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Mepiinyn

210 oyoeio Tov 21% audva kpiveton KpicIo GUAVTIKA 1) E160Y®YT EVOALAKTIKOV
TPOT®V dacKaAiag, ot omoiol Bo KaAVYOLY Ta KEVE TOV dNUIOVPYEL 1| TOPAOOGLOKTY|
péBodog dackariog, Tpog 6perog TV padnT®v. To nlexTpovikd maryvidla Exouvv Tig
pileg TOLG OTNV TPWTOYEVN HOPON HaBnong «woilw kou poboivwy om’ OTOL Kot
OVOTTTOGCOLVV T GUYKPITIKG TOVG TAEOVEKTNIATO MG EKTALOEVLTIKO PEGO. XKOTOG TNG
gpeuvag pog NTav va KotadeiEel moteg elval o1 véeg TeXVOAOYIES T®V TANPOPOPLOY Kot
tov emkovoviov (TIIE) nov uropodv va Bpovv epapuoyn oto puabnua e Pocikrg
Ayoync, KaBdg Kot Le To1oug TPOTOVS To YNOLOKA SL0OPACTIKA Toyvidle KOVGOLOS
(exergames) HmOPOVV VA EEVTNPETNCOLY  TOVG  EMIOIOKOUEVOVS GKOTOVS  TOL
avaAvuTikov mpoypaupotos.H avaokdnnon g BipAloypapiog £01&e Ot To exergames
KOADTTOUV TOALOVG Ot0 TOLG GTOYOVS TOV OVOALTIKOD TPOYPAUUOTOS, £YOVTAG TO
TAEOVEKTNLAL OTL TPOGPEPOVY TNV YPTON TOV GKOP Yo TNV €vOAppLVOT TOL HobNTY|

KOl TOVTOYPOVA TNV OVATPOPOSOTNGN KATA TN dldpKela TG ektédeong. Ta exergames
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UTOpPOVV Vo, TPOAYoLV TOAAOVE Omd TOVG GTOYOLG TOL EAANVIKOV OVOALTIKOD
wpoyphupatoc yio v Puoikn Aywyn, péca amd Ty avnomn e avTonenoidnong Kot
0V €vOOLGLOCHOD YlOo. GUUUETOYN O€ KvNTIKEG dpaoctnpiottes. Kopla pmopodv va
avamTOEOLV TIG OVTIAMNTTIKEG TOVG KAVOTNTEG, ONAOdN TNV KivousOnTiky ovTiAnym,
TNV OTTIKN OVTIANYN, TNV OKOLGTIKN OVTIANYM, TV avTIAny”n HEGH TS APNG KO TIC
KAVOTITEG GUVTOVIGLOV. ZNUOVTIKO givar 0Tt umopoHv va ypnoiorombovy yuo v
V10OETNOT KOADVIPAKTIKOY GTOV YLYOKOW®VIKO Topén, péca and v Evtaln Toug
070 GTVA NG apofaiog ddackaAiog.

A&Eerg-khewond: puoikn aywyn, TIIE, ynelokd moryvidia, ovoluTikd TpoyPOLLLLLo

Abstract

In the school of the 21st century, it is critically important to introduce alternative
ways of teaching, which will fill the gaps created by the traditional method of
teaching for the benefit of students. Electronic games have their roots in the primary
form of learning "play and learn” from where they develop their comparative
advantages as an educational tool. The aim of our study was to demonstrate what the
new technologies of information and communication technologies (ICT) that can be
applied to physical education class, and in what ways the digital interactive console
games (exergames) can serve their intended purposes curriculum. The literature
review showed that exergames meet many of the goals of the curriculum, having the
advantage of offering the use of scores to encourage student and simultaneously
feedback during execution. The exergames can promote many of the goals of the
Greek curriculum for Physical Education, through the increase of self-confidence and
enthusiasm for participation in motor activities. Main can develop their perceptual
abilities, namely the kinesthetic perception, visual perception, auditory perception,
perception through touch and coordination skills. Important is that it can be used for
the adoption of good practice in the psychosocial sector, through their integration in
the style of mutual teaching.

Key words: physical education, ICT, digital games, curriculum

Ewayoy
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Y10 oyoieio tov 21 audva kpiveton Kpiclwo SNUAVTIKA T Eloay@yn
EVOALOKTIKOV TPOT®V d1000KAAL0G, O1 070101 Ot KAADYWOLV T KEVA TOL OMULOVPYEL M
napadoctokn nEBodog didackariog, TPog OPEAOS TV HOONTOV.

H moapadociakn péfodoc ddackoriog dev KAAVTTEL EXOPKMG TIG CUYYPOVEG
naBnolokég avaykes, Kabmg dev emTuyydvel TNV d1acLVOEST TG LdBnong pe v {on
7oV Pldvouvv ot padnTég Kabnuepva pe €100 TPOTOo OV va £l VO Kol a&io yio
avtovg (Brown, 1997). H didackario tov vEmv yvdoewv dopeital otn Pdorn evvolmv
7OV OV UITOPOVV VO, YIVOUV EDKOAO AVTIANTTES KOl TTOL OEV EMTPEMOVY GTO LN VoL
avTianeOet to vomua 1 v a&ia toug (Herrington & Oliver, 2000).

