Gamification of

N
“’ DIGITAL LEARNING

ENEZHIHMATIKO ®YAANO EPTAAEIOY AP. 29

a OEMA loTopia TG TéEXvNG
a OEMA |[uTTPETIOVIOUOG
MAOGHMATOZX
a ENINEAO 15-18 eTwv
a EPIrAAEIO ThingLink
a APAZTHPIOTHTA AnpioupynoTe pia d1adpacTIKn eIkOva pe To ThingLink

a MHIEZ: Xproiyol cuvdeapol yia TNV eTe€Aynon Tou B€uatog ueAéTng (lutrpeaiovioudg kai Claude Monet)
mepIAauBdvovtal otnv evoTnTa «IMnyéc», TnG TTaidaywyikAg akoAoubiag apib. 8.

Me Tn ouyxpnuarodornon
NS Evpwiraikng Evwong

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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Znpueiwon: To Thinglink ytropei va xpnoiyotroinBei otnv

TAEN, TTPORAAAOVTAG TO £pYO PECW €VOG TTivaka (atTaiTeiTal ouvdeon oTo AladikTuo). Av, a1Td TNV GAAN TTAEUPQ, BEAETE

VO JOIPOCTEITE TO £PYO PE TOUG HABNTEG HECW TOU CUVOECHOU, ATTAITEITAI £vag Aoyaplaouog premium.

1. MetaBeite otnv IoToo€Aida: thinglink.com

BHMATA - ENAP=H

thegink

Connect physical
environments with
digital information for
2. Zuvdeon A eyypan: MNa va dnuioupynoete Evav Aoyapiaouo, KAVTE better visitor
KAIK 0710 "Login" Trdvw 6e€1d. MTTopeite va ouvdeBeite pe To email oag, experiences

TN Google, Tn Microsoft ] GAAeg TTAaT@OpES (TT.X. Facebook).

Me Tn ouyxpnuarodoernon

NS Evpwrraikng Evwong

Jom 3 communiy of aeen Ratrgon

Me tn xpnuarodotnon g Eupwnaikng Evwong. Ot andyeig KAl oL YVIWHES NOU SLaTUMWVOVIAL EXppalouv
ANOKAELOTIKG TIC QNOYPELS TWV OUVTIAKIWY KAL SEV aVILNPOCWNEUOUYV KAT'avayKn T andyetg ne
Eupwnaikrig Evwong 1} tou Eupwnaikou ExteAcotikou OpyaviopoU Exnaideuong kat Molmopou (EACEA).

H Eupwnaikr Evwon xat 0 EACEA Sev pnopouyv va BewpnBolyv uncUBuvoL yia TS EKQpalOpEVES QnOYeELs.


https://www.thinglink.com/
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3. ‘Evapén: MOAIg ouvdebeite, Ba cioéANBeTE OTNV apXIKr OeAida TNG |
ThingLink. KavTe KAIK 010 "Create" yia va &ekivijoeTe Tn dnuioupyia a A 5
TOU £pyou 0QG. Wekcme o g
=
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a MPOETOIMAZTE TH APAZTHPIOTHTA

What type of interactive costent do you went to creets?

1. EmA£ETE TOV TUTTO TOU TTEPIEXOMEVOU TTOU BEAETE va BnUIOUPYAOETE:

yIa va ONUIOUPYNOETE PIa SIAdPACTIKN EIKOVA, KAVTE KAIK OTO

«Image».
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 Eupwnaikrig Evwong 1} tou Eupwnaikou ExteAcotikou OpyaviopoU Exnaideuong kat Molmiopou (EACEA).

H Eupwnaikr Evwon xat 0 EACEA Sev pnopouyv va 8ewpnBolv uncUBuvoL yia TS EX@PpalOpEVES QnOYELS.
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2. 2Tn OUVEXEIQ, aveRBAOTE TNV EIKOVA POVTOU OAG KAl KAVTE KAIK OTO

«Continue».

2. Kavovtag KAIK otnv €mmiAoyn "Add tag", utropeite va apxioeTe va
TIPOOBETETE OAA TA OTOIKEIQ TTOU BEAETE: PTTOPEITE VO TTPOCBETETE

KEIMEVO, ETIKETEG KEIMEVOU, TTOAUPEDQ, TTEPIEXOUEVO ATTO IOTOTOTTOUG

K.ATT.

