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Iepiinyn
Av16 10 GpBpo TOPOLCIALEL YADGTES TPOYPOAUUATICUOD KOl EKTAOEVTIKA TEPBAAAOVTO, TOV
100100V anTEG SIEMAPES XPTOTH TPOKEWEVOL VA SIEDVKOADVOLV TOVS XPNOTES, KABe nAtkiag,
omv ekpddnon evvoudv tov mpoypappaticpod. Ta cvotipata mapovoidlovior pe
XPOVOAOYIKN GEPE ELPAVIONS TOVG EVD TAPEAAN AL, OOV Etval duvaTov, yivetal avapopd oTa
LLELOVEKTALOTO — TAEOVEKTILLOTO TOV TPOCEYYIoEMV TOL akoloLONcay ot dnpovpyoli Tovg.
Téhog, mapovclaloviol To avoLyTl EPELVNTIKO EPOTALOTO, TOV GOUEPOVL HE TPOCPOTEG
€pevveg, mpoteivetal va diepguvnbovv.
AéEarg kAW Antéc diemapés ypnoty Ipoypouuotionos, Exmaidcvor.

Abstract

This paper presents the tangible programming languages and the educational environments
which were designed to make programming concepts more accessible to novice programmers
of all ages. All languages are presented according to the chronological order of their
development. Additionally, the paper provides information about the advantages and
disadvantages of the design approach. Finally we compile a table of open questions for future
research in the domain of tangible programming environments.
Keywords: Tangible user interfaces, Programming, Education.

1. Ewcaywyn

H mpoécootn €pesuva otig antég demapég ypnotn (tangible user interfaces), 6mmg
opiotnkav ond tovg Ishii ko Ullmer, (Ishii et al., 1997) dnwovpynoe e&oupetikég
gUKIPIEG Y100 KOVOTOLO EQOPLOYT TNG TEXVOrOYiag péca o€ Taéelg (m.y. Ichida et al.,
2004; Itoh Y et al., 2004). Mo meployn] mov QaiveTal va £yl EnOPeAnel amd ovtov
TOV €100V¢ TNV TEYVOAOYia gival aLT TV TEPPUAAOVTOV OTTOD TPOYPULUUATICHOD LE
gQappoyn oty ekmaidevon kot oyt ué6vo (McNerny 2004; Blackwell 2003). 'Eva
TEPPAALOV OTTOV TPOYPUUUATIGHOD UTTOPEL Vo EXEL OO0 ATOTEAEGLLOTOL YPTIONG ME
po text-based 1 visual-based yAdooca. H 1diutepotta avtdv tov nepifoiidviov
£ykettotl oto 0Tl avti va ypnoyorolovvtal visual aviikeipeva 1 ypontég EVIoAég otV
006vn T0v VITOAOYIGTY, 0.EI0TOIOVVTOL TPAYLOTIKG OVTIKEILEVO TOV PLGIKOD KOGHOV
(m.x. Wyeth et al., 2003; Smith et al., 2007; Horn et al., 2007).
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2. Jvotijuota oty OIETOPOVY YIo. TOV TPOYPLUUITICUO

H Radia Perlman, gpgvviitpio tov MIT media lab, ota téAn Tov 1970 dwomictwos 6Tt
T0, TEPLOCOTEPO TTAdLH, KAT®O TV 11 - 14 ypovdv, dev ftav étola vo apyicovv va
apoypoppatitoov  pe  tov  mapadociokd tpoémo  (Kelleher et al, 2005)
(mAnkTporoydvtog kddka logo og €vav vtoloylot pe TANKTpoAdylo). ‘Eva amd ta
ONUOVTIKOTEPO TPOPANUATO TOV ToUdIDV GTOV TPOYPUUUATIOUO dgv MTaV HOVO 1M
ovvtaén tov KOdka aAAd n demapn yprotn. H Perlman tote dpyioe vo oyedidlet
Kamoleg JemapéG mov Bo EMETPEMAY AKOUO KOL GTO oSG TPOGYOAIKNG NAIKiG Vo
uédBouvv va mpoypoppatilovv po xehova. Ipoidv avtodv tov mpootadsidv fTav 1
TPMOTN OlemaPn avtod Tov gidovg to Tortis - Slot machine (Kelleher et al., 2005). And
gKelvn TV NUEPQ PEYPL Kal GTIUEPT. AKOAOVONGAY S1A(POPES GYESUCTIKES TPOTATELG
o1 omoieg O TaPoLGIACTOVY GLUVOTTIKA G aVTO TO GPOHpoO.

