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H eknaibeutkn a§lonoinon twv Epappoywv
EIKOVIKNS MPAypatkotNtas
Baciopévns ota apaipikd Bivieo

Eppavounn ®wkidns*

Nepiinyn

Kabs o Kapepes o@aipikhs Anyns yivovtal 6Ao Kal Nio NPooItés oto upu
KoIVO, 1000 o€ eninedo kdatous 600 Kal o€ eninedo Siabéaipwy enfoymy Kal
Sduvartotntwy, ta opaipikd Bivieo kepdidouv diapkws €6a@os ws éva Péco nou
npooenKUEl TOUs XpNOTes, NPOaPEPovTds tous pia véa kal nioUoia onukoa-
kouaoukn epneipia. H duvatdtnta évBeons aAAnAenISpacuk®y otoIxXeiwv, €ni-
nAéov noAupeaikoU uAIKOU Kal CUYKEPAUOUOU HE EQAPHOYES EIKOVIKAS Mpay-
paukowntas, au§dvel akopa neEPIcodTEPO TS SuvatdTNTES AUTOU TOU VEOU Hé-
OOU NOU NEPIYPAPETAl PJE TOV OPO «EIKOVIKA Npaypaukédtnta otnplypévn ota
o@aipikd Bivieo». Mapdu n oxeuxn BiBAIoypaia gival nepiopiopévn, diagai-
vetal Ou ol eknaldeuTKéS NPOEKTATEIS MOU pnopei va éxel gival afloonpeiw-
€S Kal anotefoUv avukeipgevo avaduons tou napévios apBpou. MapdaninAa,
avantioostal npoBAnpauopds avapopikd pe ta mbava npofAnpata nou npé-
nel va avupetwniotolv. Autd, ev pépel, opeinovial og texvikd Bépata, annd
enekteivovial Kal og Bépata oxeukd pe tnv opadn évtagn autol tou péoou otn
pabnoiakh diadikaaia.

Né€eis-kNe1dia: Bivieo 360°, eikovikd nepiBannovta, eupubion, napoucia, opai-
pIKAh Anyn

* Maveniothpio Alyaiou, Maibaywyiké Tphpa Anpotkhs Eknaibeuons, fokides@aegean.gr
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Eicaywyn

AuTO nou kavel 1o Yyn@iaké pabnoiakd ufikd 1doo onpavuko gival n ypap-
HIKh oxéon peta&u twv aiobntnpiwv opydvwv Kai tns pddnons. Aoyikd, Aoinodv,
ol talvies, Kal ta Pivieo yevikdtepa, €xouv yivel pia and us nio cuvnBIopEVES Kal
eukona anodektés popeés eknaideutukoU unikoU (Smith, Rafeek, Marchan &
Paryag, 2012). O1 Carr-Chellman kai Duchastel (2001) 1oxupiovtal éu undp-
xouv 6Uo okonoi yia tn xphon Bivieo. O NPWTOS €ival va NapakivhcoupE
T pdOdnon kal o 6eUTEPOS €ival va evioXUOOUME TNV taltion Twv padntwv
HE TO neplexopevo tou pabnuartos. MNa napddeiypa, eknaidbeutkd Pivieo nou
embeikvUouv tn xphon gpyactnplakou eGonniopou h neipapatkés Siadikaai-
€S Xpnolponolouvtal 6Ao Kal NEPICOOTEPO WS cupnAnpwUatikoi népol otnv
epyaotnpiakn eknaideuon (Nadelson, Scaggs, Sheffield & McDougal, 2015
Seery, 2015° Teo, Tan, Yan, Teo & Yeo, 2014). MNapd ta npogavh padnoiakd/
616akukd nigovektnpatd tous, ta napadooiakd Bivieo dev enitpénouv otous
xphotes va npofdndouv to nepiBanfov and diapopetikés ywvies kal, aus nio
annés pop@és tous, dev undpxel adAnAenidpaaon.

Inpepa, diagopes texvonoyies pnopouv va xpnoipgonoinBouv otnv eknai-
6euon. Mia and autés eivail ta tpiodidotata eikovikd nepiBannovia/eIkovikn
npaypaukéwnta (EM). Ltdéxos autwv twv nepifadfdviwy eival n dnpioupyia
nio peaniotukwv kai S1adpactuk®V eunelpIav. Opws, 10 K6aTos ths Snpioupyi-
as tous gival upnAo Kal N KATAoKEUN Tous anaitei xpoévo. Tautdxpova, opIopE-
va npofAnpata, pnopei va avakUyouv KAtd tn PETa@opd KATAoTACEWV NS
npaypatkns {whs oe éva eikoviko nepifannov. Tétola npofAnpata gival 6t ta
poviéna pnopei va pn poiddouv andénuta pe ta npaypatukd kai éu anartouvial
10xupoi unodoyiotés Kal apketd nepinioko AOyIopIKS.

