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mepIBAAAovV yia tnv umootnpién tng CSCL oto padnua
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TuRpa Ynelakwy Zuotnudtwy, Mavemotipo Newpaiwg

MepiAnyn

Ta on line xat 3D nepiBailovta padnong propodv va adtornowBodv onpavtikd HEod arro Ta avaALTIKA
npoypappata tov padnparev mg A/Opag Exnaidevong. Ot épeoveg tovifoov mv avaykn yia Kako
010aktkd oxedaopd v mepPalloviev avtev oote va emtevxdel n Onpiovpyia KAtaAnAev
oovONKOV yld AIOTEAEOPATIKY] OLVEPYATIKY] HABNOn KAt yia eVOOUAT®ON KAAd dopnpévev
Spaotnplot)tev. AapBdvovtag vrmoyn TG ¢peoveg avteg emyelprdnke o oxediaopog evog 3D on line
koopov tov CoSy_World xat evog 610axTikod POVIEAOL yld OLVEPYATIKI) padnon pe OKomo v
aglonoinor) tov oto pabnpa twv Mabnpatikev oto dnpotiko oxoAeio. Zto apfpo avtod napovordlovat
Ta anote\éopata SIOAKTIKIG IAPERPAOTG IOV APOPOVLV 0TIV dlEPELVION KAl AMOTIHN 0N T1)g EUIAOKIG
(engagement) twv pabntov oty OSwadwkaocia Tng oovepyatikng padnong péoa amod v emiAvor)
pabnpatikev mpoPANpATOV.

A£€eig kAe101a: 3D mepiPariovta pabnong, ocovepyatikr) padbnon peoe LIIOAOYLOT), SIGAKTIKO HOVTENO

Elcaywyn

Ta tehevtata ypovia 6lo kat mio mohd diepevvarai, n adtomoinon tov on line kat 3D
nepipaloviov oty K- 12 exnaidevor) (Barab et al., 2005; Nelson et al., 2005; Urban et al.,
2007). H awonoinon tov 3D meptparloviov pabnong péoa amod ta Sa@opa yveOTKA
avtukeipeva omyv K-12 exnaidevon @aivetat va omootnpilel yv®OTIKODG, KOW®VIKO-
YVOOTIKOVG, SIAIOATTIOPIKOVG, K.AIL 0TtO)0V¢ (Barab et al., 2007a; 2007b; Chen et. al., 2007; Di
Blas et al., 2006, Dieterle & Clark, 2007, Garzotto & Forfori, 2006). Ot épevveg ®oTOCO
tovifoov TV avAaykn Yld EVOOPAT®Ol CLOTNHATIKA  dopunpévev  dpaotnplotitev
mnpokepévoo ta on line xat 3D mepiPaldovta pabnong va ylvoov éva mpaypatika
netoxnpévo exmaideotiko epyaleio (Di Blas et al., 2006; Lee, 2009; Lucey-Roper, 2006).

ATo6 v dAAn), ot épevveg Tovifovv TV avaykn yia dnpovpyia KatdMnAov oovOnkev
ota on-line kxat 3D neptpdarrovta pabnong dote va emttev)Tel AMOTENEGHATIKI] OOVEPYATIK)
pabnon (Barab et al, 2007a; 2007b). Ewdwotepa, ot épevveg mov agopovv oty CSCL
emyepoov ) dopnorn kat pobuon g padnong péoa amo v dopnon kat pvopton tov
alnAemdpdoeav oo copPaivoov kabmg Ta atopa ovovepydlovtat on-line xat péoa aro Tig
opadeg (Dillenburg & Fischer, 2007; Jermann et al., 2001). Ot aAAnAemdpdoeig yia va eivat
amnoteheopartikég (effective interactions) onpaiver 6t ot pabnrég epmékoviar oe pia
dadwkaota pabnong mov éxet vonpa. H epmAokr) avtr) oovrifeg peletatat ot PrpAoypagia
péoa ano tpeig draordaoetg (Finn, et al., 1995; Fredricks et al., 2004):

a) t) oovawoOnpartikr) epmloxr) (affective engagement)
B) TNV epmhokr) oo agopd ot ovpnepipopda (behavioral engagement) xat

A. TQoywavvng (emy.), Mpaktika Epyactwv 7°° MaveAAnviou Tuvedpiou
pe Aiebvn Tuppetoxn «Ot TME otnv Ekmaideuon», topog Il, 6. 105-112
Mavemotipto MeAomovvicou, KopvBog, 23-26 ZemtepBpiou 2010
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Y) T YVOOTIKI| euIAOKI) (cognitive engagement).

