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ABSTRACT

This study explores the effectiveness of a gamified educational application designed to
enhance primary school students' ability to detect and evaluate fake news. Developed on the
Genially platform, the application incorporates essential principles of Human-Centered
Design (HCD) and Self-Determination Theory (SDT), providing a narrative-driven and
interactive learning environment. A total of 47 students, aged 9 to 12, participated in the
study, engaging with the application through a series of five progressively challenging tasks.
To evaluate both usability and learning outcomes, researchers employed the System Usability
Scale (SUS) and the Kids’ Game Experience Questionnaire (Kids-GEQ), along with pre- and
post-test comparisons to measure critical media literacy. The findings indicate a high level of
usability, positive emotional engagement, and a statistically significant improvement in
students' ability to critically analyze and verify digital information. These results highlight the
effectiveness of gamification and narrative elements in enhancing media literacy among
younger learners, underscoring the potential for broader adoption of such tools in formal

educational contexts.
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EIZATQrH

H mapanAnpodopnon amoteAet peilov mpoBAnua tng ouyxpovng Yndlakng €moxne,
ennpealovrag Slaitepa toug avAAKoug xpnoteg tou OStadilktuou. Ta maldld TG
npwtoBaduiag ekmaideuong, AOyw TNG YVWOTIKNAG TOUG AVWPLUOTNTOG, Elval EVUAAWTA OTNV
“katavaiwon” kat avamapaywyn Peudwv f MapamAavnTIKWV TIEPLEXOUEVWY. H avaykn
KOAALEPYELOG KPLTIKOU YPOUUATIOMOU E€lvol €TUTAKTIKA Kol n ekmaidevon KaAesitol va
QIMAVTHAOEL UE KALVOTOUEG Tipooeyyioels (Potter, 2010).

Ye auto to mAaiolo, n aflomoinon cuyxpovwyv maldaywylkwv LeBOdwv mou guvoouv Tn
Blwpatikr Kat evepyn pMabnon kabiotatal kaboplotikrh. H matyvidomnoinon (gamification)
oVOSEIKVUETOL WG IO OO TLG TILO ATMOTEAECUATIKEG PeBOSoUC mapakivnong Kal UTTAOKNG
Twv pabntwv otn padnowakn dadikacia. Méoa amnd tn xprion abnynUATIKwY cevapiwy,
TIOVTWY, TIPOKANCEWV KOl AVTAPOLBWY, N LABnon ylvetal o eAKUCTIKA Kl OTMOTEAECOTIKY
(Deterding k.a., 2011; Toledo Palomino & Isotani, 2024). H cuvduaotikn epapuoyr otolxeiwy
navidornoinong kat  Yndlakol YpAUUATIOHOU HIOpPEel va TPOOhEPEL  ONUOVTLIKA

natdaywylka odp€An (Janson k.a., 2023).

OEQPHTIKO MNAAIZIO
210 onuepvo YndLakod tomio, ol pabntég tng mpwtofabulag eknaidbeuong kalovvrtal va
mAonynBouv o€ éva mepIBAANOV YEUATO HE TIOAUTPOTIKA KOl TTOAEG POPEC, MAPATTAAVNTIKA
unvupoto. Kabwg ol yWwoTIKES Kal YAWOOLKEG Toug Se€lotnteg Pplokovtal akoun os paon
Stapopdwong, n LKavoTNTA TOUug va gpunvelouv Kot va aflodoyolv tnv mAnpodopia
kaBiotatal meploplopévn. H Bewpla tou Stuart Hall (1980) ywa tnv kwdikomoinon Kat
armokwdlkomoinon Twv pnvuudtwyv ¢wTtilel T onuacia TNG VEPYNG €PUNVELAG Ao Tov
O6€Kktn. JUpPwva HE TO HOVIEAO QUTO, O ONMOCTOA£aG €VOG pnvopatog mpoodidel
OUYKEKPLUEVO VONUQ, TO OMolo, wotooo, unopel va mpooAndOel pe StadopeTikd Tpodmo ano
TOV OMMOGEKT, OE CUVAPTNON LE TO YVWOTLKO KOl EUTMELPLIKO TOU TTAAioL0. AUuTO eival Slaitepa
MPOPANUATIKO 0TV  TMEPIMTWON TwWV MIKpWV pabntwv, oL omoiol &gvdéxetal va
TIAPEPUNVEVUCOUV TA LNVUUOTA TwV HEOWYV, LELalTEPO OTAV AUTA £(vVaL KATOOKEUOOUEVA LE
npo6Beon evtunwaolacpouL f mapamnidavnong (Hall, 2007).
Y& auTo To MAaiolo, n eknaidevon otov PNdLaKo YpOoUUATIOUO TIPOoDEPEL Eva BEWPNTLKO

