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1. Elcaywyn-Oplopot Evvolwv

1.1. I10X0G Epyaciag KAl EPEVVNTIKA EPWTHHATO

JTOX0G QUTAC TNG gpyoociag eivol n peAétn g aotikng avalwoyodvnong He
(ouykpltikd) dtnVd péoa, Xwpilg TNV avaykn pulikwv smavaoxeSlaopuwy, oAAA pE Tov
ouvbuaopo SU0 CUYXPOVWY TTPOTACEWY Yl TOV XWPO TNG MOANG: TNG «&Eumvne» (“smart”)
KOLL TNG «TrayvidLapkne» (“playful”) moAng. O@a oplotouv kot e€etacTouv oL U0 MPOTACELS, O
TOavog cuvduaoHOC TOUG Kol eVOEXOUEVO TIAPATAEUpA {NTHKOTA TIOU TIPOKUTIToUV. Oa
vivel, TENOC, LLa €MLOKOTNGN TWV EMISPACEWVY TIOU UIMOPEL va £XOUV OTO XWPO, HECW TNG
MEAETNG TepimTwong pag «EEumvng» edappoyng-matyvidiov: tou “Pokemon Go” tng Niantic
(2016). H peBobdoloyia mou Ba akohouBnBel eival n BLBAloypadikn €peuva (e Kuplwg
ninyég mpoodateg €peuveg Kal apBpa otov e€eldikeupévo TUMO), n amodeAtiwon Ttwv
amoteAsopATWY, N ouvluaoTIK Bewpnon KoL N KPLTLKA TOUC Taflvopnon o BTk Kot
oPVNTLKA.

H €peuva ylo 1o 6eUTepo €l6IKA KOUUATL UTopel, emopévwe, va ocuvollotel ota
TIAPOAKATW EPEVVNTIKA EPWTHHOTAL

e YmdpxeL TPOMOG ouvbuaopol Twv WEwV TNG «EEUmvNg» KAl TNG
«TTaXVISLAPLIKNG» TIOANG;

e [wg enmnpéooce €va mavidl «SLaBpwTikAG mpaypotikotnTac» (“pervasive
reality”, apa pa “smart” epappoyn) tnv avtidnyn tou xwpou (Ue Baon Tig
TE0oEPLC OeUATIKEG EVOTNTEC TOU HaBOnuaTog);

e [wc Ba pwmopovoav va AVTLUETWITLOTOUV 0TO UEANOV TTOPOUOLEG EDAPUOYEC
yla TNV avamntuén Tou xwpou;

1.2. Opiopoti evvolwv

Mta cuvtopun purlopétpnon tne BLBAoypadiag Sivel pia mAnBwpa opLoPWY yLo ThV
gwola tne €fumvng mMOANG (smart city), moA\ol amd toug omoioug eival efalpeTikd
npoodartol. TUudwva pe tov Hartley (2005), €€umvn elval pla MOANR TOU «OUVOEEL TNV
nipaypatikn (physical) Soun, tnv Soun texvoloylwv MANPodOPLKAC, TV KOWWVIKY Soun Kat
NV ETUXEPNUATIKA Soun yla va mpowOnoel tnv culhoyikr euduia Tng MOANG», EVW KOTA
tov Toppeta (2010) eivar auty mou ouvlualel «Tig TeEXVOAOyie¢ TANPodoplkAg Kal
gTKOWVWVIag pe texvohoyia Web 2.0 pe aMeg mpoomdaBeleg opydvwong, oxeSlaopol Kot
OTPATNYLKNG YLOL VA OTO-UAOTIOLOEL KOLL VOL ETITAXUVEL TLG YpOPELOKPATIKEG Sladikacleg Kot
va BonBnoeL va avayvwpLloTouV VEEG, TIPWTOTIOPLOKES AUCELG 0TNV CUVOETOTNTA TNG AOTLKAG
Sloxeiplong, mpokelpévou vo BeAtiwOel n avBektikotnTa (sustainability) kot Bliwolpotnta».
O Partridge (2004) tnv opilel w¢g «uLlo MOAN OmMou oL TeXVoAoyie¢ MANPodOPLKNG Kot
ETUKOLVWVLWY Suvapwvouv TNV eAeuBepia Tou Adyou Kal TNV MPooBaciudtnTa o8 SNUOGCLES
mAnpodopieg kat umnpeocieg», evw o Washburn kat n opada tou (2010) Bswpei mwg KUpLO
XOPAKTNPLOTIKO TNG elvatl «n xprion EEUTVWV YTTOAOYLOTIKWY TEXVOAOYLWV VLA KAVEL KAVELG TOl
KPLoLo SOULKA CUCTATIKA KOl UTINPEGCLEG pLag TTOANG —Ttou mepAapBdavouv tnv dLoiknaon tng
noAng, tnv ekmaideuon, Tnv vyeia, Tnv Snuocia aoddlela, To real estate, TIc petopopeg, Kat



TI¢ Onuoolec unnpeoieg- mo  £fumveg, Slacuvdedepéveg  (interconnected)  kal
OMOTEAEOUATIKES». Mapd TIG eMLUEPOUC SladopEg, 6oL, dalveTal va €xouv otnv BAch Toug
£€va Kowo: tnv éudaocn otnv texvoloyia cav diodo kal gpyaleio TNG ACTIKAG avamTuéng,
Xwpic wotoéco va opilouv akplPwg TG UTIOSOUEG TIOU Ba UMopoUCE va. XPNOLLOTIOLHOEL
kaveic (ue e€aipeon tnv xprion Ttou Aladiktuou).

Mua dAAN e€atpeTikd SeAeaoTikn LO€A yLol TNV OVATITUEN TOU AOTIKOU XWwpou gival n
W6éa NG «Tavidlapikng moAng» (“playful city”), av kot mo e0koAog ival o oplopog Tou
«mayvidLapikou xwpou» (“playful space”) amno tn BiBAoypadia. H mpoogyyion autr Eekiva
amno tov Lefebvre (1991) kat tnv 8ikn tou Bewpnon Xwpou w¢ (KOWWVLKN) KATOOKEUH TTOU
Snuloupyeital péoa amd KOWWVLKEG TIPAKTIKEG KOl OLKOVOULKEG-KOWVWVLKEG OXECELG LOYXVOG.
Tnv (8l oTLyn, 0 XWPOG EPUNVEVETAL KL OTtO TOUG KATOLKOUG KL XPrOTEG TOU, APl UIMOPEL
va unootnpiéel mANnBog Sltadopetikwy evvolwyv Kol (ouvemakoAouBwv) Spacswv. OL De
Souza e Silva kat Hjorth (2009) opilouv, pe Baon autd, Tov matviSLAPLKo (a0TLKO) XWPOo W¢
UTIOKOTNYOPLO. TOU KOWWVLKOU, Kol Bewpolv OtL Tovilel tnv oOY€on avAPECO OTnV
KOOnUepVA pouTiva Kol TNV QOTIKA TPAYMOTIKOTNTA, UMootnpllovtag mweg Tto mouyvidt
umopet va evtaxbel otnv «cofapn» kabnuepwotnta. Akopo, Bewpouv OTL MapAyeTaL anod
TNV KWYNTIKOTNTA Kol TI§ OANAETUEpATELS TwV aVOPWITWY TTOU TOV KATOLKOUV.

