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2. TToAMTiI6 P0G KOl 61HOGLOS YN PLUKOS NETUGYNLOATIGROS

2.1. Ietopia ko1 apyaioioyio oTnv WHEiaKN, ONUOGIO. ETOYH
2.2. lloJitioTikn KANPOVOUIG KO VEQ WHPIOKA UECT
2.3. «latopiecy wneiaxod moLITIoUOD OTO THY EIKOVA, GTHYV KIVIION KOl OO

TH 0140pacH, GTH ONUIODPYIO.

“Culture and Digital Games: Research, Applications, Education” (under publication by the mid-2025).



Baowko mAaiolo Ynelakwv dsélotntwv

5 katnyopieg (Vuorikari et al. 2016):
Q) TIPOOKTNON Kal agloAoynaon/ dlaxeiplon TIANPOPOopPLWY Kot SESOUEVWV
(information and data literacy),
B) emkowvwvia kal cuvepyoaaia (communication and collaboration),
y) Onpovpyila Yn@elakou TepleXopevou (digital content creation),
S) aopaAela (safety),
g) emtiAuon mpoPAnuaTwv (problem solving)
To ev AOyw TAQOLO oLVOOEVETAL OTIO LA AELOAOYIKD €EEAKTIKN S aOuion Twv
LKOVOTHTWYV TWV TIOAITWYV 0€ 8 oTASIX TA OTIOlX E TN CELPA TOUC AVTLOTOLXOUV o€ 4

katnyopieg e&e1dikevong: «Baowkn», «Mean», «[Mpoxwpnpevn», «YYnAn» (Carretero,
Vuorikari, Punie, 2017, 12-20).
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To DigComp 2.2. avTipeTwTtilel TIG YVWOELG, TIG
Se&LOTNTEC KAL TIG OTAOELG IOV xpetalovTal ol
mMoAiteg Tng EE AapBavovTtag vmoyn TLG
avaduvopeveg tTexvoAoyieg (TN,
ELKOVLIKN/EMaVENUEVN TIPAYHUATLKOTNTA,
POUTIOTOTIONCN, SLASIKTUO TWV TIPAYUATWV) GAAX
KOL VEQ QOUVOUEVA (A.X. TTAPATIANPO@OPNON).

ETtixelpel va ouvdeael TIC PnN@LOKEG TEXVOAOYIEG

LE TO TEPLBAAAOV KOl TNV ATAiTNON YO BLWOLHEG

TTOALTIKECG.

The European Digital Competence
Framework for Citizens, Vuorikari,
Kluzer, Punie Y. 2022

MeptAaufavel dtaxfouvAguaon pe evav TTOAU
LEYOAAO aplOpO evdlapepopuevwy Kal SLeBvwv

@opewv (A.x. AOE, UNESCO, UNICEF, Maykoouia



MNapaAAnAa pe To DigComp 2.2 avartuxOnkav:

Q) TO EVPWTIAIKO TTAXICLO YIX TNV PNPLAKH IKAVOTNTA TWV EKTIAXLOEVTIKWYVY
(The European Framework for the Digital Competence of Educators - DigCompEdu)
(Punie, Redecker 2017), kou

B) TO EVPWTAIKO TTAXLCLO YIX TNV PNPLAKN LKAVOTNTAX TWV EKTIALOEVUTIKWYV
opyaviouwv (The European Framework for Digitally-Competent Educational
Organisations - DigCompOrg) (Kampylis, Punie, Devine 2015).

[la TNV eAAnVIKN €kdoaon touv DigCompEdu (2024) kot tov DigCompOrg (2023), BA.
EKT kat Matdaywytko Ivaotitouto Kumpov, Evpwmaiko MAaiolo yio tnv Wnolokn
lkavotnTa Twv Ekmaidsvtikwy (DigCompEdu) | Metrics (ekt.gr) ko [MpowBwvTtag tnv

AntoteAsopatikr) MaBnon otnv Wnolakn Emoxn. To Evpwmnaiko MAaiolo yia tnv
Wnoewakn Ikavotnta tTwy Ekmaidevtikwy Opyavicpwy | Metrics (ekt.gr)




