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Wnoaka Aladpaoctika Maixvidia kal atopa Pe avamnpia
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Turpa Emotnung Pvowkrg Ayayng kat AOAntiopov, Anpoxpiteto [Navemot)pio @pakng

Iepidnyn. Ta Pneuaxa Awadpaoctikda [Tayyviowa (PAIT), etvat ta natyvidia mov amattovv
Kiv1on KAt OOHATIKY] AOKI01) dIIO TO dTOHo, OLVOLACOLY TV YOXAYDYIA [ TV AOKN o
KAl arioTeAodY eEAKDOTIKA epYalela yid T BeATi®Oon) TG PLOLKIG KATAOTAOIG T®V ATOPMV
pe avamnpia. Xxomog g mapovodg epydaotag frav 11 PBAOypAPiky) avacKOMInor)
egpeoveyv 1TIOL  dlepevvnoav ta o@en tev WAIl ota dropa pe avamnpia.
IMpaypatomnou)fnke avaokomnnorn BiBAtoypapiag oKt epeELVOV IOV dNOCIEDTNKAV AIIO
10 2008 éwg to 2016. O épevveg mov emAEXTNKAV Kal avalodnkav, avépepav
aroteheéopata amno 80 atopda pe avannpia. Ao Td AOTEAEOPATA TOV EPELVOV PAVNKE OTL
1] evaocyoAnon tov atopev pe avamnnpia pe WAIT eixe oav anotédeopa ) BeAtioon tov
SAIPOOPIIKOV OYE0EDV, TOV KOWAVIKOV KAl KWVITIK®V 0e§lottev, g owabeong, v
aovdnorn g avtovopiag Kat TG avTomenoifnong. ZOPIEPAOPATIKA 1) eVAOXOANOon TV
atopev pe avamnpta pe WAIT eixe Oetkr emidpaon otr Bepaneia tovg.

Ag8erg khewda: Pnpraxa Awadpaotikda [Tayvidia, exergames, dropa pe avamnnpia

Eicaywyn

Ta yneuaxa nayyvidia amotehody Kavotopeg texvoloyleg, mapexoov éva Oladpaotiko
repBAANoV Iov arrattel Ao 10 XPHOTH VA eKTeAel KIVI|OEL TOD OMPATOS IIPOKEPEVOD VA
emrevyOel mpooopoiwon otnv 00ovn tov mayvidov (Vernadakis et al., 2012). Ta yneraxa
dradpaotika nayvidwa (WAII) eivat StagopeTikd ano ta NAAaOTepd Hatyvidia mov 1rav
Kablotka kot amovoiale 11 OOPATIKY Kiviorn, Ol0TL AIditody amo To XPHotn vd eivat
dpaotrprog xata T Owdpketa tov maryvidov (Russell & Newton, 2008). Ztig xovooleg
Prvteonayvidimv véag yevidag éxet pootebet 1) ovvioTwoda g PLOIKIG Spaotnplotntag (PA)
OLYKPUTIKA He Ta IAaAaOTePNG yeviag Prvteomnatyvidia mov amnovotale 1 dpaotnplotnta amno
10 mepiPdrov too mayvidov. Ta WAIT amotehovv pia xatnyopla matyviduwy, OIoL I
alMnAenidpaon Oe Paociletatl pOVo 0TO COVTOVIOHO XEPLOV-PATIO, AAAA 08 OAOKANPO TO O®HA
P€o® TG XPriong xeprotmpiav onmg to Wiimote xat n miatpoppa toopporiag Wii Balance
Board mov ovvdeovtat pe v kovooda Nintendo Wii kat o awofntr)pag too Microsoft Kinect
(Xbox) (ACSM, 2013 Di Tore & Raiola, 2012).

Qg WAIT otov vroloyiotr) optovtat Ta Iatyvidid oL ArditovyV Kivior KAt O@HATIKT) (0K 01
aro 1o xpnotn (Trout & Christie, 2007). H emdpaor) tovg eivat Oetikry ot dratrjpnon g
(PLOLKI)G KATAOTAONG Kat oty PeAtioon g vyelag tov atopwv (Sinclair et al., 2007). Ta
OLYKeKPpéVa matyvidia oovovalovy v oK o1 He To Iatyvidl Kat ovopdlovial exergames
(exercise and games=doknon kat mawvidia) (Sinclair et al., 2007). O 0pog exergames 1
exergaming ypnowpomnoujnke mpwty @opd amod to ayyAwko AeSiko Collins (2007).
Xpnopomnoteitat yia va kabopioet 1o covovaopo tov maiyvidov pe v aoknor) (Di Tore &
Raiola, 2012). Ta exergames araitodyv ario TOVG COPHETEXOVTEG VA ElVAL OOPATIKA dpaotrjptot
1] VA doKOOVTAL yla vVa Hai§ovv elkovika abArjpata 1 S1adpaoTikég QLOLKEG OPATTNPLOTHTEG
(ACSM, 2013).

Ta exergames ovpmept\apfavoov natyvidia mov mnpowboov t PA omov o xprotng
aMnAemdpa pe 1o Yyneako mneptpalov xatr mapalAnAa aoxeitat. [Towida xawvotopa
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XOAPAKTNPLOTIKA DIIAPYOLV O¢ autd ta matyviowa (oe avtifeon pe ta oopPatikd TOMKA
WPHQLaKd Aty vidta otd orotla ot HAatKTeg XPNOHOIIO00Y IANKTPOAOY10, IOVTIKL, XEPLOTP10)
ONmG NAEeKTPOVIKEG €§edpeg XOPOL, TAATPOPPES pe Kivnon, epyopeTpwka modnAara,
XEYPOKIVITEG OLOKEVEG, KAPEPEG HE AVIXVEDLTI) KIvNOng IOL EMITPEIIOVY OTO XPN Ot Vd
xepietat o matyviot pe Tig Kwvnjoetg tov (Lieberman, 2006).

O Aoyog g avinpévng dnpotkotntag twv WAIT mbavov pmopet va anodobet 1) ot peiwor)
TOV EMUIEOMV TG PLOIKIG dpaotnPLOTNTAS, 2) OtV avinor TV enUIEd®V TNG IAYDOAPKIG
Kat 3) otV €10por) g TexVoloyiag otV Kowavia oo ennpeddet tov 1pono {eng. ITave amod
50 wpeg Vv efdopada apilepmverat prpootd oe KAroto ei0og 00ovng (Prvteonatyvidia, Kivntd
TNAEP®VA, OIONOYIOTEG, THAEOPAOT)) Kat Ta Ioaxvidia amoteAodv Onpo@u\r] pop@n)
yoxaywoytag. H evaoyoAnon pe ta exergames, pPETPLAG 1) £VIOVIG QUOIKIG dpaotnplotnTag
propet va rpokaléoet Oetikda amotedéopata oto oopa (ACSM, 2013).

E&attiag g eEAKDOTIKOTNTAG TOLG, IPOCPEPOLY OTO XPHOTN VAV eVAANAKTIKO TPOIIO Yl v
avdroet ta emneda g PA, ooppPdallovtag £tot ot Swatrpnon Kat ot PeAtioon g vyeiag
toug (Hamilton et al., 2008- Lam et al., 2011). AnoteAodv dnpo@iAr] evaoxoAnon tov atopmv
kabwg 1 xpr)on Tov YnELaKoL mePPANAOVIOG TRV ALY VIOI®V TOVG IIAPEXEL T dvvatoTnTa Va
OLPPETACXOLV OTd HAyVidla pe ioovg Opovg aveSaptnta amo v akadnpaikl] TOLG eridoor)
Kat 1o e10og g avannpiag (Russell & Newton, 2008).

