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presented in the 2012 Virtual Worlds Best Practices in Education Conference. (Best

poster award)

Eutreipia wg EmipeAntig & AgloAoynTig

Eptreipia wg EmueAnmc  [EDB02] Editorial Review Board member, International Journal of Environment, Workplace and
Employment (IJEWE), 2023-today

https://www.inderscience.com/jhome.php?jcode=ijewe

[EDBO1] Associate Editor, International Journal of Gaming and Computer-Mediated

Simulations (IJGCMS), 2021-today https://www.igi-global.com/journal/international-

journal-gaming-computer-mediated/1125

[ED6] Editorial Review Board member, International Journal of Gaming and Computer-
Mediated Simulations (IJGCMS), 2021-today https:/www.igi-
global.com/journal/international-journal-gaming-computer-mediated/1125

[EDS] Lead Guest Editor, Research Topic “Breaking Out of Boring E-learning: Digital
Escape Rooms in Education and Training”, Frontiers in Education, 2021-2022

https://www.frontiersin.org/research-topics/27652/digital-escape-rooms-a-problem-

based-approach-to-education-and-training

[ED4] Guest Editor, Special Issue “Virtual & Augmented Reality Innovations for Teachers,
Teacher Education, and Professional Development’, Computers, 2021-2022

https://www.mdpi.com/journal/computers/special issues/XR Edu

[ED3] Guest Editor, Special Issue “Playful Design Applications in Digital Education &
Training”, Applied Sciences, 2021

https://mdpi.com/journal/applsci/special_issues/playful design applications

[ED2] Associate Editor, Volume 20, The International Journal of Technologies in Learning,
2015

[ED1] Guest Editor, Special Issue “Learning in cyber-physical worlds”, eLearning Papers,
2014

Epmeipia wg AGloAoyntig = 240+ kpioEIC pyacillv o€ 35+ TrEPIOdIKG EUPETNPIGCUEVA OTr BACN Scopus Kal GUVESPIA.

Epmeipia wg MéNog = General Chair - International Conference of the Immersive Learning Research Network 2026

EmrpoTtg MNpoypdupatog & -« General Chair - International Conference of the Immersive Learning Research Network 2025
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https://www.inderscience.com/jhome.php?jcode=ijewe
https://www.igi-global.com/journal/international-journal-gaming-computer-mediated/1125
https://www.igi-global.com/journal/international-journal-gaming-computer-mediated/1125
https://www.igi-global.com/journal/international-journal-gaming-computer-mediated/1125
https://www.igi-global.com/journal/international-journal-gaming-computer-mediated/1125
https://www.frontiersin.org/research-topics/27652/digital-escape-rooms-a-problem-based-approach-to-education-and-training
https://www.frontiersin.org/research-topics/27652/digital-escape-rooms-a-problem-based-approach-to-education-and-training
https://www.mdpi.com/journal/computers/special_issues/XR_Edu
https://mdpi.com/journal/applsci/special_issues/playful_design_applications

Kpimg (Zuvédpia)

= Publicity Chair - International Conference of the Immersive Learning Research Network 2024

= Publicity Chair - International Conference of the Immersive Learning Research Network 2023

= |[EEE International Conference on Advanced Learning Technologies ICALT

= European Conference on Technology Enhanced Learning ECTEL
= IEEE VR Conference

= International Conference on Interactive Mobile Communication, Technologies & Learning IMCL

= International Conference on Energy Efficiency and Agricultural Engineering

= International Conference in Open and Distance Learning ICODL

= International Conference on Communications, Computation, Networks & Technologies INNOV

‘Epya ‘Epeuvag & AvaTrTu¢ng

>uppeToxn o€ Eupwraikda

‘Epya

[PR14]

[PR13]

[PR12]

[PR11]

[PR10]

[PRO9]

[PRO8]

[PRO7]

[PROG]

[PRO5]

[PRO4]

[PRO3]

[PRO2]
[PRO1]

Esports as Accelerator for Social Inclusive Education (101086885-EASIE-
ERASMUS-EDU-2022-PI-FORWARD, 2023-26)

Most Valuable Play (KA220-SCH-96DE057D, 2024-26)

European Atelier of Crafts 4.0., Digital Skills and Augmented Didactics applied to the
European Atelier of Crafts Model / Create 4.0 (021-1-IT01-KA220-VET-000033022
Erasmus+ KA2) Researcher - Technical Expert (2023-24)

e-Preparation Portal for Teachers-Students-Parents Including Abroad Studies / e-Prep
(KA226-26F 82943 Erasmus+ KA2) Researcher (2021-23)

Neuropedagogy (KA203-41FE74FE Erasmus+ KA2) Researcher (2020-22)
Boosting Innovation in Education aNd REsearch oF Precision AgriculTure in Palestine
/ BENEFIT (609544-EPP-1-2019-1-PS-EPPKA2-CBHE-JP Erasmus+ KA2)
Researcher (2020-24)

Digital Competence of Teachers (Open University of Cyprus for Cyprus Pedagogical
Institute) Lead of Course Development & Author of Educational Material (2019-20)
CRAFT AND SMEs VET-NET (609100-EPP-1-2019-1-IT-EPPKA3-VET-NETPARR
Erasmus+ KA3) Technical Expert (2019-21)

Promoting Environmentally Sustainable SMEs / PreSS (538851-LLP-1-2013-1-UK-
ERASMUS-EQR LLP) Researcher (2015)

Open Education Europa (EC) Contractor (2014-15)

Unleash your creativity with opensource hardware & software (Erasmus+ KA1, 2014)
Language learning and social media: 6 key dialogues (LLP) Contractor (2012)

Digital Agenda Assembly (EC) Contractor (2012)

E-FEATS - Social Entrepreneurship for the Future European Social Model (EC, DG
EAC) Contractor (2003-4)
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Kpion Eupwtraikwy kai = Kpion Trpotdcewv yia 1o £pyo TG EE HORIZON-MSCA-DN-2023 & 2024~ 'Doctoral
EBvikwv Epywv Networks' call (6 kpion)

= E€wtepikdg KpimAg yia 1o Mavetmatruio Tou Katdp atré 1o 2022 (3 TTpoTdoelg Epyou aTnv
katnyopia High Impact Grant — cycle 6, 2022 & cycle 8, 2024).

= MioTotmroinuévog Kprrrg - Eptreipoyvwpovag tou European Cooperation in Science and
Technology (COST) pe auppetoxr o€ 5 dieBviy Review Panels agioAdynong 10GpiBuwv
TTpotdoswv Eupwaikwy £pywv atré 1o 2020

= [MioTotroinuévog A€iohoynTrg - Eutreipoyvwpovag Tou EAAnvIKoU [dpUuaTog ‘Epsuvag Kal
Kaivoroyiag (EA.IA.E.K.) amré o 2021
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