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Eicaywyn o1o 8épa TnG olkoAoyiag, Tng dlaxeipiong

atmoBAATWY Kal TNG avakUKAwONG.

O1 padnTég Ba gival o€ Béon va:

e TTPOCdIOPiIcOUV TOUG BIAPOPOUS TUTTOU ATTORBAATWY Kal
TNV TTPOEAEUCT] TOUG.

e AVAPEPOUV TOUG AGYOUG YIa TOV OIAXWPICHO TWV
QATTOPPIMUATWV/OTTORARTWV.

e QVOYVWPIOOUV Ta OIKOAOYIKA CAPOTA KOl Va
dlaxwpicouv cwoTd Ta ATTOPPIYMaTA.

e OWOOUV TTOPADEIYUATA AVTIKEINEVWV TTOU

Kataokeualovtal a1rd avakukAwpEéva attoBAnTa.

20WpeG (2 pabAuaTa)

e Malnua 1 — 1wpa: Eicaywyr oto Béua Tng
olKoAoyiag, TNG cUAAOYNG, TOU dIaXwPICHOoU Kal TNG
QVOKUKAWONG TwV aTTORAATWV.

e Mdbnua 2 — 1wpa: ETTAOUTIONSOS TWV YVWOEWVY ATTO
TO TTPONyouuEvo uddnua ue T Bonbeia Twv
EVNMEPWTIKWYV OeATIWV. Elcaywyn Twv pabntwyv oTo
B€ua TnNG dnuIoupyiag VEWV AVTIKEIMEVWV/UAIKWYV aTTo

QTTOPPIMMATA YE TN XPAOoN PBIVTEO KAl TTEPIEXOUEVOU.

Me tn xpnpatodotnon tng Eupwnaiknq Evwong. Ol andyeLg KAl oL YVWHEG NOU SLaTUNWVOVTAL EKppalouv
CNOKAELOTLKG TLG ANGYELS TWV CUVIAKTWY KAl SEV QVILNPOoWNEUOUV KAT 'avaykn TG andéysls tng
Eupwnaikri¢ Evwong rj Tou Eupwnaikou EkteAeoTikoU Opyaviopou Eknaidsuong kal MoAttiopou (EACEA).
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H Eupwnaikry Evwon kalw o EACEA 3ev pnopolUv va Sswpn8olv unslOuvol yLa TIG EKPPAlOHEVEG ANOYELG.
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YT1oAoyioTg, d1adpaaTIKOG TTivakag, tablet/TnAépwvo.

2uokeun Je TpéoBacn oTto d1adiKTuo yia KABe padnTh.

Noyapiaoudg (MOvo yia Tov kaBnynTn). (Mwg va 1o TTpoeToIudoeTe; EAEYETE

TO €TTEENYNUATIKO QUAAO E TOV apIOuO 9)

NoYIOUIKO Kal Aoyaplaopog yia uttoAoyIoTH/TNAEQWVO (USVO yia Tov KaBnynth -

ol JaBNnTEG €xouv TTPOoBacn HEow cuvdéopou). (Mwg va 1o TTpoeToIndoeTe; EAEYETE TO

ETTECNYNMATIKO QUAAO pE TOV apiBud 2)

YAIKO KEINévou.

MANpo@opieg OXETIKA e TOUG TUTTOUG atToBANTWY, TIG HEBGOOUC dlaxwpPICHUOU KAl
QVOKUKAWONG aTTOBAATWY, TA OIKOAOYIKA OrjuaTa.

Flash cards yia Toug TUTTOUG OTTORARTWY, TIC HEBOGOOUGS BIaXwWPICHOU, Ta OIKOAOYIKA
onuaTa

Mapouaciaon yia 1o TI yTTopei va TrapaxOei atrd Ta amméfAnTa

Mnyéc:
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https://unece.org/environment-policy/environmental-monitoring-and-assessment/waste-management-indicators-and-policies
https://www.britannica.com/technology/waste-disposal-system
https://www.greenatlanta.com/what-is-waste-segregation-and-its-importance/
https://www.freepik.com/free-photos-vectors/recycle-label
https://environmentgo.com/colour-codes-for-waste-disposal/
https://environmentgo.com/colour-codes-for-waste-disposal/
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e [eviKA oulNTNON YE TOUG PABNTEG yIa Ta aTTORANTA

~ ¥
@ yopPoH EPraziA
e AveldpTtnTn Kal opadIkr epyacia: 6Aol ol yabnTég TTpoAnuaTifovTal yia €va BEua Kal

OTn OUVEXEIQ TO culnToUV WG OPAda Kal akoAoUBwG PE Tov KaBnynTh,

AvTOAAGOOOVTAG ATTOYEIG.

