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IIpoocwmikd Xtotyeia

« I'vwotiké Avtikeipevo: Avamtuén Hiektpovikov Moy vididv ko Epfoywon Xapaktipwv

« Epevvnuikd Evwaxgépovra: Game Studies, Epmeipio Xpriotn/Iaiktn (UX/PX), Eppuvbiotikég Te-
xvoloyieg (VR/AR), Game Education, Character Animation.

o Axodnpaixn Annxnon: 542 Etepoavagpopéc, h-index: 11, 110-index: 11 (Google Scholar).
« Huepopnvia T'évvnong: 07 Iovviov 1978 | Tomog: Tpimodn, Apkadia

YX0vtopo Broypagiko npeiopo

O Ap. Avaotdoiog Oeodwpdmoviog eival Enikovpog Kabnyntic oto Tpnpa Hapactaticdv kot Prero-
KoV Texvov tov Havemiotnpiov IleAomovviicov, 6mov Si8GoKEL KoL EPEVVA GTOVG TOHELS TG AVATTTUENG
YneLokdv oy vidLodv, Tov epPubloTikdY TexvoroyLOVY, TNG aAAnAemtidpacng avlpdmov-punxavig Kot
NG PP WoNG XapakTnpwy ot Yneraka reptBaAilova. To SL8akTIKO KOl PELVTIKO TOL €PYO ECTLA-
CeL onv avamtugn video-games kot 6TLG ONILOVPYLKEG EQUPLOYES TMV UNYAVIGHGV TTatyvidlov (game
mechanics) otnv ekmaidevon, Tnv eicovikr] TpoypatikdTnTe Ko Tig téyves. H Sidaktopukr tov dia-
pLP1] apopovoe kouvotodpeg pebodoroyieg Sidaokariog kot T Xprion PnELaKOV oL vidLodY Yo Ty
EKHAON O apXDV TPOYPAUHATIGROD, EVH GTO TAAIGLO TNG HeTASSaKTOPLKTG TOVL épevvag eEetdLkedTn-
K€ OTNV vAITTLET e€ATOPLKEVHEVOV TToY VISLOV Yio TNV LITOGTHPLEN TNG LITOAOYLOTIKNG OKEYNG. Qg
emoTNHOVIKOG ovvepydtng tov HCI-VR Lab, cvppetéyel oe epevvntiké épya mov e€etalovv tn oxéon
Texvoloyiog, epmelpiog XprioTn KoL TOALTIGHOD, péca ad TO MPIoPK TV YNPLAKOV TOLYVLOLOV, TNG
Swadpaotikic apriynong kot tng kaAlitexvikig ékgppaong. Exel ovpPfarer kabopiotikd ot dnpovp-
yia kot avémtugn g Stadpaoctikic vtodopric MobiCAVE, evdg @opntod cuvotripatog epPfubiotikig
ELKOVLKT|G TLPOLYHOATLKOTNTOG, OXEOLOHEVOL ELSLKA YLt TH) HEAETT) KoL TTOLPOLGLOGT] YNPLOKOV T vi-
StV pe otoyelor COPATIKNG 0AANAETIOpAOTIC, APTIYNONG KoL TopaoTaTIKOTNTAG. AloBéTel ToAveth
epelpior otn ddackarior pabnpartwv ITIAnpogopiing kat poypappatiopod (amd o 2006), oe diogpo-
PETLKA NALKLOKE Kol TTOALTIoMIKG TteptPadiovTa, eved éxel StokplBel pe pobntég tov oe eBvikoig kot
diedveig Saywvicpotg oxediaapot Ynelakov oy vidiov. Ta teplocdtepo omtd déxa xpovia v pée
evepyo pérog tng mpwrtoPovriag EU Code Week, wg EOvikog IpesPevtiig, mpowbdvtag tn dnpovpyt-
kn Sdackodia TOL TPOYPOPUATIONOD PEGW TToXVISLOV Kot Stadpaotik®v dpaotnplotritwv. Exel emt-
PAéPeL ko cuvemIPAEPel TTUXIOKES KoL LETATITUXLOKEG EpyOTieg oTOVG Topelg Tov game development
KoL TNG epPOywaong yapaktnpwv, pe epyodeia 6mwg Unity, Ren’Py, Godot xou Maya. Ta epevvnti-
K& TOL evdlapépovta mepAapPdvouy TNV avamrTuEn YneLak®v oy vidiodv, T HEAETH) TNG epRmeLplog
TOU TTAlKTN-XPNOTH, TNV EPYOXWOT YNOLOKOY XOPOKTHpwVY, TNV ektaidevon pe moyvidia, Tig Stcuv-
d¢éoelg VR kau performance, kaBdg ko TG TOMTIGHIKEG EQOAPHOYES SLadpaoTikdV ko epfubioTivodv
texvoloylwv. Exel dnpocietoel oe Siebvr) meplodikd ko cuvédpLa, evd SpacTnpLlomoLeitol WG cLVTR-
KTNG Ko empeAn TG o€ £ykupeg diebveic emotnpovikég exdooeig. Eivou pédog twv opyoviopodv ACM,
SIGCHI (ko CHIGreece), SSIGGRAPH, SIGCSE, DiGRA (kat tov A.X. tng DiGRA CEE), IGDA «a ASIFA
Hellas. Tov OxtoPpro tov 2024 cuvdiopydvwoe, pali pe tn Ap. EAiva Powvidtn, to diebvég ouvédpro
CEEGS 2024 oto Navnio pe Bépa «Reimagining Games, Art, and Performativity», eotidlovtag otig

dnpovpykég SlaoTavpdoelg HeTaED oy viSLdV Kat TEXVNG.



Ymovdég

+ 2020 | Postdoc - Metadidaktopikn Epevva
Havemortruo Iedomovvijoov, Tuhua ITAnpopopixkric & ThAemkovwviddv, Epyactiipio HCI-VR.
©¢po: «Designing a smart system for identifying personal learning characteristics in digital games

that promote Computational Thinking». Epevva otnv mteproxn twv ¥neiakodv Hayvidiov.

« 2017 | PhD - Awdaktopucd Aindopa
Havemoriuio Helomovvijoov, Tutjpa ITAnpopopixtic & TnAemikotvwvidv.
Oépa: «Framework for the effective implementation of alternative teaching methods for Informatics».
H épevva eatiaoe otn dnplovpyla evOg TAALGIOU YL TV KITOTEAEGHATLKT EPAPHOYT] EVOAAXKTLKOV
pefodwv didaokariag, pe Wiaitepn Eppact ot Xpron YneLak®y Toyvididv wg epyoieinv eEarto-
pkevpévng padnong.

