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IHeprpdirovra amTod TPOYPOUUATIGHOV:
Emoxkonnon g mopovcas KaTaoToonS Kot avorytd
EPEVVNTIKA EPOTINNATO

0. Zamovviong, X. Anuntprdong, I. Braydapog

Tunuo IIAnpoopikrg, Apiototéreto [avemotiuo Oeccarovikng
{teo, sdemetri, vlahavas}@auth.gr

Iepiinyn
Avtd 10 4pBpo Tapovcldlel YADOGEG TPOYPOUUOTIONOD Kol EKTOUSEVTIKG TEPPAAAOVTA, TOV
V100ETOVV OMTES SLEMOPEG YPNOTY TPOKELUEVOD VO SIEVKOADVOLV TOVG YPNOTES, KABE MAlkiag,
omv ekpddnon evvoldv tov mpoypoppaticpod. Ta cvotipato mapovoidloviar pHe ™
YPOVOAOYIKN GELPA ELPAVIONG TOVG EVD TOPAAANAM, OTTOV EIVOL SUVATOV, YIVETAL OVAPOPE GTO
UELOVEKTALLOTO. — TAEOVEKTILLOTO, TOV TPOCEYYIoEMY TOL aKkolovONGay o1 dnpovpyoi Tovg.
Téhog, mapovclaloviol To OvOLYTO EPELVNTIKA EPOTILOTO, TOV GOUUPOVE HE TPOCQOTEG
€PEVVEG, TPOTEIVETAL VO dlepguvnBovv.
AéEerc kAW Antég diemapés ypnoty Ipoypopuotionos, Exmaidevor.

Abstract
This paper presents the tangible programming languages and the educational environments
which were designed to make programming concepts more accessible to novice programmers
of all ages. All languages are presented according to the chronological order of their
development. Additionally, the paper provides information about the advantages and
disadvantages of the design approach. Finally we compile a table of open questions for future
research in the domain of tangible programming environments.
Keywords: Tangible user interfaces, Programming, Education.

1. Ewcaywyn

H mpoécpatn épevva otig antég demapés ypnotn (tangible user interfaces), omwg
opiommkav omd tovg Ishii kot Ullmer, (Ishii et al., 1997) onodpynoe e&atpetikég
guKa1pieg Yo KAvOTOUD EQAPLOYN TNG TEXVOroYiag péca o€ Taéelg (m.y. Ichida et al.,
2004; Itoh Y et al., 2004). Mo eproyn mov @aivetor va €xel enmeeAndel and avtov
TOV €idovg TNV TEYVOLOYiN EIVaL AVT TOV TEPIPAAALOVTIOV OTTTOV TPOYPOUUATICUOD HE
gQuppoyn oty ekmaidevon kol oyt povo (McNerny 2004; Blackwell 2003). Eva
ePPAALOV AITOV TPOYPOUUATICUOV UTTOPEL va EXEL OO0 ATOTEAEGLLOTO YPTIONG LE
po text-based 71 visual-based yAddoca. H dattepdtnta avtdv tov mepiBariidviov
€yKelronl oto 0Tl avti va ypnoyorolovvtal visual avtikeipeva 1| ypontég EVIOAEG otV
006vn 10V VITOAOYISTY], AEI0TOIOVVTOL TPAYLOTIKG OVTIKEILEVO TOV PLGIKOD KOGLOV
(m.y. Wyeth et al., 2003; Smith et al., 2007; Horn et al., 2007).
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2. Zvotijuorta oty OIETAPOVY YIo. TOV TPOYPLUUITICUO

H Radia Perlman, epevviitpia tov MIT media lab, ota téAn tov 1970 dwmictmoe 6tT1
To TEPLOTOTEPA TOOIE, KAT® Tov 11 - 14 ypovav, dev NTav £TOUN VO, apyicovV va
npoypoppatitoov  pe  tov  mapadociokd Tpoémo  (Kelleher et al, 2005)
(TAnkTporoydvtag Kddwka logo o évav vTOAOYIoTH pe TANKTPoAOY10). 'Eva and ta
ONUOVTIKOTEPO TPOPANUATA TOV TOWOIOV GTOV TPOYPOUUOTIOUO OEV NTOV HOVO M
ovvtaln Tov KOdKa aAAd 1 demaen yprotn. H Perlman tote dpyice va oyedidlet
Kdamoleg demapéc mov Bo emétpemay aKOHO Kol 6TA Toudld TPOSYOALKNG NAKiaG va
uéOovv va mpoypappatiCovv po yelova. IIpoidov avtdv tov tpocradeidv NTav M
TPOTN dlemaPn avtod Tov gidovg to Tortis - Slot machine (Kelleher et al., 2005). And
eKelvn v NuUépa PLEYPL Kal ONUEPE AKOAOVONCAV S1A(POPES CYEJNOTIKES TPOTAGELG
o1 omoieg Ba TOPOVCLACGTOVY GVVOTTIKA G” ALTO TO APHpo.