2.1 Tortis - Slot machine

To Slot machine (Kelleher et al., 2005; McNerny, 2004), jtav T0 TpOTO GUGTNLLO TOV
KOTOOKEVAGTNKE KOl EIONYOYE TIG TAUCTIKEG KAPTEG TOV UMOPOVGOV VO UTOVV GE
TPES XPOUOATIOTEG oToifec (KOKKIVY, TPAcIvN Kol UTAE). XT0 aplotepd Gkpo kdaOe
otoifag vanpye éva ‘Do it” kovuni. Otov kdmolog matovoe TO0 Kovumi, pio virtual
YEADVO EKTELOVGE TNV EVEPYELD TOV POVOTOV OTI GOTOYPAPia TNg Kdbe KAPTOG TNG
npd™g otoifoc. Otav o evépyeln exteAobvtay, 1 Adumo kdto omnd
ovykekpiuévn kapta avoPe. To Slot machine mpocépepe peta&d GAAOV KOTOlEG
ONUOVTIKEG OLVOTOTNTEG OTOV YPNOTN ONMG T GUEST duVATOTNTO YEPICHOV TOL
mpoypdupatog gite mpochHitoviag site avadiatdoocovtog gite akopo Kot Pydlovtag
kaptec. [Ma va dobel 1 duvatdtnra ¢ KAong dwdikaciag n Perlman sionyaye
g101Kéc kapteg (McNerny, 2004).

2.2 AlgoBlock

Ta AlgoBlock (Suzuki et al., 1993) eivor éva ekmodevtikd mepPdiiov
TPOYPOUUATICUOD, UE OMTO OTOLYELD, Yio TO ONUOTIKO Kot Tn péomn ekmaidevon. To
GVOTNHO VAL Lo GLALOYN A0 PVOIKOVE KOBOLE TOV PUTOPOVY VA, cLVIEDOVY LETAED
TOVG TPOKEWEVOL Vo oynpaticovv éva mpoypoupa. Avtol ot kOPot 6T cuvéyeln
ouvdéovtol e Evav LTOAOYIOTH Yo vo. ektehectel to mpdypappa. O kdabe kvfog
avtiotoyel o€ pio evtoAn mov potdler pe tic evtoAég ¢ Logo. Ta AlgoBlock
KOTOOKEVACTNKAY Y10 VO TPowBcouy TN cuvepyacio. Aovievovy cav éva epyoieio
YWO. GUVEPYATIKES dpaoTnploTnTeG Kot fonbodv Tovg eKTAIOEVOUEVOVG VO YTIGOVV
TPOYPAUUOTE  HECH OmO  KOWWMVIKEG OoAANAemdpdoels kot  ovlnmon. Ot
EKTOOEVOLEVOL EYOVV GaV GTOYO Vo KaBodnyov Eva vrtofpylo Tov aneikoviletol og
ue CRT 006vn pe Logo-like evtodéc. Tétoleg eviodég umopobv vo. eivar myove
UTPOoTa, otpiye aplotepd — dekld, yopva Eedimiwoe ta TOd Yo va amoyeuwbeic
KA. H ké0e pio amd avtéc Tig eVIOAEC £xElL Eva avTIGTOLYO KOVTL oL TNV EKPPALEL.
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2.3 Music Block

To ocvomue Music Block (McNerny, 2004), to omoio pudAicto givol Kot EUTOPIKO,
glval évo 0md To. GLOTNHUATO TOV UTOPOVV VO ToUEOLV HOVGIKY YXPTCLULOTOIDVTOG
antég evioréc. To ovotnua €yl TEvie ¥POUATIOTOVS KOPOLVE, 0 KaBEvac amd avTohg
avTimpoomnevel o povoikn eacn tov Eine Kleine Nachtmusic. O ypriomg Palet
Kovtdkio o £va cHoTNUa avoarapay®wyns. Otav ta KuPAKlo Umovy 6TIg TPUTES TOTE
OKOVYETAL 1 PACT TOV KOWUATIOD TOV OVTITPOo®REVEL TO KAOe Kovti. Av mortnOel
BéPara To play (to povadikod kovpmi) T0Te aKovyeTal oAOKAN P 1 aAAnlovyica. BEPaia
glval @Tuaypévo €10l OOTE OMOONTOTE Kol vo €lval M GEPA TomobEéTong Ttov
KOVTI®V TO AMOTEAEGHO VO UV Elval amokpovotiko. [ peyodlvtepn mowidia 1 Kabe
TAeVPA TV KOPwV Toilel Kot SopopeTIKO LOVGIKO KOUUATL.

