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MepiAnym

H xpnon Sadpaotikwv TepBoAAoVTwy pabnong yivetat oAogva Kot o eTBEBANHEVT OTIG HEPES
naG. E@appoyég 6mws aoUyypovn kat cUyxpovn NAEKTPOVIKT LAON o), ElKOVIKOL KOGUOL Ym@LaKd
ToXVISla  KATL  xpnoomolovvtal kot vloBetovvtal oty ekmoudeutiky) Sadikaoia e
evBappuvtika amoteAéopata. QOTOCO Yyl TNV TEPAUTEPW £5pAWOT] TOUG QTIAUTEITAL OF
HeyoAutepo BdBog n a&loAdynon G EUTEPING TIOU ATOKOUI(OUV OL XPTOTEG ATO TETOLEG
EPAPHOYES. ISlatTepa PO EIVAL 1) KATAOKELT] OGS LEBOSOV E0TIACHEVIG OTA DEPATA KL TIG
(OLUTEPOTITES QUTWV TWV EPAPUOYWV. ATIO TNV GAAT 1] EVold TG EUTIELPIOG TOV XPNoTn Elval
Wlaitepa Suvapukn kot svaicOntn oto xpovo. Auto eival KATL TIou Aeimel amd ™ Sebvn
BBAoypapiac kaBws oL TEPLocOTEPES AELOAOYNOEL a@opolV  PBpaxuTpdOeoues HEAETES
aAAnAeTtiSpaon S kat £ToL oL a€LOAOYNOELS SeV atodiSouV TIG AAAYES OE SIAPOPES SIOTATELS O TNV
eumelpia xprot pe Bdaom To xpovo.

Imv mapovoa Sltpifn YIVETAL Lo KaToypoupt] TOU TL VOl 1) EUTIELPI XPTOTH KABWE Kal Twv
TopayOviwv Tov v kabopilovv edikdtepa oe 3D ewkovikd pabnolaka mepBaAlovia.

Kataypagovtal Ta vtapyxovta mAaiolor afloAGynons G Kot TIPOTEVETAL £V VEO EVVOLOAOYIKO

TIAX(OL0 TIOV KPOPA OTNV LAKPOXPOVIX EUTIELPIA XP1|OTT.
Ta kuploTEPA EpWTUATA TA OTIOl0t B TIPOCTIAOT|COVLE VA ATIAVTI)GOVE PECA ATIO QUTHV TNV

SatpP) eivae:

1 Tlowot ot apayovteg Tov kabopilovv v eumepia xpnotn oe 3D ewovikd pabnolaxkd

TepBdArovTa;
2 Tolo To KatdAANAO0 EVoloA0OYIKO TIAXIGLO OELOAGYNONG;

3 Tow 1 KatdAAnAn pébodog a€loAGyNoNg euTeplag xpNotn o€ TETola TepBdAiovta yix
LOKPOTIPOBEG T aELOAGYTON;

MeBodoAoylkd apyikd YpNOWOTOmBNKE WA VTIdpYovoa UEBOSOG HOKPOXPOVIAG EUTIEPIOG
XPNOTI O€ XPNOTES TETOLWV TIEEPLROAAGVTWV ooV TIPWTa 1 1EB0S0G TPOTIOTIOBNKE WG TTPOG TIG

HETPLKES TIOV XPTOLUOTIOMOE WOTE VA AVTATIOKPIVETAL 0TO €806 TOL TIEPBAAAOVTOG.

I ouvvexel pe xpnon G oxeTkng PAoypa@lag, Twv AMOTEAECUATWY TOU TIOPATIAV®
TIEPAPATOG KABWG KAl CUVEVTEVEEWV HE OYXESLAOTESG TETOLWV TIPOYPAUUATWY KATOANEAUE 0TV

TIPOTEWVOUEV VEX HEDOSO LAKPOTIPOBEGUNG AELOAGYTONG EUTIELPING XPIIOTN.
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H pébodog SiepeuvnOnke kot o§loAoynOnKe o€ UTELPIKY] PEAETT) UE TNV GUUUETOXN XPNOTWV

TETOLWV TIEPPBAAAGVTWV O OAO TOV KOGHO.

Ta amoteAéopata ™mg peddSoL LT PEAV IKOVOTIOM TIKA Kot evBappuVTIKA. [TAY)00¢ TTOoOTIKWY Kot

TIOLOTIKWV SESOUEVWV CUAAEXONKOV OG0 APOPA T GTOLXELD TG LAKPOXPOVLNS EUTIEPIOG XPTIOTN
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Summary

User experience is a relatively new field within the larger scope of Human Computer Interaction
(HCI). It proposes a more holistic view of the user’s experience when using a product than is usually
taken in the evaluation of usability. User experience introduces new concepts to the quality of

software like fun, beauty and pleasure.

Using interactive learning environments has become increasingly imperative nowadays.
Applications such as asynchronous and synchronous e-learning, virtual worlds, digital games, etc
are used and adopted in the educational process with encouraging results. However, to further
establish them, more in-depth evaluation of the experience gained by users of such applications is
required. Particularly useful will be the establishment of a method focused on the issues and the
specifics of these applications. Moreover, assessments of similar relevance can be made for
applications in which users have a learning experience over time. The concept of user experience is
highly dynamic and sensitive to time. This is something that is missing from the literature as most
assessments involve short-interaction studies and so the ratings do not attribute the changes in

various dimensions to the user experience based on time.

The aim of this paper is to present an evaluation method of user experience in three-dimensional
virtual learning environments such as digital games. Emphasis is given to applications that are used

in a long term period.

Evaluations of user experience have been discussed recently in several publications. However, the
measuring of gaming experiences is not the same as evaluating applications in software industry.
Productivity and gaming applications clearly have very different goals and it is not sufficient to focus
exclusively on conventional usability-related metrics. Since games are played for the experience,
they are more subjective and more ill-defined, and thus trickier to study and understand with
traditional usability methods that are typically applied in the field of Human-Computer Interaction
(HCD).

On another note, user oriented research is essential to a game production because the perceived
quality of a game is directly related to UX. Game evaluation methods research focuses on usability
and user experience nowadays. The focus on the experience of digital games results the challenge
of time. The temporal dimension of gamer experience is linked to psychological experience
concepts such as flow, immersion or presence. Time also influences learning which is central to

gaming,
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The main key research questions that this article addresses are:

» What are the factors that determine the user experience in 3D virtual learning
environments/serious games?

» What is the appropriate conceptual framework for this evaluation?

=  What is the appropriate method for evaluating user experience in such environments for long-

term evaluation?

Methodologically, beyond the literature review, basic tools were interviews and focus groups with
designers of such application to identify factors of user experience. The method we used relied
upon a conceptual framework that combines dimension/factors and associates them with the
affective learning dimensions which is intrinsic motivation to learn. In order to describe, define and
measure long term user experience in such environments, the concepts such as Flow, Presence,

Satisfaction and Usability have been adopted and studied.

Finally an empirical study of the effectiveness of the proposed method in real situations is
demonstrated. The methodology used in our study combines experimental design with a survey

method.
The article is organized as follows:

» A brief review on three-dimensional learning digital games and on theoretical framework used
to investigate digital games and gamers.

= Proposal of the research model and description of the research method.

= Results of empirical tests, interviews and the new evaluation method.

= Conclusions, implications and limitations for practitioners and researchers.

The purpose of this research is to develop and empirically test a new evaluation method for long-

term user experience of digital learning games, its conceptual model and the empirical results.



Evyaplotisg

H mapovoa epyacio amoteAsl petamtuxloky Slatpf] ota TAQIOIl TOU HETATTUXLUKOU

Tpoypdupatos «I[Anpo@oplaxkd Zuotpata» Tov Avolktov [avemiotpiov Kimpou.

[Tpv Vv TTaPoVCI0OT) TWV ATTOTEAECUATWY TG TTAPOVCAG LETATITUXLOKIG SLrTpnig, anoBdvopion
TNV UTIOXPEWOT] VX EVXAPLOTIIOW OPLOUEVOUG ATTO TOUG AVOPWTIOUG TTIOL YVWPLOX, CUVEPYACTNKX

Hadl Toug Ko ooy ToAD oTUAVTIKO POAO GTNV TP LATOTIOOT) TN,

[lpwtov amd 6Aovg BEAw va guyxaploTow Tov eMBALTOVTA KABNyNT] ™G SUTAWHATIKNAG
SatpPrg, Ap. Mavaywtn Zoyapid yio Ty TIoAUTIUN KaBodijynor Tov Kal TV EUTILETOCUVI Kol
EKT{UMOM TIoVL pov £8€IEe. XN ouvéxelx BaMBeda va euyaploTiow v Queen Lena yio mv BorBeia
NG OTIS OUVEVTEVEEIS e oxedlaotéc MMOG g 5% Planet. ISiaitepes suxaploties BéAw va
amevBLVW 0€ GAOLG TOUG PO TEG ToL Tunuatog Mnyavikwy [TAnpo@opkrs (téws Blopmyoavikng
[MAnpo@opikng) tov Teyvoroykov Exkmaudevtikov [8pUpatog Av. Maxedoviag kot Opaxng (TEwg
KaBdAag) ywa v cuppetoxr) Toug ota melpapata mov Siedixonoav.

TéNog éva euYaPLOTW GE OGAOLG TOUG AVWVUHOUS XPNoTeS forums ot omolol GUUUETE OV oTNV

épeuvaL
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Ke@aiawo 1
Etcaywyn

Do not go to non-buyers for advice. Ask your buyers why they bought your product. This is how we launched
Macintosh.(Guy Kawasaki)

The information is in the people, not in your head.

H amotiunomn g eumepiog xpriom (User Experience) ivat iSlaitepa onpovTikn 0IKA YL TG VEEG
SLSPAOTIKEG TEXVOAOYIEG OTIWG TA TPLOOIAOTATA EIKOVIKA TepIBdAAovTa udbnong. Xtn Siebvn
BBAoypapio vtdpyxouv Atyeg péBodol mov €0TIA(OUV Of TETOWX CUOTHUATA EVW ElvaL TIOAV
ONUAVTIKOG 0 pOAOG TOUG WG TIPOG TN OXESINOT AVOPWTIOKEVTPIKWY SLSPACTIKWY CUOTNUATWV.

Yxomdg G mapovoag SmAwpaTikig SlatpPng eivat 1 kataokeun pag peBodouv a&loddynong
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EUTEIPIAG XP1)OTN OTA TPLOSIACTATA EIKOVIKA TEPBAAAOVTO HABNONG KL 1] EQAPUOYT) TNG OF
mpaypatikd mepBddrovia. ‘Eppaon Ba S00el o€ £@APUOYEG TIOL YPNOWOTIOLOVVTAL OF €val

HOKPOTIPOBEGHO XPOVIKO opilovTOL.

Ta kuploTepa epwTUATA TA OTOlr B TIPOCTIABTCOVE VA ATIAVTNOOUHE HECK ATIO QUTIV TNV

SatpPn) etvat:

4 Tlowot ot apayovtes mov kabopilouv v eumelpioc xprotn o 3D eKovikd poBNoLoKG

Tep3dAiovTa;
5 Tlolo To KatdAAnAo evvoloAoYIKO TAQUGL0 aELOAGYNONG;

6 Ilowx 1 xatdAANAn pébodog afloAdynong eumepiag xpnotn o€ TETolx TePBAAAovTa Yo
HaKPOTIPOBETT alOAGYNON;

1.1 XtoyxorcEpyaciag

H xprion Stadpaotikwv epBaAAovTwy pabnong yivetat 0Aoéva KL o eTLBEBANULEV OTIG UEPES LS.
E@apuoyés 0mws acUyypovn Kol cUyXpovr) NAEKTPOVIKY HAaBnom, ewovikol kdopol, Ym@lokd
T VISIAL KATL XP1OLOTIO0UVTaL Kot VIOOETOUVTAL 6TV EKTIUSEVTIKN Sladikacion pe evOappuVTIKA
amoteAéopata. QOTOCO YL TV TEPAUTEPW €8PALWOT] TOUG aTIAUTEITAL 0€ PeyoAUTEPo Babog n
a€LloAGYN 0T NG EUTIELPING TTIOV ATIOKOUI{OVV OL XP|OTEG ATIO TETOLES EPAPUOYEG. ISlaiTepa xpriowm
elval 1 Kataokeun woag peBOSov eoTiaopévnG ota BEpata Kot TS BLITEPOTNTEG UTWV TWV
epappoywv. Emiong i8iaitepn onpacio £xouv oL a&loAoY1OELG IOV YIVOVTAL YO EQAPUOYEG OTLS OTIO(ES
oL XpNoTeS €xouv i epmelpla o Babog xpovov. H évvola g eumelpiag xprnot sivan bxitepa
Suvapkn kot evaioBnm oTo Xpovo. AuTo eivat KT TIov Agimel amd ™ Siebvn BAoypapia kabBwg ot
TIEPIOCOTEPEG AELOAOYNOES QPOPOVV Ppoyumpobecpes HeAETEG aAANAETSpaong kal £ToL oL
aloroynoelg dev amodibouv TIG aAAXYEG O€ SIAPOPES SIIOTATELS TNV EUTEPIA XprioTn LE Bdom To
XpoOvo. ZToxo6 ™G Slatp g elvat ) kataokeun pag pebddovu 1) omola Ba aloAoyel v poakpoxpovia

epmelpia yprjot o€ VLEs/Games.
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1.2 Opydvwon ¢ Axtp g

H mapovoa Statpiin opyavavetat ota e8¢ Ke@AAaLo.

Ttake@adaia 2-5 yivetat BIBALOYpa@IKT) avaGKOTINGT) TOU TLEVALT) EUTIELPLN XPTOTY), TLEVOL KA TIOLA
Ta Eovika [epBarrovia Madnong (VLEs), totot elvat oL topary ovTeg Ttou eTmpea{ouy T epmelpia
xpnom o€ tetola ep3dArovta. TEAog teptypa@ovTtal oL HEBOSOL Kat 0L HETPIKES ASLOAGYNONG TG
eUMELplag xproTh o€ TETolx Ttep3ALOVTAL

YT0 KEPAANO 6 YIveTal pot avaoKOTMoT Twv PeBOSwV peBodoroyov oxedlaoo’) KabBws Kot Twv

neBOSwv oL Ba xpnoomomBovv otV Tapovca Slxtpf.

Y10 KEQPAAL0 7 TIEPAapBAVOVTAL OAEG OL EPTIEIPIKEG PHEAETEG TTIOV TIPAYUATOTION BNKAV oTA Ao
™G Tapovoas Stpfns Apxwkd meprypd@etar 1 pebodoloyia, Ta omoTEALoMATA KOl T
OUUTIEPAOUATA QTIO TNV EQAPUOYT| LLXS TEXVIKNG AELOAGYN 0TS TNG LOKPOXPOVLAG EUTIELPING XPNIOTN T
OTIOLX TPOTIOTION|OMNKE Y10 TLG AVAYKES EQAPLOYNG TNG OE TETOLX TIEPIBAAAOVTAL TNV GUVEXELX YIVETOL
UL TIOLOTIKT) ETIECEPY AT CUVEVTEVEEWV TIOV TIPAE ATIO OXESIACTES TETOLWV TIPOYPAUUATWV. TEAOG
Stvetatl To peBodoAoyikd TMAio0 Kol Ta ATMOTEAEopATA oTtd TNV VEx ueBodo a&loAdynong mg

LOKPOXPOVIOG EUTIELPIAG XPT)OTH TNV OTIOIA TIPOTEIVOUE 0TIV TIapovaa SLTpLy).
210 Ke@AAa1o 8 YlveTal o cUVTOUN AVAOKOTINGT) OAWY TWV ATIOTEAECUATWV.
Ao ™y TtapoVoa StatpiBr) Tpoékuiay oL EE1G AVAKOVWOELS KOl EPYACIES:

1) Moschou, E. and Zaharias, P. (2013). UX-Curve revisited: Assessing long-term user experience of
MMOGs. In proceedings of CHI 2013 Games User Research (GUR) Workshop - Paris, France
(http://hcigames.businessandit.uoit.ca/chigur/schedule/).

2) Zaharias, P. and Moschou, E. (2014). Evaluation of VLESs: a review on UX methods and metrics. In
proceedings of HCI International 2014.

3) Moschou, E. and Zaharias, P. (2014). Towards a new UX evaluation method for serious games.
Submitted to Engineering Interactive Computing Systems (EICS 2014).

4) Zaharias, P. and Moschou, E. (2014). Drawing Curves for assessing long term UX of Massive

Multiplayer Online Games. Submitted to Interacting with Computers
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Ke@aiaro 2

Etocaywyr) otnv Epnelpla Xpijotn
(UX)

“All the aspects of how people use an interactive product: the way it feels in their hands, how well they understand
how it works, how they feel about it while they are using it, how well it serves their purposes, and how well it fits
into the entire context in which they are using it.”

(Alben, 1996)

“User experience is a term used to describe the overall experience and satisfaction a user has when using a product
or system.” (User Experience Design (Wikipedia), 2008)

“[UX encompasses] all aspects of the end-user's interaction with the company, its services, and its products. The
first requirement for an exemplary user experience is to meet the exact needs of the customer, without fuss or bother.
Next come simplicity and elegance that produce products that are a joy to own, a joy to use. True user experience
goes far beyond giving customers what they say they want, or providing checklist features.”

(User Experience (Nielsen-Norman Group), 2007)

“[UX is] a result of motivated action in a certain context.” (Mikeld & Fulton Suri, 2001)

“[UX is] a consequence of a user’s internal state (predispositions, expectations, needs, motivation, mood, etc.), the
characteristics of the designed system (e.g. complexity, purpose, usability, functionality, etc.) and the context (or the
environment) within which the interaction occurs (e.g. organisational/social setting, meaningfulness of the activity,

voluntariness of use, etc.).” (Hassenzahl & Tractinsky, 2006)
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2.1 EpmspiaXpnot (UX)

H e&€Ai&n ™ texvoloyiag kat n paydaia eloxwpnomn g otV KabnpepvotnTa SnUovpynoe TV
QVAYKN LETATOTILOTG TOV EVELOPEPOVTOG OE LK TILO EVPELX EVVOLX 0TOV KAASO NG cAAnAemiSpaong
avOp WOV UTIOAOYLOTH). ANILOVPYTBNKE £TOLT AVAYKN 0TOUG OXESLAGTES VO KATAVOT| 00UV TO TIwG Bar
UTTOPEGOVV VO EVOWUATWOOUY VEEG LOPQPES TIOLOTNTOG EUTIELPIOG TIEPA AT’ AUTEG TIOV VOl ATIAWG
evxpnotes 1 evyaplotes [1]. Mpokeyévou Aomov va cupepin@Bovv o' évav 6po oL TIOIKIAESG KoL

TIOAUTIAOKES TITUXES TNG CAANAETIIBpaom S XpNOLLOTION BNKE 0 OPOG TNG EUTIELPLOG.

‘EToL 1 évvola G eumepiag xpnom £xel ewoaybel otov Topéa oaAAnAemiSpaons avOpwmov -
UTIOAOYLOTI] €V( VEEG TIPOKTIKEG Kot pEBodoL avarrtuooovtal YOpw amd aut). ‘Evvoleg 0mwe 1
euyapiloton [2], n awobntikn [3], Ta suvoncOpata kat 0 ndoviopog [4, 5] Exouv xpnoomomOel yia
Vo TEEpLypAayouv Tov PO TG EUTIELPLAG XPTOTH).

[Tapd To yeYovog OpwG OTL T KOWOTNTA TOU TOHEX TG OAANAETOPAOT|G vOPWTTOV-UTIOAOYLOTH EXEL
vloBemoEeL TV €A GTLT AEITOVPYIKOTNTA KAL TX LETPA ATTOS00TG GEV EIVAL APKETA WOTE VA KPIVOUV
TN TOLOTNTA €VOG TPOIOVTOG, HIKPA Bripata £xouv yivel oe BewpnTikd vmoBabpo Tpog vt )
katevBuvon. H épguva 0To Topéa ™ aAANAETSpaoTG AVOPWTIOL-UTIOAOYLOTY] £XEL TIEPATEL TIAEOV
A0 TO «TIWG» OL XPNIOTEG XPTOOTIOLOVV TO TIPOIOV OTO «YLATD KL «OV» OE OPLOUEVOUG XPTIOTES
APECEL VAL XPTOLLOTIOLOVV CUYKEKPULEVA TIPOIOVTQ, EVA 0 AAAOUG OXL, KaL TLKEPSIlouY attd T Xprion

TOUG,.

Y16 v opuTtpEA AOLTIOV TOU OPOL TNG EUTIEPIAG XPT)OTI OL EPELVNTEG VA TNOAV KAL vl TovV
VEOUG TPOTIOVG TIPOGEYYLONG TOU GXESLAOIOU SIASPACTIKWY TIPOIOVTWVY Kat Aapavouy uTtoym AoV

KoL TN BLOUOTIKT) TIOLOTNTA XP1IOTG TNG TEXVOAOYINS AVTi HOVO TNG TIOLOTNTAS TOU TIPOIOVTOG.
2.1.1 Oplopodg gpnepiag Xpnot (UX)

Katd mv teAevtaia dekaetio xouv avamtuxBel puo oelpd amd BewpnTiK& LOVTEAQ TTIOU APYOPOVV

omv eumepia xpniom [6], [7], [8], Ta omoia pooTaBolv va e&nyroovv v cAAnAemiSpaon tou
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XPNOTN HE TO TPOiOV LTIEPPaiVOVTAS TOUG OPOUG TNG ATIOTEAECUATIKOTNTAS KAl TN artodoong. ‘Etot

ExeL dnpovpyn el to epevvnTikd Tedio g epmepiag xpriot (User eXperience - UX).

Mwg opileTon OpwWG 1) epmepia xprioTn;

Me amAd Adyla pmopoupe va movpe O0tL 1 epmepia xprot (UX) meplapfavel 6Aa exeiva ta
XOPOKTNPLOTIKA, TG TITUXES KAL TIG SladIKacieg TTou Sivovtal ot évvola NG «EUTIELPIAGY, 0AAQ o€

OXEOM UE TNV OAANAETIISPOLOT) TNG UE TNV TEXVOAOYIQL

ZOp@wva pe to ISO FDIS 9241-210: 2009: H eumepia xpnotwv opiletat w¢ «ot avTIANPELS Kat oL
QUTOKPIOELS EVOG ATOWOV TIOV TIPOKUTTTOLV IO T XP1I0M 1) TV TIPOCSOKWEVT XP110T) EVOG TIPOIOVTOG,

€VOG GCLOTNLOTOG 1] LLLOG UTINPEGTOGY.

"Evag amd Toug TIpwTouS 0pLopovs Yo TV epTelpia xpriot 808nke amd v Lauralee Alben to 1996
[9] 0 oTolog avapépel OTL «n) euTtELpia YPTIO TN KAAUTITEL OAEG EKEIVEG TIC TITTUYES YIA TO TTWG OL AvVEpWTTOL
XPNOUOTIOWUV EVa SLASPACTIKG TIPOIOV - 0 TPOTIOC TIOU TO ALTOAVOVTAL OTA YEPLA TOUG, TO TTO0O0 KAAX
KaTaAafaivouy Ta¢ AELTOUpYel, Twe auofavovtal yix auto VW TO XPHOLUOTIOIOVY, TO TTOO0 KaAX
e&ummpetel TOUG OKOTTOUG TOUG, TO TTOOO KAAX TAUPLALEL OTO TTAXIOLO OTO OTT0I0 TO YPNOIUOTIOLOUV Kl

000 KaAd Oa ouudAetL oTnv ToOTHTA TNG WIS TOUG.

Metd ™mv Alben, ToAAol GUYYPAPELG OPLOAV TNV EUTIEIPIA XPIOTN HECW TWV SLUPOPETIKWY TITUXWV
™G cAANAeSpaom§ LeTa&D ToL XP1)OT KoL TOL TIPOIOVTOG 1] TOU CUCTIUATOG, OTO TAAIGLO OTIOL 1)
aMnAemtidpaom Aapavelywpa. I mapaderypa, ol Forlizzi & Ford [1] £gouv oploeL ta otoixeio eketva
IOV ETMNPEA{OLV TNV EUTIEIPIA XPIOTN O CAANAETIIBpAON e TO TIPOIOV. ZTO ApOBPO TOUG avapEPOLV
OTL TO TIPOIOV ETMNPEGEL TNV EUTIELPL XPNOTI LECW TNG AULCONTIKIG KoL TN XPNOWOTITAS TOU, EVW O
XPNOTNG ETNPERTEL TNV EUTIELPIA XPT)OTI LECH TWV EK TWV TIPOTEPWV CUVALCONUATWVY KOL EUTIELPLOV

TOV.
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form languages

) : features

prior experiences aesthetic qualities
usefulness

Ewova 2-1 H UX kartd toug Forlizzi & Ford [1]

ZOu@wva pe tov Kankainen [10], ) eumelpio xprjom elvat «To amoTéEAEOUA EVOS KIVITTPOL SpAon o€
éva. oUYKeKpLEVO TAaiolo». To mAaiolo tou Kankainen avagépetal oe avBpwmoug, TOTOUG KAl
TIPAYHATA TIOL TEPIBGAAOLY TOV XPNiOTH 0TV 0AANAETIGpaon Tov. (¢ KIVITPO EVVOELTAL WG OVATYKT)
TIoL 0dnyel Tov xprotn o Spdon. H Spdom meptypd@er ta péoa tg cAANAETHE paomg, TTov Elval, «TTwg
0 XPNOTNG KAVEL QUTO Trov Kdvew. EmumAéov o Kankainen tovilet T onuacia Twv TtponyoUpevwy
EUTIELPLOV KAL TIPOGOOKLWV TWV XPN|OTWV, OL OTIOLES EMMPEALOVV KAL TNV TIapoVoa eutelpio. Opoiwg, 1
TpoVoA EUTIELPIA OOMYEL O€ TIEPLOCOTEPES EUTIELPIES Kol TIPOoSOoKieG. To TPOidV TIPETEL £TONG VA
TaPLadeL 1 Kot va uTtepBaivel TIG TIPOOSOKIEG TWV XPNOTWV OTIWG AUTEG SnUOLVPYNONKAY Ao TIS

TIPOT]YOULEVES EUTIELPIES TOV.

Previous experiences . More experiences i
. b . me
Expectations Present experience Modified expectations

Ewcova 2- 2 H UX katd tov Kankainen [10]
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Ot Hassenzahl & Tractinsky [11] mpoogeyyifouv Tilo OAOKANPWUEVA TNV EUTELPIX TWV XPTOTWV

VTTOOTNPI{OVTAG TIWG EIVAL ATIOTEAET L

" NG EOWTEPIKNG KATATTAOTG EVOG XP1|0TH (TIPOOSOKIES, avAYKES, KivnTpa, K.0L)

" TWV XOPAKTNPLOTIKWV TOU OXESIAOHEVOU TIPOIOVTOG (TTOAUTIAOKOTNTA, OKOTIOG, €UXPNOTIQ,

AELTOVPYIKOTNTA, K.OL) KOl

" Tov TAaoiov (1] Tov TEPBAAAOVTOG) GTO 0TIO(0 AapPBAVEL XwPA 1) CAANAETIBpao.

O Hassenzahl [12] TpooTaBwvTtag va TPOCEYYIGEL TOV OPLOUO, TIEPLYPAPEL TNV EUTIEPIN WG «EVHL
EMELOOB10, VO LEYAAO KOUUATLXPOVOL QTTIO TO OTIOI0 KOVELS SIEPXETAL [...] XOLKAL EIKOVES, OKEPELS KL
aotnuata, Kivitpa Kat SpAceLS [..] oTeva ouvdedepéva HeTa&) TOUGS, ATTOBNKEVUEVH OTNV UV,

KOTIYOPLOTIOMUEVA, UE SUVATOTTA avaBiwomnS KAl ETIKOWVWVING GTOUG GAAOUGH.

0 6106 avapepet 6TL «Mia epTelpia; elvat a LloTopio 1) ool TIPOKVTITEL ATt TO SIAAOYO TOU A TOUOU
LLE TO KOGUO TOU KATA TNV SIdpKewx poag Spdong. H epmeipiar eiva UTTOKEWEVIKT), OALOTIKT), SUVOLKNY

Ko ogLemonvny. [13]

O Mahlke [14] tpoTteivel Twg 1) Evvola TG ERTIELPLAG XPNIOTN UTTOPEL va XprooTtomBel wg unTpKog
OPOG TIPOKEWEVOL VO CUVOIITEL OAEG EKEIVEG TIG OYETIKES TITUXES TNG CAANAETIS PGS ATIO TNV TIAELUP A
Tov xprjotn. Ot Law et al [15] o cuykekpéva, uTtooTnpI{ovv TIwE TIPETIEL VAL YIVETAL XP1I0T] TOU OPOV
OTAV AVOUPEPOUAOTE 0E CAANAETIISPACELS TOU ATOMOV HE CGUOTHHUATO, OVTIKEEVA, TIPOIOVTA KoL

UTINPEGLEG HECW LG SLETIAPTIG XPTOTH).
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Epnepio
‘OlLo. 6o Prdvel To dtoplo

[Xdpoc] i
Epnaipia Xpriiom
. Alinhenidpoon pécwo
[MQPKQ] BlEmOpr|s ¥pRoTI
[Téxm] Brbornped
[AGICI]G'I]] [Avriczipzavo]
[AXnhenispacn] [Hporcrd
[Ympeoia]

Ewova 2-3 ®opeic aMnAemiSpaong xpriom [15]

'OpwG TIAPA TO CUVEWS AVEXVOLEVO EVBLOPEPOV Y TNV epttelpia xpriotn (UX) umtdpyel SuokoAia og
LLOL KOWVT] GUHPWVIO GXETIKA E TN VoM Ko TV éktaot G [16]. [Tapampeital & To @avopevo ott
EVW 1 EVVOLX TNG EUTTELPLOG XPNOTN EXEL YIVEL EVPEWS aToSEKTN amd To TS0 ™G AAANAETISpacNG
avBpwtov —vmoAoylotr) (HCI) wotdoo autd cupPaivel xwpi§ va EXEL OPLOTEL COPWE KAL VA EXEL YIVEL

TIANpwG Katavon T [17].

ZOp@wva e toug Law, Roto et al [18] Sev umtdpyel vag kovog optopog yio v UX kot auTtd oedeTon

0TO OTLY EUTEPia YprioN:

1) Zuvdéetar e Eva P PACHA ACUPOY EVVOLWV OTIWG 1) EUTIELPLN, TO cUVA{CON U KaL 1) coBnTKn
2) H avdivon g pmopel va etvart TtoAD EAACTIKN

3) To epeuvnTiko ™G eSO EPPAVIETAL TTOAVTIAOKO KOl LLE SIOPOPETIKES TIPOCEYYIOELG.

[evikd 1 epmepia XpNOTWY UTIGYOPEVEL ML OALOTIK] TIPOOTITIKI] KOL VOV EUTIAOUTIONO TWV
TUPASOCLAKWY TIPOTUTIWYV TIOLOTNTOS LLE LT EDXPTOTES EVVOLES, OTIWG 1) SLaokES oM, 1) XAP&, 1) OOVIKT

agla [6] N evxapioon [2].

H gumeipia ypriom dev mpooeyyilel OAQ Ta (TIOLOTIKA) XUPAKTNPLOTIKA TA OTIolA BLIVEL EVOG XPNIOTNG
evw oAAndoemSpa pe éva Tpoidv/mepBdAiov [19], 1 TIG EUTEPIEG TTIOV ATIOKOULOE KATA TNV
cAANAETIISpaoT) TOL HE Evay 181KO TUTIO TOV TIPOIOVTOG, TLY., Eva K Td ThAg@wvo [20]. O onpepvog

opLopdg tou ISO y v eumepia Tov Xprotn €0TdleTal OTNV AVTANYM €VOG ATOLOV Kol TIG
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QUTOVTIOELS IOV TIPOKUTITOUV ATTO T XP110T) 1) TV TIPOBAETIOUEVT) XPTIOM EVOG TIPOIOVTOG, CUCTILATOG,
N vmmpeoiag. ATO YuyxoAoykn) Gmoym, oL amovVTOES QUTEG SNUIOUPYOUVTIOL EVEPYA OF [
Puxoroykny Sadikaoior agloAdynomg, Kol TPETEL VA ATMOQACLOTEL TIOLEG €VVOLEG UTIOPEL val

QVTUTTPOOWTEVOVY  KOAUTEPAL T OTOWEl eKelvae TOU B emMTPEMOVV TN UETPNON TWV

XOPOKTNPLOTIKWY TNG EUTELPLAG ToL Xprjoth [16].

Ot Forlizzi xou Battarbee [21] vtoot)pi€av wg 1 eRmepiar xpriot ouvEEOTKe pe [ EpElx YKAUO
OPLOUWVY KoL VONUATWVY XWPIS WOTOGO VO UTIAPYEL CUVEKTIKT) Bewplor Ko yia OA1 TV oYeSIOTIKNY
Koo ta. Tovioav emiong, Twe auTd oL Xpetdletan Sev elvat v' auénBel 1 oAl Ko To eDPOG TWV
OPLOUWY QAAG VA YIVELTILO KATOVOTTO TO TIWG OL SIUPOPETIKES TIPOOEYYIOELS oYETICOVTAL LETAED TOUG,
Ot {8101 TIOTEVOLV TIWG TO PLWUATIKO EXEL XUPAKTNPA OUVOETO KAl LOVASIKO, KATL TIOU TO KAVEL

€EAUPETIKO Kot SUOKOAO VA ETIOVOAN (POEL

Tuvoyridovtag, patvetal Twe 1 SUCKOAIX KABOPLoUOU TOL OPOL EYKELTAL OE TIOAAOUG TIAPAYOVTES KOl
KLUPIWG 6NV GUYXLOT] TWV TIOAAATIAWY EVVOLWV KoL EPUIVELV TIOU GCUVSEOVTAL LE TNV EPTIEPIA TOV
xpnom. KabBéva amod ta moAuapiBpa Oewpn Tk HOVTEAX TIOU EXEL AVATITUXOEL EXEL WG ETIKEVTPO Kol
KATIOLO SLOUPOPETIKO TIHPAYOVTA [E ATOTEAEGUO VXX NV UTIAPXEL [l Kown faom kot topeia. ‘Evvoleg
amd TS omoieg TpooeyyileTal o 6pPog, OTIWG cuvaloONU, NSOVIKN TTOLOTNTA, OHOPPLY, EVXPNOTIQ,
guyaploon, Sokedaon K.a. Stvouv kdBe @opd BapiTTa Kol 0€ WA SIQOPETIKI TITUXT NG
epmelplag. EmmAgov, ToAAEG art' auTég TIG Evvoleg Sev €xouv AT PwG oploBel kat eAeyyBel oTov TopEn
™G aAMnAemiSpacns avBpwmov vmoAoylot). ‘Evag axdpn mapdyovtas SuokoAiag ivat Ttws Kabe
EPELVITNG EMAEYEL TIG PETAPBANTEG TTOUL Bl XPNOOTION|OEL CUUPWVA HE T SIKA TOU KPLTNPL,

LTIORABPO KAl LEAETN LUE ATIOTEAEG A VO UMV UTIAPYEL Lot oTaBepT) faom.

ZUVOAIKG, (PAUVETAL TIWG OL EPEVVITEG GULPWVOUV TIPOG VAV OPLOHO, O OTIOI0G OUVOEETAL UE TNV
TEYVOAOYIX KA EIVAL TIPOCAVATOALGIEVOG GTO XPNOT, TIS AVAYKES, TIS EMBUIES, T cLVALCONpATA
Touv Tovilovtag mo évtova amd KABe dAAN Tepiodo To POAO Kal TNV TAPOUGIA TOU OTNV

ocAnAemtidpaon [12].
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2.1.2 Xapaktyprotika Tng Epnelpiag Xprjom

Extd6 a6 Toug oplopoVs Kat TiG SLpopeS EVVOLES TIOL £X0UV S00El oTnV euTELpior xpNoTwV, Slapopa
Aol €x0VV aVaTTUXBEL e OKOTIO VA TIPEXOLV TIG KATNYOPLES EKElveG TIoL B pmopovoav va
XOPAKTNPIlooLY, va TIPOaSLopIcouV KL VL TAEVOUNOOUV TIG SLAQOPETIKEG PBIWHATIKEG avTISPACELS
SnAadn, ta €idn ¢ epmelpiag tov xpriom). [lapd to yeyovog 6TL uTdpxel cUVEXTS cu{ oY av N
eumelpia pmopel v povtedomomBel, va Toglvounbel O CUYKEKPUWEVEG KATNYOPLEG 1] VX
TocotoTom el (GnNAadT), O€ TIOLOTIKEG KAl TTOCOTIKEG ATIOWELS, OTIWG avaépeTa 1) Law [22]), Sev

UTIAPXEL CUYKEKPLUEVO TIAXIOLO KATIYOPLOTIOMOTG TG EUTIELPLAG XPTOTH).

Ot Forlizzi kot Ford [1] vtoompi{ouv Twe oL LeTafBANTES Wag epmepiag eivart Tpets. O xproTes, Ta
TPOIOVTA Kol 0L AAANAETIOPAOELS UETOED TOUG. Mia epTelpiar ev pmropel va LTIAPEEL XwPIS TO ATOUO
TIOL TNV PLWVEL TO AVTIKEIUEVO TOU EVBLPEPOVTOG OAAA Kot TO TIEPBGAAOV NG cAANAETISpao g

QUTWV TV SV0o.

OL Xp1|OTEG AVTITTPOCWTIEVOVV TOV TPOTIO LE TOV OTIOI0 0L AvOpwToL ETmpedlouy pa epmelpio. Eivan
QUTOL TIOV PEPVOUV GTNV GTLYT) OAN TNV TIPOYEVEGTEPT) EUTIELPIN TOUG, TA CUVALCBNUATA TOUG, TIG
ALOOMOELG TOUG, TIS AES KOl TO YVWOTIKA LOVTEAQ TIPOKEEVOL VAL KOVUGOLY, Va Souv, va ayyi&ouv

KO TEALKA VO EPUNVEVGOLV TNV KATAGTOOT 0TNV oTola Bplokovtat [1] .

Ta TtpoidvTa AVTITPOCWTIEVOUV TOV TPOTIO [IE TOV OTIOL0 T' aVTIKE(UEVA eTPEA{ovY TV epmelpio. Ta
TIPOIOVTA EVAL «UX CEPA ATIO AVTIKEIEV, SPACTNPLOTNTES, UTMPEDLES Kat TEPBAAAOVT TTOU
yepilouv to {wTkd kKOouo». Kabe avtikelpevo €yel va SuynBel pua wotopia xpriong péoa amo ta
XOPAKTNPLOTIKA TOU, TNV QGO TIKT) TOL TIOLOTNTA, TNV HOPQT) TOU KL TNV TIPOoaciuotnTa Tou. O
CAANAETUSPACELG TWV XPTOTWV LE TO TIPOIOV YIVOVTALUTIO £Val GUYKEKPILEVO TIAXIGLO XPTIOMG TO OTIOL0
SWHOPPWVETAL UTIO TO TIPIOPA  KOWWVIKWY, TOAITIOTIKWV KAl  OPYOVWTIKWY  TIPOTUTIWV

ouumePUPopag [1].

Y10 (610 MAaiowo ot Forlizzi kou Battarbee [21] vmoompifouv Twg ta POVTEAQ eumelplag eival
TIPOCAVATOALGHEVX ELTE OTO TIPOLOV, EITE OTOV XP1|OT, £LTE TNV cAANAemiSpaom toug. Ta povtéAa pe

TIPOCAVATOALGHO TNV CAANAETHSPOOT) EPELVOVV TO POAO TWV TIPOIOVTWV OOV LECATOVTES TNG OXEOTG
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TOVL oxed0TH Ke Tov XproTh. Kat' autous kKupiwg aut 1) OTTTIKT) €XEL OTUACTA KXL TIPOCPEPETAL YL
EPAPHOYES, KaBWG efnyel TG Buwvel o xpriom Eva Ttpoidv, BAETOVTIG TNV EUTEpia WG GUVSLAGHO

CAANAETUSPACTIKWY TIAPOryOVTWV.

IMaiowx pe emikevrpo to xprjotn (User-Centered Frameworks)

Ta povtéda pe emikevtpo Tov xpriom elvat ta o Swadedopeva. Ot Desmet ko Hekkert [23],
LTI0o M PI{oVV TOV LoXLPLOUO aUTOV, TTapaBETovTag Tpla b epmelpiag Tov AapBAavouy xwpa Katd
TV CAANAETISPOT) OGS E VA VTIKEIIEVO: TO VOTIX TIOV ATOSISETAL, 1) CUVALCONUATIKY) ATIOKPLOT
KoL 1 ootk evyapiomor). Me dAAa AdyLa 1) EUTIELPIO TIPOKUTITEL ATIO TV CAANAETIISpaom HETAED
EVOG XPNOTN-EPUNVEUTI] KA EVOG AVTIKELLEVOU, 0TIV OTIOIA AXUBEVOLVY XWPA 1 aloONTIKY ERTIELPIQ, TO

VOO TIOL aTtoSISETAL GTO TIPOLOV, KAl T CUVALGON AT TIOU TIPOKUTTTOLV ATIO aUTO.

Ot Desmet kat Hekkert [23] avapépovtal oty IKOVOTNTA TOU QVTIKEWEVOL VA EVXAPLOTIOEL EVay 1|
TEPLOGOTEPOVS AN TIPLOVG UnxaviopoVs pas. 'Eva avtikeipevo mbavwg va etvat 0pop@o oty 6ym,
EVXAPLOTO OTOV X0, KOXAO GTNV aipn 1) Ko va pupilet opop@a. O BaBpog otov oToio Eva avTIANTITIKO
OUOTNUO LG KATAPEPVEL VX EVTOTIGEL TNV SO, TNV GELPA 1] TNV CUVETELY, KAL VO AELOAOYT)OEL TV
KOWVOTOUI/QVTUTPOCMWTIEVTIKOTI T TOU AVTIKEWHEVOV, TIPOOSLOPILEL TV ETBpAOT IOV TIPOKOAELTAL

(Hekkert, Snelders kot vanWieringen, 2003 6mwg avapépovtal otoug Desmet and Hekkert [23]).

O Norman acxoAn0nke 060 Kavévag GAAOG LE TNV ETEPAOT] TOL CUVAIGHTIATOG TNV KGO TIKY KAl
TO aVEAUOE G' €V HOVTEAO TPLWV EMMESWV: TO €VOTIKTWOEG (Visceral), TO GUUTIEPLPOPLOTIKO

(behavioral) kot to avtavakiaotiko (reflective).

To TpwTO EMITESO, TO EVOTIKTWOES, EXEL AVTIANTITIKO XAPAKTI PO KoL Elvar auTd TIoL 08N YEl € AUETES
kploeis. I va eivat a€lomo™ o kpiom Bo TIPETEL TO ATOLO Vo £xel eKTeDEL 0TO £pEBLopA YA LOALS
20 xtAoota tou SeutepoAémtov (Lindgaard, Dudek, Fernandes & Brown 2006 6mwg avagépovtat
otov Lindgaard [24]). 'Evag t€Tolou €idoug 1oxuplopodg eivat onuoavtikog, a@ov vmootpilel OTL 1
dpeon kplon stvon poe Boroywa kaBoplopévn ovvémewx (Zajonc, 1980 OTwG avapePeTaL oToV

Lindgaard [24]), Tou Aapfdvel xawpa 6To LTTOGUVEIBTO, TIPLV 0 EYKEPOAOG TTPOAGPEL va a&loAoyoeL
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TO PEBLOUA OE YVWOTIKO eTtiTteS0. Me dAAa AGyLa B ptopovoe va yivel o €816 TapaAANALG GG, “TL LoV

UTIOYOPEVEL VX VIWOW TO COUA”, VT YOl TOV “TL LOV UTIOryOPEVEL VAL OKEPTW TO HUOAS”

To Sevtepo emimedo, To emimedo TG GLUUTEPLPOPAS, lvat odnyolpevo amd v mpoodokia, kot
BplokeTal, OTIWG KL TO TIPWTO, OTO UTIOOVVEISNTO. £TO £MIMESO QUTO 1 Kplom Tov oxeTieTan pe v
EUPAvLOT), TBaVWS va BacileTal o€ P GUYKPLOT] GXETIKT) LE QUTO TIOV TIEPUEVEL TO ATOWO Vit BEL Vo
QKOVOEL VO YEUTEL va ayy(€eL 1} va pupioel, kat pe To Babuo otov oTolo To epEBIGUN IKOVOTIOLEL oruTh

™V TipokaBoplopévn Tpocdokia.

To tpito emimedo, To avtavakAaotiko, katd Tov Norman [25], elvow vontika kabBodnyovuevo. To
eTiTESO AUTO ElVaL EVAAWTO GTOVS TIAPAYOVTES TNG KOUATOUPAS, TG EUTIELPIAG, TNG EKTIaiSELONG KO

TWV ATOUKWV SLPOPWV.

emotional
experience

USER PRODUCT

aesthetic
experience

experience
of meaning

user-product interaction

Ewova 2-4 To mhaiolo cdnemiSpaong Xpriom)-Tpoiovtog [23]

Ot Desmet ko Hekkert [23] tagwvopovv v «eumelpior tpolovtogy o€ Tpelg Tumoug. [pwtov, v
QULOONTIKY| EUTIELPIOL 1] OTIOLX AVAPEPETAL TTNV IKAVOTIOM 0T TWV aloBoewv. Aut ivan 0 BaBudg pe
TOV OTIO(0 1] AVTIANYIM KATAPEPVEL VAL EVTOTIOEL, YIX TIAPASELYHQ, T Sopr), TA&n 1) 1 ouvoxT) Kat va
aloAoynoel To Tpoidv. AeUTEPOG TUTIOG 1] YVWOTIKY epmelpio. Etvat ) epmelpia mov agloAoyel v
TIPOOWTILKN 1) CUBOAKN onpacia Twv TPoidvtwv. Tpitog TUTOG, 1 cCUVALCONUATIKY EUTELpio 1) OTIOlA
QVOUPEPETAL OE PALVOPEVX OTIWG 1) cLVAILCSONpATIKI guTL)ia, 1) ombia, 0 PO, 1) LTIEPTPAVELX KL 1)

EKTIANEN.
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0 Jordan oto BBAlo Tou Designing Pleasurable Products [26] vrtoompilel 0Tt 6TOX0G TG oXESIAONS
TWV TPOIOVTWY Ba TIPETEL Var elvat 1) uxapiotnon o€ Sldpopa emimeda, Evw 1 aoONTIKY), £xOVTag
Sevtepeviovta poOAO, AMOTEAEL évav ATIO TOUG TIAPAYOVTEG TIOU 0S1YOUV OTHV guxapioTnon g

oKEYMG.

Tuykekpéva, avayvwpilel téooepa €idn evxaplotong mov oxeti{ovtal pe v oxedlaon: ) 1
owpatikny evuxapiomon (physio-pleasure) ToU AVOPEPETAL OTIS TIEVTE CWUATIKEG ALOBNOELS, KAl
oxeTI(eTal KUPIWG UE TNV Epyovopia Tov TIPoidvTog, B) 1 KoWwVIKY-euxapiomor (social-pleasure)
IOV TIPOKVTITEL ATTO TNV CAANAETUSPAGT) KOL TV ETUKOWVWVIN LLE TOUG GAAOUG KL LPOPA EVVOLEG OTIWG
N Kowwvikn 0€om, oXE0EIS KAl oUTOEKOV, y) 1 YPuyxk-euxapiomon (psycho-pleasure) Tov
QOYOAE(Tal PE TIC aVTIBPACEIS TWV aVOPWTIWY Kol TNV PUYXOAOYIKY) TOUG KATAOTHOT OTaV
XPNOLLOTIOLOVV TA TIPOIOVTA KL AVAPEPETAL KUPIWGS GTNV EVXPNOTIO TOUGS KA TEAOG §) 1) euxapiotnon
™G okéymg (ideo-pleasure) ov Baciletal oV eumelpla IOV PTOPEL VX TIPOGPEPEL TO TIPOIOV KOl

OUYKEKPLEVQ OV OYEOT) TIOU UTTOPEL VO VAT TUX Ol vAET L € 0UTO KAL TOV XP1OT).

7 Pleasure

1 Usability

1 Functionality

Ewova 2-5 H ta&vopmon g euxapiotnong [26]

Amo Ta Topamdvew yivetal oavTANTTO OTL TA TAAUCL TIOPOUCLALOUY HEPIKESG ETIIKOAVWPELS Kol

QVTILETWTICOVVY TO BEpA Tt SIAPOPES OTITIKEG YWVIES,

Ot Buccini kot Padovani [27] mapouotalouv pia TumoAoyia e £EL KATnYOpLES, OL OTIOIES (0WG VA PNV

elvau all-inclusive o€ oyéomn pe To GUVOAO TG TIOIKIAOHOPPING TWV AVWTEP® TAXLGIWY, GTNV 0Tl
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OMWG cuvoPilovTal T IO KEVTPIKA €01 TWV EUTEPLWV TIOU PTIOPOUV VAL XAANAOETISPAGOLY LIE

TEYVOAOYIKA TIPOIOVTA KOl UTMPECLEG. AUTEG elvat:

1. Epmepieg mou oyetifovtal pe TI§ Ao oELS: EVOTIKTWENG, LE XAUNAT YVWOTIKY arddoon (TLy. o,
opaom)

2. Eumepieg ov oxeti{ovtal pe To GUVALOBNUATA: UTIOKEWEVIKEG OCUVALOONUATIKEG AVTIOPACELS

OTWG 1) Xapa Kat 0 BUPOG

3. Kowwvikég eptelpleg: epmelpieg mouv cupaivouv PETaED Twv atoUwy, 0AAA pe StapecoAdfinon 1

0€ OUVONKEG TIPOCOUOIWONG LE TIPOIOVTA

4. TvwoTIKEG eumelples: oxeTi(ovtal Pe TIS OKEPES Kol epunveieg Tou xpnotn ()., pe Bdom

ONUAGLOAOYIKA Kol CUUBOAIKA XOPAKTNPLOTIKA TOV TPOIOVTOG)

5. Eumelpieg xprong: oxetidovtal e Tn €UXpNOTIX KoL TN AELTOVPYIKOTNTA TWV TPOIOVTWY (TLY.

EVKOALX)

6. Eumepla mapoxng Kwntpwv: 0Tav 1 XP1oT TOU TPOIOVTOG €VBUVETAL YOt X CUYKEKPULEVN

OUUTIEPLPOPA TOU XP1IOTN

Maiowx pe emikevrpo v adnAemtidpaon (Interaction-centered frameworks)

Ta mMaiowx outad eoTidlovv ot CAANAETISpacn Pe To TPOIGV Kal oTo Pabud mov o xprotng
eUmAEKeTL o€ auTT). Katd v avaryvawplom, a§loAdynon kot oxeSlao o epmelpiog mov dnuovpyel éva
SBpaoTIKO cUOTNUA EVAL OUAVTIKO VA KATOAGBOUHE OTL SlapopeTIKol TUTIOL Kol emimeda
CAANAETIS PO HTTOPOVV VO 08 YN GOLVY OE EAXPPWS SLPOPETIKG (0N epmelplog. [ rapadery Lo oL
Desmet kot Hekkert [23] vrtoompiouv dtL umtdpyouv Tpelg Stapopetikol TUToL cAANAeTiSpaong
avOpWTIOL — TPOIOVTOG TIOL UTTOPOVV VXX ETLEPACOUV OTA XAPAKTIPLOTIKA TNG EUTIELPLNG TOV XP1OT).
ZOEVA LE UTOVG 1) TIPWTN EVALT) AEYOPEVT AEITOVPYLKT CAANAETISpaion 1 OTTol XpNoLOTIOLETOL
Yl v oploeL Vv xpror), T Asttovpyia Ko ) Sl elpLon Twv TPoidvTwy e 0TdX0 T Snovpyio vog
AELTOVPYIKOV 0TOXOV OTO PVOAG Tov xprio. H Sevtepn eivan 1 pn-Asttovpykny cdAnAemiSpaon 1
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oTtolx AVAPEPETAL 0E OAMNAETILOPACELS OL OTIOIEG SEV UTNPETOUV GUECA AL AELITOVPYIX OTIWG TO
T VIOl pe €va Tipoiov. TéAog 1 TPt 1 UN-PUOoK CAANAETISPAOT) 1) OTIOIXt AVAPEPETAL OTNV
QVAYNON, 0TI @AVTACLX 1] 0TV avapeVOUEVN Xpot). Me auTtd Tov TPOTIO OAEG OL EVEPYELEG TOU
XPNoT CUUBEAAOLY TNV EUTIELPI0 OTIWG OL (PUOIKES EVEPYELES, OL YVWOTIKES SIASIKAGLIES, 1) IKOVOTI T

Vo BUUATAL KA VO CUYKPIVEL

Y10 (610 MAaio1o ot Forlizzi kou Battarbee [21] vtoompiav v onUavTIKOT TO QUTWV TWV EUTIELPLIOV
0TO TAAICL0 NG KOWWVIKIG CAANAETIBpaoNG, KATA TNV oTrola oL GvOpwTIoL UECW TNG EPUNVELNG
OUYKEKPLUEVWY YEYOVOTWVY Snuovpyolv vonuata. Ot cAANAETIOPAGELS TOU XP|OTI LE TO TIPOIOV

TIEPLYPAPOVTAL E 3 TPOTIOUG. (UG OUOAES, WG YVWOTIKES KO (G EKPPACTIKEG.

Ot opadés adnAemidpaoels (fluent interactions) ypriom-avTikeEVOL Sev xpeldlovtal TPooTIADEI
A& avTIBETWG YiVOVTOL cUTOPOTA KoL 0 XP1IOTNG TS YVWPIZEL 1} LTTopEl val TG HABEL TIOAD e0KOAQL.
AuTov Tov €l60UG 0L AANAETILSPACELS KPTIVOUV TO ATOLO VX ECTIACEL GTLS CUVETIELEG TWV EVEPYELWV
TOL 1 o€ A Bgpata Kat Sev {NToUV OUTE avTaywvIlovTalL Le GAAES YL TNV TIPOCOXT] TOU XPTOTH).
TuvnBwes EmMElTa oo pal OHoAT} CAANAETHSPAOT), TTAPAYOVTOL VTIOGUVEISNTEG EUTIEIPIEG OTIWG TIG

QVOUPEPAE TIAPATIAV.

OLyvwoTikég cAMnAeidpacels (cognitive interactions) e0TI&fOVV GTO TIPOIOV TO OTIOLO ATIACXOAEL TOV
XPNOTN TNV €KACTOTE OTIYUN. AV TO avTIKe(pevo Sev oupfadilel Pe TIG TIPOUTIAPXOVOES YVWOELS
OXETIKA HE TNV XPNON TOU, TOTE elval TOAVO 1 CAANAETSpaoT) Vo €YEL QPVNTIKO TIPOCTILO
TIPOKOAWVTHG SUOUPECKEIX KAl OUYYUGT] OTOV XPNOTH. X& ovTiOEoT), WA OpoAY), ETMITUXUEVN
CAANAETIIS pOLoT) LTIOPEL VO TPOPOSOTNOEL TOV XPNIOTN LE YVWOT) Kall VA ST LLOVPYTOEL EUTIELPIES LKAVES
VA TIPOKOAEGOUV OAAQYEG OTV CUUTIEPLPOPA TOU XPNOTH, OTIWG YLK TIPASELY O (L0 VEQ, KAXLVOTOUX

XP1OT) TOU QVTIKEWWEVOU.

Ot ekpaoTikég adnAemdpdoels (expressive interactions) Tpotpémouv kat fonBolv Tov xprotn va
SNULOVPYTOEL LLLX OXEON LLE TO QVTIKEILEVO, 1] LLE LAl TITUXT] UTOU KAL VA TNV EKPPACEL WG LK LoTOpPIOL
IV ek@paoTik] cAAnAsmiSpaon, oL xproteg elvat mOavov v oAAGEOLY, TPOTOTIOU|COUV 1
TIPOCWTIOTION)GOVV TNV TPOCTIAOEIr TIOU KATABAAAOUV TIPOKEWWEVOL Vo €Vl TIO OUOAOG O

OLVSUVAOUOG TOU AVTIKEWEVOL HE To xproTh. ['a tapadetypa 1 Slapdp@wor Tou KOAUUUATOS TOU
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KIWNTOU TNAEPWVOL CUMPWVA HE TO YOUOTO, TIS QVAYKEG, TIC OTMOITNOES TOU XTOHOU Elval

EKPPAOTIKEG CAANAETUSPAGELG TOL XPIOTN-AVTIKELUEVOU.

IMaiowx pe emikevrpo to mpoidv (Product-centered frameworks)

Ta mMAaiolor UTA pe ETIKEVTPO TO TIPOIOV SIVOUV EUPAOT) TOCO OTA XAPAKTNPLOTIKA TOU TIPOIOVTOG
000 KalL OTIS ISIOTNTES TIOL TO KaBopI{ouv Kol TIPOKOAOUV GUYKEKPIUEVES EUTIELPIEG. AUTA T TIAOLX
EXOLV ETIKEVTPWOEL GTNV KATAVON 0T TWV XUPAKTNPLIOTIKWY TWV TIPOIOVIWY T OTIolor ETmPealouy
™V eumepia xprio. Towg To o yvwoto elvat To mAaiolo ov avagépel o Hassenzahl [5] yvwoto wg

aLoONTIKO HOVTEAO.

