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KepaAaio 1

Eicaywyn otnv TaiXviooTroinon Kal escape rooms

H Bswpia TNG eKTTaIOEUTIKAG TTaIXVIOOTTOINONG

‘Eva escape room (dwHATIO dIAPUYNAG), ETTIONG YVWOTO WG escape game (TraixVvidl
SIaQUYAG) gival TTpWTA Kal KUpIa £va TTaixvidl. AvaAoya JE TNV EPTTEIPIA KATTOIOU va
01040Kel A va TTaidel TTaixvidla oTToIacdNTTOTE HOPPNG, AKOUYETAI TTEPICOOTEPO N
AlyOTEPO QUOIKO va ouvOUALEl Ta TTAIXVIOIA UE TNV EKTTAIOEUON, ] VA XPNOIUOTTOIE
TTaIXVvidla pe eKTTaIOEUTIKN OIA0TAOT. 2€ KABE TTEPITITWON, £va CUUTTEPACHA OTO OTTOIO
OAol Ba CUPPWVACOUNE AVEEAPTNTA OTTO TNV EUTTEIPIA KOG €ival 0TI oI SAOKAAOI Kal Ol
EKTTAIOEUTIKOI YEVIKA XPNOIMOTIOIOUV Ta TTAIXVIOIQ PUE TOUG MIKPOUG NaBnTéC, aAAd Ta
EVKATAAEITTOUV 0T oUVEXEIQ OTAV Ol JabnTéG ueyaAwvouv. H diattioTwon autr) odnyei
O€ MIa avTipaon: eVvw avayvwpeiZeTal YEVIKA N EKTTAIBEUTIKN agia Twv TTaIXVIOIWV, auTh
TTOPABAETTETAI OTA PETETTEITA OTABIA TNG EKTTAIOEUONG, AEG KAl PE KATTOIOV TPOTTO B

xaoouv Tnv aéia Toug. Epeic emdiwkoupe va d1a@opoTToiNBoUE.

MNa autdv Tov Adyo, OTOV 00NYO TTOU KPATATE ETTIXEIPOUME VA DIEPEUVIIOOUNE TNV
EKTTAIOEUTIKN agia TwV TTaIXVIBIWY OTO TTAQICI0 TNG dEUTEPOPABUIAG EKTTAIOEUONG, KAl
OUYKEKPIPEVA O€ oxEon e TN O1IdaoKaAia Twv YAwoowyv. Oa Eekiviiooupe Tn dlEpeUvNOoN
ME MIa el0aywyr oTnV TTaiXviOoTroinon KAAUTITOVTAG 6 BEuaTa: KaTapxXdag, XpEIageTal va
OIEPEUVACOUE TTOIA Eival TA XAPAKTNPIOTIKA TWV TTAIXVIOIWY, TTOIa JIAPOPETIKA €idN
TTAIXVIOIWV UTTAPXOUV Kal TTOIO0I €ival O1 TTaiKTEG. AUTO Ba pag emTPEYE! va
TTPOXWPAOOUNE OTNV £vvola TG TTaiXvidoTroinong, oTo Traixvidl évavTi TnG pabnong kai

TEAOG OTO VA TTPOCOIOPICOUNE TNV TTEPITITWON TWV ‘CORAPWY’ TTAIXVIOIWV.
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1. Tigival 1o “Tranyvidr’;

H 1oTopia Twv TTaixvidiwy moavéTtaTa gival Tdéoo TTaAid 600 auTr) TG avlpwTrdTnTAG,
KATI TTOU KaBIOTA OUOKOAO TOV OPICHO TWV TTaIXVIBIWV. Mia eTTITTAéov AEEN ) TTEpIypaPn
o€ évav opIoUO UTTopEl evOeXOMEVa va aTToKAEioEl TTOAAG uTTdpxovTa TTaixvidia. O
Arjoranta (2014) digpelvnoe TNV €MOTNUOVIKA BACN yIa TOV OPICPO TWV TTAIXVIBIWV KAl
UTTOOTAPIEE OTI KATAPXAG OEV ival aTTAPAITNTA AVAYKAIO VO CUUPWVACOUUE OTOV
OPIOUO TOUG TTPOKEIMEVOU VA MIAOOUE YIA QUTA. ZUVETTWG, TTPOTEIVOUNE WG
TTPOTIMOTEPO VA DOUNE OPIOHUEVOUG OPIOHOUG O€ AECIKA TTAPA VA aVOTPECOUUE O€
ETTIOTNPOVIKEG EPEUVEG YIA VA DIEPEUVIOOUNE TNV EVVOIA TWV TTAIXVIOIWV. AG APXiOOUNE

ME évav aTTd TOUG TTIO TTARPEIG OPICHOUG:

‘Mia dpacTnPIOTNTA CWHATIKAG ] TIVEUPATIKAG @UONG, TTou dev eTTIBAAAETAI, OUTE
TTPOOPICETAI VIO XPNOTIKOUG OKOTTOUG, KAl N OTToia dlEvEPYEITAl yia dlaoKEDAON KAl

euxapiotnon’. (MeTagpacn aTrd To YaAAIKS Ae€ikd Larousse, 2021).

Ag doupeg ypriyopa TIG £VVOIEG TTOU KPUPBOVTAI OTOV TTOPATTAVW OPIOHO, YIA VA apXiOOUNE
TOV TTPORANPATIONO pag TTdvw oTa TTaIxVvidia:

» ‘Mia dpaoTnpIoTNTA (...) N OTToIa dIEVEPYEITAI YIA BlIaOKESOON Kl
cuyapioTnon’: 0 TTPWTAPXIKOG OTOXOG TWV TTAIXVIBIWY gival TTAvVTA N
dlaokEdaorn. O KUpIog OTOXO0G dev ival n pddnon (yia mapddeiyua, étav Ta
TTaIOIA higoUVTal TN CUMTTEPIPOPA TWV EVNAIKWY), av Kal N JadBnon Ptropei va
EVUTTAPXEL.

»  ‘Mia dpaocTtnpidTnTa (...) TTOU eV eTIBAAAETAI, OUTE TTPOOPIZETAI VIO
XPNOTIKOUG OKOTToUg : Kal TTAAI, Ta Traixvidia TrpoopifovTal Bacikd Kal Kupla yia
dlaokédaon. Me auTh Tnv €vvola, gival onUavTikd oI TTAKTEG va aloBdavovTal OTl
Toug diveETal PIa guKalpia yia TTaixVidl Xwpig egavaykaoud. AlIoQopETIKA, OTO
TTAQioI0 TOU OXOA€iou, uTTapXEl POBOG Ta TTaIXVidIa va KAaTaAnEouv va gival pia
KATAvVAyKAOTIKA Epyacia oav OAEG TIG AAAEG.

»  ‘Mia dpaocTnPIOTNTA CWHATIKAG ) TIVEUPATIKAG @UONG': TO TTodO0PAIPO, TO

OKAkI ) Ta Bivreotraixvidia gival OAa traixvidia dIaQopeTIKAG HopPrS. Katroia atd
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QuTA oUVOUACOUV CWHATIKEG KAl TIVEUMATIKEG TITUXEG TWV TTAIXVIOIWY, OTTWG TA

TTAIXVIOIO KATAOKEUWYV TTOU KAAANIEPYOUV TO OXEOIAOMUO KAl TIG KIVNTIKEG OECIOTNTEG.

Kal yetd TN HEAETN QUTOU TOU OPIOHOU, i0WG VOUIOETE OTI OV UTTAPXEI KATI AAANO OXETIKA
ME TOV OPIOHO TWV TTAIXVIOIWV ATTO TO VA TTOUME aTTAd OTI ‘cival pia dpaoTnpidTATA TTOU
yivetal yia diaokédaon’. Ti yivetal OPWGS YE TOUG KAVOVEG Tou TTaixVvidiou; Me Tnv
aAAnAeTTidOpaon PETALU Twv TTaIKTWYV; MEe TN Vikn 1 TNV ATTA, ] TOV avTaywVviouo; OAeg
QUTEG O TITUXEG OTTOTEAOUV CUCTATIKA Twv TTaixVISIwv. Eival duokoAo va
OUUTTEPIANPBOUV GTOV OPICKO TOU TTAIXVIOIOU ETTEION EVOEXETAI VA PEIWOOUV TO TTEDIO

TOU.

MNa va evioxuoouue auth Tnv arroyn, ag doUue OpIoPEVOUG aKOPA OPIoHOUG VIO VO
eCeTdlooupe yia TTI0 AGOYO PTTOPED va gival TTOAU TTEPIOPICTIKOI YIO TNV TTPOCEYYIOT UAG.

» H EykukAotraideia Britannica opiCel Tn AEgn ‘raixvidl wg ‘uia KaBoAIKr popen
Yuyaywyiag Tou ouvnBwg mTepIAapBavel otroiadnmote SpacTnPIOTNTA YIa
avayuyn f dlaokEdaan Kal cuxvd BETEl hIa KATAOTAON TTOU EUTTEPIEXEI VAV
SlaywVvIONO 1 pia avTitraAotnTa’. Maixvidia 61Twe n ‘MovoTroAn’ i To KpueTo
€XOUV TEAIKOUG VIKNTEG Kal NTTAREVOUG. QOTOCO, TO aPnynNUATIKA TTaixVvidla dev
€XOUV TTAVTA VIKNTES KAl NTTAPEVOUG, KOBWGE 0 0TOXOG €ival UEPIKEG POPES N
oUAAoyIKR dnuioupyia piag IoTopiag. ‘Eva tétolo mapddeiypa gival ‘H AAikn

ayvoeital’ (Henters Entertainment, 2020), éva a@nynuaTiKO TTaiXVvidl 0TO OTToI0 Ol
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TTAKTEG YPAPOUV HIa I0TOPIa OTEAVOVTAG JNVUPATA O £VOG OTOV GAAO,
TTOPAKIVOUUEVOI ATTO TOV XPOVO Kal TIG KAPTES TTOU £TTIAEyOUV KATA TN SIAPKEIX
TOU TTaIXVIOIOU.

»  To Ae€iko Collins opiel Tn AéEN TTaixVvidl wg ‘pia dpaocTnpidTNTa i éva ABANua
TTOU OUVNBWG TTEPIEXEI pIa BEEIOTNTA, YVWOEIS A TUXN, OTNV OTToia akoAouBeiTe
OUYKEKPIPNEVOUG KAVOVEG Kal TTPOOTTABEITE va KEPDIOETE Evav avTiTTaAo 1} va
AUoeTe €vav ypipo’. H évvoia Tou avTaywviohou 1 Tou avTITTAAOU UTTOPEi va unv
IOXUEI 0€ OUVEPYQTIKG TTaIXVvidia, OTTwWG o€ TTaIXVvidla TTou Ol TTAIKTEG TTPOCTTa80UV
VQ UTTEPVIKNOOUV HIa KaTdoTaaon TTou B€Tel To id1o To Traixvidl Kai &€
ouvaywvi¢ovtal o évag Tov dAAov. ‘Eva KAaoiko BivteoTraiyvidl, 6TTwg o Super
Mario Bros (Nintento, 1983) duo TTaikTeg XpelaleTal va kateubuvouv Toug Mario
Kal Luigi yia va VIKoOuV Kal 01 dUO EVAVTIO OTO TTaIXVidI, TO OTT0i0 KEPOICOUV €iTE
Kal o1 duo 1 kavévag. H AEEN-KAEIBI 0TOV OUYKEKPIPEVO OPIOHO gival n AEEn
‘ouvABwCG’, TToU PavepwVel OTI O CUYYPAPEIG OeV ETTIBIWKOUV Evav OpIoUO TTou Ba
mepIAauBavel Ta TTAVTA.

» 'Evag teAeutaiog opiopdg Tou pével va douue iowg gival autdg atrd 1o AeSIKO
Cambridge: 'yia d1aoKedAOTIKA dpaaTnpIOTNTA 1 ABANUA, €18IK& atrd TTaIdId, 1} 0
€COTTAIOUOG TTOU ATTAITEITAI VIO MIA TETOIA OPACTNPIOTATA’ . AUTOG O OPIOUOG Eival
YPOUMEVOGS yIa AToa TTou paBaivouv ayyAIka wg Eévn YAwooa, €101 yiveTal
KatavonTo OTI OTOXEUEI VA €ival APKETA CUYKEKPIPNEVOG WOTE VA YiVETAI
katavonTég. QoTdo0, gival evOIaPEPOV va dOUUE TTWG ava@EPE OTI T TTAIXVIdIA
gival dpaaTnPIOTNTEG EIBIKA YIA TTAIBIA, KIA TTOU AUTO PAVEPWVEI TIG KOIVEG NOG

atroyelg, 0TI dnAadn Ta TTaIXVidIa gival KATI TTAIBIKO.

2€ TENIKA) avAAuon, To oiyoupo TTOU OKEPTOPAOTE gival OTI T TTAIXVIOIA Eival TTPWTA KAl
KUPIO Puxaywyika f 0paocTnpIOTNTEG AVAWUXAG OTIG OTTOIEG CUPMETEXOUUE KUPIWG YIa
dlaokEdAON.
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2. Molol gival ol TTaiKTEG;

O1rwg ava@épbnKe TTPONYOUREVWG, OTAV OKEPTOUAOTE KATTOIOV Va TTaiel éva TTaixVvidl,
oKePTOPaOTE TTaAIdIA 1] ABANTEG. BAOIKA, TTAIKTNG €ival OTTOIOOONTTOTE EMTTAEKETAI OE HIA
opacTtnpidTNTa TTaIXVIOIoU. ETTOPéVWG, OAa auTd Ta TTOPAdEIYUATA TTOU €XOUME OTO
MUOAO Pag IoxUouy, €iTe TTPOKEITAI yIa £va TTaidi TTou TTailel TouBAdkia, Evav £pno TTou
Taicel éva Bivreotraixvidl, Evav evAAika TTou TTaidel emTPATTEQIa TTaIX VIOl UE PIAOUG 1

évav NAIKIWPEVO TTOU CUPTTANPWVEI OTaupOAeEa i TTailel XxapTid.

Mpogavwg, dev Ta ypd@ouue 6Aa autd atrAd yia Tovioouue To gavepd. E¢aANou, ouyxva
KATTola TraiyVvidia gival 1o EAKUCTIKA O€ OPICHUEVEG OPADES ATTO OTI € AAAEG,
AauBavovtag utrown TTapdyovTeg, OTTWG gival N NAIKia, o TTONITIOUOG, N €COIKEIWON WE
TNV TEXVOAOYia ) n TTPOTIUNCN O€ opiopéva €idn TTaixvidiwy. QoTdo0, autd dev eival
OKPIBWG £TOI O€ OXEON PE Ta escape games: n épeuva Tou Nicholson mdvw oTa escape
rooms atmmokAAUWE OTI, ETTEIOA ATTAITOUV OUAdIKY Epyadia Kal dIAPoPES DECIOTNTEG, TA
escape rooms TraiCovTal aTTd PIa ETEPOYEVH OPAdA TTAIKTWY, O€ OXEON KE TNV NAIKIA Kal
TO QUAO (2016).

Etmropévwg, av €ioTe eKTTAIOEUTIKOG TTOU ETTIOUUEITE VA QEPETE TA escape rooms péoa
oTnV TAgn, €ival 1o EUKOAO va EUTTAEEETE TOUC PABNTEG 0OG O€ AUTH TN dpacTnEIOTNTA
TTapd o€ TTaIxvidla AAANG HOPPNAG, TTOU Ba Ekavav Toug HadnTég va ouvaywvifovtal o
évag Tov dAAov, Ba atraitouoav uwnAo tTitredo deloTATWYV 1 Ba gvioyxuav pia
OTEPEOTUTTIKH EIKOVA ylQ TO TTOI0G TTaiCEl

auTd TO €id0G TOU TTaIxviIdIoU.
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3. Tigivail n raixvidotroinon;

Evw o opIopog Twv TTaiXvISIwyV Oev gival TOOO EUKOAOG 600 QaiveTal, AeCIKA, EKTTAIOEUON
Kal ETTAYYEAPATIEG TNG AYOPAG OAOI GUPPWVOUV OTI N TTAIXVIOOTTOINCN ouvioTaTal ATTO
TNV EQapPUOYA TNG BOUNG 1 TWV APXWV TOU TTaIXVIOIOU O€ KATI TTou dev gival TTaixvidl. To
eMOIWKOUEVO atToTEAEOUATA gival CUVABWG N aufnon TNG EPTTAOKNG TWV

OUMMETEXOVTWYV O€ Wi dpaaTtnpIdTnTa.

AUTO TTOU EVVOOUE PE TNV ava@opd oTn OOMN Kal TIG ApXEG VOGS TTaIXVIOIOU PUTTOPE va
gival apkeTd eupu: Baoikd, uTTopei va gival 0,TIdATTOTE KaBIoTA KATI TTOU &€V gival
TTaIxVidl va @aivetal £Tol. Katrola TrapadeiyuaTa gival To va XPnOoIJOTTIOIOUNE KAPTES
TTAIXVIOIWV VIO VO ATTOQOCiICOUNE YIa TN OEIPA OMIAIAG TWV CUUUETEXOVTWY O€ JIa
ouvavtnon A va Bpaevoupe pe onuata (badges) CUPPETEXOVTEG TTOU £XOUV
oAoKANpwOoel TIPOKANOEIG TTOU OE OXETICOVTal AUECa e TN OOUAEIG TOUG ) TV
ektraideuon Toug. O1 dpaoTNPIOTNTEG YVWPIMIAG O€ UIa opdda gival Eva KaAd
TTAPABEIYUA: O KUPIOG OKOTTOG O€V Eival va dIaOKEDAOOUV Ol CUPUETEXOVTEG, AAAG va
yvwpioel 0 €vag Tov dAAov. Autd O€ onuaivel 0TI dev UTTOPOUV va dIaOKEDATOUV KATA TN

d1dpKeIa TG OPaOCTNPIOTATAG, AAAG BeV gival aUTOC 0 BACIKOG OKOTTOG TTOU ETTIOIWKETAL.

To emMOIWKOPEVO ATTOTEAEOUA ATTO TO VA TTPOCTTAB0UNE VO KAVOUNE Pia dpaoTnpioTnTa
va YOIAdEl TTEPICTOTEPO PE TTAIXVIOI €ival VO AUENOOUUE TNV EPTTAOKK TV
OUMMETEXOVTWV. Na TTapadelyua, av €i0Te 0€ Yia ouvAvTnon Kai N o€ipd TwV OPIANTWY
KaBopileTal atro TNV KAPTa TToU Ba €TTIAECETE, B €I0TE TTIO £TOINOG OXETIKA PE TO TTOTE Ba
gival n ogipd cag. Av giote paBnTAG Kal n TaEn oag £xel diaywviopd ToupTag TIG
Mapaokeuég, To va TTATe 0TO OXOAEIO TIG MNapaokeuég, av kal dev Ba aveBaael Tn

BabuoAoyia oag, ciyoupa Ba cag KAvel va VIWOETE TTIO XAPOUMEVOI.



N Speak-*ER

4. Eivai aAnBsia e@IkTé va Traideig kai va padaiveig;

Mia eyyevig avTiBeon oTo va TTaifoupe evavTia 0To va pabaivoupe gival 11 av €va
TTaIXVidI TTpooPICeTal HOVO YIa dIACKEDAON KAl XWPIG KaveEvav AAAO OKOTTO, TOTE HAAAOV
gival SUOKOAO va yVWwPICOUUE TTWG VA ATTOPEUYOUHE VO KAVOUNE QUTO TTOU OPXIKA
TTpoopilape wg TTaixvidl oav Yia akOpa AoKnon TToU Ol JaBnTEC VILWBOUV UTTOXPEWMNEVOI

VO OAOKANPWOOUV.

AUTO gival 1I81aiTEPA TNPAVTIKO OTAV DIEPEUVOUE TNV TTAIXVIOOTTOINGCT: TTOANEG TTPAKTIKES
TTOU XPNOIUOTTOIOUVTAI EUPEWG BEV Eival IDIAITEPA DIOOKEDAOTIKES. TO VA ATTOVEUOUE
onuata (badges) oToug TTAIKTEG TTOU £XOUV OAOKANPWOEI PIa Epyaacia gival Eva atro 1a
Mo ouvnBiopéva TTapadeiyparta TTaixvidoTroinong. Na Tapddelyua, av XETE Eva
smartwatch, ytropei va unv maBidleote 1600 pe Ta orjpata mou Ba AdBeTe, oéTav
TTEPTTATATE £VAV OUYKEKPIUEVO OPIOPO BNUdTwy KABE pépa. AvTiBeTa, UTTOPEI Vva 00G
evlappuVvel TO va aVERAIVETE UE TIG OKAAEG avTi va XpNOIUOTTIOIEITE TOV AVEAKUCTAPA

KATToIEC PEPES, AAAG auTO &€ O0ag PETaPOPPWVEl BERala Kal o€ aBANTH.

