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Mepidnyn

Ewayoyn: Olot ov pobntég etvar tkavoi va pdbouvv kat va Bidcovy StapopeTikods
TPOTOVG  HAONoNG, TPAyHo 7OV  onuaivel OTL Ol  EKMOIOELTIKOL TPEMEL  val
SLLPOPOTOGOLV TNV SOACKAAIN TOLG Y10 VO SULOVPYNGOLV EEXMPIOTEC LOONOLOKES
eumepieg yo kdbe pabnt oveEdptnTo omd TIG WONTEPOTNTES, TIC OLOTOPUYES KO TIG
avampieg tovg. Me v avénomn g ypnong g texvoroyiag otig aifovoeg
0o KAAING, O1 EKTALOEVTIKOT TTPEMEL VoL EEETALOVY OAES TIC SUVATOTITES KOl TO, OPEAN
OV LITOPOVV VO TOKTNO0VV LE TN ¥POT| SLUPOPETIK®Y TOPWV KATA TN O1dpPKELD TNG

dacKaAing Tovg otV TALN.

Ykomog: Xkomdc avtg ¢ A.E. givar va evtomicBodv ctoryeio mov Bo 0dnyncovy oe
Oetcd amoteléoparta, €0wd yoo padntég Ewwmg Exmaidevong, 6cov apopd ot
OAANAETIOPACEIS, KOWMVIKEG OYECES OTO OYoAielo, avénom Kavomoinong Kot
Kivntpov, avénon o0eloTToOV, KAVOTATOV KOl YVAOONG, TPOCMIIKNAG OVATTLENG,
TOLYVISOTOLOVTAG TO HaOnua pe v xpnon g epappoyng Kahoot.

Mé00dog: Ilpokeyévov vo €EETOOTEL 1| OMOTEAEGUOTIKOTNTO TOV GULGTNHHOTOC
aVOPOPIKA LE TNV evepyomoinon tov HobnTdv katd T ponclokn oudwacia,
TPOYLOTOTOUWCOUE  MNUOOUNUEVEG  GLVEVTEDEES He  TOLG  poONnTée Yoo va
dwmotwcovpe  tov Pobud otov omoio 1o Kahoot ovvéBare ommv koAvTEPN
ocvppeToyn kot ™ Pertiopévn pabnooxn spnepio avtov. Emiong, diepevvndnkav ot
ATOYELS TOV HoONTOV GYXETIKA pe TNV emppon tov Kahoot otnv duvapikn g taéne,
T KivnTpa Ko ™ podncilokn dtadkascia.

Amoteléopara: ['evikd to amoteléopata amokaAdmTovy 0TL 1 avartuén tov Kahoot
eumhovtilel v mowdnTa TG HABNong TV pHabnTodv oty AN, LE OPKETN EMPPON|
ot dvvoplkn g tééng, ™ Séopevon, Ta kivntpo Kot £0koOTEPO TN PEATIOUEVT
padnolokn epmepia. Emiong, avadeikvdetan 6Tt | mayvidonoinon otnyv tédén dvvato
Vo EAOYLOTOTOCEL GE PEYAAO PBaBUd TIG PN AMOOEKTEG CUUTEPLPOPES OO TN L0l KO
vo BEATIOCEL TV TOWOTNTA TNG OWOOCKOAING Kot TNG KAONONG CLYKPLTIKA LE TIG
cupupatikég aibovoeg d1dacKaAlag amd TNV GAAY.

EminpocHeta n exnaidevon oy taén e€ediocoetan. Ot pabntég Pirdvovv gvkaipieg
nyeciog xotd TN Oldpkel TG €KTOUdELONG TOLG,  HoBaivovy TV TEYVN NG

0K00OUNoNG oYécewv &vtdg opddwv, kabopilovv TovTOTNTEG, EmMTLYYXAVOLV TO
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KaBnKovtd Tovg amotelespatikd Kot pobaivovv va evtomilovv kot vo gpeaviCovv
OOTEAECLOTIKEG ETKOIVOVIOKES KO SLOUTTPOCMOTIKES 0eE10TNTEC.

Yvumepaocpota: H exmaidosvon onuepa eEehicoetan pe taydtepo pubud oe oyéon pe
10 7wapeov. To oOVOAO TOV EUTAEKOUEVOV OTNV  EKTOLOEVTIKY  OLOOIKAGIO
ovveldntonotel, 6Tt T0 oNUEPIVO TPOYPOLUO CTOVOMV TTPEMEL Vo eEeAybel doTe val
TPOETOUAGEL OVAAOYO TOVG avplovovg moAiteg. Ot pantéc mpémel va avartuEouvv
véeg delotnteg Yo va avtameEéABovy otor peAAovTiKA TpofAnpata, vo. pdbovv vo
ouvepyalovtal OMOTEAEGUOTIKA KOl VO €KQPAcOVV 10éec pe véoug tpdémove. H
TOPOVCH EPELVA ATOKAAVTTEL OTL Ol pobnTég €ivon yevikd Betucol O6cov agopd
xpnon tov Kahoot kot Tpotyodv pabnuata mov ¥pneiomotody availoyn texvoroyio
oe avtifeon pe tov kabepopévo tpdémo Swdackoriag. H moryvidomoinomn twv
ponudatov eumiovtilel v exkmaidevor, kePOILel SUVOLIKT O KOVOTOMIN, TUPOKIVEL
Kol TPOGEAKVEL TOVG pobntég otn dadkacio pddnong. Yrmdpyovv oyvpés Oetikég

evoeifelg g oyéong avénuévou kvitpov o€ gumhok e to Kahoot!

To ev Myo ekmoudevtikd epyareio eivar oxedlacpévo yio tov pabntm mov kpvfovv
OAOL péca TOVG - gite LAONTEG AMEATIGUEVOL Y1l L0 TTO EAKVOTIKY| EUmelpior pabnong
(Mybtepo aviapn) - €ite EKTOLOEVTIKOL TTOL OYOVIOVV Y10 KOADTEPOVS TPOTOVS VOl

KOTOKTNGOLV TIG KOPAESG KOl TO LVAAG TV padntdv oTig aifovoeg S1dacKaAlang.

Aégerg - KAedra: Kahoot! mayyvidomoinen, gopnti padnon, Ewdwn Ayoyi,
padnon, kivnrpa, nyecio padntov
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Abstract

Introduction: All students are capable of learning and experiencing different ways of
learning, which means that teachers need to differentiate their teaching to create
special learning experiences for each student regardless of their uniquenesses,
psychological disorders and disabilities. As the use of technology in the classroom
increases, teachers should consider all the opportunities and benefits that can be

gained by using different resources during their classroom instruction.

Purpose-Aim: This paper aims to identify elements that will lead to positive results,
especially for Special Education students, with regard to interactions, social
relationships at school, focusing on increasing satisfaction, motivation, skills, abilities
and knowledge, personal development, by gamifying lectures with Kahoot.

Method: In order to examine the effectiveness of the system, regarding student
activation during the learning process, we conducted semi-structured interviews with
students to determine the extent to which Kahoot contributed to their better
participation and improved learning experience. Students' views on Kahoot's

influence on classroom dynamics, motivation, and learning were also explored.

Results: Overall the results reveal that the development of Kahoot enriches the
quality of student learning in the classroom, with a significant influence on classroom
dynamics, commitment, motivation and improved learning experience. It also turns
out that adopting gamification in K-12 classrooms can greatly minimize unacceptable
behaviors and improve the quality of teaching and learning compared to conventional
classrooms. Education is evolving. Students experience leadership opportunities
during their education, learn the art of team building, identify their identities,
accomplish their tasks effectively, and learn to identify and display effective

communication and interpersonal skills.

Conclusions: Education today is evolving at a faster rate than ever before. All those
involved in the education process realize that today's curriculum must meliorate,
preparing tomorrow's citizens accordingly. Students need to develop new skills to
cope with future problems, learn to cooperate effectively and express ideas in new

ways.
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OPeLs padntwy yla Fewpies padnong kat SLSaKTKd oevapLa, epapuoyr tou gamification-rayvibonoinons uéow tou Aoytouikou Kahoot! oe oxoAeio Etbikri¢ Aywyrig

The present study reveals that students are generally positive about using Kahoot and
prefer courses that use this kind of technology as opposed to the standard teaching
method. Gamifying enriches education, gains momentum as an innovation, motivates
and attracts students to the learning process. There are strong positive signs of an

increased motivational relationship with Kahoot!

This educational tool is designed for the student that is hidden inside all of us - either
a student desperate for a more attractive learning experience (less boring) - or a
teacher who is anxious for better ways to conquer the hearts and minds of students in

classrooms

Keywords: Kahoot! gamification, mobile learning, special education, motivation,

learning, student leadership
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I
Ewova 15, oeA.74
ala DYAO [HAIKIA 1Q OIKON.KATAZTAZH |EPEYN. EPQT.1 |EPEYN. EPQT.2 |EPEYN. EPQT.3 |EPEYN. EPQT.4 |EPEYN. EPQT.5 |EPEYN. EPQT.6 |EPEYN. EPQT.7
1 A 14 [Xapnho ewg Métpio xapnAq 5 5 5 5 5 5 5
2 K 14 | Xapnho ewg MéTpio ETPI 5 5 5) 5 5 5) 5
3 K 14 | Xapnho ewg MéTpio ﬁupla 5 5 5) 5 5 5) 5
4 A 14 |lMoAU xaunAd HeTpI 5 5 5 5 5 5 5
5 K 14 | XaunAo ewg Métpio XapnAn 5| 5] 5| 5| 5) 5| 5|
6 A 14 | XaunAo ewg Métpio TTOAU KaAn 5 5 5 3| 5 5) 3
7 A 14 |Xapnho ewg MéTpio eEQIPETIKG XapnAf 5 5 5) 5) 5 5) 5
8 A 14 |lMoAU xapnAd TTOAU KaAn 5 5 3| 3| 5 5) 5
9 A 14 |MoAU xapnAd [moAw kaAn 5| 5, 5| 5| 5| 5| 5|
10 K 14 |MoAU xapnAd KaAf 5 5 5 5 5 5 5
11 A 14 |MoAU xapnAd KaAf 5 5 5 5 5 5 5
12 K 14 |MoAU xapnAd MG kaAn 5 5 5 5 5 5 5
13 K 14 |MoAU xapnAd luéroia 5| 5| 5| 5| 5| 5| 5|
14 A 14 |MoAU xapnAd moAG kaAn 5 5 5 5 5 5 3
EPEYNHTIKO EPQTHMA
EE.1 KINHTPA
EE.2 ANOAAYSH- EYXAPISTHEH
EE.3 A®OSIOFH AESMEYSH YNOXPEQSH
EE. 4 SYTKENTPQSH 3TO MAGHMA
EE.5 MAGHSIAKO AMOTEAEZMA
EE.6 'ﬁrETlKEz AEZIOTHTEZ |
| EE.7 |AAZKAAOKENTPIKO 'H KAHOOT
Kotaioyog IIvaxkmv
’ , , ,
[Tivaxoag 1: Zoykpron Kovotpovktifiopov kot Kovvektifiopov, cel.27
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«Evyapiorico»
Apyikd Bo nBedla va guyaplotio® OA0VG TOovg avOpdmovg mov pe Pordnoav oty

POV EPYACIaL.

[owitepa Ba MBELD Vo eKEPAG® TNV EKTIUNGCT LOL KOl TNV EVYVOUOGVUVI] OV GTNV
emPAénovca KabOnynTpa pov kupio Avtovoroviov ‘Hpa, yio TV EUmvevcn mov pov
TPOCEPEPE UEGO amd TIG CLLNTNOELG HAG Yo TV HABNoN Kol HEGO amd TIC OPAOTKEG
GUVOVINGELS TOL KAVOLE 6TO Hadnpa ¢ kotd v ddpketa tov [IME Awoiknon oty
Exnaidevon, 010tt yopic ™ moAvTiun Ponbela, v vmoompiEn ™EC Kol TIg
OVCIO0TIKEG TTAPEUPAGELG TNG TO TeEMKO amotédeoua dgv Oa ftav dvvatd. Emumiéov
T0UG GAAovg OVo emiPAémovieg NG epyaciag avtng, tov KOpo IMoamaddomovio
Anpntpio kot tov kvpro igpaxéa Xpnoto yio ™ cvuveyn kabodynon kot tn forfeia

TOVL OV TTOPELYaV.

"Eva Egxmptotd euyxapltotd ota t€ocepa Toudld pov tov Xpiotdeopo, v Pevdrte, v
[CopméAlo kot qv Moupuop mov pe otepridnkov kot mapoéAd avtd pov otabnkav,
nicteyav 6e avTOd oL MOk va Kévo kol Ntav mdvta dimha pov og KAbe otryur).
Xopig v ompién tovg o0e Bo kaTAPepvo va EMTUY® TIMOTE OMO OVTE TOL

OVELPELTNKOL.

Emiong evyopiot® OAOLG TOVG GLUUEOLTNTEG OV, YO TIS VAEPOYEG OTLYUEG TOL
TEPAGOUE GE OAEG TIC CLVAVINGELS KOTAE TN JEEAYWYN TOL UETOTTVYIOKOD KO TNV

EUYLYOOTN LoV o€ avTd oL O VO KAV®.

Eipot modd evyvopmv emmiéov e OA0VS TOLG pabnTég, Kabnyntés, Toug yoveic kot
tov ZVAAoyo [Novémv kot Kndepdvaov tov oyoieiov pov pe tovg omoiovg Moy €
EMOPN KATO 1Tn OlIpKEW GLVOVINCE®Y, ocvintnoewv kol OwALEewv, HECH
NAEKTPOVIKOD TaYLOPOUEIOL KOl TNAEQPOVOL GYETIKG pe OAa To mhava Bépata mov
oyetiCovron pe ™ A.E. kot guoikd kot e TOVG GUVASEAPOLS LLOV GTO GYOAEIO OV TO
EN.E.EETY.-A. TTATPQN, ot omoiot &acpdMcav OTL €iyo KOAEG — €PYACIOKES
ovvOnkeg Kot £T61 LoV £dmoav TN dLVATOTNTO VO ONIIOVPYNO® KOl VO OAOKANPOC®

mv Authopatikny Epyacia.

Téhog Eexwplotd evyoplotd TNV Kvpio AvootacomovAov Atwkatepivy Y TO
eVOLQEPOV OV £0€1EE Yo TN Se&ay®yT| TG EPYOCING KOl TNV GLUVEIGPOPA TNG GTNV
avagopd mov £yve otnv Edwkn Ayoyn.
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TATPON

oto nMAaiolo TG akabNUAIKIG KAl KOWVWVIKIG TOUG CUUITEPIANYNG, ULa IPoagyyLan SLEaKTIkoU oevapiou, €T0L WOTE Aot oL LaOINTES VA LKAVOTTOLOUVTAL KAl val Unv eivat
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OPeLs padntwy yla Fewpies padnong kat SLSaKTKd oevapLa, epapuoyr tou gamification-rayvibonoinons uéow tou Aoytouikou Kahoot! oe oxoAeio Etbikri¢ Aywyrig

« Evo. taliol avokGiownG... Kol TPETEL VO OUOLOYNOM OTI, OTAV OPYLo0. TO TALIOL LoD
aVTO, OEV ELYOL 10E0L YL TO TL EXPOKEITO VO, GOVOVTHTW »

ILLERIS, KNUD, 2007

EIZATQI'H

H mapovca Awmiopatikn Epyocio mpoaypoatedetor to yeyovog OTL M 1€)VOAOYia
EVOOUOTOVETAL GTNV LoONGLoKT O1001KAGTo dNUOVPYDOVTOS EAKLOTIKG TEPPAAAOVTQ
puaonong 6mwg n moaryvidomoinon, ympic cbvopa. Xpnowonoleitor to Kahoot! éva
TOLYVIBOKEKTPIKO cVoTnud andkpiong pabntov (GSRS/ game-based student response
system)y, d1adkTvaKo epyaieio mov divel TV dVVATOTNTO GTOLG EKTALOEVTIKOVS KOt
OTOVG HaONTEG Vo dNUoVPYOLV, EDKOAN Kot YPNYopa, Toyviddn Kovil pue okomd v
dWaoKoAln avTiKEWEVOY Kot Ty aSloAdynon tov podntov péco 1 €€ and v
aifovoo Swaockaiiog, Olvovtag GAAN ddotoon oty padnon pe v evepyod
GUUUETOYN Kol OAANAETIOpaoT TOV HOBNT Kot TOL KaOnynt €161 OCTE HECH TNG
pébnong kot tov GYoAkoy mepPdAlovtog ot padntéc evdg Eviaiov  Ewducod
Enayyelpotikod 'vuvaciov-Avkeiov (EN.E.ETY.-A.ITATPQN) va evoopoat®covv
T1G gvkapieg avamTLENG NYeciag oty TAEN Yol VoL VIOOETCOVY MNYETIKT GUUTEPIPOPE
Kot Vo avotuEouy deE10TTEG, MGTE VO GLUTEPIAGPOLY TO TAOBOS VAL VIINPETHCOVV, TO
0dppog va appiofntioovy kot ™ meWapyie vo peivouV GLYKEVIPOUEVOL GTNV
uabnon. To Kahoot! mpoPdidietar otnv taén kot k4Be pabntig omavtdel 6€ avTa
péca amd TN Ok TOV GLOKELN OTMC LIOAOYIGTNG, TAUTALTA 1] KwNnTod TNAEP®VO
(popnt pédnon). Popni\kivnt) pabnon sivan kébe popen nabnong Pécw HKpov
HEYEBOVE VTOVOU®Y GLGKELMV TOL GLVOSEVOVY TOVG HaBNTEC\XPNOTEG TaVTOD KoL

TAvVTa.

H mayvidomoinon-mayvidokektpikd ovotqud amndkpiong podntov (Gamification-
GSRS, Game based Student Respond System) dev eivar kdrtt kouvovpyro. Eivar
YPNOT OTOLEI®V ToY VoD KOl GYESOGLOD TEYVIKNG TouyViolwv o€ meplPdAiovta
7oV OgV APOPd oLy Vidl, OTWG 1 EKTAidELON. XPNOUOTOIEITOL GE dLAPOoP TAAITIO Y10
dpopovg 6Kkomovc. YTapyovv 1oxvpd oTotyeio Tov delyvouy amoTeEAEGUOTO OTL 1|
TOLVIOOTOINGT KOTA TNV EKTOOELTIKY dtadikacio dnpovpysl kivntpa yuoo TOovg

padntéc.
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H toyeio avénon g dwbecipudttog kot 1 NAEKTPOVIKY] TPOSPACIHOTNTA TOV dld
OPOCTIK®V TEYVOAOYLOV GLVEBOAAY oTNV VI0BETNON TOYVIOIDV OTNV EKTAIOELON
oAV tov  Pabpidwv, (ITamactepyiov, 2009). Otv pobntéc avomopovovv va
TEPAUATIOTOOV UE JPOPETIKEG TEXVOAOYiEG Yoo Tn ompiEn ¢ pdbnong tovg,
Kuoplmg emedn eivar €0IKELUEVOL OTN YPNON KWNTAOV KOl TOUTAETOV KoL VO
AmTOAOGOVV TN XPNON EPAPLOYDV KOl TOLYVIOIDV TOV £XOVV GYEOINCTEL Y10 TETOIEG
ovokevég (Prensky, 2001). Exmoidevtikd moryvidle Kot GUOTHMATO OVTIOPAONG
pontov pe faon to moryviol (GSRS mov evemuat®dVoVToL 6To GLGTAIATO ATOKPLOTG
TV podnTov) avdvouvv to Kivitpa Kot v agocioon tewv uadntov (Barrio, Wang
and Lieberoth, 2016), &Wdwd og mnepumTOGEG OmMOL TO  GLUPATIKO GTLA
d0ooKaAOKeEVTPIKNG ddackoiiog TG "KipwAlag kKo culnmong” dvcapestohoe TOvg
nabntéc ko mpokarovoe TANEN (Wang 2015). H épevva deiyvel 6Tt Ol EKTOISEVTIKOTL
evBapphvovial vo EVOOUOTOCOVY TNV Tatyvidomoinon oe mepifdilovio thEemv.
Onwg avagépet o (Apavatidng, N., 2014), teievtaio ommv EAAGSo kabodg kot
ToAOTEPA O GALEC YMPES LEAPYEL Mo SLVOUIKY Yoo TN "kwvnty pabnon, to
avopepdevo og TOMEG Epevveg "mobile learning”. Etnv Apepwr|, Avotporia, Acia,
Evponn, n ©opn)/Kivnt) pdbnom éxer apyioer vo copmepriapfaverol HEcw TOv
OVOADTIKOD TPOYPAUUOTOS OTOVd®MV OTIG Oldkaoieg paOnong evtog kol €KTOG
oyolelov Kol O OVTIKTUTOG TMV EPOPUOYDOV OLTOV emonpoivetor  ©¢ 0etikdg.
YvveyiCovtog o (Apavatidng, N., 2014) avaeépet 01t «otnv EALGSa mapakoiovBolpe

T1G oYeTKES e€eMi&elg ko suintnoelg e dtotaypud, adiapopio 1 dyvolo.

2KOTOG VNG TNG HEAETNS ivan va dlepevvnoel o€ PABog TiG GTACELS, TIG AVTIANYELS,
T Kivntpa, Kabdg Kol To cuvaloOnUaTiKd dedopéva Kot dEd0UEVA. TNG GLUTEPLPOPAS
tov podntov. Méoa amd TNV TOTIKN OlEPEVVION EMOIDKETOL T OMOTIKY
KaTavOnon TG EQOPLOYNG THG TALYVIO0ToinoNg otnv pnabnon, n omoia Bo kadiepyet
™V MO, T GLVIIGONUATIKY, TN COUOTIKY, TNV YUYOAOYIKN KOl TNV TVELLOTIKN
dlaotaon evog Lodn TPOoETOALOVTAS TOV Y10 TV APOUOIMGT, EVTOE 1 €KTOG TOL
oyolko¥ mepifdArovtog. Emdioketon poe  mwpocéyyion omv Ewdwkn Aywoyn mwov
OLUVIOTA €V EKTOOEVTIKO QPACHO, TO OToio Agltovpyel TOGO TPOANTTIKA OGO Kot
OepameVTIK(, Y100 SIOOKTIKA GEVAPLL TTOL £XOVV JLOYPOVIKA OTOdELYTEL SVCAEITOLPYIKA
Kot avoamotelecpatikd. H épguva 0nmg kot dAdeg €pguveg emdudKel vo OgiEel TG
péca amd v oy vidomoinon tov pobnuatog ot padntég epeaviCovv eppdbovon g
YVOONC, ONUIOLPYIKN OKEWYT, KPITIKY OKEYN, TPOCHOTIKY] OTOTEAECUOTIKOTNTO KOl
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OmOO0TIKOTNTO, OUHOOOCVVEPYUTIKT dtdbeon, va ovadeilel PeATiopéva aKkadnuoikd
EMTEVYLOTA, LEYOADTEPT GLUUETOYN OTO UAOMUA, OLEAVOLEVN 1IKOVOTOINGT YOVEWV
KO EKTTOOEVLTIKMV, DYNAOTEPQ EMIMEdD OVTOTENOIONONG TOV LaONTOV KOl avATTUEN

NG NYETIKNG KOVOTNTOG TOV HOONTOV.

H mopovca perétn eivar mototikov tomov. H mototikn pebodoroyia kpivetor ¢ M
KOTOAANAGTEPT TTPOGEYYION YO TN JEPELYNON KOl AVAAVGOT] CTACEWMYV, ATOYE®MV Kol
EUTEPLOV YO0 TNV ovykeKpuévn €pevva. Ot pébodol cuArloyng vAkov Bo eivat:
TapaTHPNoN oto padnua, ocvvévtevén pe epotoelg (fondntucéc yio Toug pabnTég)

7OV 0KOAOVOOVV TNV TTopEia TG EPEVVOL.

INvetar mpoomdbeto va vtapéet évag «mANpPoPoPLaKOs TAOVPAMGUOS » LE OEOOUEVO
6Tt n épevva  yivetor o©t1o0 mAaiclo Ttov  padnuatog Zovn  Anpiovpyikov
ApaotnploTNTOV, NOV® GC€ OCLYKEKPIWEVO  O0KTIKO oevdplo oe  Ewdwod
Enayyelpotikd Mpvacio cePopevotl mavta Tig dloTapayEs, Tig 1010UTEPOTNTESG KO TIC
pafnotakég Suokories TV pabntadv. Atvetor pe avtd Tov TPOTO 1 SVVATOTNTO GTOVG
gpevVNT] Vo glvar MO  «Giyovpog» Y TOL OMOTEAEGUOTO TV  EPELVITIKOV
npoomabeldv  katl dtevkoAlvvetar M gpPdbuvon Kot 1 TOAVTPICUATIKY] TPOGEYYIoT,
TOV OVOADGEMV LE GTOYO VO OTOKAAVYEL ATOKAIGELS amd Taylwpeves Bewpieg kot va

avadeigel véeg mTuyés.

Eniong diver  dvvardtnta v1o0Etnong d10popeTiKdY Be@pnTIK®V TPOCEYYIGEMY,
aKOLOL KOl GVYKPOLOUEV®Y, otnv 101a gpgvuvntikn mpoondBeia (LeVine & Campbell
1972), vroroyiCovtag BéPata v advvopio. EQOPUOYNG TG  OTNV GLYKEKPLUEVT
gpevvntikn tpoondBeia (Phillips 1971).

H pebodoroyio tng cvAroyng dedopévov Ba cuvdebel pe 1o Bewpntikd mAaiclo g
€PELVOC, TNV TPOPANUATIK KOl TG €PELVNTIKEG LmoBEcels. Me TPOPOPIKES
Topay®yEG (oLVEVTEDEEIS MUIOOUNUEVES Kol 0OOUNTEG, TOPATNPNOELS padnudtov —

TaEEDV, OUAOWV £PYACTING — CLALOYIKEG EPYOGIES)

O Marc Prensky, 2001, avagépet 0Tt ot pabntég £xovv aArater pilikd. Ot onuepvoi
pobntég dev givar mAEov ot dvOpmTOL TOV TO EKTUOEVTIKO LOG CUGTNLA OXEOACTIKE
vy vo 00dEel.  "AlopopeTikd €101 EUTMEPLOV 001 YOOV GE SLOPOPETIKEG OOUES TOV
gykepaiov", Aéer o Ap. Bruce D. Perry tov Baylor College of Medicine. Onwc Oa

dobue oto péAAov, eitvar moAD mBavd ot €yKEPOAOL TV HoONTOV pOG Vo EXOVV
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oAAGEEL N PedTimBel ko va fvorl d1apopeTIKol amd TOVG SIKOVE OGS, OC OMOTEAECLUO
OV TG peydAmoay. XvveyiCovrag o Prensky,M. 2001, topoatnpei 0TL ov awtd eV
etvat Kuplodektikd aAnbéc, umopovpe va movue pe Befordotnta 6Tl TOL TPOTLTA KOl O
TPOTOG OKEYNG TOVG EYovV OAAGEEL. Ot pobntég mov S104GKOVUE CIUEPH KATEXOLV
OAO1 i 0EVTEPT UNTPIKN YADOGO, QLTI «TNS YNPLOKNG YADCGOC) TOV NAEKTPOVIKDV
VIOAOYIGT®V, TOV PIVTEOTALYVIOLDV, TOV KIVNTOV THAEPOV®V KL TOV SL0O1KTOOV.

Ot exmandevTIKol TPEMEL VAL AVTILETORICOVY TO YEYOVOS OTL M TOLYVIOOTOINoT| GTO
AVOALTIKO TPOYpOUpa, €lvarl ToAD mbavd, cuviopa (edv dev vIapyEL NON) Vo Uret
011G aifovoeg dwaokarioc. H pddnon mapéyeton kabnuepvé péoa oto oyoieio, aAid
HePIKES QopEC etvar OVOKOAN, dloitepa GTNV TEPIMTMOOT TOV OEV KAVOTOLEL TOVG
pontég My kdmolo AOyo dev olokAnpwvetar. H ypnon g évvowng g
oy vidomoinong pécw epapuoymdv 6mmg to Kahoot! umopei va mpocbicel kivntpa
OTIG LOONGLOKEG OPAGTIPLOTNTES KOl OG EK TOVTOL OEV TPEMEL VOL VITOTILATOL.

Onwg avaeéper o (Apavatibng, N., 2014), n @opntq TteYVOAOYio HEC® TNG
OALOTMOOOVS AVATTTLENG TOV EPAPLOYADV KOl TOV AOYICUIKOV, €mnpedlel TIg KOWV®VIES
Ko T pédnon oe onuavtikd Pabuod. Xe téroo Pabuod kot xpdvo mov pag mBel oto va
ov(NToVUE Yo TEYVOAOYIKT KOl KOWMOVIKH ETOVACGTACT] KOOMOS Kal, guplitepa, Evav
SPOPETIKO TPOTO PABNONG Kot avATTLENG YVACEDY Kot deE10TNT®V oL KePiLet
ouveymg £dapog ava tov kocpo. Iliotevetar, 0T, og Aya ypdvia 1| opnti pdonon
O evoopotmbel otnV €KTOLOELTIKY] SLOOKOGIO OC AVATOCTACTO KOUUATL TNG OTMG
OTUEPQ O1 VTOAOYIOTES KO O1 S1AOPACTIKOT TIVOKEC.

Ocov agopd 1 onuepvip yevid poONTdV  0AAG Kol HEAAOVIIKGDV, TOV
emovopalopevov ynoewkd ynyevov (Digital Natives), n omdktmon delomtmv
xpnonsg, afloAdynong Kot  0EOmoinong TV YVOCEWV HECH TOV  (POPNTAOV
VTOAOYIGTIKAOV CUOTNUATOV £ivol TAEOV TPOOTAITOVUEVO Y10 TNV EMTVYN Olofimon
Kot avAmTuEN Tovg 6ToV oNUEPVO paydaio eEeMccdevo cOYypovo KOGHO, Tov 210V
o val.

Amo v épevva mpoteivetan  OTL o1 podntég Ba mpémer va evBapplivovton Kot va
extifevtal 6To YEPIGUO TV emTLYING KO TNV amoTvyios, Kabmg kot vo pdbovv thg
VO YPNCLUOTOMGOLVV TIG OeEIOTNTEG KPITIKNG OKEYNG Kot emilvong mpoPAnudtov
HEG® TOL OVTOYWVIGTIKOL YOPOKTAPO TOV Tayvidoh Kot emmpdcheta Bo ivar o

TOAVTIUN HaBNGLOKY eumelpion 1 (MO YNOKOV TovVIdldv oty 1aén. Amo v
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OPeLs padntwy yla Fewpies padnong kat SLSaKTKd oevapLa, epapuoyr tou gamification-rayvibonoinons uéow tou Aoytouikou Kahoot! oe oxoAeio Etbikri¢ Aywyrig
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Gmoym avti éva ynelokd moryvior 6nmg to Kahoot Ba e&vrnpetovos 10 mopomavem
GKOTO.

H moapovoa A.E. amoteleiton amd okt®d KeQAAALOL.

[To avaAvTiKd, 6TO TPMOTO KEPAANLO YIVETOL EIGOY®YN oTNV £vvola TG Udonong kot
avaeopés oe mévie Bewpiec pabnong mov £yovv ovyvd ypnowomombel ot
onuovpyio ekTodeLTIK®V TeptParrldvtav pe v xpnon T.ILE., o Zvumepipopiouog,
ot I'vootikég Bewpieg, o1 Bewpieg Owodounong g yvoons-Kovetpovktifiopods, ot
KowaovikonoMrtiopikég Oewmpieg kot o Kovvektifiopog.

210 0e0TEPO KEPAAO YiveTon pio avapopd otnv Evvola e Edumg Aywyng aAld kot
g epapudletar kot Asttovpyel oty EAAGda ko debvidg cov e&eMoodpevog
avTdVoUOG KAASOG ToL ediov TV AvOpomioTikdv Emiotnudv tov omoiov 10 Paciikd
nepleEyOpevo cuvictatal, otn pebodikn perAétn Kot  dwyeipion TodmY daPOP®V
NMKIOV TOL PEPOVV EOIKEG EKTALOEVTIKES OVAYKES, € OAO TO PACLL TOV YVOGTIKMOV
KOl GUUTEPLPOPIKDY TOVG EKONADCEDV.

Y10 tpito kepdiao e€etdleton M onuocio ™G TouyvVdomoinong UECH POPNTNG
uabnong pe v ypnon m™c epappoyng Kahoot oto ydpo ¢ ekmaidevong kot
ovykekpipéva oty Edwm Ayoyn cov po Komvikn) KEVIPIKN dadtKacia, 1Kovn va
evioyvoel Ta Kivntpa kot vo Tpowbnoet T ndbnon oe Ola to emineda Kot TIg NAKieC.
Avagopd yivetar emiong oty SuvaTOTNTA TNG XPNONG TOV KIVIITOV TNAEQPOVOV TMOV
paOnNTdv Katd TNV SAKTIKY dadikacio, LOVIEAO oL NON YPNoLOTOolEiTAL S1EBVDOG
(B.Y.O.D, Bring Your Own Device).

Y10 té€tapTo KEPAAQO yivetar avapopd oty epapuoyr Kahoot kot meprypagetat m
YPNOT TOL YEVIKA OT®G Ko €01, ONAadN Tog epapuooctnke otnv mopovcsa A.E. pe
OVOAVOTN TTEPTYPOPIKT] OAAL KOl LLE TV XPNON EKOVOV A0 TNV EQOPULOYT.

Y10 méunto KepdAiao e&etdletar n évvoln g Hyeolog tov pobntdv oto oyoikd
neptpdAlov, amocapnvioviog mdéco onuoviikd glvar ot padntéc va Prdcovv
evkapieg nyeciog Katd ™ SLOPKEW TNG EKTAIOEVLOTG TOVG, Va. LdBovV TV TEXVN TG
01KOOOUNONG GYECEMV €VTOC OUAd®Y, Vo KaBopicouy TonTOTNTEG, VO ETLTUYOVV TO
KOONKOVTA TOLG OMOTEAECUATIKA Kot vo. pdBovv va gvtomilovv kot vo epgaviovv
OTTOTEAECUOTIKEG EMKOIVMOVINKES KO SIOTPOCOTIKEG OEEIOTNTEG.

210 €KTO KEPAAOO YIVETOL AVOPOPE GTNV EVvola TOV SOOKTIKOV GEVaPiov, avdivon
tov 0patog tov Adaktikod Xevopiov mov ypnowomombnke otnv mopovca A..E.

