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Texvntn vonuoouvn ota pouvoesio: AAAnAertidbpaon kat

TEXVOAOYIEC

Kwoupetidou Martiva kat Ztapou Zodia

Tunuo Apxelovopiag, BiBAtoBnkovopiag kat Mouoglohoyiag, l6vio Mavenotiuo

ABSTRACT

In today’s digital world, artificial intelligence (Al) plays an increasingly significant role
across various sectors, including culture. Identified Al technologies encompass augmented
and virtual reality (AR/VR), artificial intelligence, generative Al, machine learning, neural
networks, computer vision, deep learning, dialogue systems and large language models
(chatbots/LLMs), gamification and interactive Al, and natural language processing (NLP). The
application of Al in museums is particularly noteworthy, as it enhances accessibility,
personalized tours, interactivity, and the educational value of visits. Findings highlight the
growing importance of Al as both a tool and a research domain in the cultural sector. They
also emphasize the need for further interdisciplinary approaches to foster innovation in
cultural management and museum practices. By integrating advanced Al technologies,
museums can offer immersive experiences, facilitate content curation, and adapt to diverse

visitor needs, ultimately redefining the way audiences engage with cultural heritage.

KEYWORDS: Artificial intelligence, Museums, Cultural heritage, Digital culture, Immersive

technologies

EIZAFQrH

Amo T apxég g dekaetiag tou 2010, Ta pouosia apyloav va aflomololv TNV TEXVNTN
vonuoouvn o€ §Lddopoug TopEL, OTwWG N EATOUIKEVON TNG EUMELPLAG TWV ETILOKEMTWY HECW
OVAAUGNC TIPOTLUNCEWVY KOL TIPOCOPUOCUEVWY TIANpodopwv (French and Villaespesa, 2019).
H npoodog tng texvntng vonpoouvng (TN) ExeL odnynoeL oTnv ULOBETNOT TNG OTOV LOUCELAKO

XWPO, UE oTOXOo TN dnuloupyia SladpaoTikwy, EATOUKEVUEVWY eUTEpwY (Wen and Ma,
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2024). H evowpdatwon tng texvntng vonuoouvng (TN) ota Stadiktuakd pouoeia dpEpvel
EMAVAOTAON OTLG EUMELPLEC TTOALTLOTLKAG KANpovouLdg (Zhao and Yezhova). O Hyun-Kyung Lee
TIPOTELVEL €va VEO oUOTNUA aPXELOBETNONG Yl TA LOUCELQ TIOU XPNOLUOTOLEL TEXVOAoyia
TeEXVNTAG vonuoouvng (TN). Avémrtuée éva ouoTnUa aAVAKTNONG €KOVWVY Baolopévo o€
petadedopéva kal HeTeTpee Ta Aula cuvatloBniuata os dedopéva (Kim and Lee, 2022). Ot
Rzepka kat Berger (2018) mpaypatomnoincav BiBAloypadikry avaokomnon avélvoov 91
Baolkég peAETeg, oL onoieg eAndOnoav amod €vav cuvbuaouo cuvedplwv Kal TEPLOSIKWV.
QoTO00, EMIKEVIPWVETOL OTO TAALO0 TNG OAANAETidpAONC UEUOVWUEVWV XPNOTWV HE
ocvotiuata Texvntng Nonupoouvng ota MAnpodoplakd IucTAUATA, EVW N Topouca UEAETN
HUEAETA TOV TPOTIO TIOU XPNOLUOTIOLELTAL N TEXVNTH Vonuoouvn ota pouosia. H BLBAoypadikni
avaokonnon mou Ste€rnxOn amo tov Karger (2020) mepAapBAVEL OAEC TIC OXETIKEC UEAETEC OF
pLa dekamevraetn neplodo oe pla oelpd amod TePLoSIKA Kal cuvESpLa Kol TiepAapuBavel
HUEAETEG TTOU XPNOLUOTIOLOUV TNV TEXVNTA VOnUoaouvn.

