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ID GAMES

H umootrptén tng Evpwmaikng Emttponng oty mapaywyn tng mapolcag Ekdoong Sev
GUVLOTA ATIOS0XI) TOU TIEPLEXOLEVOU, TO OTIOLO OVTIKATOMTPL(EL ATTOKAELOTIKA TLG AMOYELG
TWV CUVTOKTWV, Kot N Emttponn gv umopei va avaldaBetl tnv euBUvn yla onoladnmote
XPrion Twv MANPodopLWV TTOU TIEPLEXOVTAL O AUTHV. Project Number: 2019-1-ELO1-KA204-
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H petdppaon kol n mpocappoyn ota eAAnvikd tov Mebodoroyikod Odnyov tov mpoypaupatog ID GAMES
«ZVV-ONUIOVPYDVTOG VTOGTNPIKTIKA TTatyvidia yia Tnv evicyvon g Eviaéng atopmy pe NonTikn
Yotépnon» €yve and 1o [IEK/ApeA .

Mertdappaon: Akaréstov Aaurpivi, Mrovt) Mapia, [Tavayomovlov lodvva, araréén Xpiotiva

Empérera xat mpocappoyn tov Odnyov 6t EAANVIKA:

Mrnovtiy Mapia, [avayonodvriov Iodvva, [amaréén Xpiotiva
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EKMAiSEVON KOl KOWWVLKNA évtagn Twv atopwyv pe NY
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B. Mapadeiypata kat npodlaypadég ZoBapwv Mayyvidiwy yla atopa pe NY

VI. Edappoyn epyaotnpiwv cuv-npoupyiag mayvistwyv
A. El8ikotepOL oTO)OL EpyacTnpiwy
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A. Npoypappa 5paoTNPLOTATWY TWV EPYAOTNPLWY
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I. ZUvoyn Npoypappatog

A. M\aiowo €pyou

To npoypappa «ID GAMES - Zuv-SnULOUPYWVTOG UOCTNPLKTLKA Ttayvidia yia tnv evioxuon
™¢ évragng twv atopwv pe Nontiky Avannpio» Baoiletan otn dphocodia OtL o€ KAOE Gtopo
Oa npéncel va Stacdalifovral ioeg euKALPieg yLa TRV OVATTTUEN TNG TPOCWTILKOTNTOG KO TWV
SeflotiTwy Tou, KOBWG KoL TG AoSoXAG TOU WG LoGgLo HEAOG TNG KOWWViaG.

JUpdwva pe tov Opyaviopd Hvwpévwv EBvwv (2015), To TOGOOTO TWV ATOUWV UE aVATNPLeg
otnv Eupwraikn Evwon sivat 10-15%, mapouatdlovrog avénon 2% tnv tehevtaia Sskastia.
Zupdwva pe tov American Association of Intellectual Developmental Disabilities (AAIDD, 2013),
n Nontwkn Yotépnon (N.Y.) amotedel pa oavamtu€lokn Slotapayr Tou ennpedlel tnv
T(POCAPUOCTIKI CUUTEPLDOPA KAL TIVEUHATLKA ASLTOUpYiat TOU OTOOU.

Ta dtopa pe Nontikn Yotépnon (N.Y.) £xouv apKeToUG MepLOPLOOUG 600V adopd TLG:

e Evvololoyikég O8eflotnteg (avayvwon kot ypaodr, xpnAuota, xpoévog, apBuol kol
avtodlabeon),

o Kowwvikég Aefiotnteg (dlampoowrikeég  Se€lOTNTECG, KOWWVIKR  umeuBuvotnta,
autoektipnon, sumotia Kat adélela, eniluon mpoBAnUATwWY, LkavoTnTa va akoAouBouv
KalL va TNPoUV Kavoveg Kabwg kat §e€LotnTeg anoduyng Bupatonoinong)

e [Mpaktikég AsgLotnteg (Mpoowrik dpovtida, epyaoctakég de€lotnteg, ppoviida Bepdtwv
uyelag, petakivnon, opyavwon Kol TPoypOoUHUATIONOG, aodAlela, cuvallayEg Le Xprata
Kal xprion thAsdwvou).

Ta ZoBapa Nawyvidia (duoika kat Pndakd) r aliwe Serious Games amoteAoUV pLo OOSEKTN
pHopdn pun dapUakeuTIKAG TapeéuBacng yia ta dtopa pe N.Y. yati mpoodépouv tn Suvatotnta
Slepelivnong, MELPAUATIONOU KoL EVIOXUONG TNG TTPOCOXNAG SNULOUPYWVTOC CUVBNKEG TTou dev
TPOoKaAoUV Tiieon oTov CUMMETEXOvVTA. AvT’  autoUu, ol KaBlepwpévec pébodol cuxva Sev
TOLPLAlouV AmOAUTA HE T QVAYKEC TWV atopwv pe N.Y. odnywvtag o eUKOAa Kal TiLo
vpnyopa oe €MNeuwpn evlladépovtog. H mpooappoyr Twv TALXVIOLWY Yla T OVAYKEG TWV
atopwv pe N.Y. gival pa onpavtikny mpokAnon (Robin, 2005), kaBwg n mAstoPndia toug dev
uropel va oaflomoinBei amd ta atopa pe N.Y. yloti amaltolv GUYKEKPLUEVEG Oe€LOTNTEC

(avayvwon, ypadn, avayvwplon OVTIKEWLEVWY KAl XPWHATWY, KWNTIKA emdeflotnta) Kot
enapkn Stemadn kot avaiuon tTwv Spactnplotitwy (Lopez et, 2013).

MapdAAnAa, otnv gpeuvntik BLBAloypadia svromilovtal tpeic tUTOL oTdoewv/andPewy, oL
omoilol ackoUV emippon ota Aatopa Xwpic avamnpio 6cov adopd tnv aAAnAemnidpaon, tv
gvtaén | Tov amokAElopd Twv OoTOpwV Ue avamnpia (Meyer et,1998): n etolotTnTa YL
ouvllalayn pe ta atopa pe N.Y. wg KatavoAwtég, yeitoveg 1 didol (18,23%); n ENewn
EVNUEPWONG OXETIKA HE TIG OVAYKEG TWV atopwyv pe N.Y. (25,84%); kat Té€Aog n avnouyia, To
Ayxoc Kal n andppudn TG LO£aC yLa oUoLAOTIKH £vTagn otnv kowotnta (55,93%).
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B. ZIKOMOG KoL OTOXOL TOU £pyou, WGEAOUHEVOL, TOAPASOTEN KOl OVOHEVOHEVQ
anoteAéopata tou «ID GAMES»

To npdypappa «ID GAMES» €xelL wC 6TOXO TOU:

Tnv evioyuon tNG KOWWVIKAC £vtaénc twv atopwv pe N.Y. péow tNC £vepyoUC LOOTLUNG
CUMMETOXNG Kal ouvepyaciog Ttoug He emayyeApatieg, dpovtlotég, doltnteg, oxeSlaoTEg
TALLXVLOLWV KoL EAN TNG TOTILKAG KOLWVOTNTA.

Tnv peiwon tou otiypatog kat tng Bupartonoinong twv atopwyv pe N.Y. Kal Twv GpoviloTwy
TOUgG.

Tnv evluvapwon tTwv S€loTATWY TWV EMAYYEALATIWV HECW EKTTALSEUTIKWY SpaocTnPLOTATWY,
KWVNTIKOTNTAG Kol EKMALSEUTIKWY epyoleiwv kat peBodwv, wote vo elval os Béon va
oxebLAo0oULV Kal va aflomoLoouV Ta serious games

Tnv dnuloupyia 6 kawotdpwy JoBapwv MNayvidwyv (puoikd, Pndlakd kot phygital) mouv Oa
AapBdavouv uTtOYPn TOUC TLG KOWWVIKECG KoL TIPOKTLKEG OVAYKEG TwV OTOpWV He N.Y. kobwg Kot
pLog peBodohoyiag yla Tov oXeSLaopUd KoL TNV Ipooappoyr Twv 2oBapwv Matyvisiwv

Tnv dnuoupyia Pnodlakwv epyaleiwv (e-course, e-platform, mawvidia) ywa tnv evioxuon tng
BLWOLUOTNTAG TOU TIPOYPAULATOG

OL Baaoikol wdeholpevol Tou poypappatog «ID GAMES» elval:

e ATOMO HE VONTLKA avarmnpia
o EmayyeApoatie¢ mou epydlovtat pe atopa e N.Y. (mx. YuxoAdyol, epyoBepameuteg,

KoLWVWVLKOL Aettoupyol, KTA.)

o  Dpovtlotég atopwy pe N.Y.
o EBelovtég (my. dpoltnTéG, oxedLaoTEC aLXVLOLWY, veapol eVAALKEG, KTA.)
e Opyaviopol mou mapéXouv UNMNPECIEG 08 ATOUO LE VONTLKA avamnpia (my. KEvtpa nuépag,

KEVIpa evnAikwv atopwv pe N.Y., kévipa ¢povtibag, skmaldeutikol popeic evnAikwv
OTOPWV e N.Y. KTA.)

e TomiKkn KowotnTa

To mpoypappa «ID GAMES» mepllaupdvel plo Kouvotopo pebodoloyia £vtaéng atopwv pe
Nontiki Avamnnpio Héow TNG CUMMETOXNG TOUG OF EPYAOTHPLA CUV-SNULOUpPYLaG TaXViSlwy. Z€
ouTa tTa gpyaoctipla ta atopa He N.Y., oL PpOVILOTEG TOUG, OL EKTIALSEUTEG TOUG, ETOYYEAULATIEG
TOU XWPOU UYELOC, oXESLAOTEG MaLXVLISLWV, POoLTNTEG, HEAN TNG TOTIKWY KOWOTATWV Kot EOEAOVTEG
Oa oxnupaticouv UEIKTEG OMAdEG anmd TiG omoieg Ba mpokUYouUvV oL LEEEG yla TOV OXESLAOHO
ZoBapwv Mayvidiwv yla T avaykeg Twv atopwv pe N.Y. Ot 16éeg Ba petatpanolyv os IoBapd
Mawyvidia Sivovtog mapdAAnAa tn SuvaATOTNTA OTOUG CUUUETEXOVTEG TWV Epyactnpiwv va maifouv
KOL v eVOUVAUWOoOoUV TIG Se€LOTNTEG TOUC amd KOWOoU, MPowbwvtag HE AUTO TOV TPOTIO ThV
KOLVWVLKN TOUG évtagn.

To KUPLOL AITOTEAEGHLALTAL TOU TIPOYPAULLATOC ElvalL:
e Havamtuén evog MeBodoloyikol O8nyou

e Hoénuoupyia 6 ZoBapwv MNayvidiwy (puoikad, Pndraka, phygital)
e Hénuoupyio NAekTpovIKAC MAOTHOPUOC Kal EKTTALOEUTIKOU TIPOYPAULATOC Yo TNV

EVNUEPWON OXETIKA P TNV NonTikh Yotépnaon, TV 0pyavwon Epyactnpiwy cuv-
SnuLoupylog mayvISLWV KaL T Xprion Kal Tpocappoyn TWY VEWV TTaLXVLSLWV.
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Katd tnv ulomoinon tou mpoypdppatog Oa emtteuxfouv Ta mopaKATw anoteAéopata:

Oa auénBel n evhuépwon Twv GoLtnTwy, oXeSLACTWVY TTALXVIOLWY KAl LEAWV TNG TOTIUKAG
Kowdtntag oxetkd pe tnv Nontkr Avamnpia.

Oa BeATwBoUV oL 6e€LoTNTEG TWV ATOUWY KE N.Y. HECW TNC CUUUETOXNG TOUG OTN
Snuloupyla kat pocappoyn Twv Zofapwyv MatyviSiwv.

Oa evioxuBouv oL Se€LdTNTEG TWV EKMASEVTWY Kal GPOoVTLoTWY atopwy Pe N.Y. doov
adopd tnv opydvwan gpyaotnpiwv cuv-dnuloupylog mayvibiwy, tn cuvepyacio e
SladopetikoU¢ emayyeApatieg kal tn xpron tTwv 2ofapwv Mayvisiwv.

Oa epmAakouv otn Stadikacia Snutoupyiag ZoBapwv MoayviSLwy emnayyeAUaTieS,
doltNTEG, oXESLAOTEC TOUXVLOLWY, PPOVTLOTEC KAl LEAN TNG TOTILKAG KOWVOTNTOG.

Oa pewwbel To otiypa kal n apvntikn mpodidbeon npog ta dtopa e N.Y.

Oa dnuoupynBel evatcbnTomnoinon Kot KLvnTomoilnon oxXeTKA e T cuveladopd g
Snuioupyiog ZoBapwv Nayvidlwy otnv molotnTa {wng Twv oaTtOpwV He N.Y.

Oa evéuvapuwBolv oL OXECELS TWV LEAWVY TNE TOTIKNG KOWOTNTAC HE atopo pe N.Y.
Oa 600¢l eukatpia oe polTNTEG KAl VEOUC Avw Twv 18 eTwV va eUNMAAKOUV HECW

eBelovtiopou.

e
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I. OL Zuppetéxovteg Opyaviopol

H kowormpogia tou mpoypappotog «ID GAMES» mepthappavet £€L opyoviopoUg e EUMELpia o
Sladopetika media yla Ty Staodpaiion tng emtuyiog tou: éva Kévipo Altnuépeuong-Huepnotag
Opovtidag evnAikwv pe N.Y., évav oUvOeopo ekMoUSEVUTIKWY €LOLIKNG aywyng, &va €LOKO
oxoAeio yla dropa pe N.Y., ptoe MKO pe avtikeipevo tnv dnuioupyia ToBapwv Mayvidiwy yla
EUAAWTEC opAdeg KABWG Kal TN SlevEpyEL gpyaoTnpiwy cuv-Snuloupylag mayvibuwy, &va
MaveMLOTAULO UE LEYAAN eumelpia oTn Snuoupyia UAKOU yla SLaSIKTUOKA padruota Kot évav
EKTTALOEUTIKO OpPYAVIOUO eVNAIKWY HE HEyAAn eumelpio otn Snuioupyict NAEKTPOVIKWV
nepBaroviwy Kot pobnudtwy .

challedu

inclusion | games | education

H CHALLEDU - inclusion | games | education givat o cuvtovioThg Ttou £pyou.

H Challedu eivat pia MKO pe €6pa tnv ABriva. And to 2016 mpwrtomopel oe véa LOVIEAQ
HAaBnong, €vtagng Kal gUMAOKNG HEow PeEBOdwWY Baolopévwy oto mavidl. O kUpLoL A&oveg
Spaotnplotntag tng elvat:

e deotIPAA ouv - Snuoupylag mayviSLwyV yLa eLSIKEG Kol pn opadeg mAnbuopou (dtopa
LE avamnpleg, mpOodUYEC, ATOUA E AVOLO, VEEC YUVALKEC KATL.)

e Onuioupyia TAXVIOLWY LE OUYKEKPLUEVOUC €KMOLSEUTIKOUC 1 OTOXOUC €vtaéng:
matyvidio puotnpiou, mayvidia poAwy, Pndlakd kat emtpanélio oy vidia KATL

e Kataption ekmotdeutwy (evnAikwv 1 véwv) A GAAWV EMAYYEAUATLWV OXETIKA LE TOV
TP0mo  £bappoynG TwV TAVISIWYV OTIC KOONUEPLWVEG EMOYYEAUATIKEG TOUG
SpaotnploTNTEC.

H Challedu éxeL peydhn eumelpla oto oxedlaopd, TNV avamtuén Kat thv epappoyn oevaplwv
TALLXVLOLWY, EKTIALOEUTIKOU UALKOU, EKTTOULSEUTIKWY TIOUXVISLWY, EMILUOPGWONG EKMALSEUTWY Kalt
epyootnpiwv avamtuéng wovotATwy pe Pdaon to Tavidl. AloBétel  ekmaldeuTIKOUG,
KOWWVIKOUG Aeltoupyols, OXeOLOOTEG TaXVIOlwY, OL omoiol SnpLoUpyolV TALYVIWOELG
EUMELPLEG KaL maLyviSio pe otoxo va petatpéPouv Kabe SpaotnplotnTa O HLA OKATAUAXNTN
eumelpio.

JUUUETEXEL EVEPYQ O€ Tipoypaupata Erasmus +, we etaipog i cuvepydtng onwg ta: BRIDGE
Erasmus + (mayvidia yia atopa pe davola), FLYie Erasmus + — (rauyvidt tou mpoBaiiet
T(POTUTIO YUVALKWY ETIXELPNULATLWY TIOU TIPOWBOUV TNV ETIXELPNUATIKOTNTA OTIG VEEG YUVALKEG),
FEMALES Erasmus +, ID GAMES ktA). EmutAgov, n Challedu €xel oxeSL1a0€L KOl TAPOUGCLACEL
malyvidla o oxoleia, oe diadopeg Slopyavwoelg omwe «AbBnva, Mpwtevouoa BiBAiou 2018»,
«Bpadid tou Epsuvntr», «NUxta MoAtiopol», «PeotBEA Emtotnuwy tne ABRvag», «Avolytd
IxoAela ABnvwv».
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POTPAMMA ENTAZHE & KOIN{INIKOMOIHERE

H Newpaikh ‘Evwon Novéwv, Kndspovwv & Pidwv Atopwv pe Avamnpia sivol pn KuBepvntiki
opyavwaon, KUn KepSooKOoTILKOU XopaKTApa, Tou Asttoupysi amd to 1993. To 1997, Snuovpynoe to
MEK / AMEA, éva Kévtpo Alnuépeuong- Hueprotag @povtidag (K.A.H.@.) yia eviAikeg pe Nontikn
Yotépnon (NY).

To TMEK/AMEA esivat motomotnpévo Kévipo mapoxng UMNPeclwv mpwtoBadulag Kot
SeutepoPaduLOg KOWWVLKNG PpovTidag os evAAKeG e KUpLa Stdyvwaon tn Nontikn Yotépnon Kal
ouvobEC avarmnpieg. AlaBgtel po opddo MPOYPAUMATWY, KOTAMNAQ OXESLOOHEVWY, YO TIC
ovaykeg 25 evnAikwyv pe Ao Kal PETPLA vonTiKA avamnpia. Baciletal ot apxeg tne Tvupaong
Twv Hvwpévwy EBvwv yla ta Akalwpota Twv ATopwv pe Avamnpieg, n omola mpodyesl Tnv
OELOTIPETELDL KOIL TO OEBACUO KAl avayvwpllel Ta ATopa W EVEPYOUC SLEKSIKNTEG TWV SIKWV TOUC
SIKOULWHATWV.

Ol umnpeoleg evtog Twv eykatootdoswv tou MEK/AMEA meplappdavouv mapakohouBbnon tng
vyelag/dapudkwy Twv UeAWV, KaBnuepwvd yevpata, petodopd pE TMOUAHOV KOl KOWWVIKA
umnpeoia. Emiong, mopéxovtal mpoypAppaTa PUXOAOYIKAGC UTooTAPLENG/CUUPBOUAEUTIKAC,
epyoBepareiag, Gpuolkng aywyng, OVATTUENG KOWVWVIKWY Se€loTNTwY Kabwe Kot SpaotnpLotnteg
TEXVNG KaL EpyQOThpLa oamouviou. EmumAéov, mapéxovtal MPoypAUATA OTNV KOWOTNTA, Ta onoia
Slaodalilouv eukalpleg CUPUETOXAG O SOUNUEVEG KOWWVLKEC SpaoTNPLOTNTEG UE ATOUA XWPLg
ovarnnpia.

Opopa pag eivat va SnULOUPYNOOUHE €va €UEALKTO, QTMOTEAECHOTIKO KOL UTIOCTNPLKTIKO
nieptBaAlov, Omou OAeC oL UTINPECieg KAl SpaotnpLOTNTEG Ba evioxUoUV Ta avOpwWTTLVAL KOLL TIOALTLKA
SIKOLWHATA TWV ATOUWV HE vontiky oavamnplo kot 6o cupBAaAlouv TNV TIPOCWTILKA TOUG
avamrtuén.
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ELBLAG UL. KOPERNIKA 27

To EWdk6 Ekmoudeutikd Kévtpo Specjalny Osrodek Szkolno-Wychowawczy nr 1 eival dnuoocio
(6pupa oto omoio dottolv maldid, £€bnpol Kal eVAAKEG HE AMLa, UETPLA KAl coBapr VONTIKA
oavarnnpia nAwiag 0-24 stwv. NeplapBavel tig akdoloubeg Sopéc: vnmiaywyeio (14 atopa pe NY),
ONUOTIKO OXOAElO, TIPOETOAYYEALATIKY KoL €mOyyeAMOTIKY ekmaidsuon (181 atopwv pe NY),
kAelotn doun (18 atouwv), oxoAko owkotpodeio — (17 atopwyv), Kévrpo Mpwiung Napéupaong (34
dortntég), Kévrpo Beparmeiag kat amokatdotoaong (100 pabntég amd YeIKTA oXoAeial).

To KaBnuepwod TMpoypappta TEPAAUPBAVEL EKTOC QMO SPACTNPLOTNTEG EKUABNONG avayvwong,
ypadng kol poabnuatikwy kat mAnbwpa Spactnplotitwy Onwe: Oeparneia pe tn Bondela {wwv
(Bepameutikoi okUAoL, yateg, Beparmeutikn tmnaocia), Bloavadpaon, Awpadtio Snoezelen (dwudtio
moAvatoBntnplakol  TmepBaAiovtog), Oepancia  Warnke, AwBntnploky oAokAnpwon,
KwawoBntikn, EvaAlaktikéc MéBodol Emikowwviag (AAC), Xpnon EKMALSEUTIKAG POUTOTIKAC,
OpBoowputkn-AlopBwTiKN YULVOLOTIKA, XstoGepane;a, l'vaBompoowrikn Beparneia,

1 ’
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UNIVERSIDADE

#% LUSOFONA

To Navermotpo Luséfona, amoteAel 1o peyalltepo OWWTIKO Tavemotiulo otnv MoptoyaAia,
evowpatwvovtag 10 IEK otnv Noptoyalia, tn Bpallia, to Npdoiwvo Akpwtrpto, tn MolapBikn kat
™ Touwéa-Mmioodou. AlaBétel meploocotepoug amd  10.000 dowtntég kat 1500 kabnyntég
mapéxovrtog 44 MPOMTUXLOKA TUAUata, 45 petamtuylokd, 11 mpoypdapupata Sidaktoplkol Kot 42
peTamtuytakd padnuota. To Navernotipio Stabétel peydAn spmelpia otnv épeuvoa Kat Slaxeiplon
sUpWIAiKwY Kal SleBvwv €pywv kal Ba cuppetdoxel oto ID GAMES pe ta £€AC TUAUATA KOl
gpyootnpla:

e CCICANT — Kévipo ‘Epeuvag Edapuoopévng Emkowvwviag, MoAtiopol kot NEwv
Texvoloyuwyv, amo tnv ZxoAn Emikowwviag, ApxLtektovikng, Texvwv kot NMAnpodoplwy, n
oroia powBei tn Bswpntikn Kot epappoopévn Epeuva o OAOUC Touc Topeic: Néa Méoa
kat Néeg Texvoloyleg, Opyavwtiky Emikowwvia, OTTikr MOATIOUOG Kal MOALTIOTIKEG Ko
Meoais¢ Meléteg. To kévipo Sivel éudaon otn HeTadopd YVWOEWY Kol TNV avtoAlayn
mAnpodopLwy e TN Blopnxavia kat mapopola kévipa otnv MNoptoyolia kal otnv Eupwnn
o€ OvtaG onpeio TalTiong Ttou MeSiou Twv PECWV EVNUEPWONG, TWV TEXVWY, TOU TIOALTLIOMOU
KOL TWV TEXVOAOYLWV.

e Hei-Lab — Ta gpyaotrpla aAAnAsmibpaong avBpwmnou-nieptPAAAOVTIOC €XoUV TIG pileg TOUC
oto mAaiolo NG alnAenidpaocng avBpwrnou-rieptpaArlovtog Kat €etalouv tnv apotBaia
oAANAemtibpaon MeTagy NG avOpwriivng ouunepldopdg Kal Tou meplBaiAovtog. H
amootoAr tou Hei-Lab eival va ebappdoet tn oUykAlon yvwoeswyv and tv Puyoloyia, ta
Bteomalyvidla Kal To oXeSLAoUO Oe pla SLETUOTNUOVIKA EMLOTNLOVIKN TIAATGOpUa Yo va
peAetrosL tnv avBpwrvn cupunepldopd LECH GE AUTO TO EVOAAOGGOUEVO TtEpLBAANOV.

e-school

XY ) EDUCATIONAL GROUP

To E-SCHOOL EkmaiSeutik0¢ Opihog W6pubnke to ZemrtéuPplo tou 2003 otnv Kopbitoa.
Alopyavwvel eKALSEUTIKA ogpvapLa kal €pya oe dlddopeg GAAeG MOAeLG, Onwce N Mdtpa, n ABnva,
n Adploa, o BoAog k.a. (ECDL, TMNE, ACTA, GLOBALCERT, UNICERT).Amo to 2007 €xoupe €€elSLKeUTEL
otnV ekmaibsuon oTOPWY Ue €LBIKEG OVAYKEG LE TN XPON NAEKTPOVIKWV UTIOAOYLOTWY Kol GAAWV
epyoAelwv. And to 2010 €xoupe €LOEADEL OTOV TOUEQ TWV YAWOGOLKWY OTIOUSWY, SNULOUPYWVTOG
éva Kévtpo zZévwv Mwoowv mou eldlkevetol otnv eknaidsuon svnAikwv. Eival motomolnuévo
Kévtpo Awd Biou Mabnong tou EOMEN amd to 2014. Ta teAsutaia 5 xpovia mavw amnd 4000 avepyot
€xouv ekmoldeutel PEow €BVIKWY TPOYPAUUATWY KATAPTLONG AVEPYWV Kal o€ Sladopa oeuvapLa
LE QVTIKEIHEVO BewpnTikr KATAPTION, OUUPBOUAEUTIKEG UTnpeoieg otadlodpopiag Kol MPOKTIKA
ekmaibevon o evlladepopsvoug Tou  LBWTIKOU  Topéa. Ta  TeAsutaio 3 xpovia
SpaotnplonololuaoTe o MPoypappata Erasmus +, WG CUVEPYATNG ) CUVTOVLOTHG OE TIEPLOCOTEPQL
amno 15 £pya (https://www.erasmusplus.edu.gr).