Aappavovtag vmoyn v avaykaomta dnprovpylag KatdAMnAev oovinkeov yia
AIOTENEOPATIKI] OLVEPYATIKI] PAONOn KAl €VOMPATOONG OCLOTNUHATIKA  Jopnpévev
OpactnPloTHTOV IpoTeivetal éva S10aKTKO POVTENO yid To pdbnpa tov pabnpatikev oto
onpotikd oxoAeio. ITpokettar yia éva CSCL Odaxtikd oevdplo, éva macro-script 1moo
avarrtoooetat Kat eSehicoetat otov on line kat 3D mepiBdAlov too CoSy_World. Zoppava
pe tov Dillenbourg (2002), éva macro-script eivat éva naiday®yiko HOoVTéAo OITov ot Opdodeg
oxnpatiCovtal pe CUYKEKPLHEVO TPOIO. XapaKIpifetal amd CUYKEKPIPEVES PAOELS, POAODG
Kat Opaotnprotnteg. O oxedlaojiog Tov poVTEAOD HOL HpoTeivetal otnpieTat oTig apxeg TV
jigsaw kot simulation otpatnyikeov pdbnong (Aranson & Thibodeau, 1992; Linser, 2007;
Hernandez-Leo, et al, 2006). Xtoxog nftav 1 pobpon alAnlemdpdoe®v @ote va
vmootnpidetat 11 Swadikaotia g ovvepyatikng pddnong (Dillenbourg, 2002; Dillenbourg &
Fabrice, 2008). I'ia To oxomo avto, adtomouibnke to Aoytopwod Active Worlds.

H epyaoia avtr) eotdletat ota amnotedéopata g epappoyrng too CSCL 61daktikon
HOVTEAOD IOV HPOTELVETAL, OTO MAAIOI0 PAG EPEVVITIKLG PO TIAPERPAONG KAl AIOTIA TV
EPIAOKI| TOV pabntaov péoa amo Tig dvo dwaotdaoelg (affective and behavioral engagement).

Zmv evotnta mov akoAoobel divetat pia odvTopn mePtypaPr) ToL G1OAKTIKOD POVTENOD
onmg avto epappootnke otov 3D CoSy_World péoa amo T por) 1@V pacemv, Toug poAovg
Kat Tig dpaotnplotnteg. Xt ovvéxeld, meprypdgetat 11 pedodoloyia adioloynong Tng
OO aKTIKI|G MAPEPPaong Kat Ta AOTEAECHATA T1)G.

‘Eva S10aKTik6 povtédo otov 3D CoSy_World yia tnv umootipin tng CSCL oto
HABNUa Twv Hadnuatikwy

To mpotetvopevo S18axtiko poviélo Baoifetat oty déa evog macro-script (Dillenbourg,
2002). Zovdoadet g jigsaw kat simulation otpatnywuég pabnong (Aranson & Thibodeau,
1992; Linser, 2007; Hernandez-Leo et al., 2006).

‘Eva 010aKTIkO oVTEAO: (pdoeig Kal CSCL otpatnyikég otov 3D CoSy_World

O CoSy_World etvat éva on line 3D CSCL mep1pdAAov oo Ipoo@épet TV IPOCOpoinor)
evog talood. Ta nadud exnpoowovpeva amd avatars talidevoov, dpoov oe opdadeg,
ob(nTovy KAt eKTEAOLV  OpAoTNPOTTEG IIOL APOPOLV OV  Katavonon Paockeov
KAQOPATIKOV EVVOL®V KAl OTNV emAoorn pealtotikev pabnpatikev npofAnpatev. Kade
avatar (Melos 1A, Melos 2A, Melos 3A, Melos 4A, Melos 1B, Melos 2B, Melos 3B, Melos 4B)
avtiotoyel oe 1 opdda tov 2 1} 3 natdiov mov Ppiokovial prpootd oe Kabe vroloyiotr). To
tadidt ohoxAnpmvetat oe 4 on line oovavtroelg (Qaceig) Katd T SapKeld Tov pabnpartog
TV Mabnpatikaev.

