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WHOIAKA NAIXNIAIA

To Maptio Tou 2008 dnuoacicutnke aTo Aladiktuo kai Tov Bpetaviké TOmo n Emionun Emokdérnan mg Ap Tanya
Byron', KAivikig WuxoAodyou, pe Béua «Aapaiéatepa Maidid atov Wneiakd Kéopox. H emokémman g Ap Byron
amoteAel TV TPWTN €tmionun KuBepvntikh TpooTdbela aTo Xwpo TS Maideiag Taykoouiwg va AneBei copapd
uméywn 1o {ATNUa Tou WnelakoU TepIEXopéVoU TTou eival TTpoaBdaiyo amd ta Taidid pe dUo BiakpIToUg TTOAOUG: TO
Aiadiktuo kai Ta Wneaka Maividia.

H avaBean tng épeuvag amé Tov id1o Tov Bpetavo Mpwbumoupyd kabioTd EekdBapo Twe 1o {ATNUA Twv
wnoIakwy TraiyvIdiwv éxel apyioel edw kal apkeTd Kaipd (Avedon & Sutton Smith, 1971, Berry, 1982) va amaoyoAei
TOUG eKTTaI®EUTIKOUG Qopeic avd Tnv u@AAio, kal n avaAnyn Tng OUYKEKPIPEVNG TTPwTOBOUAIaG €pxeTal va
oupTANpwaoel T ohoéva kal euplTtepn Tapaywyr g BIBAIoypagiag kar g akadnuaikig £peuvag Tou cUvTEAETal
10 TeAeUTaia 8 xpdvia.

Exmaibevtikn aélomoinon twv Ynelakwv mayvidiov

Maykoopiwg augdveral dIOPKWG TO EVBIAPEPOV TWV EKTTAIDEUTIKWY YIa TO SUVNTIKO POAO TWV WNOIOKWY TTAIXVISIWV
oTnv utroaTApIgn G Wabnang Twv véwv (Amory et al, 1999). Ztoug KUKAOUG TG akadnuaikAg Epeuvag Ta Yneiaxka
Traixvidla givar oTig Pépeg pag éva amod ta dnuogIAEaTepa Tredia ueAétng (Harris, 2001, Wolf & Perron, 2003, Juul,
2005) ox1 pdvo aToug Toueig TG emaTAunG Twv utrohoyioTwy (Kent, 2001), aAd Kai oToug TopEiG OTTOUBWY Twv
MME (Poole, 2000, Wolf, 2001), Tou roAmiopou (King, 2002, Berger, 2002, Buckingham, 2007), Twv avBpwmioTIKWVY
Kol Tadaywyikwy otroudwy (Betz, 1995, Gee, 2003, Raessens & Goldstein, 2005, Salen, 2008) .

To evdlagépov yia Ta Traixvidia kai Tn udénon TPOKUTITEl aTmd aPKETEG OUVBETEG QTTOWEIC OXETIKA LE TO
YEVIKG pOAO Kal TIG TTPOKTIKEG TNG EKTTAIBEUONG OTNV ETTOXI TTOU dlavUoulE, TTApA aTmmod pia atmAr Temoidnan 6T ol
véol Bewpolv Ta Taixvidia G1aokedATIKA Kal OTI TTPOCPEPOUV KivnTPO Kali, ETOPEVWG, OTI Ba £mpere va Ta
eKeTaANeUTOUPE O€ ekTTaIdeuTIKA TTAdicIa. Autéc ol amdyelg Tpoteivouy, avdueoa o€ GAAa, 6T Ta Yneiakd
maixvidia eivar oxedlaopéva yia va «gaBaivovialy Kal €TONEVWG TTAPEXOUV WOVTEAD KAAWY EKTTQIDEUTIKWV
TpakTIKWY (Prensky, 2000, 2006, Shaffer, 2006) kai 611 aiovrag Taixvidia o véol avatmTugoouy TTPAKTIKEG Kal
KOIVWVIKEG BECIBTNTES TTOU TOUG €OTTAICOUV YIO TOUG XWPEOUG EQYAdiag, TV ETTIKOIVWVIA KaI TNV KOIVWVIKA {wr) oTov
21° aiwva (Prensky, 2006).

Méoa o€ autd Ta TTAgiola TTapatnpeital éva dIapKWS augavopevo KUPA ekBOOEWY Kal EPEUVWV, TIAapaywyng
UAIkoU, dnuioupyiag @opéwv (Pegi?, Digra®, Becta*) kai avaAnyng dpdocwv mou oxeti(ovial pe Ta Yn@laka
Taixvidla kol v agiomoinar Toug O¢ TOMEIG OTIWG N QVTIUETWTTION WUXIKWY Kal BECIOKIVATIKWY TTPOBANUATWY
acbevwv (Loftus & Loftus, 1983), n oxohiki ekmaideuon (Teem?, Playground project®, MIT?) n exmaideuon kai
opyavwan ateAexwv (Esad).

210V avtiroda, oI QOPEi§ TNG EMNVIKAG EKTTAIBEUTIKNAG TTOMTIKAG dev  TTpoBAéTTOUV 0UTE TO €AAYIOTO TOU
XWwpou yia Ty avamTugn mpwToBouliwy TTou va agopoly ata ynelakda Traixvidia. H BiBAioypagiki Tapaywyn eivai
UTTOTUTTWONG Kal TTPoaEYYidel To Bépa em@avelakd (XpAhoTou, 2007) evw o1 EPEUVNTIKEG TTPOOTIABEIEG KAl PEAETES
amoua1alouy.

1 The Byron Review, http://www.dcsf.gov.uk/byronreview/

2 www.pegi.org

3 www.digra.com

4 www.becta.org

5 TEEM Report of the Educational Use of Games (2001), www.teem.org.uk/ publications/teem_gamesined_full.pdf
6 www.playground.net

7 Games to teach project, http://www.educationarcade.org

8 www.theesa.com
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