NEPITPAMMA GEMATIKHZ ENOTHTAZ WAE64

1. TENIKA
IXOAH | ANOPQMISTIKON ENISTHMQN
MPOTPAMMA ZMOYAQN | WHOIAKES ANOPQMISTIKES ENISTHMES: ME@OAOI, EPTAAEIA,
NPAKTIKES (WAE)
EMINEAO SNOYAQN | METANTYXIAKO
KQAIKOZ OEMATIKHE ENOTHTAS | WAE64 | EEAMHNO ZMOYAQN | 30

TITAOZ OEMATIKHZ ENOTHTAZ

Avadudpeveg texvoloyieg Lotol kot Pndrakd rayvidia

AYTOTEAEIZ EKMAIAEYTIKEZ APAXTHPIOTHTEZ
O€ MEPIMTWAN TTOU OL TILOTWTLKEG UOVAOEC ATTOVEUOVTAL OE SLOKPLTA UEPN
ToU padnuarog m.y. AtaAééelg, Epyaotnplakéc AoKNoels K.Am. Av ot
TILOTWTLKEG UOVASEG QTOVEUOVTAL EVIAQ YLo TO GUVOAO TOU UaUaTOC
avaypate Ti¢ EBooUadIaEG WPES POPTOU KAl TO CUVOAO TWV TLOTWTIKWV
Hovadwv

NIZTQTIKEZ

QPEZ MONAAE2

ERSopadlaieg wpeg poptou: 21-23 wpeg x 13 efSoudadeg

285 10 ECTS

TYNOX OEMATIKHZ ENOTHTAZ
Yt Yrioxpewrtikri/Emidoyric/Kat’ emttidoyriv
UTTOXPEWTLKN

Erloyng

MPOANAITOYMENEZOEMATIKEZ

Agv uTtdpyouv poarmattol eva yla autn T O.E.

ENOTHTEZ:
FAQ23A AIAAZKAAIAZ ko | EAANVIKN
EZETAZEQN:
H OEMATIKH ENOTHTA
MPOZMEPETAI £E OOITHTEZ | Oxt

ERASMUS

HAEKTPONIKH ZEAIAA
OEMATIKHZ ENOTHTAZ(URL)

https://www.eap.gr/education/postgraduate/biannual/psifiakes-
anthropistikes-epistimes/topics/#psae64

KaBe OE €xeL emutAéov tov S1kO TNG XWPOo otov Pndlakd xwpo
exnaibevong tou EAN (https://courses.eap.gr/login/index.php), ue
eleyxouevn mpooPaon (xprion Kwdkou) yia ¢oltnTtEg/PpottiTpLeg
Kol SLEAKTLKO TIPOCWTITILKO.

2. MAOGHZIAKA ANOTEAEZMATA

Mabnolakd AntoteAéoparta

Meptypagovral ta padnolakd anoteAéouata tnG OF, oL CUYKEKPLUEVES YVWOELSG, SEEOTNTES Ka LKAVOTNTEG KataAArAou
EMUTESOU TTOU Ja AITOKTHOOUV OL POLTNTEG UETA TNV EMLTUXT 0AokArpwaon tng OF.

JuuBouAleurteite to lMapaptnuo A

o [lepypacpn tou Emumédou twv Madnolakwy AToTEAECUATWY yLa KATE E€va KUKAO artoudwv ouupwva ue Miaioto
Mpoodvtwv Tou Eupwnaikol Xwpou Avwtatng Ekmaibevang
o [lepypacikoi Asikteg Emunédwy 6, 7 & 8 tou Eupwnaikou MAatciouv lNpoaovtwy Awd Biou Madnong

kot Mapaptnua B

o [lepiAnmtikdg 06nyog auyypaprc Madnotakwv AloTEAEOUATWY

Me tnv grutuyr oAokARpwon aUTAG TG BEHaTIKAG EvoTnTag, ol doltnTtég/pleg Ba eival os Béon:

e va aflohoyouv kal va xpnotpomnotloUv ta Wnolakd Natxvidia otig WAE,
e va edpappdlouv abnynUATIKEG TEXVIKEG OTOV OXESLAOUO GUVOETWY SLaSPACTIKWY £pywV

WAE,

e va xpnotlpomololv PndLakd epyalsio kat eKMOLSEUTIKEG MAATPOPUEC YL VO
Snuoupynoouv PndLoka maxvidia yLo tThv avamtuén KOWwVIKWY Kot YAWOOoLKWY
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ETIKOLWVWVLOKWV Se€lotrtwy,

e va xpnotuornololv Ynoloaka epyareia KatdAnAa ya thv avartuén bnolakwv adnynoswv
TIOU Uropouv va aglomownBouv oe €pya WAE (m.x. Stadnpion, pouoeia, K.A.),

e va oxedalouv matdaywylkad oevapia mou Bacifovral otn Wndrakn Adriynon kat otn
Mouwyvidomoinon.

