MatPorBib

To dwpaTio amddpacng “MatPorBib” oxedidotnke atrd Tnv Adelina Moura kai Tnv Idalina

Lourido Santos kai TrpaypaTtotroinOnke 1o oxoAikéd €106 2018/2019 o€ duo oxoAcia
TTPpwWTORABUIag Kal deuTepOBABuIag ekTTaideuong oTn Bopeia MNopTtoyalia. O CUPPETEXOVTEG
ATav 60 pabnTég atrd duo TALEIS TNG 7NG TAENG TOU OXOoAgiou. To dwudaTio atmdédpacng dIECXON
ME Bdon 1o epyacThipio MaBnuatikwy, TTOPTOYAAIKNS YAWCOAG Kal YPaPrG Tou aXOAIKOU
TTPOYPAUMATOS OTTOUBWY, JE TNV UTTOOTAPIEN TNG ZXOAIKNG BIBAIOBRAKNG Kal Tng Movadag

AuTIOUOU (evTayuévn O0TO OXOAIKO TTAQICI0).

ISl1aiTepa onueia:
21NV apxn, 6Aol ol padnTEG eI0AXONOavV o€ pIa apXIkr TTPOKANCON, TN dnUIoupyia dIAPOPETIKWV
a@NYNoEWYV, Kal 0Tn ouvexela eTTIAEXONKE N KataAAnASTePN agpriynon. Me Baon auTo, ol
oXedI00TEG TOU dwpaTiou diaguyng dnuioupynoav £€va oevdpio atraywyng Tou KadnynTh
MaOnuaTIKWYV, OTO OTT0I0 oI HabnTég Borbnoav oTnv atreAeuBépwon Tou BUpaTog. To
MatPorBib Escape Room evowpdtwoe Ta MaBnuaTtikd kai Ta lNMopTtoyaAikd pabruarta oTto
TTPOYPAUUA OTTOUBWYV TNG 7NG TAENG TOU OXOAEiOU KAl CUPTTEPIAAPONKE OTO OXEDIO
OpacTtnpIoTATWV TNG OXOAIKNG BIBAI0BRKNGS. O1 ypigol apopoucav To uaddnua TNG AAyeBPag Kai
€va AoyoTEXVIKO £pYO €VOG OUYYPAPEA, TOU OTTOIOU N £KBEON TTPAYHATOTTOINBNKE OTN OXOAIKA
BiIBAI0BAKN.
O1 pabnTég xwpioTnkav o€ 6 opadeg Twv 5 padnTwy. Ze KABe opdda dOBNKE atrd TN OXOAIKNA
BIBAI0BNKN €va tablet kal éva smartphone evég pabntr], WOTE va PTTOPOUV va AUGOUV TOUG
ypipoug. O1 ypigol TrepIAGuBavav dIaPopoTTOINPEVES OPATTNPIOTNTEGS, OTTWG N
QATTOKPUTITOYPAPNON KwOIKWYV Kal aA@anTa, Tpdofacn o€ IOTOTOTTOUS, KwdIkoug QR,
OTaUPOAEEa, CUUTTARPWON KEVWY K.ATT. To TTaixVvidl atroteAolvTav atmo 4 TTPOKARCEIG, Ol OTTOIEG
akoAouBouoav éva d1adoxIKO POTIBo. TNV apXr Tou dwaTiou amddpacng, 668nNKav 0Toug
MaBNnTEG o1 TTpoKANoEIg 1 Kail 2 (9 ypigol) Kal 0Tn cuvéxela Eva GAAO OET 4 ypigwv yia TNV
oAokApwaon NG TpITNG TTPOKANONG. TEAOG, TO TEAEUTAIO Aiviyua odnyouoe 0To KAEIDI TTOU
onuaive "atmeAeuBépwaon”. Aicel va onpeiwBei OTI Kal Ta £€1 KAEIDIG dnuioupyABnKav atrd Toug

QUTIOTIKOUG MOBNTEG TTOU AVIKOUV O€ HIA JOVADA QUTICHOU EVTAYUEVN OTO OXOAEIO.

t*‘
y ® Me ouyxpnuatodoTnon aTro 10 A
e a » Tpoypaupa «Erasmus+» £ x
G Eupwtraikig Evwang *ak



MatPorBib

Marti gival oXeTIKO PE TN O1000KAAIO YAWOCOWV

To dwATIO ATTOdPACNG TTOU TTEPIYPAPNKE TTPOCEPEPE I aAAayr) TTapadeiyuaTog armmo Tnv
TTapadoaiakrh peBodoloyia TNG TAENG OE PIa KAIVOTOUO, KOBNAWTIKA EUTTEIPIA. ZTNV TTPOKEIMEVN
TTEPITITWON, auTr N véa dIBAKTIKA TTPOCEyyion BacioTnke otn diaBeuartikr) peBodoAoyia
O1000KAAIaG TTOU AYoPOUCE TOOO BIAPOPETIKA PabriuaTa (GAyeBpa kal YA wooa) 600 Kal

OXOAIKEG DOMEG, dNAAdN TN oXOAIKr BIBAIOBrKN Kal TN povada auTiIopou.
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