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Evyapiotieg

[Ipwv v moapovcioon ovykekpévng epyoaciog owcBdvopar v vroypémon va
EVYOPIOTIOM TOVG KAONYNTEG KOl TOVG GLUPOLTNTEG TTOV YVAOPLOO, KOl GUVEPYAGTNKA

padi toug.

Tnv emPArénovoa kabnyntpla pov, Gotevn Hapackevd, yiati oe TtpofAnpata Tdve
oT1g Oewpiec MAONoNG TOL PE AmOGYOAOVCAV Y10 LEPEG PTOPOVGE VA PpeEL TN AVoT
péoa oe Atya Aemtd. IToAdéc @opég pdAoTo pOov £3vE LMKO. L€ OTOVTNGELS OF

EPMTNOELS OV OEV Ely0l Kav KAVEL LEGA LLOV.

Tovg kadnyntég Anuntplo Zapyov, Zopedv Petdin kot GAopa Morapatéviov. Anod
TIC OLOAEEELS TOV K. ZANY®V ElYOUE TNV TANPT EWKOVO TOV OKOONLOTK®OV EPELVAV KO
mpofAinuaticpmv oty Hiektpovikiy Mdabnon maykoopiog. And tic StoAEEEIS TOL K.
PetéAn v minpn ewova g Hiektpovikng Mabnong amd t 6KOmd TV EQapLOy®V
TOVG G€ TTPOYUATIKEG CLUVONKES Kol amd Tig dtahéEels TG K. MaAapatéviov v TAnpm
gwova g ocoumievong g HAiektpovikng Mabnong pe tig e€eligelg ommv Avéivon

[TAnpopoplakdv Zvotnudtmv.

Téhog d0ev Bo pmopovcoa va TOPaAElY® Vo, EVYOPICTHCMO TOVS GLUPOLTNTES OV
Baoiln Baotleiov kot Evtuyio Mopaitdkn. OAn avt) v mepiodo 10 Opopo Tov
Boaociin ka1 o peariopog g Evtuyiog Ntov ot wdovikol KataAdTeG Yo ToV KPITiko

OVOGTOYOGHO GTOV KATULYIGHO TANPOPOPIDV TOV OEYOLACTAV.
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Hepiinyn

H mapovca perétn agopd v Kataokevny 0dnyod BEATIOT®OV TPAKTIKOV OVOTTUENG
Kol xprong Exmaidevtikdv mopmv kot otov €Kovikd ynotokd kécpo tov Second
Life. Meydlotr exmodevtikol opyoavicpoi mpocsavatoAilovtor to TeEAELTOLN YPOVIOL
OTNV EKTOOEVTIKY| 0E0TTOINGT TPIOIACTATOV EIKOVIKOV TEPPaALOVTOV pabnong. To
Second Life Aoym ¢ peydAng eumopikng emTuyiog mTov YVOPIOE OMOTEAEGE TOAO
ENENG Yoo TANO0G EKTOOEVTIK®V OV EUTAEKOVTOL UE TOV éva 1 PE TOV GAAO TPOTO
OTNV EKTOOEVTIKY O1001KOGI0. AVOUEVOUEVO NTAV TS OPYE 1 YPYOPO Kol GTNV
EXLGda ekmondevtikol va mpoosmafncovy vo SlEpEVVIGOVV TIC SLVATOTNTES TOV VEOU
avtoy pécov. Omwg cvpPaivel pe moAlodg vemTEPIGUOVS GTO YDPO EKTAIOELONG
apywa yivovror Oektol pe peydAo evBovotaocpud Kor Otav - oVTOC  TEPAOEL
gyKataieimovrat.

1o Second Life to mpoPAnua avtd ivor evtovotepo Kot Uropel va cuvoylotel 6Tnv
e&ng mpotaon: «Katéfaca to Tpdypappa, EKava yypoen, TEPmAAVHONKL GTOV YOPO
OAAG TOPA TL». AKOUO KOL OV O EKTOLOEVTIKOG KATAKTNOEL Pacikég 0e510TNTES TOV
TPOYPAULOTOS TO EMOUEVA TPOPAHoTa TOV €VAOY B avTieT®icEL givat: Tov Ba
Bpet kot g Ba xpNoPonTomcEL EKTAOEVTIKOVS TOPOLS OV £XOLV NNON dnpovpynOet
and dAlovg; Meyddo tpofiquata Oa avipetonilovyv oto Second Life kot ot 'EAAnveg
EKTOOEVTIKOT OV BEAOLV VAL KATOGKELAGOLY  EKTOIOEVTIKOVG TOPOLS Kol
dpactnploTeg. Agv VIAPYEL  £vol onuelo avapopds oto omoio va Ppiokovtal
CLYKEVIPOUEVO OAoL ToL GTOLYElR EKETVOL OV PTOPOVV VoL Tovg PBondncouvv kot aKopLo
TEPLOCOTEPO OEV VIAPYEL €VOG OVOAVTIKOG 00MYOC KOTAGKELNG OVTIKEWWEV®DV (T.X.
Building, Scripting) o omoioc Oa kével Tpaén éva amd ta PACIKE ETLYEIPTLATO QVTOV

oL Voot Pilovv EvBepua Tov E1KOVIKO 0VTO KOGLO .

o va emAvBodv ta mpoPAnuata mov avaeépdnkay mopamTave amouteitor 1
KOTOOKELT 00N Y®V oL Ba amevBHvovtal otov exkmodevTikd. To KOplo EpELVNTIKO

EPOTNIA ETOUEVMG OTO 0010 Oa amavToeL VT 1 LeAe etva:

-Ilog 0o viomomBei évag 0dnyog pe Tig Béhtioteg TlpakTikég Avantoéng km

Xpiong Exradgutik®v topov ko 6to Second Life;

AgutepevOVIMG Kol KUPIOS O TTLYES TOV TAPUTAVED EPOTHHATOS B amavtnBolv Kot

TO, TOPOKAT®:
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- Hog 0o dwwpopemBei 0 001Y0g Y10 APYAPLOVS KOl TOS YO O EUTELPOVS

