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a OEMA loTopia TG TéEXvNGg
a OEMA |[uTTPETIOVIONOG
MAOGHMATOZX
a ENINEAO 15-18 eTwv
a EPIrAAEIO Genially
a APAZTHPIOTHTA AnpioupynoTe éva dwudTio diaguyng pe To Genially

J MHIEZ: Xpnoiyol cuvdeapol TrepihapBavovtal otnv evotnta "Mny£g”, Tng rauidaywyikng akoAouBiag apiB. 8.

Me 1 xpnparodotnon g Eupwnaikriq Evwong. Ot andyeis Kat oL YVWHES NOU SLaTunWvovIal exppalouv
Me ™ guyxpnpqroﬁc‘nnon ANOKAELOTIKG TIC ANOWPELS TWV TUVTAKTIWY KAL SEV avVILNPOoWNEUOUV KAT'avaykn TG andoyetg e
™me Eupwn'u'l'xr']g .EVWUQQ Eupwnaikrig Evwong 1} tou Eupwnaikou ExteAcotikou OpyaviopoU Exnaideuong kat Molmopou (EACEA).

H Eupwnaikr Evwon xat 0 EACEA Sev pnopouyv va 8ewpnBolv uncUBuvoL yia TS EX@PpalOpEVES QnOYELS.



Gamification of
DIGITAL LEARNING

ENEZHITHMATIKO ®YAANO EPTAAEIOY AP. 11

Znueiwon.: To dwudTio diaguyng Ba XpnoIoTToINBEi yIa va eEAeyXB0oUV 01 YVWOEIG TTOU ATTOKTAONKAV KOTA TO TTPWTO
MEPOG TOU PaBruaToG: ol epwTACEIG BacifovTal oTa dpBpa kal Ta Bivieo TTou TTPORAABNKavV yia va ¢nyroouv To BEua
TOU hJOBRuaTOG.

J BHMATA - ENAP=H < o Sy o A s g B e =
Creating interactive content is
1. MeTaBeite oTnV I0Too€Ada: genial.ly.com = : 0 0
: WOW: ~
[ 3 a]
2. >uvdeBeite ] eyypageite: Kavte KAIK TTavw de€Id aTo «Login» 1 =3
«Sign Up» yia va dnuioupynoete évav Aoyaplaoud. Mrropeite va
eyypaogeite pe To Google, To email oag A GANeg TTAATQOpUES (TT.X. Facebook). i
T
= Creations
&
3. =ekivriote: MOAIG ouvdeBeiTe, Ba utreite oTNV apxIkr aeAida Tng Genially. KavTe KAIK @
oTo "Create Genially" yia va EekivrioeTe T dnuioupyia Tou €pyou 0aG. . ©

Me 1 xpnparodotnon g Eupwnaikriq Evwong. Ot andyeis Kat oL YVWHES NOU SLaTunWvovIal exppalouv

Me Tn ouyxpnuarodornon

NS Evpwiraikng Evwong

ANOKAELOTIKG TLC ANOWELS TWV CUVTAKTWY KAL SEV avTNPOCWNEUOUY KaT'avaykn TG andyetg neg
Eupwnaikng Evwong rj tou Eupwnaikou ExteAeotikou OpyaviopoU Exnaideuvong kat NMoAttiopou (EACEA).

H Eupwnaikr Evwon xat 0 EACEA Sev pnopouyv va 8ewpnBolv uncUBuvoL yia TS EX@PpalOpEVES QnOYELS.


https://genial.ly/
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'a NMPOETOIMAZXTE TH APAZTHPIOTHTA
@ e -
1. EmAEETE TOV TUTTO TOU TTEPIEXOUEVOU TTOU BEAETE va ,;-‘ A ""E! A
s b e ! o
ONMIOUPYAOETE: VIa va dNUIOUPYAOETE Eva DWHATIO : N\ ) -
amédpaong Kavte KAIK oto «Gamification». - IS
B E i
5 =
5 I 7
2. 2T OUVEXEID, OTA OpIoTEPd, KAVTE KAIK aTO "Escape games" S

o

Kal €TTIAEETE aTTO Ta BIGQOPA TTPOTUTTA AUTO TTOU TTPOTIMATE

emAEyoupe To «Museum Escape Roomy.

