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XIIOYAEX

NoéupBpLog 1998 — Malog 2003

MANENIZTHMIO NEIPAIQZ

TuApa MAnpodopikig

Awsaktopikn Atatpifn pe Titho «Eudueic Mpdktopeg o Elkovika MeptBaAiovra»

TenmtépuPpLog 1999 — ZemtépuPprog 2000

UNIVERSITY OF HULL, UK

Metantuxtakég onoudég (MSc) e titho «Mpadikd H/Y kat Etkovikd MeptBaAhovray,
anéonoaoe «dLakplon» (Distinction).

TentépuPpLog 1993 — Mdaptiog 1998

MANEMIZTHMIO NEIPAIQZ

Tunpa NAnpodoptkig

Elwcaywyn otnv 10n Béon péow NaveAAnviwv E¢etdoewv
Mtuyio NAnpodopikng (Alav KaAwg)

YentépuBplog 1987 — lovviog 1993

FTEPMANIKH ZXOAH AGHNQN

ArntoAutiiplo EAAnvikoU Aukeiou (Babuodg: 17.7)

ArntoAuthplo F'eppavikov Aukeiou - Abitur (BaBpoc: 1.7 os kAipaka 1 - 6, pe aploto to 1)

IF'AQXIEX

EAANVIKA: pUNTPLKH YAwooo


mailto:spyrosv@aegean.gr
http://www.syros.aegean.gr/users/spyrosv

AyyAka: mAnpng enapkela (Cambridge Proficiency, MSc etiolag StapKelag oto
MavemiotruLo tou Hull)

Feppavika: mAnpng enapkela (Mittelstufe, e€aeteic omoudeg péong ekmaidsuong otn
Fepuavikn 2xoAn ABnvwv, AmoAutniplo Feppavikou Aukeiou (Abitur))

INTAHPO®OPIKH

MoAveTnc eunelpla otn oxedlaon Katl avantuén ebpopuoywv Pe EUdacn o TTPONYUEVEG
Slenadéc, Tplodidotata ypadLkd Kot epLBAAAOVTA ELKOVIKNG KOL ETAUENUEVNG
T(POLYHATIKOTNTAG.

Mwooeg mpoypappatiopol kot nepiBaiiovra avantuéng epappoywv: Pascal, Delphi, C,
C++, CH#, Java, Eclipse, Python, Visual Studio, MFC, WPF, .NET, Git

NOYIKOG tpoypappaTIONOG: Prolog, CLIPS
ALoSIKTUAKOG poYpappaTIoNOG: HTML, Javascript, Java applets, PHP

Avantuén noAvpeokwv / 3D epappoywv: OpenGL, VRML/EAI, X3D, Java3D,
Flash/Actionscript, OpenSimulator/LSL/OSSL, AIML, WebGL, Unity3D, Vuforia, ARCore,
OpenXR

3D Movtelomnoinon kat cuvBeTIkn Kivnon: Poser, 3ds, Blender, VICON motion capture,
Rokoko studio, Character Creator

Avarnrtuén epappoywv yia nponypéveg dienadéc: Wiimote, Kinect, Leap Motion, Android,
Ultrahaptics, mobile VR (Cardboard, Samsung), immersive VR (HTC Vive, Oculus Rift/Quest),
full-body VR (HTC Vive sensors), Hololens.

EINATTEAMATIKH EMIIEIPIA

YentépuBplog 2019 — onpepa
AweuBuvtig Tou Epyaotnpiou Zxediaong AladpaoTikwv Zuctnudtwy tou Mav/piou
Awaiou.

