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(1) MAGHZIAKA ANOTEAEZMATA

MaBnolaka AroteAéopata

MepLypdpovral Ta padnoLakd amoTEAECUATA TOU UATUOTOG Ol CUYKEKPULEVEG YVWOELG, SEELOTNTES Kol LKAVOTNTEG KataAAAou enutéSou mou Sa
QTTOKTI)OOUV OL (POLTNTEG UETA TNV ETULTUXH 0AOKApwan Tou Hadiuatog.

SuuBouleuteite to Mapdaptnua A

o [leptypapri Tou Emutédou twv Madnotakwy ATTOTEAECUATWY yla KAOE Eva KUKAO amoudwv cuupwva pe to MAaioto Mpoodviwv tou

Eupwrnaikou Xwpou Avwtatn¢ Eknaibeuong

o [leptypapikoi Acikteg Emumédwy 6, 7 & 8 tou EupwnaikoU lMAatoiou lNpoadvtwv Awa Biou Madnong kat to lMapaptnuo B

o [lepiAnmtikog 06nyog ouyypaprc Madnolakwv AnoteAeouatwyv

Metd To TéAo¢ Tou pabruatog ol pottntég Ba sival og B£on va:
e Afloloyouv Sladopa AoyLlopIKA Kal SuvaTOTNTEG SLASPAONG LE CUYKEKPLUEVN ETILXELPNATOAOYIA,

opoAoyia Kal TOLOTLKA XOPOKTNPLOTIKA.

e AutoafloloynBouUv kal va afLoAoyolv Toug cUVASEADOUG TOUG £XOVTOG KATOKTHOEL TNV opoAoyia

KOLL TOL OTTOLLTOU LEVAL TIOLOTLKAL XOLP OLK TN PLOTLKAL.
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Ixeblalouv otpatnykég SLadpaong aflomoLwvtag TV MPOTeEPN yvwon ( elkovoypadnuéVo oEVApLO
, cartoon, 3d modeling kat animation,) og cuVSUAGOWO TWV SUVATOTATWVY TWV VEWV TEXVOAOYLWV
Sadpaong kat ayvidounyxavwy (unity, unreal engine k.0.K.)

e EmowvwvoUv amoteAsoHATIKA LEow popdwv dLadpaon  kal matxvidlonoinong (gamification).

e Ekdpalovrtal amoTeAECUATIKA PETA ATIO TNV EPOPUOYH TWV APXWV TNE KvnpUatoypadlkns YAwooag
oe neplBarlov Stadpacnc kat gaming.

e JYuvepyalovtol SnULOUPYLKA e Toug cuvadEéldoug Toug o opadikd project.

e XpnoluomoloUyv anoteAecpatikd toug H/Y yla tnv enefepyacia Twv OMTIKOAKOUGTIKWY HECWV KaL
€16LIKOTEP A TEXVLKWV SLadpaong aflomolwvtag TG EKPPAOTIKEC SuvaTOTNTEG SLoSLACTATWY Kl
Tplodldotatwy popdwv animation.

e [vwpilouv os BABOG TIC eKPPACTIKEG SUVATOTNTEC TOU animation (8LodLAcTATO Kal TPLOSLACTATO)
KalL val £X0UV TNV SUVOTOTNTA VO TO XPNOLUOTIOLOUV OTLG OAO Kol auEavOUEVEG SLOSPACTIKEG

edaployEG Tou.

Fevikég IKavoTnTEeg
AauBavovtag urtoyn TiG YEVIKES LKAVOTNTEG TTOU TIPETTEL VAL EXEL ATTOKTHOEL O TITUXLOUXOG (0w UTES avaypapovtal oto lapaptnua AUtAwuatog
kat apatidevral akoAoUdwe) oe mola / MOLEG AT QUTEG QITOOKOTIEL TO UAINUa;.

Avalntnon, avadvaon kat cuv9eon Sebouévwy kat SxebLaouog kat Stayeiptan Epywv

TANPOYOPLWY, UE TN XPION KAl TWV ANAPATNTWY 2eBaou06 0T SLAPOPETIKOTNTA KAl 0TV TTOAUTTIOALTLOULKOTNTAL

TEXVoAoyLwv 2eBaoudg ato pualko meptBailov

lMpooappoyn o€ VEEG KATAOTAOELG Entibeién kowvwvikrig, emayyeAUatiknc kot nBikn¢ umteuduvotntag Kat evatodnoiag oe
AfYn aropdacewv Jéuara puAou

Autovoun epyaoia A0KNON KPLTLKIG KOl LUTOKPLTIKIG

Ouadikn epyacia Mpoaywyn t¢ EAeUBepnG, SNIULOUPYIKNG KL EMAYWYLKNG OKEYNG

Epyaocia oe Siedvég meptBaAiov

Epyaoia oe Stemotniuoviko neptBaAlov AMegg...

