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MOAYTEXNIKH XXOAH
TMHMA MHXANIKON ITAPATQI'HE KAI AIOIKHXHX

ANAKOINQYH

H «oa. Mapia Xoatlnkdpkov vmoynelo oSdaktopag tov Tunuotog
Mnyovikov Iapaywyng kor Atoiknong g [Hoivteyvikng ZyoAng tov
AITTAE,

0a vrootnpilel dOnuioco

EVOTIOV TNG ENTOUELOVC eE€TaoTIKNG Emitponnig v didaktopikn datpin
mov ekndvnoe pe 0éua: «H didackalio pobnclokdy aviikeuévwy ue Ty
OVUPOLN THGS EKTALOEVTIKIS POUTIOTIKNG KL TV VEMY TEYVOLOYIADY UECA ATTO
uia véa mpocéyyion: H moyyvidomoinon wg epyaieio evioyvons tng
avakxalortikis udlnons» -«Teaching learning objects with the contribution
of educational robotics and new technologies through a new approach:
Gamification as a tool for enhancing discovery learning»

v HAPAYXKEYH 23 IANOYAPIOY 2026 KAI QPA
12:00 otqv

AifBovoa Tnredidokeyng tov AIITAE ( 1° 6po@og 6Tt0 TaAI0 KTIpIO
Omuartov).

H glocodog ivar elenBepn yio KGOe evdropepdpEVO.