KaBws ta kivntd tnAépuwva yivovtal 6Ao kai nio 10xupd kai ol 086ves tous
anoktouv uynAdtepn nukvénta glkovoaotoixeiwv, noAfoi dvBpwnol Ba ap-
xioouv va ta xpnoiponololv ws 10 apxiké onpeio elcdédou tous atnv EMN. Md-
Aiota, n enegepyacukn 10xUs tous Ba au§nBei onpavukd ta endpeva NEVIE Pe
6éka xpoévia. Etol, Ba cival o Béon va ekteAouv noAAd and ta npoypdupa-
ta nou gival 6100écipa pévo oe 161koUs unofoyiotés ypaikwv ohpepa. Me
Bdon ta napandvw, ta smartphones avapévetal va €ival n endpevn peydnn
unonoyioukn nAatpoépua (Bellini, Chen, Sugiyama, Shin, Alam & Takayama,
2016).

To onpeio ouvdvinons twv TPIOV Napandvw texvonoylmv, dnAadn, tou
Bivteo, twv EM kai twv smartphones, Bpioketal og pia texvofoyia nou npo-
oQata Apxioe va €xel eupeia 61adoaon kal akoUel oto dvopa opaipikd Bivieo
n Bivteo 360° (IB). Emypappaukd, ta B eival Bivieo nou n Ahyn tous éyive
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HE TN Xphon €18IK®V KAPEPWY NMou kKataypd@ouv gikéva 6x1 pévo and éva
neplopiopévo onukd nedio, andd anoé évav nAnpn kUkAo h, kaAUtePa, Hia
o@aipa. H 16éa tns Anyns pias KUKAIKNS oglpds pwtoypadimv and éva evi-
aio onpeio egtiaons, NPOKEIPEVOU va EPPAVIOTOUV EUPEIES anoyels tou unod
Qwtoypdpion Bépatos, undpxel and ta péoa tou 19ou aiwva. H emBupia va
EUPAVIOTOUV ENICKONNOEIS NOAEWVY Kal Toniwv MONCE TOUS PwToypAaPpous va
dnpioupynhoouv navopduata, tonoBstwvtas 0o h nepioodiepes nAdkes 6a-
ykepotunias 6inAa-6inda. Ta cUvona GwTOyPAPIMV EVMVOVIAV OTN GUVEXEIQ
o€ pia povadikh navopapikn eikéva (Gancarson, 2006). Lta An tou 190u
alva, Kataokeudotnkav KApepes €161KA yia Tnv napaywyh navopapdtwy.
Autés ntav eite KApePes tanavieuduevou-kKIvoupevou (swing) gpakou, 6nou
0 PAKOS NEPICTPEPOTAV EVW TO PIAY NAPEPEIVE OTATIHO, h NEPIOTPOPIKES KA-
pepes 360°, 6nou 1600 n kKApepa 600 Kal 1o QI Neplotpépoviav. H npwin
padikh napaywyn tns duePIKAvVIKNS Navopapikns Kauepas, n Al-Vista, éyive
10 1898.

O xphotns, éxel tn duvatdtnta va npofdnel 1o IB eite otnv 066vn tou
unoAoyloth Tou €ite 0To KIVNTO Tou TNAéPWVO €ite kavovias xphon yuafiov
eikovikns npayuatkéwntas (VR glasses/VR headsets). a va yivel nio kata-
vonto autd, Ba npénel va paviactoUpe pia opaipa oto KEVIPO tns onoias
tonoBeteital o xphotns. Mnopei va otpéyel 1o kePAni tou npos kdbe kateu-
Buvon kai va &gl éva tuhpa tns ogalpikhs Ahyns. Mépa anoé tnv eviunwaolakh
napouaciaon tou onukoU ufAlikoU nou kaduntel nAnpws tov nepifdandovia
XWPOo, 1 IB npoopépouv tnv yeudaiobnaon tns tpicdidotatns ansikdvions.
AuTO, pE tn osIpd TOU, ENITPENEI OTOUS XPNOTES VO CUUPETEXOUV —£0TW Kal
o€ 6eUtepo eninedo- otnv epnelpia nou petagépel to IB. Etol, ta IB divouv
v aicbnon tns cuppetoxns ota Spwpeva Kal KAVOUV Tous Xphaotes dpeoa
KOIVWVOUS Tns EUMEIpias, apou dev apnvouv onpEio Tou XWPOoU Nou va pnv
pnopoUv va ansikovioouv. Eminféov, sival duvatdv va evonoinBouv IB kai EN
dnpioupywvtas éva véo €idos epappoy®V Nou nepypd@ovial ws EPAPHOYES
€IKOVIKNS npaypaukotntas Baciopévns o€ opalpikd Bivieo (spherical video-
based virtual reality, ENZB).

