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MAaiolo afloAdynong xwpo-suaiocdntwyv maixvidlwy He
OTOXO0 TN HAONoN o€ XWPOUG TMOAITIOHOU

Xpriotog Zivtopng, NikoA<ta MNavvoutoou, Avtplav Xtoika, NikoAaog ABoUpng
sintoris@ece.upatras.gr, nyiannoutsou@upatras.gr, stoica@upatras.gr, avouris@upatras.gr
Tunpa HAektpoAdywv Mnxavikwy Kat TexvoAoyiag YmoAoylotwy, Mavemotipio MNatpwyv

NepiAnyn

H texvoloyla @opnt®@v ovokevwv £xel Onpovpyrjoet véeg Sovatdtteg yla Ty  LIOOT)PEn
Spaotnplot)tev drtomng padnong. Avdapeoa otig mo mpoogateg eSeAilelg eivatr n avamtodn
EKIAOELTIKOV TALXVIOI®V Yld PODOEId KAl X®POLG MOATIOHOD HE XPHON X®PO-evaiodnte@v @opnteov
ovokeveVv. Agetnpla ya avty myv e§ENEn eival o ovvOvaopog dvo otoeiwv a) 1 dvvatoTTa Iov
IIAPEXOLY ADTEG Ol TEXVOAOYIEG Y1 TOV EUITAOVLTIONO TG AAANAemiSpaocng Tov XPrjoTy pe ototxeld Tov
X®pov xat P) ot dovatotnteg mov mpoo@épet To malyvidt og epyaleio padnong. O oTdOX0G ALTOV TGV
OLOTNHATOV €lval I} EUMAOKI] TOV EMIOKENTOV HE TO X®PO IMOATIOHOD HEO® OPAOTPLOTITOV
natyviedovg yapaktrpa. O oxediaopog, 1 vAomoinon Kat 1 aStoAdynorn TEToIwV SpAoTPOTT®V KAt
TOV OLOTHAT®V IOV Ti§ vmootpifovv eivat éva molvobvOeto {Rmpa. Ztnv epydoia avty
napovoldafovpe éva TAAiolo aSloAdyNong TETOIMV dPACTNPIOTHTOV KAl OCLNTOLHE TV EQAPHOYT] TODG
0g OLYKeKpLévo matyvidt mov vlomouidnke yia éva Movoeio. To mhaioo avtd amoteleital anod mévte
agoveg, 0 kabévag armo Tovg Omotovg KANLIITEL BACIKODS IAPAYOVTEG ITOD CLYKPOTOLY TNV EQIEPIA TOV
A VISV avtov.

A€gelg KAed1d: maryviodng pabnorn, povoeonawdaywyikr), aMnlentdpaon pe xopo-gvaiodrteg
EQPAPHOYES, POPNTEG CLOKEVES, CrTvmn padnon

