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MPOZQNIKA ZTOIXEIA

Hp/via Frévvnong: 2 AsképPplou 1985

Ow/knA Katdotaon: Ayapog

Awevbuvon: lwokeip 8, T.K. 81100, MuTiArjvn, AéoPog
TnAédwva: +30 2251036638, +30 6945001081
E-mail v.kasapakis@aegean.gr

MPO®IA

O B. Kaoamdakng kotéxel mruxio otnv MoAttiopikn) Texvoloyia kal EMkowwvia, HETOMTUXLAKO TiTAO omoudwv otnv
«MoAttioptkn NMAnpodoptkn kat Emkowvwviar, dtdaktopilkd oto medio Twv «Alaxutwv Mayvidlwv» (Pervasive Games), Ka
Stmlwpa ekmdvnong MeTadLOaKTOPLIKAG Epeuvag oto medlo «Aladpacn oe meptBaiiovta MIKTAG MPayUATIKOTNTAGY, Ta
omola €\afe amnod to MNavemiotiuio Ayaiou ta £€tn 2007, 2009, 2016 kat 2019, avtiotowya. INUepa UTNPETEL WG MOVLOG
AvamAnpwtrg Kadnyntng oto TuAua MoAttiopikng Texvoloyiog kat Emikowvwviag tou Navemniotnuiov Alyailou Pe YWWOTLKO
avtikeipevo «Ektetapévn MNpaypatikotnta» (GEK M 2277 — 20.06.2025). H epguvnTikr Tou §paotnplotnTa EKTE(VETAL OTLG
TIEPLOXEG TNC ELKOVIKNG KO ULKTHG TIPOYUATLKOTNTAG oTa Ttedia TOU TMOALTLOMOU, TNG EKMaideucnc, Kal Twv matxvidiwy. ExXet
dnpooteloel meplocotepa amo 90 apbpa ota mapanavw Bépata oe Slebvr emotnovika mepLodikd, kedpdahata BLALwvY
KOl TIPOKTIKA SLeBvwv emiotnovikwy ouvedplwv. Elval LENOG TNG CUVTAKTIKAG ETUTPOTING Tou SleBvoUG EMLOTNUOVLKOU
neplodikol ‘The Computer Games Journal’ (Springer), evw €xel emiong SlateAécel HEAOG TNG ETLOTNOVIKAG ETUTPOTIAG
TIPOYPAMATOC SleBVWV EMLOTNHUOVIKWY ouvedplwv oTo Xwpo TG ExTeTapévng MPayuoTikoTNTOG. ZUMMETEXEL 1] EXEL
CUULETAOXEL WG gpeuVNTAG 0 TARBOC €pywv €peuvag Kal avamtuéng mou £€xouv xpnuatodotndel amod £BvikolG Kat
gupwnaikolg opous. Metal autwy ta epeuvntika €pya TouristHub (ITET), SMARTBUY (H2020-ICT-2015/687960), HoPE
(EC/CIP7/621133), MOVESMART (EC/FP7/609026), eCOMPASS (EC/FP7/288094).

ENAITEAMATIKEZ OEZEIZ

loUviog 20205 - Iruepa AvarAnpwtn¢ Kabnyntig oto TuApa MoAtloptkig Texvoloyiag kat Emikolvwviog tou
Mavemiotniou Alyaiou e YWWOTIKO avTikeipevo «Ektetapévn Mpaypatikotnta» (OEK 7 2277
—20.06.2025).

Armp 2019 - Iuepa Emikoupog KaBnyntig oto Tunuo MoAwopkng Texvoloyiog kat Emikowwviag Ttou
Mavemiotnuiov Alyaiov pe yvwoTikO avtikeipevo «Tplodldotata Mpadikd kat MiktA
Mpaypatikotnta» (PEK T 630 - 22.04.2019).

[Mat 2014 — Anp 2019] BonBog Wndlomoinong Kivnong kat Movtal Bivieo twv MNpomtuylakwy AuTAWUOTIKWY
Epyactwv kal Metamtuylokwyv AlatplBwy Kat Emikouptkd Epyo otn Zuvinpnon Ekmaldeutikwy
Epyaotnpiwv tou Tunuatog MoAwtiopikng Texvoloyiag kat Emikowwviag, MavemiotnuLo

Awyaiou.

[®eB 2016 — louv 2018] Addokwv (e oluBaocn €pyou), cuvdLdaokaAior METATTUXLOKWY HoONUdtwy Ttou MNMZ
«MNoAtiopikny  MAnpodopiky kat Emkowwvia» - KoatevBuvon «Ixeblaon Wndlokwy
MoAttiotikwv Mpolovtwvyy, TuRua MoAltiopikng Texvoloyiag Kat Emkowwviag, MavemiotiuLlo
Awaiou.

[Okt 2016 — louv 2018] Aldaokwv (umo Tto KaBeotwg Ttou Mavemotnuiakol Ymotpodou oto mMAaiclo TNG MPAEng

«Amoktnon Akadnuaikng Awdaktikng Epmewpia¢ oe  Néoug Emotipoveg Katoxoug
AldaktoplkoV oto Mavemiotiuio Ayaiou»), autovoun Stdackalia padnudTwy Tou XelLepLVoU
Kal gaplvou efaunvou, Tunua MoAwtloptkng Texvoloyioag kat Emikolvwviag, Mavemiotiuio
Awyaiou.

[Noé 2017] EWolkOg Emiotnpovikog uvepydtng oto TAaiolo Tou €pyou  «Avamtuén Edappoyng



[Aek 2013]

[loUA 2012]

[®eB 2011 — Mép 2011]
[®eB 2010 - lovv 2010]

ZNOYAEZ
[Artp 2016 — Map 2019]

[Maw 2010 — Artp 2016]

[Okt 2007 - ®eP 2009]

[Zem 2003- Okt 2007]

Emavénuévng Mpaypatikotntag yia Xwpoug MoAtttopikng KAnpovopiag», Tunpa Enwowwviag
kat Zmoudwv Aladiktuou, Texvoloyiko Navemiothpo Kimpou, Kumpog.

Anuoupyla  kat  Stoxelpon tng otoceAibag Tou Alebvoug DeotPfAN  NToKLLAVTIEP
«AegeanDocs»

YnevBuvog Slaxeipong Social Media ywo to Ogpwd MNpdypappa IMOUSWVY  OTIG
OMTIKOAKOUOTIKEG TEXVeG Kot TNV Emikowwvia tou Mavemiotnuiou Atyaiou, KukAog ‘H,
Mpaypatikotnta péoa anod 1o Gako, B° daon.

Alddokwv (BaBuoloyikr avtiotolyia Aéktopa), Stdaokalia pabnuatog xelpeplvol e€aunvou,
Avwrtdtn 2xoAn KaAwv Texvwy, ABrva, ENada.

Metadibaktopikny €peuva (Postdoc), TuRua MoAwtiopikng Texvohoyiag kot Emikolvwviag
(Department of Cultural Technology and Communication), Mav/uto Awaiou, EAAGSa. Tithog:
Awadpaon oe mepBailovta Miktrg Mpaypatikotntag (Interaction in Mixed Reality Worlds)

Awdaktopikd SimAwpa (PhD), TuRua MoAttiopkng Texvoloyiag kat Emikowvwviog (Department
of Cultural Technology and Communication), Mav/uo Awaiou, ENada. Titdog SiatptBrg:
«Aayuta  Mawyvidta POoAwv: Zxebiaon, Avamrtuén kot A&loAdynon evog EpeuvntikoU
Mpwrtotumou» (“Pervasive Role Playing Games: Design, Development and Evaluation of a
Research Prototype”). BaBuoloyia: Aplota.

Metantuxlako Atmlwpa Ewdikevong otnv MoAwtioptkny MAnpodopikr Kat Emkowvwvia (MSc in
Cultural Informatics and Communication), Tupa MoAwttoptkng Texvohoylag kat Emikowvwviag,
Mav/uo Awyaiou, EAAGSa. Tithog SLatplBrc: «Avarmapdotaorn evoc LOTOPLKOU YEYOVOTOG UE TN
xpnan tplwoblactatwy ypagikwy: Ot Bikivyke otnv AyyAla kot ato povaotipt tou Alvtiopapv»
(“Reenacting a Historical Event Using 3D Graphics: The Vikings in England and the Lindisfarne
Monastery”). BaBuoloyia: 8,74/10.

Mtuxio otnv MoAttiopikr Texvoloyla kot Emikowwvia, Tunpa MoATlopikng Texvoloyiag Kat
Erukowwviag, Mav/uo Awyaiou. BaBuoloyia: 6,84/10.

EPEYNHTIKA NMPOrPAMMATA

[Okt 2024 — zAuepal

[1&v 2023 — lovv 2025]

Ry

[Mat 2022 - 3ruepa]
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Revealing

Herit Adapt
Dopéag xpnuatodotnong: EU — Interreg Euromed Programme, European Commission

Dopéag uhomoinong: Sapienza University of Rome

POAog oto €pyo: EUMELPOC epeuvnTG — IXESLOOUOG, avamtuén kal afloAdynon edappoywv
EkTeETAPEVNG MPAYUATIKOTNTAG YLOL XWPOUG TTOALTLOTHOU.