0AAG Kot TeptypdoeTal To nabnua Zovn Anpiovpyikdv ApactnplotiToV, aVIIKEIILEVO
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mov owdoketor Pacer tov  Avoivtikov Ilpoypaupoatog oto Eviaio  Eidwkd
Enayyeipotikd Ivpvacio — Avkewn ota entd omd to. OKT® €T QOiTNnong mov
VIOYPEOHVTAL 01 HOONTES VO POLTHICOVY Yl VO OAOKANPAOGOLV TNV GULYKEKPIUEVT
dopn|, 610 omoio epappocOnke 10 A.X.

210 éBoopo keeaiaio meprypdovior to peBodoroyikd TAGIGIO TG TAPOVCAG
épeuvag, 0 OKOmOG, Ol epevvnTikeég vmobéoelg, n néBodoc kol ta epyareion TOL
ypnoworomdnkav. I'ivetor amocoaenvion TG TPOGEYYIONG OV YPNOLUOTOMONKE
JEPELVAOVTOG OTAGELG KOl OVTIAYELS TOV EUTAEKOUEVOV GTNV E0IKY] EKTOUOEVOT Kot
e€etalel TIC TPOSMTIKES TOVS AVTIOPACELS GE GUYKEKPIULEVO TEPIEYOUEVAL.

To 0yd00 ke@dAoto mepthopPdvel To OMOTEAEGUOTA TOV GLUVEVIEDEE®V, YiveTow
ocv{ntmomn kol avaeEpovtol To cvumepdopoto kot ot meplopiopol e AE. ko
tehevtaio wapovotdalovtal mEdlo TPOC TEPAUTEP® JEPELVNON YO UEAAOVTIKEG

£PEVVEG.
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KE®AAAIO 1°

1.H pdOnon

Yoppova pe toug (Ilavaywwtaxoémovrog, ITeppakéag & ITvtéhag, 2003) kopd
Oeopiac MdOnong oev elvar amopputtés 610 oxedlacpd TV  Exmoadevtikov
Aoywopkov. Oleg eivar dvvatdév va epaprochovv, avaroyo pe 0 vroPadpo TV
YPNOTOV Kol TO pobnolokd ovtikeipevo mov avaivetolr. H €pevva emiong €xel cov
KOwoO onueio 0t N €Qaproyn TOV Oewpldv TG Zoureptpopds amortel pikpd Paduo
enefepyaociag, n epappoyn tov ['vootikav Osopudv Mabnong peyardtepo ko T€A0C,
n epoappoyn tov Otwpidv Owoddunong g ['voong mold peydrho Pabuod
eneepyaciog TANPOPOPLDOV.

H péOnon eivar o koopoBewmpia, Evo moAdTAOKO BloA0YIKO Kol TVELHATIKO GAGLLO,
mov avayvopiler ko eEediooel T1g oyéoels avOpomov kar evong. IMapdAinia, to
Qowvopevo g pdonong mpooceyyiletor amd SPOPETIKOVS EMGTNUOVIKOVS KAGOOVGS
pe  OWPOPETIKO TPOTMO  OAPOPOVS KAAOOLS TNG EMOTNUNG OmMS  Youyoloyia,
TS0y WYIKY, PLCIOAOYia, TPk, Ploloyia ko dAlot (Bigge, 1990).

H péBnon aocyoieiton pe to Oepeiimon {nmuoto tov Sodkocidv e eKpdinong,
™V Kp1tikn a&loddynon Tov dSedpwv TOT@V nadnong kot to epumoddia g pnddnongc.
E&etaleton emiong €va evph @Aopa GAL®V CTUOVTIKOV EPOTNUATOV 6T GYEOT LE T
péonon, 6Tmg  Habnon Kot To GOWA, 1| GVYYXPOVY £pevva. o HaBN oM Kot Asttovpyieg
TOV E€YKEPAAOV, OVTO-AVTIANYT, KIVNTPO, OVATTUEN KOVOTHTMOV, VONUOGUVI, GTLA
puébnone, pabnon oe oyéon pe to VAo, ™ Lon, ™v NAkio, v Oackaiio, TV
OYOAIKN pabnom, v pébnon péow dktvov, v pddnorn oto yodpo epyaciog Kot v
eKTadEVTIKY] TOAMTIKY. [ va oAokAnpwBel otov eyképoro kdébe otdpov 1

ddwacio Tov «pabaivoy, yperalovrol apketd dtadoykd, acloonueimta oTdoto.

O ®rovpng avaeépet (DAovpng, 2003), 6Tt petd and TANOOG CYETIKOV EPELVAV, 1|
pabinon eEakorovbel va givar pio dtodikacio n omoia dev €YEL AMOGUPNVIOTEL KO
eumed el TANPpwg Ko KoTd TPOTO SOHUP®VO amd dGoVG TNV gpevvovy. OVvGLOCTIKA
ol 6oa €yovv emwBel ko omotvmwbel oe yopti Yo ™ padnon oamotelovv

EMGTNUOVIKES VTOOEGEIC TOV ATOPPEOLY AO TNV AEOAOYNCT TOV OMOTEAECUATOV

™me.
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Ye avtn Vv A.E. o ovinmbeil 10 mwg n teYvoroyion (EQUPUOYT] TOV AOYIGHIKOV
Kahoot!) emdpd otn oyéon udbnon - S180kTtikd cevaplo - pabnolokic Oswpiec-
KOVVEKTIPIGUOC OTN OYOAIKN] TPOKTIKY HE EPELVNTIKA OMOTEAEGUOTA HoONTOV
Ewwov Emayyelpotikod INvpvaciov. Ot Bewpileg pabnong ypnotpomoovvral ot
onuovpyio eKTdeLTIKOV TEPPUALOVT®OV. AVTéG o1 Bempieg avamtdhyOnkav e o
eMOYN oL M UdOnon dev emmpedonke amd TV Yynelakn texvoroyia. Ta televtaia
elkoot ypovia, 1 YneaKn teXVoroyia £xel avadlopyavmGEL TOV TPOTO LE TOV 0ol
Covue, tov TpoémMO emkowwviag kot tov Tpdémo pe Tov omoio pobaivoopes. Ot
padnolokég ovaykeg kol ot Bewpleg mov TEPLYPAPOVY TIG HOONCLOKES apyéc Kot
JLdKacieg TPEMEL VAL aVTAVOKAOVY TO VTOKEILEVA KOW®VIKA TepBdAlovTa. ATd v
dmoym g tEXVOLOYiNG TNG TANPOPOpPiaG Kot TG emkotvoviag vanpéav 6vo Bewpieg
puébnong mov ovyvd ypnowomomnkov ywoo T SNUoLPYID  EKTOUSEVTIKAOV
neptfarroviov. H viobémon tov Oewpidv Owodounong mg ['voong kot tov
KowovikonoMticpikdv Oswpidv, mov vrootnpifovv 0t 1 ndbnon sivor po dStopkng
OAAOYY] OTIG YVAOGTIKEG OOUES TOV ATOUOV, OTTOV GNUOVTIKO POAO TOUlEL TO KOWVOVIKO
Kot moMTIcHIKO Tepiaiiov (Bruner,1996)  oAld kor m SwopecoAdpnorn g
avOpOTIVIG SpacTnploTNTAG HEGH VONTIKOV Kot VAIKGOV epyolreimv (Vygotsky, 1978),
ouvtélece oty goaywyn tov Texyvoroyiwv [TAnpogopioc kot Erkowovidv (TIIE)

OTNV EKTOLOEVTIKY] O1UOTIKAGTN LEGM TMOV EKTALOEVTIKMOV AOYIGUIKOV.

Kotd v pobnowoxkn dwdwkacio viobeteiton and tov ekmondevtikd pio Ocwpia
MdéBnong, omiadn éva ovonUo OmOYe®V, TOL OOKIHALEL Vo epUNVEDCEL L€
EMGTNUOVIKO TPOTO TO PACHO TOV avOpOTIVOL TAAEVTOL Y1o. AN o™ Kot TavTdypova
va eEETAOEL P AETTOUEPELO TOVG TPOTTOVG eRPaBuvong ko eEEAMENG Tov Ko pe Pdon
aVTO EMALYEL TO OOOKTIKO GEVAPLO Kot TIC OOOKTIKES TEXVIKES TTOL Oa epappdoet. H
O TokTikn] vwoBeTeiTol Kol Yyl TO TPOYPAUUOTO AOYICUIKOV e  SOOKTIKO

nepeyopevo (Pang & Pamm, 2004).

Amd 10 TABog v Ocopidv Mabnong cuvdystor 10 cuuTEPAGHA OTL 1] £VVOLdL TNG
pdonong amotekel £vo SOUAMDIEG KOl TOAOTAELPO YEYOVOG LE OPKETEG OLOOTAGELS.
Evioyveton BéPara n dmoyn 0t dev vrdpyer Bewpion pdOnong mov omokAeloTIKd Vo
Umopel va avaADoeL Kot va 1evkpivicel To atvopevo g pabnong. H kébe Bempia
EXEL TPOCOEPEL TOAVTIUN SLEPELVNTIKY €pYacia, 1 omoia eoTidletal, avaloyo Le TN
QUAOGOPIKN-0cmpnTik) ™G aeetpia, oe éva povo &€idog pabnong. Pamtng, A. &

Pamtn, A. (2004).
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H npdtn avtidopaon tov mepiocdtepmv avOpdTmV 6TOV Opo Ao £xel va KAveL pe
) petapaomn oto oyoAeio. Baoikd, 1o oyoAeio eivan To idpvpa wov 1Wpvbnke amd v
Kowovia Yo va e£ac@aiicet 0Tt OAd To HEAN OWTNG TNG KOWMOVIOG OTOKTOVV TN
péonon mov givon amapaitntn yuo tn dtenpnon Kot cvvéyion e Olot ot Kavovikoi
vEoL Kal o1 eViMKEG £yovv mepacel Thve amd 10.000 dpeg g Long Tovg 6TO GYOAETD,
uepikoi £yovv damavioel moAd mepiocotepa. (Rutter et al., 1979) ko avtd @uoika
empedlel amoPacioTikd kot pilikd v avantvén poc. H pabnooxn koatdotacn mov

o1 mePLeGOTEPOL AvOpwTol cuvBwg Bupovvtatl eivar 1 cvvnBiouévn ddacKaMa TG

TaENG.

1.1 Opopog g padnong

«Kabe opopdc g pdbnong vrootpiletor omd pio 0AOKANPN kKoopoBewpia, Lo
oEPA amd OVIOAOYIKES TAPUSOYES YioL TN GVOT, TOV AvOpWOTO, TI GYECELS avOpDOTOL
kot @oong. [apdAinia, To @avopevo g nabnong tpoceyyileton amd S1oPoPETIKONS

EMOTNUOVIKOVG KAAOOVG pe dtapopeTikd tpomo» (Bigge, 1990).

O 6pog pabnon ypnoylomoteitar mOAD €VPEMS Kol €V UEPEL KOl UE OLOUPOPETIKES

onuooies. leris, Knud, 2009.

"Evag amodektog opiopndc yio ) pdonon, kot supPatdc pe tig ohyypoveg Bempieg kot
avtiaqypelg Oo frav ocopewva pe tov (llleris, 2009), «H pabnon yio tov  avlpwmo
givar 0 avVovoouUOS d100tkooLV Kal' 'oln ) didpreia TS (wHS TOL , OTOV OA0G O
avlpwmog-owua (Yevetiko, Quvalko koi Bi10Aoyiko) kai o vous (yvaaon, o0el10THTES,
ovurepipopés, oclieg, ovvaioOnuarta, memoifnoeis kou 0100noelg) peTOOYNUATICETO
YWWOTIKG, OOVOICONUATIKG 1] TPOKTIKG (] WEG® OTOLOVONTOTE GVVOVAGUOD) Kal
EVOWUATWOVETOL TTH PILOYPAPIO. TOD ATOUOD UE OTOTEAEGUO, EVO, GOVEYDS UETOLOALLOUEVO

(N 7o Eumelpo) aTouo.»

H pabnon avantdboocel yvooels, ikavotreg, avIiAMyeLS, cuvolcHnaTo, GTACEL Kot
KOW®OVIKOTNTO, TOV OTOTEAOVV GNUOVTIKA GTOLEIN TOV cLUVONKAOV Kol TG TPAOTNG

VANG ™S KOVOVING.
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1.2 Oempiec pdOnong

Ot mo dadedopéveg elvar ot e&ng: Oewpiec Zoumeprpopds (dtodikacio TPOSKINONG
yvoong), I'vootikéc Ocowpiec (dtodwkocio Sepedvnone TV  AEITOLPYIOV  1TNG
uébnonc), Oewpieg Owoddunong g I'voong (dwdikocio dnuovpyiag yvoong)
(Pémng & Pann, 2004). H vioBémon tov Osopiov Owoddunong g I'voong kot
tov KowvovikonoMtiopikdv Oswpidv, mov vrootpifovv 6t 1 pddnon elvar pio
OPKNG OAAOYT OTIC YVOOTIKEG OOUEG TOL ATOUOV, OOV GNUOVTIKO pOAo Tailel TO
KOW®VIKO Kol TOMTIGUIKO Tteptfairiov (Bruner,1996) oiAd kot 1 dtapecordfnon g
avOpOTIYNG pacTNPLOTNTOG LEGM VONTIK®V Kot VAIK®V epyoleinv (Vygotsky, 1978),
ocuvtéhece oty gloaywyn tov Texvoroyiov [TAnpopopioc ko Emkowvaoviov (TIIE)

OTNV EKTALOEVTIKT] OLAOIKAGIO LEGM TMV EKTALOEVTIKMY AOYIGUIKAOV.

O kd0e exkmadevTikdg viobetel pio Oswpio. MdOnong, N omola amotelel Eva cHoTUO
amoOYe®V, 10 omoio mpoomabel va €PUNVEDCEL EMGTNUOVIKA TO QPOLVOUEVO TNG
avOpOTIVNG KavOTNTAG Yoo Habnon kot TopdAAnAo va SlEPELVIGEL TOVG TPOTOVG
EUTAOLTICUOD TNG KOt e PAon ovTh EMAEYEL T S10aKTIKN HEO0JO Kot TIG S10AKTIKEG
TeEXVIKES oL Ba ypnopomomoel. To 1010 1oydEL Kat Yo TA TPOYPAUUOTE AOYIGUIKOV
pe owaxtikod mepleyopevo (Pamntg & Pamt, 2004). Ot moAAég Kot S10POPETIKES
Ocwpiegc MdOnong pog odnyoblv G610 GUUTEPAGHO OTL TO QOLVOUEVO TNG HABNoNG
amotelel éva MOAOTAOKO Kol TOALGUVOETO Yeyovdg He TOAAEG Kol TOKIAEC
dwotdoels. Ioyvpomoteitan o 1 BEon 6T Kapia Bewpia amd pdvn g dev umopel va
TEPLYPAYEL Kot VoL EpUNVEVGEL GE IKAVOTONTIKO Padid 6Xo T0 €0pog Kot TIG TOKIAES
dwotdaoelg g padnong. H kdBe Bewpia €xelt mpoopépel moAvTyun SlepeuvnTikng
epyacia, n omoia eotialeTon, avaroya pe T PLAOGOPIKN-OempnTiKy TG apetnpia, o
éva uovo gidog pdbnonc. Emiong mpénel va avapepBel 6TL Tpog 10 mapdv dev LIAPYEL
po eviaio. OAOKANpoUEVN Kot auTOVoun Bempia Tov Vo punveDEL OAES TIG O10GTACEL

OV Qavopévou ¢ pabnong (Bigge, 1990).

Ot Bewpieg pabnong €xovv avantuybel ta tedevtaio 150 ypdévia. H avantuén avtov
TV podnookov Oeopldv Yoo TOAAEG OeKoeTieg €ivol GUVOPTOCTIKY 1oTOPid.
Oplopéveg Bewpleg avamtdydnkav g apvntikn avtidpaon o€ mponyovueves. Ot
GAeg Bempiec pdOnone onuovpynoav Bepelmdelc Bewpieg, avalntovrog &va
OLYKEKPIUEVO TAAIC10 Yioo Labnon N tn HeTaPopd Tovg 6 To mepimioko eninedo. Ta
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BeTiKd yapakTploTikd omnd ToALEG Bempiec emmpedlovy T dadikacio ddackaiiog /
expadnong ota oyoleion u€xpt onuepoa. Amd TV Qmoymn TG TEYVOAOYING TNG
TANPOPOPIOG KOl TNG EMKOWVMVING LINpyav TEcoeplg Bempieg pabnong mov €yovv
ouyva ypnowomomBel ot Onpovpyion  EKTAOELTIKGOV  TEPPUAAOVTOV, O
Soumepipopiopds, ot I'vootikég Oewpieg, ot Bempieg Owkodounong g yvoong-

Kovotpovktifionog kot ot KotvovikomoAtiopukéc Oempie.

1.2.1 Zopmepupopiopodg

O ovumeprpopiopdg (Wikipedia.com) dnpovpyndnke and tov Watson, J. (1878—
1959), ko givar por koopoBewpio mov vVIobETEL OTL 0 POBNTAG €ivol OLOLACTIKA
nantikdg, avromokpwvouevog oe meplParloviikd epebicpota. O eKTOOELOUEVOC
Eexva ¢ kaBapog mivakag (dnAadn tabula rasa) kot 1 copmeplpopd StopopPovETOL
péom Betikng evioyvong 1 apvntikng evioyvong. Toco n Betikn| evicyvon 660 Kot
apvnTikn evioyvon avédvovv v mBavoTTo ETOVAANYNG NG TPOTYOVUEVNC
ovuneplpopds. AvtiBeta, n Topia (t6co BTk OGO Kol OPVNTIKY) UEWOVEL TNV
mBovotnto emavAAnYNg ™G TTPoNyovpevng ovumeplpopds. To Betikd delyver v
epapuoyn evog egpebiopatos. To apvnrikd Oeiyver v mopakpdTnon  €vog
epebiopotoc. Xvvemmg, m pabnon opiletor ®G oAAoyn ©TN GLUTEPLPOPE TOL
exmodevOpuevoL. TTIoAAEG (TPOUES) GLUTEPLPOPICTIKES epyacies Eywvav pe (oo (TT.).

oKVLAE Tov Pavlov) kot yevikennkav 6toug ovOpmToug.

Ot omadol Tov ZvUmEPIPOPIGHOL avTIAaUPAvVOVTOL THV HoBNGloK dodkasio ooy o
oAAayr ocvumeprpopds kot puBuiloviag 10 mEPPdALOV omocTovV TIG emBLUNTEG
armavtnoels. «Ot  ekmadevTikés mpooeyyioelg Ommg M epapuolopevn  avaAivon
ocoumeppopds, M pétpnon pe Pdon TO TPOYPOUUE GTOLOMV KOl M GUECT|

ddacKaAio £(ovv ELPAVICTEL O OVTO TO TPOTLTTON.

1.2.2 I'vowotikiouoés

O I'vootwkiopdc (Wikipedia.com) givat pa Oempio pabnong mov ETKEVTPOVETOL OTIC
Jwdkacieg mov  EUMAEKOVIOL OTNV  eKHAONOM Kot Oyl OTNV  TOPOTNPOVUEVN
ovumEPLPOPE. Xe avtifeon pe TOLg ZVUTEPIPOPIOTES, Ol YVIOGTIKOL OV amontohv o
eEwtepkn €kBeon ™ pabnoNg, GALA EMKEVIPOVOVTAL TEPIGCOTEPO OTIS ECMOTEPIKES

SLadIKAGIES Kot TIC CLVOESELS TOL AapPdvouy ydpa Kot T dtdpkela e nddnong. O
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YVOOTIKIGUOG VTOGTNPILEL OTL «TO LOPO KOLTI» TOL VoL Ba Tpémel va avoiel Kot vo
yiver Katovonto. O exmodevopevog Bempeitan enelepyaotng mAnpogopidv. H yvoon
umopel vo. Bewpnbel w¢ oyfua M GVUPOAKH VONTIKN KATOOKELY KOt 1 padnon
opiletar og aAlayn oto oyfuate evog padnty. Oplopéveg oNUOVTIKEG apyés otV
TAEN amd TN YVOOTIKN YuYoAoyia TEPILAUPAVOLY TV OVCIACTIKY LAON oY), Opydvmo
ka1 enegepyacia. H Bempia tov I'vootikiopov avamtoydnke oc¢ aviidpacn octov
Sounepipopiopd. Ot pev  avtriBevtor otovg de  emedn  évimbBav 0Tl o1
CLUTEPLPOPLOTEG TGTEVAV OTL 1] LAONGN NTOV OTAMG Lo avTIOpaon G€ £vo. EpEOIGHLA

Kol ayvonoav v 10€a 0Tl 1) oKEYN StodpapatiCel oNUOVTIKO pOAO.

H Osmpia tov yvootikicpov ypnoyonoteitatl yio vo eEnynoet tétown Bépata dmmg N
KOW®VIKY amdKTNon poOAov, 1 eveuia Kot n uvnun o oxéon pe v nikic. Mepikol
oo TOLG YVOOTIKOVS oL GLVERoAaY otnv avartuén tng Bswpiag NTav ot Piaget,

Bloom, Bruner.

1.2.3 Owodopopdg

Katd tov Piaget, J. xor Bruner, J.(Wikipedia.com) éva onuovtikd 0épo oto
Bewpntikd mAaiclo eivor 0Tt M pdbnon elvar por evepyn dadkocioo otV omoia ot
pnadntég Kartaokevalovv véeg 10éeg N évvoleg pe Pdom v tpéyovca / Tponyoduevn
yvoon tovs. O ekmoudevopevog  emAEYEl Kol petacynpatifel  mAnpoeopieg,
KataokeLalel vToBEcelg Kot AapPavel amo@dcels, otnpllOUEVN GE L0 YVOGOTIKT OO
yw va 1o kavel. H yvootwkn doun (OnA. to oynua, to VONTKd LOVTEAR) TOPEYEL TV
£Vvolo KOl TNV OpyAvmon OTIS EUTELPIEC KOl EMTPEMEL 6TO ATopo va "vrepPel Tic

TANpoPopieg mov divovron.

Ocov agopd TV OW0CcKOAlD, O EKTOWELTNG TPEMEL VA TPOOTOONGEL Ko va
evBappivel tovg pabntég va avakoivyoovv Tig 101eg Tig apyéc. O exmodevTNC Kot o
padntg Bo mpémer vo cvppetdoyovv oe evepyd O1dAoyo (dMAdT, KOW®VIKN
pnéonon). To kaBnkov tov ekmoudevTn €ivor vo PETOQPACEL TIG TANPOPOPIES OV
TPEMEL VO LABOLV GE LOPPY] KATAAANAN Y10 TNV TPEYOVCO KaTtavonotn Tov pobnt. To
TPOYPALLE CTOVI®V Bal TPETEL VOL OPYOVAOVETUL [LE CTEPOEON TPOTO MGTE O PoONTNG

va Baciletar cuvexde 6e o TA TOV EXOVV 10N HdOEL.

O Bruner, J.(1966) dnAdver 6Tt por Bewpnrtikn dwackoiio Bo mpénel va eEetdlet

téooeplg kupieg mruyés: (1) mpoowdbeon yoo udbnon, (2) TpoOTOVG e TOVG OTOTIOVG
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umopet va doundei éva 6HVoOLo yvdoewV €161 MGTE va pumopel va kotavondel gvkoia
Oamd TOV EKTOOEVOUEVO, 3) TIC TO OMOTEAEGUATIKEG OAANAOLYieS oTIS omoieg Oa
TOPOVGIOCTEL TO VAIKO, Kot (4) T @O Kol TN lEPAPYNON TOV AVIOUOPOV Kol TOV
Tipnopov. Ot kaAég pébodot yio ) doun g yvoong Ba mpénet vor odnynoovv oe
amAomoinon, onuovpyion vEWV TPOTACE®V Kol adénon TG YEPLYDYNONS TOV
mnpogoptdv. O puabntg 1M, YeViKOTEPQ, TO ATOUO KATOOKELALEL TN O1KN TOV TTPO-
OMOTIKN YVAOOT, COLPOVO, [LE TNV ETOIKOSOUNTIKT VITOOEST], EPUNVEDEL LE TO OIKO TOV
TPOTO TNV TPOYUATIKOTNTO TOL £E0PTATOL OO TIG SIKEG TOL 1OEEG KOl TIC VONTIKEG TOL

dopég. O KovoTpouKTIBIoHOG 6TV ekmaidogvon €xel pileg omd TV EMGTNHOAOYI.

1.2.4 Kowovikonoltiopikés Oempieg

Ta televtaio ypdvia givor mo oyvpn N memoidnon OtTL N Yvdon YeEVIKOTEPA Kol M
EMGTNUOVIKN YVOON €01KOTEPA, OtKodopeital o kKowvovikd eninedo (Koung, 2004).
Apa otov emotnpovikd daEova tov Oewpidv Ouodounong g I'voong, kivobvtan kot
ot KowovikonoMrtiopikés Oewpieg, ot omoieg piyvovv 1o BApog TOLC GTOV KOWVWOVIKO
TPOCIOPIoUO NG yvoons. Ov Oewpiec avtég dev umopovv vo avtiinebodv
pobnoaxn dpacTNPOTNTO €M OO TO KOWMVIKO, 1GTOPIKO KOl TOAMTIGUIKO TAAIGLO
pésa 610 omoio dtadpapatiCeTal. LTV KOWOVIKOTOAITIGUIKY] TPOGEYYIoN TG VONGoTG,
Bacwm mapadoyn ivor 0Tt OTOV v ATOUO CUUUETEXEL G' £Vl KOVOVIKO GUGTNHO, T
KOVATOUPO. ALTOD TOV GLUOTNHUOTOG KOl TO, EPYOAEID TOL YPNCUOTOOVVTOL Y10 TNV
emkowvovia (kupiog 1 YAOCOoH) SLUOPPDOVOLY TN YVOGTIKY] TOL GLYKPOTNOT Kot
cuvietoOv Ty pdnong kot eEEMENG. (Pamtng, P 2007, oed. 109, Koung 2004,
oeh. 94-96)

g yevikég YpaupEs, ot Osmpieg avtég vrootnpifovv OTL 11 0IKOIOUNCT TOV YVOGEDV
Aoppdver ydpa o€ ovvepyotwkd mepiPdAdovia, Sopécov  cuiNTHCE®V  TOL
eumepikAeiovy T dMUOVPYIO Kol KOTOVONGT TNG EMKOWOVIOG Kol TNV om0 KOWoL

(neTo&d atopmVy 1 opddwv) vAomoinon dpactnprothtev (Koung, 2004).

2TV KOW®OVIKOTOAMTICUIKN TPOGEYYIoT TG vONong, Pacikr| mapadoyn sivor 0Tt dtav
éva. OTOLO OLUUETEXEL G €vo KOW®VIKO GUGTNUO, 1) KOLATOUPO 0vTOD TOV
GLOTNUOTOG KO TO EPYOAEID TOV YPNGILOTOOVVTIOL YO TNV EMKOVOVia (Kupiwg M
YADOOW) SLUUOPPADOVOLV TN YVOOTIKN TOV GLYKPOTNOT KOl GLVIGTOVV TNYN Wabnong
kot e&€Ménc. TIohd onpoavtikn ot Bewpio TG YvOOTIKNAG avdmtuéng tov Vygotsky
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elvar n évvola g Zovng Emkeipevng Avamtvéng - ZEA (Zone of Proximal
Development - ZPD), tng onoiag PBoaoikodg dEovag ivor i kpiowun yio Thv aviamtuén
dtopecolafnTiky Agttovpyio Tov TEPPAAAOVTOG KOl TOV OTOU®V TOV TPOCPEPOVLY

010 modt fondeta yio v avémruén tov avt. (Pantng & Pamtn 2004; Koung, 2004).

Kvpotepot eknpdocwmol tov Kowwvikonolrtiopuikdv Oswpidv gival o Lev Vygotsky
LE TNV EMKOWVOVIOKT Kol TOMTIGUIKY Oidotacn kat ot Aleksei Leontiev, Alexander
Lumia, Nardi ot omoiot pali pe 1o Vygotsky epufpvevcav t Ocwpio ¢
Apaoctnpromrtag. Ot Bewpieg Tov Vygotsky eivor copminpopatikés autdv tov A.
Bandura, diapopowty| g Bswpiag e Kowvwvikng — yvootikns Oswpios Mabdnong. O
KOTO OPICUEVOVG EPEVVNTEG «Veo- avumepipopiotyisy Bandura vmootpiée mog 1
péonon emépyeTon pE TNV TOPATNPNON KOU UIUNON TPOTUI®V GLUTEPLPOPES

(ITavaywrtaxoroviog, [Tieppakéacg & ITivtérac, 2003).

Mia oyetikd mpdoeatn «Bewpio pabnong yo v yneuoky emoyxn» €onyon og
Bewpia g nabnong pe Paon v mTpodHdheomn OTL 1 YVAOOT VIAPYEL GTOV KOGHO Kot
Oyt oto KepdAl evdc  atdpov  elvar M dlouvoedenévn  nabnon  (m

KOVVEKTIBIGUOC/GUVOETIGHOG).

1.3 Awovvoedepévn nadnon (KovvekTiftopos/cuvoETIGHOGC)

«O  mpofAnuotioucs pov dev givor wAEOV oTO 0TI LWAPYOVY TPOPANuaTo. oTHV

exkmoioevon allo ong Aboegic mov oivovieu. H  teyvoloyio eivou @ilocogia,

10coloyioy...Siemens, G., (2004)

Ov tpeg Bempieg mov mpoavaEPONKAY YPNOLLOTOOVVTAL TEPIGGOTEPO YO TN
onpovpyia kot tn do6uncn Tov pobnciokod mTEPPAALOVIOS KOl TO. OVTIGTOLXO
EMOTNUOAOYIKA TAOiG10 eKTLUAMYONKAY og o mepiodo Omov M TeXvoroyio dev glye
avtiktomo oty pddnon. H teyvoroyio Aeitovpyovoe vmooTnpIKTIKd 6T SlodKacio
™¢ pudonong Kot o TpdmTog YPNONG TOVG GTO YMPO EKTAIBELONG JAUOPPOVOTAV AT
TG apyég g ekdotote Oewpioag. H amdktmon yvoong ywotav poévo pécm g
TUTIKNG-O0CKOAOKEVTIPIKNG EKTOLOEVLONG, TOV EIVOIL TPOYPULUATIGUEVT KO AEITOVPYEL
OTOTIKA KO TOPEXETOL OO EOIKOVG UECH GE EKTTOOEVTIKG Wpvpata. «Etal, avtés ot
Oewplieg eiyov kvplwg e0TIGoEl OTIC OlOOIKOOIES TOD YIVOVIOL EVOOTPOTMTIKGC, KOl
EO1LVQV  TPOTEPALOTNTO. OTO GTOHO KOl TH UAOnon pécw TS QUOIKHG TOPOvCLOS

(Nuyxuraoavng, 2010), ywpic va epunvedovy to meoio e eCwmPoowmKNS uadnons
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(.. yvaoon amobnkeouévn kar o1oxepilouevy amo v teyvoloyia, kabws kal yvaoon

OV TOPAYETOL GTOTO, OE OUGOES KOL OPYOVIGUODS)».

‘Onwg eine n Ap. Maggie Aderin-Pocock, BpaBevpévn apyrtéktovog kot kabnyntplo
navemotnuiov «Ot (wég pog onuepa ivar oxeddv ayvmpIoTES amd OVTEC TPV oo
évav awova. To dwadiktvo éxel oAAGEEL EVIEADG TOV TPOTO OV EMIKOVOVOVLLE, TOV
paBaivovpe kot edéyyovpe Tic {wég pog. Towg mpvl0 ypdvia, n texvoroyio dmwg avn
TV «EELTVeOV cuokev®VY Ba NTav adlovonTn, OAAG ol €EEMEEIC onueEpO HOG
EMTPEMOVV TNV TOPAKOAOVONGN, TOV EAEYYO KOl TN SIUCPAAGT TOV YDPOV LOG LE TO

AT VoG Kovpumov o€ £va smartphone.

Ot podntég onuepa €xovv doPopés amd TOLS AVTIGTOWOVS TPLAVTO YPOVIOL TPLV.
AxoiovBolv véa povomdrtio otV ekmaidevorn Kot pobaivouv pe dapopeTikd TpOTO

amd TOVG TPOKATOYOLS TOVS. (NTrykuracavng, 2010).

H pobnolokég kot madayoyikég Oewpio mov vrootnpifoviar and to Kahoot eivor
aVTEG TOV KOVOTPOLKTIBIGHOL (CONStructivism) kot tov yvooTikod KOVVEKTIBIGHOD

(connectivism).

O George Siemens and Stephen Downes, 2004, avémtvéav o Oswpio yioo v
YNOLOKT emoyn, OV ovopdleton Lo LVOEdENEV uabnon l
KOVVEKTIPIGUOG/GUVOETIGUOG KOTAYYEALOVTAS T OPlOl TOV GUUTEPLUPOPIGHOV, TWOV
YVoOoTiK®V  Beopudv, ToOv Bsopidv  owodounong g yvoong Kol - ToV
KowovikonoArtiopikadv Bsoprov. H mpotevopevn Bewpia pdbnong £xet avoiler pia
dwafovievon yia to av TpokeLTor yio Oempio pdOnong 1 ekmadevtiKng Bewpia 1 ATADS

Y0 oL TOLO Oy @YIKT) Aoym).

Yopeova pe tov Siemens, G., 2004, n Oswpia Tov TapovctdleTat ivol GNUAVTIKY Kot
gykopn, etvan €va epyaleio mov TPEMEL VAL YPNGILOTTOLEITOL 6T pobn ook dtodikacio
v 0ackaAio 1 To TPOYPAULR 6ToLOMV. Eyxel avaykdoel Toug EKTOOEVTIKOVS vV
dovVve amd GAAN OKOMA Tl YIVETOL GTNV YNOLOKY| EKTAIOELOT|, VO EMOVEEETAGOVVE, VO
oL({NTNoOLVE KOl VO PIAOGOPNCOLVE Yl TO MG Toplalel Kabe HEPOG NG oTN
éumpaktn owackoiia. H cuveyng a&oldynon tov tpdémov pe tov omoio kdbe véa
vevid pobaivel GYeETIKA HE TIG 00MYieg KOl TO TPOYPOUUN CTOVOMV EELMNPETEL VA
KPOTNOEL TNV €Kmoidevon o€ vynid mpotvma. Ziyovpo ovt| n Oewpia ailer

deEodkn e&étao.
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Ot Bewpieg pabnong divouv TPOTEPALOTNTO GTO ATONO KOt TN HAOnorm péow g
evokng mapovoiag (Ntiykumacsavng, 2010), yopic va epunvedovv 10 medio TG
eEonpocomikng pddnong (m.y. yvoorn omobnkevpuévn kot dtayepilopevn omd v
TEYVOLOYiD, KOOGS Kot YVMGT TOV TOPAYETUL ATV GE OUAOES KOl OPYOVIGHOVC).