Elcaywyn

Ta teleotaia ypovia 1 avénon tov SOVATOU|TOV TOV POPNTI®V OLDOKELOV Kl 1) evpeia
owiboor) Tovg £xel dnprovpynoel KAtdAAnAeg oovOnKeg yla VEoL TOIOL AvOP®ITIVEG
dpaotnplotteg Mmoo Aapfdavoov omoyrn Tig dOVATOTTEG MOD IMPOOPEPEL ALTO TO VEO
neptBaANov  OudyoTov  vmodoyiopuod (pervasive computing). Qg OlAXLTOG DIIOAOYIOHOG
IIEPLYPAPETAL TO PALVOHEVO OIIOD 1) eneSepyaotia MANPo@opl®v Kat 1 diktveorn diamnotifovov
tov mepiyopo pag (Nieuwdorp, 2007). Ot 0IIONOYIOTEG EVO@PATOVOVIAL HE TNV OPI] NG
kafnpepvottag xat ot avipwmveg Opactnplotnteg peTtapalovial péom TG Maviayov
apobdoag texvoloyiag, petadp aA@V Kat To matyvidt, To omoio maipvet VEeg HOP@PEG He TV
EPPAVION TOV TALyVIdIdV O1dyvToD vmoAoyiopuod (pervasive computing games). ZTO ONHEPIVO
emnedo g texvoloylag Owaitepny Siddoorn é€xel yvopiost pa xatnyopia naryvidiov
O LTOL DIIOAOYIOPODL TA Omold elval yvoTd &g Ywpo-evaiolnta @oprtd maryvidia (location
sensitive mobile games) KAt Ta OIOLA AIIOKTOOYV QAVATIKODG XPrjoteg. O YVOOELG P1AG OXETIKA
HE TNV epMepia TV XPNOoToV (user experience) Imov €UMAEKOVTAL 1€ ALTA Elval OXETIKA
HEPlOPLopéveg, agov Ppiokoviat oe mpotpo otadio avamrodng (Wiberg et al., 2009).
Md\wota ta ywpo-evaiobnta maiyvidia pe otoxo Ty padnon amotelovv pia diaitepn)
KT yopila auT@v TV IALVid®V, ITov YooV TV WO1attepodtTa 0Tt 0 0TOX0g NG oxediaor)g
TOLG elvatl 0 cLVOLAOPOG TG YoXAY@YLaGg pe ) padnon 1) omoia emolwKeL va ocopmepAdPet
OTOlYEla TOL X®POL, TG KIvNong OTo XMPO, TOL HEPAOpAtog amd éva slaioo emiyveong
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(context) oe éva a\ho. Me dedopévo nwg To avrtikeipevo g pabnong oe aotda ta nayvidia
aMdadet (to Tl pabaivet dn). o xp1yoTng) ON®G KAl 0 TPOIOG (To G padaivel) oe cLVOLAOHO
pe g dovarotnteg mov divoovv ta epyaleia didayoTov pIOAOYLOpROL opilovy éva véo medio
peNéTNG apketd obvOeTo Kal IEPUMAOKO. Xe Ot TV Katdotaon elvat xprown 1)
OlapoOpPP®O) £vog MAALOloL oL va vrootnpifel my aStoAOynon Kl Yevikotepd T HeAET))
ALY VIOV dOTOL TOL TOIIOV.

Extog amd 1 oxetkd meploptopévi) epmetpia oto medilo, mov €xel pikpr) iotopid,
enuIpoofEtme, Oa mpEret va MAapatnprjoovpe OTL pHéXPL ONjpepd Td MEPLOCOTEPA ATIO TA XDPO-
eoatobnta mayvidia kat ta mayvidia Siayotov vIOAOyopolL e0TAfOLY KLPI®G OtV
yoxayeyia tov maxtev. Ta Stabéopa miatota aftoAdynorg Tovg mov €Xouv HEXPL Orpepa
rpotabel avtikatomtpifooy avt TV Katdotdot), agod sotwafovv oty dtaokedaotikn) adia
TOV DAVIIOI®V auT®V, OI®OG GALVETAL KAl OTIG AVTIOTO1Xeg HEAETEG ITOL €YoV OnpootevTel
(Yiannoutsou & Avouris, 2010). Evbewktika otov npoogarto topo tov (Montola et al., 2009)
Aelnet omotadrjmote oo{rjtnon ywa T padnowaxr) iwdoraon TeV mayvidev avtov. Ot
péBodot mov e@appolovrar ce avtd ta nAaiolwa alloAoynong XPnoLHoIoovY  yid
napdadetypa v évvola g por|g (flow) (Desurvire, Jegers & Wiberg, 2007) 1 mpoteivovtat
EPIIEIPIKOL KAVOVEG TIOD d@OPOLY TNV €LKOAla Tov maiyvidod (playability heuristics)
(Korhonen & Koivisto, 2007). Anatteital Opmg éva mo o@aipikd miaioto agloloynong yia
TV EKTIPNON TOD OLVOAIKOD OXedlaopod ydpo-gvaicdntov mayvidiwy pabdnong, mov va
Semepvd v evyxpnotia 1) v evyapiotnor). To mhaiotlo mov npotetvetrat oe avty v epyaocia
arookoret oto kaboplopo puag Paong pelétng kat otr dopnorn) g Stadikaociag aSloAoynong
TETOLOV AL VIOI®V.

21t oovéyela ovdneitat 1) LON TOV X®PO-eDALOBNTOV HAXVISI®V POPNTOD DIIOAOYLOROD
Kat 1) oxéorn) toog pe T pddnor). Enetta npotetverat éva miaioto mov amoteleitat amo mévte
adoveg. Avtot ot dSoveg éxovv mpoxkLYet artd PBAOYPAPIKT) AT KAl AIIO TV EQAPHOVT)
Tovg oV avaloor) Tov navidiod MuseumScrabble (Sintoris et al., 2010).

