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H cvpeia di6doon twv nlektpovik@y moiyvioldy Eyel OTOTEAETEL KIVITPO YIo. UEYAAO OYKO EPEVVAG,
TTLO GUYKEKPIUEVO, OO0V OPOPL, THY EKTOLOEVTIKY TOVG OLdoToon. Aviifeto, oTo ywpo twv IKToaKDY
TOAVYPNOTIKDOV TOLYVIOIOV 1 EPEVVO, KOL OKOUO TEPLOTOTEPO Ol TPOOLAYPOPES EKTOLOEVTIKOD
OYe0I00U00  €lvol  TEPIOPIOUEVA.  2TO  TOPOKGT® — KELUEVO YIVETOL 0. ETMIOKOTNON TV
XOPOKTNPIOTIKOV EKEIVWV TV  TOAVYPNOTIKDY OIKTVOK®YV TOLYVIOI®DYV, OrWS 1 OO TOv
TEPIPAALOVTOG, 01 QAINAETIOPAOELS KOI 1 EMKOIVWVIO, TOL ETITPETOVY, TG OTOLO. UTOPOLY VO
OTOTEAEGOVY TN PAon VIO [0 TEPOITEP® OIEPEDVHON TWV OVVOTOTHTIWV TOVS (G EKTOIOEVTIKG,
EPYOLELO UE TTOYO TH AEITOVPYIKI] EVOWUATWOOH TOVS OTNV EKTOIOEVTIKN TPALH.

AEEEIX KAEIAIA: jlekmpovika moryvidia, molvypnotikd ductvaxd moryvidia, udbnon,
oAnlemdpaoeis

EIZATQI'H

davtaoteite 0Tl avolyete TOV VTOAOYIGTH GOC, GLVOEESTE Le TO dikTLo Kot Kobodnyeite Tov
EIKOVIKO GOG £avTod (avatar) o€ éva mePBAALOV ToyVidlov OTov Bo TPEMEL VO GLVAYOVICTEITE 1) VO
OVTOY®VIGTEITE L€ TOVG EIKOVIKOVG E0VTOVG GAADV TPUYLOTIKOV TOUKTOV 0AAY Kol Le TO 1610 TO
TPOYPOLLLLO, TPOKEEVOD VoL TETOYETE £va GTOYO, OGS Y10 TOPASELYLLO VO, CHOCETE VO TPIYKITOL 1
U0 TPIYKITIOO0, VO GKOTMGETE TEPATO KOl SPAKOVGS, Vo eEacpoiicete T0 faGIAEld 60G, VO COCETE
Tov mhovin amd 10 Kokd. AvTdg €ivol 0 KOGHOG EVOS TOAVYPNGTIKOD dikTvakoD TTotyvidwoy (ITAIT)
(Steinkuehler, 2004).
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Zynjue 1: Zxnvn and to EverQuest, éva 06 to 1110 SNUOPIAY TOADYPNOTIKE TToyvidia

Ta tehevtaio xpovio. pHEYAAOG OYKOG EPEVVAV EMIKEVIPOVETAL OTI UEAETN TOV TOLVISIOV ©C
EKTOSEVTIKA TEPPAALOVTO, MG LOPPN TEYVNG 1| OGS LOPPN SodpacTikng apnynong (interactive
narrative) (Murray, 1997). To MIT cvvepyaleton pe tn Microsoft mpokeipuévou va dnpiovpyncovv
gvvololoyikd mpmtotume, (conceptual prototypes) Yo HOPQEG SLUOPUCTIKNIG  EKTOUSEVTIKNG
yoyayoyiog (interactive educational entertainment) tng endpevng yevidg. To Barbican, éva and ta
peyardtepa exbectakd kévipo t€xvng omv Evpann, dopydvooce to 2002 v ékbeon Game on
Event 6mov mapovcldcTnKe 1 10TOPi0. TOV TOLXVIOI®V KOl Ol OIKOVOUIKEG KOl WUXOAOYIKEG
cuvéneles tovg otnv kowvmvia. To BECTA (British Educational Communications and Technology
Agency) €pevvad T0 SVVOUIKO TOV Tay VSOV OGOV apopd TV eTidpaoT] TOVG OTIS TEYVOLOYIES TG
emKowvoviag kot g mAnpoeopiog oty exnaidevon (BECTA, 2002) eved n etaupio Lightspan
npounBevel oe oyorela Twv HITA PlayStations e ekmoudevTikd AOYIGUIKO TPOKEUEVOL O HaONTES
VO TO YPNOLUOTOMNGOoVV €KTOC GYoAeiov, gite €yovv mpdcoPacn oe vmoroyioty eite Oyl Ta
oy violo, SIKTLOKE KoL 1), OTOTEAOVV PBlopnyovic To emikepdn Kl amd EKEIV TOV TUVIOV GTO
XOAVYoUVT Kot ovapéveTol va yivel axopo mepiocotepo emkepdng (Prensky, 2004, oel.9). Ou
XPNOTEG TOV ToVISIOV ovEAvovTal cuveymg pHe HEGO Opo mMAiag ta 29 mepimov ypdvia
(Berkowitz, 2003) evd mpdopatn Epevva oty Apepikn avédelée Ta Toyvidlo ™G To TETAPTO O
ONUOPIAEG PEGO, LETE TNV TNAEOPAGT], TO POSLOPOVO Kot TO dadikTvo o€ avdpikd mAnbvopd 18-34
etwv (Knowledge Networks/SRI, 2004).