VR tools for designing products aimed at people with visual and motor impairments (VR 4 ALL)

Dopéag xpnuarodotnong: Erasmus+
®opéag uhomoinong: Mavemotiuio Awyaiou, TuApa Mnyavikwv Zxedlaong Mpoidvtwv &
JUCTNUATWV.

POAog oTo £pyo: EUMelpog gpeuvnTAG — IXeSLOOUOG, avamtuén kat afloAdynon uobnolakwyv
niepBaAAOVTwY ElkoVIKAG MpayUatikotnTag.

YAonoinon MaBnaotakwyv MeptBalioviwy Etkovikng Mpayuatikotntag (VRLES) yia tnv
TprroBaButa Ekmaidsvon - REVEALING

Dopéag xpnuarodotnong: Erasmus+

®opéag uhomoinong: Mavemotiuio Awyaiou, TuApa Mnxavikwv Zxedlaong Mpoidviwv &
JUCTNUATWV.


https://www.isi.gr/project/heritage-and-territory-resilience-through-sustainable-tourism-climate-change-adaptation-and
https://vr4all.eu/
https://revealing-project.eu/
https://revealing-project.eu/

[Auy 2020 - zrpepa]

|
g2z

-
TouristHub

[DeP 2021 - Zrpepa]

[Mat 2020 — 2Auepal

all

MNETAVR

[Artp 2020 — Aek 2020]

[Auy 2018 — Ask 2019]

PoAog oto €pyo: Eumelpog epeuvntng — ZXeSLAOMOG, avaAmTuén Kal afloAoynon padnolakwv
nePBOAAOVTWY ELKOVIKAG MPpOyLATIKOTNTAG.

YuvaBpolon Kat mopoxr OAOKANPWUEVWY TOUPLOTIKWY KoL TOELSLWTLKWY UTINPECLWY

Qopeag xpnuatodotnong: Eviala Apdon Kpatwkwv Evioxvoewv Epeuvag, TexvoAoylkng
Avarntuéng & Kawotopiag «Epguvw-Anuoupyw-Kavotopw».

Qopéag uhomoinong: Mavemothuio Atwyaiou, TuApa Mnyavikwv Zxediaong Mpoidviwv &
JuoTNUATWVY.

PoAog oto épyo: Eumelpog gpeuvntic — AELOAGYNGON TwV TEAKWY £PApPUOYWY XPNOTWV oTa
mAalola TG mapoxng OAOKANPWUEVWY TOUPLOTIKWV Kal TAELSLWTIKWY UTTNPECLWV.

Wnolakog Metaoynuotiopog Bopeiou Awyaiou otov MoAttiopo kot Touplopo e- Aegean CulTour

Qopéag xpnupatodotnong: (ETMA), oto mAaiocwo Tou Emixelpnotakol Mpoypappatog
«AvtaywvioTtikotnta Emixelpnuatikétnta kot Kawvotopio - EMAVEK 2014-2020», MpookAnon
111 «Ymootrp&n tng Nepidepetaxrg Aploteiog»

@Qopéag vlomoinong: MNavermothuo Awyaiou, Tunua [MMoAwtopukng Texvoloyiag Kot
Emkowvwviag.

P6Aog oto £pyo: Emiotnuovikog unebBuvog uno-épyou: [Aegean VR-MR Services]: Ymnpeoleg
ElKOVLKA G Kot MIKTAG MpaypatikdtnTog

Mn Asktikn Emikowwvia os MepBdAlovta EpBubiotikig EtkovikAc MpayuotikOTNToG

Qopeag xpnpatodotnong: EAAnviko 16pupa Epeuvag kot Kawotouiag (EA.IA.E.K.) oto mAaiolo
g Apdong «1n Mpoknpuén epguvntikwy épywv EAIA.E.K. yia tnv evioxuon twv peAwv AEM kat
Epguvntwv/tpLwv kot tnv popunBeta epeuvntikoy £EOMALOMOU HeYAANG aiag»

Dopéag uhomoinong: Navemotripo Ayaiou, TuRpa Mnxavikwyv Zxediaong Npotovtwy kat
JUCTNUATWV.

MpoUmoAoyLopog €pyou: €168.399.00

PoAog oto é€pyo: Eumelpog epeuvntng - YAomoinon edappoyng €WKOVIKAG KOL HLKTAG
TPAYUOTLKOTNTOG Lo TNV TIPOoBOAN Kal mpowBnon Tng MOALTIOTIKI G KANPOVOLaG.

ADHIHZH OAokAnpwuévo cuotnua Slaxeiplong kot empéAeLag PndLlakol meEPLEXOUEVOU
KOLL TTAPOY WY G TIPOCWITOTIOLN LEVWV OTOULKWVY KOL CUVEPYATIKWY adnyHoewv

Dopéag xpnuatodotnong: Atoveg Mpotepatdtntag (A.M.) 1 «AVATTUEN ETILXELPNLATIKOTNTAS HE
Topeakég mpoTepaldOTNTEGY KOl 13 «AVAMTUEN  ETUXELPNMOATIKOTNTOG HME  TOMEAKEG
TPOTEPALOTNTEG — ZTeped EANGSa kot NOTLo Ayaio», Ospatikdg  Itoxog 1, Emevéutiki
Mpotepatdtnta 1B EwdkOg Itdxog 1.1. «AUENON  ETIXELPNMATIKWY TPWTOROUALWY  Kat
OUVEPYOOLWY YloL TNV QVATTUEN KOLVOTOMOU ETLXELPNMATIKOTNTOG cUMbWVA UE TNV €BVIKN
oTPATNYIKA £PELVAC KOL KOlvoTopiag yia é€umvn e€eldikevon (otpatnykn RIS3)».

Qopéag ulomoinong: Mavemotuo Awyaiou, Tunua ToAwtlopikng Texvoloylag Kot
Emwkowvwviag.

PoAog oto é€pyo: Eumelpog epeuvnti¢ - YAomoinon edapUoynC ELKOVIKAG KOl ULKTAG
TPAYUOTLKOTNTAG Lo TNV TIPOBOAN Kal mpowBnon Tng MOALTLOTIKI G KANPOVOLLLOG.

«Kowwvik AAMnAenidpacn oe MeptBallovta Elkovikng MpayuoatikotnTag»

Qopéag xpnuatodotnong: Mpoypappa «YmootnplEn epeuvntwv He €udaon OToug VEOUG
gpeuvntégy, E.M. «Avamrtuén AvBpwrivou Auvapuikou, Ekmaidevon kal Ala Biou Mdabnon» pe
ocuyxpnuatodotnon amdé to Eupwnaiké Kowwvikd Tapeio (E.K.T.) (kwdikog mpaéng: MIS
5004223). XpnuatodotnBnkayv 242 ek twv 2815 npotdoswv mou urtoPARBnkav (~8.6%).

®opéag uhomoinong: Mavemotnpio Awyaiou, TuApa Mnyavikwv Zxedlaong Mpoidviwv &
JUCTNUATWV.


https://touristhub-project.aegean.gr/
https://cultour.aristeia.aegean.gr/
https://metavr.aegean.gr/

[Amp 2016 — loUv 2018 ]

smartbuy*

[l&v 2016 — lovv 2018]

) I='§

Holistic Personal public Eco-mobility

[lav 2015 - Okt 2016]

[Amp 2014 - loUA 2014]

[®eB 2013 - Okt 2014]

[ M&L 2013 — Zem 2013]

MpoUmoAoyLopog €pyou: €62.650.

Polog oto épyo: Eumelpog epsuvntig - YAomoinon mMepApaATIKAG TAATHOPUOC  HLKTAG
TIPOYUATLKOTNTAG YLt TNV UTIOOTAPLEN QMOUOKPUGUEVNG cUyXpovng alnAenidpacng xpnotwv
oto mAaiolo Sle€aywyng KOWWVIKWVY TTELPAUATWV.

H2020-1CT-2015/687960 SMARTBUY (“Enhanced Buying Experiences in Smart Cities”)

Dopéag xpnuatodotnong: Horizon 2020 Programme tng EE.

@opéag ulomoinong: Epeuvnuikd Akadnuaikoé Ivotitouto TexvoAoyiog YmoAoylotwv Kot
Ekd6oewv «Addavtoc» (ITYE), Matpa.

MpoUmoAoylopog €pyou: €1,42¢ek. NpoumoAoylopnog ITYE: €383.750.
PbAog oto €pyo: Epeuvntng.
CIP7-621133 HoPE (“Holistic Personal public Eco-mobility”)

Dopéag xpnuatrodotnong: ICT Policy Support Programme tng EE.

Qopéag vlomoinong: Epsuvntikd Akadnuaikd Ivotitouto Texvoloylog YmoAoylotwv Kat
ExSooewv «Alodpavtog» (ITYE), Natpa.

