Ciéncia_lscte

I S C t e INSTITUTO
UNIVERSITARIO o
DE LISBOA Perfil Publico

Aviso: [2026-04-07 00:26] este documento é uma impresséo do portal Ciéncia_lscte e foi gerado na data indicada. O documento tem um

propdsito meramente informativo e representa a informacdo contida no portal Ciéncia_Iscte nessa data.

Fernando José de Aires Angelino

Investigador Associado
BRU-Iscte - Business Research Unit

E-mail Fernando_Jose_Angelino@iscte-iul.pt

Curriculo

Fernando José de Aires Angelino holds a PhD in Management with a specialization in Marketing from ISCTE Business
School.Over 20 years of professional experience in management and supervisory positions in domestic and foreign
companies, with the coordination and implementation of various projects at the Iberian level in the areas of information
technologies, logistics, industrial property, and marketing.His current research interests include Marketing, Higher
Education, Entrepreneurship, and Virtual Reality.

Areas de Investigacio

Empreendedorismo
Marketing

Ensino Superior
Realidade virtual

Gamificacdo

Qualificacdes Académicas

Universidade/Instituicao Tipo Curso Periodo


mailto:Fernando_Jose_Angelino@iscte-iul.pt

ISCTE-Instituto Universitario de
Lisboa

Institutos Politécnicos de Setubal,

Porto e Castelo Branco

ISCTE-Instituto Universitario de
Lisboa

Universidade de Evora

Universidade de Evora

Instituto Politécnico de Setubal -
Escola Superior de Ciéncias
Empresariais

IATA - Instituto de Aperfeicoamento

Técnico Acelerado

Doutoramento

Outro tipo de
qualificacdo

Diploma de Estudos
Avancados

Mestrado

Pés-graduagao

Licenciatura

Outro tipo de
qualificacdo

Doutoramento em Gestdao com
especializagdo em Marketing

Titulo de Especialista em Ciéncias
Empresariais

Gestdo, com especializagdo em
Marketing

Gestdo, ramo de Empreendedorismo
e Inovacao

Empreendedorismo e Inovacdo

Marketing

Andlise e Programacdo de Sistemas

2020

2020

2016

2013

2010

2009

1995

¢ Dissertacoes de Mestrado
- Em curso

Nome do Estudante

1 VELUTHARAMBATH
MUHAMMED NIHAL

2 Amaro Kiesse Armando

3 Patricia Isabel Ribeiro
Cachao

4 Mariana Couto Velez

- Terminadas

Nome do Estudante

1 Sandra Isabel Parreira
Marques Perdigao
Castanho

2 FLORBELA DE

OLIVEIRA INVERNO

Titulo/Tépico

TALENT RETENTION
STRATEGIES: HYBRID
WORK MODELS AND FIRM
LEVEL OUTCOMES

Como as marcas usam a
personalizacdo para
melhorar a experiéncia do
cliente e construir
relacionamento profundo

O Processo de
Reconfiguragdo da Gestdo
Comercial no Contexto de
Aquisi¢do: O caso da
Cardiva Portugal

A formacgdo profissional de
colaboradores nas PME:
Importancia na motivacdo
e reten¢do. Estudo de caso
em Arronches.

Titulo/Tépico

Modelo de Negbcio para o
11Hotel Schoo

PLANO DE NEGOCIOS - NOVA
EMPRESA DE CONSTRUCAO
CIVIL

Lingua Estado Instituicao

Inglés Em curso Iscte

Portugués Em curso Iscte

Portugués Em curso Iscte

Portugués Em curso Iscte
Lingua Instituicao Ano de

Conclusao

Portugués Iscte 2025
Portugués Iscte 2025



Ana Catarina Fatia IMPLEMENTACAO PILOTOQ DE Portugués Iscte 2025
Caxias UM SISTEMA DE AVALIACAO

DE DESEMPENHO: UMA PME
TECNOLOGICA

Vanessa Pereira A Inteligéncia Artificial no Portugués Iscte 2025
Fonseca Atendimento Online: O Efeito

da Utilizacdo do Chatbot na
Experiéncia do Utilizador

Total de Citacoes
Web of Science® 85
Scopus 110

Publicactes

¢ Revistas Cientificas
- Artigo em revista cientifica

Angelino, F. ., Loureiro, S. M. C. & Bilro, R.G. (2022). Exploring tourism students’ engagement through
telepresence, pleasantness of the experience and memory: A virtual reality approach. Journal of Promotion
Management. 28 (5), 669-685

