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Ewayoym

H Ewovin Tpaypotikdémra (Virtual Reality, VR) eivar pio amd 11¢ TAé0V €vO00EPOVGEG KOL TOAAG VTOGYOUEVES
GUYYPOVEG TEXVOLOYiEG. ZTNV gkdoyn TG eUPOBong (immersive VR), £xet 101 a&lomomBetl pe e&apetikd amoteAéopata
€ TOAAOVG KoL EVTEANDG SLPOPETIKOVG TOUEIG OTTMG 1 LALTPIKY], Ol KOAEG TEYVEG, Ol PUOIKEG EMOTNLEG, 1 EKUAONon E€vav
YAOOG®OV, 1 unyaviky, K.a. (Silva et al., 2018; Martingano et al., 2021; Maragkou et al., 2018; Perez-Ramirez et al., 2021;
Turkay et al., 2021). Zopewva pe Evav amd Toug (ToAlobs) 0piorovg TG, 1) immersive VR enitpénel Tov Tepapaticpod
KOL TNV OTOKTNOT ‘OlOVEL EUTEIPLOV’ — NTOL, EUTEIPLDV TOPOUOIDV LE TIG TPAYHOTIKES, EKEIVEG TOL OTLLLOVPYEL 0 PLOIKOG
Kk6op0¢. TIpoceépel GUVERMC GTO YPNOTN LU0 ELKOVIKY HEV, AALY 0PKETE peoMoTIKY Kot gV TEAEL Blopotikn epnepia. To
EMINESO TNG TPOGOYNG, TNG CLYKEVIPMOTG KOl TNG APOGImONG TOV XPNoTdv uropel va avéndel xapig oy aictnon g
guPoubiong kot oy aicOnon g «rapovsiogy (presence) mov dnpovpyel 1 teyvoroyion avty (Sherman et al., 2003;
Dengel et al., 2019). Kot povo avtd Bo apikodoe yio vo. TPOGEAKDCEL TO EVOLUPEPOV TNG EKTOUOEVTIKNG KOWVOTITOG.
pdypatt, ypryopa ywvov avtiAnmtés kot agtomrombnkay ot duvatdtnteg Tov avoiyovtal pécw ¢ VR otov topéa g
Exnaidevong: yapig otv VR, 0 [KpOKOGHOG Kol 0 LOKPOKOGHOG, 1) VO GTN UIKPO- KOl VOVO-KAILaKe 0AAG KoL 6TV
OGTPOVOULKT KAILOKA, TO ECMTEPIKO TOV OVOPAOTIVOL CAONATOG Kot TV EUPLeV Ovimv oAl kot Ta Bdon Tov okeavdv
KoL To £YKOTO TG YNG, OAX Yivoviol ‘EmoKEYIa’, ‘Topotnpnote’ Kot ‘peketnotpa’. Equepa tAéov oyedalovtot Kot
AVOTTOGGOVTOL EIKOVIKG TepIBaiiovta 1 ‘kocpol’ (virtual worlds) wov angvBbvovtar oe exmadevopevovg Kabe niikiog,
gite oV oMk eknaidevon (K-12 kot [Tavemotipie) €ite 6TNV EX0YYEALOTIKY KOTAPTION, EITE GTNV GTLTN EKTAIOEVLON.

Ewdikotepa oto mhaiclo tov gpevvntikod mpoypapupatog EduSeismArtTec, 1 VR a&omombnke oto mhaiclio g
Exnadevtikng Xetopodoyiog, [e TPELG dIapOopETIKONS GTOXOVS: (0) VO ELGAYEL TOVG EKTALOEVOLEVOVS O Paotiég EVvoleg
NG EMOTAUNG TNG ZEIGHOAOYING, DOTE VA YVOPIGOVV L EAKVGTIKO TPOTO £VOL PUGIKO PALVOLEVO OTTIOG O GEIGHOG, TO. OiTLOL
KO TOVG UNYOVICHOVG THo® omd avtov, (B) vo dMCEL ‘€K TOV acPaAoDS’ TNV gUmELpio eVOG (EIKOVIKOV) GEIGHOD, Kot (y)
VOl EKTOLOEVGEL LLE £VOL TTOLYVIMOT TPOTO TO KOWO GTNV OVTILETAOTION EVOC GEIGHOV KO TI] GOOTI CUUTEPLPOPE TPV, KATH
T S1dpKELD, KL PETA TO CEGUO, OE ATOLKO KOl GE KOWVOVIKO EMINESO.

