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Iepidnyn
Ot onuepvég Kowvmvieg TpoomafdvTog vo MooV o To EVYAPLOTY KoL ONUOVPYIKT vOT
ot Sdwacio g padnong £xovv otpasi OTAL EKTOOELTIKE — YNELOKA moryvidia,

moTEVOVTOG OTL LE TOV TPOTO aVTO 1) ddookorio Bo 0moKTAGEL S1POPETIKY HopPn Kot Oa
yiver mo evdwpépovca, 6Gov aQopd TOLAGYIGTOV GTNV ONTIKN Yovia T@v modidv. T 1o
AOY0 avtd emyepeitat, apykad pio ovéivon g Aenynuatiky Madnon mov sivat Baciopévn
oto [Moyvidt (NGBL), n omoio cuvrifetar amd ™ Mdabnon mov Pociletor oto ¥noeuokod
IMaryvidl (DGBL) kot g teyvikng tng aprynong (storytelling), mov Bewpeiton to Pacikdtepo
OTOLYEI0 TPOGELKVGNG TNG TPOCOYNG TOV TOLSIDV KOTA TNV EVACYOANGT TOVG LE VO YNOLOKO
oy vidy, poll pe ta ypoekd mov cuvavtd péco og avtd. Ev cvveyeia, yiveral avagopd 6to
EKTUSEVTIKO Ty Vvidt Tov VAOTOWONKE 6TO TAAIG10 TOV APOPOV AVTOV, GTN LOPPT TOV, GTOVG
6TOY0VG TOV, KAOMDC EMIoNG Kol 6TOV TPOTO pE ToV omoio owtd oyedidodnke. Télog, tovilovtal
onueia g épevvag mov deENyOn KOTA TG EQOUPUOYNG TOL &V AOY® EKTUOELTIKOD —
YNOKoD Toyvidlov oty TéEn, TOV OTOTEAECUAT®V TNG KOl TOV GUUTEPUCUATMV TOV
eEydnoav amd v avaivon TOV OTOTELECUATOV avT®V. Avoeopég mapatifevtar oty
tehevtaio oeAida Tov dpBpov.

Aégearg khawd: Aopnynuatiky Mabnon Pooiopévn oto IToyvidt (NGBL), Moafnpatikd,
aQynom, EKTodenTIKd — Yyneloko woryvidty, Synectics

1. Ewcaywyn

2TIC UEPEG UAG, O TPOTOC LE TOV OToio Ol eKmaldevopuevol exifopodv vo podoivovv
€xel aAMGEel, OT®G emiong Kol M TEXVOAOYioL Tov ypnoipomotovy. Kdébe modi tng
onuepvng emoyng akolovbel pio otabepn dlarta, mMAOVGLO GE YNELOKA ToLVio
Tapd o€ PLAic, KIVNUATOYPAPIKEC TOVIEG KOl OTOLOINTOTE GAAO TAPOYNUEVO TPOTO
gkmaidevong, pe ToAd mhavo amoTEAEoU Vo Uy ival deKTIKO GTOV TOPAOOCLOKO
tpomo puabnong (Prensky, 2001). Eival emopévog, ovopevouevo OmOTEAEGUO TO
YEYOVOG OTL 01 PEBOSOL TTOV YPNCYLOTOLOVVTAL GTC, CTUEPIVE EKTTALOEVTIKA GLGTNHHATO
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ka1 Pocilovior 6T YPOUUIK oKEWYN Vo EMPPadOVOVY GTNV TPOYLOTIKOTNTO TN
péonon, otav avtn anevBivetar oe TAdLE TOL EYOVV PEYOADGEL TAILOVTOS YN QLOKE
oy vidw Kot «oepeapovtacy oto Awadiktvo (Moore, 1997).

‘Exet yiver evpémg katavontd 0Tl HEG® TNG XPNONG TOV YNPLOKDV TOL(VIOIDV GTNV
eKTAOEVOT), TOL TOdLA KOl €V YEVEL Ol EKTOUOEVOUEVOL UTOPOVV Vo PEATIOCOLY
Suapopes 0eE0TNTEG TOVG OMMOG: 1M KAVOTNTO AVAYVOONG ONTIKAV EKOVOV ®G
AVOTOPAGTACTG TOV TPIGOAGTATOV YMPOV, 1| GLVEPYACIO UE TOV VTOAOYIOT| Yo
SLaQopeS KATAGKEVEG, 1) EEOIKEIMOT| LLE TO YEPIGTNPIO Yo £ AMOGTACEMS EVEPYELES
HEG® TOL VTOAOYLOTY], M EpYOGia 6 TPAYHATIKO ¥pOVO, 1 eEEMEN TG TOALOLAGTATNG
OTTIKNG TKOVOTNTOG, 1| KAAN aicOnon Tov ydpov, Kabmg Kol 1 SNUIOVPYIKOTNTO TOV
eknadevopevav (Greenfield, 1984). H evoopdtoon tov ynelokov Toyvioudy o1
pofnotokn dadtkacio, amd Aroyng 0EKTIKOTNTOG TOV EKTULOEVOUEVMV, 08 Bempeitan
dolov O0VoKoAN M avemBountn Swdkacio, o¢ punv Eeyvaue GAA®oTE, OTL Ol
onuepwvoi véor apéckovtal 610 va mepvoby aélocéPacto aplud wpmv mailoviog
YMowkd moyvidia, S10TL TOVg EAKDOVY TO EVOLAPEPOV KOl EAV KATOLOG UTOPEGEL VO
TOVG TPOKAAEGEL TNV TPOGOYY|, UTopEl Ko va Tovg eknodevoet (Gladwell, 2000).

