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MNaidid pe diatapaxn AutiotikoU Odocpatog
aAAnAsmdpouyv pe Serious Games Kat ta taflvopouv

KapaBaciAng Avtwviog', Toixoupidng Xapidaog?
' A.karavasilis@upatras.gr,
2 hatsihour@upatras.gr

NepiAnyn

Ta televtaia xpovia, n xprorn eKIAOEDTIKOV PNPLAKOV EQAPHOY®V (serious games) kepdiel OAo Kat
ePLooOTePO £€8aPog otV eKIatdevTiky dradikaoia, diaitepa oe TOpELg MOV OTOXEDOLY OTNV 101K
Sranadayeynorn atopev pe pabnotakég wiattepotnteg. Evag adlonpooektog eKImatdevTikog Topéag etvat
aLTOG IOV OTOXEVEL 0TIV KAAEPYeLd OeLOTTOV TOV ATOPOV pe dratapayr) avTioTikod acpatog (AAD).
Ta Serious Games oo Kataockevadovtat pe otoxo Vv exraidevon nadiov pe AAD, otnpifovratl apevog
Oe IPOTOIA HOVTEAA OXeOLAOTIKIG IIPOCEYYIONG OLYKEKPIPEVOV TEXVIK®V KAl HIASAy®ylK®V
XAPAKTPIOTIKOV KAl APETEPOD O OLOLACTIKI) agloAoyntiky) dtadikaoia. Qotoco, n aStoloynon avtov
TOV AOYIOPMIK®V aITOKTd 101aitepo evOiagépov Otav avtr) MPAyHdTonoleital amod Tovg idiovg Ttovg
Xprjoteg. Zmv mapodoa pelét aStohoyodvial MOLOTIKA XAPAKTPOTIKA 10 ynelakev Aoylopikeov
e\evBepng Srakivnong (dwpedv), g tedevtatag detiag amod matdld MPOOYOAKG KAl IPATIG OXONKIG
nAwiag, pe AAD.

AEEe1g KAEIO1A: Serious Games, Alatapayr) ALTIOTIKOD GACHATOG, TOLOTIKA XAPAKTNPLOTIKA oxediaong,
adtohoynon

Elcaywyn

O avtiopog arrotedet pia ovvOetn) kat moAvddotatn diatapayt) 1) omoia avijKetl ot opaipa
OV daxLTe®V avarrtodlakev Statapaxov mov mepllapPfdavoov mpodnleg aveldpKeles,
EKTEIVOEVEG OF TIEPLOCOTEPES ATIO Pid MePLoyEg g avamtodng oo atopov. [Tpoxettat yia pia
ocofapr) vevpoavamtvdlaxs) dlatapayr] pe evOeilelg oL MAPAIEPIONY Ot YEVETIKA daitia
(Cantio et al., 2016). Zoppeva pe to DSM-5 ta dtopd Moo eUIITIONY Og ADTO TO 0PV PACHA
xapaxtnpifovtat aro dvolettovpyleg oe 0O Pacikog TOPEIS: 0TV KOIWV®OVIKI] COPIEPLPOPA
kat aMnAenidpaot) kat oTig enavaiapPavopeveg otepeotorikég dpaotnptotteg (American
Psychiatric Association, 2013). AeSopévoo 0Tt 1] OO GANA Kl 1) £VTAOL TOV SDOAEITOVP YLDV
avt®Vv Sla@épovV ard ATOHO Oe ATOHO, 1) AKAONPAiKr) KOWwoTnTa éyet viobeTrioel Tov Opo
Awatapayr) Avtiotikod Paopartog (AAD), mpoketpévoo va ooprepAdaBet KAVIKA COPITTOPRATA
mov dvvavrtal va Kopaivoviat amd 1meg péxpt Kat miéov Papiég kat obvbeteg popeg.
Zoykexpipéva to DSM-5 opilet tpetg vmokatnyopieg pe Pdor) ) éviaon al\d kat ) fapvtnta
eKONAWOIG TOV EANEPPATIK®V TODG OLHIIEPIPOPDV. LOYKEKPLEVA, TO eminedo-1 oto omoio
AavAKoOLV dtopa mov Xpriovv AamAm¢ avAaykng LIOOTPSNG, To emimedo-2 Ormov Ta dTopd
xpndovv avaykng evioxopeévrg vmootrpdng, Kat to eminedo-3 omov ta daropa xprfoov
avaykng Wiaitepa evioyopévrg vmootpng (American Psychiatric Association, 2013).
2OVEN®G, TO ALTIOTIKO @Aopa mepAapfdavel ONeg Tig OOVATEG EKPAVOELG TG OWKeldg
dlatapayrg Imov ektelvoviatr armd Aatopd pe OYNAR ATODPYIKOTTA KAl QUOLONOYIKE
YA®OOIKI| avdamtodl €m¢ ATOpa je MOAD TEPIOPIOHEVI] YADOOIKI] aVAITOSN Kt YapnAr
Aettovpywotta (Gordon et al., 2014).

AOy® ™G SlaKOPAVONG TOV HEPIOPIOR®V OV MIPOCAPHOOTIKY] CUHIIEPLPOPA KAl OTI)
vontikr) Aettovpyla moo gpgavifoov ta atopd pe avtiopod, ot pédodot ddaokahiag ald kat
ol eKITaOEVTIKEG TEXVIKEG TIPOOEYYLONG SlaAPEPOLV AMd eKeIVEG TOV TOIKA AVEITOYHEV®V

Mavaywwtakomoulog, X., Kapatpavrtou, A., & AppakoAag, 2. (Emy.), Mpaktika Epyaciwv 7ou MaveAArviou Suvedpiou «Evtaén kai Xprion
twv TIE oty Eknaidevtikn Aladikaoia», 6. 405-418, Tunpa Emotnuwy tng Ekmaideuong kat Kowvwvikng Epyaciag, Navemotnpio MNatpwv,
16-18 ZemtepBpiou 2022. ISBN 978-618-83186-7-0.



406 7° NaveAAAvio Emotnuovikd Tuvidplo

atopev (Ghazi, 2018). Me xvpto yveopova mg d18aokaliag my evepyr) OOPHETOXT) TOLG OTO
EDPOTEPO KOLVAVIKO OLVOAO, 1] eKIIAIOEVOT] TOV ATOP®V pe SlaTapayl] auTIOTIKOD QACHATOG
IIPETIEL VA OPLOTEL DIIO TO IPIopa TV WOlaiTEPOV Kat ESATORKEDPEVOV OTOX®OV 1§ Kdabe piag
ePITRONG Sexmplotda epappofovtag KatdAnAeg Sidaxtikeg pedodovg (Bartoli et al., 2013).

