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A OEMA Téxvn

!

A OEMA [N'uvaikeg KOANITEXVEG
& mAGHMATOS:

& EMINEAO 17-18 eTWV
s MAOHZIAKOI AVOKOAUTITOVTAG YUVAIKEG KOANITEXVEG, TN (W KAl Ta £pya
W ZTOXOI TOUG av@ TOUG QILVEG.

O1 padntég Ba eival o€ Béon va:

e EVTOTTIOOUV YUVAIKEG KAANITEXVIOEG TTOU £XOUV
eCalpeBei atd Ta BIBAia TNG 1I0TOPIOG

e KATOAVONOOUV TNV agia KAl TO £pY0 QUTWYV TWV
YUVAIKWY KOAAITEXVWV

e KATOVONOOUV TN onuaacia TG eEAAEIYNGS TwvV

EUPUAWYV OTEPEOTUTTWV

2h (2 lessons)

& ANMAITOYMENOZ e Mdabnua 1 —1wpa Eicaywyn yia TIS YUVaAiKeES
XPONOZ . .
KAANITEXVEG Kal TN {wn TOUG.

e Mdbnua 2 - 1wpa: Mabaivw yia TOV IUTTPECIOVICHO
kal Tnv Berthe Morisot péoa atrd éva KOUIK.
EtravadAnwn - KouiC yia TIG yuvaikeg KAANITEXVIOES
(e€€Taon TOU TTEPIEXOMEVOU TTOU PEAETHBNKE OTO

TTPONYOUNEVO PHaBnua)

& NMPOETOIMAZIA 2WpPEg

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

Tns Evpwiraikng 'Evwong

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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N
o YAIKA

e Al0dpacTikOG TTivakag A BIVIEOTTPOBOAEAG

e 2UOKEUN pe ouvdeon oT1o AladikTuo yia KABe pabntn ) yia kK&Oe 2-3 pabnrég

e Aoyaplaouog oto Pixton (povo o kaBnyntrig)

e Noyapiaouog oto Quizziz (Mévo o KAaBnynTAG - Ol JaBNTEG UTTOPOUV VA £XOUV
TTPOoBacn HEoW VOGS OUVOEDHOU)

e EvnuepwrTikO €vTuTrio

e [1Anpo@opieg yia TIG YUVAIKEG KAOANITEXVIOEG, TN (WK TOUG KAl Ta KAAANITEXVIKA peUpaATa

e KouIK: n dwn kai 1o €pyo TnG Berthe Morisot

e KouiC: Nuvaikeg KAANITEXVIOEG

o T[Inyéc:

- Britannica —
- Britannica —
- Britannica —
- Britannica —
- Britannica —

A

o TEXNIKEE

"evikr) ouATNON JE TOUG HaBNTEG

N
! MOP®H EPIAZIAE

e Opadiki dpaaTnEIOTNTA: MIG CUVEPYATIKH) OpacTNPIOTNTA OTTOU OAOI OI JaBNTEC
KaAouvTal va oulnTtiocouV Kal va JoIpacTouV TIG ATTOYEIG TOUG.

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.


https://www.britannica.com/biography/Sofonisba-Anguissola
https://www.britannica.com/event/Battle-of-Issus-Persian-history
https://www.britannica.com/biography/Clara-Peeters
https://www.britannica.com/biography/Elisabeth-Vigee-Lebrun
https://www.britannica.com/biography/Berthe-Morisot
https://www.theguardian.com/books/2022/dec/06/hilma-af-klint-a-biography-by-julia-voss-review-portrait-of-the-painter-as-a-mystic
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W ENIZKOMHZH TOY ZXEAIOY MAGHMATOZX
MposToipacia:

o EmAECTE TO TTEPIEXOMEVO TTOU Ba 0UCNTNOET KAl TO OXETIKO UAIKO (YUVAIKEG KAANITEXVIOEG,
KATA TTPOTiNNON aTTd OIOPOPETIKEG ETTOXEG KAl ATTO SIAPOPETIKA KAANITEXVIKA pEUPATA).

o KatapTioTe £€vav KATAAOYO TwV OTOIXEIWV TTOU Ba cUPTTEPIANPOOUV OTNV TTEPIYPAPH VIO KAOE
yuvaika. MNa mapddeiypa: dvoua, aiwvag, Xwpda, KAANITEXVIKO Kivnua, Bloypa@ikd, Kal ol
ONMOVTIKOTEPOI TTIVAKEG TNG.

e AnpioupynoTte évav Aoyaplaopo oto Pixton kail @TidETe éva KOUIK yia TV Berthe Morisot (BA.
QUAAO gpyaAeiwv ap 19 .): H dwn kal To £pyo TnG Berthe Morisot

e AnuioupynoTte évav Aoyaplaouo oto Quizziz kal eTOINAOTE Eva Kouig (BA. UAANO epyaAciwv
ap 23 :) MNMéoa yvwpiCeTe yIa auTEG TIG YUVAIKEG KOANITEXVEG;

e [lpocToludoTe QUAAGDIQ

XpovoAodyio:
- O ddokaAog oulnTa PE TOUG HABNTEG TO TTEPIEXOUEVO TOU JABANOTOG

- O ekTTAIOEUTIKOG TTAPOUTIALZEl VA XPOVOAOYIO E CUYKEKPIPEVES TTANPOPOPIES YIA TIG
KAANITEXVIOEG

- O exmmaudeuTIKOG TTapoucialel Tn (wn TG Berthe Morisot péow evog KOPIK
- O1 yaBnTég PTIAXVOUV £va Kouil yia va eTTavaAdBouv 6ca éuabav

