EPTAITHPIO

MAHPO®OPIKHE

Ap. Navaywwtng Ywuog

O Ap. Mavaywtng E. Wwpog eival Metadidaktoptkog Epguvntng tou MNatdaywytkou
Tunuatog Anupotikng Ekmaibevong (MTAE) tou EBvikoU kot Kamodiotplakou
Maverotnuiov ABnvwv (EKMA) oto yvwotilkd avrikeipevo «Zofapd Mayvidia
(Serious Games) otnv Eknaidevon». Eniong, eivat AteuBuvtrg oe Anpdaotlo IxoAsio
AgutepoPabulag Eknaideuong.

O Ap. Wwpog sival dumhwpatouyxog HAektpoAdoyog Mnxavikog kot Mnxavikog
Yriohoywotwv (Integrated Master) tg MoAutexvikng IxoAng tou AplototeAeiou [Mavemotnuiou
Oeooahovikng, katoxog Metamtuylakol AutAwpatog Ewdikevong (MSc.) ota «MAnpodoplakd TuoTAUATA»
tou Maveniotnuiou Makedoviag, katoxog Metamtuylakou AumAwpatog Ewdikeuong (MEdu.) otn «ZxoALkn
Wuyoloyio» tou Mavemiotnuiov Tor Vergata tng Pwpng kabwg emiong kol KAtoxo¢ AlSaKTtoplkou
Autdwpatog (Ph.D.) otnv Wnorakn Exnatdeutikn Texvoloyia amd to Mavemniotio Alyaiou. To SL8aKTIKO
Tou £pyo ot TMNE otnv Ekmaibsuon otnv TputoPaBuia ekmaidevon, eival oto EAANVIKO Avolkto
MavemnotAuo, we pHéAog SEM otig Ospatikeg Evotnteg: «ETAG2: "Wnolakd Meoa otnv Eknaideuon kat
otnv Emkowwvia", “ETA 60: Texvoloyleg tng MAnpodoplag kat tng Emkowvwviag otnv Eknaidevon: on-
line kat e-learning” kot «ETA51: Kawotopia otnv €€ amootdosw¢ ekmaideuon: MOLSAYWYLIKEG Kol
TEXVOMOYIKEG edPapUOyECY, 0To Tunpa MoAttioptkng Texvoloyiag kat Emikowvwviag tou Mavemniotnuiov
Awyaiou wg AkadSNUAlKOG YMOTpodog OTO YVWOTIKO aviikeipevo «Ekmaideutikn Texvoloyia», oto
Eupwmnaiko MNavemnotuio Kumpou kat otnv AZNAITE. To mpoodato cuyypadLlkod Kal EPEUVNTLKO TOU £pYO
gotlalel otnv Wnouakn Exkmaibeutikn Texvohoyia, ota Matyvidio ToBapol Ikomou kot otnv Wndlokn
Adnynon. EXelL CUUUETAOYXEL O Tipoypappata Erasmus+, onwe oto “Education in Mathematics in Game-
Based Immersive Contexts” kal oto “ISafetyApp: Teaching Students Internet Safety Through an Artificial
Intelligence Mobile Application”. Eival kpLtig epyactwy o€ S1eBvr) Kot EAANVIKA TTEPLOSLKA KAl CUVESPLAL.
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