YPNOTES — EKTULOEVTIKOVGS;

- IMow Oa givor To S1oKPITA PEPN TOL 001Y0V KoL o€ Tl 00 amooKomel KGOe

£va 0o avTa;

H oamdvinon oto mpdto epdtnua divetor Tp®TICT®G 0TV EXOUEVN EVOTNTO. XTIV

evotta YAomoinomn anavtipe oto ETOUEV VO
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M£00d0g ™0 'Epevvag

H’ Epgvva Apbiong

[Tpwv avardPooue po perétn Paciopévn oty ‘Epgvva Apdong Ba mpémet apyikd vo
avapotnBodue: «Tt eivon n "Epgvva Apdong». To epatnua avtd eysipet e ) oepd
oV 000 akopa epotuata: «Tr etvan Epguvas» Kot «Tt elvan EKTOOELTIKN £pguvas».
[Mog amavthpe Opwg oe avtd to epotuate; ‘Evag amotedeopatikdg tpdmog yio va
yiver autd givor va ta. Tomobetnoovpe otn 6EPd, EEKIVOVTOG Amd TO Mo YEVIKO Kot

KOTOAYOVTOG GTO 7O E101KO:
- Tieivan €pevvay
- Thetvan ekmondevtikn £pevva
- Tiretvar n €pevva dpdong;

Ao ta tpio epotpoTo TO 7o YeVIKO gfvar 10: « Tt etvan €pevvasy Q¢ apetnpia, Ha
Nrav YPNOo v €EETAGOVUE KATOL KEILEVOL T OTTOT0 TPOYUOTEVOVTOL U0 EVPEin
YKApo mpoceyylcemv TOL EUTAEKOVTOL OTNV €pevva. AVTEG amoKoAOTTOLV OTL
vrapyovv: 1) [ToArol dtapopetikol TOmot epevvadv kat 2) TToAAEg omTucég Yo T @von

™G KOs piag, mwg Oa mpémet va exteAeital kot Tt Bo TPEMEL VoL GKOTEVEL VAL ETLTVYEL.

Mo mopdderypo av mpaypatevdpocte kKowovikés épevvec o Robson(Robson, 2002,
0el.26) mapobéter TG  aKOAOVOES:  «EBVOYPAPIKY), TOCOTIKY EMICTNUAOV TNG
CLUTEPIPOPAS, POULVOLEVOAOYIKT], EPELVA OPACTC, EPUNVEVTIKT, £pevval aloAdYNoNG,
QEUVIOTIKT, KPUTIKY, KOWOVIKOV EMGTNUOV, GTOPIKO-GUYKPITIKY OVOAVOT] Kot
Bewpntikr épevva.y Oa. NToV YPNOIUO Vo cLYKPIVOLUE TN AMoTta auT pE KAmolo
napodeiypato. wov mwpooeépoviar amd tov Blaxter(Blaxter et. al, 1996, cel. 5):
«OYNG, EQOUPUOCHEVT KOl OTPOTNYIKY £PELVO, TEPLYPAPIKY, EPUNVEVLTIKY Kol
OTOTIUNTIKY £PELVO,  €EEPELVNTIKY, £PEVUVA SOKIUNG KOl €miAvom mpoPAnudtmv,
OCLYKEKOAVULEVY, OVTITOPOOETIKY] KOl GUVEPYATIKN £pEvva, PACIKN, EPOPUOGUEVT,

EPYOOTNPLOKN KOl EPELVA OPACTCH

Orav dwPalete tétown yevikd keipeva Oa Tapotnpnoete TOAEG AVOPOPES GE OVTOV

gldovg Tig épevves. Xe owTO TO oNUEio €ivol OMUOVTIKO VO GLYKPATNGETE KATOLL
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ovol®on onueio. Katopydg un pnepdevteite Kot un 6og OmocmTovV TNV TPOGOYY Ol

TauméAEG o€ OAA VTA Ta €101 TV gpevvdV. Avtifeta avapwtndeite:

1) Tuv €idovg mpokTiKEG eUmMAEKOVTOL GE €pevveg OMMG 1 épguva - dpdons, m

ebvoypapia, n Epevva aEloAOYNONG KTA.;
2) Me mown emyelpnUOTOAOYio TPOGPEPOVTOL TETOLEG TPUKTIKECS;

Yéyvovtog vy opoldtTnTeG HETOED TOV TOUIOV TOV EPELVOV. TOL TOPAHETOVY O
Blexter kot o1 ocvvepydteg tov(Blaxter et al, 1996, cel. 5) Ppiockovpe t0 €ENC
MIKOVIKO GUUTEPOCHLOL: «TO BAGIKA YOpOKTNPIOTIKA OV popalovior OAES VTG Ot
épevveg gival OTL 0TOXEVOVV GE GYESIOGUEVOVS, TPOGEKTIKOVS, GUGTNLOTIKOVS Kot
a&lomotovg TpoOmovg Yoo Pabvtepn Katavonon tov OEpatog mov  gpsgvviTot.
Yayvovtag v katdAAnAnN pebodoroyio yia Eva 00NY0 6TV EAANVIKY YAMOOO Y10l TO
Second Life givor moAd g0xoAo vo xaBodpe Kot Yo avTd oG KPUTHGOVE Lo EDKOAN
Kot oA TpoOTn damictoon: Xpealodpoaote pio Paddtepn kaTovONoN TOL EIKOVIKOD
avtod kocpov. Topa, VIapYEL KATOO TAPAOELYHO 6TO EEMTEPIKO TOL UTOPOVUE VO
€Yovue KAt vou evd ouvveyilovpe g avaivon pog; YTdpyel, Tpoépyetal omd v
Joint Information Systems Committee (JISC) g Meyding Bpetaviog ko Aéyeton
«Getting Started With Second Life».