- N.° de citagdes Web of Science®: 12

- N.° de citagdes Scopus: 16

- N.° de cita¢des Google Scholar: 23

Bilro, R. G., Loureiro, S. M. C. & Angelino, F. J. (2022). The role of creative communications and gamification in
customer engagement in higher education: A sentiment analysis approach. Journal of Creative
Communications. 17 (1), 7-21

- N.° de citagdes Web of Science®: 19

- N.° de cita¢Bes Scopus: 22

- N.° de cita¢bes Google Scholar: 49

Angelino, F.J., Loureiro, S. M. C. & Bilro, R.G. (2021). Analysing students’ engagement in higher education
through transmedia and Learning Management Systems: a text mining approach. International Journal of
Innovation and Learning. 30 (4), 484-502

- N.° de citagdes Web of Science®: 2

- N.° de citagBes Scopus: 6

- N.° de citagGes Google Scholar: 7

Loureiro, S. M. C,, Bilro, R. G. & Angelino, F. J. (2021). Virtual reality and gamification in marketing higher
education: A review and research agenda. Spanish Journal of Marketing - ESIC. 25 (2), 179-216

- N.° de citagdes Web of Science®: 52

- N.° de citagdes Scopus: 66

- N.° de citagdes Google Scholar: 138

e Livros e Capitulos de Livros
- Capitulo de livro

Angelino, F. J. (2026). Immersive Oceans - Leveraging Virtual and Augmented Reality to Advance Ocean


https://ciencia.iscte-iul.pt/publications/exploring-tourism-students-engagement-through-telepresence-pleasantness-of-the-experience-and/84409
https://ciencia.iscte-iul.pt/publications/exploring-tourism-students-engagement-through-telepresence-pleasantness-of-the-experience-and/84409
https://ciencia.iscte-iul.pt/publications/exploring-tourism-students-engagement-through-telepresence-pleasantness-of-the-experience-and/84409
https://ciencia.iscte-iul.pt/publications/the-role-of-creative-communications-and-gamification-in-customer-engagement-in-higher-education-a/79400
https://ciencia.iscte-iul.pt/publications/the-role-of-creative-communications-and-gamification-in-customer-engagement-in-higher-education-a/79400
https://ciencia.iscte-iul.pt/publications/the-role-of-creative-communications-and-gamification-in-customer-engagement-in-higher-education-a/79400
https://ciencia.iscte-iul.pt/publications/analysing-students-engagement-in-higher-education-through-transmedia-and-learning-management/79399
https://ciencia.iscte-iul.pt/publications/analysing-students-engagement-in-higher-education-through-transmedia-and-learning-management/79399
https://ciencia.iscte-iul.pt/publications/analysing-students-engagement-in-higher-education-through-transmedia-and-learning-management/79399
https://ciencia.iscte-iul.pt/publications/virtual-reality-and-gamification-in-marketing-higher-education-a-review-and-research-agenda/74141
https://ciencia.iscte-iul.pt/publications/virtual-reality-and-gamification-in-marketing-higher-education-a-review-and-research-agenda/74141
https://ciencia.iscte-iul.pt/publications/immersive-oceans---leveraging-virtual-and-augmented-reality-to-advance-ocean-literacy/117604

Literacy. In Immersive shipwrecks .

Bilro, R.G., Loureiro, S. M. C. & Angelino, F. . (2020). Implications of gamification and virtual reality in higher
education. In Sandra Maria Correia Loureiro (Ed.), Managerial challenges and social impacts of virtual and

augmented reality. (pp. 111-124). Hershey: IGI Global.
- N.° de cita¢cBes Google Scholar: 7

¢ Conferéncias/Workshops e Comunicacoes
- Publicacdo em atas de evento cientifico

Angelino, F.J. (2025). Minds That Prompt, Minds That Question: Cultivating Critical Thinking in the Age of
Generative Al in Higher Education. In 1.° Encontro da Rede Portuguesa de Pensamento Critico.

Loureiro, S. M. C,, Bilro, R. G. & Angelino, F. J. (2021). Creating memories and engagement in college student
through virtual reality. In M. Claudia tom Dieck, Timothy H. Jung, Sandra M. C. Loureiro (Ed.), Augmented
reality and virtual reality: New trends in immersive technology, Conference proceedings. (pp. 167-179).
Lisboa: Springer.

