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EKMNAIAEYTIKO ZENAPIO |

A. XapakTnpIioTIKA

TitAog: Oepartreutég /MaTpoi TNG MoAIMOoTIKAS KANpovouiag

Aiya Aéyia yia 10 oevdpilo: Ta pabnolakd oevdapia TTou ekTToviAOnkav e@apudlouv TO
€vvoloAoyIké TTAQICIO yIa TNV agloTToinon TNG TTOAMITITIOTIKAG KANPOVOWIAG OTNV EKTTAIOEUCN HECW
TNG OTPATNYIKAG TNG TTaixvidotroinong. To TAaioio autd cuvdéel Tn peBodoAoyia gamification pe
TO POVTEAO TNG QUTOPPUBUICOPEVNG HABNONG Kal TIG dUVATOTNTEG TWV KIVATWY CUCKEUWV HE
OTOXO VO TTOPEXEl VEEG dUVATOTNTEG YIO TNV €upuTEPN XPNon Tng PeBodoloyiog autAg oTnv
eKTTaiIdEUON YIa TNV avaTrTuén &€CI0TATWY UWNANG OKEWNG.

Ta exTTAIOEUTIKA OevApIa €XOUV OXEDIAOTEN yUpw atro éva dIadIKTUAKO TTaixVidl poAwv yia
TNV TTONITIOTIKA KAnpovopid Tng EANGDaG, Tng loTTaviag kal TnG ITaAiag, e TO OTToio ETTIBILKETAI
va €€0IKEIWOOUV Ol HaBnTEG PE TNV TTONITIGTIKY KANPOVOUIA TwV TPIWV XWPWYV, VA KATAVOoouv
TNV évvola Kal TIG OIQPOPETIKEG MOPPEG TNG OAAG Kal TNV évvold HIOG KOIVAG €UPWTTAIKAG
TIOMITIOTIKAG KANPOvopIdg Kal va TTpowBnoel 1o aiobnua o1 avAkouv oTtnv Eupwtmn. Q¢
OTTWTEPOG OKOTTOG TiBeTaN N cuveldnToTroinon amd Toug padnTég TG agiag Tng TTOAITIOTIKAG
KANPovouIdg yia Tn diauopewaon Kal Tn diathpnon TG CUAAOYIKAG Kal ATOMIKAG TAUTOTATOG.
TéNog, Ta oevdpia €0TIACOUV OTAV AVATITUEN YVWOTIKWY, KOIVWVIKWY KAl TTapayovTwy KIVATPWY
TNG QUTOPPUBMIONG Twv eKTTAIOEUOUEVWY  AAAG Kal ouvdUACTIKWY OEEIOTATWY  OTITIKOU,
Yn@IakoU Kal KPITIKOU YPANKATIOWOU Kal OTNV KIVNTOTTIOINGON TNG OKEWNG TOU padnTr.

TO NAIXNIAI «<SAVE THE WORLD»

https://cultureheritagegamification.com/

To Traixvidl «Save the world» TTou oOxedIdoTnKeE O€ €va TEXVOAOYIKG UTTOOTNPICOUEVO
mepIBAAov (Moodle) kal aTroTeAel pia TTePINYNON MVNUEIWY WE EPWTACEIG, TTPOKEINEVOU Ol
MaBNTEG va KepdiooOuV TTOVTOUG, E€XElI WG OKOTTO OXI HOVO TNV ATTOKTNON YVWOEWV 1 TNV TTayiwon
TWV ATTOKTNOEIOWY YVWOEWV YIia €va PVNUEIO, TNV 10TOpia TOU, TNV OPXITEKTOVIKA TOu, TN
AgIToupyia Kai TNV PETETTEITA XPAON TOU, GAAG Kal T oX€0N TOU WE TIG agieg Kal TIG TTapadOOEIG,
onAadn v duAn kAnpovould. ATTOOKOTTEI OTNV evepyd KOIVWVIKA TTpooTacia, dnAadn ot uia
TTONITIOTIKI) CUMMETOXIK AvATITUEN, N OTToia 0dnyei o€ pia uTTEUBUVN KOIVWVIKF) CUUTTEPIPOPT UE
oeBaoud oTa PvnuEia, oTo TOTTIO Kal TO TTEPIBAAAOV.

Anuioupyédg/oi: BaoiAikiy MavaBotrouAou, Mewpylog Tooung

HAIkiaknf opdda: 13-16
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20vdeon pe YVWOTIKO avTikeipevo: TIMNE, NA\wooa, loTopia, Mewypagia, Eupwtraikég ZToudég
EkTipwpevog Xpovog: 2 SIOAKTIKEG WPES: ouVOUAO OGS oUyXpovng Kal acUyxpovng d1dacKaAiog

YTrooTnNpIKTIKO UAIKO Kal péoa: OIAdIKTUOKO TTaIxVidl, UTTOAOYIOTEG-KIVNTEG OUOKEUEG E
ouvdeon oTto dladikTuo, TTAaTEOpUa TnAektraideuong (eClass), QUAANa epyaoiag, Wwnelakdg
TTpoBoAéag, Trivakag

MpoaTTaITOUNEVEG YVWOEIG TWV NOBNTWYV YIa TRV UAOTTOINON TOU oEvapiou

v E€oikeiwon Twv pabntwv pe TNV ouadoouvepyaTikr) uEBodo
v E€oikeiwon Twv padntwyv pe TN XpHon Twv epyaisiwv Tng TTAaT@Opuag eClass aAAd kai
ME TN XPon TwV TTPOYPANUATWY ETTECEPYOTIOG KEIWEVOU KAl EIKOVAG

B. Z16)0!1

Ta eKTTAIBEUTIKA OEVAPIO OTOXEUOUV OTO VA AoX0ANBoUv o1 yabntég Ye 1o BEua TG TTONITIOTIKAG
KANPOVOUIAG Pe évav dIaOKEDAOTIKO TPOTTIO MECW TOU TTAIXVIOIOU. ZUYKEKPIMEVA, VA UTTOPECOUV
va KATavoAoouv Thv €vvola TNG TTOAITIOTIKAG KANPOVOMIAG Kal TNG agiag TG oTn {wr Toug aAAG
KAl va €EEPEUVIOOUV TIG TTOMITIOTIKEG OMOIOTNTEG METALU Twv avOpwTiwv Tou Jouv o€
OIaPOPETIKES XWPEeS TNG EupwTting, KaBwg Kal Ta OToIXEia TNG KOIVAG TTOAITIOTIKNAG KANPOVOUIAS
Toug. ETmiong, va evioxuBei 10 qioBnua oOm avikouv oTtnv Eupwtn kai 1o aicbnua Tng
OUMUETOXNG TOUG O€ auTAV HEow €€epelivnong TNG TTOAUPOP®NG TTONITIOTIKAG KANPOVOMIAS TNG
EupwTng.