O kovvekTiiopdg/cuvdeTiopog, etval pio Bempio Tov Oev TPEMEL VO GLYYEETOL LE TOV
KovotpoukTIfiopd. O Siemens, G., 2004, tpowbel pia Oewpia pdbnong mov cuvdadet
LE TIG OVAYKEG TNG EKTTAIdELONG Kot Oyt LOVO TOV €1KOGTOV TPMTOL audva. H Bempia
0V, Aopfdaver vToOyn TIg TAGES 0T HABNoM, T™ XPNOM NG TEXVOAOYING Kol T®V
OIKTO®V, Kol TOV TEPIKEKOUUEVO YpOvo muicelag (ong ™G yvoons.  Xuvovdlet
ouvaQY| otoryeior TOAADV HoBNGlaK®OV BE®PLOY, KOWVOVIKOV JOUOV Kol TEXVOAOYIoG
v ™ dnmuovpyion €voc 1oxLPoL Be@PNTIKOL O1KOSOUNUATOG Yoo udnon otnv

YneoKn EToYN.

Ot Baowég apyéc g Olacvvoedepévng panoneg cvvoyilovtar ond tov Siemens
(2004) oto 6Oti, M pabnon kor M yvoon ompilovial TNV TOKIAOUOPQIO. TOV
amoyemv, elvar o dadikacio dlachvdeong egeldikevpévov Koufov 1 myov

TANPOPOPNONG Kol puropel va givat amoOnKeELUEVT] GE GUOKEVEC.

Yvvoyilovtog ) obvdeon dwbackaiiog kot puddnong, o Downes,S., 2010, avaeépet:
«T0 Vo, O1040KETE €ivol Vo LOVTELOTOLEITE Ko VoL ETOEIKVVETE, TO Vo pabaivete elvan

va e&ookeiote kot vo GLAAOYILESTE ».

To 2008, ot G. Siemens xor n S. Downes, (Wikipedia.com) dnuiovpyncov éva
dadiktvoko uabnua mov ovopdletar «'Connectivism and Connective Knowledge /
obvoeon kol Olacvvdedepévn  pabnony. Ilpoddnoce tov  KOVvEKTIPIGHO  ®C
TEPLEYOUEVO, EVD EMYEIPTOE VOL VAOTOMGEL OPIOUEVEG OO TIG 10€€g TOvG. To pabnua
Nrav dwpedv Kol avolytd o OO0V EMBLIOVCE VO GUUUETAGYEL, HE v omd 2000
dropo e 6ho Tov kKOouo va vroypdpel. H @pdon"Massive Open Online Course /
Molwd Avowtd Awdiktvokd Mdabnupa" (MOOC/MAAM) emwvondnke ywoo va

TEPLYPAYEL AVTO TO OVOIKTO LOVTELO.

Eivor éva povtého pabnong mov avayvopilel T TEKTOVIKEG OAAAYES GTNV KOWmVia
O6mov M pabnon dev eivar MALOV Ui €0MTEPIKY], OTOUIKIOTIKY dpactnpdtra. O
TPOTOG e TOV omoio ot dvBpwmotl epydlovion Ko Agttovpyodv petofdiilovtal OTov
ypnopomoovvtal véa gpyoreio. O TopEac TG EKTOUOEVONG EYEL OVOKAAVYEL TOGO
apyd v emidpoon TV véwmv epyolreiov pdOnong 0co Kot Tic TEPPOAAOVTIKEG
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AT P Q I\ALéLIJEL( padntwv yia Sewpieg padnong kot Stéaktika oevapia, epapuoyn tou gamification-naxvionoinong péow tou Aoytoutkou Kahoot! og axolgio Etbikric Aywyric

oto nMAaiolo TG akabNUAIKIG KAl KOWVWVIKIG TOUG CUUITEPIANYNG, ULa IPoagyyLan SLEaKTIkoU oevapiou, €T0L WOTE Aot oL LaOINTES VA LKAVOTTOLOUVTAL KAl val Unv eivat
gudAwrtot otV neptdwpLomnoinon, avantuooovIas Ti§ NYETLKES TOUG LKAVOTITES.

oAayég oe 0, Tt onuaiver va pabet. Toapéyer o dopatikdOtnTa 0TI 0e510TNTES
puébnong kot to KadnKovta mov ypetdloviol ot pabnTég yio vo ELOOKIUNGOVY GE Lol

YNeoKN ETOYN.

IMivakag 1: Zoykpron Kovoetpovktifiopov ko Kovvektifiopov

Kovotpovktifiopog Kovvektifiopog
Piaget, Vygotsky Siemens, Downes
Mog n pédnon | Kowvovi , n évvola | Kataveunbnke eviog
happaver yopa; | dnovpyndnke and SIKTHOV, KOWVMVIKA,
KkéOe pobnm LE TEYVOAOYIKA HéaQ,
TPOCMTIKA EVIGYLHEVT

avayvopilovtag kot
gpunvevovtag potifa
Hapdayovreg Aéopevon ,Zoupetoyn | Howihopopoia tov

mov exnpedalovy | Kowovikomzra, SIKTVOV,
TS Oempieg [ToMtiopog dvvaun TV decUdV,
&KovAitovpa TA0iG10 TOV
ovupaviog/épyov
"Eyel poio IIponyovpevn I'vioon | [lpocappoctikd potifo,
pvijpn, 1 CVOLULYVOETOL LLE TO EKTTPOCOTEITOL M
npoTEPN POV TAOIC10 TPEYOLGO KATAGTAOT)
yvaon, & Aertovpyovv ae diktoa
Mg Méow YHvdeon pe (mpoctnin)
NETOQEPETOL | KOWVOVIKOTOIMGONG KOUPoLS Kot
K01 6OVOEETAL 1) UEYOADVOVTOG TO SiKTVLO
Yvoon; (xowmvikd/evvolohoyikd/
Broloyucdr)
Xapoktnpropds | Kowvoviko, Complex learning,
Tov povtéhov | Acapég, Avedidkpito | rapid changing core,
paénong (avemopkmdg diverse knowledge
TPOGIOPLOUEVO) sources

>HvOetn udonon,

0 TLuPNVa AgrTovpYiog
éxetl eveMéla tayeiog
adhoyng,
SLLPOPOTOINPEVES KL
TOWKIAEC TNYEG YVAOONG

H Oswpia tov Kovvektifiopod oopgova pe tov, Siemens, G., 2004 yopoaktnpileta
®G o ovTavaKAaoT g Kowvoviag pog mtov aArdlel toyvtota. H kowvovia sivor mo
ovvlertn, maykdopo Kot exnpedletor and v avénon g teyvoroyiog. Eivor m
EVOPYNOTPMOT UG TEPITAOKNG aTa&iog 10edv, TOv cvuvdéovtal o€ SIKTVO Yo TN
ONUovPYiot CLYKEKPILEVOY GLUVOA®MY TANPOQOPL®V. Ot TPOTOL YVAOGONG TPOEPYOVTUL
amd po mokidio amoyewv. To dropo dev €xel €heyyo, UAAAOV givon pior cuvepyacio
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TOV CNUEPIVOV 10EDV OTMG PoiveTon amd o Topovcsa mpaypatikdtnta. H Poacikn
oot elval 1n wavotnTo. vo. PAETOVUE TIG GLVOEGES UETOED TOV TNYOV
TANPOPOPNONG KOL VO SALTNPOVLE QTN TH CUVOEST Y10 VO SIEVKOADVOVE TN GLVEXN
puanon. Ot amoedoelc vrootnpilovtar amd Toy€we petofoAilopevo BepeAidon
otoyeio Kabmg 01 VEEC TANPOPOPIEG EVOMUATMVOVTOL YPYOPX Y10 VO ST|UIOVPYHCOVV
éva véo KAl okéync. AVt M ouveEYNG EVNUEPMOT KOl UETOTOMION NG YVAOONG
umopet emiong vo TePLEYETOL EKTOG TOV EKTALOELOUEVOV, OTTMOG G€ pia Bdor dedopuévav
N AN efedikevuévn myn ainpogopidv. Xvveyilovrag o Siemens, G., 2004
avVaQEPEL OTL TO TPMOTO ONUEID TOV KOVVEKTIBIGHOV €ivor To dtopo. H mpoowmikn
YVOON OTOTEAEITAL A0 VAL GUOTNA OIKTV®V, TO 0moio dnpovpyet pio Bdom yvoong,
N omoio LE TN GEPA TNG EMOTPEPEL TNV YVOOT TG® 610 cuoTNUa. To dtopo cuveyilet
TOV KOKAO NG OvATTLUENG NG Yvoong e v mpocPacn tov oto cvotnua. To
mAeoVEKTNIA etvan OTL évag pantig pmopel vo mapapeivel evepyds 6€ 0mol0dNmoTE
Oépa péow TV ovvdéocemv mov Eyel ompovpynoel.  Evtdg  omorovdnmote
KaOOPIoUEVOD KOWVOVIKOD SIKTOOV, LIAPYEL E0TIOGCT Y10 OUASES ATOUMV UE KOWO
010)0. Mmopovv vo Tpowbcovy Kot vo SloTnPioovy Uid KOAG opyovouévn pon

yvoong (Siemens, 2004).
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KE®AAAIO 2°.

2. Ewu| Exknaidogvon, evvororoyikoi mpocdtlopiopoi Erdikiig
Exnaiogvong

> onuepwny emoyn, M Ewwn Eknaidevon oamotehel évav véo Ko To€mg
eEeMooopevo avtdévopo KA Tov mediov tv  AvBpomiotik®v Emomuov tov
omoiov To0 Paocikd mEPEYOUEVO cuvioTaTal, otn UeBodIKN HEAET Kot  dwoyeipiom
TSIV SloPOPOV NAMKIOV TOL PEPOLV EOIKEG EKTALOEVTIKEG OVAYKES, 0€ OAO TO
QOO0 TOV YVOOTIKOV KOl GUUTEPIPOPIKOV TOVG ekdniwoewv. H mopoamdvo
EVVOLOAOYIKT] TPOGEYYIOT EMKEVIPOVETOL OO TN L0, GTNV OTOTVTMCT] TOL KAVIKOD
TPoeik TV &v AdY® poNTOV KOOGS Kol TOV EVOEYOUEVOV OPOPOV TOV OVTA
enpaviCouv ouyKpvopevo pe HonTég TVMIKNG avartuéng dtog nAkiog Kot amd v
GAAY, OE TPOKTIKEG KO TEXVIKEG TOV dVVOVTAL VO EQOPUOLOVTAL GTN GYOAKY| TAEN
KOl YEVIKOTEPX GTO GYOMKO GLYKEIEVO, £T01 OGTE Vo emtevyDel  avéloyn Pertimon
TOUG Kol KOt~ €mMEKTOON 1 PeATiopévn mordtntoag Lmng Toug otV Kadnueptvotntd
T0VG. Q6TOG0 HOAOVOTL GLVIGTA avTOVOopo KAAdo M Edwn Exmaidevon dwokpivetot
and JEMOTNUOVIKOTNTA, O1OTL 1] TOAVTAOKOTNTO, TOL OVTIKEWEVOL NG, Kahotd
avaykaio T SpKy cvvepyasio TG Kol HE GAAOVG EMGTNUOVIKOVG KAAOOUG EKTOC
mg Iowvayoywmeg, onog pe v emomun ¢ Poyxoroyiag Kiwikrg o
Avantuélokng, g loTpikng Kot Tov cuVOEOV EWOTKOTT®V TOV LEAETOVV TNV TOLOTKY|
avémtuén kon mtaboroyio onwg [Hodoyvyatpikn kon [Hodovevporoyio kabdS Kot pe
Kowovikovg Agttovpyovs, Aoyobepamevtég, Puoikobepanevtég K.t.A. H ev Adyw
ocvuvepyacio  Kpiveton KouPikng onuociog, OW0TL o kébe emoTHUOVAS OV
dpaoctnpronotleiton otov ywpo ¢ Ewvikng Exmaidevong emiPaireton Adyw 0éong, va
yvopilel enapk®g Ta KOOOAKE YopaKTNPIoTIKE, TO VONTIKO Kol WYLYXOAOYIKO TPOPIA
TOV OO0V U1 TUTKNG OVATTUENG OAAG KOt TIG EVOEXOUEVES OLOPOPEG TOV LE TTodLA

TUTIKNG avamTLéng (Xtaovog, 2016).

Avolvtikotepo, 1 Ewdwn Exnaidevon ovvatar vo mpocdloplotel pe Sdpopes
EVVOLOAOYIKEG TPOCEYYIGELS, OVAAOYO [LE TOV GKOTO GTOV 0Toio £0TIdlEL KAOE o omd
avtés. Aniaon, n Ewdwm Exmaidevon umopel va opiotel og vopoBetikn pvbuon pe
TV om0l KOTOYLPMVETOL OIKOIMUO OTOVG KNOEUOVEG HaONTOV pE  E101KEG

EKTTOLOEVTIKEG OVAYKES, YO CLUUETOYN OTN ANYN OMOQACE®V CYETIKOV HE TN
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oYEOIO0N  EKTOUOEVTIKMOV TPOYPUUUATOV KATAIAANA®V Y10l TOLG GUYKEKPLUEVOLC
nadntés. No mpocdlopiotel pe Paorn  O101KNTIKNY TG EKEPOCT OTOTEADVTOS Lo
amod TIC TTVYXEG TNG EKMOLOEVTIKNG KOl OIKOVOUIKNG TOAITIKNG €VOC KPATOLG
kaBopilovtag Pacikd ekmodevtikd Oépata oxeTikd pe ™ Asrtovpyion TV oYOAEi®V.
Emniéov, n Ewdwn Exnaidevon dvvatonr vo mpoceyyiotel Aapfdvovtag vmoyn v
KOWMOVIOAOYIKN-TIOATIKY] TNG £KPOVOT, OC amoppota Tov AvOpomiotikav Kivnudtov
oT0 Omoio. OVTIKOTOTTPILETOL 1 GALOY OTAGE®V TOL KOWMOVIKOU GLUVOAOL KOl M
OLUUPBOA] TOV OTNV GOTIUN HETAXEIPION TOV OTOH®V UE EWOIKEG  EKTOLOEVTIKEG

OVAYKEG OTOV EKTOOEVTIKO OALA KOl GTOV KOWVMVIKO TOUEQ.

[Topora avtd, ot kol EMOTAROVES TPOGIOPILOVY TO OLGLDOEG TEPLEYOUEVO TNG
Ewwmg Exnaidevong amodidoviag tov ottt d1doTtocn onAadn o¢ TPOCUPUOGTIKN 1|
TPOTOTOMNTIKY]  OladIKOGIo TV OO0KTIKOV  UeBOSOV  OTIC OTOMKEG  ELOTKEC
EKTOOEVTIKEG avAYKES TOV KOOE pobNT Kot TOPOAANAL ®G TPOKTIKY TPOANYNG,
Bepamneiog, aviiotdduiong ntot mapéupaocng otig evoeyodueves SVOKOAMES TOV PEPOLV

ot gv AOym pabntég Kot ot onoieg amocapnvitoviar akorovbwg (Xtacivog, 2016).

2.1 H Avvaxktikn owaotaon ¢ Ewdung Exnaidgvong

H Ewum Exknaidevon amoterel katd k0plo Adyo d10acKaAio oyeOIOGUEVN LUE EOIKO
TPOTO MOTE VO OVTOTOKPIVETOL OTIG OTOMKES EKTOIOELTIKEG OVAYKES TOL KAOE
pant. To mepeydpevo g kabopiletar ovolactikd Aapfdvovrog vadyn To
TPOCHOTO TOL AAANAOETOPOVV KATA TN SWOUKTIKY dtodkacia, Tn dOacKOUEV VAN,
ToV YOpo oeaymyng owackoMag KaODS Kol TG YPNOULOTOIOVUEVEG OIOUKTIKES
pnefodovs.  Avagopikd pHE TO TPOCHOTO. TOL OAANAOETIOPOVV GTN O00CKUAID M
TPocoyn opeidetal v eoTidleTon GTOV 1010 TOV HaBNTN oL EEPEL TNV EVOEXOUEV
dvokoAioe M opopévn dwTapay] M oMol WOPAYEL KOl TIG OTOMIKEG ELOKEG
EKTTOOEVTIKEG TOL OVAYKEC Kol OUVETMG EMPAAAEL TNV €QOPUOYN OOUKTIKOD
wpoyplupatoc eéatopkevpuévov mov Ba avTomokpivetal 610 KMVIKO TPoPik TOL
paont Ko Ba dHvator va vrepPet Tig épovceg SuoKoAeg Tov. XtV OAN dadtKacio
voeiotatal emiong 1 EUTAOKT TOGO TOL EKTOOEVLTIKOV TNG TUTIKNG GYOAKNG TAENG 660
KOl TOV €01KA KOTOPTICUEVOD EKTOLOEVTIKOD TTOV EVOEYOUEVMG VO LV O10GACKOVY
KOTA TN OGPKELD O00KTIKNG MPOS, KaBMG Kot 1 EUTAOKY] OEMGTNIOVIKNG OUAdOG
€101KOV EKTALOEVTIKOD TPOCOTIKOL (Xtaiotvog, 2016).
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Yxetikd pe to TmEpleyOpEvo dackouevng VANG ailer va onueiwbel o6t awtd
SwpoppmveTol pe Paon TV HOPPN  EWIKOV  EKTOOEVTIKOV OVAYK®OV OV
ekdnidvouy  To oSl eV  KpiveTow  ovoykoio M katdktnon  delotitev
AVTOEELANPETNONG, KOWOVIKOV 0eEl0TNTOV KOl YEVIKOTEPA PaCIK®V OeEI0TNTOV.
Avtd umopel va emtevyfel p€o® KATAAANAQ TPOYPOUUOTICUEVOV, EVIOTIKOV Kol
CLOTNUOTIKOV JOUKTIKOV gvepyeldv. [ldpavta og KATOEG TEPMTOCELS OL HLoONTEG
HE €0KEG EKTOOEVTIKES avayKeg eMPBAAAETOL €KTOC amd TIC Pacikég de&10TnTEG, VO
ddayBovV Kot ovTIGTAOUIGTIKEG 0£E1OTNTEG TOV SVVATAL VO EAAYIGTOTON|GOVY TOAVA

eMEIPOTA TOVG 0 GALQ TTEDTOL.

Oocov apopd Tov xdpo deEaymyng dwackariog kpivetar emPefAnuévo vo emredeiton
OTO YEVIKO  OYOAEL0 TNG TEPLOYNG OLOLOVIG TOVG OOV POLTOVV KOl Ol GUVOUNALKOL
TOVG HOONTEC, TOALTIKY) OVCLUGTIKG 7TOV OVOOEIKVOETOL Kot omtd Tn Alaknpvén e
Yorapavko (UNESCO, 1994). Opwg vyio vo amoPel emtuoynuévo éva TETO10
eyxeipnua eivor avaykoic oto &v A0y oyxoAleio @oitmong, m Vmapén €01KA
KOTOPTIGUEVOL  EKTOOEVTIKOD  TPOCMOTIKOV, EMOTNUOVIKOV-  VTOGTNPIKTIKOD
TPOCHOTIKOD, GYOMKOV Bonddv-cuvodmv, avaioyov S10aKTIKOD LAKOD Kabmg Kot
VMKOTEYVIKNG  LTOdoUNG, mpobmobécelc oniadr mov Bo  Asitovpynoovv cuvv
EMKOVPIKE Kot Bo evioyvoovy TNV KaBOAMKY GULUUETOY| TV HaONTOV o€ OleG
aveEapétmg TIg dpacTNPOTNTEG NG KoONUeEPWNS oxoAkng Comg. Qotdéco éva
YOUNAO TOGOGTO UaBNTAOV oL EEPOLY 1Wwitepa Papléc avemapKeleS evogikvuTaL VoL
QOITd 0 OYOAIKEG HOVAOES EOIKNG AY®YNG OTOL TOPEYETOL 1 KATAAANAN o1 piEn
OTOUIKN Kot O100KTIKY, EVA 1) €KTaidevomn Tovg €oTidlel otV omdkTnon deEloT TV
KOONUEPVOTNTOG KO ETAYYEAUATIKNG EVAGYOANONG €PAPUOLOVTOS TPAKTIKES OMMC

Yo Topdoetypa n dtomn nanon.

Evtovtolg, n emkpotovca Tdon otov  debviy eKmodevTikKd  yopo  ivon M
eloyrotomoinon VIOPENG TOV TPOUVUPEPOUEVOV GYOAKAOV TAOLGIOV KOl 1 TOPOYN|
VTOGTNPIKTIKAOV EVEPYEIDV, DGTE VO GLUTEPIANPOOVV o1 paBnTég e Totkileg LopPEG
EOIKMOV EKTOLOEVTIKMY OVOYK®OV GTO TUTIKO GYOAMKO OAAL KOl GTO TLUTIKO KOWVOVIKO
nepPaAlov, @LUAocoPio. GAAMGTE MOV GULUTOPEVETOL HE TANOOPO  GLVAPDV

dlaknpvéewv Tig Terevtaieg dekaetieg (Xtaovog, 2016).

Avagpopikd pe tov tpdémo oOeEaywyne g OackaAiog yivetal OloKpitd OTL
emPAALeETOL VO, EIVOL SLOPOPOTOINUEVT] GUYKPITIKA UE QTN TOV EQAPUOLETOL GTOVG
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HaONTEG TUTIKNG AVATTLENG OVCLACTIKA ONANOT VO EVOPUOVICETOL [E TIG 1010HTEPEG
EKTOOEVTIKEG avAyKeEC TOV KAOe pobntn avaroya pe ) coPapdtnto Kot T eHON TG
duokoMog mov ekdNAMVEL  Xg TEPITTOON ONANON OV POITOHV GTN GYOMKY| TAEN
HoONTEG PE OMTIKN 1 OKOVOTIKN OTAOAEW O EKTOLOEVTIKOG EWOIKNG EMIGTILOVIKNG
KOTAPTIONG EMKOWMVEL e TOVG UAONTES YPOUOTOIMVTOS OVTIGTOTY0 OKOVGTIKO 1)
OnTIKO VAIKO, vonpatikny ylmooo, ypaen Braille kabmg kot oavdioyo Aoyiopukd
AVTAOVTOG TIG dVVATOTNTES VENS TEYVOAOYIOG, DOTE VO avTIGTOOUIGEL TIG O10aKTIKEG
avaykeg TOV pHontdv mov eEPovV To. avtioToryo eAAEippOTO. ZE aVTO TO oMUElo
Oumc vo avaeepfel, OTL KOTd TN HEYOADTEPN SLAPKELD TNG OOUCKOAMOG TPEMEL VL
epappoloviar OaxTiKéS péBodol eviaieg yio tovg pantég dote va amo@evyfodv
YOV avtifeTo amoteAéopato amd OVTE TOL EMAUOKOVTOL, ONANdN ovemBHUNTO
CLUVOGOMLOTO KO EVOVTIMUOATIKEG GUUTEPIPOPIKEG EKONAMGELS TOV TOUSIDV TUTIKNG

N un tomkng avantuéng (Xtaovog, 2016).

OloxAnpovovtag kpivetal avaykaio vo onpetmdel, 0Tt 0 EMTUYNUEVOS EKTOOEVTIKOG
o omoiog dwdokel oe éva oyxohelo oto omoio eQoapudleTOl 1M GULUTEPIANTTIKN
Qrocoio opeilel va TPooEeDYEL OOPKAOG pe eveMElD Ko KOVOTOUIO GE TOTKIAEG
OWOKTIKEG TPOGEYYIGELS KOl DTOGTNPIKTIKEG EVEPYEEG  OTO TAOIGLO TS TAENG, Vo
TOPAYEL KOL VO YPNCLUOTTOLEL E101KO YNPLaKO VAIKO pe to omoio Ba gvepyomotovvTot
6ot o1 pafntég, va eotidlel otov pobnotakd tHmo tov Kabe Tod1ov, Vo TPowbel Kot
Vo gvioyvel 10 OeTikd KMpo kol vo cuvePYALETOL OTOTEAEGUOTIKA [LE TOVS EOIKOVG
EKTOOEVTIKOVG OAAA KOl LE TO EEEIOIKEVILEVO VTTOGTIPIKTIKO TPOCOTIKO TNG GYOMKNG

povéodag (Xtacwvog, 2016).

2.2 H Hopeppatikn dwdotaon e Ewdwknc Exraidogvong

H mopeppatikn ddotaon g Ewdwng Exnaidevong e€edicoetan o€ po Aoyikn cepd
JPACTNPLOTHTMOV TOV OTTOGKOTOVV GT LEIMOT] KO EVOEYOUEVIOS GTNV EANYLGTOTOINGN
TOV €K ONAOVUEVOV SVOKOMMDV TOL PEPEL TO OO LE EOIKEG EKTOOEVTIKES OVAYKEG,
01 0Toieg SLGYEPALIVOLV TNV 10OTIUN WPEAELD TOV, GE GYEOT LLE TOVS GLVOUNALKOVS TOV
poONTég, amd 10 AVAALTIKO TPOYPOLLO TOL £QAPUOLETOL GTO GYOAIKO TAaiclo. Me
avtd Tov TpOémMOo 10 Todl B pmopel Vo AmOdMGEL TO HEYIGTO TMV KAVOTHTOV TOV,
KATAGTAOT TOV ££EMKTIKA Ba TpoONGEL TNV EVEPYN KOl IGOTIUY] GUULETOYY| TOV GTO.
oyxolkd opopeva. EEaAlov, n mapepPartikr) owdotaon g Edwkng Exmaidevong

avadeIkVOETAL omd TANOOC EPELVNTIKOV UHEAETOV KAODG KOL CLGGMOPEVLUEVNG

36
Authwpotiki Epyacia



[TANEIIETHMIO

I_I AT P Q N‘(dl{lel( padntwv yia Sewpieg padnong kot Stéaktika oevapia, epapuoyn tou gamification-naxvionoinong péow tou Aoytoutkou Kahoot! og axolgio Etbikric Aywyric
oto nMAaiolo TG akabNUAIKIG KAl KOWVWVIKIG TOUG CUUITEPIANYNG, ULa IPoagyyLan SLEaKTIkoU oevapiou, €T0L WOTE Aot oL LaOINTES VA LKAVOTTOLOUVTAL KAl val Unv eivat
gudAwrtot otV neptdwpLomnoinon, avantuooovIas Ti§ NYETLKES TOUG LKAVOTITES.

eUTEPIOG EKTOLOEVTIKAOV EOIKNG EMOTNUOVIKNG KATAPTIONG, COUPMVA UE TIG OTOIEG
TO PACUO SLOTAPOYDV OTA AL TOGO TOV NIV OGO Kol TV Gofapidv, Tapovctdlet
Un  otoTikd  XOpaKTAPO Apo  veicTavTol avéioyo meplBoplo  PEATIOTIKOV

napepPacewv (Ztacwog, 2016).

H mapepPatikn dwbdotaon g Ewdwkng Exnaidevong cvvictatol otig tpeic HopeEs g
TPOAYNG, TG Bepaneiog Ko g avtiotdOuions. Ewdwotepa, n mpaktiky] viofétnong
TPOANTTIKAOV LETP®V SVVOTOL VO ATOOMGEL BEATIOTA ATOTEAEGHATO OV EQapUOlovTal
TPOWO OTNV TPOGYOAMKN MAKio Tov moudov.  Kpiveton kouPwkng onupaciog m
TPOKTIKY TPOANYNG va €0TIalel 6TV TapOTPLVOT Kol evOappvven tov Todod va
KataKToel Pacikés deE10TNTEG TIG 0moieg GuVOUNAKEA TOVL TTondld KaTaKToOV ofiacTa.
Qo61660, TAPA TNV OTOTELECUATIKOTNTO OV SOKPIVEL TNV TPOANTTIKY TPOKTIKY OEV
a&lomombnke avardymg oV TEPITTOON TAOIDV HE S1APOPESG LOPPES EALEIUUATOV I
OLOKOADV, TOpd HOVO GE OWKOVOMIKA OVETTLYHEVO Kpdtn. Evo n mpoaxtikn
Oepameiog Kot 1 TPAKTIKY OVTICTAOMONG NTAV AVTEG OV akoAoLONONKay amd v
Ewwr Exnaidoevon 1660 oty apyikn g Lopen 060 Kot 6TO TEAOG TOV TEPAUCUEVOL
alOVO, KOl OTOCKOTOVoOV, GTNV LIOGTPEN TOL Toudloy MOTE Vo emtevydel 1
QLTOVOUN KOt 1] LEYAAVTEPT] dUVATH OPOGTNPLOTOINGCT TOV GTO KOWMVIKO GLYKEILEVO

(Ztaowog, 2016).

Yvykekpuéva, 1 Oepamevtikn poper| mopéufacng n omoio tovtiletor pe TOV SOKILO
O6po amokatdctacn anofAénet otn Sdackaiior TOL TOOOD UE EWOKEG EKTOLOEVTIKEG
avlykeg  aKOONUATKOV OeE0TNTOV, KOWOVIKAV, 0VTOSELTNPETNONG KaODS Kot
EMAYYEALATIKOV O0E10TTOV Kot OlamepvATE Omd TN GLA0GOoQia OTL TO TOPOTAVE®
ool xpnlovv 101KNG dloyelpIong Kol LITOSTNPIENS, DOTE VO KOATOGTOVV 1KOVA VO
npocapuolovial oe Eva cuVEYMG UETAROAAOUEVO KOWmVIKO mepBdAiov. Amd v
GAAN pepld ol TPOKTIKES AVTICTAOMONG OmOcKOTOUV otnv ekuddnorn Poacikov
OeE0TNTOV TOL TAd10D OV PEPEL OVOKOAMES TOIKIANG LOPPNG LE TIC OTTOiEG dVuVATOL
va gvioyvbel, ot ypnon Pondntikod teyViKod pHEGOL 1 6€ GTOYXELUEVT EEdoKNON OE
optopévn dpactnplotnta 1 onoio Bo aTodMCEL AVTICTUOUOTIKA 0PEAT GE OPIoUEVA

eMeipparto tov (Ztacwoc, 2016).

YOoppove pe to mopamdve  yivetar Swokpitd O6tL 0 yopoaktpag tng Ewdwmg
Exnaidevong arotvndveral oe 600 aAAnAévdeta edia dpdong . Edikdtepa, oto éva
nedio Oegdyeton eMOTOUEV] HEAETN Ko €PELVO. TOL TOAVGVUVOETOV YVIOGTIKOV
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OVTIKEWEVOL NG, ONANON TOV QPACUOTOS OPOP®Y  HOPP®V  OlOTOPOYDV  TOL
EKONA®VOLY Tondld OAwV TV NAKIOV. Evd oto dAdo medio, n Edwkn Exnaidevon
amomelpdTal Vo UETOPAALEL TOL GLOCMOPEVUEVO TOPIGUOTA EPELVAV KOOMOG Kot
KAVIKOV TOpATNPNOEDV, GE GTOXEVIEVT GYOAIKN TPOKTIKY 1 omoie amoPfAEnel otV
TPOYPUUUATIGUEVT HeBOOIKN otNPIEn TOL TTadlod GTOV YVMOTIKO KaOMG Kol GTOV
cvvalcOnuotikd touéa, Mote va eival oe BEoT Vo OpaGTNPLOTOLEITOL VTOVOLN Kot
evepyd ®¢g 160TIHO PENOC €VOG O10PKAOG UETAPOAAOUEVOL KOWWMVIKOD GLUVOALOL

(Ztaowvog, 2016).

2.3 TOmol E101KOV EKTULOEVTIKAV AVAYKOV

To pdaopo TV E0IKOV EKTAUOELTIKOV avayKav e&elMocetat o€ évo TAaty medio, TO
omoio eumepiéyel TAN00G TEPIMTOCEDV TdIDV UE TOKIAEG advvapies 1 eEAAeippoTo
aAAG Kot Stopopetikod Pabuov cofapdtrag. Emouévog, ot e1d1kég eKmadenTikég
avdykeg ekdnAmvovtat pe moAhamAés popeés. Etvor yeyovog 0t opiopéveg amd ovtéc
OMM®G 1 OMTIKY] KO 1) AKOVGTIKN OmMAEW evtomilovTol GyeTkd €0KOAN GE GYEoT UE
OPIOUEVEG GALEC EKTTOUOEVTIKEG AVAYKEG OTIMG Ol VONTIKEG, Ol LoONGLoKEG SVOKOAES
oAAG Kot ot ovvaicOnuatikég Satapoyés mov mpoodopilovtar mo  SVoKOAN

(ZarBopac, 2013).

AvoALTIKOTEPQ, OVALESH OTIC HOPPEG TOV TOPOVGLALOVY Ol EIOIKEC EKTOOEVTIKECG
avAayKeg LEICTOTOL 1) VONTIKY VOTEPNOT|, L0 THOOAOYIKN KATAGTOGT) TOL EKONADVETOL
Katd v avortuélokn mepiodo kot SoKPIVETOL Omd VONTIKY IKOVOTNTO YOUNAOTEPN
amd TOV HEGO OPO EVM GLVLTAPYEL HE UEWOUEVN ETIONG TPOGOPUOCTIKY IKOVOTNTOL.
Ev ovveyela, ov pobnotlokéc dvokoAMeg mOL AmOTEAOVV o GAAN HOPPN EWOIKOV
EKTOLOEVTIKAV OVOYKADV GUVIGTMOVTOG L0 ETEPOYEVI] OLAd0 SLOTAPAXDV, Ol OTOLES
napovctaloviot He coPapég SVOGKOAEG GTNV AVAYVOOTIKY KOVOTNTO, GTOV YPOTTO
Adyo, oV 1KavOTNTO O0KPOOONG, OTY] GLAAOYIOTIKY] KOU HOOMUOTIKY 1KOvOTNTO.
Qo1060, 01 TOPATAVE SVOKOAIEG €lval SLVATO VO GLUVLTTAPYOLV LE GUUTEPIPOPIKA
TpoPANUate 0T EAAELYN OVTOEAEYXOV, KOWMOVIKNG OAANAEYYONG KOl ovTIANyYNg
(ZarBapdg, 2013).

