AELoTtolwvTac Th oxedlaon kat TN
OXEOLOOTLKA OKEYN yLa TNV
| AVATITUEN ouveEpyATLKWOV Epyaleiwy

\ / LdeEaopOoU, ouvBeoncg kat
v O kalvotopiac
H eurmtelwpia aro to epyo eDea
AvBplavoc Mammacg Miavvng Fevaknc
N X ApyuUpnc Apveiiog YTiupog MTtodhuAdTocg

SEDN\ MANEMNIZTHMIO
B AITAIQY

NOAYTEXNIKH EIXOAH
TMHMA MHXANIKON EZXEATAZHE "bﬁ ¢
MPOIONTON KAI ZYEITHMATON 2

WNpIaKEG UNNPECIEG YIa ISEACHO, CUVEpPYaocia
[a—] & cUvOeon oTn oXedIAoTIKA OKEWN




To €pyo eDea

To EPELVNTIKO EPYO
eDea OTOXEVEI 0N
OX€dI0ON KAl OVATITUEN
PNPIOKWV UTINPETIWV
TIOL aTtevBuvovTal o€
OXEOIOOTIKEC OUADEC KOl
£XOLV 0OV OTOXO VO
OLMBAANOLY 0TV
KQIVOTOUIO HECW TNG

WYNPIOKNG EQAPHOYNG
TNC OXEDIOOTIKNC

OKEYNC.

WnPIakEG unnpPEecieg yia I0EacHO, cuvEpyaaoia
- & oUvOeon oTn oXedIAcTIKN OKEWN

: / ANENISTHMIO
TANEDIZTHMIO ITAIQY
OEXXAAIAX
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TL elval

H oxedlaotikn okEPn elval pua
avOPWTTOKEVTPLKI) TIPOCEYYLON
oTNV Kawotopia, Bactopevn ota
gpyaiela oxedlaong mou
AapBavouv uttoyn TG avAaykeg
TWV AvOPWTIWVY, TLG TEXVOAOYLKEG
SUVATOTNTEG KAl AAAEG
QTIALTAOELG.

Znp. Asv untdpyet Evag poévog Kowd
amoSeKTd 0pLOUOG, UTTAPYOUV
SLapopeTikd peupata

‘@‘ Tl elval n ZxedLaagTikn ZKeyn

loTopLka

e IOTOPLKEG apyEG amod To ‘50
Kat ‘60

e BaolopEvo o€ epyaiela Kat
pueBodoloyieg oxedlaong

e Akadnuaikn mpooEyyLon

e “EkAdikeuon” tou 6pou amd
10 2000, peTagopd TG
OXESLAOTLKNG OKEYNG o€ AN
Tiedla, ETILXELPNMATLKN
gpappoyr

e Baowkot mpoaywyot: IDEO,
d.school, Design Council, k.a.

TAHEpPQ

Mua peBobog yLa tn kawvotopia
KAL TNV QVTLHETWTILON
TIOAUTIAOKWV TIPOBANUATWY, JE
piec amo tnv eLdlkOTNTA TNG
oxedlaonc.

MA€ov xpnoLyoToLeitat o
TIOAAOUG TOMELG WG Epyaleio
Katavonong Kat Sounuevng
emiAuong TPoBANUATWVY.
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- XxedlaoTikn Atepyaaoia
Design Process

TO HOVTEAO TOU
AUTTAOU Atapavtiou

Ta §V0 SLapdviia avTLTPoowTeVOLV PLa stadlkaoia Stepevvnaong
€VOC BEPaTOC KAl 0T ouveExela avaAnydng eotlacpevng §pAong.

ddoeLg amokAivouoag kat cuykAlvouoag okePne.

AvakaAuyn / Discover. Katavonon tou
poPARuatog. MepthapBavel tn oulrtnon Kat
XPOVO TIOU TIEPVOUNE PE avOpWTIOUG TIOU
ennpeadovtal ano to {Atnua.