Kata mv evaoyoAnor) pe WAIT, o1 maikTeg eMTPENETAL VA AVIAYD@VIOTOOV 1) VA ODVEPYATTOOV
pe pla opdada éxovtag £Tol €KOVIKI] KAt KOoweVvikr] aMnlenidpaon. H xowevik)
aMnAenidpaon pHopel va ennpedoet TV emMAOYL] KAIOWL (iAov, TV aLTOeKTipn oL, )
diabeor), v mapaxivnon Kat va £xet g artotéAeopa ) BeATIn0n TOV PINK®OV OYXE0E®@V PETASL
TOV HOKTIOV, T PEl®ON TG KOWMVIKIG AIOPOV®ONG KAt g povaywottag. To matyvidt
Dance Dance Revolution copfdalet oty kowvwviky) aAAnAenidpaon Katd 1) SidapKela oo
riatyvidwoo (Lieberman, 2006).

Emnpoofeta yxpnowponolovvtat OAo Kat ovXVOTEPA OaV ePYAAEld EKYDPVAONG O XMPOLG
AOKIONG KAl O KEVTPA DYELAG 1€ OKOTIO TNV avnor) TG IAPAKiVI0nG T®V ATOP®V Y1d AOKNO).
Ewovikol mpoommikol eKkIadevtég IAPAKIVOLY TOLDG XPIOTEG O  ODYKEKPLIEVEG
dpaotnprotnTeg Kat Tovg evhappvvoovy va ovveyioovv oto enopevo emtrnedo (Lieberman, 2006).
1o Wii Fit, évag etkovikog exmiatdenTr)g eMUIALTTEL TO XP1OTH ITOL OLAKOITTEL TNV (OKI 0T Kt
ernaivel To yprjotn) oo extelet emroynpevn npoonddela (Staiano & Calvert, 2011).

Eva ano ta mo ovyxpova kat mo dnpo@iry WAIT kovoolag, eivat to Wii Sports Game
(WiiSG), to oroio péom Tov AoLPHPATOL XELPLOTIPLOL IOV EVOPATMVEL atodntr)peg Kivnong,
HETATPEIEL TIG TIPAYHATIKEG KIVI|OELG TOV XP1OT®V O KIVI|OELG TV XAPAKTI)P®V OTO Aty Vidt.
To WiiSG avamtoyfnke kat napovowdotnke amnod v etapeia Nintendo to 2006 xat ot
A1 oelg Tov Tov OKt®pPptlo tov 2009 ayySav ta 50,54 exatoppdpia oe OAov Tov koopo. To
WiiSG €xet ylvel avTIKEIPEVO EMOTHOVIKOV EPELVAV YA TV €MOPAOI] TOL 0TI PLOIKT
KATAOTAON TOV IAIKI®V, 0TI OWIpOPP®ON TOV OTACE®V Tovg &¢ Ipog Tig GA kat ot
diaxeipton tov ehedBepov xpovoL tovg (Patota & Avimviov, 2010). Ta exergames aroteAovy
éva Snpo@NEg PEOO Y1d TNV abENON TG OLPPETOXNG T®V ATOR®V O€ IPOYPANHIATA AOKNO1G.
Mropobv va emdpacovv Oetikd ot Otatr)pnon g YLOLKIG KATAOTAONG Kat ot PeATimon)
¢ vyeiag tovg (Lieberman, 2006).

To Nintendo Wii 1161 xprjowpomnoteitat oe Ipoypappatda doKnong ya atopa pe avannpia. To
Wii etvant pia kovooda yia WAIT mov emrtpénel otovg naikteg va xabodnyoovv tovg Mii
(xapaxtrjpeg Tov matyvidov), extehmvtag Paoikeg Kivroelg. To Wii-habilitation (Wii-hab),
XPNOWOIIOtElTAal oav epyalelo AIIOKATAOTAONG Yid ATOHA HE avarnpia OA@V TRV NAIKIOV.
Noookopeia xprnopornotovdy 1o matyvidt oav Oepareia anmokatdotaong yid aropd Iov YooV
LIIOOTEL EYKEPANLKO EME00010, KATAypata 1) xeypovpyixn) enépPaor (Gately, 2009).



Wnoelaka Aladpactikda Naixvidia kat atopa e avamnpia 39

YHdpyoov obyxpoVeg TeEXVOAOYIKEG CDOKEDEG IOV OXEDIACTNKAV ATTOKAEIOTIKA Y1d TNV IAPOXT
Borjfetag xat edKOANG MPOCPACIPOTNTAG 08 ATOPA IOV eUPAVIfOLY OOPATIKEG avarmpieg iy
OLOKOAlEG OTO YVWOOTIKO Topea Kabmg PIIOpoLY va XPNOLHOIOU|00LY TIG IKAVOTNTEG TOLG
ATIOTEAEOPATIKOTEPA, VA elvat aveSaptnta KAt vd €YoV KAADTePT TTOLOTNTA (M1)G. 2T PeAET
twv Shih et al. (2011), o oxonog g ¢pevvag rjtav va pehetndet edv 2 drtopa pe avamtoSlakeg
datapayég Oa rjtav oe B¢on va exteAéoovv oxediaopeveg PA oe eheyxopevo miepPArAov e )
xprjon g kovoolag tov Nintendo Wii Balance. To detypa g épeovag amotéheoav 2 aropa
(éva ayopt 18 etwv kat eva kopitot 17 etwv). H épeova 0edr)x0n xpnotponowwvtag to
oxedlaopo A-B-A-B oopgpmva pe tov oroio 1o A avIuIpoomIIevE TV ApXLKL] ¢dor), To B )
@aon g AP Paong, EMELTA TNV EMOTPOPI) 08 PLd OLAPOPETIKI) APXIKT| Paon (A) Kt emetrta
otV telkr) gdon napepPaong (B) (Richards et al., 1999). Ot petprioeig npaypatonow|Onkav
0TO €101KO OXOAelO TOV OLPPETEXOVIMV KAl Ol oLVedPleg 1)Tav TE00ePtg pe 1 Kabe nuepa, pe
Xpovikn Otdpketa Tpia Aermtd. Ao 1) HeAET TOV AIIOTEAEOPATOV TIG £PELVAG TO COPIIEPACHA
NTav ot aofndnke 1 amodoon Kat TV 2 OLHPHPETEXOVI®V otn oxedtaopevn PA.
ZOHPIEPAOPATIKA TA ATOPd He AaVAInpid Xpnotponowmvidag v kovoola tov Nintendo Wii
Balance, priopovoav va BeATidoovy Tig AeIToDPYIKEG TOVG IKAVOTNTES, TV EIKOVA TOL £AVTOD
TOVG, TI§ KOWV®VIKEG TOLG dedlotnteg, v aveSaptnoia kat v avtorenoitnor) toug.

