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Anpioupyia Aoyiopikou EmriTpatréiag EiKovikhng
MpaypaTikéTNTAG Yia TN d1daoKaAia oToIXEiwv TG ApXaiag
EAANVIKNAG TEXVOAOYiag

[Hovayiowtg Avtovoroviog, Eppoavound ©okidong

Iepiinyn

O teyvoroyieg g Ewoviig Tlpaypatikoétnrog PBpiockovv évo gupd medio €appoyodv.
[Mopdiinia, n perémn omg Apyaiog EAANviknG teyvoloyiag, £xel apyioel va TpocerkHEL TO
EVOLAPEPOV TV pELINTAOV. Q6TOGO, 1| PIPAOYPAPic AVOPOPIKA LE TN YPNON EKTOOEVTIKMOV
EQUPUOYDV OYeTIKOV pHe TV Apyoio EAAnvuc teyxvoroyia eivar gtoyn. ‘Etol, n mapodca
gpyoacio €rel ®G oKOMO TNV TOPOLGIOGT TOV TAOLGIOV ONMOVPYING EVOG EKTOUOEVTIKOV
dwdpaotikov Aoyiopikov Emtpanéliog Euwcovikng [paypatikdtrog, to omoio mepiapPdvet
téooepelg Apyaieg EAAnvikég epevpéaeic. ot dnpovpyia tov ypnoyoromOnke Evo GHvoro
TPOYPOUUAT®OV  TPIOOACTOTNG  HOVIEAOTOINONG,  WOPOY®YNS  €QPOPUOYOV KOl
TPOYPAUUATIGHOV. To TEMKO TPOidV eKTEAEITOL GE £VOV GLVNOIGUEVO NAEKTPOVIKO VTTOAOYIGTH
Kot dtvel Tn duvatdTTO GTOV YPNOTY, Vo TapaTnPNoEL, va Bécel g Aettovpyla Ta apyaio
TEYVOLPYT LT, KAODS emiomng Kot va eviuepmBet o T Aertovpyio. TOVS Kot TO 1GTOPLKO TOVG
mAaiclo péca amd apnynoeLs, ewoveg kat Keipeva. H kataokevun tov Aoyiopkov ytve pe Bdon
éva KafepopUEvo HoVTELD OVATTTLENG EQUPLOYDV Kot 1) E0AOYNGT TOL €Yve e EPYAAELD TTOV
avantdoyOnke v ovtd tov okond. Ta amoteléopata amd TN YOpNYNON TG EQAPLOYNS CE
opada ypnotav, £deiEav Ot aVTN, amd TN pio TETVYE Ol YPNGTES VO ATOKOUIGOVV YVOGTIKA
OQEAN Kol amd TV GAAY, YOPOKTNPIGTNKE MG ELYPNOTY, OICKESUGTIKN KOl OTL AVENGE TO
EVOLLPEPOV TOVG Y10l TOL YVAOGTIKA AVTIKEILEVA TOL TEPIAAUPEVEL.

Abstract

Virtual Reality technologies find a wide range of applications. At the same time, the study of
the Ancient Greek technology has begun to attract the interest of researchers. However, the
literature on the use of educational applications related to ancient Greek technology is limited.
The present work aims to present the framework for the development of an interactive desktop
virtual reality application, which includes four ancient Greek inventions. A set of 3D modeling,
production, and programming applications were used for its development. The final product
runs on ordinary computers and enables users to observe, put into operation the ancient
artifacts, and be informed about their function and their historical context through narratives,
images, and texts. The software was built based on an established model of application
development and its evaluation was done with a tool developed for this purpose. The results,
after the use of the application by a group of users, demonstrated that, on the one hand the
application managed to benefit users in terms of knowledge acquisition and, on the other hand,
it was characterized as easy to use, fun, and that it increased their interest in the learning
subjects it contains.
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Ewaymy

Ta tehevtaio xpovia, mapatnpeitor por avalOTOP®oN TOL EVIIPEPOVTOS Yoo TNV Apyaio
EAAnvua teyvoroyia. To evdiagépov avtod, 1010itepa HETE TNV OVOKAALYN TOV UNYOVICHOD
TOV AVTIKUON POV, KOPLEAOVETOL KOl £XEL WG OMOTEAEGHO TNV £KOOGT EPEVVITIKADV EPYOCLOV
0€ EMOTNUOVIKA TEPLOJKA, TNV £kdoom PPAmVY, TNV KIVUATOYPAONOT VIOKILAVTIEP KOl TN
onuovpyio ekbécemv aAld Kol OAOKANp®V Oepotikdv povosiov pe Bépa v Apyoio
EMnvikn texvoloyia.