Tig tedevtaieg dexaetieg 11 xpron ODayyvidwy eknadevTkod yapakmipd, daitepa oe
AaTopa pE e101KEG EKTIANOEDTIKEG AVAyKeS, Kepdilet OAO Kat ImeptoodTepo £8apog, Kupiwg ytartl
Ta oy vidla prHopet va Mpocd®oovy £va EAKDOTIKO KAl EDYAPIOTO TALTOXPOVA XAPAKTPA
omv pdbnon, Onplovpywviag €tot w Pdon yia WV avdarod) AnoteAeOpaTIKOV
exraidevtikov mepPpaloviev (Delavarian et al., 2015 Croyon et al, 2019). Ta cofapda
o vidia (serious games) etval PnPAaKA Iaiyvidla LIIOAOYIOTOV 1) YHPLAKDOV QOPITOV
ovokevOV (tablet, kvn@V MmAePOVOY) TOL OTOXELOLV OTNV EKMATPWOL TPOcbeTOV
OaKTIKOV OTOX®V KAl OXl OIIOKAEWOTIKA OTHV WPoXAy®dyld, OOPIANP®VOVIAS OTig
IIEPLOCOTEPEG IEPUTTOOELG OvPPaTikeg pebodovg mapépPaong (Batsila & Tsihouridis, 2018).

Ot pabntég pe Awatapayr) Avtotkod Pdopatog (AAD), oovpgova pe m Oedvr)
BipAoypagia gatvetat va mpoTiIody IMEPIOOOTEPO TIG PNPLAKEG EPAPPOYEG Kabmg vimboov
OTL TOLG IIAPEXOLY VA TILO T)PEPO KAl ouVApA KaAbtepd mpoPAéyio meptBAaAAov armod avto
g oxolwkr|g talng (Bartoli et al., 2013; Xie et al., 2019). Tavtoxpova, éxet amodeiybet o1t
Oedopévng g peyding padnolaxng dvvapikig tovg, Ta Serious Games epIAéKOLY TOLG
pabntég oe pia moAvaiodnmplaxs) napayyiks) S1adKaoia TOVOVOVTAS TI YVMOOTIKEG KAl Tig
KOW®VIKEG 6e§l0TNTEG TOVG, TIg OeS1OTITEG OKEWNG KAt eTTiAvOnG TIPOPANPATOV EVR COVAPA
KaM\iepyodVv Kdt Tig Kavotteg evoovaiodnong xat xowaevikng avtiinyng (Mitchell et al,,
2007). Ta Serious Games 1ov amevBovovtat oe dropa pe AAP otoxedoLV Ot OLAPOPETIKEG
0e€10TTeg IPOOAPHOOTIKI)G CLPIEPLPOPUS KAl OlavonTiklg Aettovpylag, eotdaloviag to
evOLa@PEPOV TOLG OTOLG EAAEIPIATIKODG TOHELG TOV ATOUMV AVT®V.

Aedopévon Tov avinpévon evOlaPEPOVTOg MOV IAPATIPELTAL OTA YIPLAKA EKTIAOEDTIKA
oy vidia kpivetat avaykata 1) Stepedvnon g aSloAOYNTIKI|G OTAOTG TOV ITAadoV pe AAD
amévavTtt ota obyxpova ynerakd Aoytopkd. Etoy, 1) mapovoa epyaoia eotialet agevog oty
adloAoynon T®V HoTKOV Yapaktplotik®v 10 Serious Games eAedOeprg Sraxivnong péoa
AIIo TNV OITLKI) IIPOOEYYLOT) TOV iS10V TOV Xp10TRV/ ITadi®V KAt dQeTEPOD OV TASLVOHNOT)
TOLG KATd Oe1Pd MPOTIHNONG.

ZKOMOG TNG mapouoag UEAETNG

Ta Serious Games oo e0Ttd{ovY OTIG e101KEG EKTIALOEDTIKEG aVAyKeg TTAOIOV pe padnotaxeg
0attepo T Teg Tig TeAentaieg Oexaetieg moAamaoctalovtat pe avintko pobpo (Alves et al,,
2013). To xdbBe éva amd avtd mpooavatoAietal oe pia 1] KAl MePLoooTepeg OLATAPAXES
£0TLAfOVTag O CUYKEKPIPEVA XAPAKTIPIOTIKA KAl WO1ALTEPOTTEG AITOOKOIOVTIAG EKTOG ATIO
MV Yyoxayoyla Kat oty eknknpoon npoobetov otoxov (Whyte et al., 2015). Ta Aoyiopika
IIOL AIIOOKOIIOLV oV eKkmaidevorn nadiwv pe AAD, oyedialovtal Kat avamtdooovTal fe
YVOHOVA ODYKEKPIHEVA TEXVIKA KAl HAOAYDYIKA XAPAKTPIOTIKA 0D AMTOVTAL G OwKelag
Slatapayr|g, eve 1) aSloAOYNor| TOLG IPAYHATOMOLELTAL DO TO IPICHA APKETOV IAPAPETPOV
kat pefodwv (Malinverni et al., 2017). Qotooo, 101aitepo epeovnTIKO eVOLAPEPOV TAPOLOLA EL
1n afoloynon otav avty mpaypatonoteitat amnd tovg idovg toog yprjotes. Etot 1 mapovoa
peém eotalet oty aloAdynon MOTIK®OV XAPAKTPIOTK®V (EAKDOTIKOTTA oXediaong,
neptPaiov denagr)g, alnenidpaon/ avatpo@odotnor) Kat morjynor)/evkoAia xprong) 10
obyxpovav dnpo@iav Serious Games ehevbepng Sraxiviong, péoda amod myv onTK Tev idtev
TV Oadev. ZKomog Trg eivat agevog va aSlohoyrjoet Ta MO0TIKA XAPAKTPIOTIKA TOVG,
onwg aotda avayvepifovtat amod ta da ta nadd e evog Kakd Sopnpévoo epyaleion
eNEYXOD KAl APETEPOD VA TA KATATASEL pe Aot TV oelpd IPOTI{NOnG TOVG.

Mpaktikd Tuvedpiou
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To Oeiyua tng épeuvag

H napovoa peAétn Sevepynibnxe v xpovikr) mepiodo te@v pnvev Amnpiiiov kat Maioo too
£tovg 2022. To detypa g mapovoag épevvag anotelettal arod 9 madid NMKI®V amo TpLev Emg
evvid etwv. O\a ta natdud tov Setypatog éxovv npoogatn didyveorn Atatapayrg AvTIOTIKOD
Pdaoparog amno emionpo xkpatiko gopéa (KEAAZY), eva og Kdmota armd avtd 0 avTiopog
oLVLIIApPXeL pe Kamowa AlAn Slatapayr). e kdbe madi, yia AOyovg S1aKpLTKOTTAS KAt
IIPOOTACLAG TOV IIPOCHITIKOV OedOPEV®Y, £XE1 XP1|O1t0IIoN 08l arId TOLG EPELVITEG Ui KOOKT
ovopaota (1. Al, K2 xt\), oneg gatvetat otov nivaxa 1.

