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[LaTl va EmavanpooesLopLEOUVHE TN SLadpacn UE TNV
MoALtiotikn KAnpovopuLa;

% EEENEN

OL TTOALTLOTIKOL YwpoL oelAouv va e&eAlyBouv yla va ouvdeBouv e TO KOO
Twv «pneLakwv Baysvwv» (digital natives).

Y Kowo

OL VEOTEPOL ETTLOKEITTEC ETTWPEAOUVTAL ATTO SLASPACTIKEG KAL CULETOXLKEC
LOPWEG euTTELPLAG,

v EEatopikeuon Eptrelplag

-
~
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H Texvntl Nonuoouvn avolyel veoug SpOPOUG yLla €EATOMULKEUPEVEG KAl =
KALUQKOUPEVEG EUTTELPLEG. ‘
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B >T0)0C #]

O emavartpoodloploPog TNG XPNOTLKOTNTAG TOU TIEPLEXOMEVOU
peow Taflvoprnoswv Tou Aaufavouv urmtodn TG avAyKeG Kal TLG
TIPOTLUNOELG TWV XPNOTWV o€ KABE otddlo tng Sladlkaotag,

» >TO)0C #2

Avamrtuén MeBodoAoyiag H autopatomownpévn énuoupyla
TTEPLEXOEVOU TIPOCAPHOCHEVOU OTLG EKACTOTE AVAYKEG TOU XPNOTn
(eldikol  MoMtiotikiic  KAnpovoplde, — ExkmaSeutkol,  etdwol
ToupLopoy, etSikol Texvoloylac, TEAKol XprjoTeq).
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MeBodoAoyLa

B BBAoypagLkn épsuva

E€atopikeuon peow TN, Matyvioriolnon, Alapeoikn

Apnynon, MoAttiotikr) KAnpovopld kat Ekmraidsuaon,

MpooBaciuotnta, UX,

m Anploupyia Framework

1. Emavaypnon otnv Ekmaidsuon kat tov ToupLopo

2. OpLa

3. MepLoplopol

B 3 MeAétec Npimtwonc

1. EEWTEPLKOG XWPOG MoALTLoTikou EvéLagpepovtog

2. Mouoelako MeptBariov

3. Wneuakn ekdoxn
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pocuvn otnVv MoALtiotik) KAnpovouLa
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% Xprion

dLatripnon, TTpocfacn, kalvotouia

%

Y Kivsuvol

uepoAnia, auBevtikotnTa, L8LOTTOLNGN, ATTOKAELOHOG

Y [Mpotaon

éva avBpwITOKEVTPLKY, emavalriiuo mAaiolo (framework).
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Eotlaon Epsuvag

S
H €peuva ETTIKEVIPWVETAL OTNV E£QAPHOYN EPYOAELWV _ﬂ_
Texvntng Nonpooulvng ywa TNV QUTOUATOTIOLNMEVN y
Snuloupyla TIEPLEXOPEVOU, TO oOTTolo TTpoopiletal yLa H e LK
XPr|on O€ TTIOALTLOTLKA TIEPLBAAAOVTAL. L
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Q TomoOsoia: Acukada, Kaotpo Ayiac Maupag

5 Kowvo: 25 pabntec (E-XT AnuoTtikou)
= AldpkeLa: 3 cuvedpleg, 45 Aettta n kabepta
ﬁ Eotiaon: lotopla Kal HOUOLKN eKTIALSEUON PECA ATTO TTALYVIWSELG
dpaotnpLotnteg (gamified activities)
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v TomoOsoia: Acukada, Kaotpo Ayiac Maupag

Kowvo: 25 pabntec (E-XT AnuoTtikou)
/% ALdpKeLa: 3 ouveSplec, 45 AeTttd n kabepia Human-in-the-loop
ﬁﬁ Eotiaon: lotopla Kal HOUOLKN eKTIALSEUON PECA ATTO TTALYVIWSELG *
dpaotnpLotnteg (gamified activities)
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Framework %

MAPAAEITMA KAAHZ INMPAKTIKHZ

EIAIKOS EAEINXE] & EIAIKOXZ NMAPOYZIAZEI
MEPIEXOMENO Al TOOL 1POSAPMOZEI OUTPUT EMAEIPIA ENANAAHWH
EIAIKOZ SXEAIASMENH Al TOOL UPDATES EIAIKOS MAPATHPEI &
NEPIEXOMENOY EMMEIPIA A=IOAOTEI

*ETHICAL CHECKPOINTS
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Autopatottoitnon Al workflow

3TOX0G va eEAyoupE éykupn, Kataoknvwaon Zwpatog

EUTIEPLOTATWHEVN KaL €LC BABoC

EAANVIKOU O&nyLopou - KAadocg
TIANpowopla/deSouEva TIOU TIPOOWPEPEL EvA

MouAlwV (7-11 sTwV)

epyaAleto TN
, , , e O[Tl
BeAtliotomolnon tng dtadlkaolag eEaywyng
UECw prompt engineering e MuUBo¢ Ludification

e [Ipoypappa (TtoAAaTtAoL TUTIOL

MexpL Twpa: aAAAloVvTag CUYKEKPLUEVEG TIALXVLOLWV)

TIAPALETPOUC OTO EPYAAELO EXOULE

¥

oTafepPO ATOTEAECHA

e Eukalpla yla e€atopikeuon /

QUTOPATN TIPOCAPHOYN

TIEPLEXOUEVOU I
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Ertopeva npata

Y BeAtiotoroinon

Maylwon tng autopatoroinong o€ Pabud T1oU va propel  va
ermavaypnotporiolnBet os Slapopetikd maiota (TT.Y. Touplopdc). - scalability

v Case Studies

YAoriolnon WEAETNG TIEPUTTWONG OE MPOUCELAKO TIEPBAAMOV -  Yn@LaKo
TTEPLBANOV.

Y EwSikol

Epyaotripta pe tn OUPPBOANR KAl CUPHETOXN ELSLKWV ATTO TOV XWPO Tn;
MoALltlopikng KAnpovopag, tng Ekmmaideuong kat tou ToupLopou.
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UUTTEpAGHATA

e€elblKELON TTAPAUEVEL

(WTLKNC onuaoctac.

e HTN gurmAoutileL TNV
EUTIELPLO QV
akoAouBeLtal n
MEBOSOG.

e H SLEMLOTNMOVLKN
ouvepyaoia elval
arrapattnTn.

e He&atopikevon tng
EUTIELPLAC OF
repLBaovta
TTOALTLOPIOU ELlval TTAEOV
TTOAU KOVTQ.
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