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VIRTUAL MUSEUMS IN THE COVID ERA

VISITOR 3;
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L Erasmus+ Programrne Kwdikog €pyou: 2020-1-FRO1-KA226-SCH-095600
ti of the European Union

[Toloc eival o okomoc Tou VISITOR;

To £pyo VISITOR otoxevel va apBAUVEL TIG TTPOKANCELG
H Ko lVOT[pO(&O( TIOU OVTIPETWTTICEL 0 TOPENS TNG EKTIAIBEUGNG KAl TOU
moATiopoU oTov amonyo Tou COVID-19. MNa moAAoUg

3TO £PYO GUUHETEXOUV 5 €TAIPOL OO 4 ' :
0 OUTOUG TOUG TOMEIG, N QVTIHETWTION TNG «VENG

XWPEG, TOOO ATO TOV ISIWTIKO 0G0 Kat

ano Tov Snupooio Topéa. Ot TOpEig TPOYUOTIKOTATAG»  OfjpOlve  TIpOCOPHOYN  OF
EVOLOWPEPOVTOC TWV ETAIPWY OPOPOUV QMAYOPEVCELG, OTAVIEG Kal/f] PE AUOTNPOUG OPOUG
TNV  EKMOISEVUTIKN  KOIWVOTOMIO, TN EMOKEWEIG TAENG OE TMOAITIOTIKG KOl EMOTNUOVIKA
SamoAtTiopikn gvaigOnromoinon Kat KEVTPQ, KOl KUPIWG PHOUTEia.

v évradn.

Interactive@ (FR)
Serious Games Labs YUYWV pe Tnv UNESCO,

oxeO0V TO 90% TWV HOUOEIWV

HELLENIC E?
r!gmmm (GR) g Eg (UK) ElXaV KAEIOEL KATA UECO OPO VIO
o 155 NuUEPES TO 2020 Kol TO 43%
;a':' KAEIOOV €K VEOU OTIO TIC OIPXEC
§6 [ (/=0 (GR) ‘osoesycom (BE) Tou 2021.
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To (WG 0TO TEAOG TOU TOUVEA £XEL T HOPPT) TOU YPHPIOKOU HETAOXNHOTIGHOV yia va

avtiotadpioel Tnv EAAEPn 510 {WoNG TTOMTIOTIKWY EMOKEWPEWV. XPNOILOTIOIWVTOG

PNPIOKO TIEPIEXOPEVO TO OTIOIO TTOPEXETAN 1ON amd pouaoeia, To VISITOR Oa ,
ETUTPEYEL OTOUG SATKAAOUG KOl TIG TASEIS TOUG VO SNUIoUPYOULV Ta SIKG TOUG %
£EOTOUIKEVPEVO EKTTONSEUTIKA OEVAPLQ.

AuTO Ba emiTeuxBel pe TN dnuloupyia:

e EVOG PNWIOKOU aTOOETNPIOU VIO TOUG EKTTAISEUTIKOUG WOTE VA
XPNOILOTIOIOUV UTIAPXOV PN PIOKO TIEPIEXOPEVO TIOU TIOPEXETAL ATIO TA
HOUCEIN I VO TPOGOETOUV TO SIKO TOUG

e £VOG TIONXVISIOU TIOU Ot PETOPEPEL EIKOVIKA TNV TAEN O€ eKOEpaTA
EIKOVIKWYV HOVTEIWV

e £VO HAONUO yio TNV UTTOOTNPISN TWV EKTTAISEUTIKWY OTNV EVOCXOANGN HE
TO WPNQLOKA EKOEPATA KO TO TTOXVIL

Mo va SLaBACETE TTEPIOOOTEPO OXETIKA PE TOUG OTOXOUG Kol TO ETIOIWKOUEVA ATIOTEAECHUATA TOU
EPYOU, avaTpefTe oTa apBpa:
e 01 6paOTNPIOTNTES EIKOVIKWY HOUOEIWV UTIOPOUV VO TIPOCAPHOCTOUV OTa

dEPTE TO Jouaeio atny Tan oag!

