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Mpog éva povtéAo Trpoodiopioou TG NMARpwg EpBUBIouévng
Ynoilakig Mabnoiaking Eptreipiag

[Invehdénn Atowkndon, Eppovoonid ®wikiong

Iepiinyn

H mapobvoa epyacia, apevog, enyepet vo opicetl Tt eivar n [TMpwg Eppobiopuévn Yneloxn
MoOnowaxn Epnepio (ITIEWYME) kat, apetépov, ETOIMKEL VO, TPOGIOPIicEL £va. LOVTELO TTOV
vo TV meptypapel. And v e&étaon tov mopapétpov mov opiovv to kabéva ond Ta
ovotatik@ ototyeia g [IEWYME npoékuye 6t avt pmopel va Oewpnbel wg n mvevpatikn
KOTAGTOOT TOL TPOKLITEL E0TiOg TG OAANAETIOPOGNC AL TOV OV HOOAIVEL e OTO10GONTOTE
HOPPNG YVAOOTIKO DAKO OV TPocPEPETAL 0mtd PEoa (LAIKE 1 dvda) Tov avikovy otnyv [TANpmg
Eppodiopévn Ewovikn Ipaypoatucotnro. Ilpénet va toviotel 6t otnv IIEWYME n eotioon
petotomiletol oty padnolokn eumepio mov, mépa and TNV andKITNON YVOGE®V 1| TElpag M
de&loTTOV 1 0TAcE®V, TEPIAAUPAVEL TO GTOLYXEID TG EUMEPTIOG KOL TOV CLVAICONUATOV TOV
viwOetr kamolog kabag pabaiver. Aappdvovrag avtd voymn, emyelpndnke va tpocdtopiotel
oot mopdyovteg ovuPdriovv kabopiotikd oty I[NEWYME. Ta tov oxomd oavtov,
avalnmonkav epyoieion mov ypnopLomomMONKAY GE TPONYOVUEVES EPEVVEG GYETIKO LE TO
ovykekpipévo Bépa. Metd and v enelepyacio Tovg, mpoékvyav 14 gupitepol Tapdyovtes
mov evthydnkav oe Tpelg kotnyopies: oe avTovg mov oyetilovran pe (o) ta cvvaicOuara, ()
™ padnotokn epmepio Kot (y) texvikd 0épota. Qg amotélecpa, dapopeminke Eva LovtEAO
napoayoéviov mov meptypdost v [IEYME kot mov pmopel va ypnowomomBei yu tnv
KOTOGKELT] EPELVNTIKMV £PYOAEI®V Yo TNV €EETACT TNG.

Abstract

The study introduces the concept of Fully Immersive Digital Learning Experience (FIDLE). It
also proposes a model for studying it. In short, FIDLE is the mental state resulting from the
learners’ interaction with any form of cognitive material offered through means belonging to
Fully Immersed Virtual Reality. It should be noted that in FIDLE the focus is on the learning
experience which, in addition to the acquisition of knowledge, experience, skills or attitudes,
also embraces the experiences and emotions one feels during the learning process. Having the
above in mind, an attempt was made to determine the factors that shape FIDLE. To this end, a
review of the tools that were used on relevant studies was conducted. A total of 14 factors
emerged, belonging to three categories related to: (i) emotions, (ii) learning experience, and
(iii) technical factors. As a result, a model included these factors was formulated that can be
used for examining FIDLE.

Ewayoyn

ZOUQOVA LLE TIC TOPAOOGIOKES TPOGEYYIOELS Y10, TN LABN G, 1) SLOdIKAGT0 ATOKTNONG YVAGEWY,
aALG Ko 1 PabvTepn KATOVON G TOVS A TOVG HabNTES, elvar pio povodpoun dradtkacios M
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puébnon eivor 10 amotéAECUO TNG UETOPOPAS YVOGEMY OO TOV EKTOOEVTIKO GTOV Hobn
(Michel et al., 2009). Axopa kot og cOYYpoves Bempieg pdOnong vapyovy KatdAlowma TETOIWwV
aviiaqyewv. o mapdoetypa, oto épyo tov Vygotsky (1980) eivar didyvtn 1 avtiAnym 0t
uébnon elvar amotélecuo ™G oAANAEmiOpaong HETOED avtod mov yvopilet katt (o
EKTOOEVTIKOG) Kot ovTov OB pabel kdtt (0 poOnc/exmodevdUevoc), Le TOV TPOTO VvV
LETOQEPEL YVMDOELG GTOV OEVTEPO HECH TNG KOWVWOVIKNG aAANAenidpaonc. Tétoleg avtidnyerg,
oV Kupldpynoav yio xpovio, Katd Kamolo tpdmo, daympioov Tn Opdon amd TN okéym,
dtvovtog v mpwtokabedpior otn devTepn Kot ayvodvtog (o€ peydro Pabud) tov poro mov
umopet va €yet n pwtn (Tomlinson & Kilner, 1992).

Av16 elye wg amotéhespa vo dnpovpyndet Eva yaopa petald tov tog pabaivouv o ATopu o€
éva oYoAKO TEPIPAALOV (LEGM TNG S1O0CKAAING TOV OTOGKOTEL GTI) LETOPOPH YVOGEMV, dpal
Kuplmg péow G okéyng) Kot 6to oG pabaivouv oy kabnuepvétntd toug (LECH TV
TpA&emv Kol TG eumelpioc, dpo kupimg pécm tng Opdong). Avtég ol andyelg Nrav Padid
pllopéves otig nebddovg dwwackarag kot omavia aiialav 1 avabewpodvav (Gibbs et al.,
1995). BéBaua, tétotov €id0vg avTAyels £xovv, o Leydio Babud, avikatactadel amd GAAES,
KaBdG etvar kaBoAkn TAEOV 1) avayvdpLon TV BETIKOV ETOPAGEDY TOV GLVIVAGLOL CKEYNG-
dpdong oty anodktnon yvocewv (Wagner et al., 2003). Topa mo givotl 6yedov o00tovonTo mwg
€V YVOOTIKO avTIKEILeVO (aKkoOpo Kot OTav agopd aenpnuéves évvoleg) pmopetl va yivet
EVKOAOTEPO KATAVONTO HECH OO TNV TPOKTIKY €£AoKNON/eQapproyn, dNAad TV ovéAoyn
eumepioa kot dpdon (Kolb, 1984). 'Etcr, vmdpyer amaykictpworn amd v Aamoym OTL
TPOTOPYIKOG OKOTOC TNG EKTOUOEVOTG EIvaL VO TOPEYEL ATOKAEIGTIKA Kol LOVO YVAGELS GTOVG
exkmadevopevovg (Voran et al., 2016). 'Evag and tovg Adyovg mov 0dnyncov o€ avthy
petaotpon eival ot teyvoloyikég eedlers. Xapn o€ avtég, 1 pabnon cuviedeitol movtov Kot
névta Kot Oyt kat' avdykn oto mAaiolo piog tééng (Mantino, 2013), 0dnydvTog 6T AyOuevT
"movtayov tapovoa’” pddnon (Pimmer et al., 2016), wov, otnv ovcia, koatapyel ta "oteyavd'
petaEy oyolkng aibovoag kot kabnuepvng (ong. Zvvémeln TV mopamave eivol 0Tl
YPNOUOTOIEITOL OAOEVH KOt TTLO0 LY VA 0 0pog "pabnoiaxn epnepia’ (learning experience) 6t
0¢om tov Hpov "uddnon” (amin pabnoioxn dpactnpromra) (Mutlu, 2015).