Fevikég IkavoTnTeg
NapuBavovtag unoWn TIG YEVIKEG LKAVOTNTEG TTOU TIPETIEL VAL EXEL ATTOKTHOEL O TTUXLOUXOG (OTTWGE QUTEG aVaypaQoVTalL aTo
MNapdptnua AutAwuatog kat napatidevral akoAovdwc) oe mota / moLEG ard auTtég armookonei n OF;.

Avadlritnon, avaiuon kat ouvIean SeSougvwy Kot SxebLaouoc kat Slayeipton Epywv

TIANPOYOPLWVY, LUE TN XPHON KAL TWV AIAPAITNTWY 2eBa0oudg oTn SLAPOPETIKOTNTA KAL OTNV TTOAUTIOALTLOULKOTNTA
TexvoAoyLwv SeBaoudg oto uotko neptBaAiov

lpooapuoyr o€ VEEC KATAOTAOELG Emtibelén KowwvIKrig, emayyeAuatikic ko nOikr¢ uneuBuvotntag
Afgn anopdoswv Kot evatodnoiac oe 9euata @UuAou

Autovoun epyaoia A0KNon KPLTIKAG KAl AUTOKPLTLKAG

Ouadikn epyacio Mpoaywyn tne eEAeUTEPnG, SNULOUPYIKIG KO ETTAYWYLIKIG OKEYNG

Epyacia oe btedveg neptBaAlov
Epyacia oe biemiatnuoviko neptBailov
Mapaywyn VEwV EPELVNTIKWV LOEWV

e Avaintnon, avdluon kal ouvBeon deSopuévwy Kal TMAnpodoplwy, KE TN XPHON KAl TwV
anapaitntwy TEXVoAoyLwv

e [lpooappoyn o€ VEEG KATOOTACELS

e ARYn anodpdacswv

e Autovopun epyaoia

e IxeSlaopog Kat Sltayeiplon Epywv

o  JeBaoudc otn SLadopETIKOTNTA KAL OTNV TTOAUTIOALTLOULKOTNTA

e [lpoaywyn TnG eAeVBePNC, SNULOUPYLKAG KAL EMAYWYLKAG OKEPNG

3. MEPIEXOMENO OEMATIKHZ ENOTHTAZ

ITOX0C TNG BEUATIKAC EVOTNTAG ELVAL VO ELOAYAYEL TOUG POLTNTEC/PLEG OTLG BAOLKEG EVVOLEG TNG
Pnolakng adriynong kat twv Pndlakwyv mayvisiwy. Itnv evotnta ¢etalovral adevog n BewpnTikn
TIPOCEYYLON TWV EVWOLWV ThG WndLakrng Adriynong (WA, Digital Storytelling — DST), tTng Mdbnong pe
Wndrako Mayvidt (MW, Games Based Learning — GBL) kat tng Mawyvidomnoinong (Gamification),
adeTEPOU N MPAKTLK Tou¢ edapuoyn ot WAE. 2to mhaiolo authg t¢ OF Ba mapouolactouv Ta
XAPAKTNPLOTIKA TNS WA Kat Twv PndLakwy mayvidlwy, ta matdaywylkd tToug odb£An otnv avamntuén
KOLVWVLKWVY KOl YAWOGLKWY LKAVOTATWY KaBwg Kat n 6€on mou SUvatal va 40UV wW¢ EKTTALSEUTLKA
epyaleia otig WAE. Oa mapouclootouy epyaleia kot mAatdOpUeg KATAAANAEG yLo ToV oxeSLaouo Kol
v avantuén bnolakwv adnynoswv kat maxviSlwy Kal ot pottntég/pleg Ba e€otkelwBolV pe Tn
xpnon toug. Téog, Ba culntnBel n avaykaldtnta ekmaldeUTIKOU oxeSLaopoU yLa thv évtaln Kal
XPon TWV TOPONMAVW EpYAAElwV O€ TIOLKIAO yVWOTLKA avTikeipeva twv WAE.

