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NEPIAHYH

H copeia di6doon TV nAeKtpovik@y moryvidioy Eyel OTOTEAETEL KIVHTPO YIo. LEYAAO OYKO EPEVVAS,
TTLO GUYKEKPILEVO, OO0V OPOPE, THY EKTOLOEVTIKY TOVG O1doToo. AVviifeto, oTo Ywpo twv JIKTLOKDY
TOAVYPNOTIKDOV TOLYVIOIOV 1 EPEVVO. KO1 OKOUO TEPLOGOTEPO Ol TPOOLAYPOPES EKTOLOEVTIKOD
OYEOLOOUOD  EIVAL  TEPIOPIOUEVO. 2TO  TOPOKATW  KELWEVO  YIVETOL IO EMIOKOTNGY TV
XOPOKTHPIOTIKOV  EKEIVOV TV  TOAVYPNOTIKDOYV OIKTOOK®OV TOLYVIOIDV, OrWS 1 00Ul 1oV
TEPIPAIAOVTOS, 01 OIANAETIOPAOEIS KOu 1] ETIKOIVOVIOQ OV EMITPETOVY, TO. OMOIO. UTOPOVY VO
amoteléoovy T faon yio [io TEPOITEPW OIEPEDVNON TWV OVDVATOTHTWV TOVS (O EKTAIOEVTIKG,
EPYOLELO e TTOYO TH AEITOVPYIKI] EVOMUATOOH TOVS OTNY EKTOIOEVTIKY TPALH.

AEZEEIX KAEIAIA: plextpovicd mouyvidia, molvypnotikd diktvaxd maryvidia, pcdnon,
oAnlemidpaoeic

EIZAT'QTI'H

davraoteite 0Tl avoiyete TOV LIOAOYLOTH 0OC, GLVOEEoTE He To dikTvo Kat kabodnyeite tov
€IKOVIKO GogG e0vTod (avatar) o éva TepEAlov mayvidiov 6mov Ba TPENEL Vo GUVAY®VIGTEITE 1| VO
OVTOY@VIOTEITE L€ TOVG EKOVIKOVG £0VTOVG GAADV TPOUYUOTIKOV TOUKTOV 0AAG Kol L To 1610 T0
TPOYPOLLLLOL, TPOKEEVOL VaL TETVYETE £va 0TOYO, OGS Y10 TOPASELYLLO VO COCETE £va TPiyKuma 1
L0 TPYKITIOO0, VO GKOTMGETE TEPATO KOt dPAKOVS, Vo eEacpaiiceTe T0 PAUCIAED GG, VO ODOETE
Tov mAoviTn amd 10 Kokd. AvTdg €ivar 0 KOGLOG EVOS TOAVYPNOTIKOD dkTVaKOD TTotyvidlov (ITAIT)
(Steinkuehler, 2004).
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Zyniue 1: Zxnvn and to EverQuest, éva oo to 1o SNUOQIA TOAVYPNOTIKA Totyvidia

Ta televtoio ypovio. LEYAAOG OYKOG EPEVVAOV EMIKEVIPMOVETOL OTN UEAET TOV TOLYVIOIDV OC
EKTOLOEVTIKA TEPPAALOVTA, G HOPPT TE(VNG N O HopPN StadpacTikig apniynong (interactive
narrative) (Murray, 1997). To MIT ocvvepydleton pe t Microsoft mpoxeiévou va dnpovpyncovy
gvvololoyikd mpmtotume (conceptual prototypes) Yo HOPQEG SAOPACTIKNG  EKTOUOEVTIKNG
yuyayoyiog (interactive educational entertainment) g endpevng yevidg. To Barbican, éva and ta
peyaddtepa exbectakd kévipa t€xvng otv Evpann, dtopydvooe to 2002 v ékbeon Game on
Event 6mov mapovoldotnke 1 10TOpiol TOV TOLVIOW®V KOl Ol OWKOVOMIKEG KOl WUXOAOYIKEG
cuvénelég toug oty kowavia. To BECTA (British Educational Communications and Technology
Agency) €pguvd T0 SVVOUIKO TOV TOLYVIOIOV OGOV APOPE TNV ETIGPOOT] TOVG GTIG TEYVOLOYIEG TNG
emKowvoviog Kot g TAnpogopiag oty ekmaidevon (BECTA, 2002) evéd m etopio Lightspan
npounevetl o€ oyoleio tov HITA PlayStations e ekmoitdevTikod AOYIGUIKO TPOKELLEVOD OL LOONTEG
VO TO XPTOUOTOC0VY €KTOG oyolelov, eite €yovv mpocPacn oe vmooyloth eite Oy Ta
oyvidla, SIKTLaKE Kot [, omoTeAovv Blopnyavio mo emikepdn Kt amd eKEv) TOV TUVIOV GTO
XOAVYOUVT Kot OvapEVETOL va yivel axopo mepiocotepo emkepdng (Prensky, 2004, oer.9). Ou
XPNOTEG TOV TaVISIOV ovEdvovtal cuveymg pe pEco Opo mAwciag ta 29 mepimov ypdvia
(Berkowitz, 2003) evd mpdopatn Epeuva 6TNV AUEPIKT aVEDEIEE TOL TOLYVIOD MG TO TETOPTO O
OMUOPIAEG LLEGO, PETA TV TNAEOPOOT], TO PASOPOVO KoL TO S10dikTVLO GE avdpikd TAndvoud 18-34
etdv (Knowledge Networks/SRI, 2004).