Avaokonnon BiBAloypagiag

Wnetakd Aladpaotikad lMaixvidia kat dtopya pe avannpia

Ta WAIT oo npowboovv ) Spaoctnpiotnta onwg to Wii Sports, armotehody eAkvotikd epyaleia
yia ) PeAtioon tov Kabnpeptvov enuEdmv SpaotnLoOTTAg KAt TG QUOIKIG KATAOTAONG TOV
atop®v pe xpovieg oopatikég avamnpleg (Hurkmans et al., 2010). Ta mBavda o@eAn moo
IIPOKLIITOLY amod TV evaoyoAnorn pe WAL, amodidovtat a) oty vrapdn tov ototyeiov g
dadpaotikotntag, ot padnon péowm g epretpiag, otny vobetnon Oetik®v oopIEPLPOPOV
KAl OTAOE®V £VAVTL NG vyelag, ) otV Imapoxr] eSATORIKEDHEVI)G AVATPOPOdOTNONG Yid
eMAOYEG TIOD APOPOLV TV Lyeld, Y) otV evldppLVOT TG ATOPLKE)G IIPOOOOL TOL XP1OTH, O)
OTIG EVKOLPIEG TIOD IIPOCPEPOVTAL YA KOW®MVIKI) OOVAVAOTPOPL), €) OTIS AIEPLOPLOTES
EVKAPlEG TTOL MPOOPEPOVTAL Yl TNV AVAIITLSH OeSlOTHTOV aLTOESLINPETNONG e Mdav)
HPETAPOPA ALTOV TOV OESLOTITOV O IPAYHATIKEG Kataotaoelg. Emupooteta n) evaoyoAnorn pe
Ta exergames, PHoOpel va IPOKAAEOEL TNV avdnon g HAPAxivnong T®V Xpnotowv vd
aoxoAnovv pe mpoypdappata acknong. Avtoo tov eidovg Ta matyvidia napexoovv ota dtopda
eVAANAKTIKOOG TPOmovg evaocxoAnong pe PA kot pmopel va amotehécovv Tn Avorn oto
npoPAnpa mg nayvoapkiag (Papastergiou, 2009).

Eyke@aAikn BAaBn

H emixttn eykealikr BAaPn amotelet v xOpia attia Oavdatoo kat avamnnpiag oe atopa
veapng nAwiag. ZTlg MePLOCOTEPEG IMEPUITMOELS Ol eM{mVTeg ERPAVICODV  KIVITIKI)
AV1OOPPOIILA IOV £XEL OAV ATIOTEAEOPA T HEWWPEVT) AELTODPYIKI) IKAVOTNTA KO KATA ODVETIELT
) pewwpévn nowtnta (eng. H mapadoolaxr amoxatdotaon propel va etvat emrov)
dladikaoia kat oav CLVENELA VA HEWWOEL TV IAPAKIVN o Kdtl TV dpooioorn oty Oepareiar.
Zmv épeova tov Gil-Gomez et al. (2011), xpnotpomnou)fnxe to cvotpa eBaVik (easy Balance
Virtual Rehabilitation), To omoio rjtav Paciopévo oto ovotnpa g Nintendo Wii Balance
Board (WBB). Zxedidotnke amd xkAvikovg Oeparentég pe okomo 1) PeATiOOn TG OTATIKIG
toopporiag oe aobeveig pe emxtntn eykePalkr) PAAPn pe aoknoelg IPooappoopéveg OTig
avaykeg toug. To detypa g épevvag amotedecav 11 avdpeg kat 6 yovaixeg, nAikiag amo 16
g 76 etV pe emiktt eyke@aAkr) PAAPn mov ntav oe @aon amnoxatdotaong. Ot
ovppetexovteg xmplotkav oe 0o opdadeg: otV A opdada coppeTelyav atopa mov eppaviéav
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peyaln mbavotta mmwong Kat otV opada B ooppeteiyav atopa mov eppavifav pikpr)
mOavotnta nT®worng.

Ot ovppeteyovieg alnAemdpovoav e To naiyvidl eKTEA®VTIAG PETATOIIOEG TOV KEVIPOL
Bapovg oe xabiotr) xat oe opbia O¢on kot enatfav maiyvidia. Xe kdabe ovvedpia ot
ovppetéyovteg énaav 3 matyvidia ano to ovotnpa (Simon, Balloon, Breaker, Air Hokey). O
kabe ooppetéyovtag ohoxkArjpwoe 20 wpeg amoxataotaong, aro 3 €éng 5 oovedpieg/efOopada.
H otatikr) woopporia adtoloynOnxe pe ta eSrg opyava pétpnong: 1) Berg Balance Scale (BBS)
(n xA\ipaka wopporiag BBS dnpiovpyrdnke yia 1 pétpnon g 100pPOIiag 1oV NAKIOPEVOV
atop®v), 2) Brunel Balance Assessment (BBA) (n k\ipaxa woopporiag BBA dnpiovpyriOnke
yia Vv aStoAoynor g AeITOVPYIKI|G L0OPPOIILAS ATOPMV PETA aIIO TO EYKEPANIKO EITEL0OO10).

H Svvapxr) woopporia aStoloynnke amno ta edrjg opyava pétpnong: 1) the Stepping Test (ST)
(doxipaoia SvVAPIKIG 10OPPOIILAG HETA aIIO eYKEPANKO entel00d10), 2) 1 minute Walking Test
(IMWT) (6oxipaotia Badong xatd t) Stdpkela Tov evog Aerrtod) , 3) the 10 meter Walking Test
(10MT) (Soxpaotia Padiong 10 perpav), 4) the Time ‘Up and Go” Test (TUG) (to TUG teot
adohoyet v KvnTwkotmta) xat 5) the 30 second Sit-to Stand Test (30SST) (to 30SST teot
adloloyet 1) GOV Kat TV avtoxr) Tov I1odov).

ATIO ta amotehéopata @avnke OTL 1] evacxOoAnon tov atopev pe to WAIT ovveBale ot
onpavtikyy PeAtioon TNg OTATIKI|G 00PPOIIAS OLYKPITIKA pe TV mapadootaxr) pebodo
Oepamneiag. Kat ot dvo opadeg mapovoiacav PeATioon Kat Ot ePELVITEG AVEPEPAV OTL TO
ovotpa eixe Oetikn) emidpaon ot OTATIKY] W0OppPomid eve dev mapatnpndnke xapia
ONMAVTIKY) enidpaot) otr) SLVAPLKI] 100PPOIIA. ZOPIEPACHATIKA Ol EPEVVITEG AVEPEPAV OTL
T0 oboTnpa NTav aoPalég Kat MOAVOV daIOTEAEOPATIKO OT1) PeATiOon TG OTATIKIG
ooppoIIiag.