« 2010 | MSc - Metantoyxiakd Aintdopa otny [IAnpogopikn
University of the West of Scotland (UWS), Computing and Engineering School.
Tithog Sumdwpatiknig: «A study on ICT in the Greek Secondary Education of Arcadia prefecture».

« 2004 | BSc - Baowk6 ITtuyio Mnxavikod Avtopatiopon
ATEI Iewpouc (vov Havemorhuo Avnikric Attixig), Xyodn Teyvoloyikav Epappoydv.
Tithog Sumdwpatikig: «To apdv kat To péAAOV TNG KUPEAWTNG TAEPOVIAG>.

Adaktikn Epnerpia

Tprrofabpia Exnaidevon & Akadnuoaikn Atdaockalio

+ 2022-ZnRpepa | Enikovpog Kabnyntng (enti Onteia)
Havemoriuio Ielomovvijoov, Tutjua Hoapactatikdv kar Ynewakaoy Teyvdv (NavmAio).

Avtodtvopn didackario kot €€ 0AokApov avamTLEn ekmaidevTikoD LALKOD oTor podrpoTo:

- Yxedraopog kot Avamtuén Ynoewakov oty vidiov: Apyéc oxedionopot (gameplay mechanics,
aprynon) kot poaktiky epappoyn (Unity, Godot, Ren’Py).

- AvOpwmog & Mnxavi: Apxég HCI ko oxedacpog @uiikdv Stemapav.

- Ewovikn Ilpaypatucotnta: Yromoinon epfubiotikcdv epappoywv (VR) oe moryvidix ko téyveg.

- Ynewakn Texvoroyia kot Eppdxwon Xapoaktipwv I: 2D animation, storyboarding, texvikég
agrynong.

- ¥newakn Texvoroyia kot Epypoxwon Xapoaktipwv II: 3D animation, kivnon, ékppacn nmpoco-
70V, Sadpactikd mepLaiiovia.

+ 2019-2021 | Akadnpaikog YroTpopog
Havemortruo Iedomovvijoou, Tutjua Hapaotatikaoy ko Yneaxdv Teyvov.

Adaoxkalrio: Ewoaywyn otnv Texvoloyia, Eiloaywyn otig Idokatackevég (Arduino/IoT), Empéleio

Pnoakodv ExkOécewv & VR, AvBpwrog & Mrnyovr, Etcovikr Ipaypoticdtnta L.
+ 2024-2025 | Avdaokalia oe [IME
IIMX. «Emotrjun Yroloyiordvs (Turua ITAnpopopikrc): Mabnpo «Avamttugn Hepieyopévouv Egappo-

yov & Moy vidiov».



IIMZ. «Anpovpyixr I paprj, Oéatpo kot IoMtiorikég Biopnyavies» (Turnpa Ocarpixdv Xmovddv): Avahé-
Eeic yio Texvntr) NonpooOvr kot Aoyotexvikr Tpopr) pe Al

2012-2020 | Atoon&oeig ot [avemothua (Epyactnproké ‘Epyo)

Havemortruo Iedomovvijoov, Turua ITAnpopopixric ko TyAemikoivawvidv.

Yrootipin ota pobrpata: Mpoypoppatiopdg I & I, Avtikeyevootpepnig [poypappatiopog, Aud-
dpaon AvOpomov-Mnyavig, Ewovikr Ipaypatikdtnta. Zuvvtoviopdg tng «Exbeong tov CERN»
otnv TpimoAn.

Agvtepofabpia & MetadevtepofaOpia Exnaidevon

2005-2021 | Movipog Extandevticog ITAnpogopikng: Yrovpyeio Hawdeiog (AtevBuvon Apkadiog).
Adaockohia pe Eppoon otny odyoplbpkr okéymn kot Tov poypoppatiopd (AEIII).

2017-2019 | Zvvtoviotng ITIAnpogopikng: Mélog Kevrpikng Emtponng EEetdoewv 590v Babpolo-
ywo0 Kévrpou (TpimoAn).

2010-2012 | Texvikog Ynevbuvog KEITAH.NET. Apkadiag: Texvikr vrootiplEn oxoleinv kot
ovartuén Aoylopkod A.AE.

2004-2006 | Ekmadevtng IEK: Adackario o dnpooia IEK Attikric (ITAnpogopikt}, Avtopaticpot,

Alktoa).

Empopewtikd Epyo

2020-2021: Empoppwtrg IIAnpogpopikrg (AIIO) otny €€ amootoewg ekmaidevo.

2018-2019: Empopowtig B’ Emunédov (av. Hehomovvricou - ITAKE) oe ¥noiaxd Havyvidio ko
Awrywviopotg ITAnpogopikic.

Enifieyn IHroxiakov, Aumdopatikov & Atdaktoptkov

EnifAeyn Adaktopikov Awxtpifov

MaAtétov Aéomowva (Yroyneia Adaktwp, Tpipa ¥netoxdv Zvotnpdtwv, Hovemotripo Iedo-
movvrjoov): Mélog TpyeAotg ZvpPovievtikrig Emitpomnrg.

Oépo: «XOyyxpoveg exkmondevtikég péBodot e T YprioT TOAVHEGLKOD TTEPLEXOHEVOL ETTALVENHEVNG KOl
ELKOVLKTG TTPAYHATIKOTN TG 0TV TTPOTOPGOL ekmaidevomn».

Yrvpomovlov EAtooafet (Yroyneix Awdaktwp, Tuqpe ¥neokdv Zvotnpatwyv, Havemotipio Ile-
Aomovvrioov): Méhog Tpyehovg TuppovAevtikng Emitpornrs.

Oépa: «H didackaria (epappoyr) kot akloAdynon) tng NeoeAdnvikng I'Adooog otn Asvtepofb-
po Exmaidevon ooppwva pe tig apxég tng Atapopomonpévng Adackadiog pe T xprion YneLokov

epyoreiov kabodnyoduevr amd dedopévors.

Kovyrovpt{oylov I'ewpyrog (Tpipa IIAnpogopikic & Tnemikowvwviov, Hav. Ilehomovvricov):
Mélog Enttaperote E€etaotikrig Emtpomic.

Oépo: «Serious Game Simulator for Ship Evacuation purposes».

Popna TCévn (Tpnpo [IAnpogopikric & TnAemikowvwviov, Iav. Ilehomovvricov): Mélog Emtopue-
Movg E€etaotikng Emtpornrc.



Oépa: «Nano-Games for Cultural Venues».

