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NMpo6Aoyog

To mpdypaupa Erasmus KA2+ pe TitAo «Culture Heritage and Gamification in Education»
(2021-2023) avayvwpiCel TNV TTONITIOTIKA  KAnpovouid MECW TNG  TTaIXVIdOTTOINONG
(gamification) wg éva onuavTikd epyaAeio oTnv eKTTAIdEUCN TV POBNTWV. To £pyo OXeTICETAI
ME TNV aglotroinon TNG TTOMITIOTIKAG KANPOVOUIAG 0TNV EKTTAIBEUCT, HECOW TNG EVOWNATWONG
TNG OTPATNYIKAG TNG TTAIXVIOOTTOINONG OTO OUYXPOVO OXO0AEio. KaBwg n TexvoAoyia eTTnpedadel
Kal ETMPEAdeTal ATTO TOV TTONITIOUO, KOl 0€ AUuTO TO TTAQICI0, 0 dIGAOYOG PETAEU TOUG Eival TTIO
ETTIKAIPOG KAl ETTITAKTIKOG Ao TTOTE. H evOWwPATWON auTrg TNG OTPATNYIKAG UTTOYOPEUETAI
TO00 aTTO TTABAYWYIKOUG GO0 Kal aTTd KOIVWVIKOOIKOVOUIKOUG AGyoug, TTou TThyddouv armd
TNV €TTIOPAOCT TNG ETTIOTANNG KAl TNG TEXVOAOYIOG OTOV aUyXpovo K6ouo. H wnelotroinon g
TTONITIOTIKAG KANPOVOMIAG Kal N evowudTtwaor TG o¢ didgopa PabAPaTa OTo OX0Acio Ba
TPEETTEI va ouvodeleTal aTTd HIa OAOKANPWHEVN TTPOCEYYION TNG TTOAITIOTIKAG KANPOVOUIAG
TTOU, QVTi va TNV QTTOPOVWVEI aTTO TNV Kabnuepivry {wr, evBappuvel TNV aAAnAsTTidpaon
METAEU QUTAG KAl TNG KOIVWVIOG TwV TTONITWV.

210 €pyo ouppeTéxouv ol akdAoubBol etaipol: MKO I.CO.N (Inclusion in Community),
Rhodes Greece (Zuvtoviotig), Tunua Pidoloyiag, Anpokpiteio Mavemmiomiuio ©Opdkng,
Kopotnvy EAAGOQ, Tevikd AUkelo ldouou, oxoAeio, Poddtm, EANGDa, SME V.E.M. SRL,
Pellaro Calabria, Italia, Istituto Istruzione Superiore "P. Mazzone" oxoAcio, Roccela lonica,
KaAaBpia, tahia, MKO Associacié Meraki Projectes de Valéncia, Valencia, lomravia, IES El
Sobradillo, oxoAeio, Sobradillo, Tevepipn, lotravia, MKO Edrase Chalki, EMada.

2710 TTAQioio autd, n ZuvtovioTiky Opdda Tou «Cultural Heritage and Gamification in
Education» dnpioupynoe v ¥neiakr ‘Ekdoon pvnueiwv pe Tov TiTAO «MONITIOTIKG pvnueia
yia XpAion otn oXoAIkr aiBoucay. MNa v eKITOGvNon Tou UAIKOU GuvePYAGTNKAV OI TTAPOKATW
EKTTAIOE UTIKOI avd oXOAgio:

Meviké AUkelo ldopou, EAAGSa

OAuprtria AAGToapn

Eugppooivn Avdpeaddkn

Av1iétTn AnunTtpiddou

Bayla ZepéTn

Aéotroiva Tplavta@uAAidou

IES El Sobradillo, Sobradillo, loravia

Sara Lépez Tosco

Sonia Victoria Gonzalez Gonzalez
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Istituto Istruzione Superiore "P. Mazzone" IToAia
Mario Latella

Caterina Mazzaferro

Elisabetta Scali

Francesco Tripodi

EmAéxbnkav 90 pvnueia mpog dnuoacieuon armmd TPEIG XWPEES, CUPTIEPIAAUBAVOUEVOU OTO
Mépog |, Tou peBodoAoyikoUu TTAaiciou aglotroinong NG TTOMITIOTIKAG KANPOVOMIGS OTnv
eKmaideuon péow TG  oTtpatnyikng NG Traixvidiorroinong  (Maudaywyikd TTAqioio,
BiBAIoypagia, £épeuveg atmd Eupwrn kai EAAGSQ, Italia, lotravia) TTou £xel oxediaoTei amd 10
Anuokpiteio Mavermiomuio Opdkng-Turnua EAANVIKAG PiAoloyiag TNG ZxoAig KAOOIKWVY Kal
AvOpwTTIOTIKWY ZTToudwyv. H ouykekpiyévn Opdon Bewpeital OTI ATTOTEAECE EEAIPETIK
gUKalpia yia €vav TToIKodOPNTIKG Kal dnuioupyikd didAoyo yia BEuaTta KoIvou vOIOPE POVTOG
Kal TTPoBANHATIONOU, WG TTPOG TIG EKTTAIBEUTIKEG PEBGDOUG Kal Ta epyaicia. EATTiICoupe 6T n
Wnoiokn ‘Ekdoon «MoAmoTiKG pvnueia yia xprion otn oXoAIKA aiBouca» Ba TTpooBéael agia
OTNV QVTIMETWTTION TOU OUVOPTTOOTIKOU KOOMPOU TNG £€QAPUOYNG TNG TTAIXVIBOTIOINONG OTnV
EkTraideuon.
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MEPOZ I: To peBodoAoyiké TTAaicio

Kab. Ap. Mewpyiog M. Toopng
2 € ouvEPYaOia E:
BaoiAikii MavaBotrouAou
Kuplakr) ZaABepidou
MixanA AvaoTooiadng
Xapiolog EuoTpariou
AtréoToMog Mapoupog
Eicaywyn

H xprion Twv maixvidiwv avayvwpidetal dIEBVWG wg pia eVOEDEIYPEVN TTPAKTIKY, N OTTOIa WG
OTOXO €XEI TN BaBuicia eTTaUgNoN TG00 TOU KIVATPOU, 600 KaI TNG EVEPYOUG CUUMETOXAG TOU
eKTTaIdEUOEVOU 0T PaBnoiakn diadikacia. H Taixvidotroinon, dnAadr n xprion eKEivwv Twv
OTOIXEIWY, Ta OTTOIa ATTAVTOUV KATA Kavova o€ TTEPIBAAAOV TTaIxXVIBIWY, Xwpig, woTdéoo, va
oxeTiCovial Aueca Pe autd, BonBa oTnv avamTtugn degloTTwy, OTTWS TNG KPITIKAG OKEWNG,
NG ouvBeong kKal TNG avdaAuong TTAnpo@opiwv. H €EEAIEN Kal n amOTEAEOPATIKOTNTA TWV
EKTTAIOE UTIKWYV TTAIXVIBIWV, O€ GUVOUOO MO e TNV UTTAPEN KIVATPWY Kal TNV EUXOPIoTNON TTOU
TPOO@EPOUV, WOl TTPOg TNV avamrTuén TNG BewpPNTIKAG Kal TTPOKTIKNAG HEBodoAoyiag NG
TTaIXvIOOTTOINONG KAl KAAAIEPYET TNV EUTTVEUCT], TTPOAYEI OAAQYEG, ONUIOUPYEI KOAOTTPOAIPETN
AuIANAa Kal ouvToviCel TIC TTPOoTTABEIEC O dId@opa TTEPIBAMOVTA, £PYACIOKA KAl KOIVWVIKA.
H Traixvidotroinon  mpoo@épel  éva  TTAdiolo/odnyd  oxedloouol  d1adpacTIKWV
OpaCTNPIOTATWY, WE OKOTIO TN WEYIOTOTTOINCN TWV KIVATPWY, TN dnuIoupyia uIag euxapiotng
EUTTEIPIOC yIO TOV eKTTAIOEUOUEVO Kal T dIaTAPNON Tou eVOIOPEPOVTOS TOUu Of UWnAd
emimeda. e auTtd 1O TTAQioIO, n TTaixvIdoTToINoN a&loTrolEi Ta TTaIXVidIa yio OKOTTOUG TTEpav
NG Yuxaywyiag, Kabwg TapExel Kivntpa (O0TTwg TTovTol £mMIRpdpReuong, €TTaBAQ, TTIVOKES
BaBuoAoyikAg Katdtaéng) Kal OTTOOKOTIEI 0TV TOVWON TOU  evOIAQEPOVTOS  TOU
EKTTAIOE UG EVOU Kal TNG BEANOTC Tou yia pabnon. Mapadeiypuatog Xdapiv, ol KIVATEG GUOKE UEG,
AOYW TWV TTPONYHEVWY ASITOUPYIWY TOUG, atroTeAoUV attodoTikd PECO yia Tnv dnuioupyia
EQPAPUOYWYV, Ol OTToiEg £Xouv Tn duUVATOTNTA VA EUTTEPIEXOUV OTOIXEIO TTAIXVIOOTTOINONG.
EidIkdTEPQ, O KIVNTEG OUOKEUEG KABIOTOUV HIO EKTTAIBEUTIKA £QapUOYT IDIITEPA KATAAANAN
KAl OTTOTEAEC YATIKI), WOTE va SIATNPEITAI TO KiVNTPO TWV XPNOTWV CUVEXWG EVEPYOTTOINMEVO.
H maixvidotroinon emTpéTel oTov eKTTAISEUOPEVO VA BETEI TOUG BIKOUG TOU EKTTAIBEUTIKOUG
OTOXOUG Kal va KaBodnyeital aTn d1auop@won OTACEWYV Kal CUUTTIEPIPOPWYV PECW TNG QUTO -
TapATAPNONS Kal TG autoagloAoynong. O ekTTadeuduevol €xouv Tn OuvatdétTa Vva
kaBopifouv Toug BIKOUG TOUG OTOXOUG, va OXedIAouV Jia OgIpd OTPATNYIKWY KAl EVEPYEIWV,
va aAANAOETTIOPOUV e TO EKTTAIOEUTIKO TTEPIEXOUEVO, OAAAG Kal PETALU TOug, Kal va
avayvwpifouv dueca Ta ATTOTEAECMOTO TWV EVEPYEIWV TOUG, WOTE VA MTTOPOUV VA
avtiAauBdavovTal TIg CWOoTG Kal AavBaouéveg ammo@doelg Toug. Ta TTaparmdvw ommoTEAOUV
Baoikég apxEg kal d1adIkaoieg Tou JOVTEAOU TNG auToppuduICoueEVNG ndbnong, cUP@wVa JE
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TO OTT0i0 TO B0 TO ATOMO PUBWICEl TN CUMTTEPIPOPA TOu, KaBopilel TOUG OTOXOUG TOu,
TTOPATNPEET KOl KATEUBUVEI TIG OTTOQPACEIG TOU KAl OEIONOVED TIG CUVETTEIEG TNG OUUTTEPIPOPAG
TOU.

O1 vgioTdpeveg TeXVoAoyieg TNG oUYXPOVNG NAEKTPOVIKAG EKTTAIOEUONG €VOWUATWVOUV
AON TTOAAG OTTO T TTOPATTAVW OTOIKEID TTPOCPEPOVTAG ETO1 EEATONIKEUPEVO TTEPIEXOPEVO KAl
MIa paBnoiakn eumrelpia €10IKA TTPOCAPHOCOUEVN O€ KABe Xprijotn. H udbnaon, n omoia
uttooTnpifeTal atd KIvNTEG OUOKEUEC (mobile leaming) amroTeAei pia eKTTAIBEUTIKY OTABEPA,
KUpiwg AOyw NG IKAvOTNTAG TNG va dlaTnPei adIAKOTTN TNV ETTAP PE ToV XProTn. Méow Tou
WNPIOKOU eKTTAIOEUTIKOU TTEPIEXOMEVOU Eival duvaTh N dlIaudpewaon 1I0aVIKNAS TTAATEOPUAS YIa
TNV £QAPUOYH TNG OTPATNYIKNS TTalxVIdoTToinong. KaBe padnolakr epyacia ) otoXog UTTOpPEi
va oxedlaoTei wg TTPOKANCN yia Tov XPAoTN HECa Of KABOPIOPEVO XPOVO Kal PE TnV
KAatdAANAn emmiBpdBeuon. Autd 10 TrEPIBAANOV pTTopei va €glowBei oTOo TTAQICIO €VOG
TTaIXVIOIoU apkeTé SUOKOAOU, WOTE va dlatnpeital hia KAUTTUAN JABnong TTou cuvouddel TNV
ATTOTEAEOMATIKA Kal YpAyopn MABnon pe TNV wuxaywyia. H epappoyr Tou Kavova «EUKOAO
va Pabeig, aAAd BUOKOAO va KATAKTAOEIG» ME TNV TAuTOXPOovn UTTApEn WNXOVIOWWY TToU
avayvwpifouv v apioTeia Kal TG &e€I0TNTEG, PTTOPEI va KaAANEpyroel éva TrepIB&GAov
ouvVaywvIiouoU TTou TTPOCEAKUEI HABNTEG Kal QPOITNTEG, Ol OTTOI0I EVOEXOMUEVWG avalnTouv
mpokNjoelg. EmmAéov, n avdBeon pdAwv OTO TTAQICIO MPIOG CUVEPYOTIKAG MABNOCIOKAG
opadag oe TEPIBAAAOV TTaIXVIOOTTOINONG, O CUVTOVIOUOG TWV OTOMIKWY €PYACIWV Kal N
dnuioupyia OUANOYIKWYV OTOXWV HE MEYOAUTEPEG ETTIBPOREUCEIC PTTOPEI va TTPOCEAKUCEI
TTEPICOOTEPOUG XPAOTES KOl EKTTAOEUOPEVOUG. 2€ QUTO TO TTAQICIO, N TTAIXVIOOTTOINON UTTOPET
VO atroTEAEOEI €va ATTOTEAEOUATIKO EKTTAIDEUTIKO €PYOAEIO TTOU AVOTTTUCOEI T CUVEPYATIK
MABNon TOTTOBETWVTOG TOUG XPrOTeG Ot TEPIBAAAOV pe TTOAAATTAOUG TTAOV TTaikTeg. H
TTPOCONOIWGCN OTOXO-TIPOCNAWMEVWY  CEVAPIWY  ETTITPETTEI OTOUG  EKTTAIDEUOMEVOUG Vd
Biwwoouv, va efepeuvioouv Kal va ONUIOUPYACOUV aTTO KOIVOU, &€vw TTapdAAnAa
ouvaywvifovTal HETagu Toug i hE AAAEG oudideg. AuTou Tou €idoug To TTEPIRAAAOV UTTOpPET Va
evBappuvel TNV avioAAayr yvwoewv Kal va BonBAcel oTnv avatrtugn dIoTTpocwITIKWY
oegloTitwy, OTTwg o didAoyog, n emmiAuon TPoBANudTwy, N OUAAOYIK OKEWN Kal n
OuVvePYaTIKA AW atroQAcEwV.

MpoTteivoupe €va evvoioAoyikO TTAQICIO TTou CUVOEEl TNV TTAIXVIOOTTOINON ME TO HOVTEAO
NG auTopPUBNICOPEVNG NABNONG MEOW TWV dUVATOTATWY TWV KIVNTWV CUOKEUWYV, WOTE VA
TTapaoxeBouv eupeieg duvatdTNTEG XpAoNG MEOW AUTAG TNG EKTTAIOEUTIKNAG pEBodoAoyiag,
KUPIWG OTOV TOMEQ TNG TTOMITIOTIKAG KANPOVOUIAG, TToUu agopd oTnv TTapddoon, TIG
QVAPVACEIG, TOUG QUOIKOUG TOTTOUG, T QAVTIKEIPEVA Kal TIG AUAEG TTETTOIBNOEIC KOl TTPAKTIKES
w¢ KAE18i yIa TNV TAUTOTNTA, TNV EUNMEPIA, TIG OTTOPACEIS Kal TIG dPAOEIS.

To mAaioio TTou TTpoTeiveTal BaaileTal TNV UTTAPXOUCA EPTTEIPIKN OAAG KAl akadnuaikn
yvwon OXETIKA WE TNV UIOBETNON KOl €QOPUOYR TETOIWV TTPAKTIKWY OTNV EKTTAIOEUON.
AgloTTolvTag TIG duvatdTNTEG TWV KIVNTWY OUCKEUWY, TOo &V AOyw TTpdypauua Ba
oupdTTEPIAGBE! TIG apXEG TNG TTaIXVIOOTTOINONG Kal Ba TIG EVAPPOVIOE! PE TIG ApXEG TNG QUTO-
puBuICopevng Kkai PBaciopévng oTo Tralyvidl pdédnong, TTPokeEIyEvou va evioxUoel Tnv
avdamTuén deglotTwy oKEWNS uywnAou etrmrédou. ‘ETol, Ba d0Bei otadiakd n duvardotnTa
OTNV EKTTAIBEUTIKI] KOIVOTNTA va avaBaduioel Tnv ToiI0TNTa TNG EKTTAIBEUTIKAG O1001IKOTIag,
B€ToVTag TOV HOBNTA OTO ETTIKEVTPO TOU £VOIOQPEPOVTOG, WOTE VA £VIOXUBoUV 1600 Ta KivnTpd
ToUu, 600 Kal AAANAOETTiIOpPaOH Tou Pe TO TEPIBAAAOV Kal TOug yUpw Tou. ETTnTAéov, n
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ETTAVAXPNOIYOTTOINCN TOU TTPOTEIVOMUEVOU €VVOIOAOYIKOU TTAaIciou Ba dwoel wlnon oTn
OUVEXWG aUugavouevn avammTugn degloThTwy oKEWNGS uwnAou ETTITTEDOU, YEYOVOG TTOU ME TN
ocipd ToU Ba aATTOPEPEl MOKPOTTPOBEC O OPEAN OTNV EKTTAIDEUCH, TNV OIKOVOUIa Kal TNV
KoIvwvia o1o oUvoAd TnNG. O1 gpeuvnTéG uTTooTNPICoUV OTI Ta TTAIdIA Pabaivouv péca atrd To
Taiyvidl:  pabaivouv va oAAnAoemIOpoUv PETAEU TOug, va akoAouBouv Kavoveg, va
avatrTuooouv  dlavonTikEG  Acimoupyieg  kal  8egiotnTeEG  emmiAuong  TpoPAnuaTwy. Ta
BivreoTraiyvidia gival eTTITuxnuéva, TTEIdN duVNTIKA QVTIHETWTTICOUV TIG ONUEPIVES TTPOKANOEIG
Kal gupTTopeUovTal JE TIG AVAYKEG TNG £TTOXNGS Mag (Shapiro, 2018, Mariotti & Marotta, 2020,
Singh 2021).

1. HyneiokA paénon Baoiopévn oG apXES Tou TTaixvidiou Kal o pOAOG TNG OTnV avatriuén
0e€loTATWY OKEWYNG uwnAou emmITTESOU

O1rwg avaeépbnke TTapatmmavw, n xprnon TaixviSiwy avayvwpifetal amd TV uTtdpxXouoa
BiIBAlOypagia wg Hia ETTAPKAG TTPAKTIKA YIa TNV aUénon Twv KIVATPWY Kal TNG CUPUETOXAS
Twv  ekTTaIdeudpevwy 0T pabnoiok  dlodikaoia. Ta  wneiakd  Traixvidia, OTwg
TTapouaidlovtal ammd Tov Prensky (2001), emiTuyXAvouv TNV EVOPYECTEPN CUMPMPETOXH TWV
MaBNTWYV pEow evog d1adpaaTikoU TTEPIBAAAOVTOG Wuxaywyiag kal diaokédaong. Av Kal Ol
opol diaokédaon (fun) kai euxapioTnon (enjoyment) Ba uTropolcav va XpnoiUoTToinBouv ek
TapaAAilou, woTtéco diagépouv PETAEU Toug. H dlaokédaon eival pia euxapioTn
auvaiotnuaTikA A PuXoAoYIKN KAatdoTaon TToU PTTOPEi va €XEl éva ATOUO KATA T SIGPKEIQ 1)
META o0 I auBdépunTn Kal wuyxaywyik dpacTtnpidtnta. ATTO Tnv AAAn TTAsupd, wg
guyapiotnon (arrdAauaon) voeitai n idia N dpacTNPIOTNTA, AVELAPTNTA ATTO TN CUVAICONUATIKN
1 WUXOAOYIKr aAAQyr, TTOU PTTOPET VO €XEl WG OTTOTEAEOUA TNG. 2TNV KABNUEPIVH pag {wi,
UTTApXouV BIAQopeG dPACTNPIOTNTEG TTOU WTTOPOUV  va  TTPOC@EPOUV  EuxapioTnon,
atroAauon. Opiopéveg arrd TIG SPACTNPIOTNTES €ival TIPOCAVATOAIOUEVEG O OUYKEKPIKEVOUG
OTOXOUG, AAAEG, WOTOOO, dev gival. Opiopéveg TrepIAauBavouy TTEPICCOTEPA aTTd £va GToA,
AAAeG PTTOPOUV va TTpaydatwBouv ammd éva artopo. TOoo o1 TTapPadoCIOKESG HOPPES
TTaIXVIOIWV OCO0 Kal PIa OXOAIKA TAEn PTTopOoUV Kal TTRETTEI va 0ToXeUoUv OTnV evBdppuvon
TWV CUHPETEXOVTWY, WOTE Va dnuioupynBei €va TEToIo TTEPIRGANOV.

H 1TaixvidoTtroinon OxeTiCeTal AUECO PE TA WYN@IOKA TTaIXVIdIA, Ol APXEG TWV OTTOIWV
atroTeAoUV TN BAon Tou oXedIaoPoU TNG. ZUYKEKPIPEVA, N peBodoAoyia TNG agopd OTn Xpron
TIPOKTIKWYV KOl  TTOPAMETPWY  TwWV  TTAIXVIOIWV Of  ETTIXEIPNMATIKA KOl €KTTAIOE UTIKA
TePIBAAOVTA, pE  OKOTTO TNV €vioxuon Twv KIVATPWY Twv  XPNoTwWV KAl TNV
ATTOTEAEOUATIKOTEPN ETTITEUEN TOU PABNCIOKOU A ETTIXEIPNMATIKOU OKOTTOU.

O 06pog «yn@lok pAadnon Baciopévn OTIC OPXES TOU TTAIXVIOIOU» TTOU dIaTUTTWONKE
Katapxag atmrd Tov Prensky (2001), xpnoigotroinOnke yia va TepIypAyel TNV TTOAULOP®N
yuxaywyia, 01Tw¢ duvartal va TTPoKUWYEl JECW TNG OUVOECNHG TNG ME WNOIOKA EKTTAIOEUTIKA
Traixvidla. Zupewva e Tn diedvr BiBAIoypagia autd Ta TTaixvidia Ba TTEETTEI va dlakpivovTal
a1rd Ta aKOAOUBA XapPaKTNPIOTIKA. ZUu@wva pe Tov Din (2006) Ba TrpéTTel:

1. va gival KaBnAwTIKG (immersive)

2. va €XouV KAIJOKWTO Babud duokoAiag

3. va gival EAKUOTIKA, va BETouv uywnAoug OTOXOUG OTOUG EKTTAIBEUOUEVOUG KOl VO
EVIOYXUOUV TOV CUVAYWVIO YO
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4. va €youv EKABapa dIATUTTWHEVOUG EKTTAIBEUTIKOUG OTOXOUG
5. VO EMTPETTOUV OTOUG EKTTAIBEUOEVOUG VO TTOPAKoAouBoUv TV TTpOod0 TOUg

20powva e mmpéo@atn odnyia ¢ E.E., o1 de€1dTnTEG OKEWNG uwnAou eTTMTESOU
BewpouvTtal Bacikd XOPOKTNPIOTIKO yia Toug uwadntég Tou 21% aiwva. Katd ouvémela, Ta
MaBNTOKEVTPIKA POVTEAQ EKTTAIEUONG £XOUV PPeBEi TTAEOV OTO ETTIKEVTPO TOU £VOIQQPE POVTOG
TOOO TWV EKTTAIOE UTIKWY, 600 KAl TWV EPEUVNTWV.

O 6pog «okEWN uwnAou eTTITTESOU» AVOPEPETAI O AEITOUPYiEG TTOU AauBAvouV Xwpa oTo
uwnAdTepo eTTimedo NG lEpapXiag NG YVWOTIKAG €TEgepyaciag oUPQwva JE TNV
(avaBewpnuévn) Tagivounon Tou Bloom (Anderson & Krathwohl, 2001). O1 de&I0TNTEG QUTEG
Ooivouv €ugacn oOTn VOoNTIKA €TECEPyOOia  Kal  ava@épovial otV IKavOTnTa  TWV
MOBNTWV/aTOPWYV Va UTTOPoUV va SIaXEIPICOVTal Kal va eTTEEE PYAZoVTal TTANPOPOPIES Kal IBEES
KAl VO TIG METATPETTOUV O€ TTPoTACEIS. H dladikaoia auTr) atraitei oyadoTroinon Kal CUYKpPIoN
YEYOVOTWY, TIPOTEPEG YVWOEIG, avaouvleon ammoreAeOudTwyY, avammTuén UTToBéoEwy,
YEVIKEUDT) Kal ETTAA]BEUC ) GUUTTE PAC UATWV.

Tpeig amd aurg TG Oe€1d6TNTeEG cival: «EmmiAuon tTpoBAfpaTogy, «KpITIk okEéywn» Kal
«ANPIOUPYIKOTNTOR.

«EmiAuon  TpofAuatog» eivar n  diadikacia avalAtnong Kal  eUpecng  Tou
KaTaAANASTEPOU TPATTOU TTOU Ba aTOTPEWEI TO ATOMO OO Ta € UTTOdIA TTOU TTapEIBAAAoOVTaI
Kal Ba 1o 0dnNyRoel Pe HeyaAUTEPN Ao@AAEIa KAl TOXUTNTO OTNV ETTITEUEN TOU ETTIOIWKOUEVOU
Kal €TIBupNTOoU OTOXOoU. H degidTnTa QUTH €ival amTOAUTWG BOOIKK, aPoU O KABEvag oo pag
KaB' 6An Tn d1dpkela TNG WG Tou €ival TTPOCAVATOAIOPEVOG O TNV ETTITEUEN OTOXWVY KAl 0TNV
emiAuon TmpoAnudTwy (Koliadis, 2002a).

«KpITIKA akEWn» gival n vonTiKA Kal cuvaioOnuaTikr A&iToupyia katé v oTToia 1o GTouo
aglohoyei TNV aglommoTia Twv TTANPOQOPIWV KAl aTTOoQACifel TTWG VA EVEPYAOEI HEOCW
OUANoyIoPoU e Bdon O6Aa Ta dedouéva TTOU UTTOPEi va £xel oTn O1G6eor) Tou. H KPITIKN
okéyn PBonbd Toug avBPWITOUG VO OPYaVWOOUV TOV HEYAAO OYKO TTANPOQOPIWY TToU
AapBdvouv kal va kataAféouv o€ E€yKupa CUMTTEPACMATA KAl ETTITUXEIC AUCEIC OF
TTpoBAMuata. H cuvepyaaoia kal N aAANAETTiOpacn PETAGU TWV HABNTWY PTTOPEI VA EVIOXUOEI
NV avdamTuén g KpPITIKAG okéwng (Matsagouras, 2002).

H «dnuioupyikdTNTO» €ival pia oUvBeTn £vvola TTOU TTEPIAAUBAVEL TNV TTOIKINOUOPYIa, TNV
eueigia, TNV KaIvoTodia 60OV apopd OTOV TPOTTO OKEWNG TWV AVOPWTTWY KAl TOV CUVOUAONO
PAIVOUEVIKA AOXETWY EVVOIWV YIa TNV TTApaywyr €vog atroreAéopatog. H ouvepyaoia petagu
TWV avOPWTTWV HE DIAPOPETIKEG IGEEC UTTOPET VA EVIOXUOEI TNV QVATTTUEN TNG KPITIKAG OKEWNG
(Azzam, 2009).

Koivé XapaktnpIioTIKO Twv TTapatmavw OegloT)Twy €ival OTI aTTaIToUV TNV €QAPUO VA
YVWOTIKWYV O10dKACIWV OTTWG TNG TTapathpnong, tng okéwng, TNG avtiAnwng, g Xprnong
OUAAOYIOWOU, TNG ouvBeong Kal TNG avaAluong TTAnpogopiwyv. ETrTAéoyv, yia Tnv epapuoyn
Twv TTapatmdvw AcIToupylwy gival amapaitnto ol dvBpwTiol va €&oikelwBouv e  TIG
O1adikacieg auteg pEow TNG aAANAETTIOpaong pe AAAOUG avBPWITTOUG.
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2.01 yvwolokEg Bewpieg paBnong oTig d1adikaoieg PABNONG PECW WNPIAKWY TTAIXVIOIWV

2mv uttdpxouoca BiBAloypagia, n €@apuoyr) autoU Tou MHOVIEAOU OTNV EKTTAIBEUTIKN
dladikacia AoyifeTal WG N KAAUTEPN TTPOKTIKA, WOTE va VIOXUBEi N eTBUia yia paénon, n
KPITIKA OKEWN Kal n dnuioupyikdTNTa. To yvwolakd autd PHOVEEAO CUVIOTA WG aPETNPIa TO
MaBnToKeVTPIKG povEAO paBnong (Attard et al., 2010, Rott, 2010) ka1 cUpQwva pe auTo, N
MaBnon vyivetar euteipia kal €dpddeTanl otV TIPOBECn, TN Opdon Kal TNV PabuTepn
Tapatmpnon, Tov avactoxaoud (Wilshire, 1990). Q¢ €k TouTou, n ekTTaIdEUTIKA dladikaoia
gival pgia ouveldnTr, evepynTikr, SNUIOUPYIKA TTPOKTIKA TToU KaBodnyeital atrd oTOXOUG Kal
eMOUPNTA atroTeAéopaTta. O pabntAg atd TTaBNTIKOG SEKTNG YivETAl EVEPYOS KOl CUUMETEXEI
oTn diadikacia a) Ye TIG TTPALEIG TOU, B) ME TN OKEWN TOU KAl TO CUAAOYIOUO TOU Kal YY) HEoW
NG aAANAeTTidpacng Tou pe Toug AGAAoug Kal To TTEPIBGAAOV Tou, Ot MIa TTPOOTTABEIa VA
KOTAVONOEI EVAPYECTEPA TO TTPOG MEAETN YVWOTIKG avTikeEiyevo. YO autd TO TTpioua, n
aTTOKTNON TNG YVWOo NG KaBioTartal TTpoowTTIKr uttdéBeon Tou KABE aTtduou.

H yvwaoiok Bswpia Aoyifetal wg n TPoo@opOTEPN YIa TNV ATIOKTNON YVWOEWV KOl
OELIOTNTWY PEOW TWV EKITAIBEUTIKWVY TTaIXVIOIWY. Mo Ouykekpiyéva, eival 1IBAVIKA Yia
egaTouikeupEva TTEPIBAANOVTO PABNONG, KABWGS O EKTTAIOEUOUEVOS BIAUOPPUWVEI O iBI0G TO
mePIBAANOV Tou, OAAG pEoa O €va auoTNPWGS KABOoPIoPEVO TTAQICI0, OTIWG €ival AUTO TwV
KAVOVWV TwV TTaiXVIOIwV. AANa XapaKTNPIoTIKA yVWPIOUATa TOU YVWOIAKOU POVTEAOU €ival O
OOUNMPEVOG Kal IEPAPXIKOS KABOPIOPOG OTOXWV, KABwG Kal n emaywyikr Oladikaoia
TTPOOEYYIONG TOU TEAIKOU OTOXOU HE €TTITEDA, TTOMITIKEG aQvTANOIPrS K.ATT. EmmmpdoBeTa,
TePINAPPBAvVEl pIa oElpd aTtd évvoleg BAoEl Twv OTToIWV OXEDIAZETAl N EKTTAIOEUTIKN
Tapéupaon. Mapakdtw TTapoucidlovTal Tpia CuoTaTIKA OToIXEid AQUTAG TNG Bewpiag, Ta
OTTOIa EQPAPPOLOVTAI PE ETTITUXIO OTA EKTTAIBEUTIKA TTaIXVIdIQ.

a) AuToKkaBopIoPOG

2XETIKA WE TOV auToKaBopIiopd oTo TTAQIcIO TNG TTaIXVISoTToINONG, avagépeTal OTI TTapd
v €UJeuUTn Tadon yia avdmTuén Kal auTtoBeATiwon 1Tou SiaBéTouv ol avBpwTrol, To idlo TO
TEPIBAANOV TTPETTEI VO TTAPAOXEI TNV KATAAANAN UTTOOTAPIEN, WOTE VA PTTOPECOUV T ATOUA
va egeAixTouv. H Bewpia Tou autokaBopiopou oxeTieTan dueca pe TN «Bewpia TNG POAS» Tou
Csikszentmihalyi (2000), avTioTtoixiCoviag oToixeia 1600 €0CWTEPIKWY, 60O KAl £GWTEPIKWV
KIVATPWV. H auTtovopia (XapaktnpioTiKG TNG Bewpiog Tou auToKaBopIoHoU) avTIoTOIXEI TNV
KatdoTaon OoTnV OTToia 0 XPHOTNG ETTIAEYEI TOUG BIKOUG TOU OTOXOUG Kal ToV TPOTTO [E TOV
oTroio Ba Toug emMdIWEEL. AvaAoya, n €vvoia TNG IKAVOTNTAG OXETICETAI PE TNV ICOPPOTTIA TTOU
TEETTEN va €Eao@aAifeTal pPETAgU TNG BUOKOAIOG €TTITEUENG EVOG OTOXOU KAl TWV IKAVOTHTWY
TWV XPNOoTwv, TIPOKEIYEVOU va OlatnpenBei n pory oto cuotnua. Me Tov Opo «por» O
Csikszentmihalyi ava@épetal o€ pia BIWUATIK KATAOTAON KOTA TNV OTIOi0 O XPAOTNG
KATAQEPVEI Va ETTIKEVTPWOEI PE aQOoTiwaon o€ Eva ammaITNTIKO £py0. ZTNV KATAoTOON PONG, Ol
XPAOTES €ival TTAPWGS AQPOCIWHEVOI, CUYKEVTPWHEVOI, BNUIOUPYIKOI, TTAPAYWYIKOI Kal e
évtovn aiobnon ecwTtepIkAG IKavotroinong. H McGonigal (2011) uttootnpiCel 611 N poR auTn
ATTOUCIAdEl oNUAVTIKA aTTd TNV KaBNUEPIVE {wr}, WOTOOO ATTOTEAEI KUPIOPXO XOAPAKTNPIOTIKO
oTa TraIxvidla, ekTaIdeUTIKA Kal un. Mia 1o ouyypovn €kdoxr) NG Oewpiag TG pong
AvVaQEPETAI OTNV KATAOTAOT OQOCiwonNG TOU OTOPOU OE MIO KAl JOVO CUYKEKPIYEVN €PYATIA.
Zupgwva pe Tov Csikszentmihalyi, av 10 £pyo €ival TTOAU €UkoAo, TOTE n KaTdoTACN TOU
XPNOTN UETATPETTETAI O€ okvnpia. AvTiBeta, av n epyacia €ivar TTOAD ammaitnTik, TOTE O
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XPROoTNG atmoBappUveTal, AyXWVETAl Kal CuvRBwS eyKaTaAEiTTel TNV TTPOOTIABEIA. Na TO AdyOo
aQuTtl, 01 OXEOIOOTEG TTaIXVIOIWY, KaBwg erTiong kal 6ol oXedIAfouv CUCTAUATA TTOU
oTOXeUOUV OTNV TTAPOKivNON TwWV XPNoTwV Ba TTPETTEl va AapBavouv coapd utroyn Toug
QuTA TNV TTAPAPETPO Kail va au&dvouv oTadiakd Tn SUCKOAIa, woTe, 600 0 XPROTNG CITOKTA
euTTEIpia, va TTapapével agooiwpévos. Omwg avagépouv ol Hsin-Yuan Huang kai Dilip
Soman (2013) n TraixvidoTroinon dev ouUVOEETAl AUECA HE YVWOEIS Kal 8e€10TNTES. QOTOOO,
eTNEEAdel T otdon, T SECPEUON Kal Ta KivnTpa Twv PoBNTwv, YEYOVOG TTOU WTTOPED va
odnynoel otn BEATIWON TWV YVWOEWV Kal TwV BEEIOTATWV.

High Anxiety Zone
Challenge exceeds skl

By improwing skill or
dedreasing chaleage

Challenge fa S \

By increating chalenge

Boredom Zone
Skill excaedi challerge

Lo Skill High
H Bewpia Tng ponig Tou Csikszentmihalyi (T78. Sangkyun et.al., 2018, 9)

B) AuTo-aTToTEAEOPATIKOTNTA

Q¢ auTo-aTroTEASOPATIKOTATA OPICETAI N AVTIANWN TTOU £XOUV OI EKTTAIOE UOUEVOI OXETIKA
ME TNV IKAVOTNTA TOUG va oXEBIAZOUV £Va OUVOAO £VEPYEIWV TTPOKEIPJEVOU VA ETTITUXOUV VAV
OUYKEKPIUEVO OTOXO A va ETTIAUCOUV éva TTPOBANUA UTTO OUYKEKPIUEVEG OUVONAKEG.
ZUYKEKPIYEVQ, N QUTO-ATTOTEAE O UATIKOTNTA dlapBpwveTal katd Tov Bandura (2002) wg e€AG:

- 0 ApIBUOG TWV EVEPYEIWV TTOU TTPETTEI VA EKTEAEGTOUV TTPOKEIUEVOU VA ETTITEUXOEI 0 0TOXOG,

- 1 AvToXr TOU EKTTAIOEUOUEVOU VA DEXTEI KPITIKA KAl N IKAVOTNTA TOU va dIAXEIPICETal TNV [N
IKOVOTTOINTIKA TTPO0d0 Kal

- N KavéTNTa OTTOTEASOHATIKAG dlaxeipiong GMwvV KaAtaoTdoewv o€ TTEPIBAAOV  OXI
aTTaPAITNTA EKTTAIBEUTIKO (YEVIKOTNTA).

To aioBnua g auTto-aTroTEAEOPATIKOTNTAG ETTNPEACE! TIG OPACTNPIOTNTES KAl Ta oXEDIA
TTOU €TMIAEYOUV Va UNOTTOIROOUV Ta AToua, pE Bdon 1o BaBud SUOKOAIOG Kal TNV ATTAITOUMPEVN
TPooTTaleIa. Q¢ €k TOUTOU, N QUTO-OTTOTEAEOMATIKOTNTA ETTNPEEACEI ONUAVTIKA TNV ECWTEPIKN
TTapokivnon Tou oTtopou. Ta Atopa Pe uwnAoTEPa ETTITTEDA QUTO-OTTOTEAEC HOATIKOTNTAG
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ouvniwg emmIAéyouv TTI0 SUOKOAQ £pya, ETTIBEIKVUOUV ETTIMOVH, QVTIMETWTTICOUV TNV TTIBOVN
ATTOTUXIO ME EK VEOU TTPOCTTABEIO KAl PEYAAUTEPN AQPOCiWoN OToug oTOXOoUG Toug (Taylor,
2009). 21NV TTEPIMTTWON TWV TTAIXVIOIWY, N AUTO-ATTOTEAECPATIKOTNTA OPICETAl WG N IKAVOTNTA
TOU aTOuoU va oAokAnpwoel To Traixvidl pe emituxia (Ritterfeld et al., 2009). Méow Tou
TTaIXVIOIoU N QUTO-OTTOTEAE O PATIKOTATA EVIOXUETAI, KOBWG OI TTAIKTEG £X0OUV T duvaTOTNTA VA
EMAECOUV Kal va EEPEUVAOOUV DIOPOPETIKA OTOIXEIO TOU TTAIXVIOIOU (XAPOKTAPES, ETTITIESO
OuokoAiog Kk.a.). Katd OuvéTTEld, T €0WTEPIKA TOUG KivnTpa aQugAvovTal Kol Ol TTAKTES
emOuPoUV va aoxoAnBouv Eava pe 1O Traixvidl (Bjork & Holopainen, 2005). H auto-
ATTOTEAEOMATIKOTNTA EVIOXUETAI PEOW TNG CUMMPETOXAG TOU aTOPouU Ot MIKPEG OIadIKaoieg
oTodIaKA auavopevng duokoAiog (Juul, 2005). MNa Tov Adyo autd, n Bewpia aut)
UTTOYPAMMICEl TN onuacia Tou OXeSIOoWOU TTAIXVIOIWV HE TNV EVOWUATWON HIKPWYV Kal
dlaBoBuiopévioy  OTOXWY Ooov agopd oTn OuokoAia. EmmTAéov, n TTropoxn Aaueong
avaTpoYodOTNONG, N CUYKPITIKN agloAdynon, n agloAdynon Twv TTAIKTWV Kal n duvatotnTa
OAANAETTIOpaONG PETAU TOUG EVIOXUEL, €KTOG TNG OTOMKAG, Kal TN  OUAAOYIKA
ATTOTEAEOMATIKOTNTA TOUG, OTTWG Kal Ta KivnTpd Toug (Bjork & Holopainen 2005, Bernhaupt
2010, Salen & Zimmerman 2004). Zupgwva pe Tov Bandura (2002), petagl evog ouvo Aou
aTOuWV TTaPOUOIOG €UQUiOG Kal yvWoewv, Ta dAToha Pe uywnAd aiobnua outd-
ATTOTEAEOMATIKOTNTA BIOTIPETTOUV Kal TTAPOUCIAlouv auénuéva KivnTpa Kal agociwaon oTnv
ETTITEUEN TWV OTOXWV TOUG,.

y) AutoppuBuion

20Powva e T Bewpia Tou Bandura (1986), 10 dtopo utTopei va TTPOCAPUOCEl TN
OUUTTEPIPOPA TOU TTAPATNPWVTAG TIG AVTIOPACEIS Tou TTEPIBAAAOVTOG Tou. o CUYKEKPIYEVA,
TO ATOMO OIOTTIOTWVEI TIG KOIVWVIKA TTAPAOEKTEG | N CUMTTEPIPOPES KAl TIGC CUVETTEIEG TOUG
(Troivil i emPBpdaBeucn), Kol puBuiel TN CUPTTEPIPOPA Tou avoAdyws. H autoppuBuion
TpaydaToTokEiTal o€ Tpia oTédia: a) auTotrapatipnon, ) autokaBodhynon NG
OUMTTEPIPOPAG, KABWGS Kal y) QUTO-agIOAGYNON Kal CUuVEIdNTA ETTiyvwon Twv TTIBavwy
MeEANOVTIKWYV ouvettelwv. O1 Schunk kal Zimmerman (1998) opifouv TNV auToppuBuIfOuEVN
MaGBNnon wg ekeivn TOU  AauBdvel Xwpa UTIO TNV ETTIOPOON TWV OKEWEWV, TWV
ouvaioOnuatwy, Twv OTPATNYIKWY KAl TwWV  CUJTTEPIPOPWY, Ol OTToiEG  Eival
TTPOOAVATONIOPEVEG OTNV €TTiTEUEN OTOXWV. H Bewpia TG autoppuBbuI{dpevng padnong
BaoieTal 0T pABNON wg duvapiky Kal TToAUdIGoTaTn d1adIKaCia, TTOU TTPOKUTITEI WG
ATTOTEAEO A TNG AAANAETTIOPAONG TWV ATOMIKWY TTAPAYOVTWY TOU PadnTr, Tou pabnoiakou
TTAaIciou Kal Tou paBnaiakou UAIkou (Simons, Van der Linden & Duffy, 2000).

H autoppuBuiféuevn pdabnon emTpémel OTOUG  avBpwTttoug va  avaAappBdavouv
TTPWTOROUAIEC WG TTPOG TNV EKTTAIGEUCH TOUG TOOO WG TTPOG TOV TPOTTO OGO Kal WG TTPOS TO
QVTIKEIMEVO Kal TOUG OTOXOUG TNG eKTTaideuong Toug (Gibbons, 2002). H autoppuBuidduevn
MaBnon meplypdgel €TTiong T dladikaoia TNG idlag TNG EKTTAISEUTIKNAG TTPAENG MECW TNG
OTToi0G 0 MABNTAG ETIOIWKEI VO OTTOKTAOEI UPNAEG OEEIOTNTEG OKEWNG OTTWG: OTPATNYIKN
OKEWN, OTOX0OETIa KAl TTPOYPAUMATIONOG YIa TNV ETTITEUEN TWV OTOXWV.

Baolkd kal  KoivO XapoKTnpEIoTIKO OAwv TwV  €QAPUOYWY KOl  OTPATNYIKWV
auTtoppUBUICONEVNG HABNoNG TTou evToTTiCETal oTn BIBAIOYpa@ia €ival n evepyoTroinon Tou
MaBnT Katd TN uabnoiokr Oladkacia. O pabnmg dev eival TTABNTIKOG OTTOOEKTNG
MNVUPATWY, €PEBICPATWY KAl YVWOEWY, OMA CUUUETEXEI eveEpyd OTn OlodIkaaia, Kabwg
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ouxva nemBupia yia &g pelvnon Kai uddnon gekiva ammod Tov idlo.

20Powva pe Toug Zimmerman & Schunk (2001), n autoppuBuIdépevn pdbnon dev
opifeTal WG HIa dIavonTIKr dpACTNPIOTNTA TTOU CUVOEETAl UE OUYKEKPIYEVN OKADNMOIKN
eTidoon, aAAG W pia diadikaoia YEow TNG OTToIAg O JOBNTEG KATAPEPVOUV VA PETATPE YOUV
TIg dlavonTIKEG TOUG IKAVOTNTEG O€ OELIOTNTEG KAl YVWOEIS. YO Qutd TO TIPIOUA, N
ekITaideuon armokTd pia S1adIKagia TToU £VEPYOTTOIEITaI ATTd ToV idI0 Tov haBnTrh Kal oI arrd
TIG TTEPIBAAAOVTIKE G OUVONKEG, OTTWG CUMPaivel KaTd TN didpkela VoG HabriuaTtog.

H texvikfi TNG autoppuBuICOpEVNG NABNONG £XEl EQAPUOOTEI KUPIWG o€ TTEPIBAMOVTO
TUTTIKNG ekTTaideuong. QOTO00, AOYyw TOU YEYOVOTOG OTI ETTITPETTEI OTOUG EKTTAIOE UOEVOUG VA
EXOuv Queon oUVOEDN Kal €AeYyXO TNG EKTTABEUTIKAG dladikaciag Kal va avTiAauBdavovTal
AuEoa Toug OTOXOUG TOUG KAl TOUG TPOTTOUG ETTITEUEAG TOUG, MTTOPET va ATTOTEAECEI Eva TTOAU
IoXUpd epyoleio Goov agopd o€ un TUTTIKA TTEpIBAAAovTa pabnong (Valle et al., 2003), 61Twg
oTnVv TIEPMTTWON TNG TOPoUoag €PEUVAG EmmAéov, n exmaideuTIK XprAon Tng
aQuTOPPUBUIONG, EVIOXUEI TA EKTTAIBEUTIKA OMTTOTEAECUATA TWV PJOBNTWYV Kal TNV KPITIKA OKEWN
OXETIKA JE TN oUVOEDN TNG YVWONG Pe KATAAANAQ diaTuTTwpéVES DPACEIG KAl OTPATNYIKES YIa
TNV ETTTEUEN OUYKEKPIPEVWV KO 0APWS KABOPIOUEVWV OTOXWV.

To TrpoTEIvOpEVO  ekTTaIdEUTIKO  POVEAO  pag  PBaoifetar ot Bewpia NG
auTtoppuBUICONEVNG WABNONG, N oTToia ETTITPETTEI OTOV EKTTAIBEUOPEVO va BETEI TOUG BIKOUG
TOU EKITAIOEUTIKOUG OTOXOUG Kal va kKaBodnyeital oTn  SIAUOPPWon OTACEWY KOl
CUMTTEPIPOPWIV PECW TNG QUTOTTAPATAPNONG Kal TG agloAdynong. OTTwg €xel NON avaepOei,
n pebBodoAoyia aut eival BIaiTEpa ATTOTEAECUATIKA 0€ W TUTTIKA poBnoiakd trepifaMovTa,
OTTWG Ta EKTTABEUTIKA TTaIxVvidla Kal TIG e@appoyég Traixvidorroinong (Montalvo & Torres,
2008). O1 ekrauideudeVOI £XOUV TNV EUKalpia va kaBopioouv ol idiol Toug 0TOX0UG TOUug, Va
oxedIAo0OUV [Ia OEIpd OTPATNYIKWY KOl EVEPYEIWV PECW TWV OTTOIWV CUMMETEXOUV OTO
EKTTAIOEUTIKO TTAIXViOI, VO OAANAOETTIOPACOUV ME TO EKITAIOEUTIKO TTEPIEXOMEVO KOl TO
EKTTAIOEUTIKO TTEPIBAAAOV KOl VO avayVWPIoOUV APECO TA OTTOTEAECUATA TWV EVEPYEIWV TOUG,
WoTe va aviiAn@Bouv Tn cwaoTh A AavBaopévn Aoy amo@Aoewy Kal evepyelwy. Méow
TWV EKTTAIBEUTIKWY TTAIXVIOIWV KAl TWV E£QAPHOYWY TTAIXVIOOTTOINONG O EKTTAIDEUOPEVOG
MTTOPET va avTIAN@OEi Aueca TN CUOXETION PETALU TNG YWWONG KAl TNG TTPOAKTIKNAG EPOPUOYNRG
NG Kai €xel TN duvatdTNTa va KaBopioel 0 id10g TOUG OTOXOUG TTOU ETTIBUUET Va ETTITUXEI KAl va
oXedIAoel Eva OXEDIO yIa TNV ETTITEUEN AUTWV TWV EKTTAIBEUTIKWY OTOXWV. TO POVTEAO QUTO
oToXeuel OX1 HOvVo OTNV ATTOKTNON BELIOTATWY, OAAG KUpiwg oTn dlaudpPwon OTACEWY Kal
OUUTTEPIPOPWV YIA TNV ETTITEUEN OTOXWV YEVIKOTEPA, OXI HOVO KATA T OXOAIK eKTTaidguon,
aAAG OUVOAIKG 0€ TTOAAOUG TopEIG 0T (W) Tou KABE aTOUOU.

3.Maixvidotroinon — «H xprion oToIxgiwv oxedIA0UOU TTaIXVIOIWV O CUVBNKEG TTOU OEV
agopouv oe Traiyvidia» — ‘Evwoia kai TTAqiolo

Maixvidl (game) versus Trailw (play)

O 6pog TTaIKvIBOTTOINCN avaPEPETAl OTOV OPO «TTaIXVIOI» Kal OXI OTOV 0p0 «TTaifwy. ZToV
TOMEQ TNG MEAETNG TwV TTaIXVIBIWY, N OIAKPIoN auTr €ival aTapaitnTn, KABwg To «TTaIXVIOI»
KAl TO «TTaiCw» €ival dU0 eVTEAWG BIAPOPETIKEG EVVoIEG. O dpog «TTaiw» ToTTOBETEITAI HéOT
o€ dia arrpoodiopicTwy opiwv TTEPIOXN, HECA OTNV OTTOIA N KATAOKEUN QAVTACTIKWY KOO WV
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gival omo@acIoTIKOG TTAPAYOVTAG, VW O OPOG «TTAIXVIOI» aVOQEPETAl O OPIOBETNUEVO
TAQiclo, OTTOU €MIOWVKETAI N KaTavoénon KAl n PEATIOTOTIOINON TwV KAvOVWVY KAl TNG
oTpamyikig (Kampmann, 2003). ETTopévwg, OUN@WYVA PE TOUG KAAOIKOUG OpIoHOUG, Ol
€VVOIEG TOU «TTAIXVIBIOU» Kal TOU «TTaidw» dIaPEpouV, KaBwg TO TTaIXVIdI XapakTnpileTal atrod
OaQei¢ Kavoveg, KABwWG €TTioNg Kal atmmd TOV AVIOYWVIOPO HMETAEU Twv XPnOoTWV yia Tnv
emiTeuén SIaKPITWVY OTOXWV Kal ammoteAecudtwy (Barr, 2007, Juul, 2005, Juul, 2010).
Opiopéveg PEMETEG €xOuv eTTaVEIANUPEVO TOVioEl OTI 01 TTAIXVIOOTTOINMUEVEG EPOPUOYES
ETTIKEVTPWVOVTAI KUPIWG O€ eKEiva Ta aToIxeia axedlaopoU TTou opioBeTOUV TOUG KAVOVEG Kal
TpooavaTtoAifouv To Traixvidl TTPog Tov OTOXO ME €AdxIOTa TrEPIOwpIa €AeUBepnNG 1
OlepeUVNTIKAG XaAdpwaong kal avayuxng (Alfrink, 2011).

To «traiyvidi» €xel opiIoTeEl WG Mia evEpPyela «BaCIOPEVN O KAVOVEG UE KOBOPIOUEVOUG
oToxoug» (Groh, 2012, 39), «éva oUvoAo dpacTnpioTATWY TToU TrEPIAAPPBAvouV évav A
TEPIOOOTEPOUG TTaIKTEG» (Dempsey et al., 2002, 159) 1} «€va ocUCTAPA OTO OTTOIO Ol TTAIKTEG
EMTTAEKOVTAI OE WIa TEXVNTA OUYKPOUGT], N OTIoia OpIiCeTal atTd KAVOVEG Kal 0dnyei ot £va
peTPRoIPo armoTéAeopar (Salen & Zimmerman, 2004, o. 80).

O Schell (2008) atTapiOuNOE TTI0 CUYKEKPIPEVA TO XAPAKTNPIOTIKA TWV TTAIXVIOIWV:

Q) UTTOPEi KATTOIOG Va TTaigel pe TN BEANCT) Tou,

B) Ta TTaixvidia £xouv oTdOXOUG,

Y) oTa Taixvidia uttdpxel ouykpouon,

0) Ta TTaIyVidIa €XOUuV KOVOVEG,

€) Ta TTayVvidIa €XouV vikn Kal ATTA,

OT) Ta TTaIxvidia eival d1adpaoTiKd,

¢) Ta TTaixvidla d1abéTouv TTPOKANCEIG,

n) Ta Taixvidia dnuioupyouv Tn BIKr) TOUG ECWTEPIKA agia,

0) Ta TTaIKVIdIa KIVOUV TO £VOIOPEPOV KOl KAVOUV TOUG TTAKTEG va aoXoAnBouy,

1) T TTaIXVidIa £Xouv adIaTTPAYUATEUTOUG KAVOVEG.

MaixvidoTroinon otn udbnon Kail TNV EKTTaidEUON

H raixvidoTtroinon, av kai oxeTifeTal Aueca Pe Ta wn@lokd traixvidia, dev TePIAaPBAVEl
™ Onuioupyia TTpAyPOTIKWY TTaixvioiwv. AvTiBeta, aflotolei TIG BOOIKEG APYEG TwV
TTaIXVIOIWV YIO va ETTITUXEl TN ouvaloBnuaTik eUTTAOKA Tou XPnoTn. Mo ouykekpipéva, n
TTaixvidoTToinon TTPoo@Eépel €va TTAaiclo/odnyd yia Tov oxedlooud dpacTnPIOTATWY YIa TO
eKTTaIOEUTIKG TTaIX VIOl €101 WOTE va evOappuveTal N aAAnAoeTidpacn pe Tov XpHoTn,
TTPOKEINEVOU VA HEYIOTOTIOINBEI TO KivnTpo TOou XPACTN, va dnuioupyndei o euxapioTn
euTTEIpia KAl va d1atnPnBei To evOIAQE POV TOU (TTPOCWITIKA CUMUMETOXH/EMTTAOKN).
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H TTaixvidotroinon opidetal wg n eupUTEPN £QAPMOYH EVVOIWV KOl TEXVIKWY ATTO TOV
KOOMO Twv TraIixviIdlwy, ME OTOXO TNV IKAvoTToinon TG avdaykng Tou Xprotn yia
aAAnAoeTTiOpaon, Wyuxaywyia Kal ETMIKOIVWVIa 0 AMOUG TopEIG dpaoTnpidTNTag. Av Kal
XPNOIUOTTOIEITaI 08 OAO KAl TTEPICOOTEPOUG TOWEIG OIKOVOUIKNG dpaoTnpIdTNTAG, HE €UPaon
OTOUG TOMEIG TNG WUXOYWYIaG KAl TwV PECWV EVNEEPWONG, N EPAPUOYH TG OE EKTTAIDEUTIKO
TTAQicI0 BpioKETOI AKOWN OE TTPWIKO OTASIO KAl ETTIKEVTPWVETAI KUPIWG OTNV TTPOCXOAIKHA Kal
oXoAikf nAikia (Johnson et al., 2012).

H traixvidotroinon otn padnon kai Tnv ektraideuon gival éva cUvoAo SpacTnpIoTHTWYV Kal
01adIKAO WY, TTOU WG OTOXO €XEI TNV ETTIAUCN TwV TTPORANUATWY, PECW TNG XPAONG TwV
MNXavIoPWV Tou TTaixvidiou. Ta «ooBapou TUTTou» Traixvidla (serious games) yia 1n paénon
Kal TNV eKTTaideuon gival TTaixvidla TTou avarrTUooovTal PE OKOTTO TNV ETTITEUEN JaBNOIaKWY
KAl EKTTAIOEUTIKWYV OTOXWVY OTOV TTPAYHATIKO KOOHO. O TTaiKTEG TOu TTAIXVIOIOU PTTOPOUV VO
MGBouv evw Traidouv TO TTaIXVIOI Kal EMITUYXAVOUV TOUG OTOXOUG, OTav OAOKANPWVOUV
ETTITUXWG TIG TTOOTOAEG TTOU Opiel TO TTaixvidl. AnAadn, Ta «ooBopou TUTTOU» TTaIXVidia, JE
TTPORARUATA TOU TTPAYMATIKOU KOOMOU, UAotToloUvTal péoa atrd TTapadociokiG HOPQNG
TTaIxvidia. Ao TNV GAAn TTAeupd, 0 OKOTIOG TNG TraixvidoTioinong oTn Padnon kai Tnv
eKTTaideUON €ival N dnuioupyia ocuvBnkwy TTPAyUATIKOU KOOWOU TTOU €VIOXUOUV Tn uabnon
Kal TNV €mmiAuon TTpoRANuaTwy. AauBAavovTag uttoywn Tov OpIoPO TNG TTaIxvIdoTToinong, Ta
«oofapou TUTTOU» TraiXvidia Ba TTPETTEl va CUUTTIEPIAN@OoUV oTnv TraixvidoTroinan, o
MABNnon kai TNV ektTaideuon, eTEId ammOTEAOUV £€va OUVOAO OPOCTNPIOTATWY TTOU WG OTOXO
g€xouv TNV €TTiAuon TTPORANPATWY TTOU OXETICOVTAI PUE TN MABNON Kal TNV EKTTAIBEUCT UE TN
XPRon f TNV €Qapuoyr Twv JNXAVIO WY ToU TTaIxvIoioU.

H traixvidotroinon utopei va evioxuoel TIG OegIOTNTEG OKEWNG uwnAoUu eTTmTEdou
(Dominguez et al., 2013), T dnAwTIKA yvwon, T d1adikaoTiKA yvwon (Sitzmann, 2011) kai
TG emdOoel (Faria & Whiteley, 1990, Liet al., 2012, Mayo, 2009, Nah et al., 2014, Randel
et al., 1992, Smith & Baker, 2011, Su & Cheng, 2015, Yildirim, 2017). H £€peuva £dc1Ee 6T 01
POITNTEG OTA TTAIXVIOOTTOINUEVA PHaBripaTa gixav TOUAAGXIOTOV 7,2% KAAUTEPEG ETTIBOOEIG OTTO
Ta PN TTaixvidotroinuéva. MNoAAoi EKTTAIBEUTIKOI avVTIMETWTTICOUV OUOKOAIEG OTIG TAEEIG TOUG,
ETTEIBA O HOBNTEG TOug Oev €XOUV KivnTpa KAl OEV CUMMETEXOUV EVEPYA OTIGC OUAAOYIKEG
dpacTnPIOTNTEG. QOTO0O, TO KiVvNTPO KaI N ATTOTEAECHOTIKOTATA TWV POBNUATWY TTOU £X0UV
TTaivIdoTToINOEi diagopoTToINONKE, KABWG 01 POITNTEG OTA TTAIXVIOOTTOINUEVA JOBruaTa gixav
TOUAGXIoTOV 7,2% KaAUTEPEG €TIOOCEIG OTIO Ta PN Traixvidotroinuéva. OpIoPEVOI EPEUVNTES
OIOTTIOTWOAV TNV OTTOTEAECUATIKOTNTA TAG TTAIXVIOOTTOINONG OTNV TTPOKANCN WUXOAOYIKWY
KAl CUMTTEPIPOPIKWYV AAAQYWV.

O1 Hakulinen et al. (2013), Kumar & Khurana (2012), Li et al. (2012), Nah et al. (2014)
kal Su & Cheng (2015) utrootnpifouv 611 N TTaIXVIGOTTOINKEVN PABNON PTTOPEi va eVIOYXUOEI
Ta KivnTpa Kal TNV €VEPYNTIKA CUMMPETOXA TwV HaBnTwv Toug TG OpacTneIdTNTEG TNG TAENG.
O1 YuXOAOVYIKEG Kl GUMTTE PIPOPIKES AAAAYES TTOU TTPOKUTITOUV aTTO TNV TTaiXvidoTroinon eival
TToAuTTOiKIANeG. O Sitzmann (2011) ammokdAuwe OTI N TTAIXVIOOTTOINGN TTPOAYEl TNV QUTO-
ATTOTEAEOMATIKOTNTA KOl aunPEVN IKOVOTNTA CUYKPATNONG Kal d1aTrpnong NG yvwong.

QoT1600, TIPOKEIYEVOU VA OPICTEI PE carvela n €vvoia Tng Traixvidotroinong, €ival
aTTOPAITATO VA atTapiBunbouv Kal va avaAuBouv ol ETTINEPOUG £VVOIEG TTOU CUUTTEPIAABAVEL,
Bdaoel Twv otToiwyv dopeital n €woid TnG.
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2U0Powva pe Toug Deterding et al. (2011) o1 Baoikég UTTO-EVVOIEG TTOU ATTOTEAOUV KOl
Tedio avamTuéng Tou Gpou TraixviIdoTToinoN €ival o1 €AG

- Mauvidl: 61Twe opieTal TTAPATTAVW

- Zroixeia trarxvidiwv: Evw ta «coBapou TUOTTOUY» TraIXvidla TTEPIYPAPOUV TOV OXEDIQCNO
OAOKANPWHEVWY  TTAIXVIOIWV  YIO W WUXOYWYIKOUG OKOTTOUG, Ol  TTAIXVIOOTTOINUEVES
EQPAPHOYES ATTAWG EVOWMOTWVOUV Ta oToixeia Twv Traixvidiwy (Brathwaite & Schreiber,
2008). To 6pio TToU dlaxwpilel Eva TTaixvidl amd pIa eQappoyr TTaixvidoToinong dev gival
OuUxva 00PEG. H TpooBnkn evog eTTITTAEOV KavOVva 1) VOGS KOIVOU OTOXOU METAEU PIOG Ouadag
XPNOTWV UTTOPEI va HETATPEWE! MIO UEPIKWG TTAIXVIOOTTOINKEVN €QAPMPOYr O€ TTARPEG
TTaIyViol.

Ta oToIKEia €KEVO TTOU QVAKOUV OTO OUVOAO TWV «OTOIXEIWV TTAIXVIOIOU», OTTWG
TpoodlopioTnkav armd Toug Reeves & Read (2009), eival Ta €EAG:

a) n avarmrapdoTaon Tou XprnoTn Je avatars,
B) To TpiIcdiGoTaTto TTEPIRGANOVY,
y) TO apnynuaTiké TTAicIo,
0) n BaBuoAoyia kal Ta eTTITTEDQ,
€) 0 cuvaywvio uéG TTou KaBopileTal ammd CaPeiG KAVOVEG,
OT) Ol OMABEG,
¢) TTapadMnAa ETTIKOIVWVIOKEA CUCTHUATA, TO OTTOIO UTTOPOUV €UKOAQ va pUBUICTOUV Kal
n) diaxeipion Tou Xpovou.
H €vvoia Tou 6pou lMaixvidoTroinon

H mTaixvidoTroinon avagépeTal oTnV £QApPoyn Twy dUVANIKWY, TWV INXAVIOHWY Kal TWV
XOPOKTNPIOTIKWY TWV TTaIXVIOIWV Ot TTEPIBAANOVTA KAl TOPEIG EKTOG TTaIXVIOIOU. MpdkeiTal yia
™ S1adikacia TTPoOOAKNG AEITOUPYIWY TIPOCAVATOAICUEVWY OTA TTaIXVidIa Ot OiEPYOOiEG,
TTPoypAuuaTa Kal TTAATQOPUESG TTou TTapadooiakd dev Ba T TrepIAdupBavay. Ta TeAcuTaia
Xpovia, n TTaixvidoTIoinon KAl ol TEXvoAoyia Triow ammd autiv €Xel wg OTOXO TNV
KOIVWVIKOTTOINON KAl TNV KAIVOTOPO €TTIKOIVWVIa. [e@upwvovtag 1o dopa HETAU Twv
TTOPOYWYWY ayabwv/utTnpesIwV Kal TwV KATAVaAWTWY, N Traixvidotroinon €xel amodeixOei
TTOAUTIMO €pYaAgio yia TO PAPKETIVYK, TA OIKOVOMUIKA, TNV ETTIXEIPNUATIKA ETTIKOIVWYVIA, TNV
KATapTiIon, TNV TTANPOQOPIKY KABWS E£TTiong Kal TNV avoyuxy Kal Tnv yuxaywyia. H
dlepelivnon Tou TPOTTOU [E TOV OTTOIO Ta TTaIXVIDIO cUVOEOVTal PE TNV aTTOKTNON OELIOTATWY
Kal TNV KATAPTIOT), ATTOKOAUTTTEI OTI SIadPAPATICOUV ONUAVTIKO Kal ETTOIKOBOUNTIKO pOAO OTNV
€10aywyn OTOIXEIWY TTOU WG OTOXO €XOUV TNV QVATTTUEN IKAVOTATWYV IDIAITEPWGS XPATIUWY YIO
TNV EMITUXIQ OTNV TTPAYUATIKr) (WA, TN HABNCIOKY IKaVOTNTA KAl TNV ETTAY YEAUATIKI) avEAIEN.
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H Ttraixvidotroinon  Acitoupyei  TTPOC@EPOVTAG  OTOUG  EKTTAIOE UOHEVOUG/XPOTES
ATTOOTOAEG, 0Onyieg Kal avatpo®oddTnon HEOW MNXOVIOPWY Kol dpacTnpPIOTATWY TTOU
TTPOOTIOEVTAl OE BIOBIKTUOKEG UTINPEETIEG KAl TTAOTQPOPUES. EXEOOV TTAVTA QTTOOKOTIEI OTN
onuioupyia, dlaTApPNoN Kal JIaXEipIon MIAG €IKOVIKNAG KOIVOTATAG XPNOTWV TTOU [olpadovTal
KOIVOUG OTOXOUG Kal OKOTToUG. Mia OuvapTTOOTIKr) €UTTEIPIO TTAIXVIOOTIOINONG WTTOPEi va
QIXMOAWTIOEI TNV TTPOCOXNA TWV CUMUETEXOVTWY, VO EYEIPEI KIVATAPIO CuvVaIoBAUATa Kal va
TPoRdAel poTiBa okEéWng TTPOCAVATOAIOUEVA OTOV OTOXO. TETOIEC euTTEIpiEG TTEPIANAUBAVOUY
EPYOOiEG, €VEPYEIEG KAl OEVAPIO TTOU KOTOQEIKVUOUV TNV KAAUTEPN Odladpouny TTPog TNV
oAOKAApwOn €vog PBpaxutrpdbecuou 1 €voG POKPOTIPOBeouou  OTOXOU. Kobwg ol
OUMMETEXOVTEG AAANAOETTIOPOUV UE Eva TTAIXVIOOTIOINPEVO TTPOYPAUMA, auédvouy Ta eTTTedA
guyapiotnong kai AauBdavouv avarpo@odotnon. Evw 10 TTpwTo ouvriBwg kabodnyeital atrd
MIQ TTONITIKF) avTauoIBrg 1 éva ocuoTnua KaTataéng, To BeUTEPO AVOPEPETAI OE OTATIOTIKA
oToIxeia ammddoong Kal oUXVA TTapEXE! TIG KATAAANAES TTANPOPOPIES YIa auToagioAGynon. Kai
Ta OUO oTOXEUOUV O¢€ £va BIWOIPO aioBnua TTiTEUgNg TTou divel KivnTpo GTOV XProTn vVa KAVEI
KATI KOAUTEPO KAl VA TTETUXEI TTI0 OUCOKOAOUG OTOXOUG.