Mta évvola ou eival mopepdepPnC e 000 LOALG avapEpape aAAQ TIPETIEL VO OPLOTEL
T(POKELUEVOU VA YIVOUV KATOVONTEG OPLOUEVEC EVVOLEG TIOPAKATW (KAl eMeldn MOpApEVEL
adleukpiviotn amd toug De Souza e Silva kat Hjorth) eival autr) tou mawvidiol. Yrapyet
oykog BiBAloypadiag mou mpoomaBel va oplosl To matyvidl, KoL OpLOUEVOL, EUTTVEUCHEVOL
amnod tnv aduvapia tou Ludwig Wittgenstein va to katadépel, Bewpouv nwg sivat aduvato
(Kitoapag, 1991), népa amd TO va MAPASEXTOUV TMWCE OMOTEAEL OTOLXELWSN KOLWWVLKNA
otaBepd otig avOpwriveg oxéoelg (de Souza e Silva & Sutko, 2008). Oplopévol, 6mwe oL
Huotari kat Hamari (2012), mpoonaBoUv va evtomicouv oplopéva KoWaA XapaKTNPLOTIKA oo
Toug SLadopoud: elval cuoTAATA, N CUMHUETOXN O auta elval eBgAovtikn, SLEMovTaL ano
KOVOVeG, TepAapBAvouv pla cUYKPOUsH I CUYKPOUOWEVOUG OTOXOUG, TA OMOTEAEOUATA
toug Sev eival mpoBALPLHa Kal TpokaAoUV amoAauon, aywvia Kot gival ofLopVNUOVEUTEG
eumelpiec’. Epeic, ylo TIC avaykes auTAg tNg epyaciog, Sev Ba Bswprocoupe To mavist
olotnua kat Ba ULOBETACOUNE Tov Opopd Twv Salen kat Zimmerman (2003), mou to
Bswpolv «pla eBehovtikn Sladpaoctiky SpactnplotnTa, OTNV Omola £vag 1 MeEPLocOTEPOL
Taikteg akoAouBouv kavoveg mou meplopilouv TNV cuumneplPopd TOUG, MAPLOTAVOVTOC HLLA
TEXVNTA CUYKPOUON TIOU KOTAANYEL OE €va QTTOTEAECHO TIOU UMOPEL VO TTOOOTLKOTIOLNOED».
‘Eva mauyvidL pmopet va €xeL i va LNV €XEL KAVOVeG, adol eival otnv Bacn tou n «eheuBepla
Klvnong Héoa o€ PLa TILO AKOUTIT KOTOLOKEUR ».

Quowka, to malyvidt dev €xel mapapeilvel OTACWO OAV TIOALTIOUIKO TIPOIoV, Kol
avtiBeta, éxel e€eAyOel pall pe tnv texvoloyia twv apxwv tou 21°%° cwwva, Eedelvyovtag

)

Lo EPEVVNTEC XpnoLomololy tnv Aé€n “gamefulness” r| “gameful experience” yia va meplypaouv
™V guxapiotnon g eumelpiag Tou maxvidloy, 6pog Tou omolou N UeTddpacn evdEXeTal va eivat
T(POPANUATIKA OE AUTA TNV gpyacia.

2 OL epeuvnTEC EEETAIOLY TO TTAXVIBL HE AMWTEPO GTOXO TOV BEWPNTIKS 0pLopd Tou Bvteomayvisol,
KOl Apa TIPOTLHWVTAL ETELSH N UEAETN TIEPIMTWONG TNG EPYACLAG LAG OVAKEL OE QUTA LLE TNV EUPUTEPN
£€vvola Tou Opou.



UEPLKEC POPEC ATIO TA OTEVA OPLO TWV ELSIKWY YL TNV avamopaywyrn Tou cuckeuwv. H
McGregor (2007) Siakpilvel tpelc SLadopeTIKOUG TPOMOUC HE TOUG Oomoioug yivetal n
SlopecoAhdapnon tou Ynodlokol Ywpou ota ouyxpova (Plvteo)malyvidia: outd ToUu
pecohafouvtal péow M oBovng (“screen-mediated games”), n Umapén NG omolag
omokAelel Tov KOOHO Tou malvidiol omd Tov TMPAYUATIKO, To SlafpwTikd mouyvidia
(“pervasive games”), ota omola o Xwpog Tou malyvidlol Ttomobeteital mMavw amo Tov
TIPAYUATIKO KAl TOV «OAAOLWVELY, KOL Ta evowpatwpéva malxvidia (“embedded games”),
OoTa Oomola 0 XWPOG TOU TOLXVISLOU TEPLEXETAL HECA Ot £€val ELOLKA KOTOOKEUAOUEVO
TIPAYHOTIKO avTikeipevo. EWSIkd ota SUo tedeutaia, evlladépov mpokalel n aAnAenidpaon
TIOU YEVVATOL QVAUECSO OTOV TIPOYUATIKO Kol Tov Yndlakd KOOUO, TIPOKAAWVTAG TIG AAAEG
ovouooleg pe TIC omoleg evdéxeTal va ouvavinoel Kaveic Ta malyvidia autd: moyvidia
uBpLdIkNG mpayuatikdtntag (Hybrid Reality Games) kot matyvidia yla kivnto thAépwvo pe
Bdon tnv tonobecia (Location-Based Mobile Games) (De Souza e Silva & Hjorth, 2009).



2. 2UvOeon TwV evvolwv Kot Oewpntiko untdfabpo

2.1. H aAAnAoemuikdAuPn tnG «EUTVNG» KOl TNG KTTOLXVLSLAPLKNG» TTOANG KoL OL
Suvatdtnteg avantu§ng tng

ZEKIVWVTOG OO TNV teAeuTaia €vvola ou opiloape kKal 6£60UéVOU TOU PEYAAOU
TOUG KOLVOU, TNG MPOoBacIUOTNTAG TOUG, TOU MPWTEVOVTA O0TOX0UC TOUG WG dLaokESaong Kal
™G TAXOTNG ovamtuéng toug wg Propnxaviag (Ensslin, 2011), eivat Suvatov va
EUMVEUOTOUUE Oamd TO TOPASELYMO TWV TAXVIOLWY yla thv Snuoupyia mpoottwy Katl
£UXPNOTWV OOTIKWV £PAPUOYWY KAl GAPA TNV TIEPATEPW OVATMTUEN TOU OOTLKOU XWPOU;
EWSIKA yla TIG avaykeg tne epyaociag Ba pag anaocxoAnost To mobile gaming, dnAadn ta
«mayvidla mou mailovral oe 006vn kwvntou tnAspwvou» (Rodriguez, 2006), wg pla mLO
npoottry, WK otov apUnto ToAitn kot (ouykpltika) dtnv péBodog maliparog
TLALLXVLOLWV.

