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Mawxvidokevipikn Mabnon (Games Based Learning)

YKOTIOG AUTNG TNG EVOTNTAC £ival TPoodloplopog Tou Games Based Learning
KAl N £QApUoyn ToU 0TO EKTTALOEUTIKO TTAAIOIO OTOV XWPOo TNG TPwToBAduLag
ekmaideuong.

Mpoodokwpeva Mabnolaka AmoteAEopata
> Na mpocdlopicete Tov 0po Maixvidokevipikn Mabnon (Games Based Learning)

> Na evtomicete TI¢ OlaopEC TNG xpnong Tou Games Based Learning o€ oxéon
pe to Gamification otnv ekmaideuon.

> Na Katavonoete mwe PTTOPEITE va epappoostal to Games Based Learning otn
dldackaAia ocag.

AE€eLc KAeLOLA: Mawxvidokevtplki Mabnon (Games Based Learning), Gamification




Elcaywyn

To Games Based Learning gival pla Texvikni mou €xel loax0ei OUVAPLIKA 0TO XWPO TNG
ekmaideuong. O Adyocg sival mpopavng: ol padntég pabaivouv dlaockeddalovtac HECW TOU
maixvidlou.

MoAAG NON TAXVIOIWY PTTopoUV va Xpnolpomotnfouy yla va mpaypatomolndei
TAXVIOOKEVTPLKI TTPOCEYYLION OPLOHEVA EXOUV TNV Hop@n EMTPATEWY TTAXVIOIWY EVW
AAAd €XOUV TNV HOPYN YNPLAKWY TAXVIOLWY.

2tnv NaixviooKeVIPIKA TTPOCEYYLON UTTAPXEL AUENHEVO KivNTPO TwWV HAdnTwy Tou
TTPOKAAE(TAL HEOW TNG EUTTAOKNAC OTO TALXVIOL.




Tt eival to Game Based Learning;

>

Mawxvidl kat pabnon pmopouv va cuvouaoTtoUV PHECW TNE TAIXVIOOKEVTPLIKAG
pHadnong. H pabnon autn amoteAEl pla KOGTPOUKTIBIOTIKN TTPOCEYYLON TTOU
ETITUYXAVEL TNV UAOTIOINGCN EKTTALOEUTIKWY OTOXWY HECW TOU TTALXVIOLoU.
[MoAAd NON YVWOTA TALXVIOIa TTOU XPNOLUOTIOloUVTAl YId EKTTAIOEUTIKOUG
AOYOUG Yivovtal eKTTalOsUTIKA EpYaAEia.

2T0 onpelo auto TG PEAETNG oag ival amapaitnto va OlaBdoeTe:

EKOME, (2021). Ekmaideutikog O0nyog yia tov Alebviy Mabntiko Alaywviopo
Anploupyiag Emtpameliou kat Agpnynpatikou Wnglakou Maixvidiou To
pHadnpua... mawxviol! EmpéAcia . Kupiwvng -A. Aaumada. Etoaywyn ogA. 11-15




[Motec ot dlagopeg tou Games Based
Learning & Gamification;

» H maixvOlOOKEVIPIKN HABNON £XEL OPICPEVEC ONHAVTIKES OLAPOPEC HE TO
Gamification ol omoieg oxetilovtal TOGO PE TOUG OTOXOUC HE TOUG OTTIOIOUC
ouvosovtal, e TNV ekmaideuon mou eEutnpeTouy, Pe To TEPIBAAAOV
uAOTTOINONC AKOPA KAl PE TA XPNHATA TOU amattoUVv woTe va UAotrolnbouy.

» 2TO ONUEIO AUTO TNG HEAETNG 0AC €ival amapaitnto va olaBAaoceTe:

» Al-Azawi, R., Al-Faliti, F., & Al-Blushi, M., (2016). Educational Gamification
Vs. Game Based Learning: Comparative Study. International Journal of
Innovation, Management and Technology, Vol. 7, No. 4, August 2016.




Mwc mpaypatomoleitat to Games Based
Learning otn 010acKaAla;

H sloaywyn tng MaXVIOIKEVTPIKAS HABNoNG amo Tov eKTTAIOEUTIKO ATTALTEL
mposTolgacia og Oldopouc Topeic. Ao tnv Evapén tng OldacKaAlag e tnv
oTOX00e0ia w¢ TNV UAOTIOINoN TOoU TTAIXVIOIoU amo pabnteg otny tagn.

JTO onpElo auto NG PEAETNG oag sival amapaitnto va olaBAoceTe:

» EKOME, (2021). Ekmatdeutikog Odnyog yia tov Atedbvi) Madbntiko Alaywvicpo
Anploupyiag Emtpameéliou kat Agpnynpatikou Wnglakou Maixvidiou To
pHadnua... mawxviol!! EmpéAcia 2. Kupiwvng -A. Aaumadd. KegpaAaia 1,2,3,4 &8.




Jupmepaopata

H maixviGoKeVTpIKA padnon eival Eva epYaAeio otd XEPLA TWV EKTTALOEUTIKWY,
KABwWC auEavel To ECWTEPIKO KIVNTPO TWV HABNTWYV, EVW YVWOELG KAl OELOTNTEC
ETTUYXAVOVTAl HECW TNG EMITEVENC TwWV TTPOOAOKLWY OTO TTALXVIOL.

Tooo ta ynelakda 0co Kat ta emrpamedla maxvidla pmopouv va amoteAECOoUV
epyaAsia pabnong yia va oAoKANpwOoUV ol EKACTOTE GTOXOL TTOU £XEL BECEL O
dldackovtac. MapaAAnAd HECW TWV TTPWTWY Ol HABNTEC ATTOKTOUV O£EIOTNTEC
TME.

H maixvidokevTplki pabnon aviamokpiveTtal TEPLOOOTEPO OTNY
KOVOTPOUKTIBLOTIKN TpocEyylon. Qotoco, Oa pmopoUce va TPooapHOCTEL 08 KABE
TTPOCEYYLION AVAAOYA HE TOV OKOTIO KAl TOUG OTOXOUG TTOU DETEL O EKACTOTE
EKTTALOEUTIKOG.

TEAoC pmopel va s@pappootel o OAa ta emimeda ekmaidcuong aAAd BpioKel
KAaAUTEPN £@appoyn otnv mpwtoBadula Kat otnv dsutepoBadpia AOyw tNng
TOLOTNTAC TWV CTOXWV.
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