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Elcaywyn

Ta olyxpova EKMALSEUTIKA LOpUMATA €XOUV VO OVTIUETWIIOOUV MO VEVLA
HoOnTtwv Tou peyalwoav oe €vav Pndlakd KOOUO KOl armaltouv pia
Slapopetikn mpoaogyylon otn dtdaockaAia. EmutAéov, n mavdnuia tou COVID-19
EMEDEPE ONUAVTIKO KOl KATAOTPOdLKO avtiktumo otnv ekmaibevon. Q¢ &K
TOUTOU, UTtAPXEL N amaitnon va avantuxBouv véa ekmaltdeutika mpotuna. Ot
OAAQYEG OTIG TEXVLKEG KOL KOWWVLKEG CUVONKEG TNG OUYXPOVNG KOWVWVLOG
QTTOLTOUV VEEC EMOYYEAUATIKEG SeELOTNTEC, OL omoieg ovopadlovtal "Ae€LOTNTEC
Tou 21ou awwva". Emeldn ol 6e€10TNTEC AUTEG SeV lval LOVO TIPAKTIKEG AAAA Kol
UXOAOYLKEC KOl CUUTIEPLDOPLKEG, TTPETIEL VAL KaAALEpYNBoUv. H matyvidomnoinon
Kot n pabnon mou Baociletal os malyvidla pmopet va ivat xpriotpeg péBodot yla
NV avantuén TEtolwv deflothtwy.

H puabnon auvtn punopel va emwdeAnosl tnv Eupwrn ano tnv oTyur mou ENpENE
va TIPOCAPUOOCTEL ypriyopa ota veéa ekmaldeuTika dedopéva mou enmédepe n
navénuia tou COVID-19. H xprion Yndlakwv maxvidiwy otnv eknaidsvon Ba
UropolOoE va QmMOTEAECEL €val €€ALPETIKO TOPASELYUA METOTPOTAG TNG
napadootaknc SwdaokaAiog (mpoéowmo pe mpoowrno) oe Pndlakr, Kol To
AOYLOULKO Tpocopoiwong Ba pmopoloe va amoTeEAECEL Eva XPOLUO £PYAAELO
yla va BonBnoeL Toug eKMOLOEVOUEVOUC VO OTTIOKTAOOUV YVWOELG KOl EUTELpLa
TIAVW OE £VOL OUYKEKPLUEVO BEpaL.

Ta mavidia €xouv NdN evowpatwOel eupewe otn CUUBATIKY EKTTOLSEUTLKNA
Stadikaoia, pall pe TG TaxEwg avamtuooopeveg Pnolakes edpapuoyég. MNa
napadelypa, ta nayvidia npocopoiwong, pla katnyopia Bvteomayvidiwy mou
£XOUV OXESLAOTEL YLO VO TIPOCOHOLWVOUV TLE SpacTNPLOTNTES TOU MPAYUATIKOU
KOOMOU, €xouv ndn xpnotuomolnBel oto mapeABov, kKuplwg oTOV TOHEQ TNG
texvoloyiag Twv mAnpodopwvi. Exouv avarttuxBei moAd Buvteomnatyvidia yia
TOUG MNXAVIKOUG QUTOKLVATWY, aAAA oTNnV TAELOVOTNTA TOUG dev poodEpouv
kamolou eidouc eknaidbevong ) Baoilovtal o€ Evol GUYKEKPLUEVO HOvVo BEpa. Ta

1 Coller, B., Shernoff, D. (2009). Video Game-Based Education in Mechanical Engineering: A Look at Student
Engagement. International Journal of Engineering Education. 25(2). Mode of access
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Bwteomalyvidla QUTOKIVATWY Kol aywvwv umopel va BonBroouv otnv
avamntuén KATOLWV TEXVIKWY S€ELOTATWY Kol LKAVOTATWY Katd tpoémo ad hoc,
OUWG Sev avtamokpivovTal OTLC ATALTHOELS TWV LaBnTwv 1ou mopakoAouBolv
OO HATA NXOVIKWY QUTOKLVATWY OE KEVTPO ETTAYYEAUATIKAG KOTapTiong. Q¢
€K TOUTOU, UTIAPXEL Ovaykn vo €PpappooTel pla vEo Mpooéyylon mou Ba
Baoiletal ota matyvidia.

Kedalaio 1. Katavonon tng didaokaAiag nov Baociletal oto
Lol vidL

Aebopévou OtTL n euxapilotnon auvfdvel tn SEOUEUON OE €val AVTLKELUEVO, N
XPNoN MoXVISLWV OTIC EKTMOLOEVUTIKEG Sladlkaoleg lval pa e€apeTikn LOEa.
Yiyoupa OpwC €XETE ouUVOVTAOEL auToUC toug U0 Opouc: malxvidomoinon
(gamification) kot SidaokaAio mou Baociletal oto mawvid,, av efetalete T0
evOexOUEVO va IPocBEaete oTolxela mayvidlov otnv eknaidevon ocag. Me tnv
mpwTn patid, ¢aivetal OtL oL 0pol avtol onuaivouv oxedov to idlo mpayua,
aAAa Sev eival. Mota ivat, Aoutodv, n Stadopad Toug;

1.1. Noteg eivar ot dradopég petafv mayvidonoinong (Gamification) ka

Si8ackalia pe Baon to naiyvidt (Game-based Learning / GBL)?