H mopamavw auth okéPn avamtuxbnke mpwta amod T ormoudéc marketing kot
KatéAnée otnv emwvonon Tou Opou «oloTnUO UTnpeclwv». Q¢ TEToo opiletal «ulo
cupdwvia mopwv (cuuneplhappovouévwy avBpwrnwy, texvoloyiag, mAnpodoplwv KAT.)
TIOU ouVOEETAL 08 GAAA CUOTHUATO UE TPOTACEL; atlag» (Spohrer & Maglio, 2008) kot
Xpnotwdoroleital ya va PeAtiwosl pa Adn mpolnadpyovoa umnpecia. O otdxog sival n
cuvénuloupyla TNG amd Tov MEAATN Kal Tov oXedlaoth Kal dpa n dnuwoupyia afiag kot
KoAUTEPNG oUVOALKAG aloAdynong tou mpoiovtog and Tov mpwto (Vargo, Maglio & Akaka,
2008). z0udwva, g, pue toug Huotari kat Hamari (2012), To moyvidt mapouoldlel OPLOUEVES
opolotnteg poll tng, Kupiwg Adyw tnNg amd kowol Snuloupyiog Tou amd maiktn Kot
Snuoupyo.

Xpelaotnke, wotoco, va ¢tacel to 2008 TPOKEIWEVOU VO EUPOVIOTEL TO
“gamification”®, o 6poc mou Ba pag amacxoAjoeL yia TV umdAoutn pyacia. O Terill (2008)
glonynOnke tov 6po (tov omoio éyypade shadpwg Stadopetikd, wg “gameification ”) oto
TMPOCWTILKO Tou blog, opilovtdg Tov we €€NG: «TO va TMAPEL KAVEIG TOUG HUNXOVIOUOUG TWV
TALXVIOLWY Kal va TouG edappocel o AMEG SIKTUAKEG LOLOKTNOleC yla TNV avgnon
evbladépovtocy. H emduevn andnepa oplopol Npbe and tnv opdda tou Deterding (2011),
w¢ «n xpnon otolxeiwv oxeblaopol mavidlwy oe mAaiola €€w amd ta mayvidia». Epelg
ETUAEYOUE TOV AlyO TILO TIEPLEKTLKO OPLOMO TwV Huotari kat Hamari (2012), mou to Bewpolv
«pa Stadlkacio evioyuong plog umnpeciag pe TNV Mpoodopd eUmMElplWV ToxviSLoU
T(POKELUEVOU VO UTIOOTNPLXTEL N oUVOALK dnuoupyla aglag tou xpnotn». Toviloupe Twg
autol opilouv TNV Xprion tou Kupiwg oto marketing, divouv peyalutepn €udacn otov oToX0
KoL 0L otnv Sladlkaoia, evw n umnpeoia dev eival amapaitnto va eival matyvist, mpayupata
Tou Sev LoxUoUV yla TNV Tiepintwon mou Ba e€staotel mopakaTw.

Me Bdon oAa ta mapandvw, TPOTAcH NG epyaciag ival n Suvatotnta ocluvSeong
TWV TOPOTAVW OPLOBELOWY EVVOLWV TNG «EEUTIVNG» KOL TNG KTIOLXVLOLAPLIKNG» TIOANG HECW
™¢ “gamification” tou dNUOCLOU XWPOU, UE AMWTEPO OTOXO THV avamtuén tou. Me aMa
Aoyla, e€etaletal n SuvatoTNTA TOVWONG TOU SNOCLOU AOTIKOU XWPOU LLE SEUTEPEUOUTEC

> M rubavry petdadpaocn tou dpou ot ENANVIKE Ba umopoloe va Tav n «mouxvidonoinon», ard
S6ebopévou otL dev €xel umapfel mpoonabeila culNTnong Tou otnv eAAnVikn BLBAloypadio péxpL Kat
TNV ouyypodr AUTWV TWV YPAULWY, 0 OPOG TOPAEVEL OUETADPAOTOG.
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UTINPECLEC OXETIKA ULKPOU KOOTOUC (epOcoV oL UTIoSOUEG acUpUaTNG TEXVOAoyLag utdpyouv
noén) kat pe éudaon ota EPpeca Kot OxL T0oo Ta dpeca opéAn Tou. EmumtAéov, Ba pnopoloe
va SLOTMIOTWOOUUE TIPOOSEUTIKA Kol WHEALUO TIPOC TO KOWWVIKO GUVOAO amoteAéoparta,
OTWG TNV €eKUETAAAEUCN VEWV TEXVOAOYLWV, tnv avabswpnon «dedouévneg» onuaciag
0OTIKOU SNUOCLOU XWPEOU KAl TNV EVOUVAUWON TWV TTOALTWY KAl XpNOoTWV TOU XWPOU.

2.2. NpoPBANHATIONAG OXETIKA HE TIG LOEEG TNG “smart city” kot tnv epappoyr Toug

'OAa To P ATAVW aKOUYOVTAL E0LPETIKA SEAEQOTIKA, AAAA ATIOCLWTIOUV OPLOEVEG
TPOPANUATIKEG TITUXEC TWV EVVOLWV TIOU OpLloTnKav Kol TPETEL va €€ETAOTOUV TPV
TPOXWPNOOUUE. Onw¢ avadepBrKope MOpAMAVW OTNV «EEUTIVN» TIOAN, TOVIoAE TNV KON
£udaon mou Sivouv moAlol epeuvnTEG oTnV TEXVOAOyia, aAAA UTIAPXOUV Kol GAAEC OVTOTNTEG
TIOU WMAEKOVTOL O QUTHV, OL OTOLEG UTTOpOoUV var epunveuTtouV Sladopetikd. Ot Nam kal
Prado (2011) opilouv, ag MoOUUE, TPELG KuplapXeg «mapatdfelc» mou mailouv onuUovTLKO
poOAo otnv £€umvn TOAN: TNV TeExvoAoyia, Toug avBpwmoug Kot Toug Beopolg (avadépovtal
KUplwg oTnV TOTKN 1 UTEP-TOTILK autodloiknaon). Mépav Tou OTL auTh N MPooéyylon ival
O-XWPLKA, N KAVOVLOTIKA QVILUETWIILON TNG guduiog mou mpoTteivel, 0 ouXVOG OPLOUOS TNG
KOVOTOMLOG KOl TNG emituxiag tng pe Paocn tnv edpoppoyn f OxL Twv LWOEWV TOU EKACTOTE
urtoPridlou otnv Tomikn TOALTIKA «apéva» (Lee et al, 2008) kal n umovola WG N «EEUTVEGY
TIOAELG XPELATOVTOL KATAPTIOHEVOUC 1 TIPWTOMOPOUG avOPWITOUG YLa VoL AELTOUPYHOOUV -Kall
apa 600L Sev KAVOTIOLOUV aUTA Ta Kpttrpla ev «agilouv» £€umveg moAelc (Bartlett, 2005)-
elvat mpoBAnpatika.