H TTaixvidotroinon €ival n oTpatnyikr, n otroia €mMOPA OTn CUPTTIEPIPOPA TWV ATOPWV
OnuIoUPYWVTAG TOUG KivnTpa. ZuptrepIAapPBavel 1000 TOoug PaBNTEG 0600 Kal GAAOUG
eEKTTaAIdEUOEVOUG. Ta TeAeuTaia xpdvia €xel avadelxbei o€ éva TIAQICIO €vvolwv Kal
MNXOVICUWY TIOU UTTOPOUV Vva €QApPOCTOUV 0t éva eupl @AoPa  EKTTAIOEUTIKWV
dpacTNPIOTATWY, OTTOU Ta ATONA XPEIGZOVTal KivNTPa TTPOKEINEVOU VO CUMMETEXOUV Kal Va
QVTETTEEE PXOVTAI OE CUYKEKPIPEVEG EpYaTieg, augdvovtag €101 Ta €TTITTEdA TTPOKANONG Kal
EVEPYNTIKAG EUTTAOKNG TWV eKTTAIOE UOUEVWYV. OTaV gvepyoTTolEiTal N TTPOKANGON, Ol JOBNCI0KOI
OTOXOI YivovTal COQECTEPOI KAl KABE pabnoiako Brpa gival TToAU TTiIo €0KOAO va akoAouBnBki.
O1 TTONITIKEG avTauOoIBAG Kal Ol OTPATNYIKEG TTAPOXNS KIVATPWY €ival Kal ol dU0 TTOAU
ONUAVTIKEG Kal TTAVE XEPKXEPI WE TNV Traixvidorroinon. Edv o pabnmig d&ev ptropei va
opauatiotei  éva  eAKUOTIKO  TEAOG, Oev  UTTdpxel AOyog va  TTapdoXel  KAVEIG
TTaIXVIOOTTOINKEVOUG NXaviouous. H eoTiaon dnuioupyeital cuvnBwe PETE TRV amrodoxr] TS
agiac Tng avrauoIBig. H avrauoifry dev ogeikel va gival €va oToIxgio TTou TPOQYOJOTET
OAOKANPN TNV epmmepia pddnong, oAAG pia ogipd ommd O@EAN TTOU  PTTOPOUV VO
TTPOCEAKUCOUV TOUG PNaBNTEG. AUTOG €ival 0 AGYOG yIa TOV OTTOI0, AuTd TTOU TTOAAIOTEPA TAV
évag amAdg oToxog N €va Bpapeio, Twpa gival dounuévo e pIa oTPATNYIKR Kal TTOAITIKY. Ol
EKTTAIOEUTEG KAl Ol UNXAVEG HABNONG TwV TTAIXVIOO TTOINUEVWY TTAATQOPHUWY dEV HoIpalouv
ATTAWG TTOVTOUG EUTTEIPIAG (TTOVTOUG TTOU UTTOPOUV va KEPOIoOUV 01 pabnTég Kabwg Traidouv)
w¢ avrtauoIBés. YTdpyouv Kavéveg Kal MoTiBa TTou TIPETEl va akoAouBnBouv kal va
u108eTNBOUV yia TN CWOTA TTaIXVIdOTTOINCN £VOG MOBAUATOG, £VOG £pyou N JIag doknong. lMNa
TTaPAdEIyUa, O QVTAMOIBEG MTTOPOUV VO TTapEXOvVTal PE TN XPron TIVAKWY KATATagNG,
€10IKWV oNUATWY ETTIBPAREUONG, TTOVTWY KAl CUCTNUATWY KATATAENG TTOU EVBapPUVOUV TOUG
MaBNnTéC va dlaokeddlouv evw auvaywvidovTtal Katd TNV EKTEAEON PIag OpacTnPIOTNTAG.

O1 oxedloOT®G KAl Ol TTAPAYWYOi TTaIXVIOIWYV, TTEPICOOTEPO OO  OAOUG  TOUG
ETTOYYEAUATIEG OTOV TOPEQ TNG Wuxaywyiag, €xouv epeuvnoel TG PeBOdoUg yia va
EVOWMATWOOUV TIG I0TOPIEG KAl TIG EUTTEIPIEG TOUG PECT OTIG OKEWEIG KAl TNV KABnuepivr) {wn)
TOU KOIvoU TouG. H ektraideuon kai n autoBeAtiwan, 1000 600V a@opd TNV PaBnoIakn
PG00S0 G000 Kal TNV TTPOCWTTIKA avATITUEN, amToTeEAET £€iooU, av OxI TTEPICTOTEPO, GNUAVTIKO
MEPOG TOU KaBnuepIvou TTpoypduuaTog OAwv. H tTaixvidoTroinon sival o€ B€an va TTpooPEPEl
ouoTNUATIKA APEDN IKAVOTTOINO N, KOIVWVIKA CUPUETOXN Kal OTABE PO JaBnolokd avTiKTuTTo.
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Tutrol TTaixvidoTToinong

H traixvidotroinon prropei va tagivounBei o€ TUTTOUG Kal KaTnyopieg, oTav £EeTddeTal péoa
atrd SIaPOPETIKES HETAPBANTEG.

- Aouikn mmavidorroinon. aixviboTroINaoTe 10 TTEPIEXOUEVO 0AC:

270 TTAQiO10 VOGS TTPOYPAUMATOG HABNONG, AQUTOG O TUTTOG TTAIXVIOOTTOINONG TTOPEXE! HIa
doun TTou Polddel he TTaIXVidl oTo TTEPIEXOMEVO Kal OTnN CUVOAIKA eTTEIpia. To TTEPIEXOUEVO
TOU POBRuaTog Oev PETOTPETTETAI O€ TTAIXViOI, aAAG N TTapoudioon Kal n PEBOdOG TTapadoor|g
TOU yivovTtal oav Traixviol. Evw To eKTTAIBEUTIKO TTEPIEXOMEVO KOl TO UAIKO TTAPAPEVOUV TA
idla, n TTapAdoon OTOUG EKTTAIBEUONEVOUG UIOBETET unxaviopoug traixvidiol. Q¢ eTmi 10
TAEioTOV arTOTEAEITAI OTTO WIa TTPOCEYYIoN Baciouévn og TTPOTUTTA «plug and play» pe 1o rdn
OlaBéoIuo  paBnolokd TTepiexOUEVO. Me GAAa Adyia, TO Traixvidl Kol TO €EKTTAIOEUTIKO
TEPIEXOUEVO Bev OXeTICOVTAl, OTTOTE QUTO ETITPETTEI PEYOAITEPN €UEAIGiA, MEYOAITEPN
ATTOTEAEOMATIKOTNTA KAl  €UKOAOTEPN €@appoyr. AUuTOG O TUTTOG  TTaixvidoTToinong
TTEPINAPPBAVEI XAPAKTNPIOTIKA OTTWG €10IKG onuata emppdaBeuong, BUOKOAOTEPA ETTITTEDA,
agIOAOYIKN TTPOOBO K.ATT. ZKEQTEITE TO TTPOPIA EVOG paONTA Kal TTWG PTTOPEi va Tou SoBki
KivnTpo woTe va 10 oAokAnpwaoel og ToocooTd 100 % atrAd TTPOcOETOVTAG OTOIXEIO OTTWG
Bépata  evlia@Eépovtog, ayatmuéva  BIBAIa, TTPOTIMWHEVO  eKTTAIOEUTIKO  UAIKO  K.ATT.
XPNOIUOTTOIVTAG €va epyaAcio agloAdynong mmpoddou kabwg eTTiong Kai dlaBabuiouéva
eTTiTEdQ.

= Tlaixvidorroinon mrepiexouévou. METATREWTE TO TTEPIEXOLEVO OE TTAIX ViOI:

H Ttaixvidotroinon Treplexodévou yiveTal ouxva avmiAntT wg «oofapou TUTTOU
TTaIXVvidl», OTTOU TO TTEPIEXOUEVO TOU WTTOPED VA PETATPETTETAI OE TTAIXVIDIL. Ta TTPpaAyHaTIKE,
woT600, «OIAOKEDAOTIKG» OTOIXEId TOU MOBNOIOKOU TTPOYPANKOTOS OuvOEovTal  E
EQPAPMUOYEG Ol OTTOIEG AMIYWS GTTTOVTOI TWV TTAIXVIOIWY. AUTOG O TUTTOG TTAIXVIOOTTOINONG
ETTEVOUEI TTEPIOOOTEPO OTNV ETTITEUEN CUYKEKPIPEVWV POBNOIOKWY OTOXWV Kal, WG €K TOUTOU,
atrautei uwnASTePn diavonTikr) diepyacia yia 1o oxedlaoud Kal TNV avamtugr Tou. OTtav 10
TTEPIEXOUEVO METATPETIETAI O TTAIXVIdI, EEKIVE n ammopdkpuvon omd TNV TTapadooioKn
eKTTAIOEUTIKA epTTEIpia. 'ETOI, ETTIKEVIPWVETOI OUXVA Ot €CEIDIKEUPEVO TTEPIEXOMEVO Kal
Xpnolyotroiei  eEeAIyPEVa  XOPOKTNPIOTIKA  TTaixvidlou yia  Tnv Trapouciacr) Tou. To
TTaXvIOOTToINKEVO UAIKG KIveiTal yupw ommd eKTaIBeUTIKA oevdpia AIYOTEPO €UEAIKTA WG
TTAGTQOPHUA KAl ATTAITOUV TTEPICCOTEPO XPOVO yia Tn dnuioupyia Kal v Trapouciaon. H
TTaIXvIOOTToiNCN TIEPIEXOMEVOU  €XEI OUYKEKPIYEVN OOWA, QTaypévn  ammag yia  évav
OUYKEKPIPEVO TUTTO TTEPIEXOMEVOU. MOAIG avaTTTuXBEi, MTTOPET va XpNnoIYoTTOINOEi Yovo yia
TOV OUYKEKPIPEVO paBnoiakd aToXo.

To mrpoTeivouevo TAaiolo Maixvidotroinong: lotopia, Auvauikég, Mnxaviouoi kal TexvoAoyia.

Mpoteivoupe €va TTAQICIO TTAIXVIOOTIOINONG TO OTIOI0 OTTOTEAEITAI OTTO TECOEPA OTOIXEIA:
loTopia, Auvapikég, Mnxaviopoi kai TexvoAloyia.
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To TrpoTeIvouevo TTAdiolo Traixvidorroinong (TrR. Sangkyun et.al., 2018, 62)

A. loTopia: Mpokertal yia pia aAAnAouxia yeyovoTwy, TNV OTTOIa 01 XPHOTEG UTTOPOUV va
Biwoouv Traifovrag €va Ttraixvidl H ioTopia oe €va TTaixvidl ptropei va avatrtuxBei e
YPOUMIKR dopn 1 ye dour diakAadwong. H ioTopia pmopei va TTpaypoTtwlei armoteAeopaTikG
atmd TNV TEXVOAoyia. Ta TepiocoTepa Taixvidia eplAaudvouv 10Topieg. H 1o0TOpia otnv
TTaixvidorroinon dev dia@Epel TTOAU atmd ekeivn Twv PUBICTOPNUATWY, TWV TAIVIWV A TWV
Beatpikwyv €pywv. H dlagopd eival 0TI O TTAIKTEG WTTOPOUV va TrapePaivouv Kal va
aAAnAeTTidpolv. H 1oTopia aokei yonteuTikKA €TTidpaon Kal KABNAOVEI TO XPrOTn, TTAPEXE!
TTEPITTIETEIEG KAI QAVTACia TTOU 01 AvOPWITOI OV UTTOPOUV Va BILVOOUV OTNV KABNPEPIVE) TOUG
C(wn. HioTopia 1aidel To pOAO TOu KEVIPIKOU AEOVA TTOU EVOWMATWVEI EUXAPIOTEG EUTTEIPIEG.
O1 TaikTeEG PTTOPOUV Va BILLCOUV TNV TTEPITIETEIA, TO CUVAYWVIOHO, TNV avakdAuyn 1 Kal GAAa
OToIXEia TTOU TOUG yonTeUouVv Kal oXedIAlovTal KAl OPYaVWVOVTaAl IO va UTTooTnpi¢ouv Tnv
I0TOpia og £va TTaIVvidl. To yeyovog 6Tl o1 TTAIKTEG UTTOPEi va ouveXiCouv va TTIOTEUOUV OTI
TTaifouv 10 TTaIXVIOI aKOPN Kal OTav EekoupdalovTal, OPeiAeTal OTNV I0TOPIA.

B. Auvapikég: cival oI EUTTEIPIEG TTOU OTTOKTA €vag TTaikTNg pEow evog TTaixviIdiou. Ol
OUVOMIKEG TTOPEXOUV OTOUG MOBNTEG euxapioTnon, OTTwWS TTPOKUTITEl aTTd TV IoTopia. O
OKOTTOG TWV BQUVAUIKWY €ival va TTOPAKIVACEl TOUG EKTTAIBEUOPEVOUG VO E€UTTAAKOUV OTN
paBnon. Oplopéveg Katnyopieg OUVANIKWY gival ol €EAG: a) oayrvn: N EPTIEIPIA TOU va exva
Kaveig To TePIBAAAOV Tou, B) TTPOKANON: n eMTTEIpia TOU va TTPETTEI VA AVOTTTUEEI Kal va
QOKACEl O eKTTAIOEUONEVOG OEEIOTNTEG O€ MPIa OUOKOAN KOTAOTAOT, Y) QVIOYWVIOUOG: N
EUTTEIPIO AVTAYWVIOPOU/CUVAYWVIOPOU PE OTOXO TN Vikn €vavT Tou idlou Tou eautoU TOU
XPNoTn, Tou avTITTAAOU | TOU CUCTANATOG, &) OAOKApWON: N EPTTEIPIO TNG OAOKARPWONG,
TOU TEPMATIOMOU, €) EAeYX0G: N euTTEIpia dUVaUNG, Kuplapxiag, eAEyxou R deglotexviag, aT)
avakdAuyn: n eumeipia avakGAUWnG MIOG véag AUong, €vog TOTTOU R piag 1810TNTaG, Q)
QavTtacia: n ePmeIpia @avraoiag TTou TEPIAAPPBAVEI QAVTOOTIKEG aA@NYNOEIS, KOOWOUG N
XOPOKTAPESG, N) TTPOCOUOIWON: N EUTTEIPIA AVTIANYWNG MIOG avaTTapAcTOoNG TG KABNUEPIVIG
(wng, 6) xaAdpwon: n eputeIpia Eekoupaong, XaAdpwong r avakou@iong ato 10 Ayxog, n
neepia katd 1 diIdpKeIa Tou TTaixvidiou.

. Mnxaviopoi: O 6pog «unNXaviopos» TTEPIYPAPEl TOUG KAVOVES Kal TIG d1adIKaoiEG EVOG
TTaividiou. KaBopilel TIG CUPTTEPIPOPES TWV TTAIKTWY, TIG AVTAUOIBEG KAl TIG TTOIVEG O€ £va
TTaixvidl. Or avtapoIfég kal ol TToIvég eTnpedlouv TNV £¢ENIEN pIag I0TopIag. Agv UTTAPXOUV
MNXaviouoi oTa puBioTopriuaTa, TG TaIVieg Kal Ta OpAuaTa, KaBws oI avayvwoTeEG i TO KONVO
O0ev ummopouv va TrapéuBouv otV €&EMEN NG 10Topiag. O uNXavIOPOI PETOUTIWVOUV TN
OuvapIkr) o€ eTTITEDO OeDOPEVWYV Kal aAyOpIBuwy. YTTEApXOuv OToIxEia TToU Ol PJaBNnTEG
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MTTOpOUV Va avayvwpioouv dueca oe éva TTaixvidl i) o€ éva TTaixvidotroinuévo cuotnua. Ol
ekTTaIde UOEVOI AauBavouv avatpo@odOTnon Kal AVTAUOIREG HECW TWV PNXAVIO HWV.

O1 KUpIOI PNXAVIOWOI TTOU XPNOIUOTTOIoUVTAl OTNV TTAIXVIOOTTOINCN, OTIWG TTPoTEiVovTal aTTO
Toug Werbach & Hunter (2012), eivail o1 €¢1¢:

- 2uvaywviouo6g: To Aaiolo Tng Traixvidotroinong TepiAauBaver Tnv avadeién evog vikntr, o
0TT0iI0G avayvwpileTal AOyw TNG oUVOAIKAG Tou atmédoong. Autd dnuioupyei Eva TrepIBaGAAov
ouvaywvIiopoU PeTalU TwV TTAIKTWV/XPNOTWY, Ol otToiol TTpooTTabolv va dwoouv OTo
Taixvidl Tov KOAUTEPO €QUTO TOUG, TTPOKEINEVOU va aufnoouv TIG TMOAvOTNTEG VO
avaknpuxBouv vikn®Eg. H Tpakmk autr] AeIToupyei w¢  pNXaviouog Trapakivnong,
OUUTTANPWHAOTIKOG TWV TTIVAKWY KOTATOENG (TTOU TTaPOUCIAgovTal TTOPOKATW), TTAPEXOVTOG
TTEPICOOTEPEG AETTTOUEPEIEG OXETIKA PE TIG ETTIOOCEIG KABE TTaikTn (TAXUTNTA OAOKARpwoNng
KABe evépyelag ) TTPOKANONG K.ATT.).

- 2uvepyarikotnta: Ta OUuCTAMOTA  TTAIXVIBOTIOINONG OUXVA €VOWMPOTWVOUV  OTOIXEIX
ouvepyaTikOTNTag. H TpakTikA auTth evioxUel TIG OEEIOTNTEG Kal TIG IKAVOTNTEG TWV XPNOTWV
va evepyouv wg opdda kai va cuvepyadovTal pe GANOUG XPrOTEG TOU CUCTAMATOS YIa TNV
ETTITEUEN KOIVWV OTOXWV.

- EuBAnuara emBpaBeuong (Badges): TTpOKeITal yia PIa KAIJOKa TTOVTWVY TTou KepdiovTal
KAOe @opd TTou £vag XProTNG OAOKANPWVEI ETTITUXWS MIO ATTOCTOAY TTOU TOU avaTiBeTal atrd
TO oUOTNHA. AVTITTPOOWTIEUOUV T ETITEUYUATA KAl TNV ETTITUXI@ TOU XPAOTR KOl
evBappuvouv TN cuAdoyr| Toug (Gnauk et al., 2012). Ta orjpaTta autd AeiIToupyouV £TTIONG WG
UTTEVBUMION TTPONYOUHEVWY ETTITEUYHATWY, KOBWG AEITOUPYOUV WG TEKUIPIA TTPONYOUUE VWV
ETMITUXIWY. AUTA TO XOPAKTNPIOTIKA TTPOCdidouv auTOTIETT0IBNON Kal attoTeAeopamkdTnTa. Ta
eUPBAuaATa autd PTTOPOUV Va eUTTAEEOUV ouvaloBnuaTIKA Tov XproTn T000 o€ atopikd 600
Kal og opadiko etrimedo (Antin & Churchill, 2011). Qg ek ToUTOU, TO EPPAjPOTA ETIBPAREUONG
EVIOXUOUV TOOO Ta OTOUIKA OCO0 Kal Ta KOIVWVIKA KivaTpa (Antin & Churchill, 2011, Halavais,
2012).

- MNivakes kararaéng: Ol TiVOKEG KATATAENG ETTITPETTIOUV OTOUG XPHOTEG VO TTAPAKOAOUBOUV
mv Tpéodd Toug Ot OUYKPIoN ME GANOUG TTAIKTEG. ZUVETTWG, Ol TTIVOKEG KaTATAENG
OUMBAANouv OMTAG oTOoV OXEQIAONO TWV CUCTAPATWY TTAIXVIBOTIOINONG, KABWG ETTITPETTOUV
OTOUG XPNOTEG VO CUYKPIVOUV TIG ETTIOO0EIC TOUG, VWD TAUTOXPOVA TTAPEXOUV KivnTpd yia Tn
BeATIWON TOUG Kal TNV €vioxXuon TNG CUVAYWVIOTIKOTNTAS Toug. QoTOC0, CUUPWVA PE TOUG
Werbach & Hunter (2012) kai Zichermann (2011), OTIG TTEPITTTWOEIS TTOU TO OUCTAMO
QVTAPOIBAG TWV TTAIKTWY OV €ival CWOTA OXESIOOPEVO, OI TTIVOKEG KATATOENG QaiveTal va
EXOouv apvnTiKA €TTidpacn 6oov agopd oTn Onuioupyia KIVATPWY yia Toug Traikteg. a
TTaPAdEIyUa, £VOG XPNOTNG TTOU UTTOAEITIETAI OUVEXWG TWV GAAWV OE £€va OUCTNUA TTOU EXEI
TTOAU uYnAoUGg 0TOX0UG (TOUG OTTOIOUG Ol CUUTTAIKTEG TOU UTTOPOUV VO OAOKANPWOOUYV, EVW O
id10G OxI1) aloBAveTaI ATTOYORTEUCT KAl €ival TTIBavo va eykaTaAgiyel To cUOTNUA.

- Emimreda:; Ta emimeda eival évag GANoG TpOTTOG TTPoodiopIooU TG TTPOOdOU Kal TNG
amodoong €vog XpAoTtn. To eTTimedo evog XpnoTn CUpBoAIlel €ite TO BABUSO TTPOOWTTIKAG
AVATTTUENG Kal TTPOOOOU €iTE TN CUYKPITIKA KATATAEN £vOG TTAIKTN O OXEoN HME GAOUG TOUG
Traikteg Tou oucotiuarog (Werbach & Hunter, 2012, Zichermann, 2011). EmiAéov,
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AcIToupyoulv w¢ epyaleio yia Tov KOBOPICUS TTPOCWITIKWY OTOXWY ONUATOd0TWVTAS TNV
TTPO0d0 600V apopd oTn BUCKOAIa Kal augdvovTag €101 TNV armoteAeapaTikdTnTa (Church et
al., 2001, Covington & Omelich, 1984, Elliot, 1994). ZuveTTwg, evepyoTTOIOUV TOOO TA OTOUIKA
600 Kal Ta KOIVWVIKG KivnTpa.

- [MpokARoeig: avagEépovTal O EVEPYEIEG TTOU ATTAITOUV 1810iTEPN TTPOOTTABEIa aTTd TOV
XPNOoTN TTpokKeIEVOU va oAokAnpwBouv pe emmituxia (Werbach & Hunter, 2012). ZkoTdg Toug
gival va TTapéxouv TTPOCBeTa KivnTpa OTOV XPAOTN VYia TEPAIEPW TTPOOOO Kal ETTITUXNA
avTatrokpIon OTIC aUEaVOUEVES ATTAITACEIC TOU CUCTANATOGS. 2TO TTAQICIO TwV TTPOKAACEWV
Tou Trapoucidlovtal, oTo TTAQioI0 €vog TrEPIBAAAOVTOG TTaIXVIOOTTOINONG, TTAPEXETAI
TTP6oBeTN KABOBAYNON OXETIKA WE TIC EVEPYEIEG TTOU TTPETTEl va Yivouv atmd Tov XproTn
(Zichermann & Cunningham, 2011).

- Ba6uoi empBpdBeuong (movror): H duvardtnta culAoyAg BaBuwyv emBpdBeuong/méviwv
gival n o Olodedopévn TTPAKTIKA, KOBWS xpnolgoTtrokital o1o 84% Twv £QAPUOYWV
Traixvidorroinong. O xpioteg  kepdifouv TTOVTOUG eTmIBpdpeuong K&Be @opd TTOU
KATA@EPVOUV VO OAOKANPWOOUV [E ETTITUXIO MIa "omTOOTOAN" TTOU TOUG €XEl avaTteBei amTd TO
ovotnua. Or T1évrol Asimoupyolv wg PaBpoloyia, avarpo@oddtnon Kai €VOEIEn NG
amrédoong Kal TG TTpoodou Tou XPRoTn. Tautdxpova, n XPrRon Twy TTOVIWY TTAPEXE! XPOIKN
avaTpo@odOTNOTN OTOUG OXEDIOOTEG TWV CUCTNUATWY TTaIXVIOOTTOINONG YIA TV TTEPAITEPW
BeATiWON TOUG Kal TNV EVIOXUON TWV KIVATPWY TWV XPNOTWV.

H xpion TTovTwy atroTeAEi TRV TTI0 JIAdEdOPEVN TTPOKTIKA YA TO OXEOIAOUS OUCTN HATWVY
KAl EQapPOywV TTaIxvISoTToinong. AuTo o@eiAeTal OTIG ONUAVTIKEG dUVATOTNTEG TTOU PUTTOPOUV
va TTPpoo@épouv og €va ouoTnua Traixvidorroinong, T600 OTov XProTn 000 Kal OToV
oxediaoty kai Tov diaxelpioti. Ooov agopd oTov dI0 TO XPAOoTN, N CUMNOYN TTOVIWV €ival
€vag KaAog TpoTTog/epyaleio agioAdynong g ammodooris Tou. KaBe @opd 1ou 0 XprRoTng
KePDiCel TTOVTOUG, avTIAapBavetal 6T n amdédoon Tou gival IkavorroinTikh. H xprion twv
TTOVTWY €ival £vag UENIKTOG TPOTTOG TTAPOXING TTANPOPOPILY avaTPOPOdOTNONG OTOV XPAOTN
KOl PTTOpEi va xpnoiuotroinBei pe d1apopousg TPOTIOUG: WG cuoTtnua BabuoAdynong, wg
O¢cikTNG METPNONG NG TTPOOGdOU Kal TNG OTTOTEAECOMATIKOTNTAG, WG KAjJaka Katdragng, wg
EPYOAgio yia Tov KaBopiopd oTdOXwV 11 akdun Kal wg €va €idog €ikovikoU vopiopatog. Ol
TTOvVTOI EVOappUVouV TNV atrdKTNon yvwoewv atd 1o traixvidl (Bleumers et al., 2012) kai
TupodoTouv 10 cuvaywvioud (Church et al., 2001, Elliot, 1999, Festinger, 1954). Oi
Zichermann & Cunningham (2011) kartnyoplotroinoav TG dIAQopeS KATnyopieg TTOVIWY TToU
MTTOPET VO KEPDIoEI Evag XpAOTNG OTAV CUUUETEXEI O€ £va ouoTNPa TTaixvidoTToinong pe Bdon
TOUG OTOXOUG TTOU £EUTTNPETOUV.

Eidikdtepa:

[16vror eutreipiag: O1 TTOVTOI QUTOI AVTIKATOTITPICoUV TNV KaTATagn Kal TNV ommédoon vog
XPnRotn. MNa va kepdioel TTOVTOUG EPTTEIPIAG O XPNOTNG TTPETTEI VA OAOKANPWOEI ETTITUXWGS HIO
evépyela Tou umodeikvUeTal amd To ouotnua. Or1 movriol autoi dev  umopolv va
egapyupwboulv, va xabouv i va ueiwboulv. AvTIBETWG, audvovTal CUVEXWS Kal ouvhRBwg dev
UTTAPXEI avwTaTo OPIO TTOVTWYV TTOU WTTOPET VO CUYKEVTPWOEI £VAG XPAOTNG.
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Eikovikd dwpa: Ta eikovik& dwpa gival évag atrd Toug TTIo EAKUCTIKOUG PNXAVICHOUS TNG
TTaixvidorroinong. T€Toia dwpa PTTOPOUV va CUVOEBOUV [E Ta KivNTPa ETTITEUENG TOU XPNOTN.
O1 exTaIdE UOPEVOI ETTICNTOUV CUVEXWG TNV ETTITEUEN PEYAAUTEPWV OTOXWYV, KABWG TTPOTIHOUV
va KePDICouV Kal va £X0UV OTNV KATOXI TOUG TTEPICOOTEPA Kal KAAUTEPQ IKoVIKG ayabd. MNa
évav TETOIO MNXOVIOWO, O EKITAIOEUTHG TTPETTEI VA TTOCOTIKOTTOINCEI T CUMBOAR} Tou
eKTTAIOEUOPEVOU KOl VO TOU OTTOOWOEI €IKOVIKA ayabd, OT1av autdg €TITUXEl Of €va
OUYKEKPIPEVO ETTITTEDO. O1 eKTTAIOEUTEG UTTOPOUV ETTIONG VA TTAPEXOUV EI0IKES TTPOKANCEIS YIa
TOUG EKTTAIOEUOEVOUG TTOU €ival TTPOBUPOI va avTaywvioTouv Kal va Kepdioouv €IOIKA
EIKOVIKA dwpa. Ta dwpa AEIToupyouv wg evioxuan yia TNV KoAr armédoon ) TNV TOKTIKN
ouppeToXA Tou ekTTaIdeUSPEVOU. O TTPAKTIKOG OTOXOG YIa £vav OXeDIOOTH €ival va TTAPEXE]
éva eIkovikd TrEPIBAANOV avTaAAayrg NAEKTPOVIKWY ayoBwv Kal va Ta eu@avifel otnv
TTPOCWTTIKA oeAida A oTn oeAida Tou TTPOPIA Tou EKTTAIDEUOEVOU.

Eéapyupwaiuor movror:  O1 XpAOTEG PTTOPOUV va avTaAAGEoUV/EEOPYUPWOOUV QUTOUG
TOUG TTOVTOUG 1 HEPOG QUTWYV HE EIKOVIKA 1 AKOUN KAl KE TTIPAYUATIKA TTPoidvTa (OTTwG dwpa,
Xpnuarta). H evowudtwon €Eapyupwolpwy TTOVIWY 0t €va ouoTnua Traixvidotroinong
onuIoupyei TTPAYMATIKA a&ia yia TOUG CUMMPETEXOVTEG Kal CUMPBAAAEI OTNV QvATTTUEN MIOG
€IKOVIKAG OIKOVOMIag. O1 eKTTAIBEUTEG ETTITPETTOUV OTOUG EKTTAIOE UOUEVOUG VA XPNOIKOTTOIOUV
TOUG TTOVTOUG TTOU OUYKEVTPWVOUV KAl VO TOUG £EAPYUPWVOUV TT.X. 0 UAIKO padnudtwy,
QVTIKEIMEVA, TTAIXVIOIO K.O. yIa va eVIOXUCOUV TN CGUUMETOXN OTO M&BNua. ATTO Tnv TTAsupd
ToU OXedIOOTH ATTAITEITAI VO TTPOCPEPOUV OTTAG Kal oagég TrepIBAGAAOV Xpriong yia va
BonBAoouv Toug ekTTaIBE UOPEVOUG Va £Eapyupwoouy Ta dwpa. To TrepIBEGANOV Xpriong autod
Ba TTPETTEl va eP@AvilEl TNV KOTAOTOOT TWV £LOPYUPWOIUWY TTOVIWY Kal va TTEPIAANPBAVEI
UTTEVOUUIOEIC TTPOG TOUG EKTTAIOEUONEVOUG YyIa TO TTOOO0 MTTIOPOUV va ETTEKTOBOUV OTO
ETTOMEVO ETTITTEDO AVTAUOIBWV.

[1évror @Aung: AUt n karnyopia €ivar n 1Mo OUVOETN, OUVABWG OITOTUTTWVEI TNV
IKavOTNTA TOU XPEAOCTN KOl XPENOoIJOTTokEiTal yia Tn Onuioupyia WIoG aiocBnong apoipaiog
EUTTIOTOOUVNG METAEU TWV PEAWV TOU GUCTAHATOG.

A. Texvoloyia: n TexvoAoyia kaBIOTA TOUG PNXAVIOPOUG OTTTOUG Kal OpaToUug GTOUG
EKTTAIBEUOPEVOUG. O1 eKTTAIOEUOPEVOI UTTOPOUV va AAANAOETIOpOUV pe éva TTaixvidl f éva
TTaixvidotroINuévo ouoTnua PECW TnG Texvoloyiag. H TexvoAoyia otnv TTaixvidoTroinon
ouptrepiAauBével hardware, software, 61adikTuo K.a.

H traixvidotroinon omaitei gpmeipoyvwpoveg ammd didgopoug Toueic. O Kapp (2012)
TTpoTeivel éva PovTEAO axedlaopoU avBpwitivou duvapikoU yia Tnv Traixvidotroinon. To
MovTéEAO ammoTeAsiTal atrd SIAPopeG OPAdeS. ZTov akdAouBo TTivaka TTapouaidlovtal ol poAol
Kal o1 appodIdTNTEG KABE OuGdaG:
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PoAog EuBiveg ZNUEIWOEIG

YTreuBuvog AloxeIpideTal TO QVTIKEIMEVO TOU €pyou, TO
oxedlaouou XPOVOBIAYPOUMA, TO KOOTOG, TNV TTOIOTNTA, TOV
TTPOYPAPMATIONS TOU avOPWITIVOU BUVANIKOU
v eTmKolvwvia, TN Slaxeipion KIvOUvwy Ka
v Tapox Topwv ETiKoivwvei PE  TOug
TTEAATEG

Eptreipoyvwpovag  [EpyadeTal TTi TOU TTEPIEXOMUEVOU KOl EAEYXEI TG
€TTi TOU BEpaTOG TEAIKO OTTOTEAEO Q.
2Xed1a0 TG 0dNYILV

2xedIdlel  oTpatnyikég  OIDAOKOAIOG  Ka
poBnolakég  diadikaoieg.  Kabopifel av n
OUVAMIK Kal Ol pnXaviopoi Tou Traixvidioy
gival oUPQWVOI PE TIG DIOAKTIKEG OTPATNYIKEG.

2xe0100TNG I0TOPIag [AnuIoupyei TTaIXVIOOTTOINKEVES IOTOPIEG.
2 x€1600TNG
TTaIXVISIoU 2Xe0I1Glel TN OUVOMIKA KAl TOUG PNXaviououg
Tou TTaixvIdiou. KaBopilel av Ta epapuolOueva
TTaividla Kol epyaAeia ouvadouv pE  TOug
MNXaviopoUg Tou TTaixvidlou.

FPOYPAHUATIOTS | AyarrTioael AoyIOHIKG TIAIXVIBIGV.

Evowpatwvel 10 AOYIOUIKO  TTAIXVIOIWY g

UTTAPXOVTA OUCTHUATO Kupiwg yia software
Y1reuBbuvog Anpioupyei  d0o 1 TpIwWV  OIOOTACE WV
YPOQICTIKWV YPOQIOTIKA, avatar, XapaKTAPES Kal €V YEVEI TQ

YPAPIGTIKO TTACICIO.

TexvikdG Axou Ka Kupiwg yia AoyiouIkO
MOUOIKNG ZUVOETEI TO JOUOIKS TTAQICIO KAl TA EQE AXOU  [TTAIXVIDIWV

Meplopiopévog  pdAog
oe  £pya  Aoyiouikou

AvatrTuooel epyaleia yia Tnv Traixvidotroinon
ME TN MOP®R emMITPATECWY TTAIXVIOIWY 1 )
TOAEHIKGV  TTaIXVIBIDY, KaBWc eTriong  KafTAIXVIOIV
EVTUTTO UAIKO, CApIa, TTIVOKEG TTAIXVIDIWYV K.(.
MoioTikGG EAsyxog  [AlaxeipiCeTal TNV TTOIGTNTA TWV E€PYACIWY OF
eCENIEN Kal  Tou  TAKOU  TTPOIOVTOg
AlaxelpiCeTal kaBe @don SokIuAg (GA@a, BATA
YT1reuBuvog ] ] ] Kupiwg yia Aoyiouikd
TeXVOAOYiaC kol VWPICe! ,T(X UTTG,p)(OVTCX cusrmponcx I’T KON iy vIBIOV

TTANPOGOPICC EVOWMATWVEI TO VEO AOYIOUIKO TTaIXVIDIWY OTY
uttdpxovta. EmAOel  Bépata  ao@AaAsiag

TTANPOPOPILV

2XedIa0TNG ETTI
MEPOUG epyaisiwv
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ZUMMETEXEI O OAeG TIG doelg avarrTugng Kalllepioodtepol

TTpOoTEVEI ATTOYEIG OTTO TN OKOTTIA TOU XPOTN. |UTTEUBUVOI PTTOPOUV VO
YTeubuvog  oTOXWV TTaPEXOUV

XPNOTWV TTEPIOTOTEPEG  QATTOWEIG

MpoypappaTiopog avBpwirivou duvapikou yia €pya OTo TTAQICIO TNG TTaixvidoTroinong (.
Sangkyun et.al., 2018, 94)

4.MdaBnon utrooTnPICOMEVN aTTO KIVNTEG OUOKEUEG (Mobile learning) Kail KIvNTEG CUOKEUEG

H pdinon tmou utrooTnpieTal oo KIVNTEG OUOKEUEG €ival £va EUEAIKTO HOVTEAO JABnong TTou
uttooTnpiCel  Tnv  Aueon  TTapox  €EATOMIKEUPEVOU  EKTTAIOEUTIKOU  TTEPIEXOMEVOU,
TTPOCOPHOCEVOU OTIC AVAYKEG KAl TO TTPOPIA TOU €EKTTAIDEUOHUEVOU KAl TOU OXETIKOU
mepIBAAAovTog (Brown, 2005). Zupwva pe toug Van't Hooft et al. (2007), o1 KivnTEg
TexvoAoyieg utrooTtnpidouv TN PABNon oe €va dIadIKTUAKO TTEPIBAANOY, pe TTpdoacn o€
EKTTAIOEUTIKO TTEPIEXOMEVO ATTO OTTOIOONTIOTE MEPOG Kal avd TTdoa oTiyu. EmmmAéov, n
HABnon TTou uTTooTNPICETal OTTO KIVATEG CUCKEUEG E£XEI QVAYVWPIOTEI WG HIa HopYn
TEXVOAOYIKA EVIOXUUEVNG HABNONG, N OTToia UTTOOTNPICEI ATTOTEAECPATIKA TNV aAANAETTiIOpaon
TOU EKTTAIOEUOUEVOU HE TO EKTTAIBEUTIKO TTEPIEXOMEVO (Moran & Dourish, 2001).

270 onueio autd, eivalr XprioIho va TTapouciacTouv Kal va avaAuBolv Ta Baociké
XOPOKTNPIOTIKA KAl 01 SUVATOTNTEG TwV KIVNTWV cuokeuwv (Clarke, 2001):

- 2uvexns kair adidkorrn mapoucia: n duvatdtnTa Tou XPNoTn va €xel TpooBaon oTo
TTEPIEXOMEVO TTOU €ival dlaBéoiyo ato S1adikTuo, avd TTAca OTIYMR Kal armd OTIoI00ATTOTE
MEPOG. AuTh n duvatdTnTa, O £va eKTTAIDEUTIKO TTAQICIO, UTTOPEI va TTPOCQYEPEI GNUAVTIKA
TTACOVEKTAMATA KOl EUKAIPIEG, OTTWG N YABnon o€ orrolodrToTe TrEPIBAAAOV/XWPO/OTIVUA, N
UTTOOTAPICN TNG TUTTIKAG Kal TG A&TuTng pabnong, auédvovrag €101 1600 TNV
ATTOTEAEOMATIKOTNTA, OCO KAl TNV TTOPAyWYIKOTATA Twv eKTTABEUOUEVWY. ETTITTA(OV, N
duvatdtnTa  auty KoBIoTd duvar Tnv TTopoxf APEoNg  avatpo@odOTNonGg OTOUG
EKTTAIOE UOEVOUG.

- Evrommioudg, NMpoodiopioudg Béong: H duvatdtnTa TTPoadlopiohol TG YEWYPAPIKAG BEoNG
Tou XpAoTn. Méow Twv KIVATWY CUOKEUWV gival duvaTdg O EVTOTTIONOG TNG YEWYPOPIKAG
Béong Tou xpriotn. H duvatdmnTa QuTr TTOPEXEI ONUAVTIKEG E€UKAIPIEG OTOV TOMEQ TNG
EKTTAIdEUONG, OTIWG n duvatdTNTa TTPOCAPHUOYAG TOU EKTTAIBEUTIKOU TTEPIEXOMEVOU (YIa
TTapddelyua, oUvOEDN TOU EKTTAIBEUTIKOU TTEPIEXOMEVOU [E TNV TOTTIKY KOUATOUPQ). EmITTA¢oV,
TTPOOQPEPEI OTOUG EKTTAIBEUTIKOUG T duvatdtnTa va yvwpifouv v okpifry 6éon Twv
XPNOTWV KATA TN OIAPKEIA TNG AAANAETTIOPOOAG TOUG E TO EKTTAIOEUTIKO TTEPIEXOMEVO Kal va
egaydyouv xpnoipga oupTrEPdoPOTa yia TIC TTPOTIMACEIS TOUG, Ta OToid PTTOPOUV Vva
EVOWMPATWOOUV OTOV OUVOAIKO eKTTAIBEUTIKO OXEDIOOHUS TOUG.

- Aiadpaorikétnra  (Kakihara, & Serensen, 2001): n oduvatrdtnta TOANQTTAWV
AAANAETTIOPACE WV PETAEU TWV EKTTAIBE UOUEVIWIV KOI TOU EKTTAIBEUTH).

- Eéarouikeuon (Abowd & Mynatt, 2000, Lyytinen & Yoo, 2002, Rao & Minakakis, 2003): n
duvaTtdTNTa TTAPOXAG TTEPIEXOMUEVOU [E BAON TIG TTPOTIMACEIC KAl TO TTPOPIA TOU XpNoTn.

YeAlba 26
Erasmus KA 227 Culture heritage and Gamification in Education ‘ﬁ)



Omrwg yivetal avTIANTITO, 01 KIVNTEG OUOKEUEG TTPOC@EPOUV TTANBWPa SUVATOTATWY Kal
EUKAIPILLY OTOV TOMED TNG EKTTAIdEUONG Kal, av  aglotmoinfouv owoTd, PTToPoUV Vo
BeATIWOOUV CNUAVTIKA TNV TTOIOTNTA KAl TNV ATTOTEAECPATIKOTATA KABE EKTTAIOEUTIKNAG

TTPOCEYYIONG.
AkoAouBouUv Ta BacIKAd OPEAN TTOU TTPOCPEPOUV Ol KIVNTEG OUCKEUEC OTNV EKTTAIdEUON:

- H ekmaideuon utmropéei va mpayuarorroinfei amé omolodRoTe Puépog, otroIadnTroTe OTIyun
(Shuler, 2009). ZApepa, N TTAEIOVOTNTA TWV EKTTAIOEUOPEVWV EXEI TTAVTA Padi TNG MIa €EUTTVN
KIVNTr] OUOKeun, n orroia €xel TpdoBaon oT1o di1adikTuo. Q¢ ek TOUTOU, YTTOPOUV va £XOUV
TTPOoRACN OTO EKTTAIOEUTIKO TTEPIEXONEVO AvA TTACO OTIYUA, OE OTTOIOOATIOTE YEWYPAPIKNA
ToTroBeaia, kal dev TrEpIopIfeTal 0T OpIa TNG aiBoucag SIACKOAIOG.

- Yrmoarnpilouv tnv eéarouikeuon (Shuler, 2009, Klopfer & Squire, 2008): o1 £EUTTVEG KIVNTES
OUOKEUEG JTTOPOUV VO UTTOOTNPIEOUV EEATOIKEUPEVO EKTTAIBEUTIKO TTEPIEXOMEVO, HE BAON TO

TPOPIA Kal TIGC aVAYKEG TOU KABe eKTTAOEUOUEVOU, OTIWG QUTEG KaTaypd@ovTal Kal
TTpoodlopifovTal atrd TNV aAANAETTIOPACT TOU HE TNV KIVNTH CUCKEUN.

- ®opnrérnra (Pea & Maldonado, 2006): o1 KIvNTEG CUOKEUEG, Adyw Tou PEYEBOUG Toug, gival
EUKONO QOPNTEG, EVW) OMUEPA MWTTOPOUV VO UTTOOTNPIEOUV OUVBETEG Kal €EEAVUEVES
AEITOUPYiEG TTOU EVIOYXUOUV TNV EKTTAIBEUTIKY diadikaaoia.

- O1 KIVNTEC OUOKEUES uTtToaTnpidouv TO00 TNV TUTTIK) 000 Kai Tnv arutn udenon (Peters,
2007).

2TovV Trivaka TTou akoAouBei Tmapoucidlovial Ta BaoIKA XOPOKTAPIOTIKA TWV  KIVNTWV
OUCKEUWV KOl N QvTIOTOIXIONA Toug pe TN peBodoAoyia Tng Traixvid otToinong.

APXEG TTaIXVIBOTTOINO NG
AuvatdoTnTEG POPNTAG CUOKEUAG

Mapoxn TUTTIKNAG KAl ATUTING EKTTAIOEUC NG

ATTOPOKPUOPEVN, OUVEXNG MpéoBacn ot exTAIBEUTIKO TrEPIEXOPEVO avd TTAoQ
OTIYMN/OTTO OTTOI00ATTOTE PEPOG.

Kal adIdKoTTn TTapouacia
Apeon avaTpo@oddTnon

Mopoxy KatdAAnAa  SlauopPwWPEVOU  eKTTAIOEUTIKOU
TTEPIEXOMEVOU
KoIivwvikog TTapdyovtag TG paénong.

Evromiopdg, Mpoadiopioudg 6Eong

] Kivntpa
Al0dpacTIKOTNTA

Evioxuon tng ouvepyacoiog kal TNG GUANOYIKAG AQWNg
ATTOPACEWV.
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E¢artopikeuon Mapox eKTTAIOEUTIKOU TTEPIEXOMEVOU  HE  Bdon TG
QAVAYKES KAl TO TTPOPIA TOU poBnTA.

O1 ekTTa®EUOUEVOI PTTOPOUV Vva TTapakoAouBolv Tnv
TTPOO0OO TOUG KAl VO OUYKPIVOuv TIG €TTIOOCEIG TOUG ME
O1 xproTeg £xouv TOV EAEYXO TWVIAUTEG GAAWYV EKTTAIBEUONEVWV.

KIVNTWY CUOKEUWV

Evepyr ouppeTOXn KAl EPTTAOKN TWV EKTTAIOE UOPEVWV

Mopéxouv éva TTepIBAAoOV  TOUTo  poBnolakd  mepIBAAMov  mpéTel  va  gival
KaBnAWwVel OUVaPTTOCTIKO

MNa TV ammoTeASCUATIK) UAOTTOINON MIOG TTAIXVIOOTTOINUEVNG EKTTAIOEUTIKNG £QAPHOYNS
o€ epIBGANovTa udbnaong TTou uTTooTNPICOVTAI ATTO KIVNTEG CUOKEUEG, OmTaITOUVTaI Ta £ENG:

- N KATGAANAN XpAon MNXAVIOUWY TTaIXVIOOTTOINoNG YIa TO OXEBIQOKO Kal T dOunon Tou
EKTTAIBEUTIKOU TTaIXVIOIOU KaI TNV EVIOXUON TWV KIVATPWYV ToU PadnTh,

- N ouvdeon Kal n agiotroinon Twv XOPAKTNPIOTIKWY TwWV KIVATWY OCUCKEUWV. TO
TTPOTEVOPEVO  €VVOIOAOYIKO TTAQIOIO  EVOWMATWVEI TIG OPXEG TNG  TTaixvi®OTToinoNng
EVOPXNOTPWVOVTOG TIG OPXESG TNG MEBNoNG pe BAon 1o TTaixVvidl Kal TNG auToppubuIlOuEVNG
MaBnong yia v avadeign deglot)Twyv okéWwng uywnAou eTrmmédou pe TNV aglotmoinon Twv
TTPOJIOYPAPWY TWV KIVNTWY CUCKEUWV TTOU agopouV Kupiwg oTnv "MoAmoTikr) KAnpovouid".

5.MoAmoTIKr KAnpovouid

Ti gival n TOAMITIOTIKA KAnpovouIid

H TTOANmMoTIK ) KAnpovouid ival n €K@poon Tou TPOTToU (WG TTOU avoTTTUXOnKe ato pia
KOIVOTNTO Kai JeTaBIBAleTal ammd yevid O€ YeVIA, OUUTTEPIAAPBAVOPEVWVY TwV €BipwWY, Twv
TIPAKTIKWY, TWV TOTTWYV, TWV AVTIKEIMEVWY, TWV KAANITEXVIKWV EKQPACEWY Kal Twv aglwv. H
TTONITIOTIKA KANPOVOMIA EKPPAZETAI CUXVA EiTE WG AUAN €iTE WG UAIKR TTONITIOTIKA KAnPOVOuId
(ICOMOS, 2002).

Qg pépog NG avBpwTivng dpacTnEIdTNTag, N MOoAMoTIK KAnpovould TTapdyel ommTég
AVATTAPOOTACEIG TWV CUCTNUATWY Q&lV, TwV TTETTOIBACEWY, TWV TTAPAdOCEWY KAl ToU
TPOTTOU (WAG. QG 0OUuCIAoTIKO PEPOG TOU TTOAITIOPOU OTO OUVOAS Tou, n [MOAIMOTIKA
KAnpovouid, TrepIEXEl aQUTA Ta OPATA KAl ATTTA iXvn ommd TNV apXaidoTnTa £€wG 10 TTPOCPATO
TTapeABOV.

Eidn uAIkig TTOAITIOTIKNG KANPOVOUIAS:
- Mvnuegiakdg TTAOUTOG (KTipIda, aoTIKA TOTTIA, apXAIOAOYIKA KATAAOITTQ)

- Quoiko TTEPIBAANOV (aypOTIKG TOTTIA, AKTEG KAl OKTOYPOMMES, YEWPYIKT KAnpovouid)

- XelpoTrointa avTiKeipeva, TexvoupyiuaTta (BiIBAia kal £yypa@a, avTIKEIPEVA, EIKOVEG)
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Kivnmipia duvaun Tmiow ommrd 6Aoug Toug opliopoug NG MNoAmoTikAG KAnpovouidg givail n
Béon om mpdkeiral yia avBpwITiva onuioupyRuara mmou mmpoopilovial va TTANpo@oprnoouv
(Feather, 2006).

e——
e

What is heritage?

Buitt
Emvironment

Matural
Environmert

Artefacts

http://www.cultureindevelopment.nl/cultural heritage/what is cultural heritage

AuAn kAnpovouid

MepihapBavel TG YAWOOEG, TIG AGiEG, TIC TTAPAOOOEIG, TNV TTPOPOPIKY 10Topia. H Adikn
TTapadoon yivetal aviIANTITA HECw TNG Koudivag, TNG €vOuong, TwV HOPPWV OTEYOONG, TWV
TTapadooIaKWV OELIOTATWYV Kal TEXVOAOYIWV, TWV BPNOKEUTIKWY TEAETWYV, TWV TTAPACTATIKWY
TEXVWYV, TNG aPriynong 1I0TopIiwy. SnRuepa, Bewpolpe 0TI N UAIKA KAnpovould gival dppnKta
ouvoedepévn Pe TNV AUAN KAnpovouid. ZTa  TTPOYyPAuMaTa  TTPOO0TACIAG TTOMITIOTIKAG
KANPOVOMIAG oToXeUOUUE OTn didowon Kal diathpnon 1600 NG UAKAG 600 Kal NG AuAng
KANpovouIdg.

O KukAog Tng MoAimioTikig KAnpovouidag

To diaypaupa Tou Kukhou NG MoAmoTikAg KAnpovouldg pag divel pia 1I0€a yia TO TTWG
MTTOPOUUE VA KAVOU UE TO TTAPEABOV PEPOG Tou PEANOVTOGS pag (Thurley, 2005). Kata T @opd
TWV OEIKTWYV ToU poAoyioU ol OPAVeES Kal Ta BEAN dnAwvouv:

- Me v katavonon (TG TTONITIOTIKAG KANPovouIdg) o1 avBpwTTol TNV EKTIHOUV

- EkmiywvTag v o1 avBpwtrol BEAouv va Tn povTicouv

- ®povrTifovTtdg TNV Ba YTTopECOUV 01 AVOPWITTOI VA TRV aTTOAQUCOUV

- Mg 10 va v amoAauBdvouv épxeTal n diwa yia Katavonon

- KatavowvTag mv... K.ATT
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H TTOAmOTIK ) KANPOVOUIA JTTOPET VO CUVOETEI TOUG avOPWITOUG Kal KUPiwG aTn véa yevid
ME OPIOMPEVEG KOIVWVIKEG Ogieg, TIETTOIBNOEIG, BPNOKEUTIKEG TTapaddoelg Kal £6iya. Toug
ETTPETTEI VA TAUTIOTOUV PE GAAOUG PE TTAPOUOIEG VOOTPOTTIEG Kal UTTORaBpa. H TTONITIOTIKNA
KANPOVOUIA WTTOPEi VO TTPOC@EPEI WIa auTOUATN aioBnon evoTNTAG KAl TO AVAKEIV OE HIO
OMAda Kal YOG ETITPETTEI VO KATAVONOOUUE KAAUTEPQ TIG TTPONYOUUEVEG YEVIEG KAI TNV I0TOPIA
TOU TOTTOU OTTO TOV OTTOI0 TTPOEPXOUAOTE. Opiouéva TTPOOBETA ONUAVTIKA OToIxEia TNG
TTONITIOTIKAG KANPovouIds givai:

- Mapéxer ummootApiEn otnv koivotnTta: Ocor TauTi(ovial €viova HE MIA OUYKEKPIKEVN
KAnpovouid gival cuxvd 1o meavo va Bonbrioouv GAAOUG OTnV idia KoIVOTNTA.

- To 1rveUpa Kal N KateUBuvon €vog €Bvoug BpIioKovTal KAl avIavakAWVTAl OTNV ICTOPIKI TOU
KAnpovouid.

- MNapéxel Tnv aioBnon Tou avAkelv: H TTOAITIOTIKI) KANPOVOUIA POG KPATA CUVOEDEUEVOUG [E
Tn Bpnokeia pag, TIG TTapaddoEIS Kal TIG TIETTOIBACEIC MOG KAl ATTOTPETTEI TN VEA YeVIA ATTd TO
va eviaxBei oe AGBog TTAdiclo. Me onuepivolg OpouG avOQEPOUACTE OTNV TTOAITIOTIKA
TAUTOTNTA (AICONUA) WG OPAdA A TTOAITIONO 1} WG dTopo oTo BABPO TTOU £TTNPEEACETAN ATTO TNV
évtagn Tou o€ évav TTONITIOUO.

- AioBnon ¢ evotnTag: H KouAtoupa eival éva ammd Ta Paoikd PETPA TTOU TTOPEXOUV
auToOPOTa pIa aioBnon evoTNTOG €VIOG Twv Opddwy. Ta péoa PadikAg EvnUEPWONG Kal O
onuéoiog TOAMop6g dnAwvouv oOTi: "O TOANMIOPOS TTapEXel aioBnon evotnTag OTNV
KoIvoTnTa. BonBd ta Traidid Yag va Katavorjoouv KAaAUTEPQ TOV XOAPAKTAPA TwV YOVEWV Kal
TwV TTaTTTmoudwy Toug. Mag Bonbd va yvwpiocoupe avBpwTtroug e TNV idla vooTpoTTia ) TIg
idlec agiec". MNa Tapddelyua, av ol JEANOVTIKEG YEVIEG yVwpioouv Tov Hovadikd TTONTIONS Kal
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TIC TTapaddoelg uag, Ba €xouv autduarta To aioBnua €uBuvng kal Ba Tov KATavoAoouv
KaAUTEPQ.

- AiocBnon NG TTPOCWTTIKAG TAUTOTNTAG, EI0IKA OTIG HEYAAEG TTOAEIG OTTOU UTTAPXOUV MEYAAEG
KOIVOTNTEG [E DIOPOPETIKG TTOAITIONS Kal UTTORaBpo.

- Taumon pe GAANoug pe TTapopola vootpotTia Kal utréRaBpo. H TTONITIOTIKF) KAnpovouid
ETMITPETTEI OTOUG aAvOPWTTOUG va yvwpilouv oToixeia yia AAAOUG avBpwIToUG TToU €XOUV TO
id10 uTT6RABPO Kail vooTpoTtTia. O ExkTraideuTikog, ETTioTnuoVIKOS Kail MoAmoTikdg Opyavioudg
Twv Hvwpévwy EBvwv (UNESCO) (2002) trepéypage OT "n TTONITIOTIKA KANpOVOuI&
EMTPETTIEL TNV OMnAoTaUTION pe Baon Ta BlaiTEPA TTVEUMATIKG, UAIKG, SlavonTiKa Kal
ouvaIoBNUATIKA  XOPOKTNPEIOTIKA TNG KOIVWwVIag 1 MIOG  KOIVWVIKAG ouddag Kal Ol
TEPINAPPBAVEI, €EKTOG atmd TNV TEXVN KAl T AoyoTexvia, Tov TPOTmo (WwNAG, TOV TPOTTO
oupBiwong, Ta ouoTApata agiwv, TIC TTAPAdOoEIS KAl TIG TETOIORoEIS". Méow TNng
TTONITIOTIKAG KANPOVOMIAG UTTOPOUE VO YVWPIOOUME €UKOAQ TOUG avBpwTIoug HIag AAANG
KoIvoTNTaS avayvwpilovtag Tov TTOAITIoPS Kal TIG TTAPOUOIES VOOTPOTTIEG.

- AioBnon Tou ogPaoc ol yia Tov aAAov: E@doov n TTONITIOTIKF) KANPOVOUIG Pag ETTITPETTEI VA
avayvwpifoupe d1AQOoPoUG TTONITIOPOUG CUVEIBNTOTIOIWVTAG KOl KATAVOWVTOG TOOO TIG
d1aQopEg GO0 Kal TIG OPOIGTNTEG PETAEU TOUG, UTTOopoU e va deifoupe oeBacud TTPOG autoug
Kal avoxn. ZTIC MEPEC Pag auTd ammoTeAei dueon avaykn, IBiWG yia TN véa yevid, Kabwg Ta
€OVIKIOTIKA KIVApATa BpiokovTal oe £§apan.

BA. etiong:

Culture in development (2009). http://www.cultureindevelopment.nl/Cultural_Heritage/What
_is_cutural_Heritage.

ICOMOS, International Council of Monuments and Sites (2002). Intemational Cultural
Tourism Charter. Principles And Guidelines For Managing Tourism At Places Of Cultural
And Heritage Significance. ICOMOS.

Importance of Cultural Heritage (2013). http://www.cultivatingculture.com

The Importance of culture Heritage (2015).
http://www.cultivatingculture.com/2013/05/05/theimportance-of-cultural-heritage.

Ooov agopd otnv EAAGOQ, wg apxaia pvnueia i apxadtnteg voouvtal OAa Ta
TOAIMoTIKG ayaBd mou XpovoAoyouvTal atrd Toug TTPOIOTOPIKOUG, apxaioug, BulavTivoug Kal
peTaBulavtivoug péExpl 1o 1830. Ta vedtepa pvnueia, petayevéotepa Tou 1830,
TTpooTareUovTal AOyw TnNG I0TOPIKAG, KAANITEXVIKAG ) ETTIOTAMOVIKAG TOUG ONUOCiag.

H moAmoTiky kKAnpovouid iooduvapei pe Tov id10 Tov TIOAIMOPO.  Kai TTpEtel va
olatnpnBei. H eAAnvIkA vouoBeaia opilel pe cagrivela 6T d) n TTPOCTACIA TNG TTOMITIOTIKAG
KANPOVOMIAS TNG XWPAG CUVIOTATAI KUPIWG OTOV EVTOTTIONO, TNV £€pEUva, TNV KATaypa®n, TNV
TEKUNPIWON Kal TN MEAETN Twv OToIxeiwv TG, B) T dilatipnon Kal TNV AToTPOT TNG
KATaoTPOPAG, NG aAloiwong Kal yevikd KdBe dueong 1 €upeong PAGBNG TG, y) Tnv
ATTOTPOTTA TNG TTAPAVOUNG avaoKaPng, TNG KAOTTAC Kal TG TTapdvoune €&0puéng, 8)
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OUVTAPNOT] TNG KAl TNV TUXOUOO aVOYKaia aITOKATAOTOON, €) TN dieukdAuvon TG TpdoBaong
TOU KOIVOU Kal TNG ETTIKOIVWVIOG PE aQUTHV, OT) TNV TTPOBOARA Kal TNV £VTOEH TNG OTn oUyXpovn
KOIVWVIKA Cwr], TNV EKTTAIdEUON, WOTE va €TMITEUXOEi N euaioOnTOTIOINON TOU KOIVOU YIia TV
TTONITIOTIKA) KAnpovouid. H TTpooTacia Twv PvNPEiwY, TWV apPXAIOAOYIKWY XWPWV Kal TwV
IOTOPIKWY  TOTTWV  TTEPIAAUPBAVETAl  OTOUG OTOXOUG KABe  €mITTEdOU  XwpPOTAEIKOU,
avaTrTuglakou, TTEPIBAAAOVTIKOU Kal TTOAEOOOUIKOU OXedlaopoU 1 oxediwv e 1000UvVaUOo
ATTOTEAEOMA 1] TWV UTTOKATACTATWY auTWV. ‘Evag 10TopIkOG TOTTOG Bev gival I0TOPIKOG HdvO
AOYW TWV UAIKWV KATAAOITTWY TTOU UTTAPXOUV O€ auTOV, aAAd Kal AOyw TNG onpaciag Kal g
oTTOUdAIOTNTAG TTOU ENTTEPIEXEI, AOYWw TNG 10TOPIOS (] TWV I0TOPIWY) TTOU QUAGCCOVTAl OF
aQuTOV Kal Adyw NG AUANG KANPOVopIAg TTou KPURETal aTTO TTIow a0 Ta UAKG KATAAoMTa.
‘ET01, €ival atrapaitnto va uttdpéel euaioBnrtotroinon oxeTiké pe Vv MNMoAmoTikrp KAnpovouid
Kal TNV NOIKA @povTidag TNG KAl va TTpocdIoPIoTOUV Ta PECA KAl TA EPYOAEIa TTOU UTTOPOUV VO
avatTuxBouv yia va BonBrioouv TIG KOIVOTNTEG OTNV KAAUTEPN Katavonon Kai d1aTpenon tng
KAnpovouidg Toug. Eival Trpo@avég OTi, JETagU GAAwV, N TTONITIOTIKF) KANPOVOUIA TTPETTEN VO
MEAETNOEi, OTOTE n eKTTADEUON TIPETTIEI VA TIEPIEXElI UTTOXPEWTIKA €vav  TETOIO
TTPOCAVATOAICUO.

H a&iotroinon ¢ TTOAMOTIKAG KANPOVOUIAG OTNV EKTTAIGEUCN HECW TNG OTPATNYIKAG TNG
TTaixvidotroinong PBonBd oTnv €LOIKEIWON TWV VEWV KOl TWV EVNAIKWY HPE OUYKEKPIYEVA
Bépata TTONITIOTIKAG KANPOVOMIAG, OTTWG N apxaia IoTopia ) n apxaloAoyida, Kal augavel
onNUavTiKG Ta TTITTEdA EVOIAPEPOVTOG, TNV EUTTAOKI TOUG, UTTOOTNPICOVTAG TOUG (WG TTAIKTEG)
TTPOKEIPNEVOU VA ETTITUXOUV UOBNOIOKOUG OTOXOUG PECW MIOG euxdploTng euTreipiog. ‘Eva
TTaixvidl Tou TUTTOU Tou OoPapou TraixvidloU MITOPEi va TTPOCPEPEl EUXAPIOTNON HECW
OlI0POPWY  TTAPAYOVTWY, OTTWG TNG I0TOPIAG, TWV YPAPIKWY, TNG XPNOTIKOTNTAG Twv
MNXAVIOUWYV CUVEPYAOIaG/ouvaywvIoUoU KAl TwV OCUOKEUWV Trou €vBappuvouv Tnv
aAANAeTTIOpaON, OTTIWG avagéPBNKE TTaPATTAVW. Oa TTPETTEI VA EQAPUOZETAI JIa TTAIOAYWYIKN
TTPOOEYYION, HE TNV KATAAANAN dOUNON TOU EKTTAIBEUTIKOU TTEPIEXOMUEVOU KAl TNV OpyAvwon
NG TTapouciacng Tou. 'Eva €éAKUOTIKO Kal OUuCIaoTIKO TTEPIBAAAOV, HIO CUVAPTTOOTIKA
apAynon kail éva KAatdAAnAo kal d1aiodnTkG TTapddelyua aAAnAeTTidpaong €ival 1a Tpia
Baoika oToIXEia yIa va Yivel £va TETOIO TTAIXVIDI KABNAWTIKO.

EmimmAéov, TéTOlO EKTTAIOEUTIKA WNn@Iakd Traividia yia TNV TTOMITIOTIK KAnpovouid
@aivovtal 101aiTepa KATAAANAa yia TNV avamrtugn ouvaiodnudtwyv. H talmion pe TovV
XOPOKTAPA KAl TNV TTAOKH €VOG TTAIXVIOIOU UTTOPEI va €ival TTOAU XProIun yia TNV Karavonon
IOTOPIKWY YEYOVOTWY, SIOPOPETIKWY apPXaiwv TTOAMOUWY, cuvalodBnudtwy, TPOoRANPATWY
KOl CUMTTEPIPOPWY GAAWV avBpwtTwy, agevog, Kal TG opop@ids Kal Tng aiag Tou
TapeABOVTOG, TNG APXITEKTOVIKAG, TNG TEXVNG Kal TNG KANPovopidg, agetépou. OTtrwg
emonuaiveTal amé Toug Mortara et al.(2014), Ta Traixvidia TepmTéTelag eival 181aiTEpa
KAatdAAnAa yia TNV epapuoyn TG TTPOCEyyIong TG "uabnong péow g Tpdaens” (Dewey,
1938), n omoia oxeTieTal Ye TN Bewpia TOU KOVOTPOUKTIBIOPOU, GTTOU O TTaiKTNG pabaivel
KATAOKEUAZOVTAG TN yvWorn, €vw KAVEl HIa OUCIAoTIKN &pacTnPIdTNTA. € QUT TNV
TTPOCEYYION TNG EKTTAIdEUONG, O MOBNTAG dev AauBdavel TTaBNTIKA TTANpo@opieg - OTTWG OTNV
TTEPITITWON Miag ommAAG €€1ynong, €vOg TTivaka ) MIOG €IKOVIKAG avarmapdoTtaong, av Kal
ouvodeleTal amd Treplypa@r] - OaAAG KaATaokeUAlel evepyd VEEC YVWOEIG, PBpiokovTtag
TTANpoYopicc Katd T OIdpKeEld TOU TTaIXVIOIOU, KATAVOWVTAG TEG KOl OTN OUVEXEID
€QApUOlOVTaC QUTEG TIC VEEGC YVWIOEIC VIO TNV  OANOKANPWON Twv  aTTAITOUHEVWYV
opaotnpiotTwy (Boyan & Sherry, 2011). Otiwg utroypauuiCetal otov Froschauer (2012), ol
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TTaiKTEG BupouvTal TIEPIOCOTEPO TIG QATTOKTNOEIOEC YVWOEIG TTOU OXETICOVTQI ME TNV
OAOKAAPWON TwV aTTAITOUPEVWY OPACTNPIOTHTWY TTAPA TIG TTANPOPOPIEG TTOU TTAPEXOVTOI
dueca amd 1O TraIKVIOL AUTA TO TTAIXVIOIA ETTITPETTOUV ETTIONG MIA  EEOTOMIKEUMEVN
TTPOCEYYION TNG MEBNONG: €KTOG aTTO Ta TraiXvidla TTou PBpiokovTal oe eKBECEIC 11 €XOuV
OXeOIOOTEI WG €PAPHOYEG YIa KIVATA TRAEQWvA, OAa Ta GAAa TTaixvidla UTTOpouv va
XpnolgotroinBouv oTo OTTiTI A 0TO OXOAEio i KAl oTa dUO- €va TTaIXVIOI YUTTOPEI aKOUN Kal va
TTQUXTE €V MEPEI OTO OXOAEIO, O PIKPEG OPABES KAl JE TNV UTTOOTAPIEN TOU EKTTAIOE UTIKOU, KOl
EV MEPEI OTO OTTITI, yia TTOPABEIYHNA WG €PYaAEio yia TNV ePTTEOWON TWV ATIOKTNBEICWV
YVWOEWV.

