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MepiAnyn

Yta 40 xpovia amd TV eRQAVIOr) TOLG, TA WHNPLAKA IALXVIOd KATAPEPAV VA dArloTeAoLY Baotkr)
em\oy1) otV aglomnoinorn tov ekevbepov xpovov 0owv €xovv npoofBaocn oe avtd. H Snpotikotntd tovg
IIPOCEAKDEL EVTOVO EMOTIHOVIKO EVOLAPEPOV Yid TV EMOPAOT) TOLG OV avamntodn Kat ot pabnorn). Ta
yneaxka natyvidia deixvoov va pIopovv va darotedéoovv péco ®OTE VA Yivel IO e0XAPLOTH Kl
artoteheopatikyy 1 padnotaxr Stadwaotia. To yeyovog avtod amoteAei Paocikr) attia yia wmyv OAo Kat
oovxvotepn xpron teov nayvildev oty exnaidevor. Ta exnaldevtkd  yn@uakda mayvidia
KATATtaooovidatl oto exmploto eibog twv ocofapav mayyvidwyv. H mapovoa epyaocia emiyeipet
BipAOYpa@PIKI] AVACKOIN O TG EPAPHOYIG COBAp®V A ViSOV otV TuImKy eknaidevorn). Eotiadet ota
pabnowakd anoteléopata avalbovtag ONpooleDPEVEG EPEDVEG OPYAVMPEVEG KATA YVMOTIKO AVTIKEIPEVO
kat Padpida exnaidevong. H épeova xataypdgel PIKTa evprjpata OXETKA pe T padnolaxn)
AITOTEAEOPATIKOTITA TOV 0OPAP®V HalXVidmyv o€ obykpton pe aAAeg pefodovg, eved Mapatnpeital Ieg
Ol AVA@POPEG elvatl IO OLXVEG yid Tig peyalotepeg Pabpideg.

A€Ee1g KAEISIA: coPapd mayvidid, elKoViKol KOOHOL, PtkpOKOOHOL, TUIIKY] EKIAeDOT), AvVaoKOnnon

Elcaywyn

Zta 40 xpovia amod TV epeAavion Tovg, Ta YNPLakd nayvidia xatagepav va kabiepobooy
®g Paotkn) emAoyr) otV aglomoinor Tov ehedbepov YpOVOL 6OV éxovV MPOCPaon oe ALTA.
Xapakmpotkd g e§an\oong tov ynelakeov mayvidev eivat 11 minbopa dabéopov
tithov natyvidiov (Connolly et al., 2012) xat o 0yKog Tov KOKAOL epyaciov g Popnyaviag
OV Pvteonaiyvidimv, o omoiog ovykpivetal MALOV HE ALTOV TOV KIVI|HATOYPAPIKOV
tawviev oo Hollywood (Squire, 2013). Eniong, 1 avantoln tov dadiktoakev Iatyvioiov
@aivetat va devkolvvel v e§AMA\®OT TG XPI1ONG TOVG. Xe IMPOOPATL) £PELVA AVAPEPETAL
otL 10 78% tov Apepikavav nhikiag ano 12 éog 17 etov naifoov dtadiktoaxd matyvidia, pe
10 34% tov ayopiov kat 1o 18% tev Kopttowdv va maifoov 600 1) Kat MePLOCOTEPES MPEG
npepnoing (Yang, 2012). H SnpotikOtTa 1OV YNPLAKOV DAty vidiev Kat 1) Sovatdtta Tovg
va dlatnpovy TV MPOCoXI) T®V MAIKIOV Yld HEYANO XPOVIKO OldoTnpd MIPOCEAKDOAV
£VTOVO gpeDVITIKO evilapépov. Evdewktikd, oe épevva tov Hainey et al. (2011) avaloOnkav
7392 epyaoieg oo eotialav ot pabnotakny arnoteAeopATIKOTNTA TOV YIPLAKDOV IALYVIOIOV.
ZNpaviko €16og pabdnotakaov nayvidimv amnotehovyv ta coPapd natyvidia (Serious Games -
SG), Ta onota cLVOLACOLY IIPOCOROINOELS, PIKPOKOOHODG, ELKOVIKODG KOOHODG, 10TOpieg, Kat
POXAYy®YIKA Tatyvidla pe okomod ) dnpovpyla eKnadenTikod AOYIOHIKOD pe Matyviadn
XAPAKTNPIOTIKA. 2TV IAPOLOAd €PYAOLA PEAETOVIAL EPELVITIKA ELPHHATA aAd TV
epappoyr] SG otig npateg Pabpideg tng exmaidevong. Eidikotepa, omv mpotn evotnta
ylvetat oovioun ava@opd oto Iatyvidt KAt 0To Yi@LaKo Matyvidl Kat otn oovéyeta yivetat
Aemrtopepr|g avagopda ota ooPapd maiyvidwa. Emetta, mapovowaletat 11 pebodoloyia g
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épeovag Kat avalvovial ta amotedéopard tng. Télog ovvowifovial ta evprjparta Kat
MEPLYPAPOVTAL HEANOVTIKEG EMEKTAOELG.