Ewovuici] paypotikétnra tomov gpneipiog (Experience VR)

H Ewovwn| paypatikéomto péow epmepiog (Experience VR) amotedel pio Hmo mpocéyylon oty TE(VOAOYiQ 0LTN,
dedopévon 0Tt 0 ypnotng TomobeTelTOL KLUPIWG G POLO EMICKETTI-TOPATIPNTH TOV EIKOVIKOD KOGHOV: BAETEL Kot 0KOVEL
OALG eV AMOLTELTOL 1] EVEPYT] CULUETOYT] TOV KO KUPIMG SEV OVOLLLEVETOL A0 TO YPNOTI VO OAANAETIOPAGEL LIE TO ELKOVIKA
avtikeipeva, vo LetokivnOel 1 va exteléoetl GALEG KIVIOELS.

Ewéva 1. Zriymotvra amd v epappoyn VR-Experience.



Y10 mapdv gpevvnTikod £pyo Exmaidevtikng Zeloporoyiag, 1 Tpocséyyion avti vtofetnke yio Tov TpdTO 6TOYO0, TG
EI00YMOYNG KOL TNG YVOPWING Tov Kool He T Pacikég Evvoleg Kot opoAoyio TG XelopoAoylog. Xyedidotnke Kot
avantoynke €va mepiPdiiov ewovikov ta&dtod amd to ddotnua mpog ™ I'm (Ewodva 1.a), ot BdAaccoa votia g
Kpig (Ewova 1.p), vroBaidooio 6to Kpntikd 16&o (Eucova 1.y), atn ABdcpaipa 6mov yevviovvtat ot celcpol (Etkova
1.8), axopa Pabitepa 610 pevotd Maypa (Ewova 1.€), micom ot ABdcparpa kot EEm oty emedveia g yng (Ewdva
1.0T), 0KOAOLODOVTOG TNV AVTICTPOPT TOPEiQ, OTMG 1| EVEPYELD TOV EKAVETAL amd Eva GEIGLO. H gucovikn avt mepuynon
ouvodeveTal omd agrynor wov eEnyel Ta facikd YOp® 0md TOVG GEIGHOVE Kol TOVG QLGIKOVS HNYOVIGHOVG TOV TOVG
YeEVVOUV Kot KaBopilovv Tig EMATMGELS TOVC.

[Tépav g avtodvvaung Aettovpyiag TG OG EKTOOEVTIKOV TOPOL, 1| EPAPLOYN a&lomomBnKe Kol 6To TANICLO BEATPIKNG
nmapdotaong ‘Beat the Quake!” mov d60nke 610 TANicI0 TOL EpgLVNTIKOL Tpoypdupatog EduSeismArtTec and gottntég
Tov TpuMpatog Oeatpikdv Xmovddv tov Iav. [Tehomovviioov Tov lovvio 2022, 1o Anpotikd Ocatpo [epaid. To déoipo
NG TEYVOAOYIKNG OVTNHG ONHOVPYING HE TV avOpPAOTIVI] CLVIGTMOGE TV NBOTOIOY TNG TAPACTACNG G £Va EVIAIO KOl
Ae1TovpYIKd cHVOAO OTOTEAETE EMITLYIO OAAG KOl TPOPN VIO TEPOUITEP® EPEVVITIKOVS GYEOIOGHOVG.

Ewovuici] paypoatikétnroe Tomov aiinieniopaong (Interactive VR)

H Ewovu Hpaypaticotnto tomov arinienidopaong (Interactive VR) otnpiletal otny evepyn GUULETOYN TOV ¥pNOTN YioL
v e&éMEn tov ekovikod cevapiov. O ypnoTng LECH YXEPLOTNPIOV OAANAETIOPA LLE TO EKOVIKE OVTIKEILEVA 1] GAAOVG
EIKOVIKOVG YOPOKTNPEG, VA WLmOPel vo UETOKIVEITOL KOl O 1010¢ LSO OTOV €KOVIKO ydpo. o va pmopécet va
AELTOVPYNOEL OMOTELEGLOTIKG PHEGO GTO YMPO, O XPNOTNG XpealeTat pia apykn egotkeimon e tov eEomhopd, To Head-
Mounted Display (HMD) kot ta xeipiotipia (controllers), Kot Tig A&1TovpYieg TOVC.

