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IXESLAOUOC SLapETIKWY padnotakwv nepBaAloviwy yia
TN ouveknaidsuon

NoAu€évn Kaipdpal, AvSpéac Owkovopou?, lwdavvng AsAnytévvnct

I6vio Mavemiotruto, *Avwtatn SyoAn Matbaywyikng kat TexvoAoyikic Exnaibevonc

NepiAnyn

Jtnv epyoocia auth mapouctalovtal o OXeESLAOMOC Kal n avamtuén ng
ekmaldeuTIknG epappoyng «Waking Up In the Morning» (WUIM-AR), n omnoia
Baoiletal otnv Ttexvoloyla NG EemMAUinUEVNG TIPOYHOTLKOTNTOG, TOU OfF
ouvbuaoud pe ta mapadoolokd puzzles Kal TIG TEXVIKEG TNG Ttalxvidomoinong
arnoteAolv SLaoTAoELG TNG SLapeatkn G LABnong. To mepLexOpevo tng adopd Tnv
TPWLV POUTiVA TWV ALSLWV 0To MAAioLo TNG EKLABNONG TwV APAoTNPLOTHTWY
KaBnuepwvng Zwng kat omeuBivetal o€ HaBNTEG TPOOYXOAKNAG Ko
MPWTOOXOAKNG nAkiag Tou ¢owtovv oe meplPdrlovia cuvekmaidevong.
QewpnTikn BAaon otnv avamtuén tng ebapuroyng autng elval n mapadoxn OtL n
EKTIAOEUON TWV HABNTWY PE ELOIKEG EKTTALOEUTIKEG AVAYKEG, TIPOKELLEVOU Va
elval AmoTEAECUATLKY, ATALTEL TPOCWTIOTIOLNUEVN TIPOCEYYLON TNG LABNOoNG Kal
npolmoBétel TNV mpocapuoyn Twv peBodwv SidackaAiag pe tpomo mou va
MANPOUV TI{ OQIMALTACEL TNG maldaywywkng Tou 21ou awwva, TNG
Sladopormotnpévng matdaywylkng Kal Twv apXwv Tou kaBoAlkou oxedlaouou. H
alohdynon tng epappoyng omd EUMELPOYVWOVES Kal oo LabnTteg pe ELSLkEG
EkmadeuTtikég Avaykeg uTtpEe BeTIkA Kal ol urtodei€elc Toug evowpatwinkav
Kal BeAtiwoav tnv tehikn €kdoon g ebopUoynG.

NEégelg KAewdLa: Alapeoikr) padnon, dtadopomolnpévn maldaywyikr, €LOLKES
EKTIOLOEUTIKEG AVAYKEG, EMAUENUEVN TIPAYUATIKOTNTA, KAOOAKOG OXeSLAOMOG
yla tn pabnon, mpoowmomnolnpévn Hadnon, oxedlaopog Kal avamtuén
mavidlwy, cuveknaidevon

Abstract

School environment plays an important role both in learning and in child
development. A learning environment must seek to promote learning as a
dynamic activity as well as to support cooperation. Through semantic. Education
of students with special educational needs (SEN) is of particular interest and
challenging, because although students may have common characteristics
according to their diagnosis, it nevertheless requires personalized learning
approaches. Personalized learning is an innovative trend in many educational
settings, such as inclusive environments, which requires the adaptation of
teaching methods. These methods meet the requirements of 21st century
pedagogy, differentiated pedagogy and universal design for learning. In a fully
personalized environment, learning objectives and content, as well as the
method and pace of teaching, vary from student to student. Personalization is a
broader umbrella term that includes both differentiation and individualization at
the same time. In a personalized context, a unique educational approach to
facilitating the acquisition, maintenance, and generalization of new knowledge
and skills in the real-world environment proves to be weak due to students'
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individual differences. This weakness underlines the concept of a differentiated
pedagogy that is more likely to approach each student than the traditional "one-
size-fits-all" method. For the optimal result of a modern pedagogical approach, it
is necessary to use modern technology, with affordable equipment such as
tablets and smartphones, and easy-to-use applications that can support teachers
and students anywhere and anytime. The cutting-edge technology supports
content differentiation and emphasizes the creativity of teachers and students.
Augmented reality (AR) technology and its supportive devices make it possible to
implement mobile technologies in collaborative learning, changing the
educational experience. AR applications provide motives, perceived enjoyment
and collaboration between students and teachers and can offer multiple benefits
by enhancing effective teaching through participatory learning experiences.
Given that teachers are considered the lever of any educational innovation, their
views on barriers to the introduction of digital learning tools in the classroom,
such as lack of training, equipment and teaching materials, are taken into
account. Through our work, we aim to provide teachers with the know-how to
access any educational content with easy AR applications that they will design
and develop with their students. This process involves the whole class, students
and teachers, but also students' families in the line of the principles of
personalized learning. School community can get involved and co-create their
own videos together and easily program their own AR applications. When
students are familiar to the characters and environments it is easier for them,
especially for those with autism spectrum disorders, to identify with the
character of the video and take advantage of the possibilities of video self-
modelling in the context of the video-based intervention (VBI). Our expectation
is to offer educational ideas both for the differentiation of educational materials
and for the implementation of inclusive education, taking advantage of the
possibilities of technology. In this light, we present the design and development
process of “Waking Up In the Morning” (WUIM-AR) based on augmented reality,
which in combination with traditional puzzles and gamification techniques define
the field of transmedia learning. WUIM-AR was designed for achieving the daily
living skills and for collaboration between students with SEN and their
classmates. The evaluation of WUIM-AR application by experts and students with
SEN was positive and their suggestions were incorporated and improved the final
version of the application. Future work focuses on evaluating WUIM-AR by
teachers and students in inclusive classes.

Keywords: Augmented reality, game design, game development, differentiated
pedagogy, inclusive education, special educational needs, personalized learning,
transmedia learning, universal design for learning

Ewcaywyn

Ta mneppaMovia ouvekmaibsuong, w¢ OMOTEAECUA  HLAG  HOKPOXPOVNG
TMPOOTABELAC YLA TNV LOOTLUN EKTAISEUON OTO TAALCLO TWV YEVIKOTEPWY avBpwIivwy
Sikawwpdtwy, sival Baclopévo otnv Tolkilopopdio meplthappdavoviag OAoug TOug
pHabntég xwplc dtakpioslg (UNESCO, 1994). Mévte mapdyovieg Bewpolvtal we PAOLKEG
nipoUTMOBEcELg yLo TNV eTUTUXNUEVN edappoyr] TNG ouvekmnaideuong (European Agency for
Development in Special Needs Education, 2003): n ouvepyatik OibaokaAia, n
OUVEPYATIK Madnon, n amnoteAecpatikn OldaokoAia, n OuvepyaTwkn emiAuon
npoPAnuatwy kat n Siadopomolnuévn SibackaAia. la TNV OMOTEAECUATIKOTEPN
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Sibaokahia kot T Slaxeipion plag tagng mou mapouditdlel Tolkilopopdia, ot
ekmaldeuTikol xpeLaletal va SLaBETouV MOLKIAEG SEELOTNTEG, EUMELPLEC KL YVWOELG AANG
Kol va ehopUOlouvV CUUMEPIANTITIKEG TALSAYWYIKEG Tpooeyyioelg kot peBOSoug
Si16aokahiag. Ze meplBaAlovta XwPLG amoKAELOUOUC, Ol CUUMEPLANTITIKEG TTALSAYWYIKEG
T(POOEYYLOELC TIOU €KTIHOUV TNV molkihopopdia sival n dtadopomotnuévn didaokaAia
(Tomlinson et al., 2003) kat o0 KaBoAtkog ZxeSlaopog yia tn Maénon (CAST, 2018). Mo pa
ekmaidevon Xwpl¢ omMOKAELOMOUG, OL TIPOCWTIOTOLNUEVEG OTPATNYIKEG KOl Ta
TIPOCWTOTIOLNMEVA  EKMALSEUTIKA UAIKA Beswpolvtal amapaitnta, Yeyovog Tou
OUVETIAYETOL TNV OvVAYVWELON KOL TNV KATAvOnon Twv HABnolakwyv avaykwy, TIG
TIPOTIUNOELG, TO OTIA Kal ta evlladEpovtd kabBevog pabntn Eexwplota (IBE-UNESCO,
2016- UNESCO, 2009). OL ouyxpoveg Tadaywylkeég Tipooeyyloslg aflomololv TNV
TeEXVoAoyla, TOV TPOOLTO KaBnuepwod efomAlopd, Onwg elval ta tablets kal ta
smartphones kal Ti¢ EUKOAEC ot xprion epapUOYEG, OL OTOLEG UmopoUV va urmootnpifouv
EKTIALOEUTIKOUC Kal HaBntég omoudnmote kal omotednmote. Me dedopévo OTL oL
exnatdeutikol Bewpouvtal o poxAdg kabe ekmaldeuTIKAG Kawotopiag, Aappdvovral
uroPn oL amoPelg toug avodoplkd HE Ta gumodila yla TV ewcoywyn Pndlakwv
pobnolakwv gpyaleiwv otnv taén, onwg givat n éAAewdn katdptiong, €OmMALOUOU Kal
ekmatdeutikol UALkoU (Kaimara et al., n.d.).

H mapolUcoa epyacia mapouctdlel Tov OXESLAOUO KoL TNV QVANTUEN HLAG
ekmalbeuTIknG €dapuoyng emauvénuévng mpayuatikotntag (AR) otn PBdon evog
mayviSikol oevapiou, PE Xpron TAPASOCLaKWY EKTOLSEUTIKWY UALKWY, OTwC elval ot
KAPTEC Kal Ta EVAWVA evadnvwuata-puzzles oto mAaiolo tng dpthocodiag TG SLAUETIKNAG
pabnong. H edappoyn amotelel pHEPOC evOC PeyoAUTEPOU £peuVNTIKOU £pyou TIOU
niepthapBavel kat edapuoyEG ELKOVIKAG Tpaypatikotntog (VR) kat ovopdaletat WUIM amo
o akpwvupo «Waking Up In the Morning» (Kaimara et al., 2019). To neplexOuevo Twv
edappoywv avtAnbnke amo tov Topéa NG ekmaibeuong ya tTnv avamtuén Asflotntwyv
KaBnuepvng Zwng (AKZ) kat ameuBivetal og pabntég mPooyoALKN G KAl TIPWTOOXOALKAG
nAlkiag mou ¢oltolv os meptfariovrta cuveknaibevong. H katdktnon twv AKZ eival
{WTIKNC onuaolog TO0o yla Ta TASLA TUTIKNAG avAmTuéng 600 Kal yla ta modld pe
ovarmnnpia n Kat eL8LIKEG eKTaLSEUTIKEG avaykeg (EEA). Baolkog oKomog Twv cuyypabdEwv
glvat n SleukdAuvon Twv eKMOLSEUTIKWY Va EEMEPACOUV TA EUMOSLA TTOU AVTLUETWTT{OUY
TO0O OTOV OXeSLAOUO KaL TNV avantuén Pndlakol ekmaldeUTIKOU UALKOU, GITAOTIOLWVTAG
TI¢ Sadlkaoleg mapaywyng Kal TapéXovtag TEXVOYVwaola 000 Kol TIC SUOGKOALEC mou
avtiuetwnilovv katda tnv edappoyrn TG dllocodiag evog «oxoleiou yla 6AoUGY,
nipoteivovtag LO£eC yla ouvepyaTiky padnon. XItdxog sival n mopoxr eVAANOKTLKWV
TPONWV SdaockaAiag péow Twv duvatoTNTwy tTN¢ SLAUECIKAG HLABnoNng KaTA Tnv onoia
ekmalSeuTIKol Kal pabntég pmopolv va EeSIMAWOOUV Lol BAOLKN yvwaon 1 EUTELpila og
SLapOpPETIKEG TEXVOAOYIKEG TMAATHOPUEG Kol TToAAamAd péoa (Fleming, 2013). MNa tov
OKOTIO QUTO, TPWTO TOPOUCLAlOUPE TIC O6U0 OCUMMEPIANTITIKEG TIOULSAYWYLKEC
TIPOOEYYLOELG. TN OUVEXELD, €oTlaloupe otnv maldaywylkn aflomoinon tng AR, ota
Baolka otolyela Tou oXeSLOGHOU TALXVISLWVY KaL 0TNV €vvola Tn¢ matyvidomnoinong. TEAog,
neplypddoupe tn Stadikacia avantuéng tou Pndlakol ekmatdeutikol UALKOU ToU gival
XapnAol Ko6otoug Kal pmopel evkola va Snuoupynbel amd dackdAoug pe eAdxLotn
BonBela amnod cuvadéAdoug TANPodopLKAG.
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Atagpoporotnuévn Atbaokalia kat KaBoAikoc Zyebdtaocudc yia tn Madnon

H Swadopomoinon otn Sidaokalia sival pla modaywylky TPOCEYYLON Ko
Ayotepo pa peBodog (Tomlinson et al., 2003). Méoa oOTLG OXOALKEG TALELS doLTOUV
pHoOntéc mou akoAouBoUV TNV QVOUEVOUEVN TUTILKA Topeia, GAAOL TOU MImopel va
SuokoAsglovtal va pabouv kot dAAot mou prnopel va anodidouv mMoAU MEePLOCOTEPO MO
1o avapevopevo. Ot ekmaldeutikol elval autol mou Ba wlroouv kaBe pabntn avaloya
LE TO eminedo £TOOTNTACG TOu otn SIKr Tou «Zwvn Emkeipevng Avarmtu€nc» (ZEA) (Zone
of Proximal Development, ZPD). H ZEA &¢gv eival Timote AAAO amo TV amootocn HeTtafly
TOU TpOyHATIKOU emumédou avAmtuéng tou padnt, onwg Kabopiletal amoé tnv
aveéaptntn eniluon mpoPAnudtwy amno Tov Lo Kat Tou emumédou mBavAg avamtuénc,
onwc kabBopiletal péow TG emiluong mpoPAnpdatwy und tnv kabodnynaon evnAikwy,
Omwc ival oL yoveic ) ot ekmalSeuTIKoL 1} 0g cuvepyacoia e Lo IKAVOUG CUVOUNALKOUC
(Vygotsky, 1978: 86). H Sibaokalia mou edpaletal otn ZEA mpoiUmoBétel Tn SuvauLKN
oMNAemiSpacn Tou ekmMALSeUTIKOU Ue TOV Habntr, n omola e tn oslpd TNG otnpiletal
OTNV EVEPYNTIKN CUMMETOXN Tou pabntn) (IEM, 2015) mou EmMITUYXAVETAL PECW TNG
TIPOKANGNG TOU EVSLAPEPOVTOC TOU Kal TNG dnpoupyilag KNTpwv yla pabnon (Paris &
Turner, 1994).

Me Sebopévo OTL TTOAAEG OO TIG eKTIOULOEUTIKEG SpaoTnpLOTNTEG Sev €xouv
oxedLaoTel yla va TPOKOAECOUV TO E0WTEPLKO eVOLOPEPOV TwV HaBNnTwy, €va Bactkod
{NTOUMEVO TWV EKMOLSEUTIKWY ElvOl TWCE VA TIAPAKLVIIOOUV TOUC MaBNTEG TOug va
OUUUETEXOUV XWPLG e€wTepLkn Tileon, va altoBavBolv tnv eAeuBepia TNG eMAOYAG KoL Va
KaToKtioouv 8e€LOTNTEG autoppLlBULONG Kat autovouia (Ryan & Deci, 20000 Kaiudpa et
al.,, 2018). Ot ekMALSEUTIKEG SpaCTNPLOTNTEG, OL omoieg oxedialovral UE yvwuova Ta
evlladépovta tou padbntr, unopolv va Swoouv amdvinon oTo AVTA ETKALPO EPWTNUA
tou «lati mpénel va to pabw oautod;» (Annetta, 2010). MapdAAnAa pe TN UEAETN TOU
ETUMESOU ETOLUOTNTAG KOl TWV eVELADEPOVTWY TOU HaBNTH, ONUAVTIKOC apAyovTag yla
v edpappoyn tng Stadopomolnuévng Stbaokaiiag sival to S1apopeTikd uadnotaxo
mpoiA Tou pabntn. O 6pog pabnolako mpodiA (learning profile) avadépetal otov
TIPOTILWHEVO TPOTO HABNONG evog pabnt, o omoio¢ umopel va emnpeaoctel amo
Sladopoug mapdyovteg, Onwe elval To pabnolako otk (learning style), to €idog tng
okéPnc (intelligence preference/thinking styles), to ¢pUAo kat o oArtilopog (Tomlinson et
al.,, 2003). Katomwv TtoUTwv, O OTOXOC TNG OIOTEAECUATIKNG Sladopomolnpuévng
SbaokaAiag otnpiletal otnv emapkr evelfioa TOU TPOMOU TAPOUCIACNG TOU
TIEPLEXOUEVOU TOU HaBNUATOG, £TOL WOTE KABOE padntrg va unopel va Bpel pia avtiotolyia
pe TO emimedo etolpotnTag, Ta evdladépovia kal To padnolakd mpodih tou. H
Sladopornoinon mopéxel va mAaiolo yla eEQTOUIKEVON LECO O LA ETEPOYEVN TALN Kol
Bewpeital n evalaktiky Abon otnv mapadoolaky pEBoSo «one-size-fits-ally,
anoppintovtag tnv amoyn OtLn kown matdaywylkn mpooéyylon dtaodaiilel tnv LootnTa.