MNaixvidi, ynelako maixvidt kai paénon

To mawyvidt eival dpeoa oovogaocpévo pe v avlpomvn drapln. Ta nadia avékabev
mepvovoav MoAég opeg g npépag maifovtag Owagopa mayvidia eite opadikd eite
ATOPIKd, Ta omola ApPKETEG Qopeg elval mpoiov tg gavtaciag tovs. 'ia tn ooppetoxr) oto
matyvidt Ta nadid eivat «avaykaopévar» va pdbovv 1oug Kavoveg, va ooVOIIApSovy pe Tovg
ODUIIIKTEG TOLG YEYOVOG ITOL GLEDKOADVEL TI) YVOOTLKI] KAl COVAOONpaTike) Toug avamtodn
péoa oe éva KOW®VIKO Kat moAttioptko miaiowo (Yang, 2012). H Ke (2013) avagépet nog to
oy viot etvat pia opyavepevny dopr), 1 omoia amndattel amod tov naikty) va akolovdroet éva
OULYKEKPLEVO OLVONO ATIO KAVOVES, MOTE VA EMTOXEL Eva ovyKekptpévo okorro. Ot Hwang et
al. (2012), copm\npwvovv TovV IAPAIAV® OPlopoO Ipocfétoviag OtL otnv dopr avt) o
IIAIKTIG OOPPETEXEL E0ENOVTIKAL.

Ta yn@raxd natyvidia arnaitody KAmolo NAEKTPOVIKO PECO, OIS DIIOAOYLOTH) 1] KOVOOAA
ywa va natytovv. IToA\ot epeovntég (Bedwell et al., 2012; Berns et al., 2013; Yang, 2012) éxoov
anod®oet S1aPopa XAPAKTIPLOTIKA OTO WPN@PLAKO Matyvidt pipodpevot v npoondbeia too
Malone (1981), o omoiog vmoot)piie OTL MLPNVAG €VOS WPNPLAKOL IAyvidlov eivail 1
IIPOKA1O1), 0 EAeYXOG KAl 1} PAVTAOLdL.

