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MadLa kot oy vidt

* OAol puropoupe va kataAdfoupe tote ta natdla mailouv ) va BupnBou e
EUXAPLOTEC OTLYHEG TtaLxvISLoU armo tn kA pag madikn nAtkia. Map’ 6Aa autd, eival
SUOoKOAO VoL OplooUUE TO TL eival TtayvidL kot maAalotepeg tpoonaBeLleg Sev €xouv
KATAAREEL O KATIOLOV KOLVA ammoSeKTO Kol EekABapo opLlopo, kaBwe To mayvidt ivat
Sitepyaocia cuvOeTn Kat oAU popPN, e SLadOpPETIKEC EKPAVOELC. evika, Oa Agyoape
OTL elval pta puotki oupmepitdpopa, avBOpUNT, EOCWTEPLKA UTTOKLVOUMEVN, TTOU
npokaAel evxapiotnon kot MoAAEC popec anattel paviaoia.







Anonelpec optopo (1)

* To mawyvidL w¢ oELPA XOPOKTNPLOTLKWY TIOU TIPOKUTITOUV amto TLG BLOAOYLKEC N
Puyxoloyikeg tpodlabeaoelc Tou matdlov (play as disposition).
* To matyvidL w¢ mapatnpnolun cupmneptdopad (Play as observable behaviour).

* To matyvidL w¢ ouvykekpluEvo Aaiolo (play as context).




Anonelpec oplopov (2)

* JUpdwva pe tov Neumann (1971), undpyouv 3 otolxeia ta onola opilouv To mayvidL: to
ECWTEPLKO KIVNTPO, N ECWTEPLKN MPayHaTikoTNTA (N EAcUBEPia TOU ATOUOU VA OVOOTEIAEL
TOUC KOWVOVEG TNG MPAYUATIKOTNTAC) KOL O ECWTEPLKOG EAEYXOG (TO ATOMO €lval AUTO Tou
naipvel TI¢ anodAoeLg).

* O Hughes (2003) avadEpBnke oTa MOPAKATW TPLA KPLTAPLA YLOL TOV OPLOO TOU TtatyvidLou:
* eheubepla emAoyng
* TIPOCWTILKN gvxaplotnon

* £0TLAOMOC 0TN SLadLKaoilo Ko OXL OTO QIMOTEAECHA







Anonelpec oplopov (3)

* H Meckley (2002), ouvoyilovtac dtadopec Bewpleg, OpLoe to matyvidt divovtag Tou ta
aKOAouOa XapaAKTNPLOTIKAL:
* Na givat eAeVBepn iAoy TWV OLSLWV.
* Na KateuBUveTaL Ao ECWTEPLKA KivnTpa.
* Na npoodEpel euxapioTnon Kat Lkovomoinon.
* Na eumAEKOVTOL EVEPYA OL TTALLKTEG.
* Na gival auto-KateuBuvopevo.

* Na £xeL vonua yia to modi.




AnOmEeLPEC 0pLoNOL (4)

O Huizinga oto kAaolko tou €pyo “Homo Ludens” (1955) édwoe
TOoV akOAoUBO OpLOUO:

«To nawyviét eivat eAevfepn dpaotnplotnta mou
yivetal e tpomo ouveldnto, eéw armo tnv “kavovikn”

{wn, kaBwc eivat katt “un coBapo” aAda tavtoypova
armoppo@a evteAwc to natdi mou nailel. Aev oxetiletal
UE KATTOLO UALKN aVTOUOLB) Ko EXEL TOUG OLKOUG TOU
KQVOVEG Kol Tt SLKGL TOU OpLaLy.




XOpOLKTNPLOTLKA TOU TTayvidLou

O Vygotsky oto €pyo tou “The
Role of Play in Development”
(1978) eime otL TO MALKVIOL TWV
radlwy eivalt pa
SpaotnplotTnTa Mou:

O Rubin kal oL cUVEPYATEC TOU,
oto Handbook of Child

Psychology (1983), 6ivouv oto
riayvidt to akoAovBa
XOPOAKTNPLOTIKA:

e emlBU el TO TALSL.
e TTAvTa adopd KATL TO GAVIAOTIKO.

