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"H uadnon éev eivatr adAnua deatwv. Ol
podntec dev uadaivouv moAAa Uovo LE to va
kadovtal otnv taén akovyovtac SaoKXAoUG,
QTTOUVINUOVEUOVTAC TTPOOUOCKEUNOUEVEC
EPYAOLEC KAl TIETWVTAC anavtnoeL. [pemeL va
UtAnoouv yio auto nouv uadaivouv, va ypoalouv
YU QUTO, VO TO CUOXETIOOUV UE TTPONYOUUEVEC
EUTTIELPLEC, VA TO EQPOPLUOOOUV OTNV
kadnueptvotnta touc. [pEMEL Vo KAVOUV QUTO
JToU padaivouv UEPOC TOU EXUTOU TOUC."

Arthur W. Chickering and Zelda F. Gamson, "Seven Principles for Good
Practice," AAHE Bulletin 39: 3-7, March 1987



«EVEPyOITOLNON TNC OULLETOYIC
TwV uabntwvy ocvugwva LE to m
[TAaiowo DigCompEdu

Xpnon Yndlakwv teEXVoAoylwv HE oTOXO TNV €vBappuvon tng
gevepyoU Kol SNULOUPYLKNG CUMHETOXNG TWV HaBnTwv o€ &va
Bepa.

Xpnon Ynolakwv TEXVOAOYLWV OTO TAALOLO TALdOyWYLIKWY
OTPOATNYIKWY TIOU EVLOXUOUV TIC EYKAPOLEC OeELOTNTEC TWV
noOntwv, tn BabLd okePn Kot TN SNULoUPYLK EKkdpaoh.

Avolypa tng pabnong oe véea, auvBevikad meplardlovta, T
omola EUTMAEKOUV TOUG (Oloug TouC HaBNTEC O PLWUOTLKEC
OpaoTNPLOTNTEG, ETMLOTNUOVLKN £peuva 1 €miluvon oUVOeTwv
nPoBANUATWY 1 HE AANOUC TPOTIOUC AUEAVOUV TNV EVEPYO
CUMMETOXN TwV paBntwv og ouvOeTa Bepata.



[tati ol uadNTeC MPETEL VA
OUUUETEXOUV EVEDYQ,

H evepyntikn pabnon eivat pior S160KTIKA TPOCEYYLON TTOU
«EVEPYOTIOLEL TOUC HOBNTEC OTO VA KAVOUV TIPAYLLOTOL KOlL VOl
OKEPTOVTOL TO TIPAYUOTA TIOU KAVOUV»

- Bonwell & Eison, 1991, oeA.2

H evepyoc pabnon dev elvat amAwc pot Guoikn
aAAnAemnibpaon e TO TLEPLEXOUEVO, OAAA LAAAOV pLa Babla
vontikn aAAnAentibpaon pe to meplexopevo. Eav okedteote
eva B€pa ya to omoio BeAete va pabete, mBavotata dev
dnuloupynoate eva mayvidl ywa va to pabete - aocxoAnOnkate
EVEPYQA OTIO TNV 0PXN OITAWC ATTO TIEPLEPYELA N ATTO L
aloOnua amopiag. MmopoUpe AoLoOV va TOUE OTL N
EVEPYNTIKA HABnon xopaktnpiletal amo eyyevi Kivntpa.




g Ocwpla tou Baolilstal o€
OTOLYELN

AkoAouBouUv oplopéva rapadeiypoata mou anodelkvuouv OTL N Bewpla TG
EVEPYNTIKAG HAaBnon¢ Baoiletal o otolyeia:

* Autn n €peuva (D. Mello, C. A. Less, 2013) HeAETNOE TNV ATTOTEAECHOTIKOTNTO
TWV TEXVLIKWV EVEPYNTLKAC LABNOoNG, 0 GUYKPLON HE TO TIOPadOoLaKO LOVTEAD
HeTwTikAG SbaokaAiag. To Selypa amotelolvtav amd 817 pabntéc. To
anotéAeopa €6eL€e OTL TO 55% eKelvwv TwV HaBONTWY TTOU EVETTAAKNOCOYV LLE TNV
napadoolakes popdeg padnong Elafav emtuxn Babuo peta tnv afloAoynon,
EVW £va oavtiotolyo 85% Ttwv paBntwv TOU €eVEMAAKNOOV HE HOPPEG
EVEPYNTIKAC LABnong EAaPav emituxn Babuod katd tnv afloAoynon.