Maixvidia d1axutou uToAoyIopoU Kdal paénon

Ot anoyelg ywa to Tt elvat éva matyviot duayotov ovmoloylopod Oev @aivovtdal va
ovykAivoov, kabwg ot epunveieg exkvodv amo dvo avtidlapetpkég agetnpieg. IToAoi
EMYeLPOLY va opioovv ta matyvidia aotd fexivoviag amnd Beopnrikég mpooeyyloeg oty
Tapadoolaxt) évvola Tov TALXViOoD KAl €l0ayovIag EIETd OtV AavAADorn Vvoleg Tov
Oiayotov vroloytopov. Etot ta matyvidia d1crxvton DIIOAOYIOROD KAt KATd OOVEIIELd KAt T
X®po-evaiobnta gopntd natyvidia mpooeyyilovtal ®g pa Katd Pdorn Dapadootaks) popern
nayvidiov 1 omoia epmhovtiletat pe ) Srabéowun texvoloyia StdyvpTov LIIOAOYIGHOD.
Kouwvr) agetnpia oe avtég tig amomnelpeg eivat 1 évvold TG QuOaAidag Mmoo epmeplexet Tov
KOO0 TOD IIALYVIOo0 0 OXE0T) {e TOV MPAYHATIKO KOOpo Moo eivat é§o amd aotr). Avt 1
évvola dratonobnke wg paywkog xOxAog amnod tov Huizinga (1955) omov o koopog tov
nayvidod etvatl “..&vag mpoomptvog KOOHog péod oto ovuviidn KOOHO, dPOCLOpPEVOG OtV
EKTEAEOT) PLAG ATIOPOVOUEVTG TTIPAENG” . O payikog KOKAOG xprotporoteitat yia napddetypa
amno tovg (Salen & Zimmerman, 2003) &g “...oovtopoypagia yia v 10éa evog otaitepoo
TOIOD OTO YPOVO KAl OTO X®PO Tov dnpovpyeitat amo éva natyviol”. H avtiotpoen dmoyn
BAémet Ta matyvidia avtd g Katd K0pto AOyo Iatyvidia vrroAoylot®v (computer games), Ta
oroid P€0® TOV POPNTMV TEXVOAOYIMV KAl TOD S1dyDTOL DIIOAOYIOHOD eleKTeivovTal méov
IEpa amod Ta 0P TOV oTtafep®V DIIOAOYIOT®V KAl CORIAEKOVTAL OAO KAl IIEPIOCOTEPO HE TNV
kabnpepvotnTa Kat tov @ooko koopo. I'ia mapddetypa, ot (de Souza & Delacruz, 2006)
BAémovv ta nayvidia avtd g “amoyovons” Tov SIKTDAKGOV Iatyvididv poAov yia moAovg
xprioteg (MUDs). Etot, ovykpriika pe ta mapadootaxkda matyvidia vmoloylotov, ta
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nayvidia Owayvtov vIOAOYWOpoOL pIopodv va eivar @opntd, kabodnyovpeva aro
KOW®VIKY] aMnAemdpaon Kdi, K0pieg, COVLPALVOLY TOV HMPAYHATIKO HE TOV WPHPLAKO
KOOpO.