AUyouotog 2018 — onjuepa
AvanAnpwtig Kabnyntig oto Tunpa Mnyavikwyv 2xediaong Npoiloviwv Kal ZUoTnUATwyY
tou Nav/piou Ayaiou pe avtikeipevo «Ewkovikn MpaypatikotnToy.

louviog 2012 — loUALog 2018

Enikoupog KaBnyntig oto Tunua Mnxavikwyv 2xediaong Mpoioviwy Kal ZUCTNUATWY Tou
Mav/uiouv Awyaiou pe avtikeipevo «Ewkovikn Mpaypotikdtnta». Moviyuomnoinon otn Baduida
tou Emikoupou KaBnyntr tov Mdaptio tou 2016.

lavoudplog 2012 — Maptiog 2015

Epyaoia wg e€wteplkdc cuvepydtng Pe kabrikovta avaAuth / TpoypOLOTLOTH TNV Talpia
Human Innovation Technologies S.A. Zxeblaon kat avamntuén tplodldotatwy nepLBaAAOVIWY
npocopoiwong yla ekmaidevon kat afloAdynon avOpwrivou Suvaptkou o Unity3D.



AnpiAlog 2007 — louviog 2012
Néktopag oto Tunpa Mnyavikwv 2xediaong Npoilovtwy Katl TuoTtnuatwy Tou MNav/piou
Awyaiou pe avtikeipevo «Ekovikn MpaypotkotnTay.

DOeBpouadplog 2004 — OePpoudplog 2007
Awdaokalia cOpdwva pe to NA407/80 oto MNavemotuio Ayaiou (mévte e€aunva), oto
MNavemiotAulo Nelpawwg (tpla e€aunva), kat oto lovio MNavemiotnuio (éva e€apnvo).

ZentépuPpLog 2004 — Mdaptiog 2005

Epyacia wg avaAutig / mpoypappatiothg oto Kévrpo MAnpodoptkng YrootnpLeng
EAANVIKoU Stpatol (KEMYEZ). EMEKTOON GUOTAUATOG TPLOSLACTATNG ATELKOVIONG XOPTWV Kall
avamnrtuén cuotiuarog GIS (geographic information system).

lavoudplog 2004 — Mdawog 2004

Epyaocia wg avaAuthg / TpoypopatioTg otn SLApKELa TNG OTPOTIWTLKAC Ontelog oto
Kévtpo NMAnpodopikng Yoot pEng EAAnvikou Ztpatol (KENYEZ). AvamtuxBnke e€apxng
oUOTNUA TPLOSLAOTATNC ATIELKOVIONG XOPTWV HE SuVATOTNTEG TTAONYNONG, E€Epelivnong Kal
£0TLOONG, TO OTOLO EMETPETE TNV TPOCONKN TPLOSLACTATWY OVIIKELUEVWVY OTIO OXETLKNA BAon
Sebopévwy mavw oto xaptn. To clotnua vAomol|Onke ot Java3D.

loUALoG 1998 — emtépPplog 1999

Epyaocia w¢ mMpoypoppatioTh§ oTnY Talpia avantuéng AoyLopkol m-Systems
(mpoypappatiopdc os C++, BeAtiwon Kal eMEKTACN TpoUndpyxouoag TpLodLaotatng
Hnxavng).

XYMMETOXH XE EPTA EPEYNAX & ANAIITYEHX

AnpiAlog 2024 — Maptiog 2025
‘EUmELlpOg EpeUVNTAG OTo £pyo “Texvoloyisg epBubiotikng ELN wg péco evouvaiodnong ApeA
otn oxedlaon-yla-6Aoug - VR4AI” (Erasmus+).

lavoudplog 2024 — sentéuPplog 2025

Emiotnpovikd urteUBuvog tou £pyou “Developing Personality in Digital Character Design
using Motion Capture, Wearable and Live Coding Technologies, applied to IMAGINE
(Interactive Media, Animation, Games, Interactive Networked Environments) Narrative
Worlds” (IMAGINE-MOCAP). Sub-action 2. Funding Projects in Leading-Edge Sectors — RRFQ:
Basic Research Financing (Horizontal support for all Sciences), Hellenic Foundation for
Research and Innovation (H.F.R.l.), HFRI-15668, 2024-2026.

