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NepiAnyn

Ta on line xat 3D nepiBdAlovta pabnong pmopovv va adornonfovy onpavtikd HEod aro Td avaALTIKA
npoypappata v pabnudartov mg A/Opwag Exnaidevong. Ot épevveg tovifoov v avaykn yia Kalo
O10aKTIKO 0Xedaon6 TRV IEPIPANOVIOV avtdV (ote va emtevybel 1 Snpovpyia KataMnlev
oLVONKGOV Yla AIOTEAEOHATIKI) OLVEPYATIKN] PAdnon kdt yla evo®pdt®or KAaAd Oopnpévev
Spaotnplot)tav. AapBdvovtag vroyrn TG ¢pevveg avteg emyelpndnke o oxediaopog evog 3D on line
koopov too CoSy_World xat evog O18aktikod HOVIENOL yla ovvepydtikr) pdbnon pe okomo tnv
aglomoinor) tov oto pabnpa twv Mabnpatikev oto Snpotiko oxoAeio. Zto apdpo avtod napovordlovrat
Ta anoteNéopata SIOAKTIKNG TAPERPAONG ITOL APOPOVV 0TIV dlEPELVI|ON KAl AIOTIHN 0N T1)g EUIIAOKIG
(engagement) tov padntov ot dSadikaocia g ovvepydatikyg pabnong péoa amod v emilvon
pabnpatikev mpoPAnpdatoy.

AE€eig kAe101a: 3D meptPariovta pabnong, oovepyatikr) padbnon peoem LIIOAOYLOTY), SIAKTIKO HOVTEND

Elcaywyn

Ta televtaia xpovia OAo xat mo moAD diepevvdarat, 1 adtomoinorn tov on line xat 3D
neptPaloviev oty K- 12 exnaidevor) (Barab et al., 2005; Nelson et al., 2005; Urban et al.,
2007). H a&omoinon te@v 3D mepiParioviev pabnong péoa amd ta Sidgopa yVmOOTIKA
avtukeipeva omyv K-12 exnaidevorn @aivetat va omootnpilel yv®OTIKODG, KOW®VIKO-
YV®OOTIKODG, O1ATIOATTIONKODG, K.ATIL. otoxovg (Barab et al., 2007a; 2007b; Chen et. al., 2007; Di
Blas et al., 2006; Dieterle & Clark, 2007; Garzotto & Forfori, 2006). Ot ¢pevveg wotoc0
Tovifoov TV AVAYKI Yl EVO®PAT®ON OLOTNHATIKA Jopnpévev  dpaotnplottev
npokeipévoo ta on line xat 3D mepipdMovia pdbnong va yivoov éva mpaypartikda
netoxnpévo exmaideotiko epyaleio (Di Blas et al., 2006; Lee, 2009; Lucey-Roper, 2006).

Ao Vv aA\n, ot épeoveg Tovifoov TV avdykn yia dnpovpyia KatdAAnAev oovinkov
ota on-line xat 3D mepidAovta pabnong ®ote va emtevyTel AMOTEAECHATIKI] OLVEPYATIKI)
pabnon (Barab et al., 2007a; 2007b). Ewdwotepa, ot épevveg mov agopoovv otnv CSCL
emyetpoovv 1) dopnorn kai podputon g pabnong peéoa amod v dopnon xat pLOpon TOV
alMnAemdpdoeav oo copPaivoov kabmg ta atopa oovepydlovtat on-line xat péoa amo Tig
opadeg (Dillenburg & Fischer, 2007; Jermann et al., 2001). Ot aAAnAemdpdoelg yia va etvat
amotedeopartikeg (effective interactions) onpaiver 0Tt ot padnrég epmAékoviar oe pia
oladwkaotia pabnong moov éxet vonpa. H epmAokr) avtr) oovrifeg peketarat otn PipAoypagia
péoa amo tpeig Sraotaoelg (Finn, et al., 1995; Fredricks et al., 2004):

a) ) oovawoBnpartikr epmhoxr) (affective engagement)
B) TV epmAok) oo agopd ot ovprepipopd (behavioral engagement) kat

A. TQpoywavvng (emy.), Mpaktikd Epyactwv 7°° MaveAAnviou Tuvedpiou
pe Aiebvn Tuppetoxn «Ot TME otnv Exmaideuon», topog I, 6. 105-112
Mavemotpto MeAomovvicou, KopvBog, 23-26 TemtepBpiou 2010
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Y) T YVOOTIKI) eprAOKY (cognitive engagement).