+ Hanadoywavvng HAiog (Tpripa IIAnpogopikng & TnAemikovwvidv, Iav. Iledomovviicov): Mélog
Entaperotg EEetaotikng Emitpornrg.
Oépo: «Educational Data Analysis».

« YaAtanida Zrnupidovia (Tpnpa Oeatpikdv Zmovddv, lav. Iledomovvcov): Mélog Entaperoig
Etetaotikng Emtpornrg.
Oépo: «Ancient theatre and digital environment - Designing a museum device for the ancient theatre

of Argos».

« NworakomoVdov BaoiAkn (Hlavemiotpuio Aryaiov): Méhog Entapelotdg E€etaotikng Emitpomnic.
Oépa: «(Co)Designing Mixed Reality Experiences for the Enrichment of Intangible Cultural Heritage

in Museum Exhibits: Conceptual Framework, (Co)Design Methods, and Case Studies».

« Zé¢otag Opéotng (Tunpa IIAnpogopikric & Tniemkowvwvicv, Iav. Ilehomovviicov): Méhog Enta-
pelotg Eetaotikng Emitpomnic.
Oépa: «Computer Vision Based Rehabilitation and Motor Function Assessment with Clinical Study
and Validation for Upper Limb Recovery in Post Stroke Patients».

o Anuntpoding Mavoing (Tpfpa ITAnpogopiing & TnAemikowvwvidv, lav. [ledomovviicov): Mélog
Entaperotg EEetactikng Emitpornrg.

Oépo: «Educational Robotics as a Tool for the Development of Collaboration Skills».

ITtuxwakég Epyaocieg - Akadnpaiko ‘Etog 2024-2025
+ Ewovikn Ipaypatikotnta otnv Exnaidevon Eneiyovoag Iatpikng (Toaptodin B., ZovpAia E.).
Avamtugn epappoynic VR yua exmaidevon o oevapla ieong.

« YxedraCovrag Ynerakég Epnepieg Xaldpwong: Avantoén Cozy Game oe Pygame (AmoctoAi-

dov X.). Exediaopog oy vidiod eoTIALOVTOG GTNV ATHOGPALPAL.

+ H Zoypagpikn ot nepifpairov VR wg anewcdvion tng totopikng nerpateiog otig KukAddeg
(Mmappmapriyov M.). Zuvdvacpog (wypagikig kot 3D meptparioviov.

+ Metagpopd Awedrastatov Animation e VR: EpyaAeia kot Texvikég (Evpewvidov X.). Evowpd-

twor 2D animation oe VR.

IMtuxwakég Epyacieg - Akadnpoiko ‘Etog 2023-2024
« YrnootnpiCovtag tn dradikacia avantving ¥nerwokov Ioaixvidiov pe tnv Texvnti Nonpooo-
vn (BpéAing X.). Xprjon GenAl oto Game Design.

+ Mirror: H apriynon evog épyov péow AR pe tn copfoAn tov Animation (Ilamd P.). Apnynpoatikn
epmelpia AR.

+ Zxedraopog Xapaktnpwv ot Bivteomonyvidia (IIpodtoov A.). Awxdikasio Character Design

ostd To concept 6TV vAOTOLNOT).

« Aivovtag {1 oto privopa: ‘Epguva tov Animation otn Staprpion (Awkvou B.). Enidpaomn animation

otnv Yuyoloyio KaTavaAWTY).

« Epgpoxwon xapaktipwv ota frvreomaryvidia (Priinmov A.M.). Egappoyn twv 12 apxdv animation



o€ gameplay.

ITtuxwakég Epyaocieg - Akadnpaiko ‘Etog 2022-2023

Yxedroopog kar avamtuén Ppevdo-tprodidotatov oty vidiov ot Unity pe avTimoAepikd pnvo-

pata (Eeupakng M.). 2.5D platformer pe kowvwvikd pnvopato.

Voidborne: Xxedraopog kot avantuén 2A oy vidiov mepinéteiag pe pixel art (Baoireddng B.).

YAomoinon oe Godot.

Tprodidotatn ewcovikn nepuiynon: 360 Pivreo yio to IToAepikd Movoeio NowmAdiov (BAoydn
X.). Hapaywyn ogaipikod Pivteo.
Monyviwdeig aAAnAemidpaoelg: Pnerako kot guoiko moyvidl (Kowotomodrov K.). YBpidika

noyvidia pe Arduino ko Unity.

Yxedraopog kat AvantoEn Ynerakov Apnynpatikod IHawxvidiod (Malapdxn X.). Visual Novel
e xprion Ren’Py.

Epyaciaxn Epnepia

2005-2006 | TIM EALGg TnAemikovwvieg (AOnva): Human Resources, Quality & Security. Ymo-
otpiEn ovotnpdrtev HRIS, éheyyog motdtnTog Kot acparelog Sedopévmv.
2004-2005 | Daltec AE (AOnva): Texvikog-TIpoypappatiotig. Avamtugn Aoyiopko (firmware &

software) yio pnyavrpato Ynelakodv ekturdoewy kot CNC.

2004-2005 | OAvpmiokoi Aywveg AOHNA 2004: Mnyavikog ITAnpogopikrig (Venue IT, EAAnviko).

YrebBvvog Sukctdov Admin, eykatdotact kot Stoyelplon cLGTHHATOV AoPAAELOC.

Awoikntiko ‘Epyo & Akadnuaikn vveicpopd

Mavemotipo [Iedomovvioov & xoAn Kalwv Texvaov

Emtponny ¥nerokng Atakvfépvnong: Zuppetoyn 6To oxeSlopo NG Ynelakng STPATNYIKNG.
Emtpornn IotooeAidwv: [apakorotOnon avaPabpiong .otoceMdwv THNHATOY Kol WOpUHATOC.
Emutponn Ipaktikng Acknong: Taktikd Mérog.

Emtponég Atxywviopmv: Mélog emttponodv dievépyelag kot aEloAdynong.

Koopunteia TxoAng Kaddv Texvav (2024-Inpepar): MéNog, cUppETOYT] OTOV OTPATNYLKO o)edia-
Opo.

Emitponn Ktnpiov «Kanvoamodnkeg»: XxeSlaopog HeTAOTEYROTG, KOTAVOUN XOPWV.

YrnevOvvog ITupacearerag: Appodiog yia Bépata acpaAelog eYKATOOTACEDV.

Tunpa Hapaoctatikov kot ¥Ynerakov Texvov

AvaBedpnon IIIXE: Kevrpikdg porog oty Emrponry Odnyod Emovdev (avadiopdpenot) padnpd-
TWV, CUYYPAPT] 0dNYOV).