ITivaxag 1. To deiypa g épeovag

, . Ovopa ,
Awatapayn Dolo HA\wia
Alarapa?(n AvTiotikod Ayépt Al 5
Paoparog
Awatapaxt) Avtiotikod .
daopatog/ AEITY Ayopt A2 4
Hmma Awarapayt) .
Avtiotikod daopatog Ayop A3 7
Alarapa?(r] Avtiotikod Ayopt Ad 5
Paopartog
Alarapa?(n Avtiotikod Ayopt A5 7
Paoparog
Hmma Awartapayt)
Avtiotikod Kopitot K1 6
daopatog/emAnyia
Alarapa?(n Avtiotikod Koptrot K2 5
Paoparog
Hmma Awarapayr)
Avtiotikod Kopitot K3 9
ddaopatog/AEITY
AlaTapa?(r] Avtiotikoo Kopiror K4 8
Paoparog
MeBodoAoyia

I'a tovg okomovg g mapovoag peAétng emAexOnkav 10 dnpo@ihr) Serious Games eXevOepng
olakivnong (bopedv) mg TehevTaiag OETiag, eK TOV OMOiMV Td MEVTE etval o Aoylopko 10S
Kat ta dA\\a mévte oe doylopko android. O Aoyog fjtav va peletnfovv yneraxd natyvidia
mov Oa pmopovoav va avalnmbodv kat va ypnowpomoumfovv evkola amd yovelg,
ekTIaldenTIKODG KAt Madwd x®pig IMeEPLOPIopong, amd evpeéng Otadedopéveg MAATPOPES
avadnmong onwg to “playstore” 1} 1o “appstore”.

H emdoyr] tovg ¢ mpog v Onpophia éywve pe Bdon ta downloads moo
Ipayparonow)fnkav otovg évTte IPAOTOLS [IIjVeg Ao my NEEPA oL Tébnkav mpog eXeddepn
XpP1on Kat Slakivion COPPAVA He TA OTATIOTIKA TOV ETAPIOV IAPAY®YIG TOLG (Mivaxag 2).
Ta ooykekprpéva mayyvidia, katyoplomoujfnkav og mpog to Aoylopko Aettovpylag, to £tog
KATAOKEDI|G TOVG, TNV NAKLAKL) opdda eotiaong kat Tig Kaliepyoopeveg 0eSlotteg cOpPOVA
€ TODG SNPLODPYODE TODG KA TA AMIOTENEOPATA HAPOLOLALOVTAL OTOV HivaKd 2.

Mépog 20 - Epeuvntikég Epyaoieg
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ITivakag 2. Kamyopionoinon Serious Games

Iayvidt Aoylopiko ‘Evog HAikia Kal\iepyodpeveg Downloads xpnotov/ nnyn
KoKAo@opiag Oefrotnteg
AutiSpark  Android 2021 4+ Kowavikég, 100K+
Zovaiobnparixés, (https:/ / autispark.com)
I'vootkég
Sensory Baby Android 2022 AoBnnpraxég 1M+
Toddler 2+ (https:/ / play.google.com/store/
Learning apps/ details?id=com.SensoryPla
yApps.SensoryFishFree&hl=ené&
gl=US)
Autism Read Android 2022 6+ T'pagoxivntikeg, 10K+
& Write Avayveouxés  (https:/ /play.google.com/store/
apps/ details?id=com.benitez.auti
smrandwfree&hl=en&gl=US)
TEAPP Android 2021 TIpooappootikég, 10K+
(Learning of 3+  Zovawbnupatkés (https:/ /play.google.com/store/
ASD) apps/ details?id=com.IKKL.TEAp
pé&hl=en&gl=US)
Language  Android 2022 Kowovikég, 500K+
Therapy for Zovaiofnpatkés, (https:/ /play.google.com/store/
Children 3+ Tvootkés  apns/details?id=com.imagiration
with Autism .mita&hl=en&gl=US)
(MITA)
Avaz AAC 10S 2021 Agktikég, 50K+
4+ Kowvevikég (https:/ /avazapp.com)
Yovatodnpatikeg
LizzyB 2022 4+  TIpooappootikeg, 10K+
10s Kowevies,  (https:/ /apps.apple.com/us/ap
Tvootixég p/autism-learning-
tools/i1d1509350648)
Autism 10S 2020 3+ TVoOoTikég 10K+
Counting 123 (apBpnukés)  (https:/ /apps.apple.com/us/ap
p/autism-counting-
123/id1518076792)
Otsimo 10S 2022 4+ Tlpooappootiés, 100K+ (https:/ /otsimo.com/en/)
Kowovikeg,
T'vootikég
Articulation 2021 4+ AeKTIKEG, 10K+
Station 10s Kowovikeg (https:/ / apps.apple.com/us/ap
Zovatodnpatikég p/articulation-
station/1d467415882)

'Onog armoToI@VeTdal KAt 0ToV IAPAIIave mivakd, ta Serious Games ota omotia eoTidoe 1|
IIapovod peAéTn elval KATAOKeLAOPEVA TV TeAedTaia SieTia Kat agopody madid amnod v
IIPOCXOAIKL] €06 KA TV OXONKH AKia pe PAOtKr] avarrtoSlakn 19tatepoTTd TV dtatapayr)

ALTIOTIKOD PACPATOG.