AapPavovtag omoyn TV avaykaot)ta Onplovpyiag KAtdAAnAeov oovOnkov yia
AIIOTEAEOPATIKY] OLVEPYATIKY] PAONON KAl eVOOPAT®ONG OLOTNHATIKA  OOPNHEVOV
OpactnPloTHTOV Impoteivetdal éva O1daKTKO POVTENO yid To pdbnpa tov pabnpatikev oto
onpotikd oxoleto. Ilpoxertar yia éva CSCL Sdaxtikd oevdplo, €va macro-script moo
avartoooetat Kat e§ehiooetat otov on line kat 3D mepiBdiiov too CoSy_World. Zoppeva
pe tov Dillenbourg (2002), éva macro-script eivat éva nadaymyiko HOVTéAo OIov ot Opdoeg
oxnuatifovtal pe CUYKEKPIPEVO TPOII0. XAPAKTPI(ETAL aIId CLYKEKPIPEVEG PAOELS, POAODG
kat Opaoctnprotrteg. O oxedlaopodg Tov povteAov mov mpoteivetrat otpiletat otig apxeg TV
jigsaw kat simulation otpatnyikeov pdbnong (Aranson & Thibodeau, 1992; Linser, 2007;
Hernandez-Leo, et al, 2006). XZtoxog nftav 1 pobpon alnlemdpdoemv @ote va
onootnpiletat 1 6wadikaoia g cvvepyatikrg pabdnong (Dillenbourg, 2002; Dillenbourg &
Fabrice, 2008). I'ta To oxomo avto, atormou|nke 1o Aoylopko Active Worlds.

H epyaocia avty eotwaletar ota amotehéopara g epappoyrg too CSCL ddaxtikod
HOVTEAOD ITOL HMPOTELVETAL, OTO MAAIOI0 PAG EPEVVITIKYG A HAPERPACTS KAt AIOTIPA TV
eMUIIAOKI| TV pabntaov péoa amo Tig dvo dwaotaoelg (affective and behavioral engagement).

2y evotnta mov akoAoobel divetat pia obvVIOpn mePLypdaPr) TOL OOAKTIKOD POVTENOD
onwg avto epappootnke otov 3D CoSy_World péoa ammo ) por 1@V pacemv, Toug poAovg
Kkat Tig dpaotnpiotnteg. Xt ovvéxeld, meprypdagetat 1 pebodoloyia afioloynong Tng
08 aKTIKI|G Mapép Paong Kat Ta AOTEAECHATA TG,

‘Eva 616aKTik6 povtédo otov 3D CoSy_World yia tnv umootipi§n tng CSCL oto
HAOGNUa Twv Hadnuatikwy

To mpotetvopevo d18axtiko poviého Baoietar otnv déa evog macro-script (Dillenbourg,
2002). Zovdoadet g jigsaw kat simulation otpatnywkég pabnong (Aranson & Thibodeau,
1992; Linser, 2007; Hernandez-Leo et al., 2006).

‘Eva 310aKTiko povtéAo: doeig kat CSCL otpatnyikég otov 3D CoSy_World

O CoSy_World etvat éva on line 3D CSCL mepiBdA\\ov oo Ipoo@Epet TV IPOCOHOIRO0N)
evog taldon. Ta madid exmpoommovpeva arod avatars tadgidevovv, Opovv ot opdodeg,
ou{nToLY KAl eKTENOLV OPAoTNPIOTNTEG IOL APOPOLY OTNV  KATAVONO! PACIK®OV
KAQOPATIK®V €VVOl®V Kat otV emidvorn pealotikeov pabnpatikeov npoPAnpatev. Kdabe
avatar (Melos 1A, Melos 2A, Melos 3A, Melos 4A, Melos 1B, Melos 2B, Melos 3B, Melos 4B)
avtiotoyel oe 1 opada tev 2 1} 3 nadiev mov Ppiokovitat prpootd oe kabe vroAoyiotr). To
tadidt ohoxAnpavetat oe 4 on line ovvavtroelg (paoceilg) kata T Stdpkela Tov padnparog
tov Mabnpatikaev.

