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Ewayoyn

O 6pog «MAeKTPOVIKOG VTTOAOYIGTNS» (computer) avTikaf{oToToL [LE TNV E15AYMYT| TOV
o6pov «Teyvoroyieg [TAnpogopioc» (Information Technology) ota 1€hn g dekaetiog
tov 1980 emkevipdvovtag TAEOV GTNV OOIKOGIO OoBKELONG Kol OVAKTNGNG
peydiov dykov mAnpoopiag. [pw oto 1992, emkpatel TAéov o 6pog «Teyvoroyieg
mg I[IAnpogopiog xor g Emkowoviag - TIIE» (ICT- Information and
Communication Technology), 6tav m mAektpovikr aAinioypaeio (email) kot to
World Wide Web dpyicav va yivovtar yvootd oto gupv kowvd (Pelgrum & Law,

2003).

H Boown vrdéotaon tov TIE mopapével o vroloyiomc. O vroAioyiomg eivar éva
NAEKTPOVIKO GVGTNA, Eva epyareio, mov pall pe GAAEG NAEKTPOVIKEG GUOKEVEG, TOV
AVOTOPAYOLV YNOLOKG TEPLEYOUEVO, GVYKPOTOOV ynolakd mepiBdilovia ta omoio
EAKDOVV TO EVOLPEPOV TV TAOIDOV Kot TV €PN PoVv Kot oty EALGSa £dd kot xpovia
(Béppoyin, 2003). Ot veapoi xpnoTtes aplepdvouy £va PHeYOAO HEPOG TOV EAEVBEPOL
APOVOL TOVG TPOKEWEVOL Vo TaiEoVV oy vidl 6Tov VTOAOYIoTH 1| 6T0 AldikTLO OV
Kot exkppaovror oot kot Se&dyovtal EPEVVEG VIO TNV ACPUAELN TOV TOOIDOV KOTA
T xpnon ovtev TV teptPoriidvtev (Apostolakis & Antoniou, 2010b; AmooctoAdkng
& Avtoviov, 2009; Katepérog & TTamaddmoviog, 2009).

Ta ynoeaxd/miektpovikd moyvidw, ypdvo pe 10 ypdvo, Kataypldeovior mg KHpla
YN Yoyoyoyiog Kot cuotatikd g Kowovikng {ong TOAADY Toddv Kot VEOV

avBporov. Kuplapya to mtoadid, adid oyt poévo, onpepa Exovv mpdsfact ce Yynelokd
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moyvidw, to omoio cvumeEPAAUPAVOLY TTaLX VIO TOL TPEYOLV GE VIOAOYIOTESG, GE
TAATQOPLLES 1 KOVoOAeS OTmg Microsoft Xbox 1 Sony Playstation, kafamg eniong oe
Kvntéd mALQeovVE Kot GAAEC QOPNTEC TOLYVIOOGUOKELES 1] TOLYVIOOUNYOVEG
(Willoughby, 2008). H evaoydéinomn pe 1o ynouokd moyvidln kotaypaestol omd
EPELVNTEG ®G oL OMUOQIANG €EMOYOMKY] dpacTnPOTNTO TOCO UETAED TV
pontov/tpiov Anpotikod oxoieiov (Veriki & Chronaki, 2008) 660 kot peta&d twv
epnPov (Tobin & Grondin, 2009), kot eivot PovOLEVO TOV TOPATNPEITOL TAYKOGHIWOG
(Chou & Tsai, 2007; Eow et al., 2009). Ztnv EAAGOw, OT®OC KATOIEIKVOOVV EPEVVECS
(Mntodxn & Zoiopwmvidov, 2008; Solomonidou & Mitsaki, 2009) ot pabnrtég/tpieg
niwiog 13-17 etwv ovyvalovv oe Internet Café kot o ynelokd woyvio arotelovv
™V 7o ONUOPIA JdpacTnploTnTo. ToL €AevBepov YpodVov TOLG. Idwitepa Omwg
avapépetor and toug Kovtpovpdvo kot NikoAomovriov (2010), ta ayodplo mailovv
JtadtkTLOKE TToyVidla Oyt LOVO TO OmdYELO TOV AOYIKA £xovv EAeVBEPO YPOVO OALG

KO KATO T SIUPKELD TOV TPOWDV OPQOV.

M épgvva mov dtevepynOnke otic Hvopéveg [oMrteieg g Apepikng, Pacilopevn oe
ototyelo oV cLYKEVTPOONKAV TPOog T0 TEAOG Tov 2007 KOl KATH TOVS TPMTOVG HUVES
tov 2008, deiyvel 011 10 97% TtV ePnPwv nAkiog 12-17 gtdv (99% ayopuodv, 94%
Koprtowwv) moilovv moyvidlo GTovS VIOAOYISTEG, OTO AladikTLO, G KOVGOAES
TOLYVIOLOV 1] GLOKEVEC POPNTAOV NAEKTPOVIKAOV ToVIOIDV OA®V TV E0MV TOL
eumopiov. EWwotepa, 10 86% mailovv oe kovodreg 0nwg o PlayStation, Xbox, Wi,
10 73% mailovv og otabepoic 1 PopnNTOvG LIOAOYIGTES, TO 60% TailovV 6€ GLGKEVEG
QOPNTAOV NAEKTPOVIK®OV Ttaryviduwv 6mtmg Nintendo DS, Game Boy, Sony PlayStation
Portable kot télog, 10 48% YpNOWOTOOVY NAEKTPOVIKA organizer yepdg 1 Kwntd

Aépova Yo va maifovv moyvidwa (Lenhart et al., 2008).

Yroloyileton mwg to Playstationd (PS4, éxet ayopaotel and 10 exotoppvplo dropo
o€ OAOKANPO TOV KOGHO amd TNV NUEPO KVKAOPOpiag Tov, dNAadn TEAN mepimov Tov
2013 (iDominikos, 2014). Av An@Bei vTdyn O6TL GTIC TEPIGCOTEPES MEPUMTMGELS, 1 1d10
KOVGOAQ YPNOUOTOLEiToL amd TEPIGCOTEPQ amd £va ATOUA, vl OPKETO Yo VoL Yivel

avTAnmT) 1 01€lcdVoN OV £YOVV T ALY VIS GTNV KOW®VICL.

Ot onuepwvol podntéc, akduN Kot GOITNTEG TAVEMIGTNUI®V, £(0VV UEYUADGEL, &ite
nailovtog moyvidia, eite avtidapPovopevol Tmg ta ynelokd mayvidlo gival pépog
g Kabnuepwng tovg {ong kan dtaokédaong. Xtic HITA, éyel vmoloyiotel g katd

péso 6po, maudld nAwiog amd 2-18 etwv apepovovv 20-33 Aemtd v npépa oe



I1. Avtoviov — Emotiun tov Xopov, 7, 2014 63

ynoewkd woryvidle. Ta aydpio nhwkiog 8-13 €1V apiepdvovv tov TEPIocdTEPO YPOHVO,
ne péco 6po 47 Aemtd v nuépa. ‘Epevvec €yovv deilel g ta aydplo aplepdvovy

neplocoTEPO YPpOvo amd ta Kopitola (Kaiser Family Foundation, 2010).

Iotopia mayvidounyavav

Ta ynoeaxd moyvidw ypovoroyikd speaviCovrat otic apyég g dekaetiog tov 1960,
otav o opdoda ottty tov MIT dnuiovpynce 1o moayvior Spacewar!, oto omoio
épalav 6vo maikteg va modepncovy petald tovg. O Kabe maiktng eiye Tov EAeyyo evog
JloTNUOTAOIOL, €VA o padpn tpovma Pprokdtav oto kKévipo tng o0ovng. Ta
Toyvidl o1yd- olyd KATAEEPOV Vo OEIGOVCOVV GE YDPOVG YuYoy®yiog, OTOv
ocuvnBg 0 veapdg €0IKA KOGHOG TEPVOVCE TNV MOPO TOL HE UTAMAPOO 1 GAAQ
napopol oy vidwa, eved pe v e&EMEN g texvoroyiog (amd tn dexoetioo Tov 70 Ko
petd), Gpyloe M YPNON TOVG GTO. OMITIL TOV EMEKTAONKE HECH® TOV TPOCOTIKMV
VIOAOYIOTMV, OAAYL KOl TOV KOVGOA®Y. Mol KOVGOAQ 1 TOLYVIO0 UNY 0V OVGLOCTIKG
givar  éva  LTOAOYIOTIKO oVUOGTNHO TOL  mopdyel onuo oBovng Pivteo ko
YPNOWOTOLEITOL PE o TPOGHETN GLOKELT AMEIKOVIONG Y TNAEOPAUCT] KOl LOVO Yo

Bwetomayvidwa (Wikipedia, 2014).

To Zentéuppio tov 1971, 10 mouyvidr Galaxy Game eykotactddnKe 610 TAVETIGTHUIO
tov Xtdveopvt. Boaocwlotav oto Spacewar! kot ftov 10 TP®OTO, TO OMOI0
YPTCLOTTOOVGE KEPUATO, Y10 VO AEITOVPYNGEL SNUIOVPYDOVTOG TNV Katnyopio arcades
N coin-ops, 0nwg ovopdotnkay (Wikipedia, 2014). Tnv 1610 ypovid, dnpovpynonie
10 TP®TO gumopkd moryvidr pe titho Computer Space mov ayopdcOnke omd v
etapeio Nutting Associates katackevalovrag 1500 unyavég, mov Asttovpyodoav pe
képuata. To 1972, o Nolan Bushnell kot o Ted Dabney idpvoav pia gtarpeio mov v
ovopaoay «Atari» Kot otn cuvéyela dnpovpyncav to Pong, éva maryvidlt 6tabud cto
YOPO NG YNOWKNG WYuyxoymylog Kot oTig cuokevés pe képpata. To Pong Ooule
OPKETA TEVIG, PE 2 YPOUUES VO OEKOVICOVY TOVG TOAKTEG, KO £Va TETPAYOVO TNV
urara. [HoAndnkav nepiocodtepa and 19.000 punyovquata pe to Pong, yeyovog mov
AmOTEAECE TEPAOTIO eMmTLYio Yoo TNV Atari, 0AAG Kot TV apyf] KOG VENS ETOYNG.
Ta Brvetomayvidia, pe v KukKAo@opia Tov Taryvidiov — otafpot Space Invaders amd
v Taito 10 1978, dpyioav va yvopilovv tepdotia enttuyio kot amodoyn. H emruyio

aLTOV TOL TOUYVIOOV, OONYNOE TOAAEG €TOUPEIEG OTNV KATOOKELY OVTICTOL(®V
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nayvwounyavav. To 1979 n Atari kukhoeopnce 1o Asteroids, evd v enduevn
YPOVIA KUKAOQOpNGE Kot 10 €yypopo Pac-Man. Méypt 10 t€hog ™G deKOETIOG TOV
1980, Aettovpyovcav pe KEPUOTO UEYOAES KOVOOAEG HE Toyvidlo Gg AP0 TOAAGL

KEVTPO Yuyoymyiog, 6€ OAOKANPO GYedOV TOV KOGLO.