Kat' apyxdg, ag mepiypadoupe tn Sadopd petaty twv dvo pebodbwv mou
avadEPBNKOV MAPATAVW, WOTE APYOTEPA VO LTIOPECOULE VO TIPOXWPICOUUE
o€ €VaV TILO AETITOUEPT) OPLOKO TNG paBnong pe Baon to mayvidt.

NAIXNIAOMOIHZH AIAAZKAAIA ME BAZH TO NAIXNIAI

(GBL)

MNPooBETEL oTOLKELO KOl TIPOCEYYLOELC
nou Poaoilovtat oe mayvidbla o€
8paoTNPLOTNTEG EKTOC TaLXVLSLOU yLa
va evOappuUVEL TN CUUUETOXN KOl T
KlvnTpa TWV padntwv.

Elval pia pebodog mou xpnolpomnolel

navidla yia ™ SibaokaAia pog
OUYKEKPLUEVNG Beflotntag n  tnv
OUYKEKPLUEVOU

emnitevén EVOC

HoONoLoKOU AMOTEAEGLOTOG.
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Xpnoluomnoleital yLa:

e TnvemPpdafevon Twv
HoONTWV KoL TNV avayvwpeLon
NG cUUTEPLPOPA TOUG

e Tnv mpowbOnon pLag
OUVKEKPLUEVNC EMBUUNTAC
oupnepldopag WOoTE va
EMLTELVYOOUV TOl HaONOoLOKA
amoteAEopATA

e Tnv avénon tng S€opeuong Kot
TWV KWVATPWV.

Xpnotuormoleitat yla:

e Tnv eknaidevon péow
TayviSLwy (OxL amo f he Ta
mayvidla)

e Tn peTadOPA TWV YVWOEWV Kol
TNV amOKTNOoN VEWV
delotnTwy

e Tnv avénon tng d€opeuong Kat
TWV KVATPWV.

OL TUXEC TToU poLalouV e Ttatyvidt
TIPOCOPHUOIOVTOL WOTE VA TOLPLA{OUV
LE TO TIEPLEXOLEVO TOU paBRpaToC.

To MePLEXOUEVO TOU HOOAUATOG
TIPOCOPUOLETAL AvAAoya LE TO
TayvioL.

H afloAdoynon bev evtdooetal oto
TLaLL VoL

H afloAoynon neplAappavetol oto
TayvioL.

O
o

xnua 1. Atapopec petaéu Mayvidbonoinong kot Atdaokalioc ue Baon to mayvidl (GBL)

H kOpla Stadopd petald tng nayvidomnoinong kat tng StdaockaAiag pue faon to
ravidt elvat n edapuoyn KoL n evowpatwon tous. H GBL svowpatwvel
TAAPWC TA TIALXVIOLA OTO EKTTALOEUTIKO TIEPLEXOLEVO, £TOL WOTE OAOKANPO TO
HaBnua ) n taén va Umopel va petatparnetl og matyvidy, evw n matyvidbomnoinon
XPNOLUOTIOLEL OMAWG XOPOKTNPLOTIKA oo ta moxvidia yla va mpowbOnoeL to
HAONUA LETAEY TWV EKTTOLOEVOUEVWVY QUEAVOVTOG TNV EAKUCTIKOTNTA TOU (e
™V avtapolBn, ya napadstypa). Eva natyvidomnoinpuévo neptBaAlov eUmAEKEL
O\aL TOL HEPN, TIAPEXEL APETEC AVIAMUOLBEG Kal AUEAVEL TOV UYL AVIAYWVLOUO.
Alatnpel Ta kivntpa Twv padntwv kat tn BEAnon Toug va pabouv meploootepaq,
OKOMN KOL OV TO TEPLEXOUEVO TOUu MaBnuatog dev daivetal dlaitepa
ouUVaPTIAOTLIKO. QOTOCO, UMOPOUE VO TIOUHE TO (610 Kat yia Tt GBL. EmutAéoy,
O€ OQUTH TNV IPOCEYYLON, TO TALXVISL XpNOLUEVEL WG EVOApKwWOn tnG Bewplog
otnVv mpagn.

MrmopoUue eniong va opiooupe tn Sidaokalio pe Baon to maxvidt wg evav
TPOmo ekmaideuong mou XPNOLUOTOLEL TN Suvoun Twv mavildlwy yla v
KOBLEPpWON Kal TNV UTooTAPLEN TwV HaBnolokwyv otoxwv. H Baolkn Wéa miow
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arno t GBL eival n dtdaockalia péow NG emavaAnydng, TnG AmoTuxiog Kot TG
eMiteLENG OTOXWV.

