laboratory education, e LMS course page with supporting and auxiliary material.
communication with students e Contact by e-mail, Enhanced communication channels

of LMS platform, Skype and other teleconference
systems meetings.

TEACHING METHODS Activity Semester workload
The manner and methods of teaching are Individual Study 125
described in detail.

. ) Thesis Writing 125
Lectures, seminars, laboratory practice,
fieldwork, study and analysis of bibliography, — -
tutorials, placements, clinical practice, art Individual project 125
workshop, interactive teaching, educational
visits, project, essay writing, artistic creativity, Course total 187.5

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
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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.

All Master Thesis Projects are presented publicly. The details
of the preparation, delivery, presentation and evaluation of
the MTEs shall be determined by a decision of the Steering
Committee.

The M.Sc. thesis is publicly supported by a three-member
examination committee, appointed by the MSc Coordinating
Committee, which includes the supervisor and two (2) other
faculty members.

The final grade is calculated on the basis of the following
evaluation

Evaluation criteria :

e Scientific Originality and Research Contribution

e Structure and organisation of the work

e Methodological completeness

e Excellence and innovation of the
deliverable/educational intervention

e Analysis and Evaluation of Results

e Adherence to Academic Ethics and Use of Literature
Sources

e Presentation and Support of the Work.

Grading scale
Excellent (8-10)
Very good (6,5-7.99)
Good (5-6.5)

Fail (0-4.99)

(15)  ATTACHED BIBLIOGRAPHY

- Suggested bibliography:

- Transue, B. (2019). Apa style 7th edition.

- Related academic journals:

Virtual Reality, Springer

Computers in Human Behaviour, Elsevier

International Journal of Human-computer Interaction, Taylor & Francis




Tevyog B'3466/04.07.2025 EOHMEPIAA THE KYBEPNHIEQX 46899

IS: Independent Study

COURSE OUTLINE

(16)  GENERAL

SCHOOL | School of Sciences

ACADEMIC UNIT | Department of Computer Science

LEVEL OF STUDIES | Postgraduate, MSc on Immersive Technologies

COURSE CODE SEMESTER | Summer Period

COURSE TITLE | MTP2: MSc Thesis Project Part Il

INDEPENDENT TEACHING ACTIVITIES

WEEKLY
if credits are awarded' for separate compf)nents of the course, e.g. TEACHING CREDITS
lectures, laboratory exercises, etc. If the credits are awarded for the whole HOURS

of the course, give the weekly teaching hours and the total credits

15

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 and | English
EXAMINATIONS:

IS THE COURSE OFFERED TO | No
ERASMUS STUDENTS

COURSE WEBSITE (URL)
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(17)  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

Upon successful completion of the Master's thesis, participants will be able to:

e Develop and document a prototype or technological solution within the context of their MSc.

e Design and implement educational or technological interventions based on research evidence.

e Conduct an evaluation of the intervention using appropriate methodological approaches.

e Analyse and interpret the results of the implementation of their project.

e Synthesise their research findings into a final report that meets academic criteria.

e The course concludes with the submission of the final dissertation and its oral support, where
students are required to argue for their research approach, the methodology followed and the
results produced.

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 and Project planning and management
information, with the use of the necessary technology

Adapting to new situations Respect for difference and multiculturalism
Decision-making Respect for the natural environment
Working independently Showing social, professional and ethical responsibility and

sensitivity to gender issues
Team work

Criticism and self-criticism
Working in an international environment

Production of free, creative and inductive thinking
Working in an interdisciplinary environment

Production of new research ideas
Others...

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

Project planning and management

Production of new research ideas

Promoting free, creative and inductive thinking
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(18)  SYLLABUS

The Independent Study course provides students with the opportunity to conduct an independent,
in-depth literature research on a specialized topic related to the subject of the MSc. Independent
Study focuses on the collection, analysis and synthesis of contemporary scientific literature, with the
aim of understanding the theoretical and methodological approaches that have been developed in
the specific scientific field.

Students, under the guidance of a faculty member, develop critical thinking, evaluate existing
research papers, identify gaps in the literature, and propose new research directions. At the end of
the course, they produce a documented academic paper, which can form the basis for further
research or for the development of a future thesis.

The course promotes students' academic independence, the development of literature review skills
and the application of academic writing and documentation standards.

(19) TEACHING and LEARNING METHODS - EVALUATION

DELIVERY Distance Learning, Cooperation with the supervisor
Face-to-face, Distance learning, etc.

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

Use of ICT in teaching, laboratory education, e LMS course page with supporting and auxiliary material.
communication with students e Contact by e-mail, Enhanced communication channels

of LMS platform, Skype and other teleconference
systems meetings.

TEACHING METHODS Activity Semester workload
Individual Study 125

The manner and methods of teaching are Thesis Writing 125

described in detail.

) ) Individual project 125

Lectures, seminars, laboratory practice,

fieldwork, study and analysis of bibliography,
Course total 187.5

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
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STUDENT PERFORMANCE All Independent Studies are implemented and submitted for
EVALUATION scoring by the supervisor.
Description of the evaluation procedure The final grade shall be calculated based on the following

. Evaluation criteria :
Language of evaluation, methods of

evaluation, summative or conclusive, multiple
choice questionnaires, short-answer questions,
open-ended questions, problem solving,

- Scientific Originality and Research Contribution

written work, essay/report, oral examination, - Structure and organisation of the work
public presentation, laboratory work, clinical

examination of patient, art interpretation, - Methodological completeness

other

- Analysis and evaluation of results

- Adherence to Academic Ethics and Use of Bibliographic

Specifically-defined evaluation criteria are
Sources

given, and if and where they are accessible to
students.

Grading scale
Excellent (8-10)
Very good (6,5-7.99)
Good (5-6.5)

Fail (0-4.99)
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& Moher, D. (2021). The PRISMA 2020 statement: an updated guideline for reporting
systematic reviews. bmj, 372
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