* To 1991, o Tschumi Slepelvon tnv evepyntikn uabnon (M. Felder, R. Brent,
1996). Evacg ekmodeutikog didate to pabnua tng mAnpodopkng TPELS PopEg,
pia pe toug pabntég va epydlovtat atopkd kot SU0 GoPEC XPNOLUOTIOLWVTOC
opadIkA epyacia, HUE KOWEC €EeTAOELC OTIC HUO TPWTEG TALELS. TNV TIPWTN
TAN, LOVO T0 36% Twv pHaBnTwv METUXE BaBuo I ) kKaAUTEPO, EVW OTLG TALELS
nou &16axBnkav cuvepyatikd, To 58% kol To 65% TwWv paBnTwv TO METUXAV
TETOlEC PaBpoAoyiec. Kal ol SUo auteég peAETeg mepimtwong deixvouv OTL oL
HOBNTEG ToU SEXOVTOL EVEPYNTLKN HOBNOLOKA TIPOCEYYLON €Xouv KaAUTEpQ
amoteAéopata. YApxouv TOAAEC aKOUN €PEVVEC TTOU armodeLlkvUouV to (6Lo.



https://www.tandfonline.com/doi/pdf/10.1080/87567555.1996.9933425?needAccess=true
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@ [vwotikn EumAokn

[VWOTLK €UTTAOK HoBNTWV OVOUAIOUUE TNV EUTTAOKN TOU
HaONTr UE KLVNTPO TNV EYYEVH TOU TIEPLEPYELO KOl EVOLODEPOV
yloo €va Bgpa. Evac eKMOLOEUTIKOC MTTOPEL va aUENOEL TN
YVWOTIKA EUMAOKA TwV HadnTtwv Tou PE pla evdladEpovoa
nopovoiaon N He evOLAPEPOVOEC EpyaCieC.

g Jouvatovnuatikn EurAokn

Ta ouvoloBrjpato oTo oXOAEio €lval GNUAVTLKA OKOUQ KL OV
dev avadepopaote TOOO CUXVA OE aAuTA. 2mtavia Ba Bpouue
HaONTry 0 OToLoC €XEL APVNTIKA ouvaloBnuata ywo Eva B€ua
Kal TapGAAnAa TIOPOUGCLALEL. Kivnrgo ywa pabnon. Zxedov
TIAVTA, Ol LaONTEC MPETEL va €XoUV BETIKA cuvalodnuata ylo
T0 O£pa, TPOKELUEVOU Va TapaKvnBouv kat va evdladepovtal
yl' auTo.



@ 2UUTTEPLPOPLKN EurtAokn

H ouuneptcb LK EUTAOKN €ivat n mpoonabela mou o
HaONTNG KOTABAAAEL yla Eva CUYKEKPLUEVO £pYO. AvadepeTal
oTNV LKavotnTa va akoAouBeig odnyieg kal va 0OAOKANPWVELG
Hio epyaoia. Na va oAokAnpwoouv emtuqu To padnuara, OL
HaOnteg xpelalovrol Kal T%V OUUTIEPLPOPLKI) EUTTAOKN, O
HOVO YVWOTIKN 1 ouval atkr. To tpia auta &l r1
guntAokn ¢ aAAnAemidpouv petacl Touc.

"ﬁ-‘ﬂ" Kowvwvikn EUTTAOKS]

Autn adopad TG aAANAeTILOPAOCELC e AAAOUC HaONTEC 1| HLE TOV
eKTIALOEVUTIKO. H payela tng KOWwVIKAG aAAnAemidpaong Twv
naOntwyv eival otL otav €vag pHadntng xwplc kivntpa PBAEMEL
TOUuC AAAOUC va aoyoAouvTtal, UMopEeL va mapacupbel amo tnv
opada Kal va apokivnOeL.



‘ﬁ" Jwuatikn EumAokn

H cwpatikn epmAokn adopad tnv Kvntikn dpaoctnpotnta. Mou
onUaivel OtL oxeTileTal HE TNV AOKNON, TIC OLATACELG | AAAEG
KWWNOELC Ttou oxetilovtal PE TNV Tpomovnon. Mepwkol amo
EUAC EEPOUUE OTL TLC YVWOELC TTOU €XOUME KataypaPeL HE TO
XEPL TIC paBaivoupe/Oupopaote KaAUTEPQ.