H &&énmén g teyvoloylag, kol €wWdikdtepa M avdmtuén g obdvng vypov
KPUOTOAA®V, EMETPEYE OE OPKETEC ETAUPElES VO OMUIOVPYNOOLY  QOPNTES
oy vdounyavés. To Microvision (1979), ftav pia amd TG TPAOTES TOLYVIOO UNYOVES
TOV €100VG Kal YVOploe apketn enttvyio péypt 1o T€hog tov (1983). Meydhog otabudg
OTIS POPNTEG TTALVIOOUNXOVES NTOV 1] KuKAOQOopia TV cvokkevmv Game & Watch
¢ Nintendo. H oegpd avty ypnoipomoince pkpov peyéBovg 006veg LCD ko
UITOTOPIES TUTKAV POAOYIDV, Y10 VO ATEIKOVIGEL YPAPIKA. Ot oty vido UnyovES avTEG,
oe avtifeon pe T obyypoveg, eiyav éva kot povo moryvior (Topéag Exmoidevtikng

Teyvoloyiog - [Tadaymywod Ivetitovto Kompov, 2010-2013).

O 6pog «Edutainmenty» dnpovpyndnke yuo va meprypdyet moryvidwa, to onoio Exovv
EKTTOOEVTIKOVG GTOYOVS, Ywpilg Opmg va Eepedyovy and Tov kabopd Wuyoywytkod
yopaktmpa tovg. H katnyopia avtr Paciletal, kuplwg, otV EAKLGTIKN TOpOVGiaoT
YPOPIKAOV KO TANPOPOPLOV, KOOMG Kol APyNoNG, LE CUYKEKPIUEVOVS HLOBNGLOKOVG
otoyovg (Okan, 2003). H cuvrpintikny TAsloyneio ToV Toyvididv Tov VITAPYOVV GTO
eUmoOp1o, dev avnkovv oto ydpo tov Edutainment. Opwg, apketoi titAol mov Eyouvv
Inpovpyn et e oKOTO TNV Yoyoywyio Kot Oyl TNV EKTOIGELGT], LTOPOVYV COUPOVOL LLE
veoTepeg €peuveg va a&lomomBovy dNUIOVPYIKA LE CNUAVTIKE 0QEAT GTO XDPO TNG

ekmaidevong, aveaptnta amd TV NAKio ToV EKTUOELOUEVO.

Eivar 1dwitepa onpovtikd va dwywpiotohv to moryvidle, Tov KUKAOQOPOLV GTO
EUTOPLO0 KOOMOG KOl 1) AVTIANYN TOL KATAVOA®TY] — XPNOTN Yol T TToryvidlo ovtd, amd
MV avticTolyn avTiANyn 7OV VINPYE TNV TPOTYOVUEVI] TOVAGYIGTOV OEKOETIOL.
Moy vidounyavég 6nwc o Nintendo DS kot Nintendo Wii £yovv aAldEel Tov tpdmo e
Tov omoio 0 maiktng oAANAEmOpd pe 1o moryviol. Ewdwd omv mepimtmorn tov
Nintendo DS, to omoio mponyndnke otnv ayopd, o maiktng amoktd npoécPacn ¢° Eva
unyoavnuoe pe o8ovn aeng kot tvmkn oB6vn (DS / Dual Screen), xafBhg kot
duvaTOTNTEG OCVLPUATNG SIKTVOONG OAAL Kol chvoeons e Tto Atadiktvo. ApKeTd
oy vidlo €xovv avamtuyBel yloo T GLYKEKPYEVT] GUOGKELT TO. OTOI0L UITOPOLV VoL
BewpnBov TePIOCOHTEPO EKTAUOEVLTIKA TTOPE EUTOPIKE, OUWOC, GE Kopio mepimTmon dev

aviKovv 6to ¥®po tov Edutainment. [Tayvidia, 6mwg o Brain Age, mov aneikoviovv
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po oepd omd dpacTNPLOTNTEG, TOV AMALTOVV TOGO €EEISIKEVUEVES YVAOOELS, OGO KOl
aPNPNUEVT] OKEYN, ONUELOVOVV TEPAOTIO EMTVYIL O MOANCES ToyKoopimg. To
oy vidl avto, KaBOS Kot GALN TAPOHOLD, YOV SNUIOVPYNCEL Hia VEX KOTYopio TOv
ovopdleton «mayviow eEAOKNONG», KOl £YEl KATAPEPEL VO dAAAEEL TN dnuoypaeio
TOV TOIKTOV KoL VO EI0AYAYEL GTO YMPO TN YNOLUKNG YUYOYOYioG, oKOUT Kot ORASES
TANBvuc oy Tov modadtepa dev iyav 1 dev NBehav va £xovv oyéon pe avtd (Klopfer,

2009).

IoTopikd oTorycio TOLYVIOLAV Y10 OIKLOKY] Y PN O] KOl GE VTOLOYLOTN

H e£dmlmon tov KoveOL®mV KEPUAT®V, AOY® NG HeYEANS emTuyiog 0TS ovapEpOnKe
oe aifovoeg yuyaymyiag, mapdAinio odnynoe otn SNUOLPYIC KOL TOV TPOTOV
oLoKeL®V Yo 10 onitt. To 1968 dnpovpyndnke pio TpwtdTLRN KOVGOAQ 1| OTTOi0 GTN
ouvéyela PeATiddnke Kot KukAo@oOpNnoe amd v apepkovikn Magnavox to 1972. H
KOVGOAo vty ovopdotnke Magnavox Odyssey kot pumopovoe va dextel KAPTES
(cartridges), pécm TV omoiwv 0 TiKTNG UTOPOVGE VA XPNGLOTOGEL SOUPOPETIKA
noyvidw (kvpiog maparrayég tov 1d10v Tithov). Apyodtepa m Philips ayopace
Magnavox kot KukAo@OpNGe TNV KOVGOA NG Kot otnv Evpdnn pe noinoeig népav

TOV 2 EKOATOUUVPIOV GUCKEVDV.

Tnv mepiodo avtn, N ayopd TV Prvteomaryvidiodv eiye apyioet vo kotoktd tig HITA.
To 1977, n Atari kvkho@Opnoe v Kovoora tng pe ovopo Video Computer System
(apydtepa petovopdotnke o Atari 2600). H Atari kokAopdpnoe oxeddv tontdypova
Kot 9 Sopopetikd moyvidla, pe OMOTEAEGHA 1) KOVGOAD TNG VO YVOPIGEL TEPACTIO
emvyio. AAleg onuaviikég kovooieg mMrtav m Intellivision tng Mattel ko n

ColecoVision.

H xvkhogopio tov npdtev pkpoenetepyactov (Intel, ARM «im), odnynoe ot
INUIOLPYID TOV TPATOV ETUPEIDV KATOUCKEVTG VITOAOYIOT®V. Ot VTOAOYIGTEG avTol
NTOV OPKETA TEPLOPIGUEVOL OC TPOG TIG SLVATATNTEG TOVG, Kot amevbivovtay, Kupimg,
oT0. dTopa HE YVAOCELS TPOYpOUUaTIoHoV. Emedon ta mpdTto unyoviupoto dev
angvBivoviav o€ etarpeieg, dnpovpyndnke o Opog «OIKIKOS VTOAOYIGTACY, TOL
apyOTEPQ OVTIKATOOTAONKE amd TOV OPO «TPOCOTIKOG VITOAOYIGTNG». Etanpeiec, 0nmg
n Apple, n Commodore, n Tandy, kvkAo@opnoov to SKG TOLG HOVTEAQ, EVD

TAVTOYPOVO APYLGE KOL 1] AVATTTLEN TOV TPATMOV TOLYVIOIDV Y10 AV TA.



I1. Avtoviov — Emotiun tov Xopov, 7, 2014 66

To mpdT10 HOVGKO / YopeLTIKO oty Vidl Kuklopopnoe To 1987 (Dance Aerobics) and
t Nintendo, kot 0 maikTng umopovoe vo yopEYeL TaTOVTaS Tave 6to Power Pad g

Koveorag tov. 'Etot Eekivnoe 1 dnpovpyia tov moyviduwy pvbuod (Rhythm game).

To 1987 wvkhogopnoe, emiong, éva amd To daonudtepa moyvidlo dpdong /

amokpuyng, to Metal Gear, and 1o didonpo Hideo Kojima tng Konami.

H avéavopevn mpocoyn tov HECHV EVNUEPOONG KOl YEVIKOTEPO TNG OYOPAS OTO
HeYEON TOAMcE®V TV PvTEomayvidldv oAAG Kot 6To peyédn TG Kataypo@OUevng
otov TANBLGHO Toyvsapkiog (1660 YwpPLotd 660 Kot pali) TPoPodoTovV T0 dNUOCLO
OALG KOL TO EUTOPIKO EVOPEPOV YlOL TO exergaming KoTd TN Oldpkeln TV VO
tehevtaiov etdv (Lawrence, 2005). Avtf 1 un avapevopevn evacyoAnon tov HEcmv
evnuépmong odnyet 610 cvumépacio 6Tl To exergaming €ival éva vEo QaivOuEvVo,
TOPOLO OV Ol TPATES EUEOVIGELG VTG TNG KOTNYOPIlog Toyvidldv £(OovvV 10Topia
TOVAYIOTOV €KOCIEVTE €T®V. 'ETol pi ohvioun avadpopr] otnyv 1otopic TV
Bwteomayvidldy mov TAPAyovy 1N amoutodV TN COUOTIKY dpacTnPlOTNTOL Eivor

ATOPOLTN TN VIO TV TAN PN 0pL0BETNON TN TAPOVGIS CVTOV TOL THTOV TALYVIOUDV.