ITiwotomoinon IIIIYE (EOAAE): Suppetoxr) oTnv TPOETOLUXGIot QOKEAOV, OTPATNYLIKOD o)ediov Kot

TOALTLKOV TTOLOTNTAC.
Emitponn EEomtAiopon: Kataypagr avoyk®dv ko Texvikég mpodioy poupég.
Kavoviopog Ituxiak®dv: Zuv-dioapopenot mtlaiciov kot Ynelakot amobetnpiov.

Egwotpépera: Awayeipion totooedidog kot social media.

Opyavwon Zvvedpinv

General Chair - CEEGS 2024: Emikepainig opyaveTikng emttpomng (70+ opuAntég, 18 xmpeg).
HCI-VR Laboratory: AvastAnpwtng Emiotnpovikdg YrevBuvog, cuvtoviopdg épyov MobiCAVE.

Aouég Avopyavwoeig: Zopmooto «Iavvng Eevakng», Hpepida Video Game Production, ExdnAwon

Marvin Carlson.

Emotnpovikd & Epevvntiko ‘Epyo

H epevvntikn pov dpaotnploTnTa eMIKEVIPOVETAL KUPLOG OTLG TEPLOYES TOV PLvTeomayvidiodv Kol

TV epPubLoTKdV TEXVOAOYLOV, péca atd ToV eLPLTEPO XWPO NG Aukdpacng AvBpwmov-Ymoloyloth

(HCI). 2t6x0g pov eival 1 60veom NG TeXVOAOYIG e TNV TEXVT), TOV TOALTIGHO KoL TNV ekmaidevor,

oVOSELKVDOVTAG TH SUVOHLKT TV YNPLOKOV TTOLY VISLOV KoL TV SLAdPOGTIKOV TEXVOAOYLOV GE QUTR

ta media, pe Wiaitepn éppact oo e€ng:

Yxedroopog kot Avamtoén Ynerakov IHawyvidiedv: H épeuvd [Lov eMKEVTPOVETAL TNV KATOVO-
10T KOL TNV EQAPHOYT] TPOTYHEVOVY UNXavicpoV gameplay, otn dnpovpyia maryviddoug meplexopLé-
VOU Kol 6TV avartTuén oy vidiov pe évtova epPubioticd yapaktnpiotikd. Eiwdikotepa, diepeuved
OGS T Prvteomayvidia pTopodv v oxedLaoToOY MOTE Vo eVIoYDOOLY TNV EUTELplaL TOL XPHOTH,
TPOCPEPOVTUG TOVTOX POV EKTTOUSEVTIKY, TTOALTIOTIKA 1) YUXXYWOYLIKE 0QEAT). MeAetd TIg Paoikég
apyég Tov gameplay design, 0mwg 1 dnpovpyio pnyovicpov mov e€acpaiilovv diapkr) alAnie-
nidpaot kot evBappOVOLY TN GUPHETOXT TOV TToikTr. XXeSLAlw Kol avoTTOOG™ HIXOVIGHOVG OV
EVOWHATOVOUV XXPAKTNPLOTIKE OIS 1) GTPATNYLKT 0KEYT), OL TTPOKANGELS, 1) TPOOSOG KAl 1) LV TOLOL-
Br}, oe UVOLAGHO e TNV LETOPLN KoL TOVG XOXPAKTHPEG TOL TTolY VISLOV. AUTEG OL TEYVLKEG ETLOLOKOLV
vou SMULOVPYTIGOLY HLoL SUVOLKT] ERTTELPLX YLOL TOV XPTOTH, 1) OTTOL0L TTPOCOPHOLETAL OTLS ATTOPAOELG
Tov TaikTy ko e€edicoetan avdhoya pe TNV adAnAenidpoaon mov éxet pe to mepparrov ([J7], [C11],
[C13], [C15], [C18], [C20], [C21], [C22], [C23], [C24]).

Epnepia Xpromn/Haiktn: Ectidlw otn povrelonoinon tng eumelpiag xpnoTov KoL TOLKTOV, K-
Bg ko ot dnpovpyia epLeXopévou oL TPOCAPHOLETAL OTIG AVAYKES SLUPOPETLKOV TTPOPLA Xp1)-
otov. H épevva pov emkevrpdvertal ot Pedtioon tng aAAnienidpaong pe StadpaoTiké cuoTHHATH
KoL Prerockd oy vidia, pe otdX0 TNV eEATOPIKEVOT) TWV EPTIELPLOV Ko TNV evioyvon Tng epfodionc.
Atepevvd oG oL xprioteg aAAnAemidpovv pe to Yook meptBdAlovra, Aoppavovroag voyn Tig o-
VAYKEG, TIG TPOOdOKieg KAl TIG TTPOTIUNoELG TOVG. EoTidlw emiong otnv avamtuln texvikodv kol epya-
Aeiwv ov PEATLOVOLV T GUHHETOXLKOTNTA, KOAOLGTOVTOG T T VISLOL TTLO TPOGLTA KL EAKVGTLKG
yia Swapopetikég kartnyopieg mauktodv. Edikdtepa, e€etdlw tn xprion dedopévwv GUUTEPLPOPAS YL

1 dNpovpyiot SUVUULKOVY PNXOVIGHOVY TTaLy VLoD oL TPocapprolovTaL GTOV TaiKTH), EVIoYDOVTOG



TNV epmelpio HEGW TTPOCAPHUOCHEVOV PN YNHATIKOV YPOHPIOV, TTPOKATCEWV KoL TPOTWV aAANAeTi-
spaong ([J3], [J9], [J11], [J14], [C10], [C12], [C15], [C16], [C21], [C23]).