Mw  emmAéov  Kotnyopio  EOIKOV  EKTOUOEVTIKAOV — OVOYKAV — OTOTEAOLV Ol
CUUTEPLPOPIKES KOl CLVOICONUATIKEG OVOKOAMEG Yoo TV omoio OHMG dev €xet
VIEPIGYVOEL EvaG KOOOMKOS OpIoHOG, EPOGOV Oev Exel mponyndel 1 arocaEvion Tov

TEPLEYOUEVOD TNG WLYIKNG vyelog pe v omoio emMPAAAETAL VO GULGYETIOTEL
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[Tapavta, T0O GUVOAO TOV EMGTNUOVOV TOV HEAETOLV TO &V AOY® QUIVOUEVO
CLUP®VOVV GE KATOLL KOWA XOPUKTNPIOTIKA TTov elvan oe B€omn va mpocdlopicovv
NV SOTOPAYIEVT] CUUTEPLPOPE KOl TO OTOI0 AVOPEPOVTOL GTY| GUUTEPLPOPE TTOV
dwpopomoleitor 6 onuovtikd Pabud and ™ cvvnBiouévn, sivar dapkng kot Oyt
TPOGKALPN EVA OV dHVATAL VO Elval OT0dEKT AOY® TOV ETIKPATOVVTI®V KOWVOVIKMDV

KOl TOMTIGTIKOV OVTIAWYE®V VO OPIGUEVOD KOVMVIKOD GLVOAOL (ZTacvog, 2016).

Eminpoofétme,  eAAEYHOTIKY] TPOGOYN-VIEPKIVNTIKOTNTO 1) OTO10L GUVOIEVETAL OTTO
JVOKOAD GLYKEVIPWOGONG TPOGOYNG, AOLVALIO EAEYXOV TOPOPUNTIKDOV GUUTEPLPOPDV,
VREPKIVNTIKOTNTO KOl avépyetol mepinov o mocootd 3%-5% tov  padntikov
GLVOAOVL, OOTEAEL OO L0, LOPOT] EWOIKADV EKTOLOEVTIKOV OVaYK®MV. AKOA0VO®G Ot
acOnmplokés PAAPEG OMTIKNAG N AKOVGTIKNG OUTIOAOYIOG Kol EVOEXOUEVOS WKTNG
koBmOg Kol To KNtk €AAEIUUOTO  CLUVIOTOVUV  €mIONG  KATNYOpPieg EWOKMV
EKTAOEVTIKOV avoyK®OV. Emouévmg, 1o moAdmievpo medio Kot 11 HOVASIKOTNTO TWV
TPOCHOTIKMV EKTAUOEVTIKOV avoyK®V Tov k6Be mondiov emPorier v  €101KN
Sloxelpon Kot TV KOVOTOUO £QAPUOYN KATAAANA®V Kol EVEMKTOV TPOKTIKOV GTO

ooAIKO Thaicto (ZaAPapdg, 2013).

2.4 Totopwn dwdpoun Erwdwknig Exraidocvong otov Atedviy ko EALadké ydpo

e Babog ypdvov dumotdvetar, 0Tl N w6topikn dadpoun g Ewvumg Exmaidevong
dwmépace mowiAa 6Tddl avamTLEng, Ta Omoio TV ATOAVTA EVOPUOVIGUEVO LE TIG
EKOOTOTE OVTIMYELS KOl OTAGELS TOV KLPLLPYOVGAV GTO KOWMOVIKO GHVOLO, KOOMDG
KOl UE TG LOTOPIKES, TOMTIKES KOl TOAMTIOTIKEG GLVONKEG MOV EMKPATOVCAV TNV
avTioToyn €moyN Ko cLVET®MS KoBOp1lav avordymG TOV GKOTO KOl TO TEPLEYOUEVO
™m¢ (BAayov, Adackdiov & TTorandvov, 2012). Ot apyikéc S180KTIKEC TPOOEYYIOELS
npoypotonoOnkay oto téAn tov 18” wdva, mpdTo oe moudid mov EPepav
acsONTPLokéc avendpkeleg Kot Kotomy, otig apyés Tov 19%° adve oe moudid wov
Epepav VONTIKG eAAElIOTO KOl GUVOICONUATIKEG OOTAPOYEG LLE EMKPATOVCH TNV
TOMTIKT]  1OPLUOTICHOD  ®G TPOKTIKY]  OVTIUETOMIONG TOovs. O exmadevTikdg
Yopaxtpog oty avantuén g Ewwme exmaidevong emqA0e Babuiaio mepimov amd
o TEAN Tov 19%” audva £0¢ TIG UEPEC G, LE UETATPOTH TNG EMIKPATOVCOG TOMTIKNG
WPLUOTIGHOV G€ TOMTIKY omoidpvpatiopov. [Have o Pdon avtn, Wpudnkav Kot
OeopobetOnKov o1 aLTOVOUES EKTONOEVTIKEG LOVAOES GE OVEEAPTNTOVS YMPOLVS (

Ytaowog, 2016).
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Xe avutd to onueio a&iler va avaeepbel, OTL avaAoyn e TO HOVTEAO epuUNVElNG TNG
avammpiog Tov Kuplapyovoe TNV €KACTOTE TEPI000 AKOAOVHOVGE KOt 1) OVTILETMION
G 0€ KOWMOVIKO OALL KOl EKTOLOEVTIKO EMIMEDD. TNV TPOAVAPEPOUEVT] TEPIODO
KLPLOLPYOVGE TO WTPIKO HOVTELO TO 0Toio £01ve Epeact oty TaboAoyio TOv ATOUOV,
ONAadn ovclaoTIKA £0TiOlE OTO EAAEIUUOTIKO YOPOKTNPLOTIKO TOL otdpov (BAdyov,
Awackdariov & Tlamavavov, 2012). Ev cvveyeia, 1 tdomn yio KpiTiki 610 ETKPATOVV
0TPIKO HOVTEAO KaTA TN Sudpkela TG dekaetiag tov 70, avédelle t0 KOWWOVIKO
LOVTEAO epUNVELOG TNG avomnpiog COLPOVO e TO OTOI0 OV GTOYOMOLEITOL TO GTOLO
OV PEPEL TNV ovOTnpio. 0ALA 1 VPLOTAUEVT) KOVmVIKY opydvawon (Kovtdvtog, 2005).
Kotd cvvémela avapideTor 1 TOMTIKY TG £VIAENS KOl EVOOUATMOONG TOV TUOLDV TOL
QEPOVV E10IKEG EKTTOOEVTIKES avaykeg 610 cvuvnbiocuévo oyoleio. Eved ota tékn
TEPITOV TOL MEPAGUEVOL ALDVA APYIGE Vo TIBETAL GE EPOPLOYT TOGO GTOV EVPMOTAIKO

0G0 KoL 6TOV O1EBV] YDOPO 1M CLUTEPIANTTIKN PLAOGOGi0 TG ekTaidgvong (ETacvog,

2016).

Ocov agopd v Ewdwn Exknaidevon otov €hAadikd ydpo, dSmiotdvetal OTL
ovpmopevnKe oyedov pe v avortvélokn dwadpoun e Ewdwng Exnaidevong oty
Evpdnn omd 11¢ apyés tov 20°° audva og ™ onuepvi enoyn. Apyikd koplapynoce n
WOOTIKY TPOTOPOVALN e 10101TEPO EVIOPEPOV TPOG TOL TOOLYL LLE OTTIKY| AVETAPKELDL
KOl HETEMELTA. GE OVTO PE VONTIKY] VOTEPNON Kot cvvalcOnuatikég datapayés. To
opyavopévo Kpdartog evenhdkn otov yopo g Ewdwmg Exnmaidevong oyeddv petd to
1950 evad o apykdg vopog yneiotnke oty apyf tov 1980 ko akoilovOnoav Kot
Lot vopol pe Baowod tov N. 3699/2008 - ®EK. 199 -A- 2-10-2008 'Ewdwkry Ayoyn

kot Exmaidevon atopmv pe avomnpio 1 pe €18.ekm/kéG avaykes' (Xtaowvog, 2016).

2.5 Evvolworoyiki] dudotaon g Tvprnepunrtikne Exnaidgvong

Onwc éxer oM avagepBel ota 1€An mepimov 1OV TEPACUEVOL OudVA, GPYLoE VO
avOQEUETOL 1 €Vvoll NG OCLUTEPIANYNG KOl TOV OCYETIKOV  EVVOLOAOYIKMOV
TPOCOOPICUMV TNG, GE OAPOPA KPATN GTOV €VPOMTOIKO Kol oTov Oebvry ydpo.
Qo61660, OV VILAPYEL TANPNG TAVTION GTOV TPOTO AVTIANYNG Kol EPAPLOYNG TG, TOGO
HETOED TOV YOPOV OALL KOl HEGO OTNV 1010 YOpo apKeTEG Popéc. Edikdtepa, m
CLUUTEPIANYN AVAQEPETOL GE U0 EKTOLOELTIKY @LAOCOPi0. OV OmoPAEmEL oIV
GOTIUN GUUUETOYN OA®V TOV HoONTOV aveEapétmg o€ OAEG TIG OKOOMUOIKEG Kot
KOW®VIKEG OpacTnPOTNTEG TOL GLVNOIGUEVOD YeVIKOD OYOAEloL Kol Oyl HOVO OTN
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OLUUETOYN TOV 7OV Tov £xovv kpllel ¢ vo @EPOLV EOIKEG EKTONOEVTIKEG
avaykeg (Ayyeiidng, 2011). ITo ovykekpyévo 1 GCULUTEPIANTTIKY] QLA0GOQia
eopaletal, otnv dpomn ekeivov TOV TOPAYOVIOV TOL OpOLV MG TPOYOTESN, GTNV
WGOTIUN TPOCPOCT KOl GUUUETOYN OA®V T®V HAONTOV TOL TLYYXAVOLV EVAAWMTOL
nepldwplomoinong, otnv eKMOOEVTIKN Kol podnotlokn owadikacio (AyyeAidng &
ABpaapioov, 2011). Zvviotd poe aévon O0dKOGIOL TOV EMIKEVIPMOVETOL GTNV
EKTETAUEVT] LAONTIKY) GUUUETOY KoL TNV €EAAEYN OMOKAEIGHOV TV HoONTOV 0d
TN OYOAIKN] KOLATOUPO, TNV GYOAKN KOwmvio Kobd¢ Kol omd  To OVOALTIKA
TPOYPAULOTO GTTOVdMV TNG oYoMKNG povadag (Booth & Ainscow, 2011). Kevipiko
dEova ekmaidoevong evog oyxoieiov pe CLUTEPIMNTTIKY QLA0GOQI0 emPAAAETAL VO
amotelel M KOAAEPYEIRL avOpomivav oyécemv Kot 1 avamntuén oaAANAETIOpOoNG
HeTAE) OA®MV TOV EUTAEKOUEVOV KOl KATOTV O O100KTIKOG OYeO0GUOC KOl Ot

avaroyeg mapeppaoelc (Mmapmaing & Mavidng, 2013).

Oocov apopd 10 eEAMANVIKO EKTOOELTIKO cOOTNUA glvar yeyovag, Ot €xovv AneBet
HETPOL KO TOMTIKEG TOV TPOCPAETOLV GTNV VI0OETNON TG GULUTEPIANTTIKNG
ekmaidevong oe optopévo Pabpd, addd kdmoleg opEg LOVO yioL AOYOLS VIOYPEDONG
TOV KPATOLG VO GUUTOPEVLTEL HE TIG — EKMOOEVTIKEG TOMTIKEG ™S Evpdmng
(Ayyehidomg, 2011). Qotd00, dev £ovv enakorovdnoet embountd amoteléouato Kot
mBavoév avtd va opeihetar  6To yeYovog OTL Ol €QUPUOLOUEVEG TOMTIKEG — OEV
GLVOOEVTNKOV LE TNV OVTIOTOUYN OVATTLEN GUUTEPIANTTIKNG KOVATOVPOG OAAGL KOt
M deondlovca TPOCOoYN| OTIS AVTIMYELS Kot TIG 0€0elg 0cmV eumAékovion GUECH
oV EKTOOELTIKY Kot podnotakn dadikasio (IToAvpeponoviov & Topkog, 2015).
Emopévag yivetor dtakpttd 6t 1 avTiAnym tov kdBe EKTOUOEVTIKOD GYETIKA LE TN
CUUTEPUANTITIKY PLAOGOOI givol KABOPIOTIKNG ONUOGIOG CGYETIKA LLE TNV TPOOTTIKN
VIapENG KOVOTOH®V 6TO GYOAIKO YiyvesOatl. Aniadn, Bo mpémel 0 eKTadELTIKOG VOl
dvvator va ovTIANEOel TNV EKTOOELTIKN KOU KOWVMVIKY] ORTIKN HIOG TETOW0G
QU0c0piac, 1 omoio amoPAENEL GTNV AVATTVEN GUUTEPIANTTIKOV GYOAEI®V TOL Omoin

e€elMiTikd Bo ONOVPYNCOVV LK GUUTEPIANTTIKY KOWV®VIdL.
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KE®AAAIO 3°.

3. Hayvidomoinoen-gamification

O [MTAdtovag avaeépel OTL «UTOPEITE VO AVAKOADYETE TEPIOCCOTEPA Y1 VO ATOLO GE

po mpa oy vidrol Tapd og éva £10¢ cuvophagy [MAdtwvag, 427 w.y. — 347 m.y.

H mouyvidomoinon eivon pio kovovikny Kevipikn dtodikoscio, 1Kovny vo, EVIGYVoEL Ta
KkivnTpa Kot va Ttpowbncetl ) udbnon oe OAa ta eminedo Kot TIc NAkieg. Agv givan
po véa évvola.  Etvoar m ypnon tov otoyyeiov Tov Touyvidlon Kol TV TEYVIKOV
oXeO10GHOD TOL TToYVIOOV G€ €va TEPPAALOV €KTOG TaXVIOOD (Y TO OYOAELD).
Xpnowonoteitor g ddeopa TAaicle Yoo 014Popovg oKomovs. YTApYovv 16 LPES
amodei&elg mov detyvouv ) oyéomn HeToEd maryvidov kot avénpévov kvntpov. Olo
Kot TEPLeGOTEP TOyVidla pdbnong avadvoviot Kot vrdoyoviol va fondncovv otnv
expadnon pwg yAwocog. Ymhpyovv opiopéva otolyeion Tov moryvidowov mov Ha
pmopovcav  vo.  ypnowomomBodv oe  mepPdAiovia  yopic moyviot Yy va
EVEPYOTOMGOLV TNV OMOTEAEGLOTIKY EUTAOKT] TOV TTOIKTY, KOOMG KoL TNV ETLUOVN Kot

To KivnTpa Yo va kepdicel/ padet.

H McGonigal, J. (2011) dnAwoe, O0tl, 0 TPOYUATIKOG KOGUOC amAd dev TPOGPEPEL
1060 €UKOAOL TIG TPOCEKTIKO OYESWOCUEVES OMOAAVGELS, TIS GUVOPTUCGTIKES
TPOKANGELS KOl TNV 10YLPN KOWMOVIKN] GUVOEST MOV TOPEYETOL OO TO. EKOVIKA
nepPdrrovia. H mpaypoatikdmra dev pog mopoakivel tOco amotedeopotikd. H
TPOYUATIKOTNTO OEV Elval GXEOAGUEVT Y10 VO LEYIGTOTOMGEL TIG duvatOTNTEG pog. H
npoypaTikdTNTo, 08V OoYeOBOTNKE Yyl va  poG  KOvel  gutuywopévove. H
TPAYLOTIKOTNTO, O GUYKPloN HE To moryviow, eivor oe pnén. EmumAéov, n
TOLYVIOOTTOINGN AVOTTOGGEL TIG IKAVOTNTEG LETAYVMOOTIKNG TV LodnT®dVv, Tpowbel tnv

ev ovvaicOnon kot ytilet de&1otnTes.

H mayvidonoinon mpowBel ta kivntpa Kot S1eVKOADVEL TNV OMOTEAEGHATIKY] pLaOnon
HEC® TMOV GTOLYEI®V TOV TOY VIS0, TOV UNYOVIKNG TNG okEYNS 1e Pdon to matyvidt
(Kapp, 2014), xobwotdvrag v étol amoapaitntn ywo T OWooKoAio Kot v
eKpaON oM TOL TTEPLEYOUEVOL OV Ot poBNTES Yapaktnpilovy povotovo kot Bapetod. To
TPOPANUA, ®CTOGO, EYKETOL OTNV EMAOYN TOV KOTAAANA®V TAOTQOPUADV TOV

UTOPOVV TPUYUOTIKE VO EUTAOKOVV 01 LoldnTéC pag Kot va toug fondncet va pdbouv.
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daiveton 0T, 01 mOdAYOYIKEG emmtdoelg and v IMayyvidoroinon-Gamification
elvar Ott M té&EN mov mepAauPdvel SpacTNPLOTNTEG TALYVIOOTOINoNG UTOPEl va
OLEVKOADVEL OVAUIKTEG TOOOYWYIKEG Aertovpyieg Kot kevd tng Swdackaiiog 1 TOv
AVOADTIKOD TPOYPALUOTOC, £TGL MOTE Ol pabntéc\tpieg vo umopovv va, evtomifovv, va
e€epeuVolV Kol va dmpoyoTeEDOVTOL Kowvd B€uata mov gival Kovoeavi Kot £(ouv

VOO Y10 VTOVG.

H ekmondeutiky KkovoTnta TPEMEL VO OVTILETOTIGEL TO YEYOVOG OTL 1 mayvidornoinon
Ba eivor ovvtopa mapovoo (ghv dev vrapyel NoN) otig aibovoeg ddackaiiog. H
YPNOMN TOL TOYVIdV pmopel va mpocshEcel kKivTpa oTig LaBNCLOKES dPAGTNPLOTNTES
KOl ©G €K TOOTOL dev TpémeL vo. votiudrton ( Siemens, G., 2004).

'Evag tpdémoc epappoyng maryvidonoinong oto padnuo elvan péom g Popntg
padnong.

3.1 ®opnt) padnon-mobile learning

Mg tov  6po @opnt pabnon (Mobile learning-m-learning) yivetor avagopd oty
Habnon  TOMMOV  YVOOTIKOV — OVTIKEWEVOY — TOV  EKTOLOEVLTIKOV\OVOALTIKOD
TPOYPAUUATOC PE TN YPNoN Kot a&lomoinon PopnTdV GLGKELAOV TOV VIOGTNPILoLV
duvaTdTTeG OVATTLENG UABNONG 0TO GYOoAElo OAAL Ko YEVIKOTEPO. ZVUQMOVO UE
toug Roschelle, 2003; Trifonova and Roncheti, 2004; Liang et al. 2005 kwnt
péonon etvar 1 Kowvomoinomn eKTOOEVTIKOD TEPIEXOUEVOD HEG® KIVITAOV GLUGKEVMV
(tAépmvov 1 tapmietdv ). Dopnm\kivnth pabnon givar kébe popen pddnong péow
HKkpoh pHeEYEDOLG OVTOVOU®Y GUOKELMOV 7OV GLVOOEVOLV TOVG HOONTEG\YPNOTES
novtoy kot mavto. H kivnm pabnon aeopd to dtapopomoinpuévo TAaiclo epyaciog,
EMKOWMVIOG Kol cuvepyaciog ONAadY| TIG TOAAEG EQPAPUOYES OV TPOCPEPOLY T
KIVITA KOt O TOUTAETEG OTMC 0 TePimaTog o€ i meployr dtaPdlovtag Tov yapTn Kot
T CNUELN TOV HOG EVOLOPEPOLV, HEXPL TO VO EAEYYOVLE TOL GUGTATIKE EVOG TPOIOVTOG
0TO COVUTEp HAPKET péow TV barcodes, va SwPdlovpe dpbpa kot va moilovpe
oL VIOLL.

Ot Roschelle & Pea,(2002), ypnowonowovv tov 6po WILDs (Wireless Internet
Learning Device — Acvppoteg Aktoakéc Zvokevég Mdabnong) yo va meptypiyovy
TIG VIAPYOVCEG Kol UEALOVTIIKEG EQUPUOYEG TNG KIVITNG UAONOoNG, Kol avapEpouv
YOPOKTINPIOTIKA, OTMG EMAVENGN TOV QLUOIKOL YMPOL HE YNPLOKES TANPOPOPIES,
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ovvBeon KOl OPYAVOON TOV OTOUIKAOV KOl OUOOIKOV GLVEIGPOPOV TOV HobNTOV,
OAAQYT] TOV TTAPUOOGLOKOD POAOL TOV dOGKAAOVL.

To xvntd ™ALpmvo gival po HoVadIK GUGKELN OV TEPIAAUPAVEL TIG aKOAOVOES
oLoKeEVEG OAec pali, TMAEQ®VO, VTOAOYIOTNG, OIKTLOKN GVUVdEoT, MNyos/Pivieo ue
dLVOTOTNTO OVOTTOPOYMYNG KO EYYPAPNG, TOYKOOUIO GUGTNUO EVTIOTIGHOD HECH
xoptov (GPS), mpofoin (ovravig TnAedpacng Kot padlo@dvoL amd OAOV Tov KOGLO,
oy vidla, moALUGONTAPEG Ty, MNYOL, TOYVTNTOS, YPOUATOV Kol eumodiwv. Otav
OKEPTOUOOTE YO, TNV HAONON HEC® KIVINTMOV GUOKELMOV GKEPTOUOOTE TN HAnon

HEG® OLTOV TV OLVOTOTHTOV.
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H AT P Q OPeLs padntwy yla Fewpies padnong kat SLSaKTKd oevapLa, epapuoyr tou gamification-rayvibonoinons uéow tou Aoytouikou Kahoot! oe oxoAeio Etbikri¢ Aywyrig

" 0To mAaioto TNG aKASNUAIKAG Kot KOWVWVIKIG TOUG OUUTEPIANYING, pta ipooéyylon SLSaKTikoU oevapiou, ETOL WOTE OAoL oL HadNTES va LKaVOTToLoUVTAL KAt va Unv givat
gudAwrtot otV neptdwpLomnoinon, avantuooovIas Ti§ NYETLKES TOUG LKAVOTITES.

Zypo 1
AEITOYPI'TA TQN GSRS

1. O exkmoudevtiKog Kdvel pia epdTON LEG® dla SPACTIKOD TTivako

Molo ¢ppouTo oag apEoeL ;

«Elkova pe ppolTa»

5.3uiAtnon

2. MaBnTéC amavtouv HECW KIVNTWVY

4. AvaAuon amoteAECUATWY

aye o
9 Overal Performance

8 | Total comect answers (%) B250%
s |Tma\ incomect answers (%) [17.s0%

10 Average score (points) T886,50 points

11

2
13 | How fun was 7 fout of 5) 0,00 out of &

14 D you leam something? 0.00% Yes 0,00% Mo

16 Do you recommend 17 0.00% Yos 000% Mo

16 How do you feal? # 0,00% Posiive 0,00% Neutral

3.Mpadnua tou Kouil

Our favorite fruit

-

“NWHAOON®OO

Number

L ,,l’: ] ';I;
e (%0 s

O kaBnyntnc delxvel apEowe To ypAadnUa AMOTEAECUATWY
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I_I AT P Q N‘(dl{lel( padntwv yia Sewpieg padnong kot Stéaktika oevapia, epapuoyn tou gamification-naxvionoinong péow tou Aoytoutkou Kahoot! og axolgio Etbikric Aywyric
oto nMAaiolo TG akabNUAIKIG KAl KOWVWVIKIG TOUG CUUITEPIANYNG, ULa IPoagyyLan SLEaKTIkoU oevapiou, €T0L WOTE Aot oL LaOINTES VA LKAVOTTOLOUVTAL KAl val Unv eivat
gudAwrtot otV neptdwpLomnoinon, avantuooovIas Ti§ NYETLKES TOUG LKAVOTITES.

Emxkpoatel 1 amoyn mowg o AMya ypdvie i kvnt) pabnon Ooa evoopoatwbel otnv
EKTIOOEVTIKT] O1O0OIKOGIO G OVOTOCTOGTO KOUUATL TG OTMG CTIUEPO Ol VITOAOYIOTEG
Kot ot Jwdpaotikol mivakeg. H pdbnon pe m xpnon Kwntdv cuokevmv Exel
JEICOVGEL O OTNV EKTOUOEVOT).

H mapovca épgvva emkevipovetal otnv e&€toon g katoAiniointog tov Kahoot,
poG TAATEOpUOG pabnong e faon to motyvidl, ¥pNOILOTOIDOVTAS TOUTAETES, KIVITA,
TPOCMNIKOVS VIOAOYIGTEG, Ol dpactikovg mivakeg k.o (mobile learning).
Yvykekpipéva, n perétn egetalel my oamotelespatikotta tov Kahoot 6cov agpopd
™V KavoTTA 6TO Vo Ypnoipomomdel cav epyareio og Eva SOUKTIKO GEVAPLO TOV
TpowBel Kat VicyLEL TV LAOBN GO, LE ATOTEAEGLLA VO TKAVOTTOLOVVTOL Ol Lol TEG/TPLES
oe Ewdwég dopég Exmaidevong, va unv givol evdAwtotl otnv meplfmplonoinon Kot vo

OVOTTTOGCOLV TIG NYETIKEG TOVS IKOVOTNTEG.

3.2 Héa «pépete TV 01K1] 60g ovokevt] (BYOD / Bring Your Own
Device)»

Katd tov Wang A., (2014), to xdpa kot 1 €EEMEN TOL «QEPETE TNV S1KN GOG GLGKELT
(BYOD / Bring Your Own Device)» otnv teyvoloyia ¢ pnabnong, avoiysl véoug
TpOTOVG TNg ddaokariog oty téén. H epeuvntikn etarpeio Gartner( The Economics
Times, 2012) avépepe 0TL TO KOpO «PéPETE TV O1KN Gog cvokevng (BYOD / Bring
Your Own Device)» egivar n mo ploonactikny kivnon g ITAnpogopikng tov
EMYEPNCEDOV-TEAATAOV OO TNV EIGOYMYT] TOL VITOAOYLOTH.

Mua épevva amd 1o 2013 £0e1&e 0Tt hve amd to 85%, 500 ekmadevTIKOV WPLULATOV
oto Hvopévo Baociiewo ko otig HITA emrpéner wbmow popery BYOD (diktva
Bradford, 2013). H épguva katédeiée emiong 0Tl 01 GLOKEVEG EVOOUATOONKAY OAO KOt
TEPLGGOTEPO GTNV OOAcKAAiD Kot TV pabnclokng epmepia.

Ta televtaio ypdvia moAAd mpoypaupata Erasmus oe 6An v Evpomn(I'eppovia,
Ionavia, Avotpio) aAld kor oty EAAGSo yivovtar yio tnv ypnomn kwntov 1
TOUTAETOV GTO TANIGLO O10ACKAAING XPTOYLOTOIOVTAG EPaPLOYEG Ontmg To Kahoot!.
Ot dvBpwmot e€opT®VIOL O TIG TPOCHOTIKES TOVG GLOKELES Kol BEAoVY v umopovv
Vo TIG YPNOYWOTO0VV avToh Yo va KAvouv T (N TOvg €VKOAOTEPY] KOl 71O
Topay@ytK. Mia and TG HEYOADTEPEG AYOPEG TTOL 0dNYOVVTOL GTNV VI0BETNON TOL
BYOD eivan 1 exmaidevorn. To poviédho BYOD eguppaviomnke yioo mpdTn Qopd o€

KOAEY1OL KO TTOVETIGTIILN, TOPAKIVOOUEVOL amtd pontéc mov 10 {Rnoav Kot omod
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dtevbuvtég oxoreiwv oty mopeia OV avayvoploav 0Tt | TPOSPacn 610 O1adiKTVLO
LLE GLOKEVEG E1XE £VOL AVTAYOVIOTIKO TAEOVEKTNHO. XNV TpLtoPdduio ekmaidcvon, 1o
BYOD éyet yiver pépog g oortntikng Cong kot ypnoLomoleital mavtod omod
KOUITAOVEG PEXPL Katl o€ aifovceg d1000KaMAS, £PYASTHPLO Kol TPOGPATO GE VEOLS
KOLVOTOLOVG YMPOVG TOV €YOVV OYEOOTEL €101KA Yo OladIKTVOKY HAONoT Kot
ovvepyoosio. Amd v mAgvpd TOovg, Ta oYoAsian mpwToPdduloc & devtepoPaduiog
ekmaidevong Ppiokovral o€ PETAROTIKO GTASI0, OVOOE®POVTAG Omd TNV apyIKN
KOTAGTOOTN, TOV ONOYOPELE TNV YPNON TOV KWNTOV GUCKELAOV G€ OAO Kot
TEPLOGATEPO OYOAElD VoL Eyovv evatepviatel TNy £vvola Tov BYOD.

Ewova 1, Aneikovion Tov mw0o606t0o0 £@oppoyig Tov BYOD.(Bring Your Own

Device) Hvopéveg Iolreieg kar Hvopévo Basilero

Survey Methodology

Higher

Education

62% S

2mv EALGda BEPara ipacte éva Prina ticw. Zopewova pe to vrovpyeio Iadeiog ko
10 IveTitovto Exnardevtikig Molitikng, o1 pantéc, dev emtpéneton va £€(0ovv GTo
oyolelo kwvntd ™ALPOVO 1| GAAOVL €100V NMAEKTPOVIKEC GULOKEVLEC WE GUOTNUO
enefepyaciog €koOVAg KoL NYOL Kot 0  ovaAoyog €EomMopdg mov Tovg Olnbétel
10 6Y0AEI0 6TO 0mOi0 QOLTOVV, Ypnoomoteitor povo vrd v enonteio/emiPieyn
ToV/TNG ekmadevTikov (vopotr 2472/1997 (®EK 50/1.A°/1997) kou 3471/2006 (PEK
133/1. A'/2006).

210 TapelBOV Ko Aydtepo ofjuepa, av £vog padnmg Pydaiet éva Kivntod TmAEQ®vo,

0 EKTOLOEVTIKOG TO TMOIPVEL KOL TO EMGTPEPEL GTO TELOG NG NUEPOS GTNV KAAVTEPN
TEPIMTOON KO TNV YEPAITEPT| TO EMOTPEPEL LOVO GTOV YOVEA/KNOEUOVA LUE TIG OTOLES
OLVETELEG aVTO UTopel va £xel amd TV TAEVPE TOV GYoAEioL, TOL/TNG poBNTH/TPLOC 1

TOL YOVEQ/KNOEUOVOL.
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NEIZTHMIO

ATPON,

OPeLs padntwy yla Fewpies padnong kat SLSaKTKd oevapLa, epapuoyr tou gamification-rayvibonoinons uéow tou Aoytouikou Kahoot! oe oxoAeio Etbikri¢ Aywyrig
oto nMAaiolo TG akabNUAIKIG KAl KOWVWVIKIG TOUG CUUITEPIANYNG, ULa IPoagyyLan SLEaKTIkoU oevapiou, €T0L WOTE Aot oL LaOINTES VA LKAVOTTOLOUVTAL KAl val Unv eivat
gudAwrtot otV neptdwpLomnoinon, avantuooovIas Ti§ NYETLKES TOUG LKAVOTITES.

H épevva emiong £0€1&e OTL 01 GLOKEVEC EVOOUATOONKOV OO KOl TEPICCOTEPO GTNV
TdEN Ko v poadnotakn eumepio. H mpdodog tov BYOD ota oyoieio mapéyet éva
OepéAo Yo vo KataoTnoel Tig aibovoeg TANP®MG S0 SPACTIKEG EMTPEMOVTAG GTOVG
naNnTég va aAANLoemdpovV Le Tov dAoKaAO Kat va pabaivovv pe véo Tpomo.

O «KAoIKOG TPOTMOG OAANAETIOPOONG HE MAEKTPOVIKEC OLOKEVEG otV TAEM
TPOCPEPETAL LECH «OVLOTNUATOV amdkplone pabntov (SRS/student response system)
OV TOPEYOVV GTOVG OTOLONCTEG POPNTES GLOKEVEG TOL ovoudlovior GLVHOMC
"kMikepg", "umpehdky, akovotkd" 1 "(oumepc". Avtég o1 cLuokeLEG GLVIBWLE NTOV
OLOKEVEG OV Holalovv pe €va TnAEXEPLoTiplo TS Tniedpaong, 0mov ot padntég
UTOPOLV VO dOCOVV TNV OIAVTNGY| TOVS GE L0 EPMTNOT) IOV £0€0E 0/ EKTOLOEVTIKOG
pe TV eueavion og pio peyain ofovn. Kabwg ot mepiocdtepol pantéc £xovv tdpa
TIG OKEG TOVG POPNTES YNPLUKEC CLOKEVEG, Ol GLGKELEC TOL KAIKEPG €yovv yivel
napoynpéves. To kbpro 6peroc amd T0 BYOD ota oyoieia gival n dpon tov KOGTOLG
KOl TG TPOCTAOELONS SLALTIPNONG EWIKMV GUCKEVAV OO TIG GYOMKES LOVADES, KABDS
KOl TNV Topoyn 010 OpOaCTIKOV €PYOAEI®V Yo TNV TAEN TOL TAPEYOLY KOAAVTEPT
eumepio oTOV PN OTN.

Avm 1 A.E. Ba 6gi&el moco onpavtikd givar kotd v didpketo g dSdackoriog péca
og éva Ewowo Enayyeipoatico MNpvéocio-Avkeo Kot cuykekpiévo oe pantég tov
thEeov A° & B’ Tvpvaciov pe ovykekpipéveg 10101TepOTNTES KO SLOTOPOYES
HaONGLOKES VOL YPTCLUOTOIEITOL £VOL « TOLYVIOOKEKTPIKO GVGTNIO AOKPIoNG HobNThV
(GSRS/ game-based student response system)» mov ot £pgvvec avapEpovy OTL KPaTd
TOUG HoONTEG amacyOANUEVOLS, Oyt UOVO TNV TPOTN GOpd OAAL KOl Yo
ETAVOAUUPOVOLEVN YPTIOT LE TNV TAPOOO TOV YPOHVOUL.