Ta idta avTtd apaxtpPloTKA TOV QOPNT®V CLOKED®V ELVAL ITOL Tig KATOTOOV EAKDOTIKEG
Y1a Kavotopo eknaidevTiki) xpron. Emumhéov 1) emtyvoon mhaioiov xat 1 61acvvOeon péowm
OKTDOL EDVOODV EKIIALOEDTIKEG OPACTIPLOTNTEG HE POPITEG OLOKEDEG ITOD PIIOPOLY VA eivat
yla Iapadelypd Katavepnpéves, COVEPYATIKEG, evIaypéveg oto xopo. Ot xapo-evaiodnteg
natyviodelg dpaotnplotnteg HIIopovy va AdBovv x@pa o HOLOELT KAt YEVIKOTEPA 08 TOIODG
LOTOPLKOD, MOAITIOHIKOD 1) QPLOKOL evila@épovtog omov 1 pabnon ovvovaletal pe Tn
Oaoxedaor) £6m arod ta mAaiowa g Tomki)g padnong (Hall & Bannon, 2005; Leinhardt et al.,
2002). Ta povosia kat AdANOL X®dPOl MOATIOHOD eivat 1101 eSOKEIDPEVOL PE POPITEG
texvoloyieg. Popnrol dIIOAOYIOTEG MANAPNG XPNOLHOIOOLVTIAL ONO KAl IIEPLOCOTEPO OTd
povoeia ywa ) Peltioon g epmnelpiag tov emokentov (Schauble et al., 2002). H mo
poo@artr) egeAn avtr|g g Tdong etvat epQavmg IIPog v KatevBovor) g ovvepyaoiag Kat
mg Kowwvikng alnAemidpaong (Schroyen et al., 2008). T'a mapddetypa, ot @opmrol
nAektpovikol odnyoi moo oxedidotnkav pe okomo Ty opadikny aAAnAemidpaon o6nmg to
“Sotto Voce” xatadeikvooov T oTpo@r) arid v Il HeTadoorn t1g IANPo@opiag Ipog )
ovvepyaota. Ta oovepyatikd mayvidia ovvelopépoov oe avtr) v tdor, divoviag évav
nawyviodn xapaktpa oty emiokeyrn (Woodruff et al., 2001). I'ia mapadetypa, to €pyo
“CoCicero” (Dini et al., 2007), {ntd amd To0g emOKEnTeG va COANEGODY 1Y V] OOTE Va ADCOLV
éva atviypa, eve) oto “Mystery in the Museum” ot coppetéyovteg mpémetl emumAéov va
HPOPacTobY Td 1y V1) IOV eVTomi{ovV Kat va cu{ntrioovy ndave oe avtd (Cabrera et al., 2005).

Mua d\An opdda nayvidimyv eivat otpéva og Koviyt Onoaopoon kat oovrifwg naifovrat
oe avouiytoog xmpoos. Eva mapdadetypa eivat to “Mapping Challenge”, éva oovepyatiko
Xopo-goaiodnto matyvidt omov ta didonapta péln piag opdadag mPETeL va OLVIOVIOTOLV yid
va oAoxkAnpaooovy Tig armootolég Tovg (McGreen & Sdanchez, 2005). To natyviot “Frequency
1550”7, mov a@opd oTo PECAIOVIKO APOTEPVTA, HAlleTal 0T SIAPKELT MAg OXONIKI|G PEPag
Pé0a OTOo 1oTOPLKO KEVTPO TG MOANG anod opadeg 4-5 pabntov (Huizenga et al., 2009).

H vmobeon mioe amo aotd ta yopo-svaiodnta gopntd naiyvidla pabnong eivat neg ot
IaiYTeG, XPNOHOIOIMVIAS OUYXPOVEG @QOPNTEG OLOKELEG, Héoad amd TO IAtyvidt
EVOOUAT®VOLY YV®OOI] Yld TO TOIMO KAl TOV MePlyppod TOLG KAl £Xovv 1) dvvatoTnTd va
aAMNAemdpAaoovY TO0O [ MPAYHATIKA 000 KAl 1€ WIPLAKA AVTIKEIPEVA TIOL MEPIKAEiovTaL
oe aoto to xopo (Rashid et al., 2006). Av kat ot BewpnTikég Pacelg ooVIYOpOLV DIIEP NG
OoLVDPAVONG TOL TIALYVIOOD e Tr) padnon, ot epmelpikég pehéteg dev etvat 1ooo oageig. I'a
IAPADELYHA, €V AVIXVEDETAL 1] OETIKY] €MNTOON IIOL €XEL 1] EVOMPATMOT] TOL PAVIAOTIKOD
ot padnon (ywa nmapdadetypa (Ricci et al., 1996)), dA\Aeg pekéteg advvatody vd eVIOMoOLY
oaQr) oLOXETION TV KV TP®V oL Onptovpyet to matyvidt pe to pabnolako amotéleopa
(Huizenga et al., 2009). [Tépa opmg anod T ox€0r KIVHTPRV KAt pdbnorng, orndapyet yevikotepr)
avaykn yua oovotnpatiki) Kat pebodikr) aStohoynon Tétolov mayvidiav.

