BIG STEP: M dwaokedaoTik gpmerpio padnong
mov Pondd Tovg peravacteg va gvrayBovv otn
XOPO VTOdoYNG!

To épyo “BIG STEP: MaoaOaivovraog péom g
Hayvidonoineng — Evoopdrtoon tov vaioTov opdonv”’
ovyypnuatodoteitor amd 10 mpoypaupoe Erasmus+ g E.E.
[TeprhapPaver etaipovg omd 10 Bélyo, v EAAGSa, tnv
Togyia, T ZAoPevia kot v Kompo.

Co-funded by the
Erasmus+ Programme
of the European Union

O o160c TOov €pyov eivar m Oonpovpyio €vOg dWPEAV
JLdKTLOKOD TToYVIOOD 7oL B TPOCPEPEL Uit KOVOTOUO
ekTadeVTIKN PEB0SO YWPig aMOKAEIGHOVGS Y10 TOVS TPOGPLYEC,
TOVG HETAVAOTEC KOl GAAEC OUAOEG KOl HEWOVOTNTEG OTNV
Evponaixn ‘Evoon. Kdplog otdyoc eivar, kabmdg kdmotog mailet
T0 motyviol, vo paboivel otoyelo Mg TOMKNG YAMGOWG,
Baocwéc mAnpogopieg Kol MOMTIOTIKEG TTLYXEG mov o
Bonfnoovv 6TV EVOOUATOON Kol KOTOVONGY TOV YWOPOV
VTLOSOYNS.
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Stepping Beyond
Assessing the Educational and ICT skills of Refugees
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* Data collected from 119 participants

(12 Czech Republic, 7 Belgium, 48 Greece,18
Slovenia, 34 Cyprus) in total 32 from urban
areas and 75 from rural areas

Modern Technology

Familiarity of participants with modern technology with at least
basic knowledge of it mportant finding for the
design of serious gar Ily designed for refugees

Gamification?

A promising finding for interventions designed to help refugees
and immigrants in capacity building and learning based on
modern learning techniques, such as the gamification approach
of the Big Step serious game.

use Mobile
Devices

@ Regular Usage (often or very often)

use PCs
Laptops

Regular Usage (often or very often)

39.5%
use Tablets

@ Regular Usage (often or very often)
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https://www.powtoon.com/online-presentation/czbNG56woLT/?utm_campaign=email%2Bshare%2Bby%2Bowner&utm_medium=SocialShare&mode=movie&utm_source=player-page-social-share&utm_content=czbNG56woLT
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IMAIXNIAOIIOIHXHX!

H IMoyvidomoinon (gamification) sivar n epapuoyn
ototyelov Kot apydv moyvidd, 6mwg 1 Padioidynon
KOl 1 €UYEVAC QuIAAa, o€ mepPaAlovio Tov Oev
oy vioo. Xpnotponotel otolyeia
OYEJGHOL  ToVIdWDV Yoo TN Peitimon g
EVOGYOANCTG TOL ¥PNOTN, TNG PONG TNG MABNnoNg Kot
mg a&loAoynonsg TV GUUUETEXOVIOV HECH  HLOG
ynNewkng mpocéyyilons. Me  dAlo Aoy, M
[Moyvidomoinon €xel oKOTO VA KAVEL TNV EKTAUOEVLTIKN
Swdwkacio va powdler meplocdTEPO pe  mOLXVIOL.
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Ot dpaotnprotreg tov BIG STEP ywpiloviar og 3
oTadWL:

101 —Epevva kot [Ipogtopacia,

102 — Zyedroopog kot Avamtoén,

103 —"Elkeyyoc ka1 EQappoym.

Kotd ™ dwdpkeon tov 101, kdBe etaipog deényoye
npwtoyevy  €pevva  pécw  Epotnpatoroyiov,
TPOKEWEVOD VoL GLAAEEEL TANPOPOPIES GYETIKG UE TIC
avAYKEG TOV OPAOMV EVOIPEPOVTOG, TIC YAMOOIKEG
TOVG Oe&lOTNTEC KOl TIG TKOVOTNTEC OTIC GVYYPOVES
Teyvoroyieg MMinpogopidv kot Emkowawviag (TTIE).

Ot ouddeg evolPEPOVTOG, KLPIOG TPOCPUYEC,
SKa10VYOl  AGVAOV, TPOCEYYIGTNKOY HEC®  TOV
emionuOV  dou®V  LWOJOYNG, WPOOTOCiOG Kot

vroompiEng mov vmdpyovv oe kdbe meployn. Ta
QOTEAECLLOTO OO TIG OTAVINOELS TOVS POIVOVTOL GTO
oxetko Infographic "Stepping Beyond". EmumAéov,
KOs  etoipog  OlEPELYNGE TG  TMOAITIGLUKECG
Wuotepdtnreg kabe yMPOG Kot €Toipace Avapopég
HoMmticpikev Iswitepotitov, mov mepthappdvouy
Oleg TIC amapaitnteg TANPOPOPIEG TIC OMOIEG EVOg
oAlodomdc mpémel va yvopilel yuoo vo (Rost kot va
evtayBel otV avtiotoym ydpa.
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3" ovvedpiaon TG XUVTOVIOTIKIG
Emrpomc

