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O Ap. Zmolavoc Muotakiong eivor Edikodg omv Exmodevtikny Teyvoroyio ko Kotvotopio kot
Epegvvntg oto Iavemomuio Iatpdv, Awdokwov oto Anupokpitelo Iovemommuo Opdxng, pEAOC
2EIl oto EAIT an6 10 2020 xou Emoxéntne Kabnyntig oto Aebvég Tniepatikd Ilavemotipio
UNINETTUNO. "Exet cvvepyaotel kol owdcel emiong oe mavemotio oty lomavio (Avoikto
[Tavemomuo Kataioviag), HITA (University of Washington), Meydin Bpetavia (University of the
West of England) kot Kdmpo (Avokto IMavemomuo Konpov). H emayyelpatiky tov sumepio kot
épevva  emkevipovetar oty  Eppubiotiky Mdébnon, Ewovikr Ipaypoatikomra, Emovénuévn
[Tpaypotwomra, [Hoyvidoroinon, Ioyvidia Zofapod Xxomov, ¥nelaxr) Aenynon, Exrtadevtikdg
Xyxedwopnog, Avowty EE Amootéoesmg Exmaidevomn. ‘Exet ocoppetdoyst o¢ epgovntig kot
motonompévog project manager (PMI/PMP) oe 18 Evpomaikd £pya. 'Exet moveo amnd 120
ONUOG1eVoELS Kot opidieg og Oebvn emotnuoviKd Teplodkd, cuvédpla kot Pipiia. To dvoud tov
neplhappéveral 6to 2% TV EMOTNUOVOV LE TN UEYOADTEPN EMPPOTN TayKoouing yuo to étn 2023,
2024 xou 2025 (Mota Elsevier kot [Tavemotnpiov tov Stanford). Ymnpetel og General Chair tov
emotov Xvvedpiov tov Immersive Learning Research Network (iLRN). Ot omovdéc tov
neplhappdvovv ddaxtopikd ot I'voowokr Emotun oto [avemomuo g Jyvéskyld (dwiavdia),
Master of Arts omnv Exnaidevon oe Ewovikovg Koopovg oto [Havemotuo West of England Bristol,
Master of Science otn ZyoA Mnyoavordywv Mnyavikav tov EBvikod MetcoBiov TTodvteyveiov ko
Mertantoylokd [Tictomromtikd oto Avowktd [avemoto e Kataroviog.

e Google Scholar: https://scholar.google.com/citations?user=M4ytbJ4AAAAAJ
e Scopus: https://www.scopus.com/authid/detail.uri?authorld=55547222700
o World's Top 2% Scientist profile: https://topresearcherslist.com/Home/Profile/872030
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