Maptiog 2023 — Aeképpplog 2025
‘Eumelpog epeuvntig oto €pyo “HERITACT: Heritage activation through engaging experiences
towards sustainable development”, CALL: HORIZON-CL2-2022-HERITAGE-01 (EU Horizon).

lavoudplog 2022 — AekéuBplog 2022

‘Eumelpog epeuvntig oto €pyo “IOHIVE: Design and Development of Innovative Digital
Infrastructures and Services for the Support and Horizontal Monitoring of Agri-Food
Practices”, Operational Program ‘Research Innovation Strategies for Smart Specialisation in
South Aegean ONZ 3437’, under the call South Aegean Operational Plan 2014 — 2020.

Mdatiog 2021 — Mduog 2023
Emiotnpovikd urteUBuvog tou £pyou “e-Aegean CoulTour: Integrated infrastructure for



Culture and Tourism in South Aegean”, Apdon “Mepipepelakn Aploteia”, Operational
Programme Competitiveness, Entrepreneurship and Innovation 2014-2020 (EPANEK).

®OeBpouaplog 2020 — Auyouotog 2022

Emiotnpovikd unteuBuvog tou £pyou “Virtual Historic Sailing Ships (VHSS)”. [TET, Apdon
"Avouytn Kawotopia otov NoAttiopod”, Operational Programme Competitiveness,
Entrepreneurship and Innovation 2014-2020 (EPANEK).

December 2019 — December 2022
Entotnpovikad uneBuvog tou £pyou “Non-verbal Communication in Immersive Virtual
Reality (MetaVR)”, Npwtn MpookAnon EAIAEK yia umootiplén vEwv epeuvnTwv.

AnpiAiog 2018 — Ampidiog 2021

ZuvtovLoTiG Tou £pyou “Mouoceiwv Tomocg”. ITET, Apdon "Epsuvw-Anuiloupyw-Katvotopw",
Operational Programme Competitiveness, Entrepreneurship and Innovation 2014-2020
(EPANEK).

AnpiAiog 2018 — MeBpoudplog 2020

Epeuvntig oto €pyo “Aggregation and provision of integrated tourist and travel services”
(TouristHub). Apdon "Epsuvw-Anuioupyw-Kawotouw", Operational Programme
Competitiveness, Entrepreneurship and Innovation 2014-2020 (EPANEK).

lavoudplog 2018 — Aeképpplog 2021
Emiotnpovikd urteUBuvog tou £pyou “EpeuvnTikr utodoun Navemotnuiakng Movadag
YUpou yia tnv Wnolomoinon NoAttotikng KAnpovoutdag”, MEN Mepidpépetag Notiou Ayaiou.

YentépuPplog 2017 — ZemtépPplog 2018

JUMHETOXN WC EUIELPOG EPEVVNTAC KAL OUVTOVLOTAG TN opadag tou Mav/uiou Alyaiou oe
£pyo avamntuéng elkovikoU pouoeiou e BAcn TO TOALTLOTIKO UALKO Tou Apxelou Kouvadn.
Yrnotpodia anod 1o 16pupa Etavpog Nidapxoc.

OePpoudplog 2017 — Anpiiog 2018
JUMMETOXN WG €LOLIKOG (expert) o opdda epyaociag tou €pyou Virtual Multimodal Museums
(VIMM), xpnuatodotoUpevou amo to npoypappa tng EE Horizon 2020 (CULT-COOP-8-2016).

lavoudplog 2016 — AeképPplog 2016

JUMMETOXN WG EUMELPOG EPELVNTIAC OTo €pyo “Digital Enterprise for Learning Practice of
Heritage Initiative FOR Delphi (Delphi4Delphi)” pe otoxo tnv Yndlomoinon kot avadeién
MEPOUG TOU apXaloAoylkoU xwpou twv Aeddwv oe cuvepyaoia pe tnv Edopeia Apxatotritwy
Qwkidog, To Epeuvntikod Kévtpo «ABnva» kot to University of California, San Diego.

