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YXmovoés:

= [Ituyio [TAnpogopiknc kot TnAemicowovidv, Tuqua ITAnpoeopiknic kot Tnienikowvoviov, EKIIA (2012)

= MSc ot1c Ynowkég Teyvoroyleg omnv Exnaidevon — Oswpia [Ipdén kot A&ordynon tov Exmaidevtikod ‘Epyov,
Tuqpa dhocoids Mowaymywng, Yoyoroyiog, EKITA (2015)

= Awdktopog [TAnpopopikng Exnaidevong (tithog dtatpiPig: ‘O mpoypapuotionos ws Troyh Tov Wneiakov
aAPaPNTIONO0D KoL TNG KOAMEPYELOS THG VTOLOYICTIKNG OKEWNG: 1] TEPITTWON THG AVATTUENS KO OLACKEVS WHPILOKMDY
roryvioiwv ', 2020, EKTIA)

Kvpuwa epeuvntikd/ emotnpovikd evore@épovra:

= Néot I'pappoatiopoi (ITAnpogopikds, Ontikog, I'pappaticpog twv Méowv, YToloylotikn Zkéymn) oty
Agvtepofabduo Exraidevon

= MéBodot kot epyaieio yio TV KAAMEPYELD YNPLOKDY deEI0THTOV LOONTOV Kot EKTOSEVTIKOV

= MabOnon Baciopévn oto (Ynelakd) moyvidt

»  AwBepotikéc mpooeyyioelg pabnong m.y. STE(A)M

= Yyedl001OG KOl 0EOAGYTON EKTOIOEVTIKOV EQPOPLOYDV KOl TOLYVISIOV

= Avadvoueveg Texvoloyieg otn ddaokolrio kat tn pédnon (Eravénuévn tpaypatikdétto, Pourotikn, Ekovikn
[paypatikotta K.6)

*  Enwkowovio avpodrov-vroloyioti/madov-vroroyiot) (HCI, CCI)

= Koartaokevaotiky kot kovotpadloviotikn pabnon (Constructionist Learning)

" Pnoakég texvoloyieg otnv enoyye otk eEEMEN EKTALOEVTIKMDY

" ABOKTIKH TNG TANPOPOPIKNG

AWWOKTIKO £pY0 KaTA TNV TPELOVGO TEPLOOO:

(@) o€ TPOTTVLYIAKO ETITTEDO:

*  Ynowkéc Asgiotreg yuo tov/mny Exrondevtcd (74TEKO019, ITAITAE — EKIIA)

=  Eoapuoyéc e Teyyntmc Nonuoovvng oty Exnaidevon (74TEK216, ITAITAE — EKITA)
*  Ynowkéc AvBpomotikés Emotuec oty Exnaidevon (74TEK214, ITAITAE — EKITA)
= To ymoetaxd moryvior o¢ véog ypaupatiopds (74TEK218, TTAITAE — EKTIA)

= [IAnpogopikn (Ocoroykn Xyoin — EKITA)

(B) o€ peramTv 10KO EMITTEDO:

= «STEM kot Ixavémreg Anpokpatucod IToatiopod» oto K.ILM.E. Tavtomta Exnaidevon Kot Ikovotmreg
Anpoxpatikov [Tomtiopov (EKITA)

n «Pnowkd oyvida kot Eucovikoi kdopom oto ATIIME ¥heioxioc Metooynuationos kot Exraidevticn [lpaln
(TTAAA-EKITA-AXITAITE)


http://eel.eds.uoa.gr/
mailto:mgriziot@eds.uoa.gr
https://eclass.uoa.gr/courses/EDS279/
https://eclass.uoa.gr/courses/EDS269/
https://eclass.uoa.gr/courses/EDS268/
https://eclass.uoa.gr/courses/PPP791/

«Mabnolokég Awadikaoies kot Adaxtikdg Zyedraopog pe Ynoaxég Teyvoroyiee» oto AIIME Yrgraxog

Metaoynuatiouoc kor Exroidevtixn [paén (IIAAA-EKITA-AXTIAITE)

[pocpata kor 6 EEEMEN EPELVNTIKAE TPOYPARNATO:

*

-

2026-onpepa: «Blooming Al: Developing an Al-powered Open-Source Learning Platform based on Bloom’s
Taxonomy» , . Xpnuatodotovoa apyn: Evponaikr Evoorn, KA2 Erasmus+

2023-2025: «Transforming Education with Emerging Technologies», Xpnupotodotovca apyn: Evpomaixn
"Eveoon, Horizon Europe (Project No: 101078875)

2022-2025: «Extending Design Thinking with Digital Technologies», Xpnuatodotovca apyn: Evpomaixn
"Evaoon, Horizon Europe (Project No: 10106023)

2019-2022: “The T-CREPE project: Development of an innovative web based platform to support co-creation
based learningand coaching in remote teaching environments with a focus on entrepreneurship”. Xpnpoatodotovsa
apyn: Evporaiky Evoon, KA2 Erasmus+ (Project No: 612641)

2019-2020: «Digital Creativity Enhanced in Teacher Education (DoCENT)» . Xpnuotodotovcso opyn:
Evponaikn 'Eveoon, KA2 Erasmus+

2018-2020: « Ynowkd Xyodeio II: Emékroon kot A&onoinon g Ynowkng Exmaidevtikng [MAatedpuag, temv
Awdpootikov BifAiov kot tov Arofetnpiov Madnclokdv AviKewévmvy, €pyo cuyypNIeTOd0TOOIEVO ard TV
Evponaikn ‘Evoon (Evpondaikdé Kowvovikdé Tapeio) kot to EAAnvikd Anpdcio oto mAhaicto tov EXITIA 2014-2020
(xwd. Ipa&ng OTIX 5001312).

2015-2018: «Educational Robotics for STEM-ER4STEM», Xpnpoatodotovca apyn: Evponaikr Evoon, Horizon
2020, FP7 (Project No. 665972)

2013-2016: “Mathematical Creativity Squared' - A Computational Environment to Stimulate and Enhance
Creative Designs for Mathematical Creativity”. Xpnuatodotovoa apyn: Evporaixn Eveon, P7-ICT-2013.8.1,
Technological Development and Demonstration, Strategic Objective "Technologies and scientific foundations in
the field of creativity" (Project No.: 610467)
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