Ta yneraxda nayvidia propody va xoplotody oe Katryopieg pe PAor) Tov OKomo yida Tov
omoio SnpovpynOnkav. Edwkotepa, ot Connolly et al. (2012) xat Okutsu et al. (2013) ta
taltvopobdy oe S0O KATyOpPieg: ) Oe ALTA TA OIOLA £XOLV MG OTOXO TOLG Tr) Staokedaot) Kat
T Yoxay@yia Kat elvat Ta yvooTd eUrnopikd matyvidia, kat f) oe auTtd oo €00V @G OTOX0
) pabnorn. O Meyer (2009) kdavet éva Prjpa napamépa kat Stakpivet ta yneuakda mayvidwa
rov oxetiCovtat pe T padnon oe Tpelg Katnyopieg: i) avta mov Pacifovral oe xdmota Oempia
pabnong, ala de otnpifovial oe oLYKEKPPEVT] OOAKTIKI] IIPOOEYYLON, KAl PIIOPOLV va
XpnotporowBodv xopig v mapéppaocn Tov daokdlov, ii) avtd mov mephapPdvoov pia
O10aKTIKI) ITPOOLY Y10 KAl ATIALTOOY T1) OTHPtdn amnod to ddoxkalo kat iii) avtd mov dev éxoov
oxedlaoTel yla KATIOW0 eKIIAOENTIKO OKOIO aAAd pIIopolV va xprotponotnfodv yia pdabnorn
my. to «Age of Empires III» ywa v avamntodn kowvevikev oelotjtev, to «Harry Potter
and the Goblet of Fire» ywa v avdmrodn yparmtod Aoyov, 1o «Sims 2 Pets» yia wmv
avarrrtodrn deSlottev eniAvong npoPAnparog x.a. (Gonzalez-Gonzalez & Blanco-Izquierdo,
2012).

JoBapa maixvidia

H paotopévn oto mayvidt pabnorn (Game Based Learning 1) GBL) avagépetar oe xabe
XPHON 1] EVOMOPAT®ON TOV WPNPLAK®OV EKIAWOELTIKOV IAVdwv o éva padnotaxo
neptBdAov omov To mayvidt mailet xkevipiko polo (Hung et al, 2012). Me tov opo
eKIaOeLTIKO WPNPLAKO Mavidl yapaxtnpiletat to Wynelako maiyvidt moo éxet g Koplo
okono va exrmatdevoel Kat oxt povo va poxaywoynoet (Michael & Chen, 2006). X GBL
evtaocovtat kat ta SG. Me aotd, ot pabntég prropovv va epappocovy OTOLXELOOELg YVMOELS
(factual knowledge), va paboov ) otypr) mov 1o xpetafovtat (learn on demand) xat va
AIIOKTI|OOLV EPIELPieg péoa amo elkovikodg koopovg (Hung et al., 2012). Emiong, mapéyoov
neptBaAlov emiAvong mpoPANpatog pe dapeos avatpo@odoTnor KAt aroTeAovy évd IAdiolo
€8epebVIOIG KAl KATACKEDI|G YVAOOTLG IOV [OLAel peaNOTIKO.
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Ta SG ovvadoov pe Tig odyxpoveg Bempieg pabnong xat kopieg pe v eykabidpopevn
pabnon (situated learning) (Nardi, 1996; Leave & Wenger, 1991), ot omoieg vmootnpifoov
I®G 1] PAabnon elval mo AImoTeAeOPATIKI] OTAV elval evepyNTIKY), avAKaALITIKY, Paocietal
otV emioor) IpoPArpatog Kat elval MAAOIOHEVI] OTOV Xopo epappoyng g (Connolly et
al., 2012; Hainey et al., 2011). Emiong, Ta mayyvidia, yevikotepa, divoov v atodnon tov
e\éyxoL OTOV MAIKTr Yeyovog Iov Onpiovpyel e0MTEPIKA KIVITPA KAl KATA OLVEIIEL,
oarrpnon oe LYNAO erminedo tov evolagépovtog tov (Fisser et al., 2013; Hainey et al., 2011).