EUTIVELON O€ EIKOVIKEG
CEVOYNOEIC OTO OUOEID

O Amit Sood §ekivnoe To £pyo Google Art wg Evav
TPOTIO YIO VO KAVEL TO HOUCEIQ TIEPIGTOTEPO
TMPOORACIPN 0 OG0UG SEV UTTOPOULV VA T
EMOKEPTOUV Sl {wong.

AuTi n Swpeav S108IKTUAKI TIAATPOPHO EPYWV
TEXVNG, YVWOTH TAéoV WG Google Arts and Culture,
Sivel Tn SuvatoTnTa oTOUG XPNOTEG Va
TEPINYOUVTAL OTIG YKOAEPT KOt VO §EPELVOLV TIG
TAnpoWopieg mou axetilovTal PE Ta £PYQ TEXVNG.

H mAaTt@oppa epAapBaver EMiong TPONYHEVES
SduvatoTnTeg avadiTnong Kat KNS EuTIKOUG
Topoug (OTwG KOUI{ Kat Xpovodiaypappata
1oTopiag TEXVNG).

Eva TOPTPETO TOU PEUTTPAVT ATIO TNV EIKOVIKI) TIEQINYNON OTOV 20 0POPO TOU RijRsmuseum oTo AUOTEPVTAU Sehida 2


https://logopsycom.com/virtual-museum-activities-can-adapt-to-your-curricula-and-students-needs/
https://logopsycom.com/visitor-bring-the-museum-to-your-classroom/
https://artsandculture.google.com/

APVOVTOG TOUG SAOKAAOUG VO TTOUV TN YISIWK ;:
yvwpun toug!!

Navw ano 100 SaokaAol pwWTHONKAV WOTE VA
Bon6rigouv otnv avamnTun Kot To oXeS100H0 TWV
gpyoAciwv pog. Mg Tn BonOsla TWV ATAVTHGEWVY TOUG,
TO TIOUXViSI KOt TO PN@IaKo amoBeTiplo Oa
dnuioupynBoUlV KaTGAANAQ yia Vo TAIPIAJOUY PE TIG
QVAYKESG TWV TASEWV KOl TWV TIPOYPOAHHATWY
OTIOUS WV TOUG. AEITE TIG ATIOVTIOEIG TOUG TIONPAKATW!

(amavtioeig and To Hvwpévo BaaoiAeto, Tnv EAAGSA Kat To BEAY10)

EPEYNA - ElkovikeC evaynOeIC 0€ HOUOELD V1oL OXOAELQ

AVERAGE TEACHING EXPERIENCE

e 45 years
(SD=10.5)

165 ears

TEACHING AT

FAMILIARITY WITH TECHNOLOGY 44.60%
ENCHANGED LEARNING & VIRTUAL
MUSEUM TOURS (VMTS)

FAMILIARITY WITH TEL
I 97 % \Qo \\o \\o
FAMILIARITY WITH VMTs od A QA
B 329% :
VISIT VMTs WITH CLASSROOMS
I 9%

TeAida 3



ElKOVIKEG Eevayroelg o pouoeia: Epmelpieg Kat Tpoodokieg mmm %t

MOTIVATION FOR JOINING VMTS (n = 32)

l.Increase students’ interest in museums
2.Covid-19 po.nclemic
3.Novelty in teaching

4.Enriched curriculum activities

EXPERIENGED TEACHERS (n = 69) Securing a good

Internet

Visited archaeology, Organized the VMTs connectivity

art or history museums themselves
B s I s

History or language Used laptops or desktops
school subjects provided by schools

I oo I 1% N oe.icn ecming

activities around
the visit

Design learning
activities around
the visit

MAIN CHALLENGES

INEXPERIENGED TEACHERS (n=32)

m m Finding time to

Wish to visit science or Want to organize the VMTs organize the visit
technology museums themselves or with colleagues |

