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MoOnTtig AnpoTtikov Anpiovpyovv Yneuoka
Howyviow oto Scratch yio Tnv AvaKOKA®GT)

X. Tarton', A. Manaddxy’

"Nnmayoyoc, MSc Tpfpa Exraidsvone kat Aymyhc oty Ipooyohuchy Hukio, Iavemotho
Abnvav, itinelivi@hotmail.com
*Kobnyfepro IIinpogoptiic, MSc Tufua Exnaidevong kat Ayayic oty IIpocsyolun
Hlclo, [Mavemotuo ABnvav, papadaki_anastasia@yahoo.gr

Hepiinyn
H epyoacio avt) mepypdost pio exmoudevtikny mopéppacn ota mAaiclo Tov pofnpotog
Teyvohroyieg g [TAnpogopiag kot g Enucowvwviag (TIIE) oe padntég mg A” Anpotikod pe
KEVIPIKO YVOOTIKO OVTIKEIHEVO TNV EVVOla TNG AVOKOKA®GONG. MEC®H SL0SIKTVOKMY YNOLOK®V
MO VOOV KOl T SNUIOVPYIio VEOV YNOLOKOV ToVIolHY and Toug LadnTtég £ytve mpootadeia
VO EUTAOVTIOTOOV Ol YVOOES TV padntdv oe Bépata Avakdkiwong. Ot dnpovpyieg Tov
pafntov éywvav pe 1o mpoypappatiotikd tepidiiov Scratch wg pio mpdn gEokeimon Tovg
He PACIKES TPOYPALLOTIOTIKEG EVIOALS.
AéCeig Klerord: ovaxdxiwan, yneiaxd woryviowa, Scratch.

Abstract
This paper describes an educational intervention for the course Information and
Communication Technologies (ICT) in students of the fourth grade, with a central cognitive
subject referring to the concept of recycling. Through digital games and the design of new
games by the students, an attempt was made to enrich students knowledge in matters of
recycling. The students' creations were made using the Scratch programming language as a
first attempt to familiarize them with basic programming commands.
Keywords: recycling, digital games, Scratch.

1. Ewcaywyn

H exnadevtikny mapépfacn viomomdnke oe tpia tunpata g A" Anupotikov. To
oLVOLO TV poONTOV NToV 56 Kol OAEg Ol OpOacTNPLOTNTEG TPUYIATOTOMONKAY GE
OMLAdEG TV dVO ATOU®V GTOVG GTABEPOVG VTTOAOYIGTEG TOL GYOAKOV gpyaotrnpiov. H
mopéuPoocn mpaypoatoromdnke tovg pnveg Ampidto kot Mdaw tov 2011 xor 1
ocuvolkny g Odpkewr NTov 12 dpeg v kKabe tuAua. Amd mALLPAG VAKOD
ypnoworomoope 11 otabepovg VTOAOYIGTEG TOV EpYUGTNPIOV, EVO ETTAEOV GOPNTO
voloyloth kot €va PrvteompoPoréa. Amd TAELPAG AOYICUIKOD Ol HobnTég EKavay
YPNON ETOWU®V  SSIKTLOKADV YNOOKOV ToyVIOudY, TOL AOYIoUIKOD «MeAétn
[epparrovtogy tov Iowdayoywod I[veTitodTov KOl TOL  TPOYPOUUOTICTIKOD
mepPaiiovtog Scratch.
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O Simon Egenfeldt-Nielsen yvyoiodyoc, &pguvntig Kol GYEOOOTNG TOLYVIOLDV
(Nielsen, 2009), avo@épel TpELG OPOPETIKOVG TPOTOVG YPNONG TOV YNOLIKOV
TOLYVIOIOV GTO EKTOLOEVTIKO GUGTIILOL:

1. MdOnon péow Tov Toyvidumv

2. Mdbnon pe moryviow

3. MadOnon amd ™ dnpovpyio ToyvIdumv
H péBnon mov Bociletor 6to ynookod wayvidl eivol aroteAecpatikn yioti Toipvel
HOpON Toyvidlo0, YEYOVOS TOV TNV KAVEL TO EAKLOTIKN KOl Yo TNV €MTELEN NG
OTOTEITOL pio O100paoTIKY S10dIKAGI0 1| OTOol0 LETAUOPPDVETOL OVAAOYO LE TOVG
pabnolokovg otoyovg (Prensky, 2001). Ymdpyovv moAAég €peuveg mov  E€Youvv
acyoAnOel pe v alomoinomn tov yneakov moyvidiov oty Taén (Malone, 1980;
Klawe, 1999; Facer, 2002) kot katoAnyovv o©T0 OTL 1 XPNOTN KOTAAANAQ
OYEOLOOUEVAOV YNOOKOV TOLVIODV oEAVEL T Lobnolokm emitevén oTtoymV.