Téoo ta IB 600 kal epappoyés EMIB éxouv apxioel va Bpiokouv 1o 6pdpo
tous otnv eknaideuon (Ardisara & Fung, 2018). Me Bdon autd to otoixeio,
a€ilel va e€etaotolv ol MBavés XpNaoels Tous, Ta NAEOVEKTAPATA NOU NPOOPE-
pouv, anid kai ta npoPAnuata nou npénel va enepaotolv. Autd akpIfms ta
B¢pata avadvovtal ous evotntes nou akodouBouv.
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Eikovika nepifaniovta kai eknaideuon

MoAudpiBues penétes yia us eknaideutikés epappoyés wwv EM napabétouv
Oeukd euphpata, 6nws aunpévn gunfokn pe to yvwoukd ufikd (Huang,
Rauch & Liaw, 2010), 6iaokédaon (Apostolellis & Bowman, 2014 Ferracani,
Pezzatini & Del Bimbo, 2014), au§npéva kivntpa yia paddnon (Cheung, Fong,
Fong, Wang &Kwok, 2013* Sharma, Agada & Ruffin, 2013), ka1 diathpnon
v yvwoewv (Huang et al., 2010).

H eyyevws S1adpacukn guon twv nepiBanAdviwy EM napéxel pia mo Piw-
paukh-euneipikn pabnolakn epneipia nou €ival npoupdtepn and tnv nadn-
ukn pddnon kar tnv napadooiakn dibackania. EmnAéov, pye tn xpnon yua-
AV €IKOVIKAS Npaypatikdtntas ol xphotes eival eAelBepol and eEwiepikoUs
nepionacpous kai euPubidoval oto eikovikd nepifdnnov. H eufubion pnopei
buvnukd va odnynoel otnv aicOnon tns napouacias, n onoia, Pe tn ogipd s,
6ieukonUvel tn Babutepn pdbnon (Chung, 2012° Falah, Khan, Alfalah, Alfalah,
Chan, Harrison & Charissis, 2014). H aioBnon tns napoucias o€ éva gikovi-
k6 nepifannov ival onpavukn yia didipopous Adyous. Mpwtov, n napouacia
EUNAEKEI TOV XPAOTN Kal €XEl CUOXEUOTEI TO0O e TNV au§npévn avdkAnon tns
€IKOVIKNS gpnelpias 600 kal pe tnv au§npévn eniyvwon s KAatdotaons tou
€IKovikoU xwpou (Papadakis, Mania & Koutroulis, 2011). AeUtepov, ol dAv-
Bpwnol nou ival napdvies otov €IKoVIKO XwPo ival NiIBavdtepo va €xouv pia
peanicUKA CUPNEPIPOPA EVEPYMVTAS oAV va Bpiokovial o€ Pid NPAayuatkn
katdotaon. Auto 1o gpaivopevo Bewpeital 6u ennpeddel tn CUPNEPIPOPA TWV
atoépwV otov npaypatkoé kéopo. Na napddeiypa, os peN€tn, ol CUPPETEXOVTES
¢uaBav yia v enibpaon tns konns &évépwv xpnaoiponolwvias éva aduoo-
npiovo otov €Ikoviké kéopo. Ta dtopa éyivav o onpavukoé Babud mo @ini-
K@ npookeipeva oto nepifdnnov petd tnv euneipia oto sikovikéd nepiBdnnov
(Ahn, Bailenson & Park, 2014). Qs ek toUtou, n xphon evos ENM pnopei va odn-
yhoel o au§npévn epnAokn Kal peyafutepn noodInta yVwoewy nou padaive-
101 OTOV EIKOVIKO XWPO MOU PETAPEPETAl, OTN CUVEXEIA, EKTOS MPOCOH0iwonNS.

