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Abstract

Recent trends in music education emphasize the interconnectedness of the arts with new
and emerging technologies, influencing teaching practices, knowledge apprehension,
and skills formation necessary for 21st-century learners. Within this context, digital
storytelling and animation are emerging as dynamic approaches and instructional
strategies, providing new pathways and innovative forms of music teaching-learning.
This article examines the role and added pedagogical value of digital storytelling and
animation in the field of music education, highlighting the enhancement of soft skills
and the cultivation of media literacy. From the perspective of multimodal and
transdisciplinary learning within a STEAM educational framework, it examines how
these two pedagogical practices integrate audiovisual elements and promote students'
creativity, critical thinking, and collaboration. Through practical and educational
examples, the article highlights the connection between music, technology, and digital
storytelling practices, as well as the opportunities provided by coding-based
educational environments for developing multimedia projects. Additionally, it
addresses pedagogical challenges related to instructional design, assessment, and
teacher training.

Keywords: digital storytelling, animation, music education, media literacy,
interdisciplinary STEAM education

Hepitnyn

Ot tedevtoieg TAGEI OTN LOLGIKY TOOAY®YIKN €0TIALOVV GTOVS TPOTOVG LE TOVG
0moiovg GLVOLOVTOL Ol TEYVEC LE TIC OVYXPOVEC KOl OVOOVOUEVES TEXVOAOYIEC,
SLOLOPPDOVOVTOS TOGO TIC OOUKTIKEG TPAKTIKEG OGO KOl TIG YVAOGCELS Kot OEELOTNTEG TOL
AmonTovVTOL Y10 TOVS LaBNTEG TOov 210V aidva. e avtd T0 TAAIG10, 1) YNELOKN 0P1ynon
KOl 1 KIVOOUEVT] EIKOVOL OVOOEIKVDOVTOL OC OLVOLIKEG TPOGEYYIGES KOl OIOUKTIKES
OTPATNYIKES, Ol OTOieg MOPEYOLV JVVATOTNTEG V1o VEOUS OPOLOVS KOl KOLVOTOUEG



HOPQPEG HOVGIKNG Odaokariag-pudOnone. To apBpo diepevvd OV pOAO Kot TNV
TPOSTIOEUEVT T Y®YIKN a&lo TG YNELOKNG apryNong Kot TG KIVOOLEVNG EIKOVOG
OTN HOVOIKY ekmaidevon, €otidloviag oty evioyvon NIV 0eEl0THTOV Kol TNV
KOAMEPYEWD YPOUUOTICUAOV OTA UEGH. YTO TO TPIGUO TNG TOAVTPOTIKNG Kot Olo-
EMOTNHOVIKNG pdnong o€ éva STEAM ekmoidevtikd TAaiclo, avaihoviol ot LOPQES
OV Ol dVO0 TOSAYMYIKEG EPUPLOYEG EVOOUATMOVOLV OTMTIKOAKOVOTIKA OTOYEl0 Kot
TPOo®OOVV TN NUOLPYIKOTNTA, TNV KPITIKY OKEYN KOl T1] CLVEPYAGIN TOV HoNTOV.
Méoo amd TopadElyHOTO EKTOLOEVTIKOV EPUPLOYDY, OVOOEIKVOETOL 1 CUVOEOT
HOVGIKNG UE TNV TEYVOAOYIO KO TIS TPOKTIKEG YNOLOUKNG OpNyNons, Kabme Kot Tig
SVVATOTNTEG TTOV TPOCPEPOVYV TO EKTOLOEVTIKA TEPIPAALOVTO KMOKOTOINGONGS, Y10 TV
avantuEn moAvpestk®dv Epywv. [apdAinia, eetdloviat o1 TAdAYOYIKES TPOKANGELS
OV 0POPOVV GTOV OOAKTIKO TYESAGHO, TNV aEl0AdGYNoN Kol TNV EMUOPO®CN TOV
EKTALOEVTIKADV.

AEEEIG-KAEWOWA:  YNOLOKY  OQNYNOT), KIVOOUEVY EIKOVA, LHOVLGIKY] €KTOIOELON,
ypoppatiopds ota péca, dla-emotnpoviky STEAM exnaidsvon

Ewayoyn

Ot oVYypoveg TAGELG GTN LOVGIKY EKTTAIOELOT] OLOUOPPAOVOVTOL VITO TO TPIGHA TNG
OAANAETIOPAONG TOV TEYVAOV UE TIG VEEG KOl OVOOLOUEVEG TEXVOAOYieg (Muyddvng,
2023), emmpedlovtoc TOCO TIC TOOAYMYIKES TPOCEYYIGELS OGO KOl TIG YVMGELS Kol
OeE10TNTEG TOV KAAOVVTOL VO OTOKTIIGOVV Kol Vo, €PpodlacTovV ot pontég tov 21ov
arova (Buckingham, 2019). H avéntuén tov ypoppaticpodv oto péca (media literacy)
amotedel TAEOV KOBOPLOTIKO GTOYO YO TNV TAELOVOTNTA TOV YVOOTIKOV OVTIIKEIUEVMV
(Buckingham, 2019- Kalantzis et al., 2016), xoBbg ot podntéc eumiékoviar oe
dtdkacieg OTOL avaAVOLY, EPUNVEDOLY KOl SMUIOVPYOUV TEPLEYOUEVO WLEGO OO
ymoaxka kot worvtpomikd wepiairovia (Alexander, 2017 Buckingham, 2005). X¢
avtd 10 TAaiclo, M ynelokn aenynon (digital storytelling) ko n KivoOuevn €OV
(animation) ovadvovVTOl @G 0VO 10YLPEG TAOAYWYIKEG EPUPUOYES TOL ONLLOVPYOVV
TPOoVTOOEGELS Yo VEEG KO OLEVPVLUEVES CTPATNYIKEG LOVGIKNG S1dacKOAMAG-1abNnomng
(Ruthmann et al., 2010).

O Jwdwkaoieg digital storytelling emtpémovv tov GLVOVLAGUO EKOVOV, MY®V,
aenyNong Kot kivnong, dmuovpyovioag moAvpecikés agnynoelg (Ohler, 2006) mov
KOAALEPYOLV TN LOVGTIKY] SNUovpykdTHTa TV poldntav vd éva véo mpiopa (Esteve-
Faubel et al., 2024). Avtictolya, To animation Agltovpyel ®g Evag SVVAUIKOS TPOTOG
OTLTIKOTOINONG APNPNUEVAOV HOVGIK®Y EVVOL®Y, OIEVKOADVOVTAG TNV KATOVONOT CE
BaBog kot evioybovtag Tig deE10TNTEG LovGKNG Ekppacns (Walzer, 2016). Ot dvo avtéc
OTPATNYIKES OV AMOTELOVV LOVO TEYVOLOYIKEG EKTTOOEVTIKES KOVOTOUIES LE GTOYO TOV
EUTAOVTIGUO TNG O00CKAAOG, OAAG OVODEIKVIOVV VEOUG TPOTOVS LLE TOVS OTTOI0VG M
povotkn pmopel v cuvoedel dnuovpyikd pe GAla yvootikd nedio (Walzer, 2016),
EVIOYVOVTOG OMOTIKEG Ko Olemotnovikeg mpooeyyioelg (Kalkanoglu, 2024).