H e€atopuikevuaon, oto mAaioto tng Stadopomnolnuévng dtdaokaiiag, oToxeVEL oTNV
OVTLUETWTTLON TNG OXOALKAG QMOTUXLOG LECO ATO OLOSOCUVEPYATLKEG SPAOTNPLOTNTEG KoL
OAANAETLO pAOELG KOl £pXETOL O aVTIBeON PE TNV LOEA TNC OUOLOYEVELAG KaL TNV avTiAnyn
OTL 6oL oL avBpwrol pmopolv va pabaivouv To (610 TeplexOpevo Pe Tov 8Lo Tpodmo
(2pupdepa, 2007). Kata cuvenela, n dtadopormnoinon mPokUTITEL WG avayKaloTnTa Aoyw
NG Mowkilopopdiag Tou Hadntikou MANBUGCUOU OTLC TTEPLOCOTEPEG OXOALKEG TAEELG OTLC
Omoleg N Uovn opolopopdio €ykeltal, ald OxL mAvia, otn XPOoVvoAoylkn nAlkia Twv
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pobntwv. Ta mapadeiypata Siadopomoinong oxetilovial UE TO TEPLEXOUEVO, TN
Stadkaoia, To UAKA Kot To pabnaotako reptBaiiov (Tomlinson, 2000):

® TIEPLEYOUEVO: TLY. N TAWUTOXPOVN TAPOUGCIAOH TOU HE NXNTLKA KoL OTTTIKA
UEoa.

o Swadikaoio: T.X. TO XPOVIKO SLAOTNUA TTOU UIMOPEL va €xeL ot SLdBeor) tou
£vaG Habntng yla va oAoKANpwoeL pla epyacia j n evBappuvon evog Tio
TipoXwpPNHEVOU padbntn va e€etdosl éva Bépa oe peyalitepo Baboc.

e UAKd: TLY. N TIAPOXH TIEPLOCOTEPWV ETIIAOYWV £KPpacnc (Snuioupyia poag
Mapaotaong KoukAoBéatpou, ypadn evog ypapuuatog i lwypadikn, K.d.).

o uadnotako reptBaAiov: T.X. n mPOPAen evog xwpou Omou oL pabntég Ba
UIopouV va gpydlovtal povol Kal nouxa xwplc Slaomaoels i avtibeta
epyalovtal cuMoyIKA (ouvepyatiky padnon).

H ¢doocodia tng dtadopomolnpuévng dtdackaiiag kal oL apyxEG Tou KaboAlkou
Ixeblaopou ylwa tn Mabnon (Universal Design for Learning, UDL) (CAST, 2018) eival
oAANAévdeTeg. Ol apyéc Tou KaBoAlkoU IxeStaopou yia t Mabnon dtopopdpwbnkav pe
Baon eupnuata amo T MEAETN TOUu eykepAAou Kal avamtuéng Ttwv Taldlou,
dUGCLOAOYIKAC, YVWOTIKNAG Kal YPuxokowwvikng (CAST, 20180 Shaffer & Kipp, 2014). Tpelg
elvol oL OKOYEVELEG VEUPWVIKWY SIKTUWV Tou Sladpapatilouv mpwTtapxtkd poAo otn
paBnon: ta Siktua TG avayvwpLong, tTa SikTtua TNG oTPATNYLKAG KOL TA cuUVALoONLOTLIKA
Siktua. Ta Siktua TNG avayvwpLlong oxXeTlovial PE To «T» NG Hadnong, dnAadn tnv
napoucioon TOu TePLEXOUEVOU ME TOKIAoug Tpdmoug, ta Siktua TNG OTPATNYLKAG
avadEpovtal 0To «we», SNAadn Tov TPOTO UE TOV OMoio oL pabntég ekppalovtal Kot Ta
ouvaloOnpatika diktua cuvdEovtal Pe TO «yLaTi» TG Habnong, SnAadn, tn dnuoupyia
kot tTn Statpnon kwhAtpwv (Hall et al., 2012). AauBdvovtag uroyn oOtL KaBe pabntig
elval povadikog kal mapouctdlel afloonpeiwteg SLopopeG oTOV TPOMO HE TOV OTMoio
TIPAKLVELTAL VO CUPUETEXEL OE PLa padnolok Spaoctnplotnta f va avtthapfAavetol Kat
va Katavoei mAnpodopieg, va mhonyeital o éva neptBarov pabnong kat va ekdpalet
QUTO Tou yvwpllel, 0dNyoUUOOTE OTO CUUMEPACUA OTL OEV UTIAPXEL MOVO €va HECO
napouaoiaong/avanapdotacnc (representation), €xppaacnc¢ (expression), evepyntikrg
ouuuetoxn¢ (engagement) kat aétoAdynonc (assessment) mou va Bewpeital To KAAUTEPO
yla 6Aoug toug padnteg (CAST, 2018). O KaBoAwkog Zxedlaopog yia t Mabnon Sivel
éudaon otn Sadopornoinon kat tn duvatotnta kabe pabntr va £xeL mpdoPaocn oe
rmAnpodopieg pe SLopopeTkolC TPOTIOUC, HECW EVOG GUVOAOU TeEXVOAOYLWYV, P ndLlakwy
KOlL 1N, £TOL WOTE Vo Umopel va paBaivel pe tov KaAUTtepo SuvaTto TPOMO yla autov (Bray
& Mcclaskey, 20130 CAST, 20180 Meyer et al., 2014) (Ewkova 1).
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Napadootakn Sidaokalio E§atopkeupévn Si6aokalio KaBoAkdg Ixediaopog yia tn Maénon
Tpomomnownpévn pabnotakn eumelpio
T(POCOPUOCHEV OTLG ATOULKEG AVAYKEG KABE
padntr

AUETEBANTN, oTatikh padnolakn
EUMELPia TIOU UTIOBETEL OTL KABE padntrg
EXELTLG (OLEG avAyKES

EUEAKTN paBnoLakr eunelpia ou
urooyileL tv nowk\opopdia tou
uaBntikov mMAnBuopol

Ewova 1

Ao v napadooiakn dibaokalia atov KadoAiko Sxediaoud yia tn Madnon
(mtnyn:"Implementing Universal Design for Learning on Canvas" by Moore, 2017)

MNa tn ouveknaidevon, Bepélog AiBog tng omoiag eival £va oxolelo xwpig
OTMOKAELOPOUC Kol SlaxwpLlopoug, ol péBodol SidaokaAiag kabiotavrtal mo meplmAoKEC,
KaBw¢ kaBe pabntng, Ke f xwpic avamnpla, €xel povadiko mpodil kat pubud pabnong.
OL ekmaibevutikol oxedlalouv TO TEPLEXOUEVO KAl TOV TPOMO SLdackoAiag Toug
gotidlovtag ota eviladEépovta, Toug HabnolakoUg oToXouG, TNV TPO0SO KAl TIC AVAYKEC
KOs pabntn fexwplotd, akoAoubwvtag Tig apxEg g Atadopomotnuévng AtdaokaAiog
Kal Tou KaBoAwoU ZxebSlaopou yiwa tTn Mdabnon (Ontario Ministry of Education, 2013)
(Ewova 2). e pa dtadopomolnpévn TAEn, o eKMALSEUTIKOG £XeL SLadOPOTOLOEL EK TWV
TIPOTEPWV TO TIEPLEXOLEVO KOL OL LOONTEG CUMUETEXOUV OE SLadOPETIKEG OUASES. KavEévag
TPOMog epyaciog 6 Bewpeital «elSIKOG» KoL £TOL KAVEVAC Habntn¢ 6e otypatiletal,
okOua kat av €xel EEA (MavteAltddou, 2008). OL mepLoooTEPOL EKTIALSEUTIKOL, WOTOCO,
SnAwvouv otL evw B€Aouv va Sladopomololy To TEPLEXOUEVO TWV HABNUATWY TOUC Kal
avtihappavovtol t ocupBoAr TG texvoloylag otnv avamtuén Tou TIEPLEXOUEVOU,
avnouyouv yla tn dlaxeiplon tng taéng, mElovral amod Ty avaykn va kaAuouv covioua
€va eupu daopa UANG, ev €Xouv Tov owaoTd €EOMALOUO KaL TNV KATAAANAN TEXVoyvwaola
(Tomlinson et al., 2003). AKOUN Kol OTOV UITOPOUV VA XPNOLUOTIOLIC0oUVY TNV Texvoloyia,
urnootnpilouv Ot elval pa Samoavnpn Stadikaocia TGoo0 o XpOvo OCO Kol OE XprUo
(Hobgood & Ormsby, 20110 Subban, 2006). Ta teAeutaia xpovia, yLot TNV AVTLLETWITLON
QUTWV TWV TPoBANUAaTwWY, n S1eBvic épeuva avadépetal otnv Eumvn ekmaideuon (smart
education), n omola eivol plo Kawotopog moadaywylky tdon mou Paociletal otnv
TEXVOAOYLA KO TLG TIPOOLTECG EEUTIVEC OUOKEUVEC, SLABECIEG OE OMOLOVONTIOTE, £TOLUEG VO
xpnotuomnolnBouv onoudnmote kal onotedinote (Daniela, 20190 Kaimara & Deliyannis,
20190 Zhu et al., 2016). Mavtote, kaBe AvOpwmog HABaLVE e TOoV SIKO TOU LOVASIKO
puUBUO Kal pe MowKiAoug Tpomouc. AuTo mou €xel aMAGEeL Pe TNV €AEVON TNG CUVEXWG
e€elloodpevng Pnodlakng texvoloylag, Tng ovopalduevng «texvoloyia atyung», eivat otl
yla mpwtn $opd £XOUUE TN duvVATOTNTA VA CUVAVTAOOUUE KABe pabnt Omou KL av
Bploketal, €lte yvwoTkA eite YWPLKA Kol vo Tov SL6AE0UE e T MECA TIOU OQUTOG
paBaivel kalutepa (Bray & Mcclaskey, 2013). Méow tng texvoloyiag SleukoAUVETAL N
otpodr amod TG €CATOUIKEUUEVEC OTPATNYIKEC OTIC TUO TIPOCWTIOTOLNUEVEG, yla TN
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BéAtiotn paBnolakn eumelpia yia 0Aloug, wote and to “No Child Left Behind” va
$0Odoou e oto “Every Student Succeeds”?.

MadoponompEvn ASaokahic KaBoAwdg IyeSraopog yia ) Mabénon

0 N Apxeg Aadpoponoinpévng Mbaokahiag

* Aixaun xprion > .
o KatGAAnka oxed S0 WEPIBOAD . M@mmmn{mﬁxaﬂfw
* Eveligia

* AmAotnTa

» Awrpoponoinpévn Sradikaoio
* AwrpoponouEVE UAIKG
» AwrdpoponounpEvo pabnowaxo

X : neptPariov

* MoAAaA@ PE0O QVaIapPaoTaoTg

Ewova 2

2xeblaouoc Suveknaibevong
(rtnyn: mpooappocpévo and Ontario Ministry of Education, 2013, 0. 12)

To Ynoupyeio Mawdeiag twv HMNA (US Department of Education, 2010) 6pLos tnv
TPOCWTIOTIOLNUEVN HABNon w¢ TtV Tpomomnoinon tou puBupol tng SlbaokaAiog
(e€atopikevon), mpooapuolovtdag tnv (Sadopomoinon) Kot cuvSEOVTAG TV HE Ta
evlladépovta Kal TIC EUTELPIEC TOU paBnTh. O CUYKEKPLUEVOG OpLOUOG Selyvel OTL n
npoowmnornoinon eivat suputepn amd TNV efatopikeuon TNV omnoia wotdoo,
oupumneplhapBavel, KabBwc oL pabnolakoi oToxoL, To MEPLEXOUEVO, N LEBOSOG Kal 0 pUBUOG
UopoUuv va otkilouv, mapéxovtog otov padntr évav Babud mAoyn OXETIKA LIE TO T,
TO TOTE, TO TOU Kal To we pobaivel. Tnv tehevtaia Sekaetia, n tayxeia nmpdodog oe
TEXVOAOYLKEG TTAATPOPHEG, CUOKEUEG Kal PndLakO TEPLEXOLEVO EMETPEYPE TNV EVPUTEPN
ebopuoyn ™G Mpoowmnonolnuévng uabnong (Huang et al.,, 20120 National Forum on
Education Statistics, 2019) Ot £€umveg KIVNTEC CUOKEUECG, oL omoleg eival shadplec,
dopNnTEG KL EUXPNOTEG, XAPN OTLG 000vVEG adng elval XprOLUEG oTNV ekmaideuon, Kabwg
umootnpilouv TV mapoxn Kot Snuloupyia eKMALSEUTIKOU TIEPLEXOUEVOU KOL ETILTPETIOUY

1 0L ekdpdoetg “No Child Left Behind” (NCLB) (o eAelBepn petddpaon: kavéva madi va pn peivet
niow) kot “Every Student Succeeds Act” (ESSA) (oe eAelBepn petddpoon: kabe padntrg
netuyaivel) eivat vopoL tou Yroupyeiou Natdeiog twv HNA. O Nopog “No Child Left Behind” (NCLB)
Atav og Loy amo to 2002 péxpt to 2015 kat avrikataotddnke amd to Nopo “Every Student
Succeeds Act” (ESSA) to 2015.
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OTNV EKTIALOEUTIKI KOWVOTNTA VA ETILKOWWVEL Kal va £xel mpdoPBacn otnv mAnpodopia.
AOYW TOU CUVEXWE LELOUUEVOU KOGTOUG, TNG AELTOUPYLKOTNTAC, TOU UIKPOU peyEBouc Kal
KOTA OUuVEMela TNG $opnTdTNTAG TOUG, OL KWVNTEC OUOKEUEG OLEUKOAUVOUV ThV
OnPOOKOTITN LABNoN 1 AUTO MOV £XEL OVOUOOTEL «OTIOUSNTIOTE, OMOTESATIOTE UABnon»
(anywhere, anytime learning) (Clarke & Svanaes, 20150 Fokides, 2018) kat mpoTLpwvToL
and toug PpopnTolG N Toug emitpanélloug umoAoyloteg (Van Thienen et al.,, 2015). Ta
tablets avtimpoowmnelouy, emniong, évav xwpo Puyaywyiag, eAsuBepiag kot anddpacng
armd Tov «KOopo Twv evnAikwv» (Dias et al., 2016). pepa, to mepLocotepa moLdLd,
oveEaptnTa oo To av €xouv 1 0xL EEA, eival e€olkelwpéva pe tnv Pndlakn texvoroyia,
Ta epyaleia Kal TIg epapuoyEg TG, aflomololv oxedov OAeC TG SUVOTOTNTEG TOU
TIPEXOVTAL aTO TIC KIVNTEG CUOKEUEC KOONUepwvd, pe éva moAl uPnAd mocootd va
SLaB£TeL TN SLKA TOU KLYNTA CUOKEURZ. TNV TUTILKA eKmaideuon, T000 YECO 0T OXOALKN
Taén 600 Kol ota atuma meptfariovta pabnong onwg eival Ta pouoeia, Ta BeUATIKA
TAPKA, Ta TEPLBAANOVTIKA [OVOTIATLA, K.4., N SLéaokaAia TwV HadnTwy Ue TG SIKEC TOUG
OUOKEUEC elval eAKUOTIKN, TOPEXEL KivnTpa Kol SLEUKOAUVEL T Cuvepyaoia Kal Tnv
erukowwvia petafl twv cuvounAikwy (Kaipdpa et al., 20180 van’t Hooft, 2008). Ot
OUOKEVEC TWV (Slwv Twv pHadntwy pmopolv va aflomotnBouv, cUudwva LE TNV TIOALTIKA
BYOD (Bring Your Own Device)3. Auto mou €xel, iowg, peyaAUtepn onuaocia eival va
EKUETAAMEUTOUE TIG SUVATOTNTEG TWV HLKPWY QUTWY UTIOAOYLOTWVY TOETNG TIOPEXOVTAG
€va KaAQ OXeSLOOUEVO EKTTOLOEUTIKO TIEPLEXOMEVO YLOL TOUCG HaBNnTEG Kal AapBavovtog
TIavta uToyn Tov Kwdika deovioAoylag, Toug KAVOVEC Kal TIC odnyleg xpriong Toug ya
v aoddlela twv padntwv (Kaimara et al., 20190 Prensky, 2005). H ouvepyatikn
pAabnon elval éva SUoKoAo eyxelpnua Katd tn Slapkela evog padripatog mou Sie€dyetal
HE emuTpamélloug UTIOAOYLOTEG. OL pabntég mou epyalovtol e  SLadopeTikolg
uTtoAoyLotEg Sev aAAnAemid polv eUKOAQ TTOPA TO YEYOVOC OTL KaBovtal SimAa o €vag otov
GAAo. AvtiBeta, n XPAON KLWWNTWV CUOKEUWV UTIOOXETOL VEEC €UKOLPLEC Yyl MLl TIOAU
evlladépouvoa Sladpactiky padnoloky eumelpia. Mia tétola eumelpla PEATLWVEL T
OUVEPYATIKN Ladnon adou oL pabntég unopouv va kabicouv pall kal va €xouv emadn).
Otav oL padntég epyalovral oe €va KOWO OTPOYYUAO TPamEl, O METAEU TOUG XWPOS
€VIOXVEL TN KN AEKTIKA ETUKOWWVIA, PE MOTLEG KOL XELPOVOUIEG, OKOUN Kal ayylyuota.
AUTEC oL Slemadég emuTpEMouV og HaBnTEG Kat ekmatdeutikolg va BAEmouy o évag Tov
GAAov, pall PE Ta ELKOVIKA OVTIKEIPEVA, SLEUKOAUVOVTOC TNV MPOCWTO UE TPOCWIIO
ermukowwvia (Billinghurst et al., 20020 Henrysson et al.,, 2007). H onuavtikn auth

2310 Hvwpévo Baoilelo, to 2019, t0 89% Twv MaSLwv Avw Twv 8 £TWV Kateixav smartphone.
Mnyn:  Statista, 2020.  https://www.statista.com/statistics/912577/children-smartphone-
ownership-uk/#statisticContainer