Mapd ta napandvw Osukd otoixeia, ta EM &ev éxouv uioBenOei akdpa upé-
ws otnv eknaibeuon. Autd eival anoténecpa NEPIOPICU@V NS iB1as tns texvono-
yias, cupnepifapBavopévwv napaydviwv xpnoukédtntas (Huang et al., 2010),
énneiyns peaniopol (Schwaab et al., 2011), npoPAnudtwyv uyeias (acBéveia
npooopoiwons/kivnons-simulation/motion sickness) (Abdul Rahim et al., 2012)
Kal avakpifeias otnv avayvwpion twv KIVAGEWV tou xphotn (Gieser, Becker &
Makedon, 2013). Enions, ol eknaideutukoi nou enbupolyv va dnpioupyhoouv 1o
61k6 tous eknaideutkd nepiexdpevo ENM npénel ite va katagpUyouv os Npoypap-
Hauotés ite va pdBouv noAundoka npoypappatcukd nepifannovia (Wiecha,
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Heyden, Sternthal & Merialdi, 2010). Ané tnv dAAn, KaBWSs N OXEUKA TEXVO-
Aoyia yivetal nio @Onvn kal to Aoylopikd anokpivetal pe peyautepn akpifeia
ownv avBpwnivn adfinneniépaon, n epneipia ota EMN Ba yivetal 6Ao kai nio Ika-
vonoinukn. Katd ouvénela, 1o Jeiwpévo KOOTos Kal n texvoloyikn Kalvotopia
Ba dpel ta eygnoédia otnv uioBétnon wns (Bellini et al., 2016).

Eikovikn npaypaukétnta Baciopyévn ota opaipika Bivieo

Yndpxouv U0 tponol Pe Tous onoious kanolos Pimvel nepiexépevo EM. O
npwtos, nou &ival kai n napadooiakh aviAnyn yia ta EMN, €ival péow npoco-
HOIMOEwY Nou dnpioupyouvtal and tov unonoylioth Kal To TpIodIdotato nepl-
Banfov avianokpivetal ous KIvhaoels kal otn Béon evos atdpou. To Seltepo &i-
60s npocopoiwaons nou xpnaiponoleital €ival ta B (aAAd kal o1 oQaipIkEs pw-
oypaQies). L& auth tnv nepintwon, pia h noAAannés KAPEPES anotun@vouy
pia npaypaukn tonoBeaia. O1 napaydpeves pwrtoypagies h Pivieo €ival npo-
Ypaupatuopéva va avianokpivovial ous KIvAagels tou xphotn (Ozkeskin & Tunc,
2010). Xpeidletai Alydtepos xpdvos kal npoondOeia yia va uAonoinBouv tétola
nepiBdnnovta kai 6ev undpxel avaykn yia egeidikeupévous video-players. Ztnv
nio andn pop®n tous, ta IB bev eival adindembpacukd: nepiopidovial ato
va npofdnfouv sikéva anod éva povadikd onpeio otov tpididotato xwpo. Mia
nio oUvOetn popPh IB enitpénel apketd ouvOetes andindsnidpdoels 6nws tnv
emnioyn uneP-ouvOETEWY NOU Evowpatvovtal oto Bivieo os SlapopeuKkoUs
XPOVOUS Kal MEPIOXES, T pOPTWOoN €IKOVWY, Nxwv Kal AAAwvV NoAUPETIKDV
otoixeiwv. Enions, givar duvath n @éptwon dAdou IB nou avukabiotd tnv
péxouca oknvn, divovtas 1o aioBnua petdfaons o aAlo EM. Ténos, €ival
6uvatn n tonoBétnon kal n adinfsnibpaon pe €IKOVIKA avuKeipeva, Kabws
kai ol 6 BaBpoi eneubepias Tou xpnotn (kivnon dvw-katw, 6e§id-apiotepd Kkai
pnpootd-niow).