Mpaktikd Tuvedpiou
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Ot katyopieg TV KAANEPYOLPEVOV eS0TI T®V OTIG OII0ieg E0TIACOLV TA CUYKEKPLHEVA
YNPLaKd nayvidia ovpe®Va pe Tovg Snpovpyong Tovg elval coVAobNpATIKEG, KOWVOVIKES,
YVOOTIKEG, AEKTIKEG KAl TIPOOAPHOOTIKEG KOAANDITOVTAG &va £0PL QACHA EAAEWUATIKOV
XAPAKTNPOTIK®V Ta onoia cuvOEToLV 1o TPoPil g owkelag darapayrig. Ot covalobnpatikég
0e10TTEG, ATIOTEAODV TV IKAVOTTA AViXVELOLG COVACONPAT®V 08 TIPOOMITIKO AANA Kat 08
xowaviko emnedo. H adovapia om Bempia tov voo, 11 ENewyn) evoovaiofnong alda xat
OLVAOONPATIKYG  emlyv®ong TOvg TOLG KAl 1) aIIOLOW  AVAYV®PIONG KOWMVIKGOY
ovvatoOnpatike®v epeopdt®v, oLvOETOLY TO TPOPIA TODG CLVALOBNLATIKIG VOIJIOODVIG TV
atopewv pe AAD (kuzminskaite et al, 2020). Apketég peléteg éxoov emxevipabei oty
rpoondfela tovg avdmtodng TeXViK®V Ipokepévod va Pedtiwbodv ot ovvatoOnpatikég
IKAVOTITEG T®V ATOP®V HE ADTIOHRO, Ol OMoieg @atvetal N®¢ oxeTiovTal Kat pe MEPALTEP®D
emMPAPLVTIKA XAPAKTNPLOTIKA TOVG To cryxog Kat 1) katabAupn (Trimmer et al., 2017; Conner
et al., 2019; Li et al, 2020). Ta dtopa pe Siatapayr] ALTIOTIKOD PACHATOG epupavifoov
IIEPLOPOPEVEG KOVRVIKEG SedlotnTeg Kat alnAemdpdoeis. H xowvmvikn) tovg ooprepipopd
replopietatl ovvr)fwg OTo OTEVO OWKOYEVELAKO TOLG TIEPIPANOV Kat xapakmpifetat oe éva
PEYANO TI00OOTO aIIO HI] AEKTIKEG TPAKTIKEG emxkowaviag (Smerbeck, 2019). Apxetd
AOYIOPIKA £xoLV emkevTpOel o8 Tapep PAoEelg OXETIKEG [e TV aVATITOSH Kat TV KaANEpyeta
TOV KOwevikov Osflotjtov madiov pe AAD, kabng o Topéag TV KOWGVIKOV
aMnAemdpdoeav @aivetat va votepei oe peydho Padpo (Druin 2002; Wong et al, 2007). Ot
YVooTikeg SedloTnTeg Ta TeAevTaia xpovia KaAAlepyobvTatl OAO Kdtl IMEPIO0OTEPO PECA AIIO
YIQLIKEG EKTIALOELTIKEG epappoyés. Ot Topeig Tovg omoiovg eo0TlAfovVv Ta MEPLO0OTEP
oy vidia oxeTiCovtal pe Tovg Topelg ToLG yPaQr|g, Tovg apfunTikig Kat tovg pabnpatikng
oxéyng. H avdamrodn 6elotjtov opthiag oe évav avBpermo amotelet Paoikr] mpovmobeor
IIPOKELEVOD TOVG va aAnAemdpd pe evehiSia kat aotovopia, va Snpovpyet 10éeg, va
OKEPTETAL ONMIOLPYIKA, VA PWOTAEL, VA SlepevVd TOV KOOHO yOP® TODL KAl VA EMADEL TA
npoPAfpata mov avripetemifet omy xabnpepwvomrta tov. Ta dropa pe Statapayy)
ALTIOTIKOD PACHATOG ITOAD OLXVA ePPavifovy diatapayég otV avamtodn Tovg opthiag Tovg,
£V DIIAPYOLV KAl TOLG MEPUITOOELG ATIOVOLAG TOVG AEKTIKIG EMKOWVMVIAG e To IeP1BAANov
tovg (Bono etal., 2004). Aedopévng Tovg TOLG IOIATTEPOTTAG APKETA YNPLAKA IIALY VIO X0V
eotwdoetl oty Snpovpyla KwvrTpov opiag mpokepévoo va avamtoyxfodv ot Seiotnteg
opt\iag ota avTIoTIKA dtopd. Avto ovpPaivet emetdr) apketég peAéteg Exovv deilel G Oe TOLG
IIEPUITAOELS TO E0MTEPIKO KIVITPO Yl EMKOVOVIA armotedel To PACKOTEPO MAPIYOVTA
avdrrtodng OepeAt@dav 6eSlotjtav toug etvat 1) opthia (Chiang et al., 2007, Cantio et al., 2017).
H avtoeCommpémon kat 11 kabnpepivyy daPioon Tov atopmv pe Satapayl] auTioTIKOD
@aopatog armotelel €vav dmd TOLG ONHAVIIKOTEPODG TOHEIS TOLG MPOCAPHOOTIKIG TOLG
oopmepipopdg (Roane et al., 2016). Ot mpooappootikeg deStotmteg kabopifoov v wKavotnTa
TOV ATOPGOV VA OAOKANP®VOLY aVTIANIITIKEG KA TIPAKTIKES ATIALTI)O1G TOUG KABNPePLVI)G TOVG
povtivag (Mouga et al., 2015).

‘OAa ta yneuaxkd mayvidia moo eAéxOnkav oty mapovoa pelétn oxedlaotKav pe
YVOHOVA TNV ODHIEPLPOPIKI] aVAADON ¢ Hadayoylkr) Oedpron obpeova pe Tovg
KATAOKELAOTEG ToLG. O CLUIEPLPOPIOHOG O OIIOI0G EMKEVIP@VETAL OTNV IAPATI|PNOL TOLG
al\aynig oopreptpopds, péoa amnd pebddoug evioyvong kat emPpaPevorns, @aivetat Iog éxet
xpnoworowOet oe peydro Pabpod ta televtaia xpovia, £Xoviag ™G OTOXO TV HEI®ON TRV
apVNTIKOV Kal avriotoa v evldappovon tov Betikav oopmnepipopaov (Mottron, 2017;
Blazar & Archer, 2020). Idwaitepa omy nepintoon AOYIOHIK®V HOL aredOoveTal oe PKpeEg
NAieg, TOLG ALTEG MOL EAEYXOVTAL OTNV IAPOLOA €PYATLd, 1] AIOQPDYI HEYAAOL POPTOL
eneCepyaoiag Toog MANPOPOPLAG E£YKELTAlL TNV AIOTEAEOHATIKOTNTA TRV Oemplov
oopnepipopikng avalvong ([avaywwtaxomooAog k.d, 2005).
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Ta ooykexppéva mayvidia, apov eAéyxBnkav pe iadpaot) amo Vv epevvnTIKE] Opada oG
IIPOG TA XAPUAKTPIOTIKA TOLG , SOKIPACTNKAV OTNV XP1OI) TOVG Ao e101KODG IAdaymyons,
yovelg Kat eKnaldevntikovg. Xty ovvéxela xopnynbnkav ota madid tov detypartog pe
TADTOXPOVI) IAPOLOLA EOIKAV IADAYD YDV IIPOKEPEVOD Ta ITadd va épbovv oe ermagr| pe
ta mayyvidia kat va eokeiwboov pe 10 yneuaxko tovg mepipdov. H Swadwkaocia
eCokelwong/ mpooappoyr|g dujpkeoe CLVOAKA 3 MPES, OIIOL O ALTO TO XPOVIKO SLAoTNIA TO
kdabe maidi 1)pOe oe emmagr) pe OAa ta matyvidia eAéyxov, yvapioe To meptBaAlov Stenagrig tovg
Kat e§oketmbnke pe Tov TpoOro Aettovpyiag toog.