A
d ENIZKOMHZH TOY ZXEAIOY MAGHMATOZ

MposToipacia:

EmAoyr Tou Trepiexouévou TTou Ba culnTnOei Kal Tou OXETIKOU UAIKOU (TTOAITIK
dlaxeipiong ammoBARTWY, onuacia TNG GUANOYNG Kal eTTECEpyaaiag ammoBARTwyY yia TO
TTEPIBAAAOV Kal TNV OIKoAoyia, dIaXWPICHOGS, atTOBANTA WG DEUTEPOYEVIAG TTPWTN UAN,
eTTECEPYQTia aTTOBANTWY, OIKOAOYIKA CAPOTA OTIG OUOKEUAOIEG).

e MeTa@opTwaon Kai dnuioupyia Aoyapiacuou oto Ankiapp kai dnuioupyia
EVNHEPWTIKWYV OEATIWV OXETIKA UE TA OIKOAOYIKA CAPATA, TO SIAXWPEICHO Kal TNV
avaAuon Twv atmoBANTwY (BA. @UAAO epyaleiou ap.2):

e - Anuioupyia evog Aoyapiacpou oto Flash Mind kai TrpogToipacia evog pabnuaTog

yla Tnv emmeepyaoia Twv atmmoBAATWY (BA. @UAAO epyaleiou ap. 9):

e - [lpocToipacia @uANadiwv
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e Xpovodiaypauua:

- O exmmaudeuTikdG oulnTd TO TTEPIEXOMEVO TOU PABRAUATOG YE TOUG JaBNTEG.

- O exTTaIdeUTIKOG TTAPOUCIAZEl XPOVODIAYPANUA HE CUYKEKPIUEVEG TTANPOPOPIES YIa TV
olkoAoyia, T onuacia Tou dIaXwWPICKOoU Kal TNG ETTECEPYATIOG TWV ATTORANTWYV YId TO
TEPIBAAAOV.

- O ddaokaAog eutTedWwVEl uE QUAANGDIA TIG KAIVOUPYIEG TTANPOPOPIES TTOU TTAPOUCIACTNKAV.

- O exmmaudeuTIKOG KAVEI YIO TTAPOUCIAoN YyIa TNV £TTECEPYATia TwV ATTORBAATWY Kal TA
QVOKUKAWGIUA UAIKA.

- 2ZUPTTépacpua

Eicaywyn:

H diapkwg auéavouevn kartavdAwaon UAIKWY ayaBuwyv Kal n avaTrtuén tng texvoAloyiag dnuioupyouv
OAo Kail TTEPIoOOTEPA aTTORANTA TA OTTOIO TTPOEPXOVTAI ATTO BIAPOPES TTNYEG, TT.X. OTTO TNV avOpwTTivh
AgIToupyia - AoTIKr, BIOUNXAVIKN], YEWPYIKA K.ATT. EQW Kal TTOAG xpovia, n EupwTtraikr ‘Evwon
EQPAPMOLEI YIa TTONITIKA TTOU OTTOOKOTTEI OTNV aUgNoN TNG XPAOoNG Twv aTTORAATWY O0ThV
ETTAVETTECEPYOTIA, N OTTOIA £XEI AVTIKTUTTIO OTNV TTPOCTACIa TOU TTEPIBAAAOVTOC. H avakUkAwaon
OEUTEPOYEVWV TTPWTWYV UAWV ATTOTEAET ETTOPEVWG MIA EUKAIPIA YIO TNV QVTIMETWTTION TNG AuEavOPEVNG
TTooéTNTAG OKOUTTIOIWY. Ta dlaxwplopéva attopANTa PTTopouv va TTwANBoUv o€ KEVTPA avakKUKAwONG,

yeyovog 1Tou dev gival pévo TepIBAANOVTIKG 0pBd, aAAG Kal OIKOVOMIKA BIWCIUO.
O1 avOKUKAWOIUES DEUTEPOYEVEIG TTPWTEG UAEG TTEPIAANPBAVOUV:

e uETAAAQ: KOUTIA aAoupiviou Kal XAAuBa, TTaliogidepa, KaAwdia,
e yUaAi: oAOkAnpa doxeia kal Opavouara,
o XapTi: XapTOVI KAI XAPTI,

e TTAOOTIKA: PiaAeg PET, doxeia atrd TTOAUTTPOTTUAEVIO KOl TTOAUKAPPBOVIKO, QIAM Kal GAAQ.
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YAotroinon:

MdaBnua 1: E€oikeiwon Twv gadnTwv Pe To TTPORANUA TwV ATTORBAATWY.