To mpotivopevo TTAdiolo TTaixvidoTTroinong evBappuvel Tn dnuioupyia evog XpACIUOU,
EKTTAIOEUTIKOU KOl WUXAYyWYIKOU Wn@lokoU €pyoAciou, TO OTTOI0O QPEPVEI OE ETTAQH TOUG
MOBNTEG KAl TOUG VEOUG PE OTOIXEIO TNG TTONIMIOTIKAG TOUG KANPOVOMIAS Kal IDINITEPA E TOV
MVNUEIaKO TTAOUTO NG, €vioxUovTag TO oeBaouO yia Tn dlathpnon TNG TTOAITIOTIKNAG TOUG
KANPOVOUIAG Kal KOANEPYWVTOG TNV aAvayvwpion Kol T0 OeBacpd TnG TTOAITIOTIKAG
KAnpovouidg AGMwv €Bvv WG OTOIXEIO TNG KONAG HOG E€UPWTIAIKNAG  TTONITIOTIKAG
KAnpovouidg Kal TautdétnTag. ETnTAéov, autd 1o wneiakd epyaleio Ba gival xprioiho yia Tnv
QAvATITUEN TOU TOUPIOHOU Kal TNV TTPOBOAN TwV UVNMEIWV TNG TTONITIOTIKAG HAG KANPOVOUIAG.

Ooov agopd aTOUG TOUPIOTIKOUG OKOTTOUG, £0TW, YIO TTAPAdEIYUA, OTI BPIOKOUOOTE OF
€vav apxXaloAoyIKO XWPO: Ol TOUPIOTEG UTTOPOUV va TOV ETTIOKEQOOUV Kal OTN CUVEXEID VO
ETTIOTPEWOUV OTO OTTITI TOUG. Av £vOIa@épovTal IBIAITEPA YIa TO I0TOPIKO TTAdiCIo f/Kal av
QVHKOUV O€ EKEIVOUG TTOU YONTEUOVTAI JE TA EPEITTION KAl TO ATTOUEIVAPIA TTAPEABOVTOG UTTOPEI
va evolapepBolv TIEPICOOTEPO Kal VA ETTIOTPEWOUV Vyia pia SeUTEpPn ETTIOKEWN 1R va
dleEaydyouv TN BIKN Toug £peuva. AUTO gival BUOTUXWG €va TTONU oTTdvio Qaivouevo. ‘Eva
EKTTAIBEUTIKO WNPIOKO TTaIXVIOl TTPOC@EPEI TNV EUKAIpia va €TTeKTABEi 0 XpOvog Twv
ETTIOKETTTWV OTOV XWPO KAl PITTOPEI VO TTOPACXE! TIEPAITEPW TTANPOPOPIEG OXETIKA HE AUTOV
(evOEXOPEVWG TTOAU TTEPIOOOTEPES ATTO GOEC UTTOPET VA TTAPACXE! OTTOIOOOATTOTE EVAYOG
Katd TN SIAPKEIA PIAG YEVIKNAG ETTIOKEWNS - KAI TTAPEXOVTAG WUXAYWYIia iowg o€ PEYOAITEPO
BaBuo6 armd éva BiBAio). EmiTAéov, divel OTOUG TTAIKTEG TNV €uKalpia va eTTIAEEOUV TTOTE Oa
g¢xouv TTpéoBaon 0 AQUTEG TIG TTANPOPOPIES: OE OPICPEVEG TTEPITITWOEIG, MTTOPET VA YIVEI TTPIV
aTTO TNV ETTIOKEWN, 0€ AAEG PETA, OAAG TiTTOTA OEV TOUG EPTTODICEI VO TO KAVOUV AKOMN Kal
Katd 1 dIdpKela TNG €TTIOKEWNGS. Ta TTaIXvidia Tou TUTTOU CORAPWY TTAIXVIOIWY PTTOPOUV VO
TTPOCOPHOOTOUV KAl VA OXESIAOTOUV £TC1 WOTE VA TTPOCQEPOUV TTPOCAPHOTHEVN EPTTEIRIO
OTO XPOVO Kal TOV XWPO Tou XPNoTn, dedoPévou OTI N PEYAAN TTPOKANCN TNG ETTOXAG HAG
gival n peTaBaon ammd pia padikn TTPOCEYYIoN TTPOG JIa EaTopikeupévn euTrelpia (Mortara et
al., 2014). Qot600, Ta OPEAN TWV TTAIXVIOIWY TOU TUTTOU TWV COROPWY TTaIXVIOILV TTOU
c@apuélovTial oTnV aApXaloAoyIK) KAnpovould Ocv TreplopifovTal o€ dia OTIyU HETA TNV
emiokewn. OtTwg idape, uyTropouv oTNV TTPAYMATIKOTATA VA €ival EEAIPETIKA TTPOCPOPA, WOTE
va evOlaQePBei yia auTd PEYOAITEPO Kai TTI0 SIapOoPOTTOINKEVO KOIVO. YTTO auTh Tnv £vvolq,
KAl oUVOEOVTAG T TOUPIOTIKA OPEAN HE TO EKTTAIBEUTIKA, O1 EKTTAIOEUTIKOI JTTOPOUV ETTIONG VA
XPNOIYOTTOINOOUV CoOoBapd Traixvidia yia Tnv TTPOETOINOCIA TG ETTIOKEWYNG O€ €vav
OUYKEKPIUEVO XWPO N POUCEIO Kal, O€ OUYKEKPIYEVEG TTEPIOTACEIG, PTTOPOUV £TTiONG va
XpNnoiyotroinfolv w¢ TTPOCWPEIVO UTTOKATACTATO TNG ETIOKEWNS (T1.X. O€ TIEPITITWON
KOKOKQIPIag KATA TNV TTIOKEWN O€ UTTAIBPIOUG apXaIOAOYIKOUG XWPEOUG ) O OTTOIECONTTOTE
GAAEG avTiEOEC TUVONKEQ).
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O1 Mortara, Catalano, Bellotti, Fiucci, Houry-Panchetti, Petridis (2014) avayvwpilouv Tn
onuacia TNG XPHong wneIokwyv TraixviIBIwy yia TN diampnon TG AuAng TTOMITIOTIKAG
KAnpovopIdg. AloKpivOuVv TPEIG KATNYOPIEG OTTWG QAIVETAI TTOPAKATW KOl OCUYKEKPIYEVA TNV
TTOANITIOTIKA €uaiocOnTOTTOINON, TNV I0TOPIKA AVOOUYKPAOTNON Kal TNV euaiocBnTotroinon otnv
TTOANTIOTIKA KAnpovouid kal aglohoyouv T1a OlaBéaiya cofapd Traixvidla o€ auToug TOug
TOMEIC KOBWG Kal TOUG EKTTAIBEUTIKOUG TOUG OTOXOUG. EkTOC amd Tn yvwon Triow ommd
TTapadooIakéG BeEIOTNTEG, N KATNyopia TNG TTONITIOTIKAG €uaiocBbnToTToinoNG TrEPIAQUPBAVEI
TTPOPOPIKES TTAPAdOOEIG, KABWS Kal OuvhBeieg TTou OXeTICOVTal YE TN QUON Kal Tov KOOWO
YEVIKOTEPQ. AId@opol apxaiol TTOAMOUOI SlEPEUVWVTAI PECW CORAPWY TTAIXVIOIWV Kal
EMTPETTOUV OTOUG XPrNOTEG VO TTAPATNPAOOUV TNV ETTIPPON TOUG OTOUG OUYXPOVOUG
TTONITIOMOUG | OTTAWG VO yvwpioouv Ta 10TOPIKA yeyovoTta, TIG dladikacieg i akdun Kai
OAOKANpPEG TTEPIGOOUG TNG avBpwITivng IoTopiag. ETmmAéoy, o1 XpAoTeg Ba utTopoucav va
€EEPEUVIIOOUV TOUG OUYXPOVOUG TTONITIOUOUG TIPIV TAgIOEWOUV, HECW WN@IOKWY TTAIXVIOILY,
€iTe AQUTO OXeTICETOI PE TOV PVNMEIOKO TTAOUTO €iTE PE TO QUOIKO TTEPIBGAAOV. AvaAoya e TO
oxedlaouo Ba utropoloe £va TETOIOU €idoug ooapd TTaiXvidl va TTapAaXel OTOV PEAAOVTIKO
TagIOIWTN Mia €IKOVIKR €KBeON yIa TOV ETTIASYUEVO TTONITIONO, EUTTAOUTIONEVN HE TTANBwpPa
ATTOOTOAWV Kal dpacTNEIOTTWY TTOU O@POpPoUV Of OTOIXEia TTOMTIOMOU, OTIWG €ival n
YAWOOQ, n HOUCIKN, O XOPOG, Ol BpNOKEUTIKEG TEAETEG, Ta €B1Ia Kal GAAQ TTapOUOoIaL.

Serious Games for Intangible
Cultural Heritage

Cultural Historical : Heritage
Awareness Reconstruction Awareness

| |

«  Oral traditions and = Historical buildings «  ArtisticfArcheological
expressions =  Monuments (Paintings, sculptures,

= Science & habits related « Archeological sites furniture, wall paintings)
to nature and world = Historical avents « Architectural/Matural

= Traditional skilis [Tourism, travel, nature

discovery, geography)

Cosovic & Ramic, 2020. https://www.researchgate.net.

Ag TTdpoupe éva TTAPAdEIYUa OXETIKA PE TNV ATTOKTNON KAl TOV €AeyX0 TNG yvVwWong yid
éva pvnueio, TNV 10TOPIA, TNV APXITEKTOVIKN, TN ASITOUPYIia, TN XPrion Kai TNV €TIRIwonA Tou ot
ouvOuaouo6 e TIC agieg Kal TIG TTaPadOoEIS TOU (QUAN KANPOVOUIQ) PJECW TOU TTPOTEIVOUEVOU
TAaiciou TTaixvidotroinong. To pvnueio gival To apxaio B€atpo TG Emdaupou, 10 wpaid TEPO
avoixté BEatpo oTov KOGHO Kal Quoika Mvnueio Maykéouiag KAnpovouids tng UNESCO
oTtnv EAAGOQ.
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https://www.researchgate.net/publication/338250291_Game-Based_Learning_in_Museums-Cultural_Heritage_Applications/figures?lo=1

To apxaio B€atpo g Emdaupou

ZUp@WVA JE TO TTAAiIOI0 TTaIXVIBOTT0INONG TTPOTEIVOUUE:

loropia: O paBnTAG EUTTAEKETOI O€ MIO IOTOPIa TTOU TOTTOBETEITAI TNV apXaIdTNTA. YTTAPXEI
€va  a@nynuaTtiké TTAqiclo, T.X. O a@enynm¢ Oivel TTANPOQopPiEG yia Tnv I0TOpIa TNG
Emdalpou, n omoia ocuvdéeTal éviova pe Tov Bed TG 1aTPIKAG ACKANTTIO, TOV yIO TOU
ATTOANWVaO. ZUpgwva e TNV apxaia eAAnvikr) puBoAoyia, n Emidaupog rfTav n yevéteipa Tou
AOKANTTIOU. 2TNV TTpaydaTiKOTNTA N ETTidaupog @IAogevouoe TO TTI0 SNUOPIAEG BepaTTeEUTIKO
KEVIPO TNG apxaidTnTag. Katd 1 didpkeia Tou 4°° kai Tou 3% aiva 11.X., TOo KTPIO auTd
O1eupUVONKE Kal apydTEPA AVOKATOOKEUAOTNKE £V UEPEI Kal amTd Toug Pwpaioug. Pnuicuévo
WG ONUAVTIKG BepammeUTIKO KEVTPO, TO ACKANTTIEIO TNG ETTIdaUpoU CuVvBIZE VO OUYKEVTPWVEI
aoBeveic amd 0An v EAMGSa. O pabnmig tou tréoxel ammd Kamola &epuaTiK 0oBEveia
£pxetal otnv Emidaupo yia va Adpel pia Baupatoupyr Beparreia. MNpétmel va peivel ekei yia va
eTTW@EANBEi €10IK& aTtd TIG Beparreiec e BAon 1o AouTpd Kal TN YuPvaaoTiKr. ‘Exel etriong
duVaTOTNTA VO CUPMPETAOXEI WG BEATAG OTOUG AYWVEG TTOU AauBdavouv Xxwpa oTo oTddIo TNG
Emdaupou kal oTig Beartpikég TTapacTdoels oto Apxaio ©éartpo, kai Ta dUo OTO TTAQICIO
OpnNOKeUTIKWY €opTOOUWY. Méoa amd Tnv agriynon r oc oAAnAetridpoon pe GAAoug
XopakTAPES (GAouUg aoBeveic, aBANTEG, IEpeic 1} NBOTTOI0UG) O HOBNTAG OTTOKTA Kl EAEYXEN TIG
YVWOEIG TOU YIa TNV apxXaia IaTPIKr, TIG BPNOKEUTIKES YIOPTEG, TOV apxaio aBAnTIoud Kai
QUOIKA YyIO TNV QPXITEKTOVIKA Tou apxaiou BedTtpou, Ta pépn Tou, Ta €pyq, TOUG
dpapaToupyous Kal K.ATT.

EvaAdakrikn 1otopia 1: «Mia TTapdotacn oe kivouvo». O pabntig TTapakoAoubei pia
apxaia TTapdoTacn oTo apxaio B€atpo TG Emdalpou, Katd T dIAPKEIQ TNG OTTOIAG XAVETAI
€va AvTIKEIYEVO, ATTAPAITNTO yIa TN CUVEXION TNG TTapdcTtacns. AvaAauBavel va Bonbroel
oTnv €UpPeOn TOU QVTIKEIMEVOU yIa va owBei n TTapdoTacn. ZUPUETEXEI O MIa O€lpd
OOKINACIWY, EPXOMEVOG OE €TTaQPr] M€ GAAOUG BeaTég, Toug nBoTrololg, Tov PICOWTH TOu
Bedtpou, Tov OKNVOBETN, TOUG KPITEG K.d., Ol OTToiol ToV BonBouv 1 Tou Baldouv euTTddIa yia

- 2eAida 35
Erasmus KA 227 Culture heritage and Gamification in Education ;



va Bpel TO XOUEVO QVTIKEINEVO. AKOAOUBWVTOC CWOTA Ta UTTOBEIKVUOUEVA PBAMOTa 1)
EETTEPVLOVTOG TA EPTTODIA, JOBAIVE! KAl EDPAIWVEL TIG YVWOEIG TOU OXETIKA E TA OPXITEKTOVIKA
MEpN Tou BedTPOU, TA PNXAVAUATA, T KOOTOUWIA, TA TTPOCWTTEIA, Ta JEPN TOU dPAUATOG, TV
TTAOKI) TOU £V AOYWw £pYOU K.O K.

EvaAdakrikny 1otopia 2: «EyKAnua OTO TTOPACKAVIO TOU apxaiou BOedtpou Tng
Emdalpour». O pabntAg wg VIETEKTIR TTPOOTTAOE! va SIGAEUKAVEL £VO HUCTAPIO OXETIKA E TN
doAogovia evog nboTroiol pia pépa TTpIv armd TNV TTapoudiacon evog dpduartog. Mpéter va
A0ogl TTpoBAUATa, VO OTTAVTACEl O €PWTNCEI, VO EPTTAGKE] O MIa O€Ipd SOKIMOOIWY
EPXOMEVOC O €TTOQN ME TOUG avBpwTToug Tou Bedtpou TTou Tov BonBouv 1 Tou Bdlouv
euTTédIa 01O OPOUO TOU Yia va Bpel TO SOAOPOVO.

O1 duvauikég (oaynvn, MPOKANON, avraywwviouog, avakaAuyn, eavraaoia, mpooouoiwaon)
Ba TTPOCPEPOUV OTO PABNTA OTIYPEG EUXOPIOTNONG KAl WPUXAYWYiag TTPOEPXOMEVES aTTd TNV
I0TOpia Kal Ba Tov TTAPAKIVAOOUV VO acXOAnBei cuoTnUATIKA PE QUTO TO EKTTAIDEUTIKO
wneloko TTaiyvidl.

2TOUG Unxaviououg Ba £€XoUpE TOUG Kavoveg Kal TG diadikacieg yia autd 1o Traividl. H
QATTAVTNON O€ EPWTACEIG, N EKTEAECN EPYACIWY, O KABOPIOHPOGS, N aloAGYNoN, N AVTIMETWTTION
Kal n €tmiduon TTPoBANPATWY PE TNV €TMIAOYR AUCEwv ouvdEovTal PE TNV QVATITUEN TNG
IOTOPIAg, €V Ol AVTOUOIBEG Kal Ol TTOIVEG €TTnPedlouv TNV avdaTmTuén diag iotopiag. Ol
MaBnTéG Ba AauBdavouv avaTpo@oddTNon Kal avTapoIBEG.

TexvoAoyia: To KatdAAnAo Aoyiopikd, TO diKTUO Kal n Xpron GMwvV avTKEINEVWY Ba
OlI00QAANICOUV TNV OTTOTEAEC HATIKOTATA TOU TTAIXVIOIOU.

Katd mn didpkela g ouvavinong "Learning, Teaching and Training Activities" pe 6épa
TNV TTONITIOTIKI) KANPOVOUI& KAl TIG EKTTAIBEUTIKEG DIOOTACEIG TNG TTaixvidorroinong (Tevepipn,
11-15 OkTwpBpiou 2021) 6Aa 1a péAn Tou épyou "Culture heritage and Gamification in
Education", Erasmus+ KA227 - Partnerships for Creativity (kwdikdg €pyou 2020-1-ELO1-
KA227-SCH-094519) ammrogdoicav va uioBeTrioouv TNV TpdTacn TG lotraviag oxemiké pe Tnv
IoTOpia TOU Wn@lakoU ekmaideuTikoU TTaixvidiou. Kai or Tpeig xwpes (EAAGSa, alia kai
loTravia) Ba poipaaTolv Tnv idia 1I0Topia. H apriynon €xel wg €€ng: "BpiokOuaoTe GTO £T0G
2121. 'Exel mrepdoel Tavw ammd €vog AlvVag aTTté TOTE TTOU N avOpwTIoTNTA LETTEPACE TNV
TeAeuTdia TTAVONUIO TTOU €iXE va QVTIHETWTTIOEl. AUCTUXWS, TOUG TEAEUTAIOUG PAVEG €XOuvV
EMQavIoTEl KpououaTta piag TTapdéevng acBévelag o OAn Tnv Eupwtn: DUMBID-2121. Ta
OUUTTTWMOTA TNG MOoIdlouv e ekeiva €vog atrAou KpuoAoyriuatog. Opwg, pe KABe VEo
QTEPVIOUA, OI TTPOORERANPEVOI PAIVETAI VO XAVOUV PEPOG TWV VONTIKWY TOUG IKAVOTATWY,
MEXPI TTOU geXvOUV OAa 6oa €xouv pdBel otn Cwr Toug. EuTtuXwg, avAKeTe ot pia diedv
ouumrpagn lommavwy, EAMjvwy Kai ITaAwv yiatpwy, o1 otroiol, PETA aTTd TTOMEG €PEUVEG,
KatéAngav o1o cuptrépaopua Ot N BepaTreia yia auth TN vEéa TTPOKANCN TTOU QVTIMETWTTICEI N
avBpwTtrotnTa BpiokeTal oTnV MNMOAITIOTIKA KAnpovouId Twv XwWpwV Tous. Q¢ €K TOUTOU, EXETE
eMAeYET WG €vag atmd Toug PEANOVTIKOUG OWTAPES TNG avBpwtToTNTaGS. H a1rooTOAr 00¢ Ba
gival va tmrepdoere amd OIAPOPES AVTITIPOCWTTEUTIKEG TOTTOBeTiEG TNG TOAMOTIKAG pag
KAnpovouidg, va TIG €EETACETE TTPOCEKTIKA Kal va PBPeite Ta KAE®IA yia Tn Beparreia Tou
DUMBID-2121. To péANAov NG xwpag oag, g Eupwring Kal icwg Tou KGCPouU oTtnpideTal
OTOUG WHOUG 0aG - ag gival padi oag o TTONITIopog!”
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2KOTTOG Tou OXedIaooU auToU Tou TTaixvIdiou dev ival yévo n aIrOKTNoN YVWOEWY 1 N
EMTTEOWON TWV ATTOKTNBEIOWY YVWOEWV OXETIKA ME éva dvnueio, Tnv I1oTOpIQ, TNV
QPXITEKTOVIKN], TN AIToupyia, Tn Xerion Kai v eTTiBiwaor Tou, aAAd Kal o€ oXEon HE TIG Agieg
Kal TIG TTapaddoeig Tou (QUAN KANPOVOUIA), N «EVEPYOS KOIVWVIKA TTpdvolay, dnAadr pia
TTONITIOTIKA  KQI CUMPMETOXIKI QvATTTUgn, n OToia odnyei O¢ Mo UTTEUOUVN KOIVWVIKA
OUMTTEPIPOPA ME OEBao O OTA PvNUEia, TO TOTTIO KAl TO TTEPIBAAAOV.
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MEPOZ lI: H TroAITIOGUIKE) HOG KAnpOVvouId

Mvnueia Tng EAAGOQG

1.MpoTtopn ZmapTdrn MoAepioT (Acwvidag)

Ovopooia , i , ,

T MpoTtoun ZmapTtidTn MoAgpiom (Acwvidag)

Eidog ., .

TR T EkBepa pouaoeiou

TomoBeoia ApxaioAoyiké Mouaogio Zmaptng, lMNMeAotrévvnoog, EANGOO

XpovoAoyia

snuioupyiag 490-480 m.X.

Anuioupydg/oi | Aev UTTAPYOUV QVOPOPES
O Aewvidag eival €va GyaAua KATAOKEUQOPEVO ATTO TTAPIaVO UApUapPO
TTOU avOTTapPIoTA évav TTOAEpIoTA. BpéBnke otnv AKpOTTOAN TNG ZTTAPTNG.
To yATTTd @épEl KPpAVOG e KOUMATIa Pdyoulou og oXAPa Kplapiou. To
XOUOYEAO OTO TIPOCWTTO TOU BNAWVEI TNV UTTEPNPAVEID TWV ZTTAPTIOTWV

. TTOAEMIOTWV Kal TO Bdppog Toug UTTPOoTd oTov Bdvarto. To dyaAua
Mepiypagn M ppPog S MTIP QyaAu

ovopaoTnke «Aewvidagy» amd Tov BaciNid g Zmaptng Acwvida Tov A'
TTOU ATOV ETTKEQAANG TwV TPIOKOCIWV ZTTOPTIATWY OTn AN Twv
O¢ppoTuAwy, o1 otroiol Buoidotnkav oTo TEdiIO TNG MAXNG YIO VO
AVOXQITIOOUV TNV KATAKTNON TwV EMNVIKWY TTOAEWV-KPATWY OTIO TOUG
Mépoeg.

20vdeon ME TN
XWwpa Mou, T

O Aewvidag kal ol Tpiokéoiol ZTTapTIdreg Baupdlovtal ammd dAoug Toug

‘EANveG, yiaTi BuoldoTnkav yia va gutmodiocouv TNV MePoikr eEATTAWON

oTtnv EAAGSa. To dyaAua TotToBeTONKE apXIKA oTo EBVIKO ApxaioAoyikd
Mouoegio otnv ABriva kai peTagépbnke yupw oT1o 1938 010 ApXaIOAOYIKO

OXOAIKA Mouaogio Zmaptg. Eivar éva dyaAua apxaiknig £ToxXnS Kai Bewpeital atd
Haénuara T TEAEIOTEPA YAUTITA AOKWVIKAG TEXVNG.
2XOAIKG poBrjuata: loTtopia, KaANITeEXVIKG
Ymoupyeio lMaideiog kar Opnokeupdtwy, htip://ebooks.edu.gr/ebooks
(TTpooTreAdoTnke 07/01/2022)
Mnyés Mavemmomuio Cambridge, https://museum.classics (TTpoOTTIEAGOTNKE

07/01/2022)

EykukAotraideia  Brittanica, Battle of Thermopylae (TTpooTre AdOTnKE
07/01/2022)

Erasmus KA 227 Culture heritage and Gamification in Education
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http://ebooks.edu.gr/ebooks/v/html/8547/2290/Istoria_A-Gymnasiou_html-empl/index_04_03.html
https://museum.classics/
https://www.britannica.com/event/Battle-of-Thermopylae-Greek-history-480-BC

DwTtoypapia/eg

2TTAPTIATNG TTOAEMIOTAG, 0 Aeyopevog Acwvidag. ‘EkBepa ApxaloAoyikou
Mouogiou ZTdpTng
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2.0ea Twv Oewv - BWAIQ

S\\,’:ﬁggf Oed Twv OPewv
Eidog . .
, AvTIKEiuEVO pouoegiou

QVTIKEIPEVOU

TomoBeoia Apxaioloyiké Mouoeio HpakAgiou, Kpritn, EAAGDQ

)6(2:";%):(\'{;2 “Yotepn Emoxr Tou XaAkou, trep. 1600 1r.X.

Anpioupyog/oi | Agv uTTGpPXOUV AVOPOPES
H pivwikr B8ed Twv O@ewv gival KATAOKEUQOWEVN amd @ayevTiavr e
eTTioTpwon opdATou. To UOwog Tou ayoApatidiou eivar 29,5 cm.
ATTEIKOVICEI PIa veapr yuvaika, iowg pia Bed, va OTEKETAI KPATWVTAS Qidia

Nepiypoon ota xépia TnG. Popdel pokpid @oUoTa pPE ETTTA OTPWOEIG OTTIO

TTOAUXPWHEG AWPIdEG UPAOHATOG Kal pia TTOdIA. ATTO TTAVWw QOPAE! £va
TTOUKANICO HE XOWNAG KOWINO MTTPOOTA, TTOU OTTOKOAUTITEI TO YUUVO
0100g TNG. To TTPOOWTTO TNG ival TPIYWVIKO Kal 0TO KEQAAI TNG PEPEI
KAAUPPO e €vav KaBioToé TTavenpa.

Z0vdeon ME TN
Xwpa Mou, Ta

H Oed Twv O0@ewv atroTEAEi ECAIPETIKO OEiyua MIVWIKAG MIKPOYAUTTTIKAG.
To ayaAuaridio Bpédnke padi e €va AANO PeEYAAUTEPO (IOwg PUNTEPA Kal
KOpn) omv Kvwood. 2niuepa oteydletal oto ApxaloAoyiké Mouoeio

Erasmus KA 227 Culture heritage and Gamification in Education

OXOAIKA HpakAgiou.
HaBnuaTa
2XOAIKG paBrjpata: loTtopia, KaANTeXVIKG
YTmroupyeio MMaideiag kol OpnokeupdTtwy, http://ebooks.edu.gr/ebooks
(TTpooTreAdoTnKe 07/01/2022)
Mnvé Ymoupyeio TMoAmopou kai  ABAnTIOpoU, http://odysseus.culture.ar
nyes (TTpooTreAdoTnke 07/01/2022)
Akadnuia  Khan, hitps//www.khanacademy.org  (TTpOOTIEAGOTNKE
07/01/2022)
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http://ebooks.edu.gr/ebooks/v/html/8547/2290/Istoria_A-Gymnasiou_html-empl/index_02_04.html
http://odysseus.culture.gr/h/4/gh430.jsp?obj_id=7884
https://www.khanacademy.org/humanities/ancient-art-civilizations/aegean-art1/minoan/a/snake-goddess

Mivwikd €16wAla, n Bed Twv 6Yewv, 1600 .X,,
ApxaioAoyiké Mouoegio HpakAgiou, Kprjtn

DwTtoypapia/eg

H veoTePn Oed Twv OPewv ammd T0
TToAGT NG Kvwoou. HpdkAgio
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3.MUAN Twv Aedviwyv, MUKrveg

S\)’;ﬁgg:’a MOAN Twv AgdvTwy, Mukiveg

5:2?:& uévou loTopiké Mvnueio

TomoBecia ApyoAida, EANGOa

Xpovohovia | 4,5, 1

dnpioupyiag

Anpioupy6g/oi | Acv UTTAPXOUV avVAPOPES
H MUAN Twv AgdvTwy, auTd TO XOPAKTNPIOTIKO Pvnueio Tou Muknvaikou
MoAImopoU eival n kUpla TTUAN TNG akpOTTOANG 0TI MuKrAveg. XTioTnke
oTn PopeioduTikA TTAeUpd Twv KukAwTelwv Teixwv Tou TrepIBGANoUY TNV

Mepiypaepn aKPOTIOAN. T€ooepig peydAol oykOAIBol oxnuatiCouv tnv TMUAN Twv

NiovTapiwv. ‘Eva yATITO TTOU aTTeIKoViCel U0 avTIETWTTA AIOVTAPIa TTOU
Xwpifovtal amd €vav Kiova OTEKETAI OTO KOUQIOTIKO TPiywvo TOu
avayAu@ou TTavw amro TNV TTUAN.

20vdeon ME TN
XWwpa Mou, T

H 1TUAN €ival 10 govadikd owlduevo pvnueio g EANGDag TG ETTOoXNS
Tou XoAKOU ME €lKovoypa®iké poTifo. Avagépbnke ommd Tov apxaio
yewypdgo lMauoavia Tov SeUTEPO aivVa P.X. Oewpeital WG TO TIPWTO
Ociypa PvnueIaknS YAUTTTIKNAG TTOU yvwpiloue oTtnv Eupwtrn.

OXOAIKA
pabnparTa AvaEpeTal aTtd Tov apxaio yewypdaeo MNaucavia Tov 20 aiwva p.X.
2XOAIKA paBAparta: lotopia, KaAMTEXVIKG
Ymoupyeio lMaideiog kar Opnokeupdtwy, htip://ebooks.edu.gr/ebooks
(TrpooTreAdoTnke 07/01/2022)
To PwTddevTPO, EBVIKOG Zuoowpeutic EkTaudeuTikou lMepiexouévou yia
Mnyég mv MpwToBABMIO Kal ™m AguTepoBdBuIa eKTTaidEUON,

http:/photodentro.edu.gr (TTpooTreAdoTnke 07/01/2022)

Ytroupyeio TMoAimouou  Kai http://odysseus.culture.gr

(TrpooTreAdoTnke 07/01/2022)

ABAnTICOU,
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http://ebooks.edu.gr/ebooks/v/html/8547/2290/Istoria_A-Gymnasiou_html-empl/index_02_05.html
http://photodentro.edu.gr/aggregator/lo/photodentro-aggregatedcontent-8526-3311
http://odysseus.culture.gr/h/2/gh251.jsp?obj_id=13401

DwToypapio/eg

. g, s

ApXaI0AOYIKOG XWpog Muknvwy,
MeAotréwnoog

MOAN Twv Agdvtwy, Mukrveg

(s
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4 .Mvnpeio AUCIKPATOUG

Ovouacia
HvnuEiou

Mvnueio AuoikpdToug

Eidog
QAVTIKEIJEVOU

loTopIkG pvnueio

Tomo6eoia Bpioketal otn dUTIKA TTAcUPA& TNG 000U Tprrodwv oTnv ABriva, EAAGDa

XpovoAoyia

SnuIoupyiag 335-334 m.X

Anpioupydg/oi | AyvwaTog
AUCIKPATNG TIOU €0TNOE TO Mvnueio nATav  Xopnyodg, OnAadr £vag
EUKATAOTOTOG AVvOPWITTOG TTOU Xpnuatoddétnoe pe OIKA Tou €goda Tnv
TTposToIyaCia TG TapdoTtaong €vog apxaiou xopou  (Kupiapxo
XOPAKTNPIOTIKO TOUu dapXaiou e€AAnvikoU OpAuaTOG N MOUCIKA Kal n
6pxnon) oto Béatpo Tou Alovucou. To €TTABAO yIa TOUG VIKNTEG OTOUG
AYWVEG XopoUu RATav XAAKIVOG TpitTodag, OnAadr éva peydho XAAKIVO

Mepry pogii okevog TTou oTnpIfdTav o Tpia TOdIa. O1 Xopnyoi KAaTtaokeUalav XOpIKA

pvnueia (amAég Bdoeig, KioveG 1] OIKOBOMNUATA TTOU WOIAJOUV JE VOoUG)
yla va emdeifouv auToug Toug TPITTodES vikng. To pvnueio Tou AuoikpdTtn
gival éva xopnylkd KUKAIKO KTiopa TTou arroTteAsital atd €& kopivBiakoug
Kioveg aTtd TTEVIEAIKO JAPHOPO HETAEU TWV QATVWHATWY. TO YAUTTTO TNG
{weopou arrekovilel Tov YuBo Tou Alovioou. Mia pHOVOAIBIKR OTEYN
Olakoounpévn Me OKOAIOTG @UAAa oTnpilel T Bdon TOou XOopPnyikou
TpiTTOdA.

2yvdeon ME TN
XWwpa Mou, Ta

To uvnueio Tou AucikpdTtn Bewpeital TO KAAUTEPA dlatnpnuévo deiyua
apxaiou xopnyikou pvnueiou.

O1 kioveg armd TTeEVTEAIKO HAPHOPO HE TA KIOVOKPAVA €ival aTTo 1A TTPWTA

OXOAIKA deiyyata  Tou  KopivBiakoU  puBuoU  omv  ABrva  (Kiovokpava
pabnipaTa dlakooUNEEVaA pe GUAAA dkavBou Kai IANTAPIA).

Zx0AIKG paBrjpata: lotopia, KaAAIrexvIké

Apxaio G¢éarpo (only in Greek language), http://ancienttheater.culture.gr

(TTpooTrEAGOTNKE 26/12/2021)

Ortiz, D. E. (2019) Tracing a Monument: Creating Spaces. [Master of
Mnyég arts, University of California] https://escholarship.org (TTpooTe AdOTNKE

26/12/2021)

YTmroupyeio MoAmopou kai ABAnTiIouou, Aivdog, http://odysseus.culture.gr
(TTpooTrEAGOTNKE 26/12/2021)
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http://ancienttheater.culture.gr/el/mouseia-ekthemata-tekmiria/anazitisi-ekthematwn/item/278-xorigiko-mnimeio-lusikrati
https://escholarship.org/content/qt9284f6sj/qt9284f6sj_noSplash_d66571fed89179168d8935fba0b6cd88.pdf
http://odysseus.culture.gr/h/2/gh251.jsp?obj_id=891

Mvnueio AuoikpdToug
DwToypopia/eg

Mvnpueio AuoikpdToug
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5.Naég Tou OAuprtriou Aibg, ABriva

Ovouaoia
Hvnueiou

Na6g Tou OAuptriou A16g, ABRva

Eidog
AVTIKEIJEVOU

loTopiké Mvnuegio

TomoBecia ABrva, EANGBa

XpovoAoyia

snuioupyiag 561-527 .X

Anuioupydg/oi | AvmioTatng, KaAAaioxpog, AvTipayidong, Popuog
O vadég tou OAuptriou A6 otnv ABriva (OAupTrieio 1 XTUAOI TOU
OAuptriou Ai6g) eival évag atrd TOug PEYOAUTEPOUG OTOV OPXAio KOO UO
Kal oTéyade 1O TEPAOTIO XpUoeAE@AvTIvo dyaApa Tou Aia. Eixe dUo oeipég
atro 20 Kioveg OTIG HAKPIEG TTASUPEG KAl TPEIG OEIPEG TWV OKTW OTIG OTEVEG
TTAEUPEG. ZAPEPA owdovTal HOVO 16 KioveG. 2UppWVa PE TNV TTapadoon o

Tesreant VOOG XTIOTNKE ATTd TOV ASUKOAIWVA WG avaywwpion yid Tn owTnpia Tou

a1rd 1oV peyGAo katakAuoud. O yewypdgog Mauoaviag avagépel OTI O
TaQog Tou AgukaAiwva BpiokdTav Kovtd otov vaod. Kovid oto OAuptigio
UTTAPXE €éva Xdopa oT1o €060¢og Kal TToTEUaV OTI PEoa aTrO aUTO gixav
oTPAYYIOTEI Kal Ta TEAeUTAiO UTTOAEiJMOTA TOU PEYAAOU KATAKAUGHOU aTTd
TOV OTTO0IO €ixe owBei 0 AaukaAiwvag. Zuppwva pe Tov Mavoavia KGBe
XPOVO €pixvav o€ auTO OITAAEUPO AVOUEUEIYUEVO UE PEAI.

Z0vdeon HE TN
Xwpa Mou, T

O1mrwg avagépel 0 yewypaog Mauoaviag, I8pUTAG Tou apxaiou IEpOU ATaV
0 AguKaAiwvag, 0 HUBIKOG yevapxng Twv EAAAVwV.

O Ttupavvog lMeoiotpatog o NedTEPOG EEKiVNOE TNV KATOOKEUNR TOU
OAuprrigiou 10 515 11.X, aAAd n KaTOOKEUR TTAPEUEIVE NUITENAG WG éva
oatravnpd £pyo Pe okotrd TNV alénon Tou yorTpou Twv Tupdvvwy. O
Pwpaiog autokpdatopag AdpIaveg OAOKANPWOE TNV KATAOKEUH Tou Tov 2°

OXOAIKA
padnuaTa bX
O vadg Bpioketal Trepitrou 500 péTpa voTioavatoAikd TnG AKPOTIOANG Kal
onuepa gival €va utraibplo pouoeio.
2XOAIKG paBrjuata: lotopia, KaANITEXVIKG
Molho, A., Raaflaub, K., Emlen, J., (Hg.), (1991) City States in Classical
Antiquity and Medieval Italy. Athens and Rome, Florence and Venice,
Stuttgart, pp. 355-380
YTtoupyeio Moudeiag Kal  OpnoKEUPATWY, Wnoeiakd BiBAio,
Mnyég http:/ebooks.edu.gr/ebooks (TrpootreAdoTnke 07/01/2022)

Ymoupyeio ToAmopoUu kar  ABAnmopou, http://odysseus.culture.ar

(TrpooTreAdoTnke 07/01/2022)

World History Encyclopedia, https://www.worldhistory.org
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http://ebooks.edu.gr/ebooks/v/html/8547/2290/Istoria_A-Gymnasiou_html-empl/index_04_05.html
http://odysseus.culture.gr/h/2/gh251.jsp?obj_id=12863
https://www.worldhistory.org/article/815/temple-of-olympian-zeus-athens/

(TrpooTreAdoTnke 07/01/2022)

DwToypapiol/eg

Nadg Tou OAupTtriou Aiog, ABriva
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6.To Apxaio ©¢arpo AokAnmieiou Emidaupou

Ovouacia
HvnuEiou

Apxaio Oéatpo AokAnTigiou ETidaupou

Eidog
QAVTIKEIJEVOU

loTopiké Mvnueio

TomoBecia MeAotréwnoog, EMAda

XpovoAoyia i )

SnuIoupyiag Mepitrou 40 aiwva 1T X

Anpioupyog/oi | MoAUKAEITOG 0 NeOTEPOG (OPXITEKTOVAG)
To Apxaio ©¢éarpo g Emdaupou Bewpeital 1o KAAUTEPA dlATNPNUEVO
apxaio B€atpo TG EAAGdAG 60ov agopd oTnv TEAEIO OKOUOTIKA KI
emRANTIKA dour Tou. KataokeudoTnke oTta TEAN Tou 4ou aiwva 11 X Kal
oAokAnpwonke oe OUo oTAdIa. ApxIKG TOo Béarpo eixe 34 oOe€ipég

Mepiy pagn KaBIopATwyY Kal Xwpi{dtav oe 34 pépn ommd OKAAeG Kal d1adpOUOUG.

Bpioketal Kovid o©T0 apxaio i€pO6 Tou AOKANTTIOU, €vOG dldonuou
BEpPATTEUTIKOU KEVTIPOU TOU apyxaiou KOOUOU. XPnOIKOTTolouvTav w6
BepaTTEUTIKO KAl BPNOKEUTIKO KEVTPO aPiepwéEVo oTov ACKANTTIO, ToV B€d

™G ioong.

20vdeon ME TN
XWwpa Mou, T

To Apxaio ©¢atpo Tng Emidaupou avTITTipoowTreUel TO ETTIBANTIKOTEPO Kl
KaAUTEPQ dlaTnPNUEVO TTAPAdEIYUA £VOG KAAGIKOU, apxaiou €AANVIKOU
BedTpou.

OXOAIKA
HadAuaTa
2 XOAIKA paBrjuara: loTopia, OcaTpiki aywyn
Culture trip, https:/theculturetrip.com/europe (TrpooTreAdOTNKE
20/12/2021)
Greek Reporter, https://greekreporter.com (Trpootre Adotnke 20/12/2021)
Mnyég

Greek Travel Pages, https://www.gtp.gr/T DirectoryDetails
(TTpooTreAdOTNKE 19/12/2021)

Greeka, https://www.greeka.com/peloponnese (TTpooTTEAGOTNKE
19/12/2021)

2x0AIk6 BiBAio Tng loTopiag Tng A MNuuvaaciou

DwToypapio/eg
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https://theculturetrip.com/europe/greece/articles/a-very-brief-history-of-epidaurus-ancient-theater-greece/
https://greekreporter.com/2016/09/22/diazoma-unveils-new-plans-to-promote-epidaurus-theater/
https://www.gtp.gr/TDirectoryDetails.asp?ID=80329
https://www.greeka.com/peloponnese/epidaurus/sightseeing/epidaurus-ancient-theatre/

To Apxaio @¢atpo AckAnTriciou Emdadpou

Yehiba 49

(s
Erasmus KA 227 Culture heritage and Gamification in Education




7.To MNaAdm Tng Kvwaoou

Ovouacia
HvnuEiou

To MaAdan mg Kvwoou

Eidog
QAVTIKEIJEVOU

loTopiké Mvnueio

TomoBeoia Kpntn, EAAGSQ
i MoaAaid MaAém Trepitrou 2000 1 X
XpovoAoyia
dnuoupyia
HIGUPYIAS | Neo Maham Trepitrou 1700 11 X

Anpioupyog/oi | AyvwaTol
To MaAdm ¢ Kvwoou fATav 1o JEYAAUTEPO KAl EVIUTTWOIAKOTEPO ATTO TA
Mivwik& KEvTpa. Eixe TEooepIC TTEEPUYES TTOU avaTrTucoovTay yupw atrd
TTapaAAnAoypaupn, KeVIpIKr AuNg, Pe TTpoocavatoAiopd Boppd - NoTo, n
oTroia ATav 10 KEVTPO OAOKANPOU TOU CUYKPOTAMATOG. To TTaAdT ATav

MNepiypaepn TTOAUOPOQPO, TTIETPOXTIOTO Kal Ol Toixol ATav OIOKOCUNUEVOI UE €EAIOIEG

Toixoypagieg. To MaAaid MaAdm xtioTnke yupw oto 2000 1. X aAAa
KataoTpdpnke evieAwg amd oeciopd 10 1700 . X. To Néo [lMoaAdm,
TTOAUTTAOKOTEPO Ot OxEdIo, TTou €uolade  éviova pe  AaBupiveo,
KATAOKEUAOTNKE OUECWG HETA.

Z0vdeon ME TN
XWwpa Mou, T

To MaAdm g Kvwoou Atav n Kapdid Tou Mivwikou MoAImouou.

OXOAIKA i , , i
HaBApaTa 2XOAIKG paBruarta: lotopia, KaAMTEXVIKE.
Greek Travel Pages, https://www.gtp.ar (TrpootreAdotnke 11/12/2021)
Crete Guide, http://www.crete-guide (tTrpootreAdoTnke 10/12/2021)
Mnyég

Lonely Planet, https://www.lonelyplanet.com (TTpooTreAGOTNKE
10/12/2021),

AAquog HpakAgiou, https://www.heraklion.gr (TrpooteAdotnke 11/12/2021)

2X0AIKO BIBAio loTopiag A lMupvaaciou.
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https://www.gtp.gr/TDirectoryDetails.asp?ID=14729
http://www.crete-guide.info/knossos.htm
https://www.lonelyplanet.com/greece/crete/knossos/attractions/palace-of-knossos/a/poi-sig/504778/359431
https://www.heraklion.gr/ourplace/knossos/knossos.html

DwTtoypapia/eg

Kvwodg, To dwudTio Twv dEAQIVILV
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8.TaupokaBayia (Toixoypagia)

Ovopaoia
Mvnueiou

TaupokaBdyia (Toixoypagia)

Eidog
OVTIKEIMEVOU

AvTIKEiNEVO ouoEiou

TomoBeoia ApxaioAoyiké Mouoegio HpakAgiou, HpdkAelo, KpAtn, EAAGDQ

Xpovohovia | . 01 1500 — 1400 .X.

onuioupyiag

Anpioupyog/oi | AyvwoTog
H toixoypagia twv TaupokaBayiwv €ival n KAAUTEPA ATTOKATOOTNHEVN
atrd ApKETEG CWYPAPIOPEVEG OE YUWOKOVIa, Ol OTToIEG ATAV APXIKG o€ Avw
Opopo Kal armoteAoUoav HPEPOG TOIXOU TNG AVATOAIKNG TTASUPdg Tou
MeydAou MaAatiot g Kvwoou otnv Kpnn.

Mepiypagn

MeTd TV armrokatdoTaon ol dlaoTAcEIS TNG gival 78,2 ek. €TTi 104,5 ek. H
TOIXOYPA®ia TTAPOUCIAdel Evav VEO AVIPA Va EKTEAEI KUBioTnon TTAvw oo
évav TaUPO €V KIVNOEl, KOBWG OUO VEEC YUVAIKEG @aivovTal va Tov
TTEPIOPICOUV EUTTPOCOEV Kal OTTIOBEV.

Z0vdeon HE TN

H To1xoypagia avakaAu@enke o€ KOPPATIA atmd Tov BpeTtavo apxaioAdyo
ApBoup 'ERavg katd 1 SIApKEId TwV avacka@wy Tou otnv Kvwaod Tng
KpAamng. O Apboup ‘EPavg avayvwpioe 6T n  Tapddoon Twv
TaupokaBayiwv TTOPoUCIAdeTal Kal 0 OGAAeg TOTTOBETieg otV KpATN,

ﬁ;’g): deou, Ta KaBwg emmiong oT1o Alyaio kai otn nmepwTtikp EAAGSa. O Taupog
HaBRpaTa armmoTeAoU0E ONPAVTIKO PEPOG Tou MivwikoU TTOANITIoPoU Kal gival dueca
OUWQAO UEVOGS e TNV Kvwod.
2XOAIKG paBrjuata: loTtopia, KaANTEXVIKG
Ancient World Magazine, https://www.ancientworldmagazine.com
(TrpooTreAdoTnke 01/10/2021)
Mnyéc Heraklion Archaeological Museum, https://heraklionmuseum.ar

(TrpooTreAdoTnke 02/10/2021)

Khan Academy, https://www.khanacademy.org (TTpooTTeAGOTNKE
01/10/2021)
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https://www.ancientworldmagazine.com/articles/jumping-bull-leaping-fresco-knossos/
https://heraklionmuseum.gr/
https://www.khanacademy.org/humanities/ancient-art-civilizations/aegean-art1/minoan/a/bull-leaping-fresco-from-the-palace-of-knossos

Tau pOKaediq,

AeTTTOMéPEIO
) P :I;#_".-'-:__,;- WA IILIIIII”IIIIII.: ||‘|||I|
|h‘I Illﬁiﬁl}‘_ I?E-I;Irll i I I%F%:Ill J;;ﬁm
dwroypopial E R AN 3
Y papiaieg = .'_.{!'uﬂ"ﬁ"“"\r‘“' 'I-] _:
! ..ﬁ L J- B l.l LA DAY A TGUpOKGedLIJlG,
iﬁ; EANA jgu 5 AeTTTOPEPEID

pappatéonuo Pe TV
TOoIXOYpa®ia TwV
TaupokaBayiwv

AaxTuAidl - o@payida TTou
aTTEIKOVICEl TAUPOKABAYIa
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9.H Xpuaon Adapvaka Tou PiAiTTou B

Ovopoaoia
Mvnpeiou

H Xpuon Adpvaka Tou @iAiTrrou B

Eidog
QVTIKEIJEVOU

AvTikeipevo Mouoeiou

TotmoBeoia Mouoegio BaolAikwv Tagwv Alywyv, MNeAoTrovvnoog

XpovoAoyia

dnuioupyiag 336X

Anpioupydég/oi | AyvwaTog (Xpuooxoog)
H Xpuon Adpvoka (@E€peTpo) BpéBnke oTOV AOUANTO TAYO TOoUu '‘EAAnvVa
Baoihid dihirrrou B otn Bepyiva, Makedovia, Bopeia EANGSa. Eptrepieixe
Ta 00T TOU doAoPovnuévou BaaciAid Kal To OAOXPUCO OTEPAVI BeAavIdIGg
TTOU QopEéBnKe aTTO TOV VEKPO Avdpa. H Xpuor Adpvaka gival griayuévn

Mepiy paen armo 7.820 yp o@upnAatnuévo atdé@io xpuodgl. To KAAUPPG Tng

dlakoopeital amd 10 OoUPPoAo Tou aoTepiol 16 akTivwv (HAIog Tng
Bepyivag) kai 600 polEtes. To eowTePIKG TOu ATAV ATTO PTTAE OMAATO. Ta
TOdIa gival dlakoounpéva oo POCETEG KAl KATOAYOUV O€ TTOTOUOEG
AlovTapioU.

2yvdeon e TN
XWwpa Hou, T

Bpébnke otov 1o TOU ‘EAMNVa Baollid ®iAmrmrou B, ma®pa Tou
MeyaAou AAegavdpou, kai @épel 1o MaveAAvio cuppBoAo Tou ‘HAIou Tng
Bepyivag Tou xpnoigotroiouvTay eupéwgs oTo BaoiAeio TG Makedoviag.

OXOAIKA
HafRuaTa
2XOAIKG pobruara: lotopia
Discover Greece, hitps://www.discovergreece.com (TTpooTTEAGOTNKE
16/12/2021)
2 x0AIkG BiBAio: Apxaia loTopia Tng A MNuuvaoiou
Mnyéc YTroupyeio MoAimopou kai ABANTIONOU, http://odysseus.culture.gr

(TTpooTreAdOTNKE 15/12/2021)

YTtroupyeio MNMoAimopou kar ABAnTIoPoU http://odysseus.culture.ar
(TTpooTreAdOTNKE 15/12/2021)
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https://www.discovergreece.com/el/macedonia/vergina
http://odysseus.culture.gr/h/4/gh430.jsp?obj_id=14050
http://odysseus.culture.gr/h/1/eh151.jsp?obj_id=3297

DwrToy pogiol/eg

- o
H Xpuo Adpvaka Tou
®diAiTTTTOU B

To oTe@dvi Kai n Xpuor] Adpvaka
Tou PIAiTTITOU B
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10.To EutraAiveio Yopaywyeio/Opuyua TG ZAuou

Ovouaoia
Hvnueiou

To EutraAiveio Ydpaywyeio/Opuypa Mg Zduou

Eidog
AVTIKEIJEVOU

loTopiké Mvnueio

TomoBecia Zauog, EANGOa

XpovoAoyia .

SnuIoupyiag Mepitrou 550-540 11 X

Anpioupyég/oi | EutraAivog (apxITEKTOVAG)
To Euttalivelo Ydpaywyeio/Opuyha Bewpeital wg €va armd 1a IO
onuavTikG emmrelyhata unxavikhg mg apxaidtntag. Eivar yia orpayya
1036 p. otV Zauo, EAAGSa. XrioTnke yUpw oT1o 550 1. X KaI Xpnoiyeue

. w¢g udpaywyeio TTapéxovTa €0KO Vvepd OTNV TIOAN T 2dauou
Meptypagn S paywy: peX S ¢p po 0N n mg M

(MuBaydpeiov). O Mnxavikég Eutralivog €xmioe pia ofjpayya KATw oTto
éva Pouvo, &kivuvtag va okdaBel Tautdéxpova ormd U0 €K OIAUETPOU
avTifeTeg TTAeUPEG. OAEG O JETPACEIC TTOU EQAPPOCTNKAV OE HaBNUATIKA
Kal YEWUETPIa €ival EEAIPETIKA aKPIPEIG.

20vdeon ME TN
Xwpa Mou, T

To Eutrahdiveio Ydpaywyeio/dpuypa eival éva eAANVIKO €TTiTEUYPA TNG
MNXAVIKAG £EEXOUCOG oNPaoiag, KaBWS ATav n TTPWwTN opd TNV IoTopia
™G avlpwtrdTNTAg TTOU KATTOIOG E€ixe TTPOOTTOBACEI va QEPEI €I TTEPAG

OXOAIKA éva €pyo TEToIag oTToudaIOTNTAG AVEU TTPONYOUUEVOU.
HadAuaTa
2XOAIKG paBrjuata:loTopia
Greek Tunnelling Society, https://www.eupalinos-tunnel.gr/
(TTpooTreAdOTNKE 27/11/2021)
Samos Island Explorer, https://www.samosin.gr/el (TTpooTTeAGOTNKE
. 27/11/2021)
Mnyég

2XOAIKO BiBAio Tng loTopiag g A lNnuuvaaiou

YTtroupyeio MoAimopou kar ABAnTIouoU, hittp://odysseus.culture.gr
(TTpooTeAdOTNKE 27/11/2021)
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https://www.eupalinos-tunnel.gr/
https://www.samosin.gr/el/item/%CE%B5%CF%85%CF%80%CE%B1%CE%BB%CE%AF%CE%BD%CE%B5%CE%B9%CE%BF-%CF%8C%CF%81%CF%85%CE%B3%CE%BC%CE%B1/
http://odysseus.culture.gr/h/2/eh251.jsp?obj_id=818

|
dres of intgres] -

A InSamos islamd

DwToypapio/eg

S A R Pt
To EutraAivelo Yopaywyeio/Opuyua tng
2Auou
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11.0 Eppn¢ kai 0 PIkpog Aibvuoog

Ovopoaoia O Epung kai o pikp6g Aidvuoog (aAAiwg O Epunig tou Mpa&iméAn A o
HVNpeiou Epung ¢ OAupriag)
Eidog

QAVTIKEIJEVOU

AVTIKEiEVO Pouagiou

Tomo6eoia ApxaioAoyiké Mouaoeio Tng OAuptTiag, EAAGDa

XpovoAoyia ]

SnuIoupyiag Mepitrou 240-230 1m.X

Anuioupydég/oi | MpagitéAng, ABnvaiog yAUTTTNG (4°° auhvag 1T.X.)
To pappdpivo ouptTAeypa (2,13 Y. UYog) atelkoviel Tov Epun va kpatd
TOV PIKPO AIBVuco OTO aploTepd Tou ¥épl. O Epung TTapiotaveTal oav
véog Avdpag Xwpic yeveldda, TTou OTEKETAlI OTO Oe€i TOUu TTOdI Kal

Nepiypagn oTnpifeTal o évav KOpPO OEVIPOU OTA APIOTEPC, YEPVOVTOG TTPOG TA

oW Kal ayyidovtag 10 £0a@og PE Ta dAXTUAQ TOU aploTePOU TTodIoU. 2TO
0eli xép1 TTou Aefrrel, o EpunAg Kpartouoe TTiBavdg €va ToauTTi OTaQUAIQ,
oUpupoAo Tou AiIbvuoou, To OTToi0 £B€EIXVE OTOV HIKPO BEO.

20vdeon ME TN
XWwpa Mou, T

eppavoi avaoka@eic avakdAuwav 1o ocUPtTAeypa oto Nad tng ‘Hpag
otnv OAupTtria omig 26 ArrpiAiou/ 8 Mdiou 1877, apkeTd PETPA KATW ATTO
10 £00¢0g. BpéOnke ekei 61ToU O MNMaucaviag, o TTEPINYNTAG, TO €idE 0 iB10G
yUpw oT10 175 p.X

OXOAIKA MopdAo TTOU OTIG UEPEG PAG Ol APXAIOAOYOI £XOUV ATTOQACIOEl XWPIG

paénuarta ap@IBoAia &TI TIPOKEITAl VIA £va TTPWTOTUTIO EAANVIKO KAOOIKO €pyo, Ta
TTPWTA XPOVIa TNG avAKAAUWNG Tou, TTPORANPATIOTNKAY OXETIKA YE TO AV
ATaV TTPWTATUTIO, AV €iXe EOVAOOUAEUTEI OTA UOTEPA EAANVIOTIKA XPOVIA )
av ATav pwHdikd avtiypago.
2XOAIKG paBrjparta: loTopia, KaANTEXVIKG
Antonsson, O. (1937). The Praxiteles Marble Group in Olympia. New
York: Cambridge University Press. http:/assets.cambridge.org

Minyéc (TrpooTreAdoTnKe 02/10/2021)

Ytroupyeio MoAimouou kar ABAnTIouoU, htip://odysseus.culture.gr
(TTpooTreAdoTnKe 02/10/2021)
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http://assets.cambridge.org/97811076/62971/frontmatter/9781107662971_frontmatter.pdf
http://odysseus.culture.gr/h/4/gh430.jsp?obj_id=8898

http://odysseus.culture.qr

http://odysseus.culture.qr

DwrToypapio/eg

O Epung kai 0 pIKpOS AlbVuoog,
AeTTTOEPEIO

O EpuNAg Kal 0 PIKPOG
Aibvuoog, TTiow PEPOG
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http://odysseus.culture.gr/java/image?foto_id=4043&size=l1
http://odysseus.culture.gr/java/image?foto_id=3002&size=m1

12.0 6noaupdg Tou ATpE WG

Ovouacia
HvnuEiou

O Onoaupdg Tou ATpéwg (0 OOAWTOG TAPOG Tou ATPEWG)

Eidog
QAVTIKEIJEVOU

loTopIkG pvnueio

TomoBecia Mukrjveg, EANGa

XpovoAoyia MeTagU Tou 1350 kai Tou 1250 T1.X. KQI TTAPEPEIVE OE XPrion yia Mia

dnuioupyiag MEYAAN TTEPIOdO, OXI PE OKPIBEIN TTPOTBIOPITHEVN

Anpioupyog/oi | AyvwaoTog
‘Eva pokpU oTopio (uAkoug 5,40 p.), TO ommoio ATav  @Paypévo e
OWPEUPEVEG MIKPEG TTETPEG, 0dNyei oTnV €i00d0 Tou TAPou. H TTpdoown
(10,50 x 6 .) €ixe TAOUCIa diakdounon. H €icodog gixe EUAIVR SiQUAAN
TOpTa. To UTTEPOUPO Eival KATAOOKEUOOUEVO OTTO U0 TEPACTIEG TTAGKEG

MNepiypaepn ypavitn (n ecwTtepikr] 120 tévwyv Bapid). H BGAog 1 otpoyyuAdg BGAauog

gival KOTOOKEUQOPEVN aATTO TPIAVTA TPEIS ETTAMNAOUG OAKTUAIOUG OTTO
OUUTTAYEIG TIETPEG KOl OTEYAZETAI E KWVIKO BOAO, TTOU HOIALE] E KUWEAN.
Ymapxel, €mmiong, évag TAdyiog BaAapog Aageupévog atov Bpdyxo. H 6An
KATOOKEUR KOAUTTTOTAV pE TUURO.

20vdeon ME TN
XWwpa Mou, T

O BoAwTdG TAYOG Tou ATpEa, YVWOTOG KAl WG «Bnoaupds Tou ATPEWG N
«TAQOoG Tou Ayapéuvovay, OE0TTOCE OTA VOTIOOUTIKA TNG AKPOTTOANG Twv
Muknvwyv, otov 0dIké d&ova, TTou cuvEdee TIG Mukrveg pe 10 Hpaio Tou
Apyoug. XpnoIgoTroifenke yia TNV Ta@r KATTOIoU ONPAvVTIKOU PEAOUG TNG

OXOAIKA BaoIAIKNG olkoyévelag Twv Muknvwy. ‘HON armd v £TToxr} Tou TTepinynT)
pabnuaTa Mauoavia (2°° aivag P.X.) o1 KATOIKOI TNG TTEPIOXNGS YVwpI{av TO pvnuEio
WG «Bnoaupdy, dnAad wg Bnoaupo@UAGKIO Tou 16pUTH TNG MUBIKAG
MUKNVOIKAG aKpOTTOANG.
2XOANIKA paBiuaTta: loTtopia, KaAAexviKa
Encyclopaedia Britannica, https://www.britannica.com (TTpooTreAGOTNKE
19/12/2021)
Mnyég

Ymoupyeio TMoAimouou  Kai http://odysseus.culture.gr

(TTpooTreAdoTNKE 19/12/2021)

ABAnTICOU,
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https://www.britannica.com/topic/Treasury-of-Atreus
http://odysseus.culture.gr/h/2/gh251.jsp?obj_id=819

http://ebooks.edu.gr

DwrToypapio/eg

O Bnoaupdg Tou Atpéwg, "Greece-0445" by archer
licensed under CC BY-SA 2.0

AT
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http://ebooks.edu.gr/ebooks/v/html/8547/1999/Istoria_G-Dimotikou_html-empl/images/img10_25.jpg

13.Apgopéag e Tov Aiavta kai Tov AxIAAéa TTou TTaiouv €va TTaixvidl (o peAavOpop@og
PUBUGG OTNV KEPOAUIKD)

Ovopaoia Apg@opéag pe Tov Aiavta Kai Tov AxIAAéa TTou Traifouv éva Traixvidl
Mvnpeiou (o peEAavOouOop PO PUBOG OV KEPOAMIKN)
Eidog

QAVTIKEIJEVOU

AvTIKEiNEVO aTTO oUCEio

TomoBeoia "pnyopiavo - ETpouckiké Mouaceio, Batikavo, ItaAia

XpovoAoyia .,

SnuIoupyiag mrepitrou 540-520 1.X

Anpioupydg/oi | E¢nkiag, ABnvaiog ayyeloTTAGoTnG até 10 2° Auiou 6% aiwva 1.X
O augpopéag autdg (0,61 p.) €xel CWHO WOEIBEG, OXI TTOAU WnAd
KUAIVOPIKO Aaipd Kal yeyGAec AaBéc atmd 1o Aaipd péxpr TV KolAid. O
AN@QOopPEag KONITITETAI JE MaUPO BepViKl Kal AiyeG AwpPIdES YEWUETPIKWV
oxediwv Kal €xel U0 @aPdIEC 0pBOYWVIEG AVOIXTOXPWHES HETOTTEG. H
«PTTPOCTIVA» Eival dloKOooUNUEVN PE TOUG BUO rpweg AXIAEQ kal AiavTa

MNepiypaepn va Traifouv €va emTparrédio TTaixvidl oTo TTEPIBWpPIo0 Tou Tpwikou

TToAépou. KdBovtal o €vag armmévavtl otov GAAO, OTTAIOUEVOI OAAG €XOUV
aQAoEl KPAVOG Kal aoTTida oTo TTAsUpd Toug. ATToppo@nuévol armd TO
TTaixvidl, eoTopifouv 10 oKop Toug oTa Capia (TEooepa/tpia). H «TTicw»
METOTIN Beixvel TNV ETTIOTPOPN TwV AIOCKOUPWY OTO TTATPIKO TOUG OTTITI [E
TOUG YOVEIG TOUG VO TOUG KAAWGCOPICouV.

Z0vdeon ME TN
Xwpa Mou, T
OXOAIKA
HadARuaTa

O apgopéag avakaAupbnke oto Vulci Tng Irahiag 10 1834 kai gépel TV
emmiypagn: «<HEXZEKIAZ EMOIEZEN» [6nA. O Eénkiag 10 (7 ue) ékave]
atmoKaAUTTTOVTag Tov dnuioupyd Tou. O EEnkiag eival €vag ammd Toug
peyaAuTepouG ‘EAANVeEG ayyeioypdgoug Tou OeUTEPOU HICOU TOU 60U
aiwva 1T.X., 0 OTToiog TTPETTEl VA EiXE EPYACTNPIO KEPOAWIKNAG. Eival évag
aTTO TOUG TEXVITEG TTOU 0ONYEi TOV HEAQVOUOPPO PUBUG OTNV KOPUPWON
™G €&ENIENG Tou. AUTA N TEXVIK TTAPOUCIAlEl TIC QIYOUPEG OE PaUpPo
XPWHA OE aVOIXTOXPWHO @OvTo. To Paupo Xpwia eival €va Bepviki, TTou
Badouv oTO ayyeio TTPIV TO WAOIKO, Kal KATA TO WroIyo yivetal paupo. H
Mo €vOIOPEPOUCA KAIVOTOMIO QUTAG TNG TEXVIKAG €ival OTI Ol TEXVITEG
dpxioav va Xopalouv YPAPUEG, TTOU TOUG ETTETPEWAV VA TTPOCBETOUV
TTEPICOOTEPEG AETITOMEPEIEG OTA OXEDIA TOUG. ATTO TO €PYOOTAPIO TOU
E¢nkia paAAov TTpoNABe o e@eupéTng Tou €puBpouopYou pubuou, TNG
0elTEPNG OTN OEIpd TEXVIKNAG TTOU XENOIMOTIOINGNKE yia TN SlaKOCoUNOoN
ayyeiwv.

ZXOAIKG paBruarta: lotopia, KaAAIrexvikd, Apxaia EAANVIKA MpaupaTeia

Mnyég

EBviké Apxaioloyikd Mouotio, https://www.namuseum.gr
(TTpooTreAdoTNKE 29/12/2021)

Khan Academy, Exekias, amphora with Ajax and Achilles playing a game
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https://www.namuseum.gr/collection/archaiki-periodos-2/

https://www.khanacademy.org (TTpooTeAdoTnke 29/12/2021)

Wnoideg yia Tnv eAAnVIK YAwooa, H akur] Tou atmikou peAavOuop@ou
pubuol: o «lwypdpog Tou Auaci»y kal o Egnkiog https://www.greek-
language.qar (TrpooTreAGoTNKE 29/12/2021)

Wnoideg yia v eAAVIKr YAwooa, H apxr Tou epuBpduopgpou pubuou,
https://www.greek-language.ar (TrpooTreAGoTNKE 29/12/2021)

MeAavépoppog Aupopéag Epubpdpopeog Apgopéag
http://ebooks.edu.gr http://ebooks.edu.gr

DwToypapio/eg

https://slidetodoc.com
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https://www.khanacademy.org/humanities/ancient-art-civilizations/greek-art/greek-pottery/v/exekias-attic-black-figure-amphora-with-ajax-and-achilles-playing-a-game?modal=1
https://www.greek-language.gr/digitalResources/ancient_greek/history/art/page_038.html
https://www.greek-language.gr/digitalResources/ancient_greek/history/art/page_038.html
https://www.greek-language.gr/digitalResources/ancient_greek/history/art/page_057.html
http://ebooks.edu.gr/ebooks/v/html/8547/2696/Istoria_A-Lykeiou_html-empl/images/img2_51.jpg
https://slidetodoc.com/
http://ebooks.edu.gr/ebooks/v/html/8547/2696/Istoria_A-Lykeiou_html-empl/images/img2_50.jpg

14.Nao6g Hpaiotou, ywwoTog Kal wg Onaoeio

Ovouacia Na6c Hoai . o .