AexépBplog 2012 — Maptiog 2014

JUMHETOXN WC EUMELPOG EPELVNTNAC OTO £pyo “PromONTOtion” Tou MPOYPAUMOTOG
«Apxundng Nl — Evioxuon Epeuvntikwv Opadwv oto AAe€avdpelo TEI Oscoalovikng».
YXeSL00U0C KaL avamtuén moAuxpnotikol Bvteomalyvidiou.

OktwpPploc 2006 — No£pPplog 2008

JUMUETOXN WC EPEUVNTHG — TPOYPAUUATLOTAG 0TOo £pyo «Elkoviko MepiBarlov Mapouoioong
EntimAwv», EUREKA SPSF. Avarmtuén 81adpactikig ebopoyng ELKOVIKNG EMIMAWONC O€
nieptBaAov Java3D.

loUviog 2004 — AUyouaotog 2006



ZuppeToxn wg Metadidaktoplkog Epsuvntng oto MNpdypaupa «Mubayopag: Evioxuon
Epeuvntikwyv Opadwyv ota MavemnmLoTAKLO» LE AVTLIKEIPEVO £peuvag «Alaxeiplon Xwpo-
XPOVIKWV AsdSopévwy Kal N'vwong og Eudun Etkovikd NeptBaiiovto»

Matog 2000 — Matog 2001

Epyaocia wg epeuvnTig / MPOoyPAUUATLOTAG ota MAaiola Tou poypdppatog NMENEA 99 pe
titAo «Eudueic vonuatikég yAwooeg Kal ehappoyEC oTa TTOAUUEDQ, UTIEPUEDO KOLL TNV
ELKOVLKH TIPOYLOTIKOTNTON

NoéupBpLog 1997 — Mdptiog 1998

Avarmnrtuén eboaproynR EKOVIKNG TIPOAYUATIKOTNTOG — ELKOVIKA £Evaynon oto MNaveniotiuLlo
MNelpatwg, Ekouyyxpoviopodg BiBAobrkng MNaveniotnuiov Nelpald, mpoypoppo KABETNG
S6paong ota mAaiola tou 20u KNZ, EMEAEK, Yronpoypapua 3, Métpo 3.1.

AIAAKTIKH EMIIEIPIA

AdaokaAia wg pENog AEM oto TuRpa Mnxavikwv Zxediaong MNpoidviwy Kot ZUGTHHUATWY
tou Nav/uiou Alyaiou amd to 2007 €wg orjuepa.

210 TpEXOV akadnUAiko £To¢:
Ewkovikn Mpaypatikotnta, 2touvtio 7% Texvoloyieg kat MeBodoloyieg
Mpoypoppatiopou, Npwtotumnonoinon AladpaoTikwy SUCTNUATWY

Y€ mponyoUeVO aKadNUaikd €Tn:
Wndraka Nayvidia kat Mayviwdng Madnon, Texvoloyia kat NMpoypoupaTIopNOG 0To
Awadiktuo, Texvoloyieg kat MeBodoloyieg Mpoypappatiopou I, AladpacTtikn
Yxeblaon, 2xedlaon Tuotnuatwv Elkovikng Mpaypatikotntag (Metamtuylokod),
Awadpaotikn 2xeblaon (Metamtuylako), Emkolvwvia AvBpwrou — YrioAoylotn
(Metamtuyiako), Aadpaoctiki Ixebioon/Epyovouia (Metamtuytako), xediaon
Blopnxavikwv Mpoidvtwy kot AladpaoTikwy ZUoTNUATWY (2TouvTio 2)
(Metamtuylako), Mponyuéveg Alemadég Xpriotn (MetamtuyLlakod)

Awdackalia oto MMZ «Edappoopéveg Apxatoloyikég Emotipeg» tou TUARATOG
Meooyelakwv Znovdwv tou Mav/uiou Awyaiou:
Edapuoyég MAnpodopikng (Etkovikd Mouoeia, KuBepvoapyatohoyia) — anod to 2016
£wc to 2018.