H teyvoroyia éxel emnpedost onuavtikd T1g ponclokég sumelpieg Tmv ¥pnotav, kabmg Exet
TOALOTTAOGIAGEL KOl OLPOPOTOMGEL TOVG TPOMOVG TOL pmopoVvV va. pdbovv Kot va
aAniemdpdoovy pe o podnotokd vawod (Bulu, 2012). Ovimg, ot podntég éxovv ot didbeon
TOUG TOAVUEGCIKEG EPOPUOYES, YNOLOKE EKTOWOEVLTIKA oy VIO, PEOAMOTIKES EIKOVIKES
gUmEPiEC, UTOPOVV VO AVTOAAAEOLY NAEKTPOVIKA UNVOLOTE, VO, GUVOLIANIcOVY pe PBivteo pe
TOVG EKTMOOELTIKOVG 1 TOLG cvpupadntég tovg (Faiola et al.,, 2013). Ola avtd cuvictodv
padnolokég eumelpieg vwoomPLOUEVES amd TV TEXVOAOYiO Kot Onpiovpyovvtal xbpn otnv
TEYVOAOYIOL KO POVO. ZVVERMGC, €lval AOYIKO Vo YIVETOL avapopd GE YNOLOKES LoONoLoKEG
eumepies.

Meto&d TV TEXVOAOYIDV TTOV TOPOLGLALOVY EKTAOEVTIKO EVOOPEPOV, GLUYKOTOAEYETOL 1)
Ewovicry [paypatikdémmra (EIT). Zmmv ovcio, ot epoppoyés g eivor TpiodiioToteg
TPOGOUOIDCELS TPAYLOTIKMY 1 POVTACTIKAOV TEPPUAAGVTOV OV "Egyelodv" TiIg avOpdmiveg
aicOnoeig, pe amotéhesio to dropo va epPubiCetar oto sikovikd tepiPaiiov Kot va Bewpet 6Tt
etvar "mapadv"” ekel (Hew & Cheung, 2010). Mdhota, n aicOnon g eupvbiong kot g
napovsiog ivatl akdpa 1oyvpodtepn dtav ypnoiponoteiton éva gidog EIT yvootd og pe tov 6po
"TImMpog Eppubiopévn Ewovikny Ipaypatikéomnta (IIEEIT)". H ITEEII, katd xopro Adyo,
vhomoteiton pe ) yxpnon head mounted displays (HMDs). Q¢ ek tovtov, pmopel va
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vrootnpyBel 611 n TIEEIT tpooceéper pia wdwaitepn poper ymelokng Lobnotoakng eumepiog,
mov Ba umopovoe va ovopaotel [Ianpwg Eppvbicpuévn Ynowkr Mobnowokn Eupmepio
(ITE¥ME). Qo16060, dev elvarl KaBopiopévo pe Gopnvela oVTE TO T Evol ynelokn pobnotoxn
eumepia ovte 1o TL elval [IEYME. 'Etot, 6xomdg ™ mapovcag epyaciog eivol vo amocaenvicel
avtovg ToVg 0povg. Emmpocheta, emyeipeitarl o oymuatiopds evog poviéAov mov opilet molot
napayovteg stopopemvovy v [IEWYME.

Ewovikn lIpaypoatikétnto

H EII Bswpeitar 611 pmopet va tpocepépetl ToAhd ot pabnoiokn epmepio. Or Mikropoulos kot
Natsis (2011), eotidlovtog otic ekmadevtikés ypnoetg g EIL v opilovv o¢ mepipdiiovia
nov Bacilovial 68 GLYKEKPIUEVO TOSUYWYIKE LOVIELD TTOL EVGOUATMOVOLV 7 0pilovv éva 1
nePLocOTEPO BEUOTA KO TAPEXOVY GTOV YPNOTY EUTEIPIES TOV d1aPOPETIKA deV Oa pmopovoav
VoL €YOVV GTOV TPOYUATIKO KOGHO, 0dNYADOVTOG GE GUYKEKPIUEVO LOONGLOKG OTOTEAEGLLOTAL.
Xpnowonoleiton gupémwg 6€ YVOOTIKOUS Topels Omwg to Mobnuatikd, ™ dvowkr, v
ApPYITEKTOVIKT] Kal, YEVIKA, GE OLTOVG TOV OPOPOVV TN UEAETN TOV QLGIKMOV (QOIVOUEVMV
(Freina & Ott, 2015). H EIT @aivetar mmg divel kaAd pobncilokd amoteléopato HeTd amd tnv
epappoyn g oe padntéc omupotwov (Fokides, 2020- Fokides & Atsikpasi, 2017), ya
TAPAdELY IO, GE YVOOTIKA avTikeipeva onwg 1 Aotpovouia (Mastrokoukou & Fokides, 2015),
n HepParroviikny Exnaidevon (Fokides & Chachlaki, 2020), o ®voikég Emortfueg (Fokides
& Papoutsi, 2019), oAAd kot 6cov agopd druma podncwokd mepipdirovto (Fokides &
Atsikpasi, 2018).

Mia oepd anod yopoknpiotikd g EIT v kabiotodv éva evotapépov eKtadevTtikod epyaieio.
[Ma mapdaderypa, n TpLeO1ACTATN OVOTOUPACTACT) TOV AVIIKEWEVOV Kol TOL TEPBEALOVTOG,
dtevKoAHVEL TN pHABNoN e TNV TTapoyn TAOVGL®V KOl PEOAMOTIKMOV EUTEPLOV GTOVG YPTOTES
(Harrington, 2012). Ta oy vidtkd xopoaknpiotikd 00nyovV o€ avénuéva emined o S1uoKEIUONG
KOl 0TOAOVOTG, TTOV, LE TN GEPA TOVS, aVEAVOLV Ta KivnTpa Yo pabnon (McLellan, 2004) ko
v andknon yvocewv (Faiola et al., 2013). Tpia Bacikd yapaktnprotikd g EIT, 1 eppodion,
1N TapovGia Kot 1 AAANAETIOpaGT, paiveTol va eivor vrevhuva Yio T IKovoTomTiKd padnciokd
OTOTEAECLLOTOL:

H gppvOion givor n icavotnta tov cvotiuartog EIT va divel otoug yproteg epedicpota (omtikd,
NYNTIKE Ko omTikd) Ko v aicOnon 6t Bpiokovtor kdmov aArod (Muscott & Gifford, 1994)-
umopet vo BeAtudcetl ) pdonon kobmg mapéyel mOANATAES ONTIKEG, TAOGLOVEL BEpaTKd
(contextualise) éva meptBaiiov kot vrootnpilet T dvvatodTnTa petapopdg (transferability) Tng
yvoong mov £xet anoktnOel (Dede, 2009).

H moapovcia oe pio dwopecorapnuévn eumepio EIT kdver toug ypnoteg va €xovv v
yevdaicnon o6t "vmapyovv” oto ekovikd mepiPdriov (Bulu, 2012) ko 6t fudvovv to
yeyovota cav va eival aAnOwva (Slater & Sanchez-Vives, 2014). MdaMota, 6060 mio Evtovn givail
N aicBnon g Tapovsiog, 1060 mo koAl padnolokd aroteléouata tapatnpovvtal oe (Rupp
et al., 2019). EmmAéov, ot Greenwald et al. (2017) katéAn&av 610 6TL 1] KOW®VIKY TAPOLGia,
ONAadN 1O Vo GLUV-VTTAPYEL KOt Vo Lotpaletat kKdmolog Tov 1010 ydpo e dAla dropa, propet va
OPEANGEL TNV EKTTAIOEVOT KOL TNV KATAPTIGN TOL.

