Avtietoyiote KGDe yopaukmplotikd 1) OpO TOL YNELUKOD YPUUUUTIGHOD LE THY
KOT@AAN AN TEpLypa@] 1| EQAPLOYY TOL GTHV EKTUIGEVOT).

Xapaxtypiotiké / Opog Heprypagr / Eoappoyi
1. Avwdktvakn panon o) Epyaieio mov emrpénovy otoug pabntés va
(e-learning) oLvepYalovTol Kot v Lotpalovoal 16£eC.
2. Kpinikn} okéyn kau B) Atevkoiiver TNV TpOcPaon oE EKTUOEVTIKG VAIKO
aSroidymon GO OMOLOANTOTE HEPOS TOL KOGLOD.

v) Xpnon g TEXVorOYias yioe TNV avaAivan Kol Ty

3. Zoveprasued pédnom a&10AOYNON TS TOOTNTAS TMV TAT|POPOPIDY.

4. Gamification 8) Avantoén de€lomtmv, OTOE 0 TPOYPULUATIOUOS KAl
(Iavyvidomoinon) 1) POUTOTIKY], LEGH OLUDPUGTIKMY THLYVIOLDV.

5. Mpoécpaon oz €) Xpfon mayvidiov Kol S1ayovISUOV yio TV evioyvon
EKTOOEVTIKG VMKO NG CUUUETOYMGS KL TOV EVOLHPEPOVTOC.

6. Ilpocomomoimpévny ot) [Ipocuppuocuéva EKTUIdELTIKG epyuieio TOV
pabnon AVTOMOKPIVOVTOL GTIC avAaYKES Tov Kabe pabn.
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