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HEPIAHYH

Awatepivn 'ewpylomovrov: Videogames/ eSports kot dtatopoyEc Tov GAGHATOS TOL
aTIGHOV: M1 TPocEYYIon TV OETIKMY KOl OPVNTIK®V Y OPOKTNPIGTIKMY TOV TPOKOLITTOVV
and Vv evaocyoinon tov atopwv pe A®A pe to videogames/ eSports.

(Mg v enifreyn tov k. ABavaciov Ztpiykoa, KaOnynt TOAA)

YKomog NG Tapohous €PYACIOS NTOV TPOGOOPIGTOVV TO OTOTEAEGUATO TOV TPOKVITOVV
(apvntkad M Betikd) amd TV evacyOANcn TOV OTOLOV UE STAPUYES TOV PAGUATOS TOL
avtiopov (ADPA) ue ta Videogames/ eSports. Tuykekpipéva, eved ot EPEVVES Y10, TOV AVTIOUO
elvar apboveg, dev vnpye (o BpAtoy papik peAétn 1 onoia vo TepIAaUPAVEL GUYKEVTPOTIKA
OA0 TaL PN oL oTOLYELD, TPOPANUATIOUOVS, VTOBEGELS TTOV TPOKVTTOVY KATA TOV GUYKEPAUCLLO
tov videogames kat tov ADA. Apywkd Aowmdv, otny mpootadeia Snuovpyiog pog T€Totug
HeAétng Kkpibnke ypnown po. avodvTikn Tpocéyylon tov videogames/ eSports kot g
avayvoplonsg mov avtd £xovv AdPet, Wiaitepa ta TEAELTALN YPOVIA, £XOVTOG OPWYO GE AVTO
v e&EMEN ¢ tevoroyioc. Ymnpée epuPdbuvon oyetikd pe 10 Kotd mOGOo ival cwotd T
NAEKTPOVIKA Taryvidla va Bempoivtal omop KabmdG avd Tov KOGLO eV ival Myotl ot apvNTEG
pag tétotag dmoyng. Emiong, epsuvnOnkav ta Oetikd otoryeion Tng evacyOANong Tov vEmv,
TUMIKNAG avamtuéng, ue ta videogames ommg €ival 1 KOW®VIKOTOINGT HECH QVTMV, Ol
EKTOOEVTIKOL GKOTOT e S100KEOAGTIKO TPOTO, 1 mEWapyio 6 KOVOVEG OAAN KOl TOL APVNTIKA
ototyela pe PactkdTEPU QVTAOV TO EVTOVO AyY0G, TNV ATOUOVMGN, TIG EKPNEELS Buoy Kot Tov
€016 10 oV emNPed el TIC LVTOLOES TTTLYEC TNG KOWVWOVIKNE (NG TOL avO pdmov. v cuvéyela
avaépinkay ta facikd EKEIVO YOPOKTNPIOTIKA TOV PAGILOTOC TOV OVTIGHOD KOOMS Kol [
LGTOPIKT AVOdPOUT| amtd TO TPOTA BT TNG S1AYVMONG TOV [E GKOTO L0 TANPEGTEPT] EIKOVAL
Y10 TNV TOWKIAOLOPOI Ko TIG 1010i{TEPEG TTVYEG TOV PAcpatoc. [Ipdypatt Ta tehevtaio ypovia
TOPOTNPEITAL 0L GUOTNUOTIKY LEAETT) TV EPEVVITAOV CYETIKA LE TO PAGILO TOL CVLTICHOV KoL
poe TANPNG PPAIOYpapIK] KAALYN OVOQOPIKE HE TO YVOPICUATO OVTOD OAAL KOU UE TIG
KaAOTEPES BepamenTikég neBdd0Vg OV GLOTAVETAL Vo akoAovOINBOOY amd ekmTadEVTIKOVG,
KNndepdveg kat e101kovg Oepamevtés. 'Enetta and pua d1e§odikn avapopd toco oto. Videogames/
eSports 660 Kot GTOV AVTIGHO, £YIVE [0 TPOSTADELL GVVIESTG AVTMV TMV dVO pe Bdon Thvto
TG vdpyovoeg PipAoypoapikéc Epevvec. Tapatnphinke, 6TL mapd TV €viovn oKp Kot
npotiunon tev videogames and avOpdrovg kabe eOAov, nhikiag, eBvikdTTog Kot pe 1 xwpig
Kémoa avomnpio, TOAD Alyeg NTaV Ol EPEVVEC Ol OMOIEG ACYOAOVVTAV GLYKEKPIUEVO LE TO
BeTikd 1N apvNTIKA YOPOKTNPIOTIKA Tov Oa VTAPEOLY GE TEPITTMGT TOL KATOO0 GTOHO HE
avommpioc TOAMG parldov pe ovticpd emhé€el va aoyoAndei e ta videogames. Idwaitepn
Bapvtnta oty £pgvuva d6OnKe otig Oepanevtikég peboddovg mov eivan o Béom o videogames
VO TPOGPEPOVY GTO ATOUO LE SLOTAPAYES GTO (PAGLO TOL OWTIGHOV KOl GUYKEKPIUEVA TOVG
TPOTOVG e TOVG OToiovg eivan o€ Béom va fondncovv 1600 6g £va KTandELTIKO TAOIG10 0G0
Kol otnv kanuepwvn Con, AEITOVPYIKOTNTO Kol KOWVMOVIKOTOINGoN TV atouwv ue ADA.
EminpocOétac, éyve pua mpoondOeia avalntnong Tov apvnTiK@OV ENMTOCEDY TOV SVVATOL VO,
empépovy Ta Videogames oo dtopa pe ADA kot Katd 1060 01 ENTTOOELS AVTEG Eivot og BEom
va dvoyxepavouy v kadnuepwotrto tovg. Katahljyovtog, kot Oed0pEVIG NG OYETIKA
TPOGPATNG £KTOGNG TTOV Exovv AdPel To dnuoeiay videogames/ eSports cuvietdtol akoua
TEPLGGOTEPT] EPEVLVA GYETIKA LLE TOV TPOTO TOV TOL NAEKTPOVIKA OVTA TTOYVIOO LTOPOVV Vo
emmpeacovy ta dtopo pe ADPA 1660 OeTIKA 0G0 KOl APVNTIKAL.

AEarc-kheroa: eSports abintég, dyyog eSports abintov, avticpds kot eSports, emppon
videogames/eSports.



ABSTRACT

Aikaterini Georgiopoulou: Videogames/eSports and Autism Spectrum Disorder: An approach
of the positive and negative effects of Videogames/eSports to people in the Autism Spectrum
Disorder.

(With the supervision of Dr. Strigas Athanasios, Professor)

The goal of this paper is to determine the outcomes (negative or positive) of the use of
Videogames/eSports from people in the Autism Spectrum Disorder (ASD). More specifically,
while studies about Autism are abundant, there is no bibliography that incorporates all the
useful elements, concerns and cases of the relation between Videogames and ASD. The focus
of this study is to, primarily, follow an analytical approach of Videogames/eSports and their
popularity, especially during the last years, supported by technology’s evolution. There is also
an in-depth analysis of whether electronic games should be considered sports or not, given that
there is a big portion of the population who is supporting the latter. Moreover, as part of the
study, the positive traits of people’s engagement with Videogames such as socialising, learning
while playing and discipline as well as the negative impact such as intense stress, isolation,
anger issues and addiction which can affect different aspects of a person’s social life are being
investigated. Furthermore, the main characteristics of ASD are being covered as well as a
retrospective from the stage of initial diagnosis, in an effort to illustrate a full image of the
spectrum’s diverse aspects. In effect, during the last years we have seen a systematic effort of
the researchers to focus on ASD and a very thorough coverage in the bibliography around its
attributes as well as the best therapeutical methods to be followed by teachers, parents or carers
and special therapists. Following a comprehensive examination of Videogames/eSports as well
as Autism, there is an attempt to connect the two based on the current bibliography’s
indications. It is observed that despite the substantial growth and inclination of the use of
Videogames from people across different sexes, ages, ethnicities and with or without a
disability, there are actually quite a few studies targeting the specific positive or negative
outcomes of the use of these games by a person with ASD. This study’s focal point is the
therapeutical qualities that VVideogames can have for people with ASD and more specifically
the different ways they can support, on an educational as well as daily-life level, covering the
functional and social aspects of these people’s life. On the other side, this paper is examining
the negative effects that VVideogames can have on people with ASD and the extent to which
they can become a burden to their daily lives. In conclusion, given the recent popularity of
Videogames/eSports, there is a recommendation of developing and boosting the research on
both the positive and negatives consequences of these games to people with ASD.

Keywords: eSports athletes, anxiety of eSports athletes, autism and eSports, impact of
videogames/eSports.
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KEDAAAIO I

EIZATQI'H

Me tov 6po aVTIGUOG OVAPEPOUOCTE GE O GEPE OTAPAYDV TOL (PAGUATOS TOV
avticpod (ADA). Kdvovpe Adyo Yoo QAGLO TOL OVTIGHOV KOOMG TO YOPOKTNPLOTIKA
Yvopicpate Tov dlaKpivoviol omd Hol LEYOAN TOKIAOHOPPio Kot SIOKVUAVGELS OVAAOYOL LE
TNV VIO TOV COUTTOUATOV. ZOpeova Le Tov [aykdouto Opyaviopd Yyeiog (2000), pe tov
O0po dwtapayr TEPYPAPETOL Mol KOTAGTOGT 7oL OpileTal G UN QUGLOAOYIKY KOl G
ATOTEAEGHA £XEL £V APVNTIKO OVTIKTUTO GTNV AELITOLPYIKOTNTO KOl TNV TOotOTNTo (®1G TOL
atopov (WHO, 2000). Zuykekpyiéva, ot d1atopayEg Tov QACUATOS TOV GVUTIGHOL OPEilovTaL
O€ 0L VEVPOOVOTTUELOKT SloTapoy ] LE KOWVE YVOPICUOTO TIG OTEPEOTVTIKES GUUTEPLPOPEG,
To. TPOPAUATO OTNV EMKOWVOVIOL KOL TNV KOWOVIKN ovATTLUEN Kol TV advvouio Gtov
ovvatcOnuotikd topén (Volkamar, Paul, Klin, & Coher, 2005; A.P.A. 2018). Ta teAevtaia
POV YIVETOL L0 ETIGTAUEVT]) TPOCTADELD TMV EPEVVITAOV VO EVTOTIGOVV TIG OEPOmEVTIKEG
exelveg pebodovg péom v omoiwv Ba TPOKHYOLV Ta KAAVTEPO SLVATA ATOTEAEGILATO GTNV
LETPLOGT] TV COUTTOUATOV TOV aTOpoV e ADA mov amoPfAEmovy og pa KOADTEPT TOLOTHTA
Comg. 'Exer 10m mapoatnpndei 0t Lotikng onpaciog eivat n nAkio kotd v omoia éva ATOHO
pe ADA Eexwvaer va mpooeyyiler tig Oepomevtikeég pebodovg. Mdaiota, ot mBavotnteg
LETPLOCTG TOV YUPOKTNPIGTIKAOV TOL G6TO HEAAOV Ba emnpedcovy v AELTOLPYIKOTNTO TOL
aTOpOVL elvor TOAD PEYOAES oV EEKIVIOEL L0l EEEIOIKEVIEVT] KO GUGTNLOTIKT TOPAKOA0VONOoN
atd TOLG APUOSIOVG EMGTILOVES GE OGO TOV dVVATOV UIKPOTEPT NAKia omd TV S1dyvwon Tov
avtiopov (Fakhoury, 2015).

