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Taktkog Kabnyntig oto Tunua Mnxoavikwv MAnpodopikng kot HAEKTpOVIKWY ZUOTNUATWY,
YxoAn Mnxavikwyv, AAe€avépela NMavemiotnuloumoAn, Atebvég Navenotipio EAAGSOG.

3 XIIOYAEX

o Adaktopiko titho otnv NAnpodopikn amno to Cavendish School of Computer Science tou
WestMinster University, London, UK. TitAog tng Sdaktoplkng Siatplpng: «GOQL, a
Graphical Query Language for Object-Oriented Database Systems». Huepounvia Aqdnc:
30/06/2004. Huepounvia Avayvwplong amo to ALK.A.T.2.A: 22/05/2005.

e [tuxio Mnyavikov MAnpodopikAg omd To TuApa MAnPodoplkAC TG IXOANG
Texvoloyikwv Epapuoywv tou AAe€avdpelou TEI Oeooalovikng. Huepounvia AnPng: 7-

2-1994. BaBuog nruyiou 6.8.
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4 TIPOYITHPEZIA XE AKAAHMAIKEX OEZEIX

o 27-6-2023 péxplonuepa. Taktikog Kadnyntrg, oto Tunpa Mnxoavikwv MAnpodopLlkic Kot
HAektpovikwv Juotnpatwyv, xoAn Mnyavikwyv, AAefavépela MavemioTnULOUTIOAN,
AleBvég Mavemotiuo EAAGSOC, He yVWOTIKO avtikelpevo “Avamtuén padikwy
Atemadwv Xpriotn Aladiktuakwy Bacswv Asdopévwv”. OEK 1607/20-6-2023.

o 31-12-2019 péxpL 26-6-2023. Taktikog AvanAnpwtig Kabnyntig, oto Tunpa Mnxovikwy
MANnpodoplkAG Kal HAEKTPOVIKWY ZUuCTNUATWY, 2ZXoAn Mnxavikwy, AAeéavépela
MNaveruotnuoUmoAn, Alebvég Navemotipio EAAASOG, HE YVWOTIKO QVTLKE(LEVO
“Avantuén Mpadikwv Alemadwv Xprotn Awadiktuokwv Bdoswv Asdopévwv”. OEK
5004/21-12-2019.

e 7-5-2019 uéxpt 30-12-2019. & npocwrnonayn 0£cn AvanAnpwti Kabnyntn, oto Tunua
Mnxavikwv MAnpodoptkig kat HAEKTpoVIKwY ZuoTnudtwy, IXoAn Mnxavikwy, AleBvég
MNavemiotAulo EAAGSOC, pe yvwoTikd avtikeipevo “Avamtuén Mpadikwv Alemadwyv
Xpnotn Aladiktuakwy Bacewv Aedopévwv”. OEK 70/7-5-2019. ZuvoAkd: 7 HAVES Ko 24
NHEPEC.

o 27-7-2018 péxpt 6-5-2019. Taktikdg AvanAnpwtig Kabnyntig, oto Tunuo Mnxavikwv
MAnpodopikng T.E. tou AAefavSpelou TEl O@sococoahovikng HE YVWOTIKO OVIIKE(PEVO
“Avantuén Mpadikwv Alemadwv Xpnotn Atadiktuokwv Bdaoswv Asdopévwv”. OEK
854/27-7-2018. ZuVoALKA: 9 MAVEG Kat 10 NUEPEG.

e 31-12-2013 péxpt 26-7-2018. Taktkdg Enikoupog Kabnyntig, oto Tunua Mnyovikwy
MAnpodopikng T.E. tou Alefavdpelou TEl OecoOAOVIKNG HE YVWOTIKO QVTLKEIEVO
“Avarmtuén Aladiktuakwyv Edappoywv”’. ®EK 1555/31-12-2013. SuvoAikad: 4 €tn, 6 MAVEG
Kot 27 NUEPEC.

o 22-7-2013 péxpt 30-12-2013. Moévipog KaBnyntig Edappoywv o Npoowrnonayr O€on,
oto tuAna Mnyxovikwv MAnpodopwkng T.E. tou AAe€avbdpelou TElI Oecoolovikng e
YVWOTIKO avtikeipevo “Avamtuén Awadiktvokwv Edapuoywv”. OEK 1143/24-10-2012.
JUVOAIKA: 5 LAVEG, 9 NUEPEC.

o 24-10-2012 péxpl 21-7-2013. Movipog KaBnyntig Edappoywv oe Npoownonayn B€on,
oto tuRua MAnpodoptkng tou AAe€avdpelou TEI O£00aAOVIKNG LE YVWOTLKO OVTIKELLEVO
“Avamntuén Awadiktuakwyv Edappoywv”’. OEK 1143/24-10-2012. Suvolikd: 8 HAveC, 28
NHUEPES.

o 24-11-2008 péxpt 23-10-2012. Emni Onteia Kabnyntri¢ Edappoywv oto TUNUQ
MAnpodopikng tou AAe€avdpelou TElI Oeooalovikng e YVWOTLKO AVTIKELEVO “AvamTuén
Awadiktuakwv Epappoywv”. GEK 1052/12-11-2008. TuvoAwkad: 3 €tn, 11 purveg.

e 25-9-2000 péxpt 24-11-2008. EpyaotnpLokoq Kat EmLoTtnLoviKOG Zuvepyatng oto Tunua
MAnpodoptkng tou Ahe€dvdpelou TEI Osooahovikng. Tuvolika: 8 £Tn, 2 MAVES, 1 nuépa.

o 26-9-1994 puéxpt 5-4-1998. Emiokéming kabnynti¢ oto School of Computing tou
University of North London. ZuvoAikad: 3 €tn, 6 pAveg, 10 nuépeg.
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5 TIIPOYIIHPEXIA XE OEXEIX AIOIKHXHX- EYOYNHX

e AwevBuvtig tng Epsuvntikol Epyaoctnpiou Awaxeipiong tng MAnpodopiag kat
Mnxavikig AoywouikoV (IMSE), tou Tunupatog Mnxavikwv MAnpodopkng Kat
HAEKTPOVIKWV ZuoTNUATWY Tou AleBvolg Mavemiotnuiov EANGSog amd 1/3/2021 £wg
onuepa.

e MENOG TNG ZUVTOVIOTIKNG ETLTPOTMAG TOU METAMTUXLAKOU TPOYPAUHATOS «EudUE(g
Texvoloyleg Aladiktuou» tou TURpatog Mnyavikwv MAnpodoplkng Kal HAEKTPOVIKWY
Juotnudtwy Tou AleBvolg Navemnotnuiov EAAASoc and to Mdato tou 2019 €wg to 2023.

e ME£AOG TNG ZUVTOVLOTLKNG ETLTPOMAG TOU SLATUNOTIKOU LETOMTUXLAKOU TIPOYPALLOTOG
«Wnolakég & Hreg Ae€Lotnteg otig Emotipeg tng Aywyne» Twv TUNHATwY AYwyng Kot
Opovtidag otnv Mpwwn Nadik HAwkia g ZxoAng Kowwvikwv Emotnuwv Kot
Mnxavikwyv MAnpodoptkAg kot HAEKTPOVIKWY JUGTNUATWY TNG IXOARG MnXaviKwy, Tou
AleBvolg Navemniotnpiov tng EAAGdo¢ amnod to PeBpoudplo Tou 2022 £wg OHpEPA.

e Méhog tn¢ Emrponiig AumAwpatikwv Epyoowwv tou Tunpato¢ Mnyavikwv
MANnpodoplkAg Kot HAEKTPOVIKWY ZuoTnuatwy Tou AleBvolg Mavemotnpiov EAAASOC
oo to Mato tou 2019 £wg onpepa.

e  MéAog tng Emttponng A§LoAdynong tou dottntikol Ataywviopol Next-Gen Innovation
2022, tou TuARuatog Mnyavikwv MAnpodoplkng Kot HAEKTPOVIKWY JUCTNUATWY TOU
AeBvoug Mavemotnuiov EAAGSOC.

o [poedpog TNG TPLUEANG ETUTPONIG TOU QAVOLKTOU NAEKTPOVIKOU SLOYWVICHOU ylol ThV
«XUMoyn kat xpnon 6edouévwv péow MAnpodoplakwy IuotnUATwv Tou AleBvolg
Mavemnotnuiov tng EAMGdoc (AL.Na.E.)» (o/ot EZHAHY: 167671) He KPLTAPLO KATOKUPWANG
™V MA0V ocupdEpouca amd OLKOVOULKN aroyn mpoodopd (BAoel TWUAG), yla tnv utt
oplOu. mpwt. 31602/29-08-2022 Sioknpuén.

o Mpoedpog TNG TPLUEANG EMITPOMNAG TOU NAEKTPOVIKOU SLAYWVICHOU AVW TwV oplwv
ovolktng OSwadlkaciog mapox UMNPeclwv oltiong twv dotntwv tou Alebvoucg
Mavenotnuiou tng EAAGSOC yia ta £tn 2023-2024, Staknpuén 03/2022.

e  MENOG TNG TPLWEANG ETITPOMAG TOU QVOLKTOU NAEKTPOVIKOU Slaywviopol yla Tnv
«MpounBela nAekTpovikoUu efomAlopou: a) Mnxaveg ypadeiou kat B) HAektpovikol
UTIOAOYLOTEG, 000VEG, EKTUTTWTEG Kol AoUTd MEPLPEPELAKA UTIOAOYLOTWY» WE KPLTNPLO
KoTakUpwong tnv mAéov cupdEpouca amd OlKoVOWkAG amodng mpoodopd (Bdoel
TWnG), ya tnv utt’ aplby. mpwt. 14205/07-04-2022 Swaknpuén.

o  MENOG TOoU £KAEKTOPLKOU cwpatog tne Oéong AvamAnpwtr Kabnyntr He yvwoTikd
avtikelpevo «Edappoopévn Blopnxaviky MAnpodopikry oe Iuotiuata EdodlaoTikng
Alucibac» oto Mnyavikwv Mopaywyng Kot Aloiknong tng XxoAAc Mnxavikwv Tou
AteBvolg Navemiotnuiov tng EAMGdag, to 2022.

e AvamAnpwHATIKO LEAOG TOU EKAEKTOPLKOU owpatog TnG B£ong Emikoupou Kabnyntn pe
YVWOTIKO QVTIKELUEVO «IXESLOOMOC AMTIKWY Alemadwv» tou TUAMOTOG MnXavikwv
MAnpodoplkng Kat HAEKTpOVIKWY IuoTNUATWY, TNG IXOANG Mnxavikwv Tou AleBvoug
MNaveniotnuiov tng EAAGSaC, To 2022.
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e M:NoG toU eKAektOoplkoU owpatog Kat tng Ewonynukng Emutpomng tng 6€ong
AvarAnpwth Kabnyntn pe yvwoTlkd avtikeipevo «Avamtuén Epappoywv kot MeTplkwy
AwadiktUou Kal Emotiung» tou Tunpatog Mnxavikwv NMAnpodopikng kal HAEKTpOVIKWY
JuotnuAtwy, TNG 2XoANg Mnxavikwv tou AleBvoug Navemniotnuiou tng EAAASag, to 2022.

e  AvamAnpwuatiko HENOG TOU EKAEKTOPLKOU oWHATOG TNG B£ang Emikoupou KaBnyntn pe
YVWOTLKO avTikeipevo «Edpappoopévn EEGpun Nvwong pe Texvikég Meilwong mAnBuopwv
Sebopévwv» tou Tunpatog Mnxavikwv MANpodoplkng Kol HAEKTPOVIKWY ZUCTNUATWY,
™G ZXoAng Mnxavikwy tou AteBvoug Maveniotnuiou tng EAAMGdag, to 2022.

o MENOG TOU £KAEKTOPLKOU CWHATOG TNG B€ong AvamAnpwtr Kabnyntrl HE YVWOTIKO
avtikeipevo «EudwAevpéveg Baoelg AsSopévwv kol EpdwAevpéveg AmoBnkeg
AeSopévwv» ato MNeviko Tunua Adploag tou Mavemotnpiov Oecoaliag, To 2020.

e  AvamAnpwatiko HEANOG TOU EKAEKTOPLKOU oWATOG TNG B£ang Emikoupou KaBnyntn pe
YVWOTIKO avTikeipevo «lMpoypappatiopog Atadiktiou kat E€aywyr) NMAnpodoplag amd
tov MaykdopLo lotd» oto Mevikd Tunua Adploag tou Navenotnuiov Gsooaliag, to 2020.

o  AVANMANPWHOTIKO HEAOG TOU EKAEKTOPKOU OWMATOC TNG Lovigomoinong tg 8ong
Enikoupou KaBnyntr pe yvwoTkO avtikeipevo «AopéG kol Baoelg Asdopévwv» oTo
Tunua Edpappoopévng NAnpodopikng tou Navemniotnuiov Makedoviag, To 2020.

e  MEANOG TOU E€KAEKTOPLKOU COWMATOS TNG B£ong AvamAnpwt Kabnyntr UE yvwOoTIKO
ovtikelpevo «AMnNnAenibpacn avBpwmou HE OCUCTAMOTA  UNXOVOTPOVIKAG KoL
BeAtlotomoinon autwv» oto Tunua Avtopatiopot TE tou AAefavdpelou TEI
Oeooalovikng, to 2019.

o MENOG TOU €KAEKTOPLKOU OCWMATOG TNG Béong Emikoupou Kabnyntr He yVWOTIKO
avTtikelpevo «Avamtuén edapuoywy ELKOVIKAG KAl EMAUENUEVNC TIPAYUATIKOTNTAG» OTO
Tunua Wnolakwv Méowv kat Emkowvwviog TE tou TEI Autikic Makedoviag, to 2019.

e MENOG TOU €KAEKTOPLKOU OCWMATOG TNG Bfong Emikoupou KaBnyntr HE yVWOTIKO
ovtikelpevo «Edappoopévn Blopnxaviky MAnpodopik os Iuothpata EGodlactikig
AAucibac» oto Tunua Autopatiopol TE tou Ahe€dvdpelou TEI ©@ecoahovikng, To 2018.

e MENOG TOU €KAEKTOPLKOU OCWMOTOG TNG Bfong Emikoupou KaBnyntr HE yvWOTIKO
avTikelpevo «ALaSIKTUOKEG TexvoAoyleq OTnV emKowwvia Kol TNV ekmaidevon, He
£udaon otn Bivteo-skmaibeuon kal avadAuon cupmnepipopwy amnod dedopéva xpriong» oto
TuAua Wnolakwv Méowv kat Emkowvwviog TE tou TEI Autikic Makedoviag, to 2018.

e AvamAnpwHATIKO LENOG TOU EKAEKTOPLKOU owpatog tns B£ong Enikoupou Kabnyntn pe
YVWOTIKO avtikeipevo «Avamntuén Edappoywy kot Metpikwv Aladiktiou kat Emotiung»
oto Tunua Mnxavikwv NAnpodopikng T.E. tou Ahe€avdpelou TEI Oeooalovikng, To 2018.

o AvamAnpwHaATIKO LENOG TOU EKAEKTOPLKOU owuatog TG BEong Enikoupou Kabnynth pe
YVWOTIKO avTikeipevo «Aiktua BLBAloBnkwv kal Staxeipton Pndlokol meplexopévou»
oto Tunua BiAodnkovopiog kat cuotnudtwy mAnpodopnong tou TEI ABrvag, to 2017.

o MENOG TOU £KAEKTOPLKOU owpatog tne Béong Kabnynt Edopuoywv HE YVWOTIKO
avTikeipevo «Avamtuén kat Awaxeipion Edappoywv» oto Tunua MAnpodopikng tou
AAe€avdpelou TEI Osooalovikng, to 2010.
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e Eknpoowmnog tou 8pupartog (AAe§avdpeiou TElI Osocalovikng) ylia to mpoypojLpa
Oracle Academy aro to akadnpaiko €tog 2015-2016 €wg to Mdato tou 2019.

e Eknmpoowmnog tou épupatog (AAs§avdpelov TEI Osooalovikng) oto Technopolis Cluster
oo To akadnuaiko €tog 2015-2016 £wg to Mato tou 2019.

e Eknpoowmnog tou tunpatog (Mnxavikwv MAnpodopikng T.E. tou AAe§avdpeiou TEI
Oeooalovikng) yia to npoypappa Oracle Academy armo 1o akadnuaiko €tog 2010-2011
£w¢ to Mato tou 2019.

o MENOG ELONYNTLKIG ETULTPOTING EMAOYNRG EKTAKTOU TTPOCWTILKOU YLO TO AKASNUATKO £TOC
2010-2011, 2017-2018, 2018-2019 oto Tunua MAnpodopikng tou AAefavépelou TEI
Oeoocalovikng.

e  ME£AOG TNG ZUVTOVLOTLKIG EMLTPOTING TOU LETAUMTUXLAKOU TTPOYPANILATOG TOU TUAATOG
Mnxavikwv MAnpodopikrc TE tou AAe€avdpelou TEl @ecoalovikng amd to Mdlo tou
2018 £w¢ To Mdwo tou 2019.

o MEéEMLog tn¢ Emrpornr)¢ Ntuxtakwv Epyaciwv tou TuApatog Mnxavikwv NMAnpodopikrg TE
tou Ahe€avdpelou TEI @ecoalovikng amo to ZentepBplo tou 2012 £wg to Mato tou 2019.

e [POYPOMUATLOTHG TOU TUAMOTOCG, UTIEUOUVOC YLO TOV KOTOPTIOMO TOU wpPOoAoyiou
TIPOYPAUHUATOG HaBNuatwyv Ttou Tunpato¢ MAnpodoptkng tou AAe€avdpelou TEI
Oeooalovikng amo to Xelpepvo €aunvo 2010 — 2011 £wg kat To Eapvo e€aunvo 2018 -
2019 Kal Tou TPOYPAUHATOG e€ETACEWY A0 TO XeWEPWVO e€apunvo 2011 — 2012 £wg to
2014 - 2015.

o Akadnuaikog umevBuvog tou mpoypdupatog Erasmus tou TuApatog (Mnxovikwv
MAnpodopikrg T.E. Tou AAe§avdpelou TElI Oeooalovikng) to Eapvod EEaunvo 2009-2010
(a6 Maptio 2010 péxpt kat emtépPplo 2010) (poali pe tov Kabnyntn k. N. Xat{nuiolo).

o  MéENog TnG Opadag NMapouoiaong Tou THApatog (Mnxavikwv NAnpodopikrg T.E. Tou
AAe&avdpelou TEI Oscoalovikng) oe padntég oxoAeiwv tng B. EAAMGS0C Kal avtiotolywy
workshop nou dlopydvwve to ATEIO.

o EMONTNG MPAKTLIKAG AOKNCNG TwV $OoLTNTWY ToU Tuuatog (Mnxavikwv NAnpodopikig
T.E. tou AAe§avdpelou TElI Oecoalovikng) amno to 2008.