Eppoyxwon Xapaktnpwv: Meletd tnv Texvikn kot KOAATEXVIKT TAEVPE TG EPRPOXWONG XOPOKTH-
pwv oe mayvidia kar StadpaoTikd mepaAlovia, eoTIAlOVTAG OTNV EVOOUATWOT] OLPTYNHOTIKOV
oTOLXELWV KL PEAALOTIKOV KLVHGEWV TTOL eVioxVoLV TNV eufivbion ko tnv aAAnienidpaor pe tov
xpriotn. H épeuva pov emikevipdvetal ot Snpovpyia xapakTipwy ov dev elval HOVO OTTIKA pea-
Mo TIKOL, AAAQ KOl GUHITTEPLPOPLKK TTELGTIKOL, OO TE VO AVTATTOKPLVOVTOL SUVOHLKG OTLG EVEPYELEG KL
TIG WTOPAOELG TOV TOUKTI). 2TV £PEVVA HOU, X0 CUHHETACYEL OTNV OVAITTTLEN EpYOAEi®V KaL TEXVL-
KoV yioe N fertioon tng aAAnAenidpaong HeToED XApAKTHPWV KoL TTOULKTOV, e GKOTO TNV eviayvoT)
NG CLVALCONUATIKNG COVIEGTG KOl TNV EVEWHATWGT] TOL XAPAKTH PO GTO QPN YTHATLIKO GOV TOU
mayvidiov. Eotialw emiong otnv avamtuén kot epoppoyn pefoddwv mov emTpénouy T peaAloTIKT
KLvNnoT Ko EKQPacT) TV YUPUKTHPOV, X PTCLLOTOLOVTAS TEXVOAOYLEG OTWG 1) KivnoT Hécw OKEAETL-
KOV GUOTNHATOV KOL 1] AV VOPLOT] TOL TOUKTN HEGW TEXVIKOV HXovikig padnong. H dovAeid pov
OTOXEVEL VX TIPOCPEPEL GTOVG TALKTEG TTLO TAODGLEG Kol ALOEVTIKEG epTTELpleG, OTTOV OL XXPOAKTIPEG
dev elvou oA omTikG ototyeio, aAAG evepyd pépn TOL KOGHOL TOV TTALXVIOLOD pe SUVOHLKES aVTL-
dphoelg mov evioyvovy v aicbnon tng cAANAemidpaong KoL TNG TPOYHOATIKTG CUHHETOXNG OTO
ymoaxd oopmav ([C1], [C17], [C20], [C22], [C23], [C24], [C26]).

Ma&bnon péow ¥nerakoav oty vidiov: Ztnv épeuva Hov, £Xw EGTIAGEL TN XPTOT) TOLYVISLOV YLo
NV eKPAON G TPOYPAPPATIGHOD KoL TNV evioyvon tng dnpovpytkdtntag twv padntov. Exw ovp-
HETAOGYEL OTNV AvATTTUEN oY VISLOV eKPAONONG TTPOYPAPHATIOHOD, T OTTOLAL TTOPEXOLV TTPOKTLKEG
OCKTOELG KAL GEVAPL TTOL EVOWHATMOVOLV TIG PACLKEG OPYES TOV TTPOYPAUHATIGHOD pe StookedaoTL-
K0 Ko SLad pacTIKd TPOTO, TPOTAPHOGHEVR GTIG AVALYKeG TOU kdtBe pabnTr kot Twv padnolak®dy Tov
xopoxtnpotikodv ([T3], [T4], [C2], [C5], [Cé6], [C8], [C9], [BC1], [BC2], [C8], [J11], [C20]).

Eppodiotikég Texvoroyieg (VR/AR): Eotialw otn xprion g Ewkovikng Ilpaypatikotntog (Virtual
Reality - VR) kot tng Emavénpévng paypatikotnrog (Augmented Reality - AR) yio i dnpovpyi-
o SLAdPOCTIKOV EUTELPLOV TTOL EVIGXVOUV TNV aprynot), Tnv téxvn Ko tnv ekmaidevor). H épeuva
pov e€etdlel TAOG oL TeXvoloyieg avTég propovv va alomonBoidv yio v avamTuln véwmv popeov
ELKOOTIKNG EKPPOCTIC, EKTTOUSEVTIKMOV EPYOAELWV KO KXAALTEXVIK®OV £pywV TOL GLVILALOLY TNV Te-
xvoAloyia pe SnpLovpyLkég TPooeyYLoeLs, TPOoPEPOVTOS KOONAWTIKEG EUTTELPIEC GTOVG XPNOTES. ZU-
ykekppéva, £xw diepevviioeL n xprion g AR yia tnv ekpdOnomn mpoypoppaTio o, avatTOcoovTog
SLodpaoTiKég EPaPHOYEG TTOU ETULTPETOLY T1 PLOPKTIKT KATOVOTOT) @ prHévev evvoldv. TTapdAin-
Ao, eaTLalw ot dnpovpyic epPubioTik®V KaAATEXVIK®OV TEpBaAlovTwy pécw VR, 610ov oL xprioTeg
prtopovv v adAnAemdpaoouy pe Ynorokd meptBailova ko yapaktrpes. Evdiagpépopar diaitepa
yla tn obvdeon tng VR kot tng AR pe tnv aprynon, e€etalovrag g propovv va dnpovpynboidv
Sradpaotikég totopieg mov epmAékovv duvayukd Tov xpriotn ([J8], [J10], [J13], [C16], [C19], [C20],
[C25]).

Adpaotikég Texvoloyieg otig Téxveg kot Tov IToArtiops: Meletod ko a&lomolsd dxdpacTti-
Kég TeXVoloyieg, pe Wiaitepn Eppoot) ot XPNoT YNeLokdY oy vididv Ko KLvobpevng YneLaknig
QVOTOPAGTACTG YO TNV TPODONOT TNG TOALTIOTIKAG KA POVOULAG KOL TNV EVOWUATMOOT KOUAALTE-
XVIK®OV Ttpoktik®v. E€etdleton o TpOmTOg pe Tov omolo ta oy vidia kot oL texvoAoyleg epbywong
XOPOKTHPWOV HITOPoDY va arvadel€ouy TOMTIGULKE OTOLYELR, VO HETASDOOLY APTYT|OELS TTOV CLVOE-

ovTalL e TNV LoTopia, TNV TEXVN Kal TIG Topadooels, aAAd KoL va evicyboouy v epufvbion kot T



SradpaotikotnTa oe ekmotdevticd kot Yoyaywyukd mepariovta ([J5], [J10], [C12], [C15], [C16],
[C20], [C24], [C26]).

Xpnuatodotovpeva Epya

« HCI-VR Lab (2023-Zfpepa): Avarinpwtrg Emtotnpovikog YrevBuvog,.

+ IMAGINE-MOCAP (2023-Enpepa, EAIAEK): Epevvntrig (Game Studies, Animation).
« OPAMA (Z¢ e€éMEn, XEA): Epevvnrrc.

« MobiCAVE (2022-2023, IIEII/EU): AvanAnpwtrc En. Yretbuvog (VR CAVE).

+ CrossCult (2014-2017, Horizon 2020): Epevvntrg (IIoAiTiotikn kAnpovopid).