Aoppavovrag vadyrn T S14d00n TV NAEKTPOVIKGOV Toyvidimv, o yivel, otn cuvéyela, o
EMOKOMNON TOV YOPAKTNPICTIKOV TOV UTOPOVV VOl KATUGTHGOVV T TAXVidld, TOGO TO SIKTLOKE
0G0 KOl TO U1 SIKTLOK(, OTOTEAECUATIKG ekmondevtikd mepifdrlovia. Eved 1 épevva y v
ekTondeLTIKN a&io TOV NAEKTPOVIK®V Ty VIStV gtvan ekTeViS, 0 xdpog tav ITAII o oyéon pe v
EKTOIOEVTIKN TOVG OMOTELEGHATIKOTNTO deV £XEL Stepevvn el eTopkdG. AKOLO TLO TEPLOPIGUEVOS
glvar 0 aplBuUdS TOV EKTOGEVTIKOV TOALYPNOTIKOV maVIdidv mov &yovv vAomowmbei. H
Svvatdémta mepartépm depevvnong tov IAIl og epyaieio exnaidevong Oo amotelécet Kot Tov
KEVTIPIKO GEOoVa TOV KEEVOU.

HAEKTPONIKA ITAIXNIAIA QX EKITAIAEYTIKA ITEPIBAAAONTA

H 814d0om TV NAEKTPOVIKOV TToyvidmdv, €101KOTEPE G VEUPEG NAMKIES, aMOTELEDE, TG TPELS
tedevtaieg dekaeTie, TO KvnTpo Yo T depedvnon g duvaTdOTNTAG TOVG VO OTOTEAEGOVV
EKTOEVTIKA ePYOLEiQL.
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To mepifdAiov evog maryvidiov gival eVILIOGokd Kot amoppoPd tovg ypnotes. H modmrta tov
YPOPKAV Kol 0 pealoudc mov pumopel mAéov vo emitevyfel avEdver v aicbnon cvppetoxns
(involvement) Tov maikTn Kot GUUPALEL GTNV TAVTION TOL e TO POLO mov dladpapatifel péca 6to
noyvidr (Poole, 2000). O evepydg poAoG TOV YPNOTN, N TEPEPYELD, 1| TPOKANGT, 1| POAVTAGIQ, O
€heyyoc mov £€xet o ypnomg otnv e&éMén tov mavidlov, TO JPOUATIKO EVILPEPOV, Ol
GUYKPOUGELS KOl Ol TPOKANGEIG KAVOUV TOVG TOIKTEC VO EMOVEPYOVTOL GTO TOLXVIOL Kol Vo
aplEpOVOLY TOAAEG dpeg o€ avtd (Malone, 1980, 1981). H idwa 1 epmeipio Tov moyvidiov givol
ekeivn mov mpokaiel 0TOVG TAIKTEG TO E0MTEPIKG Kivitpa evacydinong (intrinsic motivation) pe
T0 Tayvidt Kt Oyt kémolog e€mtepikd emPBePANpEVog mapdyovTag.

EmmAéov, ta miektpovikd moryvidin emtpémovv TN GQOPIK Tapovoioorn evog Oépatog
(Greenblat, 1988), mpodyovv Tov €vepyd poOAo Kot TV avamTvuén g Tp@TofovAiag Tov ypnot
(Tansey «a1 Derick, 1969), vrootpilovv avtotereic dpactnprottes (Malone, 1980), 6mov 1 6w
1 SpacTNPLOTNTA OTOTELEL KIVIITPO EVAGYOANONG LE TO TOLXVIOL KOl EUVOOVV TNV TPOCAPUOYT TOV
SpPOUCTNPIOTHTO®V GTO EMMESO KaL TIG TPOTIUNGELG TOVL ¥pnot. Exovv, emmhiéov, T duvatdmra va
GUUPGAOLY OV ETTEVLEN GULYKEKPUEVOV LOONCIKOV GTOY®V OT®G 1M avATTLUEN KIVNTIKOV
de&omrav, (Gailey, 1996, Greenfield, 1984, Short, 1977, oto Cudworth, 1996, De Landsheere,
1989), vontikov deottov (Lepper, oto Loftus and Loftus, 1983, Greenfield et al, 1996,
McClurg and Chaille, 1987, oto Okagaki, 1996), de&l0TT®OV VONTIKOV OVOTOPACTACE®DV,
avantuén yvootikdv otpotnyikdv (Schild, 1966, Neal, 1990, Short, 1977, an6é to Cudworth,
1996), petddoon Aektikov minpogopwwv (Ellington et al., 1982) kot dtapdpemon oTdcemv Kot
ocvpuneprpopmv (Romiszowski, 1974, Bouwquet, 1986). H doun mov axorovbodv (Walker de Felix
and Johnson, 1993), n dueon avtidpacn tov mepidriovtog ce kdbe dpdon Tov maikTn, Ol
Suvapikég €KoOveg, M oAANAemidpacn, N VmapEN EVOG GUYKEKPIUEVOL GTOYOV, TO GUVOAO TMV
KOvOVeV TTov Tpénel vo. TNpndovv, 1 TpdkAnon, N eavtocio kot 1 wepiépyew (Malone, 1981)
poivetal va givat To YopoKTNPLOTIKA EKEIVOL TOV TOLYVIOLOV IOV TPOGEAKDOVY TOVG YPNOTEG.