6 TI'NQXETIKEX IIEPIOXEX ENAIA®EPONTOX KAI EPEYNAX

To €peuVNTIKO PoU £pyo He adetnpia To SIEAKTOPLKO LoU €0TLALETAL OTO TOMEQ TNG AVATITUENG
Mpadwkwv Alemadwv Xprnotn £l8kd yla Baoelc Asdopévwy, OMoU oL UAOTIOLACELG TOUG 1 Ta
MOVTEAQ TOUG €Xouv oxéon e To Sladiktuo. Edikotepa, ota mAaiola TG £peuvag LoU, TNG
OUUUETOXNG UOU OTO EPEUVNTIKO gpyacthiplo «Ataxeipiong tng MAnpodopiog kat Mnxavikng
NoyiopikoU (IMSE) tou Tunuotog Mnxavikwv MAnpodoptkig kot HAEKTPOVIKWY ZUCTAUATWY TOU
AleBvol¢ Mavemniotnuiov EAAASOG, TNG CUMUETOXNG LOU OTNV €PEUVNTIKA opdda «Augmented
Reality Research Team» tou Tunuatog Mnxavikwv MAnpodoptkig kat HAEKTPOVIKWY ZUCTNUATWY
tou AleBvoug Mavemiotnuiou EAAGSOG, TNG oUVEPYAGLOC HOU HE UETAMTUXLOKOUG PoLtnTEG (Tou
Metamntuytakol Mpoypaupatog "Eudueic Texvohoyieg Aladiktiou" tou TURUOTOG MNXOVIKWY
MAnpodoplkAG Kal HAEKTpOVIKWY ZuoTNUATWY Tou AleBvol¢ Mavemotnuiou EAAGSoc) ota
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mAaiola Twv SUTAWMATIKWY TOUG gpyaciwy, KaBwe kol AAAwWV CUVEPYACLWV HoU dnuoocisuca
EPYOOLEC OXETIKEG LLE TA TTOPAKATW EPEVVNTLKA AVTIKEIUEVAL

o Alemadég Emavénuévng Npaypatikotntag.

e  EKIOSEUTIKO AOYLOULKO.

o Melétn Semantic Web User Interfaces.

o Tpadikn Acmadn Xpnotn yla YAWood £pwIAMOKPIOEWY Ot NUOOUNUEVEG BAOELS
b6ebopévwv (RDF kot Ovtoloyieg ZnuaoloAoylkoU lotou) Kot Xprion €mauenuevng
TIPOYHOTIKOTNTAG YLo €ELOIKEVUUEVEC EPAPLIOYES YEWPYLAC.

e Atadiktuakn Mpadikn Atemadn XpRotn yla YAwooa EpwTATIOKPIoEWV yLla NULOOUNUEVEG
Baoelc bedopévwy (XML).

o Tpadiwkn Alemadn Xpnotn ylo yAWood epWTAMOKPIoEWVY ylot NULdopnuévee PBAOELG
S6ebopgvwv (XML).

o padikn Alemadn XpRotn yla yAwooao epwTtanokpioswv ylo nosql Baoelg dedopévwy oe
vlormoinon client server, yla €€unveg cuokeuég oe eptPaAlov android.

o [padikn Alemadn XpAotn ylo YAwooa EpwTATIOKPLOEWV YLol OXECLAKES BACELG SedopEVWY
oe ulomoinan client server, ylo €€UTIVEG CUOKEVEC o€ TtepLBAAAoV android.

o [padikn Atemadr Xpriotn yLa yAwooa EpWTATIOKPLOEWYV YL AVTIKELUEVOOTPEDEIC PAOELS
Sedopévwv og vAormoinon client server.

7 XYNEPIAXIEX

‘Eva TOAU ONUOVTIKO KOUUATL TwV SpacTtnpLlOTATWY LOU £XOUV OTOXO TNV AVATTUEN CUVEPYACLWY
pe AMa ekTTalSeUTIKA LOpUUOTA, ETXELPAOELG TOU Topéa TG NMAnpodopikng, dopeig Epeuvag Kat
Kovotopiog os EAAGSa kat EEwTepLKO.

7.1 EOvVIKEG ovvepyaoisg

1. Qc pélog kat SievBuvtng (amo to 2021 éwg onuepa) tou Epsuvntikol Epyactnpiou
Awaxeipiong tng MAnpodopiag kat Mnyavikng Aoylopkol (IMSE), tou Tunpoatog
Mnyxovikwv MAnpodopitkng Kat HAEKTpOVIKWY JUoTNUATWY Tou AleBvoug Mavemiotnuiou
EAMNQSOG CUMPETELXQ EVEPYA OE EPEUVNTIKA TIPOYPOUUATOL.

2. Qg ekmpoownog tou Wopupatog (AAe€avdpelou TEI Oecoalovikng) oto Technopolis
Cluster. ¥to Technopolis Cluster avrikouv oL teplocotepeg etalpeiec MAnpodopLkic TG
Meploxng tng Osooalovikng Kol oTOXOG TOU £LvVaL N AVATTTUEN CUVEPYAOLWY UETAED TwV
MEAWV TOU.

3. Qg ouVTOVLOTAG TNG EPEUVNTLKAC opadag e Titho «Augmented Reality Research Team»
Tou TuRpatog Mnxavikwyv NAnpodoptkng Kot HAEKTPOVIKWY TuoTnUATWwY Tou AteBvolg
Maveruotnuiov EAMGdo¢ epydlopat padl Le ta HEAN TNG opddac Kal AAAoUC e€WTEPLKOUG
OUVEPYATEG LOG YLa TN oUVTOEN KoL AVATTUEN EPEUVNTLKWY TIPOYPOUUATWY.
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4. Q¢ eknpoownog Tou Wopupatog (Ahe¢avdpelou TEI Oecoalovikng) yla To Mpoypappa
Oracle Academy epyaotnka yla tn cuvepyoocia tou OpUpOTOC HE Pia moAueBvikn
gTalpeia tou xwpou tn¢ MANpodopLKAG.

5. Qg eNOMING MPAKTIKAG Aoknong doltntwy Tou TuApatog (Mnyavikwv NAnpodopwkng T.E.
tou AAetavdpelou TElI Oeooalovikng) cuvepyaotnka pe etalpeieg MAnpodopikng ota
mAaiola TNG MPAKTIKAG AoKNoNG Twv GoLTNTwV Tou TUAUOTOG.

6. Q¢ afloAoynTng EPELVNTIKWY TTPOTACEWV (1.X. EABM) Tou EKT.

7.2 AweBveic ovvepyaoieg

1. Qc péhog tou OleBvolg opyaviopol DBTech cuvepydlopal pe akoadnuaikol¢ amod
EKTTOLOEVTIKA LU AT TOU EEWTEPLKOU TIOU OVIIKOUV OTO GUYKEKPLUEVO OPYQAVIOUO.

2. Q¢ epeuvntng ouvepyalopal He €KOOTIKOUG OIKOUG, ETMLOTNHUOVIKA TEPLOSIKA Kol
Slopyavwtég SleBvwv ouvedpiwv yla TNV dnuocisuon gpyaciwv Hou o apBpa OYETKA
Ue tov Topéa tng AMnAeniSpaong AvBpwrmou Mnxavng (Human Computer Interaction),
Baoelg Aedopévwy Kal SLadIKTuaKwY ehapUoywy.

3. Qg AEN o cuvepyaoieg Erasmus.

8 ZXYITPA®IKH - EPEYNHTIKH APAXTHPIOTHTA

8.1 Awxtpin
Euclid Keramopoulos. GOQL, a Graphical Query Language for Object-Oriented Database Systems.
WestMinster University, Cavendish School of Computer Science, London, UK, louviog 2004.

Erttopn tng Sidaktopikrc StatpBAc:

H ekmovnon tng €peuvag Hou elxe wg amotédeopa tn dnuoupyla UG YAWooAg
epwtamokpioewv pe eUXpnoto ypadikd mnePBAMOV yla  avtikelpevootpedelc Baoelg
O0eb0UEVWV AIMOBNKEVUUEVEG OE ATOMOKPUOUEVO Slakoplotri. OuoLlooTikd, o Xpnotng Oev
Xpelaletol va yvwpilel tn ouvtagn kat TG dlattepotnteg tg OQL, tng avriotoyng SQL ylo to
QVTIKELUEVOOTPEPEG pHoVTEAD Baoswv Sebopévwy, aAAd pmopel va opilel éva aitnpa mpog Tt
Baon Sedopévwy e T XPAON EVOg elxpnotou ypadikol meptBdailovtog anaAlayuévou omd
TEXVIKEC AETITOUEPELEG MiOg avTiKElueVoOoTpedoUC Baong dedopévwy. Ma tnv oAokAnpwon
QUTNG TNG €peuvag PeAétnoa og PABOG TOUG MAPAKATW TOUELC TNG EMLOTA NG TWV UTTOAOYLOTWV:

(o) AAAnAentibpaon avBpwrmou untohoyiotr (Human Computer Interaction), 6mou pehetnOnke n
guxpnotn oxediaon piag ypadikng diemadng, Bactopévng os petadopec (metaphors) kot pe
OUCLOOTIKI XPAON TOU XPWHOTOG, Yl tnv Ulomoinon piag ypadwkng OQL (GOAQL)
QITOKPUTITOVTAG OAEC TLG TEXVLKEG LOLALTEPOTNTEG TNG cUvTaEng tne. Etol, H GOQL oxedidoOnke
va arteuBUveTaL amd tov ToOAU ATELPO HEXPL TOV TILO EUTELPO XPHOTN NAEKTPOVIKOU UTIOAOYLOTH.
3TN ouvéxela uhomoinoa tn ypadikn Siemadr oe olokAnpwuévn edappoyr. H edappoyn
uAomoiBnke pe xprion Tcl/Tk, C kat 02C.

(B) Baoelg Asdopévwy (Avtikelpevootpedeic), omou peletriOnke to mpotuno ODMG 3.0 yua
QVTIKELLEVOOTpedEiC BAoelc Sebopévwy. ISLaitepa, £yve ektevi LeAETn Tng OQL 6mou pe Baon
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TN ouvtagn tng oxedlaobnke n GOQL Ue TETOLO TPOTIO WOTE VAL TTAPEXEL TTIAN PN UTTOCTHPLEN OTNV
0QL. Q¢ cvotnua Sioxeiplong Baong Sedopévwv XpnoLlomoLlnBnke n AVIIKELLEVOOTPEDAC
Baon dedopévwy 02 n omoia yKATOoTAONKE O AMOUOKPUOUEVO SLOKOULOTH.

(y) Mowdtnta Aoylopikou, omou yla tn oxediacn tg GOQL SlopyavwBnke epyaotnplako
nelpapa. ITOGX0¢ TOU MElpApATOg ATav va aflodoynBel: (i) n euxpnotia tng GOAQL, (ii) n
LKOWVOTIOLNTLKA XPHoN TwV HETaPOPwWV TIou Xpnotpomnotndnkav kat (iii) n xprion Tou XpwHATOC
otn Slenadn. To epyaoctnplokd meipapa opyavwdnke oto University of North London oe
ouvepyaoia pe tnv opada tng kabnyntplag EAANG Mewpyladou (kabnyntploag oto School of
Computing tou ouykekpLpévou Mavermotnpiov) mpv Eekvroel n uAomoinon tng ebpapUoynig.

(6) MaBnuatikn cvvtagn Kal onuacloloyia AoyLopKoU, OTIoU opiloTnKe Evag PETAYAWTTLOTAC
pHe xpnon uplag popodnc attribute grammar. EwSikotepa, opiotnkav (i) n paBnuatikn
onuaclohoyio. Tou xpnolpomolndnke, (ii) €vag oUVIOMOC OPLOMOG TOU  UTTOKE(PEVOU
avtikelpevootpedolg poviédou PBaong dedopévwv (GOQL underlying Object-Oriented
Database Model), (iii) n avtiotoixion (to mapping) amd éva AVTIKELUEVOOTPEPEC XU OF £va
GOQL User’s View (To amAomolnpyévo oxnuo ou opiotnke e petadopéc), (iv) N ouVTakTLKA
avaAuon tng GOQL, (v) n petadpaon piog GOQL ékdpacng (Eva ypadnua UAOTIOLNUEVO HE TN
Xpnon tng epapuoyng) os woodvvaun ODMG 3.0 OQL ékdpaon pe xprion operational semantics
Kat (vi) amodeiytnke 6tL n GOQL £xeL tnv (6l ekdpaotikr duvaun (expressive power) Ye Thv
ODMG 3.0 OQL.

8.2 Anpooievoelc ApOpwv o ALeOVI) EMOTUOVIKA TIEPLOSIKA LETA ATTO
Kplon
J18: Orovas C, Sapounidis T, Volioti C. and Keramopoulos E. EEG in Education: A Scoping Review

of Hardware, Software, and Methodological Aspects. In Sensors, DOI: 10.3390/s25010182,
Vol.25(1), p.p.182, December, 2024.

MeplAnyn: Education is an activity that involves great cognitive load for learning, understanding,
concentrating, and other high-level cognitive tasks. The use of the electroencephalogram (EEG) and
other brain imaging techniques in education has opened the scientific field of neuroeducation. Insights
about the brain mechanisms involved in learning and assistance in the evaluation and optimization of
education methodologies according to student brain responses is the main target of this field. Being a
multidisciplinary field, neuroeducation requires expertise in various fields such as education,
neuroinformatics, psychology, cognitive science, and neuroscience. The need for a comprehensive guide
where various important issues are presented and examples of their application in neuroeducation
research projects are given is apparent. This paper presents an overview of the current hardware and
software options, discusses methodological issues, and gives examples of best practices as found in the
recent literature. These were selected by applying the PRISMA statement to results returned by searching
PubMed, Scopus, and Google Scholar with the keywords “EEG and neuroeducation” for projects
published in the last six years (2018-2024). Apart from the basic background knowledge, two research
questions regarding methodological aspects (experimental settings and hardware and software used)
and the subject of the research and type of information used from the EEG signals are addressed and
discussed.

J17: Volioti C., Martsis V., Ampatzoglou A., Keramopoulos E. and Chatzigeorgiou A. Codeless3D:
Design and Usability Evaluation of a Low-Code Tool for 3D Game Generation. In IEEE Transactions
on Games, DOI: 10.1109/7G.2024.3424894, pp. 1 - 12, 2024.

MeplAnWn: In recent years, the game industry has experienced significant growth from both a financial
and a social viewpoint. Developing compelling games that rely on novel content is a challenge for 3D

2eAiba 10 amno 40


http://dx.doi.org/10.3390/s25010182
https://doi.org/10.1109/TG.2024.3424894

Bloypadikd Inueiwpa KepapodmouAou EukAeidn

firms, especially in terms of meeting the diverse expectations of end users. Game development is
performed by multidisciplinary teams of professionals, in which game / level designers play a crucial role.
Inevitably, they often depend on programmers for technical implementations creating bottlenecks, even
for prototyping purposes. This issue has raised the need for introducing efficient low-code environments
that empower individuals without programming expertise to develop 3D games. This work introduces
Codeless3D, a prototype for low-code 3D game creation by non-programmers. The proposed approach
and the tool aim to reduce design and development time, bridging the gap between conceptualization
and production. To evaluate the usefulness of Codeless3D, in terms of usability and its vision, an
evaluation study was conducted. The findings suggested that Codeless3D effectively reduces design and
development time for stakeholders in the game development field. Overall, this paper contributes to the
emerging trend of low-code tools in the entertainment domain and offers insights for further
improvements in game design and development processes.

J16: Volioti C., Orovas C, Sapounidis T, Trachanas G and Keramopoulos E. Augmented Reality in
Primary Education: An Active Learning Approach in Mathematics. In Computers, DOI:
https://doi.org/10.3390/computers12100207, Vol. 12, No 10, pp 207, 2023.