To Kahoot!, moyvidot Pociopévo 610 « TOUYVIOOKEKTPIKO GOOTNUA amOKPIoNG
nobntodv (GSRS/ game-based student response system)» éva cvotua amdKpLoNg
pobntov mov Eekivnoe kot dnpovpyndnke amd Tov ddokoro g TaEng o€ £va Web-
browser péow evog @opnTod LVIOAOYIGTH MOV GLVOEETOL UE Mo PEYAAn o0ovn. To
Kahoot mapéyet éva epyadeio yio ) dnuovpyio kovil, cvumnepilappavouévne g
Tpoctnkng eldvav kot Bivteo amd to YouTube 1 oroladnmote GAAN TNyR Kot emiong
™ OvVvOTOTNTO OMUOGIELONG KOl KOWNG Y¥PNONG ToV OGOV G0g KoLl Kot
ene&epyaciog yIMAdwv kKovil mov &xovv yivel amd GALOLG.

H 0swpia tov Malone, T., 1980 yio v eyyevag kivniplo. kabodrynon oty pabnon
TapaBETEL TPELG KOTNYOPIES TOV KAVOLV TO Habnpa dtackédact): mpdkinon (otdyol pe
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aféporo amoteléopata), eaviacio (aypaiwtiCovv péco amd v yyevin N eEmyevn
eavtacio), Kot 1 wepEpyelaoncOnmpag TEPEPYELD HEGH YPOPIKOV Kol MOV, Kol
YVOGOTIKN TEPLEPYELD OTOV O TAUKTNG B0l TPEMEL VO AMAVTIGEL GE KATL KOVOVPY10).

Ewéva 2, ypiion TIIE etnv 148N
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[TANEIETHMIO

Anoyes padntwv yia Sewpieg padnong kaw Stdaktikda oevapia, epapuoyn tou gamification-naxvibonoinong péow tou Aoytoutkou Kahoot! og axoAegio Etbikric Aywyric
0To mAaiolo TG akabNUAIKAG Kal KOVWVIKIG TOUG CUUTEPIANYNG, Ua Tpooéyytan SL6aKTIKOU Oevapiou, ET0L WOTE OA0L 0L HATNTEG VA LKAVOTIOLOUVTAL KA Vet Unv elvat
evdAwtol otV MEPLSWPLONOLNTN, AVATITUCTOVTAS TIG NYETIKES TOUG LKAVOTNTES.

KE®AAAIO 4°.

4. Kahoot!

To Kahoot! Eivat évo moyvidokektpikd cvotnud arokpiong padntov (GSRS/ game-
based student response system)» , dwpedv StadikTvaKd pYOrElo Yiow LaONTEG N 1E Eva
KOGTOG NG TAEEMS TOL 1 €/pnva, T.Y. Yo TOVG EKTOOEVTIKOVG £TGL DGTE VO EYELG TNV
duvatdHTTO EMAOYNG EKOTOVIAS®OV YIAMAO®V HoONUdTov mov £xovv @Tioytel amd
AoV ¥pNoTEG KOl OivEL TNV SLVATOTNTO GTOLG EKTALOELTIKOVG KOl GTOVG LaONTEG
Vo ONpovpyodv, ELKOAN Kot YPNyopa., Totyviddn Kovil pe okomd v d1dacKaiio Kot
mv aflohdynon tov patntov péca N €£m and v aibovca dwackaiiag. Ta kovil
mpofdArovtor otnv TAEN Kot KABe pabnme amovtdel e avtd PEGA amd TN OKN TOL

ovokevT| (VToloyiotg, TapmAéta, sSmartphone).

Ewéva 3, O kdkrog Aertovpyiag Tov Kahoot!

Yy mapandve swkova eaivetor tog to Kahoot! dvvapkd exepfaivel oty aifovco
dacKaAiog Kot Oyl LOVO PETATPEMOVTOG TOVG LAONTEG GE TOIKTES TOLYVIOOTOMUEVDV
ponudtov, oAld oe  gpgovntég, Omuovpyodc M Ponbodc oty dnuovpyia
HOONUOTOV, EKTOOEVTEG OV VTLAPYEL 1] OLVOATOTNTO GTOVG VTOAOITOVG GULUUAONTEG
TOVG Kot TEMKE MYETeEG otV OpAdo Tovg N otV aibovca petd amd OAeg aVTEC Tig
EVEPYELEG.

To Kahoot! givan éva epyareio yio T dnuovpyio kovil, cvumepthapPavouévng g
npocOnkng ewdvov katl Bivieo YouTube 1 AoV Tydv oTIC EPOTNOELS KOl OTO
ponuatae mov ytiCovtal.  Emiong, etvar ovvatdv (av emrpoamel amd tovg

YPNOTEY/INUIOVPYOVG TOL KOVil) va dnpoctevboldy Kot vo VdpyovV 6€ Kowvn ypnon

T, O1Kd TOLG KoVil aAAG Ko va emeEepyacstoiy amd aAlovg. Ot pabntég cuvostnkav
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H AT P Q OPeLs padntwy yla Fewpies uadnons kat SLéaktkd oevdpa, epapuoyr tou gamification-rayvibonoinong uéow tou Aoytopikov Kahoot! oe oxoAgio Eldikri¢ Aywyng

010 MAQo10 TNG aKASNUAIKIG KAl KOWVWVLKAG TOUG CUUTEPIANYING, pta mpoaéyylon SLEaKTIkoU aevapiou, ET0L WOTE OAoL oL HadNTES va LKavortotouvTaL Kat va unv givat
gudAwrtot otV neptdwpLomnoinon, avantuooovIas Ti§ NYETLKES TOUG LKAVOTITES.

0TO GUGTNUO YPNOLOTOIDVTIOS VOV KMOKO CGLUUETOYNG O omoiog ival yo Kabe
péonpa dtopopetikog (évav apBud) kot £va Yeud®VLLO (av NTaV 1 ETAOYY| TOVG) N
0 6voua t0vG. O OTOXOC Y TOLG HOONTEG MTOV VO OTOVINGOLV GT GMGTH
amdvinon 660 1o SvvaTOV YPNYoPOTEPO YlOL VO, TAPOVY OGO TOVG TEPLCCOTEPOVS
TOVTOUC.

TNV OUVEXELD Tieplypddetol n Topeia evog amd ta pabiuata /kouil amd ta omoia
avtAnOnke to UAWKO yla tnv mopouca A.E. Ot elkoveg 5-12 amelkovilouv nwg to Kahoot!

oVamopayeTaL.

Join with the Kahoot! app or at kahoot.it
with Game PIN:

869598

Ewodva 4
Mu EPMTNON
enpaviCeton o HeyaAn

006vn poli pe téooepic | MyoTEPES EVOAMOKTIKEC GE JLOPOPETIKG YPMUOTH LE TO
avtiotoro ypagikd cOppora. Ot pobntég divouv Tig OmaVINGELS TOVG ETAEYOVTOS TO
YPOLA KoL TO GOUPBOAO TOV TIGTEVEL OTL AVTIGTOLYEL GTN GMOOTN ATAVINGT).

Ewova 5

[Méoeg OuAdES TPOPIKWYV UTTAPXOUV;

\ N m
r I .
A = ’ e
KopKE Spolra 4

e
l
g2

kahoot.it Game PIN: 970239

Avapeca oe kdbe epdTMOM, MWL KOTOVOUN, TOL TAOG Ol Hodntés amdvinoav
epneaviletot mpv amd Evay TvaKo OmTOTEAEGUATOV TOV TEVTE KAADTEPWV TUKTAOV. Ot
HaONTEG TOUPVOLY OTOUIKY] OVOTPOPOSOTNON OTIC EPMOTNCELS TOVS MG TPOS TNV
opBotNTa, TOV apPBUd TV TOVTOV, TV KATATOEN, TO0 Pabud otov omoio o puadng
Bploketor micw omd tov paONTR MOV KOTATAGGETOL TOPATAV® KOl TN GOOTNH

amdvtnon av ditveton AdBog amdvinon.
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0To mAaioto TG akadnUAikAG KAt KOWWVIKIG TOUG CUUTTEPIANYNG, Uta tpooéyytan St6aKTikol oevapiou, ET0L WOTe OAoL oL HaTNTEG Ve LKAVOTIOLOUVTAL KAt Vet Unv elvat
gudAwtot otV neptdwpLonoinon, avantUooovIas TG NYETLKES TOUG LKAVOTNTES.

Ewova 6

Final Scoreboard ®

< Ratings New game

Nathan 15,300

Andy 10,010

Janis 8,009
Orlando 5,000
Salim 4,985

Play again Ghost Mode R Saveresults ¥V Favourite %

Create your own kahoot at getkahoot.com

Game PIN: 892604

Y10 téhog evog Kahoot! 1o yevddvopo 1 10 dvopo kot ot TOHvTol Tov viknth Oa
ELPAVIOTOVV oTN HeEYain oB6vn. Katd t didpketo tov kovil, Kahoot! vrdpyet éva
TOLYVIOLAPIKO YPOUPIKO TTEPBAALOV Y100 TOVS ¥PNOTES KAOMDS Kol LOVGIKN KOl YO0t yiol
VO TPOGPEPEL L0, TTOLYVIDONG ELPOCT KOL OVTOYMVIGTIKY aTUOGOALPO. TOPOLOLOL LUE
po TnAeomTikn ekmopmy]. Ot pobntég KaAovvtol Enions va ooV GYOA0 GYETIKA pE
70 KOLi{ oL £yovv Tai&el pHEGO amd TO VO SMGOLY ATOTEAEGUOTO Y10l TO OV TO KOViL
NTov JCKESUGTIKO, EKTOLOEVTIKO, UTOPEl VO GLGTHVETOL GE OGAAOVLG KOl 7OG
ateOdvovtot yevikd yio. to kovil. Tehkd, to Kahoot! mapéyel t dvvatdmto otov
EKTTOLOEVTIKO N OTOVG XPNOTEC TNG AYNG OMOTELECUATOV O0d TO KOLIL aKOUa KOl GE

éva vohoylotiko eOAA0 Excel.

Ewova 7

A A B C D E F G H

Apr 2019
Tedys1

4 players
11 of 11

g |Total correct answers (%) 82.50%

g |Total incorrect answers (%) 17.50%

10 |Average score (points) 7886.50 points

11

P renaee
13 [How fun was it? (out of 5) 0,00 out of 5

14 Did you learn something? 0,00% Yes 0,00% Mo

15 |Do you recommend it? 0,00% Yes 0,00% No

16 |How do you feel? ® |0,00% Positive = 0.00% Neutral ® 0.00% Megative
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’
Ewkova 8
4 - Question v
Mogeg opddeg TpOPiHwY UTTAPYOUV; 75%
correct
5 - Question v
Ti eivar kaAUTEpO va Bafoupe TTdviw OTO WWwHI Hag; 75%
correct
6 - Question v
Mold opd5a TPORIPWY PAETTETE OTNY QuITOVPAQIa; 100%
correct
7 - Question v
Ti cidoug Tpo@n BAETETE OTNV QWTOYPaYia; 50%
correct

Ewova 9

TO YTEINO NMPQINO -
Hosted by: Tedys], 20 May 2019 73 % 3 I o 1

4 Download (x15) Accuracy Haven't finished Need help Difficult questions

dlayers (4) All Haven't finished (3) Need Help (0)
Rank Nickname Accuracy Score
1 Dimitra/stlana 91% n3ss
2 "E{uTTva Kopitola 82% 10618
3 cr? 82% 8345
4 Leonidas 36% 3580

s
Ewova 10

4 - Question
:J__:,; 9 % Méoeg opddeg TpOPiUWY UTTAPKOUV,

TahaKToRE KA Gaww Aaxaving 5

Kptag & APyé Cempia Aimn & AdSia Thukd & Tvak

gogano
AN

Correct-incorrect answer ratio

75% (3) correct 25% (1) wrong
I

25% (1) m
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oto nMAaiolo TG akabNUAIKIG KAl KOWVWVIKIG TOUG CUUITEPIANYNG, ULa IPoagyyLan SLEaKTIkoU oevapiou, €T0L WOTE Aot oL LaOINTES VA LKAVOTTOLOUVTAL KAl val Unv eivat
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Ewoéva 11

Answer timing

]
g
]
']
2
H
0~ r T T T T T T T T 1
0-1s 1-2s 2.3s 34s 4.5s 5-6s 6-Ts 7-8s 8.9g 9-10s
§ Response times (s)
2
o
]
e
8
£
1
y
Ewova 12

11000 | ‘Efutrva kopitoia 10618

10000
3000
} C.r.7 8345
8000

7000

000

Ewova 4

Total Points

5000 -

4000
3000 ~

2000

moh/

Leonidas 3580

% % % %, 7, L’
o Py, o, . K oy ", 2, g, %,
s o, o, % e, g 2 . ) 2 “in,
2 " oy, o U, e, %, o, o, £ ,,
"y i3 2, Py Py cy f .
Poy, Wl e, K b J ™ &
gy G, S, e, s, o, n i, " -
v e, e o
e g 0 46 o, o, o, £

g % s, o, e, Py, g, ey,

o o, g %,

on i o

4.1 Tt kahoot!

Onwg avaeépetar  otn  1otocedido tov https://kahoot.com/what-is-kahoot/, n

OCLYKEKPIUEVN €POPUOYN  €lvarl €LEMKTY YlOTl 68 HIKPO YPOVIKO ddoTnua, o0 KO
YPNOTNG UTopel vo dnpovpyncet éva padnuoalmoyvidl pdbnong yio OAeg Tig NAIKieS,
KOl GE OTOL0ONTOTE OVTIKEIHEVO, €lval amAd Kol AELITOVPYEL GE OTOLOONTOTE GLOKELT
pe ovvdeon oto dadiktvo. Mo tovg maikteg, dev amotteitan Aoyoplacudg 1 GOvVOEoN
Y. VO CUUUETACYETE GE €vo. moLyviol mopd HUOVO Ylol TOLG EKTOLOEVTIKOVS TOV

Kataokevdalovv To Kovil.
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A
[1

NEIZTHMIO

ATPON,

OPeLs padntwy yla Fewpies padnong kat SLSaKTKd oevapLa, epapuoyr tou gamification-rayvibonoinons uéow tou Aoytouikou Kahoot! oe oxoAeio Etbikri¢ Aywyrig
oto nMAaiolo TG akabNUAIKIG KAl KOWVWVIKIG TOUG CUUITEPIANYNG, ULa IPoagyyLan SLEaKTIkoU oevapiou, €T0L WOTE Aot oL LaOINTES VA LKAVOTTOLOUVTAL KAl val Unv eivat
gudAwrtot otV neptdwpLomnoinon, avantuooovIas Ti§ NYETLKES TOUG LKAVOTITES.

O ypnog pmopei va cvvoebel, vo maiEel o€ TpaypaTikd ¥povo Pe AAAOLG TAIKTEG O
nhve amd 180 yopeg kot m ypnon tov( Anovpyia moyvididv udbnong) eivai
dwpedv

v Ko ynTég ko pabntég mpwtofddag Kot devtepofadiuag ekmaidgvong.

Eniong mpocpépet drapopetikdtnta yroti mailovtog to moryvior pabnong Eekva o
ov{Ntnomn evVioyDOVTOG TN YVAOOT GTO OVTIKEILEVO OV JOACKETAL , E10AYOVTOL VEX
Oépata, evBappiveTal 1 opadtkn epyacio Kot TOAAG GAAL.

To Kahoot! deopevel, kabnhdvel Tovg cLUPETEYOVTES, EVOUPPOVEL TV KOWVMVIKY|
puébnon, Eexdewdmvel v OLVOIKY TV HaONTOV Ko epPabivel TIg modoymyKeég

EMTTAOGELC.

4.2 Tpomor ypiong ko epoppoyig tTov Kahoot!

Onwg avagépetal otn otocelida https://kahoot.com/how-to-play-kahoot/, pécw g
epapuroyng dtvetar M dvvaTdOTNTA GTOVS YPNOTEG Vo ovobewpnoovy o Oépata
OWUoKAAING, VO EVIGYOGOLV TN YVAOOT, Vo JELKOADVOLV Kol Vo EeKviicouy T
ov{ntnon, vo KAvouv Tpo-0ELOA0YNOELS KoL VO EQAPUOGOVV TIG TPOKTIKEG TOVLG TPLY
amd EETACELS, VO ETOVEVEPYOTOCOVY KOl VO OVTAUEIWYOVV TOVG HoBNTEG.

‘Eva. Kahoot pmopei va omdogt tov méyo 1 amAdg Vo TPOoGOEPEL SUCKEDAGT, Va
OLAAEEEL  amOyelg pe KOoToylopd 10edv, Pondd tovg pabntég vo ovamtvéovv
0e&10NTEG TOL 210V CDVA, GLUTEPIAAUPAVOUEVIIC TG EMKOIVOVIOG KOl TNG OLOOTKNG
epyaciog,

Yndpyer mn  dvvatdomta Peitioong TtV TPONYOOUEVOV  OTOTEAEGUATOV,
ypnowonmowwvtog ™ Aettovpyio Ghost ywr vo moaifer n opddo evavtiov Tov
TPONYOOUEVOL OMOTEAEGHATOS TNG N KATOoL dAAoL.  [davikd yio v evioyvon g
yvoong, v a&loAdynon g Tpoddov Kol TNV EVIoYLoT HEGH TNG EMAVAANYNG.
Metatpémel Tovg LobNTéG GE NYETEG, TOVS TPOKOAAEL VO SNULOVPYNGOLV TO SIKE TOVG
kahoots, pepovopéva M oe opddeg, vy vo eupaddvovv TV KOTOVONGT TOL
OVTIKEUEVOL SOUCKOATLNG.

Mmropel va ypnoyomomBel yio pio nuepida EMUOPP®ONS, o KaONyNTEG 1 LodnTEC.
Enavanpoodiopiletarl o tpdmog avabeong epyaciog oto omitt, avti yio avabécels o
QOTOTLTIEG, pumopovv vo dobovv Kahoots g epyacio 1 axdpo Kot vo TiaEovy v

epyaoia ywo to onitt poli pe toug pantés. Iapokdrto mopatiBeton 1 ewcova 13 mov

56
Authwpotiki Epyacia


https://kahoot.com/how-to-play-kahoot/

[TANE[TIETHMIO
I—[ AT P Q I}Léd;et( padntwv yia Sewpieg padnong kot Stéaktika oevapia, epapuoyn tou gamification-naxvionoinong péow tou Aoytoutkou Kahoot! og axolgio Etbikric Aywyric

010 MAQo10 TNG aKASNUAIKIG KAl KOWVWVLKAG TOUG CUUTEPIANYING, pta mpoaéyylon SLEaKTIkoU aevapiou, ET0L WOTE OAoL oL HadNTES va LKavortotouvTaL Kat va unv givat
gudAwrtot otV neptdwpLomnoinon, avantuooovIas Ti§ NYETLKES TOUG LKAVOTITES.

deiyver v eopua. Google mov cvumAnpovay ot pabnTé pe TIg TPOTAGELS TOVG Y TO

uabnue 1 ro Kahoot (kovi yolapwong).

Ewkova 13, Doppa Google mou otéAvetal otoug Ladntég mou eivat to deiypa tng A.E.

oc X | G future of the dlassroo: X | B 20 Awbvic Emomnpon X | +

B 2nd Survey of Schools: X | [ Kahoot-lt-Gamificatior X | @ Online petagpaon ke X

& > C ( @ https//docs.google.com/forms/d/1DV270vImiQY81c Q@ % & =

i1 Epapuoyic @ (20 unread) .. (& Open eClass | Endto. Owovopukr Axei.. G Online-Aufgaben D... Y D DAAD - Language .. [B economics teacher..

EPQTHIEIX AMANTHZEIZ
. i I} .

Kahoot! mpoteivete | @TIAYTE TO PpOVOL OAG 3

XpNOIWOTOOTE QUTAY TN YPHA YIa Va UTTOBAAETE EPWTIACELG TIOL B BEAATE va BEITE € £va PEANOVTIKG TatyVibL T

Kahoot Mapakaiw @povTioTe va dlapacete TIg 0dnyieg. AlopBLIOTE TIC KATAXWPNOELG 0ag TIPOOEKTIKA. E

AlebBuvon NAEKTPOVIKOL Taxudpopeiov * o
-
-

AUTH N POPPA CUAAEYEL TIC SLELBUVOELG NA. TaXLEPOpEiou. ANAGYH PUBPICEWY

ONOMATEMQONYMO

https://docs.google.com/forms/d/1DV270vimiQY81co4LabxsolPLp5SGMLWax8D9f5b5lo/e
dit

Onwg avaeépetar omd tovg (Alf Inge Wang; Meng Zhu ; Rune Saetre, 2016) 1o
Kahoot! 6gv oyedidotke yioo vo. avTiypayel Kopio LITAPYOLGO EPAPLOYN, OALA
pHéAAOV Yo va Bpet pa 10€a oty violon mov Ba propovoe va tonpldletl o€ pa Tédén ko
avtd Bo pmopovoe va gvbuypapotel pe ™ Bewpia tov (Malone Tom, 1980). H
Bempia Tov Malone (Prensky 2005) mopobéter tpeic koatnyopieg mov divovv tnv
duvatotnto oe epapuoyés onmg to Kahoot vo dackedalovv pobaivoviog dnrady,
npdxAnon (otdyotl pe aféPaia amoterécparta), eaviacio (aypaincio HEC® €YYEVAS T
e€myevng povtacionon) kot mepiEpysla (Tepépyela aonTipo LECH YPOPIKOV Kot
NYOL Kot YVOoTIkNG mepépyetag). Kabmg o mayvidl énpene va ypnoipomombet otnv
TN, Mrov emiong onuoviikd va evoopotwdel éva kowvovikd maryvior. To
amotéleopo NTav vo avartuoyfel g 10€o moyviolod Omov M PAVIOGio TOV
KOTOGKELOOTY TNG €QOPUOYNS Mrtav  OTL 1 TAEN HETATPENETAL TPOSMOPIVA GE Lo
TOPACTOCT TOLYVIOOD OOV 0 OAGKOAOG Elval 0 0KOOEGTOTNG TOL TTALY VIOV KOl Ot
pnadntég etvar ol avrayoviotéc. H mpoxAnon eivar va amavtnBobv epmtioelg Kot vo
oLVAYOVIGTOOV TOVG AAAOVG TOUKTEG KOl 1] TEPLEPYELN TOPEYETUL LEGH EUTVEVGUEVDV
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YPOPIK®V Kot NYov, kabmg kol eniAvong evog yvootikov malh. H édenym mowiiiog
OV TOVIoL ovTioTauiletal amd ToV aVTAY®OVIGTIKO YOPOKTNPO TOV TOLYVIOOD
evavtiov piag oAOKANPNS TAENG patntov. Ot avapopés amd YapovIEVOLS dUGKAAOVG
Kot podnTéc oe 6Ao Tov kOGO divouy o Evoelgn OtL 1 évvola Agttovpyel dmwg €xet
apywd wpoypappotiotel kot mpoPreedel. Ta moayvida udbnong ypnoiomolovvTon
oLVNO®G Y10 VO OVOIGKOTTNGOLY TO, YEYOVOTO PN CLUOTOIMVTOS EPOTAGELS TOAAATANG
EMAOYNG ToPOUOLEG e avtég mov yivovror oto Kahoot !. Qotoc0, tét0100 oy vidia
pumopovv emiong va ypnotpomombovv yia ™ Owackoiio de&lotnTov, Kpiong,
CLUTEPIPOPDV, Bewprov, GLALOYIOTIKAOV, SLOOIKAGLOV, SLOOIKAC LDV,
ONUIOVPYIKOTNTOS, YADGGOS, GULOTNUATOV, TOPATHPNONS  KOU  ETKOWVOVIOG
YPNOUOTOIDVTOG d1apope; Tpooeyyioelg (Prensky 2005).

O Johan Brand, cvuv idpvoe to Mobitroll pe to IMavemotuio g Noppnyiag kot
Eexivinoe 10 Kahoot tov Avyovoto tov 2013. O pdvog otdyog Tovg NTOV VO
ONUIOVPYNGOLV AVTIKTUTO HEGM TOV GYESIGHOV GUUTEPLPOPAS KOl TOV TEXVIKMOV
yvooewv (We Are Human, 2015). And tov AekéuPpro tov 2013, n Kahoot éyxet
kataypayel 15.000 ypnoteg v nuépa oe 88 SOPOPETIKEG YDPES. ZOUPDVO UE TOV
http://tech.eu/ (2017), n eknaidevon péow tov maryvidoh Kahoot ytimnoe éva

OIGEKATOUUVPLO LOVOIIKOVG ¥pNoTeg kKaTd T TEAN lavovapiov 2017.

Ewodva 1 https://kahoot.com/

it and enter the game PIN

Play with the new Kahoot! app ...

Ta Kahoots maiCovtor koAvtepa o€ ouddec, yio mapaderypa, po taén. Ot maikteg
ATOVTOVV GTIC EPOTNOELS OTIG OIKEG TOVG GLGKEVEG, EVA Ta KoVIL gppavifovtot og o
Ko 006vn yia va cuvdehovv pe 1o pabnua.  Anpiovpyel pio «EKPNKTIKY] GTUYUN»
mov evBappvvel Tovg maikteg va avalntodv kot va yaipovtal tavtdypova. Extoc amd

™ onovpyio dikedv cag Kahoots, pmopeite va kavere avalntnorn avdiueca oe
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exatoppdplor vdpyovta moryviole. H xowvovum puddnon mpowbel ovlntmon xot
OO0 Y®YIKO avTikTLTo, £iTE 01 MaikTeg Ppiokovtol 010 1010 dwUATIO gite oTNV GAAN
mievpd tov TAavAT. Metd amd €va mouyvidl, evBopplvere TOLG TAIKTEG VL
dNUovpyovV Kot vo, potpalovtal ta dikd Tovg amoteAéopaTa Yo vo epfadvvovy v
KATOVON O™, TNV EMOEEIOTNTA KO TO OKOTO, KAOMS KOl VOL GUUUETEYOVV GE GUVOUIMEG
mov oe&dyovtal and opdtipovs. Otav €vag padnmg yiver nyétng, avty eivor po
aAnOwn paywn otrypn). H mpoktikn tedetonotel v pdbnorn. Me 1o yopoktnplotikd
TPOKANONG KL TNV EPAPLOYN MG Yo KvnTd, pmopeite va avabécete og kahoots kot
epyacio yio 1o omitt. ‘Etol avrpetonilovv 610 omitt TPOKANGELS, EPMOTNOELS KOl
amovVTAoES Ol omoieg Ba epeavioTOVY 6Tl 000veg Tmhepdvov tovg.  EmAélte éva
kahoot, opicte 10 ¢ TPOKANGN KOl polpacTeite T oOvdeon N tov Kmotkd PIN pe
toug pantég ocag. Eeapupoyés onwg to Kahoot pmopet va sivor ypnowa yu tv
EVOOUATOON NG TEXVOAOYIOG OTIC eKTodeLTIKEG TpakTikeéS. Eyxet ypnowomonOel

oty taén pe egapetikd omotedéopara. (Kahoot, 2014)

«H enidpaocn avtov Tov gpyareiov 6TOVG HabNTEG pog NTay Tepdotio. Mia Tpoavig
emidpaon ota pobnpoatd pog émov ypnowwonomnke to Kahoot givar n avénuévn
déopevon Kot to kKivitpo Tov pabntdv va pabouvv kot vo tpokAnovv. Extdg amd 1o
yeyovog ott to kahoot eivor éva mold omoteleopatikd MAEKTPOVIKO €PYOAEio
aSoAoynong, €xel emiong o@éper o O1doTOoN OSLPOPETIKN OTNV  TAEN  HOVL.
Anpodpynoe éva KAMpo avtayovicpod petad Tov pobntov pog, Kot Tov gtvot moll
KaAd Yo vo alohoynoovpe SlHopPoTIKG Tovg pobntég pog. H katoavonon tov
duvvatav 1 advvdtev onueiov toug pog fondnoe va eipaocte oe KaAvtepr BEomn Kot va
dwpoporomcovpe to. padnuotd pog, eEatopkedoviag TNy SdackoAMa pag €Tt
MOTE Vo ovTOmoKpivovTal 6TIG avaykes ocvykekpipuévov potntav » (EN.E.ETY.-A.

TTATPON, 2019)

H pofnoiakn kot radaymykn Oempio mov vroompiletarl amd to Kahoot givat avtn
TOL KOVGTPOULKTIBIGHOD (CoNnstructivism) Kot Tov YVOOTIKOD  KOVVEKTIBIGUOD

(connectivism).

H paydaiog eEehooopevn, Adym g  Sopkodg  TE(VOAOYIKNG  OvATTLENG
KaOnpepvotnto (evpul{OVIKOTNTA KOl VIEPTANPOPOPNOT)) EVIGYVEL TNV HAONoN, 6TV
omoia 1 YVOON TAPAYETOL ATLTTO GE OLLAOES KO OPYOVIGHOVE Kot dtayelpiletan Kot amod
v texvoroyio. Ot chyypoveg Bempiec pdbnong mpémer AouwdV vo OvVTAVAKAODV TIC
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aPYES KOt TIG OLUOIKOGIES TOL KOVOVPLOL OWTOV KOwmvikoy epidiiovtog (Siemens,
2004), AappPdavovtog mopdAAnAo VTOYN TOVS TNV OVAYKN GLUVOLOGHOD KOWVMOVIKMV
SKTV®V, EVOLVALMONG TNG TPOCOTIKNG EUTAOKNG KOl OVATOPEVKTO TNG TEXVOAOYIOG,
avaykn 7OV TPOKVATEL OO TIG VEEG TEXVOAOYIKEC KOL KOWMVIKEG OAAUYEG
(Ntiykpmaodvng, 2010). Xt0 mAaicto owto, 1 dtocvuvoedepuévn ndnon 1 Bempio Tov
kovvekTifiopov  (Siemens, 2004) emiyepel apevog va meprypdyel 1o "eEehypévo"
TAéoV pobnolokd TEPPAALOV KOl VO avTATOKPIOEL OTIG OVAYKES KOl TO EVOLUPEPOVTQ
TOV HoONTOV, Kol OQETEPOV VO OVTOTOKPLOEL OTIG avAyKEG TG GVYYXPOVNG EMOYNG,
oTNV omoia 1 ONUIOVPYIC. GLVOEGEMY KOl Ol OLUOIKTVOKES EQPOPUOYEG AELTOVPYOVV G
pabnolokés dpactnpuomntes. H véa avt) Beswpntikry mpoodyyon, mn omoio
dlTuTOdnKe Yoo TpdT Popd amd tov George Siemens oTig apyég Tov 210V amva,
amotelel T pobnolokn Bewpio g ynelokng emoyns. Ot onpepivol ekmodgvopevol
pabaivouv 6A0 Kot mEPIGGATEPO e avTdV Tov Tpdmo Kot Ba pabaivovv ma 6e OAN
toug ™ {on péoa and TG GLVIESELS TOVG He GAAOVG KOOMDGC M TeXVOLOYin KOl TO
EPYOAEIDL TTOV YPNCIUOTOLOVUE EMAVATPOGOOPILOVY TNV EYKEPUAIKT LG AELTOVPYia

Kot petacynpatiCovv tov tpodmo mov okeptopoote (Siemens, 2004).

Méow g avacKOMNONG EPELVAV YO TNV TOLYVIOOTOINGN 1 TAELOVOTNTO OVTMOV
Bpiokel Oetikd amoteAéopato and v eQapuroyn tov gamification 6TV €KTOLOELON,
kaBmg péow avtng g owdkaciag avédavetar to gvolapépov Tov podntov. H
paonon HeTOTPEMETOL GE OLGKEDACTIKY OadIKOGTo ‘avEMENS emmédwV’ HEG® TOV
oy vioov. Ewwd ocov agopd v tprtoPfdOuto eKmaidcvon, mn €QOPUOYT TNG
TOLVIOOTOINGNG KATASGEIKVVEL AVENTIKT TACT GTNV TAPAKOAOVONOT TOV GTOVOUCTOV
0710 pudOnuo kot To pofnotakd LAKO mov mapdyetan £ivol ToAD KOADTEPTC TOLOTNTOG

(Kahoot, 2014).

EmnAéov evioydetor n cuvoucOnUoTiKn TOVG EUTAOKT GTNV EKTOLOEVTIKY O1001KAGT0L
péow g emrvyiog emitevéng otoywV Kol Oyl HOG OLOTNPNG Kol OTEIPOC
Babuoroyune wiipokag. Emiong m eumhokn Tov modudv 6€ €KOVIKOD TOTOL
dpacTNPLOTNTEG EMNPEALOVY BETIKA T GLUTEPIPOPA TOVS LECM TNG EMKOVAOVIOG Kot
™G GAANAETIOPaAONG HE GALOVG YPNOTEC OVTMOV TOV TOLYVIOIDV KOl ETITLYYAVOVTOL
Betikd pobnolaxd omoteléopata. Avtd opeidetar oto yeyovog Ot to Kahoot divel
oToV KoOnynt 11 duvatdtTa va gival 01eVKOAVVTIG, 0 0moiog Yvmpilel modaywyKd.,
onpovpyel evkarpieg yo v mpdodo TV HOONTOV Kot TopaKoAovdel cuveyds To

amotéleoua. AmoO v dAAn, divel otovg pobNTEG TV Evkapio VO GLVOECOLV TN

60
Authwpotiki Epyacia



[TANEIIETHMIO

I_I AT P Q N‘(dl{lel( padntwv yia Sewpieg padnong kot Stéaktika oevapia, epapuoyn tou gamification-naxvionoinong péow tou Aoytoutkou Kahoot! og axolgio Etbikric Aywyric
oto nMAaiolo TG akabNUAIKIG KAl KOWVWVIKIG TOUG CUUITEPIANYNG, ULa IPoagyyLan SLEaKTIkoU oevapiou, €T0L WOTE Aot oL LaOINTES VA LKAVOTTOLOUVTAL KAl val Unv eivat
gudAwrtot otV neptdwpLomnoinon, avantuooovIas Ti§ NYETLKES TOUG LKAVOTITES.

nafnoloky dpacTNPOTNTA UECH TNG TEYVOAOYING HE TNV TPAYUOTIKY pdOnon mov
Aappavet yopo oty TAEN.

