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Evyoprotieg

Ba MBsha va exkepdom TG evyaploties pov oe GAovg tovg Kabnyntég Tov Ipoypdppatog
Mertoantoyiokov Zmnovdav ¢ katevBuvorng «Hiektpovikig Mabnone» tov Tunpatog
Ynowkdv Zvompdtov tov Havemompiov [epoide, yor Tig TOATILESG YVDGES TOV OV

LeTEOMOV KATA TN OAPKELN TOV GTOLIMV OV, TIS 0Toies Ba a&lomotom MG EQOdIL EPEENG.

[dwiitepa, Ba NBera va gvyoplotiom Bepud tov emPrémovta kabnynt) pov, K. Anpncpro I
ZApyov Yo TNV euKopia Tov Hov £6mGE Vo cuVEPYAST® Lol TOV, TV EUTIGTOGVVI] TOL Yl
NV avabeon ¢ TapovGag EpYAciag, TNV Kadodnynon Tov kol TNV auéPtoTn KoTovOnot Tov
LoV TPOGOEPE, KOOMG KoL TNV EENPETIKT CLVEPYACTN KoL TIG YVAGELG TOV HOL HETEOMGE KOTA

TN S1GPKELD TOV UETATTUYIOKDOV GTOVODV.

Oepuég evyaploTiec oQeilovial KOl OTOV LIOYNELO O04KTOpa, XTEAI0 Xepyn yuwo. TNV
kafodnynomn, ™ CLUTAPACTOOT KOl TIC TOAVTYEG GUUPOVAEG TTOL MOV TPOGEEPE oe KO

GTAO10 VAOTOINONG TNG SITAMUATIKNG LOL EPYACING.

Ba NOela mioNC VoL EKEPAGH TNV EVYVOUOGVVY LOV, VO EVYUPICTHOM KOl VO 0PIEPDCH TNV
Tapovco, EpY0cia 6TV OKoYEVELD oV Kot otov Kmaota, Tov omoiov n ndum vroompién, 1
Katavonot, 1N VIOUOVH Kl 1 ToTN OTIS SLVOTOTNTES Hov VINPEaV apwyol 6e OAOVS TOLG
aKodnuaiKodg pov otdyovs. Kietvovtag, Ba 0gka vo guyoplotnom Kol TOVG GTEVOLG LOL

(IAOVG, 01 0TTO{01 OV GLUTAPACTAON KAV GE OAN T1] OIEPKELD TV GTOVIMV LLOL.
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Iepiinyn

H epyacio avt apopd tov oloéva €EeMOGOUEVO EMCTNUOVIKO TOUEN T®V XoPapidv
IMoyviduov (Serious Games-SG), kabmg kot v Bedpnon Kot YepaKTNPIoHd TOVG e
EKTAOELTIKA petadedopéva(metadata) mpokepévov var givarl avevpésiuo HECH YNOLOK®OV
Biprodnkodv pobnocloxdv avtikeywévov (learning objects). Xe avtod 1o mAaioto, 1 gpyooio
oty (o) HEAETA TPOTOLS YapaKTNPIopoD TV XoPapdv [oyviduov pe petadedopéva kat (B)
TPOTEIVEL TOV YOPUKTNPIGUO €vOG detypotoc dukosiov (200) Zofapmv [Tayvidiwv pe Pdon

T0 povtédo petadedopévov tmv Hendrix et al. (2013).

AéEerg- khewdwd: Xofopd IMoayvidw (Serious Games- SG), Exnmoudevtikd Metadedouéva,

Ynoloukd Amobetpro.
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Kepdiaro 1: Ewcayoy

1.1 Opwopog mpoPinpatoc

Ot onpepwvoi ekmaldevopevol, ot ekmoudevopuevol «véag yhetiogy (Pedro, 2006), kévouv
gvpeio ypnon TV TEYVOAOYIBY TAnpoopiag kat entkowvoviag (TIIE) otnv kabnuepivi toug
{on, 1000 Yo avoyuyn 060 Kol Y10, GKOTOVG EMKOVOVING KOl KOW®OVIKNG OAANAETIOpAoNC.
Sougova pe tovg Otta kar Tavella (2010), avtd ciyovpo emnpedlel 1060 TIg TPOGOOKIES Kot
TIC OVAYKEG TOLG OGO KOl TIG OTACGEIC KOl TIG €mMA0YEC Tovg. Ilpdyuatt, dgiyvouv Goemdg
koBoplopéveg EMAOYEG KOl TPOTIUNCELS G TPOG TO gpyaieio Aoylopuikod mov Oa
YPNOWOTOINOOVY TOGO Y10 avoyLY] 0G0 Kol Y10, EKTOOEVTIKOVG oKomovg. OAa awvtd Exovv
OMMUOVTIKEG GUVETEIEG Y10 TOVG EKTOIOEVLTIKOVG, Ol OToiol OVTIHET®MI{ovV TNV TPOKAN oM
EMAOYNG TOV KOTOAANA®V MAEKTPOVIKOV EPYOAEI®V TOL TPEMEL Vo, €VIAEOVV Kol VO

YPNOUYLOTOGOVV KOTA Tr) SIAPKELN TOV EKTOOEVTIKMY TOVG OPOUGTNPLOTHTOV.

O Marshall McLuhan, Kovaddog @ocopog ™¢ Oswpiag g emkowvwviog, o 0moiog
npoéPreye to World Wide Web ot dexaetia tov 1960, avagépst ota Bipriio tov «The
Gutenberg Galaxy: The Making of Typographic Man (1962)» xot «Understanding
Media(1964)» : “Onol066NmoTE KAVEL SLAKPION OVALESH OTO TOyVidlo Kot THV eKTaidevuon
dev E€petl Timota Kot yio To 6V0”. AKOuN, SIUCTHOL YVOOTIKOL Kol EKTOLOEVTIKOL YUYOAOYOL
6mwg or Vygotsky, Piaget kot Bruner éyovv emiong tovicetl Ti¢ GUVOEGELS KOl OHOLOTNTEG

peta&d moryvidlon Kol EKTaidELoTC.

‘Eva moyvidt cuvifog meptlopfdavel dovonTikn OlEyEPON Kol OVOTTUGGEL TPOKTIKES
de&iotreg, kabmg evBappivel Tov maikTn va amopacicel, va emAégel, Yo vo kabopicel Tig
TPOTEPAOTNTEG T/KaL Yoo TNV emiAvon zmpoPfinudtov. H dueon avtapopn eivar évog
OTUOVTIKOG KIVITHPLOG TOPAYOVTOG TOV €ite HETOQPALETOL GE OVTOTNTEC AL VIOOV, ElTE OF

ouvvailsOnuata kot cvykivioelg (Rugelj, 2015).

Extetopuévn akadnuaikn épevvo (Papert, 1998; Nielsen et al., 2005; Gee, 2005; Sqire, 2006;
Prensky, 2006) éxst gélay1oTomomMoet TV TASOYNGia TOV aueBoAdY Tov oyeTilovTol pe
¥pHoN ToV Prvteomayvidimv g epyaieion udbnong. Avtd ta moyvidio £xovv T dvvatdTTa
VO LETOCYTUOTICOVY O)L LOVO TOV TPOTO OV EKTOLOEVOUACTE CALA KOl TOLC 0vOpPOTOLG GE
TOAMG emtimeda. Ymapyetl mowido omd mapadeiypota Prvteomoryvioldv mov eEacpariilovy v

EKTTOLOEVTIKT] TOIKIAOLOPPiaL.

oupova pe tovg Gunter et al. (2006) ta SG amotelodv o kaTnyopic. NAEKTPOVIKMV

o VIOlOV, Ta 0TTol0 UTOPOHV VO, EVIACCOVTOL G€ ddpopeg Katryopies. Baoikdc okomdg toug
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dgv eival vo OloKESACOVY TOVG YPNOTEG OV Kol TEMKE TO KAVOLV, OAAG VO TOVG
EKTOLOEVCOVY UE TO KOAVTEPO SLVOTO TPOTO Kol VO TOLG EVOUPPLVOLY VA dOLV TO YNPLoKO
KO0 péca amd po EVIEA®MS SpOopeTIKN dadtkacia, n omoila givol opketd em®PEAS Yo

OVTOVG.

Yo avtd to mpicpo Oempeitor 6t tor Serious Games amoteAOVV pio. KOTNyopio 7ov
mepthapPavel kabe gidovg mayvidia wov ypeldlovTal VIOAOYIGTH, €’ OGOV YPNCILOTOIOVVTAL
®¢ epyoireia pabnomg, Ty GTOV TOUEN TNG EKTOIOEVLONC, TNG EMAYYEALOTIKNG KOTAPTIONG, TNG
VYElog, ™G SENUIONG, TNG MOAITIOTIKNG KANPOVOULAS, KTA. XTOYX0¢ €lvar m pabnon,
EKUETAAAEVOUEVOL TN SLOKESOLOT], TO Ty vidL kat tnv aprynon (Lambert, 2006).

Tuepa, LTApYEl €vag peyarog aplbudc twv Serious Games mov eivor Sabioipo GTo
S1diKTLO KOl UTopovV Vo xpnoiporomBoiy yio ekradevtikovg okomovg (Van Eck, 2006;
Ulicsak, 2010). Qotdéco, 1 e&edpeon tov Serious Games amd eKToUSELTIKEG KOWOTNTEG
kafiototor ouyvd OVGKOAN, AOGY® TNng EAAEyYng VmapENg Kol GYESOGUOD  YNOLOK®DV
arofetnpiov mov Bo otnpiovv 1060 TV amodnKeELGT TOLE, 0G0 Kol Bo SLEVKOAVVOVY TO
UEALOVTIKO EVIOTIGUO Kol TNV EMAOYY] TOVG OO TO. €KAGTOTE gvilapepdueva népn. Qg ex
TOVTOV, VILAPYOLV KATOLEG OPYLKES LEAETEG IOV £YOVV MG GTOYO VO STULOVPYIICOVY GYNLLOTO
exnadevTikay petadedopévav yuo. (Exmadevtikd) Pnowaxd [Hoyvidw mpog amobnkevon,
avalntnon Kot avaktnon Toug and to ynewkd anobetipio (Hendrix et al., 2012; Hendrix et
al., 2013; Ha Lee et al., 2013a; Ha Lee et al., 2013b; El Borji and Khaldi, 2014).

[Ma 6Aovg Tovg Tapamdve Adyovs, avty 1 Aumthopotiki Epyoacio £xel wg otd)0 TV emhoyn
Kot TN Xpnom &vog katdAiniov povtédov petadedopévov yio to yapaxtnpopd Serious
Games oAld kot TN dnpovpyio pag opddag amd dwakocta (200) Serious Games cmotd

TEPIYPOUUEVOV [LE LETAOEIOUEVOL.
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1.2 Aopn] HETATTUYLOKIG SITAMUATIKIG EPYOCLOG

H epyooia amotereiton and névte kepdiaio. To TpdTO KEPAANIO OTOTEAEL IOl EIGOY®YN GTNV
TPOPANUATIK NS SMAGUOTIKAG KOl TEPLYPAPEL Tn doun NG kaBdC Kol [0, GLVOTTIKY

TOPOVGIOCT) TOV KEPOANI®V TNG.

Y10 de0TEPO KEPAAIO SdivovTat opiopol yio ta Serious Games, meptypdpovtal Kot avaAbovTal
To 10wWTEPA YOPUKTNPIOTIKE TOvg kKabmg kal ol dlnotdoelc Tovg. EmmAéov, ce avtd to
Kepalowo toviletor 1 avdykn katnyopromoinong twv Serious Games étol ®oTE va

drevkoAivvOel 1 avalnon kot avedpeon Tovg otov [aykocuo Ioto.

Y10 tpito KepdAalo Tpayupotomolgital avackonnon e Piproypagiag Tl dote va
KOTOYPOQOOY TO VITAPYOVTO HOVTEAD UETOOEOOUEVAV, VO TEPLYPAPOVV TO, YUPOUKTIPICTIKG
TOVG, VL GLYKPLB0UV HeTa& TOLG Kot Vo EMAEYEL EKEIVO TOL KOAVTTEL KOl IKOVOTOLEL KATA TO

BéATioTo TIg avayKeg Kot TG GLVONKES TNG TAPOVGOS OUTAMUATIKIG EPYOCIOS.

210 TETOPTO KEPOAOO emAEyeTOl TO Oelypa g €pevvag, mapovoldletal 1 dadikocio
YOPOKTNPOHOD TOL OelyHOTOG HE HETAOESOUEVO KOl TPAYUOTOTOLEITOL 1 ovdAvon Tmv

petadedopévav tov Serious Games.

Téhog, 10 méumto KeeAloto mEPAOUPAVEL TOGO TO GUUTEPACUATO TNG TOPOVGOG
OMA®UOTIKNG €PYACiag 660 Kot Tr GUUPOAN TNng otn S1epedvnon Tov TPOPAUATOS. AKOuN,
nepthapPavel Kot Tuxov mpotdoel N Bépata mov Bo umopohoe va KAADWEL 1 GuvENIoN M

EMEKTAON TNG LETOTTUYLOKNG OUTAMUATIKNG EPYUCIOG.
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1.3 Xvvero@opa Metartoyuoxnic Aumhopotikng Epyaciog

H epyacio avt) apopd tov yopoktmpiopd ToPapdv Tayvidiov(Serious Games- SG), ue
EKTOSEVTIKA petodedopéva(metadata) mpokelpévov va givol avevpéciue LECH YNOLOKOV
Biprodnkodv pabnoakov oviikeipévov (learning objects). Xe avtd to mAaicto, 1 epyaoio
avt] (o) peletd tpoOmovg Yopaktnplopov tev Exmadevtikdv Pnewokov THoyvidiov pe
petadedopéva kot (B), mpoteiver tov yapoktnpopd evog detypatog 200 Exmoidevtikdv

Pnolokov Moyvididv pe Baon 1o poviéro petadedopévav tov Hendrix et al. (2013).
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Kepdraro 2: XoBapa Iavyvioww: Emokonnon Ilediov

2.1 Opwopdg

Av ko1 oTig pépec pog 0 Opog eivol apkeTd OMUOPIAIG, OV VTAPYEL CAPNG OPIOUOG TOV
Serious Games. Xvvi0mg 0 OPOG AVOQEPETOL G TOLYVIOLD TOV YPTOLLOTOIOVVTIOL Yo TN
KOTAPTION, TN SPTULICT], TPOGOUOIMON /KOl TNV EKTAIOELOT Kot £(0VV GYESACTEL Yo Vo

Aertovpyolv 6e VIOAOYIGTEG 1) KOVGOAES Prvteomaryvidumy (Susi et al., 2007).

O mpdtog mov ypnoyomoince tov 6po Nrtav o Clark Abt, To 1970 oto BiPiio Tov “Serious
Games”, moAD mpw TO YNnEokd moyvidle yivouv TOGO OMUOPIAT, OVOQEPOUEVOS OE

TOPOOOGLUKE T VIO TOL YPNGUYLOTOLOVVTOL Y10 VO TPOUOTAPOVY GOPapos GKOTOVG,.

O Zyda (2005) divet évav mo enionpo opopod. Yrnootnpiler 6Tt to SG etvan évag dravontikdg
dwyoviouds, mov moiletar pe  VTOAOYISTY] CUUP®VO HE GULYKEKPLUEVOLS  KOVOVEC,
YPNOUYLOTOIDVTAG TN WYOYXOY®YIO Yot VO TETOYEL TOVG OTOYOVG KLPEPYNTIKNG M ETOLPIKNG

exmaidevong, VYElNG, KOWMVIKNG TOMTIKNG KOl GTPOTNYIKMY ETKOVOVING.

O 6pog «Serious Games» maporo owtd potdlel pe o&Op®pPo oxfua, £pOcoV ot 300 AEEELS
&yovv ehappdg avtifeteg évvoleg. Av Kol ol 0pot daokEdaoT Kol ekmaidevon  dev etvan
amopaitnTo apoPoimg amoKAEIGUEVOL, GE TOAAEC TEPMTMOGELS VTTAPYEL OAANAOETIKAA LYY Ko

N kdbe mhevpd ypnowomotel ta gpyoreio ¢ GAANC Yoo TV emitevén TOV OTOXWOV TG
(Michael and Chen, 2006).

O Michael kot Chen (2006) vrootnpilovv 6t1 Serious Game eivar va moryviot 6mov M
exmaidevon (oTig d1aQopeg HOPPEG TNG) Eival KUPLOG oTOY0C Katl Oyl 1 dlackédaon. ‘Etot,
aKoUN Kol av 0 KOplog otoyoc Twv SG dev gival 1 dtackédacn, Do Tpénel vo v Tapéxel 6TO
xphotn pe éva mAaiclo mov Tov dgouevel ko tov mapokivel. 'H, ocdupmva pe tov
Csikszentmihalyi (1975) , o ypfiomg Ba mpénel va gival o pony : «Ot avBpwmot givotl mo
EVTVYICUEVOL OTaV PPioCKOVTOL GE KOTAGTOOT VOPOVAIKNG, M0 KOTAGTOOT GCLUYKEVTIPMONG N
TANPN OTOPPOPTONG LE TN SPACTNPLOTNTO KoL TNV KATAoToon 610 xépt. Eivan o katdotoon
otV omoia o1 avBpwnot givarl 1660 ATOPPOPNUEVOL GE Uid SPOUGTNPLOTNTO TOV PAIVETAL OTL
timoto dAdo dev €xel onuacia. To kivnua twv SG Eekivnoe 1o 2002 pe To Toryvidt America's

Army by US Army (http://www.americasarmy.com ).

Tnv B ypovid, 1o kévtpo Woodrow Wilson Four International Scholar ot Washington,
idpvoe 1o Serious Games Initiative (http://www.seriousgames.org) kou gwonyaye Tov Opo

“Serious Games” / «cofapd moryvidia.