Kol Tatdaywylko epyaAeio ylo TNV avamtuén tg KPLTIKAG okePng Twv padntwv. O Potter
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gmonuaivel OTL 0 YPAUUOTIONOG ot péoa Oev adopd HOVO TNV TEXVIK KATavaAwon
TIEPLEXOUEVOU, OANA EUTIEPLEXEL YVWOTIKEG Slepyaoieg omweg n avtiAnyn, n eotiaon, n
katavonon kat n aflohdynon. Ot §e€loTnTeg QUTEG elval amapaitnTeg yla TNV EVEPYNTIKN
amokwdikomoinon tTwv Yndlakwv pnvupdtwy, aAAd cuvnBwc Sev elval AVEMTUYUEVEG OTNV
NAKLOK opada Twv modlwy Tou Snuotikou (Potter, 2010). H mpoo£yyLlon HaG EVOWUATWVEL
Ta Mévte Baotkd otolyeia tou Pndlakol ypappatiopol: pdécBaaon, avaiuon, afloAdynon,
Snuoupyla kat Spdon ta omola GToxeUoOUV OXL LOVO OTNV MPOOTACLA TOU Hadnth anod tnv
napanAnpodopnaon, aAAd KoL OTNV EVioXUon TNG CUMHETOXLKN G KAl SNULOUPYLKNC TOU 0XEONG
ue ta péoa (Hobbs, 2010).

H evowpdtwon autwv twv deflotntwv amattel matdaywylka meptBailovta mou va
€UVOOUV TNV evepyod Habnon. e auto To onuelo, n malyvidonoinon (gamification) mpoodEpet
ONUAVTIKEG Suvatotnteg, kabwg aflomolel Soplkd oTtolxelo Tou malxvidiol OnMwe n
OVTLUETWIILON TIPOKANCGEWVY, N CUOTNHLKA avatpododdtnon Kal ta adpnynUatikd mAaiola yla
va eVIOXUOEL TN pabnolakn Aok Kal Tn yvwotikn enegepyaoia (Ribeiro Silva k.a., 2024).
H Bewplia tng Autompoaodlopllopevng MNapakivnong (Self-Determination Theory, SDT) twv
Deci kot Ryan pag €MITPEMEL VO KATAVONOOUME KAAUTEPA WG TA KivnTpa Twv padntwv
gvioxvovTal HEoW TNG EUMELPLOG TOU Tatyvidlou. Ot PuXOAOYIKEG AVAYKEG yla auTovouia,
ETAPKELA KL OXETIKOTNTA AELTOUPYOUV WG HoXAoL yLa TNV evdoyevr mapakivnon Kal ylo Tov
AOYOo aUTO TO OXEOLAOTIKO UaG HOVTEAD TepAapBAvVEL OTOLXEL OMWG ETAOYEG TTAONYNONG,
ETUTEVELUEG TIPOKANOELG KAl SUVATOTNTEG KOWWVLKACS aAAnAeniSpaong (Ryan & Deci, 2017).

H oxeblaon pwog tétowag Pndlakng eumelpiog amattel tnv epoppoyrn apxwv Tng
AvBpwrivng-YroAoylotikng AAnAenidpaonc (Human-Computer Interaction — HCl), pe otdxo
™ dnuloupyia Aettoupykwyv Kat GALKWY Tpog to xprotn dtacuvdéoswyv (Avouris K.d., 2015).
H xpron epyalsiwv Onwe to epwtnuatoAoylo System Usability Scale (SUS) emutpémel tn
CUOTNUATIKN HETPNON TNG avtAapPavOopevng euxpnoTtiag, OKOUO Kol O UIKPEC NALKLEG,
epooov mpooappootouv kataAAnAa (Brooke, 1996). To {ntoupevo dev eival amlwg £va
TEXVOAOYLKA Tponyuévo meplfaliov, alAd éva pabnolokd ouclaoTiko mepBAAAov mou
SlEUKOAUVEL TNV avamtuén tng autoppuBUlOpEVNG LABNONG KaL TNG KPLTIKAG OKEYNC.

H avaykn yla avantuén auvtwyv twv Se€lothtwy Kabilotatol akoun 1o EMITAKTIKY OTNV
emoxn tn¢ napamninpodopnone. H évvola twv Peudwv elbriocwv (fake news) avadépetal o

nmAnpodopie¢ mou elval okomipa avoakplBeic n moapouotdlovial €VTOC TAPATTAQVNTIKOU
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ETUKOLVWVLOKOU TAALolou, He OKOTo tn SlaotpéPAwon tng avtiAnyng tou amodéktn. Ot
HopdEC Toug eival MOANEG, adTipa, pomayavda, maparnoinon, SltadnuULoTIKr TtapanmAdvnon
KOl N avayvwplon Toug amoattel ouvBeteg S€ELOTNTEG EVVOLOAOYLKAG KAl TIPAYUOTOAOYLKAG
avaAuonc. Idlaitepa avnouxnTko ival To yeyovog OTL N EVOWUATWON QUTAG TG BEUATIKAG
otnV npwtoBabuLa eknaibeuon lval akoun MEPLOPLOUEVN, TTAPA TNV AUEAVOUEVN onuacia
™G yla TV Kadnuepwvi {wn twv padntwv/tpwv (Tandoc k.a., 2017).