A a6¢g HepaioTou, yvwo 166 Kal wg Onoeio

Eidog | , ,

OVTIKE PEVOU OTOPIKO pvNHElo

TomoBeoia ABriva, EANGOa

Xpovohovia |\ 1 60 460 11X 420 TT.X.

dnpioupyiag

Anpioupyog/oi | AyvwaoTOG OPXITEKTOVAG
To Onoeio gival évag dwpikdg vads atmd pdppapo atrd tnv MeviéAn, Eva
Bouvd Tng ATTIKAG. Eival 0 KaAUTEPa d1aTNPNUEVOG aPXAIOEAANVIKOG VOOG
OTOV KOO U0, aAAG gival TTOAU AlyOTEPO YVWOTOG aTTd TOV ETTIPAVH YEITOVA
Tou, Tov MapBevwva. E€wTtepikd TTepIBaAAdTav atmd dwpPKA KIOVOCTOIXia

MNepiypapn (TrpokerTal, dnAadn), yia TTEPTTEPO VaO) UE £E1 KIOVEC OTIG OTEVEG TTAEUPES

Kal OEKATPEIC KiOVEG OTIC HEYOAUTEPEG TTASUPEG. ZTNV aVOTOAIKA TTAEUPG
TWV UETOTTWV aTrelkovifovTal evvéa atmd Toug dBAoug Tou HpakAR, evw
oTn Bopeia Kal TN voTIa TTAEUPA aTTEIKOVICOVTAI TEOOEPIG aTTd ToUG GBAOUG
Tou Onoéa.

20vdeon ME TN
Xwpa Mou, T
OXOAIKA
HadARuaTa

O vaég Bpioketar Trepimou 500 pETpa BopelodUTIKA TNG AKPOTIOANG TwV
ABnvwyv, o€ HIO CUVOIKIa TTOU TTEPIEIXE TTOAAG XUTHAPIO KAl KOTAOTAPOTA
peTaloupyiag. AgplepwBnke, Aomtov, otov ‘Heaioto kal Tnv ABnva wg
TIPOOTATEG TWV TEXVWV KAl TWV XEIPOTEXVIWV. OPWwG, KOBWG PEPIKA aTTO
Ta YAUTTTG TOU QVTMTPOOWTTEUOUV Ta KatopBwuata Tou fnpwa Onofa,
ATav yvwo Tt ws «Onogio» ammd tov Meoaiwva. Tov ¢douo aiwva p.X. o
vadG PHETATPATINKE O EKKANCia a@iepwpévn aTtov Ayio ewpyio Akaudn,
Kal £€T01 TTapEPEIvVE O XpAon PEXPI TNV atreAeuBEépwaon Tng EANGSag armrd
TNV ToupKokparTia

20Nk padrjpata: lotopia, KaANTeEXVIKA, OpnoKeuTIKA eKTTai®EUON

Mnyég

EykukAotraidela Britannica, https://www.britannica.com (TTpooTre AdOTNKE
21/12/2021)

Hellenica world, Naé¢ HeaioTtou, http://www.hellenicaworld.com/Greece
(TTpooTreAdoTNKE 21/12/2021)

Ymoupyeio  TMoAmopou kar  ABAnTIopou, Nadg  Tou

http://odysseus.culture.ar (TrpooTreAdotnke 21/12/2021)

HeaioTou,
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https://www.britannica.com/topic/Theseum
http://www.hellenicaworld.com/Greece/Architecture/en/HephaestusAthens.html
http://odysseus.culture.gr/h/2/eh251.jsp?obj_id=6621

DwToypopic/eg

Nadg Heaiotou http://ebooks.edu.ar
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http://odysseus.culture.gr/java/image?foto_id=17040&size=l1
http://ebooks.edu.gr/ebooks/v/html/8547/2174/Istoria_D-Dimotikou_html-empl/images/img3_32.jpg

15.Képn PpacikAsia kal koUpog

S\\,’:‘Ij ;g:,q Koépn ®pacikAsia kal koUpog

E:Ii?fapév ou ‘EkBe ya o€ pouceio

TomoBeoia EBvik6 Apxaioloyiké Mouoeio, ABAva, EANGSa

gs::gz‘p?&z Apxaikn lMepiodog, 540 11.X.

Anpioupyog/oi | ApioTiwy, évag MNaplavog yAUTTTNG
MpokeiTal yia éva eTITUPRIO dyoMda piag ApXaikhg «kKépng», MIAg veaphs
avUTTavipng KOtéAag, Pe adlvaTtn Kal veavikr olhouéta. To 6voud ng,
TTou €ival xapaypévo oto BdéBpo Tou aydAuarog, eivar OpaoikAcia.
ATTEIKOVICETOI OE PETWITTIKI) OTAON Kal @opdel évav pakpu xitwva. Me 1o

Mepiypaepn 0ei TG xEpl avaonkwvel Tn Oe€Id TTAEUPA TOU XITWVA TNG KOl PE TO

apIoTEPO KPATAEl £€va PTTOUUTIOUKI AwToU WITpooTd oTo oTreog. ‘Eva
avOiopévo oTeE@AVI OTOAICElI TNV TTEPITEXVN KOPPWOT TNG KOl KOOWRAUATA
opop@aivouv Tov Adigd Kal Ta xépla TNG. To dAyaApa avakaAu@onke
Bauuévo padi pe Tov Aeyouevo «Koupo TNG MepévTagy.

Z0vdeon ME TN
Xwpa Mou, T
OXOAIKA
HadAuaTa

O «KouUpog» kal n «képn» €ival o1 Kupiapxol TUTTOI ayoAJATWY TTOU
ouvavTaue otnv EAAASa katd TNV apxdikn epiodo (dnAadn atd 1o TEAOG
TOU 70U WG TIG apxéEg Tou 50u aiwva 1.X.). O 6pog «Koupow avagépeTal
o€ 6pBia aydApaTa vEwV avopwy, YUPVWV WG €TTi TO TTAEIOTOV Kal 0 6pog
«KOpai» og 6pbia ayAANJOTO VEQPWY aVUTTAVTPWY KOPITTIWV I YUVAIKWY,
TTOU €ival TTAVTA VTUPEVEG [E TTOAUTEA] poUXa HE XPWHATIOTH dIOKOC NG
KAl @€POoUV KOO ruaTa. Koiva oToixeia kal aToug 000 TUTTOUG ayaA ATwV
atroteAoUV n vedTNTa, N TTEPITEXVN KOUKWON, N OJoPYI& Kal TO TTAOUTOG.

2XOAIKG paBnuarta: lotopia, KaAATEXVIKG AsutepodBuia ExkTraideuon

Mnyég

EBviké Apxaiohoyikd Mouotio, https://www.namuseum.gr
(TTpooTEAAOTNKE 26/12/2021)

H MUAn yia v EAAnvikn N\ wooa, Wneideg yia Tnv eAAnvikr) yAwooa, H
MVNUEIaKR TTAQOTIK Kal n XpAon Tou popudpou, htips://mwww.greek-
language.qar (TTpooTTeAGOTNKE 26/12/2021)

Ymoupyeio  lMoAmopolu  kai  ABANmopou,  Koépn
http://odysseus.culture.gr (TTpooTreAGOTNKE 26/12/2021)

dpaoikAcia,

Wnoeiokd YAIKG (video) OXETIKO e KOUPOUG KAl KOPEG ATTO TOV I0TOTOTTO
Khan Academy, Lady of Auxerre: hitps://www.khanacademy.org
(TTpooTrEAGOTNKE 26/12/2021)

Wnoiokd YAIKG (video) OXeTIKO e KOUPOUG KAl KOPEG ATTO TOV I0TOTOTTO
Khan Academy, Marble statue of a kouros:
https://www.khanacademy.org (TTpooTreAdoTnKe 26/12/2021)
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https://www.namuseum.gr/collection/archaiki-periodos/
https://www.greek-language.gr/digitalResources/ancient_greek/history/art/page_043.html?prev=true
https://www.greek-language.gr/digitalResources/ancient_greek/history/art/page_043.html?prev=true
http://odysseus.culture.gr/h/4/gh430.jsp?obj_id=5441
https://www.khanacademy.org/humanities/ancient-art-civilizations/greek-art/daedalic-archaic/v/lady-auxerre?modal=1
https://www.khanacademy.org/humanities/ancient-art-civilizations/greek-art/daedalic-archaic/v/naked-authority?modal=1

DwToypapio/eg

Apiotepd: O Koﬁpog ¢ MepévTtag https://vvv.vw.nan%use-u_m.qr
Ae€i4: n kopn Ppacikheia https://mwww.namuseum.gr
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https://www.namuseum.gr/wp-content/uploads/2018/10/4890_lightbox.jpg
https://www.namuseum.gr/wp-content/uploads/2018/10/4889_lightbox.jpg

16.H AkpotToAn 1ng Aivdou

Ovouacia
HvnuEiou

H Akpo1roAn Tng Aivdou

Eidog
QAVTIKEIJEVOU

ApXaIoAoyIKOG XWPOG

Tomo@ecia Aivdog, Pédog, EANGSa
, YTTApXOouV KATTOIEG EVOEIEEIC TTOU OUVOEOUV TNV aKPOTTOAN TNG AivOou e
XpovoAoyia . . . . . . .
5 . ™ Muknvaiki kai Tn MewpeTpIkA TTOXN. H TTOAN WOTOC0 NKYOOE KATA TNV
nuoupyiag o r oc e s
apxaiki eroxn (7°¢ - 6° aiwvag m.X.).
Anpioupyog/oi | AyvwaTog
H AkpdtroAn g Aivdou BpiokeTal oe pia Ppaxwdn TTPoeEoxr Tavw aTto
v apxaia méAn Tng Aivdou. To onuavTikOTEPO UVNHEIO €ival Ta €pETTIA
Tou dwpikoU vaou TG ABnvég Aivdiag. O TUpavvog Tng Aivdou,
" KAeoBouMog, Evac atrd Toug eTTTA ooPoUc TNG apxaldoTnTac, EXTIOE TOV
Mepry popii ouhog, evag S ®oUG MG apXaIoTNTag, £X

apxaikd vao Tov 60 aiwva T.X.. TNV €i0080 TNG AKPOTTOANG UTTAPXE! N
avayAuen TTapdoTtacn TpinuIoAiog (€idog¢ TToAepIkoU TTAoiouU). To €pyo
autd @IAoTEXVNOE 0 dldonuog YAUTTTNG MuBokpiTog, TTou dnuioupynoe
eTTiong 1o TrEPipnuo YAUTTTO TNG Nikng NG ZapoBbpdkng.

Zyvdeon ME TN
Xwpa Mou, T

H Aivdog Atav pia atrd TIG OnNUAVTIKOTEPES apXaieG EAANVIKEG TTOAEIC TNG
P&dou kair tou NotioavatoAikou Aiyaiou. H Aivdog OuppeTEixe OTnv
aTTOIKIOKH £GATTAWON TV EAAAVWY. H Aivdog, n laAucdg, n Kaueipog oto

AIKG
s:l(gﬁ:l?w vnoi 1ng Podou, n Kwg o1o vnoi 1ng Kw, n AANIkapvacodg kai n Kvidog
o1n Mikpd Acia armroteAoucav 1n Awpikr) EE&ToAn.
2XOAIKA paBruarta: lotopia, KaANITEXVIKG
E.M.I. lepa MnTpoToAig P&dou, H 1pinuioAia,
http://www.lindosmuseum.gr (TrpooTteAdoTnNKE 26/12/2021)
Minyéc Higbie, C. (2003) The Lindian Chronicle and the Greek Creation of Their

Past, Oxford University Press

Ytroupyeio MoAmopou kar ABAnTIopoU, Aivdog, http://odysseus.culture.ar
(TTpooTEAdOTNKE 26/12/2021)
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http://www.lindosmuseum.gr/index.php?option=com_content&view=article&id=63979&Itemid=31223&lang=el
http://odysseus.culture.gr/h/3/gh351.jsp?obj_id=2383

DwToypagio/eg

AvayAuen TTopdoTacn TpinUIoAiag

-~

iv60g,svu<r'] damoyn

(s
Erasmus KA 227 Culture heritage and Gamification in Education ;

YeAiba 69




17.0 Apgopéag Tou AiTTuAou

Ovouacia

A O Apg@opéag Tou AitTulou

Eidog . AvTIKEiMEVO aTTO ouCEio

QVTIKEIPEVOU

TomoBeoia EBviké Apxaioloyiké Mouaoeio, ABAva, EAAGSa

gs:lzhp(:{\l{;z “Yotepn Mewpetpikr) Eoxy/ Mpwiun Apxaikn Emoxn, 760 .X - 750 m.X.

Anpioupyog/oi | O grovopalopevog «Zwypdagog Tou AffTUAoU»
MpokeImal yia €vav akEPalo ETTITAPIO apopéa (1,6 Y.) eCaIpeTIKO deiyua
NG €AMNVIKAG VEWMETPIKAG KEPAUIKAG. To ayyeio €xel WOEIBEC WA,
WNAS KUAIVOPIKG Aaipd Kai PIKPEG AaBEG wnAd O0To UWOG TNG KOIAIAG. 21N
BAon Tou UTTAPXE! OTTA YIA TIG XOEG TTPOG TIMAV Tou vekpoU. OAGKANPN N

Tesrrens EMPAVEIN TOU KAAUTTTETOI ME OPICOVTIEG Talvieg amd  YeWUETPIKA

dlaKoouNTIKA JOTIRa, Kupiwg paidvdpoug oe OIAPOPES TTAPAAAAVEG,
YPOUUEG Kal TaIviEG PE oxnuaTotToinuéva {wa Kai TrTnvd. Mia opBoywvia
METOTIN OTO UWog Twv AaBwv TTAPIOTAVEI MO ETTIKABEID OKNVA, TNV
«TTPGBECN»: O VEKPOG KEITAl OTO VEKPIKO KPERAT pe TO odBavo Tou,
TTEPICTOIXIOPEVOS aTTO BpNVWdOUG PE XEPIO UWWHEVQL.

20vdeon ME TN
XWwpa pou, Ta

O dayvwaoTtog dnuioupydg TTHPE 10 cupPaTtikd Gvopd Tou ommd autd TO
ayyeio. O au@opéag avakaAI@TNKE OTO VeKpOTageio Tou AITTUAOU, OTOV
Kepapeiko.

OXOAIKA

HadnuaTa
2XOAIKG paBriuata: Apxaia EAANVIKA IMpauuarteia, loTtopia, KaAAItexviké
E6viko Apxaiohoyikd Mouotio, e WUETPIKA TrepPiodog,
https://www.namuseum.gr (TrpooTreAdoTnke 26/12/2021)

Mnyés Khanacademy, Augopéag tou Aitrudou, https://www.khanacademy.org

(TTpooTrEAGOTNKE 26/12/2021)

Oduooeug, Ymoupyeio lMoAmopou kai ABANTIopoU, O augopéag Tou
Aitrulou, http:/odysseus.culture.gr (TrpooTreAdoTnKe 26/12/2021)
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https://www.namuseum.gr/collection/geometriki-periodos-3/
https://www.khanacademy.org/humanities/ancient-art-civilizations/greek-art/greek-pottery/v/dipylon-vase?modal=1
http://odysseus.culture.gr/h/4/eh430.jsp?obj_id=5161
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https://www.namuseum.gr/wp-content/uploads/2018/10/804_lightbox.jpg

18.To AokAntrieio TnG Kw

Ovouaoia
Hvnueiou

To AokAnmrigio Mg Kw

Eidog
AVTIKEIJEVOU

ApXaIoAoyIKOG XWPOg

ToTmroBeoia Kwg, Awdekdavnoa, EAAGda
, H mTaAaidtepn XpAon Tou XWPOU XPOVOAOYEITOI KATA TN MUKNVAIKA Kal
XpovoAoyia , , . . . . .,
S YEWWETPIKA €TTOXN. TO IEPOG WOTOCO AKUOOE KATA TOUG EAANVIOTIKOUG KOl
PWHATKOUG XPOVOUG Kal OTTEKTNOE TTAVEAAN VIO QAN META TO 242 TT.X..
Anpioupyog/oi | AyvwaoTog
MpoKeITal yia BePATTEUTIKO KEVTPO TOU OPXQioU KOOHUOU a@IEPWHUEVO OTOV
8ed AoKANTTIO, TOV yIO Tou BeoU AmoAAwva. Méxpl Toug eAANVICTIKOUG
XPOVOUG oI aoBeveic PeTA atrd pia gdon TTou TePIAGUBave avaTrauon,
diaima, AouTpd, ETTIOKEWEIS OTO YUUVAOTAPIO Kal Buoieg, AduBavav tnv
TTapadooiaky Bgparreia, mou Baoci¢détav otn Bauparoupyn TTapEPPaon
MNepiypapn Tou BeoU, O OToIOG EP@AVIOTAV OTA OVEIPA TWV ACDEVWV KAl TOUG

utTodeikvue Tn Beparreia. ApydTepa QaiveTal OTI UTIPXAV ETTAYYEANATIEG
YIOTPOi TTOU XPnoIJoTIoloUoayV ETTIOTNHOVIKEG UEBOSOUG Kal XEIPOUPYIKA
epyaAcia yia va Bepatreloouv Toug aoBeveic. H eTTIOTNUOVIKA 1QTPIKN
avatrTuxdnke Olaitepa o1o AoKANTTIEiO TNG Kw XApn OTn OXOAr TTou
idpuoe 0TO VNaoi 0 MTTTOKPATNG, O TTATEPAG TNG laTPIKAG.

20vdeon ME TN
XWwpa Mou, T
OXOAIKA
HadARuaTa

To epd ATav éva atd Ta onuavTikOTEPa ACKANTTIEIa (BEPATTEUTIKA KEVTPA)
™G apxaidTnTag otnv EAAGSa. AKuace Katd Tnv eAANVIOTIKA KAl pwudikn
TTEPiodo, 10IaiTEPa PETA TO 242 T.X, OTav a1moddbnke otnv Kw TO
OIKAiwPa TG EKEXEIPIOG, TNG TIpooTaciog ONAadry Tou Igpou  atmd
TTOMEPOUG 1] GAAeG eXOPIKEG eVEPYEIEG Kal KABIEPWONKE N yiopTi TWV
MeydAwv AoKANTTIEIWY, KABE TTEVTE XPOVIA, YE POUCIKOUG KOl YUPVIKOUG
AYWVEG, OTOUG OTTOIOUG CUMUETEIXaV OAEC 01 EAANVIKEG TTOAEIC.

2XOAIKA paBruaTa: loTopia

Mnyég

Askitopoulou, H., Konsolaki, E., Ramoutsaki, I. A., Anastassaki M.
(2002). Surgical cures under sleep induction in the Asclepieion of
Epidauros.  International = Congress  Series, 1242, s11-s17.
https://doi.org/10.1016/s0531-5131(02)00717-3 (TTPOOTTEAGOTNKE
26/12/2021)

Christopoulou-Aletra, H., Togia, A., Varlami, C. (2010) The “smart’
Asclepieion: A total healing environment, Archives of Hellenic Medicine,
27(2):259-263 http://mednet.gr (TpooTreAdoTnKe 26/12/2021)

Kanellou, V. (2004). Ancient Greek medicine as the foundation of
contemporary medicine. Techniques in coloproctology, 8 Suppl 1, s3—s4.
https://doi.org/10.1007/s10151-004-0095-z (Trpootte Ao TNKE 26/12/2021)
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https://doi.org/10.1016/s0531-5131(02)00717-3
http://mednet.gr/archives/2010-2/pdf/259.pdf
https://doi.org/10.1007/s10151-004-0095-z

Ymoupyeio TMoAmopou kai  ABANTIouoU, http://odysseus.culture.gr
(TTpooTEAAOTNKE 26/12/2021)

DwTtoypoapio/eg
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"File:Asklepieion (Kos) 11.jpg" by Michael Schmalenstroer is licensed
under CC BY-SA 4.0
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http://odysseus.culture.gr/h/3/gh351.jsp?obj_id=2395

19.06A0g/ OupéAn oTo lepd Tou AokAnTTiou Emidaupou

Ovouacia
HvnuEiou

O6Aog/ OupéAn oro lepd Tou AokAnTriou Emdaupou

Eidog
QAVTIKEIJEVOU

loTopIkG pvnueio

Tomo0soia Emidaupog, EMd&da

XpovoAoyia , .

Snuioupyiag MeTtagu Twv eTwv 365 kai 335 1m.X.

Anuioupydg/oi | ApxitékTovag Tng @6Aou ATav o MoAUkAsITog aTré 1o Apyog
H ©6Aog ATav £va KUKAIKO TTEPICTUAO KTTPIO0, PMEPOG TOU CUYKPOTAUOTOG
Tou AokAnTTieiou TNG Emmidaupou. EEwTEpIKG uTMpXe TTEpioTAON aTIO 26
Kioveg dwpikoU puBuou. ECWTEPIKA UTTHpXE KUKAIKY KiovooTolxia atmmo 14
Kioveg pE KOPIVOIOKO Kiovokpavo. To OAmedo NATavV EVIUTTWOIOKO ME

MNepiypagn AoTTpa Kal yaupa TTAaKAKIa o oXAua poupou. To TTIo aiviydoTIKO PEPOG

TOU KTnPiou €ival TO UTTOYEIO. ZTO UTTOYEID TPEIG OMOKEVTIPOI KUKAOI
dnuioupyoucav AaBupivBwdelg dladpououg pe TEpdopaTa. H OOAog
otéyade v uttdyela Katoikia Tou ACKANTTIOU, €vOog XBoviou Beou, o
0TT0i0G BePdTTEUE TOUG TTIOTOUG TOU PECQ OTTO TN YN.

20vdeon ME TN
XWwpa Mou, T

H ©6Aog ¢ Emdaupou Bewpeital To TEAEIOTEPO KUKAIKO OIKODOUNUA TG
apxaiag eAANVIKAG ApPXITEKTOVIKNAG. ATTOTEAE PEPOG Tou AoKANTTIEIOU TNG
Emdaupou, Tou PeyaAdTe pou BepaTreuTnpiou Tou apxaiou KOGUOU.

OXOAIKA
HadAuaTa
20Nk padrjparta: lotopia, KaAAmexvikd, Apxaia EAAnvIKA IMpappoTeia.
ApyoAikny Apxelakn BiBAI0Brikn loTtopiag kai MoAmopou,
https://argolikivivliothiki.gr (TrpooTre AdoTnke 26/12/2021)
Robinson, A. M. (1978) The Cult of Asklepius and the Theatre.
Mnyég Educational Theatre Journal 30, no. 4, 530—42.

https://doi.org/10.2307/3206048 (TrpooTeAdoTnke 26/12/2021)

Ymoupyeio  ToAmopou, http://odysseus.culture.gr  (TTPOOTIEAGOTNKE
26/12/2021)
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https://argolikivivliothiki.gr/2009/02/28/%ce%b8%cf%8c%ce%bb%ce%bf%cf%82-%ce%b8%cf%85%ce%bc%ce%ad%ce%bb%ce%b7-%ce%b1%cf%83%ce%ba%ce%bb%ce%b7%cf%80%ce%b9%ce%b5%ce%af%ce%bf%cf%85-%ce%b5%cf%80%ce%b9%ce%b4%ce%b1%cf%8d%cf%81%ce%bf%cf%85/
https://doi.org/10.2307/3206048
http://odysseus.culture.gr/h/2/gh251.jsp?obj_id=14321

http://odysseus.culture.qr
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http://odysseus.culture.gr/h/2/gh251.jsp?obj_id=14321

20.H Nikn g Zapobpdkng

Ovouacia
HvnuEiou

H Nikn Tng ZapoBpdkng

Eidog
QAVTIKEIJEVOU

AVTIKEiNEVO Pouagiou

TomoBeoia Mouoegio AouBpou, Mapiol, MaAAia
XpovoAoyia )
SnuIoupyiag Mepitrou 220-190 1m.X
Anpioupyég/oi | O MuBodkpITog atrd TN PAdo
To ayoAua @Tiayuévo atmd Acukd pdpuapo Mapou Exel Uwog 3,28 . padi
ME Ta @TEPA. H Bdon kai o BaBpo cival amd ykpr pdppapo Poédou e
AEUKEG QAEBEG.
. H yuvaikeia @TepwT) pop@r] avatrapiotd 1 Bed tng Nikng mou oA
Mepiy pooi Y PTEQWTN HOPPN P n ne ng HOAIG

TATd 0 €va TTAOIO Kal QEpveEl TO PAVUMA TNG VIKNG META aTrd Mid
vaupayia. Or1 vIknTéG, iowg ol KaTolkol Tou vnoiou g Pédou, é0Tnoav 10
dyoAua NG vikng oTn Zauobpdkn yia va euxapioTioouv Toug MeydAoug
O¢oug Tou vnoiou, Toug KaBeipoug, TTou Aatpevoviav oTov €AANVIKO
KOO MO Kal ATAV TTPOCTATEG TNG YOVIUOTNTAG KAl TWV VAUTIKWV.

Zyvdeon ME TN
XWwpa Mou, T
OXOAIKA
HadAuaTa

H ®repwty Nikn TG ZauoBpdkng eivar éva apiotoupynua  Tng
EANnvioTkAg Téxvng. To dayaApa TG Nikng avakoAu@inke oTn
ZapoBpdkn, éva eAAnNVIKO vnoioTta Bopeia Tou Alyaiou MeAdyoug 10 1863
atmd Tov Kdpoho Zaptrouadd, EpAcIEXVN apXaloAdyo, UTTOTTPOLEVO TNG
aAAiag otnv AdplavouToAn otnv AvatoAikry ©pdkn. Tov idlo xpdvo o
2aptrouald éoTelle 1o dyaAua oto lMNapiol. Avatropiotd tn Nikn, 8£6TnTa
Twv apxaiwv EAAVwY Kal TTPOKEITal yIia a@IEpWHPA OTO lepd Twv
MeydAwv Ocwyv, Twv KaBeipwyv oTtn Zapobpdkn.

ZxoAik& MoBruara: loTopia, KaANITEXVIKA

Mnyég

Khan Academy, htips://www.khanacademy.org  (TTpooTTEAGOTNKE
26/12/2021)

Mouoeio AouBpou, https://www.louvre.fr (TrpooTreAGoTNKE 26/12/2021)

Moucegio AouBpou (Mévo ota TaAAikd), htips://focus.louvre.fr
(TTpooTrEAGOTNKE 26/12/2021)

Stewart A. (2016). The Nike of Samothrace: Another View. American
Joumal of Archaeology, 120(3), 399.
https://doi.org/10.3764/aja.120.3.0399
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https://el.wikipedia.org/wiki/%CE%9A%CE%AC%CF%81%CE%BF%CE%BB%CE%BF%CF%82_%CE%A3%CE%B1%CE%BC%CF%80%CE%BF%CF%85%CE%B1%CE%B6%CF%8C
https://el.wikipedia.org/wiki/%CE%91%CE%B4%CF%81%CE%B9%CE%B1%CE%BD%CE%BF%CF%8D%CF%80%CE%BF%CE%BB%CE%B7
https://www.khanacademy.org/humanities/ap-art-history/ancient-mediterranean-ap/greece-etruria-rome/v/nike-winged-victory-of-samothrace-c-190-b-c-e
https://www.louvre.fr/en/explore/the-palace/a-stairway-to-victory
https://focus.louvre.fr/en/winged-victory-samothrace
https://doi.org/10.3764/aja.120.3.0399
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21.MNopBevwovag

Ovouacia
HvnuEiou

MapBevwvag, AkpdToAn ABnvwv

Eidog
QAVTIKEIJEVOU

loTopIkG pvnueio

TomoBecia Akp6TToAn ABnviwv, ABriva, ENada

XpovoAoyia

ar‘]’wwpv‘;ag 447-438 TT.X.
ApxITEKTOVEG: IKTiVOG Kal KaAAIkpATng

Anpioupy 6g/oi
FAUTTTNG: Pei1diog
O TlMopBevwvag, vads agiepwuévog atnv ABnva Mapbévo — TTpooTanda
MG TOANG, ommoTeEAEi TO AQUTTPOTEPO OnuIoUpynua NG  aBnvaikng
dnuokpariag. [lpokerrar yia vad dwpikou pubpoU pe TTOAAG IWVIKA
oToIXEia, YyEYOVOG TTOU HAPTUPA TNV UwnAfl aioBnTiKr) Kal TTVEUUATIKNA
KaAAIEpyela TNG abnvdikng koivwviag Tou 5% aiwva m.X. O TTAoUCIog

Mepiypapn YAUTTTOG OIGKOOUOG TOou a@nyeital yuBoug kal dnuocia yeyovoTa Tng

TTOANG Twv ABnNVwy, oAAG Kal pUuBoug euputepa SI0OEOOPEVOUS TGTOV
eANVIKS kKOopo. Eival @riaypévog ammd Aeukd pdppapo, TTAvw OTO OTIoI0
avTavaokAGTal TO QWG TOU aTTIKOU oupavolu Trpoodidoviag OTo
OIKOOOUNKA MIa UTTEPKOTMIa Aduwn. To 1987 10 pvnueio eviaxdnke otov
KatdAoyo lMaykdopiag MoAimoTikrig KAnpovouidg tng UNESCO.

2yvdeon ME TN
XWwpa Mou, Ta
OXOAIKA
HadAuaTa

O lMopBevwvag €xel XapakTnPIoBei wg «Balua» apXITEKTOVIKNG OUVBEDNG
Kal cagpnvelag, d1eBvég oupPBoro TG KAaoikng EAAGSag, 1O oOTIOiO
ATTOTEAECE TTPOTUTTO EUTTVEUCNG Kal a&loAOynong TN EXVNG yia TTOAMoUG
alwveg. O XapoKTNPIOPOG auTdg OQEIAETal AP’ EVOG OTNV Opuovia Twv
avoAoyiwv -Traviol ouvavtatal 0 Kavovog TnG Xpuorig Topng- Kal ag’
ETEPOU OTIG KOTTTIKEG DIOPOWOEIGH TTOU EQAPUOTAV Ol APXITEKTOVEG Tou. O
MapBevwvag, TO apPTIOTEPO OE avaAoyieg Kal evapuovion MeE  TO
TTEPIBAANAOV KTIOPQ TNG TTAYKOO UIAG OPXITEKTOVIKNG, EKPPALEl PE TOV TTIO
TEAEID TPOTTO TO QIOONTIKO 106WOEG TOU «KAQCIKOU TIVEUHUATOG).
AUCTUXWG, MEYAAO PEPOG TOU YAUTTTOU TOU JIaKOOUOU, OTIC QPXEG TOU
19 aiwva, arrokoAARBnke Biaia kal peTagépdnke otn M. Bpetavia, é1rou
onuepa ekTiBeTal 010 BpeTavikd Moucoegio. H eTTIoTpO®N TwWV «APUAPWY
Tou MapBevwvar oTn yn TTou Ta dnuioUpynoe ival TTAéOV atraitnon g
TTAYKOOUIAG KOIVOTNTAG, OXI HOVO TOU EAANVIKOU AcoU.

2XOAIKA paBAiuaTta: lotopia, KaAMTexvikd, Apxaia EAMVIKN ITpaupateia

Mnyég

Ancient Athens 3D (tpiodidotatn avamrapdotacn Tou [MapBevwva)
https://www.youtube.com (TrpooTreAdotnke 07/12/21)

Mouogio AKPOTTOAE WG, H aiBouoa TOU MapBevwva,
https://www.theacropolismuseum.gr (TrpooTeAdotnke 07/12/21)

Erasmus KA 227 Culture heritage and Gamification in Education
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https://www.youtube.com/watch?v=PWPCZ1UjYmI
https://www.theacropolismuseum.gr/ekthesiakoi-horoi/i-aithoysa-toy-parthenona

Neils J. (2005), The Parthenon, from antiquity to the present, Cambridge
University Press

Ntokipavtép «Ta puorika tou [lMapBevwvay ammd v Opdda EANwW,
https://www.youtube.com (TrpooTreAdotnke 07/12/21)

Ymroupyeio MoAmopd kai ABAnTIoPoU («lMapBevwvy, pia Tavia tou K.
MaBpd), https://mww.youtube.com (TrpooteAdotnke 07/12/21)

DwTtoypopia/eg
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https://www.youtube.com/watch?v=6XMdZ7avKD4&t=13s
https://www.youtube.com/watch?v=DbkgtsHGDJc

22.To Mavreio (lepd) TnG Awdwvng

Ovouacia
HvnuEiou

To MavrTeio (lepd) Tng Awdwvng

Eidog
QAVTIKEIJEVOU

APXAIOAOYIKOG XWPOG (OUVOAO pvnpEiwy)

TomoBecia Awdwvn, Hmeipog, EAAGSa
XpovoAoyia , , .
e Etroxr Tou XaAkou / 4° aiwvag . X
. . | AyvwoTog / ZUpewva pe Tov JuBo: duo uaupa TEPICTEPIA TTOU TTETAgav
A /
FLAREpes até 1 Onpa g AlyutrTou
Apxik& 10 lepd ouvdedTav pe TN Aatpeia NG Oedg lNaiag. Apydtepa
Kupidpxnoe n Aatpeia tou Aia kal TNG cuduyou Tou, Alvng. ZTNV TTPWTN
ToUu Popen 1o lepd ATaV UTTAIBPIO, EVW T TTEPIOCOOTEPA OIKOOOMNUATA,
OTTWG 10 BEaTPO, TO BOUAEUTAPIO, TO TTPUTAVEIO Kal TO 0TADIO, QaiveTal VA
Mepiy pagn xtioTnkav et BaoiAeiag Tou Muppou (3°¢ aiwvag 1.X.). To lepd amod

vwpig Aeitoupynoe kal wg pavteio. O1 1EpeiG Tou, yVwoToi WG ZEMOI N
EAAoI, XpnopodoTtouoav oToug TTIoToUG €punveUovTag AAAOTE TO BpdIoua
TwV QUAAWV TNG IEPNG BEAQVIBIAS Kal GAAOTE TO TTETAYHA TWV TTOUAIWV
TTOU WAIalav o’ auTh.

Zyvdeon ME TN
XWwpa Mou, T
OXOAIKA
HadAuaTa

20pQwva pe Tov ApiIoToTEAN («MeTEWPOAOYIKA») 0 XWPOG NG Awdwvng
armotedoloe 10 Aikvo Twv EAAAvVwyv, kabwg Tautietal pe Tov TOTTO
Kataywyng Tou pubikou Apwa ‘EAAnvog, Trpotrdropa Twv EAAfvwy Kal
ylou Tou AgukaAiwva. H cuoxétion Tou 'EAANvog pe Tn Awdwvn yiveTal
MEOW TWV TTPWTWV KOTOIKWV TNG TEPIOXAG, Twv ZeAAWV 1 EAAwv.
Apyotepa 10 Ovopa autd €AaBav ol epeic Tou Awdwvaiou AIGG, TG
Kupiapxng Be61nTOG TOoU MavTeiou.

2 XOAIKA paBruarta: loTtopia, Mcwypagia

Mnyég

«AkouoTIKR Mepiynon otnv apxaia Awdwvn», https://www.youtube.com
(TrpooTreAdoTNKE 01/12/21)

Adkopng 2. (1998), Awdwwn: apxaioAoyikos odnyog, lwavviva

Mouoegio AkpdToAng, TepIodik €kBeon «Awdwvn 10 Mavreio Twv
AXwv», 2016-2017, hitps:/www.youtube.com (TrpooteAdotnke 01/12/21)
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https://www.youtube.com/watch?v=FN53DLa5mxk
https://www.youtube.com/watch?v=vDneuZCFwus
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23.MovaoTiké cuykpoTnua MeTewpwv

Ovouaoia
Hvnueiou

MovaoTiké cuykpOmpua MeTewpwv

Eidog
AVTIKEIJEVOU

Mvnueio BpnoKeUTIKOU €VOIOEPE POVTOG

ToTtroBeoia MeTéwpa, KaAauTréka, @sooalia, EAAGSa

XpovoAoyia ATTS 11° ¢ 15° Qi X

ST 1 TOV €wg ToV alwva p.X.

Anpioupydg/oi | Movayoi TTou pévaoav oTtnv eploxn omméd Tov 11° €wg 10 16° alwva.
2e Mo éktaon 30 Tepimou XIANIOMETPWY UTTAPXOUV OUYKEVTPWUEVOI
Movadikoi wauuimikoi Bpdaxol -Uyoug £€wg kal 400 péTpwv- o1 OToiOI
ouvBéTouv éva HovadIKO YEWAOYIKO @aivopevo. AuTr Tnv 181aitepn
ToTToBeTia €TéAeCav yia aoknTIopSd 0pBddo&ol povaxoi Tou 11° aiva

. X, 10puovTag oTadiakd oxeddv 30 povaoThApia. Ze apkeTd atmmd auTd
Mepiy pooi M p S X M np (Y

UTTAPXOUV UTTEPOXEG ToIXoypagieg Tou 15% kai 16 aiwva, Aautrpd
Ociypa TG peTaBulavTivig uVNUEIOKAG {WYPOPIKAG OTOV EAAOBIKO XWPO.
2NHepa ival cuvTnpnuéva Kal ETTIOKEWIUA 6 aTtd Ta JovaoTrpia autd. H
TTEPIOX €XEl OUPTIEPIAN®OEi oTov Katdhoyo Mvnueiwv TMaykéopiog
MoAimoTiking KAnpovopidg Tng UNESCO atréd 10 1988.

Zyvdeon ME TN
XWwpa Mou, T
OXOAIKA
HadAuaTa

Ta Metéwpa ammoTeAoUV PEXPI KOl OrUEPa TN OeUTEPN MEYAAUTEPN KOl
OnNUavTIKOTEPN POVOCTIKH KONVOTNTA OTOV 0pBOB0L0 EAAADIKO XWPO HETA
10 Ayio Opog. H ouvexic idia xprion Tou Xwpou atréd Tov 11° aiwva Kai
€¢n¢ diatnpei Tnv BpnokeuTikr TTapddoon otnv TeEpioxXn. MapdAAnAa, n
ouvTripnon, MEAETN Kal OnMOCIEUCn TwV TOIXOYPAPIWY TwV HOVIWV
TTPOCEPEPE AP’ EVOG OTNV ETTIOTAMOVIKI KOIVOTNTA oTToudaia deiypata TG
METABUCAVTIVAG MVNMEIOKAG (WYPAQPIKAG KAl AP’ ETEPOU OTOUG ETTIOKETTTEG
TNV €UKaIpia yia aloOnTIKA atmdAauon auTtig.

ZXOAIKG paBruaTa: loTopia, Newypagia, @pnokeuTIKA eKTTaideUan

Mnyég

Daniilia, S., Minopoulou, E., Andrikopoulos, K. S. Tsakalof, A.,
Bairachtari, K. (2008), From Byzantine to post-Byzantine art: the painting
technique of St Stephen's wall paintings at Meteora, Greece, Journal of
Archaeological Science, Vol. 35, Issue 9,p. 2474-2485

Kal http://odysseus.culture.qgr

Ymoupyeio TMoAmouou ABAnTIcOU,

(TrpooTreAdoTnke 30/11/21)

UNESCO Greece, https://whc.unesco.org/en/list/455/ (TrpooTreAdoTNKE
30/11/21)

Erasmus KA 227 Culture heritage and Gamification in Education
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http://odysseus.culture.gr/h/3/gh351.jsp?obj_id=2442
https://whc.unesco.org/en/list/455/

MeTéwpa, YEVIKA dmoyn

DwTtoypapia/eg
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24 .OpiopBikn ayida MoAépiou otn @ecoohovikn (Kaudpa)

Ovouacia
HvnuEiou

OpilapBikA ay ida MNaAépiou om Oeooalovikn (Kaudpa)

Eidog
QAVTIKEIJEVOU

loTopIkG pvnueio

Tomo0soia @eooalovikn, EAAGOa

XpovoAoyia )

SnuIoupyiag Mepi 10 305 p.X

Anpioupy éc/oi Ayyonog O’(Xp)(ITE'KTOVGg. Xriotnke TBavoTata KaTtd TrapayyeAia Tou
Kaiocapa MNaAépiou.
H Opiaupikn Agida Tou MaAéplou XTioTnKe 0T @cooalovikn UoTEPA ATTO
TNV OPICTIKN Vikn Tou €TTi TwV Mepowv oTIG apxég Tou 4°° aiwva .X ZTnVv
apXIKA TOU PopP@N ATAV £€va OKTATTUAO OIKOOOUNUA UE 1I0GPIOPa TOEA Kal
évav XaunAd oeaipocidry 660 wg emMOTEYaoPa. ATToTeAoUoE TUAKA TOu

MNepiypagn AQUTTPOU OIKODOMIKOU OUYKPOTANATOG TNG TTOANG KAl CUVOEOSTAV TOOO LE

v Potdévra 600 Kal pe Ta avaktopa Tou Kaioapa MaAépiou. ZAPEpa
owdovtal POvo ol dUo Kuplol Trecooi Kal évag OeuTEpEUWY, TTOU
ouvoéovTal MPETALU TOuG ME TTAIVEIVO TOZO, KaBWG Kkal PEPOG TOu
avayAu@ou SIOKOCIOU TTOU (PEPOUV.

20vdeon ME TN
XWwpa Mou, T
OXOAIKA
HadARuaTa

AeTwuaTa, KOYXEG ME ayGAPOTO, OPBOUAPHOPWOEIG KOl avVAYAUPES
TTOPACTACEIS KOOHOUTAV TO OAO 0IkodSUNHA, O TTPOOPICHAS TOU OTTOIoU
0ev ATOV TIPOKTIKOG, aMdA TIunTIKOG Kal avapvnoTikog. O Kaioap
aAépiog, dIoIKNTAG Tou TUAPATOS eKkEivou TG Pwpaikng TeTpapxiag TTou
TTepiEAGUBave Kai TNV EAANVIKA Xepodvnoo, ABeAe va peivel avaAloiwTn
OTN UVAMN TWV ETTEPXOPEVWY YEVEWY N Vikn Tou TTi Twv MNepowv Kai n
MEYAAN TTONITIKA TOU 10XUG. AUTO TOUAGXIOTOV PAPTUPOUV OI OWIOUEVEG
avAyAuQeG TTAPACTACEIG TWV TTEOOWV. 2NUEPA, N Ayida Tou MaAépiou -
YVWOTA Kal WG «Kaudpa»- ammoTeAE TO TTAEOV avayvwpIioIuo pvnueio TG
Oeooalovikng, PeTd Tov Acukd Mupyo.

2xoAIkd& padrjparta: loTopia

Mnyég

AvatrapdoTtacn Tou YoAepiavoUu  aVOKTOPIKOU  CUYKPOTAMATOG OTn
Oeooalovikn, https://www.youtube.com (TrpooTreAdoTnke 22/12/21)

Polyzou, E.A., Balanika, M. and Konstantinou, M. (2017). Unification of
archaeological monuments: the case of Rotunda and the Arch of Galerius,
Thessaloniki. Acta Hortic. 1189, 181-184.
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https://www.youtube.com/watch?v=i2R11kio3_A

DwToypagio/eg

OpiauBIkn Agida Naképiou (Kaudpa),
YEVIKA GTTOoWn

NeTTTOUE PEIO avayAu@ou
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25 . KukAodIKd €10WAIa

Ovouacia
HvnuEiou

KukAadikd e1dwAIa

Eidog
QAVTIKEIJEVOU

AvTikeipeva Mouoegiou

Tomo6eoia Mouoegio KukAadikng Téxvng, ABriva, EAAGSa

XpovoAoyia

Snuioupyiag 3000-1700 .X.

Anpioupyog/oi | Avwvupol KuKAaSITEG YAUTITEG — TEXVITEG
Ta papupdpiva €dwWAI0 attoTeEAOUV TN ONPAVTIKOTEPN Onuioupyia NG
KUKAGOIKAG TEXVNG. 2TNV TTAEIOVOTNTA TOUG QvaTTaPIOTOUV  YUMVEG
YUVOIKEIEG HOPPEG PE OMTAWMEVA XEpIa TTAVW OO TNV KOIAIG, EAAQPUG
AUyICPEVA yOVOTO KAl TO KEQAAI EAAPPWS AVOONKWHEVO TTPOG Ta TTIOW
(«KavovikOS» TUTTOG). Ta TTEPIOTOTEPA £X0UV PKog 20-30 eK. O1 KEQAAES
TwV €I0WAIWV €ival cuVABWG OXNUATIKEG, JE TN MUTN MOVO va TTPOEEEXE]
aTTO TNV €VIAia KAYTTUAN TOU TTPOoWTTOU. AAAQ onEia -OTTwS Ta auTid, TO

Meprypogn 01006 i To YépIo- PTropei va amodidovTal 1Tiong avayAuga. QoTo00, o€

QPKETA EIBWAIO Ol AETTTOUEPEIEG -OTTWG TA PATIA Kal T JOAAIG- ouvABwg
onAwvovtalr pe PBagry €pubpry, kuavh A peAavr). YTapxouv, aKoOun,
YUVAIKEIQ EI0WAIQ PE PEYAAN OXNUATOTIOINGT, YWWOTA WG «BIOAOTXNUAY.
H avdpiki popen avarrapiotaral oTravid, Kupiwg O OPOIWMATO
MOUGIKWY ) TTOAEUIOTWYV. H XpAion Toug CuvdEeTal ouVRBWGS HE TAPIKEG N
AOTPEUTIKEG TEAETOUPYIEG, QV KAl Ol EPMPNVEIEG TTOU €XOuv TIPOTABE(
TTOIKIAAOUV (TT.X. MNTEPa-Oed TNG YOVIUOTNTAG).

20vdeon ME TN
XWwpa Mou, Ta

Ta kukhadIka €1dwAia atmotéAscav 10 BaoIKO aioBNTIKO TTPOTUTTO TNG
€IKAOTIKAG TTPWTOTIOPIAG TwV apxwyv Tou 20% aiwva, n otroia avalntouoe
TOV MIVIWGANIOMO Kol TN dIdoTTaon TG Mop®ng, oToxeloviag oTnv
uttépBacn Tou PEOAICTIKOU Kal TNV avAadelEn TNG ECWTEPIKNAG EKPPOONG.

OXOAIKA , . , , . .

e Ta oToixeia autd uTTApXavV €yyevy OTIG MAPHUAPIVEG HOPPES Tns
KUKAQDIKAG TEXVNG, TTOU €VETTVEUOQV £pya YAUTTTWV OTTWG ol Brancusi,
Modigliani, Archipenko, Lipchitz, Giacometti, Barbara Hepworth kai
Henry Moore, yeyovog TTou KaBIOTG TOV €AAABIKO XWpPo Aikvo Tng
oUyxpPovNnG YAUTTTIKAG TEXVNG.
Zx0AIKG paBripata: lotopia, KaAAItexvikd
Moucegio KukAadikig Téxvng, https://cycladic.gr (TTpooTreAdOTNKE
15/10/21)

Mnyég Mouoeio KukAadIkng TExvng (YouTube Channel),

https://www.youtube.com (TrpooTreAdotnke 15/10/21)

Mouotio KukAadIKAG TEXVNG (YouTube Channel),
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https://cycladic.gr/page/kikladiki-techni
https://www.youtube.com/watch?v=-actmKiW7kc

https://www.youtube.com (TrpooTreAdotnke 15/10/21)

21apTmoAidng, N. X, ZwTtnpakotrouAou, M., (2007), Aiyaiou Kuuara, Epya
Tou lNpwTtokukAadikoU moAimiouou oto Mouaoegio KukAadikng Téxvng tng
Abhvag, 16pupa N. . F'ouAavdpr}, Moucoegio KukAadikng Téxvng, ABrva.

BioAboxnuo €1dWAI0,
MpwTtoKUuKAadIKN |
Mepiodog

Mapudpivo lMNuvaikeio EidwAIo,

Pwroypogia/eg MpwTokUKAGBIKA Il Mepiodog

O ApmioTrig Tng Képou, Ao BeoToNIBIKA
MpwTokukAadIkA I Fuvaikeio TTpoTopr,
MNepiodog Tou A. MovTiAiGvi,
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https://www.youtube.com/watch?v=erl8R-LfHIg

26.Potévta @eooalovikng

Ovouacia
HvnuEiou

PoTtévTa, @cooalovikn

Eidog
QAVTIKEIJEVOU

loTopIkG Kal BpNOKEUTIKG PvnEio

Tomo0soia @eooalovikn, EAAGOa

XpovoAoyia ]

SnuIoupyiag Mepi 10 306 p.X

R TET ] Ay\’/onog O’GpXITEKTOVGQ. Xriotnke TOavOTaTa KATA TTapayyeAia Tou
Kaiocapa MaAépiou.
H Potovta avhkel oTa TTEPIKEVTpA olkodouApaTa. XTioTnke wg vadg Tou
Aia ) Tou KdBeipou ) kat” dAAoug wg MauowAeio Tou Kaioapa "aAépiou.
Katd 1 O1dpkeia Twv TTOAQIOXPICTIAVIKWY XPOVWYV UETATPATTNKE OF
xpiomaviké  vad, agEpwpévo  mOavétata  oTtoug  ACwHATOuS N

. ApXayyEAOUG. ZTnV TTAAAIOXPICTIOVIKA Ao TOU WVNUEiOU avhKouv Ta
Mepiy pooi pxayy G- 2 XP n eaon MV n

ECAIPETIKA WNPIOWTA TTOU KOOHUOUV TO ECWTEPIKO Tou. AKOUN Kal OruEpa
N AQUTTPOTNTA TWV XPWHATWY, N TTOIKIAIG TwV BEUdATWY Kal N €CAIPETIKN
TEXVIKA TOUG EVTUTTWOIACOUV TOV ETTIOKETTTN, TTAP’ OAO TTOU CwdlovTal
atmroorraopaTnikd. Amé 10 1988 n Potévia avAkel otov KardAoyo
Mvnpeiwv Maykéopiag MoAimoTikig KAnpovopuidg tng UNESCO.

20vdeon ME TN
XWwpa Mou, T

H Potévra Bpioketar otn ©eooalovikn, TTOAN Ye otroudaia oTPaATNYIKNA
Kal YEWTTOAITIKN) B€0n, KaBwg evwvel To Alyaio MEAayog pe Tn BaAkavikn
Xepodvnoo kal v uttéAontn Eupwtrn. 'HOn oamd T pwiuaoikh €TTOXN
EKTIUABNKE n Béon NG, yI' autd o TETPAPXNS MaAEPIOG TNV ETTEAECE WG

OXOAIKd £€0pa 10 298 p.X. KOOPWVTAG TNV PE €va AQUTTPO OIKOOOUIKO CUYKPOTNUA,
Habnuara MEPOG TOU OTToIoU €ival Kal TO £EETAOUEVO PVNUEIO.

2XOAIKA paBAuaTa: loTopia, OpNOKEUTIKHA EKTTAIdEUCN

Egopeia Apxaiot)twyv M6Ang Osooalovikng, Taivia "POTONTA” 2016,

https://www.youtube.com (TrpooTreAdoTnke 20/12/2021)

Mavitakng A. (2015), H POTONTA, ZYMBOAO T[IOAITIEMIKHZ
Mnyég TAYTOTHTAZ THX OEZZAANONIKHZ, Tavemotiuio  NedmmoAig,

AtroBempio HOPAIZTOZ

Wnoiakry avatrapdoTacn Tou CUYKPOTAMATOG Tou YoAepiavou TTaAaTiou,
https://www.youtube.com (TTpooTreAdoTnke 20/12/2021)
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https://www.youtube.com/watch?v=h8aGl9g0MdY
https://www.youtube.com/watch?v=i2R11kio3_A

DwToypapia/eg

PotovTa, AeTTTOME pEId WN@IdWTOU
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27.01 TE00EPIG ETTOXES

Ovouacia
HvnuEiou

O1 TEooEPIG ETTOXEG

Eidog
QAVTIKEIJEVOU

Mivakag Cwypa@IKAG-aVTIKEIYEVO IDIWTIKAG CUAAOYNG

TotroBecia I51wTIKA ZUuAAoyn K. Ao&iadn, Abrva, EAAGSa

XpovoAoyia

Snpioupyiag 1969

Anpioupyég/oi | MNavvng ToapoUxng
Mpokeimal yia oxedoév pvnuelako Trivaka {wypa@ikig (160x300 €k.) TTou
atrodidel TIG TEOOEPIG ETTOXEG TOU XPOVOU WE Evav IBINITEPO TPOTIO, KABWG
MIa pop®r Kovou Bvntou evoapkwvel TNV KABe etroxr). H Avoign kai 1o
POIvOTTWPO arrodidovTal PE PoP@r VEQPAS Yuvaikag, evw To KaAokaipl

. Kal 0 Xelwvag pe popen veapou avrpa. O1 4 @iyoupeg -OTOV TUTTO TOU
Mepiypagn M G ME HOP®N P P QIyoupeg

MEOOYeEIOKOU avBpwTIou e OTapévio SEpua, Maupa PaAAId Kal KaoTava
MATIO- OTEKOVTAl OPBIEG UTTPOOTA O€ £va TPATTEQ YEMATO ME TTOIKIAIO
MECOYEIOKWYV £TTIONG PPOUTWY, QAVTITIPOOWTIEUTIKWY TNG KABE ETTOXNG.
2T0 @OVIO UuTdpxouv avTtioToixa ol emiypagés ANOI=ZH, OEPOZ,
OOINOTMQPO, XEIMQNAZL.

20vdeon ME TN
XWwpa Mou, T
OXOAIKA
HadARuaTa

O Trivakag «O1 TEoOoEPIG ETTOXEG» BEWPEITAI ATTO TOUG TTAEOV ONUAVTIKOUG
NG OUYXPovng EAANVIKAG CWYPAPIKAG TEXVNG. ATTOKWAIKOTTOIWVTAG TOUG
OUMBOAIoPOUG TNG KATA Ta GAA ATTANG, OXEOOV YPOUUIKAG TTapdoTaonG,
TTiow armd TG HOPPES «dlaBadoupe» ToV KUKAO TOU XPOVOU £T01 OTIWG TOV
CoUue gpeic ol 'EAANveG 0Tn peooyelokh ywvid pag. Or dvBpwTTol-€TTOXEG
OUYKEVTPWHEVOI PTTPOOTA OTO MPEYAAO KOl YEUATO KAPTTOUG TPATTE(
TTapATEUTTOUV 0NV €AANVIKA TTapddoon TTou Bewpei TN OTIYUR Tou
paynTou Kal TNG OIKOYEVEIOKAG ouvdBpoiong Epr. 'ETol, péoa amd atriég,
KaBnUEPIVEG ava@opéG O KOAANITEXVNG UPVEi TOov OTTAO, KaABnUeEPIVO
AavBpwTTO TOU AcoU TTOU KOTTIAZEI OAO TOV XPOVO VA ETTIRILOEL.

2XOAIKA paBApaTa: KaAAITEXVIKA

Mnyég

Bivieo tTapoucioon twv épywv «O1 4 emmoxég» kal «O1 12 prjveg Tou
XpoOvouy, https://www.youtube.com (TrpooTreAdoTnke 27/12/2021)

Erasmus KA 227 Culture heritage and Gamification in Education
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https://www.youtube.com/watch?v=eRdmSVRtku8&t=144s

DwTtoypapic/eg
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28.ApXaI0AoYIKOG Xwpog DIAITITWYV

S\)’:ﬁggf ApxaioAoyikdg Xwpog DIAiTTTwv

5:2?:& uévou ApPXAIOAOYIKOG XWPOG (OUVOAO PvnuEiwy)

Tomo6eoia Kpnvideg, KaBdAa, Av. Makedovia & Opdkn, EAAGSa

XpovoAoyia

Snuioupyiag 356 m.X.

A ., | 1dpuBnke ammé TOov Makeddva Baolhid dihmmo BY (Tratépa tou M.

nuioupy 66/oi .

AAe&avopou)
O Apxaiohoyikég Xwpog Twv DINTITTWY BpiokeTal 0TOUG TTPOTTOBEG UIAG
akpOToANG oTn BopeloavatoAiky EAAGda otnv apxaia dladpopr) TTou
ouvdéel v Eupwtn pe v Agia, nv Eyvatia 086. H moAn twv
@INiTTTTWY, TTOoU 18pUBNKE €K VEou atrd Tov DilimTro B o€ pia Tpwnv
atroikia Twv Oaciwv 10 356 1.X., avadiauopPwbnke atméd Toug Pwuaioug
o€ pia "uikprp Pwun" pe tnv avaBdduion 1ng oe Colonia Augusta Tng
Pwuaikng AutokpaTtopiag Tig dekaeTieg PeTA TN Mdaxn Tou PIAiTTTTwyv. H

Mepiypaepn CwvTtavr) eAANVIOTIKA TTOAN Tou PDIAiTTITOU B, 0116 TNV OTToia aivovTal Ta

TEIXN KAl Ol TIUAEG Toug, TO Bfatpo Kal 1O TOAQIKG Hpwov (vadg),
OTONIOTNKE PE pWHAIKA dnudoia KTipida, OTTwG N Ayopd Kal MIG JvNMEIdN
TTEPIOXA ME vaoug oTa Bopela TnG. ApyoTepa, PETA TNV ETTIOKEWN Kal
d1daokaoAia Tou AtrooToAou lMauAou 10 49/50 P.X., n TTOAN €yive KEVTPO
XPIOTIQVIKAG TTIOTNG KOl TTPOOKUVAMATOG. Ta Agiyava Twv XPIoTIOVIKWY
BaoIAIKWYV Kal TNG OKTAYWVIKNAG EKKANCIOG papTtupouV Tn onuacia tng wg
MNTPOTTONITIKAG £6p0G.

20vdeon ME TN
XWwpa Mou, Ta
OXOAIKA
HadARuaTa

O ApxaioAoyIKOG Xwpog Twv PINITTTTWY gival €va atré 1a TTOAAG EAANVIKA
pvnueia mou TrepiAapBavovTtal otov KatdAoyo lMNaykdopiag KAnpovouidg
™M¢ UNESCO. Eival etiong éva amd 1a onuovTIKOTEPA JvnpEia TNG
Bépeiag EANGOOG kaBwg armroteAei évav 10O OTTOU  €Adfav  Xwpa
onMavTIKG yeyovoTta Katd TV €AANVIOTIKHA, pwWHAIKA KAl TTAAGIOXPIOTIAVIKI)
etoxn. Emmiong, o1 ®iAitrTor gival 10 TTpwTo €UPpWTTAIKO £50@QOG OTTOU
010dxBNKe TTOTE N XPIOTIOVIKA TTioTn amd Tov AméoToAo [Mavlo kal gv
ouvexeia 610000nke otnv uTTGAOMTN EUpwotrn.

2XOAIKG paBriuata: @pnoKeuTIKN eKTTAIdEUON, loTopia

Mnyég

NikoAdidou-Matépa, M. (20118). @iAirrror. ABrva: Tapeio ApXaIoAOYyIKWV
Mopwv.

Ymoupyeio ToAmouou  Kai http://odysseus.culture.gr

(TTpooTreAdoTnke 10/10/2021)

ABAnTICOU,

YTmroupyeio MoAimopou kai ABAnTIcpou https://www.youtube.com/ (video
in Greek language) (mrpooTteAdoTtnke 10/10/2021)
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http://odysseus.culture.gr/h/3/gh351.jsp?obj_id=2387
https://www.youtube.com/watch?v=kiO8ey84_mM

UNESCO Greece, https://whc.unesco.org/en/list/1517/ (TrpooTreAGOTNKE
10/10/2021)

DwToypapia/eg
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https://whc.unesco.org/en/list/1517/

ApXaloAOyIKOG Xwpog DIATITTWY, YEVIKA dTown
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29.HE€odog Tou MecoAoyyiou

Ovouaoia
Hvnueiou

H ‘E€od0¢g Tou MeooAoyyiou

Eidog
AVTIKEIJEVOU

Mivakag Cwypa@ikAc — EkBepa o€ TTIvakoBAKNn

ToTroBeoia EOvikr MivakoBrikn — Mouoeio AAegavdpou ZouTtoou, ABriva, EAAGSa
XpovoAoyia
dnpioupyiag 1853
Anuioupydg/oi | @eddwpog Bpulakng
O Tmivakag ommopvnuovelel TNV NPwIK €000 Twv KOTOIKWV TOu
Meoohoyyiou T vOxta TG 10" Atrpiliou 1826. H oUvBeon xwpiletal o€
duo eTTieda: 0TNV oUpAvia Kal TNV ETTiVEID {Wvn. ZTO OUPAVIO TUAUA -OTO
. KEVIPO NG ouvBeong- BAéTToupe Tov [Maviokpdtopa va guloyei Tou
Teerraes PO NG ng- B H paTop ¥ S

AYWVIOTEG. ZTO ETTIYEI0 THAMG TNG oUVBEONG, TTAVW O JiIa EUAIVN YEQupa
ol 'EANVEG aywVIOTEG opuoUlv €Ew ommd Tnv TTUAN. AkoAouBouv Ta
yuvaikommaida. O1 ToUpkol TTAVOTTAOI  TTEPIMEVOUV  TOUG  NPWIKOUG
aywvIoTEG. Tapaxn, Eviaon Kal Jeyahn dpauaTtikOTNTa ETTIKPATOUV.

20vdeon pE TN
XWwpa pou, Ta

To €pyo TTPOKAAECE PEYBAAN €vIUTTWON YIa TO AYWVIOTIKO Tou QPOvnua.
Metd v TTTwon Tou MeooAoyyiou, TO QIAEAANVIKO Kivnua yvwpIoe vEQ
aveion otn Autikry Eupwtrn kail TNV APEPIKN. XapakTnpIoTIKG avagepdtav
OTI To MeooAOyy! ATavV N JEYOAUTEPN ATTA TWV EAAAVWY Kal ouyxpdvwg n
MeyaAUTEPN ViKn TOuG. A TO idI0 10TOPIKO yeyovdg, TNV TTOAIOPKIa TOU

OXOAIKA

pHaBAuaTa MeooAoyyiou, o €Bvikég ToINTrAS Twv EAAAvwy cuvéBeoe 1O TTOiNUA WE
TOV 0EUHWPO TITAO «EAeUBEpoI MNoAlopKNUEVOIY.
2XOAIKA paBAparta: lotopia, KaAMTEXVIKG
Chania Culture KEMMEAHX — KAM, ouvtoun TTapoudiacn épywv Tou O.
Bpudldkn, hitps://www.youtube.com (TrpooTreAdoTnke 30/12/2021)

Mnyég

EOvikry TivakoBrikn-Mouoegio AAe¢avdpou Zoutoou/National Gallery,
Bivieo - mapouciaon Ttou Trivaka), https:/www.facebook.com/watch
(TTpooTreAdoTnke 30/12/2021)

Erasmus KA 227 Culture heritage and Gamification in Education
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https://www.youtube.com/watch?v=xY2VRT8UecA
https://www.facebook.com/watch/?v=433696827669457

DwToypagio/eg

©. Bpuldkng, H'E¢odog Tou MecooAoyyiou

Erasmus KA 227 Culture heritage and Gamification in Education &ﬁ}:
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30.EpéxBelov

Ovouaoia
Hvnueiou

Epéx0eiov, AKpSo1TOoANn ABnvwv

Eidog
AVTIKEIJEVOU

loTopIKS pvnueio

ToTroBeoia AkpSTTOAN ABnvwv, ABrva, EAAGDa

XpovoAoyia

aswoupv‘gug 421406 T.X.
ApxitékTovag: MvnoikAng (Trieavov)

Anpioupy 6g/oi
FAUTTTNG: AAKapévNG i KaAAipaxog
To EpéxBeio ogeilel To Gvoud Tou oTov fpwa EpexBéa, pubikd BacoiAik
™G ABrvag. Mpokeimal yia vaod 1WVIKOU pubBuou pe 1I8I0TUTTO ApPXITEKTOVIKO
oxXedlaopod, AOyw TnG Hop@oAoyiag Toug €dAQOUG Kal TNG avAaykng
oTéyoong OIapopeTIKWY AaTpeiwv: ABnvag, Mooeidwva, EpexBéa K.a.
EpBAnuaTiké TuAua tou vaou amoteAei n «lMpdoTtaon Twv KapudTmidwvy,

Mepiypaepn Mia otod oe oxnua I, étmou T B€on Twv KIOVWY KaToAaupBdavouv 6

yuvaikeia aydAuata. O pop@ég, TTapd 10 BAPOG TNG UTTEPKEIMEVNG
KATAOKEUNG, OTEKOUV PE XAPN, KOBWG TO VEAVIKO TOUG CWHA dlaypa@eTal
KATW a1To TO0 0XedOV dlapavo dwpikd TTETTAO Toug. H TTapouadia Toug ekei
EpMNVEUETAl WG TO UTTEPYEIO PVNEiIO Tou Apwa KEKPOTTA, TOu OTTOIoU O
TAQPOG PPICKETAI AKPIPWG OTTO KATW.

20vdeon ME TN
XWwpa pou, Ta
OXOAIKA
HadnuaTa

To EpéxPeio, xapn otnv TTOAUTTAOKN OIKOOOMIKY) Tou oUvOeon Kal Tov
TTAOUCI0 YAUTITO TOu OIGKOOHO, KATEXEI EEEXouca BEan aTnV I0TOpIa TNG
apxaiog €AANVIKAG apXITEKTOVIKAG. AANG Kal oTn oulyxpovn €TTOXA TO
Mvnueio yiveTal dueca avayvwpiolpgo dieBvwg ammd TNV TTPWTOTUTIN O€
oUAMNyNn kai katraokeur) «lMpdotaon Twv Kapudmdwvx». Mévie ammd mig
KOPEG AUTEG PIAOgEvouvTal oruepa oto Mouoe€io Tng AkpdtroAng (Abriva),
EVW N €KTn Ppioketal 010 Bpetavikd Mouceio, ammoctraopévn Biaia atrd
ToV A6pdo EAyIv oTIg apxég Tou 19% aiwva To EpéxBeio, wg éva akoun
olkodounua TG OnupokpaTikAG ABrivag, avtavakAd TO  aioBnTiko,
TIVEUMOTIKO Kal TTOAITIKG €TTiTTed0 TNG abnvaikig Kolvwviag Tou 5% aiwva
mX

Zx0AIK& paBripata: lotopia, KaAAITexvIKd

Mnyég

Gerding H. (2006), The Erechtheion and the Panathenaic Procession,
American Joumal of Archaeology, vol. 110, No3, pp. 389-401

https://vimeo.com

Mouogio AKPOTTOAE WG
(TrpooTreAdoTNKE 17/11/2021)

(To Epéxbelo),

Mouotgio AKpPATTOANG, PWTOYPOAPIKN OUuAoyn KapudaTidwv,
https://www.theacropolismuseum.gr (TTpooTreAdoTnke 17/11/2021)
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https://vimeo.com/429995065
https://www.theacropolismuseum.gr/en/other-monuments-periklean-building-programme/erechtheion
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Mvnpueia Tng ItaAiag

1.0 kwdikag Purpureus Rossanensis (The Rossano Gospels)

Ovopooia .

e The Rossano Gospels (Codex purpureus Rossanensis)

Eidog , i , .

TR AvTIKEipEVO/EKBE ua aTTd pouaeio

Totrofeoia Rossano (Cosenza, ItaAia), ETriokotmiké Mouogio

XpovoAoyia 0C  QOC it

Snumoupyiag 5° — 6° aiwvag

Anpioupyog/oi | AyvwaoTog
O Codex purpureus Rossanensis cival éva amdé Ta TTaAaIdTEPQ
euayyeAIKd Keiyeva oTov kOOMPO, éva amd Ta TEOOEPA OwWlOUEVA
eANVOYAwooa gikovoypagnuéva xelipoypaga atrd Tnv AvatoAr. O@eilel
TO OVOUd TOU OTO XAPOKTAPIOTIKO TTOPPUPSO XPWHA Twv CeAdWVY, OTIG

. OTTOiEC €ival XOapayuEVEC EKAETTTUOUEVEC BUlaVTIVEC WIKPOYPOAWPIEC, TTOU
Mepiy pooi S XAPAYHeVEQ péveg Bug G HIKPOYPAPIEQ

arreikoviouv eTrelcodIa atmd TN Cwr) Tou Xpiotou. O KwdKag TiavoTata
dnuIoupyrnBnKe KaTd TropayyeAid TNG QUTOKPATOPIKIG  OIKOYEVEIOG,
dedopévng TNG IBIITEPOTNTAG TNG XPAONG TOU TTOPPUPOU XPWHOTOGS. ATTO
10 2015 €xe1 eyypagei amd v UNESCO o1o untpwo "MvAung tou
Koouou".