MeplAnWn: Active learning, a student-centered approach, engages students in the learning process and
requires them to solve problems using educational activities that enhance their learning outcomes.
Augmented Reality (AR) has revolutionized the field of education by creating an intuitive environment
where real and virtual objects interact, thereby facilitating the understanding of complex concepts.
Consequently, this research proposes an application, called “Cooking Math”, that utilizes AR to promote
active learning in sixth-grade elementary school mathematics. The application comprises various
educational games, each presenting a real-life problem, particularly focused on cooking recipes. To
evaluate the usability of the proposed AR application, a pilot study was conducted involving three
groups: (a) 65 undergraduate philosophy and education students, (b) 74 undergraduate engineering
students, and (c) 35 sixth-grade elementary school students. To achieve this, (a) the System Usability
Scale (SUS) questionnaire was provided to all participants and (b) semi-structured interviews were
organized to gather the participants’ perspectives. The SUS results were quite satisfactory. In addition,
the interviews’ outcomes indicated that the elementary students displayed enthusiasm, the philosophy
and education students emphasized the pedagogy value of such technology, while the engineering
students suggested that further improvements were necessary to enhance the effectiveness of the
learning experience.

J15: Lampropoulos G., Keramopoulos E., Diamantaras K and Evangelidis G. Integrating
Augmented Reality, Gamification, and Serious Games in Computer Science Education. In
International Journal of Education Sciences, DOI: https://doi.org/10.3390/educsci13060618, Vol.
13, No 6, pp 618, 2023.

MepiAnWn: This study aims to evaluate the impact of using augmented reality, gamification, and serious
games in computer science education. The study presents the development process of an educational
mobile application, describes an experiment that was conducted and involved 117 higher education
students, and analyzes the results of a 49-item paper-based questionnaire. In total, 8 research questions
were explored. The results of the study revealed that several educational benefits can be yielded when
integrating such applications in teaching and learning activities and actively involving students in the
design and development process. In particular, the application was assessed as an effective learning tool
that could enrich and improve the educational process and create interactive, inclusive, and student-
centered learning environments. Its use led mostly to positive effects and experiences while maintaining
the negative ones to a minimum and most students expressed positive emotions. Students were able to
learn in a more enjoyable and interesting manner, and their motivation, engagement, self-efficacy, and
immersion were greatly increased. Students’ innate need for autonomy, competence, and relatedness
was satisfactorily met and both their intrinsic and extrinsic learning motivations were triggered. They
felt a sense of belonging and cultivated their social skills. The potential of the application to improve
students’ knowledge acquisition and academic achievements was also observed. The application also
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enabled students to improve their computational thinking and critical thinking skills. Therefore, the
potential of combining augmented reality, gamification, and serious games to enhance students’
cognitive and social-emotional development was highlighted.

J14: Lampropoulos G., Keramopoulos E., Diamantaras K and Evangelidis G. Augmented Reality
and Virtual Reality in Education: Public Perspectives, Sentiments, Attitudes, and Discourses. In
International Journal of Education Sciences, DOI: https://doi.org/10.3390/educsci12110798,
Vol. 12, No 11, pp 798, 2022.

MNepAnin: This study aims at understanding the public’s perspectives, sentiments, attitudes, and
discourses regarding the adoption, integration, and use of augmented reality and virtual reality in
education and in general by analyzing social media data. Due to its nature, Twitter was the selected
platform. Over 17 million tweets were retrieved from January 2010 to December 2020 and four datasets
were created. Two of them referred to the general use of these technologies and two to their educational
use. The data was analyzed using text mining, sentiment analysis (e.g., polarity and emotion detection),
and topic modeling methods. TextBlob, Word-Emotion Association Lexicon (EmolLex), Valence Aware
Dictionary for Sentiment Reasoning (VADER), and Latent Dirichlet Allocation (LDA) were some of the
tools used. Based on the results, the majority of the public were positively disposed toward the general
and educational use of both augmented reality and virtual reality and mostly expressed positive
emotions (e.g., anticipation, trust, and joy) when referring to them. In total, 11 topics emerged that were
related to education, new technologies, digital and social media use, marketing and advertising,
industrial domain, health domain, games, fitness and exercising, devices, travel and tourism domain,
and software development kits. The educational benefits of augmented reality and virtual reality were
evident.

J13: Lampropoulos G. and Keramopoulos E. Virtual Reality in Education: A Comparative Social
Media Data and Sentiment Analysis Study. In International Journal of Recent Contributions from
Engineering, Science & IT (iJES), DOI: https://doi.org/10.3991/ijes.v10i03.34057 , Vol. 10, No 3,
pp. 19 -32, 2022.

MeplAnwn: It is essential to consider the public’s viewpoints when it comes to significant issues, such as
the adoption and integration of technologies in education. This study aims at analyzing and
comprehending the public’s perspectives, sentiments and attitudes towards the use of virtual reality in
general and in educational settings. After setting the necessary data requirements, 10,457,344 related
tweets from Twitter were identified and retrieved from January 2010 to December 2020. The data was
then analyzed using text mining and sentiment analysis. Based on the results, the public positively
perceived the use of virtual reality and mostly expressed emotions of anticipation, trust and joy when
referring to its use in education. Finally, the role of virtual reality as an effective educational tool that
can enhance students’ engagement, motivation and academic performance was highlighted.

J12: Volioti C, Keramopoulos E., Sapounidis T., Melisidis K., Kazlaris G.C., Rizikianos G. and Kitras
C. Augmented Reality Applications for Learning Geography in Primary Education. In
International Journal of Appl. Syst. Innov., DOI: https://doi.org/10.3390/asi5060111, 5, 111,
2022.

MepiAnn: Augmented Reality is an emerging educational technology that has the potential to provide
innovative methods of teaching and create engaging learning experiences. Augmented Reality
applications implementing game-based design could enrich education by increasing motivation and
engagement and enabling better learning outcomes. Similarly, Augmented Reality, in the context of
Geography, could enhance the learning process and the user experience through the visualization of the
content and a better understanding of abstract concepts. Therefore, in this study, (a) three specially
designed Augmented Reality applications are described for teaching Geography in the fifth and sixth
grades, and (b) an extensive usability evaluation study is reported using the three applications. Teachers
(N = 6) and pupils (N = 43) from the fifth and sixth grades, as well as computer science students (N = 43)
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participated to assess the usability of the proposed Augmented Reality apps. The results were positive
since the proposed Augmented Reality apps provided high-level usability. Finally, they revealed that
there was acceptance for the Augmented Reality technology by all participants and a willingness to be
incorporated into the teaching process.

J11: Volioti C., Keramopoulos E., Sapounidis T., Melisidis K., Zafeiropoulou Ma., Sotiriou C. and

Spiridis V. Using Augmented Reality in K-12 Education: An Indicative Platform for Teaching
Physics. In International Journal of Information, DOI: https://doi.org/10.3390/info13070336,
13, 336, 2022.

MepAnn: Augmented Reality (AR) could provide key benefits in education and create a richer user
experience by increasing the motivation and engagement of the students. To this end, the current paper
presents a system with three AR applications for teaching physics in the fifth and sixth grades of primary
school and in the first grade of secondary school, and the ultimate goal is the development of a unified
platform that covers the subject of physics in all classes of K-12 education. The platform provides a useful
tool to familiarize both teachers and pupils with AR technologies, aiming to improve the learning and
teaching experience and to enhance their skills. The developed system is evaluated in terms of usability,
gamification and willingness of the teachers to incorporate this technology into the teaching process. A
total of 314 users participated in the research, where they were divided into three user groups: (i)
teachers (N = 15), (ii) pupils (N = 189) and (iii) computer science students (N = 110). The outcomes were
satisfactory, revealing that the gamified AR applications are easy to use, and teachers are interested in
using these AR applications in their classrooms.

J10: Lampropoulos G., Keramopoulos E., Diamantaras K and Evangelidis G. Augmented Reality

J9:

and Gamification in Education: A Systematic Literature Review of Research, Applications, and
Empirical  Studies. In  International  Journal of Applied  Sciences, DOI:
https://doi.org/10.3390/app12136809, 12, 6809. 2022.

MeplAnWn: This study scrutinizes the existing literature regarding the use of augmented reality and
gamification in education to establish its theoretical basis. A systematic literature review following the
Preferred Reporting Items for Systematic Reviews and Meta-Analyses (PRISMA) statement was
conducted. To provide complete and valid information, all types of related studies for all educational
stages and subjects throughout the years were investigated. In total, 670 articles from 5 databases
(Scopus, Web of Science, Google Scholar, IEEE, and ERIC) were examined. Based on the results, using
augmented reality and gamification in education can yield several benefits for students, assist educators,
improve the educational process, and facilitate the transition toward technology-enhanced learning
when used in a student-centered manner, following proper educational approaches and strategies and
taking students’ knowledge, interests, unique characteristics, and personality traits into consideration.
Students demonstrated positive behavioral, attitudinal, and psychological changes and increased
engagement, motivation, active participation, knowledge acquisition, focus, curiosity, interest,
enjoyment, academic performance, and learning outcomes. Teachers also assessed them positively.
Virtual rewards were crucial for improving learning motivation. The need to develop appropriate
validation tools, design techniques, and theories was apparent. Finally, their potential to create
collaborative and personalized learning experiences and to promote and enhance students’ cognitive
and social-emotional development was evident.

Lampropoulos, G., Keramopoulos, E., & Diamantaras, K.. Semantically Enriched Augmented
Reality Applications: A Proposed System Architecture and a Case Study. In International Journal
of Recent Contributions from  Engineering,  Science & IT  (iJES), DOI:
https://doi.org/10.3991/ijes.v10i01.27463 , Vol 10, No 1, pp. 29-46, 2022.

MeplAnyn: With a view to creating a mixed reality that combines coexisting real and virtual objects and
to providing users with real-time access to information in an interactive manner, augmented reality
enriches users’ physical environment by incorporating digital and real objects and rendering them in the
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J8:

17:

physical environment in the proper time and spatial framework. Due to its nature, augmented reality
can be combined with and exploit other innovative technologies in order to improve its efficiency and
potentials. Some such technologies are semantic web, knowledge graphs and deep learning. The study
main purpose and contribution is to showcase the benefits of developing semantically enriched
augmented reality applications and to present a system architecture for developing such applications as
well as to showcase and assess an augmented reality application developed following the proposed
architecture. The specific application aims at facilitating end-users’ day-to-day activities, enhancing the
learning and informing process and increasing user experience (UX). The results of this study showcase
that such applications have the potential to be applied and positively affect various sectors and that they
can be a useful, flexible, interactive and informative tool for end-users.

Zafeiropoulou, M., Volioti, C., Keramopoulos, E. and Sapounidis. T. Developing Physics
Experiments Using Augmented Reality Game-Based Learning Approach: A Pilot Study in
Primary School. In Computers, DOI: https://doi.org/10.3390/computers10100126, Vol 10, No.
10, pp. 126-139, 2021.

MeplAnyn: The augmented reality game-based learning (ARGBL) approach is an advantageous
pathway for the development and enhancement of teaching and learning processes. To this end, this
paper presents the design and development of an ARGBL application for the implementation of physics
experiments in the fifth grade of a Greek primary school. The purpose of the ARGBL system is twofold:
to educate and entertain. For this reason, a treasure hunt game was implemented, which allows students
to interact with a digital world and to manipulate virtual objects with the use of an augmented reality
(AR) device. Then, according to the instructions, students have to collect all the materials to conduct the
AR educational experiment. Overall, the evaluation of the system’s usability by 17 users (both students
and teachers) was very promising, indicating that the ARGBL application has the potential to be an easy-
to-use educational tool for improving not only the teaching of physics experiments in primary school but
also the learning process, by positively affecting the students’ motivation and engagement.

Lampropoulos G, Keramopoulos E. and Diamantaras K.. Enhancing the functionality of
augmented reality using deep learning, semantic web and knowledge graphs: A review. In
Visual Informatic, DOI: https://doi.org/10.1016/].visinf.2020.01.001, 2020.

MeplAnyn: The growth rates of today’s societies and the rapid advances in technology have led to the
need for access to dynamic, adaptive and personalized information in real time. Augmented reality
provides prompt access to rapidly flowing information which becomes meaningful and “alive” as it is
embedded in the appropriate spatial and time framework. Augmented reality provides new ways for
users to interact with both the physical and digital world in real time. Furthermore, the digitization of
everyday life has led to an exponential increase of data volume and consequently, not only have new
requirements and challenges been created but also new opportunities and potentials have arisen.
Knowledge graphs and semantic web technologies exploit the data increase and web content
representation to provide semantically interconnected and interrelated information, while deep learning
technology offers novel solutions and applications in various domains. The aim of this study is to present
how augmented reality functions and services can be enhanced when integrating deep learning,
semantic web and knowledge graphs and to showcase the potentials their combination can provide in
developing contemporary, user-friendly and user-centered intelligent applications. Particularly, we
briefly describe the concept of augmented reality and mixed reality and present deep learning, semantic
web and knowledge graphs technologies. Moreover, based on our literature review, we present and
analyze related studies regarding the development of augmented reality applications and systems that
utilize these technologies. Finally, after discussing how the integration of deep learning, semantic web
and knowledge graphs into augmented reality enhances the quality of experience and quality of service
of augmented reality applications to facilitate and improve users’ everyday life, conclusions and
suggestions for future research and studies are given.
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J3:

Charalampos C. and Keramopoulos E.. Semantic Web user interfaces—A model and a review.
In Elsevier International Journal Data & Knowledge Engineering (DKE), DOI:
https://doi.org/10.1016/j.datak.2018.04.003, 2018.

MepAnwn: In the introduction of the Semantic Web vision, the software agents seek information,
perform transactions and interact with physical devices. However, the Semantic Web is not yet fully
implemented nor the software agents are yet capable for this critical mission. The access of the Semantic
Web is still a task mainly intended for the humans. This access is through the user interfaces and is
practiced mostly for information seeking tasks. The goal of this work is to create a review for the issues
related to the user interfaces, with respect to their application in the access of the Semantic Web.
Therefore we built a model and a web application, to abstract the interaction between the humans and
the Semantic Web and investigate the features of the user interfaces as far as the information seeking
in the Semantic Web is concerned. At first a study of related literature is performed, and in it are
identified and analyzed those distinctive characteristics that a user interface needs to support. Then is
conducted a field research in the World Wide Web, in order to discover and record Semantic Web's user
interfaces. Based on the analysis of the reviewed literature, the model is devised, and the model's
formalism is applied to the findings of the field research. After that, is conducted an evaluation study
and and with the help of a dedicated application, comparative tables are outlined for reviewed user
interfaces. In the closing, some standing out cases are presented further and conclusions are drawn.

Keramopoulos E., Deligiannis I., Spanos G., Pliakas A and Tsekos K.. A Controlled Experiment
Investigation of Understandability and Correctness on Two Query Languages for XML data. In
International Journal of Web Engineering and Technology (I/WET), Vol. 8 , No. 1, pp. 81-101,
DOI: https://doi.org/10.1504/1JWET.2013.053335, 2013.

MNepAnin: The study presented in this paper is a controlled experiment, aiming at investigating the
understandability and correctness in two query languages, namely KINISIS against XQuery. XQuery is the
W3C standard query language for XML documents. KINISIS is a graphical query language which is
designed and implemented upon XQuery, using metaphors extracted from the road traffic act. We
conducted a controlled experiment in order to assess users’ performance, with respect to understanding
and correctness, in developing queries in KINISIS and in XQuery. The findings, from the collected and
statistically analyzed data, showed that users performing on KINISIS had significantly better results
comparing to those using XQuery. As an output of this study, is that a graphical XQuery language that is
based on successful metaphors is more appropriate for novice users in XQuery technology, instead of
textual XQuery.

Keramopoulos E., Tsekos K., Pliakas A and Deligiannis I.. The Design of KINISIS. In International
Journal on Integrated Information Management, Vol. 1, No. 2, pp. 1-14, 2012.

MepAnn: XQuery is the standard query language for semistructured data and especially for XML
documents. Based on XQuery, we designed and developed KINISIS, a graphical XQuery language. In
KINISIS we use metaphors, extracted from the road traffic act, in order to define queries. In this paper
we present the design of KINISIS, the metaphors used, the implementation of KINISIS and the results of
a controlled experiment where we assess the usability of KINISIS against XQuery.

Bekiropoulos K., Keramopoulos E., Beza O. and Mouratidis P. A list Of Features That a
Graphical XML Query Language Should Support. In International Journal of Computer Systems
Science and Engineering (IJCSSE), Vol. 25, No. 5, 2010.

MeplAnyn: Extensible Markup Language (XML) tends to become a standard way of data interchanging
on the Web. Therefore a need for one or more languages was created, that will have the ability to
manage and extract data from XML sources. In addition, the data on the Web do not always have strict
structure (semistructured data). As a result, query languages should be able to retrieve information from
these data too. XQuery is the W3C standard to retrieve information from XML documents. Moreover,
graphical user interfaces are user friendly enough for naive users to use them. Thus, a graphical query

2eAiba 15 amno 40


https://doi.org/10.1016/j.datak.2018.04.003
https://doi.org/10.1504/IJWET.2013.053335

Bloypadikd Inueiwpa KepapodmouAou EukAeidn

J2:

J1:

language for XML documents is a very interesting research field. In this paper we draw a list of features
that a graphical query language for XML documents should support. Moreover, we examine how the
most representative graphical query languages for XML data have presented those features. Finally, in
order to compare the languages, we present a comparison table.