@B [loAttioutkn EumAokn

H mOAITIOTIK €UTTAOKN ovadEPETOL O0TNV KOUAtoupa
uabnong kat avamtuéne oto oxoAsio. O TpOmoC
SldaokaAioc Ba mpEMeL va evBappUVEL TNV ETILKOWVWVLA,
Tov emolkodopntikd Stadoyo kot tnv avatpododotnon
Kol va TtpowBel tn ocuvepyaoio petaél Twv padbntwv.



[1WC LWITOPOULE VA ETTITUYOULIE

@ EVEPYNTIKN UABnon oti¢ Taéels Lac;,
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L Tt elvac n lNayvidomoinon

O opoc mawyvidbomoinon (gamification) xpnowpomoliBnke ywa mpwn
dopd TO 2002 amo tov mpoypappatiot Nick Pelling. O o6pocg
avadepotav otnv apxn TN Xpnong otoxeiwv naxvidlov oe mepPaiiov
eKTOC Ttaxvidlov. Quotkad, to gamification Atav edw mpv amno to 2002
KOL XPNOLMOTIONONKE KUPLWC O OTPATNYLKEC MAPKETIVYK. ZAUEPD, TO
gamification ypnowuomnoleitat o dStadopouc TopElc.

H mawvidomolnon otnv ekmaidevon XpNOLUOTOLEITAL KUPLWG KOTA TN
SLAPKELD HOONUATWY KOl OEULVOPLWY KATAPTLONG, YL VO TIOPOKLVHOEL
KoL Vol EUTTAEEEL TIEPLOCOTEPO TOUG CUMMUETEXOVTEC OTO OEUA KAl va TOUC
EVEPYOTIOLNOEL OE EMIUEPOUC EPYAOLEC.

Ta otoleia malyvidloU HaG EMUTPEMOUV €miong va ouvéeoouue Lo
gUKoOAQ Ta anore)\ecuata KOl T ETOKOAOUOEC evepveteq LETA TO
nabnua/tnv KOTAPTLON LE v TPAYHATIKOTNTA Twv
OUMMETEXOVTWV/HaBnTwv.

To Gamification €xeL éva ovotnua TmapakoAovBnong, enineda,
OVTOLUOLBEC KOl KUPWOELG Kal £XEL TNV PUOLKA LkavoTnTa va dtatnpel tnv
T(POCOXN TWV HoBnTwv.



[iati va yonotomoloUUE
[Tayvidortoinon

H Mawvidomoinon ouvdEstal oteva PE TNV Kwntpomoinon O&wotl
SLaBETEL TNV LKAVOTNTA VA OLUEAVEL TA KIvNTPO TWV HabnTtwv.

|

O T. W. Malone, Apeplkavoc PuxoAoyog, €KAVE MLl £pELVO YUPW
arno ta kivntpa (SkillUp Game, 2021). KaBopioe duo Paocikolg
TUTIOUC KLWVATPWV - TO EOWTEPLKO Kol TO €EWTEPLKO. AvakdaAue
emiong OTL otav oL HaBnteg £xouv Kivntpo va pabouv, aplepwvouv
TIEPLOCOTEPO XPOVO OE AUTO, £lval To mBavo va mpoomabrijoouv va
Bpouv AUoelc oe mpofARuata Kot €ivat mo mbavo va
XPNOLUOTIOL)OOUV Th YVWOTN TIOU €£XOUV QTTOKTHOEL OTO MEAAOV.

AkoAoUBw¢ rmopatiBevior  KATMOWA ~ TTAEOVEKTAMOTO  TNG
nowyvidonoinong:

e Kavel tn pabnon dtaokedbaotikn Kat StadpaoTiki

* MNpoodepel avatpododOTnNon OE TPAYUATLKO XPOVO
e BeAtwwvel tnv pabnotlakn epmepla

e Auéavel To Kivntpo


https://skillup-game.eu/?redirect=0

Jrolyela
[Tayvidortoinonc

* O oxeblaopog Tou malxvidlou
armoteAsital ano otoleia
riayvidLoU Tou XpPNOoLUOTIoLoUVTOL
OTIWC QTtalLTELTAL. Yndp;\sc\)uv TIOAAQ
oTolyela matyvidlou, aAld
avodpEPOUE HOVO TA TILO
ouvnOlopgva.

