Open Journal of Animation, Film and Interactive Media in Education and
Culture [AFIMInEC]

Vol 5, No 1 (2024)

main issue

ISSN: 2732-639X The Use of Animation and Augmented Reality in

Teaching Computer Programming
Georgios Margaritis, Znjpog Zi1dkag

doi: 10.12681/afiinmec.38082

April 2024

Volume 5
Issue 1

epublishing.ekt.gr/index.php/AFIMEC/index

To cite this article:

Margaritis, G., & 21dkag . (2024). The Use of Animation and Augmented Reality in Teaching Computer Programming.
Open Journal of Animation, Film and Interactive Media in Education and Culture [AFIMInEC], 5(1).
https://doi.org/10.12681/afinmec.38082

https://epublishing.ekt.gr | e-Publisher: EKT | Downloaded at: 16/03/2026 13:08:08



Xp1jon animation kou smavinuévng mpoypotikétnrag (augmented reality) yw ™
010 06KOALN BUCIKOV EVVOLAV TPOYPUNRLATIGHOV.

I'eapyrog Mapyapitng 2rOpog LAKOG
Yr. Abakropag, Gaming — Augmented Reality Avarinportic Kadnyntig Animation, IlaAA
Tpfqpa I'pagrotikig ko Ontikng Emkowoviag IaAA XEIL, EAIT
gmargaritis@uniwa.gr sthsiakas@uniwa.gr

Hepiinyn.

H epyoasio mapovoudler tTig Pacikéc mMPokANCES oty  ekuddnon mTpoypopUATICHOD
VTOAOYIGTOV Ao padntéc mpotoPaduiag Kot devtepoPdbuiag exkmaidcvong kot e€etdlet av n
Erovénuévn Tpaypotikoémra (EIT) kor to animation pmopovv vo coppdilovv otnv
amodoTIKOTEPT O1000KOAIL TOV &V AOY® Yvootikoy avtikeyévov. [lapovosidlovion kot
avorvovtar ta o@éAn  EIT kou animation oty exuddnon mpoypappaticpon, Kot yiveral
EMGKOMNOT TOV GYETIKOV EPUPUOYDV TOL Exovv avamntuyBel ta televtaio ypovia, Omwg
npokOntel and T Pproypario. Térog, e€dyovtor cupmepdcoTa Kot Yivovtal TPOTACELS Yo
N LEAAOVTIKY €PELVO TTAV® GTO GLYKEKPLULEVO TTEDTO.

AgEe1g KA

Enavénuévn Ipaypatikéomta, Emavénuévn Ilpaypatikétto otov lotd, Agvtepofaduia
exmoaidevon

Abstract.

This paper presents the main difficulties in learning computer programming faced by primary
and secondary education students and examines whether Augmented Reality (AR) and
animation can contribute to more effective teaching of this subject. The benefits of AR and
animation in learning programming are presented and analyzed, and an overview of related
applications developed in recent years is provided, as evidenced by the literature. Finally,
conclusions are drawn, and suggestions for future research in this specific field are made.
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1. Ewoayoyn.

H a&onoinon mg Eravénuévng Hpaypatikdémrog (EIT) omyv eknaidevon givar €va 0épa o
omoio gpevvatar éviova ta teAevtaio ypdvia. Exyovv yiver apketég epopproyés yio avtd to
okomd, 6g dldpopa YvmoTikd aviikeipeva. Ocov apopd v eknaidevon oty Emotun tov
Ymoloyiotdv, 1o medio epappoyng g EIl Bpioketon axopo og apywod otdoro. ‘Eva axouo
Béua mpoc peiétn eivor m ypnon tov animation pali pe v EIL, ywo ™ Onuovpyio
EKTTOOEVTIKMV EPAPLOYDV.



2. XKomog

Yxomdg Tov TapovTog dpbpov glval vo damotwbodv o1 Pactkég duokoAieg otV ekpdOnon
npoypappoticpoy H/Y amd padntéc mpotofaduiag kot devtepoPfdbuag ekmaidgvong Kot va
depevvnbel kotd moco pmopel to animation kou n Emovénuévn Ipaypotikoémra (EIT) va
OLVUPEALOVY OTNV 7O OTOTEAECUOTIKT OONCKOAMO TOV OVTIKEWEVOL KOl TNV KOAVTEPM
Katavonon Tov and Tovg pabntés. Emiong, okomdc tov apbpov sival, péca amd épevva ot
Biroypapio TV TEAELTAIOV ETOV, VO, YIVEL ETIGKOTNOT TOV EKTAOELTIKMOV epappoydv EIT
vy ekpudonon mpoypoppatiopoh mov £xovv avamtuydel, kot vo emonpaviodv ta Betikd
oTolyelo Kol ot EAAEIYEIS OV VIAPYOLY, KAOMS KOl Vo YIVOUV TPOTACELS Yo LEAAOVTIKY|
épeuva.