Me 1 xpnparodotnon g Eupwnaikriq Evwong. Ot andyeis Kat oL YVWHES NOU SLaTunWvovIal exppalouv
ANOKAELOTIKG TLC ANOWELS TWV CUVTAKTWY KAL SEV avTNPOCWNEUOUY KaT'avaykn TG andyetg neg
Eupwnaikrg Evwong 1 tou Eupwnaixou ExteAcotikou OpyaviopoU Exnaideuong kat Molwmiopou (EACEA)

Me Tn ouyxpnuarodornon
NS Evpwiraikng Evwong ,, : - :
H Evpwnaixr Evwon xat 0 EACEA Sev pnopolv va BewpnOolv unsibuvol yia Tie eXkppalOpeves andoyeLs
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3. AIOAEETE TO eTTIAEYHEVO TTPOTUTTO Kal KAvTe KAIK aTo "Use this template” SR e

YIO VA apXiOETE VO TO TPOTTOTTOIEITE.

MUSEUM

Mrropeite va apxioete va eTTeEepyAleoTe TO €PYO OAG: UTTOPEITE va dlaypAWeTe OTOIXEI TTOU OEV XPEIAlETTE, va

ETTECEPYAOTEITE KEIPEVO, VA AANAEETE XpwHATA, YPAUPATOOEIPd, UEYEDOG, VA QVTIKATOOTACETE EIKOVEG K.ATT.,
XPNOIMOTTOIWVTAG TO HEVOU OTA apIOTEPA..

Me Tn ouyxpnuarodornon
NS Evpwiraikng Evwong

MUSEUM

Me 1 xpnparodotnon g Eupwnaikriq Evwong. Ot andyeis Kat oL YVWHES NOU SLaTunWvovIal exppalouv
ANOKAELOTIKG TLC ANOWELS TWV CUVTAKTWY KAL SEV avTNPOCWNEUOUY KaT'avaykn TG andyetg neg

Eupwnaikrig Evwong 1} tou Eupwnaikou ExteAcotikou OpyaviopoU Exnaideuong kat Molmopou (EACEA).

H Eupwnaikr Evwon xat 0 EACEA Sev pnopouyv va 8ewpnBolv uncUBuvoL yia TS EX@PpalOpEVES QnOYELS.
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OAa 1a oToIXEia UTTOPOUV VA TPOTTOTTOINBOUV KAVOVTAG KAIK
TTAVW Toug atreuBeiag otn oeAida. MTTopeite va TTpocBEoETE
EPWTAOCEIC KAI aTTAVTAOEIG e BAon Ta dpBpa Kal Ta Bivieo TTou
MEAETABNKAV KATA TO TTPWTO PEPOG TOU PaBruATog, OTaV

eTTEENYNONKav Ta B€PaTA TOU POBAUATOG.

Mrtropeite va TTpocapudoeTe OAQ Ta OTOIXEIO TOU dwATIOU ATTOdPACNS OTOUG HABNOIOKOUG 0ag 0TOXOUG Kal va

TTPOOBECETE OOEC EPWTNOEIG EiVAI ATTAPAITNTES VIO VA EAEYEETE TIG YVWOEIG TTOU £XOUV ATTOKTIOEI O JOBNTES 0AG.

2TNV KOpU®r, Kavovtag KAIK oTo €IKovidio "eye", JTTOpEiTE va
KAVETE TTPOETTIOKOTTNON TOU £PYOU 0AG KAl VO OOKIUACETE OAQ
TA OTOIXEIA YIa va OEITE av TO OWMATIO dIAPUYNG OAG AEITOUPYEI
(owoTég/AaBo¢ atravTioelg, NXol, aAAayEg, 51adpaaTIKOTNTA

K.ATT.).