2.4 Block Jam

To ovomnuo Block Jam (Newton et al., 2003) amoteAeitol amd pio owTn SEmTOPY] Kot
TovTOYpOVA €lvarl Hio. OTTIKY] YAMGGoO 1 omoio EMTPENEL GE OPYAPIOLE Kot LN Vo
EKUETOAAEVTOOV TIG OSvvotdmTég TG To ovotuo ovtd omoteieiton omd 26
avtikeigeva to. omoiot oviAoyo pe TNV TOmOAOyio GUVOEGNG TOVG WUTOPOVV V.
TOPAYoOLY HOVCIKEG ‘@pdoels’. Yrdpyovv dvo €idn koutidv, to play blocks kot ta
path blocks. Ta play blocks eivar avtd mov Eekivovv, oToUATOOV Kol EAEYYOVV TNV
TayvTnTa TG cue ball eve to path blocks ghéyyovv t dadpopun g vontig cue ball.
Otav o KouTid GVVIEBOVV HETOED TOVG ONOVPYOLY Eva GUUTAEYHA. To cOumTAeya
avTd oLVOEETAL PE TOV VTOAOYIOT HEC® evOg KaAmdiov Kol evdg Koutov Paong
(mother block). To koA®mdlo divel peduo 610 cOumAeyUe KoOdG kol Evav dlavio
emovoviog pe tov vroloytotr]. H cue ball kveitor vontd and 1o éva kovti 6to dAlo
avaAoyo pe tovg kavoveg mov emiPdiovv to path blocks. To kdbe kovtl mepiéyet,
petapopikd PEPata, kdmotov Nxo Kot £tot kabmg 1 cue ball | ot cue balls kivovvral
Ao KOVTL G€ KOVTL TaPEyoLV 1X0VG SNIOVPYADVTOS HLOVGIKY.

2.5 Antog mpoypaupuatiouds yia tpéva

O Genee Lyn Colobong (McNerny, 2004) onpociecvoe 10 1999 o yidooo
TPOYPULUATIGHOD Yo TPEVA 1) omolo UAAIGTO £YIve EUTTOPIKT| A KATOEG €TOUPIEG.
Amotédespo aLTG TG pevvag NTov Kot To cvotnuo Lego intelli - train Tov omoiov n
GUUTEPIPOPA. TPOYPOUUATILOTOV [E TNV TomoBETNON KOPOV - EVIOADV GTI| Ypopun.
Mo moapadetypa, 0tav to TpEVo TEpVOVGE amd T0 ‘toot’ ToLPAGKL akovydTav 1 KOPVO
Tov. Otav 10 Tpévo mMEPVOVSE amd 1O TOLVPAAKL ‘avaotpopny’ dAlale KatevOvvon.
Otav éptave 010 TOLPAAKL GTACT GTALATOVCE Kol TEPIUEVE OO TO TALOL VO TOTHOEL
to kovumi ‘go’. [lpocOétoviac, apaipdvTag, OvadlHTAcCOVTaS To TOVPAAKIN GTN
YPOLLUN T TOOLE UTOpovoay Vo 0AAALOVY TO TPAYPOLLD, AKOUO Kol OTAV TO TPEVO
Bplokotav oe kivnon. Metd amd Kamolo mEPALUTE TOPATNPNONKE OTL 1] KATAGKELN
™G YPOUUNG Kot 1 Tomofétnon eviodmv mov Bo ekteAovce apydTepa TO TPEVO OeV
Nrav dwcntikny dwdikoacio yo ta TeTpdypova modd. [Ipokeyévov vo dovv 1L
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Kédvouov To TouPAdkie To. EPalov axpdc UTPOoTA OTO TPEVO MPAyHO 7OV
TPOKAALOVGE EKTPOYIACUOVC.