Ot Susi et al. (2007) pe tov 6po SG ovvnbwg avagépovior oce Torvidl ToL

YPNOUYLOTOOVVTOL Y10, KOTAPTION, OPNUIOT), TPOcoUoimon TN/Kol ekmaidevon kail gival

10


http://www.americasarmy.com/

Xapaktnpiopdg XoPopav Hayviduwv pe Exradevticd Metadedopéva

OYEOLOGUEVA VL QOVAEVOVV GE TPOCMOTIKOVG VIOAOYIGTEG 1| KOVGOAES Prvteomayyvidumv. Ta
Serious Games &ivat S103pACTIKEG TPOGOUOIDGELG KATAGTAGEMY oV Pacifovtol 6To matyvidt,
oTlg omoieg 0 ypnotng/maiktmg AapPdver evepyd pépog. Téhog, dev amortodhv vynAodv
TPOJAYPUPOV YPOPIKE 1 U1 eE0IKEIOUEVOVG YPNOTES Kot Gpol LTOpovV Vo, ¥pNoiorotndovv

o k60e td&n ¢ epyareio ddackaiiag (Susi, 2007; Rankin et al., 2008).

Onog avapéper o Ben Sawyer (otovg Michael and Chen, 2006), cuvidputrg tov Serious
Games Initiative, 1 “copapotnta” tov SG £xel va KAVEL e TOV OKOTO TOLG Kot TOV AGYO Yo
Tov omoio dnuovpyndnkav, dev €xel va KAvel pe To TeEPlEXOUEVO Tovg. Ta motyvidl ovtd
€YOUV £VaV TPOGEKTIKG GYEOIOGUEVO EKTALOEVTIKO OKOTO, Ogv TTpoopilovtal Yo S1acKkEdaoN
kot yoyayoyia (Buro, 2003). Exdidkovy pntd va ekmadevcovy 1 va Katapticovv (Shute et
al. 2009).

Emmpdobeta, ov Shute et al. (2009) vmootnpilovv 611 taw Serious Games umopodv va,
ypnowonronbovyv g epyaieio ddackoriog Kol gival TOAD TPAKTIKG, apoD EKTOC OO TNV
ekmaidevon, dlaokeddlovv kol Bonfodv Tovg HabNTég Vo KaTavoncovuy KaADTEPQ TNV VAT O

dtpopa pabnuato

Av kot ToArol epevvnTég £xouv MOT dlakpivel Tig duvaTdtnTeg TV SG 6TV CUUTANP®ON Kot
gvioyvor 1060 TNG TaPASOGLUKTG TUTIKNG EKTAIOEVLONG 000 Kol NG dtumng, ol de Freitas xou
Liarokapis (2011) vrootnpiCovv 61t ta Serious Games Tpoc@EpPovy £vo, TOPASELYIO. Y10, TO

G pmopet va ahddEer priikd o TpoTog ekpdnong Kol KATAPTIoNG TOV GHLEPA.

Metd v Gvodo Tng Ynelomoinong, o moyvidl propovv va oyxedialovion pe v Pondeia
VTOAOYIOTH, 1| UTOPOVV OKOUN Kol VO TPOCOpHOfOvVTOL Yl KOl [E TOV VLTOAOYIOTH,
TPOKEWWEVOL T Atopo vo, «uabaivouv mailovtacy (Blumberg, 2014; Ritterfeld, 2011). T'a
tovg Hendrix et al. (2012), T SG omotelovv O100pOCTIKES TPOGOUOIMONG Ol OTOoieS

Bacilovtor oto mouyvidt Ko ota omoia o ypNnoe Aaupavel Eviovo poro yia v e€EMEN Kat
EQOPLOYN TOVG.

[MapdAinia, to Serious Games co@®OC amoTEAOVV pio Kotrnyopio omd pdvo Tovg oTnv
ddaockario kol udbnon péow vroroyioty (Ritterfeld et al., 2009; Fromme and Unger, 2012;
Bredl and Bosche 2013). Avtd 10 £i60¢ £xgl 0moKToEL OAOEVO, KOl TTEPIGGOTEPO EVOLOPEPOV
T TeAevTaia ypovia, onwc umopel vo, cuvayBel yio Topdderypa amd o yeyovog 0tt 1 «New
Media Consortiumy», pio. o1€0viig opudda e0IK®V pe o PEAN TG OO TOUEIC EKTUIOEVTIKMV
TEYVOAOYI®V TOL €pyalovtal € TAVEMOTAA, Hovoeion 1 dAla (kuplwg apepikdvika)
Wwpdpota, ot tehevtaieg emoteg exbéoelg g avaeéper ott to «Iloyvidle kol Tto
Gamification» givor pio Tdon mov givol oD TOAVO va emMEEPEL £va SNUOVTIKO OVTIKTUTO

OTO €YYVG LEAAOV, ONAAOT, GE £va, YpoviKO opilovia dVO 1 TPLUDV ETMV.
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And v dAAN mAevpd, 10 epdTHa glvor KoTd TOGO TO TOVIOWL UTOPOVV  va

ypnoyonombodv o Todaywyikovg okomovs. o mapadetypa, ot Kerres et al. (2009) kot

Giessen (2015) cv{ntodv katd mOGOV €va «maryvidy mov «oE0TOEITA Yo SIOUKTIKODG

oKOToVg gival akoun éva «matyviow. Ot cuyypageig avayvopilovv 0Tl oxedov kdbe moyvidt

HeTadidel eumelpieg Tov UmTOPoHV va ¥pNGIUomomBovy Yo TPOPANUOTIGUO KOl MG EK TOVTOV

ouvdéovtal pe TN dwbackaAio kot T pddnon (6yt povo v Kivntikny pdonon, oArE Kot v

OmOKTNON ONAMTIKGOV TANPoeopdV). g €K TOOTOL, @aiveTol Vo gival dvvatdv va

a&lomomBodv to mayvidle oy ddackoiio Kot TNy pddnon. Qotdco, 10 OEHa TapapEvel

Kanwg acoeég (Szilas and Sutter Widmer, 2009; Giessen, 2015).

Iivaxac 1: Opiouoi Serious Games- Biflioypapio

PRV 1021 T

Opopog

(Clark Abt, 1970)

“Iopodooioxd, — mwoyviolw 7OV  YPHOIUOTOIOOVTOL — YIO. VA

TPOUOTEPOVY TOLAPOVS OKOTOVS .

(Buro, 2003)

“H «2ofopotnron oo Serious Games oyetiletor ue tov
EMOIWKOUEVO OKOTO TOV TOLYVIOI0D, TO AOY0 ylo. TOV OT0io

onuiovpyntnre Kor Oy e To TEPIEYOUEVO TOD .

(Zyda, 2005)

“Evag diavontikog Olaymviouos mwov TaIlETol o€ DTOLoyioT,
OOUPWVO.  UE  CUYKEKPIUEVODS KOVOVES KOl YPHOLUOTOIEL  THY
O0100KEDOGN  YlO. GKOTODS TOD GYETICOVIOL UE TODS TOUEIS THS
EVOODTNPETIOKNG KOTAPTIONS, THG EKMALOEVONG, THS VYelag, THS

ONUOGIOE TOMTIKNG KO THG OTPOTNYIKAG ETKOLVWVIOGS .

(Michael and Chen,
2006)

“Horyvioio. 10 omoio 0 TPOTOPYIKOS TOVS OTOYO¢ E&val 1

EKTTOIOEVON (0TI OLAPOPES LOPYES TNG) Kal Oyt 1 woyoywyia”.

(Derryberry, 2007)

“Avto mov Leywpiler o, Serious Games axd ta vmélowmo. givor Ot
eoT10{0VV 08 OVYKEKPIUEVO, KO OKOTTYUO. EKTTALOEVTIKG, OTOTEAECUOTO
VIO VO TETOYOVV OOPOPES, UETPHOIUES OQALAYES OTHV OTOSO0N Kol

OVUTTEPIPOPA.” .

(Susi et al., 2007)

“Hoyyvidio. oV  yPHOYWOTOIOOVTOL YIO. KOTOPTIoY, OLOQHUIOT,
Tpooouoiwon  N/kar  EKToIdcvon Kol Elvol  OYedlaouévVe.  Va
oovlebovy 0 TPOOWTIKODS — VWOAOYIOTEG 1§ KOVOOAES

Srvreomayyvidiov”.
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(Rankin and
Vargas,2008)

“Eivor  moryvidia 1o omoio. ypHoWomolovy TS apyéS TS
woyoywyiag, ™S OHUIOVPYIKOTHTOS KOOI THG TEYVOAOYIOS ylo. Vvo.

Tpowbncovy cofapois oxomove”.

(Shute et al,2009)

“Ilpokertar yi0. woLyVIOIO. TOL EYovV Evay 00PN KOl TPOCEKTIKG
UEAETNUEVO EKTOLOEVTIKG OTOYO KO1 OEV TPOOPIlovial TPWTIoTWS

v d1ooxédoon .

(Rego et al,2010)

“Xpnion twv AEKTPOVIKOV TOLYVIOIDV T TOLIVOUNOH THS YVWOONS
yio. T KaAOTEPY KOTOVONoN Kol ypnon g’ .

(Marsh,2011)

“OLoxAnpn n yaua Twv TOYVIOIWY, TWV OTLOVGTIKOV OLOTALEDY,
oAa ka1 ta mepifidllovio kKou To. WHEIOKO UEGO (TT.)Y. UEIKTHG
rpaypoTikotnrog / 1oTpiky mepifalyn) onuiovpynlnkoy omxd 6Aovg
006 noiktes SG (E and A: axadnuaikoi, epevvntég,
EKTOUOEVTIKOVS,  TPOYPOUUOTIOTES, — EMOYYEAUATIEG,  KAT)  Kai
avayvapilovrar wg SG koTd unKog evog ovveyovs mov ywpiletol oe

unjpaTo § TEPIoyES”.

(Hendrix et al.,
2012)

“Ta SG amotelodv d1adpaotikés TPOOOUOIWONS Ol  OTOIES
Paociloviar oto mauyvidr kor oo, omoio, 0 xpRoTnS Aaupfdver Eviovo

pOo o v eéédién kou epopuoyn tovg.”

(Mayer,2014)

“Ta Serious Games é&yovv onuaivovoa emidpoon oto yphoth
0E00UEVOD TOV OTL TOV UETAOIOODY YVATEIS UEGO, OTO UIO. OLOOIKOOTLO
TOAD TO EVYAPIOTH Y10, QUTOV O OYEON HE THV TOPAOOCLOKH
owaokolia. To Serious Games eotialovv oty yvaon, udbnon puéoo.
OO TV TOPOYH GTO YPHOTH THS 1010G «TVYKIVHOHCY TOD TOV TOPEYEL

KO OTOL0ONTOTE GALO oLy VIOl TOV E0TIALEL OTAC T Woyoywyio, ™.

(Arnab et al.2015)

“Ta Serious Games &yovv 010 emKEVIPO TOVS TH TOIOOYWYIKI
01007001, OLAPOPOTOIODUEVA. OTTO TO, AOIT, TOLYVIOLA TOV £0TIALOVY
KOpIwG oty 0100KEIAON TOV XpHoTH. ATO TO1d0yYIK] OKOTILA TO.
SG &yovv KATOOKEVAOTEL Y10, WOYOYWYIKODS OKOTOVS, EXOVIOS OUDG
TavTa. w¢ PAcn Tovg THY EKTOIOEVON, TV KATOPTION KOl UETAOOON
ywagewv otovg ypnotes tovg. To SG mopéyovv uio. povodikn
EUTTELPIO. KO KUPLWS UIO. OVOLOOTIKY KOl ETITOYNUEVH «OOUPIwON»

¢S OL1OOKEDAONS e T udbnon .
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Mg Bdon tovg mapandve opiopong tpokvmtet 6t to. Serious Games aroteAohv matyvidlo wov
0 gVPVTEPOG GTOYOG TOVG £ival 1 O10GKESAGT TOL YPT|ON, OLMG 1 ovGia TG VAPENG TOVG EXEL
va KAvel pe T padnon kot m yvoor. Ouclootikd to moyvidle autd «EKHETOAAEVOUEVI TN
TdoMn TOV VEOV Vo 0oYOA0VVTOL TOAAEG DPES LE NAEKTPOVIKE TTotyvidia, ETIOIDKOVLYV VO TOVG
TEPAGOVY UNVOLOTO KOl YVAOOELS GYETIKE [e mowkila dapopetikd media. Ta media avtd amd
TN [l £OVV VoL KAVOUV LE TN KoONUEPIVY KATAVONOT| Kol YVMGT 0vVEEOPTHTMG EKTOOEVTIKOD
EMMEOOV KO YVOOTIKOV OVTIKEWEVOL KOl amd TNV GAAN pe v kaTovonon (tmudtov mov

oyetiCovtal ue T Kowwvia, To TEPPBAAAOV, TN TOALTIKY KAT.

14



Xapaktnpiopdg XoPopav Hayviduwv pe Exradevticd Metadedopéva

2.2 Awotdacseig ko ITAcovektiporta Tov Serious Games

Aopfavovtoc vroyn ta pabnclokd otod g véag yletiog, kabdg Kol To TOg pabaivouv
ONUEPA Ol LOONTEG, TL KOAVTEPO OYMUO YO Vo KAADYOLV TIG avaykeg Tovg omd ta SG; ‘Eva
peydlo ocopo tng €pevvog deiyvel Tig Oetkég emmtmoelg Tov SG yuo o TOWdW Kol TNV
expadnon tov gpnfov mawktov (Blumberg & Ismailer, 2009). Avtd akdun kot epmeipkd
vrootnpiletar omd tovg Robertson & Miller (2009) kot Owston et al. (2009), €1d1kd yio Tovg
AMydtepo KavoOg pobntéc. Xe éva mayvidl, OAol ot ToiKTEC, CLUTEPIAAUPAVOUEVOV Kol
exelvav mov glvar vipomoAol oty TaEY), GUUUETEXOVY EVEPYA GE OvTifeoN Le AAAES TPOUKTIKES
OV GUUUETEYOVV POVO ekelvol Tov etvar apketd Tolunpoi. H pbon tov mayvidiov tpomBel
dupopeg Lotikng onuaciog de&0tnTeg Yoo expddnor, Omwg 1 UETOYVAOOT, 1 EMAEKTIKN
TPOCOYN, N EMIAVOT TPOPANUATOV, 1] EvKAPia Yo €EAOKNOT, 1| OKEYT EVOALUKTIK®V AOGEDV,
n molvene€epyacia, N TANpoeoplaky kot N mwopoyn kwntpwv (Mason & Rennie, 2008;
Davidson, 2008, Blumberg & Ismailer, 2009; Charsky, 2010).

O James Paul Gee (2003) eniomng, vrootnpilel 6Tt Tao SG givar évo 0moTeAeouaTiKO gpyaieio
ddaokariag mov mepthapupavooy 36 apyég udbnong, aiid oyl povo Ady® tov OTL givorl Eva
woyviol. Ta SG mpémer vo eyyobodv He OpPKETEG EKTOUOELTIKEC OPYEC — TPOGEKTIKA
OYEOLOGEVES Y10, VO KalBodNyNoovY To pobnth pésa amd to LAIKO. Od TPEMEL VO EMTPETOVY
oToVg UaNnTég vo avaKkaAdTTouy Uéca amd Evvoleg Kol vo evOapplivVOuY TN GUVEPYATIKN
uabnon, pall pue dAlec popeEg T™E SLodpacTIKNG udbnong.

Ta SG éxovv oyedactel yio va £xouv £vav avTIKTUTTO 6TO KOWO-6TOY0, KOTL Tov EEMEPVE TNV
kabapn TAevpd g yoyoyoyiog (Gee, 2007; Greitzer et al., 2007). TTpokdmtel de 6Tt évag amd
TOVUG 7O OTUOVTIKOVC TOUEIC €QUPUOYNC TOLG €ival O Topéag Tng ekmaidoevong, ko
€pyYovTal vo, KOAOWOLV TNV TPEYOLCO OVAYKT Y10 EVIOYVOT Kol EVOUVAUMGT TNG EKTAIdELONG

(Eck, 2006, De Grove et al., 2010).

Y1ov topéa avtod, 0 6Komdg evog SG givan 61TToG:
i.  No eivorl 3106KedAGTIKO Ko YOXoy®YIKO Kot
ii.  No eivon ekmadevtico

‘Eva Serious Game &ival €161 6YedGHEVO DGTE Kol VoL €IvaL EAKVOTIKO GE £va €upY KOO,
TOPOUOI0 UE EKEIVO TOV EUTOPIKDV TOLYVIOUDV, OAAG KOl VO KOADTTEL EKTOLOELTIKOVG

o1oy0ovs Kou akomovg (Bellotti et al., 2013).

Axoun, ta SG €yovv ™ dvvATOTNTO VO TOPEYOVY CLYKEKPIUEVEG eumelpieg pddnong evo
EMTPETOVY KOl EVVOOVV GUVOEGELS UETAED TOV APNPNUEVOV EVVOLDV KOl TOV KATAGTACEMV

Tov Tpaypatikoy kéouov (Whitton, 2010; McClarty et al., 2012), kabohg kot Bektidvouy ta
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emineda TV KNTPOV Yio To pobnth Kot v ekpddnon g anotelecpaticotntog (Erhel and
Jamet, 2013).

Aweotacelg Tov Serious Games

Onwg mpoxdatel amd o Topoundve, o SG  PIopodv va EpOPLOGTOVV GE EVOL VPV QACHLOL
topéav g (ong pag. Ot Michael kot Chen (2006) mpoteivouv va daxpivoviot ta oy vidio
avAAoyo LE TO KOUUATL TNG ayopdg 6To omoio amevBovovtatl. H yprion tev mayvidiov outov

otV eknaidgvon kepdilel £dapoc adld dev eivar axoua dnpoeiing (Liarokapis et al., 2010).