«Zx€d10 Apaong ywx tTnv Wnowakn Ekmaidgvon» mov meplypa@el twg n EE
UTIopPEL va fonBnoel Toug avBpwWTIOUE, TA EKTIAUSEVTIKA LOPUMATA KOL TO!
EKTIOLOEVTIKAX CUOTHMATA VA TIPOTAPOCTOUV KOAUTEPX TN {WN KOl TNV EPyaoia
TOUG OE JLa ETIOXN paySaiwVv Yn@LOKWY CAAOYWVY LECW:

Q) TNG KOAUTEPNG XPNONG TNG YNPLAKNG TEXVOAOYLOG Yo TN SLOCKOAL KOl TN
padnon,

B) TNG avamtuéng TwV YNELOKWY IKAVOTNTWVY Kol SEELOTHTWY TIOU ATIALTOUVTAL VLA
TN W) KoL TNV EPYQCia € ULX ETTOXN WNEQLOKOU HETOCXNMATIOHOU KOl

Y) TNG BeATiwoNg NG ekTIaideuong HECW TNG KOXAVTEPNG avaAuong SESOPEVWV KOl
IOV QvamTLEN TTPORBAETITIKWY_OLAOIKATLWY,

Digital Education Action Plan
2021-2027 (European Commission
2020)



Anpuovpytlkég Bropnxavieg
EVAC TUYXPOVOC TIOAITIOTIKOG TOUEXG

Ot Onpovpylkeg Bropnxavieg (AB) () TTOAITIOTIKEG KOL ONULOUPYLKEG
Bopnxavieg, MAB) wg oUyxpOovVOC TIOAITIOTIKOG TOMENC TIEPLAQUBAVOULY
HLOVAOEC TIAPAYWYNG TIOV €0TIA(OVV OTO AVOPWTILVO TAAEVTO, TNV ATOWLKN
de€loTexVia KaL TNV IKAVOTNTA ONULOVPYIOG TIPWTOTUTIWY TIPOLOVTWY TIOU
UTIOPOUV VO 08NYNOOUV OE GUYKPLTIKO OLKOVOULKO TIAEOVEKTN QL.

ElkaoTikeo TeXveo Tou TnAsopacn MoAlTioTikn
Mouoikn

TEXVED Beapatoc padloPpwVvo KAnpovopta

Tawicc, dvd BiBAtla kat ApPXITEKTOVIKN
Mawxvidid _
Kat Bivteo TUROGC /design




European Commission
(2023, 104-137)



THE ECONOMIC IMPACT OF GAMES

TOTAL U.S. CONSUMER SPEND ON VIDEO GAMES IN 2022

HIMA, ESA (Entertainment Software association)

(2024), olkovoutkog avtiktumog, 101 dio. SoAdpLa,

Console 5 IH v, Cor ‘.MJSL:H
Accessories: 4.5b\

350.000 B<coelg epyaoiag, kaBe Bson vtootnpidet 2,36

YEAR-OVER-YEAR SPEND IN BILLIONS

emimAgov Beoelg otnv €0vikn olkovopuia. ESA (2023),
R : = XPNOTEG YNPLOKWY TTaxvidlwyv 65%, avtiotolxel o¢
TIANBuoPO 212,6 ekaToppLpiwy. H péon nAkia Twv

2019 2020 2021 2022

TMALKTWV gival Ta 32 €tNn. 53% avtpeg kat 46%

YUVOIKEG.

EE Twv 27 (European Commission 2023), 2022 0lKOVOULKOG avTikTuTiog 23,48 d10. supw, Ba
@BOdaoouv ta 34 dio. 1o 2027. Xpnoteg Ynelakwy Taxvidlwy 52% (6-64 etwv). Méon nAwia, 31,3
€. 52% avtpeg ko 48% yuvaikeg.

Tip! 20upwva us arolysia g Epsuvag, Ta Kopitata mou taidouv Bivteomayvidia xouv 3 POPEG
TTEPLTTOTEPEG TIIOVOTNTEG Vo aakoAouBriaouv kopiepa STEM (Ertiotnun, TexvoAoyia, Mnxavikn kat

MaBnuatika) og axean ue ta koplitata mou Sdev naidouv (Video Games Europe 2021).