4. AIAAKTIKEZ kot MAGHZIAKEZ MEOOAOI - AZIONOTHZH

TPOMOZ NAPAAOZHZ o E€ amootdoswg ekmaibeuaon, n omola ouUmANPWVETAL
Mpoowro ue mpoowmo, EE amootdoews ano:
ekmalbevon kA 1 4 OpaSIKEG ZUUPOUAEUTIKEG ZUVAVTAOELC 4 WPWV N KABE
plo
®  TPOCWTILKA EMIKOWVWVLA Kal avotpododotnan, omou
XPELAleTal (CUUBOUAEUTIKOG pOAOG LeAwV ZEM)

XPHZH TEXNOAOFIQN | Auvatdtnteg twv TMNE aflomololvtal  otn  Pndlokn




NAHPO®OPIAZ KAI ENIKOINQNIQN
Xprion T.M1.E. otn AtbaokaAia, otnv
Epyaotnplakn Eknaibevan, otnv Emkowvwvio
LE TOUG QOLTNTEG

TAQTHOPLO COUrses ToU GUVLOTA €va cUYXPOovo TepLlBAilov
€€ amootdoew¢ padnong (A.X. xwpog Slaldyou Kol
UAoToiNoNG NULOUPYLKWY §paoTnpLOTHTWY).

Itg O xpnoluomoloUVTOL EPYAAELDl QTIOUAKPUOMUEVWV
ouvavtioswv (cisco webex) kat Aoylopikd mapouciaong
(tumou powerpoint).

OPrANQzH EKNAIAEYZHZ

Meplypagovrar  avaAutikd o TPOMOG Kot
uedobdot ekmaibevang.
Aalgéetg, Sepwvapla, Epyaotnplakry Acknon,
Aoknon  Mebdiou, MeAétn & avdAuon
BiBAloypagiag, @povriotiplo, Mpaktukn
(Tomo¥¢tnon), KAwwrn Acknon, KoaAAwteyviko
Epyacotiipto, Atabpaotikn Sbaokalia,
EKTTaUSEUTIKEG ETILOKEWELS, EKmtovnon UEAETNG
(project), Suyypan epyaoiac / epyactwv,
KaAAwteyvikn Snutouvpyia, k.Am.

Avaypd@ovtal oL wWpeG UEAETNG TOU @oLtnTr
yla kade padnotakr pactnplotnta Kadwe Kot
oL Wpec un kadodnyovuevnG UEAETNG WOTE O
OUVOAIKOG  (OpTOC €epyaciac o eminebo
eéaunvou va avtiotoyel ota standards tou
ECTS

. ®Doprog Epyaoiog

Apaoctnplotnta ESAMHNOY
3 022 (x 4 wpec) 12
2 eKTIOULOEVTIKEG 60
SpaotnpLotnteg (2 x 30
wpeg)
1 epyaocia eEaurvou 55
E€etdoelg 2
Atoputkny MeAétn (12-wpeg 156
x 13 eBdopadeg)
Z0volo $paptou OF (wpeg) 285

AZIOAOTHZIH ®OITHTQN
Meptypapn tne dStabdikaoiog aétoAdynaong

Mwooa A&oAdynong, MéBobot atoAoynong,
ALOUOPPWTLKY N SUUTEPACUATLKY, Aokiuaaoio
MoAXamAng Emidoyrig, Epwtrosic Suvroung
Anavtnong, Epwrtrosig Avamtuéng Aokiiwv,
Emtiduon MpoBAnuatwv, [panty Epyaocia,
ExkGean / Avagopd, [Mpogopikn Eétaon,
Anuéota Mapouoiaon, Epyactnpiakn Epyaocia,
KAwvikny  E&€taon AoVevoug,  KaAAtteyvikn
Epunveia, AAAn / AAAec

Avapépovtal pnta mpoodloplouEVa KPLTHPLO
aéloAoynong kat eav kat mou givat mpooBaaotua
Qa6 TOUG (POLTNTEG.

EKmovnon ypomtwy €pyaclwyv KOTd Tn OlApKELd TOU
akadnuaikou efaunvou e ouvteleotn PBapltntag ot
Stapopdwon tou tEAkkoU PBabuou tng O.E. katda 40%.
TeEMKEG ypamteg eEeTdoel;, o0 Pabuog twv omolwv
OUMMETEXEL oTtn Slapopdwaon Tou TeAkou Babuou tng O.E.
Katd 60%. To mnepatépw TAnpodopieg petafeite
otov O8nyod Imoudwv tou EAM.
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