O1 tpels napandvw NEPINTWAEIS GUVIOTOUV auto Nou avapépOnke og npon-
youUpevn evotnta ws EMXB. To nws ufonoigital n EMXB e§aptdtal téoo and tov
TPONO avantuéns Twv OXEUKWY EQApUoywV 600 Kal and to uAikd Tou xphotn.
‘Etol, otnv nio anAn pop@n anaiteital éva smartphone. Xn dUtepn nepintwon
anartouvral €ite yuanid €IKOVIKNS NPAyUatKetNTas, otd onoid EVOWHATMVETAI
éva smartphone (tunou Google Cardboard) site autdévopa yuanid sikovikis
npaypaukéwntas (tunou Oculus Go). Lnv tpitn nepintwon anartouvial ite
autévopa headmounted displays (HMDs) (tunou Oculus Quest) gite HMDs
ouvdedbepéva pe unonoyioth (tunou Oculus Rift, Oculus Quest kai HTC Vive).

Apketd eUnfoya, n eknaidbeutukn xpnon 10co twv B 600 kai tns EMXB «i-
vNnoe 10 evOIaQEpoV TwV epeuvntwy (evoeikukd, Brown&Green, 2016° Stojsic,
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Dzigurski, Mari¢i¢, Bibi¢ & Vuckovi¢, 2016). ©a npénel va onpeiwOei 60U, v
undpxouv t€toles xphaels, 6nws yia tn didaokania og dtopa Nou avikouv
oto @dopa tou autopou (evdeikukd, Schmidt, Schmidt, Glaser, Beck, Lim &
Palmer, 2019), yia sikovikés diané€eis (evbeikukd, Kavanagh, Luxton-Reilly,
Woiiensche & Plimmer, 2016), yia sikovikés ekdpopés-nepinynaoeis (evoeiku-
K@, Argyriou, Economou, Bouki & Doumanis, 2016), yia tn yewpop@ponoyia
(Chang, Hsu, Chen & Jong, 2018) kai yia tnv €taipikh katdpuon (evoeiku-
Kd, Ardisara & Fung, 2018° Burns, 2017), n oxeukn BiAloypagia sival ptw-
XA, pias Kai n épeuva PBpioketal akodpa o€ noAU npwipo otddio (evdeikuka,
Defanti, 2016° Lv, Li & Li, 2017 Yap, 2016). Lt yevikés ypappés, gaivetal 6u
pe tn xphon EMZB enituyxdvovtal kadd pabnolakd anotenéopata. Enions, ol
eknaibeudpevol givar Bgukoi doov apopd tnv naidaywyikn xphon tns EMIB
ol avnouxies tous oxetifovtal {nthpata 6xi anodoxns autns tns texvonoyias,
anAd twv poénwv evowpdtwons s otn pabnaiakn diadikacia (Geng, Chai,
Jong & Luk, 2019).

Mpénel Aoinév va evioniotoUv ta nigovekthpata h ta eninféov xapa-
Ktnploukd nou n EMXIB npoogépel kal nou tnv kaBiotouv anoteAeopatiko
eknaideuukd epyaneio. Opiopévol, Bewpolv éu 10 peydno nedio npofonns
(field of view)kai o peafiopos ival 8Uo and ta cuykpItukd NAgoveKTAPATA Tns
(Ardisara & Fung, 2018). Evid og napadooiakés napaywyés Bivieo, n ywvia
B¢aons eniféyetal and tov napaywyo tou Bivieo, ol EQAUPUOYES MOU EUNEPI-
éxouv IB enitpénouv oto xphotn va eniféyel tn ywvia Béaons pias oknvis
(Smolic, Mueller, Merkle, Fehn, Kauff, Eisert & Wiegand, 2006). To eupU onu-
k6 nedio ota IB napéxel pia véa kar nAnpn €ikéva tns didtagns twwv npay-
pdtwv otov xwpo. O1 pabntés pnopouv va e§epeuvhoouv ta nepifdnnovia
Kal va avanw&ouv pia Babutepn katavonon tou SI6AKTKOU avuKEIPEVOU
(Merchant, Goetz, Cifuentes, Keeney-Kennicutt & Davis, 2014). Mapdnnnna,
0 evIoXupévos peaniopds, o€ cuVOUAOUO HE TOV KAIVOTOUO XAPAKINPO TwV
IB kal tns EMNXB, odnyei oe eAkucukés pabnaolakés epnelpies, nou audvouv
10 evlIlapépov twv Xpnotwv yia to &idaktkd avukeipyevo. To au§nuévo ev-
Slapépov pépvel kal peyanutepn eunioki pe 1o yvwoukd udiké (O'Brien &
Toms, 2008). H Bswpia tns euniokns atn pdBnon otnpiypévn otnv texvonoyia
(Kearsley & Schneiderman, 1999), opilel 6T n cuppETOXN TWV HABNTWV Kal To
evlapépov Tous €ival onpavukd otoixeia otnv eniteugn Betikwv pabnaolakwy
anoteleopdtwy. Mpdypau, cupgwva pe tov King-Thompson (2017), ta B kai
n EMXB evioxUouv 1600 tnv UNAOKA TwV XPNOT®V 600 Kal ta Kivntipd Tous
va pdBouv.