Ooov agopd o1a TTPOCOOKWHEVA HABNOIOKG OTTOTEAEOUATA, AVAUEVETAI OI PABNTES va
avayvwpifouv TTapadeiyuata TTOAITIOTIKAG KANPOVOUIAS TO00 TNG SIKAG TOUg Xwpag 600 Kal Twv
GAAWV dUO €UPWTTAIKWY YXWPWV KAl va KATOVOOUV TNV TIOMNITIOTIKY] KANPOVOUIA KOl TIG
OlaQopeTIKEG HOopYEG TnG. ETriong, avauéverar va eivar oe Béon va avamTugouv Oe€IdTnTEG
ouvepyaoiag yEow TNG €§A0KNONG OTNV OJAdIKI EPYACia Kal va avaoToXAalovTal aTTOTINWVTAG
TNV TTOPEIO TWV EVEPYEIWV TOUG PE BACN TTIBAVEG DUOKOAIEG TTOU AVTIMETWTTIOAV KAl TIG AUCEIG TIG
OTTOIEC ETTEAEEQV.

. BApara/odnyieg

21a pabnoiokd oevdpia TTou eKTTOVABNKaAv o1 pabntég Trpooeyyifouv T0 BEua TNG TTOMITIOTIKAG
KAnpovouldg péow Tou povTéEAou autoppubuilduevng pabnong (self-regulation learning) oto
mAaiolo Tng Maixvidotroinong (gamification) aAAG kai Tng xpriong Twv TIME. YAotrolouvtal e
OUVOUOOPO aouypovng Kal ouyxpovng dI0ACKOAIOG CUP@WVA PE TO HOVTEAO TNG AVECTPAUMUEVNG
14¢NG (flipped classroom). H Bacikr pon k&Be oevapiou atroTeAeital atmd TTévre @aoels. MNpodkerTal
yia TIG QAOCEIS TG aOppnong, TG dpacTnpIdTNTAg, TNG ETTIKOIVWVIAG KAl OUVEPYAOiag, TnG
agloAdynong kal TNG oulfTNoNG- AvaoTOXAOUOU. ZTOV TTUPAVA TwV QACEWY QUTWYV £@apuolovTal
Kal ol TPEIS QACEIG TOU KUKAIKOU HOVTEAOU TnG autoppuBuiddpevng pudbnong tou Zimmerman
(2000): n mpotrapackeuaoTikry (Forethought), n exteAeoTikr (performance) kai n @don Tou
avaoToyxaopou (self-reflection).
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2€ autd TO EKTTAIBEUTIKO Oevaplo, TO dIadIkTuako Traixvidl « SAVE THE WORLD» €xel wg
OTOXO VO AEITOUPYAOEl WG E1I0AYWYr OTO TTPWTO PABNUA yia TRV TTONITIOTIKA KANPOVOUIA Kal WG
aQOpPHN yia culATNoN YUpw atrd TNV £vvola TNG TTOMITIOTIKAG KAnpovouIdg.

ApaoTtnpiétnTa 1

21NV TPWTN QAan, AUtV TNG aPOpuNoNG, O EKTTAIBEUTIKOG TTAPOUCIAlel OTOUG HabnTég To BEua
Kal To TraiXvidl. ZTn OUvEXeln, TTPOPRAANAETAl  OTNV TAEN MPEOCW WNOIOKOU TIPOBOAEA Kal
TTOPOUCIAZETAl ATTO TOV EKTTAUOEUTIKO TO APXEI0 TNG TTOPOUCIAONG TWV EVIEKA OTOIXEIWV
TIONITIOTIKAG TNG XWPOG TOUG, OTA OTToi0 ava@EépovTal Ol EPWTNAOEIC Tou Traixvidiou. Katd tn
dIdpkela TNG TTapoucsiaong ol padntég evBappuvovtal va UTTOBAAOUV OXETIKEG PE TO BEua
EPWTNOEIC KAl oXOAIa. H @aon auTr diapkei 15 AeTTTd.

ApaoTtnpidétnTa 2

21n &euTepn @AaCn, ol pabnTég TTaifouv TO TTaIXVvidl OTO OTIITI TOUG. O EKTTAIOEUTIKOG TOUG EXEI
EVNUEPWOElL  OTI PTTOPOUV VA XPNOIKOTIOIROOUV MIa Pnxavh avadnmnong yia va  aviAfjoouv
TTANPoPopieg atrd 1o dIAdIKTUO Kal VA A&IOTTOINCOUV TO TTANPOYOPIAKO UAIKO TToU diaTiBeTal oTa
apxeia TTapouciaong TwWV UVNPEIWY TWV TPIWV XWPWV Kal £Xel avapTAoel aTn oeAida Tou oTnv
TAaT@OpPa TnAekTTaideuong. Emiong, yvwoToTtrolgital ota maidid o011 VIKNTAG Ba avaknpuxOei
oTT010G aTtravTrioel opBd ae OAEC TIG EPWTACEIS GTOV TaXUTEPO Xpovo. H @don auth diapkei 40
AeTrTd.