* IT0 TIEPLOOOTEPQ TTAXVISLa,
UTTOPOULE Va Bpou e Tpla Baactka
OTOLXELQ TTALLXVLOLOU — TTOVTOU,
Kotataén Kol tpomoa. Auta gtval
yvwoTta, euXpNoTa OTOLXELA, Ta
omola, wWoToao, &V UIOpouV va
XpnotuornotnBouv navta oe kade
nepintwon.

Periodic Table of Gamification Elements  E 7 14
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Altruistic Gifting / Knowledge

Customisation Purpose Leaderboards Badges
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4
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5 7 52
Ve Lo Ip \'} Dt A Lt An
Virtual Innovation Development

Economy Lottery Platform Tools Anonymity Light Touch Anarchy

Reward : Free Philanth- .

Mnyn: https://www.gamified.uk/2017/04/03/periodic-table-gamification-elements/amp/




Jrowyela lNayvidomoinonc

e Zu)\)\ovn TIOVTWV €£lval To an)\ouotepo Kivntpo. Mrmnopolpue va Tto
OUYKPLVOUE HE ™ ouyKevrpwon XPn HATWV, TN ou}\?\oyn likes oto FB,
BBAla, ypoppatoonua,... TTou €ival €va peyalo Kivntpo yla noMouq
armno pac. OL movrtol urtopoUv gnionc va kaBopiloouv pa vikn n Atta
A va xpnolpeloouv we Ewteplkl SNAwon tTng mMPoodou Tou Mmaiktn
OTO TtaLXVidL.

Katataén Seiyvel pla cUykpLon KATIOLOG KATAOTOONG OTO TalyVvidL.
Mmopel va elval ouUykpon ToKTwv/Opadwv 1 ouykplon
T(PONYOULLEVNC KOl TPEXOUCAC KATAOTAONG EVOG Ttaiktn/opadac.

Tpomata €ival Tapopola e TOUC TTOVTOUG, ovoudlovtal Emiong wg
eLOLKN €kG0OON TWV TIOVTIWV KAl €ival pLol OTITIKA avamapaotacn tne
OAOKANPWONC ULOC CUYKEKPLUEVNC EpyaCLaG.

130 &

MNpoodoc (levelling) belxvel tnv mpoodo Tou Tmaiktn HECA OTO
riaxvidt kat eniong mpooapuolel tn SUOKOALA KOl TO TIEPLEXOUEVO
avaloya Ue to emninedo.

ATtOOTOAEC/Epyaoiec €lval MPOTAPOAOKEUOAOUEVEC TIPOKANOELC TIOU
EVOC TAKTNG TIPEMEL val Eemepaoel. AuTO €ival To OTOLXELO TOU
gtehlooel tnv wotopla tou malyvidlov. Meta tnv oAokAnpwon o
naiktng Aapfavetl avrapolBn.

R




Jrowyela lNayvidomoinonc

JUAAoyYN] Oe€T, mapopola pE To TPOmala, cupPBoAilouv TL €xouv
KAaToPEPEL Ol TALKTEC O0TO TaLYVIOL. AuTtd €xouv oxedlooTel dLkA
@ yLlol TTOAU avTaywVLOTIKOUG TIOULKTEC.

Oupadec — opada TALKTWY TTOU CUVEPYALOVTAL YLO VO TIETUXOUV TOV
(610 0TOX0. AUTO TO OTOLXELO TOU TALXVIOLOU ETIKEVIPWVETOL OTNV
KOWWVLKN ouveEPyaoia LETOED TWV TIOLLKTWV.

Madxn HE TO OPEVIIKO ETUKEVIPWVETOL EMIONG OTO KOLWVWVLKO
KOMpATL To matxvidl elval oxeSLOOUEVO LE TETOLO TPOTIO WOTE EVOC
TAKTNG va pNV Uopel va 1o OAOKANPwOoeL povog tou. To Bgpa
glval va ouvepyooTel He AAAOUC TIAUKTEC yla va EETIEPACEL TNV
NPOKAnon/eumnodio.

