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INTRODUCTION
TO CODING AND ROBOTICS
WITH ARDUINO

EAAHNIKH AHMOKPATIA

‘BIODANTOT"

- Erasmus+ oroNoe

BEBAIQZH

Bepawdvetat 6tin/o KATEPINA TXAMOYPH, eknatdeuTik6g KAASOU ------- , TIapakoAoubnoe |e srnituxia To ospvdpto pe BEpa
«Arduino»

Tou dlopyavwbnke ané tnv EBvikY Ynnpeoia YnootrpiEng eTwinning oty EAAGSa os cuvepyacia pe to MaveAArvio
Zx0oAko Aiktuo, To MNaveruotripio Awyaiou, to TEI Autikrig EAAGBag, Tnv EAANnvikr Evwon yla tnv A&tonoinon twv TMNE otv
Exnaideuon, to Epyactpio MNponypevwv Mabnolakwv Texvohoytwv otn Ata Biou kat E§ Anootdoswg Eknaideuon [E.ALLB.E.A]
Tou MNadaywykou Turpatog A.E, Mavemotnpiou Kpritng kat 1o Epyactriplo nmponyHEVWwY EQApHoywV KLVNTWY CUCKEUWY Kat
eknadeuTikwv epappoywv, AETMA tou TEI AvatoAtkriig Makedoviag kat ©pdkng.

Twinning

To oepvapLo uAomnotrenke, £§ oAoOKAjpou, ané anoéotaon, Kata to dtactnua 1/4/2019 - 2/6/2019 péow TNng
nAatrpoppag tnAeknaideuong http:/seminars.etwinning.gr kat eixe didpkela 35 wpwv

H/O eknatdeutikog UnEBAAAE GAEG TIG analtoUpeVEG dPACTNPLOTNTEG.
Zupog, 3-6-2019

YneuBuvog tng dpdong eTwinning yta tTnv EAAGSa
AleubuvTiig AtleBuvong MaveAArjviou ZxoAkou

O unelBuvog dlopydvwong Tou oepvapiou

Awctuou & Awkt. Texvohoywwov ITYE Nikog T{iuénouiog
Ap. MidAng Mapaokeudg
um\,,m // L)

EAAHNIKH AHMOKPATIA

“BIOBANTOT"

- Erasmus+ ooooyee

BEBAIQZXZH

BeBawvetat 6t n/o KATEPINA TEAMOYPH, exnatdeutikég kAGdou ------- , lapakoAoUBnoe pe smtuxia 1o oepvdplo pe BEpa
«EKnatdeutikn PounoTtikn»

Tou dlopyavwbnke ané tnv EBvik Ynnpeoia YnootripiEng eTwinning oty EAAGSa oe cuvepyaoia pe to MaveAArjvio
Z)0AkoS Aiktuo, To MNaveruotripo Atyaiou, To TEI Autikiig EANGBag, Tnv EAAnvikr] Evwon yia tnv A&lomnoinon twv TME otnv
Eknaideuon, to Epyaotripto Mponyugvwy Mabnotakwv Texvoloytwy otn Ata Biou kat EE Anootdoswg Eknaideuon [E.AlLB.E.A]
Tou MadaywykoU Tprpatog A.E, Maverotnpiou Kpritng kat To Epyactriplo MponyHEVWwY EQapUoywyV KVNTWY CUCKEUWV Kal
eKNABeUTIKWY epappoywv, AETMA tou TEI AvatoAtkriig Makedoviag kat ©pdkng.

To ospwvaplo uhomnotridnke, €§ oAokArjpou, andé anéotaocn, Kata 1o diactnpa 14/1/2019 - 17/2/2019 péow NG
nAarpoppag TnAeknaideuong http:/seminars.etwinning.gr kat eixe diapkela 45 wpwv

H/O eknatdeutikég uNEBAAAE OAEG TIG anatToUpeveg dpacTnNELOTNTEG,.
Zupog, 3-6-2019

Yneubuvog tng dpdong eTwinning yla tnv EAAGSa
AteubBuvtrig AteBuvong MaveAArjviou ZxoAlkoU
AwktUou & Akt. Texvoloywiv ITYE
Ap. Mixding Mapaokeuag
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O unelbuvog dlopydvwong Tou oepvapiou

Nikog T{iponouAog



DIGITAL GAME-BASED LEARNING & AUGMENTED REALITY
FOR SCHOOLS

DUBLIN, THE 12"TH OF AUGUST, 2019




WHOIAKH FENIA:
XPHZH THZ TEXNOAOTIAZ ATNO EOHBOYZX

To é1adikTuo eival adlapudLoBrTNTA TO TILO CUVOPTINOTLKO Kol OLOPACTIKO UEGO OTNV
LoTOPLN TNG AVOPWTIOTNTAG, UE ATIIOTEVTEG OUVATOTNTES EVIEPWOT)G, EKTIAIOEVONG,
Juyaywyiog Kot ETIKOLVWVIKG.

