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H totopia Twv mawxviotwy

Y1rapxel pia TTAoUo1a KOl CUVAPTTOOTIKA
I0TOPIA IO TO AVTIKTUTTO TWV TTAIXVIOIWV OTNV
KOIVWwVia, KaBwc n xpron taixviolwyv utrd
KATTOIO HOPPN UTTOPEI VO EVTOTTIOTEI AKOPA KAl
OTOUG TTPWTOUC TTOANITIOMOUC TTOU UTTHpEaV
TIPIV ATTO EKATO XIAIAOEC XpOVIa — TTApAdEIyUa

ATTOTEAOUV TA ETITPATTECIA TTAIXVidIA TTOU

TraiCovrav otnv Aiyutrto To 3500 11.X. (Clark et
al., 2016) ka1 Ta TTauyvidla TTou £TTailav JETAU
Toug ol AutdxBovec AuoTpaloi (Edwards,
20009).
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Ertpanedia
mawxviowa;

MTopeiTe va OKEWPTELTE KATOLA TTALXVidLa
TIOV TaldatTe 0TAV NOCACTAV HLKPOTEPOL;

=EPETE TNV MPOEAELCI) TOUG;
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Zuppwva pe to History Channel, ol Apxaiot Atyurttiotl ayanovoav

Ta eTitpanedia mawxvidia.

"MeTa atrd pia SUOKOAN PEPa epyaaciag katd
MAKOG Tou TToTapou Neihou, o1 AlyUTrTiol ouyva
xaAdpwvav traiovrag emTpatrédia Taixvidla.
YT1rpxav diagopa traixvidia trou Etraiav,
ouutrepIAaupBavopévwy Twv "Mehen" kai "Dogs
and Jackals" (ZKuAid kal ToakdAla), aAAd icw¢ TO

M0 ONUOYIAEC TAV Eva TTAIX VIOl TUXNG YVWOTO WG i,

"Senet". XpovoAoyeital atrdé 1o 3500 11.X. Kal
TTaI(OTav O€ PIa JakpId oavida (wypaPIouEVN UE
30 TeTpdywva. KaBe TTaikTnG €ixe £éva oUvoAo
KOMMATIWY TTOU JETAKIVOUVTAV KATA UAKOG TNG
oavidag cuuewva pe Tov aplBud ou Ba Epepvav
Ta {apia. O1 10TopPIKOI E¢akoAouBouv va pnv
OUM@WVOUV YIO TOUG OKPIREIC KavOveG TOU Senet,
aAAG Oev uTTapxel ap@iBoAia yia Tn dNUOTIKOTATA
TOU TTaixVvIdIou. YTTapxouv (wypa®IEC TTOU
atreikoviCouv Tn BaciAiooa NeepTitn va TTailel
Senet kal papaw OTTwWS 0 ToUuTavAUTIAXEV €ixav
TaQei padi pe emrpatredia”

History Channel, 2018

Mnyn: History Channel (2018). 11 Things You May Not Know About Ancient Egypt. AiaBéoiyo oTo:
https://www.history.com/news/11-things-you-may-not-know-about-ancient-egypt
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H Bacihiooa NepeprtiTn Maidel Senet, repitrou 1279-
1213 p.X.

Nina de Garis Davies

Mnyn eikévag: www.metmuseum.org
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Tuppwva ge Thv KuBEpvnon tov Queensland, oe toAAa StapopeTika
HEPN TNG AvcTpaAiag aidovtav mapadootaka mawxvidia ano avtoxdova
nadia

Eva amo ra maixvidia mmou émrai{av nrav 1o "Weme". lpokeirai yia éva
Tai vidl oTo OTT0IO pixvovTal TTETPES KAl TO OTTOIo TTai{oTav TNV KEVIPIKN Auatpalia. Eivai
TTAPOUOIO LIE TO MTTOOUAIVYK, aAAG o€ auTto o1 TTaikTeC TTpooTTaBouoav va XTUTTHOOUV Kal va
piéouv uia urdAa £éw armméd évav KaBopiouévo KUKAO.

[Mnyn: Queensland Government (n.d.). Traditional Indigenous games trail Erasmus+

AlaBéoipo oTo: https://ec.europa.eu/programmes/erasmus-plus/about _en
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XapaKTnpLoTIKA;

Moia eivatl N MPWTH CKEWPN TIOV EPXETAL OTO
HUAAO 0ag OTaV AKOUTE T AEEN «TtaLXvidw;
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T elval To awxvioe;

‘Evag YEVIKOG OPIOHOG YIa TO TI
gival To TraixVvidl ival o akdAoubog¢
(Schell, 2008):

"Traiyviol givail uia
opaaTnPIOTNTA ETTIAUCNC
ITPofBANUATWY, TOU THV
ITOO0EYYiCOUUE UE OKOTTO
v wuxaywyia"
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O 6pog Taixvidl aTn olyxpovn
ETTOXN EXEI ECENIXOEI.

