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NepiAnyn

Yta 40 xpovia amod TV eRQAVIOr) TOVG, TA WPHPLAKA IALXVIOd KATAPEPAV va arroteAovy Baotkr)
erm\oyr) otV aglomnoinorn tov ekedbepov xpovov dowmv €xovv npoofBaocn oe avtd. H Snpotikotntda toog
IIPOOEAKDEL €VTOVO EMOTIHOVIKO EVOLAPEPOV Y1d TV EMOPAOT) TOLG OV avamntodr Kat ot pabnorn). Ta
Yynelaka nayvidia deiyvoov va propovv vda armoteAéoovv €00 ®OTE VA Yivel IO evXdPLOTn Kt
aroteheopatikyy n padnotaxr) Stadwkaoia. To yeyovog avtod amoteAei Pacikr) attia ywa wmyv OAo Kat
ovxvotepn xpron teov nayvildwwv oty eknaidevor. Ta exnadevtkd yn@uakda mayvidia
Katataooovtal oto Sexoploto eibog twv ocofapmv mayvidwv. H mapovoa epyaoia emiyelpet
BipAtoypagikr) avaockomnnor) mg pappoyng coPapov mavidiev oty tomkr eknaidevor). Eotiadet ota
padnotakd amoteAéopata avalboviag SNoolevpEVEG EPEDVEG OPYAVMIEVEG KATA YVOOTIKO AVTIKEL[EVO
kat Padpida exnaidevong. H épeova xataypdgel pKTta evprjpata OXETKA pe T padnolaxn)
AMTOTEAEOPATIKOTITA TOV 0OPAp®V HaXVidmv oe obyKpton pe aAAeg pefBodoug, eved mapatnpeitat meg
oL avagopeg elvat mo ovyvég yia Tig peyalvtepeg Badpideg.

A€€e1g KAEIOIA: coPapd mayvidia, eIKOVIKOl KOOHOL, PIKPOKOOOL, TUIIKY] EKIASELOT), AVAOKOIN o

Elcaywyn

Zta 40 xpovia ammo TV ePQAvion Tovg, Ta YHQLAaKd matyvidia xatdgepav va kadiepmbodv
®¢ Paoiky) emAoyr) otV adlomnoinor) Tov eEAedBePOv XPOVOL OOMV £XOLV IPOOPAOT) O ALTA.
Xapakmpotkd g eSanm\oong tov yneakeov nayvidiev eivat 1 minbopa dabéopov
tithov mayvidiov (Connolly et al., 2012) xat o 6yKog Tov KOKAOL epyaciov g Popnyaviag
oV Preonayyvidi®v, 0 OIoilog OLYKPiveTal MAEOV HE ALTOV TOV KIVI|HATOYPAPKGOV
tawvieov oo Hollywood (Squire, 2013). Emiong, 1 avdmntodn tov Sadiktoak®dv Iayvioiov
@atvetat va dlevkolvvel v e§AA®ON TG XPHONG TOVG. Xe MPOOPATL] EPELVA AVAPEPETAL
ot 10 78% tov Apepikavav nhikiag ano 12 éog 17 etov naifoov dtadiktoaxd matyvidia, pe
10 34% tov ayopiov kat 1o 18% tev xopttowwv va maifoov 600 1) KAt MePLOCOTEPES MPEG
npepnotag (Yang, 2012). H dnpotikotta TV YnQLAKOV DAL ViSOV KAt 1] SuvatotnTd Toog
va OlatpovV TNV IPOCOoxT] TOV MHAIKIOV Yld HEYAAO XPOVIKO Olaotnpd IPOCEAKDOAY
£VTOVO gPeDVITIKO evilagépov. Evdewktikd, oe épevva tov Hainey et al. (2011) avaloOnkayv
7392 epyaoieg oo eotialav otr pabnotakly aroTeAeopATIKOTNTA TOV YIPLAKDOV IALYVIOIOV.
ZNpavTtiko eidog pabnotakav nayvidimv arotehovy ta coPapd natyvidia (Serious Games -
SG), ta onoia oovOLACOLY IIPOCOHOIMOELS, PLKPOKOOHODE, ELKOVIKODG KOOHOE, 10TOPlieg, Kat
YPoxayoywkda matyvidia pe oxomo T dnpovpyla eKIAadenTiKod AOYIOPKOD pe IAatyviedn
XAPAKTNPIOTIKA. XTIV IIAPODOAd €PYAaoid HEAETOVIAL €PELVNTIKA ELVPHPATA Ao TV
epappoyr] SG otig npateg Pabpideg g exmaidevong. Eidikotepa, omv mpotn evotnta
ylvetat ooviopn ava@opd oto matyvidt Kat oto Pnerako mayvidt Kat otn ovvexela yivetat
Aemrtopepr|g avagopd ota coPapd maividwa. Emetta, mapovoialetat ) pebodoloyia tng
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épevvag kat avalvovrat Ta amoteNéopatd g Télog, ocvvowilovial ta eoprjpata Kat
IEPLYPAPOVTAL PEANOVTIKEG EMTEKTATELG.