O Prensky (2001) mapovcibler pa ektetapévn £€pevva GTO YOPO NG Hadnong péow
NAEKTPOVIKOV TOLXVISIOV OTOV acyoAeiton, HETOED GAADV Kol LE To YOPAKTNPIOTIKG TOVG EKEIVAL
OV OVTOTOKPIVOVTOL GE JLLPOPETIKOVS TOTTOVG Labnomg. Teyvikég d10dpacTikng pnadnong mov 1o
epapuolovtar oto MAEKTPOVIKG Toryvidl, Om®G 1 TPOKTIKY €EACKNOT KOl M Gueon
avatpoeoddton (practice and feedback), n pudbnon péow g dpdong (learning by doing), n
nabnon pe ovykekpyévo otdyo (goal-oriented learning), m e€epedvnon (discovery learning), 1
evaAlayn poleov (role playing), kot 1 kovotpoukTifiotikny udbnon (constructivist learning),
Kk0016To0V TO. TOLYVIOI0 EQAPUOCILL GE LEYOAO PACLO LOONTOV SLOUPOPETIKMV TOTOV PLABNoNG.

A7d 10 TOPATOVE YOPAKTNPICTIKA TMV NAEKTPOVIKAOV TALVISIOV SoQaiveTol 1 SuvaToTnTa TOVG
Vo amOTEAEGOVV EMTUYNUEVO EKTAdELTIKG TepPdAlovTo. Xt cuvéyela, Oa emkevipmbodie ota
TTAIT ko T0. eMAAEOV YOPAKTNPLGTIKE TOVG TOV UTOpoHV Vo GVUPBGALOVY 6T pnabnon.

MNOAYXPHXETIKA AIKTYAKA ITAIXNIAIA

Ta TIAIT pmopodv vo omotedécovv medio oVYKAoNG Kol €Papuoyns Bempidv pdbnong,
YVOOTIKNAG WuxoAoyiog kot eEehife@v oTov TOpéR NG EKTOOEVTIKNG Teyvoloyiac. Ta ductvokd
Toyvidla, SlTNPMOVTOG T YOUPAKTNPLOTIKG EKEIVA TOV LN SIKTVOK®V ToLVISIOV TOV UTopodY Vo
TO KOTOAOTACOLV EKTOOELTIKG TepiPdAlovia, JSwbétovv kot TO0 emmAéov oTOElD NG
oAMNAETIOpaONG KoL TNG EMKOW®VING Pe GAAOLG TPAYHATIKOVG maikteg. Avtd 1o oTouyElo
amotehel ko v npdcsbetn aéia tov ITAII mov Ppicketar oe cuvapeln pe vedTEPES LEAETES GTO
xdpo G yvoocwroyiag. Omwg avapépetar kot oty €pevva g Steinkuehler (2003),
GUUTEPLPOPIOTIKEG De@pieg TOL GUVESENV AUECH TN GUUTEPIPOPE TOV OTOUOV HE GUYKEKPLUEVOL
nepParloviikd epebiopoto, avTiKoTaoTAONKAV OO £PEVVES GTOV YMPO TNG YVOGLOAOYING TOL
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TOmoBETOVV TV aIOKTNON TG YVAONG HEGH G £val OAOKANPO GVOTNHO TO 0oio cuvrifetotl amd
TIg aAANAETOPAoELS HETAED TOV OTOUOV KOl TOV KOWVMVIKOD Kot VAKOD TAoGiov pHéca 6to omoio
auTa gvepyovv. Avtd onpaivetl 0Tt 1 SUOPE®GCT TNG GLUTEPLPOPAG KOl 1] OTOKTNON TNG YVMOONG,
oyt povo dev eoptdtor amoKAEIGTIKA amd £vo. GUYKEKPLUEVO epEDIoHO 1 KoL OO TIG VONTIKES
depyacieg mov avamTOGGEL TO 1010 TO GTOpOo, 0AAG eEapTdTan Kot amd Vo GHVOLO TaPAYOVT®V TOL
aopovV TNV CAANAETIdpoom Tov atdpov e To mepifdrlov tov. H Turkle (1995, oto Steinkuehler,
2003) yopoakmpiotikd avagépet: «Kamolor praivouv otov mepacpd vo Oswpnoovv m {on oto
KUBEPVOYDPO OG AOTLAVTY, OG £VOL TPOTO SLPVLYNG T Lo AOTLAVTY TOPEKKALON. Agv gival Op®G
[kGtt Této0]. Ot eumepieg pog péoo oe ovtd omotehovv moAd ocofopr vmdbeon. Tig
vrofafuilovpe pe S1kn pog 0OV (Lethopaon ToL GUYYPUPER).