Y10 mhaicto Tov gpevvntikod Tpoypappatog EduSeismArtTec, n) Interactive VR ypnoylomomOnke yio tov 2° kot tov 3°
0100 (Piwon ewovikod oGOV, ToLyVIdDONG EKTOIOELON G KOAEG TPAKTIKEG Kol PETpa Tpootaciog). Ewdikdtepa,
oyedldotnke Kot avarntoynke n epappoyr] VRQuake Baoet evog oevapiov opOdV TPakTIKOV OVTILETOTIONG TOV CEIGHOV
€ E0MTEPIKO YDPO. QG KATAAANAOG (£00TEPIKOC) YDPOS eMAEXONKe €va veavikd dwUATIO pe cuvnOn emimAmon kot
KOTAAAN A ovTIKEipEVaL.

H epappoyn dopeitan og 5 dwndoykd nepifdrrovta (‘oknvég’ i ‘miotec’):

(1) Evapxmpia oknvn (Ewova 2.a),

(i1) I'vopio-tepmynon oto gwovikd dopdtio (Euova 2.),

(ii1) Epmnepio (eucovikov) oetopov péoa 6to dwpdrio (Ewova 2.y),

@iv) Moyvidt petaxivnong aviikeévov/etimlov o aoparéotepeg 0¢oeig (Eucoves 2.6 ko 2.€) Kot

V) oy vidt emAoyNg 180GV TPMOTNG AVAYKNG Kot ETOLAGT0 cakldiov emPinong petd to oeopd (Ewdva 2.071).

Ot 600 TPMOTEG GKNVEG OMOCKOTOUV OTNV £E0IKEIMON TOV ¥PNOTH HE TO EIKOVIKO TEPPAAAOV, TNV AVETY XP1ON TOL
gEomopob ko v petakivnon (teleport). H tpitn oxnvi exbétel to ypriot ot Propotikny epmelpio evog 1KOVIKOD
GEIGLOD OTOV E0MTEPIKO YDPO, He KATAAANAN MynTikn emévdvon. Ot dVo TEAELTAIEG OKNVEG OTOTELOVV Toyvidto
GLAAOYNG TTOVTMV KOL GTOXEVOVV GTNV EKTAIOEVGT TOV YPNOTN OTNV EPUPLOYN TOV KUADY TPUKTIKOV avTIOpaonG Kol
TPOCTACIOG OE TEPINTMOT GEGHOV: (0) OTNV EMAVATOTOOETN O KOO UEPIVAOV AVTIKELEV®V / EMIMA®Y £vOG dmpaTiov omd
eMKIVOLVEG Og TEPIMTMON GEGHOV BEoEIC 08 aoPaAESTEPEG, Kal (B) otV eMAOY) TOV KATAAANA®V €@odimv mov Ba
TpENEL va TApeL Lall TOV oV YKATAAEIYEL ETELYOVTIMG TO GTITL TOL OE TEPITTMCT GEIGLOV.

Ewéva 2. Zriymétona amo v epappoy VRQuake (Interactive VR): (a) Ave apietepd: Ewcayoyun oxknvi], () Ave
kévrpo: E€owkeiwon pe to teleport, (7) Avo 6g€1d: Ewkovikog ogiopdc, (8) Kdto aprotepd: maryvior petoxiviong
AVTIKEPEVOV/ETITA @V, (8) Kdto Kévipo: maryvidr petakiviong avrikepévov/eninlav, (61) Katm deia: moryviot

npoeToOnaciag cokldiov empicnong.