MpoUmoAoylopdg épyou: €3,6ek. NMpoumoAoylopdg ITYE: €284.930.
PoMAog oto épyo: Epeuvntng.
FP7-609026 MOVESMART (“Renewable Mobility Services in Smart Cities”).

Dopéag xpnuatodotnong: 7° Npdypappa MAaicwo tng EE (FP7).

@opéag ulomoinong: Epeuvnuikd Akadnuaiko Ivotitouto Texvohoyiag YmoAoylotwv Kot
Ekd6oewv «Addavtoc» (ITYE), Matpa.

MpoUmoloylopog £pyou: €3,2¢K.
PAAog oto €pyo: Epeuvntng.

Anuloupyia tplobtdotatwy  (3D) ovamopaoTAoEwWV Yl TNV Tmopouciacn mapoadoolakwy
EMayyeAUATWY Tou B. Alyaiou

Dopéag xpnuatodotnong: Nepidepelako Tapeio Bopeiou Ayaiou.

Dopéag vlomoinaong: Nepipepelako Tapeio Avamtuéng Mepldbépelag Bopelou Ayaiou. To €pyo
avéhaPe va ohokAnpwoel To Epyactriplo Ewkovag, ‘Hyou kat MoALTIOTIKAG Avamapdotaong, e
Emiotnuoviko YreuBuvo tov Kabnynti Anunten MNanayswpyiou.

MpoumoAoylopog épyou: €41.170.

POAog oto €pyo: ® Epsuvntrg. Anuoupyia TpLodlactatwy ypadlkwy yla Tnv napousiacn twv
MAPAS00LOKWY EMAYYEAUATWY. ® Epeuva yla Gpwtoypadiko UALKO.

FP7-288094 eCOMPASS (“eco-Friendly Urban Multi-Modal Route Planning Services for Mobile
Users”)

Dopéag xpnuatodotnong: 7° NMpdypappa MAaicto tng EE (FP7).

Qopéag vlomoinong: Epsuvntikd Akadnuaikd Ivotitouto Texvoloylag YmoAoylotwv Kat
Ek60oewv «Alodavtog» (ITYE), Matpa (cuvtoviotng dopéacg).

MNpoUmoAoylopnog Epyou: €4.078.910.
P&Aog oto €pyo: EpeuvnTic.

MNopoxn NAEKTPOVIKWY UTINPECLWYV avadeléng kot mpoBoAng tou Kaotpou tng MuTIAAVNG, TwVv
BuZavtivwy Kot OBWHOVIKWY UVNUELWV Kot Tne KoOnuepvn g Iwng TNS EUPUTEPNC TEPLOXAC

Qopgag xpnuatodotnong: Ymoupyeio Mawdeiog kot Opnokeupudtwy, [OATIOHOL Ko
ABANTIOpOU pe ocuyxpnuatodotnon tou Eupwrmaikol Topeiou Mepidpepelakng Avamtuéng
(ETNA).


http://smartbuy.tech/
http://hope-eu-project.eu/
http://movesmartfp7.eu/
http://traditional-professions.aegean.gr/
http://traditional-professions.aegean.gr/
http://www.ecompass-project.eu/
http://www.ecompass-project.eu/
http://mytilene-castle.gr/contributors.php
http://mytilene-castle.gr/contributors.php

Qopéag vAomoinong: 14" Edopia Bulavtivwv Mvnueiwv, oto mAaiolo tou Emixelpnolakou
Mpoypdupatoc Wndakn XUykAion tou EXMA. Avadoxog tou €pyou: IMC A.E. YriepyoAdBocg tou
£€pyou: EW81kOg Aoyaplaoudg Epeuvag tou Mavemiotnuiou Awyaiou. To €pyo avéloPe va
olokAnpwoel To Epyaotrplo Elkovag, Hyou kat MoALTlotikrg Avamapdotacng, e EmMoTtnUoviko
YrieBuvo tov Av. Kabnyntr Anunten Namayswpyiou.

Mpoumnoloylopog £pyou: €245.500. MpolmoAoylopog Mav/piou Ayaiou: €30.000.

PoAog oto €pyo: Epeuvntig (auobi), Kataokeun Tpiodldotatwy Wndlakwv Avamapootdoewy
otov neplBdAlovta xwpo tou Kaotpou.

MPOrPAMMATA ENIMOP®QZHZ & EE ANOZTAZEQZ EKIMNAIAEYZHZ

[Zem 2013 — MaL2016]  Mpoypappa Ald Biou Mabnong tou Navemniotnuiou Atyaiou «Kivntég Texvoloyleg».

Qopéag xpnuatodotnong: Mpdagn «To Mavemiotiuio Awyaiou, Baolkdg mapdyovtag ylo thv
OLKOVORLKI KOL KOWWVLKA avamtuén Ttou AlyoalomeAayitikou Xwpou», Tou ETixelpnolakou
Mpoypdaupatog «Ekmaidevon kat Al Biou Mabnon», pe ouyxpnuatodotnon amd tnv
Eupwmnaikr Evwon kat EBvikoug Nopouc.

PoAog oto €pyo: ALSAoKWV.

AIAAKTIKH EMMEIPIA

TuRpa MoAwttioptkig TexvoAoyiag & Emikowwviag, Naveniotipio Atyaiou

= Autovoun Sidackahia og Mpomtuxtako Mpoypappa Zmoudwy:
o Ewovikn Npayuatikotnta (YE), Z E€aunvo, 2019 - ZAuepa
o Tpwdidotata rpadikd pe Ynohoyiotn (YE), IT' EEaunvo, 2019 — Znuepa
o Texvoloyieg NMoAupéowy (Y), B” E€aunvo, 2019 — Znuepa

= Autovoun Sidackalia og Mpomtuxtako Mpoypappa Zmoudwy:

o Kwntog kat Ataxutog YroAoylopog (YE), Z "E€aunvo, 2016-2018
o Tpwblaoctata MNpadka pe Yrnoloyioth (YE), IT' E€dunvo, 2016-2018

= Autovoun Sibackahia oe Metamtuxtako Mpdypappa Znoudwv (MAE «MoAtiopikn MAnpodoptkn»):

o Avamrtuén nmoyvidlwy kot ebappoywv o MePLBAAAOVTA ULIKTNG KoL ELKOVIKNG Tipaypatikotntag |, 2019 —

IApepa

o Avamrtuén mayvislwy kal ebapuoywv oe MePBAAAOVTA ULKTHG KOl ELKOVIKAG Tipaypatikotntag I, 2019 —
INuepa

= Autovoun O&ldackaAia (ouvdibaokaAia) oe Metantuylokd Mpoypappa Imoudwv (MAE  «MoATlopikn
MAnpodopikn»):

o 3D Graphics | (cuvéibaokaAia), 2016-2018

o  Kuwntég Texvoloyieg (ouvdidaokaAia), 2016-2018

o 3D Graphics Il (cuvéidackaAia), 2016-2018

=  E€ amootacswg acuyypovn didaokalia oto mpoypappa Ald Biou Madnong tou Naveniotnuiov Awyaiou «Kivntég
Texvoloyieg»:

o Ewaywyn otnv Avamtuén Kwntwv Edapupoywv otnv NAatdopua Android (3 cuvedpieg), Avamrtuén
Mponyuévwv Kwntwv Edapuoywv otnv MNAatdopua Android (4 ouvedpieg), YAomoinon Kivntwv
Edbapuoywv Emavénuévng Mpayuatikotntag (Augmented Reality) otnv MAatdopua Android (1
ocuvebdpla).

=  ETKouplko €pyo:
o AwAégelg (3 wpeg / efdopada ya 6 efSopadeg) oTo €pyaoTNPLAKO UEPOG TOU HaBnpatog «Kivntég
Texvoloyiegy», 7° e€aunvo, 2013-2014.

Avwtatn ZxoAn KaAwv Texvwv




= [1pOTTUXLAKO TIPOYPALO OTIOUSWV:

o MNponyuéva O¢pata Etkovikig Mpaypatikotntag, I "E€aunvo, 2010-2011.

EnipAsyn epyaciwv:

EmBAETIWY OAoKANPpWUEVWY SLEOKTOPLKWV SlatplBwv

Dzardanova Elena (2020)

TuApa Mnxavikwyv 2xediaong
Mpoidvtwy Kal ZuoTUATWY,
MNavemnotipio Ayaiou.

«The Body is the Message: Theoretical and Experimental
Examination of the Body in Shared Mixed Reality
Environments». «To Zwpa gival to Mrvupa: OswpnTikr Kat
Ebappoopévn Alepelvnon Tou TWUATOG o€ Alapolpaldpeva
MeptBarAovta Miktrg MpayuatikdTnTag»

Ert

BAEmwy ev e€elifel SLdakTtopikwy dlatplBwv

Maptog lwavvidng (2020)

TuAua NoAttopkig Texvohoyiag
Kat Emwowvwviag.