Emopévog, ta Serious Games, pmopodv vo ypnoiuomombody cov ekmoldevTikd epyoleia,
dedopévon 6t vTosTPifovy TV avATTLEN TOAL®Y Kot S1apdpwV deEL0TTOY GTOVE HodNTEC-
naiktec. H emmoyla tovg otn didackaAio €yKertal 6T0 GLUVOVAGUO TOV OTTIKONOVGTIKMV

pécwv, mov Ponbodv otnVv gvicyvon e LvUNG.

‘Evag @Ahog mapdyovtog yio tnv emttuyion Tovg €ival 1 Topovsiocn tov padnpoatog cov
oL VIOl VTOAOYIOTY], TOL OUMG PEATIOVEL TNV GLYKEVIPWOOT KOl TV TPOCOYN TOL MoONTY
(Liarokapis et al., 2010). 'Etot, avtd 0yl Lovo GUUPBALEL GTNY EVKOAOTEPT] ATOLVIIUOVELGT KOl
KaTavOnon TOV TANPOPOPLOYV, OAAG eVIoYDEL KOl TO KivnTpo TOL HaONTH, PEATIOVOVTOG

TopdAANAa TNV OAN gumepio pabnong (Liarokapis et al., 2010).

[Mopdra avtd, vEapyovy KAmow onpeio 6to onoia YPeGleETOL TPOGOY KATd TO GYeSOGUO
kot ™ ypnon twv SG oty ekmodevtikny Sadikacia. Or Serensen kor Meyer (2007)
vrootnpifovy O6TL GOV APOPE TO GYESIAGUD, Ol EKTAUOEVTIKEG OLVOTOTNTES TOV YNPLIKOV
T VSOV, 0€ CLUVOVACUO LE TOVG OOUCKOUEVOLS KOl TO BEUa Tov SOACKETAL, £YOVV TOV
npwtevovta poro. Emmiéov, ta Serious Games mepthapfdvovv Kot omortodv ce peydlo
Babuod t ovupetoyn TV HoNTOV, POV TOVG KAVOUY GUVOLLUOPPNOTES TOV EMOIOKOUEVOV

OTOYWV, TOV TEPLEXOUEVOD KOl TNG OPYAVMONS TOV LabNUaTOG.

O Gross (2003) woyvpileton 6TL T0. SG TpENEL VO, £Y0VV KOAL KOOOPIGUEVOVE GTOYOVS AN oNC
Kot v Tpo®Oody TV avarTtuén GNUAVTIKOV GTPATYIKGOV Kol 0e&l0TNTOV Yo Vo, avENcovy
TIG YVOOTIKEG KO TVEVHOTIKEG IKOVOTNTEG TV padntav. Zoueova ue tovg Malone (1981) kat
Garris et al. (2002), ta otoryeio mov cvufdilovv otnv ekmadevtikn oio tov Serious Games
elvar awcOnolokd epedicpato (AvomapuoTacELS TOADUECOY EKTOIOEVLTIKOD VAIKOV), @oavTacio
(mhaiclo mov mapovoldleTor oe évo PavtaoTikd mEpPdAlov), mpoxinon (déyepon g
Kkatdotaong) kot mepiEpyela. (embupio va yvopilovv | va pdbovv). To otoiyeion avtd Oa
TPEMEL VO EVOOUAT®OOOV GT0 TEPIPAALOV €VOC TOLYVIOOD Yo VO SOUNCOVY GTOYOVG KoL
KAVOVEG, VO TAAICLO OVCLUGTIKNG LAON oG, Lo EAKVGTIKY 16TOpia, GIEST avVaTPOPOdITN O,

éva VYNAO eminedo SOPUCTIKOTNTOC, TPOKANGT KOl OVTAY®OVIGUO, Tuyoic, oTolXEic. TOL

16



Xapaktnpiopdg XoPopav Hayviduwv pe Exradevticd Metadedopéva

aPVISIG OV Kot epmlovticpéva tepiBailovta nabnong (Rugelj, 2015).

O Rugelj (2015) axoéun, vroompilel 6t n ypnon tov SG oty eknaidevon TPEREL va
oeEdyetan pe éva vymio Padbuod peaiopod. To maryvidl mpénet va glvan oyedlacpuévo yia va
O1EVKOADVEL TOVG PaBNGLOKOVG GTOYOVS. Agv glval pa avtdvoun dpactnploTnTa, 0ALd HEPOG
TOV  HoONCOK®V  SpaoTnploTHTOV TOL GLVOAOL 1TNG eKmodevTikng dwdikaciag. O
EKTOOEVTIKOC TPEMEL VO TPOETOLACEL €VOl TOKETO €kUaOnome, Aoaufdavovtag vroyn To
VIOPaBPO TOV POTNTAOV Kol TIG TPONYOVUEVES YVADGELS TOVG, TOVS UaONGLoKOVG GTOYOVGS, TO

TPOYPULLE GTTOVODV, TO SIOESILN TEYVIKA LEGO KO TIC OIKEG TOV TKOVOTNTEC.

O Whitton (2010) npotetve £va TAaic1o yio. Ty KoAN TpaKTikn 6to oxedacud tov SG vro to
plopo. TG EVEPYNTIKNG HAONoNG. Zopeove HE TIG KOTELOLVTAPLEG YPOUUEG TOV, TO
nepPaiiov Tov Tayvidlod Ba mpénet vo vroatnpilel v evepyo udonon, evBappdvovtag v
eepevvnon, v emilvorn TPOPANUATOV Kol TV £PELVA MOTE VO TPOKUAECEL EUTAOKY| LE
COQEIG KoL EPIKTOVG GTOYOVE, Vo €ival KATAAANAO Yo TO podnotokd TAaicto, va vrootnpilet
Kot vo, TapEXEL dSuvaTOTNTES TPOPANUOTIGHOD OAAG Kol VO TOPEYEL IOOTIIES EVKALPLDV Yol

OAoVG.

Yopemva pe toug Michael xar Chen (2006), to Serious Games eotidlovv otV emilvon
TpoPANuUaToV, divouv Kupimg Eueacn otnv padnon kot oyl oy yoyoywyio, n eEopoimon
OV YPTCLUOTOIEITAL EIVOL O «PLGIKT» Kot avTIdpd oTIG EMA0YEG TOV Ypoth. Emopévac, yo
va yivelt minpng a&lonoinon tov Serious Games mg eKTOOEVTIKO gpyareio, mpémetl va AngOel
VIOYN  pio GEPA TAPOYOVTOV OTTMG 0 LMKOTEXVIKOG £E0MAMGUOG TV GYOoAelwV (0 omoiog
umopel va givon Eemepacuévog 1 avemapKkng), 1 eE0IKEINOT TOV EKTUOEVTIKAV LE T S1APOPA
moyvidla, 1M obVOEST TOL TOLVIOOD HE TO EMIONUO TPOYPOLUUN OTOVODV, OAAG Kol M
duoKoAie va meoTovy ot VIEHOBVVOL SlOYEPIOTEG OYETIKE pe To SLVNTIKA OPEAT TV

NAEKTPOVIKOV Ty VIoLdV (Susi et al., 2007).

Yndpyoov moMEG peAéTeC oyeTikd pe T ypnon tov  Serious Games kot TV
OTTOTELECUATIKOTITA TOVC OTNV TLTIKN ekmaidevon. Epsuvavtog ) diebvny Pipiioypaeia,
evromiomkay 99 dpbpa mov onpociednKay uetald Tmv et@v 2002 kot 2012 evd vapyovv
TOAMG  TEPLOGOTEPO. TOVidle 7ov &xovv  ovomtuydel eumopikd, yopic avapopd e
EMOTNUOVIKEG HEAETEC. g €K TOVTOV, VIAPYEL Wio. CAPNG OVAYKN Yo TV OMUovpyio evog
€0KOAOV TPOTOV Y10 TNV EVPECT] TOV TLO GYETIKAOV TOLVIOLDV, KOODG KOVEVOG EKTUIOEVTIKOG
dev Oa egivar oe Béom va e€etdoel OAa to. SG. Ymhpyel pio coeng Taon mpog oplouéva
oNuoeIAn Bépata Onme To LOONUOTIKE, TIC PUOIKEC EMGTAKES, TNV EKUAONC YA®GGmV, TO
VYNAOTEPO EMIMEDO SEEIOTHTAOV, TNV OAANYT] CUUTEPIPOPAC, TNV TATPOPOPIKN, TNV YEDYPAPIOL

KoL TV enEPPac.
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Ta moyvidie avtd oyxeddlovtor pe okomd va UETASDOCOVY YVAoN KabdG ot maikteg
GUUUETEXOVY OTLS OpPOCTNPLOTNTEG TMOV TALXVIOLOV TOV Gupmepapupdvouy yoyoyoyia,
onpovpykdTTe Ko teyvoroyia yuo tnv mpombnon ekmadevtik®v okonmv. H pdbnon
mpowbeital pe TPOTO MGTE O MOIKTNG VO UNV TO avTIAAUBAvETOL AUEGH KOt avTd glivan Kot TO
mo onuoviikd otoryeio mov Egxwpilel avtd ta morvidw amd GAAOL TUTOVL EKTALOEVTIKA

ynowoka maryvidw (Rankin and Vargas, 2008).

O Zyda (2005),vmootnpilel 0Tl mépa omd TO GEVAPLO, TNV TEYVN KOl TO  AOYIOUIKO To
o viol avTd evéyovv madaymyia. Xopemva pe tov Gee (2003) «epodialovv Toug pobntég

ue avbevtikég epmelpieg pabnong 6mov 1 yoyaymyio Kot 1 pddnon cuvovalovion.

Me Baon tov Corti (2006) 10 Bacikd otoryeio evog ynelokol wayvidlon udnong Kot e1dikd
tov Serious Games, ovtd dNAadN 7OV T Yopaktpilel eivar 1 exPpon TOL OOKEL GTOLG
YPNOTEG, TMETLYOIVOVTAG VO TOVG OLYLOAMTIOEL, VO TOVG OECUEVGEL GE VO GLYKEKPUUEVO
OKOTIO, IOV AVOQEPETAL GTNV OVATTLEN VEDV YVOoE®VY Kol deEI0THTOV. ZuyYpovag TovileTat
0Tl M mdaymywkn ogeidel va e€aptdton amd TO GEVAPLO TOV TouyvidoDh, dnAadn o
ocuvdvoopos pali g va eépvel v emroyio. [Iépa Opmg amd TN modoyw@ykny ypnon

ONUOVTIKO givor To oy vidl va £xel Kot oG BAcn Tov T dloKkEdAo.

Zoppwvo. pe tov Zeller (2005) éva moryvidt mov givotl Kahd oxedlocpéVo amotelel Evo matyviol
pe vomuo po dtadwkacio dnAadn mov €xel vomuo yloti givol Gueca cuvoedepévn pe
pabnon. O Opog vomuo mov S6ONKe Omd TOV TPOUVAPEPOUEVO CLYYPAPEN ®G Paocikd
YOPOUKTNPLOTIKO EVOG TOLYVIOOD OVOPEPETE GTO OTL Ol OPAGELS Ol OMOIES AVOMTOGOEL Elval
OPOTEG GTO YPNOTI KOL TOV 001YOUV GE £VOL GUYKEKPIUEVO LaONGLOKO ATOTELEGHLAL.
Ta Serious Games AOY® NG YNOWKNAG TOVG PUONG, TAPEXOVY EKTOIOEVLCT G OOPAAES KO
eleyyouevo epifariov, xopig Kvdvvoug kot ympic akppo eEomiopo. [pdxertan dniadn yio
e€opoimon TPUYUATIKOY GUUPBAVI®OV Kol S1001KGIOV.
Tougova pe tovg Michael and Chen (2006) ot topeic epappoyng tov Serious Games givat ot
axorovbot:

a) Yyeio — vyelovoptkn| mepiBaiym

B) tpotimTikd Toryvidwo

v) Hoyvidio StokvPEPVNoNG-TOALTIKNG

) [Mouyvidio KoTapTIoNC OTELEXDV ETAPIDOV KO EXLYEPTCEDV

€) Hoyviow mebovg (Persuasive games) /Tlatyvidio yio v kowvovikn adiayn (social

change)
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ot) Exnaidevon.

H Baown didotaon evog Serious Game eivar 1 0106KESAGT] OV TPOGPEPEL GTOVG YPT|OTES
TOV, € OMADTEPO TAVTA GTOYO T Yvdon. XOpemva pe tov Prensky (2001), ta Serious Games

TAOGIDOVOVTAL OO GLUYKEKPIUEVES S100TAGELS TOV gival o1 akOAOVOES:
e Koavoveg,
e YKOmOVG Kol 6TOYOVG,
e ’'ExBoon kot ovadpaocn,
e XVykpovon/ avtayovioudg/mpdkAnorn/avtitapadeon,
e A1Gdpaon,
e Avamapdotoomn 1 6eEvap1o.

Apyid, ot Kovoveg evog mayviolov Balovv opla kat avaykdlovy To ¥pioTn Vo XPTCLOTOLED
GUYKEKPUEVOVS TPOTOVG, Yo Vo €MTUXEL TO 0TOY0 Tov. Ol oKOMOl KOl Ol GTOYOL TOL
TaVId1o0 anotelodv T Bdaon yio va tnpovvtal ot kovoveg (Prensky, 2001). H avddpaon wg
dradtkacio eivatl oNUAIVOLGO Y10 TO YPNOTN U0 KOl LEGO T OVTN SLUTIGTAOVEL TO KATH TOGO
akoAovbel Tovg KavOVEG TOV TALYVIOOD GALG KOl TO K0T TOGO Ppicketal o€ KAAd OpOUO GF
oyxéon ue v evpeon Avoewv. H avddpaon yivetal péoa amd TOAAEG LOPPES KO EVIUEPDVEL

TO ¥PNOM Y10 TO av 1 KAOE Tov evépyeta £xel OeTIKO M| ApvNTIKO ATOTEAEGLOL.

Mieovektpato Tov Serious Games

O avrtiktumog tv Serious Games, 1 LAIAAOV TV SUVNTIKOV EMATOGEWMV, vt va Tapacyedet
éva woyupd péco oty ekmaidevon kol vo eméAfel Oetik kowovikn oiiayn. Ta
mAeoveKTnaTa givol TOAAG. Apyikd, To oy vidlo gival EAKVOTIKA Kot TOpEYOVY KivnTpa, Yio
VT KoL To TPOTLLOLV o1 padnTég (Kupimg ot veapol pabntég) o éva Péco e 1o omoio &yovv

dveom ( Prensky, 2001; Johnson, et al., 2013).

To Bacikd tovg TheovéKTUa givatl 1 Toudaymyikn Tovg aéio 1 omoia eUmePIEXEL OAEC EKEIVEC
TIG OPAGELG TTOV EKTALOEVOVV, EEAGKOVV KOl SIOAGKOVV TOV TOiYTN KOOIGTOVTOC TOV 0 1KOVO.
Ta SG «xAéfovvy ™ pnabnon, mov onuaivel OTL T HETOPEPOLY Y®PIC Vo, TO KataAafaivel o
TaiyTNG, ONAGON TOL TPOPEPOLV EVPEIS YVDGELS Y®PIC 0 1010¢ v TO avTIAOUPAVETOL Kot TO

Bootkd ywpic va avtidpd.

Emuthiéov, Topéyovv KOTAPTION GE £VO ACQAAEC TEPIPAAAOV, HELDVOVTOC TOLG KIVOUVOLS Kol
divovtog moAlég exmondevtikéc deodovg (Zyda, 2005). Ta SG oe aviibeon upe o

NAEKTPOVIKE TTatyviowo givol Onpuovpykd omoteAéouato, Tapeyovy véeg OeEl0TNTEG GTOVC
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YPNOTES Kot Toug BonBolv va PEATIOGOVV TIG YVMGELS KOl TIG IKOVOTITEG TOVG.

Meydro mheovéktnuo Tov SG givar kot 1 SOVOp] TOVG VO SEGUEDGOVY T GUUUETOYN TOV
xpNoTOV Yia £va cvykekpyévo okomnd (Corti, 2006). Qoto600, TovileTon OTL TO GEVAPLO TPEMEL
va givol oYedIOGUEVO COUPOVA UE TIG OPYES TNG TOLOAYMYIKNG, EVO Tapdrinia Oa tpémel va

Aappdvetar vroyn OTL 1] SoKESAGT) vl TPOTOPYIKNG ONULAGLOC.

‘Evag axoun Adyog ywo. Tov omoio To mouyvidlo €ivol amoteAespoTIKG givor OTL 1 udbnon
TPAYUOTOTOLEITAL HEGO GE Eva TOdAY®YIKO TANIGI0 oL £)El £va GLYKEKPLUEVO 6Tdyo. Eva
o viol ToL givorl KoL GYESIOGUEVO OmOTEAEL «TTOy VIOl e VOTLOY, KOl VOl (o KOTAGTOON
nov oyetileton dueca pe ™ uadnon (Derryberry, 2007). To moyvidt pue vomua eivat owtd mov
Tpoyuatomoteiton Otav o1 oyécelg UETOED TOV OPACGEMY TOVL TALXVIOOL Kol T®V

amoteAeoudtov tov givor opatéc (Salen & Zimmerman, 2004).

Me dedopévn v oyeTikd mpoéceartn Siddoon twv Serious Games, 0o pmopovoe va
vroompybel 0Tl Ta 0PEAN amd T ypnom tovg givar apeifora. ITapdia ovtd, OTmG MO
avapépinke, Ta TOLVIOW YEVIKG EMTPEMOLV OTOVG MHOONTEC va €xovv eumelpieg omod
KOTOGTAGELS TTOL GTOV TPAYUATIKO KOGHO dgv Ba pmopovoay va £xouv AdY®m KOGTOVG, XpOVOL

kot aoeaierog (Corti, 2006).