Méow TG ouveyovg mapatnpnons npog ta dtopa pe ADA pe oxond v eaymyn
ACQOADYV CUUTEPAGLATOV Y10l TV KOADTEPT KOl TLO GPOLPIKT OTTIKN TOV XUPUKTNPIOTIKOV
TOV QACHOTOG, Bpédnke OTL VIAPYEL Lo EvTovn TTpoTiunom TV atopmy ue APA mtpog ta video
games/ eSports kot pia EAEN wpog TIc NAekTpovikég 0Bovec yevikotepa (Mazurek, Shattuck,
Wagner & Cooper, 2012 ; Chen, Wang, Zhanga, Wang &L iua, 2019 ; Orsmond & Kuo, 2011).
Ta videogames sivon moayvidia mov wpoékvyav amd v e£EMEn g texvoloyiag Kat divovv
mv duvatdtta otov YpNnoTn va yoyoyoynbei otov eledlbepo TOL YpOVO HEGH TOV
NAEKTPOVIKOV EEOTAIGLOD TTOV TOIKIAEL OV AUECT GE NAEKTPOVIKOVS VITOAOYIGTEG, KOVGOAEG KOt

tablets (Siwek, 2007). Ztnv npoéktaon tov Video games cuvavtdpe to eSports katd ta omoio,



0 XPNOTNG WITOPEL VoL GUUUETEXEL GE SLAOIKTVAKG avToy wVioTikd Tovpvovd (Breidbach, Brodie
&Hollebbek, 2014) kot ta omoia £yovv yvmpiocel pio TayKOGHIO amnynon ord Tove VEOUG
&xovtog og amotéhespa 1 AeBviig Olvumioxn Emtpont) va e£etdlet 10 vOEYOUEVO EIGAYMYNS
tov¢ ota OAvpmiakd abAnpota (Papaloukas, 2018). Adym tov 61t ta Video games ivat apketd,
ONUOPIAY] TTopatnpeiTan Pior TOAD HEYOAN GLUUETOYN TOUKTOV omd OAO TOV KOO0, KATL TO
onoto avePdlel apketd to enimedo TG dvokoiiag Wiaitepa ota eSports. [Tpoxettar Aowwodv yuo
Ho EVOCYOANGT TOV UTOPEL VO TPOGINDGEL EVTOVO (YOG Kol TECT) GTOVG TOUKTEG OV ivail
OTOQAGIGIEVOL VO TPOCEYYICOLV TOV TEAMKO 6TOY0. Apketol pdAioTa ivol Kol Ol EMKPLTES
Tov Video games mov ta Oempodv Oyt HOVo YAGLO YPOVOL GUYKPLTIKA LUE TNV EVACYOANON UE
KOmolo, GAAN o OMOVPYIKT OpAGTNPLOTNTO OALL OKOWO KOl OG KOTL TO EMKIVOLVO Y10 TV

SLOUOPP®ON TNG TPOCOTIKOTNTAG TOV VE®V.

1.1 OeswpnTikn faon Tov VO depevvnon B<paTog

Me Baon avtd to dedouéva, dniadn T TpOTOPaVY dtddoor Tmv Videogames kot to
évtovo evdlopépov mov deiyvouv ta dtopa pe ADA mpog avtd, ot EpeuvnTég T TEAEVTOLN
xpévio. ovalntovy TpOTOLE KOTé TOLG OTOIOVG UTOPOLV VO YPNOLUOTOU|COLV OVTO TO
Yoxayoyikd péco yia Bepamevtikode okomovs. Eivor yvootd MoM amd to modld TUTIKNG
avamtuéng 6t Ta video games diotnpovv opeimto to evdlopépov tov moktav (Panagiotou &
Prentzas, 2011) kot ywo Tov AOy0 avTO pmOpPOLV va ypnoyomombovv g epyareio
EKTAOEVTIKOD yopoaktnpa pe peyain emitvyio (Buckley & Anderson, 2006). Ot épevveg
EMOUEVMS £6TLACOVV 6TOV DETIKO avTiKTLUTTO TTOV EVOEYETOL VO, £Y0LV Ta VIdeo games kot ®¢
mpog t0. dtopo pe ADA 600 avagopd TV Oepomeion ko peTplocm TOV KAUGIKOV
YOPOKTNPIOTIKOV GUUTTOUAT®OV 7oL mapovstdlovv. IlapdAinia Ouwmg, eysipovion Ko
OVNOLYIEC GTNV EMGTNIOVIKT KOWVOTNTO GYETIKA LLE TO SOLVITIKA OPVNTIKG ATOTEAEGLLOTOL TTOV
UTOpEL Vo TPOKVYOVV 0d TNV evacyoAnotn tov atopnv pe ADA pe to video games kabwg
VAP oLV Katd vou TG0 T oTotyEin Tov divovtal amd VEOLg e TLUTTIKY avarTuén 660 Kot Ta

10104TEPQ KOWVE YOPOKTPIOTIKE YVOPICUOTO TOV PAGLOTOG.



1.2 Ilpoodropropdc Kat oproBéTnon tov wpofinpatog

2ty npoondfela va diepguvnBovv o PABog ot BeTiKEG Kot ApVNTIKEG EMTTAOCELS TOV
video games wg mpog ta dtopa pe ADA emPdAletor TPOTIGCTOG UKL ETGTAUEVT] YVAOT
aVOPOPIKA HE T 1O0UTEPO YOPOKTNPIOTIKA TOV (QAGUATOG. ZINV TEPIMTOON OVLTH, N
OLGTNUOTIKY EMIGTNUOVIKY] TPOGEYYIGT] TOL OVTICTIKOD (QAGHOTOS EEKIVIOE TIG TEAELTOIES
dekaetieg Tapd to YEYovog OTL avakaAveOnke tovddyiotov 75 ypdvia mptv. Opmg, 10 yeyovog
OTL M GLYVOTNTA ELPAVIONC TOV AVTICHOD G T Vol ApKETE PEYOAN Kol GUYKEKPIUEVA TO
2012 og maykoouo kKA ipoka exktipdtor 0t Topovaiolov ADA 1 ota 160 toudwd (Elsabbagh,
2012) cvvtéleoe og pia 0.évan TPOoTADELD GUVEXDY EPEVVMV GYETIKA LE TIG SLOTAPAYES TOV
eacpatog. To yeyovog avtod £xel g amotélespa 1 BipAoypaeikn avalntnon va KaAOTTeL Eva
peydao evpog yopw and ta BEpata mov dntovion Tov ADA.

Kdatt avtiotoyo opmg 0ev mapoatnpeitol avaQopikd UE TOV KAASO TV €-games.
SUYKEKPIUEVA, TO NMAEKTPOVIKG PrvTeomanyvidolo EKavay TNV EUPAVIOT) TOVG OTIC OPYES TIC
dexoetiog tov 1990 (Olsen, 2015) kot ta TeElevtaio xpovia pe v toyvtatn eEEMEN NG
teyvoroyiog yvopilovv pio Tpoto@avn dvinon Kot avoyvaopion oyt Lovo amd Toug vEOLg aALA
Kot amd avlpomovg kabe nikiag. [apatnpeiton exiong 6t ta Video games to emiléyouvv kat
dropo pE SLPOP®V EWVMV Avamnpleg e GKOTO VO TEPAGOVY EVYAPIoTA TOV EAEVOEPO TOLVG
xpOvo. Oumc, Topd 10 yeyovog 0t M avamtuén tov Video games frav taybrotn Tig TEAEVTOiES
OV0 OEKOETIES, OEV VTLAPYEL Lo EmOPKELS PIALOYpapikn kKaAvyM Yo avtd. H EAAetymn emapkovg
BpAoypapiog givor axopo wo epeovng otav expdkelto va avalntmbovv BEpata mov drtovol
™m¢ xpong tev video games and ta dropa pe ADA. Zvykekpipéva Alya péypt onuepa givat
YVOOTA avVOQPOPIKE e TOL BETIKA AL Kol apyNTIKG oTotyEla TOV umopoHv va TpokAnoldv e
nepintoon mov £va dtopo pe ADA emAéyel va tepvd tov ehedBepo tov ypovo mailovtag video

games.



KE®AAAIO IT

VIDEOGAMES/ ESPORTS

Ta videogames tig tedevtaieg tpelg dekoetieg Exovv e&elybel wg €va avamdonooTo
KOUUATL TNG VEOVIKNG KOVATOVPOG KOl PUGIKA GE Lo OAO KOl OVOTTUGGOUEVT] TOYKOGLLOL
Bropnyovio (Matzger & Paxton, 2016). Ava@opikd e TNV 0poOAOYiO QVTOV TMV NAEKTPOVIKOV
TOLYVISIOV LITOPOVLLE VO TOL GLVAVTIGOVE G -games, video games, digital games, computer
games kot To GYETIKA o TPOGPUTO TOV TAEOV TEIVEL VO Kuplopynoel To eSport to omoio
AVOPEPETOL TEPIGGOTEPO MG L0 VITOKATTYOPLO TOV NAEKTPOVIKMV TOLYVIOLDV OOV Ol YPNOTES
UTOPOVV VO TOUEOLV GE TPAYHOTIKO YPOVO S10pOP®V EWOMV TOLVIOH Kol VO, GUUUETEXOVV GE
avtaywviotikd tovpvovd (Breidbach et al. 2014). Xmv ovcio to eSport épyetor amd T0
electronic sport kot €yel dexBel ko TIC TEPIGGOTEPES AVTIOPACELS YloL TO KaTh TOGO pio
dpacTNPLOTNTA MOV OeV OmOlTel TNV COWUATIKY Kivnon pmopel va cvumepiAnedel otnv
katnyopio tov sports. Eivar aAnfsio 0Tt o kowvevio kot pio yevid 1 omoia £xet yolovynOet
LE CLYKEKPIUEVE TPOTVTOL KOt OV EYEL 1O10ATEPT ETAPN LLE TIG VEES TEXVOLOYIEG SLGKOAEVETI
apketd va deyfel To 6T pmopel Eva nhektpovikd moryviol va eivan sport. Xtov avtiloyo dpwc,
awTo0 TOV TPOPANUATIGLOV, VITAPYEL L EDGTOYT OTAVTNOT TOV AVAPEPETAL GTNV TEPIMTOON
TV Motorsports ota omoio evéd o avoaPdne Ppioketor anhdg kabiopévog oty Béon tov,
Kovelg dev appofntel v  covumepiAnyn tov motorsports oty kotnyopia twv to SPOrts
(Papaloukas, 2018). Xe kdfe mepimtwon Kor Omol Ovopacio. Kot vo ypnotpomomndei
avagopd stvar mn 10w, onAadn  elvol mouyvidlw mov TPoEKkvyav amd TNV OVATTLEN NG
TEYVOLOYIOG Kot dTvouv GTOV YPRoTN TNV SVVATOTNTO VO Yuyoywynoel Kol vo SOKIUAGEL VEES
TPOKANGELS LEG® TOV NAEKTPOVIKOV €£omMGpo0. AvTtdg pmopet va eivar 006veg, KovoOreg,
tablet, nlextpovikoi VTOAOYIGTEG Kot Aound TAPEAKOUEVE. ZVYKEKPIUEVE, KATOLOG UTOPEL Vo
nai&el nAekTpoviKa oty vidla péom tov Sony PlayStation, Microsoft Xbox 360, Nintendo Wii,
Game Boy Advance kobag kot 6tovg niektpovikode vroroyiotég (PCS) evd pe v e€EMEN
™m¢ texvoroyiag ta videogames mailovior ko oto Internet oe Sudpopeg S10OIKTVOKES
mhateopuec (Siwek, 2007). XZvvibwg o dpog videogames gival avtdg mov To mepAapBavet

