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XYNAIZOHMATA

The 3 K

Subjective Experience ) o ,
Ta tpia Pacikd exineda TEPTYpAPNS TOV

cuvoucOnuatov ivol to:

*  TVELUATIKO — YUYIKO - DITOKELUEVIKO,
*  VELPOPLGIOAOYIKO-PLOoYMN KO,
*  KWWNTIKO — GLUTEPLPOPIKO -

EKQPPAGTIKO

Reaction triad-Tpuada avtiopoong

Retrieved from: https://www.verywellmind.com/what-are-emotions-2795178



YYNAIZOHMATIKH NOHMOXYNH

H  XovoaieOnpotikng Nonuoovvn (Emotional
Intelligence) sivan 1 wovoT)TOl TOV ATOU®Y VO,
avayvopilovv, vo Katovoovv, vo dtayelpiloviol Kot vo,
eELEYYOLV T OKA TOLC cuvvalsOnuata, Kabwg Kol T,
covaucOnuata TV  GAA®V, Vo YPNCLUOTOOVV 1N
cuvolcOnUaTIKY] TANpopopioc MG 00MY0 OKEYNG KOl
CUUTEPLPOPAS UE OTMTEPO GKOTO TNV KAADTEPT YVAOGO
TOL €0VTOV, TNV EVOLVOICHNGCT, OTOTEAEGUATIKOTEPT)
EMKOWVOVIA Kot 0AANAETTiOpaon, dlayeipion Tov Ayyovg
Kot GAAOV  opVNTIKG  GLVAIGONUATIKG  QOPTICUEV®V
Kotaotdoe®wy, emiAvon  mpoPAnudtov,  Olayeipion
GUYKPOUGEMV, TPOGOPUOCTIKOTNTA, KIVNTOTOINGCT TOV
eavtov. Eivar m avtilnym, n  aSoloynon kot 1
dlayeipton TV cuvalcONUATOV TOV €0VTOV LOG KOl TOV
AAA®V.





https://mdpi-res.com/d_attachment/behavsci/behavsci-08-00045/article_deploy/behavsci-08-00045.pdf?version=1525350471
https://onlinelibrary.wiley.com/doi/pdfdirect/10.1111/j.1468-5884.2011.00502.x?casa_token=bcEgYJ7SWEQAAAAA:Oqx0cPl7ZDjTgZFensREFyWjRAeCs4ju4DZuSK1YYJGnNiO1H_xG4gMnOJsmJtIHTWXnVaZYirZ9rw

O®EAH THX XN

* VoK — COUOTIKT VYELN

* Yuykn vyeio

e KatdOAlyn — avToKTOVIKEC TAGELS

* AloyElp1oT GLYKPOVCEMV

* Epyaciakdog yopog

* Hyeola

* 2TPEG, AYYOC KOl GTPOTIYIKES OVTIUETMTIONG
* Epyactiokn andooon

e AKaONUaikn ardooon

» Avtomemoidnon kot tkavomoinomn and tn {on
* KalOtepec SLompOocOMIKEC OYEGELS

* Aampaypdtevon kot dapecordfnon (Grewal & Salovey, 2006; Nabih et al.,
2016)



Ta 0@EAN 0T0 TN GLVOLGONUUTIKN OVATTVEN 6TO GYOMKO TTEPLBAALOV EIVOL TOAAUTAA. .

e AvantuEn GLVOIGONUATIKOV KOl KOWVOVIK®OV OEEI0THTOV

*  OeTIKOTEPT KOWVMOVIKT) TPOGOPLOYT KOl KOIVMOVIKT) ETAPKELQL
e AUDENOM AKOONUOLKNC EMITVYIOG KO GYOAMK®V ETOOCEDY

e Tlolotkég oyéoelc uetald eKmaIdEVTIKOV Kol Lodntmv

e  Koaltepeg dampocmmikés 6yEcelg LETAED podntov

*  Meiwon TpoPANUATIKNC CLUTEPIPOPAS

e  KoaAtepn wavotnta yio ekuddnon yvootikod ovIKEUEVOD
e Evepyomoinon ndbnonc

« IIpoinyn Biog

e AUENON AWTOEKTIUNGNG KOl AV TOTTETO1ONOMC

e 'EAeyyoc mapopunTticlov kot avamntusn 0eE10TNT®Y aVTOEAEYYOV

e  KoaAVtepn dwoyeipion apvnTikd QOPTICUEVEOV CUVOLGONUATIKOV KOTAGTACEDY
o  KoaAvtepn yoyikn vyeia (amo@uyn KatdOAyNS, dyyovg K.a.)

e etk 0TdoN ATEVAVTL GTOV GYOAIKO OeGd

*  AuvoTOTNTO AMTOTEAEGUOTIKNG ETIALGNC TPOPANUATOV KOl GUYKPOVGEMV

e Avainym evbovng (Fernandez-Berrocal, P., & Ruiz, 2008; Moeller et al., 2020)



