Ta l'eyovota otov
[Tpoypapuatiopo

[Mw¢ ta poypaupata kataAaBailvouv T
VA KAVOUV;



TL elval eva yeyovog;

[eyovoC €lval KATL TTou cupBalvel kat
KAVEL TO TIpOypappa va avtldpAokeL.

MNapadelypa:
- Matag koudouvl = AvolyeL n TTopta
- Matag koupTit = Avael n tnAsopaon



[eyovOoTa otov YTIoAoyLoTN

- Matnua ANKTpou
- KALK JE TO TTIOVTLIKL

- Ayylyua o8ovng
- Mepaopa xpovou

To TIpOypapUA TIEPLPEVEL VA CUUPBEL
KATL!



[eyovOTa oto Scratch

-‘Otav ylveL KALK oTnv Ttpaclvn cnuatla
-'Otav tatnBel TTANKTPO
-‘Otav YLVEL KALK OTO QVTLKELPYEVO

AUTA EEKLVOUV TLC EVTOAEC.



[Mw¢ AsLtoupyouy;
1. To TtpOypauUA TIEPLPEVEL

2. ZUHBalveL To yeyovocg
3. EKteAouvTtal Ol EVTOAEC

To yeyovoc elval n agopun ywa dpaon!



MwkpO Mapadelypa

* ‘Otav tatnbel to MANKTpo 'dtactnua’
* —» O yatog ripoxwpact 6€€La 10 Bripata

» KaBe @opd 1ou Ttatape To TANKTPO,
EKTEAELTAL N EVTOAN.



ApaotnpLotnta oto scratch 1

dtLage eva poypappa (otn yAwooa
Tou scratch: yeyovota = cupavta)
* - Mg gva yeyovoc Ttou Ba to &ekvael

* - 'Eva yeyovoc Ttou Ba KaveL evav npwa
va KlvnBel 10 Bnuata ds€La

* -'Eva yeyovoc ttou 6a aAalel GKNVLKO



Scratch Apaotnplotnta 2

dtiacte eva anAo malyvidt:

1. ‘Otav tatnBel n tpdowvn cnuata —»
e 'zekwvape!

2. Otav tatnBel to dtaoctnua = AAalw
OTOAN

3. Otav yilvel KALK TTavw pou = Matdw
nxo



YuuTiEpaoua

* Ta yeyovota (cupBavta) elvair n apxn
KaBe dpaonc.

* Xwplg yeyovota (cupavta), To
Tipoypappa dev EEpeL TTOTE va EeKvnoel!
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