Zmv e§ENn toug ta SG evoapdat®oav Pabnolakd XApaKIPloTIKA IO IPOYEVESTEP
YNPLIKA Péod, OI®G Ol IPOCOOIMOEL, Ol HIKPOKOOHOU KAl Ol €KOVIKOL KOOPOL. Xe apKeTEG
IIEPUITOOELS Ol OPOl XPIOHOIIOODVIAL EVAAMNAKTIKA OTlg €pevveg Kabotoviag tnv
BipAoypagkry avaoxomnon Svokolotepn. 'ia tov Aoyo avtd omv mapovod epydaoia
Aappavovrat bmoyn Kat ot IApaIrdave opot otnv avadrtnon dnpootedoemv. H avdmrodn
TV SG apykd eotiaoce KOpiwg OtV dtomn eKIaidevorn) eVNAMK®OV KAt TV EIayyEAHATIKL
emuop@®orn oe Topelg omwg eivan 1 Apova, 1 Yyela, 1 Emyepnpatxkomra k.o
(Provelengios & Fesakis, 2011). Ot epappoyég tov SG otV TOMKI| EKIAiOeLON, av Kdt
neploplopéveg oxetikd, otadiakda aviavovtat (Martin et al. 2011). Avadvdetar Aourov n
avAayKn TG avackomnnong T@V PEXPL TOPA EPELVOV YA TV epappoyl) T@v SG oTig MpwTeg
Babpideg g Tomikng exmaidevong xar 1 depedvnon g padnolaxrg  Tovg
AIIOTEAEOPATIKOTITAG.

MeBodoAoyia £peuvag

INa g avaykeg g epyaociag epappootnke 1 pébodog TG OLOTNHATIKYG AVAOCKOIOG
(Cooper, 2010) O1pOCIEDPEVOV EPEDVOV TIOD APOPOLY O EQPAPHOYEG TOV SG OTNV TOIMIKI)
exraidevon. H avaokonnon eotiace ota televtaia 5 xpovia, amd to 2009 émg kat to lo
e§dunvo tov 2013. I'a v avadnon xpnowonou)dnkav ta ocovédpra g ETIIE xat ot
Baoeig ERIC, Scholar, Scopus, Science Direct, pe tnv tedevtaia va anodidet ta mepioootepa
amotehéopata. Ot Mégeig kheldd mov xprotponotOnkav eivat: «serious games, video games,
learning games, educational games, virtual worlds» xat «kindergarten».

Eupnipata

H avadiinon anédwoe 123 dnpootevoets, amo tig onoieg avalvdnkav ot 43 og oxeTkég fie To
0¢pa. Ta evprjpata g avaoKOmnong oxeTIKda pe ta pabnowakd amnotedéopata v SG, otig
OULYKEKPIEVEG EPAPHOYEG, Katnyoplomowovvtal pe Bdaon v nhikia Kat 10 yvoOTIKoO
avtikeipevo (Mabnpatika, dvoweg Emotrpeg, ITAnpogopikr), I\wooa & Iotopia, Eeveg
Iooeg xat Emyetpnpatikotta). Ewdwotepa:

e Mabnpatika (Maf): Ao tig dwdeka peléteg, ot €€l agopovv 10 dNPOTIKO OYOAeio
(Bouta et al., 2012; Hung et al., 2012; Hwang & Hu, 2013; Noss et al., 2012; Tsuei, 2012;
Yelland, 2002), mévte to yopvdowo (Freeman, 2012; Gurbtiz & Birgin, 2012; Ke, 2013;
Noss et al., 2012; Yelland, 2002), tpeig v mpooyxolikn nAikia (Clements, 2002;
Fessakis et al., 2013; Yelland, 2002) xat povo dvo 1o Avketo (Hauptman & Cohen, 2011;
Yelland, 2002). Emiong, 600 amo T Dapardve ava@épovIal Oe IMEPLOoOTEPEG AIIO Pl
exaidevtiky) Pabpidba (Noss et al., 2012; Yelland, 2002). Zwv xatnyopia aot n
Oepatoloyia mowkider kat mepldapPdavel yvooelg yeopetplag, dlyefpag xat v
avarmrtodn xopkov evvolov. Télog, avagopikda pe ta pabnolaxd amotedéoparta,
&vieka ava@époviatl Betikd, yopig va Aelmmovv kat avteg 0ev @ravoovy oe Sexabapo
amotéeopa (Fessakis et al., 2013; Ke, 2013; Hauptman & Cohen, 2011).
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¢ ®Dooikég Emotnpeg (P. Emot): Xy nepintoon 1oV QLOK®OV emotnuev Ppédnkay
oXT® amo Ti§ omoieg Tpelg avagepoval oto dnpotiko oyoAeto (Barbalios et al., 2013;
Insook & Black, 2011; Sung & Hwang 2013), téooeptg oto yopvaoto (Clark et al., 2011;
Miller et al., 2011; Sanchez & Olivares, 2011; Verpoorten et al., 2012) xat dvo oto
Abkewo (Brom et al., 2011; Miller et al., 2011). Mia a6 tig napamdve (Miller et al.,
2011) agopd 6vo Sragopetikég exmatdevTikeg Pabpideg. H Oepatoloyia mowkiler kat
nepthapPavet vddativoog mopovg, Potavoloyia, {@oloyia, Pnyavikr), omtikr) aA\d Kat
VEVIKEG YVOOEG TIAV® Ot Quowkeg emotnpeg. ‘Ocov agopda ta padnoiaka
arrote éopata, 1 St0AoKaAia pe Ta PNPLAKdA PEoa O TE00EPLG IEPUITMOELS elxe OeTikda
AIIOTENEOPATA, Of TPELG MepuIt®oelg Oev vINPXe oAdQrg PeAtioon, eve o pua 1
napadootakr) didaokalia eiye kaAdtepa amotedéopata paxpornpobeopa (Brom et al.,
2011). ITapoAa avtd, oe 0Aeg Tig peheteg Ta matdid £0etsav iaitepo evlovotaopod xat
evOLaQEPOV CLYKPLTIKA pe TV evaAAaxTikr| péfodo didaokahiag.

o TITIAnpogopiky (ITAnp): Ztnv Katnyopia avtr) KATaypdenkav eQtd pekétes. Mia aro
avtég agopd pabntég mpooyxoAwkng nAwiag (decaxng x.a., 2010), pla pabnrég
onpotikov oyoleiov (Kordaki, 2011), 6vo pabntég yopvaoiov (Denner et al., 2012;
ITepovtotag & Eppalmtrg, 2013), pa pabntég Avketov (Gonzalez-Gonzalez & Blanco-
Izquierdo, 2013) xat tpetg gottntég mavemotnpov (Girvan et al., 2013; Gonzélez-
Gonzélez & Blanco-Izquierdo, 2013; Liu et al., 2011). Ot Gonzélez-Gonzélez & Blanco-
Izquierdo (2013) peAétnoav TtOc0 pabntég Avkeioo 000 xat @ottntég. AoTég
aoyoAnonkav pe ) d1daokalia ToV PACIKOV YVOOE®V IPOYPAPPATIONoD, HE TV
emtAvorn npoPAnpatog pe T Porjfeia vmoloyiotr), pe to Swaockaiia tov dvadikod
ovoTnparog, Kai pe Bépara emkoweviag avipormov unyavrg. Télog, oe Oleg Tig
ePUIT®OOELS Ot padntég £0e1av IKAVOIOUIEVOL Katl evOOLOLAOHEVOL HE TO YWIPLAKO
pé00, eve Ta padnolaxd armoteAéopaTa avt®V, 6oL ava@EPovTdL, etvat OeTikd.

e T\wooa & Iotopia (TA. & Io.): Edo amd tig oovolikda €81 peléteg, pia peAétn apopd
pabntég mpooyohkr|g (Admmag, 2011), pra pabntég dnpotkod oxoAeiov (Fisser et al.,
2013), dvo padntég Avkeioo (Barab et al., 2012; Kim et al., 2013) xat 6bo @ottntég
navemotnpioo  (Korallo et al, 2012a; 2012b). Ze aowu)v Vv Katyopla
xpnowporou|fnkav SG yta v avdmtodn ypamtod KAl MPOQOPIKOL AOYoL, TNV
avamtodn AeSIKOAOYIK®V YVOOEOV KAl TV aVAIrtudn BACIKOV 10TOPIKOV YVOOEDY.
'Ooov agopd ta pabnotaxd toovg amoteAéopata oxedov oe OAeg eivat Sexabapa Oetikd,
eve oe pua nepintoorn) vreptepet 1 Sidaokalia pe myv napadootaxr) peébodo (Admmag,
2011)