Kpivetoar mbavo ot pabntéc va amorappdvovy mepliocoOTEPO pia eumelpion pdonong
OV EUMEPLEYETOL OE KOAMOO0 MAEKTPOVIKO mayvidl. Avtd ocvpPaivel o106TL TO
NAEKTPOVIKE Tayvidla £xovv TIC pileg TOLE GTNV TPWTOYEVH LOPPN Habnong «railw
kou palaivewy am’ OmOL Kol avVOTTOGOOVV TO GULYKPLTIKO TOVG TAEOVEKTNUOTO OC
exkmadevTikd péco. Eniong, Pacifovtal og ovyypoveg Bewpieg pdbnong kot kovotopa
pobnolokd povtéla, OTMG M «Evpetiky 1 avokolvomtiky uadnon (J. Brumer)y, m
«ProuotikiuaOnon» Kow M «udbnon uéow ovuustoyns oe kowvorntesy (Facer, 2003;
Shaffer et al., 2004). KoaBopiotikny xpivetor kot n oanpoBopio tov podntov vo
gUTAOKOVV o€ o dtodkacio padnong pe v xpnon mopadostokav pedddwmv Kot
péomv, ta omoia asOdvovtot 6Tt Tovg dnpovpyovv kénwon (Prensky, 2002).

Ot véeg teyvoloyieg Twv mAnpopoptdv Ko Tov emkovoviav (TITE) propovv va
dMGOLY o GUYYPOVI TOOUYMYIKT TPOGEYYIoN 611 puddnon dwvndotata. [lpmdtov,
HE TO VO OCULVOPAUOVY OTN ONUOVPYID EKOVIKOV oVOEVIIKOV  HoBNGLoKOV
nepPorroviov 6mov Oa AapBdvovtor voyn ot KMOES, To EVOLPEPOVTO KOl Ol
avaykeg tov podntov (Mueller, 2008) xor dgbtepov, pe TO vo €VIGYOGOLV TIG
TPOCTAOEIEG TOV LAONTOV Yo TNV OAOKANPOGT) ALOEVTIK®OV dpacTNPLOoTT®V, dSNANON
KOTOOTACEOV 1 oLVONKOV TOPOHOI®V HE OVTEC TOV B GLVOTOVTHCOVYV GTOV
mpaypoatikd kécpo (Ormrod, 2008).

H ®voum Ayoyn (®.A.) amoterel éva moAvcOvOeETO YVOOTIKO OVTIKEILEVO TOL
emionuov Avaivtikod Ilpoypdupatog (AIL) 1o omoio Ponbder 10 pabnTIKd
TANOVGUS VO OTOKTNGEL AVETTVYUEVES VONTIKEG, KIVITIKES KOl KOW®VIKESG 0e&10TNTEC,
pe evpeia avtiAnym kot kpitikn okéyn, empaovtag ott 1 avtd Tov TPOTO TifEVTON ot
Baoelg Yoo abAnTIKn dpactnprotta ko’ OAn v ddpkela ¢ Long tovg (Lund &
Tannehill, 2010; Pangrazi, 2001). Emiong, mpodyer v evyevy GQuiAla,

OLVEPYOTIKOTNTO UETAED TMV UMV, KOAMEPYOVTOS OCONUOTO OT®MG OLTA TNG
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evfdvng, ™¢ vrevBuvotnTag Kol ToL GEPACUOD TPOG TOLG CLVAVOPAOTOVE TOLG
(ITamaiwdvvov, Ocodwpdkng, & I'ovddg, 2003). Andtepoc 6komdg eivor 1 dnpovpyio
ATOUMV TO OTO10L TGTEVOVY GTNV EMKOWVMVIO KOl 0VOTTOGCoOVV dpdon e&icov KoAd
elte pova tovg gite wg PéAN ovvoAoL, TOV KAAAEPYOLV TV PBoVANCT OAAG Kot TN
QovVTacior TOVG, TOV GEBOVTAL TO SLPOPETIKO, TOL £YOLV ASAUPIGPNTNTN TOTN GTO
OVUVOAO Kal otV opydvmon tov avayk®v tovg (Lund & Tannehill, 2010). H ©.A.
péoa amd dadikacieg cuoyETiong e GAAN YVOoTkd avtikeipeva Bo emavakabopicet
10 poro g oto A.IL., Tpokdntovtag mopicpata & avapopac (Penney & Chandler,
2000; Penny & Quill, 2005). H avotépom d10d1kaciec GVOYETIONG TOPATEUTOVY GTNV
AraBsuozixotnro, v onoia opilovpe
«WG TNV EKTOLOEVTIKY OLAOIKOGLO TTOV OPYAVOVETAL UE TETOIOV TPOTO DOTE VO,
O10TEPVE, TIC OLOYWPLOTIKES YPOUUES UETOLD TV TEPIEYOUEVV UGONGNS TV
EMUEPOVS OVTIKEIUEVV, OVGYETI(OVTAS £T01 TOLKIAES O1aotdoels Tov A.11. oe uio
Aoyikn abvoeon, e OKOTO TV E0TIAOH TOV EVOLOPEPOVTOS GE EVPVTEPOVS TOUELS
UEAETNCY.
Qg ek T00TOL, M naOnomn Kou n dackario eEgtalovion pe Eva TPOTO - Bempov eV
®¢ KATL TO 0dIPETO - TOV OVTIKATONTPILEL TOV TTPAYUATIKO KOGLO, O 0omoiog eival

dwadpaotikdc (Matcayyovpag, 2003; Penny & Quill, 2005).