‘Exet e€apetikng onpociog ye. 6Tt TOVUE 6T GLVEXELD TO YEYOVOS OTL 0 0dNYOS NG
JISC d¢gv &yetl ypaotel pe kamowa Egkabapn pebodoroyia. ‘Exel dpmg éva EekdbBapo

okomd: Na fondnoet tov exmadevtikd mov o epmhakel pe to Second Life.

Emotpépovpe opwmg Eavd yio televtaio @opd oTn YEVIKOTEPT £Vvoln TNG EPELVOG
kabmng kol oe 6ca €yovpe Ol oG TOpa amd Tovg Robson kot Blaxter. Ag
avapotnBodue Aowdv T mEPLYpALLaTa Hag £000aV Ol GLYYpaeic avtol Kot €6v
VILAPYEL KATOWO EVOLAKPLTY JPOPA GTOV TPOTO 7OV CKlaypaPovv TNy épevva. O
Bassey(Bassey, 1999, cel. 38) &yovtag avapmtOei to 1610 apyd epotnua « Tt gival
Epeuva;y €xel amoeoaviel: «Mwol GLOTNUOTIKY, KPITIKY KOl aLTO-KPITIKN ovalntnon
TOV GTOYEVEL VO GUVEIGPEPEL GTNV TPOOOO TNG YVOONG Kot TG copiag. Agv otapatd
OLmG kel apod TPoYmPA Kot amavtd oto epmTnua: «Tt elvan exmadevtiKng Epevva»
Térow €pevva vrootpiler Ot «elvar  KprTikn avalTnon TOL CGTOYEVEL GTO V.
OMOEL TANPOPOPIES Y10 EKTOUOEVTIKEG OMOPAGEIS TPOKEWEVOL VO PEATUDOEL TNV

exmodevtikny  Opacn» (Bassey, oel. 39). X210 emimedo oavtd pmoOpovUE VA
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OTOUOTNOOVLE Y10 Alyo Kot va dovpe Eava gite Tov 0dnyo g JISC eite tov eAAnvikd
odnyd mov Béhovpe va katackevdacovpe. Kot ot 600 odnyoi Bélovv va ddcovv
TANPOQOPIES Yo [io CLYKEKPIUEVT amd@acn Tov BEAEL vo Thpel Eva EKTAOEVTIKOG:

«Na xpnowporooet o Second Life yio exmodevticodc 6Komovoy.

Ao TG apykég epmTNoES pog pia lvatl avtn mov €xel petvel avamavint: «Ttetvor
n ‘Epevva Apdong;» TIpokeipévou vo dOGovIE TANPT OTdVTNon GTNV EPMTNON 0VTH

TaPABETOVE KATOLOVG YOPAKTNPIOTIKOVS OPIGLOVG:

«H "Epgvva Apdong sivar po Tpocéyyion n onoio £xel amoderyfel 6t eivar daitepa
EAKLOTIKI] OTOVG EKTALOELTIKOVS €EonTiag NG EH@AoNnG Tov divel 610 va AVVEL

npofinuatoy (Bell, 1999, cel. 10)

«H “Epevva Apdong mepthapfavel T GLALOYN Kot EpUNVELR OEGOUEVOV TPOKELUEVOD
vo yivel KoADTEPO KOTOVONTH o OTTIKY NG pabnong M g owackoiiog Kot to

OTOTEAECUATO  OVTMOV VO EQOPUOCTOVY.  (OGTE Vo fondncovy TPAKTIKA TOV

eknadevtiko» (GTWC, 2002, ceh. 15)

«H “Epgvva Apbong etvor pio omelpogdng euEMKT otadikosio 1 onoio EMTPENEL TN
dpbon(arrayn, Beitioon) kot otnv £peuvo(KOTOVONOT), YVOGN) VO ETLTLYYAVOVTOL

v idw otrypny (Dick, 2002)

«H Epegvva Apdong givon £vag 0pog Tov YPNCILOTOLEITOL Y10 VO TEPTYPAYEL T LEAETN
7OV KAVOLV €181KOT GTN OKN TOVG TPUKTIKY TPoKeLEVOLD va Bertimbovv.» (GTGW,

2002, ceh. 15)

O1 opiopoi avtot avromokpivovion kaAdtepa oty mpoonddeio pag vo eENynoovpe
ywtt 0 Odnyog pog yuo to Second Life gumintel oty katnyopia g Epgvvag Apdong
£0TM KOl O OTIYIMOTLTTO THS EVAOCTC TV OPIGUMV aLTOV. AG TAPOLE AOTOV apyikd
TOV. TPAOTO. OPIGHO. XAPOKTNPLOTIKO TAPAOELYHO GTNV EUPACT] TOL OIVOVLUE GTO VO
dwoovpe Aon ce mPakTikd mpoPAnua etvar n evotnta tov Baowod Odnyod oty
omoia divovpe GUUPBOVALS Y10 TO TOG Vo TPEEEL GOCTA KoLl YPYOPX TO TPOYPOLLO TOV
Second Life. Agv avagépovpe amid TiG AIYIGTEG AMALTIOEL, CLOTNHOTOS OAAQ
mpoomafovue vo, EENYNCOVUE GTOV EKTTAOEVTIKO Tt €ivan 1o lag ko Tt B mpémer va
K@ver oe k0Be mpoOPAnuo mov Bo tov mapovcactel. Xtov Odmyd Koartaokevrg

Avtikelpévov dev Aépe otov ekmandenTikd katéface 10 GIMP yuo va @TiaEelg veig,
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EEpovpe 0T umopet va yabel oe avToOV Kot Tov Bondape 6To TPOTE TOV PHOTO GTNHV

EQOPUOYN OVTY.