® TIAVTA £XEL KAVOVEG, OL OTIOLOL £Vl OTO LUOAO TWV TTALKTWV Kall E{TE £XOUV
cuudwvnBel amo tnv apxn eite OxL.

o To oy viStL ival E0WTEPIKA UTTOKLVOULEVO Kall TO TTaLS{ CUUUETEXEL EVEPYAL.

o To mouyvidt eivat pa Stadikacio kot Sev EXEL KATIOLO CUYKEKPLUEVO GTOXO.

o To madi £xeL EAeyxo Tou matyvidlou.

e To matyvidL oxetiletal pe Tn ¢pavTacio Kol TV OVAOTOAN TNG PO LOTLKOTNTOG.
o To oy vidL £xeL Toug SIKOUG TOU KOVOVEC.




* O epeuvntég Fojortoft & Sageie (2000), oL omoiol HEAETNOAV TO GUOLKO TTEPLBAANOV WG XWPO YLa TTaLXVidL,
avayvwploayv 3 £i6n mawxvidlou, mou to kabéva cuveloPEpel e SLadopeTIKO TPOTO 0T HAbnon Kat Tnv
avantuén:

* Newtoupywko oy vidt (functional play): Adbopa tig adpEg Kwvnoelg kat tnv avamntuén Baoikwv detlottwy (m.x.,
TPEEWO, avappixnon Kol AAANEC KLVNTIKEG SpaoTNPLOTNTEC).

* Kataokevaotiko mawyvidt (construction play): Apopd KATOOKEUEG TTOU KAvouv ta madla £€w, otn puaon, mou
EVIOXVEL TN SNULOUPYLKN OKEPN KoL TNV LKavotnta eniAuong mpoBAnUatwy (pe KAadLa, e TETPEC K.ATL.).

* JUMPBOALKO mayvidL (symbolic play): Adopd to matyvidt poAwv Kal To GavTooTIKO TaXVidL, TTou EMITPETEL oTa

TALOLA VOl TIELPAUATLOTOUV LE TIG KOWWVIKEG SELOTNTEG 0€ LEANOVTIKEG TIPAYUATIKEG KATAOTACELC.







O Else (2014) avadEpBnke ota mopakATw SEKA XOPOAKTNPLOTIKA TOU TayVidLlou:
1. Eilval dtadikaola, OxL CUYKEKPLUEVN Spaon.

‘Exel emiAeyet ano to motdi, pe S1abeon va CUPUETEXEL.

ATtalTel TNV EVEPYNTIKA EUITAOKA TOU TtaldLou.

Elval emapkws aopaAég, CwHATIKA Kot PUXOAOYLKA.

ATIOTEAEL OUVOALKI) CWMOTLKN KOl TIVEULOITIKA EUMELPLa

Xavetal n aicOnon tou xpovou.

Xpelaletal mMepLEPYELQL.

MNpoodEpel evxapiotnon.

Elval Stadopetiko yia kaBe matdi.

10 MpoodEpPEL IKAVOTIOINON WG UTOOKOTIOC
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Mpoocyylon tTnG KouAtovpacg tou Yndrakou moyvidiov

o To madLd lval pLa ETEPOYEVAC OpAS A TIOLKTWYV O€ O,TL adopd ta PndLokd/SIKTuaka
riavidia.

e Ta maidla...
* matlouv matyvidia onwe to Minecraft, to Fortnite i to Call of Duty,
* OUMUETEXOUV OTOV 0XESLAOHO TaLxVIdLwV oto oXoAElo, N
* MapakoAouBouv ) mapayouV Kal avaptouv Bivteo pe To mai&Lpo Toug

* Xwpot ouyyeverag (affinity spaces): ot maikteg dev mailovv amAd eva matyvidt... Stafalouvv
BBAla/apBpa yia To matyvidt, Snuioupyolv Kat mapakoAouBolv Bivteo aAAwy,

ouvavtouv ¢ilouc yia va pAjoouyv yla to ratxvidl mou toug apeoel (Kahila et al., 2020).