O1 TTep166aTEPES OUMC TPOOTAOEIEG TTOL £YOVV Yivel UEypL onuepa yio, TNV Evtaén TV
YNOWK®OY TOYVIOUDY OTNV  EKMOIOEVOT), £XOVV ECTIAGEL GTNV EQUPUOYN TOV
TOLYVIOIOV PEGO GTO MO VITAPYOV EKTOOEVTIKO GUGTNLO Kol 6TV KAnpodotnfeica
amd avtd dvvaToTNTo Topay®YNS pabnong (Gee, 2003). Evtovtolg, épevveg €yovv
amoKoAVYEL OTL voioTatol €vo Oepelddeg AGOOC OvVAUESO GTOVE GTOYOVG TMV
TOLYVIOIDV KOl TOV TPAYLOTIKO okomd mov €xel tefel péow tng oyohkng pabnong
(Standford et al., 2006; Squire, 2005; Becta, 2002). H xatdotaon avtr €xel o
amotélecuo Kamoleg mpoomdlelec mov deEnydncav Yo TV EVOOUATOOT TMOV
YNOWKOV TOLVIOIDV EVIOC TOL TPOYPALUOTOS GTOVODV VO OTOTUYOLV TaPd Tig
KéAAMoteg mpobécel; Tv dooKAAMY Kot TV  moryvido-Prounyaviov. Téroteg
npoomabeleg amétuyay €ite AOY® TOL YEYOVOTOG OTL O Vidlo GYESIOOUEVD Y10 VOl
gkmadevoovy dev  Katdpbwoav vo, KPUTHoovv odioTOcT TNV TPOGOYN TOV
aKPOOTNPIOL TOVG, EITE EMEDN TPAYLOTIKG EVOLOPEPOVTO KOl EAKVOTIKA TToyvidio dev
napéyovv apketh tadoywykn aio (Royle, 2007).

Ev uépet, n amotuyio avt) Ehafe yopo o10TL To Ynolokd motyviole ivar kKotd Bacet
acvupifocto pe 10 GYOAIKO TEPPAAAOV. ATO TNV ONTIKN Yovio TV pobntodv,
EVOOUATAOVOVTOS YNOoke oy vidlo Héco oTn GYoAlKN KovAtovpo e&aocBevilel M
gumepio Tov vo mailel Kmolog Evo Taryvidl. ATo TV onTIKN Yovia 0g ToL dacKAAOV,
T oy vidlo givan vepPOAKE LAKPOGKELT], TTOAD GUVAPTOCTIKA Kol KOOMAW®TIKE Kot
eotialovv o€ AovOooUEVO OTOTEAECLLATO, KIVITOTOLOVTOG TOVG HoBNTEG Vo EMLThYOVY
TPOoKaOOPIGUEVEG KEPOOPOPEC KATUOTACELS TTapd v avalnmoovy ™ yvadon. To
TPOPANUO EYKELTOL GTOV TPOTO |LE TOV OTOI0 Ol GYESNOTEG TOV EKTAULOEVTIKOV
TALVIOIOV €YoV TPoceyyicel TNV Katdotaor: ovti onAadn vo aywvifovtol vo
€104Y0VV TO YNELOKE Toyvidlo LEGO OTNY EKTAIOEVOT), Ol EKTALOEVTEG Ol TPEMEL VaL
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EPEVLVNOOVY TOV® GE TPOTOLG TOL UTOPOVY VO OEPOLY TNV EKTAIOEVOT HECO, GTA
navyvidw (Royle, 2007).

AveEaptitog PéPato pe to €qv Exovv kotopbdost To ymelokd Toyvidw vo
EVOOUAT®OOVV HEGO OTIV EKTOIOELTIKT O1001KAGI0, Ol VEOL CTUEPA APECKOVTAL GTO
va TepvovV £va d10A0V guKkaTaPPOVITO TOG0GTO TOV EAEVBEPOL Kat Oyl Ldvo, xpOvoL
toug maifovtag pe to ynewkd moyvidi Kot yie va cvpfaivel ovtd Ba mpémer va
GUVTPEYOVY KATOL01 AOYOL Ol OTTO101 EYKEVTOL GTO YEYOVOG OTL TO. TayVidlo L TOV TOV
TOHTOV TPOGPEPOLY dlaokEdaom ota mondid. Ot Adyot avtol givat ot akdAovbot:

e H mpdxinomn kot 1 oTpOINYIKN, 0 TUPNVAS TOV TTEPT OV O AOYOS TALYVIOLDV.
Youneptropfavovv 10 okomd, 10 moryvidl kKot T Pabpordynon. Ta moidd
GUVETAIPVOVTOL Omd TO YEYOVOC OTL TO TOLXVIOlL TOVG TOPEYEL KOTOLN
TPOKATON KOl TOVG EMTPEMEL VO AKOAOVONGOVV SIAPOPEG GTPATNYIKES YOl VO
EemepAcOVY TO EKAGTOTE EMiMEdO dLOKOAING Kot ylatl Oyl, v KoTopBdhoovy
VO TEPUATICOVY VIKNPOPA TO TToyVidt.

e To otoyeio g éxmAnéng, mov TPosEEPeL TNV aicOnomn g TOKIAlNG GTO
mayviol. o va etvon BEPara emttvyés, To otoryeio awtd, Oa mpémet va eivan
EVOOUATOUEVO HECH OTO TOLYVIOL TOPEYOVTAS GTOVS GUUUETEYOVTEG YEALO,
guyopiotnon, kivouvo, axdun Kot Aom.

e H dvvatomrto enovévapéng Tov Ty vidtoy, duvatdtnta dniadn, ol ToikTeg
va enavolapuPdvouy To matyviol 66EC POpES aVTol EMBVUOVV, LE dLUPOPETIKA
amoteléopata TNV KaOe popd. ESD vmeigépyeton o mapdyovtag g aviag, To
mo6co dnAadn Papetd aicBdvetor kdmolog mailovtag T0 eKACTOTE TTaryvidl N
oy.. Eav 1o moudi Popebel evxoro mailoviag KkAmowo mouyvidl, avtod
vroieginetal g ovykekpuévne dvvatotnrag (Gibson, 2012).