Kata tov 21° aiwva, n Evvoia
TOU TTaIXVIOIlou, AOYwW TwV
PayOaiwV TEXVOAOYIKWV
eceNicewv, EAafe AAAN onuaacia
KATA TNV Avodo TNG WNPIOKNG
emavaotaonc (Clarke et al.,
2017).
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Mo ouykekpIhéva, N Evapen TNG WnOIOKAS eTTavacTacns €pepe padi TG TIC
TEXVOAOYIEC TTANPOPOPIKAG, OTTWC TA BIVTEOTTAIXVIOIA KAl TIC TTPOCOMOIWCEIG TTOU
gival dwpedv dlabeoiua o peyadho népog Tou avBpwTrivou TTANBucpou (Clarke et
al., 2017).

Ooov agopda ornv €EEAiEn amd 1a Tmaixvidla yevIKOTEpPA oOTa Traixvidia yia
NAEKTPOVIKOUG UTTOAOYIOTEG, I ATTO TIC UEYAAUTEPES OIAPOPEC TTOU UTTOPOUUE va
EVTOTTIOOUNE €ival OTI Ol UTTOAOYIOTEG EVIOXUOUV TNV «EUTTEIRIQ TTAIXVIOIOU» TTOU

givar auto mou BéAouyv ol TTepiocooTeporl arro 1a mmaixvidia (Prensky, 2001, o. 18).
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Ta otowxeia Twv awxvidlwyv (1)

2Uu@wva pe tov Prensky (2001), o1 NAeKTPOVIKOi UTTOAOYIOTEG Kal T BIVTEOTTAIXVIDIA
gival duvnTIK& N M0 EAKUCTIKA HOP®N YuXaywyiag oTnyv IoTopia TNG avopwtrotnTag, AOyw TOU

ouvOUQOHOU dWOEKA OTOIXEIWV TTOU CUVOWIZEl WS aKOAOUBWC:

Ta TTauyvidia gival pia yopon AuTO pag divel attdAauon Kai
dlaokEdaoNG. guxapioTnon.

Ta TTauxvidla éxouv 1o aToIXEIO AuTO uag divel Eviovn Kal
Ty vISoTToinoNG. TTaBlaouévn CUUMETOXN.

Ta TTaixvidla £Xouv KaVOVEG. AUTO pag divel doun.

Ta TTaixvidla £xouv aTOX0UG. AuTO pag divel KivnTpa.
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Ta otowxeia Twv mawxvidlwv(2)

2Uu@wva pe tov Prensky (2001), o1 NAeKTPOVIKOi UTTOAOYIOTEG Kal T BIVTEOTTAIXVIDIA
gival duvnTIK& N M0 EAKUCTIKA HOP®N YuXaywyiag oTnyv IoTopia TNG avopwtrotnTag, AOyw TOU

ouvOUQOHOU dWOEKA OTOIXEIWV TTOU CUVOWIZEl WS aKOAOUBWC:

. . . AUTO pag ETTITPETTEI VA
a TTaixvidla gival d1adpaacTIKA. HAS P

TTPATTOUE.
a TTaixvidla rpoocappolovral. AUTO HOC OiVel por.

a TTaixvidla €xouv atroteAéoparta

, AuT6 pag divel pabnon.
KAl avaTpopodoTnon.

ATIO Ta TTaIXVIdIO PITTOPEIC Va AyTo divel IKAVOTTOINON TOU EYW
KEPDIOEIC. MagG
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Ta otowxeia Twv awxvidtwv(3)

2Uu@wva pe tov Prensky (2001), o1 NAeKTPOVIKOi UTTOAOYIOTEG Kal T BIVTEOTTAIXVIDIA
gival duvnTIK& N M0 EAKUCTIKA HOP®N YuXaywyiag oTnyv IoTopia TNG avopwtrotnTag, AOyw TOU

ouvOUQOHOU dWOEKA OTOIXEIWV TTOU CUVOWIZEl WS aKOAOUBWC:

Ta mraiyvidia £xouv oUykpouaon / AuUTO pag divel TV
QVTAYWVIOPO / TTPOKANGCN / avTiBeon. ,
X ' FOREASH ! adpPEVOAIvVN.