Me auTr} Tnv évvola, av eTTIBUUEITE va QEPETE KATTOIO HOPPT) TTAIXVIOIWY OTOUG NaBNTEG
0aG, TTPOTIUAOTE TO €TTEION BEAETE va IAOKEDATOUV TTPAYMATIKA, OXI ETTEION BEAETE VO
TOUG TTayIOEWETE O€ Pia pop®r) didackaliag. AlagopeTikd, 6TTwg 1o £€8ece 0 Nicholson
(2013): ‘H évvolia TnNG oucIacoTIKAG TTaIXVIOOTTOINONG OEV €ival VA TTAPEXOUUE ECWTEPIKEG
QVTAMOIBEG, AAAG TTEPIOCOTEPO VA BONOACOUNE TOUG CUPUETEXOVTEG VA BPOUV HIa

BaBuTepn ocUvVOEON PE TO UTTOKEIMEVO BEPQ’.

MNa Tapdadeyua, ol Kapp k.é. (2014) mpoodiopifouv Trévie AavBaouévoug i
UTTEPTIMNMEVOUG AOYOUG yia va eicdyoupe TTaixvidia otn diadikaoia Tng pabnong: Ta
TTaiyvidla gival TéAela, 6Aol Ta TTaiouv, Ba TTapatrAaviioouVv Toug HaBnTég oTn PAalnon,
OAol ayatrouv Ta TTaIxVidia, Kal Ta TTaiXvidla gival EUKOAO va dnuioupynBouv. Av kai o€
MTTOPOUNE va euPaBUvoupE o€ auTEG TIG I0€EC TWPA, ATTAG va BUPAoTE OTI TO va EICAYETE

TTaixvidia otn d1dackaAia onuaivel TTEPICCOTEPA ATTO AUTA TA TTEVTE ONEIa.
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5. ZoBapd mraixvidia évavTi cuvnBIouEVWYV TTAIXVISIWV

lowg €xeTe akouoel yia coBapd Traixvidla. Me Aiya Adyia, auTtd gival Ta TTaiyvidla TTou
d¢ev TrpoopifovTal uovo yia dlaokEdaon, aAAG £xouv éva ‘coBapd’ OKOTTO, OTTWG TO va
MABouv o1 TTaIKTEG yIa KATI. AUTO TTOU TTPETTEI VO TTPOCEEOUE UE Ta coBapd TTaixvidia
gival OTI HEPIKES POPEC eival TOOO aofapd TTou deV PEVEI XWPOGS VIO Puxaywyid, yeyovog
TTOU TO KAVEI VA €X0UV Ta avTiBeTa atrd Ta eMOIWKOPEVA ATTOTEAECUATA. ZUVETTWG, VO
EXETE OTO PUOAS oag OTI ouvnBIoCuEva TTaIXVidIa ] ouvNBICPEVEG TTPOOEYYIOEIG UTTOPET va
€ival euepyeTIKES 0TN dladIKACia TNG ABNONG, evw pePIKG ocoBapd TTaixvidia dev
EMMTUYXAVOUV TTAVTA TO OTOXO TNG NABNONG TTapdAo TTou €xouv KATToI0 Babud

d1aoKEdAONG.

O1 évvoleg TTou avaeépinkav evoexOuEVa va PNV ival akOPa ¢EKABaPES TTPOG TO TTAPOV,
aAAd Ba BIEUKPIVIOTOUV OTNV ETTOPEVN EVOTNTA TTOU TTPpOo0dlopifovTal ol BeTIKoi Adyol yia

TN XPNOIKOTTIOINON TWV escape games péoa otnv Tagn.
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H 1o0TOopia TWV EKTTAIOEUTIKWY escape rooms

1. 'Eva cUVTOMO I0TOPIKO TWV TTAIXVISIWV

KaBwg¢ w¢ TTaiyVvidl utropei va opIoTei TTEPIANTITIKA ‘KABE dpacTnpIdTNTA GTNV OTToid
OUMUETEXOUUE YIa va dlaokedAoouue’, €ival EUKOAO va TTOUME OTI Ta TTalxVidla gival TOCO
TTaAIG 600 Kal N id1a n avlpwTtréTNTA. TO TTPWTO EMITPATTECIO TTAIXVIdI, YIa TTAPAdEIYUA,

onuioupyndnke otnv Apxaia Aiyutrto (Nicholson, 2013).

Ta TTaiyvidia uttdpyxouv o€ OAa Ta oxNPaTa, péoa Kai ueyédn. OAol pag yvwpilouue
TTEPICOCOTEPA YIA KATTOIA €idN TTAIXVIOIWY OUYKPITIKA YE AAAA. AKOAOUBE pia AioTa e
€idn TTaixvIdIWV TTOU aTTooca@nVilel TTEPICCOTEPO TI €ival Ta TTaiXvidia Kol aTréd TTou
TTPOEPXOVTAl.

»  Ta emrpatrédia raiyvidia epIAauBdvouv OAa Ta TTaixvidla TTou TraiovTal Pe
OUYKeEKPIPEVA epyaleia. Me autr) Tnv évvola, Ta eTITPATTECIA TTaIXVidIa TTOIKIANOUV
aTTo TTaIXVIOIa PJE KAPTES Kal AAAa Pe Capia PEXPI OTTOIOOATTOTE TTaIXVIidI TTaifeTal
o€ eTiedn em@avela f T1patédl, OTTwg okaki, Scrabble i To TTaiyvidl Warhammer
ME QIYOUpPEG.

» Ta Bivreotraiyvidia opifovtal YEVIKA wg dIaoKedAOTIKA dladpacTiKA TraiyVvidia
METACU avOpWTTWV Kal UTTOAOYIOTWYV. To TTpwTo BIvreotraixvidl NTav 1o ‘Tévig yia
Ouo’ kal dnuioupyABdnke To 1958 atrd Tov Quaoikd William Higinbotham (American
Physics Society, 2008). E¢aitiag TnNG TEXVIKAG KAl EUTTOPIKAG EEEMIEAS TOUG, TA
Bivreotraixvidia dpxioav va egatrAwvovTal apydtepa oTn dekaeTia Tou 70. 2TIg
MEPEG PAG, MTTOPOUV VA TTAIXTOUV O€ UTTOAOYIOTEG, KOVOOAEG, TNAEQPWVA KAl GAAEG
OuoKeUuéG. Mapadeiyuata atrd €idn Bivreottaixvidliwy gival Ta Traixvidia dpdong,

TTaIXVidla TTAATQOPUAG, TTaixvidia TTalA Kal TTaixvidla TTEPITTETEING.
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» Traiyvidia poAwv (Role playing games or RPGs): éva traixvidl oTo OTT0i0 OI

TTAIKTEG UTTOBUOVTAI PAVTACTIKOUG POAOUG Kal GUAAOYIKA dnuioupyouv 1 Traiouv
€va 0evApIO, KATW aTro TNV £TTIBAEWN €vOG GUVTOVIOTH 1] aPnynTr, YVWOTO £TTiIONG
Kal WG apxnyo Tou Traixvidiou (game master). To 1o yvwaoTo Kal £va aTrd 1a
TTPWTA TTaIXVidIa pOAwV gival To ‘MTTouvTpoupia kal Apakor’ (Dungeons and
Dragons), TTou dnuioupyndnke amoé Tov Gary Gygax 1o 1974 (Britannica).

» AgiCel va onuEIOOoUNE BUO UTTOKATNYOPIES TWV TTAIXVIOIWY POAWV OE OXEON UE Ta
escape games: Traixvidla poAwv (wvTavhg dpdong Kai deitTva puoTtnpiou. Ta
raixvidia péAwv {wvtavig dpdong (live action role playing games, LARPS),
gival TTaividla TTou EKTEIVOVTAI XPOVIKA O€ DIAPOPES NUEPES, OTA OTTOIA OPADEG
AVOPWTTWY CUYKEVTPWVOVTAI SIOPKWGE Kal UTTOOUOVTAI EVaV QPAVTAOTIKO

XOPaKkTAPA. AVAUECa OTA TTI0 EVTUTTWOIOKA gival To Conquest (https://www.live-

adventure.de/en/) kai To DrachenFest otn Nepuavia (https://www.drachenfest-

larp.info/), TrpooeAkUovTag TTAvw atrd 5000 avBpwTToug Kal Ta dUO CUVOAIKA.
‘Eva deitrvo puoTtnpiou gival pia EkdAAWaON YIKPOTEPNGS DIAPKEIAG, TTOU DIOPKEI
atrd €va atréyeupa HEXPI MIa OAOKANPN vUxTa, Katd 1n OIAPKEIQ TOU OTTOIOU Ol
TTQIKTEG TTPETTEI VA EPEUVIIOOUV TTOIOG ATTO AUTOUG ODOAOYOVNOE TOV XAPAKTAPA,
ME TO BAvaro Tou oTToiou apyicel To Traixvidl. MTTopeite va 10 TTapaAAnAiceTe pe

mraixvidia Cluedo 1mou TrepiEXouv uttéduon pOAwv.

Ta escape games OUYKEVTPWVOUV XapaKTNPIOTIKA atrd dAAa €idn Traixvidiwy, OTTwg
avagépel o Nicholson (2015): Ta escape rooms gival ‘OJadIKA TTaIVidla wvTavhg
dpdong, OTTOU Ol TTAIKTEG AVOKAAUTITOUV OTOIXEIA, AUVOUV TTACA Kl OAOKANPWVOUV
Epyaoieg o€ Eva OWMPATIO ) TTEPICCOTEPA E OKOTTO VO KATAPEPOUV £VAV CUYKEKPIUEVO

oTOX0 (OUVNBWG va dPATTETEUOOUV ATTO TO DWHPATIO) NECA OE TTEPIOPICHEVO XPOVO'.

MNa va pdbete TEPICOOTEPA VIO TNV I0TOPIA TWV escape games, UTTOPEITE va avaTpEEETE
otov Extraideutiké Odnyo Tou TTpoypdupaTog Erasmus+ pe tov Titho STEAMER

(https://steamerproject.eu/pedagogical-quide/).
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2. H avarmrrtuén tng Biopnxaviag Twv maixvidiwv

AauBdavovtag utrown pag OAa Ta €idn TTaixvidIwy, TTapaTnEOUUE OTI T TTaIXVidia
BewpouvTal OTI avaTTuxdnkav wg pia Blounyavia Ta teAsutaia 50 xpdvia Kai n avaTTugn
TOUG €xel auénBei Ta TeAeuTaia Aiya xpovia. ApKei va avaloyIoTEITE TA TTAPAKATW
VOUUEPQ KAl YEYOVOTA:

» To 2018, o maykéouiog 1Cipog yia BivreoTraiyVvidla augrndnke katd 13% oe évav
xpovo (MBA MCI, 2020).

»  Ava@opIKA YE Ta eMTPATTECI TTAIXVIOIA, N ayopd avatrTuxonke katd 10% 1o 2019
(Boursorama, 2020). EmitrAéov, n diopydvwaon Bpadiwy Pe emTPaTTéIa TTaIXVidIa
METALU evnAiKwV yiveTal oAoéva Kal TTIo ouvnBiouévn.

» To 2020, o1 eykAeiopoi (lockdowns) o€ 6Ao Tov KOGUO 0dAyNoav 0€ PEKOP
TTwAACEWV 0N Blognxavia BIVIEOTTAIXVIOIWY, KIA TTOU Eival hIa JOPPR
OpaoTNPIOTNTAG OTO OTIITI, AAAG €TTIONG KAl £vag TPOTTOG oUVOEOoNS e AAAOUG
avBpwTroug (BBC, 2020). AiGpopa emiTpatrédia TaixVvidla TTpoo@EpOnkayv Kal
online.

»  AlgBveig emOEigeIg KAl dlaywVIoUOoi UTTApXouV yia OAa Ta €idn TTaixvidIwy. Ta o
XOPAKTNPIOTIKA TTAPAdEIYHMATA ATTOTEAOUV N AUENOT TWV ETTAYYEAUATIKWY OMIAWV
NAEKTPOVIKWY aBANUATWY (esports) o€ TTayKOOWIO ETTITTEDO. 2TNV TTEPITITWON TWV
escape rooms, o TTpwTo¢ d1EBVAG diaywviouds diopyavwonke 1o 2017 (BGNIab,
2017).

AapBavovtag utToWn To AUEAVOUEVO EVOIAPEPOV YIA TTAIXVIOIO KAl TO TTWG EXEI
e€atrAwOEi N xprion Toug, Oev atroTeAei EKTTANEN TO
yeyovog OTI Ta escape rooms Kai n eKmmaideuon

MTTOPOUV VO ouvduaoToUV ETTITUXWG.
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3. Ao Ta YuXaywyIKd OTA EKTTAISEUTIKA escape rooms

H dnuoTikdTNTa TWV escape games yia YuxaywylkoUug OKOTToUG BpioKkeTal oTn BACN TOU
EVOIOPEPOVTOG TWV EKTTAIOEUTIKWY YIA VA TA XPNOILOTIOINOOUV JECQ OTNV TAEN. ATTOTEAEI
EKTTANEN OTAV OKEPTOUAOTE OTI TA TTAIXVIdIA TTOPOUV va KAvouv T d1IdaoKaAia Kal Tn
MABNon TTIo evOIaPEPOUTES, Kal OTI Ol EKTTAIOEUTIKOI wBoUvTal atrd TIG d1EUBUVOEIS KAl
TOUG JaBNTEG va ETTIVORCOUV TTI0 CUMMPETOXIKOUG TPOTTOUG YIA VA DIEPEUVIICOUV TA

BépaTa TwV HOBNPATWYV KAl VO EKOUYXPOVIOOUV TO WPOASYIO TTPOYPaUUA.

Ta ekTTaIOEUTIKA escape rooms dnuioupyndnkav oTig apxEg Tng dekaeTtiag Tou 2020 atrd
EKTTAIOEUTIKOUG 1] ETAIPIEG TTAIXVIOIWV ATTO TIG OTTOIEG {TNOAV EKTTAIOEUTIKOI va
dnuioupyhoouyv £TTi TOUTOU escape games yia autous. O1 epeuvnTéG ApXIoav va
OIEPEUVOUV TNV EKTTAIOEUTIKI) XPNOIUOTNTA TWV escape games apKeETA TTpOo@aATa: O TTI0
YVWOoTOG gival avap@ifoAa o Scott Nicholson, kabnyntig oxediaopou Kal avaTTuéng
TraixvIdIwyv oto MavemoTtAiuio Wilfrid Laurier oto OvTdplo, 0 o1T0iog ApXIoE va EPEUVA TO

Béua pera 1o 2010.

Ti KOIVO €X0UV TA WUXAYWYIKA Kal EKTTAIOEUTIKA escape rooms; To TTpwTo KOIVO Onueio

gival N Jopen Twv escape games, cUpewva pe Toug Veldkamp k.a (2020):

O1mrwg Ta wuxaywyikd ERs, autd Ta ERs ocuvdudlouv TTPAKTIKEG KOl TIVEUUATIKES

OpaoTNPIOTNTEG TTOU TTPETTEI VA OAOKANPWOOUV atrd pia oudda o€ TTEPIOPICHEVO XPOVO.
Méoa otnv TAEN, ol EKTTAIOEUTIKOI TTPOCTTAB0UV va dnuIoupyouV QuBEVTIKA
TTEPIBAANOVTA PE OUCIAOTIKEG OPACTNPIOTNTES KAI XWEO Yia atrotuxia. [la tnv

EKTTaiOEUON, KAOE €va aTrd Ta XapaKTNPIOTIKA Twv ERS d¢v gival povadiké atrd poévo

Tou. QOTO00, O CUVOUACHOG TOUG €ival JOVADIKOG KAl EAKUOTIKOG OTOUG EKTTAIOEUTIKOUG.’

H deuTtepn oPoIOTNTA AVAUECQ OTA €N TWV escape games TTPoEPXETAI aTTd TO YEYOVOG
OTI Ta escape games ToTToBeTouV TNV £TTIAUCT TTACA KaI QIVIYMATWY JETA OTO TTAQICIO
MIag agiynong. Evw éva escape game otravia 8a ¢ntrioel atrd TOUG TTAIKTEG VA £X0UV
TTPONYOUMEVEG YVWOEIG, AKOUA KAl £va PuXaywyiko i EYTTOPIKO escape game PTTopEi va

(NTAOEI VO HETAPEPOUE TIG YVWOEIG AG OTTO TOV KOOUO o€ auTd. IMNa TTapdadeiyua, 6a
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MTTOPOUCATE VA TTAIEETE OE MIA I0TOPIA TTOU OXETICETAI PUE MIA ETTIOTAPOVIKI avakaAuyn,

éva 10TOPIKG 0pdoNMO, éva KOUMATI TEXVNG. Me Aiya AdyIa, vy OAa Ta EKTTAIOEUTIKA
escape games £pxovTal Je yaBnolakoug 0TOXOUG Kal BEPaTa, KATI TETOIO OEV gival

UTTOXPEWTIKO VIO Ta Yuxaywyika escape rooms. Qotéo0, T0 va BacifovTal o1 ypigol
oTnNV TTPAYMATIKOTNTA TOUG KABIOTA akOua TTIO TTEICTIKOUGS Kal TO TTauxVidl akdua TTio

OUVAPTTOOTIKO.

4. MoU ptropéei KATTOI0G Va BPEl EKTTAISEUTIKA escape rooms;

H epwtnon autn ival dUokoAo va atravtnBei, aAAd Ba TTpooTTabrjooupe. OTTwG TTavTa,
Ol EKTTAIOEUTIKOI poIpAdovTal escape games TTou ONUIoUPYOUV O€ KOIVEG TTAATPOPHES Kal
QiKTUA, OTTWG EBVIKEG TTAATPOPUES ME EKTTAIOEUTIKOUG TTOPOUG I ouddeg oto Facebook.
AT 6ca yvwpiloupe, duo TTapadeiyuata Eexwpidouv atrd To oUVOAO:

» Breakout EDU (https://www.breakoutedu.com/): TTpOKeITAI YIO MIA EUTTOPIKN

TTAATQOpua TToU dnuioupynenke otov Kavadda 1o 2015, kal Bewpeital wg n TpwTn
TTNYNA TToU EIOIKEVETAI O€ EKTTAIDEUTIKA escape rooms. ETtriong, @iAo&evei pia
KovoTNTa 4000 eKTTAIOEUTIKWYV KOl OAOKAAWY O€ OAO TOV KOOUO.

» S’cape (https://scape.enepe.fr/): TTPOKEITAI yIA YIA TTAATOOPUA TTOU

dnuioupyndnke 1o 2017 atrd To TUAKA WNPIOKAS KAIVOTOWIag Tou YTroupyeiou
Maideiag TG MNaAAiag, yia va TTapéxel TOpoug eAeUBepnG TTPOORACNG OTOUG
EKTTAIOEUTIKOUG TTOU ETTIBUOUYV va dnuioupyroouv Ta BIKA OTOUG escape games.
N&IToupyei, €TTiONG, WG ATTOBETIPIO EKTTAIOEUTIKWY escape games TTou

dnuioupyndnkav atrd eKTTAIOEUTIKOUG.

Katd pia évvoia, n 10Topia TwV EKTTAIBEUTIKWYV escape games gival akOua oTnv apxn
NG, ETTOMEVWG Oev UTTAPXEl au@IBOAia OTI, KaBws ypd@ouue auTtd, AAAOI TTOAUTIMO TTOPOI
avaduovTal. AuTo gival akOua TTIo aAnBivo Twpa TToU Ta OXOAEia €iTe gival KAEIOTA 1)
ouvdudalouv Tn dia Wwong PE TNV € ATTOOTACEWS NABNan Adyw Tng Travonuiag COVID-
19: Ta TTauyvidla uTTopoUV va KAvouv Tn O1I8ACKaAIa TTI0 SIOCKEDAOTIKA KOl VO TTAPEXOUV
évav TpOTTo va cuvdEovTal oI AvBpwTToI AKOPA KI OTAV €ival AVAYKOATPEVOI va JEIVOUV

MakpId o évag atrd Tov dAAov.
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NMAEOVEKTAMATA TWV EKTTAIOEUTIKWY €scape rooms

O1rwg avaeépbnke TTPoNyoupévwG, n TTaIXVIOOTToinon A TTaIXVIOOKEVTPIKN uabnon
(Game-based learning, GBL) €ival n diadikacia dnuioupyiag piog eutreipiag pddnong
XPNOIMOTTOIWVTAG TTAIXVIOIO UE OKOTTO Ol TTAIKTEG VA avaTITUEOUV TIG OEEIOTNTES KAl TIG
yvwoelg Toug. ‘Exel ammodeixTei 0T gival e€aIPETIKO epyaAeio yia auénpévn CUPPETOXA Kal
eVOIOQPEPOV TWV HABNTWV, Kal £T01 dNUIOUPYEI KOAUTEPEG EUKAIPIES yIa PAadnon.