1.2. Nowa gival n enidpaon tng dtdbaockaliog pe Baon to nayvidy;

H ouvtoun amdvtnon eivat ot kablotd tn HAONon TO QNMOTEAECUATLIKY,
EAKUOTLKNA Kal Tapokwntikn. H mpooéyylon tng pnabnong pe Baon to matyvidt
evbappuvel Toug HaBntég va avaldaBouv 6pdon kat va pabouv amod tnv
gUnelpla TNG MPAYUATIKNC {wWNG. To owoTo malyvidl pumopet va BeATLWOEL TNV
npoooyn, tnv avatpododotnon kot ta enineda Se€lotTwy. MNa mapadelyua, Ta
QVTOYWVLOTIKA Ttaxvidla evBappUvouv TOUC CUMUETEXOVTIEC va armodidouv
KoAUtepa. EmutAéov, n pabnon pe PBaon 1o moxvidl PeAtwvel TNV
aAAnAemidpaon kal tnv autovopia otnv ekmatdeutikn dtadikaocia, yeyovog mou
avéavel tn 6éopevon Twv HaBNTwWV Kal KaBLotd T HAdnon 1o epeVPETIKN.
Etot, SteukoAuvel tn OSldaokoAia kot tnv ekmaideuon Kkal audvel tnv
gvalcOntonoinon kot to evéladépov Twv padntwv.

Yridpyxouv &ladopol AdyolL yia toug omoiou¢ n xprion Puteomoyvidiwv
dnuoupyet e€atpetika pabnotakd neptBailovra. Oplopévol Aoyol Baacilovrtatl
o€ Alya 1] kaBoAou gumelpLkd otolxeia, evw aAAoL urtootnpilovtal EMaPKWE Ao
TN Bewpla koL TNV €peuva. TNV Mapouvoa EVOTNTA, TOPOUCLA{OULE LEPLKA OTTO
TO TILO BOOIKA ETILXELPN LATAL.

Mpwta armt' 0Aa, slval To . To 1o ocuxva avadePOUEVO XAPAKTNPLOTLKO
TWV ToXVISLWV €lval n LKAvOTNTA TOUG VA TIAPAKLVOUV TOUG TAKTeC. To
eTuxelpnua elval ot PEOW HLOC OELpAC oTolelwv mou Sivouv Kivntpa, Tt
navidia Puxaywylag €xouv amodelxbel OtL pmopolv va wbBrRoouv Toug
HOoONTEC va Tapapeivouv adoolwpévol yla PEYAAA XPovika Slaotriparta.
TETOLEG TITUXEG OTIWG OL avTapoLlBEG (rmovtol, Tivakeg Katata&ng, KOVKAPSEG
Tpomnata), pa omoudaia wotopia/adniynon, kobwg kat n Suvaplki Tou
TayviSLou Kal oL SpacTtnPLOTNTEC TTOU APECOUV OTOUC EKTIALOEUOUEVOUG ) TOUG
ouvapnalouv UmopouV va amoteAEcouV epyaAeia UMAOKNC.

2 Denton, M. (2020). The science behind game-based learning. Gamify.com. Mode of access
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AgUtepov, €lval n . NapPBavoupe unoyPn to HOVTEAD
INTERACT? tn¢ SpaotnplotnTag Tou padntr) yLo VoL KATOVOr|00UE TO JTNUAL TNG
EUMAOKNG. AUTO TO poVTEAO Slakpivel petall Stadopwv TUMWV EUMAOKAG -
YVWOTIKNCG (vontikn emefepyacia, peTAyvwon), ouumeplPoplknG (KWWAOELS,
XELPOVOULEG) Kal ouvalodBnuatikng (ouvaiwoOnuata). Mmopolue emiong va
TIPOCOECOUUE TNV KOLWVWVLKO-TIOALTIOMLKY) &€OHEUON.

Learning

/ Environment \
Emotion/
Motivation
Cognitive/ /
Metacognitive
Activity Learner
Variables

Behavioral
Activity

(
—

v

Mental
Model

Sxnua 2. Movtédo INTERACT?

Qot000, Ta SLadOoPETIKA OTOLXELX TOU TTaLXVLISLOU eVEPYOTIOLOUV SLAPOPETLKEC
HOpPEC €UMAOKNAG O OLOPOPETIKEG TEPLOTAOELS Kal Yot OLadopeTkoug
HOONTEC, OTIOTE O MPAYHATIKOC TUTIOC EUTTAOKAG SladEpeL ava TtatyvidL Kal eviog
Tou Tmavidlou. Kabe popdn eumAokng edpopuoletol ocupdpwva HE TOUG
pHoOnolakoU¢ oTOXOUC, TA XOPAKTNPLOTIKA TOU HaBnTA KoL TO €KMOLSEUTIKO
mAaiolo.

3 Domagk, S., Schwartz, R. N., & Plass, J. L. (2010). Interactivity in multimedia learning: An integrated model.
Computers in Human Behavior, 26(5), 1024-1033. Mode of access
4 1bid
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AuTO Ttou eival cad£G eival OTL OAa ta £16n Twv dpaotnplotHTwy Tou maxvidlol
propolV va 0dnyrnoouv Kal otoug 4 TUouG EUTTAOKAG, aAAA av To maxvidt de
dnuoupyel otolxela yvwoTIknG EUMTAOKNG, TOTE bev eival TiBavo va emttaxUVeL
NV ENMTEVEN TWV LABNOLOKWVY OTOXWV.

