INGAME — Gaming for Social Inclusion and
Civic Participation — A holistic approach for a
cultural shift in education and policy

Co-funded by the
Erasmus+ Programme
of the European Union

INGAME

Gaming for Social Inclusion and Civic Participation

Evnuepwtiko AgAtio N° 2, Iovviog 2021

elval To va HEVEL KAVEIG EVNUEPWUEVOG TIAVW
oe Bépata kol dpaocelg os Tomiko, Eupwnaiko
Kal Taykooulo eninedo kat va Stacdaliletal
and To KpAto¢ n eAeubepia ékdpaong Kal
EVEPYNC OUMUETOXNG TWV  TOAITWV  Of
SXETIKA ME THN EPEYNA Snuokpatikeg dtadkaoieg ANPng anodacswv
.:. yla tn BeATIWoN TWV TIOALTIKWY, KOWVWVIKWV KoL
»'a SYMBOAH TON ETAIPQON OLKOVOULKWY OUVONKWV TNG XWPAS OTnV omnoia

INEPIEXOMENO

Ano 1o Suvrovioth eTaipo

H ouykekpwuévn avadopd OCUVTAXTNKE OTO
mAaiolo tNg vlomoinong Ttou Eupwmaikol
€pyou INGAME (Gaming for Social Inclusion
and Civic Participation - A holistic approach for
a cultural shift in education and policy).
Anotelel éva amod ta Bacikd mapadotéa Tou
MNakétou Epyaociag (ME) 2 (Xaptoypadnon tou
Owoouotnuatog twv Avaykwv, [pakTtikwy,
Ouadswv Ztoxou, QDopéwv kat MeBodwv
Epyaoiag).

H €peuva mou mpaypatonol)dnke oto MAaioLo
Tou ME2 €xel WG PAOCIKO OTOXO TOV EVIOTIUOUO
KAAWV TIPOKTIKWYV HE QMWIEPO OTOXO TNV
Tepaltépw evioxuon kat PeAtiwon toug. H
OUYKEKPLUEVN avadopd, adopd 0 Ml
npoondBela avayvwplong Twv UPLOTAUEVWY
KEVWV Kal onuelwv mpog PBeAtiwon Ttwv
UODLOTAUEVWY TIPOKTIKWY UE Eudaocn otnv
gumAokn VEwv (18-35 etwv) oe Bépata mou
apopoUV OTNV €EVEPYO OCUMHETOXN TOUG OTa
KOWQ@, TNV KOWWVIKI EVOWHATWON KoL TNV
LoOTNTA TWV GUAWV.

H ocuppetox) Tov eTaipwv
CSI KUmpog

To 56% twv epwtnBéviwv €dwoav tov €€A¢
OPLOUO OTNV £VVOLA TNG CUUMETOXNG OTA KOLVAL:

Touv. Tlo OUYKeEKPLUEVA, OL VEOL TIOU
OUMMETElYaV oTnVv €peuva avédpepav OTL N
CUMUETOXN OTa Kowva pmopel va AdBel xwpa
HECO OO TN CUMMETOXN OE (0) TOALTLOTIKOUG
opyaviopoUg (B) ouAAoyoug (y) ekAoyEg
Sladpopwv  Popéwv (6) mapeldoelg (g)
davBpwrikoug 0opYyavIoUoUG (o1)
SadnAwoelg () ouMoywka oupPavta (6)
Slopaptupleg (1) YEVIKEG KPATIKEG EKAOYEG (K)
TOTILKO eninedo/0O¢pata TOTULKNAG
auvtodloiknong (A) dnuookonnoels. Eva 24.4%
TWV epwTnOévtwy elme OTL N CUMUETOXN OTa
Kowd adopd Tn CUUUETOXN TWV TOALTWV OF
Bépata avadoplkd He Eva YEVIKO OTOXO, OTIWG
TO «KOWO KOAO», «E&vav KOWO OKOToO»,
«amodAcEL ylo TNV Xwpa» Kal TNV «mpdodo
NG KOWwvViag» 1, UE €vav TILO CUYKEKPLUEVO
OTOXO0, OTIWC «I CULLETOXN OTLG EKAOYECY KAl N
«EvaoYOAnon We TNV TOATKA». T€AOG, TO
21.2% twv epwtnOéviwv avédpepav HETALL
OMwv (o) t™ Oouppetoxn ot «oofapa
mavidla» He KOWWVIKO TipooavatoAlopo (B)
Kaplo  amavinon, enovalapfdavovtoag tnv
€kppoon «TOANEC dopéc» Kkal (y) evepyn
TIOALTIKI)  OUMUETOXN, Xwpic  TEpALTEPW
ggnynon.