MNaixvidl, yn@lako maixvidl Kai paénon

To mawyvidt etvar apeoa ocovogaopévo pe v avipomvy dvoapdn. Ta nadwa avékabev
mepvoboav MOoAEG opeg Tng nuépag mnaifovrag Swagopa maiyvidia eite opadika eite
ATOPIKA, TA OHOld APKETEG QOPEG elvat MPolov g pavtaociag tovs. 'ia 1 ooppetoxr) oto
Iy vidt Ta Iatdld ival «avayKaopéva» va padovy Toug KavOoves, Va COVDIIAPEOLY He TOvg
OLUIICIKTEG TOLG YEYOVOG IO GLEDKOADVEL TI) YVMOTLKI] KAl COVAOONpatiki) Toug avamtodn
péoa oe eva KOW®VIKO Kat moAttiopiko mAaiowo (Yang, 2012). H Ke (2013) avagépet nog to
mayvidt eivat pla opyavepévny dopr), 1) omoida andattel aro Tov Iaiktn) va akoAoobrjoet éva
OLYKEKPIEVO OLVONO ATIO KAVOVEG, MOTE VA EMTOXEL EVa OvYKeKPpévo okorro. Ot Hwang et
al. (2012), oopm\npwmvovv TOV IAPAIIAVE OPloHO Ipocditoviag OTL otV dopr avtr) o
IIAiKTIG OOPPETEXEL E0ENOVTIKAL.

Ta yn@rakd natyvidia arnaitody KAmolo NAEKTPOVIKO PECO, OTIOG DITOAOYLOTH 1] KOVOOAd
yia va natytoov. [ToA\ot epeovrtég (Bedwell et al., 2012; Berns et al., 2013; Yang, 2012) ¢xoov
arrodamoet S1dPopa XAPAKTNPIOTIKA OTO WPNPLAKO Matyvidt Hpovpevol TV Ipootdbeida tov
Malone (1981), o omoiog vmooTtPige OTL MLPNVAG EVOG WNPLAKOL MalXvidlod eivat n
IIPOKANOT), 0 €Aeyy0G KAt 1] pavIaoia.

