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ECE Dept

- Integrated Master in Electrical & Computer
Engineering

- Doctoral Program

CEIl Dept

- Integrated Master in Computer Engineering &
Informatics

- Doctoral Program

- Master in Human-Computer Interaction +CEID

- Master in Integrated Hardware and Software
Systems +CEID

- Master in Information Processing Systems and
Machine Intelligence +CEID

-Master in Data Driven Computing and Decision
Making +CEID

- Master in Bio-Medical Engineering ( Erasmus
Mundus) +CEID

- Master in Human-Computer Interaction +ECE

- Master in Integrated Hardware and Software
Systems +ECE

- Master in Information Processing Systems and
Machine Intelligence +ECE

-Master in Data Driven Computing and Decision
Making +ECE

- Master in Bio-Medical Engineering ( Erasmus
Mundus) +ECE

- Master Program in Green Power Systems + Physics
Dept.

- Master in Life Science Informatics — + Medical
School and Biology




Quality Assurance Policy

Strategic Objectives of the HCI Master Program

a. To contribute to the improvement of the software and
systems industry both nationally and internationally by
producing specialized professionals with knowledge
and skills in the field of Human-Computer Interaction
(UX/UI experts).

b. To enhance the international reach of the program.

c. To provide high-quality theoretical and practical
knowledge in the design of interactive systems,
considering technological advances of the field.
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The Context: the field of Human-Computer Interaction

An area of research and practice in continuous development and high demand

- The program graduates can be
employed as Ul/UX Designers and
Developers, responsible for designing
and implementing user interfaces (Ul)
and ensuring a seamless user
experience (UX) for web, mobile, VR
applications.

Artificial
Intelligence

Social &
Organisational
Psychology

- They can also work in R&D employed
as researchers in state-of-the-art areas
like human-robot interaction, brain-
computer interaction, augmented
reality, ubiquitous computing, etc.

Computer
Science

Human-
Computer
Interaction

UX/UI
Designer

— S TANTIOE

Ux/ul
" Developer

Cognitive
Psychology

Ergonomics
and Human
Factors

ner UX/Ul (m/f/d)
lerlin = Show salary

Senior UX / Product Designer (f/m/d)
& LeanlX GmbH

Easy Apply

We want to strengthen our user experience team and ara looking for a

Tweek ago

experience as a Product Designer [UX/

@ Bonn (= Partially remote &=

(Senior) User Interface / UX Designer (m/w/d)
(= Hays —Interne Karriere bei Uns

) Frankfurt am Main, Mannheim, Kéln (2
&) Show salary

Mo cover letter required Easy Apply

Partially remote

Als [Senior) UX-Designer (m/w/d] Gbernimmst du die Design-Verantwortung und -...

r

Frontend Engineer (m/f/d)

— 29 Checkout Charlie GmbH ) Berlin

(= Partially remote
=2 Show salary:

Plan web components together with backend engineers and designers - Che

2 days ago
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Curriculum Structure 18 new graduate

courses were

Government Gazette 2941/t.B/16.7.2019 - First students 2019-2020

3 semesters, 90 ECTS - Language English / Greek : 10 courses +
dissertation, Fees: 0.0 €

1t Semester (5 courses - 30 ECTS):
e 2 compulsory courses (Cognitive Ergonomics, Research Methods)

designed for this
Master Program

* 3 elective courses (to choose from 6 electives and/or up to 2 from
other Master Programs of the University of Patras)

2"d Semester (5 courses - 30 ECTS):

* 1 compulsory course (Design and evaluation of interactive
systems)

* 4 elective courses (to choose from 9 electives and/or up to 2 from
other Master Programs of the University of Patras)

3" Semester 3 (Dissertation - 30 ECTS)
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Courses (6 ECTS each)

1st Semester — compulsory courses 2nd Semester — compulsory courses

HCI101 Cognitive Ergonomics HCI201 Design and Evaluation of Interactive

HCI1102 Research Methods Systems

1st Semester — electives 2nd Semester — electives

HCI103 Interactive Technologies HCI202 Design of Web Applications

HCI104 Computer Graphics and Virtual Reality HCI203 Speech and Natural Language Processing

HCI105 Artificial Intelligence HCI205 Ubiquitous Computing

HCI106 Collaboration Technologies - game studies HCI206 Creative Design Lab

HCI109 Information Visualization HCI207 Front End Web Programming

HCI110 Software Quality HCI208 Design of Location-based applications
HCI209 Introduction to Human-Robot Interaction
HCI210 Statistical Methods in Human-Computer