20vdeon ME TN
Xwpa Mou, T
OXOAIKA
HadAuaTa

H Tapouacia Tou Kwdika o1o ETTiokotTikd Mouoegio Tou Rossano paptupei
™ {WTIKOTNTA Kal TN diddoan Tou BulavTtivou TToAImiapou otn NoTia ltaAia
Katd Toug UOTEPOUG APXAiOUG Kal HPECAIWVIKOUG AIWVEG, 10iWg oTnv
KaAaBpia, 61Tou TTpo@avwg 10 TTOAUTINO XEIPOYPAPO PETOPEPBNKE aTTO
TNV AvatoAr] Adyw Tou oTeEVoU TTIONITICTIKOU KAl BpnoKeUTIKOU deGOU TTOU
OUVEDEE TOV AVOTOAIKO POVAXIOUO ME TIG TTEPIOXES TNG NOTIAG ITaAiag.

2XOAIKG poBruarta: lotopia, lotopia Tng Téxvng, Xnueia, OpnOKEUTIKA
EKTTQIdEUON.

Mnyég

lotTooeAida agiepwpévn otov KwdIKa, https://www.codexrossanensis. it
(TTpooTreAdoTNKe 10/1/2022)

lotooeAida Tou ETTiokorTikou Mouoegiou (Je €IKOVIKR TTEPIYNON OTO

EOWTEPIKO TOU), htips://www.museocodexrossano.it (TTpooTEAGOTNKE
10/1/2022)

2eAida oTov I10T6TOTTO TOU Onpou Rossano, http://www.rossano.eu/il-
codex-purpureus (TrpooTreAdoTnke 10/1/2022)

2eAida yia Tov Kwdika atov 10TéT10TTO NG Unesco, https://en.unesco.org
(TrpooTreAdoTnke 10/1/2022)
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https://www.codexrossanensis.it/
https://www.museocodexrossano.it/
http://www.rossano.eu/il-codex-purpureus
http://www.rossano.eu/il-codex-purpureus
https://en.unesco.org/memoryoftheworld/registry/571
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2.Ta xdAkiva aydApata Tou Piatoe

Ovopaoia Ta xdAkiva aydApata Tou Riace (dyaAua A kol dyoduya B A

MvnpEiou AvatrapdoTtaon 300 TTOAEHIoTWV)

Eidog , , . .

aVTIKE pEvOU AvTiKeipevo/EkBe pa atrd pouoeio

TomoBeoia Apxaioloyiké Mouoegio P€1io KaAapia, ItaAia

XpovoAoyia . , . .

Ggw ou pv\lf ag KAaokn repiodog: «AuoTnpog puBuogy, 450 T.X.

Anuioupydg/oi | MAUTTTEG: AyeAGdag (YAUTTTO A) kai AAkapévng (YAUTTTO B)
To ayaAua A arreikovidel évav veapd avopa pe PJakpid JaAAId Kal oyoupr)
vyeVeEIada, €vav TTOAeUIOTA Xwpic aoTrida kal OTTAa. To Oe&i xépr eival
TEVTWHPEVO KATA PIKOG TOU YOPOU, TO apIoTePS cival AuyIopévo. To KEQAAI
gival OTPAUMPEVO ATTOQACIOTIKG TTPOoG Ta &e€Id. To dyaAua B €xel AngOei

Mepiypapn otV idla Béon pe TO oUVOdEUTIKO AyaApa, aAAd To uTToyAoTpIO €ival

€UKAPTTTO KAl KAPTTUAWTS Kal TO KEQAAI £XEI HOVO [Ia HIKP HETATOTTION
TTPOG Ta 8egId Tou. Kail Ta dUo XAAKIva aydAPaTa £X0UV PATIO omTO TTETPA
Kal EAE@AVTOBOVTO, eV Ta XEIAN Kal O ONAEG €ival atmd KOKKIVO XAAKO.
Eival miBavé 61 ta dUo aydAuaTta ATaV XPWHOTIOUEVA.

Z0vdeon ME TN
XWwpa Mou, T
OXOAIKA
HadAuaTa

Ta xaAkiva aydApaTa Tou PidTtoe ival dUo XAAKIVa ayGApaTta eAANVIKAG
TTPoéAcuong TTou Xpovoloyouvtal amd Tov 50 aiwva X Kal €Xouv
BpeBei diatnpnuéva oe egaipeTik KatdoTaon. Ta dUo aydAuara -TTou
Bpébnkav omng 16 Auyouotou 1972 kovid otn Riace Marina, omv
emopyia Reggio Calabria- Bswpolvtal atmd 10 ONUAVTIKOTEPA YAUTTTA
apioToupynpaTa NG €AANVIKAG TEXVNG. O UTTOBECEIC OXETIKA WE TNV
TTPOEAEUCT) KAl TOUG ONUIOUPYOUS TwV QYOAPATWY €ival dIAPOPETIKEG,
aANG Oev UTTAPXOUV OKOWN OTOIXEi TTOU va HOG  ETTITPETTOUV  Va
ATTOOWOOUE Ta £pya KE BERAIOTNTA O€ CUYKEKPIPEVO YAUTTTN. Ta XAAKIVO
aydAuara Bpiokovrar oto EBvikd6 Mouoegio Tou Reggio otnv KaAaBpia,
omrou emmavAABav oTig 12 AskepPpiou 2014, apou PeETAPEPOBNKAV Kal
TTOPEPEIVAV YIa Tpia Xpovia (JE OXETIKEG EPYaCieg ATTOKATAOTAONG) OTO
Palazzo Campanella, €dpa Tou TIEPIPEPEIAKOU OUMPBOUAiIOU  TNG
KaAaBpiag, Adyw Twv €pyaciwv avakaiviong Tou pouceiou. Ta XAAKIva
aydAuata €xouv yivel éva amd T1a ocUuBoAa NG TOAng Reggio otnv
KaAaRBpia.

2XOAIKG paBruarta: loTopia, lotopia Tng TExvng, Xnueia.

Mnyég

Apxaiohoyiké Moucoeio Tou Reggio atnv KaAaBpia,
https://www.museoarcheologico (TrpootreAdcTnke 11/01/2022)

ENEA - EBvikdg Opyaviopdg NéEwv Texvoloyiwv, Evépyeiag kal Biwoiung
Oikovopikng AvarmTuéng https://www.enea (TrpootreAdotnke 11/01/2022)

ITaAikf EykukAoTraideia Twv EmioTnuwy, Twv Mpauudtwy Kai Twv TeXvwyV
TToU &eKivnoe ammd 1o IvoTitouto Giovanni Treccani, https://www.treccani.it
(TTpooTreAdoTNKE 11/01/2022)
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https://www.museoarcheologicoreggiocalabria.it/
https://www.enea.it/it/seguici/news/basi-antisismiche-per-sicurezza-bronzi-di-riace
https://www.treccani.it/enciclopedia/bronzi-di-riace_%28Enciclopedia-dell%27-Arte-Antica%29/

To yAuTtr1o A, https://www. museoarcheologicoreggiocalabria.it

e
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https://www.museoarcheologicoreggiocalabria.it/collezioni/livello-d-2/
https://www.museoarcheologicoreggiocalabria.it/collezioni/livello-d-2/

3.To KaBoAiké Tn¢ kpdg Movrig Tou ZT0AOU

To KaBoAikéd Tng lepdg Movi g Tou ZT10AOU

Ovouacia

A (Mikpr BulavTivr) ekkAnCia)

Eidog o . .

avTIKEIEVOU PNOKEUTIKO Pvnpeio

TomoBecia Anpog Z10Aou (Stilo), ItaAia

Xpovohovia |\ 166 9% ki 102 aiova

dnpioupyiag

Anpioupyog/oi | AyvwaTog
To kaBoAIkd Tng lepdg MovAg Tou ZTUAoU gival BulavTiVAG APXITEKTOVIKAG,
TTOU MIpeiTal TNV KAaoIK BulavTivl) ekkAnoia oTaupogidols pubuou,
(TUTTIKA APXITEKTOVIK TNG MPeooPBulavTiviic TTEPIOGdOU). 2TO ECWTEPIKO

. TEOOEPIG OTUAOI XwPiCOUV TOV XWPO Of €VvEA WE TIEPITTOU ioOU
T PIS Xwpig XWpo HEpn TrEP

MeYEBOUG. To KEVIPIKO TUAMO O€ OXNMUA TETPAYWVOU KAl Ol YWVIOKEG
TTEPIOXEG KOAUTTTOVTAI aTTO BOAOUG TTévw o€ Kioveg iong dlapéTpou, aAAG
O KEVIPIKOG BOAOg eival eAa@pws uWnAOTEPOG Kal €XEl MEYOAAUTEPN
OIAUETPO. ZTNV AVATOAIKN TTAEUPQ UTTAPXOUV TPEIG QWIOES.

20vdeon pe TN
XWwpa pou, Ta
OXOAIKA
HadnuaTa

H kataokeur) TNG KaBoAikAg EkkAnaiag eival £€pyo povaxwv €€ AvatoAng,
Ol oTroiol eykatacTdBnkav ot TTAayiEG Tou 6poug Consolino Katd tnv
TeAeuTaia TTEPiodo NG PulavTiviig Kupiapxiog, Tov 10° kai 11° aiwva.
Zouoav o0& OUOTAdEG QUOIKWY OTTNACiwyY TTou TIMpav 1o évoua laura, 1O
OTTOIa UTTAPXOUV OKOUN OTNV TTIEPIOXN Kal HEPIKA SiatnpouyV ixvn apxaiwyv
Toixoypa@iwyv. Omwg ouvéPn oe oAdkAnpn Tnv KoAaBpia, 10 Stilo
ETTWQPEANBNKE €TTioNG aTd TOV TTONITIOTIKO EUTTAOUTIONO TTOU £QEPAV Ol
BulavTivoi povaxoi. O1 eTTMTTWOEIG GAVNKAV Ot OAEG TIG TITUXEG TNG
OIKOVOMIKNG, KOIVWVIKAG KAl KOANITEXVIKAG (WNG.

ApyOTepa €yive O TTPOOPIOHUOG TWV TIEPICOOTEPWY HEAETNTWV TTOU
aQIEPWBNKAY OTNV €PEUVA TWV PECAIWVIKWY PVNUEiWV TNG VOTIOG ITaAiag.

20HQWVA e TNV TTIO EUTTEPICTATWMEVN ATTOWN, TO KABOAIKO QVAKEl O€
pHovaoTApl, TIBavéTaTa a@lepwévo oTnv Koiunon tng O@cotdkou, OTTwg
TTPOKUTTITEI ATTO TNV £TUPOAOYIa Tou Kal atrd TNV avagopd "per dexeteram
Catholici".

2XOANIKG paBrjpata: lotopia TG TEXvNG, ©PNOKEUTIKN EKTTAIGEUON

Mnyég

FAI-ItaAiko Tapeio [MepiBaAAovTOG, https:/fondoambiente.it
(TrpooTreAdoTnke 11/01/2022)

Kévipo Mouoegiwv 1ng KaAappiag, https://musei.calabria.beniculturali.it
(TTpooTreAdoTnke 11/01/2022)

To mapko NG Cattolica, https:/www.visitstilo.it (TrpooTre AdoTNKE
11/01/2022)
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https://fondoambiente.it/luoghi/cattolica-di-stilo-stilo-14789?ldc
https://musei.calabria.beniculturali.it/musei?mid=814&nome=la-cattolica
https://www.visitstilo.it/parco-cattolica-stilo/
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To KaBoAiké Tng lepdg Movng Tou ZT0Aou

(s
Erasmus KA 227 Culture heritage and Gamification in Education ;

YeAibo 104




4 .H KoiAada Twv Nawv

Ovouacia . . e ,

uvnusiou H KoiAdda tTwv Nawv (Apxaiohoyiko MNapko ZikeAiog)

Eidog | , ,

aVTIKE pEvOU OTOPIKO YvnEio

TomoBeoia Axkpdyavtag (Agrigento), ZikeAia, ItaAia

XpovoAoyia . AoU 0U s

Snuioupyiag MeTagu 6°° kai 2°° aiwva . X

Anpioupyog/oi | AyvwaTog
H KoiAdda twv Nawv trepIAappavel Ta epeitmia £vieka vawv dwpikou
pUBUOU, TPIWV IEPWY, HEYAAN CUYKEVTPWON VeKPOTIOAewv (Montelusa,
Mosé, Pezzino, pwpaik VEKPOTTOAN Kai TAQOG Tou Onpwva,
TToAaloxpioTiaviky Tepiodog, Acrosoli), udpauAikd E£pya (KATTOC TNG

. KoAuputmBpag kai YTOvyeIa), OXUPWOEIC, TUAMA MIOC EMNVIOTIKI
Mepiypagn HTTNEPAG n YEIQ), OXUPWOEIG, TUAMO HIOG n ne

PWMAIKAG OuvoIKiag XTIOPEVNG o€ €AANVIKO oX£D10, dUO ONPAvVTIKOUG
XWpoug ouvavinong: v Kdarw Ayopd (6x1 HOKPIG oTTd Ta €PETIO TOU
vaou Tou OAuptriou Ai6g) kai Tnv Avw Ayopd (TTou BpioKeTal EVTOG TOU
MouoegiokoU ouykpoTAuaTtog) - é€va OANpTelo kai éva BouAeuTtApio
(aiBouca cupBouliou) TNG PWHAIKAG TTEPIOOOU 0€ EAANVIKO OXEDIO.

20vdeon ME TN
Xwpa Mou, Ta
OXOAIKA
HadARuaTa

H 116An ToUu AKkpdyavta, TTou Treplypd@eTtal amd Ttov 'EAAnva Ttointh
Mivdapo wg "n opopedTtepn TMOAN TWv BvnNTWV", IBPUBNKE ATTO ATTOIKOUG
TTou £@Tacayv eV PEpel oo TN MEAa kal ev pépel atrd 1n Podo 1o 580 11.X..

H Kolhdda Ttwv Nawv, omopadikd KaTtolknuévn, Trpoopidtav yia
YEWPYIKA Kal BIOTEXVIKA TTAPAYWYI, OTTWG TA €PYACTHPIA KEPAMIKAG, TTOU
TEKUNPIWVOVTAl ammd TNV TTapoudia oplopévwy KAIBAvwy. Me tnv TTdpodo
TWV AIOVWY Ta Pvnueia NG KAAOIKAG TTOANG arToyupvwenkav oTadiakd
atrd Ta UAIKG TOUG, Ta OTToia XPNOIKOTIOINONKAV yia TNV KOTOOKEUR Twv
KTNpiwv Tou Girgenti kai TNG apxaiag TTPoArTag Tou Porto Empedocle.

2 XOAIKA pJoBApaTa: loTopia TNG TEXVNG

Mnyég

Apxaiohoyikoi xwpol oTnv ItaAia, hitps://www.sitiarcheologiciditalia.it
(TrpooTreAdoTNKE 11/1/2022)

H KolAdda Ttwv Nawv, https://www.lavalledeitempli.it (TTpooTreAGOTNKE
11/1/2022)

Mapko Tng Kolhadag Twv Nawv, https://www.parcovalledeitempli.it
(TrpooTreAdoTNKE 11/1/2022)
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https://www.sitiarcheologiciditalia.it/valle-dei-templi-di-agrigento/
https://www.lavalledeitempli.it/
https://www.parcovalledeitempli.it/

DwToypapicg

O Naoég ¢ Concordia (Ouévoia), hitps:/www.sitiarcheologiciditalia.it
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https://www.sitiarcheologiciditalia.it/valle-dei-templi-di-agrigento/

5.0 KaBedpikdg vads Tou Monreale

Ovouacia . .

A O KaBedpikdg vadg Tou Monreale

Eidog | , ,

aVTIKE pEvOU OTOPIKO YvnEio

TomoBeoia Monreale, MNMaAépuo, ITaAia

XpovoAoyia .

SnuIoupyiag 1172 Trepitrou

Anpioupyog/oi | MouAiEAPOG B' Tng AATaRIAANG
O kaBedpikds vaodg Tou Monreale, drjyou TNG PNTPOTTOAITIKAG TTEPIOXNS
Tou MaAépuo ot ZikeAia, xTioTnke armd 10 1172 Kal JETA PE TTPWTOROUAIQ
ToU Bacihid TouhéApyou B' g Altavilla. To e€&wTtepikd TOU KTNnpiou
TTOPOUCIAdEl Mia pEYAAN UEIEN QPXITEKTOVIKWY Kol OIOKOO UNTIKWY

. uBpwy, PYe TN ouVoAIKR doun Kal Toug TTUpyouc TNG TTPOCO va givai
Mepiypagn puoy pE n ooun G TTUPYOUG TNG TTpocowng

TUTTIKA VOPHAVOIKEG Kal TIG DIOKOOHUACEIC TwV ayidwy va gival kabapd
APAPIKES. ZTO EOWTEPIKO TOU KABESPIKOU vaou, PE Ta Tpia KAITN O€ oXua
AQTIVIKOU OTaupou, UuTtdpxouv TTOAAG TuTIKa BulavTivd YneidwTtd
€EAIPETIKAG KATAOKEUNG, TTou dnuioupyndnkav peTagy Tou 12° kar 13%
aiwva, oudtreplAapBavopuévou Tou XpioTou Mavtokpdropa otnv ayida.

20vdeon ME TN
XWwpa Mou, T

O kaoBedpikdG vaog Tou MovpedAhe cival €va TTpayuatiké cUupBolo
EVOWPATWONG  OIAQOPETIKWY TEXVOTPOTTIWY, €va amTd onudadl Tou
peooyelakoU XwveuTnpiou TTou ATav n ZikeAia katd Tov Meoaiwva. H
ouwiTtapén oTo  idlo  KTAPIO  DIOQPOPETIKWY  APXITEKTOVIKWY KAl
OlIaKOOUNTIKWY  PUBPWY, Ol OTIoiol  PTTopoUuV  va  atmmodoBouv  OTIg
OIaQOPETIKEG KUpIapXieg TTou EAafav Xwpa oTo vnoi Katd Tn SIApKEIa Twv

OXOAIKd alwvwy  (Bulovtivég, apoPIKEG, VOPUOVOIKEG, IOTTOVIKEG), OTTOTEAE
HaBfpaTa TTAPAdEIYUa TOU TTOAUEBVIKOU Kal TIOAUTTOAITIOMIKOU XOPOKTAPA OTOV
oTT0I0 BepeNIWBNKE N TEXVN Kal O TIONTIOPOG TNG ZIKEAIAG Kal TNG ITaAiag
YEVIKOTEPQ.
2XOAIKA paBApaTta: loTtopia, loTopia TG TEXVNG
lotooeAida TOU OApou Monreale, htip://www.comune.monreale.pa.it
(TrpooTreAdoTnke 10/1/2022)
lotooeAida TOU  Ofjuou  Monreale, hitp://www.monrealeduomo.it
(TrpooTreAdoTnKe 10/1/2022)
Mnyég

Kitzinger, E. (1991). | mosaici di Monreale, Palermo, Flaccovio Editore.

MoAimoTiké HAekTpoviko Aiktuo AladikTuakig Aéopeuong AlaAeIToupyika
Xproipa MoAupéoa, http:/cenobium.isti.cnr.it (TTpooTTEAGOTNKE
11/1/2022)
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http://www.comune.monreale.pa.it/
http://www.monrealeduomo.it/
http://cenobium.isti.cnr.it/

O KabBedpikdg vads Tou Monreale,
http:/www.monrealeduomo.it

DwToypopic/eg

O KaBedpikdg vadg Tou Monreale, E0WTEPIKN
datroyn, http://www.monrealeduomo.it
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http://www.monrealeduomo.it/e107_plugins/autogallery/autogallery.php?show=Photo%20gallery%2FIl%20Duomo%2Fmonreale%20duomo%20-%20chiesa%20esterno%2FDuomo-Esterno1.jpg
http://www.monrealeduomo.it/e107_plugins/autogallery/Gallery/Photo%20gallery/Il%20Duomo/monreale%20duomo%20-%20chiesa%20interno/monrealeduomo-int-04.jpg

6.EBvikS Mapko Aspromonte

Ovopooia P

uvnusiou E6viké MNapko Aspromonte

Eidog ., . . .

aVTIKE pEvOU AMAO: Duoikr KAnpovould

TomoBeoia KaAaBpia, ItaAia

XpovoAoyia

dnuoupyiag |

Anpioupyog/oi | -
To EBviké lMdpko Aspromonte Bpioketar avdueca oto lévio Kai 10
TuppnVvikd MéAayog. O1 arrdTOPOI TOIXO0I KOl Ol OTEVEG, YPOPIKEG KOIAGDES
CwvTavelouv ommd OpPMNTIKOUG  XEIMAPPOUG TTOU  HETATPETIOVTQI  OF
OUVOPTTOOTIKOUG KATAPPAKTEG. To TTAPKO XapakTtnpiletal ammd TepdoTia

. IOTTOIKINOTNTO. CWwV Kal QuUTWYV. Edw uTtrdpxouv TTIKPOOAPVES Kal
Tesreer B nTa ¢ ¢ PX POdGQPVES

ApMUPIKIQ, Haupeg AEUKEG, ITIEG KOl JaUupa oKARBpa, uttépoxa ddaon ogIdg
Kal TTEUKNG. YTApxouv €Tmiong (wa OTwg O AUKOG, n aypioyata, o
AQyOKEQAAOG, TO QypIOYyoUPOUVO KOl O HAUPOG OKioupog. Mpoo@Epel
OTOUG ETTIOKETTTEG TOU CUVOPTTOOTIKEG OIOOPOPEG HETT OTTO TNV TTaPBEVA
QUON Kal OPOPPEG I0TOPIKEG KAl TIONITIOTIKEG DIODPOEG.

20vdeon pe TN
XWwpa Mou, T

H opooeipd Aspromonte Bpioketal oto véTio TuAPa NG KaAlappiag-
MeAopitaviag Kal ouvOEéeTal PE TA YEWAOYIKA yeyovoTta TnG Kevtpikng
Meooyeiou, Ta OTTOIO ECAPTWVTAI KUPIWG ATTO TNV AAANAETTidOpaon PeTAgU
™G EupwttaikAg Kal Tng A@pIKavikig TTAAKaG. H 1diaitepn yewAoyia g
gival TO ATTOTEAEOUA MIOG YEWOUVOMIKAG Kal OEIOPIKAG €EENIENG TTOU
Eekivnoe Ttrpiv ammd mepioodtEpa amd 500 ekatoppupia xpoévia Kai
ouvexiCeTal akoun. ‘Eva peiypa Bouvwiv, KOPUPOYPAUUWY Kal 0POTTEDiWV
evaAAdooeTal pe BaBiEG KOIAGBEG TTou OUIAEUOVTal ATTO QPUOIKA peUuaTa
TTOU ovopadovtal "fiumare", Ta orroia pe TNV TTAPOdO Tou XPOVOU £XOUV

OXOAIKA

pHadhAuaTa dlapoppwoel  Tov  Bpdxo  Kal  €xouv  dnuioupynoel  BeauaTikoug
KatappdkTeg. Bpioketal oto KEVIpo NG Meooyeiou kal OI0BETEl pIO
agloonueEiwTn  1I0TOPIKN, KOANITEXVIKA Kal  apXQIOAOYIKA  TTapouaia,
MOPTUPWVTOG TOV apXAIKO, KAOOIKO, EAANVIKO, PECAIWVIKO Kal OUYXPOVO
TTONITIOMO.
2XOANIKG pabnuata: Puoikég eTIoTAUES, MEwypagia, loTopia, loTopia Tng
TEXVNG
lotooeAida Tou EBvikou lMapkou Aspromonte pe GUAOY QWTOYPAPIWV
Kal Bivreo, htip://www.parconazionaleaspromonte.it/ (TTpooTTEAGOTNKE

. 13/1/2022)
Mnyég

2XETIKA o€ehida oTtov o16ToTTO TG UNESCO, https://www.unesco.it
(TTpooTeAdoTNKe 13/1/2022)
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http://www.parconazionaleaspromonte.it/
https://www.unesco.it/it/Geoparchi/Detail/1068

Pietra Cappa: o peyaAUTtepog JovoAiBog oTnv EupwTrn
https://www.parconazionaleaspromonte.it

DwToypagio/eg

MewAOYIKOG XwpPog Tou KaTappdkTn Mundu,
https://www.parconazionaleaspromonte.it
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7.Mapko g Aitvag

Ovouacia . .

uvnugiou Mapko Mg Aitvag

Eidog ., . . .

avTIKapévou AMAo: Duoikr) KAnpovould

Tomo0soia 2 IKeAia, ItaAia

XpovoAoyia

dnuoupyiag |

Anpioupyog/oi | -
To lMapko NG AiTvag, 10 OTT0i0 TIEPIBAAAEI TO UWNAOTEPO EveEPYO
neaioTeio TNG Eupwtrng, BpiokeTal oTnv avatoAikh akTi TG ZIKEAIag Kai
TepIAaPBavel éva  PovadikO  QUOIKO TIEPIBGANOV  pe  €vav  OTTAVIO
OUVOUOO NS TOTTIWY, YEWTTOIKINOTNTAS KAl NPAICTEIOKWY QAIVOPEVWY. ESW

. AOYW TwV KAIJATIKWY KOl KAIPIKWY TTOPAYOVIWY Kal T opPoAoyia
Mepiypagn Y H P pay NG HOPPOAOYIOG

uTTApyouv ToTTia amd AdBa TTou evaAAdooovTal Pe Bpaxwdn oTpwuaTa
Kal TTAQYIEG, AYPIEG KOl TPOXIEG, KWVOI OKwpPIag Kal BaBiEG KONGdeG e
oykwodn Toixwuata AdBag. Ymdpxouv ddon, uypdtotrol,  AiBAdia,
BPaXwoeIG  KOPUPOYPAUPEG  TTOUu  oxnuatiCouv  éva POVADIKO
TTEPIBAAAOVTIKO HWOaiKO, KOBWG Kal pia TTAOUCIA Kal TTOIKIAN TTavida.

20vdeon pe TN
XWwpa pou, Ta
OXOAIKA
HadnuaTa

H yéveon tng Aitvag ouvdéeTal Pe TN yewduvadikg €ENIEN TNG AekdAvng
¢ Meooyeiou. Xdpn ota 2700 xpdvia EKPNKTIKAS dpaocTnpidTNTAG, TO
MEYIOTO UWOG TOU NPAICTEIOKOU KWVou EETTEPVA ofuepa Ta 3300 péTpa.
EmmAéov, n dopnp NG, N XNMEIO TV NQAICTEIOKWY TTETPWHATWY, Ol
KAIJOTIKEG  OUVONKEG KAl n  TTOpoucia  @QUTWYV Kal  (Wwwv, TTou
AAANAETTIOPOUV PE TO UTTOOTPWHA, £XOUV KaBopioel TNV €EENIKTIKN 1I0TOPIO
TWV OIKOCUCTNUATWY TTOU UTTAPXOUV OTIG TTAaYIEG TNG AiTvag.

YTrdpxouv €TTiong puBol TTou cuvdsovtal Pe TV AiTva, OTTwG EKEIVOG
oUpgwva pe Tov otroio n dpacTnEIdTNTA TOU NPAICTEIOU, Ol EKPAEEI
TEQPPag Kai AdBag eival n TUpivn "avaca" Tou yiyavia EykéAadou, o
OTTOI0¢ €ival TTAYIBEUHEVOG VIO TTAVTA O€ [Ia UTTOVEIA QUAAKA KATW aTTd
v Aitva, Kal 0Tl oI O€Iohoi TTPOKAAoUVTAl OTTO TNV TTEPICTPOP] TOU,
KaBwg gival aAucoode Evog.

ZxoAIkK& pabAuata: Puoikég emiotAueg, Xnueia, Mewypagia, loTtopia,
NoyoTexvia

Mnyég

loTooeAida yia Ta Tdpka oTnv ItaAia, http://www.parks.it (TrpooTTEAGOTNKE
13/1/12022)

loTooeAideG e GUAAOYT PUTOYPAPIWYV Kal BiVTED

Ta mdpka NG ZikeAiag, https://www.siciliaparchi.it (TTpooTe AGOTNKE
14/1/2022)
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http://www.parks.it/parco.etna/Eindex.php
https://www.siciliaparchi.it/

To mdpko ¢ Aitvag, https://parcoetna.it (TrpootreAdotnke 13/1/2022)

Unesco, https://whc.unesco.org (TrpootreAdotnke 13/1/2022)

Aitva, https://images.app.qoo.gl

DwToypapio/eg
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https://parcoetna.it/
https://whc.unesco.org/en/list/1427/
https://images.app.goo.gl/JUN49Bdeqa4GM7Fm7
https://images.app.goo.gl/h3iUgDuS1Dnh867h7

8.Moputrnia

Ovouacia n .

A ouTThia

Eidog , ,

aVTIKE pEvOU ApXaloAoyIKOG XWpog

TomoBeoia KapTravia, raAia

XpovoAoyia oc  moc

Snuioupyiag 7°-6° m.X

Anpioupyog/oi | -
H TMouTtrnia, pe €kTaon 66 eKTApiwv, aTTO TA OTTOId £XOUV AVAOKAQEi
TepiTTou 50 (OUPTTEPIAAUBAVOUEVWY TWV TTPOOCTIOKWY TTEPIOXWV), €ival
éva POVOOKKO OUVOAO OOTIKWV KAl IBIWTIKWY  KTNPiwv, HVNPEiwyY,
YAUTTTWYV, (WYPOQIKWY £pYyWV Kal WneidwTwy TETOIAG CNUOCiag yia TV
IOTOPIO TNG APXAIOAOYIAG Kal TNG apXAISTNTAG TTOU £XEI AVAYVWPIOTET WG

Nepiypapn Mvnueio TTaykoopiog kAnpovouldg g UNESCO. O1 otdxrteg kai ol

AaTTidieg TTou €Bawav Tnv TTOAN PETA TNV €kpnén Tou BelouBlou 10 79
M.X, OTTwG ava@épeTtal oTi U0 didonueg €MIOTOAEG Tou [MAiviou TOoU
VEOTEPOU, ETTETPEWAV OTNV TIPAYMOTIKOTNTA TN dlaTpnon TG HE
€CAIPETIKO TPOTIO, TTAPEXOVTAG MIa WvTavr] €IKOVA TNG OpyAvwong Twv
PWHATKWY TTOAEWV.

20vdeon ME TN
XWwpea Mou, Ta
OXOAIKA
HaBAuaTa

H apxaia TOAN BpiokeTal oc €va opotTéEdIO TTOU EAEYXEI TNV KOIAGDO TOu
TTOTOMOU Sarno, oTIG €KBOAEG TOu oOTToiou UTTAPXE AIAvVI. ZRAPEPQ, Ol
ETMOKETITEG PTTOPOUV va €I0EABOUV Ot QUTHV oo dia armd TIG apXaieg
TTUAEG KOTA PAKOG Twv TEIXWV (eicodog Porta Marina), tepmratwvTag
OTOUG apxaioug TTAOKOOTPWTOUG OPOPoUG TnG, OTIOU PTTOPOUV va
ETMIOKEPOOUV TOOO TATTEIVEG 600 Kal TTAOUCIEG KATOIKiEG PE OIOKOOUNOEIG
TOIXWV Kol damédwy, KAtaoTAuaTta, TNV Ayopd ME Toug dnuOCIoug
XWPOUG Kal Ta KTAPIA TNG, 1€POUG XWPEOUG, IANATIKA AOUTPA Kal KTAPIA yia
TTOPACTACEIG 0T BEATPIKI) CUVOIKIa Kal TO ap@IBEaTpo. H TTpoéAsucn Tou
OIKIOpoU eival apéfain, meavoTaTa ETPOUOKIKN, Kal PYOvo Xdpn OTIG
APXOQIOAOYIKEG €PEUVEG KATEOTN dUVATOV va EVTOTTIOTOUV TA TTOAAIOTE PO
€PeitTa, Ta otroia xpovoAoyouvTal PeTagu Tou TEAoUg Tou 7°Y kal Tou
TTPWTOU piIcoU Tou 6°° aiwva T.X, 6Tav XTioTnKav Ta TTPWTa TEiXN NG
TOANG amd TOmIKS YKpio TOUQO, YVWOTO w¢G "pappamonte”,
oploBeTwvTag Hia €ktaon 63,5 ektapiwv. H karaokeur piog véag
oxUpwaong ommd acPeatdAIBo Tou Sarno xpovoAloyeital atrd Tov 5° aidva
m.X, n oTmoia TPETEl va akoAouBnoe TrapoOuola Tropeia pe TNV
TTponyoUHeVN- aAAd POVO KOTA TN CauVITIKR TTEPiodo n lMoutrnia £Aape
Ioxuprl wbnaon otnv aoTikotoinon. Mpog 10 TAog Tou 4% alwva X,
META TN VEa TTiEON MO TOUG ZAMVITEG TTPOG TNV AKTH, N PWN £TTEKTABNKE
oTadIaKA OTn VvOTIa IToAia: OUOTAUATA OCUMPPOXIWY KAl VIKNQOPES
OTPATIWTIKEG EKOTPATEIEG TNV KATEOTNOAV TEAIKA NYEWOVIKN) O OAn TNV
KapTtravia (343-290 11.X.). H MouTtrnia €yive €101 £€TQipOG (OUMPAX0G) OTNV
TTONITIK} opydvwon NG pwuaikAg respublica, evavriov g oTtroiag
emmavaoTatnoe 10 90-89 1.X., padi ye GAAoug ITOAIKOUG Aaoug, o1 OTToiol
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O1ekdIKOUTaV 0N KOIVWVIKOTIONITIKA agloTTpETTeia €vavT NG Pwung.

2XOAIKG paBAuaTta: loTopia

Mnyég

loTooeAideG e YKOAEPI pwTOYpaPILV Kail BiviEO

AgioBéara ¢ [loutrniag, http://pompeiisites.org  (TTPOCTTIEAGOTNKE
22/2/2022)

lotooeAida  agepwpévn oty lMopTtrnia,  https://www.pompei.it
(TTpooTrEAGOTNKE 22/2/2022)

dwroy paial/eg

Unesco, https:/www.unesco.it (TrpooTreAdoTnKe 22/2/2022)
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http://pompeiisites.org/pompei-map/
https://www.pompei.it/
https://www.unesco.it/
https://artbonus.gov.it/2267-parco-archeologico-di-pompei.html
https://artbonus.gov.it/2267-parco-archeologico-di-pompei.html

9.01 omrnAKg (Sassi) Tng Matépa

Ovouacia
HvnuEiou

O1 otrnAiég (Sassi) Tng MaTtépa

Eidog
QAVTIKEIJEVOU

MoAImoTikS TOTTIO

Tomo0soia Basilicata, ItaAia
XpovoAoyia , ,
Snpoupyioe NeoAIBIkr TTe piodog
Anpioupyég/oi | AyvwaTog
O1 ornAiEG TNG Matera eival dUo yertoviEg Tng Matera, 1o Sasso Caveoso
Kal To Sasso Barisano, mmou oxnuaTti(ovral ammd Kriopata kal Bpaxwon
. apxITEKTOVAUATa Aageupéva OTOU ayxoug TG Murgia materana kai
Mepry pof PX alt Geup S Bpdxoug g Murg

KaTolkoUvTal a1Td TOUg TTPOIOTOPIKOUG Xpovoug. Madi pe Tn ouvoikia
Civita (TTou eival xTiopévn otnVv TIPOEEOXN TTOU Xwpiel Ta duo Sassi),
atroTeAOUV TO I0TOPIKO KEVTPO TNG TTOANG Matera.

20vdeon ME TN
XWwpa Mou, T
OXOAIKA
HadAuaTa

O1 omrnAiEG TNG Matera gival €vag aoTIKOG OIKIOPOG TTou TTPOAABE aTTd TIG
O14QOPEC HOPPES EKTTONITIONOU Kal £EAVBPWITICHUOU TTOU EAafav Xwpa JE
TNV Tapodo Tou ¥Xpdvou, atrd Tn VEOAIBIKA TTEPI0dO WG TV £YKATACTAC
TOU avaTtoAikoU TTOAITIguoU (9°¢- 11°¢ aiwvag), TTou atroTeAolv TO a0 TIKO
uTTOOTPWHA TWV YEITOVIWY “Sassi”, ye Toug d1adpouous, Ta KavAaAia Kal
TG Oe€apevEg. O xwpog armoreAoloe TTAVTOTE £€vav ONPAVTIKO KOUPo TNG
TTOANG NG Matera amd Tnv €moxA TG apxaiag TOANG AuTIKOVOPUavVOO-
oouaBiknig TTpoéAeuang (11°- 13° aiwvag), Pe TIS OXUPWOEIG TNG WG OTIG
OAAETTAAANAEG eTeKTAOEISC TNG TNV €TToXN TNG Avayévvnong (15°-16°
QIVAG) Kal TNV aOoTIKA avdarrTuén Tnv emoxr Tou Mrapdk (17°-18%
aiwvag). Kai, T€Aog, ammod TNV KOIVWVIKA - UYEIOVOUIKA TTapakur Tou 19V
Kal TOU TIPWTOU MIooU Tou 20% aidva péXPl TIC EKTOTTIOEIC TTOU
dlatdxOnkav pe €OVIKO vopo TN dekaeTia Tou 1950 wWg TN OnuEPIVA
avakapyn TTou ¢ekivnoe pe Tov vopo Tou 1986.

2XOAIKA paBnuarta: loTopia, loTtopia Tng TExvng

Mnyég

loTooeAideg e YKAAEPI QTOYPAPIWV Kal BiviEO

loTooeAida “Sassi  di  Matera”, https://www.isassidimatera.com

(TTpooTrEAAOTNKE 22/2/2022)

ToupioTiké TTopTaA “Matera”, hitp://www.matera.cloud/it (TrpooTrE AGOTNKE
22/2/2022)
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http://www.matera.cloud/it/index.asp?nav=sassi-matera

DwToypapioleg

O1 otmAEg (Sassi) NG MaTépa, https://www.isassidimatera.com
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10.Noupayiol

Ovopooia N .

uvnusiou oupayiol

Eidog . .

aVTIKE pEvOU MoAIMoTIKG TOTTIO

TomoBeoia 2apdnvia, ItaAia

XpovoAoyia N .

SnuIoupyiag 2" yihigTia . X

Anpioupyog/oi | -
MpoKeImal yia TTETPIVEG KATAOKEUEG O OXAMA KWVOU TTou PBpiokovTal o€
OIAPOPETIKEG OUYKEVTPWOEIG O OAn T Zapdnvia. Eival povadikad Kai

, AVTITTPOOWTTEUTIKA OTOIXEia Tou TTOAITIOPOU Twv Noupdyiwyv. [Mepitrou
Mepiy pagn

ETITA XINAOEC (CUPQUWVA PE OPIOHPEVES TTNYEG OKTW XIAIGOEG) TTapapPéVouV
6p0ia, didotTapta e 6Ao TO vnoi, Katd PEéco 6po éva ava 3 km?, Kai
XapakTtnpifouv £viova To TOTTiO TNG Zapdnviag.

Z0vdeon ME TN
XWwpa Mou, T

ZXETIKA PE TN AEITOUpyia TOUG O1 QTTOWYEIG TwV YEAETNTWYV dlioTavTal, ol
TTEPICOOTEPOI OPWG TTIOTEUOUV OTI XTIOTNKAV KOTA T OeUTEPn XIAIETIO
m.X, amd 10 1800 m.X €wg 10 1100 M.X.. OPICUEVES KATAOKEUEG €ival
IO TTOAUTTAOKEG Kal apBpwTég, TTpayudaTikd kaoTpa Nuraghi e Tov
WNAGTEPO TTUPYO O OPIOHEVEG TTEPITITWOEIS va PBAvel 0 YOG PETAEU
gikool TEVTIE Kal TPIAVTO MPETPWYV. ZTIC TIEPIOOOTEPEG TTEPITITWOEIS,
WOTOOO, TTPOKEITAI YIa OTEVOUG TTUpYyoug, Uwoug 10 £wg 20 pETpwy, ME

OXOAIKd O1GpeTPO 0T BAon Toug PETOEU 8 Kal 10 PETPWV.
HadAuaTa
2€ OPIOUEVEG TTIEPIOXEG PpiokovTial O0e omméoTaon Aiywv €KATOVTAdWV
METPWV PETOEU TOUG, OTTWG OTNV KoIAGda Tou Nuraghi oTnv 10TOPIKA
Treploxn Logudoro-Meilogu, A oTig Trepioxég Trexenta kair Marmilla.
ZXOAIKA paBAuarta: Mewypagia
loToo€Ai®EG e YKOAEPI QTOYPAPILV Kal BiVIEO
loTooeAida agiepwuévn oTta KdoTpa Noupdyiol, https://www.nuraghi.com
Mnyég (TTpooTreAdoTNKE 23/2/2022)

Mepipépela ™mg 2apdnviag, http://www.sardegnacultura.it

(TTpooTEAdOTNKE 23/2/2022)
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11.2kdAa Tou MiAGvou (Teatro alla scala)

Ovopuacia . ,

uvnusiou 2KAaAa Tou MiAdavou

Eidog | . ,

QVTIKEIPEVOU OTOPIKO HVNLEIO

TotmroBeoia MiAévo, ITalia

Xpovoloyia

Snuioupyiag 03/08/1778

Anpioupyog/oi | Giuseppe Piermarini
H 2kdAa Tou MiIAdvou gival XTIOPEVO CUPQWVA [E TO ETTAVAAANPBAVOUEVO
oX€010 TTOAWYV ITOAIKWV BedTpwy Tou TAoug Tou 18°Y aibdva. AlBETE!

" TTETAAOO OI4Tagn, TTOAAG eTTiTreda Bewpeiwv Kal KAPAPIVIWV:
T et XNHN &n P Hap n

didraén Twv Xwpwv AauBdaver uttOwn TIG AEITOUPYIEG YyIA TIG OTIOIEG
Trpoopifovtal. To Teatro della Scala ivai éva atd Ta 110 didonua Béatpa
OTOV KOO MO Kal €ival YVWOTO WG 0 VOOG TNG OTTEPAG.

20vdeon MpE TN
XWwpa Mou, T

H ZkdAa Tou MiIAdvou o1o MIAGvo TTApe TO dvopd Tou atrd Tnv TTAQTEIQ
oTnv otmoia xTioTnke, TNV Piazza della Scala. H mAateia auTtr) ovopddleTal
€101, emeIdn ekei BpiokdTav amd 10 1381 n ekkAnoia Santa Maria alla
Scala. To B¢arpo cival 1Blaiepa didonuo onuepa, e Bewpeital N
onuavTtikétepn 6trepa TG ItaAiag. KaBe xpovo oTig 7 AckepPBpiou avoiyel

OXOAIKA

ut)x(eﬁpaw n oefOv NG OTTEPAG: N TTPEMIEPA TNG ZKAAOG ival Eva «must» yia OAOUG
TOUG AATPEIG TNG OTTEPQG.
2XOAIKG poBruara: loTtopia, Newypagia, Mouoikh, loTopia Tng TExvng
loTooeAida a@iEpwpévn otV I0Topiad TNG 2KAAAg Tou MiAdGvou,
https://www.focus.it/cultura (TrpootreAdoTnke 27/11/2021)

Mnyég

loTooeAida  Tng www.teatroallascala.org

(TTpoOTIEAACTNKE

2KAAag
27/11/2021)

Tou  MiAdvou,

DwTtoypopia/eg

2kaAa Tou MIAGvou, ecwTepIkn drrown, https://milanoevents.it/2021
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https://www.focus.it/cultura/storia/inaugurazione-teatro-alla-scala-storia
http://www.teatroallascala.org/
https://milanoevents.it/2021/04/29/riapertura-teatro-alla-scala-milano-biglietti-muti-chailly-prima/

12.Zupapiké

Ovopooia

VIO Zupapikd

Eidog . OwIKA kal yaoTpovouik TTapddoon

OVTIKEINEVOU

TomoBeoia Kevtpikn kai NoTia ItaAia kai Kiva (xwpa TpoéAsuang)

XpovoAoyia

Snuoupyiag |

Anpioupydg/oi | -
Ta Cupopikd gival éva TTIaTo e BAon 1o aAeUpl TTOU TTPOEPXETAI OTTO TNV
KEVTPIKA Kal vOTIa ITaAia.
Ytrdpxouv di1d@opol TUTToI CUPAPIKWY, Ol OTToiol dlakpivovTal avaAoya e
TO OXNMO TOUG. Otewpeital AvaTTOOTTOOTO PEPOS TNG ITAAIKAG (WAG Kal

MNepiypapn KOUATOUPAG, KaBWG N KAatavaAwon yeUUaTog Kal JeffTvou ammoTeAEi EPOG

NG KaBnuepvNg dwng.

Mrropei va TTapookeuaoTei pe TN dIEAAON CUUOPIKWY HECW XAAKIVWV
pMNTPWV, TNV €Aaon Kal otn cuvéxela TNV EApavon TG CUPNG TTou EXel
TTOPACKEUQOTE YE O1IYOAAI Kai vepOd.

20vdeon ME TN
XWwpa Mou, T

20pQwva Pe TV TTapadoon, o Mdapko Moo fTav autdg TTou oUoTNOE TA
Cuuapikd oToug AUTIKOUG, agou Ta dokipaoe oTnv Kiva. ZTIg apxég Tou
14°Y aiwva, UTTAPXoUV HapTupies yia epyoaTripia {upapkwy aTn Mévopa.
H katavdAwon Cuuapikwyv apxikd Oev eCATTAWONKE OTIG QTWXOTEPES

OXOAIKd g ; i 4 i i

paBAuaTa TAEEIG, AOyw Tou UWnAoU TOUg KOOTOUG TOUG EKEIVN TNV ETTOXN.
2XOAIKA paBApata: Xnueia, lotopia, Mewypagia
Al0dIKTUAKN EykukAotraideia TRECCANI,
https://www.treccani.it/enciclopedia (TrpooteAdoTnke 11/1/2022)

Mnyéc EykukAotraidela Britannica, https://www.britannica.com (TrpooTe AdoTnKE

11/1/2022)

Wikipedia, H EAe06epn https://en.wikipedia.org

(TTpooTreAdoTnke 11/1/2022)

EykukAotTaideia,

DwToypapio/eg
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https://www.treccani.it/enciclopedia/pasta/
https://www.britannica.com/topic/pasta
https://en.wikipedia.org/wiki/Pasta

13.01 TpouAoi Tou AAUTTEPOUTTEAAO

Ovopuacia

uvnusiou TpoUAoi

Eidog . MoAIMIOTIK) KAnpovouid

QVTIKEIPEVOU

TotroBeoia Alberobello otn voTia AtrouAia, talia

;(:I,:I‘::JAI:\,!\I{:XGG Katd Ta péoa Tou 16 aiwva

Anpioupydg/oi | -
O1 Trulli givan TTapadooiakeég KaAUBeg atmd EEPOABIEC Pe OTEYN aTo
EVOWMATWHEVEG TTAAGKEG. 'ExXouv XapakTnpioTik opBoywvia doun e
KWVIKl OTEyn ammd evowUoTwHEVEG TETPEG. Mia TTOpTa KAl HIKPA
TTapdBupa avoiyouv oToug dmTAoUg Toixoug. Or oTéyeg €xouv OITTAN

MNepiypaepn oTpwon: €va eOWTEPIKO BOAWTS KAAUPpa aTmd KWVIKOUG AiBoug, TTou

KataAfyel o évav akpoywviaio AiBo, kal évav eEWTEPIKO OTEYOVO KWVO
atré aoBecTOABIKEG TTAAKEG. O1 OTEYEG TWV KTNPIWV KATAAyoUuVv O€ HIO
lIaKOOUNTIKA KOpU@r] TTou TTPooPIfOTAV VA OTTOUAKPUVEl TIG KOKEG
ETTIPPOEG A TNV KAKOTUXIA.

ZUvdeon e TN
Xwpa Mou, T

Mpiv atré trepimou xiAia xpovia (1.000 11.X.) TNV TTEPIOXA TOU CnUEPIVOU
Alberobello oTn véTia ATTouAia UTTHPXAV AYPOTIKOI OIKIO O TTOU apyoTEPa
egehixbnkav oTig onuepivég Treploxég Aia Piccola kai Monti. Méxpr Ta
péoa Tou 16°° aiwva, n Teploxy Monti di€Bete Trepitrou 40 trulli, aAAG o
OIKIONOG dpxIoe va eTTEKTEVETAI JOAIG TO 1620. Me Tnv TTGpPOodO TOU

Erasmus KA 227 Culture heritage and Gamification in Education

OXOAIKG XPOVou, O PpuBUOC KATAOKEUAG Twv  Kaivoupylwv trulli - peicdnke
HaBAuaTa onuavtikd. Metagy 1909 «kai 1936, Tuuata Tou Alberobello
XOPOKTNPIOTNKAV WG TIPOCTATEUOUEVA PVNUEIQ TTONITIOTIKI G KANPOVOUIAG.
2XOAIKG poBruata: loTopia, loTopia TG TEXVNG
2XETIKNA oelida oTov IOTOTOTIO ™mg Ouvéoko
https://whc.unesco.org/en/list/787/ (TrpooTre AGoTnke 23/2/2022)
Mnyég
Wikipedia, H EAe0Bepn EykukAotraidela,
https://en.wikipedia.org/wiki/Trullo (TrpoaTeAdoTnKe 23/2/2022)
DwTtoypapia/eg
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https://whc.unesco.org/en/list/787/
https://en.wikipedia.org/wiki/Trullo

14.Ta Nnoid Tremiti

g\)’r‘:‘:’gg&q Ta Nnoid Tre miti

Eidog . Puoikr KAnpovouid

OVTIKEIPEVOU

TotroBeoia Atroulia, ETrapyia Foggia, ItaAia

Xpovoloyia

Snuioupyiag |

Anpioupydg/oi | -
Ta vnoid Tremiti eival €va cUpTTAEyua vnoiwv TG AdpiaTikhg 8GAacoag.
‘Eva pEpog TNG ETTIKPATEIAS Toug ard 10 1989 BpiokeTal oTto «BaAdocio
QUOIKS KaTauyio Twv Nnoiwv Tpéuim». Katd Tn pwlaikn €TTOXr Ta vnoid
ATav yvwoTd w¢ Trimerus Kal eKEi 0O auToKpATopag AUYouoTog £EOPIOE

Mepry pof TV aviyid Tou louAia. Z& auTtd TO £8a@Pog XTIoOTNKE OTO TOUu BeveDIKTIVOUG

MovayoUg TO TIPWTO OpnNOKEUTIKO KEVTPO TWV vnoIwv Tng AdPIATIKAG.
Katd Tov 11° aiva 10 ouyKpoTNHa £QPTacE 0To atroyeld Tou kal 1o 1045
€yive avolkodoéunon atrd Tov eTTiokotro Apaywvdpag. Katd 1 didpkeia
NG QACIOTIKAG TTEPIOdOU £E0pioTNKAV O AUTA Ta vnoid o Sandro Pertini
Kal o Amerigo Dumini.

Tuvdeon e TN
XWwpa pou, Ta

Ta vnoid Tremiti avTITpoowWTTEUOUV MEPOG TNG TEPACTIOG ITAAIKNG
KANPOVOUIAG TTONITIOTIKOU Kal KAAAMITEXVIKOU evdlagEépovTog. AT Tnv
apxaidTnTa atroAecav £va TTePICATNTO PEPOG Yia Toug Aativoug. Ao

SN ™Mv GAAn, otn vedtepn €mox MIa oglpd ommO TIOAU  ONMPOVTIKEG
HoBRAuaTa TTPOOWTTIKOTATEG, OTTWG YIa TTapddelypa o Sandro Pertini Tépacav atmo
auTo ToV TOTIO YIa d1Gpopoug AGyoug.
ZXOANKA poBruata: loTtopia, lotopia TG Téxvng, OpPNOKEUTIKNA
ekmaideuon, MNewypagia
Wikipedia, H EAe0Bepn  EykukAotraidela, https://it.wikipedia.org
(TTpooTreAdoTnKe 11/1/2022)
Mnyég

lotooeAida g lMepipépeiag Puglia, http://www.comune.isoletremiti

DwToypapio/eg

(TTpooTreAdoTNKe 11/1/2022)
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https://it.wikipedia.org/wiki/Isole_Tremiti
http://www.comune.isoletremiti.fg.it/hh/index.php

15.0ivog appwdng Spumante

Ovouacia

A Oivog appwdng Spumante

Eidog .

AVTIKE pEVOU Mpoidév OvoyooTpovouiag

Tomo0soia Piemonte, ItaAia

Xpovohoyla 19% aivag

dnpioupyiag

Anpioupyég/oi | AdeAgoi Gancia
To Spumante cival évag €idog appwdoug oivou. O 6pog «spumantex
ava@épeTal OtV avamTuén Tou a@PoU Trou €KONAWVETQI HE TOV

Nepiypapn avapBpacpd. Ta mv  Tapaywyr] Tou KAoOIKOU a@pwdousg oivou

XPNOIUOTTOIOUVTAl OUBETEPES TTOIKIAEG OTaQUAILY, dNAAd dev TEivouv
oUTE TTPOG TO £pUBPS OUTE TTPOG TO ASUKO, OAAG TEiVOUV OTO "podE".

20vdeon ME TN
XWwpa Mou, T

To 1maAiké a@pwdeg Kpaoi o@eilel TN yévvnor Tou oToug adepPous
Gancia 1mou BeAav va TreIpauaTioTouv e Tn pEBodO «champenoise» o€
TOTTIKEG TTOIKIAIEG OTa@QUAIWY Tou Piemonte. 'HOn amd v emoxn Twv
Pwuaiwv ATav yVwoT0 WG «Kpaai Tou agpoux». Katd tnv Trepiodo g
Avayévvnong €Xoupde MEPIKEG OKOPN eVOEICEIC yia TNV  TTapaywyn
appwdwv oivwv. O1 peydlol TTapaywyoi, AdeAgoi Gancia, ol oTroiol

OXOAIKA i | i ) ] i

HaBAuaTa e€akolouBolv va eival didonuol akoun Kai oApepa, €¢noav Tov 19°
alwva. ZAPEPA, O aPPWdNG 0ivog amOTEAE BOACIKO PEPOG TWV ITAAIKWV
EOPTOOHWV.
ZXOAIKG paBAuata: Xnueia, Mewypagia, lotopia, AoyoTtexvia
lotooeAida yia Tnv loTopia Tou ITaAikou spumante, Cosa bisogna sapere
sulla storia (TrpooTreAdoTNKE 11/1/2022)

Mnyég

Wikipedia, H EAe06¢epn
(TTpooTreAdoTnke 11/1/2022)

Eykukhotraidela,  https:/it.wikipedia.org

DwToypopic/eg

dwToypaic
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https://www.club-del-vino.com/it/quello-devi-sapere-sullo-spumante/
https://www.club-del-vino.com/it/quello-devi-sapere-sullo-spumante/
https://it.wikipedia.org/wiki/Vino_spumante
http://crb-concerts.be/wp-content/pics/afbeelding-van-de-fles-champagne-popping-6.png
http://crb-concerts.be/wp-content/pics/afbeelding-van-de-fles-champagne-popping-6.png
https://www.vinifero.it/wp-content/uploads/2019/09/flute-790x1024.jpg

16.To lNapko Twv TepdTtwyv Tou Bomarzo

Ovouacia , .

uvnusiou To MNdpko Twv TepdTwy TOU Bomarzo

Eidog | , ,

QVTIKEIPEVOU OTOPIKO pvNHElo

Totrofeoia Bomarzo, EtTrapyia Viterbo, Lazio, ItaAia

XpovoAoyia

dnuioupyiag 1547

Anuioupydg/oi | Pirro Ligorio
To lMNapko Twv Tepdtwv Tou Bomarzo (Sacro Bosco di Bomarzo i Parco
dei Mostri) gival TO TTOAQIOTEPO TTAPKO YAUTTTIKHG OTOV OUYXPOVO KOG LO.
Méoa o€ autd TO OACOG UTTAPXEI MIA EKTTANKTIKI) Oladpour) aTtod

. uBoloyikd Cwa Kal yiyavria TTETPIVA TEPOTA, COUPEOAIOTIKA KThPIA,
Mzpry pop M YK ¢ yIy P P P Ap

ETTIVPOQYEG,  alviydata  Kal  AOYOTEXVIKA  OTTOCTTACMOTA, OT0  TIG
MeTapopeuwoeic Tou OBIdiou Péxpl TN Ocia Kwpwdia kal To AeKauepo.
2xedldotnke ammd Tov apxitéktova Pirro Ligorio kai TTopayyéABnke artmd
Tov TrpiyknTa Pier Francesco Orsini.

Z0vdeon ME TN
Xwpa Mou, T

To lMapko Tepdtwv Ppioketal otnv KolAdda Tou TiBepn, METAEU TOU
Adtoio kal Tng OUPTTPIa, Kal KAAUTTTEI JIa €KTOON TTEPITIOU 3 EKTAPIWY O€
€va 600G KwvoPopwv Kal UANOBOAWY BEvTpwv. MNpdkeital yia €va €idog
TTapapuBéviag éaong Tou XpovoAoyeital amd Tov 16° aiwva. Ta
agloB€atd Tou gival yepdta cuPPBOAIOUOUG, PE OUVEXEIC AVOPOPEG OTN

OXOM KA MuBohoyia kal TOV  KOOPO TNG @avtooiag. Ta yAurrtd  eivai

HaBAuaTa KATOOKEUAOPEVA aTTO BACAATN, £va UAIKO TTou €ival SIOBECIUO OE YEYAAEG
TTOOOTNTEG OTNV TTEPIOXN, KAl TTOAA a1Td QUTA QPEPOUV QIVIYUATIKEG KAl
MUOTNPIWOEIG ETTIVPOPEG.
ZXOAIKa paBruara: Mewypagia, loTopia, loTopia Tng TExvNg, NAoyoTexvia
lotooeAida vyia 10 Tldpko Twv Tepdtwv TOou  MrTopdpToo,
https://www.bomarzo.net (TrpootreAdoTnke 21/2/ 2022)

Mnyéc H lotooeAida Tou Tldpkou Twv TEPpdTWV TOU  MimoudpToo,

https://www.sacrobosco.eu/ (TrpooTTeAdoTNKE 21/2/2022)

Wikipedia, H EAe0Bepn
(TTpooTrEAGOTNKE 21/2/2022)

Evkukhotraidela, https://en.wikipedia.org
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https://www.bomarzo.net/
https://www.sacrobosco.eu/
https://en.wikipedia.org/wiki/Gardens_of_Bomarzo

DwToypapioleg

To Mapko Twv TepdTtwy Tou Bomarzo
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17.Mévte Iaieg (Cinque Terre)

Ovouacia , . .

A MNévre MNaieg (Cinque Terre)

Eidog , ,

aVTIKE pEvOU duoikA ToTToBeTia

TomoBeoia Liguria, ItaAia

Xpovohoyla 6° aiwvag 1. X

dnpioupyiag

Anpioupyog/oi | ‘EAAnveg &roikol
O1 NMévre Taieg (Cinque Terre) eival apxaia xwpid wapddwv TTOU
BpiokovTal katé pAkog TG akTAg NG Alyoupikng PiBiEpag, otnv EtTapyia
La Spezia. Ze aut Tnv TepIOXA UTTApXoUV TTEVTE Xwplid: Monterosso al

. Mare, Vernazza, Corniglia, Manarola kai Riomaggiore. Autd 10 XwpId
Mepiy pagn

gival yvwoTtd oe 6Ao 1OV KOOWO yiO TN OTTAVIO OHOP@IA TOUG Kal
BewpouvTal atrd Ta TI0 EAKUCTIKA ToupioTIKG BEpeTpa TNG ITaAiag. ATTd 1o
1997 avrikouv oTov KatdAoyo Tng MNaykodopiag MoAimoTikAg KAnpovouidg
¢ Unesco.

20vdeon ME TN
XWpa Hou, T
OXOAIKA
HalnuaTa

H 1o1opia Tou Movtepdooo avayeTal OTOUG PWHAIKOUG XpOvousg Tng
Anpokpartiag, woTéco0 0 apPXAIOTEPOG OXUPWHEVOS TTUPAVAG  TOU
Xpnolgotroinénke €triong Katd TNV €10PoAn Twv AopBapduwv. H idpuon
NG Vernazza xpovoAoyeital Katd Toug pwuaikoug xpovous. H Vernazza
gival yvwoTh yia TNV aoTKR TG doun, n ormoia Xapaktnpifetar armo
TTUPYOOTTITA TTOU  TTApaTdooovTal KATd MPAKOG NG SI1adpoung g
KoIAadag. Tnv idla trepiodo 16pubnke kKal 1o Xwpld Corniglia. To évoua
Corniglia tpoépyetar amdé Toug OUO TTPWTOUG KOTOIKOUG TnG: TNV
KopvnAia kai Tov yio 1ng, Tov KopviAio. H Manarola arroteAei pépog Tou
OApou Riomaggiore, woTt6c0o n idpuct) TG avAyeTal O APXAIOTEPN
£TTOXN, OKOMA KAl OTTO TV PWHAIKA ETTOXN.

Mepikd oTrimia Bpiokovralr Tavw 0 €vav ypa@IKO Kal OKOUPOXPWHO
Bpdxo, dirAa ot BAaAaccoa. Ta umdéAonTa OTTimIa €ival TTAPATETAYMEVA
KaTd prikog tou kavaAiou Rio di Groppo. To Riomaggiore xtioTnke armmd
Mia opdda EANMjVWYV arToikwv.

2XOANIKG poBruata: loTopia, Mewypagia, loTopia Tng TExvNg

Mnyég

ToupioTikd TTOPTAA yia TG TMévte [aieg, htips://cinqueterre.a-turist.com
(TTpooTrEAGOTNKE 21/2/2022)

Wikipedia, H EAe06¢epn
(TTpooTrEAGOTNKE 21/2/2022)

Eykukhotraidela,  https:/it.wikipedia.org
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https://cinqueterre.a-turist.com/ita/history
https://it.wikipedia.org/wiki/Cinque_Terre

DwToypagio/eg
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https://www.10cose.it/cinque-terre/cosa-vedere-cinque-terre

18.ITaAIkEG BIAAEKTOI KAl YADOOEG

Ovopoaoia i , ,

A ITaAIKEG DIGAEKTOI KOl YAWO OEG

Eidog ., .

aVTIKE pEvOU AUAN KAnpovouid

TomoBeoia OA\eg o1 repIoxéG TG ITaAiag

XpovoAoyia . . .

SnuIoupyiag ATT6 ToV lMpwiyo Meoaiwva

Anpioupyog/oi | -
MeTd TNV TITwon TNG PwaikAg AUTOKPATOPIAG KAl TOV KATAKEPUATIO PO
NG XEPOOVAOOU Of TTOANG DIOQPOPETIKA TTEPIPEPEIOKA KPATN KATA TOV
Meoaiwva, Tnv Avayéwnon kai pgéxpl Tov 19° aiwva, n lralia diatpnoe
oTNV EMKPATEIG TNG MIA TEPACTIA TTOIKINIO YAWOO WV, Ol OTToiEG DIEPEPAV

Mepiypapn atrd TTEPIOXA OE TTEPIOX Kal amrd €TTApYXia O¢ £TAPXia, HEPIKEG ATTO TIG

oTToieG BewpouvTal BIAAEKTOI A TTEPIPEPEIOKES TTAPAAAAYEG TNG ITOAIKAG,
EVW GAAEG BewpoUvTal PEIOVOTIKEG YAWOOEG, OTIWG OTNV TTEPITITWON TNG

AaBIVAC, TNS oapdnvikAg, TS @PIOUAIGVAC, TNS GABAVIKAC Kal TNg
eAnNVIKAG TG KaAaBpiag.

Zyvdeon ME TN
Xwpa Mou, T

H TTapouadia piag ®ETol0g TTOIKIAIAG YAWOOWY OTNV ITAAIKY E€TTIKPATEIA
atmmoteAei onuAdl TG TTONITIKAG 10TOPIAG KAl TOU TTOAUTTOAITIOMIKOU
TTapeABOVTOG TG Xwpas. O1 YAWOOIKES PEIOVOTNTEG, TTOU £LakoAouBouv
va UTTAPXOUV OTn XWPa, MOPTUPOUV TOug Aaoug TTou, oTo didBa Twv
alwvwy, TEpaocav ammd 10 €00@OG TNG, AvaMeEiXBnKav pe TOV VTOTTIO
TTANBUCPO Kal dnuioUpynoav €va €EQIPETIKA TTPWTOTUTTO €£BVOTIKO Kal

OXOAIKd YAWOOIKG peiyua. AkOPn Kal o OIGAEKTOI, TOOO TIOAUGPIBUES Kal
HaBfpaTa TTOIKINOHOPQEG, €ival OTOTEAEOUA TNG TTONITIKAG I0TOopiog TNG IaAiag, n
oTroia ETTPETIE va TEPIPEVEl PEXPI Tov 19° aiwva yia TNV TTOAITIKA Kal
YAWOOIKA TNG evoTNTA.
ZxoAikd poBnuarta: Mewypagia, loTopia, ITaAikh yAwooo
Anuo@INéG  Bivieo yia ITOAIKEG  BlaAékToug, https://www.youtube.com
(TrpooTreAdoTNKE 22/02/2022)
Mnyég

A1adpaoTIKOG XapTng OIONEKTWV, https://www.localingual.com

TTpooTIEAGOTNKE 22/02/2022)
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https://www.youtube.com/watch?v=e34M6P1NXYM
https://www.localingual.com/?ISO=IT

DwTtoypapia/eg
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https://it.wikipedia.org/wiki/Lingue_dell%27Italia
https://it.wikipedia.org/wiki/Lingue_dell%27Italia
https://it.wikipedia.org/wiki/Legislazione_italiana_a_tutela_delle_minoranze_linguistiche

19.H MAarteia Twv Oaupdtwy

Ovopuacia , .

A H MAateia Twv OaupdTwy

Eidog | . ,

OVTIKEIPEVOU OTOPIKO pvNHElo

TomoBeoia Mica, ITaAia

XpovoAoyia oc 0C iyt

Snuioupyiag 12°- 13 aiwvag

Anpioupyog/oi | Aiipopol apXITEKTOVEG, KAAITEXVEG, YAUTTTEG
H atmmokaAoUpevn MAaTteia Twv Oaupdatwy (To TTPAyUaTIKG TNG dvoua gival
Piazza del Duomo) g mOAng tng MMiCag Tng Tookdavng eival TTOAU
o1donun kal atrotreAei pvnueio Traykéopiag kAnpovouids tng UNESCO
atrd 10 1987. H TAateia ovoudoTnke £T01 AOyWw TWV TECCAPWY PVNHEIWV

Mepiypapn TTOU BpiokovTal o€ auThv Kal Ta oTroia o TroinTr ¢ Gabriele D'Annunzio

atmmokdAeoce "Qaupata™: o KaBedpikdg Nadg, 1o Bammiomiplio Tou San
Giovanni, To Mvnueiokd Nekpotageio kal To Campanile, yvwoToTEPO WG
0 TrEPipNUOG KEKAINEVOGS TTUPYOS TG TMidag, TTou £xEl yivel €dW Kal Kaipd
T0 oUPBOAO TNG TTOANG.