Jtnv IpAavdia, to 2018, nepimou to 92% Twv Madlwy nAkiag LeTaty oktw kat 13 etwv SiéBetav
pLa £€umvn OUOKEUN. Mnyn: Etiowa avadopd Cyber Safe Ireland.
https://cybersafeireland.org/media/1300/csi_annual report 2018 w.pdf

Ytnv EAAGSq, yla to 2017, oL UGKEUEC TpoOoBacng Twv matdlwy nAtkiag 5-12 etwv oto Aladiktuo
elval to tablet/ipad (35,4%), To smartphone (27,8%) kat to laptop (23,7%). To 20% Twv TadLwv
nAkiog 6-12 etwv S1€Bete KvnTtd thAédwvo (Focus Bari, 2017). Mnyn: Z0vdeopog Emxelpioswy
MAnpodopLkng & EMKoWwviwv EMadag. http://www.sepe.gr/gr/research-
studies/article/10241144/stis-31-ores-i-mesi-imerisia-hrisi-tou-diadiktuou-stin-ellada/

3 H moAwtikr) BYOD (dépte tn 81k 0ag cuokeun) otnv eknaidsuon xpnotpomnoleital cuvAbwg yla
VOl ETUTPATEL OTOUG HAONTEC KOL OTO TPOOWTILKO Vol GEPOUV TIPOOWTTIIKEG KLVNTEC OUOKEUEC
(dopnTouc umoloylotég, netbook, tablet, smartphones k.Am.) og ekmaldeutikd &pLpOTA WOTE va
€xouv nmpooPaocn os mAnpodopleg, ebpapUoyEC Kat urtnpeoieg (Attewell, 2015, 2017).
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OUMBOAN TWV KLVNTWV CUCKEVWV €lval EEQLPETLKA XPprOLLN OTOV TOMEQ TNG EKMALOEVONG
aTOpwVY Pe EEA kat blaitepa Twv pabntwy pe dlatapaxeg oto Ao TOU QUTLOMOoU, oL
omolol avtlpetwrilouv SUCKOALEC otnv omtik emadn Kol oto ayywypa. O Kwntég
OUOKEUEC UmopolV va umootnpifouv TOOO TNV OTOWULK) OGO KOl TNV KOWWVLKNA
olkoSounon NG yvwong Slvovtag oToug HabnTtég TV VKaLPLa YLa LEYOAUTEPO EAEYXO TNG
pabnong toug (Deliyannis & Kaimara, 2019). OuL ekmaldeutikol Mmopouv va
Sltadopormololv To mapexouevo Pndlako ekmaldeuTikod UALKO Aappavovtag unodn Tto
eninedo etolpotnTag, ta svdladépovta kal to podnotakd mpodih. Ot teXVOAOyLeg
yivovtal oAogva Kal TiLo LoYUPEC, TILo GOPNTEG, TLO SLOOESOUEVEG, TILO TIPOCOPUOCTLKEG
Kol Alyotepo akplPeg (Spector, 2016). Mua té€tola texvoloyia elval kal n texvoloyia tng
Enauénuévng Mpaypatikdotntag (Augmented Reality, AR).

MNoawbdaywyikn Aélonoinon tng Emavénuévng Mpoyuatikotntag

H AR w¢ avaduopevn Sladpactikr texvoloyla EMITPEMEL TRV AvaATIAPAYWYNH
TANPOGOPLWV  OTMELKOVIONG, OL Omole¢ Onuoupyolvtal amd UTOAOYLOTH  Kal
ocuuneplappavouv Aemtopepeic mMAnpodopieg oXeTIkA pe tomoBeoieg, ekONAWOELC N
6paotnNpLOTNTEG amd TOV TPAYUOTIKO KOOMO, cuvSudalovtag nYXoug, €LKOVeg, Pivteo,
KLVOU LEVA OXESLOL KL CUYXWVEUOH ELKOVLKWY KL TIPAYHUATIKWY OVTLIKELHEVWY (Ke & Hsu,
20150 Kidd & Crompton, 2016). H avakd@Aun Twv MAnNpodopLwV MPAYLATOMOLETAL e
KLVNTEC OUOKEVEC HEOW ELOIKWV avayvwpLoTIKwV (triggers), eite QR Code (quick response
code - kwbKag ypriyopns avtamnokpong) (Ewkova 3) eite pwrtoypadlwy, €LKOVWVY Kal
OUUBOAWV. O XprotnG oToXeVEL PE TNV KAUEPO TNG CUCKEUNG TMAVW OTO OVAYVWPLOTIKO
Kal apéowg avaduetal n mAnpodopia wg emikadAun (overlay) mou éxel cuvdeBel pe autd
TO OVAYVWPLOTLKO.

1A

Ewkova 3
Ynodelypa QR Code
Mnyn: inarts, 20204

H AR eival pua Slaitepa emwdeAng emdoyn yla ekmaldeutikd meplBaAiovra
KaBw¢ cuvOUATEL KOl EVOWHATWVEL TTOAAEG aTto TLG apyxEC Tou KaBoAlkoU IxeSlaopou yla
™ Mabnon (Mcmahon, 20140 Quintero et al., 2019; Wehmeyer, 2006). H apxn tng
TOAAOTANG avarrapdaotaong anoSelKVUETAL UE TNV MOPOUCLOON Tou Teplexopévou AR
TOOO OKOUOTIKA OCO0 KoL OMTIKA. XTNV apxn tng Spaacnc Kol tneg Ekppacnc Baoiletal n
duvatotnta ¢ Guolkng aMnAemidpaonG Twv HABNTWV LE TIC CUOKEUEG Kal TO
nieptBaAAov evw avalntouv mAnpodopieg. H apxn tng evepynTikic CUUUETOXHC (EUTAOKD)
OXETLETAL PUE TNV ATIOTEAECHATIKOTNTA TwV £Papuoywv TN AR yla BeAtiotonoinon tng
ouvadelag Kat tTng aubevtikotnTac Tou meplexopévou (Mcmahon, 2014). O Quintero kalt
oL ouvepydtec tou (2019) katéAnav oto CUPMEPACUO OTL HETAED TWV PEYOAUTEPWY

4 https://avarts.ionio.gr/gr/news/13270/
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TIAEOVEKTNUATWY Twv edappoywv AR eival n BeAtiwon tou emumedou Katavonong Kat
TPOoOXNG, Wolaitepa oe pabNnTEG pe EEA, n pelwon Twv OMTIKWY, AKOUCTIKWY I} KLVNTIKWV
eunobiwv, n avavopevn avayvwplon Twv ekPpACEWY Kal TWV ouvalobnuatwy, n
pelwon Twv mpofAnUATWY avayvwong Kat n mpoodog os Bpata Aefloyiou, n UKOAN
npooPacn oe mAnpodopieg, N BeAtiwon tnNg MAONYNONG KoL TNE EMLKOLVWVIOC KOl OXETIKA
L€ TOUG EKTIALSEUTLKOUC, N Lelwaon Tou Ppoptou epyaciag Touc.

H AR mapéxeL oToug HaBntég TN SUVOTOTNTA VO CUMUETEXOUV O EKTTALOEUTIKEG
6paoTNPLOTNTEC TTOU €XOUV LOTOPLKA amodelyxBel otL eival L&laitepa MPOKANTIKES, KOBwWC
propel va eival YpovoAoyLkad Kol YWPLKA OMOUOKPUOUEVEC OO TOV TPAYUATIKO KOGUO,
QUAEG 1 akoun kot erukivduves. Eival dlaitepa katdAMnAn yia ™ Sidaokalia
nieplmAokwy N adnPNUEVWY EVVOLWV KOL ylo TNV TOPOUCLACN OVIIKELUEVWY KOl
TomoBeolwv mou oL pabntég dev pmopouv va douv ) va entokedBouv. Aflomoleital oe
pobnuata, 6mwe n otopia, n puatkn, n Blodoyia, n xnueia, n yewypadia, n actpovouia
KOl N HOUOoLKA, KaBwe emiong Kal otnv avadelén tng MOALTIOTIKAG KAnpovouag (Lee,
201200 Rovithis et al., 2019 Yuen et al, 2011). H AR texvoloyia avayvwpilel Kot
apouolalel MAnPodopLleC OTOUC XPROTEC, evioxUovtag Tnv alnAsenidpacn, tn duoikn
EUMELpla KOl TO €UEALKTO TepLBaldov. Ie avtiBeon pe TNV TEXVOAOYIA TNG ELKOVIKAG
npaypatikotntoag (VR), n onola pnopel va amopovwveL Toug XproTeg, N AR TOUG EMLTPETEL
va BAEMOUV TOV MPAYUOTIKO KOGUO TOUTOXPOVO HE TOV £LKOVIKO (Zhou et al., 2008). H
nadaywylkn aflomoinon twv duvatotitwyv tng AR SleUuKoAUVEL TNV KaTOvVONnon, TNV
eniAvon mpoBAnUATWY, evioxVEeL TN Snuoupykn okéPn kat ta kivntpa (Yilmaz & Goktas,
2017). To eKMOLSEUTIKO TEPLEXOUEVO TIOU QVANMTUCOCETAL HE TNV AR €VIACOETAL OTO
YEVIKOTEPO MAALOLO TNG EKTTALSEUTLKNA G TEXVOAOYLAC, UmOopEl va TapoTpUVEL TOUG HaBNTEC
va evlladepBbolv yla T pABnon TOUg, WOTOCO TPEMEL va TANPOL GUYKEKPLUEVA
XQPOAKTNPLOTIKA oV WVA LE TO LOVTEAD TwV KIvATPpwVv ARCS-V (Keller, 2016). To povtého
ARCS-V, to omoio eival to okpwvUulo Tpocoyr (attention), cuvdadela (relevance),
avtonemnoi®non (confidence), wavomoinon (satisfaction) «kalL autoppuBuion
(volition/self-regulation), mapéxet ™ Pdon yia Tov OXeSLACUO OMOLOUSATIOTE
ekmalSeuTIKOU TeplEXOMEVOU. o va evepyomownBel n mpoooyn Twv pobntwv, ot
EKTIALOEUTIKEG edOpUOYEC XpeLAleTal va TpokaAoUV EkMANEn, meplépyela, apdiBolia,
oKkoOpa kot duoriotia. To TePLEXOUEVO TIPETEL VAL EXEL CUVAQELA UE TOUG OTOXOUC TWV
HoBONTWV Kal To EMIMESO €TOLUOTNTAC TOUG OUTWE WOTE VA TOVWVETAL N QUTOMENOIBNoN
Tou¢. H automenoifnon twv padntwv evduvapwvetal yloti aglomololvtal eUXpnoTES
OUOKEUEG WE TIC omoleg eival blaitepa efolkelwpévol. H kavomoinon twv pabntwv
avadEpeTal oTIg TPOcSOKIiEG TOUG OXETIKA LE TO ATOTEAECUA TWV TIPOOTIABELWY TOUG, N
omnola obnyel otnv autoppuduian, dnladn otnv embupia Toug va mapakolouBbouv, va
KOTEUOUVOULV KoL va puBLII{OUV TIC EVEPYELEG TOUG Lo TNV ETITEVEN TWV OTOXWV TOUC.

H AR texvoloyia £xeL xpnolponolnBei oe TTOAAEG eKTIALSEUTLKEG SPACTNPLOTNTEG
Kall UALKG, omwg eivat ta BipAia AR, ta rtayvidia AR, ol §pactnplotnteg avakaludng, ta
Ty vidla Kpuppuévou Bnoaupou, n HOVIEAOTIOINON TWV QVIIKEWWEVWY, N KAALEPYELQ
de€lotntwy, Kk.a. (Yuen et al., 2011). AvtimpoowneuTtikd mapadeiypata AR edappoywv
OUVOVTWVTOL Ot pouoeia Kal apyatoloylkoug xwpou¢ (Deliyannis & Papadopoulou,
20170 Deliyannis & Papaioannou, 2014, 2015, 20170 Poulimenou et al., 2018:
Poulimenou et al., 2018). Z& aqUTOUG TOUG XWPOUC, OL TIEPLNYNTEC KAl EV TIPOKELUEVW OL
HoONTEC He ToUC EKMALSEUTIKOUE TOUG, avaKaAUTTouv mAnpodopieg Kal evOEXETAL, ELOIKA
OTOV TOUG EMLOKEMTOVTAL YL TTPWTN dopd, va Knv eivat uroPLacpévol OtL Ba eUmAaKoUy
oe o Stadlkaocla «CUUTTWHATIKAG pabnong» (incidental learning), 6nAadn puog
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pabnong mou dev ival mpoypappatiopévn f eivat akouaota (Kelly, 20120 Marsick et al.,
2013). OL ETUOKETTEG UITOPOUV va avakaAUouv mpocBeteg mAnpodopieg, akoUn Kal va
T(POOBECOUV TLC SLKEC TOUG KOl £TOL VA LETATPOTTOUV ATt AMAOL ETILOKETITEG 0€ OXESLAOTEC
npolovtwv (Deliyannis & Kaimara, 2019). Ot KWvnNTEG CUOKEUEG Kal ol £PApPLOYEG TIOU
Baoilovtal o AR texvohoyiec umootnpilouv Tov OXeSLAOUO VEWV KAl KALVOTOUWY
pabnolakwy mepParloviwy wbwvtag tn BLWHATLK LABNon og VEEG SLACTAOELG LLE TILO
QUOEVTIKEG EUMELPLEG, OL OTIOLEG EVIOYUOUV Ta LABNOLOKA anmoTteAéopaTta, Ta KivnTpa Kat
TNV EVEPYNTLKN CUUUETOXI, TOV TELPAUATIONO, TNV KPLTIKY OKEYPN, TN SnULoupyLKOTNTA
Kol tn davrtacia Twv MHadnTwv Kol EMopévVwe SleukoAUvouv Tt paBnolakn
anoteAeopatikotnta (Kye & Kim, 20080 Yilmaz & Goktas, 2017- Vasilevski & Birt, 2020).
Ol paBntég pmopoulv va avaAdBouv Tov poAo Tou GXESLOOTH ) KAl TOU EKTALSEUTA Kal
HEow TNG evaAAayng Twv poAwv UulomololvTtal oL opxeG tng Sladopomolnpuévng
TS Ay WYLKAG OoTNV TPAEN.

Ocov adopd tnv madaywykn afio twv epappoywv Tng AR otov Xwpo TG eL8IKAG
QYWYNAG Kal ekmaidevong, av Kat Bacilovrtal Tig apxég Tou KaboAwoU Ixedlacuol yla tn
MaBnaon, €xouv dnuocteutel Alyeg peAéteg mou meplhapPavouv pabnteg pe avamnnpleg,
OLTIEPLOCOTEPEC A0 TLG OTIOLECG £XOUV TTpaypatonolnBei oto mAaiolo Ttng cuveknaidevong
(Mcmahon, 20140 Quintero et al., 2019- Walker et al., 2017). O Quintero kal ot
ouvepydteg tou (2019) katd tn BLPAoypadiki avaokonnon 50 pehetwv petat 2008 kot
2018 yia ) xprion tng AR o meptBaiAovta cuveknaldeuong KATeANEaV 0To CUUMEPOOUA
OTL HETOEY TWV HEYAAUTEPWY TTAEOVEKTNUATWY TwV edapuoywv AR eival n feAtiwon tou
ETUWMESOU KATAVONONG KAl TIPOCOXHG Ao Toug Hadnteg pe EEA, n peiwon twv omtikwy,
OKOUOTIKWV 1 KWNTIKWV eumodiwv, n avfavopevn avayvwplon tng £kppaocns twv
ouvaloOnuatwy, n Helwon Twv TPOPANUATWY avayvwaong, n mpoodo¢ os Bfpata
Ae€lhoylou, n sukoAia mpooBacnc oe mAnpodopleg, N BeAtiwon tng MAonynong Kat tng
ETUKOWWVIAG. ZXETIKA HME TOuG ekmoldeuTikoU¢ Slamotwbnke peiwon tou ¢optou
epyaciog touc. Qotdoo, oL gpeuvnTég Bewpnoav OtL to péyebog tou Seiypatog twv
peAeTtwy, ouvnBwe o £wg Tpla atopa ) €peuveg pe Selypa éva dtouo (single-subject
sample) Atav évag onuavtikog pebodoAoyikdg meploplopog. Me Baon tn BLBAoypadikn
OVOOKOTINGT| TOUG CUUMEPALVOV OTL QTTOLTELTAL TIEPALTEPW EPEUVA CXETIKA LE TN XPNon
™G AR yla TNV powBnon ekmalSeuUTIKWY osvapiwy oe Ta€ng ouvekmaibeuonc.

Ot Richard, Billaudeau, Richard, kat Gaudin (2007) Sie€yayov pia TELPAUATIK
peAETN pe xpnon AR yiua t Sdaokalia Twv putwv os pabntég pe EEA (autiopd kot
oUvSpopo Down) Kol OCUUMHOBONTEG TUTUKAG avamtuéng Snuotikol oxoAelou.
Mapatrnpnoav OtL ot pabntég pue EEA ntav oAl mio evBouolwdelg 6tav xpnotponotoloav
v edappoyn kat €Sel&av uPnAd kivntpo o cUYKPLON HE TOUG MEPLOCOTEPOUG TUTILKA
OVOTITUGOOUEVOUG GUVOUNAIKOUG. ETUTAEOV, OL HaBNTEG e AUTIOUO Kal cUvEpopo Down
Katadepav va ekdpaoouv BeTIKA ocuvalobnipata otav acxohouvtav Pe TG epappoyEG.
AUTA Ta TPWLUO eupAaTa ATy oAU evBappUVTIKA oTnV ipowBnon tTnNE £PEUVaC OXETIKA
E TLG EKTIALOEUTIKEG EdapLOYEC TNG AR o maudLd pe avamnnplo.