ApaoTtnpiétnta 3

TNV TpITN @daon kai katd tn d1& {wong d1daokaAia, dIavEUETAlI OTOUG HaBNTES QUANO epyaciag pe
OUVTOUEG EPWTACEIG OXETIKEG PE TA UVNMEIQ TNG XWPOG TOUG OAAG Kal TwV AAAWV dUO Xwpwv, HE
oTOX0 va avadelxBei o PaBuOg €goikeiwong Twv PABNTWY PE TNV TTOMITIOTIKA KANPOVOMIA TwV
XWPWV TOUG KAl TIG TTOIKIAEG HOPPES TNG. Me agopun TIS EPWTACEIS KAl TIG ATTAVTHOEIS TwV
MaBnTwv akoAouBei oulAtnon oTtnv oAopéAcia TG TGEng. Or1 pabntég evBappuvovtal va
OIATUTTWVOUV EPWTACEIG, VA EKPPAJOUV YVWHES KOl aTTOYEIG £T01 WOTE va avadelxBei To BEpa TnG
TOATIOTIKAG AABNG. O ekTTaIBEUTIKOG TTpOTEiVEl OTa TTAIdIA va ETMOKEPTOUV Kal TTAANI Tnv
I0To0€AiI®a TOU TTaIXVISIOU OTO OTTITI TOUG, va TrEpINynBouv oTa Tpia JabrjuaTa TTou avTIoTOIXOUV
OTQ  MvNUEia TTONTIOTIKAG KANPOVOUIAG TWV TPIWV XWPWYV Kal VO PEAETACOUV TIG €IKOVEG KAl TO
TTANPOPOPIOKG UAIKO SCwv pvnueiwv Bewpouv Omi dev Bupouvtal. H ¢@don autr diapkei 10
AETTTG.

ApacTtnpiétnTa 4

21NV T€10pTN @AOoN, O EKTTAIBEUTIKOG OTNV TAEN ¢NTA aTTd TOUG PABNTEG va Xwpioouv Hia oeAida
OTO TETPAdIO TOUG O€ dUO OTHAEG. 2TV apioTepr] OTAAN, KaAouvtal va ypdyouv Tpia oToIxEia
TTONITIOTIKNG KANPOVOUIAG KABEUIAS aTTO TIG TPEIG XWPES TA OTTOIA UTTOPOUV VA AVOKAAEOOUV. 2N
0e€iId oTAAN, Ba Tpémel va e€gnyroouv cuvToua yiati ouykpdtnoav oTn HPvAun Toug T
OUYKEKPIYEVA PvNuUEia, T gival auTd TTOU Toug €Kave va Ta Bupouvtal. O eKTTaIdEUTIKOG {NTA aTTo
otrolov 1O €TMOUYEl va diapdoel éva oToIxEio aTTd TN AioTa Tou. € oulrTNON TToU AKOAOUBE yia
TIG OMOIOTNTEG KAl TIG dIAPOPEG AvAUETA OTIG AIOTEG TTONITIOTIKAG KANPOVOUIAG, O EKTTAIOEUTIKOG
evBappuvel Toug pabnTég va Tpofoulv O dIATTIOTWOEIG O OX€on ME TNV AeIToupyia Tng
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TTONITIOTIKAG MVAMNG GvAAOYa PE TV TTPOCWTTIKOTATA Kal Ta EVOIOPEPOVTA TOU KaBevog. H @aon
auTh dlapkei 15 AetrTd.

ApaoTtnpiétnta 5

2TNV TEUTTITN KAl TEAEUTaia @dAon, TTpayuatotroleital oudATnon otnv oAopéAsia Tng TééNg He
OTOXO TNV avaTpo@odOTNON KAl TOV avaoTOXaouo. Me Tn dnuioupyia katdAAnAou TTaidaywyikou
KAipaTog evBappuvovTal ol JaBNTEG va EUTTAAKOUV KAl VO CUPUETEXOUV EVEPYA OTNV OAOMEAEIT
NG TagNG MEca atrd dladikacieg dIATUTTWONG EPWTNUATWY KAl ATTOYEWY, EKPPACNG YVWHPNG HE
EMXEIPAPATA YIa TNV BepaTiKA TNG TTOMITIOTIKAG KANPOVouIdG.

Mo Tov OKOTTO auTO O EKTTAIBEUTIKOG BETEI CUYKEKPIUEVA OIEPEUVNTIKA EPWTAMOTA OXETIKA WE
TNV a&ia TNG TTONITIOTIKAG KANPOVOUIAG, TNV eUTTEIpia €60IKEIWONG E TO UAIKG TTOU BIaxEIpiocTNKAV
Ol JOBNTEG KAl TO TTAIXVidI, TIG DUCKOAIEG TTOU AVTIMETWITIOAV.

OAokAnpwvovTtag Tn diadikagia auTh, ol uadnTég agloAoyolv Twv £autd Toug Péoa atod éva
quiz autoagloAdynong. EAEyxouv av katépBwoav va avtatmokpiBouv oTtov poAo TTou avélaBav
WG YIOTPOI TTOMITIOTIKAG KANPOVOUIAG, €EeTAlOUV KATA TTOOO eVIOXUBNKE N TTOMITIOTIKY TOUG
MVAMN, av BEATILONKE N OXECN TOUG PE TNV TTOAITIOTIKI) KANPOVOUIA Kal av AAAafav ol ammoyelg
TToU gixav TTpIv TNV évapén Tou JabAuaTog TTavw oTo BEéua autd. 210 TEAOG TNG @AONG AUTAG
gival og Béon va atrokTioouv 1o Bpafeio Tou yiatpoU TNG TTOMITIOTIKNG KANPOVOUIAS TToU TOUuG
TTapéxeTal. H @don auth diapkei 15 AetrTd.

A. Odnyieg yia Tov eKTTaISEUTIKO. MPOTACEIG/ETTEKTACINOTNTA

H didpkeia kdBe @Aong Twv oevapiwyv ETAEYETAI ATTO TOV EKTTAIOEUTIKO avAAoya ME TIG
OuUVATOTNTEG KAl TIG AVAYKEG TNG TAENGS TOU.

