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2TOXO0G TNG MEAETNG

H mmapouca peAETN €€eTdlel TNV agia Tou TraiXVvISIoU OTOV EKTTAISEUTIKO XWpPo, Kabwg Kal
TOV ONUAVTIKOTATO POAO TTOU duvavTal va dladpapaTtioouv ol oxXoAIKES BIBAIOOAKESG O0€ auTOv
TOV TOMEQ.

— EI0IKOTEPQ, €peuvdTal O TPOTTOC PE TOV OTTOI0 TO TrauXvidl ouuBdaAAel oTnv evioxuon Tng
HAONONG Kal KUPiwG TOUG TPOTTOUG E TOUG OTTOIOUG 01 OXOANIKESG BIBAIOBNAKES UTTOPOUV va TTPOAYOUV
TEPAITEPW TN dladikaoia auTh.




EkTrauidguTtika tTanyvidia

AUgNoN TNG CUMMETOXNG TWV HadnTwyv oT1n diadikaoia TNG HAbnong, KaBwg TTapEXoUV Pia

O100KEDAOTIKN TTPOCEYYION TNG EKTTAIdELUONG

BeATiwon TwV A1TOTEAECNATWY OTNH HABNON

AvVATTTUN KPioIHWYV BeEIOTATWY, OTTWS O CUVTOVIONOG, N AQWN aTToPAcEwy, N €TTIAUCN

TTPOBANUATWY Kal n dNUIoUPYIKOTNTA.

= AVTIJETWITION TG ATTOCTPOPNG a1Td TN MABNoN: TToAAOI pabnTéC Bpiokouv TN HAbnon
Bapetni  ATTOBAPPUVTIKN, TA TTAIXViOIA JTTOPOUV va BonBricouv GTNV QVTIMETWTTION AUTAG TNG
QTTOOTPOPNAC KAl va dWOOUV KivnTpo yia TN Jadbnon

- EvBdppuvon Tng ouvepyaoiag: ol padntég pabaivouv va gpyadovtal padi Kal va AUvouv

TTpoBAANATA WG oudda

vl




EvdelkTikeG £pevveg Ttov e€eTtalovv Tn xpnon
ALY VISLWV 0TV EKNalSgvo
Van Eck, R. (2006). Digital Game-Based Learning: It's Not Just the Digital Natives Who Are Restless. EDUCAUSE

Review, 41(2), 16-30
— MeAETN TToU €€£TACEI TTWG TA WN@IOKA TTAIXVIdIA UTTOPOUV va evIOXUOOUV Th JAGBnon Kal va eveappUvouv Th CUPHETOXA.

Yu, Z., Gao, M., & Wang, L. (2021). The Effect of Educational Games on Learning Outcomes, Student Motivation,
Engagement and Satisfaction. Journal of Educational Computing Research, 59(3), 522-546
— MeAETN TTOU €€€TACEI TTWG TA EKTTAIDEUTIKA TTaIXViIdIO €TTNPEACOUV TNV KATAVONON TwV JaBnudtwy Kal TTwg YTropolv va
TTpowBroouv Tn dladikagia padnong.

Khazaei, K., & Jalilian, N. (2015). The Effect of Educational Computer Games on Primary School Students
Achievement and Creativity. Information and Communication Technology in Educational Sciences, 5(2(18), 23-39
— MeAETN TTOoU BIEPEUVA TOV TPOTTO PE TOV OTTOIO TA EKTTAIOEUTIKG UTTOAOYIOTIKA TTaIXVidIQ ETTNPEACOUV TNV EKTTAIDEUTIKN £TTIOOOT)
Kal TN dNUIOUPYIKOTNTA TWV JadnTwy oTnv TTPWTORABUIa eKTTaIdEUON.

Sabirli, Zulkif Eser, & Coklar, Ahmet Naci (2020). The Effect of Educational Digital Games on Education,
Motivation and Attitudes of Elementary School Students against Course Access. World Journal on Educational
Technology: Current Issues, 12(4), 325-338
— MeAETN TTOU £peUVA TTWG TA EKTTAIDEUTIKA WNPIOKA TTaIyVidIa £TTNEEACOUV TN dIadIKACIa EKTTAIOEUONG KAl TV AVTIAnWN Twv
HaBnTWwV OXETIKA PE T padruaTa.