Ocov apopd Tov de0TEPO OPICUO GTO GKEALOG TNG GLALOYNG TOV OESOUEVAOV OpPY LKA
OLYKEVTPMOONKE 1] GLVIPUTTIKN TAEIOYN QIO TOV SIOOEGIUOV 0dNYDOV OVEEAPTNTWOS TOV
nov amevfvvovtay. XT0 GKEAOG TNG EPUNVELNG TOVG KPATNCOUE KOUUATIO TOV £YOVV
vonua ywo tov ekmondevutikd. o mopdostypo  amoppiyape  mwAnpoeopieg  mov
oyetilovtol fe TV EMYEPNUATIKOTNTA, TN dtaokEdaon KTA. Xtov Oonyd Kataockeung
Avtikelpévov ot Bepatikry evomra Building smilé€ape uépn amd Tov 0dnyo
KataokeLng aviikelwévav tov Jeff Heaton évavtt tov avtod mov mpoteivetal otov
odny6 ¢ Linden: «Creating your world: the official guide to advanced content

creation for Second Lifey.

2tov tpito opopd Ppioketor kot pio amd T otiec mov emdéape v ‘Epevva
Apbong g pebodoroyio. H omelpoetdne avty guéaiktn dadikacio pog £0mwoe v
gvkapios Vo EPEVVOVUE KO VO SPOVUE TOVTOYPOVO ETGL MOTE VO EEVTNPETOVUE PBrpLaL
Ppo v teAkn pog emdlnin: «Xt0 T€A0G 0 EKTAOEVTIKAC VO TAPEL GTOL XEPLOL TOV TO
KaAOTEPO duvatd amotérecuoy. AEILel va avTimapafaAieTol TNV EVOTNTO TOV 001YOU
pog vy to pevov «Preferences» pe avty mwov Ppioketar oto Pipiio Second Life for
Dummies. H apyikf| pog mynq mePEYOUEVOL NTAV OVTO TO KEPAAOLO, OV ElYOUE
amoPacicEl OUMG Vo TO CUUTEPIAGPOLUE UEYPL TOL GLYKEVIPMOGOUE OPKETES
avapopég oTo Hevod avtd amd dAlovg cvyypaesic odnydv. H €pguva dniad pog
€0MCE TN YVAON KOl TPOYWPNOOUE GTN OPACT. XTN CLVEXEW OO TOPATNPNON
SO TOCOUE O14PopeS OALAYEC OV €MABOV OTN OlEMOPT] TOV AOYIGHUIKOV Kol
aAldEape oxedov TO GO TEPEYOUEVO TNG EVOTNTOS OVTHG £TCL (OGTE VO
AVTOTOKPIveETOL 0T TpaypatikotnTa. Evolagépov emiong mapovsidlovv kot To
kedAote Building kot Scripting tov Baocwo® Odnyov. Ipaetnxkov petd v
oAOKANpwoT TV avtiotoywv tov Oonyov Kataokeung Aviikeipévov. Xmv ‘Epgvva
Apbong o tétowa eEEMEN etvan Aoywkn kot mBavov Oeprry. Me v olokAnpwon tov
Odnyov Kataokeung Aviikelptévomv cLALEEQE KO EPUNVEVGALE OKOLO TEPLGGOTEPQL
dedopéva evtomiCovtog mapdAAnAa vrepPorés Kol aoTOyieC OTOL KEPAAOLO TOV
Baociwkov Oomyov. 'Etor katoin&ope otov Baowkd Odnyd va divovpe amhég kot
0VLOLHOTIKEG KaTevBhvoelg moppéveg amevbeiag and tov oyetikd Odnyo g JISC. Ta
Kepahloto avtd péAota otov odnyd g JISC oxedov pog énelcav mmg Kol avtol

npocéyylsav 1o Bépa and ™ okomid g Epgvuvag Apdong.
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Ao 10V T€TOPTO OpIoPd TOUPVOLUE OQOPUT Yo Vo EENYNCOLUE HE UEYOADTEPT
COQNVELNL TL EVVOOVGAUE AEYOVTOG OTL GTOV 00NYO HOG GLUTEPIAGPapE TEPIEXOUEVO
and emayyelpoties. ['a mapdderypo o Richard Mansfield oto BiAio Tov «How to Do
Everything With Second Life» pag e&iotopet ovslootikd to mmg o 10106 KaTdeepe va.
Moel o dikd tov mpoPAnuata pe to Second Life. Epunvedovtoc Aowmdv kdmotla
pikpd koppdtio tov BiPAiov Tov UTOPECALE VO EUTAOVTICOVUE EVOTNTEG TTOL NON
vpyav otov oonyd pag. O Jeff Heaton ota 600 2 Pifiia Tov yia Scripting mwov
e&édwoe 1o 2007 kdAvye T0 PEYAAO KEVO TTOL VANPYE EKEIVI TV, EMOYN OC TTPOG TIC
nAnpoeopieg yio ™ Linden Scripting Language. Q¢ t6te ot kdtotkor tov Second Life
mov mpoonabovsav va tpoypappaticovv oty LSL propovoav va dtapdoovv gite 10

dvovomrto manual g Linden gite ta yepdto vrepPoiég kedioio GAADY 00N YDV.

H opdda tov edutorials.gr petéppoce oty eAAnvikn yYiAwooo mAn0og tutorials
TPOYPOUUATOV ovoryTtol Aoyioutkov. H enidpaon mov elyav otov Oonyd KotaoKeLNg
avTIKEIpLEVOV oL dnpovpynoape givat epgavng. Ieiomkape pdAota 1660 TOAD Yo
TG  duvatOTNTEG TOL  TPOYPAUpHOTOC emegepyaciag  ewovag GIMP  wote va
AVTIKATOOTHCOVE TOV GLVOTTIKO 001yd Yo to Photoshop mov eiyape cvpmeptiapet

pe tov avtictoryo yia o GIMP.
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To Movtého ™ Epevvac Apaonc

O Costello(Costello, 2003, ce). 5) apov e&€T0cE TOVE TEPIGGHTEPOVG ATO TOVS OPIGUOVS TOV
éovv oobel yu v 'Epgova Apdong ouvvéta&e tov axodiovBo: «H - 'Epgvva Apdong
OVOQEPETAL UE TOIKIAOVG TPOTOVS MG Opog: dtodikacios avalTnone, EVEAIKTN GTEPOEION
Swadkacio | KuKAIKY dwadikacio. Alvel EupaocT oe eQUPUOYES otV TPAsN Kabdg Kol oTnv
emilvon wPoPANUATOV Kol dlevepysital OO  PEUOVOUEVO ATOW,  ETOYYEAMOTIEG N
EKTALOEVTIKOVG Kol OKOTEVEL 6T Peltimon TG eKTOOEVTIKNG TPAKTIKNAG. Avalapfavel
dpdon vy vo KOTaVONoEl, Vo eKTiUnosl kot va oAlaéel. H €pguva tng mepthopuPavel
GLALOYT KOl TNV EPUNVELD TV dESOUEVMV, TOAD GLYVA, TOVD GE [0 OLAGTACT, TNG EPEVVIS
Kot ¢ owackoiiog. O Kprtikdg avaosToyaouds agopd V- avabedpnon. dpdoemv Tov

TopONKAY Kot TO GYESIAGUO LEAAOVTIKMVY.

