N EMIZTHMQN ESMEPIN

ATAZ K.TAPIOY
EIHTHTPIA

2TAOOTTANNH MAPIA-BIOAOIOz
AAE APTOAIAAZ

EMNIMOPOQTIKH 2YNANTHZH

Napaokeun 19 AnptAiov 2024

etaoxnuatifovrac to uadnua tn¢ BioAoyiac
UKELO LUE KALVOTOUEC MTPAKTIKEC BAOLOUEVEC
ST(R)E(A)M
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EVERYTHING

starts with EDUCATION




~“ ’ UNITED NATIONS

@, TRANSFORMING Transforming Education Summit

\ 7 E 3 3 3 |ArT2|(? 2’: United Nations, New York, 16, 17 & 19 September 2022
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https://www.un.org/sustainabledevelopment/news/communications-material/

CLEAN WATER
AND SANITATION
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TARGET 4-]

EDUCATION FOR
SUSTAINABLE
DEVELOPMENT AND
GLOBAL CITIZENSHIP

‘Ewg 1o 2030, OlaocpaAion Ot OA
eknadevopevoL Bal QmoKTNOoUV TN YV
kKot 8o kaAAlepynoouv TIG OeELOTNTEC
Xpelalovral ywo vo mpoayouv tn PBuwot
avarttuén, UHEow, petafl  aMwv, T
eknaidbevong ywa tn Bwwoun avamtuén K
Tov Buwowo tpomo {wng Ta avopwrLy
Swawwpata, TV wotnta Twv GUAWY, T
npoaywyng tTng KouAtoupag TNG ELPNVNG K
¢ un-Blag, ¢ TaAuTOTNTAC T
MAyKOOMLIOU TOAITN, KaOwE Kal UEOW
avayvwpLong g TOALTLOTL
nowopopdiac kot TG OCUUPOANG
MOALTLIOHOU ot Blwotlun avartuén.



PARTNERSHIPS Strengthen the means of
17 rorniesons implementation N

revitalize the global
partnership for

sustainable development

Partnerships at the global, regional, national, and local levels
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THE LEARNING PYRAMID

KNOWLEDGE RETENTION RATES

Passive
Teaching
Methods

Participatory
Teaching
Method













MAOH2IAKA ANTIKEIMENA

KTLKA avadoya BloAoyiog-kataokevec-modeling
aywyn tn¢ rawyvidbomnoinonc (gamification) otn dtdaokaAia
ntuén otpatnykwyv okePnc Baolopevwy otn GBL (game-based lea

Hatika oevapla Baclopeva otn GBL
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amoteAoUvVTOL Ao
C HoKpLwv Sevdpltwv
VEUPAEOVWYV, OL OTIOLEC
TouvTal LE ™I
Ll oUVOETIKOU LoToU.
PLKEC amoduadec Tou
ouv T veupa
AovTtal amno
Aolaka KUTTOpO KOl
AEUKN, YuaAloTEPN

OLOAKTIKA avAAO

va




O KUTTOPLKO OCWHOTO TWV
EUPWVWY, TWV oOTmoiwv ol
amodpuadec ouykpotolv Ta
veupa, Pplokovtal eite o¢
ntepLoxec tou KN2 (eykedpaiog
KOlL VWTLOLOG MUEAOC) elte ot
yayyAla, Tta ormola eivol
Bpoiopata CWUATWV
EUPLKWY KUTTAPWV EKTOC TOU
2.

OLOOKTIKA avaAoya
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OLOAKTIKA avaAoya

OUEC METOPBOAEC OTO
™G MepBpavng
gvepyeiac)

AoUv 1O €pedlopa yla
OLYEC OAAOYEC o€
DVIKEG TIEPLOXEC TNG
pavne. Me auto Ttov
0 TO OLVAPLKO
Yeiag petadidetal
HNKOG Tou veupafova
AMOTEAEL TN VEUPLKN

antro.edu.gr/v/item/ds/8521/6662



https://photodentro.edu.gr/v/item/ds/8521/6662

AMERRA




OLOOKTLKOL AvAAOYO-oUVOEDN

Oxford

NANOPORE

Technologies




dLdaktka avaioya
NA&n Tou aiparog o

Y& €va MIKPO TPAUMATIONO TO aipa
ouvroua mAdel Kat n ayoppayia ora-
pard. H mén tou aiparog eival oAU
onuavtikr dadikaoia ddtL eumnodilel
™ MEYOAN anwAela aiparog, v &
OBOAN TWV MIKPOOPYAVIOHWV Kal gival
TO MPWTO BrUA YLA TNV EMOUAWOT) €VOG
TPAUNATOG.