2.6 Tangible Programming Brick

H épevva tou McNerney (2001) otig antéc diemapég ypnotn apyloe omd to 2000 pe
TNV KOTOOKELT ToV cvothuotog «Tangible Programming Brick» mov ftav éva axopa
wePIPAALov omtov TPOYPAUUATIGHOD. Ol KOTOOKEVOOTEG AMOPACICAY VO QTIAEOVY
£€va, Lovodidototo cvotnua to omoio Palovrog to £va TovPAdkt Lego mdve oto dAlo
Ba goTioyvav pa oAAniovyio amd evtoAés. Ia va yivelr 10 chotua mo 1oyvpd
épTinéov To TOVPBAGKIO £TCL MGTE Vo TA{pvovv pio KApTe oTo. TAGYw. Avti M
péBodog apyucd elxe okomd vo OMGCEL TN OLVATOTNTO GTO GUGTNUO VO OTOKTNGEL
TOPAUETPOVS, OALG GTNV Topeiat PAVNKE OTL ITOPOVGOV VO TOTOBETGOVY Kot ALY
TPAYUaTo, OTOC O10KkOTTEG, alcOnTpLo K.AT. Tekkd, To amTOoTEAEGLOTO TEPLOPIGUEVIG
épeuvog, £0g1Eav OTL T0 GUOTNUO NTOV OPKETH TOADTAOKO Yo XPNOTEG KAT® TV 6
ETOV.

2.7 Electronic blocks

Ta electronic block (Wyeth et al., 2003) éyovv oyedinotel €161 OCTE TO. TOUdLEL VO
UTOPOVV VO, TO. GLVOEGOLV OTMOC KAVOLV KOl UE OMOLOVCONTOTE GAAOVG KOPOLC.
Balovtag ta electronic block 10 éva move oto GAAO T pIKpA TOLdE QPTIAYVOLV
TPOYPAUUATE TOV TO KAOe éva amd avtd ektedel kor dapopetiky diepyosio. Ta
electronic block éyovv €166d0vg, €€600v¢ Kot 6TaV cvvdeBovy 1 €Eodog Tov evdg
KOVTLOV gAEYYEL TNV €l0000 TOL dALOV. YThpyovv Tpia £idn KOVTIOV:

o Ta kovtid cwcOnpeg (Sensor blocks)
o Ta kovtid evépyetec (Action blocks)
o Ta doywkd kovtid (Logic blocks)

Ta Aoywd wkovTid oviyvedovv @mg, aen kot Mo oto mepipdriov. Ta xovtid
aoONTAPEG elvarl avTd oL divovy GO GTO KOLTLA EVEPYELEG VO EKTEAECOVV KATOL0L
Aertovpyia. Ta Aoywd kovtid €xovv éva evdoidueco pdro. TomoBetdvtag ta, Aoyikd
KOVUTIO OVAUESH OTO KOLTWE ouoONTApeg KOl GTOL KOLTIO EVEPYEIEG, EYOVUE TN
dvvatodtnTa vo aALAEOVUE TV AVOUEVOLEVT EVEPYELD. AKOUO KOt TTOAD HIKPA Toudid,
ooupmva pe tovg Wyeth et al. (2003), pmopodv va ypNOLLOTOICOVY Lo GLALOYN
a6 electronic blocks. 'Eva andd moyvidr pe ta action block pmopei vo mopdyet
Kdmolov gidovg evépyeteg Tov ta Taudid Ba Bpovv e&upeTikd evdlapEpovaal.