Evéladépov mapouatalouv Kal ol £peUveg Twv Mcmahon Kal Twv CUVEPYATWY
(Mcmahon, 20140 McMahon et al., 2013), oL omoieg emKeVIpWONKAV O HLa TOWKIALL
KaBnuepwvwv Spactnplottwy OnMw¢ eival n avayvwplon tpodwv mou pmopsl va
TipokaA£éoouv aMAepyieg avtidpaoelg kal n mAonynon moAn. H edbapuoyn AR yla tov
eVTOTULOHO TpodLIKwY aAAepYLWV oxeSLAoTNKE Yl va SI8AEeL £EL dolTNTEG MAVETILOTN OV
He vonTikn avannpia. To cupnépacpa ftav otL n edpappoyn Bonbnoe toug poltntég va
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evioTioouv ypryopa Kot pe akpifela av ta tpodLlua ntav achain Kot KATAAAnAa ya
ATOUO LE CUYKEKPLUEVN TpodIK aldepyia. O OKOTOG TNG EPEUVOC YLO TNV TAONYNoN NTav
VO CUYKPLVEL TNV QIMOTEAECUATLKOTNTA TPLWV BonBnUATWY AOYNONG YLt TNV UTIOOTH PLEN
™G ave€aptnTNG MEPLAYNONG TECOAPWY POLTNTWVY LE VONTLKA avamnpia Kol aQUTIOPO o€
AYVWOTEG TIEPLOXEC TNC TIOANC. Ta fonBrpata mou gixav otn §taBeon toug oL dpoLtnNTEG
ATav €vag amlog xaptvog Xaptng, xapteg Google kat pla edpappoyr mhonynong pe AR.
Ta anoteAéopata £6sL€av OTL amd ta tpia fondrpata mAonynong, ol poltntég Bewpnaoay
otL n edappoyn AR ATV MO AMOTEAECUATIKY 0TV aveEApTtnTn MAOHYNON Ao TOV OTAO
XAPTN KoL TN Xprion Twv xaptwv Google.

H texvoloyla AR, av kal amotedel mMAaThOpUa yla [l OAOKANPWHEVN
ToAuaLoBNTNPLOKA TIPOCEYYLON, UTMOPEL, €MLONG, VO E0TIACEL O €va HOVO aLoOntrpLo
ep€Bopa. H évvola tou Audio Augmented Reality (ARA, nxntik emauvénuévn
TPAYUATIKOTNTA) TTEPLYPAPEL aKPLBWE TNV KATAOTAON OTNV Omoia 0 NXOC UMOopPEL va
omopovwOel KaL oL XpHoTteg Umopouv va avtiAndBouv to eptaAiov péow nxou (Rovithis
et al, 2019). Ta cuotfiuato ARA £€xouv edapuootel oe SLddopoug XWPOUG, OMWG
pouoeia, {woAoylkoUG KNTIOUG, TTAPKO, E0TLATOPLA, KOTOOTNUATA, Yla TNV TTAOHYNON Kal
TNV UYELOVOULKA TeEpiBaAYn aAAd KoL OTNV TUTIKN Kol dtuTn ekmaibeuon. Evag moAAa
UTLOOXOUEVOG TOUENG TWV CUCTNUATWY ARA oxetiletal pe MapeUPACELS ELOIKAG AywYNG
KATAAMNAEC yla pabntég pe mpofAnuata 6pacng r tudAwaon. Extdg and ta nmpodavr
od£€An yla toug iSloug Ttoug TuPAoug HaBnTEG OmwG N evioyuon TS XWPLKAG YVwaong, TNG
HUVAUNG, TNC TIPOCOXNG, TNG EUMAOKAG, TWV KWVATPWY, TNG TTAOAYNONG, TNG EUTLOTOOUVNG,
™G euPUBLONG Kat Tng aAAnAemidpaong, ol ebappoyég ARA evioxUouv tTnv amodoxn Ka
TN ouvepyaoia petafd twv cuvopnAikwv (Giannakopoulos et al., 2018).

AN\ec enwdeleic epappoyég AR ameuBuvovtal oe ATopa TOU SEV £XOUV QKON
avamntiéel Se€LoTNTEG avayvwonc, Onwg eival ta maldLd ota vnrmiaywyeia, matdia pe EEA
Kol moudld pe el8kég pabnolakég Suokolieg, omwg SuoAefia, ta omola, emiong,
SduokoAelovtal va Stafacouv. Katd tn Stdackalia eite tng UNTpLKAC eite tng deltepng
YAwooog og apxaploug, mpoodEpovtal MOAAEC SuvaTOTNTEG yLla TNV TOUTomolnon tou
OUMBOAWY KL AXWV, OTO TAAIOLO TNC EKUAONONG VEWV YPOUUATWY Kol Ag€swv. Méow
QUTWV TwV epapUoywyV, oL HaBNTEG UMopoUV va £XoUV MPOSPACH OTO TIEPLEXOUEVO LE
TIOAU EAKUOTLKO TPOTIO AOYWw TNG auénuévng alnAenidpaong, aAAd Kat Tng duvatdtnTag
autokateuBuvopevng nabnong (Deliyannis & Kaimara, 20190 Kaipdpa, AsAnyavvng,
Owovopou et al., 20180 Kaiuapa, 26poAia et al., 2018).

Mapd Toug MEPLOPLOKOUG TWV EPEUVWY, UTIApXOoUV cadelg evdeifelg OTL n Xpron
¢ AR texvoloyiag, T0co ot meplBallovia TUTLKAG 600 Kal ATumng ekmaideuong, £XeLtn
Sduvatotnta va diadopomolel tn Sidaokalia kot va gumAoutilel TIC EUMELPIEG TwWV
pobntwv pe EEA, va mpowBel tn pobntokevtplki pabnon kot va Snuoupyel sukatpleg
yla cuvepyooia HETAEU OUVOUNAIKWY KAl EKMALSEUTIKWY HEOW TWV HKPWV KLVNTWV
ouokeuvwv (Antonioli et al., 20130 Kaimara et al., 20190 Ke & Hsu, 2015).

Moawyvidboroinan tn¢ uadnong

Ta mayvidia eival pia amod tig apxoldtepeg popdec avBpwrivng aAnAenidpoong
(Salen & Zimmerman, 2004) kalt emnpealovtal amno Tl cuvexeic alay£g, Onwg cuppaivel
He OAeg oL avBpwriveg dpaotnplotnteg (MrmipumiAn, 2016). Etol, o évav PndLako Koauo,
Ta moyvidia maipvouv Pndloakn popodn. H pabnon mou Baociletal oto Pndlako matyvist
glval ploe kovotopog popdr Stadpootikol eKmalSeUTIKOU TIEPLEXOUEVOU XAPN OTOV
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oLUVOUOOUO TWV apPXWV TNG HABnong, Tou malxviSlou kal tng texvoloyiag (De Freitas &
Oliver, 20060 Pivec, 2007). To maLxvioL SLEUKOAUVEL TOUG MABNTEG VA ETUTUXOUV TOUG
YVWOTIKOUG OTOXOUG TOUG KOLL LELWVEL TO AyX0G Kot Tov popo tng anotuyiag (Lenakakis et
al., 2018). H kaAUtepn pEBOSOC yLa TNV EKTEAEDN LA EPYAOLOG ELVOL N LETATPOTIA TNG OF
pLo Toyviwsn Spaotnplotnta PECW TWV TEXVIKWV NG matyvidonoinong (gamification)
(Balducci & Grana, 2017). H matyvibomnoinon avadEpetal otn Xprnon OToLXElwV Tou
oxedlaopol Twv maviblwy o pla Spaoctnpldtnta n onola Sev sival malyvidl, wote va
Tapakwvnosl, va oauénost kot va Slatnprosl to evlladépov Twv avBpwnwy Tou
ouppeTéxouv o autrlv  (Deterding et al, 2011). H xprion Twv TEXVIKWV TNG
navidonoinong oe AR edbaployEG afLOTIOLEL TA CUOTOTLKA OTOLYXELA TWV TTALXVLOLWY Kall
OUYKEKPLUEVA TOUC KAWVOVEG, TOUG OTOXOUG, TNV avadpaan, TLG TPokANOEeLg, Tn cUyKpouaoh
KOL TOV avtoywviopo (yla mapadelypa, ta mpoBAnuoata n toug ypidoug mou o
naiktng/pabntng mpoomnabei va emhosl, Sev eival, 6nAadn, amapaitnto va oxetiletal
pe évav avtimalo), Tn Sladpaon, Ta eMTEUYHATA Kal TNV adriynon. L& cuvOUACHO LE Ta
SUVOUIKA XOPOKTNPLOTIKA TWV TEXVOAOYLWV OLXUNG, N Talxvidomoinon Umopel va
METATPEPEL pa amAr edappoyr) O TO €AKUOTLKN, TPOKANTLKN, TOPAKLVNTLIKA Ko
Ayotepo Bapeth (Avykiapng & AgAnyiavvng, 2017 Prensky, 2009). Qotdoo, n slcaywyn
TETOLWV £POpUOYWV O €va ekMALSEUTIKO TiepLBAAAov Sev adopd povo tnv Puyaywyia
oA Kuplwg Tt paBnon. Avtiotola, n eloaywyrn ekMolSEUTIKOU TIEPLEXOUEVOU OF
edpapuoyeg mou potalouv pe malvidia, pe tnv mpoodokia Kal povo va KivntomnotnBolv
oL pabntég, dev gival apketod yla va Bewpnbouv ekmatdeutikég (Gunter et al., 2006). Av
KOl To KlvnTpo TOU evioxuovial amd tnv maiyvidomoinon eival éva kaAd onpueio
€KKIVNONG, QUTEG OL EPOPLOYEC TIPETIEL VAL EVOWATWVOUV TLE APXEG TNG TTALSAYWYLKAC KOl
NG eKMaLdeUTIKN G peBodoloyiag.

H mawvidomnoinon sivatl pa AéEn mou €xeL ylvel cUVWVUUN UE TG OVTAROLBEC,
KOBWC Ta TTEPLOCOTEPO CUCTALATA TIOLXVLOLWY ETUKEVTPWVOVTAL OTNV IPOCOI KN TOVIWY,
erunédwy, BaBpoAoylKwy TIVAKWY, EMTEVYUATWY N onuatwy, K.A&. (Nicholson, 2015). Ot
OVTOMOLBEC HEoa O Lo ToLyviwsn SpaotnploTnTa UMOPEL va TIPOCEYYLOTEL KOl Ao TIg
SU0 pPEeYAAeC BewpPNTIKEG MPOOEYYIOELS TG UABNONG Tou cuumePLPOPLOUOU Kol TOU
ETIOLKOSOULOMOU. TN HEV TPWTN TIPOCEYYLON, OL OVTOHUOLBEC LEAETWVTAL UTIO TN HopdN
evioxloswv, otn 6eltepn oto mAailoo tn¢ Yuxoloyiog Twv KwATpwy. Katd tov
ouunepLdoplopno to Intoluevo sival va BpeBouv Ta cwotd eEwTePIKA epebiopata Kal n
KOTAAANAN Xprion BeTIKWwY Kal apvNTIKWV eVIOXVUOEWVY, SNAadH avtapolBwy eVOANAKTIKA
ME TLLWPLEG, Yla va emiteuBel n emlBupnth cupnepidpopd (Kaimara & Deliyannis, 20190
Skinner, 2003).

e pa malyviwdn dpaoctnplotnta oL BeTKEC evioyUoelg petadpalovtal, yla
napddelypo w¢ PBpaPeia, movrol, onpata KA. Tou Kepdilovtal ) aviiotoya wg
OPVNTIKEG O XpOvoG Kal ol {wég mou xavovial. Mia GAAn ouvelodopd ToU
oupumnepldoplopol sival ta Aoylopikd kaBodnynong r ekpabnong (tutorials) (Ztullapadg
& Anpou, 2015). Ta tutorials ivouv mAnpodopieg oxeTikéG pe Tn Sladikacio mou odnyet
oth owoth aavtnon 1 Stadpoprn. Edv o otoxog pLag edpappoyng ivat n Stéaokaiio pLog
de€lotntag, n omola €xel aflo oTov MpaypHATIKO KOGUO, N avtapolpr mou Baciletal otnv
niavidomnoinon pmopst va eival amoteAsopatikn. Katd t Stadikaoia ekpuddnong g
6eflotntac o pabntng avrtapeifetol Kol otn OuvEXEla, OTav £GAPUOCEL AUTAV TN
Se€LotnTa oTNV MPAEN o€ MPAYHUATIKEC CUVONRKEG TOTE, avayvwpilel Tnv afla tng. Eta, ot
eruBpapevoelg 6 Ba xpelalovral mAfov, kKaBw¢ o pabntng Ba cuveyiosl va aokel autn
™ Se€loTNTa yla To Tipaypatikd 0delog kal oL yla tnv avtapolry. Qotdco, o kivéuvoc
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0c OX£€on ME TG aviapolBég espdaviletal otav o otoxog eival va dnuioupynbdet
pHoKpompOBeopun alkayn otn cupnepldpopd tou padnth. Avil va xpnotpomnoinBolv ta
Sopka otoxelo Twv TavdLwY yla va aufénBolv ta £€wTeEplKA KivnTpa HECW
ovtapolBwy, ol oXeSLOOTEG TalyVIOLWY UIMopoUV va Ta XPNOLUOTOLCouV yla va
auénoouv Ta ecwtepLko Kivntpa. OL avtapolBEg Ba mpémel va avtikataotabouv ypriyopo
LE TILO OUGCLOOTIKA OTolXElD, OMwG elval n adnynon, n mAokn, n ekeubepla emhoyng
Sladpopwy yla e€epelivnon, SpaotnpLloOTNTEC OV €ival oL iBLeg Eva HIkpo mayvidt (mini-
games) Kall oL EUKALPLEG yLa T(POBANUATIOUO.

Auth n Stadikaoia elval yvwotn wg matyvidomnoilnon pe vonua yla Tov maikTn
oAwG ouolaotiky Tavidonoinon (meaningful gamification). e eknmaldeutika
nieplBAAAOVTQ, N OUCLOOTIKN TaLyvidomoinon eival po HaBnTtokeVIpLIKA TPOCEYYLon, N
Omola EVOWHATWVEL TA OTOLXELX TOU OYXESLAGUOU TWV TOLXVLISLWV TIPOKELUEVOU OL LaBNTEG
va avantuéouv sowtepka kivntpa (Nicholson, 2012, o. 5). O 0poG «OUGLAOTLKA»
(meaningful) Baoiletal oto PoVTEAO TNG K UETACXNMATIOTIKNAG HABnong» tou Mezirow,
KOTA TNV omoia n ouclaoTikn Snuloupyla mpokUmtel and t ovvdeon pe tn {wr Tou
poOnTr, mMap£XOVTAC TOU TOLKIALO € UTIELPLWV KOL TPOTIWV CUUUETOXNG (Mezirow, 1997). O
otoxoc ival va avénBouv ol mBavotnTeg KABs Hadntng va BPEL KATL OUCLOOTIKO OTN
SpaotnpLOTNTA ToU MoLAlel pe Tayvidl, n omola va LKOVOTIOLEL TIC AVAYKEG Kal Ta
evSladépovta tou.

Ixedlaopog tng Epappoync WUIM-AR

Eotldlovtag otn oUMPOA TWV VEWV TEXVOAOYLWV OTNV ELBIKN aywyn Kot
Aappavovtag umodn TG apxég Twv Bewplwv Pabnong mou XPNoLLOToLoUVTaL YLl TOV
oxXedlaopo maviswy Kal TG apxeG tou KaBoAwol Zxediaopol yla Tt Mabnon,
oxedldoape Kal avantlEape eKMaLSEUTLKO TIEPLEXOEVO TIOU £(vail OLKELDO OTOUC HaBNTEG
Kol urmopel va edoppootel oe meplparlovta cuvekmaibsuong. OL eKMALSEUTIKEG
Sdpaotnplotnteg mou Paocilovtat otov KaBoAlkd Ixedioouo yia tn Mabnon kat
EVOWUOTWVOUV TI( TEXVIKEC TNG OUOCLACTIKAG Taxvidomoinong EMITPEMOUV OTOUG
EKTIALOEUTLIKOUC KOL OTOUG HaBnTég va cuvdEouv MPOPAAMATA 1) KATOOTACELS Ao Tov
TIPOYHATIKO KOOUO HE TO OXOALKO TtepLBaAAov.

Autn n dadikaoia Sivel melotikég amavtroelg oto «ylati» (Why) tng nabnong,
otoug Adyoug, dnAadn, yla Toug omoloug ol HaBnTéG MpPEMeL va HdBouv auto Tou
paBaivouv. EKTOC amod TO «yloTi» OTOV OXeSLAOUO eKMOLSEUTIKWY TPOYPUUUATWY
HeEAETWVTAL, ETiONG, KOL Ol TEOOEPLG SLAOTAOELS TNG SladpacTtikng nabnong, dnAadn to
«moLoG» (Who), To «ti» (What), To «ntwg» (How), to «mtote» (When) kat to «mtou» (Where)
(Sims, 2000). M akopn Siaotaocn mou e€etaletal ival to «moco nmoAl» (How much),
TIou avadEPETAL 0TO KOOTOC TOCO0 O OXE0N LE TO OLKOVORLLKO KOGTOC 000 KAl e ToV $OpTo
€pyaoilog Twv ekMaSeUTIKWVY aAAd TO YVwWOoTIKO dopTtio (cognitive load) Twv padntwv. Tig
SL0OTAOELG QUTEC TTPWTOG EVIOTLOE 0 ApLOTOTEANG ota HBkA Nikoudyeila (Sloan, 2010),
oL omoieg Snuovpynoav Eva MAALoL0 eKMALSEUTIKOU oXeSLAGHOU YVWOoTO WG 5SW2H (ta
nievte W kat tat Suo H).