2.1 Tortis - Slot machine

To Slot machine (Kelleher et al., 2005; McNerny, 2004), 1tav T0 TpOTO GVGTNLLO TOV
KOTOUOKEVAOTNKE KOl EICNYUYE TIC TAOOTIKEG KOPTEG TOL WUTOPOVGAV VO UTOVV GE
TPEIG YPOUOTIOTEG 0TOIfEG (KOKKIVN, TPACIYN Kol PTAE). LTO OploTeEPO GKpO KAOE
otoifag vnpye éva ‘Do it’ kovpni. Otov Kdmolog matovoe o Kovuni, pio virtual
YEADOVO, EKTEAOVGE TNV EVEPYELD TOV PULVOTOV OTN GMTOYPOPio TNG KABE KAPTOS TNG
apmtg otoifag. Otav p evépysia extehobvtav, M Aduma KOT® omd TN
ovykekpuévn kapta avoPe. To Slot machine mpocépepe peta&d GAAOV KATOEG
ONUOVTIKEG OLVATOTNTEG OTOV YPNOTN OMMC 1 GUESN OLVOTOTNTO YEPIGHOV TOV
TpoypaupaTog gite mpocobétovtag gite avadiutdocovrag eite akouo kot Pydlovrog
Kképtec. T vo 600l M dvvatdtnto g KAong dwdikaciog 1 Perlman eonyaye
€101Kéc kapteg (McNerny, 2004).

2.2 AlgoBlock

Ta AlgoBlock (Suzuki et al., 1993) eivor éva ekmodevtikd mepipdiiov
TPOYPULUATIGHOV, PE anTd oToryEia, Yoo To ONUOTIKO Kot TN péon ekmaidevon. To
GUOTNUA EIVaL o, GLAAOYN A0 PLGIKOVE KOPOVG TOV HIToPovV Vo cuvdehovy puetal&n
TOVG TPOKEWEVOL Vo GynUaTicovy €va Tpoypappa. Avtol ot kOfol ot GuvexEwd
ouvdéovTol e évav LTOAOYIOTH Yo vao exteheotel to mpdypappa. O kdabe kvfog
avtiotolyel oe o evioAn mov powdler ue Tig evtohéc g Logo. Ta AlgoBlock
KOTOOKELAGTNKAV Yid VO TpombnGovv TN cuvepyacia. Aoviebovv cav &va epyaleio
Y. GUVEPYATIKES dpaoTnplotnTeG Kot fonbovv Tovg eKTAISEVOUEVOVG VO (TIGOLV
TPOYPAIaTO  HEGO MmO  KOWMVIKEG OAANAemdpdoelc kot  ovintnorn. Ot
EKTTALOEVOUEVOL £XOVV GOV GTOYO VO, KOOI YOOV €va, LITOPPVYL0 TOL OTEIKOVILETL GE
poe CRT o06vn pe Logo-like evtodéc. Tétoleg eviodég umopodv vo. eivor myotve
umpootd, otpiye aplotepd — 0elid, yopva Eedimhwoe To TOSIOL Yo VO amoyelmdeic
KA. H ké0e po amd autég Tic eviolég £xel v avtioTolyo Kovti mov TV ekppalel.
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2.3 Music Block