Aoppavovtog vadyrn 1 S14d00n TOV NAEKTPOVIKGOV Tayvidimv, o yivel, otn cuvéyela, o
EMOKOMNGN TOV YOPAUKTNPICTIKOV TOV UTOPOVV VO KOATAGTHGOVV T ToXVidlo, TOGO To. SIKTVOKE
0G0 KOl T0. U1 OIKTLOKG, OTOTEAECUATIKG ekmondevtikd mepiBdrlovta. Evd 1 épevva ya v
ekmondeLTIKN a&io TOV NAEKTPOVIKOV ToyVISIdV ivar eKTeVS, 0 xdpog tav TTAIT o oyéon pe v
EKTOLOEVTIKT) TOVG OMOTEAEGHATIKOTNTO deV €xel SlepevvnOel emapkdg. AKOO O TEPLOPLOUEVOS
gival 0 aplBpog TV EKTOLSEVTIKOV TOAYPNOTIKOV Tayvdudv 7ov &yovv vAomowmbei. H
Svvaromnta meportépo depevvnong tov ITAIl wg epyodela ekmaidevong Oo amotedéoet kot Tov
KEVTPUKO AEOVO TOV KEWEVOV.

HAEKTPONIKA ITAIXNIAIA QY EKITATAEYTIKA ITEPIBAAAONTA

H 38146001 TV NAEKTPOVIKOV Toyvid®V, €0IKOTEPA G VEOPEG NAIKIES, OMOTENETE, TIG TPELS
TelevTaieg OeKaeTieg, TO KIvTpo Yo T Slepedvnor g dvvatdTTOG TOVG VO OTOTEAEGOLV
EKTOOEVTIKA EPYOALELiQL.
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To mep1fdAlov evdg moyvidov tval EVILTOGIOKS Kol AmoppoPd Tovg xprnotec. H modtra tov
YPAPIKAV Kol 0 peaMopdc mov pmopel mAéov vo. emitevyfel avEdaver v aicbnon covppetoxns
(involvement) Tov maiktn Kot GUUPAAEL GTNV TAVTIGN TOV HE TO POLO ToVv dladpapatifel péca 6To
mayviol (Poole, 2000). O evepydg poAOG TOL ¥pNOTN, N TEPEPYELD, 1 TPOKANGN, 1 POVIOGiX, O
éheyyoc mov £€xet o ypnomg otnv e&éMEn tov mayvidlov, TO JPOUNTIKO EVIIAPEPOV, Ol
GUYKPOVGELS KOl Ol TPOKANOELS KAVOLV TOVG TOKTEG VO EMAVEPYOVIOL OTO TOLYVidL Kol vo
aplepdvovy moAEG dpeg og avtd (Malone, 1980, 1981). H idw 1 eumepio tov moyvidiod eivor
€KEVN OV TPOKAAEL GTOVG TOIKTESG TO E0MTEPIKA KivnTpa evaoydinong (intrinsic motivation) pe
T0 oy vidt K1 Oyt kdmorog eEmTepid emPePAnpévog mapdyovtag.

EmumAéov, ta miektpovikd moryvidio emTtpémovv TN GQOIPIKN Topovsioot evog OEpatog
(Greenblat, 1988), mpodyovv Tov gvepyd poro kar TV avamtuén ¢ tpmtofoviiog Tov ¥pNoT
(Tansey «a1 Derick, 1969), vrootpilovv avtotereic dpactnprotnteg (Malone, 1980), 6ov 1 6w
1N dpacTnPoTTa oToTEAEL KIVIITPO EVOOYKOANONG LE TO TTaLyVidL Kot EDVOODV TNV TPOGOPLOYT| TV
SpuoTNPLOTHTOV 0TO EMIMESO KAt TIC TPOTIUAGELS TOL XPNoTh. Exovv, emmiéov, T dvvatdtTa va
oupfdrovy otV emiteLén CLYKEKPWEVDV HAONCOKOV GTOX®V OT®G 1 OVATTLEN KIVNTIKOV
de&lomtov, (Gailey, 1996, Greenfield, 1984, Short, 1977, oto Cudworth, 1996, De Landsheere,
1989), vontikov de&ottov (Lepper, oto Loftus and Loftus, 1983, Greenfield et al, 1996,
McClurg and Chaille, 1987, oto Okagaki, 1996), 3e&l0TTOV VONTIKOV OVOTOPUCTAGE®DV,
avantuén yvootik®v otpatnyik®v (Schild, 1966, Neal, 1990, Short, 1977, ané to Cudworth,
1996), petddoon Aektikmv mAnpogopiwv (Ellington et al., 1982) kot dapdpemon 6Tdcemv Kot
coumepipopdv (Romiszowski, 1974, Bouwquet, 1986). H dopun mov axorovBodv (Walker de Felix
and Johnson, 1993), m dueon avrtidpacn tov mepPdrloviog oe kabe dpdon Tov maiKTn, Ot
Suvopkég ewkoveg, 1 ahinienidpaon, N VmopEn €vog cuykekplpuévov oTdOYOL, TO GUVOAO TMV
KOvOVeV Tov Tpénel va Tnpndovv, n tpdkAnon, n eavtacio kot n mepiépyetn (Malone, 1981)
paivetal va etvol Ta YopaKTNPIOTIKG EKEIVO TV TOLYVISIDV TOV TPOGEAKVOVV TOVG XPNOTEC.