Q¢ evaoAAaKTIK) dpacTnPIOTNTA O EKTTAIBEUTIKOG Ba YTTOpOoUCE va TTPoTEivEl Ta €€NG BEéuara:
1) H 1OAmOTIK ) KAnpovouid oto Tpayoudl, 2) H TToANmoTIK KAnpovouid otnv Ttroinon, 3) H
TIONITIOTIKN) KAnpovouid otn {wypa@ikr, 4) H TTOATIOTIKA kKAnpovouid otn ewTtoypagia, 5) H
TTONITIOTIKI) KANPOVOMIG OTOV KivnuaToypd@o. KaAegi Toug pabntég va mepinynBouv oto d1adikTuo
Kal va akoUuoouv Tpayoudia, va Oiafdoouv TToIuata Kal va douv TTivakeS Cwypa@ikKAg,
PWTOYPAPIEG ] OKNVEG ATTO TAIVIEG TTOU AVAPEPOVTAl OE OTOIXEIA TNG TTOMITIOTIKIG KANPOVOUIAG
TNG XWPAG Toug Kal TNG Eupwtng. 21n ouvéxeia, va emAEEouv éva Tpayoudl, Eva Troinua, évav
TiVaKa, JIa @wToypagia f Jia oknvA atmd Taivia Kal va Kavouv pia avaptnon oTto loToAdyio Tou
paBruatog otnv TAaT@Opua TnAekTTaideuong. H avaptnon Ba @épel TiTAo, Ba cuvodeleTal aTTo
oUVTOUO KEiEVO TTapoudiaong Kal aimioAdynong TnG €TMAOYNAGS 1 Twv €TIAOYWY Kal Ba KAgivel pe
TapdBeon Twv CuvdEéoPwy TToU odnyouv OTIG €TTIAOYEG Toug. H dpaotnpidtnTa uTTopEi va
avaTedei atopikda ] opadikd.

Mapoéuoieg dpdoeig £xouv peydAn onuacia kai agi¢ouv Tov KOTTO Kal TNV TTPOoTTabeia, Kabwg
N oucia Tou YN@IakoU YpauuaTioPoU dev €yKeITal oTnv avaTrtuén de€lIoTATWY atmAAg Xprong Twv
OTTOIWV YNPIAKWV epyaAEiwv Kal duvatoTiTwy aAAG oTnv KaAAiEpyeia BeEIoTHTwWY 0pBOAOYIKNG
dlaxeipiong, KPITIKAG Kal dNUIOUPYIKAG agloTroinong Twv duvaTtoTATWY autwy. lNa Tov okoTrd autd
0 eKTTaIOEUTIKOG o@eiAel va PBpiokeTal otaBepd oe pOAo KaBodnynT Kal UTTOOTNPIKTA TWV
EKTTAIOEUOEVWIV.
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EKMNAIAEYTIKO ZENAPIO I

A. XapakTnpIioTIKA
TiTAog: OepartreuTég /MaTpoi TNG MoAITIOTIKAG KANpovouidg

Aiya Adyia yia 10 oevdpilo: Ta padbnolakd oevdapia Tou ekmovibnkav e@apudélouv TO
€vvoloAoyIké TTAaiCIO yia TNV agloTroinon TNG TTOAITITIOTIKAG KANPOVOMIAS OTnV eKTTaidEUCOn PHECW
TNG OTPATNYIKAG TNG TTaixvidoTToinong. To TAdiolo autd ouvdéel Tn peBodoAoyia gamification pe
TO MOVTEAO TNG auTopPPUBMICOPEVNG MABNONG Kal TIG dUVATOTNTEG TWV KIVNTWYV CUCKEUWV WE
OTOXO VO TTApPEXEl VEEG dUVATOTNTEG YIa TNV €upuTeEPn Xprnon tTng peBodoAoyiag autAg oTnv
eKTTaiIdEUON YIa TNV avaTrTuén &€CI0TATWY UWNANG OKEWNG.

Ta exTTAIOEUTIKA OevApIa €Xouv OXeDIAOTEN yUpw atrod éva dIadIKTUAKS TTaixvidl poAwv yia
TNV TTONITIOTIKA KAnpovopid Tng EANGDaG, Tng loTTaviag kal TnG ITaAiag, e To OTToio ETTIBILKETAI
va €E0IKEIWOOUV Ol HaBNTEG PE TNV TTONITIOTIKY KANPOVOUIA TWV TPIWV XWPWY, VA KATAVONOoOUV
TNV €vvola Kal TIG OIAQOPETIKEG WOPPES TNG AAAG Kal TNV £vvola MIOG KOIVAG EUPWTTAIKAG
TIONITIOTIKAG KANPOVOMIAG Kal va TrpowBrioel 1o aiocBnua o1 avAkouv oTtnv Eupwtn. Qg
OTTWTEPOG OKOTTOC TiBeTaN N cuveldnToTroinon amd Toug padnTég TG agiag TnNg TTOANITICTIKAG
KANPoVoUIAG yia Tn diauopewaon Kal Tn diathpnon TG CUAANOYIKAG Kal OTOMIKAG TAUTOTNTOG.
TéNOG, Ta oevdpla €0TIACOUV OTAV AVATITUEN YVWOTIKWY, KOIVWVIKWY KAl TTApaySvTwy KIVATPWY
TNG QuTOoPPUBMIONG Twv EeKTTAIOLUOUEVWY  AAAG Kal ouvlUACTIKWY OEEIOTATWY  OTITIKOU,
WN@IaKoU Kal KPITIKOU YPOUMATIOMOU KAl OTNV KIVATOTToINON TNG OKEWNG TOU Jalnt.

TO MAIXNIAI «<SAVE THE WORLD»

To Traixvidl «Save the world» TTou oxedidoTnke O€ €va TEXVOAOYIKA UTTOGTNPICOMEVO
mepIBAAov (Moodle) kal atroTeAei pia TTepIRynon PvNUEiwV HE EPWTACEIG, TTPOKEIUEVOU Ol
MaBNTéG va kepdioOUV TTOVTOUG , €XEl WG OKOTTO OxI YOVO TnVv OTTOKTNON YVWOEWV A TNV
TTayiwon Twv aTTOKTNBEIoWY YVWOEWYV YIa £€va JvnuEio, TNV I0Topia Tou, TNV apXITEKTOVIKA Tou,
TN AEITOUPYIQ KAl TNV PETETTEITA XPAON TOU, AAAd Kai Th oxéon Tou WE TIG agieg Kal TIG TTapadooElg,
onAadf TNV AuAn KAnpovouid. ATTOOKOTTEI OTNV EVEPYO KOIVWVIKI TTpooTacia, dnAadrn oe uia
TTONITIOTIKI) CUMMETOXIKI QVATITUEN, N OTToia 0dnyei o€ pia UTTEUBUVN KOIVWVIKI) CUUTTEPIPOPA UE
oeBaoud aTa pvnueia, oTo TOTTIO KAl TO TTEPIBAAAOV.