H oaAnienidpoon aeopd v emkowvovia kot tn obvoeon HeTaEd TOL YPNOTN Kol TOL
ovotnuatog (Burdea & Coiffet, 2003). ['a mapddetrypo, Eva amd o ToAAE €i0m ™¢ ivon n
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evepyn oAAniemidopaon (active interaction) mov TPOKOAEITOL OO TOVG YPNOTEG TPOG TO
OUOTNUO UE EOIKA YEPIOTAPIO TOVG EMTPEMOLY VO EMAEEOLY KATOLO OVTIKEILEVO 1 v
EVEPYOTOMGOLY Koo oAANAovyia Yeyovotv. ETot avEdvetal 1o YVOGTIKO EVOL0PEPOV TOVG,
aAAG ko M aioBnon g Tapovaciag mov vidBovv (Ferguson et al., 2020).

I pog Eppodiopévny Ewovii Hpoypotikotnta

H ITEEII eivan por teyvoAoyio Tov @aivetot va £yl LEYEIAO SLUVOULIKO KOl TPOGPEPEL EUTEIPIES
OV SLPEPOVY CNUAVTIKE A0 OVTEG TV EPAPUOYDY TOV TPORaidovtal oty 006vn evog H/Y.
O ekovikdg kdopog TpoPdileTar otov xprot pe to HMDs mov pmopodv va xwpiotodv 6g 000
peydieg katnyopieg: o€ ekeiva mov Tpoceépovv €51 Babpovg ehevbepiog (6DoF) (3 Babuoi yia
TEPIOTPOPIKN Kivnon otovg 3 d&oveg ko 3 fabpol yio petatomiotikn kivinon otouvg 3 dEoveg)
Kol eketva mov mpoco@épovv 3DoF (novo mepiotpoiky] Kivnom), pe amotéAecuo TV
neploplopévn elevbepia Kivicemv. AKOUN, VITAPYOVY GLOKEVEG/XEPICTHPLL TOV divouy TN
dVVATOTNTO XEPIGHOV TOV EIKOVIKMV OVTIKEILEVAOV UE VOV TPOTO TOV TANGALEL LTOV TOL
euotkov kocpov (Nilsson et al., 2016). Ta tpio Bacikd YoPAKINPIOTIKE TOV TAPOVCIACTNKAY
vy v EIT ko pdvnie 6t ennpealovv o padnciokd amoTeAEGLOATO, TPOPAVAOS VITAPYOVY Kol
omv IIEEIL &yovtag peyodvtepn £viaon Kol 0OCKOVTOS LEYOADTEPT) EMPPOT| GTOVG YPY|OTES.
O Adyog Bpicketor 6T UOT TOL HEGOL OV Ypnoiponoteitat, kabadc, n IIEEIT mpokdntet, katd
Baon, ard 1 gprion twv 6DoF HMDs.

e yevikég YpOUUES, ol peréteg €xovv eEetdoet To Katd moco 1 TIEEIT pmopel vo empépet
Betikd podnolokd amoteAécpato o TOWIAM YVOOTIKA avTikeipeva Kol oe OAeG T1G Paduideg
™G ekmaidevong, aAld Kot to €dv pmopel va aglomombel yio v avantuén egedikevuévaov
deClotav, yuo mopdoetypa, ot poumotikn yewovpykr (Bric et al, 2015). Onog
avaeépinke, pe ta 6DoF HMDs ot yprioteg eitvar ehevBepot amd eEmTeEPIKOVG TEPIOTAGILOVG
kot epPpobiCovron TANpwc oto eikovikd mepifailov (Falah et al., 2014). H gppobion pali pe ta
TAOVG10. OTTTIKOOKOVOTIKA peBiopata, TPOGPEPEL TEMKA LOVOIIKEG EUTELPIEC GTOVS YPNOTEG,
oL vepEyovv amd aila €idn EIl ko, puowkd, and ) cvuPartikn dwackario (Freina & Ott,
2015). Zmv IIEEIl mpokaAeiton xor m aicOnon g mapovciag (Rupp et al.,, 2019) pe
OMOTEAECUO. VO VILAPYEL TEPIGGOTEPT] EVYAPIGTNON KOl TO KOAT OVOKANGT TANPOPOPIOV
(Bertrand et al., 2017). EmmAéov, ot yprioteg mov viwBovv o611 Ppiokovion péca oe évav
ELKOVIKO YDPO TOL 0POPE ArOKTNON OEEIOTHTOV, VILAPYEL TOAVOTNTO VO LETAPEPOVV AVTH TOV
éuabav kot otov mpaypatikd koocpo (Ropelato et al., 2018). I1épa amd t0 yeyovog Ot TaL
neplocoTePO €10 oAANAEmidpaocng mov emnpedlovv ™ pabnon omv EIL enmpedlovv
péonon xor oty IEEIL, éva €idog arAniemidpacng mov €xel 10104TEPO OVTIKTVTO GTA
polnotlokd amoteAéopato otn deVTEPN TEPITTOON €lvan N EvodpoTn oAANAETiOpact. Avtr
oyetiletal pe TNV anTIK) CAANAETIOPAON TOV OMNOVPYEITOL AVAIESH GTOVG YPNOTEG KOt T
avTikeipeva (Yoo Tapadely o YEPIGTAPLE 1| NAEKTPOVIKNY TEVA), oTo omoia £xel mePAn@Oel
Kdmolag popeng antikny ovédpaon (Ishii & Ullmer, 1997). 'Etot, pumopei vo vmotebel o1t
emttuyydvovtan kadd podncilokd aroteléopata oe éva cvotnua ITEEILL xdpn oty eveopotn
OAANAETIOpAOT TV XPNOTOV LE TO EKOVIKO TTepIBaiiov. [Ipdypartt, £yl povel 0TI COUATIKN
dpactnprotta BeAtidvel Ta padnotaxd arotedéopata (Skulmowski & Rey, 2018), oniadn n
OAANAETIOPAOT) TOV EIKOVIKOD GUOTHUOTOS HE OAOKANPO TO COUO TOL OTOHOL Kol 1|
TOAVTPOTIKOTNTO TOL TOPEYETOL OO EVOL EIKOVIKO TEPPAAAOV Hmopovv vo. avénoovy v
amoteleopotikotnTa TS pabnong (Fowler, 2015).
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Ynoerwoxi ko podnowoxn epmepio

®a propovoe vo vrootpydel 6TL 0 dpog "ynerakn epnepio” Tavtiletan pe tov 6po "sumerpio
xpot", EpOcoV omotadnTote epmelpio Aapupavel ydpa 61o AtodikTvo | HEG® EVOC AOYIGHIKOD
N pHéom piog ynelokng cuokevng etvat, katd Pdon, ynoewokn eunepio (Lee et al., 2018).
[Ipdypoatt, To TL gumelpieg £(0VV T ATOUO OTOV YPTCLLOTOLOVY YNOLOKA HECH ALY KoL TO TL
ouviotd pio "kaAn" epmelpio Exel amacyoAncel and TOAD VoOPIg Toug EpELVNTES (EVOEIKTIKA,
Forlizzi & Battarbee, 2004- Hassenzahl & Tractinsky, 2006- Wright et al., 2004). Avctoy®g,
OgV VIAPYEL KOWA amodeKTOG OPIGUAS Yo TV évvola avty]. Kdtt 1€to10 cvppaiver ylati ot
EVVOlEG UE TIG OTmoieg oLVOEETAL, OTMG 1 dlokEdaoM, N evyapiotnomn, N EKTANEN Kot 1
0KELOTNTA, Elval vTokeeviKES. EmumAéov, ot epeuvntég telvouv va TpocOETOVV dlopK®MG Kot
GAAQOL YOPOKTNPLOTIKA, UE OAMOTEAECUO VO QVEAVETOL GUVEYMG 1 TEPUTAOKOTNTA TOV UETAED
tou¢ oxéoemv (Cockton, 2006). e yeEVIKES YPOUUES, AVAPEPETOL GTO TL BUDVEL O YPNOTNG OO
éva (ymoakod) mpoidv M pia (Ynoeoxn) vanpecio mov xPNGHOTolEl Yo TV emitevén evog
oLYKEKPLILEVOL 6TOYOoVL (Agiledrop, 2020) kot Tt cuvarcHpata tov donpovpyodvtor (Biondi et
al., 2015- Kamstrupp, 2016- McIntosh & Wright, 2019).