2t ovvéxewn Bo TOPOVCLIGTOVY YOPOKTNPIOTIKE TOV CAANAETOPAcE®Y Tive ota omoio Oa
pUmopovoe vo Poctotel mepartépm £pevva NG eKmadevTIKNG Tovg a&iag. [To cvykekpyéva, to
YOPOKTNPIOTIKA TOL B0 TAPOLGLAGTOVV APOPOLV TN GLVEPYATIKY pabnon mov vrootnpifovy Kot
TG KOWOVIKEG OAMNAETISPAoES UETAED ETEPOKANT®V KOl OVAOVOU®OV GUUTOIKTOV TOGO GTO
TA{G10 TOL TaLVISIov, 660 Kot TEPQ amd To. OPLd TOV.

Yuvepyoatikn pdonon

H épevva o610 Ydpo ™G cvvepyaciog, TG HAONONG Kol TNG EMKOWOVING LECH VTOAOYIOTH
(CSCL, CSCW, CMC) omoterel medlo amd 1o omoio pmopodue va aviAncovue ototyeio
epapuociuo oto medio TV moAvypnotikdv mayvidlwv (McGrenere, 1996). Zopewvo pe
OTOTELEGLLOTO. EPELVAV GTO YDPO TNG GLVEPYACING, TNG HAONONG KOl TNG EMKOWOVIOG NECH
VTOAOYIOTH, 1| GUVEPYATIKY LAONoN Qaivetal va givol TePEGOTEPO OMOTEAEGUATIKY GE GYECT LE
™ pénon oto TAaiclo VOGS aTOMKOD EKTOdELTIKOD TePIPdAlovtog. Méca omd T cuvepyacio ot
poONTég UmopovV v TETVYOVV  KOADTEPE HAONCIOKG Kol SlOTPOCOTIKA  OTOTEAECOTOL
(McGrenere, 1996). Méocw g ovvepyooiog kKol TG EMKOWOVIOG OVOTTOGGOVIOL YVOOTIKEG
GTPOTNYIKEG TOV OPOPOVV TNV TOPOVGINGCT| EMYEPNUATOV TPOKEHEVOD Vo Avbel pa Stapmvio
(Nastasi & Clements, 1993). H gfacpdion 6co 10 Suvatdv peyaAdtepng aAinienidpaong,
apofaiov aviaAllaydv Kot eKTeEVOV cuinToEV, o€ avTifeon e dpaoTnpLoTnTES Ko 0dnyieg Tov
neplopilovy Kol TLMOTOOLY TNV  GAANAETIOPAoT, TPowHOLV TNV KOTOVONGN EVVOLDV Kol
oupfdrovv oty avdmtuén aenpnpévng okéyng (Cohen, 1994). Yroé avt v omtiky, To
TOADYPNOTIKA oy vidlo €xovv 1 SvvaTOTNTA VO TPOMOHGOVY HECH TV OAANAETISPACEDV TOL
avVOTTHGOOVTOL, GUYKEKPLUEVES, TOVAGYIOTOV, YVMGTIKES, KOWMVIKEG Kol voNnTikég de&lotnte.

H épevva yio v omoTELEGUATIKOTNTO TOV TOAVYPNOTIKOV ToyvSudv dgv pmopel, o€ Kopio
TEPIMTMOT), VO TEPLOPIOTEL GTOL AMOTEAESLOTA TNG EPEVLVAS YOP® OO TIG LUONOCLUKES EMMTAOCELG
ovppatikdv mepParddviav cuvepyaciog kot ekmaidevong. H doun, to mepigyduevo, ta
YOAPOKTINPIOTIKA TOL TEPPAAAOVTOG KoL 01 AAANAETIOPAGELS OV avamTvGoovtal pésa og éva TTATT
S10pEPOVY KaTA TOAD o KEIVOL EVOG KAEIGTOV KOl TUTOTOUUEVOL padnctakoy mepifdilovtoc.
Hopoét vadpyovv, vy mapdderypa, oe éva TIAIT yevikég katevbdvoel yioo v vmdbeon g
dpdong, n doun g aeNyNoNg ivor yorapn Kot eEAPTATOL AMOKAEIGTIKA amd TIG EMAOYEC TOV
xpnot (interactive narrative). Xe kOmowo Toryvidlo, OKOHO. KOL 1) EUEAVION TOL MpOA
SLpLopPAOVETAL AVAAOYO e TIS TTPAEELS Kot TV Topeia Tov oto matyvidt (Fable).