To povtéAdo vTToBETEL TIWG SU0 SIAKEKPLUEVESG OUABES IOIOTITWVY TIEPLYPAPOUY TOV XAPAKTIPA EVOG
TPoiOVTOG. Eopévag, ot ISL0MTeG pmopel va elvat elte TPAYUATIKEG, SNAAST) VA avapEPOVTAL O
XPNOWOTN T KAL TNV EVXPNOTIQ, elte NSOVIKEG, TTOU oXeTI(OVTAL UE TNV YUXOAOYIKI] EUNUEPIO TV
xpnotwv. To «American Heritage Dictionary of the English Language» [5] opilel autd Tov eiva
NOOVIKO WG KATL IOV OXETIETAL 1] YapakTpileTal amd v guxapiomon. Emopévwg, to ndovikd
EKPPACeL ™V TIEMO(BM0M OTL 0L AEITOVPYIES KL OL IBLOTNTEG TIOV EVIACOOVTOL GTNV KXTIyopla TOU
UTTOPOVV VX OSNYNOOUV OTNV €UXAPIOTNON, TEPIOOOTEPO ATO TIS OVTIOTOLXEG TIPOrYHTIKES

Aettoupyleg Kat ISIOTNTES,

OtN8oVIKES 1BLOTNTESG PTTOPOUV VA UTIOSLONPEOOVV TIEPAUTEPW TNV TIAPAKIVIOT, TV VAYVWPLOT) KO
mv emikAnon (evocation). H mapaxivnon, n kovotopia (Tapoxn VEwV 8wV, EUKALPLWY,
EVIUTIWOEWV) Kol 1 TPOKANOM elval TPoUTIOBECEIC NG TIPOOWTIKNG avamtuéng (SnA, o
TIOAAATIAXG LGOS TNG YVWONG KAL 1] avATTTUEN Twv Se€loTTwV), 1 oTola amoTeAel wa Pactkn
avBpwtivn avaykn. H avayvwplon KoAUTITEL TV avOp®TIVI] QVAYKT TG EKQPUOTG HECW TWV
QVTIKEWUEVWV TIOV KATEYELTO Atopo. H avaryvwplon eivat €€ 0A0KAT)poL KOWVWVIKT) 0VAYKT) - TOL ATOUA
B€AouV va aVTILETWTICOVTAL E GUYKEKPLUEVOUG TPOTIOUG amd Toug dAAous. ‘Ocov a@opd TtV
EMKANON, TA TPOIOVTA UTTOPOVV VA TIPOKOAEGOUV OUYKEKPLIEVEG OVOUVIOELG. X€ QUTIV TNV
TEPITTTWOT), TO TPOIOV UTIOPEL VAL AVTUTPOCWTIEVEL TIPONYOULEVA YEYOVOTQ, KATAOTACELS, OXECELG 1)

OKEPELG TIOV ElVaIL ONUAVTIKES Y10 TO &Topo [5].
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Tuvoyridovtag, Evatpoiov pmopel va BewpnBel wg TTpory LATIKG, ETELST) TIOPEYEL ATTOTEAEGUATIKOUG KO
amodoTIKoUG TPOTIOVS Vo xpnopomomBel amd toug yprotes. EmumAéoy, pmopel va BewpnBel wg
NOOVIKO, EMELS TIPOCPEPEL TIAPAKIVIOT) LE TOV TPOKANTIKO KAL TOV KALVOTOUO XOPAKTIPA TOU 1

avoryvaplon pe ™ Sl iBaot onUavTIK®Y TIPOCWTIKWY AELWV.

TéAog ol Jaasko & Mattelmaki [28] mapovciacav éva cvoAo 18LOTNTWV TIOU OXETI(OVTAL [E TNV
EUTIEPIAL XYPNIOTG TOV TIPOIOVTOG, ATIO TO OTOI0 TIPOKUTITOLV, OTIwS aivetal otnv Ewova 2-6, ta

SIKEKPLUEVA TIAQUO LAl OTAL OTIOLO EVTACOETAL O XPNOTNG:

)
aesthetics
APPEARANCE physical ergonomics
product
look & feel
USER cognitive ergonomics
INTERFACE

~—

f ) self-image
socio-cultural USER attitudes and values
context PERSONALITY life-style ,

previous experiences

)

; istar attachment

ggﬂrﬁfeh;fmnc PRODUCT stories, memories

MEANING product penetration&root
—
S
| physical environment
ggﬁeli?‘ ENVIRONMENT aesthetic environment
athmosphere

~—

)
use . —
context INTERACTION tasks, actions, situations

—

)

compared to other products
market PRODUCT relation to trends
context NOVELTY product generalization
—

Ewova 2-6 [Taiowx oty gpmelpio xprjong tou mpoidvtog [28]

2.1.3 Aopuxd Xtoeia Epnelpiog Xprjom

Me TV eLEAVLIOT TNG EUTIELPIAG TWV XPNOTWV EXOVV eloayBel Slawopes ILOTNTES TToL VTIEPBaivouv
TIG AELTOVPYIKEG TITUXEG TNG XPTONG TPOIOVTIWV. ZNHUEPQ, YIVETOL TTAEOV EVUPEWS ATOSEKTO OTL T
TpoldvTa Sev apKel va elvat LOVO XPTOLLO KL XPTCLOTION|O LN, OCAAX KO TIOPOKIVI TIKA, OHLOP@A KA

guxdplota (ndovika) [29].
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O Jordan [2] mpoteivel pa tepapyikn dopn M

omola ovpfarel omv Betwk) epmepia Tov
Euyapiotnon XPNOTN. Z€ QUTHV PAIVETAL OTL OTO KATWTEPO
EMMES0 TWV  KATAVOAWTIKWY  OVOYKWV

Bploketo 1 avaykn G Aertovpykomrag. To
Euypnatia , . .

Tpolov  Ba  TIPEMEL VA (PEPEL  OPLOHEVES
Astrtovpyieg  Tou B emTpEmoOLV TNV

, OTIOTEAEOUOTIKN) KL ETILTUYN EKTEAEOT TWV
NeltoupyLkotnTa HOTLKT XN on

SpacTPLOTNTWY TwV XpNnoTwv. I'a v EeAln
TV  EmMOLVUWV  TWV  Xpnotwv, Paowm
TPoUTO0EON Elval TO TIPOIOV Vo PEPEL Eva AGYO
Eucéva 2- -7 H mupapida g epmetpiag xpriom) UTopéng ko v efutmpetel katdAAnAa toug
XPHOTES.

Y10 QUEOWS AVWTEPO €TIMESO BPIOKETAL 1] AVAYKN TNG EUXPNOTING, KATA TNV OTolX 0 XP1)oTNg
Vol TA TNV EVKOALX XPTIOMG TOU EKACTOTE TIPOIOVTOG, POV TIPWTA EXEL EKTANPWOEL 1) EMBLLIX TOV
ywx AsrtovpykotnTa. EEGAA0L, yia v UTtapén G EUXpNoTLOG, amopait T elvat 1) AEITOUPYIKOT T
TOV TPOIOVTOG. 0TO00, 1) EUXPNOTIX 8 SGPUAITEL TNV ATTOTEAEOUATIKOTTA, 1) OTIOlA ATTOTEAEL
A ™G AELTOUPYIKOTNTAG. £TO VWTEPO €TMESO NG lepapyxiag Twv avaykwv ploketon n
Lo TKn. OLYPNOTES EMSWKOLY OE AUTO TO GTASLO VA KAAVOLV TIG CUVAILTOTUATIKES TOUG OVAYKES
Uéow Tov TPOidVToG. Emopévwg, to mpoidv, mépa amd éva epyodeio ekTEAEONG NG EMIBLUNTNAG
SpacmplOMTAS Twv XPNoTwv, Ba TPEMEL va Tapéyel TN SuvatOTNTA OTOUG XPNOTES va
SNULOVPYNOOLV OYETELS, CUVALGOMUATIKOUG SE0OUE KL VA AVTAT|GOUV EUXAPIOTNOT UECH ATIO TV

avtiAnym ko ™ xprjon Tou.

Xe avtiBeon pe tov Jordan, ot Karapanos et al [29], vmoB¢touv étL 1 onuacia ov amodiSovv ot
XPNOTESG OE UTEG TIG SLPOPETIKES IOLOTNTES (AELTOVPYIKOTNTA, EVXPNOTIA, CLTONTIKT) TIOKIAAEL Ko

€8aPTATAL ATIO SLAPOPOUG TIAPAYOVTES YEVIKOU TTAaoiov (contextual).
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[pwTapykd, pepovwueves atopkes (individual)
Zpazuas SLLPOPES, OTIWG OL avOPWTILVES Eleg, LETPLAlOLV TN
oNUacia oV CUVSEOUV T ATOUN OTLG SLAPOPETIKES

010 TEG TV TIPoidvtwy [30]. Agltepov, o TUTOG

Tinog
npoiovtog

m— rapayovTE; e  KaTdoTaon Tou Tmpoiovtog (product) vmoAoylleTal WG
ONUOVTIKY]  TPAUETPOS  Staopotomons  [31].
Tpitov, axoun kot y tov 810 TOTo TPoidvTog, 0
\povor TPOTIOG XPNOMG TOU Sla@épel avAAoya HE TIS
KOTOOTAOEIS KOl KAT EMEKTAON ETMPEA(EL TN
onuaciac ToOv  TPOGSISoUV oL XPNOTEG  OTIS
Eucbva 2-8 Tapcryovres Eymetpiag Xpiom Sapopetikeg  1810MTeg  [32]. ‘OAot  autol ot
TIPYOVTES, TO ATOHO, TO TIPOIOV KAL 1] KATAOTOT)
TPOTIOTIOLOVV TI| OGN TWV IBLOTHTWV YA X IKAVOTIOUTIKT) ERTEpIA pe Eva Ttpolov. ETopévag, 1
lepapyio Tov Jordan yiax Tig KATAOVOAWTIKES AVAYKES ATTOTEAEL EVAl CUYKEKPULEVO, EEXPTWUEVO ATIO TO

TIAX{O10, KAHBOPLOUO TIPOTEPALO TN TWV TWV AVAYKWV TWV XPNoTwv [32].

ETumA£ov, pio TeTuxr) TG EUTIELPLOG XPTOTWV TIOL AyVOELTaL oLV BWG, EIVALT) CUGTNHATIKY) CAAAYT] TNG
EUTEIPLAG HE TNV TIAPOSO TOL Xpdvou [29]. AeSopEvou OTLOPIOHEVI ATOUN XPTCLLOTIOLOVV EVX TIPOLOV,

1 avtidnym Toug Yl Tig SIaPopeg ISLOTNTEG UTOV TOL TIPOIOVTOG HETABAAAETAL Pe TO Xpovo [33].

la mapadetypa, ) cuVNOEL, ETISPAE TEAIKA GTNV AVTIANYM YO TNV EUXPNOTIX TOV TIPOIOVTOG, EVM TNV
(610 OTLY T LEWWDVEL TO ETITTESO TG SIEYEPOTG TOL XPTOTI ATEVAVTL 0TO TIPOLov. EvBiapépov eivat to
YEYOVOG OTL OTIS SLPOPETIKES (PACELS XP1IOTG ATOSISETAL SLAPOPETIKT) BapUTNTA OTIS SLPOPETIKES
(8LOTNTES TOV TIPOIOVTOG. ITIG TIPWTEG CAANAETISPACELS LE EVa TIPOLOV, OL XPTOTES EGTIA(OVV TNV
ELXPNOTIO KAL TNV TIAPAKIVIOT) TIOU TOUG TIAPEXEL APOTOV TO XPNGLUOTION|C0LV YL EVAL OPLOUEVO
XPOVIKO SLAoTN U, PLTTOPEL VO EVELUPEPOVTAL ALYOTEPO YO TNV EUYXPNOTIX TOV KAL, THUTOXPOVQ, GAAEG
TITUXEG TOV TIPOIOVTOG, OTIWG 1] TIPWTOTIOPLOKT] AELTOUPYIO TOU 1) 1) AVOYVWPLOT) TIOU TIPOCPEPEL, VAl

yivovtal onpavTikotepes [29]

MéxplL Twpa yivetal E0KOAX AVTIANTITO OTL 1] EUTIEPIO XPTIO T XXPAKTNPIZETAL ATTO Mol TIOAVHOP@Io

OTIWG XAPAKTNPLOTIKA ava@épouv kat ol Hassenzahl kau Tractinsky [11] otov opiopoé mov Stvouv: "H
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EUTEIPlO XP1)OTT EIVOL CUVETIELX TNG ECWTEPIKIG KATACTAONS TOL XPNOT [...], TWV XOpaKTPLOTIKWY
TOV GUOTIHATOG TIOV £XEL OXEOIAOTEL [...] Kaw Tov TTAauaiov (1] Tov TePBAAAOVTOG) EVTOG TOL OTIO(OV
Aapfavel xwpa 1 cdnAemtidpaon”. Zuvenwg, eivat Suvatdv va TIpooSloploTolv To XAPOKTIPLOTIKA
eKelvat TOL TPOIOVTOG, TOL XPNOTI, TG SPACTNPLOTNTAS TOv, KaBwS Kol To TEPIBEAAOV TIOV T

ETMNPEA{OLV, SLEVKOAUVOULV, 1] ATIOKAEIOLV LA EUTIELPIOL

Imv Ewova 2-9 amewovifovtot Siapopa XoUpaKTNPLoTIKAE TIoL LTTOPoUV VA TIAEOLVY evePYd pOAO 0TO
OXNUATIONO TNG EUTIEWPIAG XpN o). TO TAPAKATW CYLA EVOTIOLEL TIOAAX TIAXIGL TOOO EUTIEIPIKA OGO

KoL evvolodoyikda [1, 11, 20, 34-36] .

IMlaicro Xprong
Duokég TTVYES: PLOKO TTEPIPALLOV, PMS, YOG
Moapdyovreg epyaciog: ypovog, vona, onUavTiKo
Kowovikoi kot 1oMTIeTIKOL TapayovTes: anattioelg kowoviag, noda, Kavoves, YAdoaoa,

Opnoxeia
/ XpNnong \ / Xvotnua \
Xriypwoio: ocdnpoto, GUYKIVIGELS, XapoaktnploTikda cyediaong:
duabeom, mposdokieg, kKivntpa AertovpyKdTNTO, OTOd0TIKOTNTAL,

guypnotia, evkvnoia,
IIpoordBeon ko facikd ﬁ ,

e ) TPOGAPLOCTIKOTNTA
YOPAKTNPLOTIKG: a&iec, avayKec,
TPONYOVLEVESG EUTELPIES, TPOCOTIKOTNTOL KaOopiopéva amd to yprjotn: ypnoiuo,
i i ) G&o, ENUIGUEVO, OVTIKELLEVIKA OLOPQO,
Iepropropoi kon tkavoTnTES: de&16TNTEC,

, , , YVIG10, KOVOTOLO
emukowvovia, eveMéia, KOvVOTNTEG

" AN /

Ewova 2-9 Evotoinon apaydvtwy Tov eTmpedlouy Ty epTepia xpriom)

YTO TOPUKATW OYXNUX ATEKOVICETAL TO TAXIOLO NG EUTEPLNG XPNOTN HE BAOM TIS UTIAPXOUOES
Bewples. To MAaiolo oo Seiyvel mwg ot oplopol UX amd toug Alben [9], Forlizzi & Ford [1], Forlizzi &
Battarbee [21], Hassenzahl & Tractinsky [11], kou Kankainen [10] oxetiCovtot petagd toug. AnAadn, T
onuatvel UX, Ttwg dnpovpyeital pEow G 0AANAETOpaong LETAED TOL XPNOTH KAL TOU TPOIOVTOG,
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TIOLX TAL XOPAKTNPLOTIKA TOU XPTOTH, TOU TPOIOVTOG Kol TIwG Tiposappolovtal oto mAaiolo g UX,
KO LG TIPONYOUEVES EUTIELPLEG KL TIPOGOO0KIES eTnped{ovv v Tapovoa UX, 1 omola TpoTromoLel

TOTE AUTES TIG TIPOOSOKIEG Ka Snovpyel TeploodTeEPES ePTEIPiEGL.

PRESENT USER EXPERIENCE

* Emotional * Unique
* Aesthetic * Sensual
* Personal * Dynamic
* Cognitive * Physical

1

USER PRODUCT
Predispositions Complexity
Needs . Purpose
Motivation . Usability
Mood Functionality
Previous experiences 2E Aesthetic More experiences

Expectations Etc. Modified expectations

Ewdva 2 -10 The Big Picture of UX

2.2 Aradikaocia Anpovpylag Epmelpiag Xprjot

TOu@wva pe tov Hassenzahl [37], 1) epmepia Twv xpnotwv a@opd v cAAnAemiSpact tov xprot
KQLTOU TIPOLOVTOG LLE TNV TIAPOS0 TOL XPOVOUL KL TS LETAB0AEG oL gpgavilovtal oTnv avtiAnym kot
0TO0 ouvaioBNpA. OEWPEL OTLT EUTIEWPIN TWV XPNOTWV SIAPEPEL ATIO TNV EUXPNOTIX, ETELST) ECTLATEL
TIEPLOGOTEPO GTOUG TIAPAYOVTES TG OXEOTG XPTOTN - TIPOIOVTOG, TIHPA OTAl KPLTHPLX TG AtOS00omG

TOV TIPOIOVTOG,

! http://www.userintelligence.com/ideas/blog/2011/04/meaning-user-experience
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Y10 HoVTELO NG epuTelplag xpnotwv Tov Hassenzahl, n katdotaom, Ta XapakmploTikd yvwplopata
TWV TPOIOVTWYV Kal 0L GLVETELEG cAAnAocuvdéovtal O Hassenzahl Bewpel 6Tt cuvaicOnuata, 6w N
ELXOPLOTNOT KAL 1) IKAVOTIOMOT), ATTOTEAOUV GUVETIELX AVAPOPLKA [LE TNV ATIOKPLOT) TOV TPOIOVTOG

KOTA TV 0AANAETHISpaon Le To XprioT).

A) oTTTiK) TOU OXESIAOTH

XapakTnpioTIKad TOU TTPOIoVTOg MpomBipevog XapakTipag TTPoidVTog ZuveTTeieg

TEPIEXOHEVO ﬂpuyps;:éﬁol;ﬁ‘bmrcg £KKAnon
Tapouciaon > >
- Hdovikég 1816TNTES

’ AeiToupyIKéTATa mapakivnon euxapiotnon

aAnAsTridpaon EHIAREH IKavotoinon

’ avayvwpion

B) orrmiki} Tou xprioTn

I Kardoraon I
XapokTnpIoTIKG TOU TTPOIGVTOS Mpogaviig XapuKkTipag mpoidvrog Zuvémmeieg
TMEPIEXOHEVO Npayparikég 1B16TATES éxkAnon
XEIPIOUOS
Tapouaiaon D >
Hbovikég 1516t TEG
AeiToupyIkéTnTa Tapakivion ‘ euxapiotnon
avaywpion
aMnAeTridpaon emixAnon ‘ IKavorroinan

Ewova 2-11 To povtédo epmelpiag xprjotn tov Hassenzahl

O Mahlke [38] mapovciace éva akOUa TTAQIGLO TTOU TIEPLYPAPEL TNV EUTIEPIN TWV XPNOTWV. XTO
TAXIO0 QUTO EUPAVICEL TIG AEITOUPYIKEG KL TIG UN-AELTOUPYIKEG IOIOTNTEG, KABWG KAl TIG
OUVALCONUATIKEG ATIOKPIOEIS WG TPELG KEVIPIKOUG TAPAYOVTEG NG EUTEPIAS Twv XpnoTwv. Ta
XOPOKTNPLOTIKA TNG AAANAETIISpaoT§ TIoU TIEPAXUBAEVOUY TOGO TIS IBLOTITES TOV TIPOIOVTOG, OGO Kol
TO XOPAKTNPLOTIKA TOU XPOTI KAl TIS TIAPAPETPOUS TOU TIAXIGIOV, ETNPEG{OVV UTOUG TOUG TPELS
TIPGyovTeG. Ol GUVETIELEG TNG EUTIELPIAG TWV XPNOTWV Ao pia Sedopévn cAnAemiSpaot, SnAadn 1
OUVOALKT] Kp(OT) TOL TIPOIOVTOG, OL TIPOTYICELS TOU XPT1)OTH), 0PL{OVTaL WG TO ATIOTEAEGHA TWV TPLWV

TIPOYOVTWV TNG EUTIELPLOG TWV XPT|OTWV.
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1516TNTES TMPOidVTog —

XapaxtnpLotd xprotn | — Xopoxmprotuca

Aldnhemidpaong
Topéustpot mAatoiou/spyaciag —
TTopdryovtes — coGTATIKG EUREPiOG ¥P1oTH
Avtilnyn ZovareOnpoTikég Avtidinqyn
Aertovpyikev Avnidpaceg Mn-Lertovpyikev
womtov WomTov

> Yroxeuevikd oncofipate. <

Xpnopodmra AwcOntikés nTuyég

TveoTikés exTioel;

Evypnotia SoumepwopEs TisoEl Touohikée TToyss

ZovEmelsg epnelpic xpiieTn

Ewova 2 -12 To mAaioto g Eumeipiag Xprjotn tov Mahlke [38]

Te petémelta €pevva tou 0 Mahlke, emave€eTalovTog To GUOTATIKA TNG EUTIELPIAG XPTIOTN TOVICEL OTL
elval amapaitnm 1 avdAvon Twv SLpopwv Kol SLPOPETIKWV CUVICTWOWY TOU GUOTHIXTOS TIOU
AAANAETISPOVV PETAED TOUG e GLYKEKPLUEVO TPOTO. H epmeipia Tmyader amd v acAAnAemiSpacn Tov
XPNOTN UE TO TPOIGV 1) OTIOl0t CTOXEVEL GTNV TIPOYLATOTIONOT) GUYKEKPIEVWY SLEPYACLWV, OF
OUYKEKPLLEVT XPOVIKT] TIEPIOSO KL CUYKEKPIUEVO TIAXG10. X' OUTO TO TIAQUGLO TA XUPAKTNPLOTIKA TOU
XPNOT, OTIWG 1 YVWOT), 0L SEELOTNTES, OL TIPOYEVESTEPES EUTIELPIEG TOU CAAX KL TAL XXPAKTIPLOTIKA
TOU OUOTNUATOG OTIWG 1 AELTOUPYIKOTNTA, 1| EUXPNOTIA KAl 1) EAKUOTIKOTNTA TNG SLEMAQNS

emmnped{ouv ™V cAANAeTiSpaoT) Kot KaBopilouv T PACIKA TG XXPAKTNPLOTIKA.

Ta YapaKTNPIOTIKA TOLV CUOTHUATOG BEWPOVVTAL WG EYYEVEIS IBLOTNTES TOU KAOWG PECW UTWV TO
oVoTNUA TIKPOVCLAleTaL oToV XprioTn. Kat' eméktaom eivan aéla peA£ng kabBws o xpromg EpxeTa
EMAVENNUUEVH O ETOUPT] LAl TOUG KATA TV Stapkela TG cAAnAemidpaong. [Tpokeévou Aoutov va
0pIlOOVE TA CLUOTATIKA TNG EUTIELPLOG XPELATETAL VO KOLTASOUE TIG LBLOTNTEG TOU CUOTIUATOG OAAL

KO TNV E0WTEPIKT) KATAOGTOT) TOL Xpriot [39].
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2.3 ®daoeic Epnelpiag Xprjo)

H Roto [40] avoyvwpilel T onpacia Twv (ACEWVY NG EUTIELPLOG TWV XPNOTWV TIOV TEEPAXUBEvouv:
= Vv mpocdokwpevn (pofAemopevn) (expected, anticipated) epmepia

" TNV eumElplo KATA TN SIAPKELX TG 0AANAETIIS paom g Kot

* 11 ouvoAKT| (BpOLoTIKY) EPTELPIL

H Roto [40] vtoompilet TTwG 1) CUVOAIKT] EUTIELPIA ATTOTEAEITOL ATIO ETIUEPOVS UKPOTEPES EUTIELPIES
Ko elvat peyoAUTEPT ATtO OTL 0 HEGOG OPOG oUTWV. H elaarywyn) ™S xpoviknig Slaotaong, Kabwg Kot 0
KATAUEPLONOG (granularity) g eUTEplag TwV XPNOTWY O SLPOPETIKES PATELG EELTMPETEL KUPIWG

NV a€LOAGYTON TNG EUTIEPLOG TWV XPNOTWV Kot TV TPORAYM Katd T oxeSlaoTikn Siepyaaia.

Axopa, emonUAiVOVTOL TO XOPAKTNPLOTIKA TOU XPoTH (OTIwG T KIVITTPO KL T) YV(OT) TIoL SIHOETEL),
T0 TAaiolo (oL TEPapdveL TO TIAIGLO TNG EPYATIAG KAL XPOVIKOUG TIAPAYOVTES) KoL TO TPOIdV,
XWPIS OPLWG VAL AVOPEPEL TIS LBLOTNTES TIOL TIPETIEL VAL (PEPEL ZUYKEKPIEVQ, OTAV 0 XPNOTNG apxilel va
cAAnAoemSpd e To TPoidV SlBETEL OplopEveS TIPOGSOKIEG Y auTO. MExpL OpWG var EEKIVIOEL 1)
cAAnAeTtiSpao), Sev v@loTATL EUTIEP IO TOV XPNIO TN, OTIWG avTioTOL( A 8E SIKALOVUAOTE VA LUAGLE Y10t
EUTIEPLO XP1IOTY, EGV OUTOG EXEL SEL LOVO LA SLLP1LLOT) TOL TtPoiovTog. ['ia cutd To Adyo, ) Roto [40]
OVOUAZEL TNV EUTELPLX TIPO TNG TIPAYUATIKIG CAANAETIEPAONG, «TIPOCSOKWLEVT) EUTIELPLX XPT)OTIG» KL
oL epmepla xprions. H ewodva g etapkng toutomtag (brand image), ol amoyelg dAAwy, ot
SN UICELS KL OL TIPOTYOUEVES EUTIELPIES |LE TIPOUOLX TIPOIOVTA SLAUOPPOVOLV TIG TIPOGOOKIES TOU
atopov. H mpoodokwpevn eumepia xpriong mailel onuavtikd poAo otav AauPdavel xwpa M
TIPayHaTIKY epTelpia Tov xpriot (actual user experience), ool o xpiomg Ba agloAoynoel v
epmelpia faoel ™G TPOoSOKWEVNG IOV SlBETEL ATIO TN OTLY|T] TIOU TO TIPOIOV QPXICEL VO TIAPEXEL

avatpo@oddmon (feedback) Bdoet g amdkplong Tov xprot eivat Suvatd va apyioen Stepevvnon
NG EPTELPLOG TOV XPNOTN.
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Ewkova eTopeiag
Awgnpicsig
Epneipia, avapopis
(Tpw TV aiINAETidpuc))

Epnaipia ypriiet

Ewkove stopeiog
Awgnpicsig
Epasipia, avaegopis
(MeTA TNV CAINAETIB pacy)

IIpocdokmdpevn KUTd TNV Evv’ohm'!
gumelpio xproTn — aAinAemiopacn sy Epnapia ypijem

Ewova 2- 13 ddosig g epmelpiog twv xpnotwv [40]

[apddAnAa, 1 Roto [40] woxuplleton 6TLT E0TIOON TNG EUTIELPIAG TWV XPNOTWV TNV CAANAETISpaon
QIOTEAEL L TIOAU 0TeVI] Bewpn o ToL GPov. AVTL U TOU, TIPOTEIVEL TIWG ] EUTIELPIA TOL XP1IOTN Eival
Suvatod va caAAGEEL Kan var SLipop@wBEel, akOpa Kot 0Tav Sev 0AANAOETISPA 0 XP1IOTNG LE TO TIPOIOV
(extoGg ™S aAAnAetiSpaong, outside interaction). Emopévwg, Bewpel wg 1) epmelpla Twv XpNnoTtwv
ovvioTaTol Amd T OTACT) KAl TO CUVALTONUATIKO SECUO TOU ATOHOV Yl Eva TIPOIOV, aVTL Yl £va

oTypLio Ko tapodikd cuvalobnuo katd ™ Slapkela g cAAnAsmtidpaong [40].

2.4 Epmepia xpnjot Vs Evypnotia

Ymdapyouv moAvdpiBpot oplopol mg euxpnotiag o BAoypaia. O Hassenzahl [6] vtootnpilel 0Tu
N «aKpPNS Evvolx NG EUXPNOTIOG KAL Ol EPUNVELEG TNG TIAPAUEVOUV CUYKEXUUEVES». EvtouTtols ot
TIEPLOCOTEPOL OPLOUOL KL TIPOCEYYIOELS YL TNV EUXPNOTIX GUVSEOUV TNV EVVOLA KOL TNV TIPAKTIKT) TNG
UE TNV QVTIANTITH TIOLOTNTA (XTIO TOUG TEAKOUS XPNOTES 1) TOUG E81KOVG aELOAGYNOTG EUYXPNOTIOG)
evog ovotipatos. O Bennet [41] kaBopileL v euxpnoTiar wg «... TTOLOTNTA TIOL KAOLOTA Ll GUOKELT)
KOTOAANAT Ko TIpaK T Yo évay Xprjotn Tov Kavel pa epyacion. O Nielsen [42] vrtootnpilel 0t «)
guxpnoTia elvat Eva KUPLO CUGTATIKO TNG ATTOS0X1|G TOU CUCTIHATOG KAl pal TTOALVSLAG Tt BLOTN T
TV SIETAPWV o€ o)xeoN He Tov xpriot». Ta mpotuma tov ISO - 9241 emiong BAEmouv v euxpnotia
WG HETPO NG TIOLOTNTAS EVAG SLASPACTIKOV GUOTILATOG TTOL KABOPILEL LLE TN GEPA TOU TNV TIOLOTN T

NG EUTIELPLAG XPNOTWV. ZTA TAXICLA TOV €V AGY® TPaSOTEOL KABWG KAL TWV EPYATLWV TNG OUASAG
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vloBeTeltan 0 eupLTATA SLAGESOUEVOG KL AVOryVWPLOUEVOS 0pPLoUOG TG guxpnoTtiag katd I1SO: «H
guxpnotia elvat o BaBpoG oTov oTolo Eva TIPOIGY 1 €val GLUOTNHA UTTOPEL VA xpnopomomBel amo
OUYKEKPLEVOUG XPNOTEG YO VX EMITUXEL OUYKEKPUEVOUG OTOXOUG LE QMOTEAECUATIKOTNTA,
QMOSOTIKOTNTA KAl UTIOKEWEVIKI] IKAXVOTIOMOT amd TAEUPAG TWV XPNOTWV OE VA CUYKEKPULEVO

TIAQ{GL0 Yp1ioMG».

‘Eva a6 ta ipwta (nmjuata mov Bewpnfnkav oTolyelor VTEP NG KABIEPWONG TG EVWOLS TNG
EUTIELPLAG XP1IOTN 1TAV OTLT] OLOPPLA ETINPEATEL EVTOVA TG EUXPNOTIX ETOLOTIWG TNV avTIAXUBAVETOL
o xpnotg [43]. Ouoiwg, o Blythe et al [44] eonyaye TI§ Evvoleg SIOKESAOT) KOl TG EUTIAOKTG TNV
ETMOTNUOVIKN CL{)TNON CXETIKA LE TNV AVAYKT) ETEKTAOTG TNG EVVOLAG TNG EUXPNOTIOG.

Ot Hassenzahl et al [45] opi{ouv TpeIS KUPLEG TITUXEG OTIOU 1| EUTIELPI XPTOTH SLUPEPEL ATIO TIG

TIPASOOLAKES UETPTOELG EUYXPNOTIOG:

OMOTUK: 1] EUXPNOTIA ETHKEVTPWVETAL OTIG «TIPOYUXTIOTIKES TTTUXEG KL 0TIV EKTIAT|PWOT] TOUG,
EVM 1) EUTIELPLAL XPT)OTI) ETIKEVTPWVETAL OE [ TILO OALOTIKI] TIPOGEYYLOT), CUUTIEPAAUBAVOVTAS KOt
«NSOVIKEG» TITUXEG XPTIOMG TOU TIPOIOGVTOG OTIWG 1) OHOPPLE, 1) TIPOKAN oM, 1) SI€yEpom Kat 1) auTO-
EKQPOOM.

YTOKEWMEVIKN: 1] a€LOAGYNOT EVXPNOTIAS XPNOWOTIOWDVTAS KUPIwG Tov avOpmTvo TapdyovTa

omnplleTal KUPIWG TNV TIAPATIPTOT), EVA 1] EUTIELPLA XPT)OTH TOVIZEL KUPIWG TO KUTIOKELUEVIKON.

Octt): Evid 1) suxpnotia EMKEVTPOVETAL 0€ TIPOPANHATA, EPTIOSLA, TV ATIOYOTTEVOT KL TO TIWG
QUTA UTIOPOVV va EEMEPAOTOVV, 1) EUTEPIA XPN)OTN TOVI(EL TNV DETIKN TAELPA TNG XPNONG EVOG
T(POIOVTOG 1) VOGS S1ASPAGTIKOU GUGTNIATOS OTIWE 1] XAPA, 0 EVOOLCLHOUAS Ta BETIKA cuvaLeONUaTA.
Auto BéPana ev onuaivel OTL 1) evxpnoTia Eival KATL ETOVCLWEEG OAAA OTL Sivel £ppacT 0To OTL TO

BTG Sev oMUALVEL ATIAPALT TA KL TV ATIOVGTA EVOG PV TKOU.

O Mivakag 1-1 ouvowilet Ti§ a&loonpelwteg Sla@opég PeTad euXPNOTING KaL ERTELplag xprjotn [23,
32,45, 46].
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I'voplopa

Evypnotia

Eunepia Xprjotn

Ava@epeTal KUplwg | TNV o4 TN TA TOU LT0 amoTEAEOUA TNG
mpoiovtog. Ta tpoidvta OAANAETIEpaAOT G TOV ATOUOV PE
€XOLV LSLOTNTES IOV TA TO TIPOIOV
KAVOULV gVXpNoTA

YKOTOG AToS0TIKOTNTA KoL [Tio oAokAnpwpévog,
QTOTEAECUATIKOTI TN TNG KOAAUTITOVTAG ETIONG BLOUATIKES
XpMong KOl CUVALCONUATIKEG TITUXES

Extipnon Avtikeevikn (n Ymokewpevikn, Baciletal oto
QVTIKEUEVIKT) TIOLOTNTA TOVU | TPOTIO IOV 0L AVOPWTIOL EKTIHOVV
TPOIOVTOG) TO TIPOIOV

Avvapukn IXETIKA SLApPKNG Eyyevae Suvapikn

XT0)X0G Kavw-otoyoug Eivat - oto)og

IyeSaopog Agpaipeon mapayovtwy mov | Anpovpyla OeTIKWY

EMMNPEACOVV APV TIKA TO
oxeSLoUO

OLVALOONUATWY KATA TNV
aAANAemtiSpaon pe To mpoidv

Mivakag 1-1 AfloonueiwTeg SLPopES LETAED ELXPNOTIAG KL EUTIELPING XPTOT

210 StadikTuo VTAp)EL TANB WP KOWVOTNTWV, CEAIBWV, ApBpwV oTa oTrola YIveETo PEYdA cudijTnon

Y TG SLPOPEG Kot OOLOTNTES TNG EVXPNOTIAG KAL TNG EUTEPING XPNIOTN KUPIwG 000 apopd 6To

oxeSLAOUO LOTOCEAISWV.

ZOp@wva pe v Law [22] propoupie va oUpe 0TLT) euxprnoTia kat 1 epmepia xprot (UX) Sev etvan

toodvUvaypes. H epmepia xpriom etvat pio TtoAw peyaAvTepT) €vwoLa TTou TEPAXBAVEL TNV IKOVOTIOMoN

KoL a1t QAN GUAQ oTOLYELOL
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UX starts by being useful. %

Functionality, people must
be ableto useit.

~
The way it looks and
feels must be pleasing.

~
~

Desirability

A Utility

This helps create It is useful
an overall brand to me
experience. ~ It meets my

Ewova 2-14 H epmepia xprio (nnGroup Conference Amsterdam 2008)?

SUUTIEPACUATIKG, OE QUTI) TNV EVOTNTA SlepeuviOnke, Bdoel TG emotnuovikig BiBAoypapiag oo
70 Tedio ™G oxedlaonsg aAANAeTSpaonG, 1 Vol TNG EUTEPING TwV XpnoTwv. Emyepnbnke va
EVTOTILIOTOUV HE 000 TO SuvaTOV UEYOAUTEPT aKPIBEW Ol TTAPAYOVTEG TIOL SLOPOPOTIOLOVY TNV
eUTEIPla LETAED TWV SLPOPETIKWV ATOUWY, KXOWE KAL EKEVOL TIOL GUVSEOVTAL LIE TN GXECT) XP1|OTH
- TIPOIOVTOG KL OL OTIO(OL ATTEIKOVI{OVTAL XOPAKTNPLOTIKA OTO HOVTEAO TG epmelpiag Tov Hassenzahl
[5]. Méoa atto TN HEAET O U TV TNV EVOTNTA, UTIOYPOUICETOL 1] ETHISPAOT TPLOV TIXPYOVTWY OTHV
EUTEPIA: TOV XPNOTI), TOU TAKIGIOV KAL TOU (510U TOL TPOIOVTOG KAl TOVI(ETAL 1] ONHACIA TNG
QVOYVWPLOTIG TWV TIPOGSOKLWV KOL TWV VAYK®V TWV XPNOTWV, KAOWS Kat TOU LloYVOVTOG TIAALGI0U
(physical, social, temporal & task context). Me dAAa Ady1a, 1) EUTIELPIA TWV XPNOTWV EVAL ATTOTEAEG O
TNG ECWTEPIKNG KATATTAONG EVOG XPN 0T (TIPOGSOKIES, aVAYKEG, KIVITPQ, K.0L), TWV XOPAKTNPLOTIKWY
TOU OXESLAOUEVOL TIPOIGVTOG (TIOAUTIAOKOTITA, OKOTIOG, EUXPTOTIN, AELTOUPYIKOTNTA, K.0L) KL TOU

TAawsiov (1] Tov TepBAAA0oVTOG) 0To 0TIo(0 AdUPBAVEL XWPa 1) CAANAETISpoom).

2 http://www.neospot.se/usability-vs-user-experience/
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2.5 Xpovoc kot Epmelpia Xprjot

AN\ [a CNHAVTIKY TITUXT 0T HEAETN TG EUTELPIOG XPNO TN, OTIWG 101 £xEL TTIpoavapepOEl, elvat o
XPOVOG Ko 1) TPOCKALPT (PUOT] TOU KABWG KAL TO XPOVIKO SIAoTua oTo oTolo Aapfdvel xwpa 1
eumelpia ov [46], [47]. O Kankainen [10], Tovilel ™ onuacia Twv TPONYOUHEVWY EUTIEIPLWV KL
T(POCGSOKLWV TWV XPTOTWV, OL OTIOLEG ETNPEALOLY TNV TIapoVoA ERTIEPia Xp1ioT. Opoiwg, N TTapovioa
eumelpia 0dnyel o€ TEPLOCOTEPES EUTIEPIEG Kol TIPOaSoKies. To Tpoidv TIPEMEL TTONG Vo TapLadeL 1
KoL va UTEEP BatVEL TIG TIPOGSOKIEG TV XPNOTWV OTIWG AUTES SNULOVPYNBNKAV ATIO TIG TIPOTYOULEVES

EUTIEIPLES TOVG,.

O Wright et al [3] pilovv yia v Ttpocdokia kot T Bewpolv wg Eva OTHAVTIKO TIXPAYOVT OTIS
Sadkacies AMYmg amo@acewv BewpwVTag OTLT EUTEPIN TIAVTA SIAUOPPVETAL ATIO 0,TL EXEL YIVEL
010 POV, ETITAL0V avaupEpouv GTL 0 XwPOoXPOVIKOG XAPAKTIPOS TG EUTIEPING PTTOPEL ETTHOMG Vo
avapévetal o€ kamolo Babuo. Opoiwg ol Yogasara et al [48] xpnoloTolovv Tov 0po «avoUEVOLEVT
eumelpia xpriom - AUX» v omoia 0pifouv G «TIG EUTIEPIEG KL TA CUVAIGOT AT TIOL 0 XPNIOTNG
QVOPEVEL VO GUPPBOVY OTav PavTAlovTal TV Xpron vog SlidpacTIKO) GUOTIUATOG 1) TPOIOVTOG.
IV avdAvom Toug avaPEPOuV OTL OL TIPOCOOKIES TV XPNOTWV TEEPAUBAVOUV SLAPOPES TITUXES

OTWG TO TAXG10, T1) BLWHATIKY YV(®OT) KOL TNV KVAUEVOUEVT] CUYKIVIOT).

OtRoto etal [47] k&vouv ) Sidkplon avapesa oto «Bunvovtag» (Experiencing) Kot 6To «pia ptelpia
xpot» (a user experience). H Suvauwn @Uon ™G eumepiag xpiom Toviletal pe tov Opo
«BUOVOVTOG» KoL OVOPEPETAL OTN] OUVEXT) PO TWV EPUNVEWWY, TWV aVTANPEWY Kol Twv
oLVVALCOMUATWVY EVOG ATOUOL OTay 0AANAETIOPA pe TNV TexvoAoyia. Eva pe Tov 0po «pua epumelpio
XPNOTI» QVAPEPOVTAL OE LK ETTOUPT, UE Eva SLBPACTIKO CUCTNUX-OVTIKEIUEVO, TIOU EXEL aP)T) KoL
TEAOG SN i tepiodo xprione. Me Tov tpoTo autd Tovilovtat IBlaiTtepa oL BLWUATIKES AVUUVIOELS

Tov xprio. ZuveyiCovtag ot Roto et al [47] Tapovoid{ovv TEGoEPA XPOVIKA SLGTILATH TG EUTIEPLOG

xpriom.
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When: Before usage During usage After usage Over time
What: Anticipated UX Momentary UX Episodic UX Cumulative UX

How: Imagining Experiencing Reflecting on Recollecting multiple
experience an experience periods of use

Ewova 2 -15 Taxpovikd Siaotipata mg epmeipiag xprjom)

Ta xpovikd ouTa SlaoTpaTa voAVoVTAL WG E81G: AP KA UTIAPYEL 1) TIPOOSOKIA Y10t TO TLTIEPLUEVEL O
XPNOTNG 1] OTIOIX OVOPEPETOL WG KAVAUEVOUEVT» epTelpla. AgUTePT aKOAOLBEL 1 «oTypaion
eumelpia, 1 oTola avaPEPETaL TN PpaxuTPdOecuN ailoB oM TTIOL ATIOKTA 0 XPNOTNG LETA TNV TIPWTN
ETTOPT] LLE TO TIPOIOV (AULOONTIKESG, CUVAOBNUATIKES, EVOTIKTWOELS). Tpitn akoAoUBEL 1) «ETIELCOSIKT)»
EUTIELPIAL TIOV OVOPEPETAL OTNV EKTIUNGT) TOL XPNOTH UETA KTTO KATIOI GUYKEKPLUEVT] XPT)OT) KAL)
otmolo AapBavel vOYm TN xpnowdmrTa, TV afia katr v gukoAia xpnong. TéAog akoAovbel 1)
«QBPOLOTIKT) - CWPEVHUEVI» EUTIELPLN TIOU KOAVTITELTIS YEVIKES ATIOWPELS YL Eva SLadpaoTIKO cVGTNUA-
TPOLOV ETA T1) XPT)OT) TOV YLX KATOL0 Xpoviko Sidotnua (long - term user experience).
Experiences with

other systems
and the brand

Information about . ‘

the new system ’

First encounter with

the new system .: Momentary UX

~ Episodic UX

-~ Cumulative UX

Periods of non-use
. Periods of use

Information about this system, brand, or other systems

11" i

Time

Ewova 2-16 H sumepio xprio) pe ) mépodo tou xpbvou (Tiepiodol xpriong Kot pn xpriong)
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O Hassenzahl [49] Bswpel wG Kavd TAQUCLO YL TNV EUTEPIX XPIOTN CXETIKA PE TO XPOVO, TNV
aloAdy”nom ™G OO TNTAG EVOG SLSPACTIKOU GUOTIHATOG, HEGW SU0 TIAPAyOVTWV TNG KOHOPPLAGH
(Beauty) kot g «xpnotus modmragy» (Goodness).

Tmv épeuva tov [49], avayvwplleL TNV OPOPELA WG Lt GOVIKT] TIOLOTITA TWV KVTIKEWEVWV T) OTIolA
XOPOKTNPIZETAL ATO P OTEVT) OXEOT) LE TOV TIapdyovTa TG avayvwplong (Identification) oaAAda kot
L LoxLP1 CVUVSEDT) UE TNV KOWVWVIKOTNTA TOV aTopov (stimulation). Emiong, Statumwvel my amoym
TIWG 1) OLOPPLA EVOL KATL IOV TIPETEL VX LOLPALETOL KAL VA TUYXAVEL EYKPLOTG, 0AALWG, Sev Bar etvat
QIIOTEAECUATIKY) TNV GUVEXT] OAANAETISpaON TOU Ol AVOPWTIOL £X0VV HE TO KOWWVIKO TOUG
TePBAALOV KL QUTO YIXTL TIOAAEG (POPES TILOTEVOLV OTL TA AVTIKEUEV TIOV YPNOLULOTIOLOVV TOUG

Tpocdidouv Adum kat kKOPoG.

TéAog, TIPOCOETEL Kol Evay KO TIAPAYOVTA, TOV OTIOI0 SloXwpilel amd TNV OpOP@LA KoL TOV
XOPAKTNPIZEL WG «XPNOTU TTOLOTN T (goodness). AVaTO@eUKTA YIVETOLT) OKEYT) TIWG 1) OLOPPLA KOrL
N «XPNOTIKN TOWOTNTOY eKPPAOUV Kol Ol §U0 UTIOKEWUEVIKEG EKTIUNOELS YA €V TIPOIOV Kol
OUUTIEPAOUATIKA ouvSéovTal HETAD TouG QoTOCO, 1) PUOT TNG OMOPPLAS KAL TNG «YXPNOTIKNG
TOLOTNTAG» PAVNKE v Sxépouv. H «xpnotik mowdtntor eapmbnke amd v aviinmm)
guXPNOTIO KAl ATO TA NGOVIKA XUPAKTNPLOTIKA, EWSIKA LETA TNV XP1OT, EVW OE avTiBEDT 1) OOPPLA
EAVNKE TIwG OXETICETaL e TNV NSOVIKI] TIOLOTNTA TNG AVOyVWPLOTG OTNV OO CUYKEVTPWVETAL 1|
(KOVOTI TO TOU TIPOIOVTOG VX ETIKOVWVEL TIPOOWTIKES a&leg TOL XprjoTth). TOG0 1) avTiAn T vy pnoTia
000 KOL 1) «XPNOTIKI TIOWOTNTO» EMMPEACTNKAV ATIO TNV EUTEPIX (TLY.: TPAYUXTIKY) ELXPNOTIQ,
TIPOLANLOTA EUYPNOTIOG) EVA 1) OLOPPLA TIAPEUEIVE OTaBEPT TNV TIPSO TOL Xpovov. Ta evprpata
o8NYNoaV GTO GUUTTEPACHA TIWE 1] PUGT] TNG OLOPPLAS EIVAL LAAAOV 0UTO-TIPOCAVATOALGHEVT) oVTL

Y& 0TOX0- TIPOCAVATOALGUEVT EVM 1] «XPTOTIKT) TIOLOTNTO» OYETICETAL KA PE Ta SV.

Y oxetw) epyaoia “User Experience over time” ot Kapamavog et al [29], [30] yix va petpriocouv to
TIWG 0 XPOVOG XP1)ONG EVOG SLASPAGTIKOU CUCTIUATOG ETMPEALEL TNV EUTIELPLA XPT)OTT), AVETTTUEXV EVal
EPWTNHUATOAGYLO XPTOLOTIOWDVTNG TPELG SLPOPETIKEG TITUXEG TNG TIOLOTNTAG TWV SLASPACTIKWY
OUCTNUATWV: TNV TIPAYHATIKOTNTA, TN Sl€yepomn kal v avayvwplon (pragmatics, stimulation,

identification).
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Stimulation

Identification

Goodness

Quality
of interactive
products

Ewova 2 -17 OLTrtuy£G ™6 oo Tas Twv SIadpaoTiKey CUOTNUATWY

['a kaBe SLoPOPETIKT) TITUXT] HETPTONKAV OL ETIUEPOUG SLTTOAKES TITUXES OTIWG ATIEKOVI{OVTAL OTO

TIPOKATW CX1LA EVG TO TIPOTOV TO OTIOI0 ETEAEEAV V1A TO TIEPALA TOUG 1JTAV LK TNAEOPAOT) LUE EVal

VEO 18LAITEPO XOPAKTNPLOTIKO. XTO TEPAUA CUUUETEYAV SEKX XPNOTEG EVW KATOYPAPNKOY OL

EVTUTIWOELG TOUG TNV TIPWT KoL TV TETAPTN €RSoUada xpriong s TAEOpaoN.

Technical
Complicated
Impractical
Cumbersome
Unpredictable
Confusing
Unruly

Typical
Standard
Cautious

Conservative
Lame

Easy
Commonplace

Isolating

Amateurish

Gaudy

Cheap

Nonindusive - inclusive
Takes me distant from people

Unpresentable

L Pragmatics

Identification

Human
Simple
Practical
Direct
Predictable
Clear
Manageable

Original
Creative
Courageous
Innovative
Exciting
Challenging
New

Integrating

Professional

Classy

Valuable

Inclusive

Brings me closer to people
Presentable

Ewova 2-18 Emipépoug Trruxés e oo T Tos Twv SIdpacTikmy cLoTNUETwY
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AmotéAsopa TOL TAPATIAV® TEPAPATOG NTAV 1] SLXTIoTWOT OTL LTHPXE OXEOT) TOU XPOVOU LE TIG
SLLPOPETIKES TITUXES TIOLOTNTAG TIOL 0L XP1|oTeS eMEAeEav. ‘ETot katad v tpwtn efSopdda xpriong
SiEyepon (MPWTOTLTIO, VEO, KAVOTOHO) Kot OxL 1 avayvwplon (kopdmra) 1tav kaBoploTikdg
TIPAYOVTOS TNG XPTIONG TOU TIPOIOVTOG EVW OTTO TNV AAAN KAl OL TIPOYHOTIKES IOLOTNTES (TIPAKTIKO,
AuEDO, EVYPNOTO, TTPOPAEYIUO) ETNPENTAV BETIKA TNV ATIOYM TWV XPNOTWV WG TIPOG TNV «XPNOTIKY
TIOLOTI TO TOV TIPOIOVTOG. L0TO00 LETA ATIO TECOEPIS ERSOUASES XP1IONG TA TIPAYUXTA GAAXEQY LE TN
SIEYEPON VAL XAVEL TNV ETTTTWON TIOV E(XE GTNV OUOPPLA EVW 1] «XPNOTIKI] TIOLOTNTO» CXETIOTNKE
TIEPIOCOTEPO WE TNV OVAYVWPLCIHOTNTA KAl TN SIEYEPOT) TIEPIOCOTEPO ATO OTL 1) TIPOYLATIK

TOLOTN TCL

Te Sevtepn pedém toug ol Karapanos et al [50], [30] 1 omoila eumveloTnKe ATO TO TAQUGLO TOU
Silverstone kot Haddon [51], xpnowomombnke wg tpoiov to iPhone g Apple woTe va aviyveutovv

OL SLKPLTES (PACELG TNG EUTIEPIOG PO KoL va Kartavon Bei 1) SlapopoTionon g eumelpiag xpriotm

O€ QUTEG TIG SLAPOPETIKES XPOVIKES (PATELS.

[0 oLYKeKPEVQ, ) LEAETN QUTY) ACXOATONKE LE Tt akOAoLBX EPpWTHATOL:

»  Mmopeln eumelpio xprio va SLpBpwveTAL o€ SLAKPLTES (PACELS;

» Tiodnyel o xprot ot petaf oo oo ™ pia aon oty aAAn;

*  [Iwg auTéS oL PATELS CUPPBAAAOVY 0T GUVOALKT) AVTIANYIT) YL T TIOLOTI T TOV TIPOIOVTOG;

H 8evtepn peAém epapuoomke o€ £EL dTopa Ta otrola oryopaocay o iPhone g Apple. Toug {ntbnke
va Kataypaouv TiG TpoaSokies kat pTELpieS Toug pia efSopada Tiptv Kal TEcoepLs EFSOUASES HETA
TNV ayopd Tov Tpoidvtos. H pedém amokdAue 6TL oL IBIOTNTEG TOV TIPOIOVTOG IOV EUPAVICTIKAVY
QAPXKA G OETIKEG TIPWTEG EUTIELPLEG SEV 1TV TTOAD OTHAVTIKA KIVITPO YA TNV TIPATETAUEVT] XP1IOoN
Tov Tpoidvtog. H OAn Suxdikaoiar ywplomke o€ TPEG SLAKPLTEG (PACELG: WX OPXIKT) KUl
TIPOCOVATOALOHEVT) OTO TIPOIOV OTIOL Kuplapxo poAo eixe M Si€yepomn kat 1 ekpabnom Tov, pa
LETAYEVEOTEPT EVOWUATWON TOU TPOIOVTOG OTNV KAONUEPVOTNTA OTIOV 1) XPNOUOTNTA KL M

LOKPOXPOVIAL EVXPNOTIO EYIVE TILO ONUKVTIKY, KL, TEAOG, X PAOT) QUENUEVNG aVOyVWpLoTG TOU
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TPOIOVTOG, KABWE CUUUETEE KAl 1 TIPOOWTIKY) KoL 1 KOWWVIKY gUTEpiar Twv Xpnotwv. ‘Etol
amodeiyOnke OTL T eumelpia amoTeAelTaL amd TPEIG KUPLEG SUVAUELS, TNV ECOLKEIWOT), TN AELTOUPYIKN
€EAPTNOT KL TN CLVALOBNUATIKI] OUVEEDT), OAEG UTTEVOUVES Yl TN LETATOTILOT TNG EUTEPING TWV

XPNOTWV SLAUECOL TOV XPOVOU.

Anticipation

0S

Areyweld
i
J"”QEmpaj wone ™

Ewcdva 2-19 MeTaToTION TNG EUTIEPING TWV XPTOTWV SLAUEGOV TOV XPOVOU.

AvoAuTikd 1 HeEAETN aTESEIEE OTL O TIPOCWPLVOS XUPAKTIPAS TNG EUTIELPLOG XPT)OTI ATIOTEAEITAL ATIO
TPELG TIAPAYOVTEG/BUVANELG: TNV oUEXVOUEVT €EOLKEIWOT), TN AETOLPYIK €EAPTNON Kol TN
OLVALOONUATIKTY) GYEOT) XPT|OTT — TIPOIOVTOG.

[IpocavatoAlopog Evowudtwon Avayvaplon
1. OmTiKn auoOn Tk Eumelpieg kavomoinong 9. E€atopikevon
4. Mokpomp6Beopun suxpnotia
2. Alobn Tk omyv 5. priyopn mpooPaom oe mAnpowopies | 10. Kabnuepveég
aAAnAemidpaon TEAETOLPYIES
3. Exuabnon 6. AufAuvon og epLdSous adpavelag 11. Autd-ekPpAaoelg
7. ZOMnYm otrypiaiag TAnpo@opiog 12. Alobnom g
KOWOTNTOG

8. ATIoLYT] APV TIKWV KOWVWVIKWV
KOTAOTACEWV

13. llpoAuata ekpabnong | Eumelpieg un- tkavotoinong

14. Maxpoypovia TpoAnpata
euxpnotiag

15. lTpoBAquata Xpnowdmrag

Mivaxag 2- 2 To oxrjua ™G avéAuong
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OLTtapdyovTeG 0L 0TT0l0L EVBVVOVTAL VL0 T LETATOTILON TNG EUTIEPLNG XP1IO TN OE TPELS (PACELG:

1. IlpooavatoAoudg (Orientation)

O T(POCAVATOALGHOG AVOPEPETOL OTNV TIPWTI EUTIELPIA TOV XP1|OTI| LE TO TIPOIOV OTIOV TOV SLATIVEEL
éva aloBnpa evBoLo GOV, 0AAG PTTOPEL VA BLIOCELKAL TNV ATIOYONTEVOT OTAV EPOEL GE ETIOUPN LE VEX
XOPOKTNPLOTIKA KO ATEAELES TIOU Sev Yvwpilel Ot ePTEPIEG AQUTEG TIAPOVCINCAV OTUAVTIKY HElwOoT

HeTd v TtpwTn efdopasda xpriong (Zxmua 2-1)

2. Evowpatwon (Incorporation)

AgS0oEVOL OTL OL CUUPETEXOVTES EVOWHATWONKOV GTASIKA 5T XPT)0T) TOV TIPOIOVTOG, OL EUTIELPIEG
TOUG QVTIKATOTITPICOUV OAO Kol TIEPLOOOTEPO TOUG TPOTIOUG LE TOUG OTIOIOUG SIVOTAV GTO TIPOIOV

VO UO 0€ SLPOPETIKA TTAALG LA Xp1ionG (Zxmua 2-1).