Emmiéov, or Mitchell xon Savill-Smith (2004) avagépovv 6Tt awtd ta maryvidia Bonbovv v
avATTLEN SLLPOPETIKMY TKOVOTATOV OTMG: AVAALGT KOl avVTIANYT yOPOV, GTPUTNYIK Kot
dopotikodTnTo, pHoONoloKEG OeElOTNTEC KOl GUYKEVIPMON, WUXOKIWVNTIKEG TKOVOTNTEC,
KOVOTNTO EMAEKTIKNG TPOCOYNG UE PdAon TV €KOva, K.0. AAROL EPELVNTEG AVAPEPOLY TN
Bedtioon TV emdOGEOV TOV HLOONTOV UETA TNV TPOGOLOIMON TOV EVOTITOV JPOPETIKMOV
EMOTNHOVIKOV KAGdwV, 6mwg M latpikr|, n Apytektovikr] kou 1 Xopota&io. (Susi et al.,

2007).

Ala, TOovE 0QEAN Elval 0 KOADTEPOG EVTOTICUOG KO 1] OVTILETMICT TV TPOPANUATOV, TO
gvotoyn ANyn amopdoeswv, Peitimon 1OcO TG Ppoyvmpdbecung 660 Kol TNG
HOoKPOTTPOOEGUNC LVIUNG, VATTUEN TOV KOWOVIKOV 0eEL0TNTMV, OTTMG 1] GLVEPYATIKOTNTA, 1)

avoyn Kot 1 oo kowvod Ay arogdoswv (Mitchell and Savill-Smith, 2004; Rieber, 1996).

AxOUN, M CLUUETOYN OE OLUOIKTLOKES KOWVOTNTEG TOLYVIOIDV GUUPAALEL GTNV TTapaymYN
YVOONG, VO TawTOYpova evVOOPPOVEL TO. dLAPOpo. €10N TNG TANPOPOPLOKNG TToudeiog Kot
avamtooosl TIG ouwvibeleg evnuepoTikNG avalntnong amapoimteg oty ovalnmmon
TANPoQopL®V 6€ omotadnTote PiPAtodnkn 1 to Aadiktvo (Susi et al., 2007).

Ta Serious Games katdépBwoay va EVEOUOTOGOVY TPOKANGT, PavTacio, TEPIEPYELN Kol

éheyyo, kdtl To omoio ou Malone & Lepper (1987) mictedovv 61t givar Kowd KivnThipla

oToyEln yio OAa ta gyyevi mepiPdiiovta. Oro avtd ta yopoktnplotikd pali, pmopovv va
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799

TPOKOAEGOLY “po1|”, 6OV 0 TTaUKTNG glval TOGO ATOPPOPNULEVOS GTY| dPACTNPLOTNTO MGTE OEV
vrapyel kapio aichnon tov ypdvov 1N TOV AVIWEPICTAGUMV, OAAL ETIKEVIPMOVOVIOL LOVO

oTNV amocTOAN oL £xel va diekmepardoet (Shute et al., 2009).

Eniong, kot avtd glvar avtd mov evolapépetl mepIocOTEPO, Ta TOLYVIOW UTOPOHV VO TOPEYOVY
éva mhaicto yia T pabnon, gukoipies yia €pguva, kabdg Kol £va TAaiclo yuo T cvvepyacia,
OMa oToLElD ONUOVTIKG GE €va EKTUOEVTIKO TEPIPAALOV, 1O10HTEPA GTIV KOVOTPOLKTIPIGTIKN

erhocoeio (European Commission, 2014).

Téhog, ta moryvidwo, loitepo ekeiva pe TOAAG oToyEgio. TPOGOUOI®ONE, UTOPOVV Vv
¥pNoomonfovy yia v S1000KOAMO TEPIEYOUEVOL TTOV €ival GuVIHBMG TOAD dVOKOAO Vo
ddayOel péoo otV TAEN, CLUTEPILOUPOVOUEVOD TOV [T YPOUUIKOD TEPIEXOUEVOV, OTMG TO
KUKAKO M TO TEPIEYOUEVO GUGTNUATOV KAl GVTO TOV OPIGUEVOL ATOKOAODY 0E1OTNTEG TOV
210V 01OV, GTOV YPOUUATIOUO TNG YNELOKNAG NAKioG, TNV €QevpeTikn okéyn (Wdwitepa TV
avaAnyYNn Kwohvov), TNV OTOTEAEGUOTIKY ETKOWMOVIO KOL TNV VYNAN TOpOyOyIKOTNTO
(Schneider, et al., 2012).

2tov avtimoda, amd v Bewpntikny cvlftnon, &govv avakiyel kol kKdmola {nTiuata amd
ypion tov SG. T'e mapdderypo, morhol podntés mpoomabodv va amo@OYOLV «TPOTOVG
LaONnoNc», TPOKEUEVOL VO EMOTPEYOVY OGO TO duvATOV YPNYOPOTEPO GE LI KKOTAGTOON
noyvioovy (Kerres et al., 2009). TovAdyiotov, ta Serious Games mpémet v fpovv o
woppomio HeTAED TOV GTOWEIOL TOV EMAIVOL TTOL VIAPYEL Yol TOVG d1KOVS TOVG AOYOVS Kot
TOV OWOKTIKOV 1 TOOAYOYIKOV TOLG OTOY®V Tov dev Ba mpémer va givor ovte mOAD

nopepfoticol, aALL 0VTE KO VO OTOUAKPHVOVTOL OO TOVG GTOYOVG.

Duoikd, T0 EpOTNUA GYETIKA Pe TO €hv 1 ddaokaAic Kol 1 HAONOT EVOMUOTMOVOVIOL GTO
mAaiclo tov mayvididv HEcw vmohoyloth ovlnteiton éviova. Evd ta Serious Games
veioTOVTOL O O100KTIKO EpYareio €6M Ko TEPImTOL 6V0 dekaeTies, To ToLVidlo AVATTOCCOVY
Kot oAAGLovY TOGO YPTYOpO KoL TOGO SLOPOPETIKO OOTE KADE GUYKEKPIUEVOS 1GYVPIGUOG Oa
npémnel va, emainevetor Eava kot Eava, kabmg eEaptdtol o peydro Pabud amd cuykekpluéva
oLV, TOV YOPOKTAPO TOVG, TO 1010 TO HECO Kol £Tol e€apTdVTUL EMIOG KOTA TOAD Kot

amod tov ypovo (Ke, 2009).

Téhog, o Carvalho (2015) vrootnpilel 611 ta SG map’ 6Ao mov givar moryvidio, ovtd dev
Stwoporilel 01t Ba elvar dlnokedaoTikd Yoo Olovg kal Ot Oa mopéyovv KivinTpa Yo
EVOGYOANCT] OV OTOGKOTOVV oTN amdktnon ooty kot wavothtov. Kot otav pa
KaTdoToon €ival VITOXPEDTIKN TO OTOTELECUA lval OTL TPOKOTTEL €va O VidlL OV Oev

Bewpeiton woyvidt yuo dGAovg.
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2.3 Avayxkn Katnyopromoinong kot Avevpeong otov Ilaykoopio Ioto

Ta Serious Games £yovv Tn dvvatOTNTO Vo TAPEYOLY Uabnolakn sumepia eved divovv Tto
TEPOMPLO VO avOTTOGGOVTOL GOVOECUOL HETOED TAUCUATIKOV KOTAGTAGEWDV UE TPOYUOTIKA
yeyovota g Kabnuepwvotntag tov ddackopuévev (Whitton, 2010; McClarty et al., 2012).
2uyxpoves To CLYKEKPHEVA oy vidla 6ivouv 1o KIvITpo TNG GmOTEAEGUATIKNIG MABNoNG
(Erhel & Jamet, 2013). Znuepo vadpyet £va gvpog Serious Games to. omoio givor drabéotpo

670 J105IKTVO Kot PIopoHV va, ypnoononody yo KodAdtepn kot apecdtepn padnon (Van
Eck, 2006; Ulicsak, 2010).

Ta SG pmopovv va ypnoomomBovv ce moAld TepPaiiovta ekmTaideuonG Kol KOTdpTIong
oo To ONUOTIKO oyoAeio (T.y. mayvidia yio o Mabnuatikd, tig Eéveg I'Adooeg, KTA) émg TO
mavemotnuo (my. moayviow yu Awiknon Emyeiprioewv, Aoyiotikn, Koatackevég) (De
Gloria, 2014). Tétola mayvidlo eivar yioo mapaderypa to: Hands-On-Equations 1 Lite yio
ddackorio tov Madnuatikdv, Renault Academy yio v eknaidevon TOANTOV Kot EUTOPOV,

o America’s Army yio Ty eKnoidenoT ToL 6TPOToD, K.4.

[Mop’ Ao avTd, O EVIOMIGUOG TOV EKAGTOTE KOTAAANAOL SG TOL Vo OVTOTOKPIVETOL HE
COQNVELL GTOVG OTOYOLG TOV OVTIKEWWMEVOD O10ackoAiog aALd Kol vo amevbivetal 6To
avTIoTOL(O EKTOIOELTIKO KOWO gival Tapa mOAD OOGKOAOC. AVTO o@eiletal otnv EAAeym
katnyoplonoinong twv SG og Kamow omobemplo, oto omoio Oa €yl €dkoAin mTpoéGPacn o

EKUOTOTE EKTOIOEVTIKOG.

Q¢ omotéleoua TOL TOAPOVTOG TPOPANUATOC VRAPYOVY GNUEPH JIAPOPEC WEAETEC TOL
wpodyovv TN ypnon tov educational metadata schemas mpoxeipévov va vrootnpiloviar ta
Serious Games og eninedo anobnkevong, evpeong kKAm. (Hendrix et al., 2012; Hendrix et al.,
2013; Ha Lee et al., 2013a; Ha Lee et al.; 2013b; El Borji and Khaldi, 2014). H napobdoa
SmA®poTIKn gpyoacio Oa emAeEetl Eva Kovd poviédo petadedopévmv to onoio Oa mpodyst TV

€VKOAOTEPN €0peon TV SG.

Ymv enduevn evomnta, Oa meptypaeobv To S100éciuo HOVTELD  HETAOESOUEVODV Yl
yopoktnpopd Serious Games, 0o cvykpBodv peta&d tovg kot o emieybel exeivo mov Oa

oLUPGALEL GTOV KT TO SUVATO TANPECTEPO KO GAPEGTEPO YAUPOUKTNPIOUO TOVG,.

22



Xapaktnpiopdg XoPopav Hayviduwv pe Exradevticd Metadedopéva

Kepdrarwo 3: Emroyn Movtéhov MeTadedopévov yio Tov

Yo.paxKTNpLopno Serious Games

3.1 Emwokoénnon Yropyovrov Movréhov Metadedopévav

¥ mopovcso evotnta o yivel ol AETTOUEPNC KOTAYPAPT KOl OVAAVOT TOV HOVTIEA®MV
UETAOEOOUEVOVY, TPOKEWEVOL Vo odnynbel mn  mopodoo UEAETN) OTNV  EMAOYN  TOL
KATOAANAGTEPOL YO TNV avAALGT oL B0 AKOAOVONGEL GTO TPAKTIKO UEPOS TNG UEAETNG.
2uyKekpéva TEP amd TNV TEPLYPAPT TV HoVTEA®Y Ba dnpovpynBel évag mivakag o omoiog
Bo ovykpiver peta&h toug Ta poviéda kor Ba PonBd oty opBotepn emroyn Tov

KATOAANAGTEPOL HOVTELOV YO TO YopaKkTnpioud Tov SG.

IMo avtd 10 oKomd Ba TAPOVGLEGTOHY TANPWOS O1 LILAPYOVCES SOVAEIEG MOTE VO EVIOTIGTOVV
01 EAAEIYEIC KATOIOV HOVTEA®V GUYKPITIKA LE TOV LTOAOIT®V, oTa Tedia mov a&lonotovy (Ty
®G TPOG TALOAYOYIKA YOPAKTNPLOTIKA OTMG Ol EKTOIOEVTIKOL GTOYOL ) , Yo Vo, dikalohoyn el
T0 HoVTéAO OV emA&yTnKe (Tto omoio Ba meprhapPdvel ta medio mov avayvoPIGTNKOV ®G

eMEIYELS TV VTOAOITOV LOVTEA®V).

¥t mpoom@bei TV ueAeTTOV va dnpovpynocovv éve metadata povtédo ywoo i
KOTOAANAGTEPN Kot 710 OAOKANP®UEVT] avdlvon tov Serious Games avarntoydnkov diapopa
HOVTELDL OVOADGTG SESOUEVOV KO TEPLYPOUPNS TNG AELTOVPYING TOVG, TO OTOlo GTOYELOV VO
dboovy o olokAnpopévn €wovo OAwv tov  Serious Games (Bull, 2005). ‘Eva
aVOYVOPICUEVO TPOYPOUUO Y10, AELOAOYNON EKTALOEVTIKOV Kol LoONGIOK®Y TNYdV gival To

IEEE Learning Object Metadata (LOM) (IEEE, 2015).

To LOM avayvepiler évav aplud yAocoov kot ALEemv TPOKEWEVOL VO TEPLYPOVEL
noadaymywkég opdoeic. IleprhapPdver yioo mapdderypo petafAntés a&lohdynong 6nwg tov
TOTO TNG TNYNG, TO EMIMEDO TNG SLAdPACTIKOTNTAG, TO EMINEDO dvokoAing kKAT. EmmpocOétmc

10 LOM buoyepilerar To Dublin Core elements.

To Dublin Core element anotekel éva Swotavpopévo meBapynuévo mpdTLIO TO 0TOI0
npotifetar va meptypayel éva peydio n pikpd apfuod dadictvakmv tnyav (IEEE, 2015). To
OGUYKEKPIUEVO HOVTELO EYEL dvo eminmeda duoKOMOAG TO amAd Kot TO 7o €101KO mepimioko. To
Dublin Core meprypdoet tig d1popeg e@apuoyés ypnoomoidvtag 15 otorygia, 0nmg eivot o
TITAOG TOV TOVIO0V, O SNUIOVPYOS TOV, TO OVTIKEIREVO TOL moyvidlov KA. (Hillmann,
2005).

Méca amd TOvg CLYKEKPEVOUG OLVTEAECTEG a&loAdynong HeAeTdTonl To KAOe moyviol.
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Emumpdobetec petafintég arordynong etvat ot akdiovbot:
®  TO KOWO,
® 1 mpoélevon Kot
® 0 d1KaovYOLE.

Ta SG to omoion pEAETA M mWApOVGH HEAETN Kol TO omoio, KoAeitar vo a&loAoynoel to
GUYKEKPIUEVO HOVTELO gival mouyvidld KOTAPTIONG Kol YPNGULOTOOVVTOL TEPA OO TNV

exmaidevon o€ moALOVG Topelg OTmE 1) SLLPNLLGT], Ol EMLYELPTGELS, 01 TOANGELS KA.

To npdétumo IMS (Instructional Management Systems) Eexivnoe 0 1997 cav o tpootddeio
evog un kepdookomikod opyaviopod ot Hvopéveg Tloteieg Apepikng Kot amotelel o
poomadelo, yioo T dnuovpyic €vOg TPOTOTOL Yo TN OloYEIPION EKTOUOEVTIKOD VAIKOD TO
omoio Ppioketar Swbéciuo pécw dadictoov. O opyaviopog IMS avomtucoel ovoiytd
TPOTLTO. TO, OTTOL0 FLEVKOAVVOLV TOV EVTOTIGUO KOl TN OL0YEIPIOT TOV EKTAUOELTIKOD VAIKOD
70 omoio eivar dtabéotuo Kot Kataveunuévo oto dtadiktvo. H apyikn dovAeld n onoio &ywve
v t0 wpotumo IMS omotéhece T Pdon yuo ™V mepartép® aviamtuén kot BeAtimon Tov
npotomov IEE LOM. Xtic pépec poc, o 6pog “LOM” ypnowomoteiton 1660 yioo vao
avapepbobe 610 TPOTLTO TTOL €XEl avamtvydel and tov opyaviopd IEEE 660 kat yio v

ékdoon 1.3 Tov mpotvmov mov £yl avamtuyel amd tov opyavicpo IMS.

To mpoétvmo petadedopéveov ARIADNE eivar to anotéhespo SOVAELG KOl TEWPAUATOV TOL
gywvav amd S1apopovg EVPOTAIKOVS Kol TOYKOGUIOVS opyavicpovs péxpt 1o 1995. Ta
TEPLEYOUEVO OVTOV TOV TPOTVTOL TEPTYPAPOVTUL SOUP®VA e E€va XML oyfuo. AmoteAeiton
a6 47 otorgeia, 27 €k TV onoiwv umopobv va aviiotorynfodv Katevbeiov og otolyeio Tov
npotvnov IEEE LOM. Ta otoreio tov mpotdmov ARIANDE propodv va opyavwmbodv otig
akolovBeg £EL katnyopieg ovppmva pe to (Najjar et al., 2003):

» Tevikd (General): opadomolel Tig yeviKEG TANPOPOPIEG Ol OMOIES TEPLYPAPOVY TO

poONnolokd avTiKeiLevo OGS 0 TITAOG TOL OVTIKEUEVOD, 1] YADCGCO K.

»  Ynuaoctokd (Semantics): opadomolei To oToryEio TO 0TTOlR TEPLYPAPOLY TO GNUAGIOKE
YOPOUKTNPLOTIKA TOV UoONGLOKOD OVTIKELUEVODL OTIMG TO EMLGTNLOVIKO €S0 6TO 0T0i0

avaQEPETAL, TOV Bactkd TOL GTOYO K.O.

»  TMadayoywkd (Pedagogical): opadomolel ta otoyegio T omoia meprypdpouvv Ta.