TavtéTnTa KO avovopio

10 mepidArov gvig TTAIT cuykevipdvovTol TOIKTEG SLOPOPETIKOV EMTEI®OV, NAMKLDY, GVAOL,
€BVIKOTNTOG, OKOVOUIKNG Kot KOwmVikng 0éong. Avtd mov kabopiler, opwg, ™ 6¢om tov
YOPOKTNPO 0TO ToLyvidtl efvan 1 TPOGEOPA, 1 CLUTEPLPOPA KUl ) GUVIPOLLT TOV GTNV EMITEVEN TOV
TEMKOV KowvoU 6toOyov. Agv mpémet va mapaPrepdel to yeyovog 0Tt 610 TAiGL0 £vOC oLy VISLon O
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naiktng efvar ehedBepog v emhéEet 0 810G TNV TAVTOTNTA TOV HEGH GE QVTO KO VO, SLUOPPAGCEL,
avaloyo pe T embopiec tov, To SO TOL EKOVIKO eawtd. To Béua g TawtdTTOG OF éval
Srodiktvakd mepPariov €xel amotehéoel avTikeilevo peydAov Oykov épguvag. Bempeitan OTL 1
SvvatdtnTa IOV SiveTan 6TO YPNOTN Vo EMAEEEL TOV YOPOUKTAPO TOV B0 TOV EKTPOCHOTNGEL HEGO
0T0 mMEPIPOAALOV Kot 1 avevopio mov pmopel vo datnpnoet, aveSopttog evlov, gdvikodtnTac,
nhkiog, Tov divel kol v eglevbepia vor eKPPACTEL KoL VO, GCUUUETACYEL OmeAeVOeEpOUEVOC aTTd
TPOKATOANYELS KOl KOW®OVIKOVG, QUAETIKOVG Kot GAAovg cvvageic meplopiopovc. H éldhewyn
otoyeiov mov mpodidovv TN BEom N TV OIKOVOUIKY KOl KOW®MVIKY KOTAGTOON TOL OTOUOL
cuvteAel ot dnpovpyia evog mo dnpokpatikov mepPdirovtog (Harasim, 1987 oto Eastmond,
1996) kabmg ot cuppetéyovieg ovTdpoHV oTig TPaEelg Kot To. oxOAla Kt Oyt 610 1610 TO dTopo
(Henri, 1994).

Kowaovikég aliniemopdoerg

Inpovtied otoryeio Twv TTAIT eivor kot o1t GAANAETIOPAGELG TTOV OVATTOGGOVTOL KOTH T S1dpKeL
0V 3oV TOV TOYVOD. AVTEG Ot GAANAETMOPACEI £€XOVV  EVTOVH KOW®VIKY JSldoTaoT).
Ipokeipévov va peretnbodv pe emtvyioo avTég ot AAANAETIOPACELS, €ivol amapaitnT) i
0AOTAEVPT] TPOGEYYIGN TOVG, ONO OSOPOPETIKA €PEVVNTIKA 7edia, Om®S vrootpilel Kol o
Manninen (2000) o onoiog aoyoANONKe pe TIG IAAMNAETIOPACELG TOV OVOTTOGGOVTIOL 6 AIKTVOKA
Ewovikd IepiBailovta - vmoloyloTikd TepBEALOVTO TOV TPOGOUOLDVOLV YDPO OAANAETISpaoNG
atop@V - kot dkotepa og Awktvokd [Toyvidia. O Manninen mpoteivel oe avth ™ peAéTn TV
EPAPUOY] KOWOVIKOV HOTIB®V amd ToV Tpaylatikd KOoUo mov Bo 0dnNyNnoel 6e mo «evuYPNOTES
Kol OmodeKTEG AVGES» (uetdppoon tov cuyypapéa). Ewdikotepa pe v epappoyn g Ewoviknig
[paypotikdémrag o moaryvidwl, o pealopds tov mepPdiroviog avédver v aicnon g
TPOYLOTIKNG TOPOVGI0G GTOV EIKOVIKO YDPO Kot EUTAOVTILEL TIG KOWMVIKES GAANAETIOPAGELS TOV
avantbooovtor (Lombard and Ditton, 1997) 1660 ®oTe VO TOPATNPOHVIOL GUUTEPLPOPESG
avTioTOLYES LE EKELVES TOL TpaypaTkoD koopov (Gee, 2003, oeh. 172).

