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NEPIAHWYH

H paydaia Tpéodog kal €¢ENIEN o€ OAOUG TOUG TOMEIC TNG TEXVOAOYIAG OTIGC PEPES MAG,
KAVEI TTIO TTPOCITH) TNV £TTAQN TWV AVOPWTTWY PE TOUG NAEKTPOVIKOUG UTTOAOYIOTEC OE
OAo kal veapoTepeg nAIKieg. MapdAAnAa, n mpdodog TNG avatrTugng AOYIOPIKOU PE Tn
Hop®r DIAPOPWV EQAPUOYWY O€ ETTITTEOO UTTOAOYIOTH ) TAUTTAETOG DIEUKOAUVEI TTOANEG
TITUXEG TNG KABNUEPIVOTNTAG MOG Kal BEATIWVEI TOV TPOTTO Kal TNV TroIdétTnTa TNG WNS
Mag. Or1 d1adpaoTIKEG €QAPUOYEG TTOU cuvdudalouv Qwvh Kal ary, €xouv atrodeixOei

IDICITEPA EVEPYETIKA YIa TTaAIdIA KABE NAIKIOG ATTO TTPOCTXOAIKN) HEXP! KAl £pnBouc.

2TNV gpyacia autr}, apxIkd, yivetal gia ouvtoun avag@opd oto BewpnTikd TTAQICIO TTOU
BaoiCeTal n epyacia Kal o€ KATTOIEG OUYKEKPIUEVES Bewpieg padnong (. Piaget). To
KUPIO MEPOG TNG OITTAWMATIKAG €pyaoiag agopd Tnv uAotroinon e€vog d1adpaoTIKOU,
TTOAUTPOTTIKOU OUCTAMATOG YIa TNV EKPNABNON atrAwyv aKOAOUBIWY evePYEIV OE TTaIdia
TTPOOXOAIKNG NAIKIag. H epappoy avatrtuxbnke o€ ypa@ikd trepIBAaAAov flash, pe Tov
M0 €UXAPIOTO Kal dnuIoupyikd TPOTTO. ALIOTTOINBNKE N TTAATEOPPA TTOU £XEI UAOTTOINCEI
OTnNV UETATITUXIOKNA TOu gpyacia o @. Kavétng yia Tnv aAAnNAeTTA®pacn Tou XPraoTn JE TO
ouoTnua péow QwVAG. To TTepIBAAAOV TTOU dnuIoupyndnke eivar KatdAAnAo yia Tn
OUYKEKPIMEVN epapuoyn, DIOTI gival avBpwTTOpop®n Kal eUKOAN va aAANAeTTIOpAOEl JE
TTaIdId WIKPAG nAIKiag. To TTaidi Aoimmdv, Ba TpETTel va @Epel o€ TTEPAG Eva OUVOAO
OOKIJACIWY PE TN PonBeia KATToIWY GUPBOUAWY TTou Tou divovTal Kal KATToIwv odnyIiwv
OAAG Kal KATTOIWY ETTITTAEOV €CAPTANATWY TTOU Ba XPNOIYOTTOINOOUUE, ETTITUYXAVOVTOG
KABe @opd Kal éva oKOTTO PEXPI VO OAOKANPWOEl TNV atTooTOARA. 'ETO1, AAANAETIOpWVTAG
TO TaIdi PeE TO Yypa@IKO TTEPIBAAAOV, €CoikelwveTal Pe T dladikacia etmiAuong
TTPoBANPATWY, evw TTapdAAnNAa yvwpilel Ta Paoik& oToixeEia €vog d1adpacTIKoU

OUCTAPATOG, HaBaivovTag va XEIpiCeTal EpyaAgia avayvwpiong QwvnG Kal a@ng.

OEMATIKH NEPIOXH: Combining voice and touch modalities in educational games for

preschoolers.



AEZEIXZ KAEIAIA: aAM\nAemidpaon avBpwTtou  pnxavig, Bewpie¢  pdabnong,

TTOAUTPOTTIKA CUCTAHUATA, EKTTAIDEUTIKA TTauyVidia.



ABSTRACT

Nowadays, the rapid progress and development in all areas of technology, makes more
accessible to people the contact with computers at ever younger ages. Furthermore, the
progress of software development in the form of different applications in general
facilitates many aspects of our daily life and improves the way and quality of life. Also,
the applications and especially the ones that combine voice and touch (interactivity with
the user), have proved to be highly beneficial for children of any age from preschoolers

to teenagers.

Firstly, in this project, there is made a brief reference to the theoretical framework that
the thesis is based on, and to some specific learning theories (eg. Piaget). The main
part of this thesis is referred to the implementation of a scenario for the learning of
simple sequences of actions by children of preschool age, with the help of the
application developed in graphical environment flash, in the most enjoyable and creative
way. The created environment is suitable for this application because it is
anthropomorphic and easy to interact with young children. The child, therefore, should
carry out a set of tests with the help of some tips that are given and with the help of
some instructions and some additional components that we will use, achieving every
time a purpose until they complete the mission. Thus, the child interacting with the GUI,
is familiar with the problem solving process, while at the same time learns the key
elements of an interactive system, understanding how to use tools of voice recognition

and touch.

SUBJECT AREA: Combining voice and touch modalities in educational games for

preschoolers.

KEYWORDS: human computer interaction, learning theories, multimodal systems,
educational games.
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Combining voice and touch modalities in educational games for preschoolers

1. EIZArQrH

H omoudaidotnta TNG TTPOCXOAIKNG aywyng €xel dlamoTwBel kal emonuavoei armd
TTOAMNEG £pEUVEG KAl HEAETEG 07 OAO TOV KOOPO. AGlooNMEIWTO gival N geyaAn mpoodog, n
OTTOI0 ONUEIVETAI TA TEAEUTAIA XPOVIA OTO XWPO TNG TTPOOXOAIKAG aywyng o€ dIEBVEG

emitredo.

H oupBoAn Tng TexvoAoyiag o€ autdv Tov Touéa gival Idlaitepa onuavTik. QoTtéoo oTnv

EANGOa Oev utTdpxEl N TTPOOOOG TTOU UTTAPXEI AVTIOTOIXA OTO EEWTEPIKO.

1.1 Ekmaideutikd Maixvidia

ApxikG pTtTOpOoUME va avagEpouhe Tnv  amown Tou Prensky (2001) o otroiog
«XaPOKTNPICEl T oNUEPIVA MIKPG TTaIdIG Wn@IaKoUgs 1I0aYEVEIG 0€ avTiBeon PE TOUG YOVEIG
TOUG TTOU €ival Wn@IOKOi METAVAOTEG ETTEIDN YEVVAONKAV OE MIA TEXVOAOYIKG TTOAU
QPTWXOTEPN €mmOoXN» i auty Tou Richard Van Eck (2006) yia tn «Net generationy,
TTPOKEIJEVOU va UTTOOTNPICOUNE TN padnon Baociopévn oe wnelakd Traixvidia. Ol
MaONTéEC paG €xouv aANGgel KaBwg €xouv yevvnBei OoTnv €TTOXN TNG TEXVOAOYIAG.
Emopévwg, n mapadoaoiakr udbnon dev Toug gival EAKUCTIKA KaBWS atraiTouv TTOIKIAIQ
TTANPOPOPIWYV, XPNOIUOTTOIOUV TNV ETTAYWYIKH AOYIKA KOl €XOUV EEQIPETIKEG IKAVOTNTES
OTITIKI] ETTIKOIVWVIAG — XAPAKTNPIOTIKA TTOU TaIpialouv ApioTa Pe T uaénon Baciopévn

o€ Yneloka Traixvidia.

2T0 Onueio autd Kpivoupe OKOTTIMO va ava@epBoupe o€ dUO e€iocou onuavtika
XOPAKTNPIOTIKA Twv Traixvidlwy: oTnv Trapwenon (motivation) kalr otnv €uTTAOKA
(engagement) 1Tou TTpokaAouv oToug padnTég. O Prensky TTapabérel 12 xapaktnpioTikA
TWV YNPIOKWVY TTAIXVIBIWY KAl Ta £UPUTA OTOIXEId TOUG TTOU TTPOKOAOUV TNV €UTTAOKA
(engagement) kal KpaToUV QUEIWTO TO evdIa@Eépov OCwWV Ta Trai(ouv: diackédaon,
euxapiotnon, évrovn kai TraBiaopévn avaupign, doun, Kivntpa, dpacTtnpidTnTa, NAdnon,
pOor], IKAVOTTOiNON TOU €yw, adpPeVaAivr, KOIVWVIKN JIKTUWON, ouvaioBnua kal TEAOG

ava@Epel 0TI Ta Yn@laka traixvidia divouv évauoua otn dnNUIoUpYIKOTNTAG Mag, [4].

O1 Benyon et al. (2005: 61) Bewpouv 6T «n eutmAoKA (engagement) €xel OAa Ta
TTPOCOVTA MIAG EUTTEIPIOG TTOU TTPAYMATIKA €AKUEI TOUG avOpWITTOUG - €iTE auTh agopd
TNV TTAAPN atmmoppdé@non Tmou viwBel k&trolog diapdalovTag éva BiIBAio 1 Tnv TpdkANoN
TTOU VIWOEI KATToI0G OTav Traifel éva KAAO TraixVvidl fj T OuvOpPTTOOTIK €GENIEN €VOG

padlopwvikou €Epyou». Or idlol uttooTnpifouv OTI Ta PACIKA XAPOKTNEIOTIKA TNG

M. Mavvakoupag 11



Combining voice and touch modalities in educational games for preschoolers

EMTTAOKAG (engagement) oTa elkoviKG TTepIBAAAOvTa pdBnong ecival: 1o aicbnua Tng
auBevTIKOTNTAG KAl TG avayvwpiong Tou  TTEPIBAANOVTOG, N IKavoTnTa  TOU
TTEPIBAAAOVTOC va TTpocapuoleTal OTIC AVAYKEG TOU XPNOTN, N CUVAPTIACTIKY 10TOPIA, N

armoppdéenon/eupubion (Immersion) oto Traixvidl Kai n porj Tou.

O Malone & Lepper (1987, in Whitton, 2010: 43) avag£pouv OTI T YN@IAKA TTaixvidia
EXOUV Ta €ENG XAPAKTNPIOTIKG: TTPOKANCN, Qavtaoia, TTEPIEPyEIa, €AeyXo TTAvw OTO
TTaIXVidI KAl €TTOPEVWG TTAVW OTN PABNon, Ta oTroia TTPOKAAOUV TNV E€UTTAOKN TwV

TTAIKTWV.

EkT6G, ammd TNV €UTTAOKR TTOU TTPOKAAOUV TO WN@IAKA TTaIXVidla OTOUG TTAIKTEG £Eioou
onuavtiké poéAo Traiel kal N TTapwlnon TTou autd dnuioupyoulv. «Q¢ TTapwbnon
opiCeTal n uttoBeTIKA dladikaagia 1 yia ogipd uTTOBEeTIKWY dladIKaolwy, N oTroia BETEl o€
Kivnon, kateuBuvel, uttooTnpilel Kal TEAOG OTAPATA HIa akoAouBia cupTTEPIPOPAC, TTOU
gival TTpoocavaTtoAMiopévn o€ KAtrolo otoxo» (Tpihiavog, 2003). Or yevikoi TUTTOI TNG
TTapwONoNg cival dU0: N ECWTEPIKN TTAPWONON Kal N eEWTEPIKN TTapwOnon. H eEwTepIKA
TTapwOnon ocuvTeAgiTal OTav oI AvBPWTTOI KAVOUV MIa evépyela eTTEIdN Ba £xouv KATTOIO
eEWTEPIKO ATTOTEAEOUA TT.X. £vag NaBNTAG TTPooTTaBEl va ypdwel oAOCwaoTa TNV GOKNON
yia va BaBuoAoynbei pe apiota 10 woTe va aviapelpOei pe autokOAANTO. H e0wTEPIKA
TTapwOnon ugioTatal Otav KATTOI0G EVEPYEI EEQITIAC MIOG EOWTEPIKAG €MOUMIag (TT.X.
ereIdr) Ppiokel TN dpaCcTNEIOTATA EVOIAPEPOUOA I EUXAPIOTN) YA ETTITUXIO OTO €pyO TOU
aveEdpTnTa aTrd TO av auTr n evépyeia Ba éxel eEwTepIKA agia. «k ETTouévVwG, N ECWTEPIKA
Tapwbnon B6a pPTTopoucE va XAPOKTNPIOTE WG N QUOIKH POTIy TOU ATOUOU YIa
avadnTnon Kal KatakTnon Twv TTPOKAACEWY, Yia £TMIdIwEN TTPOCWTTIKWY EVOIAPEPOVTWV
Kal AOKNon Twv IKAVOTATWV. ZTNV €0WTEPIKN TTapwONON O1 APOoIBEC Kal Ol TTOIVEG
atroaivouv TTEPITTEG, ETTEION N Epyacia auTr) KaBeauTh avtaueifel To dtopo» (TpiAiavag,
2002).

EmixeipnuatoAoywvtag utrép TG XPHong Twv Ynolakwy traixvidiwyv otn pdénon Oa
ava@epOoUpE OTIC avAyKeS TwV JabnTwyv TNG véag yevidg, Twy digital natives, aAAd kai

OTIG Bewpieg padbnong TTou autd utrooTnEifouv.

1.2 EKmaideuTIKd Yn@IokKd Taixvidia otnv mpooXoAIKn nAiKia

MNa ta madid nAIKiag 3 £wg 5 €TWYV, TA EKTTAIDEUTIKA WYN@IAKA TTaIXVidla ouxva 0TIAlouv

o€ OECIOTNTEG ETOIUOTNTAG YIA TO VNTTIAYWYEIO, CUPTTEPIAAPPBAVOUEVNG TNG ETOINOTATOG
M. Mavvakoupag 12
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avayvwong (61TTwg n avayvwpion Kal 0 OXNHATIOPNOS YPAUPATWY, N CUOXETION TWV AXWV
ME Ta YyPAUPATA), TNG HABNPATIKAG €TOINOTNTAG (OTTWG N AvayVvwWEIOoT KAl O OXNUATIONOG
TWV ApIBUWYV, IKAVOTNTEG UTTOAOYIOHOU Kal opadoTtroinong), o€ 8e€10TNTEG TUAAOYICUOU,
O€ aVvTIANTITIKEG IKAVOTNTEG, OTN dNUIOUPYIKOTATA Kal TNV auToékppaon (Lieberman et
al., 2009b). Eav 1ta UAIK& yia TO TTaIXVIdI Kal TN PuAdnon, CUUTTEPIAQUPBAVONEVWV TWV
WNQIAKWYV TTaIXVIOIWV, £XOUV OXEOIOOTE yIa va £EUTTNPETAOOUV TA EVOIAPEPOVTA KAl TIG
IKAVOTNTES TWV TTAIBIWY, TNV ETTIBUMIA TOUG va TTAiCouUV Kal va £¢EpEUVAOOUY, KaBWGS Kal
TNV E0WTEPIKN TOUG avaykn yia gaénon, ta aidid gival moeavoTepo va avatrTugouv Kal
va evioxuoouv Tnv TTPpwToBouAia Toug Kal TNV aydTrn Toug yia Tn panon (Sadowski,
2006). Ouwg, 6Aa Ta wnolakd TTaiyvidla dev gival avatTugiakd KatdAANAa Kal ETTIMEAWG
oXedIaoPEVA WOTE va evIoXUoouV Tn O1adIKaoia CUP@WVA JE TNV OTToIa Ta MIKPA TTaIdIA
TTaifouv kai pabaivouv (Garrison & Christakis, 2005). Zuxvd, ava@épovtal OnNUAVTIKES
apvNTIKEG €MIOPACEIS Ol OTTOIEG APOPOUV KUPIWG OTNV KOIVWVIKA) CUUTTEPIPOPA TWV
TTaIdIY, TOV KivOuvo €€Aptnong kai Tov Treplopiopd m¢G @avraciog (Polman et al.,
2008).

Baoikdg okotrog TnG €pyaciag €ival n KATavonon Twv XOPAKTNPEIOTIKWY KAl TNG
ETTIOPAONG TWV EKTTAIDEUTIKWYV TTAIXVIDIWV TTOU OUVOUACOUV avayvwpIion WVAG Kal agr)
KAl TTIO OUYKEKPIMEVA N €QAPUOYN TTOU AvaTITUXONKE, OTA TTAQICIO TNG TTPOOXOAIKAG
ektraideuong. H diadikaoia €ilcaywyng TETOIWV EQAPUOYWY Eival aKOPA OE TTEIPAUATIKO
0T1adI0, KABWGS OTTWG TTPOKUTITEI OTTO KATTOI0 OUVOAO €PEUVWYV, TTAPA Ta BETIKA TTPWTA
ATTOTEAEOUATA E10AYWYNS TOUG OTNV TTPOOXOAIKN EKTTAIOEUCT BewpPEiTal OTI ATTAITEITAI N
OleCaywyrl OUOTNUOTIKAG KAl JOKPOXPEOVIAG £peuvag. TETOIOU  €idOUG  €PEUVEG
OupBaAouv oTn Bepediwon TG avriAnwng Om Ta BETIKA aTToTEAéoPOTA  TTOU
TTpoépxXovTal aTrd TN XPnon Twv £Eumtvwv KivnTwyv cuokeuwv (EKZ) kar twv TrE
YEVIKOTEPA, OEV TTapATNPOUVTAl NOVO Adyw Trapouciag Twv TME, aAAd kai ammdé Tov
TPOTTO PE TOV OTTOIO N TEXVOAOYIa XPNOIUOTTIOIEITAlI ATTO TOUG EKTTAIOEUTIKOUG yia TNV
TTpowoOnoNn Kal avaTrTuén Twv Pacikwy OeCIOTATWY, OTTWG opideTal atmd TIGC OUYXPOVEG
e€ehiCeic. Ev kaTtakAgidl, To Mo onuavtiké {ntnua gival va avalntnbolv TpoTToI yIa va
eviaxbouv véeg pop@éG Twy TTE oTo XWPO TOu vNTTIaywyEiou/ OXOAEiOU TTPOKEINEVOU
VA PEYIOTOTTOINBOUV O1 BETIKEG ETTITITWOEIG TWV VEWV AUTWYV PJECWYV, WOTE VA EVIOXUETAI
Kal Oy va eutrodieTal n eutreipia TTauxvidioUu Twv TTaIdIV TTPOG OPeAOG TG nddnong,
[71, [11], [14].
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1.2.1¥Yneiako mraixvidl kai n d18akTIKA agiotroinon Tou otnv MNMpooxoAikn HAIKia

Ta yneiakd traixvidia Kal JEoa JTTOPOUV vVa atToTEAECOUV €va OIOAKTIKO €PYAAEio TTOU
Méoa atrd KATAAANAEG dpaoTNPIOTATEG KAl OXEDIA Epyaniag va utrooTnpi¢ouv Tn pdénon
QKOUA Kal o€ PIKPES NAIKIES. ZUP@wva Pe Tov Prensky (2001) To avatrtuglakd KatdAAnAo

WNQIAKO TTaIxVidl €€l T EEMNG XAPAKTNPIOTIKA:
1.Kavoveg
2.216X0UG Kal ETTIOIEEIG
3.AtroTeAéopaTa Kal avaTpopoddTnon
4.Avtaywviouo/ TTpdBeon/ avtiBeon
5.AAMNAeTTiOpaON
6.AvatrapdoTtaon f cevdapio

Mpokerral yia éva TepIBAANOV pabnong, OTTou O TTAIKTNG KATOKTA £VVOIEG KAl AVATITUOCEI
0e€I6TNTEG yIa va TIG XPNOIKOTTOINOEI O€ £€VA OUYKEKPIWEVO TTAQICI0, AUTO TOU TTAIXVIBIOU,
KAl yia va KOAUWElI OUYKEKPIYEVESG avAyKeS 1 emMOIWEEIC. AuTA N TTAQICIWHEVN pdBnon
MTTOPEI va aglotroinBei dnuioupyika otnv TGN Tou NNTTaywyeiou Ye 0TOXO TNV ETTITEUEN
EKTTAIOEUTIKWY OTOXWYV, TNV KATAKTNON YVWOEWV, TNV avATITUén OTACEWV Kal

oe€loTNTWY, HEoa atmd YnOIoKd epeBICUATWY.

Me Ta wn@iakd TTaixvidia o1 XprjoTEG CUMMETEXOUV O€ EIKOVIKEG TTPOKTIKEG, JaBaivouv va
oké@TovTal, va avaloyifovralr Ta OedOuEVA, va TTAIPVOUV ATTOPACEIG, VA ETTIAEyOUV
OTPATNYIKEG, VA UTTOdUOVTAl VEEG TAUTOTNTEG Kal POAoUG, va Treipauariovral, va
ekppdalovTal Kal va dpouv PE VEOUG TPOTTOUG OUVOEOVTAG yvwon Kal TTpdgn. Me 1o
WN@Iako TraiXvidl n ydbnon atrokTdel pia AAAn didotaon kai pop@r). O XEIPIOPOS Twv
OUMBOAWY Kal TwWV €IKOVWY 0TV 086vn Tou UTTOAOYIOTH 1} Tou KivnTtou | Tou RBivTeo
QVTITTPOOWTTEVEI €va VEO €i0OG OUUPBOAIKOU TTaixvidloUu, OTO OToi0 Ta  TTaIdIA
QVTIMETWTTICOUV TIC €IKOVEG TNG 000vNG WG «aTmTéG» Kal TIG xelpidovtal OTTwWG Ta
avTioToIXa MIKPA TTaIxVidla Kal avTIKEigeva. To yn@iako traixvidl divel T duvartdtnTa va
OTITIKOTTOINBOUV IDI0TNTEG KAl £VVOIEG, QOAIVOUEVA KAl aTToTeEAéopaTa, pEoa  atmod
EUXAPIOTO TPOTTO, TNV EUXPNOTIA KAl TNV TTPOCRACINOTNTA, TO NABNCIOKO dUVAUIKO, TV
TTaIyVIWdN TTAOKK, TNV TEXVOAOYIKI KATAOKEUNA KAl TNV ETTIKOIVWVIOKA AEITOUpYia Tou, OTO

ETTITTEdO TNG TTPOCANYWNG Kal TNG d1ddpaong.
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H évraén Tou wn@iakou Traixvidlou OTO KABNUEPIVO TTpoypauua Tou NntTiaywyeiou
MTTOPEI va TTpayuatoTroinBei o€ TTOANEG OIOPOPETIKEG OTIYMEG avAAOYA PE TO OXEDIACTHO
Kal TIG emMOIWEEIS. MNa TTapddelyua, T0 Wyn@IiokO TraixVvidl PTTopei va atTroTeAédel TV
agoppion ) 1O gpEBIOPA €VOG OIBAKTIKOU OXEDIAOMOU WOTE va avaduBbouv €vvoleg N
0e€IOTNTEG ME QUOIKS TPOTTO PECQ ATTO TO CUYKEKPIPMEVO TTAQICIO TTOU BETEI TO TTAIXVIOI.
Emiong, pmmopei va xpnoipotroinBei oto TéAog Kd&tmolou oxediou epyaciac wg PECO
agloAdynong | TTpoékTaong BeuaTikwy evoTATwy. H opyavikn évratn evoc wnelakou

TTAIXVIBIOU OTO TTAQICIO MIAg dpaoTNPIOTNTAG £XEI HEYAAN onpacia kal BaputnTa.

MapdAAnAa, €xel onpacia va emAEYETAl KATTOIO TTaIXVidl TTOU va UuttooTnpidel TIG
TTPOUTTAPXOUCEG YVWOEIG TWV TTAIBIWYV. € CUVEXEID PE T TTapattdvw, Ba TTpETEl va
AauBaveral uTtOWPn av T0 WYN@IOKO TraixVvidl PTTopEl va AeIToupyroel aveedptnta A av
TTPETEl va ouvouadeTal oTTwodATIoTE e KATTola AAAn dpaocTnpidtnta (CwypadIkn,
KOTOOKEUEG, KOAAQ, Opapartotroinon, Traixvidla, TTapapubl, KAT). Oa Tpemer va
EVIAOOETAl POVO OTO  Opyavwuévo TTAQICIO  PABNoNG 1 Kal  OTIC  €AeUBEPES
OpacTnpIdTNTES TwV TTaIdIWY; Egicou Baaoikn ival Kal n TTPOOTITIKA TNG agloAdynong Twv

OpaoTNPIOTATWY TOOO AVAPOPIKA YE TO OXEDIAOKO TOUG OO0 Kal PE TNV UAOTTOINOT) TOUG.