3. IIpoxinoelig ot OWBOOCKOAIN TOV TPOYPOURATIGHOD oTNV 7TPOTOPLGOMIE KO
ogvtepofaOpa exmaidgvon

H d&woaokoiio TOL mpoypoppoaticpoy otn  devtepofado  exmaidevon €xel  eloaybel
CUGTNUOTIKA TIG TEAEVTOLES TPEIS IE TEGGEPLG deKaeTiec. AV gival pio TPAYLOTIKOTNTO TOV
aPOPA TO TEPLGGOTEPN EKTUOEVTIKA GVGTHHOTA ava ToV KOGpo. H gumeipio avtdv tov €TV
éxer Oelkel OTL mpoxkvmTOLV TOAAEC Kol mowideg OLOKOAleg ot OACKOAM TOL
npoypappaticpod. To mapdv apBpo eotidlel oTic SuoKOAEeS TOV avTIHETOTILOVY Ol pabnTég
OTNV KOTAVONGT PACIKOV TPOYPUUUATICTIKOV — CAYOPIOUK®OV EVVOLDYV, KOl GTO POLO TOV
animation kot ™¢ Emavénuévng Ilpaypatikdmrag (EI) oty koidtepn katavomon tov
EVVOLDV OVTOV.

H expdBnon mpoypappaticpod and padntéc devtepofadinag ekmaidevong cuvavtd apKeTEg
dvokoMMec. Ot poOntég OSuoKOAELOVIOL VO  KOTOVONGOLV TIC POaClkéG £VVOlEG TOL
TPOYPOULUATIGHOD KOl TN AEITOLPYiO aKOUO KOl T®V PACIKOV EVIOA®Y TOL KOODG avTEG
amoteAovy kTt apnpnuévo (Gomez et al, 2012) to omoio ot pabntéc dgv pmopovv vo
Katatd&ovv o010 yvwolako toug koouo (Batista et al, 2020). Zvykexpiuéveg dVGKOAEG TOL
&xovv emonuovlel ot PiPloypagioc ko eetdloviar oty mapovca UEAETN elval ot
axolovbec:

* AvokoMa Katavonong towv akoAovBloKdV EVIOA®V, TNG AslTovpyiag TV HETOPANTOV
(to mdg pio petaPAntn kpotdet pio Tiun), Tng dadikaciog e.6odov Tudv. (Kadar et
al, 2021)

e Tlog va xpno1pomolovy Tig SoUEG EAEYYOVL OTTMC 1 SO EMAVIANYNG Yo TV EMITEVLEN
anAdv otoywv (M. Saeli et al, 2011.)

o  Yuvoeég pe To Tponyovuevo eivarl ko to cvpmépacpa tov Weigend (2006) 6t evad
oLYVA 01 LaONTEG UTOoPoHV VoL GKEPTOVV T AVOT| Yo £voL TPOBANLLO OTOTLYYAVOLV VO
N HETATPEYOLV GTO KOTAAANAO TPOHYPOUUD, (POIVOUEVO TO OMOl0 TOAAES (POPEC
opeileTarl oTNV EAMMTY| KATAVON G TNG ONUAGIOA0YI0G TNG YAMGOOG.

e H onuactoroyio ¢ yYAOocog eival amd povn g Evag mopdyovtag SLGKOANG otn
oLVTalN TPOYPOUUATOV, €NEW OVTO TOL amorteitor omd Tovg padntéc eivar va
GLVOLACOLVV HE KOTAAANAO TPOMO OOpKE oTOlXElD OT®MG METOPANTES, EKPPAGELS,



EVIOAEG, OOUEC eAEyyov KTA €101 (doTE Vo TPOoKOYeEL &va opBd, AeTovpyko
npdypappa. (Saeli, 2011)

e ‘Eva dAho mpoPAnuo mov avoaeépeton emiong elvar m O0oKOAN Kol ypovoPopa
dladKasion TNG EKGPAALATOONS EVOG TPOYPAUUATOC amtd TOLS LaBnNTéS. AVvTOg pmopel
va givor okOpo €vog mopdyovtag OmTOYONTELONG YL TOVG HoONTéG, OTOV £)YouvV
Katopdrel Tpoomdelo va oKEQTOOV TN ADGN Kol Vo GVVTAEOVY Eva TPOYPOLLLLOL KO
TEMKA OamIeTOVOLY 0Tl Ypetaletal mepotépw mpoomdbela yioo tn S10pbwon Twv
AaBdv Tov, 1 omoia dev givar e0koAn ovte Tpopovns. (Rouhani, 2021)

o Télog, €vog ONUOVTIKOG TOPAYovVTOS €ivar  OTL Ol amotuyie TV UaOnT®OV ToL
0QEIAOVTOL KOl OTIC TOPATAVE® OVGKOALEG, dNUIOVPYOLV €va POVAO KOKAO KaO®DS Ot
poontég mpoeopiovv v amotvyio Tovg Kot amofappvvovial vo Tpocmadcovy
neplocoTepo. (Gomes et al., 2012)

OMla T Topamdve cLUVAOOVY GTNV AVAYKN TOPOYNG EMITAEOV KIVITP®V Kot evOGppLuvonS Yo
Tou¢ pontéc mpoxeywévov va avtaneEEABouv 6to SVOKOAO geyyeipnua TG ekpdOnong
TPOYPOULLUATIGLLOV.

