HAektpovika mauyvidia - ZoBoapd rmayvidia Kat oxetkol 6pot

Nouwyvidia ko Bivteonawyvidia (Video games)

To mauyvibL mailel éva moAl onUOvTKO pOAo ot SLOOKTLKN KO YEVIKOTEPO TNV EKTIALSEUTIKNA
Swadikaoia. ESw &ev Ba avalucooupe authv tnv évvola oAAd Ba acxoAnBolpe pE TLg
£L6LIKOTEPEG EVVOLEG TTOU ELvaL TO NAEKTPOVIKO TtaLyViSL kot Lo l81Ka Ta coBapd mayvidia Kot
oL OXETLKOL OpoL.

210 TL onuaivel o 6pog mayvidt ol avBpwrol amavtolVv SLadopeTkd avaloyo He TO av
gnatéav n dev énailav Bvteomnalyvidia evw peyaAwvav. Auto eival Baotko {TnUa XAoUaTog
pLaG yevedg enetdn ta matdld mou €xouv LeyaAwoel amd thn Sekaetio tou 1980 £xouv ekteBel
og Buwreomnalyvidia oAokAnpn tn {wr Toug.

21N ouvéxela Ba pooTIaBooUE VO OPLOOULE TL onuaivel o 0pocg ravidt. Ta As€lka teivouv
va opioouv o malyvidlt w¢ cwpatikd 1 Slavontikd Slaywviopo, mou mailetal oUWV PE
OUYKEKPLUEVOUC KAVOVEG, UE OTOXO va SlookedAleL R va eMPpaBeUel TOUC CUUUETEXOVTEG.
Otav avalntdpe £vav opLoKO TOU TILO CUYKEKPLUEVOU Opou Bivteomaiyvibt, eival mbavo va
OUVAVTHOOUUE ula Tieplypadrn omwg "éva mayvidbt mou mailletal svavtio os €vav
urtohoyloth", to omoio Ba pmopolos va SlatuntwBel pe peyaAltepn akpifela wg "éva
maLxvidL mou mailetal otov umoAoytlotn". MNa va EKTANPWOOULE TTANPWG AUTOV TOV OPLOUO,
Ba pmopovoape va poteivoupe ta €N "Bivteomatyvibi: £€vag vonTIKOG SLaywVIoUOG, TToU
nailetal pe évav umoloylot cUUGWVa e OPLOUEVOUC KaVOVEG yla Puxaywyia, avaduyn n
vikn og éva otoixnua." (Zyda, 2005, o). 25).

Nouwyvionoinon (Gamification)
OpLouadg tng Nayvionoinong

Matyviomoinon eivat 6tav aAAG{oupe KATL IOV Sev gival mayvidt péow evoc mayvidiol 1 Twv
otolxelwv tou (van Grove, 2011; Werbach & Hunter, 2012). H Mawyvionoinon pnopet va givat
£va L£oO yla TNV poogAkuon urtaAAnAwv oe epyacisc (Reeves & Read, 2009), mpowOnon tng
ocuvepyaoiag (McGonigal, 2011) n BeAtiwon twv KATpwv (Zichermann & Linder, 2013). Ot
Deterding, Dixon, Khaled kat Nacke (2011) mpotewvav Tov 0pLopO TNG «TTOLYVLOTIOINONG» WG
«tn xpnon otoweiwv oxedioonc mayvidiwy oe meptBaiiovta ektog mayvidiou» (ogl. 9). Ot
Kim, Song, Lockee, and Burton, (2018, oe). 27) oto BBAio TOUG, XpnoLUOTIOLOUV £val TILO
OUYKEKPLUEVO OPLOUO yla va BonBrjocouv ToUG avayVWOoTEG VA KATAVONOOUV TNV £wold TNG
Tayviomnoinong mo kabapda.