H amoteleopatikn toug a&lomoinorn tpodmofETel TPOGEKTIKO Kol AETTOUEPT] SIOUKTIKO
OYEOOCO TPOCAPUOGUEVO OTIS AVAYKEC TOL €KAGTOTE MaBnclokod TeEPPAAALOVTOC
(Mvuyddvng, 2023). Xe avtd to mAaiclo, ot otpatnywkég digital storytelling o
animation ot podnoiokn dtudkacio evbvypappifovror pe t errocoeia g STEAM
eKTaideVoNG, GLVOLALOVTAG TOAVUEGTKA TEXVOLPYNILOTA LLE GTOLXEID OO TIG EMIOTNLEG,
TNV TEYVOAOYID, TN UNYOVIKTY, TIG TEYVEG Kot Ta padnpatikd (Muyddavng, 2024 Maas &
Hughes, 2020- Huang, 2020). Mg avtdv T0v TpOTO, SOUOPPOVETOL £VO SNULOVPYIKO
TAOUG10 [LE SLO-EMIGTNUOVIKEG TPOEKTAGELS, OTTOL 1) LOVGIKN AVAOEIKVOETOL OYL LOVO G
TEYVN N EKEPOOT, OALL KO MG TPOOTTIKY YO TV KOAMEPYELD Kol avamTuéEn NV
de&omtav kat deSlotnTev Tov 210v awdva (Ruthmann et al., 2010).

To mapov pBpo eEeTdlel TOV POLO TNG YNPLOKTG OLPT|YTONG KOl TNG KIVOOEVNG EIKOVOLG
OTN LOVOIKN EKTOUOEVOT), UE ELPOCT OTNV EVIGYVOT] TOV YPOUUATICU®Y GTO HECH, TNV
KaAMEPYEln 0e&oTNTOV 210V aidva, KaODS Kot TG dNUIOVPYIKOTNTOS TOV HadNTOV.
[MopdAdinia, péoa omd €VOEIKTIKA TAPOUOEIYUATO EKTOULOEVTIKOV EQUPLOYDV,
AVAOEIKVVOOVTOL BAGTKEG TPOKANGELS Kot CNToTa TOL GYETILOVTOL [LE TOV TOdOy WYKo
oxedlGHO Kot TNV évtadn tov vrd €£E€TOON TPOKTIKOV OTN HOLGIKN HoONnclokY|
dwadkacia.

Ipoaxtkég digital storytelling otn povowki) dwackaiia-padnon

H ynowxkn aenynon oamotedel éva ekmaidevtikd epyoreio kot pion OLVOUIKN
OO0 Y®YIKN TPOOTTIKY], 1 omoio. cLVOLALEL TNV APNYNON 1OTOPIOV UE TN YPNoN
ToAVUESIKOV oTotyelwv (Ohler, 2006), dnwg o Moc, To Keipevo, n ewdva Kot to Pivreo,
TPOCPEPOVTOS EVIGYVUEVEG TOAVTPOTIKEG pobnclakég epnelpieg (Buckingham, 2019-
Alexander, 2017 Kalantzis et al., 2016). Zn poLCIKN €KTAidELON, N YNPLOKN
AN YNoN TOPEYEL OLEVPVUEVES SVVATOTNTES Y10 TNV KOAAMEPYELX TNG ONULOVPYIKOTNTOG,
TNV €VOLVAUMOT TNG CLUVAICOMUATIKNG OAANAETIOpAONG TOV HOONTOV HEGH VEMV
HOVGIK®OV EUTEPLOV, KAODG Kot TNV avATTLEN AENYNUOTIKOV KOl EKQPOCTIKMOV
oeomrtov (Esteve-Faubel et al.,, 2024). Méocw tov dadkacudv dnpovpyiog
YNEWK®OV  aQNYNoE®Y, ONANdN TNG KATOOKELNG YNOOK®OV TEXVOVPYNUAT®V
TPOCAVATOAICUEVOV GTNV avASLOT Kol TOPOLGIOGT TG TAOKNG HoG totopiog (PA.
Mvuyddvng, 2023), ot pabntég yivovtar evepyoi dnuovpyol ynelakolh mePLEXOUEVOD,
ATOKTOVTOG PabOTEPT KATOVONGT LOVGIKAOV EVVOLDV, Oyt LOVO o€ BempnTikd enimedo,
0ALG KOl TNG HOVOIKNG MG pEocov ékppaong kot emkowvmviag (Esteve-Faubel et al.,
2024).

H ynmoewxn agpnynon ot Hovoikn ekmoidevon upmopel vo ONUOVPYNoEL Tig
npovmofécelg ywu éva mAaiclo mov omokAivel amd To cvpPotikd  poadnoclokd
nepBairovia pabnong (Walzer, 2016), evioyvel Tovg YPOUUOTIGHOVS GTO LEGO, TNV
KOAMTEXVIKT Onuovpyie, KoODC Kot TNV aeNYNUATIKY KOvOTNTA TOV HoOnTOV
(Kalkanoglu, 2024). H evooudtoon tg oTnNV EKTOIOEVTIKY] HOVGIKN OlodIKAGio
eaiveror 6t pmopel vor odnynoet oty adENGCT TOL EVOLNPEPOVTOG KOL TG EVEPYOL



CUUUETOYNG TOV HoONTOV, TAPEYOVTOG VEEG TPOOTTIKEG EKQPACTIC KO ONLLLOVPYIKNG
okéyng (Esteve-Faubel et al., 2024), mpocpépovtag egvukopieg yio evepyntikn
GUUUETOYT, ONLLOVPYIKO TEPAUATIGUO, KOODS KOl LU0 S10-EMGTNUOVIKT TPOGEYYIoN
OTOV TPOTO TTOV 1] LOVGIKY TPAEN YiveTal avTiinmt Héso omd Tov cLVOLOCUO TNG e
GAheg popeég téxvng ko teyvoroyiag (Kalkanoglu, 2024 Walzer, 2016). ITapdiinia,
N YNOLOKY 0QNYNoTN GLVIEEL TN dlodikacio TG LABNoNG UE TIG TPOSMOTIKEG EUTEIPIES
Kot ta evolpépovta tov pobntov (Nilsson, 2008), ot omoiot kolovvror va
ONUOVPYNGOLY KOl VO TOPOVGLAGOVV TIG OIKEG TOLG apNYNoElS kol ontikég (Walzer,
2016). Mg Paocikd dEova T HOLGIKY, 1 TPOKTIKY aLTH EvOOPPOVEL TOVG HOBNTEG Vo
dtepevvioovy TN oyxéon MeTad MNyov, €KOVOC Kol AOYOV, OVOTTUGGOVTOG
ypappatiopovs ota péca (Buckingham, 2005), aAld kot molvypappatiopods (BA.
Kalantzis et al., 2016), koaAlepy®vtag TV KAvOTNTE TOVG VO GLVOEOVV LOLGIK
ototyeia pe mowkiha péoa emkowvaviog (Walzer, 2016 Ruthmann et al., 2010).

