Curriculum development
for Management of Immersive
Technologies by Professionals
in Cultural and Creative Sectors

ZXETLKA HE EMAG...

To epyo IMMER-CV avtamokpivetatl otnv
av&avopevn avaykn yla eEELELKEUPEVN KATAPTLON
OTLG TEXVOAOYLEC EUBUBLONG yLa eTTAYYEAUATLES
otov Topéa tou MoALtlopoU Kat Twv Texvwy,
avaTTtuooovVTag VA TMPAKTLKO KAl TTPOCAPUOCLUO Hypertech %

ETTAYYEAUATLKO TTPOYP A LA OTTOUSWV.

AOMH MNMPOrPAMMATOZ 2MOYAQN:

‘Eva EVEALKTO KaL TPOCAPHOGLUO TTPOYPaMHCT GTIOUSWV SOUNHEVO OE

.. | N ﬂOpCIC 6 BACLKEG EVOTNTEG, GXESLAGHEVO YLO SLAPOPETLKG HAONGLAKA
mEPLBAAAOVTA.

Evotnta 3
Wneuakn
MoAttioTikng
KAnpovopuia

Evotntal Evotnta 2
OgMEALA TWV EpapHoyEG oTLG
TexvoAoyLwv Napaoctatikég

EppuBLong Texveg

ENITEYXOENTA AMNMOTEAEZMATA:

30

ZuAAoyn 30
EMTUXNHEWV

EQPapHOYWV

1) ZuN\oyr| ETTLTUXNHEVWVY EQAPOYWV
TEXVOAOYLWV £UPUBLONG OTOV TOUE TOU
TTOALTLOLOV.

Evotnta 6
ALOTPOCWTLKEG
AggLotnteg

Evotnta 4 Evotnta 5
Awaxeiplon TEXVLKEG
‘Epywv Ag&Lotnteg

21

ZUPMETEXOVTEG OE
EpyactnpLa

2) Avayvwplon Baolkwy SeELotrTwy yLa

TNV uLoBETNON Kal a&LoTroinon auTwv

TWV TEXVOAOYLWV.

20 6

ALSAKTLKEG MEOGOAOAOTIIA KAI ANTIKTYNOZ:

3) Zuv-énuLoupyila evog Tpoypapuatog evéTntee FUPETOXLKEC MeBoSoAoyia

AVayvVWPLOHEVEG
oTTOLSWV YyLa eTTayyEAUATIEG TOU TOpEQ.

Asglotnteg To £épyo Baciotnke o€ epyactripla cuv-SnuLoupyiag otn BaAévBia kat otnv ABrva, HE Tn

GUMHETOXI| ETAYYEAHATLWY, POLTNTWV KAL EKTTALSEVUTLKWYV YLO TOV GXESLAGHO EVOG
TMPOYPAHHMATOG GTIOUSWVY TOU AVTATOKPLVETAL OTLG TMPAYHATLKEG AVAYKEG TOU TOME.

4) ETKUPWON TOU TTPOTELVOEVOU
TPOYPAMUATOG OTTOUSWV PE OXETIKOUG
EVBLAPEPOEVOUC POPELG. ArlemiotnuoviKn Npoceyylon

EvTomioTtnKav 4 TOHELG LKAVOTATWVY: TEXVLKOG, SNHLOUPYLKOG, SLOPYAVWTLKOG Kal
SLATPOCWMLKAG, aVASELKVUOVTAG TNV avAayKn yla UBpLSLKA Tpoypaupata GTouswy mTou mou
EVSUVOHWVOUV TOUG EKTTALEEUOHEVOUG va AELTOUPYOUV WG GUVSETLKOL KpikoL peTagy
TEXVOAOYyiag KaL MOALTLGHOU.
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