2KOmOG TG Tapovas Epguvag eivorl va KatadeiEel moleg etvat o1 VEEG TE(VOLOYIES
TOV TANPOPopL®V Kot TV entkovovidv (TITE) mov propodv va Bpovv epoppoyn cto
péonua g @.A., kabmg Kot e TOLVg TPOTOVS TAL YNOLKA SadpacTiKd moryvido
KovooAag (exergames) UTOpoHV VoL EEVTNPETIGOVY TOVG EMOIWKOUEVOVG GKOTOVS TOL

A.Il. oto pabnua g @.A.;

Ta epevvntikd epompata etvat ta e€1c:

- Tloweg efvan o1 véeg teyvoroyieg TV TANpoeopldY Kot TV emkovovidav (TIIE)

OV UIOPovV Vo, Bpovv papoyr oto padnua g O.A.;

- Me mowovg TpOTOVG To YNEoKA SadpacTiKd moryvidle kovoolag (exergames)
UTOPOLV va. EELTNPETNGOVY TOVG EMOIOKOUEVOVG oKOoTovg Tov A.IL oto pabnuo g

DA

Evvowoloywkoi opropoi



596

1. Xyokeio ko Négg Teyvohoyieg

210 oOyypovo oyoAeio ot Néeg Teyvoloyleg 0ev €10QEPOVY GTNV EKTOLOEVTIKY
dadkasio HOVO TOV TANPOPOPIKO CAPAPNTIOUO, OALL TaPEYOLY OLVOUIKE EpYyaAeio
KOl EQOPUOYEG VTOGTNPIENG, EVOLVAUMONG KOl EUTAOVTIGHOV TNG SdaoKaAinG Kot
mg pabnong (TGpoydvvmeg, 2001). Ou Néeg Teyvoroyieg pmopodv  va
ypnoporomBovv and tov Kabnynty ®uvoikng Aywyne og yvooTikd Kot S1EPELVNTIKO
EPYOAELD, OC EMOMTIKO HEGO, MG epyoreio emKowmviog, ®g epyaieio avalnitnong
TANPOPOPLOV OAAG Kol ®¢ epYOieio TEXVOALOYIKOD aA@aPNTIGHOD (AVOCTAGLAONG,
2003).

H oa&onoinon tov TIIE omv pofnooky JSwdwkocio oamotedel xivntpo
TPOKEEVOL Vo avalnTnOovV TpOTOL avavEDMGNS TOV TAPEYOUEVOL SOUKTIKOD £PYOV
KaOMOG LG TPOGPEPOLY TO EPYOAEIR Y10 VO ETAVATPOCIIOPIGOVUE TOVS TOPAYOVTEG

™G O10aoKaAag, aAAG Kot EVVOl0A0YLKE TO 1610 TG TO TTEplexOpevo (@pvddkn, 2007).

2. Teyvohoyio KOl CONATIKI OPAGTNPLOTTA

H 1eyvodoyio oe kdbe mepimtwon Aertovpyel apeimievpa. H ypnon tov
NAEKTPOVIKOV VTOAOYIOTOV UTOPel Yoo Tapddetypavo cvuBdiet otnv eUeAvion
OTAGEMV TOL TOPATEUTOVV otV KoboTikny (N Katd v ddpKel Tov eAedBepov
xpOvov,mailovtacmalyvidle GTOV VTOAOYIOTH. XTOV OvTimodd, 1 TE(VOAOyin €xel
ypnoporomel yio MvrpodOnon ¢ COUATIKNCOPAGTNPLOTNTOS KOIGTOV EAEYYO TNG
OLUTEPIPOPEG Kath TNV ektéAeon Mwocdoknongl ypdvie to  PnpatopeTpa
(pedometers), ta emrayvvodpetpo (accelerometers) kot ov petpntég KapdloKoH
pvbuov (heart rate monitors) €yovv ypnopwomomfei g epyodeion KoTaypaeng g
COUOTIKTG dPaCTNPLOTNTOC. Neodtepeg TeYVoLoYilegKkampooeyyicecmon
YPNOUOTOOVVTOAL Yo TNVAPOMONOTN TS COUATIKNG OpASTNPLOTNTOS OTOTEAOVV, TO
TaykOGHo  ovomuo  evtomicpov  0éoncg(GPS), T yewypagikd cvoThupoto
mnpoeopdv(GIS), o ynowkd Jdwdpactikd moryvioww, To  Pivieo, Ko 1

nelotiknteyvoroyia (Persuasive Technology)(Marcus, Ciccolo& Sciamanna,2009).

Avagepdpevol oto GPS pmopovpe vo modpe 6t ypnotponotei2450pvedpovg kot
TOVG EMIYEOVGOTAOLOVCMS ONUEINOVOPOPAS Y10 TOV DTOAOYIGUO TNG YEMYPOPIKNG
tomofeciockoakpiPBn EVIOTICUOMIAGOVYKEKPIUEVNS dpactnprotntas.l lamapdostypa,
YpNoomotwvTacue. eopntn HovadaGPSrtapéyoviar mAnpogopieg oyetkd peto

VYoueTpo, TNV oamdotacy, TO YPOVO, KoL T HECNTOYVTNTOKATO TN OLAPKELL
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mereComopioc. Evaypdenua mov ameikovilel TaoavnQopikakol KoaTn@OPIKATUN LT
toveddpovceivateniongdabéoo. Ta  GPS  pmopovvvaypnoipomommbodv  oe
OLUVOLOCUO  HEETITAYVVOIOUETPAYID TNV  OE0AOYNONKOL TNV  TapoKoAovOnonTng

evoikng dpaotnprotntog (Rodriguez, Brown&Troped2005; Tropedetal.,2008).