MapdAAnAa, n UAPXOUOCA EPEVVNTIKN SpaOTNPLOTNTA TTOU CUVEEEL TNV Tatyvidomnoinon
pe Tov PndLakd YpapUaTIOUO £0TIALEL KOTA KUPLO AOYO O€ PHEYAAUTEPEC NALKIEC, AYVOWVTOG
o€ peyalo Babuo TG avamtuilakég WLattepotnTeg Twy matdlwy Tou dnuotikol. Epyaleia
onwg to MAthE the Game (Katsaounidou k.d., 2019) kat napeppaocslg tunov MediaSmarts
(Capecchi k.a., 2024) eMIKEVIPWVOVTAL OTNV OVOYVWELON TG apanAnpodopnong, aAld site
Sev elval €161KA MPOCAPUOCUEVA YLl HIKPOUG pabntég, eite dev aflomololv TANPWE Tn
duvatotnta Twv SLadpaoTIKWY, TIOAITIOUKA OXETIKWVY oevapiwv. H mapéupaon mou €Aafe
xwpa ¢hodoel va kaAU P eL auTO TO KEVO, Mpooappolovtag utapxovTeg Seikteg afloAoynong
guxpnotiag, onmw¢ to SUS, OTIC QVAYKEG TWV VEQPWV XPNOTWV KOl EVOWMATWVOVIAC
adnynuatikd TAaiolo TIOU €vioXUoOuV TN OLATMOALTIOULK KOTAvVONon KoL TNV KPLTIKN
TPOCEyyLon t¢ mMAnpodopiag.

ZuvoAlKd, To BewpnTikd MAaiolo Baciletal oe pa ouvBeon Bewplwv amo ta media tng
gTKowwviag, tng Yuyxoloyiog, tng matdaywylkng texvoloyilag kot tng aAAnAenidpoaong
avBpwmou-unoAoylotr. H cuvbuacopévn autr mpoogyylon dev otoxeVel amAwg otn BeAtiwon
NG EUMELPlOG XpPoTN N TNG evioxuong tou KwvAtpou, aAAd plodolel va mpoodEpel Eva
eKMaLOEVUTIKO €pyaleio Tou Ba eVIoXUOEL OUCLOOTIKA TNV LKAVOTNTA TWV Hadntwv va
avayvwpilouv, va apdlofntouv Kal va afloAoyouv KPLTIKA To PndLakd TEPLEXOLEVO UE TO
omoio £pxovtal ot emadrn, HUE AMWTEPO OKOMO TN Sopopdwaon umevBuvwy, Yndlaka

EVYPAUUATWYV TTOALTWV amd veapn nAtkia.

MEOOAOAOIIA

H mopoloa UEAETN €VIAOOETOL OS TIOOOTIKO E€PEUVNTIKO TtAPAdELypa Kol akoAouBel
TIELPAUATIKO OXeSLAOUO, LE TNV ePapuoyn TNG EKTTALSEVTIKAG MapeUPacng oto mMAaiolo tng
SbaokaAiog tou pabriuatog Texvohoyieg MAnpodopiag kat Emwkowwviwv (TME) otnv

npwtoBaduia ekmaibevon. H ekmadeutiky SpaoctnplotnTa  MPoyHOTONOoWOnKe oto
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EPY0OTNPLO TIANPOPOPLIKAG TOU OXOAELOU, EVIOG TOU WPOAOYiOU TPOYPAUUATOC Kol €ixe
Slapkela 45 Aemtwv ava TuRpa. OL podntég evnuepwOBNnKav €K TwWV TPOTEPWV OTL N
EKTIALOEVUTIKOG MANpodopkng Ba elxe TauTOXpOVA KAl TOV POAO TNG EPEUVNTPLAG KATA TN
Slapkela t¢ mapeppaonc. H cuppetoxn twv pabntwv Atov anoAlTwg eBAOVTIKN Kal Kauia
npoowriky TAnpodopila Sev oUAAEXBNKke 1 kowomowBnke. OAe¢ oL AMOVINOCELG
kataypadnkav kot YndlomoibOnkav o€ avwvupn popdn, HE Kataotpodr Twv GUOLKWV
EYYPAPWV aUEowC PETA TNV Kataypadn. H épeuva dle€nxdn cuudwva pe tig odnyieg Tou
IvotitouTtou Ekmatdeutikn g MoALTIKA G KAl Pe €ykplon TnG Emtponr¢ AsovtoAoyiag tou loviou
Mavemotnuiov (13/03/2025-4893), evw tnpnbnkav mANpwe ot dlatdgelg tou Kavoviouou
revikng Npootaoiag Asdopévwy (EE 2016/679, GDPR).