H kataotpo@r| evdg 1otoU akoAou-
Beitat and pa oelpd avtidpdoewy, OTo
TENOG NG oToiag To IVWd0yovo LETa-
Tp€netal pe ) BorBeia Tng Bpoupivng
(évCupo) 0’ éva pun JSLaAUTO MPWTEIVIKO
TAEYHQ, TO IVWSEG. TO VWSEG dnHLoUp-
yel éva pikpookorikd diktuo, Tou onoi-
ou ol iveg eykAwB(Couv Ta epubpd aipo-
opaipla. ‘Etol oxnuariferal évag 6pop-
Bog, mou oTapatd T Por) Tou ailaTog,.
Ma to oxnuatiopd g Bpoupivng eival
arnapaimnTot MoANo{ mapayovTteg Onwg
10 aoBéotio, 1 Prrapivn K kat ta aipo-
netdhia. H dadikaoia mmEng Tou aipa-
TOG eival pa ouvBet) mopeia, kard v
oroia o €vag mapdyovtag evepyorioLe
TOV AAAOV (€1K.3.20).




OLOAKTIKA avaAoyal

v ebadoug, mou eival
o Opemtika  otowela,
oL Ao TLC pLleg Twv dutwy

Dopel 0TO €0WTEPLKO TOUC.
To vepO ota PUAa
VETOL Pe TN Sdamvon armno ta
TOUG, MHEOW TWV OToilwv
mong n oavtaAlayn Twv
e TWV GUTWV KOL TNG
pag (eloobog Slogeldiov Tou
oL amofoAn ofuyovou koatd
uvBeon, avtiotpoda Katd
avon). H Sdianvon,
OG TNV «Klvntrpla Suvaun»

Todopad TWV BOpEMTIKWV
0 EOWTEPLKO TWV GUTIKWV

ouvOEETAL avamoomaoTa

XNULKOUG KUKAOUG TWwV
ELOEPYOVTIOL  OTIC
aAuoibeg TWwV
€ TWUAN w0060V T




OLOOKTLKA avaAoya

Enzyme
. 'DBIRCD 10|

\

Allosteric
. Site
ol Ac S0UE [l KOTAOKEUN

Actlve Site
N

Substrate
Non *CO petitve




AEC TIELPALLATIKEC OLATAEELC

Mota pLaAn mepexel COz;

-datvopevo Beppoknmiov
-KUKAO TOoU avOpoaka




AélleL va aaoyoAnJouuE UE TNV
rtayvidonolnuevn uadnon;

eEaptdral arno 1o £(d0og, TNV €vtaon Kat
™ ouxvotnTa Tou epebioparoq. Epebi-
opata oAU €vtova 1) enavaAaupavo-
ueva, urepBoAikd euxdpiota ) ducd-
PEO0TA anoOnkeUovTAl EUKOAJTEPQ OTN
HakpompdBeoun pviun. Mepikeég amd
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Gamification ), Game Based Learning

IHowég ou 61(1;20& £g avaueoa ota Gamification

& Game Learning otnv Exntaibevon;
npbeBeon 1 Xpfon
[ VAT Lf).
muctGobom R h—
EXTLBEUTIKI
Sudixnoin BiAA
cpupyoyi . o1 grdxet
e o
VS, i napExeuy
Benixi evioxuon @3 KiviTtpe oTous
'I ﬂllﬂ
L
KiIVEL Xpiion A TooKepan
:ms
VUi v F" special teaching padmeés
nposcyyioe: ng ; ouvepyaiovom
npokAROELS YL I IS
LD .”*“.
g.m“lml E E :
utoo padnong oxEYn & UV
npoBAnpTWY
1 OVIEpOWoddmon n avape@edotnen
giv efmpeTnis civm eZmpeTuaig
onuneing onunoing