T€AoG, el&IKA 600V adopa TNV LBEA TNG «TTALXVIOLAPLKAC» TIOANG, TEPA ATIO TLG TINYEG
mou avadEpape maponavw, oxebov kaveévag Sev tnv £xel avadipel otnv BLBAloypadia,
oUTe avoAUOEL CUCTNUATIKA. MATWG TIPOKELTAL, EMOUEVWG, YL £VOV ATTOTUXNUEVO OPO, HLa
evlladépouoa Ea ywplg amotéAeopa;

lowg, OUWC, N ONUAVTIKOTEPN €VOTOON OTNV CUVEVWON Twv U0 WOewv va Bploketal
otnv AAAn TAEUPA TNC APXLKAC TNG OEAC: €Gv 0 OTOXOC HaG €lval n EUUECh TOVWON TOU
Xwpou, bev Ba umapouv emiong EUUECEG OUVETELEG, OXL Ttavta BeTikég; Mnmwe Ba Atav
OWOTOTEPN N €K TWV TIPOTEPWV TIPOPAeYN Kal yla ta SUo, TpLv Tnv omoladnmnote edapuoyn
oxeblwv yla v PBeAtiwon tou actikoU TeptBaAAovtog; Me aUTEG TIC OKEWPELS KATA Vou,
ouveylloupe TNV e€€étaon TG SLAMAOKNG TWV EVVOLWV TOU oploape, pe adopun Ml
nepintwon HeAéTnc.



3. MeAétn nepintwong: PBiBAoypadikn avtibpaon oto Toyvidt
“Pokémon Go” kau tig aAAay£g tou GEPVEL OTO XWPEO TNG TTOANG

MepvAE OTO KUPLWG KOUUATL TTapaywyng Adyou Tng epyaciag, 6mou Ba eoTlAooUUE
0O€ Hila peA€Tn mepimtwong mou Bewpoupe Mwg ocuvbualel T Bewpleg mou avaludnkav
napanavw. H ebappoyn autr sivatl to Aoyloptkd “Pokemon Go” tng etatpiag Niantic, éva
TaLxvidL mou kukAoddpnoe to kalokaipt Tou 2016 yia Kwvnto thAédwvo Kat tablet. MNa tov
EVTOTILOUO TWV EMUTTWOEWVY TOU £YLVE amodeATiwon tNg apKeTA TAOUGCLAG UTIAPXOUCOS
BBAloypadiag, mou mepleAdpPave omd YeEWYPOPIKEC HEAETEG HEXPL OnUOOCLEVOELG OF
LOTPLKEG NAEKTPOVIKEG ednuepibeg. OL smumtwosl Bewpnbnkov BETIKEC 1 OPVNTIKEG
ocUudwva pe TNV Kplon g ypadouaoag.

Yrnapxouv apketoi Adyol mou pag wlolv va emikevipwBolue oto “Pokémon Go”
ocav peAétn mepimtwong. O mpodavrg Adyog eival o cuvduaopudg uPnAng texvoloyiag kot
XWPOU TIOU ETUXELPELTAL OTO TALXVISL: 0 TtalKTNG yewavadEPETal CUVEXWE 000 Tallel, EVw N
6la n Baon debopévwy Tou TaLxviSlou dnuloupyndnke He TN XprHon eAelBgpwV XWPLKWY
Sebopévwy omwe ta unoBabpa tou Google Maps (Ong & Green, 2016). ‘Evag aAAog Adyog
givalt n dnuodhia tou: péoa otnv mpwtn €BSopada kukAodopiag Tou oTIC HVWHEVES
MoAlteieg, to moauyvidl eixe 21 ekatoppvpla xpnotec (Allan, 2016), Eemépaoce o€
erokePUoOTNTA Kot SnUodAict TOUG YyVWOTOTEPOUC LOTOTOTIOUG KOWWVLKAC Siktuwong —
onw¢ to Facebook kol to twitter-, evw OUVEXIOE HE TO VO QVAKNPUXTEL TO TILO
«kateBacuévo» app otnv Lotopio Tou Sladiktuakol kataothpato¢ tng Apple (Nelson,
2016). TEAOG, OPLOUEVOL MO TOUC UEAETNTEG TNG OELPAG UEPOC TNG omolag amoteAel To
mayvidt mopatnpouv pLa cUVOEaN AVAUECSO OTOUC UNXOVIOUOUG TG Kot tnv Sladpaacn He
Tov dnuoaoto xwpo: cupdwva pe tnv Allison (2003), Ta “Pokemon” otnpilovtal ev HépeL oTnV
VOOTOAYLKA avarmoAnon tou adopntou matdikol mayvidlou, Kal LAALoTA o€ TEPLOXEG OTOU
T0 puowo meptBarrov e€adaviletal kal Sivel Tn B£0n TOU OTO ACTLKO.

QOTO00, UTIAPYOUV KOl QVTL-ETIXELPNUOTA OTNV €mAoyn Hag auth. Mpwtov, n
edappoyr cuvdéetal pe tnv nepidbnun “geek culture”, tnv omoia o Sugarbaker (1998) opiel
WG TNV KOUAToUpA QUTWV TIOU «yivovtol eldlkol os €va avtikeipevo pe B€Anon kot
anmopaCLOTIKOTNTAY, KOL XOPOKTNPLOTIKA TNG OMoiag anoteAoUV cuxvd n evacxoAnon e TV
podlky KouAtoupa (ta €pya davtooiag Kal €MOTNUOVIKAG ¢GovTaciag, Ta KOWLKG, oL
UTTOAOYLOTEG KATL.), OTIWG KOlL O AUTO-TIPOCSLOPLOUOC KAl N EVEPY CUUUETOXA TWV HEAWV TNG
(McArthur, 2009). Emopévwg, mapd tnv tepdotia dnuodiia tou, To matyvidt ansubuvetoatl
MPWTIOTWG 0 évav odIXTtd KUKAO omadwy Kol eVEEXETAL VO ATMOMAKPUVEL TOUC ALYyOTEPO
0 PpooLWHUEVOUG TIAUKTEC. EMLMAEOV eunOSL0 O0TNV gUPUTEPN EAKUOTLKOTNTA TOU QOTEAEL Kall
MOVO To OTL amoteAel epappoyn Kal TeExvoAoyio MEPLOPLOPEVNG (KOWVWVIKNAG) eUBENELAG Kol
anAxnong: cuudwva pe SLaSIKTUOKEG TINYEC (2016), £€L otoug €ka EAANveG eival LBLOKTATEG
smartphone, to omoio adevog amodeikviel tnv dnuodhia tng texvoloyiog, adetépou
OMOKAELEL €va ONUAVTIKO TTOCOOTO XPNOTWV Mo Authv (Kol 6n autwv ToU aVAKOUV o€
XOUNAOTEPQ €L0OSNUATIKA KALLAKLA). Epelg Bswpolpe mwg ta OEAynTpa CUULETOXAC VLA TOV
péco maiktn umepPoivouv onuavTikA TIC OMOleG evotdoel kol Oa cuvexicoups va
0.0XOAOULALOTE LIE TO TTALXVISL £XOVTAC TG 0TO EPLOWPLO TNG EPEUVAG LOC.