Anpioupydg/oi: BaaiAikry MavaBoTtrouAou , Mewpyiog Tooung

HAikiokn opdda: 13-16

Zovdeon pe YVWOTIKO avTikeipevo: TIE, NAwooa, loTopia, MNewypagia, EupwTraikég ZTToudég

EkTipwpevog Xpovog: 2 SIDAKTIKEG WPES: ouvOUAO UGS oUyXpovng Kal acUyxpovng O10aoKaAiag
YTooTnPIKTIKO UAIKO Kai péoa: : OIadIKTUOKO TTaIxVidl, UTTOAOYIOTEG-KIVNTEG OUOKEUEG ME
ouvdeon oto diadiktuo, TTAaTEOpuUa TnAektraideuong (eClass), QUAANa epyaciag, WnEIokog

TTPOoBoAEAG, TTivakag

MpoaTTaITOUPUEVEG YVWOEIG TWV HOONTWYV YIa TV UAOTTOINON TOU CEVapiou
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v' Eoikeiwon Twv yabnTwyv Pe TNV ogadoouvepyaTikr YéEBodo
v' E&oIkeiwon Twv hMabnTwyv Pe TN xpron Twv epyalgiwv TN TTAaT@opuag eClass aAAd kai
ME TN XPron TwV TTPOYPANUATWY ETTECEPYOTIOG KEIWEVOU KAl EIKOVAG

B. Z1é)0I1

Ta eKTTAIBEUTIKA OEVAPIO OTOXEUOUV OTO VA AoX0AnBoUv ol yabntég pe 1o BEPa TNG TTONITIOTIKAG
KANPOVOUIAG e évav BIaoKeSAOTIKO TPOTTO PMECW TOU TTAIXVIOIOU. ZUYKEKPIMEVA, VA UTTOPECOUV
va KATavoAoouv Tnv évvola TNG TTOAITIOTIKAG KANPOVOUIGS KAl TNG agiag TG oTn Cwr Toug aAAd
KOl va €EEPEUVIOOUV TIG TTOMITIOTIKEG OMOIOTNTEG METALU Twv avBpwTiwv Tou Jouv O¢€
OIaOPETIKES XWPES TNG EupwTting, KABwG Kal Ta OTOIXEIa TNG KOIVIAG TTOAITIOTIKNG KANPOVOUIAS
Toug. ETmiong, va evioxuBei 10 qioBnua 6T avAkouv oTnv Eupwtn kal 10 aiocBnua Tng
OUMUETOXNG TOUG O€ auTAV WEow €€epelivnong TNG TTOAUPOP®NG TTONITIOTIKAG KANPOVOMIAS TNG
EupwTtng.

Ooov agopd o1a TTPOCOOKWHEVA HABNOIoKA aTToTEAEéOUATA, QVAPEVETAI O JaBnTEG va
avayvwpifouv TTapadeiyuaTa TTOMTIOTIKAG KANPOVOUIAS TOCO TNG JIKNG TOUG XWPEAS 000 Kal TwV
GAAWV U0 €UpWTTAIKWY XWPWV KAl VO KATAOVOOUV TNV TIOANITIOTIKI] KANPOVOUIA Kal TIG
OlaOPETIKEC HOpPEC TnG. ETmriong, avapéverar va eivar oe B€on va avamtuouv Oe€IOTNTEC
ouvepyaoiag gEow TnG eEAOKNONG OTnv odadikh €pyacdia Kal va avaoToxalovTal ammoTIHWVTag
TNV TTOPEIO TWV EVEPYEIWV TOUG PE BACN TTIBAVEG DUOKOAIEG TTOU AVTIMETWTTIOAV KAl TIG AUCEIG TIG
OTTOIEG ETTEAEEQV.

. BAparta/odnyieg

2Ta paBnoiakd oevdpia TTou eKTTovRBNKav ol JabnTég TTpooeyyifouv To BEua TNG TTONITIOTIKAG
KANPOVOUIAG HEOW Tou MOvTEAOU auToppuBuICduevng padnong (self-regulation learning) oto
mAaiolo Tng Maixvidotroinong (gamification) aAAG kai Tng xpriong Twv TIME. YAotolouvtal e
OUVOUOOPO aouypovng Kal ouyxpovng dI0A0KOAIOG CUP@WVA UE TO HOVTEAO TNG AVECTPAUMEVNG
14éNG (flipped classroom). H Bacikr pon kGBe oevapiou atroteAeital ammo Tévre @aoels. MNMpdkerral
yia TIG QAOCEIS TG aOpuNnong, TG dpaaTnpIdTNTAG, TNG ETTIKOIVWVIAG KAl OUVEPYAOiag, TnG
agloAdynong kal TNG oulfTNoNG- avaoTOXAOUOU. ZTOV TTUPAVA TwV QACEWY QUTWYV £@apuolovTal
KAl ol TPEIS QACEIG TOU KUKAIKOU HOVTéEAOU TnG autoppuBuidpevng pdbnong tou Zimmerman
(2000): n mpotrapackeuaoTikry (Forethought), n exteAeoTikry (performance) kai n @don ToUu
avacTtoxaouou (self-reflection).

ApaoTnpiétnTa 1

21Tn @aon Tng a@oépunong e@apudletal n  aouyxpovn didackaAia oto oTrim  (flipped
classroom/aveoTpaupévn TAEN). TNV apxnf, AOITTOvV, TNG €eKTTAIBEUTIKNG TrapéupBacng ol
EKTTAIOEUOUEVOI JE TO TIPOCWTTIKA TOUG aToIXEia TTPpOoBacong (To dvoua XproTtn Kai Tov KwoIKO)
KAvouv Tnv €i00d0 Toug 0TO NAEKTPOVIKGO udbnua tng TAaTeopuag Moodle. 2tnv apxikh ogAida,
agou OdlaBdoouv Tnv I10Topia TOou TraIXVIOIOU, €TTIAEyOUV TOV XOPOKTAPO TOU YIOTPOU TToU
QVTIOTOIXEI OTN XWPA TOUG, EI0EPYXOVTAl OTNV AVTIOTOIXN TTEPIOXN KAl PJEAETOUV TO APXEIO TNG
TTAPOUCIA0NG TWV £VTEKA OTOIXEIWV TNG TTOMITIOTIKAG KANPOVOUIAGS TNG XWEAG TOUG. 2Tr CUVEXEIQ,
emmavaAapBavouv Tn dlodikacia  ETTIOKETTTOMEVOI TIG GAAEG SUO TTEPIOXEG KAl ETTIAEYOVTAG TOV
QVTIOTOIXO XOPaKTAPaA yiatpou. H ¢don auTtr diapkei 15 AeTTTd.