Y10 oyedlooud g mopiéuPacng TpoomaubNoapEe VO EVOMUOTOGOLUE OAD. TO
moponave ototyeio. To vAkd mov ypnoonombnke oAAd Kot onpiovpynonKe omod
ToVg pabntég avapthdnie oto oyoAko blog (http://tpestodimotiko.blogspot.com/).

2. Exknouocvticny Ilopéufaocny

H exnadevtikn mopéuPaocn yopiotnke o€ o1ad. ApYIKA €C0TIACOUE OTNV
avaKGALYN TOV TPOTEPOV YVAOGEMV TOV LoONTOV Taved o€ BEpato AVaKOKA®GONG.
Mo to A0yo awtd o1 pobntéc ocvumAnpwoov oty apyn g mopéupacng online
EPOTNHOTOAOYIO OV PpiokeTor avaptnpévo oto blog pe 13 epomoelg. Me Bdon Tig
OTOVINGCELS TOV HOONT®V OTO OpYIKO EPOTNUATOAOYIO SOMICTAOGOUE OTL Ol LOONTES
dev yvoplav apkeTd amd T LVAIKG TOV UTOPOVIE VO OVAKVKADGOLLLE.

Me agopun} avth TN S10mT{oTOON AT0PAGICalE HECH GVINTNCE®DY, TAPUKOAOVON oG
Bivteo kot Topovcidcemy va, pabdovpe 6ta Todld OAo TO AVOKVKAMGIULO VAKE KaOdg
KOl TNV €VVOLol TG KOGUTOGTOTOMGTG.

Yg eMOUEVO GTAO10 Ol LaONTEG YPNOLUOTOINGAY TOV VTOAOYIGTI TPOKEWEVOD VO

1. mai&ovv SdIKTLOKE YNELOKA Totyvidlo
2. dnuovpyncovy ynoelakd oty viow/ictopieg e o Scratch
3. 0a&l0A0yGoLY TNV OAN EKTOOELTIKT TOPERPaoN

2.1 AradikTvaKxd yyelokd wayviola

H mpdm xomnyopio moyvididv evnpép@VE TOLVG HOONTES Y10 TO ATOPPILLLOTO, TV
OVOKOKAMOT KoL YEVIKOTEPO, T pOTTaveT). 'Etot o1 pabntéc petd v mpotn efdopddo,
EYOV OMOKTIOEL KATOLEG YEVIKEG YVADGELG YOP® OO TNV OVOKVKAWMOT Kot Ogmpnoaple
ot Ba émpene vo epPabHvovie MOTE VO, OTOKTNCOVY KOl O CUYKEKPIULEVEG YVADCEL
KUPIg YOPp® omd To AVOKVKADGIUA VAKG. Mg ovTd TO GKETTIKO, OMOQOGICUNE TIg
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emopeveg efdopnadeg vo eoTidlovpe Kupimg ota ovaKLKAGGIE VAKE. Tn devtepn
efdopndada aoyobnkav pe Toyvidl OYETIKE HE TO YOPTL Kol TO YLOAM ©C
OVOKVKA®GIL VAKG. Tnv tpitn efdopdda e moyvidio GYETIKA LE TO TANCTIKO Kol
TO OAOVUIVIO EVD TPOYUATOTOMCOUE KO MU0, UIKPT EI00Y®YN OTNV €VVOLlL TNG
KOUTOGTONOINGNG.

Av Kot o1 pofnTéc NTav YOPIGUEVOL GE OUADEG TV dVO ATOU®V OPLEPOONKE ETOPKNG
YPOVOG 6T0 GYoAgio ota mAaicwa Tov pobnuoatog Teyvoloyieg tng [TAnpoopiag Kot
mg Emwowoviag mpokeywévou pepovopévo o kdbe pobntig va maiel OAa Ta
moyvidln pe Bépa v Avaxvkiworn. Ta emAeypéva ymelokd motyvioto avaptionkoay
070 oYoAKé blog yia dievkdAlvven 6TV TPOSTEAAGT] 0O TOLG HOONTES KaODS Kot Yo
EVOEYOLLEVT] TTEPULTEPM EVOTYOANGCT GTO GTITL.