LEADERSHIP - EMPLOYEES -
ENTREPRENEURSHIP

4 ~
- Leaders'
Working Leaders and Emotional Effectiveness | N Corporate
Environment Employees Intelligence Effectiveness
Employees' ‘/L ,

e Effectiveness

A proposed framework of Emotional Intelligence in
Organizations




Job

Satisfaction/Job
Performance

Turnover
Intentions

Incivility,
Counterproductive
Work Behavior,
Ethical Behavior

Stress, Anxiety,
Happiness

EIITIAPAXH THX
YYNAIZXOHMATIKHX

Emotional NOHMOXYNHY XE

Intelligence AIA®OPOYX TOMEIZ £TON

EPTAXIAKO XQPO

Conflict
Management
Styles/Strategies

Organizational
Commitment/
Performance

Ot petafAntéc eivor onuovtikd otoryeio tov Human Resources

Kol 1M €otioon o€ avutéc oonyel oe €va OeTikO epyaclOKO
nepPAALOV e peYAA ETITEDYUOTO KO KOLVOTOULAL.



HNEYPOEHNIXTHMH IIIXQ AITIO TH XN

H vevpoemotun Bewpel mog 1660 11 vonTiky] vonuocvivr, 060 kot 1 cuvorsOnuatiky Nonpoovvr, wnyalovv omo
Aertovpyieg ovykekpuévov onueimv tov avBpomivov eykepdiov. To ovopalopeva KEVIPO TOV €YKEEAAOL, TOV
cuviovilouv  OlavonTikn Asttovpyia, Ppickoviol oTo MO TPOCEATO OVATTUYUEVO GTPOUOTE TOV EYKEPAAOL, TOL
ovopdletor veoprowds. Ta kévipa mov kotevBovouvv, t dwdikacio twv cvvaicOnudtov, Bpiockovior, aviiBétwg, oe
BaBvtepec mepPloyEc TOV EYKEPAAOV, GTOV 0pYAlOTEPO LTOPAOO. H cuvaisOntu vonuocHvn, katevBoveton amd avtd o

KEVIPO TOL OTTO10L AELTOVPYOVV GE GLVOLAGHO LE TOL KEVTPO VON OGS IOV PpicKovtol 6To VEOPAOLD.

PREFRONTAL The Limbic System Ny’ Basal gangl
ontrol o
" CORTEX e movements,
intelligence| learning, habit,
cognition,
- and emotion

Hypothalamus e T -

Controls body \ 1=

temperature, hunger, \( - A

fatigue, sleep - X # Thalamus

J Regulation
of sleep,

consciousness,
)‘\ and alertness

Amygdala &
Memory, decision-making, and

MIDERAIN emotional responses

Hippocampus
Memory, navigation

Retrieved from: https://dana.org/article/emotional-intelligence-comes-of-age/



https://dana.org/article/emotional-intelligence-comes-of-age/

2OUQ®VO e EPELVNTIKEG TPOoTdhelec Tov Exovv mpaypotortombel o mpoueTomiaioc Aofog, M
QLLVYOOAT] KOL O ITTOKOUTOC, TA OToio, GYETILOVTAL LE TNV OVTIANTITIKT] 1KAVOTNTO TOV ATOLOV
KOl TOV TOPOAANAO YEWPIGUO TV cuvolsOnudtov, umopodv vo AAPOVV TPOTOTOWGELS Kl
BeAtidoelc, péow tng 0000 ¢ pobnoemg ko tov eunepiov (Emmerling & Goleman, 2003;
Lim & Lau, 2021).

H avBpomivn coumepioopd, €xel GUECT OYXECT UE 1GYVPEG VELPOVIKEG GULVOEGELS GTOV

EYKEPOAO.

Amopoaitto: va  agocuwbel yio apkeTd  ypovikd ddoTNUO, OTH  Onuovpyio  VE®V
GUUTEPLPOPDV, LE GTOYO TN ONUIOLPYIC KOIVOUPLOV VEVPOVIKOV GLVOEGEMY, GTOV avVOpOTIVO
eYKEPAAO (AOY® NG TAAGTIKOTNTAS TOV). AV Yivel AVTO, ENAVATPOYPOUUOTICETOL O EYKEPALOG

O€ VEEC GLUTEPLPOPEC, ANGLOVAOVTOS TOVS TOMOVS TPOTOVS GLUTEPLPOPAC.




