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Me Tn ouyxpnuarodornon
s Evpwrraikng Evwong

Me tn xpnuarodotnon g Eupwnaikng Evwong. Ot andyeis Kal oL YVWHES NOU SLaTUMNWVOVIAL EXppalouv
ANOKAELOTIKG TLC ANOWELS TWV OUVTAKIWY KAL SEV aVTINPOCWNEUOUY KAT'avayKn TG andyetg neg
Eupwnaikng Evwong rj tou Eupwnaikou ExteAeotikou OpyaviopoU Exnaideuvong kat Molmiopou (EACEA).

H Evpwnaikry Evwon kat 0 EACEA Sev pnopolv va SewpnOolv unciBuvol yia e ekppalopeves andoyeLs.



Gamification of ENEZHIHMATIKO ®YAAO EPTAAEIOY AP. 18

DIGITAL LEARNING
A
) BHMATA - ENAPZH :
ﬁ:'_a“ h
Create your own storybook
MeTaBeite otnv 1I0TO0€AiIda mystorybook.com woer ol oy ;|
i

Kavte kKAIK 0710 "Get started" yia va eyypa@eite yia évav véo Aoyapiaoud n

va ouvOEeBEITE av £XETE 10N

MOAIG €10€ABETE, dnuioupyAoTE TO BIBAIO HE TIG I0TOPIEG A KAVOVTAG
KAIK 010 KOupTTi "Create a StoryBook", ota apioTtepd. The Library

W sy, Wiy YU

My Storybooks

Hevo ane The S30ore UV WA S0 8

Me tn xpnuarodotnon g Eupwnaikng Evwong. Ot andyeis Kal oL YVWHES NOU SLaTUMNWVOVIAL EXppalouv

Me ™n O‘UV)(pﬂ]JClTO56Tf]0‘I] ANOKAELOTIKG TLC ANOWELS TWV OUVTAKIWY KAL SEV aVTINPOCWNEUOUY KAT'avayKn TG andyetg neg
Eupwnaikng Evwong rj tou Eupwnaikou ExteAeotikou OpyaviopoU Exnaideuvong kat Molmiopou (EACEA).
H Evpwnaixr Evwon xat 0 EACEA Sev pnopouv va Bewpnouv unclBuvol yia TS exppalopeves andoyeLs.

™S Evpwrraikng Evwong



https://www.mystorybook.com/

A Gamification of

DIGITAL LEARNING ENEZHTHMATIKO ®OYAAO EPTAAEIOY AP. 18
>
‘ MPOETOIMAZTE TH APAXTHPIOTHTA
1. EmA&ETe évav TITAO yIa TNV 10TOPIC 0OC Kal YPAWTE pia oUVTOuN TTEPIYPAPN. S

2. EmAEETE pia oknvA yia To BIBAIO 0dC, TO XPWHA TOU YOVTOU PTTOPET VA
OAAGEEL.

3. EmA£gTe Ta oToixeia yia 1o BIBAI0 oag. YTrdpxel peydAn TToIKIAiQ: ITTOPEITE va eTTIAEEETE OTTO TIG OIKEG 0AG EIKOVEG, AAANG
UTTAPXOUV Kal TTOAAEG AAAEG ETTIAOYEG..
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H Eupwnaixkr Evwon xat 0 EACEA Sev pnopouyv va BewpnBolv uncUBuvoL yia TS EKQPalOpEVES QNOYELS.
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4. Kdavte KAIK 01O KOUMTTIi «People» yia va TTpo0BECETE XOPAKTAPEG.
XpNOIYOTTOINCTE TN QAVTACia 0ag Kal dNUIOUPYNOTE XAPAKTPES DIAAEYOVTAG
aTTo TIG ETTIAOYEG TTOU TTPOCQEPOVTAI (TOVOG BEPUATOG, XPUWHA KAl OTUA JOAAIWY,

TTPOOWTTO, A&ECOUAP, CWHA, POUXA K.ATT.)

5. TpocBéoTe ogAida Kal CUVEXIOTE va YPAPETE OTO TTAAICIO KEINEVOU TNG I0TOPIAG, ETTIAEETE TO POVTO, T AVTIKEIMEVA KOl TOUG
avBpwTToUG yia KABe oeAida.
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1. AQouU TeAEIWOETE TO YPAWIPO, KAVTE KAIK 0TO KOUUTTi « DONE EDITING»
(OAOKAHPQOMENH EME=ZEPTAZIA) mavw Oegid.

2. MolpaoTeite 10 BIBAio pe TIG 1I0TOPIEG 0aG: KAvTE KAIK OTO TTAQiCIO
KOIVIG XPrONG KAl JOIPACTEITE TNV I0TOPIA 0AG AVTIYPAPOVTAG TOV

OUVOEOHO KaI OTN OUVEXEIQ, ETTIKOANNOTE TOV O€ DIAPOPES
TIAQTQPOPHEG.

My Favourite
Season

Iy Winter, irs Clrittmas Tme
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3.  O1pabntég poipddovtal TG epyaaieg Toug oto Google Classroom

Sharing
Public =
Share your story with the world! .
hating Link
D

https://www.mystorybook.com/story,

Hint 51
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EAEyETe TNV TEAIKN €KDOON MIAG I0TOPIaG TToUu dnuioupyABnke ue To MyStorybook: VyStoryBook Stories
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