KaBwg Ta escape games TTPOKEITAl va XpnoigoTroinBouv oTn d1dackaAia Twv YAwoowv
OTO OUYKEKPIMPEVO TTPOYPAMMA, AUTO TO TUAMA Tou eyxelpidiou Ba eoTidoel oTa

TTAEOVEKTAUATO TWV escape games o€ JIa Tagn Eévwv YAwoowv.

1. EvOla@épov, CUMMETOXN Kal KivnTpa

To evdiagépov gival Bacikd XapAKTNPIOTIKO YIA ETTITUXNUEVES EUTTEIPIEG HABNONG
vyAwoowv. Ta TeAeuTaia xpovia, n TTaIXVIOOKEVTPIKA JABNON KAl TTI0 CUYKEKPIYEVA TA
escape games €xouv atodeigel 6T au¢avouv TO evOIOPEPOV TWV PABNTWYV TTAPEXOVTAG
TOUG éva TTAQICIO PE TN HOP®H MIAG I0TOPIAG TTOU Ba KAVEI TOUG TTAIKTEG va aloBdvovTal
TTWG TTPETTEI VO EKTTANPWOOUV £vav OKOTTO O¢€ pia agriynon. Puoikd, Ta escape rooms
oTNV TTPAYUATIKIA TOUG HOP®H Ba aTTOPPOPOUV TO EVOIAPEPOV TTOAU TTEPICCATEPO ATTO
AAAa, OTTWG auTd o€ €IKOVIKN Jop®r. QOTOC0, OAEC OI JOPPES UTTOPOUV va eEEAIXBOUV
yla va TTPOKAAECOUV UWPNAQ €TTITTEDA EVOIAQPEPOVTOG KAl CUUMETOXAG. MepIka
XOPAKTNPIOTIKG aTTd éva evOIA@EPOV EKTTAIOEUTIKO escape game TrepIAauBavouv
EekaBapa dopnuévn apriynaorn, CUYKEKPINEVOUG POAOUG KAl GTOXOUG YIO VA ETTITUXOUV Ol
TTQIKTEG, YPIPOUC TTOU €ival CUVETTEIG UE TO OEVAPIO KAl TOUG POAOUG TWV TTAIKTWY, KABWS

Kal évav KaBopiouévo pOAo apxnyou OTO TTaiXVidl.

H “cuvémeia” eival n AéEn-kAeidi otn dnuioupyia piag Akpwg evOIaPEPOUCAG EUTTEIPIAG,
KaBwg n éAAeIyn TNG Ba 0dnyouoe TOUG TTAIKTEG VO ATTOKOTTOUV OTTO TO TTaIXVIidI Kal va
EQIOTACOUV TNV TTPOCOXI TOUG OTIG TTAIDAYWYIKES TOU TITUXEG. H agriynon 10Topiwv
(storytelling) ptropei va cupBAaAEl oNPAvVTIKG 0TV aUl&non Tou evOIaPEPOVTOG, Kal yIa
auTov Tov Adyo o Nicholson (2016) TrpoTeivel oToug dnuioupyoug va “pwTouv yiati” o€

OAa Ta 0TAdIA TOUG OXEDIAOHUOU TWV TTAIXVIBIWV. OETOVTAG évav oa@r] OTOX0 OAWV TwV
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OTOIXEIWV TOU TTaIXVISIOU Ba dWOEl OTOUG TTAIKTEG MI TTPAYUATIKY aioBnon euBuvng Kai
OuVOXNG OTNV aprynon.

AnpioupywvTag pia evOlagEpouca euTreipia udbnong, Ta escape games £1Tiong
OUMBAAAOUV OTNV aUENON TNG CUPMETOXNG TWV aBNTWYV, TNG EUTTAOKAG TOUG KOl TWV
KIVATPWY TOUG, KOBWG ATTOTEAOUV KEVTPIKO TTAPAYOVTA OTO VO TTPOCPEPOUV OTOUG
MOBNTEG pIa aioBnon €uBUVNG yia TNV EKTTARPWON TWV OTOXWV Tou TTaIxVISIoU. Puoikd,
uTTdpxouv dId@opa TTITTAEOV KPITAPIA YIA Va gival Eva TTaixvidl evOlagEpov, OTTWG TO va
TTAPEXEI JIa TTOAUQICONTNPIOKE TTPOCEYYIoN TOU UAIKOU, OUCIAOTIKOUG KAl EVOIQQEPOVTEG
Yypipoug, va divel OTOUG TTAIKTEG TNV EUBUVN yIa TNV €CEAIEN TNG I0TOPIAG, VO dNUIOUPYEI
OUVOECEIC AVAPEDO OTOUG YPIPOUG KAl VO TTEPIEXEI TOUG XAPAKTHPES TNG I0TOPIAG OTOUG
Ypigoug.

H ouppeToxn Kai n mapoxn KIvATpwY KaAAIEpyouvTal atrd aloBripaTta evolapEéPovTog,
€ubuvNng kal ocuvéttelag. H avamTuén Tng agrynong yéoa ato Tnv eTTiAucn
AAANAOOUVOESUEVWYV YPIPWYV Ba KOANIEPYNOEI JIO QUEAVOUEVN TTEPIEPYEIN KAl
eVOIOQPEPOV OTOUG HABNTES TTOU Ba 0dNyROEl OTNV EUTTAOKNA TOUG OTIG TIPOTEIVOUEVEG
dpaCTNPIOTNTEG, TNV EKTTANPWON TWV OTOXWV TOU TTaiXVIOIoU Kal TEAIKA TNV €TTITEUEN TWV

MaONOoIaKWY OTOXWV.
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2. H kaAAiépyEia TWV KOIVWVIKWYV degloTATWY

O1 KOIVWVIKEG BeCI0TNTEG (SOft skills) eival emTTPO0BeTEC O€ QUTES TTOU TTEPIAQUBAVOVTAI
OTO AVAAUTIKO TTPOYPAPHA TwV abnuaTtwy. Aegv TTpoodiopifovTal TTAvVTa 0TO OXEDI0
MOBAUOTOG OAAG TTOPANEVOUV ONUAVTIKES YIA TNV TTPOETOIMACIA TWV HABNTWYV yida TNV
€VNAIKIWOTN TOUG Kal TNV TTAYYEAUATIKI TOUG Cwr). Me Ta escape games 0 eKTTAIOEUTIKOG
OXI MOVO UTTOPEI va CUUTTEPIAGREI TO TTEPIEXOMEVO TOUG, AAAG Kal va eac@alioel TV
QVATITUEN OUYKEKPIMEVWV PN TEXVIKWYV OEEIOTATWY, OTTWG Eival:

» 1 dlayegipion Tou xpovou: divovTag 0Toug HadnTég dIAPOPOUG YPIPOUG YIa Va
ETMAUCOUV O€ TTEPIOPITHEVO XPOVO, OI aBNTEC VIWBOUV TNV TTiECTN TOU XPOVOU Kal
OPYQVWVOUV TIG EPYATIES TOUG PE BACN TO CUYKEKPIUEVO XPOVIKO TTAQICIO.

» ETIKOIVWVIa Kol ouvepyaaia: 6Aol ol yabntég o€ pia opdda dev epydlovTail
oTnv 18ia dpacTnEIOTNTA TAUTOXPOVA, KOI CUVETTWG Ba XPEIAOTEN va
OUVEPYAOTOUV KAl VO OPYAVWOOUV aTTd KOIVOU TIG EPYATIEG TOUG
XPNOIMOTTOIWVTAG ATTOTEAECUATIKY ETTIKOIVWVIA METAEU TOUG KATA TN OIGPKEIA TOU
TTaIXVvidIou.

»  KPITIKA OKEWN: Ol JoBNTEG Ba avaTrTUEOUV TNV AVAAUTIKI KOl KPITIKH) TOUG OKEWN
e€AYOVTAG TIG OXETIKEG TTANPOQOpPieg aTTd Ta BondNTIKG OToIXEIQ YIa va ETTIAUCOUV
TOUG YPiQOUG.

» €miAuon TPOoBANUATWYV: Ol JaBNTES Ba XPEIAOTEN va TTPOCEYYIOOUV TTPOKAACEIG
Kal YPiOUG PE TOV TTIO ATTOTEAECUATIKO
TPOTTO yIA VA ETTITUXOUV TOUG OTOXOUG
TOUG €yKaipa

» ONMIOUPYIKOTNTA KAl
TTPOCUPHUOCTIKOTNTA: PE TNV EICAYWYNA
TOUG O€ JIO aprlynon Kai £XovVTag va
TTai§ouv £vav CUYKEKPIPNEVO POAO OTO VEO
TTAQioI10, Kal avalnTwvTag Tov OpdPo Toug E
o€ auTo Ol HabnTég Ba XpelaaTei va I

TIPOCAPUOCTOUV KAl VA ETTIVOACOUV - - -
dnuIoupyIKEG AUOEIG OTA TTPOBAANATA - - -
TTOU B0 CUVAVTIOOUV.
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Katd mn didpkela Tou mTaixvidiou ol padntég Ba pdbouv va avaBETouv TN CwWOoTH
0pacTnPIOTNTA OTO KATAAANAO HEAOG TNG OPADAG, YEYOVOG TTOU Ba TOUG ETTITPEWEI VA
dgi¢ouv TNV IKAvOTNTA TOUG. H TTAPAPETPOG OUVEPYATIAG Kal O TEAIKOG ATTOAOYICHOG TOU
TTaIxvISIoU PTTopouV £TTiong va oupBAaAAouv aTnv aAAnAodIBaKTIKY paénon (peer
learning) Kal va @E€POUV TOUG HOBNTEG O€ £va IC0OPPOTTNHEVO ETTITTEDO YVWOEWV Kal

Oe€l0TATWYV OTN OXOAIKR TAEN.

3. KaivoTtopia Kol TTAEOVEKTHHATA YIO TOUG EKTTAISEUTIKOUG

Ta ekKTTAIOEUTIKA escape rooms gival WPEAIPJA yIa TOUG HabnTEG Kal TTOPOUV va QEPOUV
d1G@opa TTAEOVEKTANATA OTOUG EKTTAIOEUTIKOUG. 'Eva TTpwTo Ba Tav QUOIKA N KavoToua
TTPOCEYYION TWV TTAIXVIOIWY AUTWYV, TTOU PTTOPEI va BonBroel Toug eKTTAIOEUTIKOUG va
gepuyouv atrd Tn pouTiva Kal va BPouv TTEPICOOTEPN EUXAPIOTNON OTNV TTPOETOINACIA

TWV JaBNUATWY TOUG.

O1 duvaTdTNTEG O0€E OXEON ME TOUG TTAIdAYWYIKOUG OTOXOUG €ival ATEAEIWTES KAl UTTOPOUV
Va TTPOCAPHUOCTOUV ATTO TOUG iDIOUG TOUG EKTTAIBEUTIKOUG, YEYOVOGS TTOU ETTITPETTEI
MEYAAO TT0000TO gueAIgiag. H pop@r Toug €TTioNG €ival TTAEOVEKTIKI KAl O1 ETTIAOYEG
TTePINaUBAVOUV EIKOVIKA TTauxvidla, KAPTES, BIBAIA, EKTUTTWOIUO UAIKO, 1} TTIO TTEPITTAOKA
QUOIKA escape rooms. Katroia XapakTnpIoTIKA QUTWY TwV JOPPWY PTTOPOUV Va

ouvduaoTouV Kal JAAIoTa OAQ Ta TTAPATTAVW €ival EQIKTA e 1ID1AITEPA XAUNAG KOOTOG.

MepiAapBdavovTtag oToixeia Tou HabipaTdg oag o€ Eva escape room, Ba €ioTe o€ Béon va
TTAPEXETE OTOUG HABNTEG TETOIEG EUTTEIPIEG TTOU Ba Toug BonBrjoeTe va udBouv Kal va
METATPEWOUV AuECA TN Bewpia o€ TTPAEN HECA O€ Eva TTAIYVIWOEG TTAQICIO, ETTITPETTOVTAG
€101 KAAUTEPN EVOWNATWON Tou dIBAKTIKOU TTEPIEXOMEVOU. Ta escape games
TTpooapudlovTal EUKOAQ avaAloya pe Tn AeIToupyia TTou BEAETE va TOUG DWOETE, EIiTE

ATTOQPACIOETE VA TA XPNOIUOTTIOINCETE yIa eTTAVAANWN €iTE yIa TN d10a0KaAia VEOU UAIKOU.
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KepaAaio 2
H d1daokaAia Tng AyyAIKRAG YAWOO OGS HECW TWV
escape rooms

FAwooIkEG OECIOTNTEG: KATAVONON/TTapAYWYI)

YPOATTTOU AOGYyoOUu

1. Eicaywyn

H karavonon kai n mapaywyn ypattou Adyou atroTeAoUV dUo atro TIG TECOEPIG

YAWGOOIKEG Be€I0TNTES. H KOTAVONON TOU YPATITOU AGYOU gival pia d1adpaoTIKA
d10dIKaoia Kal pia TTOAUTTAOKN OpaoTNPIOTNTA TTOU EUTTEPIEXEI OXI HOVO avTiAnwn aAAd

Kal OKEWN.

‘H kaTavonon Tou ypatrTou Adyou gival Bacikng onuaciag yia Tnv avamTugn tng

IKavOTNTAG 0TN deUTEPN EEvn YAWooa. H kartavénon Tou ypatrTou AGOyou TTapEXEl EUPU

@Aoua €10000U YAWOOIKWY oToIxEiwv (language input) pn d1aB€010 OTOUG HOBNTEG PE

aAAoug TpoTTOUG. (Horwitz, 2008)

H mmapaywyn ypatrtou Adyou TTepIAQUBAVEL TIG YVWOEIG KAl IKAVOTNTEG TTOU OXETICOVTAl
ME TNV EKPPAOT TWV IBEWV O€ YPATITO AOYO. ‘AVvANECa OTIG TEOOEPIG YAWOOIKEG
0e€I6TNTEG, N TTApAywyn yPaTrTou Adyou Bewpeital n 1o TTEPITTAOKN deEIOTNTA YIa va
KATOKTAOOUV Ol JabnTég TNG ayyAIKnS YAwooag, eEaiTiag TnNG TTOAUTTAOKOTATAG OTIG

YPOUMATIKEG BOWEG, TO Ae€IAGYIO, TNV opBoypagia kal Tnv TTpogopd’ (Rao, 2019).

\;[¢
|/¢

¢
oM\
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2. Ta escape rooms Kal 0 pOAOG TG KATAVONONG KAl TTApAywWYRnS TOU

YPATrTOU AOYyOoUu WG atrapaitnTeg YAWOOIKEG BEEIOTNTEG OTNV TASN

210 escape rooms (ERs) o1 pabntég TrpooeAkUOvVTal aTTO TNV 1I0€a OTI Ba TTaiouv Kal Ba
UTTOKIVNBOoUV atrd TNV TTEPIEPYEIR TOUG yIa va JAaBouv 1 va Kepdioouv TO TTaixVidl, Kal
QUOIKA [E TO VA €ival ATTOPPOPNUEVOI OE OPACTNPIOTATEG KATAVONONG KAl TTAPAYWYNG
yPaTITOU AdyoUu UTTOPOUV Va BEATILOOOUV TIG AVTIOTOIXEG OECIOTNTEG TOUG. MEéow Twv
escape rooms ol uadnTég e€aokouvTal oTo Ae€INOYIO, 0T XPAoN VEWV AéEEwv aTOV
TTPOPOPIKO Kal ypatrTd AOyo. AuTo dev gival uOVO JIa EUXAPIOTN EUTTEIPIA YIA TOUG

MaONTEC, aAAG Kal TTOAU XpAOIKN yia TN JEAAOVTIKA €papuoyr TNS E€vng YAWooag.

2TIG MEPEG MOG, AUTA Ta TTAIXVIdIA XPNOIMOTTOIOUVTAl WG PETO €EACKNONG TG ATTOKTNONG
oeglotNTwyV. To TTapdv Ke@AAaio e0TIAEl OTIG OECIOTATEG KATAVONONG KAl TTAPAYWYNG
ypaTrToUu Adyou Kal oTov TPOTTO JE TOV OTTOI0 T escape rooms UTTopouv va CUupuBaAouv
oTnVv avatTu¢rh Toug. Ta escape rooms gival OXETIKA OUYXPOVA QaIVOUEVA OTOV
EKTTAIOEUTIKO XWpPO. H xprion Twv escape rooms Kai n maixvidoTroinon YeVIKA OTIG TAEEIG
01000KAAIAG EEvV YAWOOWV £XEIl EVa ECAIPETIKA HEYAANO BUVANIKO. EUTUXWG, UuTTApXOUV
oAoéva Kal TTEPICOOTEPOI EKTTAIOEUTIKOI TTOU €ival TTpOBuUOI va EQapuoOoouV TNV
TTaIXVIOOTTOINON OTNV TAEN TOUG, UE OKOTTO VA TTPOCEAKUCOUV TO EVOIAQPEPOV TWV
MOONTWV TOUG PE EUXAPIOTA HABAUATA KAl VO TOUG AVTAUEIWPOUV PE BEATIWPEVES YVWOEIG
Kal YAWOOIKEG OECIOTNTES. Ta escape rooms aTroTEAOUV PECO yia TN XPNOIYOTIoINoN
MEBOBWV TTaIXVIOOTTOINONG O€ €va PN TTAIXVIOOKEVTPIKO TTEPIBAAAOV, OTTWG gival n TA¢N,
ME OKOTTO va TTAPAKIVAOEI TN CUPMETOXNA TwV poBntwy. Ta escape games gival 10aviKa
yla TNV Tagn, Kabwg PTTopouV va TIG HETAPNOPPWOOUV O £Va ‘OWHATIO’ XWPIg va
XpnoigotroinBouv atmmapaitnTa TTOAAd TEXVOAOYIKG epyaAcgia, atTAd agloTrolwvTag TO
mepIBAAANOV TNG TAENG. “H TTauixvidokevTpikr) YAwoaoikr didackalia (Game-Based
Language Leaning, GBLL) ptropei va BEATIWOEI TIG ETTIKOIVWVIAKEG OECIOTNTES KAI TN
ouppeTox Twv padntwv” (York & William, 2018). MaiCovrag autd ta traixvidia ol
MaONTEC gival o€ BEaN va eTTeEEEPYAOTOUV TIG KOIVWVIKES OEEIOTNTES TOUG, TNV ETTIKOIVWVIA
KAl TN OUVEPYAOTIia, XPNOIUOTIOIWVTAG TIG TIPOAVAPEPOUEVES YAWOOIKES Be€I6TNTES (York
& William, 2018). ETriong, avTi o1 yabntég va TTaidouv éva escape game, €ival 1o

eVOIOQPEPOV VA XWPIOTOUV OE OPADEG, KE TNV TTPWTN OPAdA VA CUYYPAPEl TO OEVAPIO Kal
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va dnuioupyei To Traixvidl Kal TRV AAAN oudada va ypA@el TOUG KAVOVEG, BEATIWVOVTAG

£TO1 TTEPAITEPW TIG OECIOTNTEG TOUG OTNV TTAPAYWYI] KAl KATAVONON Tou ypaTrTou Adyou.

2Uu@wva pe Tov Rodriguez (2014), n raixvidoTtroinon otn d1dackaAia TG ayyAIKAG
yAwooag wg deutepn YAwooa (ESL - English as a Second Language) kaAAigpyei TIg
BETIKEG OTACEIG TWV HABNTWY OTO XWPO TNG CUVEPYATIAG, EUTTEIPIKAG ABNOoNG,
QUTOEKTIKNONG Kal EVOIAPEPOVTOG, AVTAYWVIOTIKOTNTAG WG KivNTPO CUUUETOXNG,

QUTOVOWIaG Kal avoxAg o@AAuaTOG.

Ta eKTTAIOEUTIKA CUCTHAUATA AVTIMETWTTICOUV VEEG TTPOKANCEIG KOl ATTAITACEIG KAl Ol
EKTTAIOEUTIKOI UTTEPaTTTICOVTAI TNV TTAIXVIOOKEVTPIKA dIdaoKaAia Twv {EVWV YAWoowWwV
Méoa aTTd Ta OEvApIa TwV escape rooms, KATalyiIopou I0EWV, CUYyYpPaQrg oEvapiwy,
OpaCTNPIOTATWY YPAPNGS Kal avayvwaong, aAAG Kal JEoa atrd TNV EVOWUATWoN

OpACTNPIOTATWY TTAPAYWYNS TTPOPOPIKOU AGYOU.