MpookekAnuévn didaokahia oto MMZ «Ixedlaopnog Ayung: Kawotouia kot
ALETULOTNHOVLKOTNTA OTOV APXLTEKTOVLKO IXESLAOUO» TOU Aplototeleiou Mavemiotnuiou
Oeooalovikng
Mpaypatonoinon Workshop 8udpketag piog eBdopadag (40 wpeg Stbaokaliag) pe
ovTIKe(pEevo TIc oUyxpoveg SLadpaoTIkEG Texvohoyieg, AsképPBplog 2017.

Adaockalio cOpdwva pe T Statdels tov dpOpou 5 tou MN.A. 407/80:

Xelpepvd E€dpnvo 2006-2007
Tunua Mnyavikwv Zxediaonc Mpoiovtwy kat Suotnudatwy, Mav. Atyaiou
Ewkovikn Mpaypatikotnta, Computer Games/Edutainment, XxeSilaon NoAvpéowy,
Ixeblaon Zuotnudatwy Elkovikng Mpaypotikotntag (Metamtuylakod)

Eapwo E€aunvo 2005-2006
Tunua Mnyxavikwv Zxebdiaonc lMpoiovtwy kat Svuotnudtwy, Mav. Ayaiou
Texvoloyla kat Mpoypappatiopnog oto Aladiktuo, Texvntr Nonuoouvn

Xelpepvo E€apnvo 2005-2006:



Tunua Mnyavikwv Zxediaonc lMpoiovtwy kat Suotnudtwy, Mav. Ayaiou
Ewkovikn Mpaypatikotnta, Computer Games/Edutainment, Zxeblaon NoAupéowy,
Yxebloon Zuotnudtwy Elkovikng Mpaypotikotntag (Metamtuylako)
Tunua MNMAnpogoptkrig, Mav. MNewpaiwe
Ewkovikn Mpaypatikotnta
Oepwo E€apnvo 2004-2005:
Tunua Mnxavikwv Zxebdioong MNpoiovtwy kat Zuotnuatwvy, Mav. Atyaiou
Awadpaotikn 2xedlaaon, Texvntry Nonpoaouvn
Tunua Minpogoptikrg, Mav. Mepaiwg
Ewkovikn Mpaypatikotnta
Eudun Ewkovika Mepifarlovta (MetarmtuyLlako)
Xelepvo E€aunvo 2004-2005:
Tunua Mnxavikwv Zxebioong MNpoidvtwy kat Zuotnuatwv, Mav. Atyaiou
Ewkovikr NMpaypatikotnta, Computer Games/Edutainment, 2xediaon Néwv Méowv
(MoAupéowv), 2xedilaon Zuotnuatwy Ewkovikng Npaypatikotntag (MeTtamtuyLako)
Tunua MNMAnpogoptkrig, lovio Mavemniotnuto
Elcaywyn otov MNpoypoppaTiopo
Tunua Texyvwv Hyou kat Etkovag, 16vio Mavermiothto
Elcaywyn otnv Wndlakn Texvoloyia
Eapwvo E€apnvo 2003-2004:
Tunua MNMAnpogoptkrg, Mav. Mewpaiwe
Texvnt Nonpoouvn

Asaokalia og Oepva ZxoAeia (Summer Schools):

o XArts 2025: Néa péoa otnv téxvn, Mav/po Awyaiou, 2Upog

e ToAttiotikn KAnpovoutd & EdappoyEg Emauvénuévne Mpayuatikotntag otnv
Exraidevon 2022: Nav/uo Kprtng, Ay. NikoAaog.

e DigArch 2016: Digital Technologies in Cultural Heritage & Tourism, Nav/uo Alyaiouv,
AeAdol

e CREA 2016: Technology Inspired Ventures in the Creative and Cultural Industries,
Mav/uo Awaiou, 20poc.