I'evikd 660 mep1ocdTEPOVG OPIGLOVE SLoPdlovpe Yo TV Epevva dPAomns, TOCO TEPIGGOTEPO
cOQéc YIVETAL OV CUUPMOVOVY KOL TOL Ol@MVOUY ot cuvyypageic. o mapddetypo o

Denscombe(1998, ce). 57-8) npoteivel T€ooepa. facTKd XOPAKTNPIOTIKA:
1. Tmv mpaktikn Oon ™G
2. Tmv eotiaon oty aAloym
3. Trnv eumhokn piog KOKAKNAG SladtKociog
4. Tmv avnovyio yuo coppetoyn

Qo1600 0 Dick(2000) amoppintel T0 TETAPTO YOAPAKTNPICTIKO SIVOVTUS TEPICGOTEPT] ELPOOT)
ota vorowra. O Odnydc mov Katackevdoape Yo to Second Life teivel mepiocdtepo mpog
devtepn exdoyn. O Adyog elvar amdog: N avnovyio pag yio. coppetoyn oto Second Life ywpig
T Ponbeto KaTo1ov 001YOV Hog Bnoe va tov dnuovpynoovpe. Agv Exel Tpoxtikny atio ovte
Y. TOL EKTOIOEVTIKOVE  OVTE ylO. UAG VO, TOV gUMAEEOVUE GUEGO GTNV KLKAIKN OLTH
Swodkacio. Me v okoKANP®ON TOV PULOIKA UTopel va EEKIVIOEL 1] AvATPOPOSOTN G OO
LoONTES, EKTOUOELTIKOVS, GAAOVE £101K0VE TOV TTEdiov, Vi Ttpoypdupota. [lpv am’ 6Aa Opmg
0o mpémer vo ovykpotnBel évag ovumayng mupnvag mov Bo AapPdver vwoym  TOL
TOPOTNPNOELS, TEPLOPIGHOVS Kal OedOUEVO TTOV GLAAEYOMKOV Kol EPUNVEDTNKOV HE TN

Bonfela TV TPLOV TPOTOV XOpaKTNPIoTIKOV TG Epevvag Apdong.

[Ipokeyévov va OmEKOVICOVY TIC OMOYELS TOVG TOAAOL OULYYPOAQPEIS, TPOGPEPOLY
Swypappotikég avamopactdoelc. Ocot éxovv efowkeiwbel pe ™ Avdivon Zvomnudtov

mOavov vo topafrilovy avorytéc mopteg drafalovtag ta daypappota ovtd. Xty To Pacikn
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Kol KaBapn popon g n 'Epevva Apdong umopel va TapovslaoTel e 6pove Tov apopovV Tig

SL0OTKOGIEG TIC GTO TOPAKAT® GYNIOL:

4 ] )
xebLaoNOG

& . J
' * )\
Apdon
Mapatipnon
s v N\
KpLTikoG AvaoTtoXao oG

To povtédo avtd €xel 115 pileg Tov ot pelétn tov Kurt Lewin(Lewin, 1946) wou €yet

pvnuovevtel g moALEG cUYypoves eptypagés TG Epgvvag Apdonc(Ritchie et al, 2002). O
Dick (Dick, 2002) 6mtmg o Tov Kot 0VOLEVOUEVO dOTUTIMGE TNV Gmoyn OTL 0 KOKAOG TNG
€pevVag-0pacnc pmopet vo xapaKtnplotel and dpaon Tov 0dNYEL GE KPITIKO aVOSTOYOOUO Kot
oTn cvvéyeln givar AV va 0dNyNoEL 6 TEPAUTEP® OpdoT. 'ETol évag Mo peoAloTIKOG, TTO

KOVTIVOG OTN TPAYUOTIKOTNTA TNG KATAGKELNG EVOG 00nYoy Yo to Second Life gaivetot oto

p Plan 3
—~—» Plan 2 N\

Reflect 3 Reflect 2 Reflect | Actl Act2 Act3
Ohbserve 1 ‘j

Observe 2

Observe 3

Edv embBopeite mepiocotepec mAnpopopiec yuo v Epgvva Apdong o¢ epyacio ota mAaicto

TOPOKATO GYNLLOL:

v

A

pog epyaciog vadpyovv TAN00G YEVIKGV 0ALG KOl OPKETA EEEIOIKEVIEVOV KEWEVOV TAV®D
010 Bépa avtd(deite yuo mapaderypa: Cryer 2000 , Dick 1993, 2000, Philips & Pugh 1987,
Salmon 1992).
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To Movtého g Epevvag Apdong yia Tov Odny6 tov Second Life

‘Eva amAd otnv viomoinon povtédo Epevvog-Apdong mov ypnoluomomndnke yuo tovg
0Odnyovg oto Second Life mpocpépeton and tov Micheal Bassey(Bassey, 1998, ogk. 94-5 kot
Robson, 2002, ceA. 217-8), ue mhaicto 10 omoio omotekeitonl omd OYT® GTASIM TO. OTOid

UTOpoHV VO GLVOYIGTOVV MG EENG:

Y1410 1: Opropog g Epevvag

21ad10 2: Teprypagn TG EKTOUOEVTIKNG KATAGTOONG

216010 3: ZuAloyn Kot avdAvon TV SEdopEVOV

216010 4: AvaBemdpnon tov dedopévev kat avalntnon aviipaceny

214010 5: ATOTEAEGLOTIKN OVTILETMTION TNE OVTIQOONG LLE TNV ELCAYWOYN CALAYDV.
Y1610 6: [TapakorovOnomn tng aAlayng

216010 7: AvAAlvon TV SES0UEVAOV TTOV APOPOVV TNV OAAIYY|.