GAMIFICATION
(tawvidornoinon n mawyviorotnon)

OlL N XPNon KNXoVIoUwV TtoixVioLoU o€ pn malyvViwdELG KATAOTAOEL

OPOC XPNOLUOTIOLELTOL KUPLWC yia va TtepLlypaeL TNV edpapuoyn

LYELWV Kall pnXavIopwV rtaxvidlou oe meptBaAAlovta pn matxvioLo
NTWTEPO OTOXO TNV evioxuon tn¢ dtadikaoiag kot tn BeAtiwon TN
iplac Twv epmAekopevwy pepwv (Deterding et al. 2011)



Game Based Learning (GBL)

eAel eva eldoc matyvidLou, to omotlo £xeL kaBoplopeva padn
QMOTEAEOHATAL.

0C: VOl UITopEL va ehaPpOCEL AUTO TTOU EUOOE OE TIPOYLLAT
KOTOLOTOOELC.



uabnonc ota Iowyviota copemva pe tov Pren

wimeoo 1: pabaivovtog 1o «mtmo» (M exuddnon mme va KAVEL KATL)
eMimeoo 2: pobaivoviag o «tw (M exuadnomn tov Kavovmv)
EMIMED0 3: pobaivovtog To «ylati» (1 oTPaTNYIKN TOV TOLYVIOI0V)
wimeoo 4: pobaivovtog To «mTov»

KOGLOC TOV T V1O100 Kol 01 0EIEC TOV OVTITPOGMTEVEL) KO

medo 5: Myn amopdcemv Ue BAGT TO AToTEAEGLO Kol TNV NOKN.



okevtpikn Madnon (Student -Centered Lea

veotpappevn Taén (Flipped learning)

Metkt MaBnon (Blended Learning)
Apaotnplokeviplkn Mabnon (Task-based Learning)
MaBnon pe Baon to €pyo (Project-Based Learning)
MaBnon pe Baon to oevaplo (Scenario-Based Learning)
MaBnon pe Baon tnv enilvuon npoPAnuatoc (Problem-Based Learning)
MaBnon pe Baon tn peAetn nepiumtwonc(Case Based Learning)
aBnon pe Baon to SiAnpua Dilemma based learning
ladopormnotnpuevn Mabnon (Differentiated Learning)
16non pe Baon to mayvidl (Game-Based Learning)
tbomoinon Gamification




a based learning + Gamific



d .
lemma based learni



https://dibl.eu

clideo.com

YHIOTITAIZMOZ2: AE2MNOINA XATZHTEQPTIOY


https://dibl.eu/




AlAnuuata

Ko Kat Juveldbnolaka SiAnuuata

yotexvia (ta diAnuuata cuxva armoteAoUV TNV KEVTIPLKN
KpPOUON TWV TPWTAYWVIOTWV)

opia
Aoylo
atnv ertotnun (m.x. Ektpwon, evdavaoia)



To diAnuuo tou TpEVOU

Na apnost to TpEVo va Kvn
KalL VOl OKOTWOEL 5 avipwnou

I 4

n
va Juolaoest okomntipa to 1 atouo

givat 6eugvo otnv aAdn paya;

To KAQOIKO QLTO TIEIPAPA, YVWOTO €iTE WG TO Ornoto¢ aAAalet tn @uoikn étad
«SIANUHA TOL TPOAEN, EITE WC TO «SIANUUA ToL