Kputng & EmpeAntig oe Aefviy Emotnpovika Ieproduk & Zovvédpra

Svppetoxr) wg Kpurrg oe Emotnpoviké Ieprodikd ko Zuvédpa. Exw molveth epmeipia wg kpLtig
oe d1ebvr| emoTnpovIKA TEPLOdIKE Kot UVESPLAL, ELOAOYOVTOG APOpOL KoL EPELVTTIKEG EPYOLTILES TTOV
QPOPOVLY GTOVG TOUELG TV YNPLIKOV ToLY VISLOV, TNG eKTToLdELTLKNG TEXVOAOYinG, TV epfubiotikedv
TEXVOAOYLOV KO TNG SLAdpaong avOpdTov-UnyoviG. ZUYKeKPLUEVA, €W CUVEPYNOTEL HE:

Aredviy Emotnpovikd ITeprodika:

« IEEE Transactions on Education (ToE), IEEE Access
 Education and Information Technologies (EAIT), Springer

+ Behavior and Information Technology (TBIT), Computer Science Education Journal, Computers in
Education (JLCE) - Taylor & Francis

« Journal on Computing and Cultural Heritage (JOCCH), ACM
« International Journal of Child-Computer Interaction (CCI), Elsevier

+ Education Sciences Journal, Sustainability Journal, Virtual Worlds Journal (Topical Advisory Panel),
MDPI Applied Sciences, MDPI Education Sciences - MDPI

+ Research and Practice in Technology Enhanced Learning (RPTEL) Journal
« Arts & Communication Journal
AreBvn Xovedpra:
« EDUCON Conference, EDUNINE Conference, IEEE VR Conference - IEEE
+ SIGCSE Symposium, ITiCSE Conference, Designing Interactive Systems (DIS) - ACM
» ecoMEDIAeurope Conference
« European Conference on Games-Based Learning (ECGBL)
Ewdwcég Xuvepyaoieg:
- Frontiers in Educational Psychology (Editor)
« Springer Book Proposals (Kpttrg BipAicv)

+ Special Issue Call for Papers - Advances in Transmedia Character Personality Design - Scientific
Committee https://ejournals.epublishing.ekt.gr/index.php/AFIMEC/announcement/view/
471


https://ejournals.epublishing.ekt.gr/index.php/AFIMEC/announcement/view/471
https://ejournals.epublishing.ekt.gr/index.php/AFIMEC/announcement/view/471

Exdotikd Zopfoviia & Poror oe Emiotnpovikd ITeproducd

« Editor, Frontiers — Games for Impact: https://www.frontiersin.org/research-topics/57300/
video-games-for-impact-design-projects-that-can-change-the-way-we-think. Qgdn-
povpyog ko editor tov edikov tevyouvg Games for Impact oto meplodikd Frontiers, empeAnOnka
oLALoyT kot dnpocievon apBpwv mov e€etdlovv Tov TpdMo pe Tov omoio ta Prvreomonyvidia pto-

POUV VI ETNPEACOLY TIG OTAGELS KOIL TIG CUHTIEPLPOPES TWV TTALKTMOV.
« Associate Editor, Media Psychology Section, Frontiers in Psychology.
« Editorial Team, International Journal of Technology in Education & Science (IJTES).
- Editorial Board Member, Metaverse & Education.
+ MéAog Emotnpovikng Emitponng, Digital Games in Education.
« MéAog Emotnpovikng Emitponrig, Education Mind.
« MéAog Emotnpovikng Emitponrig, Science Publishing Group (SGP), Education Journal.
+ MéAog Emotnpovikng Emitponng, Science Research Association (SCIREA), Journal of Education.

PoMot o Emiotnpovikd Zovédpra

« Associate Chair, Works-In-Progress, ACM TEI 2024.

« CHI Play 2023, AC Member.

o DC Track Co-Chair, CHI Greece 2021 and 2023.

« Editor in reviewing work in progress section, CHI-Play 2023.

« Co-Editor, TEI Conference 2024.

« CHI GREECE 2021, 2023, ko 2025 Young Researchers Chair pafi pe tnv EA Péayeprm.
« Méhog Opyavwtikng Emitponrig, Performing Space 2025.

« Méhog Emotnpovikrig Emitporrig, 38th International Conference on Computer Animation and Social
Agents (CASA 2025).

« Mélog Emotnpovikrg Emitpornrg, 50 HaveAlivio Tuvédpio “HAektpovikr) MéBnon kot Avouktol

Exmoudevtikoi Iopor”.

o XARTS 2025 Scientific Committee https://xarts.aegean.gr/index.php/xarts2025_conference_
full-program/

Enayyelpatikég Evooeig

« DiGRA CEE (Digital Games Research Association: Central and Eastern Europe). At-Large Board
Member.

« Méhog tov CHI Greece (Greek Special Interest Group for Computer Human Interaction).

« Mélog tov DiGRA (Digital Games Research Association).

« Méhog tng ACM (Association for Computing Machinery).

« Méhog tov ACM SIGGRAPH (Special Interest Group on Computer Graphics and Interactive Techniques).
« Mélog tov ACM SIGCHI (Special Interest Group for Computer Human Interaction).
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https://www.frontiersin.org/research-topics/57300/video-games-for-impact-design-projects-that-can-change-the-way-we-think
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https://xarts.aegean.gr/index.php/xarts2025_conference_full-program/

Mérog Tov ACM SIGCSE (Special Interest Group for Computer Science Education).
MéAog tng ASIFA HELLAS (HELLENIC ANIMATION ASSOCIATION).

Mélog g IEEE Computer Society.

Méhog tng CSTA (Computers Science Teachers Association).

MéAlog Tov GDA (Game Developers Association of Greece).

Mélog touv IGDA (International Game Developers Association).

IIpookekAnuéveg AraAdéEerg & Opthieg

[Mopovoiaot TaLy ViSOV ELKOVIKT] TPAYHOTIKOTN T pe motion capture kot enidel€n Tov MobiCAVE
VR oto Hybrid Conference "Games for Preserving Cultural Heritage” (Iacvovéaprog 2025), tov dtopya-
voOnke amd o Uppsala University ko tnv epevvntir) opdda Play & Preserve. Ztnv opdia, pov poli
pe Tn ovvadelpo pov Ko A. Avtwviov, eEepedvnoa T oxéot) HeTaED PNELoKdV oLy VISLOV KoL TTOAL-
TLOTLKHG KATPOVOHLAG, TTopovatdlovtag mtmg 1 texvoroyio VR propel va Aettovpyrioet wg yépupa a-

vapeoa oto mopeAbov ko to Ynerokd péAlov. https://www.youtube.com/live/rxU7-c707gs.