3. Avayvwption (Identification)

TéAog, 1 avayvwplon avtavakAd TOuG TPOTIOUG EKE(VOUG LE TOUG OTIOIOUG Ol GUMUETEXOVTESG
OXNUATIONV L0 TIPOOWTILKT) GXECT JLE TO TIPOIOV, OTIWG OTAV EVOWUATWOV OA0 KAl TIEPLOCOTEPO TO
TPOIOV oTNV KabnuepvomTa Tous. H avayvwpiom Bpebnke va £xel 800 OPELG: TV TIPOOWTIKN KL TN

KOWVWVIKT.
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Satisfying experiences

& Leamabiity 3 Long-term usabity

W Stinulaton m Usefuiness

@ Personal

' Social

istweek 2ndweek 3rdweek  4thweek Istweek 2ndweek 3rdweek  dthweek istweek 2ndweek 3rdweek  4thweek

Orientation Incorporation Identification

Dissatisfying experiences

0 Learnabiity 0 Long-term usability
m Usefuness

fstweek 2ndweek 3rdweek  4thweek istweek 2ndweek 3rdweek  4thweek Istweek 2ndweek 3rdweek  4thweek

Orientation Incorporation Identification

ymua 2-1 [apdyovteg HETATOTILONG TG EUTIELPING PO

ATIO TO TPOOAVATOALOUG 0TV EVOWUXTWON

H emiSpaom ¢ KAVOTOUING OTNV EUTIELPIX TWV XPNOTWV EUPAVICE LA ATIOTOUN TITWOT) UETA TV
TP RSopada xprione. Xe avtiBeon pe v Kown Temoibnon ot emtuyio Tov iPhone ogeletal
o€ peydAo Babud oty auobnTIK TOL KAL GTO HOVTEPVO GTUA TOU, OL TITUXEG aUTES Bpébnkay va
Tlai{oUV EAGYLOTO POAO 0TIV TIPATETAUEVT) OETIKT EUTIELPIA XP1IOTG. TN CUVEXELX LLE TNV TIAPOSO TOU
XPOVoU, @aivetal OTL LVTIAPXEL WA HETATOTILON TWV XPNOTWV OO TNV €VKOAIX GTn Xprion ot
xpnowomta. Evw 1 eukoAla xpriong Ntav 0 KUPLOG TIPOYVWOTIKOG TIXPAYOVTAS TNG «XPTOTIKNG
TIOLOTNTAG» KATA TNV TPWIUN EUTIELPIR, 1 XPNOWOTNTA EYIVE AKOUA TILO KUPLXPXOG TIPOYVWOTIKOG

SElKTNG KATA TN (PAOM TNG EVOWUATWONSG.

ATIO TNV EVOWUATWON 0TIV avayvwpLon

OLOUUPETEXOVTES (PAVIKE VA AVATITUGCOVV KATIOLO CUVXIGONUATIKG SEGUO [E TO TIPOIOV, KABWG OUTO
EVOWHUATWVOTAV OAO KL TIEPLOCOTEPO GTNV KaBNuePV| {w1] TouG. O cuVALEBNUATIKOS UTOG SEGHOG

EAVNKE VA Elval 0TEVA GLVEESENEVOG e TO €l80G Tov TpoidvTog. Eivat dyvwoTtog o unxaviopog mou
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umopel va Snuovpynoel cuvaoOnuatikyy oUVOeoT Pe TIPOIOVTA TIOU OE GUVEIGPEPOLV GTNV

T(POCWTILKI] KXL KOWWVIKT] {T] TWV XP1OTWV.
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Ke@aiawo 3
Ewovika Iepifairovta MaBnonc

“For a game, you don’t need a teacher.”
Dejan Stojanovic, The Sun Watches the Sun

3.1 Ewovika IlepiBairovta

TOpewva pe tov Kalawsky [52] «éva etkoviko mepiBdAiov eivat o cuvOEeTIKY acOntpla epmelpio
IOV ETASISEL (PUOIKAE KL 0P LEVA OTOLYELX OTO ATOLO TIOL T1) BLaovel. At 1 acOnpla epmelpia
YEWIETAL aTTO €VAl UTIOAOYLOTIKO CUOTNUX HECW TG TOPOLCIaoNG, oTa avBpwTiva aloBnmmpla
OUOTNUATA, HAG SLETAPNG avOP®TIOV — VTIOAOYLOTI), TIOU TPOCEYYIfeL SLlAPOopPEG WOLOTNTEG TOV
TIPOrYLATLKOU KOGHOVL. AUt 1) SLeman| £XEL TN HOP@N TPLOSLAGTATOV ATEKOVIOTIKOV TIEPRAAAOVTOG,

TO OTIO(0 CUVIOTATAL OE AVTIKEIPEVO KL (PALVOULEVOD»
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http://www.goodreads.com/author/show/6443586.Dejan_Stojanovic
http://www.goodreads.com/work/quotes/21452716

ANPovpywvTag TNV aloBn TP EUTIELPIN, TO CUOTIHA EIKOVIKTG TIPOYHATIKOTN TS «TIEPBAAAEL TOV
XPNO TN SNULOLPYWVTOG TOL pa GUVELST T aloBnom apovaoiag. Ot Witmer ko Singer [53] tpoteivouv
OTLN IO TA TG atloBnomg Tapovsiag oe Eva EKOVIKO TIEPBAAAOV ElVaL LETPTOLUN, ETILTUYXAVETAL

HECK ATTO T1) VONTIKI] CUYKEVTPWOT] KL EEQPTATAL ATO TOUG TIOPAKATW TIOUPAYOVTEG:

1. EumAoxa): 1 PuXOAOYIKT) KATAGTAON TIOU BLOVETAL WG CUVETIELX TG CUYKEVTPWONG TNG EVEPYELAS
KOl TNG TIPOCOXNG €VOG ATOUOU Of £V OUVEKTIKO OUVOAO EPEBICUATWV 1) EVVOLOAOYIKA

OVOXETI{OUEVWV SPACTIPLOTI TWY KUL YEYOVOTWV.
2. Eufi6ion: n YruxoAoykr) KATAGTAON TIOU XAPAKTNPI(ETL Ot TNV avTAnym Tov £XeL v ATOHO
OTL TIEPIKAEIETAUL ATIO, TIEPLEXETAL UECH Kol OAANAOETIOPA pE €va TIEPIBAAAOV TIOU TIAPEXEL L0

OLVEXT) POT] EPEDICUATWY KO EUTIELPLDV.

'Ocov aopd ™ Sopr| Tov elkovikoV TiepBdArovrog, o Ellis [54] utoompilel dTL autd amoteAeital amod

TPl CLOTATIKA:

1. lepigyduevo: Ta avTIKEHEVA KAl TO EVEPYQA oOTOXElR, oULUTEPAAUBAVOUEVG Kol TNG
QVUTIHPACTAOT)G TOV XP1OTH, 0 OTI0l0G EYEL TN SIKN TOU YPAPIKT) ATEIKOVION KAl TV SIk1| Tov
OTITIKY) YwVia péow ™G omoiag BAEmeL To IEpBAAAOV.

2. T'swuetpia: H pabnpatikn meptypagr] Tov mediov 6mov egeAlooetal ) aAAnAeTidpaon

3. Avvauikég: Ol KavOVEG GUHPWVA LIE TOUG OTIOI0VG OAANAOETISPOVV AVTIKELEVA KOl TIPAKTOPES

HETAEL TOUG, O TPOTIOG LIE TOV OTIO(0 CUUTIEPLPEPOVTAL, AVTOUAAAGGOLV TIAT|POQOPLOL KOl EVEQYOUV.

49



/ h:plszptvo N Mewpetpia

/ X / \ f(X x X) ‘
[ Evepya oroigeia  / X AlaoTaoeig \
[ Kal AvTIKEipEVa {," '\ Metpikég, MéyeBog ‘w‘
\ |
{ !‘ gt ) |
\ A ‘ |
\ \ | |
\  MepiBdAAov
% / \
\" ' \
| / \
] vd ‘]
o e B et )
\ |
\ Auvapikég
3 a(X x X)

. Qaoraosg, Kavoveg
N\ GAAnAeTriBpaong

Ewova 3-1 Ta Aettoupyikd oTotxeia evog KovikoD TiepBEAAOVTOG

Ta Zuvepyatikd Ewovika [MepiBarrovta (ZEI) eivan tepiBaAiovta ou vmootnpi{ovy, eKTog ™G
avOPWTTOV-HNYOVIG ETIKOLVWVING, TNV AVOPWTIO-TPOG-AVOPWTIO ETKOVWVIX, XPT|CILOTIOLWVTAS GOV
Semtan ta Ewovikda TMepiBddrovta. H katavepmuévn Sopr) autwv Twv TEPBOAAOVTWY ETITPETEL
OTOUG XPNOTES v PTopoUV va ouvavtnBolv péoca amd Baciopévous-oe-kelpevo (text-based),
SI8L1AOTATOVE 1] KAL TPISIAGTATOUS EIKOVIKOUS X(WPOUS KAL TOTIOUG OAANAETIOPWVTOS EITE PETAED TOUG

elte pe Ipdktopeg (agents) elte e AAAX EIKOVIKA aVTIKELEVX [55].

Ta ToAvypnotikd Ewovika TMepiBdirovta (ITEI) eivar ocuvepyatikd eiovika TepBdAAovta pe
TIAOVUOL0 KOWWVIKA XOPAKTNPLOTIKA TIAPEXOVTHS SUVATOTTA TAOTYNONG KAL ETIKOLVWVING GTOUG
OUUUETEXOVTES HECA OE EIKOVIKOUS XWPOUG. XPTGLUOTIOOVV UETAPOPIKAE TOV (PUGLKO XWPO KAL TOTIO
otov pe ™ Bonbela TwV EUTAOUTIOUEVV YPUPIKWY TIPOKOAOUY 6TO ATopo TV PevdaicOnom g
«OLVUTIOPENG» OE X KOWVOTNTA [56] GTIOU OAOL OL GUUUETEXOVTEG UTIAPXOLV HECW TWV EWSWAWY TOUG

WG EKOVIKEG TIPOOWTIIKOTITES LECH O AUTA.
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3.2 Ektaidsvtikoi Elkovikotl Koopot

H avamtudn omy enefepyaotikn ox0 Kot TV SIKTUOKY GUVSECIUOTTA TWV UTIOAOYLOTIKWY
ovoudtwy, odMynoe omv Tepatepw e&EAEN Ttwv  Multi-User-Dungeon (MUD) mov

Slapopoton|Onkay o€ TOKIAES SleTtaég oTtwg ta Multi Player Online Games (MMOGs)

Emlong ta ewovika mepBorrovta €gouv avamtuxBel TeEpouTEPw Kal €xouvv eCedyBel ot
TIOAUXPTOTIKA EIKOVIKA TiEpBdAAovTa - Multi-user Virtual Environments (MUVEs) 6w to Second
Life koaw 1o Active World. Ta MUVE emtpémovv v TIOAAXTIAY]) TQUTOXPOV] GUUUETOXT, TNV
CAANAETIISpaoT) E YMPLOKA AVTIKELEVQ, TNV AVTITIPOCWTIEVCT) TOU XPNOTN LECK OTTO Ta avatars TV

ETKOWVWVIX UE TOUG AAAOUG CUUUETEXOVTES [57].

ZOu@wva pe tov Mennecke [58], ot eiovikoi k6oL gival pépog Tou Topéa Twv multiplayer online
TIOUXVISLWV, 0AAG XWPIG VO UTIAPXEL OOt CUCTATIKO TO OPYAVWHEVO TIaXVISL ‘Evag elkovikog KOOHOG
elvat yua mapaderypa to ayvidt Sims (http://thesims.ea.com) 6mov ot xprioteg Sev xpelaletal va
elvat online. AvtiBeta éva MUVE mtayvidl ouvemdyetat amevbelag ouvdeor kol cAANAeTiSpaon e

dAoug xprioteg [57].

‘Eva 6AA0 €lKOVIKO TIEPBAAAOV IE GUYKEKPLUEVO OKOTIO TNV SUVATOTNTA SISAOKOALNG Kot pdbnong
elvat to Ewoviko TepiBdiov Mabnong (VLE). 'Eva VLE cuvnbwg mepapfavel ekmoudevtikd
Eyypa@a, SuvatomTa agloAdynong Kot KatdAnAa epyodeio, KaBws Kat Eva HEGO ETIKOVWVING

HETAEL SLIBAOKOVTWVY KaL pormtwv [59].

Ot Duncan et al [57] TteptypA@ouv 6ToV TPAKATW TIVOKX TIS SIPOPES TWV EIKOVIKWV KOOHWY,
MUVES kat VLEs 6mov aivetar 6tL ta VLES givat aplepwpéva oty ekmatdeuTtike BeAtioon, v ot

elkovikol koopot kot toae MUVES givat tapopola kat Guyva Bewpoivtal wé vag TOToG,
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Virtual World MUVE VLE

Educational purpose Y
Tutor Feedback Y
Directed/ Managed Y
Learning

Syllabus Y
Course Administration Y
Tutor Authoring Tools Y
Notice Board Occasionally Occasionally Y
Educational Tutorials Y
Assessment Y
Publishing (upload) Y
Differential Access Y
Rights

Usage Tutorials Y Y Y
Access Virtval Contexts | Y Y Y

representing  real or
imagined worlds

Experience real or|Y Y Occasionally
imagined world events

Model real or imagined | Occasionally Y Occasionally
world events

3D space Y Y

Act with other users Occasionally Y Occasionally
Chat system Y Y Y

Use of an Avatar Y Y Occasionally
Quality Control Occasionally Occasionally Y

Mivaxag 3-1 Apopés VW, MUVE, VLE [57]

"Eva 3-8laotdoswv (3D) etkoviko mepBdArov Snpovpyeital € 0OAoKATI POV Ao piot AEKTPOVIKT) Ao
SeBOUEVWV TIOV ATIOTEAEITAL ATTO AVTIKEUEVA TTIOV Slapop@WONKav pe TN xprion computer-aided
design (CAD), AoylopikoU. AUTA TA AVTIKEHEVA €XOUV TIPOYPAUUATIOTEL VA CUUTIEPUPEPOVTAL |E

OUYKEKPLUEVOUG TPOTIOUG, OTIWG 0 XP1oTHS cAANAoeTISpd pali Toug [60].

"Eva amto Tal ONHAVTIKOTEPX OTOLEX TWV EKOVIKWV TEPBOAAOVTWV paBnong etvat OTL ETITPETOVV
OTOUG XPNOTES Va Blwcouv v TexvoAoyia amd mpwTo xEpL OLekmadevopevoL xouv ) SuvatoTnTa
VA TEELPAUATIETOVV OL (510t pe S1dpopa TIPOBALATH KL v T QapUOcouy o€ HeB0Soug Sokmg Kot
AaBoug oto YUpw koopo. Ta 3D VRLES £xouv ) Suvatotnta va cupBdAAovv BeTikd 0T cUPHETOXT

TWV LoBNTwV, Kabwg Toug Bupifouv Ta epmopkd StaBéoiua nAekTpovikd mayvidio. To epfubiotikd

52



Ko S1adpaoTikd Toug TEPBAAAOV elvat Ikavo va ePBERALDOEL TNV EVEPYO GUIETOXT] TOUG, 0AAG KOl

va avTAn@Bel tLTpafaeL myv tpocoxn toug [61].

[ Gt Athanets - Cuabiaits ot 13 ot facirng W )

W Tt ‘ — - —

e
“ Ao eawm T W W m
— o'

digital
artefact
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Virtual
Space

Exaste & fsuen ¢ DO

B |  personal
(] himxis Ratoses 90 IS
avatar —

Ve Tomtic

real-time __JEs— ==

O
chat space e — e B A bemai 2500 e e 1, St T L
[T TR L R P — P Srunsz. | B ITTOTSNEET 40 M 22imm

Ewdva 3-2 Screenshot a6 to 3D VLE Quest Atlantis

Me Bdom v Tapandvew ovolwdn Siamiotwon yua ta 3D VLES, kdmowx emmpooHeTa TAEOVEKT AT

KO KAWVOTOLES TOUG gtva [62]:

* H mo peoAloTik] Kol AETTOUEPNG OTEIKOVIOT] TWV OVTIKEWEVWY, TIPOCQEPOVTAS £TOL
TEPLOCOTEPEG SUVATOTNTEG EAEYXOL OE ox€om HE TS 2D avamapaotdoels. Alvetay, e Tov TPOTIO

aUTO, LA aloBnom yvog, eEAEyyxov Kat SladpactikdTnTag [63].

* Hvumoom)pi&n LG ETOKOSOUNTIKTG TIPOGEYYLONG 0TI LABnom. OL xprioTeg pabaivouy «Kavovtag
KAty avtl «Sfadovtacy. Autd SlevkoAUvel ™V ekpabnon SUCKOAWV evvolwv, OTIWG YA
TIHPASELY A TN OXEON UETAEY ATOOTAOTG, KIVIONG KoL XpOVOL 1] GAAWY ETILGTILOVIKWV EVWOLWOV
[64] peow ™G Suvatdmrag avdAvong Tov Blov BEUATOG 1] PAVOUEVOL ATIO SLOPOPETIKEG
anoPelg. Me quto Tov TPOTIO, OL XPI|OTEG UTTOPOVV VA ATIOKTHOOLV pia BaBUTtepn KaTavonom Tou

B£PTOG Kot va SMILLOVPY1COLY TIEPLOCATEPX TIAT)PT) Kot aKPLT) VO TIKA LLOVTEAQL
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* H ocMnAemiSpaom pe Eva dAAo avBpwvo ov — avatar pmopel va elvat To e0KOAN KAl EAKUGTIKY

amo ™V cAAnAemtiSpaon pe eva Bi3Aio 1} évav vTtoAoyLoTH.

» H avamtuén ovvactnudtwv elvon €miong onuavTiky 0TAV OVOEQEPETAL OTOUG EIKOVIKOUG
SaokdAovgy. H amAn mapoucsio evog peadloTikol yapoaktnpa £xel amodeyOel otL €xel BTk
EMISpaoT 0ToUG PABNTES. Mia akOpT LoYUPOTEPT EMISGPAOT TNV ATTOS00T KIVITPWV UTIOPEL va
eMITEVYOEL HEGW EVOG EIKOVIKOU GUUUAON T 1] EVOG EIKOVIKOU SAOKAAOV, TToU SelxveL evilapépov
KoL evateonoia ya mv mpdodo Twv pabntwv, EvOouclopd OTav EMITUYXAVOLY Kal Toug Bonba

otav kavouv AaBog [65].

Ta TTAEOVEKTI AT TIOV TIAPEXOVTOL LECW TWV EKOVIKWVY PIAwV 1] SaokaAwv. [Ipwtov, elodyouy v
Kowwvikn diaotaon ota 3D VRLES, Ta omoia cuxvd Bewpovvtat Yuxpd kot ampdowTo. Aeitepovy,
UTtopovV va Sel€ouv ToV TPOTIO EKTEAEONG LG EPYATIAS OVTL ATIAWG VA EENY100LV TTWG AVVETAL, E
QMOTEAEOUA TN pelwon Tou xpdvou pabnonmg. Tpitov, Siveton 1 eukoupior cuvepyaolog pe Evav 1

TIEPLOGOTEPOVG EKOVIKOVG (PIAOUG.

AN o o&loonueiwt Trux twv 3D ekovikwv TEPBoAAOVTWY UdBnong eival 1) Asyopevn
«eUTAOKT)» (engagement). YTtdpyouv ToAAOL oplopol Yot Tov 6po auTd. AUTO IOV VAL TIPOPAVESG OE
OAOUG TOUG OPLOUOVG, vl OTL GUVETILPEPEL Eval €l60G TIVELHATIKNG okEYMG (oTa TAQioI ™G
EVNUEPWOTG KAL TNG ETKEVIPWOTNG O€ KATL), YVWOTIKNG TIPOOTIADELNG KOl TIPOCOXNG. LE YEVIKEG
YPOULES, OL EUTIAEKOUEVOL XPT)OTEG CUMLOPPOWVOVTAL LE TIG EAGYLOTES ATIAUTIOELS UG CUYKEKPULEVNG
AOKNOTMG, E&VW Ol uN-EUTAekOUEvOL odnyovvtal ot GAAeg Spaotnpiomreg, off-task. M
xopaktnplotikn off-task cupmeppopd cOUPwvVa e Toug Baker et al [66] elvou eketvn katd v oTrola
oL LaONTESG eKUETOAAEVOVTAL TIG SUVATOTNTES BonOELG Kot avdSpaom§ TOL GUOTIUATOG, LLE CKOTIO Vo
UABoLV TN CWOTH ATAVTNOT), XWPIS OUWS Vo YVwpilouv YTl auT 1) amdvtnon ival Kat 1) 6wot
(gaming the system).

TEA0OG Tt 0PEAT TNG XP1IOTG TIOL ATTOKOWICOVVY OLXPTOTEG ATIO £V TETOLO TEEPBAAAOV TIEpAaaveL T
SleEaywyn eKTaUSEUTIKWY SpacTnplOTTWV 0€ Eva akivEuvo TEpBAAAOV, TNV EVEPYO GUULETOXT) TWV
HaBNTWV, BEATLWDOELS 0TI CUVEPYAGIA KAL TNV EMKOWV®WVIQ, OTITIKOTIOmMOT €vOG SUGKOAOL WG TTPOG

TNV KATAVONOT) TIEPLEXOUEVOL HE OKOTIO va onBnbovv ol ekmaudevdpevol Kal TEAOG, oL PoBNTES
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XPNOOTIOLOVV EVaV EVOAAXKTIKO XWPO Yl T Stefaywyn LHBNUATWY KaL TV EKTIOVNOT) EpYNCLIOV

OLVEPYATIKA [67].

Av ko 6€a g xpriong evag 3D VLE @aivetal apketd EAKUOTIKT cUp@wva e Tov Nonis [68] tpémel
Va EXOVHE UTIOYT HAG KOl T TIAPOKAT® TPofBANpata — petovektpato: [poAnpata mov agpopov
TO EKTIAUSEVTIKO TAXOL0 Etvar oL SaokaAol, 1) EAAen]m eptelplag 11 oL SUCKOALES TToL SnpoVpYoLvVTAL
Ao T xprion oty Taén. Autd ocupfaivel yoti ToAAol eKTTaSEVTIKOL TIPOEPYOVTAL ATIO LA YEVIA TIOU
Sev eivar e€oIKEWPEVN PE TV TNV TEXVOAOYIA KL £TOL SeV aVTIAAUPAVETAL TA 0QEAN ATTO T XPTIoN
Toug oV ekmaidevon. Ta 3D ewovika meplBdAlovta pabnong mpowbolv Kupiwg TV evepym
QVOKGAUYIT TG YVWOMNG, UE ATIOTEAEGHA VO 0AAALEL 0 POAOG TOV eKTIadSEVTIKOV. Katd cuveémela, n
TIPOOTIADEIN EVOWUATWONG QUTWY TWV TEXVOAOYLWV KAl TWV TAPASOCIOK®MY HABNUATWY UE

QTOTEAEGUATIKO TPATIO, ElvalL va TIOA) SUOKOAO £pYO0, TIOL BPIOKETAL KON UTIO EPEVVAL

Axopa, ta 3D etkovikd repBaAAovVTa LN oMG Elvat aKPBA YL VX KATAOKELAOTOVV, KLOUTO Elvat Eva
pellov Bua yiao v ekmaidevon. Ou pabntég mpotiolv T (Sl emimeda AETTTOUEPEIS OTA
EKTIOUSEVTIKA TIEPBAAAOVT, OTIWG KL 0T NAEKTPOVIKA TIOlXVISLY, OKOA KL &V KATL TETOLO SV elvat
QIOPALTNTO Yl TN HdBnom. T'a To Adyo auTo, 1) ATTOYOTTEVOT) TWV HABNTWV UTOPEL VA ETNPEATEL
APVNTIKA TN pabnom, Sniadn 1 tpoodokia Toug pumopel cuyVA va eivat TTOAD o VYMAT), av vopidouv
0Tl éva 3D ekovikd TepBaAiov B ppolvTay TV TIPOYHATIKOTTA, Kot 1 éAAenm amddoong

PEOALOHOV EXEL WG CUVETIELX TT) OUAVTIKN pelwoT) TG Stadikaoiag mg pabnong [62].

TéAog, oe peAéteg mov £xouv Sie€oyOel [69] vtoopilouv OTL T CUVOETA - TTOAVTIAOKA OTITIKA VAIKAQ,
OTIWG elvat T EIKOVIKA TrEPLBAAAOVTa 6To 0UVOAG Toug (Tr). background, AVATARS, )xog - keipevo -
LOVOIKN, K.G.) UTIOPOUV VA EUTTOSIGOVV TOUG OPYXAPLOUS LB TES ATIO TN CWOTH TIPAKOAOVBN oM Kot

TNV EVEPYO GUUETOXT) TOUG GTO HAOT UL

3.2.1 Mayvidix pabnong - Serious Games

TanAektpovikd oy vidia pabnong kat emkovwviag (serious games) £xouv yvwpioetl ueyan dvonon
Tatedsutaio xpovia, blaitepa otig HILA. oAAG kaw o xwpeg s Evpwmmg, 6w F'odAle, n Teppavia,

t0 Hvwpévo Baoidewo kot ot Zkoavdwvafikeés xwpes. To KOPLO XOPAKTNPLOTIKO QUTWV TWV
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NAEKTPOVIKWV EPAPHOYWV EVAL OTL ELOVV WG TIPWTAPXIKO TOUG OKOTIO TNV eKTtaidevom, T pdbnom
KO TNV EMKOWVwVia Kay, YU auTtd To AdY0o, SLaEPoLV amd T NAEKTPOVIKAE TIoiyvISLX TIoL 6ToXEVOLY,

KOTA KUPLo AGY0, 0N StaokéSaom kaw T Puxaywyia (video games)3:

['evikd Ta Serious Games (ZoBapd [Mayvidia) eivat SLSPACTIKES TIPOCOUOLWOELS KATACTACEWY TIOU
Baoiovtou oTo Tayvidl, oTIS 0TolES 0 XprjoTng/maikTng AapBavel evepyd pépog H eumelpia yia tov
XPNOTN EVAL TILO GNUOVTIKT] 000 TILO KOVTA GTNV TP LATIKOTNTA VAL TAL GEVAPLX QUTA, KAOWG ETOL
UTtopEl var LETAPEPDEL YPITYOP O OE TIPAYUATIKEG KATAOTAGELS TNG ETIYEPNUATIKIG 1] TNG TIPOCWTIKNG
Cwn. OL mMANpo@opieg Kat oL aoBNoElg Tov BUOVEL 0 XPNIOTNG TIAPAUEVOUV EVTOVA XOPXYLUEVES,
EMTPEMOVTNG OTOVG TAUKTEG va BEATIOo0UY TNV avtiAnym, ™V TPOcOoX| KoL TN WUVIUn TOUG,
SIEVKOAUVOVTOG £TOL TIS OAAXYEG OTI CUUTIEPLPOPA UECW TNG AEYOUEVN UAONONG HEOWV TNG
Tpoakts e&dokmnong (learning-by-doing). Me tov tpomo autd T cofoapd Tayvida amoteAovv

XPNOWQ epYyoAEio YLt

1. Etapum katdaption,

2. Exmoudeutikeg Spdoels kot EKOTPATELEG EVALGBN TOTIOMOTG,

3. MapkeTvyK,

4. ApaoplOTnTESG TTIPOWBNOMG,

5. Kowwvikég ekotparteles,

To 2003 puo opdda atrd €181KOVG 0€ BEUATA KATAPTIONG KAL EKTIPOCWTIOL OPLOUEVWV ETAPELDV OTIO
TO XWpPO Tov video gaming cuvavTBNKaV LE 0TGXO TNV AVTILETWTILON TWV VEWV TIPOKAT|CEWV TNG
EKTIOOEVONG: «1) TOXEID QVTATIOKPLON OTIS VEEG TIPOKANOCEIS TNG CyOpAS KL 1) €YKATAAswWm

QTOPXOUWUEVWY HECWV Kl SLASIKAOLWV €VOL ETILTAKTIKY) QVAYKN WOTE Ol EMIYEPNOES VX

Topapeivouy avtaywviotikéey. To I8pupa "Serious Games Foundation" dnpovpynnke pe to opapa

3 http:/ /portalkathimerini.gr/4dcgi/ w_articles_kathworld 1 01/10/2012 463919 .
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™G dnpovpyiag ZoBapwv Mayvidiwv (Serious Games) wg AVom Yot TOV TPATO, TOV TOPEN TG VYEIAG

KOL YLt KATAOTAOELS TIOL XapaKTNPI{ovTon amd cuveel§ cAAayES.

Me 10 cuvSLAGUO TG CAANAETIISPAOTG KL TOL TIAVISLOU HE GTOXOUG TIoL VTIEPBaivouv ™V amAn
Puyxaywyla, Ta Serious Games xapakmpIoTKOV wG pia AVOT) TIOU TIHPEXEL EKTIASEVON, EMUOPPWOT)
KO EVIUEPWOT] UE ATTOTEAEOUATIKG TPOTIO Kot StetcSuTikdmTa. Kivoupeva og SLdpopoug Topels, ta
Serious Games £xouv eAeyxDel TEEWPAUATIKA KAL £X0UV €V T UETAED KEPSIOEL TNV AVAYVWPLOT) GTOV
XWPO TNG EKTAISEVONG, TNV TIOALTIOTIKT] KA POVOULY, TNV ETKOWVWVIX, KABWS UTIOpoUv SuVNTIKA

Va XP1OOTIOm 00UV YL TIOAD SIPOPETIKOUG GTOXOUGE.

3.2.2 Massive multiplayer online games - MMOGs

Ta massive multiplayer online oyviSia (MMOGS) amoteAoV EIKOVIKOUS KOGHOUG OTIOU UTTOPOUV VA
VTIOOTNPLEOVV EKATOVTASES 1) XIALGSES TrakTES TaruTOXpova. KaBe MMOG TiepBaAAov €xeLtn Sikn) Tov
«KOUVATOUPO, OL TIUKTEG TIPOEPXOVTAL ATIO SLAPOPETIKEG XWPES, LAOVV SIAPOPETIKEG YAWOOTES, KL

EXOLV SLPOPETIKES EOVIKEG KOUATOUPES,

Kuplo xapakmmplotiko twv MMOGS givat 1 Kown eUTTELPLN, T) CUVEPYAGIUN (PUOT TWV TIEPLOCOTEPWV

SpPACTNPLOTNTWV KA, ETTALOV, 1) AV TARLOL1] TNG KOWWVIKOTIOMONG O€ Lot Koot Ta ouktwv [70].

TOp@wva e Ta TeEAsuTaio epeuvTIKG Sedopeva, To SnHo@AEaTePO 806 TTaVISLWV eival ta Massive
Multiplayer Role Playing Games - MMORPGs, T 0Tto{0t TIpOTILWOVTAL TIEPIGGOTEPO GE CUYKPLOT) JE T
T viSla kovwviko yapaktpa (Social Games), Tpocopowoewy paxng (combat simulation) 1

Emompovikns avtaciog (Sci-Fi Games) (www.mmogchart.com).

Ta ev Adyw mauyvibia «poAwv» Slabétouv TAovoo kat pn TPoPAEYLO ekovikd TrepBdAiov, pe
ektevelg, Aemtopepels kat e€eAl§ovg kdopovg Tov Paci{ovtal o€ SLAPOPETIKA XPNYTUATIKE
mepBdAiovta mMoAAamAwV  TaUKTwV. Alvetar TANPNG  SLVATOTNTA  «OTTIKOTIOMONG»  TWV

ouvaLoONUATWY, KABWG 0 XXPAKTIPAS - avatar TOU XPr)oTH AMOTEAEL TV TAUTOTITA TOU 0TOV KOGHO

4 http://en.wikipedia.org/wiki/Serious_game
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TOV T VIS0V TIOV UTIOPEL VO EKPPALEL oTToodNTOTE cuvaioBnua o€ autd (Lo, Kopoidia, xapd
KATL). To BaokdTEPO XAPAKTNPLOTIKO TWV TAXVISLOV QUTWV £lvat 0 VPMAGSG BaBUOG KOWWVIKIG
S1adpaong PeTadl TV XPNOTWV Kot 1 EKOVIKY {wT] O€ TAT)PT) CVWVULL, oV TO ETIBUVNEL 0 XPTiOTNG

(Pan-European Gaming Information Consortium).

Ye auto To 1606 Tayvisiwv (MMORPGs) oviikouv kat ta World of Warcraft, Runescape, Lineage,

Everquest kot Anarchy Online.

Ta MMOGs @atvetat vo uTtoonpi&ouv T pHabnomn KoL Ty avATTugn oTPaTyIKWY SEELOTITWVY EVM OL
TIAKTEG, WG HABNTEG AMEVAVTL OE EPTIELPOYVWOVES, HABAVOUV UE TO VO EKTEAOVV WX OPLOUEVT
SPUCTPLOTNTA WG TUNHUA UG UEYOAVTEPNG KOWVOTNTOSG avOpWTIWY, E TOUG OTIOIOVS HopalovTal

KOWVOUG GTOXOUG KL TPOTIOUG YL VA TOUG eTLTUXOLV [71].

3.2.3 MAat@opuseg 3D ieptBaAddvTwv pabnong

Active Worlds - Xto Active Worlds (AW, http://www.activeworlds.com/), oL xproteg pmopolv va
EMOKEPOOVV TPLOSIAOTATA EIKOVIKA TEPPAAAOVTN, VA ETUKOWVWVIIOOUV HE GAAOUG KAl Vo
SNULOVPYTICOLVV TOV TIPOCWTIKO TOUG EKOVIKO Xwpo. Ot Ttaudarywyikes Suvatotntes tov AW €xouv
egepeuvnBel ato v exmaudevtikn kowvomra Active Worlds Educational Universe (AWEDU), 1 omoio
TIKPEXEL OF EKTAUSEVTIKOVG, HAONTES, EKTTAUSEVTIKA IEPUHATA KOl LEPOVWUEVA TIPOYPAUUAT TNV

TeYvoAoyia tou AW.

Croquet - To Croquet (http://www.opencroquetorg) eival éva tplodldotato TePIBGAAOV TOU
ompietal o€ P TIAATPOPUA 0voLXTOU KWSIK KAl TIoU £XeL oxeSIaoTel yia TAoVG I SLadpaom) Kot
T(POCOUOIWAT), LLE CUVSUVAGUO LOYXUPWV YPAPIKWY KAL CUVEPYAOIES TIOAAXTIAWY XpnoTtwv (McCahill,
2004). Etvou ypappévo oty yAwooo Tpoypappatiopov Squeak, ) omola Bacietan ota avtikeipeva

KoL TS KAGOELS Kol amtoTeAl appoyr) ™G YAwooog Smalltalk.

Second Life - To Second Life (http://secondlife.com/) eivat évag Snpo@uing emipovog (persistent)
TPLOSIAOTATOG KOGOG, 0 OTIOL0G TIOPEXEL ATIAG EpYOAELa pLoVTEAOTIOMONG KL Lot YAwo oo script (Ttou

ovopdletarn LSL) yia mv dnpovpyia SladpaoTikwy oVTIKEWEVWY KL TV TPOTIOTIOM oM TG (PUOLKNIG
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Tou ewovikov TepBdAiovtog. Zto Second Life, ou exmaudevtikol pmopolv va Snpovpyroouv
SLSPACTIKEG SPATTNPLOTNTES TPy LATIKOU XPOVOU YL TNV UTIOOTNPLEN EUTIEPIKTG, BACIOUEVT OTIS
epyaoies (project-based) kot factopévn oTig KOWWVIKES LTMPETies padnon (Bedford et al, 2006). H
EMKOWVWVIX P GAAOUG XPTOTES KAL 1) TIAOT]YNOT OTOV EIKOVIKO KOGHO TNG TAXTQOPUAS VAL Xwpig
XPEWOM, CAAA 1) SNULOLPYIO LOVILWV OVTIKEIUEVWV KOl KTIPLWV ATIOLTEL TNV ATIOKTNON YNG OO TOUG
oxedloTEG 1 Ao GAAoUG xprjotes. [ToAAES eTaupleg, I6pUHATA Kot UN-KEPSOOKOTIKESG OUABEG EXOUV
Snuovpynoet eikovikd ypageia oto Second Life. I'a mapaderypa, n AOL tpoo@épel éva SLadpactiko

ToAvKataotpa, evw 1 Dell ko n Snpocioypa@k vimpeoia Reuters £(0uv elKOVIKA Ypapeio.

Opensim - To Opensim (http://opensimulator.org/) eivat P avoytov KOSKA TAXATEOPHA
efutmpe T (Server) yla TV UTIOGTHPEN EKOVIKWY KOOUWV. To Baciko Tou XapaKTnpLoTIKO eivaLn
ovpBatomra pe tov meAdt (client) tovSecond Life. Emti tou mapdvtog To OpenSim xpnoomolel to
TPWTOKOAAO Tou Second Life ywa emkowwvio petadd meddtn ko efummpemm). Ta epyoieia

povteAomoinomg ka1 YAwooa script etvat ta iSla pe outd oto Second Life.

Open Wonderland - To Open Wonderland (http://www.openwonderland.org) amotelsl
EPYOAELOONKT ovoXTOU KWOIKA Y TNV SnUovpyla TPLoSIAOTATWY GUVEPYUTIKWY EIKOVIKWY
KOOUWV. Méoa o auTOUG TOUG KOGHOUG, Ol XPNOTEG UTTOPOUV VA ETIKOWVWVIICOUV HE LVYMANG
TotomTag, epfubifopevo (immersive) 1o, va Stapopadovtat {wvtavég desktop e@approyEg, kot va
ouvepydlovtal o€ EKTIAUSEVTIKO, EMIYEPNOKO 11 KuPepvntikd TAaioo. To Wonderland eivot
amoAvta emektaotpo. To 6papa tov Open Wonderland eivar va apéyet Eva epi3dAiov, To omolo va
elval apKeTd auToSUVapIo OGOV AWOPA TNV ACEPAAELN, TNV KAUAK®WOT), TNV aloTIoTot KAl TV
AELTOVPYIKOTNTA, WOTE OL OPYAVIOUOL va puttopovv va Bacilovtal e autd wG PEPOS SLECaywyns

ETIXEPT)OEWV 1) EKTIASEVONG.

Workspace 3D - To Workspace 3D (http://www.tixeo.com/) Tpoo@épel €va TPLOSLAGTATO
mep3dAAov cuvepyaoiag, yia CUVAVTIOELS, CLVESPLA KAl NAEKTPOVIKT) UdONoT. ZOUPwVA HE TOUG
oXeSOTEG TOU, 1 XP1OT) TPLWV SLCTACEWY TOUG ETITPETEL VA SNILLOVPYNOOLY EVA TIEPLOGOTEPO
T(POGLTO KL (PIALKO TIPOG TOV XPT)OTH XWPO EPYACIAG, ETUTPEMTOVTAS GTOUG XPIOTES VA avaryvwpilouv

EVOTIKTWOWG TIOLOG KAVEL TLKAL TIOU HEGX ATTO TNV ATTAT) TIPOLTH P OT).
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PIVOTE - To PIVOTE (http://pivote.yolasite.com/) eivat éva cOGTNUA AVOLXTOU KWOIKQ, Yot TV
UTTOOTNPLEN EIKOVIKNG LABNONG OE EIKOVIKOUG KOGHOUG. ApXIKE, arvarttUxOnke yia v ekmaidevon
EMAYYEAUATIOV VYElG oV TPLTtodBpua exmaidevon, cAA& Twpa Pmopel va xpnolotomBet yio
otmolodmoTe €l80g Sounuevng H&Bnong 0Toug EKOVIKOUG KOGHOUG. To Baoikd XapaKTnPLOTIKO TOU
PIVOTE elvou twg 0An 1 Soun kot TEPLEXOEVT) TIANPO@OPIN LA AOKNOTG amoBnKevovTaL GTO

AxSiKTLO, Kot O)L 6TOV EIKOVIKO KOGLO.

OpenSpace 3D - To OpenSpace 3D (http://www.openspace3d.com/) amoTeAel pio Swpedv avoryTon
KWSIKA TAAT@OPUA AVATITUENG YIX SLSPACTIKES TPLOSIACTATESG EPYAOIES TIPAYUATIKOV Xpovov. To
TepBdAOV eival KO TIPOG TOV XPNOTM, OlEUKOAUVOVTOG TV Snuovpyio SLadpacTtikwy
TPOSIACTATWY  OKNVWV, XWPIG TNV oVAYKN  GUYYPA@NG  TIPOYPAUUATIOTIKOD KWK
XpNOWOTIOLWOVTAG SIKTUOKA XOPOKTNPLOTIKA Kal évav efUTmMPETTN java, TO TPLOSIACTATO

Tep3dAiov pmopel va oo pi&eL TOAAATAOUG XP1|OTES.

3.3 MAeovekuata HAsktpovikwv HoayvidSiwv Mabdnong

kot Emikowvoviag

To Baowd TMAEOVEKTNIA TWV NAEKTPOVIKWY TOXVISLOV UEAONOMG Kol ETKOWVWVING vt OTL eV
xpewlovtal VYMAOUG OKOVOULIKOUG TIOPOUG Yl v ovamtuxBolv oAAd Kuplwg  ammoutolv
SNUOVPYIKOTNTA, KAWVOTOUIX Kot ouvduaopéves OefloTNTEG amd TOUG THPUywyoUs§ TOUG.
Emmpoo0eta, QUTEG 0L NAEKTPOVIKEG EQAPLOYES ElVaL IOLAITEPA ATTAEG O'TH) XP1OT) TOUG, ETISLWKOUY
mv Juxaywyio Tou xpriom Koy, yU autd To AOGYO, €ival EAKVUOTIKEG KOl OTTOTEAECUNTIKEG WG

uebodooyieg exmaidevong Ko KATAPTIONG.

Ou Susi et al [72] ovykévipwoav HEALTEG OL OTIOIEG AOYOANONKOV HE TV KATOYPOP TWV

TIAEOVEKTNUATWY KOl TWV UEIOVEKTNUATWY Serious games oo XPNOTEG Kol KATEANEV oTOV

TIPAKATW THiVOKOL:
Kwntkég | Exmoudevtika / . ,
AcEibie | TTAnpo@opaid Kowwvikég | duoloAoykeg
Backlund et al (2006) X
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[73]

Enochsson etal (2004) X
[74]

Guy etal (2005) X
[75]

Radford (2000) X

De Lisi and Wolford (2002) X X

Navarro etal (2003) X

Squire and Steinkuehler (2005) X

X
Baldaro etal (2004) X X
Durkin and Barber (2002) X

Hong and Liu (2003) X

Mivaxag 3-2 IMapadetypata o€ ava@epOPEVH ATIOTEAECUATA XPT)ONG Serious games

Amo ta mapamdve gupnuata, @EAveTal OTL SEV UTIAPYEL AMAVTNOY OTO EPWTNHUA YX TO TU
TIPOCPEPOLV TA Serious games wg Ty vidia. [Tapatnpovpe OpwS OTL APKETESG HEAETEG KATAYPAQOLV

WG TIAEOVEKTILA TV EKTIOUSEVTIKT XPT)OT) TWV TIOXXVISIWV.

3.4 Games /Serious games kat Ektaidgvon

Tov tedevtaio kapd OAO Kol OQUEAVETOL TO EPELVNTIKO EVOIPEPOV OXETIKA UE TNV

QMOTEAEGUATIKOTN T TwV online TTayviSiwv wg epyoieio pabnong.

ZOp@wva pe toug Salen kot Zimmerman [76], éva o viSt Tov givan KoA& oxedlaopévo amodiSel
"ovolaoTikd TayviSt (meaningful play)” SnAadn mpooeyyiet ™ pdBnom. Ou Slot opifouv ToO
«0LOLHOTIKO Tty VL (meaningful play)» wg To «Tt cupPaivel 6Tav oL 6XEELG HETAE) TWV SPATEWV
KO TWV ATOTEAECUATWV TOUG GE EVa TIAXVIOL EVOL 0PATEG KOl OAOKANPWUEVES LECA OTO EVPUTEPO
TAxio Tou ToxVISlov». ‘OTtav 0 oYeSIoUOG TOU ToXVISIoU  €0TIAlETAL OTH  LoBNoLoKd

QTOTEAEOHATA TOU, TOTE 0V UTIAPYEL KAL TO Tty viSL T «cofapry» pabnom etvai Suvor).
[Na mapaderypa to mayvidt EVE Online, pmopel va ypnoomomBel yia v eKmaideuom Twv XpnoTtwy

ToV. Za Tty viSL tep o Bavel T SnLOVPYIX ETAPELWV PE GTOXO QUTEG VA KUPLAPXT|COLV TNV 0ryOpQ.

To EVE éxet mpooedkoel oa Taikteg SevBuvovteg oupPovAovs, eumopouvs, MBAs, kot
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OLKOVOHOAOGYOUG OL OTIO(0L HECQ OTTO QUTO «UaBaivouv OKANPA OKOVOUIKA HaBpata ta oToio

UTIAPXOLV KA OTOV TIPOYHATIKO KOGUO», cUp@wva pe FT.com5.

_JONNOH_)

\
ONUNE

ORGANIZATIONS

NEW TRAILER

EVECHRONICLES

B
#uth Serum

covonanons
REPUBLIC
FLEET

FANSITES

Ewova 3-3 Eve-Online

Yto The Wharton School (www.wharton.upenn.edu) avamtoxfnke éva magyvidt pe to Ovopa
«Tpaywdia Tou Tovoux»- Tragedy of the Tuna, éva TTayviSL GTIOL OL HABNTESG AVTUTPOCWTIEVOLY EVa
O0TOAO OALEIOG TOVOL KL TIPVOLV ATTOPAGCELS TIOV ETINPEAJOVV TNV LGOPPOTILX TNG SIKNG TOUS OUASQ,

KOBwWG OAWV TWV KOWOXPNOTWVY TTOPWV.

5 http://www.ft.com/cms/s/0/0c3c18fe-fc03-11db-93a4-000b5df10621.html
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Bl ER Yew Hatuy Goomads Tods beb
1L Loarning Lab Jump Page ttps:/ /apps.wha.../bn/ndex htmil 3

Positions fox Roun 10
Home Domestic  International " — — )

sapan Tawan  Idonesia  South Spain  Piippires  Ecuador  United France.
Korea states

[ mm— =Ty
o Hl ™ o = A uia
090 | —
oy - R v e YR ETY ETTTY T O
B B e e ] e S &

Ly

ilippines
Use [Cut  click] for mustiple.

Ewova 3-4 Tragedy of the Tuna

TéAog oV AyyAla vrtapyet to Tpdypappa DiDa éva pdypappa Diploma in IT SKills yia toug pabntég
™G Sevutepofaduiag. To pdypappa omovdwv mephapBavel 4.000 avtikeipeva ekpddnong kat 300
«ooBapd» mavidi. [Ipokeevou va Tovwbel To KIvTPO Kol Tn €UTAOKY) TWV UEUOVWUEVWV
HOBNTWV KA TwV OpASwV Tan, 1) opdda Tou €pyou Snuovpynoe Eva elkoviko Tep3dAiov pabnong
oL elva: MaBnToKeVTPIKO, EEATOUKEVHEVO, EVOOPPUVEL TNV €§EPEVVNON. LTOV QON)X0 NG OETIKNG

QVTATIOKPLONG TOV TIPOYPAUUATOS EMEKTABNKE 0TV AvoTpodia, T Néa ZnAavdio.

Correct!
Money would help the team with items like transport

However: What else could they provide to support the team and

'/, 5 perhaps promote themselves?

4
@ Score: Home 3 - Away 7 Next

- . Good weather

dida @ awnetes

» . Team kit
. Money

AL~

Ewodva 3-5 DiDa Game
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Ke@aioawo 4
[apayovtec Epmelpiag Xpnotn os
3D-VLEs

Because every person knows what he likes, every person thinks he is an expert on user interfaces. (Paul Heckel)

It’s really hard to design products by focus groups. A lot of times, people don’t know what they want until you show
it to them. (Steve Jobs)

4.1 HAektpovika Iepifariovra kat Kiviptpa Madnong

Me tov 6po VLEs o6mwg avagépbnke oto Ke@dato 3, evwoolpe Eva upl Ao TG TEYVOAOYLG
OTwG Yo rapaderypo ta Zuompata Awxxeiplong Mdabnong (LMSs), Ta AeKTPOVIKA ToviSiLa, Toug
€IKOVIKOUG kKOopovg (VWSs). ‘0co agopd oTig pefd6oug agloAdynong g EUTEPING Xp1ioTN TETOWWV
TepBoAAOVTwY vtdpxouv pepkég peBodot agloAdynong g UX yux mayvidix Baoildueves oto
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TPOOKALPO OUWE XOPAKTIPA TNG EUTIELPLAG TOV XproT, SnAadt) 660 auTog TraileL To ToyviSL 1) Atyo

TPV 1) Alyo HETA. AtydTEpES € apopovv o€ TIEPBAAAOVTH EIKOVIKNIG TIPOTY LA TIKO TN TAG,

0 AGY0G TTOL LTIAPXEL EVELUPEPOV TG EPEVVAG YLX TV OXEOT] LETAEL TwV TEPBOAAOVTWY PAOn oG -
NAEKTPOVIK®WV TIUXVISIWV Kol TNG eKTaidevong eivat 1 SUVOUN QUTWV VX TIRPAKIVOUY KUPLWG TOUG
VEOUG (DOTE VA ACYXOAOUVTOL LE QUTA JUE EVAV LOVASIKO TPOTIO, KATL IOV SeV £XEL TN SUVAT] VO KAVEL O

TUTIKOG TPOTIOG EKTIAUBEVOTG.

210 Suiypappa Tov akoAouBel amekovi{ovTal oL SUVATOTNTES Yot KOAQ CXESIAOUEVH EKTIOUOEVTIKA

Touxvida [77]:

Games - Play = Flow = Motivation = Learning

Mayvidux = Mai&yo = Por) 2 Kivitpo = Mabnon

Extég ¢ mapamdvew Suvouiknig Ta MAEKTPOVIKG ToxviSia €xouv TN SuvatomTa va
«ETAVATIPOYPAUUATICOUV» T OKEYT TWV EVUGYOAOUHEVWV LE auTA [78] KaBwg auTol avamticoouy

VEEG YVWOTIKEG AEITOVPYIES KO LKOVOTI TES OTIWG:

Avamtuén avtavakAQoTIKwY

» [MapdAAnAn eme€epyacio

= [TAnpo@opia HEGW YPAPKWY

» Tuxaix tpooTéAaon

= Emkowwvia

= Evepynukomta

= Jloyvidt
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= Avayvwplon

= davraoia

= OUIKT) AVTIETWTILON TNG TEXVOAOYIG

MeA£teg oL aPopoUV TO YT TA NAEKTPOVIKA TIAY VIS BEwPOoUVTIL EUXAPLOTA KOl YOT| TEDOUV TOUG
HaBNTEG €8el€ay OTL UTA €YOUV KOWA KATIOWX XOPaKTMPWOTIKA [79]. ZVppwva pe tov Malone
TIPOCPEPOLV TO ALGOM LA TOV EAEYYOV, TNG TIEPLEPYELAG, TNG EEWYEVOUS KL TNG EVE0YEVOUGS (pavTasiog
TIPOKOAWVTOG THUTOXPOVA TNV EVACXOAN 0T LE auTA. Me Bdaom autd ta amoteAéopata ot Lepper kot

Malone [80] mpoTevav T XPNON TWV NAEKTPOVIKWV TAVISIWOV WG V. HECO EKTIOUSEVTIKWY

SpacPLOTTWV.

[Iponyovpeves £peuveg GuVYOpPoUV GTO OTL TA NAEKTPOVIKA TIAYVISIA TIPOGEAKDOUV TOUG VEOUG
avOPWTTOUS KAl (PAVETAL VO TOUG LTIOKIVOUV LIE EVO TIEPLOCOTEPO ETOIKOSOUNTIKO TPOTIO UTIO QUTOV
IOV VI0BETEL €6 Twpa 1) cupPatik ekmtaidevon [81, 82]. [Tio cUYKEKPEVQ, EPEVVEG OE NAEKTPOVIKA
T VISLA KATESELEAV OTL XOPAKTNPLOTIKA OTIWG 1] (POVTAGIA, 0 EAEYXOG, 1] TIPOKATOT), 1] TIEPLEPYELX KL

0 AVTOYWVIOHOG TIPOKOAOUV ECWTEPIKT) LTIOKIVIIoM [79, 83].

Emonpaivetat 0Tt 1) AmOTEAECUATIKOTITA TNG EGWTEPLIKNG VTIOKIVIONG EYKELTOAL OTO YEYOVOG OTL O
EKTIOUOEVOHEVOG OUUUETEXEL O HABNOLOKEG SpaoTNPOTNTES XWPIS VA amattel OToldToTE
avTapofn). ATO TIG TIPWTEG EPEVVES TIOU EYLVAV YIAL TNV XPT)OT TWV TIXVISLWOV 0TV ekmaidevon [84]
SO TWONKE OTL ATTOTEAOVV Wi TIYT] KIVITPOU YL TOUG XPT)OTEG TIPOKEUEVOL VA SOKLLAGOUV, VO
aVOTTTUEOUV KOl VO EQAPUOCOLY TIS YVWOELS TOUG, KABWG Kol va HABouV TPAYUATA TIoU OV
yvwpilouv, v tautdyxpova Staokeddlouv [85]. O Prensky [81] avapépel 6TLpdOnom kot StaokéSaon
Sev etvan acvpBiBactes €vvoles, evw ol Lepper kat Cordova [86] Bewpolv 6TL 1) pabnon mov ivat

SLoKESAOTIKN UTIOPEL VAL EIVOIL KX ATTOTEAEGLOTIKT).
EmmnpooOeta, o Boyle [87] emonpaivel 6tL ta rayvidia iva Suvatov va Ipocdmoouy EVa EAKVOTIKO

KL EUXAPLOTO XOPAKTPX OTNV HLABNOoT, TIPOCEPEPOVTAS LK LOYUPT] «POPUO» VI TOV OXESLACHO

QMOTEAEOUATIKWV EKTIAUSEVTIKWV TEEPLBOAAGVTWV. H Yp1iom TwV TOAVUECWY, OL EAKVOTIKESG LlOTOPLES
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TIOU TIKPOVCLAOVV TIPAYHATIKOUG 1] (PAVTAOTIKOUG OTOXOUG, Ol «TIPAKTOPES» (agents) Tmov

ouvoSeoVY TOUG XPNOTEG KATA TN SEPKEX TOU THXVISIOU TIPOCPEPOVTAS TOUG KIVITPO Vo

ovveyloouv To TaVISL Kat e@OSLALOVTAG TOUG HE ovaTPOPOSOTNON Kat 1) SuvaTOTNTA SOKIUNG

SlPOpwV SELLOTTWY KAl OTPATNYIKWY XTTOTEAOUV €AKUOTIKA OTOLXElL TIOU €vioYVOUV TNV

uabnotokn emitevén [82].

Zuvoi{ovTag UTIOPOULE VO AVAPEPOVIE TIWG PACIKES EVVOLES TIOU £&nYOUV TA KIvTpal Habnong oe

oy vidia etva:

= Hpon

* H @avtaoio, n TepEpyeLa Kot 1) TIpOKAN oM

AwaokéSaon

Epmokn

[TpofoAn TavtdTTA

Ot Paras kau Bizzocchi [77] meptypd@ouv ta kowva onpeia LeTa&d KviTpou, pors, Labnoloakwy

TePBOAAOVTWY Kot oxeSIaoHO TIoxviSuwv/gameplay we e8n¢:

, , MaOnolwakda IxeSlaonoc
Ktvntpo Pon mepLaAiovTa /Gameplay
Itpamywés | H mpoooym Amo@uyn AlcOnmpLaxn Kot
TPOGOXNS QATOPPOPATAL TEPLOTINOUWVY KAL | YVWOTIKN
oV EVTEAWG OO TNV | SlHTAPAYWVY TIOV | TIEPLEPYELX EVTOG
TIPOKAAOVV SpactnploTTA otav emépfouv TOU pabn.
Tuykévrpwon/ Kot KATAOTPEPOVV
EvSwx@épov Statnpovv TNV UTIOKELUEVIKT)
™mv eumelpia.
TIEPLEPYELX
KOL TO
eviLa@épov
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Itpamywkés | H Spaotnpomta | ‘Exouvv Emtitevén otdxov
Tuvagelag EXEL oa@Elg OUYKEKPLUEVOUG | Kol
oV O0TOXOUG. 0TOXOUG Kl avaTpo@odoTnon.
ouvvdéovtal KAOLEPWUEVES
S He Tig Sladikaole.
AVAYKES, TA
evlla@épovta
TWV pabntwy,
KoL TX
Kivntpa.
Itpatnywés | HmpdkAnon €xet | Aivouv pia O pabntg Ba
EUTLOTOOUVNG | BeATioTomomBel | ouvexn alobnon TIPETIEL CUVEX WG
mov BonBovv ™G MPOKANONG va altoBdavetat tnv
TOUG HaONTES oL Sev elvat TPOKAN oM KB WG
MpéxAnen va 8UoKoA0 WoTe va | auEaveTaln
VAT TUEOLV Snuovpynoovv SuoKoAlx
uLo BTk aioBnon g TOUTOXPOVA LE
Tpoodokia QTTOY 01| TEVOTG, ™mv avénon twv
yla €TTLTUXT oUte eDKOAO v Se€loTnTWV IOV
emitevln. Tapayovv TANEN. | amatovvTal
Itpamywés | H Spaoctnpotnta | [apgxouv pa O paBnmge Ba
IKavoTonong | mapéxel oan kat | vPmAn TIPETIEL VO
oV OUVETM aAANAeTtiSpaon alcOavetal pa
TAPEXOLVV avaTpo@odotTnon | Kot aioBnon eAéyyov
Avatpo@odotnon | sfwysvi Kat | WG TTPog TNV avatpo@odoTnon. | HEow NG
evdoyevn emitevin Twv evdoyevolg
evioyuon ywa | otOXWV. avaTpo@odoTnong
Tpoomadela. IOV TIPEYETOL
Q1o TO T VIOL

Mivakag 4-1 Kowd onpeia eptBodAévtwv pdbnong

4.2 Epmelpla xpnjotn o€ VLEs kot Games

[Tool eival OpwWG €KelVOL OL TIAPAYOVTEG TIOU €MMPEAOUV TNV EUTEIPIL XPNOTN OE TETOWX

TepBdArovta; Ol TIEPLOCOTEPEG UEAETEG LEXPL TWPA QAPOPOVV OF TIAPAYOVTEG EUTIEPIAG XPNOT

NAEKTPOVIK®WY TIoxviSiwv 1 MMOG.