O mpocavatoMopds g oyxedlaong Yyneoko®v oaenynoemv eivol kabopioTikng
onpaciog, kabmg pmopel vo S10HopPOGEL TO TAAIGIO TG ONUOVPYIKOTNTAG KOl TOL
TOGOGTOV TNG EUTAOKNG KOl TNG EVEPYOV GLUUUETOYNG TOV HaONTOV 01N Sodikacio.
Extog and m dnpovpyia apnynioewv mov Pacifovror 6t GuALoyn Kot Ty TopdOeon
LOVCIK®V TANPOPOPLOV, 0TS Proypaeies ouvvletdv, 16TOPIKES TEPLOSOVS TNG
LOVGIKNG N LOVOIKA pavopeva amd T Bewpia g povowng (Kalkanoglu, 2024), ot
pantég £xovv TN SLVATOTNTA VO TEPAUATICTOOV HE TOWKIAEG HOPPES HOVGIKNG
aeNYNONG, OVOKOADTTOVIOG VEOLG KOl OLEVPLUEVOLS TPOTOLG epuUnveiag Kot
dnuovpyiag, eUTAOLTILOVTAG TIC LOVGIKES ONUOVPYIKEG OLOIKAGIEG LLE AP YNHOTIKA
otoyeio Ko TPpakTkKES pe o eEatopkevpévn tpoontiky (Nilsson, 2008). Evdeiktikd,
n onuovpyio. pog aenynong oamd v kobnuepvotnta TV pontov pmopesl vo
oLVOLALEL NYNTIKA TOT{O, LLOVGIKEG OVOTOPACTAGELS KO LN YNUOTIKE GTOUYEl Y10 TV
epunveia pog povoikng ovvleong (Esteve-Faubel et al., 2024).

Emumiéov, n o&omoinon ™G ynooxkng aenynong otn Hovotkn taén umopel va
vrootpi&el ™ Swpopomomuévn  SOacKoAll, EmITPEMOVIOG O  poONnTéG e
SLPOPETIKA poBn ook TpoPid vo cuppeTéyovy evepyd otn padnon (Nilsson, 2008).
Mepucol pabntég evodyetor vo eoTIAOVV GE EIKOGTIKES OVOTOPACTAGELS TNG LOVGIKNG
otopiog, VM AALOL, LE OVETTUYUEVT] OKOLGTIKY OVTIANYM, VO EMIKEVIPMOVOVTOL GE
NYNTIKES TANPOPOPIES, OTTWG TN XPNON MYNTIKAOV EQE 1| TN LOVGIKT GLVOOEIN TNG TAOKTG
(Huang, 2020- Maas & Hughes, 2020).

Kotalyovtag, givatl onpovtikd vo toviotel 0Tt 1 ynookn aenynon oev o mpénet vo
AVTILETOTICETAL G dPACTNPLOTNTO TOPAYMYNG YNOLUKOD TEPIEXOUEVOD, OAAL MG 1oL
TOLOAYOYIKT TPOOTTIKY] TOV GUVOEETAL UE TNV AVATTLEN HOVGIKAOV SEEI0THTOV KO TN
onuovpywkn ékepaon (Kalkanoglu, 2024- Walzer, 2016) ko1 n omoio umopel va
oonynoet otnv koAlépyela de&ottowv 21ov awwva (Greher & Heines, 2014). O
OYEOOGLOC OPUGTNPLOTIHTMV TOL EVOMUATMOVOLV TPOKTIKES YNOLOKNG apnynong etvat
KaBoP1oTIKNG ONUAGTAG Y10 TNV EX{TEVEN 100pPOTiaG LETAED TEYVOLOYIOG, LOVGIKTG Kol
QPN YNUOTIKNG EKOPAONG, TOGO Y1 TNV EMTELEN HOVGIKADV GTOYWV OTMG 1) KOTOVON oM



HOVGIKMOV QAVOUEVOV, OGO Kol TNV KOAMEPYELD YPOUUATICU®Y GTO LECOH KOl LWV
de&loTNTOV.

Apdosgig animation ot povoikn owaokario-pdOnon

Ol TTPOaKTIKES OMUIOVPYING KIVOOUEVODV EIKOVOV 0moTteloVV pia €£icov onuavTiky
EKTOLOEVTIKY] GTPATNYIKY] TOL OMpovpyel TPoLTOBEGEIS Yo VEEC OMTIKEG-LOVGIKES
eumelpiec, péca amd TV TopAbecn Kol OTTIKOTOINGN a@NPNUEVOV LOVGIKAOV EVVOLDV
(Walzer, 2016). Ztpotnywés mov o&lomolodv KvoOUeEVT] €1kOVO oTo pobnuoto
HOVGIKNG UmopoVV va AdPovv mowkileg LOPPES, amd T (P1oT KIVOOUEV®V GUUBOA®V
€m¢ TN ONUIoVPYiN SOPACTIKOV HOVGIK®Y PBivieo, 6TOL 01 pobntég Kataokevdlovv
™ Ooun Kot Tapovcslalovy TNV OAANAOLYI T®V ONTIKO-LOVGIKAV YEYOVOTMV
(Ruthmann et al., 2010).

H xatavonon povoikdv 0pov amd 1o medio g Lovoikng fempiog anotelel mpdkAnon
YL TOV TOUEN TNG LOVGIKNG TOdOYMYIKNG, KAOMS apopohv apnpnuUeveG EVVOLES Kol
QOWVOUEVO OV JVLGKOAD Yivovtolr avTiAnmtd omd tovg podntés (Muyddvne &
Koxkidov, 2018). X10 mAaiclo g a&lomoinong TPOKTIKOV KIVOOUEVNG EKOVOS, Ol
HoONTEG UTOPOLV VO «G0VV» LOLGIKA QOVOUEVO KOl Vo aAANAETdpovv pall tovg,
EVIOYVOVTOG T GYECELS AVAUESH GTOV NYO Kol TNV onTikn avamoapdotaon (Esteve-
Faubel et al., 2024). Me avtov tov 1pomo, 1 donpiovpyio animations mTov GuVodELOVY
LoVoiKéS cuvBésels Tov padnTdv toug evBappivel va avoartuéovy deE10TnTEG TOGO
oV ONTIKN oYediacn OGO Kol OTN HOLGIKY EKEPOCT), OVOTTOCCOVTOS £TCL WO
TOAVTPOTIKY TPOGEyyIon otn puabnon (Gregori-Signes, 2014). EmmAéov, ce avtd ta
mAoiclo, evioyvetal 1 SBEHOTIK] Kol 1 SEMOTNUOVIKY padnomn, kabmg kot M
ocvvepyoosio petald Tov pobntav, ot omoiol epydlovtal oe OpAdES, avarapupdvovtog
SPOPETIKOVG POAOVG—TT.Y., TPOYPOUUUATIOTNG, CYEOOCTNG YOPAUKTPOV, LOVGIKOG
aeNYNTING—YEYOVOG OV TPOAYEL Kol TNV KOAAMEPYEwW OeS10TNTOV EMKOWVOVING
(Kokxkidov et al., 2015).