- 2UPTTEPAca
Eicaywyn:

Muvaikeg KAANITEXVIOEC UTTHPXaV TTAVTA, aAAG dev cupTtTepIAauBavovTav ata BiBAia TNG Ta¢NS Adyw Tou
€idouc Toug. MNa Tapa oAU Kaipd, dev BewpouvTav OTTWGS o1 AvOPES CUVADBEAPOI TOUG, AKOUN Kal av TO
TAAEVTO KAl OI IKAVOTNTEG TOUG NTAV £EiI00U KAAEG. AKOUN Kal av TO TTAQICIO ATAV EVAVTIOV TOUG, AUTEG Ol

YUVQIKES aywvioTnkav Kal akoAouBnaav 1o TTaBo¢ Toug, £yivav atroudaiol KAANITEXVES Kal
dnuIoupynoav eKTTANKTIKA £pya TEXVNG.
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O1 kaANITEXVEG TTOU €TTIAEXBNKAV €ival Ol EENG:

o ApxaiotnTa: ‘EAeva n AiyuTrtia (4° aiwvag 1T.X)

e 16° aiwvag: Sofonisba Anguissola (1535-1625)

e 17° aiwvag: Clara Peeters (1607-1621)

e 18% aiwvag: Elisabeth Louise Vigée Le Brun (1755-1842)
e 19% aiwvag: Berthe Morisot (1841-1895)

e 20° aiwvag: Hilma af Klint (1862-1944)

YAotroinon:

MdaBnua 1: NapouoidoTe GTOUG HABNTEG TOV IMTTPECIOVIOKO Kal TOUG KAAAITEXVEG TTOU TTPOKEITAI VA

MEAETNOETE
- Evepyotroinote Toug pabntég o€ pia ouliTnon OXETIKA PE TA KAANITEXVIKA pEUUATA.

- TNapouoidoTe yuvaikeg KAANITEXVIOEG KAl OWOTE IOTOPIKO YIA TO £PYO KAl TO KAAMITEXVIKO TOUG

UQoc.

- 2UlnTAOTE hE TOUG HaBNTEG: MNaTi TTIOTEUETE OTI AUTEG O KAANITEXVIOEG €ival AlyOTEPO YVWOTEG;
Méoo dUoKOAO TTIOTEUETE OTI UTTOPEI va ATAV yI' AUTEG va yivouv KaANITEXVIOEG; IM'vwpilaTe
KAtroleg atmod auTeg; M'vwpidate KATToIa aTTO Ta £pya TOUG AAAG dev yvwpilate OTI ATAV Ol

dnuioupyoi Toug;Introduce the life and work of Berthe Morisot

- MolpaoTeite ye TOUG PaBNTEC TO KOUIK TTOU dnuioupyhoate ato Pixton yia tnv Berthe
Morisot

- 2ZulntRoTe e Toug pabntég: MNvwpidaTte yia Tn (wn TNG; MNoleg vouileTe OTI ATAV Ol
MEYAAUTEPEG TTPOKANCEIG YIa eKeivny; MIOTEVETE OTI €ival TOGO dNPOYIANG 600 AAAOI
IUTTPECIOVIOTEG; MNaTi; MoTeUeTe OTI TO YEYOVOGS OTI TTIPOEPXOTAV ATTO TTAOUCIA OIKOYEVEIQ TN

BoriBnoe va yivel KaANITEXVNG;
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MdaBnua 2: Kouic
- O1 yaBNnTéG CUPTTANPWYVOUV TO Koui¢ 010 Quizziz

Zovoyn:

- ZUVOYIOTE TO TTEPIEXOPEVO TOU PaBAuaTOC

- Emonpavete 1a Mo onupavTika BEpaTa Tou culnTABNKAV OXETIKA PE TIG YUVAIKEG
KAANITEXVEG (TIG BUOKOAIEG, TIG TTPOKANCEIS Kal Th {wh TOUG)

- Emonpavete T onuacia TnG HEAETNG TWV YUVAIKWY KAANITEXVWYV Kal OEITE TNV I0TOPIO
NG TEXVNG OTTO HIa OIAQOPETIKN OTITIKI Ywvia

Kart’ oikov gpyaoia:

Q¢ PEPOG TNG EPYATiag TOUG YIA TO OTTITI, {NTAOTE ATTO TOUG HaBNTEG va eTTAVAAGBouV Ta
ovouaTta, Ta KOANITEXVIKA peUUATA, TOUG ONUAVTIKOUG TTIVOKES KAl TIG AVTIOTOIXEG
NUEPOMNVIEG/AIWVEG VIO VO CUPPETAOXOUV OTO KOUIC TOU HaBrjpaTtog 2.
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