H dokiuf Twv ypigwv 0ag atToTeAE avaTTOOTIACTO PHEPOG TNG OIAdIKACIag OXEDIOOUOU TOU

TTaidaywyikou cag ER. BonBd va diao@alioTei dx1 JOVO OTI Ol TIPAKTIKEG TITUXEG TOU TTAIXVIOIOU
AgIToupyouv owoTd, aAAdG Kal av To KoIvo-0Tdx0G6 Ba Bpel To ER €AKUOTIKO Kal eKTTAIBEUTIKO. O
OTOXO0G TNG OOKIUAG TWV QIVIYUATWY gival va BEATIWOEI 0 oxediaoudg Tou ER yia TNV TEAIKA

¢kdoaon.

EpyaAgia TTou oxetifovrai:

Doppa eAéyyou Kal 08IKOG XApTnNGS (AVATPELTE OTA OPWVUUA £YYPAPA TWV EPYAAEIWV)

Mwg va di1e§ayeTe OOKINEG YPiPWV:

o Karda tn didpkela Tng d1adikaciag oxedlaopoU, EEETAOTE T dUVATOTNTA
AVATTOPAYWYNS TWV YPIQWV oag HE Tn BoRBeIa EpWTACEWY YIa va dIATTIOTWOETE av 1)
Ta didpopa oTolxEia Tou TTaXvIdIoU gival cuuBaTd 2) Ta alviyuata avTaTtroKpivovTal 0TOUG
YAWOOIKOUG Kal TTaIdaywyIKOUG oag oToxXous. O1 EpWTACEIG TTOU UTTOPOUV VA 0AG
kaBodnyroouv o€ autr Tn dladikacia PTropei va TrepIAapBavouy Tig akdAouBeg: MTropei
auTo va avatrapaxdei; Eival ac@alég; 'Exel TpooappoaoTei oTnv TAEN Kal OTIC AvAYKES TwWV
pMadnTtwyv; MTmTopoulv ol yabnTéC va To XPNOoIYOTTOINooUV auTtovoua; A&ITtoupyolv CwaoTd
OAa Ta oTOIXEIO TOU TTAIXVIOIOU;

o AQoU diapopPwoeTe TO ER 00g, ETOINAOTE éva EVTUTTO EAEyXOU pE KOTAAOYO
OTOIXEIWV TTPOG £EETAON KAI OXETIKEG EPWTNOEIC VI VA AGBETE avaTpoPodATNON ATTod
TOUG TTAIKTEG (BA. TNV evoTnTa "AOKIUr Kai TTpocapuoyn Tou ER" Tou TTAaiciou Kai Tou
0dIKOU XapTn).

o EmIAESTE OPGOES TTOUKTWYV (QV Eival duvaTOV, CUUTTEPIAGRETE DIAQPOPETIKA TTPOQIA
TTAIKTWV) KAl TTAPAKOAOUBNOTE TO TTaIXVidI TOUG OTOV OOIKO XAPTN KAl TIG ATTAVTHOEIG
TOUG OTIG EPWTNOEIG TNG POPUAG EAEYXOU.

o EmMITpéYTE TTPpOTACEIG OXETIKA HE TN BEATIWON TOU ER Kai TrpoBeiTe o€ avaloyeg

TPOTTOTTOINOCEIG.
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o XpPNOIYOTTOIAOTE TV AVATPOPOSOTNON TWV TTAIKTWYV YIA VA TTPOCAPpHOCETE TO ER

oTnv TEAIKA €kdoon TTou Ba XPNOIUOTIOINCETE UE TOUG HaBNTEG.

EmitrAéov BiBAIoypa@ia:

« Bechtel, C. (2019) Planning an escape room: beta testing, EscapeFront. Available at:
https://www.escapefront.com/escape-room-beta-testing/.

« Denham, A. R. (2016) ‘Improving the Design of a Learning Game Through Intrinsic
Integration and Playtesting’, Technology, Knowledge and Learning, 21(2), pp. 175-194.
doi: 10.1007/s10758-016-9280-1.

« Lopez-Pernas, S. et al. (2019) ‘Examining the use of an educational escape room for
teaching programming in a higher education setting’, IEEE Access, 7, pp. 31723-31737.
doi: 10.1109/ACCESS.2019.2902976.

« Nicholson, S. (2016) Ask why: creating a better player experience through environmental
storytelling and consistency in escape room design. Lansing, Michigan: Meaningful Play,
p.17.

« Ruston, K. (2019) ‘Beta test an escape room: what to expect’, Orlando Escape Games,
18 January. Available at: https://orlandoescapegames.com/beta-test-an-escape-room-
what-to-expect/, https://orlandoescapegames.com/beta-test-an-escape-room-what-to-
expect/.

» Veldkamp, A. et al. (2020) Escape education: a systematic review on escape rooms in
education. preprint. SOCIAL SCIENCES, pp. 1-19. doi:
10.20944/preprints202003.0182.v1.

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