OO0y ®YIKG KOl EKTOIOEVTIKG, YOUPAKTNPIOTIKA TOL UoONGLoKOD OVTIKELUEVOV.

= Tegyvikd (Technical): opodomoiel ta otoygio To omoia, mEPLYPAPOLY TIC TEYVIKEG
OTTOUTOELS KO YOPAKTNPLOTIKE TOVL HABNGLOKOD OVTIKEWEVOD OTME TO AELTOVPYIKO

GUGTN O TOV AOTELTAL, O YDPOG GTOV OIOKO K.OL.
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= Evpempioon (Indexation): opoadomoiei to otoyeion To omoic  TEPLYPAPOLY
TAnpoeopies yo to 010 To. LETOOESOUEVE TOV UAONGLOKOD OVTIKEILEVOD OTMG TNV

nuepounvia dNLOLPYIES TOV, TOV GLYYPAPEN TOV K.O.

= Iyoha (Annotations): opadomolel To GTOLELD TO OO0 TEPLYPAPOVY CUELDGELS KO

oOAL0 GYETIKA Le TO panolokd avtikeipevo.

Extoég amd Olo Tt mopamdved, OmOUEVEL VO YIVEL U0 OVOQPOPH KOl OTIC UEAETEC TOL
amopOunonikay oty Topdypago 1.1. Kot Tov agopovv Ta LoVTEAN petadedopuévav tov SG.
AvTég o1 Tpoomdbeteg ivor 000 OUAOOV HEAETNTOV: 1| TPAOTN OUAON GUVIGTATOL OO TOVG
Jin Ha Lee, Joseph T. Tennis, Rachel Ivy Clarke, Michael Carpenter yio. to np®to paper kot
Jin Ha Lee, Hyerim Cho, Violet Fox kot Andrew Perti yio. To de0tep0, e KOO TPOGOTO TNV
kab. Tov IMavemomuiov ™m¢ Ovdotvyktov Jin Ha Lee. Ot ouddeg avtéc oty mpoyuatikdtnta
&yovv katapticel 000 dlapopeTikd péco oto 2013 poviélo UeTAdES0UEVMVY GYETIKA UE TO
Serious Games, oALG oL pmopel TOVTOXPOV®G VO, YprolonomBel Ko ota Video games kot
OTO0 OAANAETIOPOCTIKG HECH ELPVTEPO, OTMG OVOPEPETOL KOl GTOVG TITAOUG TOV KEWUEVOV

oVTOV.

H dwpopd tov dvo oynudtov petadedopévov Ppicketar 6to 6Tl To TPpdTO £XEL 16 GTOLYKElN
Baocwa (core elements) mov mpoteivovtal, evd 6To d£HTEPO VILAPYOLYV EMTALOV Kot TOAAG
(31) oxoun. IMoAld amd ta Kovovple aVTE oTolXeld.  Oomoutovv  eAeyyOpeva Ae&loyia,
TpoKeWEVOL va dacparotel 0Tt Ba meptypapodv katd tpomo cvveny| . [lap’ Ola ovtd, 1
owdkacio dnuovpyiog evog eleyyopevov Aegihoyiov Yoo KaBe otoryelo pETOOESOUEVOV
OVTIKEIIEVO TTaipveEL Oyl HOVO €vol ONUAVTIKO OGO TOv YpOVOL Kol TPOoTADENG, OAAE Kot
AmOLTEL 07O TOVG dNUIOVPYOVS VaL EYOVV EKTEVELS YVAOGELG 6TOV TOopEN TmV TToyvidiov (Ha Lee,

etal., 2013Db).

310 TOPAKAT® OYNUO TOPUTNPOVUE TO TANPEC Woviélo tov 47 mediov, evd to 16
EVTOVOTTOIMUEVE TTEdi0L EIVOL VT TTOV OVAKOLYV GTO TPMTO GYNMO LeTadEdoUEVOY Toov Ha Lee

et al.(2013a) mov avaeipbnke:

Iivaxac 2: Ieoia tov povédov twv Ha Lee, et al. (2013a, 2013b).

Element Definition

Title Proper names that are used to refer to a video game,
assigned by the creator. (modified from CIDOC CRM,
2011, p.16)

Alternative title Alternative titles of the video game, including the
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abbreviations

Edition

A word or phrase appearing in the manifestation of the
game that normally indicates a difference in either content
or form between the manifestation and a related
manifestation  previously  issued by the same
publisher/distributor (e.g., second edition, greatest hits), or
simultaneously ~ issued by  either  the  same
publisher/distributor or another publisher/distributor (e.g.,
collector’s edition, limited edition). The edition designation
pertains to all copies of the manifestation produced from
substantially the same master and issued by the same

publisher/distributor or group of publishers/distributors.

Format

The distribution medium or method that provides the

executable code of a video game.

Series

The names referring to the creative universe from which the

manifestation of the game derives.

Franchise/Universe

Proper names to refer to a cluster of video games that is
characterized by the shared use of characters, or other

component of games such as a similar gameplay or battle

system.

Platform The hardware and firmware required to realize the game.

Developer An organization or group of individuals and/or
organizations responsible for creation and/or realization of a
game (i.e., writing the code of the game).

Publisher An organization or group of individuals and/or
organizations responsible for the manufacture, marketing,
and distribution of a particular product manifestation.

Distributor An organization or group of individuals and/or

organizations responsible for distributing a game that has

exclusive rights to market (within certain regions).

Special hardware

A hardware that is required or recommended for playing the

game in addition to the main platform/console.
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Online capabilities

The capabilities for playing the game online and/or

downloading the game or additional features online.

System requirements

Software (or OS/firmware) requirements to realize the game
in a particular platform.

Game credits

The intellectual contributors of the game and their roles as
specified in the manual/end-game credits.

Official website

A URL and an archived copy or representation of the
webpage as available from one of the officially associated

companies on a specific date.

Price/MSRP

The suggested manufacturer's retail price (MSRP) at time of

initial release in the region where the game was released.

Retail release date

The date of the public/commercial release of the

manifestation.

Controls The main default control buttons/keys and the
corresponding main game actions.
Packaging All items included in the original packaging of the game.

Number of players

The number or range of the number of players the game can
accommodate either separately or concurrently. Examples:
1, 1-2, 1-8, 1-Many (for massively multiplayer online

games).

Rating

The ratings designed to provide information about the
content in video games for consumers’ informed purchase
decision by organizations such as the Entertainment
Software Rating Board (ESRB). (modified from ESRB
Game Ratings and Descriptor Guide) Examples: MA-13
Parental Discretion Advised. Mature Audiences; Everyone.
E. (ESRB). Note that some older games do not have this

rating information.

Purpose

The reason for why the game exists as intended by the game

designer(s)/developer(s).

Customization options

The settings which can be modified by the player for
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personalized experience.

Difficulty levels

The options specifying the levels of challenge as defined
internally in the game options (god mode, expert, etc.) and
whether or not a user can freely change the difficulty setting
during the game.

Achievements.awards/trophies

Title, description, requirements, and emblems of all
unlockable in-game notifications.

Region The names used to refer to a place, region or territory where
a game is designated as playable.

Language The language in which the work is expressed.

Identifier An alphanumeric code uniquely assigned to a manifestation

of the game. When available, use the Universal Product
Code (UPC) which is a 12 digit number representing a
barcode. For some games (e.g., downloadable game app),
this information may not be available. Note: this element
used to be UPC in an earlier version of CORE16.

Box art/cover

The image featured on the front of the box/packaging or the
officially released image which virtually represents the

downloadable games.

Screenshots Still images taken from the video output during the main
gameplay.
Trailers Video footage released and/or endorsed by the

developer/publisher of the game for promotional purposes.

Game play videos

Video footage of actual, in-game play (excluding

introductions, cutscenes, or trailers).

Genre/Gameplay

A category of games determined by the overall nature of the
experience based on a pattern of interactions and game
rules. Note: definition revised from an earlier version of
COREL16.

Style

A particular distinctive characteristic, mode of action, or

manner of a gameplay.
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Plot/Narrative A story or sequence of events, the central conflict, or other
plot elements of the game. (modified from Getty Art and

Architecture Thesaurus).

Theme An underlying intent or meaning in the game; also a
common thread, motif, subject, or idea that recur in the
game.

Setting The surroundings or environment (spatial and temporal) in
which the game takes place.

Mood/Affect The pervading atmosphere or tone of the video game which

evokes or recalls a certain emotion or state of mind.

Temporal aspect The methods by which time passes in the game and/or

manner in which events take place.

Presentation The manner or style of game display.
Point of view Perspective from which the player views the gameplay.
Character names The given full name (if available) and role of the main

game characters

Character types Classification of game character types based on physical or

metaphysical embodiment.

Link to historical events Event(s) from history that are the setting for (or play a
significant role in) the game. This may be a named event, a
historical period, or a time and geographic location. (e.g.,
U.S. Civil War or Ancient Rome).

Type of ending The method by which the player is led to gameplay
culmination.
Visual style A cohesive and unifying visual aesthetic.

H debvtepn opdda epgvvntav eivon ot Yassine EL Borji kou Mohamed Khaldi amd to
Abdelmalek Essaadi TTavermiotiuio tov Mapdko. Avtoi acyolndnkov pe to Serious Games
0€ TOMEG €PYOGIEC TOVG Kol EWOIKOTEPO GE OVTH OV LOG EVOLUPEPEL ETEKTEIVAV TO LOVTELO
IEEE LOM, 10 omoio Mon é£xst avoivbel mponyodueva o€ ovTtRV TNV TOPAYPOQO.
Enyepnuotoroydviog 6tt 10 poviédo ovtd (IEEE LOM) eivor éva avorytd povtélo, to

omoio  emdéyeton  mpoobnkeg, mpochecav opwopéva  mEdio ©E  TPES  KOTNYOPiEg
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(9.Classification, 8.Annotation, 5. Educational). Ta nedia. avtd, dAlo mTpoalpetikd Kot GALO

VROYPEDTIKA(TPOTEWVOUEVD) GTO LOVTEAO aVTO givar otov aptBuod 2, 2 kot 8 avtioTolyme, Kot

emopEVMG aptBpodv 6to GUVOAd Tovg 12(To éva amd avtd cVVIcTA VIEPKATNYOpia TEdIWV).

Epocov non mapovoidomke to poviého LOM, apxel va mopatebovv to emmAiéov media

TOPUKAT®:
Iivaxag 3: Iedia tov povédov twv Borji and Khaldi.
Nr Name Explanation Size Value space | Data type | Obligation
9.5 Game Genre | Means a set of | Smallest Action, Vocabula | Recommen
video games | permitted | Simulation, | ry ded
characterized by | maximum: | Adventure, | (Enumer
a similar | 10 items Puzzle, ated)
gameplay RolePlaying,
Strategy
9.6 Game Type | The game type | Smallest Drama Vocabula | Optional
allows us to | permitted | Crime, ry
classify the | maximum: | Fantasy, (Enumer
games by their | 10 items Horror, ated)
narrative content. Mystery,
Science
Fiction,
WarandEspi
onage,
Western/
Eastern /
frontier
8.4 Gaming It gives an idea | 1 Novice, Vocabula | Optional
experience | on the level of Beginner,Int | ry
required experience ermediate , | (Enumer
required to play Experienced | ated)
this game , Advanced,
Senior,
Expert
8.5 ESRB A system to|1l EC, E, | Vocabula | Optional
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Rating ensure clear E10+, T, M, | 1y
labeling of AO, RP (Enumer
contents  games ated)
for the age group
to which they are
best suited.
5.12 Replayabilit | The replayability | 1 Yes, No Vocabula | Optional
y is used to ry
describe the (Enumer
entertainment ated)
value of playing a
game more than
once.
5.13 Multiplayer | The Multiplayer | 1 Single Vocabula | Optional
Value value lets us player, ry
know if the game Multi player | (Enumer
authorizes more ated)
than one person
to play in the
same game
environment  at
the same time
5.14 Progress Progress Smallest Score, Vocabula | Optional
indicators indicators can | permitted | Speed, ry
provide the | maximum | Time, (Enumer
player an | : 30 items | Completion, | ated)
estimate of how Appreciatio
far the game has n, Success,
progressed or to Failures
evaluate the
success of a
particular
activity.
5.15 Gameplay A description of Vocabula | Recommen
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game plays type ry ded
as new (Enumer
classification. ated)
5.15.1 | Type Games type | 1 Game- Vocabula | Optional
according to their based, Play- | ry(Enum
use/lack of rules. based erated)
5152 | Goals Goals to achieve | Smallest Avoid, Vocabula | Optional
previously permitted Match, ry
designed which | maximum | Destroy (Enumer
the player must | : 10 items ated)
react with it.
5.15.3 | Means Define the means | Smallest Create, Vocabula | Optional
and  constraints | permitted | Manage, ry
for reaching the | maximum | Move, (Enumer
goals. :10items | Select, ated)
Shoot,
Write,
Random
5.16 Resulting Activity proposed | Smallest Cooperate, Vocabula | Optional
activity for players permitted | create, ry
maximum | exchange, (Enumer
:30items | simulate, ated)
observe,
organize,
produce

Mo GAAn opddo epevvntov (Hendrix, et al., 2012) ompldpevol Kot exeivol 610

npotvno |IEEE LOM mpdtewvov pia enéktacn tov, mpocHitoviog o oepd amod

kavovpla media. To oynuo mov wpdtevay Ba giye 2 dwpopetikd enineda. To mpdTo

EMIMEDO EMKEVIPMOVETAL GTY] SLVATOTNTA AVAYVOONG amd avOPMOTOVG Kol TO OEVTEPO

o ovvatdtta enesepyasiog amd tig unyovés. To oynua toug eotidlel Kupinwg otV

neptypaen] kot a&lohdynomn tov otoyeiov tov SG evd emtpénel Kot po cepd amod

oxOMo EMIPOGHETA TOV TEXVIKMV Kot TEPLYPAPIK®V Ttediov. To oynua mov tpodTevay
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QOIVETOL GTOV TOPAKAT® TivoKa.

Iivaxac 4: Movtélo uetadedousvav yia SG twv Hendrix, et al., 2012.

Field Type Multi-plicity [Content

Game Text 1 Name of the developer/publisher of the

developer game

Sponsor Text * Name of the institution who commissioned/|
sponsored the game

/Age group 2 non-1 Intended age group. Specified by a lowe

negative and higher age (e.g. 12 and 14 represents
numbers 12-14 years old)

Language Text + 1 Languages (1SO 639-1 2 letter codes)

Game genre Enum + The genre of games: (Action shooter,
action-adventure, adventure, role-playing,
construction and management simulation,
life  simulation, vehicle  simulation,
simulation, strategy, music, exercise/
training, sports game)

Technical platformEnum + Eg. PC, Mac, iPhone, Android,

MAQTPOPLLOL Playstation3, Wii etc

Platform type Enum + (Pc, Console, Mobile, Other)

Performance Enum + E.g., In game score, time, completion,

indicators appreciation, success, failures.

PEGI rating Enum [0..1) PEGI rating, only if official rating is
available: (3,7,12,16,18)

PEGI reasoning Enum *3 PEGI rating, only if official rating is
available: (Bad Language, Discrimination,
Drugs, Fear, Gambling, Sex, Violence,
Online play)

Review Complex * See mivakag 5
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ITivarag 5: Content zov wediov Review tov wivaxa petadedouévwv twv Hendrix, et al., 2012.

Field

Type

Multi-
plicity

Content

Learner Specifics

Complex

1

Composed of each of the following sub-fields: Age
Occupation (e.g., In full-time education, unemployed
or one of the items of the Standard Occupational
Classification 2010 [32]) Subject area if in full-time
higher and further education, e.g., one of the topics
from Wikipedia for easy translation (0 or more)
competences using either HR-XML, IEEE RCD or,
IMS RDCEO

Pedagogy

Complex

Point on Kolb’s learning cycle [33], or other
pedagogical models such as Blooms taxonomy [34],
or Gees Learning Principles [35]

Context

Complex

Context the game is used in (by the reviewer)
composed of each of the following sub-fields: Place
(one of school, home, museum, mobile, other)

Subject (free text / Wikipedia topic for easy|

Star rating

Enum

(0,1,2,3,4,5) indicating the subjective pedagogical
quality, based on the distance between the aim and
the result of the evaluator, compared to their usual

approach

* =1 or more = onolosdrote apOudc, + = 1 § TEPIoGOTEPO
2 AmapiBunon, dnhadn, pia emdoyr] amd pio cuykekpiuévn AMoto Tiudv
3 Eav 1 Baduoroyio PEGI eivor 6AAN ektdg Tov 3 ToTE N moAAamAOTTOL Efvan +, aAAdg 0

Y& avtd TO0 oNUEI0 OAOKANPDVOVTOL TO SLAPOPO HOVTELD UETOOEOOUEV®Y. TNV EMOUEVT

napdypoeo Oa yivel n a&loAoyikn cOYKPLoT Kol ETIA0YT TOV KOTAAANAOL HOVTELOL Ot QVTA.
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3.2 Emuoy/IIpocappoyq Katdriiniov Movtéhov Metadedopévov

kol Avaiotiki) [Hapovsioon

M. ONUOVTIKY TTUYN TNG OVIOAAOYNG EUTEPLOV GE OMOOONTOTE GVUOTNUA &ivol 1
duvatdtnTa Yoo Toug dAlovg avBpmmoug va gival og Béon va Ppovv Tic TAnpogopieg. [a to
oKOTO avTo, KabioTatol avaykaio va e£ETACTEL TO TMG EVOG EKTUOELTIKOG (OGoKAAOG, 1 £vag
yovéag), Ba pmopovoe va. eival o Béon vo avalntioet éva Serious Game pe thv ypnon evog

gpyoreiov kowvmv gumeipiov (Lundqvist, 2012).