Otav ot eknatdevutikol axedlalouv tn ddaokalia Toug e€TALOUV TO TEPLEXOEVO
TIou TPETIEL va S186AGEouv oToug HaBNTEC TOUG, TOV POAO TOU UALKOU, TIG EKTTOLOEUTIKEG
OTPATNYLKEG TIOU TIPETIEL VA XPNOLUOTIOL) 00UV, TOV XWPO UAoToinong tng Labnolakng
Sladkaoiag, Tov TPOTO LE ToV 0Toio 6o opyavwWVouV To KOONUEPLVO TIPAYPOULA, TO TIWE
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KoL To ot Ba afLoAoyouv TV amodoon Twv pobntwy Kol To mw Ba Toug mapaklvolv va
paBaivouv (Wolery & Schuster, 1997).

310 mAaiolo autod, oxebldoape tnv edpapuoyn pag WUIM-AR, Aappdvovtog
uron tig téooeplg Staotdoslg tng aAAnAemnidpoaonc, énwg avaAvovtol otov Mivaka 1:

Awaotaoslg tng Aladpaotikic Madnong

Ma6 Mabntég pe EEA kat cuvounAikoi toug (vontikr nAtkia omo 6 £wg 8
Ntég (mowg) | etwv)

Nept H npwwvn poutiva (ta Brjpata mou akoAouBel évag padbntng amno tn
€XOMevo (t1) | oty mou Eumva PéxPL va TTAEL 0To OXOAE(L0)

Nad JuvlUaOMOC TwV Beswplwv MABNONG, TOU GCUUTEPLDOPLOUOU
AYWYIKN (evioxUogelg) kol TOU EMOLKOSOMLOMOU (KlvnTpa), HME TIC QAPXEG TNG
(rwg) Stadopomoinpévng StdaockaAiog kot tou KoaBoAlkol Zxedlaopol yla Tt
M\ai To UALKO pmopel va xpnotpomolnBel oto yeviko kot €l8IKO oXoAeio

olo oA\d Kal oto omitl, wotdéoo o kUplog otdxog elval va aflomolnbel oe

(mou | mepBariovta cuvekmnaibeuong

Mivakag 1
Alaotdaoelc tng Atadpaaotikic Madnong

AkolouBwvtag tnv npocéyylon tng Tomlinson (2000), n BewpnTikA TEKUNPLWoN
Tou oxeblaopol tou ekmatdeutikoU UAIkou tou WUIM-AR Baociotnke oTlC apx€G Tng
Sladoporoinuévng didaokahiag (Mivakag 2) kat tou KoaBoAwkoU ZxedSlaopol yla TN
MaBnon oe éva cuVEPYATIKO TtepLBAAAOV.

WUIM-AR kot Atadoponoinpévn Atsackalio

NeplexOpevo = TauTOXPOVN TTAPOUGLOOH TOU EKMALSEUTIKOU UALKOU NXNTLKA, OTTTLKA
KOLL OTTTLKOOKOUOTIKA (Bivteo) og moAamAad péoa

Awdwkacia | H Spaoctnpldtnta oxedldotnke wote va TPowbel TN cuvepyatikn
padnon pe mpoPAedn XpoViKWY SLACTNUATWY Kot BnUdTwy yla tTv
oAoKARpwaon TG

YAwa Xaptveg kapteg, UAWVOL Tvakeg evodnvwudtwy SlaBabuiopévng
SuokoAlag (puzzles), smartphones, tablets, akouotika

Mabfnowaké | H O6pactnplotnta OAOKANPWVETAL €IiTE QATOUIKA €ite opaASLKA
nepBaiiov (mpoPAePn AKOUOTIKWY OTNV TIEPLITTWON TIOU KATIOLOG HaBNnTn¢ €XeL
Slaomaon npoooxng)

Mivakag 2
WUIM-AR kat Atagoporoinuévn Atdaokalio

Mpokelpévou va avartuxBel n AR sdappoy akolouBnoape CUYKEKPLUEVA
BAuata. Apxwkd, Paclotnkape otnv dla 16éa kal oto (610 elkovoypadnuévo
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oevaplo/storyboard mou &nuoupyndnkav ylo To oUVOAIKO £peuvnTIKO £pyo WUIM,
ocVuPwva pe Tn dLhocodia TG Slapeoikng pabnong, dnAadn xpnoluomolwvTac tnv dla
adrynon oe Sladopetikd péoa (Kaimara et al.,, 2019). Em\é€ape Kal TPOTIOTOLCOE
eKelva Ta pEPN amd TO OUVOAIKO UALKO Tou OnuioupynBnke, ta omoia Talptalouv
KoAUTepa o€ pia AR epappoyr Kal Tpoxwproape otov oxeSlacuo tng matyxvidomnoinong:
1. Avayvwplotika (triggers).
2. Bivteo pe odnyieg tou mawvidlou (tutorial) kot avaduon ekmaldeutikol
neplexopévou (overlays).
3. Ixeblaopog mayvidomnoinong - «gameplay»: o TPOMo¢g e Tov omnoio mailetal
To TauyvidL, «game mechanics»: cUVOEON TWV EVEPYELWV TOU TOAIKTN UE TO
TEPLEXOEVO.
4. Ixeblaopoc dlemadwv.

EikOveg yia avayvwplotika (triggers)

Mo To avayvwploTIKA XPNOLUOTIOLNCOE €Tolda cUpBoAa amo tn culioyn
Boardmaker petd and adeta tn¢ Tobii Dynavox Picture Communication Symbols® (Ewova
4). EmAé€ape eokeppéva €tolpa oUuBoAa kal dev dnuloupynoape dikad pag, emeldn ta
OUYKEKPLUEVA £lval TIOAU SnpodLA oTtov XWPo T l8LIKAG aywyng Kot avayvwpilovtal
gUKOAQ amo ta Teplocotepa madld pe EEA. Ta oUpBoAO EKTUTIWVOVTAL O KAPTEG Kol
ouTég aglomolouvtal, Wolaltepa, amod ATopa e SUOKOAECG OTNV ETIIKOWVWVIA 1} SLATOPOXEC
™G otAlag, Héoa amo £€va cuotnua avtaAAayng elkOVwyY, yvwoto wg Picture Exchange
Communication System (PECS) (Bondy & Frost, 1994, 2001). Evag akopa Aoyog elvat n
guKoAia pe tnv omnola pmopetl éva dtopo va Bpet ta cUpBoAa kKabwg n StabeoipudtnTa Twv
OVOYVWPLOTIKWY ENMNPEAlEL Kal Tn AEToupylkotnta tTwv AR edopuoywv. Evag tpitog
AOGYOG yLa TNV ETILAOYH TOUG NTAV O TPOTOC LE TOV omolo amelkovilovtal oL AvBpwrtoL Kal
TA AVTIKELPEVA. OL LEAETEG OXETIKA UE TNV EMSPACH TNG MOCOTNTOC TWV AEMTOUEPELWV
OTN LVALN avayvwpLong ELKOVWVY KATEANEoV 0TO GUUTMEPAOUA OTL GCO TILO ATTAA £lval pLo
€lKOVA TOOO XaUNAOTEPO YVWOTIKO ¢opTio €XEL KAl WC €K TOUTOU amodelyovtal
TipoBAR AT CUYKEVTPpWONG Kat Staomaong tpoooxnc (Pezdek & Chen, 1982).

P
19 \(
A
1 -

Ewova 4
Ewkoveg amno tn ouAdoyr) Boardmaker®

Ocov adopd ta TeExVIKA Bpata, yla va UTApXeL [ cUVOALKA AR gumelpia, ot
ELKOVEG TIPETEL VA OVTOTIOKPLVOVTAL ypHyopo w¢ avayvwplotikd. OL odnyleg mou
TiapExovtal anod To mpoypappa He To omolo avantuxdnke n AR epapuoyn (BA. Vuforia
Engine) oavadépouv OTL TA aAVAYVWPLOTIKA TIPETMEL VA €XOUV  OUYKEKPLUEVA
XOPOKTNPLOTIKA, OMWG aXUNpES akpeg (sharp edges), BéAtioteg Slaotdoelg (optimal
image dimensions), avoAoyiec (aspect ratio), avtiBéoslc (image contrast) kot udEg
(distributed textured areas).

Ta cUpBoAa mapouolalovtal OTouG HaBNTEG Kal w¢ XAPTIVEG KApTeG (Elkova 5)
Kol w¢ EVAWVa evadnvwpata (Etkdva 6). Ot iblot ol pabntég emiAéyouv o £ibo¢ pe to
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omnoio BéAouv va aoxoAnBouv kat aoparwg Toug divetal n Suvatdtnta va Starééouv OAa
Ta €(6n, onwg npoPAEmnetal anod tn Stadopomnoinpévn ddackaiia. Ol XAPTIVEG KAPTEG
(flashcards) kat ta EUAWva evadnvwpata sivot KAaolkég pébodol emkovwviog pe faon ta
oUuPBoAa TOoO yla Ta Tmodld pe EEA 600 kol ylo ta maldld TPOCOYOALKNG Kal
TPWTOOXOAKAG nNAlKiag, kaBwg umootnpilouv TOV  GUVTOVIOUO XEPLWV-HOATLWV
(OTTIKOKLYNTLIKOG GUVTOVLIOMOG), TN AEMTA KWVNTIKOTNTA Kol KOAAALEPYOUV TG SeELOTNTEG
ontikng avtiAnyng (Selvanathan, 201200 Wen, 2011).

Ewkova 5 Ewkova 6
Xaptwvee kapteg (flashcards) Z0Awva evopnvwuato

Mo va Asttoupynioel n AR edapuoyn, o HoBNTAC® TPEMEL va TOMOBETOEL TIG
ELKOVEC OTN OWOTN OELPd, AKOAOUBWVTOC L0 OELPA SpAOTNPLOTATWY ATIO TNV TPAY LOTIKN
KaBnuepvn Lwn, TL.X. TPWTA TPWLE KAl 0T cuvéxela Bouptoiloupe ta Sovtia pog (Etkova
7).

Ewova 7
AAnAouyia etkovwv

H edappoyn xpnoLUomoLel oKTw €LKOVEG, He TNV 1n elkdva va eival n apyn KoL tnv
8n to TéAOG TNG LoTopiag. ZTNV mepimtwon Twv EUAVWY evobnvwudtwy, n 1n Kal n 8n
ewkova elvat, nén, tomoBetnuéveg oe évav E0AvVo mivaka (Elkova 8).

5 KaBapd yLa Tn por Tou KELPEVOU, OTIoU HadNTr G EVVOELTOL KoL LaBATpLa Ko opdda pabntwv.
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Ewkova 8
ZUAwvoc mtivakoc

Bivteo ue odnyiec nayvidiou (tutorial) kauw avaduon riepieyouévou (overlays)

OL oényieg yla to mawvidl (tutorial) mapéxovtal pHEOw €VOG TALSAYWYLKOU
TIPAKTOPA. TO EKTALSEVUTIKO TIEPLEXOUEVO TNG £PAPLOYNG KOl oL 08nyieg Tou matyviSiou
napouaotalovtol e Bivteo mou SNULOUPYHROALE YLA TOV OKOTIO aUTO.

Ma tn dnuoupyla twv dekatplwv Bivteo akoAouBroaue Ta Tpia Baotkd Bripata
TTapaywyng Hlag tawiag: mpo-mapaywyr], mapaywyn Kot peta-rnapaywyn (Panagopoulos,
2019). 2tn pdon g mMpo-napaywyng ypadtnKke To 0EVApLo, TO OTOLO avamTuXOnkKe e TO
npdypappa Fade In Professional Screenwriting Software®(Ewkéva 9), Snutoupyridnke to
glkovoypapnuévo oevaplo (storyboard) (Etkova 10), kal n Aiota twv Anewv (shot-list)
(Ewkova 11) kot twv oknvwy (breakdown) (Ewova 12) pe Tig ASMTOUEPELEG KABE OKNVAC
Eexwplota (T.X. XOPOKTAPEG, UALKA, GWTLOUOG, AX0G, K.ATL). TN ddon tng mapaywyng
gywav ot ANPeLg (Ewkdveg 13 kat 14).

Ewkova 9 Ewkova 10
Jevaplo EikovoypapnuEVo OEVapLo
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WAKE ME UP IN THE MORNING ME POYXA

ot

Wardrobe Feateaue Civareock

Ewova 11 Ewova 12
Shotlist Breakdown sheet

Ewova 13 Ewkova 14
Afeic (oknvoUBetikn emiuédeia) Nyeig (€€obdoc amo to oritt)

Kata tn petamapaywyr TPOXWPNOAUE OTNV KATAAANAN LETOTPOTI Kal
enefepyaoia twv PBivteo (video editing) yla va gival cupfatd pe tnv mhatdpopua AR Kat
NipooBEoapie RXOUG Kal urtotithouc. Ta Bivteo €xouv emleyel and pia oelpd AP ewv mou
Kataypddouv pa olokAnpwpévn Eexwplotr poutiva, T.X. Pouptolopa  Sovtlwv.
MropoUv va Asttoupyouv avefaptnta, SnAadn va un XpeLAleTaL TTAVTA VA EVEPYOTIOLE(TAL
oAOkANpn n edapuoyn ald va amoTeEAOUV HEUOVWHEVO EKTIALOEUTIKO UALKO KoL yLO
OAAeG SpaotnplotnTeg pabnong. Eniong, BvteookomnBnke o mMaldaywyLlkog TPAKTOPG
(Ewova 15), o onoiog kaAdwoopilel tov padntr, tov «kabodnyei», Sivel 0dnyiegyla tn pon
Tou Tayvidlou, Bonbela kal AekTIKEG evioxUoEeLg (.. unpafo, cuyxopntnpla), étav o
palntig Bpet TtV KAtGAANAN ewova/svodivwuo 1 TIOPOLVECEL, VA CUVEXIOEL TNV
nipoomaBela oe nepimtwaon nmou dev avakaAl el tn cwoth aAAnAovyio Twv cupBoAwv.
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Ewova 15
MNawdaywyikoc npaktopag (agent — Bonvdog)

Awadikaoia nayvidonoinong (gameplay — game mechanics)

To gameplay, o tpomog dnAadr mou mailetal éva mayvidl, avodépetal oto
oUVOAO TwV 6pACTNPLOTATWY TIOU UIMOPEL va ekteAecToUV amd tov Ttaiktn/uadnth katd
™ Sldpkela tNC maxVdIKNg eumelpiag. H aAAnAemiSpoon Kal oL €VEPYELEC TOU
naikTn/pabntn elval SVo PaolkéG €vvoleg TOU SLEMOUV TOV OPLOUO TOou gameplay Kot
pmopel va mpooeyylotel péow TNG TETPASAG: aoONTIKA, HNXAVLKH, TeEXVOAoyla Kol
adnynon (Schell, oto Kosmadoudi k.d., 2013). Ta game mechanics (unxavikn) cuvééouv
TI EVEPYELEG TOU TALKTN UE TO TEPLEXOUEVO KAL TIG TIPOKANGCELS Tou Tatyvidlol (r.y.
eninedo petafAntig SuokoAiag) kal amoteAel HEPOC TOU OXESLOCHUOU TNG EUXPNOTILAC KoL
NG TMALKTIKOTNTACG (AELTOUPYLKOTNTAC) TOU KAL EMIKEVIPWVOVTAL O £V 000 TO SuvaTod
Ayotepo mepimAoko meptfalov, wote va dnuioupynbel pa oAokAnpwuévn eumeLpioa
amnod Tov Xprotn. Ta game mechanics o eKMALOEUTIKEG EPaplOYEC CUTYETI{OVTAL UE TOV
HUNXOVIOUO TIOU EVEPYOTIOLEL TI YVWOTIKEG Olepyaoieg Twv MOKTWY/Hadntwyv va
enefepyaotolv MANPodopieg XPNOLUEG YIa TNV EMITEVEN TWV OTOXWV TWV £hOpPUOYWV
(AnuntpLadng, 2015). O autég ot Staotaoelg otnv WUIM-AR avaAvovtol wg e€N¢:

Gameplay: o pabntrc mpémel va akoAouBbnosl pla cuyKekpLUévn dadikaaia
TOTMOBETWVTAG TLG ELKOVEC UE TNV KATAANAN oglpd avw otov EVALVO Tivaka oTtov omoio
n 1n katn 8n wkova eivat otabepég (avtiotolya, 6Tav o LabnTng XpnoLLOMOLEL TIG KAPTEC,
n tomoBétnon tng 1ng kat tng 8ng yivetal amo tov SACKAAO 1 TOV CUMLOONTH MAvw oTo
Pamed). O padntAg KoAeital va TOmoBeTHOEL T UTIOAOUTEG 6 ELKOVEC, OL OTIOLEC
XOpPNyouUVTAL AVAKATEUEVEG, AANG TIAVTA e OTOOEPA OVAKATEUEVN OELPA YLA OAOUG TOUG
pabntég. Otav ol kapteg/evodnvwpata tonobetolvTal LE TN OWOoTH OELPA, O LOVASLKOG
TOUG oUVBUACUOG AsLTOUPYEL WG Evavopa (trigger/avayvwpLoTiko) yLa va AELToupyHoEL N
AR edoapuoyn pe tv gudadvion tou katdhhnhou Bivteo (overlay/erukdahun). Eav ot
Kapteg/evodpnvwpata Sev lval e TN CWOTK OELPA, TOTE N KWVNTH cuokeun Soveltal kat
avdloya pe to eminedo Sduokohiog mou éxel emileyel spdaviletal o MASAYWYLKOC
TIPAKTOPOG TIOU TIOPAKLVEL TOV padntn va npoomnadnosl Eava r va tov BonBroet va Bpet
TOV 0WOTO CUVOUAOHO.