Eykepalikn mapaAvon

Ta WAIT noo npowBovv ) dpactnprotnta onag to Wii Sports, aroteAodyv eAxkvotikd epyaleia
yia ) PeATioon TV Kabnpeptvov enuredmv dpaoctnploT)Tag Kat TG PLOIKIG KATACTAONG T®V
atop®v pe xpovieg oopatikég avamnpieg. Ot Hurkmans et al. (2010), peAétnoav tnv
evepyelakr] OAmdvy) eVNAK®OV He eyKEQPAAKI] HMAPAALON (OIACTIKIG HOPPHG) KATd TNV
evaoyoAnor) toog pe 1o Nintendo Wii Sports ota nmawyvidia avtiopaipiorn kot moypayia. To
detypa tng ¢pevvag anotéeoav 5 avOpeg kat 3 yovaikeg, nAkiag 3617 etmv. Ot COpPETEXOVTESG
aoxohovvtav yta 15 Aemtd pe ta nawvidia o xkadevag pe toxata oelpd. Me ) xprjon evog
@opnToL avaovt) agpinv, atohoynOnke 1 evepyetlakn) OArIdvy pe TV IpOoAny1n oSoyovoo
Katd t) SudapKeld Tov Iatyvidlov Kat katd ) Owdpketa g avamnavons. To ocopmnépaopa oto
ornoto KatéAnSav ot epeovnteg NTav OTL Kat pe ta Ovo matyvidia ta dTopd AoKOLVIAV He
pétplag evraong aoknor). Ot epeovnteg avépepav ot mbavov ta WAIT va copdAlovy Oetika
ot Oepaneia avtOV TV AtOp®V Kat va npomboovy eva dpaoctr)pto Kat bytevo Tpono {er)g.

Ot Deutsch et al. (2008), ypnowponoinoav tv kovoola Wii pe okomo tv armoxkatdaotaor)
epnPov pe eyke@alikr) napdhvor). To detypa g épevvag amotéleoe évag £@nBog pie OIaoTiKn
dunhnyta taStvopnpévn copgava pe to Gross Motor Function Classification System (GMFCS)
(to GMECS, etvat eva ovotpa taSvopnong yua Atopa pe eyKeQAAKr) IAapdAvorn Kt
Baoiletat v avtovopn Kivnon Tov atopov Sivovidag EUQAoct) OV KIVITIKOT)TA KAt Ot
duvatomta to datopo va upmopet va kabioet kat va petraxivnOel) oto emimedo III.
ITpaypatonou)bnkav 11 oovedpieg, ek TwV omoimv ot 2 oopnep\dppavayv Kat AAAOLG ITATKTEG.
H dwapkela g kdabe oovedpiag ntav ano 60 é¢mg 90 Aerrta pe ta navyvidia too Wii moypayia,
avto@aiplorn, PHOOLAVYK Kat YKOAP. O COpPETEXOVTAG ACXOAODVTAV HE Ta Hatyvidia aro
opbia xat xkabotr) Beon. Xprowponow)Onke to Quality of Upper Extremity Skills Test (QUEST)
(to QUEST adtoloyel ta mpoTtoIia Kivnong Kat T Aertovpyla TOV Yep®V oe Madid pe
eyKePaAikr Tapdalvor)), to Gross Motor Function Measure (GMFM) (to GMFM agtoloyet Tig
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al\ay&g oL MPAYHATOIOOVVTAL OTNV KIVHTIKY) AELTOvpyld He TV IIPodo Tov XPOVOoL O
atopa pe eykealiki) napaloor)) kabwg kat 1o Test of Visual Perceptual Skills (mpoodioptopog
TOV ONTIK®V OVVAPEDV KAl ASLVAPIOV T®V padntov). Ao Ta AroTeAEOpaTa QAavnKe OTL 1)
evaoyoAnon pe to WAIT eiye Otk emidpaon kabwg PeAtiwbnke 1) otdon), 1 omtiky] avtiiAnyn)
KAt I AELTOLP YKL KWV TIKOTTA TOL er)Bov pe onaotikr| dumAnyia.

Nooog tou ldpkivoov

Ta cvotjpata tov nayvidiwy otov vmoloyiotr) onag etvat to Kinect g etarpeiag Microsoft
propovV va dtevkoAdvoLy T Oeparieia tov atopev pe T vooo tov [Tapkivoov, mapeyovtag
TOug TN OLVATOTNTA VA €KTEAOLV AOKIOelg, ot omoileg mbavov va eivatr SVoKolo va
eKTEAEOTOVV e T1) puokobepareia. 2xomog g épevvag Tav Galna et al. (2014), ntav: a) va
avamntogovy eva mayvidl OTovV LIIOAOYIOTH] Yid TV AIOKATAOTAON TG OOVANIKIG OTAoNS
eAEYXODL Og ATOPA MOV Enaocyayv arno T vooo Tov [Tapkivoov kat ) pia mAotikr Soxipaoia
ya va adtoloynOet n ao@daleta Kat 1 XPHopoTTA TOL A VIO00. Zxedlaotég natyvidimy,
KaAtéyveg kat gootofeparentég oovePalav otn dnpovpyla evog matyvidtoL pe OKOIO TNV
AIIOKATAOTAO!N) TG Kivnong eAéyxov oe atopa pe ITapxkivoov.

To Bépa tov mayvidioo ntav éva aypotng mov enéleye @povta arod eva tpaxtép. Kabmg to
TPAKTEP KIVOLVIAV OTO €KOVIKO IEPPAANOV, Ol OuppeTeEXovVTeg £mpere va padedoov ta
PPOLTA KAt va 081 yOLV AIIOQPEDYOVTAG Td ePITOdIA. ZT1) peNeTr) ovppetetyav 9 daropa, nAkiag
ano 40 ¢wg 80 etav, Ta onoia enatgav to natyvidt oe popntod vrrohoylot pe Windows 7, otov
OII010 TV IPOOAPHOoHEVOG 0 atodntrpag Tov Kinect. Errtd aro tovg ooppetéyovteg enatfav
ratyvidia oto omitt Kat ot meploooTeEPOl aoyoAobVTIAV pe otavpoleda Kat covvtokov. Tpelg
aro tovg ovppetexovieg enatfav Nintendo Wii oto omitt. ONot ot coppeTéyxovteg aokovvtav
TOLAdYLOTOV pia @opd Vv efdopdda, Kupimg pe mepIatnud.

ITpwv amo v évapln g napepPaong vrioloyiotnke 0 AMZ TV ODHHETEXOVI®V Kl 1)
KN TIKT) avannpia pe 1o Movement Disorders Society Version (Unified Parkinson’s Disease
Rating Scale) (xkA\ipaxa aStohoynong tg voooo tov ITapxkivoov). H evaoyoAnorn) pe to matyvidt
eixe dwapketa 30 Aemta xai vmorpyav Owdagopa emineda dvokoliag. H mpoondbeia tov
OLPPETEXOVTIOV Prvteookomr|fnke Kol HETA AIMO TV &VACOXOANOn pe TO Iatyvidt
npaypatonou)Onke oovvévieodn pe 1o @Quoobeparmevt). Ot ep@TOEG aAPOPOLOAV Tig
AVTIAIYELG TOV ODPHETEXOVIMV OXETIKA HE TI) XPNOWOTNTA TOL IAlXVidlod oav TPOIog
Aaoknong. AKOHIN Ol CLPHETEXOVTEG OLPIANPWOAV To gpwtnpatoloylo Flow State Scale
(kAipaxa petpnong g Betiknig otdong évavtt ota abArjpata KAt oTig QLOKEG OPAoTPLOTNTES)
(Jackson & Marsh, 1996).