Ta ynewkd Sadpoactikd moryvidw amotelovv o wWwaitepn mrvyy tov TIIE,
eEeMocovionl GuVEXMDS, YIVOVTOl O EAKVOTIKA UE OMOTEAEGLO VO ATTOPPOPOVV TNV
TPOGoYN OA0 Kol TEPIGSOTEP®V aTOH®V. H véa yevid TV yneloKodv d10d0pacTiK®V
oL VIOLDV, TEIVEL vaL EXNPEACEL TN PVOIKN OPAcTNPLOTNTA TOV ATOU®V, LEGH OO TOV
oLVOLOCUO ACKNONG KOl TOLYVISL0D Kol OmOTEAOVV pic SNUOPIAY] EVOALUKTIKY ADGN
oTNV EVOGYOANCT TV 0TOL®V UE PUOIKEG Opaotnprotnteg (Patsi, Adoniou & Lagiou,

2012).

Eq@appoyn tov TIIE oto padnpa tmg ®.A.

H ypnon tov TIE omv ®.A. ko Woitepa TOV YNOuKOV TOLVIOIDOV
OLYKEVTIPOVEL OAO Kol TEPIGGOTEPO TO eVOLPEPOV TV gpguvntav (Papastergiou,
2009). H e&doknon oe éva €kovikd TepiBaAlov, OTMG aVTO TOL OMUIOVPYOVV Ta
ynowokd moryvida, divet T duvatdHTNTO Y10 GUUUETOYN G€ OAOVS, aveEdpTnTa OO TO
TVELUATIKO TOVG EMMEd0 Kot TIG KWNTIKEG TOvG wkovotntes. Tavtdypova 1 Epgvva
&xel 0gigel 0Tl pésa amd Ta YNneroKd mworyviole avEdveTor o xpovog ovtidpaocng, o
VELPOUVTKOG cuvtovicouds, 1 avtoektiunom (Russell & Newton, 2008) BeAtidveTon M
QLOIKN KATACTOON, M g&vioyvon tov OeTik®V otdcewv yw T ot Piov doknon
(Papastergiou, 2009; Patsi et al., 2011) kot o gvBovclacudc, axpiPag egottiog g
GUUUETOYNG O KIVNTIKEG OpaoTnptotnTeES Tov mpoceépouvv yopd (Fogel et al., 2010;

Graves et al., 2010; Hansen & Sanders, 2010; Papastergiou, 2009).

Ta ymoerokd o1adpactikd oty vidle xovv el6EADEL SLVAIKA GTA GTitio AAAG Kol
oto oxoAkd mpoypdupato otig H.ILA., mpoxeyévou va dmcovv €va kivitpo yu
neplocoTePn Quolkn dpactnpromta (Epstein et al., 2007). To Dance Dance
Revolution, Wii fit Systems kot to Game Bikes eivor pepikd amd o yvootoTEPO
ynoeaka dwdpaotikd moryviow. IMowdd 1 kol evAMKeG TOv TO. YPNGLLOTOLOVV,
KatavoAdvouy 2,5 émg 7 Oeppideg/ Aentd akOpo Kot 6to younAd 1 pecaio eminedo
dvokoriog, avaioya kot e To €100¢ TG emAeypévng opaoctnprotntog (Haddok et al.,

2008). Xe kdOe mepintmon n €pguva YOP® OTO TO YNOLIKAE SOPACTIKA TToyvidla
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elval axopo Teplopiopévn Kot 0ev Umopel va eEacPoMOEL TOL EVEPYETIKA OPEAN OO
NV XPNON TOVS KOOMS Kol TIG OTOEG GUVETEIEC UITOPEL VO £XEL Y10 TOV OPYOVIGUO M

napateTapuévn ypnon toug (Daley, 2009).
Ta Ynewkd Awedpacstikd Hoyviown koveodrag (exergames)

Ta exergames elvar to TAEOV GUYYPOVO KOl SNUOPIAN YNELoKd motyvidl 6Tov
koéopo Tov modiwv kot tov epipov (Coveart, 2008; Papastergiou, 2009). Ta
o vidl ovTd dgv dNUoLPYNONKOY apyKd Yoo vo. BEATIOCOVY TNV VYElR aVTOD TO
T0 YPNOOTOlEl OAAG Yl VO KOTOGTHCOLV TNV Ypnon Pvieomoyvioidy molo
evyapiotn (Parker-Pope, 2005). BéBawa otnv mopeia amodeiytnke OtL givon moryvidia
T0L OTO10L TPOAYOLV UE TPOTO OVGLACTIKO TNV PLGIKT vyeia TV cuupeTeydvT®V (Khoo
& Cheok, 2006). O 0Opog exergames mpoépyetor amd TN ovvleon TV Aégewv
«exercise» (Gdoknomn) Kot «games» (moryvidlo) kot givor moyvidie mov cvvdvalovv
kivnon kot copatiky doknorn kKot emnnpedlovv TN QULGIKN JPACTNPLOTNTO TOV
ypnotaov (Papastergiou, 2009; Sinclair, Hingston & Masek, 2007). To ctoiyeio mov
JLPOPOTOLETL TIC KOVOOLEG VNG YEVIAG ad TO TOPadostloKd Prvteomatyvidwa eivat ot
EVOOUATOUEVOL uaONTpES Kivnong, ot omoiot TapEyouy £va S1adPacTIKO TEPPAAAOV
70 0mol0 OmoLTEL YEWPOVOULEG KO GLYYPOVIGUEVEG KIVIIGELS TOV GV 1 KAT® AKPpOV
TpokeEVOL va emtevyfel mpooopoimon pe o0ca gpeaviCoviar oty 00ovnTov
nayvidov (Vernadakis, Antoniou & Gioftsidou, 2012). To tmAeyepiot)plo umopei va,
ypnoonoteitar GAAoTE cav pakéta, dArote cov oradi K.a. To dtpopeTikd Aowdv e
LTV TN VEL YEVIA YMOUKOV TOXVIOLIdV, OToL PaciKO YOpOKTNPIoTIKO €ivar M
duwadpaom, eivor 0Tt amoutel amd TOLG TOIKTEC TNV EVEPYN CLUUETOYN TOVG, EVM
TAVTOYPOVA TOVG TPOGPEPEL T1 OLVATOTNTA EVOG MO dosONTiKoD Kot PEOAIGTIKOV

YEPLGLOY Kot oAANAeTidpaong (Xprotodovriov, 2012).
Ta exergames kKot 01 ETOIOKOPEVOL 6TOY0L 6TO padnpa g P.A.

