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> TOXO0C 1

Avaaduion yn@lakwy OeSIOTATWY EKTTAIOEUTIKWYV:

- gvioxuon Twv yneIaKwV IKAVOTATWY TNG WNPIAKNC
UMETABAONC OTNV eKTTAidEUON

1I01QITEPN EUPACN OTN

- xpnon epyaAgiwv Web 2.0
- OnuIoupyia TTOIOTIKOU WNQIaKOU EKTTAIOEUTIKOU UAIKOU

- Aao@aAN Xpnon Tng TExvoAoyiag.
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> TOX0C 2
Evioxuon Tng cuptreEPiAnYNG Kal TnG
TPOOoRACINOTNTAG: TO £PYO ETTIOIWKEI VA UTTOOTNPICEL:

- €VNAIKEC EKTTAIOEUONEVOUC TT0U QVTILETWITI(OUV HEIWHEVEG
EUKQIPIEG AOYW OIKOVOUIKWYV, KOIVWVIKWY, TTOAITIOUIKWY 1 YEWYPAPIKWY
TTEPIOPICHWY, N AOYw TTPORANMATWY uyeEiag rj avarrnpiag. NMoAAoi atro
QUTOUC ETTIOIWKOUV VA ETTAVEVTAXBOUV OTNV ayopd €pyaciac HECW TNG

EKTTiOEUONG.
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> TOX0C 3
EuvaioOntotroinon yia To mrepIBAAAOV Kal TNV
KAIJATIKA aAAaynR: To TTpOOWTTIKO Ba eKTTAIOEUTEI
WOTE VO EVOWMNATWVEI TTEPIBAAAOVTIKA BEpaTa Kal
BILWOIYEG TTPAKTIKEC 0TN OIOACKOAIA, AVECAPTATWC
£10IKOTNTAC, CUMPBAAAOVTAC OTOUC OTOXOUC BIwaINNG
avatrtueng (SDG).
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MovTEAO UAOTTOINONG

[0 TNV ETTITEUCN TWV OTOXWV AUTWYV, Ba
xpnoipyotroinBei To povTéEAo KaBoAikoU 2xedi1aouoU
via T Madnon (Universal Design for Learning), 10
OTTOIO TTAPEXEI EVEAICIO Kal TTPOCAPHOLETAl KOAUTEPQ
OTIC DIAPOPETIKEC AVAYKEC TWV EVNAIKWY HadnTwyv,
AauBavovTtag uttown 1a dIAPOPETIKA ETTITTEdA
EKTTAIdOEUONG, TIC TIPOCDOKIEC KAI TO OTUA uabnong
TOUG.
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Y AE KAAAMATAY

2 UUUETEIXAV Ol EKTTAIOEUTEG:

- Ailavou EAévn
- ABavaoia AlopavtotTouAou
- 2KpIBavocg AvaoTaolog

- Mivtda Zogia
Moukog EppavounA
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[TpOypauua ertpopPwWOonc: nuEpa 1

GAMIFICATION, ESCAPE ROOMS IN MAIXNIAOTOIHZH, AQMATIA ATTOAPAZHZ 2THN
ADULT EDUCATION EKMAIAEYZH ENHAIKQN
Definition and characteristics of games. OpITHGG Kal XapaKMPIOTIKA TWV TTAIXVIBIWY.
Historical overview, psychology, and e loTopIkA avackoTNon, Yuxoloyia kai
behavioral theories of games. OUUTTEPIPOPIKEC BEWPIEC TWV TTAIXVIOIWV.
e What is gamification? Concept and e Ti eival n Trauxvidotroinon; ‘Evvola kal apxég NG
principles of gamification. Ty VISoTToinong.

Models and tools of gamification.

) _ e MovTtéAa kal epyaAgia TraixvidoTToinong.
Escape rooms and their role in adult

Awparia amrédpaong kai 0 pOAoG Toug TNV

education. ) )
e Designing a digital gamification £K'IT(1I5£U0,'I‘] eVNAIKWV. ] ]

experience — Applied training for ® 2XeDIOOUOG UIOG YNPIOKAG EUTTEIPIOG

participants TTaixvidoTroinang — EQapuoopévn ektraideuan yia

TOUG OUMMETEXOVTEC.