[MapdAAnia, n onuepv emoyn Oa HITOPOVCE Vo YOPOKTNPLOTEL GOV Lo ETOYN MUEYOANG
avamtoEng g texvoAoyiag. MEpog Tov GUVOAOL TMV TEYVOAOYIDV TOV OVOTTOGGOVTOL
amoteAobV Kat ot texvoroyieg g Ewovikng Ipaypatikdétnrog (EIT). Ot teyvoroyiec g EIT
elval por avadvopevn Hopen TeXVOAOYLOV Tov eeMocovTol £0® Kol OEKAETIES, OUMG TO
TEAEVTOIO YPOVIKO OldoTnua €xovV emavéADEL SLVOUIKA GTO TPOCKNVIO, AOY® NG gupeiag
duadoong e&glyévon VAKOU to omoio givol TaTdYPOVe KOl OIKOVOKA TPOGITO GTOV UEGO
yprotn. Ot teyvoroyieg g EIT amotelodv €0 Kot ¥pdvia, avomdoTUoTO KOUUATL TOV EIOTKOV
€QE OV YpMNOLUOTOOVVTAL OTd TN Propmyavic Tov KIVNUOTOYPAPOL Kol 00 TOVG ETOPIKOVS
KOAOGGOUG Tapaywyns Prvteomayvioidv (Pokidng & Tooraxidng, 2011). Emnpocbeta, n EIT
YPNOWOTOIEITOL Yo TNV aVATTLUEN TANOOPAG EKTALSEVTIKMOV EQOPUOYDY GE TOALOVG
EMOTNUOVIKOVG  TOUEIG  (EVOEIKTIKA  UNYOVIKY, @QUOIKEG — EMIOTNAUES,  HOOMUOTIKG,
otopio/apyatoroyio, dackaAia EEveov YAwoomv) (Aviovomoviog & DPokiong, 2021). H
Emitpanélio Ewkovikn [paypatikdtra (EITEIT) ypnowonotel coppatikd péca diemagng tov
YPNOM HE TOV EIKOVIKO KOGHO (006VN vmoloy1oTY|, TANKTPOAOY10, XEPLOTIPLN, TTOoVTiKl). Eva
and 1o Pacwkd yoapaxtnpiotikd g EIEIT eivar n evpela 61d000m g, AOY® TOL GYETIKA
HIKPOV O1KOVOUIKOD KOGTOVG ToL LAKOV g (Pwkiong & TooAaxiong, 2011). [Tapdin v
evpeia 01d000m TV te)voroyuwv ¢ EIIEIL dev evtomileta 1 xpnoiomoinot Toug 6Tov YOpo
™mg Apyaiog EAAnvikng texvoroyiag. 'Etotl, okomdg g mapodcas epyaciog eivar agpevog M
neprypar TG dnuovpyiog evog Aoyispukov EITEIL yuo ) ddackoiio ototyeimv g Apyaiog
EAAnvumg texvoroyiog kot apeTéPOL N Tapovsioot TS aSloAdynong Tov and opdda YpNoTdV.

Emoxkonnon g fipioypagiog

H Apyaio EMAnvikny texvoloyio givar évo eEpeTikd onNUAVTIKO TOMTIGHKO KEPAAALO, TO
omo10 dgv e&avTAeital LOvVo otov Bvikd ToL Do, OAAL Exel TaykOopieg dtootdoels. H Apyaia
EAAnvua teyvoroyia iowg Ntav mepiocdtepo kovtd amd o1l vopilovpe oe o Propnyovikn
EMOVACTOOT), YEVOUEVT OTO EAANVICTIKA ¥povia. H evacydinon pe avtn, pixver oog 6€ pia
Myotepo YV TTLYn Tov Apyaiov EAAnvio kot kat’ enéktacn Evpomaikod moAticpoo.

Muhavrag yio teyvoroyio, onjuepa, n EIT kon n EITEIT £xel ypnoyomomOei mowihotpdmmg yio
TN ONUIOLPYI EKTOOEVTIKMY AOYIGHUK®Y GE TOAAL YVOOTIKA OVTIKEIPEVO. LTOV TOUEN TNG
UNYOVIKNG Y10, TOPAOELYHO, OMNUIovpYNONKe AOYICUIKO TPOGOUOIMONG MAEKTPIKOV KOl
niektpovikdv KukAopdtov (Ogbuanya & Onele, 2018), ¢wtofoAitaikdv cvotnudtov
(Abichandani et al., 2019), avepoyevnpiov (Rafiee et al., 2017), dopukdv cvotnpdtwv (Dinis
et al., 2018), poumotwkng (Perez et al., 2019), ymeiaxng tonoypapiog (Dean et al., 2018),
cvotnpdtov Bropnyavikng oyedioong (Chu et al., 2017) kot nAEKTPOUNYOVIKOD TVEVUATIKOV
gpyaomnpiov (Garcia et al.,, 2019). T'a v eknaidevon oTIC QLOIKEG EMIOTHUES, EXEL
onpovpynOei ewovikd epyastiplo Proroyiog (Zafeiropoulos & Kalles, 2018), mpocopoicnon
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KPLOTAAAKNG oG otepe®dv cmudtmv (Caro et al., 2018) kot epyacstiplo NAEKTPIK®OV TESIMV
(Smith et al., 2017). EmmpocOeta £xovv ompuovpyndel Aoyiopikd yio v eKmaidevon eviog
TV Thaciov ¢ etkng ayoyng (Checa et al., 2019), ta omoia ypnoomolovvtal Yo TV
avamtuén onuavtikdv de&lottov. Axoun, | EIT éxet ypnowomonOel yia tnv eknaidevon ota
padnuotwka (Tatac, 2020), oty exmaidevon otic E€veg YAmooeg (Peixoto et al., 2019), otnv
npocopoimwon stactnuonroiov (Sedlacek et al., 2019), otnv eknaidevon mAoynoNg oynUaT®V
(Chin et al., 2018) ko oV exmaidocvon og emotnpeg vyeiag (McJunkin et al., 2018).

Téhog, ot teyvoroyieg g EIl kou EIIEIT ypnoipomolovvtol €vupémg GTNV LOVGELNKY|
eknaidevon). [dtaitepa ta TeEdevTaia £T1), TOAAG LovoEin XPNOLLOTO0VV TIG TEXVOAOYieg TG EII
elte evtOG TV LOVGEINKADV YDPWV, £ITE SLOOIKTLOKE (EVOEIKTIKA, TO povoeio NikoAd Téola:
https://nikolateslamuseum.org/en/virtual/longisland/start.php, to povoeio tov AovBpov
https://www.youtube.com/watch?v=Au_UpzhzHwk&t=74s, 1o &bvikd6 povceio @ELOIKNG
wotopiog tov [Mapioiov https://www.mnhn.fr/en/explore/virtual-reality/journey-into-the-heart-
of-evolution). Emumpochera, o&iCer va avoapepbei m dnpovpyia Aoyiopuov EIT yuo v
avamopdotacn epevpeong tov Nikorhd Téola (Vuckovié et al., 2017) kou apyaiog TdAng TV
Méywo (Naya & Ibafiez, 2015). Xtov topéa g Apyaiog EAAnvikng texvoroylag evromictnkay
povo dvo peréteg, ek TV omoimv kapia dev apopd e Aoyiopkd EITEIT. Ot Anastasovitis kot
Roumeliotis (2018) mapovsiacav éva guwovikd mepidrriov Apyaiog EAAnvikng teyvoloyiag,
10 0moio aAPOPOLGE TOV PUNYOVICUO TV AviikuOnpov kot ot Aviovoémovrog kot Ookiong
(2021) mapovoiacav éva Aoywopkd EIT to omoio agopovce téocepig Apyaieg EAAnvikég
epevpéoclc (aoAdcealpo Tov Hpwva, pAoyoforo tov Boliwtdv, puktmpieg Kot auTOUATO
dvorypo tv Bupdv evog vaov). Kot ta dvo avtd Aoyiopikd agopodoov GAin popen EIL
Emopévac, Oa eixe evdlopépov 1 dnpovpyia evog ekmodeutikov Aoyiopkov EITEIL, pe 6épa
v Apyaio EAAnvikn teyvoioyia kot akolobwe 1 aloldynon tov and opdda ypnotov.