ATIO Ta arIOTEAEOPATA TG EPEDVAG PAVNKE OTL Ol COPPETEXOVTEG alobdavOnKav ao@alela Kat
poxayoynonkav amno v evaoyxoAnor toog pe 1o WAIL Ot 7 amd tovg 9 ooppetéxovieg
aveépepav ot Oa pmopovdoav va acxoAndoov e to mmatyvidt oto mepBAAAOV TOL OIILTIOL TOVG
eav ovmnpyxe amotéleopa otn Peltioon g woppormiag Tovg. Oplopévol COPHETEXOVTESG
avepepav OTL ODOKOAEDTNKAV 0 OPLOpEveg OOKIPAOIEG TOD ALY VIOI0D. ZOPIIEPACHATIKA T
Aty vidla armoKataoTaong OTov DIIOAOY10TE) HOL Yprotpomnotody to Kinect, etvat acgalr xat
propovv va xpnotporombooyv amnod atopa pe Iapxivoov.

Alatapaxég tov AutiotikoU @doparog (AAD)

Ta exergames oovOvadovv T QLOWKI] KAt TV IVELHATIKI] AOKNOI Tavtoxpovda, kKabmg ta
Aatopa aokovvtal pe to natyvidl. Xty épevva tov Hanley et al. (2011), npaypatonou)tnkav
dvo m\otikeg peléteg yia va efetacoov ta mbava o@éAn mov MPOKLIITOLV dAmld TNV
evaoyOAN Ol He TA exergames 0TI OLHIIEPIPOPA KAl 0TI YVOOTIKI] AELTOLPYIA TOV IAOI®V e
datapayég Tov avTotikov @aocpatog (AAP). Ztnv npwty MAOTIKI peAetn ooppeteiyav 12
nadwa pe AAP (MO=14.8 etwv, 8 ayopia kat 4 xopitowa), Ta onota acyohnOnkav ywa 20-25
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Aerrtd pe 1o matyvidlt Dance Dance Revolution (DDR). Ot ooppetexovteg aStodoynonkav pe
OPLOPEVA TEOT OXETIKA He TNV ASIOAOYNOT ThG COPIIEPLPOPCS KAl TV EKTEAEOTIKI) AetTODPYIA
5 Aerrta mpv kat 5 Aemtd petd amd v evaoyoAnor) toog pe 1o matyviot. I'a va petpnOet
onotadnIote aAAAyr) OTIG OTEPEOTLIIKEG CUPIIEPLPOPEG, Ol COPPETEXOVTEG BrvTeooKomOnKav
kabwg émafav pe mawyvidwa Lego 1 Play-Doh, ywa 5 Aemta mpwv kat petd amo Tn
dpaotnprotnta. Ot Pivteokaoceteg xodwomouw|dnkav odpeova pe Vv KAlpaxa yua
otepeoToIikeg oovpnepupopég Gilliam Autism Rating Scale-2 (GARS-2). H xAtpaka GARS-2
dnpovpynOnke pe oxomod T OLAYV®OI TOL ALTIOROL Ot Atopd nAkiag amo 3 émg 33 etV
(Gilliam, 2006). Ot frvteokaoéteg amo Tig ovvedpieg xmpilotkayv oe draotpata 15 Aermtov Kat
évag adloAoynTrg IapatnPovoe eav eppavifoviav OLUIEPIPOPES KATA T1) dapKeEld ALTOV
TOV OIAOTNPATOV.

Emupoobeta xpnoporou)dnxe to Digit Span Forward and Backward (Wikipedia, 2017), yia
VA HETPIOEL TNV KAVOTNTA dIIOPVIOvVeELOong aplfpav. 210 OLYKEKPLPEVO TEOT Ol
ovppetéyovteg BAEIIOLY 1) KoLV pia oelpd artd apldpodg Kat MPEMetl va TOLG AVAKANETODV
owotd. H oepd tov apiBpov aovlavetatr oe kabe ovvedpia. Ot ooppetéyovteg priopet va
avaxkaléooov tovg aptfpovg pe v kavovikr) oelpd (forward) ette pe Vv aviiotpo@n oelpd
(backward). Axopn xpnowponoujonke to Color Trails Test, To omoio meprehapPave 2
npooridbfeteg. To Color Trails 1 amattovoe T obvdeon T®v apdpev mov eivat toxaia
Katavepnpévol oe pia oeAida amo to 1 éwg to 25. To Color Trails 2 amoteleitat ano opadeg
apWpwv amo 1o 1 £og to 25. H mpatn opdda apdpev eivat toviopévn pe 1o pol xpopd Kat 1)
devtepn opada pe to Kitpivo. Ot ovppETEXOVTEG IPETIEL VA OLVOECOLY TOLG apldpovg ot oelpd,
eved evalacoovtat ta ypwpata. O xpovog mov Oa xpewaotel ywa va oAoxAnpwmbel 1)
npoordbeta, amoteAet kat 1o aroteAeopa. Ooo mo ovvtopa oAoxAnpwbet ) mpoonabdeia, 1000
KaAotepr) anodoor) onpewwvetat (D’Elia et al., 1996).

Emiong xpnowpomnou)nxe 1o Stroop task, to onoio nepedapPave 3 npoondabeteg. Ztnv mpoy)
npoordbeta (Stroop A), o1 COPPETEXOVTEG ETIPEIIE VA AVAYVMOPIOOLY TO XPOHA IO TA PIKP
TETPAY®VA IOV NTav o pia oeAida. Xt Oevtepn mpoondabeia (Stroop B), ot ooppetéyovteg
énperne va OaPdaoovy td OVORATA TOV XPOHRATOV IOV 1)TAV TOUHOHEVA O HADPO PEAAVL. XtV
tpitn Sokpaoia (Stroop C), 01 COPHETEXOVTEG ETIPEIIE VA AYVOI|0ODV TO TUIIOHEVO OVOPA TOD
XP®HATOG KAl VA AVAYVOPLOOLY TO XPOPA Tov peAaviod mov 1 kabe Aéln extonobnke, to
oroto etye avtifeon pe to Tonpevo ovopa. O YpOVOG IOV YPELAOTNKE Yid TV OAOKALP®OT
g mpoondabelag frav kat to amotedeopda. ‘O0o Mo HIKPOG XPOVOG ONHEW®VOVIAY, TOOO
Kalotepn frav 1 emtdoorn (van der Elst et al., 2006). Xto téhog divovtav éva matyvidt
(avtikelpevo) otov kabe coppeTEXOVTA yia TV Ipoorrdbeld tov.