Onog avagépdnke mapamdvo, ot Hendrix et al. (2012), eionyayov éva oyfiua LETOOE60UEVOV
v to. SG, 10 omolo TEPLEYEL TEPYPUPIKEG TANPOPOPIEC Kol GYOAMO Yol TNV OVTUALOYT
TPOKTIKOV EUTEPIOV e To ayvidla. H egumepia tng Katackevng evog T€To00 epyaieiov,
KaOdC KoL Ol TOPAUTNPNCELS GYETIKG. UE TO TAOG EVOC 0AGKUAOG N YovEng Umopel vo wagel Eva
Serious Game, katéonoe avoykaio TNV ETKOLPOTOINON Kol EVIUEPMGT TOV GYNLOTOC
petadedopévoy. X1ovg Tivakeg 6 kol 7, mpOoLGIALETOL TO EMIKOLPOTOUNUEVO Gy

peTadedoéVeVY Kol ToviLovTal [LE EVTOVOLS YOPOKTIPEG TO TTEdiR IOV EXovV OAAAEEL.

Ov kOpleg opddec-otd)oL TOL gpyareiov yw v avtoddoyn eumepuov pe SG egivor ot
KaOnyntég Kot ot yovels. Avtd 1O KOO UTOPEl Vo avaEPETOL Oyl LOVO GE KOLVOTOLOLG
kaOnyntég or omoiot eivan eEokelmpévol pe ta SG, oAAd kol og ekeivoug OV dev £yovv
ypnoomoosl Toté mpv to. SG Ko gmiong, kol g yoveig ol omoiot Egovv mai&el moyvidla
Kot To yvaopifovv 1 Kot £xovv ypnoiponomoetl SG, kot og gkeivovg Tov dev £xovv TaiEel ToTé

éva této1o oy vior tpwv(Lundqvist, 2012).

Avto onuaiver 6t 1 ddikacio avaltnong Bo mpémer va AdPfer vedyn ™G TOGO TOLG
apYAPLOVG, OGO KL TOVG EUTEIPOVG YPNOTEC, OTAV TPOKELTAL Y10, Ta oty vidto. To yeyovog oti
N opada 6TdY0g TEPIAAUPAVEL TOGO TOVG dUCKAAOVS, OGO KOl TOVG YOVEIG, emiong, onuaivel
ot M Aertovpyia g avalmmong Oa Tpénel va amevbivetal T060 6€ Evav EUTELPO TOLOAYMYO
(my. évag €uUmEPOC EKTOUOEVTIKOC), OGO KOl G€ £vav opydplo modaywyd (my. &vav
EVOLPEPOLEVO YOVEQ UE Kapio eTionun modaymyikn Katdption). Mia avalntnon Oo mpémnet
va epthappdaver T dvvatodtnto avalntnong Tov okomov Tov malyvidov (Lundqvist ,2012),
TIG MEPIOTAGELS OV TPOKELTOL VO ¥pnoipononel | ypnopomoteiton oM, TNV TUSUYOYIKY
7OV aPopd N Tov TpdKeLTaL Vo, Ypnoiuomombei kot 0o mpémel va, Aapfdver exiong Hépuva yio

TO EMINESO TOV YPNOTMV OV KUUOIVETOL OO 0PYAPLO EMG EUTELPO.
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Iivakag 6: Emikaiporomnuevo oyiua uetadeoousvav yio. SG twv Hendrix, et al., 2013.

Field Type Multi-plicity [Content
Game title Text 1 Name of the Serious Game
Game Text 1 Name of the developer/publisher of the
developer game
Sponsor Text * Name of the institution who commissioned/
sponsored the game
/Age group 2 non- 1 *6-9
negative ©9-12
numbers
e 12-15
« 15-18
o 18+
Language Text + 1 Languages (1SO 639-1 2 letter codes)
Advised gaming [Enum 1 None, Beginners, Moderate, Experienced,
experience Experts
Learning Complex + 2 Combination of subject and content type
objectives

(1 of):

» Learning/self assessment

* Applying Concepts/Rules)

» Decision-making

* Sensorial/dexterous knowledge
» Factual knowledge

» Social Interaction/values/cultures
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Game genre Enum + The genre of games: (Action shooter,
action-adventure, adventure, role-playing,
construction and management simulation,
life simulation, vehicle simulation,
simulation, strategy, music, exercise/
training, sports game)

Type of game Enum + \Virtual world, 3rd person, 1st person, board
game, turn-based, card, other

Technical Enum + E.g. PC, Mac, iPhone, Android,

platform Playstation3, Wii etc

Platform type Enum + (Pc, Console, Mobile, Other)

Multi player Enum + Online, single player, multi player

capacity

Performance Enum + E.g., In game score, time, completion,

indicators appreciation, success, failures.

PEGI rating Enum [0..1) PEGI rating, only if official rating is
available: (3,7,12,16,18)

PEGI reasoning  [Enum *3 PEGI rating, only if official rating is
available: (Bad Language, Discrimination,
Drugs, Fear, Gambling, Sex, Violence,
Online play)

Links Text * URLs

Review Complex * See mivakog 7
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Iivarag 7: Content zov wediov ReVIEW 100 emikaipomoinuévon ayiuaTog UETAIEOOUEVMY YL,
SG rwv Hendrix, et al., 2013.

Field Type Multi- Content
plicity
Learner Specifics Complex  [1 Composed of each of:

* Age

» Occupation (e.g., In full-time education,
unemployed or one of the items of the Standard
Occupational Classification 2010 [9])

* Subject area if in full-time higher and further
education, e.g., one of the topics from Wikipedia for

easy translation
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Pedagogy

Complex

Cognitive - Knowledge:

1.Conceptual

2.Factual

3. Meta — cognitive

4. Procedural

Cognitive — Process:

1.To apply

2. To remember

3. To think critically and creatively

4 To understand

Psychomotor

1.To adapt and perform creatively

2. To imitate and try

3. To perform confidentially following instructions
4. To perform independently, skillfully and precisely
Affective:

1.To form and follow a system of values

2.To organize values

3. To pay attention

4.To respond and participate

Rating

Complex

+a

(0,1, 2, 3, 4, 5) indicating the subjective pedagogical
quality, based on the distance between the aim and
the result of the evaluator, compared to their usual

approach.

1 =1 or more = omolocdfnote ap1dude, + = 1 | nepiocdTEPO
2 AmapiBunon, dnladn, pia emdoyr] amd po cuykekpiuévn AMoto TIHdv
3 E4v n Baduoroyia PEGI eivar 6AAN extdg Tov 3 TOTE 1 TOAamAdTTO. £ivar +, aAlidg O
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Epocov mapovcidotnke Kot T0 povtéAo peTOdEdOUEV@Y, apylkd Kot ovabewmpnpévo,

TV

Hendrix et al. (2012, 2013) kot amapOundnkav o Kprriplo Tov pEToyEPONAOTE Yo TNV

a&lohdynon Tev povtéAmv, omopével va Tonofetnoovue og éva mivoka oA To. LOVTELD OV

EMOPKADG peAeTHONKAY TOPATAVED KOl TO KPLTHPLO, TPOKEWEVOL Vo OOVUE Tow amd ouTd

EKTANPOVEL KAOE Eva:

Iivaxag 8: [lapovoiaon koi c0yKpion TV TEIWV TV UOVIEAWDY UETOOEIOUEVV.

LOM

Dublin
Core

Element

Ariande

Ha Lee
et al.
(2013a)

Ha Lee
etal.
(2013b)

Borij &
Khaldi

Hendrix
et al.
(2012)

Hendrix
etal.
(2013)

Achieveme
nts
awards/trop
hies

Advised
game

experience

Age group

Alternative
title

Annotation

Box Art

Character

Names

Character

Types

Classificati

on

Context

Contributor

Controls

Coverage

Creator
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Credits v

Customizat

ion options

Date

Description

Dificulty

Levels

Distributor

Edition v

Educationa
|

ESRB
Rating

Format v v v

Franchise/

Universe

Game

Developer

Game

Genre

Game play 4

Game play
Videos

Game Type v v v

Gaming

Experience

General v v

Goals v

Identifier v v v

Indexation 4

Language v 4 v 4

Learner

specifics
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Learning

Obijectives

Lifecycle v

Link to
historical v

events

Links v

Means v

Meta-
Metadata

Mood/Affe
ct

Multiplayer
capacity

Official
Website

Online
Capabilitie 4 v

S

Packaging 4

Pedagogica
I

Pedagogy

Pegi Rating

Performanc

e Indicators

Platform
Type

Plot v

Point of

View

Presentatio

n

Price/MSR v
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)

Progress
g v

Indicator

Publisher

Purpose

Rating

Regi
Reasoning

Region

Relation v v

Replayabili P
ty

Resulting P
Activity

Retail
Release
Date

Reviews

Rights 4 4

Screenshot
v

S

Semantics

Series

Setting

Source

Special
P v v

Hardware

Sponsor

Style

Subject v

System
y v

Requireme
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nts

Technical

platform

Temporal

Aspect

Theme

Title v v

Trailers

Type of

ending

Visual

style

Meletwvtag tov mapamdve wivake kobictatoar Eexdbupo OTL T0 TANPECSTEPO HOVTIEAO
petadedopuévov mov pmopel vo. meprypayel e okpifelo SG egival to emikapomomuévo
povtédo petadedopsvov tov Hendrix et al. (2013) kot avtd eivor mov Ba ypnoipomombei oty

TOPOVGO, SITAMUATIKNY EpYAcia Yio TV Teptypaen Tov SG.

‘Eneita, akoAovOei Ko o avolutikn Topovcioon Tov poviélov petadedouévav tov Hendrix
kaOd¢ eivon ekeivo To omoio Ba ypnoomotcove Telkd Kot Oa Tpémel va yivel coéc Ti Oa

EUMEPIEXETAL GTO KAOE TEdiO.

AvaAVTIKI Tapoveioon Tov povrélov peradedopévov tov Hendrix et al., (2013).
Game developer : ES® onUEIDVETOL TO OVOLO TOV TPOYPOUUUATIGTH/EKOOTN TOL TaLYVISLOD.
Sponsor: ES® onpeidveral  et@vopio Tov WPOLOTOS TOV YPTLATOSOTNOE 0LTO TO ToyVidl

Age group: ESd kataympeitor 1 nAKIoK: opdde oTny omoio ovijKovv ot pafntég yio Toug
omoiovg mpoopiletal To EKAGTOTE TALYVIOL.
Language : Ed® onueidvetor n yAdcoco oty omoia eivat ypappévn To Toyvidtl Kot Ty omoia

TPEMEL VO, YVOPILEL 0 TaUKTNG TPOKEUEVOL TOGO VO, KOTOVONGEL, 660 Kot va maiel To oy vidt

OAAG KOl VO, TTETOYEL TOVE EMOLMKOUEVOVS EKTALOEVTIKOVG GTOYOVG.

Advised gaming experience : Avtd T0 TEdI0 OVAPEPETOL GTO EMIMESO EUTEPIOG GTO OO0

npénel vo. Bpioketar o xpNotng yio va taie avtd to matyvidl. Me Bdaon to emimedo eumepiog
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oynuatiCovrol or e€Ng katnyopies: apydplog, HETPLOG eUmEpiag XPNOTNG, EUTELPOS XPNOTNG,
eMOEELOG YPNOTIG.

Learning objectives: Avtd eivar éva cuvdvootikd medio 10 omoio BEAer vo meprypdyet
TOV/TOVG EMOOKOUEVOVS EKTOOEVLTIKOVS GKOTOVG TOL Toyvidtov. Efvar moAd onpoviuco
nedlo piag ko givar o katevBouvinplo yio v opbn emAOYY] TOV €KAGTOTE TTALYVISOD ®G

EMKOVPIKO 1) GUUTANPOUATIKO DAIKO TNG EXOIOKOUEVTG O10a0KuAI0G EVOS Lo UATOG.

Game genre: Xe avtd T0 7edio TPEMEL v meEPypopel e oxkpifelo v katnyopia. TOL
TOLVIO0, av dnAiadn gival motyvidl Boldv Kot dpdong, dpaong Kot TEPITETELNG, TEPLTETELNG,
noigo pOA®VY, TPOGOUOIMONG, KOTACKEVMOV Kal dloiknomng, mpocopoimong aindwng (mng,
TPOCOUOIMOT 00NYNONG, TPOCOUOIMONG, GTPATNYIKNG, MOVCIKNG, e€doknong, abAintikd. H
€0GTOYN TEPLYPAPT OLTOV TOL TTESGIOL GLUPAAAEL 0TI GMOTH EMAOYT TOL TOLYVIOOD OGMOV

aPOPA TIC OVAYKEG, TIC IKAVOTNTES OAAA Kot TIG ETOVUIEG TV YPNOTOV.

Type of game: Eé® xotaywpeitar to €i00g ToL oy vidod, ov etvar dnAadn Touyvidl EIKOVIKIG

TPOYUATIKOTNTOS, EMTPOTECIO ToyVidL, ToLy VIOl Ue KAPTEG, KTA.

Technical platform: Xe avtd to 7edi0 ONUEWDOVOVTIOL Ol TEYVIKEG TPOSIAYPAPEG 1M TO
AELTOVPYIKO GUGTNUO TOV TTPETEL AATIOEVTAL TPOKELEVOL VO Uopel va mai&el e emtuyio To
oy vidl, aAAG Ko va a&lomomoel oto Emakpo OAeg Tic ovvorotntég tov. Iy H/Y, Mac,

iphone, Android

Platform type: Ed® meptypdeetat 1o £160¢ TG GLOKELNG TOV TPENEL VO, SIABETEL O YPNOTNG Yol
va moi&el To moyvidt. AnAadn av to moyvidl mpoopileton yio H/Y, yio kivntd mAépwmvo, Yo

KOVoOAQ, GALO.

Multi player capacity: To medio avtd opileTor dote va TePypAQEL pe TOcoVS TaikTeg TaileTon
10 moyvidl. Ot emrpendpeves Tég Tov mediov dnidvouv av to maryvidl ivar online, av

nailetal pe évay moiktn 1 av moiletol pe meptocoTEPOVG.

Performance indicators: Ed® meptypdpetar aptOuntikd 1 emd0GELS TOV ¥PNOTOV, EXIOOGELC
oL GYETICOVTIOL [LE TO OKOP TOV GCULYKEVIPMOVETAL, TO YPOVO OAOKANPWOONG, TNV EMTUYN

OAOKANP®OT 1 TNV ATOTVYNLEV TPOOTAOELL.

PEGI rating: X& avtd to nedio meprypdpetar  Pabuoroyic PEGI, udévo av givon drobéoun
emionun a&ordynon. H Babuoroyio ed0d kataypdpetal o apOuntikn kiipako ( 3, 7, 12, 16,
18). To PEGI (Pan European Game Information) givar 10 moavevpomaikd oot
tagvounong nikiag tov Prvteomayvididy wov dnuovpynnke ywo. va PBondncst touvg
Evponaiovg katavolmtée Vo KAVOUV GUVEIINTES OmOPAGEIC Yio TNV ayopd MAEKTPOVIKMDV

noyvidiov. H etkéta PEGI kotadeikvioel v eldyiotn niikio mov Bo wpémer va €xel o
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TOAKTNG TOL TOLYVIOLO, OYL OLLOG Kot TO EMIMESO OVGKOMOG.

PEGI reasoning: X& avtd 10 medio neptypapeton 1 fabuoroyio PEGI, povo av givor drabéoiun
enionun a&ordynon. Ed® avaeépovior tuxdv kakéG Kptikés Ommg doynun yA®ooa,
dwkpioelg, mpodbnon N ypnon vopkotkov, tLoyo, Pila, ceovolikr] dpactnpotna 1

6eE0VOMKEG VTTOVOOVUEVE, YOUVO, TPODONGT AAKOOA 1] KATVOV, TPOUOKTIKES GKIVEC.
Links: Ed® kataypdpetat to url Tov moyvidiod
Review: Avutd 10 medio givar apretd ochHVOETO KO TEPLEYEL KO APKETEC VITOKOTNYOPIEG. ZTOXOG

elvar va meprypagel n a&loAdynon 660 o SvVATOV WO OAOKANPOUEVA, OVIIKEWEVIKG KOl

a&omiota. To weplexdpevo avtol Tov Tediov TepAapfiver Tig eENg Katnyopiec:

Learner specifics: 10 medio otd TEPLYPAPOVTAL Ol TPOJIAYPOPES TV XPTOTOV TOV Eival G
0éom va. avtomokplBohv pe emTvyio oTIG W1UTEPOTNTEG TOV Ty VIS0, AToTeAEiTaL amd TNV
nAkio Tov poabnt, ™y amacydinon (my otV ekmaidevon, oTovg Avepyoug), OepoTikn
TEPLOYN OTNV TEPIMTOON NG TANPOVS TPLtoPdOuiag exmaidevong Kot ETUOPPOONG, Yo
napadeypa, évo and to Oépata amd t Wikipedia yio ed0kodn petdppoor. A&ilel €dd va
onuewdel 611 oto apykd oynua petadedopévov tov Hendrix oe avt v Katnyopia
VTOJELKVVEL OTL TTpEmEL VoL avapepBovv Kot 0 1) meptocoTEPES deELOTNTES YPTCYLOTOLDOVTAG EITE
HR-XML, IEEE RCD 7 IMS RDCEO «afohg avtd Eemepvd ta Ope TG Topovoag

SMA®UOTIKNAG EPYACIOGC.

Pedagogy: Xe avtd to medio, 10 omoio &lvar &&icov TOAOTAOKO HE TO TPONYOVUEVO
TEPLYPAPETAL TO TOLOAYWOYIKO HOVTEAD GOUP®VA pe TNV taivopio Tov Bloom. ' avtdv tov
OKOTO TOPAUETPOTOMONKAV Kol oynuatioTnkay ol okoAovdeg Katnyopieg ol omoieg GTO)O

glvatl v KaAvTtepn duvarh Kataypoen Kot aElonoinor Tov IEptypapodv avTol Tov Tediov.

