Tupupetoxn oto Evpwnaiko Npoypaupa Madnolakn Kwvntikotnta

Atopwv Erasmus+KA1 - Anpotiko IxoAeio ArtoctoAovu BapvaBa

‘Evag amnd toug uno €udaocn otoxoug oto AnpoTiko IxoAeio AnootoAou Bapvafa yla
TN oxoAwKn xpovid 2018 — 19 Atav n avantuén oToug LabnTEg TwV KOAWY cuvnBeLwV
TOU pualou.

OL «kaAég ouvnBeleg Tou puadou» eival 16 cuumepldpopeég, mou xapakinpilouvv
€€uTvouc Kal Slakekplpévous avBpwroud. Eival de€lotnteg mou oxetilovtal aueoa
ue tn lwn kol eival amapailtnte¢ ywa tnv emiluon MPOPANUATWY Kal TNV
QMOTEAECHATIKI) CUMUETOXN OTNV Kowwvia. Mpodyouv Tov oTpatnyLlkd cUANOYLOUO,
v ofudépkela Kol SlOPATIKOTNTA, TNV EMMOVH Kal amodacloTKOTNTa, TN
SnuloupylkOTNTA KAl TNV avantuén mowkilwv Selotntwy. Mapéxouv ota ATtopa
IKOVOTNTEC Yl VO OVTLUETWTIIOOUV KABNUEPLWVEG KATAOTAOEL TNG I(WNAG va
OVTATIOKPLOOUV OE KOLWVWVLIKEG TIEPLOTACELG KAl va KlvnBoUv e tpomo mou Ba Ppépel
BeTika anoteAéopata os KABe MPoomAabeLd TOUG.

To oxéblo dpaong mou aventuée to oxoAelo mepleixe mMolkiAeg koL evolapEPOUOEC
Spaoctnplotnteg, oL omoieg edpoapudotnkav amd OAOUG TOUG EKTTALSEUTIKOUG
CUOTNUOTIKA KOl OpyavWwUEVA Kal eixav otoxo va avantuéouv ota matdld epedpLKES
OTPATNYLKEG €miAuong TPOPANUATWY, Yyl va  ovTlHETwiilouv TpofARuata,
SI\AUUATA KOL KATAOTACELG TTIOU AMALTOUV AnopAoELC.

2to mAaiolo tou Eupwmnaikol Mpoypdpupato¢ Mabnolakng Kwvntkotntag ATouwy
ERASMUS+ KA1l», téooepelg ekmaldeuTikol tou Anuotikol XxoAsiou Amootolou
BapvaBa ocuppeTelyav o mpoypappata enipopdwong pe Béua tov uno Eudoaon
0TOX0 ToU oXoAgiou: «Avamtuén KaAwv ocuvnOeLwV Tou PUOAOU». M0 CUYKEKPLUEVAL
CUUMETE(OV OTO OgULVApLA:

Problem solving and decision making

To ogpLvdplo eixe otoxo va ePpoSLACEL TOUC CUUMUETEXOVTEG UE TEXVIKEG ANNg amodaong
HEOW  KPLTIKAG oKEYPNC Kkat Snuoupylkng emiluong mpoPAnudtwv.  Emupdodeta,
TIAPOUCLACTNKAV TPOTOL GUCGTNHOTIKNAG 0VAALoNG TTPOoBANUATWY, £T0L WOTE Vo EemepacTtolV
gundSla TOU oTEPOUV TOV SNULOUPYLKO TPOTO £mMiAUoNG Toug. TEAOG, TPOUGLACTNKOV

TPAKTLKEC AUOELG e aglomoinon tTng Snuioupytlkotntoc.



Creativity in the classroom in theory and in practise

Méoa amnod auTtod TO OEULVAPLO OL CUMUETEXOVTEG EKTIALOEVTIKOL Elxav Aeon eUMELpla
HE SpOOTNPLOTNTEG TOU QAVONMTUCGOOUV TNV KPLTIKA Kol Snuloupylkn okéyn kat
KATEOTNOOQV LKAVOl, WOTE VA KAVOUV Ta MABAUATA TOUG TIo OSNULOUPYIKA,
evéladépovta Ko EAKUOTLKA.

Gamification - Intelligence games and brain teasers in the classroom

To oOgpwvaplo aUTO ETKEVTPWONKE otV evepyd HABNnon. OL CUUUETEXOVTEG
ekmaldevTikol €uabav Mwg va opyavwoouv To PABNUA TOUG, LLE TILO €VEPYO KOl
OUVQPTIOOTIKO TPOTO, €0TLALOVTIAC MPWTIOTWE OTNV TIO €vepyd HABnon Kal otn
pnabnon péow matyvidiou.

Encouraging Creative Thinking

To ogpwvaplo autd epobiace TOUC EKMALSEUTIKOUG HUE KALVOTOUEG peBOdoug, ol
omnole¢ Ba Toug BonBricouv va avantuéouv Tn dnULoupyKOTNTA 0 OAa T SLOAKTLKA
avTike{peva tou AvaAutikoU MpoypappaToG.

H ouppetoxn ekmaldeUTIKWVY TOU OXOAELOU pag o€ eMUOPPWTIKEG SPAOCELG, LECW TOU
npoypaupatog Erasmus+ KA1, tav pia povadikn sukalpla ylo to oxoAeio pag va
BeAtlwoel TG MeEBOSOUC Kal TPAKTIKEG Tou edapuolel. MNépa Twv TECCAPWY
EKTIALSEVUTIKWY TIOU  eTpopdwOdnkav, €ywve Sldxuon NG yvwong Kol OTouG
UTIOAOLTIOUG EKTTALOEUTIKOUG TOU OXOAElOU HE TIAPOUGCLACELS, Slapolpacud Tou
UALkoU, ouvllbaokaAieg kol mapakoAouBnoelg pabnuatwv. EmumpdoBeta, n
OUUUETOXN TWV EKMALSEUTIKWY O TETOOU €ldoug emUOoPPWTIKEG SpAOELS
dnuloupyel yédupeg emikovwviag Kal cuvepyaoiag pe cuvadéAddoug kat oxoleia oe
OAAEC EUPWTIAIKEG XWPES, AVTAAAACCOVTAG EUTIELPIEG KAL TIPAKTLKEG, SlEUpUVOVTAC
£T0L TOUG OpL{OVTEC TOUC.