®don 1n (Mivakag 1): Evnuépwon kat yvwpliydia pe tov CoSy_World (Information) -
apxIKEG opdadeg (initial group), kaBopiopdg poAwv (roles definition)

Ta nadid oolntody pe To OACKANO yid TO e1KOVIKO Tagidt Tovg otov CoSy_World xat ya ta
KEVTIPLKA Onpeia Tov oevapioo mov Oa akoAovbrioovv: yia toug poAovg Tovg, yia To pOAo ToD
daokdalov Tovg, yia Tig dpaotnplotnteg mov Oa extedéoovv. Eloépyovrat orov CoSy_World,
epuyyodvratl kat yepifovtal oe 2 opddeg (v A xat B). Pneifoov 10 apxnyo tovg Kat
KatevbovovTat Ipog To TaSidmTKo ypageto.
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ITivakag 1. H 1n @daon xat ot CSCL otpatnyikeg otov CoSy_World

Ot Jigsaw kat Simulation otpatnyikég Ot Jigsaw kat Simulation otpatnyikég otov
CoSy_World
oot
/ OPIOHOG AP KOV OPAd®V
(initial group),
O dpaotnprouyta oe
ATOpIKO ertredo

Atopo 1) apykég opadeg  (individual) Zwmv@l Kat kaBodnyel

(individual or initial groups)
(Jigsaw)
DAZH 1: Evnpépwon Aacm}\oS
/ 0 a(ncuf)som«V )
OXETIKA e TV

npocopolaor Kat

Q . . . . To Tipog ermthoon OAZH 1: Evr]pepmoq oxsnm pe

mv HpOOO}lOl(l)O'I] KAt To IIPOgG

EI\;?PéP@qI] npopnpa ert\vor npOPANpa - o
( i orma'tlon) Atouq CoSy_World - apykég opadeg
(Simulation) K I
(initial groups)
®AZH 2 Mehém, -kabopiopog polav (role
/ O exmadentikog o0 polov Kat definition)

O { OXETIKI) eGA0KN 0T

,-.\r—*" g 66/
KabBopiopog podav L,/

(Roles definition)
(Simulation)

®adon 2n (Mivakag 2): ApxXIKEG opAGEG Kal OPASEG €15IKWV - ITO TOUPICTIKO Ypd@eio
(sim and expert sim groups)

Ta avatars (initial groups) @tavoov oto TaSiOTIKO ypageio. Xvvepyalovtat ava dvo Kat
emmvoov padnpatka mpoPAnpara. H kabe tétola 6vada amotelei éva simulation group
(sim group) to omoio petacxnpatierat avtopata oe expert sim group a@ov 1 Kabepid
avalapPavet v emAvor evog mPoPAjpaTog mov agopd ota £oda piag CUYKEKPLHEVIS
exdpoprng.

®aon 3n (Mivakag 2): Ot opddeg twv e8Ikwv (expert sim groups) ta§idevouyv... - H
€KOpouUn

To tagidt apyifet xat ot Tadidiateg petagépovtal oo Apyato Kdpo. Me v xabodrjynon)
tov TaddeTikod mpdktopa (0 ddokalog) ot opddeg TOV WKV (expert sim groups)
katevBovovtatl dadoykd otovg otabpovg: Kageveio, Netho, PipAobrxn xat mopapideg kat
EMADOLY OPACTIPLOTNTEG TTOD CLVOLOVTAL {IE TNV KATAVOIOl KAACHATIKAV EVVOL®DV.
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ITivakag 2. H 21 xat 37 @don xat ot CSCL otpatnyikég otov CoSy_World