MNapadelypa anod tnv mpayuatik {wn: ol HabnTtég amEKTnoav MEPLOCOTEPA
kKivntpa, &eopeltnkav kat nbslav va pabouv mneplocotepa OtavV Ol
eknatdevutikol mpooBbecav Ynolakd otolxeia GBL, omwg avatpododdtnon,
gTAOYN KAl cuvepyacoia oTtov ekmaldeuTikO oxedLaoud Toug, oUWV LE Eva
apBpo perétng tou 2019°.

H glval €évag AAAOG ONUAVTLKOG TAPAYOVTa .
H Sidaokalia mou Baociletal ota maxvidia €xel anodexOel OtL Mpoayel TNV
KPUTIK  OKEPN Twv pabntwv, “ouumepidauBavouscvne ¢ avantuéng
aveéaptntwv MemolGNoEwV MPLV Ao TNV EUTTAOKN O CUVEPYATIKO StdAoyo Kal

TNV mapoxn evkalplwy yLa kadodnyoUuusvo avaotoyaouo ©.”

H GBL PBonBa otnv amoktnon Kot ovamtuén

. Ot paBbntég pumopoulv va xpnotponowjcouv tn SdidaokaAia pe
Baon to matyvidt ywa tnv eniluon INTNUATWY, AvamtUooovTag UE QUTOV TOV
TPOTIO LKOVOTNTEG, OMWG N KATAvonon TnG aLTloTNTAG, N CUAAOYLOTIKA KAl N
ANYn anodpacewv ToU Uropouv va epapUoOcouV EKTOG TNE TAENC.

Mapd ta BETIKA AMOTEAECUATA TIOU UIMOPEL VO ETLPEPEL N EVOWUATWON HLOG
TETolac peBodou, omwe tng GBL otnv ekmatdeutikn Stadikaoia, elval onuaviikod
Vo KATAVONOOUME OTL pia amd Tig 1o OUOKOAEC MTIUXEC elval n owoTtn
EVOWMATWON TWV TIALXVLOLWY 0TO CUVOALKO €KTIALOEUTIKO ox€SL0. EEAAAOU, N
SibaokaAia pe Baon to malxvidt Asltoupyel HOVo OTAV XPNOLUOTIOLOUUE WE
OUVELONTO TPOTO Ta EpyaAeia TNG.

5Serrano, K. (2019). The effect of digital game-based learning on student learning: A literature review. Graduate
Research Papers. University of Northern lowa. Mode of access

6 Cicchino, M. (2015). Using Game-Based Learning to Foster Critical Thinking in Student Discourse.
Interdisciplinary Journal of Problem-Based Learning, 9(2). Mode of access
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Elval emiong onUavko va TOVIOTEL OTL yLaL TNV OVATTTUEN ULOG ATTOTEAEGUATLKAG
SibaokaAiag pe Baon to mawvidy, mpénel va cupneplAndBel éva matyvidt mou
va dnuoupyel peaAloTIKEG OUVONKEG OTLG OTOLEG OL HaBNTEG pmopouv va
g€aoknoouV TIg He€LOTNTEC TOUG.

Kedalaio 2. Ta Bwvteonayvidia otnv ekmatdeutikn dtadikaoia Ko
n nepintwon touv Minecraft

Ta NAekTpoVIKA TtaLyvidia Kat Ta Bvteomalyvidia amoteAoUV ONUAVILKO HEPOC
Twv Sladikaowwv SldaokaAiag mou PBacilovtal oto maxvidl. EKTo¢ amod Eva
otolxeio Puyaywyiag, ta Bvteomayvibia mpoopEPouV XPROLUEG EKTTALOEUTLKEG
SuvaToTNTEC TTOU UIMOPOUV VAl XPNOLUEVOOUV WG epyaleio yla tn StdaokaAia
OPOMEVWY OgpdTwy 1 TNV ONMOKTNON OUYKEKPLUEVWY  Seflotitwy. Ta
Bwteomalyvidia, Tou XpNOLUOTOLOUVTAL KATW Ao TO 0WOoTo MAALoL0, UopouV
va amoteAécouv €va gpyaleio Tou va OLEUKOAUVEL TNV EKTTOLOEUTIKNA
Stadikaoia. BeAtiwvouv o€ onuavtikd Bobud tnv ekmaidsvon Adyw NG
LKOWVOTNTAC TOUG VO TIPOCOLOLWVOUV PE PEXALOTIKO TPOTIO TLG KOTOOTACELG TNG

TPAYHATIKAG {WHG.