- N.° de cita¢des Google Scholar: 4

Loureiro, S. M. C., Angelino, F. & Bilro, R. G. (2019). Gamification in higher education: Text mining approach. In
Vrontis, D., Weber, Y. and Tsoukatos, E. (Ed.), 12th Annual Conference of the EuroMed Academy of Business:
Business Management Theories and Practices in a Dynamic Competitive Environment. (pp. 1716-1718).
Thessaloniki, Greece: EuroMed Press.

Angelino, F., Loureiro, S. M. C. & Bilro, R. G. (2019). Exploring the future of virtual reality and gamification in
learning enviornments: Students motivation and engagement in higher education. In CEISEE 2019: 15th
China-Europe International Symposium on Software Engineering Education, Conference proceedings. Lisboa:
IEEE.

- N.° de citagGes Google Scholar: 2

- Comunicag¢do em evento cientifico

Angelino, F.J. (2026). Al as the Question Engine: Fostering Curiosity and Critical Thinking in Contemporary
Learning Environments. Crithinknet - Jornadas do Pensamento Critico 2026.

2 Angelino, F. J. (2025). Virtual and digital twins’ potential to improve customer engagement and interaction in
the Metaverse. AIRSI 2025 - The Metaverse Conference.

3 Angelino, F. J. (2025). Minds That Prompt, Minds That Question: Cultivating Critical Thinking in the Age of
Generative Al in Higher Education. 1.° Encontro da Rede Portuguesa de Pensamento Critico.

4 Angelino, F. J. (2024). Os gémeos digitais no metaverso - o envolvimento do consumidor. Jornadas
Internacionais de Marketing e Logistica.

5 Angelino, F. J., Alcina Dourado, Alice Ruivo, Bernardo Ramos, Célia Picoito, Fatima Serralha...Nuno Pereira
(2022). Co-creation Design Thinking Process: Learning With Demola Approach. IES - Innovative Economic
Symposium.

6

Angelino, F. J., Alcina Dourado, Alice Ruivo, Bernardo Ramos, Célia Picoito, Fatima Serralha...Nuno Pereira
(2022). Aprendizagem com Base em Processos de Cocriagao: O exemplo do DEMOLA® no IPSetubal.
CNaPPES22 - 8° Congresso Nacional de Praticas Pedagégicas no Ensino Superior.