Muotnpwdne Bnoavpog, cuvABwe eival pmovoug, eival kKpudo
LEPOC TOU TTalYVIOLoU, Ttou 0oL yvwpilouv otL uplotatal, aAld dev
EEPOULV TL £XEL pEOA. Agv elval SLOBECLLO YLa TOUC TTAUKTEG HEXPL VA
dtdoouv oe KarmoLo eninedo, Evav aplOpo noviwy 1 eva KALOL.

lotopia ival To oUoLAOTLIKO HEPOC EVOC TalxVvLdLlou Tou PaleL Toug
+ Tollkteg og eva dlaitepo neptBaAiov. Emnpealel tn 61aBson Kot T
OTITLKA. oTolXela tou malxvidlov. To Zevaplo €xeL €va WoLaitepo
XOLPOLKTNPLOTLKO YLa VO T(POCEAKUEL TOUC avOpwTouC 0TO TatyVidL.



Alaokrvaka
Epyaleia
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Kiwvntad tnAédwva, iPad, umOAOYLOTEC... OAOL amoomouv Tnv
MPOCOoXN TWV HadnTtwv Katd tn OLAPKELD TWV HaBnUATWV.
MATweC va OKeEPTOUPE TWC VO XPNOLUOTIOLAOOUME Ta
TNAEDWVA WC TTAEOVEKTNUAL,

X3 aurr']v v Ll)r]cI)LaKr'] gTOXNn, T LIJr]cI)LaKd epyaleia eival
anapaitnta Kot Oa NTov aviutopaywyLlko va npoonaencouue
va EUoSLO0OUE TOUCG HabnTEG va ta xpnotuonomoouv Otav
usva}\woouv Ba ta Ypnolwuomow)oouv oUTwE N AAAWG. Ag
KAVOUME AOLItOV ta TNAEPWVA KoL TOUG UTTIOAOYLOTEC EpYOAEia
TIOU TIPOOEAKUOUV TOUC HaBNTEC, au&dvouv Ta Kivntpa Kol
evBappuUvoUV TNV evepynTikA Ladnon.

Exoupe nén ut}\nca OPKETA yla ta SladKTuoka spya?\sta
sun)\omq o€ mponyou HLEVEG evomtsq, ETMOUEVWE OE QUTAV TNV
EVOTNTA AVOPEPOUE UOVO LEPLKA.



[apadelyuata
OLaOIKTUOKWV EpyalelwV

* Miro whiteboard & mind map
* MURAL whiteboard & mind map
* Canva whiteboard & mind map
* Mentimeter quizzes & polls
» Slido quizzes & polls
* Kahoot! quizzes & polls

Breakout Rooms GoogleMeet, Zoom, Microsoft Teams




D Whiteboard & Mind Map

* Miro — Pndlakoc mivakog mou eTTpENeL tn SLadLKTUOK cuvepyoola HE
ouvePYATeC. To AOYLOULKO OOQC ETUTPETEL VO ONULOUPYEITE ONUELWOELC Kol
oX€6LQ, VOl LETOKLVELTE TIPAYLOTO KOLL VO ETIKOLVWVELTE LECW EVOWUATWHEVWV
BwteokAnosewv 1 Sladlktvakwv — ouvoulAlwy.  MNpoodépel  oslpa
TIPOKOTOOKEUOOUEVWY TIPOTUTIWY TIOU  UImopoUV vo. €unmveloouv 1 va
Xpnolpevoouv we adetnpla ywo To opadlko €pyo, Tov KAUBA, T ELKOVEC Kol
ETUTPETEL TNV €UEAIKTN pon epyoaoiac. Edw mapabétoupe €vav odnyo umo
nopdn Bivteo ylo apxapLlouc.

* Mural — onttik] cuvepyaoia, xpnoLlomnoleital yla tThy opyavwon Wewv o€
Aioteg, dlaypappata pong, mAaiola p oxedla. Itnv mpaén, UMopeite va 1o
XPNOLLOTIOLNOETE YLlA KOTALYLOUO LOEWV, €pyaoTnpla, EUTMAOKA TIEAATWY, yLa
oTpATNYLKA KoL oXedlaopd 1n €psuva oxedblacpov. Edw elval ouvtopo
ELOOYWYLKO Bivteo.