O Prensky (2001) mapovcidler po ektetapévn €pevva GTO YOPO NG Hadnong péow
NAEKTPOVIKDV TOLYVIOUDV OOV OGYOAEITOL, HETAED GAADV KoL UE TO XOPOUKTNPIOTIKG TOVG EKEIVA
7OV OVTOTOKPIVOVTOL GE SLAPOPETIKOVS TOTTOVG LaOnomg. Teyvikég d10dpacTtikng pnabnong mov 1o
epopudloviar ote MAEKTPOVIKG moryvidwe, Om®G M TpokTiky eEdoknon Kot 1 Gueon
avatpopoddtnon (practice and feedback), n pébnon péco g dpdong (learning by doing), 1
nébnon pe ovykekpyévo otdxo (goal-oriented learning), n e&epedvnon (discovery learning), n
evoloyn pohwv (role playing), xor 1 kovorpovktifiotikny pdfnon (constructivist learning),
K0016TOOV TO. TOLYVIOI0 EQAPUOGLO. GE LEYOAO PAGLO LOONTOV SLOPOPETIKMV TOTOV LAONOoNG.

A7d 10, TOPATOAV® YOPAUKTNPIGTIKG TMV MAEKTPOVIKAOV TALVISIOV S10paiveTol 1 SuvoTOTNTE TOVG
VO AmOTEAEGOVV EMTUYNUEVO. EKTandELTIKG TepiPdAlovTo. Xt cuvéyela, Oa emkevipmbodye ota
TTATI Kot To. ETITAEOV YOPOKTNPIOTIKE TOVG TOV UTOPOVV VoL GVUPBAALOVY Gt padnom.

MOAYXPHXETIKA AIKTYAKA ITAIXNIATIA

Ta TIAII pmopodv va omoterécovv medio oVYKAMONG kot €Qappoyns Bewmpudv pdabnong,
YVOOTIKNG Yuyohoyiag Kot eeMEemv 6TOV TOUEN TG EKTAUdEVTIKNG TeXVoroyiag. Ta diktvakd
oLy vidla, STNPMVTOS TO YUPUKTNPIOTIKA EKEIVA TV U1 SIKTLOK®V TOLYVISIOV TOV UTOPOVV VO
TO KOTOOTOOVV  EKTOOEVTIKG  TepipdAlovTa, JSwbétouv kot TO0 emmAéov oTOElD NG
OAAMNAETIOPAONG KO TNG EMKOWMVING HE GAAOVG TPAYHOTIKOVG TOiKTEG. ALTO TO OTOLKElD
amotehel kot v wpdcebetn a&ia tov ITAIT mov Ppicketon oe Guvageln pe vedTEPES LEAETES GTO
xoOpo G yvocwroyiag. Onmg avaeépetor kor oty épguva tng Steinkuehler (2003),
GUUTEPLPOPLOTIKEG Bempieg OV GUVESENV GUESH TN GUUTEPLPOPE TOL OTOLOV LE CUYKEKPILEVO
neptBorloviikd epebicpata, avTKoTaoTddnKay omd EPELVEG GTOV YXMPO TNG YVOGLOAOYIOG OV
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TOTOOETOVV TNV OTOKTNOT TNG YVAOONG HEGH GE £VOL OAOKANPO GVGTNLO TO 0toio cuvtifeton amd
TIg AAANAETIOPACELG HETAED TOV ATOUOV KOL TOV KOWVMVIKOD Kot VAIKOD TAOGIOV pHéEGH G6TO 0moio
oTd gvepyovv. Avtd onpaivetl 0Tt 1 SIPOPE®GCT TNG GLUTEPLPOPAG KoL 1] OTOKTNON TNG YVMOONG,
oyt povo dev eoptdton amoKAEIOTIKG amd €vo, GLYKEKPLUEVO epEDiopa M Kot amd TIG VONTIKEG
dlepyacieg Tov avanTHGGEL TO 1610 TO ATopo, 0AAG EE0PTATIL KO 0TO £VO. GUVOAO TTOPOYOVIMV TOV
aPOPOVV TNV aAANAETIOpacT Tov aTooL pe To TepiPdArov tov. H Turkle (1995, oto Steinkuehler,
2003) yopaxmplotikd avogépet: «Kdmowor praivovv otov mepacpd va Bewpioovy m (o oto
KUPEPVOYDPO MG ACTLLOVTN, OG £VO TPOTO SLOPVYNG N [0 Ao LOVTN TapEKKAon. Agv givar OLog
[kt Této0]. Ot eumeipieq pog péoa oe ovtd amotehobv mOAD cofopn vmdbeon. Tig
vrofadpifovpe pe dkn pog 00KV (LeThepacn Tov GUYYPUPEE).