H Yndlaki edpopupoyry mou Xpnolpomolndnke Katd tnv ekmaldeuTik mapéuPfaocn
oxedlaotnke He TNV TAatpopupa Genially, €va Sadiktuakd epyaleio  Snuioupyiag
Stadpaotikou kot malyviwdoug meplexopevou. H mAatdoppa TOpEXEL SUVATOTNTEC
EVOWMATWONG TOAUMECIKOU UALKOU, KLWVOUUEVWY YpadlKwY, UE YPAUULKN TTAoAynon Kot
EVOWMUATWON MNXOVIOUWV ouTtoafloAoynong Kol avatpododotnong, EMITPEMOVIAC TN
Snuoupyla cUVBETWY, OTTIKA EAKUCTIKWY EUMELPLWY HABnong. H ebappoyni dhogevrBnke
SladikTuaKka, Ywplc TNV avaykn €yKOTAOTOONG AOYLOULIKOU, Kal urootnpl{otav and OAoug
ToUG oUlYyXpovouG GUANOUETPNTEG KOl AELTOUPYLKA CUCTAMATA, ETUTPEMOVTIAC TNV OMOAN
npoéoBaon and otabepol¢ kal popntoug UMOAOYLOTEC Kol Sladpaotikoug Tivokes. O
oxedlaouog tne epapuoyng dtaodpaAilel tnv mpooappoyn tne os SLadopeTIKEC avaAUOELG
00dvng, evioxvovtag TNV guxpnotia Kal tnv gvueAi€ia téoo yla dia {wong 600 Kal ylo €€
amootdosws pabnolaka neptBarlovta (Genially | The Easiest Way to Create Interactive
Experiences, X.X.).

H edpappoyn €xet titho «Ou Pevdeic e1dnoelg taldbevouv ypriyopo» Kot mephappavet
TEVTE auToteAelg, aAAd aAAnAoouvdedueveg doklpaoieg, kabBeuia amnod Tig onoieg eotldlel o

Slapopetikn tuxn Tng Yndlakng mapamAnpodopnonc.
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Ewkova 1: ITiyulotuno g epapuoyng otnv mlatpoppa Genially

H mpwtn Sokipaocia adopd tnv avayvwplon YPeUTIKWYV ELKOVWY, ONMOU Ol PaBnTEg
KaAoUvtal vo eviomioouv enefepyoopéves rn Peudwe Ttomobetnuéveg dwrtoypadieg,
alomowwvtag Se€LOTNTEG mapaATAPNONG KAl AOYLKAG avAAUGCNG. TN OUVEXELX, n avaAuon
Peudbwv eL6NOEWV ETUTPETEL OTOUC HOONTEG VA EVTOTILOOUV TTAPATIAAVNTIKEC TEXVLKEG, OTIWG
umepBoALKOUG TiTAOUG, cuvaloBnuatikd poptlopévn yYAwaooa Kol EAAeWN aELOTILOTWY TINYWV.
AkolouBel n afloAdynon mnywv Kol cuyypadEéwv, PE OTOXO TNV €VIOXUON TNG KPLTIKNG
avayvwong Kal tnv avoayvwplon TitAwv tumou  «clickbait», mpokataAnpewv N
OUYKOAUUUEVWY CcUUdbEpOVTWY. H TETaPTN SOKLUOOLO ETUKEVTIPWVETAL OTNV €EETOON TNG
yvnolotntag Bivteo, kabBwg ot pabntég ekmaldelovtol OTOV EVIOTILOMO TIOPATIONUEVWY N
TEXVNTA OAAOLWHEVWY OTTIKOOKOUOTLKWY UALKWV. TEAOG, n méumtn dokiuaoia adopd tnv
OVTIUETWITILON TIAPATTAQVNTIKWY SlaywVvicpwy, Bonbwvtag toug pabntég va avayvwpioouy
Pevbeniypadeg mpowONTIKEG EVEPYELEG HE UTIOTITA KivnTpa, OMWE N GUAAOYN TPOCWITLKWY
Se6opuEVWV.