MpLv MepAOOUE OTNV KUPLWG EMLOKOTINON TOU UALKOU pag, Ba e€nyrnooupe ocuvtoua
nwe nailetal to mayvidt. To “Pokémon Go” €ekwvael pe Tnv Snuloupyia evog avatar —pia
«avamapdotacn avBpwnwy oe elkovikd neptBallovta» (Bailey, Wise, & Bolls, 2009)- ano
ToV Taliktn. Kuplog otoxog tou avidlou eivat o maiktng va Byet £€w armod To oritL Tou, va
TIEPTIATACEL, VO OUVOVINOEL KOl VO OLYUAAWTIOEL 60O TEPLOCOTEPO ATMO T EMWVUUA
TMAQOUOTO MMOPEL KOL VO OUMMPETACXEL O MAXEG He GAAoug. To matyvidt eival
TIPOYPOAUUOATIOMEVO LE TETOLO TPOTIO WOTE O TAUKTNG VO oUVAVTA 0floonUElWTA cupPavTa
otov Pndlakd xwpo o€ avtiotolya onUeia TOU «TTPOYUATIKOUY, Kol €LOIKA OF OPLOMEVEG
B<oelc mou Aéyovtal Pokéstops, mou emiBpaBelouv TOV EMLOKENTN aVA OPLOUEVO XPOVIKA
Slaotiuata. H mepuiynon yivetal o€ MPAYUATIKO XPOVO, VW TOAU GUXVA O TaiKTNng
EVIAOOETAL OE TPELG HUEYAAEC opadeg, ouvepyalOpevog Moll Toug ylo TNV oUuAAoyn
neploooTeEpWVY Movtwy (Ong & Green, 2016).

T€Aog, B oploOULE TILO CUYKEKPLUEVA TIC DEUATIKEG LUE BAON TLC OTIOLEC KAVOUE TNV
taflvounon kot katnyoplonoinan tng BiBAoypadiac. Mpwtn eival o SNUOOLOC XWPOS, L
TepLloXN N TOMOG TMOoU elval avolytog Kal MPooPAaciuog o 0Aoug, avefaptntwe ¢uAou,
dUANC, eBvVIkOTNTAC, NALKIAG 1 KOWWVLKO-0LKOVOuLKOU emutédou» (UNESCO, 2017). e autov
TOV OpLOMO Ba CUUTEPIAABOUE KO TLC OLKOVOLKEG KOl KOLWVWVIKEG TIAPAUETPOUC TOU, OTWG
Bewpolpe OtL TI¢ £€étaoe mpwtog o Lefebvre (1991) kat akoAoUBnos mMARBoC GAAWV
gmotnUovwy. H deltepn elvat to puoikd meptBariov, ekeivo, dnAadn, «mou mepAapBavel
TI¢ SLadpaocelg OAWV Twv {wvTtavwy E6WV, TO KA, ToV Kalpd Kal Toug Gpuolkoug Opoug
Tou ennpealouv tv avBpwrivn emiBlwon kal olkovoulky dpaoctnplotnta» (Johnson et al,
1997). M\wvtog yla TG VEeg Texvoloyieg, Ba avadepBolue ota Siktua ACUPUOTWV
TNAETMKOWWVIWV Kot To Atadiktuo, plag Kol gival évag allou tumou Snuoolog xwpog (N
eAANVIKN peTadpacn tou 6pou cyber-space eival, €€dANou, kuBepvoxwpog). H tedeutaia
£VVoLa, TO TOTTLO, «HLO TIEPLOYXN), OTIWC YiveTal avTtiAnmth and toug avBpwmnoug, tTng omoliag o
XOPOKTAPOC €lval To omotéhecpa twv OSpdoswv kat Sladpdoewv duokwy Kay/n
avOpWIIVWV TaPayOVTWY», £ival N TOUTOTNTA HLOC KOLWOTNTAG KAl TO TWE auth yivetal
QVTIANTITH HEoa amod ToV XwPOo Kal Bewpeltal wG CUCTATIKO OTOLXELO TNG KATOOKEUNG TOU
TIOALTIOMOU KOl TNG TIOALTIOMLIKAG KAnpovoplag amd tnv Eupwnaikn Evwon (European
Landscape Convention, 2000)

3.1. Anpocog Xwpog

OL MpwTeg oToLELWSELS aANayYEG TTapatTnpoUvTaL oTnV Bewpnon Kal vonuatodotnon
Tou SnuooLlou xwpou. Mpwtov Kal Kuplotepov, To maiflpo tou “Pokemon Go” daivetal va
evBappuve TNV Kivnon oe peydAeg amootdoslg (Ewg Kat XIAopetpa) (Dorward et al, 2017)
KoL TNV MoAUwpn mapapovn £€w amno to onitt (Worley, 2016). Eniong, katadepe va wbnoet
TMoAAOUG Ttaikteg o pépn mou Sev eixav emokedtel mpwv (Colley et al, 2017), katL movu,
oclUudpwva pe apketol Puxohoyoug, Sev sival eUkoAo, pLag Kot n avBpwrivn kivnon oto
XWPO OPYOVWVETAL O YWWOTEC SLadpoUEC. H emopevn BeTik ouVENELA NTav, MPodavwe, N
BeAtiwon ™G PUOLKNG KAl VONTIKAG Uyelag Twv matktwyv (Ong & Green, 2016). Akoua Lo
evlladépouoa eival n Staxuon Twv anoteAecudTwY o PeydAo elpoc mMAnBucpou (avapeoa
O QUTOUC, ToV AeyOHevo Kol «pn evepyo») (Althoff et al, 2016), umodnAwvotvag mwg ot
edaployEG aUTEG UtopoLv va ayyiéouv peydho eUpog MANBuGHoU. Mo KOO TIOPAETPOG



TOU XWPOU Tou aAAGLEL Elval N KOWWVLKH, LLOG KOL OL TTAKTEG €VIOXVUOUV TNV KOWVWVIKOTNTA
tou¢ (McCartney, 2016) pe to va evtdooovtol oe opadeg (Ong & Green, 2016; Colley et al,
2017). Edka ot Colley et al avadépouv mwg Alyol daivetal va mailouv povol Toug To
TALXVIOL, TPOTIHWVTAG TNV cuvtpodLd PAwv 1 olkoyévelag. TEAOG, ONUAVTLKA €lval Kal N
TAPATNPOUEVN TOVWON TNC TOTLKNG OLKOVOWLOC: TIoAAOL Omd TOUC EPWTWHEVOUC OTLC
£€peuveg TOU MeAeTROnkav avédepav Twe Pwvioav KATL OTIG VEEC TEPLOXEC TIOU
enoképtnkav, kupiwg paynto (Colley et al, 2017).