Ta yneraxd nayvidia propovy va x@plotovy o KAt yopieg pe BAor) ToV OKOoIo yia ToV
onoio dnpovpynOnkav. Ewdwotepa, ot Connolly et al. (2012) kat Okutsu et al. (2013) ta
taltvopobdy oe SVO KAt yopieg: a) Oe ALTA TA OIOLA £X0VV MG OTOXO TOLG T1) Staokedaot) Kat
T Poxay®yia Kat elval td yVooTd ePImopikd natyvidia, xat ) oe antd Iov €Xovv g 6TOXO
) pabnorn). O Meyer (2009) xdvet éva Prjpa napamépa Kat Stakpivet ta yneuakda nayvidia
1oL oxetiCovtat pe ) pabnon oe Tpelg Kartnyopieg: i) avtd mov Paocilovrat oe xamowa Beopia
pabnong, alla e otnpilovtal oe OLYKEKPLEVH] OOAKTIKY) IIPOCLYYLON, KAl PIIOPOLY vd
xpnotpomnowmboov xopig v napepPaocn tov dackdalov, ii) avtd mov mepthapPavoov pia
OO aKTIKI) IIPOOEYYLON KAl AIICLTOLV T OTr)P18r) amd 1o 0AoKaAo Kdt iii) avtd mov dev éxovv
oxedlaoTel yld KATIOW0 eKIIAOEDTIKO OKOIO AN MITOPOLV va xprotporotnfodv yia pdabnorn
my. 1o «Age of Empires III» ywa mv avamrodn kowvevikev deSlotteov, to «Harry Potter
and the Goblet of Fire» yia v avamrodn ypartod Adyov, 1o «Sims 2 Pets» yia v
avdmrody deSlottev emilvong npoPAnuarog k.a. (Gonzélez-Gonzélez & Blanco-Izquierdo,
2012).

2oBapa naixvidia

H Baowopévn oto mayvidt pabnon (Game Based Learning 1) GBL) avagépetal oe xale
XPHoN 1] EVOOUATOON TOV WHNPLAK®V EKIAWDELTIKOV IAVdOwv oe &va padnolaxo
neptBdAlov omov To maividt mailet kevipikod polo (Hung et al, 2012). Me tov 6po
EKTIAOELTIKO YNPLaKO Iayvidl yapaxtnpifetatr 1o Pneuakod matyvidt mov &xel og K0plo
OKOIIO Va eKnadevoet Kat oyt povo va woyxayeynoet (Michael & Chen, 2006). Ztw GBL
evtaooovtat kat ta SG. Me aotd, ot pabntég propovy va epappocovy OToLXeElOOElg YVMOELS
(factual knowledge), va paboov ) otypr) mov to xpetafovtat (learn on demand) xat va
AIIOKTI|0OLV EQIIELPieg péoa aro eKovikodg koopovg (Hung et al., 2012). Emiorg, mapéyovv
neptParov emilvong mPoPAHATOg [ (HECT) avATPOPOOOTIOL) KAl AIIOTEAODY évd MAdiolo
e8epevVIONG KAl KATAOKEDIG YVOOIG ITOD Potdlel peaAloTiko.
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Ta SG ovvadoov pe Tig odyxpoveg Oempieg pabnong xat kopieg pe v eykabidpopévn
pabnon) (situated learning) (Nardi, 1996; Leave & Wenger, 1991), ot onoieg vootnpifoov
IOG 1] Pabnorn elvat mo AaroteAeOpATIKI] OTAV VAl evePyNTIKL), avakalvmtiky, Pacilerat
otV emilvor IpoPArpatog Kat etval MAAOIOHEVT] OToV Xopo epappoyng g (Connolly et
al., 2012; Hainey et al., 2011). Emiong, ta mayvidia, yevikotepa, divoov v atodnon tov
e\éyxoL OTOV MAIKTr Yeyovog IMov Onpiovpyel e0MTEPIKA KIVNTPA KAl KATA OLVEIIEL,
darr)pnon oe LYNAO erminedo tov evolagépovtog tov (Fisser et al., 2013; Hainey et al., 2011).