2.8 AutoHAN — Media Cubes

To AutoHAN (Blackwell et al., 2001) sivor por S1KTVOKNA KOl TPOYPOUUOTIOTIKY
OPYITEKTOVIKT 7OV EMTPEMEL TOV TPOYPUUUOTIOUO OVAUEGOH GE OAPOPEG GLUOKEVES
pog okiag. ‘Eva tuiua tov AutoHAN eivon ot mediaCubes. Ot mediaCubes eivat piio
YADGGO TPOYPUUUATIGUOV 1 07010 P1A000EEl va ypnoytomoindel omd amhovg ypoTEG
OIS QVTOVG OV UTOPOVV Va. XEPLOTOLV €va amAd tnigxelpiotiplo. O ke kvPog
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TOL GLOTNLOTOG ELVOL LU0 XEPOTLOGTY] OLPUVIG OLETOPT] 1) OTOT0L EIVOL GUGYETIGUEVN
HE [0 AEITOVPYIL HOG OKLOKTG oLOKEVNC. Edv Yo mapddetypa o k0Pog avarapiotd
to play / pause, 0 yprioTNG Umopei vo. GucyeTioel ovtdv Tov kKoPo pe to CD player. O
oLVOLOOUOG  TEPIOGOTEP®V  TOV  €VOG KUPOVL, TOL  OVOTOPIOTH  SLOPOPETIKEG
Aertovpyieg ¢ 110G cvokevng gival 1 dadikacio mov Ba mpémel va axoAovOnOel
TPOKEUEVOL VO, OMOKANP®OEL TO “Ypay o’ EVOC TPOYPAUOTOC,

BéBota, xamolog pmopel va met 0Tt o mpoypappatiopds tov VCR dev givan
TPOYPUUUATIGHOG OTWE OVTOG TOL NAEKTPOVIKOD VTOAOYLOTH. AV Ouwm¢g BEAovue va
dmwoovpe Vv gvioAr o6to VCR va apyicel va ypdeet and v kdpepo ac@areiog g
UTPOGTIVIG TTOPTOG Y10, SACTNUO 5 AETTOV OO TN OTIYUN TOL KATOL0G OVIXVELTNG
EVTIOTIOE KIVNOT), TOTE LWAGLE Y10 TPOYPOLLATIOUO.

2.9 A7ToS TPOYpaupuaTIGUOS UE ‘GTAYKOVS’

[Ipoékerton Yo évo cOoTNUE TO OTOl0 ¥PNOLOmOLEiTaL Yo Tr ONUovpyic ATAOV
TPOYPUUUATOV TPOKEEVOL Vo eAeYyBoOV poumotikd mayviowe (Patten et al., 2000).
IMa va dnpovpynocovy ot ypNoTe Eva TPOYPOLLD, TPENEL Vo cuVOEBOHY yeyovoTa e
EVEPYEIEG IOV EKTEAOVVTOL (G OVTOTOKPIOT GE QUTA TA YEYOVOTA. AVTEG Ol GYECELG
TOPOVGLALoVTOL MG EIKOVEG TOL CLVOEOVTAL LE KATO0 QULOIKO ‘omdyko’ (TpdKettal
Yo KoA®Olo mov potdler pe ‘omdyko’). O ypnong ouvvoEel yeYovoTa OV
dnuovpyodvtor amd Tovg CGONTNPES TOV POUTOT UE EVEPYELEC TTOL EKTEAODVIOL MG
amokpion og ovtd to epediopata. To cvotnpa €11, dnuovpyel Eva TPOYpALULL TO
omoio Umopel va, opTmOEL 6T UV TOV POUTOT KAl VO AELTOVPYEL COLP®VO LLE TOV
TPOTO OV TEPLYPAPETAL OO TIG GUVIEGEIS TOV ‘CTAYKWOV .

2.10 GameBlocks

To ocVompa oavtd (Smith, 2007), amoteAeitor amd @uvoikovg kOPovg ot omoiot
tomofeTovvTal TAV® G€ payeg Kol dNUIOVPYoUV €161 pia akoAovBio amd ‘evtolég —
kovtid’. H oyetikn 0éon tov xOPfov sivor onuovtikn agov exepdlel puor Aoyikn
axolovBia, 1 onoia eivar to wpdypappa. To cHotnua S10€TEL GUVOMKA 6 EVTOAES Yia
Tov éleyyo evog avBpmmoeldove poundt. Ot evioréc mov dwatiBevton eival: eumpog,
oW, oOUN aploTEPA, oopo Ogfld, Keedl oplotepd kol Kepdail dg&id. ‘Eva
EVOLOPEPOV  YOPUKTNPLOTIKO TOV  GULOTHUOTOG &lvor  OTL  dgv  amoutovVToL
EVOOUOTOUEVE NAEKTPOVIKE KuKAOUATO PECH 6TO KABE KOLTI Lo KOl Ol Epyacieg
avayvopilong yivovtol ond kukhopata otig paysc. A&ilel, Téhog va onueiwbel 611 10
oUOTNUO OEV ONOLTEL TN XPNOY VTOAOYIOTH] OQPOV 1 VTOAOYICTIKN 1OYVG 7OV
ypedleton mapéyetal amd PKPOVTOAOYIOTES EVOMUATOUEVOVS OTO KOKAMUO TNG
paong.