Qot660, VIApyEL N TepinT®OT v unv vrdpyet ypnon” (pe v amdAvtn Evvola g AEENG)
KATO10V YNeLokov teXvoupynuatog (VAo 11 Gviov). I'a mapdaderypa, Kdmolog pmopet amid
va Tapakorlovdet pio tavia 1 éva Pivteo oto YouTube 1 va akobEl LOVGIKT GTOV VTOAOYIGTH
Tov. Mmopei, dnAadn|, va eivar madntikog déxtng. E&umaxodeton 6TL 10 dtopo o mpémet vo
EKKIVIGEL KATO10 TPOYPOLLLLOL Y10 VO, DAOTTOUOEL TO TOPOTAve. Apa, VITdpyel KAmolo ypnon
AOYIGLIKOV 1 VAIKOD, 0AAG ot €ivan chvToun: 610 HeYaAOTEPO HEPOG TNG EUTELPiag Tov Oa
Exel veployvel N ToONTIKY dSdoTOCN, TOV Op®G Ogv mAvEL Vo Elvarl ymelokn, OGOV
TPOEPYETAL A £vOL YNELaKO PECO. ZVVETMG, Oa Mty KaAvTepo va vioBetBel | dmoyn OTL
ynowokt eumepia givol vTepoLVOLO TS (YNELOKNG) EUTEPiAG XPNOTN.

Avoopikd e o Tt Ba pmopovoe va yopakInplotel og etk ynoeoxn eurepia, Oo propovoe
va vrootnpyBet 6Tt givar: O1 ToAd BeTikég evivnTdoelg kot cuvaicsHnata Tov amokopilovy Ta
dTopa KOTA TV EVAGYOANOT) TOVG LE GuAa 1] VAIKA ymotakd teyvovpynpata. H Oeticn ymotokn
eunepia teplapPavet tpia Todd Paoikd yopaktnplotikd (Seasia Infotech, n. d.):

Eéopetikn) oyedioaon. Ot ypnotec Ba mpémer va meiBoviow Yy ovtd 7OV TOLG
napéyeTar/mapovsialetal. o mapddetypa, pia epappoyn EIT 0o npénel va mapéyel motdtTo,
aAnfo@dvelo Kot TOAD KoAd YPoQUKd.

Ayoyn Aertovpywomra. Tvxdv KataokevacTiKA/Aettovpykd TpofAnuata eivor avtovonto
OTL KATOGTPEPOVV TNV EUTELPIN TOV YPNCTOV.

[Ipocappoouévo mepieyodpevo. To mepileyoduevo elval onuavtikd vo mpocappoletol oTig
AVAYKEG KO TIG OTOLTNOELS TOV XPNOTAOV. ['o Tapdadetypa, ov mpoOKeLTal yioo £vo, Yneloko
oy vioy, o propovce va vapyel SuvoTdTTO SLAUOPP®ONG TOL "'TaikTn™ (dnuovpyia TPOEIA
Kol avatar) €ite Tov €mmEOOV SVOKOAING TNG mioTOC E€TE VO EVEPYOMOLOLVIOL 1 V.
OTEVEPYOTOLOVVTOL SLAPOPO. YOPOUKTNPLOTIKAL.

Kot' avaioyio pe v ymoewokn eumepio, pmopet vo emmbel 6tL vdpyel Kot n pLobnolokn
eumepia, 1 omola, eniong, e€aptdtarl omd Kamoovg tapdyoviec. H aAndela elvar 611 0 6pog
"nodnoclokn eumepia” (learning experience), dev amotedel KATL VEO KOl TOPOTEUTEL GE
omoladNmote Habnua, Tpdypappo 11 GAAN dpactnplotnTo, HECH® TG omoiag Kamolog padaivel
kdétt (The Glossary of Education Reform, 2013). MdéAioto, €nedn o mopamdve opioprodg
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vrovoel 0T Ta dtopa pobaivovv péca amd TOKIAEG KATAOGTAGELS KOl TPOTOVS, 1| PNOT TOL
opov "nabnookn eumelpio” TpotindTon o€ oyEon pe Tov Opo "pabnua’, epdcov avtdg Exel pia
OYETIKA TEPLOPIOUEVT) onpacio 1)/kal cupPatikn ypowd. Emimpocheta, 1 avéavopevn ypron tov
opov "pobnolokn eumepia”  oamd TNV EKTOOEVTIKY KOl ETMICTNUOVIKY  KOWOTNTOA,
AVTIKOTOTTPILEL TIG OALUYEC TTOV CNUEIGONKAV GTOV TPOTO EKTAIOEVOTG TV ATOUW®V, AOY® TWV
ONUOVTIKOV TOO0YOYIKOV OAAOY®V, 0AAE, Kuplwg, AOY® TV TEXVOAOYIK®V eEEMEE®V.
OvclooTiKd, delyvel TNV ovVOYKOLOTNTO OVOVEDMGNS TOV AVIIMYE®V Y10 TO TMOG, TOTE KOl TOV
AapBavel yopa n pabnon (Entwistle & Ramsden, 2015).

Ao Vv @AM, 0 TOPATAVE® OPIoUOG TNG HOONGIOKNG EUTEPIOG, EVAD TANPOPOPEL Y10 TOVG
TPOTOVE (...0omowdNmoTe UAONUO, TPOYPOUUA 1| GAAN SpacTNPIOTNTA) KOl YO TO TEAMKO
amotéleopa (...kamolog pabaivel kdtt), dev TAnpogopel Yo To Tt pecoAOPel Kat yio TO Tt
ovpPaivel 6T peEPLE TOV amodEKTY, ONAdT, avtov Tov pabaivel (Tépa amd To OTL Epade KATL).
‘Etol, aviAdvtag otoygeia amd ™ Octowpia ™ Bropotkng Mdabnong, 0o pmopovoe vo
vrootpydel 6TL M pdOnon sivor pio dwdwkacio oty omola eumAékovtor 1 amdOKTNON
eUmEPLOV, N okéyn ko 1 Opaon (Kolb, 1984 Kolb & Kolb, 2009).