[TAn00¢ emotnuUOVIKOV gpguvav, Tovilel TV a&io TOV NAEKTPOVIKOD ToLyVioloh GTNV
EKTOOEVTIKT O1001KAGI0. TOGO O€ EMIMEDO UETAOOONG TNG YVAOONG 000 KOl O UECO
OLOANG KOWVAOVIKOTOINGNG TOV HOONTOV OTNV EKTAOEVTIKY KOWOTNTO aEI0TOLOVTOG
TOAOTAG TV mnyaio ovaykn kabe avBpdmov va Swuokeddlel, vo mailel kot vo

mepvaEL KaAd padaivovtag.

‘Onog avaeépdnke mo mwiveo to Kahoot! duvouikd emeufoivel oty aifovoa
0O KAAING LETATPETOVTOG TOVG LOONTEC GE TATKTEG TOUYVIOOTOMUEVAOV LOONUATOV,
o€ gpeuVNTEG, dNUovpyoLg 1 Ponbovg oty dnuovpyio LobMUATOV, EKTOOEVTES OV
VILAPYEL M OLVOTOTNTA GTOVG VLITOAOITOVS GUUUAONTEG TOVS Kot TEAMKO NYETES GTNV

opdda Toug 1 otV aibovoa petd amd OAEG AVTEG TIG EVEPYELEC.

KE®AAAIO 5°.

5.MaOntéc ko n évvora NG NyEciog

Ta Hvopéva 'E6vn (OHE) mapéyovv éva mpotapykd diebvég mlaicto moltikng yi
TNV EVOOUATMOOY NG MNYECIOS TOV HoONTOV 6TV EKTAOEVTIKY TOMTIKN HECH TNG
XOouBaong v ta Awoiopoto tov [Mowdwv. H XZdppoaon mapéyer ) Oepeiimon
KateLBLVOT Y10 TN GLUUETOYN TOV HOONTOV GTN S1001KAGI0 ANYNG ATOPAGE®Y, LE TO
GpBpo 12 vo onidvel 6t1 o1 vrroypdpovteg "eEacparilovv To mandi mov eivor Kavo
Vo SLOHOPPAGEL TIC ATOYELS TOV TO dKaimpa vo ekQPAlel EAe0Bepa OVTEG TIG ATOWELG
o€ O T Bépata wov apopovv to modl" I'evikr Zvvérevon tov OHE, 1989). Avti n
£vvolo. OMUIOVPYEL TNV TOPOYN EVKAIPLUDV OTO OO VO GUUUETEYOLV OTN ANyM
armopdoewv o€ Oépota mov €yovv onuoacio ywo ovtd.  Me Tovg €pnPovg va
APIEPMOVOVY HEYOAO HEPOG TNG KAOMUEPIVOTNTOG TOVS GTNV EMIOTUN EKTAIOELON, Evat
Aoyo 011 mpémel va. Exovv Vv eovoia va ennpedlovy OTL drTeTOn TNG EKTAIOELONG

K0l TOLG APOpPd.

Onwg avapépet €pevva Tov O.0.2.A. 10 padnoiaxd mepidiiov avayvopilel 6Tt ot
exmodevopevol givar ot Pacwol ocvuppetéyovres. ‘Eva  pobnoioxd mepiBdAiov
TPOGOVOTOACUEVO YOP® amd TNV KeEVIPKO dEova g pdnong evBappvvel tovg
pontég va yivouv "avtoppubuilopevor pabntég". Avtd onuaivel avdmtuoén tov
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"HETA-YVOOTIKOV de&loThToV" Yoo Tovg podntég, oniladn va mapoakoAovfodv, va
a&oA0YoUV Kol Vo BEATIGTOTOI0VV TNV ATOKTNGN KOl TN YPNOT TNG YVOONS, OTMS Kol
va glvar oe 0éomn va puBuilovv ta cvvaicHnuate Kot To Kivntpd TOvg Katd T

dupketa g padnotakng dwdwkaciog (OECD, 2010, o). 14).
Ewova 14, NMupapida tng nysoiag padntwv

Pyramid of Student Voice

Building

Capacity for
Leadership

Collaborating
With Adults

Being Heard

Eivon mAéov oiyovpo 0Tl vmdpyer pioo EVILIOGLOKY OTOATNON Y10 EKTOOEVTIKEG
petoppubuicelg, dNAaodn 1N eKmTOdELTIKY povada kot wiaitepa éva E1dkd oyoAeio
V10OETOVTAG aVOIKTO eMKOW®VIOKO KApo, wootyio ot oyxéoels, Asrtovpyel e
oKomd va Avvel mpofAnuata, onpovpyel aicOnuo acedielog kot erevbepiag otovg
padntéc/tpleg tov oyoAeiov Kol TOPAUEVEL GE QUVAUIKY TOPEiD TOPE TNV TOALTIKY
o1elpOTNTag TOoV E1d1kov oyoAieiov otnv EAANvikN TtparypatikdtnTa.

Oleg o1 mapomdve evépyeleg ivar peptkég and TG apyés ™G NYESiog Kol OTMG Ot
Hogan, Curphy kou Hogan (1994) avapépovv, nyecia givor 1 tkavotta «va pmopet
KATO10G Vo TElGEL AAAOL ATOLO VO APT)GOLY GTNV GKPT TIG OTOMKESG TOVG EMOIMEELS
Kol Vo EMOIOEOLY Evay KOO 6TOY0 0 0To10g VOl GNUOVTIKOG Y100 TV EuNUEPTiD TOV
GLVOAOLY.

Onwg avapépetar amd v Mitra, D., 2006 tig televtoieg 600 dekaeTieg
mopatNPNONKE [a GTPOQPY] OTNV EKTALOEVTIKT] TOAITIKY TPOG TNV Katevhuvon g
evoopatmong e nyeciog towv padntov. evikdtepa, n moATIKN) TG ekmaidgvong,
&xel OA0 kol meplocdTEPO TV TPdOeon va evBapplHvel Toug pnantég va avardfouv
HeyOADTEPT €VOVVN Yoo T PAONON TOVG, VO JadPapTIGOVY PEYaADTEPO POAO G
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Swdwasioc ANYNe omoeAoce®mV Kol OAAOY®OV OTIS OYOAEC TOVG Koi, TEMKA, Vo
CUUUETAGYOLV EVEPYE OTIG ONUOKPATIKEG OUOIKAGIEG KOl SOUEC TNG Kovmviag. Avto
avtikatontpilel 0Tl To oyoAeia eivar Wavikol Beopol ylo ™ PETAO00N KOWMVIKMV
KOVOVOV OTT®OG 1M MYECIO KOl 1| GUUUETOYN] TOV TOMTIMOV KOU 1 aVATTLEN TOV
KOVOTNTOV KOl TOV YVAOCEM®V 7OV OTOLTOVVTAL Yol TNV EKTANPMOT QLTOV TOV
Kavovov. AkoAovBel emiong o pokpodypovn TOMTIKY ToPAd0cT TOV TANICUDVEL TO,
oxoAeio ¢ 1WpduaTa mov &uINPETOVY €vol GUVOAO GLUPOVNUEVOV ONUOCIOV
OKOT®V, GULUTEPIAAUPOVOUEVNS TNG OVATTVENG TNG KOVOTNTOS TOV VEOV Vo

CUUUETEYOVV MG TOMTEC KOl O NYETEG OTO GYOAELDL KOl TIG KOWVOTNTEG TOVG.

v wpdén, M nyecio TOv pontdv pmopel vo mapel dSAQOpPES LOPQOES - amd TIG
TpoKTIkEG mov Pacilovtar omv TdEN €m¢ TN GULUUETOY] TOV HAONTOV ©C GLV-
EPELVNTOV\CLVEPYUTMV 1) AKOUT KOL YETOV HECOH GTOV YDOPO TNG GYOAKNG HLOVASG.
Eivor onpovtikd or pabntéc va Pudocovv gvkaipiec nyeoiog katd Tn OlpKELD TNG
EKTAIdEVONG TOVS, Vo LaBovV TV TEYVN TNG 0IKOJIOUN OGNS OYEGEMY EVTOG OUAO®YV, VO
kaBopicovv TavTOTNTEG, VO ETITOYOLV TO KOONKOVIA TOLG OTOTEAEGUOTIKA KOl VO
péBovv va evromifovv kot vo gUEAvifOUV OTOTEAEGUOTIKES EMIKOWVOVIOKES KOl
SmPpocOTKEG deEIOTNTEG.

[Tpoxktikég MmOV OOKIUAGTNKAV KATA TNV OOIKAGIOL TNG €PELVOG OTO TOPATAV®
mAaicto Mrov ommv taén n evldppvvon TV padnTOV vo avoamtoEovv Kot va
LOPAGTOVV TIG ATOWELS TOVG GYETIKA LLE TO TPEYOVTO BENLATA KOl VO GUUUETAGYOVY GE
oL{NTNOELG KOl KPITIKES Yo ovTA To BEUATO, OTMG GLUUETOYN] OTOLG AEOVES TOV
pafnuotog g Zovng Anpovpylkedv dpactnplottev o610 omoio Paciotnke m
TOL0TIKN £PEVVOL.

Noa ovppetéyovy ot pabntég o€ GLINTAGELS KoL ATOPACELS GYETIKA e TN ddackaAia,
™ padnon kot Vv a&oAdynomn Tovg, va  avomTuEouv Kol Vo EQAPUOGOVV
TPOYPAUUATO Y10 VO OAALAEOLY Kol Vo BEATIOGOVV TIC OPACGTNPLOTNTEG TOV GYOAEIOV,
TNV TOMTIKT], TO KAILO 1] TIG TPOKTIKES, TO TAAICIO KOVOVMV TNG GYOALKTG KOWVOTNTOG,
TNV €V YEVEL KOLATOVPO TOV GYOAEIOV.

[Mopd 11 av&avopeveg mpoondOelec TOL ATOGKOTOVY GTNV EVIGYLON TNG MYEGING TOV
pafntadv, vmapyel €AAyloTn GLVOIVEST OYETIKO HE TNV £Vvold TNG OPOAOYiag
«ponTikn nyecioy, Toug 6Komovg Tov Bo TPEMEL Vo EELTNPETOVY, TOV TPOTO LE TOV
omoio mpémel va mpowBnbel M axdua kot tov TPOTO [E TOV Oomoio Bo mpémel va

ovopaletar (Black, 2012). Avt 'ovtov, otn Biproypagio ypnoiporolovvral GAAoL
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0pol, OTMG N «POVN TOV HOONTOV», 1| «CLUPETOYN TOV HoONTOVY), 1 «EVEPYOS
CUUUETOYN» KO 1] «ONUOKPOTIKY) GYOAIKT] EKTTAIOELOT», GUYVA OAANAEVOETO HE TNV
«yecio TV padnTdv.

O Freire, P, 2006 opilet v nyecia 1oV HodnNtoOv ©¢ LEGO 001yNoNG TOV GYOAEIOL Kot
aKOUN Kol TNG KOWMVIKNG OAAOYNG, €va  HEGO Yl TNV  Emitevén Tov
«EKOMUOKPOTIGHOD TOV GYOAEIOL» G TPOSPOUOG TOV  «EKOMUOKPOATIGUOD TNG
kowaviag» (Freire, 2006, 6eL.97). MoyAog yio TV ETLTVYIOL TOV TOPAUTAVD GTOYOV
etvat 1 okéyn Tov eKTAdELTIKOD va yapaktnpiletal omd avbeviikdTnTa, YTt Kabmg
ToV¢ EMPALEL TIC OKEYELS TOV, OKEPTETOL Yo XGpT TV pobntov Ko oyt pali toug,
KavovTag Kot TV Ok Toug okéyn avbevtikn. Xuvveyilel ypnoponoumvtog to. Aoyl
tov ot Antonio Machado,« Ta&idid dev vapyel dpOUOC, 6 dPOLOG PTLdYVETL
Kabmg mepmatdcy» » (Freire, 2006, cel.54)
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KE®AAAIO 6°.

6

6

. AOOKTIKO G6EVAPLO

To dakTiKd Gevaplo mov ypnoporombnke oto ITiaicio tov pabuatoc Zovn
Anpiovpyikdv Apacstnplot)tev gixe Titho, «Yylewn dTpo@r oty TPasn Kot o
tomog Sapovig pag». To ovykekpyévo SOakTIKO GeVAPLO NTav €OKOAO oTNV
TPGEN Kol n EQUPLOYN TOL OTO gpyootnplo pe tn ypnon tovKahoot! diver v
duvaTdTTo 6TOVG LABNTES VO YpnoLoTOGoLvY Ta tablets €161 dote vo epumlakodv
Kot ot 10101 6T J1ad1KaGio TOV HOOUOTOC KOO KOl GTO YTIGIHO TOL S100KTIKOD
oevapiov £yovtag mhvta vdyn to VIOPadpo TV HaBNTOV 0T YVOON CAAL KoL TO
KOW®MVIKOOIKOVOUIKO  Toug  mepifaiiov. I[lapdiinio Aopfdvetor vmoyn 1
WutepdTTa N dTopayn Tov kabe padnm Eexwplotd aAAd TavTOYPOVO Kot M
duvatdT T SVVOLTOPENG HEG OTNV Opdda Kot emiong oTOY0C €lval va avamTOEOVY

OMUOKPOTIKA TIG NYETIKEG TOVS IKOVOTNTEG LECH OO TNV GULLLETOYT] TOVG,.

.1 OproBétnon 0160KTIKOV GEVAPioV
‘Eva exnadevtikd oevapro (Fewpyovtoov, M., Koung, B. & TloPapa, A. 2012)

nepthopPdver odnyieg Yo TOVG EKTAOELTIKOVG, TO BewpnTikd TAIGI0 Yo KAOE
TPOPANLLO, TAL DVAIKA TOV OTOLTOVVTOL Y10 TNV EQOPLOYN, TO GUALN dPAGTNPLOTATOV
Kol EVOEYOUEVMG, GALD DMKA (T.Y. AOYIGHKO, oyEotn padnudrtomv). Qg ek ToVTOUL,
éva eKOdEVTIKO  ogvdplo  VAOTmOlEiTol G UL GEPE  EKTOLOELTIKAOV
dpactnpotitov. To oevaplo elvor o 7TANPNG  EKTOOELTIKY  TapERPaon:
nePLOUPAVEL GLYKEKPLUEVOVG GTOYOVGS, GTOYOVS LAONGLOKOV TPOPANUATOV KoL TNG
dadkasiog vAomoinong, cuUTEPIAAUBAVOUEVOV TOV KOTAAANA®Y dpacTNPlOTHTOV
,01001Kac1eg aE10AOYNONG Kot GAAQL.

O oyedlaocpog evog Awdoktikod Zevapiov (Anuntpokomodrov, A. & Koung, B.
2005) mpoimobéter v vLWOBETNON WOG 1 TEPIGCOTEPOV TOV  GOYYPOVOV
TodayoyIK®v — mpooceyyicemv (ot Bewpieg  Owoddunong g yvoons-
KovotpovktiPiopog kot ot KowvovikoroAticpikég Bewpieg) Tov Tposdlopiopd tov
€OPOVG, NG MOKIMOG TOV EPYUAEI®V KOl LANPECIOV TOL TPOGPEPOVTAL OO TIC
TIE, aAld 10img ™G eKTOUOELTIKNG OOIKACIOG KOl TNV €QPAPUOYY  TOLOTIKAOV

KPUTPL®V Y10, TNV EMAOYT KATAAANAOV EKTOLOEVTIKOD AOYIGUIKOD.
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Eniong xatdAAnAo mepiexdevo Kot Oopr|, Vo DITAPYEL GLGYETION TOL GEVOPIOL LE
T podnolokd aviikeipevo (Ty. EMOTNUES, MOOMUOTIKE, YAMOOO) KOl OF
oLYKEKPIEVO TPpdypappa orovddv 6mov ot TIIE pumopovv va vAomombBovv g
YVOOTIKO epyoieio, €161 OOTE Ta GEVAPLO Vo, gival ovamtuElokd KaTaAANAL Yo TO
YVOOTIKO EMIMESO TOV LoONTOV.

Ta exmodevtiKd cevapla dev mpémel va dtevkoAvvovior poévo pe t ypnon TIIE
dwaokoAlag kot pdOnone, Bo mpémer emiong va mpowbohv véeg, EVOAMOKTIKEG
Hopeéc Odackoliog kol cOYYPOVES TOOAYMYIKES Kol OWOKTIKEG Oempieg Kot
ypnoelg TIE. Oa mpémel va otnpilovv kot vo kot tpomBodv v petafaon amnd
bpeoec /xar mapadoctakes HeBOd0VE H1000KAAMAG GTNV OLOSIKT] O10acKAA0 Kot T
ouvepyaTIK Habnon kot omd dackoiMa pe enikevipo Tovg Kanyntég, 6mov ot
TIIE ypnowonoovvior g puiuotikd epyoreio, otn ddacKaiio pe ETIKEVTPO TOV
padntn, 6mov ypnoyonowvviot TIE wg yvootikd epyaleio.

Me dAra Adywo va vdpyel petdfaom amd po madnTikn Taén o€ po EVEPYNTIKN
4N, pEow® EVEPYOL GULUUETOYNG TOV HoONTOV, emKOwv®VIaG HETOED TOLG,
aVOEVTIKOV OpacTNPLOTNTOV O10ACKOMAG KOl E10QYMYT] OLEPELVNTIKNG HAONONG
oV 0dMYoVV 6€ avbevtik| pdnomn mov €xet adia otov mpaypaTikd KOG, ndnon
OV YPNOWOTOLEITAL Yoo TNV EMALON TPOUYUOTIKOV TPOPANUATOV Kol Yoo TNV
oAokANpwon epyacwdv (Maina, W. Faith ), pe dpactnpiotreg mov mpowBovv v
enilvon mpofAnudtomv, ™ AMYn ano@dcemv, TV avAmTLEN KPLTIKNG OKEYTG Kot
CLVEPYOTIKOV OeE0TNTMV €MIAVONG TPOPANUATOV, TOV TTPOodyovv TN GLUPOAIKN
ékppaon,  emkowvovio Kot ovalnnomn  TANPOQOPL®Y,  OPOCTNPLOTNTEG

LLOVTEAOTOINGNG KO KATAGTACELG TPAYLATIKOV KOGHOV.

6.2 ZoOvi) ANUovpyikov ApacTiploTiTeOy

3to OEK 1606/2017 avadépetal ot eivar o {dvn  OpacTnploTHTOV 1oL Oivel T
dVVOTOTNTO OTN EKTOUOEVTIKT] HOVAAO VO AEITOVPYNGEL £vav AEova amd KOvov, £va
OUVOAO GYOMK®V OpOCTNPOTAT®V, TPOGOPUOCUEVO OTIC OVOAYKEG KOl  TO
EVOLLPEPOVTO, TPATO TOV UAONTOV/-TPUOV OAAG Kol TNG TOMIKNG KOW®VIOG.
KoAomter Ogpotikd media Omwg o moMTicpdc, 1o mepipdAlov, v vyeia, Vv
TPOCOTIKY  avATTLEN TOL  pOBNT/-Tplog Kot EmMIMAEOV HEGO OO  OUTEC TIG
«ONuovpYIKEg dpaotnprotTeey Ba diveton 1 duvatdtnta va KoAveBobv Kol KeVA o

AaPopa YVOSTIKA Tedio LaBNUATOV Kot ETOYYEALATIKO EVOLLPEPOVTO TOV LoNTOV
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H xowotopio avt) Pocileton ommv avapdpemon Tov 6YoAkold xpdvov Kol GTnv
KOAMEPYELD, CLUVEPYOTIKNG TPOCEYYIONG TG HABNoNG. KOS eivon 1 avamTTLEN TNG
KPLTIKNG OKEYNG, TNG CLALOYIKNG TPOCTAOEING Kot TG PLOUATIKAG OpACGNS TOV/TNG

LoOnT/-Tp1og HEGO amd OPACSTNPLOTITES GTOYEVUEVEG Y10 TO GUYKEKPIUEVO GYOAELO.

«XKomeveL,  emiong, o1 Onuovpyic  €vOG  ELYAPIOTOV KOl SMUIOVLPYIKOD
neptPaAlovtog, 0mov 1 pndbnon kot 1 S1dacKoiio dev avTipeTOmIOVTOL O TOONTIKY
amodoyn amooTacUaTIK®V yvooewv. H aélomoinon tov kMoeswv tov pobntov/-
TPIOV  KOL TNG ONUIOLPYIKNG TOLG £KGPOONG, 1 TVELHOTIKY KOAMEPYEWD, 1
OAOKANPMOOT NG TPOCOTIKOTNTOS TOV HoONTH/-NTprog, Kabdg Kot 1 cvvepyacio
HETOED TOV PEADV TNG GYOMKNG KOWOTNTOG OTOTEAOVY TPMTUPYIKOVS GKOTOVS TNG
«Zovng Anpovpyikav Apactnpotitovy. H afomoinon g Z.A.A. moapéyer v
duvatdHTTo TG KOAMEPYELNS TOV WlaitepwV KAGE®V Kot deE10TTOV TV padnTmv/-
TPV, TG gvausOnromoinong tovg oe Bépata evpHTEPOV KOWMVIKOD EVOLOPEPOVTOG
OAAG Kol ovATTUENG GLALOYIKOD TTVEDUOTOC. XTO TTAOIGLO TG ZOVNS ANUOVPYIK®OV
Apaotnplot)TOV ol UaONTEC/-NTPIEG aVOTTVGGOVY TOADTAELPT] dPACTNPLOTNTO KOl
LTTOPOVV VO TPOYLLOTOTOLOVV TOKIAES EKONAMGELS e GKOTO TN GUVOEST] TOV GYOAEIOV

LLE TNV TOTIKT KOw@vio.»

6.3 Ileprypagi Tov cevapiov

Ot paBntéc svarcOnromotovvion oe Bépata kKaAng owtpoPns. To ddakTKd GeVAPLO
mpofdriel v a&io TOv VYLEWVOV YEOUOTOG, TPOIVOV, UECTUEPLOVOL Kol Bpadivo.
[Tpocpépet ™ dvvotdtnTa PLOUATIKAG TPOGEYYIONG OTMOS TPWIVO GTO GYOAEI0 pHE TNV
GUULETOYN TOV LOONTOV GTNV TPOETOLUAGIAL.

H dwatpon| Tov avBpdmov dtapopomoteitan avdroyo Le TO KOWOVIKO - OIKOVOKO -
HOPQMOTIKO TOL eminedo, mBavov v (eBvikioTiKY], OpNOKEVTIKY], TOMTICUIKN KTA)
KOVATOVpO TOV, aAAG Kot Tov Tomo dropovig tov (Wikipedia.com).

Ot padntég pmopodv va pdbovv va avayvopifovv ) Sk TOVg - VYLEWN, Vynotioun,
TAOVG10 SLTPOPY| KOl VO TN GUVOEGOLV KOl [E TIG TOMIKES KoL (1] TOPOYES TOV TOVG
TPOCPEPEL TO TTEPIPAALOV TOVG. MaBaivouv yio TV KOVATOVPO TOV TOTOL TOVLS 1) TOV

TOTOL OV {OVV.
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H dwatpopn éxet oxéon pe v vysio Hog, HE TN COUOTIKY HOG KOTAGTAOT KOl TNV
evépyelo otn Kadnuepwv pog (o1, oAAE cLVOEETAL Kol LE TIG OIKOYEVELOKEG Kol
KOW®VIKEG LG EMPPOEG KO GTYOVPA TIG OIKOVOULKES GUVONKES OV PLdvVovE.

O Imnmoxpdng éreye «Ddppoko ag yivel m TPOEN ©OG KOL 1 TPOPN GOG OG Yivel
Qapurokd cagy Znuepa 6mov aAldlovv To dedouEva, O TPOTOC Kot 1) TOOTNTO TG
dwtpoeng pog emnpealovror apketd Kot opopotikd.  Kotd tov IMaykoouio
Opyoviopo Yyelag (World Health Organization), kokn dwatpoen eivor 1 eEAMmng M

VIEPPOAIKT) TPOGANYT TPOPTG KO OPETTIKMOV GUGTOTIKMV.

>10 @awvopevo g avBuylewng datpoeng Ppickovrol Ta dvo GKpo, amd TV Lo
HePLd 0 VITOGITIGUOG Kol 0d TNV GAAN M vIepPoAKT Katavaiwon tpoenc. To dtopo
nmov vroottiCetar, mpocropfdaver yopnAn Oepuidikn evépyew, M OITPOEN TOL

vroAginetan o€ Prrapiveg Kot tyvoostotyeio.

210 GAAO GKPO NG UM OOPPOTNUEVNG OTPOPNG VLEAPYEL 1  LEEPPOAIKN
KATavaA®on TpoPng, mov odnyel og mayvoapkio. H eppdvion moyvcapkiog ctovg
VEOLG OVOPOTOVS TOV OCTIKOV KEVIPOV elval TPOyUaTiKOTNTO TNG EMOYNG LOG.

(Wikipedia.com)
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KE®AAAIO 7°.

7. Xxomog g A.E.

YKOTOG VNG TG HEAETNS lvan va dlepevvnoetl o€ PABog TIG GTACELS, TIG OVTIANYEL,
T0 KIvnTpa, KoOMOG Kot To cuVOITONUATIKG dEdOUEVA Kl OEGOUEVO TG GUUTEPLPOPAS
Tov podntov. Méoa amd TNV TOTIKY OlEPEVVION EMOIDKETOL 1 OAIGTIKN
KOTOVON O TNG EPAPLOYNG TNG TTaLyVIdoToinong oty puabnon, n omoia Bo KaAiepyel
™V MO, TN GLVUIGONUATIKY], T COUOTIKY, TNV YLYOAOYIKN KOl TNV TVEVHOTIKN
duaotaomn evog Lodn TPoeTOAlovTAS TOV Yo TV APOUOiwseN, EVIOE 1 €KTOG TOL
oxoAkoy mepifaiiovtog.  Emduoketon o mpoodyyion oty Ewdwn Ayoyn mov
OLUVIOTA €Va EKTOOEVTIKO PACMO, TO OTOI0 AELTOLPYEL TOCO TPOANTTIKA OGO Kot
OepamevTiKd, Yo SIOUKTIKA GEVAPLL TTOV £XOLV S10(POVIKA ATOOELYTEL SVCAEITOVPYIKA

KOl OLVOTTOTEAEGLLATIKA.

Ao TIC TOPATNPNCELS TG EPELVOC, TIOTEVETAL OTL 1] EMLTVYNG OAoKANpwon twv TIIE
Kot TG moyvidonoinong amontel Oepelmoelg aAlayég oTig PacIKES dpacTNPLOTNTES
TV oyoAelmv. Avtég ot petatomicelg mepthapPdvovv véa dwdaokaiio. Ot
TEPIMTMOGELS TOV TEPLYPAPOVTOL GE ALTO TO APHPO TPOTEIVOVV OPIGUEVOVG TPOTOVG LLE

TOVG 0010V ATEG O peTaTomicElg pmopet va EeKviioovy Ko va oot pnbovv.

H épevva oOmmc kou GAAeg €pevveg emdiwkel va  Ogigel 01l péoo amd TNV
oy vdonoinon tov padnuatog, ot padntéc eppaviCovv gupdbovon g yvoong,
ONMOLPYIKY  OKEWYT, KPUTIK  OKEYN, TPOCHONIKY]  OTOTEAECUOTIKOTNTO KO
OmOO0TIKOTNTO, OHOOOGVVEPYATIKY] O140E0, avadEKVOOLY BEATIOUEVO OKOOTLOTKE
eMTEVYHOTO, LEYOADTEPT GLUUETOYN OTO UAONUA, avEAVOUEVN IKOVOTTOINGT YOVEWV
KO EKTOUOEVTIKAOV Kol VYNAOTEPQ EMITESD QL TOTETOIONONG TOV HOONTOV. ZOUEmV

LLE TO TOPATAVE® £IvOL SLVATOV VO OVOTTOCOETOAL 1 NYETIKN KOVOTNTO TOV HOONTOV;

O exmadevg €101 Oa pmopécel var Exel por KOAHTEPT KATOVONGT TV YVAOCENDY TOV
K@0e modod Eeywpiotd kot Oa pumopel vo exmadedoel KatdAAnio to kdbe moudi.
Axoro00mg Ba pmopel va ypnotpomomOei peAhovtikd cov BAon yio GUUTANPOUATIKO
exmodevTikd vAkd.  H Piploypagio €xel apketéc pebddoovg a&loddynong twv
YVOOEWV TOV HoONTOV 0AAG Kopio amd auTég 08V OVOPEPEL TNV CNUAVTIKOTNTA TNG

TOPOVGIOG TOL EKTOOEVTN GE cvvepyasio pe to maudd. H ovykekpyévn épgvva
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EMONUAVEL TO TOGO oNUavTIKO givar va a&toroynOel 1o kdbe moudl pe v mapovcio

TOV EKTOOEVTH.

7.1 Epgovntikég vmo0<oerg

O gpeuvNTIKOG 6TOYO0C TOPOLGLAGTNKE 6€ aVTO TNV A.E. ftav va d1iepeuvioel Thg M
ynolonoinon kat 1 tvroroinon tov Kahoot oty taén ennpedlel tovg pabntég ota
Kivntpa, TV amdAavon, T 0EGUELGN, TN CLYKEVIPMOOT Kot TN pdbnomn oe Eva oyoleio
v podntég pe Ewvwéc Exmadevticée Avaykeg kol mwg Oo yivel evoopdtmon tov
pontov o éva meptBdAlov yopig amokAelcos, o Tpocéyyion mov Pacileton oe
OWOKTIKA ceEVAPLOL OGTE OAOL 01 poBNTEG var fvol IKOVOTOMUEVOL KOl VoL Unv €lvar
evaAmTol otV mepimprlonoinom, Ponddviag tovg v avartHEOLY TIG NYETIKES TOVG
KOVOTNTEG.

[log pmopodv va cvvdeBobv ot pabntég oty Ewdw Ayoyn kot ot niektpovikol
VTOAOYIGTEG, Ot TaUTmAETEG, To Kivntd tnAépava (TIIE) pe xotvovikn avtiinyn ®ote
Vo €vEPYOVV GLAAOYIKA-OHOOIKE 7o £EVTTVOL Atd OTOLOONTOTE GTOHO, OHAdH 1
vrodoyiotn; Iloww etvor m avtiinyn tov padntov yuoo TV MAEKTPOVIKN
noyvwonoinon tov  podnuotog; Eviomilouv ot pafntég mAeovektipota 1
peovektuota; Mo eivor  avtiinyn kot ot andyelg tov padntodv yio v xpron
tov Kahoot! oto uddnuo copeova pue ty eunepia tovg; Eivor to Kahoot edypnoto
Kol Tovutoypova Ponda oto pdOnua; vetor péow g pHAONoNg Kot T0L GYOAIKOV
nePPAALOVTOG 01 LaONTEG VO EVOOUOTOCOVY TIG evkalpieg avamtuéng nyeciog otnv
T4EN Yo vo VI0BETAGOVY MYETIKN GLUTEPLPOPA Kol Vo avamtHEOLY OeELOTNTES TTOL
Bacilovion 6To TvELO MGTE VO, GLUTEPIAAPOLVV TO TTAOOG VO LVINPETGOLVV, TO BAPPOC
va apgiepnmoovy kot ™ meBoapyio va akovcovv; [log ennpedler n emAoyn tov
Kahoot to xivntpo tov patntov; Iog exnpedlel n emioyn tov Kahoot v amdiovon
TV pobntov péco otig oxolkég aibovoeg; Ildg n emioyn tov epyodreiov kovil
emnpedlel v agociwon TV padntov dote vo cvumepiAdfovv to mabog va
vaNPETGOVY 10 BAppoc va apeiefnmoovy kot T weBapyio va akovcovv;  XTn
J0CKOAOKEVTPIKY TPOGEYYIOT 0 dACKAAOG oyedtalel Kot o pabntnig axolovdel. Eivar
N O0CKOAOKEVIPIKY TPOGEYYIOT OPECTH OTOLG HOONTEG 1 TPOTWOLV o
HaONTOKEVTIPIKY] TPOCEYYIOT UE SLOUPOPOTONUEVT] OOACKOAAID LLE TNV GUUUETOYT TOVG

070 yTiowo tov padnuartoc pe v ypnon tov Kahoot;
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7.2 M£000o0c¢

H épevva mpoypotomominke pe 1 GLAAOY  ONUOCIELUEVOV  OVOPOPDV
EMIOTNUOVIKOV TEPLOOKADV, OVOQOPES amd  QOpelg ekmaidevong, E€pevva  G€
EMOTNUOVIKA SIteS 670 41001kTVO TTOL aPopovce e Apbpa ypappuéva oty EAAnvikg 1
mv Ayyhkn yYAocoa. Télog, ot mnyéc mov avackomnOnkay avapopikd pe v A.E.,
etvat Tov televtainy déka ETMV.

H mopodoa perétn etvar molotikov tomov. H mootikn pebodoroyion kpivetor og M
KOTOAANAGTEPT TPOGEYYION Yo TN SEPELVNON KAl OVAAVGT CTAGEWMYV, OTOYENDV Kot
EUTEPLOV Y1 TNV oLYKekpLéEvn €pguva. Ot pébodot cvAloyng vAkov Ba sivo:
TopaTNPNOoN 6T0 Hadnua, ovvévtevén pe epotoels (Bondntikég v Tovg pabntée)

7oV aKoAOVBOVV TNV Topeia TG Epevvac.

H ev AOyo mowotikny €épevva M omoio YPNOUYOTOLEITOL GE OLTN TNV €PYACia
OVTITPOCHOTEVEL {0l GUOCTNUATIKY] TPOCEYYIOT GE OMUAVTIKA Oépata €K HEPOLS TOV
epeLVNT Kol OMOPAETEL GTNV OLGLOON (VO TOV TOWOTIKOV GTOWEIMV Kot €vOg
(QOVOUEVOL TIOV EEQMAMVETOL GE £vav 1OWHTEPO YDPO OTMOC OVTO VO E101KOD
oyoleiov agopd padntéc g A'& B’ Ivpvaciov ot omoiot pvovvror otn ypriom
KIVIITOV GUOKELOV OO TOUTAETEG KOt KIVNTO TNALQOVE KOTd Tn OpKEL TOV

LM patog ko Topovctdlel auENUEVO ETIGTNUOVIKO EVOLOQEPOV.