Ot peléteg kataAnyovv oto OtTL yperaletal vo dnpovpyndodv véor tpdmol didackariag, ot
omoiot va. unv Paciloviar 1600 o€ mapadootakéc pebodoovs, aAld va eival TEPIGGOTEPO
LB TOKEVTPIKOTL KOl VO, XPNCLOTOIOVV €0XPNOTA, CAANAETIOpacTIKA TeptBdAlovta. (Kadar
et al, 2021)

Kdatt mov mpémer va AopPdvetar emiong vmdéym otov oxedoaopd kdbe pebddov —
nepPdAlovtog expadnong eival oe Tt fabuod n expadnon Bo eAéyyeton amd T0 S1OACKOVTO Kot
Katd OG0 ot pobntég Bo apnvovror erevBepot va mepapatiCovrol Kol vo amoTuyyivouy
(Rouhani, 2021). H ebpeon g katdAAnAng tcoppomicg HETOEDL TV 000 €ivor mOAD
onuovtikny. YrepPoikog €Aeyxog amd TO O0ACKOVTO Umopel vo. 0ONYNCEL O UEWOUEVO
EVOLPEPOV AT TOVG PAONTEG Kot Oyl KOAY UTEOMOT TNG VEAG YVAOONG, VD 1 VIEPPOAIKY|
elevBepla pmopel var £xel OG OMOTEAEGHA T GUYYLON TOV UAONTOV Kol TV OTOYONTEVOT)
TOVG AOY® TV SVCKOMOV OV Ha TPOKHYOLV.

4. Zoppoin Tov animation otn d1daokalria Tov tpoypappaticpod H/Y.

To animation pmopei va ypnoyomombel yoo v yivelt mo amodotikny 1 SdacKoAio Tov
TPOYPOUUUOTIGHOD GE pHodNTES devtepoPdbpiog ekmaidevons. Ymapyovv pa cepd amd oQén
TOL UTOPOVV VO TPOKOWYOLV amd Tn ypnon tov animation ot dSwbackaiio TOL
TPOYPOUUUOTIGHOV, LE TO CNUOVTIKOTEPO VO OVOADOVTOL GOVIOLO GTT GUVEXEL.

4.1 OntTikomoinen TPOYPUUNOTIGTIKAV EVVOLAV. Me T0 animation ot padntég pmopodv va
OTTIKOTOWGOVV OVTIKEILEVO KOl KATAGTAGEIS TOV GLVAVTOVV GTOV TPOYPLUHOTIGHO Kot Vol
To. avTIAneBolv KoAvTEpa. Apnpnuéveg €vvoleg OmmG HeTaPANTEg, douég eAéyyov, Odouég
OedOUEVOV KTA UTOPOvV Vo avamopacTafody OTTIKA e animation, kot va yivouv €161 To
antd kot kotavontd. [Mo mapdderypo, o TPOTOC EKTEAECNC TMOV EVIOAMV O Hiol OOuN|
EMOVAANYNG Umopel va TovioTel pe ypnon Kivoduevev ototyeiov, 1 va amodobel - cuvoedel
HE pio KvoOpevn €1kOVa KAVOVTOG £TGL TTO KOTAVONTH TN ¥PNoT TS Ooung avtne. Ot eVvToAEg
™G €KOVAG 2 VAOTO0UV S0UEG emavainyng oto mepPailov scratch, ot omoieg €xovv ®¢



AmOTEAEGLOL T ONLOVPYio VO amAod animation, to Kopé Tov 0moiov eoivovtal 6TV E1KOVOL
1. Mg tov 1p6mo 0vT6 01 pafntég avtihappdvovrol Ty dpecT oxEoT mTov LIAPYEL LETAED TNG
dounc emaviinyng kot tov animation. To animation eivar amld 10 amotéhecua TG
SLOOYIKNG, ETOVOLAUPAVOLEVNG TPOBOANG SLOUPOPETIKMY EIKOV®V.