21 ovvéyeln Bo TOPOVGLOGTOVY YOPOKTNPIOTIKG TOV CAANAETIOPAcEOY Tived ota omoio Oa
umopovoe vo. Bociotel mepartépm £pevva G ekmadevTikng tovg a&iag. Mo cvykekpuéva, to
XAPAKTNPLOTIKG TOL B0 TAPOVGLAGTOVV APOPOLV TI CLVEPYOATIKN pabnon mov vrootnpilovv Kot
TG KOWOVIKEG oaAMMNAeTOPAoEl; HETAED ETEPOKANTOV KOl OVAOVUUOV GUUTOIKTIOV TOGO GTO
TAAIG10 TOL ALY VId1o0, OGO Kot TEPA Omd T OPLA TOV.

TuvepyaTikn padnon

H épevva oto ydpo ™G ovvepyaciog, ¢ Hadnong kot Tng emkowmviog HEG® LTOAOYIOTH
(CSCL, CSCW, CMC) omoteAei medio amd t0  omoio pmopodue vo avTANcovLUE oToryein
€POPUOCIHE GTO TEJI0 TV ToAvypNoTiKdV moyviolwv (McGrenere, 1996). Zopewvo pe
OTOTELEGLLOTO. EPELVAOV GTO YDPO TNG GLVEPYAGING, TNG HAONONG KOl TNG EMKOWOVING HECH
VTOAOYIGTH, 1| GLUVEPYOTIKT LAONon Qoiveton va givol TeplocOTEPO OMOTEAEGUATIKY GE GYECT HE
™ pLabnon 6to mMAAIGLo EVOG OTOKOD EKTOOEVTIKOD TtepiPdiiovtog. Méoa amd ) cvvepyacio ot
poONTEG pmOpovV  voL TETUYOLV  KOADTEPO HOONClOKG KOl SOMPOCOTIKE  OTOTEAECHATO
(McGrenere, 1996). Méow g ovvepyooiag kKol TG EMKOWOVIOG OVOTTOGGOVIOL YVOOTIKES
GTPOTNYIKEG OV OPOPOVV TNV TOPOLGINOT EMYEPTUATOV TPOKEWEVOL va Avbel e dtopovia
(Nastasi & Clements, 1993). H facedion 660 t0 dvvatdv peyoAdtepng aAAnAenidopaong,
apofaiov avioAlay®v Kot EKTEVOV cuiNTAGEWOVY, o€ avTifeon [e dpaoTnpLOTNTES Kol 0dnyieg Tov
neplopilovy Kol TLMOTOOVLY TNV GAANAEmIOpacn, mPowHovV TNV KOTOVONGN EVVOLDV Kol
cupupdrovv oty avamtoén apnpnuévng okéymng (Cohen, 1994). Ynd oavt v omtikni, TO
TOAVYPNOTIKG oy vidlo EYovv T duvatdTNTo Vo TPO®HHcoVY HECH TOV OAMAETISPACE®DY OV
AVOTTVGOOVTOL, GUYKEKPLUEVES, TOVAGYIOTOV, YVMOGTIKEG, KOWMVIKES KOl VONTIKES de&10TnTeC.

H épeuva yio TNV omoTELEGUATIKOTNTA TOV TOAVYPNOTIKOV ToyVidldv dev pmopel, o€ kapio
TEPITTMOT), VO TEPLOPLOTEL GTO OMOTEAEGUATO TNG £PELVAS YOP® OO TIG LOONCLOKES EMMTOCELG
cuppatikdv mEepParlAdvTev cuvepyaciog kot ekmaidevong. H dour, to mepigyduevo, ta
YOPOKTNPIGTIKA TOV TEPPAAAOVTOG KOl Ol AAANAETIOPAGELS OV avamTOGGovTal PEsa og évo TTATT
S10pEPOVY KATA TOAD OO EKEIVOL EVOG KAEIGTOV KoL TUTOTOMUEVOL padnctakod mepiBailovtog.
Mopoét vadpyovv, vy mapdderypa, oe éva TIAIT yevikég katevfdvoelg yioo v vmdbeon g
dpdong, M doun g apnynong eivar yodapn kot e€opTdTarl amoKAEIOTIKG Amd TG EMAOYEG TOL
xpnot (interactive narrative). Xg k@moto moyvidlo, oKOMO KOL 1 EUEAVIOT] TOL NPOQ
Sopopeavetat avaAoya pe TG Tpdéelg kot v mopeia tov oto maryvidt (Fable).