‘Ewg onuepa éxer oyeddv tavtiotel n evacydAnon pe to Prvteomoryvidlo Kot tnv
KOO1GTIKY] dpacTNPOTNTO GTO GAAOVL TOV GTITION, U0 dPAGTNPLOTNTO TOPOUOLL LE
NV TopakoAovOnon Aedpaons. Xtnv nepiodo ¢ dekaetiog Tov 1970 kou tov '80
ot1g aifovoeg yuyaywyiog, m evaoyOANoN Kol TO Toyvidl Pe ToryVIdo N ovES Tov
aVaTOPNYoyoy 0motodnmote oty viol, and to Pac Man éwg to Pole Position, onpotve
o011 0 moaiktng NTav 0phlog UTPOGTA GTNV KOVOOAN KOl GUUUETEIXE HE KIVAGELS TOV

oONOTOG oTNV gumelpia tov moryvioov (Lawrence, 2005).

To va mailel kdmoog éva videogame GUUUETEXEL EVEPYE KOl QLT 1] PLGIKT GUVOEST)
ne to moryviot dev e€apaviCeton eVIEADS TAPOAO TOL Ol TOUKTEG GTNV OIKIOKT XPNOM
dpyoav va kdBovior otovg kavomédeg mailovrag Atari, Colecovision, NES, 11 1o
PlayStation. Zt1g apyég g 0eK0ETIOG OTIC KOVGOAEG TTOL AEITOLPYOVGAV GTO OTTL, 1)
QLoIKN dtacHvoeon petad maiktn Ko 000vng elye axodua Kdmow onpocio LEcw Ty
tov joystick mov elye 1o Atari 2600. Avti 1 KIVNTIKOTNTO TOV OTOLTOVGE OO TOV
okt TO O VIol NTaV OU®G TEPLOPICUEVT Kol £T0L TBOVA 00N Y0VGE 08 KOKMOELS
OAAG KO YuyoroyiKn Tigon N dyyoc. Dol ot dpacTNPOTNTO TOV OVATTOGGEL O
TO{KTNG OTO MAEKTPOVIKO Toyviol dev pmopel va ovykpiBel pe v Kvntikn

dpactnprotnta Ty Tov Tpesipatog (Bogost, 2005).



I1. Avtoviov — Emotiun tov Xopov, 7, 2014 67

AQINTIKG NAeKTPOVIKG oy vidra Kon waryviota Eopoimong

210 TPAOTO YPOVIOL TNG ELPAVIONG TOV TALYVIOIDV, OKOUN KOt OTIS apEG TNG OEKOETIOG
tov 1980, Ta moyvida NTov amhd «nAeKTpovIKG Toyviowy. Me tov kapd OGS Kot
KOG M oyopd peydAwve, pe TOAAEC etoupeleg mAEOV vo Topdyovv  TiTAOLG
dnuovpynonke o ovaykn yo katnyoproroinoy] tove. Onwg gival kotovontd dev
VILAPYEL CAPNG KOl S10KPLTOS TPOTOG KOTNYOPLOTOINGNG TOV TALYVIOIDV aPOD TOAAES
Qopég avtd cvvdvdlovv amattnoelg kKot oevapla. [Hapdia avtd Egovv dnpovpyndel
opwopéveg katnyopieg.  Xoupwva pe opwopévovg ovyypaeilg (Crawford 1996;
Kimmons, 2010; Kuhn, Nigek, & Voges 2007), ot aAllayég mov yivovtol ot
Bropunyavia oy vididv eivarl 1060 YpNYopes, OTmG Kot KAOe TL Tov £yl oyéon pe TV
TANPOPOPIKY, OV KAOIGTOVV OMO10OTOTE TPOGTADELD KOTIYOPLOTOINGONG AVETAPK)
o€ TOAD GUVIOUO YPOVIKO SLAGTNHO. XTI GULVEXEW, TOPOLGIALOVTOL EVOEIKTIKA Ol
KUPLOTEPEG  KOATNYOPIEG TOVL  KATOYPAPOVIOL ONUEPO, KAODS Kot onuaviikol

eknpocwnot amd Kabe katnyopia (Okan, 2003).

Ta moyvidio Tov evidocovtol oty katnyopia eEopoimong (simulation), Tpocnabovv
vo prunBodv ) euotkn aAAG Kot Tov peaMopd g aAndwvng {ong. Ot xepiopol Kot
KIVAGES TOL Toiktn péca oto moryvior emmpedlovv dueco v katevOLVeMN TOL
AVTIKEWWEVOL TIOV €xel VO Tov €Aeyxd Tov. Ta maryvidwe oavtd ameucoviCovv v
peaAoTIK) Kivnon mov Bo cuvéPave kot ektdg Taryvidov. Ta moryviow egopoimong
Bewpodviar dVGKOAN J1OTL To. AGON dev GLYXOPOVVTOL KOL O TAiYTNG TOAD EVKOA
umopel vo vVOoTEL TG GLVEMEEG TNG €MAOYNG TOV 1 ToL AdBovg tov. [ v
KoAVTEPN ANYT eumelpiog kot v gupdbovon oto mepiPdiiov tov Torvidoh ot
epapuoyés  eEopoimong ovvdéovy TOo CUGTNUO OVOTOPAY®YNG  HE €EOTEPIKES
TEPLPEPEIONKEG CLOKEVES OTIMG TIUOVIL Y10 PEOAGTIKT 001 YNGT OAAG KoL YEPLOTHPLOL

(joysticks) mavopolOTLTIOL LLE OV TA TOV OEPOCKAPDV.
Kovaoles [aryvioiwv

KéBe xovooro moayvidudv mpoceépel povadikd ototyeior kot Agttovpyel povo pe

Aoyiopikd (maryviow) oyedoopéva yro avtiv (Mohsen, 2013).

Microsoft xBox 360: Mg v mpocOnkn tov Microsoft Kinect™ to copa eivor 10
YEPoTAPOo. Xpnoyonmolel pio KAUEPO LVREPIDOOOVS OKTIVOPOAING Yoo VO EVTOTICEL

kivnon oe 48 onueio kot émerta TPoPAALETOL M €KOVA GTNV 000V OC YOPUKTAPOGC
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tov mayvowY. To xBox etvar n kopvpaio Kovedra mayyvidudy otklakns xprions. 'Hom

KuKAoopel To xBox 720.

Nintendo Wii: To mo &egxymwpiotd otorgeio g Kovoodrag &ivor To  Ynouoko
yepromplo, To Wii Remote (Wiimote), 10 omoio ypnoyYLoToIEITOL 0OC POPNTH CLOKELT
KaTdoeEng, 6Tav 0 ToUKTNG aAANAETOPA e oty viowa. Kdamoa moyvidio amaitodv 1o
emmpooBeto yepotpro Nunchuck. To Wii Remote umopel va evtomicer v
EMTAYLVOY, O  TPEL  OIOTAGES  YPNOOTOIOVIOS  €vav  GLuVOLOCUO
EMTOYVVOIOUETPOV  KOL  OVIYVELTH HE VIEPLDON okTvoPoria  (amd  d10d0LG

ewtoeknounng LED péoa otn purndpo aictnmpa).

PlayStation 3 (PS3™): Xpnoiponotel dpaoctnptoTnTo HECH TOV POPNTOV XEPIGTNPIOV
Move kot g kapepag PlayStation Eye. To PS3 dwabétel kadbtepa ypoapud kot etvor
mo ypnyopo amd to PlayStation 2, ko eivar avtiotpdewg cvopPotd pe Olo To
noyvidie twv PS1 kou PS2. Avamopdyst vyning evkpiveliong diockovg Blu-ray,
avamopAyel Tavieg amd MAEKTPOVIKEG VANPECIES Kol OmoONKeEVEL LETAPOPTMUEVES

Tovieg 6TOV 6KANPO dicKO TOL.

PlayStation 2(PS2): ITwo owkovopkd o€ oyéon pe 1o PlayStation 3, avamapdyst DVD

KaBmg kot mayvidw Tov povtédwv PS1 kou PS2, dnwg ko o mpoypdppate DDR.

XaviX Port: TIpokettor yuo v Kovooia moyvididv tov XaviX Interactive System.
Kvkhopdpnoe 10 2004 and tv SSD Company Limited. H kovedia ypnoiponotel
KOGETEC Kol €W0IKA acvppoto yeplot)pa. Ta yepotipo €0V T0 GYNUO TOV
eComhopol abAnpatev (m.y. poémoro PrEUmoA, pakéteg aviiceaipiong). Ot Kivnoelg
TOV YPNOTN HETOQEPOVTAL 0TV 000V péow NG YPNONG ooONTp®V avOp®OTIVNIG

dtemaens. H xovadra avty| €ival 1 o 01KOVOUIKT 0O TIG KOVGOAEG TTOLYVIOUDV ).

Hoavyviorwe aoxknong (Exergames)

Ta exergames givar €va €id0g evepyntikdv Pivieomoaryvidudv mov meplapfavouv
Y0pO, COVIOEG 100PPOTING, TPOGOUOIMTEG KOl €EOUOLMTEG EKOVIKOV 0BANUATOV

(Hansen & Sanders, 2011).