3rd Semester Interaction

HCI301 Master Thesis (30 ECTS) HCI211 Brain-Computer Interaction
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International Collaboration

Erasmus Mobility Agreements on human-computer interaction

Invited Lecture: llaria Mariani
(Politecnico di Milano)

e Cyprus University of Technology, Cyprus

e Tallin University, Estonia

e Universitat Duisburg — Essen, Germany

e Politecnico di Milano, Italy

e Universita degli studi di Bari Aldo Moro, Italy

e Norwegian University of Science and Technology, Norway
e Universidad de Valladolid, Spain

e Eindhoven University of Technology, the Netherlands
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Number of Enrolled Students

2019-2020: 14 students
2020-2021: 13 students
2021-2022: 5 students
2022-2023: 8 students
2023-2024: 9 students

49 students

Master's Program in Human-Computer Interaction

Welcome and Orientation event of the new master students for the
academic year 2023-2024 October 2", 2023, ECE Assembly Hall

Erasmus students and Doctoral students of the ECE and CEl Departments with a
- - relevant topics of study, also attend the courses of the Master Program.
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Our Graduates

* High demand for program
graduates in the
workforce.

* Thesis projects connected
to the job market (e.g., UX
design, game design).

* Thesis projects that
resulted in scientific
publications.
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Faculty

UNIVERSITY OF
() PATRAS | 13 Faculty members that come from 7 different departments/ 4
Universiti 0,55 students
iversities
47 IONIO per faculty
“MVSARNISl | - UPAT Electrical and Computer Engineering (ECE) member
- UPAT Computer Engineering and Informatics (CEID)
r! AT - UPAT Mechanical and Aeronautical Engineering (MEA)
- UPAT Department of Management Science and Technology (MST)
(,,‘,g.) EONIKO - National Technical University of Athens — Ergonomics Lab
LW Ronvrexneio - The Hellenic Open University.

From the 18 faculty members of the Programme, 16 have a Google Scholar profile.
The total number of citations recorded for these tutors is 36,700 (median 1610

citations, maximum 6,500 minimum 300).
The h-index for these lecturers has a median value of h-index=20, a maximum

value of 40 and a minimum of 9
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Evaluation of the program/ courses/ faculty

MOAII questionnaires

Special questionnaire at the end of each academic semester

Méon T SelkTtwv afloAdynong mpoypappatog katd tnv nepiodo 2020-2022

= E{OTE (KOAVOTIONUEVOG/N YEVIKA E TO
TPOYPAUCL,
e 1€ TV VAN / YVWOELG

... LIE TOUG SLEAOKOVTEG

Nwg afloloyeite ta pabrpora;

2020 (12) 2021 (9) 2022 (5)

EioTe IKOVOTIOINUEVOG/N YEVIKA HEXPI OTIYHAG HE TO LETATITUXIAKO TIPOYPAUA;

9 anavtioeLg

@ IMoAU ixavoTroinuévog/n
@ Ikavomoinuévog

@ Oure IkavoTToinuévog/n, oUTe
duoapeoTnuévog/n
® AvoapeoTnuévog

@ MoAU duoapeotnuévog/n

Results of Second Semester of 2020-2021
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Collaborating Research Labs and Groups

. Interactive Technologies Lab
o B TMHMA 5]
MHXANIKON H
w3 nAHpomopué:lz h CI g ro U p

of the University of Patras

INnteraction Laboratory Virtualization and
Virtual Reality Group

Ubiquitous Social Informatics &
Data Science Research Group

Software Quality and

Human-Computer
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Research Labs- Student Projects

@ Beyond Euclid: An Educational VR Journey into Spherical Geometry (IEEE VR

Unifying EEG & Eye-gaze data to support Brain-Computer Interaction
experiments in a visual node-based framework

A

Exploring Self-Haptic Feedback and Single-Handed

. . . An Educational VR Application for learning
Text Input Methods in Virtual Reality Environments

Sphercial Geometry

¥ Odyssey: The long journey hom

Odysseus
Odysseus, £on of Laertes and . . .
i Mot Sk ! Covid-inspired
and he has a2 son, Telemachus.
Odysseus is renowned for his Locatlon Based

intellectual terlliance, guile, and
versatility (polytropes), and is thus

S Games, 2019-2020

_—

Using a desktop eye tracker to detect pilot attention
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Infrastructure
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Student work - Evaluation

Course:
HCI208

Students:
Chroni A.
Skarmitzos A.