Yty emotnpovikr nuepida “Tovpiopde, Metaxivioelg, ko epipdrrov: Texvohoyikég IpokAr-
oelg ko Hpaxtikég”, mov mpaypartorowmifnke otig 8 Iovviov 2023, tapovsioca 1o cboTnua Skeleton
Tracking kot tn xprion Tov oto oy vidio mov avarttvccouvpe oto Epyaotrpro Emtkowvwviag AvBporov-

Mnyoavng ko Ewcovikng Ipaypatikotntag (HCI-VR Lab).

Stnv nuepida Networking Day tov gi-Cluster otig 31 Maptiov 2023, mapovsiocco T0o epevvnTLKo
épyo tov Epyaotnplov Emkovwviag AvBpodmov-Mnyavrig ko Ewcovikng paypaticotnrog (HCI-VR
Lab), eotialovtag otnv avamtugn dadpacTik®v YneLokody oty vidLdv Kol epappoydv epufvbiong
(VR/AR).

[IpockekAnpévog opAntrg oe dtohéEelc otnv EAAGSa ko online, pe Oépa T Ymeroed oy vidio, Too
mepLPaAlovTa expdONnoNG TPOYPOPHATIGHOD Kot TeEXVOAOYLKES eEeAiEeLg.

KaAMtexviko & Anprovpyucod Epyo

The Books of Jacob (2024): Emiotnpovikog & Teyvikog Zoppovrog VR. Aebvrig mapdotaot oe 7
XDOPES.

Digital Performance Now (2024): VR Symposium. I[Tapovcioon ko epyactripia (NawdmAlo). https:
//pda.uop.gr/news/apologistiko-dt-digital-performance-now-vr-symposio

Games Designed for MobiCave (ADAF 2025): Xuppetoxr] oto Athens Digital Arts Festival. https:
//hci-vr.dit.uop.gr/games-designed-for-mobicave-adaf-2025/

Brave New World (2023): Emiotnpovikog Xopfovrog VR. Aebvrig tapaotaon (EAA&Sa, [IoAwvia,
Ovkpavia, Tewpyia).

Breaking Off (2024): Game Design, Emiotnpovikog Zopfoviog VR.

Prague Quadrennial (PQ 2023): Svppetoyn pe tnv EAAnvikr) ArootoAr (Epyo: Transient Luminous

Events, Arduino programming).
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Avalvtikog Katdhoyog Anpootedoemv

Anpootevoeig ot Ieproducd pe Kprtég (Journals)

 [J17] D. Baltas, A. Kolokotroni, ..., A. Theodoropoulos, et al. (2025). IMAGINE Personalities: Augmenting
Digital Character Workflows Using Motion Capture, Wearable Sensors, and Live Coding. Sensors.

« [J16] A. Antoniou, A. Theodoropoulos, et al. (2025). Al-Enabled Cultural Experiences: A Comparison
of Narrative Creation Across Different AI Models. Electronics, 14(20), 4043.

« [J15] K. El-Raheb, ..., A. Theodoropoulos, et al. (2025). Sensing the Inside Out: An Embodied
Perspective on Digital Animation Through Motion Capture and Wearables. Sensors, 25(7), 2314.

 [J14] Demetroulis, E.A., ..., Theodoropoulos, A., et al. (2024). Collaboration Skills and Puzzles:

Development of a Performance-Based Assessment. Education Sciences, 14(10), 1056.

« [J13] Theodoropoulos, A., et al. (2023). Developing an interactive VR CAVE for immersive shared
gaming experiences. Virtual Worlds, 2(2), 162-181.

 [J12] Demetroulis, E. A., Theodoropoulos, A., et al. (2023). Collaboration skills in educational
robotics. Education Sciences, 13(5), 468.

« [J11] Theodoropoulos, A. (2022). Participatory design and participatory debugging. Int. Journal of
Child-Computer Interaction, 34, 100525.

« [J10] Theodoropoulos, A., & Antoniou, A. (2022). VR games in cultural heritage. Applied Sciences,
12(17), 8476.

« [J9] Theodoropoulos, A., & Lepouras, G. (2022). Game Design, Gender and Personalities in Programming

Education. Frontiers in Computer Science, 4, 824995.

+ [J8] Theodoropoulos, A., & Lepouras, G. (2021). Augmented Reality and programming education: A

systematic review. Int. Journal of Child-Computer Interaction, 100335.

 [J7] Kougioumtzoglou, G., Theodoropoulos, A., & Lepouras, G. (2022). Design and development of

a game-engine-based simulator specialised on ships evacuation. IJHFMS, 7(3-4).

« [J6] T'kéviog, A, ..., Oe0dwpomovrog, A., et al. (2020). H Exmoudevtikr) Popmotikn oty Yrootpién
g Exnmoudevtikrc Aadikasiog. Open Schools Journal for Open Science, 3(6).

« [J5] Poulopoulos, V., ..., Theodoropoulos, A., et al. (2018). The Personality of the Influencers...
Heritage, 1(2).

+ [J4] Theodoropoulos, A., et al. (2017). Teacher and student views on educational robotics. Application
and Theory of Computer Technology, 2(4).

+ [J3] Theodoropoulos, A., etal. (2017). How do different cognitive styles affect learning programming?
ACM TOCE, 17(1).

+ [J2] Theodoropoulos, A., et al. (2016). Students teach students. Education and Information Technologies,
21(2).

« [J1] Antoniou A., Theodoropoulos A., et al. (2014). Facebook as teaching tool. Int. FJournal of

Advances in Social Science and Humanities, 2(3).
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Kepahoia og ZuAdoyikovg Topovg (Book Chapters)

« [BC6] Theodoropoulos, A., et al. (2022). A Virtual Ship Evacuation Serious Game. In GALA 2022.
Springer.

« [BC5] Theodoropoulos, A., et al. (2022). Turtle Heroes: Designing a Serious Game for a VR Interactive
Tunnel. In GALA 2022. Springer.

« [BC4] Kougioumtzoglou, G., Theodoropoulos, A., et al. (2021). A Guide for the Development of
Game-Based Evacuation Simulators. In ICL 2020. Springer.

« [BC3] Theodoropoulos, A., et al. (2021). Towards a Framework for Adaptive Gameplay... In ICL
2020. Springer.

« [BC2] Theodoropoulos, A., & Lepouras, G. (2020). Digital Game-Based Learning and Computational
Thinking... In Handbook of Research on Tools for Teaching Computational Thinking. IGI Global.