2ulNTAOTE PE TOUG PABNTEG yIa TOUG BIAPOPOUG TUTTOUG ATToBANTWY Kal yia TO atrd TTou auTd
TTpoépyXovTal.

ZnNTAOTE ATTO TOUG PJaBNTEG va OWOOUV PEPIKA TTAPADEIYUATA TWV APVNTIKWYV ETTITITWOEWY TWV
atmoBAATWY OTO TTEPIBAAAOV.

E€oikelwoTe TOUG HaBNTES PeE Ta TTIKIVOUVA ATTOBANTA KAl TOV TPOTTO A0PAAOUG ATTOPPIYAS
TOUG.

E¢nynoTe oToug paBbnTég T dladikaaia Tou SiaxwpIoHoU Twv atroBANTWY Kal pWTAOTE TOUG av
yvwpilouv TTwG va TTeTdéouv Ta atmOBANTA TOUG OTOV OWOTO KASO.

MapoucidoTe OTOUG JOBNTEC TNV TTPAKTIKA TNG CUCKEUQOIAG Kal Ta €idN Twv TTEPIBAANOVTIKWV

ETIKETWV.

MdaBnua 2: Flash cards kai TTapouagiaon

ZnTAoTE atrd Toug pabnTég va AUoouv Tig KapTeg flashcards atrd 1o TTponyouuevo pddnua otov
10TéTOTTO AnkKiapp .
A@ou TeAeiwoouyv pe Ti¢ flashcards, BAATe Toug paBNTEC va TTaPAKOAOUBrCoUV uia TTapouaiaon

Tou Flash Mind OXETIKG PE TN XPrON AVAKUKAWGCIUWY UAIKWY OTTO ATTOPPIUPATA.

Zovoyn:

e Kartadei¢ete TN onuacia Tou TTPORAANATOC hE Ta ATTOBANTA KAl TOV AVTIKTUTTO TOU OThV
TTpooTaCia TOU TTEPIBAAAOVTOG.

e EmonudveTe TN onuacia Tou diaxwpIouoU Twv atmoBARTwWYV Kal TG aTTdKTNONG
OEUTEPOYEVWV TTPWTWV UAWVY aTTd QUTA YyIA TNV ETTAVATTOPAYWYN TOUG.

o AeyBeite TIC EpWTACEIC/ATTOPIEG TWV POBNTWYV Kal {EKaBapPIoTe TUXOV TTAPEPUNVEIEC.

Me tn xpnpatodotnon tng Eupwnaiknq Evwong. Ol andyeLg KAl oL YVWHEG NOU SLaTUNWVOVTAL EKppalouv
Me ™n GUYXpI‘".IuTOﬁC')TI]O'I‘] CNOKAELOTLKG TLG ANGYELS TWV CUVIAKTWY KAl SEV QVILNPOoWNEUOUV KAT 'avaykn TG andéysls tng

Eupwnaikri¢ Evwong rj Tou Eupwnaikou EkteAeoTikoU Opyaviopou Eknaidsuong kal MoAttiopou (EACEA).

Tns Evpwraikng 'Evwong

H Eupwnaikry Evwon kalw o EACEA 3ev pnopolUv va Sswpn8olv unslOuvol yLa TIG EKPPAlOHEVEG ANOYELG.



Gamification of MAIAATQIIKH AKOAOYOIA N° 13

A
oY oi6iTAL (EARNING

Kat' oikov gpyacia:

e Q¢ epyaacia yia T OTTITI HETA TO TTPWTO PABNUA, oI adnTES Ba TTPETTEl va eTTavaAdBouv
Ta BépaTta Twv atroBAATWY, TOU dIaxwPIOHUOU, TNG OIKOAOYIKAG CHNAVONG Kal TwV
QAVOKUKAWGIUWYV TTPWTWV UAWV.

o 270 OeUTEPO PABNUA Ba yivel EAEYXOG TWV YVWOEWYV UE TN XPHON TWV EVNUEPWTIKWY
OeATIWV.

e MeTd 1O deUTEPO PABNUA (META TNV TTAPOUCIOCN OXETIKA PE TNV ETTAVAXPNCIKWOTTOINON
TWV AatmoRANTWYV YIO TNV KATOOKEUNA TTPOIOVTWYV), O JaBNnTEG Ba TTPETTEI va ATTapIBuRoouV
0 KaBEvag Tpia AVTIKEIJEVA TTOU JTTOPOUV VA KATAOKEUAOTOUV ATTO AVAKUKAWOIUA UAIKA

atré amréBAnTa TTOoU OEV CUUTTEPIAAPBNKAV OTNV TTapouaciaon.
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