®don 1n (Mivakag 1): Evnuépwon kat yvwplidia pe tov CoSy_World (Information) -
apXIKEG opadeg (initial group), kaboplopog poAwv (roles definition)

Ta madid ovlntody pe 10 SAOKANO yid To £1KoViKO Tagidt Tovg otov CoSy_World xat ya ta
KEVIPLKA Onpeia Tov oevapioo mov Oa akoAoodrioovv: yia toug poAovg Tovg, yia To POAO TOD
Sdaokdalov Tovg, yia Tig dpaotnplotnteg mov Ba extedéoovv. Eroépyovtat otov CoSy_World,
nepuyovvrat kat yepifovrat oe 2 opddeg (v A xat B). Pneifoov 1o apynyo Tovg xat
katevfvvovtat Ipog 1o TASIOMTIKO ypageio.
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IMivaxag 1. H 11 @don kat ot CSCL otpatnyikég otov CoSy_World

Ot Jigsaw kat Simulation otpatnyikég Ot Jigsaw kat Simulation otpatnyikég otov
CoSy_World
, Atopo 1) opada
/ ° SK““‘&D“K% ®AZH 1: Ewoayay,
/ OPLOHOG APYIKAV OPAd®V

(initial group),
Q _[J‘ dpaotnprotyta oe
ATOPIKO erinedo
Artopo 1) apxikég opadeg  (individual) ZDVTOV@SL Kat kafodnyzt

(individual or initial groups)
(Jigsaw)
DAXH 1: Evipépaon Aaom)\Og
/ 0 smmf)smmc'y .
OXETIKA g TV

npocopolaorn kat

O . . . . To 1ipog ertthoon OAZH I qupspmoq oxstu(a pe

TV IPOCO0i®OT) KAt To IPOg

qupépwqq npophapa ermthvon mpoBAnpa - o
(II.’lfOI‘ma.tIOIl) Atoua CoSy_World - apykég opcadeg
(Simulation) 3 (initial
groups)
’ ®AZH 2: Mehém -kaBopiopog porav (role
/ O exmatdentixog / Tov poNov Kat definition)
O { OXETIKI) eGA0KN01)
KaBoptopog podav V/ 66/
(Roles definition)
(Simulation)

®don 2n (Mivakag 2): ApXIKEG OPAGEG KAl OUASEG €I0IKWY - ZTO TOUPIOTIKO ypageio
(sim and expert sim groups)

Ta avatars (initial groups) @tavoov oto TaSidTIKO ypageio. Tvvepydalovtat avda dvo Kat
emAvoov padnpatka mpoPAnipara. H kabe tétola dvada amotelei éva simulation group
(sim group) to omoio petacynpatierat avtopata oe expert sim group a@ov 1 Kabepid
avahapfBaver my emilvon evog mpoPAjpatog mov agopd ota £§oda piag CLYKEKPIPEVNG
eKOPONT|G.

®don 3n (Mivakag 2): O1 opadeg tTwv €I8IKWY (expert sim groups) ta§idsvouy... - H
€KOpoun

To tagidt apyifet kat ot Tadidiwteg petagpépovtatl oto Apyaio Kdpo. Me v xabodrjynorn)
o0 TaddeTikod mpdktopa (0 ddoxkalog) ot opddeg TV eWOK®OV (expert sim groups)
katevbovovtatl diadoyikd otovg otabdpovg: Kageveio, Netho, BipAobnxn xat mopapideg kat
EMADOLY OPACTNPLOTNTEG IOV CLVOLOVTAL [IE TNV KATAVON 0T KAAOPATIKOV EVVOL®V.
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ITivaxkag 2. H 20 xat 31 @aon xat ot CSCL otpatnyikég otov CoSy_World