M£0060¢

[Ma ™ onuovpyia Tov Aoyiopikov ypnoipomomdnke o poviédo twv Cyros et al., (2019). To
HovTéLO TpoPAEmEl TEGGEPA GTAOL, TNV TAVTOMOINGT, TNV oYediaon, TNV EKTEAECT KOl TN
doKiu.

Apyd, 6T0 6TAS10 TNG TOVTOTOINGNG TPOGIOPIGTIKAY TOL YOUPAKTIPICTIKA KoL 01 SUVOTOTNTES
nov Oa wpémetl var £yl TO AOYICUIKO, KAB®DG Kol TO TEPLEYOUEVO TOV. MeTd amd épgvva TNV
oxetikn PipAtoypagio kot o povoeio (evoeiktikd, povogio Apyoiog EAAnvikng teyvoroyiog
Koota Kotsavd), aropaciomke 1 dnpovpyia teccdpmv Apyaiov EAAnvikav epevpécewv,
™G alwpovpevns cpaipas tov ‘Hpwva, tov atpommiefoérov tov Apyynon, Tov vIPAVALKOD
AEYpagov Tov Atwveiol KOl TOL ALTOROTOL GTOvoeiov pe Keppatodéktn tov Hpova. Ot
EQEVPEGELC EMAEYINKAV £TG1 DGTE VO KOADTTOVV TOIKIALL YP1CEMV KO G EK TOVTOV, KAOE Lo
amd OVTEG OVIKEL GE OLOPOPETIKN KaTnyopio avoapopikd pe tn ypnon me. H awwpodpevn
oaipo Tov ‘Hpwvo avikel oTIg PNYOvES TOV OV TPOYUOTOTOIOVGOV KOO0 GUYKEKPIUEVO
TPOKTIKO £PY0, OALA TOV KATOUGKEVOGUEVES LE GKOTO TNV TEPYT KL TOV EVTVTIMOGIUCUO TOV
Oeatr. To atpotmAeforio ToL Ap)YUndn OVNAKEL OTIC TOAEUIKEG UNYOVES, O VOPOVAKOC
TNAEYPAPOG OTIG TNAETIKOIVAOVIOKEG UNYAVEG Kot TEAOG TO avTtdpato omovoegio tov ‘Hpwva
OVIKEL GTIG OVTOUATIOTIKEG UNYOVES.
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H perém avtov tov Apyaiov EAANVIKGOV TEQVOLPYNUATOV OTOKAALYE TNV UNYOVIKY TOVG
Aertovpyia, 1 omoio KaBOPIoE LEYAAO LEPOG TNG AVATTLENG TOV AOYIGLUKOD, LLOG £VOC OO TOVG
oTOYOVG TOL AOYIOUIKOD €lval 1) TPOGOUOI®MOYT NG AETOLPYIOG TOV EPELPECEMV KOt
emmpocheTa 1 dadpaon Tov ypnotn pe avtés. A&ilel va onueiwbel e awtd 10 onueio, OTL
oTdY0¢ NTOV SVVOTOTNTO Ol YPNOTES VO UTOPOLV VO "AEITOVPYNGOVV" TIG EPEVPECEIS GE
TPAyLaTIKO ¥povo. Avtd lval kot Eva amd To cuykpltikd mheovektnuota g Ell, o€ oxéon pe
GAdeg amhovotepeg TeXVoLOYieg (Yo Tapddetypo, TNV enidelén g Aettovpyiog pécm Pivteo).
YtV EIl, o ypfiotng pmopel Kot Kiveitar 6Tov 1KoviKO YDOpo Kot GAANAETIOPA LLE TO EIKOVIKE
avtikeipeva. Emmpdobeta, Adym TG EKTAOEVTIKNG GTOXEVOTG TOV AOYIGUIKOV, ATOPOGICTNKE
Vo TOPEYEL TANPOPOPNON TOPOUOLD LE QTN TOV TAPEXETAL GE KATOOV PLGIKO LOVGELNKO
Y®OPO, MNAadT 0 XPNOTNG VO UTOPEL VO EVEPYOTOMNGEL TANPOPOPLOKO KEILEVO Kol aprjynon).
AToQacioTNKE, TO TEPLEYOUEVO TOV TANPOPOPLOKDOV KEWEVOV KOl TNG AP YNONG VO 0pOPOVV
oTNV UNyovikn Agttovpyia g kbbe epevpecNC, GTNV YPNOIUOTNTA TNG, KOONDS £MioNS KOt 6TO
otopikd mAaiclo. Axopa, aStomombnkav mwpdcsOeteg GLYYPOVIGUEVES EKOVEG Ol OTOiEg
owvBiovv v apnynon kol amoPocloTikE 1 £k0eon TV UNXOVIKOV HEPOV TNG KAOE

EPEVPEOTC.