H texvnt vonuoouvn amoteAel éva moAudldotato epyaleio, to omoio meplhapPavet
OLOPOPETIKEG UTIOKATNYOPLEC KOl TEXVOAOYLKEG TIPOOEYYIOELS, OVAAOYyQ HUE TN YVWOTIKN,
Aetoupylky 1 €EEAKTIKN  LKOWVOTNTA TWV OUCTNUATWVY. ZUpPwva He TN BOepeAwdn
tafwvounon, n TN Sdwakpivetal o artificial narrow intelligence (ANI), dnAadn e€sldikeupévn
VONUOooUVN TIou eKTEAEL TEpLOPLOpEVA KaBrKkovTa (TL.X. Talvounon elkévwy), artificial general
intelligence (AGI), n omola otoxelel otnv avamapaywyrn TG avBpwrivng avtiAnPng kot
Anwnc amodaoewy, kain artificial superintelligence (ASI), pula Bswpntiki popdn vonuoouvng
mou unepPaivel TG avBpwriveg duvatotnteg (Kaplan and Haenlein, 2019). 2to Asttoupyko
emninedo, ot texvoloyieg TN talvopouvtal o€ EMPEPOUG UTIOKATNYOPLEG OTIWE N UNXAVLKA
nabnon (machine learning), n BaBd pabnon (deep learning), ta veupwvika diktua (neural
networks), artificial neural networks (ANNSs), algorithmic approaches, learning Systems,
decision support systems, deep neural networks, n épacn umoloylotr (computer vision), n
enefepyaocia puolkng yl\waooag (natural language processing - NLP), ta peydAa yAwooLKA
pHovtéla (LLMs kat n generative Al .. GANs, DALL-E) (Dwivedi, et al., 2021).

NapdAAnAa, omwg avadelkvueTal anod touc Anantrasirichai kat Bull, umtapyet av€avopevo
evbladpepov yla tn dtacuvdeon twv popdwv TN e TOV TTOALTLOTLKO Kol SNULOUPYLKO TOUEQ,
€LOIKA MEOW yeveTlkd avtumopabetikd Siktua (GANs) kol to peydAa YAWOOLKA MLOVIEAQ

(LLMs) xpnowiomotoUvtal ywo tn Onuioupyia TEPLEXOUEVOU, TNV EMPEAELA KOL TNV
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oAAnAentidpaon pe to kowo. Ot Gaith kat Hutson xpnotpomnoinoayv tn Ospatikr avaAuon yla
va Slepeuvioouv TNV evowpdtwon t¢ TN otn datpnon tng MOALTIOTIKAG KANPOVOLLAG,
TIAPEXOVTAG Eva TOPASELYMA TIOLOTIKAG HeBoSoloyiag. Mo GAAn HeAETn XpnolUomoinoe
BBALOMETPLKN avAAUGN YLa va XOPTOYPADROEL TIG TAOELS OTLG EMPBUBLOTIKEC TEXVOAOYIES yIa
™ SoTpNnon tTNg TOALTLOTIKAG KAnpovoulag (liang, et al, 2025). Mpayupatonowdnke
CUOTNUATIKN avackomnon, n omoia cuvdudlel avAaAluon Kelwévou kot BLBALOUETPLKA
avaluon yla va e€etdoel TNV €EAEN TNG EMUUENELAG LE TN XPrON TEXVNTHG VONUooUvVNG O€
pouvoeia (Yu, et al.,, 2024). 3to mAaiowo Twv PndlLOKWY HOUCEIWV N TEXVNTH vonpoouvn
EVOWUATWVETAL CUVEPYATIKA Yylot TNV TOPOywyn, EMLUEAELD TIEPLEXOUEVOU, TNV avAAuaon
EMOKEYPLUOTNTAC, TN SNULOUPYLA ELKOVIKWY KOGUWV Kal T S1adpaon e Toug XPrOTEG.

