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Studies: 

▪ BSc Informatics and Telecommunications (2012), National and Kapodistrian University of Athens, 

Department of Informatics and Telecommunications . Specialization: Informatics systems and 

applications 

▪ MSc in “Digital Technologies in Education” (2015), Department of Educational Studies, School of 

Philosophy, NKUA  

▪ PhD ‘Programming as an aspect of computational literacy and computational thinking: the case of 

designing and modding digital games' (2020), National and Kapodistrian University of Athens 

Department of Educational Studies, School of Philosophy.  

Research Interests: 

▪ Computational Thinking 

▪ (Digital) Game Based Learning 

▪ Design and evaluation of digital educational resources (e.g. tools and games) 

▪ Co-design and co-creation in education  

▪ Design Thinking 

▪ Emerging Technologies in teaching and learning (Augmented reality, robotics, virtual robotics, Artificial 

Intelligence)  

▪ Human Computer Interaction / Child Computer Interaction  

▪ Learning evaluation and Learning Analytics 

▪ Constructionist Learning 

▪ Didactics of informatics 

Teaching courses: 

Undergraduate level: 

▪ Digital Competences for educators – Department of Educational Studies, School of Philosophy. NKUA 

▪ Digital games as literacy – Department of Educational Studies, School of Philosophy. NKUA 

▪ Artificial Intelligence in Education – Department of Educational Studies, School of Philosophy. NKUA 

▪ Digital Humanities in Education – Department of Educational Studies, School of Philosophy. NKUA 

▪ Computer Science – Department of Theology, NKUA 

Postgraduate level: 

http://en.etl.eds.uoa.gr/
mailto:mgriziot@eds.uoa.gr
https://eclass.uoa.gr/courses/EDS279/
https://eclass.uoa.gr/courses/PPP791/
https://eclass.uoa.gr/courses/EDS269/
https://eclass.uoa.gr/courses/EDS268/
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▪ «STEM and Competences for Democratic Culture» Masters Program “Identity, Education and 

Competences for Democratic Culture” 

▪ «Digital Games and Virtual Worlds», MSc Program “Digital Transformation and Educational Practice” 

▪ «Learning Processes and Educational Design with Digital Technologies » MSc Program “Digital 

Transformation and Educational Practice” 

Research Projects: 

 2026-now: «Blooming AI: Developing an AI-powered Open-Source Learning Platform based on 

Bloom’s Taxonomy» , Funding: European Union, KA2 Erasmus +  

 2023–2025: «Transforming Education with Emerging Technologies», Funding: European Union, 

Horizon Europe (Project No: 101078875) 

 2022–2025: «Extending Design Thinking with Digital Technologies», Funding: European Union, 

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”. Funding: European Union, KA2 Erasmus+ (Project No: 612641) 

 2019–2020: «Digital Creativity Enhanced in Teacher Education (DoCENT)»   ”. Funding: European 

Union. KA2 Erasmus+  

 2015-2018: «Educational Robotics for STEM-ER4STEM», Funding: European Union, Horizon 2020, 

FP7 (Project No. 665972)   

 2013–2016: “Mathematical Creativity Squared' - A Computational Environment to Stimulate and 

Enhance Creative Designs for Mathematical Creativity”. Funding: European Union, 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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https://www.bloomingai.eu/
https://www.bloomingai.eu/
https://transeet.eu/
https://extendt2.eu/
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turtle geometry, dynamic manipulation and 3D space. Informatics in Education, 17(2), 321-340. 

 

 