Finding devices
for my students

MAIN CHALLENGES

>UVOEON NUISOUNHEVWY EIKOVIKWY EEVOYNOEWY OE POUOEILD

NO

YES VMI
3/4 @ Use cases and lesson

o N
74% wwww ) plans for the artifacts

Integrated assessment
tools

Link to the curriculum Cwn T
Activities in linear

order

Lack of devices
Teaching experience

Main fartors

Time consuming

)SD interface

Teachers' age
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Miol «KAEPTH POTIO» YIO TO TI TTPOKELTOL VO aKOAOUBT)OEL

EpyadopaoTte GKANPG yia T Snpiovpyia £vog S1adpaoTikol matxvidiol mou ameuBUvETAl G 5AOKAAOUG
KOl OTOUG HaONTEG TOUG.

Mo Vo ETOIHACOUY TO TIAIXVISI VI TOUG HaBNTEG, Ot 2 Aertoupyia STUDENT, o1 pantég elodyouv
SaaokaAol Oa XpNnoILOTIOI00VY TIG SuVATOTNTEG TIg ANPOYOPIES TOUG, EMAEYOUV Ta avatar Toug
Acrtoupyiag Tou AAZKAAOY &iTe yia va avtAolv KO GUPHETEXOUV OTIG EKBEDEIG TIOU EXOUV
TEPIEXOMEVO OO TNV Yok BIBA0ON KN &iTe yia dnutoupynoet o1 kaBNyNTEG TOuG. NMepinyoulvTan
va aveRAOOUV TIG S1KEG TOUG £IKOVEG. H TTpoabiikn oTIG S1apopeg aiBouoeg Tou pouotiou Kat
YNQPIOKOU TIEPIEXOUEVOU ONHAIVEL ETTIONG OTIAVTOUV OE EPWTIOEIS VIO VO TIAPOULV
opydvwaon Kkat dnpoupyio kBEoEwV oUPPWVA pE KOVKAPSES kot var §eKAEIBWOOLY TNV TEMKN

TIG TPOTIUNOEIS TOUG. empPpapevon.

When was the Venus de Milo created?

© Around130-1008.C.
© Around 150 - 130 A. D.

QO Around 150 -130B.C.

Summary of your score by room

Mythology Portraits Ancient Egypt
2/4 | i 4f4

VAT x‘f\g‘ A

sacred Art Historical Paintings Busts Room Scenes
111 ofo ofo o/

Sorry, this room is not yet open !
’ Each room opens after you have answered all questions
FAVATS

of the previous room.

KaAoUpe OAOUG TOUG EKTTANSEVUTIKOUG TIOU EVOIAPEPOVTAL VO SOKIACOUV
TNV £QapPUOYN gaming va EMKOWVWVIIGOUV pe T Mapia
(maria.aristeidou@open.ac.uk).

Mo va EVPEPWVECDTE YIO TAL OTIOTEAEGHOTO TOU £PYOU, VI SI‘I‘OR ’
emokeWOeite TNV 10TOOEAISO pag: https:/ /visitor-project.eu/

VIRTUAL MUSEUMS IN THE COVID ERA

T Co-funded by the To £pyo VISITOR (Virtual Museums In The covid eRa) cuyxpnuaTod0THONKE He TV UTIOGTAPIEN TNG EvpwTaikrG EMTpOTHG. Kat Ba uhoToinBel
': :* Erasmus+ Programme amo tov MapTio Tou 2021 £éwg Tov DeBpoudplo Tou 2023. To TEPIEXOUEVO TOU £PYOU OVTIKATOTITPIZEL HOVO TIG ATTOWEIG TOU GUYYPAPED KAl N
Bl of the European Union Emitpomn dev pmopei va BewpnBei UTELBLVN Yia OTIOISNTIOTE XPAON TWV TTANPOWOPIWY TIOU TIEPIEXOVTAL OE AUTO.
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https://visitor-project.eu/

