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Iepidnyn

Ta tehevtaio ypdvia Kol LETA OO CLVEYEIS EMUOPPDCELS EKTAUOEVTIKOV EEEMTCETOL KOL EVOMUATOVETAL GTOIIOKA
o1 OWOKTIKN TPAEN 0 oXeOOOUOC EVEMKT®V eKTAUdELTIKOV cevapiov (educational/ teaching scenarios), ta omoia
APOPOVV TPOTEWVOUEVOVG TPOTOVS SOUCKOAING TPOETAEYUEVOV EVOTHTOV amd TN OSOKTEN VAN EVOC YVOOTIKOD
OVTIKELLEVOD KoL UTOPOVY VO EPUPUOCTOVV Kot 0TV €€ OMOOTACEMG EKTAIOELOT). XTO TAAIGIO OVTO KoLl KATd TNV
e&EMEN Tov épyov «BYPQON» oyedidotniay Kot papuoctnKay oty Tpaén eKTadEVTIKG GEVAPLO Y10, TO OUMVULO
mayvidt, ta omoio onpiloviol 6To YNELoKO EKTOLOEVTIKO oty vidl coPapod ckomov (serious game) kot 0koAovBohv
TG oOyypoves madaywyikég Oempiec. Edikotepa, Bdon tov o)edocHod TOV EKTOIOEVTIKOV GEVOPI®V OTOTELEL O
TPOPANUATIGUOC TOV TEAEVTOIOV OEKAETIDV GTO EMIMESO TNG £PEVVOG CYETIKA LE TNV EVemUATOoN Kot a&lomoinon
OV Ynolokoy mayvidoy ot dwoaokorio g lotopiog kot oty & omootdoemg ekmaidevon. XTOX0G TOV
SpacTNPLOTNTOV, Ol OTOIEG EVOMUATMVOVTOL GTO EKTUIOEVTIKG cevapto, givat 1 avadeln tov porov tov TIIE otig
SWOOKTIKEG OTPUTNYIKEG, TTOV VTOGTNPILOVV TOV TTULYVIDOTN TPOTO TPOGEYYIOTG TG YVAGONG, Le Wiaitepn Paputnta T
ompEn Kot TpomOnon Tev petofdcenv amd TN HETOTKN SWooKoAlo, oTn OdacKoAld pe OMAdEG KOl OTN
ouLveEPYATIKN pabnom, petacynpotifovtag tn Hopen TG OOUCKAAINS Ond SUCKAAOKEVIPIKN GE LOONTOKEVIPIKY).
AxolovBel clOvioun ava@opd ot OOUY TOV EKTOLOEVLTIKAOV GCEVOPI®OV LE TOPAOEST, OPICUEVOV OO TIG
TPOTEWVOLEVEG dPUGTNPLOTNTEG KOL TNV OITOTIUNGT TOVG, Ol OTOiEC 6TO GUVOAD TOVG €lvOl GTEVA GUVUPAGUEVES LE
TV TAOKY] TOL YNOLOKOD EKTALOEVTIKOD TayVIdlon coPfapol okomoh «BYPQONy.
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Abstract

In recent years and after continuous training of educators, the design of flexible educational scenarios is gradually
evolving and being integrated into the teaching practice, which is related to the proposed ways of implementing pre-
selected modules from the curriculum of a subject and may be applied to distance learning procedures. In this
context and during the development of the “BYRON” game project, educational scenarios were designed and
implemented in practice. These are based on the serious games' design principles and follow existing and modern
pedagogical theories. In particular, the aim of designing such educational scenarios is to reflect the latest research on
the integration and utilization of serious games in the teaching of History and through the utilization of distance
learning. Furthermore, the activities incorporated within the educational scenarios aim at highlighting the role of
ICT in teaching strategies, which support the playful way of approaching knowledge with particular emphasis on
supporting and promoting transitions from frontal teaching, group teaching and in collaborative learning, thus
transforming the actual form of teaching from a teacher-centered approach to a student-centered one, and by
deploying specific educational scenarios. In this framework, the structure of the proposed scenarios, their supported
activities and the evaluation process followed, are closely intertwined with the plot of the "BYRON" digital
educational serious game.
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