OtMarsh kau Costello [88] tpoteivouv Tov 6po «coBapr)» ERTEPIN YL va XapaK TN PIioouV TV euTelpia

KO TQ CLUVALOBNLOTO TOV XP1io T €VOG serious game (wg oo apn) EUTIELP(0 KAAOUVY QUTH) TTIOU TIPOKOAEL

™V oKEYM KAl TNV apvnTiKy) TAEUpd autig) kKot tn Btk epmelpia (Slaokedaon) weg tig dVo
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OUVIOTWOES TIOV TIPETEL VX A BAVOVTAL UTIOYT) KATA TO OXESIAGHO TG CAANAETSpaon G TOL Xp1ioT
ue to ayvidL Yoot pidouv 8e OTLKATA TO oXeSIA0UO Serious games Oa TpEmeL va S povpyeitan éva

HELypa amtd aUTEG TIG SV0 EUTIELPLES,

Experience & Emotion in Serious Games

Positive Serious

oht- rokine
Thought-Provoking Negative, Uncomforta-

Fun ble, Unpleasant,
Provoking

Positive-Negative

Ewova 4-1 Epmeipio kat ouvaioBnua ota serious games

O Effie Law and Xu Sun [89] teptypd@ouv o Ymelakd ekmoudeutikd moyvidy, 80Days, eva mayvidt
yewypaplag yor xprion amo moudi 10 - 11 etwv. Ot ouyypa@el§ TpoTteivouv Eva TIOAVSIACTATO
TIAX{O10 TTOL TIEPAAUBAVEL TIG EUTIELPLEG ATTO TN XP1IOT] TOL TIAVISIOV (YL TTApASELY o, TNV TIPOKAT 0M),
por), TN BUB1oM) Kat TS LaBNoLoKES EPTIEPLES (VLo TTAPASELY K, TNV KATOAANAGAT T TOU TIEPLEXOUEVOU,
KOTAVON o1 TV 0TOXWV), TNV TIPOCHPUOCTIKOTNTA (TIPOcoX1| LAbNTH KoL 1] QVTATOKPLoT) TOU OTA
epebiopata) kol T yevikn evxpnotia (TAonynorn, TV €UKoAla Tou €Aéyxovu, ekudOnomg,

QVTATIOKPLO).

Ot Nacke et al [90] ava@épouv OTL UTIAP)XOUV TPELS LEBOSOAOYIKEG KATIYOPLES YO TIG EUTIELPIEG TTOV
mep3dAiovy T Ymelaxkd moyviSio: 1 ToTNTA TOU TPOIOVTOG/TayViSloU, 1 ToTNTA TG
cAAnAeTtidpaong KaBwg Kat 1 ot AUTHG TG CAANAETHSPaoNG 0 v SESOUEVO KOWVWVIKO,
XPOVIKO, XWPIKO 1) GAA0 Aaioto. ‘OAeg auTéG kaBopilouv TV eumelpla Tov gameplay pe v mapodo

TOVL XPOVOU (aiPoL 0 XPOVOG ElVaL EVAG ONUAVTIKOG TIAPAYOVTAS ETIPPON|S).
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Game

Pl
Designer aer

Ewova 4-2 Ta tpio pebodoloykd maiowa mg epmeipiog gameplay otnv avamtuén mayviSiov

Etion ot (Slot avapépouv OTL T ATOLIKT) EUTIELPI TOV TIaKTT) Elvat IOLAUTEPA OTUAVTIKTY) OTA Serious
games, 6e50EVOL OTL TO TTAXIGLO TIOU BEAOULE VO XPNOLLOTION|COVE OE £VA TETOLO TEAVIBL Elvon 1)
T(powBNoMN TG P& oG KAt oL caAAy£G TN cupTEPLPopPd. KataArjyouv 6e oTo 0TI e€apTdTal oo To
eldog Touv maxviSlov N péBodog afloAdynong g UX mov Ba emeyel cuoTivovtag OTL TA TLO
QOTEAECPATIKA PETPA EVOL AUTA TNG CUVALCONUATIKTG EKTIUNOMG, Y10 TIXVISIA TIOL 0pOPOVV OTOV

aBANTIONO Ko TNV vyelo.

Ot Arhippainen et al [91] ava@épouv OTL TO €lKOVIKO GYO0AEl0 pmopel va Tai&el omovdaio poAo otV
OMaSIKN KO CUVEPYQTIKT ABM oM XWwpIG auTo va onpaivel 6Tl Ba eivan éva LEPOG LOVO Yl TrayviSLoL.
TéAog ava@épouy OTL ONUAVTIKO eTTioNG €ival ot xpron Twv 3D eovikwy TEPBOAAGVTWY 1)
SuvatotTa va Snpovpyn el ko va TpomoTiom 0l To TepLEXOUEVO Tov. [l TapaSety pa, KABe GYoAEl0
Ba pmopoioe va SNULOVPYTOEL SLAPOPETIKO VAIKO KL 0T CUVEXELR, OSNYNOEL TOUG HOONTEG Vo TO
Xpnowotolovy pe PBaon TS Se€OTNTEG KAl TO EVSIAPEPOV TOUG (ATOUIKA TIPOCAVATOALCUEVN
Sidackaia), Oyt povo pe Baon v nAkia (ot tadn mpocavatoAopévn Sidackaiia). Emiong, om
OXETIKN TOUG HEAETN oL pabntég €8elav peyddo evdlopepov yior dnpovpyia tou Stkoy Toug

Teplexopévov oe 3D ekovikd xwpo.

O avoAVOOUPE TIOHPAKATW TA EMUEPOVG OTOWXEI TIOLV GUVOETOLV TNV eumElpion PO OF

TEPBAAAOVTA EKOVIKTG TIPAY LOTIKOTI TAG-TIOYVIBLOL
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OtCowley etal [92] peAémoav TV TTOLO T TA TOL NAEKTPOVIKOU TIXVISLOU avaryvwpl{ovTag TTEPA oTTtO

TNV EUXPNOTIA KAL TNV EUTIELPLA XPT)OTI WG ONUAVTIKO Tapdyovta. Avemtuéav 8e to povtedo User,

System and Experience (USE) pe k0plo Sopko6 otolxelo autod g pors.

Persistent internal state of Elements of an interaction with a gameplay System Temporally local, directly
User Experienced use of a system
G J ! System Usage Ex erienc?\
& y ge Exp )
) 7 m Engagedness
'\ =
= 5 Disinterast
User Artefact ‘ | In-App Toolset ‘ “Ei
usertypoogy :
Myers-Briggs, Controller : Avatar : 2 opa
Temperament Theary, Joypad, 1st{ 3rd person, .%
DGD 1 type. Keyboard and mouse, Embodiad / controlled.
Tangible user interface, Telepresence
Physical characteristics : Context aware sensors, GUI fHUD R
Reflex speed, Speech recogrition. Info display, Learning
Hand-eye coordination. ) Gameplay-integrated tools - t
) ) Auditory Chan_nel : e.g. weapon inventory. Flow
Prior system experience . System audio, Soft Flow Hard Flow
Learned skills, Direct social interaction - Chatboard : Self-imposed  Explicitly sat
Genre preferences. 99% vocal. Remote social interaction. challenges challenges
r Person l[ Artefact ] [ Task ]

Ewcova 4-3 User, System and Experience - To HoVTéA0 apopd YEVIKGE 0€ OA T EIKOVIKE 0AANAETUSPAOTIKG
TepdAAovta

OtIbahim et al [93] avoAtouv ta yapaktnplotikd Twv EVG (Educational Video Games) Siaxxwpilovtog

TA O€ QUTA TIOL KPOPOLV oV epmelpia Taikm/xprio (PE-Player Experience) kot o€ autd Tou

aPOPOVY 0TV EKTAUSEVTIKT] tKavoTnTa PEoa amd to oy vidt (Educational Playability). [Teprypdpet

TIG LOLOTNTES TNG EKTIAUSEVTIKTG IKOVOTN TG HEGK ATTO TO TIOXVISL KL AVaPEPEL OTL AUTI ATIOTEAEITOL

amd eVVEQ TIPAYOVTES TNV LKAVOTIOMOT), TV SuvaTOTTA HABNoNG TNV ATMOTEAEGUATIKOTITA, TN

[BUBLoM, To KIVNTPO, TO CLVALCON UM, TNV KOW®VIKOTIOMON, TNV VTTOCTNPEILOTNTA, TNV KOVOTTA

EKTIAOEVOTG OTIWG (PAVOVTAL OTO TIAPAKAT®W GO
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S peaau SN o m

|| Teaching _{ Embedded |  Game | ._{ Consciouy Encourage. Sodial J
fun 1 Complemon » Reacnion ul
Knowle A eRS ment Peres
Goal fearning L e | Simmrsiell) | | Dermeation
Feedback -‘ Interdepen- §{ Disappoint- Skl l SUruCturing J ‘ Absorptien 1 curiesity 1 Conduct Geoup J
dence ment Awareness
_I Error Ry | Attractive 4 . 4 Sells - Sensory i Personat
l? i i ness Difficulty Reafism improvement Appeal Implication )
Recover- S X
ability | Chalienges ™ Frustravon Dexterity 1 Diversiity I~ Sharing
[ L —_—
Under- :
~ b Socio-Cultural . Communica-
’{ standing “| Interaction Speed “{ Pwui:muv ticn
- 2
= E: = 2 = =
Adaptation Ditcovery “| interaction
—d
-l Accurate

Educational Attributes

Ewcova 4-4 Xapakmpiotikd twv EVG (Educational Video Games)

Ot J.L. Gonzalez Sanchez et al [94] avoyvwpilovtag TO KevO TIOL UTIAPXEL OTNV OELOAGYNON
S1adpACTIKWY CLOTNUATWY OTIWG Yl TTapadetypa ta Video Games, Twv OTIOIwV 1) TIOLOTNTA KAl OL
QUTTOUTTOELS EIVAL SLAPOPETIKES ATIO TA TIAPASOCIAKA AOY LG KA TIPOTEWVAY JLa SLAGTAOT) A§LOAGYNONG
mv Ikavomta - Asttovpykotta [ayvidiov (Playability) pe ta mapaxdatw xapaktplotika (Ekova

4-4),
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Completeness

Effectiveness
Accuracy

Learnability
Eficiency Understandability

Mermarability

Software problems

Safet
aety Fhysical prohlems

Accessibility

FPersonalization

Playability Flexibility Context conformity

Context extensibility

Fun
Aftractiveness
Ematian

Satisfaction Socialization

Likeahility
Comfort

Trust

Ewcova 4-5 XapakmmploTikd ™G ERTEIag Traik

Ot 8101 [95, 96] emékTevay TO HOVTEAO TOUG OTIWG amelkoviletat otnv Ewova 4-5 tpoobeTovtag kot

AN XOPAKTIPLOTIKA KAL IBLOTNTES TIOL XapaK TN PI{ouV TNV eUTELpio TOL TIaK T /XP1oT).

ZTO CUUTTEPACHATOA TOUG KATOAI[YOUV OTL 1) EUXPNOTIX KoL HOVO EIvaL €V AVETIHPKEG METPO Yl
TOV TIPOGSLOPLOUO TG TIAT)POUGS EUTIEPING TOV TTAKTN/XPHOTN. XPTOOTIOWWVTAS AOLUTOV TV évvola
™G IkavomTag/AEITOVPYIKOTNTAS KAL TWV XAPAKTNPLOTIKWY TNG, TPOcSLoploay OAa ekeiva Ta

OTOLELX T OTTOlA ETNPEA{OVV TNV EUTIEPIA XP1|OTI OE EVAL TETOLO TIEPIBAAAOV.
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Playability: The degree to which specified users can achieve specified goals with effectiveness, efficiency and
specially satisfaction and fun in a playable context of use. Example: The Legend of Zelda

. . .

| ‘r‘*‘ - - [ -r' | .r. i
AZ, T, e AT
| J§‘ Process -Q%Product I J%User ; J%Group i
L L |
\] | I
i Motivation Il Socialization
i |
Game | Encourage: ! Social |
] Knowledge § P ment il [ Perception
S { 2 I
1 | o
Structuring H skill | [ curiesity Conduct 1 M A_m“"
< 1
- | - Self- Sensory I | | Personal
ERERCRy I improvement Appeal ] Implication
I I T ———
| Frustration —| Dexterity : — Diversiity : FH  Sharing
i I
- L| Sedio-Cultural L I || communica-
- Proximity | | tion
— ! | —_—
1 Discovery | I U Interaction
i |
¢ |
o &
Effectiveness Efficiency Satisfaction

Ewova 4-6 [apdyovteg epmeipiog xprot oe 3D mepiBéAiovta/Touyvibio

Ot Klimmt et al [97] ov Bewpntiky) Toug avdAvon emaveiEtacav v vTapxovoa BiBAoypapio
OXETIKA PE T HESA YUXaYwYInG Kot TIpoaOlopLoay KEVES TIS SIOTACELS TNG ATTOANUONG TIOV EvalL
mOavo va Tailouv poAo oy eumelpia Tov xprot. Ta mévte €idn epmelpLV OV TPOEKLYIAV
(TepiEpyela, aywvia, aobNTKY, auto-BeAtiwon kol 1 pory) Seiyvouv OTL 1| amOAquomn pTopEl

EVOEXOUEVWG VO aTtoSoUn Ol Kat val aovoAvOEL.
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Fundamental System . .
. User Processing and N . .
Requirements . > User Experience
Perceptions
Curiosity
- S - Suspense
System Usability Effectance I
(e.g., responsiveness to (salience of impact on
input) story/events)
. - o Surprise
Character B t,‘lllt‘\- =!b1111} Empathy/
T £ - o . .
(¢.g., autheatic Identification with
behavior during
diologue) characters
£ Flow
Y
Specific affective states
corresponding to
narrative content

Ewova 4-7 AlGTAOELS TNG ATIOAAUONG

O Takatalo et al [98] ava@épel OTL TO KOO XAPAKTNPLOTIKO TWV PEXPL TWPN LEAETWV TIAVW GTNV
EUTIEPIOL XPNOTN OE NAEKTPOVIKA TaYVIBIX ETIKEVIPWVETAL KUplwg ot Saokedaon (fun) mov

VTIAPXEL OTAV 0 TIAK NG TaCeL Eva Ty viBL Kot TIov Tov wBEel 0To va cuveyilel va TaileL

Avagépovtag Ta amoTeAéopata amd SIAPOPES EPEVVES OTOV TOPEN XUTO VOAVEL TN SlackESHoT oTA

€81)G EMUEPOVG CUOTATIKA:

= [IpoxAnon (vmepviknom eumodiwv, kabBapol aTo)oL)

= ZuvaioOnpa koL eowTepkES aotnoels (StaokéSao, xohapwon, Si€yepon)

= davraoia (TepUTETELR, PUYT))
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= [Iepépyeia (avaxdAuym, Tpoooym, sepevvnon, pabnon)

= AXNoL Ttk TES (KOWwViKY) CAANAETISpaOT), CUVAYWVICHOG, CLVEPYGLa)

= Agnynon (8papa, porog)

TéAog avaépel 6TLN euuBLom, N TTapovsia, 1 pon, 1) AVEUEEN KAL) ELTIAOKT GUXVA XPTCLOTIOLOUVTOL

YL Vo EENYNO0UV TV EUTIELPLA X110 TN OTa TIoXVISIA U T ZuVoideL SE TIG LEAETES YLK TO CUCTATIKA

TNG EUTIELPLOG XPT)O T OTOV TIOPAKATW TIVOKAL.

Skill, Challenge Emotions Control, Focus, Physical Involvement, Story Social Interactivity,
competence Autonomy, concentration presence meaning, Drama, interaction controls,
freedom curiosity fantasy usability
Jennett et al - X X - X - X - - X
(2008)
Poels et al X X X X X X - X X -
(2007)
Ryan et al X - X X - X - X - X
(2006)
Sherry et al - X X - - - - X X -
(2006)
Ermi and - X - - - X - X - -
Mayra (2005)
Lazzaro - X X - - - X - X -
(2004)
Sweetser and - - - X - X - X - X
Johnson(2004)
Takatalo et al X X X X X X X X X X
(2004)
Pagulayan et al - X X - - - - - - X
(2003)

O Korhonen et al [99] peAétoav v eumelpia xprjoTn HECH ATTO TO TIALYVISL XPTCILOTIOWWVTOS TO
TIA{O10 a1t GAAEG peA€Tes TG BiBAoypaiog kat kupiwg outod Tov Costello and Edmonds [100].
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Submission

Masochism

Negative Affect

Csikszentmihal Poels, de Kort &  Sweetser & Costello & Preliminary PLEX
Groos Caillois yi Apter Garneau LeBlanc Jarvinen Isselsteijn Wyeth Yee Edmonds framework
Creation Creation Expression Expression Creation Expression
Exploration Exploration
Discovery Discovery
. Discove
4 Itellectual problem Achievement &
Pleasure of being Problem solving solving
a cause
— ’ |Challenge
Application of skill |Challenge Challenge
Competition Competition faeneT: Competition
Competition
Thnll of danger Suspense Danger Thrill
Chance Risk & Chance
Immersion & Beauty] Flow Immersion Captivation Captivation
Vertigo . Physical Activity  |Sensation $ensory Sensation |Sensation
Arousing immersion
Aesthetic Stimulation
|sympathy Sympathy ISvmpathv
Simulation o o Narrative arrative Simulation ISimuIaﬁon
Fiction &
Narrative aginative
Fantasy anta A Fantasy Fantasy
Pleasure of make Friendshio & Love & Social B
- d elatio p
believe poneER |interaction Fellowship e p ocial presence 5 Camaraderie Fellowship
Relaxation eractio eadership
Come
Negativism & Y
Cognitive Subversion Subversion
Synergy
Powe s sy e Control
O 0 eecdiba
Relationship Nurture
ciorens Conpelon
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O Ferrara [101] oto BAio tou Playful Design mapouvoidlel eva pHovtéAo pe TO TL TPEMEL VX

TEPAUBAVEL EVO AOYIO KO WOTE VO OSNYEL 0TIV EUYXAPLOTN EUTIELPIX XPTIO TN TOCO YL TA T VIS

000 KoL Yo T 6oapd oy visio.

[Tapovowalovtag Suapopa mapadelypata Omwg To 0Tl 11 yvwot) TaoEvi{a twv Windows

SnovpynOnke amd v Microsoft wote va 516a&eL ™ xprion tov 'drag & drop' otoug xproTeg, o

Ferrara efnyel 6tL ta magyvido
UTopovV va AVGOLV TIPOrYHOTIKA
TipofAUaTA Kol OTL €X0UV BETIKA
KOL QPVNTIKA OTIOTEALCUATO ELTE
oxedaloviar  ywx  oofapoig
OKOTIOUG ELTE Y1 TTLO YOAQPOUG. ATIO
TA TUXEPA TTaVISIL oTa TrouviSia
mov fonbolv ot PBeAtiwon g
KOWWVIKNG guaioBntomoinong, ta
T viSia UTTOPOVV va
EKTIUSEVOOVY O€ ETIUTESA WOTE VA
Seopevouy Toug Taiktes. Emiong to
TILO OTUOVTLKO Y10 QUTOV EIVL OTLTO
TouXviSL  yevikotepa pmopel  va
ETMNPEATEL m™mv avOpwTvn

OUUTIEPLPOPAL

ZTO HOVTEAO TOU TO OTIOIO ATTOTEAEL
TPOTIOTIO MO Tov povtédov UX tou
Garrett [102] moapovodler Ta
OTOLELX TOOO TNG LAKPOTIPODET NG
600 kol G PBpayunpobeopung
eumelplog xprom,.

Pl =l v

S
Aesthetics
A

e /e d
Usability
Py o BNl
W lr=e S e e
Balance
SR E
s

Meaningful choices

AT

= r=ira

Motivation

Ewcova 4-8 Movtédo suxaplotng eRmelpiog xpriom
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To povtédo Tov amoteAeital amd TEVTE EMUTESQ, TWV OTIOLWV 1] AVATITUEN, B EXEL WG AMOTEAEG O TNV
KOAUTEPT) ePTEPpl TTA{KTN KoL TNG TOLOTNTAS Tou. AUTA gival To KiviTpo (evilaépov-avtapolfn),
OUCLOOTIKEG/ONUAVTIKEG ETIAOYES (TAKTIKN-0TPaTIYKN ), 1) LooppoTiia (CAANAETISpoo)-Kapmdvio),
guxpnotia (EAeyxog-paeotpia) kol n aobnTikny (coOnmipla-otoxaotikn). TéEAOG ava@épel OTL 1
Saokedaon (fun) eivat o O GNUAVTIKOG TTAPAYOVTAS TIOLOTNTAS CAAQ €TEWST €ival SUOKOAO éva
TepBAALOV Vo oYESLOTEL WOTE VA Elval SIOKESATTIKO OTIWE KAL IKAVOTIOWTIKO OAX TA TIXPATIAVG)

OUOTATIKA OV CUVSLAGTOVV 081yoUV 0TIV EPTIEPIA TG SIACKESAOT|G.

4.3 Awaotaoceig Eumelpiag Xprjotn o€ VLEs

Ao ta mapamavw povtéda g BBAOYpa@lag TPOKUTITEL OTL 1) EUTEIPIO XPN|OTN OF EIKOVIKA

TepBdALovTa pabnong kot Tty vidio TeEpAauBAVEL KUPLOTEPA TIS TIPAKATW SIACTACELS.

XapaKTNpLoTIKO Ev8ewktikn BipAoypagia
UX
Eupuoion 103] (Jennett et al, 2008)

]
104](Ermi & Mayra, 2005)
105](Poels, de Kort, & Ijsselsteijn, 2007)
106](Emily Brown & Paul Cairns, 2004)
105] (IJsselsteijn, de Kort, Poels, Jurgelionis, & Bellotti, 2007)
107](McMahan, 2003)
108] (Nakatsu, Rauterberg, & Vorderer, 2005)
]
]
]

AwxokéSaon 109] (Lazzaro, 2004)

Mapovoia 107] (McMahan, 2003)
110] (Schubert, Friedmann, & Regenbrecht, 2001)
53] (Witmer & Singer, 1998)

Tuppetox) 103] (Jennett et al, 2008)

Eumokr) 106] (Emily Brown & Paul Cairns, 2004)

Pon 105] (IJsselsteijn et al, 2007)

108] (Nakatsu et al, 2005)

[

[

[

[

[

[

[

[

[

[108] (Nakatsu et al, 2005)
[

[

[

[

[

{

[111] (Koufaris, 2002)

|
|
107] (McMahan, 2003)
|
]

Avavtikdtepa BFAoypa@io avapEpeL yiax auTa:
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4.3.1 Po1) (Flow)

Taayvidia (0o TEPA T SErious games) £X0UV WG AHECO GKOTIO VA TIXPEXOVV YVWOELG OTOV TIOKTN

HEoX aTTO TNV EMAVON TIPOBANUATWY Kot GXL TO00 va Téprouv Tov xpriot). ESw Aomdv umtetcépyetan

1 €évvola g porg.

O Yuxordyog Mihaly Csikszentmihalyi ovopdler por] to ouvaioOnua G TANpoUG Kot
EVEPYOTIOMMEVNG €o0TionG o€ [t SpaoctnplomTa, pe éva VYMAG emimedo amdAauong Kou
ekmAnpwong. H Por| teptypdpetar wgn Stadikacio g BEATIOT epmelplag, " KATdotaom oty omoin
TO ATOUA EUTIAEKOVTAL TOOO OE LA SPACTNPLOTNTA TIOV TUTOTA GAAO SeV (patveTal va £xeL onpacia”
[112].

Avapeoa 0Toug KUKAOUG HEAETNG TWV NAEKTPOVIKWY TIALXVISLWV 1) TIEPLOCOTEPO EVPEWS SLABESOUEV
Bewployla auTd TEPAQUPBAVEL TNV KATOVOT01] TOUGS WG SPAGTNPLOTITES TTIOL 0pI{ovVTaL ATTd GTOXOUG,
Baoilovtal o€ KAVOVES KoL 0TI OTIOES OL XP1)OTES SloiokeSALoUY KOG arywvidovTal ylo v emitevén
TWV oTOXWV. ZOU@wva pe T Bewplo ouT), oL 0TOXOL TWV TAYVISLWOV TIHPEXOLY [ aicBnom
KatevBuvong kat BETouV TIG TIPOKAT|CELS TIG OTIOIEG 0 XPNOTNG KAAE(TAL v avTIUETwTioEL ‘OTIwG
oxoAdleL o Jesper Juul [113], n Bewpia auTH TEEPLYPAPEL TN GUVEEDT] AVAUECH GTO TIAXVIOL WG
TEYVOUPYNIY, 0TO gameplay Tou TayviSloU Kol 6TV EUTEPIN TOL XPNOTH, VW Elval Suvatov va
ETUTPETEL TIAPOAAAYEG AVOAOYX LIE TIG IOLAUTEPES TIPOTIUNOELS Kot SeEl0TTEG TOL KABE Xprot. Ev

ouvtopia, n Bswpla eivarn e&ne:

= T oy VISIa £XOVV GTOX0VS

" OLOTOXOLTIPOCPEPOLY TIPOKATOEL OTOUG TIAKTES

" 1) TIVELPATIK TIPOKATOT) TOL T VIS0V TIPOGPEPEL SLlaokéSaom

" v TO eMimeSo TIPOKAN OGS Elva KATAAANAO, 0 xprio S Slatnpeitat o€ pua katdotaon pors (flow)
SLLPOPETIKG, arv 1) TIPOKAN 0T £lval TTOAU EUKOAN, 0 XP1|OTNG EPXETAL OE KATAOTAOT aviaG, VO oV

elvat ToAV §UCKOAN, amoBappuveTaL

'Omtwg oxoAdlet o Juul, n eoticon ™G Bewplag otV TPOKANoN opiletal oto €pyo touv Mihaly
Csikszentmihalyi [114] oxetikd pe ™ pon (flow) twv mayviSuwv. H por) amotelsl pua iSlaitepa Oetikn
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TIVEUUXTIKY] KATAOTAOT), OTNV OTIOlX (PTAVEL KATIOL0G OTay Bpebel o€ P KATAOTAOT TIOU EVEXEL

«KATIOL SPACTNPLOTNTA T OTIO{0 ATTAUTEL SEELOTNTESY, CAAG KA «EEKABAPOUGS GTOXOUG KL AVASPACT)».

(uynAr)

Avnouyia

e\°&
e\
TpdKAnon QO“Q
o
SO
«
Avia
(xapnAr)
(xapnA£g) Segiomreg (uynA£q)
Ewova 4-9 To kavéL g Porig

O Kristian Kiili [115] vmoompilet 6Tl TOr

T VISLAL ETIITUYXAVOUV VA TIPOKOXAEGOUV TNV

T(POCOXT] KAl TNV TPOCTIAWOT] TOU XPNOT
otav vmoompPi{ovv TV euTEPia TG PONG

(flow experience), katd TV oTIolX 0 XP1OTNG

QIOPPOPATAL TIA|PWS GTNV - UTIOKIVOULEVT)

amd otoxous — SpacTNPIOTNTA TOL TIilELY,

XWPIS va evllaépetal yia oTdmoTe dAAO

TEPA ATO  aUT, OTMOKOUIOVTAG £TOL TN

BéAtiom eumepio. EmmAéov, omwg avagépel o Kiili, otav 1 pon e€etdletan o vMOAOYIOTIKG

mep3dArovTa, pmropel va SlakpLBel o€ TPELS PATELG:

= OuIIpovmoBéoeig g Ponig (flow antecedents)

» H eumepio g Porjg

» Ouovvéneleg g Porlg

Ta cuoTATIKA KABEUIAS ATIO TIG PATELS NUTES, OTIWG OUTA EXOVV TIPOTADEL ATIO SLAPOPOUG PEAETNTES,

EAVOVTAL 0TIV TIPAKATW EKOVOL:

Xphiomg

MpoiiTroBiosig Porig

Maywviwdng Xapaktipa
ZekdaBapol ZTdyol
‘Eheyyog

Avadpaon

Eomaopévn Mpooayr
AegioTnTeg

+—— Mpdkinen

Amoarold

«—— MpdrAnon

AefidTnTEG

‘Eheyyog

Avadpaorn

Nanyvitdng yapakmipag
Xpnomkamia

Texvolpyrudg)

L.

Eptreipia Pong

Zuvimreieg Porig

NiaoTpéBAwon Xpévou
AmwAgI guveldnTammrag

Luyywveuan Spdong kal
ouvelBnang

ZuykévTpan

AigBnon eAéyxou

Augnon Méabnang
AMhayr) Zrdang
AepeuvnTiKi ZUpTEpigopd

MapatnpRoipog ZUPTTEPIPOPIKGS
‘Eheyyog

Ewova 4-10 Movtélo (Aacewy TG ENTELpiG TG ponig
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'Omtwg avaépel o Kiili, mtodaidtepeg Epevveg [116] £xouv Sel€el GTL N KATAoTAOT) POTIG UTTOPEL Vo EXEL
BeTIkd avTiKpLopa 0T LB O™ KAyl TO AGY0 aUTO UTIooTNPIlEL 0TL B empeTe v Ao BaveTan urtoym
Kata T oxediaon pabnoloakol VAKoU, cUUTEPAAUPBAVOUEVWV TWV EKTIOUGEVUTIKWY TIOXVISIWV.
MAALOTQ, TIPOKEWEVOL Va SLTPELTaL 0 XPIIOTNG TNV KATAGTAOT PONS, 0L OXESIAOTEG TIaYVISLWV B
TIPETEL VA EEXGPOAILOUV OTL 0G0 AEAVEL TO ETITTESO SEELOTITWV TOL XP1OTH, TOGO SUCKOAGTEPES Bt
KaBloTavtal oL TTPoKANoEl Tou Tty vidov. Emimpocdeta, o Kiili tpotetvel ) Sievpuvon tou povtédou
™G PONG, HECW TNG TAPOXNSG KATIOWG KaBodnynong otov xprio 1 g SuvatotTag €miAvong
TpoANuUaTwy pe ™ Bonbela AAAWV XPNOTWV WG €K TOUTOV, EVOWUXTWVEL OTO HOVTEAO T1 {wvn)

eTKelpevns avamtuéng tou Vygotsky.

Learning (_ijectives

Preinvative idea mneralion
generation s '\

Challenges )*
(problems)

Control over game

' Clear goals
Skills develop \
, [ ,
Schemata Active
construction experimentation
Focusedattention —______ Feedback
Usabili
W __| Reflective

observation

Ewova 4-11 To povtédo tov Kiili yia T pébnon pe xprion nAektpovikov mayvidov [115]
Mia evp€wg amodekT EpUNVELR TNG EVVOLXG TNG POTIS YIA TA NAEKTPOVIKA Tty VISLOL Vo TO LOVTEAD

GameFlow twv Sweetser kaw Wyeth [117, 118]. Ta otoiyeia Tov povtéAov GameFlow tapovoidlovtan

oto Zymua 1.
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\ @ ZA®EIX XTOXOI

To wonyidr mpémer vo £yl 60.Qeig 6T6Y0VS 610 KaTdAANAa onpeia

XYI'KENTPQXIH
To moayvidrwo TPETEL v ATOATOVY GVYKEVTPMOT] KL 0 TAIKTNG O Tpémer va
= ¥ givan o€ B¢on va ocvykevTpmOEei oTO TOAYVIdL

ff MPOKAHXH
% Ta moayyvido Tpémel vo givar 0pKETE TPOKATIKA KOL VA TOPLALOVY PE TO
. EMITED0 OEELOTHTOV TOV TOIKTOV

f IKANOTHTEX
—:?%5 Ta woryviore wpémel va vrootnPilovv TV avantoén 6eE10THTOV Kl YVOONG
- EAET'XOX

O oikteg TpEmeL va arcOavovTan 6TL £0VV TOV ELEYY0 TOV KIVI|GE®Y TOVG
g TAVO 6TO TOLVioL

control

;@rﬁ% ANATPO®OAOTHEH

O aikteg mpémer vo Aappavovv KoTdiinin avatpo@odéton o KaTdrinies oTiypés

& EMBYO®IZH
O naikrteg Qo Tpémer va frdvovy Badid adra ko pe afiactn coppeToy To
BN TovioL

5 KOINQNIK'H AAAHAEITIAPAXH
( | Tomayvidr wpiner va etnpiler kor va '61|plonpysi EVKOIPIES Y10 KOWVOVIKY
RN~ oAnlemidopaon

Ixnua 4-1 Ta otoyeia Tov povtédov GameFlow

Av KoL oYK& (pAUVETAL VA UTIAPXEL LEYGAT) OLOLOTNTA TWV OpwV RRUBI0oM (immersion) kot por (flow)
Ta TIpdypata Sev eivat £tol Mmopel 1 epu00LoM va elvat To TPWTOo BHa yia T por) OTiwGS TIPOKUTITEL
Ao TOV 0PLOPO TG «1) aloBN oM ™G EUTIAOKNG WOTE TITTOTA GAAO VA UnV £XEL oTHacio». QoTOC0, 1) PO

elvat éva 181LaiTepo (806 EPTIEPIOG, KAl CUYKEKPLUEVA UL aKpaia EUTIELPICL

Ot Hoffman kot Novak [119] ouykévipwoav TIG KUPLOTEPES EUTIEIPIKES UEAETEG YL TNV POT| Kol

KOTEANEQV GTO TIAPAKATW EVVOLOAOYIKO LLOVTEAO.
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Studies providing empirical evidence:
R
2 1 — Hoffman and Novak (1996)
Amac:;;e"ess ) [ ] 2-Novak, Hoffman and Yung (2000)
\
9
by 3 - Agarwal and Karahanna (2000)
\ ————p 4 — Korzaan (2002)
N°"7E"V A ] 5— Chou and Ting (2003)
@ (VAN 6 — Hsu and Lu (2003)
X v 7- HuangP(2003) ( \
LY 8 — Luna, Peracchio, de Juan (2003
P'ayf;'"ess Y 9 — Skadberg and Kimmell (2004)
@) LEd 10 — Huang (2006)
YA 1= Sanghe;-Franco' (2006)
Pers-onal :;\\ \ “‘ 12 — Choi, Kim and Kim (2007)
Innovativeness |, (R * Construct is used in this study to define flow
U 2 (3) R as a higher order factor
e ——— = AR
\
(€) | |- (1,2) Content / :;\ ' \\\ ¥ Aittilodi
Interface [\ ° N\ N\ Y Ietive
(12) R Behavior
2 T \\ “ 5 X (5)
> allenge s Y ‘\\\ o
D (1 ,2) ’ vy 52
SR L
Flow Learning
2 (1to 12) (1,9,12)
1 1 Y
,2,7,9,12 A f \\
e \
Interactivity 12 s Control /
_ = o
1,2,7,9,12) ' Perceived
' Behavioral
Vividness —’1 ! Control
(1) . (1,3%,10%)
l
7’ ; ~ 1
X’ / =4 Exploratory
4 | .
Ease K s e Behavior /
of use &1 = 1y Curiosity /
611) | ./ < Discovery
1.2 ; i 51 AN (1,2,3,4,5%,10%)
RN —| o1 \
Involvement 1,2 Attention o \ RN ! 4z v
_ 10, Y i
(1.2) (1,2) i / Y |t o %
: ,I PR AN \\
v v = <
1 ositive
oati Purchase /
Perceived Subjective ; Purchase/
---»| Experience/ |----p| Behavioral
Usefulness per : --=» Use
Motivation 3.6.11 6,11 Attitude 46.11 Intention P 1
e (3,6,11) (13" ST (3,4,6,8,11) an
4,6,8,10*,11)

Ewdva 4-12 Evvololoyikd MovtéAa g pong amd SLA@opes ERTIEIPIKEG LEAETES

4.3.2 llapovoia (Presence)

H évvola m¢ mapovaoiag (Presence) opifetau pe StapopeTikols Tpomoug [120]: T'a ipaym™ popd attd
v Lombard kot Ditton to 1997, 0 0pog Tapouvcsio xpnowomombnKe yi [ "ovTAnTTIKy
Pevdaiotnon”. Auto onuaivel OTL 0 ATTOSEKTNG 0 OTIOL0G EEXPTATAL ATIO TV AiaBNoT) TG TTAPOoLOING
Sev elval EVIEPOG OXETIKA HE TNV HECO TIOU XpnoloToleital, SnAadn Oev €xel emiyvwon g

TEYVOAOYIOG TTAvw oV omola Puwvel TV véa Tou Tpaypatikotnta. Ot Witmer kot Singer [53]
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TEEPLYPAPEL TNV TIOPOVGLA LLE SLAPOPETIKO TPOTIO Kot KABOPITEL TNV TIAPOLVOTX G EVXL (PUVOUEVO OTIOU
Ol GUUUETEXOVTEG EXOLV TNV EUTIELPIX TOV VA Elo0L 08 AAAO TOTIO SLVOTTIKG, 0tV KL TO (510 TO CWMX

Sev kveltat 0 ek TOUTOV, 1) TTAPOLCLX Elval ETIONG YVWOoT wg 1 aloBnor tov "Eloan exel".

H cAAnAemti§paom tov maikt pe Eva ayvidy/meptBEAAOV 8IKA av € QUTO EUTIAEKOVTAL KO avatars,
elval apKeTA IBLOTUTIN KoL APKETA LOVTEAX £XOVV SNUOCLEVTEL WOTE va TV e&nynoovuv. o outo to
AGY0 xpnoomonOnke kot 5w 1 Evwola ™G Ttapovciag. H 16éa tporABe amd Tov KOGUO TNG EIKOVIKTG
mpaypatikomras (VR), 0Touv mapampnbnke amd TOuG €PEVUVNTEG 1 EUPAVIOT) €VOG TIEPIEPYOL

oLVVALOONUATOG OTAV KATIOLOG CUUUETEXEL OE EVA EIKOVIKO TIEPSAAAOV.

O Floridi [121] opileL v Ttapovcio ws e&ng:

«Evo. eidog eumeipiag tov "va eloar exel"”, atny omoio copueTE EL YOAOPO,
KATOLO. TEYVOAOYIKN OLOUEGOAGHNON KOl OUYVO. ECOPTATAL OO EIKOVIKG,

repLfaliovion

AVo givat oL TPy OVTES TIOU £XOVV LEYAAT eTti8paomn oV aloBnom ™ mapovaoiag [120], To eminedo
™G SIS PaACTIKOTNTAS KAl 0 peaAoUAG. To TIPWTO, PUOIKQ, elvat I8LaiTepa EVELAPEPOV Y TIpoLGia
ot oY VISLa, SeSopEvou OTLT) SLadPaACTIKOTNTA EvalL Eva KPIGLO KPLTIPLO Yl To BivTeo oy vidia.
Etvai To K0pLo YapakTnploTiko Tou Slakpivel Tar oy vidia amd dAAa péoa. APKETEG LEAETEG EEETAOOY
™ ox£om ™G SdPACTIKOTNTAG KL TNG TIHPOLGLaS Kal SlamioTwoav 0TL To va Tl KATIOL0G Eval
Tl viSL Tov 08nyel o€ LYMAGTEPT aloBN 6T TG TTAPOLGIAG ATIO GTLTIHPATNPWVTAS EVA TIAYVIBL AUTO
utopel va oxeTIeTaL e TO YEYOVOS OTLT SLladpaoTIKOTTA 08NyEl £Ttiong TOG0 o€ VYMAGTEPO Pabud
ot Slokedaon kat o Syepon. G €k TOUTOU, 1 SladpacTIKOTNTA UTopel v BewpnBel wg

OVOTATIKO TIOV ETNPEALEL TNV alloBN oM TNG TTAPOVGIOG.

H Sebtepn mruy) eivar peadiopds O peaAlopos auTOS UTIOPEL val a@opd oV TPLOSIACTOTN
QUTELKOVLOT), GTIV XPT)0T) TOU X0V, 0TIV TPLOSIACTAT ATIEKOVIOT) TOU ATOUOV (oY Lécw avatars) oAAG
utopetl va givart kot cuUTEPLPOPLKOG (0 BABUOG LE TO OTIOI0 CUUTIEPLPEPOVTAL TA ATOUN LECA OTOV

ELKOVIKO X(WPO OOV VA 1]TAV GTOV TIPOryHaTiko [122]).

OuWitmer kot Singer [53] eppiévouv otov oplopo g apovasiog wg petopopd: «H mapovoia opifetal
o0V TNV UTIOKEWEVIKT] EUTEIpiar ToU va Bplokeoal o€ éva PEPOS 1 TEPBGAAOY, akOp Kat OTov

OWUATIKA Bplokeoal o€ GALO».
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TOp@wva pe Toug iSloug [53] ) mapovoia emmpedleTat amd TECOEPLS TAPAYOVTEG:

« [Tapdryovteg eEAEyX0V, 0 EAEYXOG TIOV EXEL O XPOTNG.

o AloBnmprakol Tapdyovteg, 0 TAOUTOG NG TIPOLAAAOHEVNG TIANPOPOPIOG KL ) CUVETTELX PETAED

TwV TPOB0AwV.
« [Tapdryovteg SLAoTAONG, KATA TTOC0 0 XPNOTNG ATIOCTIATAL ATIO TO EIKOVIKO TEEPBAAAOV.

« [Tapdaryovteg peaALo OV, EIKOVIKOG KOl KOWVWVIKOG PEAALGUOG TOU EIKOVIKOU TIEPLBAAAOVTOG.

"Eleyyoc
(Control)

— — —

AioOnoeig (Sensory)

[Iepronacuodg
(Distraction)

Peolopog

(Realism)

Ixnua 4-2 Ta otoyeio g Mapovoiog

4.3.3 Enpu0ion (Immersion)

H eufvbion ypnowomoteiton ywr va meprypdel 1o BabUd OULUHPETOXNG OE €va NAEKTPOVIKO
Tayvidy/mepBdArov. Zta Stapopa BewpnTiKA HovTEda ava@épovtal Sidgopa eumddia Tov Ha
uIopoVoaY Vo TEPLOPIcouV To BabUo aUTIG TG CUMUETOXTS OTIWG 1) KATAOKEUT] TOU TIaXVISIoU, oL

T(POTIUNOELG TOV TIOUKTT K.TA.

TMaikteg TEPLypA@ouv T GUVOAIKT] ERBUBLION: WG TNV eRRUBLoN o€ TETowo BaBpd TIoL 0 TIaKTNG EXEL

TIAE0V QTTOKOTIEL AUTTO TNV TIPAYUATIKOTN T WOTE TO TIAYVIBL Eivart TO LOVO IOV EYEL oMUATIX.

Ot Ermi ko Mayra [123] avapépouv Tpelg Slaotdoels g euPvbons. H mpwtn Sidotaom eivon 1

aobnTikn eufublon Tou OXETICETAL HE TO OTTIKOOKOUOTIKO HEPOG TOU TaYVISIoU. Autr Vv
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VT BAvVOVTAL AKOU KL UTOL TTIOU £XOUV ALYOTEPT) EUTIELPIX OE TIAYVISLAL - OTIWG KOl OL YOVEIG TWV
TouSwv. M AN Sidotaon eivan vt ™G epVBLong o Baciletat oy TTPOKANGCT). OL TIPOKANOELS
utopel v oxeTilovTal Pe KIVITIKEG SEELOTNTES 1] VONTIKES IKAVOTNTES, OTIWG 1) OTPATNYIKY okEYM 1

Aoyr) G emiAvonG TIPoBANHATWV.

Y€ TTOAAQ GUYYPOVA TIAX VIS OLKOGOL, OL XOPOKTIPES KO TX OTOLYELX TNG LoTOPIAG TIai{OUVV KEVTPIKO,
QKO Kal oV TO Tty vidL Sev etvat éva tayvidi-poAwv. Aut 1) SIACTAOT] TG EUTIELPLNG GTNV OTIOIX O
TIAKTNG UTOPEL Vv atoppo@nBel amd TIS 1oTopIEG KAl Tov KOOpo, 1} apxilel va viwbel 1} kol va

ToUTICETAL PE EVaV 1IPWA T) HE EVO XAPAKTTPA TOL TIaXVISLoV, eufBuBlon-gavtaciog.

game
( game structures |

rules story REA
P audiovisuality
L. S = _interface .

I
I
I
|
|
I
I
| . SEHSOT'_Y
| . immersion
gameplay
: ' experience,
| player’s
- interpretation of . et
: v challenge-based  imaginative
\ - immersion immersion
I
I
I
I
|
i

et B T —

. motivation
social context o L
,,,,,,,,, motorics . cognitions emotions

N player

Ewova 4-13 To SCI-povtédo ipoodilopilel T Tpels Baoikés Sotdoels g epfubiong

Tevikd 1 euPUOLOT avaPEPETAL WG EVAS OPOG TIOV TIPOEPXETOL ATTO TNV TIEPLOXT] TWV TIAXVISLWOV Kot
IOV UTopPEL va xpnootomBel Yo va eeptypalet to Babud eumAokng He éva Ttayvidt VTTOAOYIoTH)
([124], [103]). AuTdg 0 BaBUOG CUUUETOXNG UTIOPEL Var Efval ETLPAVEIXKOGS (eUTTAOKT), BaBUTepPOG

(engrossment), 11 CUVOAIKOG (TIAKTES TIOL EIVAL ATTOKOUUEVOL ATTO TNV TIPOY LATIKO T TCL).

4.3.4 Epmiokr) (Engagement)

“The emotional, cognitive and/or behavioural connection that exists, at any point in time and over time, between a

user and a technological resource”

OL TEPLOCATEPES UEAETES TIAV® OTNV EUTIELPIA TOV TIAUKTI) ETUKEVTPWVOVTAL GTO VA EENYICOLV YT

NAEKTPOVIKA T VISLA/TIEPBAAAOVTX EVAL TOGO EAKUGTIKA.
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H epumloxkr) (engagement) eivai £vag Gpog TIOL XPTOLLOTIOLELTAL YL VO XOPAKTNPLOEL Lot KATAOTAOT
EUTIAOKNG HE EVAl KOPUATL TOL AoyLopiko. 'Eva oy vidt Bivteo pe pa ammoAouoTtiky epmelpiar taikm
Aéyetan 6Tl elvat Seopeutikd (engaging). Evw otov 6po €xouv 800l Siapopeg onuacies o
BBAwoypapia (dnAadn Lindley et al 2008 Douglas kot Hardagon, 2000), oto povtéAdo g Lazzaro
(2004) 1 eumAokn €vOG TAUKTI ATIOTEAEITAL ATIO TA TECOEPU «KAEWSI» TG SuvaTiS SlaokéSaomG
(Hard Fun) ( mpoxAnong), ms EVkoAng Siaokédaong -Easy Fun (ue otoiyeia v eufubion, v
TIEPLEPYELX KOUL TNV ATIOAQUOT)), TWV UETARAAAOUEVWV KATACTATEWV (CUYKIVNOT), XOAAPWOT) KOL TOU

avBpWTIVOL TIapdryovTa (KOWVwVIKN aAANAETSpaom).

Ot Mayes kat Cotton [125] opiouv TV UTTAOKI G GYEOT UE TA TIAVISIO TOV UTIOAOYLOTY, WG ™
SlloKESAON, TN CGUULETOXT Kol T Kwvntomoinor. ‘Ocov agopd ta computer-based mepiBaiiovta
uabnong, o Jones [126] opilel MV €UTAOK WG Eva GLUVELACUO TNG YVWOT|G, EVSLPEPOVTOG KOl
EPEOIOUATWVY TTOV 081 YOUV ATO TO APXIKO EVSIHPEPOV BTN CUVEXT] XPTIoM Tou TiepBdArovtog. Xe
oxeon He To Ymerako Tayvidt o Prensky [127] ava@épel cuvoAKA SwEEKA XOPAKTNPIOTIKA TIOU
UTTOPOVV VA GUUBAAAOLY TO KABE EVa ATIO U TA EEXWPLOTA GTNV EUTIAOKT) TOU TIAKTN: TV Yruxaywyla,
TOUG KAVOVEG, TOUG GTOXOUG, TN SIS pACTIKOTNTA, TNV (VATPOPOSOTI O, TV TIPOCUPHOCTIKOTI T, T
VKT, ™V TIPOKAN 0T, TNV £MiAVON TIPOLANUATWY, TNV KOW®VIKT) 0CAANAETISPOOT) KL TO QPTYNUOTIKA
otouela [128].

Ot Chen et al [129] oto Digital Games Research Group (DGRG) tov University of Washington (DGRG)
TIPOVGIOCAV VOl LOVTEAD TNG EUTIAOKIG 0T TIAVISLX aioV evpEpWBNKAV aTtO SIPOPETIKOVG
EMOTNUOVIKOUG KAGSOUG. XTO HOVTEAO TOUG 1) EUTIAOKN TEPAAUPAVEL TIS OLACTACES TOU
EVOLAPEPOVTOG, TNG TIPOCOXTG KAl TG eUBUBIONG Kot omOTEAEL WA ETTEKTAOT TOU APXIKOV TOUG

HOVTEAOL.
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Usability Testing

Post-test

System Effective & Understand Enjoy Accept Game Ability to Project
Responsiveness Appropriate Ul Audio / Video Audio / Video World as Real Self into Game
Predictable Interface S e
. Fidelit Identification
Interaction Usability deltty s
1
|
Improvement 1 A
thru Learning /
< Immersion
»
Task Ve
Performance Out of Game Create Lasting
Socialization Change in Game
\ v \/
Level of A Social
—»| ENGA! ENT |<—/ Interest -+
Challenge E GEM; [ Relationships
/
i /V\- / /\
A 4
s Z
b 31 ya age(l:ch;ngm 0 In Game
L Motivation Curiosity & Level i T wlysiateg Socialization
of Exploration Characters
Model of Engagement in Games (25-Feb-2004) Personal Interest
Desire to
i Play More in genre, content,
KEY: characters, theme Mark Chen
Elisabeth Cuddihy
Observe during Measure with Eliana Medina
University of Washington

markchen@u.washington.edu

Ewova 4-14 To povtédo ¢ epmAokr|s katd Chen et al

Ot Hart et al [130] oV £€peuva Toug e@Appooay Eva LOVTEAD OTIOU 1| EUTIELPIO XPT)OTH ETMPeAleTaL

QT TNV EUTIAOKT] TOU XP1IOTN 1) OTIOIA TIPOKUTTTEL WG 1) CAANAETISpAGT) TNG POTIS KAL TG TIAPOVOLOG.

INTERACTIVE FEATURES

Interactive Objects, 3D Environments,

Avatars, User as Social Actor

AFFECT
(Mood, Emotion & Arousal)
FLOW l PRESENCE

i (nvolvement

USER
ENGAGEMENT
(UE)

USER
EXPERIENCE
(UX)

Ewova 4-15 To HoVTELO TNG EUTTIAOKTG OE GXEQT LLE TNV POT} KL TNV TIapouaior
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4.3.5 Ikavomoinon (Satisfaction)

Opl{ouE TNV IKOVOTIO MO, WG TNV IKAVOTIO 10T 1] EVXAPLOTNOT), TIOL TIPOEPXETAL ATIO TNV EVAGYOANON
pe éva moayvidt N éva mepBdAiov. H wavomoimon BéRaiar elvar €va TOAD UTIOKEWEVIKO
XOPOKTNPLOTIKO TIOL elval €§ oplopol SUoKoA0 va petpnBel, Sedopévou OtTL e€aptdtal amod Tig
TIPOTOELS TOU KABe TalkTn, oL omoleg empPedlouv TNV IKAVOTIOM O TIOU TIPOEPXETAL QTIO
OUYKEKPLLEVA OTOLXEIQ TOL TIAVISLOU (XOPAKTIPES, EIKOVIKO KOG Ko TIpokANo€Ls). OtJ.L. Gonzalez

Sanchez et al [96] avapepouv ooy XOPAKTNPLOTIKA TG IKAVOTIOmoMG:

AwaokéSaon: O Babuog StaokéSaong elvat pa amd o OepeAlwSeLg IBLOTNTES TNG IKAVOTIOMONG TOU
Taikt. O KOPLOG OTOXOG €vOG ToUXVISIOU eival va SlaoKeSAOEL KAl wG €K TOUTOU, &va

Tl viSL/epBaAAov Tou Sev eivat SLaokeSAaTIKO SeV eIV EAKUOTIKO Y10 TOUG CUUUETEXOVTEG.

I'evikd 1) SlaokéSaom €xeL oav SIGTACELS NG, TV VYMAY] Siéyepon (arousal) kot To BeTik6d 60€voc.
BéBata Sev mpokaAolv 6Aa Ta Ty viSia To aloOnua G SlaokeSaong Gueca (TLY. Ta Toyvidiax
TPOWOL 1) eMIPBiwoTNG) CAAX YEVIKA 1] KaBapr) cUVAICONUATIKN EUTIELPIA TOV VA TIaEL KaVEIS TTayvidia
B mpémel va mepapfavel ™ Saokedaon [131], [132]. e oxetkn gpevva tou o Malone [85]
SlaTioTWOoEe OTL oL BAcIKOL TTIAPAYOVTES TG SIICKESAONG EIVALT) TIPOKANOT), 1) PaVTACIX (TTapOUOLaL LIE

TNV Q@1 YNo™) KoL TEPLEPYELXL.

Emitevypo: To emitevypoa amoteAel éva amo Ta faoKOTEPA KOl TTAEOV ATIOSEKTA KIVI TPA TWV TIUKTWV
TV ToxVISwv [133]. Ot xprioTES IOV EMINTOVY TNV EMUTEVEN CUUHUETEXOUV OE QUTA SLOTL OE AUTA
UTIAPYOLV TIOAAOL TOLEIS OTOUG OTIOIOVG UTIOPEL VO EVTPUETOEL KAVEIS Kol va StakplOel péow g
emidoon tov. Ta (Sl Ta oy vidia facifovral otnv EEAEN Kal, KAT EMEKTACT), OTNV IKAVOTITA TOU

XOPOKTNPQA, TOL KT SnAadT), va KATAPEPEL VA TIPOY LATOTION|OEL TAL SIKA TOU avEparyaBrpata.
E8ikdTepa, 0 TopyovTag TG EMITEVENG EUTIEPLEXEL:

»  Tnv e&éAén-mtp6odo, katd v omola o TTaK TG/ CUUUETEXOVTAS ETILLNTA TNV TTPOOSO KAL TN LEYLOT
Sovap.

* Tnv evaoxdinom oe BaBog pe toug pnxaviopols tou TayviSlov/mepBdAlovtog, SnAadt pe

SLPOPOLG KAVOVES KL TIAPAUETPOUG, TIPOKELLEVOL VA ETILTEVYOEL 1) PEYLoT amdSoo).

90



» Tov avtaywviopo, &nAadn v embupin va TPokKoAsl Kol vo avtaywviletal GAAovg

TIUKTEG/ CUUETEYOVTES, EITE EVAVTLX OTO AOYLOUIKO, ETE EVAVTIA 0TOVG (510UG

*  EAKUOTIKOTNTA: 1 EUXAPIOTNON KL 1] IKAVOTIOMON TOU TIA{KTN HE CUYKEKPUEVEG TITUXEG TOU

T VLSOV TIOL TIPOUGLALOUY EVELOPEPOV WOTE VAL KEPSIGOUV TNV EUTILOTOCUVT TOU UK.

» Social interaction (Kowwviky AMnAemiSpaon): Ta mayvidie mpémel va ompifouv kot va
SNUOLPYOVV EVKALPIES Y1 KOWWVIKT) cAANAETIISpaoT). L0TOG0, EVUL CAPWGS EVA LOYXUPO OTOLKELD
™G eumelplag Kabws LTAPYXoLV GvBpw oL ToU Tailouy TAKVISIA Yyl TNV KOW®VIKT

CAANAETIISpaoT), £0TW KaL av SEV TOUG APECOLVV TA T VISLa 1) To oy vidt Tov TtaiCouv [109].

O T pryovToG UTOG ATIOTEAELTAL AUTIO TIG £811G UTIOKOTIYOPIES:

"  Tnv KoWwvIKOTTA, 1) 0Tol0t TEEPIAXUBAVEL TN GUXVI] GUVOLALX KoL ETIIKOVWVIAL LE GAAOUG TIAIKTES;,
OUXVA LLE TN Hop@T) cAAnAoonOeiag.

*  Tnv emBupla yla avaTrTuEn EMKPIVOV KAL LE VOO GXECEWV UE AAAOVG XPIIOTES.

" Tnv opadikoTTa, TTOU EKPPATETAL LEGW TNG OAOKAT)PWOTG OHASIKWY ATIOGTOAWY KL YEVIKOTEPQ

NG EVAOYOANONG E OPASIKEG SPAGTNPLOTITES.
4.3.6 Evypnotia (Usability)

To va pmopéaoet Evag TTalk TG/ xp1oTng vog TTayviS1oU /TepIBAAAOVTOG VX ATIOKTIOEL T LEYOAVTEPT)
KO TILO EUXAPLOTN EUTELpior Ba TIPETEL VAl pnv UTIdpXoLV epttodia. TETola pmopel va etva auTd Tov
OUVSEOVTAL LLE TNV EUTIELPIO TOL XP1|OTN ATIO T1) XP10T) TOL T VISLoU (OTIwG To emimedo SUCKOALNG)
N A0 UTA TIOV €XOVV OXEON HE XEPLOTIPLY, EPYAAEiRt TOL TaYVISIOU KTA. AnAadn HE TITUXES TG

guxpNnoTiog.