O dokipaoieg cuvodevovtat anod Stapopdpwtiky afloAdynon, emeEnynUATIKA oxOALo Kol
TIOVTOUG TO OTolal €VIOXUOUV TN HETAYVWOTLKA A€lTOUpyla KAl TNV outoppubulon tng
nabnong. H edbappoyn alomolel Baoikd otolxeia matyvidomoinong Omwg: MOVIOUS Kal
OVTOUOLBEC VIO CWOTEG ATAVTIAOELS, Apeon avatpododotnon kat Stadoxkég pokAnoeLs. H
epappoyn alomolel otoxela Pndlakng apnynuatikotnTag Kat SladpaoTikoTtnTac ylo Thv
KAAALEPYELD  KPLTIKOU  ypappatiopol  kat  Yndlakng eypAyopong amévavit otnv
napanAnpodopnaon, Eva GolvOEVO TIOU TA TALSLA CUVAVTOUV CUXVA LECO OTTO TA KOLVWVLIKA

Siktua kal to Stadiktuo yevikotepa.

121



40 Etolo ENAnvodwvo Emotnuoviko Suvedplo Epyaotnpiwv Emkowwviag og EAAGSa kat KUmpo

H Emkowvwvia otnv emoxn tng 57¢ Biounyxavikng Emavaotaong

H exmawdevtikr) oxeblaon tng edpapuoyns Baciotnke o cadwg oploUEVOUG SLEAKTIKOUG
oTO)0UC, oL omoiot Stapopdwdnkav cupudwva pe tnv avabewpnuévn Tagvopuia tou Bloom
(Anderson & Krathwohl, 2001). Ot pa®ntég/uabnTpleg aVapEVETAL VA KATAVOOUV TIG BOOLKES
nopdec Yndlakng napamAnpodopnong, KaBwe Kal TOUG OKOTIOUG TTIOU QLUTEG EEUTINPETOUV.
MapdAAnAa, kaAoUuvtal va avaluouv PndLakd TEPLEXOUEVA, OTWG ELONOCELG, ELKOVECG Kal
Bivteo, e OKOTIO TOV EVTOTILOMO TtapamAavnTIKwV 1 Peudwv otolyeiwv. Emiong, Ba mpémnel va
elval oe Béon va aflohoyouv v aflOTLOTIO TWV TINYWV KAl TwV cuyypodéwv pe Baon
TEKUNPLWHEVA KPLTAPLA, VA EPOPUOlOUV OTPATNYIKEC avayvwpLlong apanAnpodopnong os
Sladpaotika kat malyviwdn meptBarlovta, KabBwg Kal va avaotoXalovial TIG TTPOCWITKES
toug Sladikaocieg afloAoynong mAnpodopiag, evromnilovrtag nmbava yvwoTtika opaipata 1
npokataAnPeLc.

Mpwv amd tnv évapén tg dpactnploTNTaG, Ol HaBNTEC CUUMANPWOAV EPWTNHATOAOYLO
npotePNG afloAdynong, Baclopévo os BewpnTikad LovTéAa Tou PndLokol ypaUUOTIOHOU, HE
oTOX0 TNV Kataypadrn Tng KAvOTNTAG Toug va avayvwpilouv avaflomoto 1 Peuvdég
TIEPLEXOUEVO. TO EpWTNUATOAOYLO EPINAUPAVE EPWTHOELG OXETIKEG HE TNV a€loAdynon tTng
alomiotiag SladlktuakoUu TepleEXOUEVOL, KaBwG kal pe evdeilelg Pevdwv eldnoswv. Meta
™V oAokANpwaon tnG epapuoync, oL LaBnTEG KANBNKaAV va amovtrioouV 0€ EpWTNUATOAOYLO
TO omoio mepAdppave ta dla epwtApATA PE EKELVA TOU OPXLKOU TEOT, KABWC Kal EMUTAEOV
EPWTNHATA OXETWIOUEVA LE TNV ELXPNOTLA TN EPAPUOYNC KOL TNV UTTOKELEVLKH EUTELPLA TOU
Xpnotn.

MNa T ocuAloyn TWV AMAVIACEWV Xpnolgomowtnke to epyadeio Smileyometer, éva
ELKOVLOTIKO €£pWTNHATOAOYLO TUTIOU Likert mou €xel avamtuyxBel el61ka yla xprion os matdia
(Read k.ad., 2009). To epyalieio autd aflomolel ekdpaoTIKA €lkovVidla TOU AVTLOTOLXOUV O€
OUVALOONUOTIKEG ATTOKPLOELG, SLEUKOAUVOVTOC TNV KATAVONON KoL EVIOXUOVTAC T CUUMETOXN
TwV pabntwv ot dtadikaoieg avutoaflohoynong. To Selypa tng HeAETNG mepAApuBave pabnTeg
NAiag 9 €éwg 12 etwyv, ou dpottovv otig tacelc A’, E' kat IT' Snuotikol. H emiloyn autng tng
NALKLAKAG OUAdag aviavakAd tnv avamtuélakni LeTafacn Twv madlwyv o€ 1o adnpnuUEVES
KOl HETOYVWOTIKEG OeflOTNTEG, KOOLOTWVTOG TOUG KOTAAANAOUC OUMUETEXOVTEG YL
TapéUPaon OXETIKN KE TNV avayvwplon apaninpoddpnong.