o Héveg I'\wooeg (2. TA.): Ocov agopd Tig Zéveg TAwooeg, amod Tig mevie ¢pevveg ot dSvo
agpopovv padntég dnpotikod oxoleiov (Hou, 2012; Sandberg et al., 2011), dvo @ortrtég
(Berns et al., 2013; Belloti et al., 2011) xat pia padnrtég youvaoioo (Connolly et al.,
2011). OAeg Tovg Xprowonowovy SG ya v expdnon Evov yYA@oomv Kat oe ONeg Tig
IepUITOOELG ot pabntég deiyvoov evlovotaopévotl Kat éyovv 0pedn yua pabnorn kat oe
Tpelg anod avteg napovotalovrat exabapa Oetikda pabnoaxa amoteléopata (Belloti et
al., 2011; Berns et al., 2013;Sandberg et al., 2011).

o Emyspnpatikotnra (Emy): Xy xatyopia avtr mapovotdfoviatl ot peAETeg oL
€XODV ®G YVMOTIKO CAVTIKEIPEVO TNV emyelpnpatikotnta. Edm xat ol mévie épeoveg
agopoovv TV TprtoPdbpia exmaidevorn. Avo amo avtég Mapovolafovy oa@r Oetikd
pabnowaka amotehéopara (Pasin & Giroux, 2011; Siewiorek et al, 2012),
avanToooovtag Kopleg T O0efiotnta g Ayng amo@doe®v, I omoida gvvoeital
ooppava pe toog Guillén-Nieto & Aleson-Carbonell (2012) and ovvBeta pabnolaxa
neptBaAlovta onwg eivat ta nayvidia npocopoimong. Téhog, oe OAeg TIg meEPUTT®OELS,
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oL ovppetéyovieg edelav kavormoinon Kat evOouolaopo pe TG WIPLAKEG
dpaotnploTnTes.

Ztov ITivaka 1 napartibeviatl cOYKeEVIPOTIKA TA AITOTEAEOPATA, IOV IPOEKLWYAV CIIO TV
napandave kedwormoinon. To Xovolo otov ITivaxal (49 épevveg) Oev tavtietat pe To
OoLVOAKO TIAN00¢ TV epevv®V 1oL pehetnOnkav (43 épevveg), ylati KATOlEg AIO aLTEG
AVIKOLV O IIEPLO0OTEPEG IO HLA KATHYOPIEG 1€ AIIOTENEOPA OTl) COYKEKPIPEVT) TIEPLTTMOT)
va katapetpnodv mMmeploootepeg TG Hia Qopdg. Amd Ta otolyela @aiverat ott ot
eploootepeg  peAéteg Siampayparevoviar T dnpiovpyia xat T xpnon SG oot
Aevtepopabpia kat oty TprropaOpia exmaidevorny (31 peléteg) OLYKPLTIKA pe TNV
IMpetopabpia xat v IMpooyoAhkr| exnaidevon (18 peléteg). Emiong, ta mepioocdtepa SG
Xpnowporou|fnkav  otg  kamyopieg T@v Mabnpatkeov, Pvowkev Emompov  kat
IM\npogopkrig. To yeyovog avto mbavda ogeiletat oto oTt Paciko dopkd otoryeio tov SG
elval ot IPOCOHOINOELS, HIKPOKOOHOl KAl €KOVIKOl KOOHOl, Td OIoid IPOVIIpxav o
ekadevTIKA AOYIOpIKA yia ta padnpata avtd. Télog, mapatnpodpe OTL OTLG IEPLOCOTEPES
nepurt®oelg 1) Odaokalia pe Ta WPneuaxd péod eixye KAAOTePd AIOTEAEOpATd Ao TV
napadoolaxy), X®Pig va armovotdlovy Kat ot peléteg mov Oev elyav od@r) ArmoteAéopatda 1
OT1G OIIoleg Ol MAPADOOLAKES TIPOOEYYioeIg KPLvOVTAl AIOTENEOPATIKOTEPES.