* Canva — pa mAatpopua ypodloTIKAG, N Omoia XpNnOLUOTOLE(TaL Yyl T
dnulovpyia ypadikwyv yla social media, mapouvoldcewyv, MOOTEP, APXELWV,
Bivteo kat AAAo omtikd UALKO. Edw pmopeite va Bpeite tov cuvdeopo yla Tov
o6nyo uno popdn Bivteo.



https://www.youtube.com/playlist?list=PLmiHe0R4hbzRbpqJVs2HllnjhrTeiDVsE
https://www.youtube.com/watch?v=mhslj4-OSRM
https://www.youtube.com/playlist?list=PLmiHe0R4hbzRbpqJVs2HllnjhrTeiDVsE

Koull & Anuookortnon

eter — eival éva AoylopLlKO SLadpaoTIKC TTAPOUCLOONC TIOU XPNOLUOTIOLEL
Koull, SnooKomnoeLg Kol cuVVEDOAEED yLa VO aTTOloXOANOEL TO KOWVO - paBntéc. Elval
KOTOLOKEUOLOUEVO YLOL VAL XPNOLUOTIOLE(TAL TOCO OTNV NAEKTPOVLKN ekTtaidevon 600 Kal
kata tnv dta {wong dbaokaAia. H Sdtadopad petaly tng mapouciaong Stadavelwwv
glval OTL To Mentimeter emITPEMEL O0TOV EKTTALOEUTIKO VA EUMAEKEL TOUG MaBNTEC o€
TIPOYUATLKO XPOVO HE OnUOOKOTNOELS 1) ouvvedOAefa. AUuTO TO epyoaleio eival
TPOOPACIHO HEOW OTMOLOOSNTIOTE OUCKEUNG 1 TIPOYPAUMATOC TEPLAYNONG KAl N
gpyaocio pe autod eivat moAU armAr. Ol amoKAELOTIKEC ePaPUOYEC KAVOUV TN XpHon
€UKOAOTEPN. Edv €xete pwa mapoucioon PPT kot BEAete va XPNOLUOTIOLOETE TO
Mentimeter poll (Anpookomnnon) 1 to word cloud (ZuvvedoAe€o), unopeite eUkoAa va
TOL EVOWUATWOETE OTNV Ttapouaciaon.

o Eav dnuloupynoete €va koull, pat Snpookomnon N €va cuvvepOAe€o, TO KOLVO 0OG
xpnotpormnolel tTa smartphone tou yla va cuvOeBel pe tnv mapouolacn HECW EVOC
armAoU KwolKa Omou UMOopel va Amavtnoel o€ €pwTtnoel. H mapouoiaon tou
Mentimeter OMTLKOTOLEL TIC OTIAVTIOELG TOUC OE TIPAYUATLKO XPOVO Kal SnpLoupyel
pLa Staokedaotikn Katl SLadpaoTiki EUMeLpla otnv Taln.

o To Mentimeter eival éva e€alpetikd epyaleio yla katatlylopo Wbewv R Yndodopia
ot talelg, eite Swadiktvaka eite dwa {wong. Qotdoo, To AOYLOULKO £0TLALEL
TIEPLOCOTEPO OTNV TApouciacn, TI¢ SNUOOKOTINCELS Kal Ta cuvvedoAeéa mapd ota
Kou(l.

o ESw sivat to link otov 08nyo6 xpriotn uno popdn Bivieo.



https://www.youtube.com/watch?v=on_Ib7SP6Go

D Koull & Anuookornon

Slido — elvat pla mAatpopua E&A kot SnHooKOMNOEWV yla {WVTAVECG, OTMOUAKPUOUEVEG 1l UBPLOLKEG
ouVaVTAOEL;, ekONAWOELS, pobnpata kot Stadlktuakd oegpwvdpla. OL Slopyavwteég ekdNAWOEWV
UIopoUV va opyavwaoouv pla ekdnAwaon Slido og Alyotepo amnod éva AEMTO, EVW TO HOVO TIOU XpeLaleTal
ylol VO CUUETAOXOUV Ol CUHHETEXOVTEG OTN CUVOMIAL glval évag amAog KwdIKOG ekdNAwong | €vag
oUvOeoUOC. AUuTO TO €pyaAelo €UMAOKNG KOLWVOU ETUTPEMEL OTOUC SlOpYavWTEG TNG ekdRAwong va
evionifouv TIG eMavoAaUPAVOUEVEG EPWTNAOEL KOWVOU, VO HEYLOTOTOLOUV ToV XpOvo Epwtnocswv &
ATIOVTACEWV ETUTPEMOVTAC OTO KOO va Pndilel TIG ayannueéVEG TOU EPWTNOELS, VO CUUUETEXEL OF
{wvtaveg SNUOOKOTINOELG Kal Koull, va €xeL apeon avatpododotnon HEow SNUOCKOTHOEWV 1 va
TIAPAYEL KATOLYLOMOUG W6ewv pe Betikég Pridoug yia eva emiheypévo Bépa. Edw eival o cuvdeopog
TPoG Tov 0dnyo xpnotn umo popdn Bivteo.