To ocvommue Music Block (McNerny, 2004), to onoio pdAicto givol Kot gUTOpKo,
glval éva omd T0 GLOTALOTO TOV UTOPOVV Vo TOUEOLV HOVGIKY] (PN CLLOTOLDVTOG
antéc eviorés. To cuatnua £xel mévte YpOUATIOTONC KOPOVG, 0 kaBévag amd avtohe
avTITPoomneVEL (o povoikn edon tov Eine Kleine Nachtmusic. O ypriiotng Palet
KOVTAKLO O €vO. CUGTNUO, avamaPay®YNS. Otav o KUBAKLN WTovV OTIC TPVUTES TOTE
aKOVYETOL M GACT] TOV KOUUATION 7OV OVTITPOC®REVEL TO KAOe Kovti. Av matnOel
BéPara To play (o povadikd kovuni) Tote axovyeTal OAOKANPN 1 aAAniovyio. BéBaia
glval QTuypéVo €10l OOTE OMOWONTOTE Kol vo glvarl 1 GeEPA TomoBETNong TV
KOVTIOV TO OMOTEAEGLO VO LNV €ival amokpovotikd. [Ma peyaddtepn mokidia 1 kéoe
T eLPa TV KOP®V Tailel Kol S10POPETIKO LOVGIKO KOUUATL.

2.4 Block Jam

To cvomua Block Jam (Newton et al., 2003) amoteleital amd o oty SIETOQEN Kot
TAVTOYPOVA EIVOL M0 OTTIKY YAMGGO 1) OTOl0L EMITPENEL GE APYAPIOVG KOl PN Vol
EKUETOAAEVTOOV TIG SuvotdnTég TG To ovotuo ovtd omotereiton omd 26
OVTIKEIEVO TO omoilot avdAoyo He TNV TOTOAOYiD GUVOESNC TOLG HmopolV v
TOPAYOVV HOVOIKEC ‘Ppacels’. YTapyovv dvo €idn kovtidv, ta play blocks kat ta
path blocks. Ta play blocks eivatr avtd mov Egkivovv, oTopAToOV Kot EAEYYOLYV TNV
tayvtnto ¢ cue ball evd ta path blocks eléyyovv ™ dadpoun tng vontig cue ball.
Otav ta KouTld cuvdehoDY peTa&h Tovg dNovpyovy Eva coumAeyua. To coumieyua
aVTO GUVOEETOL UE TOV LTOAOYIOTH UECH €VOG KOA®OIOL Kol €vOg KovuTwoL Pdong
(mother block). To koAmdio diver pedua 610 cvumieypa Kabodg kol évav diavio
gmKowvmviog pe tov vroroyioty]. H cue ball kiveiton vontd omd 1o éva kovti 6t0 GALO
avaAoyo pe Tovg kavoveg mov emiPdiovv to path blocks. To kdBe kovtl mepiéyet,
petapoptkd PéPata, kdmotov Nxo Kot £tol kabmg 1 cue ball 7| ot cue balls kivovvral
oo KOVTi 6€ KOLTi TapAyouy MYOVG dNUOVPYDVTAG LOVGIKT).

2.5 Antog npoypoupuatiocuds ya tpéva.

O Genee Lyn Colobong (McNerny, 2004) onpocievoe 10 1999 pio yidooo
TPOYPOULUATIGHOD Yo TPEVA 1] omoia LdAIGTO €yve EUTOPIKY| amd KAmoleg eToupies.
Amotéleopa avTG TG pevvag NTo Kot To cvotnuo Lego intelli - train Tov omoiov n
GUUTEPLPOPA TPOYPOUUATILOTOV [E TNV TomoBETNON KOPOV - EVIOADV OTN Ypopun.
INo mapddetypa, 6tov To TpEVO TEPVOVGE amd TO ‘toot’ TOLPAAKL aKOLYOTAV 1| KOpVA
tov. Otav 10 tpévo mepvovoe and to TOVPAAKt ‘avactpor” drhale katebbvvon.
Otav éptave 6t0 TOVPAAKL 6TACN GTOUATOVOE KOl TEPIUEVE OO TO TOdL VO TOTNHGEL
o wovumi ‘go’. IlpocBétovtac, apoapdvtag, avadlatdocoviag To. ToLPAAKL oTn
YPOUUN T, Tadld pmopovcay va. oAAGLOVY TO TPOYPOULL, KOO KOl OTOV TO TPEVO
Bprokotav oe kivron. Metd omd Kamowo TEWPAUATO TopatnpnonKe OTL 1 KOTACKELN
™G YPOUUNG Ko 1) Tomofétnon eviodmv mov Bo ekteAoVsE apydTEP TO TPEVO OEV
Nrav dtuctntikn dSadikacio ywoo ta teTpdypova modd. Ilpokeyévov va dovv Tt
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KGvouv to TouPAdkia To EPfalav  akpif®dg UTPOoTH GTO TPEVO TPAYHO TOV
TPOKAAOVGE EKTPOYLOCOVG.