MNapadeiyyarta TTaiXvidiwyv 1TToU VIOXUOUV Tn HAaOnon

— [1poo@Epouv DIAPOPETIKEG HOPPES HABNONG Kal gival OXEDIAOPEVA VIO VA EVIOXUOUV TIGC YVWOEIG Kal
TIG OEEIOTNTEG TWV TTAIKTWY O€ dIAYOPOUG TOUEIG, TT.X. TN PEATIWON TWV PABNUATIKWY, TWV ETTICTNHWY,
TNG 10TOPIAG, TNG YAWOOOG.

Exkpadnon EEvwv YAwoowv

"Duolingo" kai "Rosetta Stone" — BonBouv Toug uadnTég va udbouv véeg YAWoOoES JEOw DIadPACTIKWYV
QAOKNOEWV

loTopia: Manon péow TwWV ETTOXWV

"Civilization" ka1 "Age of Empires" — yxpnoigotrololvTtal yia Tnv ekuddnon TnG 1I0Topiag Kai TNV Katavonon Twy
KOIVWVIKWV OIEPYACIWV

MaOnuaTtikn eKITaidsuon

"Math Blaster" ka1 "Coolmath Games" — oxedidoTnkav yia Tn BEATIWON TWV HABNUATIKWY SEEIOTATWY




2 XOAIKN BIBA10OAKN

H ZxoAIkj BIBA10BAKN £xEl WS 0TOXO TN 0THPIEN TNG BIOAOKAAIAG OTO ZXOAEIO.

— [NpokerTal yia éva SUVAHIKOG Xwpo, OTTou oI HadnTéG avaTrTuooouV OECIOTNTEG £EPEUVAG, AVAKAAUTITOUV
TN Xapd TNG yvwong Kal ETTEKTEIVOUV To TTEdIO TwV YVWOoEewV Toug (Baitodkng, 2010).

2T0 XWpo TwV OXOAIKWV BIBAIOONKWYV, TTapEXOVTAl OTOUG PABNTEC TTAOUCION EKTTAIOEUTIKOI
TTopol, BIBAIa, TTEPIOBIKA Kal TTAPAPUBIa TTou evioXUouVv TOCO TNV A@OCiwaon TOUg OTNV avAayvwaon
OO0 Kal TN YavTaoia TouG.




EKTTaI10gUTIKO TTaIyXVidl Kail 2X0oAIKN BiBAIoOAKN

O poAog Twv oxoAIKwyv BIBAIOONKWYV tival KPIOIWOG OTO TTAQICIO TNG EKTTAIBEUTIKAG d1adIKOTiAG.

O1 oxoAikoi BiBAIoOnKkovéuol

e TTOPOUV VA UTTOOEIEOUV dPaOoTNPIOTNTES KAl TTaIXViIdIO TTOU gival TTPOCUPHOCHEVA OTIG AVAYKEG KAl TA EVOIAQEPOVTA
TWV MaBNTWYV, TTPOCPEPOVTAG TOUG I TTAOUCIA EKTTAIOEUTIKN EUTTEIRIQL

®TTOPOUV Va TTAiCoUV €vav OnUAavTIKO POAO OTNV UTTOCTHPIEN TNS XPAONS TWV EKTTAIOEUTIKWY TTAIXVIOIWY OTNV
eKTTaidEUON KAl 0TN BEATIWON TNG HABNONG, TNG KIVNTOTTOINONG KAl TWV OTACEWY TWV HABNTWYV EVAVTI TWV HOBNUATWV.

H d100UvdE0n TOU EKTTAIBEUTIKOU TraiXVISIoU PE TIG OXOAIKEG BIBAIOONKEG deV TTPOCPEPEI HOVO
MIa €uxdpioTn €UTTEIPIa MABNONG, aAAG evioxUel €TTioNG T OXOAIKI) Toug €TTidoon, evBappuvovTag
TNV AVATITUEN YAWOOIKWY, KOIVWVIKWY KAl YVWOTIKWY OECIOTATWV.