TPEVOLY, AvaTTOXBNKE amd TN PPETaVISa Tou tpevou, va evduvetal Y

(DI)\C')O'O(DO DIAITTITA PoLT TO 1967. Me ALTO TO aa'vato aurod TOoU aTO'MOU.
SINAUUA-TTPORANUA, ATTOKAAVTITOVTA

ONUAVTIKA YVWEICUATA TNG NBIKNG JAC OKEWYNG
KAl PAVEPWVETAI N avBpwTIivn Siaicbnon

https://youtu.be/Fa i5xghhtQ?fe



https://youtu.be/Fa_i5xqhhtQ?feature=shared




7° NMaveAAnvio Zu
IAPYMA EYTENIAO
AOHNA 15 - 17 AEKE

yvidomnolnuevn uadnon mouv Baoiletal ato OiAn
kol Tnv rAateopua DiBL.
Epapuoyn oto uadnua tn¢ BioAoyiac.
apia >TAGOINANNH , Mapiva AANTZOYNH , Kwvotavtivoc BENETH2

vva [ATTAAOTOYAOY, MNapGevorn MNMAPXAPIAOY, Evaviia KOYBAP
Anuntonc KEAEQIQTHZ

RSl Frasmus+



&G

Gamified Introduction to Gamification

Epyo Erasmus+ KA210 - 2uurnipaén Mikpnc KAlpuakoc Ue TitA
amificated Introduction to Gamification (2021- 2-£.01-ka210-scH-0000

ETAIPOI

eplpepeLakn Ateuduvon l/Suwac kot A/Suiac Exknaidevonc lNeAomovvrioou
VLOTI)C TOU TTPOYPALUATOC)

Uvelc ouvepyatec Europass Teacher Academy (https://www.teacheracad
us Games Interactive (https://www.seriousgames.net/en/)

UVoelc AsutepoBatbutac Eknaidbevanc MNeAomovvnoou

¢ povaodec lNMpwrtoBaduiac kat AeutepoBalduiac Eknaidevonc Il




B’ AYKEIOY-22 pafntéc 1 A.Q

ANOPQIMO2 KAI MEPIBAAAON
BIOTEQXHMIKOI KYKAOI - O kUkAog tou N
MapepuBaon tov avBpwrmou otov KUKAO Tou N

AAnppa: apewplonopd n aypavanouon

pEpBaon Tov avOpwITOv 0TOV KUK
OV a{WTOV

https://app.dibl.it/c/nnzbmlqgzizblvsfotigg



https://app.dibl.it/c/nnzbmlqzizblvsfotiqq

KYKAO2

BioAoyixf WM‘_
EAc(8epa Baxkriipia ZupBiwTikG BakTripia




Keverbesn | Hagg Hates Hisa
apine | beard | pizza | Tome mﬁfe":ré'&
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a horse gmssicl | “dance | petdog
Pla W bomn in Has an Does
football | '™ | FREE ;'1-5“; yoga
SPACE
wa_r,hgm Has curly Has written | Cams Has made a
inJune | pair | 5 ﬂﬁ -y
Has beento Hasa Isan only |Levestoplay | Ridesa
3+ comtinents pet cat child ¥ videe ames | motorcycle

Mawyvidbonoinon

AND

BOTH CAN LEAD TO HIGH LEVELS OF LEARNER

ENGAGEMENT AND

— KARL KAPP
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IXNIAOMNOIHMENH MAGH2H(GAMIFICATIC

https://app.dibl.it/c/nnzbmlgzizblvsfotigg



https://app.dibl.it/c/nnzbmlqzizblvsfotiqq

[TAPATHPHXEIZ (1)

, , , Epappoyn ot pdadnon mov
ALOOKTIKO YEYOVOC /GTAO10 T .
Baoiletor oto diAnupoa
BIPOXOXH [TAaicwo / avédinym porov.
(2)EKIIAIAEYTIKOI TPOETOIMASIA AS0KTUICEG EVOTITEG /
XTOXOI nadnoclakoi oToOYOL.
(3) ANAKAHZH ApyKO didnpipa.
™o
ov Gagne | (WIAPOYZIARH 1 prpaiayTIKH
RATROY APASTHPIOTHTA Mayviddeg
(5) YIIOXTHPIZH [ (e86 spapuoloviar | opadocvvepyatiicés Teyvikég
(6) APAZH pio 1 TEPIGGOTEPES TPOGEYYIONG TOV
ATAAKTIKEX LN clOKOV GTOY®V
(7) ANAAPAZH TEXNIKEY)
(8) AZIOAOI'HZH Evnuepopévn aviipetomion
OAOKAHPQSH Tov SMIUHEERS
(9) ENIZXYSH Avtoa&loloynon /

AvoGTOY0GHOG




[TAPATHPHZEIZ (2)

vatotnta oénutoupyiac oxebiwv  puadnuatog
kKAadwaoelc mou katevduvovtal amod TIC EMAOYEC T
UNTwv we TUnua.