L

Eixova 1. Aiapopetikés e1kdéveg (evOvuacics) evog aviikeyuévou yio v emiteodn animation uéow
emavdAnyne (Tnyy scratch.mit.edu)

10
Emopevn eviupooia ETTOPEVT] EVBUpOmD

0.1

Eikéva2. Abo diapopetikés douég emaviinyng yio emiteoén animation (zpyr scratch.mit.edu)

4.2 KoAlvtepn kotavénon g pong Tov mpoypappatos. To animation pmopei vo fondnoet
TO0UG HanTéG va avtiineBodv KaAdTepa T pon tov mpoypaupatos. H katavonon g pong
TOV TPOYPAUUATOS efvorl BeleldOOVS oNUaGiog TPOKEEVOL Ot HobnTég va Katakticovy Ot
Tpelg Pootkég dopég EAEYYOL OTOV TPOYPAUUOTIGUO gival 1 doun akoiovbiag, m doun
EMAOYNG Kot 1 OOUn EMOVOANYNG. ZUVEM®MS, 1 PON EKTEAEONG TMV EVIOA®V €VOG
TPOYPALHOTOS pmopel va efvarl akolovBiakn (otnv andlobotepn TePITT®ON), UTOpel OUW®S Vo
VILAPYEL ETAVAANYT KATOLOV EVIOADV 1] KATOLEG EVIOAES VAL EKTEAOVVTOL VIO GLVOTKT. Zvyvd
dev glvol coe1g Yol TOVG LaONTEG 1) POT] TOV EVIOADV, TOGO VOGS £TOLOV TPOYPAULATOS, OGO
Kol evog Tpoypdupatog wov Ba kKAnBobv va ypayouv yia va emAOGoVY Eva TpOPANUa. Xt
devTePT TEPInTMOT OE, 1| OPOPETIKN PO EKTEAEGNC TOV TPOYPELUUATOS OO OVTH TTOL ELY OV
vrobécel ol podntéc, etvan mBavo va odnynoet oty amoBdppuven Tovg Kot oty vioBETnon
™G mopadoyng OTL 1 KUEONoN TPOYPUUUATIGHOD Elval SVGKOAN £¢ advvar.



Me 1o animation ivat duvoTd Vo OTEIKOVIOTEL 1] EKTEAEGT] TOV EVIOADV EVOG TPOYPAUUATOC
KOl TO OTOTEAEGUA TOVG HE O18popovg TpOmoVS. Opilopéva oyeTikd moapadeiypata eival tao

edng:

e Emonuoavon Tov &VioA®vV Tov ektehovvion Prjpo-pripo, ®ote o podnmg vo
TapoKOAOLOEL EDKOA TTO10L EVTOAN ekTEAElTAL.

o  ATEKOVION TIUOV UETAPANTOV KOl TOV OAAAYDOV TOVG, £TGL OGTE VO YIVETOL GOPEG
TOLEG EVTOAEG £XOVV G OMOTEAEGLOL CALOYT) TILAV TOV HETARANTOV.

e Amewovion OOp®mV EMAOYNG Kot emavainyme: Me 1o animation pmopeil va
ontikomomnBel o TPOMOC MOV Ol JOpES avTEG aAAALOLV TN PON EKTEAEGNG TOL
TPOYPAUUOTOS, aVAAOY UE TIG GLVONKES oL 1oyvovV KABe Qopd. 'Etol ot padntéc
UTOpOLY VO KOTOAGPBOLV KOADTEPA TN AOYIKN TCW® 0md TIG EVIOAEG OmMOPACNG
(emoyng) kot emavAaAnYNG.

e Avvopikn mapakoAovdnon g pong tov Tpoypapatos. Me tn dvvatdtra vo pmopel
0 pang kotd BodAnon va Kavel Tadon TG EKTEAECNG, EMOVEKTEAEGT EVIOADV N
aAAay”) TG TaxOTNTOG EKTEAECT|G TOVG.

4.3 Mavyviomoinon tov podipartoc. To animation pmopei vo ypnoonomdel wg péco yo
v Tatyvionoinomn (gamification) tov poabfupatoc. H evoopdtmon otoiyeinv moyvidion Kavel
TO0 HAOnuo o evydploTo Kot avdvel TV Kivntomoinon Kabdg Kot o Pabud kotavonong
TOV LoOnToV.

5. H EravEnuévn Ipoypatikotnta (AR) oty EKpadnon mpoypoppatiopov.

H ypnom g EIl omv eknaidevon €xel amodederypéva apketd Beticd amoteAéopata. ‘Exet
OOKINOOTEL O TEPAUOTIKEG OAAA KOl EUTOPIKEG EQPAPUOYEC YOl OLOPOPO. YVOOTIKA
avtikeipeva, pe emrvyio. Evdewktikn eivar n cvotpatikn PipAoypaeikny avackonnon 68
gpeuvav og gupog 9 etav (Akcayir & Akgayir, 2016), n omoia aveédeile OTL TPOKVTTOLY
ToALG TAeovekTNuata and T ypnon g EIl oty eknaidevon. Ocov agopd to avtikeipnevo
™G TANPOPOPIKNG KOl TO GLYKEKPWEVE NG ekpddnong mpoypappaticpov, n EIT €xet
YPNOLOTOMOEl 1101 G€ KATOLES TEWPAUATIKES EPOPLOYES LLE KOAL OTOTEAEGLOTA, OL OTOlEG Bal
TAPOLGLOGTOVV GTN GLVEXELL TOL ApBpov. Amd BewpnTikng amOyems, £XOVV EVTOMIGTEL
TOAALG onueia ot PiPproypagio tar omoio cuvnyopodv vrép ¢ ypnong g EIl omyv
EKHLAON O™ TPOYPOUUATICHOD KOl AVAADOVTOL GTT GUVEYELA.