https://ciencia.iscte-iul.pt/publications/immersive-oceans---leveraging-virtual-and-augmented-reality-to-advance-ocean-literacy/117604
https://ciencia.iscte-iul.pt/publications/implications-of-gamification-and-virtual-reality-in-higher-education/65475
https://ciencia.iscte-iul.pt/publications/implications-of-gamification-and-virtual-reality-in-higher-education/65475
https://ciencia.iscte-iul.pt/publications/implications-of-gamification-and-virtual-reality-in-higher-education/65475
https://ciencia.iscte-iul.pt/publications/minds-that-prompt-minds-that-question-cultivating-critical-thinking-in-the-age-of-generative-ai-in/117607
https://ciencia.iscte-iul.pt/publications/minds-that-prompt-minds-that-question-cultivating-critical-thinking-in-the-age-of-generative-ai-in/117607
https://ciencia.iscte-iul.pt/publications/creating-memories-and-engagement-in-college-student-through-virtual-reality/77225
https://ciencia.iscte-iul.pt/publications/creating-memories-and-engagement-in-college-student-through-virtual-reality/77225
https://ciencia.iscte-iul.pt/publications/creating-memories-and-engagement-in-college-student-through-virtual-reality/77225
https://ciencia.iscte-iul.pt/publications/creating-memories-and-engagement-in-college-student-through-virtual-reality/77225
https://ciencia.iscte-iul.pt/publications/gamification-in-higher-education-text-mining-approach/63237
https://ciencia.iscte-iul.pt/publications/gamification-in-higher-education-text-mining-approach/63237
https://ciencia.iscte-iul.pt/publications/gamification-in-higher-education-text-mining-approach/63237
https://ciencia.iscte-iul.pt/publications/gamification-in-higher-education-text-mining-approach/63237
https://ciencia.iscte-iul.pt/publications/exploring-the-future-of-virtual-reality-and-gamification-in-learning-enviornments-students/61541
https://ciencia.iscte-iul.pt/publications/exploring-the-future-of-virtual-reality-and-gamification-in-learning-enviornments-students/61541
https://ciencia.iscte-iul.pt/publications/exploring-the-future-of-virtual-reality-and-gamification-in-learning-enviornments-students/61541
https://ciencia.iscte-iul.pt/publications/exploring-the-future-of-virtual-reality-and-gamification-in-learning-enviornments-students/61541
https://ciencia.iscte-iul.pt/publications/ai-as-the-question-engine-fostering-curiosity-and-critical-thinking-in-contemporary-learning/117611
https://ciencia.iscte-iul.pt/publications/ai-as-the-question-engine-fostering-curiosity-and-critical-thinking-in-contemporary-learning/117611
https://ciencia.iscte-iul.pt/publications/virtual-and-digital-twins-potential-to-improve-customer-engagement-and-interaction-in-the-metaverse/111268
https://ciencia.iscte-iul.pt/publications/virtual-and-digital-twins-potential-to-improve-customer-engagement-and-interaction-in-the-metaverse/111268
https://ciencia.iscte-iul.pt/publications/minds-that-prompt-minds-that-question-cultivating-critical-thinking-in-the-age-of-generative-ai-in/110692
https://ciencia.iscte-iul.pt/publications/minds-that-prompt-minds-that-question-cultivating-critical-thinking-in-the-age-of-generative-ai-in/110692
https://ciencia.iscte-iul.pt/publications/os-gemeos-digitais-no-metaverso---o-envolvimento-do-consumidor/103196
https://ciencia.iscte-iul.pt/publications/os-gemeos-digitais-no-metaverso---o-envolvimento-do-consumidor/103196
https://ciencia.iscte-iul.pt/publications/co-creation-design-thinking-process-learning-with-demola-approach/91372
https://ciencia.iscte-iul.pt/publications/co-creation-design-thinking-process-learning-with-demola-approach/91372
https://ciencia.iscte-iul.pt/publications/co-creation-design-thinking-process-learning-with-demola-approach/91372
https://ciencia.iscte-iul.pt/publications/aprendizagem-com-base-em-processos-de-cocriacao-o-exemplo-do-demola-no-ipsetubal/91165
https://ciencia.iscte-iul.pt/publications/aprendizagem-com-base-em-processos-de-cocriacao-o-exemplo-do-demola-no-ipsetubal/91165
https://ciencia.iscte-iul.pt/publications/aprendizagem-com-base-em-processos-de-cocriacao-o-exemplo-do-demola-no-ipsetubal/91165

10

Angelino, F. J. & Coelho, Dulce Matos (2022). Innovation and Strategic Management: Unidade Curricular do
Médulo Internacional da ESCE/IPS. IV Encontro de Reflexdo e Partilha Pedagégica em Ciéncias Sociais.

Loureiro, S. M. C,, Bilro, R.G. & Angelino, F. . (2020). Creating Memories and Engagement in College Student
Through Virtual Reality. 6th International AR VR Conference.

Angelino, F., Loureiro, S. M. C. & Bilro, R.G. (2019). Exploring the future of virtual reality and gamification in
learning enviornments: students motivation and engagement in higher education. 15th China-Europe
International Symposium on Software Engineering Education.

Angelino, F. J. & Dominguinhos, Pedro (2013). Teaching entrepreneurship in HEI: an analysis at the portuguese
Polythecnics. Enabling Teachers for Entrepreneurship Education (ENTENP2013).


https://ciencia.iscte-iul.pt/publications/innovation-and-strategic-management-unidade-curricular-do-modulo-internacional-da-esceips/91164
https://ciencia.iscte-iul.pt/publications/innovation-and-strategic-management-unidade-curricular-do-modulo-internacional-da-esceips/91164
https://ciencia.iscte-iul.pt/publications/creating-memories-and-engagement-in-college-student-through-virtual-reality/77153
https://ciencia.iscte-iul.pt/publications/creating-memories-and-engagement-in-college-student-through-virtual-reality/77153
https://ciencia.iscte-iul.pt/publications/exploring-the-future-of-virtual-reality-and-gamification-in-learning-enviornments-students/61537
https://ciencia.iscte-iul.pt/publications/exploring-the-future-of-virtual-reality-and-gamification-in-learning-enviornments-students/61537
https://ciencia.iscte-iul.pt/publications/exploring-the-future-of-virtual-reality-and-gamification-in-learning-enviornments-students/61537
https://ciencia.iscte-iul.pt/publications/teaching-entrepreneurship-in-hei-an-analysis-at-the-portuguese-polythecnics/56727
https://ciencia.iscte-iul.pt/publications/teaching-entrepreneurship-in-hei-an-analysis-at-the-portuguese-polythecnics/56727

