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TXETIKA ULE TO TTAUXVIBL

H MPOOAOX TOY MAIXNIAIOY
INGAME Tteplypapio TTEPLEXOUEVOL

H opada tou Ekmatdeutiko Opihou AvatoAia (EOA)

MPOTEWVE OTOV  €TIKEPAANC TOU £pyou, TO
Maverotnuo TG ZaAapdvka, tn duvatotnta va
CUMTEPAABEL ML OCUMPBOUAEUTIKN)  EMLTPOTA
dottntwv tou KoMAeylou mou Ba Ponbroel otnv
avamntuén tou makétou gpyaociag 3. O emkedaAng
ocupdwvnos Kal auty TN OTyun €xoupe &vo
oUMPoUAeUTIKEC ouadeg eBeloviwy doltnTwy (pia
oto KoAAéylo AvatdAla kal pia oto Movemiotiuo
™G ZoAapavka) oTLg onoleg €xouv &N e€nynBel ta
napadotéa tou €pyou. OL dottntéc cupBaiiouv
OTOUG TOMELG evdladEpoOvTog TOU €pPYOU Kal OTO
oxebLaopo Twv Nedlwv dpdong kal epyalovrat pall
LLE TOUG €PEUVNTEG yia TN Snuoupyia tou INGAME.
IXETIKA Me To B€pa auTo, oL epeuvnTpleg Tou Opihou
Avatoia (KupLakidou Kol MNatoapika)
napouciacav TNV epyacio pe titho: "Ingame:
Enacting Youth Citizenry through Serious Gaming"

oTo0 OUVESPLO TNG Eupwmnaikng KolvwvioAoyikng

‘Evwong tov ZemtéuPplo tou 2021.

ANANTY=H THZ AOHIHZHZ KAl
EMINEAQN TOY MAIXNIAIOY

TQN

Ye ouvewwdnon e tov EOA, tnv opdda sotiaong
(twv dottnTwv) kat to CSI, n ZB&V enefepydotnke
MANPwWC tnv adnynon tou mayvidol yla ta €L
emleypéva Béparta: 1. wotnta twv ¢vAwv, 2.
exnaibevon, 3. Kowwviky €évtagn, 4. aoTKA
Sapiwan, 5. meptPBarlov, kKAlpa kat Blwotpotnta, 6.

(Tp€xovta Kat emavalappavopeva) maykoouLa
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{ntAuata, kKol Omou xpeldletal, HOKpOMpoBeoua

HeMoOVTIKA  oevaplo. KaBs Béuo  amoteAsi
TOUTOXPOVA KOl £va eTtimedo TayvidLoU Tou PEMEL
va oAokAnpwoel, oupnep\appavopuevwy

(mpooBetwv) epwtioswv afloAoynong. EEaAAoU,
T(POKELTOL YLOL £VOL EKTIALOEUTLKO TOLYViL...

MpbdBeon tou mavidlol elval va odnynoeL otnv
gvaloBnrtomnoinon npoodépovrag mAnpodopleg kat
YVWOELS MEOW TIPOKANCEWV Kal oAAnAemidpaonc.
Oa mpoodEpel eMiong pwTNOELS avolytol TUTOU
OXETIKEG e Ta Oparta kal Oa kalel Tov maiktn va
npoBAnUaTIOTEL KAl v HOLPOOTEL  TOUG
npoBAnUaTiopoUg Kol TG 6és¢  TOU e

cuvopnAikouc, ocuyyeveig r/kat cuvadéldouc.

H 8éa eival emiong otL to mayvidL pnopet va maytel
HE Toug doltnTEG Kot Ba MpoodEPEL EUKALPIES yLa
TIEPALTEPW

ouvlntioswv  Kal

gupadbuvon
Slepelivnon.

v/

H dnuoupyia mayvidlwy sivat gl eukatpia yia tny
OUTOKTNGON TIPOKTLKNG EUTMELPLOC KOL TNV TAUTOXPOVN
olkodounon TOAUTIMWY yvwoewv. Ta Pndlokd
mayvibLa Ue tn popdr EKMALSEUTIKWV f EUTIOPLIKWV
navdlwy pe  Sdaktiky kabodnynon  €xouv
WOlaitepa Betikn emidpacon ota padrpata otnv Tagn

f KOTA TN SLapKeLa eEWaXOAKWY §paoTNPLOTATWV.
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Me tn owot) xpnon, Tétold Tavidla yla
EKTTALSEVUTIKOUG OKOTIOUC, ITOPOUV Vo TtpoodEPouy
kivntpa mou Sladopetikd Ba rtav Suokolo va
gmtevxBolv. Auotuxwg, oL SuvatoTnTEG OUTEG
TAPAPEVOUY UTIOTIUNMEVEG TOoo otn BiBAoypadia
000 Kol Ot ebopUOCUEVA €pya, €VW OvTLOTOLYO
mavidla, onwcg mapouactdlovtal and To £pyo
INGAME, purtopouv va xpnotpornotnfouv He emtuyia
w¢ PEBoSog Sldaokaliag. Autd eival iaitepa
onpavtiko otn Stdaokalio svaicOntwyv Bspdtwy n
Bepdtwv Tou oyetilovtal MeE TRV avOpwrvn
ouuTEePLPOPA ) TN SLATIPOCWITLKN ETLKOWVWVLA.

O naiktng, pe to poAo evog avBpwrmoeldolg apatap,
elval oe Béon va evioxloel TV eualcOntomnoinon
TOU/TNG  QVTIMETWTI{OVTOG  KOTOOTAOEL( TIOU
avaAuouv 1 oulntolv tnv avBpwrivn ¢uvon. O
EKTIALOEUOEVOC EXEL TNV EVKALPLO VO AVTLETWTTLOEL
OTOXEUUEVEG EPWTNOELG HE EAKUOTLKO TPOTIO Kal
outo Ba pmopolos va eival éva amOTEAECUATIKO
epyaheio elte yLa kamolov mou mailel pévog tou elte
poll pe aAAoug ekmaldevopevoug, evBappuvovtag
oulnTAoELG yla ta BEpata mou mapouoctalovral.

https://ingame.erasmus.site/

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

@ https://www.instagram.com/ingame project

, https://twitter.com/IngameProject
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