Extég dpmg, Tav avetépm apaKTnpioTikdv mov Ba tpénel va Stafétouy ta ynelokd
oy vidl Yoo vo glval EAKVOTIKG TPOG TOVG VEOLS, OGTE aVTol vo emBupody va
aPlEPO®GOLV Alyo amd Tov eLeb0epd TOVg YPOVO GE awtd, o Tpémel va dtabétovy Kot
Kémolo QAN YOPOKTNPIOTIKA Y10, VO UTOPOVUE SKOImMG VO TOVG TPOCIIOOVUE TO
YOPOKTNPIOUO «EKTOOEVTIKA», VT £ivol To, ETOpEVAL

e H véua mAnpogopia, SnAadn 1 TapeyOUeV EKTOOEVTIKN TANpopopia. Mmopel
va €xeL TN HOPeT KEWEVOL 1 YPaQIK®V kol cuvhbwg gival dyvootn oty
NAKoKn opdda avlp®OIT®V 1 6TO YVOGCTIKO EMIMESO OLTOV, Y10, TOVG OTOI0VG
€lval KOTAGKEVOOUEVO TO GUYKEKPLUEVO TTOLYVidL.

o To uvnuovikd, To TUNUO TOV TOLYVISIo0 TOL avTaUePel v KaAr wvnun. Edv
€V OAlyolc, ol moikteg €ivar kovoi va Bopodvior Kot v [mwopodv v
QVOKTNGOVY €OKOAQ TN VEd, UEMaONUEVT LECHD TOV YNELOUKOD ALY VIOI00
TANpoeopia, propovv va eEgdyfovv dapécon avtoo.

e To mhaictlo kou 1 yvom, To onueio dnAadn, oto omoio Kabmg To Toudi mailet,
¥PMNOLoTOoLEL TN Ve TANpopopia mov poOAG Epabe. Edm ot maikteg kepdilovv
N ovAAéyovv Pabuovg, avtiotoryilovrog (evyn, amavi@vTag o€ JGPOPES
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gpmTNoelg 1 Abvovtog kdmolo mpoPAnuata mov €yovv 1ebel péca oTO
oLy viot.

To @OA0 ka1 1 €Bvikn 1ooppomia. XZVYKEKPIUEVA, TO YNOLOKO Totyvidl Oa
wpénel va mopafétel 1ooTina Oéuato oe ouddeg mov cuvepyalovtal,
TPOCEYOVTOG EAV VTLAPYEL KATOL SLOPOPH 5T YADGGA, KOOMG Kol 6TO PUAO
Tov ovppeteydviov (Gibson, 2012).

2. Xtoyoc

O 010%0G TG GVYKEKPIUEVNC EpYOTiag eivar dTTodC:

1.

2.

O oyed1aG oG KOl 1) VAOTOINGT TOL EKTULOEVTIKOD — YNELOKOV Tatyvidtov «H
Koxkkiwvookovpitca pobaiver Madnpotucé.

H xatdAnén oe omodedetyuévn emiyelpnuotoloyic. 0Tl T0 GLYKEKPIUEVO
ynolakd Taryvidtl (mov cuvdvalel v ynewokn aerynon — digital storytelling
— pe ™ Mdbnon mov Paciletar oto oo Iayvior — DGBL) eivor oe
6éon va ypnowomonbel g ekmodevTIKO HEGO, emPondnTiKd TPOG TOLG
EKTOLOEVOLEVOVG TG VENS YEVIAG, 0T CLUYKEKPIUEVT TEPIMTMOT, EVIGYVOVTAG
TIG YVOGELS TOVG TV ot Bacikd Mabnuatikd g Asutépog kot g Tpitng
Anpotikov.

3. Kawvorouia

Ta téooepa Pacicd onueio kovotopiog ™G mapobong epyuciog avaAbovIol 6ToV
axorovo mivako ([Tivakag 1):

IHivarag 1. To téooepo. fooixa onueio karvotouiog

Ynpeio kowotopiog 2AOMUGNO
H Baown 180 Tov matyvidion To mapapndt g Kokkivookoveitoog
H expafnon evog GuyKekpévou avTikeévon MEG® TOV GLYKEKPLUEVOD EKTTOSEVTIKOD —

YNOoKoy Toryvidloh dev emtyepeitor ) ekpddnon
SL0POPOV AVOLEUEYHEVOV DEpdTmV

H evoopdtmon tov Extadevtikod Zevapiov To cvykekpévo maryvidl dev amoterel amldg éva
LECO GTO ToyViot Tunpo Tov Exkmoandevtucon Xevapiov
H evoopdtmon otoyeiov and tovg «Katardyovg H aprynon mov €yl evoopatmbei oto ev Ady®
tov Aarne-Thompsony kot Tig «Tpiavta-£&L Toayvidl eLTEPIEYEL OTOLXEID OO TOVG KOTAAGYOVG
Apapatikéc Kataotdoegig» tov Polti ovTo0G

4. Biflroypagikij emckonnon

INo 10 oyedoopd Tov eKmAdeLTIKOD — YNetokod ayvidod «H Koxkivoskovpitoa
poabaiver Mabnpoticd» ypnoyomomnkav n Osmpio g Aenynuatiking Mdadnong
7ov Paciletor oto [Mayvidot — NGBL ( omoia cuvovdalel ™ Oswpia the Mabnong
ov PBooiletar oto Ynewokd Toayvidt — DGBL pe ™ otpatnyikn g apnynong —
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storytelling) (Gobel, De Carvalho Rodrigues, Mehm & Steinmetz, 2009), koBdg kot
10 Exmadevtikd Movtého tov Synectics, éva ek tov Moviéhwv Emefepyaciog
IMinpogopidv (Information Processing Models) (Joyce, Weil & Calhoun, 2004).