2y e§eNin toug ta SG evOOPATOOAV pabnolaxkd XAapaktploTikKd Ao MIPoyeveoTepd
YnQaKd péod, Oreg ot IIPOCOHOIMOELS, Ol HIKPOKOOHOL KAl Ol ELKOVIKOL KOOHOL. Ze apKeTég
IIEPUITOOELS Ol OPOl XPIOLHOIOODVTIAL EVAMAKTIIKA OTg €pevveg Kabiotovtag v
BipAoypagikry avaoxomnon Svokolotepn. 'ia tov Aoyo avtd owmyv mapovod epydoia
AapPdvovtal vroyn Kat ol IAPAIdve 0pot otV avadrtnor dnpootevoeav. H avamtodny
@V SG apyIKd eoTiaoe KOPI®G OTNV ATOLII EKIIAIOeDON eVNAIK®V KAl TNV EHAYyYENPATIKY|
EMpOPP®ON ot Topelg omwg eivatr 1 Apvva, n Yyeia, 11 Emyelpnparkomta x.a.
(Provelengios & Fesakis, 2011). Ot epappoyég tov SG oty TOmMKI| eKIaidevon, av Kat
IEPLOPLOpEVES OXeTIKd, otadiakd avidavovtat (Martin et al. 2011). Avadvetal Aourov n
avAayKI TG aVAoKOMIONG T®V PEYPL TOPA EPELVMV Y1d TNV epappoyr) ToV SG oTig IpmTeg
Babpideg g Tomikrg exmaideoong kat 1n  Odepedvnon Trg  pabnolakrg  Tovg
ATIOTEAEOPATIKOT TAG,

MeBodoAoyia £peuvag

INa tg avaykeg g epyaociag epappootnke 1 pédodog TG OLOTNHATIKYG AVAOKOIIOG
(Cooper, 2010) dnpooledPEVEOV EPELVAOV IOV APOPOLY Ot ePAPPOYEG TV SG OtV TOMIKI
exraidevon. H avaokonnon eotiace ota televtaia 5 xpovia, amod to 2009 émg kat to lo
eapnvo tov 2013. I'a myv avadion xpnotponoumbnkav ta ovvedpra g ETIIE xat ot
Baoeig ERIC, Scholar, Scopus, Science Direct, pe v teAevtaia va anodidet ta meptoootepa
amotehéopata. Ot Mégerg kheldid mov xprotponowOnkayv etvat: «serious games, video games,
learning games, educational games, virtual worlds» xat «kindergarten».

Eupnuata

H avadinon anédmoe 123 dnpootevoets, amo tig onoieg avaivdnkav ot 43 og oxeTikég e To
Oépa. Ta evprjpata g aAvVAOKOINONG OXETIKA fe Ta pabnolakd amotedéopata tov SG, otig
OULYKEKPIEVEG EQAPHOYEG, Katnyoplomotovvial pe Bdon v nlikia Kat 1o yVoOTIKO
avtkeipevo (Mabnpatikda, dvowég Emotipeg, ITAnpogopikr), Thoooa & Iotopia, ZEéveg
INwooeg xat Emyetpnpatikomta). Ewdwotepa:

e MaOnpatka (Maf): Ao tig dodexa pehéteg, ot €5t agopody To dnpoTKO OYOAelo
(Bouta et al., 2012; Hung et al., 2012; Hwang & Hu, 2013; Noss et al., 2012; Tsuei, 2012;
Yelland, 2002), nevte to yopvdowo (Freeman, 2012; Giirbtiz & Birgin, 2012; Ke, 2013;
Noss et al, 2012; Yelland, 2002), tpeig v mpooyoAwkr] nAwia (Clements, 2002;
Fessakis et al., 2013; Yelland, 2002) xat ppovo dvo 1o Avketo (Hauptman & Cohen, 2011;
Yelland, 2002). Emiong, 600 amo Tig Napandve ava@épovTal e MePLOcOTePES Ao Hid
exaidevtikn) Pabpida (Noss et al., 2012; Yelland, 2002). Xy xatnyopia avtr n
Oepatoloyia mowkilet katr meplapPavel yvooelg yeoperplag, dalyefpag xat v
avartodn xoplkov evvolov. Télog, avagopikda pe ta pabnolaxd amotedéopata,
évieka ava@époviatl Oetikd, yopig va Aeimoovv kat avtég Oev @ravoovy oe Sexabapo
amnotéheopa (Fessakis et al., 2013; Ke, 2013; Hauptman & Cohen, 2011).
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o doowkég Emotpeg (P. Emot): Zmyv mepimtoon) tov QuoKOV emotpov Ppednkav
OXT® Amo TI§ omoieg TPelg avagépovtatl oto dnpotikod oxoleio (Barbalios et al., 2013;
Insook & Black, 2011; Sung & Hwang 2013), téooepig oto yopvdoto (Clark et al., 2011;
Miller et al., 2011; Sanchez & Olivares, 2011; Verpoorten et al., 2012) xat dvo oto
Aoketo (Brom et al., 2011; Miller et al., 2011). Mia amno tg napanave (Miller et al.,
2011) agopd 6vo Sragpopetikég exmmatdevTikeg Pabdpideg. H Oepatoloyia mowkilet kat
nepthapfavet vodaTivovg mopovg, Potavoloyia, (@oAoyia, Pryavikr), OmTiKy alAd Kat
VEVIKEG YVOOEG TIAV®O OTG QUOIKEG emotnpeg. ‘Ocov agopd ta padnoiaka
aroteAéopata, 1 S10aoKaAia pe Ta YNPLaKd HEoa Oe TE00EP1G MEPUITMOELG elxe OeTikd
AmoTeNéOpATd, Ot TPElg MEPUIT®OeELS Oev vImpye oarg Peltioon, eve oe pua 1)
napadooiaxy) Owdaokalia eiye kalovtepa anotehéopata pakponpodeopa (Brom et al.,
2011). ITapola avtd, oe O\eg Tig peléteg ta mada £deiav Wiaitepo evBovolaopo xat
evOLaQEPOV COYKPITIKA pe THV eVAaAAaKTikr] péfodo didaokahiag.

o TIIAnpogopikr (ITAnp): Ztnv Katyopia aotr) Kataypdenkayv eptd peléte. Mia amo
aotég agopd pabntég mpooyxohkn)g nAwiag (deodxng x.a., 2010), pia pabnreég
onpotwkov oxoletov (Kordaki, 2011), dvo pabnrég yopvaoiov (Denner et al., 2012;
ITepovtotag & Eppalmtrg, 2013), pia pabntég Avkeiov (Gonzalez-Gonzalez & Blanco-
Izquierdo, 2013) xat tpeig gottntég mavemotypov (Girvan et al, 2013; Gonzilez-
Gonzélez & Blanco-Izquierdo, 2013; Liu et al., 2011). Ot Gonzélez-Gonzélez & Blanco-
Izquierdo (2013) peAétnoav To600 pabntég Avkeiov 00O Kat @outntég.  ADTEG
aoxoArjfnkav pe ) Odaokalia TOV PACIK®OV YVOOE®V IPOYPARIATIONOD, HE TV
emilvorn npoPAnpatog pe T Porjfeia vroloyiotr), pe to Sdaokaiia tov dvadikov
ovoTpartog, Kat pe Oépata emxowwviag avlpwmov prnyavis. Télog, oe Oleg Tig
repuItooelg ot padnrég ¢deiav kavormoupévol Kat evBouolaopévotl pe To PneLaxo
€00, eve Ta pPabnolakd armoteAéopatd avt®y, OIIOL AVAPEPOVTAL, eivat OeTikd.

¢ TI'\wooa & Iotopia (TA. & Io.): Ed® amod tig oovolikda €5t pehéteg, pia peétn agopa
pabntég mpooyoAkr|g (Admag, 2011), pa pabntég dnpotikod oxoleiov (Fisser et al.,
2013), dvo pabntég Avkeiov (Barab et al., 2012; Kim et al., 2013) xat 6bo @ottntég
navemotnpioo (Korallo et al, 2012a; 2012b). Xe aowuv Vv xamyopia
xpnowpomoumdnkav SG yia v avamtodn ypamrtod Kat IPOPOPKoL AOyov, tnv
avarrtodn Ae§IKONOYIK®OV YVOOE®Y KAt TV avdamtodn PACIKOV OTOPLKAOV YVAOOEDV.
‘Ocov agopd ta pabnolaxkd Tovg arnotehéopata oxedov oe ONeg eivan SexabBapa Oetikd,
eV Oe Pla meplrt®or vreptepet 1) Stdaokalia pe myv napadootaxr) pebodo (Admmag,
2011)