2UPQWVA g Eva TTPOoPATO EPWTNUATOASYIO Kl hIa JEAETN TNG EQAPUOYNG TV escape
rooms o€ CUYKEKPIYEVN TAEN, BIA@AVNKE OTI Ol TTIO GUXVA XPNOILMOTTOIOUNEVES YAWOOIKES

0e€I0TNTEG €ival N KaTavoénon Kal N TTapaywyr] Tou ypattou Adyou.

MO ZYXNA XPHZIMOIOIOMENEZ NNQzzIKEZ
AE=IOTHTEZ ZTO MNMAIXNIAI

31%
37%

20%

12%
m Reading ®mWriting Listening m Speaking

Eik6va 1. Mo ouxva xpnoINOTTOIOUUEVEG YAWOOIKEG OECIOTNTEG OTO TTAIXVIdI
(Santamaria, 2019)
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O1rwg @aivetal otnv eikOva 1 (Santamaria, 2019), n yAwoaoikA de€iétnTa mou
XPNOILOTTOIEITAI TTEPICCOTEPO OTA escape rooms €ivail N Tapaywyn TPoeopikou Adyou,
mBOavoTaTa EEQITIOG TG AVAYKNG YIO ETTIKOIVWYVIa JETAEU Twv pabnTwyv. H katavonon
TOU yPaTITOU AGYyOU £TTETAI, KABWG OI pabnTég TTPETTEl va dlaBAcouv OAEG TIG
OpacTNPIOTNTEG YIA VA TIG KaTavorjoouv. H Trapaywyr ypatrtou Adyou, atro TNV AAAN
MEPIG, Oev gival n TTI0 ouvnBIouévn YAwOOIKH EIOTNTA TTOU £CACKEITAI OTA escape

games.

3. Mé£Bodol yia va euTTAECOUHE TOUG HOONTEG OTA EKTTAIDEUTIKA escape

rooms

Av €mBupeiTe va BonBrioeTe Toug pabnTég cag va udbouv, va Kavouv eTTavaAnyn Kai va
e€aoknBbouv oTnv Katavonon Kal TTapaywyn Tou ypaTrTou AOyou O€ €va EKTTAIOEUTIKO
escape room, o KaAAUTEPOG TPOTTOG YIA VA Yivel auTo gival va eTw@eANBeiTe Ta BondnTIKA
oTtoixeia (clues). H Auon yia kGBe aToixeio TPETTEl va gival pia ouvtoun AéEn (A piIa ogipda
aTro TUXaieg AEEEIG) 1 Wi akoAouBia apiBuwv.
AUTEG 01 AEEEIG i} o1 aplBuoi Ba EekAeidwaouv TIG KAEIDAPIES Kal Ba AUCOUV TOUG ypipoug
TTOU €XETE ETOINACEI, KATI TTOU Ba 0dnyei TOUug abnTéG KABE POPA OTO ETTOUEVO TTACA.
AkoAouBoUV PepIKA TTapadeiyuaTa TTWGS MTTOPEITE VA TO KAVETE auTO PEoa aTTd OIAPOPES
OpacTNPIOTNTEG:
» MolpdoTe OTOUG JABNTEG PIO QWTOTUTTIA JE PIa TTAAGUN ME KEVA yia va
ovopaTioouv 10 K&Be axTUAO. O KWOIKOG PTTOPET va TTPOKUYEI ATTO TO TTPWTO

yPAuMa Tou KABe daxTUuAou, akoAouBwvTag Tn oelpd TTou P@avifovtal Ta

dAaxTUAQ.
MNapaderypa Meoalos  nqpapecog
Agiktng
\. l /./\,1;«“
3 4 g

2

Avr(xewqq'

1

Kwdtkog: AAMIMIV
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 SpeakiIR

» H oupTTAfpWOoN KEVWYV €ival hia akOPn atrAfy dpacTnpioTnTa TTOU PTTOPEI va
XPNOoIPoTToINBEI OTA eKTTAIBEUTIKA ERS. O ekTTaIdeUTIKOG UTTOPEI Va BETEl
EPWTNOEIG KAl VO {NTAOEI ATTO TOUG JaBNTEG va aTTavTAOOUV OTIG EPWTHOEIG, KABE
YPANUa O€ DIAPOPETIKO KEVO.

MNapddeiypa

Molog TToTapOG dlappéel TEOOEPIG TTPWTEUOUOES TNG EupwTing;

A OYNABHZ

AitrAa o€ TTo10v WKeavo Bpioketal N Kapaiiki ©dAacoaq;

TON ATAANTIKO QK EANO Kwdikég: YHTK

» ETmiong, epwTAoEIG TTOAATTAAG ETTIAOYAG UTTOPOUV VA Yivouv KwdIKoi. Ol
EKTTAIOEUTIKOI ITTOPOUV VA TIG XPNOIKPOTIOINCOUV YIA ETTAVAANWN TNG YPOUMATIKAG
Kal Tou AggIAoyiou.
MNapddeiypa
Av eTOINAOCETE PIa O€IPA TTOANQTTAWY EPWTHOEWV KAl OI CWOTES ATTavTioelg gival A, C,
D, A kai B, €xete dnuIoupynoel auEoWG TOV KWOIKO TTOU EEKAEIBWVEI PIa KAEIBAPIA —

ACDAB!

» MTropeite va BonBroeTte Toug pabnTEg 0ag va €gacknBouv oTnV TTapaywyr] Tou
ypaTrTou Adyou oTa ekTTaIdeUTIKA ER divovTag Toug @UAAGSIa va ToTTo0eTrioouV
TIG TTPOTACEIG OTN CWOTH O€IPA.
MTTOpEITE OKOUN VO EVOWMATWOETE KATTOIOV KWOIKO OTNV TTPOTACN 1 va
TIPOXWPNOETE AKOUQ TTEPICOOTEPO Kal va {NTACETE ATTO TOUG MaBNTEC va

dnuIoupyAoouyv ol idiol évav KwAIKO divovTag Th cwaoTr atrdvinon.
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To rapddeiypa TTou aKoAouBei dev XpNOIMOTTOIEITAI OE HOOBNTES UE HAONOIOKEG
OuoKoAigg

Mapadsiypa

B’ MArKOZMIO MOAEMO METAZY XQPEX ZTON AMNO OAO NOAEMHZAN TON
KOXZMO NMOAAEZ TOYZ

KATEAH=E NMOAQNIA AIAMAXH NMOAEMOZ XTHN NAIrKOZMIA THZ TEPMANIAX O
META THN EIZBOAH

EFMNE AYTO NOTE

21NV apxn ol pabnTég oag pTTopei va aloBdavovtal ptrepdepévol, aAAG ouvTopa Ba
avTIAN@BoUV 6T av BaAouv TIG AEEEIC OTN CWOTH CEIPA KAl aTTAvTAOOUV TNV £pwTnon, Ba

MTTOPECOUV VA CEKAEIDWOOUV TNV KAEIDAPIA PE TOV TETPAWRPIO KWAIKO.

AUon Tou TTapadeiypaTog

210V B’ MNaykoéouio MoAeuo TToAAEG XwpeS atrd OA0 Tov KOO0 TTOAEUNCAV PETAEU TOUG.
O lMoéAepog katéANge TTaykOopia dilapdxn META TNV I0BOAR TNG eppaviag otnv
MoAwvia. MoTe €yive auto;

Quoikd, 1o 1939 Ba gekAeIdwael ‘TO AOUKETO'.

Na va oAokANpwaoouv TI dpacTNPIOTNTEG OI OBNTEG 0aG O€ £va eKTTAIOEUTIKO ER,
MTTOPEITE VA XPNOIUOTIOINOETE DIAPOPEG OTPATNYIKEG KAI TEXVIKEG YIA TNV Katavonon Kal
TNV TTapaywyr ypatrtou Adyou. Oa ava@EéPOUpE UEPIKES ATTO AUTEG.

1. Eomniaopévn avayvwon (scanning) givai n ypriyopn avayvwaon evog KEIPEVOU

yla TNV EUPECT) OUYKEKPINEVWY TTANPOPOPIWV.

MrtropeiTe va OWOETE OTOUG HABNTEG 0AG VA MIKPO KEIMEVO KAl O KWOIKOG UTTOPEI va gival
ylo TTapadelyha évag apiBuog TTou va TTepIEXETAl OTO Keipevo. Puaikd, ol pabnTég oag Ba
XPEIOOTEN va XPNOIKJOTIOINCOUV T GAVTaCia TOUG YIA VO PTACOUV OTO CUNTTEPAC A
auTo.

2. Z@aipikn avayvworn (skimming) €ival n ypyopn avayvwon evog KeEIPEVOU yia

va KOTOAGBOUME TNV KEVTPIKA 10€a.
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To va éxoupe ws Bdon Tou ER pia 1o0Topia KAvel T TIPAYUATA TTI0 EVOIAQEPOVTA VIO TOUG
MaONTEC Kal BETEI TOV OKOTTO TWV EKTTAIDEUTIKWY escape rooms. Otrolodntrote ER
MTTOPEI va TTEPIEXEI MIA I0TOPIA OTO POVTO N VA OEVAPIO: OI EKTTAIDEUTIKOI JTTOPOUV VO
dWOOoUV TNV IOTOPIO WG KEIMEVO TTOU 01 JaBnTéC Ba dlaBdoouv OTo OTTITI yIA VA TOUG
€1I0AyoUV OTO UTTEPOXO auTo Tagidl TTOAU TTpIv apxioouv va trai(ouv. MTTopei va Toug
¢nTnBsi va watouv évav xauévo Bnoaupd, va 0woouv KATToIo €id0g utrd e¢agdvion, A
akOpa Kal va Bpouv évav kaivouplio TTAaviTn. OTroia Ki av givai n TTEPITITwaon, n 1I0Topia
auTh Ba atroTeAéoel oiyoupa TéAEIa eukaipia yia eEGoknon TnG 8€I0TNTAG KATAVONONG

ypatrtou Adyou.
EKTOG 116 TIG dUO QUTEC YAWOOIKES BEEIOTNTES, OTNV ETTOMEVN evOTATA Ba UTTAPEOoUV

TTEPICOCOTEPES TTANPOPOPIEG OXETIKA YE TO TTWG UTTOPOUUE VA BEATIWOOUUE TIG BECIOTNTES

Katavonong Kal TrTapaywyng TTpo@opikou Adyou oTa escape rooms.
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FAWOOIKEG DECIOTNTEG: KATAVONON/TTApaAywyn

TTPOPOPIKOU AdGyou

1. Karavénon mpo@opikou Adyou: opIioHOg

Epeuvntég 6Tmwg o Thomlison (1984) kai Hamouda (2013) 6picav Tnv KaTavonaon Tou
TTPOPOPIKOU AOYOU WG ‘TNV IKAvOTNTA avayvwpIong Kal Katavonong 0ocwv Aéve ol GAAor’
(oTo Gilakjani, A.P. kai Sabouri, N.B., 2016), cuutrepiAaufavouévng TnG IKavoTnTag
TTPOYOPAC, YPANMATIKAG, AECIAOYiOU, UTTOKEINEVNG ONUOCiag, KaBwG Kal TNG IKAvOTNTOG

OUAANOYIG TTANPOQOPIWY KAl ATTONVNUOVEUOTG TOUG.

H Lundsteen (1979) avégpepe OTI Ta TTAIOIA AVATITUCOOUV THV KATAVONGOT TOU
TTPOYOPIKOU AGYOU TTIPIV TNV TTAPAYWYH TOU TTPOQPOPIKOU, YEYOVOG TTOU PAVEPWVEI OTI N
Katavonaon Tou TTPo@opIkoU Adyou gugavideTal TTpwTn oTn diadikacia ekuadnong
yAwoowv. EmtAéov, cup@wva pe Toug Doff (1995) kail Ziane (2011), ‘dev ptropoue va
QVATITUEOUUE TNV IKAVOTNTA TTAPAYWYAS TTPOPOPIKOU Adyou av dev avaTiTUEOuUE TTPWTA
TNV IKAVOTNTA KATAVONONG TTPOQPOPIKOU Adyou’. ETTopévwg, dpaotnpidTnTeG OTTWG TO va
aKOUME padlido@wVo, TO va TTapakoAouBouUue Talvieg /| va GUVOPIAOUNE PE KATTOIOV OTN
MNTPIKA TOU YAWOOO (O€ YPOATTTA ] TTPOPOPIKA HOPPr]) YivOovTal EUKOAOTEPEG YIa JaONTEG
TTOU €XOUV KOAN] IKOVOTNTA OTNV KATavonon Tou TTPO®OPIKOU AGYyou oTnV ayyAIKni

Jz. g
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O Hedge (2000) rpdteive 011 OTaV 01 AVOPWTTOI ETTIKOIVWVOUV PETAEU TOUG, ‘TO 9 TOIG
EKATO QVTIOTOIXEI OTNV TTAPAYWYH yPATTTOU AGyou, To 16 TOIG EKATO OTNnV Katavonon
ypatrTou Adyou, 10 30 TOIG EKATO OTNV TTAPAywWYr) TTPOPOPIKOU Adyou Kai To 45% oTtnv
KaTtavonon Tpo@opikoU AGYou, YEYOVOG TTOU QAVEPWVEI TN ONPOCIa TNG KATavonong Tou
TTPOQYOPIKOU AOyou oTnv eTmKoIvwviakh diadikacia’. KabBwg eEeAicoeTal n Kovwvia,
KaBioTaral ca@Ag N METARaON atrd Ta EVTUTTA ECQ TTPOG TOV X0, TTPAyUa TToU OEiXVEl
OTI N KATAVONGON TOU TTPOPOPIKOU AOYOU £xeEl TTOAU GnPavTIKA B€0n oTnv ekudonon
&EvwV YAWo oWV Kal, QUOIKA, Ta Hadrnuarta TTPETTEl va TTPocapuOlovTal WOTE VA

oupBdaAouv otnv KaAAIEpyela auThg TnS de€idTnTag (Hedge, 2000).

2. Mapaywyn Trpo@opikoU Adyou: opIicuog

H TTapaywyn Tpo@opikou Adyou gival n de¢I0TNTa TTAVW OTNV OTToia 01 JaBnTég Ba

Kp1Bouv o€ kataoTdoelg TTpaypaTikis (wng (Brown and Yule 1983).

EtTopévwg, o ekTTaIdEUTIKOI OQEIAOUV VA QEPOUV TOUG HOBNTEG OO TTIO KOVTA YiVETAI O€
aAnBiva repIBAAAOVTA ETTIKOIVWVIAG Kal va TOug fonBrioouv 6x1 HOvo va KaAAiEpyrioouv
TNV IKAVOTNTA TOUG VO JIAOUV UE EUXEPEI XPNOIUOTTIOIWVTAG CWOTA TOOO TN YPOUMATIKA
600 Kal KaTAAANAo Ae€IAOyIo, aAAG Kal va augroouV TIG YVWOEIG TOUG TTAVW OTOV
TOAITIONS TNG YAWooag TTou pabaivouv. AuTO UTTOPOUV VA TO KATAQPEPOUV UECA ATTO TN
XPron dnuUIoUpyIKoU UAIKOU, OTTWG gival ol dpaoTnpidtnTeg ER, Ta TTaixvidia poAwv Kal
Ta oevapla TTou BEATILOVOUV TNV IKAVOTNTA TWV JaBNTWYV va ETTIKOIVWVHOOUV OTA

ayyAIKd, KatavowvTag Tov AGyO Kal TTapAyovTag owoTd unvuuara.

H Dewi Sri Kuning (2020) avagépetal oTn onuacia tng d10aoKaAiag TG TTapaywyng
TTPOPOPIKOU AOYOU PECW TNG OUYXPOVNG TEXVOAOYIAG Kal ETTICNUAivel OTI O JaBnTég
OuxXVQa agloAoyouv TNV TTPOOJO TOUG OTNV EKUABNOoN {Evwy YAWOOoWY KaBwG Kal 0TV
QTTOTEAEOUATIKOTNTA TWV HOBNUATWY TOUG e BAoN TO TTOCO aloBAvovTal 0TI €X0UV
BeATIWOEI TNV IKAVOTNTA TTAPAYWYNG TTPOPOPIKOU AGyou. Av Kal Ol EKTTAIOEUTIKOI
avayvwpifouv Tn onuaacia Kai TR ouvageia auth, n d1I8acKaAia TNG TTAPAYWYAS
TTPOPOPIKOU Adyou PECa OTNV TAEN €XEI UTTOTIMNBEL Kal o1 KABNyNTEG ayyAIKWV

XPNOIMOTTOI0UV OUVABWG ETTAVAAAWEIS AOKACEWYV 1] ATTOMVNROVEUGCT] BIOAOYWYV WG
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MEBODOUG yIa va BEATILWOOUV TN CUYKEKPIPEVN DECIOTATA TWV MaBNTWV. OTTWG avagépel
n Dewi Sri Kuning (2020), ‘o1dx0¢ TnG d1dackaAiag TnG 8€I0TNTAG TTapaywyng Adyou’
TIPETTEI VA €ival N BEATIWON TwV ETTIKOIVWVIAKWY JEEIOTATWY TWV JABNTWY Kal TO va
MABouv va ‘ek@pdlovTal Kal va Jabaivouv TTwG va akoAouBoUv TOUG KOIVWVIKOUG Kal

TTOMITIONIKOUG KaVOVEG avAAoya PE TNV KABE ETTIKOIVWVIOKA TTEpioTaoN.

3. Escape rooms Kal YAWOOIKEG BeEIOTNTEG

ATIO TIG TEOOEPIG YAWOOIKEG BEEIOTNTEG, OI HOBNTEG KAl OI EKTTAIDEUTIKOI BEWPOUV OTI N
d1daokaAia kal yabnon TG Katavonaong Tou TTPOPOPIKOU Adyou gival TTIBavoTata pia
aTrd TIG TTO ATTAITATIKEG DIABIKATIEG, KAl ATTOTEAEI £va aTTd TA TTI0 OUCIWON TTEdIA TTOU
TTPETTEI VO KATAKTAOOUV 01 HaBnTéG yia va BeATIwBoUV oTnv v yAwoaoa.

AuTH N TTOAUTTAOKOTNTA TNG OUYKEKPIMEVNG BECIOTNTAG OEV UTTOVOWEUEI TO YEYOVOG OTI,
OTTWG avagépel o Rost (2001), dev UTTAPXEI TTAPAYWYH TTPOPOPIKOU AdYoU XwpPig
katavonon tou. O1 yabnTtég, oTav EpXovVTal AVTIHETWTTOI UE OTTOIAdNTTOTE dPACTNPIOTATA
Katavonong Tpo@opikou Adyou, Katd KATTolov TpOTTo XavovTal, KaBwg aioBdvovTal OTi
Oev KataAapaivouv Tn cuvopiAia. AuTO PEILVEI TNV AQUTOTTETTOIBNON TOU PaBNnTH, Kai
UTTAPXEI N OIAPKNG EKKANGCN YIA CUXVEG ETTAVAARWYEIG TOU TTPOPOPIKOU KEIUEVOU,
KaBIoTWVTAG TNV KATavonon mng ¢€vng YAwooog aTTaITnTIKA KaAl, OE OPICPEVES

TIEPITITWOEIG, 10IAITEPA AYXWTIKA dladikaaia.