ITivakag 1. ZovoAikd o€ OAeG TIg KATNyOpieg

ITpooyoAikn AnpoTtiko T'opvaoto Avkero IMavemotypio Xovolo
Ma®. 3 6 5 2 0 16
®. Emot 0 3 4 2 0 9
IM\np. 1 1 2 1 3 8
T\ & Io. 1 1 0 2 2 6
E.TA 0 2 1 0 2 5
Emmy. 0 0 0 0 5 5
ZOvoAo 5 13 12 7 12 49
Zuvown

H mapovoa epyaota, emyeipet pia PPAoypa@iky avaokomnon tov epappoyov tov SG
otV tommkr) eknatdevorn). Ta evpripata g Tagivopovvtdal pe BAorn 10 YVOOTIKO avtikeijpevo
kat v nAkia mg epappoyrg eottaloviag oty pabnolakr) AarmoTeNeOPATIKOTTA TRV
nayvidiwv. Ot meploocdtepeg epevveg Ppiokoov ta SG ONUAVIIKA AIOTEAEOPATIKOTEPA
évavtt AoV pabnolakev npooeyytoemv. Ta ototyeia detyvoov ot 1) ¢pevva yia ta SG kat
mOavov Kat 1) XPrjon PEW®VETAL CNUAVTIKA 0Tl HKpoTepeg nAikieg. Mia mbavry attia too
@aivopévoo towg eivat n advovapia Kopi®g TOV VIOV oty avAayveon Kat ot ypaer),
yeyovog mov avavet 1o Pabpd OvokoAiag tov oxedlaopod evog KAatdAAnoo  kat
AIIOTEAEOPATIKOD COPapov matyviolov.

Emiong, amo ) ouotpatiky] avaoKOmor IPOKVIITEL OTL 1] KATIYOPia OtV OIIOLd aVIKAaV
01 ITEPLO0OTEPEG PENETEG TTOD AOYOANONKAV e TIg HIKPOTEPEG NALKieG etvat Ta «Mabnpatikd».
O Freudenthal, 1991, évag amo toug Pactkods vIIootPIKTES TV Pealiotikov Mabnpatikav,
onootpile nmg 1) didaokalia T@v padnpatikov evvolmv Ba npémnet va etvat oovoedepévn pe
TV IPAypatikotnta, OnAadr) pe Kataotdaoelg g Kabnpepivig {wr)g, mov éxoov vonua yia
ta nadid, ald kat va akolovbel tov tpomo pe tov omolo eSediyOnkav avtda péoa oto
xpovo. To onpeio avtd pmopei va amoteéoel To onpelo toprg pe ta SG, agov Kat avtd
oivoov peydhn Papovtnta ot Snpovpyla avfeviiKOV eRIEPI®OV yid Tovg Hadntég, péom Tov
omoiov mpoxvmtet 1 pddnon. Xy emofpavon aot ompiletat 1 Paocwr] mbavy)
peMovTikr| eméktaon Tng epyaotag pe T Onuovpyia evog SG katdAAnio yia v
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mpooyoAkn] nAwia PBaotopévo mave otg apyé v Peahotikov Mabnpatkev. O
oLVOLAOPOG TNG OWAKTIKNG T®V PAfNPATIKOV pe TOV Oxedlaopd coPfapmv matyvidiev,
el01KA Yl Vv HePIITOOT TOV IAOIOV IIPOOYOAIKIG KAl IPMTHG OXONKIG NAKiag, armotelet
evOlaQepovoa IPOKAN 0L Kt TauToxpova Ba Kahdyet Eva OpavTiko ePELVITIKO KeVO, OIS
Oely VoLV KAl Ta ELPIIATA TG EPEDVAG,.
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