O 0OKOTOG TNG MopoUoaCg UEAETNG €lval n Kataypodr Kal avaluon TwV EMLOTNHOVIKWY
dnuooleloswv ou adopouv oTnV epapuoyr TNG XProNS TEXVOAOYLWYV TEXVNTAC VONUOOUVNG
ota pouoeia, kata tnv nepiodo 2021-2025. Méow MOOOTIKAG Kol BEUATIKAG TPOCEYYLONG,
erudlwketat n avadelén twv kuplapyxwv TN texvoloylwy (6nwg AR/VR, Deep Learning, LLMs),

TWV XPOVLKWV TACEWV, TWV CUCXETIOEWV TOUG KaL TNG OEUATIKNAC TOUC KATAVOLNC.

MEOGOAOAOIIA

210 TMAQLOLO TNG TTApoUCaC UEAETNG, TIPAYLATOTOONKE avAAUGH TIEPLEXOUEVOU OTOUC
Tithoug kat TG Aé€elg-kAeldla twv 335 dpBpwv mou mepleiyav avadopEC o TEXVNTN
vonuoouvn. Ta apBpa avtAndnkav amokAeLoTIKA amnod ) Baon SeSopévwy Scopus, E XPOVLKO
gUpog 2021 €wg kat 2 Ampthiou 2025, kal ATav dnupootleupéva otnv ayyAlkp yl\wooa. H
avalntnon Baociotnke otn A€En-kAeldi: “artificial intelligence AND museum”. Kputripla
€vtaéng amotéAeoay n BepATIK CUVADELQ LIE TNV TEXVNTH VONUOCUVN OTOV JOUGELOKO XWPO,
n dnuocieuon og EMOTNUOVLKO TIEPLOSIKO, CUVESPLO 1} GUAAOYLKO TOWO, Kal N StaBeoipuotnta
Tithou, Aé€swv-kAeldLa 1 mepiAnyPng. Kputrpla amokAslopol mepllappavav ta apbpa mou
bev nepleiyav oadn cuoyxEtion Ue pouoeia (mapd tnv avadopd oe Al), dpBpa pun epeuvnTIKOU
xapaktrpa (onwg editorials), kaBwc kat dumthoeyypad£Eg. Ao to cUVoAo Twv 335 epyaclwv
TIou TAnpoucoav ta KpLtipla, ot 147 dnuootelBnkav oe meplodika, ol 156 mapouoLaotnkayv
o€ oUVEDpLa, evw 29 amotélecav kepdalala oe emiotnuovikd BiBAia. MpaypoatomollOnke

TIOLOTLKN avaAuon Tng Bepatikng katavoung (Mivakag 1), kabwg Kot Twv TTAwy, ep\Pewv
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Kal AEEEwV-KAELOLA, HE OKOMO TNV Tawtomoinon twv emni pépoug texvoloywwv TN, tnv
kataypadn tng ocuxvotntag eudaviorig toug (Mivakag 2), Tov €VIOMIOUO CUVOUACUWY
texvoloywwv (Mivakag 3) kot tn xpovoAoyikn katavoun toug (Mivakag 4). H molotik avaAuon
Baoiotnke oe Bepatiky Kwdikomoinon Twv TitAwv, Mep\APewV Kal AEEEwV-KAELSLWY, UE
oTOX0 TNV avayvwplon Poolkwv TEXVOAoyuwv Kol Ttacewv. H  kwdkomoinon
nipaypatonolionke and SUo toug epeuvnTEC. H Stadikaoia autr evioxuoe TV aglomioTia Twv

BEUATIKWY KOTNYOPLWV.