Ta escape rooms TTnyagouv atro Tnv I0€a OTI UTTAPXEI AVAYKN YIA TOUG EKTTAIOEUTIKOUG
Kal TOUG JaBNTEG va ETTIVONOOUV dpacTnPIOTNTES TTOU dNUIOUPYOUV KivnNTPa CUUMETOXAG
Kal yla Ta duo auTtd pépn TTou poipdadovtal Tn padnolokr diadikacia. O1 eKTTaIOEUTIKOI
BpiokovTal QvTIHETWTTOI HE KATAOTACEIG OTTOU OI HaBNnTES KaTakAUZovTal atrd eCWTEPIKA
OTOIXEIQ TTOU TOUG ATTOCTIOUV TNV TTPOCOXN aTTo TN udinon, Kai n xperon mapadociakwy
MEBODOAOYIWY EKPABNONG YAWOOWYV TOUG KAVEI va aloBAvovTal akOua TTIo JaKpIQ atro
Tn 814001 TOUuG yIa uddnon. ETopévwg, Ta ERS putmopouv va xpnoiuotroinbouv wg éva
EPYAAEIO yIa va avakKTAOOUNE TNV TTPOCOXI TwV HadnTwyv divovtag Toug Tn duvaTtotnTa

va udbouv XpnOoIPOTTOIWVTAG oUYXpova epyalEia dIdaoKaAiag.
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2UPQWVA JE TIG atrowelg Tou Slobin (1985) o1 kaBnynTég EEvwy YAWoowv XpelddeTal va
yvwpi¢ouv YAwooikd UAIKO TTou Ba TTPOCEAKUCEI TO EVOIAPEPOV TWV NOBNTWYV WG EVa
MECO va KIVNTOTTOINOOUV TOUG HaBnTES Kal va Toug BonBricouv va pdbouv Tn YAWooa JE
evolapépov. Z1a ERS, n xprion auBevTikoU UAIKOU yia TNV KaTavonaon Tou TTPOPOPIKOU
AGyou BonBdagl 0TV aUgnNoNn TNG TTPOCOXNG TWV JaBNTWYV Kal YiveTal évag
QTTOTEAEOHUATIKOG TPOTTOC TTOoU BonBdel otn didackaAia TNG deEIOTATAG TNG TTAPAYWYNG
TTPOPOPIKOU Adyou. AuTO uE Tn o€lpd Tou BonBdel Tov pabnth va KaAAiepyrnoel Tnv
IKaVOTNTA TOU va akoUEl Kal va kataAaBaivel To vonua TTpo@opikwy Kelpévwy (Field,
2002).

AkoAouBei éva TTapddelyua dpaocTnPIOTNTAG KATAVONONG TTPOYOopPIKoU Adyou ot éva ER
ME a@NyNUATIKO TTAQICIO TOU TTAIXVIOIOU TNV ATTEVEPYOTTOINGOT EVOG EKPNKTIKOU

MNXavIouoU:

H dpaoTnpidtnTa dpxioe TTapoucidlovTag OToUuG HaBnTEG £va eI0aywyIKo Bivieo O0To
EPYAOTAPIO TTANPOPOPIKNG, OTO OTTOIO0 KATTOIO ATOUO EP@AVICETAI HEOA O€ éva

MTTOUVTPOUWI, O€ Pia ABOAN KapEéKAQ, Ue depéva XEpla Kal TTOdIa. 2T0 Bivieo autd TO
ATOPO AVTITTIPOOWTTEUEI “TOV KABNyNTH”, 0 OTT0I0G £¢NYEi OTI AVAKAAUWE TTWG PEPIKOI

KaBnynTég aTTd TO TUNAHA NAEKTPOVIKWYV ETTIOTNUWYV oXedialav pia BOupa TTpoKEINévou va

avaTivagouv 0An Tn oXoAr, aAAd diatrioTwoav 611 “o KaBnNynTNG” €XEl AVATITUEEI Eva

AOYIOHIKO VIO VO TNV ATTEVEPYOTTOINTEL.
Lopez-Pernas et all (2019, pp.31727)

H 18éa Tng Jones (1996, p.12) 6TI TNV TTapaywyn Kail Katavonon TTpo@opikou Adyou
‘€xoupE TNV TAON va oAoKANpwvouue KATI, va eEepeuvoue 10€€¢, va eTeCepyalOuaaTe
AECeIC 1 atTAG va gipaoTe padi’ 1oxuel atréAuTa ota ERs. O1 paBntég éxouv Tnv gukaipia
va egaokfoouv 60a £uabav oTnv Tagn Ue TO OKOTTO VO OAOKANPWOOUV dpacTnPIOTNTEG,
va eEEPEUVOOUV TO OWHATIO, va Bpouv BondnTikd oToixEia, va AUCOUV Ypipoug K.4., Kal
OAa autd yivovtal guAoyIka atrd opddeg. H ekudBnon NG £Evng YAWOOOG JETATPETTETAI

aT1ré ATOMIKN UTTBe0on OTNV TAgN o€ aAANA0dIdAKTIKA didackalia oTa ERS.
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To oknvikd Twv ER tTapéxel otov pabntn ¢évwv yYAwoowyv Tnv aicbnon tou ‘Adyou wg
d1Gdpacn’, 6TToU O HaBNTEG JIAOUV PE TOUG OUVONNAIKOUG TOUG OTNV &€V YAwooda. 21NV
TAEN uTTopEi va aioBdavovTtal Xauévol atro Adyia étav €X0uv va AvTILETWTTIOOUV
TTPAYUATIKEG KATAOTACEIG, AAAG TO TTEPIBAANOV Twv ERS divel TNV gukaipia oToug
MaONTEC va avTIMETWTTICOUV TN YAWOOQA WE TTIO EUXAPIOTO Kal QUOIKS TPOTTO, KaBwG Ba
TIPETTEI VA TTAPAYOoUV OUVTOUES OTIXOMUBIEC, va TTApouv To AGyo 0 KaBévag Pe T aeipd
TOUp, OKOPA KAl VO aoTeIEUTOUV. Mg Tov TPOTTO auTdv, OXI HOVO avaTTTuooETal AOYOg
0100pa0TIKOG KATA TN dIApKEIQ TNG dpaoTNPIOTNTAG, AAAG KAl ‘AOYOG WG ouvaAlAayr’,
OTTOU N éuacn diveral OTO TI AéyeTal Kal yiveTal. KevTplko {RTnua gival ol yabntég va
yivovTal katavonToi kaBapd kai ue akpipeia, KaBwe auTtd XPeIAleTal yia Vo EKTEAETOUV
TIG OPACTNPIOTNTES KAl TEAIKA VO dpATTETEUOOUV aTTd TO SWMPATIO. O1 padNnTEG TTPETTEN VA
QVATITUEOUV TIG DECIOTNTES TTAPAYWYNS TTPOPOPIKOU AOYoU OTTWG va TTEPIYPAPOUV Eva
QVTIKEIPMEVO I YIO KATACTOON, VA AITIOAOYOUV TNV ATTOYr] TOUG, VO CUNPWVOUV Kal va

dl0pwvouv.

‘Eva Tapddeiypa 1ng Xprong mpo@opiKAG OUVOMIAIOG JE auToUg TOUG dUO TPOTTOUG Eival
n XpNnon ypiewy, wg éva BAPA yia Tnv atrokTnon Tou KwWOIKOU TNG KAEIDAPIAG I wg Eva
Briua va TTpoxXwPENoouV Ol JabnTéG oTNnV ETTOPEVN OPACTNPIOTNTA. Z€ QUTA TNV
TTEPITITWON, TA HEAN TNG ONAdAG, OKEPTOVTAI TN AUON VOGS YPIQOU, OTTWG TTaPAKATW: “TI
YiveTal uypo evw OTEYVWVEL” (aTTAvTNOoN: N TTETOETA). AIQQOPETIKA OTOIXEIA TOU
TIPOPOPIKOU AOYOU aTTOTEAOUV EVEPYNTIKO HEPOG TOU TTaIXVIOIOU. O1 pabnTtég
avaAapBdavouv TV TTPOKANGCN va BPouvV T CwaoTr atrdvTnon, €701 TO VA JIAOUV PE
o€lpd, va CUUPWVOoUYV, va diapwvouV Kal Vo apbpwvouV JIKPES TTPOTACEIS UTTAPXOUV O€
OAn Tn didpkela Tou TTaixvidiou. OTav Bpouv TN CwaoTH ardvTnon, TTPETTEI Va
ETTIKOIVWVAOOUV JE TOV apxnyo Tou TTaixvidiou (game master). Z€ TTEPITITWON TTOU N
atravtnon gival AdBog, o apxnyog PTTopEl va Toug dwael KATTo10 BondnTikd OToIXEIO KAl

€101 N TTPOPOPIKN dpaocTNPIOTNTA apXidel Kal TTAAL.

Me auTd Ta €idn dPACTNPIOTATWY, TTPOAYOUUE TN XPAON TNG TTAPAYWYNGS KAl Katavonong

TTPOPOPIKOU AOYOU EKTOG TAENG KAl ETTEKTEIVOUUE TN XPAON TNG TTAIXVIOOTTOINONG £EW
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aT1To Ta oUVNBIoPEVA TTAIXVIOIA KAl EQAPUOYEG TTOU £XOUV ouvnBioel oI HaBNnTEG. € AuTO
TO KEQAAQIO, UTTOOTNPICOUE TNV IOEA OTI TO escape rooms gival €va XprolIuo EpYaAEio
YIO VO UIOBETAOOUPE dpaOoTNPIOTNTEG KATAVONONG KAl TTAPAYWYNS TTPOPOPIKOU AOYOU O€
MIa TTI0 oUuyxpovn TTpocéyyion otn didaokaAia. O1 pabntég apxi¢ouv va eKTIMOUV TNV
TP60dS TOUG OTNV EKMABNON TNG &évng YAwooag pe BAon TIG TIPOPOPIKEG TOUG
emdooelS. H didaokaAia TnG TTapaywyng Kal Karavonong Tpo@opikou AGYou aTToTEAEI
OKOUA QVTIKEINEVO HEBOBOAOYIKNG dlapdxnG, OTNV OTToia Ta EKTTAIOEUTIKA escape rooms
MTTOPOUV VA EQAPUOCTOUV WG IO ATTOTEAECHUATIKI KAl UTTOOXOMEVN EKTTAIOEUTIKN

dpaoTnpIdTNTA.

‘Eva evdia@épov TTapddelyua Baciouévo oTa BETIKA atroTeEAEOUATA TTOU £Xouv Ta ERsS
oTnN HOBNOCIOKK EPTTEIPIA HaBNTWYV EEvwv YAWOOWYV Kal TRV aicbnon TG BeATiwong otnv
TTapaywyn Kal Katavonaon TTpo@opikou Adyou gival N JEAETN TTou eKTTOVNOE N Lopez

(2019) TTaGvw OTN XPrionN Twv escape rooms Kai TNV eEKYAdnon Evwy YAwoowv.

Ta atmroteAéopatd TnNG atrodeikvuouyv OTI Ta ERS gival éva TTOAUTIUO gpyaAgio yia TV
EKMAONoN TNG ayyAikAg YAwooag (31%), egaitiag Tng Xpriong 1nG YAWOOOG-OTOXOU HE
OKOTTO TNV ETTIKOIVWViA aVAPECO OTA PEAN TNG OUADAG KAl TN XPNOIUOTIoIiNCN TWV
BonénTikwv oToIXEiWV OTIG dPacTNPIOTNTES. OTTWG NdN avaeépBnke 0To KEPAAQIO,
OTOUG HaBNTEG OOBNKAV “TTPayUATIKES dPACTNPIOTNTES KAl £TCI €iXav TNV TTETTOIBNCN OTI
n yYAwooa Atav 1o aAnBivi Kal TTAQICIOOTPAPNG, YEYOVOG TTOU UTTOKIVNOE TIG
ETTIKOIVWVIOKEG TOUG BECIOTNTES (15%) Kl ETTOPEVWG AUENOE KAl TO ETTITTEQO

evOIOQPEPOVTOG TOUG (29%).

To ouykekpipévo ER kal Ta atroTeAéopaTd TOu £TTIONG avEDEIEav OTI O aBNTEG
aicBdavovTtav TTIo AVETA VA XPNOIYOTIOINCOUV TNV ayyAIKiy YAWooa oTo escape room
TTapd péoa otnv Ta¢n. Etiong, amoé Tnv e€Goknon Twv yadnTwy oTo escape room
TIPOEKUYE OTI KUPIWGS aoXOANBnKav PE TIG TTIPOPOPIKES OECIOTNTES, dNAAdA TNV
TTapAywyr Kal Katavonaon TTpo@opikou Adyou (67%) o€ oxéon e TIG AAAES (33%).
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KegpaAaio 3

Ta escape rooms otnv E.E.

AT16 10 2007 TTOU dNUIoUPYABNKAV YIa TTPWTH POPA YUXaywyIKd escape rooms oThv
latTTwvia, dnuioupynBnkav Trepitrou 5000 escape rooms o€ TTEPITIOU 75 XWPES 0€ OAO
TOoV KOOMO. Ta TeAeuTaia Xpovia ol eKTTAIOEUTIKOI £DEICaV Eva IBIAITEPO EVDIAPEPOV VA
TTPOCAPUOCOUV TNV I0EA TWV escape rooms yia va IKAVOTTOINOOUV TIG AVAYKES TwV
MaONTWV Toug O¢€ BIAPOPES HABNOCIOKES TTEPITITWOEIG O€ QUOIKA Kal YnPIoKa

mepIBaAAovTa.

H oxeTikn BiIBAIoypagia TTpoTEivEl OTI TA escape rooms £XOUV XPNOIUOTIOINBEI EKTEVWIG
WG ePYAAEio yia dIa@opous TTaIdAYWYIKOUG OKOTTOUG, YIA VA BEATILWOOUV TO YVWOTIKO
uUTTOROBPO TWV PaBNTWY O€ OXEON ME OUYKEKPIPMEVA JaBApaTa, va avatrTugouy TIG
KOIVWVIKEG OECIOTNTEG TOUG, OTTWG TNV OJABIKOTNTA, TN CUVEPYATIA KAl TNV KPITIK)
oKEWYN, ) GKOUA KAl va KAAAIEPYROOUV TNV ETTAYYEAUATIKA IKAVOTNTA TWV
OUPHETEXOVTWY. 2TO TTPWTO PEPOG TOU KEQaAQiou Ba evnUEPWOOUNE YIA CUYKEKPIPEVO
oevdapIa TWV escape rooms Kal To TTAQICI0 EQapUOYAG TOUG Yia va BEiCOUNE TOV TPOTTO
ME TOV OTTOIO escape rooms XpnOoIKJOTTOIOUVTAl YIA EKTTAIDEUTIKOUG AOYOUG € DIAPOPEG
EUPWTTAIKEG XWPES. 2TO DEUTEPO PEPOG TOU KEPAAQIOU, CUYKEKPIUEVES TTPAKTIKEG TWV
escape rooms 6a TTapouUCIACTOUV WG KAAEG TTPAKTIKEG O OXEON UE OPICPEVA KPITHPIA.
EATTiCoupe 611 auTtd Ta escape games Ba atroTeEAECOUV EUTTVEUCT VIO VO EQAPPOCETE KI

€o0¢€ig Ta escape rooms oTn OIKr 0ag TagN!

Ag ekivijooupe Tn d1adpoun HOG Kal ag HABOoUE yia TTPAKTIKEG TWV escape rooms o€
OAn v Eupwtn!
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Ta escape rooms OTO EUPWTTAIKO CUYKEIMEVO

O1rwg avapépbnke 010 TTPWTO KEPAAAIO, N XPrON TWV escape rooms yia
EKTTAIBEUTIKOUG OKOTTOUG YiveTal OAO Kal TTI0 ONUOPIARG O€ TTAYKOOMIO ETTITTEDO EEQITIOG
TWV OETIKWV ATTOTEAECUATWY TTOU QPEPVEl oTa TTEPIBAAAOVTA dIdaoKaAiag kal pédénong.
‘Exel TTpoTaBei 611 Ta ERS u1mopoUV va KOANIEPYROOUV UE ETTITUXIO TOOO TIG TEXVIKEG
0e€I6TNTEG OO0 KAl TIG KOIVWVIKEG OECIOTNTEG, VW TAUTOXPOVA AUEAVOUV TIG YVWOEIG TWV
MOBNTWV, TN CUPPETOXA TOUG Kal TNV aAAayr OTIG OTACEIG TOUG. ZUVOAIKA, TO
EKTTAIOEUTIKA escape rooms PTTopoUV vVa TTAPEXOUV IO EUXAPIOTN EPTTEIPIA EQOCOV Ol

MOONTEC CUPPETEXOUV EVEPYA OTO HaBNOIaKS TOug TTEPIBAAAOV.

EmimrAéov, KaANiEpyoUV TNV OPABIKOTNTA TWV Habntwy, Tn SNPIOUPYIKOTNTA TOUg, TN
AWN aTToQACEWVY, TIG NYETIKEG TOUG IKAVOTNTEG, TNV ETTIKOIVWVIQ KaI TNV KPITIKA OKEWN.
ApaoTNPIOTATEG UE €Scape room CUVAVTWVTAI OTIG TTEPICCOTEPES EUPWTTAIKES XWPEG.
QoT1600, KATTOIEG ATTO AUTEG £XOUV AVATITULE! TTIO £VTOVO eVOIOPEPOV OTN PEBodOAoyia
Twv escape rooms atro AAAeG. AkoAouBouv pepikd TTapadeiyuata Je escape games o€

OAn Tnv EupwTn.

1. BéAyio

=, Ag EeKIViiOOUE TNV TTEPIODEIA PJAG PE EVa EIKOVIKO escape room TTou
MTTOPEITE va TTaigeTE Kal povol oag. EioTe KaAoi oTo Kuvhyi
Bnoaupou; Auth gival n eukaipia oag va To atmodeigete. To Mouaoeio
MUMONS (Mouat¢io Tou lMavetriotnuiou otn Movg) o€ ouvepyaaoia
pe Toug ‘Jeunesses Scientifiques de Belgique’ (Neapoug
EmoTtuoveg Tou BeAyiou) TTpoo@épel pia oeipd aTTd EIKOVIKA
escape games o€ 0Aa 1a media STEAM, ‘Mystere a Mons’ (MuoTthpio ot Movg). Av
EMOUEITE va BpeiTe TOV Bnoaupd TTou EKPUYE N JUOTIKNR KovoTNTa TNG MOovg, TTPETTEl va
AUoETE pia ogipd ato ypigoug (otn xnueia, TMNE, pabnuaTtikd, yewAoyia, avlpwIriveg
ETTIOTIMEG), VA CUYKEVTPWOETE OAA Ta BonONTIKA OTOIXEIO KOl va BpeiTe TTOU €ival

KPUMMEVOG 0 Bnoaupdg yia va EekAeIdwaeTe TNV KAEIdapId. O Bnoaupds ag avrkel!
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Oa Arav 1ToTé duvaTd va XPNOIUOTTOINCOUUE escape rooms

oTtnVv Ta¢n xnueiag; Paivetal Twg Ox1 poévo givar duvaTo,

OAAG gival €TTioONG Kal €va TTOAU ATTOTEAECUATIKO

EKTTAIOEUTIKO epyaeio. Miow oTo 1775 n MaAAIky Akadnuia t
EmoTtnuwy Tpdogepe Ta BpaBeio Twv 2400 Aifpwyv yia TV :
emvonon NG diadikaaiag TTou Ba ETTETPETTE TOUG

avBpwWTTOUG eKEiVvNG TNG ETTOXAG va TTapdyouv avBpakikd vaTplo atrd aAdT. Kal Twg
auTto AoITTOv oXeTiCeTal e TO escape room; To 1789 o Nicolas Leblanc, évag véog
"GAANOG eTTIoTAHOVAG, ATTOOEXTNKE TN B€0N WG IBIWTIKOGS 1IATPOG OTNV OIKia Tou AOUKA TNG
OpAeavng. To oevapio TOu escape room PETAPEPEI TOUG CUMMETEXOVTEG OTO YPAPEIO TOU
(Dietrich, 2018). Mg Tn BoriB<ia TwV ETTIOTAPOVIKWY YRiQwYV, OTTWG N Xprion Tou
TTEPIOBIKOU TTIVAKA OTOIXEIWYV, EKTEAWVTAG I avTidpaaon Kal uttoAoyifovTag
YPOUMOUOPIA, Ol JaBNTEG TTPOXWPEOUV O€ OUADES KAl AVOKAAUTITOUV TOV TTEVTAWH QIO
ouvOUAO O TTOU AVTIOTOIXEI OTa BripaTta TNS diadikaciag TTPIV va JTTOPECOUV va Byouv

atro 70 OWWATIO.

