INGAME — Gaming for Social Inclusion and

I N GAM E Civic Participation — A holistic approach for a

Gaming for Social Inclusion and Civic Participation cultural shift in education and pollcy

Co-funded by the
Erasmus+ Programme
of the European Union

Avamntuén tng adrynong Kot Twv eMMESwvY Tou
TauyvisLou

ENHMEPQTIKO AEATIO N°5, PEBPOYAPIOX 2022

Project Number 612166-EPP-1-2019-1-ES-EPPKA3-IPI-SOC-IN

INEPIEXOMENO

.:. IXETIKA ME THN EPEYNA

.:. ZYMBOAH TON ETAIPQON

INGAME: AvATtTUEN EKTTALSEVTIKOV

TLEPLEXOUEVOL Ot etalpot CSI kat ZB&Y, o€ ocuvepyaoia UE
Tov Exmadevtikd Ouido AvatdAla Kat tn
Houdda tou  Ekmadevtikol  OplAov GUUBOVAEVTIKY] EMITPOTT] POTNTAdV Tov,
Avatoda  €kave TV TPOTAON  GTOV EPYAOTNKOAY EVTATIKA OTO QA@NYNUATIKO
ETUKEPAANG €TA(PO, TO MAVETOTAUO TNG KOUUATL TOVv Ttayvidlov oto mAalolo Twv
ZaAapdvka, va ouotael pa mapakatw €€l Ospatikwyv  medlwv: 1.
OUHPOVAEVTIKY  ETUTPOTT]  ATLOTEAOVUEVN wétnta  @UAwWV' 2. ekmaldevon 3.
amd pabntég tov KoAAeylov pe okomd va KOWWVIKY  oupmepAndn’ 4.  aoTKS
BonBricouv oty avamTugn Tou epPAAAoV’ 5. @uotkd TepAAAoy, KAlua
EPELVNTIKOV TAKETOU 3. H mpdtaon €ywve kal  PuwowdmTa’ 6. ovyxpova  Kat
dexkt) kat thpa To TPSypapua fonbouvy dlaypovikd taykooula {ntrpata Kat, 6mov
000 OUUPOVAEVTIKEG OuAdES €BeAOVTWY Suvatd,  HEAAOVIIKA  HAKPOTIPOBEsUQ
oty  (otov  Ekmadevtiké  Opido oevapla. KdaBe pla Oepatiky evdétnra
Avatédla  kat  oto  fMavemotiuo g amoteAel ovyxpOvwg Kat €va emitedo oTo
ZaAapdvka). AQod culnmnkay padi toug mavidl, To omolo OAOKANPWVETAL E
TA  ETMOWWKOUEVO  OATMOTEAECUATA  TOU £pWTATELC AELOASYNONG. AAAWOTE
T(POYPAUUATOG, OL (POITNTEG dpxloav va TPOKELTAL YL Eva ooBapd Tatyvidt.
OUVELO@EpPOUV OTa Bepatikd medla Tov
TPOYPAULATOC O GuVeEpyasia WE TOUC Mpdbeon Touv  mavdlov  elvat  va
gpevvntég tou INGAME. MdAwta, oL EVNUEPDOEL Kal va  gUmAEEeL OGO  TO
gpevviTpleg touv Ekmadevtikod Opfdov duvatéy TEPLOTGTEPOUQ VEOUG
Avatéia (Ap Mapia KupuakiSou kat Ap TIPOOMEPOVTAG YVIOELS Kal TTANPOPOp(Eq
Mapla Motoapika) mapovsiacav  To puéoa amd mPOoKARoEl Kat dlddpaon. Oa
TEMTEUPPLO TOU 2021 OXETIKY| ELOHYNOTN OTO TPOCQEPEL  EMONG  AVOKTOU  TUTTOU
SleOvég ouvEdplo European Sociological EPWTOEL] OXETIKEG HE TIG BEUATIKEG TOV
Association pe Tov TitAo «Ingame: H Tavidov Kat Ba tpookaAel Toug TalKTES
KOAAEPYEI TNG TAWTSTNTAC TOL TOA{N VO 0VAAOYLOTOUV TAVW OE OQUTEG KAl va
0TOUG VEOUG péoa amd To ooPapd Tawyvidw. HOPATTOUV TIG OKEPEL] TOUG HE TOUG
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INGAME

Gaming for Social Inclusion and Civic Participation

OUVOUNALKOUG, TOUC  OUYYEVE(, TOUG
oLVAdEAPOUC TOUG,.

H B€a elval mwg to mayvidt pmopel va
malleTal amd @OLTNTEG KAL VO TTPOCQEPEL
guKalpleg yla Pabltepeg oLNTNOEL KOl
TEPLOOTOTEPN EPELVAL.

(<39 INGAME

H dnuovpyia mayviduwy elval pa evkapla
va KepSlooupe TPOKTIKY eumelpla  Kat
TAPAAANAG VA  QTTOKT{OOUUE TOAUTIUN
yvwon. Ta Ynelakd mayvidia (e tn popen
TWV 0ORAPWYV 1] EUTTOPIKWY TTAXVIOLWY UE
OLOAKTIKO OKOTIO €XOUV UL APKETA BETIKN
en(dpaon mdvw ota padiuata péca oOTIg
alBovoeg ddaokaAlog aAAd Kal Kotd TIC
dpaoctnpdtnTe UETA TO TEAOG TWV
padnuatwvy.
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Avotuxwg, TEToleG  duvatdtnteg  dev
mipoPdAdovtal apketd otn PBAoypapla
KOl O€ TIPOKTIKA €pya VW TETOLA TTayvidla
omw¢ Tmapovoalovtal amd TPOypaUA
INGAME pumopouv va xpnotpomonoly wg
O0aKTIKEG UEBodoL. Autd elval Wlaltepa
onuavtikd otav dddokovtal gvalodnta
Béuata 1 avtd mouv oxetilovtal Qe TNV
avOpwmivn ouuTEPLPOPA n ™mv
dLaPOCWTIKNA ETKOLVWVIA.

Ou malkteg/plteg, He TOV  pOA0  TOUL
avOpwmoeldovg avatar, umopouv  va
avfnoovv TNV  emlyvwon TOUG EVW
aoxoAovvtal UE KAOKOVTA TTOV AVAAVOUY
1 ovl{ntovv Tnv avOpwmivn @von. Toug
dlvetal €toL n eukatplo v AVTILETWT(COVY
EPWTNOELS TTOV eyelpouv OKEWELS UE €vay
TPOTO TOU T UETATPEMEL O €va
ATTOTEAECUATIKO €PYAAE(D KAL YlO ATOWKO
Kat ya opadikd matyvidt, evBappuvovtag
ou{ntoel TAvw ota Béuata  TOU
mtpofdAdovtal.

https://ingame.erasmus.site/

H owot xprion TETowwy TaviSIHvY yia @ https://www.facebook.com/InGame-project

EKTIALOEVTIKOUG  OKOTtOUG,  umopel  va
TIPOOWEPEL K(VNTPA TOU KATW Oartd AAAEG
ouvOnKeg Ba tav SUOKOAO va TTETUXOVLE. , https.//twitter.com/IngameProject

@ https://www.instagram.com/ingame_project
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