Ot Jigsaw kat Simulation otpatnyikég

Ot Jigsaw kot Simulation otpatnyikég otov

CoSy_World
DAZH 2: oxnpatiopog opadev ® O (@)
O / eldkev (expert groups), T T
OLVEPYATIKI SPACTNPLOTTA
) n OXETIKA
Opadeg eildikov . {A 2AY /3A 4X
(expert groups) ke To vrio-TpopAnpa ZR o O
(Jigsaw) e I
Adokahog
/ PAXH 3: [Tpoowpoinon 18\ 2B B\ ||/ 4B
0g piKpég opadeg ZovtoviCet

@)

Sim groups

(Simulation)

xat xabodnyet~ g AvEry 2.3: Snpovpyia
expert simulation group
0T0 TASIOWTIKO ypapeio
- n ex8poun

ITivaxkag 3. H 41 @daon xat ot CSCL otpatnyikeg otov CoSy_World

Ot Jigsaw kat Simulation otpatnyikég

Ot Jigsaw xat Simulation otpatnyukég otov
CoSy_World

Opadec ligsaw
(Jigsaw groups)

TIpocopoimwon
(Simulation)

DAZH 3: oxnpatiopog

/ opadwv Jigsaw
Q U (Jigsaw groups),
. OLVEPYATIKY

SpACTNPOTITA OXETIKA
pe To mpoPAnpa kat
10V Te\ikn 1o emiloon

®AXH 5: Kowvonoinon

Q TOV COPIEPACPATOV
yia mv emiloorn tov

poPAfpatog

DAXH 4
Mpoowpoiwon
0€ PEYAAEG OpABEC

@

Ld

LAl

Adokalog
Zovtovilet
Kat Kaeoéqy&

DAZH 4: dnpovpyia

jigsaw simulation groups -
oot on - oLpIEPACHATA

®ddon 4n (Mivakag 3): dnpioupyia jigsaw sim groups- ocuAtnon

Ot 1adidwwteg (ta avatars) ovykevipovovtat ava opadeg (A kat B) xat oolntovyv yia mv
epmetpia tov taldiod nov Piewoav péoa otov CoSy_World. To kabe avatar avtal\daooet

anowelg ywa v epmetpia pe ta péhn g opddag moo avriket (A xat B - jigsaw sim groups).

211 ovvexeta ooCnrovy olot padi (A xat B).
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Me6odoAoyia

Ae€nxOn Sbaxtikr) mapepPaon 1 omoia dujpxeoe 2 efdopddeg kar otV omoia elapav
pépog 19 mada g ZT' Talng too 700 Anpotikod Xyoletov Kngiowag. MeletriBrke to e€rig
EPELVNTIKO ep@TNpC 0t Mo Pabud to mpotetvopevo didaxtikd povrédo mov eSeriooerar orov 3D
CoSy_World vrootnpier Tqv epmloky] (engagement)tov puadntov oty diadikaoia THG OOVEPYATIKNG
uadnong yia to palnua tov padnuatikov;

ITo ooykekppéva, diepeovrfnkav xat amotprfnkav ot S1aotdoelg g eunmAOKNG TOV
pabntev ot Stadkaoia g ovvepyatikrg padnong mov agopovv (Fredricks et al., 2004):

a) otV eun\ok1) TV padntev moo agopd otn copmnepupopd (behavioral engagement) xat
B) ot ovovalodnpatixn) epmmAokn) Tov pabntov (affective engagement)

H epmlokr] teov padniov moo agopd oty oopmepipopd (behavioral engagement)
Xapaktnpietat amd Spdoelg oL LIIOGELKVDOLY TV COPHETOXT) TOV padnt®v oe oolntroelg
(students participation behaviors) (Finn et al.,, 1995). T'ia 1o oxomo avtd amotipridnke o
Oelktng evepyn oopperoxny (AP-active participation) oo avagépetat otig Opdoelg Mov
rnpofatvet éva avatar xabog ovvepydetat on line. ITio ovykexppéva, amotipndnkav ot
empépong dPAocelg IOV AVAPEPOVTAL OTIG EPWTIOELS, OTI§ AIIAVTIOEL 1) OTLG EKPPAOELS
anoyemv evog avatar mmoo 0étet 1y katadétet npog avatar tng opadag too (API) ) mpog avatar
mg daMng opadag 1) mpog tov ddaokalo (APC). O deixing APA exgppdlet Tig Opdoelg
avanyng kat emioong SpactnploTTag péod oTov KOOHO.