ApaoTtnpidétnTa 2
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21N dedTepn pAan kal katda tn did {wong didackalia aTnv TAgn, dlIavEUETAl OTOUG HaABNTES PUANO
EPYACiag Y€ OUVTOUEG EPWTACEIG OXETIKEG JE TA MVNUEIA TNG XWPAG TOUG AAAG Kal Twv GAAwV
OUo Ywpwv, Pe Ta oTroia NpBav oe eTTaPn €xoviag MEAETOEl OTO OTIITI TO QApPXEio TNG
TTapouciacng oTnv Trponyouuevn @don. Me TIC amaviioeig Twv Jabntwyv avauéveralr va
avadeixOei 0 BABPOS €CoIKEIWONG TWV PABNTWY PE TNV TTOMITIOTIKA KANPOVOUIA TWV XWPWV TOUG
Kal TIG TTOIKIAEG Pop@ég TNG.  Me agopun TIC €PWTACEIC KAl TIG ATTAVTAOEIS TwV PadnTwv
akoAouBei oudntnon otnv ohopéAcia TG TédEng. O1 pabntég evBappuvovTal va SIOTUTTWVOUV
EPWTNOEIG, VA EKPPACOUV YVWHEG Kal ATTOYEIG £TO1 WOTE va avadelxOei To BEPa TNG TTONITIOTIKAG
ABNG. O ekTTaIdeuTIKOG ocuvTovifovTag Tn oulATnon TTpoTeivel To dIadIKTuakd TTaixvidl « SAVE
THE WORLD» w¢ évav suxdpioto TpOTIO va evioxXuBei o BABPOG €E0IKEIWONG TWV HaBNTWY UE
TNV TTOAIMIOTIKA KAnpovouid. H @don autr) diapkei 15 AeTTTd.

ApaoTtnpiotnta 3

TNV TPITN PAcon O eKTTAIOEUTIKOG XWPICEl TOUG PaBNTEG O€ TEOTEPIG OUADES TWV TTEVTE ATOUWY, Ol
oTToiEG ouVTIBevTal aTTd PEAN AVOUOIOYEVH WG TTPOG TIC YAWOOIKES Kal WNPIOKES TOUG OeLIOTNTEG.
KdBe opdda Ba emAégel éva PEAOG TNG WG ekTTPOoWTTO. OAeg o1 opddeg Ba petafouv oTov
ouvdeapo Tou TTaixVvidiou «SAVE THE WORLD». ©a Eekivijgouv To TTaixvidl ETTIAEyovVTaS TTpWTA
TOV XOPOKTAPQ TOU YIOTPOU TTOU AVTIOTOIXEI OTN XWEA TOUG. 2TOV XAPTN TNG XWPEOS TOUG TTOU
eppaviceTal  €MAEYOVTOG TIG OIAQOPEG QPIBUNUEVEG TTEPIOXEG KAl OTTAVIWVTAG 0pBd& OTIg
epwtnoeig, Ba utmopolv va avadiapdoouv TIG TTANPOPOPIES yia TO pvnueio, Ba AauBdvouv Ta
onpara emPBPAReUonS Kal Ba TTPOXWEOUV OTO €TTOPEVO €TTITTEdO. Av n ammAvTnonl Toug gival
AavBaopuévn, Ba utropouv va eravaAdBouv Tnv TpooTdbeid Tous. NIKATpIa Ba avaknpuxTei n
oudda Tou Ba atravioel opBd ot OAeG TIC €PWTNOEIGC OTOV TAXUTEPO XpPoOvo. Metd tnv
oAokApwon Tou TraiXvIOIoU atmd OAeG TIG OPABEG, Ol EKTTPOCWTIOI TOUG AVOKOIVWOVOUV T
atmroTeAéopaTa oTnV OAOPEAEIN KAl avaKNPUOOETAI N VIKATPIO OpAda.

Mpiv atrd TNV évapgn Tou TTaiXvIdIoU O EKTTAIDEUTIKOG EVNUEPWVEI TOUG HaBNTEG OTI YETA TNV
oAokKAfpwaor Tou Ta HEAN TWV OPAGdwvY Ba CUuCoKEPTOUV Kal Ba gulnTAoOUV TTPOKEIUEVOU Vv
TTOPOUCIACOUV TNV EPTTEIPIA TOUG ATTO TO TTAIXVIdI KAI TN oUVEPyaoia Toug. Na Tov oKoTrdé autd
KaAoUVTal va CUVTAEOUV £va OUVTOUO OXETIKO KEIPEVO OTO OTTOI0 Ba KATABECOUV TIG EVIUTTWOEIG
TOUG, TIG TTBavEG BUOKOAIEG TTou cuvavTnoav aAAG kal 8a oxoAidfouv Ta atmmoteAéopard Toug. To
Keipevo Oa TTapouciooTei oTnv oAopéAela ammd pEAOG TNG opddag TTou Ba opIoTeEl wg
TTapouciaoTAG. O1 opddeg TTou OAOKANPWVOUV TO TTaIXVidI TTPWTEG, KOAOUVTAI va apXi(ouv aueca
TN cUCKEWn.

TéNog, oI padnTéc kaAouvtal va emmavaAdpfouv Tn diadikacia Tou TTaIXvIOIOU ATOMIKA O
KaBévag OTO OTTITI TOU ETTMIAEYOVTAG TOUG XAPOKTAPES — YIOTPOUG EKTTPOCWTTOUS TWV AAAWY dUOo
XWPWV.