[Tpokeévov va orokAnpwbel 1o 6Tdd10 NG oyedlaong amokthOnke TEYVOYVOGIa Kot
aSlomomOnkay emayyeEALATIKA AOYICHIKA. ZVYKEKPUUEVO, YPNCLOTOMONKE TO AOYIGHKO
Tplodidotartng povielomoinong Blender (https://www.blender.org) kot n pmyovh Topaymyng
Brvteomaryvidunv Unity (https://unity.com). To otddio g oyedicong yopiletor og empuépoug
VTTO-GTASIO: TNV TPIGOIAGTATY LOVIEAOTTOINOT) KO TO TEPUGLA TOV VODV.

Eivor n mpadtn @opd mov emyeipeiton o1 GUYKEKPIUEVES TEGOEPLS apPYOieG EPEVPECELS Val
vAomomBovv ce éva mepairov EIl kot £161 Ta povtéda Tovg dEV LITAPYOLY ETOLO GE KATOL0
aroBetpio. [V avtdv T0V AdYO GYedtdoTnKay amd v apyr|, Le Paomn Tig apyaieg avapopes,
Bipria Apyaiog EAANVIKTG TEYVOAOYIOG KOL TIC PUOIKES OVOTAPACTAGELS TOVG 6€ povoeia. Ta
TPIGOLACTOTA HOVIEAD TMV EPELPEGEMY  ONUOLPYNONKAY OTOKAEIGTIKO LE YPNOT TOV
Aoywopikov Blender.

Metd v 0AoKANpOGN TNG LOVTEAOTOINGNC, To LOVTEAD El0dONKav otnv unyavn Unity 6mov
KOl TEPAGTNKAV 01 VOES. O1VQEC avaxTnOnkay omd dtodiktvokd amofetnpia. AdOnKe Waitepn
EUOOON OTN PEAAICTIKY] ATMEIKOVIOT] TOV LPOV, YU OVTOV TOV AOYO KOl TOPOUETPOTOL|ONKOLV
avaAOY®G TOL €100V TOVS, LE GTOYO TNV ENONTIKOTNTA. [0 TAPAOELY O, Ol LETAAMKES VOES
TopapeETpoTO|ONKay £T61 AGTE VoL YVoAMovV Kat dtopavoTomOnkoy vEES e GTOYO VoL YiveTal
TEPLGGOTEPO EMOTMTIKN M AglTovpyin, 6oL aTO Kpinke amapaitnro.

210 OTOO NG EKTEAEONC, TPUYUOTOTOWONKE TPOYPOUUOTICHOC T®V animation ToV
epevpécewv. Ta animation TV €PEVPEGEWV TPOGOUOIOVOLV T Agrtovpyion Tng kéde
ePEVPEONG. LTNV OLOWPOVUEVN GPaipa, OTAV O XPNOTNG TLPOOOTHCEL TV EPEVLPEST], AVAPEL
QOTIY, N omola HeYOA®MVEL oTAdOKE Kol PHeTd amd €va ypovikd onueio n ceaipa apyilel va
alopeitar, KaboOg e&épyetar atpog amd v e€dtuion g unyoving. Axolovbel n ypoppuky
EMATTOON NG POTIAG KO GTO CTOUATNO TNG UNXOVIG. XTO OTHLOTNAEPOAO TOV ApyUndn, O
¥PNoTNG "Kavovtag KAK", yupilel T oTpoeryya Kot 10 aTpnotTnAefOA0 ekTOEEDEL MBIV GPaipa.
210V VOPALALKO TNAEYPAPO TOL Atveia, 0 XPNOTNG ExEL TN SuvaTOTNTA VO AvOi&eL Kot va KAEioEL
™ Bava, otéAvovtog To embountd VLI Kol TOVTOYpOva EREavileTal UTPOGTE TOL Kol O
unyoviopog tov 0éktn. Téhog, 610 avtopato omovocio Tov ‘Hpwva, o ypriome pmopet va
EVEPYOTOMGEL TN PIYN TOL VOUIGUOTOS KOl VO TOPAKOAOLONCEL 08 TPAYUOTIKO YpOVO T
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Aertovpyion Tov punyavicpob pe avtifapo, o omoiog yepilel to motnpt pe oytopnod. A&ilel va
onpewdel 6t Asrtovpyio TOV EPELPEGEMY GLVOIELOVY TA AVTICTOLYA NYNTIKA EQE, TOL OO0
avaKTHONKov amd SadIKTLOKA amofeTnpLoL.

Metd TOV TTPOYPOUUOTICHO TeV animation, €odydnkov Kot TopopeTporomdnKay to
devtepehovta oToryeia Tov TEPPAAAOVTA XDPOL (EVOEIKTIKA, KTNPLa, dEVTpa, Tpamélial, apyoio
vopiopata, dovAot). Kdmota amd avtd avokt)Onkay and amobetnpio Kot AL oyeddoTnKOY
pe  Ponbeta tov Aoyoukov Blender. Emiong éywve sicoywyn kot mopapieTpomoinen tov
avatar, to omoio avokt)Onke and to amobetnpro Unity Store.

Téhog, oto terevtaio pEPog Tov oTOdiov NG  eKTEAEONG EUMAEKETOL T XpNoM
OVTIKEYLEVOGTPOPOVS TPOYPUUUOTIGUOV. Zvyypdenke mAnOdpa custom scripts, ta omoio
opifouv moALES Aettovpyieg TOV AOYIGUIKOV (EVOEIKTIKA, TNAELETOPOPA, EKTEAECT] KEWEVOL,
gvepyomoinon agnynong, 0éon Aertovpyiog epedpeonc, Asttovpyio VOpaLALKOD TNAEYPAPOV,
¢€odog amd v gpapuoyn). e ™ cvyypaen twv scripts ypnoyLorodOnke to mepiPaiiov
npoypoappatiopot Visual Studio Code (https://code.visualstudio.com).