KaBwg dev uttdpyouv opLa otnyv kP paon kol ot SPAoTNPLOTNTEG, TO SLOIKTUO
ATIOTEAEL EVOV KOGHO EAEVOEPiLNG, CUYYPOVWG OUWG KAl EVAV KOOMO TitBavwyv
adLe€0OwWV. ‘'OAa aUTA, ATTOKTOUV LOLAUTEPT ONUACia KOTA TNV Ttodikn Kot €dn ik
NAKIX AOYW TWV AVOTITUELNKWV YUPOKTNPLOTIKWY KL LOLULTEPOTNTWY, TNG ERPUTNG
TIEPLEPYELNG, TNG TIAPOPUNTLKOTNTAG XAAX KOL TG POTING TIPOG TNV UTIEPBOAN.



XPHZIMOMOIQNTAZ MAIXNIAIA 2TH MAOH2H
MAOH2ZH ME BAZ2ZH TO MAIXNIAI
(GAME-BASED LEARNING - GBL)

H naBnon yivetal p€ow mpaéng, Le EEXTOMIKEVOT), ALEDT)
avatpododotnon, EVEPYT] AVaKAAUYN KoL VEX ELOT] KATAVONONG.

Ta Troyviolo OLBETOUY YA PAKTNPLOTIKA [LE TOL OTIOIO OL CUYYPOVOL oBNTES —
oL «PNPLOKA YNYEVEIGH - ElVaL EEOLKELWMEVOL UE TO OLUOIKTUOKA EPYOUAELQL.

Emtiong, e§loou onuavTIkn PE TO OLOOKTLIKO TIEPLEYOLEVO ELVOL 1] EOWTEPLKN
nopokivnon —n ptAopadeLa.



MAIXNIAOKENTPIKH MAOHZzH
GAMIFICATION

H oy vidokevtpikn pabnon sivain
100 TOU va tpooTiBevtal otoLyeia
TIOLY VIOLOU O€ L0 KATAOTOOT) «JN)
oy vidLou». Avtopuolfn} twv
XPNOTWYV YL OPLOEVEG
OUMUTIEPLDOPE.

MAOHZH BAZIZMENH ZE MNMAIXNIAI
GAME-BASED LEARNING

> € avtiBeon e TV Moy VIOOKEVTPLKT),
N nadnon Baciopévn oto Tayviol
OX€TLCETAL PE TN X PTIOT) TIOLYVLOLWV
yla TV evioyuon g pobnotakng
gUTIELPLOG.



[MTAPAAEIT MATA TAIXNIAIQN NMOY EXOYN
2XEAIAZTEI I' A EKIMTAIAEYTIKOYZ2 2KOTMNOY2

EKTILOEVTLKY)
TPOTIOTIOLNMEVY) EKOOOT
tou Kerbal Space Program,
TIOL TIPOCPEPEL L
TIPOCEYYLON XU MNAWY
OTIOLTCEWV YL TNV
€EEPEVVNOT TOL SLACTILOTOG

emBpaBevel Tig
YVWOELG TOU TIAUKTY)
OTNV KAQGIKY]
AoyoTteyvia.

To dwpeav oy vidl pe
KOPTEG ELOAYEL TOUG
naOntég otnv Evpwmaikn
TLEPLPEPELOKT] TIOALTLKY.

SnpovpyriOnke yia va
evOappUVEL TIPOKOLVWVIKEG
ocupmepLPopEG o€
KOTOOTAOELG EKPOBLooU

genduoei {wr] oe OAx Ta SIOAKTIKA
OVTIKEIMEVA, JLE EKATOVTAOEG

$Onvotepo amnod to
Kavoviko Minecraft.

. Eivau emtiong

MTTOpEL v
CwvTtaveéyelTo
MaOnpua tne lotopiag
OXETIKA PE TN
Slopdyn otn Méon
AvaTOAN.

OLYXWVEVEL TA
MOONMOTIKA KOl TN

duoiki
dpaotnpLotnta



https://kerbaledu.com/teaching
https://eu.usatoday.com/story/tech/gaming/2013/06/18/lexica-game-classic-books/2431337/
http://www.schoolempathy.com/
http://www.peacemakergame.com/
https://ec.europa.eu/regional_policy/uni/en/teacher-corner/
https://education.minecraft.net/
https://education.minecraft.net/class-resources/lessons/
http://www.jumpido.com/en/education/kinect/school/case-studies/sofia137

WVHOIAKA MAIXNIAIA

Ta YopoKTINPLOTIKA TIoU daviCovTal TILo OUVALIKA 0T YnPLoka TTaLyvidla

(xwpig LTS va onpaivel dTL avriKouv ATOKAELOTIKE o€ ouTd 1 epdaviovtal uTIoYPeWTIKG o€ KABE oy ViSL):

* AMEOT AAAX TIEPLOPLOMEVT] OLASPOOT) OE CUYKPLOT E N Yndlakd KivoroOntika
TIOLY VIOLOL OTTWG TO TEVLG YLX TIAPADELY QL.