4.1. H Apnyquatiky MabOnyon mov facieror oo Ilayyvior (Narrative
Game-Based Learning — NGBL)

H peyalvtepn mpoxinomn, avapepouevol atn Bempio vy, Eival 0 EVOPUOVIGHOG TOV
SLPOPETIKAV YUPOKTNPIOTIKOV KOl GTOY®V TOV akOAoVB®V Tpoceyyicemv:

o  Tng apnynpuatikig mpocéyyrong: Tng ypnong 1otopdv ©¢ dpyava yuo
LETAPOPE KO ELPVOTON TNG YVOONG.

o Tng moyyviddovg mpooiyyions: O  0pouaTIoUOS €VOG  TOLYVIDOOLE
poabnclakod mepiPdAiovioc. Mmopovue va, ¥PNGLLOTOICOVUE MG CAOYKOV
g eV AOY® TTpocEyyiong t epdor «Exuddnon nailovracy.

o Tng padnowkig mpooéyylons: H mo oyetikny évvolr pe v €00
avaivopevn mpocéyylon elvar 1 petagopd yvaoons. ‘Eueacn divetoar oty
a&loldynon, ot Lobnolok ETITVYio Kot AmoTEAEGLOTIKOTNTO, KOOMG emiong
Kol oT1¢ puebodikéc-o1daktikég mruyéc (Gobel, De Carvalho Rodrigues, Mehm
& Steinmetz, 2009).

Agpnynuartikry Masnon Trou

Apepikavikd Mpoodeutikd Md&enon Tou Baoiletal oTo BacoiZetal oto Maixvidl (Narrative
Kivnpa (American Progressive Maixvid (Game-Based Learning Game-Based Learning — NGBL)
Movement) — amd Tov John — GBL) (Bourak, Burchill (Gobel, De Carvalho Rodrigues,
Locke (Napier, 2001) 1897 Hvidston, Miller & Perigny, 2012) 1970 Mehm & Steinmetz, 2009)
1880 SUPTTEPIPOPIO GG 1900 Mdaenon mrou Baoiferal oro 2009
(Behaviorism) — ammé 1o Wneakd Maiyvidi (Digital Game-
Franklin Henry Geddings Based Learning — DGBL) (Abt
(Mills, 1998) 1970) +
Agriynon (storytelling) — amé rig
atrapxEg Mg avipwImivng
wotopiag (Barthes, 1981)

Awaypoppa 1. To ypoviro amo o Auepixavio llpoodevtiné Kiviua (American
Progressive Movement) uéypi v Apnynuatixy MaoOnon wov faciletar oro ayyvior
(Narrative Game-Based Learning) (Napier, 2001; Mills, 1998; Bourak, Burchill,
Hvidson, Miller & Perigny, 2012; Abt, 1970; Barthes, 1981, Gébel, De Carvalho
Rodrigues, Mehm & Steinmetz, 2009)

H apnynon (storytelling), Baclkd otoixeio o©T0 OXeOAOHO WPNPLAKWY

TAXVIOLWV

Ov 1otopiec elvar éva, mOAD OvvaTd EMKOWVOVIOKO gpyaleio O10TL divouv 1
SuVATOTNTO GTOLG OKPOUTES VO, STUIOVPYNOOVY GUVOEGELS HETAED TOV O,TL AKODV Kol
TV gumelplov Toug. H katdotaon avtq Bondd ot onovpyio voruatog kot umopsi
va Béogl Ttovg avBpmmovg og dpdor (Bonner, Chartier & Lapointe, 2006).
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H apnynon (storytelling) sivor éva onueio kKAedil yio To ymelakd moryvioo, Kot
péca ota id1a T moryvidle, Ta omoio Pacifovv T dVVOUN TOVG TAVE® GTNV APYNoN
Kol 67OV 1) UTOPOCT] TOV TOIKTMOV SLOUOPPAOVEL TNV 10TOPI0, OAAG KOl GTIS KOWV®OVIEG
TOV YPNOTOV, 610 doudTtia opdiog (chatrooms) kot 6TIC GLYKEVTIPMOGEIS TPOCMTO |E
npocwno (face-to-face), 6nmov o1 maikteg drapopdlovran TG epmelpieg Tovg TV GTO
oy vidl kol TPocOEPOLV GUUPOVAEC 0 évag 6Tov dALD. AVTEG Ol TEPLPEPELOKES
KOW®VIKEG dPOOTNPLOTNTEG EIVOL TOGO OMUAVTIKEG OGO KOl TO 1010 TO T Vidl, 610TL
TéTOlEC 10TOpleg, 10€eG OVAPOPIKA HE TN OTPOTINYIKN KOl OVTIUAAOYT YVAOGCE®V,
GLVIGTOVV TPOTOLG pdnong amd poveg tovg. Tétoleg duvatdmteg emopévac, Oa
TPENEL VO, EVOOUOT®OOUV péca oto Tayvidl 6mov givarl epiktd. 'Etot glvan dvvarn n
AVATTUEN GTOYOCTIKNG TPOKTIKNG, AVAALGNC Kot EEMENG KOl OA®V TOV AmapaiTTOV
vynAoy emmédov deflomtv mov Pacifovtal o TANpogopieg TNG ONUEPVIG
kowaviag (Royle, 2007).