SCIENCE o e e = Rl
PROJ ECT SRl i Al e Acad. Year
Nt . Ly G AU R 2020-202]
o SR R T e S

LOCATION-BASED MOBILE GAME

CITIZEN

Gardians of the Environment

9/12/2024



../../../2021/acad20-21/HCI208-location-based-applications/work_19424/Location-Based%20(final%20presentation).pdf

Student Publications - Distinctions

Kounalaki M, Komninos A., “Pseudo-
haptic and Self-haptic Feedback
During VR Text Entry” 2" CHIGreece,
International Conference of the ACM
Greek SIGCHI Chapter, Athens,
September 2023. Best Paper award

0.1 IEDUCON 353 7. 3002 U766 TES

531,00 D2 IEEE | DO); |

Evaluating Usability and Educational Effectiveness Zarkadoula K.. Xenos M. 2022 ”Evaluating
of a Serious Game for Programmers Using ! !

Alternative Interfaces and Types of Activities Usability and Educational Effectiveness of a
T R = Serious Game for Programmers Using

Umiversity of Patrris Einiversity af Purtris

NS o WL Alternative Interfaces and Types of

Absirgcs—This paper prosents a sertous game that has been educational methods intoe the game 10 not anly Leach computer . . . ” .
develuped far programmery siming o analyre and examine the  science principles but also promote the engagement of
aecamss nd e parcsved Uil of v il devslopers o prolem g it throgh game ctivities roceedings of the
imterfaces. This game prese nﬂw eands  leaming This sy aims a1 improving the sbility of ihe ’
classical typleg imrr'm 8 progrmmer to leem ond prichce coding mutside nf the

s pp 3

diffureit versieis of the same sam wire developed.  Each g i) tand with diffirem d . °
e ey et FRUYCON2022, Tunisia, March 2022. best
debgying (finding the ervors in the code provided ). The game ) ) .
enabiles the plsyers to sdvaace their programmdeg skilly sad Serious gmb are powadays increasingly used us
tmumwl:mT n'linlin.: wllluﬁllz them (n p:nu:;nm educational tools in software development and programming
il during the gameplay. This paper provides insizhi and i aining. In ﬂ.u:ge types of games, we can define points of
Tocmpes on the evalwation of different interfaces in o werleos interest ke player's mle, level of engagement, conmection to paper awar
game that i developed for progrommers R0 BREES  ouher players, e, [L0, 23, 24]. Using and tweaking these
T darmental rogramming comcepts. dimensions, we can therenfter prodinee nat only an educational

outcome but sko sn approach wwands buman-compater

Koywords—serions  pumes,  programming,  gowe-besed L

leiinlas: Ko o duiriciisn intemction methods and technigues [25],

Evangelou S., Xenos M. 2021, “A Serious

Game for Mobile Phones used in a consider sdang IR
. . . Analysis,
Software Engineering Course: Usability

Evaluation and Educational Effectiveness”, A team member quits
IEEE EDUCON2021, Vienna, Austria, April ' ,
2021. best paper award -,

Fig. 3. The player chooses the appropriate risks to include in
the risk analysis document



Publicity of the program

> H KAOHMEPINH

[Ta1xvidl Tou «VIKAE» TOV KOPMOVOio

14.08.2020

01 naikreg nepiayodvial orous dpdpoud Tag MNdrpac xai npoonedody va GNOQIyouV EIKOVIKOUE KIVBIVEUG.

B Apihiog Xappnng G) {/;\I in\\
14.08.2020 - 23:31 NG 7

Gupdote v TpéAa Nou £ixe KUPEBOE TPV and 500 xpovia 0AGKANPo Tov MAQVATI PE
1o Pokemon Go, To naixvidi yia xivnta nouv pas £Bale va YaXvoupe yia noAvxpwpa
£IKOVIKA TEPATAKIA TIAVTOU YUPW 1as, MPOKAAMVTAs akopa xal atuxnpata; Kan tétoio,
aAAQ pe IEPIO0OTEPN AOPAALLQ, SnUIOUPYNOAV 0T0 £APIVO, KOUTOOUPEREVO naiiota,
Aoyw navdnpias, eEAUNVO TOUS 01 YOITNTES TOU S1€0VOUS NETATTTUXIAKOU IPOYPARHATOS
«Human - Computer Interaction» (AAAnienidpaon AvOphrou — YroAoyiot) tou
IMavemotnpiov Hatpav. Zto mAaioio tou pabnpatos Design of location-based

applications, o1 @oitntés OUVEPYAOTNKAV Y1a Va PUagouv «xwpika nawxvidiar, ta

onoia pas Eevayouv anod tn puboioyia péxpr v... Kapavtiva xai tnv COVID-19.