Keramopoulos E., Pouyioutas P. and Ptohos T. The GOQL Language and its Formal
Specifications. In International Journal of Computer Science & Applications (IJCSA), pp. 23-51,
Vol. 5, No. 2, 2008.

MeptAnWn: The Graphical Object Query Language (GOQL) is a graphical query language that complies
with the ODMG standard and runs on top of the 02 DBMS. The language provides users with the User’s
View (UV) and the Folders Window (FW), which serve as the foundation upon which end-users can pose
ad-hoc queries. The UV is a graphical representation of any underlying ODMG scheme. Among its
advantages is that it hides from end-users most of the perplexing details of the object-oriented database
model, such as methods, hierarchies and relationships. To achieve this, the UV does not distinguish
between methods, attributes and relationships, it encapsulates is-a hierarchies and it utilises a number
of desktop metaphors whose semantics can be easily understood by end-users. The FW is a condensed
version of the UV and provides the starting point for constructing queries. In this paper, we demonstrate,
using an example, the UV and the FW and the way they support the construction of graphical queries.
We then present the formal specifications of the language. We first give a formal definition of an object-
oriented database schema in the GOQL model. The UV is then formally defined as a mapping from a
GOQL object-oriented database schema. The formal definition of the UV allows us to formally define the
graphical constructs of GOQL and the syntax analysis of the language.

Keramopoulos, E., Pouyioutas P. and Ptohos T. The GOQL Graphical Query Language. In
International Journal of Computers and Applications (IJCA), pp. 122-131, Vol. 24, No. 3, DOI:
https://doi.org/10.1080/1206212X.2002.11441671,2002.

MeptAnwn: In this paper, we present a graphical query language, namely GOQL (Graphical Object Query
Language), for Object-Oriented Data Base Systems (OODBS), in general, and the Object Model of ODMG
2.0, in particular. A detailed literature survey of related work is given, and an analysis methodology that
allows the evaluation of such languages is proposed. Moreover, the User’s View (UV) of GOQL is
presented. The UV provides a graphical schema that does not contain any of the perplexing details of an
object-oriented database schema; it also provides a graphical interface that supports ad-hoc queries for
object-oriented database applications. Because there is a direct correspondence between the features
of GOQL and 0QL (GOAQL supports all the features of OQL), the language can be used as an alternative
graphical interface to OQL. Thus, GOQL allows users to express queries graphically ranging from
simplistic ones to rather complicated ones. Among the features provided/supported by the language are:
a 2D colour interface, methods, predicates, Boolean & set operators, arithmetic expressions existential
/universal quantifiers, aggregate functions, group by and sort operators, functions, and subqueries. In
this paper, we illustrate through examples both the UV and the query mechanism of GOQL.

8.3 ANUOGLEVGELS 6€ SLEOVI] EMOGTIUOVIKA GUVESPL LE KPLTEG
C24: Lampropoulos G, Georgiadou |. Keramopoulos E. and Siakas K. An Educational Augmented

Reality Application for Improving Knowledge Acquisition. In Proceedings of the 25th annual
INSPIRE BCS e-learning conference, July 16, London, UK.

MeplAnyn: Advances in Information and Communication Technology (ICT) and the digitalisation of
everyday life have drastically influenced the way 21st century students access information and
knowledge. As students are significantly affected by the digital era, they are constantly handling digital
information, they seek to be directly connected, they require prompt responses and social interaction
and they prefer learning based on experiences. Therefore, students are pursuing more interesting,
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entertaining, motivating and engaging learning experiences. Consequently, new educational needs and
requirements have arisen. Augmented reality is a contemporary and real-time interactive technology
which can be used in educational settings to cope with these new needs and meet these new
requirements. More specifically, augmented reality offers new ways of interacting with both the physical
and digital world in real time by providing prompt access to rapidly flowing information which becomes
meaningful and “alive” as it is embedded in the appropriate spatial and time framework. Particularly,
this study briefly goes over 21st century students’ new needs and requirements for more interactive and
engaging learning experiences and presents the augmented reality technology. Additionally, it examines
the effects of augmented reality when used in educational settings. Moreover, the main aims and the
concept of our prototype educational augmented reality application as well as the potentials it offers to
students are described. Finally, after going over the concept and the features of the augmented reality
application as well as the educational needs and challenges that it aims to meet, conclusions and
suggestions for future research and studies are given.

C23: Stavridis K., Koloniari G and Keramopoulos E. Deriving Word Embeddings Using Multilingual
Transfer Learning for Opinion Mining. In Proceedings of the IEEE South-East Europe Design
Automation, Computer Engineering, Computer Networks and Social Media Conference SEEDA-
CECNSM'2018, pp. 76-81, September 22-24, 2018, Kastoria, Greece.

MeplAnWn: Deep learning (DL) is widely used in text mining applications. The input of DL consists of text
words represented as dense vectors, named word embeddings. These word embeddings have been
previously trained using datasets of large text corpus. Issues arise when the input text consists of words
with unknown embeddings and when the embeddings do not capture the semantics of the domain of
interest. In this study, we focus on the domain of opinion mining and propose a novel method for learning
new embeddings based on limited training datasets. Our method is particularly tailored to address the
challenge of multi-lingual opinion mining by exploiting transfer learning from the English language for
which labeled data are available. We validate the proposed method by using a small dataset in the Greek
language for creating new embeddings.

C22: Katsaros A., Keramopoulos E. and Salampasis M. A Prototype Application for Cultivation
Optimization Using Augmented Reality. In Proceedings of the 8th Spinger International
Conference on Information and Communication Technologies in Agriculture, Food &
Environment, September 21-24, 2017, Chania, Crete, Greece.

MeplAnyn: Rapid development of mobile devices and the emerging trend of ubiquitous computing has
evolved technologies that are always and everywhere available. Augmented Reality and Internet of
Things (loT) are such technologies which either enrich the real-world environment with useful
information or receive from the real-world environment useful information. The agricultural sector is an
area where those technologies can be applied with tremendous benefits. In this paper, we combine
Augmented Reality, loT with Semantic Web in order to support the development of knowledge bases and
intelligent applications regarding crops. The ontology in the knowledge base will be used by our
innovative application, in order to advise farmers for the optimization of their cultivations and at the
same time will provide them with useful information whether the effort to maximize the yield of a
particular crop is economically acceptable in their area.

C21: Katsaros A and Keramopoulos E. FarmAR, a Farmer’s Augmented Reality Application based
on Semantic Web. In Proceedings of the ACM/IEEE South-East Europe Design Automation,
Computer Engineering, Computer Networks and Social Media Conference SEEDA-CECNSM,
September 23-25, 2017, Kastoria, Greece.

MepiAnWn: Rapid development of mobile computing devices has evolved technologies that are always
and everywhere available. Augmented Reality is such a technology that enriches the real-world
environment with audio, video and useful information. The agricultural sector is an area where
Augmented Reality can be applied with tremendous benefits. In this paper, we present FarmAR, a
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prototype application that exploits Augmented Reality in order to identify a plant and to provide useful
information to the farmer regarding the plant through a mobile device. Moreover, the application is
based on a knowledge base which consists of an ontology that describes information concerning the
plant.

C20: Seitanidis I. N., Charitakis G. and Keramopoulos E.. iGQL: An Intelligent NoSQL Graphical
Query Language. In Proceedings of the 20th Pan-Hellenic Conference on Informatics, ACM
2016, paper 30, ISBN 978-1-4503-4789-1, DOI: http://dx.doi.org/10.1145/3003733.3003758,
Patras, Greece, November 10-12, 2016.

MNeplAndn: The storage of information plays a central role to the design and functionality of
applications. Due to the increasing interest and rapid technological growth of the NoSQL Database
Systems more developers are using them. It is crucial for data analysts, IT people and even simple users
to have access to these data. Our research focuses on the development of a User-Friendly Graphical User
Interface for Android smart devices that enables Users without any knowledge on NoSQL or Database
Systems to build a query for the NoSQL Database System called Db4o.

C19: Erkan A. M. and Keramopoulos E.. EGQL: a gesture query language. In ACM Conference: PCI
'15 Proceedings of the 19th Panhellenic Conference on Informatics, pp. 348-353, ISBN: 978-1-
4503-3551-5, DOI: 10.1145/2801948.2802006, Athens, Greece, 1-3 October, 2015.

MNep\ndin: The touch screen devices allow us to construct user friendly graphical user interfaces using
the gesture technology which is very popular for novice users. In this paper, we present a new graphical
query language for relational databases which is designed to support gesture design philosophy and the
full functionality of SQL and is addressed to non-expert users on databases. The EGQL (Easy Gesture
Query Language) is implemented on Android platform for compact multi-touch screens. Moreover,
Metaphors, Color and other functionality like zoom are used for the best comprehension of the database
schema and the query development.

C18: Zygomani D. and Keramopoulos E.. Epappoyr tng texvoloyiog OLAP oto TUAMa Mnxavikwy
MAnpodopikng tou ATEIO. In CIE2015, 7th Conference on Informatics in Education, Piraeus,
Greece; 10/2015.

MNeplAnyn: Eva onuavtiké mpdBAnua mou avtuetwrnilouv ta Tuhuata Ttwv TeYVoAoyikWv
Exmtatbeutikwy 1Spuudtwy ival 0 Kadoplouos TOU TPOYPAUUATOC UXTNUATWY, OUUQWVA UE TIG
TPOTIUNOELS TWV POLTNTWV. [a mapadelyua eivat moAU SUokoAo va urtoAoyLoTtei ue akpiBeta o aptduog
TWV EPYAOTNPLOKWY TUNUATWY avd uadnua mou Ja XpeLaoToUV yLa To EMOUEVO €dunvo. STOXOC TNG
napouoag epyaoiag givat n mopouciacn Tou oUCTHUATOC avaAuTikhic eneéepyacoiac dedouévwy (On-
Line Analytical Processing-OLAP) mou uAomotjdnke oto Tunua Mnxavikwv MAnpooptkng tou A.T.E.I.O,
yla TNV KataAAnAn mapouoioon xpnowuwy IANPOPOPLWY CYETLKA LE TNV EMIS00N TWV QOLTNTWYV KAl TWV
npotepatotntwyv tous. lNMapouotalovral ta otadia efaywyng, UETACKXNUATIOUOU KOl QOPTWONG TWV
beboucvwy ae amodnkn dedboucvwy mou Exetl oxedlaotel KataAAnAa wWote va eEUNMNPETHOEL AVAPOPEC
avaAutikic eneéepyacioc OLAP.

C17: Keramopoulos E., Dervos D., Deligiannis |., Evangelidis G. and Pouyioutas P.. HERMES: a Tool
for Querying Heterogeneous Data Stores. In IEEE Proceedings of 16" Panhellenic Conference
on Informatics (PCI 2012), pp. 433-438, |ISBN: 978-0-7695-4825-8/12, DOI:
10.1109/PCl.2012.32, Piraeus, Greece, 5-7 October, 2012.

MepiAnyn: Data are organized/stored in a plethora of different databases, locations and data models.
In many cases, companies and organizations utilize data stored in a variety of data models at remote
database servers. A challenge would be to construct queries that join data from such disparate sources.
In this paper, we report on research work relating to graphical query languages and data modeling.
More specifically, we report on a new software tool for the novice user, one that transforms databases
of different data models (Relational, Object-Relational, Object-Oriented) into an equivalent XML model,
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plus on a new graphical XQuery type query language that facilitates the construction of user queries that
join data from different data models.

C16: Keramopoulos E., Dervos D., Deligiannis I., Evangelidis G. and Pouyioutas P.. Critical Analysis
of Designing a Graphical Query Language. In Proceedings of IATED 4th annual International
Conference on Education and New Learning Technologies (EDULEARN 2012), pp. 3964-3970,
ISBN: 978-84-695-3491-5, Barcelona, Spain, 2-4 July, 2012.

MNepAnWin: During the last two decades, information has been stored in a plethora of different
databases, locations and data models. In many cases, companies and organizations use data, that is
stored in a variety of data models and remote database servers, which can be correlated. A challenge
would be to define queries joining data from all those different sources. Thus, data can be found in
Relational, Object-Relational, Object-Oriented, XML databases or even in text files. For each model there
is a corresponding query language, i.e. SQL, SQL3, OQL and XQuery. Moreover, it is very tricky to join
data from different sources and we have not found in the literature a query language that has been
designed to use data in the same query from Relational, Object-Relational, Object-Oriented and XML
databases.

On the other hand, the syntax of all the above mentioned query languages, is complicated and
demanding especially for novice users. The majority of computer users need only to learn how to
complete simple work tasks, whereas the problems they have to solve are usually expressed in
noncompeting terms. For this reason users prefer to use graphical query languages instead of a query
language that has a textual syntax.

In this paper, we present our conclusions in designing graphical query languages (GQLs). We have
already designed, developed and evaluated, by organizing a controlled experiment, two GQLs, namely
GOQL for Object-Oriented Database System and KINISIS for XML databases. The most important lesson
that we learned is that it is very important the design of a graphical query language to be “free” of the
underlying query language. Finally, we introduce a solution to the problem of joining data from different
sources which stored in different database models, based on a graphical query language.

C15: Pouyioutas P., Gjermundrod H., Dionysiou I., Rigas V. and Keramopoulos E.. The Student
Module of ReProTool — Allowing Students to Provide Input in the ECTS Re-engineering of
University Programmes. In Proceedings of the IASTED International Conference on Computers
and Advanced Technology in Education (CATE 2012), pp. 242-247, DOI: 10.2316/P.2012.774-
068, Napoli, Italy, 25-27 June 2012.

MeplAnyn: This paper presents the Student Module of ReProTool. ReProTool is a software tool that is
used for the ECTS and the Bologna Process reengineering of academic programmes. The tool is the result
of a project cofinanced by the European Regional Development Fund and the Republic of Cyprus through
the Research Promotion Foundation. The Student Module provides students facilities for providing
considerable input for the reengineering of programmes and courses. Students can provide their
workload during the courses they study and feedback to their lecturers. They can also view the
percentage of their workload as distributed over the various courses they study, weekly statistics with
regards to their workload as compared to the one expected by their lecturers and the average workload
of the courses they study. The average workload of all students attending a course is then provided to
the Lecturer (Faculty) Module allowing thus the lecturer to compare this average with the one expected
in his/her course and thus the number of ECTS given to the course. Corrective action can then be taken
by the lecturer in case that the two aforementioned loads are very different. Furthermore, the weekly
feedback provided by the students allows the lecturer to reflect on the course and its delivery and
improve the course.

C14: Keramopoulos E., Tsekos K., Pliakas A and Deligiannis |. Assessing the Understandability of
Kinisis against XQuery through a Controlled Experiment. In IADIS International Conference
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Information Systems 2012 Berlin, ISBN: 978-972-8939-68-7, pp. 332-336, Germany, 10-12
March 2012.

MepiAndn: XQuery is the W3C standard to retrieve information from XML documents. KINISIS is a
graphical query language which is designed and implemented upon XQuery, using metaphors extracted
from the road traffic act. In this paper we present a controlled experiment study that we conducted in
order to compare the understandability of KINISIS against XQuery. We describe the design and execution
of the experiment, and present a critical analysis of the resulting data, the lessons learned and
indications of future research.

C13: Keramopoulos E., Zounaropoulos M. and Kourouleas G. A Comparison Study Of Object-
Oriented Database Management Systems. In Proceedings The Fourth International Theoretical
and Practical Conference: Object-Systems 2011, Russia, Rostov-on-Don, 10-12 November
2011.

MeptAnWn: In recent years Object-Oriented Database Systems have a remarkable growth and obtain a
larger share of the market of database systems. This is a consequence of the advantages and faster
performance of Object-Oriented Database Systems compared with Relational Database Systems. In this
paper, we present the features that an Object-Oriented Database System should support. Moreover we
compare the eight more powerful Object-Oriented Database Systems and we present a comparison table
between those systems according to the features we introduce.

C12: Keramopoulos E., Pliakas A, Tsekos K. and Deligiannis . KINISIS, a Graphical Xquery Language.
In Proceedings of International Conference on Integrated Information (IC-ININFO’2011), Kos,
Greece, 29 September — 3 October, 2011.

MeplAnWn: Extensible Markup Language (XML) tends to become a standard way of data interchanging
on the Web. XQuery is the W3C standard to retrieve information from XML documents. Moreover,
graphical user interfaces are user friendly enough for naive users to use them. Thus, a graphical query
language for XML documents is a very interesting research field. In this paper we introduce KINISIS a new
graphical query language which is designed and implemented upon XQuery which uses metaphors
extracted from the road traffic act. Moreover, we present the results of the controlled experiment that
we developed in order to evaluate KINISIS usability against XQuery.

C11: Oleynik P. and Keramopoulos E. UML for the representation of OQL-results. In Proceedings
of the First International Scientific-Practical Conference “Object-Systems”, Russia, Rostov-on-
Don, ISBN 978-5-9902226-1-8, pp. 9-14, 10-12 May 2010,.

MepAnWn: In this paper we describe a new proposal for the representation of OQL query output.
Optimality criterions for a developed Metamodel are presented. Showing examples of using Metamodel
for test domain model.

C10: Beza O, Patsala M. and Keramopoulos E. Comparison of XML Supportin IBM DB2 9, Microsoft
SQL Server 2005, Oracle 10g. In Proceedings of the 2st International Scientific Conference, eRA-
2: The Contribution of Information Technology to Science, Economy, Society and Education,
Athens, Greece, 22-23 September 2007.