H XN umopet va avénbei pécm g eknaidgvong — tpoypdupota (Mattingly & Kraiger, 2019)
KOl UETAYVOOTIKOV Kot peTacvvolstnuatikov otpatnywkov (Drigas, Papoutsi & Skianis,

2021). Emiong, ICT Tools evioyvouv-avortiocouv-KOAMEPYODV  GUVHLGONUATIKES

wkavotnreg (Ucang & Limjap, 2021).
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1. EIAIKEX
EKITAIAEYTIKEX
ANATI'KEX

LifelsGame

Social Clues



https://repositorio-aberto.up.pt/bitstream/10216/69153/2/15816.pdf
https://socialcluesgame.wixsite.com/socialclues

2. 2XO0AIKOX
EK®OBIXMOX

S ——
iﬂ&d iy ouir Group.
_'n__fj g ". 5 .

\: T R

FearNot
3



https://www.youtube.com/watch?v=x0Hzw4WG4iI

3. YHOIAKA ITAIXNIAIA

e b i 5o g By o r]

EmoTea EmoTea

Daniel Tiger’s
Neighborhood

Game 3—level 3. Expreasing joy and anger

EmoTea (Garcia-Garcia et al., 2021)

REAL LIVES



http://littleloud.com/work/sweatshop/
http://www.educationalsimulations.com/
https://pbskids.org/daniel/games/guess-the-feeling#4

4. YYXIKH KAI
YOMATIKH YT'EIA

Elude

Re-Mission



http://gambit.mit.edu/loadgame/elude.php
http://www.re-mission.net/

5. ITAIAAT QI'TKOI
«ITPAKTOPEX»

help

“Wayang Outpost” (“Wayang”).

PORS, QR = 1, £U'= US, and Eivai évag €€vmvoc ddokaiog mov Pondd
What is the area of the shaded TOVC HOONTEG VO TPOETOLAGTOVV Y0, Ta!
Kpunpwe  7ov  aEOAOYOUV  YEVIKEG
uonuatikég deCotrec. O «Wayang»
nepthauPaver &val gvpv QAo
LETAYVOOTIKNG KOl  GLVAIGONUOTIKNC
vrootnpiEnc. ‘Eyxovv oyediootel yio va
AEITOLPYODV GV TOVG GLVOUNAIKOVE TTOV
volalovtal yuu tnv mpdodo Tov padbnm,
KOl  TPOGPEPOLY  GLVOLCONUATIKY Kol
gvouvalsOntikn vmootpiEn  aAAd Ko
oVUPBOVAEC YIoL TO TS VO BEATIOGOLY TIC

oTPATNYIKES Ladnonc.



https://citeseerx.ist.psu.edu/viewdoc/download?doi=10.1.1.723.6995&rep=rep1&type=pdf

6. EKITAIAEYTIKH POMIIOTIKH

1.  Anuwovpyia poundt pe cuvalcOnuatikn vonuocvvn mtov da
UmopolV  vo.  ovoyveopicouv Kol Vo KOTOVONGOLV T
cuvoucOnuata Tov avlpOTOV HUE TOLS 0TOTOVE AAANAETIOPOVYV,
Oa exppdlovv kol to 0w cvvaeOuata, Bo pmopolvv v
TPOMOTO|GOVYV ~ T1]  CLUUTEPIPOPA TOLG Ko Ba  €yovv
gvouvaicOnon  ONUIOLPYOVINC UL QUGIKY  EMIKOWV®OViO-
aAANAEniOpaoN Le Tovg avOpmdToLG.

2. KoiMépyewn ovvaicOnuotikov odeflottov  (EN) o€
TOLOL/ EVIIAIKEC L€ TOVG OTTO10VG EpyovTal 6E emagn (ekudOnon
—  kotovonon - €kepaocn - Owyeipton  cvvocOnuatov,
gvouvaicOnon).




Name: Aiho
Type: Dog
Year: 1999

f‘r Nationality: Japan

- Mf: Sony

AIBO [ERb-f} is equipped with a Sony “Mind”
software, which gives it a personality and the

ability to walk, Its vision system uses the SIFT
algorithm to recognise the environment.

Name: Asimo
Type: Humanoid
Year: 2000
Nationality: Japan
Mifr: Honda

ASIMO uses a Honda 3D computer processor
to recognise sounds, faces, and moving ohjects.

[Furthermore, an application “Run with ASIMO™

is developed for smartphones to facilitate
interaction with users,

Name: Kismet

Type: Humanoid

Year: 2000

Nationality: USA

; Mi: MIT

Kismet’s social intelligence software system 1s
designed with human models of intelligent
behaviour in mind including low-level feature
extraction system., motivation system, and

Name: Saya

w 1vpe: Humanoad

Year: 2002

Nationality: Japan

| Mir: TUS

Saya has the ability to express fine facial
expressions within the precepts of FACS. She
15 also deployed as an interface (i.e., role of a
teacher) in a proposed educational system.