210010 8: AvaBedpnon Tov aAlaydv Kol amdpacn yio To Tt 0o yivel otn cuvéyela.

To mhaicwo Pacileton oe tpelc kevipikéc epotnocig(Bassey, 1998, oeh. 94): Tt cvppaivel
OTNV EKMOIOEVTIK MO - Katdotaon Topa;(Xtadio  1-4) Tiv oadlhoyés mpokeitor  va

glodyovpe(Ztadio 5) Tr cupPaivel 6tav Kavovpe Tig aAlayéc; (XTadio 6-8).
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Kprtucn ot Oempia Ty "Epgvvag Apdong

[pwv mpoympnoovpe og BEpuata vAomoinong o otabovue Aiyo otn cuvnOGUEVN KPITIKN TOV
yiveton oty ‘Epguva Apdong. Makpdv 1 7o SNUOPIANG €ival 1 TOpATHPNOT TG 0TOVGIG
QVOTNPAOV KAVOVOV OTIG gpyacieg mov avoiaupdavovtolr. H kpitikr avt dev. otoyedel og
avtdv wov avéraPe to Béua oto Bépa to id10. Eivar evbeia kpitikny otnv ida T OO NG
‘Epevvag Apdonc. H amdvimon ot kprtikn ovtr divetor and tov Hopkins(Hopkins, 2002,
oel. 51): «Kat mael otpafd, kbvo KATL Yo Vo BEATIOON TN KATACTOCT 1) TLO CUYKEKPIUEVO
ot perém pog: «Ot ekmaidevtikoi axkovv yo to Second Life, kdmolol evBovoidlovrol kot
umoaivouv péoa ampoeToipactol, Tpénel va yivel Katt yiorvoe fondnbovv Kou va mépouvv pia

PEAAICTIKT] EKOVA TOV

H dgbtepn o dnpopiing kprtikn eivan eniong amAn: «Kat mov 1o EEpelg oD OTL e avtd Tov
Kavelg Aovelg to Tpofinuas» H amdvrnon etvon emiong amin Kot LGAAOV EVYOPIOTEL KOl TIG
dvo mhevpéc. O Wragg(Wragg, 1994, ceh. 111) xdver ) didkpion avdipecso oe 000 €idn
‘Epeuvag Apdong: ™ «Aoyikn Avtevépyesiay. Kot ) «AtoncOnticry TIpoinyny. Xy apmt
TEPIMTOON EMIKEVIPOVOLUGTE GE Eval VIAPYOV TPOPAN IO KOl GYESIALOVE O GTPATIYIKY
avTidopaoncy. Zn devTePn MEPIMTMOOTN £YOVUE KLPIMG VO KAVOLLE WE EMITNOELUOTIEG TTOV

vopifouvv 0Tt EEpouv TL TPEMEL VO YIVEL KOl GTTEVOOLYV VoL TO EMPAAAOVV.

Mo GAAeg kpitikég N Kol Yo TIG TOPOTAVE TOL UTOPOVV VO ETOVEADOLV LE PEeYaADTEPT
e€edikevon pmopovue ovupove pe tov Robson(Robson, 2002, oA 93) va npocradicovpe
vo. 0COVUE EMYEPNUATO VEEP TG a&log Tov- eyyelpNuatog pag. To KEVIPIKOTEPO UOG
emyeipnpo og VT TN TEPITTO®ON 0V €lvar GALO amd TV TANPN EVOOUATMGT TOL KOVOLE

Tov Od1yod ¢ Joint Information Systems Committee otov d1kd pag Odnyo.
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Yhomoinon

To amotéAeco TNG EPEVVAG OTO EPEVLVNTIKG EPOTALOTA TOV TEOMKAV gival dVO SropopeTikol
ot @vorn tovg odnyoi. Onwg eidape kol oty Tponyoduevn evotnTa -1 «OAAayn» &ival
oopeutn pe v ‘Epevva Apdone. [ToAd vapig cuveldntoromdnke n TpdTn LEYOAN avTiQaon
omv mpoormdfeln Kotaokevng Web-based odnyov. Amd ) o e&nyovpe AETTOUEPDS TO
TPOPANUO TOV lag Kol TOV LYNAGOV OTOUTHCE®YV GE LTOAOYIOTIKN oYL KOl OO TNV, GAAN
o010V e OPEWDS 0ONYIEG TTOV KATAVAADVOLV ETTAEOV TOPOLG TOV GLGTHOTOC. H Tpddyn
UEYOAN dpdon Aouwdv NTavV 1 CAAay 6T LOPPT TOV 0dNYdV Kot 1 amlomoinon tovg. 'Evag

Baowkdg Oonyog kot évag Odnyog Kataokevng Aviikeyévav.

210%0¢ Tov Baouod Odnyov eivor va Bondnoet tov exmandentikd vo, Kotardpel to Second
Life ommv oAdtnta TOv Kol Vo TOV OMCEL TPAKTIKEG AVGES OTO TpoPAnuate wov Oa
ovvovtioel. 'Etol Aowmdv Petd To amapaitnto 160 y@yiKa ototyeia, Eexvape omd to onueio 0
7oV glvar 1 OMoLvPYict TOV AOYAPIIGHOV KOl TO Tl UTOPEL VO, YIVEL Tl TPMTEG DPES TAPOVGING
TOV GTOV EIKOVIKO KOGHO. Metd amd 2 €mg 3 avayKaoTikég aAlayéc Tov KAVOLE ENEWN TO
Aoyloukd ovoPafpiotnke Kol To HeEVOD. AAAOENY. ATOPUGICOE OTIC TPMTEG EVOTNTEC VO
dmoovpe 0dnyieg mov Ba givarl 660 10 dVVATO O AVEEAPTNTES OO TIC AALUYEG GTO AOYIGLUIKO
tov Second Life. Evotmmreg ommg «Emkotvovio Kol TpOTol GLUTEPLPOPEC» EMIONG LOG
BonBovv kot va ddcovpe apykn ikova yio o Second Life kot va petvovpe ave&aptnrtot and
TIG OAAOYEG OTO AOYIGLUKO ‘ARG KOl VO TapEYOVpE ovolaoTikn Ponbeia agod N Wéa g

«emxowoviag oto Second Lifey dev gival amd v apyn Eexabapn.