H avagopd kot povo twv AéEewv exergames kol exergaming, yio €vo Un yvooTn
mBavotota vo odnyel ) okéyn tov oto Dance Dance Revolution wg éva amd to

TPOTO, TOL €00V awToV. Q6TOGO, TO TALYVIOW CVTHG TNS KATNYOPlag TPOTyouvToL
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tov Dance Dance Revolution tovAdyiotov 16 ypévia. BéPara vmbpyovv apketéc
avtifécelg otig myég amd mov Kol mwOTE  Eekivioov To  exergames GTNnV
TpoyUaTKOTNTO, KAOMG TOAAES €TOpEieS cUVAYOVIGONKAY Yoo TNV Kvuplopyio otV
ayopd PEGH KOVOTOU®Y GLOTNUATOV EAEYYXOV. 'Eva and ta tpdta ftav to Joyboard,
10 1982, mov ypnotpomomnke pe 1o moaryvidlr okt Mogul yio va wapéyet tov €leyyo
g woppomiag otnv mAateopuo Atari 2600. To 1989, n Nintendo, mov apyodtepa Ba
avantoéel o Wii, v mAéov avayvopiciun mAateoppo exergaming 6Tov KOGLO,
napovcioce o yavtt Power. To 1998 gppavicOnke avtd mov £ytve GUVOVLUO HE TV
évvola Tov Opov exergaming Kot 010000 Ke TAPA TOAD Kot NTOV 1 TOLYVIOOUNYAVT LE
10 Toyviotr yopov Dance Dance Revolution tng Namco mov odnyobce tov ypnotn o€
éval EIKOVIKO YopevuTikd meptBaiiov. Me t0 GUVOLOCUO TNG LOVGIKNAG, TO XOPO, TIC
CLVOYMVIGTIKEG AEITOVPYIES Y10 TOAAOVG TTOUKTES, £YIvE éval omd T ayomnpévo 6€ OA0
TOV KOGUHO €vePYNTIKA matyviow. AAko moryvidl opoOcHHo oty Kotnyopio
exergaming Ba eLEAVIGTOVV ¥povia apyodTepa, o€ Tomovg Tov Nintendo Wii, to 2010
1o Kinect ¢ Microsoft yio o Xbox 360 kot to 2010 emiong 1o PlayStation Move.
Evo n Nintendo Wii g181kevetat otnv KovedAa mov Tapakolovdel Ty kivnon and pio
ATOLOKPLGUEVT GVoKELT, 1| Microsoft kot 11 Sony PBacilovv TIg GLCKEVEG TOVS BTNV
teyvoroyia aviyvevong Kivnong yia v koveoia tovg, to Kinect kot tnv camera eye
avTioTOr(O, MOV UTOPOVV VO avVXVEDOLV TIS KIVINGES TOV CGAOUOTOS TOV TOUIKTOV
EMTPEMOVTOG LEYOADTEPT) EAEVDEPID TOV EAEYYOL KO TEPIGGOTEPT] COUATIKY] AGKNOT).
H xoAdtepn aviyvevon g kivnong 6Aov To0v COUATOS TOV TaikTn YIVETOL OO TO
Kinect tov Xbox 360. [ToAAd moryvido cvumepiapPavopévov tov Kinect Sports,
Kinect Star Wars ko1 Dance Central, otnpiloviot 6T1g povadikég duvatdTNTES TOL
Kinect kot amaitovv amd tovg maikteg va akolovBovv v Kivinon mov gugoavileton
omv 000vn Yo vo OAANAETOPOLV pe emTLYIO ME OVTIKEIHEVA 1 YOPOKTNPEG.
Exto6g and 11c KovoOleg moryvidudv, HE TNV omiotevta ypnyopn viobétnon tov
é&umvov miepavav (smartphones) and 1o 2007 kol HETA o oEPA amd exergames
&xovv avamtuybel Yo o KvnTd TMAEQ®VA TOV ¥PNoILoTolovy T Asttovpyia GPS.
Aoppdavovtag véyn 6t 10 YUIcL oLV TANBVGPOD TV evnAik®v ot Hvopéveg
[ToAteieg katéyovv TovAdyoTov €va smartphone eivol katavontd mwG Ol GYETIKES
epappoyés (exergame mobile apps) yvopilovv peyddn avantuén (Oh & Yang,
2010).
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Hiektpovikég maryvidopunyavis yopov

Onwg 1M avaeéptnke éva amd ta moryvidw Bivieo LOLGIKNG Kol YOpov, TOV oYedOV
puévo tov dnuovpynoe pia katnyopia, eivar o Dance Dance Revolution (DDR), éva
lamoving mpoéhevong maryvior g Koatnyopiog arcade dance simulation. Amd 1
OKOTIE TOV YNOKOV TOLYVIOU®V, 0VTOC 0 TOTOG TOV TOLYVIOIDV YPNCLULOTOLEL T
HoVoiKn kot To puOud ¢ pio véa Hopen OAANAETIOPAOTG LE TIG EIKOVES 0TV 000V,
Kol 0 YopOc dnpovpyel pa véa oxéon HETAED TOL MO VIOD Kol TOL GMOUATOG TOV

naiktn (Smith, 2004).

[Tpdxettar yio éva mayvidl Tpocopoimong xopov Tov TEPIAAUPAVEL YOUPOUKTIPES Yo
éva 1 000 TaUKTEG YOPEVTEG TOV aKoAoLBOVV pia Gelpd amd evoeilelg katevhuvong pe
BEAN oty 006vn avamoapaymyng pe TV dtayeipion Toug and To O o€ Eval OATESO
(thmmto, yoAdkl) pe SOKOTTEC MOV EMOPOVV GTO ¥POVO Kol pe Tn povoikn. Ot
cuvovacpol BeAdv kot o puBUOS avarapaywyng oy 086vn kabopilovv 10 eminedo
¢ dvokoAiag. EppavicOnke yia mpd @opd oty lonwvia to NoéuPpo tov 1998,
¢ arcade mayvidlr mpocsopoimong yopob amd tnv Konami Corporation kot apécmg
oxedOV €yve amodekto peta&d Tv epnpav, oyt pévo oty lamwvia oAAG Kot o€ GALES
Acutikég ympeg kot i Hvopéveg Iolteieg. Extog and 1o v ékdoon arcade, 10
moyvidl pmopet va morytel o€ MyOTEPO OYKADOES TOLYVIOOUNXOVES GTO OTITL OWG OE

vroAoyioty, PlayStation6 1| Dance mat.

[To cvykekpyéva, To matyviot avtd givar £va daitepo €160¢ mov ovopdletor Bemani.
Avtd T mayviow Pivteo cuvnbog sivarl eykoatesmuéva o dnpdcia Kataotipata. Ot
unyovéc Bemani «petatpémovv 1o oopo o €va 0éopo» (Smith, 2004), kabog
EVOEYETOL VO, OITOLTOVV OO TOVS TTAUKTES VoL YopevovV, va Tailovv Ta TOUTOVA, 1 VO
ppovvrol Tpoktikés Tov Disc Jokey og kaBopiopévo ydpo Kot 6€ GUVILAGUO HE TNV
eni g 006vng eupdvion cvuPorwv N odnywwv. Me ovtdév TovV TPOTO, OVTA TO
UNYOVNLOTO «UETATPETOVY TOVG Taikteg o€ ektedeotécy (Chien, 2006), pe v
tomofétnon v  KwvobueEvoy odpotog oty oBdévn. Onwg 1o mepiocdtepa
Bvteomayvidwa, ot unyoavéc Bemani mepiéyovv emiong otoyeio mov tovifovuv v
neBopyia kot v emdpkee. Ot maikteg avropeifovial yoo v c®oT Kot akpifpn
Kivnon oto ypdvo evd M advvopio EKTANPMOONG TOV OdMNYUOV TOV TOLYVISOV
Tipopeiton pe AEn tov mayvidov (Game Over) kot ovtd amortel mepiocdTEPO

vopicpata.
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Méca o€ OKT®O UIVES LETA TNV 0pyIKT KukAopopia Tov To DDR tov Mduo 1999, 3.500
arcade povadeg elyav NN mtoAndei kot péypt to 2000, n Konami &iye 260% avénon
TV KaBapdv 660wV, N omoia opeiloviav 6e peydlo Babpd otn SNUOTIKOTNTA TOV
Dance Dance Revolution (Chan, 2004). To 2000, n Konami kvkAo@dpnce to DDR
ot Hvopéveg Tolteieg, ko 10 moyvidl £Tuye Wdwitepa VVOIKNG LTOSOYNG. XTIG
apyés tov 2005, ot ovvolikég moykOouleg mwANcEG g oepdc Dance Dance
Revolution eiyov vrmepPel ta 7,5 exotoppvpo povédeg (HOysniemi, 2006).
[Ipdceata, 10 Toyvidt €€l GLYKEVIPMOOEL TNV TPOCOYN TOV OUEPIKAVIKMOV HECHV
HoltkNg eVNUEPMONG G oL €IKOVO TNG KoTnyopiog exergaming, G ONAQOY UG
CLYYMVEVOTG TOV TOLYVIOIDV PIVTED KO TNG ACKNONG LE GTOYO VO TPOGEAKVGEL TOVG
epnPoug ko va Pondnoel ot pelwon G OMEMG NG TOSIKNG TOXVOUPKING
(Associated Press, 2006). Avtf akplBdg 1 TPocEyyion 0dyNGE TIG ONUOCIEG CYOAKES
povadeg otnv Kolpdpvia kot tn Avtikn Biptlivia va evoopat®covy Tig Asttovpyieg
aLTOV TOL PvTEomoYVIOD GE TPOYPAUUATO CTOVdMV QULGIKNG aywyng (Kohler,
2005). To MMovemotmjuwo tg Notag DPAOpvta elye eykatacmost o DDR oto
olokaivovpylo  OAANAETOPACTIKO  yopvootiplo poll HE  EKOVIKEG  UNYOVEG
nodnAaciog kot Tpocopolwtég ovoovunopvt (Welcome, 2006), eved n Konami &iye
ouvayel coppovio pe pio Bvikn aAvoida yopvaotipiov yo vo eyKoatactadel to
nayvidl g og mepiocodtepa amd 600 yopvaostmplo g Bopelag Apepikng (Careless,
2005).