[Tpaypatomou)Onke dedtepn mAotiky) pelétr), oty omoia ovppeteiyav 10 nawdwa pe AAD
(MO=13.2 et®V, OOl 01 OOPHETEXOVTEG I)TAV AYOPLA), Yia va Otepevvn et edv 1) evaoyoAnon e
éva evalakTiko exergame Oa elye IAPOPOlEG OOPIIEPLPOPIKEG KAl YVHOTIKEG emOpaoetg. Ot
ooppetéxovteg aoxohnOnkav yia 20 Aemta pe éva Swadpaotiko maiyvidt modnlaoiag
(Cybercycle-Expresso 3R). Kat oe avt) mv opdda, aioloyndnke 1 oovpmepipopd Kat 1)
exTeAeoTIKr| Aettovpyia, 5 Aemta mpwv xat 5 Aemta petd amod v evaoxOAnor) tovg pe To
motyvidl. Amo T pelét) T®V AIoTEAEOPATOV TIG €PELVAG, Ol €PELVNTEG KATEANSav oto
OLPIIEPAOA OTL Ol OTEPEOTLINKEG COPIIEPLPOPEG PHELOONKAV ONPAVTIKA KAt 0Tlg OVO MAOTIKEG
peieteg. Emuipoobeta mapatnprifnke addnon oTlg OLHIEPLPOPIKEG KAl OTIG YVOOTIKEG
emdOoelg. QOTO0O Ol EPELVNTEG AVEPEPAV OTL XPELACETAL EMUINEOV €PeLVA Yld Va peletn el 1)
EQPAPHOYY] TV exergames OTI) OLAXELPLON T®V OATAPAX®V COPIIEPLPOPAG KAl OtV avdnon
MG YVOOTIKIG AElTovpylag oe Iadid Iov OLPIEPINAPPAVOVIAL OTO ALTIOTIKO (UOHd.
ZOPIEPACHATIKA T exergames oopBaAlovy Oetikd otr) Bepaneia Tov atopov pe AAD, alla
xpewaletat va npayparornondovy Kat aAAeg Epevveg,.
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Zxi{oppévela

2xormog g épeovag tav Campos et al. (2015), fjtav va aStoAoy1)oovy T GKOIPOTTA KAt TV
arodoyn] pag mapépPaocng pe Eva exergame oav ePydAeio yia va mpombdnooov T guoikr)
dpaotprotta oe aobeveig pe oxloppeveta. H diapkeia g napepPaong nrav 8 eBdopddeg.
21 pehetn ooppeteiyav 13 aobeveig pe oxCoppévera (10 avdpeg, 3 yovaikeg pe peco 0po
nAwiag 39.77 etwv). Xprnowonou)bnke to exergame Microsoft Kinect xat ot ooppetéyovteg
aoyolovvtav pe avto pe oovedpieg v 20 Aerrtwv avda 6vo efoopadeg.

Ot ovppetéyovteg adoloynfnkav mpwv Kat peta Vv HApEPPacn Ot AETOLPYIKY)
kwvnukotnta pe 1o teot Timed Up and Go (Podsiadlo & Richardson, 1991) oto omoio
ONPELOVOVTAV 1 ario000r avdaloyd HE TO XPOVO 0L PIIOPODOE O COPHETEXOVTAG Va onKaOet
ano pia KapéxkAa, va MePIatyost 3 pPETPd, vd Yopioel, va MepIAT)oet Iiom OtV KAPEKAA KAt
va xabioet KAT® DA\t 2T AeTovpyKI) arnodoor) KAt 0T QLOLKI| KATACTAO! [ TO TeoT Senior
Fitness (Rikli & Jones, 2013), o omnoio mepteAapPave 6 dokypaotieg: 1) Chair Stand (otdon)
kapexAa), 2) Arm Curl (doxipaoia evdovapwong Ppayiova), 3) Two Minute Step (2 Aerrta
niepricrtnpa), 4) Chair Sit and Reach (xabiopa otnv kapéxha kat ptave), 5) Back Scratch (Sove
v nAdtn), 6) Foot Up and Go (ork®oe 1o modt 0oL Kat mr)yaive). X1} OTATIKI] 100PPOIIia [le
10 force plate, 6110V O1 COPPETEXOVTEG OTEKOVTAL O pid NAATPOPUA O€ KATAOTAOT OTATIKIG 1)
dvovapkng wopporiag (Chaudhry et al., 2011). Zwmv tayotnta eneepyaociag pe to teot Trail
Making, yia va aStohoynfoov ot alayég otnv taxvtta eneepyaociag, oty Kavotnta g
IIPOCOXNG Kat oty eveAiSia g yvootikng ikavotntag (Reitan & Wolfson, 1995). Xt dovapun
g xeypoAaPrig pe to digital dynamometer, oto omoio ot coppETEXOVTEG £MIPEE VA MECODY
pta AaPry pe OAa toog ta OAxTLAA €KTOG amod tov aviiyelpa (Amaral et al., 2012). Kat ta
ovpITOpAta oo oxetiovtal pe ) oxwoppéveta aglohoynonkav pe v kKhipaxa Positive and
Negative Syndrome (PANSS) (Kay et al., 1987) mov Paoietat otnv nui-dopnpévr) oovévtendn
KA1 OTIG AVAPOPEG TOV ODYYEVAOV 1] TOV EMAYYEAPATIOV DYELAG ITOL £€XOLV OXEO0N [ TOV aobevr).
Ta 30 B¢para g Khipakag xeopilovtat oe 3 xatyopieg a) ora Oetikd copmtopata, ) ota
APVNTIKA COPITOHATA KAl Y) OTn YeVIKI) yoyoraboloyia.

H amodoxt) adtoloynbnke amo éva epatnpatoAoylo pe 28 ep@THOELS, TO OIIOI0 COPIAL POV
oL ovppeteyovieg peta v napépPaon. To  epotnpatoloylo  mepleAdapPave  Kat
IIPOOCPHOOHEVES EPMTHOELG ATIO AAAeG Epevnveg OXeTIKA pe T oxompotnta (Williams et al.,
2010). H oxompotta adtohoyr|fnke amnod v KAPAKA IPOOKOIIKI|G KAl KOWVMVIKI|G arrodoong
(PSP) xat n amodoorn Paociotnke otrp OOPNHEVI) OLVEVTELSH TOL TEpPlEAdpPave Téooepa
OTOLYELd: XPIOIHEG KOWMDVIKEG dPAOTNPLOTITEG, IIPOCMIIKEG KAl KOWMVIKEG OXEOELS, PPOVTIOA
TOVL EALTOL KAl AVNOLXNTIKY)/ emetikr) ooprepupopd (Morosini et al., 2000).

Ano ta anoteléopata g épevvag pavike 0Tt 10 90% TOV COPPETEXOVIDV TG AVEPEPAV OTL
1) HapépPaon Nrav wavoroutiky] kat Stadpaoctikr). Ot meptoootepot ovppetexovtes (76.9%)
oope®vnoav ot napepPaor) pe ta dadpaotikd matyvidia mpombet évav vytetvo Tpomo {wng
KAt arotelel evav eVAANAKTIKO TPOIO eVAOYOANoNg e puowkég dpaotnprottes. [Tave amo to
90% TV COPPETEXOVIOV avEPepav 00OV APopd TNV arrodoyr), OTL IAPATH)PNOAV ONIAVTIKEG
emopdaoetg oty avtoxt (76.9%), oty woppormia Kat otnv ebAvyloia Kabmg KAt 0Tov KV TIKO
oovtoviopo (53.8% yua Tig 3 KivnTikeg Aettovpyieg). Ot gpevvnteg avépepav Ott 1) mapépfaon
1€ TO exergame propel va elvat eQiktr| Kat arodeKTr) arro Tovg aobeveig pe oxilogpeveld.

v ¢pevva tev Patsi et al. (2016), pedetriOnkav ot arowelg TV atopev pe oxlfoppevela
oxetwkd pe ta WAIT To detypa tng epevvag anotélecav 8 atopa pe oxtloppevela, nAkiag aro
35 éwg 63 etwv (5 avdpeg, 3 yovaikeg), mov Oepevav oe Levwva Kat NTAv O KATAOTAON
enavévtadng oty kowwvia. Xpnotponoujonke to exergame Nintendo Wii pe ta maiyvidwa
TEVIG, PIIOS, MIVYK-TIOVYK, Sipaokia kat modnAaota. [Tpaypatomou|fnke atopikr) Sopnpévy



44 X. Ndton, M. Avtwviou, I'. Yeavtidou

OLVEVTELSH) Ao Tov Yoyilatpo mov napakolovbovoe ta datopa pe oxoppevela peta v
OAOKAIP®OT TG EPELVAS.