2uvepyaoia BifAioOnkovopwyv Kal EKTTAIOEUTIKWYV

Mpokeluévou va eTmiTeuxBei 0 OTOXOG yIa TNV EVOUVANWON TNG HABNONG JEOW Tou TTaIXVIOIOU,
QTTAITEITAI N CUVEPYAOIO KOl N EVEPYR CUMMETOXN TOOO TWV EKTTAIDEUTIKWY OCO Kal TWV
BiIBAIOBNKOVOUWV.

— OI EKTTAISEUTIKOI PTTOPOUV VA AEIOTTOINCOUV TOV TTOAUTIMO TTOPO TwV OXOAIKWV BIBAIOONKWY yia va
ETTEKTEIVOUV TIG MOBNOIAKEG EUTTEIPIEG TWV POBNTWY TOUG, dNUIOUPYWVTAG TTPOCAPHOCHEVA PaBApaTa Kal
OpacTNPIOTNTEG TTOU GUVOUACOUV TO TTAIXVIOI JE TNV avAyvwaon Kal TV TEXvN.

— O1 BiIBAIOONKOVOMOI PTTOPOUV va TTPOowBrRoouV TTaixvidla Kal dpacTnPIOTNTEG TTOU OXETICOVTAl UE ThV
avayvwaon Kal TNV TEXvn, dNUIoUPYWVTAG évav EAKUCTIKO KAl TTOAUMOP@IKO XWPo uddnong.




NpakTikEG NMpooeyyioeig

‘Evag TpOT1TOG va ouvOuaoTEil TO TTaiXVvidl PE TIG dpaoTnPIOTNTES TWV
oXoAIKwV BIBAIOBNKWV €ival N dnUioupyia EKTTAIGEUTIKWYV
TTaIXVvISiwyv 1Tou Ba Bacifovtal oTo TrEPIEXOUEVO TWV BIRAiwv.

— O1 BIBAI0BNKOVOUOI KAl 01 EKTTAIOEUTIKOI UTTOPOUV VO CUVEPYAOTOUV YIA VO
avaTITUEOUV B1adpPacTIKA TraixVvidia Kal dpacTnpIOTNTES TTOU Ba
EMTTVEUOOUV TOUG PJaBNnTéC va diaBdaocouv Ta BIBAia Kal va e¢epeuvACOUY TO
TTEPIEXOUEVO TOUG.




EKTTa10€UTIKO Zevapio 1

MTTopei va dnuioupynBei Eva eKTTAIOEUTIKO TraiXVidl EYTTVEUOHEVO
atrd éva AoyoTeXVIKO £pyo TTou BpiokeTal oTn OXOAIKA BIBAIOBAKN.

— O1 yaBbnTég pTTopoUv va AUCOUV ypiPoug, va aTTavioouV O¢ EPWTACEIS KOl Va
TTaigouv pOAO TTPOCOHOIWVOVTAS KATACTACEIG aTTd TO BIPAIO.

— MTTOpOUV £TTIONG Va oXeSIAO0OUV Kal Vo dnuioupyRoouv KOAAS 1} GAAou €idoug
KAANITEXVIKEG DnUIoUpYieS e BAON TNV ICTopia TTou diIdBacav.




EKTTAIOEUTIKO ZEVAPIO 2

Mrropei va diopyavwBei BiIBAIo-kuvnynTé otn BiBAIOORAKN,
OTTOU 01 aBNTéG Ba avadnTrioouv ouykekpiuéva BIBAia N
TTANPOPOPIEG TTOU OXETICOVTAI PE TO TTEPIEXOUEVO TWV
BiIBAiwv.

— AuTO Ba TTpowdnoel TNV evepyod XxpRon TnG BIBAI0OAKNG Kal
TNV €OIKEIWON TWV HaONTWV pE Toug BIBAIoBnKovéoug,
TTOU PJTTOPOUV VA ATTOTEAECOUV XPHOIUOUG 0dNyoug TNV
avadnTnon TTANPOQOPIWV.