H dvokoAia twv emi pépovg evotntov eivon emiong éve (Ntoduevo ®oTdGO TO KVUPLO
TPOPAN O TOV TPETEL TPATU VO OVTILETOMIOTEL €fvot 11 aAANAEEAPTNOT TOV EVOTHTOV PETAED
tovc. o mopddetypo dev Umopel n evOTNTA OV MEPLYPAPEL avaALTIKA To Inventory vo
npovmapyetl TG evotntog Landmark(ago® kel amobnkevovron landmarks). Ewiong n evotnta
«AMAeTidpoon pe Avtikeipevay oev umopel va émeton ¢ evotnrog Landmark agod yio va
mapel éva avatar évo Landmark Qo mpémer vo aAAndemidpdost pe Kamowo avrtikeipevo. H
omoTh - oglpd  TomobEToNG ®G TOpA JpopPdveETIL ¢ &g «AAAnAemidpoon e
Avtikeipevoy, «Landmark», «Inventory» . Ouwg etvor mpogavég nog Hetd v evotnta
«AMNAeTidpaon Le AVTIKEILEVO» 0 EKTAOEVTIKOG etvarl TOOVOV VO KOV OEL AVTIKEILEVO
mov dev tov divetl landmark aAld Kkt dAAo Y va To amoBnkevoel oto Inventory tov. H
aAAnAeEaptnon SNAadY] TOV EVOTNTOV KATAVTO GE 0PKETEG TEPMTMOGELS omaokepoild. 'Etot
Yo Topdderypo dev Oa Tpémel va pag mapaevEEL Lo GOVTOUN avapopd ato Inventory mptv

ta Landmarks ko pio avoAuTiKy avopopd 0T GLVEXEL.
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To kepdrowo mov oyetilovror pe v koptéia “Preferences” wor tn xatavonon tov lag
dtvouv mBovov po aicOnon amdtoung avénong dvokoAiag oe avtd mov (NTaue omd TovV
EKTOOEVTIKO AL dev eivor Tuyoio OTL TETOL KEQAAOLO VLRAPYOLV GTNV GUVIPITTIKN

TAEOYNPI0 TOV EUTOPIKDV 03N YDV Y10, ApYAPLOVE.

Méypt ko mpv T1g evotnteg Building kat Scripting o 00ny6¢g dev kdver 1010itePT AvaPOpd
OTNV KOTOOKELT OVTIKEILEVOV KOl TEPLOPILETOL OVGLUOTIKA LUOVO GTN YPNOT| TOL. EIKOVIKOD
KOGLOV. AKOLO KOl 01 EVOTNTEG OVTEC AELTOVPYOLV KLPIWE MG ELCAYMYT| Y10 TOV OEVTEPO TO

«TPOYDPNUEVO» 0ONYO.

O Oonyoc Kotaokevng Aviikelwévov &yl d1aQpopeTikd BEoc omd tov. Baoukd Odnyo yopic
oumg va oArhalel o Pacwdg okomdg g epyaciag.  Ovolotikd 6Tov 0dNYd ovTd oL
YEVIKOTNTEG €lval OTEC TOV TTPEMEL Vo amo@evyBovv. Eniong Ba tav tovAdyiotov acteio va
movlEe o€ &vav ekmodevTikd: «Qpaia, av E€pelg Photoshop kot 3D povtelomoinon cov
&yovue évo wpaio tutorial yin katacokevy ewovikng TtaEngy Oyt uévo ywti dev gival
VIOYPEOUEVOG VO EEPEL TAL TPOYPALLLOTA, OVTE OAAA KOL YIOTL TO VO TOL TOVHE aKPBDC TO Tt
fo Kotaokevdoet eival cav va TpooTafodE Vo YELPOY®YNGOLLE TOV 1010 TOV TpOTO UE TOV
onoio Ba kavet To padnpa tov. Emmiéov Eepedyovpe amd o Opla TG Epevvag pag apov kabe

tétota VOOEIEN Bal TPEMEL PLGIKE VOL LITOPOVLLE KoL VOL TIV aodei&ovple.

Ermiong n 0w n éktaon tov OdNyold yw to Scripting sivar éva PVOUO TPOG TOV
exmadevTikd. Ta aviikeipeva wov dev £xovv script 0vGLOGTIKA dev £yovv Kal {m1 oto Second

Life.

Téhog edkd tor KeQAAoo TOL ~apopovy o, mpoypaupato. GIMP kot Blender powdovv
neplocdTEPO va Exovv Pyst.omd ™ Bswpio g MdaOnong pe looddvapa Yrokotdotata wopd
oand ™ Oeopia g Epsvvoc Apdong. Avtd opeidetor kupiog yati 6viwg vrdpyel £vog
EVOLAUESOG OKOTOG 0 0M010G VITOKABIoTA TOV «KVPLOY. QoTds0 1 aAnBeia dev TaveL va eival
OTL €MEWON Ol EVOOUOTMOUEVEG Agttovpyieg dwyeipiong vedv kot 3D avikepévov elval
KOKEKTUTTAL TV oANOwdv. . Tpoypoppdtev emddKoOVPE TEMKA Ol EKTMOLOEVTIKOL vl

YPNOLOTOLOVV TPOLYLATIKA ALTE TO TPOYPAUUATO OTIG KATUCKEVES TOVG,
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IIpotdceic yro Mehhovtikn 'Epgova

Ocov apopd toug 001Y00¢ gival EDAOYO N TPMTN TPOTACT VO 0POPA TNV EXEKTOCT] TOVS, TOV
EUTAOLTIGUO TOVG KOl [, Epevva, a&loAdynong mov Ba Tovg evidéel akOUo TEPIGGOTEPO GTNV

EMMNVIKN TPOYLLOTIKOTNTA.