KaBopioTikd poAo atnv MNMpooxoAikiy HAIKia TTaidouv n evepydg OUPHPETOXH TwV TTAIdIWY,
ATOMIK 1 opadikh, o OUuVOUIKOG XOPAKTAPAG Twv EPYOAEiwv Kal PEOWV TTOU
XPNOIJOTTOIoUVTAl, €IiTE TTPOKEITAI VIO AvATITUEIOKA KATAAANAO AOYIOUIKO, €iTe TTPOKEITAI
yia wn@iaka Ttraixvidia, n OI0aKTIKr}, O eKTTAIOEUTIKOG Kal OxI PMOvo. 2Tn pabnolakn
dladikaoia ol OgCIOTNTEG KAl Ol EKTTAIOEUTIKOI OTOXOI, OTTWG N KPITIK OKEWn, n
ETTIKOIVWVIA, N AQYn atmo@dcewy, n Katavonon TepieXopévou, dev aAAalouv, aAAdlouv
OMWG, Ta JIBOKTIKA epyaAgia Kal Péoa, Ta oTToia dnuIoUpPyoUV VEEG OXEOEIG Kal POAOUG
KABwWG Kal SIAPOPETIKEG HOPPEC NABNONG YECO aTTO ONMPIOUPYIKESG, UTTOOTNPIKTIKEG KAl
TTAOPAYWYIKEG TTPOKTIKEG. TO Wn@IOKO TraIxVidl aT1roTeAEl éva vEo PEOCO Kal €PYAAEio
MAOnong TTou €dv aglotroinfei cwoTA PTTOPEl va 0dNynoel TNV avaTtTugn degIoTHTWY
Kal yvwoewyv. Ta aidid péoa atmrd 10 ouvOUaoPO TNG Yuxaywyiag Kal TNV TTAaIciwon
TOU TTQIXVIBIOU UTTOPOUV Va EVEPYOTTOINBOUV Kal HEoa atrd auto TO ‘vEO’ TTEPIBAAAOV va

dlaokedAoouv aAAd kai va pdbouy, [1], [8].
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2. OEQPHTIKO TMAAIZIO

2.1 H Bswpia Tou Piaget yupw atrd Tn YVWOTIKI avATTTUSN TOU TTaIdIoU — ZTAd1a

H avamTugn tng okéwng Twv TTaidiwy (YVWOTIKA avdatrTugn) cival éva atrd ta KupioTepa
Béparta PEAETNG TWV avaTTTuglaoKwy WuxoAdywv. H Bewpia Tou EABETOU WuxoAdyou
J.Piaget Bewpeital oTaBPOG oTn PEAETN TOU TPATTOU AVATITUENG TNG OKEWNG TOU ATOUOU
atrd TN yévvnon Tou PEXP! TNV €@NPIKA NAIKIa Kal ETTIKPATNOE KATA TO OEUTEPO PICO TOU
20°Y aiwva. ZOPQWva Pe TN Bewpia Tou, N OKEWN TOU ATOUOU avaTITUOOETAl KABWS auTd
aAAnAemdpa pe Ta epeBiouarta Tou TTEPIBAANOVTOC. AvTIOpwvTag G° autd dnuioupyei 6Ao
KAl 1710 TTOAUTTAOKO vonTIKA OoXApaTta kKol OopéG. Baoikd ouoTatikd TG okEWNG Eival To
oxAua. Or1 aviavakAAoTIKEG KIVAOEIG TOUu BPEQOUG aTToTEAOUV Ta TTPWTA  OTTAA
«oxAuata» TG okéWng. O eutTAoUTIONOS Twy OXNUATWY 0dnyei 0 TTOAUTTAOKOTEPA
VONTIKA OXAMUATA, TOUG VONTIKOUG OXNMATIONOUG. O €UTTAOUTIONOC TWV OXNUATWY YiVETQI
ME TN PonBeia dUo PaoiKwv AEITOUPYIWV: TNG agopoiwong (assimilation) kal TNG
oupuopewong (accommodation). Kard 1n diadikacia NG a@ouoiwong 1o ATOPO
EVOWMOTWVEl VEEC TTANPOQPOPIEG OTA UTTAPXOVTA YVWOTIKA OXAMATA EVW ME TN
dl0dIKaoia TNG OCUPUOPPWONG TPOTTOTIOIEI TIG UTTAPXOUOEG YVWOTIKEG OOUEG TOU
oUP@WVa JE TIG VEEG TTANPOPOpPIES. H UTTapEn 100pPpOTTIaG AVAUETO OTIG AEITOUPYIES TNG
agopoiwong Kal TNG oUuuudpPwong odnyei To dtopo oTn TTPooapuoyr Tou (adaptation)

oTn véa KATaoTaon Kal o€ £€va avwTeEPO oTAdIO vonTiKAG avaTTuéng, [13].

H avdmTtu¢n tng okéwng Tou arduou cuupwva pe Tov Piaget, repvd atrd kabopiouéva
OoTAdIO TA OTTOIA CUUTTITITOUV PE OUYKEKPIUEVEG XPOVIKEG TTEPIOOOUG TNG CWNAG Tou. 2€
KGBe oTddIo n okEWn Tou TTaIdIOU €XEI CUYKEKPIUEVA XAPAKTNPIOTIKA. Ta otddia autd

gival:

1. To aigBnoiokivnTiké o0TadIo (amd TN yévvnor Tou £€wg 2 €Twv). H yvwoTIKA
AgIToupyia Katd 1o oTAdI0 AuTO OTNPICETAI OTA AUETO OEDOMEVA TWV AICONCEWYV Kal

OTIG KIVNTIKEG QVTIOPACEIG.
2. To 1TpoevVoIOAOYIKO i TIPOCUAAOYICTIKO OTABIO (2 £WG 6 1} 7 ETWV).

3. To o1ddIo TWV CUYKEKPIMEVWY AOYIKWV TTPAgewyv (6 I 7 eTwv €wg 12 gTwv). Katd
TO 0TABI0 aUTO TO TTaIdi ATTOKTA TNV IKAVOTNTA CEIPOBETNONG, N OTTOIA TOU ETTITPETTE
va Badel oe Aoyikr) o€lpd (va o€lpoBeTei) dIAPOPa AVTIKEIYEVA PE BAON TIG OXEOEIG

TToU Ta OIETTOUV KABWG ETTIONG ATTOKTA Kal TNV IKAvOTNTA TagIivounons. H okéywn Tou
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XOPpaKTNPIZeTal atmd avaoTpeWiuOTNTa (€ival IKAVO va akOAOUuBEi Tnv avTioTpo®n
TTOpEia TTPOG €KEiVN TTOU akoAoUBnoE yia va QTAoEl 0€ KATTOI0O CUPTTEPOCHA) Kal
ouvouaoTIKOTNTA (gival IKavd va ouvOuddlel Kal va OUOXETICEl OUYKEKPIPEVA

QVTIKEIPEVQ).

4. To oTAdI0 TWV TUTTIKWV AOYIKWV TTPagewv (12 eTwv Kal Tavw). Katd tn 1epiodo

QUTH €XOUME TNV avdATITU¢n TG agnpenpévng okéwng, [3].

2.2 To mwpoevvoIioAoyIkO | TTPOCUAAOYIOTIKO OTADIO (2 €wg 6 1) 7 ETWV)

Katd 10 o1ddI0 autd €XOupe TNV eu@avion Miag agidAoyng WUXIKAG IKavoTNTag, TNG
IKavVOTNTAG avaTTapAoTaong evOg TTPAYHATOG 1 YEYOVOTOG PE KATTOI0 GUMPBOAO 1} onueio.
To TTPWTO €ival TO «ONUAIVOUEVO» Kal TO OEUTEPO €ival TO «ONUAIVOVY». ZNUAIVOUEVO,
MTTOPEI Va gival Eva TTPAYHA, £va yeyovog eV ONUaivov PTTopEi va gival n eikéva Tou, To
oXx£€016 Tou, TO 6voud Tou. H Asitoupyia autr) ovouddletal cuuBoAIKr AsiToupyia Kai givail
MIa KAtakTnon Paocikr kair agioAoyn. Zuu@wva ue Tn Bewpia Tou Piaget n oupBoAikn
Aeitoupyia  ekdNAwveTal Pe TTEVTE OIAQPOPETIKEG MOPQYES, TTOU E€ival: n yAwood, TO
OUMBOAIKG TTaixVvidl, To IXxvoypdenua, n mmapdoTacn kKai n dignon. Katd tn vnmakn

NAIKia n okéwn Tou TTaIdIoU TTAPOUCIAlEl TOUG £ENG TTEPIOPICHOUCG:

1.H okéyn Tou vnTriou eival petaywyiki: O Piaget TrioTteue 611 Ta pikpd TTaidid dev
€ival IKava va Kavouv AoyIKoUG GUAAOYIOPOUG aITiou — auTiatou, Ogv PTTOPOUV va
TTPOXWPOUV aTTO YEVIKEG BE0EIC O€ €10IKEG UTTOBEOEIG (TTAPAYWYIKOG CUAAOYICNOG)
N a1rd €10IKEG UTTOBEOEIC O YEVIKEG BEOEIC (ETTAYWYIKOG GUANOYIONOG). H okéywn
TOUuG eival peTaywyikr), dnAadr karteuBbuvetal amd 1o €va €10IKO Béua oTo GAAO
XWpPIig va kavel yevikeuoels. O Piaget atrokaAei auty T popery oKEWng wg

TTPOAITIWON OKEWN.

2.To TTaudi dev PTTOPE va dnUIoUpPYEl KATNYOPIOTTOINCEIS IEPAPXIKAG HOPPAGS. To
VIATTIO OUOKOAEUETAI va DIOKPIVEI TO OUVOAO OTa PEPN TTOU TO atTapTiCouv. Aduvarei

Va EVTOTTICEl EVVOIOAOYIKA OXAMATA.

3.H okéywn Tou vnTTioU ETTIKEVTPWVETAI O€ £€VA JOVO XOPOKTNPIOTIKO YyVWPIoUO KABE
@opd. To Tmaudi auTAG TNG NAIKIOG ETTIKEVTPWVEI TN TTPOCOXI TOU O€ MIa TTPoéXouca

TTAeUpd oTtToloudNTTOTE BEPATOC TTPOCTTAOE va oKePTEl. AduvaTEi va KaTtavoroel TNV
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OAANAOCUOYXETION TTOAAWYV  YVWPICPATWY 1 va AdBel uttdwn Tou TIG TTOAAEQ

dIa0TACEIG TNG TTPAYMATIKOTNTAG.

4.H okéywn Tou TTa1dIoU TTPOOXO0AIKAG NAIKIAG €ival eywKevTpIKr. KEVTIPO Tou KOGHOU
yla TO VATTIO €ival 0 €auTOG Tou. Agv PTTopEi va ptrel otn B€on tou GAAou Kal va
katavonoel Tn OIKA Tou OTITIKA ywvia. Eival rayideupévo otnv atrowr| Tou, KATAvVOEi
KAl €pUNVEVEl Ta TTAVIA OUPQWVA HE TIC OIKEG TOU OTTOWEIG Kal Ta OIKA TOu
TTPOOWTTIKA Biwuarta. Tnv aduvapia auth Tou vntriou 0 Piaget Tnv amédeie ue 10
¢pyo Twv Tpiwv Bouvwv. 210 TrEipapa autd Ttrapoucialdtav oTo TTaidi pia
MIKpOYpOa@ia TPILWV BOUVWYV ATTO TTETTIECPEVO XAPTi TTAVW O€ £va TPaTTéC. Ta Bouvd
OlEpepav UETAEU TOUG WG TIPOG TO MPEYEBOG, TO XPWHA Kal WG TTIPOG AAAa
XAPOKTNPIOTIKA. TO €va €ixe éva OTITAKI 0T KOPUPr, To AGAAO éva oTaupod Kai TO
TPITO €ixe x16vI oTn KopuPr|. To TTaudi evBappuvoTav va kabicel o KGBE pia atd TIg
4 KOPEKAEG TTOU BPICKOTAV YUPW ATTO TO TPATTEC KAl VA TTapaTtnpEi Ta Bouvd atrod
OIaQOPETIKA B€0n Kal TTPOOTITIKI KABE @opd. 2ZTn ouvéxela €Bade 1O VATIIO va
KaBioel o€ pia opiouévn B€on Kal pia KOUKAG KaBdéTav o€ dIagopeTIKA onueia yupw
at1rd TO TPATTEQ £TO1 WOTE va £XElI KABE QOPA Kal pIa SIAQPOPETIKI) OTITIKA ywvia Twv

Bouvwv. ZTn CUVEXEIQ 0 EpEUVNTHG {NTOUOE ATTO TO TTAIDI:
a. Na emAéCel atrd puToypagies Bouvwv auTh TTou EBAETTE N KOUKAQ

b. Na emA£gel yia puwToypagia Kal JETA va TOTTOBETAOEI TN KOUKAQ HE TETOIO

TPOTTO £T01 WOTE va TPAPR&el TNV idia pwToypaia Kal

c. Na totroBetAoEel Tpia GAAa Bouvd, TTapdpola e auTd TTou Tou dOONKav, PE

TETOIO TPOTTO WOTE VA AVOTTAPACTACEI AQUTO TTOU £BAETTE N KOUKAQ.

AlamoTwonKe 0TI Ta TTAISIA KATW TWV TECOAPWY ETWV OEV KATAVOOUTAV TO TTEPIEXOMEVO
TWV 00NYIWV KAl TWV EPWTNOEWYV. Ta TTaIdId 4-6 TwWv dgv PTTOPOUCAV VA KATAVOOOUV
OTI n KOUKAQ €xe€l OIAQOPETIKN) Atrown amd Tn OIKA TOUG Kal €TTEAEyav TTAVTA Tn
PWTOYPOQIia TWV BOUVWV TTOU ATTEIKOVICE TN DIKr TOUG OTITIKY ywvid.

O Piaget diakpivel oTn okéywn TOU vNnTTiou OUO €idN EYWKEVTPIOUOU, TOV AUECO KAl TOV
¢Mueco. O AUECOG EYWKEVTPIONOG XapaKTNEIZeTal atrd TNV AVEEEAEYKTN UTTAYWYI TwV
QVTIKEIMEVIKWY QPAIVOUEVWYV OTIG TIPOBECEIG Kal OTIG ETIOIWGEIS TOU TTAIdIOU (TT.X. «EXEI

OKOTAdI TN VUXTA VIO VA KOIJOUACTE).
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O €uPECOG EYWKEVTPIOUOG avaQEPETAl OTNV EpUNVEIa dIaPOPWY PAIVOUEVWY CUPPWVQ
ME TO TTPOOWTTIKA BiwpaTta Tou TTaIdIoU. Mop@ég EUPECOU EYWKEVTPIOUOU Egival O
QVIMIOPOG (EPYUXWOon Twy awuxXwyv) Kal 0 avepwTTopop@Iouos (attédoon avlpwTivwyv

IDIOTATWY OTA AYuxQ).

H okéyn Tou vnTriou XapakTtnpicetal eriong amod Tov pealiopd. PeaAiopdg cival n tdon
TOU vNTTiou va €Enyei Ta WUXIKA yeEyovoTa PE OPOUG QUOIKOUG — UAIKOUG, TT.X. TO TTaIdi
TNG TTPOOXOAIKAG NAIKIOG TAUTICEI TNV OMIAIQ UE TN OKEWN "N OKEWN €ival Pia Quvr) «TTou
gival oto otépo». To idlo pe Ta Ovelpa Ta OTToid BewpouvTal Ao TO VATIIO WG

XEIPOTTIOOTEG OVTOTNTEG TTOU BPioKOVTAl OTO dWHATIO TOU.

O Piaget Bewpei emiong kai 10 Adyo TOU TTAIBIOU €EYWKEVTPIKO. Ta HIKPA TTaIdId
TTayidsupéva otV ammoyn Toug, Oev TTpocapudlouv TO AOYOo TOoug £T01 WOTE VA
ETTIKOIVWVAOOUV HWE TOV AANO. YTTOOTNPICEl OTI UTTAPXOUV TPEIS HOPYPES EYWKEVTPIKOU

AGyou KaTd TN TTPOOXOAIKN NAIKia:

a) H emavadAnwn (nxoAaAid). To maudi eTravaAapBavel Katd TPOTTO AoUVEIdONTO AECEIG

TTOU AKOUOE aTTO TOUug evnAikoug 1 dAAa TTaidid.

b) O povéhoyo¢ 710 TTaUdi MIAG OTOV €QUTO TOU OO VO OKEPTETAI QWVAXTA O
MOVvOAOYOG auTOG OUVODOEUETAI ATTO KIVAOEIG KOBWG KAl a1rd TO TraixVidl Tou
TTaIdIoU. Mg Tov TPOTTO aUTO TO TTaIdi VOMICEl OTI KUPIOPXED TTAVW OTA TTPAYHOTA

Kal Ta KAVEI va KAVOUV auTo TToU BEAEI.

c) O ouAAoyIKOG povoAoyoé Ta VATTIa evw BpiokovTtal To éva KovTd aTo GAAO opIAoUuv

XWPIG va evdlagEpovTal yIa TO TI AEEl TO €va OTO AAAO.

2Uh@wva he Tov Piaget, n yAwooa gival To Oxnua tng okEWns n okéwn 1Tpocdlopidel T
yAwooa. H yA\wooa €ival pia AekTIK avTtavadkAaon TG Katavonong Twy EVVOIWV aTTd TO
aropo. H amdéktnon mNg yAwooag TTapéxel Eva PECO yia VA OKETTTETAI TO TTaIdi TTIO

yprnyopd n yYAwooa aviavakAd 1n okEWn aAAdG dev Tnv eTTNPEACEL.

2.3 Kpimikf Piaget ka1 dAAeg Bewpieg

Tooo yia Tov Piaget 600 kal yia Toug TTIAZETIKOUG Ol CUYKEKPIPEVEG VONTIKEG TTPACEIG
ekdnAwvovTal oTnv IKavoetnta etmiAuong TTPoBANUATWY dlaTAPNONG TTOoOTNTAG KAl
AoyIKAG Tagivounong. Autd gival Ta Bacikd XapakTnEIoTIK& TTou SIOKPiVOUV TN YVWOTIKA

avatTuén g péong TTaIdIKAG nAKiag, dnAadr n aug¢nuévn IkavotTnTa avtiAnyng Kai
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ouAAoyIopoU yia duo TTpaypaTta cuyXpovwg (Elkind, 1978). AAAoI, woTdC0, WuxoAdyol,
aueioBATnoav auth Tn otadiaki aAAayri otn Yé€on nAIKia, UIOBETWVTAG TV TTPOCEYYIoN
TNG ETTECEPYQTIAC TWV TTANPOPOPIWY, avTIMETWTTI(OVTAg, dNAadr, TN YVWOTIKA avaTmTuén
WG MIA TUNUOTIKA OUCCWPEUON YVWOEWY, OECIOTATWY Kal IKavoTATwy (Carey, 1985. Keill,
1992. Siegler, 1976, 1995, 1996). Etmopévwg, oUp@wva pE TNV TTPOCEYYION TNG
ETMECEPYATIOg TwV TTANPOPOPIWV N YVWOTIKN AVvATITUEN OTn PEOoN nAIKia €mouupaivel
MEéoa aTTO €vav OuvOUAOUO CWMPATIKWY OAAaywv kal doknong, woTte T1a TTaidid va
QVOTITUEOUV  OUVOETEG KAl  KOIVWVIKA  OTTOOEKTEG  OeC0TNTEG.  EMITTpOoBeTa, n
OIATTONITIOUIKR €pEuUVa, TTAPA TNV ACAPEIQ TTOU TTPOKUTITEI ATTO TN XPAON OTABUICPEVWY
QOKAOEWV YyIia TOoV €AeyXO TnG £TTidoONG TwV TTAIBILY OE BIAPOPETIKOUG TTOANITIONOUG,
BETEl onUAVTIKA EPWTHAPATA VIO TNV OIKOUMEVIKOTNTA TwV aAAaywyv utrd popen oTtadiwv
OTnN YVWOTIKI AVATITUEN Twv TTaIdIwy Kal TTIoNUaivel Tov pOAO Tou TTOAITIOPOU Kal TNG

EKTTAIOEUONG OTN YVWOTIKI AVATITUEN.

2710 idl0 TTAdiolo, opiopéveg peAETeg (Capon & Kuhn, 1979. Siegler & Liebert, 1975)
aueioBiTnoav TIg amowelg Tou Piaget yia To katd moéoov n TUTTIKA vénon €ival i dev
€ival OIKOUWPEVIKO €TTiITEUYHA TNG €pnBeiag, ToviovTag TN oNUAVTIKOTNTA TWV dIapopwV
OTO ETTITTEDO TWV AOYIKWY CUAAOYIOPWY avApeoa oToug eVAMIKEG. ANNOI TTAAI HEAETNTEG
BéAnocav va dIaTTIoTWOOUV AV UTTAPXOUV dIaPOPEG GUAOU OTNV IKAVOTATA TNG TUTTIKAG
vonong, agou av TTPOKEITAI YIO JIA OIKOUMEVIKN IKavoTnTa, TOTE Kal Ta dU0 QUAaA Eivail
IKava va tnv atrokThioouv. O1 yeAéTeg auTtég diatTioTwaoav OTI N dligpyacia TNG okEWNGS
oToUG £@nPoug ecaptdaral 1600 atrd 1O €id0G TwV TTPORBANUATWY TTOU TOUG aPopd 600
Kai ammd TOo TTAQiIOI0 OTO OTroio ouvavTiouv Ta TrpofARuaTa autd. H tapamdvw
dlatTioTwaon amnyxei TNV au@IoBATNON WS TTPOG TIG TUTTOU oTadiou aAAayEg TNG vonong
KOl TWV TUTTIKWYV VONTIKWYV EVEPYEIWV WG OUCTNUATIKOU «oxruaTtog». O idlog o Piaget
Bewpouoe OTI OAOI 01 PUCIOAOYIKOI AvOPWTTOI PTTOPOUV va QTACOUV OTO E€TTITTEDD TWV
TUTTIKWV VONTIKWV EVEPYEIWY, PE BIAPOPETIKOUG pUBUOUG, avaAOyoug TNG TTOIOTNTOG KAl
ouxvoTnTag vonTiKAG diEyepong TTou TTPoo@EPETAl aTTo To TTEPIBAAANOV. TovICE, OuwG, OTI
0 TPOTTOG TTOU XPNOIMOTIOIOUV QUTEG TIG VONTIKEG EVEPYEIEG «OEV Eival atrapaiTnTa o idlog
0€ OAEG TIG TTEPITITWOEIG» Kal N TUTTIKA vonon Ba kdAvel Tnv eggavion mg otav eivai

arrapaitnTn.

2UVOTITIKA Ol PMEAETNTEC TTOU au@iofnTouv (1 cuuTTAnpwvouv) Tn Bewpia Twv oTadiwv

Tou Piaget TTpoTeivouv €VOANOKTIKEG €EPPNVEIEG yia TNV €€nynon Tng PeATIwPEVNG
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amodoons Twv ePriBwv oe dokiyaoieg Aoyikwv culloyiopwy. Kdatrolol Bewpouv 6T n
YVWOTIKA avdaTtrTugn Twv €@npPwyv o@eiAeTal o PIa véa oxXEon avAueca OTn oKEWN Kal
otn yAwooa. AAN\ol, o otroiol akoAouBouv TIC Bewpieg Tou TTOMITIOMIKOU TTAQICiOU,
Bewpouv OTI N CUCTNUATIKI OKEWN UTTAPXEl O OAEG TIG KOIVWVIEG AAAG gival TTAVTOTE
ouvOedeEVN PE OUYKeEKpPIPEVA TTAdioIa. H €geIdikeupévn AoOKNON O& CUYKEKPIPNEVOUG
TOMEIG dlapgopPwVvel TO €i0OC TNG CUCTNUATIKAG OKEWNG, N OTToia XapaKkTnpEilel Tnv
epnPIk okéwn. AANOI TTAAI ETTIKEVTPWVOUV TNV avaAucon Toug OTIC aAAayéG oTnv
IKQvVOTNTA TNG MVAUNG, OTN OXETIKI YVWON, OTNV AQTTOTEAECPATIKOTNTA TWV PABNCIOKWY

OTPATNYIKWYV KAl OTN JETA-YVWOTIKY KaTavonon.