OAOVG TOVG LTOAOITOVG, EVHD TO ESPOItS ypnolponoteitan ta tTeAevTaia ¥ povia Tov £yl 0100 00el
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TO gaming, d10pyavmVOVTOL TOVPVOVE KOl GCUVOVTAUE ETOYYEALOTIEG TaIKTEG TTOL aueifovtal
Y10 VT KOOMS TPOKELITOL TAEOV Y1aL (Lo, OLOKATN p1 Propumyovioa. ITio avalvTikd, 0 NAEKTPOVIKOG
abintiondog eivar éva oamd to mo afloonueioto  mopodsiypota  prltkod  Yyneakov
HETACYNUATIGHOV oTtov afAntikd topéa onuepa. H mpdtn eSport opydvmon éhafe ydpa to
1972 o1o Stanford University 6émov ot pottntég cvppeteiyav o évo Pvteomatyvidl E1KOVIKOD
molépov to Aeyouevo "Space War" kon vanpye ko Bpofeio (Olsen, 2015). BéBowa péypt kot
115 apyég Tov 90 ta videogames dev eiyov Aafet diaitepn avoyvopioodtto oA to 1989 pe
™V Tayeio TEXVOAOYIKN avamTuén, TV évopén Tov SodIKTOOV Kot T ELeavion tov software
hardware Eexivnoe 1 avodikf topeio tng d1ddoong twv videogames taykoouing (Olsen, 2015).
Ta eSports emopévamg, eppaviomray oTic apyés Tov 1990 kot £ytvav mold ypiyopa SnLOEIAR
KOTA TNV SLAPKELN TNG OEKOETIOG QVTNG LE TOV APOUO TOV TOLXTOV VO AVEAVETOL GTLLOVTIKAL.
‘Enetto kot ylo kabe amd TIc EMOUEVES YPOVIEG TTOV AKOAOVONG OV €V GTAUATNGOV VO OLEAVOVY

TNV ONUOTIKOTNTO TOVG OAAG KO TOVG Y PNOTES KOl VITOGTNPIKTEG TOVE TOYKOGUIMG.

2.1 T'evikd {op OKTNPLOTIKA

Svppaivel Guyva 0TaV TPOKVTTOLV VEES TPOUKTIKES, VEEC TEXVOLOYIES, VEEC 10£EG OKOLLAL,
va givort Kowdg TOmog 1o {TNHa TG 0poAOYiaG Kot TOL aKPlBovg TEPLEYOUEVOL AVTNG, KATL TO
omoio 1oy VEL KO e TOV EPYOLLO T®V €SPOItS 6To TPOSKNVI0. APKETOL EPELVNTES TPOOSTAON GOV
KATé Kapohe Vo dMGOVV TOV Lo akPPn Opiopd Yio T, TEPTOVTUS TOAAEG POPES OKOLLOL KO
oe avipdoelg. MdAota, omwe mapabétovv ot Abbasi et al. (2021) coupwva pe Tov Wagner
(2007 p.182) ta eSports opilovror mg «Evag TOPENS AOANTIKGV 3pOCTNPLOTHTOY GTOV 0010 Ot
avBpwmol avanTHGGOVV Kol TPOTOVOHV TIG YUXIKEG 1] COUATIKEG TOVG SVVATOTNTEG WE TNV
YPNON TOV TANPOPOPIKAV KOl EMIKOWVOVIOK®OV TEXVOAOYIDV» £VA OO TNV GAAN pePLd Ot
Hamari kot Sjoblom (2017, p. 211) opiCovv o eSport g «uo poper abAntiopod 6mov ot
TPOTOPYIKEG TTUYEG TNG OIEVKOAVVOVTOL OO TO NAEKTPOVIKA GUGTALATO, TNV GUUPOAN TV
TOLKTOV KO TOV OLAd®V KO TO YEVIKOTEPO CVGTNLA TV ESPOrtS Tov otnpileton otV dleman
0V avOpdmov kot Tov vroroylotn» (Abbasi et al. 2021). Xe kGbe mepintwoN, GTO YEVIKO
ovvoLo To eSports yapoakmpilovror ¢ £va TPocPePOUEVO TEPPAAALOV GTO OTOLO AVTOL TOV
emBupovv va petafovv KaAovvtotl vo avtameEEAO0oVY 6€ GUYKEKPIUEVES AMOLTHOELS LE OKOTTO
™V vikn, K4t Tov ovpPaivel yevikd oto videogames (Taylor, 2012).

[Tap” 6Aa avTd VIEAPYEL P EVTOVT] GVYYXLON KO TPOPANLATIGHOG GTNV aKPLPT| S1apopd
TV eSports ka1 Tov gaming mov yPNGYLOTOIOVY OPKETH Ol VEOL DGTE VO TEPLYPAYOLV TNV

evaoyOANo™ TOoVG He To NAEKTPOVIKA Ttayvidwn. MdAota espaipuévo moilol Bewpodv Ot o1
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dvo avtoi Opot Exovv TV 1010 onpacio evad KAt T€To1o dev 1oy vel. Kdvovtog Adyo Aoumov yia
gaming gvvoovpe TV S1ad1Kacion KOTG TNV 0Toio KATOl0g EMALYEL V. TEPAGEL TOV EAEVOEPO
oV ¥pdvo mailovtog po TAnfmpa omd Video games ta omoio UTopel vo, Vot avToy®VIGTIKOD
N O yopoxtipo ko vo Tailovron and va. (single player) 1 molhovg maikteg poli (multiplayer)
(Ayodele, 2019). Ano v GAAn peptd, To eSport cuvdéetor Ko Exel Ko otoyygia pe to
gaming, avo@épetal OpmMG G€ VO AVTOY®OVIGTIKOD YOPOKTPO LOVO TOLY VIOl ETOyYEAUATIKNG
@UoE®G 6TO Omoio Ot MOiKTEG E0JEVOVY TAPO TOAAEG MPEC TNG MUEPOS TOVS LE GKOMO VL
CUUUETAGYOVV GE TOLVPVOLA EITE KOTA LLOVADES €1TE KOTA OLLAOES KOl VO, PEPOVY TNV VIKN EVOD
TopdANLa eEackobvTal o€ Eva GVYKEKPIUEVO Ty Vidl Ommg eival Yo Tapadetypo to League
of Legends (Ayodele, 2019). Zvvoyilovtag, | Bactkr dtapopd peta&d kKhootkoh gaming Kot
eSports eivar 6t 10 de0TEPO AMALTEL AUPOGIMON KOl TOAV®PN EVOCTYOANON OO EMAyYEALOTIEG
ToiKTeG 01 omoiot apgifovtal amd avTod Kot GUUUETEYOVY GE TOVPVOVE avE TOV KOGHO VD amd
™V GAAN peptd to gaming yapoktnpilet pio S1001Kacio KaTd TV 0oio. 0 0TOI0GONTOTE UITOPET
vo, acyoAndei pe To video games kat va mailel 660 avtdc emibupel otov eEAedBepo TOL YPOVO.

IMa va xataddfovpe v ovayvmpion, TiG O106TACELS KoL TO ETOYYEALOTIKO EMITEdO
mov yopoktnpilel mAéov Ta eSports apket po oxetikn avoalnon 1 oroio oryovpd o dmcel
Lo OAOKANP®UEVT) EIKOVO KOl B0 EVIVTOCIACEL X€ Y DPEG 6€ OLO TOV KOGLO TAEOV dtedryovTat
EMOyYEAULOTIKA TOVPVOLA €Sport Tapdpota pe kabe GAAN Tapadoctakn afANTIKY S10pyavmon
(Adams, Devia-Allen & Moore, 2019). Aivetar pdiiota 1 dvvatdtnto vo peTadidovtat
naykoopa, péow live-steaming mAateoppec OMOV GUUUETEYOVY EKATOVTAOES EKUTOUUDPLOL
naiytes. '‘Etol ta eSports éyovv e&elybel og pa etarpio ToAAGY dicekatoppvpiov dolapiov
ue éva moykocuo kowd mov to 2019 ayyile ta 453 exatoupvpia (Global eSports Market
Report, 2019) kot 6mwg avagépovv ot Poulus, Coulter, Trotter ko Polman, (2021) npofiéneton
611 70 2023 0 cLVOAKOG aPOLOS TOV KOWOL TV ESPOrtS Ba eTacel ta 646 EKOTOUULPLN EVD
TapAAANAQ eKTILdTOL OTL 0 KAAO0G 0vTdg T0 2019 GE1Le 24,9 dioekatoppvpra dordpia (Poulus,
Coulter,Trotter & Polman, 2021; Ahn,Collis & Jenny, 2020). Eivaw pdhota a&loonueioto ott
TO. GUVOMKQA Y PNLLOTIKG ETAOA Y100 TOVG ETAYYEAUATIKOVS d1yOVIGLOVG TV eSports 1o 2020
éptacav ta 413 gxoaToppbplor OOAGPLO EVED TO HEYOADTEPO YPNUATIKO TOGO Yl Vo Kol LOVO
TOVPVOLE TV 34 eKOTOUIVPLO SOAAPLE KOt 0LTO GUVERT o€ éva amd o LeYaADTEPO TOLPVOLA
nov Aappavouv yopa, to Defence Of The Ancients 2 (DOTAZ2) (Webb, 2019). To League Of
Legends amd tv AN peptd kpotd To TPMOTEIR 6TOVG OEATEG TOV KOTAPEPE VO TPOGEAKDGEL
kabmg to 2019 éptace ta 100 exotoppvplo oto IMaykoéouo IMpwtddinua (Webb, 2019).
[MoapdAinia, Tpokaiel peyddn kmAnén 1o mosd mov ekTipdrol 0Tt EodeNTNKE 0 TAYKOGUO