H ypfion tov TIE Ba mpémer va Ppioketor oe oamdAvtn aviiotoyyio pe TIC
TOOAYOYIKES OPYES Kl TOVG GTOYOVS OV €xEl va emtteAéoel da pésov tov ALIL 1o
pnéonua g duvokng Aywyng (Rintala, 1998). Ot TIIE eivor yvootd and to mpmdTo
o0TAoW E00YMYNG OTNV EKTAIOELOT, OTL UTOPOLV VO EMNPEAGOVY OeTIKG TO
nepPdrrov pébnong (Coelho, 1999) Bonbovtag amd ™ o toug Kadnyntéc ®.A. va

TPOCPEPOVY TTEPICCOTEPESG KOl TOLOTIKOTEPEG gvKapieg pdbnomng kot amd v GAAN
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TOVGC UaONTEG VO EMTHYOVY TOVG EMOOKOUEVOLS GKOTOVG KOl GTOYOVS OTO LAOM o

¢ @.A. (Lambdin, 1997).

Ynowko Awedpaotiké IMaryvior Dance Dance Revolution

Xoppova pe to AEIIIIE (2003), Bacikog dEoVag TOL YVOGTIKOD TEPLEYOUEVOD TNG
Yoyokivntikng, oe OAeg TG TAEES TOL ANUOTIKOD, €lvol O ONTIKOKIVITIKOG
GUVTOVIGHOG KO GLYYPOVICUOG (GLVOPLOYT)). Ald LEGOV TOL TPOYPAULOTOS GTOVODV
o1 LaONTég EMOUDKETAL:

e No avartdéovv TiG aVTIANTTIKEG TOVG IKOVOTNTEG: TNV KvousOnTikn
avTiAnym, TV ONTIKN AvTIANYN, TV 0KOVGTIKN OVTIANYN, TNV OVTIANYT HECH
™G APNG, TIS IKOVOTNTEG GLVTOVIGLOV

e No avantdEovy amhés KIVNTIKEG TPOGOPLOCTIKES 0eE10TNTESG

e No yvopicouv 10 cO TOVG LEGH amd TNV Kiviion

e  No IKOVOTOIGOLV TV avAYKN TOVS Yo Kivion.

AAAG ko 6TOV Bactkd AEOVA TOV TEPLEYOUEVOL TNG MOVGIKOKIVITIKNG EMOLOKETOL
avapeca o AL va KaAAEpYNGoLY oTotyeia puOpov Kat kivnong.

Ta exergames KOADTTOLV TOVS TAPATAVE® GTOYOVG, EXOVTAG TO TAEOVEKTNUO OTL
TPOGPEPOLY Ko TO «rhetoric of impulsiony dnAadn Tnv ypMoN TOL GKOP Yo TNV
evBdppuvon tov maiyn 1 Tov padnt (Bogost, 2005; Bogost 2007), mov tavtdypova
TPOCPEPEL AVOTPOPOOOTNON KOTA TN Sudpkelr ¢ ektédeonc. To Dance Dance
Revolution (DDR) (ewk.1) givon éva mouyvidt Tov emTLy)AVEL TOVE TOPOTAVED GTOYOVE.
Yvykekpyuévo o podntig extedel Prpoata emdveo oe €va yorl, oto pvOud g
LLOVGIKNG, cOUPMVO 1e To BEAN oL gppaviCoviot otnv 006vn. Xe kdOe AdBog Prua,
éva KaBOAIKO eVEPYOUETPO LEIDVETOL, GLVOSEVOUEVO OO UNVOLOATO TTOV OELOA0YOVV
v axkpifela Tov Kiviioewv mov &xovv yivel (Télewn, Apketd Kord, KaAd, [Tapariyo,
AoTto)0g) apa mOAvVAOG Kol TNV IKOVOTNTO GLUVTOVIGHOD TOV KIVINGE®V TOL HobnTt

(Staiano & Calvert, 2011).
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To ymowkd maryvidot DDR ddvotor va mpodyel Kot to OTUA Tng opotPoiog
ddaockaAiag To omoio cuvavtdtor ToAD cuyvad oto padnua e O.A. ko eumnpetet
TOAAOVC OO TOVG EMIMKOUEVOLG GTOYOVS TNG, OTMG AVATTLEN TG CLVEPYAGING TV
oDV, TNV KOAMEPYELL TOV KOWOVIKOV IKOVOTHTOV Kol TNV OVATTUEN TNG KPLTIKNG
wavomrag (AEIIIE, 2003; [anraiodvvov, Ocodwpdxne & N'ovdds, 2003,6er.115).
MoMg ot pabntég efokeimBodv pe to DDR ko ota mhoicio POGTIO OMGTIKNG
TPOcEYYoNG NG  OWaoKaAlnG, mov ovvdvalel Tov  cuvalcHOnuaTiKOKAL  TOV
yoyokivntikotopéo, ot padntégc  Ba  pmopéocovv  va  AEITOLPYNGOLV,
nopéyovragavorpoeodotnon(Himberg, Hutchinson&Roussell, 2003) Baocilopevn oe
évapOAro  kputnpiov (BAéme Zynqua 1). Avtd 0o ocvuPdiier otvuioBétnon
KOADVIPOKTIKOV GTOV YLYOKOWOVIKO TOpEn, KaODS Kot oty ekuddnorn tov mog

VAmopEYOVV GTOVG GLUUAONTEG TOVG emotkodounTiknavatpoodotnon (Trout &
Zamora, 2005).