Mo ™ ovupetoy] 610 moyVidl, Ol YOPEVTES GTEKOVIOL TOVE® GE EMPAVEIEG TOV
onuewwvovtol pe Peddkio, Kot KGvouv T PUato o€ aVTA To EVEPYE KOLUTLE, OTOV
avtd tovg (el and Ta avtictoryo PEAN mov epeavifovtor oty 006vn. Ta PéAn
AVTIPOCOTEVOLV T PLOTO TOV YOPOV, KOl Ol TOUKTEG KIVOOV TO CAOUO TOVS GTO
xpévo pe o TANODPU LOVGIKOV EMAOYDOV KOl SLOPOPETIKMOV EMMEI®V SVGKOAMOG
(Onradn, 660 VYNAGTEPO £tvar TO €Mimedo duokoAiag, 1060 TeplocdTEP ProTa £vag
TOAKTNG TPENEL VO, EKTEAECEL Kal pe peyolvtepn tayvtnta). To moryviolr teleidvel av
évag Toikng 0ev umopet va kpatn el 6To ¥povo Le TN LOVGIKN Ko XOveL Thpo TOAAN
pnpata. Otov évag moikng cuumAnpovel £vo Tpayoddt, 0 moyvidl Tov divel éva
Babuo pe Pdon v anddoon. O PBabuoc awtdg avTimpoowneveL TV akpifela pe v
omoio 0 maiktNg £€xel KataPépel vo TopéUPel 6OOTA oTo gpPaviCOpEV oYL
Kivnoemv. O maikng pmopel va yopéwel HOvog Tov N pe €vay GLUTOIKTN, 0 KaBévag

pe Tov 0kd tov puoud. To maryvidt eivar dtbéco Yo 10 onitt o€ Pivieo KOVGOLEG
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oy vidlov 6mwg to Playstation tng Sony 2, Xbox tng Microsoft ko to GameCube g
Nintendo. Qotdc0, N arcade £kdoom TOL TALYVISODL £YEL WOOUTEPO EVOLAPEPOV EOD,
AMOy® ™ VAKNG ovvBeong tov. Omwg avaeépetar and tov Andrews (2006): «H
oLokeLN € Katdotnua Tpowbel po dSvvopikny anddoon mov amAd dEV VIAPYEL GTO
oniti, 6mov EEvot dev elvar mBovo va mapakoAovBodv tovg avBpdmovg vo mailovvy
(ogh. 5). Avto onuaivel 6t | tomoBétnon g ékdoong arcade 6e INUOGIOVG YDPOLG,
KoODC Kol M KOTOOKELT, Touyviduwv apparatus’ material, omoteAodv ta Poacikd

oTotyelo ™G Aettovpyiog TOVS MG TOTO EMOCEMV Y10, XOPO.

Q¢ ovokevn 1 6GVVOAO cuotnudtwv oty arcade ékdoon to DDR dwabéter petaiiikn
"iota" oxeddv 6 ekatooTd amd TO £00POG, OMOV OPLOHETOLVTOL LE GAPNVELL Ol
TePLOYES TOV oy vidlov. H mayvidopunyav dtabétel odta cav gdpovg mov avafovv
YO TN HOVCIKN Kol HIKPOTEPO (PAOTO EVOOUOTOREVO oty Pdon mov matdve To
TEAPOTA TOV oSV Tov ovdfovv Otav ot maikteg to ayyilovv. To mouyvidt
EVOOUATMOVEL TYNTIKA £0€ OTMG Y10 TOPASELY LA, 1] OVOPIKT POVI] TOV EKPOVNTI TOL
oxoMdlel ovvnBwg v amddoon tov maiktn Katd Tn Sdpkew kdbe TPOyovdlov,
TPOCOEPOVTAG 106eC 1 mapEyovtag apakivion. Ola avtd aviroya pe v akpifela
oV 0 YopevTNg TECEL Ta PEAN dnAadn TG evdeiEelg oe oyéom pe 1o YPOVO Yo TV
eMAOYN TOV Tpayovdmv tov. [TapdAinia, emevenuiec Kot omodokipacieg and éva
adpato mAN0og BeotdV €ival M OKOVGTIKY VIWOKPOLGN TGW OO TN LOVOIKN, TNV

evldppuvon 1 GKOTTIKY TPOGEYYIOT] TOV EPUNVEVTH GTNV TAATPOPLLL.

2TV ONUEPIVY| ETOYN AVATTOGGOVTOL TOLYVIOO UNYOVES ] GUGKELEC OV oTNPifovV TNV
Aertovpyio TOLG KLPloPYO GE KAUEPEG TTOL OAVIYVEDOLV KIVION KOl ETLTOYVVGLOUETPOL.
Yuven®mg OAo. To TOAOLOTEPO. GLGTILOTO 7OV OTOLTOVCHV TANGTIKA OGmEdD LE

acOnmpec anotelohv TAEOV TapeABOV.

[Hapovoiaon Taryvior®V yopov

To moryvior Dance mats (yohdkio 1 po&ihdpio xopov) givar évag cuvovaouds
ToyVOl00 GTOV VTOAOYIGTH] Kot GOKNONG OTNnV omoio To Pruote Tov Y0pov
npofdAlovior oe éva toiyo péow PwvteompoPoréa M v 0006vN Ko ot ToikTeg
akolovBovv Tovg Prpaticpovg oe  pagAdpla Samédov OV EVEPYOTOOVVTIOL LE TO

1610 TOVC.
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‘Eva pa&ihdpt xopov, emiong yvootd o¢ YoAdKL Yopov, TAATOpLL Yopol, ETLPAVELD
flitter, 1 jitter eivon po emimedn NAEKTPOVIKY EMPAVELD LE EVOOUATOUEVO EAEYKTY|
VOOV OV YPNOYWOTOOVVIOL Yol TNV EI00Yy®YN oto mayviow yopov. Ta
TEPLooOTEPA HOEIAAPLRL Yopov ywpilovtal oe mivokeg pe teTpdymva 3 X 3 yuo va
otabel 0 TaikING, pe Kdmoa 1 OAa Ta TETPAYOVA VO, AVTIGTOLYOVV LE TIG 00NYiEg N TIC
evépyeleg péco o610 mayviol. Mepikd po&idpla yopolh £€yovv emiong emmAéov
KOVUTA €@ amd TV KOpLo TEPLoy Pnuoticpov, 6mmg to «Evapén» kot «Emioyny.
Ta (ebyn tov po&loapudv xopod cvyvd tomobetodvior 10 éva dimia 6To GAAO Yo

oplopéveg Aettovpyieg tov maryvidrod (Wikipedia, 2014).

Tov Iavovdpio tov 2011, ta cvotiuata Dance Mats eiofynoav ce 22 dnuoocia
oyoAeio g devtepoPdbuiag exkmaidevong (MAkiog 11 g 18 et®v) og dV0 TEPLOYES
¢ Boperoavatoiikng Ayyiiag. H mpotofovria oyedidotnke yioo va Tpowdncet pua
KOWVOTOMO KOl EAKLOTIKO TPOMO Y10, GOUATIKY OPAGTNPOTNTO GTO CYOAEln Kot
JELKOAVVONKE OO TO TOTIKO TPOCHOTIKO PUGIKNG AYWYNG TOL £pYALOVTOL EVTOS Kot

petald tov oxoreiowv. (Azevedo, Watson, Haighton & Adams, 2014).

Ewova 1. Dance Mats.

[Inyn: http://www.fitnessgaming.co.uk/fitness/Danceclub_Dance Mats.html#a283

H iDance Machine givot éva motyviot 6tov vroAoyiot mov maileton (kKabodnyeitor)
Ao TIG KIVIOELS TOV CAOUATOG KAT® Ao TIG OMTIKEG 00N Yieg, TOV TapEyovTot amd Eva
eWIKO Aoywopkd kot epgaviCetor oty peydAn oBo6vn umpootd omd  TOLG
ovppetéyovteg. Katd m Oudpken to0v moryvidolod ot ToIKTEG OTEKOVTOL OTNV
TAOTEOPO YOPOV KoLl TOTOOETOVV Ta TOO10 TOVG, KOl LEPIKEG POPES TOL XEPLAL, YO TV

EMOPN OE TEPLOYES, CLUPMVO. LE TS KatevBiveelg mov opilovior amd T BEAN TOL
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enpaviCovror otnv 006vn. H mhatedppa iDance kotoypdeet TG KIVIIGELS TOV TOKTOV
KOl TTOPEYEL TNV OVATPOPOOOTNOY CYETIKA He TOV YpdvOo Kot TNV okpifso tov
Bnudrov. epropPavet évo evpd EAGHO LOVGIKNG KoL SIVEL TN SuVATOTNTO EMAOYNG
and 25 emimedo MOV TOPEYOLV JOPOPETIKG emimeda évtaong g Goknone. H
avVaTPOPOSOTNGON GYETIKA HE TNV EMTUYI0 EKTEAEONG TTEPAAUPAVEL TO TOGOGTO NG
axkpifelag 1060 TV KWNGE®Y, OGO Kol TOL YPOVOL G GUYKPIOoN He TNV Tlovn
péyrot Pabuoroyio (Ruzi¢, Mohar, Radman, 2014). To iDance (tvmomompévo ®g
Positive Gaming iDANCE) &ivar éva povokd maryvior Bivieo, éva mayviol yopov pe
1éo0epa mhved, mopdpowe pe tov Dance Dance Revolution. To moayvior etvou
dwbéoo oe dapopeg pubuioelg pe acHppartn dwwovvdoeon pe To pa&haplo xopov

Kot VTOoTNPLEN Yo EmG Kot 32 ToikTeC.

To Just Dance (Xbox 360 w Kinect, Nintendo Wii, PS3 w Move) amoteliel pio and tig
oLYYPOVES EQPAPUOYEG TOV €ivorl TOAD StadedopéVn Kot ToPOoVoldlel TOAD KOAEG
TOANGELG GTNV ovTioTOYN oyopd. ZTO Ty vidl ovtd o1 TaikTeS (€¢ 6 avdioya pe v
TAATEOP L) TPOSTAOOVV VAL TAPUKOAOVHNGOVY KOl VA VTLYPAWYOLV TIG GIAOVETES TOV
YOpeELT®V otV 006vn pe €va JooKedUoTIKO TPOMO. ZVOHQPMOVO HE KPUTIKEG CE
avdAoyeg mEPOYES TOL AOIKTUOV OVOQEPETAL GOV L0 TOAD KOAN dpacTnpLOTNTO

Kivnong mov mpoceipel oToV EAEYYO TOV PAPOVS Kot £XEL OPEAT MG ACKNON.

Ewova 2. Just Dance

To Dance Central 2 (Xbox 360 w Kinect) avoeépetor ™G 1 0@POKPEUN TOV
AVTIGTOLY®V To VIOV e BAoT TiG Y0peLTIKEG Kivioels. Ommg kot To TPo1yoLUEVO
oy vidl amewovilel T0 cOUO TOV TOUKTN otV 000VN YPNOYOTOIDVTAS THV
avtiotoyn Asrtovpyia g cvokevng Kinect g éva motd aviiypago yopevth. Kotd
™ OLIPKELL TOV TOLYVIOOD KLAOUEVEG KOAPTEG UNVUUAT®V TPOEOOTOOVV Y10, TIG
emepyopeveg kivnoels. To moryviol katoypaeel TV TANPN KIvion T0V COMOTOG Kot

KkaBodnyel Tovg TaikTeg o€ po TANODpA KIviioE®V
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Ewéva 3. Dance Central
"Eva 6Alo maryviol eivon to Nickelodeon Dance (Nintendo Wii, Xbox 360 w Kinect)
mov amevBuvetal kupiapyo o mTodtd. Ot Pryovpeg TV YOPEVTMOV ALY Kot OO YEVIKA
T0 OKNVIKO &ivor pe @ryovpec amd moudikovg Mpwes. Emiong ov kwnoelg eivan
TPOGOPUOCUEVES OTIS KvNTIKEG 0eE10TNTEG TOV UTOPOVV VO EKTEAECOVV TOAKTEG

HKpng nAKiog.