H emoyn mg avantoéng evog motyvidlon Kot Oyt amAd eVOG YNOLOKOL HadNGLoKoD / EKTOIOEVTIKOD TEPLEYOLEVOD £YLVE
LLE YVOLOVE TOL OQEAT TOL TPOCPEPEL TO TALYVIOL 6TNV ekmaidevon: etvar draokedaotikds TpdTog pabnong, avédvetl v
EUMESMOT] KOL TNV KOTOVONOT TOL HafNGLoKOD VAKOD, TPOSPEPEL EUmELPia PLOPATIKNG LABNONG, EVIOYDEL TNV EUTAOKT
TOV YPNOTN-TOIKTN EVA OVOTTOGGEL TNV AVTOTOPOKIVIOT Kot Tig de&1otnTeg Aymg amopdoewy, (Fromm et al., 2021).
H epappoyn oyedidotke Kot avortdydnke otn punyovn royyvidiov (game engine) Unity 3D, ywo xpion pe 10 VR
headset HTC Vive Pro (Ewdva 3.a). [Ipwv T xpion g epappoyng Kot Tov eE0mAGHOD 6€ £d0UEVO UK YDPO,
TpEmEL va Tponyeitar 1) Sadikacio puooNg TV aetTHp@V TG KIVoTg KoL TOV THAEYEPIOTNPI®V OTIC PUOIKEG
d100TdoELS TOL GLYKEKPILEVOL Ydpov (Ewkdva 3.B). Ao mhevpdg ehevbepiog Kivnong 6To puoikd Ydpo, 6TIg 3 TPAOTEG
OKNVEG 0 YpNoTng etvar kaBiotdg o KaBiopa pe podEg KOAIONG TOV £XEL TN dLVATOTNTA VO TEPLETPEPETAL 360°. XT1g 2
TEAEVTOAEG OKNVEG, O XPNOTNG oNKOVETAL OpBlog, PTOPEL VoL KIVEITAL GTO PLGIKO YDPO Kol TPETEL VO OAANAETIOPA LECH
TOV YEPLOTNPIOV LLE TO EIKOVIKG OVTIKEIUEVOL.
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Ewéva 3. (a) Aprotepd: To HTC Vive headset, Ta yeiprotiipro kon ot aroOntipes kiviyong. (B) Aera: H dwodikacio
PUOUIONG TOV EEOTAMGROV GE CUYKEKPIUEVOV OLUGTACEWDY ECOTEPIKO YDPO.

Téhog, n epoappoyn a&oroynnke mdotikd (o) omd SEoOp®V NAKIOV eBehoviéc-emokénteg NG emidelEng mov
opyavodnke oto mAaicto tov Athens Science Festival 2022 (Teyvomoin Afuov Anvaiov, ['kdll, ABiva) kot (B) omd
pio opddo 40 eBerovidv portntmv Tov ITAAA, e ToAD KovoTomTikd omoTEAEGHOTA AAAG Kot 0EIOAOYES TPOTAGELS Yol
TNV ENEKTOACN TNG.

Yvunepdopato kot Ilpoomtikég

H Ewovwn [poypotiucotnto anotedel pion moAld vrooyopevn texvoloyio yio TNV eKmaidevon o€ OAEG TIG MAIKIES.
[Swaitepa oty ekdoyn g immersive VR kot yépig oty aichnong ‘mapovciog’ mov auth onptovpyel, £xetl dStomotwdel
EPEVVNTIKA OTL PEATIDVEL TNV gUTEpio TG LAONONG EMTPENOVTING OTOVG EKTOLOELOUEVOVG VOl Brddvouy TV gumelpio e
SLOQOPETIKOVS TPOTOVG, avaAoya pe TNV TpocomikdtnTd Toug (Kaminska et al., 2019). Emtuyydvovtor €161 Kodvtepa
HabnoloKd anoteAéoOT, EWOIKA G SVGVONTO AVTIKEILEVA. 1010{TEPO EVILAPEPOV £XEL O GLVIVOGUOG LLE TO EKTOUOEVTIKO
oy vioy, KaBdg vymAng modTNTUG Toyviddn TEPPAALOVTO UTOPOVV v ovamTuyBovv og €lKovikovg ympovg. Ot
TPOOTTIKES TTOL AVOTYOVTOL TPOG dlepevvnon kot aflomoinon sival TOAAES 0ALG O TPEMEL VAL GUVEKTILOVTAL LE TO
petovektiuota g VR 0nmg o meploptopévog ypdvog Tov cuvieTdtal Yo pkpég NAKIES, T0 KOGTOG aVATTLENG TOV
EQUPLOYDV KOt TO KOGTOG TOV E01KOV (ATOUKOV) E0TAMGLOD.

Evyopiotisg
Orovyypageic suyapiotovv to EAIAEK yua ) xpnpotoddtnon tov project EDUSEISMARTTEC, 610 mAaicio Tov omoiov ekmoviOnke
1 TOpoVoa EPEVVA.
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