Iivakag 2. Aviéivon s MaOnong g Paciouévns aro Pnetaro Hoiyvior kot e
Apnynons kor avapopd, atovg AGyouvs Kot Tovg TpOTOVS YPHONS TOVG

MaOnon Baciopévn oto Ynoroko

Moyyvide (Digital Game-Based
Learning

Aonynon (Storytelling)

XPNOLHOTOIEL AVTAYOVIOTIKES
OPUCTNPLOTNTES, EiTE
TPOKILOVTAS Eva aicOnpa
AVTAYOVIGROV PETOED TOV
RoONTOV, giTE TPOGPEPOVTAG
TOVG TPOKM|GELS, NE OKOTTO VO
TOVG KIVI|TOTTOUGEL.
2oyva o1uBETEL QUVTAGTIKA
OTOLYEIN TPOGEAKVOVTOG TNV
TPOGOYN TOV TUKTAV 6€ pia

Awympilel Tovg TPOTOVG e TOVG 0TTOTIOVG 1 YADGGO
umopet va anekovichei ota Tapapndoo,
cuumepthapavovtog odnyieg, cuvtayés, LVOTIKA,
OViyHOTO, TPOEWOOTOWGELS, EPMTNCELS KO

emenynoeis.
Ot avBpomor pabaivovv véeg de&dtteg dtav

Avdivon exTEBEVTCH BpuoTPIGTITE evolapEpovTal ylo éva BEpa 1 6Tav aTo givar
noo piae wropios. XPNO O Y10, TOVG 1610v6. Ta mapapvoio yo
Me okord 1) Snovpyie evée TOPASELY L0 LITOPOVV VO SIEYEIPOVY TO OVALYVOOTIKO
. . KOLL TO EPELYNTIKO EVOLOPEPOV.
ﬂp(l“{l;(l‘l’}l((l SKn(llgSI)Tl,KO;) Etvan évag tpomog £pupacng g povadikotntag kéoe
’:rmg:al ?(;);?VZ':T;?O?TQM? avOpdTIVNIG PavTaciog, LECH TG OTOing ITopPEl va
e 6‘; tvovea 70 DM]Z() opmfﬂnﬂ’lg Snuovpyndsi n yAbooa (Forest, 2000).
00 givon £Tolpog va 6VAAEEEL
Badpovg ko va kepdicer
(Prensky, 2001).
Etvon evduvapmtuco yio vo mondi va givor tkavo va
Kwnromowei Tov padntéc. EKPPACEL TIG 1O€EG KaL TO GLVOLGHNLLATA TOV
Tovg Bon0da va epfadvvovy oto S1OTVTIOUEVO GTOV TPOPOPIKO AGYO.
Adyor VMKO, AOTE VO TO KO TUVOGOVY H téyvn ™g apnynong uropet va yivet Eva
xpiong L0 OTOTELEGPUTIKA. £VYAPLOTO EPYOAELD Y10 TPOKTIKY, TOGO Y10 TG

Tovg evOappiver va pddovv amnd
10 AGON Tovg (Prensky, 2001).

O0KOVOTIKEG IKAVOTNTEG, OGO KO Y10l TV TPOPOPIKN

£KQpOLoT.
O1 ekmadevuTIKol PTOPOVHV VOl SLOUOPPACOVY
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OTTOTEAECULOTIKG [l EVOLAPEPOVT A KL EKPPUCTIKN
YADGGA TOL Vo LTopovV vo, punfodv ot pabntéc.
Néo Le&hoyro pmopel va eicoyfel ko va yivel
EVKOA®G KoTavonTd péca ota mAaiclo piog 1otopiog.
H xartavonon 1 n duvatdtro avtiAnyng tng TAoKNg
piog 1otopilog, S1EVKOAVVETOL LEGH TNG TVELHATIKNG
XOPTOYPAENONG TOV POCIKMY OMUEI®V TNG 1GTOPLOG,
mparypo exPondnticd yo v avevpotikn eEEMEN
tov tadidv (Forest, 2000).
Amlovotevovtag Ty TAoKN £vOs Tapapvdion péca
070 oKeAETO piog woToplag Kot ev cuveyela,
YPNOUOTOLOVTAS TNV TPOCSONIKT POVTAGTIOL
CEVOOPKAVETOLY OG Ui emavadtiynon,
xpnotporoiovtag BEPara, AeEildyio faciopévo mhvm
GTNV OTTIKOTOINOY TOL TaPALOLOY.

Q¢ TpokaTapKkTKd 6Tdd0 padaivovtas va
EMOVOLAUBAVOLE Eva TOP0S0GLOKO TapapHoL,
tonofetdvTag TV 1otopia o€ pio aAAniovyio cov
£va xaptn, pio toyoypoeia, pio Teprypaen, Evo

Méow e£AoKnoNG TAVO GTO TAG VO
60000V Padpoi otovg podntés yio
™V enitevén oplopEVOV GTOYV.

Amopacilovtog Tig avtapolBEg Tmv

Tpoémor T Sbypappa 1 0mol0dMmoTe GAAO TPOTO TOL VOl
xpPnons AnpovpydvTog KOUHATIO TOV . GU,VOWLCEL ™ POT) TOV YEYOVOTOV. |
; Atvovtag vonuo og éva mopapddi, TorobetdvTag To
TOLYVISLOV.

o€ Lo GEPA GOV EVOL YPOVOSIAYPOLLLLOL.
E&epevvavtag kot mpogtoypdovtag to 600évta
OKELETO TNG 10TOPING GE EVOL TUTOUEVO YOPTL
4tvovtdc to 6g AALOLG Va To dladcovy duvatd o
£vag 6Tov GALo Ko PeTd avtooyedtdlovtag LLio
mepiAnym LOVOL TOVG.
TIpoomaddvtag vo exavaidBovpie v iotopia
YAPNOLOTOIDOVTOS TOAAG YOPOKTNPLOTIKG 5oL Va,
fuaoctav o apnynthg (Forest, 2000).

EAéyyovtag to monyvidt mpv
xprion tov (Prensky, 2001).

2tov Iivaxa 2 PAémovpe pio avadvtikn Teptypagn e Bewpiog g Mabnong tng
Bacwopévng oto Ynowakd Iayvidr kol g Te(vIKNG TG apriynons, Kabog kol Tov
AOY®OV KOl TPOT®MV ¥PNONG TOVE KOTA TO GYEOOGUO EVOG YNOLOKOV, EKTOIOEVLTIKOD
T VIO100.