Zynpa 1. doaro Kpunpiov

Ilpog tov aorodusvo

Yxomdg awtov Tov DVvAlov Kpumpiov elvor va oe Bonbnoetl va PeAtidoelg tig
wKavomTég 6ov 6to DDR odAd Kot TV KavOTTa EMKOWVOVING HE v GLUHOON T
oOov.

1. IIape éva xaAi yio tov kabBéva kor tomobetnote o o £vo eAevBepo
onueio Tov yOPoL

2. Amogaciote and mpv mo1og Ba EEKIVIOEL TPMOTOG
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3. O évag amod eodg Ha elvar o ddoKaAiog Kot 0 GALOG Ba yopedet

4. O pbdrog 1oV daoKAAOL Eival Vo avaTpoPOOOTEL ALTOV TOL YOPEHEL OGO
dwapkel To Tporyovdt

5. Zoum\pmoe Tp®TO, TO TOPOKAT® KPITHPLOL Kot LETA AAAAETE POAOVG

6. ZvumAnpoote £va pUALO KplTnpiov Yo KAOE Tporyovdt

Odnyieg dacKdrov O yopevtig  extehel O yopevtng yperdleton
kda0e Prpa oto puOUd e€aoknon
apLoTePO, Oeéd,
UTPOGTA, o,
EMOVIAN Y
apotepd ,  Oekl
(tavtdypova)
UTPOsTA, Ticw
(TavToYpOVa)

Epomoeig otov ddokairo:
O yopevtg amhd Badile N éxave Prpa mpog v kotevbuvon; Brua. ... Badwopua.. ..
O yopevg ypnoiponoince tn dnovpykdtra; Nat..... Oyt ...

(IImyn: Trout & Zamora, 2005, cei. 25)

Pnowxn Awadpaotiky Koveora Nintendo Wii

Yrowokd dtodpactikd moaryviole Koveoragomme toNintendoWii, yivovtar 6Ao ko
Toopatapésa oto TEPPAILOV TNCPLOIKNG oy®wyNg ovd tov koouo (Fiorentino &
Castelli, 2005; Hayes &Silberman, 2007). Enuavtikoi Adyor ywo. TOvg 0moiovg ot
EKTOLOEVTIKOIUTOPOVV vl EMAEEOLV  VAXPNGLOTOOVV  OVTEG TIS TE(VOAOYiecHa
umopovcav vo amodofovv 6toug pabntég, ot omoiot £yovv ¢ KivTpo TNV d106KESUON
uéoo, amd ovtd (Dickey, 2005)] otovg 16100 TOVC EKMALOEVTIKOVG EMELON
TOPEYOVVEVKALPIES Yo VOGUUUETEXOVV ot pobnteg o€ Lo

ovoiknopaotnprotnToKrisberg, 2012).
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BéBowo oe apywd otddlo n ypnon TETolwv moyvidiwv oto pabnua g O.A.
oLVVAVINGE aVTIOPAcELS, KaOhg vanpye (Kol cap®c VITdpyel) N avTiAnymn 6t 0dnYel o
adpaveic cvumeprpopés (Sanders & Hansen, 2008). MeydAog apiBudg kabnyntov
®.A. Bewpolv 6T M XPNON YNOLIKOV SOPUCTIKMY TALYVIOIDV LEUDVEL TOV YPOVO
mov Oo pumopovoOV VO KOTAVOAMGOLV Ol HOONTEC GE COUOTIKES OPaCTNPLOTNTES
(Fogel et al., 2010).

O yepopdg tov Nintendo Wii yivetar péow 600 tumpdtov: tov Remote, to omoio
potdlel pe yewiotnpro ko to Nunchuk, 1o omoio eivor éva khaowd joystick oe
HUKpOTEPO HEYEBOC. AvTtd Tor dVO TUNUOTA GLVOEOVTOL UE EVa KOADOO HeETAED TOVC.

To Wii Remote evoopatdvel oiobntnpec kivinong, ot omoiot Aapavouy Tig KIVIGELS

Tov KAveL O moiKING HE TO YEPWL TOL KOL UETOPEPOVIOL GTO  TOYVIOL
(http://el.wikipedia.org/wiki/Wii).

H ypnowomoinon tov Nintendo Wii oty gkmoudevtikn dadwkacio pmopel va
EMTOYEL TNV EKTANPOOT OAPKETAOV amd TOVG 6TOYoVS Tov A.IL adAd KOpLa TV avénon
MG owtomenmoidnong kot Tov €vOOLGLUGHOV MO TNV GUUUETOYN O KWNTIKEG
dpaoctnprotnteg (Hayes &Silberman, 2007). Xe épevva tov o Fogelet al. (2010)
pHeAétnoav TG EmMOPACESTNG  Aoknongypnoipomowwvtag toNintendoWii  (Sports
games) Kot Tapadoctakés HeBodoovg ddackariog 0OAOTAOIDV GE TSI TOV OEV NTOV
Wwitepa evepyd oto padnuo g D.A. Ta oamotedéopota £6ei&ov OTL ot pabntég
damdvnoay TEPIGGOTEPO YPOVO GE GCOUATIKY OPOCTNPLOTNTA TOv €lxe ¢ Pdomn to
Nintendo Wii cg oyéonpetnvropadosiokn HéEBodo ddackariog PLGIKNG ay®YNG.