21NV €TOuEVN evOTNTA PE BAoN TIC UTTAPYXOUOESG Bewpieg nadBnong avaAueTal n €vvola
TNG TTOAUTPOTTIKOTATAG KAl TTWG TA TTOAUTPOTTIKA CUCTAPATA yia TTaidid PTTopouv va
oupBdaAouv oTnv €E0IKEIWON QUTWV OTIC VEEG TEXVOAOYIEC UIOBETWVTAG TEXVIKEC KOl
pMEBODOAOYIEG OTIG AOKNOEIG KAl OTIG dPACTNPIOTNTEG TTOU KAAOUVTAI VA AVTIUETWTTIOOUV,
[12].

2.4 MNoAutpomikéTnTa (MUltimodality)

Mapd 10 yeyovog 611 n Bewpia Tou Suassure, Kal IBIAITEPWS N CUPPBOAR TNS €vvolag TNG
EKOUYXPOVIOUOU TTPOKAGAEoE [aBeid Tourp OuvoAlikd OTO XWPOo Twv KoIvwvIKwv
EmoTtnuwyv, avaipwvtag mn peBodoAoyia TG TTapadooiakig ypaTrTig yYAwooag, n Toun
auTr dev TTNPEACE OUCIACTIKA TOV TPOTTO OKEWNG MAG. 2TO AUTIKO TTOAITIONS, N YAwooa
- KOl JAAIOTA N yPATITA - BEwpEiTal WG 0 KUPIiapxX0og TPOTTOG ETTIKOIVWVIOG. A TTAPOUE
Opwg Ta TPdAyuata e TN oeIpd: oTnv KaBnuepivl pag {wr akoUpe Toug GAAOUG va
MIAOUV (akpoaon), MIAOUME glEiG o1 idlo1 TTOAU ouxVva (OpIAia). AvaAoya PE TNV KOIVWVIKN
TGN OTNV OTTOI AVIKOUWE, TO ETTAYYEANO TTOU KAVOUNE KAl TO HOPPWTIKO PAG ETTITTEDO
dlaBdaloupe apkeTd ouxva (avayvwaon) aAAd ypagouue (ypagr)) TTOAU otravioTepa. Ta
TEOOEPA ETTTTEdA TNG YAWOOOG (aKpOaaoN, opiAia, avayvwaon, ypagr)) ackoUvTal atmo Ta
MEAN MIGG YAWOOIKAG KOIvOTNTAG HE  OIAPOPETIKI)  ouxvoTnta. AkOun kai oTa
"akadnuaikéTEPA"  eTTayyEAMOTA, A.X. TOU ETIOTAPOVA €pPEuvnTr, O XPEOVOG TIOU
KATAVAAWVOUV Ta PEAN TNG akadnuaikAg KoIvoTnTag OTO va akouv Kal va JIAoUV gival

duoavaAoya PeyaAUTEPOG ATTO AUTOV TTOU KATAVOAWYOUV YPAPOVTaS Kal diapalovTag.

Ta Tpoava@epBEVTa a@opouv To ONUEIWTIKO cuoTnua TNG YAwooag. Ooov agopd Ta
UTTOAOITTO ONUEIWTIKA CUCTAPATA, TT.X. TIG XEIPOVOMIES, TIG KIVAOEIG, TOUG HOPPACHOUG,
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TA PN-AEKTIKA ONUATA ETTIKOIVWVIAG, N ETTIKOIVWVIA, Jag dIOACKEI N avTioToIxXn ETTIOTAUN,
EMTTEPIEXEI KAl OUVTEAEITAI UE TTOAAOUG ONUEIWTIKOUG TPOTTOUG, O KaBévag atrd Toug
OTTOIOUG ETTITEAEI Evav €10IKO Kal onPavTikKG poAo. lNa trapadelypa gival TToOAU OnUavTIKO
OTav 0 eKTTAIOEUTIKOG Aéel KATI va AauBdavoupue utr Oyiv Tn oTAon TOU CWHATOS TOU, TIG
XEIPOVOUIEG TOU, TNV €KPPAOCN TOU TTPOCWTTOU TOU, TO XAMOYEAS TOu Kal TNV TToIdTNTA

TOU, TO OQIgINO TWV XEIANIWV TOU, K.O.K.

H memoiBnon yia T omoudaidtnTa TNG yPamTAS yYAwooag évavil OAwv Twv GAAwv
ONUEIWTIKWY CUCTNUATWY - EKTOG TwV GAAWV - gival TTOAU €vtovn A.X. OTOV TPOTTO TTOU
gival oxedlaopéva Ta OXOAIKA eyxelpidla. AuTO TTOU KUPIOPXEI OTa OXOAIKA €yXEIpidla
gival o ypamtég Adyog. autdg eival 1o ‘Trpayuatiké B€ua’ kar 6,11 GAAO UTTApPXEl OTO
BiBAio, A.x. Trivakeg C{wypa@IKAG, @wToypagieg, oxediaypdupaTa, K.0.K. gival
OUVOOEUTIKA Kal €TTEENYNMUOTIKA OTOIXEid, autoUu TIOU TO YPATITO KEIUEVO €xEl va
peTadwaoel. O TPOTTOG OUWG TTOU €ival TTAPOUCIACPEVO TO KEINEVO DEV €ival AOiUAvTOG.
TI €idOUG PWTOYPOYIEG EXOUNE KAl TTOOO XWPO KATOAAPBAVOUV O OXEON UE TO KEIPEVO;
Méoo amAoikég 1 TG00 OUVOETEG €ival o1 €IKOvEG Kal Ta Odiaypdupara; Ti €idoug
YPANMATOOEIPEG XPNOIMOTTOIOUVTAI KAl TTWG Eival TTAPOUCIACHEVA TA KEINEVA O€ OXE0N
ME TA GAAQ ONMPEIWTIKA ouoTApata; A.X. TTola €ival n avoloyia PETALU ‘€IKOVWV' Kal
KEIMEVWYV; YTTAPXOUV TETOIOU €i00UG dIAQOPEG PETAEU TwV BIBAIWY TWV YEVIKWV KAl TwV
EMAEKTIKWV OXOAgiwv; Ev ouvropia, n €mMOTAPN TNG ETTIKOIVWVIOG OTIC WEPEC MAG
OTPEPEI TNV TIPOCOXN MOG OTn ‘YAWOoOod Kol OTOUG KWOIKEG TNG MN YAWOOIKAG

ETTIKOIVWVIOG.

H Kkuplapxia TnGg YAWOOOG OTIC MPEPEG MOG augiopnTeital atmd Tnv €I0BOAR TnG
TNAEOPaONG KABwG Kal ammd Tnv mAaTeld xprion Twv €ikévwy oTn dia@nuion Kal oTa
oUpBoAa kdBe €idoug. To auavouevo evaiapEéPOoV UAG Kal YIa Ta AAAG ONUEIWTIKA Eoa
EVIOXUONKE - METAGU GAAWV - KATA TTOAU OTTO TO Kivnua TOU OTPOUKTOUPAAIOHOU KOl ThV
TTAATEIG QTTAXNON TNG €IKOVOG, Tnv Travioduvapia Tng TTANPOQYOPIKAG €EQITiAG TOu
augavouevou OyKou TTANPOPOPIWY TTOU £XOUME va XelpioToupe. O1 ouyxpoveg Bewpieg
TNG AoyoTexviag ETaiCav onuavTikd poAo ¢’ autd, Kabwg aAAa&av Tnv avtiAnwn Pag yia
TO KEIYEVO, AOYOTEXVIKO Kal pn. Ta keiyeva oApepa yvwpifoupe TTOAU KOAG TTWG €ival
TTOAUCNPA Kal gV aTTOTEAOUV TN QUAAKN €vOg Kal govov voruatog. H troAuonuia cival,
EV MEPEL, ATTOTEAEOHA KAl TNG TTOAUTPOTTIKOTNTAG TOU KEIPEVOU. QG KEINEVO ORUEPA N
FAwoooloyia, ol Bewpie¢ TNG Aoyotexviag aAAd kai n Exkmaideutikry M AwoooAoyia
(Educational Linguistics) Bewpouv pia oUVOETN TTOIKINIO KOIVWVIKWY KATAOTACEWV N
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OUPBAvVTWY, OTTWG YPOTITA KEIPNEVA Kal aioeg, video-clips Kal KIVAPNOTOYPAPIKES TAIVIEG,

OXOAIKG paBrjuarta Kal TTOAITIKOI AGyol, BeaTpIkéG TTAPACTACEIS 1] BEaTPIKA dPWHEVA.

Otav B€Aoupe va PeAETAOOUNE Kal va avaAUuoouue o€ BABOG €va Keiyevo oApepa, Oev
eoTidoupe pévov oTa YAWOOIKA Tou oToIxeia aAAG €gioou Kal oTa PN-YAwooikd. Edw
gival TTou n évvola TNG TTOAUTPOTTIKOTNTAG €ival TTOAATTAWG XpAOoIPN. O 6pog TPOTTOG
(mode) xpnoiyoTroigital yia €va keipevo (oxoAikd BiBAio, Taivia, graffiti, TTOMTIKO Adyo
oTnv TnAedpacn) Tou €xel vonua (gival onuacioAoyikd opyavwpévo) Kal TO OTToio
MTTOpEl va katavonBei atrd Toug QUOIKOUG Tou aTtrodékTeS. Kdabe T1éTOI0 OUOTNUA
oupTtrepIAauBavel: YAWoOoa (YPOATITH KAl TTPOQYOPIKN), OTITIKA ETTIKOIVWVIA, KIVAIOONTIKES
TTPAEEIC (XEIPOVOUIES, KIVAOEIG, TTOEG, XEIPIOUOGS avTIKEINEVWY). KABe Keipevo, AoITTOv,
oUP@wva e TN Bewpia TNG TTOAUTPOTTIKOTNTAG Eival €va TTOAAATTIAG oUCTNUA TPOTTWV:
YAwooag, €ikévag, dpaong. MNMoAAG keipeva gival TTOAUTPOTTIKA, HE DIAPOPETIKO TPOTTO TO
Kabéva. A.X. TO BeaTpikO Keiyevo | n OTreEpa €ival eCAIPETIKA OUVOETA TTOAUTPOTTIKA
KEiMEVA, eV OTNV KAQOIKN AoyoTexvia @aivetal 0TI UTTEPIOXUEI O TPOTTOG TNG YPATITAG
YAWooag. 2e KABe Keipevo €vag N TTEPICCOTEPOI TPOTTOI UTTOPOUV VA Eival 01 KUpiapxol
OAAG aKOMN Kal O€ KEIPMEVA TTOU KAT apXAV QAivETAl VO UTTEPIOXUEI £VOG TPOTTOG EvavT
AAAWV, Hia TTPOCEKTIKOTEPN PEAETN TOUG Ba pag £deixve OTI Kal AAAoI TPOTTOI €ival £¢icou

ONMAVTIKOI.

O1 euTTVEUOTEG TOU OPOU TNG TTOAUTPOTTIKOTNTAG BEWPOUV TNV TTOAUTPOTTIKOTNTA OXI WG
éva eMTTAEOV OTOIXEIO TTOU TTPETTEl va €mmouva@Bei otnv avAdAuon Tng ETTIKOIVWVIAG,
OAAG WG TNV OUCIACTIKN KAl BePEAILON TTAPAUETPO KABE ‘Kelnévou'. MNapd 10 yeyovog Ot
oTIG KoIvwVIKEG ETTIOTAPES O TTIO EUTTEPIOTATWHEVEG AVAAUCEIG TTOU YivovTal £0TIGCOUV
OTOV TPOTTO TTOU XPNOIKMOTTOIOUME TN YAWOOQ TTPOKEINEVOU Va TTapaxOei vonua, TToTé dev
vonuarodoTouue povo pe T yAwooa. O Adyog, oxeddv TTAvVIOTE, AVATITUCCETAI
TTAPAAANAQ e GAAA ONUEIWTIKA PEOQ, OTTWG A.X. TIG KIVAOEIG, Kal, KATA Tov idlo TPATTO,
TO YPAWIUO TTAVTOTE TTAPATACCEl OTITIKA YPAPOAOYIKA KAl TUTTOYPAPIKA CNUEIWTIKA
péoa. Aev gival dyvwoTto OTlI 01 KAAEG eKOOOEIC TwWV AoyoTeXVIKWY BIBAiwv auTAv Tnv
TTAPAPETPO XPNOIMOTTOIOUV. A.X. OC OUYKPIVOUME TIC TTOAUAPIONES TTPOXEIPEG EKDOOEIG
Tou KaBdagn Ttwv TEAEUTAIWV XPOVWV MPE TIG KAAOYOUOTEG Kal EYKPITEG EKOOOEIG TOU
Tkapou. Kal Ta duUo €idn ekdOCEWV €KOIOOUV TO idI0 TTEPIEXOUEVO, APA O YAWOOIKOG
TPOTTOG €ival Kolvog. H diagopd Toug (EKTOG Twv OXOAiwV Twv €KOOOEWV TKapPOG)
BpiokeTal oTOV TUTTO TWV YPAPUATOOEIPWY, OTO €i00C TOU XAPTIOU, OTOV YEVIKO TPOTIO
TTapoucsiaong Twv Kelwévwy (éva troinua o€ kKABe oeAida). Autoi or dAAor TpdTTO!
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(ep@dvion, lay out, €idog XapTioU) TTPOKEIMEVOU YIa TNV TToinon Oev gival OeUTEPEUOVTEG,
oUuTE TTAPATTANPWMATIKOI. ZUuvTeEAOUV OAoI padi oTnv TTOAUTPOTTIKOTNTA TOU KEIPMEVOU, N

oTTOoiq, JE TN O€IpA TNG, 0dNyEi 0TV ATTOAQUON TOU AvVAyvVWaoTn.

O 1p0oTT0G, A HAAAOV 01 TPATTOI, JE TOUG OTTOIOUG TA BIAPOPA ONUEIWTIKA pEoa (AOYOg Kal
YPO®N, €IKOVEG Kal TTPALEIG) CUUBAANOUV e DIOQPOPETIKO TPOTTO OTIG AEITOUPYIEG TNG
PNTOPIKAG (TOU TPOTTOU HE TOV OTTOIOV OUyKpoTeiTal 0 Adyog [discourse] oe KGO €idog
Aoyou [genre]) gival akOun TTpog diepelvnon. Z& BewpnTIKO ETTITTESO N TTOAUTPOTTIKOTNTA
EXEl vOnua, aAAG n avaAucon TTOAUTPOTTIKWY KEINEVWY gival o€ epeuvnTIKO OTADIO aKOUN,
Kabwg Ta ueBodoloyika epyalcia kal o TTépol dgv gival duvaTdv va eival dIaBEaiyol e
TNV idla eukoAia TTou €ival dlIaBEaIPa Ta PN TTOAUTPOTTIKA KEIPEVA (T TEXVOAOYIKA PEoQ
METAYPAPAS TWV TTOAUTPOTTIKWYV KEINEVWY, OTTWGS unxavr Anwng, video). AKOPN Kal O€
TTAVETTIOTNUIOKA PaBriuaTta, €ival EUKOAOTEPO va avaAuoel o dIBACKWY éva KAQOIKO un
TTOAUTPOTTIKO KEIPEVO, TTAPd €va TTOAUTPOTTIKO, YIATI yIa TV TTPOCEYYIoN Kal avdAuon Tou
deUTEPOU XPEIACeTal PNXAVIKO €EOTTAIONOG: KApepa AQwng, video yia Tnv TTPOROAN,

evOEXOUEVWG uNXAvnua yia montage, K.0.K.

Mpooeyyifovtag Tnv avaAucon evog KEINEVOU aTTO TTOAUTPOTTIKI) TTPOOTITIKN, £¢eTAlOVTAC
TO Ke€igevo OnAadry TTOAAATTAG, ocuvuttoAoyifoviag Tov TPOTTO TTou €TMdOPoUV OAa Ta
ONUEIWTIKA CUCTHAUATA TTOU TO ATTAPTICOUV, TTOANQTTAQCIAZETAI 1N TTOAUTTAOKOTNTA PE TNV
oTToia pTTopEi va TTapaxOei vonua péow evog kelpévou. MNa Tapddelyua, avaAuovTag pia
oKnvA atro KIVAPATOYPAPIKH TAIVIA, OEV OTEKOUAOTE JOVO OTO TI AEVE OI TIPWTAYWVIOTEG
OAAG Kal 0Tn OTAON TOU OWMPATOG TOUG, OTIG XEIPOVOMIEG TOUG, OTO BAEPPA TOUG, OTn
MOUOIKA UTTOKPOUCOT, OTa OKNVIKA. Ta €CwyAwooikd autd oToixEia cival oe Béon va
AVOTPEWOUV TO TTEPIEXOMEVO TWV AOYWV Twv TTpwTaywvioTwy. Evw, &nAadh, ota
YPATITA KEiPEVA TO vONUA TTAPAYETAI OTTO T OUVIOTAMEVN TWV I0EATWY, TWV
JIATTPOCWTTIKWY KAl TWV KEIMEVIKWYV OTOIXEIWV TOU, O€ €va TTOAUTPOTTIKO KEIUEVO TO KAOE
ONUEIWTIKO pECO (QwToypagia, XapTi, YPAPUATOOEIPA) UTTOPEi va OUUBAAEl oTnv

TTapaywyr] VOANOTOG.

2€ Tl MOG €ival XpNOoIhn n €vvola TnG TTOAUTPOTTIKOTNTOG OTO OXOAEIO KAl OTnNV
TTPOOXOAIKN NAIKia; To ¢ATnPa pTTopEi va 1I0wBEei atrd dUOo TTAEUPEG: OTO OXOAEIO ) akOPa
Kal oTo vnmaywyeio diddokovTtal TTAéoV dIOPKWG, OUTWG 1 GAAWG, TTOAUTPOTTIKA
‘Keipeva’ Kal TTOAUTPOTTIKA CUCTAMOTA: TTPOCEYYiCovTal Kal TTapAdyovTal AOyOTEXVIKA
Keipeva, didaokovTal Kai Trapdyovral (wypa@ikad €pya, Ol uabntég dpapaTtotroioly, Ol

Kabnyntég didaokouv. EmmmTAéov, dnuioupyouvTal TTOAUPEDIKEG EQAPUOYEG ME YPAPIKA
M. Mavvakoupag 24



Combining voice and touch modalities in educational games for preschoolers

KAl X0 OTa OTToia Ol JaBnTéC avTINeETWTTICOUV "TTPOKARCEIS", TIG OTToiEG KaAouvTal va
QVTIMETWTTIOOUV ME "OlooKedAOTIKG" TPOTTO OTA TTAQIOIA TOU MOBAUATOG i KATTOIOG
opacTtnpIdTNTag. AT TNV AAAN, To OX0Agio Ba OPeIAe va avoigel Toug opilovTEC TOU OTNn
ouoTnUaTtikr) TTAéov dI0A0KAAI KAl avAAUCT) TwWV TTOAUTPOTTIKWY KEINEVWV/ CUOTNNATWY,
TTPOETOINACOVTOG TOUG MOBNTEG TOU va XeIpifovTal IKAvOTToINTIKA TNV TTANBwpa Twv
TTOAUTPOTTIKWYV KEIMEVWY TTOU TOoug TTEPIBAAAEL. Mia cuoTnuaTikr) HEAETN Kal KaTtavonon
TNG TTOAUTPOTTIKOTNTAG QAUTWY TWV OXOAIKWYV TTOAUTPOTTIKWYV ‘KEINEVWYV'/ ouoTnudTwyv
(a1ré oxoAIKG BIBAIO KOl KIVNUATOYPOQPIKEG TAIVIEG PEXPI TIG EPYATiEG TWV paBnTwy) Ba
KaBioTouoe TOOO TOUG EKTTAIOEUTIKOUG OCO Kal TOUG HaBNTEG ouveldnTdTEPOUG OTNV
EMKOIVwVia HETagU Toug (aAAG kal pe Toug AGAAoug) kal Ba Toug OlEUKOAUvE OTnv
TTPOCANYN Kal aTTOKWOIKOTTOINON TNG TTPAYMATIKOTNTAG TToUu Bilovouv. Katd ouvETTela,
Ba ékave Tnv OI6aCKOAIa TTO OUCIACTIKA Kal OKOPO TTIo evdla@épouca KaBOAn Tn

d1dpkela TNG eKTTAIOEUTIKAG diadikaaoiag, [9], [10].

2.4.1TOAUTPOTTIKA OUCTAHMOTO KOl VEEG TEXVOAOYIEG OTO vVNITIAYWYEIO Kal

OnuoTIKo

210 TAdiolo  avapdBuiong Kal  EKOUyXpoviopou Tou EAAnvikou EkmTauideutikou
2UOTANOTOG OUTWG WOTE VA QVTATTOKPIBEI OTIC OUYXPOVESG ATTAITACEIC, KATAPTIOTNKE ATTO
10 MNaudaywyikd lvoTitouto 10 véo AlaBepaTtikd Eviaio lMNMAaioio Mpoypdupatog moudwv

(AETMMNZ) yia Tnv uttoxpewTIKA ekTTaidoceuon (Nnmaywyeio, AnPoTIKS, N'uuvaoio).

2UMQWVa PE TO TIPOYPAPUa OXedIaoPoU Kal avdatiTuéng atmAwyv dpacTnpIoTATWY
TTANPOQYOPIKAG yia TO NNTTIAywYEI0O ava@EPETal WG OKOTIOC TNG €I0AYWYNS TNG
MAnpogopikAg oTo Nnmmaywyeio n €goikeiwon Twv TTAIBIWY PE ATTAEG POOIKEG
AeIToupyieg Tou UTTOAOYIOTH Kal N duvatotnTa va €ABouv O€ HIa TTPWTN ETTOQNR ME
OIdQopEeG XPNOEIG TOU, WG ETTOTITIKOU HEOOU OIBAOKOAIOG KABWGS Kal wg gpyaAeiou
avakadAuyng, oOnuioupyiag Kal éKkpacng OTO TIAQICIO Twv  KOBNUEPIVWY  TOUG

dpacTNPIOTATWV.

Ta Taidid evBappuvovtal he T BorRbeia Tou EKTTAIBEUTIKOU VA TTPooEyYi(ouv BACIKEG
€VVOIEG TTOU A@QOPOUV TOV UTTOAOYIOTH, VO QTTOKTOUV OTOIXEIWDEIG BECIOTNTEG XEIPIOKOU
AOYIOUIKOU YEVIKAG XPNONG Kal va «Taiouv» HE QOQAAEIQ XPNOIUOTTOIWVTAG TOV

UTTOAOYIOTH) OTO TTAQICIO TwV dUVATOTATWYV TNG £uaioBNTNG NAIKiag Toug. TéAOG Ta TTaIdIA
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euaioBnToTtrolouvTal Kal eveappuvovTal va avayvwpifouv Tov UTTOAOYIOTH wg XPACIKO

epyaAgio yia Tov avBpwTro.

O1 eukaipieg TTOU TTapéxovtal TTPOoG Ta TTaIdId péoa atrd KATAAANAQ oxedIAOUEVES

dpacTNPIOTNTEG OO0V APOPA TNV TTPWTN ETTAQPF) TOUG PE TOV UTTOAOYIOTH] ETTIOILKOUV VO

TA KATOOTAOOUV IKAVA WOTE:

va TAUTiICOUV TOV UTTOAOYIOTH ME MIa pnxavy Tou BonBdel Tov avBpwTto oTnv

€PYOOia TOU KAl TTOU PTTOPEI VA TOV XPNOIMOTTOINCE! YIa TTaIXVidl Kal d1aoKEDAO

va avayvwpifouv TIG KUPIOTEPEG MOVADEC Tou UTTOAoyIOTH (KEVTPIKN Movada,
TIANKTPOAGYI0, TTOVTiKI, 0B0VN, NXEiQ, EKTUTTWTR) KAl TOV UTTOAOYIOTH WG EVIAio

ouoTnua

va evtoTTiCouv ypduuaTta Kal aplBpousg oTo TTANKTPOAGYIO

Va KIVOUV TO TTOVTIKI TTApaTNPWVTAG TNV TauTdxpovn Kivnon Tou O€ikTn oTnv 004vn
Va TOTTOBETOUV TO DEIKTN TOU TTOVTIKIOU O€ OUYKEKPIPEVN BEON aTnv 086vn

VA «yPAPOUV» XPNOIKMOTTOIWVTAG KEQaAaia Kal TTECA YPAUPATA

VO XPNOIYOTTOIOUV Ta €I0IKA TTAAKTPA TOU KevoUu, TnG dlaypa®ng Kal tou enter/

return

va €TMAEYOUV PE TO TTOVTIKI (TT.X. €TOINO OXNMA, OXEDI0O 1 €IKOvA, €pyalEio

oxediaong, XPWHA atro TNV TTOAETA K.ATT.)

va «TTaiouvy» e Ta epyaleia eAeUBepng oxediaong (MOAUBI, TTIVEAO, OTTPEN K.A.TT.)