2TN OUVEXEID, Ol TTOPOUCIACTEG TTAPOUCIACOUV TO KEINEVA TWV OPAdWY OTnV OAOUEAEID
KOTOYPAPOVTAG OTOV TTiVOKA AEEEIG-EvvOIEG KAEIDIA, OI OTToiEG ONUATOdOTOUV TA KEIYEVA TOUG.
A@oU oAokAnpwbBoUv ol TTaPOUCIACEIG, DIEVEPYEITAI OnNUOooKATINON, Ol EPWTACEIG TNG OTTOIOG
MoipadovTal aTmd TOV EKTTAIOEUTIKO OToug paBnTég. O pabntég wneidouv Troiag opadag Ta
KEiueVa Kal n TTapouaciacn Bewpolv gixe TO KAAUTEPO ETTIKOIVWVIAKO OTTOTEAECUA KAl AITIOAOYOUV
TNV amdavrnon toug. Emonuaivetal otoug pabntég 6T n agioAdynon Twv opddwyv Ba eival
aveEdptnTn amd 1 Béon Tou KABe oupdda E€AaBe oTnv KATATOEN TWV OTTOTEAECUATWY TOU
Taixvidiou. H @aon auth diapkei 45 Aetrtd.

ApaoTtnpiétnta 4
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2Tnv T€10pTN @Aon, Authv TNG agloAdynong, TIPAyMATOTIOIEITAI GUlATNON OTNV OAOUEAEID TNG
TdENG KaTA TNV OTToI0 AVAKOIVWVOVTAI Kal oXOAIAZovTal Ta aTTOTEAEOUATA TNG dNUOOKATINONG.
O1 poBbntég, oxoAMdlouv oUvTOoua, TTPOPOPIKA i ypaTITd TIC TTAPOUCIACEIS. O eKTTAIOEUTIKOG
EKQEPEI KAl auTOG TNV BIKA TOU yVWwn oXoAidlovTag BeTIKA i eTTepBaivovTag dIopOwTIKA.

H @don aut oAokAnpwveTal ge TNV avabeon epyaciwy yia 1o oTTiTl. O1 yabnTtég yrropouyv va
eMAEEOUV TNV gpyacia TTou Ba avaAdfouv atopikKG atrd pia TToIKIAIa TTpoTEIVOPEVWY BepdTwy.
2UYKEKPIYEVA, EPTTVEOUEVOI ATTO TNV I0TOPIa Tou TTaixVvidiou «SAVE THE WORLD”, utropouv va
OUVTAgOUV éva OUVTONO PAVUMA yia Th dIAowaon TNG TTOMITIOTIKAG KANPOVOUIAS KAl ouvOUAlovTAg
TO ME OXETIKO OTITIKO UAIKG TTOoU Ba avrArjoouv amd 1o Traixvidl i kalr amd 10 O1adikTuo, VO
onuIoupyrioouv Jiav agioa, n otroia 6a avapTtnbei oTn oxXoAIK aiBouca Kal oTo I0TOAGYIO i} TV
I0T00€eAi®a Tou OXOAgiou Toug. EVOAAGKTIKG, PTTOPOUV va €TMAECOUV €va TOTTIKO pvnueio
TIONITIOTIKAG  KANPOVOUIAG TNG TIEPIOXAG TOUG, TIOU Bewpolv  XAPOKTNPIOTIKO  Kal
TIPOYHOTOTTOIWVTOG OXETIKN €mMTOTA A Kol OIadIKTUOKY €pguva, va ouvtdéouv éva dpbpo
agiEpwHéEVo o€ autd. Emmiong, putmopolv va emAEEoUV atmd Ta pvnueia Twv GAAwy dU0 Xwpwv
QuTé TTOU TOUG EVTUTTWOIAOE 1 TOUG AyyiEe TTEPIOOOTEPO KAl  EUTTVEOUEVOI aTTd AUTO va
ouvTdgouv €va Keipevo TToINTIKO 1) TTe0.

Ta keipeva TTpoopifovTal yia avaptnon oTo I0ToAdyIo TNG Tagns. O1 epyaaieg Twv padnTwv/-
TPIWV O&IOAOYOUVTaI TTEPIYPAPIKA ATTO TOV EKTTAIOEUTIKO HE QAVAAUTIKO OXOMAOUS péOoWw TNG
EVEPYOTTOINONG TOU gpyaAegiou ZxOAhia Tou word. ATTooTEAAOVTAl PEOW TNG TTAATOOPUAG
TNAEKTTAIdEUONG O€ KABE PaBnTA/-Tpia atopikd. H @don autr) diapkei 15 AeTTTd.

ApaoTtnpiétnta 5

2TnNv TEUTITN Kal TeAeuTaia @don, Tpayuartotroleital oulAtnon otnv oAopéAcia Tng TaENg ue
oTOXO TNV avaTpopodOTnon Kal Tov avacTtoxaoud. Me tn dnuioupyia katdAAnAou TTaidaywyikou
KAigatog evBappuUvovTal o JaBnTéEC va UTTAAKOUV KAl VO CUMPPETEXOUV EVEPYA OTNV OAOMEAEIQ
NG TagNG péca atmd diadikaoieg dIATUTTWONG EPWTNUATWY KAl aTTOYEWY, EKQPPAONG YVWHNG HE
ETMIYXEIPAMOTA YIO TNV BEPATIKN TNG TTONITIOTIKAG KANPOVOUIAG.

Mo Tov OKOTTO AuTd O EKTTAIBEUTIKOG BETEI CUYKEKPIYEVA BIEPEUVNTIKA EPWTAMATA OXETIKA HE
TNV a&ia TNG TTONITIOTIKNAG KANPOVOUIAG, TNV euTTelpia e60IKEIWoNG WE TO UAIKO TTOU dlaxelpioTnkav
Ol HaBNTEG Kal To TTaIxVidl, TIG QUOKOAIEG TTOU QVTIMETWTTIOAV.

OAokAnpwvovTtag Tn diadikacia auTh, ol nadnTég agloAoyolv Twv €autd TOug PéoA aTTo éva
quiz autoagloAdynong. EAéyxouv av katépbwaoav va avtatmokpiBolv atov poAo TTou avélaBav
WG YIaTpoi TTONITIOTIKAG KANPOVOMIAG, €geTAlouv KaTd TTO00 EVIOXUONKE n TTOAITIOTIKA TOUG
MVAUN, av BEATILONKE N OXEON TOUG WE TNV TTONITIOTIKI) KANPOVOUIG Kal av GAAGgav o1 atmoyelg
TTOU €ixav TTpIvV TNV €vapgn Tou PaBrnuaTog TTavw oTo Bépa autd. E10 TEAOG TG PAONG QUTAG
gival og Béon va aTTokTAoOoUV To Bpafeio Tou yiatpoU TNG TTOMITIOTIKAG KANPOVOWIAG TTOU TOUG
TTapéxeTal. H @aon auth diapkei 15 AetrTd.