‘Eva mAdiolo PeAETNG yia Xwpo-gudiodnta maixvidia padnong

2t ovvéyela mapovolafovrat mévie dagoveg mov Kabopifovv To MPOTEVOpHEVO HAAIOL0
adloloynong xwpo-evaiobntev mayvidiov @opntev ovokevov. Ot aoveg avtol €yovv
IIPOKOWYEL AIIO TNV avdaAvon Tétolwv nayvidwwy ot Piloypagia alla xopiog amod to
oxedlaopo katr vlomoinorn xwpo-svdaicdnteov mayvdwv amo v opdda. O aloveg tov
m\atoiov aloAdynong KAaAdIITovy Tovg KOPLOLG MAPYOVTeg MOD OAPOPPOVOLYV TETold
nayvidwa xat fonbovv otnv avalvon ToV Hayvidiav aot®y.
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Av10 10 mhaioto gxet fdn xprnotponotndel yia TV avaioor evog matyvidod yid matold
IIOL EMOKEMTOVIAL TO X®PO &vog povoetov. To maiyvidt oto omoio epappootnke, To
MuseumScrabble, (Sintoris et al.,, 2010) {nta amod avray®vifopeveg opddeg mALXTOV va
ovvdéoovy exkbépata tov povoeiov pe évvoleg. Oco mo owotr) eivat 1 odvOeon TOCO
IIeP1o00TeEPOVg IOVTOVG Kepdilet 11 opdda. Ot opddeg mepidrafaivoov 1o povoeio ya va
evrtorioovv ekbépata mov €xovv oyxéon pe Tig évvoleg mov mpoPdarlovrat oty obovn g
ovokeor)g. H ovvdeon evog exBépatog yivetal pe myv avayveon g kaptag RFID mov eivat
tonofetnpévn oto éxbepa.

Euxapiotnon kat maixviot

Yta nayvidia mov edetdlovpe 1) evyapioton xprnotponoteitat og kivntpo yia ) padnon. Ot
Baoelg avtrig g vmobeong evromifovtal ot otev) Oxéon TOV KV TP®V Kat Tng padnong
(Keller, 1987; Malone, 1982): H tdorn) yia mawyvidt etvat eyyevi)g oe matdld Kat eVHAIKEG Kt
eKTO¢ ard Woyaywyla, nponbel QLOWKI KAl VonTiky] dpactnplot)ta, ovvenmg évag Tporog
epmmooTiopod Tng dradikaociag pdbnong eival 1 coOVOPAVON TOL HALXVIOOL HE TO IMPOG
pabnon mepleyopevo 1) évvoleg (Malone & Lepper, 1987). Evag onpavtikog napdyoviag oe
aot 1 Swaotaorn eivatl To mo6co QUAKO, IPOOPACIO KAl evXAPLoTo eivat éva matyvidt oe
neplotaoctaxkong naiyteg (Desurvire & Wiberg, 2010). H evyapiotnon avrikatporrtietat Kat
OV AmmoppoO@norn Tov Haixty) amd ToV KOOHO TOL IAyvidlov. AvTO TO QAVOPEVO
povtelonoteitat amd évvoleg onag 1 por| (flow), n mapovoia (presence) 1 1 enmAokr)
(involvment).

Mab@notakég oiadpopéc

‘Eva devtepo onpeio eivat o polog Tov maioiov (context) oty eykabidpopévr (situated)
pabnorn. To mhaioto pabnong ovvelopépet ta epyaleia, v IPOBIIAPYXOLO YVMOT) KAl TOVG
otOx0Vg 10l Oote 1) pabnon va €xel vonpa ya to vmokeipevo (Lave & Wenger, 1991). H
pabnon mov eival eVOOPAT®PEVI) O €vd QLOIKO X®PO OI®G &vda HOLOED €Xel @G Onpeilo
avagopdg v alnAenidpaon) pe ta exBépara xat 1o xopo (Hein, 1995; Leinhardt et al.,
2002), axopn kat pe dAovg avlporong kat yeyovota otov mepiyvpo. Ta yapo-eoaiobnta
nayviowa vrootnpifovv v eykabidpopévny pabnon péon tov akdlovbev ototyelov: (a)
IAPATPNOn TOL IEPlyvPoL KAl TOV IEPLEXOHEVOV ToL (B) TOomobetnon twv @QLOK®V
IIEPLEXOPEV®V TODL MePLyDPOL O€ £va MAAIOW0 (TLY. X®PLKO, EVVOLONOYIKO, OepIaTIKO, XPOVIKO,
10TOPIKO K.a.) (Y) €PIAOKI] TeOV HaXTOV oe dadikaoieg Ay g arro@acemv Kat diatdnmong
OTPATIYIKGDV.