TavtétnTa KO avovopia

210 mepidrrov evog ITAIL cvykevipdvovTol TOIKTES SLOPOPETIKAOV EMTESWMV, NAKIDV, VA0V,
€0VIKOTNTOG, OKOVOMIKNG Kol KOW®VIKNG 0éonc. Avtd mov kobopilel, Opwe, ™ 0fom TOL
YOPOKTNPO. GTO TaLYVIdL Eivan 1 TPOGPOPA, 1 GLUTEPLPOPA KOl ) GUVOPOLLT TOV GTNV EMiTEVEN TOV
TEMKOV Kooy 6toY0v. Agv mpémet va mapaPrepdel To yeyovog 0Tt 610 TANIGLO £VOG O VIGO0 O
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moiktng etvan glevBepoc vor emdé&et o 610G TV TaVTOTNTA TOV PECH GE OVTO KOt VO SIOUOPPMOEL,
avaloyo pe T embopiec Tov, To O1KO TOL €KOVIKO €awtd. To Oépa g TawtdTTOG OF éval
Srodiktvakd TEPIPUALOV EYEL AmMOTEAECEL OVTIKEILEVO HEYGAOL OYKOL épguvag. Bempeitar OTL 1
SuvaTdTNTA TOV SiVETOL GTO YPNOTN Vo EMAEEEL TOV YOPOKTHPO TOV B0 TOV EKTPOCHOTNGEL HEGH
670 MEPIPAALOV KOl 1 avevopio mov pmopel vo datmpnoet, aveEopttmg eOlov, edvikdTrac,
NAiog, Tov divel Kot v glevbepio vo ek@paoTel KoL vo GLUUETAoKEL amehevfepmpévog amd
TPOKOTAANYELG KOl KOLWVAVIKOVG, QUAETIKOVG Kot GAAovg ocvvagpeic meplopiopovs. H €ddenyn
otoeiov mov mpodidovv T B€om M TNV OWOVOMIKT KOl KOW®MVIKY KOTAGTOGT TOV OTOUOV
ouvterel ot dnpovpyia gvdc mo dnuokpatikov mepiBdiiovtog (Harasim, 1987 oto Eastmond,
1996) kabmdg o1 GLUUUETEYOVTEG OVTIOPOVV OTIG TPAEElG Kot To. oxOAla KL OYL 6TO 1010 TO GTOpO
(Henri, 1994).

Kowaovikég aliniemopaocelg

Inpavtied otoryeio Twv TTAIT eivor kot o1 GAANAETIOPAGELG TTOV OVATTOGGOVTOL KOTO T S10pKeEL
0V 0oV TOV TOVISWD. AVTEG Ol OAANAEmMOPGCE £XOVV  EVTOVE KOW@MVIKY JldoTooT).
Ipokepévov vo pedemBodv pe emrvyio avtég ol aAAniemdpdoseic, eivar omopaitnTn o
OAOTAEVPT] TTPOGEYYIOT TOVG, Omd SOPOPETIKA epgvvnTikd media, Ommg vmootpiler kot o
Manninen (2000) o omoiog acyoAnOnke e TG AAANAETIOPAGELS TOV AVORTOGGOVTAL GE AIKTLOKA
Ewovikd IlepiBdrriovta - vroAoylotikd meptBAALoVTo OV TPOGOUOIDVOLV YMDPO UAANAETIOPAONG
atopmv - kot ewdkotepo oe Awrtvakd IMoyvidie. O Manninen mpoteivel e avt T pEAETN TV
EPAPUOY] KOWOVIKGOV HOTIB®V amd Tov Tpaypatikd KOoHo mov Oo 0dnNyNnoel 68 mo «evYpNoTES
Kol omodeKTEG AVOEI» (uetdppoon tov ovyypaeéa). Edikotepa pe v epapupoyn g Ewoviknig
Ipoaypotikdémrag oe moryvidwo, o peaMopds tov mepiPdAroviog avédvel v aicnon g
TPAYLLOTIKNG TOPOVGING GTOV EIKOVIKO YDPO Kot EUTAOVTILEL TIG KOWVMVIKEG AAANAETIOPAGELS TOV
avartooocovtar (Lombard and Ditton, 1997) 1060 ®CTE Vo TOPOTNPOVVIOL GUUTEPIPOPEG
avtioToryes e eketveg Tov mpaypatikol koouov (Gee, 2003, oel. 172).