Ewova 4. Nickelodeon Dance

Yrdpyet eniong pa £kdoon €01ka yio woudid tov Just Dance Kids 2 (Nintendo Wi,

Xbox 360 w Kinect, PS3 with Move) mov amevBbvetor o €va guphtepo QAo

NMKIGV amd OTL TO TPONYOVUEVO.

Ewova 5. Just Dance Kids 2
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Algpediviion aElomoinoeng YNOLOKAOV TALVIOL®V Y0POoD

21 Pdaon epeuvNTIKOV TEWGTNPLOV SUTLTAOVETOL 1] OTOYN TTAOS, 1 EVAGYOANCN e
YNOLKA OAANAETIOPACTIKG Tty vidia Tov aSl0TO10VV TN PLGIKT Kivi|on TOV TodIdV
Yo doknomn ko mouyvidl, eEacknolomayvidla (exergames) PUmopovV vo. GUUPAAAOLY
ot PeAitioon g vyelag Ko v avantvén g emdegomrag (AmooTtoldkng &
Avtoviov, 2010; Apostolakis & Antoniou, 2010a; Bianchi-Berthouze, Kim, & Patel,
2007; MacKinnon & Gardiner, 2008; Morelli, 2010; Sallis, 2011; Sinclair, Hingston,
& Masek, 2007; 2009; Vernadakis, Gioftsidou, Antoniou, Ioannidis, & Giannousi,
2012).

Opiopéveg €pevveg €0e1&av tn BeTikn emidpaon TV PVIEOTOYVIOUDY TN YVOOTIKN
avantuén (Barlett et al., 2009) kot oe ontiko- yopwkég de&iotreg (Ferguson, 2007),
OAAG  ToplAANAC  VTApPYEL  €VIOVOG  TPOPANUOTIOHOS Yoo TN YPNOM  TOVG
(Kovtpovudvog & Nikoromoviov, 2010)

Yy EAAGOa, ov Kot To. ynelokd oty violo ypnGLHOTolouVToL £0M Kot TOAAN ypdvia
oe aifovcec yuyaymylag | o€ GAAEG GUOKEVEG GTO OTITIO TOAADV LOONTOV/TPLOV,
®oTdG0 M YpNoN Tovg o€ eEMOYOAKO TEPPAALOV OAAG KO 01 TPOTOL e TOVG OTOTOVG
pumopovv  va  aflomomBovv To. ymewokd morvidlw oty dtomn  pdnon  tov
LoONTOV/TPIOV amoTeAoVV Topéa oL Ogv €xel epevvnBel emapkmg (Xpnotov, 2007;

20@0og & IMavtein, 2009).

Ot Chou kot Tsai (2007, om. avag. oo Kovtpovpdvog & Nikoromoviov, 2010)
Bprkav opopés @OAoOL peTaEy epnPov (535 pabntéc/tpieg 15-18 e1dv) o
CLYVOTNTA YPNONG KOl OTIC TPOTYNGELS TOV YNOPLOKAOV TOLYVIOIDV. ZUYKEKPIUEVA TO
ayopla mepvovv mepinov 284 Aemtd v €fdopdda (41 Aemtd v nuépa) mailovrog
oy vidln kot to Kopitoia mepimov 172 Aemtd (25 Aemtd v nuépa). AVapopika Le TIG
TPOTUNCELS TV 000 QLAWYV, To ayopla Emolov cvyvotepa maryvidw pOA®V Kot
KOTOMY oy vidlo oTpaTnyIKnig, dpaons kol afAnTikd. Xto Kopitold, o Mo cuyvd
YPNOLOTOVEVE oL Vidla NTov To TACA, akoAovBovdueva omd ta oy vidlo dpdong
Kot podov. Kot yio ta 000 @UAO, ol AyOTEPO GLYVA YPNOUYLOTOOVUEVOL TUTOL

O VIOLOV NTOV TO ToY VISl TEPITETELNG KOl TPOGO LO1MONG)
AlQopOTOINGN OTIC TPOTUNGELS TOTOL YNELOUKOD TOLYVIOOD HETOED TOV (QUAMV
éoel&av ot Quaiser-Pohl ka1 ovv. (2006, , om. avoe. oto Kovtpovpdvog &

NworomovAiov, 2010) peta&d 861 padntov/tpiov devtepofabog ekmaidosvong (10-
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20 etdv), pe péco O6po Mikiog ta 14,6 €. Avo@opikd HE TIG TPOTIUNGELS TMV
LoONTOV/TPLOV TPOS TO YNPLoKE oy vidla, avadeilydnkay Tpeg Katnyopieg mouktov:
Ol «TOIKTEC TOLYVIOIDV OPAONG-TPOGOUOIMONCY, Ol «ITAIKTES TOLYVIOUDY AOYIKNG Kot
e€doknong oelottwv» Kot ot «un maiktegy. Ta ayopla Ntav mepiocdtepa (81%)
oTNV TPMOTN KOTNYopio, EVO TO KOPITo NTOV TEPLGGOTEPA OTIG GAAES VO KT yopies
(83% won 81% avtictorya). Ze 0TL APOpd TN cVVIEST NAKiNG Kot TPOTIUNoNG TOTOL
ynowkov mayviowv, ot Eglesz kot cuv. (2005, , on. avae. oto Kovtpovpdvog &
NuworomovAiov, 2010) €dei&av v v nAklakn opdda tov 10-14 etdv ta e&ng: 33%
Tov 10 etddv dMNAwoay 0Tt TPOTHOVV Ta Ty vidla mepéteos, 45% twv 11 etov ta
noyvidle ayovov (racing), ta 13 etdv modid dMAwoov kvpimg to mouyvidw
otpatNyikng kot 44% tov 14 et®v MNA®GOV TNV TPOTIUNCT TOVG GTO ToLVid
dpdone. Ta moudid kdto tov 10 etdv eméleyav ynelokd moryviowo, TPOKEEVOD Vo
EMTOYOVV KOAVTEPO OMOTEAECUOTO KOL VO HETPNOOLV TIS IKOVOTNTEC TOVS, OF
avtiBeon pe peyordrepo moudd [Mvpvaciov kot Avkeiov, 6mov o KiviiTpo NTOV M

cuvepyacia.

H evaoydinon pe ta Prvreomoryvida eivar pio dpacstnplotnTa T0L AeDBePOL YPOVOL
ov dev meptEyel Kivnon kot yopoakmpiletor v koBnimorn tov ypnotn. Me v
e€eMEn g TeYvoloYiag O €vag avEavopevog aplBpdc moyvididv givalr mov
avaykdlel Toug ypNoteg vo onkmbohv and v kopékia Kot va kivnbouvv. Avtd o
mayviole mov  Omwg  avoaeépOnke ovopdlovtor exergames 1 exertainment -
neplhappdvovv  xopd, aegpofikn yvuvootikn, kick-boxing, afintikéc kwvnoelg,
TOAEMKEG TEYVEG, N GALEC HOPPEG COUATIKNG OPUCTNPLOTNTOS Kol YEVIKOTEPO
EVOOUATOVOVV TNV (GOKNON MG TPOTO Yo Vo OAANAOETOPOVYV Ol TOIKTEG HE TO

oLy ViotL.

Avt 1 dpactnpdmrta  tov exergaming givon dnpoeiAng otig HITA kot n €pguva
KOTOOEIKVVEL OTL UTOPEL Vo PEATIOGEL T €MimEdA TOVL AyYovG, TN dwaxeipiomn Pépovg,
TN QULOIKY] KOTACTOON Kol TNV VYelo Tov Toukt®v. Mepued exergames mouyvidlo
OMUIOLPYOVV GLVONKES HOG KOANG TPOTTOVNONG Kol £I6L €V Ol Taikteg mailovv
KUPIOG Yo TNV Yuyayoyiod Kol TNV KOWOVIKY OAANAETidpacn tovg £xovv
dvvatdTNTO Vo amoAapPdvouy Ta 0@éAT Yo TV vyEin g Eva TpOGOETO TAEOVEKTILAL.
Yrdpyovv maikteg mov dev NTav MOAD OpacTNplol Katd To TapeAbov Kot €xovv
SmIoTM®GCEL 0TL TO Vo ailelg exergames ivat £vag e0YPNOTOG KOt OMOSEKTOG TPOTOG

Y. va. cLppeTEyovv o€ doknon. Ilapokdto yivetoar avagopd o€ pepKd Pootkd
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ELVPNUATO TNG EPELVOG GYETIKA LE TIS YPNOELS KOL TIS EMMTOGELS TOV €Xergames

(Lieberman, 20006).

To meprocdTEPO IMUOPIAES OTIG HEAETEG YO TIG EMMTOOELS TOV exergames givor m
dPAGTNPLOTNTA TOV YOpov Kot 101KOTEPA TaL Prvieomaryvidio Dance Dance Revolution
(DDR), and v Konami, kot In the Groove, and v RedOctane, ta omoio &gouvv
movAncel ekatoppdpla Koveoreg otig HITA kot eivan emiong dnpoeidr oe aibovoeg
noyvdwwy Pivteo. Ot maikteg Prvteomaryvididv yopod KAADTTOUV €va upy PAGH
ONUOYPAPIKADV YOPOUKTNPLOTIK®V, omd TV NAKia, To VA0, T0 eninedo Pdpog Kot TO
eminedo PLoIkNg Katdotaong. H dtacvvdeon og avtd ta moryvidwa eivat évag Tammtog
Y xopd G610 MATOUO, £TCGL AGTE M Kivnon Tov KAT® UEPOVS TOL COUOTOG KOl 1
OLVTOVIGUEVT KivnoT TV Todldv va givar ot 0eE10TNTEC TOV ATOITOVVTOL Y10, VO

KePOIGEL O TAUKTNG GTO Ty VIoL.