Ot Jigsaw kat

Simulation otpatnyikég

Ot Jigsaw xat Simulation otpatnyikég otov

CoSy_World
DAZH 2: oxnpatiopog opadev ® O @
O / eV (expert groups), NEEER T
OLVEPYATIKI) OPACTNPLOTNTA
) . OXETIKA
Opadeg eldikav . /A 2A)\ /3A 4X
(expert groups) e To ro-mpoOPAnpa ZR ® Q
(Jigsaw) T R
Adokahog
/ PAXH 3: [Tpoowpoimon 1B \ 2B B\ ||/ 4B
08 HIKpPEg opdadeg Zovrtovilet

© Em

Sim groups
(Simulation)

xa xabodnyels g ASELS 2-3: Snpovpyia
expert simulation group
OT0 TASIOWTIKO ypapeio
- n exdpoun

ITivaxkag 3. H 41 @aon xat ot CSCL otpatnykeg otov CoSy_World

Ot Jigsaw kat Simulation otpatnyikég

Ot Jigsaw xat Simulation otpatnyikég otov
CoSy_World

O

Ouaddecg Jigsaw
(Jigsaw groups)

@

@

TIpooopoiwon
(Simulation)

L
-
LS

DAZH 3: oxnpatiopodg
/ opadwv Jigsaw
— (Jigsaw groups),
OLVEPYATIK
SpaoTNEIOTTA OXETIKA
pe To mpoPAnpa kat
1nv Tehikn Tov emilvon

®AXH 5: Kowomnoinon
TOV OUPIEPACPATOV
yia mv enilvor) tov
npoPAfpatog

®DAXH 4:
MNpoowuoiwon
0€ PEYAAEG OpAdEC

| S

HAS "pp" (BB 2B

LAl

Adoxkalog
Zovtovilet
Kat Ka@oqu&

DAXH 4: dnpovpyia

jigsaw simulation groups -
oot on - oopIEPACHATA

®aon 4n (Nivakag 3): dnpioupyia jigsaw sim groups- cuZntnon

Ot talidiwteg (Ta avatars) ooykevipovovtat avd opddeg (A xat B) xat ovlntovv yia mv
epmetpia tov taddiod mov Piwoav péoa otov CoSy_World. To xabe avatar avtaldooet
anowelg yua v epnetpia pe ta péln mg opdadag mov avrkel (A xat B - jigsaw sim groups).

21t oovéyeta oodntody oMot padi (A xat B).
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MeBodoAoyia

Aelrx0n S0axtikr) mapepPaon 1 omoia dujpxeoe 2 efdopadeg ko otnv omoia elapav
pépog 19 mada g ZT' Tdadng tov 700 Anpotikod Zyxoleiov Kngiowag. MeletiOnke to e8nig
EPELVNTIKO ep@TNpC: 0 o Pabud to mpoteivdpevo G1daxtikd povrédo mov eSeriooerar orov 3D
CoSy_World vrootnpiler Tqv eumloky (engagement)tov palntov oty Giadikaocia THG OOVEQYATIKNG
uabnong yia o pabnpa TV pabnuatikov;

ITo ovykekppéva, diepeovrifnkav Kat armotipr|fnkav ot S1aoTdacelg g ERIMAOKNG TOV
pabntov ot Sradikaocta g ovvepyatikr|g padnong moo apopovv (Fredricks et al., 2004):

a) otV eUnAoKI) TV padntev moo agopd otn copnepipopd (behavioral engagement) xat
B) ot ovvalodnpatixn) epmAokr) tov pabntov (affective engagement)

H epmlokny tov padntov mov agopda ot ovpmepigopd (behavioral engagement)
xapaxktnpifetat aro dpAcelg oL DIIOJEIKVDOLY TV COPHETOXY) T®V PAdnTOv ot ovlntroelg
(students participation behaviors) (Finn et al., 1995). Tia to okono aotd amotipndnke o
Oelktng evepyn oopperoxny (AP-active participation) Tov avagépetat ot Opdoelg oL
npopPatvet éva avatar xabmg ovvepyaletat on line. ITo ocvykexkpipéva, amotipridnkav ot
empépong dPAoelg IMOL AVAPEPOVTAL OTIG EPWTIOELS, OTIG CIIAVTHOEL 1) OTIG EKPPUOELS
anoye®v evog avatar mmov 0étet 1 katabétel mpog avatar g opadag tov (API) 1 mpog avatar
mg aMng opdadag 1) mpog tov ddokalo (APC). O Seiking APA exgppalet Tig Spdoelg
avalnyng Kat emioong 6pactnploTTag Péod oTovV KOOHO.