O yuyaymyiKog xopaktpos TV aBAoTodldV aAAG Kol TOV TOLXVIOIDV EVPOTEPQ,
oLVOEETOL AUETO e TOVG oKOToVG Tov padnuotog e @.A (Biprio Aackdrov O.A.
I xoau A" Anpotiko?, ceh. 83). Ta ynoelokd oadpactikd matyvidl 0nwg to Nintendo
Wii, mapéyovv avt v mTuyn kabng etvar dpactnploteg e okomd v duckédaon
Kot 0dnyoOv kat otnv dueon wovonoinong (Russell, 2009).

[ToAAég €pevveg avadetkvhouy OTL TO GLVOMKO EMMESO TNG PLOIKNG KATAGTACTG
emnpedletar Oetikd péoo amd v ypnon tov Nintendo Wii (Fogel etal., 2010;
Krisberg, 2012;Lager&Bremberg, 2005; Marshallet al.,, 2004). To mouyvidt
NintendoWii Sports, Swbéter omv d010dpactiky TANTEOPUO TO. GOAUOTO TOV
UTEWCUTOA, TOVL UTOOVLALVYK, TNG TUYUO)IOG, TOV YKOAP Kot Tov Tévig. H muypoyio
dglyvel va eivar oto emikevipo G €pevvoc kabmg Oewmpeitar mO0  PLOIKY
dpacmpotntae  (Bausch etal., 2008; Gravesetal., 2007; Gravesetal., 2008;
Willems&Bond, 2009). Xapng kot kdmolog movrailer Nintendo Wii Sportsdev Oa.
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Kéyerrooeg Bepuidec 6cootnv mTpaypatikdéTnTo 0tov mailewdnolo dfAnua dnwg To
UTOOVAVYK, TO TEVIG, TO YKOAP 1) TNV Tuypoyion aAAG ciyovpa Oa emitdyel avénuéveg
JaTmAVECEVEPYELOG TOLVAUYIOTOV KATH2% GE GUYKPLON e Ta Toryvidle mov mailovtot
a6 kabioth 0éon otov vroloyioth(Graves etal., 2007).

[ToAAGyvpvacTipla, oxoAeio Kot KEVIPO OMOKOTAGTOCTCTPOGPEPOVY TO YN PLOKA
SOPOCTIKA TTotyvidtoylol THVIPOo®ONon TG COUATIKNAG OPASTNPIOTNTACTOVIUIOLDY,
TV epnPovkartev evniikovueyoldtepng nikiog. To Betikd pe to moryvidw otd,
etvar 0Tt givol KoTt@AANAOylo Towyvidloe aTopikd 1N Opodkd Emimedo, amalToHV
Myneknaidevonn 0€E10TNTA, TOPEYXOVVULN EVOALOKTIKN AVOT] YOIV ACKTOTOE KOKES
KOIPIKEG OLVONKEG, Kaumopel v yPNOIUELGOVVEOG &va  HETAPaTIKO  OTAdI0YN
TNVIPOY LOTIKOTNTATOV elvan n GUULETOYNOTOV afAnticpdxal ™m

evoikndpaotnprotnto(Chamberlain & Gallagher,2008).

Exergaming ko E1ducn Ayoyn

Ot pobntég pe Ewdwég Mabnowokég Avokoriec (EMA),o¢ po etepoyevn opdda,
Tapovcldlovy éva gupl EAGUA PUGTKAV, YVOOTIKOV KOl KOWVOVIKOV GUUTEPUPOPDV
nov emnpedlovv oe peydro Pabud ko v kvntikn wavotro (Winnick, 2005). H
duoKOAo EKTEAEONG KATOLOV KIWNTIKOV OeE10THTOV MOAVA Vo 0dNYNOEL GE L
OPVNTIKY GTAGT Y10 CLUUETOYN G€ PLGIKES Opaotnprotnteg (Wall, 2004). Avtd €xet
ooV OmMOTEAEC O L0, GEPA OO OAANAOGYETILOUEVES ETOPACELS OTMG, YOUNAT PLOIKN
KATAOTOON, YOUNA] COUATIKY] ovTtoekTiumon kabdg Kot oavénuévo  kivovvo
nayvoapkioag (Kovtoovkn, 2007). Mia omd T ONUOVIIKEG GULVEICQOPES TOV
exergaming &ivor icwg 1M evioyvon ontikokwvnrtikov cuvvtovicpuov (Eye Hand
Coordination). H wkavotnta gA&yyov TG Kiviiong TOV %EPLov 0TOGS VT TPOKVATEL
NETA amd éva omTIKO gpéfiopa civol yvmotn ®G OMTIKOKIVINTIKOG GuvToviopds. O
GUVTOVIGUOG aVTOG, dtodpapatilel Keviptkd poAo o€ TOAAG €idn aBANTIGHOD, £101KA
oe moryvidl Pe UTAAO, OV OTOLTOVV, OVAUESO € GAAN, TNV GOOTH £KTACT TOV
YEPLOV Yo TV LIodoyN ¢ undAog (Telford et al., 2013). Ze épevva tov Wicks et al.
(2015), og mandrd nAkiog 8 €wg 16 etdv, epeaviotnke PEATIOOTN TOV OTTIKOKIVITIKOV
GUVTOVIGLOV LETA amd TV YpNomn exergames. X& avaioyn épevva tov Ma & Qu
(2016), ot 18 poOntéc mov émon&av 23 @opég exergames oe OWAGTNUA 3 pNVOV,

EUQAVIGOV BEATIOON TOV OTTIKOKIVITIKOD GLVTOVIGUOV TOVC.
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H oamoteleopotikomro tov exergaming ywoo T PBeATioon TOV OMTIKOKIVITIKOD
OLUVTOVIGHOV dgv €xel dlepeuvnBel apketd kol to kKevd omnv PiAtoypagio ov Kot

peyaro, aAld a&ilel va diepeuvnbel meportépw.