2.11 Quetzal - Tern

To Quetzal ka1 to Tern (Horn et al., 2007) givow 800 axodpa mepipdAiovta amton
TPOYPOUUATIOUOD UE  EKTOUOELTIKO Tpocavatoloud. To  mepiBdAilovia  avtd,
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OTOTEAOVVIOL ONO OCUUTOYN OVIIKEIHEVO YOPIC EVOOUOTOUEVE MNAEKTPOVIKA
KUKAOUATO Kot Tpo@odocies. To  mPoypOouUOTIOTIKE — ‘KOPUATIH TV Ovo
epPaALOVTOV givol Tovopototume kot potdlovv pe to koupdtia evog Pazzle. To
Quetzal gival éva choTnUA TOL YpMCILOTOLEITAL Yo VO eEAEYYEL €va Lego Mindstorms
pounot eved 1o Tern éva Virtual poundt otnv 006vn vmoloyiot). H ¢irocopia
KOTOOKELNG Kol AELTOVpYiag T@v 6vo avTdV TEPPOALOVI®V gival Ko aeol Exovv
avoartuyfel and tovg idtovg avBpdmovs Kot paiioto v ida ypovikn mepiodo. Ot
nabntég mov ypnoonoovy ta meptdilovia, mpoypappatilovv oe offline mode.
[Ipoxeévov va yivel 1 avéyvoon Tov KOOIKO YPNCIHLOTOIEITOL £V GopNTd CVGTNLLO
ocbpwone. To ocvotnuo odpwong avayvepilel T0 TOC Kol TOES EVIOAEG EYOLV
ouvdedel peta&d Tovg Kot £Tot Onpuovpyeital, PETE Amd AVLTOUOTY OVOYVMPLOoT, TO
nmpog ektéheon mpdypappa. Eivol, téhoc agloonpeinto 0t kot o dvo mepaiiovta
EMTPETOVV GTOV YPTOTN VO EIGAYEL TUPAUETPOVG GTIC EVIOALS.

3. Xaporxtypiotikd cooTHUATOY ATTTOV TPOYPIAUUATICUOD

Mehetdvtag to Gpbpa mov £€yovv ONUOGIELTEL Kol OQOPOVV TO TOPATOAVED
TEPIPAAAOVTO OTTTOD TPOYPOLUATIGHOD, WTOPOVUE VO TOPUOECOVUE TO GUVOMKE
YOPUKTNPIOTIKA TOV KATOCKEVACTIKMOV TPOCEYYIGEMV TOV aKOAOLONONKAY, ATd TOVG
oYE0100TEG TV CLGTNHATOV (Tivakag 1).

Hivaxag 1: Xopoxtnpiotika cootUoTmY

Xvotpata
XapoxTnpioTiké Zuetnuatov (mApaypapoL mov mMEPLYpAPOvTaL)

21(22(23(|24(25(26(27|28]29/2.10(2.1
Yrootpiler Loop X | X X X X
Yrootmpiler For X X
Yrootmpilet Call X X
Yrootpilel mapapéTpong X X
ﬁsiiiggyggg ot oeman (1. X x| x| x
Anortékscua 00 ngoypauuancuoi) xIx!Ix!|x|x x| x| x
670V 810 PLGIKO YDPO
A&lomoinon oyNUaTog SETOPNS X
Eumopiny epapuoyn X X X
Ave&aptnoio Ynoloyiot X X | X | X | X X