To TTaIxVidl TTapEXEl MIA CUPTTANPWHAOTIKA DIOOKTIKY) HEBODO Kal onBdacl Toug padnTEg
va ouvOUAOOUV BACIKEG EVVOIEG TNG XNMEIAG e aTTAOUG ypipoug o€ Eva evOIOPEPOV Kal
0100KeDAOTIKO TTEPIBAAAOV. H e@appoyr] Tou TTaixVvIOIoU QavEPWOE OTI TO TTAIXVIiOI
A&IToUpyNoE WG £va avalwoyovnTIKO EPYAAELIO yIa TNV aUgnon TNG CUPMPETOXNG TWV
MaONTWV Kal TNG AVATITUENG TTVEUUATOG OPABIKNAG OUVEPYQOiag, KaBwg Kal pia u€Bodog
VO QVOKOAUWOUV TTANPOQPOPIES YIA TOV CUYKEKPIPEVO XNUIKO, Baoikd oToixXEia XNMIKAG

MNXAVIKAG KAl Ta attoTeAEoUATA TNG OTn MOAuvon.
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21nv EANGDQ, oevdpia yia escape rooms avatrTuxtnkav wg
EKTTAIOEUTIKO €pYAAEio va KAANIEPYHOOUV TNV ETOIPOTNTA TWV
HaONTWYV o€ TTEPITTTWOEIG KaTaoTpo@wyv (Kazanidis et al,
2020). H xprion dpacTnPIOTATWY HE TNV EVEPYH CUUMETOXN
{ i TWV JaBNTWV XpNOIYOTTOIWVTAG TH dOPN TWV escape rooms
- ATTOOEIXTNKE TTOAU TTIO OTTOTEAETUATIKI) GUYKPITIKA PE TIG
atTAEG DIOAECEIC OTNV TAEN YIA TNV ETTITEUEN TWV TTAIOAYWYIKWY OTOXWYV TOU
TTpoypaupaTog. Kal Ta Tpia ekraideuTika Traixvidia (‘Disaster Master’, ‘The emergency
suitcase’ kal ‘House of Disasters’) xpnoipoTrolouv d1adpacTIKG escape rooms yia Thv
augnon TNG ETOINOTNTAG O€ TTEPITITWOEIG KATAOTPOPWY Kal KATAPTIONG YIa va
ETTNPEACOUV TO EVOIAQEPOV TWV HOBNTWV Kal TN CUPPETOXA Toug. O atToAOYICHOG
atréQEIEE OTI PIa TETOIO TTAIXVIOOKEVTPIKA TTPOCEYYION OTN MABNGON ETTITUYXAVEI TOUG
TTaIdAYWYIKOU OKOTTOUG TTOU TiIBevTal TNV €vapgn Tou TTaiXvidiou YE ToV TTIo

QTTOTEAEOUATIKO TPOTTO.

4. OAAavoia

Escape rooms €@apuooTnkav o€ eKTTAIOEUTIKA TTEPIBAAANOVTA

w¢ évag TPOTTOG va augnBei n euaioBnToTToIiNON TWV

MaONTWV TTAvw OTa ATTOTEAEOUATA TNG KAIMATIKAS aAAaYAS P

oTtn (wn Twv avBpwTTwyv (Ouariachi kai Elving, 2020). H

TTAEIOYNQIa TWV escape rooms TToU OXETICOVTaI JE TNV

KAIaTiki aAAayr oxediaotnkav otnv OAAavdia, Kupiwg

€CQITIAC TWV ONUAVTIKWY CUVETTEIWV TTOU £X0UV aKPAia KAIPIKA QAIVOPEVA OTN XWPA.
2T0 TIPOYPANMA YE TNV ovouacoia ‘Blue Mirror’, oI CGUUMETEXOVTEG TTPETTEI vV
TPOTTOTTOINCOUV OAOUG TOUG TTAPAYOVTEG TTOU ETTNPEACOUV TNV KAIMATIKI aAAayr), £T01
woTe pEXpI To 2020 va pn Biwvouv TTia TTapOuoIEG BUCAPECTEG KATAOTACEIG. ETTITTAéOV
T0 ‘Watersnood Impact’ escape room TTPOKAAEI TOUG HABNTES va UIOBETHCOUV HIa TTIO
ouvOUAOTIKH TTONITIKN, OXEOIAOUO KAl OTPATNYIKEG EQAPHUOYNG ME OKOTTO VA avTIdOPOUV

QTTOTEAEOUATIKA O€ KATAOTACEIG EKTAKTNG AVAYKNG.
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Ta escape rooms pe B€ua TNV KAIJATIKA aAAayr JTTOPOUV VA TTAPEXOUV EUTTEIPIKNA
MABnon eupUBIoNG, KaANIEpYEID TwV BEEIOTATWY ETTIAUCNG TTPOBANPATWY Kal KPITIKAG
OKEWNG Kal hIa aicBnon ouvepyaTIKOTNTAG Kal avaykaidTnTag. H peAéTn TrpoTeivel 0T Ta
escape rooms TTPETTEl VA ETTIKEVTPWVOVTAI O€ TUAPATA TOU OUVOAOU TNG KAIJATIKAG

aAAayrG OEQOPEVWIV TWV TTEPIOPICHWYV OTNV EKTACN KAl TOV XPOVO.

5. MopToyaAia

H Moaudaywyikry ZxoAr Tou MNoAuTtexveiou Tou MNopTO OTRV
MopTtoyaAia, avéAape To TTpdypapua ‘Escape 2
Educate’ kal Tn peBodoAoyia Twv escape rooms oTIG
TaEeIg didaokaAiag EEvwy yA\woowyv (Cruz, 2019).
Q 2 UYKEKPIUEVA, O JOBNTEC CUMUETEXOUV OE
’ OpacTNPIOTNTEG PE YPIPOUG, KATA TIG OTTOIEG TTPETTEI Vd
Q METAPEPOUV UNVUUOTA YPOUPEVA OTA AyYAIKA, TTOU
A&IToupyoUV wW¢ eTavaAnyn oto TEAOG TG OXOAIKNG Xpovidg. H dpaoTnpidoTnta escape
room auTouU Tou TUTTOU KOAAIEPYEI TIG DNUIOUPYIKES KAl TTPAKTIKES OEEIOTNTES TWV
MaOnTwv, dNAadr TNG KPITIKAG OKEWNGS Kal TNG dnNUIoupyIKOTNTAG PEoa O€ TTAQICIO
OUVEPYATIAg, KOIVWVIKOTNTAG KAl SIATTPAYHATEUONG, OTO OTTOI0 N YAWooa Traifel dITTAG

POAO, Kal WG NECO KAl wg 0TOXO TNG ndbnong.

EvdiagpEépovta TTapadeiypaTta Ye escape rooms oTn

QUOIKN PTTopouuE va Bpouue otn Poupavia (Voros and

Sarkozi, 2017). ‘Eva ektraideuTiko ER Baocifetal oTig

QPUOIKEG I810TNTEG TWV UYPWYV, Ol OTToieg O€

oupTtrepIAapBavovTal GTo avaAuTIKO TTPOYPAUKO TOU ‘.f
yupvaciou otn Poupavia. Qotéoo, o€ auth Tnv

TTEPITITWON TO TTaIXVIdI OV AKOAOUBEI TNV TTaPadOCIaKr)

Mopon amédpaong (‘break-out format’), aAAG eil06dou (‘break-in’): oI CUPMETEXOVTEG
TTPETTEI VA avoigouv Eva TTOANATTAG KAEIBWPEVO KOUTi BPioKOVTAG TOUG 0WOTOU KWAIKOUG

TWV KAEIBAPIWY VIO VA TTETUXOUV TOV TEAIKO OTOXO TOU TTaIXVIOIoU.
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To o1ddio agloAdynong Tou TraixVvIdIou £0€1Ee OTI o1 pabnTég BpAkav Tn dpacTtnpIdTnTa
TTOAU XPrOIhN YIO VA ATTOKTHOOUV YVWOEIG TTAVW O€ €va VEO TTEQI0 HECT ATTO YIA TTOAU

evOIOPEPOUCA KAl EUXAPIOTN YABNCIOKY EUTTEIPIA.

7. ZepBia

MATTWG VOPICeTE OTI TA EKTTAIDEUTIKA escape rooms

MTTOPOUV VA EQAPUOCTOUV HOVO Péoa oTnV TAEN;

21N ZepPia, To TTPWTO EKTTAIBEUTIKO escape room yid

Mouao¢€io opyavwBnke atmd 1o pouoeio Tng BoiBovTivag

% (Museum of Vojvodina). To escape room, TTou

ovopdadetal ‘Escape from the Museum - The Secret

of Immortality’, aTTOTEAE EvA KAIVOTOUO TTPOYPAN A
oXeOIOOUEVO aTTO €10IKOUG OTO XWPO TNG apxXaloAoyiag, TTaidaywyikr, ouvTripnong Kal
TME. H dpaoTtnpiétnTa ¢ntdel atrd TOUG TTAIKTEG VO AUCOUV eVOIAQEPOVTEG YPIPOUG Yia
TN @uon. O1 oTTadoi TWV escape rooms aQoCIwWVoVTal OTOV TTAOUTO TNG TTOAITIOTIKAG
KANPOVOMIAG KAl ATTOKTOUV TTOAUTIMES YVWOEIG TTAVW OTO BEUA 0€ AUTO TO EEWOXOAIKO

TEPIBAANOV.

8. lomavia

MATTWG aVapWTIECTE TTWG JTTOPOUE va

OuUVvOUAOOUE T escape rooms e TNV aAyeBpa; 210

TTapadelypa atd tnv lotravia (Jiménez et al, 2020),

MaOnTéC deuTePOBABUIAC eKTTAIdELUONG KAVOUV

emavaAnyn otnv UAn NG dAyeBpag Tou avaAuTikou '
TTPOYPAUMATOG ME TN BOABEI TNG EUTTEIPIAG TOUG OTO h

escape room. Mo ouykekpipéva, o1 JadnTég

KaAoUVTal va aTTavTACOUV O€ EpWTAOEIG AAYERPAC YIa va OPATTETEUCOUV ATTO JIa
TPOMOKTIKA £TTAUAN. Ta ammoTeAéopaTa TNG EUTTEIPiag €8€1Eav OTI N EQApPUOYR TWV

EKTTAIOEUTIKWYV escape rooms yia T udénon €51I0WoewVv Kal aAYERPIKWYV TUTTWV ATaV
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TTOAU €VOIQPEPOV VIO TOUG JABNTEG KAl TOUG ETTETPEYE VA TTAPATAPIOOUV TNV TTPO0OO

TOUG.

Ag peivoupue Aiyo aképa oTtnv lotravia. Ta escape rooms PTTopouV ETTiIONG VA
aTTeEUBUVOUV KOIVWVIKA B€paTta Je TTOAU atroTeAECHATIKO TPOTTO. To ‘Refugee ER’
XPNOIMOTTOIEITAI VIO VO EURICONTOTTOINCEI TOUG HOBNTEG TTAVW OTIG KOIVWVIKEG Kal
UYEIOVOUIKEG TTPOKANOCEIC TTOU QVTIMETWTTICOUV Ol EUAAWTEG OUADES TWV PETAVACTWV
KABwWGg Kal yIa va TTApEXOUV OTTOTEAECUATIKEG DIATTONITIONIKEG IKAVOTNTESG KAl EKTTAIOEUON
QUTO-ATTOTEAECHATIKOTNTAG Yia TNV KoivoTnTa uttodoxn s (Ruben Moreno, Wylie and
Serre-Delcor, 2019). To cuyKekpIgéVo TTaIxVidl dnuioupynonke 1o 2017 Kal aTTOTEAEITAI
at1ro duo pépn. To TTPWTO PEPOG ATTEUBUVEI YWWOTIKG KEVA O OXEON WE DIAPOPES TITUXEC
TNG METAVAOTEUONG KAl TNG UYEIOG, EVW OTO OEUTEPO PEPOG Ol CUPMETEXOVTEG TTPETTEI VA
cetmepdoouv dIAPOPES YPAPEIOKPATIKEG OUOKOAIEG O€ évav TTAAOHUATIKO GUVOPIAKO
éAeyxo. To escape room yia TTPOCPUYEG OTTOTEAEI Eva UTTOOXOUEVO EPYAAEIO
TTaIXvI®OTToinoNG yia euaioinToTroinong Kal avatrTugn IKavoTHTWY Kal JTTOPEi va

TTPOCAPUOCTEI 0€ DIAPOPA METAVACTEUTIKG TTEPIBAAAOVTA.

9. EABeTia

MTTopouv Ta escape rooms va XpnoigoTroinouv wg

epyaAcio yia tn didaoKaAia TNG eKTTAIBEUTIKAG

popTtroTikNG; Na autdv Tov OKOTTO, éva TTPOTUTTO £VOG

escape game avamTuxOnke kal dokiydoTtnke. O

BAOIKOG HaBNOIAKOG OTOXOG ATAV VA EI0AYEI TOUG

TTQAIKTEG OTO POPTTOT Thymio kal oTn YAwooa

OKOUOTIKWV TTpoypappdatwy (Giang K.d., 2020).

2UPQWVA JE TO OEVAPIO TOU escape room, To TOTTIKO atrOBeua NAEKTPIKAG EVEPYEIAG
OEXTNKE €TTIBEON KAl 01 N opada avéAaBe va eTTavadpacTnPIOTTOINCEl TN BACIKNA
EVEPYEIOKN TTNYN, MIO PUTTATAPIa TTOU TPO@OdOTEITal aTTd KIvnTA POMTIOT. Ta
QTTOTEAEOUATA TTOU KaTaypd@nkav £B€IEav OTI 01 TTEPICCOTEPOI CUMMPETEXOVTEG ATAV
OETIKOI JE TNV EUTTEIPIA TOUG QUTH, TNV EKTTAIBEUTIKA a&ia Tou TTaixvidiou Kai TV

ETTOIKOOOUNTIKA KOIVWVIKA aAANAegdpTnon Tou TTpokdAeae. Ettiong, To evdiagépov Twv
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OUMMETEXOVTWYV va avTIAN®BOoUV Kal va eTTIAUCOUV TO BeBONEVO TTPOBANUA ATAV TETOIO
TTOU 0 apxnyos (game master) ixe AiyoTepo evepyd pOAO Kal OI TTAIKTEG HEYOAUTEPN

QuUTOVOHia.
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KaA£ég TTpaKTIKEG escape rooms

OT11010G evdIa@épETaI PTTOPET Va Bpel TTANBWPa cevapiwy escape rooms yia EUTTVEUON,
avaloya pe TNV TTEPITITWon dIdackaAiag Tou. MTTopei akOua Kal va ayopdacel escape

rooms atro 1o ivrepveT (hitps://www.breakoutedu.com/) A va Bpel EAeUBEPO UAIKO GTO

d1adikTuO yIa escape rooms yia epappoyn otn diIkA Tou TééN (hitp://www.school-

break.eu/escape-rooms, https://scape.enepe.fr/-les-tresors-.html).

O1 akdAouBeg KaAEG TTPAKTIKEG 0TnV EE evrotTioTnKav oTn oXeTIKA BIBAIOypagia Kai

TTapoucIddovTal TTOPAKATW.

1. Al0@OpPETIKA YVWOTIKA TTedia Kal Escape rooms

» To MathEscape eival éva escape room pe dpaoTnpIOTNTEG TTOU OXETICOVTAI JE TO
MaBNUATIKO TTEPIEXOUEVO CUYKEKPIPEVOU DIDAKTIKOU KEPaAaiou. ZXeDIAOTNKE VIO
TOUG HaBNTEG TNG BEUTEPNG TAENG EVOG OXOAIKOU TTpOYPAUPaTOG S1I800KOAIOG O€
KATTO10 AUKEIO YEVIKAG TTaIdEiOG oTNV KpoaTia Kal TOUG TETAPTOETEIG uadnTEG Tou

TuAuaTtog MaBnuaTtikwyv kai NMAnpogopiknig (Glavas kai Stascik, 2017).

» To Digital escape room dnuioupyndnke oto Genial.ly otnv lotravia (Jiménez
K.d., 2020) yia va avTIHETWTTIOOUV TO JEIWMEVO eVOIAQEPOV OTNV AAyERpa
MaBnTwyv deutepoBadpiag ektraideuons. H xprion didgopwv TeEXVOAOYIWY, OTTWG N
TTaIXVIOOTToINON avagEPONKeE OTI foriBnoav Toug eKTTAIOEUTIKOUG va ETTITUXOUV TO

OTOXO TOUG.

» MTTOopOoUuE va BpoUlpe EQAPUOYEG TwV escape rooms oTnv TpIToRaduIa
ektraideuon. Mia atmé autég, Room Escape at Class, xpnoidoTToInénke oTn
2x0A MnxavoAoyiag oto Autovopo lNavemmoTiuio TNG BapkeAwvng otnv
loTravia, yia va BonBbnoel Tnv €1Tidoon TWV QOoITNTWYV OTa Jabiuata AikTua

YTtrohoyioTwy kal NMAnpogopieg kai Ao@aAeia (Borrego K.4.,2017).
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2. AoBgpaTiki didaokaAia Kal escape rooms

» AUO TTapadeiyuaTa escape rooms o€ auTr TV Katnyopia oxeTiCovral BEPaTIKA YE
TNV EAANVIK MuBoAoyia. 210 TTPpWTO escape room, TToU OVOUAZETal ZWOE TOV
Oduooia, ol JaBNTES XPNOIKMOTTOIOUV TIG YVWOEIG TOUG TTAVW OTN YEWYPAQIa Kal
Ta HOONUATIKA KOBWG KAl TIG CUVEPYATIKEG BEEIOTNTEG TOUG OTO TTAQICIO TOU
oXoAcgiou. To deUTEPO BacioTnke TTAVW oTO MNMupauIdIKd MovTéAO EUTTEIPILOV KAl
ovopdoTnke H Mepiodeia tou Onoéa otnv Kpntn. O yabnrég TpwTtoRdduiag
EKTTAIdEUONG TIPAV HEPOG O IO EUTTEIPIA, OTTOU XPEIAOTNKE VA
XPNOIUOTTOINCOUV TIG YVWOEIG TOUG OTNV I0TOPIA, TN POMUTTOTIKI KAI TOV
TTPOYPAUMOTIONO PE EPTTEIPIKO Kal TTalyviwdn TpdTTo (Karageorgiou, Mavrommati
kai Fotaris, 2019).

3. Kolvwvikég Se§10TNTEG KAl escape rooms

»  T10a Aéyate yia éva escape room O€ eTTAUSNMEV TTPaYHATIKOTNTA; AKOAOUBEI
éva TTapdadelypa ammd Tnv AuoTpia. ZT0 TTaiXvidl auTd, Ol TTAIKTEG TTPETTEI VA
owaoouv To HEANOV aTTd TO VA YivEl Evag QavTaoTIKOG EQIAATNG EUTTOdICOVTAG TIG
weudeic eIdnoeIg (fake news) oTo TTapdV Kal TTPOCTATEUOVTAG TOUG £AUTOUG TOUG
Kal Toug GAAoug atro Tnv TTapattAnpo@dpnon (Ouariachi kar Elving, 2020). To
Escape Fake escape room otnv AuoTpia atroTeAei éva escape room
ETTAUENUEVNG TTPAYUATIKOTNTAG, OTTOU Ol TTAIKTEG TTPOXWPEOUV GTO TTAIXVIdI
aAAnAoemdpwvTag aTo TTEPIBAAAOV augnUEVNG TTPAYUATIKOTNTAG Yia va AUCOUV
TTadA, va evnuepwBoUv TTANPECTEPA YIa TPEXOVTA BEpaTa, OTTwG N EupwTraikn

‘Evwon kal 1o TTepIBAAAov.

» ‘Eva mAaiolo yia 1n dnuioupyia d1adpacTIKWV TTaixVvIOIwV oTnv TpIToBdaduia
EKTTAIdEUON KaI TNV KOANIEPYEIQ KOIVWVIKWYV BEEIOTATWY AVOTITUXONKE aTTO TO
MavemoTtAiuio Coventry otnv AyyAia (Clarke k.4.,2017). To EscapED
XPNOIUOTTOINBNKE yia TO oxXedIAoO Kal TNV avdaTrTuén S1adpacTIKWY EUTTEIPIWV OF

41


https://escapefake.org/en/home-4/

»

»

»

N Speak-*ER

TEPIBAANOVTA EKTTAIOEUONG, KABWG KAl YIA TV TTAPOXT] EVOIAPEPOUTWV

EVAAANQKTIKWY ETTIAOYWV YIa TN JAbnon

KQI TNV QVATITUEN KOIVWVIKWYV OEEIOTATWY OTO EKTTAIDEUTIKO TTPOCWTTIKG KAl TOUG
@oITNTEG avwTaTtng ekTTaideuong. To EscapED Trapéxel éva uBpidiko TrepIBAAAoV
MECQ OTO OTTOI0 O PUOIKOG XWPOG TTailEl KABOPIOTIKO POAO OTN dnuioupyia evog
TTAQICiOU dNUIOUPYIKAOTNTAG, TTPOCWTTOTTOINKEVO ATTO TN AUCN YPiQwV, Yn@Iakd

MEoa, ouvdeon BoNONTIKWY OTOIXEIWV, OUABIKOTNTA KAl CUVEPYQTia.