e DigArch 2015: Digital Technologies in Cultural Heritage & Tourism, Mav/uto Awyaiou,
AgAdol

e XArts 2015: Néa péoa otnv té€xvn, Mav/po Awyaiou, 2Upog

e HAISS 2013: 30 Ogpwvo Ixoleio Texvntrc Nonuoouvng, l6vio Mav/uio, Képkupa

e SSVR 2013: Educational Uses of 3D Graphics — Virtual Reality, Nav/uo Awyaiou,
P6bog

e XArts 2013: Néa péoa otnv té€xvn, Mav/po Awyaiou, 2Upog

e Susede 2012: Emerging Theories, Methodologies and Applications in the Area of
Design: Sustainability & Service Design, Nav/uto Awyaiou, 2Upog

Asaokalia og EKoudeuTikd NMpoypappata Ko ZEULVAPLAL:

o Emotnuovikn emipédeta kat Sidaokalia ekmalbeuTikoU oepvapiou otnv «Xxedlaon
kot Avamtuén Wnolakwv Nayviduwvy, Fevikn Mpappateia Néag Mevidg, Mevikn
Mpapparteia Emkowvwviag kat Evnuépwonc, 2018.

o «Négg texvoloyiec, ouotrpata acdhAAELOC KAl UYLELVAG 0TNV 0AUCida tapaywyng
tpodipwvy», Npoypappa Enkatpomnoinong Nnvwoswv Anodoitwy, Anpokpitelo
Mav/uo Opakng, 2015.

EniBAePn SUMAWUATIKWV EPYOOLWIV:



Baokog emPAENIWY 0 OAOKANPWLEVEG 48 TIPOTITUXLAKEG KOl 21 LETATTUXLOKEG
SUTAWUATIKEG gpyaoieg oto TuAua Mnxavikwy 2xedioong Mpoldviwy Kot ZucTNUATWY,
Mavemnotrplo Alyaiou.

OAoKANPWHEVA SLEAKTOPLKA WG EMPBAENWV:

NwoAaog MNéANag, “Exploring the development of high school students’
computational problem-solving strategies by utilizing three-dimensional (3D) virtual
worlds”, Arnp. 2019, BaBuodc: Aplota.

Avva Fapdein, “Emaviavovtag tnv cuvepyaoia: O podog tng Amtrig Qopntng
Emauénuévng NpaypatikotnTog o LabnoLlakEG SpaOTNPLOTNTEG CUVEPYACLAG yLa
™V avamtuén umoAoylotikng okéPng”, mpog umootnpLen Aek. 2025.

EnipAedn S186aKTopKWV:

ErupAénwyv twv urtoPnodiwv ddaktdopwv:

o ABnva Mnéota amno tov OeBpoudplo Tou 2024. Avtikeipevo: AELoAdynon
Eunelpiag Xpnotn péow BlopeTpikwv AsSopévwy.

o Mapiva Itepylou amod tov Maptio tou 2021. Avtikeipevo: Wndlaka
gvbupata o€ MepIBAAAOVTA ELKOVIKAG TIPAYHOTIKOTNTAG.

o Anuntpng MnaAtdg ano tov OePpoudplo tou 2021. Avtikeipevo:
AL0SPAOTIKEG TTAPOOTACELG LELKTHG TIPAYHOTIKOTNTAG.

o Xodia MAavn amnd tov Mdaptio tou 2021. Avtikeipevo: Qopntn emauvénpévn
TIPOYHOTIKOTNTA KOl QUAN TIOALTLOTIKY] KANPOVOLLAL.

EntiBAcPn peTtaSL8AKTOPLKAG £PEVVAG:
OAokAnpwpéva £pya LeTaSLOAKTOPLKNG £EPELVAC WG ETILBAETWV:

ANE€avdpoc Ayabog «Wnduakn Alaxeipion Blopnxoavikng MoALTLOTIKAG
KAnpovoutag», oAokAnpwon to 2024.

MavAog Xatlnypnyopiou, “Digital Heritage Interactive Systems Design”, oAokAnpwon
10 2022.

AIOIKHTIKO EPTO

MéAog OMEA Tunuatog (mpoedpelwv) amd tov TentéupBplo 2025.

YneUOuvog Miwotonoinong Npomntuytakou Npoypdppatog ZMoudwy amno tov
lavouaplo 2020 £wg tov Mdio 2021.