2.6 Tangible Programming Brick

H épevva tov McNerney (2001) otig antéc dlemaeéc ypnom dpyloe amd to 2000 pe
NV Kataokeun Tov cvuotnuatog «Tangible Programming Brick» mov ftav éva axdpa
TEPIPUAAOV amTOD TPOYPOUUOTIGHOV. Ol KOTAGKEVAGTEG amoPdcioay vo, QTidEovy
€va povodldotato chotnua To omoio Pdlovtag to éva tovPrdkt Lego méve oto dAro
0o pTiayvav po aAAniovyio amd eviorés. o va yiver to chomuo mo 16YXvPO
€pTnEov To TOVPAGKIO £T01 MOTE Vo TAipvovv pid KApTo oto TAGyw. Avt m
néB0S0G apylkad eixe oKOmd va dMGEL TN dLVATOTNTO GTO GUGTNUO VO OITOKTIOEL
TOPUUETPOVS, OAAG oTNV TopEia PAVNKE OTL PTOPOVGOV VO, TOTOBETGOVY Kot GAAQ
Tpaypato Onwg Stakonteg, acintiplo K.AT. Tehkd, To 0moTEAEGLOTA TEPLOPIGUEVIG
£peuvag, £de1Eav OTL TO GUOTNUO NTAV OPKETE TOAOTAOKO Ylo ¥PNOTES KAT® TV 6
ETOV.

2.7 Electronic blocks

Ta electronic block (Wyeth et al., 2003) éyovv oyediaotel £Tol MOTE TO, TOOLL VL
umopohv vo 10 cLUVOEGOVY OTMOC KAVOUV KOl WHE OTO0VGONTOTE GAAOVG KVUPOLG.
Balovtag ta electronic block 10 éva mdve oto dAlo To pikpd woudid QTIAVOLY
TPOYPApIATO TOL TO KABE €vo amd OVTO €KTEAEL KOl OlPOPETIKY dlepyosio. To
electronic block €yovv e16600vg, €£0d0ve Kol O6tav cvvdebolv M €£050G TOL €VOG
KoVTIOY EAEYYEL TNV €16000 TOL GAAOL. YTIApyovv Tpia £i0N KOLTIOV:

e Ta kovtid cweOntpeg (Sensor blocks)
o Ta kovtid evépyeteg (Action blocks)
e Ta Aoywd kovtid (Logic blocks)

Ta Aoywd wovtid oviyvedovv ©mg, aen kot Mo oto meppdriov. Ta kovtid
a1eOntpeg ivol avTd Tov Sivouv GO GTO, KOUTIO EVEPYELEG VO EKTEAEGOVV KATOLN,
Aertovpyia. Ta Aoywkd kovtid €govv €va evdldueco poro. Tomobetdvtag To AOYIKA
KOVLTIQ OvApeso o©TO KOLTWE ouoOnTipeg Kol GTO KOLTIQ EVEPYEIEG, EYOLUE TN
duvaTdTNTO VO OAAGEOVE TNV OVOLLEVOLLEVT EVEPYELOL. AKOLO KO TTOAD UIKPA TTadd,
ovppova pe toug Wyeth et al. (2003), umwopoldv vo ¥pMNGLLOTOIGOVY UId GLAAOYN
a6 electronic blocks. ‘Eva andd moryvidr pe ta action block pmopei va mopdyet
Kdamolov €100V¢ evépyeleg Tov Ta Taudld Ba Bpovv eEapeTikd evOlaPEPOVTAL.

