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A OEMA NAHPO®OPIKH TEXNOAOTIA (ICT)

s OEMA KuBepvoao@aAeia
¥ MAGHMATO:
& ENINEAO 15-18 €1V

&  MAOHZIAKOI O1 yabntég Ba evnuepwBoUV yia TNV ac@AAeia oTov
W sToxol

KUBEPVOXWPO Kal TOV oNPavTIKO TNG pOAO OTNnV TTpooTacia

TWV TTPOCWTTIKWY Pag 0€O0PEVWV OTO DIABIKTUO.

O1 yabntég Ba cival og B€on va:

e e£&nynoouv TI gival n KUBepvoac@AAcia.
e KATOVONOOUV TN onuacia TNG KUBEpvOaoPAAEIag.
e udBouv yia 1o R.A.T. Kal TIG duvaTOTNTEG TOU, KABWG

Kal Yo GAAa KOKOBOUAA AOYIOUIKA.

e KATAVONOOUV TN OUVOAIKI] d1adIKaoia JovTEAOTTOINONG

ATTEIAWV KQI TO OKOTTO TNG.

~  AMNAITOYMENOE 60 AeTITG
@ xpono:
& MPOETOMAZIA 30 AeTrTd

Me tn xpnpatodotnon NG EvpwnaikigEvwong. OL andyelg Kal Ot YVWHEG NOU SLATUNWVOVTAtL EKppalouv
Me ™ g—uvxpnquoaérno—n CNOKAELOTLKA TLG ANOYELG TWV CUVIAKTWY KAl SEV AVILNPOcWNEUOUV KAt avaykn TLS andoyeLls tTneg

™g Euprrq'l'Kr']g ‘EV'-UOTIG Eupwnaikri¢ Evwong rj Tou EupwnaikoU EkteAeotikoU OpyaviopoU Eknaideuong kat NoAtnopou (EACEA).
H Eupwnaikr Evwon kaw 0 EACEA Sev pnopouv va 8swpn8oUv unsUuOuvoLl yia TLG EKPPAlOHEVEG ANOWYELS.
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o YAIKA

e Al0dpACTIKOG TTiVAKAG

e 2UOKEUN uE ouvdeon oTo AladikTuo yia KABe padntn
e Aoyaplaouodg oto Brainscape

e Aoyaplaoudg oto Legends of Learning

e EvnuepwTikd QUAAGDIQ

e Bivreo : Cybersecurity 101 | PBS LearningMedia

o 2Uvdeopog:L1 Slide Deck - The Security Mindset - Explain and Elaborate - Google
Slides
e KouiC

N
¥ rexnikes
e [eviki oulnTnNON UE TOUG PaBNTEG.

e Mg uttoloyioTr] — Bivreo kai d1adIKTUaKS Kouil.
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OuadIkn epyaaia
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™g Euprrdl'Kl']g ‘EVWOTIG Eupwnaikri¢ Evwoncg rj Tou EupwnaikoU EkteAeotikoU OpyaviopoU Eknaideuong kat NoAtnopou (EACEA).
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https://www.pbslearningmedia.org/resource/nvcy-sci-cyber101/cybersecurity-101/
https://docs.google.com/presentation/d/1VVbjmaVW3X-vPi5C0InegO4cLaPP1gRB_qY8ULBUqLs/edit#slide=id.g3bfef309e4_0_14
https://docs.google.com/presentation/d/1VVbjmaVW3X-vPi5C0InegO4cLaPP1gRB_qY8ULBUqLs/edit#slide=id.g3bfef309e4_0_14
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EMIZKOMHZH TOY ZXEAIOY MAOGHMATOZ

MposToipacia:

e JUYKEVTPWON OXETIKWVY TTNYWV Kal BivTeo yia To udénua.

e PUBuion Tng dIdaKTIKAG avdbeong pe To Legends of Learning (BA. @UAAO epyaAgiwy
no 16)

e [lpocToiyacia 1ng dpaotnpidTnTag flashcard pe 1o Brainscape. (BA. @UAAO gpyaAciwv
no 5)

e [lpocTolpacia Tou QuAAadiou yia TV Epyacia OTo OTIITI.