YAuepa, to E-SCHOOL Sloikeital and téooepa POVIHA SLOKNTIKA OTEAEXN, 3 HOVIHOUC e€WTEPLKOUG
OUVEPYATEG KOl TAvw amo 50 kobnyntéc. Opapa Tou €lval va KATOOTEL MO TTPOAYHOTIKA
moAuAettoupyikn EKMAIAEYTIKH OMAAA mou Ba mapéxet upnAng mowdtntag kat cuyxpovn AlA BIOY

EKNAIAEYZH kot MIZTOMOIHZH INQZEQN.
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, Alianga pentra copii®

O Zuvéeopog ASOCIATIA ”"ALIANTA PENTRU COPII” ARAD €xeL avOpwrLoTIKO, 1N KUBEPVNTIKO
Kol pn KepSOOKOTIKO YopoKTnpa Kal Wbpubnke to 1994 amd toug KABnyntég Tou €£LSLKOU
oxoleiov tng mOAng Arad (Poupavia). AmoteAeital onupepa oamd SaokAAouc, ylLoTpouc,
KOLWVWVLKOUG Aettoupyouc, PuxoAOyoug, KOWWVLIKOUCG LECOAABNTEG, POLTNTEG TTOU EUTMAEKOVTAL
otnv ekmaibeucn Kal uTooTNPLEN LABNTWV e ELBIKEG EKTTALOEUTLKEG AVAYKEG OTNV TEPLOXNA TOU
Arad.

O KUpLOG OKOTIOG TOU gival va BeATLWOEL TO eminedo ekMALSEUONG TWV TTALSLWY KAL TWV VEWV HE
VONTLKEG QvVaTNPLleg, LECW TNG CUAAOYNG OLKOVOLLLKWY KOl UALKWY TIOpWV yla tn BeAtiwon twv
ouVONKWVY KOTAPTLONG Kal ekMaideuong Twv padntwy, KaBWE Kal TNV avarmtuén Twv IKAVOTATWY
HECW TNG OUVEXOUG KATAPTIONG TWV €KMALSEUTWY TOuG , Snuiloupyia LKOVOTATWY OTNV
Kowwviko-Puyonaldaywytkr umoBornnon pnabntwyv / vEwv pe LOLKEC EKTTOULOEUTIKEG QAVAYKEG
KOLL TWV OLKOYEVELWY TOUG.

Ol otoyoL pag eivat:

e Evromopdg, evawoBnromoinon kat efelpeson Alocswv ota TpoBARUATO  TWV
enwdelolpevwy pobntwv/ GoLtnTwy e VoNTIKEG avamnpileg

e Avamrtuén TPOYPAUUATWY Kal Spaoctnplotitwyv Tou adopolv mpofAnpata Tng
veohalag, Ue GUECN CUULETOXI TOUG OTNV EVEPYO EMIAUGCN TOUG,

e Opyavwon KOWWVIKWY, TTOALTIOTIKWY, AOANTIKWVY Kol AAAou TUTTou eKSNAWoEwWV.

e Opydavwon gpyaoctnplwv yla tnv eknaibsuon SladopeTikwv Se€LOTATWV Kal LKOVOTHTWY
yla Toug pabntég / véoug e vonTikA avarmnpia.

e AvAmrtuén MPOYPOUUATWY Kal SpaoTNPLOTATWY LE OKOTIO TNV KATAPTLON, EKTaideuon
KOLL EVNUEPWON OXETIKA E CUYKEKPLUEVD BEpaTal

e [lpowBnon HETPWY YyLO TNV KOLVWVLKI EMOVEVTAEN TWV VEWV LE VONTLKH ovarmnpla.
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Il. 2Uvoyn MeBoboAoyikou Obnyou
A. Opadeg otoxou kot wpelovpevol tou MeBodoAoyikol O6nyou

0O MeBodoloylkog O8nyog aneuBUvVeTaL 08 EMAYYEARATIEG KAl 0PYAVIGHOUG IOV KAAUTITOUV
avAaykeg atopwv pe N.Y. MNapouolalel tnv kawvotdpo pebodoloyia twv epyactnpiwv cuv-
Snuloupyiog mayvidiwy, n omoiot CUPPBAAAEL otnv £vtaén Twv atopwy pe N.Y. péow tng
£VEPYOU OUULETOXNC TOUG.

ErumAéov, o MeBodohoyikdg O8nyoc adopd Kal Toug €Taipoug Tou Tpoypappatog. Nopéxet
SLEUKPIVAOELG KOl KATEUOUVOELG yla TNV £hapUoy TWV EPYROTNPLWY, TEXVIKEG TIPOSLOYPAPEC
avadopkd pe ta maxvidla, tv mAatdoppo thAs-eknaibsuong kal to Stadilktuako padnua
aAAQ KOL TPOTIOUC TIPOCEYYLONG OAWV TWV TAPOSOTEWY TOU TIPOYPAUUATOC HE €udaon OTLG
QVAYKEC TwV aTOUwV Pe N.Y. KoL 0TNV KOWWVLKI TOUG évtaln.

OL KUpLloL WPEAOVLEVOL TWV EPYAOTNPLWV CUV-GNnuLoUpyLag TTaXVISLWYV eival ta dla ta dtopa

pe N.Y., kaBwg Ba BeATlwBOoUV oL KOWVWVIKEC TOUG Se€LOTNTES Kol Ba eVIoYUBEL N KOWVWVIKI TOUG

evtaén. ErumAéov welovpevol sivat:

e Emayyehpotieg mou gpyalovtal pe atopa pe N.Y. (Wuxoloyol, epyoBepammeuTEg, KoLy.
Aettoupyol KTA.)

e  @povtioteg atopwy pe N.Y.

e EBe)ovrteg (m.). poltnTég maveniotnpiwy, oxeSlaotég mayvidlwy, KTA.)

e Opyaviopol mou mapéxouv umnpeoieg oe atopa pe N.Y. (r.x. Kévtpa Huépag, K.A.H.O.,
El6ka oxoAeia, KTA.)

e Torukn Kowotnta

B. Ztoxot tov MeBodoAoywkov O6nyou

Baokdg otoxog tou MeBodoAoyikol O8nyou (01) elvat n dnpoupyia kateuBuvtrplwy
YPOLMWYV YL TNV VATTTUEN TNG KovoTtopou pebodoloyiag Twy epyactnpiwv cuv-6nuiloupyliag
TALLXVLOLWV yLa TNV €vtogn Twv atopwy e N.Y. :

e Avdluon udLOTAPEVNG KOTAOTAONG avadopLlKA e TIG AVAYKEC TwV atopwv pe N.Y., Twv
dpovrlotwy Kal emayyeApatiwy, menotbrioelg yia tnv N.Y. kal tpdnot évtagnc.

e Yxeblaouog kot avamtuén pebodoloyiag epyaotnpiwv cuv-Snpoupyiag mayvidlwy Le T
OUMMETOXN aTtopwv He N.Y., emayyeApatiwv, ¢poviotwy, OXeSLO0TWY MaXVISLWY,
dottnTwv Kat aAAAwv eBgloviwy.

e Avamrtuén otpatnylkng «PfApa - BrApo» yla TNV opyavwon TwV €pyactnpiwv ouv-
Snuoupylag, n omola meplAapPavel: oxeSlaopod, QMALTOUMEVOUG TIOPOUG, Opyavwon,
SladnuLon-emikowvwvio, TPOTOUC TPOCEAKUONG Kal SECUEUCNG TWV CUHUETEXOVIWY,
XPOVOSLAYpOUUA EpYAOTNPLWY HE Bdaon to péyeBog Toug, BeAtiwon twv SpaoctnplotTwy
TWV €PYAOTNPLWY, OVAUEVOUEVEC LEEEC TIPWTOTUTIWY TOXVISLWY, SLAS00N AMOTEAEGUATWY

e [lpocdloplopndg mpodlaypadwv Twv cofapwv matyvidiwyv mou Ba avamntuxBolv apyotepa
HE Baon TG Wéeg mou Ba TpoKUPouV amd Ta EPYACTHPLA CUV-ONULOUPYLOG TTALXVLOLWY
eotialovrag otnv ekmaideuon Kat évtagn Twv atopwy pe N.Y.

e KoabBoplopdc kpttnpiwv afloAdynong Twv VEWV TOVISIWV cUpdwva UEe TV emibpacn Toug
OTL EVVOLOAOYLKEG, KOWWVIKEG KOL TIPAKTIKEG SeELOTNTEG TwV aTOMwv pe N.Y. kal otnv
oAnAenidpoon twv atopwv pe N.Y. pe TOuG GPOVILOTEG TOUG KOl GAAOL MEAN TNG
KOLVOTNTag.

e T[lpoodloplopog tng Soung tou ekmatdeutikol UALKoU (E-course) tng mAatdopuag tnAe-
EKTTAIOEVONG YL OUYKEKPLUEVEG OUASEC ETIAYYEALOTIWY, EKTOLSEUTWY, GPOVILOTWV Kol
TEXVIKEG Tpodlaypadég 6oov adopd tThv mpooBactuotnta Kat Suvatotntog xpnong tng
NAEKTPOVIKAC MAATHOPHAC KoL TwV EGAPUOYWY QUTAG.
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I. Aladkaoio avantuéng MeBodoloykou Odnyou

Ytnv ovamtuén tou MeBoboloyikoy O8nyol eixav spumAokr] ToA\ol emayyeApatieg omod
SlopopeTikd medila TIPOKELUEVOU HEOW TNE OUVEPYAOLAC TouC vo. KaAudBOouv ldikd Intripata
avadoplkd e Tnv Kovotopo pebodoloyia:

e EmayyeApotieg elbIKAG Oywyng Kol eKmaideuong evNAIKWY OUVEPYAOTNKAV yld TNV
avantuén twv Packwy KOTteUOUVOEWV TOU TIPOYPAUUATOSC avoadoplkd pe BEpata Tou
oxetilovtal pe TNV vontikA avamnpia, TG aVAYKEG TwV atopwv He N.Y., oTPATNYLKEG
gvtagnc kat mapadsiypata moyviSiwy.

e YxeblLaoTEC malxvidLwyv- 2oBapwv Mayvidlwy emediwEav tn dSnuloupyia tng peBodoloyiag
LE TO BAOLKA OTOLXELA KOl UALKA TTOU QattolVTaL yia TNV epappoyr] TwV KAWOTOUWV
OUMUETOXLKWV EPYAOTNPLWY GUV-SNLLOUPYLAG TIALXVLOLWV.

e EmayysAportieg moveniotnuiwv ouvéBaiav otnv avarmtuén tng Baotkng dtatagng Kot Twy
npodlaypadwv Tou ekmaldeuTIkoU padruatog (e-course).

e Emayyehporieg ICT oplotikomoinoayv tig mpodiaypad£g tng NAEKTPOVIKAC TAATHOPLOC.

Mo tnv avantuén tou MeBodoloyikol O8nyoL tnpndnke n €Ac Stadkaoia:

a. Epeuvntiko oxedio dpaong

KaBe etaipog npaypatonoinoe Siadiktuakn BiBAoypadikni Eépeuva OXETIKA e TNV NonTikn
Avannpla, otdcelg kal nenolBrioelg, Stadikaoieg évtagng, avaykes dpovilotwy, udlotapeva
ooBapa mavidia (puokd, bnolakad, phygital) kat Spactnplotnteg yla dtopa pe N.Y. Ta
OUMOTEAEOUATA TWV EPEUVWV aVOKOLVWONKAV METAEY TWV ETAlpWYV KOTA TN SLAPKELD TOU
MPWTNG ouvAvVTNong LeTafL TOUG.

8. Anutoupyia kat Stakivnon epyaleiov Epeuvag (EpwWTNUATOAOYLO)

OL etaipol otnv ocuvéxelo PBaollOpevol ota gupnuota Tng £peuvog dnpovpynoav éva
£pWTNUATOAOYIO TIPOKELPEVOU va avodelyBouv otolxeio xprnolpa yia tov MeBodoloyiko
0bényo.

Ol BOOLKEG EVOTNTEG TOU EpwTNATOAOyiou adopovoav:

e [evikég mMAnpodopieg yia tnv Nontikn Yotépnon.

e Tnv dladikaoia avamtuéng Twv epyactnplwv cuv-6nuLoupyiog matyvisiwv.

e Tov mpocSloplopod Twv podlaypodwy TwV MAXVISLWV KoL TWV KpLTnpilwv afloAdynong
Toug clpdwva pe To edio epoppUoyng TOuG.

e Tov mMpocSLopLOPO TWV TEXVIKWY Tipodlaypadwy avadpopikd LE TNV TPOoRACLUOTNTA Kal
TNV XPNOTIKOTNTA KAL TTPOCOPHOYH TOU EKTIALSEUTIKOU UALKOU (E-course) oTLg avAayKeg TNG
opadag otéyou.

To epwtnUatoloylo ameuBuvotav Oe EMOYYEALOTIEG TWV ETAIPWVY TOU TPOYPAUUATOC, OE
eKTalSeUTEG atopwv pe N.Y., os oxeSLOOTEC MOUXVIOLWY, TIPOYPOUUATIOTEG Kol KoOnyntég
mavemotnpiov. Kdabe etaipog mpoxwpnoe o€ avaAuon TWV OMOTEAECUATWY TOU
£pWTNUATOAOYIOU KL TTAPELXE T AMOPOITNTA EUPHUATA VLA TOV OXESLOOUO TWV EPYAOTNPLwY
ouv-8nuLoupyilag TOXVISLWY Kol BOCIKA XOPOKTNPLOTIKA TWV TAXVLOLWY, TOU NAEKTPOVIKOU
UALKOU Kal TAatdhOpuoc.

y. Anuoupylia rpoturou yia tov MeBoboAoyikd Odnyo
‘OMot oL eTaipol Bondnoav tov untelBuvo opyaviouo (APC) otn Snpoupyia tng Baotkng SoUng
tou MeBoboloyikol O8nyou

6. Avatpopobdotnon

Ol eTaipot Stakivnoav to mpotuno Tou MeBodoAoywkol Odnyou Sivovtag mpocBacn oto
TIPOCWTILKO TWV OPYQAVLOHWY Kol Slevepywvtag opadeg eotioong LeTAEU EMAYYEALATLWV Kol
ouvepyatwv. H ¢paon tng avatpododotnong Kal IPooappoynG S pKNoE HEXPL TNV TEALKN
ocuudwvia SAwv yla TV cuvoAikn popdn tou O1.
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11l. MIA ENIZKOMHZH THZ NOHTIKHZ ANAMHPIAZ

A. Nontiki Avannpia (Atavontikr) Avamtulakr Atatapoyn)

o. OpLopog

H vontikn avannpia (Stavontikn avamtuélakn Slatapoyn) Le Bdon Ta Kpltnpla, mou BEtouv o
Maykooutog Opyaviopog Yyeiag (M.0.Y), n Apepwkavikp Evwon yla TIC AlOVONnTLKEG Kol
Avartuélakég Avamnpieg Kol To AlQyVWOTIKO Kal ITATIOTIKO Eyxelpidlo ywa tig WuxLkEg
Alatapayxeég xapaktnpiletal amd £vav afloonUELWTO TIEPLOPLOUO OTNV €UPUTEPN YVWOTIKN
Aeltoupyia, TIC KOWWVIKEG Oe€LOTNTEC KOL TNV TIPOCOPUOOTIKN cupmnepidpopd (American
Psychiatric Association, 2013a).

SOudwvo pe tov MN.0.Y, n vontik ovamnpio. CUVETIAYETOL UL CNUAVTIKA TIEPLOPLOUEVN
LKOVOTNTA KATAvONnong VEwV 1 ouvBetwv mAnpodoplwy, Kabwe Kal pabnong kal epappoyng
vEwv Oe€lotNTwVy (Uelwpévn vonuoouvn). Autd obnyel oe UElWPEVN LKAVOTNTA AveEAPTNTNG
OVTLUETWILONG YeYovoTwy (e€aaBevnuévn KowwviK Aettoupyla) Kal £ekva TPV amod thv
evnAlkiwon, aokwvtoag  koBoplotiky  emidpacn  otnv  avamtuén  Tou  ATOHOU
(http://www.euro.who.int/en/health-topics/noncommunicable-diseases/mentalhealth/
news/news/2010/15/childrens-right-to-family-life/definition-intellectualdisability)

H Apepwavikn Evwon yla Tig AlavonTikeg kat Avamtuélakég Avamnnpleg e€nyel otL «n dtavontikn
Aettoupyla - mou emiong ovopdletal vonpoolvn — avadépetal otnv gupultepn Slavontiki
kavotnta, Onwg sival n padnon, n cuAAoyLoTikn, N eniluon MPOPANUATWY Kol oUTW KoBOeENG,
EVW N TIPOCAPHOOTLKA cupnepLdopd avadEpeTal otn GUAAOY EVVOLOAOYLIKWY, KOLWVWVIKWY Kot
TPAKTIKWY SefloTATwy, TIou oL avBpwrol pabaivouv kot aglomolovv otnv KabnuepLvr Toug

{wn.

e EvvoLlOAOYLKEG SEELOTNTEG — Ttep AP AvOVTaL N YAWOOO KaL O YPOUUATIOMOG, OL EVVOLEC
TWV XPNUATWY, TOU XpOVOU KAl TwV aplBpwy, KabBwc Kal 0 auTonpoosloploptoc.

o Kowwvikég de§Lotnteg — mephapBavovtal ot SLampocwrikég SeELOTNTES, N KOWWVLKA
€uBuvn, n autoekTipnon, n eutuotia, n adéreta (SnA. eMPUAAKTIKOTNTA), N KOWWVLKA
emniluon MPoBANUATWY KAl N LKAVOTNTO THPNCNE KOVOVWY/UTAKONG 0TOUC VOUOUG, KaBwS
kot n anoduyn tng Bupartonoinong.

o Mpaktikég de€LotnTeg — mepAapfdavovtal oL pactneLOTNTEG TNE KaBnpepvhG Lwng
(mpoowrikn dpovtida), oL eMaYYEAUATIKEG SEELOTNTEC, N UYELOVOULKN TIEPIBaA N, Ta
tafibla / ol petadopéc, Ta mpoypappata / oL pouTiveg, N aodAeLa, N Xprion XPNHATWY Kot
n xprion tou thAedpwvou.» (https://www.aaidd.org/intellectual-disability/definition)

O geupUtepeg PuxoloyLKEG AeLTOUpYieG, TTOU SlepeuvwvTOL OTNV TepiMTwon TNS Sldyvwaong g
VOoNTIKNG avamnpiag meptlapBdavouv t Aoyikn, TV entAuon mpoBANUATWY Kol ToV oXeSLACUO,
v adnpnuévn okéPn, tnv Kplon, Tn padnon amd tnv odnyla Kat TNV eunelpia, Kabwg Kat tnv
T(POKTLKA KOTAVONGON evvolwv. Ta ATOUA [LE VONTLKEG avarmnpieg eival oAU miBavo va xpelaoTtel
VO QyWVLOTOUV oTn {wh TOUG, TIPOKELUEVOU VA KATOKTHOOUV TIG 8ELOTNTEG, TTOU amattouvTal
yla VoL AELTOUPYIOOUV ATMOTEAECUOTIKA OTNV KOBONUEPLVOTNTA TOUC, OTIWG VAL N EMKOWVWVIA, N
KOLVWVLKN CUMKETOXN Kal n aveédptntn Stafilwon xwpic ouvexn umootrpLen.
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https://www.aaidd.org/intellectual-disability/definition

Topdwva pe thv 5" €kSoon tou AlayvwoTikoU Kal STatoTtikoU Eyxelptdiov yia tig WUXIKES
Awatapayxéc (American Psychiatric Association, 2013b), n ocoBapotnta TNG VONTIKAC
ovannplag kabopiletal pe Bdaon TV KAVOTNTA TOU QTOHOU VA OVIATEEEPYETAL OTLC
omattioslg tng Kadnuepwng {wng, oe oUYKpLon He Toug cuvopnAikoug tou. H coBapotnta
NG VONTIKAC avarmnpiag Wtopsl va xapaktnplotel wg Amia, pétpla, cofapn n Boaptd. H
ekTtaidevon, N EMOYYEAUOTIKY) KOTAPTLON, N UTIOOTAPLEN QIO TNV OLKOYEVELA KOL OPLOMEVA
OTOULKG XOPOKTNPLOTIKA, OTIWE TO KLVNTPO KAl N POCWITKOTNTA, £X0UV T Suvatotnta va
OUVELOPEPOUV OTNV LKAVOTNTA TWV ATOUWVY PE VONTIKEG avarnpileg va mpooapuolovtal oTiLg
OMALTAOELG TNC KAONUEPLVNG TOUC LW AKOMOL TILO ATIOTEAECHOTIKA.

To XOPOKTNPLOTIKA TNG CUUTEPLPOPAC, TTOU OXETI{OVTAL UE TNV VONTIKA avarmnpio cuxva
niepthapBavouv emOstikotNTA, £EAPTNON, TAPOPUNTIKOTNTA, EVUTILOTIA, TIABNTIKOTATO, TAON
YLlOL QUTOTPAUMOTLOWO, TIElOMA, XONAT QUTOEKTIUNGN, XANAR OVOXr) OTNV OTOYONTEUOH Kall
uPnAo kivduvo autoktoviag (Salvatore, Tony, 2016). EmutAgov, elvatl olvnBeg yla ta dtopa
ME VONTKEC avamnpie¢ va  avitletwnilouv moapdAAnda KL GAAsg¢  PUXIKEG,
VEUPOQVATTUELOKEG, LOTPLKEC KOL OWUOTLIKEG KATAOTAOELG. MaAAlota, €xel davel OtL n
ouwoonpotnta pe AAAeg PuxLkeg SlatapaxEg, Omwe Kal e tnv emAnia, sival Tpelg €wg
T€00epLg GOPEC TILO KOLVA OTA ATOUA LE VONTIKEG QVaTNPLeEG amo O,TL 0ToV YeVIKO TANBUGuO.
EQv PO YEVETIKA KATAOTOON €XEL IPOKOAECEL TN VONTLKN avarmnpio, Tote éva Atouo prnopei
eniong, va egudavilel kal to GUCLIKA XOPAKTNPLOTIKA AUTAC TNG KATAoTOonG, OnMwc yla
napadelypa cuppaivel otnv mepintwon tou cuvdpouou Down.

Xapaktnplotikd tng Nontikig Avannpiog

Anotuyia eniteuéng Twv avamtuélakd avapueVOUEVWY SLOVONTIKWY OTOXWV
AuoKoALeG ekpuaBnong akadnuaikwy deElottwy

‘EM\ewpn meplépyelag

AVWPLUOTNTA OTLG KOWWVIKEG OAANAETULOPAOELG OE GUYKPLON E TOUG CUVOUNALKOUG
AuvokoAia pUBuLONG TwV cUVALEBNUATWY KaL TNG CUUTEPLPOPAS

Anotteital umtootnplén os KaBNUEPLVEG Epyacieg o cUYKPLON LE TOUG CUVOUNALKOUC
H opthoUpevn yAwooa slval TeEpLOPLOUEVN
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OL armokALOELG Ao TLG TUTTLKEG TIPOOAPHOOTIKEG cUTEPLDOPEC e€apTwvTal KABs dopd amd tn
coBoapotnta tng Katdotaon. H Ama vontikn avarmnpia evdéxetal vo oxeTiletal He akadnUAaikES
SUoKOAEC KaL KATIWC CUYKEKPLUEVN (LOVOTAEUpN) TipooéyyLon otnv emiluon mpofAnudtwy. H
cofopr vontikn avornnpia cuvAOwe oXETI(ETOL LE TIEPLOPLOEVN ETILKOLVWVIAL KOLL LE TNV AVAYKN
UTIOOTAPLENG O0XeSOV 0E OAEG TIC EKPAVOELG TNG KABNUEPLVAG LWNG.

MapoAo, TIOU Ta XOPOKTNPLOTLKA KOLL OL ETUITWOELG TOUG 0TN {Wwh €VOC ATOUOU KE VONTLKA avamnpla
propel va mokiAouv kot e€aptwvtol oXed0V MAVTOTE amd TNV altia, evtomnilovtal OpLoUEVA KOWVA
XOPOKTNPLOTIKA, Ta ontoia cuvrBwg emip€pouv LoXUPO aVTIKTUTIO OTNV KOWWVLKA évtagn, Onwg eival:

e H SuokoAia otnv katavonon véwv mAnpodopLwyv

e OLbuokolieg atnv emikowvwvia kot n EAewdn Kowwvikwy Se€lotntwyv
e Hyxpovikad kaBuotepnuévn yvwoTtikn enefepyacia

e H ducokoAia otn Stadoxikn enetepyaocia mAnpodoplwv

e OLbuokolieg otnv KaTavonaon apnENUEVWY EVVOLWV.