2TV OLVEXELD 1) EPEVVITIKT] OpAda, Xoprynoe oe OAa Ta matdid tov detyparog, Sradoyxkd
ta natyvida pe Toxaia oetpd. To Packod epevvNTIKO epyaleio oL yprjotpomnoun)Onke rfjtav éva
epaTpatoloyio 25 epwtrioemv, tomov 5Pabpng kKhipaxkag Likert (1: kabolov, 2:Atyo, 3:pétpia,
4:mol0 ko 5: mapa mohv) ( Krowinski & Steiber, 1996), paoilopevo oe téooepig adoveg eAéyxoo
IIOOTIKGOV XAPAKTPIOTIKOY, He &1 epat|oelg avd dfova eAéyyxov, eve omrpxe Kat pia
EPAOTNON EPAPXNONG Katd oepd mpotipnong twv Serious Games mayvidwyv. Ta
XAPAKTNPOTKA eAEYXOL NTAV 1) EAKLOTIKOTNTA oOxediaong To mepiPdllov OStemagrg, 1)
alnAenidpaon Kat avatpo@odotnon Kat TEAog 1) MAONYNOn Kdai I) €LKOAid XPrjong.
IMTpoxepévoo va adtodoyn et éva Pnelaxo eKmadevTiko Aoylopko, Oa mpérmet va eheyytoov
Ta TOAAIAG  TEXVIKA KAl HOOAYyOYWKA XAPAKIPOTKA Iov  ovpPdlloov oty
amodotikotepr) oxediaor tov (ITwvtélag x.c., 2012). v mapovoa épevvd Ta HOWTIKA
xapaktmpotka mov emhéxOnkav va alohoynbovv amo ta madwa pe AAD, nrav 1)
e\kvotikotta oxediaong, To meptParlov Sterma@rig, 1) AAANAEemidpaon Kt 1) avatpopodotnorn
kabmg kat 1 mAorynorn/evkoAia xpnong eviog Ttov yneuakov mepiPalioviog. Ta
ODYKEKPLIEVA TIOLOTIKA YAPAKTIPLOTIKA OTO OOVOAO TOLG ATIOTEANODY  XAPAKTPLOTIKC IOV
Ta nadd pe v owkela diarapayr propovy va ta dwakpivoov (Conner et al., 2019; Li et al.,
2020) kot dpa va ta agohoyrjoovv. H epeovntikn) opdda nmapatnpodoe Kat KATEYPAPE Tig
avtidpdoelg TOV Mad®V KATAd TV OlIpKeld XPNOoNG TOV OLYKEKPEVGOV WIPLAK®V
EQAPPOYDV, EV® ITAPANAAA COPTATP@VE TO KATAAANAA SoUNpEVo epeLVITIKO EPYANEl0 AOY®D
g Oedopévig adovapiag TOV DIIOKEIHEVEOV VA TO COPIANP®OoLY, edattiag Tng owelag
olatapayrs.

YAomoinon mapéuBaong

ITpw v xoprjynorn tov naparndave Serious Games ota Hatold Tov Selypatog, 1) EPELVITIKT)
opdada eSaocpdlioes mV yparrt) ooyKatdbeon TV yovEmV IIPOKEEVOD va mpaypatomnou)det
1] IAPOLOA E€PELVA, EV® Ot OAN TV Oldpkeld TG eSac@aNoTKay a@evog ot KatdAAnAeg
ovvikeg acpalodg XPHong TV EPAPHOYOV ADTOV KAl APETEPOD ONA TA MPOTOKOAAA
OLAOPAALONG TV IIPOORIIKOV OedOPEVROV TOV IAOIDV.

H ovvolwr) ypovikr) Stapkeld TG epedbvNTIKAG Otadikaoiag Tav Katd jéoo 0po 9 opeg yia
10 Kdbe Iaidi, ek TOV OMOIMV 01 3 MPeG APOPOLOAV OTOV XPOVO eCOKEIDONG HE TO YIPLAKO
ePBAAAOV TV HAVid®V Kt ol DIOAOLIEG 6 OTOV GLVOAIKO Xpovo xprjong tovs. H xpron
Tov Kdbe mayvidiod Stapkovoe KATd peéco opo mepinmoov 35 Aemtd xat to kabe éva amd Ta
eCetafopeva mayvidia, eAéyxovtav oe diagopetikr) oovedpia (éva ava ovvedpia).

Kata myv duwipkela xpriong tov Oayvidlev, 1) epevvhTKY] Opdadd OLHOANP®VE TO
£PELVITIKO EPYANELO 1€ LOPPI) COVEVTEDSIG, EV® TADTOXPOV IAPATPODOE KAl KATEYPAPE TIG
avtdpdoelg TOV mAadi@v Tov Oelypatog. Xe Oplopéveg IMEPUITAOOEL IO KPIvoviav
anapaitto, eKTOg TG EPELVNTIKNG OpRAdAS LHONPXE 1) TALTOXPOVI] IApoLoid eSOV
HAOAYOYROV KAl POXOAOY@V IIPOKEEVOD Va eSao@altoTel éva aveto Kat owkeio meptPariov
oadpaong.
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AmoteAéopata

Ta Sedopéva moo mpogkvyav aro v epevvnTikr| Stadikaota avalvdnkav oe ototikr) Bdon.
A&iCe1 va onpeiwbel 0Tt To obVONO TV IALd1OV TOL delyPIaTog ITOL CLUPETELYAV OTHV IAPOLOA
épevva, MPWV TV XOPHyNon tov mawyvidwwv rrav evlovotaopéva pe v 18éa ou Oa
XP1OOIION)00VY EVa eKTIAOELTIKO EPYAAELD AUTIG TNG HOPPNG: «Ta HAEKTpOVIKA TArYVidia eival
70AD cool» K2, «piov apéoovv srodd ta saryvidia oto tablet» A3, «Oa éyer moAd mAdxa To va mailerg kar
va pabaiveig» A5, «ta nAektpovikd maryvidia eivar ta ayannpéva pov» K4, eve xat ot avtdpdoetg
T®V vIoOAouTeV Iadimv Tov delypatog kopdavinkav oe avtd to enimedo.

To mpmTo 181aiTePO XAPAKTPLOTIKO OTO OIO10 £0TIA0E TNV IIAPATHPNON TG 1] EPEDVITIKI)
opdada, fTav 1o emninedo OLYKEVTIP®ONG TV padnt®v tov Selypatog Katd my SlapKela Xp1iong
TOV Iayvidov. Zta potd 15 Aerrtd xp1iong TV Yh@lakev Iayvidimy, Td IepIoooTeP arto
Ta madld tov detypatog rtav 101aitepd OCLYKEVIPGHEVA OTO OBVONO TOV IALXVIOI®V. XTIV
OLVEXELT OP®G 1] OLYKEVTP®OT) APXloe va petwvetal. To matyvidt oto omoio ta madid tov
Oetypatog emédetSav oynAOTepn OLYKEVIP®ON, PAO TOL XPOVOL HPOCHAMONG NTAV TO
Otsimo, devtepo oe oepd rjtav 1o LizzyB kot tpito 10 Avaz AAC, evey akolovbnoav ta
pIoOAOUIA fe PKpEg Orapopég petadop tovg (mivaxag 4). Ta mawdud Al, K1 xat K3 enédei§av ta
DYNAOTEPA EMITEOA CLYKEVTIPMONG, YEYOVOG AVAPEVOHEVO 10Tt peheTeg Exovv detlel OTL Ta
IO pe HITa StaTapayt] avTOTIKOD QACHATOS (DWNATG AETTODPYIKOTTAG) MPOCKOAN®VTAL
o AOYIOPIKA KAl €PAPHOYEG TEPLOOOTEPO ammO JANA dpKel va etval eAKDOTIKA Kdt
evilagepovta ya avtda (Krowinski & Steiber, 1996; Kwon & Lee, 2016).

