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NepiAnyn

H mapovoa peAetn efetdlel mig ovvnbeleg kal TG OTACE TV veapwmv gamers otnv EAAGda,
avadekvoovtag ™ Suvapikn Twv Pnelakony rayvidiov g epyaieia avamtuéng twv 6elottwv tov
210V A®OVA, AMA KAl TOV OTACE®Y AIIEVAVTL 0TV TeXvoAoyia. MEéoa aitd TO €PpWTNUATOAOYIO IOV
avattuXOnKe, KAtaypapnke n ouxvOTTA EVACOYOANONG TOUG e TA WYn@laka mayvidia, n e€okeimon
TOVG UE TNV TeEXVOAOYiA, KABMS Kal 01 KOWVWVIKEG TOUG aMNAemSpaoelg Heow TV ouadoouvVepPYATIKMV
ynelakov mayvidiov. H peAétn ovvelopepel oe mepaiteépm Epeuveg, ov diepevvoiy v Suvatotnta
a&loroinong twv mayvidiov oty ekmtaidevon kat Wiaitepa otny avammtudn twv Seflotntov tov 210V
ALOVA, OTTWG 1) CUVEPYATIA KAl 1 EMKOIVWVIA.

NE€eic KAELSLd: emxowvwvia, 0TAoELe, cuvepyaasia, Texvoloyia, Ynelaka mayvidia
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Abstract
This study explores the attitudes of young gamers in Greece, highlighting the potential of digital games
as tools for developing 21st-century skills, as well as fostering positive attitudes toward technology.
Through a structured questionnaire that was developed, the frequency of engagement with gaming, the
technological affinity and their social interactions within cooperative digital gaming environments are
examined. This research contributes to further studies investigating the potential of digital games in
education, especially in fostering 21st-century skills like collaboration and communication.
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Elcaywyn

H taybtam avanmtuln g texyvoloylag kat 1 av&avopevn SnUOTIKOTNTA TV YPHPLAKDV
mayvidwwv (digital games) €xovv Snuiovpynoet éva veo mepiBaiiov, OOV 01 veapol gamers
a@’ evog €COKEIMVOVTAL PE TNV TEXVOAOYIA €V TAUTOXPOVA EUTTIAEKOVTAL OF KOIVWOVIKEG
aMnAemSpaoerg. ISaitepa otovg veovg, Ta mayvidia amotedolv £va 10XLVPO TTOAMTIOUIKO

Avayveplotiko preiakng epyaoiag: https://doi.org/10.12681/codiste.7705
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(PAVOLEVO, TTOV CLVOVLALEL TNV YuYAYy®Yid He T SnUovpYIKT) OKEWPN KAl Tnv emAvon
npoPAnuatwv (Zhang & Shang, 2015).

O1 oVyypovol gamers ektiBevian oe meP1BAAOVTA TTOV TTPOAYOLV TN ANYPT AWTOPATEMV, TNV
emiAvon TPoANUATOV KAl TNV AAANAeTiSpaon o€ OUASES, EVIOYDOVTAG TIG KOIVMVIKEG TOUG
KAVOTNTEG AAAA KAL TNV IKAVOTNTA TOVG va okepTovtal kprtikd (Valkenburg, 2020). ISiaitepa
Ta Pneaxka sayvidia mov meprapufavovv SpactnpiotnTeg Ol 0TOIEG ATAITOVV OTPATNYIKO
oxedaouo, avaivon Sebopévmv kal emKovmvia, €xouvv amodelydel 1oxvpd epyaieia oty
avatugn avtaov Tov Seflottwv (Steinkuehler & Duncan, 2008).