e Zéveg I\wooeg (E. TA.): Ocov agopa Tig Eeveg Iwooeg, amod Tig mévte ¢peoveg ot dVo
agpopovv padntég dnpotikov oxoleiov (Hou, 2012; Sandberg et al., 2011), dvo @ottntég
(Berns et al., 2013; Belloti et al., 2011) xat pia padnrtég youvaoioo (Connolly et al.,
2011). ‘OAeg Tovg Yprowonotovy SG ya v ekpdnon Evov yYA@oomV Kat o ONEG Tig
IIEPUITOOELG Ot pabntég Seiyvouv evhovotaopévot Kat éxovv 0pedn yia pabnon kat oe
Tpelg amno avtég napovotalovral Sexabapa Oetikda pabnotaxd amotehéopara (Belloti et
al., 2011; Berns et al., 2013;Sandberg et al., 2011).

o Emyspnpatikotnra (Emy): Xy xatnyopia avt) napovotdfoviatl ot peAéTeg oo
£€XOLUV ®G YVMOOTIKO AVTIKEIPEVO TNV emyetpnpatikotnta. Edm kat ot mévte épeoveg
agpopovv v Tprropabpia exmaidevor). Avo amd aotég mapovotdalovv oagr Oetika
pabnowaxa  amotehéopara (Pasin & Giroux, 2011; Siewiorek et al, 2012),
avamTdooovtag Koplewg T 0eSlotnta g ANyng amo@doe®v, I omoia evvoeitdal
ooppava pe toog Guillén-Nieto & Aleson-Carbonell (2012) ano ovvOeta pabnolaxa
neptPaovta onmg eivat ta mayvidia mpooopoioong. TENoG, o OAeG TIg IIEPUITMOEL,
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oL ovppetéyovieg €delav Kavoroinon Kat evOlouolaopod pe TG WIPLAKEG
dpaotnprotnres.

Ztov ITivaka 1 napatifevial COYKEVIPOTIKA Ta AITOTEAEOPATA, OV IPOEKDYAV ATIO TIV
napandave kedwomoinon. To Xovolo otov ITivaxal (49 épevveg) Oev tavtifetat pe To
oLVOAKO TAN00¢ TV epevvev Imov peletOnkav (43 €pevveg), ylati kdmoleg amd avtég
AVI)KOLV O TIEPLOCOTEPES ATIO [LA KATIYOPieg € AITOTEAEOHA OTI] ODYKEKPLHEVI] TIEPITT®OT)
va Katapetpndodv meploootepeg TG Hd @opdg. Amd ta otowela @aivetat Ot ot
eploootepeg  peléteg Olampaypatevovrat ) Onplovpyia kat T xpron SG ot
AevtepoPabpia kat oty Tprrofabpia exmaidevorny (31 peléteg) OLYKPLTIKA pe TNV
IMpaotopddpia xat v IMpooyoAkr| exmaidevon (18 peléteg). Emiong, ta mepioocotepa SG
Xpnowporow|fnkav ot kamyopieg Tov Mabnpatikeov, Pvowkev Emompov  kat
IM\npogopikrig. To yeyovog avto mbavda ogeiletat oto oTt Pacikod dopkod ororyeio tov SG
elval ot IPOCOHOIMOELS, HIKPOKOOHOl KOl €KOVIKOlL KOOHOL, Td omoia IPoBImpxdav oe
eKIaOeLTIKA AOYIOpIKA yia ta padnpata avtd. Télog, mapatnpobdpe OTL OTIG MEPLOCOTEPES
nepurtwoelg 1 ddaokalia pe Ta Pnelaxd péoa eiye KAAOTEPA CIIOTEAEOPATA AIIO TV
apadoolaxt), X®pig va armovotdlovy Kat ot peléteg mov Oev eiyav oa@r amoteléopatd 1)
OT1G OITOlEg Ol TAPADOOIAKEG TIPOOEYYIOEIG KPLIVOVTAL AIIOTEAECPATIKOTEPES.