OpLopog / Define. H entityvwon mou xtidetat amod
Tn @aon tng avakaiuPng Bonba otov opLopod
TOU TIPORAAATOG PE SLAPOPETLKO TPOTIO Kal
HEYaAUTEPN canveLa.

Avantugn / Develop. Atepelvnon SLAYOPETLKWV
anavtioswyv / AUCEWV OTO OPLOPEVO TIPOPBANMQ,
avadnTwvtag EPTIVELOH Kal CUVSLAPOPPWVOVTAG HE
AAAouc.

MNapadoon / Deliver. MeplAapBavel tn SokLun
SLAPOPETIKWV AUCEWV OE PLKPH KALPaKa, TNV
anoppuPn pn AELTOUPYLKWVY AUCEWV KaL TIEPALTEPW
avamnrtuén ekelvwv ou Ba AeLtoupyrcouv.
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=(P) - AttAo Atapavtl

Double Diamond / Framework for Innovation

Ektog amod tnv iéa tn oxedlaotikr Stepyaoia,
onpaocta €xeL kat to mepLBAarov oxedlaong,
TIPLV, KATA TN SLAPKELQ, KAl PETA.

* [pwv: KaBoplopog tautotntag, opapatog
Kat katevuBuvong. Molol elpaocTe Kal TL
B€AoupE va TIETUXOULE.

e Katd tn didpkeLa: H onuaocia tou va
AapBavetal urtoyn to euputepo TAaioLo
oxedlaong, oL ox€oeLg Kal AAANAETILEpACELG
ME ToV uTtoAoLTto KOOopOo. H avaykn
NYETIKOTNTAG PJECA OTN OXESLAOTLKN
SLadikaota, kat o poAOG TNG

agpnynuatkéTnTag.

*  Metd: ZkEPn yLa Tto AoV Tou
oX€6LA0TIKOU AmOTEAECUATOC,.
Buwolpdtnta, EMUTTWOELG, Blwolpotnta.

CONNECTIONS AND
RELATIONSHIPS

ORIENTATION
AND VISION
SETTING

CONTINUING

EXPLORE THE JOURNEY

REFRAME CATALYSE

LEADERSHIP AND
STORYTELLING
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-(P)- Zxedlaatikn Zkeyn
n uebodoc tou Stanford d.school -

Hasso Plattner Institute of Design

EvouvaioBnaon Ideaopocg

[MpWTOTUTIO-
Ttolnon

OpLopocg




EvouvaioBnon

e Katavonon Twv avaykwy Twv XpnoTwy
e Avaykeg, embupieg kat cuvaltebnuata
e [lapatripnon UPLOTAPEVNG KATAOTAONG
e EpBabuvon oto mpoBAnua

Optcpoq

ZUAAOYN Kal SLahoyr SeSopEvwv
e Anocagnvion TpoPANHaTog
*  OpLopdG TNG OTITLKAG HAG Ywviag
* Problem statement / design brief

—

=1

ISeaopog

Mapaywyr KawoTopwy LEEwV
ATIOPAKPUVOTN ATIO TO AVAUEVOHEVO
Atepelivnon SLAWOPETLIKWY EKSOXWV AUCEWV
Zuvénuloupyia Lsewy, brainstorming

MpwTtoTtuTioTIolNnON

MpdxeLpn vAoTtolnon LEEWV

Xprion oxedlou kaL TIPOXELPWY HOKETWVY
AELoAOYNON UE XPHOTEG

Tt SoUAeUEL, TL xpeLaletal BeAtiwon

AOKLHA

AELOAOYNON OXESLACTLIKWY TIPOTACEWV
Xprion tou Tpoiovtog

MepLoodTEPN KATAVONGN TOU
TipoPAfpatog pEow TG agloAdynong
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-(P)- Zxedlaatikn Zkeyn
wW¢ EMaVaAnTTikn / KUKALKN Stadikaoia

/

EvouvaioBnon | ISeaopocg

[MlpwTOoTUTIO-
Ttoinon

/

OpLopocg










MARIE ANNA

Age:

28

Nationality:  Sweden

Location: London, England

Occupation:  Data analyst

Marie is a student of Clinical Psychology at the University of Oregon.
She comes from a well known conservative community in Mombassa
where it is uncommon to marry outside ones tribe. Eunice is barely

GOALS

o Needs to complete her
dissertation before the 5-month
deadline

o Desires a romantic relationship
with @ Kenyan man (preferably)

FRUSTRATIONS

+ Needs te complete her
dissertation before the 5-month
deadline

« Desires a romantic relationship
with a Kenyan man (preferably)

PERSONALITY
Sanguine G
Outgoing L

Reserved L

FAVOURITE APPS

Instagram  AISOS
nerrux ot

>
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e Tpotmog opadoToinong Kat opLopov I
TIPOTEPALOTNTAG LEEWV ErteEnynon kat

e AZLoAOYNON TWV LEEWV WG TIPOG 2 HE XELPOVOHLEQ
peTapANTEC
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T like
Thiwngs you like or find
remarkable

Questions
Questions that have arisen from
the experience

T wish

Constructive criticism

Tdeas
Tdeas that have arisen from the
experience or presentation




\ ' V4
'@' Facilitation

Design Thinking w¢ opadilkn §pactnpLotnta

OpadikotTnTa Aveon ZUVTOVLIOHOG

H oxedlaotikn okEPn
Baoiletal otnv opadikotnta.
Ta TepLocotepa epyaleia
S0UAEVOLV KaAUTEPQ OE
OMASEG.

Meploodtepa ATOpA £XOUV
TIEPLOOOTEPEG LEEEG
MoAAQTIAQOLACTIKO OPYEAOG -
oupmepANYN Kat
TIAOUPAALOMOG,
aAMnAoforBgLa oto xtiowwo
L&EWV

H opdda Ba mpemeL va exeL
OLKELOTNTA PETAEL TNG
Anploupyla eplBaiAovtog
OTIOU OAEC OL LEEEC
akoUyovtal LodgLa

Ma TV amopdkpuven armo TG
QOQAAELG KOL TETPLUMEVEG
AUoeLg xpetadetal va Byoups
EKTOG TNG CwvnG AVEDT|G Mag

O ouvtoviopog (facilitation)

Twv Spactnplotitwy eivat

KOMBLKOG

H onuacta tou va e€nyeital tw

KAVOUE, OE ATopa TIOU &gV

yvwpidouv tn Sladikacia

O ouvtoviotng StacaAileL:

1) Hopada &epel TL kKAVEL O€
KABe BRua

2) YTapyeL Aveon, £xeL
OTIACEL O TIAYOG

3) KaM\iepyeital mvelpa
SnuLoupyLlkotnTag



e Avarmtuén peBodoAoyLKouU TTAaLGiov yLa tnv
KALVOTOPLla peow OXESLAOTLKNG OKEYNC.

* YnNYLAKEG UTINPECLEG OXESLAGTLKNG OKEYNG,
pHeow LoeaopoU, ocuvepyaolag, Kal cuvBeaong.

* MAOTLKI EPAPHOYN KL KAAEG TIPAKTLKEG
XPRoNG Twv Pn@Lakwy UTtNPECLWY (O€
aKadnUAiko Kal ETILYELPNHATLKO TIEPLBAAAOV)



H TTAQTQOpUa

A multi-purpose
platform for the
teacher, student and
the professional!

Our platform goes beyond traditional teaching and learning,
offering a collaborative canvas where not only teachers and
students but also professionals can come together to
collaborate and create. Explore a dynamic space that caters to

the diverse needs of all its users.

edea.e-ce.uth.gr



£ Import favourites  [%) November 4 Fundin...