Ye yevikég ypopupés, pe efaipeon to ocvomuo AutoHAN, ta mepipdriovia omtov
TPOYPULUATIGHOD amevBivovtal 6 Tondid tov ynmoyoysiov ¢ kot youvaciov. To
KOGTOG £VOG TETOLOL GUGTHIATOGC, 1] KOTOGKEVOGTIKT TOV TOAVTAOKOTNTO KAO®DS Kot 1)
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EMAEWYN EKTOOEVTIKNG AEI0AOYNONG TEPLOPIOAY TN YPNON TETOI®V GLOTNUATOV CE
gpeuvnTikd kévrpo (Horn et al., 2006). Ot cuveylouevee OUmMG KATOOKEVOGTIKEG
wpoonadeleg amd TOVG OLUPOPOVS EPELVNTEG MOG divouv TN dvuvatdtnta va
SLOTVTTMGOVLE OPICUEVEG YEVIKEG DTTOJEIEELS Y1 TNV AVATTTVLEY TETOI®V GLOTIUATOV:

o  JOUQPOVO WE KATOL0VG EPEVVNTES TA, GUCTNLOTO TPETEL VAL £XOVV SLVATOTNTO
gloayoyne mapapétpov (Caitlin et al., 2005; Cockburn et al., 1997; Sutphen
et al., 2000).

e ’'Eva evdlopépov otoyyeio mov Og @aiverol vo, KOADTTOUV TO GNUEPWVA
ocvotipata givar 1 duvatdTa amodnkevong tov kddwa (Kahn 1996).

e ’'Evag oOyypovog tpémog Aettovpyiog (dnAadn, dapeon ektéleon €vog
TPOYPULUATICTIKOD GTOLXElOL LLE TNV TOTOOETNON TOL GTO TPOYPOLLY) Eivat
po 10 trTa Tov pmopel vo a&lomomBel ota apykd otddlo eEokeimong He
tov antd npoypappoticpo (Ichida et al., 2004).

e Mo mbavy enéktaon Tov TEPPUALOVI®OV OTTOD TPOYPAUUATICHOD OTIC 3
dwotdoelg (3D) eivar éva otoyeio mov Tapovctalel evOPEPOV Yo
ovotiuata 6nmg to Flowblocks (Zuckerman et al., 2005) kot to Gameblocks
(Smith, 2006).

e H Jdwrtvokn eméktoon TOv CLGTAUOTOG Elvar €va otoleglo emiong e
gpeuvnTiko evdtapépov (Frei et al., 2000).

o [lpoteivetar va punv vmapyel douymplopdc ovapeca oe €icodo ko £E0do,
ONAOON TO ATOTEAEGLO TOV TPOYPOUUOTIGHOD VO, Topovstdletal oTov o0
ovoko yopo. (McNerny 2004; Kitamura et al., 2000; Zuckerman et al., 2005;
Fernacus et al., 20006).

e H avénuévn d14dpaom pe tov xpnotn givar éva and ta {ntovpevo 6€ TETOL00
gldovg ovotuata (Cockburn et al., 1997; Zuckerman et al., 2005).

e  Evdgpépov mapovctdlovv 1o GLOGTALOTO TOV LITOPOLV VO, OTEIKOVICOVV
HETOED GAAMV Lo TANOMPO EVVOLDY Kol SOLVOUIKOV GCUUTEPLPOPHV, OTWS TO
ovotnuata: SystemBlocks, Flowblocks (Zuckerman et al., 2005; Zuckerman
et al., 2003).

¢ Eivor onpovtikd va tpoctebodv oTig diemapic ototyeia (oyqua, ypouc, ven,
NYOG K.AT.) oV Ba TIG PEPOVY MO KOVTIA OTIS £VVOLlEG KO AELTOVPYiec OV
avanapiotovv (Blackwell 2003; Fishkin 2004).

4. Epsvvytika epotiuato

I'evikd 6710 Y®PO TOV ONTOV SOTAPADOV YPNOTN, Kol EWOIKOTEPO GTO, GUGTIHOTO OTTOD
TPOYPULLATIGHOD, VIAPYEL TEPLOPIGUEVT £PEVVA OV VO E0TLALEL OTNV KATAVONoN
TOV YVOOTIKOV KOl KOWOVIKOV TAEOVEKTNUATOV, TO OMOi0. TPOKLATOLV Oamd TNV
a&lomoinon tovg (Marshall, 2007; Horn et al., 2007). H vnd6eon, yio mapdoetypa, Ot
T0, GVOTHHOTA OTTTNG dlEmaPnG e€ac@alilovv evkoAdTEPT TPOSPACILOTNTA GE ATOLLO
He avamnpieg kot Totdd, HEWMVOVTOS TOVTOYPOVE TO NAIKINKO OPlo GUUUETOYNS OTIC
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dadwkaciec pabnong, mpénet va depevvnbel. Tlapdriinio, mpénet va eEetaotel og
o0 EPELVNTIKA TSI (TPOYPUUUOTIGUOS, OGTPOVOUID, HOONUATIKA K.AT.) Kol KATM
amd Toleg cuVONKeG gival amoteleopaTiKOTEPN N Labnon, n omoia otnpiletar otov
YEWPWOUO antdv aviikeyévav (Marshall, 2007).