« [BC1] Theodoropoulos A., et al. (2020). ATMF: A Student-Centered Framework... In I3E 2019.

Springer Nature.

IMpoxtikd AeBvav Zvvedpiwv pe Kprrég (Conference Proceedings)

+ [C33] C. Patergiannaki, A. Theodoropoulos (2025). Interpersonal expression of personality across
different game genres. CEEGS 2024.

« [C32] O. Zestas, A. Theodoropoulos, N. Tselikas (2025). Real-Time Skeleton Tracking for Large-Scale
Embodied Interactions in Virtual Environments. CEEGS 2024.

« [C31] G. Kougioumtzoglou, ..., A. Theodoropoulos (2025). The Evolution of Women and Gender
Representation in computerized RPGs: The Baldur’s Gate Paradigm. DiGRA 2025.

« [C30] A. Theodoropoulos, M.I. Ntetzonai, Y. Aggelakos (2025). Virtual Memories of Displacement:
A Narrative Game in VR Exploring Refugee Stories through Symbolic Interaction. DiGRA 2025.

« [C29] A. Theodoropoulos, A. Antoniou, G. Lepouras (2025). Games in Cultural Venues Using Public
VR: Designing Motion-Tracked and Story-Driven Experiences. DiGRA 2025.

« [C28] V.Kounadi, A. Theodoropoulos, G. Lepouras (2025). Al-Driven NPCs Enhancing Player Challenges
and Skill Development in Games. 3rd International Conference of the ACM Greek SIGCHL

« [C27] K. El Raheb, A. Theodoropoulos (2025). Extending the Performing Space through Virtual
Reality. Performing Space 2023.

« [C26] Theodoropoulos, A., et al. (2025). Editorial: Performing Personality in Game Characters.
CEEGS 2024.

« [C25] Patergiannaki, C., & Theodoropoulos, A. (2025). Immersive Theater and Immersive Technologies.
100 AieBvég Xvvédpio yi v Ipowbnon tng Exraudevtixric Kouwvoropiag.

« [C24] Xyrafis, G., Theodoropoulos, A., et al. (2025). Using Machine Learning for Facial Emotion
Expressiveness Rating. CEEGS 2024.

[C23] Zestas, O., Theodoropoulos, A., et al. (2025). Real-Time Skeleton Tracking... CEEGS 2024.
« [C22] Proutsou, D., & Theodoropoulos, A. (2025). Character Design in Video Games. CEEGS 2024.

« [C21] Patergiannaki, C., & Theodoropoulos, A. (2025). Interpersonal expression of personality across
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different game genres. CEEGS 2024.

[C20] Theodoropoulos, A., et al. (2025). Prometheus Unbound: Embodied Gaming in a VR Cave.
CEEGS 2024.

[C19] El Raheb, K., Theodoropoulos, A., et al. (2024). Brave New World... In 2nd 3ai International

Symposium.

[C18] Theodoropoulos, A., et al. (2024). Pixel Prodigy: Exploring the Role of Al Tools in Game

Design. In 2nd 3ai International Symposium.
[C17] Theodoropoulos, A., et al. (2024). Beyond the Stage... In DCAC 2024.

[C16] Antoniou, A., Theodoropoulos, A., et al. (2023). Temporality in Cultural Informatics. ACM
Greek SIGCHL

[C15] Diakoumakos, J., Theodoropoulos, A., et al. (2023). Species’ Citadel’s Timeline. ACM Greek
SIGCHLI.

[C14] Antoniou, A., Theodoropoulos, A., et al. (2022). Effects of minimum content in cultural

informatics. 26th Pan-Hellenic Conference on Informatics.
[C13] Theodoropoulos, A., et al. (2022). A virtual ship evacuation serious game. GALA Conf.

[C12] Theodoropoulos, A., et al. (2022). Turtle heroes: designing a serious game for a VR interactive
tunnel. GALA Conf.

[C11] Kougioumtzoglou, G., Theodoropoulos, A., et al. (2020). A Guide for the Development of
Game-based Evacuation Simulators. ICL2020.

[C10] Theodoropoulos A., et al. (2020). Towards A Framework for Adaptive Gameplay... ICL2020.
[C9] Theodoropoulos, A., et al. (2019). ATMF: A Student-Centered Framework... Conf. on e-Business,

e-Services and e-Society.

[C8] Theodoropoulos, A., & Lepouras, G. (2019). Promoting programming learning through European
Code Week. ELOER.

[C7] Antoniou, A., ..., Theodoropoulos, A., et al. (2018). The Human Computer Interaction and
Virtual Reality Lab. CIRA@ EuroMed.

[C6] Theodoropoulos, A., et al. (2018). Computing in the physical world engages students. WiPSCE
'18.

[C5] Theodoropoulos, A., et al. (2016). Educational Robotics in the service of CSE. WiPSCE ’16.

[C4] Oe0dwpomovrog, A., k.a. (2016). To Turpo ITAnpogopikng... 100 IaveAdijvio Xvvédpio Kabn-
ynrdv IAnpopopikic.

[C3] Theodoropoulos, A., & Lepouras, G. (2016). Alternative teaching methods in Computer Science.
ELOER.

[C2] Theodoropoulos, A., et al. (2015). The Little ones, the Big ones and the Code. 7th CIE2015.

[C1] Theodoropoulos, A., et al. (2014). Virtual Worlds and e€Twinning. 1st PanHellenic eTwinning

Conference.
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Awatpifég & Texvikég Avapopég
« [T4] Metaddaxtopikry Epevva (2020): Designing a smart system for identifying personal learning
characteristics...

« [T3] Awbaxtopikn Atotpipr] (2017): Framework for the effective implementation of alternative teaching

methods for Informatics.

« [T2] Metouttuyiaxt Epyaoia (2010): A study on ICT in the Greek Secondary Education of Arcadia

prefecture.
o [T1] Hruyiaxkn Epyacio (2004): To mapov ko to péAAov g kuPeAwThig TnAepviog.
« [TR1] OcodwpodmovAog, A., Aémovpag, I'. (2013). Elcaywylikég ZNHELOOELS VIO T YADCCX TTPOYPIHL-

potiopot C.

Texvikég AeErotnteg & Mwooeg

« MAwooeg: Ayyhlwd (C2), Teppovika (B1).

« Game Engines: Unity, Unreal Engine, Godot, Ren’Py.

« Development: C/C++, Java, Python, Swift, HTML/JS/PHP.

+ 3D & Animation: Autodesk Maya, Blender, Motion Builder, Adobe Animate.

« IIiotonowmoerg: CompTIA A+, Network+, Security+.
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