Avalfimon apBpwv oTn Scopus
("artificial intelligence AND museum")

¥

ZuvoAika apBpa: 335

X

ATTOKAEIOPGG:
Editorials (n=3)

3+

TeAikdg apiBpég apBpwv
Tpog avéiuon: 332

F
Kamyopiotroinon GpBpwv:
- Mepiodikd (n=147)

- Zuvédpia (n=156)

- BiBAia (n=29)

*

AvaAuon TrEpIEXOMEVOU:
- Tixhot

- NepAerg
- Aégec-khelbia

Ewkéva 1. Aldypoppo porg

To &uaypappa pong (flowchart) tomou PRISMA mou amelkovilel tn peBodoloyikn
Stadkaoia NG LEAETNG Hac, armo tnv avalntnon apbpwv otn Bacn Scopus HEXPL TNV TEAKN
avaAuon Kal katnyoplomoinon twv dedopévwy. Ao tig 332 epyaocieg mou eetdotnkay, n
Bepatikn katavoun toug (mivakag 1) €xel wg €€ng: ol 175 evtdooovtal otn Bepatikn TNG
HouoeloAoyiag Kal TIOALTLOTIKAG KANPOVOULAG, evw 85 oxetilovtal pe tnv TEXVN KOL TNV
Pnorakn oxediaon. EmumAéov, 37 epyacieg taglvounbnkav otov Topéa TNG TeEXVoAoyiag Kal

nmAnpodopikng, 31 otnv ekmaidevon kal 4 otnv apyaloloyia Kat Lotopia.

Ogpatiki Texvoloyia Al Zuyvotnta
Mouosloloyia AR/VR Al 80
Movuosloloyia Artificial 60

Intelligence
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Mouceloloyia Machine Learning 35
Téxvn Generative Al 40
Téxvn AR/VR Al 45

MAnpodopkn Computer Vision 20

MAnpodopkn Deep Learning 17

Eknaidsvon Chatbots/LLMs 15
Eknaidsuon Gamification Al 12
Apxouwoloyia Neural Networks 4

Mivakag 1. Katavoun TeXVOAOYLWV TEXVNTAG VONUOOoUVNG ava BeUaTLKr Katnyopia

O nivakag 1 mapouolalel tn cuxvotnta eUdAVLONG TEXVOAOYLWV TEXVNTAG VONUOoUVNG ava
Bepatiki katnyopia. Mapatnpeital otL n texvoloyia Augmented/Virtual Reality (AR/VR)
eudaviletal otn pouaoeslohoyia 80 popeg, yeyovog mou eruPefatwvel Tn Snuodia TG wg
£PYAAElO EUMAOUTIOMOU TNG POUCELOKNG EUMELplaG. AvTioToLXa, OTNV Katnyopla tng TéEXvNg,
n Generative Al cuykevtpwvel upnAnl ocuxvotnta (40 epudavicelg), KATL TOU aviavakAd tn
paydaia e€amlwon epyaleiwv onmwc ta GANs, DALL-E kal GA\a text-to-image cuotriuarta.
IToV Topéa TNG MANPOGOPLKAG, SLATOTWVETAL auénpévn xprnon TnNg 0paconG UTIOAOYLOTH
(computer vision) kat BaBid puadnon (deep learning). texvoloyieg mou cuvdéovtal cuxvd Ue
NV autopatn avaAuon Kal katnyoplomoinon Pndlakol meplexopévou. Itnv ekmaibevon,
napatnpeital afloonueiwtn mopoucia twv cuothpata StaAdyou / peyala yAwWoOKA
povtéla (chatbots / large language models) ototysio mou unodnAwvel tnv avfavopevn xprion

SLOAOYIKWV TIPAKTLKWY Kol EEATOMLKEUUEVWYV EUTIELPLWV LABNnoNnG ota PndLlakd pouoeia.

Texvoloyia TitAog NEEELG-KAELOLA
r 1
1 Artificial Intelligence 138 151
I 2 Chatbots / LLMs 9 10 I
I 3 Computer Vision 8 11 I
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4 Machine Learning 7 14
5 Deep Learning 6 15
6 Neural Networks 3 12
7 Generative Al 3 9
8 Gamification / Interactive Al 2 5
T 1
9 Natural Language Processing 1 6