Xopaktplotikd mopdostypo ypnong animation otn HOLGIKN TAEN omoTEAOVV Ol
KIVOULEVES TapTIToVpES (animated notation), 01 OTOIEG TPOGPEPOVY SVVOUUIKES OTTIKES
avamopaotdoels povoikemv eawvopévev (Hope, 2017) xotr pmopovv va yivouv
TPOocPAaciLes akOpa Kot amd podnTéc pe edytoteg 11 KABOAOL YVAGELS TAPOIOCIOKNG
onueloypoeiog (Esteve-Faubel et al., 2024). Avrtictoiyeg mpoceyyicels &yxovv
EQUPUOCTEL € EKTAUOEVTIKEC TAPEUPACELS, AVOOEKVDOVTAG TNV TOOOY®YIKT TOVG a&ia
o€ JKPEG NAKies, oe padntég pe pabnolokég OLGKOAEG | 0TO TAAIGIO ONLOVPYIKNG
LOVGIKNG €KQPOONG HECH aTOGYEOAGHOD Kot Ttelpapatiopot (Barrett, 2006). 1o
eminedo g dnuovpylag £pymv pe Kvovpevn €kOVa, ot OpAGEIS Tov oyedtdloviot
pumopovv  va  gumiéEovv  Tovg poONTEG o€ JLOPACTIKEG KOL  OMNUOLPYIKES
dpaCTNPLOTNTES, OTMG N KOTOCKELT] LOVGIK®MY animations 07Tov 01 YOl AVTIGTOLOVV
0€ GLYKEKPEVEG KIVIOELS Yopaktnpov I avtikewévav (Greher & Heines, 2014). 'a
TOPAOELY LD, O1 LOONTEG UTOPOVV VO GYESIACOVV KO VO AvaTTOEOVV LI, OLPTYT|OT| GTHV



omoio 1 kivnon evOg YOPOKTNP VO GUVOEETL e LETOPOAEG GTN LOVGIKT| EVTOIOT) 1] GTOV
pLOUO, OVOKOAVTTOVTOG [e PLOUHATIKO TPOTO TIG OYE0ELG UETAED YOV Kot Kiviong
(Walzer, 2016).

Ocov apopd T d01KaGio TG KOTOOKEVNG, GTO TAGICIO HI0G Ol0-EMIGTOVIKNG
TPOCEYYIONG TNG LOVGIKNG 1e dALD YvooTikd media, 1 dnpuovpyio animation umopet va
oLVOLOOTEL HE TPOKTIKEG KMOKOTOINONG HEGOH OO  EOIKA  OIOUOPPMUEVES
EKTTALOEVTIKEG TAOTOOPUES. XE AVTA TA TEPPAAAOVTA TPOYPUULATIGHOV, Ol HOONTES
UTOPOVV VO, TPOYPALUATICOVV YOPAKTNPES TOV KIVOUVTOL GUYYPOVIGUEVA LE LOVGIKA
ovpPdavto 1 vo OOV PYHGOVY SAOPACTIKA OTTTIKA EQPE TOV OVTOTOKPIVOVTOL GE 1(OVG
kot puOuwcd potifoa (Mvuyddvng, 2023). Xapoktnplotikd moapddstypo amoteel To
Scratch, g ontikn YA®GGO TPOYPAUUOTIGHOV, 1| onoia vroostnpilel T dnuovpyia
LOVGIK®V 10TOPLOV, Ty VISV Kot animations (Brown & Ruthmann, 2020), 6ov péca
Ao T JlEPELVNTIKN Kol PLOUOTIKY HAONGT EVIGYVEL TNV VITOALOYICTIKY OKEYN KOl TN
dnuovpywodTTO 6TOL poldpota e povotkng (Ruthmann et al., 2010). H ypion tov
Scratch o€ mepipdArovia povoikng pabnong £xet katadei&el v modoywytkn Tov aéia,
OmOL o1 PafNTEG EYOLV TN SLVATOTNTO VO, TEWPAUATIGTOVV LUE LOVGIKE QOVOLEVO KOt
VO KATOGKELAGOLV TOALTPOTIKA TEXVoLupynpata (Muyddvng, 2023).

SOUTEPACUATIKA, 1 EVOOUATOOT TPOKTIKOV animation oTn HOLGIKY ekmaidgvon
TPOCPEPEL VEEG KO OLEVPVIEVES EVKOIPIES YO TNV KOAALEPYELD TG ONUIOVPYIKOTNTIG,
TEYVOAOYIK®OV Oe€l0TNTOV, Ypoaupatiopomy ota péoco (Walzer, 2016), vroloyloTikng
oKEYNG, KOAMTEXVIKNG £KPPaOTG Kol opadlkng epyasioag (Muyddvng & Koxkidov,
2018 Barrett, 2006). Ilapott m vAomoinon ALTOV TOV JPACTNPLOTNTOV OTOLTEL
TPOGEKTIKO TOOAYMYIKO OYeSOOHO Kot KOTAAANAN vroompién (Mvuyddvng &
[Moamalayapiov-Xpiotopopov, 2022), ot dvvatdTNTEg MOL £YOLV Ol HOONTEC Va
nepapatiCoviol Pe KOVOTOUEG LOPQES £KPPOONS KAMGTOOV TIC GTPATNYIKEG TNG
KIVOOUEVNG €KOVOG oG €éva TOADTIHO €pyoAielo Yoo TN HOLOIKN ekmaidgvon
(Kalkanoglu, 2024- Mvyddvng, 2023).