EKTTa10EUTIKO Zevapio 3

‘Evag GANOG TPOTTOG €ival N opyavwon BeaTIKwV eKOECEWYV
BiIBAiwv oTn BIBAIOBAKN, OTIC OTTOIEC OI JABNTECG UTTOPOUV VA
emAEéEouv BIBAia TTou oxeTiCovTal HE OUYKEKPIPEVA BEpaTa, OTTWG
TTEPITTETEIQ, PAVTATIA, I0TOPIA K.ATT.

— AuTé Ba TTpowBnoEl TNV avdyvwon Kal TNV avakaAuyn véwv BiBAiwv
TTOU Ba KEVTPIOOUV TO €VOIAQEPOV TWV HABNTWV.




Eptrdédia Kal TTPOKARCEIC OXETIKA ME TNV EVOWMATWON
TWV TTAIXVIOIWV OTNV EKTTAIdEUON

Avetrapkig TTpéoacn otTnv TEXVoAoyia: AuTO PUTTOPEI VA QVTIMETWTTIOTEN JE TNV AVATITUEN TTOAUPOP@IKWYV
TIPOYPANUATWY TTOU UTTOOTNPICOUV DIAPOPEG CUCKEUEG KAl UE TN dNMIOUPYia OXOAIKWY TTOPWYV TTOU OEV ATTAITOUV
aKPIPO €EOTTAIONO.

e AvtioTaon amod Toug ENTTAEKOMEVOUG, AOYW TTPOKATOANWEWYV. H ETTIKOIVWYVIQ KAl N EKTTAIOEUOT OXETIKA PE TA
OQEAN TWV EKTTAIOEUTIKWY TTAIXVIDIWV PTTOPEI va BoNBACEI OTNV QVTIPETWITION QUTOU TOU TTPORAANATOC.

e Xpovog Kal TTOPOI: N EVOWPATWON TTaIXVISIWY OTNV EKTTAIOEUTIKY d1adIKATia UTTOPEI va aTTaITEl TTOAU XPOVOo Kal
TTOpouG. O TPATTOC AVTIMETWTTIONG TNG TTPOKANCNG QUTAG Eival va XPNOIKMOTTOINBoUV UTTAPXOVTEG EKTTAIOEUTIKOI
TTOPOI KAl EPYAAEia, KABWG Kal va oUVEPYAOTOUV O EUTTAEKOUEVOI YIa TN dNUIoUPYia KOIVWV TTAIXVIOIWV.

e Emorrreia kai ac@dAsia oTo d1adikTUOo, WOTE va dIAcPAAICTEI N aoPAAEIa TwV PabnTwyv oTo diadikTtuo. H
eKTTai®EUON TWV PMABNTWV yia TNV aoc@alr Xprion Tou d1adikTUoU Kal N XPron QiATpwyv utropouv va Bonbrioouv
O€ QUTOV TOV TOMEQ.

e AgioAdynon kail pETpnon Tng amrédoong, WoTe va dIAcPAAICTEI N ETTITUXIA TNG EVOWNATWONG TWV TTAIXVIOIWYV

oTnNV eKTTAIOEUTIKN dladIKaaia.




2UHUTTEPAC AT

e H Jdiacuvdeon Tou TIAIXVIOIOU ME TIC OXOAIKEC PBIBAIOONKEC TTPOCPEPEI  MIA
OAOKANPWHEVN EKTTAIBEUTIKA TTPOOCEYYION, €UTTAOUTICOVTAG TNV EPTTEIPIA PMABNONG
Kal evOappUVOVTAC T CUMMPETOXHA KAl TNV QUTOVOUIa TwV MadnTwv.

e Méow aumi¢ TnG Oladikaoiag, Onuioupyeital £va  KAANIEPYNUEVO  EKTTAIOEUTIKO
TTEPIBAAAOV, TTOU TTAPAYEI SNMIOUPYIKOUG KOl OQUTOVOMOUG HaBnTég, £TOINOUG va
QVTIMETWTTIOOUV TIG TTIPOKANTEIG TNG OUYXPOVNG KOIVWVIAG.
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