eninedo amd Tovg KoTavarmtég To 2017 ev mpokelévm va Tpopunfevtody ToV LAIKOTEXVIKO
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eEomMopd mov amarteitat yo va givar o€ B€on va maiovv Video games. ZvyKekpipéva, Omme
napodétel o Pannekeet (2018) to mdéco mov damaviOnke mAncioce to 138 d1c dordpio ko glye
exktiunOei 6t to 2021 Oa Egmepvovoe to 180 d1g doddpra (Pannekeet, 2018). duvoikd avt n
O0AOEVOL KO OVEOVOLLEVT] OVAYVMDPLOT] KOl EVOGYOANCN e To eSPOorts £xel mupodotnOel amd o
TEYVOLOYIKG GApOTO oTo omoia cvumepthAapfdavovior T OA0 Kol KOADTEPO YPOPIKE GTO
oy vidla Ommg emiong Kot 1 o ypryopn tayvta oto Internet. A&iCer pdiota va onpetwbet
OtL OAN ovt] M avamTuEn Kol gvpeia amodoyy TV eSports and to Koo £ywve yopig o
KEVIPIKN OPYAVOTIKY] SOUN 1 OToia VO ETEVOVEL XPNUATIKA 0€ OOANTIKEG EYKOTACTACELS KO
xopic ™MV vrootpién twv péowv UalIKNG evnuépmong, eve avtiBeto mOAAEG (QOPEG
KOTOKPIVOVTOVY Kot TEPLYPOVOLVTAV 0o Tov TEplocoTepo Koopo (Papaloukas, 2018).
[Switepa a&loonpueimto givor to yeyovog ot 1 Aebvig Oivumiokn Emtpony (AOE)
oKOTEVEL VoL GLUTTEPIAGPEL TaL €SPOrtS kdmota oTryun 6tovg OALUTIOKOVG AYMVES, YEYOVOC TOV
dkooAoyeital amd Tov 1060 peydro appd mouktdv kot omadmv tovg (I0C, 2018; Morgan,
2019). Avtd 1o evdapépov g AOE yo o nhekTpovikd oy vidto Ko To eSports eivot va
onuéol yio To OG0 dNUOPIAN eivor TAEov, KaBMDG emiong Kol Yo To 0Tt dgv elvan va onueio
TOV KOLPOV 0ALA KATL TOV NPOE Yoo va petvet Ko va edpaiwbei e axdpo peyoivtepo Paduod
T0 emopeva xpovia. Onmg patota avapépetar Kot otov Papalouka (2018) otig 28 OktmpPpiov
tov 2017 mpaypatomwomOnke n 6" Olvumiaxn XHvodog Kopvong ot Aoldvn otnv omoia
peto&h AoV tébnke to {fTnuro g avartuéng tmv eSports (Papaloukas, 2018). Evapktniplo
Evaucpo TV BEpdToV oL TPOYUATELONKE 1) GVVOS0G GYETIKA e To. eSPOrts ftav 1 paydaio
avantuén ovtdv kobdg Kot 1 HeYOAN TOug omfynorm mpog T véa yevid. [HapdAinia
avagéptnkay og Pacikég mpovimobécelg Yo va cuumepiinedovv ta eSports oto Olvpumiokd
Ayovicuata n un wopafiocn Tov OAVUTIOK®OV a&iwv, | COCT TPOETOWLAGIO TMV TOLYTMV
omov Oa mpémel va eivarl avdAoyn pe aut TV TaPad0GLOK®V AOANUATOV KaOMOG emiong Kot 1
OmapEn evog aprdOov 0pyaviGrol VIEVHVVOL Yo TNV CMGTNH THPNON Kol GUUUOPPMOOT LLE
oV Kavovee tov Olvumokdv Ayovev (Papaloukas, 2018). Ipw opwg omd 10 evolagépov
™¢ AOE ywa ta eSports, a&loonueiot eivor 1 oamogacn tov Yrovpyeiov EEmtepikadv twv
HITA 70 2013 vo avayvopicst enionuo og adAntég tovg enayyeiuatieg naikteg tov League of
Legends, mpaktiki mov axolovOncav kot ot dikmmivec pe v Plavdio (Taylor 2017).
EmumpocBétwg, otovg emepydpuevovs Olvumiaxods Aydveg tov 2024 pe d10pyovaTplo yopo.
v FoadAio e&etdletar EvTova To evOgXOIEVO VO GLUTEPIANEOOVY TaL ESPOItS GTOV TPOYPOLLLLLL
tovg (Taylor, 2017) g éva aBAnua enideiéng kabmg dev givarl duvatdv akopo vo Oewmpndei
enionuo afAnua o6mmg poloto dNAmoe kat o yevikog ypauuatéac e 1eSF Leopold Chung

oto paktopeio Reuters (Tarrant, 2018).
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Kabag Aowwdv ) amnynon tov eSports etavel oe po oAoéva Kot LeyaAdTepn KATLOKO,
To KaO1oTA avapeiBoio o¢ pio KEPSOPOPU EMYEIPNCT. ZVVETMOG, TO EMOUEVO PAo Eival va
unv mopapeivel n emntyeipnon otdoun aArd vo e&elybel oe aKOUO TEPLGGOTEPO KEPSOPOPQL
Yoo Toug puetoyovg Kar 6lovg tovg stakeholders mov v mepifdriovv. H adéEnom, xoatd
OLVETELD, TOV YPNUATIKGOV endBlov kot aplBpov tov Beatdv odMynce oe PeyOADTEPEG
EMEVOVGELS amd TOVG PEYAAOVS eSPOrts opyaviGrovg Tpog Tovug aBANTEG TOVG e OKOTMO TNV
Beltioon tov emddcewv tovg (Smith, 2018). Ta mapdderypo OTmMG AvaPEPETOL KOL GTOVG
Poulus et al. (2021) 1o 2019 n etoupioc Complexity Gaming cvvepydotnke ue tovg Dallas
Cowboys yia vo Kataokevdoovy Kot vo, xticouv tnv kevipikn tovg £6po. (headquarters) pe
uéyeboc mavm amd 11.000 tetpaymvikd pétpa (Poulus et al. 2021). Méow ¢ cvvepyaciog pe
tovg Dallas Cowboys kot 1o LLovtéLo TpoeTOAGiog oV Ely0v Ot TaiyTeg Yo LEYIGTN ALOd00T,
n Complexity Gaming e&éM&e to povTELD aVTO, TAPEXOVTAG GTOVG AOANTEC TNG EMAYYEALATIKA
TPOETOLUACUEVO, KOl KATAAANAQ YELHOTO KAOMG KO TANPES TPOY PALLOTO OVOPOPIKE LE TNV
OOUOTIKY Kot Yoyikn toug vyeio. Onmg o Ashton (2020) mapabétet, péoa oto 2020 morroi
eSports opyavicpoi €kavov mopOUoleg HEYAAEG €MEVOVGELS UE OKOMO v, owénoovv v
amodotikdTTa TV afAntdv Tovg (Ashton, 2020).

[Mopd v a&loonueiotn avodikn mopeio. Tov KAGOOL Twv eSports mopatnpovviol
Kamoleg Pacikég EAMAEIYELS KOl AGTOYIES OVAPOPIKA LLE TV OPYOVOTIKT TOVG OOUN KOl TO VOUKO
TOVC TANiG10. OTtG yopakTNpLoTIkd avapépstol kot otov Papalouka (2018) ot eAlelyelg oavtég
TOTo0ETOVVTOL GTNV KEVIPIKT OPYAVMOGT) GTNV EUTOPIKT] EKUETAAAELGON KOl 6TO diKono KaOmg
YOPIg Ta TAPUTAVE® ApPIGPNTOvVTOL (NTALOTA AKEPALOTNTAS TOL TOUEN, eV elval EQIKTO val
Yivouv opyavouéveg GLUE®VIES pe yopnyovg ko MME evd téhog, pe tnv amovcio tov dikaiov
dev pmopovv vo dtevfetodv (NTAUOTO TVELHOTIKNAG 1O10KTNGI0G, EPYATIKOD dkaiov Kot
oG axopo (Papaloukas, 2018). EveAmotobue Aowmdv otnv KGALYN TOV TOPATAVED
eMetyemv 1 omola Ba emLAGGGEL po eMTALOV OVATTTUEN Kol 1GYVPOTOINGTN TOL KAKOOV.

KoataAnyovtog kot PAETOVTOC To NAEKTPOVIKA Toyvidla amd Hio, (LoKpLvh OKOTLY TG
oTOV Y POVO, TOPATNPOVUE OTL EVM A TNV 10pLoN TOLS, OTMG EIVAL TPOPAVES, EVIVTOGIOCAV
TOV KOGLO G KATL TO TPOTOPOVEG KOl TPMOTOTOPO, TAPAAANAL TPOKAAEGOV EVTOVT TAPOYN
kot oo (Squire, 2020). Mahota, 660 TEpiepyo Kot av Umopel vo. @ovel, oTig apyég ™G
dexaetiog Tov ‘80 o Ronald Reagan Oswpovoe ott ta videogames 6o Mrtav wkovd vo
TPOETOLACOLVV 10, VEDQ YEVIA TOAEUGTAV TOV Yoy pov ToAépov Kot o Everett Koop mov ftav
KAToELOUEVOGS Yepovpyds oTic Hvopéveg moAteieg tomobétnoe v xpiion TET010V ToyVioldv
AVAUEG O GTOVG HEYAADTEPOVG KIVOVVOLE TTOV UTopEl va ennpedoovy tny vyeio (Squire, 2020).

H aanfeia BéPara elvar 6t 10 va PAERELG pe Kayvmoyia KAOe Tt Kavohpylo Kot SopopeETIKO
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elvan o ouvnOng TpokTikn avd Tovg aimvec. TlapdAinia, o akoOpo akpaio OTTIKY TNG VENG
TAONG TOV MAEKTPOVIKOV Toyvioldv Npbe Kot omd TOLG LTOCTNPIKTEG OVTOV Ol OToiol
Oempovoav OTL Ta TadLd Eyovtag TAEOV cuvnBiceL amd TV YPNoN TOV VITOAOYIGTMV eV eivat
TAE0V AOOOTIK( GTIG TAPUOOCIUKEG LOPPEG LAONONG Kol MG €K TOVTOV TPEMEL Vo, YivEL Lo
plikn oAhayn og owtég (Squire, 2020). Xe kGOe TEPITTMOON Ol AKPAIES OTOYEL VTOGTIPIKTOV

N UN TOV VEOV TEYVOAOYLMV OEV TODOLV VO, VITAPYOLV KoL VO, LLOG EKTAGGOVV avA TO XPOVLa.

2.2 eSports Vs Sports, nAektpovikd Kot KAac1Kd afjpato

Yrhpyovv apketéc opoldtnteg petad twv eSports kot Tov KAUGIK®OV afANUatoy.
"Exovv oyedlootel Kot To dv0 pE EVOV TOPOUOL0 TPOTO KOl TPOGPEPOVY OUPOTEPO GTO KOWVO
mov ta. wopakolovdel v yuyoywyio mov avtd emilntd. EmmpocOitmg, mpoxerton yo
AVTOY OVICTIKA TEPPAALOVTO GTO. OOl Ol GULUUETEXOVTEG KOAOLVTIOL VO EMWOEIEOLV TIg
de&1omreg kau ikavotnteg Toug (Michaluk, 2012). Ta eSports éyovv kot Kamoto exmAEov Kowva
YOPOKTNPLOTIKA pE TO Tapadoctakd abANUaTo OT®S €ival 11 GUUUETOYN TOV aOAnTOV, Ot
TPOTOVNTEG, Ol Managers, ot Opdoes, Ol Jly®VIGUOL, Ol KOopueoieg €KONANDCELS, TO
TPOTOOANUOTO, Ol UETAYPOUPES, Ol LROTPOPIEG KOAEYI®V OAAG KOWG YOPOKTNPLOTIKA
napovctdlovv akdpa Kot oTo BempNTIKE apvnTiKd oTotyElo TOV TUTIKAOV aOANUdT®V, OTmg
givon to doping, n yepoydynon ay®vev Kot 1 01dkplon avipeoa oto dvo eVA e (Jenny,
Manning,Keiper & Olrich, 2017).