Ot Gilleade kou Dix [134] Staxxwploav TV AIOYONTEVOT) TOL XPNOTH TOU TPOKUTITEL QO EAALT)
XEPLOTIPLX KAL ETIPAVELES SIETOPNS KoL 0TV pEoa amd To Tayvidt (in-game) amoyortevon (Ttou
TIPOKVTITEL QMO AOAPEIG 0TOXOUG, TIAONYNoN Kot Trapopola pofAnpata). H mpw eivan mévta
EMOU Y TNV eUmEpia Tou gameplay, v 1 in-game omOYoNTELOT), OTIWG CTHUEWWVOUV OL
[Jsselsteijn et al [105], Sev eivan tavta emdnpo. [oAAEG oOpPES 1) in-game atoyor|TeEVoT TOL TTa{KTN
utmopel va odnynoet tov maiktn oy epmepia va Puwoet Fiero (Jua ttodkn AEEN yia Tov Tpocwiko

Bplapfo), cupwva pe v Lazzaro [109].
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Ot Valerie Mendoza kot David G. Novick [135] peAétnoav tnv euxpnotio o€ oX€om e TN HaKPOXPOVIX

XPNOT LG L0TOOEASHG Kot SlmioTwoav OTL PETA atd oKTw £Souddes xprong petaAnonke n

Episodes

35 q

30
25
20
15
10

5

0

P 8

7

/ X,

e

A N

.

/ Sy

P T -
e = ,:\;/i \\"X“/’\\\w
3 4 5 6

1 2 7
Weeks
—e— Hard to find features (1) —=— Missing Feature (2)
O/8(3) Network,Browser (4)

—x— User Error(5)

8

OXEOM TWV XPNOTWV UE Slapopa
TpoAnpaTa evxpnoTIaS.

Ta amotedéopata auta €dei&av
OTL Ta €16n TwV AaBwV ToL ival
IO XOPAKTNPLOTIKA ot
oVUPBATIKEG SOKIUES ELXPNOTIOG
elvat TBavov LKp1G onpaciog o€

LEYOAVTEPESG XPOVIKEG TIEPLOSOUG.

AN\eg SlaoTAOES TG EUTEPIAS

XpNoT Ta omola avapépovtat

OTNV AVAQEPOLEVT) € NAEKTPOVIKA Traiy VIS BUBALOYpapiar elva QUTA TOL TIHPAKATW THVOKOL

Xtoiyeio UX Meprypapn BiBAoypagia
MMpoxAnon H Sokipacio twv Se€lottwyv Twv [136]
(Challenge) naBntwyv, Tov kabopiletal o emimedo [137]
WOTE VA SLIEVPVVEL TIG LKAVOTNTEG TOV [85]
[117]
[103]
[138]
[139]
[104]
[109]
[140]
davtacia / davtaoTiko TEPLBAALOV, oL xapaktipes  [136]
ag@nynon NN wotopla mov pmopel va otaBel wg pix  [85]
UETOPOPA ATIO TOV TIPAYHUATIKO KOGHO [105]
[139]
[104]
[140]
Avatpo@oddtnon Avtamokplon og evépyeleg 1) oty mpoodo  [85, 141]
HEOQ OTO TIALYVISL [117]
[127]
Ta@eic Xtoxot Ta@eic otO)0L IOV £YOoUV VO KaL eivat  [85]
EQIKTOL aAAG SlevpVivouy Kal TIg [117]

LKOVOTNTES

92



AloOnTika ZUUUETOXT) O€ OTITIKA KoL XN TIKA EQE [85]
epebiopata [127]
Kowvwvikég ttuyxég/  Tailovtag pe 1) evavtia o GAAovg [117]
KowotTnT«A avOpPWTIOUG LE TNV KOLVWVIKT) [136]
aAANAemtiSpaon péoa Kot £Ew Ao TO [105]
Ty vist [139]
[140]
MpocappootikoTnTa H Suokodia tov Tayvidov 1 1 epyacia [142]
/ E€atopixevon avtopuBuileTat avaAoya pe To emiTeSO
LKOVOTNTOG
AvBevtikotnTa / H ewdva, o 106 Kat Tt @€ Kat ot [143]
PeaAiopog / Fidelity  ovumepipopég tou yapaktipa
OUVUBAAAOVY GTO VX KATAOTEL TO ALY VISL
L0 PEAALOTIKO KOl TIELGTIKO
AvVTay®wviopnog Mmopel va elvat pe AAAOLG 1] LE TOV equTo  [127]
TOV, UE OKOTIO T1) BeATiwon [105]
[140]
'EAeyX0G 0 exmadevopevog/mailkng elvat oe 0éon  [117]
va SlayelploTel kal va KatevbuveL Tig [105]
SIKEG TOV EVEPYELEG OTO TIALYVISL [140]
[103]
[110]
AnpovpykotnTa XPNOLUOTIOLWVTAS (PAVTACIA YL TNV [136]
emMiAvon Twv TPOLANUATWY 1) KAL TNV
TAPAYWYN AVTIKELEVWY GTO TTaLXVISL
Muotipuo / To otolyeio ™G kKawvoTopiag, n EKkmAngn [85]
MEPLEPYELX KQL 1] TTOAUTTAOKO TN TA LEGA GTO TTaLXVISL

4. 4 Xpovog ko Epmepia Xpnjotn o< VLEs

[w¢ OpWG PETABAAAETAL ) EUTIELPIA XPT)OTI LETA TNV TIPWTT) EUTIELPIN, LETA ATTO EVAL PNV, LETA ATIO
&va XpOVO Kol TG OTO TOV apXIKO €VOOUCIHOUO TEPVAUE OTO VA YIVEL TO TIPOIOV

(o viSy/Ttep BAAAOV 0TV TIEPITITWOT LOG) AVATIOOTIAGTO KOUUATL TNG KABTUEPIVOTNTAS LG
T CUVUUOON AT VTIAPYOVV SLAKUUAVGELS LLE TO XPOVO.

Ot BpoyumpoBeceg LETPNOELS TNG EUTEPIOG TOV XPNOTN SV TIPOPAETTOUV TIPOYHATIKES EUTIELPIES

KOGLOU OUTE KAL TNV 0POCIWOT TWV XPNOTWV

H Kujala [144] woyvpiletar 6Tin ndovic) moldmrta (suxapiotnon) aviavel o€ pakpotpdbeopun faom.
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> P &

Dymua 4-3 H advénomn mg ndovikig motdmrag odnyei o€ emituyia Tov Tipoidvtog

AvtaywvioTikol TapayovTteg Tov BEATLOVOLV 1) ETIBEVWOVOUV TNV HOKPOXPOVIA EUTIEPIN XPTOTH

QVOPEPEL OTL UTTIOPEL VX Elvat:

Ma6non

Kowwvikémta kot status
AwoOntua) kau Siéyepon
Efatopikevon

Néec uTmpeaies, EEAPUOYES K TA.

XapnAn oldTn T

H guypnortia yua peydio xpoviko Siaotpa
H @uowm @Bopd tov mpoidvtog

H amwAgio g kavoTtopiog Tov TpoidvTtog
H ovykplon pe dAa mtpoiovta

Ixmua 4-4 Tapdyovres BeAtinwong 1 pm TG LaKPOXPOVIG epTtelpiag XprioT

KataAnyovtag Toviel 0Tt ol eTaupeieg Tov BEAOVV va £X0UV TILOTOUG TIEAATES TIPETTEL VAL BEATLOGOUV

TN LOXKPOTIPOBETHT EUTIEPIN XPTOTH TWV TIPOIOVTWV KL UTINPECLWV TOUG,

H Siaotaon tov xpovou cOp@wva pe tov Nacke [145] etvat vag ToAD 6NpavTIKOG TPy ovTag TOGO
Yy tov oxeSlaopo 600 kot yi v a&loAdynon evog TEtolov TEpBOAAOVTOG. ‘OTIwG avapepeL M
XPOVIKI] SLACTAOT) TWV TIUXVISIWV GUVSEETAL OTEVA JLE YUXOAOYIKES EVVOLEG, OTIWG 1] pO1] KaL 1) BuBion
/ mapovoia. OL LETPOELS TNG epTelpiag etmped{ovTal o€ LEYOAO Babpo artd ™ xpovikn SlaaTaon Tou
TIAYVIBLOU EVWD AVAPEPEL OTLTIPOG TO TIAPOV SEV VTIAPXOUV KOV ATIOSEKTEG KATEVOUVTIPLESG YPOULES

YL TO TIG 1) EPTIELPL Xp1i 0T BploKeTa 0€ oY €oT) L T XPOoVIKT SLdoTaom Tov Ty vidov. ‘0co apopd
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0TO OXESLAOUO VOGS TETOLOV TIEPIBAAAOVTOG KEVTPIKIG ONUAGIAG VAL 1] IKAVOTITA TOL VA KPATIOEL
Tov Tkt péoa oe autod. Eivar xowd to mpofAnua 6t ToAAOL TAUKTES EYKATOAEIMOUV €val
T v/ Ttep BAAAOV TPV U TO TEAELWOEL SNAaST Sev amtokToUV TV TIAT|PN Al TG EEVSUOTIG TOUG

LLE ATTOTEAEG LA TV LN LKAVOTIONOT) TOUG,.

Imv ¢ékBeon Twv Playnomics (www.playnomics.com) o6mou cuvAAéxBnkav Sedopéva  amod
ekatoppOpla social games katd ) Siapkela Tou Tpitov Tpymvou tov 2012, Bpébnke 6TLTo 95% Twv

ApEpIKOVOV TIXIKTWVY EYKATAAEITIOVV TO TIALYVIOL LEGK OE TPELG LEPES

Significant Drop Off in First 3 Days

954 of all US players acquiredin Q3 eventually lapsed

About 90% of these lapsed players only play one day

Long-term retention of players is
DAY 1 ’ strongly tied to early engagement
89.6% L

Imperative to focus on early retention campaigns

DAY 2 @ The vast majority of the (10%) remaining users
fall off after day two or three

DAY 3
11%  DAY4 DAY5 DAY6 DAY7 DAYS8 DAY9 DAY10 DAYTl

0.8% 0.6% 0.5% 0.5% 0.4% 03x 0.3 0.2%

Ewova 4-16 H eyxatden)m evog ayviSlod ap&yovtag i tkavoTioinong
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0 Nacke [145] mapovciace eva evwoloAoyKo TIAAUGL0 HEGK ATTO TO OTIOL0 TIAPOVGLALETALT) SLOYPOVIKN
€CEAEN NG eumelplag xprio. Avaépel 8e
OTL auT| pPTopel v etmpeaoTel Slapecov
TOU XPOVOL TOCO ATO TPOTIOTIOMCELS TIOU
yivovtal oto moaxvidt (yo TopdSerypa
0AAOYEG OTO AEITOVPYIKO ETIEPOVV KoL 6TO
TUXVIOL €POCOV OVIKEL KOl OUTA OTO
AOYIOMIKO) av Kol Ol OAAXYEG OUTEG
avadvovTtal 0Tav 0 TAKTNG CAANAOETIOPG
TAfOV pE TO TauYVid, o©€ OoAAXYES
(cwpatikég, PUXOAOYIKEG) TTOU APOPOVV

TOV TaKTN OAAG Ko EVPUTEPEG OAAXYES

(KOWWVIKEG,  TOAITIKEG  KTA)  TOU
Ewova 4-17 To mhaioo g PX (Player Experience) oupBatvouy YEVIOTEPX om
TPAYUATIKOTNTA TOU XPNOTH/TaikTn ue

QMOTEAEOUA OAWV QUTWV VA UTIOPEL va
vmootnpyBel 6TL N epmelpia xprotn Popel v eKTUNOEL Yot Vot GUYKEKPLUEVO XPOVIKO omuElo.
loyupietal 6€ OTL HTTOPOVLE VO GTNPLXTOVLE OE TIPOTYOUHEVES EUTIEPIEG CAAX VA AV TILETWTIICOVE

TIG LEAAOVTIKEG, TIOU TIPOKUTTTOLV OTIO ONUEPLVES LLAG EVEPYELES, AV EVAL LOPO KOUTL

4.5 IIpotewvopevo Movtédo

'Omtwg €yeL Ndn avapepbel 1 afloAdynomn ¢ eumelpiog Tov xprnot (UX) epevvd To TG Eva ATOUO
aLoBGveTaL amd TN Xp1om €VOG GLUGTIUATOS (TTPOIOV, LTMPESIX, UN-EUTIOPIKO TPOIGY, 1] CUVSLACHO
auTtwv). H aloAdynom g epmelplog Tou Xp1ioTn YEVIKA UTTOPOULE VA TIOULE TIwG EVAL LA LSLoiTtepn
Kot SUOKOAT Sl IKAG o WOTE VO KATOATEEL O€ KATIOLX ATIOTEAETUATA, SESOUEVOL OTLT) EUTIELPIA TOV

XPNO TN EVAL VTIOKEEVIKT), Kol EEXPTATAL ATTO TNV SUVALKT) KOL TNV TIdpodo Tov xpovou[18].

TN onUeEPIVI TIPAYUATIKOTI T UTIAPYXEL LEYOAO EVSLUPEPOV TIG EPELVAS YIX TNV OXEOT) LETAED) TV

TEPBOAAOVTWY PABNONG - NAEKTPOVIKWV TIUXVISLWV KAl TNG eKTaidevons Kabwg auTtd €xouv Tov
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TPOTIO VA TIAPAKIVOUV KUPIWG TOUG VEOUG (OTE VA XGXOAOUVTAL LLE OUTA HE EVAV LOVASIKO TPOTIO, KATL

IOV G€V KAVEL 0 TUTIKOG TPOTIOG eKTT(SEVONG.

"Epevuveg mov g€etalovv T Kivitpa cuppeToxns o mepBorrovta/moyvidia (VLEs, MMOG k.o.)
UTTOPOVV VA Ta§LVOUNB0UV OE TPELS EVPELES KATNYOPLES, avdAoya e To Tiedio To omoio KaAUTTToUV: (0r)
XOPOKTNPIOTIKA YVwplopata Tou ekovikol TepBarrovtog, () Puxoroyia twv maktwv, (Y)
yvwaoTikol (cognitive) kot avtiAnmrot (perceptual) Tapdyovteg Tou emmpPed{ouV TV OTACT) KoL TNV

OUUTIEPLPOPA TWV TIXKTWV.

OL TIEPLOGOTEPES, OUWG, HEAETES TIOU EXOLV SLATIPAYUATEVUTEL TO CUYKEKPLUEVO OVTIKEIUEVO €XOUV
KOTaypaPEL TIEPLOGOTEPA ATIO VA KIVI TP TTIOL CUEAVOLV TV CUULETOXT O€ TIEPLBAAAOVTO/ T VISIa
OTIWG: ATIWAELQ TG AloBN oG TOL XPOVOU, ATTOANUGT) TOU TIAYVISIOU, TNAE-TIAPOVOILN, EEEPEVVIOT TOU
T vISL1oV, Yruyorywyla ko KGALm Touv eEAeuBEpou xpOVov, GUVAILOOTLATIKT] EUTIAOKT LLE TO TTOXVIOL,
Sluyn omd TNV TPAYHATIKOTNTA, KOWWVIKY KOVOTIoMon, aioBnon Tou  emTelypatos,
gvBoLCLAG GG, TIPOKAT 0T, VKT Yot SOV, TIPO0S0G GTO (810 TO T VISL, LY OVIKT) TOU I VISLOV,
QVTAYWVLIOUAG, KOWVWVIKOTIOMOT), 6X£0T) LETAED TWV TIOUKTWV KAl OLASIKY TIPooTaBeLn, aloOnpa g
aVOKGALYIMG, LTTOSLVOM EVOG POAOV, TIPOCWTIOTIONUEVT AOYIKT] TOU TIXVISLOU Kot SLi@uyT orto T

TIPOrY LATIKOTITOL

A6 TOUG TIOAVAPIBUOVG TIAPAYOVTEG TIOV €XOUV TIPOTAOEL ATIO OAEG TIG TIAPATIAV®W UEAETEG WG
OTOLELX TNG EUTIELPLAG XPNOTT), PAUVETAL LOLALTEPT) EVELUPEPOLVOA T) SLEPEVVNOT), TWV TILO CT)ULOVTIKWY

amd aUToUG, Ao TV TTapovoa Sletpifn.

OL TE0OEPIG TIAPAYOVTES OL OTIOIOL EVTACGOVTAL GTIV EPEVVITIKN TIPOGEYYLOT) TG EUTEPING XP1IOTN
Kot Ba e€eTaoTovy elval 1 avtidapfavopsvn kavotoimon (satisfaction), n pony (flow), n apovasia

(presence) ka1 euxpnoTia (usability).

Avagépape TTapamavw Tws oL Bactkeg EVVoLEG TIov &nyovv Ta kivitpa udbnong o Tplodlaotata
mepi3dAdovta / mayvidia eival 1 pon, N @avTacia, 1 TEEPLEPYELN, 1] TIPOKANGCT] Kot 1) SLioKESAOM).
Emiong avapepape 6Tt Baotkd XapaKTnpLoTIKO Yo TNV EVICXUOT) 1] ATOKTIOT VEWV EUTIELPLIV 0T

ELKOVIKA TIEPBAAAOVTO IO TEAEL KL 1) alloBN oM NG TTAPOVGIAG TOV XP1|oTY.

"EtoL av BéAaypie va afloAoyrioovpie éva TEToLo epBAAAOV Ba TIPETTEL VO TO A&LOAOYT|COUNE PECA ATTO

TIG SO TACELG TNG TIAPOVOLNG, TNG POT|G, TG SlaokeSaomns KTA. Ta Tapamdve amoTteAoVV oToxelo TG
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eUMElplag xpio o€ elKoVIKG TrepBaAdovTa udBnong kot HOAoTA oToEl OTIwG 1 POT Kot M
eUBUBLON APOPOVY TNV HAKPOXPOVLX XPTIOT] TETOLWV TIEPLBOAAOVTWV.

[Tepoutépw, adifel va onuewdet 6tL ) avtdapfavopevn amdéAauon, 1 amwAgl g aioBnong tov
XPOVOU Kal 1] amédpaoT oo TNV POUTIVAL TIPOEPXOVTAL ATIO TNV TUTOAOYIO TwV avOpwTvewv
eumelpwv tov Csikszentmihalyi [146]. O Csikszentmihalyi avémtuée pa tumoAoyla yux v
KOTAVON Ot TwV SIPOPETIKWY TUTIWV TWV oVOPOTIVWVY EUTIEPLWYV, 1) oTolar Bplokel Slaitepn
EPUPLOYN OTNV KATAVOT0T) TWV KATOVOAWTIKWYV EUTEIPLWV. AKpoywviaio AlBo ¢ Bewplog amoteAsl
1N Tapadoym OTL o koA {wn xapakmpletal amd v amoAUTn amoppd@non TOU ATOHUOV Ao
SpacPLOTNTA TOV, 1) oTolor BLOVETAL WG AVTOOKOTOG. H kavoTtoinon tou atdpou Sev tpoépyetat
amd TO AMOTEAEOUA TNG TPOOTIAOEIRS TOU 0AAA aTO TN SPACTNEOTNTA Tov auT Kabout. H
ouvykekpévn Bewpnon  (flow experience) oyxetietar oe peyddo  Pabud pe  Ta
mep3dAiovta/mayvidla, Ta oTola aTmoTEAOUY Ml SpacTnpOTTA TIOU AMACYOAEL TO ATOUO OF

HeydAo Babuo kot Evraon.

H Sidotaon g euxpnotiag xpnoyoTon)BnKe we OTOLXED TNG EUTIEPING XP1IOTN ATIO TNV GTLYMT) TIOU
1 €ukoAla ot xprom (ease of use) ATMOTEAEL ATTAPAITNTO GTOLXEID Yl TNV EUTIAOKT] TOV XPT)OTH OF
TETOLX TIEPLROAAOVTX LOLAUTEPXL TNV TIEPITITWOT) LAKPOXPOVIAGS XPT)OTG.

Ot TTapamavm SIACTACELS ERTIELPIAG XP1OT KL T ETMUEPOVS XAPAKTNPLOTIKA TOUG QTEIKOVI(oVTOL

oTo Zxnua 4-5.
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Pon

EuykivTpwan (Concentration)

Konwvikn aknhemidpaan (Social interaction)
Eageic Zroxol (Goal Clarity)

Behtiwaon ywwong (Knowledge improvernent)
Avadpaon (Feedback)

Mpdiinan (Challenge)

AuTovopia (Autonomy)

EppoBian (Immersion)

Zxnuo 4-5 To TPOTEWOUEVO HOVTEAD
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Ke@alawo 5
Me0Bodot A§loAoynonc o 3D-VLEs

Friend to Groucho Marx: “Life is difficult!”
Marx to Friend: “Compared to what?”

5.1 M£0BodoL AfloAdynong Metpikwv UX o€ VLES

Ot Calvillo-Gamez et al [147] dnuwovpynoav éva epwtnuatoAdylo mov ovopacav CEGEQ (Core

elements of the gaming experience questionnaire) e T €611 XXPAKTNPLOTIKA:

Yvvolo KAlpaka Metpikég

EpwTi)cE®V

38 7 B&OBua | 8 (CEGE, nAektpovikod mayvidy, puppetry, Gameplay,
M£0080gc: after [Tepiairov, ‘EAeyx0G, KupLOTNTA, TTAPAYOVTES
game Stevk6ALVVON Q)

Q¢ puppetry opiletoit cAnAemiSpacn pHeTag Tou ikt KoL Tou Ttayvidiov. H cAAnAemtipaon aut)

ETMNPEALETAL ATIO TOUG EENG TIAPAYOVTEG: EAEYXOG (control), kuplotnta (ownership) kat oL Taparyovteg
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StevkoAvvong (facilitators). MOAG 0 TaikTng T{pVEL TOV EAEYXO TOU TIAXVISLOV, XPTCLUOTIOLWVTOG
TIOPOVG TOL TIALXVIOLOU WO TE AUTO VO AVTATIOKPIVETAL OTLG EVEPYELES TOV, TOTE ATIOKTA TNV KUPLOTNTA
oe auTo. Q¢ KupLOTTA opiletal 1 avdAnym amd Tov TalKT ™G VBV YIX TIS EVEPYELEG TOU
Ty viSLov. Ot apdryovteg StevkoAuveong opl{ovTal o XpOvog, oL aLONTIKES aEle Kol OL TIPOT)YOUHEVES
EUTEIPLES. ALOBNTIKES aleg PTTOPEL v EIVALT) EAKUGTIKOTI T TOL TIAYVISIOV (DOTE VO TOV TIPOCEAKVUGEL
VA TIAUEEL YL TIEPLOTOTEPO XPOVO, 1] LOVGIKT| ETTEVEVOT) TIOV {0WG TO KAVELTILO EAKVUGTIKOG, 1) SlaokESaom

IOV TIPOOPEPEL KTA.
To povtéAo CEGE omoio ypnowomomoav cuvolsiletal o€ Tpia onueior:

1. H Betwkn) epmepia xpriotn (SlackeSaon) MPOKVUTITEL ATTO TNV AVTIANYT TOL TTAlKTT YlA TO
ALY VISL KoL TNV aAANAeTiSpaon e auTo.

2. Puppetry, n aAAnAemiSpaocn tov maiktn pe o mayvidt Stapop@wvetal amd To alodnua
EAEYXOVL KL KUPLOTNTAG OE AUTO.

3. H avtiAnym tov ok yia to moayvidt Stapop@wvetal emiong amd to mepBAAAov Kal To

gameplay, Ta omola emiong Mapdyovv StackESaon.

Rules
it

ph
Video-Game
Puppetry
Acsthetics
Prev. Exp.

Ewdva 5-1 To povtédo CEGE

Ot Lemay ko Maheux-Lessard [148] xpnoylomomoav pua pé6odo pe TapOpoLo XapaKTNPLOTIKA LLE TO

AttrakDiff.

Yvvolo KAlpaka Katnyopieg
Epwtnoswv
26 7 BaOuax  TuvoAlkn a§loAdynor, TOU A@OPA OTH YVWOTIKY

Slkotaon, OTWG oL TTEMOLONOELS, 1] YVWOT), OL APETEG TA
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H né0odog éywve XAPAKTNPLOTIKA KAL TA OQEAN TTOU GUVEEOVTAL UE TO

U 14
€ EVYWV .
- XP,T]m]( Y oy vist
emOETWV
Buwpatikn @Uong, mov oxetiletal pE TO TWG oL
avBpwTtol pmopovv va Blwoouvv Tov eAeVBepd TOUG

xpovo.
ZuvaleOnpatiknc aloAdynong

Ald@opa, Tou oxetiletal pe TNV a€LOAGYNOT TTUXWOV
TOU €AgvBepov XPOVOU OTIWG TPOTEIVETAL ATO TNV

BBAoypapioa.

Ot IJsselsteijn et al [149] aveémtuéav to GEQ (Game experience Questionnaire) To oToio
XPNOLOTIOLEITAL KOIL AUTIO GAAOUG EPEVVITES VI TNV AELOAGYTOT) TNG EUTIELPLOG XPT)OTH OE SLApOopa €16

T VISLWV. To EpWTNUATOAGYI0 SopEiTaL OE TPELG SOUKEG LOVASES TIOL TIEPAQUBAVOLV:
» To KeEVTPLKO EPWTNUATOAGYLO

* To epWTNUATOAGYLO TG KOWVWVIKNG TAPOLCiag

* To TeAko (HETA TO ALY VIS EPWTNUATOAOY!LO.

YOvolo Epwtioewv KAlpaka Metpikég

76 5Babuia | Epu6ion

Pon

[kavota

OeTika/ApvnTiKG cuvaoOpaTa
‘Evtaon

[IpoxAnon

Y10 apadoTéo Toug ot Joy van Baren ko Wijnand IJsselsteijn «Deliverable 5-Measuring Presence: A
Guide to Current Measurement Approaches» GUVEAEEQV LA ETTIOKOTINOT TWV HETPWV TG TIAPOVCING
TIoL TIEpLy papovtan ot PiAoypa@io pexpLto 2005. H cuAdoyn TIEPLEXEL TOGO UTIOKEWEVIKEG OG0 Kl

QVTIKEYEVIKES TIPOCEYYIOELS Y1 T LETPTOT) TG TIAPOVCLNG.
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H ovAdoyn ouykevipwvel 20 EpwTNUATOAGYLA T OTIOIO £XOVV KA UTTOPOVV VA XPTCLLOTIOm B0V Yo

TNV HETPNON TG TTAPOLVGLAG OE EIKOVIKA TTEPBAAAOVTO 0AAG KL TIotVISIAL.

OtJennett et al [103] peAétnoav v epmelpio xprio o€ oy viSiax kot el8ikoTepa TV enfUOLom. ATto

L tvOALOT) KUPLWV CUVICTWOWV ATECTIAONV TIEVTE ETUEPOUG KATIYOPLES TIG OTIOLEG OVOLACV:
* TvwoTtikn epmAokn (TepLEPYELX KL TO EVOLAPEPOV)

* AldoTaomn mpaypatikol kOGO (Ttpocoxn, XPOoVIKn Sldotaon)

= [IpoxAnon

= JuvaloOnuatikn epmAokn (ev ouvaioBnon, amoAavon)

= 'EAeyxo (evxpnotia xeplopon, aAANAeTiSpao e To oy vibi)

Ot Faiola et al [150] xpnowomomoav éva epwTUATOAGYI0 WOTE VA KELOAOYT|OOUV TNV EUTIELPIX

XPNOTN OE EIKOVIKOUG KOGLOUG LLE T XPT0T) TG PONS KL TNG TIPOUGiag.

Xvvolo KAlpaka Metpikég
Epwtnoswv

23 5Babuix | Pom
TnAe-Tlapovoia

Ot Fu et al [151] ypnowomomoov pia KALoKo yix TV HETPNoT) TG por§ o€ e-learning oy vidio wg
£gi:

Xvvolo KAlpaka Metpikég

Epwtnoswv

42 7 Babuix | Zuykévtpwon

Taeig oto)OL
Avatpo@odotnon
[IpoxAnon

Avtovopia

Eppubion

Kowwvikr aAAnAemtidpaon
BeAtiwon yvwong

H pébodog amotedel epappoyn g pebdSov Tou povtedov GameFlow g Sweetser kaw Wyeth [117]

O€ EKTIOUSEVTIKA TToXVISLOL
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Ot Chen kau Johnson [152] ypnowomomoav Vo epwtpatoAdyx ta GITQ (Gaming Immersive
Tendencies Questionnaire) kot to GEQ (Gaming Engagement Questionnaire) wote va petprjoouvv v

pon o€ éva TiepBAAAoV pabnong.

Xvvolo KAlpaka Metpikég
Epwti)ce®wV

17 7 BaBuix | EpfBubion
22 7 Babuix | Eumioxn

O Witmer & Singer [53] dnpovpynoav Eva epwTnUatoAdylo yix v HeETpnon s apovoiog (PQ)
KaBwe Kaw eva yla mv petpnom g epffubiong (ITQ) oe swovika mepBdArovta.

Ot Goyal et al [153] xpnowomomoav TV TIapovoia, TNV PO} KAL TV «GUV-TIHPoVsion (co-presence
XPNOLOTIOLEITAL YIA v TieptypAaeL TV aloBnom tou va Bploketal kavel padl pe GAAOVS o€ Evav
EIKOVIKO KOOUO) WOTE VA PETPNOOLV T pabdnolakd amoteAéopata amd eva 3D ekmadeuTikd

TepBAALOV.

Yovvolo KAlpaka Metpikég

Epwtnoswv

28 7 Babuix | Ikavomoinon
[Tapovoia
Yuv-Tapovaoia
Pon

Ot Chertoff et al [154] avémtuéav ko a&loAdynoav to VET (Virtual Experience Test) ou apopd v
UETPNOT) TNG OALOTIKTG EIKOVIKTG EUTIELPIACS AT £va TEEPBAAAOV.

Yvvolo KAlpaka Awxotaoelg
Epwtnoswv
24 5840 Twv atedoewv, amotedeital amd entd

XAPAKTNPLOTIKA YL TO TTOCO KAAX XPTOLLOTION OnKay
oL aloOMoeLs Kata TV aAAnAenidpaon pe to VE.

H yvwo Tkt Tov Tapdyetal Tévte XapaKTpLoTIKA.
AUTA ETIIKEVTPWVOVTAL TNV TIAPOVGLX KAL GTT) POT).

H ovvaieOnpatikn mov mepappdvel téooepa
XOPOAKTNPLOTIKA. AUTA TA ETIKEVTPWVOVTAL TNV
QVOEVOLEVT) CLVALOONUATIKY] ETTIEpAGT TOL XPNOTN.
H evepyn mov meplapBdvel téooepa
XAPAKTNPLOTIKA. AUTA T AOPOVV GTO AVAUEVOUEVO
emimedo TG ovvVSeon§ Tou xpnotn mpog to VE.
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H oxeotaxn mov mephapfavel téooepa
XAPAKTNPLOTIKA. AUTA AOPOVV OE GTPATIYIKEG IOV
QOYOAOVUVTAL [E TIG KOLVWVIKEG TITUXEG TOU
mepBdAdovTog.

OtHolsapple & Wu [155] dnpovpynoav évandoviko TAQGLO YL TV artodoxT) EVOG EKOVIKOU KOGULOU
amd Toug YpNoTeS pe S0 UTIO-TAQICIAL TIG ATTOKPIOELS TNG PAVTAGIAS KOl TIG CUVALGOTUATIKES

QTOKPIOELS VW TIPOTEIVOUV KoL EVA EPWTNUATOAGYL0 WOTE AUTEG Vo PeTPNB0oVV o€ Eva MMORPGs.

Xovvolo KAlpaka Metpikég

Epwtoswv

21 7 Babuiax  Pavracia

[IpofoAr) poAov
Amodpaon

Alaokédaon
ZUVaLOONUATIKT) EUTTAOKN
Aéyepon

TUUTIEPLPOPA

TéAog ot BBALOYpapia UTIAPXOUV APKETESG EPEVVES YIAL TIV UTIOKELUEVIKT| ALOAGYT|OT) TNG EVXPNOTIOG
AoyloukoV. H oaAdnAemiSpaom evog xpriotn Ue va TepBdAAov/Tayvidl oxeTI(eTal AUECA UE TIS
SIETTAPES XP1IOTS KAL YL TO AGYO QUTO CUXVA OTIS UEAETEG CAANAETIBPAONG TOV XP1|OTH LE KATIOLO
mepBdAiov  Siepsuvwvtan  Bépata  evxpnotiag. Ta epWTNUATOAGYIX €lval Ta TIO  OUXVA

XPNOWOTIOLOVHEVA EPYOAELX ATTOTINOMG EVXPNOTIAG MepKd amd auTd etvat:

SUMI (Software Usability Measurement Inventory, http://sumiuccie/): mpokertar ywx éva
EPWTNHUATOAGYLO TO OTIO(0 EVEEIKVUTAL YIX TIPOIOVTA/UTINPEGIEG ETUTPATIE(LWV UTIOAOYLOTWY KAL TO
oTrolo €xEL XpNooTIom el £TT{OMG 6TV AELOAGYTON EQPAPUOYWV EVTOAWV-EAEYXOV. ZYXESIACTIKE ATIO
™V gpeuvn Tk opada AvBpwmivwv Mapaydvtwv tov Mavemompiov College Cork.

WAMMI (Website Analysis and MeasureMent Inventory, http://www.wammi.com): to
EPWTNHATOAGYL0 orUTO TIPOOPICETAL YL TNV KELOAGYNON LOTOTOTIWY, KTIOTILWVTOS TV UTIOKEWLEVIKT
kavoTonomn Twv xpnotwv. To epwmMUATOAIYI0 ATOTIUE TNV IKAVOTIOmMon {NTwVTag oo TOUG
XPNOTES VO CUYKPIVOUV TIG TIPOOSOKIEG TOUG (Yo TIANPOPOPIES, EPYOAELN, KATT) EVAVTL QUTWV TIOU
Tparypatikd Bpiokovv 6” Evav 1loTOTOT0. YTIEPTEPEL EVOVTL AAAWY EPWTNUATOAOYIWV CUYKPIVOVTOG

TIG ATIOKPIOELG IKAVOTIOMONG TNG CUYKEKPLUEVNG HEAETNG LE TIG 101 KATAYEYPUUUEVES TUEG OF L
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Baon avaopas. 'Etol kabiotatot Suvatr) 1 oUYKpLoT evog LoTOTOTIOU 1] SLASIKTUAKNG LTPETiag
EVaVTLAAAWY, AVTOY WVIOTIKWOV TIPoiovTwv. To epwmpatordyio WAMMI éyet SnpovpynOel amd toug

J. Kirakowski kau N. Claridge.

SUS (System Usability Scale, http://en.wikipedia.org/wiki/System Usability Scale (SUS)): to
EPWTNUATOAGYI0 QUTO avarttuyOnke amd tov J. Brooke to 1986 aAAG pOAS Ta TeEAevTaia Xpovia
SnuoclomomBnke kot €xel vwoBemBel evpéws. Tlpokertar yw éva  eAevBepa Stabgoo
EPWTNUATOAGYLO Y1 TO OTIO(0 OHWG SeV EYouv SnoctevBel avnypéva SeSopéva, WOTe v UTIOPoUV Vo
yivouv ouykploelg. Zuppwva pe toug Bangor, Khortum ko Miller [156] eivat amoteAeopatikn o éva

TIAN00G CUGTNUATWV.

QUIS (Questionnaire for User Interaction Satisfaction, http://lap.umd.edu/quis/): T0 epwTNUATOAGY1O
auTo avamtuxbnke amd tov K. Norman kat £xel TpoTomomOel apKeTES (POPEG ATIO TNV TIPWTI) TOU
€k800T TIPOKEWEVOU VA TIPAHEVEL CUVETIEG OTO GTOXO TOU KABWG 1) TEYVOAOYIX KL OL SIETOPES
aMnAemtidpaong Swaopotoovvtal. H tedeutaior €kdoom etvar 1 71 ko SwatiBetal amd to

[Movemompo Tov Maryland (H.ITA.).

CSUQ (Computer System Usability Questionnaire, http://oldwww.acm.org/perlman/
question.cgi?form=CSUQ): To epwmmuaTtoAdyL0 cuTo SnpovpynOnke amd tov].R. Lewis [157] kaw etvan
eAeVBepa SLlBET 0. AlBETEL EEAUPETIKES IBLOTNTES OELOTILOTIAG CAAG Sev SlatiBeTa Bdom avnypévwy
dedopévwv (standardization base) mpokelévou va kaBiotavtal SuUVATEG GUYKPIOEIS HE OAAEG

TIEPUTTWOELS.

Ta epwmuatoddylr ovta mephapPfavouy ouades epwtnuatwyv (item scales) ta omoia
XPNOLLOTIOOVV SNAWOELS Y10 TIS OTIOIEG 0 XP1|oTNG SNAWVEL TOV Babud Katd Tov oToio Tov Bplokouv
oVu@wvo. [pokertal SNAaSY Yl oLy UTIOKEWEVIKT] a&loAdynom 1) oTolor eKPPAIETAL GUVHOWG
EMALYOVTAG EVOV AKEPALO APLOUO 1) TN TOV OTIOIOV EivalL TOGO PEYOAVTEPT OGO TILO CUUPWVOS Efvalt
0 xpnotg pe Vv avtiotoyn SNAwor. Katd tov Tpdmo autd YIVETAL WX QVTIOTOIXNON TWV
UTIOKEWWEVIKWV BECEWV TWV XPNOTWV o€ aplOunTikd dedopeva oTa oTrola LTTopoUV 0TI CUVEXELX VX

€PapPocBovy PEBOSOL CTATIOTIKNG AVAALONG.

TéAog o Zaxapiag I1. avamtuie pa texvikn a&loAdynong euxpnotiog wg uebodouv afloAdynong g
TIOLOTNTAS YL MAEKTPOVIKA pobnuata, 1 omola Baciletal o€ €va €VVOLOAOYIKO TAXIGLO TIOU

QVTILETWTIL(EL TOUG XPT|OTEG EVOG UTIOAOYLOTI WG XPT)OTES TIOV EVAL TAUTOXPOVA KOl EKTIAUSEVOUEVOL
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To TeEAKO AMOTEAECUN QUTIG TNG £PELVAG NTAV X TEXVIKI] TUTIOU EPWTNUATOAOYIOL Yl TNV

aloAdymom G eLXPNOTING BAGIOUEVT OTO TIHPAKATW EVVOLOAOYIKO HOVTEAO.

Candidate Usability attributes for e-learning

Web wsability attributes
* Navigation
Learnability
Accessibility
Consistency

Visual Design

|
Learners’ Affective
Response

fffffffffffffffff —

Additional usability attributes

derived from instructional design

i ®  Interactivity

+ Content & Resources

+ Media Use

* Learmng Strategies Design
* Instructional Feedback

* Instructional Assessment

.

Learner Guidance & Support

Motivation to
Learn
(Attention,
Relevance,
Confidence,
Satisfaction)

Ewova 5-2 To evwoloAoyIKO HOVTEAO TG EUXPNOTIOS

5.2 MéBodouL afloAdoynong sumepiag ypnioty o VLEsS ko

Games

Ymv ogAida http://www.allaboutux.org/ kataypagovtal 82 pébodol agloAdynong g eumelpiog

xp1om. Ot pEBoSoL U TEG CUAAEYOVTAL ATTO KOWVOTNTES AVOPWTIWV TIOU AGYXOAOVVTOL LE TNV EUTIEIPIA

XPNOTN KoL CLUVTNPELTAL EOEAOVTIKA ATIO TOUG (510UG.

A6 ™V amoym g Blopmyaviag, Ta EpyaAEia TTOU XPNOLULOTIOLOVVTAL CT)UEPA VIO TNV AELOAGYT|OT) TG

EUTIELPIAG TWV XPNOTWV CUVSEOVTAL OTEVA LIE TIG (PATELS AVATITUENG TOL TIAVISLOV.

Ot Roto et al oto UX tutorial® meptypd@ouv Ti§ Tapakatw pedddous a&loAdynong mg euTelpiog

Xpotn ava epiodo xpriong:

TOU TTAYVISL0V)

Momentary (katd ™ Sdpkela

evaoyoAnom)

Episodic (petd amo dexdAent | Long-term mévw amod 3 prveg

xpriong)

6 http://eics-conference.org/2011/EICS-user%20experience.pdf
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Evaluating emotions

Evaluating an episode

Evaluating long-term UX

Tapatpnon

Tapatenon

Avto-avagpopa

Ex@pdoeig mpoowmov, cwuatog,

EWVNTIKEG

TxéPelg mov yivovtou Suvatd

PUX0@UGLOAOYIKES LETPT|OELS

Avto-avagpopa

Aviyvevon avtiSpdoewv HLWV,

KapSLdg,

aonmpeg

SEPUATIKEG

Astypatonyia eumelpia,

ue | AttrakDiff, Zuvevtevgelg

Avto-avagpopa

Asxtik:  PANAS,
Mn-AekTikn:

EmoCards, PrEmo

AffectGrid

EmotionSlider,

EpwmuatoAdywr, laddering,
UXCurve, RepertoryGrid
Teyvua)

5.3 M£0odoL AZloAdynong MakpompoOeoung UX

Ot Koponen et al [158] avagépouv emypoppatikd ws PBacikés pebddous afloAdynong mg

LOKPOTIPODEGNG EUTIEPLOG XP1|OTI AUTES TOU TIOPOKAT THVOKOL:

HMEPOAOTI'IO

AEI'MATOAHWYIA
EMIIEIPIAX

ANAXYTKPOTHXH
HMEPAX

ATTRAKDIFF

TEXNIKH
KPIZIMOY
YYMBANTOX
UX koapmoAn

IMowa ) cwot néBodoc;
Ava@opa yeyovotwv g
KaBnUePVNG Jomg yla nUEPES 1
eBSopadeg

[T ouykekpléva dedopéva
OPLOPEVV YEYOVOTWV YIX NUEPEG N
eBSopadeg

[TepAnym Twv kabnuepVwV
YEYOVOTWY, SoUaASwv

[Toootikr aBpolotikny a§loAdynon
NG EAKVOTIKOTN TG TOV TTPOIOVTOG
[kavoTromMTIKEG 1] U EPTIELPLEG KATA
™V SLAPKELX LEYAAWY XPOVIKWDV
TEPLOSWV

[Mwgn UX aAAdlel pe v mapodo
TOV XPOVOU Kl TL TTPOKAAEL TIG
AAAQYEG QUTEG

Iov xpnowomoteitar?
Ymootnpilel cuvevteLEelg

AwaBéoelg, ToldTnTA ™G
Kadnuepwng fong,
OUYKEKPLUEVEG EUTIELPLES
Tuvaotnpata ylo
UEYAAVTEPO XPOVIKO
Slaotnua

Y& ouvbuAOUO e GAAEG
uebd8oug

'Epeuveg moloTnTOG
UTINPECLWYV, EUTIELPLES ALYUNS

[Tp6BAeYm kat vtooTPLEN
me
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noakpotpoBeoung UX kot g
APOC{WOoNG TOV TEAXTN

Imv oeAiba ¢ http://www.allaboutux.org/ xozoypdeovtor 29 pébodor afloldoynong g

LOKPOYPOVIOG EUTEIPLOG XPNOTN WG EENG:

Attrak-Work questionnaire

EpwtnuatoAdylo mov Baciletal oto AttrakDiff

AttrakDiff

A&loAoyel Ta cvvaloOMUATA TWV XPNOTWV HE TNV XPN 0T
Cevywv Aé€ewv. EEeTdlel TOOO TIG PEXALOTIKEG OGO KAL TIG
néovikég Stataoels g UX.

Audio narrative

OL Xp1OTEG TIPOPOPIKA AEVE TIG EUTELPIEG TOUG HE LA
eAevBepn LoToplia.

Contextual Laddering

Tuvévtevdn One-to-one TeYviKNG (TOLOTIKY) GULAAOYY
5e80UEVWV) + TTOCOTLKI) TEXVIKT AVAAUOT G TWV SESOUEVWV.

Day Reconstruction Method

[MepAnym twv kabnuepvwv yeyovotwy, eBSopddwv

Emotion Cards

[Mapéxel Evav TPOTO GTOUG XPNOTES VA TEKUNPLWOVOUV
YPNYOPQ TA GUVALCONUATA OE UL GUYKEKPLLEVT] OTLYUN.

Experience Sampling
Method (ESM)

M£6060¢ yla TN cuAAOYN epmelpLwVY "in situ” kat apéows,
WOTE VA UMV VTtapxeL Statapaxn Adyw Twv
QTMOTEAEGUATWY TNG UVIUNG.

Experience clip

H pébodog aut) Aapufavel T xprion TS KOWWVIKNG
aAANAeTISpaon G HeTAV TOV XP1)OTH KL KATIOLOV TIOV O
XPNOTNG YVwPIlel KaAQ.

Exploration test

A&loAdynon ¢ avtiAnymg Tov xpnotn amo éva oxESLo.

Game experience
questionnaire (GEQ)

EpwtnpatoAdylo mov amoteAeital amd SL@opeTIKES
EVOTNTEG: 1) EVOTNTA IOV APOPA OTIG TIPAYUATIKES
EUTELPLEG KATA TN SLAPKELA TOV TTALXVISLOU 2) EVOTNTA UE
TIG EUTELPIES ATIO TNV KOW®VIKI] TIAPOVGLA L€ TOUG GAAOVG
3) eEVOTNTO LETA TO TLALYVISL EUTIELPLES TN GTLYUN TIOV €V
TAlKTNG £XEL OTAUATIIOEL TO ALY VISL,

[.D. Tool

To epyaieio ID tpooSlopilel Ta PUOIKA XAPAKTNPLOTIKA
IOV TIPETIEL VU EXEL VA TIPOIOV OTO OXESLACHO WOTE VO
TPOKAAECEL TNV ETOVUNTN EUTELPIA ATIO TOVG TTEAATEG-
0TOX0VG. AUTA ATIOKOXAVTITOVTAL LE TNV XAPTOYPAPTON
TV PUYIKWOV QVTIOPACGEWV TOV XP1OTH.

Immersion

0 epeuvn TG 0 (510G XpNOLOTIOLEL TO CUOTNUA OE
TPAYUATIKEG oLVONKEG Kot To afloAoyel. 'ETol, o epeuvn g
elvat 0 HOVoG "GUUUETEXWV" 0TV PHEAETN TieSiOL.

Kansei Engineering
Software

Elvat pia pébodog yla t HETA@PAOT) TWV GUVALCONUATWY
KO TWV EVIUTIWOEWV OE TIAPAUETPOVS TOV TIPOIOVTOG.

Living Lab Method

H pébodog otoxevel otn Snpovpyia kot thv agloAdynon
0€ GUVEPYATIKA TIOAAQATIAWY EVVOLWV EUTIELPLKA
mePBEAAOVTA TOU TIPAYUATIKOU KOGLOV.
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Long term diary study

MeAeta v UX péoa oto xpovo.

Mental mapping

Ol ovppetexovteg BAETOVVY 1) SoKIHALOVY Eva oYESLO KAl
0TI CUVEXELX ETIAEYOLV €VA SLAGTLO TIPOGWTIO 1| TAViA
IOV TtEPLYPA@eL KaAuTepa To oxedlaopo. [Lx. ZIABeotep
Ztodove. EvOAAQKTIKA, OL GUUHETEXOVTEG KXAOVVTAL VX
PAVTHOTOVV TO TIPOTOV WG ATOUO KAL OXNHATI(OVV KATIOLEG
LOTOPLEG TNG WG TOV.

Perceived Comfort
Assessment

M£B060¢ amd v avtokivnToflounyavia pe KAlpoko yla
™MV afloAdynon TG Aveon s TwV KabLopATwy.

Private camera
conversation

TUVEVTELEN 0€ KAELOTO YWPO XWPIG TNV TTapovsia Tou
EPELVN TN AAAA KAUEPQS.

Product Attachment Scale

KAlpaka mov petpa ) Suvaun Tov cuvaloOnuUATIKOU
ooV TIOV €va ATOHO BLwVeL o€ Eva TPOIOV KATA T
SLapkela TG LBLOKTNOLAG TOV.

Repertory Grid Technique
(RGT)

RGT elvat pia Texvikn yla v mpoKAN o KaL v
a&LOAGYTOT) TWV VTIOKELUEVIKWYV EUTIELPLOV TWV AVOPOTIWV
IOV AAANA0EMISPOVV LE TNV TEYVOAOYIiaL.

Semi-structured experience
interview

[IpéowTo pe TPOoWTO 1) o€ amevBeiag oVVSeDT
ouvvevteun. Potdael Toug avBpwtoug TL okE@TOVTAL,
alo0AvovTaL Kol yla TNV EUTELPIA.

Sentence Completion

Meta ™ Xxp1omn VoG GUGTHUATOG/TPOIOVTOG, OTO
OUUUETEXOVTA SIVETAL UL OELPA ATIO TIPOTACELS 1)
0AOKATPWUEVEG TIG OTIOIEG KAAEITAL VA OAOKAT|PWVEL TLX.
«0TOV XPNOLUOTIOLW U TO TO TPOIOV, aobAvopaL Tov
eauto pov ...", 1 "H gppavion autov tov mpoiodvtog eivat ..."

ServUX questionnaire

ITOVSLVAWTO EPWTNUATOAGYLO Yia TNV aflOAGYN oM TWV
UTINPECLWOV TNG eUTELpiag Tov xprotn (ServUX).

TUMCAT

Avtopatomompévn, oe amevbeiag oVvdeon SetypatoAnPia
TWV EUTIELPLOV TOV XPN 0T, BacileTal v auToOUAT
KATOYPOUPT) TWV EVEPYELWV XPNOTWV HEGW TOU SIKTVOU.

Timed ESM

AstypatoAnPia epmelplog Kata T SLAPKELA ETLTOTILWV
EPELVWYV, ETOL WOTE O CUUUETEXWV VA AVAPEPEL TNV
EUTELPIQ TOV 0€ €V 0PLOUEVO ONUELD TOV XPOVOU.

UX Curve

H M£6060g UX Curve amookoTel TNV €K TWV VOTEPWV
KATOYPOUPT] TWV ERTIELPLOV TWV XPNOTWV YLK TO TTWG KL
YWXTL T EUTIELPLO TOUG LE EVA TIPOIOV EXEL KAAGEEL [LE TNV
TAP0d0 TOU XPOVOU.

UX laddering

H UX Laddering eivat pia tpocappoopevn puébodog
OUVEVTEVLENG TTOV TIpocapudleL T Stadikacia avaAvong
TV §edopEVY YLa TN Slepevivnon TG ERTIELPLOG TWV
XPNOTWV.
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WAMMI (Website Analysis | EpwtnuatoAdylo yia tnv afloAdynon eumelpiog

and Measurement LOTOCEAIS WV.

Inventory)

iScale To iScale eivat éva epyaieio épevvag yla TV avadpouikn
eKHaleEVON TWV SLaYPOVIKWV SeSopEvwV epTelplag TOV
XpNo.

AvoAuTIKOTEPX 0L KUPLOTEPES ATIO AUTEG:

H uébodog tov nuepodoyiov eTPETEL TNV AETTTOUEPT EPELVA ATIO TNV OTLYHT) TIOU KOTAYPAPEL

YEYOVOTQ TNV GTLYLT] TIOL QUTA cLUBaivouv.

H pébodog eivar ypriown 6tav Sev eivat akOpa TTOA) yvwao T 1] XPT)0T) LLXG VEAS TEXVOAOYIOG 1) 1) EpELva
odnyel og dedopéva Ta omoia Sev Pmopovv €VKOAX va TrapatnpenBovv 1) va PetpnBolv (0TwS To

ouVaLoON UK TNG ATTOYON TEVOT|G),
LT TAEOVEKTI LT LTIOPOVLE VO OVOPEPOVLE:

= Xwpl(G TO OTOLYE(D TNG TIPOCWTILKNG EPUNVELQNG TOV ATOUOV YLK TO TL GUVERT

= JIol0TIKA KO TTOGOTIKA Sedopeva

= Juvaen Kal Tpoodlopioipa amo tov xprotn sedopéva.

» KatdAAnAn pébodog yia t cuAdoyn Sedopévwy Ta omola aAAG{OUV PE TNV TAPOSo Tov
Xpovov, T.x. Stabéoelg

* Ymootnpilel ouvevTeVEELS

* Ymootnpilel TI§ amd amdotact HEAETES

LT HELOVEKTIHATA CUYKATAAEYOVTOAL:

AvokoAla 0TV aveVPEDST CUUUETEXOVTWYV OE OXEOT UE AAAEG neBOSOUG.

YymA6 Too0oTO yKATAAEWNG

[TpofAnpuata pe THV AUTO-AVAPOPA TOV XP1OTH

H avaAvon twv Sedopévwy pmopel va mapeL xpovo

H Astyuaroinpia Euneipiag (ESM) eivan pua péBodog e GUAAOYT TIANPOPOPLWY CXETIKEG JE EUTIELPIES
aVOPWTIWV GE TPy LATIKO XPOVO OTO (PUOLKO TIEPLBAAAOV QUEC WG LETA TO CUUPAV KOl OE ETIAEYUEVES
oTtypég Mg nuépas. H ESM ouAdéyel Anpoopies 1000 yix To TAQIG10 ((UOIKO KOl KOWVWVIKO) OG0
KOL YLt TO TIEPLEXOLEVO TNG KABNUEPIVIG (w1 (TIS SPACTNPLOTNTES, TIS OKEPELS, Tat cUVALGOTHATA).
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H pébodog kataypd@el Ti§ avTidpdoels o€ KAEIGTOU TUTIOU EPWTIOELS OF APKETA TUXALO OT)UEI KATA
™ Sdpkela ™G Npépag. Msovékmmua g OTL gdaylotomolel ™V oTPEPAWOT TOU TIPOKOAEL 1)
avadpopn], caAAG yYevikdTepa emBapUVEL TOUG CUUHUETEXOVTEG TTIOU KOAOUVTAL VA Slakoyouy kdBe

EOPA TNV TPEYOLOX SPACTNPLOTTA TOUG,

Where were v

| * 500 Family StudL(§chneic§L& Waite, 2005)

Ewova 5-3 ®OM\a g pueddSov ESM

Me v uébodo Avaovykpotnon Huépag (DRM) agloAoyeital To g ol avOpwoL TTepVovV To XPOVo
TOUG Kal TwG Buovouy TS SLapopes SpaotnplomTes. Xt pEB0SO apYIKA KATAYPAPETAL )
T(POTYOUHEVT THEPQA LIE TNV KATAOKELT] EVOG TIPOCWTIKOU TUEPOAGYLOV TIOV QTOTEAELTAL QO il
cAAnAouyia ETTELGOSIWV KL 0TIV CUVEXELX TIEPLYPAPETAL KAOE ETEIGOSI0 ATIAVTWVTAS OE EPWTNOELS

OXETIKA LIE TNV KATAOTAOT) (OTAWV, T, TIOV), LLE TIOLOV) KL TOt CUVAIGON AT TIoL Blwoav.

To epwmuatordylo AttrakDiff katéxel éva 1oxupd Bswpntikd vTORabpo, Pacilopevo oTo
TIOAVSIACTATO LOVTEAD EAKUGTIKWV TIPOIOVTWYV OTIWG auTO BepeAiwbnke amd tov Hassenzahl [159] H
QVATTTUEN TOL €PYOAEIOV avTaVaKAX TIS BACIKES SLOTACELS Tov povtéAov Tou Hassenzahl ko
KOTIYOPLOTIOLEL VA TIPOIOV GUHPWVA LE XVTIKELEVIKA KO NSOVIKA XApOKTNPLOTIKAL XTNV EKOVA ...
QIEKOVICETAL TO OEWPNTIKO LOVTEAO Y10 TO TIWG OL PEXALOTIKEG KOL OL|SOVIKEG ILOTNTES ETNPEAJOVV
TNV UTIOKEWEVIKN avTIANYIT) TNG EAKUOTIKOTNTAG TIPOKOXAWVTAG KATA CUVETIELX T GCUUTIEPLPOPA KA

T cuvaoBNuaT.
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o .

ntended
Quality

Pragmatic
Quality
eq controllzble

Hedonic
Quality

eg.innavative ~ stimulstion
valusble  identity

Designer

(L)

Cognitive As

Perceived
Quality

Pragmatic
Quality

eq controllzble
Hedonic
Quality

eg.innavative - stimulstion
veluable - identity

e.g.likeable

>

Behavioral
Conseq

eg.increased use

Emotiona

Ewova 5-4 To Oewpntikd povtéAo tou Attrakdiff

H pébodog amotedeitar amd 32 (elyn AéEewv OV AVTITPOOWTIEVOLV aKpaia avtiBeTa (L. KOAS -

KOKO) Kat e 7-BaBpa kAlpaxa avapeoa og KaBe A£En- (euydpL

Hedonic quality-identification (HQI)

Isolating
Amateurish
Gaudy

Cheap

Non inclusive

Takes me distant from people

Unpresentable

Integrating

Professional

Classy

Valuable

Inclusive

Brings me closer to people
Presentable

Hedonic quality-stimulation (HQS)

Typical
Standard
Cautious
Conservative
Lame

Easy
Commonplace

Original
Creative
Courageous
Innovative
Exciting
Challenging
New

Pragmatic quality (PQ)

Technical
Complicated
Impractical

Human
Simple
Practical

Ewova 5-5 Zevyn AéEewv epaympartoloyiov Attrakdiff

H puebodog cuAéyel Sedopéva yia TEcoePLS SLAOTATELS TIG OTIO(EG OVOALEL:

» Pragmatic quality - Tpaktikny oot ta (T.X. TOAVTAOKT) - ATTAN)
* Hedonic quality - identification - ndovikn TavTOHTNTA TNG TTOLOTNTAG (AVTIETAYYEAUATIK)

- EMAYYEALATIKY)

» Hedonic quality - stimulation - ndovikn &ieyepon t™¢ mowotntag (ocvpfatikny -

EPEVPETIKT)

» EAkvoTtikotTnTa (AW TIKY - EAKUOTIKN)
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Evaluation of the product Flickr

With the help of the word-pairs please enter what you consider the most appropriate description for Flickr.
Please click on your choice in every line!

human ® @ @® @ 0 @ ‘@ technical 1
isolating O O 9) O (@) ® O connective
pleasant o @ P @ O O (@) unpleasant

inventive O O conventional

)
~
(o
O}
£
)
)

simple O O O t) O @) Q complicated
professional O O B0 O O O unprofessional
gy O O O O O O O @ attractive
practical © O O O (@) O (9] impractical
likeable @ @ ® @ @ @ Q disagreeable
cumbersome O C € O O (C ) straightforward

e =) e

Ewova 5-6 E@appoyr| g pedddov Attrakdiff

[TAgovektnuata ¢ pebodovu:

e [Tapéxel CLYKPLTIKA TTOCOTIKA SeSopéva

e EUKoAN kaL ypryopn peBodog oto va amavinBovv ta epwTipata

e [ToooTika otolyela eOKOAX 6TV AvVAALOT

e Ta Sedopéva umopovv va GUAAEYOVTUL ATIO HAKPLA

e Mmopel va xpnotpomomBet yia tnv a§loAdynon yla 6Aa ta (81 Twv mpoiovtwy
Melovektipata g pebddov:

e Agv Tapéxel TMOLOTIKA OSedopéva Twv AdYywV ylad TOUG OTO(OUG TO TPOIOV NTAV

EAKLOTIKO 1) O)L Kal TwG B ptopovoe va BeATiwOel
e Asv ava@épel OG0 onuavTika ival ta Stagopetikd UX otolyeia

o AleBveig peAéteg €8el&av OTL XpELAlETAL TIPOCOYT] KATA TN UETAPPAOT OE SLUQOPETIKEG

YAWOGOES

e ATl0A0yel TOV TPOBANUATIONO OXETIKA UE TIG EUTELPIES OXL TIG TIPAYUATIKESG EUTIELPLES
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H UX-Curve elvan pa avadpopkn péBodog aloddynong UX n omola upmopel va

xpnowomomBel ywx T OSlepevivinon NG TOLOTIKNG EUTELPIAG XPNOTN KAl VA TIHPEXEL

aVaTPOPOSATNOT OXETIKA UE TO CVOTNUA / TTPOLOV

Kal TIG 80T TEG TOUG. PaitveTal va eivat pa ToAAG

vTooxopevn uébodog 1 omoia Bonba Toug xproTES

= WOTE AVAKOADVTAG ATTO TNV UVHUN TOUG YEYOVOTA

Time

VO TEKUNPLOVOUV TO TWG 1 EUTEPIX  TOUG

efedlooeTal e TO TTEPAGUA TOV XPOVOU.