MepAnyn: In this paper we present the relation between XML (Extensible Markup Language)
documents and Relational Database Management System (RDBMS) IBM DB2 9, MICROSOFT SQL SERVER
2005 and ORACLE 10g. The research aims to develop and describe the ways in which we can manipulate
this type of documents using these three XML-enabled Databases and perform a comparison analysis of
their XML support. The paper discusses the basic characteristics/concepts of XML and it presents the
structure of XML documents, all related technologies (DTDs, SCHEMATA, etc) and two of the most
important XML Query languages XPath and XQuery. Moreover, we outline the basic concepts of
Database systems and how they can benefit using XML. The emphasis of the paper is given in the
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presentation of the comparison analysis, which is based on a list of basic features of XML that a RDBMS
should support. We introduce these XML features and we analyze the comparison analysis by presenting
examples of using XML with IBM DB2 9, MICROSOFT SQL SERVER 2005 and ORACLE 10g. Finally we
summarize all our conclusions in a comparison table which contains all the supported XML operations
from the three RDBMSs.

C9: Keramopoulos E., Pouyioutas P. and Ptohos T. Implementation of the GOQL language. In
Proceedings of the International IEEE Conference on Information Visualisation 2004 (IV’'2004),
pp. 685- 692, London, England, July 14-16, 2004.

MeplAnWn: The Graphical Object Query Language (GOQL) is a graphical query language that complies
with the ODMG 3.0 standard and runs on top of the 02 DBMS. GOQL provides users with the User’s View
(UV) and the Folders Window (FW), which serve as the foundation upon which end-users pose ad-hoc
queries. The UV is a graphical representation of any underlying ODMG scheme. Among its advantages
is that it hides from end-users most of the perplexing details of the object-oriented database model, such
as methods, hierarchies and relationships. To achieve this, the UV does not distinguish between methods,
attributes and relationships, it encapsulates is-a hierarchies and it utilises a number of desktop
metaphors whose semantics can be easily understood by end-users. The FW is a condensed version of
the UV and provides the starting point for constructing queries. In this paper, we demonstrate the UV
and the FW and discuss GOQL’s system architecture, its various components and the way these
components interact to generate the UV and the FW and to provide an ad hoc query construction
mechanism. We also present the screen interface of the language.

C8: Keramopoulos E., Pouyioutas P. and Ptohos T. Design Considerations of the GOQL Interface.
In Proceedings of the IEEE 26" International Conference on Information Technology Interfaces,
pp.361-366, Cavtat/Dubrovnik Croatia, June 7-10, 2004.

MepiAnyn: The Graphical Object Query Language (GOQL) is a query language that complies with the
ODMG standard and which runs on top of the 02 DBMS. The GOQL User Interface comprises the User’s
View (UV) and the Folders Window (FW). The UV is a graphical representation of an ODMG database
scheme, which hides from end-users most of the perplexing details of the object-oriented database
model. The FW is a condensed version of the UV that serves as canvas upon which ad-hoc queries are
constructed. The paper addresses principles behind the design of User Interfaces and discusses features
and characteristics of the GOQL User Interface.

C7: Keramopoulos E., Pouyioutas P. and Ptohos T. The System Architecture of the GOQL
Language. In Proceedings of the Twenty second IASTED International Conference on Applied
Informatics (Al 2004), pp. 174-179. Innsbruck, Austria, February 14-17, 2004.

MeplAnyn: The Graphical Object Query Language (GOQL) is a graphical query language that complies
with the ODMG standard and runs on top of the 02 DBMS. The language provides users with the User’s
View (UV) and the Folders Window (FW), which serve as the foundation upon which end-users can pose
ad-hoc queries. The UV is a graphical representation of any underlying ODMG scheme. Among its
advantages is that it hides from end-users most of the perplexing details of the object-oriented database
model, such as methods, hierarchies and relationships. To achieve this, the UV does not distinguish
between methods, attributes and relationships, it encapsulates is-a hierarchies and it utilises a number
of desktop metaphors whose semantics can be easily understood by end-users. The Folders Window is a
condensed version of the UV and provides the starting point for constructing queries.In this paper, we
demonstrate, using an example, the UV and the FW and the way they support the construction of
graphical queries. We also discuss GOQL’s system architecture, its various components and the way
these components interact to generate the UV and the FW and to provide an ad hoc query construction
and evaluation mechanism. We conclude by briefly addressing issues related to the implementation of
the GOQL system architecture and the portability of GOQL across different DBMS platforms.
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C6: Keramopoulos E., Pouyioutas P. and Ptohos T. A Formal Definition of the Users View (UV) of
the Graphical Object Query Language (GOQL). In Proceedings of the International IEEE
Conference on Information Visualisation 2002 (1V'2002), pp.211-216, London, England, July 10-
12, 2002.

MNepAnin: In this paper we provide a brief formal definition of the Users View (UV) of the Graphical
Object Query Language (GOQL). The UV provides a graphical representation for object-oriented
database schemas and hides from end-users most of the perplexing details of the object-oriented
database model, such as methods, hierarchies and relationships. In particular, the UV does not
distinguish between methods, attributes and relationships, encapsulates the is-a hierarchy and utilises
a number of desktop metaphors to present a graphical schema that is easy to be understood by end-
users. Thus, the UV provides the environment, through which end-users, can pose ad-hoc queries through
GOQL. We first give a brief formal definition of an object-oriented database schema in the GOQL model.
This is given, by providing a formal definition of the basic element of such a schema, namely the class.
The UV is then briefly formally defined as a mapping from a GOQL object-oriented database schema.
Using this mapping, any object-oriented database schema can be translated into a graphical
representation in the UV. The running example of the paper is used to demonstrate the mapping from
the textual schema to the graphical schema of the UV. The formal definition of the UV will allow us, in
the future, to formally define the graphical constructs of GOQL.

C5: Keramopoulos, E., Pouyioutas P. and Ptohos T. A Comparison Analysis of Graphical Models of
Object-Oriented Databases and the GOQL Model. In Recent Advances in Computers,
Computing and Communications, A series of Reference Books and Textbooks, Electrical and
Computer Engineering Series, ISBN: 960-8052-62-9, pp. 43-49, 2002; also in Proceedings of the
6" WSEAS International Conference on Computers, pp.43-49, Rethymno, Crete Island, Greece,
July 7-14, 2002.

MeplAnyn: In this paper we present a comparison analysis of the most important graphical models of
object-oriented databases. These models are also compared with the graphical model (User’s View — UV)
of GOQL - our graphical query language for object-oriented databases. The comparison is based on an
example of an object-oriented database schema whose graphical representation is given in the most
important graphical models that exist in the literature — including GOQL. The comparison illustrates the
limitations of these models as compared with the UV of GOQL.

C4: Georgiadou E. and Keramopoulos E. Measuring the Understandability of a Graphical Query
Language through a Controlled Experiment. In Proceedings of the BCS International Conference
of Software Quality Management, pp. 295-307. Loughborough, April 18-20, 2001.

MeplAnyn: Evaluations of software tools and in particular those of graphical user interfaces have been
the concern of many practitioners and researchers as well as vendors, all of which are interested in the
quality improvement of both the software product and process. In this paper we provide the rationale
for selecting the formal experiment evaluation method in order to measure the understandability of the
graphical query language GOQL (Graphical Object Query Language). We describe the design and
execution of an experiment, and present a critical analysis of the resulting data, the lessons learned and
indications of future research.

C3: Keramopoulos E., Pouyioutas P. and Ptohos T. GOQL, a Graphical Query Language for Object-
Oriented Database. In Proceedings of Eighteenth IASTED International Conference on Applied
Informatics (Al 2000), pp. 129-133. Innsbruck, Austria, February 14-17, 2000.

MeplAnWn: In this paper, we present a graphical query language, namely GOQL (Graphical Object Query
Language), for Object-Oriented Data Base Systems (OODBS), in general, and the Object Model of ODMG
2.0, in particular. GOQL has been designed to address the needs of both expert and naive users; thus,
the provided interface hides and encapsulates some of the perplexing features of the underlying
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database schema and represents some others using metaphors. The language provides a graphical
querying mechanism for the construction of ad hoc queries. Because there is a direct correspondence
between the features of GOQL and OQL (GOQL supports all the features of 0QL), the language can be
used as an alternative graphical interface to OQL. Thus, GOQL allows users to express queries graphically
ranging from simplistic ones to rather complicated ones. Among the features provided/supported by the
language are: a 2D colour interface, methods, predicates, boolean & set operators, arithmetic
expressions existential /universal quantifiers, aggregate functions, group by and sort operators,
functions, and subqueries.

C2: Keramopoulos E., Pouyioutas P. and Ptohos T. The User’s View Level of the GOQL, a Graphical

Query Language. In Proceedings of the International IEEE on Information Visualisation 1999
(IV’'1999), pp. 81-86. London, England, July 14-17, 1999.
MNepAnWin: The paper addresses issues related to the design of a graphical query mechanism that can
act as an interface to any Object-Oriented Data Base System (OODBS), in general, and the Object Model
of ODMG 2.0, in particular. In the paper, a brief literature survey of related work is given, and an analysis
methodology that allows the evaluation of such languages is proposed. Moreover, the User’s View level
of a graphical query language, namely GOQL (Graphical Object Query Language), for ODMG 2.0 is
presented. The User’s View level provides a graphical schema that does not contain any of the perplexing
details of an object-oriented database schema, and it also provides a graphical interface that supports
ad-hoc queries for object-oriented database applications. Herein we illustrate, using an example, the
User’s View level of GOQL.

C1: Keramopoulos E., Pouyioutas P. and Sadler C. GOQL, a Graphical Query Language for Object-
Oriented Database Systems. In Proceedings of the 3rd Basque International IEEE Workshop on
Information Technology (BIWIT'97): Data Management Systems, pp. 35-45. Biarritz, France
July 2-4, 1997.

MeptAnWn: In this paper we present the graphical query language GOQL. GOQL provides a user-friendly
graphical interface to support ad-hoc queries for object-oriented database applications. Such queries will
be translated into standard OQL queries. Herein we illustrate, using an example, the use and
expressiveness of GOQL and briefly survey similar work and developments in the market and in the
literature.

8.4 Kpitig o 81eBv1] TEPLOBIKA KoL oLVESPLA, HEAOG EMLOTIUOVIKIG
ETILTPOTG

Program committee:

1. Co-Editor oto S1eBvec teplodiko Sensors, Special Issue "Smart Educational Systems: Hardware
and Software Aspects", 2022.

2. Co-chair oto 61eBvig cuvESplo The Fourth International Theoretical and Practical Conference:
Object-Systems 2011, to 2011.

3. Session Chair oto 81eBvég ouvedplo 4th IATED annual International Conference on Education
and New Learning Technologies (EDULEARN 2012) loUuAtog 2012.

4. Session Chair oto 61eBvég ouvédplo IADIS International Conference Information Systems
MapTtiog 2012.

Reviewer:
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1. Kputng (Reviewer) oto International Journal of Human Computer Interaction ortd 1o 2024 £wg
onuepa.

2. Kputrig (Reviewer) oto International Journal of Sustainability aro to 2022 £wg oruepa.

3. Kputig (Reviewer) oto International Journal of Environmental Research and Public Health
(JERPH) ato to 2022 £€wg onepaL.

4. Kpung (Reviewer) oto International Journal of Education Sciences arto to 2022 €wg ofpepa.

5. Kputn¢ (Reviewer) oto International Journal of Web Engineering and Technology (IJWET) anoé
10 2012 £w¢ oruepa.

6. Kputiig (Reviewer) oto Journal of Systemics, Cybernetics and Informatics ano 1o 2003 €wg
onuepa.

7. Kpuiig (Reviewer) oto International Journal on Semantic Web and Information Systems
(ISWIS) amnoé to 2017 £wg onuepa.

8. Kputri¢ (Reviewer) oto International Journal of Computer Science and Software Engineering
(1JCSSE) amo to 2017 £éwg onpepa.

9. Kpung (Reviewer) oto Panhellenic Conference on Informatics (PCl) omé to 2015 £w¢ orfjuepa.

10.Kputrg (Reviewer) oto International Conference on Computer, Communication and Control
Technologies amo to 2003 £€wg to 2009.

11.Kputrg (Reviewer) oto IADIS e-Society Conference amd to 2009 £wg orpepa.

12 Kputi¢ (Reviewer) oto International Conference on Information Systems Analysis and
Synthesis, 2010.

13.Kputrg (Reviewer) oto International WMSCI World Multi-Conference on Systemics, Cybernetics
and Informatics amno 1o 2005 €wg onuepa.

14 Kputng (Reviewer) oto First International Scientific-Practical Conference “Object-Systems” 1o
2010.

15.Kpttrg (Reviewer) oto International Conference of The World Multiconference on Systemics
Cybernetics and Informatics (SCI) To 2002.

16.Kputrg (Reviewer) oto International Conference Spinger on Information and Communication
Technologies in Agriculture, Food & Environment, to 2017.

17 .Kputng (Reviewer) oto International Conference on Enterprise Information Systems (ICEIS) to
2018.

18.Kpttri (Reviewer) oto 6th Balkan Conference in Informatics.

9 AEIOIIOIHXEH ENNIXTHMONIKOY EPIroy AIlIO AAAOYX
EPEYNHTEX - ETEPOANA®OPEX (citations)

Evviakooleg €nvta névre (965) avadopeg cupdwva pe to Google Scholar, ot 863 1o 2020.

BAgne nmnyn Google Scholar: https://scholar.google.com/citations?hl=el&user=QUew50cAAAA)

Edtakdoleg e€rvta névte (765) avadopég ouudwva e to ResearchGate.

BAéne mnyn ResearchGate: https://www.researchgate.net/profile/Euclid-Keramopoulos

Tetpakoaoleg oydovta (480) avadopEg cUpPwva LE TO Scopus.

BAEme mnyn Scopus: https://www.scopus.com/authid/detail.uri?authorld=6507122554
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10 EKITAIAEYTIKH APAXTHPIOTHTA - AIAAKTIKH EMIIEIPIA

H ekmoadeutikl pou eumelpia meplhapPavel moAvetr auvtoduvaun SidaockaAio 1600 o€
METAMTIUXLOKA OCO KOl Of TPOTTIUXLAKA Tipoypdupata omoudwv, o poabApata tng
AMnNAenidpaaong AvBpwrou Mnxavng, Bacswv Asdopévwy, Kot Aladiktuou. AVOAUTIKOTEPA:

10.1 AlSaKTIKN EPTIELPIA 0 METATTUXLAKA TIPOYPAUUATA GTIOVS WV

e AmO TO OKASNUOIKO £tog 2024-2025 816A0KW OTO AlATUNUOTIKO METAMTUXLAKO
Npoypappa “Néeg TeXVOAOYIEG, KalvoTOia Kal SLSAKTLKA OTLG EMLOTAKEG TG AywYNC”
tou AeBvouc Mavemotnuiou EANGSOC TO pABNua «Anuoupyio Sladpactikol
EKTTALSEUTIKOU TIEPLEXOUEVOU Y.

e Ao TOo akadnuaiko €tog¢ 2021-2022 6164okw OTO AQTUNMOATIKO METANTUXLOKO
Npoypappa “Wnorakég Kat "Hreg As§Lotnteg otig Emotpeg tng Aywyng” tou AteBvolcg
MNavemiotnuiou EAAGSOG To padnua «Anpioupyia S1adpaoTtikol eKMALGEUTIKOU UALKOU».

e A0 1o akadnuaiko €to¢ 2010-2011 péxpL ko To akadnuaiko £tog 2021-2022 Sidaa oto
Awatpnpatikdo Metamtuxiako Mpoypappa "MAnpodopiaka Zuctipata” (MIS) tou
Mavemniotpiov Makedoviag to pabnua «Bdoslg Asbopévwv» og cuvdLdackaAia e Tov
KaBnyntn tou tunuatog Edappoouévng NAnpodopikrg tou Mavemnotrpiov Makedoviag
K. . EuayyeAion.

e Ano to akadnuaikod €tog 2013-2014 Sibdokw oto Metarmtuxiako Mpdoypappa "Eudueig
Texvoloyieg Atadiktuou" tou AleBvoug Mavemniotnuiou EAAGSoG oto TuRua Mnxovikwy
MAnpodoplkng kKot HAEKTPOVIKWY ZUCTNUATWY TO MABNUA «ZNUacloAOYIKOG 10TOC» oF
ocuvlibaokalia pe tov KaBnyntn k. M. ASoauidn.

e A0 10 akadnuaiko £tog 2013-2014 péxpl to akadnuaiko €tog 2016-2017 Sidaocka oto
Metantuyiako Npoypappa "Eudueic Texvoloyieg Atadiktvou” tou AAe€dvdpelou TEI
Oeoocalovikng oto TuAua Mnxavikwv MAnpodopwkng TE 10 MABNua «AmoBrnkeg
Aedopévwy - EE6puEn NAnpodopioc» os cuvdibaokaAio pe tov kabnyntn K. A. AépPo, Tov
KaBnyntn K. I. EvayyeAibn kat to Emotnpoviko Zuvepydtn K. A. Kapapuntomnoulo.