Mame: Leonardo

Type: Raccoon

Year: 2002

Nationality: USA

Mifr: MIT

Leonardo has a different visual tracking system
and programs based on infant psychology. It
can track ohjects and faces visually using a
collection of visual feature detectors.

Name: Nao
Type: Humanoid
Year: 2005

motor H}"Hll,‘l'ﬂ_
i‘! L Nationality: France
- Mfr: Aldebaran Robotics
Nao is controlled by a specialised Linux-based
operating system NAOgqi. The robot also comes
with a software suite that includes a graphical
programming tool dubbed Choregraphe.

MName: Roman

Type: Humanod

Year: 2005
Nationality: Germany
Mir: TU Kaiserslautern

Roman has a behaviour-based emotional
control architecture in head. The architecture is
based on three mam parts: emotions, drives and
actions to realise the human-like behavior of
the robot,

MName: Albert Hubo

-_fr._ J . Type: Humanod
T‘E.’ '_ Year: 2005
BE BN Nationality: USA

.': h

s " Mfr: Hanson Robotics

Albert HUBO is based on the robot “HUBO™
with an android head in the hikeness of Albert
Einstein, He is capable of making many facial
expressions and runs on Windows XP and RTX.

. ‘\ - :?\'ame: Huggable
Type: Bear

| Year: 2006
Nationality: USA
Mifr: MIT

Huggable is a robotic companion capable of
active relational and affective touch-based
interactions with a person. It can distinguish a
wide repertoire of social and affective touch.

g

Name: Maggie

Type: Humanoid

Year: 2006

Nationality: Spain

Mfr: UC3IM

Maggie is an edutainment robot with a flexible
behaviour-based software architecture (i.e.,

Automatic-Deliberative), being used as a
gaming platform and facilitating the creation of

new applications.

Name: Armar-3

Tvpe: Humanoid
r Year: 2006
Y Nationality: Germany

. S, Mii: KIT

Armar-3  uses llu MCA to implement the
control architecture and provides a standardised
module framework with unified nterfaces,
which can be executed heyond operating
system borders,

Name: Genunoid
Type: Humanoid
Year: 2006
Nationality: Japan
Mfr: Osaka University

I
Geminoid is a teleoperated android robot that
works as a duplicate of an existing person. Its
motion-capture system tracks people’s facial
expressions and head movements.




| Name: Paro
- Type: Seal
. e N Year: 2007

‘} Nationality: Japan
e, 7 Mfi: AIST

Paro is a therapeutic robot to actively seek out
eye comtact, respond to touch, cuddle with
people, remember faces, and learn actions that
generate a favourable reaction,

Name: iCub
Type: Humanoid
Year: 2008

N Nationality: Italy
Mfr: IIT

iCub simulates the human cognition by an
accurate reproduction of the perceptual system
and articulation of a small child. The software
library uses YARP for external commumeation.

Name: Nexa

A Type: Humanoid
-3 Year: 2008
tﬁ MNationaliry: USA
i ‘M Mir: MIT

Mexi is built over the uBot mobile platform and
can realise high-level control (including
cognition), produce some facial expressions,
allowng 1t to have meaningful social exchanges
with humans.

Name: Probo

~ Type: Elephant

Year: 2008

Nationality: Belgium
Mfr: VUB

Probo has a fully actuated head. capable of
showing facial expressions mnd making eve-
contact, It gradually increases the autonomy by
implementing new cognitive modules m the
RUL

Name: 1Cat

Type: Cat

Year: 2009

NWationality: Netherlands
'll"l'[]'l'lli 'IH} 'Id I:":r 1S
= Mifr: Royal Philips

iCat uses a software platform OPPR for

mtegrating the individual cognitive components

to the system. During runtime, the system’s

behavior can be probed, and modules can be

added or removed,

b ., Name: Kobian

Type: Humanoid

Year: 2009

Nationality: Japan

Mfr: Waseda University
Kobian is based on the WABIAN-2R and
WE-4RII robots. It is capable of displaying

expressions of emotion and was developed to
realise culture-specific greetings.

Name: Pepper
Type: Humanoid
Year: 2013
Natiomality: Japan
Mtr: Softbank

Pepper is used to welcome customers in their
shops, whose main programming tool s
Choregraphe that has a great graphical
miterface, and 15 also used 1o create ammmations
on the robaot.

Name: Buddy

* Type: Humanoad

Year: 2015

Nationality: France

Mfr: Blue Frog Robotics
Buddy's IDE is based on the Unity engine
whose SDK provides high level functions, like
autonomous navigation, emotional behaviour
display, and GUI management.

Name: Sophia

Type: Humanoid

Year: 2016

Nationality: USA

Mfr: Hanson Robotics
Sophia 1s with her linguistic performance,
communicative  skills, and also emotive
externalisations, bemg accredited as the first
world eitizen robot (1e, a citizen of Saudi

Arabia).