Ewkovikég KowvoTnTES

Ot KOW®OVIKEG OAANAETIOPAGELS TOV OVOTTOGGOVTIOL GTO TANIGIO EVOG TOLXVISIOD O€ GTAUOTODV
pe to Téhog Tov Tayvidov. Avtifeto emekTeivovTon Kot 0T ONHOLPYit EIKOVIKAOV KOWOTHT®V,
SIKTLOK®V TOTOV Le TANpopopieg Yo To mayvidt, dtadikTvakés cuintnoelg o chat room 1 péow
NAEKTPOVIKOD TOLIPOUEIOV OTTOV 01 TAIKTEG OVTOALAGGOVY OTOYELS, GLVEPYALOVTOL TPOKELEVOL
Vol SNHLOVPYHCOVY -01 TTLO EUTEPOL TOVAGYIOTOV TTOIKTEG- VEEG TapoAlayEg Tov matyvidod (MODs,
2003), axdpo Ko G€ GUVOVINGELS TNV TPAYHOTIKY (o).

H dnpovpyio ekovikdv podnolokdv Kowotitov dgv amotelel veoeppaviLOHEVO  @UvOUEVO.
[Tapd to yeyovog o1t epyareio dmmg to newsgroups, ta discussion fora, to chat kot ta nhektpovikd
unvopata arotelovv cuvidelg Aettovpyieg CLUPOTIKOV NAEKTPOVIKGV TTePPariidviav ndbnong &
amootdoem (e-learning environments) opeopntioyo &ivar 10 KOTd TOGO  GLUPAAOLY
OmoTeEAEoUOTIKA TN dadwkacio g pabnong. Avtd oesiletar, Oyt 61N QUON CVTOV TOV
epyodelmv, OAAG oTO OTL dev  YpNOYOTOLEiTOl EMUPKAOG TO Svvopkd tove. Ot pobntég
avaykalovtar and eEMTEPIKOVG TOPAYOVIEG VO, TO. YPNOLULOTOMOOVV, OTWE, Yo TOUPAOELYLLOL,
TPOKEWEVOL VO OTEIAOLV 0L €PYOCI0 OTOV EKTOIOEVTIKO 1] VO KAVOLV M0 €pMTNCT OF
EKTOLOEVTIKOVG 1 CLUUAONTES. Ot OAANAETIPACELS TOV AVATTOGGOVTOL LETAED TOV HodNTdOV eivar
TePLoPLopLEVeES o€ Oyko kot otdtnta (Bagherian & Thorngate, 2000, oto Nichani, 2000).

Avtibeta, O0tav TéTOoOL €ldovC Agttovpyleg TomOBETOUVIOL OTO TANIGO €VOG ToyVidlov M
GUULETOYY] TOV TOKTOV avEGvetat. AxOpa Kt Otav TEToleg AEITovpyieg Oev €lval EVOOUUTMUEVES
01N SLdIKAGI0L TOV TOLYVIGLOV, Ot {0101 Ol TOUKTEG dNUOVPYOVV e SIKN TOLG TPMOTOPOVALN TETOLES
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kowotmteg. H evepydg ovppetoyn tov mowktdv evog ITAIT og avtod Tov €00VG TIG EIKOVIKEG
KOWOTNTEG KOl 1) GLUVEXNG EMKOVmVia LeTaED TOVG etvatl anapaitnTeg TPoKeLLEVOD Vo emttevydel o
0TOY0G Kot va ohokAnpwBel pe emrvyio to moaryvidl Ov moikteg ovtaAldocovy cupPoviéc,
oonyieg, amOYEIS Kol GTPATNYIKES TPOKELEVOL VO VIEPTEPTIGOVY TMV OVIITAA®V TOovs. Me Alya
AOYL0, TO YEYOVOS OTL LT TOL EPYOAEIR ONLLLOVPYIOG KOWVOTHTWV EIVOL EVOOUATOUEVE GTO TAOIGLO
TOV GLYKEKPIUEVOL TEPPAALOVTOG Kot GppniTo depéva e T Agltovpyio Tov, av&Avel KOTé TOAD
oV OYKO KOl TNV TOWOTNTO TOV OAAAETIOPACEDY TOV GUUUETEYOVIOV GE OVTEG TIG EUKOVIKES
KOWOTNTEC.

MPOYIOG®EXEIZ EPAPMOI'HE XTHN EKITAIAEYTIKH ITPAZH - O POAOX
TOY EKITAIAEYTIKOY

Ot dvvatdtnteg mov opovctdlovv ta mayvidwn kot mo cvykekpipévo ta ITAIT dev anokieiovv
Kot TV OmopEn GUYKEKPWEVOV adLUVOULOV 1] TPOUTOHECEOV TPOKEHEVOD VO AELTOVPYHGOVV
omWoTh otV ekmodevTikn dadikacio. Ewdwotepa, yio va ypnoipomombet éva IAIl oto mhaicto
™G oyoAkng aifovcag amorteitor iaitepn Tpocoyn amd ToV eKTAdELTIKO o€ BEpaTo OTWS TO
TEPLEYOLEVO KOl 1] SOLLT TOV TTOLYVIOLOV, 1) EXOQT LE AVOVOLOVG TOIKTES SLOPOPETIKAOV NAKIOV Ko
EMMEGOV EUTEPIOG KOL O GXESOGUOG TNG EPOPUOYNG TOV 0T SBaKTIKY TPAEN. O eKTodEVTIKOG
0o mai&etl kaboploTikd poro oTn SCPAAIGT TG TOWOTNTOS TG HAONoNG 0ALG Ko 6TV gvicyvon
™¢ ovppetoxns tov padntov (Feenberg, 1989, oto Nichani, 2000).