To SebTepo yapakmPoTko mov eAeyxOnke Ntav 1o Yneako meptBaAlov tov mayvidion
(ypagkda, npetayeviotég, xpopata). Ta amotedéopata édeav ot to LizzyB etval to
mayvidt moo képdioe TV MPOTIPNO! TOV IEPIOCOTEPOV MAOIDV @G MPOg To HePPAarAov
Olenarig, kabwg Ta ypagikd, ta Xxpopata aAd Kat o Tpomrog egEAlng Tov payvitoayv to
evilagepov TV nadimv. Akolovdnoe katd oetpd npotipnong to Otsimo, eve Tpito fjTav 1o
Language Therapy for children with Autism (MITA) kat to AutiSpark.

To 1pito yapaxkmplotko mov eAéyxOnke, ntav 1) alnAenidpaon) xat n avarpopodotnon
oL TIeplelyav Ta OLYKekppéva Wnelaka mndayvidwa otoog xproteg (madwa). H
alMnAenidpaor) eivat To PACIKO XAPAKTIPLOTIKO TOV YIPLAKDOV EPAPHOYRDV, TTOD TA StaKpivel
amo ta napadootakd péoa (PAia kat Pivieo), Kabog ot xprjoTeg YOOV TOV EAeYXO POT|S TG
minpogoptiag (ITwvtehag x.d, 2012). Ta anotedéopata ¢detdav mag To Otsimo etvat to matyvidt
pe Tig Kalvtepeg ovvOnkeg alnAenidpaong Kat avatpo@odotong COPPOVA IAVIA HE TG
amnoyetg tov nadimv. To 6evtepo, ntav o TEAPP xat tpito fjtav to Articulation Station.

To enopevo xapaxtpotiko mov eAeyyBnke fTav 1) eDKOAIA XPI|ONg KAl MAONyNoNG TOV
ODYKEKPLHEVRV HALYVIOIDV. AedOPEVOD OTL Ol XPHOTEG AVTIHETOMII{OoLY oLXVA mpoPArpata
AOY® ¢ MOADIAOKOTITAG TOV YNPLAKOV HEPPAMNOVI®V, 0 OXeOIAOpROg TOLG MPEMEL VA
EIMTPETIEL TNV €DKOAI Kl Oda@r] Morynorn eviog g epappoyng (TavaytetakomovAog k.d,
2005). Ot pabnrég karétalav ¢ IMPOG TV €OKONA IEPUIVNONG  EVTOG TRV
epappoyov/nayvidiov mpoto 1o Otsimo, devtepo 10 Avaz AAC kat tpito 1o Autism
Counting 123.

To teevTaio YAPAKTNPIOTIKO MOV eEETACTIKE )TAV TO EVOLAPEPOV ITOL E0ELYVAV TA ITALOLA
@G TIPOG TO IEPIEXOHEVO TOD eKAOTOTE TALYVIO00. Me Atya Aoyia ehéyyOnke 1) eAkvotkoTa
oxediaong. Ilpwto otig mpotroetlg evolapépovtog Aoylopkod kpifnke amod ta nadda to
Otsimo, akoAovOnoe o AutiSpark, kat og Tpito mpotirOnke to Lizzy B.

Ztov ITivaka 3 gatvovtal, o pécog xpovog IPooA®ONg avd PNLaxko maividt (oe min)
kafmg KAt Ta AmoTEAECHATA IO IIPOEKDYAV AIIO TV ASIOAOYN 0N TV IAdmV Tov detypatog
yia kafe éva amo Ta MO0TIKA XAPAKTPLOTIKA eN&y oL pe TV xprjon SPadpng khipaxag Likert
(1: kaBohov, 2: Aiyo, 3: pétpa, 4: TOAD Kat 5: Iapa HOoAD).
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ITivakag 3. Xpovog npoonAwong avda maiyvidt kat A§1oA0yn o1 NooTikov
XOPAKTNPIOTIK®V amod Ta madia

Mzéoo ovo , Iepiparlov  ANnAenidpac ITAorjyno
Iayvidt npoa%ig)cqgg Ehxcvoticomra 61‘;1'?a(pr'|g Kat peen suxo}\irclly;(]pr'r]lolr]g
. oxediaong ,
(min) avatpo@odotnon
AutiSpark 15 41 40 43 38
Sensory Baby 8.7 2.8
Toddler 3.1 3.2 3.0
Learning
Autism Read & 5.3 20 34 2.7 29
Write
TEAPP 4.1 2.7
(Learning of 24 2.6 2.8
ASD)
Language 53
Therapy for 3.0
Children with 26 23 2.9
Autism (MITA)

Avaz AAC 11 35 34 35 36
LizzyB 134 39 43 39 3.8
Autism 4.6 2.2 25

Counting 123 25 26
Otsimo 15.6 4.3 4.2 4.3 44

Artlcu!atlon 5.7 2.8 27 2.7 27

Station

Znpewwvetal neg yia kabe éva mayyvidol 11 fabdpoloyia moo @aivetar otov Hapardave
IIivaxd, IPOKDIITEL Ao ToV oo 0po Pabdpoloynong oAev tov naldov yia kabe éva amo ta
XOPAKTIPIOTIKA ITOL eAEYXOnKav.

Téhog {ntr1Onke amo tovg pabntég Tov detypatog va Katatdaloov ta Serious Games KaTd
oepd mpotipmnong. ITpoxetpévoo va emtevyOet avto, n epeovntiky) opdda {rjoe amod xabe
ot va apBproet katd oetpd mpotipnong aro 1o 1 éeg to 10 ta déka Serious Games eAéyyov
g mapovoag peréts To xable madl (Al1,A2...K4) alioloynoe xatd mv xpion Tov
torofetwvTag Tov apBpo 1 oto matyvidi oo Tov apeoe MEPLOCOTEPO, HE 2 TO APE0RS EMTOPEVO
k.0.X.. Ta amotehéopata epgavifovrat otov mvaxa 4.

ITivaxkag 4. Ta§ivopnon mayvidiov Katd oepd MPoTipnong matyvidiov

Mayvidia Al A2 A3 A4 A5 K1 K2 K3 K4 “T’[f:r?
AutiSpark 2 3 1 2 2 2 3 5 4 247

Sensory  Baby  Toddler 5 7 6 4 9 5 6 8 2 578
Learning !