IToMég peléteg exouv Oeiel 0TI 0 AVTAYWVIOTIKOG XMPOC TWV PNPLOKKDV TAXVISIHV
UITopovV va OLUPBAAOLY OTNV KOANEPYEWM €VOG €UPEDS PAoUATOg OeEloTNTWV oV
mephappaver Se€10TTeg ocuvepyaoiag, eMKOVOVIAG, EMAVONG TPOPANUATWV KAl PHPLUKES
6e€lomteg Tov 210 awwva (Zomer et al., 2021). H aAnAemiSpaon pe v texvoAoyia ota
Pneuka mayvidla, Switepa ota Stadiktvakd mayvidia moAwv maktov (multiplayer
games), EVOOUATOVEL TIG SeE10TNTEG TNG OUVEPYAOIAG KAl TNG EMKOIVOVIAG O Eva SUVAUTKO
mep1AAOV, OITOL 01 TTATKTES KAAOUVTAL VA GUVTOVIOTOUV KAl VA AVATTTUEOLV OTPATNYIKES Yia
Vv emitevén kotvoL otoXov (Zhong et al., 2022). Zvykekpipeva, n 5e€10TTA TG CLVEPYATiag
mepthaufavel v Kavotnta epyaciag oe opadeg, péow auolfaiag eumoTooUVNG Kot
KATAVOUTG POA®V, XAPAKTNPOTIKO TV Tatyvidiwv tomov FPS (first-person shooting) kau
MOBA (multiplayer online battle arena). H §e§l0tnta g emkoivoviag agopd tn HeTddoon
TAN POPOPLDV, TNV AVTAAAAYT) 18e®V Kal TN S1ayeiplon ouykpovoewy evtog Tng opadag (Barr,
2018), oTol Ela OV KPIVOVTAL AITAPAITNTA Y1A TNV KATAKTNON TNG VIKNG 08 OAA T OHASTKA
AVTAYWOVIOTIKA PHNPLOKA oy vidia. AkOun, ol Kowveg SpaotnploTnteg OToV YNPLakd KOO0
TOV TAYVIOIOV UITOPOVV VA EVICYVOOLV TNV KOWV@VIKT aAMnAemidpaon kot va evBapplivouy
TNV AVATITUEN OLVEPYATIKQOV SEELOTNTOV HEoW NG TeEXVoAoyiag (Barr, 2018).

Q0T000, VK LITAPYEL ONUAVTIKOG OYKOC EPEVVAV TTOL LITOYpauuidel T Betikn emidpaon
TV TAXVIOIV OTNV avATTUEN KOWWOVIK®OV KAl YVOOTK®V Odeflot)twv oty Siebvn
BiBAoypapia, tAnpopopieg yia Tig oLV Oeleg KAl TIG OTACEIS TV VEAP®DV ZAMETS ATEVAVTL
OTa PNELaKa ayvidia kat tn texvoroyia omv EAAGSa mapapévouv Atyotepo peAetnueve.
Emopévwg, 0tox0g g mapooag HeAETNG elval va S1EPEVVI|OEL T OUYVOTITA EVAOYOANONG TV
VEAPWV gamers Ue ta Pneuaka mayvidia, v efoikeiwon Toug pe v TexvoAoyia Kal Tig
OTAOELG TOUG OYETIKA LE TIC KOWVMVIKEG AMNAETIOPAOEIS 0TA OHASTKA YrPlaka satyvidia mov
evBapplvouy v avantuén Tv Se€10THT®WV TOV 210V AOVA, OTTHE AVTEG TN CLVEPYATTAS KAl
NG EMKOIVOVIAC.

MebBoboAoyia

H mapotoa peAretn Sie€nydn péow g avamtuing evog NAEKTPOVIKOD EPMTNLATOAOYIOU Le
epwtnoelg Tomov Likert pe otoyo ) Siepevvnon twv ouvnoelnv kal TwV OTACEDV TV VEAP®DV
gamers OCOV a@OPA TNV €vaoyXOANOT pHe TO gaming, TNV XPromn g texvoloylag kal tnv
ovppetoyn oe StadikTvakd Ynelaka atyvidia toMov maiktov (multiplayer games) 1) gaming
KOWVOTNTEG IOV TTPOwOOLV TNV avarttuén §e€l1oT TV Tov 210V AIOVA.