Z0vdeon MpE TN
Xwpa Mou, T

H mAateia Twv OQaupdtwy atroTteAei Ye Ta TEOOEPA pvnuEia TNG €va
eCaIPETIKG TTOPAGdEIYHA ITOAIKOU popavikou Kal yoTOikoUu puBuou, TTou
HapTupd TN onpacia NG TMOANG TnG Miag katd Tnv eTToxn Twv NauTIKWY
AnuoKpaTIWV Kal KATd TNV TTEPIOS0 TWV KOIVOTIKWY aywvwy Katd Tov 13°
Kal 14° aiwva omv hoAia, 6tav n Mida ATav 0 OoKANPOG avTimaAog

oxoA1kd ) . . o .

poBRApaTa OPICUEVWY OTTO TIG ONUAVTIKOTEPES ITAAIKEG TTOAEIG TNG ETTOXNAG.
2XOANKG  paBriuata: oAk yAwooa, loTtopia, lotopia g Téxvng,
OpPNOKeUTIKN EKTTAIdEUCN
Eikovikn TIEPINYNON, https://www.opapisa.it/virtual-tour-della-torre/
(TTpooTreAdoTNKE 22/02/2022)

Mnyég

TpiodidoTaTn  TTPOROAN,
22/02/2022)

https://www.google.itmaps (TTpooTreAdoTNKE

DwTtoypopia/eg
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https://www.opapisa.it/virtual-tour-della-torre/
https://www.google.it/maps/@43.7225819,10.395555,3a,75y,298.65h,92.91t/data=!3m8!1e1!3m6!1s-NWfC66c6X4U%2FVQKCsGyuAQI%2FAAAAAAAB9SY%2FZJtj3yQSt5Y1lc6QUMGmLWgpHHlksfBbgCLIB!2e4!3e11!6s%2F%2Flh6.googleusercontent.com%2F-NWfC66c6X4U%2FVQKCsGyuAQI%2FAAAAAAAB9SY%2FZJtj3yQSt5Y1lc6QUMGmLWgpHHlksfBbgCLIB%2Fw203-h100-k-no-pi0-ya310.22992-ro-0-fo100%2F!7i8704!8i4352
https://commons.wikimedia.org/wiki/File:Piazza_dei_miracoli_-_aerial_panorama.jpg

O kekAipgévog Tupyog TnG MMiCag, hitps://it.wikipedia.org
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https://it.wikipedia.org/wiki/Torre_di_Pisa#/media/File:The_Leaning_Tower_of_Pisa_SB.jpeg

20.Xp10T10¢ KekaAu UpEVOG

Ovopooia . .

A Xp1016¢ KekaAUuppéEVOG

Eidog A , ,

avTIKEpEVOU VTIKEIUEVO POUCEIOU

TomoBeoia NAa1ToAn, ItaAia

XpovoAoyia

dnuioupyiag 1753

Anpioupyog/oi | Giuseppe Sanmartino
O Xpio16¢ KekaAuppévog gival éva atmd T1a 1o didonua Kal uttoBANTIKA
¢pya oTov KOOHO Kal BpioKeETal OTO KEVTPO TOU VOOU TOU TTOPEKKANCIiou
Sansevero otn NamoAn. To €pyo avarbnke omd Tov Raimondo di
Sangro oe¢ €vav veapd NatmoAitdvo KaAAExvn, Tov Giuseppe

Mepiypapn Sanmartino, o otroiog kKaTtd@epe douAcUovVTag O€ £va €viaio PApUApPIVO

OyKo, va CUIAWEl £va AYOAPO O QUOIKO WEYEBOG TTOU TTAPICTAVEI TO
dyuxo cwua Tou Incou XpIoTou EaTTAWPEVO OE €va KPERATI, KAOAUPUEVO
atmd dIGQavo PApPApPIVO TTETTAO, TO OTTOI0 OTTOKOAUTITEI TO CWHA TTOU
UTTOQEPET OTTO KATW.

Z0vdeon ME TN
XWwpa Mou, TA
OXOAIKA
HalnuaTa

To TTapekkAnol Tou San Severo BpiokeTal oTnv KaApdIid TNG TTOANG TNG
NAT1ToANG kal BuBilel Tov E€TTIOKETTTN OTO MEYAAEIO TOU VOTTOAMITAVIKOU
MTTaPOK. To TTapeKKAOI €ival €vag Bnoaupdg atrd YAUTITA, PAppapa Kal
dIaKOOUNTIKA OTOIXEIO KAl OTEYAdEl OTO KEVTPO TOU EVIAIOU KAITOUG TOV
KekaAuppévo XpioTd, OKaAIOUEVO Ot £vav eviaio pappdpivo oyko. O
NatroAITdvog YAUTTTNG KOTAYEPE PECA ATTO TO TTIETTAO TTOU ATTOKOAUTTTEI TO
onuadia Tou paptupiou, va amodwaoel Ta Bacava TTou Biwoe o XpIoToGg.
21a TodIa Tou YAUTTTOU O KOAAITEXVNG XApage etriong 1o Opyava
Baoaviopou: To akAvBIvo OTE@AVI, I TOIUTTIOO Kal Kap@Id.

ZxoAiké& paBrjparta: loTopia, loTopia Tng TéXvng, OpPnOKEUTIKA EKTTAIdEUON

Mnyég

lotooeAida agepwpévn  oTo  £pyo, hitps:/www.analisidellopera.it
(TrpooTreAdoTNKE 11/1/2022)

lotooeAida  “MapdBupa omv  TEXVN', htips://www.finestresullarte
(TrpooTreAdoTnKe 11/1/2022)

Moucegio Cappella San  Severo, https://www.museosansevero.it

DwrToypapio/eg

(TrpooTreAdoTnKe 11/1/2022)
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https://www.analisidellopera.it/cristo-velato-di-giuseppe-sanmartino/
https://www.finestresullarte.info/mostre/mostra-fotografica-nino-migliori-lumen-cristo-velato-napoli
https://www.museosansevero.it/

Xp1016¢ KekaAupuévog https://www.museosansevero.it
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https://www.museosansevero.it/

21.TapavTtéAa

Ovopooia i

uvnpeiou TapavTéAa

Eidog .

AVTIKEIJEVOU Xopog

TomoBeoia NoTia Italia

XpovoAoyia P

Snuioupyiag 17° aiwvaog

Anpioupydg/oi | -
O O6pog TOapOVIEEAQ XPNOIYOTTOIEITAI  yId  va  Opiocel  OpIoHEéVOUG
TTaPadooIaKoUG XOPOoUGS Kal TIG AVTIOTOIXEG JOUOIKEG HEAWDiES TNG NOTIOG
ItaAiag, o1 oTToiEg €ival Kupiwg o€ ypriyopo puBud kal oe didpopa PETPA:
ol di1d@opol TUTToI £XoUuV PEAWDIKNA ypauun kal puBud oe 6/8, 12/8 ) 4/4,
€iTe o¢ peidova gite og eAdooova TPOTIO, avaAoya e TNV TOTTIKI XPnon.

Mepiypapn 21N ZIKeAia n TapavréAa eival TTOAU dI0deDdOMEVN Kal XOPEUETAI HE TTOAU

Ouop@a KOoTOUUIO TUTTIKA KABE TTEPIONG. KABE eTapxia £xel TIG OIKEG TNG
TTapaddéoeig 010 B ua auTo.

H ZikeAikf) TapavTéAa xopeUeTal oxedOv TTavTa oe (euydpla, o€ avTiBeon
pe TN NatroAITavikn Kai Tnv ATTouAiovr).

20vdeon ME TN
XWpa Hou, T
OXOAIKA
Hadnuara

H TpwTn 10TOPIKA TTNYH XPOVOAOYEITaI OTIC apXEG Tou 17°Y alwva Kal aTtd
TV TIPWTN ToUu €P@AVION O XOPOG OUVOEONKE ME TO OUVBETO Kal
TEAETOUPYIKO PaIVOUEVO TOU TapavTiIopoU oTnv ATTOUAIQ.

To 6vopa tpoépxetal ammd Tov Taranta. ZTIG TOTIKEG OIOAEKTOUG TNG
voTiag Italiag, o 6pog autdg TTpoodiopiCel Tnv Lycosa tarentula, pia
OnNAnTNPIWdN apdxvn, €eupéws Oladedopévn oTn voTia  EupwTm.
ZUYKEKPIYEVA, ouvavTaTal oTnv UTTaiBpo Tou TdpavTa.

O xopd¢ TapaviéAa cuvdEETAl OE QUTEG TIG TTEPIOXEG ME TO DAYKWUA TNG
TapavioUuAag. H tmapddoon, YAMIOTA, OUVEDEE BIAPOPETIKEG ETTITITWOEIG
oTnVv uyeia pe 10 dNANTAPIO AUTAG TNG apdxvng, avaloya UE TIG TOTTIKEG
TemoPnoeic. O1 ETTATTWOEIC QUTEG KupaivovTavy ommd  JeAayXOAia €wg
OTTOOMOUG, aKOUN Kal OIEyePONn Kal OWHATIKO TTOVo. H ekTéAeon ToOU
Xopou Bonbouce oTnv amofoA} Tou dnAntnpiou PECw Tou 1IGPWTA Kal
TWV UYPWV.

Quoikd, dev oxeTiCovtav OAeG Ol HOPPEG XOPOU pE auTd TO Qaivouevo. O
XOPOG eKTEAEITO £TTIONG 0 dNUOOIEG TTEPIOTACEIS (BPNOKEUTIKEG YIOPTEG,
TTPOOKUVAMATO Ot  IEPQA, VEWPYIKEG EKONAWOEIG) KAl O€  IDIWTIKEG
TTEPIOTACEIG (BATTTIOEIG, YAUOUG K.ATT.) WG £KPPAOT BpNOKEUTIKOTNTAG KAl
Xapag.

2XOAIKG poBrjuata: loTopia, loTopia TNG HOUTIKAG, Xopdg
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Mnyég

AAQuog  Xopévro, https://www.comune.sorrento.na.it  (TTPOOTTEAGOTNKE
24/2/2022)

Aiadiktuakn koivétTnTa ZIKEAWY, hitps:/www.siciliafan.it (TrpooTreAGOTNKE
24/2/2022)

Wikipedia, H EAeU8epn EykukAotraidela, htips://en.wikipedia.org
(TTpooTrEAGOTNKE 24/2/2022)

DwToypapia/eg

Nedv Mepw, H TapavTtéda (1879)
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https://www.comune.sorrento.na.it/
https://www.siciliafan.it/tarantella-siciliana
https://en.wikipedia.org/wiki/Tarantella

22.0Omepa

Ovouacia .

A Otrepa

Eidog ., . .

aVTIKE pEvOU AANO: AuAn KAnpovouid

TotroBeoia PAwpevTia, Pwun, BeveTia, NatmoAn, MiAdvo K.ATT., ITaAia

XpovoAoyia oc 0C ~virs

Snuioupyiag 16 —17°° aiwvag

Anpioupyog/oi | -
H o6mepa gival €va 1I010iTEPO POUCIKO €i00G TTou, TTPIV £EATTAWOEI 0 OAn
v Eupwtrn, yevviibnke atnv ltaAia ota T€AN Tou 16°° Kal 0TIG APXEG TOU
17 aiwva, Otav opIoPEVOI OUVOETEG Kal GvOPWTIOl TWV YPOUUATWY
TTEIPAUATIOTNKAV PE YIA VEQ JOPPH) HOUCIKOU BeATPOU O€ JIa TTPOCTTABE IO

. va avodnuIoupyrioouv Tnv idia oxEon METAEU POUCIKNG Kal AGOyou TTou
Mepiypagn nuioupyn n Xéon HETOGU ne Y

@avTafovtav OTl DEETIEI Ta £€pya TNG apxaiag TToinong, Biwg 1o EAANVIKO
Béatpo. Me v TTGPodO TWV AIWVWYV N ITOAIKA OTTEPA KAl TO ITAAIKO OTUA
"belcanto" amréktnoav diebvr) @riun Kal €va TTOAU uywnAod €TTITTESO TEXVIKAG
Xapn oTa €pya ouvleTwy OTTwG 0 Rossini, o Bellini, o Donizetti, o Verdi
Kal o Puccini.

Z0vdeon ME TN
Xwpa Mou, T

H émrepa yewnbnke wg €va TUTTIKA ITAAIKO TTVEUMATIKO TTPOIOV Kal Ta
IToAiké ATav n eTionun YAwooa autoU Tou PouaikoU €idoug yia TTOAMoUG
AIWVEG, akOun Kal étav gEvol ouveéTeg doKipooav va aoXoAnBouv pe
autd. [piv yivel eupwtraikd TTPoidv, ATAV OTNV TTPAYMATIKOTNTA N
OAwpevtia, n Pwun, n Bevetia kal n NGTOAn o1 TTOAEIG OTIG OTTOIEG TO

OXOAIKA . X X X

HOBRuaTA €idog auTO KABIEPWONKE KOl EOPAIWONKE.
ZXOAIKG pabnuara: ItoAikp yAwooa, loTtopia, lotopia TNGg MoudoikAg,
loTopia NG TéxvNg
Google Arts & Culture, 10 ©farpo Mg Omepag TG Pwpng,
https:/artsandculture.google.com (TTpooTreAdoTnKe 11/1/2022)

Mnyég lotooeAida NG ZkAGAag Tou MiAdvou, https://www.teatroallascala.org

(TrpooTreAdoTNKE 11/1/2022)

Ne€ikd New Grove tng omrepac (1992), exd. Stanley Sadie
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https://artsandculture.google.com/streetview/teatro-dell-opera-di-roma/RQESv2uvc4a2Ow?sv_lng=12.495235179437373&sv_lat=41.90089659698086&sv_h=43.275037484840816&sv_p=0.9993486090530581&sv_pid=xvE0XySU6BGdnRwWD27R-w&sv_z=0.7303797594884185
https://www.teatroallascala.org/en/index.html

DwToypapioleg

Eikéva atmé napomaon ‘Otrepag hitps://it.wikipedia.org
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https://it.wikipedia.org/wiki/Teatro_alla_Scala#/media/File:Veduta_di_tre_quarti_della_facciata_del_Teatro_alla_Scala,_Milano.jpg
https://it.wikipedia.org/wiki/Luciano_Pavarotti#/media/File:Pavarotti_-_Sutherland_1976.jpg

23.2m\Aaia Castellana

Ovouacia
HvnUEiou

ZmRAaia Castellana

Eidog
QAVTIKEIJEVOU

ToTrio

TomoBeoia ZmAaia Castellana otnv AttouAia, ItaAia
XpovoAoyia “Yotepn Kpnmdikr) TePiodog (TTPV OTTO EVEVAVTIA - EKATO €KATOMMUPIA
Snuioupyiag Xpovia)
Anpioupydg/oi | -
Ta omAAaia Castellana, éva GUUTTAEYHO UTTOYEIWVY KOIAOTATWY KAPOTIKAG
TTPOEAEUONG, £XOUV PKog 3348 péTpa Kal TAvVouV o€ PEYIOTO BaBog 122
METPWV ammd TNV em@Aveld TG yng. H Bepuokpaoia Tou £0wTEPIKOU
Xwpou givai e pitrou 16,5°C.
To TUAMA Twv oTNAdiwy TTOU €ival TTPOORACINO OTO KOIVO arToTEAEITAI
amd aibouceg TTOU TTOIKIANOUV O OXAUa Kal PEYEBOG. ZTAAQKTITEG,
. OTOAQYUITEG, KOUPTIVEG, OTAAEG Kal TTOAUTIUOI KPUOTAAAOI iokovTal
T YMITEG, KoupTiVEG, OTNAEG WOl Kp Bp

TTaviou. Ta ovouarta Twv OXNUOTIOPWY TTou TTEPIBAAAouUV Ta oTmAaia
gival Kapmég TNG GAvVTOoiag Twv TTPWTWV eEEpeUvVNTWV: N AUKaiva, Ta
Mvnueia, n KoukouBdyia, n Madonnina, o Bwuodg, o Bpdaxog, o
Aladpouog ¢ Epripou, n AvteoTpapuévn ZTAn, o Kokkivog Aiddpopog,
0 O0Aog. TéAog, TO TEAEUTAIO KOl TTI0O OUOP@O OTIMAQIO TOU UTTOYEIOU
auTtou ouoTiuatog, n Grotta Bianca (Aeukd ZTmAaio), TTou SlakpiveTal
atrd Tov TTAOUTO Kai TN AeukdTNTa TOoUu aAdBacTpou, gival To TIo OPoPEPo
OTOV KOO HO.

2yvdeon ME TN
Xwpa Mou, T
OXOAIKA
HadARuaTa

H 1oTopia Tou Tdgou, Tou Babéws xdopaTog oTnV €i00d0 Twv oTTNAdiWY,
Eekiva amé v ‘Yotepn Kpnmdikr) TEpiodo (Tpiv ammd  evevhvia
EKATOPMUPIO XpOVIaQ).

Katd Tn OIdpKeEIa EKATOMPUPIWY €TWV, N OTTOIKIA Twv PAAGKiwY TTOU
Katoikouoe oTov PuBd ¢ Bdahaccag Onuiolpynoe MIa  PEYGAN
OUCOWPEUOT KOXUAIWYV TTOU padi he TNV AUPo oxnPatioav éva peiyua, 1o
OTT0i0 PE TNV TTAPODO TOU XPOVoU £yive OAO Kal TTI0 Bapu, oxnuati¢ovrag
€va oTPWHA aoBecTOAIBOU HAKOUG APKETWV XIAIOUETPWV.

H mepiox) NG AtmouAiag avadubnke KUPIOAEKTIKA atrd Tov TTUBEVA TNG
Bahacoag TTpIv amrd TEPITTOU 65 ekatoppUpla XPovia, YE OTTOTEAECOUA va
avaduBei kal autd 10 0oBecTOAIBIKS KoITAoUA.

Aedopévou 61 0 aoBeaTOMBOG gival Eva UNIKO PE PIKPR EAQCTIKOTNTA Kal
ETTOMEVWG €CQIPETIKG  AKAUTTTO, N 0OBeCTOAIBIKA pAla dpxioe va
OlaoTrdral, SnUIoUPYWVTAS PWYHEG OTIC OTIoiEG TO VEPO NG PPOXNAS
Katagepe va Oleiodloel Kal, Ye Tn OlaBpwTK Tou &pacTnPIOTNTA,
OUVERBAAE OTO OXNMUATIOUO TwV OTTNAdiwY OTTWGS T YVWPI{ouuE OruEPa.
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2XOAIKG poBruarta: loTopia, loTopia 1ng TExvng, MNewypagia

Mnyég

lotooeAida Twv omnAaiwv Castellana, https://www.grottedicastellana.it
(TTpooTEAACTNKE 24/2/2022)

Wikipedia, H EAe0Bepn  EykukAomraideia,  https:/it.wikipedia.org
(TTpooTEAAOTNKE 24/2/2022)

Ymoupyeio TMoAmopou, https://www.beniculturali.it — (TTpooTTEAGOTNKE
24/2/2022)

DwrToypapiol/eg

2mAAaia Castellana,
https://www.grottedicastellana.it
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https://www.grottedicastellana.it/le-grotte
https://it.wikipedia.org/wiki/Grotte_di_Castellana
https://www.beniculturali.it/luogo/grotte-di-castellana-srl
https://www.grottedicastellana.it/

24 Tapuelava Reggiano

Ovopuacia , .

uvhpeiou Mappeldva Reggiano

Eidog 0 . ATE

aVTIKE Yo IVOYOO TPOVOUIKI) OTTECIONITE

TomoBeoia Bopeia lalia

XpovoAoyia

Snuioupyiag 07/08/1612

Anpioupyog/oi | BevedikTivol kal KIoTepKIQvoi povayoi
Eivar éva 100% @uoikd Tupi Xwpig ouvinenTmiKa 13 AakToln Kai givai
KATAAANAO yia OAeG TIG NAIKiEG. 'EXEl KUNIVOPIKO OXHa KAl XPUOOKITPIVN

Mepry popii KpouoTa. ‘Exel okAnpr] oUcTaoN KAl ApWHATIKA, AETTTA Kal vOOTIUN yeuon.

‘Exel eAay1oTn wpigavon 12 pnvwyv Kai Péyiotn 40 pnvwy. Eival éva €A€io

TUPI yIO va TO atrmoAaUOEl KAVEIG OTNV TTI0 ayvh Tou Jop®nA A va 1o BAAEI
o€ CUPapIKA Kal va TO XPNOIKOTTOINOEI TN (aXOPOTTAQCTIKN.

20vdeon pE TN
XWwpa Mou, T

H 1rpoéAcuon tng trappeCdvag xpovohoyeital ammd tov Meoaiwva. Ta
TTPWTA TUPOKOWEIa 1BpUBNKaV OTa PovaoThpia Twv Bevediktivwv Tng
Mappag kar Tou PéTCio Epihia. Z1g apxég Tng dekaetiag Tou 1900 n
emetepyacia Tou Parmigiano Reggiano ocuvéBaAe o€ KalvoTopieG oTnv

OXOAIKA i ;
HOBRuaTa TTAPAYWYr YOOTPOVOMIKWYV TTPOIOVTWV.
2XOAIKG paBAuarta: loTtopia, Mewypagia, Xnueia
Ercoli, food blog, https://ercoli1928.com (TrpootreAdoTnke 11/1/2022)
loTooeAida Magnaparma, https://www.magnaparma.com
Mnyég (TrpooTeAdoTNKE 11/1/2022)

lotooeAida Parmigiano, Terre alte, htips://parmigiano (TTpooTTEAGOTNKE
11/1/2022)

DwTtoypopia/eg

Mapuelava Reggiano, https://www.labasilicadisanformaggio.it

Erasmus KA 227 Culture heritage and Gamification in Education

Yehiba 140

W



https://ercoli1928.com/parmigiano-reggiano-mesi-stagionature/
https://www.magnaparma.com/blog/chi-invento-parmigiano-reggiano/amp/
https://parmigiano-terrealte.com/storia-del-parmigiano/
https://www.labasilicadisanformaggio.it/web/home/1185-parmigiano-reggiano-36-mesi.html

25.Porziuncola

Ovouacia

VIO Porziuncola

Eidog i ,

aVTIKE pEvOU OpnOoKeuTIKO PvnpEio

TomoBeoia Aaicn, ItaAia

XpovoAoyia .

Ggw ou pv\lf ac 4°¢ aivag

Anpioupyog/oi | -
To ekkAnodki TNG Santa Maria degli Angeli (Ayia Mapia Twv Ayy€Awv)
ovopaoTnke Porziuncola €TTeidf, KUPIOAEKTIKA, UTTOONAWVEI TO MIKPO
KOMMATI yng oTo omoio KtioTnke. H avéyepor Tou TomroBeteitan Tov 4°
alwva Kal, a@oU eyKaATaAEiPONKe yia PeyAAo xpovikd diaoTnua,
QTTOKOTOOTABNKE a1rd Tov Aylo Ppaykioko YeTG TNV "evioAR" Tou €éAafe

. amoé Tov EoTtaupwpévo tou San Damiano. Edw ntav 1TOU 0 Ayiog
Mepiy pagn

®paykiokog kataAafe TNV KAion Tou Kail idpuoe 10 TAypa Twv Mivopitwv
AdeApwV (1209). To PIKPO KTPI0 £XEl DIAOTACEIG MOAIG 4 €TTi 7 HETPO KAl
TO E0WTEPIKO TOU aTOTEAEITAN ATTO WIa eviaia aiBouca pe pia PIKpr) ayida
Kal Jia ayloypagia tmou xpovoAoyeital ammd 1o 1393. Metatu 1569 kai
1679, n BaolAiki xTioTnke yia va oTteydoel TNV Porziuncola, oe ox£dio Tou
Galeazzo Alessi atté Tnv MNepouTdia.

Z0vdeon ME TN
XWwpa Mou, T
OXOAIKA
HadARuaTa

O ®paykiokaviopodg yevvhBnke o1o kEvipo TnG ItaAiag, otnv Ouutpia,
Mia Treploxn TTAoUola o 6don, epnuNTAPIA, PHOVACTHPIO KAl MECTIWVIKG
XWPIA, O PIa €TTOXN TTOU avadudTtav O ITOAIKOG TTONITIONOS. MeTd Tn
pMeTaoTPOPA TOUu O Ayiog Ppaykiokog, TTPooTATNG TNG ITaAiag Kal Twv
OIKOAOYWV, @OpPeCce T pPOUXO TOU HETAVONUEVOU KAl GpPXIoE va
TTEPITTAQVIETAI OTOUG dpOpoUg TNG ACiCNG KOl TWV YEITOVIKWY TTOAEWV,
TTPOCEUXOMEVOG, UTTNPETWVTAG TOUG PTWYXOTEPOUG, TTAPNYOPWVTAG TOUG
AETTPOUG KOl  AVOIKOBOMWVTAG, €KTOG at1rd Tov Ayio Aapiavo, TG
EPEIMWPEVEG EKKANCiEG TOU San Pietro alla Spira kai TG Porziuncola. To
1208, katd v TéAeon TG Ociag Aermoupyiag otmnv  Portiuncula,
akouyovtag 10 EuayyéAio, katdAaBe OT ETTpeTte va a@iepwbei oTnv
avavéwon TG EkkAnoiog kair €101 &gKivnoe TNV  QTTOCTOAIKA TOU
opacTtnpIdTNTa, WPE@EUdPevog TV "Madonna Poverta" (Mavayia
Mwxela), oe TETOI0 PBOBPO WOTE aPYOTEPA XAPOKTNPIOTNKE WS "o
Muwyo6¢ TG Acidng”.

2XOANKG paBruara:
NoyoTtexvia, loTopia

lotopia Tng Téxvng, OPNOKEUTIKA EKTTAIdEUON,

Mnyég

loTooeAida yia TOV Ayio dpaykioko,
https://www.sanfrancescopatronoditalia.it (TrpootreAdotnke 11/1/2022)

lotoogAida TOU VvooU  Porziuncola, https://www.porziuncola.org

(TrpooTreAdoTNKE 11/1/2022)
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https://www.sanfrancescopatronoditalia.it/
https://www.porziuncola.org/home_en.html

Wikipedia, H

EAeUBepn  EykukAotraidela,  https:/it.wikipedia.org

(TTpooTreAdoTNKE 11/1/2022)

DwToypapio/eg

Porziuncola https://images.app.goo.qgl

(s
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https://it.wikipedia.org/wiki/Porziuncola
https://images.app.goo.gl/egCoxMEVVcL8wXMn9

26.N\ipvn Garda

Ovopuacia

VIO Aipvn Garda

Eido ) ]

GVTIKgEIpéVOU ®duoiké ToTTio

TotroBeoia NopBapdia, BevéTto kai TpévTo, ITahia

XpovoAoyia

Snuoupyiag |

Anpioupydg/oi | -
H Aiuvn Garda, eviuTiwaolokr Kal EKTTANKTIKA oTnv Own, KABe @opd civai
OIOQPOPETIKN. KOPUPOYPAPUES Kal KOIAGDEG OKIaYpa®oUV TNV TIEPINETPO
MG. Ta xwpid oTig OXBeg BIAKOTTTOUV TNV ETTEKTOCON TNG TTAoUCIAg

Teser BAdoTtnONG, n otroia XapakTnpilel v Trepioxr). EOw Ba Bpeite arrnxnoeig

MG 10TOPIag, UTTEPOXO KOOTPA KOl POYEUTIKEG KATOIKIEG Of  ApTIA
ouyxpovia pe 1o TTapdV. MoikiAeg dpaoTnPIOTNTEG AauBdavouv Xwpa, Kal
TOTTIKG €EAIPETIKNAG TTOIOTNTAG TTPOIOVTA, OTTWG TO AGdI, TO KPACi Kal Ta
€0TTEPIBOEIBN) AVIKOUV OTNV TOTTIKA SIATPOQIKY] KANPOVOUId.

20vdeon MpE TN
Xwpa Mou, T

H Aipvn Garda eival n peyaAitepn 1TaAIKr Aipvn. To @UoEl QWTEIVO
TEPIBAAAOY, TO ATTIO KAiPa, n TTAOUCIO XAwpida, TToU ATTOTEAEITAI KUPIWG
amd eAaiddeVTpa, @OIVIKEG, KUuTTOpiooId, AcuovIa, TTIKPOOAPVES Kal
TTOPTOKAAIQ, 0 OUVOUQO WS HE TO PEYOAEIO TWV TOTTIWY, OTTOTEAOUV TO
OKNVIKO yia Ta vOIa@EPOVTa IGTOPIKA Kal TTOMITIOTIKA OToIxEia TToU €ival

OXOAIKA diGoTrapta o OAn TNV €MIKPATEIG TNG. To SIAUYEG Kal Of £VIOVO WUTTAE
HaBAuaTa XPWHO VEPS TS TO OTToiI0 SUCKOAG CUVAVTA Kaveic, KaBIGTOUV T Aipvn
Garda povadiké TTpoopIoUo.
2XOAIKG paBruarta: MNewypagia, loTopia, AoyoTtexvia
loTooeAida pe TTANpo@opieg yia agloBEata Kal QUOIKEG OPOPYPIEG TNG
Itahiag, https://www.italia.it/it/lago-di-garda (TrpooTreAdoTnke 21/2/2022)
Mnyég

ToupioTikd TTOPTAN yia TN Aiyvn Garda, https://www.visitgarda.com
(TTpooTeAdoTNKE 21/2/2022)

DwTtoypopia/eg
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https://www.italia.it/it/lago-di-garda
https://www.visitgarda.com/it/lago-di-garda-caratteristiche/
https://www.google.com/url?sa=i&url=https%3A%2F%2Fwww.greenme.it%2Finformarsi%2Fambiente%2Flago-di-garda-riscaldamento%2F&psig=AOvVaw1WMw_lQV9Rys3U9ESuSVzW&ust=1645257587995000&source=images&cd=vfe&ved=0CAgQjRxqFwoTCNj00LTkiPYCFQAAAAAdAAAAABAJ

27.To lMNaveeov (Pantheon)

Ovopuacia .

A To NavOeov (Pantheon)

Eidog | . ,

OVTIKE PEVOU OTOPIKO HVNLEIO

TomoBeoia Pwun, ItaAia

XpovoAoyia oc o s oc s

Snuovpyiag 1% aiwvag m.X — 2° awovag u.X.

Anpioupy6g/oi | ATTOANGDWPOS 0 AAUATKNVAOS
To Pantheon (opxaia eAAnviké: TMdavBeov [iepdv], "[vadg] OAwv Twv
Bewv"), ota KAAOIKG Aatvikd Pantheum, €ival éva KTpio Tng apxaiog

. Pw TTou BpiokeTal oTn cuvoikia Pigna o1o 10TOPIKO KEVTPO, XTIOMEVO
Tt kng Tou Bp n g P PO, XTIOW

WG VOOG aQiEpwHEVOG O OAOUG Toug BeoUg Tou TTAPEABOVTOG, TOU
TTOPOVTOG Kal Tou MEAAOVTOG. IBpuBnke 10 27 T.X ommd Tov Mdpko
Bigdvio Aypitrra, yautrpé Tou AuyouoTou.

20vdeon pE TN
XWwpa Mou, TA

2& oUyKpIoN PE TOV TTAVOEIOPO TwV AAAWV BpNOKEIWV, O EMNVOPWHATKOG
TTavOeiopog dev NTav €vag "TEAe10¢" TTaVOEITPOG, ETTEION TTAPAdEXOTAV MIa
BedTNTa avwTepn oo OAeG TIC GAAEG 0 dUvaun Kal co@ia. To AaTIvVIKO

O XOAIKA divus (@cdg) TTpoépxeTal emmiong ammd v idia pifa, Kal aQuTh N KOIvN
HabnuaTa TITUX) ME TNV ERPaikr) Bpnokeia Ba arodobei apyOdTEPA GTOV XPIOTIAVIKO
©¢d Matépa.
2XOAIKA paBAuaTta: MNewypagia, lotopia, KaAMiTexviké
lotooeAida yia Ta pouceia TG ItaAiag, https://www.rome-museum.com
(TTpooTEAAOTNKE 26/2/2022).
Mnyég

lotooeAida yia Ta pouoeia NG Pwung, https://www.museumsrome.com/it
(TTpooTEAGCTNKE 26/2/2022).

DwToypagio/eg

| ¢

-|"1.,1
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https://www.rome-museum.com/it/agrippa-pantheon-roma.php
https://www.museumsrome.com/it/il-nostro-blog-su-roma/il-pantheon-a-roma-storia-curiosita-e-come-visitarlo
https://www.rome-museum.com/it/agrippa-pantheon-roma.php

28.KatréAa Zi€tiva

Ovopuacia , ,

uvnusiou KatréAa Zigriva

Eidog o . .

OVTIKE PEVOU PNOKEUTIKOG XWPOS

TomoBeoia Pwun, ItaAia

XpovoAoyia 0C ip?

SnuIoupyiag 16° aiwvag p.X

Anpioupyog/oi | Michelangelo Buonarroti (MixanA AyyeAog)
H Kaméha Xi€tiva, Aar.: Sacellum Sixtinum, eival agiepwpévn otnv
Koiunon tng ©gotdékou Kal TNV avaAnyr Ttng otoug Oupavoug Kai

. atroTeAei To KUPIO TTaPeKKAATT Tou ATTooTOAIKOU [MaAaTiou, Kabwg €TTiong
Mepiy pagn

Kal évav armdé Toug Tro OIAoNHOUG TTOAITIOTIKOUG Kl KAAANITEXVIKOUG
Bnoaupouc TG TTOANG Tou BaTikavou Kal Twv CUUTTEPIAANBAVOPEVWY OF
auTd PoUOEiwV.

ZUvdeon ME TN
XWwpa Mou, Ta
OXOAIKA
HalnuaTa

Eivar yvwoT) oe 6Ao 1OV KOO0 TOOO yia TO yeyovdg OTI amOTEAEi TOV
TOTTO OUYKANong Tou KovkAdBiou, KaBwg eTTiong Kal GAAwV €TTIONUWY
TTOTTIKWY TEAETWYV, CUPTTEPIAANBAVOPEVWY KATA KaIpoUG KOl OTEWEWV,
G600 Kal yIa TO Yyeyovog OTI gival diakoounuévn Ye didonua £pya TEXvNG
METAEU TWV OTTOIWV o1 TTEPIPNUES ToIXoypagieg Tou MixanA AyyeAou, ol
OTTOiEG KAAUTTTOUV TOV BOA0 (1508-1512) kai Tov TTicw TOiXO (TG TEAIKAG
Kpiong) mavw amd tnv Ayia Tpatmela (1535-1541). Ocwpeital iowg n
TTANPECTEPN KAl ONMOVTIKOTEPN EKPAvVOn Tng OTTIKAG BeoAoyiag, NG
BiBAou Twv @Twxwv, Biblia pauperum. O1 Toix0I €ival dl0KOOUNUEVOI HE
MIa o€Ipd atrd ToIXOYPAPIEG MEPIKWY ATTO TOUG PEYOAUTEPOUG ITaAoUG
KOANITEXVEG TOU BeUTEPOU pIooU Tou 150u aiwva (Sandro Botticelli, Pietro
Perugino, Pinturicchio, Domenico Ghirlandaio, Luca Signorelli, Piero di
Cosimo, Cosimo Rosselli) k.a..

ZXOAIKA paBiuata: Mewypagia,
eKITaideuon

lotopia, KoANTEXVIKE, OPnOKEUTIKA

Mnyég

lotooeAida TOU pouceiou Tou BaTtikavou, https://www.museivaticani.va
(TTpooTEAGOTNKE 26/2/2022).

lotooeAida e  TTAnpo@opieg yia  Ta  pouceia  (sioImApia  K.4L),

DwTtoypopic/eg

eAdoTNke 26/2/2022).

UL

KatréAa ZigTiva, 10 e0wTePIKO https://www.museivaticani.va

Erasmus KA 227 Culture heritage and Gamification in Education

Yehiba 145

W



https://www.museivaticani.va/content/museivaticani/it/collezioni/musei/cappella-sistina.html
https://www.musement.com/it/roma/cappella-sistina-v/?msclkid=eef4d4b4d7dc1ae66479b6ae97e5ecf9&gclid=eef4d4b4d7dc1ae66479b6ae97e5ecf9&gclsrc=3p.ds
https://www.museivaticani.va/content/museivaticani/it/collezioni/musei/cappella-sistina.html
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29.0 MuoTikég Asfrrvog Tou Asovapvto Nra Bivrol

Ovopuacia A . . ,

uvnugiou O MuoTikég Atitrvog Tou AsovdapvTo Nta Biviol

Eidog . .

AVTIKE pEVOU Mouoegiako €kBe pa

TotroBeoia MiAdvo, ItaAia

XpovoAoyia 0c s

Snuioupyiag 16°> aiwvag

Anpioupydg/oi | Acovapvto Nra Biviol
O MuoTikég Aefrrvog gival hia Tolxoypagia Ye JIKTH Enpry TEXVIKY o€ yUWo
(460%x880 cm) Tou /Aeovapvto via Biviol, TTou xpovoAoyeitalr peTagu

Nepiypapn 1494-1498 ka1 @iIAoTEXVRONKE KOTAG TrapayyeAia Tou Ludovico Maria

Sforza eTovopadduevou kal Moro onv Tparre{apia Tou JovaoTnpiod TTou
yeImviadel pe 1o iEpd TG Santa Maria delle Grazie oto MiAdvo.

20vdeon ME Tn
XWwpa Mou, T

Mpokeltar yia v 1o didonun avatropdotaon Tou MuoTikou Agimvou,
éva apiotoupynua Tou Agovapvio Kal NG ITAAIKAG  AvayEvvnong
YEVIKOTEPQ. Tap' OAa auTd, To €pyo - AOyw TNG HOVODIKAG TTEIPANATIKNAG
TEXVIKNG TTOU XpPnolPoTroinoe o AcovdapvTo, acUPBaTNG WE TNV Uypaacia
Tou TIEPIBAAAOVTOG- PBPIOKOTOV E€TTi QILOVEG OE KOKR KatdoTtaon
OuVvVTAPNONG, N OTIoIa AVTIMETWTTIOTNKE, OTO PETPO TOUu duvaTtou, KOTA TN

OXOAIKA

HaBhAuaTa d1dpkela P0G aTd TIG HAKPORIOTE PEG AVAOCTNAWOEIG GTNV I0TOPIA, N OTToIx
O0INpkeoe ammd 10 1978 £€wg 10 1999 Pe TN XPON TWV TTIO TIPONYMEVWV
TEXVIKWY TOU TOPEQ CUVTHPNONG MVNUEIWY TEXVNG.
2 X0AIKG paBAuarta: MNewypagia, loTopia, Aoyotexvia, KaANTEXVIKG
lotooeAida pe  TAnpoopieg yia  Ta pouceia  (slo1mhpia K.4),
https://www.musement.com/it (TrpooTTeAGOTNKE 26/2/2022)

Mnyéc loTooeAida e XPAOIMEG  TTANPOQOPIEC  YIO  TOUG  ETTIOKETTTEG,

https://cenacolovinciano.org (TrpooTeAdoTnKe 26/2/2022)

Kartatotiomiké Bivieo Tou leonardoamilano.com TTou avaAdel 10 €pyo,

DwTtoypopio/eg
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https://www.musement.com/it/milano/cenacolo-vinciano-l-ultima-cena-v/?msclkid=9bde7e8b538d1ad30a151c91152d9749&gclid=9bde7e8b538d1ad30a151c91152d9749&gclsrc=3p.ds
https://cenacolovinciano.org/
https://www.youtube.com/watch?v=VGKaSO46Rek

30.MvakoBrkn Ouegital (Uffizi)

Ovopuacia , , ..

uvnueiou MvakoBnikn Ougitol (Uffizi)

Eidog ,

QVTIKEIPEVOU Mouaeio

ToTroBecia PAwpevrTia, ITaAia

XpovoAoyia 0C oip?

Snuioupyiag 16> aiwvag

Anpioupydg/oi | Giorgio Vasari
H MvakoBnkn Ougitol civalr éva kpatikd pouceio otn PAwpevria, 10
OTTOI0 OTTOTEAEI PEPOG TOU WOUCEIOKOU CUYKPOTAMUATOG TTOU OVOMAZETAl
MkoAepi Ougitol kai TTepIAAPPBAvVEl, €KTOG aTTd TNV TTpoavagepbeica

MNepiy paepn TMIVaKOBNKn, Tov d16dpouo Vasari, i auMoyég Tou Palazzo Pitti kal Toug

Kntroug Boboli, ta otroia 6Aa padi ocuykpotolv, TOCO AOYyw NG
TTO0OTNTAG, 600 Kal AOYyw TNG TTOIOTNTAG TOUG, £va OTTO Ta GNUAVTIKOTEPO
Moucogia oTov KOO HO.

2yvdeon peE TN
XWwpa Mou, Ta
OXOAIKA
HafRuaTa

2T1eyadel TN pPEYOAUTEPN UTTApXoUoa cUuMoyn €pywv Tou PaganA kai Tou
MrToTITG€AI, KOBWG Kal GNUAVTIKEG OMAdES €pywv Twv TJoTTO0, TITOIAVO,
Movtopuo, Mrpovlivo, Avipéa vrieA Zdpto, KapaBarfio, NtUpep,
Pouutrevg, Agovdapvto via Biviol kal GAAwv. Evw Ta €IKaoTIK& €pya Tou
16° adva Kal Tou PTTapdk, KaBwe emriong Kai épya tou 19%Y kai 20%
aiwva otnv Itahia ouykevipwvovtal oto Palazzo Pitti, o diddpopog Vasari
@IAo&evouoe pEXP! To 2018 pEPOG TNG GUAAOYHG QUTOTTPOC WITOYPOQIWV
(TTdvw ammd 1.700), o1 otroie¢ 01N OouvExela Ba cuutrepIAn@BoUV OTO
ekBeaiakd TTpoypappa TG Mvakodrnkng AyaAudTtwy Kal Zwypa@ikAg. To
Mouoegio @INOEEVET pIa CUMOYR QVEKTINNTWY EIKOOTIKWY £pYyWV, Ta oTroia
TTPoEPXOVTal KATA Kavova ommo TIG CUAAOYEG Twv Medikwy, Ol OTIoiEg
EMTTAOUTIOTNKAY ME TNV TTAPOOO TWwV AIWVWY aTrd KANPodOoTA uaTq,
avtaAAayéG Kal dWPEES, METOEU TWV OTTOIWV MIa OnUaAvTIK opdda
BpnokeuTiIKWyY €pywyv, Ta oTtroia TTPoAABav atmd Tnv Katdpynon Twv
MOVAOoTNPIWV KOl TwWV HOVWV MeETagu Ttou 18% kai Tou 19%Y aiwva.
Xwpliopévn o d1apopeg aiBouoeg TTou £X0UV BIANOPPWOET KOTA OXOAEG
Kl TEXVOTPOTTIEG HE XPOVOAOYIKH OEIpd, n €KBean TTAPOUCIAdE! £pya OTTO
Tov 12° €éwg Tov 18° auiwva. Mpodkeimal yia TNV KaAUTEPN OUAAOyYr OTOV
KOO MO épywv NG PAwpevTiavhg Avayévvnong.

2xoAIKG poBruata: MNewypagia, loTtopia, KAAAITEXVIKA

Mnyég

https://www. uffizi.it/

Emionun I0TO00EAIda
(TTpooTrEAGCTNKE 26/2/2022)

™mg TTIVaKOBAKNG,

lotooehida  Twv  pouctiwv TG  ItaAiag,  https://www.florence-

museum.com/it (TTpooTreAdoTNKE 26/2/2022)
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P wrToypapio/eg
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Mvnueia Tng lotraviag

1.KaBedpikdg Nadg Ayiag Avvng

3::52&“ Ka0edpik6g Nabg Ayiag Avvng

Eidog i ,

avTIKEpEVOU OpnokKeuTIKG pvnueio

TomoBeaia kpav Kavéapia, Kavdpia vnoid, lomravia

XpovoAoyia .

Ggpl ou pv\lf ag 16°° — 17° aiwvag
Diego Alonso de Montaude, Pedro de Llerena, Juan de Palacios, Marti

Anpioupyég/oi | de Narea y Pedro de Narea, Diego Nicolas Eduardo, José Lujan Pérez,
etc
O kaBedpIKOG vadg SIoBETEI KAANITEXVIKA £€pya avap@IoBATNTNG agiag, av
Kal TTOMoI ommd Toug Bnoaupolg Tou AenAatriBnkav Katd Tn dIdpKeEIa
TTEIPATIKWY ETTIOPONWY. MeTagU Twv YAUTTTWY PTTOpoUE va BaupaoouU e
pia Virgen del Pino Tou 18% aiwva, v €ikéva Tou San Pedro tou 17%°

. aiwva, évav Ectaupwpévo XpioTo, pia Dolorosa, évav San José kail éva
Mepiy pagn

YAUTTTO TG Nuestra Sefiora de la Antigua 1Tou @IAoTéEXvnoe o Lujan
Pérez. O1 peydAol trivakeg Tou avrjkouv otnv «Od6 Tou MapTupiou» €ival
Tou José Rodriguez Lozada. H kUpia ayloypagia eival yoTOIKrg
TEXVOTPOTTIOG TWV OpXWwV Tou 16°Y cuiwva kol TIPOEPXETAl QTTO TN
ouAAoyIKA ekkAnoia Tou Seo de Urgel.

20vdeon MpE TN
XWwpa Mou, TA

MOAITIOTIKO €£VvOIQQPE pov

oxoA1kd . . . ) . .

paBRApaTa 2XOAIKA paBripata: Mewypagia, lotopia, @pnOKEUTIKA EKTTAIdEUCN
lotooeAida Tou ZupPouliou lMaideiag, MavemmioTnUIOKAG EKTTAIdEUONG,

Mnyég MoAmopol kar  ABAnTIopoU TG  KuBépvnong Twv  Kavapiwy,

http:/www.gobiernodecanarias.org (TrpooTreAdoTtnke 07/01/2022)

DwToypopia/eg

KaBedpikdg Nadg Ayiag Avvng
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https://www.google.com/search?rlz=1C1GCEB_enES972ES973&q=Diego+Nicol%C3%A1s+Eduardo&stick=H4sIAAAAAAAAAONgVuLVT9c3NMwwLTRPSzcpe8RowS3w8sc9YSn9SWtOXmPU5OIKzsgvd80rySypFJLmYoOyBKX4uVB18ixiFXPJTE3PV_DLTM7PObywWME1pTSxKCUfADX41aJlAAAA
http://www.gobiernodecanarias.org/cultura/patrimoniocultural/bics/index.html?bic=true&cod=92

2.01 omrnAEg Tou Valerdn

Ovopagia O1 otrnAiég Tou Valeron (Cenobio de Valerén)

HvnUEiou

Eidog ApXaIOAOYIKO TTAPKO

QAVTIKEIJEVOU

TotoBeoia Guia, Kavapia vnoid, lomravia

XpovoAoyia . ,

Snuioupyiag Emroxn Twv 18ayevwv

Anpioupyog/oi | |Bayeveic Kavapiwv Nfjowv

Mepiypoepn O1 omnMég Tou Valerdon civar pia  apyaia ormammoBrikn n oToia

TTPOCTATEUETAI OHUEPT WG APXAIOAOYIKO TTAPKO. AUTO TTOU KAVEI AQUTAV
TNV TTPO-ICTTAVIKY OITATTOBAKN BIPOPETIKN €ival TO yeyovdg OTI gival
avooKauuévn o€ pia ommnAid. Exmipdral 6T gival nAIKiog dvw  Twv
okTakooiwv kal TTAéov €Twv. O1 1Bayeveic o1 otroiol KaToikouoav aTnV
TTEPIOXN XPnolYoTToloucav TIETPIVA Kal EUAIVA epyalgia, yia va Xapdgouv
Tov Bpdaxo. Me autd €xmoav tepiirou 300 BaAduoug 3 OING, yia va
a1roBnKeUoUV Pe aoPAAEIa Ta aITNEA atrd TIG 00OEKEG TOUG.

H kaBeTdTNTA TWV TOiIXWV TOU Kal N KAINJOKWTH di1dtagn Twv BaAdpwy Tou
EKTTAI)OOOUV TOV ETTIOKETTTN.

20vdeon MpE TN
XWwpa Mou, T

MoAIMOTIKG EvOIagEpoV.

OXOAIKd ZXOAIKG poBrpata: MNewypagia, loTopia
HadAuaTa
Mnyég lotooehida petagopwyv oTig Kavapioug vriooug, https://www.canarian-

transfer.com (TrpootreAdotnke 07/01/2022)

lotooeAida Tou ZupPouliou lMaideiag, MaveTmioTNUIOKAG €KTTAiIdEUONG,
MoAmopou kai  ABAnTIopoU TG KuBépvnong Twv  Kavapiwy,

DwToypapia/eg

http:/www.gobiernodecanarias.org (TrpooTreAdoTnke 07/01/2022)
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https://www.canarian-transfer.com/blog/cenobio-de-valeron-en-gran-canaria
https://www.canarian-transfer.com/blog/cenobio-de-valeron-en-gran-canaria
http://www.gobiernodecanarias.org/cultura/patrimoniocultural/bics/index.html?bic=true&cod=118

3.To KaoTtpo Tou Ayiou MappinA

Ovouacia , . .,

uvnusiou To KdaoTtpo Tou Ayiou lMNaBpmnA

Eidog | , ,

QVTIKEIPEVOU OTOPIKO pvNHElo

TomoBeoia Nnoi Lanzarote, Afuog Arrecife, Kavdpia vnoid, lotravia

XpovoAoyia

dnuioupyiag 1572

Anpioupyog/oi | Gaspar de Salcedo
XTIoOpEVO O€ €va PIKPO vNOAKI aTOV KOATTO TNG TTOANG Arrecife, To KAoTpOo
Tou Ayiou NaBpiA KataokeuAoTNKE YIA VO TTPOCTATEUCEI TO VNOi OTTO TIG
ETTIOPOMPEG KUPIWG Twv BOpeio-AQPIKOVWV. ZTO TTEPACHA TWV XPOVWwV
Bpetravoi, FaAAo1 kai OMavdoi TeIpatEC nEBav avTIHETWTTOI [PE TO

Mepiypapn Kavovia Tou. To 1586 TupttoAnBnke Katd Tn OIGPKEIA TOUPKOAAYEPIVIG

emiBeong. Ao 16T TO VNOAKI TTAVW OTO OTIOI0 KATAOKEUAOTNKE TO
KAOTPO ava@épeTal Kal wg 10 Kapévo vnodki (El Quemado). 21n ouvéxeia
QVOKATAOKEUGOTNKE Kal ofuepa oTeyddel 10 lotopikd Mouoegio Tng
Arrecife.

Z0vdeon ME TN
Xwpa Mou, T

To kdoTtpo Tou Ayiou MaBpIAA atroTeAEi TTOAO €AENG TWV ETTIOKETTTWV OXI
MOVO yia Ta €KOEPOTA TOU Moucegiou (avTikeiyeva Twv lBayevwy Tou
vNOoI0U, £yypa@a OXETIKA JE TNV £EENIEN TNG TTPWTEUOUOAG K.A.), AAAG Kal
ylo TN HovaodIkn B€a TTou TTPOCPEPEI TTPOG TNV TTPWTEUOUCA TOU vNOloU

OXOAIKA X i X
HOBAuaTa Kal Tov atrépavto ATAavTIKO Qkeavo.

2XOAIKG paBriuarta: MNewypagia, loTopia

lotooeAida Tou ZupPouliou lMaideiag, MaveTmoTNUIOKAG €KTTAIdEUONG,
Mnyég MoAmopou kai  ABAnTIopoU TG KuBépvnong Twv  Kavapiwv,

http://www.gobiernodecanarias.org (TrpootreAdotnke 07/01/2022)
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http://www.gobiernodecanarias.org/cultura/patrimoniocultural/bics/index.html?bic=true&cod=141

DwToypopic/eg
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4.To Zwypagiopévo otriAaio Tou Galdar

Ovopuacia i , .

uvnusiou To Zwypaeiopévo ommiAaio Tou Galdar

Eidog L

aVTIKE pEvOU ApxaioAoyikn {wvn

TomoBeoia Galdar, Kavapia vnoig, lotravia

XpovoAoyia . .

6|‘1)u| ou pv\lf ac Emroxn Twv 18ayevwv

Anpioupyog/oi | IBayeveic Kavapiwv NRowv
To Zwypagiopévo otriAaio Tou Galdar gival o onuavTIKOTEPOG XWPOG HE
Bpaxoypagiec oTig Kavapioug NAocoug. AvakaAu@bnke Tuxaia 10 1873
Katd Tn Oi1dpkela yewpykwy epyaciwyv. O tepiBoAog eivalr Aageupévog
OTOV NQAICTEIAKO TOPPO, oxnuaTiCovTag évav UeyYAAo opBOoywvIo XWpoO.
O1 Bpaxoypawicg BpiokovTtal o€ TPEIS amO TOug ToiXoug. Ta poTiBa TTou

Mepiypapn aTTeIKOVICovTal Eival APIYWG YEWMETPIKA, PE TA TTI0 OUVNBICUEVA OXUATO

va gival ogOKeVTPOI KUKAOI, Tpiywva TTou avTiKpifouv To €va To GANO 0T
Baon Toug, TETPAywva Kal €uBtie¢ ypoupés. Ta xpwuata  TTOU
Xpnoiyotroinoav ol apyaiol Kavdapiol yia va dWoouVv Joper) O AUTEG TIG
OKNVEG, KAl Ta OoTToia diatnpouvTal akdun o€ KaAj katdoTtaon, ATav 1o
KOKKIVO, TO AEUKO Kal TO Haupo.

20vdeon ME TN
XWwpa pou, TaA

MOAMoTIKG evOIoQEpov.

OXOAIKA i i i i i
paBApaTa 2XOANIKG paBruata: Newypagia, lotopia, KAOAMITEXVIKG

lotooeAida Tou ZupPouliou lMaideiag, MaveTmioTNUIOKAG EKTTAIdEUONG,
Mnyég MoAmopol kai  ABAnmopoUu g KuBépvnong Twv  Kavapiwv,

DwToypapic/eg

http://www.gobiernodecanarias.org (rpootreAdotnke 07/01/2022)
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http://www.gobiernodecanarias.org/cultura/patrimoniocultural/bics/index.html?bic=true&cod=86

5.2ZmAAaio Twv Guanches

Ovopooia ,

A ZmRARAaio Twv Guanches

Eidog L

aVTIKE pEvOU Apxaioloyikn dwvn

TomoBeoia Icod de los Vinos, Tevepipn, Kavapia vnoid, lotravia

XpovoAoyia . .

SnuIoupyiag Etroxn tTwv 1Bayevwov

Anpioupyog/oi | IBayeveic Kavapiwv NRowv
2€ QUTAV TNV TrEpPIoxT] €xouv BpeBei oIKIouOoi Twv auTdXBovwyv KAToIKWV
Tou vnoiou, Twv Guanhces. ZTIGC apxég TG OekaeTiag ToU 1990,
avaokaenke udia amd TG TTAcupIkéG €l06d0UG Tou OTTnAdiou, e
ATTOTEAEO A TNV avakGAUWn Iag “DeUTePNS” ATOMIKNG TOAPAG. ZTOV TAPIKO
AGKKO €ixe evarToTEOE THNAPA TOU KATW OKEAETOU £VOG ATONOU KABWGS Kal

Mepiypapn €va OUVOAO OTOIXEIWV OXETIKWY ME TNV €PYACIOK KOUATOUPA TWV

1Bayevwyv TTOPOMOI0 PE QUTO TTOU €iXE QvOKTNOEi O€ TTPONYOUPEVEG
QVOOKOQEG. ZTNV EEWTEPIKA TTEPIOXT KATAYPAPNKE £€va OUVOAO TEXVNTWV
KATAOOKEUWYV, KUKAIKWV Kal  woeldwyv  TEPIBOAWY, XTIOMEVWY e
&npoAiIBoug, o1 otroiol Ba PTTopoUcav va OuvdeBOUV HE KTNVOTPOYIKNA
dpaoTNPIOTNTA.

20vdeon ME TN
Xwpa Mou, T

MOAIMOTIKG EVOIagEPOV.

OXOAIKA i i , .
HoBfuaTa 2XOAIKG paBAparta: MNewypagia, loTopia

lotooeAida Tou ZupPouliou lMaideiag, MaveTmioTNUIOKAG EKTTAIdEUONG,
Mnyég MoAmopou kar  ABAnTIopoU TG  KuBépvnong Twv  Kavapiwy,

http:/www.gobiernodecanarias.org (trpooTreAdoTnke 07/01/2022)
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http://www.gobiernodecanarias.org/cultura/patrimoniocultural/bics/index.html?bic=true&cod=961

6.El Julan

Ovopacia

“vn;’dw El Julan

E::i?fa pévou ApxaiohoyIKi diovn

Totrofeoia El Pinar, El Hierro, Kavapia vnolig, lotravia

XpovoAoyia Etroxn Twv 1Bayevwv: avakaAl@dnke 1o 1873

Anpioupyog/oi | IBayeveic Kavapiwv NRowv
AuTr) n ammdéToun TAAyid, n omoia BpiokeTal oTn VOTIA KAITU TOU vnolou,
Olaowdel onuavTIKA Agipava evog TTPWTOYOVOU OIKICHOU 18ayeEvwv, TwV
Bimbache, pe xapayuéveg TTAAKEG, OOTPAKA KOl XWPOUG auvavtnong. Qg

, TTOAITIOTIKO TTdpKko, 10 El Julan d1a6€Tel U0 KaToIKiES yia TN OTEyaon
Mepiy pagn

epeuvnTwV Kail éva Kévrpo MAnpo@dpnong e ekBEPaTa yia N {wh Twv
1Bayevwv. YTTApYXouv TTETPOYAUQIKA avuTTOAOYIOTNG IOTOPIKAG agiag TTou
UTTOONAWVOUV Ta ONMUAVTIKA TTOAMOTIKA EMITEUYUATA TWV  apXaiwv
KATOIKWV.

2Uvdeon ME TN
XWwpa Mou, Ta

MOAITIOTIKO €vOIagEpoV.

OXOAIKA i i ] i
pHadAuaTa ZXOAIKa poBruata: MNewypagia, loTopia.

lotooeAida Tou ZupPouliou lMaideiag, MaveTmioTNUIOKAG EKTTAiIdEUONG,
Mnyég MoAmopol kar  ABAnTIopoU TG  KuBépvnong Twv  Kavapiwy,

http://www.gobiernodecanarias.org (rpootreAdotnke 07/01/2022)

DwToypapioleg
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http://www.gobiernodecanarias.org/cultura/patrimoniocultural/bics/index.html?bic=true&cod=1094

7.MoAmoTIKOG xwpog «El Tanque»

Ovopuacia , .

uvnusiou MoAiTioTikdég Xwpog «El Tanque »

Eidog | i ,

avTIKEpEVOU OTOPIKG pvnpeio

TomoBeoia 2avta Kpoud, Tevepipn, Kavapia vnoid, lotravia

XpovoAoyia

dnuioupyiag 1939

Anpioupyog/oi | CEPSA (TTeTpeAdikn eTaipeia)
H deapevn 69 xpnoipotrointnke yia TToAAG xpovia yia 1 diUAion Kal TNV
atroBnkeuan apyou TreTpeAaiou, evowuaTtwpévn ato divAioTpio CEPSA.
Mpokeltal yia éva KUAIVOPIKO CUUTTAYEG CWwHa diapéTpou 50 PETpwWY Kal
Oyoug oxedov 20 PETpwy, TO OToi0 aTToTEAEi éva ammd Ta TeEAsuTaia
atmropelvépia PIag Plounxaviag TTou OTToTEAECE PEPOG TNG QOTIKNAG

Mepiypapn yewypagiag g 2avra Kpoul. Metd ammd pia avakaivion 10 1996 n

oefapevr) ApXIOE VO  XPNOIYOTIOEITAl WG  TTOMITIOTIKOG  XWPOG,
APIEPWHEVOG O OUYXPOVEG Kal EVOAAOKTIKEG KAMITEXVIKEG EKPPAOEIG
KAB¢e idoug kal TTpoéAcuong. Alatnpei TOOO TNV APXIKNA EEWTEPIKA, OGO Kal
EOWTEPIKA TOU EUPAVIOT), £XOVTAG TTPOCAPHOCTEI OTN VEA TTOAIMIOTIKA TOU
XPon He EAAXIOTN QPXITEKTOVIKI TTaPEUBaon.

20vdeon ME TN
XWwpa pou, TaA

MOAMoTIKG evOIoQEpov.

OXOAIKA i i i i
paBApaTa 2XOAIKA paBrjpara: Xnueia, lotopia

lotooeAida Tou ZupPouliou lMaideiag, MaveToTNUIOKAG EKTTAIdEUONG,
Mnyég MoAmopou kai  ABANTIopoU TG KuBépvnong Twv  Kavapiwy,

DwToypapio/eg

http://www.gobiernodecanarias.org (TrpootreAdotnke 07/01/2022)
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http://www.gobiernodecanarias.org/cultura/patrimoniocultural/bics/index.html?bic=true&cod=1125

8.EoptA “de la rama”

Ovopaocia L ”

uvhpeiou EopTth “de larama

Eidog o , KB

avTIKEpEVOU PNOKEUTIKI £0PTACTIKI EKONAWON

TomoBeoia Agaete, Kavapia vnoiq, lotravia

X Aoyi

6povo ovia 1972

nuioupyiag

Anpioupydg/oi | Etroxr Twv 100yEVWV
H Aatpeia Tng MapBévou Mapiag otov drjpo Santa Maria de Guia
XpovoAoyeital atré Tov 16° aiwva, étav o KaTakTNTS Sancho de Vargas
EXTIOE £va TTAPEKKAN O aPiepwuévo oTn Aatpeia Tng Mavayiag. Apxikd, ol
1IBayeveic ouvriBiav va karePaivouv atmmd 1o Bouvo Tirma otn 6GAacoa

. AapBavovTtac pé oe lgpoteAeoTia, yia va {nTioouv ommd Toug BeoU
EnT oo HB S HEPOS P ¥ ¢nn S Beoug

Bpoxh oe TepIddoug Enpaciag. ZApEpa n  ylopty ¢S Agaete
TTpaydaToTrolEiTal TTpog TIAV TG Mapbévou Twv de las Nieves. XIANiddeg
avBpwTrol xopeUouv 0TouG dPOPOUG OTOUG PUBUOUG TNG MOUCIKAG, EVW
avepifouv KAadIG aToV aépa PEXPI va @TAcouv aTo iEPd TNS MNapBévou. Ol
XOPOIi AUTOI TTPAYHATOTTOIOUVTAI Hia popd ToV XpOvo, oTIG 4 AuyoUuoTou.

20vdeon MpE TN
Xwpa Mou, T

MOAITIOTIKG €VOIQQPEPOV.

OXOAIKA 2XOANKA MaBApata: Tewypagia, loTopia, Aoyotexvia, OpPNOKEUTIKA
pabniparta eKTaideuon

lotooeAida Tou ZupPouliou lMaideiag, MaveTToTNUIOKAG EKTTAIdEUONG,
Mnyég MoAmopou kar  ABAnTIopoU TG KuBépvnong Twv  Kavapiwy,

http://www.gobiernodecanarias.org (rpootreAdotnke 07/01/2022)

DwToypopia/eg
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http://www.gobiernodecanarias.org/cultura/patrimoniocultural/bics/index.html?bic=true&cod=690

9.EopTA mpog mipr Tou Ayiou BapBoAouaiou “Los corazones de Tejina’

ovo"?"'q EopTtA Tpog TiunA Tou Ayiou BapBoAopaiou Los corazones de Tejina

HVnueEiou

Eidog , ,

aVTIKE pEvOU EopTaoTikA ekdAAwoN

TomoBeoia Tejina, San Cristobal de La Laguna, Tevepipn, Kavdapia vnolid, lotravia

XpovoAoyia , . o ,

ST AgUTEPO PIoo Tou 19°Y aiwva

Anpioupyog/oi | AyvwaTog
H yiopTtA auTr] TTpog Tiprv Tou Ayiou BapBoAopaiou TeAsital ocuviBwg v
TeAeuTaia Kuplak Tou AuyouaTou. MEpeg TTpIv T yiopTA KABE pia amrd TIg
TPEIS VEITOVIEG TNG TTOANG OTAVEI MIO OTAUPOEIDN) KATAOKEUR HE OUO
EUNIVEG KOpOKEG, n uia peyaAutepn ammd v AAAn, Kai TTAvw NG
oTepewvovTal AouAoudia, @pouTta kal €1BIK& Slokoounuévol dptol. Ol
KATOIKOI TNG TTOANG UTTEPHPAVOI JETAPEPOUV TIG KAPDIEG PEXPI TNV TTAATEIX

. T ekkAnoiag. MOMG TG onkwoouv, apxiCel éva dlaoKedAOTIKO
Mepiypagn ne nolag ¢ TG 0On PXig

TEAETOUPYIKO KATA TO OTTOI0 KABE YEITOVIA XAEUALE! TIG KAPDIES TWV AAWV.
O1 KapdKG TTapapévouv KpeaopEveS KaB' OAn Tn didpkeia TnG KuplakAg
Kal ev pEpel TNG AcUuTEpag. To amdyeupa NG Aeutépag, €vag veapodg
avdpag avePaivel 0TV KATAOKEUR Kal TTETAEl Ta QPOUTA KAl MEPIKA
KOUTTOVIQ - TTOU WTTOPOUV va eapyupwBouv yia Toug dptoug- ot £va
TTARB0G VEWV TTOU OTTPpWYVOVTAl YIa TO TPATTaI0, ToV ApTo. To TTpwi TNG
Tpitng TIg KaTERAOUV.

20vdeon ME TN
XWwpa Mou, TA

E¢aipeTikd TTOAMOTIKO evdlagépov. [pokertar yia éva amd 1A TTIO
EVTUTTWOIAKA £BIpa Tou vnoiou, yI' auTd Kal ol KATOoIKOI TG TTOANG Tejina
B€Aouv va 1o diatnprioouv {wvTtavo.

OXOAIKA
HalnuaTa
2 XOAIKA paBruata: Mewypagia, loTopia, @pnoKeUTIKA EKTTAIdEUCN
lotooeAida Tou ZupPouliou TlMaideiag, lMaveTTioTNUIAKAG EKTTAIdEUONG,
MoAimopou kar ABAnTiopou TG KuBépvnong Twv Kavapiwy, lMeplouoiakd
otoixeia T[oAmoTikoUu Evdiogépoviog, Bienes de Interés Cultural
Mnyég (TrpooTreAdoTNKE 07/01/2022)
loTooeAida mg ‘Evwong Kapdiég ™mg Tejina,
http://www.corazonesdetejina.com (TrpooTreAdoTnke 07/01/2022)
DwToypapic/eg
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http://www.gobiernodecanarias.org/cultura/patrimoniocultural/bics/index.html?bic=true&cod=267
https://www.corazonesdetejina.com/

10.01 avepyduurol a1o vnoi Tng PouepTeBeviolpa

Ovopacia , , ,

A O1 avepdpulol oTo vnoi mg PouepTeREvToUpa

Eidog | . ,

OVTIKEIPEVOU OTOPIKO pvNHElo

TomoBeoia Aidpopol druol atn douepTeReviolpa, Kavapia vnolid, lotravia

XpovoAoyia 0C vipe

Snuioupyiag 18° aiwvag

Anpioupyog/oi | AypoTikoi TTAnBucpoi
O1 avepdpulol €xouv evowpaTtwlei OTO VNOIWTIKG TOTTIO, OIWTTNAOI
MapTUPEG TOu TrapeABOvVTOG, KaBwg Etraifav onuavtikd poAo oTnv
OIKOVOWIK)  avammTugn  Twv  vnolwv. XNV TIEPITITWon NG
PouepTeBevTolpa, uTmpxav oe agBovia, d16T auTdS O TUTTOG AVEUOUUAOU
AvaTITUXONKE KUPIWG 0 AvudpEeG 1 Ayoveg TTEPIOXEG. MNvoTav agloTroinon

Mepiypapn TOU avédou WG TTNYAG €VEPYEIAG, VIO va avTioTaBuIoTel N EAAEIYN

UBATIVWY PEUPATWYV. Z& aUTO OUVEBAAaV N OxeOOV POVIUN TTAPOUTIa TwY
a€PIWV PEUMATWY OTA VNOId Kal TO avayAu@o ThG YEWYPA®iag Tou vnolou,
TO OTTOI0 XOPOKTNPIETAI ATTO TIG EKTETAMEVES TTEQIAOES TTOU OIOKOTTITOVTQI
MOVo armd auToug Toug 1I8I0OPYPOUG avEUOUUAOUG. ATTavToUV avePOUUAOI
dUo TUTTWV, aAAd POVOo 0 £vag aTTO AUTOUG UTTEPTEPET APIOUNTIKA.