Ev xotak)eidl, 6o 6Tdd10 TG SoKIUNS, £YIve £0VLYIOTIKOG EAeYYOG Yo bugs Kot pe fdomn tnv
avaTPOPOJOTNOT, TPOYUATOTOMONKAV aucONnTIKEG pikpoPedtidoelc. Mo dmoyn Tov TEAKOD
OTOTEAEGLOTOC, TNG ONUoLPYiNG TV apyoimv epevpécemv Tapovotdletar otnv Ewova 1.

Ewova 1: Tehkod anotéreospa g onpovpyiog tov Apyoiov EAAnvikov epevpéocwv. And
Tove aplotepd Tpog ta 0e€1d: amwAdspalpa tov Hpwva, atpotnAieforo tov Apyunon. Anod
KAT® aprotepd TPOog ta 018 LOPAVAKOS TNALYPAPOG TOL Alveid, OVTOUATO CTOVOELD LU
KePUOTOOEKTN TOL Hpwva.
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A&oroynon AoyIopIKoD

Metd 10 mépog g Onpovpyioag Tov AOyopKov, kpidnke omapaitnn 1 a&loAdynon tov
AOYIOUIKOV Otd Opdda YpNoTdV. KOTOS TG 0E0AOYNoNS TOL AOYIGHIKOD MTAV 1) TOpOYN
aVATPOPOJOTNONG OVOPOPIKA HE TNV GULVOAKY E€UREpio (experience) Tov TPOCPEPEL,
TPOKEEVOD VOl TPALYLATOTOMOOVV TUYOV OALAYEC, £TCL MOTE TO AOYIGHIKO Vo ypnoorotn el
o€ TEPAUTEP® £PEVVA. ADY® TNG EKTALOEVTIKNG VOGNS TOL AOYIGHIKOV, KpiOnke 0Tt B Tpémet
va dtepevvnOel 1 emidpaon Hog GEPAG TapayovVI®mVY, Ol 0ToioL, cOUP®VA e TN BifAoypapia,
aevog emOPohV 6TO PAVOUEVO TNG MAONONG Kol OQPETEPOL YPNCUOTOLOVVTIOL YO TNV
a&lohdynon Aoyiopukav EIL

H eumepio ypriong tov Aoyiopikod gaivetor va eivar g ToAOTAEDPT| £VVOLa, LG KOl GE QLT
eUmAEKOVTAL TOALOL TopdryovTes. LG EpeLVNTIKO £pyaAEio cLYKPOTHONKE EPOTNUOTOAOY1O, GTO
omoilo Ol EPMTAGELS TOL aviyvevay TNV EMOPACN TOV TAPAYOVIOV GTNV EUTEPiL ¥PNONS TOL
Aoyopkov. [To cuykekpéva, Yot depedivnon TV Tapaydvimv Tov oxeTilovTot Le TEXVIKE
Oéuata, ypnowomomdnKay 5 epmTACELS, Ol OTOlEG aViYvVEDOLV TOV TaPAYOoVTOo, oGO TIKY/
eupavion (aesthetics/appeal), 3 epoTHGEIC TOV OYOPOVV TOV TaPAyovTa EAEYYOG (control), 5
EPMTNOELS TOV APOPOVV TOV TOPAyovTo EvkoAia yprong (ease of use/ usability), 4 epowtoelg
OV aPOopovV Tov mopdyovio dtadpacn (interaction) Kot 4 €POTNGEL TOV APOPOVV TOV
napdyovta Kabodnynon/mapoyn avorpopoddtnong guidance/feedback (Abeele et al., 2019-
Agarwal & Karahanna, 2000- Bafos et al., 2000- Fang et al., 2013 Hassenzahl et al., 2003"
IJsselsteijn et al., 2013 Nijs et al., 2012* Parnell et al., 2009 Phan et al., 2016- Slater, 1999
Wiebe et al., 2014). T'a 1 depgvvnon mopaydviov mov oyetifovrol pe cvvoicOnuaroa,
YPNOLOTOONKAV 3 EPOTNAGELS TOL APOPOLY TNV ATOAALGT (app enjoyment) TOL AOYIGLKOD
Kot 4 epOTAGEIS TOV APopovV TV amdravon ¢ udbnong (learning enjoyment) (Fang et al.,
2013 Usselsteijn et al., 2013). EmnpdcOeta, yio ) depehivnon mopayovimv oyeTiOUEV®VY UE
™ podnooxn epmepia, ypnoLoTodnkay 6 EpOTAGELS TOL CPOPOVV VTOKELUEVIKO YVOGTIKO
KéPOOG/cuVAPES YvoTiKO @opTio (subjective knowledge gains/germane cognitive load), 4
EPMTNCELS TOL APOPOVV TaL KivTpa dbnong (motivation to learn), 4 pOTAGELS TOL APOPOLV
10 YVOoTIKO Qoptio (cognitive load), 4 epmTNOEG TOVL APOPOVV TO EVOLAPEPOV V1o TO BENL
(domain specific interest) kot 3 EpMTNCELG TOV APOPOVY TOL KIVITPA TNG XPT|ONG TOV AOYIGUIKOV
(motivation to use) (Chen et al., 2011- Chou & Liu, 2005 Fu et al., 2009- Gunawardena &
Zittle, 1997- Ibili & Billinghurst, 2019 Jennett et al., 2008- Keller, 2006° Parnell et al., 2009-
Vorderer et al., 2004 Wiebe, 2014). To gpotuatordyo neptlapupove oto chvoro tov 49
gpotoelg kMpakag Likert kot cuykpotnOnke pe m Pondeia tov gpyareiov Google Forms.