Ot gpmtoetg g ovveévtendng ntav ot e€n¢g: 1) Iag etvat ) dwdbeor) oov kat ta covatobnpatda
00V a1 TV EVAOYOANO1] 00V e To Iayvidy, 2) Ze KoOPAOE 1) evAOXOAN O] pe To Tatyvioy 3)
Xe ayXwoe 1| evaoyoAnorn pe to nawvidy 4) Ze Porjonoe va dakoyelg To KATVIOPA; 5) e
Borifnoe va PeAtiwoelg Tig dratpo@ukég cov ovvrfeteg 6) Xe Porbnoe va PeAtiwoelg Tig
KOW®VIKEG OXE0ELG OOV He Ta broAoura atopa otov Sevava; 7) [potipdag va aoketoat pe WAIT
1] VA ODPPETEXELS OE éva TIPOYPAppa aoknong; 8) @a ovveyioelg va acyoleioat pe WAIT peta
NV OAOKANp®O1) TG épevvag; 9) Oa rPeeg va aoyoAnbeig pe kamolo abAnpa oe mpaypatiko
repBarlov;

H Swapxeta g épeovag ntav 18 efoouadeg pe ooxvotnta evaoyoinong 3 popég avda efoopada
yia 45 Aemrtd. Amo ta amoteAéopara g €PEbvVag GAvNKe OTL OAOL Ol COPPETEXOVTEG ElYaV
Oetikég ammowetlg oyetikd pe to matyviot. ONot ot ooppetéyovteg avepepav ot Pimoav Oetika
oovawonpata xat enawav pe oA Oetikry Swdbeon. Tpelg ovppetexovieg avépepav Ot
oplopéveg gopég atobavinkav xonworn kat mevte 0Tt dev atobavinkav xkadolov konwon. H
arotoyia ota naiyvidta tovg dnpiovpyodoe apvitikd ovvalobnpata. Emurpoobeta tpelg
ooppetéxovteg atobavinkav ayyog kat mévte avépepav ot dev etyav kaboloo ayyog. Otav
KkepOWav ota natyvidia, aobavovtav peydAn xapd kat otav éxavav atotavovtayv OAiyn xat
AIIoYO1)TELOT.

Téooepig ovppetexovteg avépepav 0Tt pel@oayv T0 KATVIOHRd, Ol DIIOAOUIOL TPELG AVEPEPAV OTL
11 evacxoAnorn) pe to maiyvidl de tovg Porbnoe va to EAATTOOOLY KAl évag COPHETEXOVTAG
avepepe OTL TO EAATIOOE POVOG TOV. Ae TIpaypatonou)dnke Katapétpnorn TV Tolydp®yV oL
Kamnvigay, am\d ot EPELVITEG KAl O YoXIaTpog Iapatrpnoayv ott petwdnke atodntd o aptdpog
TOV TOYAP®V IIOL KAMVI(aV Katd T OIIpKeld TOL HP®TOL prva OleSaymyng g Epeovag.
ZXETIKA pe TIg O1aTpoPiKeg ovVr|0eleg, EVTE OOPPETEXOVTEG AVEPEPAV OTL 1] EVAOXOANOT) P TO
natyvidt e tovg Por|fnoe va mpooefoovv Tig Statpo@Pikeg Tovg oLV Deteg KAt Ol DIIOAOUIO TPELG
avepepav ot Oa mpoonabrjocoov va PeAtiwoovv T diatpo@r) Tovg.

Ot errta ooppetexovteg avepepayv 0Tt PeATIOONKAV 01 KOW®VIKEG OXEOELG OTOV SEVAOVA KAt OTL
evhappove Oetikd o evag oovppetéxoviag tov dAo oxetka pe to WAIIL eve evag
OLPPETEXOVTAG ATIAavToe OTL 1] evaoyoAnorn pe to WAIT de tov Porfnoe oto va PBeAtiooet Tig
KOW®VIKEG Oxéoelg otov Sevaovd. Ot COPPETEXOVTIEG OLYKEVTIPMVOVTAV TOAAEG (OpPEg Kat
oplopéveg Qopég enat{av KAamowo opadiko mayviot dvo dropa padi, pe tn xpron dvo
xeprotpiov Wiimote. Axopn téooeptg ovppetéxovieg avepepav ott Oa mpotipovoav va
aoxoAnfovv pe to WIIA, 6vo ovppetéyovteg kat pe to WAIT kot pe KdAmoto mpoypappd
JOKNONG KAl &Vag OLPPETEXOVIAG avepepe OTt Oa mpotipodoe va aokndel pe KATolo
npoypappa daoxnong. Ilévie amd toog ovppetéyovieg avégepav ott Oa ovvéyloav va
aoxohovvtat pe WAIT kat petd v oAokA1)p®or) TG epevvag Kat Tpetg 0Tt Oe Ba aoyolovvtay.
Ot €81 a6 Tovg OKT® CLPPETEXOVTEG avepepav OTL Oa eméleyav va aoyoAnboovv pe xamolo
abAnpa oe mpaypatiko meptPAaiov, evag ovppetéyovtag Oe eixe amogaotoet edv Oa 1)0ele xat
AaKOpI €Vag Aamdvtoe apvnTtikd. Amo mv evaocxoAnor] toog pe WAII, napaxwifnkav va
aoxoAnBoovv pe véa abAnpata. To KOPlO COPIEPACHA TG EPELVAG 1)TAV OTL Ol OOPPETEXOVTES
elyav OeTikég OTAOELG OXETIKA HE TV EVAOYOANOT) Tovg pe to WAIL.

Zupmepdopata
O oxomog g napovoag epyaoctag nrav va dtepevvnbovv ta ogéln tov WAIT ota daropa pe

avamnpia. Ilpayparonmoufnke avaoxkomnon PipAoypapiag oxkt®  gPELVOV IOV
dnpootevtkay amo to 2008 mg 1o 2016. Ot epevveg avépepav ta anoteheopata ano 80 atopa
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pe avamnpia (AAD, oxwloppéveld, eyKePAAIKL] MAPAALOL), eyKeQaAikr) PAafn, vooog too
ITapxwvoov, avamtoSlaxég datapayeg). Ano Td AMOTEALOPATA TOV EPELVOV PAVIKE OTL 1)
evaoyoAnon pe WAIT eixe yoxOKOW®VIKEG KAl YVOOTKEG EMOPAOELS OTA ATOPA ON®G aAvinon
TG AVTOEKTIHNONG, TG KOWMVIKIG ANANAETIOPAONG, TG IAPAKIVI|ONG KAl THG IIPOCOXT)G TOVG.
Ta WAIT exoov oxedraotel koping yla Vv Katavalworn Beppidov, yia v aovdnon tov
Kapdlakmv NaAp®v kabwg xat yia t) PeAtioon g agpoflag Kat Tng avagpoplag tkavottag
(Staiano & Calvert, 2011). H evaoyxoAnon tov atopeov pe autd, HIOPEL Va £XEL OG ATTOTENEOHA
Vv aolnon g napaxivnong ywa evaoxohnon pe PA oe @uowkod mepiParlov (Staiano &
Calvert, 2011).