O epeguvnmg mpooeyyiler depevvnTikd TO  gpevvnTkd Béua étol  dotE  va
oLYKEVTPOBOHV OGO TO OLVOTOV TEPIGGOTEPES TMANPOPOPIES YL TNV YPNON TOL
ddaktikod oevapiov pe v epappoyn Kahoot. H AE. emkevipdvetar otnv
VTOKEWUEVIKT] avTIANym Tov gpevvntikov Bépatog pe Eva detypa 14 pabntov kol oy
OTNV GLYKEVIPMOON KOl TOGOTIKOTOINGN UEYAAOL OYKOL OedopévVeV amd UeYAAO

mAn0og padntov .

To Kahoot! ypnowyorombnke pe tpeig d1apopetikons Tpdmovg Kot ) dtapkewo 12
SPOPETIK®OV SoAEEe®V amd TOV €peLVNTN, UE ddpkeln mepimov 25 Aent®dV KOTA
péso O0po. Ot pantéc emiong oyediacav pOVOl Tovg Kot cuupeTelyov oe 8 akoua
kovil Kahoot yevikov evolapépovtog OTmC e TEPIEYOUEVO HOVGIKNG, TOOOGPALPOV
avToKivnTOV, TPOT®MV O100KEOAONG K.0. Y10 EKTOVOGT. AnAadn tpoondbeia £yve va
eEetacBovv or pobntég ot owackariec yu va Ppedel o Pabuog katavonong, n
e€epedivion TOV YVOoEDV TOV HOONTOV OYeTIKE pe to. Bépato ypnong Kivntov
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oVoKEVOV, va fondnbovv ot pabntéc va oyxedtdlcovy 10 d1kd Tovg Kahoot! mov ot
ocuvéyeln Emau&ov GLAAOYIKA €iTe 6TO TANIGI0 TOV pHoONUATeV &ite Yo dStuokEdao,

6mov M eotioon NTov oe Bépata mov dev oyetilovtal pe v mopeia TV padnudTov

(.. povoikn).

Onwg avaeépel 0 Ztaowog, A. 2016, n mepypagiky] TAnpoedpnon v omoia 1
TOLOTIKY £PELVA TOPEYEL GTOV EPELVNT CLUPAAAEL TNV KAADTEPT KOTAVONON TMV
aTON®V pHe eMAeippato 1| OVOKOAMEG aAAG KOl OTNV EVOEAEX] YOPTOYPAPNON TOV
O1KOYEVELOKOD TOVG TEPPAALOVTOG KOl T®V GAA®Y GUVIGTOCMOV TV POPEMV OTMG TO
OYOAEl0 KOl TOV E€WOIKAOV povadwv otnpiéne. Mio tétoln mpocéyyion depeuva
OTAGELG KOl OVTIAMYELS TOV EUTAEKOUEVOV TNV 101K ekmaidevorn kabdg kol g
KOWNG yvouns,  €Eetdlel TG MPOCOMKEG TOVG OVIWPACELS O GLYKEKPIUEVA
neplEYOpeva KoOMG Kol TIG oTPATNYIKEG O10ACKOMAG oL £PapuOlovTol GTO YMOPO
avtd. H ev Aoyw mpocéyylon pmopel axodun va oviyvedoEL Kol Vo TEKUNPLOCEL TV
EMIOPACT, OPICUEVAOV VEMV OTPOTNYIKOV O1000KOMOG OOOKTIKGOV CeVApPimV Kot
nébnong oe modld pE GLYKEKPUEVES Olatapayss WoutepdTnTeG 1 EAAEippaTo

Y€YOVOS TOV GLUPAALEL GTNV EMADENGT TG AMOTEAEGLOTIKOTTOS TOV OKEIWV LECOV.

IMveton mpoomdBela va vVLApEEL Evag  «TANPOPOPLOKOS TAOVPOAIGUOG » E dEOOUEVO
ott n épevva  yivetar oto mAaiclo Ttov  padnuatog Zovn  Anpiovpyikov
Apactpromtov kot Xyolkdc Emayyelpoatucog Ilpocovatolopds oe  Ewdwkd
Enayyeipoatucod Tvuvaoio cefopevorl movia tig dtatopoyEs, TG 1010UTEPOTNTES KOl TIG
pnadnolokég dvokoAieg Twv padntav. Atvetal pe avtd TOoV TPOTO 1 SLVATOTNTA GTOVG
gpevVNT Vo givar MO  «Giyovupog» Y TOL OMOTEAEGUOTO TV  EPELVNTIKAOV
npoomafeudv kot dtevkolvvetar M guPdbuvon Kot 1 TOAVTPICUATIKY] TPOGEYYLoN,
TOV OVOAVGE®MV E GTOYO VO OOKAAVYEL 0moKkAIGELS amd mayliowpéveg Bewpleg Kot va

avadeiEel véeg TTuyEg.

Emiong diver ) duvatdtra v100Etnong S1aPopeTIKdOV BEPNTIKOV TPOGEYYIcEMV,
aKOLOL KOl GLYKPOVOUEVOYV, otny idia gpevvnTikn tpoonddeio (LeVine & Campbell
1972), vroloyilovtag BéPoata v advvopio EQOPUOYNG TG  OTNV GLYKEKPLULEVT
gpevvntikn tpoondBeta (Phillips 1971).

Onwc avapépetor and 1o Ztaowd, A., 2016, elvar kowvd omodekTd HETOED
EMOTNUOVOV MG 1 TOLOTIKN £PEVVA EXEL YAPOUKTPO EXAYOYIKO O10TL TPOKELTOL Y1dL
pia dadikacio okéyng n onoio 00nYyet amd to €101kd G6TO YEVIKO Ko avTd YTl 68 pia
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aVTIOTOUYN £PELVO HEAETMVTOL O1APOPU EKTOOEVTIKA TEPIEYOUEVO 1) LIKPA OelypLoTal
pe ™ péBodo NG TapaTHPNONG N LE TN YPNON GLVEVTEVENG TPV aKOUT avartvyfohv
Oewpleg M oynuata epunveieg T0V TPOPANUATOS TOV JEPELVATOL, OAAG 1) TOLOTIKN
épevva dvvaTol vo €YEL KOl TOPAYOYIKO yopoktnpo ywoti odnyel ™ okéyrn Tov

epeuvNTN AvVTiIoTPOPa ANAOTN At TO YEVIKO GTO E101KO.

H peBodoroyia TG cvAloyng dedopévov Ba cuvoebel pe to Bepnticd mAaiclo TG
épeuvag, TNV TPOPANUATIKA Kol  TIG €PELVNTIKEG VToBEécels. Me TpoPopikéc
TAPUy®YEG (CLVEVTEDEEIS MLUOOUNEVES KOl OOOUNTES, TOPATNPNOELS HOONUATOV —

TaEEmV, OLAdMV EPYNCING — GLAAOYIKES EPYACIES)

Onwg avapépet eniong o Xtacwdc, A., 2016 oto Pipfrio tov, Ewwn Exnaidevon
2020 . 477, ot épgvveg mov £ywvav To TEAELTAIO XPOVIL Yol TNV EOIKY| EKTOIOELON
KOL ay®Y"] Ko GTIG Omoieg £xel epapuootel mototikn uébodog Pacilovior TpwTapyikd
oV Kpion Tov nudounuévav cuvevtedéemv. Kat avtd yivetal yio va dtac@aiileton
N TPOGPACT TOL EPELVNTN OTIS EUTELPIEG Ko GTIG TPOONKESG TMV VIOKEWEVOV NG
épevvac. H ev Adym mpocéyyion dtevkoAbvel KOTd T yvoun Hog TOV EPELVNTH GTNV
TPOCTAOEL TOV VO EPUNVEVGEL IKOVOTOINTIKA TNV EMIO0GN TOVS GE SLAPOPES OWYELS

NG SLELPVVOLEVTG SLUOKOGTOGC.

Yoppova pe tov Creswell, J., 2016 o 6poc mOv ¥PNGLOTOLEITAL Y10 TNV TOLOTIKN
derypotoAnyio  elvar M okOTUN  OEIYHATOANYICL. Ymv ovykekpyévn  ALE.
emA&yOnkav ek mpobécewg dropa Ko tomobesiec yio va katavondel 1o kevipikod

(QOLVOLLEVO KO TOL EPEVVNTIKA EPOTNULATO.

To Kkp1tNplo TOL YPNGIUOTOLEITOL YO TNV EMIAOYYT] GUUUETEYOVIOV Ko TOTOHEGIDV
elvar to av eEac@aAiilovior TANPOPOPIEC KAl O GLYKEKPIUEVO YPMCLLOTOONKE
OLLO10YEVNG OELYLOTOANYIN GE pio LTOOUAON TTOV £XEL GUYKEKPIUEVO YOPOKTNPIOTIKGL.
H ypnion éywve pe yvopova tov Tpocdlopiopld TV YopoKTNPIoTIKAOV GE GTOLLO TOV TO

ota0éTouv.
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OPeLs padntwy yla Fewpies padnong kat SLSaKTKd oevapLa, epapuoyr tou gamification-rayvibonoinons uéow tou Aoytouikou Kahoot! oe oxoAeio Etbikri¢ Aywyrig

KE®AAAIO 8°.

8. AmoTeAEGNATA GVVEVTEVEEMV

OAot ot ovppetéyoveg (14) ocvpemvovv O6tL 1 xpron tov Kahoot! npokdiece Oetikn
TPOCOYN KOl TOVG KPATOVGE GUVEXMG GLYKEVTIPMUEVOLS 6To uddnua. Evod n ypnon
tov Kahoot! n 16 frav pa omolowotikn dpactnpotnta, ot pabntég simov ot
£volmooy Kivntomotmuévol, kKot nbsiav vo €EETAGOVY TPOGEKTIKA TO VAMKO TV
HoONUATOV TPOKEWEVOD Vo TPogTOlaoTobY Yyio to Kahoot! kot vo amavticovv
omoTd 0TS EpMTNGELC.(LobnTng 4)

Nowwbw 0Tt pog Kpatdel TEPIGGATEPO EVIUEPOLS UE EVOV TPOTO, OAAL TPEMEL VoL
axovoels kaf’ OAn T dbpkela Tov podNpaTog Yo vo pdbetg moa givan  amdvinon
oto Kahoot! katt mov givan eniong kard. 'Etot eicon mdvta mpocektikdg av OELeG va
T0 Tog Kahd oto Kahoot! (pabnmcg 7)

Ot ovppetéyovteg avaeépbnkav oto Kahoot! og o povadikn epmeipio didackaAiog
ov elvar guyaploTn Kol TOVEOGON NG UAOnong. Xe GUYKPIoTN WE TN CLUUETOYN OF
GAlec Owhé€elg, ov pabntég avéeepav ot m pabnon pe Kahoot! Mrav o
oLVVOPTOCTIKN eumelpio dStoAééemy Tov etvan poryevtikn kot embount (pabntmg 1).
Avtd mov Moy KoAO Mrav OTL NToV SPOPETIKO ... EMETPEYE OTOLG MaONTEG va
KaBovtat yahopoi Kot TovTdYpova. Vo GOUUETEYOLY (Labntig 5)

H yprion tov Kahoot! pag édwoe meprocdtepeg svkatpieg va oAANAOETIOPOVLLE Kot VO
OUVEPYOOTOVUE HE TOV KOOMYNTH, TOLG CLUUAONTEG HOG OTO TEPIEYOUEVO TOL
HoONUOTOC, TOPEYOVTOG MK OlOOKEONOTIKY] YPOld TAPOAO TOL £MPEME VA
GUUUETEYOVLE GTO HAOMLLOL.

Kat ot 14 ovupetéyovieg avépepav Ot pe toKahoot! éyet emnpeaoctel Betikd m
déopevon oty Taén.

Boowd onpeia mov mpoékvyav amd tor 0edopéEVH TG GLVEVTELENG NTAV 1] ONUAGio
TOV GL{NTNGE®V, 1 OLOPPLA TOL OVTOYOVIGUOV Kol TNG avovupiog, v 0Goug To
eméleEav(pabntmg 13).

O1 ovpupetéyovteg avépepay 0tL 1 xpnon tov Kahoot! evBappuve ) dio dpoaotikdtTa
KOl TNV 0QOoci®on KaTd T1 OdpKEW TOV OOAEEE®V, OMOVIDOVTNG GE EPWTNCELS,

GLUUETEYOVTAG GE KOVI( kot cu{ntnoelc mov TpokAnnkav amd to Kahoot !.
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H ypnon tov Kahoot! evBappuve tnv evpitepn cvpuetoyn otny taén o€ avtibeon pe
T1¢ ovupoatikéc aibovoeg didackaMMag 6TIG 0moieg 01 GLINTNOELS GLYVA KLPLOPYOVVTOL
amo Alyoug eEmotpepei padntéc.

To Kahoot! eivon pio mAateopua\e@aproyn mov pmopd vo eKEPAc®m ovTd TOL
OKEPTOMOL, OKOHO KU av €lpol olwmAdc olve akopa 10éeg omd to Kvntd Hov
MAEQmVO (LobnTig S)

To Kahoot! evBappove tnv coupetoyn pHog 6to pabnua Kot pog Topeiye v evkopio
Vo Ol TNPNCOLUE TNV O EMOLUNTY TPOCMOTIKY EMAOYN GLUUETOYNG Mo (LoBNTAS
14).

Ot ovpupetéyovieg avépepav OtL, Otov €pyovion oe emoen pe to Kahoot!,
OAANAOETIOpOCAY TEPIGGATEPO LE TOVS GUUUAONTEG TOVG KOl LE TOV KafnynT) KoTd
™ S1apKeLn Kot HeTd To pabnuo amd 0, Tt KOVOVIKA 1) 6€ 0o10dTOTE AALO LAb oL,

Ot ovppetéyovreg emeonuavay 0tt pe to Kahoot! omv td&n, 0o pmopodoav va
ATOPUGICOVV Y10 TO EMIMEDO OAANAETIOpaOTG, ONANOY, LEXPL TOV OcBAvOVTOL AVETA
VO GCUUPETEXOVY, €lTE avOVLUO, &gite pe eihovg, gite pe GAlovg cuppadntés, N pe 6AN
™V Ta&N Ko oy AyOTEPO AYYOG GTNV EMAPT TOVG LE TOV EKTOLOEVTIKO.

Noat to ékove mo oo Opactikd. 'evikd dev LA® o€ Kavéva GAlo padnua, piinoo pe
TOVG GLUUAONTES LoV TTEPIGGOTEPO amd OTL LE TOV KOONYNTH LE TNV TOPOLGIo TOL
kafnynt. Kot oiyovpa elyo mepiocodTepeg cuinoelg kot ékovo aoteio Yoo To

puéOnpo pe tovg coppanTéc amd 0Tl o AAAo paOnuopadnTplo 6)

Ewéa ovppetéyovieg avépepav to aviayoviotikd ototyeio tov Kahoot! oe oyxéon pe
™V aAANAETIOpOON KOU EUTAOKN 7OL €YEL M €QPAPUOYT] KOTA TNV OIPKEDL TOL
pafnuotog Betikd, Bewpdviog 10 ©C KIivnTpo KOl TOPAYOVIO GUUUETOYNG,
evBoppOVoOVTAag TOVg Vo GKEPTOVTOL KPLTIKE, avEAVoVTaG TNV EVEPYELN TOVS KATA TNV

GUULETOYN KOl ONOVPY®VTOAG Hio {ovTavT] SLUVOUIKT 6TV TAEN.

O avtayoviopog Bempndnke wc 1oyvpod Kivtpo, pe Evav epotopevo (Labnme 9 & 2)
va TEPLYPAPEL TOV TPOTO «O1 HoNTEG EMBLIOVY Vo "eKTEAEGOLV" KOl VO EKPPAGOVV
70 KivnTpd TOVE, VO PTAGOVY GTNV KOPLOPT] TOV TIVAKO OTOTEAEGUATOV KO VoL EIvort ot
KOADTEPOL TNV TAEN.

‘Exovtag v embBopia va kepdicel, evOappuve TOALOVS HobNTEG VO TPOETOLAGTOVV

€K TOV TPOTEP®V KOl VO AGYOANO0VV e TO DMKO.
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daiveton emiong OtL Aertovpynce cov MoV TOyoOpovoTIKO Yoo TOAAOVG MadnTéG,
evBoppOHVOVTAG TOVG VO AAANAOETIOPOVY E TOVG GUUUOONTEG TOVC.... NTOV GYEGOV Lo
aicOnon tov, 6yt pdvo Tov avTayOVIGHOD, BEA® Vo elptat 0 KAAVTEPOG, AALA ETIONG
«gee eriapakt vopilete 6Tt elvan bkoro, wy matnoo Aabog !(padnte 9)

[Mapd v Betikn eumelpion TOV CLVOEETOL LE TOV OVTOYWVIGTIKO YOPOKTNPO TOV
Kahoot! ypnion, 600 coppetéyovieg Bedpnoav 6tL n xpnon tov Kahoot! eixe apvntikd
OVTOYOVIGTIKO OMOTEAEGHO CYETIKA UE TN podnolokn tovg meipa. AvEéeepav OTL Ot
apVNTIKEG TTLUYEG TOL  avTOyOVIoHOD Mpbav ot1o moyvidot Otav ot padntég
EMIKEVIPDOVOVTOV TEPIGGOTEPO GTOV AVTUYMVICUO KOl GTY O100KESOGT TOPE GTN
péonon. v embopio TOLG Vo CLVOYOVIGTOVV, Hepol pobntég €omevcav vo
OTOVTIICOVV GE EPMTNCELS, UN AapPdvovtag vToy™ ToV ¥PAVO Y10 VO KATOVOT|GOVV TIG
epOTOELS N TIG amavthoelg (Lobntéc 10&1&12)

Mov dpece moAd, aAld vopilm OTL mPog TO TEAOG UEPKEG POPEG AMEPELYD VO
npootafd va pndbw véa mpdypata enedn anddg tpocmafodcoa vao Kepdicwm kot va
SoKEACH® e TOVG pilovg avti va pabo (pnadnmg 8).

Ot pafntéc Ba pmopovoav va aropacicovv edv exiBupodv va tapapeivovy avdvopot
N va ovayvoplotodv amd tovg dAlovs. H avovopio emrpémel otovg pabdntéc va
acBdvovtar mo aceareig O6tav amavtodv oe gpwtioelc. Emiong enétpeye otovg
Habntég va emkevipmbBovy ot cvYKplon Tov Teplexopévov Tov Kahoot! kat dtapopéc
andyewv, avti vo cuykpivouv Tig Kavotteg tTov puadntav. Avtd evBdappove
CLUUETOYN, OmMOC MTav ot pobntég eivar oe B€om va CLUUETAGYOLV YOPIG va
aicBdvovtar 0Tt kpidnkKav 6Tl amTAVINGAV COGTA 1| ECEUAUEVA, ETEWN VOl AVOVLLLO
ToTé 0V OMMOVPYEL GUYKPOLON, £TGL OV €lval 1 GLUUETOYN] OVAOVOLUY, ONACON
YPNOUOTOIDVTOC YELODVVLO Eivort KOAO Yo Tovug pabntéc. (nabnme 3&5)

Ewéa oamd tovg 14 ovpupetéyovieg dnilwoav o0tt to Kahoot! ftav éva ypnoipo
EKTAOEVTIKO  epYyaAeio, Kot OAo avtd Asutovpyel w¢g Oetikr| emidopacn oty
EKTIOOEVTIKT] TOLG EUTELPiL.

Y& OAEG TIG GLVEVTEVEELG, Ol GUUUETEYOVTEC EkOvOV OETIKEG OvOPOPEG OTO TG TO
Kahoot! vrootnpilet ™ pnabnomn tovg. Ankodvouv 6t 1 déopevon pe to Kahoot! katd
™ Jbpkeln Tov dAéEemv Pondnce Oyt Lovo va Bupohvtot To VAIKO Tov KAADTTETOL
oTNV TOPAS00T) OALG KO VO KATAVOOUV Ta ETOUEVO. LobTpata. AnAadn apyloav otyd
oyd opkeTol pontéc vo pévouv POVO OTNV  avayvoplon UG €vvolag oA

UTTOPOLGAV KO VO, TNV AVOKOAOVV.

77
Authwpotiki Epyacia



[TANEIIETHMIO

I_I AT P Q N‘(dl{lel( padntwv yia Sewpieg padnong kot Stéaktika oevapia, epapuoyn tou gamification-naxvionoinong péow tou Aoytoutkou Kahoot! og axolgio Etbikric Aywyric
oto nMAaiolo TG akabNUAIKIG KAl KOWVWVIKIG TOUG CUUITEPIANYNG, ULa IPoagyyLan SLEaKTIkoU oevapiou, €T0L WOTE Aot oL LaOINTES VA LKAVOTTOLOUVTAL KAl val Unv eivat
gudAwrtot otV neptdwpLomnoinon, avantuooovIas Ti§ NYETLKES TOUG LKAVOTITES.

Ot amovInoelg Tov cLppeTexdVTOV £0e1&av 0Tt 11 cu{fTnon mov dnovVPYNONKe omd
to Kahoot! ftav n mo moAdtiun ekpdbnon, ovl{nNTHOEC UE TPOOMTIKY, UE
JLPOPETIKEG AMOYELG KO ETETPEYE GTOVG HOONTES TNV gukatpia Vo aEl0A0YNGOVY TV
YV®OGN TOVG GTO OVTIKEILEVO ddaoKAAIOG 6€ GVYKPION He GAAOVG CLUUHOONTES.

Ot pobntég dopbodvovy apécme ta AdON tovg, yvopilovtag av éAafav cmoTN
amdvinon M AdBog, kot 10 To onuovTiko, yioti. E&epeuvdviog Tig amavtioels Kot
KOTOVOMVTOG Yot elyov amavinoel cwotd 1 AdBog dnpiovpyndnke pia Pabitepn
KOTavOmnon.

Agv poBaivete mpaypotikd amd avtd Aueco oAAd mo Eupeca amd T cvlntnon
apyotepa ". 'E& ocvppetéyovieg avépepav 6tt Kahoot! tovg Boribnoe va Bvpovvran
TIG TANPOQPOPies KOTA TN Obpkeln kot petd v Téén. Mepwol pabntég emiong
éviwoav 0Tt To udbnua pe to Kahoot! tpdchece ot Skt tovg yvdon, Ommg ..
otav swonydnoav véeg minpopopieg Ntav mo mbavd va TG Bopodvior PEcw evOg
Kahoot !.

Oocov agopd T S1atpnon YvOONGS, Ol EpOTNOEVTES EKTILOVV OTL NTAV EVAG YPNYOPOS
Kol OmAOG TPOTOC YO VO OVOVEDVOLV TN UVNUN TOUG KOU VO GUVEXICOLV Vv
AAANAOETIOPOHV LLE TO VAKO TOV Lo LOTOC.

"Efvar cuyva kadd vo emotpéyelc, eneldn ekel mov €kava Adbog, mAéov Bupdote molo
Ntav 10 cOoTO YaTi oKEPTECHL «TO EKova AdBog Kat eivar evKoAdTEPO Vo TO Bupdcot
"(nabntéc 1,7,9,13)

MoOntéc mov eivor cvvBwg vipomaAoi, Novyol oty TAEN, pe HETPLOL MG KOAN|
anddoon ot TAEN £QTOacaV GTNV KOPLEN TOL TIVaKe OmoTeEAEcUdT®OV. AvTol Ot
padntég pmopesav va 0ei&ovv oty TaEN OTL LWITOPOVV VO GUUUETEYOVV SVVAUIKE GTO
ddaktikd oevdpio pe to Kahoot!, tapoio mov dev dpactnpromotodvial otnyv Téén pe
TNV TOPUSOGLUKT] EVVOLOL.

Q¢ mayvidtl avromdkpiong pabntav, n 01oKESNoT Kot 1 yoyayoyio fpiokovtal 6tov
mopnva. tov Kahoot !. Ta dedopéva £dei&av 0Tt o1 epmtnBévies amolopfavovy to
Kahoot !. Ad®deka ocvupetéyovreg emeonuovay edwd avtdo oto Kahoot! nrav
doKESUGTLKO.

"Hrav éva Betikd Ko evotapépov pudbnua, oev nTav pia Tomiky Bapet otdreén 6mov
Oa énpene va kabioelg kel ko va dwaPdoelg Tic onueiwoelg apydtepa (Labng
1&14). (éywe ov{nnon kal el6aymyn oty £VWolo, ThG avaoTpoens taéng)

H otabepn mpotiunon ot ypnon tov Kahoot! peta&d tov coppeteydviov amoddinke
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OTIG SVVOTOTNTEG TOV TTOLYVIOLOV.

Ot ovppetéyoviec ONAmoay OtL amoAduPoavay 1o matyvidl, Tovg APeEsE 1 XPNON TOVGS
oV 16én ko amorduPovay tnv mopeion Aoym tov Kahoot !. Emuwmdéov, n oy g
dlokEdaoNG Kot TG amdAavong eaivetal va £xel fondnoetl moAdovg ot pabntég va
Eemepvohv ToL EUTOOIOL OTNV OAANAETIOPOOT) TOV OVTILETOTILOVV G€ &va TLMIKO
nepPaAlov S1oAécemv.

Mo evepyntiky, o100KESUGTIKY dPASTNPLOTNTA G€ OAN TNV TAEN (Tov dev amarntel amd
TOVG HOONTEC VO TAVTIOTOVV 1] VO JWMAICOVV UTPOCTH otV TAEN) Kol ¥pNCIHEVsE WG
ondoipo mayov yu moAAoVS epwtnBéviec mov cvvnBmg elyav aicOquate VIpomng

otV aifovoa Kot 0T TOVG EKOVE VOL NV GUUUETEXOVV.

8.1 Xounepdopora

H ypnon tov Kahoot gvBdppuve tov epguvnti va opapotiletor TAobo1eg duVaTOTNTEG
Kot oAANAemidpaorn péca oty téén. Mmopel gdkolo Vo @avTooTEl KOVELG TAC
umopel va Pertimbel n udbnon, av or pabntég umopovv va dovv ta. padNUAT TOVG
online, va. avafempcovy TV GULUUETOYN TOVG GTO UAONUA, VO AVOKOAEGOVY TNV
gpyacicc TOvg, Vo VTOPAAOLV  EPMTNCELS, VO ONUOLPYNOOVYV  €PYOCies, va
CUUUETAGYOLV GE OUAOES GLLNTNOMNG, VO GYOAAGOVY KOWVA OVTIKEILEVO, VO POTHGOVY
TOV EKTOOELTIKO TOLG Kol OAOL UE U0 TPOCOTIKY, YOUNAOV KOGTOLG, Kvnti,
acOpUAT) QOPNTH OLOKELY, AapPdavovtog PéPowa LVIOYN TOG VLIAPYOLV Kot
npoPAnpata pe ovtd to Opapa. Aniadn va gioayBel otnv padnotlokn dadikacio, 6To
nepifdrlov g Ewdwng Ayoyng n xpron tov Kahoot pécm kivntédv cvokevmv (
TAUTAETEG, KIVITA TNAEQMVA) cav epyalreio dtoyeipiong ddackaiiag Kot ekpdbnong.

Ymv mpoondBeia avtn PEPata 6 ovTN TN VEQ EMOYN TNG OLYLTNG TEYXVOAOYING, M
OeTikn oTdon NG TOMTEING, TOV EKTOUOEVTIKOV KOl TMOV YOVE®V OTEVOVTL GTNV
®opn pdébnon eivar KaBopIoTIKN Yo TV EMTLYN EPAPULOYT TNG OTO OYOAEl0. Xg
avtifeon pe Tovg KabnyNTéG Kot Tovg YOVELS TOVS, Ol TEPLGGATEPOL LOONTEG ONUEPD

yevvnOnkav g Evav TANPOS YNelomompuévo KOGHO.

Ta amoteléopoata Epevvag g Evponaiknc ‘Evoong oe Béuata madeiog delyvouv ott
ot yoveic avayvopilovv 0Tt 0 KOGHOG £xel aArGEel kal Ot 1 xpnon tov TIIE oto
oyoAelo €xel Kataotel OEUeEMMONG Y0 TNV TPOETOUAGIO TOV VEDV Y10 TO LEAAOV KO

nhvo and 10 90% tev evporainv yovéwv miotevovv 0Tt 1 ypnon towv TIIE oto
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oyoleio Ba Pondnoer evoeyopévmg 10 moudl TOLG Vo, Bpel SOVLAEIL GTNV ayopd

epyacioc.

EmnAéov, to S1dakTiKd cevaplo mov epappdctnke katd tn Epgvva pe Pdorn to
Kahoot dnuiovpyel éva mhaicto mov divel T dUVOTOTNTO GTOVE EKTOLOEVOUEVOLS VOl
TOPOVGIACOVY KOl VO, LOIPACTOUV T YVMGT TOVG HE TOVG CLUUAONTES TOVG, £T0L BOTE
vo pmopobv va mave omd to "pobntg oe mMyémg"'. Avtd oaivetar amd TOLG
SAPOPETIKOVEC TPOTOVE HABnong mov mpooeépetar omd v epapuoyn Kahoot —
uepikoi 1 6ot pabntéc sivar emdé€ion va maiilovv Kahoot !, evd dAlot vepéyovv ot

dNuovpyia dSik®dv Tovg KoLil, Epeuvdv Kot cLINTHCEMV.

Kotaiyovtag 6cov agopd ) cuykekpipévn €pguva to {ntovuevo givor va vdpyet
évag wavog aplipdg peLVAV e TOLOTIKA JEOOUEVO £TCL MOTE VO SLOCPOALETOL M
EMOPKNG LOPTUPIOL YIOL TNV EQOPUOYN TOV GLYKEKPLUEVOL OIOOKTIKOV GEVAPIOL GE
€101KA GYOAElD KOl GTY] CUVEXELX Y10 TN SIUOPPMOT| UIOG KOTAAANANG EKTOOEVTIKNG

TOMTIKY|G GTO YMPO TNG EWOIKNG AYDYNG.

Méoo amd v A.E. @aivetoan mwg péom tov didaxtikod oevopiov pe Kahoot
Bontnbnkav ot pontéc va amoKTNooLV HEYOADTEPN GLVEIONGOM NG OKNG TOVG
ponotokng Tpodoov, OTmS To vo aElohoyncovy Ty anoteiespotikotnTa Tov Kahoot
660V apopd otV ekmaidevon tove. Emiong Ponbnoe va mpocdioptotovy ot aTopiKeg
padnolokég avaykeg tov pabntav kol to eninedo avtonemoidnone. Katd cvvéneia,
epopuooTNKay To KotdAAnAa pétpo yuo va fonbncovv touvg pontéc va yivouv
ave€apmtor kot oavtokatevBuvopevolr pobnTtéc ovii Yo omAdg  mafnTikovg
eCaptdpevorg pantéc. Amd v Amoyn TG TPOCMOTIKNG TVELUOTIKNG TOVG
avamtoéng, eaivetor 0Tl avamtOyOnke 1N Ktk tovg okéym, Ponbovrog tovg
HafnTéG Vo YEQUPMOOOLV TO KEVO OVAREGH OTNV Omopvnudvevon N v madnTikn
ATOd0Y] TANPOPOPLDY KOl TN HEYOAVTEPT TPOKAN O™ Vo ival tkavoi ot pafntég yio
KPLTIKN avAAvot, cvvleon Kot mopaymykn onpovpywodmra. Etot, vrootnpileton
OTL o evepyOg Kol OTOTEAEGUOTIKY EKTOIOEVON UE GTOXO TNV AVATTLEN MYETIKDOV
KavoTNTOV TV podntov elvar kabopiotikn yie va PBondnoel tovg poabntég va
OVTOTOKPIOOVV e TOMTIGHUIKT avoyn Kot evoncOncio 68 eVOALUKTIKEG OMTIKEG YWVIES
Kol vo, avortoEouy €va oTéPED davonTikd VIOPabpo Yo Vo KAVOLV TPOCMOTIKES

EMAOYEG GYETIKA LE TO Tl TPEMEL VO OEYTOVV KOL TL VO ATOPPIYOVV GE LUaL apyn HE
Baon v apyn ™e AoYIKNG.
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Exnaidevon pe ypnon G €QOpHOYNS GLTAG Eivol TPOCAVATOMGUEVN] TPOG TN
BeAitimon ¢ emkowvoviakng 0pHoAoYIKOTNTOC TOV HaONTOV 6TV KOONUEPIVI TOVG
Con ©¢ evepyd KOl OVTOVOKAOCTIKG HEAN TNG KOWMVING TOVG, €V TOPAAANAQ

EVOLVOUMVETOL 1] TPOCMTIKT TOVS TOVTOTNTAL.

Onwg avagéper 1 Pound, L. (2016), €dv n avatpoen TV Todidv Hog amoteleitot
poévo omd  dtayég kot TL oKPPOC TPEMEL Vo KAvovv, €dv dgv tovug odeifovpe
EUTLGTOGVVT] KO OEV TOVG TOPEYOVIE TNV OLVATOTNTO VAL TPATTOLY KO VO CKETTOVTOL
puoéva toug kot oveEdptnta amd epdg, tote yriCovpe avumépPAnto eumdol otV

Topeia Yo TNV SOUNGT EVOC ONUOKPATIKOD 10EMO0VG,.

Ot pantég mov éyovv Kowmvikn avtonemoifnomn acOdvoviot teplocdTEPO 0modEKTOL
0t0 TOLG GLVOUNATKOVG TOVG, £fval AYOTEPO AVI|GLYOL GE KOWVMVIKEG KATAGTAGELS KO

elvar mo mbovo va emTHYovVV 6TO GYOAELD.

8.1.1 IMMieovektiporta Tov Kahoot!

To ebkola Tpomomomuévo mhaicio tov Kahoot, 6cov agpopd oto oyediacud Tov
aplBpoy TV EPOTNCEWV, TOL EMMEIOV, TOL MEPLEXOUEVOL KOl TOV TOTOV TOV
OTOVTNCEWV, EMITPEMEL O UEYAAN Tpocapuoyn amd tovg podntég oto kovil. Ot
EPMTNGEIS LTOPOVV AKOUN VO GYESIOGTOVYV MCTE VAL UNV OOKILALOVTOL Y10 U0 GOOTY|
amavINoN, 0AAG po TotKiAia Tlovedy amavincewv, Totkidov PBabpov amavincewv
Kol vo. odnynost oty ovantuén véov gpotoswv. To Kahoot umopei emiong vo
YPNOUEVGEL OG apwYOS cuinTnong 1 opdda cvlnmongs. H didpkela towv kovil pmopet
EMioNG VoL 0ALAEEL MOTE VAL EXEL AYOTEPQ 1] KOl TEPLGGATEPO GTOLXELQ TTOL EMBLELTE.
H odwowacio ekkivnong, pe tovg pantés va cuvoéoviol otnv TAATOOPUD, V.
etopdlovtal vo TpoPAEYOLY 1| VO OAVTINCOLV TIG EPOTACEIS TOL KOLIL amodidet
peydao evlovslacpd kat evoloeépov. O aviay®VIGHOS Umopel emiong va HETPLOCTEL
otov ot padntég eivon oe opdoeg, va popalovior v gvbdvny va alomoodv v

AVTOTOKPIGT KOt TNV OvVTOAAAYT| 10e®V TPy omd 11 dodikacio.