B. Tagivourosig tng ooBapotntag tng Nontikrc Avamnnpiag

Téo0 n Apepkavikr Evwon yia Tig Atovontikég ko Avamtuélakeg Avarnnpieg doo kot n 5" ékdoon tou
AlayvwoTIkoU Kot 2Tatiotikol Eyxelpidiou yia tig Wuyikég Atatapayég (DSM-5), mou dnpootevovrtal
amod tnv Apepikaviky Wuylatpikn Evwon, katnyoplomololv tn cofapotnta TN VONTIKAG ovarnpiog
cUudwva e Ta emineda TNG UTTOCTAPLENG TTOU ATALTOUVTAL, TIPOKELUEVOU va eTiteuxBel n BEATIOTN
TPOCWTILKA AslToupyia evog atopou (BA. Mivaka A).
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To dtopo pmopsi va Anouteital omopadikn
Kata mpooéyylon evpog | {noeL ave€aptnta, UTOOTHPLEN KATA TN
‘Hrua 85% tou A.N 50-69 AauBavovtag to SLAPKELA OPLOPEVWY
HLKpOTEPO £Mtinedo peToBAOEWY
UTooTHPLENG r epLodwv afeBatdotnrog
H avefaptntn
SlaBiwon pmnopel va
erutevyBel péoa amd | Amatteltal mepLOpLOPEVN
Katd npooéyylon elpog | pétpla emineda UTOOTAPLEN OE
Métpla 10% tou A.N 36-49 UToOTHPLENG, KOTAOTAOELG TNG
OTWGE OUTA TIOU KaBnuepvig Lwng
SlatiBevtal oe
OTEYAOTLKEC
SouEc/s.Y.A.
Anatteital Amatteital eKTETAUEVN
KaOnuepvi UTIOOTAPLEN YLO TNV
Katd mpooéyylon elpog | umootrplén os OAOKANPWON TWV
ZoBapn 3.5% tou A.N 20-35 5paoTnPLOTNTEG, KadnuePLVWV
ToU oxeTiovtal pe Sdpaotnplotitwy
v auto-¢ppovtida
kal emiBAedn yia tnv
aoddAela
Anotteital og Babog
uTooTAPLEN ot KABE
Bapld 1.5% A.N <20 Anauteitatl 24wpn TTUXN Tou KaBnueplvol
dpovrida T(POYPAUHATOC
Mivakag A

Resource: https://www.ncbhi.nlm.nih.gov/books/NBK332877/table/tab 9-1
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y. Noapouvca Katdotoon

O emumoAaopog TG vontikAg avarmnpilag sivat 1% otov yevikd mAnBuopo. Ta mMepLocoTepa
ATopa €XOuV ATl VONTIKA avamnpio Kat mepimou 6 ota 1.000 dtopa StaylyvwoKovtal pe
cofoapr vontikn avarmnpla. Ita dtopa Pe ATLa VoNnTikn avamnpia cuvnBwg eivat Suokoho va
OVOYVWPLOTEL HLO. CUYKEKPLUEVN UTIOKELJEVN alTloAoyila, evw oTa GTopa HE cofapry VoNntiki
avarnnpla eivat mo mbavo va avayvwpLoTEL Lo CUYKEKPLUEVN YEVETIKA 1 BloAoyikr attioloyia.

H dlayvwon tng vontikn avamnnpiog amattel kKAwikr afloAdynon Kot kpion, kabwg kal emionpo

E\EYXO TWV YVWOTLKWYV KoL IPOCOPUOOTIKWY Aeltoupylwy (Patel et al, 2018).
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B. YtootApLE{N Twv ATOwV KE VONTIKEG olvanpieg

Ta atopa mou ¢dépouv TN SlAyvwon TNG VONTIKAG avamnplag oavtipetwnilouv pla BepeAiwdn
SuokoAia otn padnon kat otnv adopoiwon SeflotnTwy TNG KABNUEPLVNS LwNG - oL 8e€LOTNTEG elval GAMES
TO QMOTEAECHO TWV Habnolakwyv dladikaolwy. Katd cuvénela, Ta dtopa pe NY Sev eival og B£on va
ULOBETOUV TPOCAPOOTIKEC CUUTEPLDOPEC Kol va AeltoupyoUv avefdptnta | oto eninedo mou
Aettoupyolv Aol cuvounAlkol Toug oto TMAALOLO TNG TUTILKAG CUMHETOXNG TOUG OTNV KOWOTNnTa,
Omw¢ eival To orit, To oxoAelo | 0 XWPOC gpyaociag. Evw autd To XaPAKTNPLOTIKO TNG VONTLKAC
ovarnnelog — to TPOBAALATA LE TNV TIPOCAPUOCTLKY CUMMEPLPOPA — AVTLITPOOWIIEVEL TNV TIPOOTTITLKNA
tou eMelppoatog («Tu del AdBog pe tn AELTOUPYLKOTNTA TOU ATOHOU;»), oL optopoi tng N.Y., mou
nieplypddovtal mapandvw, avapEPovtol oLwmned f pRTA oTtNV avaykn urootnpLeng, TPOKELUEVOU
va evioxuBel n AeltoupylkOTNTA KOL N CUMMUETOXH TOU OoTOHOU («TL XPeLAleTOL TIPOKELUEVOU VOl

BeAtwwOel n AettoupyLlkOTNTA TOU ATOMOU;») (Carr et al., 2016).

JUudwva pe to Eyxelpiblo Atavontikng Avamnplag kat Mpaktikng otnv KAwikn Wuyoloyia (2016), n
avOpwrivn Aeltoupylkotnta €€ oplOUOU CUVENMAYETAL KOWWVLK aAAnAefdptnon. KaBe dpopd mou
gudaviletal éva npoPAnua otn Asltoupylkotnta, oL GvBpwrol avalntolv emumpocdetn Bonbela,
UTIOOTAPLEN ] TTIOPOUG TTEPAV TOU EQUTOU TOUG, TIPOKELEVOU VA ETILRLWOOUV 1), yla vo To BEcoupe
SLaPOPETLKA, TIPOKELUEVOU VAL AELTOUPYNAOOUV HE EVOV UYL, TIOPOYWYLKO KoL LKAVOTIOLNTIKO TPOTIO,
va avarntuxBouv kat va eudokiuroouv. AnAadn, xpetalovtal umootnpLEn. Na ta dropa pe N.Y., 10
eninedo NG umootnPLENG mou amatteital eival avaloyo pe tov Babpd Twv MEPLOPLOUWY TIOU
OQVTLUETWTI{OUV OTLG TIPOCOPHOOTIKEG TOUG Oe€lOTNTEC Kal otn vonuoouvn. To yeyovog auto
KaBopilel TG avAykeg UuTOOTAPLENG Twv atopwv Me N.Y., TIPOKELWEVOU va HUMOPOUV va
QVTATIOKPLBOUV OTLG TUTILKEG UTIOXPEWOELG TNG KaBnuePLVNG {wNng, OMwE elval To omitL, To oxoAeio, o

XWpPOog epyaciag kal n kowotnta.

Ol UTTOOTNPLKTEG pmmopel va gival avBpwrtol, TeEXVOAOYLIKA HECA KAl UTINPECLEG, TIOU TIPOOhEPOUV
exnaibevon, Oepameia i / kot BonBela. H umootipln umopei emiong va mep\apPdvel ™
SwdaokaAia, tnv kataption, tn Swatnpnon 1 tn BeAtiwon Seflotitwy. Ta amoteAéopata NG
UTIOOTAPLENG WTTOpel VoL OUVEMAyoVTaL TEPLOCOTEPN avefaptnola, KAAUTEPEC OLATIPOCWTIILKEC
OXEOELG, BEATIWUEVN CUUMETOXN O€ KOLVOTLKEG SpAOTNPLOTNTEG, QUENMEVN CUUETOX OTO OXOALKO
nepBAAlov Kal peyaAutepn aloBnon MPOCWIKAG EUNMEPLAG KOl AVTIANONG LKOVOTOinonG amo Tn
{wn. H unootnplen pmopel va yivel avtAnnt w¢ pia yépupa HeTofU TOU «TL €lval» Kol TOU «TL

Mropel va yivel» éva dtopo.
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‘EXxovtog TPOYUATOTIONOEL Hla €KTeVH avookonnon tng BipAloypadiag, o Thompson kat ot
OUVEPYATEG TOU KATEANEOV O HLAL KOTNYOPLOTIONON EMTA TOMEWV UTtooTtPLEng, Kabwg Kol ot
OPLOPEVOUC CUMIMANPWHATIKOUC deikteg (Thompson et al., 2002).

OL Topeig umtootrpLeEncg sivat:

Apaotnplotnteg laBiwong oto omitt
Apaotnplotnteg StaBiwong otnv kowvotnta
Apaotnplotnteg Sta Biou padnong
Apaotnplotnteg epyaociag / amaocxoAnong
ApaoTtnpLOTNTEG UYELOC Kal aohAAELOG
KowwVvIKEG SpaoTnpLOTNTEG

ApaotnpLOTNTEG MPooTaciag Kol UTIEPAOTILONG.

Ol avAyKeC UTIOOTHPLENG O AUTOUC TOUG TOUELG emnpealovtal amno:

E€ATOULKEUEVEG QVAYKEG LATPLKIG UTIOOTHPLENG

E€ATOUIKEUEVEG QVAYKEG CUUTTEPLDOPLKNG UTIOOTHPLENG.

Artd tnv GAAN Kot cOpdwva pe tnv tafvopnon tng 51 ékSoong Tou AlayvwoTikoU Kal ITOTLOTIKOU
EyxelpLdiou yia tig WuyxIkeg AloTapayEg:

H mAseloPndia twv atdépwyv pe N.Y. €xouv Nrua vontiki avamnpia. Autd Ta GTopa HmopouV va
HABouv TPOKTIKEG Se€lOTNTEC TNG KABNUePVAC {WNC, OL OMOLEC va TOUG ETUTPEMOUV va
AewtoupyoUv otn {wn Toug He eAdyLota enineda umootiplEng. Atopa pe petpla N.Y. prmopouv
va $povticouv Tov €aUTO TOUG, va TAELOEPOUV O yVWPLUA HEPN OTNV KOLWOTNTA TOUG KoL Va
pabouv Poolkég Oeflotnteg, mou oxetilovial pe TNV aoddAela Kalt tnv uyelo. H
QUTOEEUTINPETN O TOUG oUVNBWG amattel LETPLA UTTOOTHPLEN.

Ta dtopa pe coBopn N.Y. evw OTIC TTEPLOCOTEPEC MEPUTTWOELG €lval og BEon va KAaTavor|oouv
™V opAia, ouxva epdavilouv MEPLOPLOUEVES ETILKOWWVLIAKEG Se€ldtnteg (Sattler, 2002). Mapa
TO yeyovog, OTL €xouv tn Suvatotnta vo pAabouv amAég KaBnUeplvéEC poutiveg Kol va
ouvelodpépouv we éva Babud otnv auto-ppovtida toug, ta atopa pe cofapn N.Y. cuvAbwe
xpetdlovtal emifAedn, Otov €UTAEKOVTOL OF KOWWVIKEG KOTOOTAOELS KOL OrolTeiTal
OLKOYEVELAKI) UTIOOTAPLEN, TIPOKELWEVOU va {JOOUV O £VOL ETIOTITEVOUEVO TEPLBAAANOV, OTWG
eival ol otéyeg umootnplopevng Stafiwong.

Ta atopa pe PBapld Slavontik avomnpia cuxvad avTIHETWI{OUV OPLOUEVA EK YEVETNAC
ouvépopa (Sattler, 2002). Aev pumopouv va {ricouv aveEapTnTa Kol Mapouctdlouv TV avaykn
otevng emifAenc katl BonBelag oe SpactnploTNTEG, MOU OXeTi{ovTal Pe TNV auto-dppovtida.
EmutAéov epdavilouv TOAU TEPLOPLOMEVN LKAVOTNTA EMIKOWWVIAG Kal TIOAAEG OpPEG
avTLLETWII{ouV PpUCLKOUG TIEPLOPLOOUG.

Ta atopa pe Ama £wg UETPLA vontik avomnpia eivat Alyotepo mibavo vo ovTeTwIti{ouy
mapdAnAa ocuvadeilc LatpkéG mabrnoelg oe oUykplon e Ta dtopa pe oofapr i Papid N.Y.
(https://www.ncbi.nlm.nih.gov/books/NBK332877)
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I. YOLOTAUEVEG OTACELG AMEVOVTL OTAL (ATOLLOL PLE VONTIKEG OVOIINPLEG KOlL TPOTIOL EVTOENG

JUpdwva pe Tn 20pBoon twv Hvwpévwy EBvwy yla tar Alkowpata twv ATOpwy pe Avamnpleg
(United Nations, 2006), kaBe kpAtog - HEAOG odeilel va AABEL AMOTEAECUATIKA Kol KATAAANAQ
HETPO, TIPOKELEVOU v SLEUKOAUVEL TNV TTIANPN KOWVWVLK £VTaEn Kol TN CUUUETOXN OTOUWY HE
avarnnpieg otnv kowotnta. Etol, oL 0poL TG KOWWVIKAG £vtagng Kal TN CUUUETOXAG otnv
KOLVOTNTA XPNOLUOTIOLOUVTOL EVAAANAKTIKA HETOED TwV UTEUBUVWVY XAPaENC TIOALTIKNG KAl TWV
evOLAPEPOUEVWV ATOUWV.

OL O 'Brien kot O' Brien's (1987), avadépbnkav os pia Slakplon HeTtagl Tng «mapouasiag otnv
Kowotntay, Omwe sival yla mapddelypa n amod Kowol Xpron Kowoxpnotwyv XwWpwv Kol Tng
KOUUUETOXNC OTNV Kowotnta», &dnAadn otnv eumelpia Tou va elval KAMOLOC HENOG €VOG
aUEAVOLEVOU SIKTUOU SLOTPOCWIILKWY OXECEWY, TIOU VA TIEPIAAUBAVEL ATOHA EKTOC OO TOUG
avOpWIoUC e VONTIKEG avarnpieg, Toug AATITEG UTINPECLWY, TO OUELBOEVO TIPOOWIILKO KL T
OTEVA CUYYEVLKA TIPOCWTTA TNG OLKOYEVELAG.

Oplopeveg £peuveg €xouv Seifel, OTL PTOPOULE VO EVTOTIIOOUUE TPELG TUTTOUG CUMIEPLPOPAC,
Tou €mMnpealouv TOV TPOMO, UE TOV OTolo Ta Atoua Xwpi¢ avamnpia oaAAnloemidpouv Kal
oupneplAappavouyv i anokAsiouv Ta dtopa pe avannpia (Meyer et, 1998):

e H eTodTNTA YL TNV AVTLLETWIILON AUTWVY TWV avBpwwy w¢ ANTTWY UNNPECLWY, YELTOVWVY
N ws ¢idwv (18,23%)

o HéMewn evatodBntonoinong ylo To ATopa E VONTIKEG avarmnplieg (25,84%)

e H enibelfn emipulaktikotnTag j AKOUN KoL eXBpoTnTAC amévavtl otnv WEa TG Evtagng Twv
QTOMWV AUTWY otnVv Kowotnta (55,93%).

Ta Atopa MPe vontTikéG avamnplec Bewpoulvial oplopéva Ao TO TIO UELOVEKTOUVTO Kol
KOLWVWVLKA TteplBwplomolnpéva atopa otnv kowwvia (Kozma, Mansell, & Beadle-Brown, 2009).
O kivbuvog TOU KOLWVWVIKOU OTTOKAELOOU QUEAVETAL KOO TIEPLOCOTEPO YLA TO EKTIHWUEVO 10 -
15% Twv aToOpWV ME VONTIKEG avamnpieg, mou epdavilouv mapdAnAa Kol TPOKANTIKA
ouunepipopd (Emerson, 2001; Myrbakk & von Tetzchner, 2008). MAALOTQ, O KOWWVLKOG
QTTOKAELOMOG, TIOU SUVNTIKA EVOEXETOL VAL UTTOOTOUV TA ATOMA aUTA, Kablotatal cadng akoua
Kol péoa armo tov (610 Tov 0plopd TN MPOKANTIKAG CUUTEPLPOPAG, N omoia pocdlopileTol wg
egne:

«Mpokettol yla pio cupmeplpopd TETOLAG EVIACNG, CUXVOTNTOC I SLAPKELAG, TTOU N GUGCLKA
aoddalela Tou atdépou N Twv GAAWV evbExetal va tebel oe cofapd kivbuvo i ywa pia
oupmnepldopd mou eival mBavod va meplopiosl coPapd n vo anotpéPel TV MpocBacn Kal Th
XPNoN KOWOXPNOTWV KOWOTLKWVY gykoTactdcewv» (Emerson et al., 1987, onw¢ avadEépetal oto
Department of Health, 2007, o€A. 6).

lotoplkd, n €vtafn Twv ATOMWV HE VONTIKEG avamnpleg otnv Kowotnta amobapplvOnke Kal
amotpdannke. Q¢ ek TtoUTou, oL avBpwmol autol Slayxwpiotnkav, opadomolndnkav Kot
amopovwOnkayv, adol otdAOnkav os 6plpoTa HE EEXWPLOTA OXOAEla Kal eTIAOYEG epyoaaiag
(Mirfin-Veitch, Bray, & Ross, 2001), yeyovog, mou otadlakd TOug €Kave va alobdvovtal, OTL
Atov urtoSe€otepol Kot OTL petovektoloav (Martin, 2006).
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Ta atopa pe N.Y., eite StaB£touv LoToPLKO WpupaTtomnoinong eite oxL, £€xouv ouvABwC ULKPA Kat TTOAU
TLEPLOPLOMEVA KOWWWVIKA SikTua, Tou Yapaktnpilovtal Kupiwg amod TiG aANAeMIOPACEL E TOUG
ouvadEADOUC 1 TOUC OUV-GUUHETEXOVTIEG OTO NUEPNOLO. TIPOYPAUUATA, TA OHECA HEAN TNG
OLKOYEVELAC KOL TOUG £pyalOUEVOUC TIOU TANPWVOVTAL yla va Toug uttootnpilouv (Robertson et al.
2001, Cambridge et al. 2002; Forrester-Jones et al. 2006).

To épyo «ID GAMES» mpoodépel plo gukalpia ywa oAAayn TNG EMKPATOUOCAC PNTOPLKAC
SNULOUPYWVTAG EUKALPIEG CUHUHUETOXNG VLo TAL ATOMA LIE VONTLKEG ovarmnpleg, Kupiwg os mepBailovra
ToU £lval EVOWHATWHEVA OTNV KOWVOTNTO.

A. ITPATNYIKEG EvTaENG ylo TO ATOMO HME VONTIKEG avamnnpie¢ otn Poupavia, tnv EAAGSQ, thv
NoAwvia kat tnv Moptoyaiia

To MANAPeC Kelpevo TNG €peuvag ylo kabe xwpa Ppioketal oto Mapdptnua Il. ITo CUYKEKPLUEVO
onuelo, mapouolaloupe KUPLWG OPLOUEVEC BAOLKEG TANPODOPLEG OXETIKA LE TIG OTPATNYLIKEG EVTAENG
og KABe ywpa.

Poupavia

2tn Poupavia, n évtaén atopwv Le VONTIKEG avarmnpieg Eekva péoa amo thv cupnepiAndn Toug oto
EKTIALSEVUTIKO ouotnua. Ta maidid pe N.Y. prmopouv va AdPouv eknaibeuon oe €l61kA oxoAeia | og
VeVIKA oxoAeio pe Sopég umoothpleng (UTOOoTNPLKTIKO TPOCWTLKO). H TeAlkn amddacn ylo tnv
€TAOYN TOU TUTIOU TOU GXOAELOU QVAKEL OTOUG YOVELG.

Ma va £l0éABel éva maldi oto ESiké Exkmaldeutikd votnua Ba mpénel va aflodoynBel kot va
T(POCOVATOALOTEL OE LA GUYKEKPLUEVN Hopdn eKTtaldeuong.

‘Eva atopo pe N.Y. propel va AABeL TO TILOTOMOWNTIKO OAOKANPWONG TNG OXOALKNG ekmaideuong £wg
™V NAKia Twv 26 gTwv.

H katdotaon ywa ta datopa pe N.Y. aAhdlel eddoov evnAikiwBouv. AvdAloya pe tn popdr Kal tn
ooBapoTNTa TNG KATAOTAONG TOUG, UIMOPOUV va akoAlouBricouv TOAAA SladopeTikd povomaTia.
Meplkd amd autd cuveyilouv va Aappavouv t dpoviida TNg OLKOYEVELAG TOUG, KATOLA amd ouTd
obnyouvtal og 16pupaTa Kal AAAA €X0UV TN SuVATOTNTA VO EPYACTOUV.

JUpdwva pe Thv WwoxVouoa vopoBeaoia, omoloadnmote SNUOoLOG 1 IBLWTIKOC popEag e TOUAAYLOTOV
50 epyalOpevoug €XEL TNV UTIOXPEWON VA ATIOCXOAEL GTOMA LE QvaTNPlEG O TOCOOTO TOUAAXLOTOV
™G TAENg tou 4%, aAAA OL MEPLOCOTEPOL MPOTLUOUV AAAEG €MIAOYEG TOU VOUOU, OMwE lval yla
napddslypa o va anodibouv otov Kpatikd TpolToAoyLopd TO AULOU Tou gAdxloTou piloBou, mou
avtioTolyel og kABe dtopo Ue avamnnplo f To va ayopdlouv ayabd Kal uTtnpecieg ansuBeiag anod Tig
TPOOTOTEUOUEVEG Hovadeg. And Tig 07.10.2019 evromilovtol OUVOALIKA 0T Xwpa 32 €YKEKPLUEVEG
T(POOTATEUMEVEC LOVASEG (€K TWV omolwVv TouAdxLlotov To 30% Twv epyalopEVwV IOV amacXoAouvtal
eKkel elval dtopa e avannpleg).

Ynapyouv moAAéc MKO mou epydlovtal He Kol Yyl Ta ATOHA HE VONTIKEG avamnpiec. AuTEG ol
Opyavwoelg mpoadépouv éva PHEPOC, OTIOU TO ATOUA UIMOPOUV va Kowwvikoroln®oulv, va pabouv
SladopeTikA TPAyUATA, VO KAVOUV Beparmeia Kal va CUMUETACXOUV O SpOoTnPLOTNTEG, OMWG TO
B£atpo, n {wypadikn, N EKLAOBNON LOUGLKWY 0OPYAVWY, TO TPAYOUSL, N KEPALKN), N KNTIOUPLKN K.ATL
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To 16pupa MapaocAvumiakwyv Aywvwyv otn Poupavio cupBAMEL OTNV KOWWVIKN €vtaén Ttwv
OTOMWYV HE VONTIKEC QVATNPLEC HECW EKTMALSEUTIKWY TIPOYPAUUATWY Kol SLOYWVICUWY, TIOU
Slopyavwvovtal 6Ao To xpovo oe €Bvikod emninedo. Etol, ol aBAnTEC Twv Special Olympics €xouv
TNV gukalpio va yivouv evepyd HEAN TNG OLKOYEVELAG KL TNC KOWATNTAG TOUG.

To 'I6pupa NopaoAuvpmiakwy Aywvwv otn Poupoavia bpubnke to NofuPplo tou 2003, wg
oVamoOoTaoTo HEPOG Tou SleBvouc abAntkol KivAipatog twv Ewdikwv OAupmiakwy Aywvwy, Tou
Eekivnoe to 1968 amd tnv Eunice Kennedy Shriver, adehdrn tou Mpoédpou twv HIMA John F.
Kennedy. Méxpt otiypng umoloyiletal, OtL undpyouv otn xwpo Tmepimou 27.000 aOANTég pe
voNTKEG avarmnpleg, 1.500 mpomovntég kat eBgAovtég, 15.000 pabntéc Kal ekmaldeutikol amod ta
oUupuBaAAOpeva oxoleia, 15 kAadot OAvpmakwv ABAnuatwv kot 125 eldlkd oxoAeia Kot
ocuvepyoalopeveg MKO, evw kaBe xpovo mpoodépovtal mepimou 100 oxetikd Spwpeva kot 100
ekbnAwoelg Swpeav afloAdynong tng uyeiag.

‘Ewg t1g 30 louviou 2019, 0 cuVOALKOC aplOUdC aTOUWY UE avarnpieg ou KowormoLl)dnkay atnv
EBvikn Apxn Atopwv pe Avamnpiec oto Yrmoupyeio Epyaociag kat Kowwvikng Atkatoolvng ntav
833.131 dtopa. Amo autd, to 97,88% (815.463 dtopa) Bplokovtal umd TN HEPLUVA TWV
olkoyevelwv N / kat {ouv avefaptnta (un Spupatomnownuéva) kat to 2,12% (17.668 dtoua)
Bpilokovtal oe dnuoola SpUPATA  KOWWVIKAG TIPOVOLOC Yla €VAALKEC HE avomnpieg
(bpupatomolnuéva), mou ouvtovilovtalt amoé to Ymoupyeio Epyoaociag kat Kowwvikng
Awaloobvng Héow TS EBviKNC Apxn¢ yia Atopa pe Avamnplec.

EA\GSa

Jtnv EAAGSa, n ouumepiAnPn Twv OTOUWV HE VONTIKEG avarmnpieg fekvasl péca amod To
EKTIALOEUTIKO cUoTNpa. To EAANVIKO ekmalSeUTIKO cUaTnpa amoteAeital and Slddopoug TUTIOUG
oxoAelwv, ocupmepapfavopévwy twv IxoAeiwv EWSIKAG Aywyng. ZUpdwva PE TO VOUO ME
oplBud 2817/2000, ta mpoypdppata EWSkAC Aywync edappolovtol oe OAa ta emimeda
EKTIALOEUONG YLO TOL ATOMA UE ELOLKEC EKTTALOEUTIKEG AVAYKEG, amo 4 €wg 22 etwv (Galani et al.,
2015). EmutAéov, autdg o vopog kKablépwoe TN Asttoupyia SnUOCLWY KEVIPWY, TIOU TTOPEXOUV
SLoyvwoTIkEG MANpodopieg, afloAdynaon Kal UTIOOTAPLEN OTOL ATOUA E VONTIKEG avornpleg mpLv
€l0€ABouv oTo ekmadeUTIKO cuotnua. Eniong, Ta dnudota auta kévipa eival umevBbuva yla To
OXEOLOOUO €EQATOUIKEUPEVWY EKTIOULOEUTIKWY TIPOYPAUUATWY yia padntég pe N.Y. To 2008, o
VOUOG HE aplOud 3699/2008 mapeixe tnv egukalpia otoug padntég pe N.Y. va Aaupdvouv
eknaidbevon oto i6lo oxoAelo pe paOntéC Ywplc avamnpieg, pe f xwpl¢ umootnplEn amod
£EEIOIKEVPEVOUG EKTTALBEVUTIKOUC, O TUAMATA «EVTaEnc» f o€ yupvaola 8IKAG aywync. To
enopevo Brpa ya tn deutepoBabuia eknaidesuon eival ta «Epyaotrpla EWSIKAG EmayyeALATIKAG
Exnaideuong kat Kotdptiong». e autd To oXoAeio, ol HaBnTEG SLEACKOVTAL YEVIKEG OKASNUAIKES
YVWOELS KOL KOTOKTOUV KOLWWVLKEG KOl ETIOYYEAUOTIKEG OefloTnTeg, KaBwg Kal Se€ldtnTeg
aveédaptntng Swafiwong. Otav ol pabntég amodoltolv, QMOKTOUV  TILOTOMOLNTIKO
ETOYYEAUATIKNG Katdptiong emutédou 1, kabwg kat emayyeApatiko mtuyio (Rozaki & Adamos,
2010). H onuaocio autoU Tou VOHOU, TIOU LoXUEL UEXPL KOl ONUeEPa, €lval OTL €xel Béoel Ta
Bepélla yia TNV EVTan TwV OTOUWY LE VONTIKEG avarmnpieg oto ekmoldeuTIKO cUOTNUA.