10.2 AlSakTikn epunelpia o€ [IPOTTUYXLAKAE TIPOYPAUUATA GTIOVS WV

10.2.1 AEI EcwTtepiko?

ATO To Xelpepwo e€aunvo 2019-2020 S1ddokw oto AleBvec Mavemtotipwo EAAGSo¢ oto Tunua
Mnyxovikwy MAnpodopikng kat HAEKTPOVIKWY JUCTNUATWY, EVW amo to 2008-2009 péxpl Kal To
2018 — 2019 oto AAe€avdpelo TEl Oecoalovikng oto Tunuoa Mnxavikwv MAnpodoplkig, Ta
MAPAKATW padrpora:

e Autoduvaun Sibackaiia (Oswpia), amd to Xelpepvo EEapnvo 2019-2020 £wg onuepa,

TOU UTIOXPEWTIKOU HaBniuatog emotnuovikng untodoung « AAAnAenidpaon AvBpwrnou
Mnyxavi¢ - Avantuén Aerupavewwv Xpriotn» (E' E€aunvo).
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e Autobuvaun Sibaokahia (Gswpla), amod to Eapvo E€aunvo 2019-2020 £wg onpepa, Tou
paBnuatog EMAOYNC, EMLOTNHOVIKAG UTtoSoung «Mponypéva Oépata AAMNnAeniSpaong
(Npoypappatiopog Kivntwv Zuokevwv)» (IT' EEapnvo).

e JuvlilbaokaAia (Qswpia) (pe tov KaBnyntn k. A. AépBo) amod to Xelpuepvo E¢apnvo 2019-
2020 €wg oAUEPO TOU HABNUATOG €MIAOYAG, EMLOTNMOVIKAG UTtoSOoUNG «TexvoAoyleg
Bdoswv Agdopévwv» (2 EEAunvo).

e JuvbldaokaAia (Oewpla) (ne Tov KaBnyntn k. M Adauidn) amd to Xewuepwvo EEaunvo
2015-2016 £wg onuepo TOU HABNUATOG €MAOYNG, EMLOTNUOVIKAC UTIOSOWNG
«ZnuaotoAoytkog lotog» (0 EEaunvo).

e Autobuvaun Sibaokalia (Oswpia - Epyaotrplo) ano to Xeluepwvo E€apnvo 2011-2012
£W¢ To Xelnepvo e€apunvo 2018 - 2019 Tou UNIOXPEWTIKOU HaBrUaTOG ELOLKAC UTTOSOUNAG
«ANnAenidpacn AvBpwmnov Mnxavig - Avantuén Aenipavelwv Xprotn» (I EEaunvo).
To Xelpeptvo E€aunvo 2012-2013 Sidafa to pabnua os cuvdidackalia pe tov Kabnyntn
K. M. ZaAopmndon.

e JuvlilbaokaAia (Oswpla - Epyaotrplo) (ue tov Kabnynth k. A. AépBo) amnod to XelpepLvo
E€apnvo 2011-2012 £w¢ to Eapvo E€aunvo 2018 - 2019 tou uMoXPEWTIKOU Habrpatog
£161kN¢ umodoung «Texvoloyieg Baoswv Asdopévwv» (A’ EEaunvo). To Eapvo EEaunvo
2012-2013 6idaga to pabnua os autoduvaun didaokahia.

e JuvlilbaokaAia (Oswpia) (ue Tov KaBnyntn K. A. AépBo) amnd to Xelpeptvo EEaunvo 2011-
2012 éwg 1o Eapwd E€aunvo 2014-2015 tou paBAUATOG ETAOYAC ELOLKAG UTTOSOUNG
«Opyavwon Asdopsvwv Kat EE0puén MAnpodopiag» (Z EEdunvo).

e Autobuvaun SibaokaAio (Oswpia - Epyaotrplo) ano to Xeluepvo EEapnvo 2008-2009
HEXPLKALTO Eapvo EEGunvo 2010-2011 Tou UTIOXPEWTLKOU HaBruatog el&IKAG UTTOSOUAC
«Avamntuén Aicrudavewwv Xpaotn» (E’ E€aunvo).

e Autobuvaun Sibaokadio (Oswpia - Epyaotrplo) anod to Xelpepvo EEapnvo 2008-2009
pEXPLKALTO Eapvo EEaunvo 2010-2011 Tou UTIOXPEWTLKOU HaBrpaTtog elIKAC UTIOSOUNG
«Baoeig Asdopévwv II» (IT E€dunvo).

e Awdaokahia (Epyaotrplo) tou pabnuatog «MAwooceg ko Texvoloyieg lotol» amnd to
Eapwo E€aunvo 2011-2012 €wcg 2017-2018.

e Ao 1o ZemtéuPplo tou 2000 £wg tov No£pPplo Tou 2008 pyaldOUoUV W EPYAOCTNPLUKOG
ouvepyatng oto Tuiua NAnpodopikng tou T.E.I. Oecoalovikng. Avtikeipevo Sidaokaliog
Hou ATav Ta padnuarta:

e Baoeig Asdopévwy |
e Baoelg AsSopévwy I
e EL8ka O¢pata Baoswv Asdopévwy

Mpoypoppatiopoc |

Mpoypoppatiopoc Il

e [lpoypappatiopdc il

e Eloaywyn otoug H/Y

10.2.2 AEI EEwTepikov

ATo JemtépuBplo tou 1994 £wg tov loUvio tou 1998 epydotnka w¢ Emiokéntng Kadnyntng
(Visiting Lecturer) oto NaveniotApo Tou Bopetouv Aovdivou (University of North London), 6mou
KoL Sidaga Ta mapakatw padnuota:

e Eloaywyn otnv Emotiun twv H/Y (1°° £touc)

o ‘Evvoleg Kal ZXeSLAOUOG LLE TTPOCAVOTOALOUO TO avTikeipevo (1°° £toug)

e [poypoppatiopdg otn C (1°Y €toug)
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Mponyuévog Mpoypappatiopdg otn C (1°° €toug)

MAnpodopikn kat Meptpaiiov Epyaciog (1°° £toug)

Juothpoata Bacswv Aedopévwy kat Movtehonoinon Asdopévwy (2°° £€toug)
MeBoboloyleg avamtuéng mAnpodoplokwyv cuctnudtwy (3% €toug kot Maotep
Erotnuwy)

e Ytpatnyikég NAnpodopikng (3°Y €toug kat Mdaotep ETotnuwv)

e Mnyovikn AoylopikoU pe xprion H/Y (3°° étoug kat Mdaotep Emotnpuwy)

10.3 Movoypa@ieG - EKMALSEVTIKO VALKO

Yto portal tou DBTech (http://www.dbtechnet.org/) sivat avaptnpévo vALKO yla to €pyo
«DBTechEXT: XML and Databases — Virtual Laboratory Workshops». Ekel mepiAapBavet:
= Part A: Pre-Teaching Material.

= Part B: Tutorial (Theoretical) Introduction.

= Part C: Hands-On Laboratory.

= Part D: Post-teaching Material.

Martti Laiho, Fritz Laux, Matti Kurki, Euclid Keramopoulos, Amandine Duffoux, 2010.
DBTechNet Tutorial on XML, SQL/XML and the Big Three. Inuelwoslc 85 oeAideg.

E. Kepapomoulog, 2010. TeAkn £€kBeon oto £pyo «Eneéepyaocia Asbouevwy ue moAAamAéc
TTOPAUETPOUC YLa SIKTU NAEKTPOQWTLOUOU ».

E. KepapdmouAog, 2013. TeAkry €kBeon oto €pyo «lpa@ikn SLEMAPN QUTHUATWY LE
gpapuoyn o OAa ta ouyyxpova ocuothiuata Oitaxeiptong Bacewv Sedouévwv» 434
oeAibwv, to omolo mephapPBavel 10 TeXVIKEC avadOpPEC OXETIKEG LLE TO £pYO.

ASOoKTIKO  UAKO yia 10 paOnua  «Mponyuéva Ofpota  AMnAemibpacong
(Mpoypappatiopog Kwvntwv Zuokeuwv» tou AleBvoug Mavemiotnuiou EAAASOG oTo
TuAua Mnxavikwv MAnpodopikng kot HAEKTPOVIKWY ZUCTNUATWY (EKMALSEUTIKN
MAatdpopua moodle tou ALL.NA.E).

ABaKTIKO UALKO yla To padnua «AAAnAenidpaon AvBpwriou Mnxavrig» tou AteBvoulg
Maveruotnuiov EAAGSO¢ oto TuAua Mnxavikwv MAnpodopikng kal HAEKTpOVIKWY
Zuotnuatwy. (Exkmatdeutikn MAatpopua moodle tou ALLNA.E).

ASakTIKO UAKO yla to padnuo «Texvoloyie¢ Bdoswv Asdopévwv» tou AleBvolg
Mavemnotnuiov EAAGSOC oto TuAua Mnxavikwv MAnpodopikng kal HAEKTPOVIKWY
Yuotnuatwy. (Exkmatdeutikn MAatdopua moodle tou ALLNA.E).

ASOKTIKO UAKO yla TO pABnua  «InUacloAoylkdg lotdéc» tou  Metamtuyiakol
Mpoypaupartoc "Eudueic Texvohoyieg Atadiktiou" tou tou AleBvolg Mavemiotnuiou
EAMaSog oto Tunuo Mnxavikwv MAnpodoptkng kal HAEKTPOVIKWY JUCTNUATWY
(Exmaudeutikn Matdopua moodle tou ALLNA.E).

ASaKTIKO UALKO yla To padnuo «Amobnkeg Asdopévwy - E€opuén MAnpodopiac» tou
Metamntuxtakol Mpoypaupartog "Eudueic Texvoloyieg Aladiktiou" tou AAefdvdpelou
TEI @eooalovikng oto Tunpa Mnxavikwy MAnpodopikng TE. (Exmatdeutikn MAatdopua
moodle tou ATEIO).

ALSAKTIKO UALKO YLOL TO HABnua «Baoelg AeSopEVwV» Tou MeTamtuyLakoU Mpoypdlatog
«MAnpodoplakd uotripato» (MIS) tou Mavermotripou Makedoviag. (Ekmaldeutikn
MAatdpopua compus tou NA.MAK).

ASaKTIKO UAKO ylo To padnuo «AAnAenidpaon AvBpwrmou Mnxavig - Avamrtuén
Atemiipavelwv Xpaotn» tou Mpomtuyxlokol Mpoypdppatog tou TUARATOS¢ MnXoviKwy
MAnpodopikng T.E. tou Ahetavdpelouv TEl Oecoalovikng. (Exmaideutiky MAatdopua
moodle tou ATEIO).
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ABOKTIKO UAIKO yld TO HABnUO  «INUAolOAoylkog lotog» Tou [MpomrtuylokoU
Mpoypdupatog tou Tou AleBvolg Mavemotnuiov EAAASOC oto Tunua Mnxovikwv
MAnpodopikng kat HAektpovikwv Tuotnuatwy. (Ekmaidevutikr) MAatdoppa moodle tou
AlLNA.E).

ALSOKTIKO UALKO yla To pabnua «Opyavwaon AsSopévwy kat E€6puén MAnpodopiag» tou
Mpormrtuxlakol Mpoypaupatog tou Tunuoatog¢ Mnyavikwv MAnpodopikic T.E. tou
AAe€avdpelou TEI Oecoarovikng. (Ekmaitdeutikn MAatdpopua moodle tou ATEIO).
ASAKTIKO UALKO yla To padnua «Avamrtuén Alemidpavelwv Xpriotn» tou MNpontuylakol
Mpoypauuatog tou Tunuatog MAnpodopikng tou AAe€dvédpelou TEI Osoocalovikng.
(Exmawdeutikn MAatdopua moodle Tou ATEIO).

AWBaKTIKO UAIKO yla To paBnua «Bdaoelg Aebopévwv Il» tou MNpomtuylakol
Mpoypauuatoc tou Tunuatog MAnpodopikng tou Ahe€dvédpelou TEI Osococalovikng.
(Exmawdeutikn MAatdopua moodle Tou ATEIO).

ALSOKTIKO UALKO yLa To HaBnpa «Eldika O£pata Baoswv Asdopévwv» Tou Mpomtuylakou
Mpoypdppatog tou Tunuatog MNAnpodopiknc tou AAe€avépelou TElI Osococahovikng.
(Exmatbeutikn MAatdpoppa moodle tou ATEIO).

11 AAAH ENTATTEAMATIKH APAXTHPIOTHTA

Ao to Mdawo tou 2006 £wg tov No£puBplo tou 2008 gpyaldpouv oto T.E.l. @scoalovikng
w¢ YmAAAnAog oOnpooiov pe oUpBacn oopictou xpovou kKot ewdkotnta TE
MAnpodopikrg.

JUVEPYATNG OE ETMLOTNOVIKA £pya €peuvag Kat Texvoloyiag (mapdypadog 13).

Ao tic 1 NoepPpiou 1999 wc kot T 9 NogpPpiouv 2000 epydotnka/umnpETnoa oTo
TMApa Mnxavoypadpnong t™¢ 113 Mrtépuya Maxng MHe edkotnTa AvaAuth
MNpoypappatioty.

12 EINIIBAEWH AIAAKTOPIKQN, AIIIAQMATIKQN KAI IITYXIAKQN
EPTAXIQON

12.1 M£Aog TPLUEANG EMLTPOTNG EMIPBAEYNC SIBAKTOPLKWOV EPYACLOV

12.1.1 OAOKANPWUEVEG

1.

Napumnpomnoulog MNnwpyog. Tithog ddaktopikou «The role of educational technology and
gamification in improving education, cognitive and social-emotional development of 21st
century skills cultivation development and evaluation of virtual and augmented reality
applications, artificial intelligent tools and serious games». AteBvég MoavemotiuLo
EANaSog, Tunpa Mnxavikwv MAnpodopikng kot HAekTpovikwy Tuotnudtwy, Malog 2020
— lobviog 2023. Tpweln emtponr): Kepapomoulog EukAeidng Alapavidpag
KwvoTtavtivog, EvayyeAidng Ml'ewpylog.
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12.1.2 Xe e&éhdn

1. Skamétng lwpyoc. Tithoc 6Sidaktopikol «KaMliépyela Se€lOTATWY UTIOAOYLOTLKNAG
oKkEPNnG, ouvepyoolag kol mapakivnong os pabntég kat pabntpleg dsutepoPfaduiag
ekmaideuong, LEow SpacTNPLOTATWY EKMALOEUTIKNG POUTTOTIKNG, LLE TNV UTIOOTHPLEN EVOG
OUVEPYATLKOU eKTOLEEUTIKOU epyaAeiou emMAUENUEVNG TIPOYUATIKOTNTAGY MavemLoT Lo
EANaSog, Tunua Mnyxavikwyv MAnpodopikng kot HAeKTpovikwy Zuotnudatwy, No£upplog
2023. Tpyehn emutponn: Kepapomouhog EukAeibng, Zamouvidng ©eodoolog, BitouAng
MixaAng.

2. Melwoibng Kwvotavtivog. Tithog &lbaktoplkol «EKMOLSEUTIKA) TIPOCEYYLON  TNG
S18aokaAiag Tou MpoypaUMATIONOU Kal evioxuon Tng UTTOAOYLOTIKNG okéPNnC Slapéoou
gpyoAelwv  eMOUENUEVNC  TIPOYUATIKOTNTOC KOl  UNXOVIOHOU  TOLyvVIOToinong»
Maveruotiuo EANGSog, Tunuo Mnxavikwv MNAnpodopkng kot HAEKTpOVIKWY
Juotnudatwy, Oktwpplog 2021. TpiueAn emnttponr): Kepapdmoulog EukAeidng, Adauidng
Mavaywwtng, Apnati{oylou AootoAng.

3. XapaAounidng XapdAoumnog. Tithog Si8aktoplkol «Improving the interoperability of
Internet of Things, using semantic web technology». AleBvéc MavemiotApio EAAGSOG,
Tunua Mnxovikwy MAnpodoptkig kat HAEKTpovikwy Zuotnuatwy, Matog 2020. TpLuein
grutpornth: Adapidng MNavaywwtng, lwondidng ABavaoiog, Kepapomouhog EukAeidng.

4. Itaupidng Kwvotavtivoc. Tithog dibaktoptkol «KaBoplopdg mhatciouv €0puéng yvwung
pe xpnon nebodwv Suvapikng avamapaotacng — oavakaludng yvwong». MaveniotuLo
Makedoviag, Tunua Edapuoouévng MAnpodopikng, Mawog 2017. TplueAn emtponn:
KoAwvidpn Fewpyta, EvayyeAidng Nrewpylog, Kepapomnoulog EukAeidng.

12.2 M£A0G e@TaPEAG ETLTPOTH)G AELOAOYN GG SIBAKTOPLKWV EPYATLWOV

1. Nanakwotag Xpriotog. TitAog Sidaktopikou «Mobile augmented reality using fuzzy logic

for learners’ spatial ability training» MavemiotApo AUTIKAG ATTIKNAG, TUAKA MNXOVIKWY
MAnpodopikng kat YroAoylotwy, OeBpoudplog 2023.

2. Toeleykapibng Zwkpdtng, TitAog S8akToplkoU «MeAETN Slemadwy oTLg TexVOAoyieg
STEM koL otnv ekmaibeuon NAEKTPOVIKWY KUKAWUATWY HIKPOEAEYKTWVY AleBVEG
MNaveruotuo EAAGdog, Tunua Mnyavikwv MAnpodopikng Kot HAEKTPOVIKWV
Juotnuatwy, Matog 2024.