Ta Traiyvidla £€xouv eTiAuon AUTO TOVWVEI TN

TPOBANpATWY. OnuIoupyIKATNTA UOG.

Ta Taxvioia exouv AuTO OUPBGAAEI GTn dnuioupyia
aAANAeTTIOpOOT. KOIVWVIKWV OJAdwWV.

a TTaIXVvidla €Xouv avarmrapaoTaon AU [Tt B GUMRTaT

Kal I0TopIia.
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H eAKUGTIKOTNTA TWV NAEKTPOVLKWYV ﬁ
) 3!
TTALXVLOLWV |

Mepikoi atrdé Toug AOYyoug yia TOUG OTTOIoUG OI AvBpwTTol BPiocKouV
EAKUOTIKA KAl IKAVOTTOINTIKA TA TTAIXVIOIO NAEKTPOVIKWYV
UTTOAOYIOTWYV UTTOPEI va gival ol €ENG:

H TTAOKI) KLVELTAL PE YPIYOPOUG pUBLOUC KAl UTIAPXEL KAAUTEPN
QVTATIOKPLON OTIO TNV TIAEUPA TWV TIOLKTWV.

MTTtOopOUV VO TIPOCOLOLWOOUY TIPAYHATIKA PALVOUEVA, OTIWE N
OTIOOTOAN TIUPAUAOU OTO SLACTNIA, I N TITNON EVOC AEPOTIAQVOU, N
va Adfouv uttoYn TIC EKATOUMUPLA SUVATOTNTEG O YPlPOUC 1) O€
OTPATNYLKEC ATIOOTOAEC.

MTtopoUV VO TIPOCPEPOUV TIEPLOCOTEPN, KAAUTEPN KAL TILO
TIOLKIAOLO PPN YPAPLKI AVATIAPACTAOT).

Ol TTAUKTEG uTtopoLV va TtalEouy o€ SladpopeTIka eTimeda
TLALXVISLWV.

Ol TTAUKTEG HTTOPOUV VA SNLLOLPYCOULV KAl VA ETIAEEOUV avapEoa
o€ peyaioug aplBpoug eTiAoywy Kat oevapiwv (Prensky, 2001, 6. 5).
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Zuvaioonuata;

270(«
XapaKTnpLoTIKA;

Moia eivatl N MPWTH CKEWPN TIOV EPXETAL OTO
HUAAO GaC OTAV AKOUTE TH ppaoch
«EKTIALOEVUTLKO TIALXVIOL»;
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Tt eival To EKTIALOEVUTLKO

TLALXVLOL;

2 UYKEKPIPEVa, ol Tang & Hanneghan
(2015) opiCouv TO EKTTAIOEUTIKO TTAIX VIO

WG €ENG:

“TO EKTTAIOEUTIKO TTAIXVIidlI,
QCIOTTOIEI TIC APXEC TOU
TTaiXviolou yia va
ONUIoUPYNOEl TTPOCOECEI OTIC
TEXVOAOYIEC TO OTOIXEIO TNG
TTaiXviooTroinong, wWaoTe va

ONUIOUPYNOEI EKTTAIOEUTIKO
TTEPIEXOMEVO”
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Ta ekTTaIdEUTIKA TTaIXVidIa gival
“Lia Brwoiun evarAakTikn AUGH OTIC UTTAPXOUOES TEXVOAOVYIEC
Uabnong uEow UTTOAOYIOTH, OI OTTOIEC UTTOPOUV va Bonbnoouv
OTO va TTEIOTOUV Kal va evBappuvOouUV oI wneiakoi TToAITEC aTnv
aTTOKTNON YVWOong”

Tang & Hanneghan, 2015
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MawxvidboTmoinon kat paénon e pacn.to ﬁ
TTaLXvidn ll

H xpnon Taixvidiwv 1 1tng Traixvidotroinong yia Tnv
evioxuon Twv d1adikaclwy O1IdacKaAiag kal pabnong £Tol
WOTE Va €Xouv BETIKO QVTIKTUTTO OTOUG POBNTEG €ival pia
TIPOCEYYION TIOU TIPOOPATA APXIOE VA QAVOQPEPETAl WG
MABnon pe Baon 1o TTaixvidl (Game-Based Learning-GBL)
(Clarke et al., 2017).