AM\ec eTAOYECG cUMTEPIANYPNG YLO TOL ATOMA E VONTLKEG avamnpleg anoteAouv:

o Ta Kévtpa Anuloupylkng AmaoyoAnong to omoila TmapéXouv YVWOELS Kol avauxr, evw
napdAAnAa koAAlepyoUv tnv aicBnon tng autoyvwolog kal TG ouadikng KouAtoupag
pHetafl matdwv Kot VEWV NALKLOG oo 5 €wg 25 eTwv.
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e Ol BeplvEC KOTOOKNVWOELC YloL OTOMO. HE VONTLKEG avarmnpiec KAtw Twv 50 €twv, oL omoigg
OTOXEVOULV OoTNV gUPUTEPN OVATTUEN TWV S£ELOTATWY TOUC UECO ATIO TN CUUMETOXN OF ELOLKEC
SNULOUPYLKEC KOl PUXAYWYIKEG SpaoTNPLOTNTEC, KABWG Kal 0TV ££A0KNGCN TWV S£ELOTATWYV TOUG
yla ave€aptntn Stafiwaon, adol Ta ATOHA OUTA TIEPVOUV UEPLKEC UEPEC XwPLg Tat pEAN TNG
OLKOY£VELAG TOUC TTaPA LOVO LE TOUC PPOVTLOTEC TOUG.

‘Ocov adopd tnv €vtagn otnv amacxoAnon, cUpdwva pe to vopo 2646/1998, ta dtopa pe N.Y.
propoUV va epyactouv ot Mapaywylkd Epyaotripla povaya adol mpwta mapakoloubricouv éva
SLETEG eTAYYEALOTIKO TTPOYPOLA lTe 08 SNUOOLO popEa site ota kévipa Twv MKO. Emtiong, o vopog
optB. 4019/2011 é£xeL Beomioel tn Asttoupyia Twv KOWWVIKWV JUVETALPLOTIKWY ETxslprioswy
(Kow.Z.Em.), oL omoieg umopoUVv va O&nuioupynBolv amd atopa kat Opyaviopolg,  Tou
ouvepyAlovTal PHE ATOUA HE AVOTTNPLEG, E OKOTIO VA TOUG TTAPEXOUV EUKALPIEG EVTOENG OTNV ayopd
epyaoiag.

OAokAnpwvovtag, ot Mn KuBepvntikég Opyavwoelg €xouv pia TOAU onUavtik ouvelchopd otnv
KOWWVLKN &vtaén Twv OTOPWV HE VONTIKEG oavamnpleg, HE TNV TNapoucia Toug va eival
CUMITANPWHATIKA, 0AAA avefdptnTtn amo to kpdtog (Roussos K., 2010). Mo cuykekpluéva, ot MKO
£€xouv Katad£pel va LEpUGOUV 0pYaVICUOUC Kol KEVTPA OTIWG:

e Ta Kévipa Hueprolag Opovtibag yia Atopa pe VONTIKEG avarnpleg nAkiag 16 eTwy Kol Avw, PE
OTOXO TNV KOWWVLKH KOl EMAYYEALATIKA TOUG €vtagn.

o OL ZteyootikéG Aopég yla evnAikeg pe N.Y., mou mapéxouv ¢urofevia Kal kavormoinon twv
Baolkwv EKMOLOEUTIKWY AVOYKWY, KABWE Kot PuxaywylKd TpoypapaTa.

o O Itéyeg Ynootnpulopevng AwaBlwong, omou amoteAouv Slapepiopata, oTa Omoio T AToUd UE
VONTIKEG avamnpieg pmopouv va fouv €xoviag meploplopévn emifAedn amd to Bondntiko
T(POCWTUKO.

'OAeg oL mpoavadepBeioeg Sopég, eite elval SNUOOLEG £(TE LOLWTLKEC, TTAPEXOUV TIPOYPAMUATA ELSIKA
OXEOLOOMEVA YlOL TIG OVAYKEG TWV OTOMWV HE VONTIKEG avamnpieg, ta omoia PonBouv ToOUG
avOpwroug va avamtiéouv To TMANPEG €UPOC TWV SUVATOTATWV KAl TNG TMPOCWTIKOTNTAS TOUC,
adrvovtag To SIKO TOUC HoVadIKO QMOTUMWHUO OTNV KOWwwvio wg evepyd MEAN TOU KOWWVLKOU
cuvolou (Kalpakoula F. et. al., 2017).

Noptoyalia

tnv MoptoyaAio, oL TAPEUPACELS KoL OL TIOPEXOUEVEG UTINPECIEG YO TA OTOMO. HE VONTLKEC
avamnnpieg Stakpivovtal Kuplwg og AUTEC, TIOU €XOUV OXeSLAOTEL yLa va EEUTTNPETOUV TLG AVAYKES TWV
TALOLWV KOl TWV VEWV KL O QUTEC, TIOU £X0UV oXeSLOOTEL yLa eVAALKEC.

Jtov Topéa NG ekmaibeuong (mpwtoBabuia kat SeutepoPdduia), To MOPTOYAALKO EKMALSEUTIKO
clOTNUA UTIEOTN PL{LKOUC HETAOXNUOATIONOUG, KOTA Tn SLOpKEL TNG EKMALSEUTIKNG Tteplodou
2018/2019. To véo ekmolSeUTIKO HOVTENO otnpiletol og €va cUEAIKTO TPOYPOUUA OoTtoudwy, otnv
TOKTLKN TtapakoAolOnon twv edappoldpevwy mopepPacewy Kol o évav ouvexr Stahoyo petafl
TWV EUTAEKOUEVWY PEAWV (OlKOYEVELD, OXOAE(O, OUASEC UTIOOTAPLENG) KAl £PXETOL OTO TIPOOKAVLO,
TIPOKELMEVOU VO OVTLKOTAOTNOEL OAEC TIG TIPOYEVEOTEPEG HOVOSLAOTATEG TAPEUBACEL, TIOU
oTnpillovtav amokAELOTIKA 0TN SLAyvwaon Kal 0TNV KATNyopLomoinon Twv padntwy.
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21OV Topéa TwV apeppacewyv mou adopolV Toug evnALKeg, evtonilovtal Slddopol TUmoL
napeupacswv oto dnuoolo clotnua, oL omoieg ocuvABwe xpnuatodotolvtal Amo thv
Kowwvikry Aodpalion (Seguranca Social) kot ouvtovitovtat amo T Mn KuBepvnTikég
OpyavWwoelG aTOPWVY PE avamnpieg. ZUpubwva pe to EBVIKO IvoTitouto AmMoKoTAoTAoNG
(Instituto Nacional para a Reabilitacdo - INR), £w¢ to 2019 unipxav 193 eyyeypopUEVEC
MKO otnv MoptoyaAia. H évtaén evog atOpou o Ml OUYKEKPLUEVN Katnyopia
napéupoong e€aptdatal o MOAU peydAo PBabud amod TG avAyKeG TOU yla UmootnpeLen
(mpoopetpdrtal to enimedo TNG OQUTOVOMIOC), OO T UTIAPXOVTA SIKTUO KOLWWVIKNG
uTooTNPLENG (KUPilw aTtd TNV OLKoYEVELD), KABWE Kal oo TLg SLabEolueg Keveég BEoelg oto
EKMALSEUTIKO oUOTNUA, OL OTOLEC cUXVA SEV EMOPKOUV TIPOKELWMEVOU va KOAUPOUV TIC
QVAYKEG OAWV TWV TIOALTWV. IANUEPQ, oL epappoldpeveS TAPEUBACELS avamTtuooovTal OAo
Kol TiLo oAU yUpw amod to Sikalwpa Twv atopwv pe N.Y. va amotehoUv evepyd mapdyovta
otn Stapdpdwaon g dlag toug tng Lwng, To Sikaiwpo Toug otnv avtoavtiAndn kat otnv
autodLabeon, KaBwe KAl yUpw amo TV eUpUTEPN AVAYKN VLA TIPOCWTTLKI EVOUVALWGON Kol
KOLWVWVLKI CUHHETOXH, WG BAOIKEG MPOUTOBETELC yLa TNV €MITEVEN TNG AUTOVOULaG Kal TNG
gunuepiag Touc.

JAUEPQ, OL UTIAPXOVTEG TUTIOL TIOPEUBACEWY / KOWWVLKAG UTtooTAPLENG mephapBdavouy:
TNV TIPOCTATEUOUEVN QTMAOXOANCHN, TNV TIPOCAPUOCUEVN EMAYYEAUATIKY KATAPTLON, TNV
Kot oikov umootnplen oe Spaoctnplotnte NG Kabnuepwng Twng ta  Kévrpa
EmayyeApatikig Katdptiong, kabwg Kal TNV OlKLakr UTooThpLEn (cupmeplAapBavouevwy

TWV QUTOVOLWV KL TWV TANPWE UTTOOTNPL{OUEVWV OLKLOHWV).

MaAlota, ta Kévtpa EmayyeApoatikng Katdptiong (Occupational Activities Centres - CAOs)
daivetal otL anoteholV pia cupéwg SladeSopévn KOWWVIKA UTtnpecia ylol T Atopd Ue
VONTLKEG avamnpieg otnv Noptoyalia, adou to 2018 unoAoyiletal, OtL Adupavav pépog oe
autd mepimou 15.558 xAladeg pEAN. O OUYKEKPLUEVOC TUTIOG TOPEUPBaONG aneuBuveTal
KUPLWG o€ ATopa e coPapEg avamnpleg Avw Twv 16 €TWV Kol €XEL WG OTOXO VO. EVIOXUOEL
TI( EMOYYEALATIKEG TOUG O€€LOTNTEC, TNV QUTOEKTIUNON KoL TNV QUTOVOWIO Toug otnv
KaBnuepwn wh, TPOKEIWEVOU TA GTOMO QUTA va evtaxBoUv KAmolo OTWYUR oThv
anacyoAnon (edooov elval edLKTO).

Ocov adopd TG Mn KuPepvntikég Opyavwoel;, OL TEPLOCOTEPEG OMO OUTEC
SnuoupynBnkav tn Sekaetia tou 1970 anod yoveig, emayyeApatieg kal AAAOUG PPOVTLOTEG
QTOMWV ME VONTIKEG avamnpleg Kol amokalouvial «uvetalplopol Ekmaibeuong kot
Anokotdotaong MoAwwv pe Avamnpie¢» («COOPERATIVA DE EDUCACAO E REABILITACAO
DE CIDADAOS COM INCAPACIDADE - CERCI»), map’ 6Ao mou 8ev amoteAolv TOUG
povadikoug ¢dopeic MAPOXNG OXETIKWV UTINPECLWV OTo Tedlo. e oAOKANpNn Tn Xwpa,
amaplBuolvtal 52 tétole¢ MKO, oL omoleg pepluvoUv yla TNV OQUECn Kol EUUECN
UTooTAPLEN OXESOV OKTW XWALASWVY TOALTWY HUE VONTIKEG avamnpleg, HEOW TNG TOPOXNG
TIOAAWV SLapOPETIKWV TTAPEPPATEWV.
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H «EBviky Opoomovdia fuvetalplopwv Kowwvikng AAMnAeyyung» («Federagdo Nacional de
Cooperativas de Solidariedade Social») cuviotd évav s€icou kpiolpo ¢opéa otnv Moptoyoahia,
mou Aettoupyel wg opoomovdio 6Awv twv CERCI. Ikomdg tng Opoomovsiog autng eival n
Slaoddalilon TNG TMOLOTNTAC KAl TNG PBLWOOTNTAG TwV ouVeEPYalOUEVWY LOPUUATWY, EVW
napdAnAa péow twv mopepPAoEWY NG, 0loKeL KaBopLoTikn enidpacn oToug TOUELS TNG NOLKAC
Seovrohoyiag, Twv avBpwrivwv SIKAWUATWY, TNG ekmaibeuong, TNG AVAMTUENG KoL TNG
£€peuvag oto nedio NG avannpliag.

Ocov adopd TNV AmMACXOANCLWIOTNTA, TO [MOPTOYAALKO VOULKO KOl TOALTIKO ocuoThua
nieptAapBAvVeL LETPO YA TRV UTTOOTAPLEN TNC AItAcXOANONG KAl TNC EMOYYEALATIKAC KOTAPTLONG
TWV oTOpWV HE ovamnpieg, ta omoiot kot SieuBetolvtal péco amod €va CUYKEKPLUEVO
KUBEPVNTIKO Tipoypappa. MdaAlota, nén amnod to 2001 epopudletal £vo CUOTNLO TTOCOOTWOEWVY
ormacxoAnong yla ta dtopa HE avamnpieg otov topéa tng dnudotag Soiknong. Qotodoo, to
2016, T0 TOGOOTO TNG AMAOXOANONG TWV ATOUWV e avamnpieg otnv Noptoyalia fTav moAu
XOUNAGTEPO Mo ekelvo Twv aTOMWY Xwplg avamnnpieg (66,7% kot 85,7%, avtiotowa). Ekeivn
TV €moxn, Ta Atopa e avamnpieg avtimpoowrnevav mepinmou to 0,51% tou avOpwrivou
SuvapikoU, os etalpeieg pe meplocodtepouc and 10 unaAAnAoug Kal To 2017 avTLTPOCWIEVOY
10 2,41% twv umaAARAwV TNg dnuootag dtoiknong.

NoAwvia

H ekmaibeuon twv malbwyv Kol Twv VEWV HE €LOIKEG eKTIALSEVUTIKEG avAYKEG otnv MoAwvia
Aappavel xwpa ot Tpia SlapopeTikd eKMALSEUTIKA MAALOLA: OTA VNTLOywYEia Kal ota oXoAela
oTa £16IKA TUAMATA, OTO vhTlaywysla Kol ota oxoAeia 1) ota TuApoTa £vtaing, kKabwg kot ota
vnraywyeio Kol ota Snuoola oXoAeio e BAON TG OTOMLKEG AVOTTTUELAKEG KOl EKTIOLOEUTLKEG
OVAYKEC Kal TtpoSLaBEoelg.

JUpdwva pe TG Slatdgelg tng MoAwVIKNG eKMALSeUTIKAG vopoBeaiag, n anddaon oxXeTKA LE TN
popodn ekmaibevonc (161K, oAokAnpwiEévn 1 yevikn), mou Ba AdPel éva matdi o €va amo ta
npoavadepBEVTA EKMALSEVUTIKA TAaiola, AapBavetal and Toug yoveig kat tov dteuBuvtn tou
oxoAsiou, o omoiog Bewpeital unmteBuvoG yla TNV opydvwaon TNG ekmaidsuong evog pabntn pe
avannpila. H Baon ywa th AdPn anodbdcswv oXeTIKA Ue TOo TAaiolo, omou Ba AdBel ywpa n
ekmaideuon e€vog moudlou He €vav OUYKEKPLUEVO TUTIO avamnplog, otnpiletal oe pa
olokAnpwpévn dayvwaen, n omoia Stevepyeital 600 To Suvatdv vwpltepa Kot emavaglohoyeitol
o€ 8L1adopeTIKA OTASLA TNG AVATITUENG TOU.

H Mpa&én Exmawdeutikou Meplexopévou, mou Slevepyndnke otig 14ncg AskepPpiov 2016, mapéxel
™ SuvaToTNTA OTA TIALSLA KAl OTOUG VEOUG HE avamnpieg va AdBouv tnv enionun ekmaidevon
TOUG 0€ OAOUC TOUC TUTIOUC TWV OXOoAeiwv Ttou untdpyouv Stabéoua otnv MoAwvia, pe Baon Tig
OTOMLKEG OVATTUELOKEG KOl EKTTALOEUTIKEG TOUC OVAYKEG, TIPOKEWEVOU va amodeuyBel To
€VOEXOEVO TNG KAKNG KOLWVWVLKNG TOUG TIPOCAPHOYNG. TO OMOTEAECUA TNG OO KOoU Hadnong
HETAEL TWV pHadntwv Pe Kol Xwpic avamnpieg eival n dnuioupyia evog opotopopdou Baoikol
TIPOYPAUUATOC OTMOUSWV OTN VYEVIKN eKmaideuon, To omoio €xel tn Suvatotnta va
TIPOCOPUOOCTEL OTLC AVAYKEG KOl OTLG PUXODUGCLKEC LKAVOTNTEG TWV HABNTWY HE QVATINPLES - PE
g€aipeon ta madd kat touc edprpoug pe pétpla, coBapn kat Bapld Stavontikn avamnnpia. Itnv
npan, autd onuaivel, OTL OAoL oL padntég Sibdokovtal ta (Sl pabnuata, aAld oOxt
onapaitnto. oto 6o emimedo kot otov 6o Pabuo. Kabes Sdaokahog umoxpsoutal vo
T(POCAPUOOEL TIG EKMALOEUTIKEG OUTALTIOELG TWV UABNUATWY TOU OTIG ATOULKEG SeELOTNTEC Kal
QVAYKECG TWV LoONTWV PE QVAMTUELOKEG aVOTTNPLEG.
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Erti Tou mapdvrog ta ekmalbeutikd SpLpata mpoodépouv Sladopeg popdEC PUXOAOYIKNG Kol
TalSayWYLKAG UTooTAPLENG, OMwG: Ponbela katd tn SLAPKELA TNG EMITEAEONG €VOG £pyou,
emupdoBeta padipata evSUVARWONG Kal avTlotabuiong, TUAMATO avamtuéng pabnolakwy
Setlotntwy, e€elbikevpéva padbnpata, eEOTOUKEVUEVN EKTTALSEUTIKY) UTIOOTNPLEN, BepameuTIKA
OEULVAPLA, EPYQOTNPLA KAL TTOPOXH CUUPBOUAEUTLKAC.

OL 6pacTnPLOTNTEG UTEP TNG €VTOENG TWV HaBnTwv Ue avamnpieg pmopolV va emidpEpouv
moOAOTAQ 0pEAn TOCO otnv Bl TNV TMPOOWTIKN avarmtuén twv pabntwv kKot Tt Osopikn
Aewtoupyia kat opydvwon tou Snudclou oxoAelou 600 Kol EpUTEPA OTOV TPOTIO AsLToupyiag TG
Kowwviag.

Metall twv Stabéouwv BeopoBetnuévwv Gopewv UTOOTAPLENC Yia EVAAIKEG UE avarnpieg otnv
MoAwvia, cupmepAappavovtal Ta KEVIA OLKOYEVELOKNAG UTOOTHPLENG, Ta OMiTia KOl Ta KEVTpA
KOWWVIKNG Tipdvolag, Ta KEVTpa nuepnolag dpovtibog, ta KEVIPO EMAYYEAUATIKAG KATAPTLONG, Ta
T(POOTATEUOMUEVA EpPYyOOTHPLA, TA CEpvapla epyoBepameiag, kaBwg Kol Ol OTEYEG KOWOTLKNG
UTIOOTAPLENG KOl evioxuong TNG amaocyoAnong. H Asttoupyla autwv Twv Sopwv amookomel otnv
mpoaywyn tg aveéaptntng Slafilwong Twv aTOPWY LE VONTLIKEG avamnples HECw TG evioyuong
NG AELTOUPYLKOTNTOG KOl TNG emadng Toug Pe To TeplPaArlov. Autol oL Gopelg EMIKEVIpWVOVTAL
KUPLWG 0TNV EVEPYOTIOLNGN KOL OTNV 0pyAvwon Tou eAeUBgpoU XPOVOU TWV ATOUWV LE VONTLKEC
avamnnpieg, otn Slevpuvon Twv evllaPePOVTWY TOUCg, KABWE KAl otnV eKuddnon PBootlkwy
Se€lotitwv {wN¢ OTo OTITL KAl 6TNV KowvoTnTa.

Ol meploootepeg amnod TG SPACEL; O QUTOV TOV TOMEQN, UAOTOLOUVTOL PECO QMO R KAl HE TN
BonBela S1adopwv TOMIKWY EVWOEWV Kal &pUUATWY. Ol EVWOELS QUTEG HEOw TwV Sladopwv
£PYWV TIOU TPAYHOTOTOLOUV, OUVELODEPOUV OXL UOVO OTnV SpacTnPLOTOiNcn TWV OTOMWY LE
avamnnpleg petd tnv €€060 Toug amd To ekMOLSEUTIKO cUOTNUA, GAAG KOl OTNV avamtuén twv
TIPOCWTILKWY TOUG evOLADEPOVIWY HECA OO TN CUUUETOXN TOUG O OPACELS OTTOKATAOTOONG,
avauxng kat aflomoinong tou eAelBepou xpovou, yeyovog, mou powbel tn cupmepiAnyn Twy
avOpWIWV AUTWY OTNV TOTILKNA KOLWVOTNTA.

Ta epyaoctipla epyobeparmneiag ocuviotolv pia amd Tic mo Sladedopéveg HOpDEC KOWVWVIKNG
Kwntomoinong otnv MoAwvia, kabBwg mapgéxouv T duvatdTnTA OTA ATOHA HUE avaTnpleg va
SloAéCouv TO €ldoG epyaociag TmMou MPOTIHOUV avApecoa o€ TIOAAA GAAQ Kal eVOEXETAL va
omoTEAECOUV TO apXLKO 0TASLOo, TPoToU €va ATopo apylosl va epyaletol aveéaptnta. MolovoTt, n
umootnplopevn anaocxoAnon amodepel petpnoia odpéAn, ouvibwe dev amotelel TN 1o KON
HoPdI UTIOOTAPLENG TWV ATOUWVY UE avarmnpieg, kabwg elvat o mbavo va dnuoupynBbouv Kal va
AELTOUPYNOOUV MTPOCTATEUOLEVO EPYACTIPLO KOIL EPYOOTACLA EMAYYEALATIKAG SpaoTnPLOTNTAS YL
TN OUYKEKPLUEVN OUASA ATOUWV.
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IV. ZYN-AHMIOYPITQNTAZ ENA EPTAZTHPIO MAIXNIAIQN
A. ZTOXOL TOU EpyaoTtnpiou cuv-6nuLoupyiag matyvidiwy

Ta epyaoctApla ouv-Snuoupyiag Tmalyvidiwv amoteAolv pot  Kowvotopo pebodoloyia
CUMMEPIANYPNG TWV ATOUWV HE VONTIKEG AVAMNPIieg, OMOU oL €Taipol avanTtUoooUV HECW TOU
npoypapparog «ID GAMES». Onw¢ £ywve vwpitepa KOTavontd, oTIC TEPLOCOTEPEC XWPEC, N O0TAON
TWV avOPWTTWY ATTEVAVTL OTO. ATOMA E VONTIKEG OVATINPLEG TIOPAUEVEL APVNTLKY, aveEédptnta oo
TLG TIPOOTIABELEG TWV XWPWV QUTWV Yo cUUTNEPIANYN. To €pyo «ID GAMES» €xelL wg oTOXO va
ou€noel to eminmeda TNG KOWWVIKAG Eviaéng twv atopwv pe N.Y. péoa amo tv mpowbnon tng
LOOTNTACG, TNG EVEPYNG CUUMETOXNG KAl TNG cuvepyooiag OVAPECO OTA GTOMA QUTA KOl OTOUG
EKTIALOEUTEG TOUG, TOUC POVILOTEC Toug, Toug dottntég Sladopwyv MaveEMIOTNUIWY, TOUG
KOTOOKEUOOTEG TWV TOXVISLWY, KaBwe Kot pe aAloug avBpwrioug amd tnv Torik Kowotnta. Ta
E£PYOAOTHPLOL OUV-SNLOUPYLOG TTALXVISLWY OUVIOTOUV HLOL VEQ TIPOCEYYLON YloL TRV OVATTUEN
epyaldeiwv eknaibsuong kot €viagng TWV OTOMWV ME VONTIKEG avamnpisg, Ta omnoia
xapoktnpifovtat and Tt CUMUETOXH avOpwnwv Tou avAiKouv o€ SLapOpPETIKEG OUASEG Ko
npoodépouv éva mpoodopo £8adog, £ToL WoTe OAoL autoi oL AvBpwrmoL va Hmopouv va
oAAnAoemidpAoouv pe BeTIKO TPOMO.

Mo OUYKeKPLIEVO, Ta €Pyaoctnplol  ouv-Onuloupyioc mavidlwv eival  epyactiplo  Tou
nepAapBavouv SLadopeTIKEG OUASEC - 0TOXOUG (EmayyeApatieg mou gpydlovtal pe atopa pe N.Y.,
dpovrtilotég, £Bshovtég, doltntég Mavemotnpiwy, oXeSLAOTEG TAXVIOLWY KOL TIPOYPOAUUATLOTEG,
KoBwg kot AAAQ HEAN TNG KOWOTNTOG) KOL TI§ CUVOEOUV UMPOOTA O €VOl KOWO OKOTO: TO Va
Snuloupynoouv pia 8€a yia éva ZoPapd Mawyvidt (emurpanéllo, phygital B Yndlako), mou va
gVIOYUEL TIG S£ELOTNTEC TWV ATOUWY HE VONTLKEG avamnpieg. Me autdv Tov TPOTO, Ol GUUUETEXOVTEG
vivovtal evepyol kat Snuioupyikoi, evw mapdAAnAa cuvdamrtouv Se0HOUG, TIOU TIPOAYOUV TN
cupnepAnPn Twv opAdwVY HE VONTIKEG avarmnpleg. EMmA£oy, N GUUUETOXH TWV OUASWY — OTOXWV
TOO0O KOTA TN SLApKeLo OC0 Kal PLETA TNV AVATTTUEN TWV LOEWV TOU TTaLXVLOLOU O OPLOTIKOTIOLNUEVA
TaLXVioLa eVIOXUEL QKON TIEPLOCOTEPO TNV EVTAEN TWV ATOUWY QUTWV OTNV KOWWVLA.