Game mechanics: n edpappoyry WUIM-AR €xet oxedlaotel pe TETOLO TPOMO WOTE
Va QVTATIOKPLVETAL OTLG AVAYKEG 000 TO SUVATOV MEPLOCOTEPWY pabntwv. N’ auto, Exouv
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npoPAedBetl emimeba uetaBAntrn¢ Suokodiag, wC HEPOC TNG euxpnotiag Kal NG
AELTOUPYLIKOTNTAC TOU TtayVISLoU (Elkova 16).

Ewkova 16
Entinebo dvokoAiac 1

Onwg £xeL avadepOel, 0 LabNTAC MPEMEL VA TOMOBETAOEL TLG ELKOVEG OTN OWOTH
oelpd, kKaBodnyoUpEevog POVO OO TO MEPLEXOUEVO Toug (BA. Ewkova 7: AAAnAouyia
EIKOVWY), oUTW¢ wote va avadubBsi to meplexdpevo tou Bivteo. Mapdlinia, o
maldaywylkog mpaktopag tov eniBpapBevet (avrauoiBr). O pabntrnc £xetl Tn duvatotnta
va ipoonaOnoel Tpelg dpopEG. Edv o pabntng dev eival akdun o B€on va KATAVONOEL TNV
oAnAouxia Twv £KOVWY Kal va KAVEL TouG cuvduacopouc yla va e€ehxBel n Lotopia
(ariynon) cuudwva pe Tnv texvodoyia g AR, TOTE 0 MALSAYWYLKOG TPAKTOPAS TTOPEXEL
«BonBela». Otav olokAnpwBolUv OAa Ta PBriHATA TOU OCevapPiou, O TALSAYWYLKOC
TpaKTopaG avakepalalwvel 0An tn dladikaocia. Itnv Mepimtwon mou £vag padntng
aduvartel va akoAouBroel Tov pubud twv cuppadntwy tou £xel mpoPAedOel pla o
gUKoAn ekboxn (unxavik) mou, wotooo, okohouBel to 6lo gameplay kat kabodnyei
oxedov adpata tov padnti va ¢OdaaceL oto t€Aog tng Lotopiag (Ewkova 17).

Ewkova 17

EnineSo SuokoAiag 2

O ekmalSeuTIKOC yvwpilovtag To pabnolakd mpodiA Tou pabntr tou Unopel ek
TwV TPOTEPWVY va dwoel évav allo EUAWVO mivoka evobnvwudtwv (puzzle) omou ta
evodnvwpata £xouv SladopeTikO oxAUA. H €K TwV TPOTEPWV TIPOCAPUOYH TOU
ekmalSeuTikoU UALKOU amotelel Baaotkn apxn tng Stadopomoinuévng Sidbaokahiag. Etot,
0 HaBNTNG ToToBETEL TIC £lKOVEG KABOSNYOULEVOC OXL LOVO OTTO TO TTEPLEXOUEVO AAAA KoL
amod o oxfua. Me autdv Tov TpOmo, 0 HaBNnTAC CUUUETEXEL 0TN HaBnotakn Sladikacia
XWpLg va amokAeleTal f va amopovwvetal. Qotoco, av Kat p WUIM-AR edoappoyn €xet
oxXeOLaOTEL Yl CUVEPYATIKN HABnon, o Hadntng umopel va ¢opEcel AKOUOTIKA Kal va
naigel npepa to mavidt xwplc SlaomAcELg akopa KAl o€ GAAOV XWPOo TNG TAENG, OTIWG
TipoBAETETAL KAl Ao TIC ApXEC TNG Stadopomotnpévng StdaokaAiog.

O oKOTOG QUTNC TNG EKTIALOEUTIKAC SpaotnpLotnTag eivat ol pabntég va pabouv
TO BApOTA LE L0 CUYKEKPLUEVH OELPA UE TPOTIO OLKELD Kal mayviwsdn. Auth n Stadikacia
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evBappuUVeL TOUG HaBNTEG, va SokAlouv CUVEXWG WOTE va avakaAUouv, TEAKA, ToV
OWOTO OUVOUAOUO TV EKOVWY. O anwtepog otoxog tng WUIM-AR eivat oL pabntég va
HETADEPOUV TG SEELOTNTEC TNG MPWLVAG POUTIVAG OTNV TTpayHaTikh {wn).

Ixeblaouog Aienapwyv

H WUIM-AR edappoyn avamntixbnke pe ta nmpoypaupata Unity3D kat Vuforia
Engine. To gameplay Baoiletal katd MoAU otnv aLodNnTLKNA, TN KUNXOVLKHA, TNV TeExVoloyia
KaL tnv adnynon (Schell, oto Kosmadoudi et al., 2013). H aieBntikn tn¢ Stemadnc (nxog
Kol elkova) Kal ta ouvaloBnuato mou Snpoupyel Slapopdwvel TNV EUTELpla TNG
oAANAenidpaong Tou maiktn pe to motxvidt (ABolpn¢ et al., 2015) kat Bswpeital Bacikodg
napdyovtag mou woel ) anwbel ta matdid va acxoAnBouv pe pia epapuoyn (Phan et al.,
2016). 2t pAon TG LeTAmapAywyng t¢ Tawiog npoPAEdOnke n kataypadr UTOTITAWY
pe éva mpoypoppa syypodnc (Veed Studio®©), wote va pumopolv va CUMUETEXOUV Kal Ol
HOONTEG TOU £XOUV AKOUOTLKEG Slatapaxes. H edappoyr mapexel tn duvatdtnta
ETUAOYNG XPWHATWY KOl avilBéoswv, d60vnong Kol HeYEBOUC TNG YPAUUOTOOELPAS
dlaitepa yLo Toug Habntég mou €xouv mpoBAnpata 6paong. OL UTIOTITAOL, TA XPWUOTA, N
do6vnon kol to péyebog TG YPAUUOTOOELPAG evepyoroloUvTal Katd tn BouAnon Kal thv
TMPOTIUNON TWV LWV TwV padntwyv. MLa onUavTLkn, €iong, mtuxn tng Stemadrng, n onoia
oxetiletal pe tnv avatpododotnaon, tn pon, Ta BETIKA cuVALoBUATA KAl Ta KivnTpa Kal
€XEL apeon enidpaon otn padnon, ivat n amAdtnta Twv edappoywv (Murphy, 2012).

TNV apxkn 006vn epdavifovrat ta «koupmid» Maife, ol EmAoyEg yia to eminedo
duokoldiag, tn yAwooa, tov nmatdaywyiko mpaktopa (tutorial), To @ovro, Tov fxo, TNV
endoyn 66vnonc, ota eAANVIKA Kol Ta ayyALKA, OTwg emiong kat ta credits (ouvteAeoTEg)
NG EKTMALSEVTIKAG EbapUOYNC KaL eTiAoyr b aviong Tou Kelpévou (Ewkoveg 18-19).

Bon6eia

Wake Up In the EmAoyég
Morning AR

Maite
EmAoyé ,
FAdoos

Test SRT

Mwe naiZerar 1o naxvidy: Apou
NaToETe T0 Xoupni évapEng xat
MAPAKOACUBNOETE 10 E10aYWYIKO Bivieo,
TONOBETIOTE T7) CUOKELT 0AE £T01 WOTE
va palvetal oy KaREpa 1 Kapra Je Tou
naibio pe xoxkvn priova nov
xapetaer Enetra axohovbriote nig
obnyieg Tou fonBou nov Ba eppaviotel
oto Bivreo. Av BEAete va paBete nwe va
dnovpyfioete Hikég oag kapteg nov va
avayvwpiZovial ano v epappoyn
namjote 1o napakdrw kovpni. MNa
mBavés epwmoeic otefAte email oto
peasteamionio@gmail com

[MartAoTe ES®

Tutorial -

(RTeTeR WIe Background-3 W

‘Hxog /]

BorBeia

Ewkéva 18
Apxtkn oBovn, mAnpoopieg, enidoyec (EAAnvikn ékboaon)
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Help

Waking Up In Settings
the Morning AR

Play pifficutty  (EEEIIRD
o
—
¥

Tutorial

How to play the game: After you press
the play button and watch the
introduction video, hold your device
above the card with the red t-shirt kid
so that the camera can scan it.
Afterwards follow the instructions of
the agent that is going to appear in the
next video. If you want a detailed
explanation of how to make your own
cards that are recognized by the app

 press the button bellow. For any

\ Background-2 W )

Click Here

Ewkéva 19
Apyxtkn oBovn, mAnpoopieg, entAoyec (AyyAikn ekboon)

OL elkOVeG UTO TN MOPdN TWV XAPTIVWVY KOPTWV Hmopouv, emiong, va
xpnotuomnolnBolv wg storyboard divovtag Tnv eukaLlpia TOCO OTOUG EKTTALSEUTIKOUG 000
KOl OTOUG MHaBntég, va oxedldoouv Tn Ok Toug Lotopia. Mmopolv va emiAé€ouv
TIEPLOCOTEPEC ELKOVEC Ao T ouAloyr Boardmaker yla va avamtiéouv mepaltépw To
TIEPLEXOUEVO TIPOOoBETOVTOC ETUMAEOV SpooTnploTNTEG, T.X. OTPWOLUO Kpefatiou,
Bouptolopa UOAALWY, OKOUTILOMO XEPLWV HE TNV TETOETA, POPEUA TIOMOUTOLWY K.ATL
(Ewova 20) ) va cuvexicouv Tnv LoTopla He SpacTnPLOTNTEG MOV yivovTal péoa oTo
oxoAeio toucg (Elkova 21). Me évauopa TG VEEG ELKOVEC (triggers) éxouv Tn duvatdtnTa va
Snuioupyolv kal va cuvbéouv Ta Sika toug Bivteo (overlays) amokopilovtag ta odEAn
™G Slapeotkng pabnong (Fiorelli, 2013), n omoia cUpdwva pe tnv Fleming (2013) eivai n
KaAUTepn Tadaywytkn wEBodog yia tov 210 awva, Kabwg XpNOLUOTOLEL TNV TeEXVOAoyia
LE €vav OAOKANPWHEVO TPOTIO, HE SlapKn Kot BeTIKA podnotlakd amnoteAéopata.

BF i 0 W &

Ewéva 20
Enekteivovtac TV mpwivy) pouTiva UECA OTO OTTITL
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Ewkova 21

Avantuooovtac epLEXOUEVO arto AKZ oto oyolAegio

Awapopdwtiki agloAoynon

Me 6ebouévo OTL KABe eumelpia maxvidlou sivol mapdAAnAa Kol gumelpia
pabnong (Anuntpladng, 2015), n epapuoyy WUIM-AR oxedlaotnke pe yvwpova SuUo
Baowkég umoBéoelg: (i) av ta TEAKKA TpPolovIa MImopoUV Vol AELTOUPYNOOUV WG
eKTIALOEUTLKO UALKO 0To TAaiolo tn¢ ekmaidevong tTwv AKZ, tooo ylo pabntég pe EEA 600
KOl YLOL TOUC TUTILKA OVATTTUGOOUEVOUC oUVOUNALKOUC Toug (vonTikn nAwkia) kat (ii) av n
KOVl EUMElpiat TOU TOXVISLOU UTopel yla vol TPOwBONOEL Th CUVEPYATIKN HaABnon,
ave€ApTNTA Ao TO YVWOTLKO MPOodIA Twv pabntwy. MNa tnv enBeBaiwon i tnv andppudn
TwV UToBEcewVY Tpaypatonolonkav afloAoynoeLg, Tooo o eninedo MepPLEXOUEVOU OCO
KOL TEXVIKWV AEITOUPYLWVY, OMO TN OXeSLaoTiky opada, SuvntikoUg XPrNoTEC Kal
EUMELPOYVWHOVEG. O CUUUETOXLKOC OXESLAOMOC Kat N aloAdynon eival Baolkég péBodot
oto otado twv Sokipwv (Ramadan & Widyani, 20130 Steinbock et al.,, 2019). H
peBodoloyia aflohdynong twv Pndlakwv malyvisLwyv oXeTileTal AUeca e TO OTASL0 TOU
oxeSlaopoU Kal tng avantuéng toug. Ta otadla avadépovral otn cUANYN TNG BEQG, TNV
TPO-TOPaywyYr, TO TPWTOTUTO, TNV Tapaywyrn, tnv dAdpa-ddon (so0WTEPLKEG
alohoynoelg amno tn oxedlootikn opada), tn PAta-paon (s€wtepikég aflohoynoelg amno
XPNOTEG KAl EUMELPOYVWOVEG) Kal Tn peta-mapaywyr (Novak oto Bernhaupt, 2010).
Avaloya pe tn ¢aon Tou oxedlacpou Kal TG avantuéng ulag edapuoyng, dte€ayovral
TIOLOTLKEG UEBOSOL aloAdynong HEoW TaPATAPNONG KABWGE Kol TTOCOTIKEG HEBOSOL PECW
QUTO-0vadOPLKWV HETPOEWY, OUVEVTEUEEWY (SOUNUEVWY 1 NUL-GoUNUEVWY), SOKLUWY
XPNOTIKOTNTOC KOl EPWTNUOTOAOYIWY ToU ameuBUvVovVTOlL O EC0TIOOUEVEG OMASEC
(Almeida et al., 20180 Bernhaupt & Mueller, 201601 Kaimara et al., 2019).

H oxedlaotikn SLEMOTNUOVLIKN opdda amoteAsital amo ekmaldeutiko PuyxoAoyo,
OKASNUAIKOUC e YVWOTLKO AVTIKELEVO TNV TIANPOodOopLKH, Ta SLaSpaoTikd ToAUEDQ, TO
Pnolokd ekmaldeutikd Taxvidbt Kat v ekmatdeutik  Puxohoyia, oknvoBEn,
dwtoypado, MpoypoppaTIOTH TtalxviSlwy Kol €181koU¢ otnv enefepyaocio Bivieo Kkat
nxou. e kaBe otadlo avamtuéng tng spapuoyng ta UEAN TNC OXESLAOTIKNAG Opadag
TIPOXWPNOOV OE EMOVAANAUPAVOUEVEG ECWTEPLIKEC OOKIUEG Kol OELOAOYNOEL HE TNV
KAlpoka guxpnotiag cuotriuotog (System Usability Scale - SUS) (Brooke, 1996) kat tnv
KAlpaka afloAoynong coPfapwv malxvidlwy (Serious Games Evaluation Scale - SGES) (BA.
MNapdaptnua). H kAipaka aflohdynong SGES, n omola agloAoyel tautoxpova oA SouLKA
otolyela Twv malyviSlwv mou Slapopdwvouv TG anoPelg Twv Xpnotwv otav nailouy
miayvidla, eAéyxOnke yla TNV eykupotnTa KOl TNV aflomiotia tng PEow TOAAATAWY
otatiotikwy avaAvuoswv (Fokides et al., 2019a, 2019b, 2020- Kaimara, Fokides et al., 2019,
2020).

Jtn BAtoa-ddon avamtuéng tng edapupoyng WUIM  mpaypotomnol)fnkov
alohoynoelg and oudda madiwv pe EEA A/kol avamnpia (Suvntikol xproteg) kot
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EUMELPOYVWHOVEG. Ol €0TIAOUEVEG OMAdEC TOOO Twv Tadwv EEA 600 Kol twv
EUTTELPOYVWHUOVWYV TIPOKELTOL Yia Selypa eUKOALOC. H emAOYN TOU GUYKEKPLUEVOU TUTIOU
SelypatoAniog €ylve He KPLTAPLO TPAKTIKOUG Kal SgovtoloylkoUG Adyoug, Kabwg
urtnpxe duvatotnta apeong mpocPacng ot Souég (Kévtpo Duolkng latpikng Kat
Anokataotaong tou I.N. OAwpvac katl Kévtpo Anpoupytkng ArtaoxoAnong Madlwv pe
Avannpla tou Anpou QAwpwvag), e€achaiiong eykpioswv amod Toug appodioug dopei
Kall ouykotdBeong amd Toug yoveic Twv matdlwy. Mpdyparty, ya tnv ebapuoyn Kot T
aflohoynon tng WUIM-AR amo ta madid e€aodaliotnkav ei8ikég adeteg Ste€oywync
€peuvag amd tnv Emtpomn Asovtoloyiag tou loviou Mavemiotnuiouv, amoé To
Emiotnuovikod ZupBouito tou I.N. PAwpwvag yia pocpacn oto Kévipo Quotkng latpikng
kal Amokataotaong tou .N. QAwpwvag, and tnv KowwdeAr Emxelipnon tou AnRpou
QOAwpvag ya tpocPaon oto Kevtpo Anpoupykng ArtaoxoAnong Nawdlwy pe Avamnnpla
Tou Afuou OAwpvag kat armo tov ZUAAoyo MNovéwv kat Kndepdvwy Atopwy pe Avarmnpia
¢ Nepudepelaknc Evotnrog OAwpwvag «SUNDBERG». MapdAAnAa pe TIG eykpioelg
e€aodpaliotnke Kal N cUYKATABESN TWV YOVEWV YLa TN CUKUETOXI TWV TadLWY TOUG 0TV
€peuva.

Jtnv opada twv modlwv pe EEA r/katl avarnpia cUUPETEXQV EVTEKA TTOLSLA EK
Twv omoiwv dUo maldLd pe pétpla vontikn avamnpia (Asiktng Nonpoouvng 35 — 49 mou
avtlotolxel og vontikn nAwkio matdov 6 weg 9 etwv) (World Health Organization, 2016),
Tpla mawdla pe ooPapn vontikn avamnnpia (Asiktng Nonpoouvng 20 — 34 o avTLOTOLXEL
og vontik nAtkia matdiov 3 wg 6 etwv) (World Health Organization, 2016), tpia motdid
He eykedpallkn mapdAuon (to €va kal pe cofapn vontikn avamnpla), éva maldl pe
olvSpopo Down pe coBapr vontiki avamnnpio, éva matdi pe Statapayrn oto dpdopa Tou
QUTLOMOU UE cofapr VONTLKY avamnpia, YUe ATkl aUUVTLKOTNTA KoL UTIEPKLVNTIKOTNTO
Kot éva madl pe dlatapoy oto GACHA TOU QUTIOHOU XWPLg vonTikn avamnpia. Ot
edappoyeg afloloynBnkav T6co and Kabe maldi LeOVWHEVA OCO Kol KATA TN SLApKELD
Tou opadikol maxvidlol (Elkoveg 22 — 29).