20vdeon ME TN
Xwpa Mou, T

MOAIMOTIKG EVOIagEPOV.

OXOAIKA i i i i
HoBfuaTa 2XOAIKG paBAparta: MNewypagia, loTtopia

lotooeAida Tou ZupPouliou lMaideiag, MaveToTNUIOKAG EKTTAIdEUONG,
Mnyég MoAmopou kar  ABAnTIopoU TG KuBépvnong Twv  Kavapiwy,

DwToypapic/eg

http://www.gobiernodecanarias.org (TrpootreAdotnke 07/01/2022)
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http://www.gobiernodecanarias.org/cultura/patrimoniocultural/bics/index.html?bic=true&cod=1087

11.EBvIké MNapko El Teide

3“,’:‘5‘:3;“ E6vik6 Mépko El Teide

EiSog o .

avTIKEpEVOU ApPXaAIOAOYIKOG XWPOG KAl PUOIKO TTAPKO

TotmroBeoia La Orotava, Tevepipn, Kavépia vnoid, lotravia

XpovoAoyia )

dnuioupyiag

Anpioupyog/oi | -
To 6pog Teide eival n uwnAdTEPN KOPUQH OTnV loTTavia, BpiokeTal 0TV
Tevepipn kai £xel UWog 3.715 péTpa TTAVW aTTd TN 0TABUN TNG BAAACTag
Kail 7.500 péTpa TTavw atrd Tov TTUBpéva Tou wkeavou. To uUWOPETPOU TOU
TTapkou «El Teide» kaBioTd 10 vnoi TNG Tevepipng 10 dékaTo UYWNASTEPO
vNnoi otov k6ouo. H padpn AGBa 1Tou KOAUTTTEI TOV NPAICTEIOKS KWVO

Mepiypapn ogeileTal 0NV TEAeUTaia £€KpPnén Tou «El Teide» kal xpovoAoyeital peTagu

Tou 7°° kai 10°° aiwva. To Teide amoTeAei PEPOG TOU OPWVUHOU €6VIKOU
TTAPKOU, TO OTToI0 avaknpEuxenke Mvnueio MNaykdouiag KAnpovouidg atrd
Vv Unesco oT1ig 28 louviou 2007. Eival €TTiong TTpOOTATEUOUEVN QUOIKA
TTEPIOXN) OTNV KATNyopia TOU QUOIKOU pvnueiou TTou TrEPIAaPBAvel TO
neaioTelokd ouutTAeyua Teide-Pico Viejo.

20vdeon ME TN
Xwpa Mou, T

E6viko Mapko kail Maykdouia KAnpovouia

OXOAIKA ] ) . .

paBApaTa 2XOAIKG poBriuata: MNewypagia, loTopia

Miyéc Wikipedia, H EAe0Bepn EykukAotraideia, https://es.wikipedia.org
(TrpooTreAdoTnke 07/01/2022)
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https://es.wikipedia.org/wiki/Teide#:~:text=Cuenta%20con%20una%20altitud%20oficial,el%20Mauna%20Loa%2C%20ambos%20en

12.La Gordejuela

Ovopuacia .
A La Gordejuela
Eidog B
QAVTIKEIJEVOU Epeimia
TotmroBeoia Los Realejos, Tevepipn, Kavépia vnoid, lotravia
: H kaTtaokeur Tou £€pyou eykpibnke 10 1903 kal To £€pyo OAOKANpwONKe
XpovoAoyia , . . .
5 i peTagU Tou 1904 kai Tou 1906 yia va avuywvel To vepd OTNV KOPUPr Tou
nuioupyiag , ! . . . .
YKpEMOU, 270 péTpa TTAvWw atréd Tn oT1dOun NG BAAaoCOG.
Anpioupyég/oi | O José Galvan Balaguer rjtav 0 SnuIoupyog TwV apXIKWV oXediwv.
H La Gordejuela gival £€vag TTaAaidg aveAKUCTAPAG VEPOU, €va UOPAUAIKO
. avTAIOOTACIO TTOU Oruepa eival epemwpuévo, OANG €gakoAouBei va
Nepiy pagn

atroTeAei éva ypa@IKO PEPOG OTNV AKPN £VOG YKPEPOU Kal TOU OTToiou N
Ae1Toupyia fATav n xprjon Tou aviAoUuevou vepoU.

ZUvdeon ME TN
XWwpa Mou, Ta

EmAcypévo wg éva ammd Ta IO EVIUTTWOIOKA UTTOAEIMPOTO KTNPIWV TNG
loTraviag.

OXOAIKA
Habénpara T XoAIKG paBrjuata: Mewypagia, loTopia

lotooeAida “Kokkivn Aiota ¢ lomraviag” yia tnv guaioBnroTroinon
i OXETIKA ME TO OTOIXEId KANPOVOUIAG TNG IOTTAVIKNG ETTIKPATEIAG TTOU

KivduveUouv pe e&agpavion, https://listarojapatrimonio.org/ficha/elevador-
aguas-gordejuela/ (TrpootreAdoTnke 07/01/2022)

DwTtoypapic/eg
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https://listarojapatrimonio.org/ficha/elevador-aguas-gordejuela/
https://listarojapatrimonio.org/ficha/elevador-aguas-gordejuela/

13.H méAn La Laguna

Ovopuacia ,

uvnusiou H 1éAn La Laguna

Eidog . A

AVTIKE pEVOU loTopikA TTOAN/ ApXaIoAOyIKOG XWPOG

TomoBeoia La Laguna, Tevepign, Kavdapia vnoid, lotravia

XpovoAoyia H moAn La Laguna gpgavideTal yeT TNV KATAKTNON TOU vNOlou, N OTIoid

dnuioupyiag ohokAnpwveTal 1o 1497.
H 1TTOAN peTpdel yia TTEPICOOTEPOUG ATTIO TTEVTE AIWVEG TNV UTTAPER NG,
otav 10 1494 o Alonso Femandez De Lugo evowpdtwoe 10 vnaoi OTO

Anpioupyog/oi | Etéppa 1ng KaoTiAAng. Tpia xpdvia apyotepa, 1o 1497 16pUBnke 10 San
Cristébal omig 6x6eg pI0G eowTEPIKAG Aiuvng TTou BpiokeTal ota Bopeia
TOU vnoIoU.
‘Hrav n TpwTn ammoIkiaky TOAN XWpPIi¢ Teixn TTou dIlatpnoe oXedov
avétrapn TNV apxiki g didtagn Tou 15° aiwva, n orroia ammoTéAeoe

Nepiypogn TTPOTUTTO YIO TTOAAEG OTTOIKIOKEG TTOAEIG oTnV APEpikr). O1 dpdpol TG, TTou

o@ulouv atd {wr TTPOCYEPOVTAG EPTTEIRIEG YUPW aTTd dPACTNPIOTNTEG
EMUTTOPIKEG, YOOTPOVOMIKEG KAl WUXOYWYIKEG, €ival YEUATOI OTTO pvnueia
Kal IOTOPIKA KTHPIA.

2uvdeon e TN
XWwpa Mou, Ta

Maykéouia KAnpovopuid

OoXOAIkd i i . .
HaBApaTa 2 XOAIKa poBruara: MNewypagia, loTopia

lotooeAida Tou ZupBouliou TlMaideiag, lMaveTTioTNUIAKAG eKTTAIdEUONG,
Minyéc MoAimopou kair ABAnTiopou TG KuBépvnong Twv Kavapiwy, lMeplouoiakd

otoixeia [oAmoTikoU Evdiogépoviog, Bienes de Interés Cultural
(gobiernodecanarias.org) (TrpooTreAdoTnke 07/01/2022)
5 LG i
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http://www.gobiernodecanarias.org/cultura/patrimoniocultural/bics/index.html?bic=true&cod=256
http://www.gobiernodecanarias.org/cultura/patrimoniocultural/bics/index.html?bic=true&cod=256

14.MaAdmn Lercaro (La Laguna)

Ovopacia .

VIO MaAdam Lercaro (La Laguna)

Eidog 3

QAVTIKEIJEVOU Mvnueio

TotmroBeoia La Laguna, Tevepipn, Kavapia vnoid, lotravia

XpovoAoyia i oU . s

Snuioupyiag TéAN Tou 16°° clwva

Anuioupydg/oi | Francisco Lercaro de Ledn, Ytroloxayog Tng Tevepipng
H oikia Twv Lercaro eival €va ammd 1a Kmpia Tou Mouoegiou loTopiag Kai
AvBpwTtroAoyiag (MIA). AuTto TO KTAPIO BPICKETAI OTO ICTOPIKO KEVTPO TOU
AAquou San Cristobal de La Laguna, piog mOAnNg 1ou avaknpuUxonke

Mepiypapn Mvnueio Taykéopiag KAnpovouldg amd tnv Unesco 10 1999 Kai

XpovoAoyeital attd Ta AN Tou 16°° auwva, étav ol Lercaro, pia olkoyévela
MevoBéCwy euTOpwWY €QTACAV OTO VNOi PETA TNV KaTdkTnon, OmmoTe Kal
&EKivNoe n KATAOKEUT) TOU.

2Uvdeon ME TN
XWwpa Mou, Ta

MoAmoTIKG evOIogE pov

3:((:2:]?1“ 2XOAIKG poBruata: MNewypagia, loTopia
lotooeAida Tou ZupPouliou Maideiag, MaveTTIoTNUIOKAG EKTTAIdELONG,
MoAimopou kar ABAnmiopou g KuBépvnong Twv Kavapiwyv, Meplouoiakd
oToixeia MoAmoTikoU EvdiagépovTtog, http://www.gobiernodecanarias.org
Mnyég (TTpooTreAdoTnke 07/01/2022)

DwToypapiol/eg

loTooeAida Twv Mouo€iwv ™mg Tevepipng,
https://www.museosdetenerife.org (TrpootreAdotnke 07/01/2022)
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http://www.gobiernodecanarias.org/cultura/patrimoniocultural/bics/index.html?bic=true&cod=1030
https://www.museosdetenerife.org/mha-museo-de-historia-y-antropologia/museo/casa-lercaro/

15.H oikia Twv ZTpatnywv

Ovopuacia H , 5 .

VIO OIKiOl TWV ZTPATNYWV

Eidog | . .

OVTIKE PEVOU OTOPIKO pvNHElo

TotmroBeoia La Laguna, Tevepipn, Kavépia vnoid, loTtravia

XpovoAoyia

ST 1624- 1631

Anuioupydg/oi | S1patnyog g Tevepipng, D. Diego de Alvarado Bracamonte
Auti n oiKia, yvwaoT Kal wg olkia Tou Alvaro Bracamonte, xriotnke
MeTAEU Tou 1624 kal Tou 1631 amd Tov T0TE OTPATNYO TNG Tevepipng, D.

Mepiypapn Diego de Alvarado Bracamonte. Apyotepa, Ba yivoTav n KaToIKia Twv

oTpatnywv Twv Kavapiwv NRowv, Ki €101 To KTAPIO £YIVE EUPEWG YVWOTO
WG N OIKia Twv ZTPATNYWV.

ZUvdeon ME TN
XWwpa Mou, Ta

MoAIMIOTIKG £vOIaQPE pov

OXOAIKA i i i i
HaBApaTa ZxoAikd padripata: MNewypagia, loTopia

lotooeAida Tou ZupPouliou MMaideiag, MaveTmoTNUIOKAG EKTTAIdEUONG,
Mnyég MoAmopol kar  ABAnTIopoU TG  KuBépvnong Twv  Kavapiwy,

http://www.gobiernodecanarias.org (rpootreAdotnke 07/01/2022)

DwTtoypapia/eg

i .ll-.
[
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http://www.gobiernodecanarias.org/cultura/patrimoniocultural/bics/index.html?bic=true&cod=266

16.KdoTtpo San Felipe

Ovopaocia i .

uvhpeiou KdaoTtpo San Felipe

Eidog | . ,

OVTIKE PEVOU OTOPIKO HVNLEIO

TotmroBeoia Aipavi de la Cruz, Tevepipn, Kavépia vnoid, lotravia

XpovoAoyia , ,

Snuioupyiag OAokAnpwonke 10 £T0G 1655

Anpioupyég/oi | Alonso Davila Guzman
To k&oTpo Tou Zav PeAitre BpioKeTal GTO GTOMIO TNG OMWWVUNNG PEUATIAG,
Tavw o Bpdxous. H kataokeur) Tou Xpovoloyeital Tov 17° aiwva Kal
ohokAnpwvetal 1o 1655. H kataokeur] €xel TTOAUYWVIKO OXAMA Kal N
TTPOoRacn oc auTtiv yivoTav PECW MIAG CUAIVRG YEQUPOG Kol HIaG
oupdpevng vEQupag Tavw otrd pia Taepo. To Bahlaooivd vepd

, gloepyoTav otV TaPpo Katd 1N OidpKela TS TTaAippolac, TTpiv atmd TNV
Mepiy pogn pX n ¢p n P ne ppolag, 1p n

TANUUUPa TTou onuelwdnke 10 1826. ZT1a dedId NG TTOPTAG €106O0U
BpiokdTaV TO QUAGKIO KAl 0T apioTePd n Tupmdatobnkn. O deUTEPOG
OpOPOG XPNOIUOTIOINBNKE yIa TN OTEYOON TNG POUPAsS. To gpoupapxeio
BAEtTel Tipog TN BdAacoaq, pe pia eicodo, pia TToAcpioTpa, TAiVBO, yeioo
Kal QIVIpIOUa PE KOKKIVO XWHa. ZTNV TTpdoown EEXwpilel TO 0IKOGNUO TOU
OIAiTTTTOU A,

ZUvdeon ME TN
Xwpa Mou, T

MoAIMIOTIKG £vOIaQE pov

OXOAIKA i , , ,
paBhApaTa 2XOAIKA paBApata: Mewypagia, loTopia

lotooeAida Tou ZupPouliou lMaideiag, MaveToTNUIOKAG EKTTAIdEUONG,
Mnyég MoAmopou kar  ABAnTIopoU TG KuBépvnong Twv  Kavapiwy,

DwToypapiol/eg

http://www.gobiernodecanarias.org (rpootreAdotnke 07/01/2022)
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http://www.gobiernodecanarias.org/cultura/patrimoniocultural/bics/index.html?bic=true&cod=255

17.Silbo gomero

Ovopacia .

e Silbo gomero

Eidog FAG i ,

avTIKEpEVOU WOooa Kal TPOTTOG ETTIKOIVWVIAG

TotmroBeoia La Gomera, Kavdpia Nnoid, lotravia

XpovoAoyia

dnuoupyiag |

Anpioupyog/oi | O1 kdTolkol Tou vnoloU La Gomera
MpokelTal yia oQUPIYHa TTOU XPNOIKOTTOEITAI aTTO TOUG KATOIKOUG TOU

Tt vnoiou La Gomera yia aiwveg Kal AEIToupyei wg YAwWooa Kal TPOTTOG
emKoIvwviag. ‘Exel avaknpuxBei atré v Unesco MNpo@opikn, MoAITIOTIKN
Kal AuAn KAnpovouid Tng AvBpwirétnTag.

Zoyvdeon ME TN | . .

. AUAN TTONITIOTIKF) KAnpOVvouId

OXOAIKA ., i L i

padhpoTa 2XOAIKG paBruata: MNwooa, loTopia
®duon kai MoAmopog, MeydAn Eykukhotraidela eikovikr Twv Kavapiwv
vijowy, https://www.gevic.net/info (rpootreAdotnke 07/01/2022)

Mnyég

Bivreo Tou dieBvoug Méoou Madlikng Evnuépwong Deutsche Welle (DW)
yia 10 opuplyua Silbo gomero https://www.youtube.com (TTpoOTTEAGOTNKE
07/01/2022)

DwToypagio/eg
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https://www.gevic.net/info/contenidos/mostrar_contenidos.php?idcat=42&idcap=112&idcon=1023#:~:text=El%2030%20de%20septiembre%20de,la%20Humanidad%20por%20la%20UNESCO
https://www.youtube.com/watch?v=TfGwFM9-wFk

18.Caserio de Masca

g\‘,',?ﬁ;gt',q Caserio de Masca

Eidog . .

aVTIKE pEvOU loTopikd ouykpOTNUa

TomoBeoia Buenavista del Norte, Tevepipn, Kavapia vnoid, lotravia

XpovoAoyia )

dnuioupyiag

Anpioupyog/oi | -
H 1oTopIKA TOTTOBeTia TNG Masca BpiokeTal pyéoa otnv opooeipd Teno,
TOU TTOAQIOTEPOU YEWAOYIKOU OXNUATIOUOU OTo vNnaoi TG Tevepipng, difTAa

Mepiypaepn otV opooeipd Anaga. Tn dlaoxiCouv PabiEg xapddpeg, o1 OTIoiES

TTponABav armd XIANETH NPAICTEIOKA adpdavela Kal armrd Tn ouvexr dpdaaon
™G dIaBpwWanNS Adyw TwV BPOXOTTTWOEWV.

ZUvdeon ME TN
XWwpa Mou, Ta

MoAIMIOTIKR) KAnpovouid

OXOAIKA i , , .
paBFApaTa 2 XOAIKA paBAuata: Mewypagia, loTopia

lotooeAida Tou ZupPouliou MMaideiag, MaveTmoTNUIOKAG EKTTAIdEUONG,
Mnyég MoAmopol kar  ABAnTIopoU TG  KuBépvnong Twv  Kavapiwy,

DwToypagio/eg

http:/www.gobiernodecanarias.org (TrpooTreAdoTnke 07/01/2022)
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http://www.gobiernodecanarias.org/cultura/patrimoniocultural/bics/index.html?bic=true&cod=907

19.Teirovid g Vegueta

ﬁ\‘,,:;j ;::q Feitovia mg Vegueta

Eidog . loTopiké ouykpdTNUA

OVTIKEIMEVOU

TomoBeoia Las Palmas, Kavapia vnoid, lotravia

XpovoAoyia

Snpioupyiag 1478

Anpioupyég/oi | Juan Rejon, kataktnTg Tou vnoiol Mkpav Kavapia
H Vegueta cival n Tpw1n yeItovia 1Tou 18pUBnke TNV I0TTAVIKN TTOAN Las
Palmas twv Kavapiwv viijowv kal avAkKel oTnv TEPIPEPEIa TNG Vegueta,
Cono Sur kai Tarifa. Avaknpuxbnke EBvVIKOG XWPOS I0TOPIKAG Kal
KOAAITEXVIKNAG onuagiog pe 1o Aidraypa tng 5" Ampidiou Tou 1973. H

MNepiypaepn TTEPIOXA OQEiAEl TO Gvoud TNG oTNV eUPopn TTEDIAdA TTOU EKTEIVOTAV YUPW

até 1 BaolAiki oxUpwon Tou oTpatotrédou TTou idpuce o Juan Rejon,
KATOKTNTAG TOu vnoioU. ApXIKG n yeimovid ovopaldtav «La Vegueta 1ng
Ayiag Avvngy». 'EKTOTE aTOTEAET TO KEVTPO TNG TTONITIKAG, BPNOKEUTIKNG KOl
OIOIKNTIKNG ASITOUPYiaG Tou vNoioU.

20vdeon ME TN
XWwpa Mou, T

MoAmoTIKG evdiogE pov

O XOAIKA ) . . .
HaBRpaTa 2 XOAIKG paBnuarta: MNewypagia, loTopia
lotooeAida Tou ZupPouliou MMaideiag, MaveTmoTNUIOKAG EKTTAIdEUONG,
MoAmopou kai  ABAnTIopoU TG KuBépvnong Twv  Kavapiwy,
Mnyéc http://www.gobiernodecanarias.org (rpootreAdotnke 07/01/2022)

Wikipedia, H EAeUBepn EykukhoTraideia,

DwToypapioleg

https://es.wikipedia.rq/wiki/Vequeta (TTpooTTEAGOTNKE 07/01/222)

= -1'"‘". i
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http://www.gobiernodecanarias.org/cultura/patrimoniocultural/bics/index.html?bic=true&cod=89
https://es.wikipedia.org/wiki/Vegueta

20.Villa de Betancuria

Ovopuacia . .

uvnusiou Villa de Betancuria

Eidog | . .

avTIKEIpEVOU OTOPIKO CUYKPOTNUO

Totrofsoia Fuerteventura, Kavépia Nnoid, lotravia

Xpovoloyia

Snuioupyiag 1404

Anpioupyég/oi | Jean de Béthencourt, kataktnTig Tou vnoioU Fuerteventura
H Betancuria eivar pia ammo 1g TMI0 TTAAIEG TIOAEIG TTOU idpucav Ol
EupwTraiol ota Kavdpia vnold. ‘Htav n 1I0TopIKA TTpwTelouca Tou vNoiou
¢ Fuerteventura ammé 10 1405 €wg 10 1834. I5pUBNKE OTNV £vdOXWPQ

Nepiypogn AOGYW TOU €UPOPOU £BAPOUG Kal yIa AOYOUG TTPO0TACiaG atTd TIG OUVEXEIS

TTEIPATIKEG €TMIBECEIC TTou €mANTTav TN PouepTteBeviolpa ekeivn TNV
emoxn. H Mavayia Tng Pefia Bewpeital n TTpooTdmda Tou vnoioU Kal ToV
2eMTEUPPIO  yiveTal TTPOOKUVNUA TIPOG TIUR TNG ME  MEYAAN Adikn
OUMMETOXA.

2Uvdeon e TN
XWwpa Mou, T

MoAmoTIKG evOIogE pov

oXOAIKd i i i
HaBAuaTa 2 XOAIKG poBrjuarta: loTopia

lotooeAida Tou ZupPouliou lMaideiag, MavemmioTnUIOKAG EKTTAIdEUONG,
Mnyég MoAmopou kar  ABAnTIoOpoU TG  KuBépvnong Twv  Kavapiwy,

DwToypapio/eg

http://www.gobiernodecanarias.org (rpootreAdotnke 07/01/2022)

e
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http://www.gobiernodecanarias.org/cultura/patrimoniocultural/bics/index.html?bic=true&cod=189

21.Teimovid Tng Triana

Ovopuacia . .

uvhpeiou lFeirovia mg Triana

Eidog | . .

avTIKEpEVOU OTOPIKO CUYKPOTNUO

TomoBeoia Las Palmas, Kavapia vnoid, lotravia

XpovoAoyia oc o s

SnuIoupyiog 15° aiwvag

Anpioupydg/oi | -
Aiyo PETA TNV idpuaor] Tou, TO ACTIKO KEVTPO NG TTOANG Las Palmas de
Gran Canaria (n ouvoikia Vegueta) etmektdbnke, Olaoyi(oviag Tn

. apdadpa Guniguada. ‘ETol yevvriOnke eiIrovia Tpidva, pIa EUTTOPIKT
Mepiy pooi Xapaop g YEVVINONKE N Y p MIQ EUTTOPIKI

TTepIOX ME KUplo Gfova Tov opwwupo dpouo. Ao TG apxég Ttou 20V
alwva dpxIoe va TTpayuaToTToiEiTal pIIKA apXITEKTOVIKA avakaivion oTnv
Tpiava.

Tuvdeon e TN
XWwpa Mou, Ta

MOAIMIOTIKO €vOIaQEpovV

OXOAIKA i i . .
pHaBApaTa ZXOAIKA paBruara: MNewypagia, loTopia.

lotooeAida Tou ZupPouliou lMaideiag, MavetmoTNUIOKAG EKTTAiIdEUONG,
Mnyég MoAmopol kar  ABAnTIopoU TG  KuBépvnong Twv  Kavapiwy,

http:/www.gobiernodecanarias.org (Trpoom)\aoTr]Ks 07/01/2022)

DwToypapic/eg
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http://www.gobiernodecanarias.org/cultura/patrimoniocultural/bics/index.html?bic=true&cod=90

22 .Villa de Teguise

Ovopuacia . .

uvnusiou Villa de Teguise

Eidog | . .

avTIKEpEVOU OTOPIKO CUYKPOTNUO

TotmroBeoia Teguise, Lanzarote, Kavdpia Nnoid, lotravia

XpovoAoyia 0C iyt

SnuIoupyiag 16°° aiwvag

Anpioupyog/oi | Maciot de Bethencourt
To Teguise ATav n TTpwTEUOUCA TOU vNoloUu Lanzarote Tipiv peTa@epOEei
o1o Arrecife ota péoa Tou 18% aiwva. H AN €xel dpop@a KThpia,
TTAOKSOTPWTA dPOPAKIa Kal TTOAA 10Topia. To Teguise gival yvwoTd o€
TTOANOUG yIa TNV KUPIOKATIKN ayopd, n oTroia cival tepdoTia. To TToAid
TUAMA TNG TTOANNG gival XTIOPEVO YUpw atmd Mia TTAATEIQ PE akavovioTn
didragn, 6mou BpiokeTal n TTpdoown TNG ekkAnaiag Nuestra Sefiora de

Mepiy pagn Guadalupe ka1 yUpw oo TNV otmoia BpioKovTal Ta OnuAVTIKOTEPA KT pIa

MG TOANG. Avaueod Toug eival n Casa Spinola, TTou XTiOTNKE PETOEU
1730 ka1 1780 amd Tov Don José Feo Peraza, éva oOTriT opyavwuévo
yUpw OTT0 MIO KEVTPIKA QUAN Kal TTpOCOoWn HE CUMUETPIKO OXEDIO, HE
KEVTPIKN TTOPTA PE ETTEVOUON KAl TIETPIVO TTAQICIO TTOU UWWVETAI O€ Tpia
okaAlorrdma. Avakailviotnke 10 1974 Kai OloKOOWNBNKE ommd TOV
KaAAITéxvn César Manrique.

ZUvdeon e TN
XWwpa Mou, TA

MoAmMoTIKG evOIogE pov

AIKG
zt)x(gr']:sm 2XOAIKA paBruaTa: loTopia

lotooeAida Tou ZupPouliou lMaideiag, MaveToTNUIOKAG €KTTAIdEUONG,
Mnyég MoAmopou kar  ABAnTIopoU TG KuBépvnong Twv  Kavapiwy,

http:/www.gobiernodecanarias.org (TrpooTreAdoTnke 07/01/2022)

DwTtoypapic/eg
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http://www.gobiernodecanarias.org/cultura/patrimoniocultural/bics/index.html?bic=true&cod=147

23.BoTavikog KATTOG

Ovopuacia B L,

uvnpeiou OTAVIKOG KATTOG

Eidog | .

AVTIKEIJEVOU OTOPIKOG KNTTOS

TomoBeoia Puerto de la Cruz, Tenerife, Kavépia vnoid, lotravia

XpovoAoyia .

SnuIoupyiog 17 AuyoucTou 1788

Anpioupy6g/oi | Alfonso de Nava y Grimon and Benitez de Lugo
O BoTtavikdg KATTOG dnuioupyrnbnke ocup@wva pe 10 BaolAikd Aigrayua
Tou Baoihid Kapodou tou I, kal TrapayyéABnke atmd Tov K. Alonso de
Nava y Grimén y Benitez de Lugo yia va koANwel Tnv avdykn
KOANIEPYEIOG TPOTTIKWV €10WV aTTO TIG TTEPIOXEG TNG AMPEPIKAG KOl TOU

. VOTIOU NUICQaIpioOU 0TV ICTTAVIKA ETTIKPATEIA. BpiokeTal otnv KOIAGda La
Mepiy poon nuiceaip n n p p n

Orotava 1ng Tevepipng kai TrepIAauBavel @utd, &Evipa Kal AouAoudia
KUpPiwg arrd TIG TPOTTIKEG Kal UTTOTPOTTIKEG TIEPIOXEG,
ouptrepihauBavopévwy Twv Araceae kal Bromeliaceae, TTOAITINO QUTG
TTOU N @UON QAIVOTAV VO €XEl TTAPAXWPNOEI ATTOKAEIOTIKA OTA TUXEPQ
KAIJATA TWV TPOTTIKWYV TTEPIOXWIV.

20vdeon MpE TN
Xwpa Mou, T

MoAITIOTIKG £vOIQQPE pov

AIKG
:t)x(gr']:lfw 2 XOAIKA poBApaTa: Mewypagia, loTopia
lotooeAida Tou ZupPouliou lMaideiag, MaveTToTNUIOKAG EKTTAIdEUONG,
Mnyég MoAmopou kar  ABAnTIopoU TG  KuBépvnong Twv  Kavapiwy,
http://www.gobiernodecanarias.org (rpootreAdotnke 07/01/2022)

DwTtoypopia/eg
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http://www.gobiernodecanarias.org/cultura/patrimoniocultural/bics/index.html?bic=true&cod=1000

24 .Anupapxeio Santa Cruz de La Palma

Ovopuacia .

A Anpapyxeio Santa Cruz de La Palma

Eidog .

QAVTIKEIJEVOU Mvnueio

Totrofeoia Santa Cruz de la Palma, La Palma, Kavdapia Nnoid, lotravia

XpovoAoyia

Snuioupyiag 1559- 1563

Anpioupyog/oi | Alonso Fernandez de Lugo
To Onuapxeio €ival 10 ONUAVTIKOTEPO ONUACIO KTPIO TOU vnolou.
Xtiotnke peTagu 1559 kai 1563, avmikaBioTwvTag £va TTPonyoUhEVo, TO
otroio TuptroAnBnke ammd MaAAoug TrelpatEg 10 1553. To KTApIo €ival
avayevvnalakoU puBpou Kai atroTeAeital atrd dUo TuuaTa. To KATWTEPO
cival pia yohapia a1ré 0T0EG Kal NHIKUKAIKEG KAPAPES TToU 0dnyouv OTo

. aifpio. To deUTEPO, TTOU XWpPIleTal omTd £va YeioO, TTEPIEXEI TTAPGOU I3
Tt P P Xwpic ¥ PEEXEI TTapaBupa

AetrTod0UAE PéVa UTTEPBUPA Kal Pia AETTTr) OTAAN 0T péon. H diakdounon
oAokAnpwveTal pe 10 oikdonuo TnG KooTiAng, 10 oikéonuo Tng La Palma,
éva PETAAAIO e TO TTPO@IA Tou DIAiTITOU B' KOl £va €mMOTEYyaoua aTto
USPOPPOEG TTOU OTTEIKOVICOUV AIOVTAPIA. 2TO ECWTEPIKO UTTOPEI KAVEIG VO
Bauudoel Tnv TOoIXOYpa@ia "La Romeria", tou Jwypdgou Manuel
Gonzalez Méndez atré 1 La Palma.

20vdeon ME TN
Xwpa Mou, T

MOAITIOTIKO £VvOIQQPE POV

DwToypapio/eg

OXOAIKA i i i
paBApaTa 2XOAIKG poBriuata: loTopia
lotooeAida Tou ZupPouliou Maideiog, MaveTTioTnUIOKAG exTTaideuong,
MoAmopoU kai  ABAnmopoUu g KuBépvnong Twv  Kavapiwv,
Mnvéc http://www.gobiernodecanarias.org (TrpootreAdotnke 07/01/2022)

I5pUpal/laykéopio AmoBepatikd Bidogaipag Kavapiwv NAocwv Aa
MaApa https://lapalmabiosfera.es (mpooteAdoTnke 07/01/2022)
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http://www.gobiernodecanarias.org/cultura/patrimoniocultural/bics/index.html?bic=true&cod=176
https://lapalmabiosfera.es/comunidad/excmo-ayto-de-sta-cruz-de-la-palma/

25.Auudérogol Maspalomas

Ovopuacia ,

uvnusiou AupoAogol Maspalomas

Eidog AMo- T i . .

avTIKEpEVOU o: [NpooTateuduevn QUOIKA TTEPIOXN

TotmroBeoia San Bartolomé de Tirajana, Kavapia vnoid, lotravia

XpovoAoyia

dnuoupyiag |

Anpioupyog/oi | -
O1 appoAogol Maspalomas omoTeAOUV TTPOCTATEUONEVN QUOIKI TTEPIOXNA
oTnVv Katnyopia Tou Edikou duoikou Karaguyiou ammd 1o 1994, aAAd yia
TTPWTN POPA avoknpuxOnke TTpooTaTeUOuEVn TTEPIoX To 1987. Auti n
amépavtn 6dAacca omd duuo PBpiokeTal ota voTia Tou vnaiou [kpav

. Kavapia kair kataAappBavelr oxedov 404 exktapia. Madi pye tnv 600
Neprypaopri P Hp X P Gi pe ™ n

Maspalomas kal TNV opwvuun Aigvn oxnuatiouv éva oUPTTAEYUa Tou
OTTOIOU TO BIAPOPETIKA OIKOOUCTAHATA €XOUV MIA QUOIKN Kol alodnTiKn
agia povadikr otov K6opo. Mpdkeital yia pia kaAodiatnpnuévn TTEPIOX,
G otroiog To TEPIBAANOV eTTnNPEAdeTal €viova OTTO TNV avOpPWTTIVN
TTapouTia, yeyovog Tou atroteAei coBapn atelAr yia Tnv emIRiwor TnG.

20vdeon MpE TN
Xwpa Mou, T

Eidikn TTpooTaTEUOUEVN TTEPIOXN

OXOAIKA i i i
HoBfuaTa 2XOAIKA paBAparta: Mewypagia

lotooeAida Tou ZupPouliou lMaideiag, MavemmioTnUIOKAG EKTTAiIdEUONG,
Mnyég MoAmopou kar  ABAnTIopoU TG  KuBépvnong Twv  Kavapiwy,

https://www3.gobiemodecanarias.org (TrpooteAdotnke 07/01/2022)

DwTtoypapic/eg
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https://www3.gobiernodecanarias.org/medusa/wiki/index.php?title=Dunas_de_Maspalomas

26.KaoTtpo San Andrés

Ovopuacia i ;

uvnpeiou Kdaotpo San Andrés

Eidog .

OVTIKE PEVOU Mvnueio

TomoBeoia Santa Cruz de Tenerife, Tevepipn, Kavdpia vnoid, lotravia

XpovoAoyia

dnuioupyiag 1706

Anpioupyog/oi | Aioikntig D. Agustin de Robles
To KUKAIKG Tou oXAMa €ival akOPa KOl OAPEPA 0paTO HE HIO AVOCUPOUEVN
yEQuUPA oTNV TTUAN €I0000U. XPNOIlEUE YIa TNV UTTEPACTTION TNG TTAPAAIOg
Tou San Andrés Kal yia TNV TIPOOTACIia Twv TTACIWV atrd TTEIPATIKES
emBEoEIG. AEBETE KATAAUPATA YIO TN GPOUPA, HIa PIKPr TTUPITIOOTTOBKN,

Nepiypapn Mia de&apevr) Kal TNV £EEDpaA yia TTEVTE Kavovia, OTTOU TAV TOTTOBETNUEVO

Kal éva Kautravapld. Katd tn paxn g 2avra Kpoul vie Tevepipn 1O
1797, 10 KGoTPO £TTOIEE ONuUAvTIKO POAo, KaBwg TTupoBoAiocuoi atmmd To
KAOTPO KATECTPEWAV TOV I0TO KaI T EAPTIO Tou Onoéa, Tou TTAoioU Tou
vavuapyou OpaTtio NéEAoov.

20vdeon ME TN
XWwpa Mou, T

MoAmoTIKG evdiogE pov

oXOAIKd i i i
HaBAuaTa 2 XOAIKG poBrjuara: loTopia

loTooeAida Tou ZupPBouliou Maideiag, MavetmioTnUIOKAG EKTTaidEUONG,
Mnyég MoAimopou kai ABAnTiopou NG KuBépvnong Twv Kavapiwy,

http:/www.gobiernodecanarias.org (rpootreAdoTnke 07/01/2022)

DwToypagio/eg
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http://www.gobiernodecanarias.org/cultura/patrimoniocultural/bics/index.html?bic=true&cod=359

27.0ikia Lercaro La Orotava

Ovopuacia .

uvnpeiou Oikia Lercaro La Orotava

Eidog ,

QAVTIKEIMEVOU Mvnueio

TomoBeoia La Orotava, Tevepion, Kavapia vnoid, lotravia

XpovoAoyia 0C ryus”

Snuoupyiag 16°° aiwvag

Anuioupydg/oi | O TTpwTog I5I0KTATNG Tou ATAV 0 Jerdnimo de Ponte-Fonte y Pagés
H oikia avrKe o€ HIO OIKOYEVEIO EUYEVWV TNG £TTOXNG. To OIKGONUO TNG
OIKOYEVEIAG, TO OTTOI0 QaiveTal OKOAIOUEVO Of PAPHOPO TTAVW ommd TO
TTapdBupo Tou TPITOU 0POPOU, AITOTUTIWIVEI TNV KOIVWVIKA avayvwpIon
TNG OIKOYEVEIOG KAl TNV EUYEVIKN KaTAywyr TwV JEAWV TNG. TO OTTITI £XEI
acUpueTpn Katown o€ oxnua U, pye ptmaAkévia otov deUTEPO Kal TPITO

MNepiypaepn 6pogpo otnv KUpla Trpéoown. H 1épTa €ival TO TTIO XOPAKTNPIOTIKO

oToIXEiO OTO 100YEI0, OTa OeCIG dUO pIKPG TTapdBupa, duo TTapdBupa oTa
apIoTEPQ, OTTWG AUTA TOU TTPWTOU 0POPOU, EPOdIOCUEVA PE TTEPPRAQI Kal
TTavi{oupia TToU avoiyouv TTpog Ta £Ew (ammd KATw TTPog Ta TTavw). To
MTTaAKSVI TOU TTPWTOU 0poPouU £Xel oKaAIoTH EUAIVN Bdon kal c@upriAaTo
O10ePEVIO KIYKAIdWQ.

ZUvdeon ME TN
XWwpa Mou, Ta

MoAIMIOTIKG £vOIaQPE pov

OXOAIKA . . .
HoBRuaTa ZXOAIKA paBruaTta: loTtopia

lotooeAida Tou ZupPouliou lMaideiag, MaveTioTNUIOKAG €KTTAIdEUONG,
Mnyég MoAmopou kai  ABAnTIopoU TG  KuBépvnong Twv  Kavapiwy,

http:/www.gobiernodecanarias.org (TrpooTreAdoTnke 07/01/2022)
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28.01 Tamnteg Tou Corpus Christi

Ovopuacia , ..

A O1 TamrnTeg Tou Corpus Christi

Eidog ., . , . .

AVTIKE pEVOU AAo: Znpeio MoAmoTikou Evdiagpépovtog

TomoBeoia La Orotava, Tevepipn, Kavapia vnoid, lotravia

Xpovoloyia

Snuioupyiag 1847

e o g):;ﬁlcl)vopog ™G TTPWTNG avBOKOMIKAG KAnpovouldg TG Kupiag Leonor
Ta xahid pge AouAoudia NG La Orotava, orjpa katateBév TnG KAANITEXVIKAG
TAUTOTNTOG TNG TTOANG KaTtaokeudlovtal ammd 10 1844 oTo TTAQiCI0 TNG
BpnokeuTikig €optmig Tou “Corpus Christi”. KdBe xpoévo Ttov louvio,
HWOAIKA «XOAIWV» BIAKOOHUOUV TOUG dPOOUG TNG TTOANG yia TO TTEPOC A
Tou lMNavayiou Zwpatog Tou XpioToU (Most Holy Corpus Christi). MNa tnv
KATAOKEUN TOUG XpnoldoTrolouvtal pévo AouAoudia Kal GAAa QUTIKG

. oToIxeia Ot OUCTAKIO aTTO  KEXPI, ua N peikia, T OTIOIO
Meprypapt X we xei, Ppela 1 p

WAOKOBOVTaI KOl WrvovTal yid VO ATTOKTHOOUV TPEIG OTTOXPWOEIS, TOU
TTPACIVOU, TNG WXPOAG KAl TOU JOUPOoU XpwHaTog, avaAoya pe Tov Xpovo
ynoiyarog. O1 avlivol TaTTNTeES €ival éva KAOANITEXVIKO €pyo TTOU QTTAITE]
OX£010 Kal yI' auTtd o1 dnUIoUPYOi TWV TATTATWY Ta ENPEPWHATA TTPIV OTTO
mv €opty Tou Corpus Christi kataAauBdvouv ammd TTOAI vwpig TOug
XWPOUG TTIOU TOUG €XOUV TTapadOoCIoKd avaTteBei TTPOKEINEVOU  va
apyioouv 10 £pyo Toug OTa OpIa TTOU £XEI AVAAGRBEl 0 KOBEVAG.

20vdeon MpE TN
XWwpa Mou, T

MOAITIOTIKO EvOIaEE POV

OXOAIKd i . . . i
HaBAuaTa 2XOAIKA paBiuaTta: MNewypagia, lotopia, KaAMitexviké

lotooeAida Tou ZupPouliou lMaideiag, MaveTToTNUIOKAG EKTTAIdEUONG,
Mnyég MoAmopou kar  ABAnTIoOpoU TG  KuBépvnong Twv  Kavapiwy,

http://www.gobiernodecanarias.org (rpootreAdotnke 07/01/2022)
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29.Villa de La Orotava

Ovopuacia .

A Villa de La Orotava

Eidog | . .

avTIKEpEVOU OTOPIKO OUYKPOTNUO

TotmroBeoia La Orotava, Tevepipn, Kavdpia vnoid, lotravia

XpovoAoyia . .

SnuIoupyiag ATT6 10 1498 KOl PETA

Anpioupyog/oi | Alonso Fernandez de Lugo
‘Eva pIKpO TTAPEKKAO1 TTOU KATOOKEUAOTNKE OTa TEAN Tou 150U alwva,
ATav 0 TTUPRAVaS YUpw OTIO TOV OTTOI0 OPXIKA avaTrTuXOnke n TTOAN Kal
egeNixTnKE OTn OUVEXEID Ot €va ATTO TA OIKOVOMIKA Kal BpnoKeuTIKG

. KEVTpa TNG efouaiag otnv Tevepipn. H La Orotava cival n TOAN Twv
Neprypaofi pa TG egoudiog o pien n AN

MEYAAWV OTTIMIWV Kal TwV TTAAKOOTPWTWY OpOUWY, Hia TTOAN BuBIopévn
otV  Kapdid TG OMWWMPNG KOINGdaG. ATtoteAoUOE  PEPOG  TOU
«menceyato Tou Taoro», Tou TTAOUCIOTEPOU KaI PEYOAITEPOU OTTO TO
evvéa BaoiAeia oTa oTroia ATAV XWPIOWEVO TO VNOi.

20vdeon MpE TN
XWwpa Mou, Ta

MoAmoTIKG evdiogE pov

ATKG
z;(gﬁ:(:w 2 XOAIKA poBruarta: MNewypagia, loTopia

lotooeAida Tou ZupPouliou lMaideiag, MavetioTNUIOKAG EKTTAiIdEUONG,
Mnyég MoAmopol kar  ABAnTIopoU TG  KuBépvnong Twv  Kavapiwy,

DwToypagio/eg
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30.Podomorfos

3‘\,’:::;;',“ Podomorfos

Eidog . ApPXAIOAOYIKOG XWPOG

QVTIKEIPEVOU

TotmroBeoia La Oliva, Fuerteventura, Kavdpia Nnoid, lotravia

?5("]):“‘::!):(\'{:; Emroxn Twv 1Bayevwov

Anpioupydg/oi | [Bayeveic
O1 Bpaxoypa@icg e TTOBOMOPPIKA HOTIRa €ival ETTIYPAPES (OuvhnBwg o€
Bpdxo) pe TN MopP@r €vog TTodIoU 1 OUO 1 TEPICCOTEPWY TTODIWV

Tt EVWUEVWY UETAEU TOUG, TTOU OmTodidovTal OTOV TIOAITIOUO TwV 18ayeEVWV
ToUu vnolou. Evrotidovial oto Bouvd Tindaya, kal atroteAoUv €vav aTTo
TOUG TTIO EVTUTTWOIAKOUG KOl QIVIYUATIKOUG apXQIOAOYIKOUG XWPEOUG TwV
Kavapiwv Nowyv, TTou agifouv T pEYIOTN dUVATH VOUIKN TTpooTaCia.

Tuvdeon ME TN . .

R [T MoAImoTIKG evOlogE pov

OXOAIkd i . i i i

pHadApaTa 2XOAIKG poBnruara: MNewypagia, loTopia, KaAAITEXVIKG
lotooeAida Tou ZupPouAiou MMaideiag, lMaveTTiIoTNUIOKAG eKTTaAIdEUONG,

Mnyég MoAmopoU  kai  ABAnmopou ¢  KuBépvnong Twv  Kavapiwy,

DwToypapio/eg
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MEPOZ lll: Evoeikmikd ogvapia 010aoKaAiag

EKIMAIAEYTIKO ZENAPIO |

A. XapaKmpIoTIKA
Tithog: OepatmeuTtg /Martpoi TG MoAimoTikg KAnpovouidg

Aiya Aéyia yia 10 oegvdplo: Ta poBnoiokd oevapla TTou eKTTovhOnkav €@ApPOlouv TO
gvvoloAoyikd TTAdioI0 yia Tnv aloTroinon TNG TTONIMITIOTIKAG KANPOVOWIAS OTNV EKTTAIOEUON
MEOW TNG OTPATNYIKAG TNG Traixvidorroinong. To TmAdicio autd ouvdéel Tn peBodoloyia
gamification ye 10 povtéAo TNG auTop PUBUICOUEVNG HABNONG Kal TIG BUVATOTNTES TWV KVNTWV
OUCKEUWV HE OTOXO VO TTOPEXEI VEEG OUVATOTNTEG VIO TNV EUPUTEPN XPNoN TNG peBodoAoyiag
QUTAG OTNV EKTTAIBEUON YIO TNV AVATTTUEN BEEI0TATWY UWNAARG OKEWNG.

Ta exTaideuTIKA oevapla €xouv oxedlaoTei yupw ammd éva dIadIKTuakd Traixvidl poAwv
yla Tnv TTOANIMoTIKA KAnpovouid tng EANGSag, ¢ loTraviag kal TnG ITaAiag, pe 1O oTToio
ETIOILKETAI VA £EOIKEIWBOUV 01 HABNTEG PE TNV TTOAITIOTIKF) KANPOVOUIA TWV TPIWV XWPWYV,
Va KATAVONOOUV TNV €WOoIA Kal TIG SIAQOPETIKEG HOPPE G TNG AAAG Kal TNV €vvola JIag KOIVAG
EUPWTTAIKNAG TTONITIOTIKNG KANPOVOWUIAS Kal va TTpowdnioel 1o aiobnua o1 avrjkouv otnv
Eupwtmn. Q¢ amwTtepog okotrog TiBeTal N ouveidntorroinon amd Toug JabnTtég TNG agiag TG
TTONITIOTIKAG KANPOVOUIGS yia TN dIapop@waon Kal Tn diatipnon NG OUAANOYIKNG KAl ATOMIKAG
TautétnTag. TéEAOG, Ta Oevdpia €0TIAlOUV OTNV QVATTTUEN YVWOTIKWY, KOIVWVIKWY Kal
TTOPAYOVTWYV KIVATPWY TNG autoppUBuIoNS Twv EKTTAIBEUOPEVWY  OAAG KOl GUVOUOOTIKWY
Oe€IOTATWY OTITIKOU, WNQIAKOU Kal KPITIKOU YPAUMATIONOU Kol OTnV KIVATOTToIiNON NG
OKEWNG TOU PadnTA.

TO MAIXNIAI «SAVE THE WORLD»

To taixvidl «Save the world» TTou oxedidoTnke o€ £va TeXVOAOyIKA uTTOOTNPICOMEVO
mepIBAANOV (Moodle) kal ammoTeAei pia TTEPIAyNON UVNUEIWY PE EPWTAOEIS, TTPOKEINEVOU Ol
MOBNTEG va KEPDIoOUV TTOVTOUG, €XEI WG OKOTTO OXI WOVO TNV ATTOKTNON YVWOEWV 1 TV
TTayiwaon Twv aITOKTNBEICWY YVWOEWV YIa £€va Pvnueio, TNV I0TOpIa TOU, TNV OPXITEKTOVIK)
TOUu, TN A€ITOUPYia Kal TNV PETETTEITA XPrON TOou, aAAG KAl T OXEON ToU ME TIG aieg Kal TIG
Tapadooelg, dnAadn TNV AuAn KAnpovouid. ATTOOKOTIEI OTNV EVEPYO KOIVWVIKN TTPOOTACIA,
onAadny O¢ piIa TTONITIOTIKA OUMPMPETOXIKN QVATTTUEN, n otroia odnyei o pia utrelBuvn
KOIVWVIKI) CUUTTEPIPOPA E OEPBACHO OTA PVNUEIA, OTO TOTTIO KOl OTO TTEPIBAAAOV.

Anuioupyég/oi: BaoiAikry MavaBorrouAou, Mewpylog Tooung
HAikiok opdada: 13-16

20vdeon pe yVwoTiKé avrikeipevo: TIE, NAwooa, lotopia, Mewypagia, Eupwrraikég
2TTOUdEG
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EKTIHWPEVOG XPOVOG: 2 DIBOKTIKEG WPEGS: CUVOUAO OGS GUYXPOoVNG Kal acUyXpovng
O16a0KOoAiag

YTToomMPIKTIKO UAIKO Kal péoa: OIadIKTUOKO TTaIXVidl, UTTOAOYIOTEG-KIVNTEG OUOKEUEG ME
ouvdeon oTo dIadikTuo, TTAaTEOpPa TnAekTTaideuong (eClass), UAAa epyaoiag, Yn@iakdg
TTPoBoAéag, TTivakag

MpoaTTaITOUNEVES YV WO EIG TWV HOBNTWV Yyia TRV UAOTTOINON TOU oevapiou

v E¢oikeiwon Twv pabnTwyv Pe TNV opodoouvepyaTikh PEB0do
v E¢oikeiwon Twv gabnTwv pe TN xprion Twv epyaieiwv ¢ TAatpépuog eClass aAAG
KAl JE TN XPAON TWV TTPOYPANKATWY ETTEEEPYATIAG KEIUEVOU Kal EIKOVAG

B. Z16)XO0I

Ta exkTTaudeUTIKA OevApla OTOXeUOUV OTO va 0OXOAnBoUuv ol pabntég Pe 1O BEua NG
TTONITIOTIKAG KANPOVOUIAG HE £vav BIAOKESAOTIKG TPOTTO JEOW TOU TTAIXVIOIOU. ZUYKEKPIPEVA,
vVa PTTOPECOUV VA KATAVOAOOUV TNV €vvolda TNG TTONITIOTIKAG KANpovouidg Kal NG a&iag g
01N {wr) Toug aAAd Kal va €EEPEUVIIOOUV TIG TTONITIOTIKEG OUOIOTNTEG WETAEU TWV aVOPWTTWV
Tou (ouv Ot OIPOPETIKEG XWPES TNG Eupwting, kaBwg kal Ta OToIXEiad TNG KOIVAG
TTOANITIOTIKAG KAnpovouidg Toug. Emmiong, va evioxuBei 1o aioBnua 611 avrikouv otnv Eupwtrn
Kal TO aiobnua NG OCUMPMPETOXNG TOUG O QUTAV PEOW €&epelvnong TnG TTOAUMOPPNG
TTONITIOTIKAG KAnpovouidg TnG Eupwtmg.

Ooov agopd oTa TTPOCOOKWHEVA  HOBNCIOKA OTTOTEAECUATA, QVAPEVETAI Ol JOBNTES va
avayvwpifouv TTapadeiyuata TTOMITIOTIKAG KANPOVOUIAS TOOO TNG BIKAG TOUG XWpEas 600 Kal
TwV GAAWV U0 EUPWTTATKWY XWPEWV KAl VA KATAVOOUV TNV TTONITIOTIKA KANPOVOUIA Kal TIG
OIaQOPETIKEG POP@ES TNG. ETTiong, avapévetal va eival oe Béon va avatTuouv de&IdTNTES
ouvepyaoiag pEOCw TnGg €&AOKNONG OTNV OPOJIKN €pyacia Kal va avacToxalovral
QTTOTIHWVTOG TNV TTOPEIN TWV EVEPYEIWV TOUG WE BAon TTIBAVEG OUOKOAIEG TTOU QVTILETWTTIOAV
Kal TIG AUOEIG TIG OTTOIEG ETTEAECAV.

. BApara/odnyieg

210 paBnolokd Oevapia TIOU EKTTOVAONKAv ol podntEg Trpooeyyiouv 1o Bépa NG
TTONITIOTIKAG KANPOVOMIAS PECW Tou PovTEAOU auToppuBuildpevng pabnong (self-regulation
learning) oto TTAaicio Tng Maixvidotroinong (gamification) aAAG kai TG xpriong Twv TTIE.
YAoTrolouvtal e OuvOUAOUO aoUXPovnG Kal ouyxpovng OIaoKOANaS CUU@WYVA HE TO
MOVTEAO TNG aveoTpappévneg Ttagncg (flipped classroom). H Baoikry pory kGBe ocevapiou
atroTeAeital atro TEVTE @Aoelg. MNpokeital yia TG QAcEIS TG Ao punong, TNG dpacTnpidTnTag,
NG ETTIKOIVWVIAG KOl OUVEPYQOiIag, TNG agIoAdynong Kai TG oulntnong- avooToxXaouou.
2TOV TTUPNVA TWV QACEWV AUTWV EQAPUOLOVTAI KOl 01 TPEIG PACEIS TOU KUKAIKOU POVTEAOU
™G autoppubuildpevng MpaBnong Tou Zimmerman (2000): n  TTPOTTOPOCKEUACTIKA
(Forethought), n ekteAeoTIKN (performance) kai n @don Tou avaoToxaopou (self-reflection).

2€ auTd TO eKTTAIBEUTIKO OEVAPIO, TO BIadIKTUAKO TTaixVvidl « SAVE THE WORLD» £xe1 wg
OTOXO VO ASITOUPYNOEl WG €I00YWYA OTO TTPWTO PABNUA yia TNV TTOAITIOTIKI) KANPOVOUIA Kal
WG aQopun yia oud)tnaon yupw atro TNV £vvola TNG TTOAITIOTIKAG KANPOVOUIAG.
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ApaoTtnpiotnTa 1

21NV TPWTN @Aon, aQUTAV NG aedpunNong, O EKTTAIBEUTIKOG TTAPOUCIAdEl OTOUG MOBNTEG TO
B€pa Kal TO TTaIXVidL 21N CUVEXEIQ, TTPORAMETAI OTNV TAgN PECW Wn@lokoU TTpoBoAéa Kal
TTOPOUCIAZETAI OTTO TOV EKTTAIBEUTIKO TO OPXEIO TNG TTAPOUCIOONG TWV EVTIEKA OTOIXEIWV
TTONITIOTIKAG TG XWPEAG TOUG, OTA OTTOIa ava@EéPOoVTal Ol EPWTNOEIS Tou TTaixvidiou. Katd tn
d1dpkela TNG TTapouciaong ol pabnTég evBappuvovTal va UTTORAAOUV O XETIKEG PE TO BEPQ
€PWTNOEIS Kal oXOAIa. H @don auTr) diapkei 15 AeTTTd.

Apaotnpidtnta 2

21n &euTEPN PACN, 01 HabNTEG TTaiouv TO TTaIXVidl 01O OTTITI TOUG. O EKTTAIBEUTIKOG TOUG EXEI
EVNUEPWOEI OTI JTTOPOUV VA XPNOIKOTTOINCOUV [Ia UnXavr) avadntnong yiad va avTARoouv
TTANpo@opieg ammd 1o dIadiKTUO KAl va agloTroIRoouV To TTANPOQPOPIaKS UAIKG TTou diaTiBeTal
OTO ApxXEia TTAPOUCiaonG TWV PUVNHEIWY TWV TPIWV XWPWV Kal £XEI avOopTAOEI 0T OEAida Tou
otnv TTAaT@Opua TnAektTaideuong. Etriong, yvwoTtorrokital ota maidid omn viknmg Ba
avaknpuxBei 61To10¢ atTaviioel opOda o€ OAeG TIG EPWTNOEIG OTOV TaXUTEPO XPOvo. H @don
auTh] dlapkei 40 AeTTTA.

Apaotnpidétnta 3

2tV 1pitn @don kai kartd 1™ O1d {wong di1daokaAia, dlavéueTal OToOUg HABNTES QUANO
EPYOOIOG PE  OUVTOMPEG EPWTACEIC OXETIKEG ME TA PVNMEIQ TNG XWPEAG TOUG AAAG Kal Twv
GAwv BU0 Xwpwv, Pe OTOXO va avadelxBei o BaBuog e€olkeiwong Twv PadnTwy PE TNV
TTONITIOTIKA) KANPOVOUIA TWV XWPWV TOUG KOl TIG TTOIKIAEG HOp@ES TnG.  Me agopun TIg
EPWTNOEIG Kal TIG ATTAVTACEIS TWV PabnTwv akoAouBei oulrtnon otnv oAouéAcia TG TaENG.
O1 pabnTég evbappuvovTal va SIATUTTWVOUV EPWTHOEIG, VO EKPPAJOUV YVWUES KAl OTTOYEIG
€101 WoTe va avadelxBei 10 BEPa NG TOAMOTIKAG ABNG. O ekTTaIdeUTIKOG TTPOTEIVEI OTA
TadId va ETTIOKEPTOUV KAl TTAAI TNV 10TooEAIda Tou Traixvidlol OTO OTTITI TOUG, VO
TEPINYNBOUV OTa Tpia PaBriuaTa TTOU AVTIOTOIXOUV OTA  HVNMPEIQ TTOMNITIOTIKNG KANPOVOUIAG
TWV TPIWV XWPWV KAl VO PEAETAOOUV TIG EIKOVEG Kal TO TTANPOQOPIAKO UAIKO OCWV PVnEiwY
Bewpouv 6T dev BupoUuvTal. H @aon autA diapkei 10 AeTTTd.

ApacTtnpiomTa 4

21NV TETAPTN QAOoN, O EKTTAIBEUTIKOG OTNV TAEN ¢NT& atmd Toug PabNTEG va Xwpioouv Jia
oeAida 01O TETPADIO TOUG OE dUO OTNAEG. ZTNV APIOTEPN OTAAN, KAAOUVTaI va ypdyouv Tpia
oToIXeia TTONMOTIKAG KANPOVOUIAG KABEUIAG OTTO TIG TPEIG XWPEG TA OTIoId PTTOopoUV va
avakaAéoouv. 2Tn Oe&Id aTAn, Ba TTPETTEI va £ENyriOOUV CUVTOUA YIOTI CUYKPATNOOV OTN
MVAUN TOUG TO OUYKEKPIYEVO MPvNpEia, TI €ival auTd TTOU Toug €kave va Ta Bupouvtal. O
eKTTaIBEUTIKOG ¢NT& atrd OT1ToIoV TO £TTIBUNET va dlaBdoel éva oToIxeio atrd TN AioTa Tou. Z¢€
oulnTnon TTou akoMoubBei yia TIG OPOIOTNTEG Kal TIG OIAQOPEG avAueca OTIG AIOTEG
TTONTIOTIKAG KANPOVOMIAG, O eKTAIOEUTIKOG €vBoppUvel Toug paBNnTéG va TTpoouv o€
OIOTTIOTWOEIG O OXéOon ME TNV AcIToupyia TNG TTONITIOTIKAG MVAUNG avAloya pe TNV
TTPOOWTTIKOTNTA KAl TA EVOIAPEPOVTA TOU KABeVOG. H @don autr diapkei 15 AeTTTA.
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ApaoTnpIoTNTA 5

2TNV TEUTTTN KAl TEAEUTAIO AON, TTPAyUATOTTOIEITAlI OUCATNON OTNV OAOPEAEIO TNG TAENG ME
oTOX0 TNV avaTpo@oddéTnNoNn Kol Tov avaoToxaouo. Me 1 dnuioupyia katdAAnAou
TTadaywyikoU KAipaTog evBappuvovTal ol uabnTg va e UTTAGKOUV Kal VO CUPUETEXOUV EVEPYA
oTnVv oAopéAsla NG TAgNG péoa ammd diadikaoieg dIATUTIWONG EPWTNHATWY KOl OTTOYEWY,
EKQPAONG YVWHNG KE ETTIXEIPAMATA VIO TNV BUaTIKA TNG TTOANITIOTIKAG KANPOVOUIGG.

Mo Tov OKOTTO aUTO 0 EKTTAIDEUTIKOG BETEI CUYKEKPIPEVA DIEPEUVNTIKA €PWTHHOTA OXETIKA
ME TNV aia TNG TTOMITIOTIKAG KANPOVOMIAG, TNV ePTIEIpia €€oikeiwong WE TO UAIKO TTOU
dlaxelpioTnKav Ol HABNTEG Kal TO TTaIXVidl, TIC QUCKOAIEG TTOU QVTIMETWTTIOAV.

OAokAnpwvovTag Tn diadikagia auTh, ol pabnTég agiloAoyolv Twv €aUTO TOUG UECQ OTTO
éva quiz autoagiohdynong. EAEyxouv av katépbwoav va aviarmrokpiBouv oTov poAo TTou
avéAapav wg yiatpoi TTONITIOTIKAG KANPOVOuIdg, €EeTAlOUV KOTA TTOOO E€VIOXUONKE n
TTONITIOTIKA TOUG UVAMN, av BEATIWONKE N OXEON TOUG PE TNV TTONITIOTIKA KANPOvouid Kal av
GAAagav o1 amOYEIG TToU gixav TIpIv TNV €vopgn Tou PoBApatog TTavw oTo Bépa autd. ZT10
TEAOG TNG @dAong autig eival oe Béon va amoktoouv 10 BpaBeio Tou yiatpou NG
TTONITIOTIKAG KANPOVOUIAGS TTou Toug TTapéxeTal. H @don auTr) dlopkei 15 AeTTTd.

A. Odnyigg yia Tov eKTTaIOEUTIKO. NPOTACEIG/ETTEKTACIUOTNTA

H didpkela kdBe @aong Twv oevapiwv ETTIAEYETAI OTTO TOV EKTTAIBEUTIKO avAAOya HE TIG
duvaTOTNTEG KAl TIG AVAYKEG TNG TAENG TOU.

Q¢ evaAAaKTIKRy ©dpaoTnEIdTNTA O EKTTAIOEUTIKOG Ba PTTOopoUoe va TTPOTEIVEl TA €&NG
Bépata: 1) H moAmoTiK ) KAnpovouid oto Tpayoudl, 2) H ToAmoTk kKAnpovouid otnv
Troinon, 3) H moAmoTk kAnpovopid otn Cwypa@ikn, 4) H TTONTIOTIKA KANPOVOMIA OTn
ewToypagia, 5) H TTOAITIOTIKA KAnpovopid oTtov Kivnuatoypdgo. KaAegi Toug pabntEg va
TEPINYNBoUV oTo B1adiKTUO Kal va akoUoouv Tpayoudia, va diapdcouyv TToIRuaTa Kal va douv
TVOKEG (WYPAPIKAG, PUTOYPAPIEG 1] OKNVEG OTTO TAIVIEG TTOU AVOPEPOVTAl O OTOIXEIA TNG
TTONITIOTIKAG KANPOVOUIAG TNG XWPAGS Toug Kal TNG Eupwtrng. 2Tn ouvé Xeia, va eTTIAECOUV Eva
Tpayoudl, éva Troinua, évav Trivakd, HIa uwToypagia 1 Jio KNV aTrto Tavia Kal va Kavouv
MIa avaptnon oTo loToAdyio Tou pabrjparog otnv TTAATEOpUa TNAEKTTaIdEUONG. H avdptnon
Ba @épel TiTAO, Ba ocuvodeveTal OTTO CUVTOUO KEIUEVO TTapoudioong Kal aimoAdynong tng
ETMAOYAG N TWV ETTIAOYWV Kal Ba KAgivel Pe TTaPABeOn Twv CUVOECHWY TTOU 08nyouv OTIG
emAoyEG Toug. H dpaotnpidtnta prropei va avartebei atouika rj OJadIKA.

Mapouoleg dpdoeic €xouv YeydAn onuacia Kai agi(ouv Tov KOTIO Kal TNV TTPOCTTABEIq,
KaBwg n ouadia Tou Yn@PlakoU YPaUMATIOPOU Bev EYKEITAlI OTNV AVATITUEN OECIOTATWY OTTAAG
XPNONG Twv OTIoIWV YNIOKWY €pyaAsiwv Kal duvatoTATWY  aAA& oTnv KOaAAEpPyEIa
oeCloTATWY  opBoAoyikNG  diaxeipiong, KPEITIKAG Kal  dnUIoupyIKAG  aglotroinong  Twv
duvaToTHTWY AUTWV. [Na Tov OKOTTO AUTO O EKTTAIBEUTIKOG OQEIAEl va BpiokeTal OTOBEPG OE
POAO KaBOdNYNTA Kal UTTOOTNPIKTA TWV EKTTAIBE UOUEVWIV.
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EKMAIAEYTIKO ZENAPIO I

A. XapakmpIoTIKA
Tithog: O¢epatmeutg /MNartpoi TG MoAimoTikg KAnpovouidg

Aiya Aéyia yia 10 oegvdplo: Ta poBnoiokd oevapla TTou €KTTOVRONKOV £QAPPOCOUV TO
gvvoloAoyikd TTAdicIO yia TV agloTroinon TNG TTONIMITIOTIKAG KANPOVOMIAS OTNV EKTTAIOEUOT
MEOW TNG OTPATNYIKAG TNG Traixvidotroinong. To TTAdicio autd ouvdéel Tn peBodoloyia
gamification pe 10 povtéAo TNG auTOP PUBUICOUEVNG HABNONG Kal TIG BUVATOTNTEG TWV KIVNTWV
OUOKEUWYV HE OTOXO VO TTOPEXEI VEEG DUVATOTNTEG YIO TNV EUPUTEPN XPron TNG peBodoAoyiag
QUTAG OTNV EKTTAIBEUON YIa TNV AVATTTUEN BEEIOTATWY UWNAAG OKEWNG.

Ta ekTTaREUTIKA oevapla €xouv oXedlaoTei yupw ammd éva dIadIKTUaKS Traixvidl poAwv
yia TV TTOAMOTIKA KAnpovopid g EAAGdag, Tng loTraviag kal TG ItaAiag, pe 10 OTI0IO
ETTIOIWKETAI VA €EOIKEIWOOUY 01 HABNTEG e TNV TTONITIOTIKY) KANPOVOMIA TWV TPIWV XWPWV,
VO KOTAVONOOUV TNV €WOIa KAl TIG OIGQOPETIKEG MOPPE G TNG AAAG Kal TNV £vvoIla PIAS KOIVIG
EUPWTTAIKAG TTONITIOTIKNG KANPOVOWUIAS Kal va TTpowdnioel 1o aiobnua o1 avrjkouv otnv
Eupwtmn. Q¢ amwTtepog oKoTTog TiBeTal N ouveldnTotroinon amd Toug padnTég TNG agiag g
TTOANITIOTIKAG KANPOVOUIGES yia TN Siaudp@waon Kail TN diatipnon NS CUAANOYIKNG KAl ATOMIKAG
TautétNTag. TEAOG, Ta Ogvdpia €0TIA(OUV OTNV QVATITUEN YVWOTIKWY, KOIVWVIKWY Kal
TTOPAYOVTWY KIVATPWY TNG auToppUBuIoNG Twv EKTTAIBEUOPEVWY  OAAG KOl GUVOUOOTIKWY
Oe€IOTATWY OTITIKOU, WNQIAKOU Kal KPITIKOU YPAUMATIONoU Kol OTnV KIVNTOTToinon NG
OKEWNG TOU PodNnTA.