Katd tn Sldpkela Tou epyactnpiou ouv-Snuioupyiag MoXvVISLWY Ol CUHUHUETEXOVTEG SnULOUpYoUV
MLKTEG OMASEC Kal Tpoomabolv va avamtliouv LOEEC Kal TPWTOTUTIA TtaXVISLwy. METagy Twv
CUUUETEXOVTWV cupmepAapupdavovtal:

e ATOMO HE VONTIKEG OVATINPLEG

e Emayyeluotie¢ mou epydlovtal HE ATOMA HME VONTIKEG avamnpieg (m.y., Quxoloyol,
£pyoBepamEeUTEG, KOWVWVLKOL AeLToupyol, K.AT.)

o  DPOVTIOTEG ATOUWVY [E VONTLKEG QVaTnpleg

o EBelovrég (m.y., dottntéc Mavemiotnpiwy, oXeSL00TEC TOXVISLWV K.ATL.)

e ATOMA QO TNV TOTILKI KOWOTNTa

KaBévoc amod autolg XL €vav CUYKEKPLUEVO POAO OTNV ouada, EVW CUYXPOVWC CUVEPYALETOL Kot

Snuoupyel Seopouc pe ta umolouta PEAN He SNULOUPYLIKO TPOTO, Ot Hia MPoomABeld tou va

BonBrosL tnv opada va KaTaokeLAoeL pLa Lo€a rayvidiou.

Ta Mo onpavTIKA otadla Tou epyactnpiou meplhapBavouy:

e Eloaywylkég mAnpodople¢ OYeTIKA He TNV VONTKNA avamnpia, Tmou otoXeUoOUV OTnV
guaLodnTomnoinon Twv VEWV Kal TG KOWOTNTAG avadopLlkd HE TG AVAYKEG TwV atopwv pe N.Y.,
TIC BEATIOTEC TIPAKTLKEG eMIKOWVWVIOG Kal aAAnAenibpaong poll toug, kobwg Kal oplopéva
napadelypato evoeSElYHEVWV TIOLYVISLWV KL SpAOTNPLOTATWY YLOL TN CUYKEKPLUEVN ouada
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o Ouadikn SpaotnpldtnTa Ue T XPHon Twv RSN SLOOECLUWY TTALXVIOLWY OE HIKTEG OUASEC, TToU
OTOXEUOUV OTNV KATAVONON TWV QVOYKWV Kal Twv SeloTATWY TWV ATOUWY HUE SLOVONTIKEG
avamnnpieg

e Juv-6nuloupyia mMaviSLwy, TOU OTOXEVOUV OTNV EVIOXUCH TWV EVVOLOAOYLKWY, KOWVWVLKWV KOl
TIPAKTLIKWV S£ELOTATWY TWV OTOMWV HE SLAVONTLKEC avOTtnpieg

e AOKLUN TWV MPWTOTUTIWVY TOXVIS LWV

Ol oto)oL TWV gpyactnpiwv cuv-dnuLoupyiag mavidlwy sivat:

o HoAAnAemidpaon OAwWV TWV CUHUETEXOVTWY UE EVEPYO Kol BETIKO TPOTMO

e H peilwon tou otlypatog Kat TG opvnNTIKNAG OTAoNG OMEVAVTL oTa dtopa pe N.Y.

e Hevioyuon deopwv Hetafl Twv atopwv He N.Y. Kal TG TOTIKAG KOWOTNTAC

e H avénon tng suaicOntomoinong twv £Bshovtwy, Twv doltnTwy Twv MNavemotnpiwy, Twv
OXEOLOOTWY TWV TALXVISIWY KL TWV HEAWV TWV TOTILKWY KOLWVOTATWV CXETIKA HE TN VONTIKA

oavarmnpio.

e H ouppeTOXN TWV dPoltnTwyV Twv Mavemotnpiwy Kot AWV VEwWV avw Ttwv 18 etwv otov
eBehovtiopo

e H yévvnon wWewv yla mayvidia, mou va adopolVv CUYKEKPLUEVES LKAVOTNTEG TWV ATOUWY ME
N.Y.:
-Evvololoyikég Seflotnteg (yAwooa kat oAdapntiopog, xpnuata, xpovocg, aptbuol kat
QUTOTIPOOCSLOPLOUOG)

-Kowwvikég 8e€lotnteg  (SLAMPOCWTILKEG O£€LOTNTEC, KOWWVIKA £UBUVN, QUTOEKTIUNGN,
guTotia, adEAELD, KOWWVIKN €MAUGN MPOPRANUATWY, LKOVOTNTA TIApakoAolBNoNG 1 UTTAKONG
TWV Kavovwv Kal anoduyng Bupatomnoinong)

-Mpaktikég 6eflotnTee (Mpoowrik ¢povtida, Se€ldotnteg mou oxetilovral Ue TNV gpyaocia,
uyelovoutkn meplBaAn, tafidla & petadopa, tpnon xpovodlaypaupdtwy, achaiela, xpron
XpPNHATWV Kal xprion thAspwvou)

e JUMPUETOX Ot malxvidla Tou TpowBolvV TN voNnTKr A€ltoupyla, TNV TPOCAPHOOCTLKNA
cupumnepldopd Kal TNV KoWwVIKN aAAnAemiSpacn Twv atopwy pe N.Y.

e BeAtiwon twv deflotATwy Twv atopwv pe N.Y. péoa amd tn CUUUETOXN Toug ot ZoPapd
Malxvidla , ToU €XOUV KOTOOKEUQOTEL oMo Ta (610, TPOCAPUOCUEVA OTL OVAYKEG KOl Ta
evbladEpovta Toug

e Evioxuon twv SeflotNTwy TwV eKMALSEUTWY Kal TwV GPOVILOTWY Twv atopwv pe N.Y. 6oov
adopd T Slopydvwaon epyactnpiwv ocuv-SnuLoUPYLOG TTALXVLOLWY

e Juvepyacia pe OSladopetikoUg emayyeApatie¢ kot aglomoinon Zofoapwv Moayviblwv o€
KOONUEPLVEG SpaCTNPLOTNTEG

o JuumepiAnyn Twv emayyeApatiwy, Twv ¢ortnTwy twv Mavermotnuiwy, Twv oXedlooTwY TWV
aVISLWY, Twv atopwv Ue N.Y., Twv GPovILoTWY Toug, KOBWE Kol TwV MEAWY TNG TOTILKNG
Kowotntag o pia Stadikacio anod kowvou dnuloupyiag ZoBfapwv Mayvidlwv

o KaAAlépyela evaloBntomoinong Kal mapoxn KWVNTPWV OXETIKA L T BeATiwon mou pmopouv va
emupépouv ta oPfapad Mayvidia kat n dnuioupyia Zofapwv Mavidiwv otnv molotnta {wng
TwV aTtopwV pe N.Y.

27

Methodological Guide of ID GAMES Me XS IU(HOGOU}OQ -

; « +»
CO-create assistive games for people with intellectual disability to enhance their inclusion Tpoypappa = E@sms
Project Number: 2019-1-EL01-KA204-062517 g Eupwmaikig Evwong



Ta epyaothpla cuv-dnpLoupyilag matyvidLwy S1aBtouv TOAAQTAG KOLVOTOMOL OTOLXELaL:

e Jyetilovtal pe tn pebodoloyia tNG €MIOTAUNG TWV TIOALTWY KAl TA OVOLYTA £pyacthplo
SaBiwaong

e  EumAékouv dLadopeTikoU emayyeApatieg amd Tov TOUEA TNG UYELOVOUIKNG TepiBaAding,
ekrobeutec / e€elSIKEUEVO TIPOOWTILKO yla Ta atopa pe N.Y., Toug ¢$pOVIIOTEG TOUG,
oxXebLaoTEG mayvISLwyY, dpottnTég Navemiotnuiwy A GAAO ATopA Ao TNV TOTILKN KOWOTNTA

e Emurpénouv v dpeon avatpododoOtnon Kol TNV MPOCAPHOoYH] TWV MOLXVISLWVY OTLC AVAYKEG
TwV TEAIKWV Xpnotwv (dtopa pe N.Y., eKMOLSEUTEG TWV ATOUWY QUTWV KOl ETIOYYEAUATIES
vyelag)

e EvBappUvouv tn oUVEECN aVAUECSA OTNV TOTIKA KOWOTNTA KAl ota dtopa Pe N.Y. péow twv
TLALLXVLOLWYV TIOU £XOUV «SNULOUPYNOEL WG LOEEG

B. OL GUMUETEXOVTEG TOU EPYAOTNPLOU CUV-8NLOLPYIaG TTaXVISLWY

Onwc¢ Tovioape Mapamavw Kot oUWV LLE TO ATOTEAECLATO TOU EPWTNLOTOAOYLOU TTOU
SlakvABnke HETOEY TWV ETALPWY, OL CULUETEXOVTEG TWV EPYAOTNPLWY CUV-SNLOUPYLAG

naxvioLwy Ba eivat:

o Atopa pe N.Y.

o EmayyeApartieg mou epyalovral pe dropa pe N.Y. (1. YuxoAloyol, epyoBeparmeute,
Kowwvikol Aettoupyol k.A.)

o  DpovTloTEG TV aTOUwV Ue N.Y.

o EBelovtég (m.x. poltntég, oxedlaotég mayvidlwy, matdld K.A.)

e ATOpQ Ao TNV KOWOoTNnTa

Elval onuavtiko ylo Tnv anoteAeopatikn epappoyn kat SleukoAuvaon Tou epyactnpiou cuv-
Snuoupylag mayvidlol, va KATavorcoupe To TPodIA KAl T avAayKeg KaBs opadag. Kata t
SLapKeLa TOU epyaoTnpilou Ba MPEMEL Ta ATOUA TNG KABE OAdaG va ouVEPYAOTOUV PETAED

TOUG, EMOUEVWG €lval amapaitnTto va AGBoUpE UTIOYLV PG TIG OVAYKES TOUG.

O nopakdtw mivakag B mapouctalet To mpodil Kol TI¢ avayKeg KABE opASOC CUUETEXOVTWV.
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YUPPETENOVTESG poein/ Ewdwkég Avaykeg
XopuKTNPLoTIKG
aropo pe N.Y. dTopo UE youUnAn M -I'vootikn d1éyepon
péon N.Y., Oa .
npoTun0odv vedtepor | Kowavikomoinon
eviAkeg - Enuwcowvavia
- Aiobnon tov avikew (coumepiAnyn)
- Kwntikn 61éyepon
- [Ipo®Onon avtovopiog
- Alwokédaon
- Aiobnon woavomoinong Kot abEnom Tng aVTOEKTIUN oG
- AOKTNO™ VEOV 10EDV Yo TOV EAeVBEPO YPOVO TOVG
QPPOVTIOTEG GTVTTOL PPOVTIGTES — -Na yivovv katovontoi Kot amwodektol amd TV
LLEAT] TNG OLKOYEVELNG .
Tov atdpov pe N.Y. Kowotmta
- No ars0dvovton ypnotpot
- No vidBovv tkavomoinon yio to poLo Tovug Kot 0Tt
KEAVOLV T TPAYLOTA GOOTA
- No emucotvevouy e pepo Kot vyaptoto Tpomo pe ta dtopo pe N.Y. kot v
KOWOTNTO (VO YOAAPDGOLV atd T0 PApog TS PPOoVTIOas)
g0ghovTtég vEOU (O1TNTEG 0o -Na evioyvoovv Tig deE10TNTES TOVG
oLVOQPEIS KAAOOLG . . :
-No amoKTicovV gumelpio Kot yvaon
- No xowvavikorom0ovv kot va S100KeSAGoVY
- No are0dvovton ypnotpot
emayyehpoTieg emayyelpaties e10kng | -Na onpovpyncouvy Kot va Bpouv véa epyoleia yio T SOVAELS TOVG
ayoyhs, Beparnevté, . , . , . ,
KOW®VIKOL AELTOLPYOL -}hxanQKrncouvvgsgSsémnnrsgKatyvuxnngnpogowskogrngsnayyskuankng
Kot GAAot Toug Lomg
emayyeMOTieg VYEIAG | - N &youv TV aicfnon Tng evepyod GUMLETOXNC
OYEOLIOTEG oe0100TEG Ay VIOIDV | -Na evnuepwBobdv Kot va katavoncovy to. atopa pe N.Y. , Tig avayKeg Kol Tig
TALYVIOLDV LLE TEYVIKES YVAGELG de&10TNTEG TOVG
GTO ®PO TG . , ,
AVETTOENG TaLyvISL00 -No OnLovpynceovy Yp1 oL Totyvidte
- No vidBovv dnpiovpytkoi
Mivakag B

Methodological Guide of ID GAMES

CO-create assistive games for people with intellectual disability to enhance their inclusion

Project Number: 2019-1-EL01-KA204-062517

29

A
-
noovonuua ekra
TPOYPAPUQ «Era

Y
e Brir i
NG Eupwmaik

010
v




KABg opada CUUETEXOVTWV EXEL VOV OUYKEKPLUEVO POAO KOTA TN SLAPKELO TOU
gpyaotnpiou. Avaloya L To pOAO TNG KAOs opAdag, Ba CULUETEXOUV OE CUYKEKPLUEVA LEPN
TOU gpyaotnpiou mou eival el8IKA oXeSLACHEVO WOTE VA AVTATIOKPLVOVTOL OTLG AVAYKEG KOL TLG

Mpocdokieg Toug, KABWGE Kol 6TOUG OTOXOUG Tou £pyou «ID GAMES».
Onwc e€nynBnke mpLy, oto KUPLO LEPOC TOU epyaoTnpiou mep\apBavovrat:

®  ElOOYWYLKEC TTANPOGOPLES

e opadLKnA SpaocTnELOTNTA e UTtApXoVTa Tatyvidla

e guv-Gnuloupyio maVISLWV

e opadikn dpactnplotnTa afloAdynong Twv LEEWV KoL TWV MPWTOTUTTWY TIALXVLELWY
MEeTd TI¢ eloaywyLKEG TANPodOpPLEC, OL CULUETEXOVTEG Bl LOLPACTOUV OE UIKTEC OUASEC TToU Ba
nepthappavouy ta dropa pe N.Y., Toug poVILOTES TOUC, TOUG EBEAOVTEG, TOUG OXESLAOTEG
TLALLXVLOLWV KOl TOUG eMayyeAUaTieC. ELSIKOTEPA, QAUTEG oL opddeg Ba mephapfavouv 2-3

atopa pe N.Y., 2-3 ppovtiotég, 3-6 eBeAovTeg, 1-2 oXeSLAOTEG Uy VISLWY, 1-3 enayyeApATiEC.

o OLoxeblaotég natyvisiwv Oa naifouv to poAo tou apxnyol os KAOe opdada. Auto
onuaivel otL Ba mpénel va SleukoAUvouv TNV opdda, va akoUV Kal vo KATovoouy
TIG avAyKeg KABE ouppeTéxovta. EmutAéov, va nyouvtal tng dtadikaciag maxvidiol
KaBwg Kat TnG dnuioupyiag Wewv yla véa mayvidla kot tn dokin autwv. Eival
ONUAVTLKO va cuumepAndBoUv oL oXeSLO0TEG TTaXVIOLWY 0TO POAO TOU ETUKEDAANG
™G opadag pe okomo tn OSnuoupyla mayvibwwv (kat oxL e€doknong), tnv
OAANAETOpOON TWV CUPUETEXOVTWV KaL TNG CUMMEPIANY NG TwV atopwv pe N.Y.

o Ol emayyeApartieg mouv gpyalovral pe atopa pe N.Y., Ba umootnpifouv tnv opada,
el8ka ta atopa pe N.Y., kat Ba mpoodEPOuV TIG YWVWOELG TOUG yLla Tt dnpoupyia
QUIMOTEAECHATIKWY KAL XPROLUWVY TIoxvISLwy yLa ta atopa pe N.Y.

e Ta daropa pe N.Y. Oa maiouv maiyvidla, Ba Siookeddoouv, Ba ekdppdoouv TIg
OVAYKEC TOUG Kal Ba SOKLUACGOUV TIG LOEEC TWV TTALXVISLWY KoL TA TPWTOTUTIOL.

o OL ¢povriotég toug Ba Slackeddaoouv, Ba ekPpdoouv TIG aAVAYKEG Toug, Ba
umootnpifouv ta dtopa pe N.Y. kat Ba mpoodépouv 16EeC.

e TéMlog, oL €Belovtég Oa umootnpifouv ta atopa pe N.Y., Ba mpoomabrncouv va

ouvbeBouv pall Toug Kat va Snuloupynoouv matyvidia ylo autoug.
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TOVG €lVOL O GNUOVTIKY.

O mapokdro [Tivaxkog I mapovoidlel Toug Bacikovg polovg g kdbe opddag, Otwg emiong Kot T, LéPT 6mov 1 GLUPOAR

ZUpPpETENOVTEG

Hhlkia

ApOpég

Yoppetoyn

PoLrog

apN.Y.

18-50

OTNV OLOOTKT
dpacTnpLOTTO
TOLYVIOL00

GTN OOKITY TOLYVIOIDV

- No tepacovV KoAd Kot Vo, 0100KESAGOVV

- No 0G0V TANPOPOPIES Y10 TOV E0VTO TOLG KoL
T EVOLOPEPOVTA TOVG

- No tovv T yvoun Toug yio To TpOTOTLTTO
oy viole Ko Tig VEES 10€€G

- No TpoGépouV LEe TNV TOPOLGIN TOVG
ONUAVTIKOOG OEIKTEG Y10 TO OTOTEAECLLOTO, TOV
gpyaotnpiov

QPOVTIOTEG

o\ot

o€ Ol (av dev
umopohv va.
Tapopeivouy péypt
TEAOVG: OTN GLVEDPia
oL VIO00, GTN SOKIUN
TOLYVIOIDV)

- No vrootnpi&ovv ta dtopo pe dropa pe N.Y.

- No ddcovv 10€e¢ kaTd T S1GPpKELD TNG
Suodkaciog

- No e€nynoouy Tig Kabnuepvég avaykeg Tovg Kot
T1G avaykeg Twv atopmv pe N.Y.

€0ghovtéc

18+

og O a

-No 60c0ovV 10€€¢

-Na aAAniemidpdacovy pe ta dropa pe N.Y.

- Na nai&ovv mayvidio pe to dropo pe N.Y.

- No vrrootnpi&ovv ta dropa pe N.Y.

- No Bonfncovy 6t d10pydvecn g eKONAmENg

- No TpoGpEPOVY avVALOYO LE TIG YVAOOELS KO TIC
de&10TNTEG TOVG

emayyehpoTieg

25-60

1-3

oe O

-Na evnuep®VOUY TOVG CUUUETEXOVTES HETOED
TOV OOV KOl TOV TOPOVGLAGEWDY CGYETIKA [LE
TV vonTikn ovonnpio, Toug Tpdmovg
aAAnienidopaong pe ta dropa pe N.Y., va divovv
TOPOOEYILOTA OPACTPLOTHTMV KoL ALY VIOV
7oV givor TpocPdoia oto dtopa pe N.Y. kot vo
EVIoYOG0VVY TIC SEEIOTNTEG TOVC.

- No vrootnpi&ovv ta, dtopo, pe N.Y. kabog
aAANAemOpOHY OTIC OUADECS.

- No GUHUETEXOVY GTO GYESLUGUO TV
TPOTOTLTIOV TOLYVISLDV, GUUPAALOVTOG PE TN
S1KT) TOVG YVAOOT GYETIKE LE TIC TKAVOTNTEG TOV
atopov pe N.Y., e&nydvrog ta media Tov Toug
EVOLIPEPOLY VAL EEACKOVV TTEPIGGOTEPO KOl
SivovTog TaPAdELYLOTO AOKNCEMY Kol
dpacTNPLOTNT®Y OV GLVHOWC EKTEAOVV.

- Na 6GOVEPYOGTODV LIE TOVC GYEIOOTEC
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TOLVIOLOVY Y10V’ avaTTOEOVVY TIC KOADTEPES 10€EG
TOLYVIOL0V OV TKAVOTOLOVV TIG OVAYKES TMV
atopov pe N.Y.

- Xg Tepinton mov 0 oyedl0GTNG OmOVGLalEL,
umopovv vo. avorapovv kat 'egaipeon 1o poOAO TOL
apYNYoL TG OLASOG.

GYEOLUOTEG OA01 1-2 o€ OAQ -Na yivouv apynyoi TG opddogs

TALYVIOLDV . . o
-Na odnyncovv v opdda otn dnpovpyio vémv

WeDV Yo oy vioa.

- No kafodnyncouvv  dwadikacio dnpovpyliog
0AOKAN POV TOV TOLYVIOIOD Kol VO SIEVKOADVOUV
TNV AAANAETIOPAOT TNG OUASOG

- No cuvepyaoTohV LE ETOYYEALOTIEG YO VL
avamTOEOVY TIG KAADTEPES 1EEG O VLS00 oL Bat
KOVOTTOL0VV TIG avrykes Tov atopmv pe N.Y.

- Na g€nyolv Tovg KavOveg TV ToVIdudY Kotd
TN S10PKELN TOV JLOOTKOGTOG

- Na e€nyodv 11c apyéc g dnuovpyiog
TOLYVIOIOV KOTA TN SIOPKELD TNG SLOOIKAGTIOG

- No kGvouv pio Tpoctadelo VoL OAOKApOGOLY
HE €O GUYKEKPIHEVO TPMTOTLTO / 100 T VIO

- No d1evkoAdvovV T d1081KaGie TOV ALY VIOIo0

[Mivaxag I
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. BApaTa IpLV TO EPYACTHPL OUV-8nLLoupyiog mayvisLwy
o. Bpeg tov katdAAnAo xwpo

To YOPOKTNPLOTIKA TOU XWPOU eival TOAD OnUOVTIKA yla T dnuoupyla plag atpudodalpag mou
ETUTPEMEL TN ouvepyooia PETAy TWV CUMMUETEXOVTWY, TNV aMAnAemiSpacn kal tn ocupmepiAndn.
Mpoteivetal va eival évag avetog, KatdAnAa s€omAlopévog, PwTeVOC, TPooBACLHOC, PLAKOG Kot
00paAAc XwpoG. Oa TPEMEL va €ival apKETA PeYAAoG (avaloya HE TOV aplOpd TwV CUUUETEXOVIWV),

wote va GLAOEEVHOEL TOV AVTIOTOLYO APLBUO CUUHETEXOVIWY, XWPIC VA UTIAPXEL CUVWOTLOUOC.

Oa mpemnel va eivol e€omAlopévog pe tpamélla (otpoyyuld av eival Suvatdv) yla TIG OpAdEeg KoL UE
AVETEC KOPEKAEG, ylar T SleukOAuvon Tou omtikol Tediou Kot Tou SLoAOyou METAfy TwV ATOHWV.
Juviototal ol CUMUETEXOVTEG va KdBovtal yUpw amod éva oTtpoyyuld tpanéll, adoul n oplldvtio Sidtaln
o’ éva pakpdotevo TPamell Umopsl va odnynoeL OoTnV OMOUOVWON €VOC ) TIEPLOCOTEPWY UEAWV,
ennpedlovtag apvnTkd to eminedo arnAenidpaong. Emiong, mpémel va UTIAPXEL €vag MPOTIEKTOPOC

Kol plo 086vn opatr) amno 6Aouc.

TeAeutaio, aAAG OXL ALYyOTEPO ONILAVTIKO, TIPETIEL VOL UTIAPXEL EVAG SLABETLOC XWwpPog EekoUPaoNG yLa va

XPNOLLOTIOLNOEL KL AUTOG WG TIEPLOXH KOWVWVLKOTIOINGNG YLO TOUG GULLETEXOVTEG.
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H xoAapwTLKA HOUGCLKNA 1) KATIOLO0 GAAO £(60G LOUGLKAC Ba BonBroEL TOUG CUHETEXOVTEG VAl

arnoAavoouv tn Stadkacia Kal va XaAopwaoouv.

JuvLloTATaL EMONG €vag 1 MeEPLOCOTEPOL XwpPoL (T.X. TPamell) pe UAKO yla Tn dnuoupyia

duokwv N Pnolakwy rayvidlwy. MBava UALka pumopet va sivat:

Mo to ¢puokd mouxvidia, UAka omwe {apla, KAPTEG, TLOVLIA, ASUKO XapPTOVL, UOAUPBLa,
OTUAOG, popkadopot, Undleg adpol, KouBEPTES, EyxpwHo Xxapti, XapTti A4, KOUUEVA XOPTLA,
KOMa, yUuloc, Yalidia, kUBoL, QUTOKOANTA XAPTAKLO CNUELWOEWY, HUEYAAO XaPTOVL,
UMAAEG, KUPOL, XPWUOATIOTA XapTOVI, HOAAKO XAPTL YLA KOTAOKEUEC, TUTIWHEVEG ELKOVEG,
dwtoypadieg, pmaiovia.

MNna ta Ppnoraka / phygital moayvidia: vroloylotég (emtpanédiol umoloylotég, dopnrol

uTtoAoYLOTEG N tablet). Artatteitat cUvéeon pe to Sladiktuo (Ethernet / Wi-Fi) kat kaAwdia.