OL naKTEC...

e 79-98% twv modtwyv petalv 9 kat 17 etwv mailovv PndLaka moxvidia
* H nAwia, To pUAo Kal N duAr/eBvikotnTa Twv matdwv railouvv polo otn Stapopdwaon TG
TLOULKTLKN G OUTTEPLPOPAG, TN CULUETOXN KL TLC EUMELPLEC TWV TTadLwV armo ta PndLaka

riavidia.




HAwLa

* OL000vec adnc enttpEmouv MAEOV o€ vATILA NALKLaC 2-4 eTwv va taillouvv PndLoka
riavidla

e MNowda kot €pnpPot 9-18 etwv nailovv dtadopa dtadiktuakad atxvidia, omwc ta Fortnite,
Minecraft, Roblox, kat Grand Theft Auto (Medieradet, 2019; Medietilsynet, 2020) —
ouvepyalovtal Kot aAANAeTd polV pe AANOUG TTaKTEC 0€ OAOKANPO TOV KOGUO

* Muwa mpoodatn Epeuva Selyvel Twe ota eplocotepa TtLo dSnpodtAn mayvidia dev
uTtdpxouv Ttatdikot yapaktrnpeg! Akopn Kat 0tV UTAPXoUV tadLd otnv TAOKN, AUTA ival
ouvnOwc Aeuka ayopla nAkiog 6-11 etwv. OL evAkol ival o kavovac, evw ta ratdld
elval meplBwplonotnueva (Reay, 2021)...




dulo

* Ta ayoptla nou natlouvv elval mepLocoTEPQ Ao Ta Kopitola Kot mailouv meplocotepPo (av
KOl UTTAPXOUV Alyec mpoodatec EpeuVeC TToU Selxvouv pLa avénon otV aVILTPOCWIIEVUON
TWV KopLtowwv — 1t.X., Ofcom, 2021)

* OLBOnAukol xapaktripec o MOAAQ Ttatyvidia elval oe€ou aAlkomoLlnpEVOL Kol
Bupatomnolnpévol, evw dev Bewpouvtal APWEC

* Ta ayopla kavouv GLAOUG LECW TWV TTALXVIOLWV KAl £XOUV TNV TACH VO CUVOVTLOUVTOL YLaL
va naiéouv (meplooodtepo amo tTa Kopitola)

* Mailouv SladopeTika maxvidla




®DuAn / eBvikoTnTaL

* Epeuva nou cupnepteAafe 1o 95% twv matyvidtwy mou niwAouvvtav otic HMA to 2005
£6eL&e mwc oL Aeukol evriiALkoL AVOPEC UTIEPAVTLITPOCWITIEVOVTAL WC MPWTEVOVTEC I
OeUTEPEVOVTEC XAPAKTNPEC OE OXECN UE TNV TIPAYHATIKA TTOCOCTWOH TOUC OTOV YEVLKO
nAnBuopo (Williams et al., 2009).

e AVTIOETWC, HavpoL, aoLATEC, Aativol, tvdLdvol K.ATt. cuvABwg €xouv TeplOwpLlakol g
poAouc ota mtavidla, ouxva 6 w¢ eykAnuatieg i OUpaTa.

* TLonuaivel auto yla Toug Taikteg ou dev ivat Asukol i avOpec;




JUMMETOXN

* [olot, OTE, MOV KAl TTWE CULUETEXOUV;
* YIIAPYXOUV OUCLOOTIKA TpLa eTtimeda cUUETOXNG (Ito et al., 2013):
* H GUPHETOXN TTIOU OTOXEVEL 0TNV KoWwVLKA aAAnAemntidpaon (hanging out)
* H GUUHETOXI) TTIOU OTOXEVEL OTNV KATAKTNON TWV S€ELOTITWYV TTOU ATTALTOUVTAL VLA TNV ETILKPATNON
oto mayvidt (messing around)
* H cuppeToXN IOV Xapaktnplletal amo Eviovn evacyxoAnon e Ta matxvidla kot tnv TexvoAoyia

(geeking out)




Awadopa...