VaToTNTA TOPOUCLAONC KAl TEXVIKWV SIANUUATWV



EKTOCILOTNTO OLO0KTIKTC TPOKTL

PPLVTIKT] OVOTPOPOOOTNON OO TOVC LoONTEC.
TUYNG TPOGEYYLOT TOIKIALOC LoONGLUK®OV GTOYMV.
LAONG™M LECH OANUUATOC UTOPEL VO EQOAPLOGTEL GE TOAAOVG TOUE
oAoyiag.

dibl etvon éva kadd epyaleio yio TpofAnuaticud Kol eufabvve

Baomn ot dradiktvakd Aoyiouikd dibl oe OAovg Tove exmond



[TAIXNIAOTMOIHMENH MAGH2H(GAMIFICATION)
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Anxdha avnypogris

QRAL Y,

ArgAa avnypogis

Aouveyrig ouvicon DNA / ZTuveyris oUvBeon DNA

Eéva 2.3a Onhia nou Snpnoupyeitar o€ pa Béon évaptns tns avaypagns. H avaypa@n eivar apgidpopn pe npooavatohopd 53",

3.
DNA noupepaon Iuvexig g;‘;s“m
O1 ehixdoeg EeTuliyouv yow - L
™ SmAq ko s = -
Lt g n 5 1,848
AixGAa ovrypagns
1
S e 1pWTOPXIKG TRAPG RNA
NPPoowpa N Aouvexng ouveeon
Tou DNA
L
> DNA
¥ nolupepdon >
Mrrpacd DNA /s ¥ Exova 2.38 Eviupa nou oup-
b & HEUEXOUV OTNV avUypagh tou
I DNA. Zto tpfpa DNA nou na-
poucidletal, n ouvBeon ns
\ was aluoibas givar ouvexns
DNA Scopéon EV@ NS GAANS QOUVEXNS,

A S0UME pLOL KOTALOKEUN



JAONOIHMENH MAGHZH(GAMIFI

NIXIAZMO2 S AMOIBAIA METATOMNIZH

y. Oplopéveg popég, efattiag tng ocuvayng, eivat
Suvaro ot Hn obehpég xpwpat'iéeg Ry OpéAOY(DV Teho ETATOMION €lval amotérlecua Bpad EVOC TUNLATOC TOL YPOUOCDUOTO
WM&W’ wou é’XWV ywver md opatég, V.G Ko c%nnoivéxam év?ncsﬁg TOV g évuudlkg us?);ékoio l—;(gﬁ)pécfmua.xp R
«unepdeutouyv= perafu toug. Erot dnpioupyou-
VIAl Ta XAPAKTNPIOTIKA KAl 0pard and 1o onTiko
HIKPOOKOMO X1doparda, ota onoia ot xpwyatideg
KOBovral Kai EmavacuykKoAAWVTal, a@oU Opwg
gxouv avraAAagel petafl toug opdAoya Xpwpo-
CWHIKA TPnpata. To aivopevo autd, Tou ovopd-
leral emxiaopég, Sivel tn Suvardtnta ora opo-
Aoya xpwpoowpara va avraAAagouv petal Toug
yovidia. Auto e€aoalilel yeveTkn moKIAGTNTa

AG SOUME MLOL KATOLOKEUR



QUOLAOTL.