Cognitive - Knowledge: Ed® meptypdeetor 0 yvOOTIKOG TOUEAS TOV TOLXVISIOL Ol TOTOL

uabnong ot omoiot kaTaTAoGOVTAL GTIS akOAOLOEG KT YOpPiES :

1.Conceptual

2.Factual

3. Meta — cognitive

4. Procedural

Cognitive — Process: Ed® meptypdpoviat ot yvooTikég dEI0TNTES OV OMOKTOVVTOL
1.To apply

2. To remember

3. To think critically and creatively
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4 To understand

Psychomotor: Avti 1 katnyopio mapovstdlel TIC YEPOVOKTIKEG KOl QUOIKES OEELOTNTEG TTOV

OTOKTOVVTOL KOl TEPLYPAPOVTOL OG AKOAOVLOMC:

1. To adapt and perform creatively

2. To imitate and try

3. To perform confidentially following instructions
4. To perform independently, skillfully and precisely

Affective: Téhog, o avt €d® TV KoTNYOpia TEPLYPAPETOL 1] OVATTLEN TOV EMEPYETAL LECH
CLUVUICONUAT®V 1| GVYKIVICLOK®V TEPLOYDV KOl Ol GTAGELG TOL SIOUOPPDOVOVTOL. ATOGEKTEG

TIEG TNG Katnyoplag elval ol TapoKdTm:
1 .To form and follow a system of values
2. To organize values

3. To pay attention

4. To respond and participate

Rating: X¥t0 tehevtoio ovtd medio Oa kataywpnbel n a&loddynon Tov Taryvidod TOv
VTOONAMVEL TNV VTOKEWEVIKN modaymywkn mowdtra (0,1,2,3,4,5) , avdloya pe tnv
amooToon HeTa&h Tov oTOYOL KOl TOV OMOTEAECUATOS TOL aEloA0YNTH, 08 CUYKPION UE TN

oLV BN TPAKTIKY TNG TPOGEYYIGTS TOVG.

A&iler va onuewwBel 6Tt Tt0 oYNuo  petadedopévov tov Hendrix mepieiye wor v
vrokatnyopio Context 6to nedio Review o610 omoio dnimdvovtor 1o mAaiclo pHEca 610 0moio
YPNOLOTOLEITAL TO Ty vidt (amd ToV KpLTiko) Kot amoteAeiton amd Kabéva and to akdéiovOa

vro-nedia

* TomoBeoia (oyoAeio, omiti, povoeio, Kvnto, GALO)

* @éua (erevbepo keipevo / Bépa amd v Wikipedia yio €bkoAn petdppocn)
* Xpovog ¢ Tondaymyikng opactnploTnTag 1oL TEPIAAUPAVEL TO TaLyVidtl

* (0 M} meprocdTEPOL) TOPOL VITOGTHPIENG

Qo1660 0vTd TO TMEGIO Eival EKTOC TOV 0PIV NG TOPOVGOS SIMAMUATIKNAG YO GVTO Kol
ayvononke.

Olo. t00 mopomove mwedio givar ypnowua  olakpitd otoyeion. mov mpoodopilovv ™

HOVOSIKOTNTO TOV E€KACTOTE TALYVIO0D Kol GUUPAAAOLY GTNV KAADTEPT KATA TO OLVATO
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TEPLYPOPN TOV KAODG KOl GTOV EVKOAGTEPO, YPNYOPHTEPO Kt MO AELOTIGTO EVIOTIGUO TOVG

o7td TOV EKAOTOTE EKTOOEVTIKO.
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Kepdrarwo 4: Xopoxktnpwopos kor Katnyopromoinon

Yrapyovrov Serious Games

4.1 Ema.oyn Agiypatog

H evapktipla mapadoyn yio v emioyn tov Serious Games mov Ho yopoKTnpietovy, NToy
va web-based moyyvidio, moyvidio nradn mov SwartiBeviar dwpedv 6to SadikTvo Kot O
ypelaletal va o KatefAoel 0 ¥pNOTNG GTOV TPOCSHOTIKO VTOAOYIGTNH TOV, £ival OnAad Gueca
npooPaocyte. Avty 1 WwiomTa yapakmpileton pe v tipn “online”. Aueon emintoon £yel
avtd Kot oto edio “Links” omov pmopei vo prho&evnbei to URL 1ov id1ov tov SG avri yia

OmAMG emALOV TANpoPopieg mivw oto SG.

H avalnmon tov SG mov emhéynkav éywve ota ynelokd arnobetipo (repositories), ta
omoia meplelyav kol Pacikég TANpoPopieg yio ta Toyvido, OT®S eival 1 MAKio TV ¥pNoTOV
0TOVG Omoiovg amevBOVOVTaL, TO EKTOIOELTIKO OVTIKEILEVO 7OV TPAYUOTEVOVIOL, TOV
VIEPGUVOEGO OV 0dNYEL 6TO TTayvidt Kot AAAES oyeTikéC TAnpoopies. Ta amobetnpla wov
ypnowonombnkay givon ta:  Serious.gameclassification.com, seriousgamesnet.eu ko

studies.seriousgamessociety.org.

Exto¢ amo 1o 610 10 SG péoa oto gameplay tov kot 10 amofetiplo, onUavTiKEG TANPOPopieg
Moednkav kot and dAleg 1otooelideg, Onmg sivarl o mobygames, to gamefags, to old-games,
t0 myabandonware, 1 Wikipedia, to amazon, to Youtube k.4. Enueidvetol €30 6Tt omd ovTég
TIG IGTOCEAIOEG KOl OPIGUEVEG OKOUT OUOLEC TOVC OVTANONKOV Kol OPIGUEVE, TEVIEWS TTOV
Katayopionkav oto aviiotolyo medio. Te éva moAD VYNAO TOGOGTO TO. FEVIEWS ypapTnKay
UEGO omd TV EUmELPiQ Kot YVAOOT ToL amoktOnke amd v dlemapn pe to kébe SG. H nnyn
Yoo To review ovaypdeetor GAA®ote o mapévieot, EKTOC OTNV TEPITTMON TOL TPOEPYETUL

a6 1o Poocikd amobetiplo 1 TNV 1otocerida mobygames.

Téloc, emonpaivetal 6Tt ot TES Yo v Katnyoproroinon PEGI mpoékvuyav amokAieiotikd

a6 avalntnon tov SG otV enionpo oyetikn 1otoceAioa ( http://www.pegi.info/en/index/).
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4.2 Ilapovciocn Awedkaciog XopaKTnpLopov

To moyvidt mov emAéybnke ywo Topovcioon NG SOOKAGING YOPOKTNPIGHOD UE TO
emEYUEVO LovTELO petadedopévov sival o 200° oty celpd, 10 onoio £xet ovoua «Ninja
Kitchen Gamey. TTpoketton yio. évor SG 6mov o maiktng £xet vd Tov Eleyyd tov évov Ninja o
onoiog, Pprokdpevog vwd v KoBodNynon evog Eumelpov Sensei, mpEmel pe Oloéva
YPNYOPATEPES, OGO AVEAVOLY TO EMITED, KIVIOELS, VO EELTNPETIGEL TOLG TEAATEG EVOC YDPOL
€0TIOONG, TNPAOVIOG TOVG KOVOVIGHOUS GE OTL £XEL VO KAVEL E TNV OCPAAELL TOV TPOPIL®V,

oV TEPLAUPEVOLV, Yia Tapddetya, Kot TNV KaboploTnTo TV YEPUDY TOL 13iov.

Ta petadedopéva mov ypnopomombnkav yi owtd 1o SG mEPYPAPOVIOL GTOV TOPUKATM

VoKL
Hivakag 9: Ieprypagi pe petaosoouéve tov SG «Ninja Kitchen Gamey.
a/a | Field Content Information
1 Title Ninja Kitchen Game
Carol Byrd-Bredbenner,
New Mexico State
2 Game Developer UniverSity'S Learning
Games Lab
New Mexico State
3 Sponsor University's Learning
Games Lab
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Age group

9-12,12-15

Avtn n TANpopopia
ANeONKe amd TV 10T00EAISN
tov SG Omov avagépetal
T¢ poopiletan yio pobntég
0V

AeyouEVoL OTIG

Hvouéveg [MoAteieg
“Middle School”. Ot nhiecg
TOV  pontov  ovtod  Tov
TOmov oyoAeiov givor amd 10
€mg 15,

Kol EMOUEVAS

KatoAopfavoovy KaTd
mieloyneio to €vpog 9-12,

opoimg xat to 12-15.

Language

En (English)

Mo va pumopodv or yproteg
va maiovv avtd To Toryviol
fo mpémel amoportTOS Vo
LIAODV KOl VO KOTOVOOUV TNV

Ayyiun INudooa.

Advised

experience

gaming

None

Agv  amouteitor  kdmoo
gunepio.  ywo  vo  pmopet
Kkdmolo¢ va maigel ovtd TO

SG.

Learning objectives

Applying  concepts/rules,
sensorial/dexterous

knowledge

Y10 ev Moyo SG vmapyet,
OTM¢ avapépOnke
TPONYOLLEVAG, évog
ddokalog 1 sensei, o omoiog
kafodnyel tov maiktn. O
ToikTNG TPEMEL VO, EQaPHOLEL
pe oxpifelo T GVUPOVLALC
7oV Tov divovton kdbe Popda.
M &AM  ekpdbnon mov
Aappdver  yopa eglvar 1M
ondKInon

oo prokng/deloTeyviKng
Ko

YVAOONG wKavOTNTOG,

o1
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aeov TPEMEL VO YivovTal Ol
KaTdAANAES EVEPYELEG
GYETIKA pe TNV g&umnpétnon
TOV ~ TEANTOV — KOlU  TNG
TAPNONG OAOEVO KOl 71O
TOAOTAOK®V KOvVOV®V
aoQoAglag pe  peYaADTEPT
TavTNTA oo OV

EKTIOLOEVOLEVO.

Game genre

Action, simulation

To moryvior apopd TpdyuaTt
Tpocopoinon oG
dwdkaciog  e&ummpétnong
TEAATOV o€ &va YMPO
eotioonc. H Ty Action
EMONUAivel OTL TAVTOYPOV
TPOKEITAL ~ KOL Yy €val
oyvidt  dpaong,  €POGOV
omouteiTon avENpEVN
dtovontikn gypnyopon,
TPOKANON o€ eminedo
OVTOVOKAOGTIK®OV,  KaOdC
KOl  GULVIOVIGUOG — YEPLOV-

HaTon.

Type of game

3rd person

O maiktng epeavifetor 6mmg
0o eovoTOV Ao TNV ONTIKN
yovia &vOg Tpitov

TPOGMTOVL.

10

Technical platform

Web browser

To moyvidt owtd TpéYel oe

omotovonmote browser.

11

Platform type

PC

Agv amorteiton
e€edkevpévog
VAMKOTEYVIKOG  €E0MAMGHOG

oArG povo évag H/Y.
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12

Multi player capacity

single player, online

13

Performance

indicators

Success, failures, time

H 0AoKA PO K@0e
emumédov eEaptdTon amd TV
emtuyn eSummpétnon Olwv
TOV TEAOTOV pEcO GE €va
OPICUEVO YPOVIKO SLAGTILCL.
Eav  ov  meldteg  dev
eEummpemBodv  eykaipwg,
to1E umopel va
ATOYWPHCOVV amo 10
katdotnue.  Emiong, €bv
ekuommpetnBody, oAAd pe
TPOPIUO, OKOTAAANAGL 1| UE
yépw  Ppouko  (vrdpyet
vePOYLTNG TOV omoio mpémel
VoL YPNOLUOTOM GOV TPV TO
QoynNto), TOTE KOl TOM
&yovpe amotuyio
OAOKANPMOTG TOV EMTESOV.
O ypdvoc axkdun kol otnv
TEPIMTMOOT TNG EMTVYOVS KO
gyKoupng ggomnpémong
oM@V €yel  axoun  po
AgrtovpyikdtnTa: OtV O
ToiKTNG 0AOKANPAOCEL
GUVTOLO. TO eninedo,
«emoveltoy e TNV TOPOYN
evog emmiéov “tip”, onAadn
pog ovppoving m o omoia
umopel vo. amoPei Wdwitepa

XPAOUN.

14

PEGI rating

Ag Bpébnkav TAnpogopisc.

15

Pegi reasoning

Ag Bpébnkav mAnpogopisc.
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16 Links http://ninjakitchengame.org/
A very entertaining game - | Avtd  ava@épetonr otV
according to  research- | emionun 1otocelida tov SG
17 Review which is intended for | mov mapatiBetan oo meEdio
teaching middle school | «Linksy.
students food safety
knowledge.
[eprypapovton T0
YOPAKTNPIOTIKE 7OV €YEL O
YPNOTNG TPOG TOV Omoiov
amgufbveTor  TO  TOL VIOl
AvTog, oG elmoyple
BpiokeTon oe nlkio aGve Tov
18(eicodog oT0
[Movemomuo) €wg mepinov
™V MAkio 6mov ookel TO
WIPIKO  eMAyYEAUQ, YOPIg
BéPara KalBOA0V va
amokAeieTon va
9 to 15, Students EVOlAPEPOVTAL  KOL  (ITOMO
18 Learner specifics mov £yovv ovvtoélodotnOet

AoV, KAt OV
onuartodoteitoar pue 1o 60+,
To «kowd Alowdv  mOL

amegufOvetor  eivol  oTIC

nAkieg 18-60+ TOV
onovdaotdv(ne ™V AEEN
Students EVVOOULE

yevikoTtepa gite pobntég eite
OTOVONOTEG €ite Kal TO 0VO)
KOl TOV EMOYYEALATIOV GTO
TPl
enayyéiparta(“Medical

professionals and Students”).
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19

Pedagogy-

Cognitive-
Knowledge

Conceptual

To SG avtd Swddoker Oyt
OmA®DG  oplopéve  ototyela
Ve oty OCQAAELN
TPOPIL®V, 0AAG Kot oToryEio
oAAnAemiopaong HeTa&d

TOUG, YOpic  eVOEXOUEVMG
OUMG, VO PTAVEL GE EMIMEDO

VYNAOTEPO OO AVTO.

20

Pedagogy-

Cognitive-Process

To apply

O ypiomg  xobictaton
wKavog péco omd ovtd to SG
va  gpapuolet avtiv TNV
yvoorn, omiadn vo pmopet
oyt OTTADG va mv
OTTOUVILOVEDCEL, OAAGL KoL
VoL TNV HETOQEPEL LE emTLYiO
ce  GAeg  TOpPEUQEPEIS

KOTOOTAGEL.

21a

Pedagogy-

Psychomotor

To perform confidentially

following instructions,

To form and follow a

system of values

O ypnomc tekel vad ™V
kafodnynom, Oetikry oAl
Ko OPVTIKN (6tav
VIOKELTOL OE  GQOOALOTO)
evOg  O00OKOAOVL, KOl TOV
omoiov T  ddooKOMES
OVLGLOCTIKA mpémeL Vol

epappolel og Kabe eminedo.

21B

Pedagogy-

Psychomotor

To form and follow a

system of values

O ypnomg tekel vad ™V
kaBodnynomn, Oetukry oA
Kol OPVTTIKN (6tav
VROKETOL GE  GOAALOTO)
evOg  O0OKOAOVL, KOl TOV
omoiov TG  OOOOKOAES
OVGLUGTIKA TpEMEL VoL

epappolel og Kabe eminedo.
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To mouyvidt Bewpeitar TOAD
] EMTUYNUEVO Kot ot
22 Rating 5 K
EKTANPOVEL  TOVG  GTOHYOVG

dnuovpyiog Tov.

4.3 Avaiven tov Metodeoouévov Tov Serious Games  Ttov

AmoOgTnpiov

e ovTd TO KEPAAMIO B0 TOPOVGLOGTOVY V0 OUASES SIOYPOUUUATOV Y10 TEGGEPQ OO TOL TEDTNL
UETAOEOOUEVOV TO. OTTOi0L €YOVV KAEIOTO KOL €K TMV TPOTEPOV amoplOunuévo omd To
emeypévo povtého Ae€ihdylo. Ta medio avtd sivan ta: Age, Language, Pedagogy, Rating. O
AOYOG EMAOYNG TOV GUYKEKPIUEVODV TESIMV, €KTOG PEPata amd «OEYUATOANTTIKOCY, NTOV
GLYKEVTIPMVOLV 1010{TEPO EVOLOPEPOV GE O,TL 0QOPA TNV TANpopopia mov @épovv. Eivar
OTUOVTIKO EVPNUO. VO TPOGOLOPIOTEL 1| NAIKIOKT Opado otV omoia amevdivovial wg ent o
miegiotov ta SG, M xvpiopyn YAdoco oty omoio dwatibevior kot wpémel va yvopilovv ot
YPNOTEG TPOKEEVOD VO, EXOVV TPOcPacn o€ avtd kot PéPata To madaymywkd medio yio
€0AOYEG auTiEg TOV £YOVV VO KAVOULV UE TNV OEUTIKN TG EPYUCTING AVTNG. ZNUAVTIKO GTOLYEID
anotelel Kol to medio Rating kabmg mpoodiopilel katd m6co too SG mov givar dabéoipa
KOADTTOLV KOl TKOVOTOOUV TG OMULTIOEL TOV XPNOT®V Kot 0E0Tolobv oTnv Tpaén Toug

AGYOLG Y10t TOVG 0TOi0VG dMpoLPYHONKAY.