* MaBoloyiko mayvidt (internet gaming disorder)
* EruBetikotnTa Kot epwtikomnoinon/oséovalikomnoinon (Burnay et al., 2019)
* OETIKEC OUVETELEG: €TIAUGON TIPOPBANUATWY Kl KOWWVLKEC de€lotntec (Kaye et al., 2017)




‘Epeuva EKMA (2019-2020)

855 pabnrég yuuvaoiou kKal Aukeiou attd OAn Tnv EANGOa

12-20 eTWwv, pe péon nAiIkia 15,9 €1n

Digital Addiction Scale for Children (DASC)

Gaming Disorder Scale for Adolescents (GADIS-A)

Social Media Addiction Questionnaire (SMAQ)




Tovixoi Iepropiauoi etny Xphon tewv Aiaoiktwoxov Bivieorwaiyvioimy o Xyéon ue mv

Taén Doitnons

Ilepropicpuot

Kaboiov  Movo X/K 1 dpa 1-3 dbpec  Xvvoiro

Taén A’ Tuuvaciov 11 7 9 16 43
B’ I'vpvasiov 22 3 11 16 52
I’ Tvpvaciov 33 4 5 1) 73
A’ Avkeiov 97 6 9 9 121
B’ Avkeiov 132 5 9 7 153
I Avkeiov 160 4 6 4 174
S@ 0voio 475 29




Aeixteg Pearson rtwv Zountoudrwv ki twv Xovereicv tov Ediouov ota Aiadixtvaxd Bivteomoryviola ue tigc Evvéa Yroxdinaxeg yio v

1la6oLoyixii Xpnan tov Aradiktdoo

1 2 3 4 5 6 7 8 9 10 11

2 075%k

3 0,38%Fx (38%**

4 0 31F% (30EEE () 65EEE

S 034*EE Q29%x (.66™Ex (634

6 DAd*ex gagses (5Dsss [5Hmse §53kes

7 (AR pRIERR DAGHE DASTER 60%E .50

§ 030%%* p37ee+ Gugses [Agex (538w (55%e O 5g%es

9! 035%E% O 38%=F (61*F* (595 (0.60%F 0,62%%% (,50F% (514 _

10 0,31%k% 030%%% (,55%%* (,55%%k (55%s% (S58¥#* (A47#% (,48%F* (,64%**

11 028*%%= Q30%% 0,59%%F (.55%+% (.,55%%F% 10, 52F%% (039%%% 1043%%F [0.60FF8 0 54%%F

2nueiwon. 1) Xountéd poto Prvreomayvidinv, 2 ) Xovéneieg frvreomayvidihv, 3) Ipoanacydinon, 4)

Avoyn,5) Atdovpon, 6) Ipofinpara, 7) Xvykpovoets, 8) EEandman, 9) Atocvvdeon, 10) Yrotpom, 11)
Tpomomoinom didbeonc.
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Xvvageia (Pearson r) puetalo e Aratapoyns Arooixtoaxod loiyviorod, tov Ilpofinuatikod

Iaryviorov kai twv Kovevikov Kivitpov yio Evaoyoinon e Aieomtoaxo Bivieorwoiyvioia

1 2 3 4 5
1. IGD
2. Hazardous 0,20*
3. [oyviot pe @irovg -0,14* -0,29%*
4. Tvopuuieg oto [oyyvion 0,01 0,28* 0 25*
5. Arevkorvven Kowovikodv 0,05 0,26* 0.35* 0.48%*
XYEGEMV
*p < 0,001.




Méaoo1 Opor kou Tomikég Anoxiiceig twv Lountwudarmv kai twv Lovereiov tov EGiguod

oto. Areoiktvaxe Bivteoraiyvioia w¢ mpog 1o Pblo

Opdoec N M SD SEM

Yountopatoe  Kopitow 445 1,70 0,82 0.39
Ayopw 243 2,16 0.85 0,55

2UVETELES Kopitowo 442 1.45 0,67 0,32
Ayopw 242 1,67 0,69 0.44

Tyueiwon. Yynhotepn padioloyio onAdvelKatl LLeygADTEPO GKOP Y10 T¢ TUUTTOHOTA Kot TIC TUVETEIES TOL

£61G 10V GTU S1UOTKTLUKA PLvTomuty Viow.