Ewkovikég KowvoTnTeg

Ot KOWOVIKEG OAANAETIOPAGELS TOV OVATTUGGOVTOL GTO TAAIGLO EVOG TALXVIOOV OE GTOUATOVV
pe To TéAOG TOL Ty VISIov. AvtifeTo emeKTEIVOVTOL KOL GTN ONHOVPYiK EIKOVIKOV KOWOTHT®V,
SIKTLOK®V TOTOV e TANPoPopieg Yo To mayvidt, dtadikTvakés cuintnoelg o€ chat room M péow
NAEKTPOVIKOD ToYLOPOUEIOV OOV Ol TAUKTES OVTOAAAGGOVY OTOWELG, GLUVEPYALOVTOL TPOKELUEVOD
VoL SNHOVPYHGOLVY -0l O EUTELPOL TOVAGYIOTOV TOUKTEG- VEEG TOPOAAOYES TOL Taryvidloh (MODs,
2003), axdpo Kot 6 GUVOVINGELS GTNY TPAYHOTIKY Com.

H dnuovpyia eikovikdv podnoiokdv Kowottov dev amotedel VEosUPaVILOUEVO  QAVOLEVO.
Hopd to yeyovog 0t epyadeio dnmg Ta newsgroups, ta discussion fora, To chat kot to nAektpovikd
UvopaTe arotelodV Guvi0glg Aettovpyieg CUUPOTIKOV NAEKTPOVIKGV TEPPaAAOVTOV HaOnomng &
amootdoem (e-learning environments) op@eopnTioyo &ivar 10 KOTG 7TOGO GLUPAAOLV
OmoTEAEOHOTIKA TN dadkacio. g pabnong. Avtd oeeiletar, Oyt ot QOGN CVTOV TOV
epyaAeiov, OoAGA 670 OTL dev  YPNOIUOTOLEITAL EMOPKAOG TO OSLVOKO Tovg. Ot pabntég
avaykalovior amd eEMTEPIKOVG TAPEYOVTIEG VO TO YPNOLUOTOGOVV, OTMG, Yol TOPAUSELYLLA,
TPOKEWEVOL Vo oTellovv o epyacio. OTOV eKmAISEVTIKO 1 VO KAVOLV pio €pMTNCYN OF
EKTdELTIKOVG 1 ovppadnTég. O aAMNAETOPAGELS TTOV aVATTOGGOVTOL LETAED TV podnTadv givor
TEPLOPIOLLEVES G OYKO Kot mototnta (Bagherian & Thorngate, 2000, oto Nichani, 2000).

Avtibeto, O0tav TéTOOL €id0VG Agttovpyieg TOmOOETOOVIOL OTO TAMIGO €VOG TaLVISoL M
GUUUETOYT TOV TOKTOV avEGveTatl. AkOpa Kt OTav TETOEG AEITOVPYiES OEV EIVOL EVOOUUTMUEVES
61N S1d1KAGI0. TOV TALYVIGLoD, 01 {8101 Ol TAIKTEG dNLLOVPYOVV pe SIKN TOLG TPMOTOPOVALN TETOLES
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kowottes. H evepydg ocvppetoyn tov muktdv evog TTAIL oe avtod tov €l00Vg TIG EIKOVIKEG
KOWOTNTEG KO 1) GUVEXNG EMKOWV®VIa LETOED TOVG Eival anapaitnTeg TPOKEEVOD Vo emitevydel o
0TOYX0G Kot vo ohokAnpwOel pe emtvyio to moaryvidl Ov moikteg avtaAldocovy cupPovAéc,
00MYieg, OMOYEIS KOl GTPATNYIKEG TPOKELEVOL VO, VIEPTEPTIGOVY TOV OVTITAA®Y TOovS. Me Alya
AdY10, TO YEYOVOS OTL AT TOL EPYOAEIR ONUIOVPYIOG KOWVOTNTOV EIVOL EVEOUATOUEVE GTO TAOIGLO
TOVL GUYKEKPLUEVOL TTEPIBAALOVTOG Kat AppnKTa Sepéva e TN Agttovpyia Tov, avédvetl Katd moly
TOV OYKO Kot TNV TOo0TNTe TOV CAANAETIOPECEDY TOV GUUUETEXOVIMV OE OVTEG TIG ELKOVIKEG
KOWOTNTEG.