Tnv opAda TWV EUTIELPOYVWHOVWY ETIL TOU EKTIALOEUTIKOU TIEPLEXOUEVOU
amotéhecav 7 e€€elOIKEUUEVOL  DepameUTEC TWV TOLSLWV: KOWWVLKA AE£LTOUPYOS,
epyoBepanelTpla, AoyoBepameUTpla, EMIOKENMTPLA UYelag, voonAsltpla, €L8IKO
Bonbntikd Tpoowrmikd Kat PonBog  duokoBepameutic. Tnv  opdda  Twv
EUMELPOYVWHOVWY YyLla TNV TEXVOAOYLKH avamrtuén ¢ edpapuoyng amotédecav Svo
TIPOYPOUUATLIOTEG - €lkol oe Bfépata oxedlaopol kot avamtuéng movidiwv. Ot
alohoynoelg Baolotnkav os MOPATNPAOELS Kal SOUNUEVEG OUVEVTEUEELC e Bdon TO
EPWTNUOTOAOYLO SGES (yla ta maldid pe EEA). O eunelpoyvwpoveg-0eparmeutég, emiong,
ouumAnpwoav To SGES, evw oL EUMELPOYVW LOVEG-TIPOYPOLUUOTIOTEG CUUMANPWOAV TO
SUS.
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Ewkova 22 Ewkova 23 Ewkova 24

AéloAoynon and raudi pue ovvépouo Down

Ewkéva 25
AloAdynaon amo naudi ue eykepalikn napdAvon kot coBopn vontiky avannpioa o
ouvepyaoia ue tn Fepamevtpla
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Ewkova 26 Ewkova 27
Moidi oto paoua Tov AUTIOUOU LE Maidi oto paoua Tov AUTICUOU UE
ooBapn vontikn avannpio goBapr vontikn avannpia €xet
torto¥etel EUAWVO evopnvwua gvepyonolioet atnv papuoyn WUIM-
(Anyn npwivou) ywpic Bonveia AR t0 oknvn Anyn mpwivou ywpic
aro t JepanevTpld Tou Bonveia amo ™ YepanevtoLd TOU

Ewéva 28
Ouadikn Apaotnplotnta
(ek TwV mPoTEPpwyV Slawoporoinon Tou UAlkou avaldoya LE To Tpo@iA Tou mtatdilov)
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W% | &\ e\ Doe

~J§r

Ewkova 29
AéloAdynaon ano duo naldia o€ ouvidnKkn CUVEPYATLKIG Uadnong
(to éva naidi mapouvaotalel UETPLa Kal TO dAdo goBapn vontiky avamnnpia)

AnoteAéouara aéloAoynong

H kAlpaka aglohoynong SGES pe tnv omoia mawdla pe EEA Kol eUmMELPOYVWLOVEC
aflohoynoav tnv edapuoyr amoteleltal, cUVOAKd, amd tplavia €€l epwtnoelg (PA.
MNapaptnua). TPELG EPWTHOELS, CUYKEKPLUEVA OL epwTNOELG 16, 30 kat 31, avadEpovtal
OTN CUVEPYOTIKN HAaBnon. Metd and tn SlepeuvnTikh Kol TV eMBERALWTIKY avaAuon
TOPOYOVTWY TWV TPLAVTO TPLWV epWTNoswv Slapopdwdnkav €vdeka maAPAYOVTEC, Ol
omololL cuyKkpoTouvTal oe TEooEPLG opadeg (Fokides et al., 2019b) (Nivakag 3):

Opada MNapayoviwv

A Neplexopevo
1. YTIOKELUEVIKNA EMAPKELD avaTPOoPodATNONG
2. YTOKELMEVIKN ETAPKEL EKTIALSEUTIKOU UALKOU
3. Ymokelpevikn cadrvela pabnolokwyv otoxwv
4. YTOKEEVIKN TtoldTnTa TG adriynong

B TeXVIKA XOLPOAKTNPLOTIKA

5. YMOKELMEVLIK guXpnoTio/malktikotnta (AELToupyLkOTnTA)
6. YTIOKELUEVLK OTITIKOOKOUOTLKY EUTELpia/atodnTikn
7. YTOKELUEVIKOG PEAALOUOG
I Katdotaon vou Tou XpRotn
8. Mapoucia/eupubion
9. Euyaplotnon
A XopOKTNPLOTIKA OV EMLTPEMOUV T HAOnon
10. YTIOKELUEVIKN ouVADELA E TO TIPOOWTTLKA evLladépovta

11. Kivntpo

Mivakag 3
Ouadec mapayoviwv
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Me dedopévo OTL To Selypa, TOCO TWV MALSLWY 00O KOL TWV EUNELPOYVWUOVWV-
BepameuTwy NTAV HIKPO, Sev NTav SUVATA N OTATLOTIKI avAAUCH TIOPA LOVO N Tieplypadn
NG TAONC TWV AmMavTHoewv Tou 660nkav oe mevtafabun kAipaka Likert «Aladwvw
MoAU» (1) €wg «Zupdwvw MoAL» (5). EmumAéov, and ta évteka maldld OV CUPUETE Qv
oTNV £PEUVA LOVO TIEVTE TIALOLA, EK TWV OTOLWV Ta TPLA SEV £XOUV VONTLKH avarnpilo Kal
Ta Suo €Xouv UETPLA VONTIKN avarmnpia, katddpepav va afloAoyroouv tnv edpappoyn
WUIM-AR. H moooTIK | avaAucoh TWV OTOVTHCEWV TIOU IPOEKUYaV amo TIC SOUNUEVEC
oUVEVTEUEELC TV TtadLWY £6WOoE Ta MApPAKATW amoteAéopata (Mivakag 3):

Opada Napaydviwv AnoTéAECHQ

A lepleyopevo 4,8

B  Texvikd XapaKTnpLOTIKA 4,6

I Katdotaon vou Tou Xprotn 4,3

A XOpaKTNPLOTIKA TTOU ETUTPEMOUV TN HABnon 4,7
Mivakacg 3

Moootikn AéloAdynon amo ta maidia ue EEA

O péoog 6poc TG Pabuoloylag OTLG AMAVTAOELG TWV TIOLSLWY OXETLKA UE TLG TPELS
EPWTNOELC TIOU SLapopdWVOUV TN CUVEPYATIKA Habnon givad 4,9.

Ta moudla, emiong, efédbpacav kal amoPelc yw to malyvidl, ol omoieg
Kataypadnkav Katd tn SLAPKELA TNE TAPATHPNONG Ao TOUG EPEUVNTEG.

H Elprivn He HETPLA VONTLKA avamnpla Kol vontikn nAkia 7 eTwv ékave TG £€N¢
Sn\woelg:
- «mpoonABbnoa vo CUYKEVTPpWOW Kat va phnv akolw Toug AAAoUG»
«8ev gmaca aAnbvn odovtoBouptoa alld Emiaca Ta EVALVO KOUUATLO»
- «ue BorBnoe Mou £MLa0a TA AVTIKELJEVA LE T XEPLOY
«HOU GPECE TO TAUTAET, TO EMLOOA YLO TIPWTN GOPA KAL LOU APECE TIOAU»
«nBela va akolw TIC 0dnyieg amo tnv Evayyelia» (n Evayyelia ival o motdaywyLkog
TPAKTOPAG oTNV edapuoyn)

H Bdow, emiong, Le METPLO VONTIKA avarnpla kol vontikn nAtkia 9 eTwv €kave

NV €§n¢ SNAWON: «OU APECE TO TAUTAET, EMafa MPWTN GopPa KAl ATV EUKOAO».

O Mavaywtng pe eykedbaAlkn mapdluon pe mpoPAnuata AEMTAC KWVNTIKOTNTOG
KOlL OTIAOTIKOTNTA aAAG Ywpi¢ vontiky avamnnpia SnAwaoe 0Tt Adyw Twv TOAAWVY ATOUWV
OTOV XWPO EVLWOE AYXOC KAl YLa AUTO SV UMOPoUoE va KPATHOEL KOAG TO TAUTTAET.

TéNog o ANEENG, emiong, e eykedaAikr) TopdAuch Kol pe mpoBAAuata AETTAG
KLVNTLIKOTNTAG aAAQ Ywplg vonTikn avamnpia SnAwaoe OTL Tou apéoel MOAU n texvoloyia
oAAa Ba nBgAe kAmoLo BonBNUA YO VO KPATAEL TO TAUTTAET.

Metd amo TNV enefepyacio TWV EPWTNUATOAOYIWV TWV EUTIELPOYVWUOVWV-
Bepaneutwy npogkuPav ta €n¢ anoteAéopata (Mivakag 4):
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Opasda Napayoviwv AnotéAecpa

A Neplexdpevo 4,6

B TexviKA XopOKTNPLOTLKA 4,2

I Koatdotaon vou Tou Xprnotn 4,3

A XopaKTNPLOTIKA TIOU ETITPEMOUV TN HdBnon 4,6
Mivakac 4

Moootikn AELoAGynon amo EUNELPOYVWUOVEG-TEPATIEUTEG

O uéoog Opog otn Pabuoloyia TwV AMOVINCEWV TWV EUNELPOYVWHUOVWV-
BePATEUTWY OXETIKA HE TLG TPELG EPWTNOELG TTOU SLOopdPWVOUV TN CUVEPYOTIKY LABnon
givar 4,6.

ATO TIC AMAVTNOELG TNV AVOLKTH EPWTNON YA TO TL APECE Kal TL eV APECE OTN
OUYKEKPLUEVN edappoyn Kataypadnkov oL akoAouBeg:
- «Mwoe oAU koA Sibaokalia kol efolkeiwon pe TNV Texvoloyia» (Kowwvikn
NeLtoupyog)
«Mou dpeoe n dour, T UAKA KOL O TPOTOG TOU TEPVAEL TO HUAVUUA OTO ToLdi»
(AoyoBepanevtpLa)
«ITA + N QVOAUTIKN OTTIKOAKOUOTIKA TOpOoUclacn NTaV ApLotn» Kol «ITo - Wn
nipooBAacipoc e€OnMALOUOC o oXEon UE AEMTH KWVNTKOTNTA KoL T(poBANpata 6pacngy»
(Emiokéntpla Yyeiag)
«Elval évag evdladEpwv TPOmog ekddnong kabnuepvwy SpacTnPLOTATWY yLa TALSLad,
adoU cuvSudaleL OTTIKOAKOUOTIKA pHéoa» (NoonAsuTpla)
«H cuppetoxn tou matdou mou anodelkvUetal and to anotéAeouo» (ELSikd BonBntikd
Mpoowriko, ouvodog matdlol pe dlatapayni oto GACUA TOU AUTLOMOU, UE TTOPAAANAN
cofapn vonTikn avamnpla, KLe ATk AUUVTIKOTNTA KAl UTIEPKLVNTIKOTNTA).

H emefepyaocio Twv AMAVINOEWY OTO EQWTNUATOAOYLA TWV EUMELPOYVWHUOVWV-
BepameuTtwy, TO OXOALO TWV MOLSLWV KATA TIC SOUNUEVEC CUVEVTEUEELC, OL ETILONUAVOELSG
TWV EUTELPOYVWHOVWV-TIPOYPAUHUATIOTWY OE OXECON HE TEXVIKA InTApATA KAl ol
TIOPATNPHOELG TWV EPEUVNTWV KATA TNV edapuoyr Tou UAKOU odriynoav os BEATIWOELS
tou WUIM-AR. A6 tnv apxn Slamiotwinke 10600 amnd Toug EpeuvnTEC 000 Kal oo ta ida
Ta malsld pe TPOPAAUOTA TIOU GMTOVTOL TNG AEMTAC KWNTKOTNTAG aduvapia
otabepomoinong Twv TAUMAET TAVW Omd TO AVOYVWPLOTIKA. la auté Ttov Adyo
anodaciotnke n mpopuneta eldikwv Bnkwv (Eltkdva 30-33).

Ewova 30 Ewkova 31
Onkec e AaBég Onkec e AaBég
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Mta SeUTEPN EMLOAMOVON TIOU £YLVE amo Bepameuth adopoUos Ta XPWUOTO Kal
TLG QVTLOECELG OTOUG UTIOTITAOUG YLO TOUC XPNOTEG e TipoBARpaTa 6pacng. ApXLkd, ta
YPOUUATA TWV UTOTITAWY oXedldotnkav Aeukd o pavpo ¢povto. Metd tig umodeifelg
TPOOTEBNKE Kal N €MAOYH TWV HOUPpWV YPAUUATWY CE Kitpvo dpovto.

ol

Tuyxapntipial f B " Zuyxapntipla! 7 s a‘
OAOKANpWOEG Pe emttuyia To mawyvid! | OAOKANPWOEG pE emutuxia To matyvidt! |
[{ i . _M

Ewkova 32 Ewova 33

YrnotitAol: donpa ypauuata o Laupo Yrnotitdol: pavpa ypauuara os Kitpva
(POvVTOo POvTo
’
ZUUMEPACHOTA

H ekmaibevon twv pabnTwv HE €LOLKEC EKTIALOEUTIKEG AVAYKEG £XEL LOLaitepo
evlladépov kabBwg map’ 0o TOU oL HaBNTEG UIMOPEL Vo £€(0UV KOWVA XOPAKTNPLOTIKA
obudwva pe TN Sldyvwon Toug, XPELAloOVTAL TIPOCWTIOTOLNMEVEG LOONGCLAKEG
Tipooeyyioelc. H mpoowmomnotnpévn Hdbnon elval pia KoLVoTOUOG TAOH 0T EKTTALSEUTIKA
nieptBaiAovta Ywpig anokAELoHoUG, N omoia mPoUMoBETEL TNV Mpocappoyr TwV LEBOSwVY
S16aokahiag. Autég ol péBodol SlapopdwOnkav amod Tig apxEg TG Aladopomolnpevng
Aldaokaliag kot Tou KaBoAlkou Zxedlacpou yia tn Madnon. e éva eptBaAAov MARPWS
TIPOOWTIOTIOLNEVO, OL LOONCLOKOL OTOXOL KOL TO TIEPLEXOEVO, OTWE emiong n HEBodog
Kol o puBudc didaockaiiag Sadépouv amd pabnty oe pabnt. H enauvénuévn
TIPAYHATIKOTNTA WE TeEXVoAoyia atyung umootnpilel tn Sladopormnoinon Tou mepleXxouévou
Kal ovadelKVUEL TN OSNULOUPYLKOTNTO TWV EKMALSEUTIKWY Kal Twv padntwv. H AR
TEXVOAOYLA KOl OL CUGKEUEG TIOU TNV UMootnpilouv Kavouv eIkt TNV aflomoinon Twv
KIVNTWV TEXVOAOYLWV OTN OUVEPYATIKH HABnon, ¢dépvovtog pullkég aAlayég otnv
exmadeutikn Stadikaoia. OL AR epapUoyEG Tapexouy KivnTpa, avTAnmei andAauon Kal
ouvepyaoio PETAEU TWV HOBONTWV KL TWV EKMALSEUTIKWY KOl UIOPoUV va ipoadEpouy
noMamAd odEAn evioxlovtag TNV AMOTEAECUATIK SLO0OKAAID HECW CUMMETOXLKWV
HOBNCLOKWY EUTTELPLWV.

Jtnv nmopovoa epyaocia, n cuyypadiki opdda nmapouciace Tov oXeSLAOUO TNG
ekmaldeuTIknG edpapuoyng «Waking Up In the Morning» (WUIM-AR). H WUIM-AR
avartuxOnke pe tnv AR Texvoloyla o cuVOUAOUO e MAPASOCLOKA puzzles Kol TEXVIKEC
navidonoinong umo tn ¢hocodia tng Stapeoikng pabnong. MNa tov oxedlaoud Tng
edapupoyng Poolotikape ot apxeG tng Awadopomoinuévng AldaockaAiag Kol Tou
KaBoAwkol Zxedlacpol yio tn Mabnon. O okomog tou apbpou rTav n cuvelodopd otnv
EKTIALOEUTLKN KOWVOTNTA KOAWV TIPAKTIKWYV yla Stadopomoinon UAKOU E CUYKEKPLUEVO
YVWOTIKO TtepLleXopevo. EmumAéov, oto mAaiolo ¢ Slapeoikng pabnong 666nkav 1&€eg
€€EMENG NG adnynong amod toug 8Loug Toug eKMALSEUTIKOUE OE CUVEPYAOLA LE TOUG
HaBNTEG TOUG. AUTA N 8paOTNELOTNTA UIopEL va eTtekTaBel Kal €€w armo To oxoAeio pe Tnv
EUMAOKN KOl TWV OLKOYEVELWV TwV Hadntwv. OAn n oXoAlKl Kowotnto MImopel
ouvdnuloupynoet ta SIkA NG Bivteo Kal e EUKOAO TIPOYPAUUATIONO TIG SIKEC TNG AR
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edpappoyeg. Otav oL xapaktipeg Kot Ta meptBailiovta gival owkeia gival o eUkoAo yla
TOUC HaBNTEC, el8LKA yla 0ooug Bpiokovtal 0To GACHA TOU AUTLOMOU, VO TOLUTLOTOUV UE
ToV Yopoktnpa tou Bivteo kal va enwdeAnBolv amod T SuvatoTtnNTEG NG QUTO-
povtelonoinong (video self-modeling) w¢ pa popdn nmapéuBaocng mov Baociletal oto
Bivteo (video-based intervention, VBI).