B. Aiadnyiote To Epy0oTAPLO OUV-SNLLLOUPYiOG TTOXVISLWV

META TOV MPOYPOUUATIONO TOU £pyaoTnpiou, o SlopyavwTtng MPEMEL va apxioeL va To

Stadnuilel. Mmopel kaveig va xpnoLLomoliosL:

® QVOKOLWWOELG OTNV LOTOCEA LSOl TOU OpYAVIGOU

® SNUOCLEVOELG OTA UECA KOWWVIKAG SIKTUWGNG

e SeAtia tUmou

e puAAaSLa

® QVOKOLVWOELG OTOUG TOTILKOUG TNAEOTITIKOUG 0TaBUOUG

® QVOKOLVWOELG LECW TOU SLKTUOU TOU OPYAVIOOU

34

Me ouyxpnuaroddmon amo 10
Tpdypappa «Erasmus+y
1K Eupwnaiki Evwong

Methodological Guide of ID GAMES

CO-create assistive games for people with intellectual disability to enhance their inclusion
Project Number: 2019-1-EL01-KA204-062517




Y. MpOoGEAKUON GUUUETEXOVIWV

H Stadikacio mpooéAKUCNC TWV CUUHUETEXOVTWY TEPAAUPAVEL U0 ONUOVTIKES TTTUXEG. MPpWToV, WG

VO TOUG TIPOOEYYLOETE Kol SEUTEPOV TWG VOL TOUC TPOCEAKUCETE WOTE VA CUUETACYOUV.
AiobolL MPOOEYYLONG TWV CUUUETEXOVTWY

Atopa pe N.Y. KoL oL $POVTLOTEG TOUG

O To Aaueocog S5pPOPOGC HECW TOU OTOLOU UMOPOUUE VO TTPOOEYYIoOUME Ta Gtopa e N.Y. Kal TOug
$POVTLOTEG TOUG Eival ot Sikol pag ¢popeic / opyaviopoi mou cuvepydlovral pe atopa pe N.Y. EmutAéoy,
AaAAol opyaviopol mou epyalovtal pe atopa pe N.Y., SOUEC TIOU TOUC MOPEXOUV UTINPEGCLEC, Opadeg
KOWWVIKNG SIKTuwong yla ta dtopa pe N.Y. Kol 0pyaviopol TIou Toug QVTLTPOoWEUOUV OE TOTILKO Kal

KPATIKO TEPLBAAAOV.

EOeAovteg

To Lo ONUOVTIKO HECO YLO TNV TIPOCEYYLON VEWV £BEAOVTWV elval Ta KOAEYLA, TO TIAVETILOTA LA, ELOLKA
TO TUAMOTA Uyelog, eBIKNG aywyng Kol KOWWVIKAG ¢povtibag. EmutAéov, umopouv va
XpnoLhomonbolv Ta HESH KOWWVIKNAG SIKTUWOoNG yla va TpowBdnBel to MPOypapUpHd MOG Kol va
pooeAKUOOUPE Atopa Tou BéAlouv va mpoodépouv eBeloviikd, KaBwe €miong Kal OpyovVWOELG

veohalag mou B€Aouv va eumAEEouy KAmoLoug eBeNOVTEG.

IxeSL00TEC T VLIS LWV
H mpoogéyylon twv oxXedlA0TWV TALXVIOLWY MMOPEl va yivel pHEOW TUNUATWY TIANPOdOPLKAC Kol
YPOPLKWVY TEXVWV TWV MAVETUOTNUIWY, Tavemotnuiwy mou oxetilovtal pe peAéteg oxedlaouol Kal

avamntuéng moayvidlwy, KoAeylwv, oxoAeiwv, oToUVTLO OXESLACGHOU, OUASWY ETUTPATIE WY TTOLXVLIOLWY,

KOLWVWVLKWYVY HECWV SIKTUWONG KAL ETOLPELWV AVATTTUENG Kal oXESLAOMOU TTALXVLOLWV.

EmayyeApatieg

To TLlo oNUAVTIKO HECO yLOL TNV TIPOCEYYLON EMAYYEALOTIWY EiValL O OPYOVIOUOG LG KOL Ol OXETLKEC
Sopéc mou epydlovtol pe atopa pe N.Y. | pe ATOpA HE ELOLKEC OVAYKEC YEVIKA. EmumAéov,
QIMOTEAECUATLKI UMOPEL val elval N TPOCEyYYLon ELOKWY OXOAELWY, OPYOVIOUWY KAl SIKTUWY OTOUWY UE
£l6LIKEG aVAYKEG, OMwe emiong Katl SIKTUWV el8IKWV emayyeApaTiwy (Y. epyoBepameutég, Puyoldyol

K.ATL.), TO €EPYQACLAKO G TTEPLBAAAOV KOL TO KOWVWVLKA LETAL.
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TpOmoL MPOCEYYLONG TWV CUMUETEXOVIWV

Atopa pe N.Y.

-g€nynote touc 6t Oa mtave o pla ekdAwaon omou Ba maifouv matyvidia

-e€aodaliote yla ekeivoug éva umEépoxo Kat dhdgevo meptBaiiov, omou Ba mpayuatonolnBein
ekdnAwon

-TIPOOoPEPETE TOUC TtaLxvidla mou Ba eival SlaokedaoTikd va maifouv Kol vo TEpACOoUV TO XpOVO
Toug

- TIAPOUGCLAOTE TOUC ULKPEC OUVEDPLEG yLa TO TL B KAVOUV KATA Th SLAPKELX TOU EpyaoThnpiou
otnv Mpaén

- Intnote Slapecoldfnon amd KoVILVA TOUG POoWTA TToU gpyalovtal pe to atopa pe N.Y.

- N cUMUETOXN Toug Ba eival Swpedv

DpovtloTég

-g€nNynoTe TOUC OTOXOUG TOU €PYAOTNPLOU KAl TO pOAO TOUG 0’ aUTO

-e€nynote ta opEAN TNG CUUUETOXNAC OXETIKA LE TN SUMMEPIANYN TwV atopwv pe N.Y.
-{ntote TNV KaBobnynor toug yla va emttpéPete oe GAAOUC avOPWITOUC VA KATAVOHOOUV TLG
QVAYKEC TOOO TLG SIKEG TOUG, 000 KAL TLG TWV aTOHwVY Ue N.Y.

-BonBnote Toug va KATAVONCOUV TLG XPHOLES SeELOTNTECG TTOU Bal AltOKTooUV, KABWGE Kal Ta

odEAN yla ta idla ta dtopa pe N.Y.

EBehovTég

-BonBnote Toug va ePIMAakoUV evepyd o’ Eva OLOPdO OUadLKO TtepLBAAAoV

-e€nynote toug OtL Ba epyactolv wg eBeAoVTEC Kal TauTtoxpova Ba Sltaokedaoouv
-TIPOCPEPETE TOUC VA TILOTOTOLNTIKO TOPOaKoAoUONoNG

-evBappUVETE TOUG OTL Ba KAAALEPYNOOUV TIG SEELOTNTEG KOl TLG YVWOELG TOUC VLA TAL ATOAL [UE
N.Y.

-SlaBeBalwate Toug OTL Ba ATTOKTACOUV EUTELPia, YVWON Kal EMOdEG e EMAYYEAUATIEG

ZXEOLAOTES TIOULYVLSLWY

-g€nynote touc OtL Ta matyvidio toug Ba xpnotpomnotnfouv yLo TV UTTOCTAPLEN TWV ATOUWY UE
N.Y. og 6An tnv Eupwrn

-TIPOOKAA£DTE TOUG va Snpoupynoouy maxvidila pe épudacn oto atopa pe N.Y. o€ TOAU pLKpo
XPOVLKO SLdotnua.

-g€nynote toug OtL Ba cuvepyaoTtolV Kal Ba €xouv TV KaBoSynon eL8LKWVY OXETIKA TLG AVAYKEC
KOLL TLC LKAVOTNTEG TWV ATOHwVY Pe N.Y.
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-e€nynote Toug OtTL Ba pabouv véa mpayuata Kal Ba BeATiwoouv Tg SELOTNTEG TOUG I AKOUA
Ba pumopouv va aAl\dgouv katelBuvon oTnv KapLlEpa Toug, Kabwg ta 2oPapd Mayvidia
ylvovtal onuoavtika Kot anapaitnta

- VO TOUG TTOPEXETE TILOTOTIOLNTIKA CUMETOXAG

ErtayyeApatiec

-KOAEOTE OTO €PYAOTNPLO CNUAVTIKEG TIPOCWITLKOTNTEG OTOV TOUEA TNG ELBLKAC Aywyng va
Swoouv opthieg yia tnv N.Y. Kat vo opyovwoete Spactnplotntes / mayvidla yio to ATopo Le
N.Y.

-KaA€ote emayyeApatieg va Swoouv auTES TIC OALEG Kal va KaAEooUV Toug cuvadéddoug
TOUg

-e€nynote Toug OtL Ba avantuouy véa epyalela yia tn SOUAELA TouC

-e€NYNOTE TOUG OTL N EUIELPLA KOLL N YVWON TOUG Elval amapaitnTeS yla TO EPYOOTHPLO
-e€NyNoTE TA KALVOTOMA B€UATA TOU EpYAOTNPLOU Kal OTL UImopoUV va tapouv LEEegyLa

0pYyAVWON TAPOUOLWYV EPYOOTNPLWY YLoL TNV EVTIAEN TWV OUASWY ToUg

6. EKalSeVOTE TOUC OXESLAOTEG ALY VLOLWYV KoL TOUC EOEAOVTEC

H eknaibeuon twv oxeSlaotwy maLyvioLwV lval €va POTELVOUEVO TIPWTO Pria TTOU TIPETIEL
Va TIPAOTOTOLNOEL KATIOLO XPOVLKH OTLYU Héoa otnv eBSopada mpLv amo To pyaoThpLo.
Oa TPEMEL va evhepwOOULV yLa:

© TO POAO TOUG KaL TOV KUPLO OXNUOTLOMO TOU €pyacTnpiou

® TOUC TUTIOUG TTALXVLSLWY Ttou UrtopoUv va rtaiouv ta dtopa pe N.Y.

o TI¢ tpoSlaypadEg mou xpetalovral ta matyvidia yla ta dtopa pe N.Y.

ErutAéov, elval amopaitnto va toug 60600V CUYKEKPLLEVEG CUPBOUAEG KOl TIPOKTLKES YLoL TV
ETUKOLVWVLA E Ta ATopa pe N.Y.:

® XpNOLUOTIOL0TE CUVTOUEG IPOTACELG

e Xpnolpomnotrote owkeieg Aé€elg

¢ Xpnolgomnoturote yAwooa Kabnpuepvotntag

e BeBalwBeite 6Tl yvwpillouv To vonua Twv Aé€swv (pwtrote Toug!)

e Awote napadeiypoata / Sei€te toug TL OéAete

o XpnoLomnotiote KATAAANAn unooTtApLEN yia SLEUKPLVAOELG K.ATL.

e EmaAnBevote av katahaBaivouv Tic e€nyRoelg / 0dnyieg mayvidlou - pnv KAVeTe UTIOBEDELG

OTLTO £XOUV KATOVONOEL
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TéNog, pnopeite va toug Swoete MANPoPopieg OXETIKA UE TIC TTPOoSLaypadEC TWV TOUXVIOLWV

(KedpdAato V).

H ouvdvtnon petafd Twv SLopyavwTwy KoL TWV oXeSLA0TWV ALXVISLWV Toug Slvel Tnv eukatpia va
yvwploel o évag tov dAAov pe IAKO TPOTIo Kal yla val ou{nToouv Tuxov acadn InTRpata, £Xovtag

OMo 1o Xpovo Tou xpelalovral.

Juviotatal Kal n eknaideuvon twv eBehoviwy, eldIka otnv nepintwon nou Ba Bondricouv oTLg
EYYPAPEC, TNV UTIOOTAPLEN CULUETEXOVTWV Kal o€ BEpata emkowvwviag (T.Y. KOWWVIKA péoa). Oa

TPEMEL VA eVNEPWOOUV yla:

© TO pOAO TOUC OTO £pPYyaOTHPLO KOL TIC eUBUVEG TTou Ba £€xouv
¢ TN B€on €Behovtr mou avalapBdvouv Kal Ta KaBHKOVTO IOV TIPETIEL VAL EKTTANPWOOUV

® TIC TIPOKANOELG TIOU eVOEXETAL VO QVTLLETWTTILOOUY

H eknaibeuon twv eBehovtwy, eldIKA edv €xel TN popdn opadikig avantuéng deflotntwy Ba
Slaodaliosl TNV emituyio Tou €pyou. Asv amalteital OAoL Ol CUUUETEXOVTEC e TO TIPOdIA evog

eBelovtn va mapakolouBroouv authv TNy eknaidevon. Eival onpavtiko yla toug eBeAovtég va

avVaAGBOUV CUYKEKPLUEVOUC POAOUG KATA TNV gyypadr 1 TNV UTOOTAPLEN TWV CUUMETEXOVTWV.
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€. AnodAaoLoe yLa To TPAypappa TOU EpYACTNPiou

H mpotewvopevn SLapkela tou pyaoctnpilou sival éva dutpepo epyaaotrplo riou Ba Slapkéost 3-4
WPEG TNV NUEPA 1 Eva NUEPROLO epyacTthplo ou Oa SlopKETeL 8 WPEC.

Ta dtopa pe N.Y. kat ot ppOoVTLOTEG TOUC Eival EUKOAOTEPO VA CULETEXOUV OE £VA EPYNOTIPLO
2 NUEPWV UE TNV tpoUndOeson va épxovtal pio popd tnv KABe pépa. Tnv mpwtn pepa Ba
£pBouv yLa va aAANAETILEPACOUV LE TOUG CULMETEXOVTEG KL VOl TTali§ouv Ttatyvidia kot Th
SeUTepn Pépa yla va maifouv e Ta véa TpWTOTUTA Iatyvisia.

H eotiaon og éva cuyKekpLEVOo BEpa pmopel va elval pila TpaypaTiKr TTPOKANGH Lo Ta ATOUO
pe N.Y. ApactnplotnTEG MOV ATALTOUV AMOAUTH CUYKEVTPWAON XPELA{OVTAL TTIPOCOPLOYEC OTO
XPOVO, WOTe va armodelyovTal OL IEPLOTIOCHOL, N KOTwaon Kat To aioBnua tng mAREnG.
ETOMEVWG, CUVLOTATAL TO HEPOC TOU EPYNOTNPLOU TIOU amaLtel TV mapousia Toug va pnv
unepPaivel TIg 3 wpec. AUuTo pmopel va mapatabel pe ta dtaleippata mou npoBAEnovral va

vivovtat kaBe 45 Aerttd / 1 wpa. To StdAewupa poteivetal va eival mepinouv 15-20 Asmrd.

To €pyaoTrpLO CUVLOTATAL VA TIpayHaTomnotnBel To mpwi i vwplg To amoysupa.
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To Suquepo epyaotrplo Oa Slapkéoel 4 WPEC TNV KABE nuépa.

1" Huépa tou Epyactnpiou

Katd tn SLapKeLa TNG MPWTNG NUEPOC TOU €PYAOTNPLOU, Elval ONUAVTIKO VO EVILEPWVOULE
TOUG CUMMETEXOVTEG yia TNV Nontikn Avamnpia, va cupnepAdfoupe ta atopa pe N.Y. oTig
S5paOTNPLOTNTEG KAL VOL CUV-ONLOUPYCOULE LEEEC KOL TIPWTOTUTIA TIAUXVISLWY Qv glval

Suvatov.

Eyvpadig

Awdpkela: 10’ Asmta
JuppEeTEXOVTEG: OAot

Xwpog - e€omAlopog: Mivakag mAnpodoplwv otnv €lcodo Tou xwpou

OL 81opyavwTeg 1 /kat ol eEBeNoVTEC Ba TTPETEL VO TTOPEXOUV OTOUCG CUUUETEXOVTEC TO GUAAASLO
mAnpodoplwv (Mapdptnua 1) kot va Stacdpalicouv OTL €xouv Tn ouyKOTABEor TOUG va
CUMETAOXOUV OE QUTO TO €PyAOTHPLO. Oa TIPEMEL EMIONG VO EYYPAYOUV TOUC CUMUETEXOVTEG
KoL va cUAMEEOUV Snpoypadikd otolxeia Twv cuppetexoviwy (Mapdptnua lll). TEAog, Ba mpénel

va SWOoOoULV HLa KAPTO LE EVOL CUYKEKPLUEVO XPWHA O KABE CUMUETEXOVTA avAAoya HE TNV

katnyopia-poAo tou/tng (eBelovtric, dppovtioticg, oxedlaothc Kat dtopa pe N.Y.) kal to dvoud

Tou/tNng o€ AUTO.

Mpoteivetal va undpyouv 1-2 €Bshoviég otnv €l0060 TOU XWPOU yLlA VA EVNUEPWVOUV TOUG
CUMETEXOVTEG TIOU €PXOVTaL apyoTEPA KAl VO CUAAEYOUV OO AUTOUC To SeSOMEVA KAl TLG

OUYKaTOOE0ELG TOUG.
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2. Elcaywyki paotnplotnta

Awdpketa: 30 Aemtta
JuppeTéxovteg: Olot, ouviotatol ta atopa pe N.Y. va €épBouv apyotepa av gival Suvatov

Xwpog - e€onmAlopnog: MpoPoléag (mpotléktopag), dopnToG UTTIOAOYLOTAG, UKPODWVO Kal

KOPEKAEG O0g B€on e To MPOowWTo otnv 086vn

Ol emayyeApatieg mou acxoAouvtal pe atopa pe N.Y. ard tov opyaviopud Ba ekvicouv
TaPoUCLAToOVTOC TOUG OTOXOUG TOU EpyacTtnpiou, Ta BEpata Kal To MEPLEXOUEVO Kal Ba

TapEXOUV £va UTORABPO yLa TNV avantuén auTrg tng LOEag.

Ou 16101, kaBwg kat ldikol tou Ba €xouv mpookAnBei, Ba mapoucidcouy emniong Baotkég

mAnpodopleg yia:

-To Tt elvat n Nontikn Avamnpia

-To moleg €lval oL LKAVOTNTEG KAl OL OVAYKEG TwV ATOMWV He N.Y. Kol Twv GPOoVILOTWY TOUG
-TIg KAAUTEPEC OTPATNYLKEG KOL CUUBOUAEG YL TO TTWE VA ETLKOLWVWVOUV HE Ta dtopa pe N.Y.
-To nwg va avantuéouyv matyvidla mou otoxevouyv ota atopo phe N.Y. kal mopadeiypata

YoBapwv Mayvidiwv kal pactnplotTwy mou wdeholyv Ta dtopa pe N.Y.

Aedopévou OTL oL EBEAOVTEG KoL OL OXESLAOTEG TIAUXVLOLWY UTMOPEL va unv €xouv mpdTepn
eumnelpla otnv aAAnAenidpacn pe atopa pe N.Y., elval onUavTkO QUTH N ELOAYWYLKT cuvedpla
V0oL TOUG KOBodNYNOEL yLa TO TIWG VA TIPOOEYYLoOUV Ta ATtopa pe N.Y. KAl Twg Vo XELPLOTOUV

OUYKEKPLUEVEG KOTAOTAOELG.

3. AldAsppa
Aldpkela: 5 Aemta

To SLAAslppa eival amapaltnTo ylo Eekoupaon Kabwg emiong KoL yLo TV ovapopdwon Twy

B£oewv oto Xwpo.
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4. IXNUATIOUOG ULKTWV ORAS WV
Alapkelo: 5’ Aemtd
Juppetéyovteg: Olot

Xwpog - e€omAopoOG: KapékAeg yUpw amo otpoyyuld tpamelia

Onwc npoavadepOnke, katd tn Stadkaoia eyypadrc oL CUMHUETEXOVTEC TTALPVOUV LA KAPTO UE
TO OVOUG TOUG KL £V CUYKEKPLUEVO XpWHA avaAoya e To polo toug (eBelovtng, ppovilotng,
oxeblootng kot atopa pe N.Y.). Autd ival xpriowo yia t Snuloupyic cWoTAC IKTAC opddag
oupnepAappdvovtog dtopo omd OAeC TG SLadOpPETIKEG KOTNYyopleg ouppetexoviwy. O
Slopyavwteg / eBehoviéc Sivouv CUMPBOUAEC OTOUG OUMMETEXOVTEG YO TNV KOTAAANAN
Snuloupylat TWV HIKTWV OMASWVYV Kol WG TOAG dtopa kaBe kotnyoplag mpeEmel va
OUMUETEXOUV Ot pla opdda. Onwe eEnynbnke vwpitepa oe kdBe opdda, cuppetéyouv 2-3

atopo pe N.Y., 2-3 dpovtiotég, 3-6 Behovtég, 1-2 oxedlaotég mayvidiwy, 1-3 enayyeApartisg.

5. Z0véeon otig opadeg/AicOnua opadIkoTNTOG 0TI OUASEG
Awapkelo: 10 Asmta

Juppetéyovteg: Olot

O apxnyoc tnc opadag (oxedlaotng mayviduwv) Oa mpénel va {NTACEL AMO TOUC CUUUETEXOVTEG

NG OMASAG TOU VO HOLPAOTOUV Kot Vo ACOUV Yla TLG OVAYKEG TOUG, TA TLoXViSLa TTou Toug
apéoouv va nailouv Kot to evilap£povtd Toug. AUTOC /auTH UMopEL va kpathoel TAnpodopieg
mou Ba pmopoucav vo BonBrcouv otn Snuioupyia maviSlWV apydtepa Kol £miong va
XPNOLUOTIOLNOEL EVOELIKTIKA TIG EPWTNOELS amo to MAPAPTHMA IV. Ot emayyeApatieg pmopolv

eniong va BonBroouv o autd to otddlo dteukoAuvovtag ta atopa pe N.Y..
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6. Opadik SpaoctnpLloTnTA ALY VLISLOU
Awdpkela: 30 Aemtd
Juppetéxovrec: Ohot

O oxeblaotig mayvidiwy / apxnyoc opadog emléyel anod undpyovta mayvidia va maiouv ta
MEAN TNG OpAdag TOU XWPLOUEVOL 0 OUABEG 1) OAoL pall. MpEmel va e€nyroeL TOUC KOVOVEG TwV
TAUXVIOLWY, EQV OL CUMUETEXOVTEG Sev TOUG yvwpilouv, Kal ol emayyeAuatiec Ba mpémel va
SteukoAUvouv tnv aMnAemnidpaon pe ta dtopa pe N.Y. Eival moAU onuavtiko ylo OAa to HéAn
™G opddag vo CUMMETEXOUV otn Sladikacio cuv-Snuiloupylag yla va ToPATNPOOUY TIG
Se€lOTNTEC KAl TIG LKOVOTNTEG TWV atopwv e N.Y., va pwtroouv Toug ¢POovVILoTEG Kal
ETIAYYEALOTIEG OXETIKA LE TLG TIPOKANOELG TIOU OVTLLETWITI{OUV KAl VA KATAVONCOUV HECW TNG
TIPOCWTILKAG TOUG EUMELpiag TG TpodlaypadEg ou TPEMEL va £xouv Ta matyvidia. Elval emiong
TIOAU ONUOVTIKO VOl evioXUooupe ta atopa pe N.Y. va maifouv pall pe toug eBeAOVTEG Kal TOUG
dpovtlotég. MikpOTEpeG OMAdeg péoa otnv opdda pmopesl va SnuloupynBolv, wote va
SleukoAUvouv tv aAAnAemiSpaon PETALY TwV CUMUETEXOVTWY. EmutA£ov, elval amodekto yla
KATIOLO XPOVIKO SLACTNHA, HEPLKOL CUUUETEXOVTEG va PEIVOUV  EKTOG TTALXVLSLOU KOl OMAWG

mapaTnpoUV ToUC UTIOAOLTOUG.

7. AldAsyppa
Awdpketa: 15 Aemta

Koatd t Stdpkela | LETA TO SLAAELUUQ, Ta Atopa Me N.Y. Kol oL pPOVILOTEG TOUG UMOPOUV va
anoxwpioouv. OL UTOAOLTOL CUUUETEXOVTEG Ba £xouv CUAAEEEL OAeG TIG Baoikég MAnpodopleg
OXETLKA ME TIG OVAYKEG Kal Ta evOLAPEPOVIA TOUG, WOTE va SNILOUPYNOOUV VEEG LOEEG Yyl
malxvidla. Kat ot U0 opddeg, aAAG €lSIKA oL PPOVTLOTEG KAAOUVTAL VO LELVOUV TTEPLOCOTEPO
€av 1o emBupolV, £T0L WOTE VO CUUUETEXOUV TIEPLOCOTEPO OTN Onpoupyila Wewv Twv

TLALLXVLOLWV.
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8. Juv-8novpyia LEewv yLa rayvidio
Awapkela: 2,5-3 wpeg

JUMUETEXOVTEG: 2XESLAOTEC TALXVIOLWY, emayyeApatieg, eBehovteg (av B€Aouv oL GpoVTLOTEG Kol

to atopa pe N.Y. pmopouv va peivouv Kot va cuveladEpouy)

0O oxedlaotAg mavisLwv- apxnyog tg opadag- evBoppUVeL Ta dtopa vo. okedtoUv T BAoLKA
Bfpata kot tov TUMo matxvisiol mou B€Aouv va Snuloupyrnoouv. Alvel UEPLKEC LOEEC yla
Sladopetikolg TUTOUG aXVISLWY Kot TiBavoUls LNXaviopouc e Bdon tnv gumelpia tov /tng.
‘OMOL OL CUMLUETEXOVTEG TIPETIEL VO £X0UV KATA VOU OTL OTO TEAOC TNG NUEPAC TIPETIEL VAL UTIAPXEL
TouAdylotov pla 16ga evog Tayvidlol kat Oa mpemnel va mpoomnadrjcouv va oxebidoouv /

avamntuéouv pLa éa / TPWTOTUTIO EVTOC TOU TIEPLOPLOUEVOU XPOVOU TNG ekGNAwaoNC.

H opada mpémnel vo SokLpdoel L&Eeg mou dnpLoupyndnkav pUe armAd UALKA Kal va anodaciost
mota 6éa mayvidlov Ba avarmtuxBel amd tnv opdda Toug w¢ MPwToTUTo. Elval onpovTiko ot
enayyelpatiec va mpoodEpouv CUUPOUAEG OTOUG OXESLOOTEG TALYVISLWV OXETIKA HE TLC
LKAVOTNTEC TWV OTOPWV Ue N.Y., TG aVAYKEG TOUG KaL TIC 5pactnplOTNTEG Mou cuBAA oLV oTn
BeAtiwon twv deflotitwy touc. Etol, ta mpwrtdtuna movidla va pnv mpoodEépouv POVo

Slookédaon, aAAd mpaypoTkd va BonBouv ta atopa pe N.Y. Kal va BEATLWVOUV TV ToLOTNTA

{wng Toug.