Mapaywyn VEWV EPEUVNTIKWV LEEWV

e Avamtuén de€lotntwy €peuvag Kot otoxevopevng Avalntnong Mnywv Mabnong.

e Avaluon kot ocUvBeon edopévwy Kat TTAnpodopLwY, LE TN XPROoN KoL TWV amapaitntwy
TEXVOAOYLWV.

e [lpoaywyn TG KPLTIKAG, SNLOUPYLKAG KOL ETTOYWYIKAG oKEPNC.

o AegflotnTeC AetToupyiag os meptBaAlov opadikng epyaciag

e Avamtuén deflotntwy mapouciaong

o Agfl0TntEG Asttoupyiag og SlemotnUovIKO meplBAaiiov

e Avarmrtuén LKavoTATWV mapouaciacng Kal mpoBoAnG Tou £pyou Tou.

e Avamtuén kavotntwy Snuloupylog mpwtdtuTou £pyou, e BAcn TNV EMLOKOTNGCN oTo Ttedio Kol Thv
Slayvwon twv avaykwv kal eAeipewv oto medio tng dtadpaong oto animation

e Avamrtuén LKAVOTATWVY EMIAOYAG KAL XPNON ¢ TWV ATOLTOUUEVWVY TEXVOAOYLWY, OTNV KateuBbuvan
NG AVANTUENG TWV SEELOTNTWV KAl LKAVOTATWY TIOU avadEPOVTOL TTAPATIAVW.
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(2) NEPIEXOMENO MAGHMATOZ

‘Epeuva Kal mapoucioon Twv EPEUVNTIKWY ATOTEAECUATWY 08 oOAoKAnpwHéva oxESLa epyaaiag (projects)
Anuloupyiog Atadpaotikig Edappoyng Animation Gaming smdvw o€ TOUELS OMWG:
e Anuwoupyla ypadikwv kol oxeSLaopoc gaming UE TPELG SLOOTACELG

e Metadopd SlobLaoTaTwyY Kol TPLoSLAcTATWY TEXVIKWY animation ot popdeg Sladpactikou

animation (augmented kaut vitrual reality gaming) kaBwg eniong kot ebappoyEG avamapAoTaonG

KoL ipoBoAn¢ animation otov xwpo (mapping projection)

e MelAfteg nepintwong avamntuéng oxebiou epyaciag animation gaming pe Suvatotnteg Stadpaong

e Anuwoupyia folder mapouciaong tng €peuvag kat tou oxediou epyaociag pe éudaon oe

SLETILOTNUOVIKEG CUVEPYOOLEC KAL CUTIOPOY WYEG.

3. AIAAKTIKEZ kat MAOHZIAKEZ MEOOAOI - AZIONOrHzZH

TPOMNOZ NAPAAOZHZ
Mpéowro ue mpéowrno, EE amootdoews
eknaibevon KA.

MNpbowmo e MPOCWTO

XPHzZH TEXNOAOTIQN

NMAHPO®OPIAZ KAI ENIKOINQNIQN
Xprion T.[.E. otn Atbaokalia, otnv
Epyaotnpiakn Eknaibeuon, otnv Emtkowvwvia
LE TOUG (POLTNTEG

Mapoualaoslc power point kat video, open class padnpata.
Anuoupyia

Epyaotnplakn eknaideuon otig SuvatotnTeg Kal Xpnong
TipoypapUdTWY Snuloupyiag dStadpacng

Epyaotnplakr ekmaideuon otig SuvaTOTNTEG KOl XProng
TIPOYPOUMATWY Snuoupylag gaming kal animation pe Suvatotnteg
Sladpaonc

OPTANQZH AIAAZKANIAZ

Meptypdpovral  avaAutika o TPOmoG Kat
uedobot Stbaokaliag.
AaAééetg, Seutvapia, Epyaotnpiakn Acknon,
Aoknon  Mediou, MeAétn & avdaduon
BiBAwoypaepiag, @povriotripto, Mpaktikn
(Toto9€tnaon), KAwikn Acknon, KaAAitexviko
Epyaaotripto, Aabpaotikn Sbaokalia,
EKTTOULOEUTIKEG ETILOKEWELS, EKTTOVNON UEAETNG
(project), Zuyypari epyacioag / epyaciwy,
KaAAiteyvikn dnutoupyia, K.AT.

Avaypdpovtal oL wpes UEAETNG Tou @outnTh
yla kade padnaoiakn Spaatnplotnta Kadwe Ko
oL WPEG Un kaBodnNyoUEVNG UEAETNG CUUQWVA
UE TG apyéc Tou ECTS

Apaotnplotnta (Dop;gxc :;,?V':;:,mac
AlaAé€elg 20
MeA€tn BLBAoypadiag 30
E class 30
MeA£TN TALVLWVY KOl case 30
study gaming
Avamrtuén dtadpaong oe 30
niedio emAoyng
Epyaoia tekpunpiwong 35
oxeblaouou
JUvolo MaBnuatog 175

AZIONOTHZIH OOITHTQN
Meptypapn e dStadikaciac aéloAoynong

Mapouociaon QakéAou:
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Mwaooa A&oAdynong, Médobot aéloAdynong,
Alapopewtikn 1 Suunepacuartikr, Aokyiaocio
MoMarnAr¢ Emdoyrig, Epwtrioels Z0vtoung
Anavtnong, Epwrtrioeg Avamtuéng Aokipuiwvy,
Ermtiduon [lpoBAnudatwv, [panty Epyaoia,
Ex9eon / Avagopd, [lpopopikn Eé€taon,
Anudata Mapouaiaan, Epyactnptakn Epyacia,
KAwvikry  E&€taon  AoOevoug,  KaAAteyvikn
Epunveia, AAn / ANMec

Avagépovtal pntd mpoocdLOpLoUEVA KPLTHPLL
aéloAdynong kat eav kat mou eivat mpooBaoiua
QTTO TOUG (POLTNTEG.

e  JUYKpPLTIKN afloAoynon otolxelwv Bewplag gaming
e Avamrtuén uebodou oxedlacpou pLog SL1adpacTikig
epapuoyns.
e Avamrtuén MPOKTIKWVY Tapaywyng ULag SLadpacTikhg
edappoyng animation.
Project gaming oe éva oAokAnpwuévo oxedlo dnuLoupylog oevapiou
Kall uAoTmoinong Tou.
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