4. AggioTnTeEg STEM Kan escape rooms

To CrashEd armroteAei pia 81adpacTIKA HaBNCIOKY EUTTEIPIA TTOU XPNOIUOTIOIE
XOpakTnPIoTIKG Twv escape rooms (Bassford k.d., 2016). O1 TTaikTeS
ouvepyaldovtal, epapuolovTag SCIOTNTES KAl YVWOEIG OTOV TOUED TWV ETTIOTANWY,
TNG TEXVOAOYIQG, TNG MNXAVIKAG KAl TwV JadnuaTtikwy (STEM), Tpokeiuévou va
EMAUCOOUV €va EYKANUA KAl va aTTEVEPYOTTOINCOUV Jia wpoAoyiakn Boupa. To
CrashEd atmrodeixtnke 101aiTepa XPriOIKO YIa TN BEATIWON TOU KUKAOU TNG
MABNoNG, TNV EVOUVANWON KAl KIVNTOTTIOINON TWV JaBnTwV Kal TV EvEPYOTToinon

TaAQVTOUX WYV HOBNTWV 0TOUG TouEic STEM.

5. EI0iIkég paBnolakég SUuoKoAigg Kal escape rooms

‘Eva escape game oXedIAOTNKE yia Tr dIOACKAAIQ TwV HadnuaTiKwy Kal

€IBIKOTEPQ YIO TNV TTPOCEYYION TNG £VVOIAG TOU NAKOUG O€ HabnTég pe
TTpoBARuaTa épacng NG TPITNG TAENG dNUOTIKOU oX0Agiou oTnv EAAGSQ
(Arvanitaki kai Skoumpourdi, 2019). To Traixvidi ATav KaTGAANAo yia Tnv evioyxuon
MOONUATIKWY AOKACEWYV Kal TNG autdvoung dpdong akdua Kai yia TUQAOUG
MaBNTEG yIa TNV gvioxuon Tou oXOAIKOU TTPOYPANUATOG HOBNUATWY OTO dNUOTIKO

Il AKOUQ KAl OTO VNTTIAYWYEIO.
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6. O1idiol o1 padnTég oxediadouv escape rooms

» OT1av oke@TOPOOTE escape rooms, EPXETAI OTO HUOAS Pag TO WOTIBO HE
EKTTAIBEUTIKOUG va oXedIGlouV escape rooms yia Toug pabnTég Toug. Ki Opwg,
UTTAPXE! Kal N TTIBavoTNTa o1 id1o1 o1 pabnTég va dnuioupyouv 1o BIKO TOUg
escape room yia GAAoug pabnTég, avti ammAd va traiouv o€ éva (Escribano,
2019). Katda 1n didpkeia TNG dnuioupyiag ol yadntég TTPETTEl va BaCIOTOUV OTO
YVWOTIKO TOUG UTTORABPO SIOQOPETIKWY YVWOTIKWY QVTIKEINEVWY YIA VO
dnuIoUPYACOUV TIG BPACTNPIOTNTEG VIO TO escape room. ETTiong, TTpétmel va
BaoioTouv ota utréAoitra péAn NG ouddag yia va aviaAAagouv TTAnpogopiec. Me
TOV TPOTTO AUTOV BEATILOVOUV TIG OPOBIKEG KAl CUVEPYATIKEG OECIOTNTEG TOUG.
EmimTAéov, n dnuIoupyIkOTNTA TWV HaBNTWYV, N CUVEPYaaia Kal ol OCIOTNTES yia

eTTIAUON TTPOBANUATWY KOl KPITIKI) OKEWN TIBEVTAI O€ €Qapuoyn.
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2UMTTEPAC MO

O1 TTPAKTIKEG TTOU TTAPOUCIACTNKAV OTO KEQPAAQIO PAVEPWVOUV OTI TO escape rooms

@aiveTal va gival éva UTTOOXOPEVO EKTTAIDEUTIKO EPYAAEIO TTOU PTTOPET va XPNOIPOTToINBEi
o€ eupeia KAIJOKO HadnoIoKwy TTEPITITWOEWY. TA OTTOTEAECUATA EPEUVWIV TTOU
UTTApXOUV OTn OXETIKN BIBAIOypagia atrodelkvUouv OTI Ta BETIKA ATTOTEAEOUATA TWV
escape rooms oTnV amoTeAEOUATIKOTATA TNG 8IdA0KaAiag avauiBoAa pag

ATTO{NMIWVOUV YIA TOV XPOVO TTOU ATTAITEITAI yIa T dnuIoupyia TOuG.

QoT600, 101aiTEPN TTPOCOXN XPEIAleTal va d0B¢i, £T01 woTe Ta ERS va TTepIEXOUV eKEiva
TQ TTOIOTIKG XOPAKTNPIOTIKA TTOU JUTTOPOUV va yyunBouv Ta KaAUTeEpa padnaolakd

atmroTeAéOpaTA.
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KegpaAaio 4

2UuvOouadovTag YVWOTIKA AVTIKEIMEVA

“H Baoikn eAtTida evog €Bvoucg EykelTal oTnV KATtaAANAN eKTTaidEUon TWV VEWV”.

Erasmus

Eicaywyn — d1a0gpaTtiki Kal SIETTIOTNHOVIKA

O10aKTIKN TTPOCEYYION

H didaokaAia gival pia T€xvn, Kal 4TTOpPEi va aoknOEi Ye EVTUTTWOIAKA aTTOTEAECUATA ATTO
O00UG gival TTABIAOPEVOI PE TO QVTIKEIMEVO TOUG KAl TOV YEVIKOTEPO OKOTTO TOU
ETTAYYEAPATOG TOUG: TNV eKTTAidEUON. 1A va TO ETTITUXOUV AUTO, TTPETTEI VO
METAMOPPWOOUV Kai gival yVvwoTd TTWG 01 EKTTAIBEUTIKOI gival 1Id1aiTEpa KaAOi o€ auTo.
MpétTel va TTpocapuooTOUV OTA VEQ OEBOUEVA TOU HaBruaATog TTou 8I0ACKOUV, OTO VEO
WPOASYIO TTPOYPAUMA, OTIG AVAYKESG TOU KABE uadnTrA Toug Kal o€ VEOUS TPOTTOUG
01000KaAIag, Kal AuTd €ival JOVO PEPIKA. ZUVETTWG, AUTO TTOU TTAAIOTEPA TAV YVWOTO
w¢ d1aBepaTikA didaokaAia, TTAéov atroTeAEl TN vEa Kal BEATIWPEVN BIdAoKAAIa
ouyxwveuong padnuaTtwy (merged subjects teaching), TTou €ival pia véa TTPooEyyion
TToU dpa avalwoyovnTika ot diIdackaAia aAAdG kai Tn uéénon. O1 pabnTég
eCakoAouBouv va epyalovtal o€ Ceuyapia ] o€ OPAdES, YIa TTOU AUTOG O TPOTTOG TOUG
TTPOETOINACEI KOAUTEPQ YIQ TIG TIPAYHATIKEG KATAOTACEIG, AAAG eV gival wpa va

TTPOXWPENAOOUV KAl Ol EKTTAIOEUTIKOI € AUTH TN vEA OIDAKTIKN TTPOTAON;

H d1aB6epaTtikni i diemoTtnuovik didaokaAia gival pia uéBodog, rj auvoAo pebddwyv, TTou
xpnoigotroigital yia Tn d1IdaoKaAia evog BEUATOC YE EUTTAEKOMEVA DIDAKTIKA QVTIKEIMEVA N
yia va “eviooel d1apopeTIKA DIBAKTIKA AVTIKEIMEVA YUpw aTTd KoIva Bépata, {nTAuaTa A
TpoBARuata’. H diaBepaTiki O10a0KaAia CUXVA OXETICETAI UE 1] ATTOTEAEI KOPUATI
O1a@opwV AAAWV BIBAKTIKWY TTpoceyyioewyv. [Na TTapddeiyua, o€ pia BiBAIoypagikn

avaokoTtnon Tavw oT1o Bépa TTou dnuooieuTnke 1o 1994, n Kathy Lake 1Tpocdiopioe
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ETTTA OTOIXEIO KOIVA € DIOBEUATIKA HOVTEAQ AVOAUTIKWY TTPOYPAUNATWY: OUVOUACHOG
BeudTwy, Eueaocn o€ epyacieg, XpHon eupeiag TTOIKIAIAg UAIKOU Kal X1 JOVO TO OXOANIKO
EYXEIPIOIO, EPPAON OTIG OXETEIG AVAPEDA O€ EVVOIEG, BEPATIKEG EVOTNTEG, EUENIKTA
TTPOYPAUMOTA, KAl EUENIKTN opadoTroinon padntwy. Eival pia e€aipetiké duvapikn
TTPOCEYYION, KABWG EETTEPVA TA OPIA EVOG YVWOTIKOU QVTIKEINEVOU | avaAUTIKOU
TTPOYPAUMOTOG JE OKOTTO va VIOXUOEI TO EUPOG Kal To BAB0¢ Tng yvwong. Kabe
YVWOTIKO QVTIKEIUEVO QWTICEI KATTOIO CUYKEKPIPEVO BEUA, OTTWG 01 BIAPOPES EOPEC TWV

OlOUAVTIWV.

MNMAgovekTRaTa TNG O10BEUATIKAG TTPOCEYYIONG

H idia n CwnA €ival éva TTOAUTTAOKO GUVUQACHEVO OXEDIO YVWOTIKWY AVTIKEIEVWY. Ol
TTaPadooiakéS PEBODOI BIdATKAAIAG ATTONOVWVAY QUTA TA AVTIKEIMEVA KAl TTPOCEDIdAV
OTa AvAAUTIKG TTpoypAauMaTa pia EekaBapn Kal eudIAkpITn doun, aAAG YE HIKPN
OMOIOTNTA JE AUTO TTOU Ba avTIKPIoouV oI HadnTég e TNV Evapén NG eVAAIKNG CwnNg
Toug. ETTopévwg, n ouyxwveuon pabnudaTtwy TTpodyel TNV ektraideuon o€ Eva aAAo
ETTITTEDO, EPOOOV Ol TIPAYMATIKEG TTPOKAROEIG TNG CWAG €ival TOCO ATTAITATIKEG TTOU OEV
MTTOPOUV va TTPoadIoPICTOUV il AKOUA TTEPICOOTEPO Va ETMAUBOUV Péoa atTo éva

OUYKEKPIMEVO YVWOTIKO AVTIKEIUEVO.

Ta TTAeovekTAPATA ATTO TV EQAPHPOYN TNG OIABEPATIKNAG TTPOCEYYIONG E0TIACOUV KUPIWG

OTO MaBNTA, TTOU €ival Kal 0 Kupiapxog eTTw@eAoUpEVOS atrd Tn diIdackKaAia.

MpwTta a1’ 6Aq, AV CUYXWVEUOOUUE YVWOTIKA QVTIKEIYUEVA, Ba auEOOUE TO EVOIOPEPOV
TWV JaBNTwV. YTTApXouVv JIOPOPETIKA €idn HaBnTwV Kal JEOCW QUTAG TNG TTPOCEYYIONG
MTTOPOUE VA QPOVTICOUE VIO Ta TTEPICCOTEPA ATTO AUTA TauTOXpPOoVva. INa TTapddelyua,
Qv OUVOUOOTEI N YEWMETPIA KAl N EKPABNOoN YAwoowyv, autd Ba avTattokpIBei OTIg
QVAYKEG TWV OTITIKWYV KAl AEKTIKWV PaBnTwv Tautdxpova. EmiTAéoy, ol pabntég Ba
evBappuvOouUV va aTTOKTACOUV YVWOEIG JEOA aTTO OUCIAOTIKEG EUTTEIPIEG TTOU Ba
TTPOCOUOIAJOUV UE TTPAYHATIKEG KATAOTACEIG OTAV PIa Bewpia dev PTTOopEi atTAd va

aTTOdEIXOEI HOVO HE Eva TTEDIO TEXVOYVWOIAG.
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‘Eva emitTAéov 0QeAOG gival OTI N CUYXWVEUOT TWV YVWOTIKWY AVTIKEIUEVWY Ba augAOEl
TN dNMIOUPYIKOTATA TWV PaBNTWYV, KABWGS Ba yvwpPioouV TTWGE va XPNOIUOTTOIOUV TTOIKIAA
QVTIKEIJEVA YIO VO avakaAUWouv 1 va egnyrnoouv 1n yvwon. Etiong, 8a ptropouv va
dnuIoupyouv ouvdEoElg KaBwWGS Ba agloAoyouv dIAQOPES TTPOCEYYIOEIC AVAUECT O€
OI0QOPETIKA paBriuaTa. AKOun, Ba au¢noel TNV KPITIKN IKAVOTNTA TwV JabnTwy Kal auTtod
Ba TOUG TTPOETOINACEI YIA TTPAYUATIKEG HEANOVTIKEG OUlNTACEIG, BiVOVTAG TOUG Ta £POdIA
TTOU Ba XPEIAOTOUV YIA VO UTTOOTNPIGOUV TIG ATTOYEIG TOUG XPNOIUOTTOIWVTAG

OIAPOPETIKEG OTITIKEG TTAEUPEG.

MNa Toug eKTTAIBEUTIKOUG N IABEPATIKA TTPOCEYYIOT TOUG ETTIBPAREVEI KAl JAAIOTA QUTO
yivetal ge eAax10To KOOTOG. Eival aAfBeia 611 utropei va gival xpovoBopa, aAld Ta
ATTOTEAEOUATA CETTEPVOUV TNV TTPOCTIABEIQ TTOU aTTaITEITAl. ETTITTA OV, ATTO TN OTIVMN
TTOU Ol EKTTAIBEUTIKOI TNV KATAVONoOUV KaAd, Ba dI1atmioTwoouVv 0TI atToTEAET éva DIOPKES

MECO yIa aUuTOREATIWON, KOBWGS Ba ATTOKTOUV OIOBEUATIKEG YVWOEIG TTOU Eival IBIaiTEPA

XPAOIUEG OTNV TTPAYHATIKA Cwr).

H d1a0gpaTikn TTpooEyyion oTa escape rooms

Ta escape rooms 1 TTaixvidla atrédpacng ival I0AVIKEG WPUXAYWYIKESC OpaOTNPIOTNTEG
TTOU OTTAITOUV AOYIKF) OKEWN, OMAdIKOTNTA KAl BEPATIKES YVWOEIG. YTTAPXOUV
ATTEPIOPIOTEG ETTIAOYEG OTAV OXEDIACOUNE Eva escape game. Ta escape games UTTopEi
va £XOUV BIAQOPETIKA €TTITTEOO DUOKOAIAG, AAAG AUTA TTOU €ival TTPAYHATIKA ATTAITNTIKA
€ival YeVIKA 60 KOAUTITOUV PIa TTOIKIAIQ YVWOTIKWYV avTIKEIWEVWY. 'ETOol, avTi va
ONUIOUPYAOETE £va escape game o€ VA OUYKEKPIMEVO HABnua, JTTOPEITE va
OUYXWVEUOETE TTOAATTAG paBriuaTa Kal va dnPIoUpynoETE Yia dpacTnEidTnTa TTou Ba
KOAUTITEI TIG AVAYKEG OAWV TV PHEAWV TNG OPAdAG O€ OXEON MUE TIG OECIOTNTEG KA TIG
yvwoelg. Me autdv Tov TpoTTO, 01 EKTTAIDEUTIKOI TWV d1a@OpwV JabnudTwy Ba éxouv Tnv
EUKaIpia va ouvepyaoTouv, va dnuIoupyoouV Kal va oxedlidoouv OUOKOAQ alviyuara,
€701 WOTE va KpATOUV TOUG JaBNTEG O€ €yPriyopaon cuveXWGS HEXP! TN AREN TNG
dpacTtnpIdTNTaG. H cuyXxwveuon paBnudtwy o€ KATToIO TTaiXVvidl atrdédpaong eival

€TTIONG TTI0 EVOIOPEPOUCA YIA TOUG HaBNTES ATTO TO VA AUVOUV PJUCoTHpIa TTAvw o€
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KATTOIO YVWOTIKO QVTIKEIMEVO. ZUVETTWG, avTi va BAETTOUV Eva {ATNUA aTTO YIa OTTTIKA

TTPOCEYYIoN POVO, o1 HaBNTEG Ba €xOuv TNV €UKAIPia va avakaAuyouv, va ouvdebouy, va
€EAYOUV CUPTTEPACUATA XPNOIUOTIOIWVTAG TIG YVWOEIG TOUG TTAvw OTa dIAQOopa

MaBAuaTa Katd TN dIApPKEIa TNG dpacTNEIOTNTAG.

Ortav mrpooeyyifoupue Ta ERS pe d1aBguaTIKA PHOTIA, €ival aTTapaiTnTo va TTpocapudloupue
TO TTEPIEXOMEVO OTIG BECIOTNTES KAI YVWOEIG TWV abntwv. AuTtd TTOU PTTOPET va @aiveTal
€UKOAO VIO TOUG EKTTAIDEUTIKOUG, ITTOPEI va gival EEAIPETIKA DUOKOAO YIa TOUG UadnTég,
Kal yI' auTto gival Baciko o1 eKTTAIOEUTIKOI va avaAdBouv To Adyo Twv apxXnywyv Twv

TaixvIOIWV (game masters) oTa escape games.

AT1To Tn Bswpia oTnV TTPAEN — Eva TTAPAdEIYNA escape

room e O100EUATIKA TTPOCEYYION

To va oxedidooupe yia dpacTnpIdTNTA PE escape room eival TTEPITTAOKO, KaBwG
EMTTEPIEXEI ATTOPACEIG YIa TO BEuA, TNV I0TOPIA, TNV TTPOCAPUOYT TOU TTEPIEXOUEVOU OTOV
apIBud Twv PabnTwy, TNV aTTOPACN OXETIKA PE TN doun (YPOAMMIKN 1 OXI), TIG EVVOIEG-
KAEIBIG TNG OpaaTNPEIOTNTAG KAl TO €i00G TWV TTACA KAl TWV Ypipwv. MNa va BeRaiwbouue
OTI N dpacTNPEIOTNTA Pag Ba eTITUXEI, TTPOTEIVETAI VA T SOKIUACOUUE TTPONYOUNEVWG UE

KATTOI0 JEAOG TNG OIKOYEVEIQG 1] MIA JIKPA OPAda padnTwv.

Y
History £§~ N .
RN The

Biology

&z
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O TTapakdTw TTivaKag TTapouciadel To oxedIAoUd PIag dpacTnPIOTNTAG escape room, N

oTroia TrepIAauBAvel ypigoug TTou Baacifovtal o€ KATTOIO KOIVO BEua dIaPO PETIKWV

YVWOTIKWY QVTIKEIUEVWYV, TO TTEPIBAAAOV.

AyyAiIKa
FaAAIKG

"eppavika
Xnueia

MewpeTpia

MaBnuatika

duoikn

BioAoyia

loTopia

2x£010

Kputrtoypdonua
ATTOKWOIKOTTOINTAG
EIKOVWV
Kputrtroypdonua
Kputrtoypdenua
ATTOKWOIKOTTOINTAG
KwoIka Morse
MpdBANpa
MaOnuaTIKWV/Ypipo
S
Mp6BAnua
QUOIKNG/YPipOog
ZTAUPOAEEO

ZTAUPOAEEO

Kputrtoypdenua

EKTUTTWON KPUTTTOYPA@PrUATOG

ExTOTTWON €IKGVWYV Kal 0dnyIwv

EKTUTTWON KPUTTTOYPAQPrHATOG
EKTUTTWON KPUTITOYPAPAUATOG KOl 0ONYIWV

EkTUOTTWON TOU YpiPOoU Kal Twv 0dNnyIwv

EkTUTTWOON TOU TTPOPBAAMATOG

EkTUTTWOON TOU TTPORAANATOC

EkTUTTWON TOU oTAUPOAEEOU Kal TWV
odnylwv

EkTUTTWON TOU oTAUPOAEEOU Kal TWV
odnylwv

EKTUTTWLOON KPUTTTOYPAQPrHATOG

To Traixvidl TraieTal ammd 2 opdadeg, N KaBeyia atrod TIC OTToiEG aTroTeAsiTal atrd 3 péAN,

nAIKiag 14-15 €Twv, TTOU TTAPAKOAOUBOUV avBPWTTIOTIKEG OTTOUDEG Kal ayyAIkd. O

KaBnynt¢ Twv ayyAIKWwv gival Kal 0 apxnyog Tou Traixvidiou (game master). H didraén

Oev gival ypapuIKA Kal, 6Tav ol Jabntég Bpouv Tn Auon o€ évav ypigo, cuvBETouv Ta

KoupdTia Tou TTacA. O1 kKAsIdapIég ival @avTaoTIKES. Ta KoupAaTia Tou TTalA BpiokovTal

o€ QAKENOUG Kal Ol JaBNTEG TTPETTEN va YPAWOUV TN AUCT TTAVW OTOV QAKEAO YIa VO

MTTOPECOUV VA TOV avoiEouv.
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O1 duo TTPWTEG EIKOVEG TTAPOUCIACOUV TNV IOTOPIA TTOU oI aBNnTEG EAaBav oTnv apxr TNG

I0Topiag. H deutepn eikdva deixvel TTwG o1 pabnTég epydoTnkav yia va AUCOUV TOUG

YPipoug.