Ot ovppetéyovteg Nrav 41 eviiikeg nikiog 26 — 45, pue pkpn N xopig TpodTePT eUnelpio oe
hoywopka EIT TlpaypoatomomOnke mpo@opiky] evnuéP®ON TPV TV OLEVEPYELD EPELVOG,
avVOQOPIKA HE TN QUON NG Kol Tovg okomoVg TiG. EmmpodcHeta o1 cvppetéyovreg
EVNUEPOON KAV TPOPOPIKA YOl TN VT TOV AOYICUIKOD, TIG SLVOTOTNTES TOL KO TOV YEPIOUO
T0V. Metd 10 MEPOG TNG OMYOLENTNG EVNUEPMONG, Ol GLUUETEXOVTEG YPNOYLOTOINCAV TO
AOYIOUIKO GTOVG NAEKTPOVIKOVS LOAOYISTEG Yoo 40 Aemtd. Aoy eEavtAnbnke o xpovog
JOKIUNG TOV AOYIGHIKOD, Ol LAONTEG CUUTANPOGOV TO NAEKTPOVIKO EPOTNUOTOAIY1O.

104



Amoteréopato

Apykd, To epOTNUATOLOYI0 EAEYXONKE Le Tov deikTn cuvoyng cvvapelag Cronback’s alpha, o
omoiog Ppédnke va givar ikavoromtikdg (a = 0,81). EmimpocsOeta, vroroyictke o Méoog Opog
TV omavtioemV (tevtafddua kKiipaka Likert) kot Tomikr AnokAion, dnwc tapovoidlovrol
otov [livaxa 1.

MMivaxag 1: Méosog Opog kot Tk AmokAion

IHopdayovreg Méoog Opog Tomkn ATrokion
AweOnrtikn 4,33 0,44
I'vootikd optio 4,25 0,67
"EAeyyog 4,45 0,71
Evdwpépov yia 10 yvootikd 3,84 0,91
OVTIKEILEVO

Evypnotia 4,65 0,40
ATOALGN EQAPUOYIG 4,60 0,52
Amolavon pdbnong 4,44 0,60
AvoTpo@odoTnoN 4,62 0,39
AMnAenidopaon 4,35 0,61
Kivntpa pabnong 4,50 0,61
Kivntpa ypnong 4,60 0,53
I'vootikd O0peLOG 4,74 0,34
(avtoavagepouEVo)

Onwg npokdntel and tov Ilivaxa 1, ou ypnoteg giyav Betikn dmoyn yo v aicOnTikn Tov
royiopkov (M = 4,33, SD = 0,44). Empoceta, dtatvmwoay Oetikn dmoyn avopoptkd e to
YVOOTIKO QopTio ¢ epapuoyns (M = 4,25, SD = 0,67) kot tov éheyyo (M = 4,45, SD = 0,71).
To evolPépov TV ¥PNGTAOV Y10 TO YVOOTIKO OVTIKEILEVO TOV AoYioHIKOD alohoynOnke wg
ovdétepo (M = 3,84, SD = 0,91). TIoAd Betikn Gmoym STLROONKE AVAPOPIKA HE TNV
evypnotia (M = 4,65, SD = 0,40) ko v andiavon g epappoyns (M = 4,60, SD = 0,52). H
amolovon padnong a&loroyndnke wg Betikny (M = 4,44, SD = 0,60) kot 1} avatpo@ododTnon
OV TTOPELYE TO AOYIGHIKO ¢ oA OBetikny (M = 4,62, SD = 0,39). O ypfioteg eiyav Oetikn
amoymn ava@opikad pe v aAAnieniopacn tov Aoyispikod (M = 4,35, SD = 0,61) kot moAd
Oetikn dmoyn yia To kivntpa pabnong (M = 4,50, SD = 0,61), ta kivntpa xpriong (M = 4,60,
SD = 0,53) ka1 10 yvooTikd 0perog Tov Aoytoutkod (M = 4,74, SD = 0,34).

Téhog, voloylomnkav ot cvoyeticelg peta&h Tov mapaydviov pe to Pearson’s test. Xtov
[Tivaxa 2 wopovctalovtal ol 6TaTIoTiKd onpavtikés cuoyetioels (p<0,05).
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Iivakog 2: voyetioelg petabd mopaydviwv

Amélovon Améiavon Avatpogo Alinienid  Kivntpa Kivntpa I'vootiko

gpappoyns  pabnong d6tNo pacn  pdbnong  ypiong 0¢ghog
1
"EAgyyog Yvoyétion 0,436 0,311 0,320 0,511 0,455 0,513 0,349
p 0,04 0,048 0,041 0,001 0,003 0,001 0,025
Evoweépov yw To Zvoyétion 0,319 0,329 - - 0,416 0,329 -
YVOOTIKO p 0,042 0,036 - - 0,007 0,036 -
OVTIKEIPNEVO
Amélavon Jvoyétion - 0,048 0,410 - - - 0,542
EQUPROYNG p - 0,008 0,008 - - - 0,000
Amoravon paOnong  Zvoyétion - - - - 0,520 0,392 -
p - - - - 0,000 0,011 -
AvaTpo@oooTnon Jvoyétion - - - 0,471 0,362 0,489 0,554
p - - - 0,002 0,020 0,001 0,000
AlAeniopaon Jvoyétion - - - - 0,495 0,653 0,328
p - - - - 0,001 0,000 0,036
Kivntpa padnong 2voyétion - - - - - 0,681 -
p - - - - - 0,000 -
Kivntpa 2voyétion - - - - - - 0,439
xPNoNS p - - - - - - 0,004
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Onwg mpoxvntel and tov [ivaka 2, aviyvedOVTal CTATICTIKA CUOVTIKES OETIKEG GVOYETIGELG
HETOED TOV TOPAKATO TAPAYOVIWOV:

e 'Eleyyoc- amdlovon epappoyns: Meydin cvoyétion: r (39)= 0,436, p = 0,04

e 'Eleyyoc- amdrovon pabnong: Meoaia cvoyétion: r (39)= 0,311, p = 0,048

e 'Eleyyoc- avatpopoddton: Meoaia cvoyétion: r (39)= 0,320, p = 0,041

e 'Eleyyoc- oAinienidopaor: Meydin cvoyétion: r (39)= 0,511, p = 0,001

e 'Eleyyoc- kivntpo pabnong: Meydin cvoyétion: r (39)= 0,455, p = 0,003

e 'Eleyyoc- kivntpa yprione: Meydin cvoyétion: r (39)= 0,513, p = 0,001

e 'Eleyyoc- yvootikd 6@eroc: Meoaia cvoyétion: r (39)= 0,349, p = 0,025

e  Evoopépov Yo T0 YVOOTIKO OVTIKEINEVO - amOAOLOY EQapLoYNS: Meoaio cuoyétion: I
(39)=0,319, p = 0,042

