To BBAL0 areuBuveTal OE GOOUC EVOLAPEPOVTAL VLA TNV EKTIAWEVTIKS dldoTa-
on TwV ePpapuoywy Ewovikne lMpayuaTkdTnTag KAy, OCUYKEKPWEVE, TNG
MNARpw¢ EuBuBlopevNe Elkoviknc MpaydaTikdTnTag. AVaADEL TEXVIKA BEPATQ,
e€EeTAEL TA BACIKA XAPAKTNPLOTIKA TNE KAl TIAPOUCLAZEL TO BEWPNTIKO TAQI-
OO TIOL aTNPUZEL TNV EL0AYWYr TNS TNV EKTIAWEUTIKN TRAEN. 2KOTIOC £ival oL
QVaYVWOTEC va ELOIKEWBOUY Je QUTHV TNV TEXVOAOYLA Kal va dlaroTwoouy
TNV EAKLOTIKOTNTA KAL TNV QMOTEAECUATIKOTNTA TNEG. Kuplwe Opwe, erudui-
KETAL OL EKTIADELTIKOL va TEELCTOUV yld TNV avaykawwTnTa evragne avtne mne
TEXVOAOYLAC oTNV KABNUEPLVA DIBAKTIKN TOUC TIRAKTIKNA, avaBaduidovTac kaTa
QUTOV TOV TPOTIO TNV TIOWOTNTA TNC MAPEXOUEVNC EKTIAIDEVONC OTOUC HABNTEC.
OL Be gpeELVNTEC PIMOPOLV VA BPOUV XPNOWO TO BIBAL, KABWC, HETAEY AAAWY,
QvaAvEeTaL N uridpyxouoa RLRALOYPAPLa KAl TIPOTEIVETAL CUYKEKPLUEVO UOVTEAO
vy TNV €EETAON TWYV TAPAYOVTWY TIOU TNV KABLoTOLV oYLupod EKTIADELTL-

KO/UABNOLaKO EPYAAELO.

EMMANOYHA
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O EppavounA dwkidne sival Emikoupog
KaBnyntrc oto MNawbaywylko Turfua
AnuoTiknc Exkmaidevone Tou [Maveru-
ornuiov Awyaiou. Ta padnuata Tou
£0TLACOLY OTIC EKTIABEUTIKESG XPNOELS
TWV avaduopevwyY TEXVOAOYLWY, TNC
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ola. Ao To 1994 CLUPETEXEL OE EPEL-
VNTWKA €pya TOU apopovy TNV ELoayw-
yr SlapOpwyV TEXVOAOYLWY OTNV EKTal-
Oevon. Elval OpuTikd OTEAEXOC TNC
EPELVNTIKAC MPWTOROLVAlag Emerging
Technologies in Education (ETIiE). To
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Opla, kepdhawa os BRAla Kal eykpLTa
ETUOTNUOVIKA TIEPLOOIKAL

(NAHPQE EMBYOIENMENH)
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TIKOC KAl EPELVATPLA, KATOYOC DO LEe-
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TIKWVY £pyaAsiwy yla Thv agloAdynon
Kal PJEAETN Twv Tapamdvw. AmoTeAel
BACIKO PUEAOC TNG EPELVNTIKAC TPWTO-
BouAlag Emerging Technologies in
Education (ETIE) armd Tnv apxr Tng. To
£pY0 TNC eival dnNUOCIEVHEVO 08 OUVeE-
Opla, kepdAala oe BRAIA Kal eykplta
ETUOTNHOVIKA TEEPLOOKA.
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Learning is not compulsory... but neither is survival.
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