KAl TA ETOINA YEWMPETPIKA OXAUATA YIA VO KAVOUV TIG DIKEG TOUG OUVBETEIG

va XPNoIYoTToIouV €vav ynoelakd dioko dedopévng pvAung (CD-ROM) yia va
OKOUOOUV JOUOIKK], Tpayoudla, IOTOPIEG ) TTapauubia

vVa XPnoIuoTrolouv KatdAAnAo Aoyiouiké yia va ekTeAéoouv TTaixvidia £¢epelvnong
Kal eTTiAuong ammAwy TTpoRAnudTwv
va yvwpifouv TN OwaoTH XPRon Tou uttoAoyioTh yia Tn &Ik Toug ac@AAsia Kal

TTPo@UAaEN aAAd Kal yia TNV TTPOCTACIO TNG CUOKEUNG

va yvwpidouv TN owaoTr B€on Tou CWHATOG TOUG UTTPOOTA OTOV UTTOAOYIOTH (TTWGS

TTPETTEl va KABovTal, TTWG va oTneiouv Ta XEPIQ TOUG K.ATT.)
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e va ouvepyalovtal o€ OPABES yIa TNV TTApAywyn KATTOIoU £pyou Kal va a€BovTal TIG

ATTOWYEIG KAl TNV £PYACia TwWV AGAAWV.

2TNV UTTOXPEWTIKNA ekTTaidcuon, Nnmmaywyegio kar AnuoTiko, n MNMAnpogopikr diddokeTal
WG YVWOTIKO QVTIKEIMEVO. ZTNV EKTTAIBEUTIKN BaBuida Tou AnPoTiKoU akoAouBei pdAioTa
TO OANIOTIKO TTPOTUTTO CUN@PWVA E TO OTTOI0 OI OTOXOI ETTITUYXAVOVTAI KAl UAOTTOIOUVTAI
pe Oiaxuon NG MNMANPo@OPIKAG OTa ETIMEPOUG YVWOTIKA avTikeiyeva. Ta B€uata Tng
MANpo@opIKAG €xouv opyavwBei kard emimedo pe  PAaon OguaTIKOUG  ALOVEG
TTEPIEXOPEVOU, OI OTTOIOI AVATITUCCOVTAI KAl £CEIDIKEUOVTAI OO0V APOopPd TO TTEPIEXOMEVO,
avaloya e TNV TAEN Kal, ETTOPEVWG, TNV NAIKIO KAl TNV QvTIANTITIKA IKAvOTATA TWV

MalnTtwy, Tavra, BEBaia, 0To TTAQICIO TOU OKOTTOU O18000KaAIOG TOU JaBriuaTog.

O1 yevikoi oToxol opadoTrolouvtal ue BAon Toug TpEIG agoveg: M'vwon kal peBodoAoyia,

2uvepyaaoia Kail TIKOIVWVia KaBwg kal EToTAuNn kal TexvoAoyia otnv kaBnuepivi ¢wr).

e [vwon kal peBodoAoyia: O1 pabntég kal o1 JaBATPIEG TTPOOEYYICoUV £va OUVOAO
BaOIKWV OTTAWV EVVOIWV TIOU A@OPOUV TN YEVIKA OOMR TWwV UTTOAOYIOTIKWV
OUOTNUATWY Kal TIG OIOXPOVIKEG APXEG TTOU Ta OIETTOUV. ATTOKTOUV OTOIXEIWDEIG
0e€IOTNTEC KAl YVWOEIG XEIPIOPOU AOYIOUIKOU YEVIKNAG XPHONG KABWGS Kal IKAVOTNTEG
pMEBodOAoyIkOU  xapakthpa. EEoikeiwvovral pe  TOV  UTTOAOYIOTH KAl TOV
XPNOIMOTIOIOUV WG €pyaAeio avakaAuywng, dnuioupyiag, £K@Paons aAAd Kal wg
vVONTIKO EPYOAEIO Kal EPYOAEIO AVATITUENG TNG OKEWNG. XPNOILOTTOIOUV £QAPUOYEG
TTOAUPECWYV EKTTAIDEUTIKOU TTEPIEXOPEVOU KAl KATOKTOUV TIG €VVOIEG TNG TTAORYNONS
Kal TNG aAAnAeTTidopaong. EKueTaAAevovTal VEEG dUVATOTNTEG TWV UTTOAOYIOTIKWV
OUCTNPATWY, TTOU UIOBETOUVTAI KAl ATTO TIG AVTIOTOIXEG TTOAUUECIKEG EQPAPPOYEG,
OTTWG XPNon TNG aQng Kal Tng avayvwpiong ewvng, avaloya Pe TNV €KAOTOTE

dierapry (Human Computer Interaction — HCI).

e 2 UVEPYOOIa Kal ETTIKOIVWVIA: XPNOIMOTTOIOUV TO AEITOUPYIKO oUCTNNA, TO AOYIOUIKO
eQapuoywyv (emmegepyaaia Kelpévou, Cwypa@ikr), EKTTAIOEUTIKO AOYIOUIKO, AOYIOUIKO
TTAofynong oto AiadikTuo KATT.), T0 AladikTuo Kal avatrTuooouv dpaoTnpIOTNTEG

OTO TTAQICIO TTOIKIAWY OPABIKWY - CUVBETIKWYV EPYATIWV.

e EmOTAUN kal TexvoAloyia oTnv KaBnuepivr Cwr: ZTO TTAQICIO TNG YEVIKAG TOUG
TTaideiag, euaiobBNTOTTOIOUVTAl KAl KPIVOUV TIG ETTITITWOEIC TWV VEWV TEXVOAOYIWV

oTOUG dIAPOPOUG TOUEIG TNG avBpwTTivng dpaocTnpIoTnTag. EuaioBnTotrolouvral o€
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BéuaTta TTPOOTACIOG TWV TIVEUUATIKWY JIKAIWPATWY, AOQAAEIOG TWV TTANPOPOPIWY,

OUNTTEPIPOPAG 0TO AIOBIKTUO KTA.

QoT1600, €KTOG aTTO TO YVWOTIKO avTiKEiyevo TN TANPOQOPIKAG o1 OTOXOI TTou
avaAvuovtal oto AENTZ €xouv va kdvouv kai pe deg1dTNTEG dNAAdK Hia eupuTEPN YVWON
Oxl povo otn xprnon Tou HAekTpovikou YTroAoyioti aAAd kai oTnv karavénon Tng
@INoco@iag autol Tou gpyaAgiou Kal TG XPNOIMOTNTAG TOU OTNV KABNUEPIVOTNTA YIa
ETTIKOIVWVIA, TTANPOQOPIa, yvwon Kal yuXaywyia XPenoIJOTIoIWVTAG TA TTOAUTPOTTIKA
TOUG XOPOKTNPIOTIKA. Mg TNV avapuop@waon TwV avaAuTIKWV TTPOYPANUATWY OUCIOOTIKA
TO €MnVIKO eKTTaIOEUTIKO oUOTNUa €lohyaye oTIG OladIKACIEG YPAPUATIOPOU KOl
YEVIKOTEPA OTOUG EKTTAIBEUTIKOUG OTOXOUG TIG TTAPADOXEG TWV KOIVWVIOYAWOCTGOAOY WV
yla TNV KOIVWVIKA TTOIKINOTNTA OTn Xprion tg YAwooag (Holmes, 1992) kai Tn ouvdeon

TNG YAWOOIKAG TTOIKIAIQG JE TNV KOIVWVIKA dla@opoTroinon.
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3. ZXEAIAZMOZ NMAATO®OPMAZ KAl EOAPMOIH THZ

3.1 OswpnTIKA TEKUNPiIiwoN TOU YneIlaKou Taixvidiou
kitchen_dragAndDropTutorial4

H €€€NiEN NG dopng TNG Koivwviag PETaBAAAEl avTioToixa Kal TIG ATTOYEIS TTOU aQOopouv

TOUG OTOXOUG KAl TOUG OKOTTOUG TNG EKTTAIOEUONG PE ATTOTEAEOPA va OIAPOPPUIVOVTAI

ouvEXWG AAAQYEG OTIC AVTIAQWEIS YIA TO TTWG Kal TO TI TTPETTEI va udbouv Ta TTaudid. To

TTEPIEXOPEVO KAl O TPOTTOG TNG OIBA0KOAIOG €gapTaTal ATTO TIG EKACTOTE KOIVWVIKEG,

WUXOAOYIKEGC Kal QINOCOQIKEG BE€oeIC TNG eKTTaideucng TTou  xapakTtnpiouv évav

OUYKEKPIPEVO TTONITIONO O€ PIa OEQONEVN IOTOPIKI OTIYUN.

2TIG OUYXPOVEG KOIVWVIEG N TTPOCXOAIKN EKTTAIOEUON €ival ETTIYOPTIOUEVN PE TNV €UBUVN
TNG KAAANIEPYEIOG Kal TNG avaTmTu¢ng Tng OuvartdTnTag AuTOoéKPPAcnG Tou TTaidiou.
Kupiapxn MEPIMVA TNG eKTTAIOEUTIKAG OI1adIKaOIag OTn ONUEPIVA) KOIVWVia, OTTWG
ava@EPOUuV TTOANEG HEAETEG, cival va dlac@aAicel TNV KAAUWN Twv TPIWV BACIKWY
OIKAIWMATWY OAwV Twv TTaIBIWV TTOU €ival: N NBIKA KAl N QUOIKH TOUG UyEia Kal n

eAeubepia.

H trapadoaoiakr avtiAnwn Tng Traideiag mou ABeAE Tn yvwon va petaBifaletal amd Tov
EKTTAIOEUTIKO OTOV paBNTH avTikabioTaral amd ouyxpoveg Bewpieg pdbnong cuppwva
ME TIG OTTOiEG O MOBNTAG eUTTAEKETQI evepyd TTAéov OTn paBnoiakry diadikaocia. H
ouyxpovn Tdon TnG TTPOOXOAIKNG aywyng €ival n d1aBeuaTikOTNTA N OTToIa ETTIOIWKEI

METAEU TWV GAAWV:

e VO TTPOCEYYIoEl CQAIPIKA KAl OXI KATAKEPUATIOUEVA TNV TTOAUTTAOKN OTN QUON TNG
TTPAYUATIKOTNTA, VO CUCXETIOEI AUECO TN OXOAIKA yvWwon UE Ta evOIQQEPOVTA TWV

TTABIWV KAl PE TIG EUTTEIPIEG TOUG ATTO TOV KOIVWVIKO Kl TOV QUOIKO KOOUO.

o £mdiWEN TNG BIABETIKNG eKTTAIdEUONG Eival va Tovioel OTI n yvwaon €ival UTTd CUVEXN
dlatrpayudaTeucon kKal 0Tl n pddnon ouvteAcital yéoa o€ TTAQIOI0 OUAAOYIKAG

ETTIKOIVWVIAG KAl OIAAEKTIKNG QvTITTAPABEONG.
e va avadeitel TN d1IadIKaoTIKA didoTaon TG OXOAIKNG yvWong.

e VO AvaTITUEEl OTOUG POBNTEG OTACEIG Kal OECIOTNTEG TTOU ATTAITOUV N dNUIOUPYIKN

Cwn Kal n emTUXNPEVN AOKNON TOU ETTAYYEAUQTOG.
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e va OIEUKOAUVEI TNV KOIVWVIKA €vtaén KABe kaTtnyopiag paBnTwv, AoxeTa

TIPOEAEUONG KO ATOMIKWY XAPAKTNPIOTIKWY.

e va evOUVAUWOEI TOV QVTIOTOBUIOTIKO KOl TTOPEUPRATIKO OTA KOIVWVIKA TTPAYHATA

POAO TOU OXOAEgioU.

O1 Baoikég apxEg Tou OIETTOUV TN dIOBEPATIKOTNTA TTAVTA CUPQWVA PE PEAETEG, €ival n
apx TG TTAIBOKEVTPIKOTNTAG, N apXN TNG AUTEVEPYEIOG apPXI TNG OUuvAIEPEUVNONG, N
apxnA TNG TTaPOXNS TTANPOPOPIWV Kal N apxr TS OAIOTIKAG TTPOCEYYIONG.

Me Tov 6po TTAIOOKEVTPIOKOS CUMPWVA WE TNV TTPWTN EKTTPOCWTTO QUTAG NG Bewpiag,
TNV M. MovTeo0p1, WG ONPAVTIKOTEPA XPOVIA OTAV AVATITUEN TOu avBpwTTou BewpouvTal
Ta €41 TTPWTA XPOVIA TNG CWIG TOU. Z& QUTA TNV XPOVIKN TTEPIOdO N acuveidntn uaénon
odnyeitar oya-olyd mmpog TN PAdnon oe ouveldnto emitmedo. Ta TTadId TTPETTEl va
EKTIMWVTAI oav AToPA, Ta oTToia diapépouv atmd Toug eVAAIKEG KOBWGS Kal JETALU TOUG,
Ol0BETOUV EEQIPETIKEG QIOBNTNPIAKES Kal OlavoNnTIKES IKAVOTNTEG VI TNV QQOMoiwon
oToixeiwv atrd 1o TTEPIBAAAOV TOUG Kal aloBdavovTal peyaAn Xapd va acyoAouvtal JE
EPYATIEG TTOU ECUTTNPETOUV £va OUYKEKPIYEVO OKOTTO. H MovTteodpl eKTTPOCWTTEI TOV
TTPWIKO TTAIOOKEVTPIOUO Kal UTTAPXEI 0APS dIaXWPICHOS AVAUECT OTOV TTAIDOKEVTPICHO
NG TTPWTNG TTEPIOGdOU, aTTd auTdv TTou eTTIBAANouUV o1 onuepivég attaithoelg, [16]. O
TTPWIPNOG TTAIOOKEVTPIOUOG XAPAKTNPICETAl oav Bewpia TNG «UEAETNG TOU TTAIBIOU» KAl
gixe otOX0 TNV TTPOOTIaBEIa va digpeuvnBouv Ta BACIKA XAPOKTNEIOTIKA TNG TTAIBIKNAG
NAIKiag Kal o1 BaoIKEG TG AVAYKEG, WOTE va gival o€ B€0N O eKTTAIBEUTIKOS va dpdocel
onuioupyiké Kal TTaIdoKeVTPIKA. O1 TTaidaywyoi UIoBETOUV Wi KPITIKA OTACN aTTévavTl O
QUTAV TNV TTPOCEYYION £XOVTOG Ooav gpyaAcia Toug Tnv Avarrtuglakr) YuxoAoyia kai Tnv
WuxoAoyia TG MdABnong BewpwvTtag TTWG MIA OXOAIKA povada dev atmoTeAsi €va
OUMPTTaYEG OUVOAO TTEVTAXPOVWY TTaIdIWV TTou KaBopileTal atmAwg Kal povo Bdaoel Twv
WUXOAOYIKWYV Kal KOIVWVIOAOYIKWYV XAPAKTNPIOTIKWY TOUG aAAG atToTeAEl éva wneidwTto
TTOU OUVTIBETAI ATTO TOOEG WNEideg 6oa gival Ta HEAN TNG OUAdAG yI' AUTO Kal Ba TTPETTE
va TTOPEXEl EAEUBEPO XWPO KOl TTPOTEPAIOTNTA OTO TTPOCWTTIKO OTOIXEIO KAl OTIG

TTPOOWTTIKEG AVAYKES TOU KaBeVOGS TTaIdIoU 1IBIaiTEPQ.

Avapuevouevo gival OAwvV Twv eCelicewy oe BewpnTIKO €TTiTTESO TOU TPOTTOU AVATITUENG
KAl KATAKTNONG TNG yvwong ammo Ta TTaidid va TTPOKUYEl Kal n avAaykn aAAayng twv
QVOAUTIKWYV  TTPOYPOUMATWY TTou  B€Touv  Ta  TTAQIOIO KAl TOUG OTOXOUG KABg

EKTTAIOEUTIKAG BABNIdAG 0€ EKTTAIBEUTIKOUG Kal JaBNTES. ZAPEPQ, OTNV TTPOCTTABEIa VIa
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TNV KAANEPYEIQ JOBNTOKEVTPIKAG VOOTPOTTIAG OTA OXOAEIQ ATTO DACKOAOKEVTPIKI TTOU
ioxue TTOAQIOTEPQ, TTPOEKUWAV VEQ QVOAUTIKA TTPOYPAUMATA dIaBEUaTIKOU XOPOAKTAPA.
AuTO yia va emTeUuXOei, €mMOIWKETAI N OUVOECN TOU OXOAEIOU HE TIG TTPAYMOATIKES
ouvOnkeg TNG CWNAG Kal N KaTeuBuvon Twv HadnTwyv 0TV Katavonon Kal Tn okéwn Trapd

oTnVv atropvnuéveuon Kal TNV atrAi eEaoknon.

O1 moAiteg Tng Koivwviag Tng MNAnpogopiag dev xpeidlovral va PBacifovral oTnv
ATTOMVNMOVEUON YEYOVOTWYV Kal Kavovwy, aAAG TTpETrel va avaTTuéouv OegIOTNTES TTOU
TOUG KAVOUV IKAVOUG va £X0OUV TTPOORaCN o€ TTANPOQOPIES, VA TIG KATAVOOUV Kal va TIG
aglohoyouv. [llpétrer emmiong va €ival 1kavoi va paBaivouv amd povol Toug Kal va
TTpocapudlovTal OTIG OUVEXEIG TEXVOAOYIKEG aAAayéG. H pdBnon atraitei Tnv evepyod Kai
ETTOIKOOOUNTIKI) CUMMETOXN Twv HaBNTWV MECA aTTO  TTPAKTIKEG OPaOcTNPIOTNTEG,
ouvepyaaoia kai oulntnon. H uydbnon cival TpwTIoTa PIa KOIVWVIKA dpaoTnpidTNTA Kal N
OUPUETOX) OTNV KOIVWVIKN (wrl Tou OxOoAgiou €ival Bacikr yia va uttdpéel yadnon.
2Uh@wva e Tov Vygotsky o TpOTTOG PE Tov oTToio pabaivouv Ta Taidid BacifeTal otnv
KOIVWVIKI aAANAeTTiOpaon TnNg eowTePIKAG dpaoTnPIOTNTAG Kal Tou Ae€IAoyiou Kal Twv
IOEWV TTOU KUPIAPXOUV METALU TwV MEAWV TNG KOIVOTNTAG OTnV OTroia peyaAwvouv. H
20BIETIKA OXOAN WuyxoAoyiag pe ekTTpoowTroug Tov L.Vygotsky kal Toug ouvepydreg Tou
Leondief kai Luria o1 otroiol avadelkvUouv TNV TTIKOIVWVIAKI KAl TTONITIOUIKA TTAPAPETPO
NG MABNONG. ZUPQWVA PE TN OXOAR auTh n avdamTuén TG vonong €xel oxEon PE TNV
KOIVWVIKI) aAANAeTTiOpaon otnv otroia Kupiapxn 6€on katéxel n yh\wooa. O Vygotsky pe
TN Bewpia Tou yia TN Zwvn TNG €yyuTEPNG QVATITUENG QVAQEPETAl OTIG OUVATOTNTEG
QVATITUENG TTOU TTapéxovTal o€ éva palntr Tou Ba BonBnbei atrd évav dAokalo, yovio i
oupuadnTh. ZToIxXEio TTOoU avadeikvuel T onuacia Tng TTapéufaong evog evhAika aAAd

Kal Tou pOAOU TNG KOIVWVIAg OTNV YVWOTIKN avaTiTuén evog atéuou, [5], [6].

To BewpnTIKG TTAQICIO TNG OUVEPYATIKAG PABNONG OOAYNOE KATTOIOUG EPEUVNTEG VA
oXeOIAO0UV €TTOIKOOOUNTIKG TTEPIBAAAOVTA pdBnong, Tou oav povada avaAuong £xouv
TIG avBpwTTiveg dpaoTnpidTnTeg. H Bewpia autr) peAeTd Ta ATOPA O OUYKEKPIPEVO
QUOIKO, TIONITIOTIKO Kal TrveupaTiko TrepIBaAAov. O1 avBpwTriveg dpacTnpIOTNTES
e¢eTaCovTal HEOQ OTTO TOUG OKOTTOUG, TO QVTIKEIUEVA KAl TA ATTOTEAEOPATA QUTWYV TWV
OpACTNPIOTATWY, T EPYOAEI TTOU XPNOIMOTTOIOUVTAI O€ AUTEG KA TIG KOIVWVIKEG OXECEIG
TTOU QvaTITUOOOVTal PETAEU TwV CUMPMPETEXOVTWY. H Bewpia aut Taipidlel pe Tov

Vygotsky, o 0110io¢ Bewpei TTWGS 01 TTPOCWTTIKES WUXOAOYIKES dlEpyaaie¢ akoAouBouv TIg
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OIATTPOCWTTIKEG WUXOAOYIKEG AEITOUPYIEC PHEOW TNG YAWOOIKNG dIATTPAYNATEUCONS KOl

e€ehicoovTal 0Tn « Zwvn TG EyyuTtepng AvaTrTuéng», [5].

EuBaBivovrag o€ autég TIC ammowelg, OoUPQWvVaA HE TOUG EKTTPOCWTIOUS TNG
KOIVWVIKOTTONITIOMIKWY KOl TWV  KOIVWVIKOYVWOTIKWY Bewpiwv pabnong n yvwon
AVOTITUOOETAI JEOA OTO KOIVWVIKO TTEPIBAAANOV Kal UAoTTOIEiTaI HECW TNG oUlTNONG, TNG
Katavonong Kal TN cuvepyaaoiag avaueoa oe Atoua rp o€ ouddeg. H KovwvIKn guon TnG
MABNoNG a@opd TIC KOIVWVIKEG AAANAETTIOPACEIC TTOU TTPOKUTITOUV O€ TTEPITITWOEIC
emiAuong €vog TTPORARUATOG 1) TNG UAOTToiNONG €vOog £pyou, YECA aATTO TIG OTTOIEG Ol
MaOnTéG paBaivouv €vvoleg, VONPATA, 10€EC KAl €PUNVEiEG Tou KOOopou Toug. H
OuvePYQTIKA PaBnon peTagu ouvounAikwy f eKTTAIBEUTIKOU divel Tn duvaTtdTnTa OTOUG
MaOnTéC va ek@palouv TNV AtToywn Toug dNUOCIa PE ATTOTEAEOUA TNV OuveIdNTOTTOINON
KAl TNV €TTEEEPYATIQ TWV IBEWV TOUG KAl N CUVEPYATIa TOUG JECQ OTNV opdada dnuioupyei
KOIVWVIOYVWOTIKEG OUYKPOUOEeEIS N otroia Ba odnynoel ot et TTAéov  yvwon.
XapaKTNPIOTIKI €QAPUOYN QUTAG TNG YVWOTIKNAG TTPOCEYYIONG €ival Ta TTEPIBAANOVTA pE

UTTOAOYIOTEG.

ZUPQWVA JE TO MOVTEAO TNG eykaBIdpuPEVNG vonong onuavTiké eival va digpeuvnBei 1o
TTWG Ol KOIVWVIKEG OOUEG €TMIOPOUV OTNV AvBPWTTIVR CUUTTIEPIPOPA. AuTrhi n Atroyn
BpiokeTal TTOAU KOVTA PE TN MAIEUTIKR MEBODO TOU ZWKPATN, A@OU UTTOOTNPICEl TTWG N
vonon €ival pia KoIvWVIKOTTOMITIOHIKH O1adikagia TTou TTpayuaToTTolEiTal yéoa atmmd Tnv
eTMKOIVwVia Kal TNV aAAnAeTTidpacn pe Toug AAAOUG avBpWTTOUG. ZUUPWVA PE QUTH TN
Bewpia n pdadnOn civar amoTEAEOPA TNG €VEPYOU OUMPMETOXNAG TOU OTOPOU OTIG
dpacTNPIOTNTEG TWV KOIVWVIKWY OPAdwv TnNG KoIvOTNTOG TnG OTroiag cival péAog. H
yvwon Kal 0 yabnon ocav oToixEia TNG avlpwITivng CUUTTEPIPOPAS £EAPTWVTAI OTTd TN
XPAON MIOG TTOIKIAIAG TEXVOUPYNUATWY, EPYOAEIWY KAl OPYAVWY PETALU TWV OTTOIWV Eival

N YAwooa kal 0 TToMITIopoG.