Evooparoon digital storytelling koar animation e STEAM eknaidgvong

Ot o0yypoveg TAGES GTN LOVOIKN EKTOUOEVOT] AVOOEIKVOOLY TO Ol0-EMIGTHOVIKO
poviého STEAM (Science, Technology, Engineering, Arts, Mathematics) g
OepeMmddec mAaiclo yoo TV avamtudn Kol TNV €QOPUOYT HOLGIKOTOLOOYWYIKMV
oevapiov (Mvyddvng & IHomalayapiov-Xpiotopopov, 2022- Huang, 2020).
Baoiopévo oty emomporoyio tov STEM, 10 STEAM eot1dlel 610V DTOAOYIGTIKO
TEPALATIONO, TN OlEPELVNOT, TNV €milvon TPoPANUATOV Ko Tn padnon péow
dtovvdécewv petald dpopetikmv mediov (Poydpng & Karofpéktng, 2018). Ot
TdAyOYIKEG TapePPAcel; mov oyeddloviol 6€ avTd TO TANIGLO EVIGYLOLY TN
ONUIOVPYIKN KOl KPLTIKY] OKEYN, TNV oVTOPPOOUICY], T CLVEPYUTIKOTNTO KOl TNV
Kawvotopio — de&10tnTEG TOL BewpovvTon Kpioieg Yo T cvyyxpovn enoyn (Maas &
Hughes, 2020- Ruthmann et al., 2010). £to mAaiclo ™G HOVOIKNG eKTOidELONG, M



evoopdatwon npoktikav digital storytelling kot animation pmopet va AEITovPYNGEL G
YéQLPO HETAED TEXVAV, TEXVOAOYIOG KOl QUGIKMV EMGTNUAOV, ONUIOLVPYOVTOS £val
dvvopkd poadnotokd STEAM mepifdAlov mov va €VVOEL TOV TEPAUATIGUO Kot TN
demotnpovikn okéyn (Huang, 2020).

Téoo to digital storytelling 660 kot To animation, ®¢ TadAy®YIKA epyaAeio, GUVOIEOLV
TNV aENYNON Kol TNV €KOVA UE TIC OPYES TOV TEXVOV, TNG TEXVOAOYING KOl TNG
emot|ung (Buckingham, 2019- Alexander, 2017). Z1o mAaicio tmg STEAM
EKTOOEVONG, 1 SLO-ETIGTNLOVIKT] QUOT| QVTAOV TOV TPUKTIKOV omontel v aglomoinon
oTOLEI®V ad OUPOPETIKA YVOOTIKA TTEdia, e TOVG HadNTES va epydlovTtal 6 OUAOES
Kot Vo cLvOLALOVY KOl VoL LETAPEPOVY JEEIOTNTEG KOl YVAGELS OO SLopOPETIKOVS
topeig (Huang, 2020), pe otdyo va emivovv avbeviikd mpoPAnpato avorytod TOmov
(Mvyddvng & IMomalayapiov-Xpiotopopov, 2022). Mia evoeiktikny STEAM epoappoyn
OaKTIKOV cevapiov eivar 1 Onpovpyio €vOG TEXVOLPYNUATOS OOV Ol UaBNTEC
OVOTOPIGTOVV OTTIKA TNV KIVNOoT TOV NYNTIKOV KOUATOV, TIG LETABOAES TNG EVTOONG
KOl TG oLyvOTNTAG 1 TNV dAANAETidpacn Tov Myov pe Tov yopo (Esteve-Faubel et al.,
2024- Walzer, 2016). 'Eva animation 6o pmopovce va €Enynoel T QULOIKN TGV
NYNTIKOV KVUdTov 1 va agnysitor v wotopio ¢ eEEMENG TOV LOVGIK®V 0pYavaV,
oLVOLALOVTOG LOVGIKT, EMGTAUY, Wotopia kKot agnynon (Ruthmann et al., 2010). Avti
NG PEAAGTIKNG LOVTEAOTOINGNG, Ol LAONTEG LTOPOVV VAL GYEOAGOVV YOPAKTIPES TOV
Kwvovvtal pe Bdon tov pulud pog povsikng ochvieons, EVGOUOTOVOVTOS GTOLYElD 0o
TOV TTPOYPOUUUATIGUO, TN HOVGIKY Kol TIS KACTIKEG T€YveC. H 101 10éa pmopel va
eEeMyBel apnynuotikd Ko vo avtiet and tig otparnykég digital storytelling ko
animation, HéGa a0 0L 1IGTOPIO TOV TEPLYPAPEL TO «TAEIO EVOG YOV — ATd TN GTIYUN
NG TOPAYOYNG TOL €MG TN AWM TOL anmd TO AvOPOTIVO OVTL — EVOOUOTOVOVTOG
Bacikég £vvoleg TG 0KOVOTIKNG Kot TS uoikne. H mpocsbnkn cvvBeong tpwtdtumng
LOVGIKNG N GYEOGLOV NYNTIKOV £0€ UTOPEl va vtooTnpiel TepAITEP® T PO TNG
aQNYNONG, EVIGYVOVTAG TH GLUVOEST HETAED LOVGIKNG ONUIOVPYING KOt EXIGTNHLOVIKOD
TEPLEYOUEVOV.

‘Eva 1dwitepa evolapépov medio epapproyng eival Kot 1 Katovonon HodnUoTik®y Kot
QLGIKOV apy®dV VLo To Tpioua ¢ povoikng (Huang, 2020). Méoa amd apnynuotikés
TPOGEYYIGELS, O1 LOONTEG LITOPOVV VO GYESAGOVY Kol VO, TAPOLGLAGOVY TOVS TPOTOVG
KOl TIG LOPPEG TOL 1| CLYVOTNTO EVOG NYOL EMNPEALEL TOV TOVO HI0G VOTOG 1) TOG M
appovia Boaciletar oe apBuntkég avoroyieg. Mmopovv emiong vo dnNUovPYHGOLY
J1dpacTIKG animations TOV VoL OTTIKOTOLOVV, EVOEIKTIKA, oTOotXEln amd T Bempio TG
LOVGIKNG, OTMG TG OMOGTACELS UETAED TOV HOVCIKOV dactnudtov (Muyddvng &
Koxkidov, 2018), ypnOYLOTOUDVTAG YEMUETPIKA GYNLLOTO Y10 VO OVOTALPOGTICOVV TIG
oxéoelg petabd tov eBoyyov (Greher & Heines, 2014). Avtod tov tOMOL OL
OpACTNPIOTNTEG EVIGYVOLV TN MAONUOTIKY OKEYN KOl TNV ETIGTNLOVIKY TOPATHP O,
ovvdvdlovtag TV aoONTIKY eumEPio TS LOVGIKNG LE TNV OVOAVTIKN TPOGEYYIoT TV
fetikdv emomuov. Xe ovtd ta mepiPdriiovio oxediaong, M xpnon epyoreiov
Kodwkonmoinong 6mmg 1o Scratch M dAdeg mAateOpUeG dnpovpyiog animation Kot
YNOLIKNG aPNYNoNG TPOSPEPEL Eval OLVOUIKO Kot dnuovpyikd mAaicio (Brown &



Ruthmann, 2020) ywo tnv evoopdtwon swadikaciov STEAM eknaidevong 61 LOVGIKN
taEN (Mvuydavng, 2024).