2.2 Aquiovpyio wneiakxod viikov ue to Scratch

To Scratch givotl po duvapukn onTiKy YADGCO TPOYPAUUOTIGHOD. ZTOYX0 TNG EXEL TN
O0CKOAEID EVVOLDV TPOYPULUATIGUOD GE TAOA Kot EPTPOVG, EVA EMTPENEL GTOVG
YPNOTES VO ONUIOVPYACOLY Ty Vidld, Pivteo, LOLGIKT, 1GTOPIES, TPOGOUOIDCEL; GE
dlpopeg YADOoEG. Xtov 16TOTOMO http://scratch.mit.edu/ umopel omolocdnmote va
katePfdoel dwpedv TO AOYIGUIKO, Vo PTIAEEL TO O1KO TOV TPOYPOLLLD, VO TO LOPOCTET
LLE TNV VTOAOLTY] KOWVOTNTO KaOMG Kot va, KoTeRAcel ddpopa £pya GAA®V ypnotav. H
onuotwkotnto Tov Scratch oty eknaidevon opeiketonl 6TV €VKOMO pe TV Omoid
UTOPOvV va O1ovpyn0ody o TpoypaLILaTa.

O mopoamdve Adyol kabmg kol 1 TANOdpa peretdv yio v a&lomoinon tov Scratch
1660 otV eAMVIKT] 660 Kol oty d1ebvn ekmaidevon, Hog 0dNynoav otny emAoyn
TOV GUYKEKPUEVOL AOYIGLIKOD Y10 TOVG pabntég g A” Anpotiko.

Apywcd ov pabntég oyediooav oe xapti To OIKE TOVG CEVAPLO TOLXVIOUDY EVD OTN
ouvEéyelo To. vAoroincayv oto Scratch (Ewova 1).

IKomdg Tou

| T vIdod ivo vo

| pe PonRoag va

padiypw povo Ta

OVOKUKA @D O
uAike.

| ik
| — —P n
; ) | zxép [EEE |

Ewova 1: Zevapio maryvidiov pabnrt oto xopti kot 6to Scratch.

Apiepodnke éva diopo oe kdbe TUNUA TPoKEWEVOL Vo pdbovpe 6Tovg PLabNTEG TIC
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Paowkég eviodég kivmomg, enedaviong, €AEYYov NG YAMGGOS TPOYPOUUATIOUOV
Scratch evd tovg dei&ape TG PTOPOHV VO, BVOTYoLV ETOYLO TOPOSEY AT O) OO TN
BprodnKn kot B) pé€cw TOL AOYUPLAGHOL TNG SUCKAANG TOLG OO TN Ol0OIKTVOKT
KOWOTITO KO VO LEAETAVE TIG EVTOAES KOl TOV TPOTO GUVTOENG TOVG.

211 GUVEYELD TOVG OPNCOLE VO TEPALOTIOTOVY TEAEIMG POVOL TOVE TPOSTOIDVTAG VOl
oTidEovy T GEVAPIEL TV TOVIOIOV TOvg. MéEypt t0 Téhog NG mopEuPacng ot
pabntég cvvéylav va dovievouvv oto Scratch (Eucova 2).

3 —— 1 i . (’ . =

Ewova 2: Ot pobntég dnuiovpyovv moryvidia oto Scratch.

Opiopéveg opadeg dwomiotwoov 0Tt fTay SVGKOAN 1) SNUIOLPYIC YNELHKOD TOLYVIS100
Kot £T01 KatéAn&av ot dnuovpyio ynelokov 16topiev oto Scratch. Yanpyov opmg
Kot opadeg mov pe TN Pondela Tov £Tolpwv mapadelypdtov tov Scratch t660 611G
Bprobnec Tov 660 KOl OTN SLOSIKTLOKY KOWOTNTO KOTAPEPAY Vo EEMEPAGOVV TIg
OPYIKEC TOVG MPOGOOKIEG KAl Vo PAAOLY GTO TOLVIOlL TOLG UETPNTEG KOl GKOP.
XopoKkTnploTIKG ovoQEPOLUE OTL ANYN EUMVELONG YO KOTOEG OUAOEG MTAV TO
nmopadeiypata g Piplobnkng tov Scratch Animation—> Aquarium, Games—>
FishChomp kot Games—>Pong.
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Ewova 3: TToryviow / wotopieg pobntov oto Scratch.