ano tn Danmar Computers

H €peuva mou SlevepynBnke oto mAaiclo tou
npoypaupatos INGAME ¢avepwvel OTL N
meloPnodia Twv epwINOEVIWV CUUHETEXOUV
EVEPYA OTOV KOLWVWVLIKO Bio kal og BEpata mou
adopolV TNV TOTIKH TOUG Kowvwvia. 2
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QmAvTnon oTo £pwTNUa «TL CNUAIVEL YIoL EGGC
N CUMUMETOXN OTO KOWA;» E€Kavav avopopEg
mou Oeilxvouv TN onuacia NG E€veEPYOUC
OUUMETOXNG OTNV  TOTIKN KOlwvia, OTLG
€EKAOYEG, ylo €BgAovTikoUG okomoU¢ KTA. (yla
TIEPLOCOTEPEG AemTopépele PA. TOV Tivaka

afloAdynong).

Clizens' Participation and Decision
Making
54.5%

Participation for a single
purpase
242%

OL Tmeplocdtepol amMoO  autolG  €XOUuV
OUUUETAOXEL Ot SpAOEL;, OMWCG auBopuUnTES
OMOSIKEG CUYKEVTPWOELG O SNUOCLOUC XWPOUG
(flashmob), ekotpateie¢ evailobntomoinong
ota Kowwvika 6iktua, OSadnAwoelg o€
mAateleg, TPWTOPOUALEC OUYKEVTPWONG
uroypadwy, TIOPELEC, KOOLOTIKEG
Slapoptupleg oA autd davepwvouv Tn
B£Anon Twv VEwV va ival evepyol TOALTEG.

H épeuva €beite OtL 1000 oL véoL (n PBaotkn
opada otnv omola aneuBuvetal n €peuva) 600
Kal Stadopol popeic Bewpouv OTL N CUHUETOXN
oTa KOWaA €ilval TIOAU ONUOVTIKN Kal OTL gival
amopaitnTeg mMeplocotePeC MPWTOPROUALEG Kot
HEYQAUTEPN evnuéEpwoONn yla va evBappuvOel
TIEPALTEPW N EVEPYN CUPUETOXN TWV VEWV OTNV
Kowwvia. Ot CUPHETEXOVTEG dailveTal va lval
efolKELWPEVOL HE TIG VEEG TEXVOAOYLEG Kal
Bewpolv OTL auté¢ £xouv va maifouv
ONUAVTLKO pOAO OTNV EVIOXUOHN TNC CUUUETOXAG
VEAPWVY  NAlKLAKWY  opdadwv. OL  VEeg
TeEXVOAoyleg elval LEPOG TNG KAONUEPLVOTNTAG
HoG. XpnolpomnoloUpe o kaBnuepwvn Baon ta
NA£dwva KoL T TAUAET, Ta omola anoteAolv
ntnyn mAnpodopnong KaL EVUEPWONG MAVW OF
Sladopa Bépata. Méoa amnod tnv xpron Twv
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VEWV TEXVOAOYLWV UIMOPOUUE va €pBoupe ot
emadry pe AGA\oUG yla vo  eKGPACOUUE
anoPelg, va ouomelpwbBolpe yupw amod
KOWWVIKEC SpACELG KoL va SNULOUPYNCOUUE
pLo Kowvotnta. Ol CUMHETEXOVTEC avEdepay
VEVIKA OTL n TeXvoAoyla £xeL va TpoodEpeL
moAéGg  Suvatotnteg  mAnpodopnong Kot
OUUMETOXNC.

Kaunas TexvoAoyiko Mavemniothpio

ATO TOUC OUMUETEXOVIEG OTNV  E£pPEuvVA
INTNBnke va SLEUKPLVOOUV TL ONUALVEL yla
aUToUG N EVOOXOANON UE KOWWVLIKA B€paTta.

Kamole¢ amdé T OQmMAVINOE NTav ol
aKOAOUBEG: 1) €vag TPOMOC va BEATLWOOUUE TIG
{wéC pag 2) ouppetoxy oc  €BEAOVTIKEG
6paotnplotnteg 3) dpaon oto dnuodoo Bio 4)
OUUMETOXN Kol evacxoAnon oe Oladopeg
6paong yla tnv Kowwvikn aAAnAgyyuon.