YouTEPACNOTA.

Ta ypovia mTov Epyovtan etvan ko Ba mapapeivovy yepdto tpokAncels yio v O.A.
Ta ynolokd SodpacTiKd moyvidl KoOvoOANS OmOTEAOVV U0, TPOKANCT o€ KAOE
nepintwon. Kdamolor motedhovv O6TL to0 moryvidww avtd elvar €va «Tptk» Yo vo
KPOTNOOLLE Ta Tondld o€ pia evydprlotn 61dbeon oto pdbnua g @.A. Kdmotot GAlot
ToTEVOLY OTL N onuacio kol 1 xpron tovg otic HILA. av un 1t dAho deiyver oti,
K60 1L MOV TWPOGEEPEL GTO TOdd ELGIKY| dpactnponTa 0&ilelt Tov KOTO VL
epevvnBel kot va vioBemBel oe éva Avarvtikd Tlpdypappa. Ta copnepdopato omd
™V pKkpn peAéTn deiyvouv 0Tl vrdpyovv dpactnpiotreg 6mwg to DDR kot 1o
Nintendo Wii mov pmopodv va Tpodyovv moALoVG amd TOVG GTOXOVG TOV EAANVIKOV
AT yio ™ @.A. péoa and v advénon g avtonemoifnon kot Tov evOoLGLOGHOD Yo
OLUUETOYN ©€ KwnTikég Opaotnpotrec. Kopio pmopodv va avamtdéovv Tig
AVTUMNTATIKEG TOVG IKOVOTNTEG, ONANON TNV KWWOICONTIKY OVTIANYT, TNV OTTIKN
avTiAnym, TV aKOLGTIKY avTiAnym, TV aviiinym pLécw TG aPNg Kol TIG IKAVOTNTEG
GLVTOVIGLOV. ENUovTikO givarl 6Tt pmopovv va ypnoiponomBodv yio v vioBétnon
KOADVIPOKTIKOV GTOV YOYOKOWVOVIKO TOUEN, LEGO Al TNV £VTAEN TOVG GTO GTLA TNG
apolBaiog 0ackaAiog. Xa@®G Kot 6TO GVYXPOVO EAANVIKO GYoleio amovcialovv
Bacikd kol ovGU®ON GTNV LAMKOTEYVIKN VITOdour| yo to padnuo g @.A. Zapng
oL vtapyovy Kanyntég @.A. ot omoiot avnovyovv, tpofAinpatifovral, dsoxipdlovv
Kot VW0OETOVV VEEG TPUKTIKEG, OMWS TNV YPNON YNPLOKDOV O0OPUCTIKMV TOLYVIOUDV

Kol iowg va gfvar ot Tpodyyedot pog SpopeTIknG £EEMENG KO TPOOTTIKTG.

O xabnynmc ®.A. tov 21°" adva dev Oa mpémer va eivan omhd «ywneLakxd
KaTopTIoUEVOSH OAMG KOl €POSIOCUEVOG HE OAEG ekelveg TiG yYvmdoelg mov Ba Tov
EMTPEYOVV, O «UEVTOPASH, VO, EMOEIEEL GTOVG LaONTEG TNV YpNon oAAE Kot TV aia
TV VEoV TeYvoroyldv. BéPata évag ekmadevtikdg dev Ba mpénet va a&loloyeitan pe
Baon v mocoTNTO TOV YVOGE®V TOL, 0AAE BAoTm TNG WKOVOTNTAG TOL VO EIGPEPEL
HEC® OLTOV, TOLOTIKA YOPOKTNPLOTIKE, 6T Oladikacio g panong. EEGAlov o mo
ONUOVTIKOG «TOpEyovVToc) KATO TNV E160YMYN OTO0VINTOTE epYareiov ddacKaAing

oT0 oYoAgla, etvatl 0 TPOPANUATIGHOG GYETIKA e TV eKTodEVTIKY ToL afio (Quinn,
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2011; Papastergiou, 2009; Staiano & Calvert, 2011). Towg éva €Bvikd oTpatnykd
oY£010 Y10 TNV QUOIKN dPACTNPOTNTA Va. SEIEEL TOLEC €lval O1 TPAYUATIKES OVAYKEG
TOV TOUOLDV, TPOKEWEVOL Vo, avarTOEOVV BETIKEG 6TACELG TAV® oTn dOta Biov doknon.
Towg ta duvapkd mtepariiovta pabnong mov dnuovpyodV To Ynelokd motyviol, e
T OMUIoVPYie EIKOVIKAOV KOGUMV Kol TN 0pacTnplomoinom tov pabnty, va fondncovv
OTNV OVATTLEN OMOTEAECUATIKOV KOWMOVIK®V TPAKTIKOV, SVVOUIKOV TOVTOTHTOV,

KOW®V o0&V Kot TPOTMOV GKEYNG Y10 TOVG TOMTEG TOL QVPLO.
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