Mivakag 2. Zuxvotnta gudAviong TEXVOAOYLWV TEXVNTAG VONUOoUVNG ava TITAO Kal ova

AE€elc-KAeLWOLA

O Mivakag 2 mopoucldalel Tn ouxvotnta epdaviong kabe texvoloylag TEXVNTAG
VONUOOUVNG OTOUC TITAOUC KOl OTIC AEEEIG-KAELSIA TWV ETMIOTNHOVIKWY ApBpwv Tmou
avaAlBnkav. Onwg Slamotwvetal, n texvnt vonuoouvn (artificial intelligence) pe 289
eudavioelg, emiBefatwvovtag Tov Kuplapxo pOAO TNG WC YEVIKN TEXVOAOYIKN €vvola. Ta
ocvotiuata Slaldyou kol ta peyala yAwoowkd povtéAa (chatbots / LLMs), n pnxovikn
pnabnon (machine learning) kot n Babid pabnon (deep learning) mapouaotdalouv pétpla aAAd
afloonuelwtn mapouoia, EVvw TeEXVOAOYIEC OMWG Ta VEUpwVLIKA diktua (neural networks), n
TAPOYWYLKA TeEXVNTA vonuoouvn (generative Al) kol n emnefepyaocia ¢uolkng yAwooog
(natural language processing — NLP) sudavilovtal oe pikpotepo Babud. To yeyovog otL
KATIOLEG TEXVOAOYLeC kataypdadovtal Kupiwg wg AEEELG-KAELOLA Ko AlYOTEPO OTOUG TITAOUG
umoSnAwvVeL OTL ouxva AeltoupyolV wG Seutepelovia N CUUTTANPWHUATIKA oTolXela o€
EPEUVNTIKEC EPYAOLEC e EVPUTEPN BEUATLIKA.

MapakAdtw O TvaKaC 3 TapPoUGCLAlel TTWE Ol TEXVOAOYLEC UmopoUV va AELTOUPYr|COUV
CUUMANPWHOTLKA o€ SLadpacTikd pouoelakd neptariovra. EmumAéoy, pag Seixvel Toug Mo
ouxvoU¢ ocuvduaopoUg TEXVOAOYLWV TEXVNTAG vonuoouvng mou eudavilovral tautoxpova
ota (6ta apbpa. MNapatnpeitat 6Tt o0 ouxvotepoC¢ ouvduaopOG elval HeTaly
enauénpévn/elkovikn mpaypatikotnta (augmented/virtual reality) kot n texvntr vonuoouvn

(artificial intelligence), pe 179 kowéc avadopeg, Yeyovog Tou amoSelkVUEL TNV TAON
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gvomoinong twv €UPUCTIKWV TEXVOAOYLWV HE €EUTIVOL CUCTAMATA Yyl Tn dnuloupyia
Stadpaotikwy eumelplwy. Idlaitepo evdladépov mapouoialouv Kal ol cuxvol cuvduaopol
BaBbLag pabnong pe emavnuévn/KOVIKN TPAYUOTIKOTATO 000 KAl N MNXAVIKA Hadnon, Katt
mou amnotunwvel tn paydaia Sieicbuon toug otnv YndLakn TOALTIOTIKY EUMELpio T
televutaia xpovia. EmutAéov, mapatnpoUVTaL OTEVEG CUCXETIOEL QVAESO OE TEXVOAOYIEG
UNXOVLKAG HAaBnong (machine learning), veupwvikwv Slktuwv (neural networks), Badlag
nabnong (deep learning) kot oOpacng umoloylotr (computer vision), oL OmMolEG
EVOWMOTWVOVTOL KUPLWG OE TILO TEXVIKEC N} ETUOTNHOVIKA TIPOCAVOTOAOUEVEG EPAPUOYES
(6rmwg avaiuon ekévag, Taflvounon ekBepATWY, avayvwpLlon MPOTUNWY K.A.). ZUVOALKA, O
TIVOKOLG OTTOKAAUTITEL TNV TTOAUTPOTILKOTNTA TwV TEXVoAoyLwv TN, deiyvovtag oTL ota pouoeia
OAAG KOl OUVEPYOTIKA, €vioxUovtag TN

6ev  edpopupolovtal HOVO  UEMOVWHEVQ,

AELTOUPYLKOTNTA KAL TNV EUNELPLO TWV ETILOKETITWV.

