Eviaia dokipaoid

To evidio TeOT gival Eva TTOAU onPAvVTIKO JEPOG OTAV TTPOKEITAI YIA TN dnMIoUpYia TOU TTaIXVIOIoU
Escape Room oTtnv 1a¢n. Etriong, oag e€ac@ailel 0TI N doKIu Twv ypiewv dev Ba
TTOPEUTTOBICETAI ATTO {NTAMATA TWV PUNXAVIOPMWY 00G. KAvovTag TETOIEG DOKIYEG Ol EKTTAIOEUTIKOI
gival oiyoupol 0TI OAEG O1 TITUXEG TOU TTaIXVIOIOU Ba AsiToupyouv owaoTd. H gviaia dokipaaoia
gival n TPWTN @AcN TNG TTARPouUg dokipaoiag Tou ER, d10TI yeTd atrd autr) Tn doKiyaaoia

aKOAOUBEI N doKIuaoia TWV yPiPwV Kal TN CUVEXEIQ N CUVOAIKN doKiuaaoia.

TpoT1r0oG dI1EayWYNG VIaiwV SOKIHWV:

e To i610 TO BwATIO - O eKTTAIDEUTIKOG TTPETTEI VA BEBaIWOET OTI TO dWPATIO OTTOU
AauBavel xwpa 1o TTaIxVvidl atrodpacng TalpIAdel OTO OEVAPIO TOU TTaIXVIOIOU avAAoya JE
TOV apIBuS Twv PabnTtwy TTou cupueTéXxouv. OAa Ta epyalcia Ba TTpETTEl va TOTToBeTNBOUV
OTn CWOTA OEIPA XWPIG va PITTEPOEUTOUV.

o Ta oTOIXEiO TTOU TIPETTEI VA XEIPIOTOUV Yia va AuBouv ol ypigol (oTaupoAeta,
aiviyuarta, sudokus, Kpuuuéva oToIxeia K.ATT.) - Ta ava@epOuEVa OTOIXEIO TTPETTEI VA Eival
Kabapd, akpiBn Kal euavayvwaoTa. Ta oToixeia Tou Taixvidiou yia TV avAayvwaorn Kail Tn
ypa®n Ba TTPETTEl va gival TIPOCAPPOCHEVA OTIC AVAYKESG OAWV TwV JaBnTwy (TUTTOC Kal
MEYEBOG YPANPATOOEIPAG, MIKPA KOUMUATIA KEINEVOU, OOQPEIG KAl CUVOTTTIKEG 0BNYIES, K.ATT.)

o TeyvoAoyika oToixeia (BivieoTrpoBoAéag, ewTa, nxeia K.AT.) - Mpiv TNV évapén Tou
MOaBANOTOG 0 EKTTAIBEUTIKOG TTPETTEI VA EAEYEEI AV O BIVIEOTTPOBOAEAG, T GUITA, TA NXEIX
gival avappéva Kal ASIToupyikd, WoTe va amo@euxBouv Tuxov avattodiég Katd Tn didpkela
TOU TraiXVvIdIou.

e Oupideg 1 GAAa oTolxEia ATTOKAEIONOU (AOUKETA, AAUCIOES, KWOIKOI TTPOCRACNG K.ATT.)
- OAa autd Ta oTOIXEIO TTPETTEI VA TTEPVOUV aTTO TTANPN £AEYXO TTPIV XPNOIJoTToinBouyv. Ol
eKTTaIOEUTIKOI TTPETTEI VO BeBaiwvovTal 0TI o1 KAEIDapIEC AeiIToupyouUv Kal OTI UTTApXOouV

KA€IOIA yIa KAOE KAEIDOPIA.

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



Eviaia dokipaoid

e ZUXVA, aTraITeiTal EéVa XPOVOMETPO - H diaxeipion Tou xpdvou gival onUavTikni yia Ta
TTaiyvidla Escape Room. O eKTTAIBEUTIKOI TTPETTEI VA XPNOIPOTTIOIOUV £Va AKPIBES

XPOVOUETPO.
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