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LEARNING OUTCOMES

Learning outcomes

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

Consult Appendix A

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

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

Guidelines for writing Learning Outcomes

The students are expected to:

¢ know informational media and their educational role

¢ develop educational media processing skills

e develop the ability to design and develop simple technological educational applications

¢ develop the ability to evaluate educational digital applications

¢ develop the ability to integrate ICT in teaching and learning — Technology Enhanced Education

¢ develop capacity to access and utilize educational research

e know about current developments in digital books and textbooks

e leverage interactive digital storytelling, Artificial Intelligence, and digital games in education

e design digital educational material in any type of educational environment (in person, online, on-
the-go learning)

General Competences
Taking into consideration the general competences that the degree-holder must acquire (as these appear in the Diploma




Supplement and appear below), at which of the following does the course aim?
Search for, analysis and synthesis of data and information,  Project planning and management

with the use of the necessary technology Respect for difference and multiculturalism

Adapting to new situations Respect for the natural environment

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

Team work Criticism and self-criticism

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

Production of new research ideas Others...

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

e Adapting to new situations

e Decision-making

e Working independently

e Team work

e  Project planning and management

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

e  Criticism and self-criticism

® Production of free, creative, critical and inductive thinking

(3) SYLLABUS

In this course, students deal with the basic elements of multimedia applications (text, image, sound,
video, etc.) as well as with the design and development of multimedia educational applications. At the
same time, emphasis is placed on the topic of e-books and online educational environments and
applications. The applications of Artificial Intelligence are included while digital interactive storytelling
is a central type of material that synthesizes several of the rest and connects them to serious games.
In addition, the course provides familiarity with the production of digital content on the internet as
well as the planning of activities for the use of digital content in learning. Finally, in the context of the
course, there is an in-depth investigation into the categories of educational applications of ICT, and
with the body of research works concerning the educational utilization of technological applications in
education. The purpose of the course is to enable students to: design and implement simple
applications, evaluate ready-made ICT applications and integrate ICT into teaching to better achieve
educational goals.

(4) TEACHING and LEARNING METHODS - EVALUATION

DELIVERY
Face-to-face, Distance learning, etc. | Teaching is done face-to-face, or online, with synchronous
video conferencing or asynchronous teaching sessions. In
addition, there is use of an Online Learning Management
System (Moodle) based on the blended learning model for
communication, sharing educational materials, collaboration,
task assignment and course management. In the meetings for
the teaching of the course, a variety of teaching methods are
used such as: lecture, work in groups, workshops, discussions,
group investigations, etc.

USE OF INFORMATION AND | Apart from the use of ICT as a presentation and productivity
COMMUNICATIONS TECHNOLOGY | tool by teachers and students in the context of the course
Use of ICT in teaching, laboratory education, | yse special educational software (e.g. microworlds, serious
communication with students | o4 ma) in addition the students produce their own
educational hypermedia, educational software, learning
objects, learning scenarios, and e-learning applications.

TEACHING METHODS | | Activity Semester workload




The manner and methods of teaching are Teaching lectures 39 Hours

described in detail. - - -
; ) Examination-presentation 3 Hours
Lectures, seminars, laboratory  practice,

fieldwork, study and analysis of bibliography, of final projects
tutorials, placements, clinical practice, art Study and analysis of 55 Hours
W'o'rkshop,' interactive ‘t‘eachmg', 'educatl'Oﬁal sources and literature
visits, project, essay writing, artistic creativity,

etc. Study and work 53 Hours
(Project/essay

The student's study hours for each learning Writing/SmaII-scaIe

activity are given as well as the hours of non- research. etc ) as part of

directed study according to the principles of the . ! )

ECTS the final assessment for
the course.
Course total 150 Hours

STUDENT PERFORMANCE | The assessment language is Greek.

EVALUATION

& GenAl POLICY | The assessment for the course accounts the following

components of the students' achievements portfolio:
e Individual reflection assignments (edit of

Description of the evaluation procedure

Languag.e of evaluation, r?’)ethods Of eva/uatiqn, reflection texts for basic concepts) (20%),
summative or conclusive, multiple choice . . .
questionnaires, short-answer questions, open- * Collaborative learning project (50%)

ended questions, problem solving, written work, | e Presentation of the collaborative project (20%)
essay/report, oral examination, public

presentation, laboratory work, clinical ° Thorough and active partidpation (10%)
examination of patient, art interpretation, other

Specifically-defined evaluation criteria are given, The assessment procedure may adapt year by year.
and if and where they are accessible to students.
The level (1-5) of use of Generative Artificial Intelligence
(GenAl) for each course assignment will be determined
in accordance with the University of the Aegean Senate

decision 45-20.2.2026.
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