Qo1660, aKopo Kot av TEPIANEH0HV Ta TOPOTAVE® GTOV OPIGHO TG LadnGlakng epmelpiog, Kot
néAL dev AapPavetor voyn 1o T vimBel/acBdvetar avtdg mov pabaiver (oe avtifeon pe tov
0PIG O NG YNOLaKNG epmelpiog wov d00nke mapomdvw). Ilpdypott, Kot GALOL EXoVV TOVIGEL TN
onpacio Tov cuvosOnuatov katd t ddpketo g pdnongs. [Na tapdderypa, o Moon (2013),
Oedpnoe O0TL 10 cvvaicOnua oyetiletor pe ™ pddnon epdoov (o) ennpedlel ™ Soun G
yvoons, (B) emnpedler ™ Swdwcacio g pabnong kot (y) umopet va mpowbnoel akdun
neplocoTEPO TN Otadikacioo ™ uddnong. Oyt povo avtd, aArd ta BeTikd cuvousOfuata
001 YoLV TOLG UAONTEG VO EUTAOKOVVY TIO EVEPYH OTIG LOONGLOKES dPAGTNPLOTNTES, aVEAVOUY
Ta kivnTpd Toug Yo pabnon (Artino, 2012- Weissberg et al., 2015), tnv anodotikdtnTo kot v
gvyapiotnon tovg (Briscoe, 2012- Kohn, 2004), Tnv epmdlokn Tovg LE TO YVOOTIKO OVTIKEILEVO
(Rowe et al., 2015) kot tov Badud g wavonoinong tovg (Vacharkulksemsuk & Fredrickson,
2013). Aappdavovtag vwoyn to Tapordve, | padnotokn sunepio propel va oplotel og:

H nvevuatikny koatdotaon mov mpoxvmrer eloutias e ailniemiopaons avtod mov uaboiver e
OTOL0.0ONTOTE UOPPHS YVOOTIKO DAIKO. ATOTEAEL TO GLVOVATTIKO OTOTEAEGIUA TV OPATEWV, TV
EUTTEIPLOV KOL TWV GOVOLTONUGTOV TOV TPoKkalovviol eEoutias avths s oiinlemiopoons. To
(emBounto) teAiko amotéleauo. Eival N OTOKTNON YVWOOEWY H/KOL TEPOS 1/Kkal H/Kol 0eC1OTHTWY
N/K0u OTATEDV.

Avrtictoya, og Oetikn padnooxn eunepio Bewpeitar:

H nvevuotixn katdotaon katda tv omoio 00106 mov Hodaivel 0AANAETIOPC, EVEPYA LUE TO YVWOTTIKO
avtikeiuevo, Provoveog gumelpieg mov Qo umopovoav va. Gecwpnbodv "uovadixés"”, vimbBovrag,
To0T0)pOova, Oetika ovovoroOnuata. To Topamovw, Exovy WS OTOTEAECUO TNV OTOKTHON YVOTEDY
N/Kou TEIPaS /Kot 0eCIOTHTMV /K01 OTO.TEWV.

pocsdropiopoc tng I poc Eppvdispéivng Ynewekne Madnowoxig Eprepiog

Aapupavoviag vroyn 1oV oLuVEX®DS OLEAVOLEVO YNOEOKO YOPOKTNPO TGOV HoONCLoK®V
guUmEPL®V, 01 0pot "padnolakn eumepio” kot "ymelaxn eumepia” Oo propovoav -dGuvnTikd-
va gvomombobv oe €va véo Opo, o€ KATL TOL O PUTOPOVGE VO AMOKAAESTEL YNk
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padnowokn epnepia’’ (PME). Me dAda Adyua, Ta Vo okéAN and Ta omoia amoteieitar 1 YME
dnpovpyovv éva véo €idog eumeipiag, mov cvvovdlel Oha avtd mov (Ntd Kot mePUEveL O
xPNOTNG amd Eva ynoerokd tepaiiov mov amockonel 6to va pdbet kdti. AnAaon, va podaivet
pe evepyd TpoOMO, vao. TOL dnpovpyovvtarl Betikd cvuvausOnuota, vo Prover pio povaotkn
eumepia, oe éva ynoeako mepPdiiov pe eEoupetikn oyediaon, yopic dvciettovpyies, oTo
omoio va pmopel va tpocappolet to meplexOevo e faon tig avlykes Tov. Metagpépovtag tnv
YME ot0 mhaicio ¢ EII, Oa mpémer va mepiinebovv to otoyeion ¢ eufovbiong, g
Tapovciog Kot Tng oAANAemidopaong, epdcov avtd OBewpnbnke OTL givor To Pocikd
YOPOKTNPLETIKA TNG. MAAGTa, 01 13101 TOpAyovTES VITAPYOLVV GE PLEYAADTEPO Pabud Kot Evtoon
omv IIEEIL Zvvenwg, ommv IIEEIL, n WYME pumopei va petaoynupatiotel oe "mAnpog
eupubiopévn ymoewokn podnorokn epmepia’ (IIEYME) (Zymua 1).

TVWOTIKS LALKO

Juvalofniuata AeLtoupyko e

enBUOLOPEVN

yndrakr
paénolokn
EUNELpLL

EuB0Bon

AMnAeniSpaon Mapoucia

Yypae 1. H mdinpog epupfobiocpévn ymoewokr pobnciokn epmeipio

‘Etot, n ITEYME 6o uropovoe vo opiodel oc:

H nvevuatikny koataotaon mov mpoxvmrel eCoutiag e ainleniopoons avtod mov uabaiver ue
OTCOI0GONTOTE UOPPHS YVOTTIKO DAIKO TOV TPOTPEPETOL OTO UETO (VAIKG. 1] GDAO,) TOV AVHKOVY
oy [Iinpwg Eupovbiouévy Eixovikn [payuatikotnta. AwoteAel 10 o0VODOOTIKO OTOTELETUA
TV OPATEDY TOV AVOAGUPAVEL TO GTOUO, TWV EUTEIPIOV TOV PIOVEL KO TV GOVOICONUATWOV
oV oV IPokaiodvTar eCartiog avths TS aliniemiopaons. ECaptdtor evbéws amd ™ oyediaon,
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™) AEITOVPYIKOTNTA, THV TPOCOPUOTTIKOTHTO, TOD WHPIOKOD UEGTOD, KaOWS ETIONS KoL amd TOV
Pabuo eufobiong, mapovoios kar oliniemiopaons mov avto mpoopépel. To (embBounto) teliko
OTOTEAEGUO, EIVAL 1] OTTOKTHON YVAOTEWY /KOl TEIPOS H/KOL H/KO1 0eCLOTHTWY H/KOL OTATEDV.

Koat' avtiotoyyio pe t1oug Tponyodhevoug optopovg:

H Oeuxn minpog eufobiousvy wneioxn pabnoloxn eumeipio eivar 0 OGOYKEPATUOS THS
HOONGLOKNS KOl THG WHPIOKNG EUTEIPLOS TTOV TPOOPEPETOL A0 UETO, (VAIKG. 1] GVAR) TOD AviKOVY
omv [lnpwg Eufvbiouévny Ewxovikn Ilpoyuotixotnto. Xopaxtnpiletonr omo v eloipetikn
oxeolaon, TV QWoYN AEITOVPYIKOTHTO. KOL THV TPOCOPUOCTIKOTHTO. TOV WHPLOKOD UECOD, THV
EVEPYO OPATN/COUUETOXN TOV OTOUOD TOV uaboivel, To. Ostikd ovVoloONUOTOo. KOl EUTEPIES TOV
oavto viwber n fiovel, katw omo v emiopoon Tov vyniod Labuod eufvbions tov oto
TEPLEYOUEVO/EPOPLOYH, TOD EVIOVOD OICHNUATOS THS TOpovoias mov VIWbBel kol Tov DYHA0D
pabuod alinlemiopaocns tov ue to yneioxo péco. To mopamdvew, Eyovy m¢ amotéAeoua v
OTOKTNON YVAOTEDY /KAl TEIPAS N/Ka OeSIOTHTWV 1]/K0L OTATEWV.