e  Evi100&pov y10. 70 YVOOTIKO OVTIKEILEVO - amdlovon udbnone: Meoaia cuoyétion: r (39)=
0,329, p = 0,036

e  Ev3apépov Y10 T0 YVOOTIKO avVTIKEIIEVO - KivnTpa padnong: Meydin cvoyétion: r (39)=
0,416, p = 0,007

e  Evia@épov yio 10 YVOOTIKO aVTIKEIIEVO — KiviTpa xpriong: Mecaia cvoyétion: 1 (39)=
0,329, p = 0,036

e Amdlovon epapproyns- amorlovon pabnong: Meydin cvoyétion: r (39)= 0,605, p< 0,001

e Amdlowon EQAPUOYNS - avaTpo@odotnot: Meydin cvoyétion: r (39)= 0,410, p = 0,008

o AmOLOWGN EQUPUOYNS - YVOOTIKO 0peA0c: MeydAn cvoyétion: r (39)= 0,542, p <0,001

e Amdlovon pabnong- kivitpo pabnong: MeydAn ocvoyétion: r (39)= 0,520, p <0,001

e Amdhovon pabnong- kivnTpa xpnone: Meoaia cvoyétion: r (39)= 0,392, p = 0,011

e Avotpo@oddtnon- oAlnienidpoon: Meydin cvoyétion: r (39)= 0,471, p = 0,002

e Avatpo@oddton- kivnrpa pabnong: Meoaia cvoyétion: r (39)= 0,362, p = 0,020

e Avotpo@oddtnon- kivntpa ypnone: Meydin cvoyétion: r (39)= 0,489, p = 0,001

e Avatpo@oddton- yvootikd 6@eroc: Meydin cvoyétion: r (39)= 0,554, p < 0,001

e  AMmAenidpaon- kivitpa puédnone: Meydin cvoyétion: r (39)= 0,495, p = 0,001

o AMnernidpaon- kivntpa ypriong: Meydin cvoyétion: r (39)= 0,681, p < 0,001

e Kivntpa xpnone- yvootikd 6pehog: Meydin cvoyétion: r (39)= 0,439, p = 0,004

A&iler va onueiwdet 611 n a&loldynon Tov AOYIGUIKOV, EKTOG ad TO EPOTNUATOAIY10, EAPE
XOPO Kot LEG® TPOPOPIKOD SAGYOL Kol GYOAI®mV HETAED TV EPELVITMOV KL TV XPNOTOV,
KT TN SLPKELD TS PNONS TOL Aoyickov. Kapmdg tov oyoiiaspod frav 1 dnpovpyia pog
£Kd00MG TOV AOYIGUIKOV, 1 ool glye Ay0TEPO €VAIGONTO Mouse, LT amd TPOTPOTT) KATOLDV
ypnotav. Ovtwg, n evasOncia xepiopod Tov mouse YTV TOAD VYNAN, AOY® NG EUTEPiog
TOV EPELINTAOV GE NAEKTPOVIKE Toy VIO TPADTOL TPOSHOTOV. ALTH OU®G 1| LEYAAT gvaicOncio
Kot aKpifelo oTIC KIWVAGEIS TOV YPNOTY, apYlKd SVOKOAEYE Lo pepida ypnotdv, ot omoiot
avEPEPAY TO YEYOVOG GTOVG EPELVNTEG, LE OMTOTELEGUO TNV GUECT] ETAVEKOOGT] TOV AOYIGUIKOV
ue véeg pubuicelg evactnociog. Emmpocheta, ta mpo@opikd oydAl TV YpPNOTOV GLYKATVOLV
HE TO ELPNUOTA TOV EPMTNUOTOAOYIOV, E TOVG YPNOTEG VA ONAMVOLY IKOVOTOMUEVOL KOt
TOAAEG POPEC LAAGTA EVIVTMGIAGUEVOL [LE TO AOYIGHIKO.
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Yvinton

Ta amotedéopato TG afloAdynong katodeikvoovv TN dnuovpyic evdg  a&ldAoyoL
exmandevTikov Aoyiopikov EITEIL To Aoyiopkd avtd a&toloyndnke Oetikd and toug ypnoteg
OlOTL APEVOG OE TEYVIKO EMIMEDO NTAV IKAVOTOMTIKO, LE PEOAGTIKA YPOUPIKH KOl APETEPOL,
SOTLNTOV TTOAD AAANAETIOPACTIKO Kot TEPIAGUPOVE TOAVIIACTOTN KOl GTOYEVUEVT) EVIUEPMOT)
oV ypnotn. Emmpdcbeta, n Oetikr a&loddynon mbavov va o@eileTol Kot oTNV TP®TOTLTI
0V, KaOdg amotedel v TpOTN Tpoomdbela onpovpyiog Aoyiopukov EIEIT pe 0éua v
Apyaio EAAnvik) teyvoloyio Kot HAMGTO Ol TEGGEPLS EPEVPEGEIS TOV TAPOVSIALOVTAL, dEV
&xovv Eavampooopolwbel moté, oe kavéva €idog EIl. EmmpdchHeta, Loy Kowvotopiog g
a&loAoynong, avtn 0ev pumopei va cuykpiel pe mapopoteg tpoonddeies. Extdc amd to ev Aoy
hoywopko EINEIL otov ydpo tov teyvoroyidv g EIl égovv evtomiotel povo dAio dvo
Aoyiopkd, ta omoion agopovv tnv IIEEIL Ilpdkertoar yioo 10 mopOUOl0 AOYIGHIKO T®V
Avtovomoviov kot Pokion (2021), 1o omoio a@opld ce TECOEPIS OOPOPETIKEG Apyoieg
EMAnvicég epevpéoetg, yioo v mAateoppo Oculus Quest kot ywo tv mpoomdabeio tv
Anastasovitis kot Roumeliotis (2018), 1 omoia apopd Tov unyoavicpd towv Avikodnpov kot
ypnowonotel v mhateoppo Oculus Rift. Kot ta dvo avtd Aoyiopkd, peypt otrypunc, oev
&xovv ektebel og a&loddynomn xpnoTov.