Me 1 xpnparodotnon g Eupwnaikriq Evwong. Ot andyeis Kat oL YVWHES NOU SLaTunWvovIal exppalouv
Me ™ ouyxpnpmoéémon ANOKAELOTIKG TIC ANOWPELS TWV TUVTAKTIWY KAL SEV avVILNPOoWNEUOUV KAT'avaykn TG andoyetg e

™me EUprTG'I'Kf]g .EVWUQQ Eupwnaiknq Evwong rj tou Eupwnaikou ExteAcotikou Opyaviopou Exnaideuong kat Moltiopou (EACEA).
H Eupwnaikr Evwon xat 0 EACEA Sev pnopouyv va 8ewpnBolv uncUBuvoL yia TS EX@PpalOpEVES QnOYELS.
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“ AMNOOHKEYZH KAI AHMOZIEYZH

1. OAeg o1 aAayég kal n TTpoodog oag atmodnKeuovTal auTOUaTa.

Mavw apioTepd, YTTOPEITE VO AAAAEETE TOV TITAO TOU €pyOU OQG..

2. Mavw 6¢e€id, kdvovTag KAIK OTO €IKOVidIO «Sharey, UTTopEiTe va dnUOCIEUCETE TO £PYO OOG: UTTOPEITE VA
QTTOPOCIOETE VA TO ETTAVAXPENOCIUOTIOINCETE YIA GAAOUG XPNOTEG, VO OAANAEETE TOV TITAO TOU KaI VO TTPOCBOECETE [Ia
oUVTOMN TTEPIYPA®H. TN CUVEXEIQ, KAVTE KAIK oTnV €TTIAoyn «All set».

Me ™ ouyxpnparobérnon ANOKAELOTIKG TIC ANOWPELS TWV TUVTAKTIWY KAL SEV avVILNPOoWNEUOUV KAT'avaykn TG andoyetg e

Me 1 xpnparodotnon g Eupwnaikriq Evwong. Ot andyeis Kat oL YVWHES NOU SLaTunWvovIal exppalouv
- ™me Eupwnu'l'xr']g -vaoqg Eupwnaikrig Evwong 1} tou Eupwnaikou ExteAcotikou OpyaviopoU Exnaideuong kat Molmopou (EACEA).

H Eupwnaikr Evwon xat 0 EACEA Sev pnopouyv va 8ewpnBolv uncUBuvoL yia TS EX@PpalOpEVES QnOYELS.



Gamification of

N
¥ 0iGITAL LEARNING

3. MoipaoTeite TO dWUATIO dIOPUYAG HECW TOU CUVOECHOU, HECW
NAEKTPOVIKOU TaXUOPOMEIOU, KOIVWVIKWYV DIKTUWYV ) oTo Google
Classroom rj oto Microsoft Teams.

J NMPOZOETEZ NAHPO®OPIEZ

Agite TO dWUATIO dIAPUYAG £OW.

Me Tn ouyxpnuarodornon
™S Evpwrraikng Evwong

ENEZHITHMATIKO ®YAANO EPTAAEIOY AP. 11

Me tn xpnuarodotnon g Eupwnaikng Evwong. Ot andyeig KAl oL YVIWHES NOU SLaTUMWVOVIAL EXppalouv
ANOKAELOTIKG TLC ANOWELS TWV CUVTAKTWY KAL SEV avTNPOCWNEUOUY KaT'avaykn TG andyetg neg
Eupwnaikrig Evwong 1} tou Eupwnaikou ExteAcotikou OpyaviopoU Exnaideuong kat Molmopou (EACEA).

H Eupwnaikr Evwon xat 0 EACEA Sev pnopouyv va 8ewpnBolv uncUBuvoL yia TS EX@PpalOpEVES QnOYELS.


https://view.genial.ly/6450da9626abb30018e2f15d/interactive-content-gdlmuseum-escape-room-impressionism