12.3 ETtiBAen HETATITUXLHK®OV SITAGUATIKOV EPYACLOV
Ano 1O ZemréuPplo tou 2014 €xw emIPALEPEL TIC MOPAKATW OSUTAWMOTIKEG €pyaocieg o€
peTamtuytakolg KUkAoucg omoudwy, oL omoieg oAokAnpwOnkav pe smtuyio:

1. MeAwoidng Kwvotavtivog, 2015. «Anpoupyia SPARQL endpoint yia to TuApa Mnxavikwy
MAnpodoptkrig tou TEIO». Metamtuytako Mpoypapupa «Eudueic Texvoloyieg Aladiktiou»,
TuAua Mnxavikwv MAnpodopikng, ATEIO.

2. T\epidbng Xpiotog, 2015. «Integrating Data extorted from a document corpus in a MicroRNA
database». Metantuylako Mpoypappa «Eudueic Texvohoyieg Aitadiktiou», TuApa
Mnyxavikwv MAnpodoptkng, ATEIO.
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3. XapaAaunidng Xapdalaumnog, 2015. «Semantic Web interfaces — BiAloypadikr) Epguva».
Metantuxtakd Mpoypappa «Eudueic Texvohoyieg Awadiktuou», TuAua Mnyovikwv
MAnpodopikng, ATEIO.

4. Zuyopavn Adpva, 2015. «Edappoyn tng texvoloyiag OLAP oto Tunpo Mnxavikwv
MAnpodopikng tou TEIO». Metamtuxlako Mpoypapua «Eudueic Texvohoyieg Aladiktuou»,
TuAua Mnxavikwv MAnpodopikng, ATEIO.

5. Touloumng MuixanA, 2016. «TouploTIKOG 08NYOC Yl KLVNTEG €EUTIVEC CUGCKEUEC TIOU
Baoiletal ota avowtd pnxavayvwolo oOegdopéva tng EAANviKNG  KuBépvnong».
Metanmtuxtakd Mpoypappa «Eudueic Texvohoyieg Awadiktuou», TuAua Mnyovikwv
MAnpodopikng, ATEIO.

6. Katoapocg AAEEavdpog, 2017. «Emauénuévn Mpayuatikotnta pe epappoyn otn Mewpyia».
Metamtuylako Mpoypappa «Eudueilg Texvohoyieg Aladiktuou», Tunua Mnxavikwv
MAnpodopikng, ATEIO.

7. MnAlomoUAou Staportia, 2018. «Ixediaon kol avamtuén Kwntng edappoyng yla tnv
ovayvwplon pvnuelwv pe xpnon emauénuévng mPayUatikotnTag». METAMTUXLOKO
Mpoypappa «Eugpueic Texvohoyieg Aladiktuou», TuApa Mnxavikwy NMAnpodoptkng, ATEIO.

8. Kapumibou Iwtnpla, 2018. «Ixediaon kol avamtuén Kwntng epappoync yla tnv
avayvwplon aflobéatwy Kal tnv moapoxn Yndlakwv mAnpodoplwy Le xpnon enauvénuévng
TPAYHOTIKOTNTAGY. MeTamtuylako Mpoypappa «Eudueic Texvohoyieg AlaSiktiou», TURpa
Mnxavikwv NAnpodopikng, ATEIO.

9. BeAwvng MNwpyog, 2019. «Applications of Jena APl on the Semantic Web». Metamtuylako
Mpoypappa «Eudpueic Texvohoyieg Aladiktvou», TuAua Mnxavikwy NMAnpodoptkng, ATEIO.

10. Aaunpénourog TNwpyog, 2019. «Object recognition, augmentation and interaction
through Augmented Reality, Deep Learning, Semantic Web and Information Retrieval
techniques: Development of interactive application package». Metamtuylako Mpoypauua
«Eugueic Texyvoloyieg Aladiktuou», TuApa Mnxavikwv NAnpodopikng, ATEIO.

11. Baobékn Aéomolva, 2019. «Development of an android application which by scanning the
barcode of a product determines the existence of an allergy to its components».
Metamntuxlako Mpoypappa «Eudueic Texvoloyleg Aladiktuou», TUAMA Mnyovikwy
MAnpodoptkng, ATEIO.

12. 3kAnpn¢ Kwvotavtivog, 2019. «Development of a software which will archive technical
drawing in a database for making cost analysis for the manufacture». Metamntuylako
Mpoypappa «MAnpodoplakd fuotiupata», TuAuo Edapuoopévne MNAnpodoptkic,
Maverotuo Makedoviag.

13. Ztaupoulddkn XtuAtavy, 2024. «Movtého Mnyxavikng Mabnong ywa tnv Kivnon
Xelplotnpiwv oe moyvidt Ewovikng Mpayuatikdtntagy. Metamtuxloko MNpdypaupa
«Eudueic Texvoloyieg Atadiktuouy», Tunua Mnxavikwy MAnpodopikng kot HAEKTPOVIKWVY
Juotnuatwy, AleBvéc Mavemiothpo tng EAAASOG.

14. Kaipokaun dvva, 2024. «H €lKOVIK TPaypoTKOTNTA oTtnv ekmaibsuon ywa tnv
enayyeApatiky  aoddAewa». Metamtuxako MNpoypauppa  «Euduelg  Texvohoyieg
Awadiktoou», TuAua Mnxavikwv MAnpodoplkng Kot HAEKTpovikwY ZuoTnuatwy, AleBvég
MNaveniotrulo tTng EAAGSOG.
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12.4 ETtiBAeym TTPOTMTUXLAK @DV SITA®WUATIK@OV KXL TTUXLAK®DV EPYACLEDV
Ao 10 ZemtépPplo Tou 2006 £wg tov AmpiAto tou 2019 £xw eTPAEPEL TIG TTAPAKATW TITUXLOKEG
gpyaoieg, oto Tunua Mnxoavikwv MAnpodopikig T.E. tou Ahe€avdpelou TEI Osocalovikng kat
and to Maw tou 2019 €wg onuepa oto TuApa Mnxavikwv NMAnpodopikng kat HAEKTPOVIKWY
JuoTtnuatwy tou AleBvouc Mavemiotnpiov EAAGSoC, oL omoieg oAokAnpwOnKav Ue smituyia:

1. MAtaAag Avlpéag, 2006. «MeAétn, meplypadr kal tekunpiwon tng aiboucog
tnAeknaidevong tou TEIO».

2. Mnéla Ohya - Matocaha Mapia, 2007. «Z0ykplon xprnong tng XML amnoé IBM DB2, Oracle,
SQLServer, Postgres».

3. Mneknponouvlog Kwvotavtivog - Moupatidng MNétpog, 2007. «XML Query Languages».

4. Napamnoupag Nnwpyog, 2008. «Aladiktuakn Edapuoyr Aloxeiptong BipAoypadiog».

5. A\e€avSpomoudog Mavaywwtng, Mapaokevd Avva, 2008. «YAomoinon ypadlkou
TEPLBAAAOVTOG KATAOKEUNG OXNUATWY OVTLKELLEVOOXECLOKWY PACEWY SESOUEVWV».

6. Lizin Mathieu, 2008. «"The development of a demo for a Musical School by using Eclipse,
XML, XQuery and Oxygen». Haute Ecole de la Province de Liege Rennequin Sualem,
INFORMATIQUE (Erasmus).

7. Truong Helene, 2008. «Study of the integration and the practical use of XQuery in I.B.M.
DB2». Haute Ecole de la Province de Liege Rennequin Sualem, INFORMATIQUE (Erasmus).

8. Nikag BaagiAelog, 2009. «XML kat XML Schema».

9. Wappag Anuntplog, 2009. «Electronic Nose».

10.Latere Joelle, 2009. «Data manipulations with JDBC technology». Haute Ecole de la Province
de Lieége Rennequin Sualem, INFORMATIQUE (Erasmus).

11.Apaumnoatiig lwavvng, 2009. «Anutoupyia tng otooeAidog tou Tunuotog Ekddcewy Tou
ATEIO pe xprion Joomlal».

12.Ntdvng Mwpyog, 2009. «Zxedlaon Kal KATOOKEUN €vOG TOAUHEOLKOU odnyol yla Tnv
napouciacn tou AAe€avdpelou Texvoloykol Ekmatdeutikot 18pupatog Osooalovikng».

13.AvéplavomoUAou ABnva, 2010. «H Xprion Twv Metadopwv Itig Atemadeg Xpnotn H/Y».

14.ABavaoidadou Xpuoa, 2010. «AgloAdynon Tou €lKoVIKOU TePLBAAAOVTOG TG EDAPUOYAC
Easy Object Relational Database Manager kot Twv peTadopwy mou Xpnolponotnonkayv o
ouTAVY.

15.NAwdkag AxtAAéac - To€kog Kwvaotavtivog, 2010. «YAomoinon ypadikng dtemadng XQuery».

16.KapaBavou Iwtnpia, 2010. «WebServices kot xprion Touc otig Baoeilg AeSopévwv».

17.MniéMag MuxdAng, 2010. «YAomoinon epyaAeiou UETATPOMNG HLOG OXECLAKNG BdAong
Sebopévwy o avtiotolyn XML popdng».

18.Maviog Xprjotog, 2010. «Data webservices pe xprion tou IBM Data Studio».

19.Mnoyiatl Qwtewvn, 2011. «SPARQL, n yAwooa atrtnudatwyv tou W3C yla Sedopéva os RDF
Hopdn».

20.ZAdtkog Zayapiag, 2011. «Cloud Storage».

21.Natoikag Kwvotavtivog, 2011. «SPARQL péow Jena Adapter yia Oracle».

22.Pnyac Baocilelog, 2012. «Reprotool: &wadiktuakn edapuoyrn avadiapdpdpwaong
TIPOYPAUUATWY OTIOUSWV».
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23.TaBpnAibng Zépylog, 2012. «YAomoinon OSladiktuakng sbappoyng Slaxelplong tou
Mpoypappatog Mabnudtwy tou TuRpatog NAnpodopkney».

24.Zouvapomnoudog MuxanA, 2012. «YAomoinon gpyaAeiov PETATPOTIG AVTIKELLEVOOTPEDNG
Bdaong Asdopévwy oe avtiotolyn XML popdng».

25.Natog Anuntplog, 2012. «MeA£tn tng Texvoloyiag Cloud Storage».

26.ApBavitakn Awoatepivn, 2012. «Graphical XML Schema».

27.NManacwtnpiov Iwtnplog, 2013. «Aladiktuakd Meottikod Mpadeio pe xprion twv APl tng
GOOGLE».

28.KupAidng NikoAaog, 2013. «Mapouciaon tou Tunuatog MAnpodoplkng otnv mAatdopua
Android».

29.Towyapa EuBupia, 2013.«ONLINE BIBAIOMQAEIO».

30.Koptoluehidng BaoiAelog, 2013. «Sesamey.

31.ANaykolidng EAsuBéplog, 2013. «Anuloupyia ekmatdeutikol meplBaAAovtog pe xprnon
ORACLE kot énuloupyla Portal yia mapouciaon kat xprion Tou UAKOU TIoU pag TpoodEpeL
to Advanced Computer Science Programy.

32.KaAdoudn Katepiva, 2013. «MpoBoAn atoukol MPoypaUUaToc padnudtwy oe Android».

33.Twakoupun Zaxapiag kot MalapAoyhou Euayyehia, 2014. «TaflSwtikog¢ odnyodg tng
Oeoocalovikng yla Android».

34.0c0dihou Oeddilog, 2014. «Alaxeiplon tou MPoypAupoTog Habnuatwy tou TUAUOTOG
MAnpodoplkng He xprion Avtikelpevootpedpwv Baoewv AeSopuévwv».

35.3aBBog BayyéAng, 2014. «Mpoadopd kat {tnon ayopdg epyaciog os Android».

36.Apoutlidéng Anuntpng, 2014. «Edoppoyn Android yia Siaxeiplong nAekTpovikou
KOTOOTALATOCY.

37.AmnootoAidng Xpriotog, 2014. «Edappoyn YAomoinong edappoyng kivntol tThAedwvou pe
xpnon matpopuag Android».

38.A¢6e¢ Kaparudakng, 2014. «Avamtuén oAokAnpwpévou cuothpatog Point of Sale ywa
poyadld pallkng eotioongy

39.Zafomoulog EukAeibng, 2014. «Anuoupylo edoppoyng yla T petatpomn plag
Avtikelpevootpedoug Baong Aedopévwy oe Linked Data».

40.MouAapvog Elpnvaiog, 2015. «Anutoupyia portal pe xprion tou Moodle».

41.Katolkiwtng - Xapttiéng, 2015. «Anuwoupyia MNpadkng Nwooag Arcnpatwy».

42 Apev Mepét Epkav, 2015. «YAomoinon [padikng Mwoocag Altnuatwv ywa Android
MeptBarlov».

43.Tewpyladng Mwpyog, 2015. «Anuioupyia lotooeAidag ywa to Epsuvntikd Epyootrplo
Awaxeipliong tng MNAnpodopiag kat Mnxavikng Aoylopkol pe WordPress».

44 KapaBoaoihn Avtwydvn, 2015. «Edappoyn android ywa tn ekyvpovon pabntwv ota
MOONUATIKA Yyupvaciou».

45.Kouptéoag Apng, 2015. «BipAoypadikny Avadopd kal ZUykplon Mpadikwv Mwoowv
ALTNUATWY yLa TO NUACLOAOYIKO MOVTEAO».

46.Katoltong Kwvotavrtivog, 2015. «Edapuoyr) oe Android yia MpoPoAr, elocaywyn Kot
afLoAoynon zevodoxelwv».
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47.ToavtoVAag Kwvotavtivog, 2015. «Avamtuén edappoyrc oe Android pe xprion Location
Based Services Kal OKOTIO TNV €MefEPYACiO KOL TTAPAUETPOTOLNON TWV XOPAKTNPLOTIKWY
CUOTHLATOC TNG CUCKEUNRGY.

48.KOAag Znong, 2015. «Anuioupyla Web edappoyng yia Tt Hetatpony piag
AvVTIKELLEVOOXEDLOKNA G Baong Aedopévwy o€ linked data».

49.Todtoou AvSpopadyxn, 2016. «Alaxeipion Epywv».

50.Apapumnatlng Ayyelog, 2016. «lMapouoiaon tou Virtuoso yla texvoloyieg Semantic Web».

51.Kaputidng MAtiadng, 2016. «Aladpaotikn epappoyn android pe xprion twv NFC Tags».

52.Towdpa EAedva, 2016. «MeA€tn tng texvoloyiag Responsive Design».

53.2kUAiSN¢ MNavayuwtng, 2016. «MeA£Tn TG Texvoloylag Augmented Reality».

54.3eitapibng HAlag-Nektdplog, Xapttakng Mewpylog, 2016. «Mpadikn Mwooca Altnuatwy
otnplopevo otnv NoSQL texvoloyia yia tnv mhatdoppa Android».

55.AovAapng Anuntplog, 2016. «Opyavwon Asdopévwy yla Avalutikr) Eme€epyacio pe ta MS-
SQLServer Analysis Services».

56.Tolpwvng lwavvng, 2016. «Xvotnuo Pndodoplag yla emixelproslc oe mAatdopua
Aettoupyikol cuotrpatog Android».

57.Zwvikng HAlag, 2016. «Ta&bLwTtikog O8nyog yia tn XaAKLSLKA ».

58.Xatlakng Nwkohaog, 2016. «Avamrtuén Awadiktuakng Edappoyng ywa tv ypadikn
Snuloupyio XQuery epwTnUATWY».

59.Zuvada Evayyelia, 2016. «Avamtuén mayvidlol og Unity 3D pe Cit».

60.Toavtag Xapahapmnoc, 2017. «Avarntuén platformer mawyvidiol og Unity 2D pe CH».

61.Mnavartoag Xpiotog, 2017. «Edappuoyn Android yia eUpeon kat Badpoloyia madotonwv».

62.Aaunponourog Fewpylog, 2017. «Emavénuévn Mpayuatikotnta kat ot Edappoyég Tng ota
YUyxpova Texvoloyikd Media — Anuioupyia MAatdopuag Ekmatdeutikol YALKO».

63.Kapayklolidng Kuptakog, 2017. «Anuoupyia ebpopproyng SLaXelpLong ELKOVIKWY OUPWY CE
Android (IKA)».

64.lakwpakng Mavaywwtng, 2017. «Avamntuén Kowvwvikol ALKTUOU yLa EpACITEXVIKA 0OANTLKA
owyateioy.

65.Xovépopatidng HpakAng, 2018. «Anuioupyia First Person, Role Playing, 3D mauyvidlou
xpnotpomnowwvtag Unity3D pe CH».

66. Zlapatpag Padani, 2018. «Aoylopko Slaxeiplong amodnkng KATooTUOTOCY.

67.Toutnpiéng lwavvng, 2018. «Anuioupyia 3D maiyviblou o€ mMpwto Mpoowro ywa PC oe
Unreal 4 pe xprion Blueprints».

68.Kapatoou Baothikn, 2018. «Anptoupyia 2D mAatdoppag raxvidiol yia Android cuokeuEg
o€ Unity pe Cé».

69.Kapumidou Kuplok, 2018. «Anuioupyia edapupoyng OnAwong Kol gUPECNG
eCadaviopévwy N adéonotwy {wwv og Android».

70.Eider Agirre Ezama, 2018. «Prototype of an App for volunteering and resource sharing».
Universidad de Zaragoza (Erasmus).