4.2 To Exmoudevtinoe Movtélo twv Synectics kol 01 pd.oeEIS TOV
Exnraiocvtixod Levapiov

To Exnmadevtikd Xevdapro, mov oyedidobnke pe otdyo v evioyvuorn Tov TpOTov
dackaAiag Tov podnuatog Twv Mabnuatik@v yio Tig TaEELS TS AgVTEPUC KoL TNg
Tpitng AnpotikoD, eivor Paciopévo 6to Movtédo tv Synectics, TG OIKOYEVELNG TV
Movtéhwv Enegepyaoioc [TAnpopopudv (Information Processing Models), pog kot to
&V AOY® HOVTELO:
®  EUTEPIEYEL TO GTOLYEIO TNE AVAYVDPLOT|G TOV AYVMDGTOV, TNG Ol0CKESUGTC KO
emeépel Gueon 1Kavomoinon o€ KATOWOV TOL OCGYOAElTOL HE TNV emilvon
0OKT|CEMV.
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dtvel v elevbepion 6TOVG EXTOOEVOUEVOVG, META amd pio dtadpoun Tov ot
idtol emAéyovy, vo katoAREovy POVOL TOVG GOTN YVAOOT, TOL Eivol Kol TO
TEAKO TTPoidv NG pabnong, odnyodvrag tovg £tol, oV emiPefaimon g
TPOCMOTKNG EMTUYING.

TAPEYEL TN OLVOTOTNTO GTOVG EKTOIOEVOUEVOG VO KAVOVYV GYOALGHOVG TAVD
GTO TALYVIOL KOl TIG OVTIOPACEL TNG TPOTAYOVIGTPLOG ALTOV, UE GKOTO Vo
avTiineBolpe Tov TPOTO GKEWYNG TOVS KOl TOV TPOTO TOL dPOLV GTO TOLYVid
(Joyce, Weil & Calhoun, 2004).

OewpnTIKO nﬁvit';:ﬂ Baoikn 15¢a Yhottoinon Tou
Ynopadpo T p@ \'un Tou Maixvidioy Maiyvidiod
~ ne wp S
Y Mda6naon mou Y h h
BaaiZeta ato
Yneiakd
Ag@nynuarikn Maiyvidi (Digital
Mdaenon mou Game-Based
BaoifeTral oTo Learnin
Neuyvidi
(Narrative
Game-Based
Learning —
NGBL)

Wngiakn
Agriynon
(Digital
Storytelling)

Mapouoiaon Mg
UANG péow g
agriynong

-43 Adobe Flash
Animation CS5

Mapouciaon 8
Travdiol |

Exkmraibeutiké
MovTédo Twv
Synectics

Q1 EKTTAIBEUGEVOI
£KBETOUV TIG
aATTOYEIG TOUG
avaqopika PE TO
TIauXvid!

Actionscript 3.0

Awaypappe 2. To ovvolixo Gswpntixo vrofobpo
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5. Epevovtiné wpofinuo

5.1 IIeprypagpn tov gpevvntikod wpofiquatos

To epeuvntikd mpoPAnuo, M enilvon tov omoiov emyelpnOnke oto mAaiclo Tng
Tapovong epyaciog, eivor o OYeEdCMOC KoL 1 UETEMELTO. VAOTOINOM  €VOG
EKTOUOEVTIKOD - Yynelokod motyvidov (educational - digital game) yio v exudbnon
tov Pacikov npdéewv tov Mabnuatikdv (tpdcsbeom, apaipeor), mOALUTAACIOGHOG
kol dwipeon) — MabOnuatikd g [potopabuoc Exnaidevong — amd moudid tov
Anpotikod. H avantoén tov ev Ady® oy vidlov £Yve UE T YP1HON TOL TPOYPAUUNTOS
Adobe Flash Animation CS5 kot tng yAdooag actionscript 3.0, piog dvvopiknig,
OVTIKEWEVOGTPAPOVS YAMOGCOS TPOYPOUUATIOHOD, 1 omoio dwdpapotilel €va
ONUAVTIKO poro otnv e£€MEN TV IKAVOTATOV TOL YPOVoL ekTéleoNG (runtime) Tov
Flash Animation. Xt6y0g g xpnong piag tétotag yYAdosos 0nmg n actionscript 3.0
glvar M toyelo Onuovpyio epmiovTicpévev  epappoydv  Awdiktoov (Internet
applications), o1 omoiec £yovv yivel OVGIDOEG KOUUATL TOV ALOSIKTOOV GTIC LEPES MOG
(Grossman & Huang, 2006).

To gv AOy® exkmondevtikd — ymelaxd moyvidt eivar BPaciopévo otig apyés g Bewpiog
Aonynuotikng Mébnong mov Paciletan oto IMoayvidr (NGBL), xabd¢ kot oto
Exnoidevtikd Moviého tov Synectics, omwg mpoavapépnke. Ev oliyolg, péow gvog
AmAOD AVTOVOLOL, SOOPACTIKOV, EKTOOEVLTIKOD TALYVIOOD EMIYELPEITAL 1) LETOTPOTY|
mg pabnong tov tecclpov Packkdv mpdienv Tov Madnpatikedv (mpodcheon,
aQaipeoT), TOAATAOGIOGUO Kol J10ipeESN) G€ Evol O VIOl Yo TOdId Lkpnc MAKiog
(Aevtépag kot Tpitng Anpotikov). Onwg etvor yvwotd, to Mabnpotikd Bempoivvron
éva and o SuoKoAOTEPO LAOM LT TOV GYOAEIOV YEVIKOTEPQD, OV YL TO SUGKOADTEPO,
oG Kot eumeptéyovy 1o aicOnuo tov eopov (Gowers, Barrow-Green & Leader,
2008) kot AOym Tov YeyovoTog OTL Ol LEOAoYicuol eivor pio Srodikacio opkeTd,
SVOKOAN KO TEPIMAOKN KOl AOTEL LEYAAT CLYKEVTP®OT), O10TL S0POPETIKA, TOL AGOM
etvan avandeevkta (Iyanaga & Kawada, 2006) Zvvdpa oume, etvor ko éva omd ta
O GNUAVTIKA Y10 TN OYOAKN KOl T UETEMELTO, OKAOT|LLOIKT TOPELD TOV TodIDV,
EMOUEVMG amonTeiTon €vag JoKEIUOTIKOG TPOTOC £KUAONGNG TOVG Omd T Toudid,
otav akoun Ppiorkovtal o pukpn nhkio. Yapyetl Aomov, KOADTEPOG TPOTOG Omd £val
YnNouKo woyvidl Baciopévo oty 1otopia EVOC Topadoctakol mapouvdiod yio v
TPOGEAKVOT] TG TPOCOYNG KOl TOV EVOLUPEPOVTOG TV TOUdLOV e GTOYO TN Uabnon;