H EIT eivan pia teyvoroyio n omoio GuvOLALEL TOV GUOIKO LE TOV EIKOVIKO — YNOLokO KOGLO.
Kotd ovvémela, propodpe va modpe 6Tt dvvavtor va dSNUovpynbovv pe ot EKTOOEVTIKG
nepBairovia mov cvvovalovv to amtd pe to ynoewkod. Me ta mepifailovia avtd Oa
umopovoe va  Eemepootel pio amd  Tg  Poocwkodtepeg  OvokoMeg otV ekuddnon
TPOYPOUUUATIGHOD 1) 07Ol €ivon OT®G avaPEPONKE TPONYOLUEVMC, N APNPNUEV GVOT] TOV
aviikelévov. Kot ovtd yati 6o 600el 1 evkopio otovg pobntég vo ocvvoécouvv
TPOYPOUUUOTIOTIKES EVVOLEG (EVTOAEG, LETOPANTEG KTA) e TIG —amMTEG— EKOVEG OEIKTEG TNG
EII, BonBdvtag Toug va cuAAdBouv kadlvtepa N Agttovpyia Tovg. To yeyovog 0Tt ot pabntég
oLVOLALOVY TPOYUOTIKA OVTIKEILEVO HE YNELOKEG EVIOAEC TOLG TPOKOAEL HEYOALTEPO



EVOLOQEPOV Kol aLEAVEL TNV KIVNTOTOINGM, TNV KATOVONOT Kol TNV 1KOVOTOINon TV
nabntov. (Theodoropoulos & Lepouras, 2021)

H EII yivetonw edkoAa amodekt amd tovg padntés: H Popnyovia moyvididv v €xet
EVOOUOTOGEL O €0M Kot TePimov o dekaetia. Towg 1o Mo YopoKINPIoTIKO TOPBEOELY L0
givon 1o yvwotd maryvior Pokemon Go, 1o onoio vanpée mpmTomToplaKo yio TNV EXOYH TOV Kol
uaiota cuvéBaidle ot dtddoon tng texvoroyiag g EIT oto gupd kowvd (Hsu et al 2016),
(Wingfield & lIsaac 2016). To yeyovog owtd ce cuvdvaoud pe T UeYOAn eEokeimon TtV
pontov pe tig popntés cvokevéc, kabiotd v EIT pia owkeio texvoroyia yio avtovg. 'Etot
umopel va ypnotpomombel mo dueco ot oYoAKn TaEn, xwpig Vv avdykn emmAéov
EKTTAIOEVONG TOV PO TOV.

I'evikétepa o@éAn mov mpokvmtovy amd tnv EIl omv exnaidevon ioydovv kot yioo tnv
expddnon mpoypappatiopod H/Y. Tétown opédn ivar yioo mapdostypo 1 €0koAn vioBétnon
Toyviowdovg udbnong (gamification), n pabnon mhaoiov otypiEng (scaffolding), n
avakoAvrtiky pddnon (Yuen, et al, 2011) xor GAAor TpdmotL evepyntikng pabnong ot omoiot
propovv va vrootnptyfovv and v EIL, cdppova pe apretéc pekéteg mov £yovv yivet. 'Etot,
nepipdArovia EIl Ba pmopodoov va amotelécovv pio mOAD ONUOVTIIKY TPpocHnkn oto
vrapyovta epyaieio ekpAONGNS TPOYPUUUATIGHOD 0 padnTéc.

Mia mpocéyyion mov éyer eopowmbel eivor M dwdackaAio TpoypappaTiIcHod pE xprom
nePPOALOVIOV  OnTIKOU  mpoypappaticpod  pe  mhokidw. Ta  mepiBdAlovia  ovtd
Tapovctdlovy 6tovg padntég kébe evioAn pe popen mhakidiov, divovtdg tovg pa EexdBopn
dwakprtn vwootaon. Ta mhlakidia £xovv 10 KATdIAANAO cynua Yo va dei&ovv otoug pabntég
OTL KOLUTTAOVOLV HETAED TOVE, VTOSEIKVDOVTOS TO PAGIKO YUPOKTNPLOTIKO TV EVIOADMV CE
KGOe YADOOO TPOYpPAATIoHOD TTOV gival va cuvdvdlovtal Kot vo appofovv n pio otnv
GAAN, oymuoatiCovtag 1o teMKO mpoypappo. H EIT Oa pmopovoe va eEelier avtd ta
nepiPdAiovto, ywoti pmopel v ypnolpomomost koves-ogikteg (markers) pe @uokn
vroctaon. Onmg ta TovPAdkio etvor SOUIKE GToLyEld LOG KOTAGKEVNG, £TGL KOl Ol EVTOAES
OV TTPOYPAppaTog givar ta dopkd tov otoyeic. H dvvatdmmra va pmopodv ta modid vo
TAGOVV T €KOVEG OElKTEG, VA TIG GLVOLACOVY, AVAdIATAEOVY KOl VO OOVV (UECO TO
anoteAéopaTa, va evtomicovv Aaln kot va ta dtopfmdcovy Ba cuuPdAiel GTNV OLGLUGTIKY|
KOTOVONOT TNG  AEITOLPYIOG TMOV  EVIOA®MV, KOU KOTO OCULVETEW TOV OpY®OV TOL
TPOYPOULLUATIGLLOV.