A. Odnyieg yi1a Tov eKTTaISEUTIKO. MPOTACEIG/ETTEKTACINOTNTA

H d&idpkeia kdBe @Aong Twv oevapiwv ETMAEYETAI ATTO TOV eKTTAIOEUTIKG avaAoya HE TIG
duvaTtdTNTEG KAl TIG AVAYKEG TNG TAENG TOu.
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Q¢ evaAAaKTIKA 6pacTnEIOTNTA O eKTTAIBEUTIKOG Ba uTTopOoUCE va TrpoTeivel Ta €¢AG BEuara:
1) H TTOAmMIOTIK) KAnpovouid oto Tpayoudl, 2) H TToAmoTIK KAnpovouid otnv Ttroinon, 3) H
TIONITIOTIKN) KAnpovouid otn {wypa@ikr, 4) H ToAmOoTIKA kKAnpovouid otn @wTtoypagia, 5) H
TTONITIOTIKI) KANPOVOMIA GTov KIvnpaToypd@o. KaAei Toug pabntég va trepinynBouv oto d1adikTtuo
Kal va akoUoouv Tpayoudia, va Jdiapdoouv TroiIjuaTta Kal va douv TTivaKeS CwypPa@IKAG,
QPWTOYPAPIEG fj OKNVES OTTO TAIVIEG TTOU AVAPEPOVTAI OE OTOIXEIA TNG TTOANITIOTIKAG KANPOVOMIAS
TNG XWPAG Toug Kal TNG Eupwtng. ZTn ouvéxeia, va emAEEoUV éva Tpayoudl, Eva Troinua, évav
TivVaKa, Jia QwToypagia f Jia oknvh atmo Taivia Kal va Kavouv pia avapTtnon oto loToAdylo Tou
MaBnuartog otnv TAaT@Oppa TnAekTTaideuong. H avaptnon Ba @épel TiTAo, Ba cuvodeleTal aTmo
OUVTOMO KEINEVO TTApOUCiacng Kal aITIoAGynong TnG €TTIAOYAG ) TwV €TTIAOYWV Kal Ba KAEivel Pe
TapAdbeon Twv OUVOECHWY TTOU 00nNyouv OTIG E€TMIAOYEG Toug. H dpaoTnpidtnTa PTTopEl va
avaTtedei atopIkd r] oyadIKd.

Mapduoieg dpdoeig £xouv peydAn onuaacia kal agi¢ouv Tov KOTTO Kal TNV TTPOCTTabeia, Kabwg
N oucia Tou Yn@iakoU YPAaPPaTIoPoU &ev EyKEITal OTNV AVATITUEN BECIOTATWY ATTARG XProng Twv
OTTOIWV YNPIAKWY EPYOAEiwY Kal duvatoTiTwV OaAAG oTnv KOAAIEPYEIa DEEIOTHTwY OPBOAOYIKNAG
dlaxeipIong, KPITIKAG Kal dnuioupyikAg a&lotroinong Twv dUVOTOTATWY auTwv. [Na Tov OKOTTO autd
0 eKTTaIOEUTIKOG o@eiAel va PBpiokeTal otaBepd oe pOAo KaBodnynT Kal UTTOOTNPIKTA TwV
EKTTAIOEUOUEVWIV.

2T. TO YAIKO TOY ZENAPIOY

1. To apxeio TG TTapouciaong Twv Pvnueiwy (EVOEIKTIKA Jia oeAida):

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 epwToEIg TOU QUANOU epyaciag (EVOEIKTIKEG):
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I.  Zag ival yvwpiua Ta oToIXEIa TTOAITIOTIKAG KANPOVOUIAS TNG XWPEAS 0aG, TIG TTEPIYPAPES
TWV OTTOIWV PEAETAOATE;
A) OAa
B) MoAA&
") Mepika
A) Kavéva
II.  Zag eival yvwpipga Ta OTOIXEI TTOMITIOTIKAG KANPOVOUIAS Twv U0 AAAWV Xwpwv, TIG
TTEPIYPAPES TWV OTTOIWY HEAETACATE;
A) OAa
B) MoAA&
') Mepika
A) Kavéva
. Metd amd TN HEAETN TWV TTEPIYPAPWY TWV CTOIXEIWV TNG TTOMITIOTIKAG KANPOVOMIAG
Bewpeite OTI auTh atToTeAEiTal ATTO:
A) KrTipia, yvnueia, xeipotrointa avTikeiyeva, apxeia, evouuaacieg, épya Téxvng, BiBAia,
MNXAVAHATA, IOTOPIKEG TTOAEIG, APXAIOAOYIKOI XWPEO! K. ATT. — UAIKF) KAnpOvOuI&
B) MpakTIKEG, avaTTapaaTACEIG, EKPPATEIG, YVWOEIG, OeEIOTNTES, AVTIKEIMEVA KAl TTOMITIOTIKOI
XWPOI TTOU 01 AVBPWTTOI TIHOUV, OTTWG Ta QEOTIRAA. EKTOG at1d TN YAWO O KAl TIG TIPOQPOPIKES

TTapaddOoEIG, TEXVEG TOU BEQUATOG KAl TTAPABOCIOKEG TEXVEG K.ATT. — AUAN KAnpovouid

IN) Totia Kal Yewypa@IKEG TTEPIOXEG OTTOU N QUOT QEPEI OTOIXEID VIO TIG TTONITIOTIKEG
TIPOKTIKEG KAl TIG TTAPAdOOEIG

A) TMoépol Tou dnuioupyABNKav O Wn@lok pop®r (Yo TTapddelyhua wnelokhy TéXvn Kal
Kivoupeva oOx€dia) 1 Tou  €xouv  yn@iotroinBei  pe  otdéxo TR dATAPNON  TOUG

(oupTtrepINapBavoUEVWV KEIPEVWY, EIKOVWY, BIVIEO KAI NXOYPAPHOEWY) — WnNPIakr) KAnpovouid

E) OAa Ta TTapatavw
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