H ovvaioOnpatikn epmhoxn tev pabntov (affective engagement) ocovOéetat pe Tig
oxéoelg petadd padntev kat daoxkaloo (Finn, et al., 1995). Ztnv napovoa épeova n Staotaor)
aotr) oovdéetar pe Oeikteg IMOL APOPOLY OTIG OxEoelg PeTASL TV padntov: xoweviko-
yvootiég 0e€iotnTeg (S-sociocognitive skills ) xat opadig Aeirovpyiag tov opadov (GG-group
grounding skills).

I'a o Beiktn KoOWoVIKO-YVWOTIKEG 0e§10THTEG (S_sociocognitive skills) pehetr)Onkav ot 6pdoetg
(otov 3D CoSy_World) péoa amo tig omoieg to kabe avatar avarmtoooet deSlotnteg: )
nyetikeg 1 apynyweg (SUL) (.. o apxnyog avaxotvavel, mpotpemet 1) kabodnyet) ) Afyng
amopdoenv (SU2) (LY. OOPPETEXOVTAG OTNV emAOYI] ApX1yov) y) OOHNOING eHITLOTOOLVIG
petalv tov pedov g opddag (SU3) (m.x. Oeiyvoviag epmotoobvi) otov apxnyo) xat d)
emKowveviag yia Oépata extog oevapiov (SU4) (m.y. Oeiyvoviag evOlapepov KOW®VIKOD
emuredov 1mpog aM\o avatar). Me to eixtn opalrg Aettovpyiag t@v opddev (GG-group
grounding skills) peletiOnkav ot dpdoelg pe T omoleg to kabe avatar avartvooet
oeSlotteg: a) ovvrtoviopod g opdadag (GC) (m.y. avalntevtag avatar moo dev to PAémet
xovta Ttov) PB) dwatmpnong xkalev oxéoewv (GR) petald tov pehov tng opddag (rwy.,
ornodeikvoovtag Tadn otav kdmoto avatar mapepmodifet v eSeliktikn) mopeia Too
oevapiov).

Ot napandave Oeikteg amotiprfnkav amo @don oe @aon (otg 3 mpoteg QACELS)
IIpoKelpévoo va doovjie v eSENEH Toog kad’ OAn 1) SldapKelda TG PO1IG TOL OeEVAPLOD.

Zmv 4n @don dev vmrpdav diaitepeg dpdoelg mov va agopodyV €0t Ot VAV EMAPKI)
apfpo tov napandve SelKTI®V agov Td avatars povo oolrtnoav ya v epnelpia toovg. [a
TNV OLYKEKPPEVT] paot) Oa TeploploTodE O P ATIAT) ITEPTYPAPT) KATIOI®V OPACEDV.

Ta 6edopéva ovAéxOnkav amd v avdalvorn neptexopévon tav chat flows (mototwkr) xat
ITOOOTIKI]) OIIOD KAl KATAYPUPETAL 1] YPAIITI] EMKOLVOVIA TOV IGO0V KATA T SIIPKELd TOV
ovvavtroenv (pdoewv) otov 3D CoSy_World. H moootikomoinon te@v otoelov éywve pe
Baon tov aplBpd T®V Opdce®v - IMPOEKLYAV OIIO TV IOWOTIKN] JVAADON - II0D
xapaktnpifovv Tov kdabe deixtr) (6ImG aLTOL MEPTYPAPOVTAL TAPATIAVE®).
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AvdAuon dedopévwy

I'a mv avdloon kat v eppnveid 1oV dedOPEVOV XPNOIOIOW|OAE T I HAPAPETPIK)
avaloor Swakovpavong katd Friedman yia tig tpelg Stadoyikég @daoelg pETPnong Imov
arotoniovetat otov [ivakag 4.