* Avvatotnta dtayeipiong tng mAnpodopiag. Auto 1ou o Janet Murray amokaAel
£YKUKAOTIOLOLKT] TIOLOTNTA TWV YNPLOKWY LECWV.

* AUTOMOTOTIOINOT TIOAUTIAOKWYV OLAdIKAGLWV. QG ATIOTEAECA TO TIALYVIOL YiVETAL
EUKOAOTEPO OAAQ O TIALKTNG OTTOKAELETAL ATIO TIG ECWTEPLKEG TOU OLEPYACLEG YEYOVOG
IOV TILOAVA LELWVEL TNV EUTIELPIO TOU TTOLYVLOLOV.

* ALEUKOAUVOT] TNG ETILKOWVWVING METAED TIXLKTWYV ATIO OLOPOPETLIKA YEWYPAPIKA
OTMELX OL OTIOLOL HOLPATOVTOL L) CELPA KOLVWVIKWV YWPWV. To Ttatyvidt amo povo
ToL €EAAAOU Eival pLa popP1] KOLVWVLKOTIOIN ONG.

(Salen & Zimmerman, 2004)
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Interaction and '
feedback |

Clear, achievable
goals, rules,
measurable outcomes
and rewards



ENMAY=HMENH NMPAIrMATIKOTHTA
(AUGMENTED REALITY - AR)

TexvoAoyieg ov eTITPEMOUVY T {WVTAVN KOL OE TIPAYKTIKO X POVO
TIPOLOAY} TOU TIPAYHATIKOU TIEPLPBAAAOVTOG, EUTTAOUTIOHEVT) (ETTOVENMEVT)
O€ TIPUYMOTIKO YPOVO LE ELKOVIKEG ELKOVEG KUL TIANpodOopieg OUO0 1] TPLWV
OLOOTACEWY, LECW NAEKTPOVIKOU UTIOAOYLOTH

2uvoualovTaG ELKOVIKT KOl GUOLKY] TIPAYHOTIKOTNTA, Ol EKTINLOEVUTLKOL
ocuveyiouv va divouv 0Onyieg Kol TIANPOoPOpPLEG OTOUG LaONTEG, Kal
OTLONTIOTE £ENYOUV, £YOUV TNV LKAVOTNTH VA TO ETILOELKVUOUV TNV 1dLK
OTLYMY) OTNV TPAEN, KPATWVTOG TO EVOLAPEPOV TWV HaONTWV aAAX KoL
€EATITOVTOG TNV TIEPLEPYELN TOUG.



https://youtu.be/vDNzTasuYEw

TEXNOAOTIA ENMAY=HMENHZ NMPATMATIKOTHTAZ
AUGMENTED REALITY
2THN EKIMAIAEY2H

Evepyr] CUMMETOXT OTA LOOYjpOTO TOUG, ONULOVPYWVTAG Kot XAANAOETILO pWVTOG
TIEPLOCOTEPO, TIPOKELUEVOU VO ATTOKTNOOUV TIG KATAAANAEG EUTIELPLEG.

Me tnv teyvoAloyia tng Emauénuevng Mpaypatikotntog ol LadnTeg amoKTouy
gumeELpieg TTov Oa TOUG Y PNOLEVTOUV TIOAU TIPLY EEKLVT)GOUV TNV ETIAYYEALATLKT) TOUG
OTOOLOOPOpLAL.

2 XEOLAOTEG B uTtopoUV va ONULoVPYoUV AVTLKEIMEVA G€ 3D Oyl amtAd o€ pia 08ovn
UTIOAOYLO TN, GAAQ BAETIOVTOG TO TIPOLOV TIOU ETOLOCOOV TIPOCTA OTA LATLA TOUG OTTO
OAEG TLG YWVIEG, KL EYOVTOG TN OUVATOTNTA VO LAANAOETILOPOUV CE TIPAYHOATIKO X POVO
pnodi tov.



VIRTUAL REALITY (VR)
VS
AUGMENTED REALITY (AR)

H gikovikn] mpaypatikotnta (VR) gival pia teyvntr] mpoocopoiwon 1)
QVATIOPAYWYN EVOG TIPAYHOTIKOU TTEPLBAAAOVTOG 1) ULOG TIPAYUATIKNG CWNG.
Enitpemnel otov yprjotn va atcBavetal oav va BLWVEL TNV TIPOCOOLWHEVT)
TIPAYMOTIKOTNTA OTIO TIPWITO XEPL, KUPLWG E TNV TOVWON TNG OPOOTG KL TNG
QLKOT|G TOUG LE TN XP1rion ouokeun (headset).

H Auénpévn Npaypatikotnta (AR) eival pia teyvoAoyia tov a§LlOTIOLEL TIG
BeATIWOELG TTOU ONULOUPYOUVTOL ATIO UTIOAOYLO T ETIAVW GE L0 UTIAPYOUC
TIPAYLOTIKOTNTQ, TIPOKELUEVOU VA TNV KATAGTI)CEL TILO OUCLACTIKT] LECO OTIO TNV
LKOVOTNTO QAANAETILOPOOTG UE QLUTT)V.
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