Metaverse- L VEX ETTOXT ETTKOWVWVIAG, CUVOAAQYWV,
Slaxokédaong, eknmaidsuong

Metaverse: SUVOTOTNTA EMTEKTOCNG TOL PUCLIKOU KOCMOU IE TN XPNon
ETOVENUEVNC KAL EIKOVIKNG TIPAYUATIKOTNTOG/ ETUTPETTOVV AAANAETIIOpOON OE
TIPAYHOTIKA KOL TIPOCOUOLWMEV TIEPIBAAAOVTA (avatars, OAOYPAUMOTO).

Touelg SpaoTNPLOTNTOG HAPKETIVYK, EKTTALOEVAN, UYELOVOULIKN TtEPLOaAYN,
Juxaywyia kot media kowwwvikng aAAnAsntidpaong. NMNpokumtouv (NTHHATA:
LOLWTIKOTNTA, TIPOKATAANYN, TIAPATIANPOPOPN AT, EPAPKOYN TOL VOUOU,
WuxoAoylkeg dlaoTtaoelg/ e0lopoc/ evaAwta atopa (Dwivedi, Hughes et al. 2022).

H avantuén Paoiletal "Extended Reality (XR)", “Artificial Intelligence (Al)”, kat
“Decentralized Technologies” {eppavictnkav (avtiotoxa) oto 73%, 40% kau 30%
&pBpwvV oL €EETACTTNKAV}. AUVNTIKEG EQPAPUOYEC: EKTTALOEVOTN, HETATIOWNON,
UYELOVOMLKN TtEPLOaAYP N ko kTnuatayopa (Tukur et al. 2024).



Metaverse gaming

Moawyviwdn elkovika TIEPIPAAAOVTA & SLASIKTUAKA TtaXvidix TOAAGTAWY
mouktwv (MMOs, Massively Multiplayer Online role-playing games), tpoayyegAot
TOUL Mmetaverse, TTPOGPEPOLV LA TIPWTN ELKOVA VLA TOV HEAAOVTIKO
KOWWVIKOOLKOVOULIKO QVTIKTUTIO EVOC TIANPWE AEITOVPYLIKOU, HOVLLOU KOl
damAatpopuikou metaverse (Dwivedi, Hughes et al. 2022).

H diaotaon Ttou metaverse, wg «TOTIOU» GUVAVTNONG TOV (PUGLKOU KOl TOU
WNELOKOU KOOV EIVAL YVWPLUN YL TOUG TIAKTEG TwV MMOs - TtEpvouv TIOAU
XPOVO 0T fora KOWWVLIKOTIOINONG TWV TIALXVIOLWYV OUTWV. XTOUC «XWPOUEC»
QUTOUC Ol KOWVOTNTEG TWV TIALKTWY CUVAVTIOUVTAL -OUVHNOELX TTOU OLOYKWONKE
Kata Tn dlapkela tng mavonuiog tov COVID-19, ouvdeovTal, ETIKOWVWVOUV Kal
OAANAOETILOPOUV HE TIOAAOUG TpOTIoVG BalovTag Ta OepEALa TOU AgyOEVOU
metaverse gaming (Bokolas 2025, Clement 2024).



36%

Socializing / meeting new

people 48%

Watching entertainment videos /

documentaries 48%

Attending live events

38%
' : _ 28%
Traveling to virtual versions of 31%
real-world locations
36%
Attending educational classes, 13%
meetings, or work-related 26%
events 31%
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Share of respondents
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49%

60%
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[Tivaxag 1. [Tocooto TV
mouktov otig HITA mov
CUUUETEYOY OE EMAEYUEVEG
JOPOGTNPLOTNTEG M
EKONADGELS EKTOC
TOLY VOO0 GTO TANIG10
Bivteomaryvidumy tovg
televtaiovg 12 unveg to
2023, ava emimedo
OEGLELOTG.



NMpokAnosL....
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