Eicaywyn:

2TOV ONUEPIVO KOO0 OTTOU Ta TTavTa €ival ouvdedepéva aTo dIadiKTUO, N AC@AAEIQ OTOV KUBEPVOXWPO
EXEI KATAOTEI TTOAU oNPAVTIKO {TNUA, TOOO Yia TOUG TTONITEG 000 Kal YIa TIG €TTIXEIPAOEIS. H KaTtavonon
TWV ATTEIAWV OTOV KUBEPVOXWPO KAl TV dIaPOpwV KAKOBOUAWY AOYIOUIKWY PTTOPEI va Bonnoel oTnv
aoc@aAéoTepn TTAorynon ota d1adIKTUaKA TTEPIBAAAovTA. KuBepvoao@aAeia - n Katdotaon TNG
TPOOTACIAG ATTO TNV EYKANUATIKN 1] N €E0UaIodoTNUEVN XPrON NAEKTPOVIKWY OEOONEVWYV i Ta PETPA
TTOU AauBavovTal yia va eTITEUXOEI auTd - TTPOCTATEUEI TA TTIPOCWTTIKA KAl OIKOVOUIKA pag dedopéva

aT1TO KAKOBOUAEG KUBEPVOETTIBETEIG.
YAotroinon

EUTTAEEETE TOUG HOBNTEG pE TNV akOAouBn epwTnon: "YTTApXouv CUCTHATA UTTOAOYIOTWYV TTOU €ival
ao@aAr attd TNV NAEKTPOVIKA TTeipaTteia”; ZulnTAoTE Hadi TOUG TIG ATTAVTACEIG TOUG KAl PWTAOTE TOUG

av yVwpidouv yia Tnv KUBEPVOaoQAAEIa.

e MolpaOTEeiTE JE TOUG MABNTEC TO EKTTAIOEUTIKO Bivieo oXeTIKG pe To Cybersecurity 101.
e ZEKIVAOTE PIa oulNTNON ME TOUG POBNTEC OXETIKA PE Ooa éuabav oTo BivTeo.

e MrTTopouue va gipaoTe aiyoupol OTI N IBIWTIKA PJag wn gival ac@aAig oTo d1adiKTuo;

o YTdpxouv TPOTIOI JE TOUG OTTOIOUG UTTOPOUNE VA TTPOCTATEUTOULE;

e [1WG PTTOPOUNE VA ATTOTPEWOUE TIG ETTIOECEIC OTOV KUBEPVOXWPO;
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e  dopTWOTE TO PBIVTED KIVOUPEVWY OXEDIWV TTOU £XETE €TOINAOEI 0TO Legends of Learning -
"Digital Forensics" kal emTpEWTE OTOUG HABNTES VO TO TTAOPAKOAOUBrOOUV.
- E&nynote otoug pabnTtég Ti ival To R.A.T. kal Ta d1agopa KakoBouAa
AOYIOUIKA TTOU XPNOIUOTTIOIOUV OI XAKEPG YIa va ETTITIOEVTAI O€ UTTOAOYIOTEG.
- [loieg TTANPOPOPIEG UTTOKAETTTOUV Ol EYKANUATIEG TOU KUBEPVOXWPOU;
- Twg TIg eKeTAAAEUOVTAL,
e MoIpaOTEITE JE TOUG HABNTEG TNV TTAPOUCIACN OXETIKA PE TNV KUBEPVOATEAAEIQ Kal
TN MOVTEAOTTOINCN ATTEIAWV.
- E&nynoTte otoug paBbnTég Ti gival N JovTeEAOTTOINCN QTTEIAWYV KAl O
OKOTTOG TNG.
- 2ulnNTAOTE PE TOUG NOBNTEC PEPIKOUG ATTO TOUG TPOTTOUG E TOUG
OTTOIOUG UTTOPEI VO EQAPPOOTEI OTAV TTPAEN.
e ZNTAOTE ATTO TOUG PMABNTEC va CUUTTANPWOOUV TN dpacTnPIOTNTA UE TIG KAPTES TTOU
€xete dnuIoupynoel oTo Brainscape. 2ulnTNOTE TIC CWOTEG ATTAVTAOEIG Padi WG

ouada.

Zovoyn:
e 2UVOWIOTE TO TTEPIEXOMEVO TOU HABNMATOC.
e ATTQVTNOTE OTIC EPWTACEIC/ATTOPIES TWV NABNTWV.

o [lapéxeTe avaTpo@odOTNoN Kal DIOAEUKAVETE TUXOV TTAPEPUNVEIEG..
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Kat’ oikov gpyacia: O1 KuBepVOETTIBETEIG OTIG EIDNOEIG

ZnNTAOTE ATTO TOUG PaBNTEG va avalnToouV OTIG EI0NOEIG TUXOV TTPOCQPATEG HEYAAEG
KUBepVOETTIBETEIG TTOU TTPORARBNKaV eupéws. KaBodnynoTe Toug va dlaBAoouv To PETTOPTAL
Kal va ypdwouv pia ava@opd TTou va KAAUTITE TIG akOAoUBeg epwThoEIg: Ti €idoug
KuBepvoeTtiBeon ATav; MNMwg eKPETAANEUTNKAV Ol KUBEPVOTTEIPATEG TO oUCTNUA; Mwg TO

TTEPIOTATIKG AVADEIKVUEI TNV AVAYKN YIa a0PAAEIQ OTOV KUBEPVOXWPO;
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