H ovvaioOnpatikn epmhokn) tov pabntov (affective engagement) covOéetat pe Tig
oxéoetg petadd padntev xat daoxkaloo (Finn, et al., 1995). Ztnv napovoa épeova ) Staotaor)
avty oovdéetatr pe OelkTeg IMOL APOPOLV OTIG OXEOELG MPETASH TOV HAONTOV: Korv@VIKo-
yveotikég 6e§ioTnTeg (S-sociocognitive skills ) xat opadng Aerrovpyiag tov opadov (GG-group
grounding skills).

I'a o Beiktn KoWwwVIKo-yV@OTIKEG 0e10THTEG (S_sociocognitive skills) pehetrOnkav ot Spdoeig
(otov 3D CoSy_World) péoa amo tig omoieg to kabe avatar avamrtoooet deSlotnteg: )
nyeTikeg 1) apxnywkeg (SU1L) (my. o apxnyog avakowmvet, mpotpéret 1) kadodnyet) B) Arjyng
anopdoemv (SU2) (.. OOpPETEXOVTAG OTNV emAoyr] apxnyov) y) OOQNONg epIotoonvIg
petadd tov pedav g opddag (SU3) (m.y. deiyvovtag epmotoodvy) otov apxnyo) Kat O)
emkowveviag ya Bépata extog oevapiov (SU4) (m.y. Oeiyvoviag evOla@pepov KOW®VIKOD
emuredov mpog aM\o avatar). Me to Seixtn opaArg Aettovpyiag tov opddev (GG-group
grounding skills) pelemiOnxav ot dpdoeig pe TG omoileg to kdbe avatar avartvooet
0e€lotnteg: a) ovvtoviopod g opadag (GC) (m.x. avadntevtag avatar moo dev to PAémet
xovta Ttov) PB) dwampnong xkaiov oxéoewv (GR) petald tov pehov tng opddag (rmy.,
onodekvoovtag Tafn otav kdmoto avatar mapepmodifet v efeliktikr) mopela ToOo
oevaptov).

Ot mapandve deixteg amotpndnkav amd @don oe @don (ot 3 mpoteg QAoEL)
pokepévoo va doovpe v eSENEr Toog kab’ OAn Tn) Sidapkela g Porig ToL oevapiov.

Zmv 4n @don dev vmrpdav daitepeg dpdoelg MoL va APopoLV £0TM O EVAV EMAPKI)
apBpo tov napandve SelKT®V agov Tda avatars povo oodrtnoav ya v epmelpia toovg. Ia
TV OLYKEKPPEVT @Aot) Oa IIePLOPIOTOD}E OF LA AIIA) IIEPLYPAPI) KATIOIDV OPACEDV.

Ta dedopéva ocoMéxOnkav ano v avdlvor neptexopévoo Tov chat flows (mototukr) xat
ITOOOTIKI]) OIIOL KAl KATAYPAPETAL 1] YPAIITI] EMKOLVOVIA TOV HAOIOV KATA T StdpKeld ToV
ovvavtroeov (pdoenv) otov 3D CoSy_World. H moootikomoinon te@v otolelov éytve pe
Baon tov aplBpd OV Opdce®v - MPOEKDYAV a0 TV IOWOTIKY JVAADON - II0D
xapaxktnpifoov tov kabe deiktr (OMMG ALTOL IEPLYPAPOVTAL IAPAIAVED).
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AvaAuon dedopévwy

I'a v avdaloon kat v eppnveid 1oV dedOPEVOV XPNOHOIOW|OAE T I HAPAPETPIK)
avaloorn Swakopavong katd Friedman yua tig tpelg Stadoyikég @daoelg peTpnong mov
arotonievetat otov Iivaxag 4.