Mo to mwayviow gopod 10 onuaviikd gdpnua sivor 6t 12 gfdopddeg aepdfia
doxnon, pe ) xpnon tov DDR, Beitiooe onpoavtikd v evéoniiokn ducieitovpyia
(Endothelial dysfunction), g vaépPapa dropa (Murphy et. all, 2009).

O1 gpevvntég €xovv apyicel va depevvoiv Tig emmt®cels Tov DDR €6d kot apketd
ypovia. o mapddetypa, o Smith (2004) avayvopilel povo 1€66€pIc TPOGEYYIGES GTO
y®po tov DDR: 100 0vdpiopov (kor opoeofic), tov aOANTIGHOV, NG QUGIKNG
KATAGTOONG TOV CAOUOTOG, KAOMOG Kot Tng Tomikng tovtotntos. [lapd to yeyovog 6t 1o
oy vidl Tpooeépel mpdypatt Eva ydpo ywo. TV amddoon g tavtdttag (Smith,
2004), wo perét pe meptocotepovg omd 500 maikteg deiyvel 6TL n dNpodcLo amddoon
tov DDR yopaktnpiletor amd avicdtnteg 1oybog wg mtpog o VAo (Hoysniemi, 2006).
Kat 6Aot o1 Adyot Aettovpyodv péca og pa (ovtavr, d10KpaTIKh KOWOTNTO 0OTad®OV
omwg éyxer yaptoypoenbet and tov Andrews (2006). Ot maikteg tov DDR éyouvv
ONUIOVPYNGEL TO O1KO TOVG POPOLL 6TO AladiKTLO, TO HIKO TOVG GTLA TOL TALYVIOLOV,
TN OK1d ToVG €0OTVTI, KO TIG OIKEG TOVG XOPEVTIKEG KIVIGELS E101KA Y10l TO Ty vidt

(Andrews, 2006).

Onwg avaepépetor og avtiotoryes épevveg 10-20 Aemtd evaoydinong pe to DDR givan
ooduvapo pe €0 10 Aemtd vtovng CUUUETOYNG GE OydVO TEVIC 1| KOADUTL Kol OTL

188 kJ katavaimdvovtot katd tn ddpketa piag cuvedpiag (Tan et al. 2002).
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Ewova 6. Dance Dance Revolution

Ot poppég exergames 7oL O&v YPNOWOTOOVV €vo. Tdmnto Yopov kepdilovv oe
onuotikdtTTa. Mo tétotla Teyvoloyia givar avty mov epapudletal oe éva moaryvidl
e€aoknong to EyeToy: Kinetic. Ta moawyvidie EyeToy ypnowomoovv po kapepo
OTPAUIEVT TTPOG TOV TOKTI), M 0ol E1GAYEL TNV EIKOVO TOL TTAUkTN oTNV 006VN Ko
o€ £va IKoVIKO Tepiaiiov maryvidorov. H diemapn givar n puoikn kivinon tov moikt,
N omoia yivetot oioOn T amd to oy viol pécm g kapepog. Evag eaxog cuilapPavet
™V TAPN €KOVE TOV TOUKTN OO TO KEQAA HEXPL TAL dAXTVAN, £IGL OOTE VO
evtromilovtatl OAeg o1 Kvnoelg Tov ompatog. To mayvidl EyeToy: Kinetic mpoceépet
o oAl omd TPOTOVNGELS, TOV KLpoivoviol amd dpacTnpOTNTES HAYNG, OTIC
omoleg Ol TOUKTEG TPEMEL VO KAMTONOOLV KOl OOTPHCOVV EIKOVEG amd Sbpopa
avtikeipeva wov epeavifovior vo TEPTOLV, £MG GTNV EVEPYNTIKN] GULUUETOYN OE
OCKNGCELS TOV OVEAVOLY TNV KOPOWKY CLYVOTNTO, GE YLUVOOTIKY, GE KIVIGELS
Kapdte, kol o€ yoyko. 'Evog ewovikdg mpomovntig kaboonyet tov maiktn o Eva 12
ELOOUAd®V TPOYPOALLL YOUVOCTIKNAG OV YIVETOL OAO Kol O OVGKOAO LE TNV TAPOSO

OV XPOVOV, KoL TNV TPOOSO TOV TOUKTI).

To Yourself Fitness etvat éva mpodypappo doknong mov Pacifetor 6tnv KOVeOAQ TOV
ypNoomotel £va KOwmvikod TepBAAAOV - &va €IKOVIKO €KTOLOEVTH TOV OvVOopAaleTal
Méylo - kot kaBodnyel Tov ypnotn oTIG KOONUEPIVES TPOTOVIOELS EVED ToPAAANAQ
KpoTd €vo apyeio g mpoddov Tov xpnot. O xpNoTNS UIopel Vo TPOGUPUOGEL TIG
TPOTOVNGELS Ue PAon TIC OTOMKEG KOVOTNTEG KOl TO EVOPEPOVTO TOL KOl TO
oLoTNHO TPOGOPUOlel TO TEPLEYOUEVO Kol Tn OLoKOAlo NG KABe Tpomdvnong
avdloya pe T dudbeom Kot To EMINESO EVEPYELNG TOV avaPEPONKAY amd TO YPNOTN Yo
ka0e pépa. Ta Pacicd yopakpoTiKd Tov Bivico-mayvidumy £xovv ypnoyomon el

ot0 Yourself Fitness, 61mov 10 mpdypappa BETEL TOVG GTOYOLVS Y10 TO XPNOTN KO, GTN
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ovvéyela, mopéyel avtopoPéc. T mapdostypo, petd v emitevén  evog
OLYKEKPIUEVOV OTOYOV €EACKNONG O TaiKTNG €Yl TN dvvatdtTa Vo TPocohioel véa
LOVOIKY VIOKPOLON ®G ovTapoln. Qotdco, 0 mPOypoppa avtd dgv glvar éva

oy vidl, Kuplog gival éva ElKoVIKO YOUVOOTHPIO.

Mo perétn pe 22 vrépPapa Kot pe eUOI0A0YIKO cOUOTIKO Bapog modid niwiog 11-
17 dwmictwoe 6t1 0 DDR avédvetl toug puBpovg g Kopdlis TovV TUKT®V, £T61 OOTE
VO TEKUNPLOVETOL [Lol aePOPia TpoTdVNoT Kot Vo KEPOILovV 0PEAT GTO KUKAOPOPIKO

OUGTNUO, OKOUO KO LE TO 10 €0KoA0 emtinedo Tov mayvidlov (Unnithan et al., 2006).

M 6AAN pedém e€étaoce Vv €vtaon g doknong tov va mailel kdmowog to DDR og
éva LéEco eminedo dvokoAiag Kot SomicT®oe OTL TANPOVGE TIG EMICILES TPOIIALYPOUPES
Yoo TNV ovAmTuEn Kot T S1aTHPNon TG Kopdlo-avamveLoTikng youvootikng (Tan et
al., 2002). M tpitn perém, pe 35 epnPovg oty IevovABavia, dwmictwoe 6T TO
DDR avénoe v kopdlokn cvyvOotnto T®V GLUUETEXOVIOV GTO SUTAUCIO0 Ao TO
eMinedo Npepiog ToVg KOTA T SLIPKELN UG TEPLOOOV EVAGYOANONG 45 AenT®V, KOTA
néso 6po, kol avtd omotedel amddeln 6Tt 10 va mailel kdnowog to DDR umopet va
EMTOYEL U0 aEPOPlo AoKNON KO VO SLOTNPNCEL EMOPACT, GE OAOKANPN TNV L

nepiodog mpondvnon (Hindery, 2005).

Ta o@éAn MG OCOUOTIKAG JpacTNPOTNTAS &ivol KOAQL TEKUMPLOUEVO KOt
TEPAMAUPAVOLY KOPIL0-0yYELOKT LYElR, KOADTEP dlaxElplomn Tov BApovg, Heiwon Tov
dyyovg Kot tov oTpeg, Pertimon ¢ pudnong kvaicOntikdv de&ottov, Pertioon
YVOOTIKNG gypriyopons kot amdooong (Shahek, 2005, om. avag. oto Lieberman,
2006).

To DDR kot 10 In the Groove ypnowyomowovvior katd T SdpKew podnudtov
QUOIKNG AY®OYNG, OAAG KOl PETA TO GYOAEI0 G€ TOAAEG GALEC OYOAIKEG TTEPIPEPELEG
ot HITA, kot o1 pobntég, ot ekmadevtikol Kot ot yoveig givot moAd kavomompévol
ue ta amoteléouarto (Barker, 2005; Hindery, 2005; Shahek, 2004, om. avae. 6to
Lieberman, 2006).

To In the Groove ypnoomomdnke o€ €vo TPOYPOLUN YUUVOOTIKNG OTO YMPO
epyaociag mov ovoudoOnke Revive! The Workplace Break. Amattovoe éva Pivteo
oy viol cuvdedepévo e éva TdmnTo Yopolh Kol po. THAEOPACT), XWPIG va LvITapyEL
Kopio avdykn vy oteAéymor, €EOMMOUO GoKNoNG, M OKOUN KOl POLYICUO

npondvnone. Ou epyaldpevol pmopovoav vo mailovv oto In the Groove kot va
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YPNOWOTOMGOVY €V TPOAIPETIKO  GVOTNUO.  MUEPOAOYIOVL,  YPOVOUETPNONG,
evaicOntonoinong evesiag, dy®VICUOVS OpAdas, KaBMS Kol TNV KOTOYpoEr] TNg
vynAOTEPNC Pabporoyioc. Avtd ta epyaieion £xovv oyedlaotel Yo TV okodOun oM
™m¢ evatoOntonoinong evefiog petald tov epyolopévov kot v mpomddnon g
emKowmviag kot ™G ovvepyaoiag. Mo ékBeon tg RedOctane, v etaipeia
napaywyd tov In the Groove, avaeépst T 0QEAN TOV TPOYPOUUATOV QUOIKNG
Katdotoong tov  epyolopévev, ocvumepthapBovopévav  Tov  BEATIOCE®V NG
OLTOEKTIUNOMG, HelmoN Tov Ayxovg, avénomn tov eminedov evépyelag kot gve&iog,
peimon TV adKaloAGYNTOV AToVCLDY Kot ouENUéVT GLYKEVTIPp®ON, Peitimon tng
LVAUNG, TNG OMWOVPYIKOTNTOG Kot TG mopaywywkdtnrog oty epyocio (Shahek,
2005, om. avae. oto Lieberman, 2006).