H xpnoukoétnta diadpapatiel onpavukd péAo o€ oxéon PE 10 YVWOUKO
@optio. Eva pn-ikavonoinuké nepifdannov, oe eninedo guxpnaotias, npokansi
au€npévo yvwoukd goptio, 10 onoio avaykdadel tov xpnotn va kataBdanel eni-
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niéov npoondBeia nAohynons kai katavénons evés cuothpatos, SiakonTel
T pon wns pabnaoiakns diadikacias Kal peidvel tous S1a0€aiIpous yvwotukouUs
népous (Glaser & Schmidt, 2018). Ané tnv naidaywyikh okomnid, ta cucthpata
rnou gival eukonotepa otn xphon SieukonUvouv tn pdbnon, kabws ol vonukoi
noépol pnopoulv va kateubuvBoUv otnv anékInon yvwaoewv Kal de€lothtwy. Ol
xphotes BewpoUuv VKOO ToV XeIpIoUo Twv XB kal twv epapuoywv EMNZB(Miller
& Bugnariu, 2016), pias kai autd yivetai gite pe tnv Kivnon tou kepanioU €ite pe
e161kd xeipiothpia nou cuAAapBavouv Us QUOIKES KIVATEIS TWV XEPIMV.

Ava@épOnke og nponyoupevn evotnta 6t ta EMN npokanoUv atous xpnotes
10 aloBnpata tns epBUBIons kai tns napouaias. Au§npévn aicBnon euPubions
éxouv Kal ol xpnotes EMZB (Lorenzo, Lledd, Pomares & Roig, 2016° Passig,
Tzuriel & Eshel-Kedmi, 2016). Ta euphpata wwv Miller kai Bugnariu (2016) eni-
onpaivouv 6u 1o eninedo gupubions o€ EM ennpeddlel tn pdbnon kaidu ako-
pNn kai ouvBnkes xapnfns euBuBions pnopouv va odnynoouv o€ PETPNTIYES
anfayés otn pdodnon. MapadAnAda pe tnv eyPubion, evepyonolsital kai n ai-
oOnon tns napouacias nou ePnfékel akOpa NEPICOOTEPO TOV XPNOTN, TOV wOEI
va e0uddel akdpa NEPICOOTEPO OTO NEPIEXOPEVO ToU Bivieo, Kavovids tov va
aioBdvetal oav va sival pépos tou nepifannovtos (Rupp, Kozachuk, Michaelis,
Odette, Smither & McConnell, 2016). Katw ané autés us ouvOnkes, n pabnon
and nabnukn yivetal evepynukn. Onws €xouv enionpdvel noAnoi Epeuvntes,
n evepynukn pddnon BeAuwvel ta pabnoiakd anotedéopata (Mullen, Byun,
Gadepally, Samsi, Reuther & Kepner, 2017), evioxUel us 6e§iétntes okéyns
uynAiou emnédou (Haupt, 2018), us ouvepyaukés de§iotntes (Wegerif, Fujita,
Doney, Linares, Richards & Van Rhyn, 2017) kai us enikoivwviakés 6e§16tntes
(Villalba & Hoekman, 2018).