DIGITAL STORYTELLING IN ADULT
EDUCATION

e What is Digital Storytelling?

e Components, types and examples of
digital storytelling.

e Utilizing digital storytelling in adult
education.

e Digital tools for creating digital
stories.

e Designing digital storytelling —
Applied training for participants
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[TpOypapua ETUPOPPWONC: NUEPQA 2

WYHOIAKH AOHIHXH XTHN EKIAIAEYZH ENHAIKQN
Ti ivar n Wnolakn Aeriynon;

2UOTATIKA, €i0N KAl TTapadeiyuaTa Yynelokng
agnynong.

Aglotroinon TNG YnPIaKAG agriynong otnv
EKTTAIOEUON EVNAIKWV.

Wnelaka epyaAcia yia tn dnuioupyia ynelokwy
IOTOPIWV.

2X€0IA0POG YNPIOKAG apriynong — Eeappoopévn
EKTTAIOEUAN VIO TOUG CUUMPETEXOVTEG




40 CREATIVE IDEAS FOR ARTIFICIAL
INTELLIGENCE IN ADULT EDUCATION

e Using QuickDraw & Autodraw to explain
Al concept easily

e Using Al art to Express visual
metaphors

e Using ChatGPT to build writing skills

e TV Quizmaster!

e Using DALL-E to create images as
lesson resources

e Al animate from audio to enable student
voices
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[TpOypapua ETUUOPPWONG: NUEPA 3

WYHOIAKH APHIHZH XTHN EKITAIAEYZH
ENHAIKQN

Ti gival n Wneiakny Apriynon;

2UOTATIKA, €idn Kal TTapadeiypuaTa yneIakng
agprnynong.

Aglotroinon TNG YnPIakAg agrynong atnv
EKTTAIOEUON EVNAIKWV.

Wnoeiakd epyalcia yia Tn dnuioupyia yn@iakwyv
IOTOPIWV.

2X€0I00OG YNPIOKAG apriynong — Epappoopévn
EKTTAIOEUON YIA TOUG OUPMETEXOVTEG




GAMIFICATION, ESCAPE ROOMS IN
ADULT EDUCATION

Definition and characteristics of games.
Historical overview, psychology, and
behavioral theories of games.

e What is gamification? Concept and
principles of gamification.
Models and tools of gamification.
Escape rooms and their role in adult
education.

e Designing a digital gamification
experience — Applied training for
participants
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[TpOypauua ertpopPwaonc: nuepa 4

WYHOIAKH APHIMHXZH XTHN EKITAIAEYZH ENHAIKQN

Ti gival n Wneiakn Apriynon;

2UOTATIKQ, €idn Kal TTapadeiypara
WNPIOKAG aPrynang.

Aglotroinon TNG Wn@IaKkng agrynong otnv
EKTTAIOEUON EVNAIKWV.

Wnoeioka epyalcia yia 1n dnuioupyia
WNPIOKWYV ICTOPIKWV.

2X€0I00NOG YNPIAKAG apnynong —
Epappoopuevn ektTaideuon yia Toug
OUMMETEXOVTEG
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[TpOypapua ETtpoOPPWONC: NUEPA 5

SOCIAL VR in ENVIRONMETAL EDUCATION KOINQNIKH EIKONA ZTHN MNMEPIBAAAONTIKH
EKMAIAEYZH

e Whatis Social VR and How Does It
Work?

e Tips and best practices for using social
VR in environmental education

e Collaborative learning and interaction

® Tieival n Koivwvikn Eikovikr MNpayuatikotnTa Kal TTwg
AEIToupyei;

®  JUUPOUAEG Kal BEATIOTEG TTPAKTIKEG yIa TN XPAON TNG
KOIVWVIKNG €IKOVIKAG TTPAYHATIKOTNTAG OTNV
TTEPIBAAAOVTIKY EKTTAIOEUON

with S_OCia_I _VR and environmental ®  TuvepyaTikr] paOnon Ko GAANAETTIOpaACN HE TV

sustainability KOIVWVIKI EIKOVIKF TTIPAYHATIKOTATA Kl TIEPIBAANOVTIKN
L] Eva|uati0n and feedbaCk in B|wo'|uo"|'r]'|'d

environmental education with social VR ®  AZIoAGYNON Kal QvVaTpo@oddTNon aTnv TrEPIBAAOVTIKA

e Impact of social VR on environmental EKTTAIOEUTT PE TNV KOIVWVIKH EIKOVIKH TTPAYMOTIKOTNTA
Education in the future PY

EMTITWOEIG TNG KOIVWVIKAG EIKOVIKAG TTPAYHATIKOTNTAG
oTnVv TEPIBAAAOVTIKN eKTTAIOEUCN OTO HEANOV
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