2.1. Ta Bwrteomayvidia oTig EKALEEUTIKEG SLaSLKOOLEC

Ta Bwteomatyvidla petapopdwvouv OxL LOVo Tov EAsUBEPO XpOVOo pag aAAd Kol
TOUC TPOTOUG EKMALdeuoNg Kol €PEuvag. IAMEPA, OL TIPOYPOUHOTLOTEC
TaXvOlwy avolyouv véoug OpOpOUC O OAOUC TOUC TOMELG, HE OTOXO va
HeyloTomoloouy TIG duvatotnteg Twv SnULOUPYLWV TOUG TEPOL QMO TNV
gunoptkn Puyxoywyla.

Mw¢ UmopoUpe va alomoL)coue ta mayvidla yia va SnuLloupyrnocoupe pia
povadikr) eumelpia; MNwg  UMOPOUME va  XPNOLUOTIOLOOUME Vo Ta
XPNOLUOTIOLI OOV E yla va TElooUE Toug avBpwroug va avaAaBouv dpaon;
Mw¢ pmopouv ta ratyvidia va pag Bondrioouv va epfabivoupe ota dedopéva,
VQ OTIOKTAOOUE YVWOELG KOL VOL SNLLOUPYHCOULE EMLOTNOVIKEG AVOKOAUYPELG;
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H AUon eival va eéepeuvioete malyvidla mou okomog toug dev eival povo n
Staokedaon, dnAadn ta coPapd maxvidia. Autol tou eidoug ta malyvidla
UTtopolV va opLoToUV WG €KElva TIOU €Xouv €va coBapd AmoTEAECHO Kol
OTOXEUOUV VO €XOUV HOKPOXPOVIO aVTIKTUTIO oTouC¢ Tmaiktes. Ta cofapd
ravidia Ba mpenel va eival dStaokedaoTtikd, aAAd Tautoxpova Ba MPENEL va
TLOPEXOUV TLG ETUOLWKOUEVECG YVWOELG KOL OMTOTEAECUATA TN CWOTH OTLYH KOl

OTO OWOTA KOVAALQL.

20BAPA NAIXNIAIA

e ATITA QITOTEAEOATA KOLL

E2TIAZH YVWOELG

e Exmaideguon kal kotaption

EMMMOPIKA MAIXNIAIA

e Alaokedaon Kal
Puxaywyia

e AUEnon TnG eUMelpiag Tou
TALLKTN OTOV OUYKEKPLUEVO
TOMEQ

2TOXOl

e Mapoxn véwv deflottwy,
LKOWVOTATWY KAl YVWOEWV

o Na mpoodEpet
puxaywyia kat
Lkawvoroinon

MNa TLg avaykes opadwy edLkov

KOINO-2TOXOZ EaUJUlolelendels

oL TLG TTPOTLUN OELG TOU
KoLvoU Kal TNV amnixnon otn

poadikn ayopd

e Minecraft: Ekmatdeutikn
€kdoon
(a6 tnv Microsoft)

e Stop Disasters!

NAPAAEIMATA RGUSEIVEALELY

e EndeavourRX
(a6 tnv Akili Interactive)

e Rights Arcade

e Angry Birds

e World of Warcraft

e Assassin’s Creed

Ap1Opo6G mpoypappatToq:
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(a6 tTnv Amnesty
International)

Zxnua 3. Alaopec UeTaél 0oBapwv Kal ELTTOPIKWY TTALYVIOLWV

Ta ocoBapa mawyvidlo pmopouv va yedupwoouv To BEwPNTIKO KOl TIPOKTIKO
Xxaoua. MNapéxouv oToug eKMALOEVOUEVOUC TNV EVUKALPLA VA XPNOLULOTIOL|COUV
QUTA TIOU €XOUV AON LABEL O TPAYUATIKEG KATAOTACELG KAL VA EVIOXUOOUV TLG
LKOVOTNTEG Toug otn ARYn amoddcewv Kal tnv emiluon TPOBANUATWVY.
Juvenwg, ta cofapd malxvidia pmopouv va xpnoldomnotnbolv oe éva gupu
daopa KAadwv, OTIWG 0 OTPATOC, N KUPBEPVNON, N ekmaideuaon, oL ETIXELPAOELS,
N UYELOVOULKA TteplBaAPn K.0.K. AUTA Ta malyvidia pmopolv va eival oAU
anoteAeopatika otn Stdaokalia Bactkwv de€lotTwy o0& MPpWLUO 0TASL0, WOTE
ol ekmatdevopevoL va eival og BEon va TG LETATPEPOUV OE YVWON OE TIPAKTLKEC
KOTOLOTAOELG TO OUVTOMOTEPO SuvaTo.

Ta coBapa rmayvidia mapéxouyv pia acdain atpuocdalpa otnv onoia oL alKTeG
UropoULV va e€epeuvioouV Kal va ekmatbeutouv pe t Sikn toug taxvutnta. Ot
EKTIOLOEVOLEVOL OTTOKTOUV pLa aloBnon autovouiag agdou €xouv tn duvatotnta
va ekmatdevovtal, va e€aokouv SeELOTNTEC KaL va AVOKOAUTITOUV VEQ TIPAY AT
o pa a.odain atpuoocdatlpa. Mmopouv va emtAéEouv TTOALAPLOUEC SLOOPOUEC
LE TIOWKIAOL amoTEAEOUATA XWPLC CUVETIELEC OTOV TIPAYHATIKO KOO0, WOTE OL
TAUKTECG var avaAapBdvouv Tnv euBUvVN yla TG TPAEELG TOUC.