Hapayovres mov enanpealovv tnv IEYME

INa mv e&€raon g [IEWYME, avalnmOnkov ce amofetnpla eMGTNUOVIKOV ONUOCIEVGEDV
€peuveg OYETIKES e avtod 10 B0, Tov apopovcay dnaadn tmv EII 1) v I1EEII o€ cuvdptnon
pe t pdonon. Baowkr npoimdOeon Nrav ot Epguveg avtég vo adlomoinoay epoTNUATOAdYLN
Kol KAMpokeg mov e€éralav kdmowa 1 kdmoteg and 115 dnotdoelg e IIEWYME 6nwg avtég
nepleypaenkay oto Zynua 1. Xpnoworombnkav 6Aot ot Tihavoi GuVIVAGHOL TOV TOPUKATO
AéEewv-Kheddv: virtual reality, HMD(s), scale(s), questionnaire(s), learning, education,
student(s). Apo¥ amodeAtimdnke £vag KOVOTOMTIKOG 0plOUOg TETOI®V EPEVVAV (TAV® Ao
150), avalnmOnkav ta epOTNUATOAGYIO/KMUOKES TTOV Ypnoiponoincay (o mTePinT®OT TOL
avtd dev mepAapufavovtay 6to emMGTNUOVIKO dpBpo). Omov ot gpguvntég ¥pnoLonoincay
TPOCUPLOCLEVO EPOTNHATOAOYLML, ONANOT), EPOTIUATOAGYLO TOV APOPOVSAV GAAT TEYVOAOYia,
0ALG Ol EPELVNTEG T TPOGAPUOGAY OoTE Vo e&gTalovv Bépata oyxetikd pe v EIT 7 v
[TEEII, avainmnkav ta tpoTtéTLRa.

Awmotddnke 0t 01 £pevveg a&lomoincav 61 povadikd epOTNUATOAOYIN (O APKETEC EPEVLVEG
ypNopoTomOnkay ta idto TPO®TOTLTA EPOTNATOAOY), ToV e&€talav 22 Evvoieg (constructs)
(ITivaxkag 1), pe éva odvoro 164 mapaydéviov (factors) (Ilivaxag 2). H évvola pe tovg
TEPLGGOTEPOVG TOPAYOVTES TTOL ¥pMoipomomOnkay yia v gpunveio g Nrav 1 Eurepia
(Experience) (n = 73), akoAlovBovuevn and v [Hapovsia (Presence) (n = 38), v Eppodion
(Immersion) (n = 18), t Pon (Flow, v omoia apketol epeuvntég meptédafav wg HEPOG TG
napovciog 1 g euPodiong) ko v Ikavomoinon (Satisfaction) (n = 14 1 kaBepia).

Ot ITivaxeg 3 émg 8 mapovstdlovy avaAvTikd Tovg mopdyovies avd évvola. O mo cvyvd
enpavitopevog mopayovrog nrav n [Hopovoia (Presence) (n = 17, meprhapfavopévov kot Tomv
SPOpOV TOPUALAY®DV TNG), akoAovBovuevog amd tov ‘EAleyyo (Control) (n = 10), v
Eppov6ion (Immersion) (n = 7), v Amoppdenon g tpocoyng (Attention), v Ikavomoinon
(Satisfaction), tovg XtOyxovg (Goals), ™v Avatpopoddtnorm (Feedback), tqv Epmlokn
(Involvement) kou tqv Emppony (Betikn 1 apvntkn) (Affect, positive-negative) (n = 5 6iou).
Mo Adyovg mov oyetilovtan pe v akpiPn anddocn TV Op®V, GTOVG TIVOKES YPNCLLOTOLEITOL
N YADOGGA TOV TPOTOTLTTOV (AYYAIKAE).
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IMivaxog 1. 'Evvoieg mov e&étalav Ta EpOTNRATOLOYLO

"Evvowa/Construct

Experience Self-efficacy Hedonic and  pragmatic
quality

Presence Usability Emotions

Immersion Reality judgment Absorption

Motivation Affect Beliefs

Flow Anxiety Empathy

Engagement Interest Learning impact

Satisfaction Cognitive load Enjoyment

Simulator sickness

MMivakag 2. ZoyvotnTa epeavions Tapayovtov 6T EPMOTNAETOLOYLA

Mapayovrog n Hapayovrag N Hapayovrag n  Hapdayovrog
Presence 2 Confidence 2  Understandability 1 Communicati
on place
: . m .
Spatial presence 8 Self-efficacy 2 Syste 1 Narratives
naturalness
) . . . Non-
Social presence 3 Trait anxiety 2 Autotelic focus 1 .
mediation
Physical presence 1 Relevance 2 Audiovisual 1  State anxiety
17 appeal
Core self- Autotelic External 1 Comprehensi
presence experience correspondence on
Extended self- Internalllexterna 1 Personal 1 Transformatio
presence gratification n of time
correspondence
Pr If-
oto se Gameplay 1 Ease of control 1 Anger
presence
Control 10 Long learning Nausea 1  Dissociation
phase
Immersion 7 Help 1 Action awareness 1 Pride
Attention 5  Increase status 1 Emotl_onal Intention to
reaction use
Satisfaction 5 Likelihood to _Tempor_al Perspe_ctlve-
recommend dissociation taking
Play
I H 1 Fun 1
Goals > appy ! engrossment
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Feedback

Involvement
Affect (positive/
negative)

Usability
Enjoyment

Sensory

Flow

Challenge

Anxiety

Visual aesthetics

Curiosity
Skills (advanced,

mainframe,
beginning)

Distraction
Realism
Autonomy
Concentration
Ease of use
Cognitive load

Absorption

Playfulness

Audio aesthetics

Navigation

No bugs/errors

No extrinsic

Ownership
Perspicuity

Guidance
Loss of self

Reality
judgment

Personal
innovativeness

Focused
immersion

Social
experience

Knowledge
improvement
Fictional

Pragmatic
quality

Extended self

Natural
mapping
Possible actions

Efficiency

Emotional
reaction
towards system

Play-direct
Settings

[EEN

[EEN

R =

-
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Behavioral
engagement

Social interaction

System
responsiveness

Competition
Spatial awareness

Learn friends

Core self
Mastery

Narrative
understanding

Empathic
concerns

Gaming

Emotional
attachment

Freedom
Facilitators
Creative freedom
Menus

Unusual action

Hedonic quality

Emotional
engagement

Misuse

Reuse

-

[

[

|

e

Consistency

Dependability

Frustration

Hopelessness

Focused
attention

Hope

Frequent use

Relief

Distress

Pleasure

Playability

Hedonic
quality-
stimulation

Discovery

Accomplishm
ent

Shame

Delightfulnes
S

Disorientation

Camera

Paradox of
control

Commitment

Oculomotor

[EEN

[EEN

[EEN

[EEN

-

[EEN

[EEN



Attractiveness 2 Tension 1 Simplicity 1 Aesthetics 1
Boredom 2 Trust 1 Tiredness 1 Operator 1
Empathy 2 Anticipation 1 Variety 1 Skill balance 1

Usefulness 2 Environment 1 Creativity 1 Relatedness 1
Stimulation 2 Expectations 1 Emotions Fantasy 1
personal
Competence 2 Multimodality 1 Excitement 1  Engagement 1
Efficacy 2  Varied drawing 1 Captivation 1 Ungsual 1
actions
Novelty Loss _of self- Action awareness Controls 1
consciousness merging
Focus 1
IMivaxag 3. lMapayovrtes avd évvora (o)
Experience
: Emotional reaction towards Likelihood to
Absorption
system recommend
Accomplishment Emotions personal Mobile Site
Affect Enjoyment Navigation
Affect (Negative) Environment No bugs/errors
Affect (Positive) Excitement No extrinsic
Attractiveness Expectations Novelty
Audiovisual appeal Facilitators Ownership
Autonomy Feedback Perspicuity
Autotelic focus Fictional Play-direct
Boredom Flow Playfulness
Camera Freedom Reuse
Challenge Frequent use Sensory
Commitment Frustration Settings
Competence Fun Simplicity
Competition Gameplay Social experience
Consistency Goals Stimulation
Control Guidance Tension
Curiosity Happy Tiredness
Delightfulness Help Trust
Dependability Immersion Usability
Discovery Increase status Usefulness
Ease of control Learn friends Variety
Ease of use Misuse Visual aesthetics
Efficiency Mastery
Emotional attachment Menus
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Iivaxog 4. lMapdayovteg ava Evvora (P)