Autism Read & Write 6 5 10 8 8 7 7 9 6 733

TEAPP (Learning of ASD) 0 9 8 7 10 6 9 10 5 g2
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Language Therapy for 7

~

N

Children with Autism (MITA) 744
Avaz AAC 3 3 3 1 7 4 1 7 378
LizzyB 2 4 5 4 2 3 278
Autism Counting 123 10 8 9 9 35 10 10 7 9 833
Otsimo 4 1 2 2 1 1 4 1 2,00
Articulation Station 10 5 6 5 8 3 6 6,22

Zopeova pe my pébodo avdlvong nov emAexOnxe, o matvidt Mov CLYKEVIP®OE TOVG TO
HIKPOTEPO PECO OPO TV TASWVOPTCE®V HTAV TO ONPOPECTEPO EVA AVTO HE TV DYNAOTEPT)
Babpoloyia ftav to Aryotepo Snpogilég. ETot mpokdIITet 1) IAPAKAT® Celpd IPOTipN oS,

IMivaxag 5, Ataypappa 1.

ITivakag 5. Katatadn tov Serious Games

Kartartagn

IMawvidt

[uny

Otsimo

AutiSpark

LizzyB

Avaz AAC

Sensory Baby Toddler Learning

Articulation Station

Autism Read & Write

Language Therapy for Children with Autism (MITA)

O[O |U1 =W

TEAPP (Learning of ASD)

[uny
o

Autism Counting 123

TAZINOMHZH SERIUS GAMES

Autism Counting 123

TEAPP (Learning of ASD)

Language Therapy for Children with Autism (MITA)
Autism Read & Write

Arti ion Station

7,44 | J

7,33

-

6,22

Sensory Baby Toddler Learning

Avaz AAC

LizzyB

K
k

5,78 |

2,78

2,67

Otsimo

0,00 1,00 2,00 3,00 4,00 500 6,00 7,00 8,00 9,00

Awaypappa 1. Ta§ivopnon tev serius games COPP®VA HE TIG AMOYELG TOV TAOIOV
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Zupmepdopata

Aedopevng ™G O1a1TEPOTITAG KAl TG ETEPOYEVELAG IOV epavilel 1) owela Swatapayr), Ta
ATONA IOV EUITUITOLY OTO VPV PACHA TG, XPH{OVV EKTIAOEDTIK®OV AVAYK®DV ITOD dlagépovy
petagd Tovg, TO00 K IIPOG TOV TPOIIO IPOCEYYIONS, OO0 KAl MG IIPOG TOV TPOIIO £QAPHOYIG
toug (Kuzminskaite, 2020). Ta «Serious Games», amotehovv katdMnla oxedraopéva
Odaxtika yneuakd epyaleia evioyvong g pabnolaxrg Sradwkaoiag, Pacilopeva oty
AOYIKI| TG IIALYVIOMOiNong Mov 0TOX0¢ Tovg eivatl va PeATiwoovv Tig covalodnpatikeg,
EVVOLONOYIKEG, YVWOTIKEG KAl KOWMVIKEG OeSlOTTEG TOV XPNOTAOV TOLG HE ELXUPIOTO KAl
Slaokedaotiko tpomo (Parsons, 2015).

Zmv napovoa pelét), Sepevvribnkav ot anoyeig nadav pe AAD, ta omoia aStoloynoav
ootk da yapakmpotikda 10 dnpoguiav Serious Games eAedeprg Slaxivnong Tov epropiov
KAl TEAK®G Ta KATETASAV KATA OL1pd IpoTipnong. Amo v avdaAvor] TOV AIOTEAEOPATOV
IIPOKVLITTOLY eVOIaPEPOVTA OLHITEPAOPATA. To IP®TO XAPAKTNPOTKO TO oroio eAéyyOnke
KAtd TV XPHol TOV OLYKEKPHEV®V TAVIOMV, NTAV To &minedo CLYKEVIP®ONG II0D
emgdetSav ta nadwd pe AAD otav alAnAenidpaocav pe avtd. ZOPUPOVA {e Ta AIOTENEoPATA
IOV KATAYPAPNKAV, DIIAPXEL ONPAVTIKOS Pabiog ovoyETiong Tov XPOvon IPOCHA®ONG OTO
€KAOTOTE TIALYViot pe v Katdrtadn tov nayvidiod ot oeypd npotipnong. Hapampr|fnke ot,
ta Serious Games ota onoia o xpovog IPooHA@org HTav peydlog, Ppiokoviav ynhd omyv
AMota mpotipnong tev nadiev, eve oe avtd mov HTav HKpog Ppiokoviav yapnia. H
eAKLOTIKOTITA TN)G OXedlaong ommrotéAeoe eImiong £vd IMOLOTIKO XAPAKTIPIOTIKO TO OIOio
e\éyxOnke. Ta eetafopeva omyv napovoa peAétn Serious Games oxed1doTKAV OTO GOVOAO
Toug OTPWOHEVA OTr) CLPIEPLPOPKT) avdalvon ®¢ pabnowaxn) Bewpnon. Ta mepiocotepa
oo aStoAoyNoav To CUYKEKPIPEVO XAPAKTIPLOTIKO 1€ YVOHIOVA TO EKITADEDTIKO OEVAPLO
Kat tov Padpo efowkeimong Toog pe to mavidl ITapatnpribnke ot ota Serious Games o100
o Padpog eCotkeimon g/ mpooappoyrg pe to mayvidt frav peyalog, ta nadud aflohoynoav to
ODYKEKPLEVO XAPAKTPLOTIKO eAéyyov pe vynAn Pabpoloyia. ‘Onmg mpoxoItel amo v
peEAéT) TOV amoteleopdt®v Ta mawyvidla pe v oynlotepn Pabpoloyia g mpog v
e\kvotikotnta oxediaong (Otsimo, AutiSpark kat LizzyB) Bpiokovtat kat ynAotepa ot AMota
IIPOTIPNOTG TV IAOI®V.