“H moawyvioroinon eival éva cUvolo SpactnploTATwy Kol Stadlkaowwy ylo thv emniluon
mpoBANUATWY ¥pnolpomolwvtag 1 £papuolovtac Ta XopaKTNPLOTIKA Twv oTolyelwv tou
maLxvidLon”.

O mapandavw opLoPOoG lval apKETA ONUAVTIKOG YLO VO KATOVONCOUE TNV akpLBn évvola tng
matlyvionoinong yla toug akéAouBoug Adyouc:

e Mawvionoinon 6ev eival pla amAn dpaoctnplotnta oAAd £va GUVOAO OXETIKWV
5paoTNPLOTATWY KAl CUCTNHOTIKWY SLaSIKACLWV.

¢ H matyviomoinon Ba mpémneL va €XeL GKOTIO TNV EMIAUGN CUYKEKPLUEVWVY TIPOPANUATWY.



o H amAn xprion tg LNXaVIKAC TwV TXVISLWY, OTIw¢ KOVKAPSEC Kal Ttovtol, Sev Ba pEmeL va
Bewpeital matyvionoinon. H malyviomoinon mpémnetl va Baciletal ota XOpAKTNPLOTIKA TWV
otolyelwv Tou matyvislou.

ZoBapd nauwyvidia (Serious Games)

INuepa, o 6pog «ooPapd matxvidla» yivetal 6Ao kat o dnuodAng. Mia avalntnon oto
Google yia ta "oofapa mavidia" divel mepimou 887.000.000 emokePelg (06-10-2020). O
0po¢ £XeL KOOLEPWOEL OTIC LEPEG paG, aAAA SV UTTAPXEL EVAG LOVASLIKOC OPLOUOG TNE EVVOLOC.
Ta ocofapa mavibia avadpépovtal cuvnBwe oe malyvidla Tmou XpnoLUoTolouvTal yLa
gfaoknon, dadnuion, mpooopoiwon n eknaideuon Kal £ouv oxedlaoTel va ekteAovvTal o€
TIPOCWTILKOUC UTTOAOYLOTEC 1} KOVOOAEG BLVTEOTIOUXVIOLWV.

YUpdwva pe tov Corti (2006, ogl. 1) n uabnon Baociopévn oto maxvidt / coPapd mayvidia
«EXEL VAL KAVEL E TN HOXYAguon TNG SUVAUNG TWV NAEKTPOVLKWV TTOLXVISLWV YLo VA yoNnTeUoEL
KoL val EUTAEEEL TOUG TEALKOUC XPrOTEC VLA £VOV CUYKEKPLUEVO OKOTIO, OTIWE N AVATTUEN VEWV
YVWOEWV Kol S€ELOTATWVY

O Zyda (2005, oe).26) Sivel évav mo MiCNUO OPLOUO, OTOV OMOI0 OVASEIKVUETAL PNTA WG
CUOTATIKO N Yuyaywylia:

"YoBapo matxvidL: €vag vonTtikog SLaywviopog, Tou mailetal He €vav umoAoyloth ol udpwva
LE OUYKEKPLUEVOUG KOVOVEC, TTIOU XpNOLUoToLel TV Puxaywyla ylo mepaltépw KuBepvnTiKn
£TALPKN €faoknon, ekmaidevon, uyeia, SNUOOLA TIOALTIKA KOl OTPATNYLKOUC OTOXOUG
gmKowvwviag."

Katd tn ouykplon twv cofapwyv moyvidlwy Je Ta armAd rayvidla otov umoAoyloth, o Zyda
umnootnpilel 6tL Ta coBapd matyvidla £€(ouv KATL MEPLOCOTEPO Ao AmAn LoTopia, TEXVN Kol
Aoylopwko. Eivat n mpoaoBbnkn tng matbaywyiknic (dpaotnplotnteg mou ekmoldevouv
S8aokouy, petadidovrag €tol yvwoelg 1 Se€lOTNTEG) MoOU KAvel Ta malyvibia cofapd.
Qotoo0, Tovilel emiong OtL N MoldaywyLkr TPEMEL va €€APTATAL ATO TNV LOToPLa Kal OTL TO
otolxeio tng Yuyaywylag vo £pXETOL TPWTO.