Ano tn Stopopdwtikn afloAdynon CUUTEPAVAE OTL TA TTALSLA KATAVONCAV TO
TIEPLEXOEVO KaL TNV malyviwdn Stadikaoia péow tng texvohoyiag. OL Vo unoBEaoelg TG
£€peuvoc (i) av ta teAkd mpoidvta Umopouv va AELToUPYHOoUY WG EKMALSEUTIKO UALKO OTO
mAaiolo tn¢ ekmaidsuong tTwv AKS, toco yla pabntég pe EEA 600 Kal ylo TOUG TUTIKA
QVATTUCGOOEVOUC CUVOUNALKOUG Toug Kal (ii) av n Kowvn eumelpila Tou malxvidlol pnopel
yla va (powBroeL TN cuvePYATIKA LABNoN, avefdptnto amod T0 YWWOTIKO MPodid Twy
pobntwv, og peyaio Babuo emiBefatwdBnkav. NoapaAnAa, To oxOALA KaL OL ETILONHUAVOELC
TWV SUVNTIKWY XPNOTWV KOL TWV EUTIELPOYVWUOVWY OE CUVSUOOUO LE TIC TTOPATNPOELG
TWV EPEUVNTWV TNG OXESLAOTIKNG OUAdAC evowpHaTwOnKav otnv enopevn ¢aon yla tn
BeAtiwon twv edappoywv. H pehrdovtik €psuva otpédetal otnv afloAdynon Tng
epapuoyng HEoa o€ OXOALKEG TAEELC OE TIPAYUATIKEG CUVONKECG cuvekmaideuong, wote va
emPBeBatwbBolv Kat oL ANAEC TTUXEC TwV UTIOBEGEWV. Av, SnAadn, n epapuoyr Wmopet va
OTOTEAECEL EKTIALSEUTIKO UALKO KOL YL TOUG MABNTEC TUTILKAG OVATTUENG Kal av ol
amoktnBeloeg yvwoelg kol Se€LotnTeg prmopolv va StatnpnBouv Kol va yevikeuBolv aTtov
TIPAYLATLIKO KOOO. ' ToV OKOTIO aUTO €XelL e€aodaAloTel n €ykplon Sle€aywyng Epeuvag
amno 1o Yrnoupyeio Mawdeiag kat Opnokeupdtwy. H aloAoynon Ba npaypotomnolnbel ano
EKTIALOEUTIKOUC (YeviknG Kal elblknG ekmaideuong) TPOOXOAIKNG Kal SnNUOTLKAG
ekmaidevong (wg eldikol meplexopévou) kat amd padntég tng A’ Anpotkou.

Euxaplotieg

H oAokAnpwon tng ekmaldeuTIknAG ebapuoync emavénuévng mpayuatikotntag « Waking
Up in The Morning — WUIM-AR» TipoypoTOnolnOnke Ye tn cuvdpopur Twv ¢oltnTwy Tou
Tunpotog Texvwv Hyou kat Ewkovag tou loviou Mavemniotnpiou:

e JtaUupo Kapakoltn (avamtuén tng AR, Slemadég, eumepia Tou XPAOTN Kol
T(POYPUUUATLOUO)

e FEuayyeAia Koupavtowwtn (storyboard, dwtoypadnon kot matdaywylkog mpaKTopac)

e Apn Melaypowvo (enetepyaoia Bivteo Kal elkOVWY)

e FEuayyelo Navén (emipéAela nxou, eneepyacia nxou Kal Bivteo, nxoypadnoeig)

o Mapivo MauAidn (oknvoBetikn empélela, Kivnuatoypddnaon kal eneepyaocia Bivieo)

Euxoplotolpe, eniong, tn pwpn MNapaockeun Pilou (nBomoldg/avatar), ta matdid, toug
YOVELG Kal Toug Beparmeutég Tou Kévipou Duoikng latplkig kal Amokatdotaong (Meviko
Noookopeio DAwpvac), Tou Kévtpou Anpioupytking ArtacyoAnong Mawdwv pe Avamnnpieg
(Anpog GAwpvag) kat tou ZuMOyou Fovéwv kal Kndepovwy Maduwv e Avamnplec,
«SUNDBERG» (Mepidepetakn Evotnta OAwplvac).
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1. Tomog Mtvwnong

2. Bonabeunikd eninebo yoviwy

Mrvépa

Ardporreg\n Snponkon

Andgorrec\n yupvaciou

ArdQottog\n TEXVIKIE OO

Ardo <\ Seutepofas) e

Andgorrog\n ypirofadiuag sxnaideuong

Karoyog perantuyiaxos Tithou

2. Endyyelpa yoviwy

Nartpag
Mnrépa
T [ o
'@9 & &
3. Extre unoloyoti) oo oniny; a@
4. Exeig vayumheT;

5. Zépug va «xatePalecs epappoyic:

6. Nailew nagyviba;

7. Av, vai, nota nayvibia mailog
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Ikéou To rtauyvidt mou poAg Enatgeg kat mapakaiw BAAe o KUKAO Qv CUHPWVEIS 1) SLAQWVEIS HE TIC TApaKAaTW NPOTATELS.
A Aapuwvew | Ala@uwve Oute TUpQWVW | IUREWVE
/ oAU CUHPWVW, TOAD
A oute
Sapwvw
1 >= S
‘HUoULV TTOAU CUYKEVTPWHEVOG/T) OTO TTatvidt @ Q@ @7 @
2 =
Nopidw 6t To nayvidt nrav Stackedaotko @ Q@ @' @
3 | fvwoa 6 o navidt autdé to mavidt pmopel va 3 5 @
SLEUKOAUVEL TOV TPOTTO TToU padaivw @ Q@ @ @ g o
4 Katah@fava apéows ta anoteAéopara anod Ti§ EVEPYELES @ @ ,! Qj
pou Q S
5 | To nepiexuevo Tou magviblod fTav OXeTKd e Ta @ @ 9 @S
EvOLAPEPOVTA poU R v : G Yo
6 , P
Nopidw 6t firav eUkoAo va pabw nuwe va nailw to navidt Q Q@ @ @ &
7 Eviwoa ot yperaldpouy BonBela and kamowov GAlov ya va @ @. , ’ @
naifw o nayvidt * { ) G S
8 | Orav énalda to nmavidt éviwba ot 1o mayvidt dev pe AN
wBoloE va pabw NMEPLOCOTEPA YIA TO YVWOTIKO AVTIKEIHMEVO Q Q@ @ @ R
? | 0g0 énaa 1o nayvidt Sev karadfava av KAmolog pou @ @. ..
TOXNS ?
10 =
Bapiopouy 600 énaila to natxvidt * Q Q@ @’ @
11 Jiyoupa Ba mpoonabiow va £Qapuoow TIG YVWOELS TTOU @ @ ’
anékmoa and To naixvidt ? =
12 Yrpxav OTIYHEG TTIOU EViwoa OTL O EIKOVIKOG KOOMOG Eival @ @. @
TO00 aAnBIvog GO0 KAl O IPAYHATIKOSG Q
13
Mou Gpeoav Ta ypag@ika Tou nayvidiod @ Q@ @ @
14 | Oa pnopovoa oUVEECW TO TEPIEXOMEVO TOU MAXVISIOU HE 2
TIPAYHATA TIOU £XW BEL, £XW KAVEL 1] £XW OKEPTEL Kat oTT) Sk @ Q@ @ @
uou fwn
15 = =
AUTO 1o atyvidt Sev pe wOnoe va pabw* g Q@ @’ @
16 | oq Hou Gpece va maifw autd To mavidt Kat pe AAoug @ @ )
OURHABNTES pou. Q ;
17 2
‘Exaca mv aioBnon tou xpdvou nailovrag to mavidt @ Q@ @‘ @
18 A
AUTO To tatyvidt ékave T padnon no evdiagépovoa @ Q@ @' @ p
19
H (oTopia Tou mayvidlod e amoppOPnoE and Ty apxn @ Q@ @ @
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20 5 e
Enalpva apéows nANPoYOPIES OXETIKA HE TNV Enttuyia ) mv @ @. ') ' Qj
arotuxia Twv npagewv pou Q S g
2 Nopilw 61 Ta ypagika tou naxvidiol taiplalav pe 1o UPog @ @ q )
ToU naVISIoL ?
22 | Eival EekABAPO NWC TO TEPIEXOMEVO TOU MAXVISIOU @ @ 2
oxetideral pe npaypara ou 1én yvwpilw ?
23 | pavratopat 6t ot MEPLITOTEPOL AvBpwIToL Ba wTopovsay va @ @ (3
HaBouv va nailouv auto To nayvidt ToAL ypriyopa R X
24| 5o HEPIKEG TEPUTTLIOELS, LTTPXAV TOOEG TTOANEG TTANPOYOPIES @ @. .
TI0U pov Nrav SUokoAo va BuunBw Ta onuavrika onpeia® {
2 - el
Mou GpEsE N LoTopia Tou aVISIoy Q Q@ @“ @ A,
26 | oray énala T0 mayvidl, 0 EIKOVIKOG KOOMOG Mrav o @ g. @
aAnBvog anod Tov NPaypatikd KOopo ? ) G Yo
27 s
Mou Gpeoay Ta NXNTKA EQE Tou avislov @ Q@ @ @
2% %
O1 0TOXO0L TOU IatXVIS1oU apousIacTnKav ané my apyn @ Q@ @ @ T
29 : o = _
OL £pyaoieg Mov ENMPENE va KAvw O autd To maixvidt yrav @ @ @
TOAU SUOKOAES” Q 4 G o
30 . s
H guvepyaoia oto rawvidt eival xprowun yia m paénon @ %@ @ A @._
31 | Hrav evlapépov mou oTo rayvist ékava Ta npayuara pali @ @ @ @ &
ME TOUC CUMHABNTES Hou ?
32 | fywoa wpaia 6tav  ohoKAjpwoa ME  EmTUXia  TIC @ @. )
SpacTnPIOTTES TOU AXVISIO0 Q
33 A
Ot gtdyot Tou avidlov napoucitactmkav Eekabapa @ Q@ @ @
34 . 2 .
Agev uopoloa va KatahdBuw apKeTa onuEia and To YWoTIKO Q @ @. 5 @
UAWKO Tou matxvidlov* 4 Q g
35 | Mou Kivnoe to evdlagépov va dw nwe Ba efehixBouv ta @ @ @
YEYOVOTQ OTO atyvidt - G 3
36 @
AUTO T atyvidt Sev Tpapnge kaboAou v poooxt) pou* @ Q@ @ @ v N
= o)
Z€ EUXAPLOTOUE TTOAU!
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EpwtnpatoAdyLo SUS EUMELPOYVWOVWYV (TTPOYPOUUATLOTWY)

EPQTHMATOAOTIO SUS NA TO WUIM-AR Huepopnvia: Expert
OVOHATENWVUHO 1816t HAwia
Ixedreite v edpappoyrn nou poAg ohokAnpwoare. ag napakalovpe va Balete o€ kUkAO, av oupdwveite | Stadwveite pe ng
MAPAKATW MPOTAOELG.
Awadpwvd | Aradpwved Oute Ivpdwve | Ivppwved
noAu oUpPWVW, ToAD
oute
Siadpwva
A Nopilw ou Ba ABela va xpnowwonolw autv v
edappoyn ovyva.
2 | BphAka v epappoyn adikatoAdynta nepinAokn.
3 | xédnka 6t n epappoyn nrav eUkoAn otn xpron.
Nopilw 6n Ba ypelaotw Ponbeia and kanolov
4 | texyvikéd ywa va eipar oe Béon va ypnowuonolw
autnv v epappoyn.
5 Bpnka ug diadopeg Aettoupyleg o v edappoyn
KaAd oAokAnpwHEVEG.
6 IkéDTnKa OTL UNNPYE HEYAAN QOUVERELQ OF aQUTO
v epappoyn.
2 Qavralopat 6w oL neploodrepot avBpwnot Ba
pnaBouv va xpnoponotolv autiv v edapuoyn.
8 | Bpnka v edappoyn noAv SokoAn otn xpron.
a Eviwoa autonenoiBnon xpnotponolwviag v
ebappoyn.
10 Xpelwdotnke va paBw mnoAla npaypara npwv
propéow va §exviow tnv epappoyn.
SupnAnpwpatka oxoha:
o
"
v
~ Log EUXAPLOTOUME TOAU !
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EpwtnpatoAdylo SGES eUMELPOYVWHOVWV/EKITAULSEUTIKWV

SGEs EPQTHMATOAOTIO A TO AR MAIXNIAI Huepopnvia:
lewa gag! ©a propovoarte va pag BondnoeTe CUNTANPWVOVTAS AUTO TO EPWTTIHATOAOYLO;

Anpoypa@ika otolxsia

OVOUATENWVUHO 15iomra HAwkia

Eldwémra

NAI OXI

1. ‘EXETE UNOAOYLOTT) OTO OTTiTY;

2. ‘EXeTe TAUNAET;

3. Zépete va «karePaleter eQAPUOYES;

4. Nailere nawyvidua;

5. Av, vai, nowa ntawxvidia naileve;

IKeWTeiTe TO avidt rou poAig naifare kat mapakaloVpe va BAAETE € KUKAO, AV CURPWVEITE 1) S1a@uVEITE pe TIg TapakaTw
TPOTACELS.

Oure
Alapuvw & # IUHPWVW
no\u v s i o TOAD

1 | Huouv oAU CUYKEVTPWHEVOS/T 0TO natxvidt

2 | Nopilw 61t to mayvidt nrav Siackedaotikd

Eviwoa ott To naxvidt autd wropei va
3 | SieukoAUvEL TOV TPOTO Mo padaivw kat pnopolyv
va padaivouv ot pabnrég pouv

KarahdBaiva apéows ta anotedéopara ad g
EVEPYELEG HOU

To NMEPLEXOHEVO TOU NAIXVISIOU ITaV OXETIKO HE Ta
evilagépovta pouv

6 Nouilw 6t fjrav eUkoAo va padw nwg va nailw to
nayvidt
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Eviwoa ou xpetalopovy BorBeta and kanolov
@Mdov yia va nai§w to mayvidt *

Orav énatla to natyvidt éviwba 6u to natyvidt
Sev pe wBol oe va pabw neplooodrepa yla To
yVwotko avukeipevo *

Doo énatla to nayvibt Sev kataAapaiva av
Kamnotog pou ptholoe

10

Baplopouy 600 énatla to mayvidt *

11

Zlyoupa Ba npoonabhow va edpappdow TG
YVWOELG MOV anéktnoa and 1o naiyvidt

12

Yriipxav OTyHEG MOV EVIWOA OTL O ELKOVIKOG
koopog elval 1600 aAnBivég 600 Kat o
MPaypatixog

13

Mou apeoav ta ypadika tov natyviiol

14

Oa pnopoloa oLVEEOW TO MEPLEXOREVO TOU
nayviSiol pe npaypata nou £xw Set, Exw KAveL R
£xw oxkedrel kat otn Sk pou Lwn

15

Avtn o naiyvibt ev pe wWOnoe va pabw*

16

Oa pov apeoe va naifw avto to natyvidt pe toug
padntég pou.

17

Exaoa tnv aloBnon tov xpdvou nailovrag to
ratyvidt

18

AUTO To natyvidt ékave T pabnon o
evbladépovoa

19

H Lotopia tou naiyvibiol pe anoppoddnoe anod v
apxn

20

Enatpva apéowg nAnpodopleg oxetka pe tmv
emttuyla f v anotyla twy npagewv pov

21

Nopl{w 6t ta ypadika tou naiyvibiov taiptalav
pe 1o Udog tou naxvidiol

22

Elvat §exaBapo nwg to neplexopevo Tou
nayvidlol oxetiletal pe npdaypara nov ndn
yvwpliw/sidaokw

23

Qavralopat 6t oL neploocotepol avBpwrnot Ba
unopoloav va pabouv va nallouv avtd to
navisi oAl ypriyopa

24

J€ HEPIKEG MEPIMTWOELG, UTApYQAV TOOEG MOAAEG
nAnpodopieg nov pou frav Svokolo va Bupnbw
ta onpavuka onpela®

25

Mou @peoe n Lotopla tou naiyvidiol
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26

Drav énaila to naxvidi, o elKovikog kOopog nrav
no aAnBvog and tov npaypatikd koopo

27

Mou apeoav ta nxntika epé tou nayvidiold

28

Ot otdyot tou nayyvidiol napouotldotnkav and
wmv apxn

29

Ot epyaoieg mov énpene va KaQvw O QUTO To
navidt frav oAl duokoreg*

30

H ouvepyaoia oto matyvidl eivat xpnotun yua m
pabnon

31

Hrav evBladépov nov to naiyvibl enttpénet
ouvepyaola pe toug pabnrég pov

32

Eviwoa wpaia 6tav ohokAfpwoa pe emtuyia g
Spaotnplotnteg tou naixvidiol

Ot otdyot Tou nayvidlol napovoiactnkav

33 :
fexaBapa

34 Aev pnopovoa va KataAafw apketa onpela and
10 yVWOoTikd LALKS Tou naxviblou *

35 Movu kivnoe to evbiadépov va Sw nwg Ba

e§eAyBolv ta yeyovota oto nayvidt

36

Auté to natyvidt ev tpapnée kaBorou v
npoooyn pou*

* avreotpaupévn epwrnon

Tioag apeoe ) Sev oag apeoe yia Ty Sidaokalia TN MPWIVIG POUTIVAG HE TN XPHON TNG ENauENpEVNG TPayHATIKOTNTAG;

20 EUXOPLOTOUE TLOAU!
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