ITivakag 4. anoteAéopata pr DapapeTpikrg avaloong drakovpavorng katda Friedman noo
apopoovv deikteg epnAoKing TV pabntov oe Sadikaoieg ovvepyatikng padnong

Epmhoxr)  Friedman’s

(Engage - x? MR-Means Ranks Mean

ment) KQUT)Plo

Oeikteg daon daon daon daon daon daon
1 2 3 1 2 3

API x2=10,75" 1.13 2.13 2.75 5.88 11.0 171

APC x2=13.31" 1.56 3.00 1.44 1.00 5.38 0.88

APA X2=13.07" 1.63 1.38 3.00 5.75 5.25 19.0

SU1 X2=4.90" 1.69 2.38 1.94 1.00 1.63 1.25

SU2 x2=14.3"2,442,56 11.131.750

suU3 X2=4.96" 1.44 2.44 2.13 4.88 6.50 6.25

SU4 statistically insignificant

GC x2=10.29" 1.25 2.00 2.75 4.38 6.50 8.00

GR x2=13.0° 1.25 1.75 3.00 3.88 5.50 11.8

“p<0.05, * p<0.001

a) H eumloxn tov pabntov moo apopd oty ovpmepipopa (behavioral engagement) oe 61adixaoieg
ovvepyatikig pabnong orov CoSy_World
'OMot ot Oeikteg (APL, APC, APA) mov agopobdv otV evepyr] COPHETOXY TOV avatars otov
CoSy_World epgavifoov otatiotikr) onpavukomta. I'ia napadetypa, o deixtng API moo
avtiotoyel oty evepyr) ooppetoxt) tov kdabe avatar otov 3D koopo xabwg ovvepyaletat pe
ta avatars g opdadag tov (A xat B) kat pe tov TaideTikd mpAkTopd, @aiverat va
epgaviel pia oradlakr) avodo amod v 11 @don npog v 30 @dorn. Avtd onpaivet Ot f
epmloxy] 1OV pabnrov moo apopd oty ovumepipopa (behavioral engagement) kar oe Oadikacieg
ovvepyatixng padnong orov CoSy_World epgavietat pe 0Ao xat avgavopevo Pabpo dpaoewv.
Ta napandave emPeBai@voviatl Kat péod o MOOTIKOD TOIOD AVAADOL TOL IEPLEXOUEVOD
TOV pnvopdatev. Hapddetypd 1€To1ov pnvopdtov arroteAody Td IApAaKAte (0 o POAOPOG
2B -4 B onpatvet o1t to avatar 2B amevBoverat oto avatar 4B) :
"Melos3B" :mro10 amotéleopa Pprixes; (3B >4 B)
"Melos2B" :x1 eye to0 i610 Pprjxal (2B->1 B)
p) H ovovawobnpatixy epmdoxny tov pabytov (affective engagement) oe 61a01xacieg ooVEPyaTIKHS
uabnong orov CoSy_World.
ZXeTKA He TOLG OelkTeq IOL APOPOVLV OTIS KOWGVIKO-YV@OTIKOD Yapaxtpa Oelotnteg
Hapatnpeitat 0Tt ot IeplocoTePOol eivat otatotikd onpavtikot. Kot pdhota, amo tovg
000G OPOLE, IAPATIPELTAL YL KOPOP@OT) TOV OEIKTOV ALTMV OtV 21 PAOH) O OX£0T] He TG
aMeg 6vo. [Tapdadetypa TéTo100 TOIIOL PIVORATOV AIIOTEAODV T MAPAKAT®:
Travel agent: woia eivar 1] 01KOVOU1KOTEPH EKOPOUT];
"Melos1A": Bpnjxape y1a apyaio Kdipo!

ZXETKA pe Tovg delkTeg mov a@opoLV otig 68§10ty TEG opalng Aeitovpyiag g opaodas (GG-
Group Grounding) mapatrpodyue oti: Ot Seikteg oo agopoovv otig deSlotnteg oovroviopoov (GC)
kat Statr)pnong KaAmv oxéoeav (GR) 1oV opddev etvat emiong otatiotikd onpavikol. Avtd
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onpaivet 0Tt Ta avatars dev yavovrat otov KOopo, avadntd to éva 1o aAlo, oovrovifovrat.
IMpdaypartt, pnvdpata ONeg Ta IAPAKAT® eMBefatdVoOLV 1) pETPnon avtr:

"Melos2A": ITov eioar; (3A—>3 B)