2.8 AutoHAN — Media Cubes

To AutoHAN (Blackwell et al., 2001) sivor por S1KTLOKN KOl TPOYPOUHOTIOTIKY
OPYITEKTOVIKY] TOV EMITPENEL TOV TPOYPOULUUATIOUO OVAUESOH GE SLAPOPES CLOKEVEC
uoag owiag. ‘Eva tunqua tov AutoHAN eivor o1 mediaCubes. Ot mediaCubes givor pia,
YADGGO TPOYPOUUATIGUOV 1 0Ttoia P1A0d0&Eel va ypnoyomoindel omd amhovg yproTeg
OTMG OTOVG OV UTOPOVV VO XEPLOTOLV Eva amAd thAgxepiotiplo. O kabe KOPog
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TOV GLGTNHHOTOG EIVaL 0L YELPOTLOOTN SLOPOVG SLETAPT| 1 OTold Eival CLGYETICUEVN
HE pio Agttovpyio Hlog O1KloK\G cvokeune. Edav yuo mapddetypo o kvpfog avamopiotd
to play / pause, o yprioTng Umopei vo cucyeticel ovtdv Tov Koo pe to CD player. O
oVVOLOGCUOC TEPICCOTEPMY TOV €VOG KUPOL, TOL  AVATAPLOTA  OLUPOPETIKES
Aertovpyieg g 101G cLoKEVNG givarl N dwadikacia wov Oa wpémel va okoAovOnOei
TPOKELEVOL VO, OMOKANP®OEL TO “Ypayo’ evOC TPOYPALLUOTOG.

BéBata, xdmolog pmopel va mer 6tt o mpoypappationds tov VCR dev  glvar
TPOYPOUUATIOUOS OO AVTOC TOV NAEKTPOVIKOD LTOAOYIOTH. AV ouwg Béhovue va
dmcovpe v eviodn 6to VCR va apyicetl va ypaest and v KApEPH 0CPUAEING TNG
UTPOGTIVIG TOPTOAG Yo SACTNUO 5 AETTMOV OO TN OTIYUN TOL KATOL0G OVIYVELTNG
eVTOTIoE KiVNOM, TOTE LUAGLE Y10 TPOYPOULATIOUO.

2.9 A7ToG TpOoypaupuaTIicuos ue ‘crdyKovg’

[Ipéxetton yoo éva cHOTNHO TO ONOI0 Y¥PNGILOTOLEITOL Yl TN OMHIOVPYiN OTADY
TPOYPOUUUATOV TPOKEEVOD Vo eAeyyBobV poumotikd ayvidwe (Patten et al., 2000).
Mo va dnpovpyncovy ot ¥pNoTeg £va TPOYPAULD, TPETEL VO, GLVOEDOVV YEYOVOTO [IE
EVEPYELEG IOV EKTEAOVVTOL (G OVTOTOKPION GE OLTA TO YEYOVOTA. AVTEG Ol GYECELS
TOPOLGIALOVTIOL MG EIKOVEG TTOV GLVOLOVTAL UE KATOL0 QUOIKO ‘Grmdyko’ (mpoKeltTat
Yoo KoA®dlo mov powdlelr pe ‘omdyko’). O ypnoTng OULVOEEL YEYOVOTO OV
dnpovpyodvtarl and Tovg AeONTNPES TOL POUTOT LE EVEPYELEG TOL EKTEAOVVIOL MG
amdkplon oe avutd to gpebicpata. To cHotnua £To1, dnovpyel Eva TPOYPULLO TO
omoio pmopel va optmhel 6T VAN TOV POUTOT KOL VO, AEITOVPYEL GOUPOVO [LE TOV
TPOTO IOV TEPLYPAPETAL OO TIG GUVOEGELS TOV ‘CTAYKWOV .

2.10 GameBlocks

To ovotquo ovtd (Smith, 2007), amoteAeiton omd @vouodg kOPovg ot omoiot
tomofetovvtal TAvVe og payeg kol dNUoVPYodV €161 e akoAlovBio omd ‘evtoAég —
kouTld’. H oyetikn 0éon tov kOPov elval onuovtikny agod ekepdlel pio. AoyKn
axolovbia, n omoia eivan To Tpdypappa. To choTnUa S100€TEL GUVOAIKA 6 EVTOAEC Yol
Tov éAeyyo evog avBpwmoedove pourot. Ot eviodéc mov dlatiBevron givar: eumpog,
Miow, COUN 0ploTEPd, OO Oelld, KEQAAL aplotepd kot Kepdir de€d. 'Eva
EVOLUPEPOV  YOPOKTNPIOTIKO TOL  CLGTAUOTOC €ivar  OTL  dgv  amantovvTOoL
EVOOUATOUEVO MAEKTPOVIKA KUKADUOTO PECOH GTO KAOE KOLTL Uio Kot Ol EpYOcieg
avayvoplong yivovtol and kokhopata otig paysc. A&ilel, Téhog va onueiwbei 611 T0
oUOTNUO OEV OMOLTEL TN YPNOT VTOAOYIOTH O@OV T VRTOAOYIOTIKN 1OYVG TOV
ypelaletonl TopEYETOL Omd HKPOVTOAOYIOTEG EVOMUATOUEVOVG GTO KUKAMUO TNG
paong.