OT1rwg utrooTNPICeEl TO JOVTEAO TNG KATAVEUNUEVNG YVWONG, TTOU aQopd TNV PEAETN TNG
YyVWong o€ YVWOTIKO, KOIVWVIKO Kol OpyavwTiKO €TTITTEDO, €PXETAI O€ QVTIOEON PE TNV
TTapadoaIaKr YVWOIaKr WYuxoAoyia, apou Bewpei TTwS AAAES gival O1 YVWOTIKES 1I010TNTES
TNG OMAdAG KAl GAAEG TOU aATOPOU. ZUPPWVA HPE AUTO TO MOVTEAO O AvOpwTTOl
OAANAETIOpOUV  PETAEU  TOUG  XPNOIUOTIOIWVTOG  €pyaAgia  Kal  €EWTEPIKEG
avaTTapaoTAoElg, OTTWG OXAUATA, €EIKOVEG, ypaenuata. To eKAOTOTE YVWOTIKO

UTTOKEIUEVO €ival éva HEPOG EVOC EUPUTEPOU AEITOUPYIKOU CUCTAUATOG TTOU TTEPIAQUPBAVEI
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TIG KATAOTAOCEIG KOl TO HECA EKEIVA TTOU Ba ouvOEBOUV PETALU TOUG PE MIA KOIVI) YAWOOQ,

yia va odnyei To dtouo aTn yvwon.

2UVETTWG, oI AvBpwTrol pabaivouv KaAUTEPa OTAV CUMMETEXOUV O€ dPacTNPIOTNTES TTOU
Bewpouv XPACIKEG yIa TNV TTPAYHUATIKN {wr) KAl £X0UV O0X£0N ME TNV KOUATOUpa Toug. Ol
véeg 10€e¢ dopouvTal TTAvw OTn BAon Twv 6cwv KaTaAapaivouue Kal TrioTeloupe. H
evepyotroinon Tng TrpoUTTdpxoucag yvwong Oegv yivetal €UKOAQ, ouUTE QuTOPATA.
2UVNBWG Ol KATEKTNMEVES YVWOEIG €ival €ANITTEIC, 1 UTTAPXOUV €0QAAUEVEG 10EEC Kal
Kaipieg TTapavonoelg. O1 eKTTAIOEUTIKOI TTPETTEI VA DIEPEUVAOOUV TIG YVWOEIG PE TIG OTTOIEG
épxovrtail ol yadntég, o BABOG WOTE VA PUTTOPECOUV VA EVTOTTIOOUV TIG EOPOAPEVES I0EEC

Kal TTapaVvonoEIG.

Katd 1n kK. M. AgdouAry (2010), n BiwuaTiki uddnon divel Eu@acn oTo aNUAvTIKO poAo
TToU TTailel n euteipia otn diadikacia TnNG pAdnong. Ztn Béon TNG ATTOUVNMOVEUONG
TTANPOYOPIWV TIPOTEIVEI TNV avalitnon vonuatwv kai €mOIWKEl TN OlAVONTIKr KOl
ouvaiobnuarTiky KivatoTroinon Tou padnti. Me tn Biwuartiki pudénon divetar £u@aon
OTOUG BECPOUG PETAEU TNG OXOAIKNG TAENG, TG KABNUEPIVAG CWNG TwV MaBnNTwV Kal TNG

KOIVWVIKAG TTPAYUATIKOTNTAG.

H pabnoiakn diadikacia opyavwvetal TTAEov, Baon Tou learning by doing wg evepydg
OUPUETOX TWV paBnTtwv oe dpaoTnpIOTNTEG, £pEuva, egpyacia TTediou, TTaparipnon,
OUVEVTEUEEIG, TTPOOOMPOIWOEIG, OnUIoUPYIKEG ouvBéoelg. O1 KupliOTEPEG aAPXES TNG

BiwuaTikAG udbnong civai:
e nalotroinon Twv BIWPATWY TWV PadnTwy 1 n TTPOKANCN VEWV

e n evBdappuvon 6AWV Twv PABNTWV VO CUPUETAOXOUV €vEPYNTIKA OTn dladikacia
TNG MABNONG Kal VO OIKEIOTTOIOUVTAl TO Béua TTou TTpooeyyifouv PECW TNG

eTEVOUONG TTPOCWTTIKOU EVOIAPEPOVTOC VI QUTO.

e VO TTPOTPETTOVTAI Ol HOBNTEG OTNV €PEUvA, OTNV AVAKAAUWN, EVEPYOTTOIVTAG TN

gavTacia Kai Tn dNPIoUPYIKOTATA TOUG.

e VO TTPOTEIVEI TNV avadrTnon Kal TN dnuIoupyia VOrNUATog avTi TNG ATTOPVNUOVEUONG
TTANPOPOPIWV.

e VO KIVATOTIOIEI TOUG PaBNTEG dlavonTiKA Kal ouvaloOnuaTikd.
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e va BonBdel Toug pabnTtég va avtiAn@Bouv Tov pOAO TNG KoIVWwVIag, TNG OIKOVOWIag,
TNG 10TOPIAG, TOU TTONITIONOU oav TTAPAYOVTEG TNG dIAUOPPWONSG TOU KOIVWVIKOU

yiyveoOai kai
e VO TTPOWOEI TNV aUTOYVWGCIa TWV JaBnTwv.

H emAoynl Twv Beudtwyv Twv BIWUPATIKWY PaABNoIakwy OpacTnPIOTATWY UTTOPEl va
BaoieTal evOEIKTIKA OTIC AVAYKEG KOl TA €VOIAQEPOVTA TWV POBNTWY EKTTAIOEUTIKWY,
OTOV KUKAO KOIVWVIKOU TTPoBANPATIONOU, OTO TTAQioIo Twv TTPORANUATWY  TNG
KOIVOTNTAG, OTn O@aipa TWV ETMOTNUOVIKWY avalnTioewyv Kal OTO OUVOAO TWV
YVWOTIKWY QVTIKEIUEVWY TTOU TTPOTEIVEI TO AVAAUTIKO TTpOypaupa. O1 POPp@EG TwV
BiwpaTikwy OpaCTNPIOTATWY TIOU TIPOTEIiVOVTAl Yia Ta TTAIdIGd TTOU  @QOITOUV OTO
VNTTIQYWYEIO KAl OTIG TTPWTES TAEEIS Tou AnUOTIKOU €ival: n TTPOCOMOIWGON, TO TTaAIXVidl
POAWYV, N aENyNUATIK avacuvleon, OI AQVTITIOEPEVEG ATTOWEIG, N OUYKPOUOCIOKN
10e0BUeAA  Kal oI dpacTnPIOTNTEG dAuEONG ePTTEIpiag  (€peuva, €PWTNUATOAGYIO,
TTpoypauua  dpdong, oulnTnon, ONUIOUPYIKN £K@Pacor, MuBotTAacia dnuioupyia

EKTTAIOEUTIKOU UAIKOU KalI ETTIOKEWEIG).

Ta véa epyaleia TTou TTapéxouv ol Néeg TexvoAoyieg 0TouG EKTTAIDEUTIKOUG UTTOPOUV Va
ogBaocTouv TNV NON KOTEKTNUEVN YyvWon OTOV TPOTIO TTPOCEYYIoONG TNG MOBNOIAKNAS
d1adikaoiag. Ta XapaKTNEIOTIKA TWV EPTTEIPIKWY OIOOKTIKWY CUCTNUATWY ETTIYPOAUUATIKA
a@OpoUV TIPWTWV TIG EKTTAIOEUTIKEG €EQAPUOYEG TNG TEXVNTAG vonuoouvng Tou
oXeOIOOUOU UTTOAOYIOTIKWYV TTEPIBAAAOVTWY PABNoNG oTa TTAdioIa TNG £QAPPOYAS TNG
Bewpiag TNG emeepyaaiag TNG TTANpoopiag. To BeUTEPO XOPAKTNPIOTIKO TOUG E€ival N
Bewpia TNG eTTECEPYOOiag TNG TTANPOQPOPIOG  EQPAPPOLOPEVN OTNV  EKTTAIOEUTIK)
dladikaoia odAynoe otov oxedlaoud TePIBAAAOVTWY pddnong pe TME. O oxedlaouog
autdg AapPBdaver uméwn T dIdkpion Twv Pabntwv oe apxdpioug Kal  €18IKOUG.
MpoUTToB£0EIC UAOTTOINONG QUTWYV TWV E£QAPPOYWV E€ival, O XEIPIOPOS TwV PadnTwv
avaloya Twv ONAWTIKWY Kal TwV dIadIKACTIKWY YVWOEWV Toug, dnAadr Tou TI KAl TOU
TTWG pabaivouv, KaBWG Kal N avamTugn OegIoTATWY UWPNAOU TEXVIKOU Kal OTPATNYIKOU
eMTEDOU. H a1roTEAEOUATIKOTNTA QUTAG TNG Bewpiag KpiveTal atrd TNV TTOIOTIK aAAayn
TTOU OUVTEAEITAI OTO OUCTNUA TWV AVATTAPAOTACEWY KAl VONTIKWY HOVTEAWV TwV

HalnTwv.

2TNV TTPOCTIABEIO AVTIMETWITIONG TWV TTPORANUATWY TTOU TTPOEKUYAV OTNV £QAPUOYN

NG Bewpiag TnG eme€epyaoiag TnNG ETMKOIVWVIAG KAl TG TEXVNTAS vOnUoouvng,
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avaTrTuxlnke n Bewpia Tng ocuvdeoipdétnTag. H Bdon autig TG Bewpiag eival n
onuioupyia €vog YyVWOTIKOU CUCTAUATOG TTOU €XEl oav TTPOTUTTIO TN AgIToupyia Tou
eyKe@AAou kal Baoiletar o€ ammAd cuvBeTIKA OTOoIXEia, TTOU ovoudlovTal VEUPWVEG, T
oTroia €xouv Tn duvatrotnTa TNG OUVOUIKAG OlOOUVOEONG TOUG ME TTOAU TTUKVO Kal
ouvBeTo TPOTTO. OI BIOAGYOI ATTOPPITITOUV TNV ATTOWN TTWG TO YVWOTIKO oUCTNUA Eival
évag unxaviouog Tng emeéepyaaciag TG TTAnpogopiag Tou Bacifetal oe cUPBOAa Kal
Kavoveg. MNapouoidlouv Tov vou oav pia autévoun unxavr 1o ouoTnua TNG OTToiag gival
AUTOOPYAVWUEVO, «QUTOTTOIOUMEVO» Kal N aGAANAETTiOpaor) Tou pe 1O TTEPIBAAAOV EXEl
OX€0N ME POEG EVEPYEIAG TTOU TTPOEPXOVTAI ATTO TOUG VeEupwveS. OTav n KatdoTaon KAbe
veEUpwva TTou Bpioketal o€ OlEyepon @TACEI O€ IKAVOTIOINTIKO ETTiTTedo, TOTE €ivai
QUTOPOTN N EVEPYOTTOINON TNG OUVEPYACIOGE TOug TTou odnyei 0€ MPETAROAEG Twv

EOWTEPIKWYV KATAOTACEWY O€ TOTTIKO | 0€ EUPUTEPO ETTITTEDO.

O1 KOIVWVIKOTTONITIONIKEG  Bewpieg €xouv onuavTikl OUPBOAR} oTnv  aAAayr Tng
avtiAnyng vyia TN Xpnon Twv padnoiakwyv tepIBaANovTwy pe TME kar ToUuTo YyIaTi
EMOAPAvVAY TTWG N UTTOOTAPIEN KAl N avATTITUEN KOIVWVIKWY OGAANAETTIOPACEWY avAPECT
OTOUG HaBNTEG 1) TOUG EKTTAIOEUTIKOUG Kal N €TTIAOYN TG «YAWOOAG» TTPOCEYYIONG TOU
YVWOTIKOU UTTOKEIYEVOU, OONYeEi 0€ QTTOTEAECUATIKOTEPN KATAVONON Tou. KaTaAUTIKA
BéPaia utpée kal n paydaia €¢ENIEN TNG TEXVOAoyiag Tou AladikTUou Kal n yopyn
agopoiwon Twv JdIaPOPWY HOPPWV XPNAONG TOU MPE aTToTEAECPO Tn dnuioupyia
MOONOIOKWY KOIVOTATWY CUM@WVA Ha Ta TTPOTUTTA TWV KOIVOTATWY TTPOKTIKAG, OTTWG

OTO POVTENO TNG €YKABIdPUMEVNG VONONG.

H kataypa@r gOvo OPwG, TwV Bewpliwyv dev ETTAPKOUV WOTE va UTTAPEEl pIa EEkABapn
gvioxuon Tng TTPOoOoTTA0EIag 60wV evOIOPEPOVTAl va ONUIOUPYACOUV €va EKTTAIDEUTIKO
TepIBGANOV pe T xprion Twv NEéwv Texvohoyiwv. O oxedlaopog pabnoiakou
TTEPIBAANOVTOG YE TN OKOTTIA TNG KOIVWVIKOTTONITIOTIKNG TTPOCEYYIONG €ival OKOTTINO Va

TTANPOI TA TTAPAKATW XAPOKTNEIOTIKA:

e YToOTApPIEN HABNONG o€ auBevTIKA TTACiOIO

Mapoxr duvatoTATWY PABNoNg HEoW evEPYOU CUMPMPETOXNAS

MpowBnon cuvepyaoiag oTnv 1miAuon TTPORANUATWY

Mapoxn epyaAciwy TTou EUVOIKWY yia TNV avTaAAayr] 1I0EwV Kal aTTOYPEWV

YT1ooTApIgn TnG aAAnAeTTidpaong
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e YTOOTAPIEN Kal gvioxuon dnuioupyiag Kai AEIToupyiag KoivoTATwy pddnong Kai

KOIVOTATWY TTPOKTIKAG

e Evioxuon Koivwvikwv oAANAETIOPAOEWY Kal XPNongG €PYOAEiwv Kal opyavwyv

yvwpilovtag TTwg N yvwaon BpiokeTal oTIC OPACEIS TWV ATOPWY Kal TWV OPAdwV

e AuvardémTa TToAaTTAWV  TPOTTWV  dlapecoAdBnong  kai  aAAnAeTTidpaong

TTONITIOTIKWYV TTNYWV YIA TTANPOQOPIES KAl YVWOEIG.

Mavw oTtn véa patid otov TPOTTO OXEDIOOUOU EKTTAIOEUTIKOU UAIKOU TTOU OUVETTAYETAI N
€i0000G TWV VEWV TEXVOAOYIWV OTNV KOBNUEPIVOTNTA TWV ATOPWY OAAG Kal Tng
EKTTAIOEUTIKAG KOIVOTNTAG, dNUIOUPYAONKE TO EKTTAIOEUTIKO WN@IAKO TTaIXVidl yia TTaidid
TTPOOXOAIKNG Kal TTPWTNG OXOAIKAG NAIKIOG PE BEua KaBnUEPIVES OIKIAKEG QOXOAIES yia
TNV €goIKeiwon Twv TTaIdILV PE TO CUCTANA avayvweIonS WVAGS Kal TG duvatdTnTag

XpProng tng touch screen.

3.2 Zkomoi Kol oTéxol Tou @IAodoei va TrETUXEI TO WN@IAKOG TraixVvidi

kitchen_dragAndDropTutorial4

2KOTTOG TOU Wwnolokou TrauixvidioU eival va OnuIoUpyrnoeEl é&va Wwn@Iiakd Xwpo ME
avaAoyikd UAIKA, aTtreikovi(oviag TO TTPayuaTikO QUOIKO aAAG Kal TEXVIKO TTEPIBAAAOV
péoa oTo otroio (el éva pEoo TTadi TNV KaBnuepivotnTd Tou, dnAadry oto oTrit. H
ammeikévion aut @IAodoeiTal va yivetal péoa ATt €IKOVEG TTOU ETTITPETTOUV OTNV
@avTacia Twv TTAIKTWVY va TIG TTAPAAANAICOUV UE QUTEG TOU TTPAYUATIKOU KOOUOU TTOU
Couv. Méoa atré autd TO CUOXETIOMO Ta TTAIOIA KOl €V YEVEI Ol TTAIKTEG, €XOUV TNV
EUKQIPIO VO EKAOYIKEUOOUV KaI VO ETTEKTEIVOUV TIG IOEEG TOUG KAl TIG OKEWEIG TTOU TUXWV

EXOouV NON KAVEl 0€ OXEON WE TNV OKOAOUBIa TWV EVEPYEIWV TTOU £XOUV VO KAVOUV.

To ynoelakd traixvidl Tou oxedIdoTnKe QIAOBOEWVTAG VA UTTOOTNPICEI TOUG £€AG OTOXOUG

Tou AEIMMZ yia To EAANVIKG NnTTiaywyeio:

e 2TOV TOMEQ TNG YAWOOOG TTPOTPETTEI TOUG EUTTAEKOUEVOUG NOBNTEC O OXEON UE TOV
TTPOPOPIKO AOGYO, vO OCUMMETEXOUV O€ OUCNTACEIC KAl VA XENOIUOTTOIoUV TN
OTOIXEIWON E€TmIXEIpNUaToAoyia. Evioyxuel tnv TTpooTrdBeia Toug yia TTEPIypa®n
KATOOTAOEWYV KOl ONPIOUPYEI KATOOTACEIG TTOU TOUG WOEI va TIG €gnyroouv Kal va
TIG EPUNVEUOOUV. Z€ OXEON ME TOV ypaTtrTd AOYO Kal TRV avayvwaon autou, Ta TTaidid
KaAouvTal va Katavoouv pia IoTopia, Evav Kavova TTaixvidiou ) dAAa attAd cevapia
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TTOU gP@aviovTal HECA OTIG €QAPUOYEG TOu TraixVvIdiou. Ol TTaikTeG €TTioNg TOu
€COIKEILVOVTAI PE TNV AVAYVWPIOT OIKEIWV AECEWV 1] EIKOVWY, OTO TTEPIBAAAOV TOU

TTaXVvIOIoU.

e 2TOV TOMEQ TOU TTEPIBAAAOVTOG, 600 aopd TO avOpWITTOYEVEG TTEPIBAAAOV Kal TNV
aAAnAetTidpaon pe autd, HECW TOU Wn@Iakou Traixvidiou, Ta TTaidid wlouvTal va
QvaTITUEOUV TNV QAUTOEKTIUNON TOUG XWPIC va TTapoAsiyouv TIG IKAVOTNTEG
OUVEPYOOIag TOUG KAl VO KATAVOOOUV CUVETTWG TNV agia yia opadikr) Epyacia Kai
TNV €uxapiotTnon ™G atmd kKoivou avakaAuywng. Méow authg Tng dladikaoiag
KaAoUVTal va OUuVveIdNTOTTOINOOUV TNV HOvadIKOTNTA TOug OAAG Kal TNV aia Tou
oegPaCPOU OTIC OPOIOTNTES TOUG Kal BIa@opES e AAAa dtoua. Baoikd eival etriong,
va ava@epBei 0TI pEoa atmod TIG EQPAPPOYEG TOU TTaIXVIOIOU KUPiwg, Ta TTaidid
KAAOUVTaI VO YVWPIOOUV TO £yyUG avBpwTToyevES TTEPIBAAAOV Kal va avTiIAn@Bouv
TNV aAANAETTIdOpaon Tou TTEPIBAAAOVTOG PE TIC OPaAOCTNPIOTATEG TOU avBpWTTOU Péoa
o€ auto (T1.X. KA€iouo Bpuong, WETA TO TTEPAC TOU TTAUCIUATOC TWV TTIATWY, K&).
Méoa atré Tn ox€on TTou avaTrTuooel 0 AvBpwTTog PE TO TTEPIBAAAOV Ba apxioouv
Ta TTaIdId va avayvwpidouv Tn oxéon Tng €mMOTAPNG PE TNV KaBnuepivl Cwn. H
yévvnon autwyv Twv TTPOoRANUATIONWY Kal oulntioewyv Ba TTpokaAéoel oTa TTaidid
TO yoOvIJO £00@QOC yia va avarmTuxBei n yAwooa Kal n  €MKOIVWVIa Toug

QgIOTTOIVTAG TNV TEXVOAOYIa Kal TNV OPOAOYia TTOU TTPOKUTITEI ATTO QUTH.

3.3 Ta BaoiKd XapAKTNPICTIKA TOU Yn@IaKoU TraiXVISIou wg XWPo EKPpacng Kal

AVOKAAUYNG VEWV OTOIXEIWV TWV TTAIKTWV

Ta XapakTnPIOTIKA TOU Wn@iakou TTaixvidlou o€ oxéon WE Tov TPOTTO AEITOUPYIaG Kal
O10d0pa0NAG TOU MPE TOUG TTAIKTEG eival n €AeUBepn Kivnon péoa oto TTePIBAGAAOV TOU
TTAIXVIOIOU ONMPIOUPYWVTAG WIO PN YPAMMIKN Kivnon péoa o€ autd, o TTaiktng dnAadn
MTTOPEI va €TTIAECEI EAEUBEPQ TNV CEIPA TWV EVEPYEIWV TTOU Ba TTaiEl ATTO TOV TPITO XWPO

(koudiva) kal PETA.

EmmpooBéTwg, o 1pd1Tog diaxeipiong TG d1adpacng Tou TTaiKTN PE TNV 006vn dlagEpEl
amd TNV KABE evépyela TTOU €xel va emTEAECEl. XAPAKTNPIOTIKA, OTNV €VEPYEIQ TOU
TTAUCIPATOG TWV TTIATWV €XEI va BAAEI Ta TTIATA GTO VEPOXUTN, VA AVOIEEl TN BpUcon Kail va
TTAPEl TO oQouyydapl (Ouvduaoudg TPIWV TIPACEWY), eV AANEG EVEPYEIEG ATTAITOUV
AIyOTEPEG EVEPYEIEG.
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2UPQWVa PE 00O TTPOAVOPEPOVTAI TO TTaIXVIOI TOU UTTOPEI va eviaxBei oTnv KaTnyopia
WNPIAKWY TTaIXviOIwVv TTou ouvOudlouv avayvwpion QWVAS Kal agr, KabBuwg Exel

onuioupynBei N dIETTAP WOTE va avayvwpilel Kal KATTOIEG QPWVNTIKEG EVTOAEG.

H d1adpopr] Twv TTAIKTWV YECO OTO TTaIXVidl €ival pia TePITTAGvNON TTou Bupilel apKeTa
TNV ETTIOKEYN OE €va OIKEIO XWPEO OTTOU TO ATOMO UTTOPEI va EKPPAOTEI Kal va
avakaAUWel véa oToIxEia, yia TTapadelyua o€ Eva OTTiTi QiAou/ yvwaoTtou. H gmAoyn Tou
TPOTTOU TTEPINYNONG TWV TTAIKTWY PECA OTO TTaIXVidl AOITTOV €yive CUP@WVA UE TIG
VEOTEPEG Oewpieg OXeEDIAOPOU €VOG €IKOVIKOU OTTITIOU OTTOU, OTnV Trapouca ¢daon

TuyXavel va gival kai d1adpacTikd AGyw TNG WN@IAKNS TOU UONG.