[TAgovekTnuaTa:

e Agdopéva mouv a@opolV O HEYAAO XPOVIKO

Stdotnpa umtopoVv va GUAAEYOVTAL EVKOAX

e Aev xpeldletal SEOPEVON TWV XPNOTWV YLX

eBdopadeg / uveg / xpovia

e Mapéyel TTOLOTIKA OTOLXEIQ OYXETIKA UE TO TL (VAL OMUAVTIKO KAl TL AOT)UAVTO YL TOUG

XpNotes

e [Tapéxel MANPO@OPILES YA TIG NOOVIKEG TITUXEG TNG EUTIELP LA XPTIOTN
Melovektipata:

e Baoiletal 6N pviun, oL AETTTOUEPELEG UTTOPEL VA TTAPALOPWBOOVV 1) va EeExacTovV

e Néa uébodog: Aev vTtapxeL euTELpla, WG TIPETEL VA GUAAEYOVTAL TA SeSopEVA. AEV LUTIAPXEL
OoXeTIKN eumepia ywx tov Tpomo mov m UX kaumOAn Aeitoupyel oe Sla@OpeTIKG

mepBdArovta. H avaAvon g elvat kAmws SUOKOAN.

Baolopévo oty UX kaumoAn eivatr to mpoypappa DELUX. To DELUX eival éva Sietég
EPELVNTIKO TTPdypappa Tov Eekivnoe to 2011 to oTolo EPEVVA TN HUKPOXPOVIX EUTIELPLA TOV
XpPNot, Wote va eEax00oVV CUUTIEPACHATA YL TO TIWG TIPETEL va BEATIWOEL 1) IKavoTioinon
TWV TMEAATWV HE TNV TAPATETAUEVN Xpnon Tou mpoidvtog. H DELUX gpevvntikn opdda

epyaletal oto Tampere University of Technology th¢ ®wiavsiag.
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To DrawUX elvat éva web-based gpyaleio épeuvag ylx v a§loAdynon g avadpopLkng
HaKpOTIPOBEaUNG eumeLplag Tov XPNoTN, WIWG 08 ATOUAKPUOUEVEG PEAETEG. OL XP1OTES
OKLTGAPOULV LA KAUTTUAT KL VX TIPOCOHETOUV OXOALX KELLEVOL AVAPEPOVTAG TIWG 1) EUTIELPLA
TOUG o€ éva TTPoidv 1 pa vtmpecia Exel aAAagel katd ) Stapkela g xpriong. To DrawUX
TIAPEYEL TOOO TIOCOTIKA 000 KL TIOLOTIKA OTOLXEIN OYXETIKA E TIG EUTIELPIEG TWV XPNOTWV

KATA TN SLAPKELA LAKPOXPOVLAG XP1|OTG EVOS TIPOTIOVTOG 1) LA UTINPECLAG.

DrawUX

Click in the area to add a point. Click on a point to add comment. Change the form of the curve by dragging a point

was reslly delighted because]

Pleasantness

~ Sep 14th Sep 15th Sep 16th Now

Time spent at conference

Finish the graph

TéAog 1 uEB0S0G DAOKANpWONG TIPOTAONS Eival apKeTd Stadedouévn PuXoAOYIKT) TEXVIKN
oto edio ™G €pevvag Twv kKatavalwtwy [160]. H pébodog £xeL 16m xpnopwomomOel yio tnv

aAVAyVWPLoN alwVv ToU XP1OTH Yld TOUG OKOTIOUGS TG AvATITLENG EVOS TipoiovTog [161, 162].

H Kujala et al [163] xpnowomoinoe tnv pebodo yia v a&loAdynon g ePTELplag TOL Xp1ioT
UE 0TOXO TNV oLAAOYN TOLOTIKWV Sedopévwv. H pébBodog O6Tws mpotelvel pumopel va
xpnowomonbel 6e cLVSLVACUO e GAAEG HEBOSOUG Yl TOV TTPOGSIOPLOUO TWV ATIOYEWY TWV

XPNOTWV OXETIKA JLE TNV EUTELP (A TOVG ATIO TNV XP1ION EVOG TTPOTOVTOG.

H pébodog cuvduadlel T TPOoBOALKN TEXVIKN KL TO EPWTNHUATOAOYLO KATA TNV OTOlX 6TOUG
epwTNOEVTEG SiveTan apy Lag TPOTAoT G KoL KKAOVUVTAL VX TV OAOKANPWGOVV E TPOTIOVG

IOV £X0UV VO Yo autovs. H uébodog vAomoleitatl eDKOAX KoL 1 TTOLOTIKT 1] 1] TTOCOTIKN
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QVAAUOT] TWV ATOTEAECUATWY UTOPEL VA XPNOLHOTIOMOEL yia TNV €KTIUNOT KWINTPWV 1

OUUTIEPLPOPWV.
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Ke@palawo 6
Me0080A0YIKOC ZxeSaonoC

6.1 Elcaywyn)

H pebodoroyia g épevvag TEpAAUBAVEL LLO CELPA EPEVVNTIKWV EPYAAEIWV, TTOGOTIKWYV Kol
TOLOTIKWV. Ol TIOLOTIKEG KOl TOCOTIKEG TIPOOEYYIoELS €xouv TOAAG Kowd: kKat ot 600
Tpoomabovv va cUAAEEOLY akpLBElS TTANPO@OPIES, £X0UVV OUWS Kol SLAPOPES WG TIPOG TO

€80G TWV AN POYOPLWV KAL TOV TPOTIO TIOU TIG CUAAEYOLV.

OL moooTikég uébodol (quantitative) emikevipwvovtal oe aplOuntikd Sedopeva KaL o€
OTATIOTIKEG OUYKPIOELG, 0TV HETPNOT TWV BEWPNTIKWV EVVOLWV UECW EPYOAEIWVY, OTIWG

€lval TO TUTIOTIONUEVO EPWTNHATOAOYLO, TIPOKELUEVOL VA EEAYOUV ALTLATEG OYXEDELS.

OvmoloTikég péBodot kat TexVikeS (qualitative) amotedov avaykaia epyaieia oty avaivon

TOCOTIKWV OTOXElwV Kal oty Slatimwon Véwv umobBécewv. AmoTeAolv Ta BACIKA
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epyaisiat Yoo TV 0UAAOYT OTOEIWVY TTOV SIVOUV ATIAVTNOT O€ EPWTICELS IOV POPOVV TO
«TLWG, YIXTL, KATW ATTO TTOLEG CUVONKEG, LLE TIOLEG EMTTWOELGY. ‘OTIWE TOVIJETAL ATIO EPEVVNTES
N tagwvounon autn eivat cupfatikr kKabwg 1 GUALOYT) TOCOTIKWY SESOUEVWV EVOWLATWVEL

KOL TNV TOLOTNTA TOUG KL AVTLOTPOQWG [164].

H ouvSuaoTikn Kat CURTIANPWUATIKY XP10T TIOCGOTIK®WVY KAl TIOLOTIKWV HEBOSwV amoTeAel
TNV A0V ATOTEAECUATIKN HEOOSOAOYIKI] TIPOCEYYLON YIA ULO OAOKAT|PWUEVT) TIEPLY PPN

Kal €§17yNoT TwV SLKOTAGEWV SLAPOPWV PALVOUEVWV.

OL oLV BECTEPEG TEXVIKES TIG EPEVVAG EIVAL ) AUECT) TTAPATIIPTON, 1) CUVEVTELEN, 1] AVAALOT
TIEPLEXOUEVOV, TO TEIPAA, 1) LEAETT) TIEPITITWOTNG KAL TO EPWTNUATOAOYL0. OL TEXVIKEG AUTES
€lval CUOTNUATIKEG, WOTE va eExo@aAiovTal Ta exEyyva TG EMOTNUOVIKOTNTAG. Ta péoa
auTA eival Suvatov va xpnoloTo 0oV eiTe 6TNV TIOGOTIKTY E(TE GTNV TIOLOTIKY EPEVVAL.
[TapoAa auTA TO EPWTNUATOAGYL0 ExEL KABLEPWOEL WG HECO TNG TTOGOTIKNG EPEVVAG EVWD T

UTIOAOLTIX TG TTOLOTIKN G [165].
6.2 ITocotikeg M£00SoL

6.2.1 M€0080¢ Epwtnuatoioyiov

To ep@TNUATOAGYLO ATIOTEAEL £V TUTTOTIONHEVO OXESLO YL TN GUAAOYT] KAL TN KATAYPAPT
eCEOIKEVIEVIIC KoLl ouva@oUS He éva BEpa TANPo@OPNONG HE OXETIKN akpifela Kot
mANPOTTA. Me dAAa Adyla kaBodnyel ™ Sadikaocia cLAAOYNG TWV TANPOPOPLWV KAl
TPowBel TNV KaTAypa@1 TOUG HE CUCTNHATIKO TPOTO [165]. To EpWTNUATOAGYLO aTOTEAEL
TO HEooV emikolvwviag (interface) peta&V Tov epevvn Ty KAl TWV EPWTWUEVWY, PE AUECO 1|

EUPEDO TPOTIO, vAAOYQ PE TN HEB0SO CLUAAOYTG TWV SESOUEVWV.

H xataption tov epwtnuatoroyiov, A0yw Twv TAPATIAV® WSIOTHTWV TOV, ATOTEAEL TNV
TAEOV KPLOoLUN KoL AETITY Epyacia, KaBOoPLOTIKNG ONUACING YLO TNV ETLTUXIN UG OTATIOTIKIG
EPELVHG. AEYETAL XAPAKTNPLOTIKA OTL KoMl OTATIOTIKY €pevva dev pmopel va eival

KOAAUTEPT ATIO TO EPWTNHUATOAOYLO TIOV XpnoLpotmomOnke ¢’ avtr [165]. Me N @paon avty
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TOVI{ETAL TO YEYOVOG OTL OE PLA EPELVA, AKOUT KAL 0tV EQAPUOCTEL ATTOTEAECUATIKO OXESLO
SetypatoAnyPiog 1 n mALov evdedetypuévn avaivon twv otolxeiwv, dev elval duvatov va
eCAYAYOUE OWOTA CUUTEPACHATA OV AAPAUE HUN OUYKPIOLUEG QTMAVTNOELS ATO Eva

AKATAAANAO EPWTNUATOAOYLO, ATIO ACAPELG EPWTNOELS, K.ATL.

[Ipwv amd kabe GAAN evépyelq, Yl TNV avamtuén piag KAHaKag PETPMONG, TPETEL Vo
TPOGSLOPLOTEL TIPOOEKTIKA 1) €vvola TNV oTola BéAovpe va petpricovpe [166]. To emouevo
Brua eivat n dnpovpyla plag apxlkng Baons epwTnoewy 1o Wavikd peyedog g omoiag
TpEMeL va elvat, OTwg tpoteivel o DeVellis [167], t€ooepelg opeg HeyaADTEPO ATIO TO TEALKO
neyebog 1 kat eAdyLoto peyaAUTtepo atmd o 50% tou teAkol peyéboug. AAAa otolyeia Tov

TPETEL Vo AN@BoVV vToYm elval

* Babog epwmoewv. H amdvtnon oe kabe epwytnom mpEMEL va SIVEL APKETES TTANPOPOPLES
Yyl K&molo onpelo Tou cuoTHHaToS TTov B€Aovpe va a&loAoynoovpe

» [MAnpoétnTa. To 6UVoA0 TWV ATAVTNOEWVY TPETEL VA SIVEL APKETEG TTAT|POPOPLES YL OAOVG
TOUG 0TOXOUG TNG aloAGYN0MNG

= Avefaptnoia. Kdbe Swx@opetikny amdavinon Tmpemel va Slvel SLa@OpeTIKO  €180G
TANPOPOPLWV

» Jooppotia. To TANO0G TWV EPWTNOEWV AVA AELOAOYOVUUEVO TUNIO TIPETIEL VX AVTLOTOLYEL
OTI oNpacia TOL €V AGYw TUNHATOG TOU CUCTIHATOG

» TM\wooa kat capnvela. H yYAwooa kat 1 opoAoyia TTOU XpNOLUOTIOLEITAL TIPETEL VA ElvatL
Katavon T (Kal olkeia) 0TOV EPWTWUEVO

» Ol epWTNOELS TIPETEL VU ElVAL CAPEIS KAl av amatTteiTal va Sivovtal SLIEVKPLVICELS Yia TN

onuacio Twv amavIoewyv

MEeTd T YEVIKA QUTA XOAPAKTNPLOTIKA TIOVU TIPETIEL VA EXEL EVA EPWTNHATOAOYLO, VTTAPXOVV
Vo akopun Baoikd otoyela otn Stadikacia kataptiong tov. To TpwTo elvat 1) Aoy TOU
TUTIOV EPWTNOEWV/ATAVToEWV ToL Ba xpnolpomowmBel kat SevTeEPov 1 SLATVTIWOT TWV

EPWTNOEWV.
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['evikd vmtdpyovv V0 TUTOL EPWTHOEWV/ATIAVTIICEWV. Ol KAELOTEG EPWTNOELS, OTIG OTIOLESG
Slvovtal €k Twv TMPOTEPWVY KAl Ol SUVATEG ATAVTINOELS HETAEY TV OTOlwV KaAeltal va
EMAEEEL O EPWTWEVOG KAL OL AVOLKTEG EPWTNOELS, OTIS OTIOLEG S€V SivovTal oL ATV OELS

Bewpel KATAAANAN.

LTI KAELOTEG EPWTNOELS ElvaL TILOAVOV Vo KATEVOLVOEL 0 EPWTWUEVOS TIPOG LA EPWTNON T

elvat Suvatov emiong va un BPeL KopLA oo TIG ATAVTHOELS ATTOAVTWS LKAVOTIOW TLKY.

ATto TV AAAN OUWG TIAELPA, e TN HEBOSO AUTT TA ATIOTEAEGUATA IOV TIPOKVTITOVV ATIO TNV
EPWTNOT Elval £Tolua Kal §&v amattoVV TEPALTEPW eTeEepyacia SnAadn opadoToinon Twv
ATAVTNCEWY Kol KWSIKOYpAa@Nnon autwv (Ue OAEG TIG SUOKOAIEG TTOU GUVETGYOVTOL OL

XPOVOPBOPES AUTES EPYNTIES), TPAY X IOV CUUBAIVEL 0TI AVOLKTES EPWTTOEL.

Ol KAELOTEG epWTNOELS TIPOVUTIOOETOUV OTL OL TIOAVEG ATIAVTOELS £X0UV HEAETNOEL EK TV
TPOTEPWV, £TCL WOTE VA KAAVTITOUV TIAPWS TO OEUA TTOU SIATPAYUATEVETAL TO EPWTIUA.
Avuto BeBata Sev onpaivel OTLGTNV AVTIOTOLYN AVOLKTT) O€ TIPETEL VA £XOVV TIPOOSLOPLOTEL €K
TWV TIPOTEPWV OL TIOAVEG ATIAVTNOELS, CULPWVA LLE TIG OTIoleg Ba TTpEmeL v opadoTon el
KaBe pila amdvtnon mov Ba Swoel 0 gpwTwHEVOS. OL amavTnioelg §ev UTTAPYXOLV OTN
TEPIMTTWON QAUTN OTO EPWTNUATOAOYIO0 OAAG O TIPETMEL €K TWV TPOTEPWV VA EXOLV

TPOocSlopLoTEL

ITIC QVOIKTEG epwTNOoelg €yovpe PBéPfatxr T SUVATOTNTA VA TPOTOTOW)COUUE TIG
OUOSOTIOMOELS TWV ATIAVTICEWV WAG, 0V ATIO TNV EPELVA TIPOKVYPEL OTL KATIOLX TIAPAUETPOG

TOV OEHaTOG pag £xeL Sla@UYEL

[ ™ pétpnon ¢ yvoung 1 g oTAoNG ATMALTEITHL 1) KATAPTION WLAG KAIHAKAG KoL 1)
katataln touv kabe atopov (SElYHATOANTITIKNG Movadag) o€ plx amd Ti§ Pabuideg
(xatnyopleg yvoung 1 otaong) ¢ kAlpakag avts. H katdaption twv Babpidwv pag
KALOKAG YL TN «LETPTON» TNG YVWOUNG 1] TG OTAONG EVOG EPWTWHEVOL glval elte SLAdIKNG

LOpP PTG TOV TUTIOVL:
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NAI - 0X1, 2XQXTO - AABOZ, XYM PQONS - AIADPQN(),

€lTE MOAAATIANG ETAOYNG TOV TUTIOV, OTIWG:

1) MpokaBopiopévn kAlpaka ToAAamAwy onpeiwv (multipoint scale)

kaBodov -2 -1 0 1 2 ovvexwg

2) MMivakeg Inuaciodoykng Atagopomoinong (Semantic Differentials)

3 2 1 0 1 2 3
A Low Quality ¢ ¢« ¢  High Guality
B. Economical « ¢ & ¢ ¢ Luxurious
C. Masculine & - ¢  Feminitne

3) KAlpakeg Likert:

Likert Scales

Please circle the number that represents how you feel about the
computer software you have been using

1am satisfied with it
Strongly Disagree -—1-—--2-—-3—4-—5—6—7— Strongly Agree

It is simple to use
Strongly Disagree «=1+=2w=3wdes§eeT- Strongly Agree

Itis fun to use
Strongly Disagree —1-=2-w3 w457 Strongly Agree

H Swatdmwon yvoung, cOp@wva HE TIC avwTéPw KAIUOKESG, OE A CEPA EPWTIOEWV-

TPOTACEWV TIPOCSLOPILEL TN «GTACT» TIOV €XEL TO ATOUO 0TO BN TTOV PHEAETATOL

Ot KAlpoKeG LETPNONG TWV SLAPOPWV HETABANTWV Elvat oL OVOUAOTIKEG KAlpaKeG (nominal),
oL TakTkéG KAlpakes (ordinal), ot Staxotnuikég kAlpakeg (interval) kat ol avaAoyikeg

kAlpakeg (sliding).
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6.3 ITowotikégc M£0odot

Ta Baowotepa pebBodoAoyikd epyodeiar AVTANONG YVWONG oo €va EPELVNTIKO TieSI0, 0T Ao
HLOG TIOLOTIKNG £PEVVAS EVALT) GUUETOXLKT) TIXPATI|PI)O1), 1) CUVEVTEVEN £pELVAC, 1) BLOYpa@ikt)
QaVAAVOT), 1] LOTOPLKT) CUYKPLTIKTY] HEO0SOG, 1) AVAAVOT) TIEPLEXOUEVOU, 1) LEAETEG TIEPITTTWOTG,
N épevva pe ™V Bo)fslx opadwv (0€ aUTI) TNV KATYOoPI EVTAGGOVTAL KL Ol OPASES
gotiaonc) kot GAes. H xprion Twv peBoSoAoymv autv givat SUVHTOV val YIVETOL LELOVWHEVA T) KL
o€ oLVBLACO, KAl EEXPTATAL KAOE (POPA ATTO TO €160 KoL TNV (PUGT) TOU EPEVVNTIKOV TIPOBANUATOG
KoL Qo Ta I8LHITEPA YAPAKTNPLOTIKA TOU EPEVVMIEVOL TIANBLopoU. H avamtuén g molotikg
EPELVAG TOOO UEDOSOAOYIKG OO0 KOl OE EQUPUOYES UTIOPEL VA XAPAKTNPLOTEL EVTUTIWOLOKT] Kal
OXETIWETAL PE WO OEPA OTIO KOWWVIKEG ETMIOTUEG OTIWG 1] KOWWVIKI] KL 1 TIOAITIOUIKNY

avBpwToAoyia, 1) KowwvioAoyia, 1 PuxoAoyia, 1) avBpwToyewypa@io Kot GAAES.
6.3.1 Xuvévtevin

TUVEVTELEN Elval 1) TEYVIKI] TIOU £XEL OKOTO VA OPYOVWOEL LIt OXECT TPOPOPLKNG
ETKOLVWVIAG avapueca o€ §V0 TPOCWTA, TOV EPEVVITN KAl TOV EPWTWUEVO, ETCL WOTE VA
EMITPEPYEL OTOV TIPWTO TT) GUAAOYT OPLOUEVWY TIANPOPOPLOV ATIO TO SEVTEPO TTAVW OE Eva
OUYKEKPLUEVO avTikelpevo. H €peuva mou yivetatr pe avtn tn uéBodo mpémel va €xel
TIPOETOLUAOTEL e KADE AETTTOUEPELX KABWG O €PELVNTNG OPEIAEL OE EAAXLOTO XPOVIKO

SLAOTNUA, VX ATTOK TN OEL TTIOAVAPLOIEG KL OTLOVTIKEG TIANPOPOPLES.

Ol EpWTNOELS TWV CUVEVTEVEEWV KATAYPAPOUV GLUVNOWG: CUUTIEPLPOPQ, EUTIELPLA, ATIOYELG
1 TTEMOLONOELG, CLVALTONUATA, YVWOELS, SNUOYPAPIKA OTOLXElN, TTPOIoTOPIA KAL KOWVWVIKEG

otaoels [165].

6.3.2 Opnadeg eotiaopévic cvlnnong ( Focus groups)

Ta tedevtaia xpovia €xel mapatnpndel éva peyddo evdia@épov yla Tn Slepevvnon
KOLWVWVIK®OV (QALVOUEVWV HECH OO TIG OUASEG €0TIXOMEVNG OoLINTNONG KAl QUTO TO

eVOLA@EPOV OXETICETAL [LE TO YEYOVOG OTL OL ATOYELS TIOV KATAYPAPOVTAL OE ULX TETOLA
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opdda mpoépxovtal péoa amo t SwadpactikdOTNTA (interaction) Twv opddwv oe TOTIKO

emimedo [168].

Ot opddeg eotiaopévng oulntnong meplapfavouvv eva Pikpo aplopd atopwyv (8-12) mov
EXYOUV KATOlX KOwd xoapoakmnplotikd. H emdoyn t¢ opdadag (Selypa) ylvetar pe
OUYKEKPLUEVA KPLTNPLX KoL 1] QVTITPOOWTEVTIKOTNTA TNG opadag Paoiletar otnv
EKTIPOCWTINGT OAWV TWV SNUOYPAPIKWY XAPAKTNPLOTIKWVY (TtY VA0, NAKia, LOp@WTIKO
EMITESO KAT) £QOCGOV QUTOG lval 0 0TOX0G. MEoa aTtd T LT TNON 0 EPELVNTIG TTpooTIAOEL
VO KATAYPAPEL TIG AVTIANPELS, AVATIAPACTACELS, EUTIELPEG AAAX KL TOV TPOTIO TTOV BLOVOUV

TO GUYKEKPLUEVO KOO BEpa/TTPOBAN U TO ATOUN TG CUYKEKPLUEVTG OUASAG.

6.3.3 AvaAvot) TTEPLEXOUEVOU

Y& avtiBeon pe v amAT avAyvwon ToU KELWEVOU, 1] AVAAUGCT) TIEPLEXOUEVOU, TIOU ELvalL 1] TILO
SLadeSoUEVT) TEXVIKT VLA TN UEAETY TIEPLEXOUEVOU, ETILTPETEL TI OCUCTNUATIKY Slepelivnon
Tov. H avaAvon meplexopévou PETATPETEL SEVTEPOYEVEG VALKO TIOLOTIKNG VOGS O€ LopP®N

TOGOTIKWV SESOUEVWV.

[Ipoxeltal yia pa tumomompévn uébodo mov o8nyel 6T CUGTNUATIKY] KWSIKOTIO(M O™ TOV
YPATITOU KL TOU TPOPOPLKOV AOYOU KUl WG €K TOUTOV, AVTIOTOLXEL OTNV TTOCOTIKOTIOMON
TWV ATAVTNOEWY OTIS AVOLIKTEG EPWTNOELS TWV EPWTNUATOAOYIWV KAL TOU TEPLEXOUEVOV
TWV U1 TUTTOTIOHEVWY GUVEVTEVEEWV. AUTO CUVETIAYETL OTL (1) TO KelpEVO eEeTAlETAL GTNV
0AOTNTA TOU Kal OXL EMAEKTIKA, [B) OTL Ol KATNYOPI(EG TIOU XPNOLUOTIOLOVVTAL YL TNV
Ta&lvounon Twv SeSopévwy opllovTal e CAQNVELR, ETOL WOTE va eival Suvatr 1) EmavaAnm
Kal 0 €Aeyxog TG Stadikaciag amd GAAovG epeuVNTEG KAl Y) OTL XAPAKTNPLOTIKA TOU
EULPVICOVTUL OTO KE(LEVO TTOCOTIKOTOLOVUVTAL OVTWE WOTE VA UTOPEL va SLHTIoTWOEL 1)

onuacio Tov @EPOVV 6To (510 KE(LEVO XAAQ KL 08 CUYKPLOT HE GAAQL.

Ta amoteAéopata Tov cuvoPIloVTAL EMITPETOVV T GTATIKI 1) TN SLOXPOVIKT) TIEPLYPAPT] TOV
UTIO €pEUVA KOWWWVIKOU (PALVOUEVOL. Méow TNG OTATIOTIKNG emeepyaciag Twv otolyelwv

QVUKOAVTITOVTOL OTATIOTIKEG CUOXETIOELS BACEL TV OTOlwVY EAEYYOVTAL Ol BEWPNTIKES
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vmoBéoelg TG €pevvag. Katd ovvémela, 11 avAAvoT TEPLEXOUEVOV WG TTOCOTIKN UEB0SOG
embéxetat v (Slx KpLTIK] TOL avamtuxOnke oe ox€on HE TO TUTOTIOUUEVO

EPWTNUATOAOYLO KL TN OTATLOTIKI EMEEEPYAT (A TWV OTOLXELWV.

6.3.4 llapatpnon

H mapatipnon sivat pla Stadikaoia Tov EMITPETEL GTOV EPEVVITH VA AVTAT|CEL TANPOPOPLES
Kal Sedopéva péoa amo v AUEOT), TN SIKN TOL THPATIPNON ATOUWY, OUASWV, BECUWY,
CUUTIEPLPOP WYV, CUVONKWV, XWPWV, 1] 0PYAVIOUWV (T EVOG OXOAEOV, LLAG ETALPELNG K. T.A.).
0 epeLVNTNG KATAYPAPEL - LE KATIOLOV TPOTIO - TIG TIAPATNPNOELS TOU KAL TN CUVEXELA TIG
eMeEepYALETAL KL TIG EPUNVEVEL OEWPELTAL 1] TILO TIOLOTIKY] KAl (0WG 1) IO PACGIKNY TEXVIKN
oLAAOYNG SeBOUEVWV OTNV KOWWVIKY £€peuva, KaBws Pe Tov évav 1| Tov GAAov TpOTo
QVOULYVUETOL KL LE OAEG TIG GAAEG TEXVIKEG, SLOTL 0€ KAOE €PEVVA, TTOCOTIKI) 1] TIOLOTIKY),
TIEPLEXOVTAL TOVAAYLOTOV HEPLKA oTolyEla moapatipnons. Tl mapadetypa, ovxva n
TIAPATIPNOT ATOTEAEL TNV APETNPLA EVOG TIPOLANUATIONOV, TIOV GTN GUVEXELA, LG 0O YEl
O0TO VA OXESLACOVE KL VA EKTIOVI|OOVUE P £pevva. ['eviKd, amoTeAEl pa TTOAU Xp1joLun
ETILKOVPLKY TEXVIKIT] GUAAOYNG SESOUEVWY, TIOV 0€ GUVSVACUO UE AAAEG TEXVIKEG UTIOPEL va

SwoeL EALPETIKA EVOLAPEPOVOEG TTANPOPOPLES YL TO BEUA TTOV PLEAETOVE.
6.4 M£0080oL'Epevvac oto Iledio ¢ Epnepiag Xpnot

Yto medio g eumelpiag xpnom peBodoroykd €xouv akoAloubnbel OAeg oL TapaTavw
uébodol kabBwg kat cuvdvacudg tovs. Tov OktwPplo Tov 2008 o Christian Rohrer tng
AlertBox Jakob Nielsen [169], Snuocievoe pia xaptoypda@non Tov amoTEAEITAL ATIO VA EVPV
@EAoUQ EPELVNTIKWV HEBOSWV TOUL xpnoomombnkay ylx tnv SlEpevivnon OTOXEIWY
eumelpiag xpnotn. Ymootnpilel 8e 6TL Sev pumopel va xpnopomonbel to c0VoAo Twv pefodwv
o€ KABe peAETn aAAd évag cuvduaopdg autwy. I'a va umopéoel va kKataddfel kavelg Tola
nueBodo TPETEL va XPNOLUOTIONOEL ONUELWVEL OTL QUTEG KATNYOPLOTIOLOUVTAL GE TPELG

SlaoTdoeLg:
" ATOWNIKEG OTACELG - ZUUTIEPLPOPES
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= [loootwko - [Tototikd

= [leplexyouevo - Xpnon

Ymv Ewéva 6-1 o (810G Sivel ¢ epeuvnTikég peBOS0LG TTOU XPNOLLOTIOLOVVTOL OTT HEAET
™G eumelplag xpnotn tomobetwvtag tn kabe pa oty avdioyn diwdotaon. ‘Etol yw
Tapadetypa n uéBodog tov nuepoAoyiov eival pla pEBodog 1660 TTOGOTIKN OGO KL TIOLOTIKY,

BaolleTal 0TIG ATOUIKEG OTACELS KAL EXEL OYXEDN LE TNV PUCLKI XPT)OT) TOV TIPOIOVTOG.

Research methods by Data Source vs. Approach vs. Context of Product Use

®

Behavioral @/l Eyetracking @ Data Mining/Analysis
@ A/B (Live) Testing
[ Usability Benchmarking (in lab)
[ Usability Lab Studies .[. Online User Experience Assessments

@ (“Vividence-like” studies) l

o

S

=

8 @ Ethnographic Field Studies

©

o

©

o
@ Diary/Camera Study
@ Message Board Mining

0 Participatory Design @ Customer feedback via email
/\ Focus Groups 0 <«— Desirability studies —» @ Intercept Surveys
Attitudinal /\ Phone Interviews /\ «— Cardsorting ————» /\ Email Surveys
9
Qualitative (direct) Approach Quantitative (indirect)
Key for Context of Product Use during data collection
@ Natural use of product /\ De-contextualized / not using product
© 2008 Christian Rohrer | [l Scripted (often lab-based) use of product ’Combination / hybrid

Ewova 6-1 Xaptoypagnon Epsuvntikov MeBddwv UX

6.5 M£006oL Epgvvag oty lapovca Arxtpiffn)

Me Bdomn ta 6ca poava@EépOnkav ot pEBodot oL omoleg xpnopomomOnkav otnv Tapovoa

Statpn etvar mowkideg. ‘Etol oto «melpapoa» to omoio SiednxBel pe tmv xpron pog
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avaBewpnuévng pebodov agloddynong pakpoxpoviag eupmelpiag xpnotn  (UX-Curve)
XPNOLoTOoONKE CLVSVACHOG HEBOSWV TOGO TTOCOTIKWY OG0 KoL TTOLOTIKWV. 'EToLEKTOG NG
uebodov tou gpwtnuatoroyiov, xpnowomomOnke n uEBoSog TG oLVEVTELENG KAl TNG
TAPATPNONG KABWG KAl TG avAAUONG TEPLEXOUEVOV OTO HEPOG TOU OXESLAOUOU TWV
KAUTIVA®V aTtd TOUG XPNOTEG. ATO To Telpapa autod mpoékuPav TAOVOLA TTOCOTIKA Kal

TIOLOTIKA SeSOopEVQL.

ItV ovvéxela péoa amod T CUVEVTELEN UE ATORX OUYKEKPLUEVNG opadag (focus groups)
Tpoomabnoape va KataypaPoupe TIg avTIAMPELS, TIG EUTIELPIES 0AAX KL TOV TPOTIO TIOU

Buwvouv v eumelpio XprioTn WG OXESLAOTES TETOLWY TIPOYPAUUATWV.

TéAdog Snuovpynoape pa véa péBodo afloAdynong Tng eumelpiag xpnotn oe TETOlA
TepBAALOVTA UE TNV XPNON TOCO TOCOTIK®WV 000 KOl TOLOTIKWV HEBOSWV OTwG
EPWTNUATOAOYLL 000 Kal plag peBodou mou €fdyel TO00 TMOCOTIKA 00O KL TOLOTIKA
dedopéva, au T TG CLPTANPWONGS TPoTAcewV. H pEBodog aut emAéxOnke yiati mpoo@Eépel
TIAPOUOLEG TIANPOPOPLEG PE AUTEG TNG CUVEVTELENG ElvaL TILO EVKOAT GTNV CUUTIATIPWOT) KAl

UTTOPEL VX TIPAYULATOTIOM OEL ATIOUAKPUGHEVAL.

Y10 KEQAAALO 7 TIEPLYPAPOVTAL AVAAVTIKA 0L PEB0S0oL TTov YpnoLpomow)dnkav, o TpdTOG oV

vAOTTOBNKY KAB WG KUL TA ATTOTEAECUATA TOVG.
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Ke@palawo 7
Eumnelpikeg MeA€tec ATLOAOYTIONG
Eumneplac Xprjotn

For there is nothing either good or bad, thinking makes it so. (William Shakespeare)

7.1 Eloaywyn)

H aloddynon ¢ epmelpiag Tov xp1otn amoteAel pla TpdkAnon, kabwg oL xprotes fpiokovv
SUOKOAO TO VA EKQEPACOLV TG EUTIELPLEG TOUGS av epwTNOoVV amevbeiag. ‘Omwg emonpaivouv
ot Vermeeren et al [170] n eumepla xpnotn eival LVTOKEWEVIKY], OTWG KAl TO OTL
QVTIKELLEVIKA KPLTNPLA EVYXPNOTIAG, OTIWG 0 XPOVOG EKTEAEGNG EPYATLWV 1] O aplOUdG TwV

AaBwv Sev elval emapkn yla v a§loAdynon ¢ eRmeLplag xpnotn.
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H AVom elvat n avamtuén evog 6xL LOVO TTOGOTIKOU EPWTNUATOAOYIOV OTIWG YL TTAPASELY O
tov Finstad [171] ywa tqv eumelpia Tov xpnotn, aAA& Kol plag TPakTikng pebddov mov Ba
KkaBopilel TL elval oNUAVTIKO ATTO TNV OKOTILA TOU XPT)OTH KAL TTWG OL XP1|OTEG EPUNVEVOUV Kal
amelkovi(ouv TIG eumeLlpieg TOLG Kat Sivouv vonuata oe eva mpoiov. Edikotepa ya ta
ELKOVIKA TEPLBAAAOVTA OTIWG TA NAEKTPOVIKA Ttayvidia 1 a&loAdynomn ¢ eumelpiag Tov
xpNotn/maiktn ylvetat akopa o SUGKOAN atd Tr GTLYUN TTIOU QUEAVETAL TO GTOLYXELD TNG

UTIOKELUEVIKO TN TAG.

Omwg €xel 6N avaepBel vapyovv péBodol a&loAdynong G eUTELPlAg XPNOTN OV
a@opovVv o€ TePLdArovTa/mayvidia Ta oTola OUWS aOPOVV KUPLWG TNV a§loAdyNn o1 TG

BpoayxumpoBeoung epmelpiag (Kata TV SIAPKELA 1] AUECWS LETA TO TTALYVISL).

7.2 A§loAoynon Euntepiag Xprjot pe v pedodo UX-Curve

7.2 1 Elcaywyn

['la TV KaTavonomn KoL TV EPUNVEIX TNG CUUTIEPLPOPAS TWV TIHIKTWV VOGS TALYVISLOU Elval
OTUOVTLKN 1) LEAETN TNG HOKPOXPOVIAG eptelpiag Tov xpnotn (Long term UX). Mg auto tov
TPOTIO O KATAVOT)COUUE KAAVTEPQA TO TIWG 1) EUTIELP LA XPTIOTN LETAPBAAAETAL GE GXEOT UE v
ovoTnua/Tpoidv oe Babog xpdvov. H gpunveia autig TG ouumepLpopas eivat Wblaitepa
kplown oto mAaiolo Twv Massive Multiplayer Online mayvidiwv (MMOGS) 6Tov ot TTaiKTES
EXOUV OLVNOWG LA LAKPOXPOVLIA OXECT HLE TO TTALXVISL € aQUTN TN LEAETN TIPOTEIVOUE I
EVAAAAKTIKY ekdoxn TG KapumuAng UX n omola elvat pa péBodog yia v a&loAdoynon g
nakpotpoBeoung UX [172]. Ta evpnpata €8€§av OTL auTh 1) EVAAAXKTIKN ekSoxM UTTOpEl va
elval Ll amoTeEAeoPATIKN HEBOSOG Yo va KaTtaypaPeL KoL va éENYNOEL TNV EUTIELP LA XPTI|OTWV

TLALYVLISLWV [LE TNV TAPOSO TOV XPOVOU.
7.2.2 Txetiki) 'Epguva

I BBAoypapla pexpt tTwpa LVTAPYoLvV TOAV AlyeG SNUOCLEVUEVEG UEAETEG oOmov va
a&loAoyeltal n pakpompobeoun eumelpia xprnotn. Ztn peAet toug ot Kujala, Roto et al [173]

a&loAdynoav tnVv epumelpia xp1otn yla T oeAlda kovwvikng Siktuwong-facebook kat yia
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xpnon Sa@opwv HOVIEA®WY KVNTWV TnNAE@wvwv. AmodeixBnke, dtL ot aAldayég otnv
nakpotnpoBeoun UX oxetifovtal pe TG NSOVIKEG OLOTNTEG EVOG TPOIOVTOG, TAPA HE TIG
peaAlotikég. Ot Kapamdvog et al [174] avemtuEav éva epyaldeio ov £xelL oxeSLA0TEL WOTE VA
EKHLEVEL avadpopLkd TNV gumelpla xpnotn. To epyadeio autd xpnolomombnke kat oe

AAAEG UEAETEG OXETIKEG |LE TIG EUTIELPIES TWV XPTOTWV LE TA KIVNTA TNAEQWVA.

Elvatl mpo@avég 0TL oL HEAETEG TNG EUTIELPLAG XPTIOTN OE OXEOT UE TA KIVNTA TNAEQPWVA EXEL
KEPSIOEL TNV TIPOCOXT) TWV EPEVVNTWYV, EVW OTIAVIEG EIVAL OXETIKEG EPEVVEG UE TTALYVIOLA.
MeBodoAoyka BAETOLUE OTLOL avadpopkeg uEBodoL utepLoxoOLVV apLOUNTIKA EVAVTL AAAWV
uebOSwv 660 aWopd TN HETPNON TNG UAKPOTPOBEGUNG euteLpiag xprioTn. AuTto cupfalvel
EMELSN M UVNUN elval PHEPIKES POPEG TILO OUAVTIKN OO OTL 1] TPAYUATIKOTNTA KATA TNV

a&loAOYN 0T TWV HOKPOTIPOOECUWY EUTIELPLOV.

Zto melpapa to omoio SienxOel to AeképBplo tov 2012 xpnowomomOnke 1 avadpouikn
uebodoc atloAdynong ¢ kapmiAng UX 6mwe autr) tpotddnke and toug Kujala et al [172].

H UX-Curve eivat pix avadpoukny pébodog afloddynong UX mn omoia pmopel va
xpnowotombel ywx T OSlepedivnon NG TOLOTIKNG EUTELPIAG XPNOTN KAl Vo TAPEXEL
aAVATPOPOSOTNOT OYXETIKA [E TO cVOTNUA / TTPOIOV Kal TIG IBLOTNTES TovG. PalveTal va elval
uLo TToAAQ vtooxopevn HEBodog 1 omoia BonbBa& TOLG XPNOTEG WOTE AVAKAAWVTAG ATIO TNV
LUV TOUG YEYOVOTA VA TEKUNPLOVOUV TO TIWG 1] EUTIELPLa TOVG eEeAloOETAL UE TO TIEPACUA

Tov Xpovou. H puébodog mpocapudotnke otov topéa Twv MMOGS w¢ TPog TIG SLACTACELS

HETPMONG TNG epmelplag xproT.
7.2.3 MgOodoroyla
SUUUETEYOVTES

Apxwa 860nke otoug oltnTEG TUNUATog Touv TexyvoAoyikov Exmaidevtikol ISpvuatog
KaBdAag va cUPTIANpwOOUV OXETIKO EVTUTIO GTO OTIOL0 KATAYPAENKAV OL TIPOTIUICELG TOUG
o€ SLadIKTLaKA Tt ViSla KaBws Kat 0 xpovog evacyoAnong tous (wpeg ava efdopada).
TuAAEXONKav 75 amavtioels amo Tig omoieg 13 SMMAwoav OTL §ev aoy0AOVVTAL YEVIKA WE

Tavidia eve Ta amoteAéopata eixav wg e&ng:
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Moy vidt MMA00¢ | Moyvidt A1) 00¢
League Of Legends 17 | Counter Strike 1
World of Warcraft 6 | DC UNIVERSL 2 1
Call of duty 4 | Defence Of The Ancients 2 - DotA 2 1
CrossFire 4 | Diablo 1
Battlefield 3 3 | Diablo 3 1
COUNTER STRIKE SOURCE 3 | Dota 2 1
Brap brap 2 | Farmlive 1
CALL OF DUTY 4 2 | Final Fantasy XI 1
Counter Strike: Condition Zero 2 | Front line defence 1
Dark Sector 2 | Grepolis 1
Flash doom 2 | GTAIV 1
Friv 2 | Ikariam 1
GTA San Andreas 2 | Left 4 Dead 1
Guild Wars 2 2 | Lineage 1
League of legends 2 | Lineage 2 1
lineage II 2 | LOL 1
Pro evolution 2 | Metin2 1
Pro Evolution Soccer 2012 2 | Need For Speed : World 1
Tank ball 2 | ONU 1
Age of Empires 1| PRO 1
Amore 1 | Pro evolution soccer 1
Assasin’s Creed 1 | Pro Evolution Soccer 2013 1
Battlefield 1 | STARCRAFT 2 1
Battlefield 2 1 | Stardoll 1
Buble widch saga 1 | Tetris battle 1
Call Of Duty - Wolrd At War 1 | Torchlight II 1
Call of duty 2 Modern Warfare 1 | Vampire diaries 1
CALL OF DUTY 3 1 | Warcraft 3 1
Call of duty modern warfare 2 1 | Word Of warcraft 1
Call of duty modern warfare 3 1| WoW 1
Candy Yash Saga 1 | Zombie Lane 1
CoD 1 | T'eviko aBpolopa 107

Mivaxag 7-1 MouyviSio kot TAY00G ATV THGEWY XPTOTWOV

TeAwd evvéa @oltnTéG NAKiag amd 18-20 eTwV CUUUETEXAV OTO TEPAUA TIOV APOPOVCE

oto MMOG «League of legends» to omoio kepdifel To kKowd o auTEG TIG NAKieg. Ot

OUUUETEXOVTEG £TTAL{tY TO ALY VISL Yl TEPLOSOVG IOV KupaivovTal amd 6 €wg kat 16 pnveg

(MO: 12,5 punveg, s: 3,1 unveg).
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To mayvidt

To League of Legends (yvwotod kot pe tnv ovvtopoypa@ia LoL) eival éva Bvteomouyvidt
dpaong RTS mov avamtiyxdnke kat SnpootelBnke amod Toug Staxelplotég ¢ etatpeiag Riot
Games ywx Tta Microsoft Windows, epmvevopévo and to Defense of the Ancients (DotA) kat
evog xaptn touv Warcraft III: The Frozen Throne. H mpwtn kukAo@opia avakovwbnke otig
7 Oxtwfplov 2008, kat kukAo@dpnoe emionpua otig 27 OxktwfBpiov 2009. To mayvidt Tav
o€ pa kAewotn beta amd tig 10 Ampidiov 2009, péxprtmv 221 OxtwfBplov, 2009. ZTn cuvexela

mépacav oTnv avolkty beta péxpt v

Topokeld, 9E0TE OT UV TS TV TPATH Gopd Tov kdvars loz-in 6T mayis ke 5n
VTN T To TS 605 M oy o0s Ue GOTd

ameAevBeépwon. To mayvidt eivat Free to
Play, mov onuaivel 6t dev xpealetal va
ayopaotel amd Tov Taiktn. Qotooco,

UTLAPXOUV Ol OVAAOYEG ETIAOYEG OTOV

TalKT) Vo ayopdoel KATOLOUG NPWES N
kamola "SKins" yia SL&@opous 1pweg Tov

Sivouv pl  Swaopetiky OYm  oTov

XAPAKTNPAL.

Tlopawohoius TeprrpiyTe sUvious wous L.9700g 1 Tig olherris outég

Aladikaoia Tepauatog

OL xpnoTeg/MalkTeG OUUUETE(XQAV OTO

melpapa ywa mepimov pla wpa. Toug

860nkav Vo epwTnuaTtoAdylx (éva yia

m™mv a&loAdynon SNUOYPAPIKWV
otolyelwv Kal éva GALo yla TNV eKTiunon
NG OLVOALKNG afloAGYNONG TOV TALYVLSLOV), VW TO PEYOAVTEPO PEPOG TOU TELPAUATOG

APOPOVOE GTO OYESLAOUO TWV KAUTTVAWV.

A@oV 0l CUUPETEXOVTEG CUUTANIPWONV TO OPXLKO EPWTNUATOAOYLO OTI) CUVEXELX TOUG
NTONKE v PEPOVV GTNV UVIUN TOUG TN OTLYUN TOU dpYLoav va Tal{ouv To Tayvidt Kot

Toug 800nKe To TTPWTO KEVO TTPOTLTIO Yo TNV TP TN UX kaumuAn(Iapdptnua 1).

Toug (N Bnke va kataypdPouv Toug AGYoUg yLa TOUG 0To{0VG ER@avilovTal aAAXYEG 0TV

KOUTIOAN. 2TO UEPOG EKEIVO TOV TIEPAUATOG IOV APOPOVCE 0TO OYXESLAOUO TWV KAUTTVAWVY —
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eumelpiag xpnotn ofodoynOnkav €& UX Swxotaoelg (pe tm xpnon €L avtiotolyywv
KauUTOA®WV) ot oToleg TpogkvPav amd v BiAoypagia. Autég Ntav: pia yio v yevikn UX,
uia yux to Babpo xpnong, pla yia v eukoAia otn xpnon, pia yw t Bubion, pa yio my

KOLVWVIKT 0AANAETTISpaoT KAl LA Yl TNV EUTAOKT)/S€oevon e To Ttayvist.

H eukoAla otn xpron emMAEXTNKE WG 1 T KatavonT (Yl Toug TTaKTES) SldoTaon amo
euyxpnotia [172]. O Babuog xprong pHe TNV TAP0So Tov XPOVOU GYETICETAL LE TNV TTOLOTNTA
™G EUMEPlAg TOU XPNOoTH EWBIKA OTaV €EeTAleTAL Yl TPOIOVTA Kol UTMNPECIEG TOU
xpnowomoloVvtat eBedovtika [172]. Ot tapamdvw TPELS SLHOTACELS XPTOLLOTIOW OnKav Kot

oTnV apxLkn £kdoomn ¢ pebddov.

Ol TTapakATw SLHOTACELS VAL AUTEG TIOU TPOTE(VOUUE WG TPOTOTIOW|CELS TG APXLKNG
uebodov UX-Curve, €tol woTe va &lval TMO KATAAANAN ywa v ofloddoynon g
nakpornpoBeoung UX twv MMOGs. H euf0Bion eivat piax moAv kpiown didotaon, 6tav
TIPOKELTAL YLO TTALY VIO EVW VUL OYXETIKN LE TOV XAPAKTNPLOKO KAl TN HETPNOT, TNG KATIWG
OALOTIKNG aKOpa évvolag, Tou TayviSov [105]. H kowwvikn aAAnAemiSpaon emiong elval
(wTiKNG onuaociag el8ikd yio ta MMOGs kal kuplwg oxetiletal pe v amoAauomn Tov
TPOKUTITEL OTAV 600 1) TTEPLOGOTEPU ATopa Ttailovv pali 1) BAETOVY TOVG GAAOUG Va Ttalovv,
amoAauBavovtag To BEaua, EVIoXVOVTAGS £TGL TNV CUVALCONUATIKN EUTIELPLA TTOV TIPOEPYETAL
amod éva mAN0og [175]. Tedevtaia, aAAd OxL AtydTepn onUavVTIKY, EMAEEQUE TV eumAokT. H
EUTIAOKT) WG TO XUUNAOTEPO ETITESO CUUUETOXTG, EEAPTATAL ATTO TNV TIPOOV UK TWV TIUKTWV

va emevéoouv Xpovo, TPooTabeLa KAt TIposoxn oTto atyvidt [105].

To mpoéTLTO Yia TIS KaumiAes UX amoteleltatl amd éva ypa@nua pe 6Vo Afoves Kol Ui
TEPLOXN OTIOV KATAYPAPOVTAL TIEPIANTITIKA OL AdyoL PETABOANG TG eumelpiag xpriot. O
0pl{OVTLOG AEoVvag ATIELKOVIZEL TN SLACTAOT) TOU XPOVOU EVW 0 KATAKOPUPOG TNV EVTAOT] TG
EUTELPlaG XpNOTN.

Y10 110G OL GUUUETEXOVTEG CUUTANPWO AV TO EPWTNUATOAGYLO EUTIELPLNG XP1OTY.

7.2.4 Atotedéopata

Elocaywyikd Epwtnuatoidyio
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TUAMEEaE apXLlkd TANPO@OPLEG OXETIKA UE TO XPOVO TOVL TAI{OUV Ol CUUUETEXOVTEG TO

Tayvidy, ywx tig 8e€lotnTeg Toug WG gamers KTA. EXTOG Opwg amo Tig Bacikég epwtnoELg

€YV KOl OXETIKA HLE TN CUVOALKT) a§LOAGYTON TOUG WG TIPOG TO TaLXVISL ZnTioape AoLmov

aTd TOUG CUUUETEXOVTEG VX KPLVOUV TNV TIPWTN TOUG EUTELPIX PUE TO TALYVISL Kal TTOCO

petafAnOnke auTn Pe TNV TAPoSo Tou Xpovou pe To epwtnua «I[16c0o tkavoTompévognoovva

™mv mMpwTn eRdopada mov emaiges to Mo vidy" kat pe to "[l600 Kavomompévol elote

onuepa;”. ' va Stepeuviioovpie € KATA TOGO Y0tV CUGTIOEL TO TALXVISL KoL 0€ PiAoug Tov,

pwtoape "Exete TeL LoTOPiEG 1] SIATUTIWOEL TN YVWUN UG OXETIKA PE AVTO TO TALYVIOL O€

aAAovG avBpwToUG;". Ta ATIOTEAECUATA KATAYPAPOVTAL GTO TTAPAKAT® TIIVOKQ:

Column N %
[Tepimov mOTE ApYLOES VX Atydtepo amo eva pnva ,0%
Tailelg To oy vidt League of 1-4 unveg mpLv ,0%
Legends? 5-8 unveg mpv 11,1%
9-11 unveg pLy 11,1%
TEPLOCOTEPOVG A0 12 U1VeG 77,8%
[Tepimov TOOES (POpPES ExeTE 1-10 ,0%
ouvvdebel yia va taiete League 11-24 ,0%
of Legends; 25-49 11,1%
50-99 ,0%
100+ 88,9%
Kata péoo 6po, mepimov moco Awyotepo amo 30 Aemtd ,0%
wpa Ttailete League of Legends 31-60 Aemtd 11,1%
ava ovvedpla; (T.x. kaBe @opd 1-2 wpeg 22,2%
Tov Ba cuvdebeite) 2+ WPEG 66,7 %
Kata péoo 6po mdceg wpeg v 0 wpa ,0%
Nuépa ailels League of 1/2 wpa 11,1%
Legends; 1 wpa 11,1%
2 WPEG 22,2%
3 wpeg 22,2%
3+ wpeg 33,3%
[Mwg B xapaktnpilate Tov Casual, apa evacyoAnon ,0%
EAVTO 0UG WG gamer; Moderate, evaoxoAnon pépa 11,1%
Tapd LEPA EPITIOV
Moderate, apketa ocuxvn 22,2%
EVAOYOAN 0N
Heavy, kaBnuepvn evaoydAnon 44,4%
Hardcore, k0plo pépog tng 22,2%
KaONUEPLVOTNTAG POV
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Ikavomoinon malk Ty TP TN GUUTANPpwoT) TwV UX - KK(PTUA®Y

Column N %

[1600 kavomopévoL N oaoTav TV KaBo6Aov ,0%
mpwtn fSopdda oag oto League of Alyo 11,1%
Legends; Métplx 11,1%
[ToAY 22,2%
[lapa oAy 55,6%
[1600 kavoTonuévol el0Te CUVOALKA Kabo6Aov ,0%
amo to League of Legends onpepa; Alyo ,0%
Métpux 11,1%
[ToAY 33,3%
[Tapa oAV 55,6%
‘Exete meL moté wotopieg ) amoyels yia to | Kaboiov ,0%
TayvidL og GAAovg; Alyo 11,1%
Métpla ,0%
[ToAY 22,2%
[Tapa oAV 66,7%
[Nati mailw;
Column N %
[Maiw To oy vidL Yl Kovwvikoug Kab6Aov 11,1%
AGYO0UG, OTIWG VX KPATIOW ETOLPT] [LE Alyo 33,3%
TOUG PIAoug, va Kavw VEoUs @iloug (M Métpla 55,6%
exOPOVG) KL YEVIKA VO GUVOUIAW UE [ToAY ,0%
TOUG GAAOUG. M&pa ToAY ,0%
[Mai{w auTd To ALY VIS, eTELdN TIEPLEXEL Kabo6Aov ,0%
TpokAnoels. H avtipetwmion avtwv twv | Aiyo 11,1%
TIPOKAN|CEWV POV Snpovpyel evopia. Métpla 22,2%
[ToAY 44,4%
[Tapa oAV 22,2%
[ailw yati To Tayvidt pov Tpoc@Epel Kabo6Aov 11,1%
LI TIPOY LA TLIKG LOVASIKT) EPTIELPLQL. Alyo ,0%
Métpla 22,2%
[ToAv 33,3%
[Tapa oAy 33,3%

Mivakag 7-2 ATavTioEeis XpoTwV 0TO ECAYWYIKO EpWTNUATOAGYLO

Avdalvon UX-Curves
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ZuvoAikd cvAAEXBNKav 54 KapumTUAEG amd TIG 0TIOIEG OL 9 POPOVCAV TNV YEVIK EUTELPLA
xpnotn Kot 9 1o Babpd xprong. Ot KAUTOAEG KATYOPLOTIOW ONKav avAAOYd PLE TNV TAGT) TOUG
o€ av&ovoeg, @Bivovoes 1 otaBepég. H katnyoplomoinon toug mpaypatomombnke pe Bdaon
TO KATA& OGO TO ONUEL0 EKKIVNONG TNG KAUTUANG TV VPMAOGTEPA 1) XAUNAOTEPX WG TIPOG TO
onuelo teppatiopov. Eav to onueio ekkivinong Ntav oto 8o emimedo, 1 KAUTUAN TOTE

KatnyoplomomOnke ws otabepn.
Tdon TV KAPUTUVA®Y

Ytov mivaka 1 kataypd@etal 0 aplOpog Twv KAUTUA®Y avd Katnyopla kal ava Sidotaon
eumelpiag xpnotn. Ot meplocoTeEPES Ao TIG KAUTTVUAES (61%) eival avgovoeg vmodetkviovTag

pioe av&npévn tkavoTmoinomn xpnoT.