Ymv €pevva ovppeteiyav 39 atopa (N=39), pe epmeipia ota nAektpovika mayvidia. To
epwTUATOAOY10 StaveunOnke Stadiktvaka eite péow QR Code mtov avapthOnke oe OXETIK)
avakoivwon kat Staveundnke ota Internet Cafés, eite péow ovvdeéouov otovg Gaming Servers
oto Discord, 0mov cLUUETEXEL €vEPYA UEYAAO TTOCOOTO TNG KOWOTNTAC TWV VEMV IOV
aoyoAovvtal pe Ta Pneuakda mayvidia. H cuAloyn Sedopévav 81e€nydn katd 1o yxpoviko
Stlomua tov Avyovotov-Zemtepfpiov 2024, kair N ovppetoxn TnTav ebelovtikn,
Slao0@aAidovTag v avevupia TwV CUUIETEXOVIMV.

H Soun tov epwtnuatoAoyiov BpioKeTa 08 CUUP®VIA UE TN OYXETIKEG EPEVVEG ATTO TN S1E0VN)
BiBAoypapia, wote va Sac@alotel 1 eyKLPOTNTA KAl a&loMOTIA TOV €pyaAgiov.
SUYKEKPIUEVA, Ol EPWTIOELS OXETIKA LE TNV OUXVOTNTA £VACOXOANONG HE TA NAEKTPOVIKA
T ViS1a Kol TN TEXVOAOYIKI] Aveon o€ {NTNUATA JIOU APOPOLV TNV EALOT TEXVIKM®V
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MTNUATOV KATA TNV ALITOUPYld TV NAEKTPOVIK®OV OUOKELV®V QIAPAITNTOV Yld TNV
EVAOYOANOT) e TO gaming, kaBwg KAl e TNV eEEPEVVIOT VE®V YNPLAKDV TAATPOPURDV, EXOVV
Baowotel oy épevva Twv Choi et al. (2020), evo 01 EPWTIOEIG OXETIKA UE TNV CUUUETOXT] TOV
VEOV 0g Yn@laka mayvidia moAMav maktov (multiplayer games) 11 oe dAAeg gaming
Koot Teg €xovv Baoiotel otnv Epevva tov Ghetau (2021).

To epOTUATOAOY10 XWPICETAN OE 4 EVOTNTEG:
1) Anuoypagixa Xtotyeia: Epotioeig yia To gUA0, TV nAkia kat o emnimedo ekmaidevong.
2) EvaoyoAnon pe ta ynelaka aayvidia: Epomoeig OXeTKA LLE TNV CUYVOTITA EVACTYOANOTG
LE TA YNELAKA TTayvidia. AvaAluTikd, a) T000 CuXVA TALdeEIg NAEKTPOVIKA Tatyvidia; ) oe molo
eminmedo evaoyOANoNg e Ta NAEKTPOVIKA Tty vidia Bewpeig Tov EaUTO 00V; Y) TOGO OT)LLAVTIKT)
€lVAL Y10 0&€va 1] EVAOYOAN 0T LE TA NAEKTPOVIKA TTatyvidia otnv kabnueptvotntd oov; §) mdéco
XPOVO APIEPMVELC OTA NAEKTPOVIKA matyvidia oe kabnuepvn faon;
3) Eéoixeiwon ue myv teyvoloyia: Epmtnoelg oxemkd pHe TNV euxepela oTn ¥Xpnomn g
texvoloylag. AvaAutikd, a) oo aveon vViwbelg otnv Xpror TEXVOAOYIDV KAl TIAATPOPU®DYV
OXETIKA HE TA NAEKTPOVIKA mayvidia; ) mdoo ouvyva efepevveig vEeg MAATPOPUES Kal
TEXVOAOYIEG OXETIKA LE TA NAEKTPOVIKA Tatyvidia; y) mdoo 1kavog aiodaveoal otV emiAvon
Baoik®V TEXVIKGOV TTpoBANUATOV TTOL OXETI(OVTAL LUE TA NAEKTPOVIKA TTatyvidia; §) mdco ouyva
aoyoAeioal kal pHe AMEG WPNPLOKEG TAATPOPUES €KTOC TV TMAEKTPOVIK®OV TATXVISI®DV
(mpoypauuaTIoNOg, HECA KOIVWVIKNG SIKTUWOTC);
4) Kowvwvikn aAnienibpaon xkat ovvepyaoia: Epwtoelg mov apopovv T diepedvnon g
EUTTAOKTIG TOV CUUUETEXOVTIWV O PPLaKa matyvidia mov mpowbovv tig §e§10TnTeg TOV 210V
awva. AvaAuTika, a) 000 oLYVA TTAIElg OLASTKA NAEKTPOVIKA AT VIOIA 1) CUUUETEXELS OF
Sradiktvakeg kowvotnteg gaming; ) oo aveon aobaveoal 0tav SovAevelg oe opada yia v
EMITEVEN KOOV OTOXWV OTA NAEKTPOVIKA A VIS, y) OO0 GUYVA EMKOIVWOVEIG e TOUG
AaA\ovg TaikTeg Kata v Sidpkela tov mayvidiov (chat ry voice chat); §) mdco ovyva mpotipdag
va aidelg opadika avti yia atopikda nAekTpovika sayvidia;