YUVOAIKA Ol OHAdES dMUIOVPYNOAY OXT® WNOLOKAE TorViow Kol TEVIE YNOLOKEG
wotopieg (Ewodva 3) ta omoio kot ovoptidniay and eudg T060 GTIV KOWOTNTO TOV
Scratch 660 kot 6T0 GY0AIKO pog blog. Ympyov Kot ynelokd moatyvidle To oroio dev
OVOPTHOOUE YIOTL OPIGUEVEG OUAOEG KABLOTEPTGAV GTNV OAOKANP®GT TOV GEVOPI®MV
Tovg, evBovclaoTNKAY IE TO YPpapikd TePPdAlov Kot Tig duvatdtteg Tov Scratch kot
aPIEP®COY TOAD YPOVO GTOV TEPOUOTIOUO UE EIKOVEG, KIVIOCES KOl MYOVE UE
amotélecpa va petvel Alyo miom to moyvidl Tovg. Oempooe CNUOVTIKO Ol LabNTE
va KivnBolhv pe Tovg 61ko0g Toug puBUovE Ko Y10, 0LTO TO AOYO0 OEV TECUUE XPOVIKA
Koo OpAd0L VO, OAOKATPOGEL TO £PYO THC.

2.3 A&10loynon ekmarosvTikijs mopiufacns

[Mpokeyévov va, SOMGTOCOVIE TNV TKOVOTOINGoT TOV HLoNnTdv oAAG Kol TIG YVAGCELG
OV OmEKTNOOY omd TNV OAN TapEUPaocT, avapTooUe Eva TEAMKO EPMTILATOAIYLO
o010 oyolko blog. Ilepieiye 3 idleg epOTOEIG UE TO APYIKO, TPOKEWEVOL VO Yivel
GUYKPLoN Kot a&loAGYNOT| TV EMTPOCHETOV YVOOEDV, EVE VINPYOV Kol 9 EpOTNCELG
KOVOTOINoNG Tov podnt. Xto mopakdto oynuo (Zynua 1) PAETOLLE TIC amavTNoELg
TV padnTdv G€ po EpHTOoN.

M&BOnon Baocwopévn o NMawyvidia (Game Based Learning)
Eipal LKAVOTIOLNEVOG/ N AItO TO TEALKO ATTOTEAECHA KAL TO
SO pou TtoyViSL pe B£pa tnv AvakUOKAwon.

MNapa MoAv 36
MoAov 16
ApKETA o
Alyo 1

KaB®dAou 3

Yympo 1:Ipdonua onavriceov padntov 6€ EpOTNOT TOL TEAMKOD EPOTNIOTOAOYIOL.

Toc0o amd TIg avTdpdoelc Tov HanTdv Katd T S1dpKeln TOV HadNUAToYv 060 Kot
07O TO OMOTEAECUATA TOV EPMOTNUATOAOYIOL SOMIGTOGAUE OTL 1] Labnon pe ypnon
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YnNewKkov péowv evbovoiooe tovg pantég kol €kave Ty OAN ddKOGio, TNng
néonong mo evydploT.

3. Zvunepacuara

Y10 GYoAEl0 GTN ONUEPIV] TOL UOPON, M EVVOLD KOl 1 OdKOGIO TOV TOtyVidlo0
eKAgimeEl AmO TO OVOALTIKO TPOYPOUUN. ZTNV EKTOOEVLTIKN TopéuPacrn mov
TPUYUOTOTONCOUE TPOCTAONGUUE VO GUVOEGOVE TO OVl KVUPIWG TO YNOoKo,
He MV paonon Kot v TpOcANYN VEQV TANPOQOPILDV.

Baowoe pag otoéyog Ntav ov pabntég vo cuvovdoovy Tov Topadoclakd TPOTO
uébnong pe tn ypnomn tov vrohoyiot. Extog amd Tic Pucikéc YvdoEg mive otV
Avoxokiwmon, ot padntég npbav oe emaen pe ™ dwdikacioo dSNUIOLPYING YNELaKoD
VAKOV. Awmiotowoav 6Tl OmolodToTE 100, TOLG UmOopel Vo yivel moryvidl 1 o
1oTopilo. Kot avTO TOLG £0MGCE UEYOADTEPN avTomemoidnon kot epebiocpata yo
OTOLONTOTE LEALOVTIKT EVAGYOAN G| LLE TOPOUOLD, YNPLOKA LESAL.

Evyapioticg

H mopodoo ekmodevtikn moapéupacrn ekmoviOnke ¢ epyacio ota TAAICIL TOL
poabnuatog «Mdabnon kot yoyayoyio og yneokd TepiBArilov» e S10ACKOVTIEG TOVG
K. M. Meipdpn kot k. A. ['kovoko, oto petamtuylokd mpdypoupo «Teyvoloyieg g
[Mmpogopiog kow ¢ Emkowwviog yio v Ekmaidevony. Oa 0élope va tovg
EVYAPICTNCOVE BEPUE Y100 TIC YVADGELG KO TIC 1OEEG TTOV HOG LETEOOAV.
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