Emdiwén Ouwg KABe ekTTAIBEUTIKOU Wn@IaKoU Traixvidiou, 6TTwS auThS TNG EQAPPOYAS
gival va UuTTapXouv HECA O€ QUTA OTOIXEIO TTOU va KIVNTOTTOIOUV TO EVOIAQPEPOV TWV
ETMOKETTTWY N TTAIKTWY TOUG va emTavéABouv o€ autd. Ta oToixeia TTavw OTa OTToia
BaoiCeTal TO TTaIXVIdI AUTO YIa va KEPDIOEI TO EVOIAQPEPOV TWV TTAIdILV Kal va BeAfjcouv

va eTavéABouv o€ auTo PETA TNV TTPWTN TOUG ETTAQ Eival TA £ENG:
® N ATTOUCIA XPOVIKWYV TTEPIOPICHUWY OE UOPPr) XPOVOUETPOU,
e 1 eAeubepia TIAOYNG EVEPYEIQG,
e 1 OuvaTOTNTA ATTEIPWY TTPOCTTABEIV PEXPI TNV ETTITUXN ETTIAUCH TOU TTPOBAANATOG
NG KABE epappoyng,
e 1 YOUOIKNA eTTEVOUOCN/ X0l TOU TTaIXVIOIOU Kal TEAOG

e n aioBNTIKA Twv €KOVWY atmmd UAIKG Trou eivar 1dlaitepa mOave va €xouv

XPNOIYOTTOINCEI KAl TA id1a Ta TTAIdIA OTIG KATAOKEUEG TOUG.

3.4 Ztdadia dnuioupyiag Tou Traixvidiou

H apxn 6Awv Atav o TTpoBANPaATIONOS yia Th dnuioupyia evog UAIKou TTou Ba BonBdsl Ta
TTaIdId TNG vNTTIOKAG NAIKIOG va ouvBéTouv pia akoAouBia evepyeiwy, AUvovTag aTTAd
Kabnuepiva TpopAfuaTa. E¢apxng oTdX0G ToU EKTTAIBEUTIKOU auToU TTaixVvISIou ATav va
TTPOo@EPEl OTa TTAIBIG va OKEPTOUV HIO aKOAOuBia €VEPYEIWV: VO MEAETACOUV Ta
dedopéva TTou TOoug divovTtal, yia va AUoouv Katrola TTpoBAfuaTa, Tou OAa 1a TTaIdId
QUTAG TNG NAIKIOG Aiyo — TTOAU Ta €XOUV QVTIMETWTTIOEI OTNV KABNUEPIVOTATA TOUG

(kaBoAIkOTNTA TTPOBARUATOG).
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Mpwtn otdon yia Tnv €TmiTeUgn Tou OTOXOU PAG ATAV N dnuIoupyia TOu OEvapiou Tou
TTaIXVIBIoU. ATTO Tnv apxrf OnuIoupyiag Tou OEvapiou Ol KOTNYOPIEG TWV EQPAPHOYWV
gixav oxedov Tnv idla popen e TNV TEAIKN. ATTO TO OTADIO TG KATAYPAPNG TOU OEVAPIOU
TOU TTAIXVIOIOU £WG TNV ETTIKOIVWVIA TOU PE TOUG XPHOTEG — TTAIdIA PETOAAPBNoav GAAa
OUO BaoIkad oTAdIa PE TTPWTO AUTO TNG ETTIAOYAG KAl dNUIOUPYIaG TWV YPOPIKWY Kal 0Tn
OUVEXEID TNV TTPOCONKN KWOAIKa TTou ETMITPETTEI TNV OIAdPACN TwV TIAIKTWY ME TNV

KIvOUUEVN €IKOVA TTOU KaTaoKeUAlel To TTepIBAAAOV Tou TTaividiou.

Baoikog emmopévwg, oTaBuog frav n €mAoyr Twv UAIKWY dnuIoupyiag Twv EIKOVWV.
Kupio péAnua Atav n ouvBeon Twv YPOPIKWVY va gival AammOTEAEOUA EIKOVWV TTOU
TTPOKUTITOUV aTTd AVTIKEIYEVA TTOU PTTOPOUV Kal Ta idla Ta TTaidid va Bpouv OTO XWPOo
TTOU KIvouvTal Kal dpouv. [MpwTn €AoY ATAV To OX£DIO KAl OTN OUVEXEIQ N AKOUAPEAQ.
H 18éa auth atroppipdnke KaBw¢ To atmoTEAEOua TNG €IKOVAG ATav 1IBIaiTEPA axvo, dev
ATaV €UKOAO va atmmodoBouv Ta oxEdla €Xoviag TTAVIa TO €TMOUPNTO EIKAOTIKO Kal
aloONTIKG atroTéAeopa. AgiCel va onueiwBei n dUOKOAIO TTOU TTPOEKUWE OTNV TTIOTH
Kivnon o€ 1epIoooTepa atrd éva eTitTeda, Twv npwwv. H 1pitn Kal KabBwg @Aavnke
OpPIOTIKN) €TTIAOY} ATV n oUvBeon Twv E€KOVWV atrd TPIodIACTATA QVTIKEIUEVA
pwvoypaenuUéva Kal eTTeCepyacuEva néoa atrod 1o Tpoypaupa tou Photoshop wote va

atrodoBei n TEAIKA €IKOva.

MapdAAnAa pe To OoTAdIO ETTIAOYNAG TWV UAIKWV €¢eAlcodTav Kal n dnuioupyia Tou story
board Ttou TTaIXVIBIOU. OTav TTAéov KABE epappoyr SIEBETE TNV TTEPIYPAPN TNG Kal TA
UANIKG TToU Ba Tnv atroteAoucav eixav wneiotroinbei, ATav n oeipd dnuioupyiag Twv
animation 1Tou 8a utrooThpICav 6Ao To Traixvidl. H diadikacia autr) ATav xpovoBopa Kal
éyive péoa oto Trpoypaupa NG Adobe, Flash. OAokAnpwvovtag tn ogipd Twv animation
TTOU QTTaIToUVTaV YyIia T oUuvBeon MIag €@apuoyng Empemre va Bpebei o kKwdIkag o€
yAwooa Ttpoypaupariogou  Actionscript 2, 1Tou Ba  peTETpETTE TO animation o€

d1adpaCTIKA €IKOVQ.

To emouevo PBripa Atav n ouvdeon OAwv Twv apxeiwv Flash petagyu Toug wote va
MTTOPOUV Ol PEPOVWUEVEG EQAPPOYEG VA ATTOTEAOUV €va eviaio ouvolo. EmiTAéov, n
ouyypa®n TWV KEIMEVWV TTOU a@OopouVv TOUG eVAAIKEG KOl TO TTEPACHO TOUG O€ KAOE
epappoyn nTav €va Baoikd KOPUATI TToU ETTPETTE va OAOKANPwOEi. To TeAeuTaio Bripa
TTPOG TNV OAOKARpwWON TOu TTaIXVIOIOU ATAV N €MAOYA KAl TO TTépacpa Tou Axou. H

emAoyn Twv fnxwv €yive ye otdxo 10 backgroundi Tou Ba Trailel oe GAo0 TO TTAIXVIdI VO
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gival atrAd aAAd Kal EUXAPIOTO YIA TOV TTAIKTN WOTE VA TOU KIVNTOTTOIEI TO EVOIA@EPOV VO

TTOPAUEIVEI UTTPOOTA OTNV 004VnN.

2€ OAeG TIC QAOEIC dNIoUPYiIag Tou TTaIXVIOIOU o1 OOKIUEG TOU NTAV TTOAAEG WOTE va
MEIWBOUV o1 TBavATNTEG TO TTAIXVIOl va PNV €XEl OWOTEG OUVOEOEIG PETALU KABE
apxeiou. Znuavtikd eivar va ava@epBei 611 BorBnoav TTOAU kai TTaidid amd 1O
TTEPIBAANOV pou TTOU ETTAIEAV TO TTAIXVIOI KOl Jou €dwoav OpKETEG OUMPBOUAEG yia Tn

BeATiwaon Tou.

3.5 Zgvdpio traixvidiou

H 1TpwTn ogAida TnG e@appoyng gekivael o€ éva TTpAcIvo GOVTo, KaBwg autd gival To
XPWHA TTOU gival TTIO EUXAPIOTO OTO PATI, CUPNPWVA PE TOUG KAVOVEG XPWHATWY atrd Tnv
aAANAeTTiOpaon avBpwTTou PNXAVAG. Z& auTh TN OeAida KAAgiTal O eKTTAIOEUTAG VO
TTANKTPoAoyroel T0 6voud Tou TTaIdIoU — TTAIKTN TTOU €XEl TTPOCPWVACEl TO Ovoua Tou
non (ewvnTikl €vioAr]). OTtav 10 AOyIOPIKO BPIOKETAI OTO XWPEO ME TO KATAAANAO
UNIKOTEXVIKO €EOTTAIONG TTOU atrauteital, n dladIKaoia auTh TTPOPAVWG Eival TTEPITTH,
KaBwg avayvwpiletal n @wvnTik €vioAr atreubeiag. H TTANKTpoAdynon yivetar pe
ayyAIKOUG XOPAKTAPEG, €iTe EAANVIKOUG TTou PETETTEITA ep@avidovTal ws greeklish (kaBwg
TO ouoTnua €xel yivel yia va KOAUTITEl KABOAIKEG TTEQITITWOEIS €iTE €AANVIKWYV EiTE
ayyAIKwV OVOoPdATwv). 2& KOBe TrepiTmTwon, To Tadi dev €ival autd Tou Ba
TTANKTPOAOYoEl To Gvoud Tou, KaBwg dev gival oe Béon akdpa (AOyw TNG PIKPAS TOu

NAIKiag) va PTTopEi va TTANKTPOAOYNOEl CWOTA TOUG XOPAKTHPEG.
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Twe ot Ave;
a)

Eikéva 1: Printscreen gkkivnong Tng e@apuoyng.

21NV €TTOPEVN €IKOVA TO TTAIBI — TTAIKTNG TTPOCPWVEI TNV NAIKia TOU Kal Tov apiBud TTou
QVTIOTOIXEI OTO PAva yévvnong Tou. Ev Tw peTagu @aiveral To Ovoud Tou oTn oeAida yia
Va gival Mo TTPOCWTTOTTOINUEVO TO pAvuua. H idia diadikacia TTou TTponyrnenke yia tnv
KATAYPOQr} TOU OVOUATOG, YIVETAI KAl OTN CUYKEKPIKEVN TTEPITITWON YIA TNV KATAYPAPW

TWV TTPOAVAPEPBEVTWV OTOIXEIWV.

TToowv xpovwv cioal,

Nikos ;

Kar motov pnva yevwnonkec;
-

Eikéva 2: Printscreen yia Tnv €I0aywyn TTEPICCOTEPWYV OTOIXEIWV TOU TTaIS100 — TTaiKTN.

2Tnv €mmouevn ogAida, TTpooTTaboupe va elodyouue 1o TTaIdi oTo TTPORANUA TToU Ba €xEl

VO QVTIMETWTTIOEI OTO KUPIO KOPATI TNG EQAPUOYNG. Z€ auTh TN o€Aida, To TTaIdi — TTAIKTNG
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(€xovtag kal TO avTtioTolxo NXNTIKO background) KaAcital va QvTIMETWTTIOEI PIA TTOAU
atTAf TTPOKANGCN, KATI TTOU €VOEXONEVWG TO £XEI KAVEI KOl OTAV KABnuepIvr) Tou {wH, va
Tdioel Ta wapia. ‘Exovrag Trpoocouoiwoel auTh T diadikaaoia, uTropei To TTaidi va "traiger”
KAVOVTOG KAIK OTO WApPI TTOU POUCKWVEI 1) OTO XTATTOI, OTToia AAANAETTIOPOUV PE TO KAIK.
Tnv TTpocopoiwon TwV TTPALEWY, TNV €XOUPE UAOTTOINCEI va gival TOOO TTAVOPOIOTUTTN
ME TNV TTPAYMATIKOTNTA, TTOU VIO VA €TMITUXElI TO TTaudi — TTAIKTNG va Taioel Ta wapiaq,
TIPETTEI TTPWTA VA AVOIEEl TO evudpeio Kal HETA va oUPEl TRV TPOYR TTAVW OTO AVOIXTO
KOTTaKI. AAIWG dev Tou emTpETTETAI N TTPAEN auTh. Me auTtdv Tov TPOTTO €I0AYOUNE TO
TTaudi o€ pia diadikaoia okEWNS Kal avlAuong Tou EKAOTOTE TTPORANUATOG, OE HIQ OEIpd
amd PAPATO — €VEPYEIEG TTOU TTPETTEI VA Yivouv yia Tnv €mmAuch Tou (aAyopiBuikA
okéwn). AgiCel va onueiwdei, 6TTwg Kal oTIS TTponyoUdeveS OeAIdEC TNG e@apuoyng, OTI
Ta TTAIdIQ YTTOPOUV VA UAOTTOINCOUV OAQ TA TTAPATIAVW KAl ME QWVNTIKEG EVTOAEG, TT.X.

"TPo®NR" K.ATT.

Eikova 3: Printscreen amoé 1n oeAida epapHoyrig Tou evudpeiou, a@ou To TraIdi — TraikTng EXEI

aVOoigel TO KATTAKI.

H emouevn €ikOva deixvel TNV OAOKAAPWON TNG EVEPYEIAG TOU XPAOTN, META aTTd TNV

ETITUXN OEIPA TWV TTPOAVAPEPBEICWYV EVEPYEIWV Kal TAI(ovTal Ta Wapla.
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Eikéva 4: Printscreen amé tnv oAokAfpwon Tng diadikaciag oTn ogAida Tou evudpeiou.
2Tn OUVEXEIQ, av O XPNoTng trapapeivel adpavig kai dev emAEEEl atTd pdvog Tou va
peTaBel oTnv €OPEVn Kal KUpia o€Aida TnG €@apuoyng, dnAadry tTnv kouliva, TOV

METAQEPEI QUTOUATA TO TTPOYPAKMA HETA aTTO TTEPITTOU 6 Secs.

Eikéva 5:; Printscreen amoé tn o€Aida koudiva Tng e@apuoyng.

2€ auTh TN OgAida To TTAIdI — TTAIKTNG €XEI TA tasks pe axvr) HOPYR yia va UTTOPE va
BAETTEI KABE XPOVIKA OTIYUR TI €XEI ATTOMPEIVEI YIa VO OAOKANPWOEl TNV epyacia Tou. Exel
va OAOKANpwoel TIG €¢AG dIadIKATIEG:

e [TAUOIMO TTIATWV.
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e [16TIOMO YAGOTPAG.
e 2 (POUYYApPIOHA VIO KABAPIOUO AEKE.
e Na BdAelr paynTd va @dcl.
e Na Tdioel To oKUAo.

O1 mapatrdvw d1adikacieg dev £XOUV OUYKEKPIPEVN OEIPpA TTOU TTPETTEI VA UAOTTOINBOUY,
TO TTaIdi — TTAIKTNG MUTTOPEI va GEKIVAOEI PE OTTOIO DIAdIKOTIA TOU QaAivETAl TTIO EUKOAN/
OIKEIA, OKETTTOMEVOG TTAVIA TNV aKoAouBia Twv EevepyeEiwv TIOU  XpEIGdovTal va
TTponynBouv. lMNa Trapddeiyya yia 1o TTAUCIMO Twv TATWY, To TTaidi Ba TTpETel va
avaTpéEEl OTN PVAMN TOU OTTO TNV KABNPEPIVOTNTA KAl VO avayvwpioel TIG OOUAEIEG TNG
Koulivag TTou Ba €xel TTapatnEnoEl KATToIo PEAOG TNG olkoyévelag (utroTiBeTtal 1o idlo
gival PIKPRG NAIKIag yia va €xelr TTAUvel mara). Apa, 1o TTaIdi, dedouévou OTI £XEl va
QVTIMETWTTIOEl YVWOTA TTPORAAMATA, EEPEI TTEPITTOU TI TTPETTEI va KAvel he BAon NG
avakAnNong Kai TNG AOYIKNG OKEWNG. ZUVETTWG, TO TTaIdi yia VO OAOKANPWOEl JE ETTITUXIO
T0 TAUCIJO Twv TATwv Ba mpémer: 1) va PaAel Ta mdATa OT0 vepoxUtn, 2) va

TOTTOBETAOEI TO OPOUYYApP! O€ AUTA Kal 3) va avoigel Tn Bpuon.

2¢ TEPITTTwOoNn OUOKOAiOG Tou Traidlol — TraikTn o€ KAtola atmd TIG OladIKATiEG,
EMAEYOVTAG €va QVTIKEIMEVO (TT.X. 0TV akOAouBn oeAida 1o o@ouyydpl) eugaviceTal n
avtioTtoixn Bonbecia — eikOva TTou Otixvel Tn AEITOUPYIKOTNTA TOU- OTn OUYKEKPIPEVN

TTEPITITWON TO CPOUYYApPI TTPETTEI va TOTTOBETNBEI OTa TIATA.
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Eikova 6: Printscreen amé tn oggAida Tng koudivag, JE TNV gu@avion evog hint yia To o@ouyydpl.

MOAIG oAokAnpwBei éva task pe emtuxia, "TIKApeTal" atmd TN AiOTA PE TIG EIKOVEG TTOU
UTTAPXOUV OTNV KOPU®PNA TNG 0AIdAG, OTTWG OTNV £TTOUEVN €IKOVA TTOU €XEI OAOKANPWOEI

N d1adIKaoia Tou TTAUCIUATOG TWV TTIATWV.
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Eikova 7: Printscreen amé Tnv oAokAfpwon TnG 51ad1Kacgiag Tou TTAUGIJATOG TWV TTIATWYV.

OAeg o1 mrpoavagepbeioeg diadikaoieg PTTopoUv av eKTTovnBoUvV Kal HPE QWVNTIKEG
€VTOAEG, avTi TnG dladikaoiag drag and drop pe 1o touch Ttrovriki. MNa Tapddelypa, Pe TNV
EKQWVNON €vOG QVTIKEINEVOU, AUTO UTTOPEI va €TTIAeXOei oe ocuvduaoud Pe GAAQ TTou
€xouv ndn emiAeyei. Epeig atrd TNV AGAAN TTAEUPA, TTAPATNPOUME AV TO TTAIdI XPNOIMOTIOIE
TN OuvaTtdTNTa QWVNTIKAG €VTOANG 1 TN Xxpron touch, dedopévou OTI n diadikaoia
emmiAuong Tou TTPOoBAANATOC cival TTAéov olkeia oTo TTaudi. Mpétel va ava@époupe OTI
UTTAPXE QVTIKEIMEVIKA TTapOTpuvon ammd Tov  eKTTaideuTy TIpo¢ TOo  TTaidi  va
XpnoiyoTtroifoel 10oduvaua €ite Tov touch TpoéTO €iTE TN QWVI, CUVETTWG KAl Ta
atroteAéopata TTou cUAAEXOAKav gival auepOANTITa Kal KABapd& €TTIAOYEG TWV TTAISIWV.
Kar’ autdv tov 1poTT0, TO TTaIdi — TTAiKTNG, KaBEéva ave¢dpTnTa, Ba cuvexioel pEXPIG OTou
va OAOKANPWOEl Kal TIG TTEVTE DIOBIKACIEG. 2TnN OUVEXEID, aKOAOUBEI n €IKOva PETA TNV

OAOKApPWOT) TOUG:
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Eikéva 8: Printscreen amwé tnv o€Aida Tng Koudivag META TNV OAOKARPwWON OAWV TwWV S1a3IKACIWYV.

3.6 To maiyvidi kai n emiAoyn Tng Adobe Macromedia

To mpdypaupa 1nG Adobe Macromedia TTapExel TN duvaATOTATA dNUIOUPYIOG KIVOUPEVNG
eIkOvVaG Kal TTITTAEOV TNV €AeUBEPia EVOWUATWONG O€ AUTr KWOIKA WOTE VA UTTOPECEl VA

AEITOUPYNOEl O APECA EPUTTAEKOUEVOG DIODPACTIKA UE TO AVTIKEIMEVO TTAPAYWYAG.

YTrdpxel TTANBWPA AOYIOUIKWY TTPOYPOUNATWY TTOU TTAPEXOUV AVTIOTOIXEG OUVATOTNTEG
ME auTEG TTOU TTpoavagépovTal. To TTpdypauua TTou XpnolyoTroindnke givalr To Adobe

Macromedia 8 o€ yA\wooa Actionscript 2.

H ouykekpipgévn yAwooa gival YA\ wooa ouyypa®ng oevapiwv (scripting language) tou
Flash kai €ivalr attAf} otn xprion g, 10Tl €ival EUKOAO va TTPOOTEBOUV €UKOAA aATTAQ
XeIpIoTApIa aAAnAeTidpaong. AT TNV GAAN TTAcupd eival Kal 1I0XUph o€ TETOI0 BaBPO
WOTE VA UTTOPOUV Ol EUTTEIPOI dNUIOUPYOI CEVAPiWY va dnuIoupyouv aAANAETTIOPACTIKA

oToIxeia uwnAou TTITTéSOU.
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Qotéoo, n Actionscript 2 dev utrooTnpiel drag and drop OduvartdétnTa (TTou
XPEIadOpaoTav yia TN OUYKEKPIMEVN e@appoyr) aAAG ouTe Kal touch. Zuvettwg, yia va
uAoTroinBouv OAa Ta Trapatdvw, Ta dnuioupynoaue €€ apxng MeE Kwdlka, diadikaoia
XPOVoBopa kal duoxpnaoTn yia To dedouEvo TTepIBAAAoV. ETTiong, OAa Ta ypagika Kai Ta
animation, dev UTTHPXAV KATTOU dn UAOTTOINUEVA, OTTOTE dnuioupyRbnkav Kal autd aTrod
TNV apxnA. TEAOG, agiCel va onuelwBei 0TI GAAO QVTIKEIPEVA, OTTWGS OATTOUVADES, TIATA K.A
onuioupyndnkav atd TpoypdupaTa TnG Adobe, 61TOU Kal oXedIAOTNKAV TTPWTA EKEI
TpIv - €ilcaxbouv oT1o TPOYpPANPE pag. ‘Eva GAAO  onpavtike  TTpoBAnua TTou
QVTIMETWTTIOTNKE PE QUTA T YAWooa ATav oTnv uAoTtroinon, KabBwg Ta gpyaAcia TTou
ATav dlaBEoiua ATav TTEPIOPIOPEVA, KOBWGS TNV ETTOXN TTOU EEKiVNOE TO EPEUVNTIKO £pYO,
Ta touch cuotiuarta dev Tav 1000 cupéwg diadedopéva. ApyoTepa n Actionscript 2
avTIKATOOTABNKE a1rd TNV Actionscript 3, woTdéoo dev ATAV EPIKTO VA EVOWMOTWOEI Kal
VO TTPOCAPUOOTEI 0 KWOIKAG O AuTO TTou €iXe NdN uAotroinNBei PEXP!I OTIYUAG, KABwg

ATAV EVTEAWG BIAPOPETIKI QIAOCOPIA, KAl TTOU UTTOOTHPICE Kal TNV touch duvatdTtnra.

Ev ouvtopia, a&iCel va avagepbei 611 n ekpddnon tng Actionscript 3 cival iocwg
OUOKOAOTEPN atrd OTl €ival 01 TTPONYOUMEVEG €KDOOOEIC KAl HEPIKEG QTTO  TIG

BeATIOTOTTOINOEIG TTOU £yIvav gival:
e AvOoAUTIKOTEPN ava@opd AaBuwv
e BeAmnioToTroinuévn ouvtagn
o BeAtioTotroinuévn diaxeipion XML

e NEa apxITEKTOVIKA yEYOVOTWV Kal uttooThpiEn emimmAéov diadikaoiwy (1r.X. touch

KATT)
e BeATIOTOTTOINPEVOG QVTIKEIMEVOOTPOPNAS TTPOYPAUMATIONOG

o [leplo0OTEPEG ETTIAOYEG YIA TNV dIAXEIPION NXWV
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4. AZIOAOI'HzH MEGOAOAOTIAZ KAl METPIKQN

4.1 MeTpIKEG TTEIPAPATWY KOl ATTOTEAEO AT

Ta Taudid Ta oTroia dokiyaoav TNV epapuoyn ATav oTo TTANBOS Toug 8 Pe €UPOG NAIKIWV

4-5. Tlio ouykekpigéva ol NAIKIEG TOUG avVaAOYIKA paivovTal TTAPAKATW:

HAwigg mabwv (ota 8 deiypata)

B nAwiag 4 eTwv M nAwkiag 5 eTwv

Eikéva 9: AvaAoyia nAIKIwy TTou SokKiaoav To TTpOypaHla.

AT16 Ta 8 TTaidid rou dokipacav 1o TTPOypapua 4 ATav ayopla Kal 4 Kopitola:

®UAo naudwv (ota 8 deiypata)

Eikéva 10: AvaAoyia ayopiwv — KOPITGIWY TTOU SOKilaoav TO TTpOypaHla.