H avdluon twv dedopévwv mpayuatonolibnke pe tn xpHon KAt@AANAWY OTOTLOTIKWY

TEXVIKWV eTelepyaoiog Kol oUYKPLONG TWV OMOTEAECUATWY TIPLV KAl UETA TNV Mapépupaon.
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Epyaleia afloAoynong onwg to SUS (System Usability Scale), mpooapuoopévo yAwooika yla
nadld, xpnolwgomowénkav ywo tnv Kataypadn tng avtthapBavopevng guxpnotiog tng
edappoyng (Brooke, 1996). NapaAAnAa, aglomowiBnke to KIDS-GEQ (Kids' Game Experience
Questionnaire), éva epyaleio mou €xel oxedlaotel 181KA yla TNV Kataypadrn TG EUMeLpiag
TaLXvLolol og MadIKA Kowa, €0TLA{OVTOC OE YVWOTLKEG, CUVALOONUATIKEG KOl KOWVWVLKEG
Slaotaoelg tng alnAenidpaong (Poels k.d., 2007). O cuvdUAOUOC AUTWVY TWV EPYAAELWV
enétpee pLa mMoAUSLACTATN AmoTiNon TNG EUMEeLplag xprong, Aappavovtag umoyn tooo tn
AELTOUPYLKOTNTA TNC EHAPHOYNAG OCO KOL TN CUVALCONUATLKI EUTAOKH TWV HoONTWV.
MapotLta epyadeio auTtd mapéxouv MOAUTLUEG TTANPOPOPILEG yLIa TNV EUMELPLA TOU pabnTh,
glval onUavTIKO va ovayvwpeLoTOUV Kol Ol TIEPLOPLOLOL TTOU amoppEouv amo T dpuon g
NAKLAKAG opadag. Ta matdld 9 €we 12 €Twv eVOEXETAL VO EMNPEACTOUV ATIO KOLWVWVIKA
EMBUUNTEG amavtoeLg ] va SuokoAevovtal va anodwaoouV TANPWE TG ECWTEPLKEG TOUG
eunelpieg oe Aektikd emimedo. lNa tnv €hayxlotomoinon autwv TwV GOLVOUEVWY, TO
EPEUVNTIKO UALKO TPOCAPUOOTNKE YAWOOLKA Kal €vvolohoylkd, efaodalilovtag oOtL ta
EPWTAHATA ATAV KATAVONTA KOl TPOooPBAcipa ylot OAOUC TOUG CUMMETEXOVIEC. AUt N
TIPOCEKTIKI) TIPOCAPUOYH EVIOYXUEL TNV €YKUPOTNTA Kal TNV aflomiotia twv dedouévwy,
ETUTPEMOVTAC LA OUCLAOTLKH AMOTIUNON TNG LABNOLAKNC EUTIELPLOC KOL TWV ETUTTWOEWV TNG

OTN YVWOTLKN Kal cuvaloOnuatiky Sltdotacn ¢ Pndlakng ekmaibevong.

AMNOTEAEZMATA

Ta anoteAéopata Tou epwtnuatoloyiov SUS €delav évav péco 6po euxpnotiag 75,31,
TIUA TIOU EUTIUTTEL OTO €UPOC TOU «KOAOU» oUpdwva pe tn 6ebvry PBiBAloypadia,
emPBeBawvovtag OTL oL pabntég Bpnkav tnv epapuoyn Katavontr Kot Gk Tpog Tov
xpnotn (Bangor k.d., 2009). MNoapdaAAnAa, to epyaleio KIDS-GEQ (De Kort k.a., 2007)
katéypape vPnAd enineda eunmAokng kat BeTikwyv cuvaloBnuatwy, eLOIKA OTIG SLACTACELSG
NG «IKAVOTNTAC» KOl TNG «SlaokESaonc». QoT000, XAUNAOTEPES TLUEG OTLG SLOOTAOCELC TNG
«davraciag » kal ¢ «EUPUBLONG» umodnAwvouv OTL Ta adbnyNUATIKA Kot Gaviaclakd
otolela Tou mavidlou Sev euBuypappioTnKav MANPWE UE TIG YVWOTLKEC TIPOTLUNOELS TWV

poontwv.
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Aeiktng Méoog Opog | Eppnveia
Alaokéboaon 4.15 YUnAn Betikn anodoxn — to nawxvidt Bewprnbnke amoAauoTiko.
EvBouoiaouog 3.91 IkavoroLnNTkr eUAOKH — Selyvel evladEpov Kal EVEpYH CULLETOXN).
AioOnon MoAU vPnAn -ta maldLd Eviwoav olyoupa Kal LKava, evioxuon
Ikavotntag 453 auvtonemnoibnong.
EuBudion 3.30 MéTpLa — avopoLloyevn g eunelpla BUBLONG oto matyvidL.
Qavraoia 2.72 XaunAn — mePLOPLOPEVN SNULOUPYLKA EUMAOKN 1) adrynon.
Koupaon 1.30 MoAU xapnAn — to mawvidL §ev KOUPAOE TOUG LABNTEG.
Eldikpivela 4.53 MoAU uPnAn — oL amavtioelg Bswpolvtal afLOTIOTEG KoL AUOEVTIKEG.