E€QLpETIKA ONUOVTLKEG €lval, WOTOO0O, KAL OL APVNTIKEC EMIMTWOELS. Mo coPapn anod
OAeg, evdexopévwe, gival o kivbuvog yla Thv uyeslo TMAKTWYV AAAG Kal Ttapatnpntwy n
Tuxaiwv moAtwy, adou Kal n anodomnacn and to navidl 0drynoe otnv mpokAnon nepinou
113993 neplotatikwy TG mpwteg 10 pépec. H emépPaon auvtn dev adnvetl adladopoug oute
TOUG 08NYoUC: OPLOUEVOL OTOCTIWVTOL Ao TNV CUCKEUN evw o0dnyolv (os mocootd 18%),
EVW ULKPOOTUXNHATA PE AMPOCEKOTUC MEOUG KAl OUTOKIVNTA mapatnpnOnkKov o apKETEC
TIOAELG, HE €peuva TIoU €ylve pEow twitter amd toug Ayers et all (2016). Eva akopa
MPOPANUa Bewpolpe Mwe eival n dSnuoypadikry cUVOEON TWV TAKTWY TOU TtaLXvidlol: to
katd mAswoPndia apoevikd kowo (o TMOoooTd 65%) KplvouUEe TWG eVIOXUEL TOUG
UTTAPXOVTEC SLawPLoHoUG LETAEL Twv GUAWV. Eva GAAO mPOBANUa lval TO OTL, AKOUO KOt
OUYKPLTIKA ¢TNVO ot oxéon He OGAAeG TtayviSopnyaveég, to motyvibl amaltel To apketd
OKPLBO UAIKO Tou «EEumvou» KlvnTtoU TNAedwvou yla va KatavalwbBel, odnywvtag otov
QMOKAELOUO 60wV Sev Umopoulv va To mpounBeutolv. TEAog, pe TNV KatevBuvon KOGUoU
TIPOC TL OOTLKEG, OUVKPLTIKA «KAAUTEPEC» TEPLOXEC (UE TNV TOMOOETNON TUKVOTEPWV
PokeStops ekel), cupBAAAEL oTNV SLOLWVLON UTIOPXOVTWY OVICOTATWY OTO XWPEO, HULAC Kall
OQUTEG oL TTEPLOXEC elval Tou Ba amoAaloouv og peyalutepo BaBuo Ta OLKOVOULKA 0dEAN
Tou mawvidiou (Colley et al, 2017)

3.2. ®uowko NepiBaiiov

H mpwtn otoyewdng Oetik ouvelodopd tou “Pokémon Go” oto ¢uaoiko
neplBdAlov nrtav n avfnon tng kivnong kal otoug €BvVIKOUG KATIOUG KAl T GACHN, WG
CUVETTELA TNG EVPUTEPNC £€0pUNONG oto Snuocto xwpo (Carlton, 2016). To matyvidy, emiong,
ouykpiBnke amo PloAdyouc pe Thv (YVwoth o autolg) mapatipnon tng Blomoilotntag
Sebopévwy Tteploxwv. Oswpolv, EMOUEVWG, WG autoU Tou elboug n mMpooopolwon pnopet
va  £fOLKELWOEL TOUG Taikteg pe tnv Sladikooia kal va mpokaléost To evlladépov
TIEPLOOOTEPWY OCUHUETEXOVTIWY yla TNV ¢uon, fekwwvrtag and to maiyvidt (De Oliveira
Roque, 2016). AAG 6ev eival povo n HUBOMAQOTIKY Tavida QUTH TIOU HMAlvel oTo
T(POOKNAVLO: SLASIKTUAKEG KAUTTAVLEG OTIWE To Snuodhég hashtag #Pokeblitz sixvouv otL ot
naikteg elyav tnv eukalpia va €pBouv oe emadn Kol PE TNV KTIPAYUATIKA» Tavida Twv
XWpWV Tpacivou kovtd tou¢ (Brulliard, 2016). TéAog, oplopévol BloAdyol nén avtiouv
£UMVELON ATO AUTO YLOL TV OVATTUEN TIPOYPOUUATWY guotcOntomoinong Kot evnuépwaong
yla tnv dlatipnon tou mepilpdAlovroc (Dorward et al, 2017), dpa Asttoupyel Kol wg mnyn
£UMVELONG YLOL ETILOTNHOVLKA OVTIKELPEVA OXETIKA LLE TOV XWPO.

QoTO00, UTIAPXOUV KOL OUCLAOTIKEG OPVNTLKEC ETUITTWOELG, LE TLG TILO ONMOVTLKEG Va
oxetilovtal pe TNV aoPAAEld TOCO TWV TMOLIKTWY OCO KAl TOU Xwpou tou mayvidiov. To



peyalutepo mpoBAnua daivetal va givat o KivBuvog TPAUUOTICUWY O ETKIVOUVEG TTEPLOXEG
Aoyw amoppodnong amd to mayvidt (Onwe avadépbnke Kol MapaAMAvw), HOKPLA amo
omolovénmote eBehovt N dopéa mou Ba umopoloe va TpoodEpel MPwTeC Pornbeleg
(Khomami, 2016). Xe kivbuvo &gv Bplokovtal povo ol avBpwrmol, aAAd Kot n ToTikr YAwpida
Kol mavida: ot Dorward et al (2017) doBolvrtal OtL N o peydAoug aplBuolg npocéAeucn
avOpwnwv oe elBpavota ¢uolkd olkoouotuata Ba pmopolos va Ta SloTAPALEL
avenavopBwrta. Asutepeloucag onpaoiog eival Ta MPOPANUATIKA oToLXEla Tou Ttatyvidiol
mou epdavidovral Adn amod tv cUAANYI Tou: n cuvéxlon Tng Bewpnong avBpwrmou Kal
duong wg dakptwv ovrotAtwy (Fletcher, 2016) kat n «detiyonoinon» Tng TeAeuTaiag, TTOU
pev odnyel o cUCXETLON LE AUTAY TTOPA O€ OUCLOOTIKY ox€on (Dorward et al, 2017).

3.3. Négg Texvoloyieg

H mpwtn, mpodavrg Betikn Slamioctwaon mou TPOKUTITEL Ao TG SLadopeg EPEUVEG
yla to “Pokemon Go” eival n évtovn Sladiktuakn mapaywyrn Adyou yla to maiyvist, kot dpa
n npokAnon culATnong (akoua Kal oTo EMIMESO TNG MAPATHPNONG 1 TOU XloUUop) yUpw amod
{nTApata xwpou ot dnuooteg mAatdopueg srukowwviag (Brulliard, 2016). Mo &eltepn
napatipnon sival n adopun mouv 866nKe o VEEC EMOTAUEG Vo SLEUPUVOUV TO QVTIKEIUEVO
TOUC N va TO £EETACOUV HE VEOUG TPOTOUG HE adopur Tov SNUOCLO XWPO KOl TG VEEG
texvoloyieg (Ong & Green, 2016). H emotiun tng Yuxodoyiag (koat 6n o kKAASOG Twv
behavioral sciences), n yewypadia kat n Plohoyia ( Mo cuykekplpuéva oL preservation
studies) eilval povo peplka mapadeiypata, Kol auTo TO «TTAVIPEUOY HOVO OETIKEG JUUWOELG
umopet va emidépet.