Texvoloyia 1 Texvoloyia 2 Zuyvotnta
Artificial Intelligence Augmented Reality / Virtual 179
Reality
Augmented Reality / Virtual Reality Deep Learning 19
Augmented Reality / Virtual Reality Machine Learning 17
Artificial Intelligence Machine Learning 15
Augmented Reality / Virtual Reality Neural Networks 12
Augmented Reality / Virtual Reality Computer Vision 12
Augmented Reality / Virtual Reality Chatbots / LLMs 12
Artificial Intelligence Deep Learning 12
Artificial Intelligence Chatbots / LLMs 12
Artificial Intelligence Generative Al 9
Augmented Reality/Virtual Reality Generative Al 9
Artificial Intelligence Computer Vision 9
Artificial Intelligence Neural Networks 7
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Deep Learning Neural Networks 6
Augmented Reality / Virtual Reality Natural Language Processing 6
Artificial Intelligence Gamification / Interactive Al 5
Augmented Reality / Virtual Reality Gamification / Interactive Al 5
Deep Learning Machine Learning 4
Artificial Intelligence Natural Language Processing 4
Machine Learning Neural Networks 3
Computer Vision Deep Learning 3
Computer Vision Neural Networks 2
Computer Vision Machine Learning 2
Gamification / Interactive Al Generative Al 2
Deep Learning Natural Language Processing 2
Chatbots / LLMs Generative Al 2
Computer Vision Gamification / Interactive Al 1
Chatbots / LLMs Deep Learning 1
Chatbots / LLMs Natural Language Processing 1
Deep Learning Gamification / Interactive Al 1
Deep Learning Generative Al 1
Chatbots / LLMs Computer Vision 1
Machine Learning Natural Language Processing 1
Chatbots / LLMs Machine Learning 1
Generative Al Machine Learning 1
Chatbots / LLMs Gamification / Interactive Al 1

UE pouoeia

Mivakag 3. uxvotnta euPaviong TEXVOAOYLWV TEXVNTAG VOonUooUvVNG o€ apOpa OXETIKA
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XpovoAoyikn avaiuvon

EmumAéov, mpaypatomowndnke availuon twv Sedopévwyv HE OTOXO TNV TapOThpPnon
Xpovoloylkwv tacewv (Mivakag 4). Napatnpeital otabepr; avodog TexVoAoyLwv OMwE n
texvntA vonuoouvn (artificial intelligence)(AR/VR) amoé to 2021 £wg to 2024. Texvoloyieg
OTWG N TAPAYWYLKA TEXVNTH vonuoouvn (generative Al) kat Ta peyaAa YAWOOLKA HLOVTEAQ
(LLMs), énw¢ to chatGPT gudaviletal kuplwe petd to 2022, yeyovog mou emiBefatlwvel tn
VEWTEPLKOTNTA KaL TNV Taxela e€amAwor) Toug ta teAeutaia xpovia. OLTeXVOAOYIEG VEUPWVIKA
Siktua (neural networks) kat n BaBbiwd pabnon (deep learning) mapouoidlouv pikpry aAAd
otaBepr) mopoucia. Ta apbpa ywa 1o 2025 €eival meploplopéva, KabBwg n €psuva

paypatomnolnonke €wg tov AnpiAto tou 2025.