M Kopitow

H ayopla

21N ouvéxela JETPABNKaV o1 XpOvol OAOKANPWONG yia To KABe TTaidi Kal uTToAoyioTnKav
ol avtioToixol péool xpdévol oAokARpwong pe Bdon Tnv nAikia (4 kai 5 xpovwv) Kal Pe
BAGon TO QUAO. XTn OUVEXEIQ PEAETWVTAI Ol AVTIOTOIXOI TTIVOKEG PE Ta OESOPEVA TWV

METPAOEWV 01 oTToioI £XouVv akpifeia milliseconds:
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Mivakag 1: Méool xpovol oAokAfpwong Traixvidiol ye Baon Tnv nAikia.

HAikia Xpovog oAokARpwonNg Traixvidiov
4 8:36.25
5 8:38

21NV €mONEVN €IKOVA QaivVETAl AVTIOTOIXO N XPAON MIKPOPWVOU Kal n xprion touch trou

eméAegav Ta Taidid 4 Kai 5 xpovwv.

Nocoota xpriong pkpodpwvou VS
touch

100% -

50%

0% <
4 Xpovwy 5 Xpovwy

H Xprion pikpodwvou M Xprjon touch

Eikéva 11: NMooooTd xpRong Hikpo@wvou VS touch screen pe Bdon Tnv nAikia.

Ooov agopd Toug pEooug XPOvoug OAOKAAPwWONG PE BAon TNV NAIKia, av Kal PE PIKPN
dla@opd (1.75 deuTepOAeTITA), TTAPATNPOUME OTI eV Ba TTEPINEVAPE PECOG XPOVOG
OAOKANPWONG TWV TETPAXPOVWYV Va €ival HEYOAUTEPOG ATTO TWV TTEVTAXPOVWYV, CUUBAIVEI
TO aKpPIBWG avtiBeTo. 'Evag moavog AGyog yia auTr) Tn Jn avauevopevn atrokAion, gival
OTTWG TTapaTnEOUME Kal amd Tnv Eikoéva 11, ta 1repiocdtepa TaidIid 4 Xpovwv
XPNOIMOTTOINCAV TO PIKPOPWVO VIO QWVNTIKEG EVTOAEG (EVOEXONEVWG AOYW PEYOAUTEPNG
EUKOAIQG), evw atrd Tnv GAAn TTAeupd Ta TTEPIoCOTEPA TTAIBIA 5 XpOVWV XpnaoiuoTroincav
TNV touch 0Bodvn. Mpopavwg, n ewvNnTIKA €vTOoAf €ival o ypriyopn amd Tnv touch
emAoyn (ME TTOAU pikpr) dlagopd), Kal yI' autd To AOyo Ta TTaIdId TECOAPWY XPOVWV

gixav MIKPOTEPO PECO XPOVO OAOKAAPWONG.

Mivakag 2: Méool xpovol oAokKARpwOoNg Traixvidiol pe Bdon 1o @UAo.

®UAo Xpoévog oAokAfpwong Traixvidiou
Ayopia 8:17.5
Kopitola 8:56.75
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21NV €mONEVN €IKOVA QaivETAl AVTIOTOIXO N XPAON MIKPOPWVOU Kal n xprion touch trou

eTENECAV Ta ayOpIa KAl TA KOPITOIA.

MNocootd xprong pkpodpwvou VS
touch

H Xprion puikpodwvou O Xprjon touch

Kopitola 65%

ayopLa 37%

Eikova 12: MooooTtd xpriong Hikpo@wvou VS touch screen pe Bdon 1o @UAo.

Ooov agopd Toug HECOUG XPOVOUSG OAOKAAPWONG YE BAon TO QUAO, PE PEYAAN OXETIKA
dla@opd (39.25 OeuTePOAETTTA), TTAPATNPOUUE Ta AYyOpPIa OAOKARPWOAV OPKETA TTIO
ypriyopa 1o Traixvidl atrd 1a Kopitola. Autd TO yeyovog €ival AoyIKO KAl QVOUEVOUEVO,
Kabwg O1Twg TTaparnpoupe kai atrd tnv Eikéva 12, 1a mepioodtepa ayopla (0€ TTo000TO
63%) xpPNOIMOTTOINCAV TO MIKPOPWVO YIO QWVNTIKEG EVTOAEG (EVOEXOMEVWG AOYW
MEYAAUTEPNG €UKOAIOG Kal €EOIKEIWONG), vy aATTO TNV AAAN TTAEupd Ta TTEPICOOTEPA
KopiTola (o€ TToo00TO 65%) Xpnoipotroinoav Tnv touch 0Bévn. Mpogavwg, n ewvnTiKA
EVTOAN eival o ypriyopn amd tnv touch emAoyn (Me TTOAU pikpry dla@opd) OTTWG
Tpoava@éPOnKe, Kal yI' autd TO AOYOo Ta ayopla gixav MIKPOTEPO HECO XpPOvOo
OAOKAApWONG.

4.1.1 ATOMIKA OTATIOTIKA

lMNa va €ival Mo 1I00ppOoTINUEVA Ta aTToTEAEOUOTA Bewpolpe pia aAAnAetTidpaon avdé
QwvnTIKA €vioAnl kai click. Avriotoixa pia xprion Tou drag&drop eivalr duo
aAAnAemdpaoelg. Auto yiati Ba xpelaloTav 2 XpHoeig wvig, click, i cuvduaoud autwv
yla va oAoKANpwOEei n evépyeia TTou oAokAnpwveTal pe pia Xprion drag&drop. O T0TTOG
yla Tn Xprion tng 064évng TTPoKUTITEl WG €EAG:

SU (Screen Usage) = D&Dx2 + Clicks
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lMa Tnv oAokAfipwaon Tou Traixvidiou atrairouvTav 25 click kal 3 €mITTAEOV TTOU aQOpPOUV

aAAnAemdpdaoeig pe 1o TTEPIBAANOV Kal dev 0dnyouv oTnv oAOKAApwaon Kdtrolou task.

AkoAouBei O TTivaKag ME TTI0O OUYKEKPIPEVO OTATIOTIKG XpAong yia 1o KABe Traudi

EeEXxwpPIoTA:
Mivakag 3: MivaKag aTOHIKWVY OTATIOTIKWV.
Ovopa HAkia Xpovog oAokARpwong mraixvidiou | Microphone Screen
KwvoTavTivog 4 9:17 25 0
Eudokia 4 9:52 7 18
Podaven 4 7:42 10 15
Avtwvng 4 7:34 12 15
Fpnyo6png
Nikog 5 11:12 15 10
EueATria 5 8:53 12 14
AnuATENG 5 5:07 9 16
Pévia 5 9:20 6 19

2€ avTITTapdBeon PE TA TTPONYOUHEVA OTATIOTIKA akoAouBouv Kal Ta oTaTIoTIKA Xprong

drag and drop ouvapthocel pe Ta click, yeAeTwvtag Ta o¢ eTiTTedO NAIKiag (4 kai 5

XPOVWV) Kal o€ eTTiTTed0 QUAOU (aydpla Kal KOPITola).

100%

80%

60%

40%

20%

0%

Drag and Drop VS Click

4 Xpovwv 5 Xpovwv

H Click

H Drag and Drop
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Drag and Drop VS Click

kopltola

[ Drag and Drop
O Click

ayopla

>

0% 20% 40% 60% 80%  100%

Eikéva 14: MooooTtd xpRong Drag and Drop VS Click pe Bdon 10 @UAO.

AtiCel va onueiwBei 611 kal oTig dUO TUTTOU PETPOEWY (NAIKIa Kal @UAO) o1 TTEPICTOTEPOI
xpnoigotroinoav katd képov T1a Click Tapd 1o Drag and Drop, di1adikaoia evOEXOUEVWG

TTOU TOUG @AVNKE TTI0 BUCKOAN, TTOU ATTaITEl JEyaAUTEPN akpiBela.

4.2 EpwtnuatoAdyio agioAdynong/ evIuTTwOoEIG TTaIdiwV

Metd 10 TTépag TNG dladikaciag Kal TNG OAOKARpwaong Tou TraixVvidiou atrd 1o KABE TTaIdi,
TOoUug O6ONKeE £va epWTNUATOAOYIO OTO KOBEVA YIO CUPTTANPWON TWV EVTUTTWOEWY TOUG

Kal Y10 eVOEXOUEVN avaTPOPOdATNON OTO dnUIoUupyd TOU TTPOYPAUUATOG.

Mivakag 4: Mivakag epwTtnuatoAoyiou Trou 360nke ota Taidid.

20U QpPETE TO TTAIXVIdI;

Molo oou Gpeoe TTEPIOOOTEPO; ( avagEpoupe Ta task)

Mepika €yivav emreidr piAnoeg kair dAAa emmeidni ta ayyigeg! Ti oou

Adpeoe TTEPIOCOTEPO;

‘Hrav dUOKOAO;

>¢ Koupaoe; 'H BapEdnkeg;

Moio ATav TTI0 SUCKOAO;

Molo ATav TTIo EUKOAO;
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‘Hrav KATI aoTEiO;

20U dpeoav Ol EIKOVEG;

20U apeoav ol xol;

2€ evoxAouoav Ta OKOUOTIKA;

MNvéTav autd TTou RBeAES va KAVEIG;

Ti Ba BeAeg va €xel TO TTaIXVidI TNV ETTOUEVN QOPQ;

HEepeg Ta ovouaTa TWV TTPAYHATWY;

©a BeAeg va gavatraiteig av EavaépBouE;

2UAAEYOVTAG TIG ATTAVTAOEIG TWV TTAIOIWY, OPYOVWOOUE KATTOIO ETTITTAEOV OTATIOTIKA PE

Baon autd TTou aTTAvTNOoAV ETTIAEKTIKA O OPIOUEVEG EPWTHOEIG.
2€ TTPWTN QAon agifel va onueiwBei OTI oI ATTAVTACEIG OTAV EPWTNON AV TOUG GPECE TO
TTaiyVvidl ATav o€ moocooTod 100% OeTIKEG, TTOU onuaivel OTI 0 0TOXOG TTPOCEAKUONG TOU

evOIOQEPOVTOG TOU TTAIBIOU Kal N SIatrenaon TNG TTPOCOXNG TOU OTNV 004V ETTETEUXON.

‘Htav Uokolo;

Eval EOYL ®Sevamndvinoe

13%

Eikéva 15: Z0voAo amavIOEWV OTNV EPWTNON OV TOUG PAvVNKE SUCKOAO.

ApxIKG, éva apKeTA evOAPPUVTIKO ATTOTEAEOUA OTNV £PEUVA PAG gival OTI N TTAEloWn@ia
TWV TTaIdIWY (7 ota 8) amavinoe o1 TO TTaIXVvidl dev Toug @AvNKE dUOKOAO. AuTO €ival
MIa apkeTd cofapr €VOEIEN ETTITUXIAG TOU OKOTTOU POG, KOBWG O TTPWTAPXIKOG OKOTTOG
Mg gival TO TTPOYpPAPUa — TTaiXVvidl va gival 600 T0 duvaTov TTEPICTOTEPO KATAVONTO Kal

OQQEG YIVETAI VIO QUTEG TIG VEQVIKEG NAIKIEG.
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Moto task cag apece
TLEPLOCOTEPO;

N otiotpt WAt W oKUAOC

Eikéva 16: ZOVOAO aTTaVTAOEWY OTNV EPWTNOT TTOI0 task TOUG APECE TTI0 TTOAU.

Ooov agopd TG diadikaoieg eival oAo@davepo OTI o1 TTIO AyATINTEG NATAV AUTH TTOU
EVETTAEKE TO TTOTIOTAPI, TO OKUAO Kal Ta TTIATA, KOBWGS AUTEG €ival TTOU XPNOIYOTTOIoUV

animation kai oToixeia 1o yvwpiua ota TTaidid. Mo ouyKekpipéva:

® 0 OKUAOG £XEI TO XQPOAKTNPIOTIKO OTI Ta TTAIdIA 0€ AUTH TNV NAIKia TOV AaTpeUouv Kal

TOUG ap£0el va aoxoAouvTal padi Tou,

e TO TIOTIOUA Eival KATI EUXAPIOTO TTOU EUTTAEKEI TO QUTA KOl TNV EVAOYXOANOTN TOUG ME

TN @UON, YEYOVOG £TTIONG AyaTTNTO OTA PIKPA TTAIOIA

e KOl TEAOG, T TTIATA, OVTAG TOOO PEANIOTIKA UE TIG OATTOUVADEG KAl TO VEPO, BuICEl

éva €idog d100KEDAONG TTPOG AUTA.

Oa N0eAec va Eavanatésic av
EavaEpOoups;

HvaL o)L

13%

Eikova 17: ZUvoAo amavTioewyv otV epwrnon av 8a {avaémraifav og Térola diadikaaia.
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2av oUvoAo oTnv OAn diadikacia amd tnv Eikéva 17 BAEToupe OT1 T TTAIdIG
ATTOKOMICQV Wi BETIKA EPTTEIPIA KAl TTEPOACAV EUXAPIOTA TNV WPEA TOUG KATA T dIGPKEIX
TOU EKTTAIOEUTIKOU TTaIXVIOIOU. 2€& €TTOMEVN Onuioupyia Kaivouplag €kdoong Tou
TTaIXVvIdIou Ba An@Bouv utown Ta OXOAId TOug Cav avaTpo®oddTNon, APAVOVTOG

QVOIXTA TNV NUEPOMNVIa TToU Ba TOUG EQVAETTIOKEPOOUIE.

"evikd, Katd KUpIo AGyo Ta TTaidId éKavav KATTOIEG TTPOTACEIG TTOU Ba TOUG APECE VA EixE
TO TIPOYPOUMG o€ TrepaITépw BeATiwor Tou, OTTWG KATTO, TCAMIA, WTTAVIO K.A.TT.,
TTPAYHOATA TTOU TTEPIEXOVTAI O€ KAAOIKO OTTITI KAl va AAANAETTIOPAOOUV O€ TTEPICTOTEPOUG
XWPOUG. AUTO PaG 0dNyEi OTO CUPTTEPACHA OTI TOUG APECE N MEXPI TOTE AAANAETTIOpaOn
Kal €mMOuPoUv akéua TTeEPIcoOTEPN OPACH KOl XWEOUG YIa va avakaAUwouv Kal GAAEG
OpacTtnpPIdTNTES. TEAOG, B PAvVNKE va duaKoAeUovTal IBIAITEPWGS UE Ta EEQPTAMATA TTOU
TOoug ©66NKav, OTTWG AKOUOTIKA Kal 006V, KabBwg — OTTWG aTTAvTNoav Kal Ta idia — dev

TOUG @AvVNKE BUOKOAO oUTE TOUG dNPIOUPYNOE KATTOI0 TTPORANUa.

4.3 Z@aApara o086vng
To o@dAua otnv xpron TG A@AG KAl CUYKEKPIMEVA TOU TPOTTOU OAANAETTIOpAONG
drag&drop Arav uwnAd. O1 Adyol ATav:

e Anuioupyia uypaciag oTta xépia, AOyw 10pWTA KOl OUVETTWG N a@r Ogv

AeIToupyouaoe TTavTa.

o ‘EAAeyn e€oikeiwong. MoAAG tasks yia va oAokAnpwBouv atrairovoav atrd 1o Taidi
va Odlavuoel pe drag MeyAAn amdéoTacn, ME ATTOTEAECHO VA  ETTIOTPEQPEI TO

QVTIKEIPJEVO TTIOW, APVOVTAG TO TTPOCEYYIOTIKA O¢ éva AdBog onueio.

e H Flash Action Script 2 dev utrooTnpidel TNV AeiToupyia drag&drop, CUVETTWG O
KWOIKAG KaTaokeudoTnke €I0IKA yia To drag and drop €€ apxng, yeyovog Trou

MTTOPEI va TO £KavVE OXI TOOO ATTAG OTN XPron Tou.

4.4 AmoteAéopara

AT Ta atTOoTEAEOUATA TWV TTEIPAPATWY AAAG Kal aTTd TNV TTPOCWTTIKI EUTTEIPIA KATA TNV
OIQPKEIO TWV TTEIPAPNATWY WTTOPOUNE va PTACOUME OTO CUMTTEPACHA OTI Ta TTaIdI

¢ekAbapa TrpoTinoav TNV XpHon TNG a®Ag avTi yia Tn ewvr. Autd cupBaivel yiarTi:
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e gival o€ nAIKia TTou N agn TTaidel eyalo poAo,
e £ival TTI0 AUEDT), TOUAGXIOTOV £TO1 OTTWG €XEI OXEDIAOTEI KAl OTNOEI TO TTAIXVIdI.

Maparnpnénke 6t étav o BonBdg Tou ATav diTTAa 0TO TTAIdI TOV pWTOUCE KATI, TOTE AUTO
XPNOIYOTTOIOUOE T QWwvVh YIa va OAOKANPWOEl TIG ATTAITOUUEVEG €EVEPYEIEG. AV OTO
TTAIX VIOl EVOWMNOTWVOTAV Kal €vag TTapAyovTag QwVvrG, yia TTAOPAdEIYUA €VAG EIKOVIKOG
@ilog (agent) Tou Ba kabodnyouoe 1O TTAIdi i évag anynTAg, iICwW¢ va wbouoe Ta
TTaIdI& OTNV XPNAON TG QWVAG. ZUYKEKPIPEVA, N XPNON TWV TTOAUPECWY, O EAKUCTIKEG
IOTOPIEG TTOU TTAPOUCIACOUV TTPAYMOTIKOUG OTOXOUG, ETTITTAEOV TTPOCBNKN TTPAKTOPWY
(agents) 1TTou Ba cuvodeUouUV TO XPHOTN KATA TN BIAPKEIA TOU TTAIXVIOIOU TTPOCPEPOVTAG
TOUG KivNTPO v OUVEXIOOUV TO TTaIXVidI Kal €QOdIAJOVTAG TOUG PE avaTpopoddTnaon, Kal
n duvatdTNTa dOKIUAG SIaPOPWY BECIOTATWYV KAl OTPATNYIKWY, AQUEAVOUV TNV Padnaolakn

ETTITEVEN.
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5. ZYMMNEPAZMATA

5.1 Zuovoyn MEAETNG — OXOAMIOOHOG ATTOTEAEOUATWV

lMNa 1tn dlgpelivnon Twv OTOXWV TTOU TEBNKAv OTnV €peuva auTr, KATAypd@nkav Kal
avaAuOnkav ol avTidpACEIG KOl Ol CUMTTEPIPOPEG TWV TTAIOILV TTOU CUMMETEIXAV.
Mapatnpnénkav OAeg TIG QACEIG TNG EKTTAIOEUTIKAG dpaoTnEIdTNTAG Kal KaTaypd@nkav
ONUAVTIKA OTOoIXEiId o€ OXEon ME TNV OUMTTEPIPOPA Twv Traidlwyv. ETTTAéov, TO
TTPOYPAUUA PAG PEOW TWV PETPACEWV TTOU €KTTOVOUCE autopata oTto background,
KATEYPAPE TIG UETPAHOEIG TOU KABE TTaIdIOU WG TTPOG Ta click Kal TO XpOVo BIEKTTEPAIWONAG

Tou K.A.TT. o¢ log files yia Tnv kaBe @d&on NG dpacTnEIdTNTAG.

H péBodog TTapartipnong TTou XpnoIPoTToINenke ATav To €pwTtnUaToAdyio, n diadikaacia
ouyypang Traparnprioewv Kai ta log files. OAa autd arroteAolv pia TToI0TIKA PEBODO
KATAYPO®PNGS Kal avaAuong TwV eKTTAIOEUTIKA onUAVTIKWV @aivopevwy. O ocuvduaoudg
QUTWYV TWV HEBOdWYV ETTINEXONKE yia TNV CUAANWN Kal KaTaypa@r TOU KOIVWVIKOU-
ouvalodnuaTikoU KAiuaTog TG Ta¢ng péoa atrd TIG EKONAWOEIC TNG CUNTTEPIPOPAS TWV

HalnTwv.

210 TEAOG TNG dI1adIKOCIAG, Ol CNUEIWOEIS ATTO OAa T TTAPATTAVW CUAAEXONKav Kal
avaAubnkav woTte va egaxBouv cupttepdopata. O1 déoveg avdAuong eoTiaoav TO00 OTn
TTPOYOPIKAy 000 Kal OTn MN-TTPOPOPIKA emKolvwvia. Eidikétepa, o1 dEoveg autoi
TepINGuBavav Ta oxOAia Twv TTaIdIWV KOBWGS Kal TNV avixveuon @aivouévwy apvnong-
ammoppPIYng, TIPOCEAKUONG TIPOCOXNG Kal cuvaiobnuatikAg @oépTtions. H péBodog
agloAdynong TTou eTAEXONKE ATAV TTOIOTIKA Kal OXl TTOCOTIKA, KABWG OTdX0G TNnG
OUYKEKPIPEVNG €peuvag atroTéAece n Olgpelvnon TNG METABOAAC Twv PABNOIOKWY

KIVATPWV Kal OXI N KATaypa®r Twv £MMOOCEWV TwV Jabntwy.

Ta madid erédeiCav yeydAo evdla@épov 0Tn Xpron d1IadpacTIKAG TEXVOAOYIAG Kal dev
QVTIMETWTTIOAV ONPAVTIKEG DUOKOAIEG KATA TNV TTPOCAPMOYH TOUG OTO VEO PaBnolakd
TepIBAAAoV. MapdT Ta TTaudId dev diEBeTaV TTPOTEPN €EOIKEIWON PE TOUG UTTOAOYIOTEG,
€0€IEav va €ival TTPOETOIJaoUEVA YIa TN XPHon TNG TexvoAloyiag. Autd ogeiAeTal oTnv
avTiAnyn TToU AvaTITUCoOUV ChPEPa Ta TTaIdIA Adyw TNG KABNPEPIVAS AAANAETTIOpaoNng

TOUG ME TIG VEEG TEXVOAOYiIEG, [4].

O1 yadnTég atoé Tnv TPWTN eAcn TNG dPaCTNEIOTNTAG £DEICAV VO KATAVOOUV ypAyopa T

AOYIKA} TNG XPriong Tou TTOVTIKIOU — touch kal TNG QwvnTIKAG €VIOANG w¢ OEIKTIKA

M. Mavvakoupag 58



Combining voice and touch modalities in educational games for preschoolers

ouokeur. Ta TTaudid o€ Aiya PHOAIG AeTTTd Tav o€ B€0n va PETOKIVOUV TO O€IKTN TOU

TTOVTIKIOU TOUG OTa onueia Tng 08évng TTou £1mBupoloay.

H eoTiaon 1Tpoooxng Twv TTaidiwyv Katad 1N diIdpkeia OAwv Twv @Aacewv ATav 1I01aiTEPA
evioxupévn. AgloonueiwTo ATav 10 yeyovog Ot Ta TTaidid 6 {nToucav ouxva atrd Tov
EKTTAIOEUTIKO va aoX0AnBoUv yia TTEPICOOTEPN WPA UE TOV UTTOAOYIOTH Kal YId auTto TO
AOYO KABe @Aon TNG eKTTAIOEUTIKNG HEBOGOOU dINpKNoEe OXedOV akpIBWGS yia 600 XPOVO
600 TTpooxediaoTnke. ETiTAéov, TTapd 1O peydAo aplBud atdéuwv o€ oxéon ME Ta
TEXVOAOYIKG péoa TTou OIEBETE O BPEPOVNTTIOKOG OTABUOG, Ta TTAIdIG TTEPiYEVAV
UTTOMOVETIKA va €pBel n ocipd TOug yIa va cupueTéxouv. ETTiong, dgv TTapoucidoTnkav
Qaivopeva eykataAelwng, KabBwg kavéva TTaidi dev eEEppace TNV MOUMIa va aTTéxel aTtd

TIG OPACTNPIOTNTEG.