Mivakag 1: AnoteAéopata epwtnuatoAloyiou eumelpiag xpriong: MEoeg TIIEG Kal

TIOLOTLKN EPUNVELQL.

H oUyKpLlONn TwV OIMOTEAECUATWY TIPLV KOL LETA TNV eKMALSEUTIKN TapéuPacn avedelle

afloonuelwtn mPoodo Twv paONTwv oc Kploloug TOMEL Tou KpLtikoU Yndlakou

ypappatiopou. Eldikotepa, otnv epwtnon Q1 (Awakplon Peuvdwv eldrioswv) mapatnpnbnke

av&non Tou HEoou Opou amavtioswy amno 2,8 oe 3,6, utodnAwvovtag BeEATLWUEVN LKavoTnTa

EVTOTILOMOU avakplBouc meptexopévou. Itnv Q3 (AfloAoynon mAnpodopwwv os MéEoa

Kowwvikng Aiktiwong), o péEcog 0pog auénbnke amod 3,2 os 3,8, yeyovog MOU UTOSELKVUEL

evioxuon TNG avaoToXaoTLKAG OKEY NG OXETLKA LE TN XPNON TWV KOWWVIKWY SIKTUWV.
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. ATMOTEAEOUOTA EPWTNHATOAOYI{OL TPLY KOl HETE TNV TApEBaon

Mpw Tnv napéupaan
E MeTd Tnv napéppaon

Tl

Q1: Aldkplon Q2: AvtoagloAdynan Q3: Social Media Q4: AlacTtadpwan
EpwTtroelg Pre/Post Test

N w &

Méoog Opog Anavtrioewy (1-5)

=

Awaypappa 1: Anotunwaon tou Mécoou Opou TWV ATOAVTCEWVY TPV KAl LETA TNV

napEuBaon.

H Q4 (Alaotavpwon mAnpodopLwv) epdavios T peyaAltepn BeAtiwon, HE TOV LEGO OPO
va auvéavetal anod 2,7 oe 4,3, OTOLXELO TTOU KATASELKVUEL ONUOVTIKH TIPO0S0 O0TNV KPLTIKN
enefepyaoia Pnolakol mneplexopévou. AvtiBeta, n Q2 (Autoafloldynon &eflotntwy
aflohoynong) mapouciooe oplak avénon (amd 3,0 oe 3,1), KATL TMOU €VOEXOUEVWG
OTTOTUTIWVEL QUENUEVN ETIYVWON TwV SUCKOALWV OTNV TIPAKTIKN £PapUoyr OUTWV TwWV

Se€lotntwv.

ZYMNEPAZMATA-NMPOTAZEIZ

Ta gupruata tN¢ mapolooG HEAETNG TpoodEpouv cadeic evdeléelc wg mpog tnv
QMOTEAECHATIKOTNTA TG Ttalyviwdoug edapuoyng otnv evioxuon tng kavotntag Twv
pobntwv va evromilouv YPeudeic £16noelg, kabwg kat otn PBeAtiwon TNG OUVOALKAG
HoBOnolakng eumelpiag Toug. H olykplon Twv €MSOCEWY TPV KOL UETA TNV EKTIALOEUTLKNA
napéupoaon avédele ocadr PBeAtiwon otnv akpifela TWV OQMAVINCEWY OXETIKA UE TNV
aflohoynon g oaflomotiag Pnolakol Tmeplexopévou. EmumAéov, n  avaAuon Twv
OQTMOTEAECUATWY TOU gpwtnpatoloyiou KIDS-GEQ katéypade uvPnAa emnineda Betkwv

ouvaleONUATWY Kol EUMAOKN. TNV €PWTINCN MW EVIWOEC KAatd Tn OLApKelad Tou
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TLALXVLOLOU; », N TTAELOVOTNTA TWV AMAVINOEWY HECW TOU Smileyometer kKiviBnke 0To avwTEPO
emninedo tnNg KAlpakag (mMOAU XapOUEVO TIPOCWTIO), OTOLXELO TTOU EVIOXVUEL TNV TTALSAYWYLKN
afla Tou epyaleiou wg mMPOC TN ouUVALCONUATIKY EUTAOKN TWV HoBnTwv.

