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Ektraidevon ‘'H Maénon;

Education VS Learning

Ekmraidsuon:

TutroTroIiNuEvn OladIKaaid
KaBodnyouuevn
AldaokaAia

Malnon:

EAEUBepN, un TUTTOTTOINMEVN, OIOdIKACIA
EAeyxopevn atro Tov yadnteuduevo
ATToUCIa auOoTNPNG ETTOTITEIOC
ATTOKTNON yvwaong OIa TNG EUTTEIPIAC



EkTTaideuTikd AOYIOHIKO

AOYIOMIKO KATAAANAQ OXEOIAOPEVO KOl HE TTEPIEXOUEVO
TETOIO WOTE VA ETMTPETTEI OTOV XPNOTN TOU TNV QTTOKTNON
YVWOEWV I OECIOTATWY OTA TTAQICIA KATTOIOU EKTTAIOEUTIKOU-
OI0AKTIKOU OTOXOU.

XapakTtnpioTika (MikpotrouAog T., 2000):

e OIOAKTIKOI OTOXOI,

e OAOKANpwWUEVA oevapla,

® QaAANyopiec Ye TTaIdAYWYIKA onuaaoia,

® ETTIPEPEI OUYKEKPIMEVA DIOAKTIKA Kal padnoiaka
ATTOTEAEOMATA.



2toixeia Madnong (Gagne 1985)

[TpocEAKUON TTPOCOXNG

[TAnpopopnonN abnTn yia TOug OTOXOUC Kal
TTapoxn KIiviTpwy

AvakAnon TTponyoudEVNC YVWaong
[Mapouciaon TTePIEXOPEVOU

KaBodnynon

2UUTTEPACUATA - ATTOTEAECUATO
AvaTpopodoTnon

AcloAdynon

AvATITuCcn YVNUNG Kal JETapopa pabnong



Etireda yvwoTIKAG Tagivouiag (Bloom)

A/A Emimredo

1 ['vwon

2 KaTtavonon

3 | E@appoyn
4 AvaAuon
5 2.0vBeon

6 AcloAoynon

ATTOKTNOEioEC OECIOTNTEG

Avayvwplon, TTPOCOIOPICHOG,
oNnAwaon

Epunveia, egnynon

ETriAuon, xpnon, EKUETAAAEUCN
2 UYKpIOon, avTITTapaBOAn

2. xediaon, avaTTugn

ExTiNNON, KPITIKN



[Mpodlaypa@EC EKTTAIOEUTIKOU AOYIOMIKOU

Oa TTPETTEI VO CUPMOPPWVETAI JE TA OTOIXEIQ KAl ETTITTEDA
HABNoNC (6mwg autd opiotnkav ammé Gagne & Bloom)

@a TTPETTEl ETTIONG VA OIABETEI OTOIXEIQ:!
e AAAnAetTidOpaoNng
e Avadpaong

e [lAonynong
e '‘EAcyyou atro Tov XpnoTn

(KaveAn A, 2tmrupdartou E, Noupevakng ., 2008)



ApXég 2xediaong EKTTaideuTIKoU AOYICHIKOU

Avadpaon

EvnuEPWON TOU XPNOTN OXETIKA UE TIC EVEPYEIEC TOU
AOYIOMIKOU

ATTARN Kal KaTtavonTh YAwo oo
ATTOQUYN TEXVIKWY OpWV

AuvaTtoTnTa avaipeong
AuvaToTtnta avaipeonc AavlaouEVWY XEIPIOPWYV

2UVETTEIA
2 UVETTEIO QVANEDO OTIG EVEPYEIEC KAI TA ATTOTEAECUATA TOUG

(Beale, R., & Sharples, M. 2002)



ApXég 2xediaong EKTTaideuTIKoU AOYICHIKOU

Katavonon, 6x1 avakAnon

O XEIPIOPOC TTPETTEI VA €ival KATAVONTOC Kal dlaiodnTIKOC.
AtTopuyr OUCKOAWY d1adIKACIWY TTOU Ba TTPETTEI O XPNOTNG
va JaBel

ATTARN oxediaon

ATTopuyn aicOnTnpIaKoU KaTalyiIopou XpnoTwy. Anuioupyid
EUXAPIOTNG EUTTEIPIAC

AuvaToTnTES TTPOXWPNHMEVNGS XPNONS
2UVTOUEUOEIG, ETTIAOYEC KAl TEXVIKEC TTOU Ba ETTITPEWPOUV TNV
TaXUTEPN EPYOTIO TWV TTPOXWPENUEVWYV XPNOTWV

(Beale, R., & Sharples, M. 2002)



ApXég 2xediaong EKTTaideuTIKoU AOYICHIKOU

AtToQUYN CQAANATWY KOl ETTAVAPOPA

2.XeQIAOUOC TToU Ba aTtroTPETTEl KAl Ba BonBa oTnv
QVTIMETWTTION OQAAUATWYV

Tekunpiwon - odnyieg

To ouotnua Ba Trpetrel va oxediadeTal WOTE N XpNon Tou va
gival duvaTr Xwpic odnyiec. Av ol odnyieg ival atrapaiTnTeS
Oa TTPETTEl va €ival KATAAANAG OpyavVWUEVEC, CAPEIC KAl
KATAVONTEG.