2.11 Quetzal - Tern

To Quetzal kot To Tern (Horn et al., 2007) givar 600 axopo mepiPaiiovia omToD
TPOYPOUUATIOUOD HE  EKTAUOELTIKO Tpocavotolopd. Ta mepiBdAlovia  avtd,
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AmOTEAOVVTOL OO OCULUTOYT  OVTIKEIMEVO YOPIC EVOMUATOUEVO TNAEKTPOVIKE
KuKAOpoTo Kol Tpo@odocieg. Ta  TPOYPOUUOTIOTIKA — ‘KOpUdT” TV Vo
mepPaAlovTOV givar Tavopototuma kot potdlovv pe ta Koppdrtia evog Pazzle. To
Quetzal givar €éva cOoTNO TOL YpNoLLoTotEiTal Yo va eAéyyel éva Lego Mindstorms
poundot evd 1o Tern éva Virtual poundét otnv 006vn vmoroyiot). H ¢@iiocopia
KOTOOKELNG Kol AELTOVPYiaG TV 6vo aVTdV TEPPOALOVI®V gival Ko aeol Exovv
avartuyfel and tovg 1010V avBpdmovg Kol pdAeta TV 1010 Ypoviky mepiodo. Ot
pnantég mov ypnouonooby ta mepPiriovta, mpoypappatilovv o offline mode.
[pokeywévou va yivel N avayvmoT Tov KMOTKO YPTCILOTOLEITAL EVa PopNTO GHOTNHO
obpwonc. To ocvotmua odpwong avayvopilel 10 TOG Kol TOES EVIOAEG EYOLV
ovvdebel petald tovg Kol £Tol MUIOVPYEITOL, HETO OO CLTOUOTN AVOYVOPLoT], TO
npog extéheon mpoypaupa. Eival, téhog adloonueimto 6T Kot o dvo mepfaiiovia
EMTPENOVV GTOV YPNOTN VO EIGAYEL TOPAUETPOVG OTIC EVIOLES.

3. Xapoxtypiotikd c0eTHUATMV ATTTOV TPOYPIUUATICUOD

Meletdvtag to Gpbpo mov £€yovv OMUOGIEVTEL KAl QPOPOVY TO TOPATAVE®
TEPPAALOVTA ATTOD TPOYPUUUATICUOD, UTOPOVUE VO TOPOOECOVUE TA, GUVOAIKA
YOPOUKTNPLOTIKH TOV KATAGKEVUOTIKOV TPOCEYYIGEDY TOV aKoAovONOnKav, arnd Tovg
oYEO100TEG TV CLOTNHATOV (Tivakag 1).

IHivarxag 1: Xaporxtnpiotikd cOGTHUATOV

XvoTpata
XapokTnpioTiké Zoetnuatov (RApAypaQOL MOV TEPLYPAPOVTUL)

21(22(23(|24(25(26(27|28]292.10(2.1
Ynoompiler Loop X | X X X X
Ynroompiler For X X
Ynootmpilet Call X X
Ynroompilel mapapétpovg X X
ﬁ;i?ﬁggyggg ot deman (1. X x| x| x
Ao s panes1o! x| x| xx x| x ) x
A&lomoinom oyHatog SIETUpNg X
Epmopun epappoyn X X X
AveEapmoia Yroloyiom X X | X | X | X X

