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Mpoypappa 2rmouvdwy
To nAektpovikd padbnua «Anuouvpyw Malxvidia Mpoypappatilovtog» XpnOLUOMOLEL Hla OTELlpoeLldn
TMPOCEYYLoN TNG LABnong KaBwg apXLKA CUCTHVEL CTIOUSALEC TIPOYPOULOTLOTLKEG EVVOLEG, OTNV GUVEXELA TIG
enavalapBavel pEoa amod TV Xpron Toug Pe TNV Snuloupyla NAEKTPOVIKWY MAXVISLWV €W OTOU 0 HadnTng
XPNOLOTIOLEL AUTEG TLG EVVOLEC PUOLKA PECA a0 oevapLla KwdLka ou o idlog Ba ypadeL.

ZNUELWOTE WG Ol NAEKTPOVIKEC TNYEC ou Ja Bpeite oto uadnuoa auto gival oUUBATEG LUE TIC 2 TEAEUTAIEG
ekb00eLS Tne epapuoyric tou MIT Scratch (3.0 kot 2.4).

ZKOTOG TOU Habipatog

210 TEAOG TOU paBnuatog, ol Ladntég Ba £XoUvV KATOKTAOEL TIC PACLKEG EVVOLEG TOU TIPOYPAUUATIONOU
umoloylotwy, Ba eival og B€on va dnpLoupyrioouv amAd nAekTpovikd mawvidia pe tnv epoappoyn Scratch.
Me autoug Touc Tpomouc Ba €xouv kaAAlepynoel o UPNAG BaBUO TNV UTIOAOYLOTIKY TOUG oKEYN — Se€LoTnTa
n onoia Bswpeitatl BspeAiwdng ocripepa.

AmautroeLg

Y€ pLo TAEN ou akoAouBel auTo To MPdypappo oTtoudwy, KaBes pabntrg xpeldletal 51k6 Tou untoAoyLoth (f
tablet) yia va e€aokeital.

O eknadeutn¢ unopel va emihé€el va mpoBalet ta Blvteo xpnotponolwvtag Evay mpoPoAéa. EvaANaKTIKA, oL
MaONTEG UmOpPOUV VOl XPNOLLOTOLNOOUV OKOUOTIKA (Xpeldaletal o umoAoylotn¢ mou Xelpilovtal va eival
ouvbebepévoc oto SLadikTuo) yla va mopakoAouBroouy Ta Bivieo £T0L WOTE VOl TOL TOYWOOUV (pause) Kat va
TO ETAVEKKLVOUV OTIWGE Kpivouv ol iSlol. Oa ypelaoteite eniong kat 1 Edison Robot ava 2 padntég onwg kat
€va Edcreate kit ava 2 pabnrtec.

Mpoypappa ortoudwy

Modules Educational concepts Suggested
teaching
hours

Module 1 The importance of designing a project 1 hour

Module 2 Electronic Games categories and game planning 1 hour

Module 3 and Meet Scratch online and offline, Test your Scratch 1 hour

Module 4

Module 5 Basic Programming Concepts — Coordinates 2 hours

Module 6 Basic Programming Concepts - Variables 2 hours

Module 7 Basic Programming Concepts - Sequence Structure 2 hours

Module 8 Basic Programming Concepts — Selection Structure 2 hours

Module 9 Basic Programming Concepts — Iteration Structure 2 hours

Module 10 Basic Programming Concepts — Events and message | 2 hour

exchange

Module 11 & 12 | Game presentation and game play 1 hour

Module 13 Game Development - Sprite movement by user's mouse | 1 hour




Module 14 Game Development - Automatic Random Motion of an | 1 hour
Enemy Character

Module 15 Game Development - How Our Hero Will Lose 2 hours
Extra game development

Module 16 Game Development - The Enemy Character Following | 1 hour
the Hero

Module 17 Game Development - Show Enemy Character at Random | 1 hour
Position

Module 18 - 19 | Game Development - The Game Gets Difficult as Time | 2 hours
Passes — finish the game and discuss about its
improvement.

24 hours

Npoooxn!! OLPOTELVOUEVEG WPEG elval eVOEIKTIKEG. Aapavetal cofapd urtdYn To YEYOVOS WG 0 Habntng
EXELTIPOGPBACN KOL OO TO OTITL KATL TTOU UIMOPEL va Tov BonBRoeL TOAU 0TNV KATAKTNON TWV EKMALSEUTIKWV
OTOXWV. 2 KABe mepimtwon, kaBe oxoAlkn TAEN €xel SLaLTEPOTNTEG TTOU KaBopilouv tnv Suvatotnta va
akoAouBnosl pe akpifela Tnv mapandavw npotaoch. H nAkia twv padntwv, n dtadopad tng nALkiog péoa atnv
AN PETALU TwV HaBNTWV, 0 aplBUOC TwV Habntwv péoa otnv Tafn, n e€olkelwon Twv LadnNTwv UE TOUg
UTIOAOYLOTEG LVl ONPOVTIKEG TTIOUPALETPOL TTIOU UTtopoUlV va Kabopioouv Kal TI¢ aAAAYEC TTOU UTtopoUV va

yilvouv amod Tov ekmaldeuTr) WOoTE va KAtaktnBoUv MANpwE oL EKMOLSEVUTIKOL OTOXOL.




