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Toug teAeutaioug £€L U veG a.oXOAOUOOTE

HE TNV avamntuén tg BLBAL0BNKNG pag n

omola mephapPfavet 32 webquests rou Ba

EVTA000UV TOUC VEOUG OTNV mAouola
TOALTLOTIKA KAnpovouLld Tng Eupwrng,
QVATITUCOOVTOC TAUTOXPOVA BACLKEC
Se€L0TNTEC Kal mpowbwvtag TNV EVepyo
CUMUETOXN TwV TIOALTWV otnv Eupwrn.

Ta Webquests pog 0a emtpéPpouv otoug
VEOUC va paBouv nwg va cuvepyalovtal,
va oKEPTOVTAL SNULOUPYLKA KoL GUOLKA
TIWG VA XPNOLUOTIOLOUV TNV TEXVOAoyia.

3N

H 3" guvavtnon Tou MPOYPALHUOTOC EYLVE
0To Zaykpeum otic 9 kat 10 tou OktwPpn Kot
SdlopyavwOnke amo to Callidus. NepAapPave
OPKETEC SPACTNPLOTNTEG TTOU LLOG TIPOETOL-
Hooav yla tTnv enopevn ¢paon mou adopa
otnv ekmaidevon Twv ekMAldEUTWV EVNALKWY

EMOMENA BHMATA:

To Game of Phones In-Service Training
Programme for Adult Educators Ba
nephapPBavel 50 wpeg ekmaidbevong kat Ba
EKOEOEL TOUC EKTTALOEVUTEC KOLL TOUG
EKTIOLOEVTLKOUG O€ VEEC EVVOLEC OTN padnon
HEOW TPOKANOEWYV, Ba Toug uTtootnpiéel va
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@IAogevouvTal 6Aol ol
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AkoAouBnoTe pag

https://gameofphonesproject.eu/en/

https://www.facebook.com/gameofp
honesproject

dnuloupyrioouv toug SIKOUC TOUG TTOPOUG Kal val
«TOLEOUV» LE TOUG TTOPOUC TOU TIPOYPAULOTOC
o€ pa Stakpatikn ekmatdeutikny dpaotnplotnta
TIou Ttpoypappatiletal otnv IpAavdia ot apxES
Tou 2020. Auto To poypappa xpnuatodoteitatl
armo 1o Erasmus+, kot Ba Swoel TNV eukalpia o€
EMayyeApaTieEG amd 0An tnv Eupwnn va KA EUTIKT] TO@
EKTIOLOEVOUV KOlL VA LOLPACTOUV TIPAKTLKEG My enavéviod
S16aokaliag pe cuvadéldoucg Touc. Snutoupyig

XpNOINOTTOIWVTAG YNPIaKA ocnpata (basges) yia Tnv mapakivnon
TWV VEWV

Ta Ynolaka badges pmopouv va BonBrnoouv Toug eKMalSeuTIKOUC va TtapakoAouBouv tnv poodo twv padntwv toug. Mmopoulv
eTionc va e€omAloouV Touc ekaldEUOUEVOUG LE Eva epyaleio Tou Ba Ttoug fonBa va avayvwpiloouV Ta EMITEVYUATA TOUG KOl Vol
Seléouv TL pabaivouv - eldika yLo eEWoXOAKES SpaoTnplOTNTEG OTIOU SEV UTIAPXOULV ETTLoN A Ttpooovta. Ta badges pmopouv va
naiéouv podo otn padnon, evBappuVOVTOG £TOL TOUG EKTTALOEVOUEVOUC VA BEATIWOOUV KaBwC amoktoUv veeg Se€LOTNTEC N
grutevypara. N’avto, Game of Phones npoodépel Pndlakd onpata otoug VEoUG Tou 0OAOKANpwVoUV Ta webquests pag Kat
arnoktoUVv Pnolakeg Se€Lotnteg Kal de€LOTNTEC oTNV opadIKN Epyacia, TNV EMKOWWVLA, TNV KPLTIKN okEYPN KATL. «H ekmaidevon kot
N Kataption poodEPovial OAO Kal TIEPLOCOTEPO OE VEEC LOPDEG Kal amod dtadopoug mapoxoug, blwg pEow tng xprong Yndlakwv
texvoAoylwv kat mAatdoppwv. Emiong, ol 6€£L0TNTEG, OL EUMELPLEC KL TA ETUTEVYHATA TNG LABnong avayvwpilovtal pe S1adopeg
pHopdEC. AlaBaote To MARPEG KEWWEVO TN MPOTAONG TNG EVpwTaikn ¢ EMLTPOTC OXETIKA UE €Vl KOLVO TTAQLOLO YLO TNV TTaPoXN
KOAUTEPWV UTINPECLWV YLo SELOTNTEG KAl ETTAYYEALATIKA TtpocovTa (Europass). Ztnv mapovoa paon EPEUVOUUE Kal EEEPEUVOUE
TNV KAAUTEPN TIPOCEYYLON yLa va UL0BEeTHooUE O0ooV adopd th Snuoupyia Twv Pndlakwyv CUCTNUATWY CHUATA HOG KoL LEoa
OTOUC EMOMEVOUG SUOo pnvec n FFE kot to CARDET Ba epyaoTtouV yLa To OKOTIO aUTO.