Av kot wodd Alya ITATT éyovv oyediaotel TPOKELHEVOD VAL avTOTOKPLOODV G€ KATOL0 EKTOLOEVTIKO
GT0%0, VIAPYOVV, ®OTOGO ToLYVIdio OV TO TEPLEYOUEVO TOVG Umopel Vo anoterécetl Bdon Yo ™)
Sdaokario kamolag ekTodevTikng evotntog. To mayviolr Age of The Empires, yio mapdadetypia, to
omoio amotehel £va amd To ONUOPIAESTEPE MAEKTPOVIKA Toyvidta pe duvatdtnTo S1dIKTVOKOD
TOLYVIOL00, avapépeTal otV eEEMEN TOMTIOU®V OGS 0 EAAVIKOG, O pOUAiKOS ) 0 Kivélkog, TNV
KOW®VIKT] dopn Kot TNV opydvmeon tng molteing kot Tov 6tpotov. To The Sims Online avagépetot
oV avanTLEN TOV AVOPAOTOL KOl TIG KOWMVIKES, OTOMIKES KOl EMOYYEAUOTIKEG TOL OVOYKEC.
Tétowov &idovg mayvido pmopodv va ypnotpomombodv oty ekmTadevTiky TPan Kot [e TOV
KOTOAANAO EKTOUBEVTIKO GYEFOGUO VO ATOUOVMOBOVY GTOLYELD TOVG TPOKEEVOL VO VIOGTNPLYOEL
0 S1B0KTIKOG GTOYOC.

MopdAinio, av Kot o MAEKTPOVIKG TToryvid pmopovv va vrootnpi&ovv v emitevén evog
SdoKTIKOD 0TOYO0L, O TPémel va GUVIVOGTOVV Kot He GANO EKTOOELTIKG LEGO, £TOL MOTE Vo
Stoparotel n duvatdTTa Yevikevong g 6e£10TNTAG 1 TNG YVMOGNG KOL 1 EPOPHOYN TNG KOl GE
6Alo media (transfer of knowledge). O Squire (2001) avoeépetl YopaKTNPIGTIKA TO TAPASELYLLO TOV
Swadedopévov moayvidiod Civilization III (Zyaue 2): TopodTl TO TOL Vil Umopel va GEPEL TOVG
HoONTEG OE EMOPT PE YEOTMOMTIKG Kol Kowmvikd Bépata, avtd de onuaiver 6t mailovtag, o
UTOPEGOVY Ol HOONTEG VO KOTOVOGOVV OIKOVOULKA 1) KOWMVIKE QUIVOUEVO TNG TPOYUOTIKNG
{omeg. EmmAéov, etvon mBavd, 1o maryvidl va mpokarécel mapavonoels otovg xpnotes (Kolson,
1996). To Oépata pe to omoio acyoleitoar o kGOe moyvidt amlomolovvtal, Ve GLVONKES Kot
nopdyovieg mapovcidloviar oe meplopiopévo Pabpd. O ekmoudevtikdg Ba mpénet va oyedidoet
KOTOAANAO, TNV EQOPHOYN TOL TOLYVISIOD 0T S180KTIKY TPAEN Kol Vo GLVOSEVGEL TO TO VidL amd
ou{NToELg Ko EMTAL0V SpaGTNPIOTNTES EKTOC VITOAOYIGTY| €161 MOTE va emPePfarmbei n emitevén
TOL GTOYOV.
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Zynpa 2: O86vn omd To moyviot Civilization 111

T va givar Ogtic) ko emowodopntikn o eumepion o éva ITAIT amnouteiton Evog gAdyiotog
apfuog mouktodv (critical mass) (Dyck et al., 2003). Exei, yio mopddetypo, mopotnpndei
SVCOPECKELD OO UEPOVS TOV TOIKTOV VOGS GLYKEKPIHEVOL dtktvakoy moryvidiod (MMORPG
Gamer, 2004) kaBdg dev vanpyav opkeTol TOiKTEG 6TO Tatyvidl, Kt £Totl e&€Aeumay oNUAVTIKOL Yo
™mv enPieon TOV VTOAOITOV TUKTOV HEGH OTO Ty Vidl porol, OTwg Tpoundevtéc TpoPng, Kok. O
EKTOOEVTIKOG Oor TPETEL VO TPOETOUAGEL KATAAANAQ TOVG HAONTEG TOL Kot Vo Slaveipel Tovg
POAOVG TOVG, £TGL MOTE Vo pmopécet va. eAEyEet, ev pépet, ) ovotaon tov aAnbvspod mov Oa
GUUETAGYEL OTO T VIOL.