16-17 Iavovapiov 2018, Arovumhdva, ZioPevia - H
3n ovvedpioon g ZuvvtovioTikng Emitponng tov
épyoo  BIG STEP  mpaypatomombnke ot
Awvumiidva g ZAofevioc. XZvintiooue Yo to
OTOTEAECLLATO, TTOV TTPOKVITOVY OO TNV EQUPLOYN
tov 101, v 1péyovca avdntvén Tov S16oUGTATOV

(2-D) copapod maryvidiod kot Tov TpoypoUUaTIGUO
Yo TNV vAomoinon Tov Tpitov  oTOdiov  TOV
TPOYPEHUATOG

(103).

G < vw
102 — Xyedroopnoc kot Avantodn
2017, To

UCLL
Tpaypatomoinoe peydAn ekdnimon mpoddnong,

11 Noeuppiov, Béiyo -
oV omoia cuppeteiyay moALOL evolapEPOUEVOL OL
omoiol mapelyav avaTpoPodotnor oty e&EMéEn Tov
2% oTadiov TOV épyov (102).

ouvvedploon 1TNGg XUVTOVIGTIKNG
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Koatéd 1 owbpkea tov
YentéuPpro tov 2017, dleg ot mANpopopiec amd TIC
TPOTYOVLLEVEG EPEVVNTIKEG

102, mov Eekivnoe Ttov

OpacTNPLOTNTEG
GLYKEVTIPOON KAV KOl EVEOUATOOINKOV GTN LYoV TOL
TOYVIOWD, HE mopoiAayéc mov Pacilovtol ot
YADOOO KOl TIG TOMTIGHKEG 1d10TEPOTNTES KAOE
xopoc. To moyvidt Bo  etvon Oa
Qoeveital otV emionun 16T0GEMS TOV €PYOV Kol
Ba etvar evieAdc dmpedv kot TPooPAciLo Yo GAovG.

A0BIKTVOKO,

Téhog, katd t didpketn Tov 103 kar apov ot Teyvikol
EUTMELPOYVAOLOVEG TOL £pYoL avamTOEOLVY TN Pootkn
ékdoom ToVv TayVdL, Bo SOKIUAGOLUIE TO TToLyVidtl
oTIG O0UEG VTOJOYNG, TMPOCTAGING KOl VTOCTNPIENG
KkdOe yopag, 6mov {ovv o1 TPOGPLYEG, Ol AITOVVTEG
GoVAO KO Ol PETOVACTEG. Oa dNUIOVPYNCOVUE ETTioNG
éva eyyelpidlo oyetikd pe TOvV TPOMO YPNoNG Kot
Tpo®ONoNG ToL TayVdL. Avti 1| dedikacia Ba pog
dMoel TV amopoitnTn ovOTPOPOSOTNON Yl VO
BeAtidoovpe ™mv EQApPLOYN Kot mv
OTOTELECUATIKOTNTO TOL oy vidov. Ot opddeg
EVOLLPEPOVTOG LG KOl Ol EUREPOYVOLOovES Ba
vofdiovy oyoie mov Ba pog Ponbnoovv va
avamTOEOVUE KOl VO, KOWOTOUGOVUE TNV TEAKN
éKdoo Tov o VIS0V,

Emrpomc

3-4 Ampidiov 2017, Békywo - H devtepn csvvsé‘)p'{acn
g Zuvroviotikng Emitpommg tov épyov BIG STEP
npaypotomombnke oto Diepenbeek otic 3 wou 4
Amptiiov 2017, pe N GUUUETOYN TOV €TAIP®V ATO
t0 Béhywo, v Toeyia, v Kbdnpo, v EAAGSa kot
™ ZAoPevia. Kabe
OTOTEAECUOTO, KOl TO EPMTNUOTOAOYIO GYETIKA UE
v viomoinon tov I01. Ov ekbBéoelg avtég
xpnoinevoov ®g katevbuviipa ypopp yw 1o

etaipog mapovcince T

oyedlaopd toug Tov disdidotatov (2-D) coPapod
oy vVIoloy Kotd Tn odpkele tov 102 kot g
SOKIUOOTIKNAG EQUPLOYNAG TOL KATH TN OGPKELD, TOL
103.

Evdwpépeote va ovvepyaostovue; Epydaleote oe évav opyavicpd mov acyoleitor pe

mv EVOOUATOON TOV

Lo

TPOGPLY®V

GTIG YOPES VIOJOYNGS;

oy O
(@f' Emkowoviote poli pag: info@bigstepproject.eu § nro@nup.ac.cy
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WWWw.bigstepproject.eu

n www.facebook.com/BigStepProject
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