ITivaxkag 4. anoteAéopata pr DApapeTpkng avalvorng drakvpavong kata Friedman noo
apopoovv deikteg epNAOKIG TV pabntov oe Stadikaoieg oovepyatikng padnong

Eprmokr]  Friedman's

(Engage - x2 MR-Means Ranks Mean

ment) KPUTPlo

Oeikteg daon) daon daon daon daon) dcon
1 2 3 1 2 3

API x2=10,75" 1.13 213 2.75 5.88 11.0 17.1

APC x2=13.31" 1.56 3.00 1.44 1.00 5.38 0.88

APA x2=13.07" 1.63 1.38 3.00 5.75 5.25 19.0

SuU1 X2=4.90" 1.69 2.38 1.94 1.00 1.63 1.25

SU2 x2=14.3"2,442,5611.131.750

SuU3 x2=4.96" 144 244 213 4.88 6.50 6.25

SuU4 statistically insignificant

GC x2=10.29" 1.25 2.00 2.75 4.38 6.50 8.00

GR Xx2=13.0" 1.25 1.75 3.00 3.88 5.50 11.8

“p<0.05, "~ p<0.001

a) H epmloxn; tov pabyrov moo apopd oty ovpmepipopa (behavioral engagement) oe 61adixaocieg
ovvepyanikng pabnong orov CoSy_World
'OMot ot Geikteg (API, APC, APA) mov agopolbv Otnv evepyr| COPPETOXT) TOV avatars otov
CoSy_World epgavifoov otatiotikr) onpavtkotta. I'ia napadetypa, o deixtng API moo
avtiotolyel otV evepyr) ooppetoxn) Tov Kdbe avatar otov 3D xoopo kabaog oovepyaletat pe
ta avatars g opdadag tovo (A xat B) xat pe tov Tadidietikd mpdktopd, @aiverar va
epgaviet pa otadiakr) avodo amd v 1n @don mpog v 30 @don. Aotd onpaivel Ot §
epmloky] OV pabntev moo agopd oty ovpmepipopa (behavioral engagement) kar oe Owadikacieg
ovvepyatikng padnong orov CoSy_World epgpavietat pe 0Ao xat avfavopevo Pabpo dpacemv.
Ta napandave emPeBai®voviatl Kat p€od o MOLOTIKOD TOIOD AVAADOL TOL IEPLEXOUEVOD
TV pnvopdtev. [Tapdadetypa TTo@V pVOpAT®V ArtoTeAOdY Td IAPAKAT® (0 OOPPOALO}OG
2B 4 B onpatvet 01t 10 avatar 2B amreofvvetat oto avatar 4B) :
"Melos3B" ;010 amotéleoya Pprxes; (3B >4 B)
"Melos2B" :x1 eyw to i610 Pprjxa!l (2B->1 B)
p) H ovvawobnpatiky epmdoxny tov pabyrov (affective engagement) oe 61ad1xacieg oovVepyaTikyg
uadnong orov CoSy_World.
ZXETKA He TOLG OelKTeg IOL APOPOLV OTIS KOWGVIKO-YV®OTIKOD Yapaxtrpa OeSlotnteg
Hapatnpeitat 0Tt ot meplocoTePOl elval otatotikd onpaviikot. Kot pdhota, amd tovg
200G OPOLE, IAPATIPELTAL YL KOPOPQOOT] TOV OEIKTOV ALTMV OTNV 20 PAOH Og OXE0T] He TG
aMeg &vo. [Tapadetypa T£Totov TOIOL PNVOPATOV AIIOTEAODV T IAPAKATE:
Travel agent: ;o eivar 1] 01KOVOp1KOTEPT] EKOPOUT];
"Melos1A": Bprjxape y1a apyaio Kaipo!

ZXETKA pE TOLG OelKTEG TTOV APOPOLY OTIg OeS10THTES opalng Aeitrovpyiag thg opddag (GG-
Group Grounding) mapatrpodyue oti: Ot Seikteg mov agopoovv otig deSiotnTeg ovvroviopoov (GC)
Kat Sarrpnong kakov oxéoeav (GR) 1oV opddov elvat emiong otatiotikd onpavikot. Avtod
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onpaivetl 0Tt Ta avatars dev xavovtat otov KOopo, avadntd to éva to ailo, oovrovifovtat.
IMpaypartt, pnvdpata ONeg Ta IAPAKAT® emBefatd@vouy Tr) péTpnorn avtry:

"Melos2A": IT1od sioar; (3A>3 B)

"Melos2A": AxolovOnoé pe! (2A->2B)