MpéTuTIa

v Game Design and Development

Mevou

£ Kwdikd¢ dwpatiou

hbUC49 0

o0l Zromomika dwyatiou

Mpoemok6éTnon Sid@opluv GTATIOTIKWY yId

TNV arrodoan Twv JaBnTwy.
2 Méhn v
& Kabnyntrig ~

*

_|_

Anpioupyid Xwpou epyaoiag

Team A - Opdada A
MarthoTe TIC TEMTOES yIa v
o ypagTeiTe oTNV Opdda -

Click on the dots to regi

) Dell [M Webgate - Erasmus... (¥ Teaching to Teach (...

ApaaTnpIoTnTES ivakeg

Team A - Opdda A

MatrioTe TIC TEAITOEC yia v
a ypagteite oTnV opdda -
Click on the dots to regi

ster to the team

Team E - Opdda E
MatAoTe TIC TEAITOEC yIa v
a ypagreite oTNV ouada -

Click on the dots to regi

Awpdria

Team B - Opdda B
MatraTe TIC TEAITOES yIa v
a ypagreite aTnv opdda -

Click on the dots to regi

sterto the team

XT ER

Team Z - Opdda Z
MathoTe TIC TEATOES yia v
a ypagTeiTe oTHV Opdda -

Click on the dots to regi

e

e

Team [ - Opdda I

MarioTe TIg TEAITOEC yIa vV
a ypagTeite oTnV opdda -
Click on the dots to regi

ster to the team

Team H - Opdda H
MartAoTe TIC TEATOEC yia v
a ypagTeite aTnV ouada -

Click on the dots to regi

<




Templates Activities Boards Rooms

Templates

Explore ready to go templates.

Stages Activities
v Game Design and Development - HY516
[ Description of the... v Game characters
o o o e O Video: play is mor...
Immersion for insights ] Immersion for insights (.. Immersion for insights (.. Immersion for insights (..
Duration: Duration depe... Duration: Duration depe... Duration: Duration depe... Duration: Duration depe.. [ Video: games can..
[ Analysis of users

Characters worksheet

D Game world 1. Are the game's characters primarily art-based or story-based?

2. What style is your art-based character drawn in : cartoon, comic-book superhere, realistic, gothie? Will your
character be exaggerated in some way: cute, tough, or otherwise?

3. Do your art-based characters depend upon visual stereotypes for instant identification, or are they more
subtle than that? If they are more subtle, how does their appearance support their role in the game?

4. Canthe player tell by looking at a character how that character is likely to act? Are there reasons in the story
or gameplay for wanting a character’s behavior to be predictable from her appearance, or is there a reason
to make the character ambiguous?

5.  IF the game offers an avatar, does the avatar come with a sidekick? What does the sidekick offer the player -
information, advice, physical assistance? How will the sidekick complement the avatar? How will the player
be able to visually distinguish between the two of them at a glance?

D Game mechanics 6. With a story-based character, how will you convey the character’s personality and attitudes to the player —

through narration, dialogue, gameplay, backstory, or other means?

7. What about the avatar will intrigue and interest the player?

B. What about the avatar will encourage the player to like him?

E Team collaboratio... 9. How will the avatar change and grow the game? intellectually? Or will

she remain essentially static?

10. Do the characters correspond to any of Cambell's mythic archetypes? Or are they less archetypal, more
complex roles to play, and if so, what are they?

11. Whatis the sound of each character?

12. How do the character’s vocabulary, grammar, tone of voice, and speech patterns contribute to the player’s
understanding of the character?

Source: Fundamentals of Game Design, by Earnest Adams

[ Game story
Dwroypagikd NUepordyLo H Tafwounon kaptiv F ZuvevTeUEelg akpaiwv Xpr)... s

Muya otov Toiyo

Aapkeia: gwe 1 npépa Atdpkeia: 30 AEMTA MPOET...

ALdpKELa: avd MEPUTTWOM Adpkera: 15 hemrd




+ Back @ @ 30% ElFit

o Journey Map




Wn@IakES UNNPECIES yia IBEACKHO, cuvEpyacia

& oUvOeon oTn OXESIAOTIKA OKEWN

EuxaplLoTtw TTOAU

AvépLavocg Marmmdg
adrianpappas@aegean.gr
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