Ocov agopd otV aAAnienidpaon tov poadntov pe o cvotuate EIN, dwumotdbnke ot
EMEWON O LOONTEC XPNGIULOTOIOVV OTTIKEG OVOTTOPAGTAGELS TMV TPOYPUUUATIGTIKAOV EVVOLDYV,
pumopoHv va, avtiAneBovv KaADTEPA TOVS TPOTOVS LE TOVG OTOiovg Agttovpyel pia YAdooo
TPOYPAUUATIGHOV. ETtiong, To Yeyovog 0Tt umopovv vo aAANAETIOPACOVY [LE PLGIKO TPOTO LE
TIG EVIOAEG NG YAMOOWS, TOVS TAPEXEL OVATPOPOOATNGT OE TPAYUATIKO YPOVO, ETOUEVWDS
KaAVTEPN Katovonon. TELog, ot Epevveg £deiEav O0tL 1 xpnom EIl evioydel 1660 Tovg amhovg
pnyoviopovg pdbnong (pviun, xotovonomn), 060 Kot TOLG MO GOVOETOLS (eappoyn,
aviivon, a&lordynon, cuvbeon) (Theodoropoulos & Lepouras, 2021)



5.1 Emokoénnon €@appoy®@v mov £(ovv yivel.

[Tapaxdto Oa TapovGIUGTOVY GLVOTTIKA EKTAOEVTIKES eappoyEc EIT mov avaeépoviat ot
oebvn Biprhoypaeia, ot omoiec otoxebovv otnV ekpdOnon PaciKOV TPOYPUUUATIGTIKOV
EVVOLOV.

H epapuoyn ALGO (Gardeli & Vosinakis, 2018) cuvdvdlel evioléc o€ VMK Hopen ue
ymoeako mepiParrov oe kvt cvokevt]. Ot evioléc eivarl 3D extummuéva pmhok, ot omoieg
ovvoEovTol HeTaEd TOVG Kot divouv Kiviomn 6Tov €IKOVIKO ToikTn 6TV GKOVOPIGTOVV oo TN
ovokevn. H epappoyn viomotet pdévo axorlovbiokn doun kat dev vwootnpilel doun ETAOYNG
KOl ETOVOANYNG. LKOTOG TNG EPOPUOYNG lvar var SomoTOoel ov éva antd mepBailov
dermapng EIT givor mo amoteleocpatikd amd €va €€ OAOKANPOL LVAIKO TPOYPOLUATICTIKO
neplPdArov. H epappoyn oxedidotnke yio podntég NUOTIKoD, Kol To OTOTEAECUATO TNG
épevvag &deigav Ott M gpapupoyn EIT Ntav mo amodotikny otovg akdlovbovg topeic:
ocuvepyasio TV padnTOV, avatpo@odoTnong, eukoAiog €Aéyyov amd Ttov JAcKOVTA,
gvbovolacpov.

Ytg mepopatikés spappoyés AR Maze (Jin et al, 2018), CodeCubes (Cleto et al, 2018),
ARQuest (Gardeli & Vosinakis, 2019) ot pabntég pabaivovv vo mpoypoppotilovv
TomofETOVTOC KATAAANAQ €KOVEC-Oeikteg (Markers) mov avTiotoryovv G€ EVIOAEG Kot
EKTEAOVV Kot 010pB@OVOLV Ta TPOYPALUATA TOVG HEGH OO i EPAPLOYN GE KIVNTI GUGKELT).
Kot ot tpeig epappoyés eotialovv otn Avon evog mpoPAnuatog tomov Aafupiviov, 6mov ot
pnaOnTtég mpEmEL VoL XPNOYLOTOMGOVY ATAEG EVTOAEG LE GOGTO TPOTO MGTE O YOPUKTIPOS VO
katevbuvoei oto Téhog ¢ Sadpoung.