Onwg avaeépetor ko otovg Palanichamy, Sharma, Sahu xouw Kanchana (2020)
TOPOTPOVVTOL KOl OPIGUEVES VITOKEIEVES YUY OAOYIKEG OHOLOTNTEG AVAUESH GTOVS 0OANTEG
TV eSports kot otovg Tumikov abAntég (Palanichamy, Sharma, Sahu & Kanchana, 2020). Ko
OTIG OVO TEPIMTMGELS, Ol aOANTEG Qaivetar va ypetdlovior Eva VYNAO emimedo O10pKovg
TPOCOYNG EVED TAPAAANAQ TPETEL VO TALPVOVV KPICIUEG OTOPACELS KATM OO TNV TECT TOL
xpovov. Emiong emonuaivovv 6Tt otV Tepintmon Tov eSPorts vtapyovy apkeTol opyoviopol
omwg Aoyov yapwv o E-sports Federation émov éxet 10pubei ev mpokelpévm va TopEy et o
Oesopkn Baon yo v pvbuton ko v ctadeponoincn Tov Kavovov mtov Bo pumopoldv va
EMKVPOCOVY TO, ESPOrts wg éva avayvopiouévo emayyeipatikd adinuo (Palanichamy et al.
2020).

EnupooBétmg, o Malcom (2018) avéntue pia 1dgohoyio ava@opika (e tnv vyeio Kot

Tov abAnticpo, ‘sport-health ideology’ 6mwg ovopdotnke, n onoia otpiletorl oto yeyovog Ot
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OTLG OVTIKEG KOWMVIEG Elval KOVOG TOTOG OTL 1] EVOGYOANGT LLE TO GTTOP ELVOEL TNV VYEia TOGO
oOUATIKG 060 Kot kKowovikd kot yoyika (Malcom, 2018). Qotdc0, 10 mopardved Bedprnuo
déyke kprtikn amd tovg Anderson kot White (2017) ot omoiot vrosthpiéay mTmg KATL TETOL0
dev dvvaton va 1oyvel kabolkd, oniadn va Bewpeiton 6t OAa To aOANpoTO Elvon TAvVTO
BonOntud Kot TpocsPEpovy KaAd oty vyeia pog oot abAnpata OTws eival To oKL pe QAT
N Ta 51aQopa £id1 TAANG EVEYOLY LeYAAO pioKo Tpavpatiopov Tov abinty Anderson & White,
2017). Enopévmg, tapdiinia pe to Osdpnpo 0Tt 0 abANTIGUOG EVVOEL TV VYELD LG TPETEL VO
Aoppavovior VoY Kol To 101iTEPO YOPAKTNPIOTIKE Tov KABe abAnpotog Eeympilotd
(Anderson & White 2017)

Mopdiinio, to eSports déyoviar dpudTOTN KPLTIK GTO KOTG TOCO TPEMEL Vo
Aoyilovtor mg sport onAadn vo CLYKOTAAEYOVTOL Kol 0VTA aVARESH 6To KAAGIKE afAnpaTa.
To emyepipato 66wV VTootnPifovy 0Tl EGPoApUEVA Be®poivTon ¢ aOA AT TOIKIAOVY KoL
TPAYLOTL EREaviovy pa Aoyikn adAniovyia okéyewv. Ot epeuvnTéC ETOUEVMG Elvarn Emiong
dyooHéVOL aVAUESH GE aVTOVG oV vrrootnpilovy OtTL Ta eSport mpénel va Bewpodviar g
GOAnpo kKo og avtovg ToLv aviitifevial o€ o tétola mpaktiky. Ot Parry (2019) kou Hallman
kot Giel (2018) avaeépovv yapaktnplotikd 0Tt To. eSPOrts dev yopaktnpilovtol amd GOUATIKY
dpacTnpLoTNTa KOO OGS ETIONG OTL ATOVGLALOVY Ol OPYUVAOTIKEG SOUEG TOV OTTOLTOVVTOL Y10, LLL0L
AVIOYOVICTIKT]  OpooTNploTnTe. (MOCTE Vo pmopovv vo Bewpnboiv w¢ daOAnuo evod
CUUTANP®OVOLY OTL HEGH TNG OOLGIOG TNG (QUOIKNG Kol COUATIKNG OpOcTNPLOTNTAS OEV
ovufarovv oty avartuén olokinpov tov avBporov (Parry, 2019 ; Hallman& Giel, 2018).
To va vrdpyovv opelBorieg kot mpoPAnuaticpol yioo To av To. eSports mpémer va
ovykataAéyovror poli pe to mopadootokd abAquato dev gival kit T0 TOpdAoyo KaOmg
TPOKELTOL Y10 £V MAEKTPOVIKO ‘dOANUa’ Tov €xel EPQOVIOTEL TIC TEAELTAIEG OEKOETIEC KL
olpépel apkeTd amd To. TOPAdOCsLaKA aOANUATO TOL £(XOLV KAVEL TNV EUEAVIGT TOLG
EKATOVTASEG Y povia mAEov. Opmg 0mme avapépetot Kot otovg Tjenndal, Hjelseth kot Lenneis
(2019) e0m éykertan to Bpa ™ abAnTIKomoinong dniadn N dadikacio KOTA TNV OToio Lo
OpACTNPLOTNTA ATOKTA GTASIOKA TNV TOLOTNTO, KOl TNV ECMTEPIKN AOYIKN) TOL OOANTIG OV
(Tjenndal, Hjelseth & Lenneis, 2019). ITwo avoAvtikd, 0vtd cvopufaivel Otav pia dpactnploTnta
nov dev éxel Bewpnbel wg aBAnua, omwe to skateboarding to frisbee kot T niexktpovikd
oy vidl otadtoKd puOuileTol Kot opyavmVETIL PHE GUYKEKPIUEVOVS TPOTOVG TOV ULULOVVTOL
6Lo Kot TEPLoGOTEPO TOV opyavmpévo adintiopo (Tjenndal et al., 2019).

IMa va katahdfoovpe KaADTEPA TNV OTTIKN TOV ATAO0D KOGLLOV TOV EVOVTIMVETOL GTO.
NAEKTPOVIKA TTayvidlo EVOLOPEPOV TAPOLGLALEL oL EPEVLVA TOL TPOLYLOTOTOMONKE ATd TNV

Tjgnndal to 2020. Zvykekpyéva, 1 Eépevva avT) avaliTnoe TIC ATOYELS TOV KOTOIK®V TNG
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NopBnylag otmv emkeipevn €wooymy tov mpodtov  NopPnywkod  emoyyeApatikon
npotadiquatog eSports, tov Eserien, mov givar to emayyeipatiko tpwtdOinue e FIFA kot
mv évtaén tov ot NopPnywn Opocmovdio [Todoseaipov (Tjgnndal,2020). H épevva éywve
0€ JLUOIKTLOKOVG Y MPOLS Kot LEAETNONKAV TO GYOMO TOV EKOVOAV O1 XPNOTEG GYETIKA LE TNV
anoépaon va evtaybei to FIFA league Eserien otnv Noppnywkn Opocmovdia [Todoceaipov
TOPOTNPAOVTING OTL TO EMLYEPNUOTO OGOV OVIITAGGOVIAV GTINV OondQAcT 0T Kupimg
aQOPOVGAY TNV VYELN, TOVG CTNUEVOLS 0y DVEG KOL TNV EUTOPEVUATOTOINGT) TOV NAEKTPOVIKDV
nayvidtov(Tjenndal,2020). Ot nepiocdtEPOL AOTOV 0d OGOVE GYOMAT Y APYNTIKA TPOG TOV
nAekTpovikd abinticpd tovicav 0Tl o eSPOrts sivar avBuylevd kol Kokd ylo epdg Kabdg
emiong ko 0t 10 va mailelg FIFA g éva vmoroyiotr, dev cuvddet pe Tov vyewd tpomo (mng
TOL 01 TOSOGPUPLOTES aKOAOVOOVV Kot TpesPevetl To moddopaipo ev yéver (Tjonndal, 2020).
[MoapdAinia, vEapyel N avtiinym g N evacyOoAnon Ue ta eSports dnuiovpyel avlpdmovg
TEUTEANOES, KOWVOVIKA 00EEI0VE Kt VITEPBAPOVE, TOV UTOPEL VO TOPOVGTIACOVV Kot KATAOAY™
EVO EMITPOCHETMOG Lo KO BAGIKT ETLYEPNUOTOLOYIO KOTA TV €SPOrts £ykettol 6Tig apyEs
11§ dtkaosHvng ko thg wootntag (Tjonndal, 2020). Zvykekpipéva, avapEpeTal 6To OTL VTAPYEL
LEYAAN S10POpd GTO TOPAd0GIaKO Todocpalpo kot otnv FIFA league kabmc ota eSports o
OVTOYOVICUOG O0ev €ival OIKOLOG KAVOVTOG EMOUEVAOG AOYO Yo GTNUEVOUG OYMVEG GTOV
niektpovikd abANTIGUS TovilovTag 0Tl avTdHG Elval £VOG CNUAVTIKOG TAPAYOVTAS MGTE VO, LNV
ovunepineovv oty NopPnykn Opoocmovdia ITodooceaipov(Tjgnndal,2020). Mdaiiora,
OMG AVOLPEPOLV YOPOAKTNPIGTIKA To GYOAO TOV OPVNTOV, 1] E0TATNON LECH XEPOYDYNONG
T0V Aoyopkoy elvar €va peydrlo nmuo xkabog to 2017 kotaypaenkav 200 tétoleg
TEPWMTAOOCELG GE £VOL LOVO TOLPVOLA TOVILOVTAG, GUUTANPOUATIKA, OTL OG0l otnpilovv v FIFA
OTOV NAEKTPOVIKO 0OANTIGHO eV elvor TPayLATIKOL 0TS0l TOL TOSOCPAIPOL Kol WG EK TOVTOV
elvar og Béom va GTINGOLY AYMVEG KOL VO TPOTOTOGOVV TO, ATOTEAEGLLATO TPOKEYEVOL VL
&youvv ypnuotikd képdog (Tjonndal, 2020). Télog, N tpitn Pacikn avtiotoon Tov yvopilovy
ToL €SPOrts amd TOLS APV TEG TOVG KOl GTNV GLYKEKPILEVT] TEPITTOGT 1] EICOY®YN TNG eSerien
omv Noppnyikry Opoonovdia ITodoceaipov, vrootnpilel OTL 1| EUTOPEVATOTOINGT] TOVG
amoteAel amelln Yo o Tpaypotikd moddoearpo (Tjonndal, 2020). TTo avarvtikd, Oempeitan
0Tl 0 MAeKTPOVIKOG aOANTIoNOG KeEPOIlel TV mpocoyn TV HEC®V HAlIKNG EVNUEPWONG
APNVOVTOG 6TO TEPOMPLO TIG TOPASOCIUKES ETAYYEAUATIKEG TOOOCPULPIKEC OLASES KO TOVG
TaiyTeg aVTAV, VM NON Tapatnpeitol OTL 1] KAALY™N amd To LEGO EVNUEPMOONG GE oL LEPaL
NTav SmAdcio o Evov eSport aydva oe oxEoT Ue [o EAT TOS0oQALPIKT) OUAd0 EVIEIVOVTAG

mv ovnovyia yio to 1L gvdéyetor vo. akolovBnoetr (Tjonndal, 2020). TMapd tadta, Ommg
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avoeépeton kot otov Witkowski (2012) ta eSport fOswpodvior o¢ mpdypatt abinuato o€

napanavo ord 60 yodpeg og taykooo exinedo (Witkowski, 2012).