£ 2 Name: Kuri
Type: Humanoid
Year: 2017

Nationality: USA

- Mfr: Mayficld Robotics

Kuri 1s a household robot which can hear, speak,
navigate its own environment. It also allows for
simple programming through third-party apps
like IFTTT on 108 and Android.

Name: 3E-Al18
Type: Oval

Year: 2013
Nationality: JTapan
Mir: Honda

3E-Al8 is an “empathy” robot (equipped with
CI which supports people’s activinies through
rt:i:ugnitiirlg_ t:mt)li{mh‘, iil'lli] L‘ﬂ::mmuniuuting ‘l.\"ilh
rich facial expressions, sound, and movement.

Name: Lovot
Type: Unicorn
Year: 2019
Nationality: Japan
Mir: GrooveX

Lovot 1s a cuddle-bot, which 1s designed to
develop a lnghly emotional connection with 1ts
owner and provide positive energy. Its deeisions
are steered by machine-learning algorithms.




Artificial Emotional intelligence

Not just intelligent, but also emotionally intelligent

>10y0¢: H onovpyia pog véag yevidc aAANAETIOPACTIK®V, GLVAIGONUATIKE ELEVOV POUTOT TKAVAOV VO, EUTAEKOVTOL UE
TOVG YPNOTEC GE LAKPOTPOOESUEC AAANAETIOPAGELS LUE PLOIKO TPOTO.



/.STEM - STEAM

(Castano, 2012; Garner et al., 2018)

SEL & STEM Connections
SEL STEM

Brainstorming, creativity,
Self-awareness s growth mindset

Self-Management — Research, design,
overcoming obstacles

RB'QﬁOﬂShipS — CO“QbOf‘OﬁOﬂ,
communication
Responsible —
Decision-Making Problem-solving,
iterative thinking
Social Awareness re—
Empathy, understanding,
design thinking
Carl Y and Adam

Retrieved from: https://carlyandadam.com/thecarlyandadam/stem-and-sel-
important-connections-for-student-development



https://carlyandadam.com/thecarlyandadam/stem-and-sel-important-connections-for-student-development

8. KOINQNIKA AIKTYA

.) Senior

(www.seniornet.org)

To “Senior Net” o S10dKTLOKY
KOWVOTNTA Y10, TOVC NMAKIOUEVOVS. AV
N OWOIKTVOKT] KOWOTNTO, Y10  TOLG
NAKIOUEVOVC  epavilel  €va LYNAO
Babud ocvvaicOnuotikng vrootNPIENG
Kol EUTIGTOGVVNG E101K4 oo
NAKIOUEVOVC 7OV TACYOLV  OTto
acO&velec.



http://www.seniornet.org/

9. VIRTUAL AND
AUGMENTED REALITY

ne FLIGEY Leadership Skillset has 29 elements. It contains communication, organizational, leadership and social skills

o * #

GE (1) Active listening, (2) Analytical skills, (3) Applying personal strengths, (4) Assertiveness, (5) Balancing Empowered Brain
skill, (6) Business-oriented thinking, (7) Communication, (8} Engagement and Trust, (?) Conflict- (Vahabzadeh et al, 2018)

management, (10) Delegating, (11) Diplomacy, (12) Emotional intelligence, (13) Empowerment,

(14) Entrepreneurship (Risk taking), (15) Execution, (16) Feedback, (17) Future orientation,

(18) Information gathering, (19) Intuitive thinking, (20) Involvement, (21) Motivation, (22) Organizing
(23) Prioritizing, (24) Timely decision-making, (25) Social system thinking, (26) Social resp r".s."b.".'.fry.

i i | - I T
(27) Strategic thinking, (28) T

o {0 Tim i
mwork, (2%2) Time management.

'Eﬁfa



10. MOBILE APPS

Touch and Learn - Wisdom
Emotions The Wo_rld of Learn with Rufus
Emotions

Just-InTimeln-Situ



https://www.autismapps.org.au/social-skills/touch-and-learn-emotions/
https://apps.apple.com/us/app/wisdom-the-world-of-emotions/id1182494093
https://apps.apple.com/us/app/wisdom-the-world-of-emotions/id1182494093
http://www.rufusrobot.com/app.php?article=emotions
https://www.semanticscholar.org/paper/Technology-for-just-in-time-in-situ-learning-of-for-Madsen-Kaliouby/bdd573b451e74e7f3e07483808ab68bd3c8eda3f

2. EPEYNHTIKO EPI'O ATIATPIBHX:

E YNHTIKP H’@AIZIO

et
>




A New Layered
Model on Emotional

Intelligence

(N€o Oempnrikd
Movtéro 1ot XN)




5. H xowvovikn enlyvoon avagEpeTo 6TV ENyvoon TtV

GUVAIGOMULATOV, TOV AVAYKOV KOl TV 0VIGLYIAOV TOV GALOV. 9. XuvawoOnpotu) Evomra - elpaote