«Zxedlaopog kat A€loAdynon Mebodwv Wnolaknig
Awadpaotikig Adrynong ya Mowvidia EpBublotikng
Ewkovikng Mpaypatikotntagy». «Design and Evaluation of
Interactive Digital Storytelling Techniques for Immersive
Virtual Reality Games».

Nika Xpuodven (2020)

TuAua NoAwttopikig Texvohoyiag
Ko Emukowwviag.

«Navidia pe Eniyvwon ©éong: Melétn tng Enintwong tou
Adbnynuatikol Zxedtacpou otnv Mpowdnaon tng MOALTLOTIKAG
KAnpovopudg». «Location Based Games: The Impact of
Narrative Design on Promoting Cultural Heritage».

Ouwpdg Xatindnurteng (2020)

TuAua NoAwttopikig Texvohoyiag
Ko Emukowwviag.

«MEAETN KO EKTLUNON TIOLOTNTAG EUMELPLOG TIOUKTWY OTOL
Sudyuta maxviblay. «Investigating and assessing the quality of
experience of players in pervasive games».

Avbpovikn Ayehada (2020)

TuAua NoAwtlopikig Texvohoyiag
Ko Emukowwviag.

«Xphon Ewovikwv Xapaktripwv otnv NpoBoAr kat NapwBnon
¢ NoAtiotikng KAnpovopiagy. «Using Virtual Characters to
Promote Cultural Heritage».

MéAog Tpuuehoug Emtpomnng ev e€eligel SLdaktopikwy dlatplpwv

EAévn Mveupatikou (EmBAEnovoa: Madn
AyyeAn).

ZXoAn AleBvwv Zroudwy,
Emukowvwviog kat MoAttiopou,
MNavtelo MNavemotiputo.

MoAwtiopikd Tpavpa kat Xwpkn Metatdmnion:
H xprion epaproywv ELKOVIKAG TPOAYHATIKOTNTAG
oTNV MEPLTTWON TNG KOWOTNTAG TNG MOVIOKWUNG

May8&aAnvn Toiyka (EmBAénovoa: Tavia
BaAapwtn)

To Turiua lotopiag kot
Apxatoloyiag, ANO.

H npostopacia tng tpodrg oto veoAlBIKo oklopd Avdpyupol
Vllc: Mia e€epeivnon péoa amd ta LayeLplka okeln

MéAog Tpipehouc Emitportic OAoKANPWUEVWY ALSaKTopKWY Alatpifwy

ANEEavEpog Koillag (EmBAEMwWY: XprioTog
AvayvwoTtonouAog)

Tunpa NoAwtiopikig Texvohoyiog
Kka Emwowwviag

“Intelligent Modelling of Human Movement Behaviour During
Virtual Crowd Interaction in Immersive Virtual Environments”
(tithog ota EAAnVIKG «Eudunig povtelomoinon tng
oupneptdopdg TG avBpwrvng Kivnong Katd tn Stapketa
aAANAemiSpaong Le €LKOVIKO TANBUGCKO OE ELKOVIKA
nieptBarovtar.

Mélog Entapelolg Emutpornric OAoKANpWHEVWVY ALSaKTOpLKWY Alatpifwy

AoAating lwdvvng (EmPBAEnwv: Mepdopuog
MNauvAoyswpydrog).

TuAua MoAtttopiking Texvohoyiag
Ko Emkowvwviog

Edappoyn tng Oswpiag twv EMKUKAWY 0T0 MNXOVIOHO TwV
AvtikuBripwv»: MeAétn tng MAavntikig Kivnong oto
EunpdoBio Tunpa tou MnxaviopoU Kat AVOKOTAOKEUR TOU

AutAwpatikeg Epyaoieg (MME Turpa MOALTLOKAG

Texvoloyiag kat Emkowwviog)

Nevtedouvrag ANEEavSpog (2020)

Tunpa MoAwtiopikig Texvohoyiog
Kat Emkowwviag. MM
NoAttiopikn) MAnpodopikn Kot
Emowwvia.

MpoBoAn kat tpowbnon TNG MOALTLOTIKIG KANPOVOULAG e Th
xprion mayvidov Ewkovikng Mpaypatikdtntag.

MouAwavog Kwv/vog (2020)

Tunpa NoAwtiopikig Texvohoyiog
Kat Emkowwviag. MM
MNoAttioptkr) MAnpodopikn Kat
Emowwvia.

Avarmtuén enaubeuTIknG epapoync e TN XPHRon Thg
EMAUENUEVNG TIPAYUATIKOTNTOG.

Ayehadd Avdpovikn — TalapyouAa (2020)

TuAua NMoAtttopikig Texvohoyiag
kat Emkowwvioag. MMZ
MNoAttiopikr) MAnpodopikn Kat
Emwowwvia.

Mapouaciaon tng mapaywyrnig Tou oUIoU HE TNV XPRoN TNG
£LKOVIKA G TIPAYLATIKOTNTOG.




TuAua MoAttopikig Texvoloyiag
kat Emkowwviag. MM

H glkoviKr Tpaypatikdtnta weg Héco npoofactpdtntag o

4 Aapaockog Osodavng (2020) Mook MANpodoplkr Kot xwpouqlno}\moukou evOLadEPOVTOG YL ATOUA PLE KLVNTIKNA
, avannpia.
Ermwowwvia.
Tun Mo\l 1c T Aoyl , , . ,
Wipa o LTL?HLKT]C Exvonovtag Emauénon tng enilyvwong Twv xpnotwv o€ {ntrpata
, , , kot Ermkowvwviag. MMZ , , R ,
5 Mapaykouddkn Zodia — Ntopn (2020) X i LOLWTIKOTNTAG HECW ELKOVLKNG TIPOYHOTIKOTNTOG
MNoAttiopikn) MAnpodopLkn Kot .
, (ZuveruBAénwy).
Ermowwvia.
TuApa NoAwttopkig Texvohoyiag . A , ,
s Awoxeiplon aopalwv EEUMVWV-CUCKEUWY TOU SLadIKTUOU TwV
, . kot Ermkowvwviag. MM , , s ,
6 MaZapakng Navayng — Ayyehog (2020) X i TPAYUATWY UE XPrion EMAUENUEVNG TPAYLOTIKOTNTOG
MNoAttiopikn) MAnpodopLkn Kot ,
, (ZuveruBAénwv).
Ermowwvia.
TuApa NoAwtiopikig Texvohoyiag
- , , Kat Emkowwviag. MM Texvikeg {wypadikig Kat Ta KAAALTEXVIKA peUOTA LECA QIO
7 =umtepd. 2odia (2020) MNoAttioptkr) MAnpodopikn Kat ™V gwkovikr mpaypatikotnta (VR) (ZuverBAénwv).
Emkowwvia.
TuApa Mok G T Aoyl . . . , .
KEPE:LK;VS;?ELK%QM;XVO oviag IXESLAOMAG KAl avartuén Kvntrg edapUoyng LE Xxprion
8 ZumnoAttdkn Mapia (2020) , & , Augmented Reality yta tnv mpowBnon tou Nautikol
NoAwtiopikn MAnpodopikn Kot , R
. Mouoeiou KpAtng.
Ermkowvwvia.
X X , Baton VR — AteUBuvon gkovikoU PLouatkol GUVOAOU o€
Tunpa NoAwtiopikig Texvohoyiog , , i ,
, TEPLBAANOV ELKOVLKAG TIPAYULATIKOTNTOG LE QVayvVWweLon
, , , kot Ermkowvwviag. MMZ . R . ,
9 Ipappatikakn Mapia- Frewpyia (2020) , , XELPOVOULWV KL OE TIPAYLATIKO-XPOVO LETACYNUATIOMO TWV
MNoAttiopikn) MAnpodopikn Kot ) K i X
. EKPPACTIKWV TAPAUETPWY TNG LOUGLKAG KAL TNG ELKOVAG
Ernowwvia. .
(ZuvemiBAénwy)
TuAua NoAwttopikig Texvohoyiag , , , ,
vo Etoweoviae. VS Avamrtuén edappoyng urmoAoylotr kat VR edapuoyng, yia tThv
10 | lwavvidng Mapuog (2020) , & , €kBeon «Addvng kal XAon», Baclopévn oto BLBAio tou
NoAwtiopikn MAnpodopikn Kot , s ,
. Abyyou Kat Toug Tivakeg Tou M.ZaykAA.
Enwowwvia.
Tunpa NoAwtiopikig Texvohoyiog
11 | Kukéhou Traupolha (2021) Ko ET[LKOLVfA)ViU.Q. nms ’ ELKOVLK’I"] nepLiynon ota Aaykadia, To KpERAOTO XWwPLo TNG
NoAttiopikn MAnpodopikn Kot Apkadiag
Emwowvwvia.
Tun n G T t , . , .
Hika OMTLC,WLKHQ exvohoviag MpoBoAn kat tpowBnaon TNG MOALTLOTIKNG KANPOVOULAG HE TN
, , kot Ermkowvwviag. NMMZ , , A . ,
12 | Awdura Avva (2021) , , xpnon Ewovikng MNpaypatikotntog: Anodpacn and to
NoAttioptkn MAnpodopLkn Kot , ,
. dpoUplo tou KoUAe.
Emkowvwvia.
Tunpa NoAwtiopikig Texvohoyiog
, Ko Emowwviag. MME Gigantomachy: MuBoAoyiko maiyvidt Etkovikng
1 , . .
3 | Towapas Opnpog (2021) MNoAttiopikr) MAnpodopikr kat Mpaypatikotntag.
Emowvwvia.
TuAua MoAtlopiking Texvohoyiag
. , E lag. MMz n t A tag N 1S M h
14 | ®Adpoc Ioiswpoc (2021) Kol T[LKOI.Vf,UVLU.Q ’ QF)OUGLGGH ™m§ ‘LaﬁlKCIGLCXC, c‘xpavwvnq aotixog pe TNV
MoAttiopikn MAnpodopLkn Kot xprion tg Eltkovikig Mpaypatikotntag.
Enkowwvia.
Mtuxiakég Epyaoisg (TuApa MoAwopikig TexvoAoyiog kat Entkowwviag)
’ ‘ Tuf oo Ml T ; Al 0 oK ; ]
1 Mévan lwavvé (2020) Mo 0}\LTLC’SU.I.KI]Q exvoloylog Latnpr?cn ™mg o)\m’ctu(nq Anpovopiag pe Tt xpnon
Ko Emkowvwviag. Ewkovikng Mpaypatikotntag
, , , MeA£€Tn TnG entintwong twv In-Game Sladnuioswv mou
2 BaoWoyauppog Navaywwtng (2021) IEPET?LEOOLCSLCEELKHQ Texvohoyias nipoBaAovrtat péow SLeloSuTkWY Slemadwy oe moxvidia
5 ELKOVIKA G TIPOAYUATIKOTNTAG OTNV EUMELPIA TWV XPNOTWV.
. . ) ) { ¢ Emi E O Xu E {
3 MawpopixdAne Avactéotoc (2022) Tunpa HOALTLC’SLLLKI]Q Texvoloyiag MeAétn tn’§ niintwong tou Etkovikou Xwpou otnv Eumepia
Ko Emkowvwviag. Matyviblov
, , , MpoBoAn kat powBnon Tng Lotopiag tou Oeodwpou
4 Mrnitong Kwvotavtivog (2022) Tunua HO}\LTLt:‘uLKI’]q Texvohoviag Kohokotpwvn pe Tn xprion Kn-euBubLlotikng ELKOVIKAG
Ko Emkowvwviag. .
MpaypotkdTnTog
6 Nnowitne Tagidpyne (2023) TuAua NoAtttopikig Texvohoyiag MpoBoAn kot tpowbnon LOTOPLKWY YEYOVOTWV UE Tn XPHRoNn