T e e A

To escape room &ival QUOIKNG HOPPNG KAl TA UAIKGA TTOU QTTAITOUVTAI €ival EKTUTTWOEIG
TWV YPIQWYV, €Vag TTiVOKAG, £va JIKPOPWVO Yia va CUUTTANPWOE N aTudo@aipa Kai
EEUTTVa poAdYIa XeIPOg (smartwatches) ouvdedepéva oTo d1adikTuo. ZTOXO0G TOU
TTaIXVIOIOU €ival va GUAANEGOUV o1 aBnTEG OAa Ta KOpPATIa Tou TTacA. O1 yaBntég Tou Ba
YPAWOUV TO JAVUPA TOUu TTAalA OTOV TTiVOKQ TTPWTOI €ival o1 VIKNTES. AUTO TTPETTEN va YiVEl
MEOQ O€ OUYKEKPIMEVO XPpOVOo, pia wpa. O yadntég Bprikav Tn dpaocTnpIOTNTA ECAIPETIKA
evdlagpépouoa. To yeyovog 6T dev yvwplidav TTolo pabnua Ba errakoAouBouoe augnoe
TOV £vOOUOI00PO TOUG. H 1I0TOpia OUVETTHPE TOUG HOBNTEG KAl O AVTAYWVIOUOG ATAV

QVEATTIOTA PEYAAOG.
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KegpdaAaio 5

E101kég EKTTa1deUTIKEG AVAYKEG KOl escape rooms

Ti eivai ol EidiIkég MaBnoilakég AuokoAieg (E.M.A.)

O1 paBnTEG e €10IKEG EKTTAIDEUTIKEG AVAYKEG €ival AUTOI TTOU AVTIMETWTTICOUV ETTITTAEOV
OUOKOAiEG 0Tn paBnolakn Toug TTopeia. MNa autoUg TOug HaBNTES aTTaITOUVTAl IBIAITEPES

TIPOCOPHUOYEG OTO HOBNCIAKO TTEPIEXOPEVO, TN HOPPN Kal TO TTEPIBAANOV.

To TTapov TTPOYPAPPA OTOXEUEI KUPIWG OTIG AVAYKEG TWV HABNTWYV HE EIDIKEG
MaBnolokég duokoAieg (E.M.A.), TTou ouxvd ava@épovTal Ws dUo- aVAYKEG I dIaPopPEG,
TepIAauBAvouv OUWG ETTIONG KAl AVATITUEIAKES dlaTapaxEg, OTTWG gival N duoTrpagia kai
n duo@aoia. H eupwTraikr opydvwon yia 1n ducAegia (European Dyslexia Association)
EKTIUGEI OTI éva TTOOOOTO ATTO 9 €W 12 TOIG EKATO TOU EUPWTTAIKOU TTANBUCHOU €XEI
TOUAGXIOTOV [ia pabnoiakry QUCKOAIQ, N oTToia UTTOPEN va ETTIKAAUTITETAI JE KATTOIO AAAN
N Kal va ouvuTtdpxel Je Katola avatrtuglakn diatapaxr, 0TTwg n Alatapaxn

EAAelppaTikig Mpoooxnig kail YTrepkivnTikOTATOG (AEIMY)

H aitia autwv gival veupoBIoAoyIkAG @uong Kal eTTNPEACEI TOV TPOTTO YE TOV OTTOIO TO
MUOAOG etTeEepydleTal TIC TTANPOQOpPIES. Aev TTPOEPYOVTAI OTTO CWHATIKN TTGBnon,
KIVNTIKA avaTtnpia i TTveuuaTikr kaBuoTtépnon. KATrolol YeVETIKOI Kal TTEPIBAAAOVTIKOI
TTAPAYOVTEG UTTOPEI va augAcouv TNV TBavoTnTa ENPAVIOHG TOUG. OI CUVETTEIEG AUTWV
TWV dlaTtapaxwyv PTropei va epiAauBavouv aAlayr oTn yVwOoTIKA avaTTugn, Kabwg Kal
OTOV TPOTTO E TOV OTT0I0 O JaBnTéC AapBAvouy, EVOWPATWVOUV, CUYKPATOUV KAl
ekppacouv TTANpoopics. Or €1dIkEG HOONOI0KEG OUOKOAIEG gival HOVIPEG KAl UTTOPOUV vVa
ekONAwvovTal Ye DIAPOPETIKO TPOTTO ATTO ATouOo 0€ ATopo. Eival atrapaitntn n
ETTAYYEAPATIKY TTAPAKOAOUBNOT IO VO AVATITUEOUV O JaBNTEG OTPATNYIKEG, £TO1 WOTE
VO UTTOPECOUV VA EETTEPACOUV QUTEG TIGC OUOKOAIEG Kl va yVwpPIiCouv TI TIPOCAPHOYES

Xpelagovral yia Ka0e 101K TTEPITITWON.
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NMpokAnoeig Kal AUCEIS OTN XPRON escape rooms o€

palntég ue EMA

O1 padntéc ye EMA xpeiacovrtal dIa@opeTIKEG TTIPOCAPUOYEG avAAoya PE TIG DUOKOAIESG

TTOU AVTIYETWTTICOUV.

AkoAouBei pia Aiota pe TG o ouvnBiopéveg EMA kai Tig SUoKOAIEC TTOU TTPOKAAOUV:

[MTPOKAHXZEIZ 2TI>
AIATAPAXEXZ TYTIOY AY2

AYZAEZIA

e Avayvwon

* ATIOpVNPOVEUON
* OpBoypayia

AYZMPAZIA

® AETITEG KLVNTLKEG
SeELoTNTEC

* JUVTOVLOPOG

» Kivnon

* AOYOG

AYZOPOOIPA®IA

* Mapaywyn
B ypartol Adyou

* OpBoypapia

* Mwoolkn enegepyaoia

0 Anoiviiévauoi nioiioimoo Aéiou

AYZTPADIA

o AETITEC KLVNTLKEG
Se€Lotnreg

e [padipo

o Xwpota&Lkog
oxedLapog oto xapti

AYZAPIOMHZIA

e ApiBunon

o MaBnpatikeg mpageLg

* (Amto)ouvBeon
aplbpwv

e Amopnvnuoveuon

AYZPAZIA
e Katavonon
TIPOYOPLKOU AdYoU
* Mapaywyn
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MepIKEG aTTd AUTEG TIG DUOKOAIEG £XOUV ONUAVTIKO QVTIKTUTTO OTNV EKJABNON YAWoOoWV
KAl O€ JEPIKEG PNXAVIKES TTAIXVIOIWY TTOU XPNOIYOTTOIoUVTAl € escape rooms,
ETTOMEVWG Eival ONUAVTIKO VA ETTIONUAVOUUE KATTOIEG DUOKOAIEG KAl TTPOCAPUOYEG TTOU
QTTAITOUVTAI YIA VA TIG EETTEPACOUNE OTN dnUIoUPYia EVOG CUPTTEPIANTITIKOU escape
game yia atoua ye E.M.A. Aev TrpoTeivoupe va atro@elyovTtal Ta ypatrTd fonontiké
OTOIXEIa 1] 01 KAEIBAPIEG GUVOAIKA, aAAG va Yivouv PIKPEG AAAQYEG TTOU Ba ETTITPEYOUV

TOUG JaBNTEG VO GUMPETEXOUV I00TIMG OTn dpacTnpIdTNTA.

1. AuokoAigg oTnv avayvwon:

Y1rdpxouv dIAPOPES ETTIAOYEG VIO TNV TTPOCAPUOYH TOU YPATITOU TTEPIEXOUEVOU YIA TOUG
MaONTEC pe BUOKOAiEG oTnV avayvwon. MNpoTeivoupe TN XpHon piag sans serif
ypauuaTooeipdg, 0TTwg Arial kar Open Sans, o€ u€yebog 12 yia Kavoviko Keigevo kal 14
yla TiTAOUG, pe d1aoTIXo 1.5 Kal oToixion aploTepd. AUTEG Ol TIPOCAPUOYEG ETTITPETTOUV
oa@n dIOXWPICHO TWV YPAUNATWY, AEEEWV, TTPOTACEWY KAl YPAPUWY Kal £T01

d1eUKOAUVOUV Tn d1adIKaoia TNG avAyvwong.

KaBwg autr n eptreIpia TpoopileTal yia TraixVvidl, un divete BondnTik& Keipeva Pe
MOKPOOKEAN KEiPEVA yIa avAyvwan, TTou PTTopei va ammobappuvouv pabntég ue E.M.A.
Kal va TTPOKAAECOUV ETTIONG PEIWON TOU EVOIOPEPOVTOG OCUMHMETOXNG Kal EvOOUOI00UoU

TWV UTTOAOITTWYV PaBnTwv.

H xprion ypaupaTwy, CUdBOAWYV Kal apiOunTIKWY KwdIKWV gival 1I81aiTEpa ouxVvr oTa
escape games, aAAd TTpocTTaBnoTe va BUPACTE OTI UTTOPOUV VA TTPOKAAECOUV
OUOKOAIEG 0€ KATTOI0UG HaBnTES. 1 auTo gival TTPOTIMOTEPO VA XPNOIKOTIOIEITE
OUVTOHUOUG KwOIKOUG YIA ATTOKPUTTTOYPA@PNON KAl VA TTAPEXETE UTTOOTNPIKTIKO UAIKO

OTOUG MaBNTEG, OTTWG Evav BIOKO ATTOKPUTITOYPAPNONG 1) éva TTAEyUQ.
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2. AuokoAigg oTnV KaTavonon Kal rapaywyn mpo@opikou Adyou:

Na Toug PaBbnTéG TToU €XouV TTPORAAMATA PE TNV KaTavonon Tou TTPo@opIkou Adyou,
gival Xprio1Ko va €TTIAEYETE CUVTOUA OKOUOTIKA ATTOOTTACUATA 1) BiVTEO YE TNV KAAUTEPN
duvartn ToIdéTNTA, AaTToPelyovTag BopuBoug oTo UTTORABPO Kal JOUaIKr). Av
ATTOQPOACIOETE VA XPNOIUOTTOINOETE (X0 YIA VA ONPIOUPYNOETE ATUOo@PaIpa yUpW ATTO TO
TTauxvidl, BeBaiwBeite OTI N Jouaikr dev gival TTOAU duvaTn A ETTEURATIKN, £TO1 WOTE Ol
MOBNTEG va UTTOPOUV VA ETTIKOIVWVOUV ATTOTEAEOUATIKA. IMNa TOUG HaBNTEG TTOU £XOUV
OUOKOAIEG O0TNV éKPpaacnh, dnuioupynoe éva TTEPIBAAAOV yia TIG dpacTNPIOTNTES
TTAPAYWYNS TTPOPOPIKOU Adyou TTou d€ dNUIoUPYEI AyxX0G. Av XPNOIUOTIOINCETE KATTOIN
OUOKEUN avayvwpiong wvng, KOAUTEPO va GIYOUPEUTEITE OTI ival KAAARG TTOIGTNTAG KAl
PWTNOTE TOUG NABNTEC av aioBavovTal AveTa va Tn XpnoldoTroioouy A av Ba

TTPOTIJOUCAV VA PIACOUV aTTeuBEiag o€ €04G.

3. Atropvnuéveuon Kal SBUOKOAiEG OTnV opydvwon:

KaBwg Ta escape games 1TpoUTtroB£TOoUV TTOAAA Opydvwon Kal attopvnuéveuon, ol
MaONTEC TTOU £X0UV DUOKOAIEG 0€ QUTEG TIG BPACTNPIOTNTEG EVOEXOUEVA XAOOUV TO
eVOIOQPEPOV TOUG YIa TO TTaIXVidI. [Na va d1Iac@aNicETE JIa opaAn euTTEIpia yIa OAOUG,
oTnv évapgn Tou TTaixVvIOIoU £ENyNOTE TO OTOXO KAl TOUG KAVOVEG TOU Kal va Ta
UTTEVOUNICETE KATA TN BIAPKEIA TOU TTAIXVIOIOU. ANUIOUPYNOTE MIKPEG OPADES HOBNTWV

yla va €€a0@AANicETE OTI OAOI Ba CUPMETEXOUV Kal Ba ETTIKOIVWVOUV ATTOTEAEOUATIKA.

2Ta TTEPIOCOTEPO escape games, KABe BondnTIKOG OToIXEIO XPNOIKOTTOIEITAI JOVO JIa
@opa n yia évav ypigo. ETTouévwg, €va atro Ta JUOTIKA yia Ta escape games €ivai ol
MaONTEC va CUAAEEOUV Ta BIOQOPETIKA oTolxEia Kal TTalA TTou BpAkav Katd Tn didpKela
TOU TTaIXVISIoU, Kal va Ta dlaxwpiocouv o€ duo OTOIREG, ‘va atravTnBouv’ Kal ‘€xouv
atravtnBei, o€ €I0IKG KaBopIoUEVOUS XWPEOUS. ETTOPéVWG, UTTOPEITE VO DNPIOUPYNOETE
TETOIEG TTEPIOXEG ME TAIVIA, KAI VA EVNPEPWOETE CUVTOUA TOUG HOBNTEG OXETIKA. Me TOug
MO VEOUG JaBNTEG, Ba uTTopoUcaTe KOUA Kal VO TTPOTEIVETE va avaBéoeTe TO pOAO TOU
‘DlaxelpioTr Twv oToIXeiwv’ (‘clue manager’) o€ KATTOIOV ATTO TOUG TTAIKTEG KAl VO

BeBaiwbeite 0TI KATTOI0G ETTIBAETTEI TI £XEI XPNOIUOTTOINGEI RdN Kai TI OxI akoua.

54



3 Speak*ER

2XETIKA PE TO TTEPIEXOMEVO TWV BoNBNTIKWYV OTOIXEIWV KAl TWV YpiQwy, TTPOCTTABNOoTE va
Ta dlIaXWPICETE O€ BripaTa ) opadeg TTANPo@opIwy. AuTO Ba emITPEWEI TNV KAAUTEPN
EVOWMPATWON Twv 0dnyiwv Kal Ba Bonbrioel Toug pabntég va BupouvTtal KaAuTepa 6oa
diGBacav r; dkouaav. Na TTapddeiyua, Ba urropoloarte va QOodIACEETE TOUG TTAIKTEC PE
éva attAd NUEPOAGYIO 1] QUAAO TTapakKoAoUBNoNG, OTO OTTOI0 UTTOPOUV VA CNUEIWCOUV
TIC ATTAVTACEIC TWV YPiQwV TTou €TéAUCav AN, akOPa Ki av alioBdavovTal Tnv TTieon Twv

TEAEUTAIWV AETTTWV TOU TTaIXVIDIOU.

H xprion ToAuaioBnTnpiakwy YeBodwyv Ptropei €1Tiong va Bondrnoel Toug pabntég va

OUYKPATAOOUV TTANPOPOPIES KAl VO ATTOAQUCOUV [Ia dIOQOPOTTOINKEVN EUTTEIRIAL.

4. Aerrrég Kivnrikég AuoKoAieg:

Mo Toug PaBNTEG PE AETTTES KIVNTIKEG DUOKOAIES iICWG XPEIOTOUV TTPOCAPHOYEG YIA TIG
OpacTNPIOTNTES YPAPNG. AUTEG OI TPOTTOTTOINCEIG Ba TTEPIAANPBAvOUY evdeXOUEVa TN
XPrOn OUYKEKPIPEVOU TTANKTPOAOYIOU 1) TTPOCAPPOCHEVWY OTUAG. O1 TTPOCAPUOYEG Eival
TIPOTIMOTEPO VA oulnNTNOOUV PE TOUG PABNTES KAl TOUG YOVEIG TOUG. AVA@QOPIKA PE TN
dlaxeipion Tou XwWpPOou, TTPOTEIVETAI N XPron VoS HEYAAOU XWPOU TToU Ba TTITPETTEI TV

AVETN KUKAOQOPIAKK pory 0TO dwUATIO GTTOU TTaiETAI TO TTAIXVIOI.

H xprion Twv KAEIdapIwY, YPIQwY, N MIKPWV QVTIKEIMEVWYV gival TTOAU ouvnBiouévn oTa
escape games. QoT1600, Ol HaBNTESG UE AETTTEG KIVNTIKEG OUOKOAIEG UTTOPEI va
OUOKOAEUTOUV TTOAU PE TO XEIPIOPO TOUG. 2€ YEVIKEG YPAUUEG, €ival TTPOTINOTEPO VA
QgloTTOINCETE UAIKO TTOU UTTOPEI va XpNOIMOTTOINBEI EUKOAA, OTTWG 01 KAEIDAPIEG PE KAEIDI.
Av atTOQaCiCETE VO XPNOIMOTTOINCETE KAEIDAPIEG UE YPAUMATA, apIOPOUG i KPUPHEVO
MNVUOpOTa, BEBaiwOEITE OTI €ival APKETA PEYAAEG Kl EUKOAEG OTN XPNAON.

O1 KOTEUBUVTIKEG KAEIDOPIEG TTPETTEI VA OTTOPEUYOVTAI ETTEIDN PTTOPEI va TTPO0BETOUY pia

eMTTAEOV BUOKOAIQ TOUG DeIOXEIPEG/APIOTEPOXEIPEG HaBNTEG ue E.M.A.
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5. Ma@npaTtikég SUOKOAIEG:

MNa 1IG dpacTNPIOTNTEG TTOU TTEPIEXOUV apIBUNTIKOUG KWAIKOUG A KAEIBAPIES E apIBuoug,
BeBaiwbeite OTI 01 apIBuOI €ival pey&Aol Kal APKETA EUAVAYVWAOTOI VI VA OIEUKOAUVETAI N
avayvwplor] Toug. KaBwg 1o TTapdv TTpdypapua 0TIAZEI OTNV EKIABNON YAWOOoWY, dev

TTPOTEIVOUUE TN XPrion OpacTNPIOTATWY TTOU TTEPIEXOUV ABNUATIKESG TTPAEEIG.
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Maidaywyikad TTAEOVEKTHHATA TG XPAONG escape

rooms o€ pabnrég pe E.M.A.

KaBwg Ta escape games eMITPETTOUV JIA dIAQOPOTTOINUEVT, TTOAUAICONTNPIaKA Kal
EUTTPOOAPPOOTN EUTTEIPIA, UTTOPOUV VA ATTOOEIXTOUV EEAIPETIKA ATTOTEAECHUATIKG YIa TOUG
paOntég pe E.M.A. H paBnoiakn d1adikacia auTwy Twv JabnTwy ouxva gival eVTaTIKA.
To va XpNOIYOTIOINOETE £vVA TTAIXVidI VIO VO avakKaAUWouUV £va Kalvouplo KEQAAaAIo i va
EVIOXUOETE TIG YAWOOIKEG OECIOTNTEG TOUG €ival ETTOPEVWG JIA KOAR OTPATNYIKH YA va
evBouoliaoTouv, CUPHETAOXOUV Kal avaAdBouv evepynTiKO pOAO OTn HaBnoIaKr TOUG

Ol1adIKaoia.

EmmAéov, n duvatdtnTa va douv, akouoouv, Kal ayyiouv Ta aToixeia Tou TTaixvidliou Kal
va KivnBouv péoa oTo TTaixvIdoTroinuévo uadnolakd Toug TrepIBAAAOV utTopei va augoel
TNV IKAVOTNTA TOUG VA ATTOUVNUOVEUCOUV TTANPOQYOpPiES. Av Ta escape rooms
TTPOCAPUOCTOUV KATAAANAQ, HTTOpOoUV KAAAIOTA va ETTITPEYOUV TOUG HadnTég pe E.M.A.
va &€gicouv TIG SUVAUEIG TOUG O€ CUVEPYATIKA TTEPIBAAAOVTA KAl VO avaTITUEOUV TIG
0e€I6TNTEG TOUG aKPIBWG OTTWG KABE AANO TTaIdi, augdvovTag e auTdv Tov TPOTTO TV

QUTOEKTINOT) TOUG.
To mepiBaAAOV Twv escape games €TTiong KAANIEPYEi TN OCUVEPYQTIia AVAPETT OTOUG

MaONTEC TWV OPAdWYV PEoa aTTd TNV AAANAOBIOAKTIKA NABNON, KAl CUVETTWGS CUMPBAAE

oTnv €£100pPATTNON TOU ETTITTEDOU TWV PMABNTWY OTNV TAEN.
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