Mo kdBe éva amd avtd ta medio o mopovslaoTohY S0 daypdupata, KTOG Omd To TEHI0
Pedagogy 6mov yopiotnke yio AOyoug TpakTikovg to KGO didypappo 6€ 600, Yo LeyaAdTEPN
evkpivelo. To mpdTO €id0g TV drarypappdtov aeopd To Toyvidia Tov gpeavifoviot og Kabe
katnyopio kot anewkovilel 1o mAnBog toug. To devTEPO €100 TV SlOYPAUUATOV aPOPd TNV

evTpomio TANpoPopic ava TR Tov TEdiov.

Soupava pe to Shannon (1948) n evrpomio g mAnpo@opiog givar éva, LETPO TG TOGOTNTOG
TANPOQOPIOG TOL TEPLEYETOL GE Eval UAVLUO Kol OmtoTeEXEl €val péTpo Tovg TANBoLE TMV
mhovav “UETaPPUcCE®Y” TOV TEPLEYEL Vo, UNVOUO, HETPG OnAad TO OmPOPAENTO TOV
UNVOLOTOG, TNV TUYOOTNTO. ZYETIKG LE TO TEPLEXOUEVO TNG, TPOKELTOL Y10 L0 LETPIKT TOV
EKTIUA TNV TANPOoPOpia oV TepléyeTol o€ KAOE SapopeTikn Tun Tov kabe mediov. Oco
pikpdTEPT €lvarl M ovYvOTNTA EUPAVIONG TNG TIUAG ©T0 Tedio avtd, tO60 PAEmovue TV
evrpomia mAnpoeopiog va avéavetor. Kot BéBota 1oydel kot 10 avtiotpopo. Avtd O povel

e€apeTikd Kot omd ta 1010 T Sy PAULOTOL.
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H petpwn eviporia minpoeopiag H(X) vroroyiletar and Tov TomO:

KL
1 1
H) =- ) pilog—
L; : p!‘

Omov, L givar 0 ap1Buodg tov topatnpioemy kot P 1 mifavotnta vo copuPet Eva evoeyouevo.

Amount of Specific items (x)

140

120

100

80

® Amount of Specific items

60 (%)

40
a
3-6 6-9 9-12

Awaypoppa 1. [1An0og moryvidiov ave katnyopia wediov Age Range

12-15 15-18 18+

To dbypappa 1 apopd 10 TANOOG TV TOVISIOY ava Katnyopia, ONANST OO oLy Vidl
Bpioketon oe moiteg kartnyopiec. IMapommpeitor 0Tt éva WikpOd WHEPOC aopd ToudLd
TPOCYOMKNG, OAAGL KOl TPMIUNG OYOAKNG NAkiag. Avtifétwg, 1o peyolvtepo mAnbog tov
Toyvidlov Bpioketal oty Katnyopia «12-15», dnladn mpoopiletar yior modid YOUVUCIOKNG
niiog. Ioomoon eivar ko n TN yo Tig nAkieg 18+. To amoBethpio mov ypnoiporordnie
®¢ KOpLa TYN €lye g GV NAKaKO gbpog 8-25 N 12-25 etddv, dnAadn Todd Kal vEOL O
TPoePNPikn, @ ikn Kol TPMTN VEAVIKN NAKia, KATL ToL o peydro Paduod empPePfoarovotav
Kol amd GAAOLG GUVOQEIC 1GTOYMPOVS, KATL OV OmEKOVILeToL akpPdg Kot 0TO SIYPOLLLOL
avtd. [Ipoxdmtel dNAadN T0 cvuTEPACA OTL VILAPYEL TEPLOPLOUEVOS aplBpdg drabéopumv SG

7oV va amevBovovtal o€ pabntég niwciog 3-8.
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Entropy
0,35 4
0,3

0,25

0,2 4
0,15 + W Entropy
01 +
o : - . .
3-6 6-9 9-12

12-15 15-18 18+

Awaypoppa 2: Acypouuo Eviporiog Inpopopiog wediov Age Range

1o dbypappa 2 mapatnpeitat, Onmg o mepuévaple,  HEYOAVTEPT EVTIPOTia VO TapaTpEiTOL
o010 medilo «3-6», evd M pkpoTEPN o610 Medlo «12-15» wor «18+», evd og oYETIKA UKpn
amootoon Ppioketon n T «15-18». H gvrpomia tng mAnpopopiog Kot 1 0xdAVT cuyvoTNTA
glvar peyédn avtiotpdemg avaroyo, Ontmg Oa wapoTNPHoOLUE Kol oTa emoueva {gvyn
Swypoppdtov. Ilpokdmtel, Aowmdv OTL VTAPYEL WO GYETIKN ofefaldTnNTae ®G TPOC TNV

NAMKLeKn opddo otny omoio arevBvvetan To exdotote SG.

Amount of Specific items (x)

180

160 -
140 +
120
100 +
80 -+
60
40
20 1
o |,||||l|-|.,..-‘-.‘l.....l..‘l‘..,.‘---
EN NL PL JP SV CA LT AR SE CZ MT

® Amount of Specific items
(x)

Awaypoppa 3: 111700¢ maryvidiwv ova katnyopio wediov Language

To ddypappo 3 givar ovtd OV pog dgiyvel TV aplOunTikny amoAVT GLYVOTITA TOV YADGCMV

7oL vVooTNpPilovtal omd 10 KGOe mayvidl, OTWG CVTO TPOKVLTTEL PEGH 0o To gameplay tov.
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Mmnopet gvkora va mapatnpndel 6Tt  TAEOV TOALTANONG TIUY], e GUVTPUTTIKY SPoPd glvar
o ayyAMkd (kodudg dvo ypoappdtov “EN). 'Enoviot ta yohAikd, Tov omoiov 1 tiun givon
OPKETE LVYNAN OCLYKPITIKE HE TIS LROAOITES YAMGGES, TOL YEPUOVIKA, TO 1OTOVIKE, TO

0ALOVOIKA KOt ToL pOGLKAL..

AvtiBétmg, TapatnpodlE GTNV GUVEXEL TOV OlaypAppOTOg OTL OTIS TeAgvTaies Bécelg amod
amoyng ocuyvotnNTag, Bpickovtal YAdcoeg yopav 6mws 1 Aavia(DK), n Apyevtivii(AR) kot 1
EcBovia(EE). TTpdketton yio ymdpeg e moAD pukpn coppuetoyn oe Serious Games ce 6t apopd
™V UNTPIKN T0Vg YA®ooa. To cuuUmEpace TOV TPOKOTTEL AO OVTEG TIG TATPOPOpPiEg gival
o0tL T0. SG dev &ival akdun opkeTd OL0OESOUEVE G TOAAEG YMPEG, KOTL OV mEPopilet

OMUOVTIKG TIC O100EG1UEG EMAOYEC TNG EKTALOEVTIKNG KOVOTITOG.

Entropy

1.2

1

0.8

0.6

H Entropy

0.4

0.2
o

EM DE ES PL RU CN S5V BG AL LT LV US SE NO RO MT DA

Awaypopua 4. Eviporio mAnpogpopios dedouévev mediov Language

H o ewodva avieotpappévn mapotnpeiton oto 4° ddypoupoa. H pikpodtepn evipomio
mAnpoeopiog Ppioketor oty TN G AyyYMKNg YA®ooog, mov mpooeyyiler to 0,1, pa

eEapeTIKA Yo pmAn TN o€ OTL APopd TV EVIPOTia TANPOPOPIoG.

AvtiBétmg, givorl Topatnpnolo 0Tl 6TV 0VPE ToL Sty papUpaTog £xovpe Tig TipéS 0,88 ko 1.
Avto onuaivel 6Tt 01 TYEG OVTEG AVTOV TOV YAMGOOV TOV YOPOV dVT®V ToL dtabéTovy TV
EVIPOTiOL QLT EXOLV U0 OTOAVTI ONUOCIO GE OTL APOPE TNV EVIPOTIQ TANPOPOpPiag, KAOdG
yiveton oapég 611 ta SG givar dabécipa TovddyioTov 6g 660V hovy Ayyikd 1 TodAucd,

eV avTiBET™G OTL 6601 deV YVPiLovy £XOVV TEPLOPIGUEVEG EMAOYEC 6TO va. fpouv SG.
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Amount of Specific items (x)
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Awaypoppae 5: [TAnGog moryvididdv ava ketnyopio wediov Pedagogy-uépog 1°

Amount of Specific items (x)

120
100
80
60
40
20 B Amount of Specific items
0 : : (x}
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Awaypappa 6: I135700¢ waryvidiov avd katnyopia mediov Pedagogy -uépog 2°
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210 Srypappate 6 Kol 7 TopOTNPOVUE TIG ATOAVTEG GLUYVOTNTEG EUPAVIOTS TOV TIUAV TOL
nediov Pedagogy. Ilpocéyovpe OTL Ol TWEC pHE TIG HEYOADTEPEG OLYVOTNTEG &ival Ol
«Conceptualy, «To apply», «to adapt and perform creatively» kot «to respond and

participate» , yw ta avtiotoya nedio Tov Pedagogy.

Entropy
1,2
1 !
0‘8 ! -
0,6 |
04 :
R Ial -
\; N S
& & R ¢ 'o“b N 'b“b
2 R P & & & AN
< (‘(' o(a o% & b@ A\O R
(’O Qb ,b'(' & & P~
x2 o N oS
@0 Al ,\O ‘_(:
&
<&
«0

Awaypappa 7. Eviporio tinpopopiog dedouévav mediov Pedagogy- Mépog 1°

Entropy

ocooooooee
O WENI N W~

Awgypappa 8: Eviporio tinpopopiog dedouévav mediov Pedagogy- Mépog 2°

Y10 Swypappate 8 kot 9 PAémovpe Tic TIHEG oL gival Aydtepo cuvyvég, dnAadn ot “meta-
cognitive”, “to imitate and try”, “to organize values” kou “to think critically and creatively”

va. Tapovotdlovy Tic vynAotepeg TWEG oty peTpikn avth. Tlapatnpodpe 6tL ot TIHéEg Tng

61



Xapaktnpiopdg XoPopav Hayviduwv pe Exradevticd Metadedopéva

evrpomiog mAnpopopiag yua Tig Tiég avtég etvan v and 0,6, evd 6TV TEPITTOOT TNG TNG
“metacognitive”, n tiun ovt ayyilel oyeddv to 1, KaTL TOL pag deiyvel OTL N GLYKEKPLUEYN
T glvan 1 omavioTepn amd OAES TG TIHEG TOV TTEHIOL CLTOV, KOl Y10 TA TECCEPO LITOTES N

TOVL.

Amount of Specific items (x)
140

120

100
80
® Amount of Specific items

60 + (x)
40
20 +
ol - 1 =

2 3 4 5

Awgypappa 9: I171700¢ mwaryvidiwv ové katnyopia mediov Rating

Y& 011 agopd, téhog, To medio Rating, 1o omoio éyel moAlamiotnta 1, maparnpodus OTL Ot
ToATANOEoTEPEG TIUES givan o1 «3» kal «4». Avtd onuaivel 0TI T0 TEPLOGOTEPO SErious
Games kpifnkov o¢ opKETY TAV® TOV UETPIOL UVAPOPLKA TPOG TOV 6KOTO TovC. EAdyioteg
glvar o1 akpaieg THEG, OV avapépovtal gite og eEMPETIKA KOAD, 0 amd OAEC TIC AMOYELS
tereimg dpiota ToPapd [Haryviow (11 otov apiBud) eite oe mhpo TOAD younAng mototntog (3
otov apdud). Tpoxettal yia Tic &apéoels, G VTV TV TEPINTOOT, OV eMPEPaidvovy Tov
kavova. Edd ot tpég avrtavarxiovv kot v Bsdpnon tov TEPIocOTEPOV YPNOTOV TOV

TOYVOLDV €iTe EIKMV TTOV TPoéPnoay oe emokonnon tovg (Review).
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Entropy
0.9
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Awaypapua 10: Eviporio ninpopopiog wediov Rating

Y10 adypappa 11 mapatnpeitor ) evipomio TAnpopopiog yio to medio Rating. Me Baon doa
elmape mopamdvm, Tpénet va eivarl ToAD amin n TANpng katavonon tov. H peyokvtepn tyun
eppaviCeror yuoo v T 1. Na onpeiwbel 0t1 epdcov dev vinpée Kavéva maryvidl mov vo
Babuoroynbnke pe «O», m T ovtq dev cvumepapPdvetal, €pOGoV 1 evTpoTio
TANPOPOPING GE AVTNV TNV TEPinT®ON dev opiletal.

AVOKEQOALDVOVTOG, TO Olypaupoto tov wAnbovg Tov Twdv ovd medio givar apketd
e0yAmtTa Ko amd pova tovg. Ot peydieg amdivteg cvyvotnteg avtiotolyilovtal o€ yoUnAég

EVIPOTIiEC TANPOPOPIOG.
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Kepaiaro 5: Loprepaopata kor Merlhovrikég KatevBovoerg

Khetvovtag v peAémn pog, propobvpe vo mpofolie oTny SoTuI®GT KATOU®Y TOPIGUATMV
mov dgv ypaptnkav Mo mapomdve. H pekétn pog kotédeiée Ot m ypnon Tov HoviEAov
petadedopévav Hendrix et al.(2013) cuviotdtor avapopikd mpog to VIGPYOoVTO HOVTELD GE

Ot apopd v meptypaen evog Serious Game.

A&ilel va Toviotel 0T katd v avalitnon eviomiomkav apketd SG o omoia pmopodv va
evtoyBoOv e Qopeic exmaidevong Kol KatdpTiong dAld dev pumopodoay vo, EVemUAT®OovV
o010, TAaiclo g Tapovoog SMAMUATIKNG epyaciag kabmg dogv Ntov online dwbéowa, 1

EMPETE VO TANPAOCELS YO VoL £XELG TPOGPOON GE QUTAL.

Emumiéov, mapatnpninke 0t vdpyel EAdetyn dwbéoipuov amobetnpiov yuo avalitnon SG,
EVD OGO OTOOETNPLO EVIOTIGTNKAY MTAV EITE OMOKAEIGTIKA 6TO AyyAKE, €T LVINPYE EMAOYN
YA®ooag avapeca oto AyyAkd ko [oddkd. Ziyovpa, évo peydio pépog tov mAnbucuon
glval YVOOTEG OVTAOV TOV dLO YAMGC®Y, VTO OU®G O onuaivel 6Tt To amobetpla Oa Enpene
va. meplopilovv 1060 TG dtobéotueg emAoYEC. AKOUN, 0L TANPOPOPIES TOVL TEPIELOV YO TO
SG NMtov eMumeic kou ovemapkeis, evd 1o link tov mayvidion dev odnyovoe mavta GTo

oLy VioL.

Opmg vdpyet kot KATL TOV EMONUAVALE OTNV LEAETN LG KOt OV [og TPoPAnpdtice. Avto
elvar  mwpoeavig auponuic mov yopoktnpilel to medio, dnAadh TG TEG TOL ALTA
Aappdvovv. BéBata, avtd Bo pmopovoe vo ekAnedel Kot og OeTikd, edv dev elvar 0 oTdYOG M
TANPNG capnvela. Oumg Ened] OKOTOC TNG EMOTILOVIKTS TPOoTABELNG efvar 1 amoQLYN Kot
n dwoapnvion ekel oOmov emikpatel ovOyyvon, voupilovpe mwg éva otoryeio mov Oa
UTOPOVGOLE VO TOVUE WG EXAPIETOL TPOG LEAAOVTIKT EpEVVA EvaL 1] KAADYT] TOV YVOOTIKOV

nedlov ota omoia avaEEPOVTOL TO LETAOESOUEVA TAVD GE OPLoUEVOVG GEOoVeG:

1. NV KaTd T0 SuvaTOV HEYUADTEPT) KAAVYN OAWDV TV ETUEPOVS TOUEMV Kl KPLTNpiov,

OT®G TOVG EIOAE GLYKEVIPOTIKG GTNV TApAypopo 3.2

2. TNV omoPLYN OAANAETIKAAVYNC TOV ETWEPOVS TOUE®V, dNAdN TNV Tpocmdbela
OTOKAELGTIKOTNTOC KGOE ediov o€ avtifeon Tpog TV CLUTANPOUOTIKOTNTO, DGTE VO

dnuovpyeital 660 yivetol AydTepr GOYYVOT| GTOVG UN-EL01KOVE

3. ™V xpnon Ae&loyiov Goeods Kol TPOg TO VPV KOWO GAAL KOl TPOG TOVG ELO1KOVC
EMOTHOVES, ONAUON EVOC AeEINOYIOV EVIEAMG KOl TANPOS OPICUEVOL

4, NV TpoomdOela yio TANPT Kot 0pdn GNUAGIOAOYIN TOV TIU®Y TOL AouPavel To kae

medio, KATL TOL €Vl CUUTANPOUATIKO TPOG TO TOPATAV®, UE KOO Vo givar 660

yivetal meplocdTeEPO EVANTTO.
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Téhog, avapeifoia, 6Aol avtol ot dEoveg Exovv vonua Bdcel cuykekplévoy Kplnpiov, ta
omoia vdKeEWTAL GE COAOALOTA, AOYIKA Kot GAla. Emopévemg, 1o tehevtaio kot iomg mo
eCelnmuévo otoyeio yw peAlovrikny epegvvnTikn mpoomdfelo elvor M pépuva yu
BeAtictomoinon kot avtdv TV diov Kprmpiov a&loAdynong Tov HOVIEADV UETASESOUEVMV,
oNAadn Tov BepeMddv apydv douncng toug . Avtd Ba onpawve TNy Kpitiky Bedpnon tov
Kprtnpiov d6UNoNG TV HOVTEA®DY peTodedopévav. Epdcov ta kpripla avtd Bewpnbodv pe
TPOcoYN, Umopei vo dtomiotdel dv givar Kolmg Kabopiopéva e Tl apopd Tov 6Komd TOVG,

OV EIVOL 1) KATOVONOT) KAl EVYXEPNG OvalNTNOT TOV TOUYVISIDV VTOV.
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