Mo v zmpoktikny epoapuoyn tov mTpoavaeepfivimv mpooeyyicemy, umopohv va
a&lomomBovv clOyypoveg Taudaymykég pébodot, OmmG 1 PLOUOTIKY Kot SIEPEVVITIKY
puéonon, n pddnon Paon €pyov, Kol n KOVOTPOAEIOVIGTIKY] TPOGEYYIoT TOv maker
movement (Mvyddvng, 2023), ot omoieg givar cuvvpacuéves pe 1o poviého STEAM.
‘Etot, ot pantéc oxedialovv Kot KoTaokevdlovy TOAVUESIKA £pya, cLVOLALOVTOG
LOVGIKT, 0p1YNOT| Kot Kivovpevn eikova. 'a mapdoetypa, pmopovv va cuvhEGouy Eva
HOVGIKO KOUUATL KOl VO, TO OTTIKOTOMGOVV UEC® animation, avalapufavovtog porovg
OM®G LOVGIKOG, AP YNTNG 1) TPOYPUUUATIGTHS, EVIGYVOVTOG TN OTLLLOVPYIKT] CLTOVOLLiOL
toug (Ruthmann et al., 2010). ITapdriinia, oto TAaiclo TG cuvepyaTikng Ldbnong wg
Bacwo dEova evoc STEAM mepipdAdovtog, ot padntég epydlovtal oe opdoeg Ko
avoAapBavouv  emuEPOLg poOAOVE —oUVOESN HOVGIKNG, aQNYNnom, OxXEO0GUOC
YOPOKTNPOV KAT.— OVOTTOGOOVTAG OE10TNTEC OUOSIKNG €PYOCIOG, €VOOOUAOIKNG
eMKOVmViag, avatpopoddtong kot dtayeiptong épyov (Esteve-Faubel et al., 2024-
Walzer, 2016).

Kotaiyovtag, n evoopdtoon tov npoktikav digital storytelling xon animation ot
LOVOIKN ekmaidevon, péca amd v evoopdtoon tovg e STEAM ekmoidevtikd
oevapia, ONovpyel vEeg Kot ETanENIEVES EVKOIPIES Y10 O10-EMGTNUOVIKES LB GLoKES
eumepieg, o1 omoieg VioYVOVYV TOGO TOLG YPOUUATICHOVS oTO UECH OGO KOl TNV
Katavonon o€ Paboc povsikmv evvoldv kot 0pav (Mvuydavng, 2023). H viomoinon
avirloywv dpdoecwv amoutel Aemtopepn kabodnynon kol KATAAANAO ToLdAY®YIKO
OYEJOG O, DOTE VO GLUPAAEL OVCIACTIKA GTN OLAUOPPOGT) EVOS GVYYPOVOL, YNPLOKOV
Kol ToAVTpoTIKoL pobnciakod mepipdriovrog (Gregori-Signes, 2014), pe oMotk kot
OEMGTNIOVIKY] TTPOGEYYIon HeTAld NG HOLGIKNG, NG TEXVNG Kol TNG TEXVOAOYing
(Ruthmann et al., 2010- Chung, 2006).

"Evraén digital storytelling kor animation otn povowkn ekmaidgvon, yio TV
KOAMEPYELD NTLOV OEEI0TNTOV KUl TNV EVIGYVGT YPUULATIGUAV 6T, NECA

H o&omoinon mpaxtikov digital storytelling kot animation otn povoikn Téén
SLUPBAAAEL GTNV avATTTVEN NIV 0£E0TNTOV, OTTOC 1 ONUOVPYIKOTNTA, 1] CLVEPYAGIN
KOl 1 KPITIKY OKEYN, EVO TOVTOYPOVO EVIGYVEL TOV YPOUUOTIOHO OTO HECH
(Kalkanoglu, 2024). Onw¢ avadbinke kot and to Topondve mopadeiypata, HEco omod
QQNYNUOTIKEG KOl TOAVTPOTIKEG TPOGEYYIGELS, Ol WHAONTEC EVOLVOUMVOLY TNV
KAVOTNTA TOVG VO KATOVOOVV, VO EPUNVEDOLV KOl VO TAPEYOVV LOVGIKEG ONUIOVPYIES
TOV JLOCLVOEOVTOL LE QAL YVOOTIKE TESIO, EVOMUATOVOVTOG ONUOVPYIKA TIG TEYVEG,
NV emotun Kot v texvoroyia (Chung, 2006).

H evioyvon 1ng Jnuovpyixotprag amotelel Oegpeldon otdY0 o1 HOVLGIKN
nadayyikny. Méoa and tig mpaktikég tov digital storytelling kot tov animation, 1



ONUOVPYIKT EKQPACT) EVOLVOUADVETAL, KOAOMDS 01 LafnTég KalovvTat vo, avamtuEouy Tic
OWKEG TOVC HOVOIKEG  OAPNYNOELS, OVOAUUPAVOVTAG TOAAATAOVS pPOAOLG Ko
SLLOPPDVOVTOG TPOCOTIKOVS TPOTOVS KAAMTEYVIKTG ovvOeoNs. O GuVILAGUOG YOV,
EIKoOVag Kot aprynong yivetor epyoieio yio v amddoon povoikov voruotoc (Esteve-
Faubel et al., 2024). Z11g dodikacieg oxedlacHoD GAANAETIOPAGTIKOV animations Kot
TOAVUECIK®OV, M avvepyaoio Owdpopatilel kaboploTikd poro, kabmdg ot pobntég
EUTAEKOVTOL O OULOOIKEG dNUovpyies, avorlapupdvovtag dakpttovg Kot TOAAUTAOVS
POAOVE OTC GLVOETNC, APNYNTIG, EIKOVOYPAPOS N TPOYPOUUUATIOTHS. Me autdv ToVv
TPOTO TPOAyoVTAL SEEIOTNTES EMKOIVOVING KOl GUVEPYATIKNG ETIAVONG TPOPANUATOV,
evBoppivovtag v ovtaArayr] W0e®V, TNV oVATPOPOSOTNCN KOl TNV OO KOWOoU
dwxeipion omovpykav tpokincewv (Kalkanoglu, 2024).

H xpitikn oxéyn wolhepyeiton Otav ot padntég kaiovvtor vo ovoaAdoovv, va
ocuvBécouv Kol Vo 0ELOAOYNCOVV TIC HOVGIKEG Kol APNYNUOTIKES TOLG ONUOLPYIES
(Sapan, 2024). Xe molvpecikd pobnoiakd teptpdilova, 6mov N LOVoIKN GLVOVALETI
HE €KOVO, aQNYNoN Kol 1)(O0, EVEPYOMOLOVVTOL UETUYVOOTIKEG GTPATNYIKEG TOL
gVIoYOOLV TNV KavOTTA TOLS Vo 0EA0YOLV TNV asOntikn, ) doun kot T
Aertovpywotta Tov Epymv Tovg (Kalkanoglu, 2024). Méca and avtég Tig mpaKTIKES,
avantOcoovV deE10TNTEG avdAvong kol chvleonc, eEokeldvovtal Pe TG apyég NG
EMKOWOVIOG e TOAAATAOVS TPOTOLS OvVOTOPACTOONG Kot gvBappivovtal va
OKEPTOVTOL KPLTIKA TOV TPOTO TTOV GLVOVALOVTOL Ol SUPOPETIKEG LOPPESG EKPPACTG
(Ruthmann et al., 2010). Tovtoypova, 1 xp1on Tov animation GVUPEAAEL OVGLUGTIKA
OTNV OVATTLEN TNG VTOA0YIOTIKNG OKEYNS, KOOGS ot podntég pabaivouv va oyedidlovv
Kol vo, TPOYPOoppatilovy d1adpacTtikég Hovoikég eumelpiec. Onmg mpoavagépbnke, N
xpNnomn epyareiov kwokomoinomng, énwg 1o Scratch, divel emavEnuéveg duvatodtnTEg
MGTE 01 LOONTES VO GLVOEGOVV LOVGIKES EVIOAES LLE YPAPIKA GTOLYELDL, ONUIOVPYDVTOGS
animations 7ov OAANAEMWOPOVV HE HOLGIKG YEYOVOTO. AVAAOYEG OPOACTNPLOTITES
EVIGYDOLV TNV KATAVONOT TG GXECNGS NYOL Kot EIKOVOCS, EVD, TOPAAANAA TPOLYOLV TN
Aoy okéym, péoa omd Tov oxeduopd oiyopiBuwv kot v adlomoinon
TpoypappaTioTik@v evioAdv (Greher & Heines, 2014).