Kartd tnv evaoyxoAnon toug, Ta TTaidid diaokEdadav Kal TTIKOIVWVOUCaV dIapKWG KE Ta
uttoAoitra pgéAN TNG TAENG Toug, aAAG Kal PE TOV EKTTAIBEUTIKO TOUG. O1 eKQPAOEIG TOU
TTPOOWTIOU TWV TTAIBIWYV ATAV BeTIKEG Kal £DeIxvav  guxapioTnon Kal EKTTANEN,
aveEdpTnTa atmd 10 QUAO Toug. Ta oxoAia TTou avidAAadav dev NTAV AVTAYWVIOTIKA OTnV
TTAclown®ia Toug (=95%) Kal OxeTICOVTAV PE TO YVWOTIKO QVTIKEIMEVO TTOU dIdAXONKAV.
O1 pabnrég €deixvav va «TraiCouv» KaBwg £Rpiokav AUCEIG KAl OTTAVTHOEIG OTaA

EPWTAMATA TTOU TTPOEKUTITAV KOTA TN eKTTAIOEUTIKA dladikaaia.

Ta Tadid TTOANEG QOpPEG eg€ppacav TNV ETTIBUPIO TOUG va ETTEKTABEI N OUYKEKPIPEVN
opacTtnpEIdTNTa Kal o€ GAAa dwuaTIa Kal {ATnoav va emavaAngBei n Ouykekpipyévn
OpaoTnPIOTNTAa O€ vEa €KOOON WE TTEPIOCOTEPA tasks. AKOUN, Ta TTAIdIG TTOU CUMMETEIXAV
oTnv £peuva, £0eIEav va DIOXETEUOUV QPKETH EVEPYEIQ OTNV AAANAETTIOpAON TOUG PE TOV
uttoAoyIoTH. AUTO £yive Qavepd HPETA TO TTEPAG TNG dpacTnpIOTNTAG BIGTI O PHaBnTég
ammaoXoAnbnkav npeua, diatnPEwvTag XaunAoug TOVOUG, OTo €AeUBepo TTaIXVidl TTOU

ouviBwg AsiItoupyei WG HECO EKTOVWONG.

5.2 ZupmrepdopaTa — OKEWEIS yia TO HEAAOV

H xprion Tng TeXVOAOyiag KATEXEI €va ONUAVTIKO KOUUATI TNG KaBnUEPIVOTNTAG OGS OTN
ONUEPIV] ETTOXN ME ATTOTEAEOPA N EVOWMPATWON TNG OTAV TIPOOXOAIKA nAIKia va
OnuUIoUpYEi DIAPOPETIKEG AVAYKEG KAl TEXVIKEG WG TTPOG TN dIDACKOAIQ O OXEON UE TNV

TTapadooiakrh péBodo.
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21N BIBAIoypa@ikr) avaokOTINon Kal 0TV €peuva TTOU TTponynonke, e¢eTdoaue Tn
peBodoAoyia TTou atrauTeiTal yia TRV éviagn Twv UTTOAOYIOTWY Kal Twyv tablets yéow NG
XPAONG TNG €QAPMOYAG MAG OTnNV TIPOOXOAIK nAIKia. lNa va yivel 1o ouaAi n
EVOWMATWON TOUG OTNV EKTTAIBEUTIKN dladikaoia Ba TTpETTel va €pOouv o1 HabnTeég o€
ETTA@N ME TOV UTTOAOYIOTA €XOVTAG Yivel TTPWTA HIA IBIQITEPN TTPOETOINACIA WOTE VA
MTTOPECOUV Va £E0IKEIWOOUV PE TO PEPN TOU. TN OUVEXEIQ, yia va udbouv va ypdgouy,
Ba ATav TOAU TTI0 €UKOAO yia eKkeiva va eKIvAoouv ypA@ovTag To Ovoud Toug,
TTANKTPOAOYWVTAG OTOV UTTOAOYIOTA TO TTAAKTPO TTOU QVTIOTOIXEI OTO OWOTO YpAuua Tou
OVOPOATOG TOUG A XPNOIUOTIOIWVTOG TNV WNOIOKA ypa@ida oTnv NAEKTPOVIKA TOUG
TAPTTAETA, KATI TTOU TOoug €ival AdN yvwoTtd e Tnv Tapadooiaky péBodo. ‘Etol,
XPNOIMOTIOIWVTAG TO TTPOYPAUMG ETTECEPYQTIAC KEINEVOU Ba YTTopoUV Va TTapaTnPrioouV
KAl va OUuvavTAoOouVv opoIoTNTEG 1 Sla@opég ata didgopa AdN ypaens. Akéua Ba nrav
TTOAU €UXAPIOTO YIa ekEiva va pdbouv va (wypaifouv Kal va dnPIoupyouv Ta dIKA TOUG
ox€dla. 'ETol, agou Ba €xouv avatrtugel TIG O£CIOTNTEG TOUG XPNOIKOTTOIWVTAG TOV
UTTOAOYIOTH Ba UTTOPOUV TTIO EUKOAQ TTAE0V va aoXoAnBoUv Kal JE KATTOIO avTioTOIXO Yid

TNV NAIKIQ TOUG AOYIOUIKO WOTE VA PJTTOPECOUV va GUVOECOUV TO TTAIXVIOI UE TNV AoKNON.

Na va ptmopéoouv Opwg Ta TAIdIA AUTAG TNG NAIKIAG va YXPNOIhOTTolouv  €va
OUYKEKPIPMEVO AOYIOUIKO, TTOU Ba XapaKTnpideTal atrd avayvwpion Qwvng Kal XpAon mng
a®AG, TO AoyIouIKG auTd Ba TTPETTEl VA TTANPOI KATTOIa KPITAPIA. ZUP@WVA AOITTOV JE TNV
avatrTuélakn kAipaka tou Haugland (Haugland Development Scale) éva Aoyiouiké yia

va BewpnBei KATAAANAO agloAoyeiTal aKoAOUBWVTAG TA TTAPAKATW KPITAPIA:
e TNV KAtaAANASTNTa TNG NAIKIAG,
e TNV IKAVOTNTA TOU TTaIdIOU va diaTnpei Tov €AeyXo,
e Tn CA@NVEIQ TWV 0dNYIWV,
e Ta augavoueva etireda SUOKOAIAG,
e Tn duvaTtoTNTa TOU TTAIdIOU Va £pYAlETal AVEEAPTNTA,
e TO Un-Biaio TTePIEXOUEVO,
e TOV TTPpoCavVATOAIOUO OTn d1adIKACia TOU TTPOYPAUMOTOG,

e TN CUPPBATOTNTA TOU TTPOYPAUUATOG PE TOV TTPAYUATIKO KOO O,

TA TEXVIKA XAPAKTNPIOTIKA KAl
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e TOV JETAOXNMATIONO.

TéNOG, €va peyAAO PEPOG €UBUVNG YIO TO CWOTO XEIPIOKO TWV UTTOAOYIOTWY Kal TWV
tablets a1ré Ta TAIdIG PEPOUV KAl OI EKTTAIDEUTIKOI, KOBWG TTPETTEl va gival o€ Béon va
MAGBouv o€ gkeiva va AeIToupyouv Xwpic @O0, aAAd pe aoedAcia. To 2000, n AieBvAg
Etaipeia yia tnv TexvoAoyia oTtnv Ekmaideuon katApTtioe €€ TTPOTUTTA yIO TNV
TEXVOAOYIKA €TTApPKEIQ Twv ekTTaIdeUTIKWYV (ISTE 2000). Autd Ta TrpdTUTTa aTTaiToloav
ATTO TOUG EKTTAIOEUTIKOUG OXI MOVO va gival €TTIOECION XEIPIOTEG TNG TEXVOAOYIAg, aAAG
€TTiONG va gival AVETOI OTO VA OXeDIAOOUV Kal va epapudoouv TrepIBAAAovTa pdbnong
Kal TTPOYPAUMOTA OTTOUdWY TIOU MEYIOTOTTOIOUV TN EKMABNON Twv OIa@OPETIKWY
paOntwv. Eivar amodektd o1 o1 ekTraideuTiKoi xpeidlovTal o€ BABOC KatdpTion Kal
TIPAKTIK) OTO va aviiAn@Boulv, va €e0WTEPIKEUOOUV KAl VA E€QAPPOCOUV  [Ia
OAOKANPWWEVN TTPOCEYYION EVOG TTPOYPAUHUATOG OTTOUdWY OTNnV TeEXVoAoyia. ETTimTAéoy,
EPYOOTAPIA, OEUIVAPIQ, Kal ETTI TOTTOU eKTTaidEUCN €ival OAa onuavTikd. O1 eKTTAIOEUTIKOI
MTTOPOUV va KAVOUV TNV KATAPTION TTIO OTTOTEAECHATIKI) ATTO TIC EPWTACEIC KATA TIG
oTroieg poipddovTtal cuvaloBiuaTa kal eutreipieg. O KaBEvag TToU  XPNOIKOTIOIE
UTTOAOYIOTEG PE PIKPA TTAIOIA €xEl HABElI aTTd TOUG AAAOUG Kal ouVEXiCEl va avaKAAUTITEI

KAaBNUEPIVA TI AEITOUPYED Kal TI OEV AEITOUPYEI NE MIKPA TTaIDIA.

2UPQwWva AoITTOV PE TNV €pEuva TTOU KAVAPE TO CUPTTEPACHATA TTOU UTTOPECAME va
e¢Ayoupe €ival Ta €¢NG:
e H Ttexvoloyia €xel avatrTuxBei onuavTikd pe Tnv gueavion Twy tablets kaBwg dev
gival atrapaitnTn N UTTapEN VOGS UTTOAOYIOTH KOTA TNV eKTTaIOEUTIKA diadikaaia.
e O1 @opnTéC TAPTTAETEG MTTOPOUV va TOTTOBETNBOUV OTTOUdATIOTE KABWG OtV

KATEXOUV PMEYAAO XWPO.

e Ta TTaIdIG YTTOPOUV VO CUVEXIOOUV TNV EKTTAIOEUCT) TOUG OTO OTTITI APOU PTTOPOUV
vVa TIG PETA@EPOUV, OE TTEPITITWON TTOU OEV UTTAPXElI KATTOIOG UTTOAOYIOTAG OTO

OTTITI.

e H gutreipia ye Toug UTTOAOYIOTEG, OTTWG Kal OAa Ta GAAQ UAIKA, 0 €COTTAICUOGS Kal Ol

TTOPOI TTOU TTAPEXOUV OTA PIKPA TTaIdIA, TTPETTEI va €ival AVATITUEIAKA KATAAANAEG.

e Ortav n xpAion Tou uttoAoyIOTA TAIPIAZEI PE TIG AVOTITUEIAKEG AVAYKEG TWV TTAIDILV

TTAPEXETAI JIa TTOAUTIMN, HOVABIKA TNy HdBnong.

M. Mavvakoupag 61



Combining voice and touch modalities in educational games for preschoolers

e 'Eva avamruglakd katdAAnAo Aoyiopiké TTou ouvoudadel avayvwpion QwvAg Kal
d1adpacTIKOTNTA PE aPr], TTapExEl oTa TTaIdId £vav KOOPOo TTou gival TTpdBupol va

XEIPAYWYNROOUV, VA TTEIPAUATIOTOUV Padi Tou, Kal va avakaAUWouv.

e KaBwg o1 eKTTAIOEUTIKOI EVOWMATWVOUV TOUG UTTOAOYIOTEG OTIC TAELEIC TOUG,
apxifouv €va Tagidl pe Ta TTaIdIA, dIEPEUVWVTAG ATTO KOIVOU TO TTWG Ta TTaidid Ba

MAaBouv kal Ba avakaAUuyouv Tov KOoUO.

e 2UMQWVA PE TNV €QAPPOYR TTOU avaAucape OlammoTwoape 0TI akoAouBouv Ta
Kpiripia TG Avarrtugiokig KAipakag tou Haugland, éva Baoikd oToixeio yia tnv

EKTTAIOEUON TWV TTAIBIWV TTPOCTXOAIKNG NAIKIOG.

H xprion 6pwg Twv UTTOAOYIOTWV OTNV TTPOCXOAIKH NAIKIa €XEl KAl TOUG UTTOOTNPIKTEG
TNG OAAG Kal TOUG avBpwTToug TToU TNV KaTakpivouv. Av OuwG n evaoxoAnon Twv
TTAIdIWV YIVETAI JE PETPO KAl TTAVTA UTTO TNV €TTIBAEWYN TOU eKTTAIOEUTIKOU, Ta TTaIdIA Ba
Kata@épouv atrd péva Toug va dnPIoupyrnoouV éva TTPOCWTTIKO TTPOYPAUNa oUP@WVA

ME TIG QVAYKEG TOUG.

2TN XWPa pag Ouwg dev €xel avaTTuxBei akdpa auTh N Hop@r exTTaideuong, av Kai n
EVOWNATWON TOU MaBAUATOg TNG TTANPOQOPIKNAG OTA VvNITIAywyEia €ival yeyovog.
BpioképaoTte akOua o€ OXETIKA TTPWIYO OTAdIO pE TTOAAG vnTmiaywyeia va pnv gival
akoua e¢ommAiIopéva e H/Y Tn oTIiyuA TTOU TTAYKOOWIWG UTTApYXOouV TTOAAG AoyIoHIKG Ta
otroia avag@épovtal oTnv nAIKia autr). AKOPO Ol YOVEIG Kal Ol EKTTAIOEUTIKOI €ival Aiyo
OIOTAKTIKOI OTN XPrON TWV UTTOAOYIOTWV ATTO MIKPA TTaIdId Kal Ogv dEXOVTAl EUKOAQ
KATTOIO EKTTAIDEUTIKO AOYIOUIKO WG eukaipia udBnong aAAd kai TapdAAnAa diaokédaong.
Eival onuavTtiké Opwg va ava@EéPoupe TTWGS Ta TTEPICOOTEPA AOYIOMIKA €ival oTh ayyAIKn

YAWOOQ yEYOVOG TTOU OUOKOAEUEI OKOUN TTEPICTOTEPO TN XPHON TOU ATTO Ta TTAIdIA.

‘ETol, YEANOVTIKA utTdpxouv TTOAAG BEuaTa pe Ta oTToia Ba pTTopoUcE va aoyXOANnOei
KATT0I10G. To yEYOVOG OTI UTTAPXOUV EAAXIOTA AOYIOMIKA OTn YAWood pag dnPIoupyeEi Tnv
QVAYKN KOTAOKEUNG €vOG TETOIOU AOYIOMIKOU OUMQWVA MPE TIG duvaTOTATEG KAl TIG
ATTAITACEIS TG NAIKIag oTnv oTroia avagépetal. Na autd 1o Adyo Kail n epyacia eoTiaoe

oTnNV €QAPUOYr TTOU KOTOOKEUAOTNKE PE BAon Ta TTPOTUTTA QUTA.

Emriong, éva 1TOAU onpavTIKO KOUMATI €ival Kal n KATAPTION TwV EKTTAIDEUTIKWY. Oa
TTPETTEI Ol EKTTAIDEUTIKOI QUTWYV TWV NAIKIWV va TTEPACOUV aTTO KATTOIEG ECETACEIG | ATTO

KATTOIa TEOT WOTE VA UTTOPECOUV Va avtatreEéABouv OTIGC avAyKEG TNG OUYKEKPIPMEVNG
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NAIKiag. Na y1Topouv va aTTOKTACOUV TN yVWOonN TOU XEIPIOPOU TNG TTPOOXOAIKAG NAIKIag

Kal TTO00 TTEPICTOTEPO TNG XPONG TETOIWV AOYIOUIKWYV YIa TNV NAIKia auTn.

TéNOG, Ba TTPETTEI VA YIVETAI OWOTH KAl CUCTNHATIKI EVUEPWON TWV YOVEWYV WG TTPOG TN
XPAON Kal Ta OPEAN TWV TTPOYPANMATWY QUTWY WOTE VA UTTOPOUV va TTPOCPEPOUV Th
BonBeia Toug oTa TTaIdIA TOUG OTTOTE XPEIQOTEI.

Me Tov TPOTTO QUTOV Ba PTTOPECEl KAl OTR XWPA MAG VA avaTiTuxBei ge ao@daAeia n
XPAON TwV AOYIOPIKWY/ €QAPUOYWY KOl KAT ETTEKTACN TWV UTTOAOYIOTWV ATTO TnVv
TTPOOXOAIKI] nAIKia pE  €CEIdIKEUPNEVOUG  KABNYNTEG pE  TTpoypdpuara  Tou  Ba

atreuBuvovTal oTIG OIKEG OGS AVAYKES KAl UE TOUG YOVEIG TTIO EVNPEPWEVOUG, [2].
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MINAKAZ OPOAOIIAZ

Accommodation 2UNUSpYWOoN
Adaptation Mpooappoyn
Agent MpdkTopag
Assimilation Agopoiwaon
Background YmépBabpo

Digital Natives

Wnoiakoi 18ayeveig

Discourse

N\OYyog

Drag and Drop

Mavw kar Aprivw

Educational Linguistics

Extraideutikr) FAwoocoAoyia

Engagement

EptrAokn

Genre

Eidog

Human Computer Interaction

AANNAeTTidpaon AvBpwTtrou YTToAoyioTh

Immersion Eupubion
Log Files Apxeia Kataypa@ng
Motivation MapwBnon

Scripting Language

MAwooa Zuyypagnig Zevapiwv

Story Board 2evaplo
Task Alodikaoia
Touch Screen 006vn Apng
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2YNTMHZEIZ — APKTIKOAE=ZA — AKPQNYMIA

D&D Drag & Drop

GUI Graphical Computer Interface

HCI Human Computer Interaction

ISTE International Society for Technology in Education

SuU Screen Usage

XML EXtensible Markup Language

AETMZ AlaBepaTiké Eviaio MAaioio Mpoypdupatog Zmoudwyv
EKZ ‘Eguttveg KivnTéG ZUOKEUEG

TMNE TexvoAoyieg MNMANPoYopIKAG Kal ETTIKOIVWVIWV
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NMAPAPTHMA |

AioTa pE YNQIOKA EKTTAISEUTIKA TTaIXVidia yia Traidid vnriaywyeEiou, [15]

THE K

MNa tnv eKuadnon &
PWVOAOYIKI TAUTOTTOINON

TOU K" KAl TOU "T".

TiTAog Emre§ynon Huepopnvia Aeg16TNTEG
dnuioupyiag
"Hxo1 Tou «}rm”_f_’“ﬁ;f;u-. 07/11/13 | avTiIoTOIXION, AKOUGTIKA
KOOHOU B s mﬁi avayvwpIon
“an |
AVTIOTOIXICW NXOUG UE
EIKOVEG yIa TTaIdIG
vNTTIaywYyEiou
Mapatnpw m 06/08/13 TaPATNPNTIKATNTA,
m 2 avTIoTOIXION
Maiyvidl MapatnpnTIKOTNTOG
yia Taidid Tou
vNTTIaYWYEIoU.
Négeig pe 'p' 11/07/13 dapBpwaon, ewvnon,
POTAKIONOG,
QUTOMOTOTTOINON
Wnoiakég KAPTEG yia TNV
EKNAONON Kai
QUTOMATOTTOINGN TOU
pwvAparog 'p.
Katra Tag & 24/04/13 Ppwvnon, avayvwpion
FORICER, o YPau IJ(']T(DV
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Bp&g TIg HED NE D | 15/04/13 TApaTNENTIKOTATA
S10QOopEg B i -
‘Eva d1aokedaoTIKO
TTAIXVIOAKI
TTAPATNENTIKOTNTAG YIa
TTaidId.
ATré o0 - 11/04/13 ypduuaTa, gwvnon
ypapua P s
apxider;
AOKNOEIG yIa TV
avayvwpIion Tou TTPWTOU
YPApPOTOG PG A£gNg yia
TTaudid vnmmaywyeiou & a'
OnuoTIKOU.
O1 TpeIg 04/04/13 avayvwaon TTPOTACEWY,
- apiBuoi, aprynon,
apKoudeg OKOAOUBIEG - CUVEXEIEG,
HVAMN
To TTapapudi & aoKAOoEIg
atré auTd yia TTaidid
ONMUOTIKOU Kal VNTTIayWYEiou
ouAAaBilw Ta "‘_‘u 01/03/13 avayvwaon Aégewv,
ZwéKia : avayvwaon cuAaBwy,
2 oUNaBIoPOS
Maiyvidl ye cuANaBEG yia
TTaIdIA ETTITTEOOU TTPWTNG
TAENG dnuoTIKOU
KapvapdaAia ? <y 08/02/13 TTAEupiwaon, yépn Tou
___1{ B OWHATOG, AVTIOTOIXION
-

‘Eva "kapvaBaAioTiko"

TTQIXVIidI yIa TTPOVATTIA.
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Ziyua 01/02/13 OlYMATIONOG, @uvnon,
( ; AUTOMATOTTOINON
‘Eva 1Taiyvidl ye €IKOVEGS yia
TTaIdIA TTOU TTAPOUCIAouUV
OIYMATIOWO.
T1 akoug; 29/01/13 dpBpwon,
Q O(UToquonoir]on,
©-0.B-5 pwvnon
‘Eva TTaixvidl e EIKOVES yIa
TTa1dI& yIa QUTOPATOTTOINON
Twv: 6,B,6,0.
Mopatnpw Kai e 22/01/13 TapATNENTIKATNTA,
TEPIYPaPW 204 oxnuaTa,
PIYPa® KaTnyoplotroinon
Maiyvidl TTapatnenTikdOTNTAG
yia TTaidid vnImaywyeiou.
Bpeg TN OKId ”' ‘e 18/01/13 OTITIKA HVAUN,
‘ ' avTIOTOIXION, OXAMATA
‘. ' ..i--—:
Maiyvidr yia Taidia
TTPOOXOAIKNG NAIKIAG TPIWV
EMITTEQOWV OUOKOAIQG
ZxApaTa 12/01/13 oXAuaTa, OTITIKA JvAuN
AOKNOE€IG TaUTOTTOINONG
OXNMUATWYV TPIWV ETTITTEOWV
yia VATTIO KOl TTPO-VATTIA.
AkoAoubBigg b- g—; F 09/01/13 agnynon, Teplypaen,

YEYOVOTWYV ME

€IKOVEG

Si& M

ocIpoBETNON,
OKOAOUBIEG - CUVEXEIEG
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2UVEXEIEG UE EIKOVEG YIA
TTadI& vNTTIaywyEiou Kai
TTPWTWV TAZEWYV TOU

ONMUOTIKOU TPIWV ETTITTEOWV.

AkoAouBiec ue Qf;@;ﬁ“* 07/01/13 | akoAouBiec - CUVEXEIEC,
; — e oy agriynon
E£IKOVES MJ 18,
g i el
2UVEXEIEG UE EIKOVEG YIA
TTadI& vNTTIayWwYEiOU TPILV
ETTITTEQWV.
Mou eivai 01/01/13 TTAEUpiwon,
OTPAUNEVO; QVTIOTOIXION, OXAKATA,
TTPOCAVATOAITHOG
‘Eva TTaIxVvidl TTpooX0AIKAG
NAIKiag duo eTTITTEO WV
OUOKOAIOG YE OXAMUATA KAl
XpwuaTa.
Bitxiak !’..’ 0 18/12/12 Katnyoplotroinan,
Rt ] VEVIKEC YVWOEIC,
‘ il |
. avaTTuén Adyou
‘Eva 1Taiyvidl
KATNYyOPIOTTOINONG YIa VATTIO
Kl TTPO-VATTIA TPIWV
eMITTEdWYV DUOKOAIAG.
infantil- 15/12/12 TTAEuUpiwon,
wAsupiwon avTioToixIon, oXAuaTa

AOKNOE€IG TTPOCAVATOANICHOU
TAUTOTTOINONG OXNMATWY KAl
TIAEUPIWONG YIA TTPOOXOAIKA

nAIKia.
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Comptar-

apiBuoi

N AN
%
— 1
o r &Sl
AOKNOEIG yIa EKPABNoN Twv

apIBUWYV Kal TOU PETPHHATOG
wg 10 10

15/12/12

apIBuoi, hETpnua

Aoknoeig

AoyIkAg

o4
& " &
Enry

AoKNoeIg AOYIKAG yia TTaidId
VNTTIOYWYEIOU O€ TPEIG
OlaBabpioeig (eUKoAo - YyEoo

- OUOKOAO).

15/12/12

OuVOUOOUOI, XpwHaTa,
oxnuata

Ti Taupiéder;

[ re—

- ST
v Llwrer

L

AOCKAOEIG avTIOTOIXIONG YIa

VATTIA.

15/12/12

AvTioTOiXION

O1 kKA6ouv

P £
Q e &
‘Eva TTaiyvidl ye TagA kai
eupeon dla@opwv yia TTaidid

TOU vNTTIaYyWYEiou.

15/12/12

OTITIKA MVAMN
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