Mrmopel va elval XpAowo ylo ekeivoug va SouAépouv oto TpOTUTIO Eyypado Tou
MNapaptipatog V. M’ autdv tov Tpomo Ba £xouv KaAlTepn EEa yLa TV OPASA TwV OTOMWY UE

N.Y., Toug oTOX0UC KaL TG BacLkég MAnpodopieg miow amod to matyvist.

Y10 T€AOG TOU epyoaotnpiou, kKaBe oudda Ba mpemel va £XeL OAOKANPWOEL TN CUUTANPWOHN TOU

£yypAdoU , WOTE va UmopouV va. cuAAeXBoUV Ao Toug SLopYyaVWTEC.
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2" Mépa tou Epyaotnpiou

Kata tn Sidpkela tng SeUtepng NUEPAG TOU gpyaotnpiou ta atopa pe N.Y. Ba €xouv tnv
gukalpia va SokLdoouy TiG oEeC / mpwtdtuma Tou mayvidiol ou £xouv SnuoupynBel kat
Ba Sdwoouv dpeca oxoAla yU oautd. Katd tn Slapkela TG SOKIUNG Twv Ttouxvidlwyv Oev
UTIAPXOUV CUYKEKPLUEVEG UIKTEC OpAdec. Ta atopa pe N.Y. Kal ol $ppovILoTEG KaAoUvTal va
Soklpudoouv oAa ta matyvidia. Kabe opdada mou €xel oxedLACEL €va TPWTOTUTIO TOXVLISLOU
oTNVEL To TakvibL kat ta atopa pe N.Y. kaBovtal yUpw amd ta Tpamelia Kal mailouv Ta
mavidlo. Koata tn Sapkela g Soklng tou mavidlol O6ev UTAPXEL OUYKEKPLUEVO

XPOVOSLAYPAULO TIOU OL CUMHUETEXOVTEG TPETEL VA akoAouBricouv padi.

1. Eyypadn

Awdpketa: 10 Aemta

Onwc g€nyndnke ylo TV mpwtn pépa, Ba NTav KaAo va umapxeL otV £l0060 Tou Xwpou éva
TPAMEl yLa TG eyypadEG. Tnv Seltepn Hépa evOEXETAL va U AVIOTOUV VEOL CUHUETEXOVTEG KOl

OAec oL SLadLkaoieg mpémet va akohouBnBouv 6mwe TNV 1n nuépa Tou epyactnpiou.

2. Zuvavtnon SOKLUAG TTaLXVLISLwV

Awdpkela: 60 Aemtda

JuppEeTEXOVTEG: OAoL

H cuvavtnon dokuung mephapfBdvel Vo evépyelec:

EEnywvtog Toug Kavoveg KABe mpwtotunou/véou mauxvidlol (riepimou 5 Aemtd yia kabe

TaXvioL)

Ta dtopa pe N.Y. CUMMETEXOUV OTO «Taifte ta véa matyvidia». OL apynyol Twv opAdwv-
oxeblaotég mauyvidlwy 1 ot €Bghovtég- Slvouv cupPoudég yla tn Stadikacio kol g§nyouv
AEMTOUEPWG TOUC KavOveg KaBe matyvidlou. Elvat onuavtiko ta dtopa pe N.Y. va naiouv 6Aa
ta mouyvidlia mou SnuioupynBnkav amo T opddeg, KoBw¢ eival MOAU ONUAVIIKO va

OUYKEVTPWOOUV 0N Tl OXOALA TOUG OXETIKA HE Ta TTOLXVIOLAL.
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Naifovtag ta véa rawyvidia (10-20 Aerttd avaAoya Le To TtaLyvidt)

OL ouppuetéyovteg os kaBe opdda apyilouv va mailouv ta véa mawvidla. Ol oXeSLOOTEG
mavidLwy/ apxnyoi opddwv mpenel va mpowdricouv tov SLdAoyo, TV evepyd GUUUETOXN KoL
Va KLVNTOTIOLO0OUV TOUC CUMUETEXOVTEG. OL oxeblooTég ayvidlwy / apxnyol tng opadog, énwe
EMLONG KAl Ol EMAYYEAUATIEG TTOPATNPOUV KOl KPATOUV ONUEWWOELG yLa TNV aAAnAemidpaon twv
otopwv pe N.Y. pe ta mayvidla kal toug e0shovtég. EmumAéov, cUAAEYOUV SNULOUPYLKEG LOEEG
TIOU TPOKUTITOUV amd TIC TIOPATNPNOEL, TOUC N TG TPOTACELC TWV TOLKTWV. AUTEC oL
miAnpodopieg Ba xpnotpomnotnBouv yia tn BEATIWON TOU GXESLOOUOU, TOU TIEPLEXOUEVOU KAl TWV
KOVOVWV TWV ToVISLWV otn ouvéxela tng Sadikaoiag. Ou oxeSLaoTEC mMAVISLWY Kal oL
enmayyeApatiec pmopolV vo XPNOLUOTIOIOOUV TO EVOELKTIKO EPWTNHATOAOYIO Ond TO

MAPAPTHMA IV yla va kataypaouv auTéG TG TANPodopieg.

MNa ta atopa pe N.Y. evBappuvoupe tn Snuioupyio eVOAAOCCOUEVWY ORASWY UE KUKALKO

TPOMO, Wote va maiouv OAa Ta matyvidia kat va AndBouv oxoALa and 6Aoug Touc.
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3. AldAepupa

Aldpkela: 30 Aemtd

4. Avatpododotnon
Awapkela: 20 Asmtd

Juppetexovieg: Olot

Katd t™ &idpkela autng tng Stodlkaolog, Ol CUHUETEXOVTIEC TPOKELTOL VA HOLPACTOUV
T(POTACELG KOl EVTUTIWOELG HETAEY TouC. OL emayyeApatieg oxedlootég mayvidiwy ) e0sAovteg
Ba mpénel va kavouv ota atopa pe N.Y. Kol 0TouG PPOVTLOTEG TOUG LEPLKEG EPWTIOELG OXETLKA
HE TNV gUMELpla TOUG amo autd Ta malxvidia mou énatfav (Mapaptnua IV). Ou apxnyol tng
opadag evBappUVoUV TOUC CUUUETEXOVTEC VO SWOOUV avatpododotnon CXETIKA LE QUTH TOUG
TV gpmelpia, Kabwg kat va culntroouv Petafl Toug oL opadeg Ta odpEAN Kal TLG SUCKOALEC ToU

KABe mayvidlou.

5. Zx0Ala ko avatpododotnon yla To EpyactipLo
Awapkelo: 20 Asmta
Juppetéxovteg: Olot

OL SLopyavwTeg Ba MapEXOUV OTOUC CUUUETEXOVTEG TOU EPYAOTNPLOU VA EPWTNUATOAOYLO YL

va AdPouv avatpododotnon kat va ouMéfouv mAnpodople¢ OXeETIKA He TO Pabuo

kavoroinong touc. Ta atopa pe N.Y. Kot oL $POVTIOTEG TOUG TIPETEL VAL CUMITANPWOOUV €va
EPWTNUATOAOYIO OXETIKA HE TNV EUMELPIA TOUG OTO €pyaotiplo, Ta OdEAN KOl TOUG
TEPLOPLOMOUC aUTAG tnN¢ Stadikaciog. AUTEG ol TAnpodopieg elval MOAUTIUES Yl TN BeAtiwon
HeEAOVTIKWY epyaotnplwv. EmumAéov, éva GAAO egpwtnuatoAoylo Ba cupmAnpwBdel amo
enayyeApatiec, oxedlaoteg mayvidiwy Kot e0ghovtég yio va AndBoulv oxoAla OXETIKA UE TNV

eumnelpia toug (Napaptnua V).
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Huepriowa Suatagn kat uAonoinon tng 1" pépag tou epyaoctnpiov

To nuepriolo epyactriplo €xel Sldpkela 8 wpwv. Elval mo oupmayég alla €xel pia
ouyKkekplpévn Suokolia kaBwg ta dtopa pe N.Y. kol ol ¢ppovilotég toug Ba mpémel va
npooéNBouv SUo dopég oe pia pépa i va mopapeivouv kaB’ OAn tn SLApKeLd TNG NUEPAS
WOTE VO CUMUETAOYOUV oTnv cuvedpla matyvidiol Kal otnv ¢acn omou Ba mapgxouv
avatpododotnon Katd tn SoKiun mayvidlol. ITNV TPOYHATIKOTNTA N nuepnota didtatn

TIOPOLUEVEL N (SLa AAAG €lval CUUTIUKVWUEVN OE o NUEPOQL.

=

Evvpadn
Awdpkela 10 Aemtta

JUUHETEXOVTEG OAOL

2. Ewoaywyikr opadikn dpaoctnpotnta
Awdpkela 30 Aemta
JUMMETEXOVTEG OAOL, OUVIOTATOL OL CUUUETEXOVIEC €KTOC TWV QATOUWY ME VONTLKA

UOoTEPNON va IPOCEABOUV apyoTEPA EAV QUTO gival Suvatov.

3. AdAsppa

Aldpkela 5 Aemta

4. Aopr TWV HIKTWV ORAdwv
Awdpkela 5 Aemtd

Juppetéxovteg OAot

5. Anuwoupyia alcOnUaTog opadikoTnTog LEGA 0TV ORASa
Awdpkela 10 Aemta

Juppetéxovteg OAot

6. Opadikn dpactnpLotnTa NaLXVISLoU
Awdpkela 30 Aemta

Juppetéxovteg OAot
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7. AldAswpa

Awdpkela 20 Aemta

8. Zuv-dnuloupyia Ldewv yla nayvidia
Awdpkelo 2,5 — 3 wpeg
JUMHETEXOVTEG OXESLOOTEG TTaXVIOLWY, emayyehpatieg, e0sAovtég (€Gv oL PpPOVTLOTEC
KOL TO ATOPO HE VONTIKA voTéPnon To emBupolv PImopouv Vo TTOPAREIVOUV Kal va

OUMUETAOXOUV)

9. AlGAsppa

Awdpkelo 30 Asmtd

10. Opadiky SpaoctnELOTNTA SOKLUAG TTOLXVLISLWV
Alapkelo 60 Asmtd

Juppetéyovreg Olot

11. AldAsippa

Awdpkela 20 Aemta
12. Avatpododotnon
Awdpkela 20 Aemtd

Juppetéxovreg OAot

13. Avatpododotnon tou epyactnpiou

Awapkelo 10 Asmta

Juppetéyovreg OMot

ot. YAka kait epyaldeia yia to epyaotriplo (workshop)

Katd tn SldpKela tng §paotnplotnTag motyvislol oTo EpYaOTrPLO OL OXESLAOTEG TlaXVLSLWY, OL
omoiol €xouv Tov POAO TWV apxNywv TtnNg opadoc, Umopouv va oUUBOUAsUTOUV  TOUC
eMayyeAQatiec pe okomo va €TAEEOUV T KATAAANAQ Ttaxvidla yla To €KAOCTOTE €minedo
vontkng avamnploag. Kamowa mapadeiypata mayvidiwy eivat: to UNO, junk art, Monopoly,

UTAAEG, LOPLOVETEG, Jenga, NAEKTPOVLKA TtaXvidla yla dtopa e vonTIKA avarmnpia, K.a.
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Katd tn dudpkela tng Spaotnplotntog cuv-onuLoupylag maxvidiwy ol Slopyavwtég Ba mpemel

va €xouv SlaBéolpa ylo Toug ouppetexovteg Stadopa UALKA. Mpotelvetal n kdtwOL Alota
UALKWV N oTtolal ETMITPETEL OTOUG CUMUETEXOVTEG VO KALVOTOHOUV Kol Vo SnLoupyoUV VEEC LEEEC
mavidlwy. MNpoteivoupe otoug SLOPYAVWTEG TOU €pyaoTnplou ouv-dnuloupyiag va €xouv Ta

UALKA SL0BE0La VL0 TOUG OUPUETEXOVTEC WOTE VO TA XPNOLUOTIOloUV eAsVBepa:

Alota VALKWV yla owpatikd nayvidia kat phygital: {dpla, kapteg, mOVIO, ASUKA XapTovla,
UOAUBLa, OTUAO, papkadopoug, UIAAEC adpoU, KOUBEPTOUAEC, XPWUATLOTA XOPTLA, KOAAEC A4,
xapti pe onuadia yia koyipo, kOAAeg, yolo, QoAidia, kUBoOUG, QAUTOKOAANTA XOPTAKLOL
ONUELWOEWY, HEYAAQ YOPTLA MOPOUCIOONG, UMAAEC, XPWHOTIOTA XOPTOVLA, MOAOKO XOpTOVL

YLlOL KATOLOKEVEG, EKTUTTWHEVEG ELKOVEC, pwToypadiec, pmalovia.

Aiota UAKwv ya Pndraka ratyvidia: vmoloylotég (desktops, laptops, tablets) cuvéeon oto

Slabiktuo (ethernet/wifi) kat kaAwbia.
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A. To moyvidi Tou gpyactnpiov ocuv-nuoupyiog Kot n Stddoch Tov.

H Staddoon pmopel va emikevipwBel oe Stdpopeg opAdeg TOTIKES, TiEPLDEPELAKES, EOVIKEC

KOl EVPWTTAKOU EMLITESOU:

Atopa pe N.Y.

Ekmaldeutég atopwv He N.Y., emnayyeApotie¢ uyeslag kal ouvadelg
enayyeApatieg ol omoiol ansuBbuvovtal o atopa pe N.Y.

POVTLOTEC KOl ATOO TNC OLKOYEVELOC ATOHWY HE N.Y.

OXEOL00TEG TTAUXVLIELWVY KOl KOTOLOKEUQLOTEC

dottntéc mavenotnuiwy kal eBeAovteg

ATOMO TWV TOTUKWY KOWVOTATWY

opyaviopot kat MKO mou untootnpilouv atopa pe N.Y.

LVOTLTOUTO, TIAVETILOTAMLO Kal Snuooleg apxEg ol omolol evdladépovtal
oTNV eKMaldevon XwpPIg amokAELGUOUC KAl OTNV EVOWHATWON TWV ATOUWY
Le avamnplia

WOLWTIKA Kol Snuoclo MPOoWNa, TO Omola TAPEXOUV UTIOCTAPLEN Kol
dpovtida oc OLKOYEVELEG KL O PPOVILOTEG ATOUWV LLE QVATINPLEG.
EKTIALOEVUTIKEG QPXEC OE TOTUKO, TEPLDEPELAKO, EBVIKO Kal SleBvEC emimedo.

oupnePAAUPAVOUEVOU KaL XWPWV €KTOC TNG E.E.

H 61adoon umnopel va npayuatonolnBei péow

LoTOoEA IS WV OpYaVIoUWV

oeAibwV KOWWVIKNAE SIKTUWONC OPYAVIOUWY

duAadiwv

apBpwv TUMOU

OUVEVTELEEWVY /aVaKOLWVWOEWVY o€ TomikoUg padlodwvikols otaduolg Kat
O£ TNAEOTTIKA KovaALa

TOAUBEPATIKWY EKONAWOEWY Ol OToieg €xouv opyavwBel oe ouvepyaoia

pe mavernotula, MKO, oxoAeia, votttoUta Kat Iépupata
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V. ZKOTMOG, avAyKeG Kal mpodlaypadic twv ZoBfapwv Matyviduwy, Ta onoia EMKEVIpWVOVTOL

oTNV EKTAdgUOoN KoL 6TV £VTaEn TWV ATOUWVY LE VONTLKA UGTEPNON
A. ZTOXOL KOl AVAYKEG TWV ZoBapwv MoyviSLwy yLa Ta ATORO JE VONTLKR UOTEPNON

Ta mauyvidla ta omola Ba dnuovpynBoulv ota epyactiplo Ba MPEMEL va AmavtoUV OTIG
OVAYKEC TWV aTOHWV HE VONTKA uotépnon. Updwvo HPE TA  AMOTEAECUATA  TOU
gpwtnuatoloylou, ta odEéAn Ba TPEMEL va KAAUTITOUV TOUC YVWOTLKOUG, KOLVWVIKOUG,

cuvaloOnuaTkoUg KoL KIVATIKOUG TOUELC.

H vontiky votépnon ocupmnepthapBavel eMeippata o€ avtAnmoikoUC, KOWWwVIKOUG Kol
TIPAKTLKOUC Topelc. Qotooo, N TpooapUOoTIK Asttoupywkotnta  Kabopilel to eminedo
UTIOOTAPLENG TIOU XPELAETOL TO €KAOTOTE ATOMO HE VONTIKN UOTEPNON KOl TIOPOKATW
napouctalovpe ta odpEéAn Twv SladopeTikwy Talxvidiwy Aappdavovtog umoPly autoug Toug

Topelc.

e  AVTIANMTIKOG TOMEQG - avadEPETOL OTNV YAWOOoA KoL OTNV yvwon tng ypadng, Twv
XPNHATWY, TOU XPOVOU, TWV apLOUWY KAL TOU OLUTOTIPOCAVATOALCUOU Kal TepAapBavel
TNV IKavOTNTA PVAUNG, YAwooag, Sltafdopatog, ypadng, Labnpatikr okePn, amoktnon
TIPOKTLIKWY YVWOEWV, €MAUONG TPOPANUATWY KAl KPLONG O€ VEEG KATOOTACELG METALD
AAAWV.

o  KOWwvVIKOG TOpENG — avodEPETOL OTIC SLATPOCWITLKEG LKAVOTNTEG, OTNV KOWWVLKA
umeuBuvdTtnTa, OTNV QUTOEKTiHNOn, otnv eumiotia, otnv adéAsla, otnv emiluon
KOLWVWVLKWV TIPOPBANUATWY, OTNV LKOVOTNTA Vo akOAOUBEL 1] va UTIOKOUEL OTOUG KAVOVEG
Kol oTo va anodelyel va Bupatomnoleital kot va meptlapfavel tTnv seualtcdntomnoinon
TWV OKEYPEWY, TWV CUVALCONUATWY KAl TwV EUMEPLWY Twv AAwv, gvouvaiobnon,
OLOTPOCWTIKEG  ETUKOLWVWVLAKEG  LKOVOTNTEG, LKOVOTNTA PIAKWV  OXECEWV, KOl
KOWWVLKWV Kplogwv LETALU AAAWV.

e [IpaKTIKOG TOMENG — avOdEPETOL OTNV MPOCWTTKY ¢povtida, oTIC LKAVOTNTEG ToU
oxetilovtal pe TNV epyacia, otnv uyeila, ota tafidia kal otnv petadopd, oTo
TPOYyPOappQ, otnv acddAela, otnv Slaxeipon Twv XPNUATWY, otV XPHon Ttou
tnAedwvou, Kal mep\apPdvel TNV eknaideuon kol TNV ouTodlaxeiplon katd Tn
SldpKkeld TwWV Kataotacewv {wng, meplAapfavel tnv Tpoowrniky ¢poviida, TNV
gpyoolakn umeuBuvotnta, TNV OSlaxelplon Twv XpnuAtwy, TNV avauyxn, TNV
autodlaxeiplon tNg oupmepldpopdc, Kot HETAEU AAMWV TNV CXOALKN KOl €pyoolakn

0pPYyAVWGN TWV UTIOXPEWOEWV.
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Ol Beers & Wehman (1985) £xouv SladopormoLr|oel TECOEPLE KATNYOPLEC TTALXVIOLWY OL OToiEC
glval YVWOTIKA Kol KOWWVLKG ONUOVTLIKEG YLOL ATOUA LE avOrnpieg — To e€pPEUVNTLKO TtaLXVidL,

TO QLVLYLOTLKO TTaLyVidL, To KOWwVIKO mayvidt, kot to Sounpévo matyvidt pe Kavoveg.

'O\ ta mayvidia propolv va mpoodEpouv 0bEAN O MEPLOCOTEPOUG ATIO EVAV TOUEQ.

Mo CUYKEKPLUEVA

e ¢uowkn aywyn - Tta mavidla pmopolv va toug mpoodEépouv KaAUTepn GUOLKN Kal
YUK KOTAoTAOoN KAl TNV eukatpia va BeATiwoouv cuvnBeleg wdEALUEG yLla TV uvysia
ToUugG.

e gpyoBepaneia — ta MALXVIOLA EVIOXUOUV TNV ETLKOWVWVIO KAL TIC YVWOTLKEG LKAVOTNTEG
TIOU TIPETIEL VAL XPNOLLOTIO| 00UV OTNV KABNUEPLVOTNTA TOUG.

e  5paoTNPLOTNTEG KO TLOUXVISL OTLG OMASEG — OTTWC Ta eMLTpaAmElla malXvidlo PUe KAPTEG
HE TO Talploopa XPWHATWY KOl CXNMATWY, OMAQ matyvidlo oTpatnyLkng, mavtouipa,
X0pOG, Tou TPoodEPOouV oTa ATOPO MPE VONTIKA uotépnon tnv Suvatotnta va
OUVEPYQOTOUV HE TOUC GAAOUG KOl va ovamtufouV ETUKOLWVWVIOKEG KOL YVWOTLKEC
LKOVOTNTEC. 2€ OMASIKEG OUVESPIEG TOL ATOUA LE VONTLKH UCTEPNON TPEMEL VO AKOUV
TIPOOEKTIKA TIC €MIAOYEC Twv AMwv, va mpoomobolv va maipvouv PEpOG otnv
oulATtnon, va BupouVTaL TOUG KAVOVEG TOU TTaUXVLSLOU KAl VO TIEPLUEVOUV UTTOUOVETIKA
TNV O€1lpA TOUG.

o UYndaka noyvidia — ta cuyxpova Pnolakd moyvidia xapaktnpilovral and eVKOAES
T(POCOUOLWOELS KATAOTACEWY TOU TPAYHATIKOU KOGUOU Kol TNG Kabnuepvrng Lwng kat
umopoUlV va mpoodépouv evladépovia xpovo péow mAovolag aAAnAenidpaong Kot

LOOPPOTINUEVWVY UNXOVLIOUWY TIPOKANONG.

O KUPLOG OTOXOG TWV LOEWV Kal TwV TEAKWY Taxvidlwy mou Ba dnuloupynBoulv péow tou
npoypauparog «ID GAMES» elval va avtamokpivovtal o Baclkol¢ Touelg, ol omoiot
napouctalovtal otov 0KOAouBo TivoKa, OXETIKA HME TNV OVATTUEN OVTIANTITIKWY
KOWWVIKWY Kol TIPOKTIKWY SeflotAtwy kabwe Kat to meptBdAiov cupmepiAndng mou

propoUV va SnpLloupyrncouv.
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QVATTUEN YAWGGLKWY

EVVOLWV

SLOUPOCWTTLKEG SEELOTNTEG

5EELOTNTEG IPOCWTTLKIG

dpovridag

Katavonon ypodpKwy

Se€lottwv

aVATTTUén KOWWVIKAG

uneuBuvotntog

Se€16tnteC mou oxetilovral

LLE TNV gpyaoia

LKOVOTNTA KOTAVONGNG
EVVOLWV XProng XpPOvou-

XWpou

BeAtiwon auTo-eKTIUNONG

6e€LOTNTEC LETAKIVNONG KOl

taLdlou

Se€LotNTEC HETPNONG

peiwon sumiotiag

kavotnta xprong ppovtidag

vyeiag

LKavotnTa

OQUTOTPOCAVATOALGLOU

peiwon adélelag

LKOVOTNTA TIPOYPAULATIOHOU

Kol TTAQVOU

avamntuén Aettoupyio Lvnung

avotnta eniluong

KOLVWVLKWYV TipoBANUATWY

avamntuén aiobnong tng

aodalelag

Se€lotnTEC AVAyvWweong

Lkavotnta va. akoAouBouv

KOLWWVLKEG GUVNBELEG

LKOVOTNTAG XPrONG XPNUATWY

de€lotnteg ypadng

anoguyn Bupatonoinong

LkavoTnTa XPHong

tnAedpwvou

6€€L0TNTEG LABNUATIKAG

OUAAOYLOTLKNG

avamntuén evouvaiocdnong

kavotnta Stayxeiplong

eAelBepou xpovou

OOKTNON TIPAKTIKWY

SLOTPOCWTILKEG

Lkovotnta outodlaxeiplong

YVWOEWV ETUKOLVWVLAKEC LKAVOTNTEC Kata tn Stapketa g Lwng
6e€Lotnteg emiAuong LKavoTNTo GIAKWY CXECEWV LkovotnTa outodLlayeiplong
npoBAnUATWY NG CUUTEPLPOPAG

Se€16tnTeC Kplong oe véeg

KQTOLOTAOELG

LKAVOTNTA KOWVWVLKAG

a€LoAdynong

LKAVOTNTA OPYAVWONG
£PY0.OLWV OTO OXOAELO KoL

otnv epyooia
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B.Mapadeiypara kai rpodiaypa@ég Twv ZoBapwyv Maixvidiwy yia ta dropa pe N.Y.