ITivaxkag 1. Zovolikda o€ ONeg TIg KATyopieg

ITpooyoAikn) Anpotiko T'opvaoio Avkewo  Iavemotypio Xovolo
Ma®. 3 6 5 2 0 16
®. Emot 0 3 4 2 0 9
IMAnp. 1 1 2 1 3 8
T\ & Io. 1 1 0 2 2 6
E.TA. 0 2 1 0 2 5
Emmy. 0 0 0 0 5 5
Zovolo 5 13 12 7 12 49
Zuvoyn

H mapovoa epyaoia, emyeipel pia PPAOypa@ikn avaokomnnon tov epappoynv tov SG
otV tomkr exmaidevorn. Ta evprjpata g tatvopoovvrat pe BAon To YVOOTIKO AVTIKEIPEVO
Kat v nAkia g e@appoyrg eottaloviag oty pabnolakr) drmoTeAeOPdTIKOTTA TRV
nayvidwwv. Ot meplocodtepeg epevveg Ppiokoov ta SG ONUAVIIKA AIOTEAEOPATIKOTEPA
évavtt GMev pabnotakev npooeyyioeav. Ta ototyeia deiyvoov ott 1) épevva yia ta SG kat
mOavov Kat 1) XP1)0n HEWDVETAL CPAVTIKA 0TI pkpotepeg nAkies. Mia mbavr) attia too
@awvopévoo oG elvat n adovapla Kopi®g TOV VIOV OtV AVAYVeOOn KAt Ot ypaer),
yeyovog moo avidavet To Pabpo OvokoAiag Tov oxedlaopod evog KAatdAAnoo  Kat
ATIOTEAEOPATIKOD GOPapov matyviolov.

Emiong, amno ) ovotnpatiky) avackOnnor IPOKVIITEL OTL 1] KATYopia OtV OIIoid aviKav
01 IePLooOTEPEG PEAETEG TIOV AOYOANONKaV pie Tig pkpdTepeg NAtkieg etvat ta «Mabnpatika».
O Freudenthal, 1991, évag amo tovg Bactkotg vrmootnpikteg tov Peakiotikov Mabnpatikev,
onootpile nmg 1) Sidaokalia T@v padnpatikeov evvolmv Oa npémnet va etvat oovoedepévn pe
mVv npaypankotnta, SnAadr pe xaraotaoelg g kadnpeptvig {wrig, oL €Yovv VOnua yia
ta nadid, alda kat va akoloofei tov tpomo pe tov omoio efelixbnkav avtd péoa oto
xpovo. To onpeio avtd pmopet va amoteléoel To onpeto toprng pe ta SG, agov Kat avtd
dtvoov peydAn Bapotnta oty Snpovpyla avbevIiKOV eRIEPIOV yia TODG PabnTég, péowm tov
omoiov mpoxvmtet 1 pddnon. Xwmyv emornpavon aot ompiletatr 1 Paowkr] mbavr)
PENOVTIKY| eméKTaon TG epyaociag pe 1 Onpovpyia evog SG xatdMnlo yua wmyv
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PooYOoAkn] nAkia fBaoopévo mave otg apyé v Peahotikov Mabnpatkev. O
ovvOLaopog g OOAKTIKIG TO®V HAONPATIK®V pe ToV Oxedlaopd ocofapmv Iaiyvidiav,
e101KdA y1a TV HEPUTTOOT TOV NAI®V IPOOXONIKI|G KAt IPATNG OYOAKIG nAkiag, armoteAet
evOlapepovod ImPOKANOI) Kt TavToxpovd Oa KaAbet Eva OnpAavTKO EPELVITIKO KEVO, OIIOG
Oely VooV KAt Ta DPIIATA T1)G EPEDVAC,.
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