Autd ta movidla €xouv TNV kavotnta va gUmMAEEouv TOug MaBNTEC o€
PEOALOTIKEG, QVOLKTOU TUTIOU TIPOKANOCELG, TIOPOLOLEG HE OUTEG TIOU
QVTIHLETWII{OUV Ol EMOYYEAUATIEC TOU TPAYHOTIKOU KOOHOU. Asbopévou OtL
TIPOKELTAL Yyl €va €LKOVIKO TeplBAAAov Tou Sev evéxel ToAAOUG KvdUvoug,
OPLOMEVA OTOLYXELD UIMOPOUV VO TIPOCOPHUOCTOUV WOTE VO EMITPEPOUV OTOUG
HaBNTEG va pPeTaTparmouV o€ L8LKOUC.

Yuvoyilovtacg, pmopoUpe va MOUUE OTL ta cofapd mawxvidia €xouv cadn
EKTIOLOEVUTIKO OKOTIO Kal, OTOV XPNOLUOTIOloUVTOL KATAAANAQ, HITOpOUV va
urtootnpiéouv kat va mpowBnoouv tn padnon. Atabetouv cadeic Kavoveg mou
TIPOCAVATOAL{OVTOL TIPOG VOl CUYKEKPLUEVO £PYO I OTOXO.
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Ta coBapd matyvidia mou eival KA oxeSLAOUEVA KOL OTOXEUMEVA €XOUV TN
Sduvatotnta va aAAaéouv OxL HOVO TIG eKTTALOEUTLKEG SLadikaoieg aAAd KoL TN
{wn Twv TalkTwy. Autd ta mavidla ansubovovtal otig o BepeAlwdeLg
AVOPWTILVEG AVAYKEG HLOG YL KIVNTPO, ETITPEMOVTAG Hag va SLookeSACOUE, va
QVaNTUEOUE TOV €QUTO MAC KOl OKOUN KoL va pag TPoTtpePouv va €XOULE
BETLKO QVTIKTUTIO OTOV KOGLLO.

2.2. H nepintwon tou Minecraft

Mpwta am' OAa, eival €va amd ta 1o SdnpodlAn
Bwteomalyvidia OAwv Twv EMOXWV O OAO TOV KOOMO. To malyvidL £xeL pia
TeEpAoTIA BAon XPNOTWV, TPAYMO TIOU ONMUOLVEL OTL UETAEU Twv padntwv
UTTAPXOUV TILBAVWG eKElVOL TTOU €lval e€OLKELWEVOL E TO TtALXVLOL - oTtoTe dev
XPELAleTaL va EENYNOETE TOUG KOWVOVEG yla AAAN pia dopda.

AgUtepov, To Minecraft mapéxet éva uPnAo emninedo dnuloupykdTNTOG KAl Sev
napouoLalel oxedoOv Kavevay MEPLOPLOUO. MTTOPEITE VO TO XPNOLUOTIOL)OETE yLa
VO KOTAOKEUAOETE KTipLa, va OUAAEEETE MOPOUG, Vo SNHLOUPYAOETE Kol va
OAOKANPWOETE OTMOOTOAEG, VO CUMUETAOXETE O OUAOIKEG SpacTNPLOTNTEC N
anAw¢ va eéepeuvnosete tnv neploxn. Oco neploocotepn eAeuBepia €xete, TOCO
TILo SNULOUPYLKOL UIMOPEiTE va €l0TE PE AUTO. AEV UTIAPXEL YPOUULKN adriynon
0€ aUTO To mayvidL, aAAd urtdpyouv apketd Slabéoipa epyoadeia, EMOUEVWCE N
eAevBeplia tou maiktn ival aneploplotn. Mnopeite eniong va dnuLloupyrnoete
Ll TIOLKIALQL TTIEPLEXOUEVOU, MNXAVIOMWY Kol SLodpACTIKWY XAPOKTNPLOTIKWY
HEoQ OTO TTaLyVIOL.

H amAotnta kat n eveAi€ia mou xapaktnpilel to Minecraft emtpénouv ) xpron
TOU 0€ OAoUG oxedOV TouC akadnuaikoUg KAASoUG: oTnV emiAucn HaBnUaATIKWY
O.OKNOEWV, OTNV ATIELKOVLON XNHLKWV KL GUCLKWYV TIELPOUATWY, OTOV OXESLACUO
OPYQVIKWV CUCTNUATWY ota pobnuata Blodoylag, otnv HeAETN LoTOpPLaG K.0.K.

H Microsoft €xel Onuioupynoet pla €8k mAatPopua, TN
. Elval oxedo6v mavopolotunn pe tnv Kavovikn €kdoaon, av

Aplel“léq T[pOVdelJ.G'EOC : L Co-funded by the
2020-1-UKO1-KA226-VET-094527 Erasmus+ Programme

of the European Union



12 \)o
o

KOL UTIAPXOUV HEPLKEC SuvatotnNTeC OXEOLAOUEVEG OTTOKAELOTIKA  yla
ekmalbeuTIkoUC.