Kotvwvikn aAAnAsniopaon

Oewpoviag To matyvidt kat 1 pabnon og kowevikeg epnetpieg (Leinhardt et al., 2002),
OLVEPYAOLA KAl O AVTIAYDVIOHOG YVOVTAl OIHAVTIKA CLOTATIKA Tov Hatyvidod. H epmetpia
G MAOLOWIG KOWMVIKIG aAAnAemibpaong eival apketég @opég tkaviy va aolroet to
evOlaPEéPoV TOV IMAXTOV Ot IAtyvidia mov £xoov @rayt) alnemdpaot) 1) etvat moAdmAoxa
(Koeffel et al., 2010). Eve ta ooyypova maividia IpooomiKeOV DIOAOYIOTOV EMTPEIODY T
OoLVEPYAOIA 1) TOV AVIAY®VIOPO, 1| EN\ewyn Jpecng emagrg eival IePLOPLOTIKY) OV
emkowvevia. Ta yopo-eoaiodnta nayvidia etvat évag tporog va ocovouaoTel 1] KOW®VIK)
alnAenidpaon) petadd TOV A TOV He Ta MOADIAOKA OevVAPLd TIOD MAPEXOLY TA MAOLOLA
aMnlemdpaotikda nepipdMovta. To opadikod maiyvidt oto xopo dnprovpyet dovatotnteg
Yl OToXeD|EVT] avalITrorn OOVEPYAOI®V KAl AVIAYMVIOU®V KAl avatpo@odotel ta Kivintpa
TOV Ooytov ywa avadnmon véeov otpatnykev (Jegers, 2007). Xe avtd 1o mAaioto,
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EPOTIPATA ONI®OG ITOol elvat ot maiyteg, ylati eméleSav va OOHPETEXOLY OTO Halvidy, Tt
OXEO0Elg €XOLV HETASL TODG KAl M®G aLTEG emmpedalovv To HMalyvidl 1) H®G To Ialyvidt
petapdlet Tig ox€oelg ALTEG, elval APeTnpleg TIOL PIIOPOLY va Kabodnyrjoovy T pehét.

AAAnAenidopaon pe To Xwpo

Ot 1810mTeg TOL PLOKOL MEPLYDPOL OTO XWPO IMov Tailetar éva maiyvidt armoteAovy
OLOTATIKO PEPOG TG SOVAPLKIG TOL IAlYVIOoD. XTa KAACOKA Ialyvidia, eite emtparelia
€lte OTOV DIIOAOY1O0TH), Ol AAANAEMOPACELS TOL ALY HE AVTIKELHEVA TTIOL OEV AVIKOLY OTOV
KOOpo Ttov matyvidiod etval eldyloteg. Avtifeta, Ta  xwpo-svaioOnta mayvidia
EVODHAT®VOLY TOV IEPLyDPO 0 oroiog yivetal pépog tov mAaiciov avdaivong (Magerkurth,
Cheok et al., 2005). I&i0tTeg TOL IMEPiYLPOL OIOG O1 HIAOTOELS TOL XDPOD, Ol AIOCTACELS
peTadd TOV AVIIKEPEVOV 1] T®OV IMATOV €OVOOLV KAIOEG ODLOXETIOEG KAl VOINTUKEG
Aettovpyieg kat kdmoteg oxt. O x@pog elvat Tprpa oo mayvidiod, Kat paAtota TEpd oto
oroto ot maiyTeg PIIopovv va dpovv Kat va Iapat)pody amo xowvov. 'ia va xatavorjcoope
my epnepla TV natev 0a mpémet va Adfoope vmoyrn Tovg MApdyovieg TO MAJLO0D
EMyV®OOIG TTOL SAPoPP@®VOLY TO A Vidl: To X®PO, TV IAPOLOLd TOV AANGV MAIKTIOV OTO
X®PO, T péoa alAnAemdpaong T®V MALXTOV [ ADTOV, TI§ OLOKELEG TOV MALYTMOV KAl Td
XOPAKTIPLOTIKA TOVG.