OLOL OLOCLUVOEDEUEVOL UE TOVG OGAAOLC
avOp®OTOLG, LE TN PVGT Kol OAOKATPO TOV

4. Awyeipion tov cuovoncsOnudtov pog — BeTIK®V Kol opvnTIK®V VAT,

- KOl TOV OUTOEAEYYO/avTOppOOLLION. '
E |

8. YnépPaon — Ponbewa mpog drirovg va,
etdcovv oto self-actualization, xoi va

3.1Mpng yvoon twv cvvasOnudtov pog, Tev GULVELINTOTOMGOVV TIC SOLVATOTNTES TOVC.

OLVATOTNTOV KOl TOV OOVVOUIDV LG, TOV CKEYEMYV,

Ynré D.
rov renoBfioedy pog - mepaon tov &y
2. Avayvapion ZvvaisOnudtov, Avtiinyn-Exepac 7. AvTompaypdTeon — 1 cuvelonTonoino
SovansOnudtev (AKTkn § 1) _ OAeg TV TOAVOV 1KOVOTITOV GOL KOL M
emMTUYi0 ALTOV.

1. Avayvopion — tasvounon kédbe cuvaicOnuo , , L,
, . 6.01 Kowwvikég 0el0tntec mpodimdBeon
gpebiocpatog vy agohdynon  ovvoistn ) )
. YL TNV KOWMOVIKOTOINGCT Y10 KOADTEPES
KATAGTOONG. , ,
KOWOVIKEC  AAANAETIOPAGELS  KOL  OTN




NEOX OPIXMOX THX XN ME BAXH TO NEO
IHHYPAMIAIKO MONTEAO

«H ovvaicOnuatixn vonuoodvy eivor Eva odVoOLO 1KAVOTHTOV KOl 0ECIOTHTWY TOV EVO GTOUO TPETEL VO, EKTOLOEDTEL
KO VO OVOTTOCEL OTOOI0KA KOl IEPOPYLIKG VIO, VO. PTACEL aTH dLVoLoOnuatiky avtompoyuctwoy. Eivar n omdvinon oe
ovvailoOnuatixo, epebiouata, n avoyvopion — EKPPocH GOVOLoONUATWY, 1 TANPNS ETLYVWON KAl OL0)EIPLON TWV OIKDV
uag ovvoioOnuatwv, olld kol TV oovalcOnuatwy TV AV, 01 KOIVWVIKEC O0ECIOTHTES VIO, KOADTEPES
EVOOTPOOWTIKES, OLOTPOTMTIKES KOl EPYOTIOKES OYEOELS, 1 Evovvaionon koir n ocoumovia, 1 OKPLPHS O10Kpion
oVVOLOONUATWV LE OTMDTEPO OKOTO TH GUVOLGONUOTIKY GVOTTUCH TV ODVOTOTHTWV UOS, THV GDTOTPOAYUCTDOCY, THV

vmepPoon Ko TEAOS TNV EVOTHTA. TV GOVOLCONUATWY Y1aTI 01 AVEPOTOL EIVOL UEPOS EVOG EVIIUEVOD KOGLODY.




Emotional Unity

(Pure Consciousness, Fullfilment & Emptyness)

Transcendence

(Self-Reflection, Transcendental Knowledge)

Universality of Emotions, Self-Actualization

(Self-Perfection, Self-Accomplishment)

Social Skills, Expertise in Emotions

(Problem-Solving, Reasoning, Social-Management)

Social-Awareness, Empathy, Discrimination of Emotions

(Awareness, Monitoring, Social Recognition & Flexibility)

Self-Management
(Self-Regulation, Flexibility, Self-Control)

Self-Awareness

(Selt-Perception, Awareness, Self-Observation)

Emotion Recognition, Perception-Expression of Emotions

(Memory, Perception, Recognition, Labelling Emotions)

Emotional Stimuli

(Emotional Sensory Encoding, Attention)

METACOGNITIVE AND
METAEMOTIONAL
TRAINING
STRATEGIES THROUGH
THE NINE-LAYER PYRAMID
MODEL
OF EMOTIONAL
INTELLIGENCE TO
INCREASE YOUR EQ

(ZtpotnyKeg Yo TV
Avantoén g 2N ue Bdon v
[Tupauioa g £N)



NINE LAYER PYRAMID MODEL QUESTIONNAIRE

FOR

EMOTIONAL INTELLIGENCE

(Aquovpyio Yoyouetpikov Epyaieiov Ty XN ywo Evijlikec)

Ta epotuoto €lvor oe TANPN GLGYETION UE T €Mimedn TOL HOVIEAOL NG mupauidoas. To dedouéva
ocVAMEXONKaY pEGm avtoavapop®y amd 520 ekmodeLTIKOVC omd TNV TPpoToPAda kot devtepoPfadua
exnaioevon. To amoteAéopato UEGH OTATIGTIKNG avAALoNG £0e1Eav OTL M KAlHoKa €ival £va a&lOmoTo Kot
£YKUPO OPYOVO Yo TN UETPMNON TG GLVAIGONUATIKNC VONUOGUVNG Kol Uopel va dgiel o€ oo €Mimedo Exovv

EMTOYEL KAADTEPO KOl GE TTO10 EMIMEDO YpeLdlovTon PEATIOGELS.