To Minecraft StaB<tel pla ekmatdeutikni €kdoon amod to ¢pBwvonwpo tou 2016
Kot Kepdilel ypriyopa €6adog otlg oXoAkeég aibouoeg. To malyvidl €xel
ouunepAndOel oto TPOYpOUUA OTOUSWV OUEPLKOVIKWY KOl OOoUNSIKWV
oxoAelwv amnd to 2013. Xpnolpomnoleital eniong Kol o AAANEG XWPEC yla TN
SibaokaAia BeTkKwWY eMLOTNUWY, TTOAEOSOULOG, OAAG AKOMA KOL YAWOOWV.

Oupwg, mapa ta opéAn mou meplypddovtal mopandvw, umdpxouv Stadopa
EPWTNHATA TIOU TIPEMEL va TeBoUV. MOLEG €lvaL OL ONUAVTLKOTEPEG ETIMTTWOELG
™¢ edpappoyng tov Minecraft otig ekmaideutikég Stadikaoieg; Eivatl Suvatov ot
HoONTEC va paBouv amoteAECHATIKA Ttal{oviag auto To Talxvidy, Ymapyxouv
gunodla otnv edappoyr auvtol tou eidou¢ tTwv Plvteomalyvidlwy o pLa
OXOAWKN TA&N;

A eAéyfoupe TIC TIPAYHOTIKEG EUTIELPLEG amd TN Xprnon tou Minecraft yia
EKTTOLOEVUTIKOUG OKOTIOUG TIPOKELMEVOU VA ATIAVINOOUME OE Qutd Ta
EPWTNHATAL.

MoAAéEg peAéteg €xouv Nodn Oeifel tov Betikd avtiktumo tou Minecraft otnv
ekmoubeutiky Stadikaoio. Tupdpwva pe tn Noelene Callaghan’ (Rooty Hill High
School, AuvotpaAia), n xprAon tou Minecraft mapéxel euvoikd padnolakd
nepBariovra, W6iwg yla tn S€oevon, TN CUVEPYOOLA KAl TN SNULOUPYLIKOTNTA.
H épeuva apketwv emotnuovwy amd Siddopa LOTAVIKA TIOVETLOT UL
KOTOANYEL OTO Oupmépaocpa  OtL  Buteomayvidla oOnw¢ to Minecraft
"mapouvatalouv ueyado evdlapepov yla tnv eknaidevaon, KaBwe avamtiooouV
6eélotntec yla tnv enidvon npoBAnudtwvy, TN CUVEPYATIKN Epyacia, To KivnTpo
vl épguva kat thv evepyntikotnta®”. H pelétn tou Gregor SteinbeiR amd 1o
Mavemniotiulo tou lvoumpouk €8elée OtL ta moawxvidomolnpéva podnolaka
neplBarovia oto Minecraft eivat wdEALLA TOOO yLa TLG TUTILKEG OGO KOl yLaL TLG

7 Callaghan, N. (2016). Investigating the role of Minecraft in educational learning environments. Educational
Media International, 53(4), 244-260. Mode of access

8 Lépez Méndez, M.D.C., Gonzélez Arrieta, A., Queiruga Dios, M., Herndndez Encinas, A., Queiruga-Dios, A.
(2017). Minecraft as a Tool in the Teaching-Learning Process of the Fundamental Elements of Circulation in
Architecture. International Joint Conference SOCO’16-CISIS’16-ICEUTE’16. Advances in Intelligent Systems and
Computing, vol 527, 728-735. Mode of access
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atumeg pobnolakég spmelpiec®. Ou Aavéc spsuvhtpleg Rikke Magnussen kat
Anna Lindenhoff EIming &te€nyayav €pguva kat €va €pyo OXETIKA LE TNV OLOTLKN
avarmntuén xpnowtonolwvtag to Minecraft. AvakaAuav otLto natyvidl ordnoe
TOUC HOONTEC TNG 7NnC-9n¢ TA€Ng va ouVELONTOMOLAOOUV TIG YVWOEL TIOU
KOTEXOUV YL TIG UTIOBOBOULOUEVEG YELTOVLEC TNG KOoTteyxayng Kot OTL UImopouV va
TL¢ ouvSéoouv pe SlapBpwtikéc aMayéc’. H pelétn nepintwong tng Mia Lynn
Morgan amo to New England College Siamiotwoe OTL PETA amd 6 MUAVEC
EUITAOKNG ME TO TaLXVidL, OL LKAVOTNTECG TWV CUUUETEXOVIWV OTOV YPOUUATIOUO
ota pHéoa evnuEpwong BeAtiwOnkav kat to Minecraft mapeixe eukalpieg otoug
NaKTEC va e€oiokroouy TI¢ Se€LoTtNnTeC Tou 210u awwvall,