IXEoN TNG YNPIAKNG Kat Tng QYUAOIKNG 0ldoTtaocng

Zta xopo-goaiodnta mayvidia ¢opntod LIIOAOYIGHOD, Ol QOPNTEG CDOKEVEG £XODV TO PONO
Yépopag peTald TOL YPNPLAKODL KAl TOL PLOLKOD XM®POL. XTOV PULOKO MEPLyLPO pe TA
AVTIKEIPEVA Kol TA IPOOMIIA MOV EHIEPIEXEL, emKAbeTal éva Yynelako eminedo to omoio
kabBopiletat anod To meplexOpevo, TV vrodopr] KOS KAt ard Tovg KAVOVeg TOL HALXVIOL0L.
H ovvekukotnta 100 OLVOAMKOD KOOHOL TOL Hatyvidlod, KAl KATA OLVEIEWd KAl TG
EUITEPIAG TOV OAIKTI®V, e§apTdtal amod Tr) oxéon PeTasd Tov YIPLAKOD KAl TOL QDOIKOD
Topéd. AvTr) 1] OOVEKTIKOTNTA elval ONPAVTIKOG IAPAyovTag yid tn) Statrpnorn g epmetpiag
TOL TIAt ViS00 (T1)V HAPAPOVI) TOD XPI0TI) EVIOG TOL paykod KokAov. To mepiPdllov kat ot
OVLOKeDEG peTatifevial OTo POVTO KAl IMPOTEPAIOTNTA &xel OAOKANP®ON T®V OTOX®V TOD
o viooD. Aotoxieg T®V ODOKELOV 1] KAKOG Oxedlaopog HIOpPovV vda Snpiovpyrjcovv
oLVOrKeg TIOL Va elval avoikeleg 0TOLG YPI)OTEG KAl VA 00N YI|COVY OTOV AIIOIIPOOAVATONOHO
TOVG amod TO Aty Vidt.

E@appuoyn tou mAaiciou yia tTnv epunveia twv naparnpnoswyv
otnv aloAoynon €vog naixvioiov

AmnoteNéopata g adioloynong too MuseumScrabble mapovowalovrat ot CuVEXEd @G
HAPAdEYy L AEITODPYIKIG EQPAPHOYTG TV ASOVAV.

Evoeielg yia 1o Pabpo otov omoio n evyapiotnon oto mayvidt emtevyOnke etvat o
Babpog Spaotnplonoinong TV MalXToV, 1) DIIOKEWEVIKT] AVTIAYI) TOL Xpovoo 1) 1) didbeon
TOV OATeOV va enavaldpfoov my epmetpia. Xto MuseumScrabble 1 dpaotnptotyta tov
Ay Tte®V mapépeve otabepd oynAr) oe OAn ) didpketa Tov Hayvidlod eve MOANOL Maikteg
éxaoav v aiobnorn tov XpPOvov, OTolyEld IMOL LIIOSEIKVDOLV IIKG ] EHIEPia TOLG HTaV
O1aokedaoTiky). 20TO00 aLTO Oev WOXLEL yia OAovg, Kabmg karroteg opadeg de ooppeteiyav pe
myv idwa évtaon kat dpynoav va eunAakovV evepyd oto matyvidt, eve otav 1o ékavav, ot
avtinaleg opadeg eiyav 110 mpox@Prnoet. AvTO OLVIOTA TV ELOAYDYI] O ENOPEVO OXeOLAOHO
TOL IIALYVIOOD PAG APXIKIG PAONG PKPrg dvokoAiag, péxpt va eSoketabody OAeg ot opddeg
HE TI¢ mapapétpoug Tov matyvidiod.



716 7° NaveAARvio Tuvédplo Pe Alebvr) ZUPPETOXN

H epm\oxr| TV maytev oe Avoeig npoPAnpdatev, o fabpog otov omoio avélvoav toog
oTOXODG TOVG 1] 1) avadion oTPATYK®V amotedovv evoeilelg pabdnowakeov Sepyaotav,
Iov @Avnkav oty avaloon Tev Olahoyev. O oxediaopog tng dpaoctnplotntag Ttoo
MuseumScrabble £ytve pe okono va mapaivéoet Toovg Maikteg va npofAnpaticfody ndve oe
KAmoleg évvoleg, va TI§ AavaldoOLV, VA EVIOMIOOLV Td OxeTikd exkOépara xat va
avtapelpboov pe movioog. Oplopéveg opdadeg akolovdnoav Ty avtiotpopn OTPATYIKI:
npoTa eviomdiav kdmoto ékfepa kat émetta npoonabodoav va To dvTIoTO| OOV He pid
évvota. MdAota, katd ) Stdpketd Too matyvidoo, ot idieg opdadeg eVAAAAOOAV OTPATIYIKEG
Katd PovAnon kat kapia opdda Oev amomelpdbnke va mepdiaPel To povoeio Kai va
Onpovpyrioet oovdoelg ekBepdrav pe Toxaio Tporo.