AnoteAéopata

H avdvon tov amoteAeopdtmv g Epevvag Oa mapovolactovy avaAVTIKA 0TO GUVESPIO.
Kamowa mpwta evéeiktikd anmoteAéopata rapatifevral mapakato.

'‘O0ov aPopd Ta SNUOYPAPIKA OTOLYEI TV CUUUETEXOVIMV, Ol TEPIOCOTEPOL EIVAL APPEVEG
(92%), nAkiag kAt TV 18 etwv (67%), eved WG TPog To eminmedo ekmaidevong, 10% SnAwvouv
pabnteg Anpotikov, 59% padnteg 'vuvaoiov 1) Avkeiov, kot 28% @orntég. Emopévmg, o
mpopid twv EAMNvov gamers omv mAgloyn@ia tov eival appeveg kal Kuplwg padnteg
Sevtepofabulag ekmaiSevong kal Qo TeG.

'‘O00ov apopa TNV evacyOANOoT e Ta NAEKTPOVIKA Tatyvidila, t0 65% TV CUUUETEXOVTWV
aoyoAeital oxedov kabe uepa, o0 79% eVIACOEL TOV EAVTO TOV QIO UECAI0 £WG TIPOXWPTUEVO
eminebo, 10 58% Oewpel OTL T NAEKTPOVIKA mayvidla elval apKetd ONUAvVTIKA OTNV
KON UEPIVOTNTA TOV KAl TO 50% APIEPMVEL TOVAAXIOTOV 3-5 WPEC NUEPNOIWG. ZUVETKOC, TA
nAektpovikd maryvidia Sadpapatidovv €va onpAvTIKO poA0 0TV KAONuEPIVOTITA T®V
EM1vov gamers, o1 0710101 Bempovv TOV eAUTO TOUG LECATI0 £WG TIPOYWPNUEVO ETTESO.