Xe yevikéc ypoupés, pe e€aipeon 1o ovotnua AutoHAN, ta mepiBdAlovia amtov
TPOYPOUUATICUOV omtevBOVOVTOL GE TOdId TOV VNToy®yeiov £mg kot yopvaciov. To
KOGTOG £VOG TETOLOV GUGTNLLOTOG, 1] KOTAGKEVOOTIKY] TOV TOAVTAOKOTNTA KAODS Kot 1)
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ENAeyT EKTALOEVTIKNG a&LOAOYNONG TEPLOPIGOV TN XPNOTN TETOIWV GLUGTNUAT®OV GE
gpeuvnTikd kévtpo (Horn et al., 2006). Ot cuveyilopeves OU®G KATOOKELOGTIKEG
mpoonabeleg amd TOVG OLUPOPOVS EPELVNTEG MHOG divouv i dvuvatdtnta va
SLOTLTOGOVLE OPIGLEVEC YEVIKEG DITOOEIEEIS Y10 TV AVATTVET TETOLWV GUCTNUATOV:

o  YOUQ®OVO UE KATOLOLG EPEVVNTEC TO, GUGTAIATA TPETEL VO, £XOVV dVVATOTNTA
gloaymyng mapapétpov (Caitlin et al., 2005; Cockburn et al., 1997; Sutphen
et al., 2000).

e ’'Eva evdwpépov otoyeio mov Og @aiveror vo KOAOTTOUV TO OMUEPVE
ovotiuota givatl 1 duvatdtnto amobrkevong tov kodwka (Kahn 1996).

e ’'Evoc ovyypovog 1poOmoc Aesrtovpyiog (OnAodn, dueon ektédeomn  €vOg
TPOYPOUUATIOTIKOD GTOLYEIOV [E TNV TOTOOETNON TOL GTO TPOYPOUUL) Eivat
pio 1010t Ta Tov pmopel va aglomondel ota apyikd otddle e£okeiwong e
tov antd mpoypoppoticpd (Ichida et al., 2004).

e Muw mBovi enéktacn TV TEPPIAAOVTI®OV OMTOV TPOYPOUUUATIGHOD OTIC 3
dwotdoelg (3D) eivar éva otoyeio mov TOPOLGLALEL EVOLOQEPOV  Ylo
ovotipata 6nmg to Flowblocks (Zuckerman et al., 2005) kot to Gameblocks
(Smith, 2006).

e H Jwtvokn €méKTOOY TOV GCULGTAUOTOG €lval €va oTolelo €miong e
gpeuvnTiko evolapépov (Frei et al., 2000).

o [lpoteivetar vo punmv vrdpyel Slo@PIGHOG avaueca o€ €icodo katl ££0060,
ONA0dN TO GMOTEAEGO TOL TPOYPOLUOATIGHOD VO TaPovcldaletal otov 110
ovoko yopo. (McNerny 2004; Kitamura et al., 2000; Zuckerman et al., 2005;
Fernaeus et al., 2006).

e H avénuévn duadpaomn pe tov ypniotn ival éva and to {nTovpeva cg T€T010L
gioovg ocvotiuota (Cockburn et al., 1997; Zuckerman et al., 2005).

o Evdiogépov mopovcstalovy T0 GUGTAWUOTE TOL WTOPOVV VO OTEIKOVIGOVV
petaé&ld GAA@V Ho TANOmPa EVVOLDY Kol SUVOUIK®OV CUUTEPIPOPHV, OTMG T
ovotnuota: SystemBlocks, Flowblocks (Zuckerman et al., 2005; Zuckerman
et al., 2003).

e Eivat onuovtikd va tpoctebodv otig diemapég ototyeio (oyfua, Ypoua, ven,
NYog K.AT.) mov Ba TG PEPOVV TO KOVIA OTIC EVVOIEG KOl AELTOVPYiEG OV
avanapiotovv (Blackwell 2003; Fishkin 2004).

4. Epsovytikd epoTtiuaTa

I'evikd 610 YOPO TOV OTTOV SWOTAPDY YPNOTH, KOl EIGIKOTEPN GTO. GUGTNLLOTO ATTOV
TPOYPULLUATIGHOV, VITAPYEL TEPLOPIGUEVT €PEVVA OV VO 0TIALEL GTNV KaTavdnon
TOV YVOOTIKOV KOl KOW®VIKAV TAEOVEKTNUAT®V, TO OTOi0. TPOKOTTOLYV Omd TNV
a&lomoinon tovg (Marshall, 2007; Horn et al., 2007). H v60eon, yio mapdderypa, 0Tt
TOL GLOTHLOTO ALTNG SETOPNG EAGPAAIlOVY EVKOAOTEPT TPOGPACIUOTNTA GE (ITOW
pe avamnpieg Kot Toudid, HEWMVOVTOG TOVTOYXPOVO TO NAKINKO OPlO0 GUUUETOYNG OTIS
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dwdkacieg pabnong, mpémel va depevvnbel. [Hopdhinia, mpénel vo eetaotel og
o0 EPELVNTIKA TTEdiDL (TPOYPAUUOTIOHOG, AGTPOVOUia, HOBNUATIKA K.AT.) Kol KAT®
amo moleg cuvlnKeg eival amoteleopatikoOtepn N wabnon, n omoia otnpiletar otov
xepoud antomv avrikeypwévov (Marshall, 2007).