Toutoxpovwg, evtomilovtol opKeTA MPOBANUOTIKA OTOLXEla oTNV TTUXN QUTH TOU
Xwpou. To mpwto oxetiletal pe ta unmoBabpa ota omola otnpiletal to malyvidt, Ta omnoia
€xouv yvwotég npokataAnelg (biases). Ou Colley et al (2017) avadépouv v aviootnta
TIOU Topatnpeital otnv dnuoupyia kat Slokivnon twv Swpedv Pndlakwv YXweLKWY
Sebopévwv: MAOUGCLOTEPEG KOLVOTNTEG UIMOPOUV VO TAL KATACKEUAOOUV (Kal vo Ta SltaBétouv)
ME KAAUTEPN TMOLOTNTA KAl CUXVOTNTA, KAl dpa emwdeAovuvTal and Tto malxvidl, To onoio
enwdeleital and tnv uvdPnAn toug moldtnTa Kal Snuwoupyel véa kivnon mpog non
woehnuéveg meploxeg. Emopévwg, ta Sedopéva dev eivol OUCLACTIKA SNUOKPATIKA, KOl apa
Slalwvilouv TIC AVLOOTNTEG TOU «TIPAYHATIKOU» KOOUoU. To &eUtepo adopd TLG OTOLES
T(POOTIABOELEG OVATIOPOYWYNE TOU HOVTEAOU ATt opyaviopoUlg Epa amo LOLWTIKEG eTALPLEG:
népa anod tnv Swpeav SLABeon TwV YewXwpLKWY dedouévwy, To atyvidt eivatl akplpéd otnv
Snuloupyia kal Tnv Slatnpnon, AmoLTwvTog MOAU HeydAo SUVOMLIKO yla Thv Snuoupyia
(mpoypappatiopd kot kaMlttexvikn SievBuvon), tnv Swatipnon (ouvtipnon server,
SleuBétnon mpoPAnudTwy) Kot peyéBuvon®. Mwe, emopévws, pmopolv va avamtuxBolv
TIAPOUOLEG ePapUOYECG amo dopeig ou Sev £xouv Toug idloug mopoug (de Oliveira Roque,
2016);

* H ypadouoa avadépel avekSOTOAOYIKA TWC eixe O peydho TpdPAnpa va maifel to mayvist
OKOMO KOL UE TO UTIAPXOV TIPOCWITLKO TOU, LG KAL O EUPWTIAIKOG server Sgv Umopouaoe va otnpiet
TOV peyoho oplBud mawktwv mou nbslav va €xouv mpocoPacn ota dedopéva TOU TO TEPGCLVO
KoAokalipt.
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3.4. Tomio

Téhog, Ba e€etdooupe tTic efelifelc mou epdaviotnkoav pe tnv Snuodhia tou
“Pokémon Go” 6cov adopd to Tomio. Mpwtov, 6w avapEpBnKe TILO TTAVW HE TA TTAPKA, N
Sldomapon oto SNUOCLO XWPO TOVWOE TO evOlAdEPOV yla TNV TIOALTIOMLK TIAEUPA TOU
XWPOU, HLOG Kol apketd PokéStops tomoBetnBnkov oe avoyvwpiolpa ToKOonUa Twv
TIEPLOXWV, OTIWC EKKANOLEG, pvnueia, dnuootla épya Téxvng K.A. AsUTepoV, UL guKalpia yla
TILO TIPOCWTILKA EUTAOKN OTO TOTILKO TOTo Tpooedepav ol UEBodol crowdsourcing mou
nepleAappave to matyvidt ota mpwta tou otadia. Ot SLaxelpLoTEG Tou matyvidiol {ntoloav
and tou¢ Maikteg va opioouv ol dlol onueio mou Ba nBehav va tomoBetnBouv véa
PokéStops kal To eVowUATWVAY HETA amod pia epiodo anodaong. NapotL n emhoyn auti
amevepyonoL0nke PeTd amno Alyo and to matyvidt (Colley et al, 2017), ntav pe Stadopd Eva
amo ta 1o SnuodAr otolxela Tou Kal amoteAel Wbavikn gukalpia yla TNV KOAALEPYELA LOG
TILO TIPOCWTILKAG OXECNG E TNV TOTIKI TIPAYHATIKOTNTA.

Ta apvnTIKA amoTteAEéoUATO £PXOVTAL 0oV OKOAOUBM OpKETWV amo 6oa £Xouv AN
avadepbei, ahAd Sev napadsinovpe va ta tovicoupe. AvadépBnke Adn n dvion mpowbnaon
Tieploxwv mou evromnoayv ot Colley et al (2017), mou €xel to amnotéAeoua tnv kKabodnynon
TPOG Kol EAEN amO QOTIKEC TEPLOXEC (OUYKPLTLKA) TTAOUGLOTEPWY AEUKWV KATOIKWV €vovtl
OUTWV HE HELOVOTNTEG (TOUAGXLOTOV OTNV Teplmtwon Twv Hvwpévwy MoAttewwy). Mépa anod
TIC OTIOLEG OLKOVOMLKEG KOl KOLWWVLIKEG EMUMTWOELG, TO AMOTEAEoHA elval n evioxuon Adn
UTTAPXOVTWY SLOXWPLOUWY OTO XWPOo Kol avTAAPewv yU' autov (oe epwtnuotoldyla, ot
naikteg avadEpOnkav ot GTwYOTEPEG YEITOVIEG Pe Alyotepa “Pokestops” w¢ «BopeTERy).
EruumAéov, dev mpenel va Eexvape mwe to malyvidt mepthapBavel tnv alAnAsmnibpaon pe
HUBOTAQOTIKOUG XOPAKTAPEG LE VOOTAAYLKN afia Kol BACN 0€ CUYKEKPLUEVEG, KAOOPLOUEVEG
adpnynoeLg, He anwtepo otoxo tnv Slaokédaon tou maiktn (Dorward et al, 2017). Oplopévol
Ba pmopoucav va umootnpifouv Tw¢ eite SwoPpwvouv TO UTAPXOV TOTo, £ite TO
ovTkoOLotoUV pe £va eE0MNOKANPOU TIAAGHOTLKO.
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4. Supnepaopata Kot teaveg AUOELG/TTPOTACELG YLOL EMOUEVES
edappoyEg