MBava npoBAnpata

Mapd ta Beukd otoixeia twv IB kal tns EMIB, undpxouv npofAnpata t6co
TEXVIKA 000 Kai naidbaywyikhs guaons. Eva texvikd npoéPAnpa ival n xapnAin
avdnuon Bivteo. Evd undpxouv kapepes nou kataypdgouv IB unep-uynins
avanduons (8K), 1o k6atos tous eival akopa 161aitepa peydno. O1 nio NPooItés
Kapepes kataypagouv Bivieo 4K (4096 X 1714 eikovootoixeia) h 5,5K (5632
X 2700 eikovoaotoixeia). Mapoéu kar pia étola avanuon akouystal peydnn,
evtoutols Ba npénel va onpeiwdei 6U anAwvetal o€ pia elkova nou KaAdUnTtel
360°. To npéPAnpa yivetal aképa nio éviovo 6tav xpnoigonolouvial yuanid
€IKOVIKNS NPAypatkotntas, yiati n avdduon néQtel oto Yoo, PIas Kal n €1Ko-
va diaipeital ota dUo (pia yia to kGBe pdu). Akéua, ta smartphones éxouv
NEPIOPIOPEVN NUKVOTNTA EIKOVOOTOIXEIWVY, MOU €xel ws anotéleapa autd nou
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eival yvwaotd ws screendoor effect, SnAadh, PYEPOVWEVES OUOTOIXIES EIKOVO-
otoixgiwv tns 006vns va yivovial aigBntés. Autd nepiopilel cofapd tov wWno
TOU €KNaIGEUTKOU MEPIEXOUEVOU MOU UMNOpPEi Kaveis va napouaidaoel os LO.
H noiétnta tns ikévas pnopei va yivel t6co xapnfin nou to ypantd Keipevo
(aképn Kkar Keipevo ypappévo e peydnou peyéBous ypappatooelpd) va sival
pn avayvwoipo. Etol, kabiotatal anapaitnto 1o eknaideutiké unikd va napou-
oladetal kal nxnukd. Autd, wotdoo, sival avapgifoa éva npoowpivoé npo-
BAnua nou mbavotata Oa BeAuwdei kaBws véa smartphones kal BeAuwpéva
yuafid eikovikns npaypatkétntas yivovial d1a0éoipa (Kavanagh et al., 2016).

‘Eva aAno npéPAnpa civar n ducpopia nou npokaneital and tus évioves
KIVAoels nou napdyovtal katd tnv npofonli kal nAonynon ota Bivieo 360°
(aoBéveia npooopoiwaons/kivnons, simulation/motion sickness). Auté cup-
Baivel eneidn undpxel pia anékiion avapeoa o€ autd nou gaivetal (bnAadn,
YPhyopa KIVOUMEVA EIKOVES) KAl TNV NPAYUATKA Kivnon nou BImVel 10 omua
(Kennedy, Lane, Berbaum & Lilienthal, 1993). To np6BAnua snibevvetai
otav ta Bivieo kataypdpovial pe KIvoupevn KAPEPA avi otatkns, AOYw twv
KIVACEWVY nou cuvendyetal n v Adyw pébodos Anyns. Eutuxms, n duopopia
pnopei va pelwBei pe tnv tonoBétnon tns kdpepas 360° oe otaBepn Béon
(tpinoda) n pe tnv oAiyéientn Siakonn xpnons twv yudniwyv EIKOVIKNS Npay-
paukotwntas kai tou HMD.