Katd ) didpreta Tov 1081kTuoKoD Torvidion ot TaiKTeS avapeveTal va EpBovv o ETaPn L o
EUMEPOVG TOIKTEG OV GTOXO £YOUV OXL TN GULVEPYOGiO OAAGL TOV OVTOYOVIGUO KOl TNV
OOUAKPLVON TOV 7o aduvopov mouktdv. Ot meplotoclokol moaikteg eivor mbavod va
amofappuvOodv amd TovV avIay®VIGUO €181KOTEPO OTOV AVTITOAOL TOVG €ival TOAMOTEPOL KOl TTLO
éumepot maixteg (Electronic Gaming Business, 2003).

H avovopio tTov Toiktd@v Kot 1 enKowvovio Tav pofntdv pe dyvootoug Tpog avtods ToikTeg
evdgyetat vo kpOPel Kvdhvoug, Oyt 1060 610 TAAiGo TOL 1610V TOV TOLYVISOD OAXG KoTd TNV
EMKOWVOVIOL TOV TOKTOV O€ JOSIKTVOKEG GVINTNOEIG 1] HE TNV OVTOAAOY] TMAEKTPOVIKOD
tayvdpopeiov. Or podntég Bo mpémer va evnuepmbodv Yo Tovg Kvddvoug ovTovg Kot Vo
Kka00dnyndovv €161 dote va pnv divovy Tpocmmikd Tovg 6TolyEln G ATop oV dgv Yvmpilovy Kot
7oL givor € and To TANIGL0 TOV EKTOSEVTIKOD TEPPAALOVTOG.

Tevikotepa, o ekmadevtikds Oo mpémer vo dpo. GLUVTOVIOTIKG Kot KafodnynTiKd, yopig va
mepopilet v ehevbepio TpoTofovdiag Kot dpdong mov gvvoei To Tayvidl. Oa mpénetl va oxedalel
mv eQappoyn Tov moryvidov ot ddockaric kKot va TN ocuvdvdlel pe TIc KatdAAnieg
dpaoctnploTTES, €10l MOOTE Vo evioyLBoliv To Betikd ototryeion mov pmopel va TPOCPEPEL OTN
Sdackodio To ToyVvidl Kot Vo TEPLOPLOTOLV €6V O)L KOl Vo, EKUNSEVIGTODV 01 ALOVVOLIES.
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YYMIIEPAXMATA

Toa niektpovikd moyvido omotehodv TAEOV KOUUATL TG KOLATOOPOG HEYOANG uHepidag
TANBvc LoD TOV VoV néExpt kat 30 TV, gite MG T VIO GTOV VITOAOYLOTY|, GE TOLYVISOUNYOVEG 1|
péow Sktvov. Iopd tovg TPOPANUATIGHOVG Y10 TNV EMLOPACT TOVG GTOVG YPNOTES, EPEVVEG £XOVV
deikel OTL Erovv T dvvartdnTa, Kuping AOY® TN EAENG OV 0GKOVV GTOVG YPNOTES, Kot KATM amd
TPOVTOHEGELS TOV APOPOVV TO GYESIGLO, TO TEPIEYOUEVO Kat TN LEDOSO EVOOUATOONG TOVG 6N
SoKTIKN TPAEN, Vo AmOTEAEGOVV SLVAUIKA eKTAdELTIKG epyaleio. Avtég ol Tpodmobécelg Oa
npémel va dlepeuvnfody Kot vo. KoBopioTovV HE GOPNVED TPOKEWEVOD VO KOTOQEPOVUE VO
oyedidoovpe kot vo, dnpovpynoovpe TIAIT kotdAinio yioo v ekmodevtiky Swdkacio. Ot
advvopieg Kot ot Suvatdtég Toug Ba mpémet va. LedetBovv dv BELovLE VoL EVIGKDGOVE KaL VoL
eKUeTOAAELTOE TIG SVVATOTNTEG TOVG Kot va Teplopicovpe Tig advvapieg Tovg. Eivar onpoavtiko,
Omwg dotvavovy kot ot Lave kan Wenger (1991, oto Steinkuehler, 2004 ), va kataAidpovpe mdg
emTvyydvetor | pabnon péoa oe pn ovpPaticd mepiBariovia, ce avtibeon pe to cupPotikd
neppdArov g Tééng, TpoKeEVOL v TpomBcovpE TNV eKTadevTIKy Bempia kot mTpdn mépa
a6 Tpokabopiopéva Kot oTePEOTLTTO OPLal.

EYXAPIXTIEY

[dwaitepeg evyoprotieg oy IT€ykv [Mamadomrovlov yio To. TOAVTILO GYOAE TNG.
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