Mio mopopole EKTOLOEVTIKY] EQPAPUOYY] HLE OLVOTOTNTO TOPAUETPOTOINONG Oamd TOV
ekToudevTIKd meptypdoetar amd tovg (Kim et al, 2019). Xe avty v epapuoyn o
EKTOOEVTIKOG Onovpyel pia wiota pe mhokiown, pe €vo povomdtt pe apyn ko téhog. O
HaON TG KaAelton vo ypAayeL TOV KOOIKO ETAEYOVTOS TIG EVTOAEC HEGA OO TO TEPPAALOV TNG
EQUPLOYNG, £TCL MGTE O YOPAKTNPOS VO, 00N YNOel GOGTE TAVED GTO HOVOTTATL. 2T GUVEYELD O
LoONTNG EKTEAEL TOV KOOIKA OV EYPAYE, EVAO TOPAAANAQ Kivel TO TAOKIOIO TOL YOPOKTIPA
nivo oto povomdtl. H epappoyn ocvykpivel v kivion 1ov YopoKTpo GTOV TPAYLATIKO
KOGLO HE TIG EVIOAEG MOV £YOLV ypagel ymelokd, Kol TopEYEL QUECT OVOTPOPOOOTNO
avdAioya av pio evioln eivatl cowot 1 AavOacpévn.

H gpappoyn Augmenting Coding (Dass et al, 2018) vAiomoiei 600 mepiBariovta ekpdOnong
npoypappatiopnod. ‘Eva khooowd mepiBdriov EIT avemtvypuévo pe ARKIt yioo gopnti
ovokevn 10S, kat éva peyoddtepng eppobiong pe yprion Microsoft Hololens. To Microsoft
Hololens &ivau pia teyvoloyio pKTNG TpaypoTikdTTag 1 0moio EXavEAVEL TOV TPOYUOTIKO
KOGUO pEe TPOPOAT] OAOYPOUUATOV YPNCIHOTOLDVTOS 006V ke@aAnG. Ta amoteAéopata g
pHeAETNg €0ei&av OTL Kol ot dvo pEBodoL elyav emTvyion G TPOG TNV KATOVONOT KOl TO
evolpépov TV pnadntav, opmg n arAn EIT ftav mo amotehespatikn g mpog v tayhTnTa
EKTANPOONG TOV E€PYACIOV KOl TNV 0OVOTPOPOJOTNON 7oL £3ve OTOLG HaONTéC. XTnVv
TEYVOLOYIOL OAOYPOUUUATOV aVOQEPONKAY OVGKOAIEG GTNV AVOYVAPLOT] XEPOVOULDV KAO®DS



Kot OTL TOY KOVPOGTIKT KOl GITOTPOCAVATOMOTIKY HETA amd kdmola wpa ypriong (Dass et al,
2018).

H epoappoyn ARCode eotidler ot Aoyikn o€pd tov evioAmv. Ot pabntéc xpnoiomolovy
éva. cLOTNUO ETALENUEVIC TTPAYHOTIKOTNTOS OmOL TpEmel va. BAAOLV O GMOOTH CEPa
EVIOMEC NG YAMOOOC poypappotiopod C++ yio va Avcovv éva tpodPinua. (Sittiyuno &
Chaipah, 2019).

H epappoyn AR/TUI (Tangible User Interface, Ant Awenoaen Xpiotn) tov Resnyansky,
Billinghurst, Dey (2020) ypnowomnotei v EIl yia vo evioyboel v kotovonon Tov
TPOYPUUUOTIGHOD a0 TOVG UAONTEG PE OmDTEPO GTOYO VO YiVOLV MO AmOdOTIKOL oTNV
ekopoAudToon tpoypauuatog (debugging).

H epoppoyn tov Narman (Narman et al, 2020) octoyeber otn Sdackarioc Twv SoumV
dedopévov péom evog mepifarrovtog EIl. Edd m EIl ypnowonoleiton mepiocdteEpPo ¢
aQopunomn, Kabdc o poAOg g mePLopileTal HOVO GTO VO EKKIVIAGEL TNV €papUoyn OTav o
pafntng okavdpetl v avtictoyn ewova otodyo. [Hopdti n yprion g EIl eivan mepropiopévn,
N €pevva avaeEPeEL 0TL Aertovpynoe BETIKG MG TPOG TO EVOLAPEPOV KOL TNV KIVITOTTOINGT TOV
padntov.

5.2 Epyaieia mwov ypnoipomon)dOnkay yio TV avadntocn TovV éQpaproyoy.

Kotd mietoyneia to epyoreio mov €xovv ypnotpomomBet eivor n unyovn moyviduwv Unity
kot 1 mAateoppa EIT Vuforia, Ady® g peydAng AetovpyikoOTnTog Kot mTopoUeTPOToinong
OV TPOCOEPOVY Ta €V Ay gpyareio. Aldeg emhoyéc eivan emiong to ARKit (Apple),
ARCore (Google), ARToolkit, AR.js (web based). Téhog, ypnoipnonombnkay kot mo amiég
epapuoyég O0mwg to Aurasma kot 1o Blippar. A&ilet va onueiwdel 011 Ol 0 AVOTEP®
gpyoreio dwartiBevtal yio pn eUmOPIKOVG OKOTOVS, €iTe EVIEANDG OWPEAV €lTE TOPEXOVTOG
dwpedv TIC Pacikég Tovg Asttovpyies. Avtd eivor kdtt Waitepa evBappuvtikd yoo TV
AVATTUEN TEPAUATIKOV EQAPLOYDV.

