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1.1

Web Processes: Technology-Mediated Communication, Human Interaction, Communicative Relationships, Interactive Web Services, Group Processes, Trust, Commitment, Sense of Community, Identity, Recruitment.

Web Contexts: Companies, Public Organizations, Civic Organizations, Support Groups, Project Organizations, Virtual Teams, Distributed Organizations, Age and Sex of Users.

Web Dialectics: Local/Global, National/International, Private/Public, Face-To-Face/Mediated, Analog/Digital.

1.2 

Human-Computer Interaction; The Psychology of Trust: Risk-Taking and Expectations; Trust, Burn-Out and Job Satisfaction; Human Adaptation In Technological Environments; The Dynamics of Trust In Human-Computer Interaction; User Interface Design, Usability, e-Commerce, Fund Management, Software Application

2.1

Fenfire: Hypertext, Hyperstructure, Information Visualization, User Interfaces, Computer Graphics, P2p, Security, Digital Signatures, Digital Publishing, Xanalogical Hypertext, Permanent Storage, Opengl, Controllers, Typography

2.2

Technology: Java: Distributed Systems,  Visual Constructor Of Scripts,  Feature Extraction &  Classification,  e-Learning Environment

Adaptivity:  Expert Systems,  Multi-Criteria Decision Making,  Item Response Theory,  Data Mining

Psychology:  Multidimensional Data,  Cognitive Processing,  Personalization,  Netexperimentation,  (E)-Learning Disabilities

2.3

HCI and Usability, Learning and Transfer, Cognitive Engineering, Mental Content and Representations, Complexity, Consumer Psychology, Marketing, Preference, Attachment and Commitment 

2.4.1

E-Learning, Virtual Learning Environments, Learning Processes, Collaborative Learning, Innovative Pedagogical Practices, Digital, Portfolios, Ict In Childhood Environments, Authenticity, Design And, Evaluation Of Virtual Learning Environments, Digital Learning Material, Awareness and Reflection Tools Of On‑Line Communities, Computer‑Supported, Collaborative Learning (Cscl), Computer‑Supported Co‑Operative Work (Cscw), Knowledge Management, Tacit Knowledge, Distributed Expertise, Learning At, Work, Career Development

E-Learning Contexts: Learning At Home, At School, At University (E.G. Virtual University), At, Work Or On The Move

2.4.2

Data mining, knowledge discovery, visualization and interactive analysis, data acquisition, questionnaire, usability, robust statistics, projection pursuit, GUI
3.1

Industrial ICT & PaperICT, Semantic Web, Intelligent Agents, Knowledge Management, Data Mining, Knowledge Discovery, Virtual, Reality and Collaborative Modelling, and Design, Peer-To-Peer, Embedded Systems, Wireless Networks

3.2

P2P, M2M, Information diffusion, Chedar (A Cheap Distributed Architecture), Mobile Computing, Java, Datafusion

3.3

Quality Of Service Mechanism For Ip Services, Multimedia Service Aggregation Based On Quality Of Service (Qos) Descriptors In Edge/Core Media Servers For Optimum Performnace and Reliability.  Qos Mechanisms Based On Multiprotocol Label Switching (Mpls) Streamlining and Provisioning Of  Differentiated Services Granular Traffic Subject To Service Level Agreements (Slas).

Qos For Media Streaming (Latency/Throughput).   Ip Streaming Of Differentiated Service Into Dedicated Aggregated Classes.

Service Encapsulation For Qos Class Translation.  Long Term Service Pattern/Class Estimation.  Service Aggregation Of Mobile User Populations.  Dynamic Competition Under Resource Constraints. 

3.4

Ad Hoc Routing: Protocols Comparison, Equilibriated Routing, Simulation, Performance Evaluation, Variational Inequalities: Theory and Properties, Iterative Solution Methods And, Their Properties, Multiparameter Optimization: Traffic, Energy Consumption, Delay, Path Length, Genetic Algorithms: Use Of Genetic Algorithms In Communication Networks And, Applications

4.1

New Business Models In Wireless Network: Models For Faster Diffusion, Critical Mass, Willingness To Pay From Mobility, Bundle Strategy, Innovativeness, Revenue Sharing. 

Mobile Banking: Mobile Payment, Innovation Diffusion, Technology Adoption, Triggers For Faster Diffusion, Relative Advantage, Compatibility, Complexity, Trialability (Divisible), Observability (Visibility).

4.2

Seamless User Experience: Usability, Electronic Environment, Customer Loyalty, Mobile Internet, Perceived Service Usability, New Electronic Channels

Aging Consumers: Mobile Service Usage, Technology Perceptions, Aging As Innovators, Future Possibilities, Mobile Phone Usage, Needs, Adoption Barriers