OL ouppetéyovteg e€eldikevoav  Kal  TLG
EVEPYELEG TIOU TUOTEVOUV Tw¢ Ba mpénel va
yivouv yla va au€nBel n cuppeToyn Twv VEWV
evnAikwv oto Onuoclo Bio yevikd oAl Kot
€I0IKOTEPA OTNV EVAOXOANON HE KOLWVWVLKA
intiuata, oavadépovtag 1) OSpdoelg TmOUL
npowBouv pla Babutepn Katavonon tTwv cwv
SIKOULWHUATWY TWV VEWV YUVOLKWY 2) ATOULKEG 1
OMOOIKEC OpPAOELG OXETIKEG ME  dnuoola
intiuata 3) mpoPoAn mapadelypATWY Kol
TPOMWV UE TOUG oOmoiloug oL véol Ba
evBappuvovTol VO CUUUETEXOUV OTN SnuooLa
{wn 4) Ynolaka mayvidia mou Ba pipovvtal
OANBLVEG KATAOTAOELG.

Emiong, ol CUUETEXOVTEC AVEDEPAV TIOALTLKEG,
TIPOAKTLKEG KOl TTAPEUPBACELS yla ThV TipowOnon
NG KOWWVIKNG OUUHUETOXNG TWV VEWV, TNV
KOWWVLIKN cupmepiAndn kat v 1o0tnta Twv
dUAWV KaBWC KoL TO MWE UMOPOUV OUTEC val
BeAtiwOoULV. Tpelc OTOUG TTEVIE OUUUETEXOVTEG
otnv €peuva avapEpBnkav oe SPACELG OXETLKA
HE TNV LOOTNTA TWV GUAWV.
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AflOMoyeg elval Kal oL OXETIKEG avadopéC o€
OPLOUEVEC VEEC TEXVOAOYLIEC TIOU HUMOPOUV va
xpnowomnownBouv yla tn oulitnon Bsudtwv
OTIWG N KOWWVLIKN cupmepiAndn kat n wootnta
TwV GUAWV Ot TAyKOOULO eMimedo OMwe yla
napadewypa 1) ta ocoPfapd malyvidbla o€
€lKOVLKA TepLBalAovta pabnong 2) n €KOVLKA
TPAYUATIKOTATA KoL N Sltacuvdeon TG LE TNV
dnuoola {wn 3) n mapoucioon TMEPUITWOEWV
KOAWV TPAKTIKWV otnv aAndwn lwn 4) ta
Pnodlakad ekmaldeuTika matyvidia.

OAn autn n €peuva gival HEPOC TNG AVATTTUENG
evog Pndlakol mavidlol Tou ovoualetol
INGAME kot To omoio Ba €emutpémel otoUug
XPNOTeG va pabaivouv péoa amno mpooopoiwon

gunelplwy, BOa evioxUEL TNV KPLTIKR OKEYN
MAVW OFf KOWWVLKA KOl TIOALTIKA InTrpata
OAAQ KOL TIG KOWWVLKEG S€ELOTNTEG QLUTWV TIOU
Ba 1o mailouv evw Ba evBapplvel Kol TO
evbladépov  yia  ouMoyikp  Spaon. Ot
OUMMETEXOVTEC OTNV £peuva avédepav EMIONG
nws 1) elvat onuavtikd va eival To moyvidt
OPKETA ONMAO WOTE OKOUN KOl KATIOLOL XWPLG
dlaitepn eumelpia oe té€tolou eidoug malyvidia
va umopoUV va Tepvave Ta  Siadopa
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elval og éva neptBaiiov PpAkd mpog To Xprotn
4) mpémel va elvol eAKUOTIKO 5) mpémel va
Baoiletat oe enineda 6) Oa pmopouvoe
evOEXOUEVWG VO EVOWMOTWVEL  ELKOVLKNA
payUaTkoTNTa Kot 7) Ba mpémel va eivat
CUUTEPLANTITLKO KOlL EUXAPLOTO.

H ovuvéxelo oto emouevo
gvnuepwtixd Seitio...

https://ingame.erasmus.site/

@ https://www.facebook.com/InGame-project

{@’ https.//www.instagram.com/ingame project

enineda 2) npénet va sival dStadpaotiko 3) , https://twitter.com/IngameProject

TPEMEL VA
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