H napartripnon g OOPIEPLPOPAg TOV IALXTOV Kat ot didhoyot petald Tov peAdv Tov
opad®V armoKalvITel T €0Pog TG KOwmVvikrg aMnlenidpaong. Ta pédn tov opadov
oloBeTodoav kat evAAAaooav pOAODG KAt EPIAEKOVTAV Ot EVTOVEG OlAIIPAYATEDOELG OXETIKA
HE TN OTPATNYIKY) oL £Hpemne va akolooOnoovv. O aviayeviopodg xai ) eppadovon oto
IAaiolo ToL IatVvidlon 1TAV EUPAVT|] OTOV AVIAYDOVIOHRO, HEPIKEG POPEG KAl EVIOVA AEKTIKO,
AavApeoda oTig OpAaoeg.

Ot SwaBéorpor mopotr oto MuseumScrabble, dnAadrn ta exBépara mov pmopodv va
anod®oovy MOVTOLG OTOVG MAixTeg, HTav Yoptopéva oe dvo toomAnbeig katnyopieg. XtV
PO KAatnyopla avikav ekfépara mov amaitodoav NAapdirpnor] Hovo TaV e{oTepKav
XAPAKTINPOTIKOV, ONOG OXHHA, XPORA KT\, eve ta ekOépata tng devtepng xatnyopiag
anatrovoav emurpocdetn vontikr) mpoondbetld, OIov ot Mmaiyteg énpere va otaBdoovy Kat va
KOTAVOI|00DV TIG IIEPLYPAPEG TOVE., KATL yid TO orroio ot maiyteg Sev eiyav evipepmbet. Omog
PAVNKE OTA APYELA KATAYPAPIS, IPOTipnoay apyikd va aocxolnfoovv pe ta exBépata moo
AIIAiTovoav AmAr) MApdaTtpPnoln KAt povo d@ob oxedov ta e§aviAnoav, mpox®pnoav je ta
exO¢pata oo anatrovoav emméov npoomdadeta.

Télog, mpoPAnpatkég perapdoelg petald ToL YPNPLAKOD KAl TOD QPLOKOD X®POD
evromiotnKav Otav ot IAiKTeg PeTatomiav vy Ipoooxl) Tovg Ao To oTdX0 MoV eiyav va
Kataktooov oto neg Oa alnlemdpdacovv pe ta ekbépara 1) Tig OLOKEDEG, OTAV yld
napddetypa Kamowa meptypd@r) ekfépartog Sev rjtav Katavontr), 1 Otav 1 epappoyn dev
AEITOLPYOVOE HE TOV AVAPEVOHEVO TPOTIO.

Juunepdopuata Kai HEAAOVTIKN) KAatevuBuveon

2T1g PO YOOEVEG TIAPAYPAPOVG MENETH|OAE TOV TOPEA TOV XDPO-eLAOONTOV IALXViOimv
(POpP1TOL DIIOAOYIOPOD yld pabnon. Zxiaypa@rodpe ta PACIKA XAPAKTPOTA dLT®V TOV
nayvideyv, Kat optoape éva mhaioto afloloynong armotelovpevo amo mévie afoveg. To
m\aiolo avto Oev vrokabiotd vriapyovoeg pebodoloyieg 1) TexVikég al\d arrooxoriel oto va
aroteéoet éva epyaleio dopnong g PEAETG TETOWV HAX VIOV OIIOD TA ETEPOYEVI)
otolyeta mov ovvietoov TG ywpo-evaiodnteg dpaotnpiotnteg evorolovvtat. Asifape nog
avto propet va xkabodnyrjoet ) peAétn TETO1OV DA Vidl)V KAl EPPIVELOAIE OPIOPEVA AIIO
TA EOPIIATA PLAG HELPAPATIKHG ASLOAOYI01G eVOG TETOLOD HALXVIOL0D.

H ovotnpatikr) epappoyr) Tov mhaioiov avTtod oe peAAovTikeg adloloyrioetg @hododel va
odnyroet otV mapaymyt) Aettovpykov petaPAnteov yua kabe afova. Enopevo Prjpa mpog
aovt v Katedbovon eival o evIomopog TV OlKTI®V IIOD HIIOPOLY VA CLVEICPEPOLY
AN Po@opieg 0TovG ePeLVITEG Yia Kdbe dafova Tov mAaioiov Kat o Kaboptopodg tov pebodmv
yia v e§ay@yr) avteov TV SelKToV.
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