2.3 To ayyog 6tovg a0inTég TOV eSports

Avopeifora, 0 Tapdyoviog TOL GTPEG KA TOV (yovs oL ennpedlel v amddoomn evog
afAntn oAAG KoL TNV YUYOCOUOTIKN TOV LYEiR YEVIKOTEPQ, £ival 0modedelyévog G OAaL TO
OVTOY OVICTIKA 6TTOp €00 KoL Ypovia. Epotnuotikd dpmg yevwdvTol 6To TL oo T ToPUTAVE®
oY VEL 6TV TEPITTMOT TV ESPOItS Kot Katd TOGOo 01 TapAyovTeES avTol ennpedlovy e kabe
mhavo tpomo tov abAnt. Ta televtaia xpovia, 0 aptOUdc TV GUUPETEXOVT®OV aANTOV Gt
eSports, Tov Oeatdv oArd Kol 1 KEGALYN TOL Ta HEGO HOLIKNG EVNUEPMONG TOPEYOLYV, EXEL
avénbel dpapatika. (Cunningham, Fairley, Ferkins, Kerwin, Lock et al., 2017). Agdouévng
Aomov TG adENONC QVTAG Kol TNG OAOEVO Kol HEYOAVTEPNG CUUUETOYNG ovOpOT®OV KAOE
nAkiog Kot @OAoL, Tapatnpeiton OTL TANBVVETIL Kot TO €minedo duokoAiog mov Oa kAnbodv va
AVTIHETOTIoOVV Ot afANTEG O omoiol KaAovvVTaL Vo avtameSépyovTol Kol va yivovTor OA0 Kot
KaAOTEPOL pHésa og éva mepPariov avEavouevng youyoroyikng wicong(Leis & Lautenbach,
2020 ; Himmelstein, Liu &Shapiro, 2017). Eivaw emopévec @avepd 6Tt 660 mEPGGOTEPO TO.
dropo oL £Youv EIL0J0EIEG OVOPOPIKA HE TO MAEKTPOVIKA Toryvidwn, Tpocmabodv va
eEeAyBovv Kot va meTHyovv 1660 To TOAD (yyog Kol wieon Oa TpokvnTel. AAAMGTE, GE LA
npodo@atn eEETOCT MG TPOG TOV POAO TNG YVoloyiag ota eSports amd tovg Pedraza- Ramirez,
Musculus, Raab xou Laborde, (2020) opiCovtor avtd, ¢ pio otopukng 1 opadikng Paong
OVTOY OVICTIKT dpacTNPLOTNTO GTNV Omoio. cupmeptlapupavetor kol fadporoyikn Katdtadn
€lTe TPOKEITAL Y10 EMAYYEAUATIKO gitE Y10 gpactteyviKo eninedo (Pedraza- Ramirez, Musculus,
Raab &Laborde, 2020). Xe «dabe mepimtwon, eivor yeyovog OtL oL maong QUOEMG
AVTOY OVICTIKEG dPOCTNPLOTNTEG 0ONYOUV GE EVTOVO GTPEC. ATO TV GAAN pepid, a&ilel va
avagepbel, Tmg 1 evaoyoAnon pe ta. eSPorts dev eivor pa oamAn Kot EVKOAN dlodikasio 1o
ompiletor ot oYM, 0ALL OvTIOETOG TPOKELTAL Y10 KATL TOV amottel oKANPN OOVLAELA Kot
npogtolacio. Onwg podiota ovaeépetat, To. eSports yapoaktnpilovtor amd po emidein
AEMTOV YEPIOCUOL KOL CUVIOVIGHOV GUYKEKPIUEVAOV HVOV TOV OOUOTOS OTMG EMIONG
QVTIANTITIKOV Kol S1VONTIKOV IKAVOTHTOV TOV VO AELTOVPYOVV TAPIAANAL GE apLovia Vi Vo
eépovv ta, kaAvtepa dvvatd omotelécpata (Pedraza-Ramirez et al. 2020). Eropévag, 6tav
KAmO10G £l TPOOTAONGEL TOAD Y10 VO ATOPEPEL EVOL TKOAVOTONTIKO Y10 TOV 1010 OOTEAEG LA,
0 Tapdyovtag dyxog Kot Tieon elval amdAlvTa EvEPYOTOMUEVOS KABMC 1) TEPITTMOOT amoTLvYiog

AKVPAOVEL, KOTE KATOL0 TPOTO, TNV OAN mTpoomdbeia mov Exetl KoTtaPAnOel.
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& oL GLVEYELD TMV TOPATAVEO GCUUTEPAGULATOV, OV Elvar Alyeg o1 £pEVVES TTOL £YOVV
TPy LoTomon0el TPOKEUEVOD Vo EVTOTIGOEL 1) ETIOPOCGT) TOV EYEL N EVAGYKOANGCT LE TOL ESPOrtS
0€ YUYOLOYIKO Kol Yuyoomuatikd eninedo. TToAlég amd avtéc pdhoto £xovv deiel 6Tt 1
wpoomdOela Kot 1 dOvvATOTNTO EVOG AOANTI VO KATOPEPEL VO AVTILETMOTIGEL TO AYY0G EMNpedlet
ev télel ko v enidoon tov (Nicholls & Polman, 2007). Ov Salvador ka1 Costa (2009)
avénTuEay €va LOVTEAO Y10 TO TS Ol OVTOYOVICTIKEG KOTAoTAGES emnpedlovv og &vav
avBpwmo T1g vevpoevookpiveg kot TV addayn d1dfeong kot To poviého avtd yopiletor o€ Tpia
TUNUOTO, : GTNV QACT TPV TOV SL0y®VIGHO, 6TV Kabapd O1apKeELD TOV 10y ®VIGHOD Kol 6TV
@aon énerta oo tov dlaywvioud (Salvador & Costa, 2009). 1o mpdT0o KOUUATL TOVL LOVTELOL
avtov, N dtvonTikn agloAdynon ennpedleton and apkeTég petafAntéc Onmc eivan o Kivntpo,
0l TPOGOOKIES, M TPONYOVUEVT EUTELPIO, TO KOWVOVIKO GTATOVS, 1) TPOCMMTIKOTNTA KOOMS Kot
n vevikn wavomra (Salvador &Costa, 2009). Av Aowmtov €vog Omd TOVC GUUUETEYOVTEG
EKTIUNOCEL TNV EMEPYOLUEVT] GUUUETOYN TOV GE £VO OVTAY®VIOTIKO Oy ®VIGHO, MG U0 VEL
TpOKANoN 1 omoia Oa efvo onpavTiky, EAeyyOpEVT Kol TapaAAnAa 1 ékPacm g Ba eSaptdrTon
arnd v mpoondbeto mov Oa kataPdAet, tote elvarl Wiaitepa mBavo va gvepyomombel Eva
potifo avtidpoaong EVEPYNTIKNG OVIOMOKPIONG. XTNV  MEPITTMOON OVTH, HECHO TOL
OLYKEKPEVOL poTifov, ouvvavtdtor ovéNoT TNG TECTOOGTEPOVNG OCUYKPITIKA HE TO
(QUOIOAOYIKY EMIMEDD, EVEPYOMOINGT TOV GLUTOONTIKGOV VELP®V Ko OeTikn oAhayn otnv
d160eon e amoppoLe TV TOPATavm vo avéavetal To evogyouevo g vikng (Salvador &Costa,
2009). Avtifétwc, otnv mePInTOON MOV KATOL0G MOV TPOKELTAL VO GUUUETACYKEL GE WO
OVTOY OVIGTIKT O1001KAGTio KoL TNV AVTILETOTICEL MG 0L OTEANTIKN Y10l QVTOV KOTACTACT,
t61e eivar mOBavd to potifo avrtidpaong mov Oo mpokAnbel va eivonr maOnTikoh Ko
AVTIOPOCTIKOD YOPOKTNPO, LUE OOVGI0 aOENCNE TS TEGTOOTEPOVIC KOL TOV GLUGTHUOTOG TMOV
ovuToONTIKAOV vevpdv, Kabdg kar pe Evtovn apvntikn o1dbson (Salvador &Costa, 2009).
EminAéov, mpootiBeton ko pio avEnomn oy Kopti{ovn Tov COUATOG GUYKPLTIKA LE T EMLTESQ
MG O€ QUOLOAOYIKEG CUVONKEG Kol OAOL TO TOPUTAVED AETOVPYOVV MG TPOYXOTMEDN OTNV
eUPavion Tov dlary OVILOUEVOD Kot PUGIKA HELdvovy apdny Ti¢ Tihavotnteg yia vikn (Salvador,
2005). Zmv tpitn @don Tov povTéLOL ToV avartOXONKE, SNAadT otV KoTdotaon Enelta and
TNV GUUUETOYN GE U0 AVTOY®OVIGTIKTY dtadkacio, 1 dtavontiky] aStoldynon g vikng 1 g
NTTog Tov dtaymviLopuevov exnpealel Tnv d1dbeon Tov Kabmg Kot To aicOnua gvyapicTong Kot
Kavomoinong kot pe v oelpd tovg Ba kabopicovv, Oa emava&iohoynoovy kot Oa emnpedcovv
mBavég ovupetoyéc oto péAlov (Salvador, 2005; Salvador & Costa, 2009). KataAnyovtog,
HEC® TOL TOPATAVE® HOVIEAOVL OLOPOIVETOL OTL TO OMOTEAECHO OAAL KOU 1) EMEPYOUEVT

CUUUETOYN O€ KATOL0 dtoymvicpd/ aydva exnpedleTot Kot amd OproviKovs TapayovTeg Tov
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ovvoovTal Pe TV vikn Onmg eivan n avénon ¢ 1€6T00TEPOVNG Kot 1 peimon e kopTildvng
oAAG Ko pe TNV Tt Ommg etvar N avénomn e KopTilovng Kot 1 LEIMON TNG TECTOCTEPOVIC.