Ao OAa Ta mopanavw, Tt Unopel TeAKA va SaveloTel, TL va BEATIWOEL Kal TL va
TPOCELEL N Ywpotagia Kal ol GAAEG EMLOTAEG TOU Xwpou; Elval epdaveég otL n gamification
TOU XWPOU WE TNV XpHon edpappoywv Kvntng thAsdwviag pumopei va €xel TANBoC cuvenelwy
OTO XWPO, OPKETEC QMO AUTEG DETIKEC. I€ autd To KAlpa, n ypddouoa Ba evBappuve TNV
Snuoupyia emutAéov (dwpedv) edappoywv PUAKWY TPOE TOV XPNoth, xwplc avaykn
erumAéov UAWKoU e€omAlopol, cupdwvwvtag e tou¢ Dorward et al (2017). Autd Ba
umopoUoe va ylvel pe tnv aflomoinon umapxoviwyv dwpeav Pndlakwv unoBabpwv, Ue TNV
npoUmoBeon NG Mpocappoyng Toug ota SeSopéva TNG EKAOTOTE TTEPLOXNG. H TOvwon autn
Bo EKUETOAAEUOTAV TI OLKOVOULKEG OCUVETELEG TNG £EAMAWONG TWV EMIOKEMTWY Kol Ba
umopoUoe va cuvduaoTel UE Ul CUVOALKN (KUplwg ToupLoTIKA) TpowBnon tng €KAOTOTE
nieploxnic/moAng (otnv Aoyiky tou city branding). AkOpo 1O ONUOVTIKA Yla TOV  TOTILKO
mMANBuouo, n ouvepyooia PeE TO KOWO KOL N CUMUETOXA Twv TOALTwv (pe pebodoug
crowdsourcing) Ba TOVWVE TNV CUUHUETOXIKOTNTA Toug o€ (uia ekboxn) Kowwv Kol Ba Toug
£Kave va viwBouv mwc mpaypotikd cuvelopEpouv (Colley et al, 2017). Téhog, pa GAAN
xpnon tou¢ Ba pmopouoes va NTav n ekmaidevon, kat ot Dorward et al (2017) sbka
npoteivouv tnv meplfarlovtiky aywyn ocav kKAado mou Ba emwdelovtav amd Tov
CUVSUAOUO TIPOYUATIKWY KAl SLOBPWTLKWVY TTPAYUOTIKOTATWV.

Tnv 8la otyun, 6ev pmopel kaveig va mapaBAEPEL TG 0pVNTIKEG CUVETELEC TOUG, UE
onuavtikotepn TNV SltadUAatn TNG CWHOTIKNAG AKEPALOTNTOC TwWV MOAITwyY. H omoladnmnote
ENMOEVN TpoomadBela ya tTnv dnuloupyia epappoywv uPnAng texvoloyiag oto Snudcio
Xwpo Oa pémnel va BeoTioel MPWTA AVCTNPOTEPOUC OPOUG YL TNV aodaln xprion Tng (Ayers
et al, 2016), yla va mpootateoEL TNV LYELD KoL TNV XwpLKn cuvaicbnon twv nawktwv (Colley
et al, 2017). EmutAéov, Ba €mpene va yivel amo mpwv BeAtiwon twv unoPfdabpwv o€
neplmtwon Tmou  autd &8ev  eMOpPKOUV, TIPOKELUEVOU va  UTIAPEEL  OUCLOCTIKOG
£KONUOKPATIONOC Twv Pndlakwv texvoloywwv yla oloug (Colley et al, 2017). Télog, n
TMPOOoTACia Tou PuOoLkoU TEPLBAAAOVTOC TWV TIOAEWV, TIOPOTL Sev amotelel dueco kivbuvo
TPOC TO Topov, eivol éva dedopévo mou dev Ba Empeme va Sladelyel TwV €KACTOTE
peAeTnTwy autol Tou tumou edoappoywv (Dorward et al, 2017). Ouclaotikd, €ival n
Snuloupyla avemBuUNTWY VEWV OXECEWV 0TOUG SNUOCLOUC XWPOUE, 1 KAl VEWV XwpwV (A,
ov Kaveig dev Bewpel MPAYUATIKOUE TOUC ETMLKOUAUTITOUEVOUG PndLakouc, pNn-Xwpwv) UE
MPoBANUATIKA oTolxeia mou Ba énpemne va anodeuyOeL.

Mpwv va kAeiooupe tO Keipevo, adrvouus OU0 ONUAVTIKEG EVOTACELC /Ko
T(POKANOELG YLa TIEPLOCOTEPN £PEUVA MAVW OTO {NTNUO TWV TALXVIOLWY Kal TV €upUlTEPN
BLWOoOTNTA TOUC OOV EPEUVNTLKO AVTIKELMEVO Kol pEBodo avamtuéng. H mpwtn €xeL va
Kavel pe tnv efetalopevn PLPAoypadia: mapdtl oplopéveg €psuveg Sle€axOnkav cav
OUVEPYOOLEG QUEPLKAVIKWY KOL EUPWIOIKWY TIOAVETILOTNUIWY KOl OMASWY HEAETNTWY, TA
teAlka amoteAéopata —elSIKA otnv nepimtwaon tne €psuvag twy Colley et al (2017)- daivetot
VO QVTAVOKAOUV TNV OUEPLKOVLKI TIPOYUATIKOTATO. XWPLKA {nTApata onwe ot GUuAETIKOL Kot
KOWWVLKOL Staxwplopol Twv Hvwpévwy MoAttelwv daivetal va Bpiokovtal otnv KopSLd Twv
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6e6opévwv OAAA KOL TWV CUUTIEPACUATWY TOuG. MTIopoUV -Kal av val, o€ tolo Babuo- auvta
VO YEVIKEUTOUV TOYKOOUIWG, 1 HATWE N otoplk €€EAEN Twv egupwmnalkwv (kal on
eAMANVIKWV) TOAewV To amayopelel; To SUTEPO €XEL VA KAVEL HE TNV BLwoLdTNTa TNG BLag
™¢ doOppag Twy mayvidlwy augmented reality. Eivatl adldPeuoto nwg to umnpée €va amno ta
o ouvlntnuéva dawvopeva Tou koAokalplol tou 2016, cuMapPdvovrag to zeitgeist
naykoouilwg. AMA yla moco unopel va mapapeivel toco dnpodAeég; MAMwG ta mayvidla
autou tou eiboug dev elval mapd pLo mpookalpn Hoda mou Ba ¢uyel;, Asdouévou OTL oL
VPOUUEG AUTEC Ypadovtal Tov lovvio tou 2017, eivat SUckoAo va ByAAOUUE CUUTEPACUOTA.
To péMov Ba deifel katd moéoo ol péBodol auTég Umopolv MPAYUOTL va Xpnotliomnotnfouv
oav HETpo PeAtiwong tng molotntog {WHG TWV TIOAEWV, KOL KOTA TOCO oL LOEEC TwV
«EEUTIVWVY» KOL «TTALXVLOLAPLKWV» TIOAEWVY E(VOL OMOTEAECLATIKEG.
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