Av¥ovoec | POivovoeg (Etabepéc
EvkoAla ypriong 5 2 2
BaBudg Xpnong 6 1 2
Eupubion 6 0 3
Eumoxn 3 2 4
Kowwvikr aAAnAemidpaon 5 3 1
l'evikn UX 8 0 1
Tivvolo 33 8 13

Mivakag 7-3 Tdon kapmuA®v avd Stdotaon UX

Ot Eixdveg 7-1 €w¢g 7-6 amelkovi{ouv TIG KAUTTUAEG TNG EUTIELPLOG XPT)OTH CUUPWVA UE TIG
SLLOTACELS OL OTIOlEG PHETPNONKAV. ATIO TIG KAUTTUAESG PAIVETAL OTL T YEVIKT EUTIELPLA XPNOTN

en@avifeTal auidvovoa HEGA GTO XPOVO.

To (810 pumopel va elrmwOel kat yia ™ BUOLON TWV TTAUKTWV. ATIO TNV GAAN, 1) Sla@Oopd HETAED
TWV aVEOVOWV, TWV POLVOVCWV KAl TWV 0TABEPWV KAUTVA®Y 01N SLACTACT TNG ELTAOKNG
dev @aivetal va elval onpavtiky. Ot @Bivovoeg kapmOAEG otV EVKOALX XP1ONG KAl TNV
KOWWVLIKN 0AANAeTtidpaon Sev @aivetal va eival GpKETA LOXUPY] WOTE VA EMNPEACOVV

APV TIKA T1) YEVIKN EUTIELPL TOV XPNOTN.
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04 ,”
107

Ewova 7-2 Ot kaumOAeg tov Babpov xpriong avd ID
OUUUETEXOVTO

Ewkova 7-3: Ot kapmodeg tng EvkoAiag Xpriong avé ID Ewova 7-4: O xapmdAeg g epfvOong ava ID
OULUETEXOVTO OVUUETEXOVTA
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1D5

L Ip2

D7

NID3

Ewkova 7-5: Ot KapmOAES THG KOWWVIKAS aAAnAemiSpaon¢ ava

ID cvppetéyovta

e \
/ S oCa
7 12k o Y D4

/ D1,

Ewkova 7-6: Ot kapmOAEG TNG EUTTAOKNG avd ID
OUUUETEXOVTO

138




Aoyot tng aA\ayrg epmepiag xprotr

ZUVOAIKA KaTtaypd@nkav 269 AGYoL IOV €MMPENCAV TNV EUTELPIA TWV XPNOTWV. ATO
autoug ot 197 Mtav Betkol evw ot 72 apvntikol. Ot meploodTEPOLl ATO AUTOVG
ava@EépOnkav amd TEPLOCOTEPOVS ATO £vav TaikTn. XTov mivaka 7-4 kataypd@nkav
OUYKEVTPWTIKA AV SLACTHOT) EUTIELPLAG XPTIO TN TO GUVOAO TWV AGYWV TIOV OTUELWONKAV

AT TOUG TTAKTEG WG OTEIX TTOV EMMPENACAV TNV EUTELPIA TOVG WG XPT)OTES.

Katnyopia OeTIKO ApvnTtiko Xvvolo
EvkoAla ypriong 41 26 67
Epupubion 43 10 53
Kowwvikn 38 12 50
aAAnAemiSpaon
Epmloxn 32 10 42
['evikn UX 43 14 57
Tvvoio 197 72 269

Mivakag 7-4 Adyol aAlayni¢ spmelpiag xpriotn avd katnyopia

H xaumdAes mov cvAAéxBnkav wg Tpog to Babuod xprong xpnolwomomOnkav oto va
eAéyEouv av vmpxav HEYGAX SLOCTAUATA TIOU OL GUUMETEXOVTEG Oev Eémaulav TO
OUYKEKPLUEVO TralViSL AT TIG KauTUAEG Sev TapatnpnOnkav HEYAAQ SLHGTHUATH OTIOV
KATIOL0G TAIKTNG OTAUATNOE VA TTaleL av Kol ava@EpOnkav Adyol Helwong Tou xpdvou
OV A@LEPWOAV OTO TALXVISL OTWG 0 TEPLOPLOUEVOG XPOVOG AdYw GXOALKWV
UTIOXPEWOEWYV, EEETATEWV KTA.

[ TG KApmMOAEG TNG YEVIKNG EUTELPlAG XPNOTN OL TaikTeg Swoave Kata péco opo 6,3
aita (4,8 Betika kat 1,6 apvntikovg N=9). Ot meploocdTepoL AdyoL IOV avaPEPBNKY
a@opovcaV KUPLwG TNV euxpnotia, To gameplay (wg gameplay opifovtal Ta TpofAnpata
KQL Ol TIPOKAT)OELS IOV €vag TAlKTNG KAAEITAL VO QVTILETWTIOEL o€ éva Tty vidL [176]),
™MV aeONTIKN otV aAAnAemiSpaon pe to mayvidy, v wotopia Tov TaLviSlov Kat TV
LKOVOTIO (o™ oo To Tatyvidt. ApynTikol AGyoL Tov ava@epOnkav a@opoloav Kupiws Ty
aAAnAemiSpaon pe toug GdAAoug Taikteg kAl TPOLRANHATA XELPLOHOV TOU THLXVISLOU
KUPLwG To TTpWTO StdoTnua xpriong. H katnyoplomoinon tTwv atiwv mov ava@Eptnkav

KATOYPAPETAL OTOV Tivaka 7-5.

Katnyopieg OeTIKEG | ApVNTIKEG
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Evxpnotia 6 4
Xpnowotnta 3 2
AwoOnTKn otV aAAnAemiSpaon 7 0
Gameplay 5 3
[IpoxAnon 6 0
Kowwvikn aAAnAemidpaon 7 5
EvSiapépov 6 0
Adpopa 3 0
F'evikn UX 43 14

Mivakag 7-5 Adyot aAdayn§ YEVIKA G euTelpiag xpriot

Ot KapumOAEG YL TNV €VKOAl 0T xprion dwoave Kata PEco 6po 7,4 A0youg HeTaoANG

(4,6 BeTikoVG, 2,9 apvnTikovg N=9). Ot AdyoL TTov ava@EpOnKav KATNyopLOTIOLOVVTAL GTOV

Tiivako 7-6.

Katnyopieg OeTIKEG | ApVNTIKEG
Evxpnotia 18 2
Xpnowotnta 3 20
AwoOnTKn otV aAAnAemiSpaon 8 1
Gameplay 10 1
Apopa 2 2
Zivvolo 41 26

Mivakag 7-6 Adyot aAlayng evkoAiag otn xpnon

[ToAAol TaikTeg avé@epav TNV aAGONTIK TWV YPAPIK®V, TOU NXOU, TNV EVKOAIA GTOV

EAEYX0 TV NPpWWV, TOo €UKOA0 game play, TNV AUEOT] ATIOKPLOT] TOU NPWA OTIS EVIOAESG

Tovg, To tutorial wg BeTikoUg Adyoug petafBoAng TG eumelpiag xproTn. ATO TV AAAN 1

SuokoAia evpeong SlabEciuwy servers, AAAAYEG TTOU £YLVAV 6TO CUGTNUA TOV TTALXVISLOU

Stapéoov Tov XpOvov, oL Alyol XApTEG, lval oL TEPLOCOTEPOL ATIO TOUG AGYOUS IOV OL

TalkTeg KatéypaPav ws apvnTiKoUg.

Fpa@npa 1 Peadiotikoi kat pn Adyot aAdayrg TnG euKOAiag ot xprion

16

14

12

10

= e A
' ' I I I

Pragrmatic Non-Pragmatic

positive

Pragrmatic Non-Pragmatic

negative

Wimproving  Deteriorating
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Zto ypdonua 1 amekovifovtal ot AGyol HETaBOANG TNG EUTELPLAG XP1)O T OE PEAALOTIKOVG
(pragmatic) kat pun (non-pragmatic), 8eTiko0¢ Kat apvnTikoUS Yo TIG adEOVOES Kol
@BlvovoEG KAUTIUAEG TNG VKOALAG 0T xpriom. TEAOG 1) EUKOALX TN XPTIOT CUYKEVTIPWVEL
TOUG TIEPLOCOTEPOUG PEAALOTIKOUG AOYOUG LETABOANG TNG euTElplag xpriotn (evxpnotiq,
XPNOWOTNTA) ATtd OAEG TIG AAAEG KAUTIVAEG.

Ot kaumOAeg petafoAng e epfubiong Swoave katd peso 6po 5,9 Adyoug (4,8 BeTikovg
kat 1,1 apvntikoVg N=9). Ot AdyoL Tou ava@EpBNKAV KATnYopLOTIOLOVVTAL GTOV THiVaKa 7-
7.

Katnyopleg | Octikég | ApvnTIKEG
Xapa 9 3
'EAeyxog 11 1
[TpoxAnon 5 2
IkavoToinon 10 0
Gamestory 4 3
Evéiwagépov 1 1
Aapopa 3 0
Zuvolo 43 10

Mivakag 7-7 Adyot aAlayng tng euuOLong Tov xpriot

[ToAAol TtaikTeG avé@epav AGYOUS IOV EKAVAV TO TALXVISL ELXAPLOTO, ATTOAQUOTIKO Kol
OUVOPTIACTIKO, OV KL AVEPEPAV OTL KATIOLEG XAAXYEG 0TO T VIOL HEGA GTO XPOVO TOUG
EKavayv Vo YAooLV To eVELX@PEPOV TOUG Yo KATIOLO XPOVIKO Stdotnua. Ot teplocdtepol
ATO AUTOVG AVEPEPAV TNV LOTOPLA, TOUG POAOVG KL TOUG XAPAKTNPES TOV TrayviSiov. Ot
APVNTIKOL AGYOL EMKEVTPWON KAV KUPLWG 0& AAAAYEG TOU TTALXVISLOU TIOV EMNPENCAV TNV
totopla Tov TayvISLov KAt TN EVXAPLOTNOT TOVG.

Ot xaumOAeg peTaAfOANG ™G KOWWVIKNG aAAnAemtiSpaons Swoave katd péco 6po 5,6
AOyouvg (4,2 Oetikolg kat 1,3 apvntikovg N=9). OL AdyoL Tov ava@Eépbnkav

KQTNYOPLOTIOLOVVTAL 6TOV Tiivaka 7-8.

Katnyopieg OeTIKEG | ApVNTIKEG
Kowwvikr aAAnAemtidpaon 27 10
Epyodeia emikowvwviag 3 2
Touvpvouva 8 0
Xvvolo 38 12

Mivakag 7-8 Adyot aAdlayng TG KOWWVIKNG aAANAemiSpaons Tov xprotn

LTI YPAPIKEG TNG TIAPAKATW ELKOVAG ATEIKOVIIETAL TO TWG HETABAAAOVTAL Ol KAUTIUAES
ywx TG av&ovoeg KaUTUAEG Kal TwG yla Ti§ @Bivovoeg (Lall kat n povadikn otabepn

KapTOAN).
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Ol TteEPLOCOTEPOL ATIO TOVUG TAIKTEG AVEPEPAV EUTIELPIEG ATIO CUUUETOXEG OE TOUPVOLA
TaviSlwy Kat chat pe GAAovg maikteg amod 6Ao Tov Koopo. Tpelg amd autols avé@epav
OTL SNUOGLEVOVY PWTOYPAPLEG GTO POPOVN KL CUUHUETEXOVV OTIG KOWVOTNTEG WG OETIKN
eumelpia. Avo amd avToLg pPAVICOVTAL TTOAY ATTOYOTTEVHEVOL LLE TT) CUUTIEPLPOPA TWV
AAAWV TALKTWV Kol SLApapTUpovVTaL EVTOVA YL TO A0Y0 aUTO. AvE@EpPaY € OTL LEPIKES
(POPEG OKEPTOVTAL Vv eyKataAeiPouv To Toyvidl, av Kol TOuG apecel, AOyw NG
OUUTIEPLPOPAS AAAWV TTALKTWV.

TéAoG oL KauTOAEG PETAPBOANG TNG EUTAOKNG UE TO TtaXViSL Swoave katd péco 6po 4,6
Adyous (3,6 Betwkols kat 1,1 apvntikovg N=9). OL AdyoL Tou ava@épOnkav

KOTIYOPLOTIOLOVVTAL OTOV Ttivaka 7-9.

Katnyopieg | Oetikég | ApynTIKEG
'EAeyxog 14 3
Xapa 12 1
Game play 6 6
Xvolo 32 10

Mivakag 7-9 Adyor aAdayn ¢ TnNG ELTAOKN G TOV XPHoTN

0L AdyoL tov ava@épbnkav Ntav TePITov ot (Slol o€ oxéomn e TIG KAUTUAEG euUOLOTG.
‘OAoL oL XpNOTES AVEPEPAV AGYOUG OYXETIKOVG [LE TN XAPQ, TNV TPOKAN O KAl To game play.
['a mapddetypa, ave@epav 0TL «0 KOGUOG TOU T VISLOU avTISpA OTLS ETAOYEG pov”, "
ViKN 01O Tayvidt pe kavel va BéAw va taliw meplocoTePo”. ApvnTikol Adyol elxav va

KAVOUV [LE TNV TIPWTT ETAPT] [LE TO TTALXVISL

IX£01 TWV KAUTTVA®V LLE TNV LKAVOTIO|01) TWV TIALKTWV
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Ztov Ilivaka 7-10 pmopolpe va cuvoPicovpe TOUG BETIKOUG Kol apvnTikoUG AGyoug
HETABOANG NG eumEplag XPNOTN YA OAeG TG KAUTUAES. [lepioocdtepol BeTikol pun

PEAALOTIKOL AOYOL CUOXETIOTNKAV LLE TIG AVEOVOEG KAUTTUAES.

Katnyopieg OeTIKEG | ApyNTIKEG
Kowwvikn aAAnAenidpaon / cuvepyaoia 34 15
'EAeyxog 25 4
Evxpnotia 24 6
Gameplay 21 10
Xapd 21 4
AwoOnTikn otV aAAnAemidpaon 15 1
[TpoxAnon 11 2
Ikavomoinon 10 0
Alpopa 8 2
Tovpvouva 8 0
EvSia@épov 7 1
XPNoWoTNnTA 6 22
Game story 4 3
Epyodeia emikowwviag 3 2
Tuvvolo 197 72

Mivakag 7-10 Adyot addayns eutmeipiag xpotn/maikTn

Znv elkova 8 amelkoVI(OVE TIG KUPLOTEPESG KATNYOPLEG LETABOANG TNG EUTIELPLAG XP1)OTN

ava emdeyeloa Stadotaon.

Usability
LA | Control
Ease of use t
Aesthetics .
J EngagementJ Joy ]
Game play |
Game play
Game UX
Joy I
Social
interactive
Control I )
SOC|al_ Communication
Interaction | tools
Challenge m s
_J Immerswn*
Tournament
Satisfaction
Game story
Interest

Ixynua 7-1 Anewkévion Staotdoswv UX

ZUyKplvovTtag Ta amoTEAECUATA TWV KAUTTUAWY UE TO EpWTNUATOAOYL0 UX
A6 TO EPpWTNUATOAOYLO EeuTEPlOG YXPNOTN TPOKVUTITOUV Ol TOPAKATW SelkTEG

LKOVOTIO (O G aAvVA KATNyopla HETPNONG:

Ztoiyeio Eumeplag Xprjot Agixktn Ikavomoinong (0...5)
Pon 2,8
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Kowwvikn AAAnAemidpaon 3,9
Epupubion 3,6
IkavoToinon 4,3
Agpoociwon meAatn 3,8
5
4,5

w

N

3,5
2,5
1,5
1
0,5
0

Agiktng lkavormoinong (0...5)

= Pofy = Kowwviky ANAnAentibpacn = EuBuBion = Ikavomoinon ® Adociwaon mehdtn

Fpdenpa 7-2 Asikteg ikavotoinong amod to UX epwtnuatordylo

AT TO TEAKO €PpWTNUATOAOYLO TPOKUTITEL EMIONG OTL OAOL Ol TAIKTEG avAPEPOLV
HEYQAAVTEPT TIOAVOTITA VA GUGTI|OOVV QUTO TO TALYVISL HE OTOUG PIAOVG TOVG. ATIO TIG
QTTAVTNOELG TOUG Kal TIG KAUTUAEG UX pumopove va TTOUE OTL 0G0L TAIKTEG AVAQEPOLV
™V TOAVOTNTA CUUUETOXTG TOUG O€ TTApOpoLa Tatyvidia oxediaoav adEovoeg KAUTTUAES.
Ot taikteg OV amavTnoav 0TL Sev elval TOAD TOAVO VX CUUUETEXOVVY 1) VAL XyOPACOUV
Tapopolx Taxvidia oxedlacav @Bivouoeg 1) oTaBePEG KAUTTUAES ELSIKA GTNV KOLVWVIKN
QAANAETIEpaoN, TNV EUTTAOKT] KAL TNV EVKOALX 0T XpTiOM.

EmumA€ov, pepikol amo autolg elTay OTL 1] LKAVOTION O TOUG TNYALEL aTtd TO YEYOVOG OTL
To Tayvidt eivat Swpeav. Aev @aivetar OTL OL GUUUETEXOVTEG UETERoAAQV TNV
(KAVOTIO(10T] TOUG WG TPOG TO Tty ViSL peTa TN oxedioon Twv kapmuAwv UX. 1o apxiko
EPWTNHATOAOYLO O HEGOG OPOG LKAVOTIOMONG NTAV 4,4 EVW GTO TEAKO EPWTNUATOAGYLO O

HEooG 6pog IKavoToinong ntav 4,6 (correlation 0,46).
TéAog oTO Yypa@nua 2 amelkovi{ovTal Ol CXETIKEG KATNYOPIEG OTNV ATOKPLON TWV

OUUUETEXOVTWV OTNV EPWTNOT VX avVA@EPOVV HE SV0 AEEELG T KAAUTEPA KL XELPATEPQA

XAPAKTNPLOTIKA TOV At VLSL0V.
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Fpa@npa 7-3 Ta KaAUTEPA KoL XELPOTEPU XAPAKTNPLOTIKA TOV TALXVISLOU

Jvunepdouata

[Tapd To yeyovog OTL 1) euTElplar Xp1O TN OTA ALY VIS TIPOGEAKVEL OAO KL TIEPLOGOTEPO
TO EVELOPEPOV TWV EPEVVNTWV KAL TWV EMAYYEAUATIWOV TOV XWPOV, eEakoAovBolv va
UTIAPXOUVV HOVO Alyeg TPoOoTABeleg yia TN UHEAETN peBOSwv afloAdynong eldikd ot
noakpotpoBeoun eumepia xpnotn (UX). Me ) xprion pag avadpopikns uebddov yia ™
HeAETN ™S pakpoxpoviag UX (tnv UX Curve) mpape xpriolua cvpmepdopata yia ™ UX
o€ éva yvwotd MMOG kat tov TpoTo pe tov omtoio 1 UX dAAage pe v Tapodo Tov xpovou.
E@apuolovtag pio ePTepIKn LEAETT IE TOUG QPOLTNTEG VOGS LOPUUATOG TNG TPLTORAB LG
exmaibevong, avakaAvape 0tL n uébodog UX Curve pe TIG KATAAANAES TIPOCAPUOYES
UTTOPEL VAL ATTOTEAECEL LK ATTIOTEAECUATIKT HEOOSOG YLa Vo TIEPLYpAWPEL KL v €Y1 CEL TN
XPOVIKOTNTA TWV EUTIELPLOV 0TOVUG TaikTEG. Ta evpripata €8e&av 0TL T pfUOLoN avEavel
e TNV TAPOoSo TOU XPOVOU KOl TN YEVIKI EUTEPIN TWV TAKTWV Kal odnyel v
LKOVOTIO (1N 0T TWV TALKTWY WOTE VA cLoToouvv To MMOG 6Toug iAoug TOUG Kal Vo TTouV
Betikég otopieg yU auto. Télog, pe ™ Ponbewx ™g peBodov amodeixbnke OTL TA
TEPLOCOTEPA ATIO TA BEPATA IOV EMNPEATOVV TNV HAKPOXPOVIX EUTIELPLO TOV XP1)OT OF
éva matyvidt oxeti{ovtal pe pn-peaAloTiKa BEpata, Omwe 1 Stackédaon [123], n epfubion

[123],[177, 178], n mpOKAnoM, TO evSLa@Epov kat 0 EAeyxog [177]. H peAdovtikn €pguva
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amottel éva fabVtepo mepapatiopd pe v peBodo UX Curve n omoia pmopel va evioyuBel
LE OPLOUEVEG TIPOCOETEG SLKOTACELS 0TO TANIOLO TNG KoL PE GAAX €8N TTAYVIOLWV, OTIWG
serious games. EmumAéov, Ba Ntav xpnoo va mpoPel 6€ OCLUYKPLTIKY) HEAETN ME AAAESG

avadpouikés pebddovg 6mws DrawUX [179] kat iScale CORPUS.

7.3 Tuvevtevielg (interviews) Kal £0TIXOUEVEC OUASEC

(focus groups)

Ot ouvevTEVEELG KL Ol EOTIAOUEVEG OUASES EMITPETOVYV GTOV aflOAOYNTH va LVTIORAAEL
EPWTIOELS OTOVUG XPNOTEG OGOV APOPA TNV EUTIELPLA KAL TIG TIPOTIUTOELG TOUG OXETIKA UE

TO LVTO a€LOAOYN O CUCTN AL

7.3.1 AuaSikacia Zvvevtevéemv

Ot ovvevtevielg mpaypatomomOnkav tov Mdaptio tov 2013 KAl CUMMETEXAV TPELS
Bewpntkol feature designers tng etaipeiag 5™ planet n omoia oxedialel kol Stabétel

online MMO RPG (http://www.5thplanetgames.com/).

Edwotepa otovug:

» Zeus Mendoza - Designer/Producer for Legacy of a Thousand Suns
* Jbrahim S. Amin - Writer and Chief Creative Officer

* Brandon Scheel - Game Designer for Legacy of Heroes/Clash of Dragons and former

Magic the Gathering Professional
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CONTACT US BAZMR

DAWN OF THE DRAGONS .

Enter 0 workd torn by conflit and sife

e f‘ﬂg ABOUT 5" PLANET
. TEAM; - SEsEaT  JYORKS

<ol gamers and hordcore ok s

opportundy to present our own
e Ve

READ MORE >

Ewdéva 7-7 H emtionun ogAida ¢ etaupeiog
Ol EpWTNOELS ETMKEVTPWONKAV OTA TIAPAKATW:
» Treival yia autolg To TTatyvidL
* Av o oxedlaopdg evog mayvidiov elvat 1 1béa miow atmd auTo 1 KATL TEPLOGATEPO.

* Ta YapaKTNPLOTIKA EKEvA TOU TPEMEL va €XEL €va TAlYVIOL yla va auinoel tmv

(KOVOTIO (N 0T TOV TIAK T /TIEAGTN SLHPEGOV TOVL XPOVOU.
* Tnv dmoym Toug yLa TO av 1 EUTELPIX XP1|OTN UTTOPEL Vo oxeSLXOTEL 1} OXL

» [lotol elval ekelvol Ol TTAPAYOVTEG TNG EUTELPLAG XP1OTN OV UTOPOVV va An@Hovv

LTIOYM KATA To oXeSLAo U0 VOGS TTALXVISLOV.

* [lowx Tat TPAYUATIOTIKA/PEAALCTIKA KAL UT), EKEVA XAPAKTNPLOTIKA TOV TALY VLS00 TA
omola €lval ONUAVTIKA OTO OXESHOUO €VOG TAVISIOU Yia Slaokedaom kal evog

«o0Bapov» Tayvidlov.

» Kat téAog av xpnoomolovv avtol kamowa pebodo peéTpnong kat afloAdynong tng

eumelplag xpnotn.

7.3.2 Ilowotikn) AvdAvon ATTAVT)GEWV
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Ao TIg amaviioelg (ot omoleg mapatiBevtat oto Mapaptnua B oy ayyAkn yAwooo)

OTU TIAPATIAV®W EPWTUATA LTTOPOVE VO CUUTIEPAVOULE T EENG.

ITNV €PWTNON YlX TO TL €lval To Tayvidt mpape Ti§ amavimoels: «layvidt eivai
OTIONTIOTE UE KAVOVES Kavels va aiéel yia amodavon 1] Tov avtaywviouo» (Zynua 7-2). Ot
TEPLOCOTEPOL CUUP®WVOLV 0TO OTL TO Tayvidt elvat amoAavon (joy), suxapiotnon

(pleasure) cAAd ko avTaywviopds (competition) péoa amo eva GUVOAO KAVOVWV.

‘Eva obompo pe S10popeTikég
Aerrovpyieg mov QrLo&eveitan and
£vol L€ O Kot 0oL éva TPOCOTO
(m.y. 0 maikTG) acyoleitar pe KGBe

TOPURETPO TOV. OnonmoTe pe Kovoveg propei
KATo0g vo waiel yia aroravon /
\ 1n 1 KO Y0 TOV OVTAYOVIG RO,

Kafe dpaostnpromnre yio v
gvyapicTnon oty omoia o1 avOpwmor
avtayovilovtoa sOp@va pe £va
GUYKEKPLPEVO GVVOLO KAVOVOV, KUL 6TV
0TTOi0, VTAPYEL PO OPIGPEVT EVVOLL TIG
vikng.

IynNua 7-2 ATavTioElg 0To EPWTNHA «TL VAL TTAXVISL»

Kat ot Tpelg sup@wvovv 0TL 0 oXESIHOUOG EVOG TIALXVISLIOU E(VAL KATL TIAPATIAV® ATIO TNV
Wéa miow amo to oy vidt. To mw¢ Ba Asttovpynoey, yati o maiktn g 0a ouveyilel va mailet
KaBw¢ koL to TL O akoAovBel kABe Popa elval HEPIKA ATIO AVTA IOV EVAG OXESLATTNG EXEL
va oke@Tel. O oxeSlao oG AoLmov TepAapBAVEL EKTOG ATIO TTPAKTIKA BEUATH KoL TO Opopa

TOv oXedLaoT.

[Towa elvat gkelva OPWG TA XOAPAKTNPLOTIKA IOV TIPETEL VA EYXEL WOTE VA AUEAVEL TNV
HakpoTpOBeoun kavomoinon tou Taikmy; Ot amavtioelg mou 866nkav MTav ot
Tapakatw. [apatmpovpe 6TL N SloKESAOT KUPLAPXEL WG TTAPAYOVTAS LOAKPOTIPOBETUNG

LKavoTIoinomg.
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Awokédaon (fun)

Replayability*

Evdwgpépov (interest) | Awaokédaon (fun)

2VVOPTAGTIKO [IpoxAnon

(exciting) (challenge)

"Na a&ilet ta Aeptd | Ontikn mpoOKANoN

Tov!!" (visual splendor)
Kowwovum
aAANAETIOPUCY

(social interaction)

*[180]

‘OAoL TILOTEVOLV OTL ] EUTIELPia XP1)OTH UTOPEL Vo oXESLAOTEL AV KAL TILOTEVOLV OTL AUTO
elvat 8vokodo va ocuvufel av TTPOKELTAL Y A VISIA OpaSIKA OTA OOl 1) KOLVWVIKT)

aAANAeTiSpaon KoL 0 avOp®TILVOG TTHPAYOVTAS EIVAL KATL TTOV KUPLAPXEL

ExT6¢ amdé Tnv euxpnotia TaApAyovTeG EUTEPIAG YXPNOTNH oL omoloL umopolv va

XPNOLOTOmN 00UV Ao TOUG OXESIHOTES ElvaL:

* H gukoAia 10080V (EvvowVTag TOGO YPNYOPA 1) EUTELPIX XpNiOTN UTTOPEL Vo avTANBEl

ato éva ATopo).
» He&dpon/ebiopog (o Babuog SuoKoAlag yia Eva TTaKTN VX OTAUATOEL va TTaileL)

* H evxapiotnon (Pleasure) (moomn SltaokéSaomn MapEXETAL OTOV TTAIKTY, EVW TAlEL TO

TTavidy).

Ta mapamavw av kat eivat SOGKOAX va TOGOTIKOTON 00UV umopolv (cw¢ va pHetpnbovv

1E PuxoAOYIKEG 1] VEUPOAOYLIKEG HEBOSOUG.

‘060 APOPA OTA TIPAYUATIKA KULNNEOVIKA XAPAKTNPLOTIKA TWV TALXVISLWV, TILOTEVOLV OTL
T otolyela aAAnAemiSpaong maikTn-mayviSioU (KOUUTILE, XEPLOTHPLA KTA) ATTOTEAOVV
Ta BACIKA YOUPAKTNPLOTIKA TNG EVXPNOTIAG EVW 1) SlaokESaoN TTAVW aTtd OAx aTtoTeAEl
XOAPAKTNPLOTIKO TNG NSOVIKNG TMAELPAS Twv TaxViSiwv. Emiong avagépouvv otL 660

a@opa ota «cofapa» mayvidia, av kat §ev ipémel va Eexwpilovy amd ta VITOAOLTIA 0G0
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Q@OPA& 0T OTOLXELD, TX TIPAYUATIKE / PEAALOTIKA TOUG oTolXelx aiveTal va eivatl Lo
ONUAVTIKG Yo TNV afloAdynon Toug o€ avtiBeon pe Ta LTOAOLTA TOU TA NSOVIKA

XAPAKTNPLOTIKA E(VAL AUTA TIOU UTIEPLOYVOLV.

4 N ( )
Hdovikd otoyysia bili
o1 usabili
usability Kavéveg, gamestory, | ) ty'
=] otouyeio aAinAenidpaong YPOPIKA KO §XOG, oTory el a%%nksn?pqcng
TOIKTN -t VIS1o0 S100KESUOTIKE/ EVYOPIOTOL TOUKTN-TLOLX VIOV
oTotyeia TOV AV
. J
\ S
N\ ( )
Hbovucd oroyzio Hoovikd otoyyeia
SvuokoAia TOL TaLVISIOV, || A 5
— npooPacipuotnro, Lackeoaon
Kotovonon IIpoxinoeig
Awokédaon L )
\ S

TéAog ava@épouv OTL elval apkeTd SUOKOAO VA EQAPUOCTEL P HEB0S0G A§LOAGYNON G TWV
Néovikwv otolelwv. Kat oL Tpelg «akoUv» TO TL Ol TAIKTEG AVAPEPOVV KAl TIPOSTIAOoUV
va BeEATIwO0VV péoa oo au T TNV avatpo@odoTnor). AuTto Yivetal Kuplwg HEoH Ao TA

forums mov k&0e Ty vidL StabETeL

7.3.3 TupmEpAGHATA

ATO Ta MapATAvw YIVETAL E0KOAQ AVTIANTITO OTL 1) EUTELPla XP1OTN Elval aKOpa éva
avegepevuVNTOo TES(0 YIA TOUG OXESLAOTEG TTALYVISLWV, EVW 1) A§LOAGYT 0T TNG YIvETAL HEoA
amd TV CAANAETSPAOT] TIAUKTWY — OXESLHOTWY, €8IKA ot MMO Tayvidia mov KTl

TETOLO elval TOAV eVKoAO0 va emitevyOel péoa amod ta forums.

H evxapiomon kat n Staokeédaon mov éva ayvidl TTapEYEL OTOV TALKTN TOU ATOTEAEL
Baowkd otolxelo NG eumelplag XPNOTN KATA TOUG OXESIAOTEG TOU Kol OAN TOUG 1)
TPOOTADEIN EMKEVTIPWVETAL OTNV avinorm kat Satnpnon TG SlaokéSaong Tov

TPOCPEPEL TO TTALYVISL EPOCOV TIPWTA EENCPAAIGOVV TNV ELYPNOTIA TOV.

Yto mapaptnua B Sivovtat avoaAutikd ot amaviioels (oTa ayyAlkd) Twv oXESLHOTWVY OTIS

TAPATIAVW EPWTTOELG.
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7.4 M£0060¢ AtloAoynonc Eumepiag Xprjot

7.4.1 Me0oSoAoyia

EiSaue oe mponyoluevo ke@daiato, v BLBALOYPA@IKT) QVAOKOTNOT OXETIKA HE TIG
1eb080vG IOV PTTOPOVV VA XPTGLLOTIOMBovV 1} XprjoLuoTTonBnKay ylo TV aloAdynon g
eumelplag xpno kat eldikotepa o 3D-VLEs kat mayvidia. Emiong éywe avagopa ota

TIAEOVEKTIUATA KL LELOVEKTLATA TwV LEBOS WV IOV XpnoLLoTIOmOnKav.

TéAOG apyika €ywve pe Tn xpnomn Hag 18n vmapxovoag HeBOSOV pE HLa TIPOCGEYYLON TWV
TAPAYOVTIWY TOU €MMPEAOVV TNV EUTELPIA XPNOTN 0€ TETOl TEPBAAAOVTA EVW OL
OUVEVTEVEELG [LE OXESLAOTEG TETOLWV TIEPIBAAAOVTWV £SWOE KATIOLX ETILTIAEOV OTOLXELX Yl
TO TLaVTOl BEWPOLV ONUAVTIKO oTNV eumEelpia xprioTn. Me dom ) BifAoypagia Kot Twv

TAPATIAVW TIPOTEIVETUL TO LOVTEAD TNG TAPAYPAPOV 4.5.

7.4.2 llpotelvopev M€0odog ALoAdynong

Me Bdomn 1 BAOYpa@IKY ETOKOTNOT N TTPOTIUNOT o€ €va TepBaAiov/mpoidv elval
QATMOTEAECUA YVWOTIKOV Kal ouvaloOnuatikwv Siepyaociwv. Kabe xpnotg (o omolog
SlBETEL KATIOlX EUTIELPIA, TIPOCWTIKOTNTA, EKTAISevon) KOAElTAl Vo a§loAoynoEL TO
mepBarrov/mayvidt. Emiong ovpewva pe tov Kapamavo [181] pmopel va vmapéet

SLPOPETIKOTNTA GTNV TIPOTIUNOT) TOU XPTOT AVAAOYQ LLE TNV KATAGTACT) KAL TOV XPOVO.
H a&loAdynon g pakpoypoviag epumelpiag tov xpriotn oty mapovoa StatpPn yivetal

SLEPELVWVTAG VTIOKELLEVIKOUG TIAPAYOVTEG OTIWG 1) POT), 1] TIAPOVGLX, 1] LKAVOTIOIN OGN KoL 1)

QVTIANTITH EvXpMOTiCL.
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Mporipnon

[

|Zuvu|oﬂqpun3‘ J':A£ MvwoTikég |

Aigpyaoisg

AvriAnTrT

Euxpnoria v
MNapouoia 4
o OUPpPETEXEL

VLE/Game » ]

XPHXITHZ

Epmeipia

Pon Exmaideuon

KardoTtaon

Xpducs

MpoowmkdTTa

Ikavotroinon

MepipaAAov

['evikd n a€loAdynon ¢ eumelpiag Tov xprotn eivat SUOKOAT, Kabwg oL xpriotes fpiokouv
SUOKOAO Vo EKQPACGOVV TOUG TIG EUTIELPIEG TOUG av Toug (ntnbel dueca. Emiong 6mwg
ava@epovy Kat ot Vermeeren et al [170] n epmelpia Tov xprio vl VTTOKEEVIKT) KAL)
a&loAdyNnomn HOVO AVTIKELLEVIKWV KpLTnplwv Sev eivat emapkns. H Ao eival n avamtuén
uloG ueBoddov mov Sev Ba elvat PLOVO Eva TTOCOTIKO EPWTNHATOAGYL0 0AAG B TrEPLEXEL KOl
TPAKTIKEG IOV Bt a§LoA0YOUV TO TL ElVAL CTJUAVTIKO ATIO TNV TAEUPA TOV XPTOTN KL TTWG

auTol EPUNVEVOLV KAl ATELKOVI{OVV TNV EUTIELP X TOUG.

H pébodog mov mpoteivetal otnv mapovoa StatpPn Baciletal 6tov cuvduacud pebodwv

a&loAdynomng eumelplag xpnoTn.

YTdapxel pla peydAn mokidia pebodwv afloAdynong g epmelpiag Tov xpnotn. M cuxva
xpnowomoloVpevn péBodog (Bargas-Avila kat Hornbak, 2011), elvar to AttrakDiff
semantic differential epwtnuatoAdylo mov avantiyxbnke anoé Hassenzahl [159], To omoio

TAPEXEL TTOCOTIKEG TIANPOPOPLEG YIX TNV EUTELPIA TOV XP1|OTH).
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H pébodog amotedeital amo {evyn AéEewv MOV AVTLTIPOoWTEVOLVV akpala avtiBeta (T.x.

KAAO - Kak0) Kot pa 7-Badpia kAlpaka avapeoa o€ kabe AEEn- {evydpl.

H pébodog cuAdeyel Sedopéva Yo TEGOEPLS SLAOTATELS TIG OTIOLEG OVOPALEL:

Pragmatic quality - mpoaxtikn mowdtta (m.x. moAUTAOKN - amAn). Ileptypdpel v
TPOYUATIKY TIOLOTNTA oV AapBdavel o xpnotng (evxpnotia).

Hedonic quality - identification - mnéoviky TavtoTnTA TNG TOLOTNTAG
(avtiemayyeApatikny - emayyedpatikn). Ilepiypaet v ndovikn ToldtnTa Tov
Baoiletal oV avayvwplomn (1 avayvwpLlor Tou xproTr oo Toug GAA0UG)

Hedonic quality - stimulation - ndovikny Si€yepon ¢ mowdTTAG (CoLPBaTKY -
e@evpeTikn). [leptypa@el TV nSOVIKN TTOLOTNTA TIOV TTAPEXETAL LECA ATIO TNV SLEYEPOT

(xowvotopia)

» EAxvoTikOTTA (amwdnTiKY - EAkvoTIKY). [Teplypa@el TNV CUVOALKT) EAKVOTIKOTNTA.

Ztn puéBodo pag xpnoomowmoape {evyn ALEewV TA OO TIEPLYPAPOVV TIG SIKOTACELS

NG LAKPOXPOVIAG EUTIELPLAG XPTIOTN CUUPWVA LE TO HOVTEAO LG,

H avtiotoyia (euywv AéEewv Kol SLACTACEWY TOU HOVTEAOV OAAA KAl TWV SLKOTACEWY

tov Attrakdiff kataypagovtatl otov emopevo mivaka. Emeldn n pébodog dnuovpynbnke

KQL OTNV AYYALKI) KAl 0TNV EAANVIKY YAWOOoX 0L 0poL p@avifovtal Kol 6TiS SU0 YAWOOES.

Pon (Flow) Zevyapua (Pairs) Katnyopia (Category)
Tuykévipwon (Concetration) | 1. Xe mapakivel - o€ amoBappivel ATT
(Motivating- demotivating)
(Kowwvikn aAAnAemtiSpaon) 2.Kowwvikod - avtikovwviko HQ-I
Social interaction (Social - antisocial)
3.Zuvepyatiko - Mn ouvepyatiko HQ-1
(Cooperative-uncooperative)
4. dépvel kovTd — ATTOPAKPUVEL
(Integrating - alienating) HQ-I
[IpoxAnon (Challenge) 5.Me mpokAnoeis — EvkoAo HQ-S
(Challenging - easy)
6.ZuvapTactko - Bapetd HQ-S
(Exciting - boring)
7. E(QEVUPETIKO —u1) EPEVPETLKO
(Inventive - uninventive) HQ-S
Avtovopia (Autonomy) 8.Zuykpatmuévo - ExeiBepo HQ-I
(Restrained- Free)
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9.EAgy&ipo-un EAEyEipo PQ
(Controlled - uncontrolled)
10. MpoBAéYpo-ATtpoRAemTo PQ
(Predictable - unpredictable)
11. Kuplapyo-Katwtepo HQ-I
(Superior - inferior)
Eupu6ion (Immersion) 12. Xe Seopevel-Le amoSeopueveL HQ-S
(Engaging - Disengaging)
13. Zaynveutikd — ATtayontevTtikd HQ-S
(Captivated - dissapointed)
IMapovoia (Presence) | Zevyapua (Pairs) Katnyopia (Category)
Acbnoeig (Sensory) 14. Opop@o-Acynuo ATT
(Beautiful - ugly)
15. [TAovolo - Ptwyd
(Rich - poor) HQI
[Meplomaopdg (Distraction) 16. ATtopovwvel — Zuvdéel HQI
(Isolates - connects)
PeaAlopog (Realism) 17. PeaAlotiko — Mn peaAlotiko PQ
(Realistic — unrealistic)
18. Mn tpooavaTtoAlGUEVO —
[IpooavatoAiouévo PQ
(Disoriented- oriented)
Ikavomoinon Zevyapuax (Pairs) Katnyopia (Category)
(Satisfaction)
Emitevypa (Achievement) 19. Emitetépo - Mn emitetiéipo HQ-S
(achievable- unfeasible)
Awaoxédaor (Fun) 20. Ataokedaotiko - ZoBapod ATT
(Funny - serious)
EAxvotikotnta 21. EAxootiko - M1 eAk0OTIKO ATT
(Attractiveness) (Attractive - Unappealing)
Evyapiotnon (Pleasure) 22. Evydapioto - Avodapeoto ATT
(Pleasant -Unpleasant)
Evxpnotia (Usability) | Zevyapua (Pairs) Katnyopia (Category)
EvkoMia otn xpron (Ease of | 23. IToAbmAoxo - ATIAO PQ
use) (Complicated - simple)
24. Epaotteyviko - EnayyeApatiko HQ-I
(Amateurish - proffesional)
25. Awayelptopo-Mn) dayeipiopo
(Manageable —unruly) PQ
Amnodotikotnta (Efficiency) 26. Antoteheopatiko - Mn PQ
ATIOTEAECPATIKO
(Efficient-inefficient)
Xpnowotta (Utility) 27. Xprjowo - axpnoto PQ
(Useful- Meaningless)
INpooPaocipotnta 28. INpooneAdoipo - ATIpoOIIEAAOTO PQ
(Accessibiliy) (Accessible — inaccessible)

Mivakag 7-11 Awaotdoeig epmepiag Xprjotn, {e0yn AéEewv Kat Katnyopieg
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http://www.powerthesaurus.org/unfeasible

J 'OuorxPo-Acxmm

* [Thovoio — DToyd

* Amopovavet — Zovdéet

* Peaiotikd — Mn pealotikod

* Mn mpocavatoiouévo — Ilpocavatoropuévo

KEe TOPOKIVEL - 08 amoBapphvel
* Kowvmvikd — avtikowvmvikd
* Zuvepyotikd — Mn cuvepyotik
* dépvet Kovtd — ATopakpovel
* Mg mpoxkAnoeg — Evkoro
* 2uvapraciko - Bapetod
* E@eupetikd —un epevpeTikod
* Zuykpatnpévo — EredBepo
* EAéyEyio-pun EAéy&ipo
* [poPAréyio-Anpoprento
* Kvpiapyo-Koatdtepo
* Xe deoevEL-Le 0modEGUEVEL
* Zaynveutikd — ATayonTeLTIKO

N | y

/ 0LVOTTO1ING PNOTLO B
* Emtev&yro - Mn emtev&yo « [ToAvmAoko — Ao
* Awokedaoticd — Zofapd * Epactiteyvico — Enayyelpoticd
* EAxvotikd — Mn ghkvotikd * Awyelpiopo-Mn Swayeipioyto
* Evydpioto — Avcdpeoto * Anoteleoporticd — Mn omoTEAEGHATIKO
* Xpnoo — Gypnoto
* [Ipoonerdoyo — Anpooméracto

- J

Q0ot600, N eumelpla TOV XPNOTN EVAL TIPOOWTILKI], OALOTIKI KL TTOAUTTIAOKN Kal €lval
dUokKoAo va TpoodloploTel av ol xpnoteg Bplokouv TIG TPOKABOPLoUEVEG OOTNTES
OVOLWOELS KL HE VONUA Yl auTovs. EmimAéov, emedn ta mpokaboplopéva peétpa dev
UTTOPOUV VA ATOKAAUYPOUV OAEG TIG TTUXEG TNG EUTELPLAG XPNOTN TOAAOL €PELVNTES

vloBétnoav ped6doug ToLoTIKN G a&LlOAdYN ONG.

[Ma va KataAdBoupe TIG QVAYKEG TWV XPNOTWV KAl VX 0ELOAOYN|OOVHE TIOLOTIKA TNV
EUTELPLA XP1)OTN XPNOLUOTIOW|CAUE TNV HEBOSO TNG «CUUTIATPWOTG TIPOTACEWV-Sentence
competition». H pébodog avt ypnowomoleital evpvtata otnv Yuxoroyia. H xpnomn g
HEBOB0L EYKELTAL GTNV CUUTIATPWOT TIPOTACEWV OTLG OTIOLEG SIVETALT) APXT) KL TLG OTIOLES
KaAOUVTAL VA CUUTAPWOOUV HE TO TL €XEL onpacia yx autols. ‘Otav n pébodog
XpnowoToleltal yia va aflodoynoel Tnv eumelpia xpnotn, oL TPOTACELS TOU
XPNOOTIOLOVVTAL TIPETIEL VA ETIKEVTPWVOVTAL 0TI TTPOCWTILKESG EUTIELPIEG KAL AVTIANYELS
Twv epwToVHEVWVY [163]. KaBwe dev uTtdpyouV TTPOTACELS OXETIKEG [E TNV A§LOAGYNOT) TNG
eumelplag xpnom oe mepBaArovta/matyvidia XpNOLLOTON|OAUE/TPOTION|CAUE LEPLKES
amdé v BBAoypa@ia kal TPOoTEBMKAV TIPOTACELS OL OTOIEG £XO0UV WG OTOXO va

SLlEPELVNICOVY TNV AAAXYN TG EUTIELP LG XPNO TN HEGH GTO XPOVO.

Ol TTPOTACELS OL OTIO(EG CUUTIEPIANPON KAV OTO EPWTNUATOAOGYLO TAV:
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» Otav dpytoa va mai{w TO CUYKEKPLUEVO TTALYVIOL OKEPTOUOUV...cvrvvrnnes

* Tova mai{w avtd T0 TALYVIOL ONUEPA EVAL.....cevere e,

XpNOHOTIOMOAE AVTEG TIG TIPOTACELS YL Vo StepeuvnBel To katd Tooo dAAage ) amoym
TWV XPNOTWV HECH OTO XPOVO YL TO CUYKEKPLUEVO TEPLBAAAOV/TTayViSL peoa amo v
XP1 01 TOV, KABWG OLXPTOTEG UE TNV TIPWTT) TIPOTACT] PEPVOUV GTT| LV LT TOUG TIG TIPWTES

OTLYUEG ETAPTG TOUG LE TO TiEPLBAAAOV/ T VISL

» AvTo 1o Mawyvidl dev elval kataAAnio yida...........

TNV GUVEXELA UE TIG ETOUEVES EPWTNOELS YIVETAL SLEPEVYNOT TWV AGYWV YLA TOUG 0TIO(0VG
umopel va peTafAnOnKe 1 epmEplat TOUG PEGA ATIO TO TL TILOTEVOLV OTL E(VAL TO KAAVTEPO

KL TL XELPOTEPO PETA ATIO TNV XPTON TOV péoa oTo XPOVO.

» Tova ovuuetéyw/mailw éva Tétolo mayvisL ue kavel va atcbavouat....

» To mawyvidt avTo Ue IKaVOTIOLEL YIATL EXEL/EVAL..urnnnnnn..

LTI TIPOTACELS OUTEG TPOOTAOOVUE VA KATAYPAYPOUUE cLVALCONUATA TIOU £XOUV
SnuovpynBet amd v xprion Tov mePBAAAoVTOG/TayviSlol KaBws Kol Toug AGYous NG

LKOVOTIO (N 0oTMG TOUG.

= Ye oUYKplon Ue aAda Tayvidia avto 1o Tayvidl eVat.........

H mpotaon €xel wg 0TOX0 TNV KATAYPAPT) TWV AGYWV TNG A@ociwong 1} OXL TOU Xp1oTh

o€ QUTO.

Zto Mapaptnua 3 Sivetal To «EPWTNUATOAOYLO» OTNV AYYALKN KAl EAANVIKT YAWGOA TO
omoilo dnpovpynBnke pe TNV VTMPEGIA NAEKTPOVIKWVY epwTnHatoAoyiwv (LimeSurvey).
H vmpecia Baciletat oto Aoywopikd avolktol kwdika LimeSurvey eva amd ta
onuo@ueotepa  Aoylopikd Onpovpylag kot Siaxeiplong epwtnuatoAoyiwv Tov
XPNOLUOTIOLE(TAL EVPVTATA YLO VX KHAVPEL TIG AVAYKEG HLAG EPELVAG YOPAS. MEPIKEG ATLO

TIG SUVATOTNTEG IOV TIAPEXEL TO AOYLOLKO OTOVUG XPNOTES ElvaL:
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http://www.limesurvey.org/‎

" Vo SNULOUPYTICOUVV AVWVULA KOL OVOUXOTIKA EPWTNHATOAdYL

" VA SNULOUPYTIOOVV EPWTNHATOAGYLA OELOAGYN OGS

" va SNULOVPYTIO0VV EKTUTIWOLUT EKS00T) EPWTNHATOAOY(WV

" Vo SNULOUPYTIOO0VV OTATIOTIKEG AVOAVCELS KL YPOUPNUATA LE SUVATOTITA EE0YWYTG TOUG
" VA TIPOOKOAEOOUV KATIOLOV CUHHETEXOVTA LEGW NAEKTPOVIKOU TAYUSPOUEIOV

" va opioovv Ttepi0d0 AEIToVPYIOG TOL EPWTNUATOAOY(OV, SNA. eloarywyn Nuepopnviag ANéng yux

TNV UTOUXTOTIOMOoN

::::::

............

vieux.limequary.com/index.php/62584/lang-en

Ewdva 7-17 To teptBaAiov tov Limesurvey

To epwtnpatordylo dnpoctevtnke o€ forums xpnotwv 0Tws oto http://forum.rpg.net/
oto http://marketplace.seriousgamessociety.org/, http://www.mmorpg.com/ kaBwg
Kol o€ forums @oltnTwv.

7.4.3 ATtoteAéopata

ZUVOAIK& oLAAEXONKaV 153 epwTNUATOAGYLX ATIO SLAPOPOVG XPNOTEG TOCO ATIO TNV

EAada (125 epwtnuatoAdyla) 660 Kol To eEwTeptko (28 epwTnUaToAdYLA).

Ta amotedéopata ™ pebodov afloAdynong Sivovtal TapaKATw:

Mépog A

Ot amavtioelg Tov AAPAUE OE EPWTIOEL OXETIKA LE OTOLXEIN TWV CUUUETEXOVTWV OTIWG
@VMA0, NAia, Stdotnua evaoyoAnong pe to meplBaAlov/mayvidt kat dAAa Sivovrtal

TOPAKATW:
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http://marketplace.seriousgamessociety.org/socialreader/view/17452/gala-european-network-of-excellence-on-serious-games

®vAo:

Valid Cumulative ®iho:
Frequency | Percent| Percent Percent e
Valid  Avtpag 121 79,1 81,2 81,2
Tvaika 28 18,3 18,8 100,0
Total 149 97,4 100,0 |
Missing System 4 2,6 §
Total 153 100,0
Avipag e Tuvaika
Mok eivar  nAkia cov;
Valld Cumulative Moid gival N nAIkia Gou;
Frequency | Percent | Percent Percent o
Valid 15-20 109 71,2 72,7 72,7
21-25 25 16,3 16,7 89,3
26-30 6 3,9 4,0 9331 .
30-35 2 1,3 1,3 94,7 &
36 kot 8 5,2 53 100,0
TAVW
Total 150 980 100,0
Missing System 3 2,0 — —
15-20 21-25 nera Eiv“fiﬁ:/\lkiﬂ oou 30-35 36 Kk Tdve
Total 153] 100,0
Mepimov yra mécovg uveG acxoAeican pe TO
Ty vid/mepdidov;
Val]d Cumulative MepiTrou yia TTog oug pAveg aoxoAeioal U To TTaiXvidifmepipaAlov;
Frequency | Percent | Percent| Percent
Valid Avyotepo 13 8,5 8,6 8,6 o
amo pnva
1-3 unveg 24 15,7 15,9 24,5 2
3-6 unveg 13 8,5 8,6 331 L
6-12 pnveg 16 10,5 10,6 43,7 |
[eplocotepo 85 55,6 56,3 100,0
atd éva 1]
Xpovo
T Otal 1 5 1 98,7 1 O 0'0 Auyérepo a6 prjve 1-3 prveg 3.8 priveg 812 priveg e pgﬁpz.;:m
Mepitou yia T6ooUG priveg peTo @
Missing System 2 1,3
Total 153 100,0
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Mepimov ooeg Popég TV fSopnada acyoAeiote pe to
GUYKEKPEVO TIayviSL/tepBdAdov;

Valid Cumulative Ncpimou moocs gapés s chbose seyolcior e 1o oupsexpleve
Frequency | Percent | Percent Percent

Valid Aryotepo amo 10 6,5 6,8 6,8

pla "

Mepikég 54 35,3 37,0 43,8 z

POpEs e

Zxed0v kGbe 49 32,0 33,6 77,4 |

HEpQ

Kabnpepwi 33 21,6 22,6 100,0 ,—l ‘ .

Total 146 954 1000 T ——
Missing System 7 4,6
Total 153 100,0

Katd péco 6po moéon wpa nailete/aoxoreiote ava cvvedpia (T.x.
KA0€ @opd ov O cuvSedeite);

Valid Cumulative | ke ueeo opo moan wpa materguoxorcoe ava swespia . xase gopa oo
Frequency | Percent | Percent Percent

Valid Aryotepo amod 18 11,8 12,1 12,1

30 Aemtd

31-60 Aemtd 19 12,4 12,8 2481 :

1-2 dpeg 57| 373 383 631 &

2+ OpES 55 359 36,9 100,0 o

Total 149 97,4 100,0
Missing System 4 2,6 o — — —

Kard pin 6 moen e e v v 1. it o9

Total 153 100,0

Mwc Oa yapaktnpilate Tov EQUTO 6a¢ WG gamer/XpNoTY;

Valid Cumulative Muwg Ba XapakTpIfaTe Tov £QUTS G WG gamerypRaT;
Frequency | Percent | Percent Percent ”
Valid Casual, aparry 35 22,9 23,2 23,2
evaoyoAnon
Moderate, 23| 150 15,2 384 &
evaoyoAnon pépa g —
Tap& pépa mepimov *
Moderate, apketd 42 27,5 27,8 66,2 1
ouyvr) evaoyoinon
Heavy, xaBnpepwvi 30 19,6 19,9 86,1
evaoyoinon p—
Hardcore, k0pto 21 13,7 13,9 100,0
HEPOG NG
KabnuepwotnTag
pov
Total 151 98,7 100,0
Missing System 2 1,3
Total 153 100,0

ATIO TIG ATAVTNOELS TOV TIPWTOV HEPOUG TTAPATIPOVE OTL OL CUUUETEXOVTEG E(VAL OTNV
mAeloymeia Toug avtpes (81,2%), otnv cuvtpimtiky Toug mAsoymela (72,7%) amod 15-
20 etwv, 10 56,3% aoyoAsitar/mailel mavw amd Eva xpovo pe kabnuepvn 11 oxeSOv
kaBnpepwvn evaocxoAnon. To 75,2% €xel mavw amd pia wpa cuveXoLg evaoxOAnong dtav
ouvdebein Eekvnoel va tailel. TéAog to 61,6% Bewpel Tov eautd Tov moderate-hardcore
maikTn. ATO Ta TAPATAVW UTTOPOVIUE VX CUUTIEPAVOUUE OTL Ol CUUUETEXOVTEG AVITKOUV

otV TAELOY M @lx TOUG 0€ OPASA PE LAKPOYPOVLEG EUTIELPIESG XP1)OTY).
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MépocgB

H eme€epyaocia tov Mépoug B tou epwtnpatoroyilov édwoe ta €€NG amoTeAéopata:

Ol amavTtoelg Twv xpnotwv avda katnyopia katd Hassenzal [159]kat {eyog Ae€ewv

SlvovTal OTIC TAPAKATW YPAPLIKEG TTAPACTACELS,.

AnavTioeig XpnoT®v yia Tnv MPArTMATIKH MOIOTHTA (PQ) Anavtrioeig XpnoTav yia Tnv H3ovikr MoiéTnra Aityepong (HQS)
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Tpa@npa 7-4 ATavtioel§ XpnoT®V avi Katnyopia

ZT0 oYU ATIELKOVICOVTAL OL HECES TILEG TWV ATIAVTNCEWY OTIWS TTPOKVTITOVV avd (VYOG

AEEEWV.
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Emired§ipo

Mn mpocavaroNioyévo

PeahioTiké
ATTOHOVWVEI
OTwyo

Ouopyo
ZOymVEUTIKO
Karwrepo

It Heopevel
MpoBAéyipo

Mn eAéyéipo
ZuyKpaTnuévo
E@eupeTikd
Xprioipo

Mn Biayeipioigo
TMoAutrAoko

Mn eAkuoTiko
AmroteAeopariko
AmpooTmélaoTo
Kovwviké
EuydpioTo
Epaoireyviko
OEpvel KovTd
Al0oKeSUOTIKG
ZUveEpYaTIKO
LuvapTITaoTIKG
It amoBappuvel
Eukoho

Mn Emirevgipo
lMpocavaroAiopévo
Mn PeahioTiko
Luvdeel
MAovoio
Aoynuo
AmrayonTeuTiKe
Kupiapyo

It amodeopeUel
AmpopAemTo
EAéyéipo
EAeuBepo

Mn e@eupeTikd
AxpnaTo
Alayeipioipo
AmAé
EAkuoTiKG

Mn AmoteAeopaTikd
MpoomeAdoipo
AVTIKOIVWVIKG
AvodpeaTo
EmrayyeAuariko
Amropakpivel
Zopapd

Mn Zuvepyarikod
Baperd

L€ TTOPOKIVE
Me MpokAnaeig

[Mapatnpov e TwG oL SLACTACGELS TTAOVGLO, OLOPPO, EAKVOGTIKO, EVXAPLOTO, CUVAPTIACTIKO

eR@avifovTal pe PEYAAT EVTAOT TIOLOTITAG TTPAY A TIOU ONHAIVEL TIWG OL XPTOTESG Slvouv

HEYAAN onpacia 6 NSOVIKA XpAKTNPLOTIKA TOV TatyviSLov.