Ko Emkowvwviag.

PuxaywyLlkoU ToyviSLol €LKOVIKAG TTPOYLATIKOTNTAG




EPEYNHTIKA ENAIA®EPONTA

o Texvoloyieg, edpappoyéG Kal cuoThpata Kvntol Kot Sldxutou umoloylopol (Kvntd/didayxuta malxvidia,
KLVNTEC ePAPUOYEC yLa TNV avaAdeLl€n TNG MOALTIOTIKAG KANPOVOULAG, KLVNTOG TOUPLOUOC)

o Texvoloyieg, edapuoyég, matyvidia kal cuotipata Ektetapévng MNpaypatikotntag.

o Anuoupyia kat xprion Tpodidotatwy Mpadikwy oe meptBaliovta MIKTAG (emauvénuévn mpaypotkotnTa/
enauénuévn elKkovikOTnTa) Kot EtkoViKAG MpoyUatikotnTag.

ENIZTHMONIKEZ AHMOZIEYZEIZ

AwatpLBég

(D1]

[D2]
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Awebvn Tuvédpla (e Kpion oto MANPEeG apOpo)

[C1]

[C2]

(C3]

[C4]

[C5]

[Cé]

Kostadimas, D., Kasapakis, V., & Kotis, K. (2025, November). Exploiting VR, AloT and Semantics Towards an
Adaptive Virtual Museum. In 2025 20th International Workshop on Semantic and Social Media Adaptation and
Personalization (SMAP) (pp. 157-162). IEEE.

Kasapakis, V., Malisova, K., Agelada, A., Koutsabasis, P., Koronis, G., Vosinakis, S., Zaroliagis, C. and Gavalas, D.,
2025, October. Using Immersive Vr to Enhance Universal Design for Motor-Impaired Users. In 2025 IEEE
International Smart Cities Conference (ISC2) (pp. 1-6). IEEE.

Amaxilatis, D., Chita, E., Vasileiou, E., Tsironis, N., Zaroliagis, C., Gavalas, D., Bailas, K., Gotsopoulou, M. and
Kasapakis, V., 2025, October. PaperXR: An Immersive Virtual Reality Training Tool for Sustainable and Resilient
Workforce Development in Industrial Printing. In 2025 IEEE International Smart Cities Conference (ISC2) (pp. 1-6).
IEEE.

Barberis, L., Arena, L., Talin, T., Moretti, A., Malakuczi, V., Kasapakis, V., & Chatzigiannakis, I. (2025, September).
Digitally Rebuilding the Past: Using XR, Photogrammetry, and 3D Printing to Interpret Roman Heritage. In
Proceedings of the 30th International Conference on 3D Web Technology (pp. 1-4).

Ntantamis, O., Agelada, A., Dzardanova, E., & Kasapakis, V. (2024, November). Virtual Reality vs. Augmented
Virtuality in Fire Extinguishing Training. In International Conference on ArtsIT, Interactivity and Game Creation
(pp. 178-188). Cham: Springer Nature Switzerland.

Melissourgos, G., Gavalas, D., & Kasapakis, V. (2025, June). Leveraging Virtual Reality to Support Inclusive Design
for the Visually Impaired. In Proceedings of the 18th ACM International Conference on PErvasive Technologies
Related to Assistive Environments (pp. 396-402).
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[C7]

[C8]

[C9]

[C10]

[C11]

[C12]

[C13]

[C14]

[C15]

[C16]

[C17]

[C18]

[C19]

[C20]

[C21]

[C22]

Arena, L., Barberis, L., Malakuczi, V., Kasapakis, V., & Chatzigiannakis, I. (2025, June). Integrating Extended Reality
in Cultural Heritage: From Visitor Experience to Sustainable Engagement. In International Conference on
Extended Reality (pp. 36-59). Cham: Springer Nature Switzerland.

Kasapakis, V., & Morgado, L. (2024, December). Ancient Greek Technology: An Immersive Learning Use Case
Described Using a Co-Intelligent Custom ChatGPT Assistant. In 2024 |EEE 3rd International Conference on
Intelligent Reality (ICIR) (pp. 1-5). IEEE.

Agelada, A., Rizopoulos, G., Flamos, |., & Kasapakis, V. (2022, December). Users as Craftspeople: Demonstrating
Traditional Crafts using Interactive Immersive Virtual Reality. In 2022 IEEE International Conference on Atrtificial
Intelligence and Virtual Reality (AIVR) (pp. 245-247). IEEE.

Neamoniti, S., & Kasapakis, V. (2022, December). Hand Tracking vs Motion Controllers: The effects on Immersive
Virtual Reality Game Experience. In 2022 IEEE International Symposium on Multimedia (ISM) (pp. 206-207). IEEE.

Dzardanova, E., Kasapakis, V., Vosinakis, S., & Psarrou, K. (2022, November). Sign Language in Immersive VR:
Design, Development, and Evaluation of a Testbed Prototype. In Proceedings of the 28th ACM Symposium on
Virtual Reality Software and Technology (pp. 1-2).

Marios, |., & Kasapakis, V. (2022, November). Experience Variations Between Immersive and Non-Immersive
RPGs. In Proceedings of the 28th ACM Symposium on Virtual Reality Software and Technology (pp. 1-2).

Vasilogamvros, P., & Kasapakis, V. (2022, November). The Effect of In-Game Advertising on Non-Immersive Game
Experience. In 2022 IEEE Games, Entertainment, Media Conference (GEM) (pp. 1-3). IEEE.

Malouta, A., Chrysanthi, A., & Kasapakis, V. (2022, October). Herstory: an AR storytelling application presenting
women's heroic lives in public space. In 2022 International Conference on Interactive Media, Smart Systems and
Emerging Technologies (IMET) (pp. 01-04). IEEE.

Kasapakis, V., Dzardanova, E., Nikolakopoulou, V., & Vosinakis, S. (2022, October). Evaluation of a Virtual Reality
Learning Enviroment testbed and Non-Verbal Cue Integration. In 2022 International Conference on Interactive
Media, Smart Systems and Emerging Technologies (IMET) (pp. 1-2). IEEE.

Dzardanova, E., & Kasapakis, V. (2022, September). First Impressions Matter! IVR Haptic Feedback Effect on User
Perception Towards Non-Player Characters. In Proceedings of the 17th International Conference on the
Foundations of Digital Games (pp. 1-3).