O 1pdnos Pe Tov 0Noio KANPOVOUOUVTAl 01 XAPAKTAPES TOUS
onoious peretnoe o Mendel gival anotéAeopa twv yeyovotwv
nou oupBaivouv otn peiwaon. Katd tnv napaywyn twv yauetmy
Oraxwpidovtal ta dU0 OPOAOYQ XPWHOCWHATA KAl OUVENWS KAl
ta SUo aAMnAdpop@a yovidia (Eikoéva 5.4). Ze éva Qutd yovo-
wnou Wy, yia napddeyua, oxnpatifovtal dUo €10V YOUETES,
Y ka1 g, og fon avaAoyia. O1 andyovor npokUNtouv and tov
wxaio ouvduaopuo Twv yapetwy. H katavopn twv aMnAduop-
PWV OTOUS YOHETES KA1 O TUXaios ouvOUaopos ToUs anoteAei
1oV Nnpwto vopo tou Mendel n vopo tou Haxwpiopol twv
aAAnAdpoppwv yovidiwv.

JAOMOIHMENH MAGHZH(GAMIFIC

HOP@O W YOVILOMOINCET EVA YAUEN MOU MEPIEXET EMONS TO
alMnAdpop@o W. Eva yu outd npokuntel, Otav Evas P yapemns
yovIpOno1Noe! évav i yapen, kar eva Wy atopo npokUuntel and
ouvbuaopd evés W e évav g yapétn. Eneidbn o1 6Uo and tous
téooep1s duvatous cuvduaopoUs YaUELY Napdyouv éva e1epo-
Cuyo aropo, ev o1 undloinol cuvduacpoi divouv éva opdluyo
EMKPATES KA1 Eva opOlUYO UNOAEINOUEVO, N YOVOTUMIKN ava-
Moyia ané pa dactavpwon povouBeidiopou dUo atdpwy s
F, eivar 1WW : 2Wy : 1yy. H avtictoixn gaivotunikn avaioyia
gival 3 ynAd npos 1 kovtd @uto, dnhadn 3:1. Autés o1 avaro-
yies unohoyifovtal eUkoAa pe th dnpioupyia ToU TETPAywvVou
tou Punnett (Eikéva 5.5). O1 Sractaupioels autou tou tinou,
ONou peAeTdtal 0 TPONos KANPovounons evos xapaktpa, ovo-
palovial Saotaupaaers povoiilBpidiopou.

A¢ S0UME IOl KOTALOKEUN




H2XH BAZI2MENH 2TO MAIXNIAI

TPOTNYLKOC OXESLAOUOC KATA TNV EMiAuon tpoBAnpATWY
KAAALEPYELOL TNC KPLTLKNC OKEWPNC

LLNXOLVLKN-OXEOLAOTLKN KOl UTTOAOYLOTLKN OKEWN
ONULOUPYLKOTNTA KOl KOlLVOTOMLOL

g€LOTNTEC  KOUPLKAC onuacloc  yw TNV  EMAUO

oPBANMATWY 0€ OAEC TIC OTIKEC ETlOTAMEC.



Ekmaldevtika emutpanelLla roxviola

«EPEYNOYME THN KAIMATIKH AAAATH MEZA
AMNO TO EMITPAMEZIO MAIXNIAI “Keep cool”»

/\\ R =

HOVLKO UTtoBaBpo

OPEC OUUMOXIEC TWV XWPWV TIOU XPNOLHUOTIOLE(TOL OTO
ool eilvar Poolopevec o opddec OHOEWOWV
WV TTOU €XOuV TPoKUPEL pEca amo TIG SLAOKEYPELG
wvovTtal amo T ZupuPaocn MAaiolo Twv HVWHEVWY
KAtpatiky AAayni (UNFCCC).

To entparmedlo moyvidl “keep cool”



Ekmaildevtika PndLaka royviola

* https://phylo.cs.mcgill.ca/play.php

=) - W bR , NS
a }*«‘% . - »ABOUT. VIDEO PUBLI'CATIONS'CI.'!EDITS SPONSORS' CONTACT OPEN-PHYLOB’

helping genetic research one puzzle at a time



https://phylo.cs.mcgill.ca/play.php
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Ekmatdsutika moyvidia Baotopeva otn STE
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Ekmawdevtika mawxvidia Baowopeva otn STEAM & otn
oLaBepatikotnta- dwuartio anodpaocnc (escape room)




XQPOI (#2)
i unesco

TO TRANSFORM EDUCATION
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WE MUST RE-IMAGINE LEARNING SPACES
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