71.Alopavtidng Baoihelog, 2019. «Emauénon tou meplexopévou evog BLBALou Katl evog xaptn
pe 3D pvnueia pe xprion Apple SDK ARKit».
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72.Kehaoidng HAlag, 2019. «Anploupyla ebapuoync elpeong ekdnAwoewv Baocel Tonobeaoiag
xpnotn o€ Android».

73.MneApélov Katepiva, Maoxog Mewpylog, 2019. «Melétn, oxedlacpdg Kol UAomoinon
mobile edappoyng yLa mpoypappa adooiwong medatwy, Ye xprion texvoloyiag bluetooth
KOl cUOKEUWV beacon transmitters».

74.Nanayswpyiou Euyevia, 2019. «Edappoyr Android mapouaciaong cuvtaywy LOYELPLKAGY.

75.BapeAibou Avaotaocia, 2019. «BipAloypadiky avoaokomnon tng texvoloylag Twv
OAOYPOAUUATWY Y.

76.Xplotodoulou PadanAid, 2019. «Mouotkr Edappoyr avayvwpLong voTwv».

77 Xaidepévog lwavvng - Ayyelog, 2020. «Emavénon tou meplexopévou evog PBLPAlou g
npwtoBaduLag ekmaidbguong».

78.MavwAdmnouAog Anuntplog, 2020. «Emavénon meplexopévou e xprion google api arcore».

79.Kapdapavidng Xpriotog, 2020. « YAomoinon Android edoappoyng E-shop pe yxpnon web
services».

80.ZadelpomovAou Mapia, 2020. « MatyvidL eKTETAPEVNG TIPAYUATIKOTNTAC EKTIALSEUTIKOU
TEPLEXOMEVOU yLa TO LaBnua tng Quotkng tng E' Snuotikou ».

81.Ztaupouldkn ZtuAwavn, 2021. «MNoayvidt Awpatiov Alodpaong UE XpHon TEXVOAOYLWV
Enauénpuévng MpaypatikotnTagy.

82.Mehoodag-MnaAtong ANéEavdpog, 2021. «Avamtuén Sladiktuakng ebapUoyng wg HUECO
ETUKOLVWVIOC KOL OVASELEN LOUCLKWY LOEWVY.

83.TplavtaduAAidng Padan), 2021. «O8nyog yla Toug GoLtnTEG Tou TUAHATOG MNXoVIKWY
MAnpodoplkng kot HAskTpovikwy Zuotnudtwy (AIMAE) (ebappoyn android)».

84.MnateBavn Oeodwpa, 2021. «Avamtuén Android ebpappoyng yla avtarayég BBAiwv oe
vAwaooa Kotlin».

85.Méttag MwanA, 2021. «Android matyvidt otolBdypartog pe AR os Unity».

86.2matng Znong, 2021. «Android edapuoyr napayyeAiag oe xwpo eotiacng».

87.AN\o¢ lwdvvng, 2021. «Anuoupyia mAnpodopLOKOU GUCTHATOC LLE XPrON OVTOAOYLWV YLa
Sloxeiplon ekdNAWoswv».

88.TowunoukéAANg Mavaywwtng Frewpylog, 2021. «Avamrtuén cross platform (android & i0S)
edappoyng yLo tnv mpoPoln Kat tn Staxeiplon ekSnAwoswv».

89.3tepyladou EAAN, 2021. «Edpapuoyn uyelag yla Kivntd thAépwva Android».

90.Noumnoptong Mewpylog, 2021, «INUELWUATAPLO AUTOKLVITOU Y.

91.MeAtékng MNavaywwtng, 2021. «Avamntuén Mobile epapuoyng pe tnv xprion Flutter».

92.3mupidng BAadipnpog, 2021. «MNoauyvibl €KTETAUEVNG TPOYUATIKOTNTOC EKTTALOEUTIKOU
TLEPLEXOUEVOU YLa TO MAOnua t¢ dpuoikng A’ Tupvaciou».

93.Kapavikodag lewpytog, 2021. «Avamtuén Android spappoyng ya tnv umootnpen Kot
opyavwon Twv ¢GoulnNTwy Tou TUApatog¢ Mnxavikwv MAnpodoplkng kal HAEKTPOVIKWV
Juotnuatwy (ALLMA.E.)».

94.Mevepibng Avootdaclog, 2021. «H xprAon tng emouénuévng TPAYHOTIKOTNTAG OThV
eknaideuon pe TNV avartuén matxvidlou yia to padnua Quotkd — Epeuvw kat AvaKaAUTTw
™G IT AnpotikoU».
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95.3wtnpiou Xapaiaumog, 2021. « AnpLoupyia IaXVSLwy eMAUENUEVNC TIPAYHUATIKOTNTOC YLa
™ BeAtiwon NG S18aokaAiag Twv TEpAUATwY GUCIKNG TG IT TAENC Tou SnUOTLIKOU
oXOAeiou».
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121. «Zxeblacon kal avantuén ebpoproyng EMAUENUEVNG PAYLOTIKOTNTAC YLt TV 0ELOAOYNON
Tou padnuartoc tng NMwaooag tng A' AnUOTIKOU».

13 2YMMETOXH ZX2E EIIIXTHMONIKA EPI'A EPEYNAX KAI

TEXNOAOT'TIAX

ZuvTovioTnG/ EnioTnpovika YnelOuvog:

1.

19/05/2022 - 18/11/2024: guvtovioThg/emiotnovikd urteuBuvog O pOAOG TNG EKMOLSEUTIKAG
teXvVoAoylag Kal tTn¢ matyvidomnoinong otnv BeAtiwon T eknaidsuong, TNG YVWOTLKAG Kot
KOWWVLKO-oUVALGONUATIKAG avATTUENG Kal otnv KoAALEpyela Twv SeflotAtwy Tou 21ou
oawva: Avamtuén  kat  aflohdynon  £POopHOyWV  EWKOVIKAG KOL  EMOUENMUEVNG
TPOAYUOTIKOTNTAG, EPYOAELWV TEXVNTHG vonuoouvng Kat mauyvidiwv cofapoll okomol —
Yrnioyridrog Atdaktopag: Newpyltog AapnpomnouvAog. To mpoypappa xpnuatodotsital and to
EA.IA.E.K. ota mAaiola tng 3" mpoknpuéng umotpodwv yia umoPridloug S16AKTOpPEG.
08/10/2019 — 08/07/2020: cuvtoviotrg/entoTnovikd uteVBUVOC 0To £pyo AuTopaTornoinon
Zxediaong MetaAAikoU Ppeatiou AveAKuoTRPWY. To TPOYPOAUUA XpnuaToSotnBnke amo
v etatpeia Kleemann Hellas.

01/05/2010-30/04/2012: guvtoviotr¢/entotnuovika unteuBuvog oto £pyo Npadikr Sieradn
artnuatwyv pe epappoyn o€ OAa ta cUyXpova cucThata Slaxeiplong BAcewv SESOUEVWV.
To mpoypappa XpnUatodoTnBnKe amo thv mtpomni epeuvwy tou ATEl Oscoaiovikng.
10/09/2010 — 31/12/2010: guvtoviotAg/emotnuovikd unevBuvog oto £pyo «Emegepyaoia
Acbopévwv e MOAAAMAEG TOPAMETPOUG yla Siktua nAektpodwtiopol» Tng Spaong
«KOYMONIA KAINOTOMIAZ TIA MIKPOMEZAIEZ EMIXEIPHZEIZ» Tou Emixelpnolakou
Mpoypauparog «Avtaywviotikotnta & Emyelpnuoatikotnta & MNepidpepelwv oe MetaBaon»
tou Afova Mpotepatdtntag 1 «Anuoupyia kat Alomoinon t¢ Katvotopiog Yrnootnpllopevng
amno Epsuva kat Texvoloyikny Avamtuén» tou EZMA 2007-2013. (xpnuatodotibnke pe 7.000
EUPW)

. 01/01/2012 — 31/12/2015: AvanmAnpwtng EMOTNUOVIKOC uteUBuvog oto €pyo «ETHPIZQ» -

Opllovtio épyo umootnpeng oxoAelwv, eKMOLSEUTIKWY Kol pabntwv oto Spouo yla To
WHOIAKO 2XOAEIO, véeg umnpeoieg MaveAAnviou ZXoAwkoU AwKtUOU Kal oOThHpPLEn Tou
WHOIAKOQOY XOAEIOY” oto Emiyelpnolokd Npoypappo «EKMNAIAEYZH KAl AIA BIOY MAGHIH»
tou EZMA 2007-2013.

MéAlog:

1.

01/05/2015 — 15/11/2015: w¢ e€WTEPLKOC EMLOTNUOVIKOC cuvepydtng oto Mpdypaupa Ao
Biou Maénong AEl yia thv Emkaipomnoinon Nvwoewv Anodoitwv AEl (MEFA), pe titho
“Avantuén Edappoywv Kivntwv TnAedwvwv” otnv omoia cuppetéyouv ta ISpvuoata TEI
AvartoAwn¢ Makeboviag & Opakng, AAe€avdpelo TEI Oscoahovikng kot TEl Xtepedag EANGSaG.
01/10/2012 — 30/09/2014: wg gpeuvntrg oto Slebveég mpoypaupa DBTech Vet Teachers, EC
Lifelong Learning Program.
01/10/2010 — 30/09/2012: w¢ emoTNUOVIKOC ouvepydtng oto €pyo Mpaktik Acknon
TuRpoatog NAnpodopikig.
01/01/2012 - 31/01/2012: ofoAoyntriC €EPEUVNTIKAC TPOTOONE Ot TAaiola Tou
Npoypapparog Evioxuong tng Epguvag oto ATEIO.
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10.

11.

12.

13.

14.

01/01/2009 -31/12/2010: w¢ gpguvntic oto SleBveg mpoypappa DBTech Ext tou ICT project
in EC LLP Transversal Program.

01/02/2005 - 31/07/2005, 20/10/2005 - 16/4/2006, 02/05/2006 — 20/12/2006 Kot
15/06/2007 — 18/04/2008: w¢ ouvepydtng oto €pyo "Miotomoinon Asgflotntwy
Ekmatbevtikwy - Kévtpou Motomoinong (KE.MIZ.) tou tuAuoatog MANnpodoplkng Tou
Alegavdpelou TexvohoykoU Exmatdeutikou 16pupatog Osooalovikng.

01/07/2006 — 31/12/2006. w¢ smiotnuovikdc ouvepydtng oto A.T.E.l. Osooalovikng oto
£€pyo «IXESLAGHOG Ko LUAomoinon unodopwv tnAedidokePng/tnAsmupdpdpwong yia thv
eknaidsuon otnv Nepipépsia Autiki¢ Makedoviagy», ' KMNX - ETNA, E.MN. Kowwvia tng
MAnpodopiac (Mpookinon 68).

01/04/2006 — 31/08/2006: w¢ gpeuvnIAC oOTO TPOypappa «ApXtuAdng: Evioxuon
EpeuvnTikwv Opadwv ota T.E.I.» Tou gpeuvnTikol £pyou «TEXVOAOYIEG Kal Epyaleia yia tn
SleukOAuvon NG MTPOGBACNG GTOV TTOLYKOOLO LOTO QITO ATOMA LE TPOBARHATA OpOONG HE
Wlaitepn €udoaon otnv MPOCAPHOYNR KOl EMEKTOON TOUG YLl TNV OTTOTEAECMOTIKA
Snuoupyia SLASIKTUAKWY EKTTALSEUTLKWY CUCTNHATWVY .

17/01/2006 — 31/08/2006: w¢ e€wTEPLKOC EMLOTNUOVIKOC ouvepydtng oto T.E.l. Aapiag ota
mAaiola tou £pyou «Evioyuon Inouvdwv NAnpodopikig oto TEI Aapiog» Tou Emyelpnotakol
npoypappatoc Eknaidsuong kat Apxtkng EmayyeApatikng Kataptiong (E.N.E.A.E.K. Il) Tou I
KowotikoU MAatciou ItRplénc.

01/10/2005 - 30/04/2006: w¢ EeMLOTNUOVIKOG ouvepydtng oto T.E.l. Osocoalovikng
OUUUETEXOVTOC OTO TPOypappo tou MéEtpou 1.2 «Aflomoinon Twv UMOSOHWV TNG
tnAeknaidevong tov T.E.l. Osooalovikng», ' KM2 - EKT, E.M. Kowwvia tng MAnpodopiag
(MpookAnon 98).

01/05/2005 - 30/04/2006: w¢ EemLOTNUOVIKOG ouvepydtng oto T.E.l. Osocoalovikng
OUMUETEXOVTOC OTO Tipoypappa EDUNET tou Métpou 1.2 «Eloaywyn kat Aflomoinon twv
véwv Texvoloywwyv otnv eknaidevon», Katnyopia Npdafewv 1: «MponyHEVEG TNAEUATIKEG
unnpeoieg ywa tnv Asutepofabpia Eknaideuon (Edunet-3). Avamrtuén ko Ymootrpién
TPONYHEVWV TNAEUOTIKWVY UTINPECLWV yLa EKTIT/KEG povadeg AsutepoBaduLag Eknaidsuong
twv Nopwv MpeBevwv, Osooalovikng, Kidkic, Kolavng ko Mepiag», I KNI - EKT, E.N.
«Kowwvia tg NAnpodopiag» (MpdokAnon 96).

01/04/2002 — 31/03/2005: wG EMLOTNUOVLKOG ouvepydtng oto T.E.l. @ecoalovikng
OUMUETEXOVTOC OTO Tipoypappa EDUNET tou Métpou 1.2 «Eloaywyn kat Aflomoinon twv
véwv Texvohoywwv otnv skmaibeuon», Katnyopia MNpdfewv 1: «Wnolokd Exkmatdeutiko
Meplexopevo kat Aoylopiko», Ymokatnyopla Mpdafewv 3: «AvAMTUEN TEPLEXOUEVOU KOl
TPONYUEVWY TNAEUATIKWY UTINPECLWV OTNV  eKmaldeuTikr] Sladikooia», «MPonyHEVES
TnAepatikég Ymnpeoieg ywa tv MpwtoBfdduia Ekmaidsvon: Avamrtuén Mponyuévwv
TnAgpoatikwy YRNPEoWWV ywa TG povadsg MpwrtoBfdduiag Eknaidsuong twv Nopwv
Ipepevwv, Osooalovikng, Kihkig, Koldavng kat Mepiag.», I KNI - EKT, E.MN. «Kowwvia tng
MAnpodopiag» (MpdokAnon 51).

01/01/2003 — 31/12/2004: w¢ eMLOTAUOVIKOG ouvepydtnc oto E.M.E.A.E.K. mpoypappa tou
tunpatog MAnpodopikng «METPO 2.2 «ANAMOP®OQIH MPOTPAMMATQON IMNOYAQN -
AIEYPYNIH» ENEPTEIA 2.2.2 «OMlokAfpwon tng OSlelpuvong Kot ovapopdwon Twv
TPOYPAUUATWY omoudwv NG TpLtofabdulag skmaideuong» KATHIOPIA MPAZEQN 2.2.2.y,
«Evioxuon twv TNE othv Tprtopadua Eknaidsuon» oto 16pupa tou TEI OEIIAAONIKHE.
11/04/2001 —20/10/2001 kat 03/04/2002 —31/03/2003: w¢ EMLOTNUOVLKOC CUVEPYATNG OTO
T.E.l. @ecoalovikng cuppetéxovrog oto npoypappa Edunet, I KNZ - EKT, E.N. «Kowwvia tng
MAnpodopiac» (MpoéokAnon 11).
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14 YYMMETOXH XE EIIIXTHMONIKEX EIIITPOIIEY, OMAAEX
EPTAXIAX

1. AieuBuvtig tng Epguvntikol Epyactnpiou Alaxeipiong tng MAnpodopiag kot Mnxaviknig
Aoylopikol (IMSE), tou Tunupatog Mnxavikwv MAnpodopikig Kot HAEKTpOVIKWY
JuoTnuatwy tou AleBvouc Mavemniotnuiov EANGdoC.

2. E&wtepiko péNog tng Epeuvntikic Opadag tou Epyaotnpiou Texvoloyiag Aoylopikou Kot
Aebopévwy, Tou Tunuato¢ Edoapuoopévng MNAnpodopikic tou Mavemotnuiou
Makedoviac.

3. ZUVTOVLOTAG TNG EPEUVNTLKAG opadag pe TitAo «Augmented Reality Research Team» tou
TuAuatog Mnyxoavikwv MAnpodoplkng Kot HAEKTpOVIKWY uoTtnUATwy Tou Alebvoug
Mavemnotnuiov EAGdoc.

4. MéEMog tng Emtporng Mtuxtakwy Epyactwy tou Tuipatog Mnxavikwyv MAnpodoptkng Kot
HAgktpovikwy Zuotnuatwy tou AleBvoug Mavemiotnuiov EAAGSOC.

5. Ekmpoowmnog tou Wpupatoc (Ahe€avdpelou TEI Osooalovikng) oto Technopolis Cluster.

6. Méloc tng Oupadag Mapouciaong tou tuApatog (Mnxavikwv MANPodoplkAG TOu
Ale€avdpelou TElI Osooalovikng) oe pabntég oxoheiwv tng B. EAAGSOG Kol avtioToywy
workshop mou Slopyavwvel to ATEIO.

7. MéMoc emutponwy Slevépyelag Staywviopol mpopnBetag e€omAlopwy Tou AAeEavdpelou
TEI @ecoalovikng Kat tou AteBvoulg Navenotnuiov EAAGSOG.
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