To ocofapa malyvidio pmopolv va edappootolv ot £va gupl GACUA TIEPLOXWV
edappoyng, m.x. To oTPATO, TNV KUBEPVNON, TNV eknaideuaon, tnv vyeia. Eva mpwto Baotkd
£pWTNUA, 0Tav culnTaue yla cofapd mayvidia, eival TLTpAYUATIKA onpaivel n idla n évvola.
OL meploocotepol cupdwvolv os pa Pacikn onupacia OtL ta cofopd malyvidia sivot
(bndraka) maiyvidla mou ¥pNoLUOTIOLOUVTAL YL 6KOTIOUC AAAoUG amd Tnv amin Puyaywyia.
‘Eva 6eltepo evbladépov INTnua adopd TIC OETIKEC ETUMTWOEL TETOLWV TTAXVISLWY N
edbappoywv and ocuvadeic Kal HePKEG HOPEC AAANAETUKAAUTITOUEVEG TIEPLOXEC OMWC N
NAEKTPOVIKA LaBnon (e-learning), n ekmaidsuon kat Puxaywyia (edutainment), n pabnon pe
Bdon to mawvidt (game-based learning) kat n Yndlakn padnon pe Baon to malyvidt (digital
game-based learning) (Susi, Johannesson, & Backlund, 2007, ogA.1).

Ektdc amo ta mpodavr MAEOVEKTAUOTA, OMWE TO VO EMLTPEMETOL OTOUC HaBNTEG va
Blwvouv Kataotdoelg ou eivatl aduvatov va BLwoouV OTOV TPAYUOTIKO KOGUO yLa AGyoug
aodalelag, K6oToug, xpovou K.AT. (Corti, 2006; Squire & Jenkins, 2003), Ta coPapd rawvidia,
urntootnpiletal, OTL UMOPOUV £XOUV BETIKEC EMUTTWOEL OTNV aAVANMTUEN HLOC OELPAG
SladopeTikwv defloTNTwy Twv MAlkTwy. Napola autd, Sev LoxVeL OTL OAa ta Ttavidla eivat
KoAQ yla O0Aa ta padnolakd anoteAéopata (van Eck, 2006). Eva tpito evdladépov epwtnua



opopd TOUG EUTTAEKOUEVOUC TTAPAYOVTEG, TL.X. EPEUVNTEC, TIPOYPOUUATIOTEG TIAXVLOLWY Kol
TOUC KATAVOAWTEG, Kal TOUG POAOUC TOUG OFE QUTAV TNV QVATITUCCOUEVN ayopd (Susi,
Johannesson, & Backlund, 2007, ogA. 1).

ZoBapd mayvidLo Kol CYXETLKEG EVVOLEG

Ye oxéon ue ta coPapd matyvidla UTtAPXOUV OXETLKOL KOl PLEPLIKEG DOPEC ETLKOAUTITOUEVOL
Topelg onwg eilval n nAektpovikn nadbnon (e-learning), n exkmaidsuon kot Yuxaywyia
(edutainment), n paBbnon pe Baon to mawvidt (game-based learning) kat n Yndlokn pabnon
pe Bdaon to mauyvidt (digital game-based learning).