IMPOYHOGEXEIX EPAPMOI'HE XTHN EKITAIAEYTIKH ITPAZH - O POAOX
TOY EKITAIAEYTIKOY

Ot dvvatdmteg mov mapovstdlovy ta moryvidia kot mo cvykekpipéva to [TAIT dev anokAeiovv
Kot v Omapén cuyKekpUEVOV aduVOdV 1 TPoVTOOEcEMY TPOKEEVODL VO AELTOLPYNGOLV
0OoTh otV ekmodevTIKy dladikacic. Edwotepa, yio va ypnoipwomombei éva IAIl oto mhoicio
™G oyoAkng aifovcog amarteiton d10itepn TPOGOYN OO TOV EKTAOELTIKO G€ OEpaTo OTWS TO
TEPLEYOUEVO KOl 1] SO TOV TOLYVIOIOV, 1) EXOQT LE AVOVVLOVG TOIKTES SLUPOPETIKAOV NAKIDOV Ko
EMMESOV EUMELPIOG KO O OYESAGUOG TG EPAPUOYNS TOL 6T SuKTIKY TPAEN. O EKTOISEVTIKOG
0o maifel kabopiloTikd poAO 0T docPAiion TG modTNTAG TG LABNGNG AAAG Kot 6TV gvicyvon
™G ovppetoyng tov padntov (Feenberg, 1989, oto Nichani, 2000).

Av ko moh0 Atya TTAIT £xovv oyediaotel TPOKEUEVOL Vo avTATOKPIOOVV GE KATO0 EKTALOEVTIKO
GTOY0, VPOV, OGTOGO TOLYVISLOL TOV TO TEPLEYOUEVO TOVG Umopel Vo amoTeAécel Baomn Yo ™)
SdaokoAio kamolg eKTodeVTIKNG evomTog. To mayviolr Age of The Empires, yio mopadety Lo, To
omoio amotehel vo omd TOL ONUOPIAESTEPH NAEKTPOVIKA ToyVidte pe duvatdTnTa S1dIKTVOKOD
TOLYVIOI00, avapépetol oty eEEMEN TOMTICU®V OTWG 0 EAANVIKOG, 0 pOUAIKOS 1) 0 KvE(IKog, TNV
KOW®VIKY SO Kot v opydvoeon g moitteiog kot tov otpotov. To The Sims Online avopépetat
oV ovantuén Tov avOpPOTOV KOl TIG KOWMOVIKES, OTOMIKES KOl EMOYYELLOTIKEG TOV OVAYKEG.
Tétowov €idovg maryvidie pUmopodv vo ¥pNoLLoTomBovy otV eKTOOEVTIKY TPAEn Kot L Tov
KOTAAANAO EKTOOEVTIKO GYESAGUO VO AOOVmBOHY GToLEl0 TOVG TPOKEUEVOL VO VTOGTNPLYDel
0 S100KTIKOG GTOYOG.

MMopdAinia, ov Kot T0. NMAEKTPOVIKG TToryvidlo propodv va vrootnpi&ovv v emitevén evog
S1d0KTIKOD 6TOYXOV, O TPémel Vo GLVIVOGTOVY Kot He GANO EKTOLOEVTIKG HEGO, £TOL MOTE VO
Swceoiiotel 1 duvatdta yevikevong g deE0TNTG 1 TG YVAOONG KL 1] EPUPLOYN TNG KOl O
Ao media (transfer of knowledge). O Squire (2001) ava@épet YapoKTNPIGTIKE TO TAPAIELYLLO. TOV
Swndedopévon moyvidov Civilization I (Zyqua 2): mTopodTL T0 Toyyvidl pmopel vo @Eépel TOVG
nobntég oe emapn He YEOTMOMTIKA Kot kowvovikd Béuata, avtd de onpaiver 6t mailovrag, o
UTOPEGOVY Ol HOONTEG VO KOTOVOTIGOVV OIKOVOULKG 1) KOWMVIKG QUIVOUEVO TNG TPOYUOTIKNAG
Comg. EmmAéov, eivan mBavo, 1o moryviol va mpokaiécsl mapavonoelg otovg xpnotes (Kolson,
1996). To Oépata pe to omoio acyoleitoan 10 KGOe oy vidl amlomolovvTal, Ve GLVONKES Kot
napdyovieg mapovctdlovior oe meplopiopévo Pabud. O ekmardevtikdc Oo mpémel vo. oyedidoet
KOTOAANAO TNV €QOPIOYY TOV ToLyvViSov ot SBaKTIKY TPEEN Kot va GuvodedoeL To matyvidt omd
ou{nToeLs Kot EMTALOV dPAGTNPLOTNTES EKTOG VITOAOYIOTH €101 doTe va emfefarwbel n emitevén
TOVL GTOYOV.
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Zynua 2: O06vn am6 to maryvidr Civilization 11T

T va givan Betikn ko emoucodopntikny po gpmepio og éva [TAIL amarteiton €vag eAdyiotog
opOudéc mowktav (critical mass) (Dyck et al., 2003). 'Eyxei, yio mapddetypo, mopotnpndei
SVCoAPESKELD AMO UEPOVG TOV TAIKTOV €VOG GLYKEKPLUEVOD diktvakod mayvidiod (MMORPG
Gamer, 2004) kaBdg dev vpyoV apKeTol TOIKTEG 6TO TaLYVidL, Kt £T01 eEENEWmOY ONUAVTIKOL YioL
™mv emPioon TV VIOAOWOV TOKTAOV HEGH 6TO ot Vidt porot, 0TS TpounBevTtég TpoPNg, koK. O
eKTOLOEVTIKOG o TPEmeL va TPOETOdoEL KOTAAANAG TOVG PLOONTEG TOV KOt VO SLOVEILEL TOVG
POLOVG TOVG, £TGL MOTE VO UTMOPEcEL Vo eEAEYEEL, v PépeL, T oVGTacT Tov mAndvouod mov Oa
GUUUETAGYEL OTO TTOYVIOL.