AweuBuvtiig Epyaotnpiov Zxedioong AladpaoTikwV ZucTnATwy amno 1o 2019 £wg
onuepa.

Zuvtovioti¢ Elsikwv Emlotnpovikwy kot Wnolakwv Ospdtwv oto MM2
«Edaploopiveg ApXaLoAOYLKEG EMLOTANEG» TOU TUNMATOG MeooyelakWVY Moudwy
omod to 2015 £wg Kal to 2019.

MéAog Erutponiig Npoypappatog Zroudwv anod 1o 2011 £wg to 2024.

Méhog Eritponig Aldaktoptkwv Zroudwv armo 1o 2013 €wg to 2021.

TUNUATIKOG UTEUBUVOG TWV AvolKTWV AKadnuaikwv Mabnudtwv (Open Courses)
omod 1o 2013 £wg onuepa.

TUnUatikog unteUBuvog edappoyng ECTS amnd to 2010 £wg onuepa.

Tunuatikog YrevBuvog Erasmus amd to 2007 £wg Kot to 2011.

MéAog ZuvtovioTtikig Ermitpontig MMZ «Zxediaon AladpacTikwy Kot Blopnyoavikwy
Mpoidvtwy Kot Zuotnudtwyv» amno to 2010 £wg to 2017.

Méhog Ermitponng A§LloAoynong Ynoyndiwv yia dibackadia cOpdpwva pe to
NA104/80 ta £tn 2015, 2016 kat 2017.



AZEIOAOTHXZH NPOTAXEQN KAI EPTQN

MéAog tou Mntpwou Miotomolnuévwy AfloAoyntwv tng MET
MéAog tou Mntpwou Miotomolnuévwy Aflohoyntwv tou EAIAEK

A&loAoynaon duoLkol avtikelpévou SUo £pywv ota mAaiota Tou «MEM loviwv Nowv 2014 —
2020», 2021.

A&loAoynaon duoLKOU OVTLKELMEVOU TPLWV EpYwV ota TAaiola thg Apaong «Epsuvw —
Anpoupyw — Kalvotopw» Je xpnpatodotnon amno to Eniyelpnotakd Npoypappa
«Avtaywviotikotnta, Enyelpnuatikotnta kat Kawvotouia» (EMAVEK), 2019 - 2021.

A&LoAOynon TpLWV poTdoewy oto MAaiowo tng NpdokAnong EABM34 «YrootnpLén
£pELVNTWY UE EUdaon OTOUC VEOUG EPEVLVNTEC», cuyxpnuatodotolpevn amno E.K.T. / E.N.
«Exkmaidevon kat Ald Biouv Mabnon», 2017.

EvSiapeon kal tedikn aflohdynon £pyou ota mAaiola tng Apdong «Xuvepyaoia» pe
XpNHUaTodoTNnon amo to Emyelpnotako Npoypappo « AVTOYWVLOTIKOTNTO KoL
Emuepnpuatikétnta» (EMAN-II), 2015.

A&loAoynaon mpotaonc otn Apdon « EAANVIKG Akadnuaikd HAEKTpOVIKA JUYYpAUOTO Kl
BonBnuata / KaAAutog», cuyxpnuatodotoupevn amno E.K.T. / E.MN. «Eknaidevon kat Awd Biou
Md&Bnon», 2014.

AIAKPIZEIX KAl ANAI'NQPIXH

TNtk gyypadn Kat xpnuotiki apolpn amo tnv British Computer Society w¢ KaAUTePOG
HETAMTUXLOKOG dottntng oto MSc in Computer Graphics and Virtual Environments yia thv
nieplodo 1999 — 2000.

Yrnotpoodia tou I6pUpatog Baciln kat EAllag FouAavdpr), KATOTLY MPOKNPUEEWS, yLa
METAMTUXLOKEC OTIOUSEG OTO e€WTEPLKO e BEpa TNV Elkovikr Mpaypatikotnta.
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