H nAektpovikn uadnon (e-learning) sival pa LAAAoV yeviKr £vvola TIou avopEPETal oTnV
EUMAOUTIOMEVN UE UToOAoylotr) Uabnon, otn padnon Paclopévn otov UTIOAoYLoTH, oOTNn
SladpaoTtikn texvohoyia kot ouvnBwe otnv €€ amootacswc Labnon. Ot TOAAEG TTPOOTITIKEG
TIou TPOodEPEL N NAEKTPOVIKA HABnon mpokalel cuyxuon Kot PLEPLKEC POPEG, OKOUN Kal
avtidpaoelg (Mason & Rennie, 2006). OxL povo £xouv amodobel dtadopeTikég Evvoleg otnv
NAEKTPOVLIK pabnon, aAAd o 6pog €XEL emiong aviikataotabel and alloug, Onwe n uadnon
UEow umoAoyiotri (computer-based learning), n kataption ue Baon tnv TEYVOAoyia
(technology-based training) kal n kataption mov Baoiletat os urtoAoylotég (computer-based
training), TOU OTNV MPAYUOTIKOTNTA TTPONYOUVTOL TNC MPWTNG avadopadg TNG NAEKTPOVIKNG
pabnonc ota péoa tng Sekaetiog tou 1990 (Friesen, 2009) 1) tnv mLo mpoodoatn StadikTuakn
uadnon (online learning).

H eknaibeuon kot Yuyaywyia Edutainment (education + entertainment) itov SnuodAng
Katd T Sldpkela NG dekaetiag tou 1990 pe TNV QVAMTUCOOUEVH OYOpPA UTIOAOYLOTWY
oA amAwy péowv (multi-media) (Michael & Chen, 2006). Y& yeVvIKEG YpaUUEC, N ekmaibsuon
kot puyaywyia avadépetal oe onolodnmnote i6o¢ eknaideuong mou SLaokeSAlel KO KL
av ouvbeetal ouvnBwg pe Pvteomaiyvidla pe ekmaldeutikols okomoU¢. H kUpla opdda-
otoxo¢ Nrav motdld TPOOXOAKNG Kol HIKPAG nAwiog, pe éudoaon otnv avayvwon, ta
poBnuatikd kot tnv ¢uotkr. Qotdoo, To AOYLOUKO TG ekmaibeuong Kol Puxaywylog
OMETUXE, KABWCE TO AMOTEAEGHA TOU MTOV QUTO TIOU TMEPLYPADETAL WG «BaPeTA Tayvidia Kot
pnabnon pe évtovn eEdoknon» (van Eck, 2006).

H puadnon ue Baon to maiyvidt (game-based learning, GBL) meplypadetol wg «€vag KAASog
TWV coBapwv MALXVISLWV Ttou aoyoAeital pe edpapoyEG TToU £xouv KaBoplopéva pabnaolakd
anoteAéopatay. ANoL Bewpolv OTL N pabnon pe Baon to mayvidt kat ta cofapd mayvidia
givat Alyo oAU ta idia (m.x. Corti, 2006). Z0pudwva pe tov Corti (ibid.), n uadnon pe Bdaon to
TaLXVioL €xeL tn duvatotnTa va PeATIWOEL TIG EKMALSEUTIKEG SpAOTNPLOTNTEG KAl TLG
MPpwWToPoulieg AOyw, T.X., TNC EUMAOKAC, TOU KLWATPOU, TOU TalyviSiol pOAwV Kal Tng
gnavaAnyuotntag (oL amoTuXNUEVEG OTPATNYIKEG K.ATL. pmopoUv vo. tpormonotnBoulv Kat va
Soklpaotouv ava).

H Ynetakn uadnon ue Baon to mawyviél (digital game-based learning, DGBL) oxetiletal oteva
ME TN pabnon pe Bdaon to mavidl, pe Tov MPOcOETO MEePLOPLoUO OTL adopd ta Pndlaka
maxvidia. JUupdwva pe ta Adyla tou Marc Prensky, n DGBL sival n «vedtepn tdon otnv
nAextpovikn uadnon» (m.x. Kiili, 2005; Squire, Giovanetto, Devane, & Durga, 2005). H DGBL,
urntootnpilet o Prensky (2001), Baoiletal oe SUo Pacika otolxeia. Mpwtov, Ta MPoTUNA
oKEPNC TwV pabntwyv onuepa £xouv aratel, SnAadn, oL onueplvol LadnTeg ival «ynyeveig
OUIANTEGY 0TN YAWooo Twv PndLoKkwy LEcwV. AsUTEPOV, AUTA N YEVLA £XEL BLwOEL pia pLlLKa