Table 3. Means, standard deviations and Cronbach's Alpha for EI scales and subscales

Mean Std. Deviation N of Questions | Cronbach's Alpha
Emotional Stimuli 4.05 0491 9 0.788
Emotion Recognition 3.99 0.397 9 0.637
Self- Awareness 4.01 0.484 9 0.776
Self-Management 3.55 0.513 9 0.700
Social-Awareness 415 0486 9 0.853
Social Skills 4.00 0491 9 0.835
Universality of Emotions 434 0.506 9 0876
Transcendence 4.16 0.547 9 0.859
Emotional Unity 417 0.578 9 0885
Emotional Intelligence 4.05 0.393 81 0.961




MMAPAAEITMATA AHAQZEQN AITIOTEAEXMATA

Optopéva cvvalcOnuatikd epedicpato Umopel vo LoV TPOKAAEGOVV

) ) ) AR ) * Oco av&dveton n nlkia, avEdveTon Kot 11 CLVAIGOMUOTIKY
EVTOVEG GLVICONUATIKES avTIOpAcELS (OETUKES 1)/K0 OpVNTIKEG).

VOMUOGUVN.

Exopdlm Aektikd too GuvalcOUatd Hov. * Ot d4oKOoAOl UE TTEPIOGOTEPN EUTEIPiA TEIVOLV VO, £YOLV
VYNAOTEPT] GLVOLGONLATIKT] VOT|LOGDHVN.
Kémoteg @opéc vibo umepdepévoc/n e to cLvoulcOnuUaTo TOV

viobo pesa pov. e  Exmodevtikol pe koatdption oty Edikn Ayoyn avépepav

vynidtepeg faduoroyieg N.

XpedCopor ™ Ponbeld TV GAAOV Y00 VO SWHEPIOT® TS o« H IN givor vynhOtepn o€ GTOHG pE  LYNAOTEPO

oLVOLCONUOTIKEG POV EVTACELG. LOPPOTIKG EMimedO.
Avayvopilo kot céBopot TIg ATOMKES/KOIVOVIKEG O10POPES Kot TN * Ot vnmayoyol gaiveton va gxovv vynrotepn Pabuodroyio
HOVOSIKOTI|TO TOV ATOROV. oe opiopéva levels, akolovBovuevol amd T0Vg dUCKAAOVS

TOL OMUOTIKOD, €V® Ot Odokalol NG oevtepofaduiog
eKTOLOELONC elyav yaunAotepeg Pabuoroyieg.



Table 2. P-values and mean differences of EI between male and female teachers

XYNAIXOHMATIKH NOHMOXYNH KAI
AYO ®OYAA

Mean differences Males Females (I;;I?(ligre)
Emotional Stimuli 3.93 4.09 0.001
Emotion Recognition 3.88 4.03 0.000
Self-Awareness 3.96 4.02 0.170
Self-Management 3.62 3.53 0.086
Social-Awareness 4.09 4.18 0.086
Social Skills 3.96 4.02 0.226
Universality of Emotions 4.26 4.37 0.038
Transcendence 4.05 4.19 0.044
Emotional Unity 4.13 4.19 0.278
Emotional Intelligence 3.99 4.07 0.047

Females had higher scores on
Emotional Stimuli, Self-Actualization
and Transcendence. Moreover, females
reported higher scores on Emotion
Recognition, Self-Awareness, Social
Awareness (which includes empathy),
Social skills (interpersonal
relationships) and in overall EIl
compared to males which is consistent
with previous studies. Males reported
higher scores in Self-Management.