Me Tn ouyxpnuarodornon
NS Evpwiraikng Evwong

EMNEZHTHMATIKO ®YAAO EPTAAEIQY AP. 29

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

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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3. Ag@ou TTpooBioeTe To OTOIKEIO €l0aydyovTag TN dieuBuvon URL

(n otroia pTTOpPEi VA €ival ApBpo, BIVTEO K.ATT.), NTTOPEITE va

Clawsde Muret & lingersiiorsse

TIPOCBECETE TOV TITAO KOl MIG CUVTOUN TTEPIYPAPN, VO AANGEETE TO

B

€1IKoVidIo Kal Tn didragn Kal va aveBAoeTe apxeia TTOAUPECWY i ==

nxou. OTav TEAEIWOETE, KAVTE KAIK 0TO «Doney.

4. Mrropeite va TTpooBEoeTe Ooa OToIXEIO OEAETE KAl va AAAAEETE TIG
PUBUICEIC XpNOIWOTTOIWVTAG TO YEVOU OTa aploTepd. MTTopeite
ETTIONG VA ATTOPACIOETE VO CUVOEOETE OAQ TA OTOIXEIO TNG
01adPACTIKAG EIKOVAG VIO VO KABodNyNoETE TOUG UaABNTEG OTA
Béuata TTou TTapoucidlovral. MOAIGC OAOKANPWOETE, KAVTE KAIK OTO

«Donev.

Me 1 xpnparodotnon g Eupwnaikriq Evwong. Ot andyeis Kat oL YVWHES NOU SLaTunWvovIal exppalouv
- Me T ouyqupuroéémon ANOKAELOTIKG TIG ANOWELS TWV CUVTAKTIWY KAL SEV aVILNPOCWNEUOUY KAT'GvAayKn TLG anoYeLg tneg

™me Eupwnu'l'xr']g .EVWU’]Q 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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5. Mropeite va eAEyEeTe TN AeImroupyia TNG dIOdPACTIKAG EIKOVAS KAl
OAWV TWV OTOIXEIWV avd TTAca OTIYUA Kal KavovTag KAIK oTo "Edit"

MTTOPEITE VO OUVEXIOETE TNV £TTECEPYQTIa TOU £PYOU OAG.

J ANOOHKEYZH KAl AHMOZIEYZH

1. OAeg o1 aAayég kal n Tpoodd¢ oag amobnkeuovTal auTouaTa.

2. TMavw 6¢€1d, kadvovTtag KAIK aTo kouuTri "Koivl) xprion", JTTopeite va dnPooieUoETE TO £PY0 0AG, Va aAAAEETE TIC puBuioElg
QaTTOPPrTOU Kal va AGPBETE TO CUVOECHO YIA VA TO HOIPACTEITE.

Me ™ ouyxpnparobémon ANOKAELOTIKG TLC ANOWELS TWV CUVTAKTWY KAL SEV avTNPOCWNEUOUY KaT'avaykn TG andyetg neg
™me EUprTG'I'KI']g EVWU’]Q Eupwno‘(x:ﬁc!vwonc 1 rou Eupwnaikou Ent?\cmtxoo Opva\.’nauou. Exnaideuong xat Molmopou (EACEA).
H Eupwnaikr Evwon xat 0 EACEA Sev pnopouyv va 8ewpnBolv uncUBuvoL yia TS EX@PpalOpEVES QnOYELS.

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




N
¥

Gamification of
DIGITAL LEARNING

NMPOZOETEZ NAHPO®OPIEZ

EAEyETe TNV TEAIKN dIAdPAOCTIKA EIKOVA:

Me Tn ouyxpnuarodornon
™S Evpwrraikng Evwong

ENEZHIHMATIKO ®YAANO EPTAAEIOY AP. 29

Claude Monet & impressionisen

Amarwane snioty of Puvmes

Ve grersama—

Me tn xpnuarodotnon g Eupwnaikng Evwong. Ot andyeig KAl oL YVIWHES NOU SLaTUMWVOVIAL EXppalouv
ANOKAELOTIKG TIC ANOWPELS TWV TUVTAKTIWY KAL SEV avVILNPOoWNEUOUV KAT'avaykn TG andoyetg e

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

H Eupwnaikr Evwon xat 0 EACEA Sev pnopouyv va BewpnBolyv uncUBuvoL yia TS EKQpalOpEVES QnOYeELs.