Kata mv 41 @aon ta avatars oo{ntodv petadd Tovg yia Vv KOowr Tovg epIelpia otov
CoSy_World. Exoov kataypaget ot oolntrioeig toog (logfiles chat) xat mapatnpeitat éviovn
ovppeToxt) mpokeévoo to Kabe avatar va ex@pdoet v dmoyr] tov. Paiverat neg ot
pabntég Blooav v eprelpia Iov TOLG IPOOPEPAE He Evav JKO Tovg Sex@plotd Tpomo. Ot
anoyelg Tovg ekPPAlovy To MmOCO MOAD TOLG dpece TO MEPIPANNOV KAl I} OLAPOPETIKI)
SLVATOTITA EMKOVMVIAG ITOL TOLG IIPOoPEPONKe:

"Melos1B" :fjtav téleto mov ovvepyalopaotav petasd pag, moo avralldalape amoypeig
"Melos3A" :rov pmopovoape va e§ackovuacte ota pabnuarixa wailovrag

ZulnTNon - MPOTACEIC KAl TEPAITEPW EPEUVA

Xxeduaotke o on line 3D CoSy_World otov omoio epappootnke éva S0akTikd HoviENo
Baotopévo oty 1déa evog macro-script yia v Stdaokalia 1oV pabnpatik®v oto dnpoTko
oxOAeto. XTOX0G HTAV 1| AMOTEAEOPATIKOTNTA TN ovvepyatikng pabnong (Dillenbourg, 2002;
Dillenbourg & Fabrice, 2008) a&lomowwvtag kahd dopnpéveg dpaotnprotnteg (Di Blas et al.,
2006; Lucey-Roper, 2006).

Ta anoteAéopata £6e§av Ott To mpotetvopevo Sdaxtiko povtého kat o 3D CoSy_World
eaopaliCoov kataAnAeg ovVONKeg yia AmoteAeopatiky) ovvepyatiki) padnor). I'ia to okomno
avto anotipndnkav deikteg mov oxetiCovtal pe a) TV EUIAOKL TOV PAbnTOV IOD APopd Ot
ovpmepupopda (behavioral engagement) kat pe P)myv oovaloOnpatiky epmlokn TV
pabntov(affective engagement). Ot meptocotepol amod Tovg Oeikteg ALTOLG ERPAVICAV
OTATIOTIKI) onpavtkotnta. Ta amotedéopata mov oxeTi{ovial pe To YVOOTIKO avTtikeijpevo
g S16aokaliag TOV pabnpatikev (Katavonorn PActk®@Vv KAAOPATIK®OV eVVolmV) (YVOOTIKY
epm\okI|-cognitive engagement) nrtav emiong apketd evbappoviika ald Oev amotelel
AVTIKELEVO IIAPOLOLAOTG TOL APOVTOg apbpov.

H e§aopdhion 1oV KAatdAAnA®v oovOnNKoV yla armoteAeopdTiki) obvepydatikn pdbnon
péoa amod T dopnorn xat pobupion aMnlemdpdacemv moo ovpPaivoov otav ta dropa
ovvepyaovtat on line amoteAet {ntodvpevo moMav epeovntov (Dillenbourg & Fabrice, 2008;
Dillenburg & Fischer, 2007). Amo v dA\n, 1 eVO@PAT®ON OLOTNUATIKA OOPNHEVGV
OpaCTNPLOTATOV PE0A AId €va OLYKEKPLEVO MAAIOL0 eivat emong {nTovpevOo OTIg EpevVEg
IIOL MEAETOLV TNV eKIalOevTiKY) adlomnoinon Tev 3D mepiPardoviev péoa amd dagopa
yvootikd avtikeipeva (Di Blas et al., 2006; Lee, 2009; Lucey-Roper, 2006).

Ze emOpevo oTadlo, MPOTELVOLE TNV eQPAPHOYT] TOL MPOTEWVOHEVOD JOAKTIKOD HOVIEAOD
o evPOTEPTG EKTAONG HAONPATIK®V eVOTHT®V AN Kt 0 AAA YVOOTIKA avTikelpeva moo
propet va otnpiyBodv péoa amo Tr) oovepyatikr) padnon.
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