Bdon Aowmdv, Tov ynelokod autod EKTALOEVTIKOD TOLYVIOoD givol To mapapvdtl tng
Kokkwvookovpitooc, eAa@pdg mopailaypévo, yioo vo Umopel vo yivel gloaywyn
gpoToe®v (LoONUATIKOD TOHTTOV) KOl TOPATNPACEDY TAVEO GTNV TAOKY, 1| KEVIPIKY
10T0pia, OUMG EVOG KOPLTGLOU TOL TNYOivEL Vo OEL TN Y1oyld TNG Kol KIVOUVEVEL OO
évav ka6 Avko, Ba mopapeiver n 0. To ocvykekpluévo mapapvdt eivor evKOAmg
KaTavonTd OTt Obétel ™V KOTOAANAN TAOKN Yoo Vo dtnpriosl aueionto To
EVOLIPEPOV TV TOOIDV KOBOAN TN S1GPKEID TOL EKTOOELTIKOD TOLYVIOIOV, O10TL
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EUTEPIEYEL TO OTOLYEIO TOV KIVOVVOV, TOV OyVACTOL PECH GE £va TUKVO dG.GOC, TOV
@Ofov Kol TOVTOXPOVA HOYELTIKES eKOVESG TG €&oyng mov Oiot pag Bovpdalovpe,
TOLOIKOTNTO KO OQPELELD. OO TNV TAELPA TOL TPMOTOYWOVICTIKOD TPOCHTOL KOl
Tpomavteov aicto téhog. Kupimg 1 Betikn Adon g 1otopiog mapakivel ta mwaidd vo
Eavamaiovv to mayvidl ko pdAioTa, dv akorlovBodv drapopeTikd dpouo Kabe popd
YWl TO OTTL TNG YWydG, 1 mhokn aAlalel pe dyvooteg kébe popd ekmAnelg kot
ekPdoeic, Kabmg Kot pe Sl0pOPETIKEG EPMTNCELS YVAOOTG 68 KAbe onuelo, 6mmg yia
nmapadetypa: «Iloceg papyopiteg paleye n Kokkivookoveitoa yio m yoyid me;»,
«EBav n Kokkwookovpitoa otpiyel apiotepd ot dwaoctavpwon 0o mpémer va
TEPTATNOEL 2 YIMOUETPOL LEYPL VO POAGEL GTO GTITL TNG YIAYIAG TNG, EVD €AV GTPIYEL
de&1d B avaykaotel va davdoel 4 yuwoduetpa. Edav eivon Praoctikny moo dpouo Ba
mpénetl va axkorovBnoey» Evvoeitor 611 o1 AavBacuéveg amavtioelg akoAovBovvtol
amd KUPMOGEIC HECH GTO TALYVidl, VD Ol COOTEC 0md cLALoYN Pabucdv kot Pondeia
Katd T cvvavnon g Kokkivoskovpitcag pe Tov kakd ADKO.

5.2 Epevva

Mo ™mv zmpaypatomoinon tov eA&yyov OTL TPAYUOTL TO EKTOLOEVTIKO — YNOLOKO
mayviol «H Kokkivookoveitoo pobaiver Mabnpotikd» tkavomolel Toug 6Tdyovs 10V
(v expddnon dniadn Tev teccdpov Pacikdv padnuatikov tpdéemv and ta modid
Agvtépag kor Tpitng Anuotikov), Kabmg emiong Kot v TANPOL TIG TPOSLAYPAPES,
®OTE Vo umopel va vepioToTon LEGH GE il GYOAKN TAEN Kal VO YPNCILOTOLEITOL MG
SWBOKTIKO VAIKO Yo oSG TG TPAOLUNG NMKIOG TV OKTO Kol gvvéa €TV, o1e&nyin
plo épevva pe vmokeipeva padntég g Asvtépog kot g Tpitmg Anpotikod. O
apOuog TV pontdv mov cupuEeTEiye oV €pguva MG Ogiypo MTOV OeKAmEVTE
(N=15). H ovykekpuévn épevva. Erape ydpa Katd T Sidpkelo TG S1O0oKAAOG TOV
ponpatog Tov Mobnpatikdv Kol ol EKmadevopuevol KAROnKoy va taifovv pe 1o ev
AOY® yneuoKd Towyvidl, amovI®VTOG OTIS EUTEPLEYOUEVEC EPMTNGELS TOV, WECH GF
éva dtdotnua oekamévie Aemtav (157) mepimov. Ta epeuvnTiKd EpMTAUATO GTO OO0,
KAMNOnKe va anavtioel ) v AOym £pguva nTov To akodAovda:

e El: Enetevyfn o ohokANpoTiKog oyedtocidg TOL EKTOOELTIKOD — YNOLoKoD
mayvidiov «H Kokkivookoveitoa pabaivet Madnpoticéy;

o E2: Yndpyel dtopopd otnV KOTAKTNGT TOV EWOIKAOV SOUKTIKOV GTOYMV TOV
pofuotoc tov Mabnuotik@v otov  ypnowomoleiton to  moryvior «H
Koxkkivookovpitoa pabaiver Mabnpotiké» og Sidaktikd HEGO;