Kahoot! — elval pa Ynorakn matdoppa ekpadnong mou xpnoLomnoLel mayvidia Tomou Kouil yla va
BonBnoeL toug padntég va pabouv mpoodépovtag TG MAnpodopieg pe Slaokedaotikd tpomo. To
Baotkd matxvidl Kahoot mpoodEpel EpWTACELG KAL ATIOVTAOELG TIOANQTAWY ETAOYWV TIOU UITOPOUV val
TAALolwOOoUV pe €lKOVEC I Bivteo. Alvel movToug yla kKABe cwaoTtr andvinon Kat tnpet Babuoloyieg kat
XPOVO amoKpLoNG — O YPNYOPOTEPOG TIOPVEL TOUG UEYLOTOUG TOVTOUG. Me Bdaon toug Babuolg twv
nmakktwy, to Kahoot kdvel katdtafn malktwv. AuTtO TO €pyaleio evepyomolel OAOUG TOUC
EUMAEKOUEVOUG AOYW TOU TALXVISLOU KOl TNG TPoomdbelag yla vikn Kot mpoodEpel SuvatOTNTEC
pHAabnong — yLa mapadelypa, pnopeite va xpnotponotioste 1o Kahoot yia va cuvoioste éva padnua.
ESw umnopeite va Bpeite éva sloaywyikod Bivteo kat éva Bivteo xpriong Kahoot yia ekmaldeutikouc.



https://www.youtube.com/watch?v=1IVUNFjs5oY&t=328s
https://www.youtube.com/watch?v=7XzfWHdDS9Q

D Breakout Rooms

* OL aiBouoec empépouc ouokéPewv (Breakout Rooms) eival
ouvdéoelg mou dSwaxwpilovrar amd TNV KUpla OUVOKEYPN TOU
Slaxelpiletal o ouvtovloThC. ETLTPEMOUV OTOUC CUMMETEXOVIEC vl
OUVAVTWVTOL OE ULKPOTEPEC OMAOEC e OLKO TouC NXO Kol Bivteo kot
UItopouV va xpnotpomnotnBolv katd tn dtdpKela T KUpLaG ouvedpiag
yla ouvepyaoia, oulntnon n omolovénmote AAAO OKOTO €EUTINPETEL
gvayv xpnotn. Qotoco, dev pmopouv va kataypodouv. O GUVTOVIOTHC
UItopel emiong va TepUATIOEL TIC aiBouoEeC EMIUEPOUC CUOKEPEWV Kall
ol cUPHETEYOVTEG £XoUV 30 SeUTEPOAETTA YyLA VO OAOKANPWOOUV TN
ou{ntnon tou¢ mpotol petadepbolv autopata TOW otV KUpLd
aiBouvoa. OL cuppeTEXOVTEC O€ ailBouoec ouokEPEWV EXouv emiong tn
duvatotnta va enotpePouv avtovoua otnv Kupla aibouoa.

* O 06nyoc xprnong yla Tig ailbouoeg EMIUEPOUC CUOKEPEWV YL TO
Google Meet, Zoom, kat Microsoft Teams. Ynapyouv eniong Bivteo
odnyot yia Google Meet, Zoom, kat Microsoft Teams.



https://support.google.com/meet/answer/10099500?hl=en
https://support.zoom.us/hc/en-us/articles/206476093-Enabling-breakout-rooms
https://support.microsoft.com/en-us/office/use-breakout-rooms-in-teams-meetings-7de1f48a-da07-466c-a5ab-4ebace28e461
https://www.youtube.com/watch?v=wb39NdN1yxc
https://www.youtube.com/watch?v=GDKJM6JhyUY
https://www.youtube.com/watch?v=Nq2pbPtMZGk
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