H eiocaywyy Tou 6pou GBL oTnv eKTTAIBEUTIKY £peuva
ApxIo€ va eg@aviCeTal Evrova Pe TNV EEAIEN TWV WNPIOKWY
TEXVOAOYIWV aTTO TIC apxEC TNG dekacTiag Tou 2000, étav o
Prensky (2001) mpoteive tov 6po pabnon pe Paon 1o §

wnoeiako Traixvidl (Digital Game-Based Learning), 1TOU

ETTNPEAOCE TOV TPOTTO PE TOV OTTOI0 N akadnuailkr KovoTnTa
«EPYAOTNKE, AVETTTULE Kal AVTIAPONKE TIC OTTAITOUMEVEG
ouvOnkeg Tou GBL, 1Diaitepa oe oxéon pe T Xpnon tng
TexvoAloyiac» (Clarke et al., 2017, 0. 74).
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O opo¢ Tawxvidtl otov 210 atwva

O1 Tang, Hanneghan kai Rhalibi (2009)
TTapéxouv €va opiopo Tou GBL o oTtroiog

OXETICETAI JE TNV WNPIAKNA TTTUXNA:

‘n uanon ue Baon ro mraiyVviol
EKUETAAAEUETQI TIC TEXVOAOVYIEC
TWV TTaIxVvIOIWV YIa va
OnNUIoOUPYNOEl Eva
OIaoKEDAOTIKO, EVOAPPUVTIKO
Kal 01adpAaTIKO EIKOVIKO
ITepIBarAov uabnoncg mmou
ITOOQYEI TNV TTAQICIWUEVN KAl
Biwuartikn uabnon” (o€A.1).
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O opo¢ Tawxvidtl otov 210 atwva

Emiong, o Clarke ka1 aANoi (2017)
glonyouvTal OTTWG N uAdbnon ue Baon 1O
TTaixvidl  €ival  PIa TTPOCEYYION  TTOU
AVOQPEPETAI OF:

“ornv uioBéTnon Twv
TaixvioIwV WS oUTTNUATWYV Vid
TNV avamapaoracn Kai
TTOO00UOIWCN TWV
IToayuaTikwy ouvenkwyv {wng,
TN &1a000N YVWOEWYV Kal
NOIKWV uabnudrwv Kai yevika
THV avarmruén t1nNC KOIVWVIKNG
e€EAIENC” (o€A. 73).
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Mawxvidomoinon kat paénon pe Bacn.to ﬁ
TTawxviol |

MapdAo 1Tou o1 6pol udénon pe Bdaon To Traixvidl Kal TTaIXvIOoTToinon XPNOIYOTTIoIoUVTAl CUXVA oAV
OUoIOI, UTTAPXOUV KATTOIEC BIAYOPEC. ZUUPwva Pe Tov Tandon (2017):

"2Tnv ualnon pe Baon ro mwaixvidl, 1o TAIX VIOl QTTOTEAEI UELOC TNS LaBNCIakAS OIadIKaaiac.
Epapudleral o€ mitredo mPoiovTog, o€ uabnua, evornta n 6éua, yia va EKTTANPWOEl EVav OUYKEKPIUEVO
uabnoiako oréxo. O ardxoc ival va BonbnBouv o1 eKTTaIOEUBLIEVOI va KATAVOHROOUV uia évvoia, va
UABOUV uIa CUYKEKPIUEVN IKaVOTNTA i va EAEyEouv ThV Karavonon Twv yadntwy o€ uia Evvoia (LéEow
aéloAdynong). 2tn uabnon mrou Bacilsrar aTo TAIXVIOI, TO TTEPIEXOLEVO TTOU TTRETTEI VA KATAVONBEi
mapouaoialeral Ue 1n Jop@n EVOS TTaixvIOIoU, HECW XAPAKTNPIOTIKWY OTTWS N TTP000U0IWan, O
avTaywvIiouog, Ol CUYKPOUOEIC Kal oUTwW KABEENC.

A0 TNV GAAN MAcUpd, oTnv TaixvidoTToinon, n pabnoiakn o1adikaoia oTo OUVOAOS TNG LUETATPETTETAI O
raixviodl. Epapuoleral oto miTed0 TOU CUCTANATOC, OTTOU TO TTANPEC TTAIdAYWYIKO CUCTNUA ) TO
ouotnua diaxeipions udénong oxedialeral wg maixvidl. 2& aQuth TNV TTEPITITWON, TA OTOIXEIX TOU
TaixviOIoU UTTopouUV va ekOnAwBouv ue tn pop@n Beafeiwv f emmédwy Tou o1 uabntég mepvouv /
OUAAEyoUV W atToTéAeoua TS OAOKApwOonS uiag uabnoiaknc aoknong. "

Mnyn: Tandon, R (2017). 7 Frequently asked questions about gamification.
AlaBéoiyo oTo: https://elearningindustry.com/questions-about-gamification-7-
frequently-asked
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EpwTtioetg yia mpoBAnpATLONo