(Beale, R., & Sharples, M. 2002)



KaTtnyopieg eKTTaIOEUTIKOU AOYICHIKOU

Tutorials (kaBodnyouueva)

Drill and practice (TTpakTIKAG & EKyUNVAONG)
Games (tTaixvidia)

Simulations (TTpocopoiwon)

Problem solving (etriAuong¢ TTpoANUATWY)



Yuyxaywyikdé Aoyiouikoé oTnv EKTTaidsuon-
Madnon

Educational Video Games:
MeTagpopd yvwaong JeE EuXApIOTO TPOTTO. AIOBETOUV:
® KATAAANAO TTEPIEXOUEVO

e OIOAKTIKOUC OTOXOUC
e QJIOAKTIKA oevapla

Kal XapaKkTnPIoOTIKA TTAIXVIOIWV:

e TIPOKANON

® TIEPIEPYEIA-EVOIAPEPOV

® £AEYXOUEVO ATTO TOV XPNOTN

e (avTacia, (OXI KaT avaykn @avtaoTiKO) CUMMETOX Ola
TNG PaAvVTACiag Tou XpnoTn



Game Based Learning (GBL) VS
Gamification of Learning

GBL:

e Aladikaoia uyabnong trou Baciletal o€ TTaIXVidl
e Gameplay oupfatd pe Toug dIOAKTIKOUG OTOXOUC
e KaTAAANAO TTEPIEXOUEVO

Gamification: n diadikaoia HETAPOPAC OTOIXEIWV TTAIXVIOIOU
o€ TTAQigIa EKTOG TTaIXVIOIoU (non-game contexts).

Gamification of Learning: o EJTTAOUTIOHNOC TNC
EKTTAIOEUTIKNG OIAdIKACIAG UE OTOIXEIA TTAIXVIOIWV.



Edutainment:
Education + entertainment

[lepieXOUEVO, EQAPMPOYEC N TTAQICIO OXEQIQCHEVO VIO VO
eKTTaIOEVOEI KAl VA OIOOKEDAOTEL.

[Tapadeiyuara:

e OpPNOKEUTIKEC TTAPABOAEC

® KIVNUATOYPAPOG - TNAEOPOACN - VTIOKIMAVTEP - EKTTOUTTEG
e toys

® James

XPNOIUOTTOIEITAI CUXVA OE€:

® ETTIXEIPNUATIKOU OpyavIOuoUC,
e ouacsiaq,

® &VOAAQKTIKEC HOPYEC TOUPIOHOU



Eikovika [MepiBaAAovTa Kal
EktTaidguon



Virtual Learning Environments (VLEs)

E@apuoyEC AoyIOUIKOU TTOU ATTOTEAOUV:

® YWPEO OpYyAvVWANG Kal TTapouaiacng TTANPoPopIag
® YWPO ETTIKOIVWVIOC - KOIVWVIKOC XWPOC

e EKTTAIdEUON €€ ATTOOTACEWCG N

® EUTTAOUTIONOG TwV dla (wang OpACTNPIOTATWY

MTTOPEI VO TTEPIEXOUV AEITOUPYIEC:
e Trapouciaong TTANPOYOPIaC

e OoulNTNOEWV

® (CUVEPYAOIAG

e £LETaoncg



What is a VLE?

“Does a «virtual learning environment» refer to any
educational web site”? No.

Is a «virtual learning environment» restricted to systems
including some 3D / virtual reality technology? No.

Some environments include less sophisticated interfaces,
namely text-based ones.”

(Dillenbourg, Schneider & Synteta. 2002)



Educational Virtual Environments (EVESs)
EkmTaideuTikd Eikovika lMepiBaAAovTta

EVEs are actually Collaborative Virtual Environments
(CVEs) that can be used for educational applications such
as collaborative e-learning.

(Oliveira M, Crowcroft J, Slater M., 2000)

EVEs learning objectives include:

e experiential learning,

e simulation-based learning,
e inquiry-based learning,

e guided exploratory learning,
e community-based learning,
o
B

and collaborative learning.
(Bouras, C., & Tsiatsos, T., 20006)
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