Qo10G0, TOL EVPNUATE OVTNG TNG TPOKATAPKTIKNG EPELVOS GUYKAIVOLV LE EVPTILOTO EPEVVAV
OV OPOPOVV GTO €VPVTEPO TEdI0 TG ¥pNong texvoroyiwv EIL yio ) dnpovpyio serious
games yio TNV eknaidevon otov moMTicpd. H épevva twv Andreoli et al. (2016), mov apopd o€
serious game Yy TOV TOMTIOUO, OTOKOAVTITEL EVEPYETIKN] YVOOTIKY €mMidpaoct, Oetikn
a&loAOYNo” TV YPNOTOV GTOV EAEYYO, OTNV a1oONTIKN) Kot ota KiviTpo EUTAOKNG HE TNV
epappoyn. EmmpocOeta n épevva mov S1enydn avagopikd pe tn ¥pnorn Tov AOYICUIKOV
thIATRO twv Froschauer et al. (2012) amokaAvmtel dnpovpyio KIVATPOV GTOLG LobNTES, TOV
aQOPOvV GTNV EVACYOANGN TOVS LE TNV oToPia TNG TEYVNG. ZTO 1010 HKOG KOUOTOG KIVEiTaL
Kot M €pguva Tov Mortara et al. (2013), mov apopd ™ ypnom tov Aoyiopikov Icura, gvog
Aoyopkov Yoo v ekmaidoevon otov lamwvikd moMtiopd. H épevva amnokaAdmtel ot t0
Aoyopkd aglohoyndnke Oetikd amd Tovg ypNoTEG -UeTaED AAL®V- GTOV TOUEN TG EVYPNOTING
Kot TG dnpovpyiag KvATpov. AKOUn (o épevva 1 omoio KIveitol 6Tov eupOTEPO YDPO TOV
teyvoroyiov g EIL givar avty tov Christofi et al. (2018). H €épguva apopd ™ ypnom evodg
Aoywopkov EIT yio v mpocopoimon tov apyotoroyikod ydpov tng Xolpokoltiag otnv
Konpo. AnokaAvnteton 6Tt 10 Aoyiopiko EIT elye evepyetikn yvootikn enidpaon.

TéNog 6TO PEYOADTEPO UEPOC TMOV TOPOYOVIMV TOV OMOKUAVTTETOL GTOTIGTIKG GTUOVTIKN
Oetikn ovoyétion, ovtn sivor Aoyikd avopevopevn (EVOEIKTIKA AmOAALGT EQPUPUOYNG —
amdAavon paOnong) kot ovoadEIKVOOVTOL TEPUITAOGES CLOYETIcEWV, Ol omoieg ypnlovv
TEPUTEP® UEAETNC.

YopmEPAGNOTO,

YKOmOG TG epyaciag fTav 1 ONovpyio Kot 1) TPOKATUPKTIKY 0E0AOYNON EVOG EKTOLOEVTIKOD
Aoywopkov EITEIT yuo v Apyoaio EAAnvikn teyvoAloyia, €161 ®GTE va givat £TOHO Yo SOKIUN
oe wavo delypa. Kapmog g npootabeidv avamtuéng ntav n dnpovpyio evOg TOKIAOTPOT®G
OAANAETIOPACTIKOV ekmandevTikoV Aoyispkov EITEIL yio tnv Apyaio EAAnvikn texvoloyia,
10 omoio TEPIAAUPAVEL -Yia TPOTY POpPd- TIG aKOAovOeg epevpéoelc: Tnv atoAdcpalpa Tov
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‘Hpova, to atpomAeforo tov Apyiundn, Tov vOPovAlkd THAEYpago Tov Atveio Kol TO
OLTOUATO OTOVOELD HE KEPUATOOEKTN TOV ‘Hpwva.

To Loyiopikd a&rorloynnke and opdda ypnotav (N=41) kot Bpédnke tkavomomtikd amd dheg
T1G amoyelg pe o Méoso Opo va kopaivetar and 3,84 wc 4,7. Eniong amokaldeOnKke younmAn
Tomik Andxkhion, pe v TAEloYNeio TOV aravInoemy Kovid otov Méso Opo.

Emnpocbeta, pe tov éheyyo Pearson, amoxoaAdeOnkav 23 oTaTioTIKA onUOVTIKES OETUKEC
OLOYETIGEIS TOPAYOVTWV TOL 0POPOoVV TN ypnomn tov Aoyisuikov EITEIL Opiopévec amnd Tig
OLOYETIGEIS TOV TAPOYOVIMOV TAPOVSIALOVY 1010UTEPO EVOLOPEPOV Kal Ba TPETEL VaL pleAeTn B0V
o€ Babog.

To péyebog tov delypatog TV ¥pNoT®V Tov EAafov HEPOS OTNV AELOAOYNGT TOV AOYIGUIKOV
dev etvan Ikavd €161 MGTE va givot dSuvarth 1 YEVIKEVOT) GUUTEPACUATOV. TNV TOPOVGH PACT
oTOY0G NG aE0AOYNONG NTOV 0 EAEYYOG TOV TTapayBEVTOG AOYIGHIKOD, £TGL OGTE OVTO, GE
emopevn eaon va a&toloyndet amd peyarhtepo deiypa xpnoTmv.
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