Qot000, N HEAETN TTApoUCLAlEL OpLOUEVOUC HeBOSOAOYIKOUC TtEPLOPLOUOUG. O oxeSLaoUOC
Hlog Kal pOvo eKkmaldeuTikAG ocuvedplag meplopilel tn duvatotnta eéaywyng acdalwv
CUUTEPACUATWY OXETLKA UE TN MOKPOTIPOBeaN Slatripnon TnE yvwong, EVW N armokKAELOTIKN
xpnon epyodeiwv avtoavadopdg evdéxetal va ennpealetal anod npokataAnPeLg, omwe n
KOWVWVLIKA eTiilBupntn amokplon. EmutA£ov, Ba npénet va e€etaotel n Suvatdtnta avantuéng
EVOANOKTIKWYV pHopdwv TNG edappoyng, OmMwe ekSOOELG yla Xpnon €&Kto¢ ouvdeong n
eTutpanelleg ekboxég, wote va SltaodpaAlotel n euputepn TpooBaocluoTnTa KoL N
oupBatotnta pe StopopeTika ekmaldeuTIKA meplBarlovta Kal TOALTIKEG xpriong Yndlakwv
HEOWV.

Ma v nepatépw evioxuon tTn¢ Habnolakng EUTELPLOG, TIPOTEIVETAL N EVOWUATWON TILO
ouvBetwv adnynuatikwy Sopwv, emloywv e€atopikevong (m.x. avatar), cuvepyatikwv
SpaotnplotNtwy kot mo epPfublotikwv meplBarloviwy. Ol TPOCOPHUOYEC QUTEG Elval
OUUDWVEG e OLYXPOVEG TIPOCEYYLOELG OTNV Mawyvidormoinon, oL omoieg Tovilouv ) onuacia
NG oUVALCONUATIKAG EUTAOKNAG Kal TNG Stadopomnoinong cUUdwVA LE TO TTIOALTIOULKO KAl TO
avarntuélako npodiA twv pabntwv (Deterding k.a., 2011).

H pelétn autl mpoodEpel emiong TEKUNPLWHEVEG €VOEIEELG OTL OL EKTIALOEUTLKEG
£PapPUOYEC LE TTOLYVIWEN XAPAKTNPLOTLIKA UTTOPOUV VO CUUBAAOUV OUGLACTLKA OTNV EVIOYXUON
NG KPLTIKAG okEPNG Kal tng Yndlakng eyypappatoouvng otoug pobntég Anupotikou. H
aflomoinon HUNXOVWOUWV Apeong avatpododotnong, mpokAnong kot emPpdapeuvong
T(PONYOYE TNV EVEPYI CUUHETOXN KOL EVIOXUOE YVWOTIKEG SEELOTNTEC OTIWG N avAAuon Kol N
afloAoynon (Huotari & Hamari, 2012).

MapOTL Ta gupnuaTa €ival evOappPUVTIKA, amalteltal Mepaltépw €peuva, WOlwG pHEow
HOKPOXPOVLWV Kl HEKTWV peBodoAoyikwv oxeSlaopwy, wote va StepeuvnBei n Biwotpotnta
TWV QMOTEAECUATWY Kal n enibpacn €MUEPOUC MOPAUETPWY OMWE N nAwkia, To pUAo, n
TIOALTLOWLKN TAUTOTNTA Kal n e€olkeiwon pe Tig Pndlakég texvoloyiec. H vtaén puebodwv
OTWG OUVEVTEUEELG, TAPATNPAOELG TAENG KAl OVAOTOXOOTIKA NUEPOAOYLA UTopel va
EVILOXUOEL TNV KOTAVONoN TwV SLoidpopomoLtnUeEVWY LoONoLaKWY EUTELPLWV Kal va 08nynoeL

OE€ TILO LOOTIUEG KAl TPOOPRACIUEG TTAPEUPATELG.
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JUVOALKA, n mapovoa gpyacia evioxVeL T B€on 6tTL n malyvidomnoinon, otav oxedlaletal
HE TaldaywyLKr) CUVETIELQ, UTTOPEL VO ATTOTEAECEL LOXUPO EPYAAELO YL TNV OVATITUEN KPLTLKOU
EYYPOUHUOTIOMOU OE VEAPOUCG MOONTEG, TPOETOLUAIOVIAG TOUG YLOL T OTALTAOEL EVOG
TLOAUTIAOKOU Kol TTOAUTIOALTIOKOU Pndlakol KOoUoU. ETmAéoy, N eEVOWUATWON OTOLXELWV
TIOU OXeTilovtal pe TNV TapamAnpodopnon Kot TNV afloAoynon tng oglomoTiag Twv
mAnpodoplwv €eVIoXUEL TNV avOeKTIKOTNTA Twv podntwv oamévavit oe Peudeic N
TaPATAQVNTIKEG €LONOELS, oupBaAAovtag otnv KaAAEpyela Yndlakng umeuBuvotntag Katl

KOLVWVLKNG EMlyVWwong.
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