e E3: H o&omoinon 7T0v eKkmodevtikod — ynolokod moyvidwod «H
Koxkkwookovpitoo pabaivel Mabnpoticd» oto mhaicto g didackoriog Tov
ponfuoatoc tov  Mobnuotikdv  copPOAiel TO  OMOTEAEGUOTIKG GTNV
KOTAKTNGON TOV YEVIKGOV OO0KTIKGOV oTOY®V, Ol omoiot opilovtal amd tnv
tagovopia padnclokov otoymv tov Bloom;

o E4: O1 exnaidevdpevol mopovcstalovy meplocotepo BTk otdon mpog 10
uénuo tov Madnupotik@v kot tn didackaiio Tov, pe v alomoinon Tov
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EKTAOEVTIKOD — Ynolakod moyvidod «H Koxkivookovpitoo pabaivet
Mofnpatikd» 6to TAaiclo avTng;

6. Xoumepdouato Kal IPOTAGEIS Y10 UELLOVTIKY EPEVVOL

Ta amoteAéopoTa TG £pELVOS AVTNG TAVM GTI XPTOT] TOV EKTUOELTIKOD — YN PLoKOD
TALYVIOI00 Y10 TV EVKOAOTEPT KOl IO EVYAPLOTN eKUabnon tov Mabdnpoatikov ord
pabntéc Asvtépag kot Tpitng Anpotikov, Ntav apketd Bstikd pog kot 1o 73% tmv
EKTOLOEVOUEVOV OMAVINGE OMGTA GTO GUVOAO TOV gpoThioewv (Kot ot 10
EPMTNCEIS) N GE EVVEN A0 OVTEC Kol HOVO €va 7% TV GUUUETEXOVTOV £0moe 3
AavBacpéveg anavtnoels. To yeyovog 0TI TO TOGOGTO TOV COGTOV AMAVINCEMY GTIG
EPMTNCES TOL YNOKOD TALXVIOWOD €lval TOGO LYNAO o OYECN HLE OUTO TMOV
AavOacuévev pog emtpémel vo odnynbovue oto cvumépacue 0Tl To moryvidr «H
Koxkivookovgpitoo pobaivet Mobnuotikd» eivar opfdg oyedioouévo, Pacel tomv
TPOAVAALOEVTOV apYdV €VOG EKTAOELTIKOD — YNPlakol Taryvidov. Mropovue gv
TéAEL, TOCO Ao TO Ypaenua ov akoiovBel (I'pdonua 1), 660 kot 0md T0. GULVOAIKA
AmOTEAEG AT TNG EPEVVOC, VO GUUTEPAVOLLE OTL TO €V AOY® mayviol eEvmnpetel pe
TPOTO OPKOVVIMG TKAVOTOINTIKO TOLG GTOYOLG Yol TOLG OTOioLE VAOTOMONKE Kot
umopel va ypnoomoindet otny TaEN KAADTTOVTOS TIG AVAYKES TOV HonTdv.

ATTavTO€Ig OTIG EPWTNOEIG TOU EKTTAIOEUTIKOU -
Yn@I1akoU Traixvidiou atrd 6Aoug Toug HadnTég, oUVOAIKA

7%

o1
|2
03
04

33%

Tpaonua 1. To aroteAéouaro amo T AmOVINOELS TWV EKTOIOEVOUEVWV OTIG EPWTHOELS
TOV EKTOLIEVTIKOD — WHPIOKOD TOLYVIOI0D

210 ovykekpiuévo onueio ailer vo onueliwbel 611, opiopévo onueio to omoia
dvvavtal vo Bektiwbodv og pio peddovtikn épevva, givar ta akoiovda:
e H mpocOnkn mo mepimlokmv epOTNOE®Y EAEYYOVL TNG KATAVONGONG NG
GUYKEKPIUEVNG VANG TV Mabnuotikov.
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e H 7mpocOHnkn meptocdTEP®V EVOAMIKTIKOV S100poudv mov Ba pmopovoe va
emAEEeL M MPWIda TOL TOLYVIOIOD 00EVOVTIOG TPOG TO GTITL TG APPOOTNG
YLy Tne.

e H mpocOnkn emmAéov nNpoO®V HEGH OTO EKTOLOEVLTIKO — YNELOKO TOLYvViol
glvan pio kaAn 10€0, 010TL av&dvovtal €161 ot TOAVOTNTES O EKTALOEVOLEVOG
va katopBmaoel va avTimpocorevdel amd Kamolov €€ aVTOV.

e H mpocOnkn ypovikod meplopiopod katd v amdvinor piog epdTnong amod
TOVG EKTMOOEVOUEVOVG/TTaikTeS givor pia apketd onuaviikn avaPadictikn
wWéa yoo v e&EMEN TOL GUYKEKPLUEVODL EKTOIOELTIKOD — YNOLKOD
ALY VIS0V,

e Téhoc, 6GOV aPOPE GTNV £PELYNTIKN SlAdLKAGI, £va KIVITPO Y10 TEPUITEPM
€pevva etvar ) gpnon evog 6yt 160 gvApBLOV £pguVNTIKOD dElYLATOC.
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Abstract

Today's societies trying to provide a more enjoyable and creative touch to the learning process
have turned into educational - digital games, believing that in this way the teaching will have
different format and will become more interesting, at least with regard to the perspective of
children. For this reason, attempts, firstly an analysis of Narrative Game-Based Learning
(NGBL), which is synthesized from Digital Game-Based Learning (DGBL) and the technique
of the narrative (storytelling), which is considered the key-element to attract the attention of
children when dealing with a digital game, with the graphics that meets in it. Then, referring to
educational game that was implemented as part of this paper, its objectives, and the way in
which it was designed. Finally, points of the research that was conducted during the
implementation of this educational - digital games in the classroom are highlighted, along with
the results and the conclusions drawn from the analysis of these results. References are listed
on the last page of the article.
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