129 males, 391 females



ANTIAHYEIZ EKITAIAEYTIKON T'IA TH EN
KAI XYZXETIZH =N ME TO ATXOX KAI
>TPATHTIKEX ANTIMETQIIZHX
(EPEYNA)

STRESS LEVEL

https://forms.gle/n2hbMNJMt32KRS5W7



https://forms.gle/n2hbMNJMt32KRS5W7

* o A A -: ;— | oy
=) S - H
AHMIOYPI'TA ITAPAAEII'MATA AHAQZEQN
YYXOMETPIKOY ZYNA'ZO AMATIKH N O AM OZYN H * AbYo avBpomor pmopel va vimBovv
To napdv epwTNPATOAGYLO ATOTEAEL PEPOC PLAC £PELVAC TIOU YiveTal 0TO TAALOL0 10 1010 GLVOIC 91’] Qo 7T Y. Xapd, OAAQ
eKTIOVNONG 616aKTOPIKNG SLatpLPrq pe BEpa «Avixveuon kat KAAMEPYELD TNG vl d10popeTikd Adyo o Kabévag.
EPI‘A AEIOY I'l A TH oUVALOBNUATLKAG YONUOOLVNC HEOW TWV VEWY TEXVOAOYLWY». H EpEuva auTr €XEL OKOTIO

va e€ETAOEL TO EMiNedo TN oUVALOBNPATIKAG VONHOGHVNE TWY HIKPWY Padntwy nAlkiag

9-12 eTWv Kat mapdAAnAa 6a cuPBAAAEL OTNV KAAUTEPN KATAVONO TWY AELTOUPYLWY TNG * EK(PP OLC(D a GDVOLIGOn Hoata  pHov

YN XE ITAIAIA ME ouvatoBnUaTiKiic vonuoauvng. OTOVG YOVELG OV T1/KOl GTOVG
To epwTnuatoAoylo anevuBveTaL ATOKAELOTIKA OE PaBNTEC Tou AnpOTIKOL ZY0Aeiov. (pikovg LLOV.
Emonpaivoupe OTL givat avwvupo, yu' auto de dnAwvete mouBevd To Gvopd oag. Aev
BAYH THN uTapyovv owoTEC ) AaBog anavtrioelg. Mag evolapepet n poowrLkr oag anoyn. « M , A& Boud
MapakahoUPE anavtnoTe € OAES TIC EPWTNOELG e Tr peyaAuTePn duvatr eLNKpiveLa. Top® va. & 87&0) 1OV ULHO JLoV.

Euxaplotw Toug padnTég ek TWV MPOTEPWV yLa Tr) CUPHETOXT| TOUG.

ITYPAMIAA THX XN * Ortav évag @ikog pov/pa gikn pov

@ 0éher vo pov pIAncel, tov/tnv
OKOV® TPOGEYTIKA.

Emopevo EkkaBaplon ¢oppag

Autd to mepieyopevo dev £xel dnploupynBei kat bev Exel eykpiBei and v Google. Avagopd kakrc ypriang -
Opot Mapoyrig Yrnpeowwy - [oALTikr anoppriTou /

Gooale ®opucc



KATAXKEYH YHOIAKOY EPTAAEIOY - ITAIXNIAIOY I'TA THN
ANIXNEYXH KAI KAAAIEPT'EIA THX 2N

To Tapko TOV cuvalcOnuaTOV

YKOmOC TOL ToVIOL  glvor M aviyvevon TG
cuvVOLGONUATIKNG VONUOGHVNG TV padntov, nAkiog
9-12, pe PBdon ta evvéa emimeda NG TUPAUIONG TNG
ocvvalsOnuatikng vonuoovvng (9 mioteg - tasks, social
stories,  questions) kot ~ péca  amd TNV
avaTpoPodOTNoT/GLUUPOVAEG N TpoondBela Yoo TV

KaAMEPYELD TNG.

1! Unity'







EPEYNHTIKO EPI'O -AHMOXIEYXEIX

https://scholar.google.com/citations?user=xrtdgLoAAAAJ&hl=el



https://scholar.google.com/citations?user=xrtdgLoAAAAJ&hl=el

«O kabévag umopel va Ovudoet- avto eivor evkoio. ALla va
Ovuwoer koveic ue to owotd drouo, atov cwoto Pobuo koi oty
OWOTH OTIYUY, Y10, TH GWOTH OITIO KOl UE TOV GWOTO TPOTO- OTO

0€V IVOI EDKOALOY

Apiototéine, HOucd Nucoudyeio




NMANEMNIZTHMIO AITAIOY

MOAYTEXMIKH EXOAH
TRAH MLA W HXAMIEON MAHP OO P AK O
KA EMIEKOINCMIAKOM EYETHMATOMN

AIHMEPIAA YIMTOWH®ION AINAKTOPON
3-4 IOYNIOY 2022

Evyapioto yio tnv
TPOCOYN CUG!

Hapovoiaon: Xapa [Mawovren — Exrawdevtikog IIE70

Y7. Ad. oto Tpufpe Mnyovikov [Iinpogoprokov ko Emikowvoviekov Xvetnpatov [Hav. Avyaiov og cvvepyacia pe 1o
EK®E. «Anpokprrogy, Xvvepyarng tov Ivetitovtov IIAnpogopikilg ka Tniemkowvoviov tov E K E.®.E.
«Anpoxkprrog» - Net Media Lab & Mind-Brain R&D
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