Mota vouLETE OTL ElVaL TA OTOLXELX EVOC KAAQ
OXESL0OEVOU TIALXVLIOLOU;

Tw¢ UTIoPOLY Ta TIaLXVvidla va Bondroouv Toug
100NnTEC va pabouy;

Toleg 6e€10TNTEC HTTOPOoLV va avamntuxbouv peoa
ATIO £VA TIALXVISOTIOLNUEVO TIEPIBAAAOV padnong
avaAoya UE To Opa Tou S10A0CKEDTE;

Elval KATAAANAEC Yia OAOUC TOUC MaBNTEC oL
SPOOTNPLOTNTEC LE Baon TO ALY VIS

RSl Erasmus+



—
—
=
Z
PRI
i
@®
=<

Euxaplotw!

EpwTNOELC;

Pl Erasmus+



A
@ NEET SYSTE
¢¢

Nnyég

Clarke, S., Peel, D., Arnab, S., Morini, L., Keegan, H. & Wood, O. (2017). EscapED: A Framework for
Creating Educational Escape Rooms and Interactive Games to For Higher/Further Education.
International Journal of Serious Games, 4 (3), 73-86.

Clarke, S., Arnab, S., Morini, L., Wood, O., Green, K., Masters, A., & Bourazeri, A. (2016, October).
EscapED: A framework for creating live-action, interactive games for higher/further education learning
and soft skills development. Available at:
https://pureportal.coventry.ac.uk/files/11916604/escapedcomb.pdf

Denning, T., Lerner, A., Shostack, A., & Kohno, T. (2013). Control-Alt-Hack: the design and evaluation of
a card game for computer security awareness and education. Available at:
https://tamaradenning.net/files/papers/ccs479-denning.pdf

Edwards, K. (2009). Traditional games of a timeless land: Play cultures in Aboriginal and Torres Strait
Islander communities. Australian Aboriginal Studies, (2), 32.

- Erasmus+


https://pureportal.coventry.ac.uk/files/11916604/escapedcomb.pdf
https://tamaradenning.net/files/papers/ccs479-denning.pdf

A
@ NEET SYSTE
14

Mnyeg

Schell, J. (2008). The Art of Game Design: A book of lenses. Available at:
http://www.aisacademics.com/wp-content/uploads/2017/07/GAD101-Introduction-to-Game-
Development.pdf

Prensky, M. (2001). Fun, Play and Games: What Makes Games Engaging Useful Resources. Available
at:
https://www.google.com/url?sa=t&rct=j&g=&esrc=s&source=web&cd=1&cad=rja&uact=8&ved=2ahUKE
wjVsc7zgl PhAhUHXoUKHRE3AVKQFjAAegQIBRAC&url=http%3A%2F % 2Fwww.marcprensky.com%2F
writing%2FPrensky %2520-%2520Digital%2520Game-Based%2520L earning-
Ch5.pdf&usg=A0vVaw03z1bVuxUfxRtafyplICnwe

Tandon, R (2017). 7 Frequently asked questions about gamification. Available at:
https://elearningindustry.com/questions-about-gamification-7-frequently-asked

Tang, S. & Hanneghan, M. (2015). Designing Educational Games: A Pedagogical Approach, /G/ Global,
181-198. doi: 10.4018/978-1-61520-781-7.ch008.

* X EraSmus+


http://www.aisacademics.com/wp-content/uploads/2017/07/GAD101-Introduction-to-Game-Development.pdf
https://www.google.com/url%3Fsa=t&rct=j&q=&esrc=s&source=web&cd=1&cad=rja&uact=8&ved=2ahUKEwjVsc7zqLPhAhUHxoUKHRE3AvkQFjAAegQIBRAC&url=http:/www.marcprensky.com/writing/Prensky%2520-%2520Digital%2520Game-Based%2520Learning-Ch5.pdf&usg=AOvVaw03z1bVuxUfxRtafyplCnwe
https://elearningindustry.com/questions-about-gamification-7-frequently-asked

y N
Lllﬂ' NEET SYSTE

[\||_|_ r

SYSTeM

JUGENDFORDERVEREIN A
m Parchim / Libz e.V. ‘ CAQDET
v\g e oioct

() HUBKARELIA r P~ Colloe

Perspective

sz CK B suec

EDUKATOR - F S E A .

ok, Co-funded by the
W Erasmus+ Programme

ol of the European Union movetla B

The European Commission support for the production of this publication does not constitute an endorsement of the contents

which reflects the views only of the authors, and the Commission cannot be held responsible for any use which may be made
of the information contained therein.

Project Number: 2018-1-DE02-KA204-005034

Erasmus+