‘Eva axoun ovolaotikd ototyeio amotedel o ypoupotiopdg oto péca (Buckingham,
2019- Kalantzis et al.,, 2016- Buckingham, 2005), o omoiog oamoktd Ol0pKdg
av&avouevn onuacio oTIC cVYXPOVES TAGELS OTn HoLolKY] ekmaidevon (Kokkidov,
2019). Yno avtd to mpicpa, ot padntég dev Aetovpyodv g ToNnTIKol KoTovaAMTES
LOVCIK®Y KOl ONTIKOOKOLGTIKOV HECOV, avTifeta KaAovvior va yivouv evepyol
dnpovpyoi Kol SWUHOPPOTES TOV SIKAOV TOVS Hadnolak®dV TepBoiidviev, OTov Ta
TOAVUESO PLETAGYNUOTICOVY TO HOVGIKO Kot TOMTIGUIKO Tovg cupepaldpevo (Walzer,
2016). Méoa amd v eumlokn Tovg oe Opaoctnplotnreg digital storytelling won
animation, KoAMePYoOV TG OeE10TNTEG EPUNVEING HOVGIK®OV GCLUBAVTIOV, EVO
TOPAAANAL AVATTOGGOVV TKAVOTNTEG VA, avayvopilovy T 6YEoM EIKOVOS KoL Y0V Kol
Vo dSNUOVPYOVY TOALTPOTIKA PO, GTA OTTOL0L 1] LOVGTKT] AELTOVPYEL G LECO AP YNONG
kot ékppaong (Esteve-Faubel et al., 2024- Walzer, 2016).



Yvvoyilovtag, ot mpoavapepOelcES TPOUKTIKEC HUTOPOVV VO AEITOLPYNOOLV MG
KOLVOTOUO EKTTOOEVTIKG EPYOAEID OTN LOVOIKY] TOUOAYWOYIKY), TPOCPEPOVTOS GTOVG
HaONTEG TV EvKOIPIL VO EUTAAKOVY GE OPUCTNPLOTNTEC TEWPOUOTIGHOD LE VEEG LOPPES
KOAMTEYVIKNG EKPPOONG, VO AvATTOEOLV OMLOVPYIKT OKEYT) KO VO KOTOVOT|GOVV TN
JllovLVOESN  HOVOIKNG, TeYvoAoyiog kol aonynuotikng odoung. Ilapddinia,
SLVUPBAALOVY GTNV EVIGYLON TOV YPOUUOTIGHOD GTO HEGH KOl GTIV KOAAEPYELD NTIWV
de€lomtov, dnwg N emiKovavia, 1 eveuvaicinon, 1 cuvepyatikdTTa Kot 1) exilvon
aLOEVTIKOV TPOPANUATOV, SIOUOPPOVOVTOS LoONo1aKA TEPBAALOVTO OTTOV 1 LOVGIKN
Aettovpyel G UECO KoL HOPPN ETKOWOVIOG, OVOCTOYOCUOL Kol YNOLOKNG

onuovpyiog.

Howvayoyikég Tpokinoeig oty aélomoinon tov digital storytelling kor animation
OT1] LOVGIKT] EKTaidgvoN

[Topd v mpootiBéuevn tadaywykn a&io Tov eaivetar va tpookopilet n aglonoinon
otpatnyikov digital storytelling Kot animation 6t LOVGIKY EKTOIOEVOT), N TPOUKTIKY|
EPAPLLOYT GLVOOEVETAL OO TOONYWYIKES Kol TEYVOLOYIKES TpokAncels. Onwg oe
avdAoyes texvoloyikés madaymywés dpdoeig, N aflomoinon epyareiov yneokng
aQNYNONG Kol KIVOOLEVNG EIKOVOG OTOLTEL AETTOUEPT KOl TPOGEKTIKO GYESUGLO, DOTE
Vo E00QAAGTEL OTL | YNOLOKY| TEXVOAOYiL OeV AE1TOVPYEL MG ALTOGKOTOG, AL MG
HEGO OV EVICYVEL TNV EMTEVEN TOV CTOY®V TOV O00KTIK®OV cevapiov (Muydavng,
2023), emruyydvovtog Tn oTOXELOT TV OPAGEMY TOL YVMOOTIKOD OVTIKEWWEVOL TNG
LLOVGIKT|G KoL O)L TNV TEXVIKT DAOTOINGT YNPLIKODV 1GTOPLOV.

Mia amd tic Pacikéc TpokANGES amotelel 1 e§lcoppdTNON TNG TEXVOAOYIOG [LE TOVG
pafnotokovs otdyovs. Or pabntéc ovyvd evBovcoidlovtar e To YPOPIKA KOl TIG
JUVATOTNTEG TNG KIVOVLLEVNG EIKOVOG, LLE ATOTEALEGLOL VOL ETIKEVIPDOVOVTOL GTT GXEO10ON
KOl TOV TPOYPOUUOTIGUO TOV YopoKTnpwv. Me autdv Tov TpOTo, LITdpYEL 0 Kivduvog
Vo 0OGOLV EUPOCT) OTNV ONTIKN OoONTIK Kol Vo TOPAUEA|GOLV TN HOVGCIKY|
onuovpyia 1 v avantuén Kot vAomoinon tov {NTOVUEVOL NYNTIKOD TEPIEXOUEVOV
(Walzer, 2016). I'ia Tov A0yo avtd, eivor amapaitnto ot dpdoelg mov oyedtdlovtal va
vrootpilovy Tovg pobnTég Kot va Toug Kafodryouv va e0TIl0VV GE GUYKEKPLLEVOLG
oTOYOVG Kot Ol uovo otn oadwkacio mopaymyns (Kalkanoglu, 2024). Xe avtd Oa
npénel vo. ANeBel vTdyn Kot 1 TEYVIKY TOAVTAOKOTNTO TNG OMovpyiog animations,
KaOdG o1 padnTéc evoéyeton va ypetdlovtar extetapévn kabodynon Kot ypdvo yiao vo
eCowelwbovv pe ta amoapaitmra epyoreio ko teyvikég (Muyddvng, 2023). AAAn
npdKAnon aeopd otnv mpocPacr otn owbéoun teyvoroyia. IToAld oyoAeio won
opyoavicpotl 0gv dtafétovy eE0MMGUO Yo, ONUOVPYIN YNOLOKNG AP yNonS 1 MYNTIKNG
enefepyaociag, meplopilovrag tig gukopieg pdbnone. Xe avtd mpootifeton Ko 1M
EMOPKNG EMUIPPOOT TOV EKTUOELTIKAOV G€ avdroya epyaleio (Kalkanoglu, 2024).