TO MAIXNIAT «SAVE THE WORLD»

To taixvidl «Save the world» TTou OxedIGOTNKE OE €va TEXVOAOYIKA UTTOOTNPICOUEVO
mepIBAAAovV (Moodle) kal amoTeAei pia TTEPIRYNON PVNUEIWY PE EPWTACEIS, TTPOKEIUEVOU Ol
MaBNTEG va Kepdioouv TTOVTOUG , €XEI WG OKOTTO OXI MOVO TNV OTTOKTNON YVWOEWV Il TNV
TTayiwon Twv aITOKTNBEIcWY YVWOEWV YIa £€va VeI, TNV I0TOPIa TOU, TNV APXITEKTOVIKA
TOUu, TN A€IToupyia Kal TNV PETETTEITA XPrON TOou, aAAG KAl T OXEON ToU ME TIG aieg Kal TIG
TTapaddéoelg, OnNAad TNV AUAN KANpovould. ATTOOKOTTE OTNV EVEPYO KOIVWVIKY TTPOCTACIA,
OnAadf oO¢ pIa TTONITIOTIKA OUMPPETOXIKN QVATTTUEN, n otroia odnyei o pia utrelBuvn
KOIVWVIKA CUNTIEPIPOPA UE TERAC O OTA PVNUEIQ, OTO TOTTIO KAl 0TO TTEPIBAAAOV.
Anuioupyog/oi: BaoiAikiy MavaporrouAou , Mewpylog ToOoWRg

HAikiokA opdda: 13-16

20voeon pe yvwoTiké avTikeipyevo: TIE, MNwooa, loTopia, MNewypagia, Eupwtraikég
2TTOUdEG

EKTINWPEVOG XpOVOG: 2 BIBAKTIKEG WPEG: OCUVOUAOPOG OUYXPOVNG Kal aocUyXpovng
01600KOAiag
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YTTOoOomMPIKTIKO UAIKG Kal péod: : OIo0IKTUOKS TTaIXVidI, UTTOAOYIOTEC-KIVNTEG CUOKEUEG |E
ouvdeon oTo dIadikTUO, TTAaTPOpPPa TnAekTTaiIdeuong (eClass), UAAa epyaaiag, Wyn@iakdg
TTPOROAEQG, TTivaKag

MPoaTTaITOUNEVES YV WO EIG TWV HAONTWVY YIO TNV UAOTTOINON TOU OEvapiou

v E€oikeiwon Twv gobnTwVv PE TNV OPadoouVeEPYaTIKN YEBOSO
v E€oikeiwon Twv gabnTwv pe TN xprnon Twv epyaieiwv TG TAaTpéppag eClass aAAd
KAl JE TN XPrON TWV TTPOYPANKATWY ETTEEEPYATIAG KEIUEVOU KAl EIKOVAG

B. ZT6)o0I

Ta exTTaudeuTIKA OevApIa OTOXEUOUV OTO va 0OXOAnBoUuv o1 uabntég pe 10 B€ua NG
TTONITIOTIKAG KANPOVOUIAG PE £vav BIAOKEDACTIKO TPOTIO JEOW TOU TTAIXVIOIOU. ZUYKEKPIYEVA,
vVa PTTOPECOUV VA KATAVOAOOUV TNV €vvold TNG TTONITIOTIKAG KANPovouldg Kal NG agiag g
oTn ¢wr) Toug aAAd Kal va €EEPEUVIIOOUV TIG TTONITIOTIKEG OMUOIOTNTEG PMETAEU TWV QVOPWTTWV
TTou (ouv Ot OIAPOPETIKEG XWPES TNG Eupwting, kaBwg Kal Ta OToIXEid TNG KOIVAG
TTOANITIOTIKAG KANpovouids Toug. Emmiong, va evioxuBei 1o aioBnua 61 avrikouv otnv Eupwtrn
Kal TO aiobnua NG CUMPMPETOXNG TOUG O QUTAV PEOW €fepelvnong TG TTOAUMOPPNG
TTONITIOTIKAG KAnpovouidg TNG Eupwtmng.

Ooov agopd oTa TTPOCOOKWHEVA  HOBNCIOKA OTTOTEAECUATA, AVAPEVETAI Ol JOBNTES va
avayvwpifouv TTapadeiyuata TTOMITIOTIKASG KANPOVOUIAS TOOO TNG OIKAG TOUG XWpEas 600 Kal
TWV AAAWV dU0 EUPWTTAIKWY XWEWV KAl VO KATAvVOoUV TNV TTOAITIOTIKA KAnpovouid Kal TIG
OlOQPOPETIKEG HOPYES TNG. ETTiong, avapévetal va gival oe B€on va avatrtugouv degIdTNTES
ouvepyaoiag pEoOw TnGg €&AokNOoNng oOTNV OPOdIKN €pyacia Kal va avaoTtoxalovral
QTTOTIHWVTOG TNV TTOPEIA TWV EVEPYEIWV TOUG WE BAon TTIBAVEG OUOKOAIEG TTOU QVTILETWTTIOAV
Kal TIg AUOEIG TIG OTTOIEG ETTEAEEAV.

. BApara/odnyieg

210 paBnolaokG Oevapia TIOU  EKTTOVAONKAv ol podntEg Tpooeyyifouv 10 Bépa Tng
TTONITIOTIKAG KANPOVOMIAS pEOW Tou povTEAoU autoppuBuiddpevng pddnong (self-regulation
learning) oto mAgiocio ¢ lMNaixvidotroinong (gamification) aAA& kai TNG xpriong Twv TTIE.
YAoTtrolouvtal Pe OuVOUAOHO aoUXpovnG Kal ouyxpovng OI0aoKoAiag oUugwva HE TO
MovTéAO TNG aveoTpappévng Ttagng (flipped classroom). H Baoikry pory kGBe ocevapiou
atroteAeital atro TEVTE @aoelg. MNpokeital yia TG AcEIS TG Ao punong, TNG dpacTnpidTNTAg,
NG ETTIKOIVWVIAG KOl OUVEPYQOiag, TNG agIoAdynong Kai TG oulntnong- avooToxXaouou.
2TOV TTUPNVA TV QACEWY QUTWV £QAPPOZovTal KOl O TPEIG PACEIS TOU KUKAIKOU HOVTEAOU
™G autoppubuildpevng MABNong Ttou Zimmerman (2000): n  TTPOTTOPOCKEUACTIKA
(Forethought), n ekteAeoTIkn (performance) kai n @don Tou avaoToxaouou (self-reflection).

ApaocTtnpidtnTa 1

2T @Acn G aeopunong €@apuoletal n acuyxpovn oackahia oto oTtrin (flipped
classroom/aveoTpapuévn Ta¢N). TNV apxrn, Aomrdv, NG eKMAIBEUTIKAG TrapéuBaong ol
EKTTAIOEUOUEVOI HE TA TTPOCWITIKA TOUug oToIxeia TTpdoPaong (To évoua xpAoTn Kal Tov
KwOIKG) KAvouv TNV €i0000 TOUG OTO NAEKTPOVIKG uddnua Tng TAaT@opuag Moodle. Ztnv
apxik ogAida, agou diaBdocouv Tnv Io0Topia Tou TTaIxXVIOIoU, ETTIAEYOUV TOV XOPAKTHPO TOU
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ylatpoU TToU AVTIOTOIXEI OTN XWPEA TOUG, EICEPXOVTAlI OTNV AVTIOTOIXN TTEPIOXN KOl PMEAETOUV TO
apxeio NG TTapoucioong Twv EVIEKA OTOIXEIWV TNG TTONITIOTIKAG KANPOVOMIAG TG XWPOG
TOUG. 2Tn CUVEXEIA, ETTaVAAQUBAavouv Tn d1adIKACia ETTIOKETTTOPEVOI TIG AAAEG DUO TTEPIOXEG
Kal ETTIAEYOVTAG TOV AVTIOTOIXO XAPOKTAPA yiaTpou. H @don auTr) diapkei 15 ATTTA.

ApaoTtnpiotnta 2

21n OeUTEPN QAo Kal Kata TN &1a {waong didackaAia otnv TaEn, SlavEPETal OTOUG HABNTES
QUANO €pyacoiog Pe OUVTOMEG EPWTACEIC OXETIKEG WE TA HVNUEIQ TG XWPOAS TOuG aAAG Kal
TwV GAAWV dUO0 Xwpwv, PE Ta oTToia NPEBav O ETTOQPN £XOVTAG MEAETAOEI GTO CTTITI TO APXEIO
NG Trapoudiaong oTnv Tponyoupevn @aon. Me TIC ammavIroeIg TwV PabnTwy avauéveTtal va
avadeixBei o BaBudS €oIkeiwoNG Twv PHABNTWY PE TNV TTOAITIOTIKA KANPOVOUI& TWV XWPWV
TOUG KaI TIG TTOIKIAEG HOPPESG TNG. Me agopun TIG EPWTACEIS KAl TIS ATTAVTHOEIS TWV HadnTwyv
akoAouBei cufATnon oTnv ohopéAcia NG Tééng. O1 pabnTég evBappuvovTal va dIATUTTWVOUV
EPWTNOEIG, VO EKPPAJOUV YVWMEG Kal amTOWelg €TOI WOTE va avadeixbei 10 BEpa NG
TOATIOTIKAG AONnG. O eKTTaIBEUTIKOG cuvTovifovTag Tn oulnTnon TTpoTeivel TO dIadIKTUOKO
Traixvidl « SAVE THE WORLD» w¢ €évav €uxdpioTo TPOTTO va evioXuBei o BaBudg
€COIKEIWONG TWV MABNTWV WE TNV TTONITIOTIKA KAnpovouid. H @daon auth diapkei 15 AeTrTd.

Apaotnpidétnta 3

2TV TpiTn @Aon o eKTTAIBEUTIKOG XWPIlEl TOUG PABNTEG O TEOOEPIG OUADEG TWV TTEVTE
ATOUWV, Ol OTToiEG oUVTIBEVTal OTTO PEAN AVOMOIOYEVH WG TTPOG TIG YAWOOIKEG KAl WNQIOKES
Toug 8egIOTNTEC. KABe opdda Ba emIAEEEl Eva HEAOG TNG WG eKTTPOOWTTO. OAeG o1 opddeg Ba
METaROUV aToVv oUvOeC O Tou TTaixvidiol « SAVE THE WORLDy. @a &kivrioouv 1o TTaIXViol
ETTIAEYOVTAG TTPWTA TOV XOPOKTAPA TOU YIATPOU TTOU AVTIOTOIXEI OTN XWPEA TOUG. 2TOV XAPTN
NG XWPAG TOug TToU ep@avifetal €TTIAEyovTag TIG OIAPOPES QPIOUNUEVES TTEPIOXEC Kal
aTmravIwvTag opbd oTig epwTHoElG, Ba PtTopouv va cavadiafdoouv TIG TTANPOYOPIES YIa TO
pMvnueio, Ba AaupBdavouyv Ta orpata eTIBPAReUCNS Kal Ba TTPOXWPEOUV GTO ETTOHEVO ETTITTEDO.
Av n atrdvtnon Toug gival AavBao pévn, Ba putropoulv va eTTavaAdpBouv TV TTPOoTTABEId TOUG.
NiKATpIa Ba avaknpuxtei N opdda 1Tou Ba atravirioel opBda oe OAEG TIC EPWTACEIS OTOV
TaXUTEPO XPOVO. MeTA TNV OAOKANPWON Tou TTaIXVIOIOU atrd OAEG TIG OUAdEG, O1 EKTTPOCWTTOI
TOUG QVAKOIVWVOUV TO OTTOTEAETUOTA OTNV OAOUEAEIT KAI QVAKNPUOOETAI N VIKATPIA Ouada.

Mpiv atrd v €vapgn Tou TTaIxXVIOIoU O EKTTAIBEUTIKOG EVNUEPWVEI TOUG HOBNTES OTI PETA
TNV OAOKAipwOT Tou Ta PEAN Twv OuadwV Ba cuokePTOUV Kal 8a oculnTAOOUV TTPOKEIKEVOU
vVa TTAPOUCIACOUV ThV EUTTEIPI TOUG ATTO TO TTaIXVidI Kal TN ouvepyaaia Toug. Na Tov oKoTTo
autd KaAoUuvTal VO OUVTAEOUV €Va OUVTOUO OXETIKO KEiEVO OTO OTToi0 Ba KAaTtaBéoouv TIG
EVIUTTWOEIG TOUG, TIG TIBavEG OUOKOAEG TTou ouvavinoav oAAG kal Ba oxoAidlouv TO
atroteAéopaTtd Toug. To keipevo Ba TTapousiacTei 0TV oAopéAEIa omTd PEAOG TNG OPAdAG TTOU
Ba opioTei WG TTapoucIaoTig. O OPAdES TTOU OAOKANPWYOUV TO TTaIXVIOI TTPWTEG, KAAOUVTAI
va apxi¢ouv dueca Tn cUCKEWN.

TéNOG, o1 paBnTég KaAouvTal va emavaAdpouv T dladikagia Tou TTaixvIOIoU OTOUIKA O
KaBEvag oTo OTTiTI TOU ETTIAEYOVTAG TOUG XAPOKTAPES — YIATPOUG EKTTPOCWITOUG TwV GAAWV
U0 XWPWV.

21N OUVEXEID, Ol TTOPOUCIAOTEG TTAPOUCIAJOUY TA KEIPEVA TwV OPAdwWY OTNV OAOUEAEID
KaTaypa@ovTtag oTov TTivaka AEEEIG-EvvoieG KAEIDIA, Ol OTToiEG ONPATOdO0TOUV Ta KEIPEVA TOUG.
ApoU oAokAnpwBoUv o1 TTapoucIAoEIg, BIEvePYEITal ONUOCOKOTINON, Ol EPWTACEIS TNG
oTroiag poipadovTal ammd Tov eKTTABEUTIKO OToug pabntég. O pabntég wnoiouv Trol0G
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OMAGdAC Ta KEiPEVA Kal N TTapouciacn Bewpolv gixe TO KAAUTEPO ETTIKOIVW VIAKS OTTOTEAEC A
Kal aImoAoyouv TNV ammrdvinorf Toug. ETTionuaiveTal oTtoug poBntEg 0T N agioAdynon Twv
opadwv Ba eivar avegdptntn ammd TN B€on TOU KABe opdda €Aafe oTnv KATATALN TWV
atroTeAEOMATWY TOu TTaIXVIOIOU. H @don auTr) diapkei 45 AeTTTd.

Apaotnpiotnta 4

TNV TETOPTN @ACN, QUTAV TNG agioAdynong, TTpayudaToTrolEiTal culrTnon oTnV OAOUEAEID TNG
TAENG  Kat@ Tnv OTroia avakolvwvovTal  Kal oxoAldlovtal Ta QTmOTEAECPOTA  TNG
onuookotnong. O1 yabntg, oxoAidlouv cUVTONQ, TTPOYOPIKA | YPOTTTA TIC TTAPOUCIACES.
O ekTaIde UTIKOG EKPEPEI KO AUTOG TNV BIKH ToU YyVWn axoAidlovtag BeTiké ) eTre B aivovtag
Ol10pOWTIKA.

H @don aut oAokAnpwveTtal pe TNV avdleon epyaciwv yia 10 otriml. Or yodnTég
MTTOpOUV va emmIAéEouv TNV epyacia Tou Ba avaAdBouv atopikd At pia  TToIKIAIQ
TTPOTENOPEVWY BEUATWY. ZUYKEKPIPEVA, EUTTVEOPEVOI ATTO TNV I0TOPIa Tou TTaIXVIOIoU « SAVE
THE WORLD”, pytropoUv va cuvTtagouv éva GUVTONO PrvUa yia Tn 81acwaon TNG TTONITIOTIKAG
KANPovouIds kal ouvOUAZOVTAG TO HE OXETIKO oTImIKG UAIKO TTou Ba aviAoouv ammd To
Traixvidl N kai atrd 1o 61adikTUo, va dnuUIoUpYAoOUV JIav agicd, n oTroia Ba avaptnBei oTn
OXOAIKA) aiBouca Kal oTo I0TOAOYIO 1} TNV 10TOOEAIdO TOU OXOAciou Toug. EVAAAOKTIKA,
MTTOPOUV va €TTIAEEOUV €va TOTTIKO PvnpeEio TTOMITIOTIKAG KANPOVOUIAG NG TTEPIOXNG TOUG,
TTOU BewpoUV XOPAKTNPIOTIKO KAl TIPAYMOTOTIOIWVTOG OXETIKA EMITOTTIO | Kal OIODIKTUOKN
€pEUVa, va ouvTagouv éva apBpo aiepwpévo o autd. ETTiong, uTTopouv va eTTIAEEOUY aTTO
TA PVNUEIQ TwV GAAWY SUO XWwPWV aUTO TTOU TOUG EVTUTTWOIACE 1 TOUG AyYIEE TTEPIOTOTEPO
Kal €UTTVEQMEVOI ATTO QUTO VO OUVTAEOUV €va Keiyevo TToINTIKG 1) TTed0.

Ta keipgeva TTpoopifovral yia avaptnon oTo 1I0ToAdyio TG Té¢ng. O1 epyaoieg Twv
MaBNTWV/-TpILV agloAoyouvTal TTEPIYPAPIKA OTTO TOV EKTTAIBEUTIKO WE AVOAUTIKO OXOAIAONO
MEOWw TNG evepyoTroinong Tou epyaAciou ZxOAla Tou word. ATTOoTEMOVTAI PECW TNG
TTAATQOPPAG TNAEKTTAIBEUONG OE KABE pabnTr/-Tpia atopikd. H @don autr diapkei 15 AeTTTd.

ApaocTtnpidtnTa 5

TNV TEUTTTN KAl TEAEUTaIa @AON, TTpayUaToTTOEITal OUCATNON OTNV OAOPEAEIO TNG TAENG ME
OoTOX0 TNV avaTpo@odOTNON Kol Tov avaoToxaouo. Me 1 dOnuioupyia katdAAnAou
TTaidaywyikoU KAipaTog evBappuvovTal ol pabntEg va € UTTAOKOUV KAl VO CUMMPETEXOUV EvEpPYd
oTnNV OoAopEAEID TNG TAENG péEoa ammd dladikaoieg SIATUTIWONG EPWTNHATWY KOl CTTOYEWYV,
EKQPAONG YVWHNG KE ETTIXEIPAMATA VIO TNV BUaTIKA TNG TTOANITIOTIKAG KANPOVOUIGG.

Na Tov oKoTTO aUTO O EKTTAIBEUTIKOG BETEI CUYKEKPIPEVA BIEPEUVNTIKA EPWTANATA OXETIKA
ME TNV agia TNG TTOAIMOTIKAG KANPOVOMIAG, TNV EUTTEIpia £EOIKEIWONG ME TO UAIKG TTOU
dlaxeIpioTnKav Ol HABNTEG Kal TO TTaIXVidl, TIC QUCKOAIEG TTOU QVTIMETWITIOAV.

OAokAnpwvovTag Tn diadikacia auTr], ol JaBnNTEG agioAoyouv Twv eauTd TOUG PECA aTTd
¢va quiz autoagiohdynong. EAEyxouv av katopBwoav va aviommokpiBouv oTtov pOAo TTou
avéAapav wg yiatpoi TTONITIOTIKAG KANPOvouIdg, €EeTAouv KATA TTOOO €VIOXUOBNKE n
TTONITIOTIKA TOUG PVAMN, av BEATIWONKE N OxEOn TOUG PE TNV TTOANITIOTIKA KANPOVOUIA Kal av
GAAagav o1 amOYEIg TTou gixav TTpIv TNV £vapén Tou pabruaTtog TTavw oTo BEPa autd. 210
TEAOG TNG @Aong auTig eival oe Béon va amoktioouv 1o PpaBeio Tou yiatpou TNG
TTONITIOTIKAG KANPOVOUIAGS TTou Toug TTapéxeTal. H @don autr diapkei 15 AeTTTa.
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A. Odnyigg yia Tov eKTTaIdEUTIKO. NMPOTACEIG/ETTEKTACIPOTNTA

H didpkela kdBe @aong Twv cevapiwv eTTIAEYETAI OTTO TOV EKTTAIBEUTIKO avAAOya HE TIG
duvaTOTNTEG KAl TIG AVAYKEG TNG TAENG TOU.

Q¢ evaoAAaKTIK:y OdpaoTnEIdTNTAa O eKTTAIOEUTIKOG Ba ptropoloe va TTpoTEivel Ta €EAG
Bépata: 1) H moAmoTiK KAnpovouid oto Tpayoudl, 2) H TTOAmOoTIKA KAnpovouid otnv
moinon, 3) H moAmoTkr kKAnpovouid ot {wypa@ikr}, 4) H TTOANITIOTIKA KAnpovouId oTn
QowTtoypa@ia, 5) H moAmoTiK kKAnpovouid atov Kivnuatoypdgo. KaAei Toug pabntg va
TTEPINYNBoUV 0To B1adiKTUO Kal va akoUuoouv Tpayoudid, va SIaBAacouV TToIUaTa Kal va douv
TTivakeg (WYPAPIKAG, WTOYPAPIES 1) OKNVEG aTTd TAIVIEG TTOU ava@EPOVTAl GE OTOIXEia TNG
TTONITIOTIKAG KANPOVOUIAG TNG XWPAG Toug Kal TG Eupwtrng. 2Tn ouVvEXEIQ, va ETTIAEEOUV £va
Tpayoudl, éva Troinua, évav Trivakad, JIa QwToypagia r Jio OKNVA a1t TaIVia KAl va KAVOUV
MIa avapTtnon oTo loToAdyIo Tou pabrjpatog otnv TTAATEOpUa TNAEKTTaIdEUONG. H avdptnon
Ba @épel TiTAO, Ba ouvodeveTal ATTO OUVTOUO KEIPEVO TTOPOUCIiooNG Kal aimoAdynong mng
ETMAOYAG N TWV ETTIAOYWV Kal Ba KAgivel pe TTaPABeon Twv CUVOEC YWV TTOU 0dnyouv OTIG
emmAoyEG Toug. H dpaatnpidtnta prropei va avartebei aTodika rj OJadIKA.

Mapouoleg dpdoeic €xouv YeydAn onpacia Kai agidouv Tov KOTIO Kal TV TTPOCTTABEIq,
KaBwg¢ n oucia Tou Yn@iakoU YPOUUATIOPOU BeV EYKEITAl OTNV avATITUEn OegIOTATWY aTTAAG
XPNONG Twv OTIoIWV YNPIOKWY €pyaAsiwv Kal duvatoTATwY  aAA& oTnv KOAAEpPyEIa
oeCloTATWY  opBoAoyIkNG  diaxeipiong, KPITIKAG Kal  dnuIoupylkAG aglotroinong  Twv
duvaToTHTWV auTWV. Na Tov oKOTTO auTd O eKTTAIBEUTIKOG OQEiAel va BpiokeTal oTaBepd o€
POAO KaBOdNYNTA Kal UTTOOTNPIKTH TWV EKTTAIBE UOUEVWIV.
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NMAPAPTHMA: TO YAIKO TOY ZENAPIOY

1. To apxeio TG TTapouTiaong TwV PYVNPEIWY (EVOEIKTIKA pia oEAdQ):

The Fisherman
A mural from Akrotiri,
Santorini, dating from
1650 BC. The mural
depicts a young
fisherman with two
strings of fish passed on a
rope in a way that still
survives today among
amateur fishermen.

2. O1 epwTtACEIG TOU PUAAOU EpYaCiag (EVOEIKTIKEG):
. Zag €ival yvWwpINa T OToIXEid TIONITIOTIKAG KANPOVOMIAG TNG XWPAg Odg, TIG
TTEPIYPAPEG TWV OTTOIWV PEAETHOATE;
A) OAa
B) MoAA&
M) Mepika
A) Kavéva
II.  Xag €ival yvwpipa Ta oTOIXEIO TTONITIOTIKAG KANPOVOUIAG TwV dU0 GAAWV XWwpwV, TIG
TTEPIYPAPEG TWV OTTOIWV PEAETHOATE;
A) OAa
B) MoAAG
M) Mepika

A) Kavéva

. MeTtd a1rd TN YEAETN TWV TTEPIYPAPWYV TWV OTOIXEIWV TNG TTONITIOTIKAG KANPOVOUIdg
Bewpeite OTI QUTA aTToTEAEiTON QTTO:
A) KTipia, pyvneia, xe1potroinTa avTikeiyeva, apxeia, evoupaaoieg, Epya tExXvng, BIBAIa,
MNXAVAUATA, I0TOPIKEG TTOAEIG, APXAIOAOYIKOI XWPEOI K.ATT. — UAIKF) KAnpovouI&
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B) MpakTIKES, avaTTapaoTACEIG, EKPPACEIG, YVWOEIG, DEEIOTNTEG, AVTIKEIYEVA KOl
TTONITIOTIKOI XWPO! TTOU 01 AvBpwTTOI TIJOUV, OTTWG T YeCTIBAA. EKTOG armd Tn yAwooa Kal TIg
TTPOPOPIKES TTAPADBOOEIG, TEXVEG TOU BEANATOS KOl TTAPABOCIAKES TEXVES K. ATT. — GUAN
KAnpovouid

M) ToTTia Kal YEWYPAPIKES TTEPIOYES OTTOU N YUCT PEPEI OTOIKEIA YIA TIG TIOMITIOTIKEG
TIPAKTIKEG KAl TIG TTAPASOOEIG

A) Moépol Tou dnuioupyROnkav oe Yn@iakr popen (yia Tapddelypa yn@iakh TEXvn Kai
Kivoupeva ox£dla) 1 mou  €xouv  yn@iotroinBei pe otdéxo T dlatipnon  Toug
(ouptrepINQUBAVOUEVWYV  KEIPEVWY, E€IKOVWY, BIVIEO KAl NXOYPAPAOEWV) — WnNOIAK
KAnpovopia

E) OAa 1a Trapatravw
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NMAPAPTHMA |

1.H mAat@opua HS5P (HTMLS Package) — ApacTnpidTnTeS

H TAat@épua Tou Ba xpnoigotroinBei yia auTtd 1o wnelakd traixvidl e Béua v "MoAImoTIKN
KAnpovouid" ivar o H5P (HTML5 Package). To H5P 1Tpoo@épel €vav eUKOAO Kal ypriyopo
TPOTTO yIa TN dnuioupyia diadpaocTikoU TreplExouEvou. To H5P Bacifetan otnv HTML5 kai ol
EQAPUOYEG TPEXOUV OTTPOCKOTITA O€ TAUTTAET Kal smart phones. [lpdkeimal yia dwpedv
AOYIOMIKO aVOIKTOU KWOIKA KOl ITTOPET va XPNOIKMOTToINGET uE TOUAAXIOTOV 2 TPOTTOUG:

- OnuIoUpYywvTag €vav  Aoyoplaopd  oTov 1I0TOTOTTo Tou HSP,  dnuioupywvtag dia
dpacTNPIOTNTA KAl EVOWHATWVOVTAG TNV OTOV ICTOTOTTO

- eykardoTtaon Tou TTpooBeTou HS5P kanl dnuioupyia Trepiexopévou oto wordpress, moodle kai
drupal K.AT.

MpoéTutro dpacTnPIoMTWV

AvdaAloya pe TIG dpacTnPIOTNTES TTOU Ba TIAEyoUV yia Tn SIauOp@WaOn Tou TTaixVISIoU, €XouV
ETTIAEYET ETTTA NOBNCIAKA QVTIKEIEVA.

1. ZeT HOVAG ETMAOYAG

Mepiypapn

To oUvoAo pOVAG ETTINOYAG ETTITPETTEI OTOUG OXEOIOOTEG TTEPIEXOMEVOU va OnuIoupyouvV
OUVOAO €PWTACEWV ME Mia owaoTr €VaAAOKTIKA aTrdvinon avd epwtnon, MEca o€ Aiya
oeutepdAeTtta. O xpriotng AauBdvel dueon avarpo@odotnon HeETG Tnv UTTOBOAN KABe
aTTAvTNoNG.

XapoKTNPICTIKA

- HxnTik& €€ yia 1o cwaoTo Kal To AdBo¢ (Ta NXNTIKG £@E UTTOPOUV va ATTEVEPYOTTOINBOUV)

- MARPWCS avVTATTIOKPIVOUEVOG OXEDIAO OGS

- 20voyn oTo EAOG PE TN CWOTH ATTAVTNON OE OAEG TIG EPWTACEIG

- Ta oUvoAQ PEPOVWUEVWY ETTIAOYWYV PUTTOPOUV VA CUUTTEPIANPBOUV G€ TUTTOUG TTEPIEXOMEVOU
Mapouaciaong kai AiadpaoTikoU Bivieo.

2. MoAAarrAf mTiIAoyR

Mepiypaepn
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O1 epwTAoEIC TTOAATTAAG ETTINOYAG UTTOPOUV VO OTTOTEAECOUV £VA OTTOTEAEOUATIKO €pPYaAEio
aglohdynong. O exmmaideuduevog Aaudvel Gueon avarpo@odoTnon yia Tnv £midoor Tou. Ol
EPWTAOEIG TTOANQTTAG €TTIAOYAG Tou HS5P ptropouv va €Xouv pia i TTEPIOCOTEPEG OWOTEG
ETIAOYEG avd £pWTNON.

3. EpwTtnon cwoTtou/AdBoug

Neprypaen

H Epwtnon ZwoTtoU/AdBoug eival évag atmmAdg kal EEKABapog TUTTOG TTEPIEXOUEVOU TTOU
MTTOpPEI va Asitoupynoel atmd PHévog Tou 1 va ouvOUAOTEN Je AAOUG TUTTOUG TTEPIEXOUEVOU.
Mia TTI0 oUVBETN £pWTNON UTTOPEI va dnuioupynBei Pe TNV TTPOCOAKN MIAS EIKOVAG 1) VOGS
BivTteo.

4. AAANnAouxia eikévwv

Mepiypapn

‘Evag dwpedv TUTTOG TTEPIEXOPEVOU PE Bdon TV HTML5 tTou emITPETTEI OTOUG CUYYPAPEIC va
TPOCBETOUV pIa akoAouBia Twv OIKWV TOUG €IKOVWY (Kal TTPOAIPETIKA TNV TTEPIYPAPA TNG
€IKOVAG) OTO TTaIxVidl e OUYKEKPIPEVN oelpd. H ogipd Twv eikOvwy Ba gival Tuxaia kai ol
XPNOTEG Ba TTPETTEI va TIG avadIaTagouv OTn OwaoTH oEIpd Ye BAoN TNV EpWTNON.

5. Hotspots gikévag

Mepiypapn

Ta hotspots €ikdvag kaBioTouv duvarr Tn dnuioupyia pIag EIKOvaG e d1adpaoTikG hotspots.
OTtav o0 xprnotng mmamoel éva hotspot, epgavifeTal éva avaduduevo TTapdbupo TToU TTEPIEXE]
MIa KE@aAida kal keipgevo 1) Bivieo. Xpnolyotrowvtag Tov eTegepyaoty HS5P, utopeite va
TTpooBéoete 6oa hotspots BEAeTe. Ta akOAouBa gival diauopPuwoIua:

- O apiBu6s Twv hotspots

- H totroBétnon kaBe hotspot kai To GXETIKO TTEPIEXOUEVO TOU avadudEVOoU TTapaBUpou.

- To xpwua Tou hotspot.

6. 2UpETE TIG AECEIG

Mepiypaer

‘Evag dwpedv TUTTOG £pwToewv Paoiopévog o€ HTMLS Trou emimpétiel T dnuioupyia
KEIMEVOU ME KEVA, OTA OTTOIO OI XPNOTEG TTPETTEI VA OUPOUV AEEEIG,

7. Drag and Drop (ZUpeTe Kol ATToBéoTE)

Mepiypaen
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To Drag and Drop emTpéTtel 0TO JaBNTH va cuvdéoel dUO 1) TTEPIOOOTEPA OTOIXEIO KAl va
KAVEI AOYIKEG OUVOETEIG PE OTTTIKO TPOTTO (XPNOIUOTTOIWVTAG TOOO KEINEVO OCO Kal EIKOVEG, Ol
oTT0iEG PTTOPOUV va oupovTal). To Drag and Drop utrooTnpilel €pWTACEIG - ATTAVTACEIG Mia
TTPOG Hia, Pia TTPog TTOAAEG, TTOANEG TTPOG Hia Kal TTOAAEG TTPOG TTOMEG.

2.Naixvidotroinon kai NoAimoTikr) KAnpovopuid: ‘Epeuveg kal ApactnpioTnTeG
oTnv EAAGOa, ITaAia karl loTravia

Mpokelyévou va avTIUETWTTIOTEI N €AAEIYPN KIVATPWY Kal EPTTAOKAG TOU paBNTIKOU
OWHMATOG OTIG EKTTAIBEUTIKEG DIadIKATIEC EXOUV TTPOKUWEI VEEG HEBOBOAOYIKEG OTPATNYIKEG ME
OTOXO VA QEPOUV TIG EKTTAIDEUTIKEG OIOBIKOTIES TTIO KOVTA OTA evBIAPEPOVTA KAl TIG AVAYKES
Twv padnTtwyv Tou 210U alwva. O KOAUTEPOG TPOTTOG YIa VO EWTTAOKOUV O PHOBNTEG OTNn
dladikacia didaokaAiag-uddnong ival n dnuioupyia KiviTpwy. H Traixvidotroinon €ival, Katd
ouveETTEIn, MIa 16avIK) ueBodoAoyia yia Tnv TTapokivnon Twv paBntwv oTn Padnoliokn
diadikacia (Zichermann & Cunningham, 2011).

Ooov agopd oe B¢ uarta TTONITIOTIKAG KANPOVOUIAG, TNG OTTOIag N ONUacia yia TOug VEOUG
avadeixTNKe TTAPOTTAVW O QUTA TN PEAETN, agiel va onueIDoOUME OTI KOTA TIG TEAEUTAIES
OEKOETIEG OI WNQIOKEG TEXVOAOYIEG €XOUV KUPIAPXAOEI OTNV TTAPAYWY TNG YEVIKOTEPNG
apxaioAoyIknig yvwong, 16co 6cov agopd oTn CUMOYR dedopévwy, oTnv avaluon Kal
epupnveia Toug, 600 kal oTnVv aAAnAetridpoon pe 1o Koivo (Hugget 2019, Morgan 2019). Ol
apPXaIOAGYOI yIa PEYAAO XPOVIKO dIGOTNUA TTEIpAUATIOTNKAV HE Wn@liokd dedopéva, KI auTO
016TI TO apXaIOAOYIKO apxeio €ival cuxva dUOKOAO va dIaBaoTel Kal va PTTOPEi va €ival o€
Béon va €&nynBei oto atrAd kovd kal 1dlaitepa padnTéG. O Pn@IakEG TEXVOAOYIEG E£XOUV
BonBAoel Toug apxaloAdyoug va KOAUWOUV TO ETTIKOIVWVIOKO KEVO avAPECa oTa TTONITIOTIKG
apxeia Tou TTapeABOVTOG Kal TNG OUEUENG TOUG PE TO TTAPOV Kal TO JEAAOV, HIa avayKalidTnTa
TToU KePBICel OAO Kal TTEPICCOTEPO XWPO HE TNV TTAPODO TwV XPOvwy. Ta TeAcuTaia Xpdvia
Exel oudnTnBei kal epeuvnBei n aglotroinon TG peBodoMoyiag g TaixvidoTToiNoNG yia TNV
avadeign g TTONMOTIKAG KANPOVOUIAG YE OTOXO TN BEATIOTOTTOINUEVN TTONITIOUIKY) EMTTEIPIO
TWV XpNoTwv. Ta pouceia atroreAolV TIPWTIOTWG £va XWPO, O OTToiog £vOappuvel TNV
uAoTToino N TETOIWV EKTTAIBE UTIKWV TTAUXVIDIWV.

KaBwg 10 TeAcuTaia Xpdvia n TaixvidoTroinon otnv ekKmaideuTiK dladikacia arToTeAEi
QVTIKEIMEVO  €peuvag Kal BEpa PEAETWYV, ONUOCIEUCEWV Kal ouvedpiwy, TTapoucialovTal
MEPIKA OeiyuaTa auTwv Twv dpacTNPIOTATWY OTIG XWPeG EAAGDaA, halia kai loTravia, ol
OTTOIEG OUUMETEXOUV OTO TTPOYPANMA, E EJPACN Kal 0€ BEUaTa TTOATIOTIKAG KANPOVOUIAG.

EAAGSa

ZXETIKA PE TNV TTaIXVIOOTIOINON £X0UV £KTTOVNOEi BIAQOPES EpYaTieg Kal HEAETEC. AVANET
Toug &exwpiloupe TNV dIMMAWHATIKA epyacia pe TiTAo  «MeBodoAoyia aélorroinong
gamification yia tnv evioxuon high order thinking skills» (2016) ¢ Avvag Koooiudm. H
EPEUVNTPIA TTPOTEIVEI VA VEO EVVOIOAOYIKO TTAQICIO, EVOWMPATWVEI KOl CUVOEEI TIG APXES TNG
YVWOIOKAG Bewpiog péow TG autoppuBuIilduevnG pABnong, ME TIG PBOOCIKEG QPXES TWV
EKTTAISEUTIKWV TTaIXVIOIWYV, TOUug Baaikoug unxaviopoug gamification kai pe v aglomoinon
TWV QUVATOTATWY KOl XOPOAKTNPIOTIKWY TTOU TTPOCPEPOUV Ol KIVNTEG CUOKEUEG. TO TTAQIOIO
aQuUTO €xel OTOXO va ATTOTEAECEl pIa KOAR TTPAKTIK) OTO XWPO NG aloTroinong TEXVIKWV
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gamificaton yia eKTTAIBEUTIKOUG OKOTTOUG PECA aTTO KIVNTEG CUOKEUEG, N OTTOIa Ba UTTOPEi Va
EQPAPUOOTEI ATTOTEAEOMATIKA OE TTEPIOOOTEPOUG aTTO €vav EKTTAIBEUTIKOUG KAGdOUG yia Tnv
avamrtugn oeglomtwy uywnAng okéwns. O Xp. AAeBidog (2021) oV  METATTTUXIOKN
OITTAWMATIKN Tou epyacia «H mmaixvidoTToinon oTnv eKaidsucon» ava@épeTal TOOO OTNV
évvola Tou Traixvidiou 60O KAl O QuUTH TNG TraiXvidorroinong. ZKiaypo@ei Ta Bacikd
XOPOKTNPIOTIKA TwV TTAIXVIOIWV KAl KAVEI EKTEVH] AvVAPOPA OTOUG TUTIOUG TTAIXVIOIWV Yid
TTaIXvIOOTToINON, OTIS CUVETTEIEG AUTAG KABWG Kal OTIG Bewpieg TTaixvidoTroinong on uéénon
KOl TNV EKTTaIdOEUON. AVO@EPETal €TTIONG OTO TAQICIO TNG TTAIXVIOOTTOINONG, TIG KAAEG
TTPOKTIKEG YIa TNV UAOTTOINO N VOGS TTAIXVIOOTTOINUEVOU TTEPIBAAMOVTOG GAAG Kal TNV SIABETIUN
TEXVOAOyia yla TV TTpaypatotroinon  TETolwv  €pywv  TTaixvidorroinong.  Emiong,
TTapouoiadovtal  TTEPITITWOEIS  TTAIXVIOOTIOINONG  OTNV  EKTTAIOEUCT KAl aKOUn  TTIO
€CEIOIKEUPEVEG TTAATQPOPUES TTAIXVIOOTTOINUEVNG EKTTAIOEUONG HE TTPOCAVOTOAIOUO OTIG
TEXVEG, OTIG KOIVWVIKEG ETTIOTAHUEG KOABWG KOl OTIG €QOPUOCUEVEG ETTIOTAPEG KAl OTNV
TEXVOAoyia. Zmnv Traixvidorroinon ava@épeTal Kal o AnunTtpiddng Ztaupog (2016) oto
EKTEVEG TTOVNUA TOU WE TITAO «Ocwpiec uabnaong Kai EKTTAIOEUTIKO AOYIOUIKO» .

210 8th Conference on Informatics in Education (8th CIE2016), TTapouciGoTnKeE N
epyaoia Twv Kotivn kai T¢eAETmn (2016) pe TiTAo «H ugbodoAoyia Agile kai n epapuoyr g
ornv pyabnoiakn diadikaoia evioxuouv TNV YOAOYIOTIK 2Kéwn» OTTOU TTAPOUCIAETal €va
BewpnTKO TTaIYVIWOEG TTACiOI0 (gamification) evioxuong Tng paBnong Kal KOANEPYEIOS TNG
YTToAOYIOTIKAG ZkEWNG TToU BaoifeTal oTIG oUYXPOVEG EUEAIKTEG (agile) TexVIKEG avaTTTuéng
OuUCTAMATOG.

2170 50 lMaveAAvio EkmmaideuTikd 2uvédplo Kevtpikig Makedoviag e  Bépa tnv
«Agiotroinon tTwv T.M.E. omn Aidaktiki Mpd&én» (EiBIkA Bepartikry evotnta: «TexvoAoyieg,
Téxveg & MoAimopodg oty Ektaideuan», @cocalovikn 2018) TrTapoucidoTnke n epyacia TG
Mapipéva lNepdkn ue TiTAo «[laiyvidomroinan kai autoppubuildusvn Labnon», aTnv otroia
egeTAOTNKE AV £va eKTTAIOEUTIKO OEVApPIO OE €va TEXVOAOYIKG uTtooTnPIfOuEVO TTEPIBGAAOV
(Moodle) Paoiocpévou oTnv Bewpia TG autoppuBuIlduevng pabnong (self-regulation
learning) kai g TEXVIKAG NG Maixvidotroinong (gamification) ptropei va cupBdiel otnv
QVATITUEN YVWOTIKWY, KOIVWVIKWY Kal TTapayoviwy KIVATPWY TNG autoppubuiong Twv
EKITAIOE UOEVWIV.

H oimAwpatik epyacia g BaolAikng MouAa (2019) pe TitAo  «[Maiywviborroinon
(gamification) kai SIQTTOAITIOUIKY) EKTTAIOEUON: I EKTTAIOEUTIKN) TTapéufacn o€ pabnréc B’
Anuorikou» agopd otnv  Traixvidotroinon kar TN dlammoAImopIk  ekmraideuon. Mo
OUYKEKPIUEVD, QOXOASiTal YE TN MEAETN €QAPUOYWVY ME oToIxeia Traixvidotroinong OTwg
TTéVTOI, TTIVOKES KATATAENG, KTA, 0€ Mia SIaTOANTIOMIKY TagN Madntwy B” AnuoTikou, ol oTroiol
TTPOEPXOVTaI ATTO DIAPOPETIKEG XWPES KAl WG EK TOUTOU, N EAANVIKA OEV OTTOTEAET TNV PNTPIKA
TOUug YAwooa.

210 10 lMaveAAAvio Zuveédpio Pe Béua «To eKTTABEUTIKO TTaIXVidl OTNV TUTTIKI KAl [N
TutTikf) pddnon» (National Centre of research and preservation of school material, 2020),
TTapousIdoTnke N epyacia Twv Mapiag ABavaoékou kal Eupopeiag Aspévn (2020) pe TiTAO
«H 1éxvn oro maixvidl — To maixvidl atnv 1éExvn» yia Tov pOAO Tou TTaIXVvIdIoU OTnV TEXVN Kal
otov pOAo Tng TEXVNG OTO Traixvidl. H epyaocia tng Aéotroivag Apapavtidou «H
maiyvidoroinon w¢ HECO  KIVNTOTTOINONS TNC EKTTAIOEUTIKAG Oladikaaiac oT1o AnuoTtiké
2x0Agio» oTo TTAQicIo Tou iBlou cuvedpiou €0TIAlel oTNV AvATTTUEN MECO ATTO TO TTAIXVIOI
OEVapiwV TTOU €QAPPOLOVTal OE TTPAYMATIKEG KATAOTACEIG, KIVNTOTTIOIWVTOG OUYKEKPIMEVEG
OUUTTEPIPOPEG O TTAdioIa Tou Traixvidiou. H epyacia Tou NikoAdou AtrootoAou oTo idIo
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OUVEDPIO «Anuioupywvrac maiyvicodn wneiakad Kouil ue atoxo tnv €0IKEiwon Twv uabntwv
UE TNV apxdaia eAAnvikn yAwooay €Xel wg BOCIKO OKOTIO VO TTAPOUCIACE! Wia EVOIAQEPOUTT
OIOQKTIKN) TTPOTOOTN, N OTToia Ba SIEUKOAUVEI TNV £EOIKEIWON TWV PaBNTWV Kal JabnTpIwy TNG
A" Tupvaoiou pe TV apxaia eAAnvikl yAwooa pe TN OnUIoUpyia Twv EKTTAIDEUTIKWV
TTaIXVIOIWV-KOUI{ TTou PIA0BOEOUV va OTTOTEAECOUV [ia EUXAPIOTN €UTTEIPIA, ammd TNV OTToIa
Ba TTPOKUWOUV ONPAVTIKA TTAISAYWYIKA OPEAN.

210 20 [laveAArvio Zuvédpio pe BEpa «To eKTTAUBEUTIKO TTauxVvidl Kal n TEXvn oTnv
ektraideuan kar otov ToAImouo» (National Centre of research and preservation of school
material, 2021), TrapoucidoTtnke 10 GpBpo Tou Ayyehou ABavacdtroulou pe TiTAo « Wneiakd
Eupwrtraikd Mouaoeio NoAimiouoU», 0TO OTT0I0 TTPOTEIVEI £va TTAVEUPWTTAIKO TTPOYpapua (An
Erasmus+ KA3 Project about digital cultural heritage) oxeTikd e Tnv wn@lokn TTOAITIOTIKA
KANpovouid, n oTroia OAOKANPWONKE ETTITUXWGS OE EUPWTTAIKS ETTITTEDO WYE TNV AvAPTNON TOU
TapadoTou UAIKOU (TTOvNua) Ot Wneliakd POpoud. ZTOXO Tou £Xel TOV TTOAMOUS oav
TTapdyovia ouvoxng TG Eupwtraikng ‘Evwong. AkOua, TTPooBAETTEI OTn dnuIoupyia €VOg
wnoiakoU pouceiou (Europa square), 6Tmou n veoAaia NG EupwTting Ba karabéoel €va
wnoelokd apnynua, €UTIVEUCHEVO aTto TNV TTeplox otnv Omoia el KAl agopd oTnv
TTONITIOTIKA TTPOC0POPA — KANPOVOMIA HIag AAANG EUPWTTAIKAG XWPOS.

210 AlgBvég Zuvédpio yia v Wnoeiakry KAnpovouid (Digital Heritage International
Congress, 2015) TTapoucidoTnke n HEAETN Twv KovTtoyidvvn kal Mewpydtoulou pe TiTAo « A
realistic Gamification attempt for the Ancient Agora of Athens», pia TTpwTN TTPOCTTABEIA VO
onuioupynBei £va «Serious Game™ yia Tnv Apxaia Ayopd TG ABrAvag. O otdx0g autol Tou
TTaixvidiou gival va BonBAcel un €I8IKoUG, OTTWG €ival oI JaBnTéEG oxoAciou, o1 QoITNTEG, Ol
TOUPIOTEG, Ol ETTIOKETTTEG HOUCEIWV K.A. VO ATTOKTACOUV ATTAEG YVWOEIS yia TNV Ayopd Kal Td
MvnuEia TNG.

210 10 MaveAAvio Zuvedpio pe BEPa «To eKTTAIBE UTIKO TTaIXViOI TNV TUTTIKA KOl N
TutTikr) pddnon» (National Centre of research and preservation of school material, 2020),
TTaPOUCIAoTNKE N epyacia TNG A. MayouAdTou pe TiTAO « Ta puoTika tng lNarpag: Eva xwpo -
euaioBnro maixvidl wg epyaigio udbnong kKai moAITIoOUIKNS SlauecoAaBnong otnv 1aén g
YaAAIKNG w¢ éévne yAwooagy, n otoia €oTidlel otn dladikaoia oxediaopou, avaTTuéng
TTEPIEXOMEVOU Kal a&loAOynong evog didxuTou TTaixvidioU yia QopnTEG CUOKEUES. TO TTaIXVidI
avaTTuxdnke oTo TTAQiOI0 €vOG Oxediou TTONITIOTIKAG OpAONG TIOU €ixe WG OTOXO VO
Tpoayayel TN dladpacTiKOTNTA (interactivity), Tnv TTOAMIOUIKA «TTEPIEPYEIa» (cultural curiosity)
Kal T dlauecOAGPNON METALU TNG YNYEVOUG Kal TNG &Evng KouAtoupag (cultural / intercultural
mediation).

ITaAio

2mv haAia éxouv nAdn cloaxBei oto [lpotrtuxiakd [Mpdypauua ZToudwyv  didgopa
TTAVETTIOTNUIOKA PaBAPOTa yIa Wn@IoKEG TEXVOAOyieg, TPIOdIGOTATN MovIeEAOTTOINON R
TTPOCONOIWGCN OE UTTOAOYIOTEG TTOU PEXPI TTPIV aTTO Aiya xpovia BewpouvTav €EEIBIKEUUEVA.
Tautoxpova, ApPKETA Wnoelokd epyaAsia yivovial OA0 kal TTEPICOOTEPO TTPOCITA OTOUG
MOBNTEG, OTTWG EQAPUOVEG  EIKOVIKNG TIPAYMATIKOTNTAG Of UTTOAOYIOTEG OO0 Kal Of
01adpaoTIKEG 08OVEG O€ EQAPUOYEG yia KivnTa (Hageneuer, Schmidt 2020).

Tautdxpova, Ta TeAeuTaia xpovia oTnv ITaAia, n xprnon Twv VEWV TEXVOAOYIWV E£XEI
auénBei apkeTd, SlaTTEPVWOVTOG KABe TITUXA TNG OXOAKNAG Kal paBnmikAG C(wnhg. Katd
OUVETTEIQ, ETTNEEOCE Kal TOV TPOTO OKEWNG TwV MABNTWV OXETIKA WE TNV TTOAITIOTIKN
kKAnpovouid. MAéov, n ImaAikn KuBEpvnon kal QUOIKA Ta PoUCEia g |TG)\iGS, dpxioav va

YeAiba 197
Erasmus KA 227 Culture heritage and Gamification in Education ‘ﬁ)



Bewpouv Ta BIVTEOTTAIXVIOIO WG £va XPACIUO epyaAcio yia Tnv ePpdBuvon Twv HaBnTwy 1o
TTOANITIOTIKG TOug TTAPEABOV Kal TNV TTOANITIOTIKA KAnpovouid péow Tng wuxaywyiog (Mariotti
2020a). To mrpdypaupa otoudwy yia TN Méon Ektraideuon evBappuvel TTpOYPAPMATA KE TN
OUMMETOXA OPXQIOAOYWYV, TO OTIOI0 OTOXEUOUV OTn SI0dPACTIKA WuxXaywyia Twv pobntwv
MEOW EKTTAIBE UTIKWV WPNPIAKWY TTAIXVIOILV.

Ta TeAeuTaia xpdvia Exouv avarrTuxBei «serious games» TTou apopoUV GTnV TTONITIOTIKH
KANPovopid kepdiloviag TO £VOIOPEPOV TWV POUCEIOKWY IDPU HATWY, TWV aKOONUAIKWY Kal
TWV TOTTIKWV OloIKNoewv. ETol, epgavifovial oe PeyaAn TroIKIAia, dI0@OpwY HOPPWY
WnoeIoka Traiyvidia:

e trivia, puzzle kai pivi TTaixvidla (11.x. «Time Tales — The Etruscans», €éva «serious
game» yia TTadIid, oxedloouévo ommd duo apxaioAdyoug (Mariotti, Marotta 2020) o€
ouvepyaoia Pe Pia eTaipeia «serious games», TNV Entertainment Game Apps Ltd.),

e TTaIXVI®IO, OTO OTTOIO Ol XPAOTEG CUUMETEXOUV OE OIOOPACTIKEG EKOECEIC KI ETTIOKEYEIG
(.. «Inventum» (2018), pia TpiIcdidoTatn e@appoyr (3D) omv AR yia Tnv gvioxuon Tou
Apxaioloyikou lNdapkou TG Venosa, Potenza),

o TTaIXVIOIO OF €QPAPUOYEG OE KIVNTA yIO PJouoeia i ToUPIOTIKG TTApKA O€ 1I0TOTOTTOUG,
m.X.

1. «Mi Rasna», avarrtux6nke ammd tnv Entertainment Game Apps Ltd. kal aoxoAsital pe
ToV TTOAITIONO TwV ETpouokwv (Amoroso 2020),

2. «Meodyeioc», avatrtixonke eTriong ammrd v Entertainment Game Apps Ltd. kai €xel
w¢ Bépa Tou Tov POIVIKIKO TTOAITIT O,

3. «Father and Son» (Solima 2018) 1ou dnuioupynBnke amrd 10 Tuo Museo yia TO
ApxaioAoyiké Mouaoeio Tng NaTToAng.

4. «Beyond our lives» €va traixvidl mepImétEilag amdé 10 Tuo Museo yia TIG TTPWTEG
ETpouokIkEG TTOAEIC TNV TOOKAVN),

e TTPOCOMOIWOEIG TTOU OQOPOUV OE YEYOVOTA TOU TTAPEABOVTOG, TT.X.:

«Difendiamo le Mura», Baciletal otnv TTOMIOPKia TG TOANG Paestum ammd Ttov
AAECavdpo MoAooo 6, uéEXP! TTPOo@aTa ATaV dIOBECIPO EVIOC TOU OPXOIOAOYIKOU HOUCEiou
NG TTOANG.

o [auyvidla - TTEPITIETEIEG, TT.X.:

«A Night in The Forum» (Ferdani et al. 2020; Pescarin et al. 2020), £éva Tpi0di1G0TATO
Bivreotmaixvidl (3D) yia 1o PlayStation VR, 10 otmoio dnuioupyrbnke amé v VRTRON o¢
ouvepyaoia pe TNV ITAAIKA CNR oXeTiKa pe TNV Pwpdiki ayopd Tng eTTOXA G Tou AuyouoTou.

IMB. €TTiong KAl TOUG £&\G CUVOECUOUG:

https://www.tandfonline.com/doi/abs/10.1080/09548963.2021.1910490

https://www.tuomuseo.it/la-gamification-per-il-turismo-culturale-della-lombardia/
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https://www.tandfonline.com/doi/abs/10.1080/09548963.2021.1910490
https://www.tuomuseo.it/la-gamification-per-il-turismo-culturale-della-lombardia/

https://www.art-usi.itvideogame-e-patrimonio-culturale-un-libro-francoangeli-open-access/

https://www.researchgate.net/publication/49588460 Designing Effective Serious Games
Opportunities and Challenges for Research

https://www.tandfonline.com/doi/abs/10.1080/09548963.2021.1910490

https://edizionicafoscari.unive.it/it/edizioni4/riviste/magazen/2021/1/the -use-of-serious-
games-as-an-educational-and-dis/

https://www.academia.edu/49640635/The Use of Serious Games as an Educational an
d Dissemination Tool for Archaeological Heritage Potential and Challenges for the Fut
ure

https://edizionicafoscari.unive.it/itledizioni/riviste/magazen/2021/1/the -use-of-serious-games-
as-an-educational-and-dis/

lotravia

Ta teAeuTaia xpovia 1diaitepa otV loTravia éAaBav xwpa didgopa £peUVNTIKA TTPOYPAUUATA.
O1 Ortiz- Colon et al. (2018) emAéyouv Kal PeAETOUV Pia O€Ipd ammd £PEUVEC O OXOAIKA Kal
TTAVETTIOTNMIOKA 1I6pUKATA:

. H epapuoyn «Minecraft Edu.» Twv Saéz kai Dominguez (2014) £€xel eQOapUOCTEi O€
41 padnEg. O1 yabnTég agiepwvouv TTOANEG OouvedpiEG XPNOIKOTIOIWVTAG TO €PYOAEI0 auTd
Kl T aTTOTEAET AT €ival TTOAD evOaPPUVTIKA e BIadPA0TIKA OPEAN O GUYKPIoN WE GAAOUG
HaBnTég idlag nAIKiag TTou eixav ocuvedpieg e Mia TTIo TTapadooiakn peBodoloyia.
. «O1 Z1patnyIkéG yia TN BEATiwoN TNG PABNONG Kal TNV ATTOKTNON IKAVOTATWY O€
TTAVETTIOTNUIOKG TTAdicIo» atmroTeAei GANO €va epeuvnTIKO TTPoOypappa. O1 cuyypageic
(Villatustre, Del Moral, 2015) trpoTeivouv £€va TTOCOTIKO TTAIXVIOI KOIVWVIKAG TTPOCOM0IWOoNG
ME 161 @oITNTEG TTAVETTIOTNWIOU, O OTTOI0I KAAOUVTAI VO avaTITUEOUV aTTd KOIVOU £va OXEDIO
TapéuBaong Ikavd va Tpoaydyel T BIwaoiun avarmtugn oe éva aypoTiKO TTEPIBAAAOV e
ATTOOTOAEG, KAVOVEGS, TTPOKAACEIG KA TTOVTOUG.
. «O avraywviopdg wg unXaviopog TraixvidoTroinong otnv 1aén»: H peAéTn TTou
avamtuxdnke ammd Tov Cantador (2016) oTOoxeUel TOOO OTOV UYI QVIAYWVIOUO, Tn
OUVEPYQTIKA MAONoN, TOUG PNXaviopoug Tng Traixvidorroinong aAAG Kai Tov BaBud oTTou
auTi n peBodoAoyia augdvel Ta KivnTpa Twv JobnTwv.

Mia onuavTikn e@appoyn TG peBodoAoyiag NG Traixvidotroinong o€ Jouoeio ival auTth
Tou Mouoseiou Tou Mpddo’'. Me agopur v EkBeon «Gabinete de Descanso de sus
Majestades» €xel avatrTuxBei pia eikovik avarrapdoTtaon g aiBoucag 39 oe dId@opeS
XPOVIKEG TTEPIOOOUG, TNV OTTOIa WTTOPEI KAVEIG va TNV ETTIOKEQPTEI PE TN XPNON KVATWV
OUCKEUWY, UTTOAOYIOTWV Kal YUOAIWV EIKOVIKAG TTPAYMOTIKOTATAG. Z€ QUTA TNV EMTIEIPIA
TTaIXvIOOTToIiNONG O XPNOTNG MITOPEi va TTPOCEYYIOEI T HOUCEIOYPA®Ia TwV TEAEUTAIWV
dlakooiwv Xpoévwy, péow Tou Luis Eusebi, Tou TTpwTtou BepartopuAaka Tou Mouoegiou Tou

! https://www.mus eodel prado.es /recurs o/experiencia -gamificada-deJa-sala-39/360332b6-adbe-fef0-480b-
350c1fd8dff5
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https://www.researchgate.net/publication/49588460_Designing_Effective_Serious_Games_Opportunities_and_Challenges_for_Research
https://www.researchgate.net/publication/49588460_Designing_Effective_Serious_Games_Opportunities_and_Challenges_for_Research
https://www.tandfonline.com/doi/abs/10.1080/09548963.2021.1910490
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https://www.academia.edu/49640635/The_Use_of_Serious_Games_as_an_Educational_and_Dissemination_Tool_for_Archaeological_Heritage_Potential_and_Challenges_for_the_Future
https://www.academia.edu/49640635/The_Use_of_Serious_Games_as_an_Educational_and_Dissemination_Tool_for_Archaeological_Heritage_Potential_and_Challenges_for_the_Future
https://edizionicafoscari.unive.it/it/edizioni/riviste/magazen/2021/1/the-use-of-serious-games-as-an-educational-and-dis/
https://edizionicafoscari.unive.it/it/edizioni/riviste/magazen/2021/1/the-use-of-serious-games-as-an-educational-and-dis/
https://www.museodelprado.es/recurso/experiencia-gamificada-de-la-sala-39/360332b6-adbe-fef0-480b-350c1fd8dff5
https://www.museodelprado.es/recurso/experiencia-gamificada-de-la-sala-39/360332b6-adbe-fef0-480b-350c1fd8dff5

Mpdado, o oTroiog KaAei va avaloyioTOUNE TTITUXEG Kal BEuaTta TG TTONITIOTIKAG KANPOVOUIAG,
TNG 10TOpiag Tou Mouoeiou Kal TNG I0TopIag TNG iBIOG TNG loTTaviag.

Atloonueiwto €ival 0T Ta TEAeuTaia xpdvia OAO KAl TIEPICCOTEPO TTPOCPEPOVTQI
TTPOYPAUMATA PETATTTUXIOKWY OTTOUdWV TTAVW OTNV TTaiXVISoTroinon Kal TIG £QOPUOYEG
TeEXVOAoyiag otnv ekmmaideuon, oTTwg 10 «Master en Juego, Gamificacion y Tecnologia
aplicados a la Educacion amé 10 Escuela de Nuevas Tecnologias Interactivas» Tou
MavemmoTtnuiou g BapkeAwvng (ENTI-UB). 1o lMavemotiuio Tou Burgos ekmovrBnke n
METOTTTUXIOKN £pyacia Tou Picén Ibafiez Adrian (2019), «Ludificacién y Gamificacion en el
aula de secundaria». X1 OuykekpIPévn epyacia TrapoucidlovTal OIAPOPES TTPAKTIKEG
TTPOTACEIC TTAIXVIBOTIOINONG, Ol OToieg WTToPOoUV va UuAotroinBouv oTa OxoAsia Tng
AcuTepofdBuiag Ektraideuong. KabBuwg n traixvidorroinon Kepdilel ouvexws €0a@og 1600
OTOV OKadNPaAikdO KOOPO G600 Kal oTn Blounxavia, 6w @aiveTal Kal ammd v TAnBwpa
onuooleUcewy Ta TeAcuTaia Xpovia, Siopyavwvovial OA0 kol TTEPICCOTEPA CTUVEDPIQ,
nNUEPIDEG Kal webinars pe TN Bepartoloyia autr. Omwg yia Topddelyua, 10 5° Alebvég
Yuptréoio «Maixvidotroinon kai Maiyvidia péddnong (GamiLearn'21?), 1o omoio éAaBe xWpPa
oTn BapkeAwvn (27-29 OkTtwppiou 2021). Ekei mmapoucidotnkav SIAPOPES TTPOCEYYIOEIG
TTaIKvI®OTToINONG, OTPATNYIKEG, EPYOAEia, ueBoBOAOYiEG, KalvOTOMIEG Kal PEAETEG O€ €EEAIEN
yla TNV evBAppuvon Twyv TTaIXVISIWV OTNV EKTTAIBE UTIKY S1adIKOT ia.

H a&ia tng didaokaAiag TG TTOAMOTIKAG KAnpovouldg gival adiap@ioBAtnt. QoT1600, TO
evola@épov yia TNV TTONITIOTIK) KANPOVOMIA OTnV eKmTaideuon dev gival €viovo, KabBwg n
OUPMETOXA O€ TTONITIOTIKEG EKONAWOEIS €ival cuvABwg TrEpIopIoEVN. ETTioNg, N TTONITIOTIKNA
KAnpovouid 810doKkeTal cuvABwg o€ TTapadooiakd TTePIBAMOVTA, KOBIOTWVTAG TN JABNoN un
eAKUOTIKN). Mia TTpootrdBeia aAAayng autwv Twv Oedouévwyv armoteAei €va  project
TTaIKVISOTTOINONGS Kal TTONTIOTIKAS KANPovouIdg: «To Maixvidl ¢ pecaiwvikig Aaua® (E
Juego de la Alhama Medieval)». To TTaixvidl auTd ETTIKEVIPUWVETAI TNV EPUNVEia, TTPOCTOC A
Kal 81ddoon VoG PEPOUG TNG TTOAUTIMNG I0TOPIKAG, KAANITEXVIKNAG, TTOAITIOTIKNAG KAl QUOIKAG
KAnpovopidg 1nG ANGua otn Mpavdada. AtToteAei éva onuavTiKO €pyaAcio TTpooEyyiong Tou
MECAIWVIKOU TTAPEABOVTOG TNG TTOANG HE OIBOKTIKO TPOTTO, KOBWG 01 XPHOTEG PTTOPOoUV va
TTEPTTATACOUV PEOA O€ TTUPYOUG KAl TTUAEG TNG HECAIWVIKNG TTOANG KAl VO OAOKANPWOOUV TNV
TTEPINYNOT] TOUG PEXPI TNV OKPOTTOAN.

MB. etTiong kai Toug akdAoUBOUG CUVOECIOUG:

https://www.museodelprado.es/recurso/experiencia-gamificada-de-la-sala-39/360332b6-
adbe-fef0-480b-350c¢1fd8dff5

https://gamilearn.webs.ull.es/

https://axfitoculture.com/portfolio-item/proyecto-delimitacion-del-perimetro-amurallado-de-la-
alhama-medieval/

Mia 81e€odikr) BIBAIOYPO@IK) avaOKOTINON OXETIKA ME TIG OETIKEG ETTITITWOEIS TWV
TTaxvISIwV o€ TrepIBAAAOVTa pABnong, BeATiwong SEEIOTATWY Kal €UTTAOKNG TTAPOUCIAOTNKE

2 https://gamilearn.webs .ull .es/
? https://axfitocul ture.com/portfolio-i tem/proyecto-deli mitaci on-del -peri metro-amurallado-de-a-alhama-

medieval/
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https://gamilearn.webs.ull.es/
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https://gamilearn.webs.ull.es/
https://axfitoculture.com/portfolio-item/proyecto-delimitacion-del-perimetro-amurallado-de-la-alhama-medieval/
https://axfitoculture.com/portfolio-item/proyecto-delimitacion-del-perimetro-amurallado-de-la-alhama-medieval/

atd Toug Connolly, Boyle, MacArthur, Hainey kai Boyle (2012). H peAétn auth €&eTader T
BIBAlOYypa@ia OXETIKA UE TA NAEKTPOVIKA TTaIXVidIa Kal Ta coBapd Traixvidla 6oV apopd OTIg
MOAVEG BETIKEG ETTITITWOEIG TOUG OTOUG XPROTEG NAIKIOG 14 £TWV Kal Avw, 18iwg 6ooV apopd
oTn MaOnon, TNV evioyuon Twv degloTTwV Kal TNV eUTTAOKA. O1 6pol avalntnong EVioTioav
129 peAETEG, OI OTToiEG TTAPOBETOUV EUTTEIPIKA OTOIXEIQ OXETIKA MUE TIG ETTATTWOEIS KAl TA
QTTOTEASOUATA TWV WYNQIOKWY KOl TwV OORAPWYV TTAIXVISIWV. X€ QUTA TN PHEAETN avaTTTUXOnKE
MIa TTOAUBIGOTOTN TTPOCEYYION VI TNV KATAYOPIOTIoiNON Twv Traixvidlwv. Ta eupApaTa
ATTOKAAUWAV OTI AQUTAG TG MOPPAG TO TTAIXViIDI CUVOEETAI PE IO OEIPA OTTO ETTATTWOEIG TTOU
a@opouv aTnVv avtiAnyn, otV aTTOKTNON KAl EUTTESWON YVWOEWY, OTn CUUTTEPIPOPd, OTa
ouvaioBiuaTta kai Ta Kivntpa. Ta TTo cuxva eu@avi¢OPeVa aTToTEAECUATA KAl ETTITTTWOEIG
ATav N amokTnon YVWOEWV/KOTavOnon TIEPIEXOMEVOU KOl Ta  aTToTEA(OUATA  OTA
ouvaioBAuaTa TWV XPNOTWV Kal N dnuioupyia KIVATPWY. ZunTeiTal TO EUPOG TWV JEIKTWV KOl
TWV METPWV TTOU XPNOIKOTIOINONKAV OTIG €PYACIEG TTOU CUMTTIEPIANNPONKAY, KABWS Kal ol
MEBOSOAOYIKOI TTEPIOPIC YOI KAl OI TTPOTACEIS YIA TTEPAITEPW EPYOTIEG OTOV TOYEQ QUTO.
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