Edikotepa, oT0 GLOTAUATO OTTOV TPOYPUUUOTIGHOD, Ol TPOCPATEG EPEVVNTIKEG
npooeyyicelg (n.y. Horn et al., 2006; Horn et al., 2007), oe avtiBeon pe TaAodtepPES,
0étovv wg oTOYOVG TN depedivion BepdTomv Onwc:

e [Ib6c0, av BéPara ovuPaivel, éva tétolo mepifaiiov pmopei va d1evKoAHVEL
TNV EKUAONGCT TPOYPOUUATICTIKOV EVVOLDV;

o Beltidvetal kot Kot 1OGO, 1 GUVEPYUTIKOTNTO HETAED TOV EKTAUOEVOUEVMV;

o  Mrmopel éva tétolo GVoTNUA VO, S1EVKOAVVEL TOV KaONnynt va ovartHéel Eva
Oetikd epifdriov pdbnong péca oty TaéN;

[MopdAinia, drAeg €pevveg Odmwg twv Kelleher et al. (2005) 8étovv wg otdHYOVLG,
petaéd aAhov, T dnuovpyio TePPAAAOVTOV TOV UE KOTAAANAEG dpactnplotnTeG Oa
TPO®ONGOVY  TOV  TPOYPOUUOTICUHO GE GTOHO KOU KOW®VIKEG OUAOEG OV
‘Tapadoctokd’ dev oyetilovion pe to avtikeipevo. AAlovg BEPara epeuvntég, OTWOS O
Blackwell (2003), mptv akopo 6yed1doouy KAmolo cOGTNIA, PAIVETOL VO OTUCoYOAEL M
dlepebvnon  TOV  WBOTNTOV  TOV  oftdv  olmoemdv, 7mov Oa  eéacpaiicovv
TAEOVEKTNLOTA, GE OYEO0T UE TIG KAUOIKES text-based 1] visual-based yAdooeg, og éva
GLOTAHOTO OTTTOV TTPOYPAUpoTIcpoV. H andvinon tétoiwv epomudtov Kabog Kot
CUUTANPOUATIKEG £pEVVEG guypnoTiag (0nwg Smith, 2006) umwopolv va 0dnynRcovy o€
APTIOTEPU KATAGKEVOOTIKA KOl OTOOOTIKOTEPO EKTALOEVTIKA GUGTAIOTA GTO LEAAOV.

5. Jvunepacuara

v gpyacic  OUTH  TOPOVCLAGOUE  TO  PacKOTEPE  CLUGTAUOTO  OTTOV
TPOYPULUATICHOD  TOPUOETOVTAG CUYKEVIPOTIKO TO VOLUPEPOVTO  AELTOVPYIKA
YOPOUKTNPLOTIKG TOVG. Emiong, mopovcidcape yeviKéC VITOOEIEEIS Yio TV KOTOOKELN
TéTolmV MEPPAALOVTOV Kol JTUIMCOUE To, BEUaTa EKEIVOL OV GULYKEVIPOVOLV
onuepa to gpevvnTIKO evdlopépov. To yevikd cvumépacua glval 6Tl 1| €pevva €
TETOL0, GLOTAHLOTO (TTEPQL AT TNV OTTOL0L KATOGKEVAGTIKT KOl GYESIULGTIKT KOLVOTOWIO)
0o mpémer vo depeguvnoel Bépata  amodoTKOTNTOG Kol EKTOdEVLTIKNG  a&iog
TPOKEWEVOL VO KaBodNYNOoEL TOVG UEAAOVTIKODG OYeOOTEG OAAG Kol TOVG
EKTTOLOEVTIKOVG TNV a&l07T0iNnon TouG.
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