Gamification Natural
Artificial | Generative Computer | Chatbots | Machine | Deep Neural
/ Interactive Language
Intelligence Al Vision / LLMs | Learning | Learning | Networks
Al Processing
r
2021 45 6 1 5 0 12 4 3 1
2022 70 11 3 6 3 9 3 6 2
2023 85 12 2 6 11 6 8 7 3
r
2024 103 15 3 9 10 9 9 11 5
2025 25 8 5 2 2 4 2 3 0
Mivakag 4. Texvohoyleg TeEXVNTAG VONOOUVNG XPOVOAOYLKA
AnoteAéopata

Ano tnv avalntnon mpoékudav 335 ETIOTNUOVIKEG ONUOOCLEUOCEL] OXETIKEC UE TNV
epappoyrn TEXVNTAC VONUOOUVNG OTOV HOUCELOKO XWPOo, dNUOCLEVMEVEG peTaly 2021 kat
Arpiiou 2025. OL TEPLOCOTEPEG AVAKOUV OE TIPAKTIKA cuvedpiwv (46.6%), akoAouBoUpeveq
ano apBpa meplodikwv (43.8%) kat kepaiata BPAlwy (9.6%). H o Stadedopévn texvoloyia
ATOV N YEVIKA €vvola TexvnTtng vonuoouvng (78), n machine learning (53), kat n deep learning
(31). Ocov adopd touc cuvbuacpoUCg Texvoloylwv, mapatnpeitat ott n Al + AR/VR
eudaviletal 27 dopEg, yeyovog ou UTtodNAWVEL TPooTABELEC EVOWUATWONG aAyopiBuwy og

Sladpaotika meptBaiAovta. 2To eMinedo Twv OeUATIKWY KATNYOPLWYV, TA IEPLOCOTEPQ ApOpa
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OUVOEOVTAL PE TN HOUCELOAOYid KOl TNV TIOALTIOTIKY) KANPOVOMLA, EVW OTLG TEXVOAOYLEG
pueyala yAwoolkd povtéla (large language models - m.x. ChatGPT) evtonilovtal Kuplw¢ o€
apBpa ekmalbeuUTIKOU TPOCAVATOALOMOU. TEAOG, mapatnpeital avénon tng XPHong tng
generative Al amo to 2023 kot PeTa, pe éudaon otn dnuloupyia Pndlakng téExvng Kot TNV
ETUUEAEL TIEPLEXOUEVOU PECW aAyopiOUwWY.

Ta amoteAéopata pog deiyvouv OTL N TexvNTA vonuooLvn 8V amoteAel amAwg ULa TEXVLKA
KaLVOTOMla, OAAQ €vaVv OUCLOOTIKO TOPAYOVIO EMOVATIPOCSLOPLOHOU TNG TIOALTLOTIKAG
eunelpiag. EmutAéov, n €peuva umoypappilel tnv avaykn uloBETnNoNng SLETLOTNUOVIKWY
TIPOOEYYIOEWV YlO TIEPALTEPW KALVOTOMIO KOl QMOTEAECUATIKN aflomoinon tng TEXVNTAG
VONUOGUVNC OTOV TTOALTLOTLIKO Topéa. H €peuva mapeExet pot Sopnuévn Baon yla LEAAOVTLKEG
HEAETEG KaL epapuoyEC TTou Ba Baaoilovtal otn CUVEPYATLKN XPron Twv texvoAoylwv TN otov

XWPO TOU TOALTIOMOU.

ZYMNEPAZMATA

H napoloa PeAETN €lXe OTOXO TN CUOTNUATLKA XapToypddnon Twv ePopUOywWV TEXVNTAG
VONUOGoUVNG OTOV HOUCELAKO XWwpPo, £EETATOVTAG TNV EPEUVNTLKA TApAywyr TNG TEPLOSOU
2021-2025. H mo ouxva eudavilopevn texvoloyia eival n emauénuévn Kol ELKOVLKA
TIPAYUATIKOTNTA, KUPLWGE OTOV TOPEQ TNG LouoELloAoyiag, urtodelkvuovtag Tn onpaoia tng wg
Baolkol epyaleiovu ywo T Snuoupyia €UPUBLOTIKWY KoL OLASPACTIKWY EUTELPLWV.
MNapdAAnAa, n TEXVNT VONUOOUVN KOL N MNXOVIKR HABnon oaflomololvial gupéws ylo
OVAAUCH TIEPLEXOUEVOU, TIPOCOPHUOYN EUTIELPLWVY KL QUTOUATIOMOUG. ZNUOVTIKA €lval Kal n
€UPAVION TNG SNULOUPYLKAG TEXVNTHAG VONHOOUVNG OTO XWPO TNG TEXVNG, KUpilwg amo to 2023
KOl HETA, YEYOovOg TOU avtikatomtpilel tnv taxela €€amAwon epyaleiwv mapaywyng
Pndlakov meplexopévou, omwc ta GANs kat ta text-to-image cuotrpara.