Presence Immersion

Anticipation Realism Attention
Attention Satisfaction Captivation
Attention/absorption Sensory Challenge

Cognitive load

Control

Core self-presence

Creativity
Distraction
Extended self-presence

Involvement

Involvement/Control
Internal/external
correspondence
Long learning phase
Multimodality
Natural mapping

Non-mediation

Physical presence
Presence
Proto self-presence

Social presence
Social presence-Behavioral
engagement
Social presence-
Involvement/Empathy
Spatial Presence
Spatial Presence-Believability
Spatial Presence-Imagination

Spatial Presence-Interest

Spatial Presence-Involvement

Spatial Presence-Possible actions

Spatial Presence-Self-location

Spatial Presence-Spatial awareness

System naturalness
System responsiveness

Understandability
Unusual actions
Varied drawing

Comprehension

Concentration

Control

Curiosity
Dissociation
Distraction
Emotional
engagement
Empathy

Focus

Gaming
Immersion
Involvement
Narrative
understanding
Realism
Sensory

Mivakag 5. MMapdayovteg ava Evvora ()

Motivation Flow Engagement Satisfaction
Attention Action awareness Absorption Audio aesthetics
merging
Autonomy Autotelic Experience Aesthetics Commug;gggon
Competence  Challenge/Skill balance Control Creative freedom
Confidence Concentration Distraction Enjoyment
Controls Control Engagement Feedback
Immersion Feedback Flow Flow
Relatedness Flow Focused_ Goals
attention
Relevance Goals Immersion Narratives
Satisfaction Goals and feedback Novelty Operator
. Personal
Immersion Presence e o
gratification
Loss of self- .
. Realism Play engrossment
consciousness
Paradox of control Sensory Satisfaction
Skills Usability Usability/Playability

Transformation of time

Visual aesthetics
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ivakag 6. Mlapayovteg ava Evvora (6)

: . Reality .
Self-efficacy Usability judgment Affect Anxiety
Advanced level skills Usability Reality judgment Negg?f\éit Anxiety
Beginning level skills Positive affect  State anxiety
Mainframe level skills Trait anxiety
Self-efficacy

Mivaxog 7. Mlapdayovteg ava Evvora (€)
Interest Cognitive Hedonic and pragmatic Emotions Beliefs
load quality
Attention Cognll(t;;/de Attractiveness Anger Ease of use
Confidence Hedonic quality-stimulation Anxiety Intentlﬂgeto
Relevance Pragmatic quality Boredom Self-efficacy
Satisfaction Enjoyment Usefulness
Hope
Hopelessness
Pride
Relief
Shame
IMivakag 8. [Mapdayovteg ava évvola (oT)
: Learning ) Simulator
Absorption Empathy impact Enjoyment sickness
Focused . Knowledge
. . Perspective- L .
Immersi . Improvem Autonomy Disorientation
taking
on ent
Curiosity Empathic Challenge Nausea
concern
Enjoyment Fantasy Concentration Oculomotor
Control Distress Feedback
Personal
innovati Goals
veness
Playfulness Immersion
Temporal
dissociat Pleasure
ion
Satisfaction
Social
interaction
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Awmotdbnke 0Tl 01 0YE0ELS UETOED TOV TAPUTAV® EVVOLDV KOl TOV TOPOYOVI®OV givol
eEapeTika mepimAokec e€outiog Tov YeYOvVOTOG OTL G€ TOAAEG TEPMTMOOELS OLOL0L 1) TOPOLOL0L
TOPAYOVTEG YPNOCLUOTOMONKAY Y100 VO EEETAGOVY JLUPOPETIKEG EVVOIEC. ZVVETMG, VITAPYEL
ONUOVTIKT] SUVCKOAID GTO VO TPOGOIOPICTOVY EVVOLEC OTTMG 1 EUTELPiO Kot To. cuvousHnuaTa
TOL TPOKAAOVVTOL GTOVG YPNOTES OO TN XPNON YNPIKOV UECWHV, TAPOTL, PAIVOUEVIKA, AVTO
potalel oyetikd anid. Emiong, A0y tov peydiov apBpov mapaydvimv, ivol cagpic 0Tt Ogv
etvar gQktd va e€etaotodv TanTdYpova dAot avtol ot Tapdyovtes. 'Etol, avayvootnkay ek
VEOL TO EPOTNUOTOAIYIO TOV EVIOTIGTNKAV, MGTE VO SomoTbel €dv KAmolol TapdyovTeg
TovTilovtal 1 av KAmolotl amd ovtovg UTopovsay va eviayBodv KAt and v 1dta opumpéra.
[Ipdypott, avTd 00MYNGE GTO GNUAVTIKO TEPLOPIGUE TOV TAPAyOVTOV. AKOUN, dSomoT®ONKE
ot ot évvoteg Pon-Flow, EpPvbion-Immersion kou IMapovcia-Presence, ntav eEoupetikd
dVGKOAO VO 10 MPLETOVV, KAODS ONUAVTIKOS aptOrdg EpgLVAV ElTE TIC BEMPOVGE CLVMVVUEG-
TOPOUOLIEG EVVOLEG EITE YPNOLUOTOIOVGE TOPOLOLD, EPMTNUOTOAOYLO Yo Vo TIG e&etdoet. Q¢ ek
TOUTOV, OMOPAGICTNKE M -Tpocwpwvn- gvomoinon tovs. O Ilivakag 9 mapovcialel Tovg
APYKOVG TAPAYOVTES KOL TNV EVOTOINGT TOVG GE EVPVTEPOVG.

Mivakag 9. Evomoinon mapayovrov

Apykég Tapayovrag 1\’Iéog Apykoc mapdyovrag l\rléog
napayovTog nopayovrag
Aesthetics Absorption
Attractiveness Action awareness
Audio aesthetics Action awareness merging
Audiovisual appeal Aesthetics/ Attention
Environment appeal Autotelic experience
Realism Autotelic focus
Variety Behavioral engagement
Visual aesthetics Concentration Flow/Immers
Cognitive load Cognitive Core self lon/Presence
No extrinsic load Core self-presence
Autonomy Dissociation
Control Distraction
Mastery Emotional attachment
Control
Misuse Empathic concerns
Ownership Engagement
Play-direct Extended self
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Expectations
Relevance

Camera
Consistency
Controls
Dependability
Ease of control

Ease of use
Gameplay

Gaming
Long learning phase
Narrative understanding
Navigation
No bugs/errors
Operator
Play engrossment
Playability
Pragmatic quality
Simplicity
System naturalness
System responsiveness
Understandability
Usability
Enjoyment
Fun
Hedonic quality

Hedonic quality-
stimulation

Novelty

Domain
specific
interest

Ease of
use/Usability

Enjoyment
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Extended self-presence
External correspondence

Fantasy
Flow
Focus
Focused attention
Focused immersion
Immersion

Internal/external
correspondence

Involvement

Loss of self

Loss of self-consciousness

Non-mediation
Perspicuity
Physical presence
Presence
Proto self-presence
Reality judgment
Relatedness
Sensory
Skill balance
Social presence
Spatial awareness
Spatial presence
Temporal dissociation

Transformation of time
Commitment

Frequent use

Motivation



Playfulness
Pleasure
Stimulation
Facilitators
Feedback
Goals

Guidance
Guidance/

feedback

Help
Menus
Narratives
Natural mapping
Settings
Creative freedom
Freedom _
Interaction
Paradox of control
Possible action