Aeixteg Pearson r twv Sountouotwy ko1 twv Xovereimv tov EGiouod ata Aiadiktvaka

Bwvteoraiyviora ue v Metofinty e Hiikiog

Huwkia LUUTTONOTA 2 UVETEIEC
Hiwio B
2LOUTTOUAT ] 2T _
YUvETEIES -0, 1 3% 0. T5*%% B

Dyueiowon. ***p<0,001.




Amnoteiéouata tou t-Test yia v Loykpion Kopitoimv kai Ayopicrv ata Kovavika Kivhtpa yia

Evaayoinen ue diaodiktvara Bivteomaryvioia kor Méao Korvewvikne Aiktbwang

(I)lj)uD
Kopitowa Ayopa
M SD M SD f-Tm Cohen’s
d
[Toyvion e dikovg 2,30 0,88 1,63 0,95 9,45* 0,74
I'vopuuies oto [Moyviol 0,12 0.33 0,27 0,45 -4 87** -0.40
Atevkoivven 0,16 0.36 0,45 0,50 -8, 25%* -0.70
Kowovikov Xyecemv
TUVOLIALD [LEG® 0,55 0.50 0.52 0.50 (73" 0.06
Kowvovikov Aiktomv
JUVAVTIOT UEGM 0,31 0.46 0.49 0,50 -4 96%* -0.38

Kowovikdv Aiktoov

*p =0,068. *¥*p < 0,001. **¥p = 0,227

Znueioen. Yymhotepn Pudpokoyia dnAdver vymAOTEPO KOWOVIKE KivITPU.

A




Amoteléouara tov t-1est yio tyv Loyxpion Koprteiov kair Ayopicdv oto Ilpofinuatixo

Iaxyvior, v diatapoyn Araoiktooxod Ilaiyvioiod kair tov EGiouo ota Méco Kovwvikng

Adiktbwong
dvro
Kopitoia Avyopua
M SD M SD f~tyy  Cohen’s d

IGD 0.01 0,09 0,02 0,14 =1, 15% -0,09
Emucivoovn
Epmioxn pe 0.16 0,37 0,39 0,49 -6,38%* -0,55

Bwreomayvidw
SMA 0,57 0,50 0,36 0.48 5,80 %% 0.43

*p=0,249. **p < 0,001.

Zyuetwon. Yymiotepn Pabuoroyia dSnidver peyorotepn 1don Yo eoTikés cupnepipopec. IGD = Awtapuyn
Awdiktvoxdv Hoyvidiov, SMA = Eficlos oto Méca Kotvevike Aiktooaenc. H didetacn Emwivovvn
Epmhor) e Bivteomuiyvidid avoQEpetal GTNV TPOPANLUTIKI ¥p1o1 TGV SIUSIKTLOKOV PIVIEORAYVIOIDV.




BiBAoypadia (part Il)

Aarsand, P. (2022). Children’s digital gaming cultures. In D. Lemish (Ed.), The Routledge International Handbook of Children, Adolescents, and
Media (2™ ed., pp. 119-126). Routledge.

Burnay, J., Bushman, B. J., & Largi, F. (2019). Effects of sexualized video games on online sexual harassment. Aggressive Behavior.
doi:10.1002/ab.21811

Kahila, J., Tedre, M., Kahila, S., Vartiainen, H., Valtonen, T., & Makitalo, K. (2020). Children’s gaming involves much more than the gaming itself:
A study of the metagame among 12- to 15-year-old children. Convergence: The International Journal of Research into New Media
Technologies, 27(3), 768-786. *

Kaye, L. K., Kowert, R., & Quinn, S. (2017). The role of social identity and online social capital on psychosocial outcomes in MMO players.
Computers in Human Behavior, 74, 215-223. *

Ofcom. (2021). Children and parents: Media use and attitudes report 2020/21. Ofcom. https://www.ofcom. org.uk/research-and-data/media-
literacy-research/childrens/children-and-parents-media-use-andattitudes-report-2021

Reay, E. (2021). The child in games: Representations of children in video games (2009-2019). Game Studies, 21(1).

tp://gamestudies.org/2101/articles/reay