Ye pia peAétn mou SLe€nxOn oe yaAAodpwvo oxoleio otnv eupUTEPN TTEPLOXA TOU
Movtpeal (Kavadag) petafl twv padntwv tng 3ng-6ng taénc, Ta anoteAéopata
avédeléav Sladopa ekmadeUTIKA OPEAN Qo TN XPnon Tou malxvidlou,
oupnepAapBavopévwy  Twv  Pndlakwy, HABNUATIKWY KOl  KOWWVLKWV
de€lotntwy. To Minecraft elxe onUAVTIKO AVTIKTUTIO OTA KIvNTPA TWV HaBntwv.
ErutAéov, oL pabntég katavonoav KAAUTEPA TLC ETMLOTNHOVIKEG €VVOLEC Kol
BeAtiwoav Tig §£€LOTNTEC TOUG WC TIPOG TNV ayyALK YAwooa (oL pabntég nrav
Kuplwg yaAAdpwvor)!2.

Qotooo, elval onuaviikd va avadépoupe OTL to Minecraft mpémel va
Xpnotlpornoleital pe peBodiko, kaAd umootnPL{OEVO KoL OKOTILUO TPOTTO. Mo va
ETLTELXOOUV oL IpayHOTIKOL EKTTOLOEVTIKOL OTOXOL, TIPETEL va StatnpnBel autou
Tou €iboug n doun. Av dev undpxel kamola Sopr, €va NAEKTPOVIKO Ttalxvidl
onwg to Minecraft, To omolo €xeL onuavtikd ekmaldeutikd odéAn, Ba eival
OVOTIOTEAECUATIKO. OL paBntég umopel va punv B€Aouv va oTapaTAoOOUV Vo
ntailouyv, av dev £xouv KaBoPLOTEL OPLOPEVA OPLA, KOL UTTOPEL VA XATOUV TTOAAEC

9 SteinbeiB, G. (2017). Minecraft as a Learning and Teaching Tool - Designing integrated Game Experiences for
formal and informal Learning Activities. University of Innsbruck. Mode of access

10 Magnussen, R. & Elming, A. L. (2017). Student Re-Design of Deprived Neighbourhoods in Minecraft:
Community-Driven Urban Development. Making a Difference: Prioritizing Equity and Access in CSCL, 12th
International Conference on Computer Supported Collaborative Learning (CSCL) 2017, vol 1, 271-278. Mode of
access

11 Morgan, M.L. (2015). Developing 21st century skills through gameplay: To what extent are young people who
play the online computer game Minecraft acquiring and developing media literacy and the Four Cs skills? New
England College. ProQuest Dissertations Publishing. Mode of access

12 Karsenti, T., Bugmann, J, and Gros, P. P. (2017). Transforming Education with Minecraft? Results of an

exploratory study conducted with 118 elementary-school students. Montreal: CRIFPE. Mode of access
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HoOnolakeg eumelpiec. Etol, n mapoucia €vOC TILOTOMOLNMEVOU, LKOVOU
OUVTOVLOTH €lval Kplolun yla tnv emituxia kaBe ekmaldeuTkAG SpaotnpLOTNTAC
TIOU TIPOEPXETAL ATIO TN XPNon Tou maxvidlol. OL pabntég Ba nmpémnel eniong va
TIEPLYPADOUV TL £XOUV PABEL, WOTE OL (Lol KoL Ol EKTIALOEVUTEG VO UTToPoUV va
napakoAouBouv tnv mPoodo Touc.

Y€ YEVIKEG YPOUMEG, EKTOG amo TNV PUXaywYLKN Toug €AEN, Ta Blvteomnalyvidia
TIPOODEPOUV L0 OELPA OTTO XPIOLEC TIPOOTITIKEC. AUTO LoYUEL ELOLKOTEPQ OTAV
To moxvibla dnuloupyolvtal ylo TNV OVILLETWIILON EVOC OCUYKEKPLUEVOU
{ntuatog, yia va didafouv dnAadn pla cuykekplpévn de€lotnta 1 ywo va
TLOPEXOUV YVWOELG OE EVA OUYKEKPLUEVO BEpQL.

ErmutAéov, oL OTAOEL( TWV HOONTWV OXETIKA HE €va HABNUA UIOpoUV va
auvénBolv w¢ anotédeopa tng uebBodou didaokaAiag pe Baon to moxvidt. Q¢
QTOTEAECQA, QUTA N OTPATNYLKNA UTTOPEL va XpnotpomotnBel yia tnv KaAALEpYELD
TOU evOLAPEPOVTOC TWV HABNTWV yLa EVa LaBnpa.

H evowpdatwon tou Minecraft kot AGAMwv cofapwv TaXVIOWV OTLG
ekmaldeuTikeg Stadikaoieg pmopel va Ponbriosl otn Snuoupyla €vog
nieptBariovtog Yndakng ditdackaiiag vPnAwv emdocewy, AvVATTTUCOOVTAC
Pndlokad tkavol¢ Kal HE AUTOTENOLONON eKMALOEUTIKOUG, TIAPEXOVTAS Eval
EKTTOLOEVUTLKO TIEPLEXOUEVO UPNANG TTOLOTNTOG LE TIPOOLTO KAL KATOVONTO UALKO.
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