VEQ LopdI) TTALXVLOLOU UTIOAOYLOTH KOl BLVTEOTIOUXVLOLWY, KOL «QUTA N VEQ Lopdn Puxaywyiog
£XeL SLOHOPPWOEL TIC TIPOTWUAOELG KOL TI LKAVOTNTEC TOUG KoL TIPOCDEPEL £va TEPAOTLO
SUVOHLKO yla TN LABNoH Toug, TO0O W TaLdLd 600 Kot w¢ eVAALKeS» (ibid., oel. 6).

EKMOUSEUTIKO SUVOLKO GOBapWYV HAONHUATIKWY TTOLXVLISLWY

H épeuva £xel Seifel 0TL Ta coBapd mawyvidla pmopouyv va unootnpifouv TNV padnon twv
poBnuatikwy (r.. Baker, Martin, Aghababyan, Armaghanyan, & Gillam, 2015; Gaggi, Ciraulo,
& Casagrande, 2018; Gaggi & Petenazzi, 2019; Martin et al., 2015; Riconscente, 2013) kot
aUEAVOUV ONUAVTIKA TIE ETULSO0ELG TWV HaBntwv ota pabnuatika (.. Mayo, 2009) apkei va
gival owotd oxeblaopéva (m.x. Pelton & Francis Pelton, 2011; Kiili, Moeller, & Ninaus, 2018).
O Drijvers (2015) 8nAwoe OtL 0 oxedlaouog tou Pnodlakol epyoadeiou, o poAog Ttou
EKTIALSEUTIKOU KOTA Tn XpHon tou epyaleiou Kal To eKmalSeuTikO TAQiClo oTo omoio
EVOWMOTWVETAL N TEXVOAoyia €ival KplOLOL TTAPAYOVTEG YLO TNV EMITUXNUEVN EVOWUATWON
™¢ Yndlakng texvohoyiag otig tagelg mouv SL6AoKovToL Ta LB NUATIKA.

OL Gaggi kalL Petenazzi (2019) emeonpavov OTL TTOAA TEXVOAOYIKA €pyaleia Ttou
npoopilovtal va xpnowdomnotnBolv yla tn ddackadia Twv pobnuatikwyv oxedlalovral ano
£l6lkoU¢ TeXVoAoyiag Kol OXL oo ATOMA TIoU £XOUV EMiyvwon Twv TMPOoBANUATWY TNG
poBnuatikng ekmaibeuong. ‘Etol, TOMA epmoplkd moyviSla ylo Tto padnpotika
ETIUKEVTPWVOVTOL KUPLwE oTn SLadLlkaoTikh yvwaon Kal XL otnv evvololoyikn yvwon (Kiili et al.,
2018). Ektoc amod to va gival EAKUOTIKA, TO va mopouctalouv TIPOKANGCELS KOL VA TTAPEXOUV
ovatpododoTnon, To eKMALSEUTIKA TtaLyvidia Ba mPEMeL va mMopoucLAlouV XPHOLUO OTTTIKA
MOVTEAQ yLO TNV UTTOOTAPLEN TNG TTOPOYWYNS VONUOTOG, VO oXeSLAToVTAL yla VA LKOWOTIOLOUY
TLG ATOMLKEG AVAYKEG KOLL VAL EAAXLOTOTIOLOUV TLG TTEPLOTIACOUC, LEYLOTOTIOLWVTAG TAUTOXpOVA
N XpNOoTKOTNTA KoL TNV amoteAdeopatikotnta (Pelton & Francis Pelton, 2011).
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