Gavalas, D., Kasapakis, V., Kavakli, E., Koutsabasis, P., Catapoti, D., & Vosinakis, S. (2022, July). ARtefact: A
Conceptual Framework for the Integrated Information Management of Archaeological Excavations. In
International Conference on Extended Reality (pp. 211-223). Cham: Springer Nature Switzerland.

Dzardanova E, Kasapakis V. Does having a virtual body make a difference during cinematic vr experiences?.
InProceedings of the 14th International Workshop on Immersive Mixed and Virtual Environment Systems 2022
Jun 14 (pp. 1-4).

Kasapakis V, Dzardanova E, Nikolakopoulou V, Vosinakis S, Xenakis |, Gavalas D. Exploring non-verbal cues and
user attention in IVR with eye tracking technologies. InProceedings of the 14th International Workshop on
Immersive Mixed and Virtual Environment Systems 2022 Jun 14 (pp. 47-50).

Dzardanova E, Kasapakis V. Preliminary evaluation of an IVR user experience design model using eye-tracking
attention measurements. In 2022 IEEE Conference on Virtual Reality and 3D User Interfaces Abstracts and
Workshops (VRW) 2022 Mar 12 (pp. 822-823). IEEE.

Gavalas D, Kasapakis V, Kavakli E, Koutsabasis P, Catapoti D, Vosinakis S. ARtefact: A Conceptual Framework for
the Integrated Information Management of Archaeological Excavations. Ininternational Conference on Extended
Reality 2022 (pp. 211-223). Springer, Cham.

Kasapakis V, Dzardanova E, Nikolakopoulou V, Vosinakis S, Xenakis |, Gavalas D. Social Virtual Reality:
Implementing Non-verbal Cues in Remote Synchronous Communication. In International Conference on Virtual
Reality and Mixed Reality 2021 Nov 24 (pp. 152-157). Springer, Cham.
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[C23]

[C24]

[C25]

[C26]

[C27]

[C28]

[C29]

[C30]

[C31]

[C32]

[C33]

[C34]

[C35]

[C36]

Kasapakis V, Dzardanova E. Using high fidelity avatars to enhance learning experience in virtual learning
environments. In2021 IEEE Conference on Virtual Reality and 3D User Interfaces Abstracts and Workshops (VRW)
2021 Mar 27 (pp. 645-646). IEEE.

Gavalas D, Giannakopoulou K, Kasapakis V, Kehagias D, Konstantopoulos C, Kontogiannis S, Kypriadis D, Pantziou
G, Paraskevopoulos A, Zaroliagis C. Renewable Mobility in Smart Cities: TheMOVESMART Approach. InSmart
Technologies for Smart Cities 2020 (pp. 135-157).

Nika, C., Varelas, I., Bubaris, N., & Kasapakis, V., “Interactive Spatial Storytelling for Location-Based Games: A
Case Study”. Proceedings of the 8th International Conference on Games and Learning Alliance (GALA 2019).

Lorena Bourg, Thomas Chatzidimitris, loannis Chatzigiannakis, Damianos Gavalas, Vlasios Kasapakis, Charalampos
Konstantopoulos, Damianos Kypriadis, Grammati Pantziou and Christos Zaroliagis “Enhanced Buying Experiences
in Smart Cities: The SMARTBUY approach”, Proceedings of the 2019 European Conference on Ambient Intelligence
(AMI1 2019).

T. Chatzidimitris, D. Gavalas, V. Kasapakis, C. Konstantopoulos, D. Kypriadis, G. Pantziou and C. Zaroliagis “A
Location History-Aware Retail Product Recommender System”, Proceedings of the 15th International Conference
on Wireless and Mobile Computing, Networking and Communications (WiMob 2019).

S. Sylaiou, V. Kasapakis, E. Dzardanova and D. Gavalas, “Assessment of Virtual Guides’ Credibility in Virtual
Museum Environments”, Proceedings of the 6th International Conference on Augmented Reality, Virtual Reality
and Computer Graphics (SALENTO AVR 2019).

E. Dzardanova, V. Kasapakis, D. Gavalas and S. Sylaiou, “Exploring aspects of obedience in VR-mediated
communication”, Proceedings of the 11th International Conference on Quality of Multimedia Experience (QOMEX
2019).

S. Sylaiou, V. Kasapakis, E. Dzardanova, and D. Gavalas, “Leveraging Mixed Reality Technologies to Enhance
Museum Visitor Experiences”, Proceedings of the 9th International Conference on Intelligent Systems (1S’ 2018).

V. Kasapakis, E. Dzardanova, D. Gavalas and S. Sylaiou, “Remote Synchronous Interaction in Mixed Reality
Gaming Worlds”, Proceedings of the the 10" International Workshop on Immersive Mixed and Virtual
Environment Systems (MMVE’2018), co-located with ACM Multimedia Systems Conference (MMSys’2018).

V. Kasapakis, D. Gavalas and E. Dzardanova, “Robust Outdoors Marker-Based Augmented Reality Applications:
Mitigating the Effect of Lighting Sensitivity”, Proceedings of the the 5% International Workshop on Augmented
Reality, Virtual Reality and Computer Graphics (SALENTO AVR’2018).

V. Kasapakis, E. Dzardanova and C. Paschalidis, “Conceptual and Technical Aspects of Full-Body Motion Support in
Virtual and Mixed Reality”, Proceedings of the the 5" International Workshop on Augmented Reality, Virtual
Reality and Computer Graphics (SALENTO AVR’2018).

D. Gavalas, K. Giannakopoulou, V. Kasapakis, D. Kehagias, C. Konstantopoulos, S. Kontogiannis, D. Kypriadis, G.
Pantziou, A. Paraskevopoulos, C. Zaroliagis, “Renewable Mobility in Smart Cities: Cloud-Based Services”,
Proceedings of the 8th International Workshop on Management of Cloud and Smart City Systems (MoCS’2018),
held in conjunction with the 23rd IEEE International Symposium on Computer and Communications (ISCC'2018).

V. Kasapakis, D. Gavalas and E. Dzardanova, “Creating Room-Scale Interactive Mixed-Reality Worlds Using Off-
the-Shelf Technologies”, Proceedings of the 14% |International Conference on Advances in Computer
Entertainment Technology (ACE’2017), LNCS Vol. 10714, Springer-Verlag, A.D. Cheok, M. Inami, T. Romdo (Eds.),
pp. 1-13, London, UK, 14-16 December 2017.

J. Dibbelt, D. Gavalas, V. Kasapakis, C. Konstantopoulos, S. Kontogiannis, G. Pantziou, D. Wagner, C. Zaroliagis,
“Multimodal Route and Tour Planning in Urban Environments”, Proceedings of the 2017 International Workshop
on Smart Cities and loT Services (SmartloT’2017), held in conjunction with the 22" |EEE International Symposium
on Computer and Communications (ISCC’2017), pp. 214-219, Heraklion, Crete, Greece, 3-6 July 2017 (acceptance
ratio ~50%).

-14-



[C37]

[C38]

[C39]

[C40]

[c41]

[Cc42]

[C43]

[C44]

[C45]

[C46]

[Ca7]

[C48]

[C49]

E. Dzardanova, V. Kasapakis and D. Gavalas, “Affective Impact of Social Presence in Immersive 3D Virtual
Worlds”, Proceedings of the 6% International Workshop on Digital Entertainment, Networked Virtual
Environments and Creative Technology (DENVECT’2017), co-located with the 22" IEEE International Symposium
on Computer and Communications (ISCC’2017), pp. 6-11, Heraklion, Crete, Greece, 3-6 July 2017 (acceptance ratio
~45%).

A. loannidi, D. Gavalas and V. Kasapakis, “Flaneur: Augmented Exploration of the Architectural Urbanscape”,
Proceedings of the 22" IEEE International Symposium on Computer and Communications (ISCC’2017), pp. 529-
533, Heraklion, Crete, Greece, 3-6 July 2017 (acceptance ratio ~47%).

P. Galatis, D. Gavalas, V. Kasapakis, G. Pantziou and C. Zaroliagis, “Mobile Augmented Reality Guides in Cultural
Heritage”, Proceedings of the 8" EAI International Conference on Mobile Computing, Applications and Services
(MobiCASE’2016), pp. 11-19, EAI, Cambridge, UK, 30 November — 1 December 2016, (acceptance ratio ~38%).

D. Gavalas, V. Kasapakis, C. Konstantopoulos, K. Mastakas, G. Pantziou, N. Vathis and C. Zaroliagis, “Scenic
Athens: A personalized scenic route planner for tourists”, Proceedings of the 21 IEEE Symposium on Computers
and Communications (ISCC’2016), pp. 1151-1156, Messina, Italy, 27-30 June 2016.