Y& 0UTO TO onpeio mpoteivoups tnv akdAoudn Aiota pe malyvidla wg mopadeiypata oto T
nipotipolv va maifouv to dtopa pe N.Y. kol tautoxpova Tt Sieyeipel tig §€0TNTEC TOUG, TO

01oONTNPLAKO TOUG CUOTNHA, OTIWE KAL TLE YVWOTIKEG KL TLC KOWVWVIKEG LKOVOTNTEC TOUG.

e EAkuoTka Kal StaokeSaotika rayvidia, pnaleg, Jenga, Uno

e =ekdBapog otoxog Kal eUKoAa KatovonTto Tayvidia

o awvidla mou mpokaAoUv aloOntnplakn Siéyepon (udn, XpwWUA, NXO, TAXUTNTO KTA
maxvidla pe pwe, Pkpo Tpapmolivo, Saktulopumoylég, mhaoteAivn)

e [awvidla attiou Kol amoteAéoUATOC

e MNalA

o XoaAopwTtika malxvidla- mhaotelivn, undaAeg koosh, ateBntnplakd pafidpla

e awvidla ta omola Sieyeipouv TO OTOUA KOL TIC ALGONOELS TOU TIPOCWIIOU — UACWHEVA,
odupixtpec, duoalibeg

o  KaTOoOoKeUAOTIKA TTaLXVidLa — OTwWE TouBAAKLL

e [awvidla mou evioxUouv tnv enihAuon mpoPAnuatwy, tnv ANPn amodpdcswv Kot TNV
ormtikn enefepyaoia, Uno, aAla mawyvidia pe kdpteg, Dominos kot otaupoAefa

e [awvidla mepuételag otov H/Y

e Nauwvidla 6paong otov H/Y

e awvidla poAwv — KOUKAEG

e Evioxuon tg oxéong LETAEL TwV GPOVTIOTWY KAl TWV atopwyv pe N.Y.
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Katd tn Sdpkela tou epyaoctnpiou cuv-dnuioupyilag Ba ATav XProLUO VO TOVIOTOUV OTOUG
OUMUETEXOVTEC Kamola onuela kKAeWOLA Ta omoia Ba mpémel va AdBouv UTIOYLV OXETIKA PE Ta

véa matyvidia.

e Amlol kavoveg kot eUKOAOL va TOUC akKoAoUBooUV — OL KAVOVECG Tou Talyvidiol va
gival ebkoAa katovonTol Kot Popouv va toug BupnBouv pe sukoAia

e KoAn xpnon emppaPeuong oto téAog kABe emunmébou — Otav TeAewwvel and kabe
eninedo matyvidloL o maiktng Ba mpenel va Aappavel emiPpaBeuon

e JYUvtopol yupol motxvibio pe avatpododotnon — to eminedo tou malyvidiol — To
matyvidL dev Ba TpEmeL va sival peydAo Kol HakpOXpovo Kal oto TEAOG Ba TipEmeL va
umapxelL entBpaBeucn

o To ypadLotikd ox€dLlo Tou matyvidlou Ba mpémel va eival evoladEpov Kot EAKUOTLKO

e Eudlakplta ypadikd oxnuato Kot UALKG Bo PETEL va XphoLpomoloUvTal ota motyvidia

o Awadopetika enineda SuokoAiag, ta omoia Oa UMOpPoUV va TMPOCAPUOCTOUV OTOUG
TalKTEG.

e Na nailovral kupiwg oe opadeg — ta matyvidla v Ba evioxUouv TO ATOULKO Tatyvist,
Ba MpEMEeL va VIoYUOUV TOUG TTALKTEG VAL KAVOUV OUASEC WOTE VA UITOPOUV VoL Ttaléouv.

e EUKOAN SaBsoipdtnta Twy mayvidlwy — Ba mpénel va sival ebkolo va Bpeboulv

e Awdpkela matyvidlol — o cuvaptnon pe tov tumo tng N.Y. , Suvatdtnta cUYKEVTPWONG
TWV TALKTWY , TV LKOVOTNTA TOUG VA TTAPAUEIVOUV GUYKEVTPWHEVOL, UIMopEl va €xeL
peyAaAeg mopaAAayeg ondte Ba mpémel va gival 6Aot ot TUmoL Tayvidlwy 1 mapaAlayn
Tou 8lou malxvidlol (oUVTOpO — HeyAio)

e AwadopeTikol Tpomol mou nailetal éva mayvidt Ba mpénel va mpoteivovtal oe KABe
matyvidL pe okomod va auvfavetal n SuvatoTNTA MPOCAPUOYNG TOU OTLC AVAYKEG TOU
atopou pe N.Y., 0Toug GPOVTIOTEG TOU, OTOUG eKTOLOEUTEG TWV aTOpwyY pe N.Y. Kal va

SleukoAUvEeTaL N XPAON TOUG

e Ta PUOIKA XOPAKTNPLOTIKA TWV TIALKTWY va yivovtal katavontd efapxng Kol va
TPOCAPUOLeTOL TO TaLXViSL OTIC PUOIKEG LKAVOTNTEC TOUG — KArmola dtopa pe N.Y.
propel va €xouv KWNTIKEG SUoKOAieg, SUOKOAIEG OUVTOVIOUOU, OKOUGTIKOUG N Kol
OTITIKOUC TIEPLOPLOOUG

e ‘Eudaon otov okomo tou KaBe matyvidiol. Oa mpénel va cupneplapPavel éva Bivteo
enibelng «how-to» yla kabe éva amnod ta emheypéva mayvibla kabwg autd Ba sival

£va xpnoLpo epyaleio mou Ba SteukoAUvel Thv Stadikaoia.
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O nivokag oto mapdptnua V pmopei va xpnolporotnBei wg odnyog kotd tn SLApKELa TG

kataypadnc xpriotuwy AnpodopLwV OXETIKA LE TO VEO tatyvist mou Ba dnuoupynosLs.

YMAPYOUV KATIOLEC CUYKEKPLUEVEG TIPOKAROELC 0TV Xpron Twv ZoBapwv MayviSlwy yla Gtopo

pe N.Y.
OL TTILO ONUOVTIKEC avaypddovTal 0Tto KATwoL mivaka.

e Ta dtopa pe N.Y. dev €xouv tnv KatdAAnAn texvoloyiky yvwon 1 / kot Sev givol
€€OLKELWMEVO UE AUTAV

e Ta dtopa pe N.Y. £XOUV YVWOTLKA KAl KLVNTIKA eAAelppaTa, Ta omolo KAVouv Tnv Xpron
Twv ZoPBapwv MNayvidlwy Mo cuvOeTH.

e Kamola uAika Bewpolvtal amayopeupéva SLOTL pumopet va pavouv emikivbuva Katd tn

Sapketa tng aAAnAsmibpaong pe Toug AAoug maikteg oto matyvidL.

AKOUOL UTIAPXOUV Kal Kamota GAAa €idn mayvibuwv ta omola pmopel va dnuwoupyrnoouy

TLPOKANOELG oTa dtopa e N.Y.

e [awvidla ta omoia mailovtol HEOw OUCKEUWV HE 080vn adng umopel va €xouv
amWONTKA YpaAPLKA, UIKPA YPALUOTA, VO XPNOLLOTIOLOUV AYVWOTEC 1] CUYKEKPLUEVEG
Aé€elg Suovonteg yla ta atopa pe N.Y. - va £xouv SUokoAeg odnyieg, ypriyopo pubuo,
va mapéxouv TOAMA epebiopata toutoXpova — va TPOUTOBETOUV GUYKEVIPWON,
MPOCOYXN O MAPATAVW omd €va onueio, koA Aemtr kivnon, omtiky ofutntoa,
LKOVOTNTO VO KOTAVOOUV TNV EPYACIA 08 GUVTOLO XPOVIKO SLaotnua.

e [awvidia onwg to Nintendo, To Wii 4 to Kinect (petokivnon kat mAonynon Tou
aleOntipa) anattolv ooppormia, cUVOETEC KVAOELS, yprRyopo pubud, esmibstlotnta
XEPLWV Ko KaAn 6paon. Ta atopa pe N.Y. unopel va SuokoAevovtal va Slatnpolv Thy
TPOCOoYI TOuG , va Toug daivetatl SUokoAn n epyoaocia, va SuckoAelovtal va KATavoouv
TI¢ 06nyiec Adyw eMetppatikol Ae€iloyiou.

e [awvidla ta omola mailovtal pe SladOPETIKA UAIKA OMWG HUIKPA QVTLIKELPHEVA KOl
KApPTEC, 0&NYleg Ue MOAU UIKPA YPAUUATA, KOUUATL TIAPOUOLWY XPWHATWY — OAd aUTd
elval SUokoAo va xpnotpomnotnBolv kabwg eival §Uokolo va mactolv , SUOKOAO va

StaBactouv ) va StadopomotnBolv kal SUGKOAO VoL T XELPLOTOUV.
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Edv to mteptBaAov émou ta dtopa pe N.Y. mailouv éxel moAl pacapia Oa Staomdrtal n Tpocoxr Toug,
Ba SuokoAelovtal va cuykevtpwBouv Kat eivol oAl mibavd va anoyonteutolv. Mia peyain opdda

lowg va Toug TpokaAéosl avoaodalela, ¢OBo, (OCwWC vo VIWOOUV OVAUMOPOL Kal avikavol va

arnoAaloouv TNV SpacTNPELOTATA KOL VA XPNOLUOTIOLGOUV TLG LKAVOTNTEG TOUG KATAANAQL.

ipad tablet tnAédpwvo | Mikpd VAKA Meploplopéveg | MoAAa Matyvidlo peyaing
Se€lotnteg epebioparta | Slapkelag
HVAKNG
0006vn adng Ixnuoata IpnyopoTeEPOG MeyaAeg
neplotpedopeva | puBPOG opadeg
Kivnong kat MeyaAeg AE€elg EAAewpn OopuBwdn | AéEelg mou TpEMEL va
mAonynong Ae€\oyiou nepBarlov | uloBetnBouv
alebntipa
AUOKOAEG AE€elg | Alatripnon MeyaAa AvTLPATIKEG EVTOAEG
TIPOCOXNG TPANEqa
Mapopola Omntka MoAAd epebiopata
Xpwpato npofBAruata
Awakormn Erudeflotnta Erudefiotnta
VpoPpLKWV XEPLOU
MéyeBog EAAewpn JUVOETEG KLVNOELG
YPOULOTOOELPAG | LooppoTtiog
Avtiotoixion YAIKQ TIOU TIPETEL val
KOMUOTLWV SladopomnoinBouv
AVTayWwVLOMOG
TomoBétnon
AUOKOAEG 06nyieg
Mn €ekaBapog oTtox0G
AUOKOAO HETPNUQ
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Ol OUMUETEXOVTEG TOU epyactnpiov ouv-Snuoupyiag kabwg Kol oL oXedLAOTEC
TALLXVLOLWY UITOPOUV Vol £XOUV KATIOLEG CUMPBOUAEG KOTA VOU KATA Tn SLApKELX TNG

OQVATITUENG LOEWV YL VEA TTALXVISLA, OXETLKA LLE TOL UALKA Ta oTtoia Ba XxpnoLUoToL)couV

Xpnowuormnoinoe peydha VAKA ypadng KaL oxApaTa

o XPWUOTLOTA KoL EAKUOTLKA UALKAL

e YAwkd eUKoAa oTn Xpron

e Euavdayvwota UALKG

e Xpron MepLOCOTEPWY ELKOVWY TIOPA AEEEWVY

e Xprion HeEYOAUTEPWY KAPTWY HE ALYOTEPEC AEMTOUEPELEG EMAVW TOUC

e Xprion amAwv popdwv — dpLyolpeg ta omoia eivat eUKoAo avayvwpiolpa and
Vv kabnuepvi Lwn

e [lpoodpupooce 1o eninedo SuokoAlag pe tnv xprnon Aé€ewv pe Ayotepa
ypaupota i mapouciaoce Alyotepeg pnepdepéveg AE€elg o matyvidia omou
QUTO €ival katdAAnAo.

e Katnyoplomoinon twv Aé€swv TIG OMoLeg amalteltal va BPOUV OL TTAUKTEG

e Katnyoplomoinon twv amavtioewv (my avilkeipeva €vbéuong) wote va
avayvwpilouv tig Aé€elg eukoAdTeEpQ

e Xpnoluomnoinoe dpAoelG/MPOTACELC OL OTOLEG Elval YVWPLUEG 0TOUG AANOUC
WOTE VO TOUG KLVNTOTIOLE(G

e XpNOLOMOiNoE MPOTIEKTOPA VLo TNV SLEUKOAUVON TNG OTTIKOTOINONG KoL TNV

evioyuon tng ouvepyatikng SOUAELAg

e Xpnoluomnoinos cuotnua emPpdBeucng WoTe oL MAIKTEG va yvwpilouv mote

amavtnoav pia epwtnon cwota
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VI. YAomnoinon nayvidiwv Ko a§loAdynorn Toug oTo EpyacTipLO

A. ZTOXOL TWV EPYAOTNPiWV cUV-SnpLoupyiag atyviSiLwy

OL etaipol TOu TPOYPAUMOTOG, OL omoiol mapéxouv UMnpeocie¢ oe atopa pe N.Y. Ba
0pPYOVWOOUV £va TIAOTIKO EpYOOTIPLO CUV-SNLOUPYLOC TTALXVIOLWY HE OKOTIO TNV aLoAdyNnoN
KOl TNV OPLOTIKOTIOLNON TwV MPOKANCEWV TNG Kavotopou pebodoloylag katd tn SLdpkeLla Tou
npoypaupatog ID GAMES.

Meta tnv uAomoinon twv epyaotnpiwv ol etaipol Ba Slaré€ouv 6 16£e¢ malyviSLWV Kal Ba Tig
avorttUEouV TIEPLOCOTEPO HE OKOTO VO  ETLOTPEPOUV TOW OTI OMASEC/KOWVOTNTEC TIOU
Snulolpynoav ta moxvidila Kal va UAOTIOL|GoUV EpyacTrpLla SOKLUAG TaxviSLwV Kal cuvedpieg
TaVoLwy. e autd to TUAMA Tou peBodoloyilkou odnyou Ba meplypdldoupe évav TPOMO
0pYyAvwong 00 TwV gpyooTnpiwv mayviSlwy 000 Kol ekelvwv dokiunc/aflohdynong twv

TLALLXVLOLWV.

Ol oto)0L TWV gpyaoctnpiwy Tayvidlwy eivat:

¢ Na aAAdfouv TNV OTACH TWV TOTIKWY KOWOTATWY amévavtl ota dtopa pe N.Y. kal va
EVIOXUOOUV TNV évtaén Toug

e Na emutpéPouv ota atopa pe N.Y. va atoBavBolv xprioLUoL Kal EMITUXNUEVOL HE TO
va Slvouv avatpododotnon ya ta matxvidia

¢ Na awcBavbouv ta dtopa pe N.Y. H€Ow TNG CUUMETOXNAG TOUG OTL( OMASEG OTL Sev
amnokAeiovtat

¢ Na SWoouV OTOUG EMAYYEAUATIEG KaL 0TOUC GPOVTLOTEG TtaLxvidla-epyaleia ta onola

arneuBUVOVTAL OTLG AVAYKEG TWV aTOHwVY Pe N.Y.
Ta kowotopa otolxela  twv gpyactnpiwv  avamtuéng kot SOKIUAG TayviSlwy Tou
npoypappatog «ID GAMES» eival:

e Aokiun maxvidlov/ mailpo mayvidlwy Baclopéva os IOEEC TTOU TPOEPXOVTAL OXL LOVO
artd Toug oxeSLAoTEC MALXVISLWV aAAd Ao TNV APESH EUTTAOKN TwWV ATOUWV pe N.Y,,
TWV GPOVTIOTWVY TOUC, TWV ETIAYYEALATLWV KAL TWV €BgAoOVIWY.
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e Apeon avatpododOtnon Kal TPOCOPUOYH TWV TALXVIOIWY OTIC OVAYKEG TWV
TEAIKWV XPNOTWV (T600 Twv atopwv pe N.Y., TwV eKMALSEUTWY TOUG, Kal TWV
EMAYYEALATIWV UYELOC.

e H gumloKnA G TOMLKAC KowotnTag pe dtopa pe N.Y. péow twv mayvidlwy, ta

orola £XoUV «SNUOUPYAOELY WC LOEEC.

B. OL CUMUETEXOVTEG TWV EPYAOTNPILWV TTALXVISLWV

Ol CUPUETEXOVTEG TWV €PYNOTNPLWY amoteAouvtal amd enayyeALaTie¢ mou Ba €xouv
polo Siapecolafntr, dtopa pe N.Y., dpoviiotég kot £Behoviéc. O aplBpog twv
CUMHETEXOVIWV OTO £pyaothpla Ba mpénel va Kupaivetal petafy 12-16 oatdpwv. Ou
OUMMETEXOVTEG Ba dnuloupynoouv mepimou 3-4 MIKTEG opadeg kol Ba maifouv ta
TaLXvidLla. ZUVICTWHEVOC apLOUOC TWV CUUUETEXOVTWY o KABe opudda — 1 atopo pe N.Y.,
1 dppovriotng, 1-2 eBeloviég. O enayyelpatiag Ba e€nyrosl Ta Prpata tou epyactnplou,

TOUG KaVOVEG Kal Ba SleUKOAUVEL 0AOKANPN TNV dLadikaoia.

Atopo pe N.Y. 1 Atopa e A [ UETPLA
N.Y., Katd  Tmpotiunon

veapol eviAikeg

DpovTLoTES 1 atumol GpovIIoTEG — HEAN

NG OlKoyEveLag Twv apN.Y.

EBelovteg 1-2 NéoL avBpwrol/ doltntég

OXETIKWV MeSlwv omoudwy

I. Aldpkela

KaBe epyaotrplo Oa mpémel va StopKel 2 WPEG

61

Methodological Guide of ID GAMES Me XS lp(ﬂOééll]Of] ano 1o

) « +)
CO-create assistive games for people with intellectual disability to enhance their inclusion TTDOYDGIJW = ErasmUS
Project Number: 2019-1-EL01-KA204-062517 1K Eupwnaiki Evwong



A. Mpoypappo Twv epyactnpiwv
1. Eyypadn
Awdpkela 10 Aemtd

Mplv EEKLVAOEL TO EPYAOTHPLO, OL emayyeAUaTiec Ba mMpéneL va mPounBelcouV TOUG GUUUETEXOVTEG
pe éva ¢pUuAo mAnpodoplwv (Mapdptnua 1) kot va e€acpalicouv OtL €xouv evnuepwuévn dopua
ouykatdBeong yla vo AdBouv UEPOG OTO epyactrplo. Qo Tpémel emiong va cuMéfouv ta
Snuoypadika otolxeia twv cuppetexoviwy (Mapdptnua Ill). H ekmoudeutiky Spactnplotnta dev

Ba Eekvnoel péxpl va cuAAeXBoUv auTd Ta oTolxEia.
2. Anpoupyia PIKTWV opada
Aldpkela 5 Aemtd

OL ebikol moatbaywyol/ emayyeApatiec uvysiac Oa  SNUOUPYAOOUV TIC MIKTEG OMASEC

CUUTMEPAAUBAVOUEVWY OAWV TWV KATNYOPLWVY TWV CUUUETEXOVTWV.
3. E§ynon Twv Kavovwv Tou TIPWTOoU Tatyvislol
Awdpkela 10 Aemta

Ol el8kot madaywyoli/ emayyeApotieg vyeiag Ba e€nyrjoouv TOUG KOVOVEC TOUC TtauyviSlol o€ Kabe

opada tavtdypova.

4. Naifovtag To MPWTO TTaLYVibL

Alapkela 25 Aemtd

KaBe opdada Ba mailel to mpwto mayvidt

5 AldAspupa

Alapkela 15 Aenta

6. E€lynon Twv Kavovwv Tou SEUTEPOU MaLXVLSLou
Awdpkela 10 Aemta

O eldikol matbaywyol /emayyehpatieg vysiog Oa e€nynoouv pe AEMTOUEPELD TOUG KOVOVEG TOU

SelTepou Mayvidlou TV 8La wpa o€ OAEC TLG OPLASES
7. Nai§o tou dgutepou matyvidiov (25 Asntd)

KaBe opada mailel to SgUtepo maLyvidt
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8. Avatpododotnon
Awapkelo 10 Aemta

OL emayyeApotieg Ba mapéxouv epwTnUATOAOYLO avaTpodoSATNONG YLa TO EPYACTHPLO KAl YLa TO
KABe mayvidl. OL CUPUETEXOVTEC TOU gpyaotnpiou (atopa pe N.Y., ppovtiotéc, eBelovteg, eldikol
nadaywyoi/emnayyshpatiec vysiag) Oa MPEMEL Vo CUUMANPWOOUV TA EPWTNUOTOAOYLO OXETIKA
LE TG SIKEG TOUC EUMELPLEC OTO €pyaaTrplo, Ta OPEAN KL TOUC EPLOPLOOUG TG Sladikaoiag Kot

KATIOLOL CUYKEKPLEVA XAPAKTNPLOTIKA TOU KABE matyvisLou.

VII. MpoodLoplopog Kpttnpiwv afloAdynong yia ta rtouyvidia dnpiovpynOnkav

H pabnon 6e€lottwv Lwng BonBadet ta dtopa pe N.Y. va Blwvouv pe éva achaAr Kal KOWWVLIKA
umeuBuvo TPOTo oTNV KaBnuepvotnTa tous. Ta atopa e N.Y. teivouv va xpeldlovral fonbela
KOl UTTOOTAPLEN HE TIG dpactnpLotnteg kabnuepvig Lwng. Kamola dtopa pmopet va xpelaovratl
upnAa enineda unootnpLENg evw AAAa atopa pe Hkpotepn PBonbela Ba eival tkava va Jouv

KATIWG aveaptnta.

Avaloya pe to eminedo tng avamnplog Kal TG ATOUIKEG LWOLALTEPOTNTEG TwV atopwy pe N.Y. o
avtiktumog kot n duvatotnta epopuoyng Twv Mavibuwv Tou cuv-Gnuloupyndnkav oto

epyaotnplo pnopel va dladépel apketd. OL Topelg afloAdynong avadpépovtal o

e Evvololoyikeg e€lotnteg
¢ Kowwvikég d€LOTNTEG

o TIpoKTIKEG Se€LdTNTEC

e AMnAeniSpaon twv atopwv pe N.Y. pe Toug GPOVTIOTEC TOUG

¢ AMnAenidpaon tTwv atopwv Ke N.Y. pe Ta GAAQ ATOpA KOL TNV EVOWHATWON

Mplv amod To €pyaoThplo cUV-SNLOUPYLAG KoL TIG OMASIKEG SPACTNPLOTNTEG SOKLUAG TTALXVISLWY
ol enayyeApatieg Ba aflodoyroouv tng coBapotnta tng N.Y. TWV CUMUETEXOVTWY aTOUWV Pe N.Y.
AUTO Ba AdPel xwpa e TRV BonBela Twv PppovIloTwy TwV atopwy e N.Y., oL omoiol Ba £€xouv Ta

enionua éyypada Ta onoia Ba epmepléxouy TIG anapaitnteg mAnpodopieg.
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Edv 6ev £xouv TO MLOTOMOLNTLKO Ta dtopa pe N.Y. pmopouv va SlakplBolv oe 3 Katnyopieg — ta
atopa pe N.Y. MOU PmopoUV va CUMPETACYXoUV otnv Sladikaoia povo pe tnv Bonbela twv
dpovrlotwy toug, Ta atopa Pe N.Y. mou pmopoUlv va CUHHETAOXOUV otnv Stadlkacio Kot
XpeLdlovtal emavalapBavopeVeC KoL TILO AETTTopEPELG 08nyieg amo Toug GpPOVTIOTEC TOUG KL Ta
atopa pe N.Y. Tou pmopouv va cuppeTdoyouy otnv Stadikacio avefdptnta, akolouBwvtag Tig

obényiec tou kabodnyntn.

H nmpwtn aloAdynon twv Wewv yla raxvidla Ba yivel katda tn SLApKeLA TOU Epy0oTnpiou ouv-
Snuovpyiog mavidlwy. Oa umdpyxouv 2 SLadOpPETIKA epwTinUatoAdyla Ta omoia Ba
areuBUvovtal ot 2 SLadOopPETIKEG OUABEG TWV CUHUETEXOVTWY (Ttapdptnua 4). To mpwto Ba
arevBlvetal ota dtopa pe N.Y. kat otoug dpovtioteg touc. Oa dwoouv avatpododotnon
KOTEUBELOV OXETIKA LE TO EPYAOTHPLO, TNV TIPWTN EVIUTIWON, TLG TIPOCSOKIEG KAl TIPOTACELC YO
MEAAOVTLKEG EKONAWOELG OXETIKA HE TLG OVAYKEG TWV CGUUHETEXOVTWVY. To SelTepo ameubuveTal
o€ oXeSLOOTEG aXVISLWY, ETtAYYEALATIEG ELOLKAG aywyng kot eBeAovieg, oL omolol Ba €xouv
Snuoupynoel Tig 16éeg Twv Tavidlwy. Oa dwoouv eniong avatpododdTNon OXETIKA HE TO
£PYOOTHPLO KoL TNV aloBnon-cuvaicdnua toug mpocg ta atopa pe N.Y. Kol TOUg PpPOVILOTEC

ToUuG.

H &eltepn aflohoynon ota mavidla Ba yivel katd tn OSLApPKeELd TNG EKMALSEUTIKAG —

paBnolakng 6pactnplotnTag Y2 Ao To MPOCWTIKO TWV ETAPWV.

H tpitn afloAoynon twv mauyvidlwy Kal Tou gpyactnpiou mayvidlwy Oa yivel katd tn SLapkela
TWV €pYQOTNPLwY SOKLUAG TTALXVLOLWY. Oa UTIAPXOUV CUYKEKPLUEVA EPWTNUATOAOYLA TA OTtola

Ba ameuBUVoOVTAL OTOUG CUMMETEXOVTEG Kol Ba xwpilovtal o€ 2 KUPLEG KATnyopleg

e  EMUTTWOELG-OVTIKTUTIOC KAl aéloAdynon Twv epyactnplwv

o  EMUTTWOELG-QVTIKTUTIOC KAl a&LloAGynon Twv IayviSLwyv

To epwtnuatoloylo Ppioketal oto mapdptnua IV kat VI. MNapadeiypata aflohoyntikwv
HEBOSWYV Tou Ba XPNOLOTIOL)OOUE Elval:

MoooTIKA XOPOAKTNPLOTIKA — XPOVOC Katovonong tou malfipatog tou mayvidiol, Slapkela
mauyvisLou

MoLoTIKA XOPOAKTNPLOTIKA — TWG 0 XPNoTnG mapéAafe odnyieg, edv autog 1 autn guotalav va
evbladépovtal, eumodla kot SUoKOALEC TTOU avtipeTwniotnkay , apdLBoAiec mou mposkuav
omd TOUC ETAYYEAUOTIEC 1 TOUC PPOVTIOTEG, SUOKOALD avayvwPLoNG ELKOVWY, OXNUATWY,
XPWUATWY, SUOKOAIEG XEPLOPWY TWV UAKWY TWV TALXVLOLWY, €4V aAAnAOemidpace e TOUG

GAAOUG TIALKTEG, K.OL.
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