©MNEAOMONNHZOX

TN MER EAARLA ABAHTIZMOE maAITIKR BEWEE LiFE ARTE EOEMGE =10 11T T EKADTEIL nfie

Nikog ABovpng: O1 <EVPULEIG» UNYAVES XWPIG TOV
avOpwito eivar emkivoévveg

O Nixog ABoUprg, Kalnynug Hiextpoddywv Mnxavikuy kaw Texvodoylag YroAoylowv tou
MNaverotnplov Natpwy Yrast atny «Ntk» yLatnv arrAeniépaon avBputou - UTOAOYLOTT KaL PEXPL
TIOU PMOPEL N UNXavr) va avikatadtriost Tov avBpwrio.

12.09.2021

POH EIAHZEQN

1141 Emcayn akolBsaae Moo e ot
sEYIAOL XaUEVaL

1089 Marpa: ZuMunnuipla Zagoupn
yiaKagokn - Zuplume)

1086 Alpa Zonc Ayaias Bpodia

purpng Ty Texdpn yia tv
1 2 ﬁ AvBn PeSorotiou Epoopia Keviatpa
et 1051 EKTAKTO rupopoiiopol ot
2021 ANNAENLE paon avBpwitou-uncAoyLotr], AEKTPOVLKES B XAVES TOU A pyoUv unép pag, PYUOLKEGH HOp@LG Mugata, rAngopople yua

1404 Tévg Kot va véo elfog «Bedtuptvou avBplinous, vexpodls ker tpavparia

1043 Metpd: Erdon) epyactog trv
Napaoesur 13112
@
1038 Néuo Kopéa. Anayopeiorse
£foSogand tn xpa ya tov

@ i
1033 Kouytag: Amoguoxiletatn

Bikqyopog tou Elxs ouAnBel
Y10 PHETAQOPE KAl Katoxr)

OAEZ Ol HHAHIEIZ

Auté rou péxpt mipdopara fitav To péhkoy, Twpa elval To apsv, kabLig n actpamiala TayiTNTa ye TV onaia apdyetel

RO F IS C W0 TIDERN R KR W I PR SRR R AT 18 PRI I e ST SR SR ORI R A TELIC TN Rl R WOt




Publicity of the program

#ProsopaXronias20
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The way ahead: Quality Objectives — 2toxoBeoia Nolotntac

BeopoBetnon e€ amooTAcEWC

S1daokahiag
, . , A1.1 mA\Bog attrjoswv/ £10¢ 17 25
21 ZupPoAn otn BeAtiwon Tng Blopnyaviag SLadruon Tou
)\OVLOL}LKOU KL OUOTN u’drwv rnq{ XWpPag Ko 51.1 AbENGN TV TP OYP AUHATOC
O1eBvwg pe eelOLIkELEVA OTEAEXN LE TARBOUC OLTNTOY
YVWOELG Kal SELOTNTEG OTNV MEPLOXHA TNG neovs i BeopoBetnon &€ anootdoewg
AMNAETLS AvBod YTtoA 2 , , ' SidaokaAiag
(S USRS S A1.2 mAnBog dottolvTwv/ £T0¢ 10 15
Sladnuion tou
TPOYPAUMOTOG
A2.1 mAnBog atnoewv 5 G OeopoBetnon tng e
oMoSanwy pottntwv/ £T0¢ omootacswg SidaokaAiog
S BEN . 32.1 1Evioxuon apBuou
. AleBvn ¢ euBENELA TP OYP AULATOG AMNOBATOHY GO TV
A2.2 mAnBog oModamnwyv . - Sladnuion tou
doltolvtwy / €T0¢ T(POYP ARLLATOG

Snuovpyia Bécewyv pEow

S Stk , erasmus placement kat
23.1 YYnAng molotnTog £3.1 m0000To SUTAWHATIKWY 0% 30% erasmus mobility

BewpPNTIKA KaL TP AKTLKN By e [ e

33. Juvoean e th Blropnxavio kot thv epeuva B0l ReatsRey (o) le (o1a ] enagn pe my Blopnyaviayia

otnv neploxn UX/UI avamntuén kat agloAdynon ) )
5LO6PAOTIKGVY A3.2 n}\n'GOQ T[p')OGKEK)'\I] HEVWV '
OUCTNHATWY kaBnyntwv amo debvn 0 5 Emxopnynon
TIOVETILOTH LD,/ EPEVUVNTIKA KEVTPQ T(POOKEKANUEVWY KABNynTwv
/ €tog
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Master Program in
Human-Computer
Interaction

An international Joint Post-Graduate
program of the University of Patras

thank you

https://hcimaster.upatras.gr/
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