Eva dwaitepo emiong yapakmplotiko eAéyyov 1tav to meptpdliov Oemagrg. To
meptBallov Otenagrg eivat to péoco mov divet T Svvatotta ap@idpopng emxowmviag
petadd too yprjot Kat oo ovotiparos. H mowotnta mg oxediaorg tov eivat e{atpetika
ONPAVTKI) yid TV amnodotik) Aettovpyia tov Aoytopwkoo ([Tavayiwtakomoolog x.a., 2005;
Carusi & Mont’Alvao, 2006). Ta matdia agtodoynoav to meptBaliov diermagrig Tov kdabe
avidod AapPavovtag dIoyy Ta ypa@ikd TG 00ovg, Ta Kivodpeva oxedia, Ta xpopatd,
tov fyo kxat ta keipeva (Miao & Cui, 2011). Iapamprfnke ott oywnAr Pabpoloyia
Katéypayav ta natyvioia moo eSaoc@diifav éva 1)pepo Kat oovapd mpoottod meptBailov pe
AIaAd YPOPATA Kl eviovr) matyviadn owabeon, emaknbedovtag v dedvr) PipAoypagia
(Whyte et al., 2015; Carlier et al., 2020; Hassan et al.,2021). 'Etot to LizzyB katéypaye myv
oynAotepn) Pabpodoyia, pe to Otsimo kat To AutiSpark va akohovBovv. Ta ovykekppéva
navidwa Pplokovial kat oTig Tpelg Ipateg 0éoelg KATa oelpd yeviKOTePNG MPOTIPNONS,
YeYovog oo arodetkvoet OTL To TEPIPAANOV Olea@r)§ MG MOOTIKO XAPAKTIPLOTIKO KPiveTal
Owaitepng onpaotag ywa Ta idwa ta mnadia moo dmrtoviat g Awatapaxrg AvTloTKOD
daoparog.

H aMnpAenidpaon kat 1 avatpo@odotnor, ormoteAodV IMO0TIKA XAPAKTPIOTIKA
Owaitepng onpaoctiag éav avaloylotel Kavelg TV Onpacida mov éyouv aotd Kopieg yia ta
ATON IOV EQITUTTOVY OTO EDPOL PAOCHA ToL avtiopoo (Grossard et al., 2017). H aMnAenidpaor)
npénet va nepAapPdavet KatdAAnAeg texvikeg ®0nong Tov xprjotr Ipog To VA KOOKOMOLel, va
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opyavavet, va oAoKANpovel, va eneepydletal, Kat va petaoxnpatiCet Tig m\npo@opieg moo
AapPaver amd 10 Aoyopko (Ilavayiwtakomoodog x.a., 2005). Amdo v daMn 1
avatpo@odOor) E0TIACEL 0TIV AVTIATIOKP10T) TOL AOYIOPKOD 08 EP@TPIATA IIPOG TOV XPI0TH)
otoxevovtag oty kabodrynorn, v avadpaor Kat mv evldppovor) Tov Xp1jot) arro mevpdg
Moyopwoo (Silva et al, 2012; Hulusic & Pistoljevic, 2017). Twa ta dropa pe AAD 1
avatpo@odomon ®¢ IMOLOTIKO XAPAKTNPOTIKO &VOg Aoylopikod Kpivetar diaitepa
ONPAVTIKI), YeYOVOG IOV enaAnfedetatl Kat amo v napovoda épeovva. To obvolo teav madiov
Babpoloynoav pe vynAr fabpoloyia ta mayvidia mov mapeiyav ovyxvr) avatpo@odotmon pe
poper) evlappovong pe to Otsimo va ovykevipovel v dywnAotepn Pabpoloyia kat va
akolovbovv to AutiSpark, to Avaz kat 1o Lizzy B, akpipwg oreg taStvopovvrat katd ospd
mpotipnong yeyovog To omoio vmodekvoel eddptnon tov Pabpod alnAenidpaong/
avatpo@odOmoNg Pe MV EPAPXNON TOV IALXVIOWV COPPOVA HE TIG TPOTIPNOEL TV
radev tov detypatog. H mhorynon eviog g epappoyrig Kat 1) EDKOAL Xp1)0ng ArIoTeAovY
EImiong XApaKmPOTIKA Ta omola adoloyndnkav omd ta naldid Ttov detypatog.
IMapatnpriOnke ot ta nayvidia omov n e§éASr) Tovg eivat ypappik) Kat o oxedlaopog Tovg
eoTlaCel oe otoxXeLpévn) pabnotaxr) Sladikaoia, MAPEXOVIAG OTOV XPHOT| IEPLOPIOPEVES
eokaipleg efepedvnong KAt MeEPAPATIOpod, ot pabntég ta aoAoynoav pe yapnAr)
Babporoyia. H épeova £0e1e ot ta mawdida pe AAD mpotpodv T pn ypappikn eGeAdn,
Yyeyovog to oroto emainfevetat amo v diebvr) Piphoypagia (Alves et al., 2013; Whyte et al.,
2015; Grossard et al., 2017) xatd v omoia o xpromg &xet v dovatomta ekedBepng
IIEPU) Y101 EVTOG TOL YHPLAKOL MePPANOVTOG TIPOKELPEVOD Va Vimbet 0Tt 0 1610¢ KATEXEL TOV
é\eyxo TV Kivrjoemv pe Ta matyvidia Otsimo, Libby B xat Avaz va naipvoov thv byn\otepn
Babpoloyia.

Zovowilovtag, ON®G MPOKVITTEL AIIO TV AVAADOI TOV AIMOTEAECUTOV TG IIApoLOdg
€pevvag, 1) KATAtadn Katd oelpd mpoTipnong tev Serious Games amo ta idia ta madid,
era\1jfevoe Ta AIIOTEAEOPATA EAEYXOD TV EMPIEPODG ITOLOTIKMV YAPAKTPLOTIK®V TOV ITIVAKA
3, eve £de1Se OLOYETION TG € TOV XPOVOD MPOOHA®OLG/ CLYKEVIP®OTNG Tov Kabe mad1ov pe
10 avtiotolyo Serious Game. Zoox€Ton eriong mapatnEnOnKe avdapeod o OAA TA IOOTIKA
XAPAKTIPIOTIKA eEAEYXOL TG TAPOLOAS PENETNG KAl OTNV KATATASH KATA Oe1pd IPOTinong
TOV IAO®V.

Evbiagépov Ba mapovoiale, pia peA\ovtike) pedétn atoloynong arro ta naidud tov idov
Oetypatog, epmopkav «Serious Games» (mmawvidia pe mANpoyr)) IPokelpévoo va vrdapdet
O1lepedvOn) TOV Stapop®v aSloAOyNong avdpeod otd i81a HOTIKA XAPAKTPLOTIKA OTLg 0O
katnyopieg nayyvidimv. ITapd\nAa, diaitepo evoragepov Oa napovotalav Kat peAéteg oo
va agopobv oe matyvidld yia To obvolo TV padntev plag tding oote va propoovy va
£QAPPOOTOLY péod o pia oxoAkn Tadn T60o amd madld TOIKYG 600 KAl Ao (I TOIIKI|G
avdmtodng mpokepévoo va eleyxOel o exkmatdenTKOg TOLG PONOG LIO TO Hpiopa
OOPIEPIANITIKQOV IIPAKTIK®OV EVTOG OYONIKI|G TASHG.

Eoyapiotieg: H epyaoia vAomow|Onke pe myv xpnpatodotnon g Emttpornr|g Epevvav tov
IMavemotnpioo Hatpov péoe tov npoypdappatog «MEAIKOZ».
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