[d1aitepo evOLOPEPOV EYEL VA OKOWO LOVTEAO TTOV TpooTadel vo eEnynoet Ta oTado
pécm TV omoiwv ot aOANTEC dAAL Kot ol avBpwmol ev yével mov PploKovtal eV HEGH Lo
oTpecoyovac katdotaong mpoorwabodv va v oviuetonicovv. Ot Poulus et al. (2021)
AVOPEPOVY TO LOVTELO OVTO TTOL TPMTOG SLUTVIMGE GTIG £peLVeG Tov o Lazarus (2000& 1999)
Kot ovopaletotl yvootiko- kivnroromtiko (Poulous et al. 2021). Avtd to poviéro, Oempel v
EKTIUNON TOV GyYOVG, TNV AVIYLETAOMIGT TOV KOl TNV OMOTEAEGUOTIKOTNTO TG AVILETOMIONG
OUTAG, ®C M0 OVVOMIKN Kol OvVOOPOUIKY] dtadikacio, HETOEDL TOV €KTEAOVVTOS (oTnV
TPOKEWEV TEPInT®ON ToVv abANnTH) Ko Tov wepiariovtog tov (Poulous et al. 2021). Otav
AowmoV mpokoAeitor To Ayyog o évav AvOpwmo, TOTE EVEPYOMOIEITAL O UNYOVIGUOS TNG
AEYOUEVG TPWOTOYEVOLG eKTiUNoNG Hécwm Tng omoiag Oa a&loloynbel to aviiktumo TtoOL
yeYovoTog (Gyyoc) , o oyéon pe v eunuepio Tov atopov (Poulous et al. 2021). Avagpépetat
AOOV OTL O TPMOTOYEVELG AVTEG EKTIUNCELS Bl Yo paKTNPicOVY TO YEYOVOS TOL TLPOOOTNOE TO
ayxog €lte ®¢ amelAn], OnAadn KAt Tov Bo LTOPOVGE VoL LOV TPOKOAECEL KATL apvNTIKO, £ite
OC Lo VEQ TPOKANGT, KATL ONANON OV UTOPEL VO LoV EMPEPEL £VOL EVEPYETIKO OMOTEAECLOL
(Poulous et al., 2021). 'Enetto. amd v Tp®@TN 0OTH EKTIUNGT, GELPA £XEL U0 OEVTEPOYEVIG
a&loAoynon 1ov GLUPAVTOg, GOUE®VO PE TNV OToio TO ATOUO oL PBpickeTon GE aVTH TV
Katdotaon 0o TpoomafNoEl Vo EKTIUACEL KOl VO KPIVEL €6MTEPIKE TNV avTidapPoavopevn
KAvOTNTO TOV GTO VO avTOTOKPlOel Kot vo EEMEPACEL TIG AMOLTOELS TOV YEYOVOTOG, £lte fvan
amell] yuo. avtdv gite givar o véa tpokinon (Poulous et al., 2021). Av ot aroutoelg Tig
nepioTaongylo va avtomokpliel kot vo Eemepdoet To YEYovOS eKTIUNO0LV 1010UTEPA OTONTNTIKES
N 0Tt vepPaivouy TiG dVVALELS TOV, TOTE B a&loloynBel ¢ pia 6TPEGOYOVA KATAGTACT) Kot
Ba ypnopomombel pe v Gelpd TS L0 GLYKEKPLUEVT] GTPATNYIKY Y10 TNV LELMCT TOL GTPEG.
(Poulous et al. 2021). Zvvoyilovtag t0 mapandve HOTiPo, Ol GTPUTNYIKEG AVTIUETONIONG
XPNOLOTOIO0V  YVOOTIKY] KOl GCULUTEPLPOPIKT TPOCTADE, (DOTE VO, SLOYEIPLGTOVV
OUYKEKPIUEVEG OTTOUTHGELS EVOG YEYOVOTOG oV ekTipdronl otl mpokaieil otpeg (Poulus et all.
2021).

Ytovg Nicholls kot Polman (2007) avagépetor 6Tt 0oL OTPATNYIKEG OVTIUETONIONG,
OLOOOTTOI0VVTOL GE TPEIC KOTNYOPIEG, OTNV  OTPOTINYIKN OVTILETOTIONG HE EUPOCT] GTO
npoPAnua  (Problem-focused coping PFC) mov otoyever va oAla&er v otpecoydva
KOTAOTOOT, GTNV OTPATNYIKN OVTILETOTIONG HE Eugaon oto ocvvaicOnuo (emotion focused
coping EFC) mov otoyedel va pvBuicer 1o cvvouoHpota mov mpokaAobvior amd pia

OTPECOYOVO KATAGTAOT KOl TEAOG GTNV GTPATNYIKT AVTIHETONION ™G amopuyng (Avoidance
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coping AC) mov 6ToyevEL LEGH SLOVONTIKAOV 1] COUUTIKOV TPOSTADELDY TNV I0dEGUEVOT 0T
mv otpecoydva katdotacn (Nicholls & Polman, 2007). Otov wo amnd TG mopomdym
oTpaTNYIKEG EQapprootel, TOTE Oa ek TiunOei kou 1 amoteheopatikotnto e (Nicholls&Polman
2007).

Ot Poulus, Coulter, Trotter kou Polman (2020) eotiacav 6tovg abAntéc tmv eSports kot
TO QYOG TTOV TOVG SLOKATEYEL KO GUYKEKPULEV D, SLEPEVVIGAV TO GTPES KO TOVG TPELS TPOTOVG
NG GTPOTNYIKNG OVTILETAOMIONG OVTOD GE OVTAY WVIGTIKOVG afANTEC TEVTE KOUpLov abAnudtmv
tov eSports (Poulus, Coulter, Trotter & Polman, 2020). Ta arnoteréouato £d€1i&av OTL O
afAntéc pmopei va avtihapavovtol 1o Yeyovog Tov TOVE TPOKOAETL YOG TOGO MG OMEIAT, OAAL
KOl @G VEQL TPOKANGT] EVA TAPUAANAQ, TPOEKLYE OTL OO TG GTPOTNYIKES OVTLUETMOMIONG
YPNOCULOTOL0VCAY TEPICGATEPO TNV GTPATNYIKN LE ELPACT] GTO TPOPANLA KOL TV GTPATNYIKT
ylo pOOUIoT TOV CLVAIGHNUATOC TTOL TPOKAAEITOL KOl ALYOTEPO TNV GTPOTNYIKT TNG OTOPVYNG
(Poulus et al., 2020). Ze pio cvvéyela Tov gpeuvav Tovg ot Poulus et al. (2021) dwurictoocav
11 mopdyovteg mov TpokaAoOV 6Tpeg o€ eSPort abAnTég kot ot omoiot givat Kovoi Kot Egouvv
avagepbel Kou oto Tapadocstakd abAnpato eved TopdAinio avodeiydnkoy Kot optopévol véot
OTPEGOYOVOL TOPAYOVTEG OMMC TO TEYVIKA (NTNUATO TTOL UTOPEL Vo TPOKLYOLV, 1
AVTIKOWVMVIKT) GOUTEPLPOPAE, 01 EMOOCELS G€ KPIGILEG OTIYUEG KO 1) SuoKora va cuppadicovv
LE TIG VoY pemoelg TG Cong é€m amd To niektpovikd mepiPdirov (Poulus et al. 2021). Téhog,
ot Smith, Birch kot Bright (2019) og o épevva yia to otpeg oe abANTEG TV €SPOrts kot tig
OTPOTNYIKEG OVTILETMOMIGNG YO TNV KATOTOAEUNGT] OLTOV, OEKPVOV TOVS GTPEGOYOVOLS
TOPAYOVTIES GE ECOTEPIKOVS Kot EEMTEPIKOVG. LVYKEKPYLEVA, ECMTEPIKOL ElvOL OL TAPAYOVTEG
mov dmtovion OEpato  WYuxlopod TV TOUKTOV Onw¢ Bépata  emikowvoviog, EAAewym
aVTOTENOIOMNOMNG, EALEWYT EUMIOGTOGHVIG GTOVG GUUTOIKTEG Kot [T SL0EPLOT TNG NTTAG EVO O1
eEotepikol TAPAYOVTEG £YOLV VO KAVOLV HE T YEYOVOTO TOL GLpPaivovv, OmmG ot
avTurapafEcels, ol GLVEVTEDEELG 0T LECH LOCIKNG EVIULEPOONG KAl 1] ELPAVICT] UTPOGTA GE

éva ToAD peyaro kowvo (Smith, Birch & Bright, 2019).

2.4 TIpoPinpatiopoi Videogames- eSports

[Mapd to yeyovog OTL M evaoyOANCN HE TO MAEKTPOVIKA moryviow eivor pio

JloKESAOTIKY JPACTNPIOTNTO Kol KATO TOAAOVS L0 WYUYoy®ylKn dpactnpldtnta yio tov
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elevBepo Tovg ¥pOVO, LILAPYEL Kot 1) avTiBETN Aoy Katd TNV omoio Sl TVTMOVOVTAL OPIGIEVOL
npoPAnuaticpol oyetikd pe ta videogames. ITodhoi givar avtol Tov, OAEG VTG TIG OEKAETIES
amd TV gvpeia d1adoon tev Videogames avnouvyohv Yio TIG EXIMTMGELS TOV UTOPEL va
TPOEAOOVVY E TNV GLYVN YPTOT TOV TOYVIOLDV OVTOV KOl TOV OPVNTIKO OVTIKTUTO TOV QVTEG
ol emmtoelg 0o €yovv oe mapa moOAAOVS Toueglc ommv mowdtnta g (Mg dcwv Ta
xpnowonmolovv. Ot ovnovyieg OVTEG TPOKAAECOV TNV GLOTNUOTIKY TOPATPNCN TOV
EPELVNTOV Y10 TNV OEEAY YN EUTEPIGTATOUEVOV GUUTEPUAGUATOV. LVYKEKPIUEVA, LEAETNTEG
NG YLYOAOYIKNG VYELOG TOV avOpdTOV TapaTpnoay OTL 6 TEPUTAOCELS VITEPPOAKNG XPNONG
NAEKTPOVIKAOV ToyVIOL®V Onpuovpyeital po €016TIK) cuumeptpopd mov yopoaktnpiletol and
AOVVOLLEG OYOMKEG KOl ETLOYYEALATIKEG EMLOOGELS, GVYKPOVGLOKEG GYECELS, OTOUOVMOOT OO TO
KOW®VIKO 60volo, aotafeic dpeg vmvou Kot pavopeve eEovbévaong (King et al. 2019).