6. Zoumepaopato — TPOTACELS.

Kowd onpeio 6hov tov epoppoydv mov peletnkay gival to OeTikd amoteAéGHATO TOV
TPOEKLYOV OO TN YPNON TOLG GTNV TAEN. L& GLUP®VIN KOl Pe To Be@PNTIKA dESOUEVA TTOV
TAPOLGLICTNKAY MO TAV®, OAEG 01 Epevveg mediov mov Eyvay €dei&ov Ot n EIl pmopel va
glval ypnon ot OWuoKoAMO TOV TPOYPOUUUOTIGHOD. AVLTO OUMC TOv EmoNUOivETOL
TPOKTIKA 0 OAES TIG EpEVVEG, ivan OTL yperdleTal mepETAip® HEAETN Y10 VO TPOGIOPIGTOVY
o1 BéAtioTot tpdmot evemudtmong g EIT ot pabnotoxn dadikacio.

Katt mov eniong dwoumotdOnke givor 0TL 01 epappoyég £xovv mepropiopévn Bepatoroyio. Ta
oevapila wov viobetel 1 TAEOYNPi TOV EPAPUOYDV EEAVTAODVTOL G doKIpacieg Aafupivov,
AVTADVTOS TPOPAVADG EUTVEVCT] AITO EPOPLOYES TTOL £YOVV YIVEL KATA TO TAPEABOV, EUTOPUKES



ko un (Lightbot, Hour Of Code k.a.). Avté onpaivel 61t pmopel va d1daybodv avtictoryo
TEPLOPIOUEVA, TTPOYPOUUUOTIOTIKG AVTIKEILEVA. YTAPYEL AVAYKN Y100 SNUIOLPYIN EPUPUOYDV UE
TEPLEGOTEPN TOIKIMO, TOV B propovv va cuuPdAilovy ot ddackoa Kol GAL®V PBacik®v
TPOYPOUUOTIOTIKOV EVVOLDV, OT®G 1 YPNON UETAPANTOV, EVIOADV €16000V ££000V, dOUDY
dedopéEvmV, dnNuUovpyia AOYIKOV EKQPACE®V, Kol GAA®YV.

‘Eva. aképo onueio mov ypnlet Pertioong sivor o pikpdg Pabuog moryviomoinong tov
epappoydv. Eivar yeyovog 6tt ot pabntég éxovv mAéov peydAn eumelpio 6To NAEKTPOVIKA
oL Vidl G€ VTOAOYIOTEG 1| POPNTEG CLOKEVEG, He Toryvidlo mov eivar moAld e&elypéva
TEYVOLOYIK(, LE EVOOUATMOON GPTIOV YPAPIKAOV, TOADTAOK®V GEVAPI®V KTA. AVTO €xel ®¢
OULVETELNL Ol EKTTOUOEVTIKEG EPAPUOYEG VO UMV UITOPOVV VO, KPATHOOVV TO EVOLAPEPOV TMV
naOnNTov yioo ToAAN dpa. Ot amAéG SOKIUACIEG Kot To TEPLOPICUEVE, GEVAPLO TV TOLYVIOIDV
oL JbETOVY €EVTAOVVTOL YPIYOpa, KOl VM Ol HoONTEC To avTHETOTILOVY e apyiKd
LEYAAO eVOlOPEPOV, Eival AOYIKO OTL GUVTOUA TO EVOLAPEPOV aVTO Bol petmBel.

Ao TN peEAETN TOV EQOPUOYOV damioT®OnKe emiong 0Tt £xovv OAgg eotidoet oty EIT ko
erdyota 6TO YpapIkd ko To animation. To animation, givor éva moAbtipo epyaieio ot
onpovpyia €QUPUOYDOV Yo TN OWACKOAMO TOV TPOYPOUUATIGHOD, Y10 TOLG AOYOLG TOV
avaAvOnKoy mo whve. Ymhpyel avaykn Aomov yio onpiovpyio. EKTUOEVTIKOV EPAPLOYDV
mov Oa evoopatdvovv ektdog omd v EIl kot to animation oe mo peydro Pabuo.
Yvumepaiveror £T61 OTL VITAPYEL PEYAAO TEDIO avVOIKTO Yo EpapOYEG TOV cuvovalovv EIT kot
animation. Avtikeipevo peAMOVTIKOV gpeuvav Oa elvar 1 €dpecn TpoOT®V YPNoNG TOL
animation oe epappoyéc EIl, pe tpdmo amodotikd mov va cuufaiiel otn SdacKarion Tov
npoypappaticpod H'Y ympic va kovpdletl toug pabntég kot va mpokoiel vrep@dptmon amnd
nAnpoeopiec. Amapaitntn eivar emiong 1 SoKIUN TOV €PApPLOYOV TTov Ba dnuovpynovv,
€161 OGTE va, LeTpnBodv 6TV TPAEN T0 OO0 AMOTEAEGLOTAL.
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