IMa v e€okeiwon pe v texvoAoyia, o 82% Twv CLUUETEXOVTWY ONAGVEL LEYAATN AVEDT)
OTNV XPNON TEXVOAOYIOV OE OXEOT UE TA NAEKTPOVIKA mayvidia, to 52% efepevvel o€
kaBnuepwvr) Baon véeg texvoAloyieg OXeTIKA e TOo gaming, 10 63% aioBavetal Tov €QUTO TOV
IAPA TTOAD 1KAVO OTNV emiAvon BACIKOV TEXVIK®V TPOBANUAT®V TTov oxeTiovTal [e
Aertovpyia Twv H/Y 1) AAA®V CLOKELGOV ATTAPAITNTOV Y1A TNV EVACYOANOT e TO gaming, Kal
T0 53% aoyoAeital kaOnuePIVA Kat pe AMEG TeXVOAOYieg EKTOG TOV gaming. Ta gvprjuata avtd
KatadeikvOouy Tov poOAO TI¢ TEXVOAOYIAG OTNV KAONUEPIVOTNTA TV VE®YV TTOV ACYOAOVVTAL UE
A PneLaKa sayvioa.
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Telog, 000V APOPA TIG KOWVWVIKEG OAANAeTISPACELS KAl TN OUVEPYAOIA OTA OUASTKA
NAEKTPOVIKA Ttayvidla, to 89% TwV CUUUETEXOVTIWV aoyoAoUvTal o kabnuepwvn Baon pe
opadika nAeKTpoviKa matyvidia 1 Stadiktvakeg koot TeEG gaming, T0 73% alocOavetal apKe)
aveon oto va SovAevel oe pia opada yia v emitevdn KOvov OTOXwV, To 84% emKovmvel
S1apK®G PE TOVg AAAOUG TTAIKTEG KATA TNV S1dpkela Tov matyvidioy péow chat 1y voice chat kau
T0 82% TPOTIUA APKETA TEPLOCOTEPO TA OUASIKA OE OXEOT LE TA ATOMIKA TAEKTPOVIKA
mayvida. Ta amoteAéopata autd KATadelkvoouv 0Tt oed0V OAOl Ol GUUUETEYOVTES IOV
aoyoAoUvTal LLe To gaming o€ kadnuepivr Aot CUUUETEXOVV 08 OpadIKa Tatyvidia ota omoia
EMKOIVOVOUV LE TOUG AAovg maikteg kab OAn v Sdpkela tov mayyviSiov. Zvvenwg,
AvaITOOooLVV Sefl0TNTEG OUVEPYAOIAg KAl EMKOIVAOVIAG, QIAPAITNTEG OTO JTAAIOI0 T®WV
OUASIKMV AVTAYWVIOTIKGV YPNPLAKOV TALYVIOIWV, TA 0TT0Ia ataltovy S1apKr) ouvToviouo yia
NV emteven KOW®vV OToXwV, KAOotowvtag TNV ailnAemidpaon Hetald TV TAKT®OV
AVATTOOTACTO HEPOG TNG EUITEIPIAG TOV gaming.

Tuunepacpota

H mapovoa €pevva mpoo@epel pia P EKOVA T®V OTACEWV TOV VEAP®V gaAMers ¢ JIPOG
Ta Yneuakda sayvidia oty EAaSa. Zopgowva e ta amoteAéopata g €pevvag, To gaming
KataAaufavel apketd pHeEYOAO HEPOG TNG KABNUEPIVOTNTAG TOVE, Ol TEPIOCOTEPOL ViKBouv
avtomemoiOnon otnv xpron g TteYvoloylag kal Seiyvouv UEYAAN MPOTIUNON OTA
ouadoovvepyanikad mayvidia, avadelkvooviag v Kplowun onuacia g avamtuéng twv
010N TV NG EMKOIVEOVIAG KAl TNG OLVEPYAOIAS OTO TAAICI0 TWV PIPLAKOV TATKVISIDV.
Q01000, 01 610N TEG ALTEG PITOPOLV evieyoueva va petagepBolv oe mokiAa Aaiola g
kaOnuepvng dwng, 0mwg otnv ekmaidevon, mpoodidovtag ota maryvidia Evav moAvdiaotato
yapaktnpa. Ta ovumepdopata autd avoiyovv veovg Opopovg otnv efepelivion Twv
SuUVATOTNTOV TV PNEAKOV TAVISIOoV g ekmadevTikd epyaleia yia v KaAMEpyela
8e€10TN TV TOV 21°° AMOVA, YEPUPDVOVTAS TO XAOUA AVAUETA OTNV PUXAYWYIKT) QUOT TWV
Pnelakev tayviSiov kat mm Babitepn ekmaidevtikn Toug SUVAIKT.
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