Ao TN HEAETN TWV CUVOUACUWY TEXVOAOYLWYV TIPOKUTITEL OTL O TILO CUXVOC KOl EVOELKTLKOG
glval autog petal TeXvNTAC vonUooUvNG Kal €MOUENUEVNC/EKOVIKNAG TIPOYHATIKOTNTAC,
emPBeBalwvovtag TNV Tdon evonoinong €EUMVWY CUOTNUATWY UE ELKOVIKA TepLBaAAovra.
Emtiong, mapatnpeital onuavtikn cuvepyeLa LeTall Babldc pabnong, 6pacnc UTTOAOYLOTH Kall
VEUPWVIKWV SIKTUWV, KUPLwG o€ ePAPOYEG TTIOU OXETITOVTAL UE TNV AUTOUATN OVAYyVWPELON

kal emegepyacia Yndlakol UALKOU.
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Y& Bepatikd eninedo, n HouoeloAoyla KoL N TIOALTLOTIKY KANPOVOULA GUYKEVTPWVOUV TO
peyaAutepo evéladépov, akodouBoUpeveg amo tnv YndLakn téxvn, TNV mMAnpodopLKn KL TNV
eknaidevon. OL meploootepe; texvoloyieg Al edpapuolovral pe otoxo tn PeAtiwon tng
EUMELPLAC TOU ETIOKETTN, TNV €EATOUIKEUUEVN EEvAynon, TNV MApAywyH TIEPLEXOUEVOU KalL
TNV €E0WTEPLKN SLAXELPLON TWV TIOALTLOTIKWY 0PYAVIOUWY. TEAOG, ONUAVTIKEG METABOAEC Kal
VEEG TAOELG TTapaTnpoUvTaL oo to 2023 KOl PETA, E TNV EVIOXUON TNG TTOPOYWYLKNG TEXVNTAG
vonuoouvng Kol TwV HEYAAWV YAWOOWKWV HOVIEAwWV (LLMs). O texvoloyieg auTtég
HUETAOYXNHUATI{OUV OUCLACTIKA TOV TPOTO TAPAYWYNG, EMHEAELOG KOl TTOpousioong Tng
TIOALTLOTIKNG TAnpodopliag, avoiyovtog VEoug opillovTeG yla TNV KALVOTOMIA OTOV XWPOo TwV
HOUOELWV.

JUVOALKA, 1N TEXVNTA VONUOoUvVn avadelkvUETOL WG KOOOPLOTIKOC TOPAYyOvVIOaC
EMAVOMPOOSLOPIOHOU TNG HMOUCELAKNG €EUTELplag, He ocadn TAON TPOC TOAUTPOTILKEG,
SLETMLOTNOVIKEC KOL CULLLETOXLKEG EpapuoyEC TTou cuvduadlouv texvoloyia Kal ToATIopo. H
avAaAuon cUUBAAAEL oTNV KATavonon Tou TPOTOU E TOV OTtolo oL texvoAoyieg Al Slayéovtal
OTOV HOUOCELAKO TOMEQ, aVAOELKVUOVTIAC TOOO TIG TEXVOAOYIKEC TAOELC OCO KoL TN
Slemotnuovikn duon TG OXETIKAG Epeuvag. MeAlovtikn epyacia Ba pmopouoe va emektabel
oe meploootepeg Baoelg dedopevwy 1 va mePAABeL peAETEC TtepUTTWONG oMo GUOLKA Kot

Pnolakad pouvosia.
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