"Melos2A": AkorovOnoé pe! (2A->2B)

Kata mv 41 @don ta avatars oo{ntodv petadd Tovg yia v Ko Tovg epIelpia otov
CoSy_World. Exoov kataypaget ot ooCntrioetg toog (logfiles chat) xat mapatnpeitat éviovy
ovLppETOXT) HpoKeévoo To Kabe avatar va ex@pdoet vy dmoyr) too. Paiverat neg ot
pabnteg Plooav v epmelpia Iov TOLG IPOOPEPAlLE e Evav O1KO Tovg Sex@plotd Tpomo. Ot
anowelg Tovg eKPEACOLY TO MOCO MOAL TOLG dpece TO MMEPIPAMNOV Kal 1) OLAPOPETIKI)
OLVATOTTA EMKOVOVIAG IOV TOLG POOPEPONKe:

"Melos1B" :fjtav téleto mov ovvepyalopaotav petald pag, moo avralldlaye amoperg
"Melos3A" :rov popovoayie va e§ackovuacte ota pabnuatixa raifovrag

ZulAtnon - MPOTACEIG KAl TEPAITEPW EPEUVA

Yxeduaotke o on line 3D CoSy_World otov omoio epappootnke éva S10akTIKO HOVTENO
Baotopévo oty 1déa evog macro-script yia v Stdaokalia 1oV pabnpatikev oto dnpotko
oxoAel0. XTOX0G (TAV I AMOTEAEORATIKOTNTA NG ovvepyatikng pabnong (Dillenbourg, 2002;
Dillenbourg & Fabrice, 2008) adionmowwvtag kahd dopnpéveg 6paoctnprotnteg (Di Blas et al.,
2006; Lucey-Roper, 2006).

Ta anoteAéopata £6ei§av 0Tt To mpoTelvopevo SOaKTiko povtého kat o 3D CoSy_World
eaopalifoov katarnAeg ovvOrKeg yia amoteheopatikr) ovvepyatiki) pabnor). I'ia to okoro
avto anotiprfnkav deikteg mov oxeTifovtatl pe a) TV eRIAOKL TOV pabnTtev mov agopd ot
ovpnepipopda (behavioral engagement) kat pe P)myv oovaloOnpatiky epmlokn ToV
pabntov(affective engagement). Ot meproootepor amod tovg deikteg avTovg ep@avicav
OTATOoTKI) onpavtkotta. Ta amotedéopata mov oxetifoviat e T0 YVOOTIKO aVTIKEIPEVO
g S10aokaliag TOV pabnpatikev (Katavonorn PActk®dv KAAOPATIK®OV eVVOl®V) (YVOOTIKL
epm\okr|-cognitive engagement) ftav emiong apketd evBappoviika ala Oev amotelel
AvTIKelEVO IIapoLOLaong TOL IApoOvTog apbpoo.

H eSaopdion tov KATAANA®V oOVONK®OV yla armoTeAeOpATIKI) CLVEPYATIKY] pdadnorn)
péoa amod T dopnorn kat pobupion alniemdpdacemv mov ovpPaivoov otav ta dropa
ovvepyaovtat on line amoteAet {ntovpevo moMav epeovntov (Dillenbourg & Fabrice, 2008;
Dillenburg & Fischer, 2007). Ano tnv A&A\n, 1 eVO@PATOON OLOTNHATIKA OOPNHEVRV
OpaCTNPLOTHTOV PECA AIIO €Va OLYKEKPIEVO TAAIO0 eivat emiong {nTodBHEVO OTIg EpeEvVeg
IOV MeAeTOLV TNV eKIatdevTiKy) adlomnoinon Tev 3D mepiPaldoviev péoa amd dagopa
yvootkd avtikeipeva (Di Blas et al., 2006; Lee, 2009; Lucey-Roper, 2006).

Xe emOpevo oTadlo, MPOTELVOLE TNV EQPAPHOYT] TOL MPOTELVOPEVOD SOAKTIKOD HOVIENOD
o€ eDPVTEPIG EKTAONG PLABNPATIKOV eVOTATOV AN KAl 0 AANA YVOOTIKA avIikelpeva moo
propet va otnpiyBodv péoa aro Tr) covepyatikr) padnon.
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