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Ti givan Ta SLD;

EidIkéG pabnoiakég diatapaxég (SLDs), givar TTiong yvwoTEéG wg "duc™ dlatapaxEg,
OTTWwG duoAetia, duotrpatia, duoapiBunacia K.ATT. Eival diatapaxEg Tou onuaivel OTi ol
ETTITITWOEIG TOUG UTTOPOUV VA PETPIAOTOUV WE Tn Bepartreia, aAAG dev uTTopouV va
«BepatreutolVvy», KOBWG dev gival aoBéveleg. KaBwg utmropouv va Kavouv Thv
avayvwaon, Tn ypaer], TNV odiAia Kal Tov UTTOAOYIOHO TTI0 OUOKOAEG, KABIOTOUV TIG

OXOAIKEG BpacTNPIOTNTES TTIO OUOKOAEG yia Toug pabntég ue SLDs (MOOCDYys).

Oa pytropoucav Ta Bivreotraixvidia va fondoouv oTnv avartrTugn Twv

AKASNMAIKWY SEEIOTATWY TWV HadnTwyv pe SLD;

2TIG apXEG TNG OekaeTiag Tou 2010, PEPIKES EPYATIEG EXOUV TTPOTEIVEI OTI OI ETTITITWOEIG
NG BUOAEEiag aTIg IKavOTNTEG avAyvwaong Twy JadnTwy Ba puropoucav va avaipebouv
KAVOVTOG TOUG HabnTEG va TTaigouy €iTe TTaiyvidla dpdong €ite ypriyopa BivieoTraiyvidia
opBoypagiag. H peAéTn pe xprion Bivreotraixvidiwy dpdong dIatmioTwaoe OTI TO TTaIXVidl
augnoe TIG BECIOTNTEG TIPOCOXNAG TWV VEWV KOl TOUG ETTETPEWE va diaBdoouv
ypnyopoTtepa xdpn oTnv avdykn avdarrtugng KIivnTIKWwy OeEIOTATWYV Kal avTiAnyng yia va
Trai¢ouv 1o TTaIyVidl (Franceschini et al., 2013). AN TTpOypPAUPOTA OTOXEUOUV OTNV

Taxeia avayvwon o ouykekpipéva (APA, 2014).

QoT600, pia o Tpéo@aTtn HeEAETN (Luniewska et al., 2018) atréTuye va avatrapdyel Ta
QTTOTEAEOUATA TWV TTPONYOUUEVWY PEAETWYV. ZUPPWVA PE auToug, ouTe N dpdon ouTe
Ta @WVoAoyIKA Bivreotraixvidia fonBouv Ta TTaidid pe duoAegia va diafdoouv

KaAUTEPQ.
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TENOG, T TTEPICTOTEPA TTEIPAUATA PAIVETAI VA ETTIKEVTPWVOVTAI 0T OUCAEEIA, aAAG
AYVOOUV TIG AAAEG HaBNOIOKES DIATAPAXEG, EVW OEV Eival OTTAVIO I ATOUA PE Mia

pMaBnoiakn diatapaxr va €xouv Kai dAAn diatapaxr).

MeiveTe avolXToi OTIG OKEWYEIG TWV HABNTWYV

Ta BivreoTtraixvidla dev TTPETTEI va BewpouvTal payikd epyaAcia TTou Ba prTopoucav va
KAvouv TIG dIaTapax£G va e€a@avioToUV oUTE va BEPATTEUOOUV EVTEAWG TN BUCAEEia N
AAAEG paBnoIakéS dlaTapaxEs. TouTou AexBEvTog, gival TTIBave opIoUEVOI ATTO TOUG
MaBNTéC oag va alcBdvovTal TTIo Giyoupol YIa TV EKTEAECN OPICUEVWY EPYACIWY OTO
OXOA€i0, akOun Kal aTTAd va OUYKEVTPWOOUV, apou TTaigouv BivieoTraiyvidla. @a
MTTOPOUCE Va OQEIAETAI OTNV DIEYEPON TOU TTAIXVIOIOU ) XAPpN OTO YEYOVOGS OTI
BpiokovTal o€ £va TTEPIBAAAOV OTO OTTOIO £EviwBav ao@AAEic va TTpooTTadnoouv va
atToTUXOoUV. AAANOI PTTOpPEi va unv ailoBdavovTal 1o id10. MeiveTe avoixToi oTa oXOAIa TToU

AauBaveTe atmd Toug HaBNTEG OOG KAl OTIG ATOMIKEG TOUG EPTTEIPIEG!
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To épyo #Gaming4skills xpnuaTodoTrBNKE PE TNV UTTOOTAPIEN

NG EupwTraikg ETITPOTIAG. TO TTEPIEXOUEVO KAl TO UAIKO TOU
QVTIKATOTITPICOUV JOVO TIG ATTOWEIG TWV dNUIOUPYWYV Kal N
Emrpotm) dev putmopei va BewpnBei utrelBuvn yia oTTOI00ATTOTE

XPAON TWV TTANPOPOPIWY TTOU TTEPIEXOVTAI O€ AUTEG.

Kwdikég épyou: 2020-1-FR0O1-KA201-080669
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