ZT1 OLVEXELX VTIOAOYIOQE TN HEOT) TN TWV SLACTACEWY OTIWG AVTES £xouV TaglvounOel

oVUE®WVA PE TNV @Loco@ia Tov attrakdiff wg mpog v epmepia xpriot (Mivakag 7.11).
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PQ HQ-S HQ-I ATT
[Tapatnpolue WG 1 TMPAYUATIKY] TOLOTNTA 1) OTOIX AVTIOTOLYEL TIEPLOCOTEPO GTNV
evypnotia ep@avilel péon T XUpUMAOTEPN ATO TIG AAAEG TPELS SLACTACELS EVW 1)

EAKVOTIKOTITA ELPAVICEL TNV LEYAAVTEPT) LECT) TLUT ATIO TIG UTTOAOLTIEG.

Kataokevalovtag ta Interval Plot ywx Tig kUpleg Sla0TACEL TOU MOVTEAOU HOG

TAPATNPOVUE OTL T SLACTAOT TG EVXPTOTLAG EUPAVIIEL TIG LIKPOTEPEG LETEG TLUEG.

Interval Plot Tng AiGoTaong TnG Porg Interval Plot Tng AiGoTaong Tng Mapouciag
95% CI for the Mean 95% CI for the Mean
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Fpa@npa 7-4 Interval Plots ywx Ti¢ Stao0TdoE€L§ EPTIELPIAG TOV TIPOTEWVOUEVOU HOVTEAOV
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21N ovvéXELX VTTOAOYLIOAE TN HEOT) TN TWV SLACTACEWV OTIWG AUTEG £XOVV TA§LVOUNOEL

e To potewdpevo povtédo (Mivakag 7.11).

Ikavoroinon

Napovoia \ :

P Pon
1 ’
Euxpnoy

[Mapatnpovpe 6TL N gvypnoTia KAl 6w OTWG KAl ] TPAYHUATIKN TOLOTNTA WG TPOG TO

attrakdiff epavicel ) pkpotepn péomn tun (0,69).

Opolwg kat N Ikavomoinon (Satisfaction) €yxel v peyaAvtepn peon T (1,72) 6mwg

avtioTolya Kol 1 Stdotao™ TG EAKVOTIKOTNTAG oTo attrakdiff.

TéAog 1 SLdoTaom ™G PoNng KoL TG Tapovsiag ep@aviovtal oxed0v LooSVVANES LE TIUES

1,21 ko 1,34 avtiotoya.

[a tov édeyxo tng aflomiotiog Tou pépoug Touv a@opd otig semantic differential
vmoAoyiotnke o Seixtng Cronbach’s Alpha, Tiuég touv omoiov peyaAvtepes tov 0,7
BewpovvTal IKavoTomTiKEG. H évvola TG a&lomioTiag ava@EéPeTal 0TNV EKTAOT), KATA TNV

omola éva 6VVOA0 PETABANTWV ElVAL CUVETIEG, € AUTO TIOU OKOTIEVEL VX LETPOEL.

20/12/2013 4:19:48 pp

Welcome to Minitab, press F1 for help.

Item and Total Statistics

Total
Variable Count Mean StDev
AnpoonéAacto-IlpoouneA&C Lo 152 4,47 1,59
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Mn ADOTEAECUNT LKO-ATOTEAECUAT LK 152 5,22 1,09

[TOAUTIAOKO—ATIAO 152 3,64 1,74
Mn diaxelploltpo-Ataxetplotlpo 152 5,09 1,40
AxpnoTo-XpHoLuo 152 5,32 1,11
Mn eAévyELpo-EAévELpo 152 4,76 1,71
IpoPRAEY LpO-ATIPOBAETITO 152 4,53 1,84
Mn PeaAloT LkO- PeaAloT LkO| 152 5,88 1,09
Mn npoc/upévo — IMpoocav/opévo 152 4,95 1,60
EUkoAo - Me IIpOKANCELC 152 4,57 1,91
Boape1b6-SuvopnoaoT LkO 152 5,97 0,98
Mn epeupeTtlkd - EpeupeT ko] 152 5,53 0,97
Se amodeoupeUel - Te deopevUel | 152 5,30 1,06
Anayonteut LKO- ZoynVveuT LKO | 152 5,64 1,03
Mn EmiteUfLlpo-EnttevéLpo 152 5,66 1,08
Mn ZSuvepyatlkd —-ZuvepyaTLkd 152 6,01 1,09
AmopoxpUivel -®dépvel KOVIX| 152 5,37 1,13
EpaclTexVvikd - EOoyyeAUOT LKO 152 4,49 1,81
AVT LKOLVOV LKO-KOLVWOV LKO 152 5,56 1,17
Suykpatnuévo - EAeU6epo 152 4,57 1,78
Katdtepo — Kuploapxo 152 4,85 1,60
dtwxd - MAoUoLO 152 5,43 1,53
Amopovovel - Juvdéel 152 4,62 1,77
Se amoBoppUvel — Te& moporlvel 152 5,01 1,67
SoRoapd - ALaoKedAOT LKO 152 5,72 1,11
Auocdpeoto - EuxdplLoto 152 5,89 1,05
Mn €AXUOCT LkO - EAKUOTLkKO 152 5,63 1,48
Aoxnuo-Ouopeo 152 5,80 1,13
Total 152 145,47 15,52

Cronbach's Alpha = 0,7969

Avaivon Mépoug 3
Yto Tpito HEPOG TOU gpwTnpatoAoyiov §6ONKav cuvodika 935 amavtioelg. ATO Tig

QTOAVTNOELS aVA TIPOTAOT] PUIVETAL TIWG Ol TEPLOCOTEPEG AVAPEPOVTAL OE T OOVIKEG

KUPLWG SLAOTACELS TNG EUTIELPLAG XP1)O TN KL OXL TOOO 08 BEPATA EVYPNOTIOG.

Ol amavTtioelg ava TpoTact §ivovtal 6ToOUG TTAPAKATW TIVAKEG:

‘Otav dpxLoa va Tailm TO CUYKEKPLUEVO TIALXVISL OKEQTOUOVV........
AlaokéSaon 57
[TpoxAnon 32
Amoyontevon 14
Timota 12
Kowwviki) AAAnAemiSpaon 10
Avtaywviopog 1
Apdon 1
MéXov 1
[lepiépyela 1
Ziyovpla 1
XaAapwon 1
AN 13
Keva 9
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| ZOvolro | 153 |

Kuplapym okéym tTwv Taktwv 0tav pdav o€ TPwTn ETAEN HE TO TAVISL Tav O0TL Ba
Slaokeddoovy péoa ATO aUTO, OTL TEPLE(XE TPOKANCELS TIG OTOIEG ETMPETE va
QVTIHETWTIIOOVY KABWG Kol B TOUG TIpocEPePe AAANAETIISpaoN He AAAOUG TTAIKTES Kol
@A0VG. MepKol aQvEPEPAV TO GTOLYELO TNG ATTOYOT)TEVOTG OTNV TIPWTH TOUG ETTAPT] UE TO

TAVISL OAAQ ATIO TNV EMOUEVT] ATIAVTN O TOUS QUTH S€V SLatnprOnKe.

To va Tailm auTo TO TTALYVISL GTUEPA EIVAL .vecerernsee
AlaokéSaon 76
TuvnBelx 18
Bapetd 10
[TpoxAnon 9
Kowwviki) AAAnAemiSpaon
Amoyonjtevon

Emitevyua

Avamavteyo

Avtapoin

Aéopevon

[ToAvTtédelx

ZUVOPTIAGTIKO

AMa

Keva

Tivvolo

Rk (R (R R RNN oY

Uy

Uy
S

—
9
w

ITo onuepa N SLACTAOT UE TNV UEYAAVTEPT GUXVOTNTA NTAV 1 SLACKESAOT IOV TOUG
TPOCPEPETAL PECA ATO AUTO AV KL PE TO TMEPACUA TOU XPOVOU EUQPAVI(ETAL KoL O
TAPAYOVTAG TNG aviag Kol TG oLV Belag. APKETOL TAIKTEG AVAQEPOLY TIWG «TTAI{OVY ATLO
oLV BELO» KL TTWG AUTO £XEL YIVEL HEPOG TNG KABMNUEPIVOTNTAS TOUG. AVa@EPOLV TG Ol
TPOKANCELS €(VAL TOOEG WOTE LVTAPYEL KIKAVOTIOLNON TOAAWV XPOVWV..XWPIS VA EXW
Papebel!!lly. Xpnotne avapépet «Still a challenge as I'm still learning. Nevertheless, I'm

having fun playing with/against friends (custom games) and slowly improving».

ItV eMOUEVT TTPOTACT] OL ATIAVTNOELS TIAAL ETKEVTPWVOVTAL 0TIV SLAoKESACT KL TNV
OMOSIKOTNTA IOV TIPOCPEPEL TO TtaXVISL v apkeTol avTidapfdvovtal 0TL 1) TpdTAOT
AVOPEPETAL OTO TIOLEG NALKIEG EIVAL QUTEG IOV TIPETIEL VX AXO0A0VVTAL PUE TO TALYVIOL 1)

oL oS AVOpWOTIWV.

AvTO TO T VISL EIVAL TO KAAVTEPO YU.erereeesesssresesense
Gamers ’ 16
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AwaokéSaon 62
EvAwkeg 4
E@npoug 6
Méva 2
Mwkpég HAkieg 3
‘OAovg 14
OpadikotnTa 14
[IpokAnoelg 2
Tuvepyaoia 1
To €i6o¢ Tov 2
AMa 12
Keva 15
Tuvvolo 153

ZTnv emOpEVT TTPATAOT) 1] TAELOYN@LX TWV XPTI|OTWV ATAVTA YA AVIALKOUG, HLIKPA TTaLSLA,

VEVPLKOUG KL YEVIKA O XUPAKTNPLOTIKA OV SEV TPETEL val €XEL KATIOLOG TTOV B€AEL v

aoyoANnBel pe aUTO KL SEV avaEPOVTAL OE XAPAKTNPLOTIKA TOU ALY VIS0V IOV TO KAVEL

aKATAAANAO.

AvTo To Ty vidL Sev eivar kataAAnlo yi............
AviAikoug 57
Nevpikoug 10
AvuTtépovoug 3
Aot TiKoug 3
Epaoitéyveg 2
AN 36
Keva 42
Xvoio 153

H emouevn mpoOTAOT OUYKEVIPWVEL TIG TEPLOCOTEPEG SLAPOPETIKEG QATAVINOELS UE

NGOVIKA XUpaKTNPLOTIKA TNG epmelpiag xpnotn. H vmapén g Aééng «aobavopa otnv

mpotaon Ponbnoe mpog TV KatevBuvon auvt. H ovvipumtikny mAsoyn@ia Twv

QATMAVTNOEWY a@opa o€ Wlaitepa BeTIKA ocuvaloOpaTa OTMWSG XAPQ, KAvoTo(no,

EKoTOON.

Ava@épouy «elual xapovuevos mov gya THv evkaipla va '{now' TNV EUTTELPLA TOU»,

«competent, interested in the story, engaged when i play the pvp», «oav ToV KEVTPIKO pwa

TOU TaLyVISLoU».

To va suppeTéyxw /Tailm éva TETolo Tayvidt pe kavel va atcOdvopat.....
Qpaia 30
Evxdplota 13
Xapovpevog 8
KaAa 7
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‘Opopa

Xodapa
Ikavotoinon
Timota

Bapetd
Alaokédaon
AvvaTtog
‘Exotaon
Amayontevpévog
Anpovpykd
Evtuylopuévog
Kowvwvikog
Opadikomta
Tav Tov npwa
Ymépoyxa

AX\a 22
Keva 23
Tuvoio 153

NINININININ(WW|H[H(0UT1|uT|OV O

N

OLAGYO0L TG IKAVOTIO(N 01§ TOUG TIEPLYPAPOVTUL LECK ATIO TNV ETOUEVT) TIPOTAOT).

To A VIiSL aUTO PE IKAVOTIOLEL YIATL EXEL/EIVAL..uurerrrnnns
AMa 38
[IpokAnoelg 22
OpadikotnTa 17
Qpaia ypa@ikd 13
AlaokéSaon 10
PeaAloTikOTnTA 8
Gameplay 3
Aywvia 3
AvatpoTég 3
AVTaywVIoTIKOTNTA 3
ASpevadivn 2
AmtpofAemto 2
Evxdapioto [lepfaAiov 2
[TAokn 2
[ToAvmAokoTnTO 2
ZTpaTnyKn 2
Ta mavta 2
Keva 19
Tivvolo 153

H moapamavw TpOTAoT CUYKEVTPWVEL KAl TNV HEYAAVTEPN TOIKWAla amavinoewv. H
LKOVOTIO (o™ TIPOKVTITEL OXL LOVO ATO TNV SLHoKESAOT AL KUPIWG ATO TIG TTPOKAT|OELS
IOV KAAOUVTUL VO AVTILETWTICOUV OAAQ KL HECK ATLO TNV ETTAPN LE AAAOVUG CUUTIAKTES

toug. Tédog avaépovtal otolyeia Tov A VISLoU OTwG N TAOKN, To gameplay kat ta

167



YPAPIKA OTWG avVA@EPOUV «KATATANKTIKA YPAPIKA Kal To TePLBAAAoV TOUL Eeival
HOYEUTIKO», «TTOAV KAAO OEVAPLO,MOAV KaAa ypagika kai aptoto gameplay.», «both
extensive ability for the player to build and interact with the world, and also a sense of

danger.», «a typical engagement of a feedback loop in a well-designed simple gamen».

TéAog otnv mpodTOOT Yl oUYKpLoM HE GAAa Tapopola mepLBdArovta/mayvidia to
UEYAAVTEPO TTOCOOTO TWV ATAVTICEWV SEXVEL TNV APOGIWOT) TWV TIAKTWV OE AUTO UE
™mv xpnomn A&gewv OMwG To KAAUTEPO, KaAO, TéAElo, €0L10TIKO, SltaokeSaoTikd, «more
enjoyable to keep playing for a long time», «unique. keeps me coming back», «<kaAvtepo oto

game play kat ot peahioTikoTNTAY, «Un) BAPETO UETA ATTO ULX SLAPKELX XPOVOU».

e oUYKPLOoT) ME GAAQ TTaXVIiSLa QU TO TO Ty VidL elvat..............
KaAvtepo 25
KaAo 16
ZUVOPTIAGTIKO 7
AlaoKeSAOTIKO
EOiotiko
Ouadiko
Bapetd

EvkoAo
Movadiko
PeaAloTiko
Qpaio
EAkuoTiko
AVTaywvIoTIKO
AladpaoTiko
Awpedv
EvSla@épov
1810
[TpwTtdTUTO
TéAewo

YoBapo

AN«

Keva

Tvvolo

N INININININININD|W S|BSSO Oy

w

[ury
S

—
92
w

ZUVOAIKQ Ol CUUUETEXOVTEG CUUTIANIpWOoAV Katd 87,5 % TIG TPOTACELS APKETA VYPMAD
TOC0O0TO AV OKEPTEL KAVEIG TIWG ETPETIE VA GUUTIAN|PWOOVV ATIAVTIOELS KL OXL ATTAA VX
EMELOLY amo Pl AloTta i) pa KAlpako. Ot Katnyopleg Twv amavToewy mov £8waoav oTo

HEYAAVTEPO TTOGOGTO APOPOVV OE NEOVIKEG SLACTACELS TNG EUTIELPLAG XPTIOTN.
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To VYNAd TOCOOTO GUUTATPWONG TWV TIPOTACEWV KATASEIKVUEL OTL 1] uEB0SOG NG
OUUTIAPWOTG TWV TPOTACEWV EVETIVEUOE TOUG XPNOTEG WOTE VA KATAYPAPouv TIg
eumelpieg xpnong tov mePPEALoVTOG/ A VIGO0 WOTE VA HAG TIPOCPEPOVV APKETEG
TIANPOWOPIEG OYETIKA HE TIG TPOOWTIKEG TOUG OKEYPELS KAl oLuvaloOpATA Yl

SLLPOPETIKEG SLACTACELG TNG EUTIELPLAG XPT)OTY).

7.4.4 TUpPTEPAC AT

LKOTOG TNG TMOPATAV® EUTIELPIKNG HEAETNG NTAV T €QAPUOYN UG vEag peBoSou
a&loAdynong o€ xpnotes 3A mepIBaAAOvVTwY pabnong 6Twe Ta NAeKTPoVIKA Tayvidia. H
1EBO0SOG XPMOLOTIOINOE TEOTEPLG LEYAAEG KATTYOPLES TNG EUTELPlAg xp1ioTn (evxpnoTia,
pOT], TAPOLCiQ, IKAVOTIO(NoN) WOoTE Va TNV afloAoynoel evw ueBodoroyikd akoAovdnOnke
wo peBodog M omola meplapfavel €va ouvdvaoud pHEBOSwWV €peuvag OTIWG TO
EPWTNUATOAOYLO HEPOG TOU OTOlOV VAomomBOnkKe HE TNV Xpnon TG KAHAKOG
ONUACLOAOYIKNG  Slaopotoinong ota mpotuma tov Attrakdiff peBo6dov mov
SnuovpynOnke yia tnv aloAdynon g EUTELPLAG XPNIO TN O€ TIPOIOVTA/ VTN PECIES KL TN

1EB0S0 CUUTIAPWOTG TIPOTACEWV.

Ta amotedéopata TG pebBdSov vmpav kavomomTikd kat evBappuvtikd. [AN60g
TOCOTIK®WV KOl TOLOTIKWV Oedouévwyv ouAAEXONKkav 000 a@OpPA OTH OTOLXEIA TNG
LOKPOXPOVIAG EUTIELPlOG YPNOTN. INUAVTIKO OTOWXED TNG gU@AvIfeTal va elval 1
LKAVOTIO(N O™ TOU Xp1oTN HEGa aTtd TNV SlackéSaom Tov Tov Tpoc@epeTat. TEAog NSovikda
XAPAKTNPLOTIKA €ival auTd Tov emnpedlovy Ty eumelpia xpriom o€ Babog xpdvou Kat

OXL TOGO XAPAKTNPLOTIKA EVXPNOTIA.

7.4.5 llepropiopoi ¢ 'Epguvag

AV KO T CUPTIEPATLATA TG EPEVVAG AVTAVAKAOVV OE LKAVOTIONTIKO BaBuO TNV epmelpio

XPNOTN 0 OTOL0G XPNOLUOTIOLEL TETOLX TTEPLBAAAOVTA 1) CUYKEKPLUEVT EPEVVX

‘Evag amd autoug ntav 1 SUoKoAIX TNV AVEVUPECT) CUUUETEXOVTWY AV KL TO Selypa TwV
153 xpnotwv dev Bewpeite Uikpd, Ba pmopovoe va eival ca@ws peyaAvtepo. Towg n
€KTOOT) TOV EPWTNHATOAOYIOV VA TAV ATOTPETTIKY). ATIO TNV GAAN KoL 1) XP1ON LEPLKWV
OpwV NG EUTELPIAG XPNOTN OTIWG ETLTEVELUO, ATIPOOTIEAACGTO Kol GAAwV @aivetal va
SUOKOAEYE TOUG XPNOTEG ATIO TNV GTLYLT TIOV 1) GUVTPLITTIKI TOUG Aoy @ia ntav 15-

20 etwv. E€etaletal 16m n amAomonon KAToLwY 0pwv 6€ HEAAOVTLIKT EPELVA.
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‘EVag akOpa oMUOVTIKOG TIEPLOPLOTIKOG TAPAYOVTAG E€(VAL 1) UTIOKELUEVIKOTNTH TWV
dedopévwv kabwg peydio pépog e Epeuvag Baciletal oe SNAWOELS TWV XPNOTWV Kol

ToLOTIKG Sedopeva. BEBala xwplis To otolyelo auto Sev umopolpe va WAGHE Yia euTelpia

xpnom.
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Ke@alawo 8

Yuumnepaocpata - EmiAoyoc

“There is no real ending. It’s just the place where you stop the story.” (Frank Herbert)

H xpnon Stadpactikwv mepBaArovtwy pabnong yivetat oAoéva kat o emifBeAnuévn
oTIS pépes pas. E@apupoyés OmMwg aocVyyxpovn kol oUyXpovn NMAEKTPOVIKY pabnonm,
ElKOVIKOL KOOHOL, Ym@lakd Tayvidla KATL XpnoLHOToloUvVTaL Kat VoBeTovvTal TNV

eKTTASEVTIKY Sladikacia pe eEVOXAPPUVTIKE ATTOTEAETHATAL

[Tap& To yeEYovaG OTL T EUTELPiA XP1)OTH TIPOCEAKVEL OAO KAL TIEPLOGATEPO TO EVELAPEPOV
TWV EPEVVTWV KL TWV ETTAYYEAUATLOV TOV XWPOV, EakoAovBoUV va LTIAPXOLV UOVO
Alyeg mpoomaBeleg ylo tn peAétn peBodwv afloddynong eldikd otn pakpompdBeoun
eumelpia xprjotn (UX).

Ztoxog TG SxTpfng NTav n Kataokevn pag peBddov n omola Ba aforoyesl tnv
Hokpoxpovia epmelpia xpnotn o€ VLEs/Games. AuTo elvat kATt TTov Agimel amo T Stebvn
BBAoypagia kabBwg ol TeplocdTEPEG AELOAOYNOELS APOPOVV PPaYLUTIPOOECUEG LEAETES
aAAnAemidpaong.
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H mpotewdpuevn mpooEyylon CUYKEVIPWVEL OAQ EKEVA TA XAPAKTNPLOTIKA TA OTOolor
EMNPEAlOVY TNV HOKPOXPOVIX epmelpla xpnotn oe Té€tola Tmepdrrovta. Ta
XAPAKTNPLOTIKA aAUTA TipoékuPay Too0 amd TV BLBAloypa@ia 660 Kol Ao cLVEVTEVEELS
He oxeSlaoTEG TETOLWV AOYLOUIK®WVY. ETiong pla apxikn TPooEyylon TopayovTwy Tov
EMNPEAJOVV TNV EUTELPLA XPNOTN KAl EMPETE VA CLUUTEPIANPOOVV oe pa véa péEBodo
agloAdynomng Eyve e TNV TpoToTo(Nnomn piag 1on vmapxovoag pebodov (UX Curve) yia tnv
a&loAdyNnomn TG avadpoLKnG euTelplag Xpotn wote va avtanokpivetat ota VLEs. Ta
QATMOTEAECUATA TNG TPOTOTOUEVNG aUTNG HeBOSoU xpnolpomomBnkay emiong otnv

TpoTeEWVOuEVN uébodo.

H pébodog SiepeuvnOnke kat afloAoynOnke oe €UTELPIKN UEAETN WE TNV CUUUETOXN

XPNOTWV TETOLWV TEPLBAAAOVTWY ATTO OAO TOV KOGLO.

Tupmepacpata:

Me ™ xpnon pag avadpopkng uebodov yia tn peAétn g pakpoxpoviag UX (tnv UX
Curve) mpape xpnotpa cvumepacpata ya t UX o€ éva yvwoté MMOG Kot Tov TpOTIO [E
Tov omolo 1 UX aAAage pe tnv mapodo tov xpovou. E@apuolovtag pio eUTeLpIkn HEAETT
LLE TOUG POLTNTEG €VOG 18pLUATOG TNG TPLTORAOUING ekTtaidevonG, avakaAVPape OTL 1
uébodog UX Curve pE TIC KOATAAANAEG TIPOCUPUOYEG UTOPEL VO ATOTEAECEL Lo
amoTEAECUATIKY HEOOSOG Yl va TeplypaPel Kol va eENyNOEL TN XPOVIKOTNTA TwWV
EUTIELPLWV 0TOVG TtalKTES. Ta evprpata £6e&av 6T epfubion avavel e Tnv TAPoSo Tovu
XPOVOU Kol TN YEVIKY EUTELPIA TWV TAKTWV KAl 0SNYEL TNV IKAVOTIOMOT) TWV TALKTWYV
WOTE Vo 6VoToovv To MMOG 6Toug (IA0UG TOUG KaL va TIoVV BETIKES LoTOPLES YU aUTO.
TéAog, pe ) Bonbela g pebddov amodeiyOnke 6TL T TEPLOGOTEPX ATIO T BEPATA TTOV
EMMNPEAJOVV TNV HAKPOXPOVIA EUTIELPIX TOU XP1OTN O€ €va Ty VvidL oxetifovtal pe un-
PEAALOTIKA BEpata, OTIwG 1 StaokeSaon [123], n eppfvbion [123],[177, 178], n mpoKAnon,
TO eVSLA@EPOV KaL 0 EAeyxog [177].

ATIO TIG OUVEVTEVEELS [E TOUG OXESLAOTEG TALYVIOLWV EYLVE AVTIANTITO OTL 1) EUTELpia
xpnotn eivat éva véo medio yia autols, evw 1 afloAdynorn TG yivetal péoa amo v

aAANAemiSpaon TUKTWVY — oxedlaotwy, eldikd ota MMO Tayvidia péoa amd ta forums.

H euyapiotnon kat n Staokedaon mov éva mayvidt TapEXEL 0TOV TALKTN TOU ATOTEAEL

Baowkd otolxelo NG eumelplag XpNoTn KATA TOUG OXESIAOTEG TOU Kol OAn TOuG 1
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TPOOTADELN EMKEVTPWVETAL OTNV adénon kat Siatnpnon g SlaokéSaong Tov

TPOCPEPEL TO TTALYVISL EPOCOV TPWTA EENCPAALGOVV TNV EVYXPNOTIA TOV.

TéAog N BLBAoypa@ia StaBetel TANO0G HETPIKWY Yo TNV a&loAdyNn o™ TG Bpaxuxpoviag
OMWG epTElplag XPNOTN KUPIWG UTHG TTOV TTPOKVUTITEL AUECWS META TNV ETTAPN UE EVa

TETOL0 TEPLBAAAOV.

Me Vv véa péBodo mov mpoteivoupe yivetal Tpoomafela a§LloAdynong TG LAKPOXPOVIAG
eUTELplag Xp1OTN HECH ATIO TECTEPLG LEYAAEG KATNYOPLES TNG (eVXpPNOTiQ, poT), TTApOVSLA,
tkavoToinomn). MeBodoAoyka xpnoiuomolel ouvvdvaopd peBoOdwv E€peuvag OTWG TO
EPWTNUATOAOYIO HEPOG TOU OTOlOV VAomomBnke pe TNV Xpnomn TG KAlpoKog
ONUACLOAOYIKNG  SlaopoTtoinong ota Tmpotuma tov  Attrakdiff pe®o6dov mov
SnuovpynOnke yia v a&loAdynon g EUTELPLOG XPNO TN O€ TTPOIOVTA/UTINPECIES KAL TN

1UEB0S0 CLUTIATPWOTG TIPOTAGEWV.

Ta amotedéopata TG pueBdSov vTMPEav kavoTomTika kol evBappuvtika. [A00g
TOCOTIK®WV Kl TOLOTIKWV Sedopuévwv ouAAExOnkav 600 a@opd OTA OTOLXElA TNG
HOKPOXPOVIAG eUTIELPlOG XPNOTN. ZNUAVTIKO OTOoXElD TNG ep@avifetat va eival 1
LKOVOTIO (N O™ TOU Xp1oTN HEGH aTtO TNV SLAoKESAOT) IOV TOL TIpoo@EpeTAaL. TEAOG NSoVIKE
XAPAKTNPLOTIKA lval QUTA OV eMNPEAloVV TNV eUTEelpia xpriotn o€ BaBog xpdvou Kat

OXL TOCO XUAPAKTNPLOTIKA EVXPTOTLAG.

[ peAdovtikn €pevva 1 uEBodog pmopel va SOKIUAOTEL KoL o€ SLQOPETIKEG GUVONKEG
WOTE VA YIVOUV Ol KATAAANAEG TPOTIOTIOU)OELS YL VA LTIOPECEL VX ATTIOTEAECEL EVA XPT)OLLLO
gpyoAeio ywx v aloAdynom NG HAKPOXPOVIAG EUTEPlOG XpPNoTn o€ TETOA

mepBariovra.
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Mapapmnua A
UX - Curve (EpwTnuatoAoyio)



Iepimov oTE ApYLOES va TTailelg To TTayvidy

O Awydtepo amd éva unva

O 1-4 prveg tpv

O 5-8 punveg mpuv

O 9-11 unqveg mpv

O Meplocdtepoug amd 12 urveg

[T6ooug Tepimov pnveg?

Iepimov Ooeg Popig éxete 6uVSEDEL yia va Ttaitete League of Legends;

1-10
11-24
25-49
50-99
100+

ooooo

Katd péoo 6po, mepimov mdoo wpa mailete League of Legends avd cuvedpla; (.. kdOe @opd mov Ba
ouvdebeite)

Awyotepo amd 30 Aemtda
31-60 Aemta

1-2 wpeg

2+ WpEeg

oooo

Katd péoo 6po mooeg wpeg v nuépa mailels League of Legends;
ao

O % wpa

O 1 wpa

O 2 wpeg

O 3 wpeg

O Mepoodtepes amd 3 wpeg

Mwg Ba yapaknpllate ToV £QUTO 0AG WG gamer;
O Casual, apam evaocyoinon
OO Moderate, evacx0Anomn pépa mapa pépa mepimou
O Moderate, apketd ouyvi evaoyxoAnon
O Heavy, kaBnuepvn evacyoinon
OO0 Hardcore, k0plo p€pog TG KABNUEPLVOTNTAG OV
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BaOpoioyun Khipaka

KaB6Aov Aiyo Métpla Moy [apa oAV
1 2 3 4 5
Aw@wve amdivta Alpwve MdAdov Zuppwve SUHEWV®D Tupewvm amdivta

A. IkavoToinom 123
[1600 kavoTompévol Hoactav v Tpwtn eSoudda oag oto League of Legends;

[1600 kavoTompévol elote cuvoAlkd amo to League of Legends onuepa;

'Exete el TOTE LoTOPIEG 1] ATIOPELS YL TO TTaXVidL o€ AAAOUG;

Mati nailw: 11213

IMaifw To Tayvidl Yo KOWvwvIKoUS§ AGY0OUG, OTTIWES VA KPATHOW ETAPY| LE TOUGS QIAOUG, Vo KAVW
VEOUG P{Aoug (1] £xBpoVG) KAl YEVIKA VO GUVOUIAW PE TOUG GAAOUG.

uou dnulovpyel evopioa.

[aiw autd To A VISL, ETELST) TTEPLEXEL TTPOKANOELG. H VTIUETMTILON QUTWV TWV TTPOKANGEWY

[Maifw yoti To Ty vist pov TTPocPEPEL P TIPAYUATIKA LOVASIKY EUTIELPiQL.
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Mapakad®, @EPTE 0TN PV OAG TNV TIPWTH @OPA TIov kdvate log-in oto Ty vidt kat Snpovpynote o

KA UTIUAN YL TO TIWG QAAAEE 1) GYEOT 0O PE AUTO HEXPL OUEPA WG TIPOG:

TO Tty vidi elvar evkodo oty xprion

HMapakarovpe TeptypdPte cUVTONA TOUG AOYOUS YL TIG XAAXYEG QUTEG.

v

A4

Xpbvog



Mapakad®, @EPTE 0TN PV 0AG TNV TIPWTH @OPA TIov kdvate log-in oto Ty vidt kat Snuovpynote pa
KAUTOAT Yl TO TIWG LETARAONKE 0 XpOVOG TIOU APLEPWVETAL OTO GUYKEKPLUEVO TIALYVIBL aTtd TOTE pEXPL
onuepa:

Xpovog xprong

[
»

Inpepa

[Mapakarovpe TeptypdPte cUVIONA TOUG AOYOUS YL TG XAAAYEG QUTEG.
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Mapakad®, @EPTE 0TN PV OAG TNV TIPWTH @OPA TIov kdvate log-in oto Ty vidt kat Snpovpynote o
KA UTUAT YLX TO TIWG:

To Tayyvidi £xeL ekelva TA YAPAKTNPLOTIKA IOV LOV IPOGPEPEL epTelpieg Enfudiong

v

HMapakarovpe TeplypaPte cUVTOUA TOUG AOYOUG VLA TIG AAAAYEG QUTEG:
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Mapakad®, @EPTE 0TN PV OAG TNV TIPWTH @OPA TIov kdvate log-in oto Ty vidt kat Snpovpynote o
KA UTIUAT YL TO TIWG HETABATONKE:

H aAAnAemtiSpaon cag pe Toug GAAOUG TTAIKTES

Hapakarovpe TeptypdPte cUVTOUA TOUG AOYOUS YA TIG 0AAAYEG AUTEG:
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Mapakad®, @EPTE 0TN PV OAG TNV TIPWTH @OPA TIov kdvate log-in oto Ty vidt kat Snpovpynote o
KA UTIUAT YL TO TIWG HETABATONKE:

H gpumAokn oag pe to mayvist

Hapakarovpe TeptypdPte cUVTOUA TOUG AOYOUS YA TIG 0AAAYEG QUTEG:
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Mapakad®, @EPTE 0TN PV OAG TNV TIPWTH @OPA TIov kdvate log-in oto Ty vidt kat Snpovpynote o
KA UTIUAT YL TO TIWG HETABATONKE:

T'evika n gpmepia Kat 6x£om pe To Taryvisdt

Hapakarovpe TeptypdPte cUVTOUA TOUG AOYOUS YA TIG 0AAAYEG QUTEG:
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EPQTHMATOAOTTO UX

BaOpoloywkn Khipaka
KaB6Aou Aiyo Métpla oAy [apa oAV
1 2 3 4
Al@wve amdAvTa Al @wve MdAAov Zup@wve TUHEWVE ZupEV amoéAvta

A.'Otav Tai{w To GUYKEKPLUEVO TTaLYViSu:

XAvw ToV EQUTO POV Péoa o€ aUTO

NowwBw mayidevpévog otn pon Tou Ay vISLoU

'EXw TO cuvaionuo «akopa P amtooTtoAn/wpa/emimedo»

NowwBw ™v adpevaiivn va kKuAd

Agv e VOLALOUV 0L KAVOVEG, OL XELPLOUOL ATAQ TO Tty vidt

Katd tn Sudapkela Tou oy visSioy, Eviwoa TOUAGXLoTOV éva oo Ta akéAouBa: SuoTvola,
Toxukapdia, e@idpwor, povdlacua ota SAXTUAX Pov

'Otav eTLYAIVW KATL 6TO ALY VISL VOLWOW Gav va £Xw KAVEL KATL GNUOVTIKO

ApxLo0 VX OKEQTOUAL OTIWG KL 0 XOPAKTHPAG IOV TIAi{w

Nowwbw ca péPog pag opadag

H ovppetoxn pov oto mayvidt volwBw 4Tt TapePmoSifeTal amd T CUUTIEPLPOPA TWV GAAWY
TOLKTWOV

H tayvmta kot To anmpdBAETTO TV GAAWVY TALKT®V PE 08nYel 0TO va BEAW va Ttaiw
TEPLOGOTEPO

Mov apéael 1 cUVEPYATIN TWV TIUKTWOV

NowwBw v TpoKANoT VA SWoW TO KAAVTEPO TWV SUVATOTTWY LoV

B. ZuvoAwkn Ikavotoinon

[1600 «gpPublopévoc» aloBAavesal 0To TALYVISL KOl GTOUG XAPAKTNPES TOV;

[1600 eEolkelwUEVOG aaBAvETAL PUE TO TTALXVISL KL TOUG XAPAKTIPES TOV;

Eivat tedikd To Ttouyvidt kado kot SLaokeSaoTIKO YA 6OG;

To mayvidL avtamokpivetal oTig mpoodokieg oag;

Oa ayopalate / cuppeteiyate og GAAa TETolX TTALYVISLIO;

Ba cLETNVATE KAl 0E PIAOUG GG VA GUUIETEXOVV GE AUTO;

[1660 oNUAVTIKO EIVAL VLA GG VO CUMUETEXETE O€ €va Tl ViSL cav auTo;
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Zog evSla@EpeL OTL 0 XpOVog Tiepva kabwg TalleTe;

O£AETE GUVEXELA VAL AVAKAAVTITETAL TOV KOGUO TOV TraLYVISLov;

TuvoTtika (pe 8V0 AEELG) oTo ALY VISt pov apEoeL:
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Napapmuoa B

Ot ovvevtevielc!



Yuvévtevin 1n

n

Zeus Mendoza - Designer/Producer for Legacy of a Thousand Suns

With a name like Zeus, no team would ever miss an opportunity to have
a deity amongst their ranks! Having a degree in creative writing on one
hand, and a totally righteous lightning fist on the other, Zeus spends his
days thundering through the 5th Planet Games office on a gargantuan
floating cloud, while radiating a constant, brilliant aura of
magnificence.

Q1: What is a Game for you?

Answer: A game is a system of different functions wherein a person (i.e. player) engages with

each parameters and, ultimately, is entertained by the medium.

Q2: In the broadest sense, game design refers to the idea behind a game. Is this what

Game Design is for you or is it something more than that?

Answer: Game design involves more than just the idea, but understanding how things
function, why a player wants to play it, and having a good vision of the game moving

forward.

Q3: Which characteristics do you think a game must have that will increase users’

satisfaction for long term playing?

Answer: 100% fun

Q4: A lot of designers seem to be talking about user experience (UX) these days. Many
designers label themselves “UX designers.” Some others tell that the user experience

can’t be designed. So do you think that UX can be designed?

Answer: You can create functions in the game which will enhance or amplify a user’s
experience, such as easy-to-understand controls, communicating effectively through text or
dialogue, and engaging with your playerbase to answer any questions or concerns that they

have.

Q5: In contrast to usability, standard UX metrics are yet to be defined. UX is deeply

entrenched in the psychological research on emotion and memory, which some scholars



interpret as cognitive processes amenable to measurement. What kind of UX factors can

you define/suggest in games design? Can these factors be measured/evaluated?

Answer: Game Designers should look into psychological studies and paradigms in order to
reward positive behavior or modify toxic behavior. Lead Designer Jeffery Lyte of Riot Games
conducted a company wide study wherein they used “Priming” in order to reduce toxic player

behavior and reinforce positive actions.

In particular, they showed tooltips during the game’s loading screen, which expressed
different phrases under different colors (red for error avoidance, blue for creativity, white

for control).

For example: “Do not harass your fellow teammates” in red during the loading screen

reduced reports of toxicity by almost 50%

In short: yes, UX factors can be measured if they are conducted through a classical scientific

approach or astute observation in changes with player behavior.

Q6: According to literature, UX model categorizes UX issues to pragmatic (usability,
utility) and to hedonic (non-instrumental). What do you think may be the hedonic issues
in a game (and the pragmatic as well)? Which one is the most important when designing

games for a) entertainment and b) serious games?

Answer: I'm not sure I completely understand, but I will go with the understanding that
pragmatic are the “concrete” issues (elements that players can interact with in a game) and

hedonic as “abstract” issues (game difficulty, accessibility, understanding).

Philosophically, all games are a form of entertainment, whether it be tic-tac-toe or Mass
Effect or a story-based Empathy game. Even Dear Esther is an entertaining game, albeit the
game mechanics are more unorthodox than AAA titles (playing more like an interactive

kinetic novel than a shooter or beat-‘em-up)

But I believe the most important aspect of any game is that it should be 100% fun.

Q7: Do you use a specific method to measure and evaluate player experience?

Answer: A forum is a great way to identify the level of player experience. All games should
have a forum so that players can transmit their thoughts, experiences and ideas to the

developers. Game designers cannot exist in a vacuum, and must look to and even sometimes
B-3



interact with the game’s community in order to get an overall appraisal on the players’

impressions.
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Yuvévtevin 2n

Brandon Scheel - Game Designer for Legacy of
Heroes/Clash of Dragons and former Magic the

Gathering Professional

Q1: What is a Game for you?

Answer: A game is anything with rules that can be played for enjoyment and/or competition.

This spans from Football to spreadsheets the game.

Q2: In the broadest sense, game design refers to the idea behind a game. Is this what Game

Design is for you or is it something more than that?

Answer: The idea behind the game is so broad, but the key element in generalizing which
category a game falls into and it's stated purpose. To me game design is everything from
that broad vision down to the exact stat points, text, art, and even more detailed execution

since they all offer something for players.

Q3: Which characteristics do you think a game must have that will increase users’

satisfaction for long term playing?

Answer: Replay value is the immediate one that comes to my mind. I don't want to be bored
playing the game or it to feel like monotonous work. The second that comes to mind is Value
itself, a game should be monetarily and time friendly to what my expected budget for games

is in my life.

Q4: A lot of designers seem to be talking about user experience (UX) these days. Many
designers label themselves “UX designers.” Some others tell that the user experience can’t

be designed. So do you think that UX can be designed?
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Answer: I don't call myself a UX designer but it may be something I should call myself. I think
you can design every game to generate a specific experience you're going for and this can be

adjusted with new rules, expansions, and content.

Q5: In contrast to usability, standard UX metrics are yet to be defined. UX is deeply
entrenched in the psychological research on emotion and memory, which some scholars
interpret as cognitive processes amenable to measurement. What kind of UX factors can

you define/suggest in games design? Can these factors be measured/evaluated?

Answer: Factors for a metric should include a demo-graph of your player base, player habits,
times your game is replayed by players, duration of game play, comparison of similar game
product results, sales vs marketing budget, and more. Some of these can be measured doing
statistics and others need to be analyzed with critical thinking by the designers to speculate

at what needs should be met better for the UX.

Q6: According to literature, UX model categorizes UX issues to pragmatic (usability,
utility) and to hedonic (non-instrumental). What do you think may be the hedonic issues
in a game (and the pragmatic as well)? Which one is the most important when designing

games for a) entertainment and b) serious games?

Answer: A. For entertainment it depends on which player you ask, If you ask me a good set
of rules is the most important for entertainment. If you ask someone more casual they may
care more about the storyline, art, and quirks of a game (things that make them
smile/laugh). B. Serious games need great detailed rules, structured competitive play
outlets, and a hobby-game mentality (games that your players will be playing several hours

a week).
Q7: Do you use a specific method to measure and evaluate player experience?

Answer: I listen to the players that I talk to one on one, discuss things with community
managers (in charge of communicating with forum users), and think of how I would like the

game to be better as someone who plays the game.

Brandon Scheel - Game Designer for Legacy of Heroes/Clash of Dragons and former Magic

the Gathering Professional
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Xuvévtevén 31

Ibrahim S. Amin - Writer and Chief Creative Officer

Ibrahim Amin studied Classics & Ancient History at the
University of Newcastle and the University of Manchester,
earning a PhD for his thesis on the history of grappling in
the western world (spoiler: everyone did it).

Alas, his lecturing career was forestalled when a cabal of
vampires, werewolves, and other malefactors used their
shadowy influence to have him blacklisted - outraged that
he advocated their destruction in his “Monster Hunter’s
Handbook”. Thus he now bides his time working at 5th Planet
Games, until the day when he may bring about a brutal and terrible
vengeance

Q1: What is a Game for you?

Answer: Any activity undertaken for pleasure in which people compete according to a

certain set of rules, and in which there's a defined concept of winning.

If you mean "What's a videogame?”, any electronic product one interacts with through a

form of controlling device, and has to overcome obstacles to complete.

Q2: In the broadest sense, game design refers to the idea behind a game. Is this what Game

Design is for you or is it something more than that?

Answer: Every element which goes into establishing what a game actually is and should be

-- from the initial concept to the detailed number crunching.

Q3: Which characteristics do you think a game must have that will increase users’

satisfaction for long term playing?

Answer: A game needs to be fun to play, whether that's because of its story and setting, the
challenge of its gameplay (either in terms of reflexes or in strategic thinking), the visual
splendor, or the social interactions it offers with one’s friends and fellow players. 'Fun'isn't

precisely quantifiable, of course, but it's the basic factor which supersedes all else.

Tetris would be a good example of a very simple game by modern standards, which has
endured and caused people to fritter away countless hours, because it's simply fun -- in this

case based on cognitive challenge (quick thinking) and manual swiftness.
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Q4: A lot of designers seem to be talking about user experience (UX) these days. Many
designers label themselves “UX designers.” Some others tell that the user experience can’t

be designed. So do you think that UX can be designed?

Answer: In a single-player game, UX can be designed and controlled almost completely. But
in an online game it's somewhat different, since human interaction with other players --

beyond the game designers' complete control -- also plays a big part.

Q5: In contrast to usability, standard UX metrics are yet to be defined. UX is deeply
entrenched in the psychological research on emotion and memory, which some scholars
interpret as cognitive processes amenable to measurement. What kind of UX factors can

you define/suggest in games design? Can these factors be measured/evaluated?

Answer: Factors might consist of the following:

Ease of entry (how quickly the UX draws a person in).

Addiction (how hard it is for them to stop playing).

Pleasure (how much fun a person has whilst playing the game).

These seem to be difficult to quantify, though there are probably methods which involve

psychological or neurological evaluation.

Q6: According to literature, UX model categorizes UX issues to pragmatic (usability,
utility) and to hedonic (non-instrumental). What do you think may be the hedonic issues
in a game (and the pragmatic as well)? Which one is the most important when designing

games for a) entertainment and b) serious games?

Answer: The pragmatic issues are things like having a fluid control system that can be
learned fairly easily, seems comfortable and convenient to use, and doesn't interfere with the

gaming experience. (i.e. the player isn't battling poor controls instead of the game itself).

Hedonic issues comes back to that unquantifiable thing: fun. Anything which gives a player
enjoyment, whether that's through challenges to overcome or just something cosmetic (e.g.

they like how bloody a game is).
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For entertainment-based games, hedonic is more important. For "serious games", assuming
one means didactic products (e.g. military training simulators), I suppose that pragmatic

things are more important.

Q7: Do you use a specific method to measure and evaluate player experience?

Answer: Player feedback through the forms and real-time chat mediums for each game.
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A note on privacy
This survey is anonymous. The record kept of your survey responses does not contain any identifying information about you unless a specific question in the survey has
asked for this. If you have responded to a survey that used an identifying token to allow you to access the survey, you can rest assured that the identifying token is not kept
with your responses. It is managed in a separate database, and will only be updated to indicate that you have (or haven't) completed this survey. There is no way of

matching identification tokens with survey responses in this survey.

General Questions

This survey evaluates user experience through a specific game that you frequently play. There
is no wrong replies, respond rather quickly without thinking too long.

Thank you for your participation.

* Game:

Please enter the name of the game that you will describe through next tests.

Your Gender:
Check any that apply

1 male
[] Female

Your Age:
Check any that apply

[ 15 or younger
[]16-20
[021-25

[] 26-30
[]31-35

[C1 36 or older

Approximately how long ago did you start playing this game?
Check any that apply

[C] less than a month
[ 1-3 months

[ 3-6 months

[] 6-12 months

[] more than ayear




Approximately how many times a week are you playing this game?
Check any that apply

[] Less than once
[ Sometimes

[ Almost everyday
[ Everyday

On average, approximately how long do you play this game per session {e.g. each time you are logged in)?
Check any that apply

[C] Less than 30 minutes
[] 31-60 minutes

[ 1-2 hours

[] 2+ hours

O other: |

How would you characterise yourself as a gamer?
Check any that apply

[] Do not play video games

[[] Casual, once in a while

[] Moderate, every other day or so
[] Moderate, fairly often

[] Heavy, every day

[] Hardcore, major part of my life

Part 1

Following, are pairs of words to assist you in your evaluation. Each pair represents extreme contrasts. The
possibilities between the extremes enable you to describe the intensity of the quality you choose.

This evaluation tells us that the game is predominantly likable, but that there is marginal room for improvement.

Do not spend time thinking about the word-pairs. Try to give a spontaneous response. You may feel that some
pairs of terms do not adequately describe the game. In this case please still be sure to give an answer. Keep in
mind that there is no right or wrong answer. Your personal opinion is what counts!



With the help of the word-pairs please enter what you consider the most appropriate description for

the game you reffer.

Please click on your choice in every line!

Easy
Demotivating
Exciting
Cooperative
Funny
Integrating
Amateurish
Pleasant
Social
Unappealing
Unruly
Useful
Inventive
Restrained
Controlled
Predictable
Disengaging
Inferior
Captivating
Beautiful
Poor
Isolates
Realistic
Disoriented
Achievable

Complicated
Efficient
Accessible

OO0 00000000000 OOOOOOOOOOOOOO

OO0 O0O0OO0OO0OO0OO0OOOOOOOOOOOOOOOOOOO

OO0 000000000000 O0OOO0OOOOOOOOOOO

O00 O0O000O0O000O0COO0OO0OO0OOOOOOOOOOOOO

OO0 0000000000 O0OO0OO0OOO0OOOOOOOOOOO

OO0 O0O00O0OO0O00ODOOOOOOOOOOOOOOOOO

O0CO0O O0O0O0OO0OO0OO0OO0OO0OOOOOLOOOOOOOOOOOO

Challenging
Motivating
Boring
Uncooperative
Serious
Alienating
Professional
Unpleasant
Antisocial
Attractive
Manageable
Meaningless
Uninventive
Free
Uncontrolled
Unpredictable
Engaging
Superior
Disappointing
Ugly

Rich
Connects
Unrealistic
Oriented
Unfeasible

Simple
Inefficient
Inaccessible




rart 2

For each sentence, please write an answer that best completes the sentence with your experiences and
feelings.

Answer

When | first

played the I I
game, |

thought ......

Playing this

game nowl |

This game is | I
best for.....

This game is
not suitable | |
for.....

Answer

Participating | |
in/Playing this
game makes
me feel.....

This game

satisfies me I |
because
isthas............

Compared to
other games i I l
played, this




Mapaptnua A
Mée0odog ASioAoynonc (El)



Znueiwaon OXeTIKA pe TO TPOOWITIKG ATTOPPNTO
To epwTnUaTOASYIO QUTO Eival avwvupo. KaTtd Tn CUPPETOXA 00g OTNV €pguva dev KaTaypa@EeTal KavEéva OTOIXEIO TTOU va 0ag TTPoadIopidel, TTEpaV Twv
OTOIXEIWV TTOU TNBAVWG dWOATE WG ATTAVTNON OE KATIOI £pWTNAN. AV XPNOIUOTIOINCATE KOUTTOVI VIO Va EXETE TIPOOBACN GTN CUUTTAPWON TOU
£PWTNPATOAOYIOU, OOG EVNHEPWVOUNE TTWG N HOVN TTANPOPOPIa TTOU KATAYPAPOUHE Yia KABE KOUTTOVI gival av €xel xpnotdoTtroindei fi éx1. AnAadr, To KouTtévi
avayvwpiong oag dev Kataypd@eTal Hadi JE TNV aTTAvVINGCT) 0aG. ZUVETTWG Eival adUVaTO VO GUOYXETIOTEI N TTEVTNOT 0Ag PE TO KOUTTOVI TTOU XPNCIPOTIOINCATE

KOl KaT' ETTEKTOON PE ETAG TOV idlO.

Mépog 1 Mevika

H napakdtw £épeuva HEAETA TV EPNEIPia XPROTN Yia Eéva naiXvidl To onoio
naifere ouxva. Aev unapyxouv Aad0o¢ anavrnoeig, anavrTnoTE ypnyopa
XWPIiG va OKEPTEITE yia NOAU wpa TNV anavrnon.

EuxapioTOUHE yid TV CUHHETOXN OdG.

Game/Mouyvidi:

{(MapakoAoUE £ICAYETE TO SVOUN TOU TTAUXVIBIOU TO OTToI0 8 A§IOAOYAOETE OTIC ETTOUEVES
EPWTHOEIS)

®UAo:

[ Avrpag
[ MNuvaiko

Moid gival n nAIKia cou;

] Kdrw amé 15
[ 15-20
[ 21-25
[ 26-30
[]30-35
[ 36 kau Tavw

Mepitrou yia TTéo0UC PvES Ao XoAsioal e To TTauXvidi/repiBdAAov;

[ AiyéTepo amrd priva




[J 1-3 priveg

[ 3-6 pnveg

[] 6-12 prjveg

] Nepiooérepo amé éva Xpoévo

Mepitrou M6 ¢ Popéc TV £BOOUGDN AOXOALIOTE |iE TO CUYKEKPINEVO TTaUXVIBI/TTEPIBAAAOY;

[] Aiyotepo arré pia
] Mepikég popéc

[] Zxed6v kGOs pépa
[0 KaBnpepiva

Kard péoo 6po méon wpa mailete/aoyoAsiots avd ouvedpia (11.X. KGO popd TTou B ocuvdebsiTE);

[ Aiyétspo amré 30 AsTiTd
[] 31-60 AeTTdt

[ 1-2 wpsg

[ 2+ wpeg

Mg 8o XapaKTHPI{aTE TOV £QUTO 0O¢ WG gamer/XpRoTh;

[] Casual, apairj evaoXoAnon

[C] Moderate, svaoXoAnon pépa rapd HEPA TTEPITTIOU
1 Moderate, apksrd ouxvij evaoxoAnon

[] Heavy, ko®nuspivii svaoxoAnon

[] Hardcore, kKipio HEpOG THE KABNUEPIVOTNTAC [HOU

Mépog 2

Mapakarm undpyxouv kanoia {eUyn A&EEemv Ta onoia guvelioPEpouv oThv a§ioAdynon Tou
nepiBaAAovrog/naixvidiot. Kabe Ceuydapl avrinpoowneUel akpaieg avtiOeTeg A&Eeig. Oi
MmeavoTnNTeEG HETAEU TOV AKPWV AUTWV Jivouv TRV duvaToTNTA va NEPIYPAWYETE TV £vraon
TNG NoIéTNTAG.

Mn XAavere XpOvo yia va OKEPTEITE TNV évvold TV Aé§ewv. NMpoona®noTe va SWOETE Hia
auBopuntn andavrnon. Iowg pepikéG AEEelg oag qavouv OTi dev Taipialouv HE TO
naixvidi/nepiBaAAov oTo onoio ava@Eépovrdl. € AUTH TNV NEPINTWON NAPAKAAOUHE dWOTE
naAi anavrnon.

Aev undapyxouv ocwoTEG | AdBog anavTioeiG. H npoomnikn oag dnoyn €ival AuThH NOU HETPAEIL.



MapakaAoUpe eNIAEETE TIPN O KAOE ypappn!

Me Th BoRBsIa TLWY TTAPAKATW (EUYUPIWY - A£EEWV TTAPAKAAOUNE EI0AYETE OTTOI0 BWpEiTE OTI

TAUPIG{ &l TTEPICTOTEPO OTO TTAUXVIBI/TTEPIBAAAOV OTO OTIOIO AVAPEPEOTE.

MopakoAoUs sI0QYETE THY TTPOTIUNCGA oag o€ KABE ypapun!!

Edkoho

Z& ammoBappUvel
ZUVOPTTAOTIKO
ZUVEPYQTIKO
AlookedaoTIKO
Dépvel KOVIA
Epacitexvikd
Euxdpioto
Kovwviko
ATTpoCTTéAQCTO

AtroteAeoparnikéd

Mn eAKUaTIKO
[MoAUtTAoko
Mn Biaxelpioipo
XpNnoipo
Epeupetikd
ZUyKparnuévo
Mn eAéyEipo
MpoBAéwIHO
>e Oeaelel
Katwriepo
Taynveutiké
Ouoppo
Drwxd
ATTOLOVWVEI

PeahioTikd

Mn
TTPOCOAVATOACUEVO

Emiredgipo

OO0 000000 O0OOOOOOOO OOOOOOOOOOO

OO0 000000000 OOOOO0 OO0OOOOLOOOOO

OO0 0O0O0OO0O0O0OOOOOOOOLO ODOOOOOOOOOO

OO0 00000000 O0OOOOOO OOOOOOOOOOO

OO0 00000000 OOOOOO OOOOOOLOLOOOOO

OO0 0O00O0O0OO0OO0OOODOOOOOO OOCOOOOOOOOO

OO0 0O0C0OO0O0O0OO0OOOOOOOO OOOOOOOOOOO

Me MpokARoeIg
Z& TTOPAKIVE]
Bapetd

Mn Zuvepyarikd
20BRapd
ATTOUOKPUVEI
EtrayyeAuaniké
AuodpeoTto
AVTIKOIVWVIKO
MpooTreAdoIpo
Mn
ATTOTEAEOUQTIKG
EAKUOTIKO
ATTAG
Alaxelpiolgo
Axpnorto

Mn £peupeTIkd
EAelBepo
EAévEILO
ATTPORAETTTO

Z& ammodeaeUEl
Kupiapxo
ATTQyonTEUTIKG
Aoxnpo
MAouoio
ZUVOEel

Mn PeahioTikd
MpooavaroAiouévo

Mn Emiretgipo

Mépog 3




Mo KaBe TrpdTacn, TTAPAKAACUHE CUNTTANPWOTE HIK ATTAVTNOT TTOU THY OAOKANPWVEI CUNQWVA HE
TIC EPTTEIPIEC OOC KAl TX CUVAICOANOTE TUC.

ATravinon

Orav dpyxioa va Traiw 10

OUYKEKPIMEVO TTaIXVIDI |

OKEQPTOUOWV. ...............
To va maidw autd 10

Tauxvidl orepa |

eival ...

AuTO TO TTQIXVIBI €ival TO | |

KQAUTEPO YIQL............

AuTS 10 TTaIXVIBI Bev eival | |

KatdAAnAo yia.............
To va guUHETEXW/TTaICW

éva 161010 TraIX VD e | |

Kavel va aioBdvopal... .
To Traixvidl quto e

IkavoTTolel yiari | |

Exelfelval...............
& OUYKpION HE QAT

TaIvidia auTé 10 | |

TTauxvidl eival...............