Heotiaontns npocoxns tou xphatn Kal 0 anonpooavatoniopos cuviotouv
enions mBavd npoPAnuata (Ardisara & Fung, 2018). MNa napddeiyua, o1 xph-
otes pnopei eUkona va anoonactolv and to idio 1o €ikovikd nepifannov.
EnminAéov, 6ev undpxel kapia eyyunon éu o xpnotns Ba KoItdel Npos tnv Ka-
1eUBuvon nou npénel tn cuyph nou npénel. Aképa kal av 6Aa ta anoond-
opata Bivieo gival owotd otoixiopéva, dnAadn, n kdpepa «BAéne» npos tnv
ibla kateuBuvon katd tn Sidpkeia tns ARYns (Napdu dev undpxel oucIaoUKA
kateuBuvon og pia Ahyn 360°) pnopei va npokUyouv npofAnpata Katd n
oknvoBeoia h tn petdfaon petadU twv anoonacpydtwy. Av, yia napddeiyua,
évas xphotns éxel nepiotpaei yia va 6&l KAT Nou tou Kivnoe 10 evolapépov
Kl pOPTIWOEl 1o ENdpeVo andonacpa, Ba €xel tnv NAATN ToU OTpAPPEVN NPOS
autd nou npénel va 6¢e1. H 616pOwon autou tou npofAnpatos anotensi npo-
kAnon kai anaitei «€§unves» AUoels. Mia AUon Ba htav va undpxel Pia Xpovi-
Kh KaBuotépnaon bivovias xpdvo otov Beath va avanpooavatofiotei o€ kaipia
Xpovikd onpeia tou Bivieo (Kavanagh, etal., 2016). H npooBinkn oxofiwv Ba
pnopouce Kal auth va BonBhoel. H peiwon tou pubuou napouaciaons tou
eknaibeuukoU unikoU, wote va bivetal o xpdvos otous padbntés va eEepeu-
vAoOoUV 10 Pivieo, Ynopei va PEIMOoEl ToV aviikiuno tns anwfelas eotiaons.
TéAos, n Ahyn pnopei va yivetal and pakpid (zoom out), €101 WOTE 1a OTOIXEiA
va pnopouUv va napatnpnBouv nio eukona (Ardisara & Fung, 2018).
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Menétes éxouv enionpdvel 6u ol texvonoyies pe uwnné Babud eupubdi-
ons pnopei va anoondoouv v npocoxn twv xpnotwv (Adams, Mayer, Mac
Namara, Koenig & Wainess, 2012" Bailey, Bailenson, Won, Flora & Armel,
2012). O1 eknaideudpevol Pnopsi va gival napoévies otnv NPOCOU0IwoNn Xw-
pis va evbia@épovtal 1I61aitepa yia To NePIEXOPEVO TNs Habnaoiakns epneipias.
MNa napadeiypa, os épguva 6nou ol HadNntés XxpnoIPonoincav GUOKEUES MOU
npokanouv diagopetkd Babuéd eppubions (smartphone, Google Cardboard
kai Oculus Rift), SiamotwOnke éu 600 nio peydnn htav n aicBnon tns napou-
oias, 16oo Aiydtepes nAnpo@opies pnopouoav ol pabniés va avakanéoouy,
unodeikviovtas, evoexopévmws, 6T N KAIVOTOHia TwV EUNEIPIOV O LB pnopsi
va tous napacupel (Rupp et al., 2016). Auté onpaivel 6u, yia va yivouv ta B
kai n ENXB éva 1oxupd epyaneio pabnons, npénel va Bpebouv 1ponol MoTeE ol
Xphotes va epnnékovtal kal Pe 1o nepifannov kar Pe to nepiexépevo. Téos,
Adyw tou 6u npoéogata ta XB kal n EMNXB dpxicav va xpnaoiponololvial otnv
eknaibeuon, 1o naidaywyikd nAaiclo xpnons tous €ival akopa gaipetkd
acagés (Fowler, 2015).

Lupnepdopata

H pdOnon Baociopévn oto Bivieo (video based learning) €ivar n 61adika-
oia tns xphons tns texvofoyias Bivieo yia tnv anokinon yvwoewv n 6egl-
othtwv (Giannakos, Chorianopoulos, Ronchetti, Szegedi & Teasley, 2014).
‘Opws, apketoi Bewpouv 6u cival Suokono va petatpanei 1o evolapépov yia
v texvonoyia tou Bivieo o€ evoiapépov yia 10 avukeipevo nou napouaiddel
(Torff & Tirotta, 2010). Ané tnv aAAn, n taxeia avantu§n tns texvonoyias kai
n taxeia e§anAwon KaIvotopiwy, €16IKA oUS KIVNTES CUOKEUES, ENETPEYE TN
61a600n wwv IB, nou enepvouv éva and ta Pacikd PEIOVEKTAPATA TwV NPOKa-
OXwV toUs, dSnAadn, 1o nepiopiopévo Upos oto nedio AnYns kal npofonns.
O ouvbuaopés tous b€ pe tnv texvonoyia tns €IKOVIKNS NPAYPATKATNTAS Kal
n ouvakonoudn dnpioupyia EMIB @aivetal 6u éxel va Npoo@épel ApKETd otnv
eknaideuon kai otn pdOnon. Auto yiati tétoia nepifdnnovia napéxouv uynno
Babuo peaniopoy, eyPubions kai napouacias, éva ouvofo dnAadn and eAku-
ouKés aioOntnplakés uneipies nou au§dvouv ta Kivntpa yia pddnon Kai tnv
EUNAOKN TWV XPNOTWV HE TO YVWOUKO AVUKEIPEVO, Ye ouvénela BeATUwéva
pabnolakd anotedéopata. Opws, Adyw tou 6u n texvondoyia micw and ta
EMNXB &¢v ival aképa wpipn, texvikd npofAnuata, énws n xauynAn avdiu-
on, npoPAnpata euxpnaotias, énws duo@opia and tn xpnon kal npofAnpata
peBobonoyias eknalbeutikns xphons, ONws €0TiIAONS TNS MPOCOXAS TWV XPN-
otwv, Pével akopa va Eenepactolv. Xe KAOe nepintwon, ta ENIB npoo@épouv
éva véo epeuvnuko nedio to onoio a&ilel va e€etaotei cuotnpatka.
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