ISwitepa pe agopun tov Odnyd Kataokeuns Avtikeyévov givar mbovov kdmorog va
evolopepBel va efgpevvioel Tig duvatdtnteg tov EdedBepov Aoyiopukod 1 Aoyiopikod
Avorytob Kadika oty Exnaidevon. H dvvapkn tov delyvel va glvar okopo peyokotepn kot

amd QUTN TOL AVEUEVE O TO 01G1O00E0C VITOGTNPIKTHG TOV TPV amd LEPLKE YPOVIQL.

Oocov agopd to Second Life Ba nMrav evdwaeépovoa Mo €pguva TAVEO GTO TOLEG
nopokatadiKes aQnVel O UEAAOVTIIKOUG KOTOOKELOOTES EKTOOEVTIKAOV - TPIGOIAGTUTMV
nepParroviov. TELOC, avaldymg TOv av TETUYEL 1 OTOTVYEL TO Olo gyyeipnua tov Second
Life, og Alya ypovio amd topo Oo elyav evdlapépov peréteg mov Oa eotialav oto TU
TPOGOOKIEG YEVVIOE OTIV EKTUOEVTIKY] KOWVOTNTO, TOIEG EKTANPMOE, TOWOVG OILOYONTEVGE

Kot ylori.
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EIXArOrd

T elvat oL elkovikol KOopoL;

O naykoaopLog Lotog (World Wide Web) €édepe emavaotacn otov Tpomo acUyxXpovng
petddoong tng mAnpodopiag. Xwpic Toug meploplopols TG YewypodLKn G amdotoong to
TLAyKOOML0 SIkTUO GANAEE TOV TPOTIO ETIKOWVWVING TOU QVATTTUYLEVOU KOOHOU. MapopoLa, ot
T(POOSOL TNV TEXVOAOYLA TOU (VTEPVET yeEVVOUV VEEC TTAATPOPEG TTOU €XOUV Tn SuvaToTnTA
va G€pPouv TNV eMavAcTacn otn clyxpovn N NuL-cuyxpovn netadoon tng mAnpodopiag.
Autol oL TplodLdotatol elkovikol KOopol Savellovial TPOCOUOLWTEG TG TPOAYHATIKAG WG
ot £VVOLEG TWV NAEKTPOVIKWY TIALXVLOLWY KOl OO UTIAPYOUCEC TEXVOAOYLEC SloxETeuang
Sebopévwy, elkdvag Kat nYou, yla va pood£pouV EUKALPLEC yia Tpocopoiwon ot
TIPAYHATIKO XPOVO, YLO BLwHATIKA LABnon Kal cuvepyaocia o€ elkoviko meptBaliov mou dev
OTALTEL OL CUMMETEXOVTEG VOl Bpilokovtal otov 810 GUGLKO 1) YEWYPADLKO XWPO.

THE OFENSOURTE
NETRAYERSE

B ;FooTBALL: " L
A=A Qf‘g Rl3 surersTars CLUB YD

PENGLUIN

APl

el

rototerra )1

3 e e ey o e

OL ELKOVLKOL KOGUOL Elval KOTAOKEVAOUEVO TIEPLBAAAOVTO TTOU amattolV T XpnoLgomnoinon
umoAoyloth cav éva apdbupo mpoofacng os autous. Iupdwva pe tn Wikipedia:
«ELKOVIKOG KOOHOG elval £vo TTPOCOUOLWHEVO TteEpIBAANOV Og UTIOAOYLOTH], OTO OToio oL
XPNOTEC Umopouv va BpeBolv kat va aAAnAemidpdoouv péow Twv avatars (ELKOVIKEC
OVOATIAPOOTACELG TWV TTALKTWY). H avamapdotoon yivetal pe ypadika Vo | tplwv
Slaotdoswyv. TuvnBwe emLTpEmetal n mapouaoia moAAamAwy xpnotwv (multiple users)».

Ewkovikol koopot kat [Mayvidia
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H enionun HeAETn Twv malyvisLwy eival éva véo nedio kat n HeA£Tn Twy videogames ivat
oKOpa vedtepn. OUWC aKOUO KL AV OL EPEUVNTEG KL OL EKTTALSEUTIKOL SnpLloupyolv mAaiola
yla TN LeAETn Twv videogames, n texvoloyia kablotd Suvartr pia véa katnyopia Pndlakng
EUMELPLAG: TOUC ELKOVLKOUC KOGUOUC.

Elval eUKOAOTEPO va EEKLVAOEL KATIOLOG LLE TO Va eTIKEVTPWOEL oto TL Sev elvat oL elkovikol
KOoMOL. Agv gival pallkd oAuxpnotikd Stadiktuakd matxvidia poAwv (MMORPGs). Ta
MMORPGs gival o kuplopyxog TUTTog StadikTuakou Talyvidlou Ye TouAdylotov 15
EKOTOUUUPLO TIOUKTEG 0€ OAO TOV KOGHO. AUTA Ta matyviSla £gouv ta BepéAla Toug iow ota
MUD, ta omoia givat andyovol twv Dungeons and Dragons. AUTO TO OLKOYEVELOKO GEVTPO
KOTOANYEL O£ avayvwpiolpa onpadia meptAapBAavovtag LoXUPEC LOTOPLEG KOt
Slopabuiopéva enimeda. Auvateg LoTopleg oy vISLWY. oNpaivouv OTL Ta Ttalyvidia
AQBAVOUV XWPO LECA OE OXETIKA LECA O CUVEKTLKA TIEPLBAAAOVTA TOL OTTO 