8.1.2 Advvapieg Tov Kahoot
Edv ypnowomoleiton pe pabntég mov dev €(ouv TPOETOUACTEL | OEV EXOVV YVMDCELG
T.ILE., pmopel va égovv dvokoiio ot oOVOES N HE TNV MAEKTPOVIKT LOPOT TOL
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Kovil. Avtd pmopet va Avbel péow PovVTEAOTOINOMG Kol TPOETOUAGING TNG EPOPLOYNG
tov Kahoot my. pue KAmow TPOTOPUCKELOOTIKA UAOAUOT, ETITPETOVIONG OTOVG
LoONTéG va 01KodopncovV e£otkeiman He TN dpacTNPOTNTA 1 LE TNV EIGAYMYN OTNV
T4EN TV Kvntov cvokevdv. To Kahoot givar eEapetikd mg dayvootikd epyareio,
Y10 VO EVIGYVOEL KO VO OTOGAPTVIGEL TIG TANPOPOPIES TOL KobBnueptvod Hobpatog 1
Y10 VO LETPTOEL TNV GVECT] KOl TNV KATOVONOT TOV OVTIKEWWEV®V TOV O100CKOVTOL LE
TOAD TO SloKESAOTIKO Kot evOLQEPOV TPOTO amd OTL  £€vo. OMOLOONTOTE GAAO
gpyareio a&lohdoynone. Edv yiver cwotd, to Kahoot pmopet va givon pa ypiyopn
avaokémnon S5 - 10 Aemtov pog mponyoduevne moapddoons (poabnquatog) M va
ypnoonomel og epyoreio a&toldynong yuo va avadeiEel oNUOVTIKEG TANPOPOPIES.

Mo GAAN advvapio etvor 1 mpdoPacn oe GLOKELES Kol 1 YNOoKY Todeio. XTnv
14&n ¢ B’ T'vuvaciov mov epapudctnke 1o ddaKTKd cevdplo, siyope kdmoteg
TOUTAETES TOV UTOPOVCAUE VAL SOVEIGTOVUE amd TO oyolelo Ko dAAOL pabntég elyav
™ SLVVOTOTNTA VO XPNGHOTOOVV To KIVNTO TOVG TNASQmve. Xty Ttaén g A’
INvpvaciov, ta kKvntd TMAEQP@VE deV givar S1aB€otpla, ETOUEVOS 01 OUAOES Towg TPEmEL
vo glval PeEYOADTEPEG Yo VO GUUUETACYOVV oTn Opactnpotnta. Eviovtolg, avtd
pmopet va amotelécel mpoPANa, av 600el TEPIocOTEPOS YPOHVOS GE KABE EpOTNGT Kot
(nrelton omd v opdda vo emrTUYEl €mionun ovvaiveorn, vo cu(nToel TIC

TANPOPOpPIEC.

OMec o1 mopamdveo vrobécelg vmootmpilovion pe éva onuovtikd ototyeio, v
dwokédaon. H moyvidomoinon tov pabuatog pHEcm g ¥PNoNS TOV GUYKEKPIULEVOL
N aVAAOY®V SOOKTIKOV GEVOPIOV TapEYOVV dloKEDNOT Kot TPEMEL Vo KatavonOel
ot glvan kovotopo.  H dwaokédoon pe tovg GAlovg dev gival ayyoTikn, vt
evyaprot. Ioailovpe poli éva tOmolg mayvior mépa and tov TaPadociaKd TPOTOo
puébnone, Ommc eixe oxedOOTEL Y TO OOOKTIKO GEVAPLO, OAAL TOPEYEL KOL LU0
ovykivnon mov omovoltdlel O0tav KAvel o podnmg pe tov  ovvnliopévo Kot
Kabiepmpévo 1poémo. H kabnuepivi mpaktikr] pe to Kahoot deiyvel 6Tt ot pobntég o
Bpiokovv kaAbTEPO amd TOVG TOPAOOGLOKOVG TOAOVG TPOTOVG SOUCKAAING KOl TO
98% tov epomBiviov podntdv Ntav cbsvapd tensicpévor Yo ovtd. H cuvipirtikng
mieoynoeic tov padntov mopadéytnke Ot Ba MBehav va dovv mEPLGGATEPO
noayyvidomomuéva pabnpota pécm epappoymv cov to Kahoot otig taéeig toug 10Tt

0o @éper mowMa ot Jwodkacio pdbnong kot OBo omdoer T povotovia
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KWVNTOTOLOVTAG TOVG Madntég va epyactovv. H efvyiavon otn pabnom pmopet vo

TOPUKIVIGEL TOVG LOONTEG VO AVOAGBOVY OPAGTNPLOTNTES TOL TOVS OPEGOVV.

7
Ewova 15
ala ®YAO [HAIKIA Q OIKON.KATAZTAZH |EPEYN. EPQT.1|EPEYN. EPQT.2 |EPEYN. EPQT.3 [EPEYN. EPQT.4 |EPEYN. EPQT.5 |EPEYN. EPQT.6 |EPEYN. EPOT.7
1 A 14 |Xapnho ewg Métpio xaunAd 5 5 5 5 5 5 5
2 K 14 | Xapnho ewg MéTpio ETPIA 5 5 5) 5) 5 5) 5
3 K 14 |Xapnho ewg MéTpio ETPIC 5 5 5) 5 5 5) 5
4 A 14 |lMoAU xapnAd ETPIO 5 5 5 5 5 5 5
5 K 14 |Xapnho ewg MéTpio XapnAn 5 5 5 5 5 5 5
6 A 14 | Xapnho ewg MéTpio TTOAU KaAn 5 5 5) 3| 5 5) 3
7 A 14 | Xapnho ewg MéTpio €EQIPETIKG XapnAf 5 5 5) 5 5 5) 5
8 A 14 |MoAU xapnAd TIOAU KaAn 5 5 3 3 5 5 5
9 A 14 |MoAU xapnAd TTOAU KaAn 5 5 5 5 5 5) 5
10 K 14 |MoAd xapnAd kaAf 5 5 5 5 5 5 5
11 A 14 |MoAd xapnAd rﬁm 5 5 5 5 5 5 5
12 K 14 |MoAU apnAd [moAs kaAn 5| 5 5| 5| 5 5| 5|
13 K 14 |MoAU apnAd [uéroia 5| 5| 5| 5| 5, 5| 5|
14 A 14 |IMoAU xapnAd TTOAU KaAn 5 5 5) 5) 5 5) 3
EPEYNHTIKO EPQTHMA
EE. 1 KINHTPA |
E.E.2 AMOAAYZH- EYXAPIZTHZH
E.E.3 AQ®OZIQFH AESMEYSH YNOXPEQEH
E.E. 4 SYTKENTPQZH 3TO MAGHMA
E.E.5 MAGHSIAKO AMIOTEAEZMA
E.E. 6 HIETIKES AEZIOTHTES |
E.E. 7 [AAZKANOKENTPIKO 'H KAHOOT

Kotd v dbpketa g A.E. éywve avackdnmon g Biproypapiog, dnpoctevpévev
GpOpwV og EMOTNUOVIKA TEPLOJIKA, LETATTUYIUK®Y Kot SIOUKTOPIKAOV Sotpipdv Tmv
TEAEVTOIOV OEKO ETAOV, TO, OTTOl0L EVTOTIOTNKOV €iT€ NAekTpoVIKA (AladiKTLO) gite O€
EVTUTN HOPON KOU NTOV YPOUUEVO GTNV OYYAIKY] Kol EAANVIKY] YADGGA, £PELVOV
oxetikés pe 10 0épa g mapovoac A.E. or omoieg aprvouv opiopéva ep@TLOToL
avamavinto, Om®mG Yo TOPAOELYHO OPIOUEVEC MEAETEG Oelyvouv  BetikdTepQ
amoteAéopaTo omd AALES KO V10Tl KOTOL01 TAPOVGIALOVY APVNTIKEG EMTTAOCELS EVD
dAAec dev 10 KAvovv. AAAG OGOV 0@OPE TN GCULUUETOYN ®G TPOKANGT TOCO Ot
ekmadevTIKol 660 Kol ot HaBNTEC, M cLVEYNG EVNUEPWOT, 1 VTOCTNPEN Kot M
enayyehatikn eEEMEN Bo pmropovcav Vo H1ELKOAVVOLV KOl VO EVIGYDUGOLV Lo GTAOM
VOOTPOTOG AmapOiTNnTn Y100 TNV ETTUYN EQUPUOYT| TNG GLUUETOYNS TOV HobnTdV o€
avtiotoryo mepPaiiovia €161 OOTE va  €£00QAMGTOOV TO TOAAGL VLTOGYOUEVQ
amoteAéopato. AedopuEVoV OTL 1| GLUPETOYN TV LanTdV £xel cu{n el TepiocdTEPO
otV mapovoa A.E. wg a&ia 1| 10avikd yioo TV Tpoaywyn g vyeiog ota oyoleio Kot
TO, OMOOEIKTIKA OTOLXElDL Y10 TIS TPOUYUOTIKEG EMUTTAOGES TNG CLUUETOYNG Elvon
TEPLOPICUEVA, TO EVPNUOTO OLTNG TNG OVACKOTNONG €lval ONUAVTIKE, €01KA €QV
npénel va ANebsl M cvppeToyn TOV HOONTOV GoPapd Kot XPNOLOTOOVVTIOL TO.
EVPNLLOLTOL OVTNG TNG EPEVVAG WG KATL TEPICCOTEPO OO OTTAT PNTOPIKT.

Oewpeiton emiong onUAVTIKO OTL, Y10 Vo, LTOPECEL VO EVOTOAALEL £VOG EKTOOEVTIKOG
HE TNV ¥PNOT TNG TOYVIOomoinong otovg pabntég tov pabnon, kaboodnynorn mov

duvntikd Ba divel otov panT nyetkég kavotreg, o Tpémel va Tov dlakpivouv
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YOPOKTNPLOTIKA OTTWG VO OEGUEVETOL GTOVG MaBNTEG TOV, va. givon dikaiog, ehevBepog
Omd TPOKATUANYELS, VITOCTNPIKTIKOG, TPOCEYYIGIIOG, HE EMKOWVMOVIOKES 0eE10TNTEC,
Today®YIKEG 0eEl0TNTES, KATOVONGY, VO, OOVAEVEL OKANPA OAAG Kot vo €xet
eMUOPPmOel Tvm otnv ZyoAikn Hyeola 1 va éxel KAmoleg avTioTol g LETATTUYIOKES
onovdéc. To 0o PBéPara Ba mpémer var 1oyvEL KOl Yoo TOV O1EVOVVTY TG EKACTOTE
OYOMKNG HovAdag, ONAadr va Koatéyel koteCoynv poOAO0 MyET OT0 GYOMKO
neptPdAlov. Ot kaBnyntég aokobv efovoia kot glvar oe Béon va ennpedoovy Kot
pantég. Oeeirovy va 6104E0vv Tovg HabNnTéG TOV KABOPIGHO GTOYWV, Yio TNV €HPESN
€VOG KOWVOU OPALOTOG UETOED TMV GUVIEAEGTMV TNG GYOAMKNG OMTOTEAEGLATIKOTNTOG,
omwg etvan o1 pantég kan ot yoveic. H ovumepipopd mov mpokdntel Katd tn dbpkela
™G avamtuéng evog epnPov, evoéyetar va emmpedost to av Oa epeavicel NyeTIKn

GLUTEPLPOPE aPYOTEPO GTO LITOAOLTO TNG LMNG TOV.

8.2 Ilegpropropoi tng mapovoag A.E.

[Tapdro mov N Tapovoa Epsvva eivar amotélecpo avackonnong g PpAtoypaeiog,
onpoctevpéveay  GpBpmv g EMOCTNUOVIKA  TEPLOOIKE,  UETAMTUYOK®OV Kol
OWOKTOPIKAOV STpPdV TV TEAELTOI®V OéKa €TV, TO. OTOio. EVTOMICTNKAY &ite
nAektpovikd (Aladiktvo) eite og EVTLm HOPON KOL TOV YPOUUEVO GTNV AYYAIKT] Kol
EMMNVIKN] YADGGO, EPELVOV OYETIKEG ME TO OEpa avayvopiletor mmg vrdpyovv
OPIOUEVEG EALEIWELG TTOV EVOEYETAL VAL EXNPEACOVY TNV EYKVPOTNTA AVTNG TNG LEAETNG
[IpdTov, to delypa mov ypnoomomdnke eivor oYeTiKd HIKPO Kol ETOUEVAOCS, TO
aroteAéopatd pmopel va unv epappodlovtor o OAa ta teptPaAlovta S100cKOAAGS.
AglhTEPOVY, Ol AVTIMYELS TV pobnTdv YOpm amd t xpnon tov Kahoot! pmopel va
empeactel and 10 VEOPabdpo Tovg( WIUTEPOTNTES KOl OATOPUYES) KO, GUVETADG,
avTd TPEMEL VL AAUPAVETOL LITOYN KATA TNV EPUNVEIN TOV TOPIGUATMV THG EPELVOC.
Tpitov 10 Kahoot! ypnowwonomdnke pe Tpeic d1a@opeTikons TPOTOLE KOTH TN
dwapkewn 12 dropopetikdv SoAééemv amd tov epevvnty|, Ue Oldpkela mepimov 25
AenT®V KaTd PEGO O6po. O pantég emiong oyediacay LOVOL TOVG KOl CLUUETELYOV GE
8 axoépo kovil Kahoot yevikoh evoloQEépoviog OTmG HE TEPIEYOUEVO HOVGIKNG,
T00OGPOIPOV  OVTOKIVNTOY, TPOT®V dlackédaong K.o.. Mo tétow ypnom Tov
Kahoot! umopei va unv avturpoconedel OAa to Thava oevapla, Kot €T, 1| avTiinym
TOV pontov umopel vo moikidel, okopa kot ov eivar vrep tov Kahoot pog kot
YpNooTomOnkKe pe otdyo TV TOVOOT TG TAENG, TN OLVOULKY, TN OEGUEVOT| KOL TNV
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onuovpyio xkivntpov TtV padntdv Kot, TEMKA, T HAOnon tovg Kot €161 {omg M
TPOGEYYIoN LG Yol TN XPNoN avTol Tov gpyoieiov va NTav eEavTAnTiK).

H peloviikr épevva O mpémetl vo emkevipmbel oty avartuén tov Kahoot! oe
peydio apOud pobntav, icwg oe 6An v EAAGda ce avtictoyo oyoieio Eidikng
Exnaidevone, oe Olec T1g ThEElg, o SWQOPETIKG pobuato Kot vo vrdpEet
a&loAoynomn g eumelpiog Tov podnTov.

Emiong 1o detypo amoteleitar povo amd pabntég mov ypnoonoincav to Kahoot kot
€101 0 gpeuVNTNG Oev UITOPEl VoL GLYKPIVEL TOL OMOTEAEGHOTO TTOV amoKTHONKOY 0md
g opdoo  YPNOLUOTOIOVTOS — OPOPETIKO  TpOTO  pabnong, méEpav  Tov
UG KAAOKEVTPIKO.

Ta amotehécparta delyvouv onuavtiky BeAtioon TV KIVTPp®V, TG EUTAOKNG, TNG
AmOAALONG KOl TNG GLYKEVIPMONG Y0 TNV TPOCEYYIOT HE TOLYVIO0Toinot, oAAd To

delypa 0gv NTaV OPKETA LEYAAO Yo va amodeyfel av vhpyel onuavtikn Pedtioon

™mg pabnong.

8.3 Iledia Tpog meparTEP® dLEPEVYN OGN

Onwg avagépetar 610 ApBpo «l Tl n amaydpevon TV TMAEPOVOV and ta. oYoieio
givar éva Ppo Tpog ta wicw yuo TV ekmaidgvon;» amd tov Jamie Brooker, (2019)
ocuvidput) tov Kahoot!, yio va a&lomomcovpe tn OLVOUIKY TOV GLGKELOV OTWG
TOUTAETEG KO KIVITE, Y10 TTO LOYEVTIKEG KO OTOTEAEGLOTIKEG LOONGLOKES EUTEPIES,
TPEMEL VO KOTOVONGOVHE KOADTEPO TIS GLUTEPLPOPES KOL TAL KIVNTPO TV VE®V
onuepa. XT1c aifovoeg d100oKaAlNG, 1 TEXVOAOYIO(KIVITA Kol TOUTAETEG) TPEMEL VOl
avadeiEel v avOpomivn gumelpio kot Oyt va Bewpeiton TpoPfAnua. Avto Ha mpémet
va givol To eniKEVTIPO TNG EGAYMYNG OTOIOVONTOTE TOTOVL TEXVOAOYIOG GTNV TAEN.
Mmnopel mepartépm  €pevva va. AEITOVPYNGEL Gav 0p®YOS GE AT TNV 10€0. Kol Vol
BonOBnoet va glonynbel v ypMon 1@V KvnTdV cuokev®V TEIBOVTOG TV MYESIA TNG
EKTOOEVTIKNC KOWVOTNTAG 0vA TOV KOOUO 1) otnv EALGda va emttpéyel va cupPel Katt
TE€T010;

YmoBétovtag 6tt  xpnon avdAoywv SO0KTIKOV GEVOPI®V HE TNV YpNoN KNG
nabnong oe Kahoot eivat o kaAvtepog Tpodmog S1dacKaAlog Kot To moTELEGHATA Evat
omwg omv A.E., woavomomtikd, mopapévouy moAAd avomdvinto epotipato. H
avalfTnNon TV OTAVINCE®Y OVTOV TOV EPOTNUATOV pmopel va givar 10 emikevipo
TEPULTEP® EPEVVOLC.
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Oéuata mov ailel va e&etactovy péoa 610 YOpo ¢ E10tkng Aymyng eivan stdpopa,
OT®G VILdpyEl onueio, LETA ad KATO10 Aot Tov ot padntég Ba Papebodv kot Oa
adlopopnoovy 1 o evilaeépov tovg Oa eEacbevioel ypnowonowdvtag to Kahoot;
[T6co amotelecpatikog ivar avtdg o tHmog pdbnong poakponpodbecua; Iloco OBa
avTIGTOOOVV 01 EKTOOEVTIKOL G€ aVTO TO LOVTEAO LAONoNG;

MA®g N U el0ay®yn avtiototyov SakTIkdv cevapiov oty Edwn Exnaidevon Oa
emnpedost kot Bo oynuatioer opdoes pobNTOV TOL AOY® TOV JOCKAUAOKEVTPLKO
TpOTOV ddacKaAing meplBwplomolovvTal, Av vol OGO PIKTH Kol Gpeon &ivor 1
EL00YYN TOVG;

Towg m  ewcaymyq oviictoyyov OokTikaV cevapiov oty Ewdwn Exmaidevon
odnynoel oto va epapuocbsi Eva piktd povtého udOnong ( blended learning) 1 éva
povtéro avtiotpooeng taéng (flipped classroom) mov Ba kavomolovoe Tovg podnTéC
kot Bo toug Ponbovoe va unv elvar gvdimtol oV mepBwplonoincon Kol v
OVOTTTOGGOLV TIG NYETIKEG TOVS IKOVOTNTEG.

Emiong pelhovtikny é€pevva pmopel vo yivelt omnv ££gpelvnon TOV EUTEPIOV TOV
ekmadenTik@v otn ypnion tov Kahoot! kot otnv gvioyvon g omoTeEAEGLATIKOTNTO
™G 01000KAAMAG TOVC.

O xotdAoyog Tov mhavav epotioenv mhavotato Bo avénbel kabag yiveror mo
ONUOPIMNG Kot eVupéwg Oladedopnévos. Méypt otiyung, m mopovcsa AE. éyxet

emkevtpmbel meplocoOTEPO 0TA BETIKA KOl AryOTEPA GTO ALPVNTIKAL.
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https://kahoot.com/blog/2017/05/31/success-story-empowering-students-shape-
learning/

http://www.unesco.org/education/tlsf/mods/theme_b/interact/mod07task03/appendix.
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https://kahoot.com/blog/2019/07/18/kahoot-plans-for-back-to-school-2019/
https://kahoot.com/

http://www.brandonhall.com/blogs/showcasing-need-gamification-engaged-learning-
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Hopaptnpo A: Ofpata yro ovlTnon otnyv cvvEvtentn

A.HTETIKH XYMIIEPI®OPA
Ivopon koAvtepog pabne.
Eipon mepn@avog yua tnv otkoyEveld pov.
Yovepyalopon pe ToVG CLUPOONTES Kot TOVS KaONYNTEG Lov.
O xobévag pmopet vo etvar nyétng
H oAhayn apyilet pali pov
O kaBévag elvar EexmploTOg KOl TPOIKIGUEVOG
Mov apécel va EmKOV®OVA He GAAOVG.
Eipon etaxpivig ko dikonoc.
AopBave amoedcelg pe ™ copforn GAL®V.
Ot mpdéetg pov etvan cuvemeis.
Atve 6T0VG GALOVG TIC TANPOPOPIES TTOV YPEIALOVTOL Y10 VO KAVOUV TIG SOVAELEC TOVG.
Axob® oyOALL KOl EPOTNCELS.
Atvo gpmiotooivn oty Téén Kot 6ta HEAN TG OUAOOG.
Anpovpy® Eva KA ovamTTuENG.
‘Exo gupeia opatdmra.
Atvo émavo kot avayvopion, Ao urpdfo pe v kapdid Lov
Emikpotd emotkodountikd kot avtpetonilo tpofAnuata.
AvomTuGom oyEoLa.
‘Exyo éva 6papa yro To o0 myaivovpe kot BEtovpe pakpompodfecovg oTo ovG.
Epopavio avoyn kot eveMéia.
Mmnopd va gipat 16yvpdc 0tav ypetdleTot.
Eipon mpotadintg otig alhayés.
Avtipetonilo toug dAlovg pe cePaco kot a&lompéneta.
Eipon dtaBéoipog kot tpooitodc.
Oélm va avarapPdve gvBdveg.

Agrtovpyd cav SIMAOUATNG.
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TATPON

OPeLs padntwy yla Fewpies padnong kat SLSaKTKd oevapLa, epapuoyr tou gamification-rayvibonoinons uéow tou Aoytouikou Kahoot! oe oxoAeio Etbikri¢ Aywyrig
oto nMAaiolo TG akabNUAIKIG KAl KOWVWVIKIG TOUG CUUITEPIANYNG, ULa IPoagyyLan SLEaKTIkoU oevapiou, €T0L WOTE Aot oL LaOINTES VA LKAVOTTOLOUVTAL KAl val Unv eivat
gudAwrtot otV neptdwpLomnoinon, avantuooovIas Ti§ NYETLKES TOUG LKAVOTITES.

B. KAHOOT

1. Ta padfpoto Tov extelodvton pe To Kahoot divouv v duvatdtnto yio KoAvtepn
KOTOVON O™ Kot LABNoT 6 6UYKPLon LE TOV TPOTO EKUAONONG Kol Katavonong o€
Topadoctokd tepPariovta Tééng

2. To Kahoot av&avet to evolapépov yia 1o adnua oo
3. To Kahoot BeAtidvetl v enttvyio pov oto pddnua

4. O1 5pacTnNPOTNTEG TOL dNUIOLPYOVVTAL YpNouonolvTac To Kahoot ivot o
EVOLULPEPOVGEG

5. H ypron tov Kahoot dnuiovpyei amoteleopatikdtepn cuvepyoTikn pabnon
6. To Kahoot awv&avetl tv amotelecpotikdTTa TV Hodnudtov pov
7. Me 1o Kahoot prop® vo ekppach® dveta

8. H ypnion tov Kahoot oty eknaidevon av&avet ta Kivtpa yio. GOUUETOYN OTa
pofnpota fov

9. To Kahoot pov emttpénet va. GOUUETAOK® €vEPYE TNV Habnon

10. Ot teyvikég epoTNoE®V GTIG dpactnproTnTeg Tov Kahoot pov mapéyovv
SPOPETIKEG TPOOTTIKEG PLAON oM G

11. To Kahoot BeAtidver v Toydtnta avIamoKplong g oKEYNS LoV
12. To Kahoot pov mapéyet poviun pdbnon otig dpactmplomreg oty Taén

13. Ot éykarpeg epmtnoel otig dpaotnprotnteg Kahoot avdvouvv tov evBovotlacpo
LLOV Y10l GUUUETOYN GTO Hadnuo

14. To Kahoot pov diver v gukaipio va Tpoc@ip® TAOVGIOTEPO TEPLEYOUEVO GTO
pabnua

15. H ypnon ewovov ot epappoyég Kahoot pov exttpénet va Katavod evkoroTepPa,
KoL KAAVTEPO TO TEPLEYOUEVO TOV LB UATOV

16. H ypnon Pivteo pe 1o Kahoot pov g&itapet v mpocoyn

17. O fyog mov ypnotponolei to Kahoot katd tnv didpkelo Tov Toryvidlov-
pobnpatog stvor peptkés opEg EVOYANTIKOG

18. H avtaAlayn opactnploTNTOV LECH TOV KOWVOVIKGOV HECOV ALEAVEL TA KivTpa

19. To ovomuoa Badpordynong tov Kahoot avéavel  grrodoéio pov kot 0éh® va
elpan évag kopveaiog okopep

20. H ypnion tov Kahoot otnv té&n pag evbappvvel dhovg

21. H evepydg ypnom tov Kahoot evBappiver toug podntég va cupetéyovv oe VEES
dpaocTNPLOTNTES
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oto nMAaiolo TG akabNUAIKIG KAl KOWVWVIKIG TOUG CUUITEPIANYNG, ULa IPoagyyLan SLEaKTIkoU oevapiou, €T0L WOTE Aot oL LaOINTES VA LKAVOTTOLOUVTAL KAl val Unv eivat
gudAwrtot otV neptdwpLomnoinon, avantuooovIas Ti§ NYETLKES TOUG LKAVOTITES.

22. Ot dpaoctnplotnteg mov ekteAovvtal pe to Kahoot extpénovy v e0koin
expaOnomn tov BEpatog

23. H appuovia ypoudtov tov kovumidv oto Kahoot pov apéoet

I'. TIIE-TENIKA

1.ITowa and ta mapokdto eivar S1a0EcLa Yo vo xpoYLOTOLElg EDKOAN OTO OTiTL 1
eKTOG oyoAreiov (T.y. o€ PiAovg N 6€ cvyyeveic, oe po dnuocta PAoON7KN)

Emutpanéllog vmoloyiotig xwpig tpocPfacn oto Internet

Emtpanéliog vmoroyiotg pe mpdcPacn oto Internet

Laptop, tablet PC, netbook 1 pivi opntdg vrroroyiotig ympic tpdcPacn oto Internet
Laptop, tablet PC, netbook 1} pivi opntdg vrroroyiotng pe tpdcsPacn oto Internet
Yoomua oy vidiov PBiveeo (.. Xbox, PlayStation, Wii)

Koveora mayvidiov yepodg (m.y. PSP, Nintendo DS)

Kwnté miépmvo yopic tpécPacn oto Internet

Kwnté miépwvo pe mpdsPaom oto Internet

®opnt LoVoIKn 1 cvokev avamapaywyng Bivieo (Mp3 / Mp4 player)
Bwreokdpepa 1 ynotok @otoypaeikn pnyovny (yio eyypaoen Pivteo)

Not 670 omitt

Nat og dhdeg TomoBecieg eKTOG TOV TYoAEiov

Mn dwbéoipog

2. TTooa ypdvia ypnopomnoteic vroroyiotég 1 tablet;
EniAele pia amdvrnom povo

Arydtepo amod 1 €1og

Metoéd 1 ko 3 etov

Meta&p 4 ko 6 €TV

[Tepiocotepa amd 6 ypdvia

3. T1660 cLYVA CLUUETEXELS OTIC TAPOUKATEO dPAGTNPLOTNTES GTOV EAEVLOEPO YPOHVO
00V, GTO GT{TL | GE OMOLOONTOTE UEPOG EKTOG GYOAEIOV;

ATOGTOAY| Kol VA yV®GT LNVOLATOV NAEKTPOVIKOD ToLIPOUEIOD
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oto nMAaiolo TG akabNUAIKIG KAl KOWVWVIKIG TOUG CUUITEPIANYNG, ULa IPoagyyLan SLEaKTIkoU oevapiou, €T0L WOTE Aot oL LaOINTES VA LKAVOTTOLOUVTAL KAl val Unv eivat
gudAwrtot otV neptdwpLomnoinon, avantuooovIas Ti§ NYETLKES TOUG LKAVOTITES.

OPeLs padntwy yla Fewpies padnong kat SLSaKTKd oevapLa, epapuoyr tou gamification-rayvibonoinons uéow tou Aoytouikou Kahoot! oe oxoAeio Etbikri¢ Aywyrig

Yvvopiio oto dwdiktvo (m.y. Facebook, Instagram, Messenger)
Avéayvoon 1 tapakorovdnon ewdnoemv mov oag apécovy online
Xpnoomoudvrag évo nhektpovikd Ae&ko 1 eykvklonaideio (Wikipedia, k.Ax.)

Avalnmon TPOKTIKOV TANPOPOPL®Y 6TO d10dikTLO (T.). 0€oelg o€ éva aymva, /
oLVOVALL, YOV, ¥pOVog ekTaidevong, vyeia)

Avoltnon SlQopETIKOV TNYDV 6TO S1odIKTLO Yo TAnpoPopieg Kot pdbnon oyetid
HE £VOL CLYKEKPIULEVO BELLO TOV OE EVOLAPEPEL

Expabnon pe ekmoideutikd Aoyiopko, motyviote Kot Kovid

SUUUETEXELS OE OPLAOIKES GLLNTNGELS 1] POPOLLL

[MaiCovtag éva moaryvidt o amevbeiog cuvoeon

[Tepmynon oto Internet yia dackedaon N yovia

[MapaxorovOnon Pivteo khur, Ayn(you tube)

Movaoikr|, Toyvidia, Aoyiopiko and to Atadiktvo

Alotnpeig Tov d1k6 cov 1etdTomo, ceAida Facebook, blog, eicot Youtuber
[Toté M oed6V moTé

ApKETEG POPEG TO UnvaL

TovAdyiotov pia popd v efdopudda

Kabe pépa 1 oyedov kdbe pépa

4. T1660 cuyva YpPNOIUOTOIEIS TO TOPAKAT® Y10 LoBNGLoK0VG GKOTOVE KOTA TN
dupkela Tov padnudtov;

Emutpanéliog vmoroyiotig xwpig cHvoesn 610 d100iKTLO

Emtpanéliog vtoroylotig e xprion 6vvdeons 61o AladikTvo

Laptop, tablet PC, netbook 1} popntd voroyioth ympic cHvoeon 610 d1adikTLO
Laptop, tablet PC, netbook 1} popntd vmoAoyiot) pe chHvdeon 610 S10dikTLO
Ynowokdg avayvaotng (popnti cuoKeLT Yo TV avdyvoon BiAiov otnv 006vn)
Taumietr mov TapéyeTon omd 10 GYoAeio

A0, 0paoTIKOG TTiVOKOG

ik kapepa 1 Prvreokdpepa

Tov d1kd Gov PopNTd VITOAOYIGTH
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To dkd Gov Kivntd TMAEPWVO Yo TO Pddnpo
[Toté N oyeddV mOTE

ApKeETEG POPEG TO UNvaL

TovAdyiotov pia eopd v efdopdada

Kabe pépa 1 oyedov kabe pépa

5. Bewpeig 6T ypron Tov TIE (vroroyiotéc, Sl dpacTIKOL TIVaKES) KOTA TN
dlapKeln TV pobnuatov £xet BeTikd anotéiecua oto akoiovda;

Eotialeig mepiocdtepo o avtd mov pabaivelg
[Ipoorabeig oxAnpotepa o o TO TOL pabaivelg

Niw0eig mo aveEdptnTtog otov TpoTo mov pabaivels (m.y. LeAeTdg To gvydpioTa,
pabaivelg meptocoTEPO 0TO LAONUATO TOL GE EVOLAPEPOVV)

Kotohapaivelg mo gvkora Tt pobaivelg
Oupdoot TOAD o e0KOAA TL £XELG LAbEL
O1 TIIE cov gmitpénovv va epydalesat kaAdtepa e GAAOVG LoONTES OTIC Epyacies

O1 TIIE BeAtidvouy v aTtpoc@aipa oty Taén (.. ot Lobntés Tov GUUUETEXOVY
elval meP1ocOTEPOL, LITAPYEL AIYOTEPN AVOGTATMOOT))

6. AvaAoyicov v gumelpio. GOL [LE TOLG VTOAOYIOTES: G€ oo Pabrd CLUPWVEIS e
TOL TTOPAKATO

Eivon mpaypotucd onpovtikd yio péva vo SouAED® e VOV DTTOAOYLOTY|

v pébnon

XPNOHOTOUDVTOS VOV VTOAOYLGTH Yo LdOnomn elval mpayaTikd SleKESUGTIKO
XPpNGOTOL® VAV VTOAOYIGTN Y10l LABNGN EMEDN EVOLAPEPOLLOL TOAD GE VTOAOYIOTEG
Xavm amod 1o xpovo otav padaive pe tov vToAoyloT)

A&iler va ypnoomomoete £vav VTOAOYIoTN Yia pabnon yoti o pe Bonbnoet om
HEALOVTIKY] LoV (m1] ™G EVAMKOG

XPpNOHOTOU® £vav VTOAOYLoTH Yid va pabw, Kabmg Ba Bondnoel oty epyacio ovtn)
oV OEAm va KAve apyoTEPQ

MoBaive Tpdypato xpnoOTOIdVTOS VTOAOYIGTES oL Ba pe fondhcovy va Bpw
dovield

H pabnon pe tov vmoroylotn eivon oNUavVTIKn yio péva Yot t xpetalopot yio ovto
nov BEA® Vo LeEAETC® apyoTEPQL
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