V. Kasapakis and D. Gavalas, “Investigating User Generated Content in Pervasive Games”, Proceedings the 5t
International Workshop on Digital Entertainment, Networked Virtual Environments, and Creative Technology
(DENVECT’16), co-located with the 215 IEEE Symposium on Computers and Communications (ISCC’2016), pp. 79-
84, Messina, Italy, 27-30 June 2016.

V. Kasapakis, D. Gavalas and P. Galatis, “An Efficient Geometric Approach for Occlusion Handling in Outdoors
Augmented Reality Applications”, Proceedings of the 3™ International Conference on Augmented Reality, Virtual
Reality and Computer Graphics (SALENTO AVR 2016), LNCS Vol. 9768 (Part |), Springer-Verlag, L.T. De Paolis and A.
Mongelli (Eds.), pp. 418-434, Otranto, Italy, 15-18 June 2016.

V. Kasapakis and D. Gavalas, “Geolocative Raycasting for Real-Time Buildings Detection in Pervasive Games”,
Proceedings of the 14™ International Workshop on Network and Systems Support for Games (NetGames’2015),
Zagreb, Croatia, 3-4 December 2015.

V. Kasapakis and D. Gavalas, “Determining Field of View in Outdoors Augmented Reality Applications”,
Proceedings of the 12 European Conference on Ambient Intelligence (Ami’2015), LNCS Vol. 9425, Springer-
Verlag, B. De Ruyter, A. Kameas, P. Chatzimisios, I. Mavrommati (Eds.), pp. 344-348, Athens, Greece, 11-13
November 2015 (acceptance ratio ~54%). Selected among the best conference papers; invited for submission of
an extended version to a Thematic Issue of the Journal of Ambient Intelligence and Smart Environments [J].

D. Gavalas, V. Kasapakis, C. Konstantopoulos, G. Pantziou, N. Vathis and C. Zaroliagis, “A Personalized Multimodal
Tourist Tour Planner”, Proceedings of the 13" International Conference on Mobile and Ubiquitous Multimedia
(MUM’2014), pp. 73-80, Melbourne, Australia, 25-28 November 2014 (acceptance ratio ~41%).

V. Kasapakis and D. Gavalas, “Blending History and Fiction in a Pervasive Game Prototype”, Proceedings of the
13% International Conference on Mobile and Ubiquitous Multimedia (MUM’2014), pp. 116-122, Melbourne,
Australia, 25-28 November 2014 (acceptance ratio ~41%).

T. Chatzidimitris, D. Gavalas and V. Kasapakis, “PacMap: Transferring PacMan to the Physical Realm”, Proceedings
of the International Conference on Pervasive Games (PERGAMES’2014), LNICST Vol. 150, R. Giaffreda et al. (Eds.),
Springer-Verlag, pp. 139-144, Rome, ltaly, 27 October 2014 — Featured in the January 2015 issue of MIT
Technology Review.

V. Kasapakis, D. Gavalas and T. Chatzidimitris, “Evaluation of Pervasive Games: Recruitment of Qualified
Participants through Preparatory Game Phases”, Proceedings of the International Conference on Pervasive Games
(PERGAMES’2014), LNICST Vol. 150, R. Giaffreda et al. (Eds.), Springer-Verlag, pp. 118-124, Rome, lItaly, 27
October 2014.

V. Kasapakis, D. Gavalas and N. Bubaris, “Pervasive Games Research: A Design Aspects-Based State of the Art
Report”, Proceedings of the 17" Panhellenic Conference on Informatics (PCI’2013), pp. 152-157, Thessaloniki,
Greece, 19-21 September 2013 (acceptance ratio ~64%).
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[C50] D. Gavalas, V. Kasapakis, C. Konstantopoulos, K. Mastakas and G. Pantziou, “A Survey on Mobile Tourism
Recommender Systems”, Proceedings of the 3™ International Conference on Communications and Information
Technology (ICCIT’2013), pp. 131-135, Beirut, Lebanon, 19-21 June 2013 (acceptance ratio ~40%).

[C51] V. Kasapakis, D. Gavalas and N. Bubaris, “Addressing Openness and Portability in Outdoor Pervasive Role-Playing
Games”, Proceedings of the 3 International Conference on Communications and Information Technology
(/ICCIT’2013), pp. 93-97, Beirut, Lebanon, 19-21 June 2013 (acceptance ratio ~40%).

Elonynoeig og Alebvn ZuvédpLa (He Kpion otnv nepiAnyn)

[A1] D. Gavalas, V. Kasapakis, C. Konstantopoulos, G. Pantziou, N. Vathis and C. Zaroliagis, “Multimodal Tourist Tour
Planning”, Special Session “Sustainable Multimodal Urban Mobility”, 28" European Conference on Operational
Research (EURO 2016), Poznan, Poland, 3-6 July 2016.

YnoPAnOeioeg epyaocieg (Und kpion)

[S1] D. Gavalas, V. Kasapakis and E. Dzardanova, "Mobile Persuasive Applications", submitted to the Encyclopedia of
Computer Graphics and Games, Springer Science.

ZYITPA®IKO EPIro

= Juyypodr cuyypaUUATWY:

D Kuwntég «Kwntég Texvoloyieg - Kwntdg lotog, Kwntég Edapuoyeég otnv MAatdopua Android,

Texvoloyieg Emoavénuévn mpayuatikdétnta», ISBN: 978-960-578-007-4, Kwdikdg BipAiou otov EvboEo:
50657185, oe). 442, suyypadeic: A. lafardg, B. Kaoardkng, ©. Xatindnuntpng, Exdooelg
NEwv Texvohoywwyv, 2015. ALAVEUETAL WG TIAVENLOTNULAKO cUyypaupa o 21 pabriuata (os 12
Tunuata AEl kat 5 tuiuata TEI).

o &

-~ BUB

= AladAVELEG LA TTAVETILOTN LAKES TP ASOCELG KOL EPYACTNPLOKEG AoKNOELG: ~1000 Sladpavelec.

2YMMETOXEZ ZE AIEONH ZYNEAPIA

= 10" International Workshop on Immersive Mixed and Virtual Environment Systems (MMVE’2018), co-located with
ACM Multimedia Systems Conference (MMSys’2018), Amsterdam, NE, June 12-15, 2018.

= 14" |nternational Conference on Advances in Computer Entertainment Technology (ACE’2017), London, UK,
December 14-16, 2017.

= 22" |EEE Symposium on Computers and Communications (IEEE ISCC’'2017), Heraklion, Crete, Greece, July 3-6, 2017.

= 14" International Workshop on Network and Systems Support for Games (NetGames’2015), Zagreb, Croatia, 3-4
December 2015.

= 12" European Conference on Ambient Intelligence (AmI’2015), Athens, Greece, 11-13 November 2015.
= |nternational Conference on Pervasive Games (PERGAMES’2014), Rome, ltaly, 27 October 2014.

= 17" Panhellenic Conference on Informatics (PCI’2013), Thessaloniki, Greece, 19-21 September 2013.

NMAPAKOAOYOHZH ZYNEAPIQN / HMEPIAQN

=  5th International interdisciplinary conference on Philosophy of Computer Games, Athens, Greece, 6-9 April 2011.
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http://newtech-pub.com/bookstore/informatics/epikoinwnies-diktya/kinhtes-texnologies/
http://newtech-pub.com/bookstore/informatics/epikoinwnies-diktya/kinhtes-texnologies/

= Huepida pe Bépa «Mawyvidy, adriynon, texvoloyia, avaintwvtag to PndLako avaloyo tg avBpwrivng mapapubiogy,
Mavenotnuio ABnvwy, 17 louviou 2010.

NMPOZKEKAHMENEZ AIAAEZEIZ & ZEMINAPIA

= Huepiba pe Bépa «Ewkovikn Mpaypatikotnta Kot MoATlopog», Tunua NMoAtloptkng Texvoloyilag kat Emkolvwviag,
MutiArjvn, ENAGSa, 15/03/2018.

= Huepida "Net and Zelda, Internet stories and Video games", TitAog SidAegng «Barbarossa: Eva SLampaypotiko
TauyvidL pdAwv otnv oAn tng Mutidvng», Mavtelo Navemotiuo, ABrva, 31/01/2015.

= Jeuwadpla cuvoAlkng Slapkelag tplavtagdl (36) wpwv pe Béua «Game Development/MNelpapoatikd Matyvidia» oto IEK
AKTO, ABrva, EAAG6a 01/05/2011 —01/12/2013.

TEXNIKEZ INQZEIZ

NetoupyIKA ZuoThaTo

MS-Windows, Linux, MS-DOS, MacOs.

MpoypaHHATIONOG

Eunelpia oe avtikelpevootpadn (Java, C++, CH, VB.NET) kat Siadikaotikd  mpoypaupatiopd (C, Pascal),
MPOoypPAUUATIONOG OE KIVNTEG CUOKEUEG: Java ME, Android, iOS.

Web nepiBaAdovta / Avamntuén totoceAibwv

Mwooeg onupavong / popdomoinong: HTML/CSS, XML; client-side programming: Javascript (jQuery, Mobile jQuery),
Ajax; server-side programming: Java Servlets, PHP; Mobile Web: mobile-specific & responsive web design; Web
Services, Web CMS (Joomla!/ Wordpress / Blogger), Adobe Dreamweaver, Notepad ++.