H oa&orldynon tov teyvovpynudtov tov podntov, to omoia mepthappdvovv
dwdwkaoieg digital storytelling wou animation omotehel emiong por mordoywykn



wpdKkAnon, Kabdg ot cvpPatikég popeég aflohdynong oev avtikatonTpilovv Tig
OeE1OTNTEG TOL AVOTTOGGOVTOL LEGH OO £PYOL LLE TOAAUTAOVS TPOTOVG OVOTOPAGTOUCTC
(Chung, 2006). H a&loAdynon moALTpOmIKGOV £pY®V Tov cLvovdlovv aerynon,
LOVGIKN KOl YNOLOKE LEGH amalTel prTé KPLTpa T ool Aapfavouy vedym oyt Hovo
10 TeEMKO amotélecpa, AL Kot TN dadikacio dnpovpyioc. Me autdv tov Tpdmo, Eva
povolkd animation dev pmopel va a&lohoynbel pévo yoo v ToWdTNTO TG LOVGIKNG
ovvOeong, aALA KUPIMG Y10 TOVS TPOTOVS TOV OAANAOETIOPA TO OKOVGTIKO OTOTEALECLLOL
HE TNV OTTIKN 0PNYNOoT, KoOMG Kol TNV 1KOVOTNTA GLVOLOGLOD TOAVUEGMV KOl TN
OMUOVPYIKOTNTO TNG GVVOAIKNG Tapovsioons. ['evikd, 1 dadikacio g a&loddynong
0o mpémer va AapPaver vwoyn OMUOLPYIKEG TPOOTTIKES, TIG HOPPEG XPNONMGS
TEYVOLOYIKMV EPYOAEIOV KOL TV IKOVOTNTO GUVOECTG OLPOPETIKAV ETIGTILOVIKMV
Kot KOAATEYVIKOV ototyeiov (Sun, 2024). I'io tov AdY0 owtdv, 68 00TéG TG O1001K0GiES,
N xpnon ovbeviikdv kol SHopPOTIKGOV UeBddwV a&loldynong, Ommg M xpnon
portfolios, n avtoa&loldoynon kat 1 aAANAOAEIOAGYNON ATOTEAOVV TIC TO YOVILES
nopoéc (Esteve-Faubel et al., 2024). H avantoén epyaieiov 0nmc o avoAvTikd rubrics
pumopel va  cuuPAAEl OTNV  OMOGOENVICT] OTOY®V Kol GTNV  €VIoYLoM  TNg
OVTOOEOAOYNONG KOl TNG UETOYVAOOTIKNG emiyvoong tov podntov. Ta xkpimpla
pmropovv va mepthappdvovy dEoveg Omms: cuvleTikn Kovotopio, ocOnTiky cuvoyy,
TEYVIKY| EMEPKELN GTY| YPNOT| EPYOAEIMV, GUVEPYOTIKOTNTO, KO LOVGIK—OLOTYNLOTIKT
ouvvéneln. H coppetoyn tov 01ov Tov pontdv otov oxedlacpud 1 v avadedpnon
TV Kprtnpiov propel va evioyhoel To aioOnua 1010KTNGiog Kot TV KPLTIKN TOVG 6KEYN
(Sapan, 2024).

Emioywkéc mapatnpijoeis

KoataAnyovtag, n evoopdtmon dpdcewv digital storytelling kot animation 6tn Loveikn
eKTOIOEVOT OmOTELEL TS Y®YIKT) TTPOCEYYIon, N omoio eaivetal va odnyel oty
KoaAMEPYEWD MV 0e&loTNTOV, evd TOpIAANAa cLUPIAAEL oV aviarTuln TV
ypappotiopdv ota péca. Ot padntés omoktobv evepyd poOAO ¢ Ompovpyol
TOAVUECIKAOV EUTEPLOV, GLVIVALOVTAG TN LOVGIKN LE TNV YNPLOKT 0PN YNoT| KOl TV
ontwonoinon. H molvtpomikn avty mpocéyyion kabotd T Hovsikn pudbnon mio
EAKVLOTIKT, EVIGYVOVTAG TOPAAANAA TN BabOTEPT] KOTAVONOT LOVGIKAOV EVVOLOV LEGO
and  aENYNUOTIKEG KOl OldpacTIKEG Hopeés éxopaonsg. [lapddAinia, m owo-
EMIGTNUOVIKY] CLVEPYACTO OVALESO GTN HOLGIKN, TNV TEXVOAOYIN, TIC YAMGOES KO TIG
EIKOOTIKEG TEYVEG Wmopel va TPpoopépel véo medio yioo dNUovpylkn padnon,
EMTPEMOVTOG OTOVG LAONTEG VO TPOGEYYIGOVV TN HOLGIKN OO SLOPOPETIKES OTTIKEG
Yoviec.

Yvumepacpatikd, N aSonoinon tov digital storytelling kot Tov animation dev mpémet
VoL YIVETOL OVTIANTITY] OG 0L TOLOOYOYIKN TAOT), OAAL MG EKTOOEVTIKES GTPATNYIKES, Ol
OTOoleg EMIMKOVY VO HETACYNUATICOVV TOLG TPOTOVS EUTAOKNG TOV HoNTdV oTN
HOVGIKN O10acKaAio-puddnon. Meilovtikég Epevvec Bo uTopoHGAV VO EGTIACOLY TN
OCLOTNUOTIKN TEKUNPLOCT TOV HOONGLOK®V OTOTEAEGUATOV OALA KOl 6TV aglomoinom



EMUTAEOV OLEVPLUEVMV dNUOVPYIK®V TEYVOLOYI®V. H a&lomoinon amattel tnv avdmtuén
EKTTOOEVTIKMOV UOVIEA®MV HE HIKPO Kol KoAd oyedlacpéva Prjpata, to omoio Oa
EVOOUOTOVOVY TO &V AOY® epYaAeion PE TPOTOVE MOV UTOPOVV Vo GLUPAAOLV
OVCLOOTIKE 6T PLOGIUN EVEOUATM®GN TOVG GTN LOVGIKN JIOUKTIKY TPAEN.
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