h ONDO .w
‘i} ga(eretl;ership é CARDET FORLMACIOP!:

Tov NoéuBplo, Ba Soklpdoou e ta
webquests pag Je TG OUAdEeC
evlLladEPOUEVWYV paC YLa va
S100PAAICOUE OTL TO TIEPLEXOLEVO Elval
OUVODEC UE TIC OUASEC-0TOXOUC HOC,
KATAAANAO YL TOUG OKOTIOUG LG KOl
ouaolootikd "kaha oxedlaopévo”. Av Bélate
va ouvelodépete og autn tn Stadikaoia,
TIAPOAKOAOULE ETILKOLVWVIOTE LIE tO
info@cardet.org

ETravévTag
EEAK

JTOXOG TOU £pYOU £ivg

PHONES

H utrootpign TG EupwTrdikng ETTPOTIAG yia TNV uAoTroinon auTig Tng dnuoacicuong
OEV ATTOTEAEI EYKPION TOU TTEPIEXOPEVOU TTOU AVTIKATOTITPICEI HOVO TIG ATTOWEIG TWV
onuioupywv Kai n Emirpotrr dev utropei va BewpnBei utrelBuvn yia OTTOIAdNATTOTE XPRON
TWV TTANPOPOPIWYV TTOU TTEPIEXOVTAI 0€ QUTAV. [ApIBuos ‘Epyou: 2018-1-IE01-KA204-
038788]
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74 Follow us

https://gameofphonesproject.eu/en/

. 3rd
?e pl ng you d —— The 3rd project meeting was held in
informed

Zagreb on 9™ and 10*" of October and
was hosted by Callidus. It was a jam-

Over the last six months, we have been

busy developing our library of 32

packed schedule of activities, preparing
us for our next phase which turns to the
webquests that will introduce young people
to the rich cultural heritage of Europe

training of our adult educators.
whilst developing key skills and promoting .
active citizenship across Europe. N EXT ST E PS -
The Game of Phones In-Service Training
Programme for Adult Educators will
comprise a total of 50 hours of learning
and will expose trainers and teachers to
new concepts in challenge-based
learning, support them to create their
own resources and to “play” with the
project resources at a transnational
training activity planned for Ireland in
early 2020; funded by Erasmus+ this
training with allow professionals from
across Europe to train, exchange and
share their teaching practices with fellow
professionals.

103 Online Learning
Portal hosting all our
learning resources
and webquests

https://www.facebook.com/gameofp
honesproject

If well-designed, our Webquests will allow
young people to learn how to work
together, think creatively, and use
technology, of course.

In November, we will be testing and trailing
our prototype webquests with our local
stakeholder groups to ensure the content is
relevant to our target groups, fit for
purpose and essentially “well-designed”. If
you could like to make a contribution to
this process, please contact your local
project partner or join us via Facebook.

Reintegratiop
NEETs

The objective of the g

challenge-based g

NEETs and sup

I 4
Using Digital Badges to motivate Young People

Digital badges can help educators track their students’ progress. These badges can also equip learners with a tool to
acknowledge their accomplishments and show what they are learning — especially for out-of-school settings where there are no
formal qualifications. Digital badges offer the potential to gamify learning thus motivating learners to level-up as they achieve
new skills or accomplishments; it is for this reason that the Game of Phones project will offer digital badges to young people
who complete our webquests gaining skills in areas such as digital, teamwork, communication, critical thinking, etc. “Education
and training is increasingly offered in new forms and settings by a variety of providers, particularly through used of digital
technologies and platforms. Equally, skills, experiences and learning achievements are acknowledged in different forms for
example digital open badges. They are also known and used for skills gained through non-formal learning such as youth work’
(Page 18). Read the full document of the European Commission proposal on a common framework for the provision of better
services for skills and qualifications (Europass)‘. We are currently researching and exploring the best approach to adopt in terms
of creating our digital badge systems and over the next two months, FFE will lead this activity and work alongside our technical
partner CARDET.
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