To maryvior Dance Dance Revolution, supitepa yvmoto pe ta apyikd tov, DDR, givat
éva omd to mo peietnuévo. To DDR, mov kukAopdpnoe 1o 1998, sivar éva maryvidt
nov Paciletal o po cuokeL] 16050V YVOOTH ¢ £va Tamnta (Lagdapt) xopov. O
tdmtog mapdyetal ond koPdAtio Flux (Zynuo 1). O tdnnrtag amoteieiton amd €va
teTpdyovo pad mOV OKOVUTA O©TO TATOMHO KOL O TOIKTNG OTEKETOL EMAVE.
[TeprapPdver apkeTovg d10kdOTTEG TOL O TTAKTNG evepyomotel. To maryvidt deiyver o
oelpd amd «PRUate Tov YOPOL» - GLYXPOVICUEVO LLE TN HOVOIKN, He kdBe o mov
avtiotolyel og €va dokOnT otov Témnta. O TaiKTNG GKOPEAPEL TATOVING TO CWGTO

JKOTTN GTO COGTO YPOVO.

Apxetéc perétec tov DDR  katadsikvOovv 11 duvatdtnteg TOv  ©C o
OTOTEAEGUOTIKY LOPON AoKNONG. X& OYETIKN TopéuPacn pe 25 moudid wov yopevav
pe o DDR kataypdonke adénomn g evepyelokng damavng katd 172 +/- 68% mavem
amo TG Tiég npeptog, o ovykpion pe 138 +/- 40% katd o mepmdtnua og dSadpopo
ue toyvra 1,5 pidia ava opa (2,41 yumodpetpa ava dpa) (Lanningham-Foster et al.
2006).

Yvykpivovtog to amotedéopato g doknong tov Dance Dance Revolution pe tig
KOTELOVVTINPLEG YPOUUES Y10 TO GET TV OCKNCEWV amd 10 Apepikavikd KoAéyo
ABMtiatpikng (Pollock et.al., 1998; Tan et al. 2002) dwmot®Onke OtL T0 TOUYVIOL
ocuoppadifer pe v eddylotn ovotaon Yo v €viaon (my. 60% g péyomg
KopOKNG ouyvotntog), aAld dev cupuPadilel pe v ovotaon yuo T SdpKeEW TG

doknong.
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H tpéyovoa épevvo OYetikd pe TNV OmOTEAECUOTIKOTNTO TMV exergames &gival
otpefA o€ peydro Poabud oty agoAdynon TV VOICTAUEVOV  EUTOPIKMV
CLGTNUATOV GE GYECT LE TA OPEAT Y10 TNV VYELD TOV TUKT®V TOVG. Avtd Tteplopilet
™m onpoocio TV guPNUATOV Yo oV
W0HTEPO GLVOLAGHO TNG UNYXOVIKIG VAIKOV KOl TOL Totyvidlov kot Oyt Uovo Tig
duvatdTeg doknong e to VAIKO. [Ma mapddstypo o1 Graves kot cvv. (2007) €govv
Tekunpuoosl 6Tt 10 moryvidt Wil Sports, dev mapéyel emapkn €vioon ®OOCTE va
TANPOVVTIOL Ol OOLTHGES TNG GOKNONG TOV TodldV, OCTOCO aVTH 0eV &lvar o
a&loddynomn tov dvvapikov yeptotpiov KatevBvvong tov Wil and pévn mg. 1o 1010
Tvevpa, To amoTeAécpata mov avapépnkav yio to Dance Dance Revolution givat
EVOEIKTIKG TOV GULYKEKPIUEVOL GTLA TOL TOYVIOWD, OV OTOUTEITOL TATNUO TOV

EVEPYADV TTEPLOY DV, OVTL Y10 aElOAOYNOT TOV TATNTA MG EEOTACUO ACKNONG.

Ewova 7. Tamnrog (dance pad)

‘Eva. and to duvatd onueio g perémg tov Gao (2012) eivon m depgvvnon g
evooudtoong oo DDR oe podnpato yopvaotikig. Aedopévov OTL 1 teElevtaia
otpatnyikn ot payn tov HITA katd tg emdnuiog g moyvoopkiog otny moudiky
nikio, to DDR €yel amodeiEel v emtvyio. 6 Oplopéva TPOYPAUUATO COUATIKNG

dpacTNPLOTNTOG.

Ta amotehéopota ¢ perétng tov Trout ko Zamora (2008) deiyvovv 0Tt TO oy vidt
oto DDR &ivor pio guydpiotn Kot TpokKANTIKN dpactnplotnta, eniong £xel Oetukég
EMMTOOES 0T ovvbeon Tov copatos. Towg Ta Prvteomoryvidi Kot 01 GLOKEVES
texvoloyiog mov cuvEPalay MG TOPO GTNV KOOIGTIKY GUUTEPLPOPE TOV VEMV, KATA
elpoveio Mg MG, Ba elvar ta gpyadelo yioo vo oAAdEer M coumepupopd pe

DeTIKOTEPOL ATOTEAEGLLATO Y10 TV QLGIKT OpacTNPLOTNTO.



I1. Avtoviov — Emotiun tov Xopov, 7, 2014 83

Ta moyvidie puOUOY Kol HOVGIKNG, TOV UEPIKEG POPEG OVOPEPOVTAL MOG LOVCIKE
oy vidla, £X0VV MG YOPAKTNPLOTIKO TNV EVOOUATMOOT TG OPOCNS KOl TOV CAOUOTOC
o€ oLVTOVICUO pe TN Hovoikt. [a va Ta Kataeépvouy KaAd, Evog Taiktng TpEnet va
petappalel ta ontikd epedicpata e dPAcELS KOl VoL EKTEAEGEL DEUATIKES KIVIOELS TNV
KOTOAANAN GTIYUN| KO GTOV KOTAAANAO puOud. Zuvnbmg ot evépyeles avTioToryovV e
KOVUTLA TOL OVOAOYIKOD EAEYKTH TOL TOLYVIOWD, OTMOC GTO YOPO GE VOl TOMNTO
noyvidov N mailovtag éva eAeYKT o€ oynua KiBdpag, eivar dnpogireic. Avtd eivan
EUQAVEG OTNV KATAYPOEN TNG ALENUEVNG COUOTIKNG AOKNONG OTNV TEPIMTOOT TOV
Dance Dance Revolution (DDR) kat o€ pio peyoddtepn aicOnon pe t LOVOIKN 6TV

TePITTOON TOV IOy VISIOV prdvtog 6mmg to Guitar Hero kou Rock Band.

Ewova 8. Real Dance

To RealDance emidibkel vo exkpetolievdel ta Oplo Tov vAKoH Wii remote kot va
TOPAYEL Lo TANPT EUTEPIO GUUUETOYNG TOV CAOUATOG G€ Yopo. O oT1dY0G glvan Y
TOVG TOUKTEG VO aucBdvovtal cov vo YOpeELOVY QPLGIKE Kol Vo PEATIOVOLV TIC
eMOOCEL; TOVC. XPNOWOTOIDOVTOG GQUECH TO  Owbéoio  VAIKO  Aapfdavouvv
avaTPOPOSOTNON TOL GLVOEETAL Kaipla PE TO TOGO KOAL OAOKANPAOVEL TNV KAOE
kivnon. To RealDance dev Paciletat oe emloyég kot Tieon Kovumdv 1 ccntpov,
6mov 0 Pacikdg Ereyyoc Tov Pvteomayvidlon Epyetol og avtifeon pe v aicOnon
TOV XOpoV. XT0 oy Vidl avTd 01 KIVNGELS avayveopilovtol akdun Kot ot YEPOVOUIES
YLOL VO EKTEAEGTOVV HEGO GE £VOL GUYKEKPIUEVO YPOVIKO SLACTNA, KATL TOV €ivor Lo
KOVt o€ po pealotikn eumepia yopov (Charbonneau, Miller, Wingrave & LaViola,

2009).
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H epyacio Tov Mark kot cvv. (2008) elye otdy0 va emaveletdost Kot vo cuintiost
TV KOTAoTAoN NG £PELVOG TOV OOPUCTIKOV TOLYVIOIDV KOl TNG QPLGIKNG
dpaoctnpromras. Eved ta amoteléopato tng eniopaons TV dlodpasTIKMV TOLVIOLDV
KOTAypAeovIol €vOappLVTIKA Yoo TNV Tpooywyn Tng vyelag, oamewovifovtog
ONUOVTIKA VYNAOTEPEG TIUES EVEPYEIKNG Oamdvng, UEYIOTNG TPOSANYNG o&uydvou
Kol KApOLOKNG ouyvoTnTag, Alyn épevva e£€TaGE TNV YLYOAOYIKY TPOGEYYIOT) KO TOVG
KaBoPIoTIKOVS TTOPAYOVTEG GUUTEPLPOPAG KOL TPOCKOAANONG OTA Sl0dPACTIKA

oy vio.

Ot peAéteg mov YPMNGIUOTOOVY O10dPaoTIKE moryvidw amevfhvovior o modid,
ePnPovg Kot veapovg EVAMKES, Kol LOVO pio LEAETN €ixe CUUUETEXOVTEG AVED TMV 25
eT®V, ol omoiot qaiveror vo etvor oe Kivouvo Yo yopnAd TOGOGTH (QULGIKNG
dpactnpontag (Allender et al., 2008). Qg ek tovTOL, dgv elvar dvvatdv va
oLYKpPBoHV ot d1dpopot THTOL EEOTAMGHOD AOY® TOV TEPLOPIGUEVMOV TANBVCUDV TOV
ypnowomowvvtal. Oleg o1 peAéteg mov ¥pNoHomolovy tov eEomAMoud doknong Le
BeAtiopévn dadpactikdTTo (T.Y., O10dpacTIK) Todniacio) emkevip®OnKav oe
KOAEYWOKEG MAKIEG OLUUETEYOVI®OV, €VO OAEG Ol UEAETEG TOL  YPNGUOTOLOVV

dradpacTtikd moyvidwa (m.y., Wii) dte&nybnoav pe modid Kot pnBovg.
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