Bdoelg AsSopévwv

MySQL, SQLite, MS SQL Server, MS Access.

Noyiopuko/Epyaleia Avantuéng Edapuoywv

Unity 3D, Unreal Engine, Cry Engine, Oculus SDK, Vuforia SDK, Google VR SDK, ARCore, Android Studio, NetBeans, MIT
App Inventor, Virtools.

Noylopk6/Epyaleia Anpovpyiag Tprodidotatwv MNpadikwv

Autodesk 3D Studio Max / Maya, Sketch Up, Cinema 4D, Blender, Adobe Fuse/Mixamo.

Kataypadn kivnong (Motion Capture): Vicon Blade/Tracker/Pegasus/DatastreamSDK, Autodesk Motion Builder,
FaceShift.

Owrtoypappetpia (Photogrammetry): Autodesk Recap, Agisoft Photoscan.
Tplodildotatn odpwan (3D Scanning): Kinect SDK, Skanect 3D.

Noyiopk6/Epyaleia Tpiodidotatng Ektinwong

Autodesk Fusion 360, XYZmaker.

Epyaleia Anuloupyiag Aodidotatwv Mpadikwv

Adobe Photoshop, GIMP, Illustrator.

Movtal Bivteo

-17-



Adobe Premiere, Lightworks.

FTAQZZEZ

= KoaAn yvwon AyyAwkng (B2 - First Certificate in English), University of Cambridge, 2000.

YNOTPO®IEZ/AIAKPIZEIZ

o

‘Eva adLépwpa otnv epyacia [C13] (mou mapouoldotnke oto SieBvég ouvédplo PERGAMES'2014) SnpooleuBnke

oto tevyoc lavouapiou 2015 tou neplodikol MIT Technology Review.

BpaBelo CUUIETOXNG OTOV TEALKO TOU SLOYWVIOUOU KALVOTOULKNAG ETUXELPNUOTIKOTNTAG «Aegean Startups» pe tnv
npotaon «Anuloupyia tou Pervasive Massive Multiplayer Online Role Playing Game ‘Line Between’”.

ENIZTHMONIKEZ APAZTHPIOTHTEZ

= Editorial Board:

©)
@)

The Computer Games Journal, Springer Science (2016 - 2021).
Frontiers in Virtual Reality (2022 — Present)

= TPC Member:

©)

OO OO O0OO0OO0OO0OO0

o

GET’ 2022: 15th International Conference on Game and Entertainment Technologies Lisbon, Portugal 20 — 22 July
2022

IEEE CoG2022: IEEE Conference on Games (CoG), August 21-24, Beijing, China.

GalA Conf’ 2022: 11th Games and Learning Alliance Conference, November 30 — December 2, Tampere Finland.
GalA Conf’ 2021: 10th International Conference, GALA 2021 La Spezia, Italy, December 1-2.

IEEE ISCC’ 2020: 25th IEEE Symposium on Computers and Communications, July 8-10, Rennes, France.

GalA Conf’ 2020: 9th Games and Learning Alliance Conference, December 9th-10th 2020. Laval (virtual), France.
Aml’ 2019: 15th European Conference, Aml 2019, November 13-15, Rome, Italy.

ISoCC’ 2019: 2nd International Symposium on Computers and Communications, 26th August, Vancouver, Canada.
GalA Conf’ 2019: 9th Games and Learning Alliance Conference, November 27th-29th 2019, Athens, Greece.
WiMob’ 2019: 15th IEEE International Conference on Wireless and Mobile Computing, Networking and
Communications, Barcelona, Spain, October 21-23, 2019.

WiMob’ 2018: 14th IEEE International Conference on Wireless and Mobile Computing, Networking and
Communications, Limassol, Cyprus, October 15-17, 2018.

ISoCC’ 2018: International Symposium on Computers and Communications, Las Vegas, USA, August 27-29.

14" International Conference on Intelligent Environments (IE’18), Special Session “Gamification, Playfulness, and
Ludicity in Intelligent Environments”, Rome, Italy, June 25-28, 2018.

VTC’2018: 88" IEEE Vehicular Technology Conference, Chicago, USA, August 27-30, 2018.

VTC’2018: 87t IEEE Vehicular Technology Conference, Porto, Portugal, June 3-6, 2018.

WiMob’2017: 13™ IEEE International Conference on Wireless and Mobile Computing, Networking and
Communications, Rome, Italy, October 9-11, 2017.

ISCC’2017: 22" IEEE International Symposium on Computer and Communications, Heraklion, Greece, July 3-6,
2017.

WiMob’2016: 12 IEEE International Conference on Wireless and Mobile Computing, Networking and
Communications, New York, USA, October 17-19, 2016.

ICIW’2016: 11t IARIA International Conference on Internet and Web Applications and Services, May 22-26,
Valencia, Spain, 2016.

ICIW’2015: 10 IARIA International Conference on Internet and Web Applications and Services, June 21-16,
Brussels, Belgium, 2015.

ICIW’2014: 9t |ARIA International Conference on Internet and Web Applications and Services, July 20-14, Paris,
France, 2014.
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http://www.springer.com/computer/journal/40869?detailsPage=editorialBoard

"  Reviewer:

O

O

International Conferences: IEEE WiMob, IEEE loT, IEEE VTC, IEEE ISCC, IARIA ICIW, IEEE GLOBECOM, IEEE
COMPSAC, ACM RecSys, IEEE ICC, IEEE WF-IoT.

International Journals: Springer, The Computer Games Journal, Hindawi Wireless Communications and Mobile
Computing Journal, Elsevier Pervasive and Mobile Computing Journal, Elsevier Journal of Systems and Software,
Springer Personal and Ubiquitous Computing Journal, MDPI Applied Sciences.

AIOIKHTIKO EPIro

O

(@)

JUMMETOXN O€ eMLTPOTEG TURatog NMoAtloptkig Texvohoylag kat Emkowvwviag:
o Napalapng kat EktéAeong Epyactwy (AvarmA. Mpoédpou).

o TpoypAUOTOG TPOTTUXLOKWY OTIOUSWV & £PapPUOYHG CUCTHATOG MLOTWTIKWY LOVASWV- avayvwpLong
Habnpdtwv (Mghog).
o Mélog Tng emutpomng Sle€aywyng Katataktnpiwy eEetacewy (2020-2nuepa).
MEAOC TNC GUVTOVLOTIKN G eTiitportic MMS «Eudun Zuotiuata NAnpodoptkic» (2020 — IAuepay).
MEAOC TNC CUVTOVLOTIKN G ETUTPOTNG MMZ «MoATlopikny MAnpodopikn kat Emkowwvia» (2020 — ZAuepa).

2uvtoviotig etdikevong «2xedlaouog Wndlakwv MoAttiotikwy Mpoidvtwyy, MME «MoAtopikn MAnpodopikr kot
Emkowvwvia» (2019 — ZApepa).

MéAog tng emtpontig afloAdoynong urodnodiwv ya elocaywyrn oto MMI «MolAttiopk MNAnpodoptkn Kot
Emkowvwvia» (2019 — IAuepay).

JUMUETOXN O€ EMITPOTEG EMIAOYAC EEWTEPLKWY OUVEPYATWVY oTo €pyo: Wnodlokdg Metaoxnuatiopudg Bopeiou
Awyaiou otov MoAtlopo kat Touplopd e- Aegean CulTour.

JUMUETOXN OE EMLTPOTH MPOUNOELOCG KALLATIOTIKWY KTnplou Aéoxng. Mavemiotrpio Awyaiou (2019).

SUMMETOXA O emutport afloAdynong twv umoyndlothtwy Kal tnv smhoyr vroPridlou/ag yia t die€aywyn
ETUKOUPLKOU SLOAKTIKOU £pyou OTO TAQICLO TOU TIPOYPAMMOTOC OTMOUSWV TPWTOU KUKAOU TOUu THAMATOG
MoAttiopikng Texvoloyiag kat Emkowwviag tou Mavemiotnuiov Alyaiou Katd to €apvo e€dpnvo akadnuaikol
£€10U¢ 2021-2022 TNG B€0NC E YVWOTLKO QVTIKELMEVO «MoAUVpEca» (2021).

SUMUETOXA O emutport afloAdynong twv umoPndlothtwy Kal tnv smhoyr vroPridlou/ag ya t die€aywyn
ETULKOUPLKOU SLOOKTIKOU £pyou OTO TAQICLO TOU TIPOYPAMMOTOC OTOUSWV TPWTOU KUKAOU TOUu THAMATOG
MoAttiopkng Texvoloyiag kat Emkowwviag tou Mavemiotnuiov Alyaiou Katd to €apvo e€dpnvo akadnuaikol
£€10U¢ 2021-2022 TNG B£€0NC E YVWOTLKO QVTIKELMEVO «MoAUpET» (2022).
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