ZOpQmVaA pe S1apopPovg EPELVITEG 1] EVAOYOANOI T®V ATOP®V HE Ta exergames éxel Oetikég
EMMUITMOOELG 0TIV DYELA TOVG KAl OUYKEKPLIEVA O¢ ATOpd pe Tpavpa otov eyképalo (Hsu et al.,
2011- Gil-Gomez et al., 2011), oe atopa pe kwvnuiki) avarnpia (Deutsch et al., 2008), oe aropa
IIOD €YOLV DIIOOTEL EYKEPANLKO erel00010 oav pédodog amoxkaraotaong (Saposnik et al., 2010°
Yong Joo et al., 2010), oe veapd atopa pe COPATIKEG KAl vonTikeég avarnmpieg (Weiss et al.,
2003).

Ta ovotjpata nayvidiwv mov npombovv T OpAoTNPLOTTA AIIOTEAODV EAKVDOTIKA HEOd,
IIAPAKIVOLV TA dtopa va aoknfoovv kat copPaloov Oetikd ot Oeparieia aroKataotaor)g
toug. To Nintendo Wii, to Sony Eye Toy, to Dance Revolution kxat to Xbox Kinect armoteAovv
OLOTIPATA ALY VIOV IIOL PIIOPOLY Va Xprotpornoody oav epyaleia yia va avrjooov ta
erineda OpactnPLOTNTAG KAl VA AOTEAEOAV EPYAAEIO ATIOKATACTAONG O O1APOPES PLOPPES
avamnpiag. Etvat mBavov ta nayvidia avta va npoopepoov moAanhda opeArn ot Oepaneia
TV aobevov (Taylor et al., 2011).

Ao ta anotehéopara tng épevvag Tov Galna et al. (2014) @dvnke 0Tl Ol COPPETEXOVTEG HE TN
vooo tov ITapkivoov atofavinkav aopdlela xat yoyayeyrnonkav amo v evaoyoAnor) Tovg
pe to WAIL INapopowa otny épevva g Patsi et al. (2016) ot coppetéyovteg pe oxiloppevela
etyav moAv Kahr) 6wabeon kot Oetikég otaoeig evavtt tov WAL aveépepav ot Ba emeleyav va
aoxoAnBoovv pe kamoto abAnpa oe npaypatiko nepiPailov xat n evaoyoAnorn pe WAIT toog
napakxivioe va acxoAnfoov pe vea abAnpata. Ot ooppetéyovteg pe oxi(ogpévela g Epeovag
tov Campos et al. (2015), aveépepav ot n napépPao pe ta PAIT npowbet évav vytetvo tpomo
Cwr)g Kat artotelel evav eVAANAKTIKO TPOIIO EVAOXOANOG HE PLOLKEG OPAOTPLOTITES.

XV épevva oxetikd pe v emdpaon tov WAIT ota atopa pe AAD, ot epevvNTEG avepepav
OTL TO AIIOTEAEOPd 1)TAV 1) PEl®OI) TG OTEPEOTLINKI)G OLPIIEPLPOPAS KAt 1) PBeltioon g
yvaotikng Aettovpyiag (Hanley et al., 2011). Ot Hurkmans et al. (2010), avépepav ott mBavov
ta WAIT va copaloov Betikd ot Oepamneia oV atOp®Vv KAt fie avarnpid Kat va 1pomdodv
éva dpaotplo kat vylewo tpomo (erg. ITapopoiwa oy épevva twv Shih et al. (2011),
aolnbnke n amodoorn kat OV 2 ooppetexoviwv oty oxedwaopévnyy PA, Pedtiwbnkav ot
AELTOLPYIKEG KAL O1 KOWVRDVIKEG TOLG eCLOTNTEG, 1] EKOVA TOL EAVTOD TOLG, 1] AVTOVOHLA KA 1)
avtornernoifnor] Tovg.

Ot Gil-Gomez et al. (2011) xatéAndav Oto OLUIEPAOHRA OTL 1] EVAOYOANON TOV ATOPDV He
eyke@alikr|] PAaPn pe to WAIT oovéPale onpavtikd ot PeAtioon g OTATIKYG 100ppoIiag
OLYKPUTIKA pe Vv napadootaxr) pédodo Oeparmeiag. Ot gpevvnTég aveépepav OTL TO OLOTHHA
NTAaV AOPAAEG KAl AIOTEAEOPATIKO yia T BeAtioon g otatikng wwopporiag. [Tapopoa ot
Deutsch et al. (2008) aveépepav OTt 1] eVAOYOA1ON TOL ATOHOL HE EYKEPAAIKI| IIAPAALOL) e
WAL, eixe oav amoté\eopa T PeAtioon Tng OTAong, TG OMTIKIG avUAnyng kat tng
AELTOVPYIKI|G KIVITIKOTITAG.

Zopnepaopatnikda ta PAIT oo npownbovv ) Opaotnplotta, aroteAody eAKDOTIKA EpyaAeia
yia ) PeATioon TV Kabnpeptvov enuredmv dpaotnploT)Tag Kat TG PLOIKIG KATACTAONG TOV
atop®v pe xpovieg oopatikeg avamnnpieg (Hurkmans et al., 2010). H xprjon tov ynelakoo
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ePPANAOVTOG TOV IALXVIdIwV, Tapéxet ) Oovatotnta otd dTOPd VA OLDHHETACXOLV OTd
rawyvidla pe 100vg OPOVG AVESAPTNTA Ao TV aAKAdNUAiKI) Tovg emdoorn Kat To 100G NG
avarnpiag (Russell & Newton, 2008). ESattiag thg eAKDOTIKOTNTAG TOVG, IIPOOPEPOVLY OTO
XPHOTN £vayv eVAANAKTIKO TPOIIO yid va avdroet ta emtmeda g PA, copPaliovtag étot otn
dratnipnon kat otr PeAtioon g vyeiag tovg (Lieberman, 2006 Hamilton et al., 2008- Lam et
al., 2011). HOn xpnotpomnotlovvtal oav epyaleia armoKataoTaong yid dtopd je avamnpia oAov
ToV nA\ikiwv. Noocokopeia xpnowpornotovv ta WAIT oav Oepareia amokataotaong oe dtopd
IIOD £XOVV DITOOTEL EYKEPANIKO €I1e100010, KATAYPATa 1) Xepovpyikr) enépBao) (Gately, 2009).
Ta WAIT exovv Oetikég emOPAOElg OTA ATOPA HE Avamnnpia Kat Iapott de propovv kat dev
MIPETIEL VA AVTIKATAOTI|OODY TNV EVAOYOAIOT| TOVG PE IIPOYPAPHATA AOKIONG O IIPAYHATIKO
1P PAANOV, ®OTO0O0 PIIOPOVLY VA XPIOLHOIIOI0BVTAL O CLVOLAOHO He IIPOYPAPATA AOKN01)G
IIPOOAPHOOHEVA AVANOY HE TIG AVAYKESG TOVG,.
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