Kotd ) dudpketa tov dradiktvakod moryvidiol ot Taikteg avapévetat va £phovv cg enapn Le To
EUTELPOVG TAUKTEG TOL OTOXO €YOLV OYL TN oLvePyacio OAAL TOV OVIOYOVICUO KOl TV
ATOUAKPLVOY TV 7o advvapmv moktdv. Ot zmepiotactokoi maikteg eivar mbavd va
amoBappuviovv amd Tov avVIoY®OVIGHO E01KOTEP OTAV OVTITOAOL TOVG £ivol TOALOTEPOL KAl O
éuneipot maikteg (Electronic Gaming Business, 2003).

H ovovopilo tov Toktdv Kot 1 entkovovio Tov pobntodv te dyvootoug Tpog ovToVs ToikTeg
gvoéyetar va KpOPeL kKivdvvoug, Oyt 1060 GTo TACIGIO TOL 1310V TOV TOLYVISIOL GAAG KOTd TV
EMKOWVOVIOL TOV TOIKTOV 0€ OOIKTVOKEG OVINTACEG N HE TNV OVIOAAQYT MNAEKTPOVIKOD
toudpopeion. Ot pabntég Bo mpémer va evmuepBovv yi TOVG KWSHVOLG AVTOVG KOl VO
kaBodnynBodv €1t doTE va Py divouvy Tpocmmikd Tovg oToyeia oe dtopa Tov dev yvopilovv kot
nov eivan £€m amd To TG0 TOL EKTASEVTIKOV TEPLPAAAOVTOG.

Ievikdtepa, o ekmaudevtikdg Bo mpémer va dpa. cvvtovioTikd kot Kabodnyntikd, yopic vao
neplopiler v elevbepio TpmToPfoviiag Kot dpdong mov guvoel To matyvidl. Oa tpénel va oyediblet
NV €QOPUOY ] TOL moVdoy ot JOacKaAio Kol vo Tr ovvovdalel pHe TG KATAAANAES
SpacTnploTnTES, £T6L MOGTE Vo evioxvBovv 1o OeTikd oToryeion MOV Umopel Vo TPOGPEPEL O
S1daoKaAio To oy vidl Kot Vo TEPLOPLGTOVV EQV O)L KoL VA EKUNOEVIGTOVV Ol AdVVOLIES.
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YYMIIEPAXMATA

Ta miextpovikd moryvidi amotelovv TAELOV KOUUATL TG KOLATOLPOG HEYOANG Hepidag
mAnOvopod Tev vémv péypt kot 30 eTdv, eite OC Taryvidlo GTOV VIOAOYIGTY, GE TOLXVIOOUNXAVEG 1|
péow dktvov. Tapd Tovg TPOPANUATIGHOVG Y10 TV EMIOPACT TOVG GTOVG YPNOTESG, EPEVVEG EXOVV
deikel 6TL Eyovv T dvvatdNTa, KVPInG AOY® TG EAENG TOL KIGKOVV GTOVG YPNOTES, Kot KATM amd
TPOVTOHEGELS TOV APOPOVV TO GYESIUGLO, TO TEPIEYOUEVO Kat TN HEDOSO EVOOUATOONG TOVG 6N
S1b0KTIK TPAEN, Vo amoTEAEGOVV SLVOIKG eKTadELTIKG epyaleio. Avtég ol Tpovmobécelg Oa
npénel va Sepeuvnfolv Kot vo. KaboploTodv e GOENVELNL TPOKEEVOL VO KOTOPEPOVLE VO
oyedidoovpe kot va dnuovpynoovpe TTAIT kotdAAnio yuo v ekmodevtikny dadikacio. Ot
advvapieg Kot ot duvatdTTéG ToVG Ba mpémet va pekenBovv edv B€lovpe va evicyboovpe Kot vo
EKUETAAAELTOVLE TIG SUVOTOTNTEG TOVG Ko VoL TEPLOPIcOLLLE TIG advuvapies tovg. Eivar onpovtikd,
om¢ datvwvovy kot ot Lave koan Wenger (1991, oto Steinkuehler, 2004 ), va kataAidpovpe mdg
emtuyydvetor | pabnon péoo oe pn ovpPaticd mepiBdiiovia, ce aviibeon pe to cupPotikd
nepPdArov g tééng, TpokeéEvoy va TpombncovpEe TV ekmodevTiky Bempia kot mpan mépa
a6 Tpokabopiopéva Kot 6TepeOTLTO Opla.
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