Competence

Efficacy

Efficiency Self-efficacy

Self-efficacy

Skills (advanced,
mainframe, beginning)

Disorientation

Simulator
Nausea :
sickness
Oculomotor
Comprehension
Creativit L
y Subjective
Discovery knowledge
gains

Knowledge improvement

Usefulness

Intention to use
Likelihood to recommend
Personal innovativeness
Reuse
Accomplishment
Affect (positive/negative)
Anger
Anticipation
Anxiety
Boredom
Captivation
Challenge
Confidence
Curiosity
Delightfulness
Distress
Emotional engagement
Emotional reaction

Emotional reaction towards
system

Emotions personal
Empathy

Excitement
Frustration
Happy
Hope
Hopelessness
Increase status
Personal gratification

Pride
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Positive-
negative
affect/feeling
S



Communication place* Relief

Competition* Satisfaction
Fictional Shame
Learn friends* E&apéOnkav State anxiety
Multimodality (dev otaOnKe Tension
Perspective-taking 50\/(}“] 11 Tiredness
KATATOEN
Social experience* TOLG) Traits anxiety
Social interaction* Trust

Unusual actions

Varied drawing

2nueiowon. O moapdyovieg mov onuewdvovtor pe aotepioko (*) apopoldv cuvepyatikd
nePPAALOVTO, KATL TOV OEV GYVEL Y10 OAES TIC EQUPLOYES.

Ao v mapondve enelepyacio tpoékvyay 14 Tapdyoviec Tov Pmopovv LE T GEPE TOVG va
evtayBolv og tpelg peydreg Katnyopieg:

e [lapdyovieg mov  oyetilovtor  pe  ovvouoOnuato:  pory/eppubion/rapovcio
(flow/immersion/presence), owackédoon (enjoyment) ko Oetikd/apvntikd cvvaicHpato
(positive-negative affect/feelings).

e [lapdyovieg mov oyetiCovror pe ™ pobnolokn eumelpio: VITOKEWEVIKY AVTIANYT Yo TOL
padnolokd opéAn (subjective knowledge gains), oyéon pe 1o TPocOTIKE EvVILOPEPOVTQ
(domain specific interest), yvootikd @optio (cognitive load) xou xivntpa yioo pabnon
(motivation).

o [lapdyoviec mov oyetiCovronr pe teyvikd Oépoata:  avtemdpkela  (self-efficacy),
KkaBodnynon/avatpopoddtnon (guidance/feedback), é\eyyog (control),
awoOntikr/eAkvotikdtra  (aesthetics/appeal), oAAnAemidpaon (interaction), gvKoiia
ypNnong (ease of use/usability) kot simulator sickness.

"Etol, pmopel va dapopepmBet éva povtédo mapaydviaov nov eptypdest v IIEMYE (Zynuoa
2).
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Subjective knowledge gains

Domain specific interest

Self-efficacy

MupayovTeg aXeTILOPEVOI HE T paBnatakr

EUTTEIPICH Motivation

Cognitive load Guidance/Feedback

MANPWE epBUBITHEVN PNPIaKY HaBnaiakr

& meisia MNapayovTeg oXETIOHEVOL HE TEXVIKG BEpaTa Control

Aesthetics/appeal

Mapayovreg axeTilopevol pe Ta suvaioBipioTa Simulator sickness Ease of use/Usability

'_FlowllnanersinnIPreseltoé; > e (Posit g Interaction

Enjoyment

Yympa 2. To mpotevopevo poviédo mopaydviov g [IEYME

Q¢ Betikn TApwg gupubiopévn ynoewk podnolokn eumepioc Bewpnnke avty mov
yopaxktnpileton amd e€aipetiky] oyediaon, dyoyn AETovpytkOTNTO KOl TPOGAPUOCTIKOTNTA
TOV TTEPLEYOUEVOVL. AKOUT], GOUPOVO, LLE OGO, TOPOVGLAGTNKAV, UTOPEL v avagepOel 0Tt avTov
ToV €id0Vg N gumepia emTpEnEL TV evepyd dpAGT/GUUUETOYXN AVTOL TTOV podaivel, 0 omoiog
arokopilet (mépa amd yvmoels, 0e€10TTEG, GTAGELS KOl GVUTEPLPOPES) BeTikd cuvancOnpata
Kol gumelpieg, AOy® ™G eupubdiong Tov oTo TEPIEXOUEVO/EPOAPLOYT, TOV OUGOMUOTOC TNG
TOPOVCIOG Kol TNG OAANAETIOPAONG TOL HE TO TEPEXOUEVO. XTO TOPATAVE HOVTELO
STIGTAOVETOL TOG OAN QVTA T GToLYElD Elval TOPOVTO. ZVVETMOC, TO LOVTEAO QLTO KOl UTOPEL
va meprypayel v [MEWYME, oAld xor pmopel va ypnowwomomBel yio v Kotaokevwn
EPELVNTIKOV epyaieimV yio TNV e€étacn g,

YopumEPACNOTO.

H epyacia 0pioe 1o 11 elvar [IEYME, k0bmg, eniong, mpocdidopioe Eva LOVTELO Yo TNV £EETOON
ms. H TIEYME 6sopnbnke pio vontikny kotdotacn mov dnpovpysitor yapn otnv
OAANAETIOPAOT TOV VITOKEEVOD LLE OTOLUGONTOTE LOPPNG YVOGTIKO VAIKO OV TPOCPEPETAL
and péca (VAKA 1 dvia) mov avikovv otnyv IIEEIL AvaodeiyOnke o pdrhog g pabnoioxng
eumepiog, n omoia extdg omd padnon, 0eldTeg Kot GTAGELS, EUTEPIEXEL KOl GTOLXEID OTMG
eumepio kol cuvosOpaTa ToLv givol APPNKTE GLVOESEUEVE e VAL ATOHO TNV GTIYUR TOL
pofaivel. Mdota, yio tn dnpovpyia tov poviédov yio v [IEYME &ywve ektevig avalntnon
TV gpyaleiov mov eiyav ypnoporombel oe mponyovueveg Epevvec. ‘Etot, Bpédnkav moAld
gpyaieio Tov elyav TOALOVG Kot 10popeTIKOVS Tapdyovtec. A&ilel va onueliwOel 6t o peydhog
aplpog TV TOPAyOVI®V TOV, OPYIKA, KATOYPAPNKE NTOV KOATL OVOUEVOUEVO. ATO TNV
nepautépw eneepyocio Tovg Tpoékvyay 14 gupidtepotl mapdyovteg mov evidyOnkav ce TpeIg
Katnyopieg: o€ aToVG oL GyeTiCovton (o) pe ta suvousOfuara, (B) pe t pabnotaxn eumepio
Kol () pe texvikad 0épata. Avtég ol katnyopieg amotédesay tn BAon yio TV KOTAGKELT EVOC
povtéLlov mapaydvtov mov weptypdeovy v [TIEYME.
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Ev xotaxAeion, n epyocio avty Ponbder oto va devkpvictodv BEpato mov apopovv T
padnorokn kot ™ ynoewokn sunepia, v [HEEIL, kabdg kot tmqv IIEWYME. To mpotewvopevo
povtédo ywoo v meprypaen g [HEWYME pmopel va @avel ypnoylo yio TV KoTooKELN
EPELVNTIK®V EPYOAEiV Yia TNV eEETaon TG, AMAEG epyaciec Ba umopovoav eite va e€etdoovv
TEPLGGOTEPOVG N AALOVG TTapayovieg mov umopel va dapopeavovv v IIEWYME, eite va
€0TLACOVV GE KATOLOV LEUOVOUEVO TOPAYOVTO KO VO TOV EEETAGOVY TEIPAUATIKA.
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