Edwotepa, oto cuoTiHoTe mTod TPOYPOLULATIGHOD, Ol TPOGPUTES EPEVVITIKEG
npooeyyicelg (m.y. Horn et al., 2006; Horn et al., 2007), o€ avtiBeon pe TaAoldTepPEC,
6¢touv ®g oTOYOLG T diepevvnon Bepdtov dnmc:

o [l6c0, av BéPora cvpPaivel, éva tétolo mepiPdilov pmopel va dtevkoAhvel
TNV EKUAON OGN TPOYPOUUOTIOTIKOV EVVOLDV;

e Beltioveratl Kot katd TG0, 1 GLVEPYOTIKOTNTA LETAED TOV EKTALOEVOUEVOV;

e  Mmopel éva 61010 GHOTNUA VO SIELKOAVVEL TOV KABNYNTH Vo avamTOEEL Eva
BeTco mep1Paiiov pdonong péca oty TAEN;

Hopddinia, dileg épevveg omwg tov Kelleher et al. (2005) Bétovv ®g otdyOVLG,
HETOED GAA@V, TN dnuovpyia TePPAALOVTOV TOL L KATAAANAEG dpaoTnploTnTES Oa
TPOMONCOLY  TOV  TPOYPOUUOTIONO GE  ATOUO. KOl KOWMVIKEG OUAOEC OV
‘Tapadoctokd’ dev oyetiloviot pe to avtikeipevo. AAlovg BEPata epeuvntég, OTC O
Blackwell (2003), mptv akdpa oXe61AG0VYV KATOL0 GUGTILO, PAIVETOL VO, ATOGYOAEL N
dlepediviion TV WOTTOV TV  oaTtOv  dwmagov, mov 0o efacealicovv
TAEOVEKTNLOTO, GE OYEO0T UE TIC KAUOIKEG text-based 1] visual-based yAdooeg, og éva
GLOTHHOTO OTOV TPoypoppaticpov. H andvinon tétoiov epomudtov Kabog Kot
GUUTANPOUATIKEG Epgvveg evypnotiog (0rmg Smith, 2006) umopodv vo 001yHcoVY €
OPTIOTEPO KATUOKEVACTIKA KO OTOO0TIKOTEPO EKTOUOEVTIKG CLGTHUATO GTO PEALOV.

5. Qounepaouara

Xmv  epyocioc ot  TOPOVLCIAGAUE  TO  PACIKOTEPE.  GLOTHUOTO  OTTOD
TPOYPOUUATICUOD  TTAPABETOVTIAG GUYKEVIPOTIKA TO EVOLOPEPOVTIO  AELTOVPYIKA
YOPAKTNPLOTIKA TOVG. Emiong, mapovoidoape yevikég vTodeiEelc yio TV KATOoKELN
TETO®V TEPIPOALOVTOV Kol OTUAMCOUE TO, OEUATA EKEIVOL TTOV GULYKEVIPOVOLV
onuepa to gpeuvnTiKd evolapépov. To yevikd cuumépacpo gival OTL 1 €pguva G€
TETO10L GLOTNHILATO, (TTEPQL OO TNV OTOLN KOTAGKEVOGTIKT] KOl OYESIUCTIKY KOIVOTOMIN)
o mpémer va diepeguvnost BEpaTo  amodoTIKOTNTOG Kol  eKTOOELTIKNG  alog
TPOKEWEVOL VO KaBOOMYNOEL TOVG UEAAOVTIKODG OYedOTEG OAAG Kol TOVG
EKTOOEVTIKOVE 6TV a&l0ToiNoN TOVG.
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