Onwg avapépetar otovg Buckley & Anderson (2006), épevveg coumépavay OtL M
EVOGYOANOT LE TOL € games yio ToAD HeydAo Ao Kot APKETES MPES TNV HEPOA GLVIEETAL
pe v avénon tov Komvicpoatog, pe enBapiveelg 6TV COUATIKY KATdoTaon onmg etvar M
TOYLOAPKIO KOl PLE aKOONUOTKES EMOOCELS ELPAVAOG LELMUEVEG GE GYEOT LLE TPV EVD TELOG
avNoLVYNTIKO glvar To evogyOUEVO Plotwy GUUTEPIPOPOY OTOV TO NAEKTPOVIK(A Tty vidlo etvat
avaioyng evoewc (Buckley & Anderson, 2006). ITio cuykekpipéva, to TEPIGGOTEPO. TOISLA
TEIVOUV VO EMAEYOVV GE HEYOAVTEPT GLYVOTNTA TO YLYAY®YIKOD YOPOKTHPO ToLyViolo To
omoia cLyvA TEPIEXOLVY Kot EKONAN Pl o€ avtifeon pe ta oy vidlo EKTUOEVLTIKOD YOPAKTIPOL
KOl 0T 1 TPOKTIKY €xel ¢ amotéAecua vo enmnpedlovion e Babog ypdvov mTuyéEg TOL
YOPOKTPO TOVG TNG GKEYNG TOVG Kat TG cupmeptpopac tovg (Buckley & Anderson, 2006).

H vrepPolikn xpnon Tov NAEKTPOVIKOV TOLYVIOL®V 1 0AMOS PrvTeomoryvidldv eivot
Katd Bdon £va Koo YopaKTNPIoTIKO TOV ETAYYEALATIOV ESPOrts players oAAG akopo Kot Tmv
VEOV oMV Kol PPV Tov TOALES QOpES PThvouy 6To onueio va ayyilovv ta Opla TOov
e0iopov N va givar 1o ebopévor.(Palanichami et al. 2020). O erayyehpotieg maiyteg pmopet
va woilovv nAekTpoviKA Tatyvidlo yio mopamave and 22 opeg v efdoudda (Chappell,
Eatough, Davies &Griffiths, 2006) evd 10 30% tv epnfov Tov Tepvovv ToV EAeVBEPO Y POVO
touvg mailovtag videogames evdéxetoar va 0dedovv Kol Topamive omd S dpeg
nuepnoiog(Eventbrite eSport Study, 2015). Emutpoctétwg, vndpyovv avnovyieg oxeTikd pe
mv kofotiky {on mov akolovBohv o1 ¥PNOTEG TOV MAEKTPOVIKMY VLITOAOYIGTMV KOl TO
OAPVNTIKG OOTEAECUATO VTG, ZVYKEKPUEVE, €V M evacyOANon o€ KATL Tov amortel
COUOTIKY dpAcTNPLOTNTA UTOPEL VO TPOKAAEGEL GTOVS AVOP®OTOLG £va aicOnua evyopicTnoNg
Kol xopdc Aoy Tov 0Tt aw&dvovtal To EMIMED GEPOTOVIVIIG GTOV OPYAVIGUO, amd TNV GAAN

pepld to va mailel kdmolog videogames yio éva apKeT HEYAAO SdoTnue. UmopEl va
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TVUPOOOTNOEL KOl VO TPOKOAEGEL KATAOAYT KOl KOWVOVIKA TPoPANUaTe OTwe vo, HewwBel 1
aKodNUaAiKT TOL enidoon e Kat’ eméktact dtdpopa TpofAinuata cvurepipopac (Brunborg et
al. 2013). Mdhota og pa £pgvva mov mpaypatonombnke amd tovg Chan kor Rabinowitz
(2006) omwg avaeépston otovg Mazurek ko Engelhardt (2013) mapoatnpeiton 6t épnpot ot
0To101 KATOVOADVOLV TEPIGGATEPO ATO Lol DPO NUEPNCLOG Tai{oVTaG NAEKTPOVIKA TatyVidla,
EKONADOVOLV OPIGUEVO CUUTTAOUATO GTO OTOl0. GUUTEPIAAUPAVOVTOL 1| EALELYT TPOGOYNS, M
VIEPKIVITIKOTNTA KOl GUUTEPLPOPES NGOV pe GVYKPOVGELS KO TpOomomoinom g dtddeonc
(Mazurek & Engelhardt, 2013). "Enctta amd o oelpd apipvntov epsuvav, dlooivetatl 0Tt
emmpdcobeto pe MV Opa ¥PNONG TOV NAEKTPOVIKMOV VITOAOYIGT®V, KaBoploTikd Tapdyovia
OTNV OPVNTIKY] ETLPPOT] OVTMOV £PYETOL VO OMOTEAECEL KOl TO €100G KOl TEPLEXOUEVO TOL
EKAGTOTE LAY VIOLOV. LVYKEKPIUEVA, £XEL NOMIGTOOEL OTL GE TEPIMTAOCELG EKOECTG TV TOLOLDV
o€ Plota moryvidla cuVTPEXEL AKOUO LEYUADTEPOG KIVOUVOG Y10 TOPATAEVPEG EMMTMGELS OTNV
CUUTEPLPOPA TOVG, UE YAPOKTNPIOTIKA OTMG EMOETIKEG oKéWeELS Ko cuvarsOnuato (Mazurek
&Engelhardt, 2013).

MoapdAinia, a&iCer va avaeepbet 6t 0o Tlaykdouog Opyoviopds Yyeiog ecdyaye,
ueta&v g 61ebvoig ta&ivounone acbevelwv, To gaming disorder dniadn v dtotopoy | Tov
TPOKOAAEITOL OTO VIEPUETPO NAEKTPOVIKO TTayvidl Ko yapoaktnpiletor amd EAAEIYN eAEYYOV
avVOQOPIKA pe TNV O1dpKel TOV gaming, v TPOTEPALOTNTO G OVTO O GYEoN UE GAAES
dpacTNPLOTNTES TG KAOMUEPIVOTNTOG KO TEAOG TNV EMUOVH GTO oy vidl mopd Tic TAEOV
QavepEs apvnTikég ovvémeleg mov avtd mpokalei (Craig, Tenuta, De Giacomo, Trabacca &
Costabile, 2021). Eivar pdAioto witepa a&loonuei®to 1o yeyovog 0Tl 6€ TPOcPOTES EPEVVES
oToV avOpOTIVO £YKEPAAO TapatnpHONKe TG N E1KOVA TmV Video games evepyonotel Teployég
TOV EYKEPAAOV TOPOUOLES LLE OVTEC TTOL EVEPYOTOLOVVIOL GE KATOLOVG LE TNV EIKOVO, TMV
vapkotikdv (Craig et al. 2021)

Ao Vv GAAN pepld, moAAEG @opég mpokvmTOLY Pefracpéve CLUTEPAGLATO TOV
yopaktnpilovv Ta video games wg emiAafn yio Tovg VEOUG Kot LOAMOTO MG KVNTHPLOoL LoyAol
v Eeomdopato Pilag, emBeTIKNg copumepleopdg Kot €016p00. O1 amdyel avtéc £pYovTol o
avtmapofoln onmg avagépetal otov Squire (2020) pe pia Epevva Tov Eyve apKeETA Ypovia.
miocw kol cvykekppéva to 1985 mpoceyyilovrag 1o Oépa and v okomid vtV Tov Tailovv
NAEKTPOVIKA TTayvidlo. ZVyKekpuuéva, oty épevva avt évag epevvnthg, o Mitchel (1985)
poipoce Tig T0TE ONUOEIAEC Kovaoreg Atari 2.600 ce 20 okoy£Eveleg Kol GTNV GUVEXELD
EMIKOLVOVNOE LE QVTEC LLE OKOTO VAL YVOPIoEL TIC aAhayég Tov evdgyopévmg ennAbay (Squire,
2020). TIpog éxmAnén tov, M AEEN TG MAEKTPOVIKNG KOVOOANG o€ kAbe omitt giye g

OMOTEAEGLLA GTNV TAELOVOTNTA VO EPOEL 1] OIKOYEVELD TTLO KOVTA KOl VO ATOKTI|GEL TTLO 16(LPOVG
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deopoig kabmg enéleye vo mepdoet Tov elevbepo ¢ ypdvo nali nailovrag videogames kot 6
Kopio mepPItTOon Oev EMNPENCE TNV EMIO0CT TOV MHOONTOV 1 TPOKAAECE EMOETIKN
oLUTEPLPOPA og avTovg (Squire, 2020). Erouévag, sival onuovtiko amdyels GYETIKG e To VEQ
TEYVOLOYIKG emtevypoato vo unv Pacilovior o€ TPOKOTOANYELS Kol EIKOGIEC OAAL va
e€etalovtal opapikd. AAM®oTE, o yeVikn dmoyn yio to videogames 1} otidnmote GAlo
TPENEL TAVTO VO SLOLOPPAOVETAL LLE OEOOUEVT] TV PO AVTAOV e HETPO KAOMG 1 vtepPoin

TAvVTO Kot 6€ OAQL Ta TESTOL EYEL OLPVNTIKA OTOTEAEGLOTAL

2.5 OeTikd yapoxtyprotikd Tov Videogames

Eivar adnbeto 611 tor video games eivar katd faon cuvoedepéva, e pio 1o KeSAGTIKN
evaoyoinon mov Oa yepicet Tov elevBepo ypovo kar Ba amoPfdret To aicOnpa g TANENG. Aev
elvatl OLOS YVOGTA 6TO €VPH KOWO Yol TO VITOAOTO BETIKA YOPAKTNPIGTIKA TOV TPOGPEPOLV
Kol evOEYOUEVDG aVTOS var givol €vag omd Tovg AOYOVS Yo TOV OTOL0 dEYOVTOL £Vl PLUD
Katnyopd. AnAadn, o meptocotEPOg Koouog Bewpel O6tL tao Video games otepodv amd Tov
YPNOTN TNV dVVOTOHTNTA VO AGYOANOEL e GAAQ TTLO EVOLOPEPOVTA TPAYLOTO KOL TOV “KAEROLV”
YPOVO oo SLOPOPETIKA, O TOPAYWYIKE Kol Onpovpyka youmt. IHapd tadta, To € games
UTopohV Vo TPOSPEPOLY ol TANOdPa onuavTikdv Bondntikdv epyoleiwv, deiyvovtag Ot
avtn n o&vtatn KLtk wov Aapfdavouv ta televtaio yxpdvia yivetoan mepi 6vov oxids. Eivan
UAAGTO YEYOVOS OTL 1] TAELOVOTNTO TV EPEVVNTAV £)EL EMKEVTPMOEL 6TO OpVNTIKE GTOLYKElD
TOV NAEKTPOVIKOV TTALYVIOLDV KOL GTOV OVTIKTUTO OVTAOV TPOG TO Todld mapd oto OeTikd
(Panagiotou & Prentzas, 2011) evd emiong ot £pevveS OVTES E6TIALOVV GTO KOG ONUOPIAN
moyvidw Kor Oyt 6 owtd mov wpoopilovion Kabapd Yo EKTOOELTIKODS Kot PLadNGLoKovg
Aoyovug (Sandford & Williamson, 2005). Ta videogames opmg coueova pe tqv Thiagarajan
(1996, omwc avagépeton otovg Panagiotou xoi Prentzas, 2011) Paocifovion og pua
OLYKEKPUEVT SOUT| TOL AKOAOVOOVV TOAAG KAAGIKA Tatyvidlo Kot 1 omoia amoteleitan amd
TNV GVYKPOLGT| KATA TNV 0ol 0plopéveg OuokoAiec mapepumodilovy v enitevén Tov otdyov,
TOV EAEYY0 dNAGON TNV 0ploBETNON Kol TOVE KAVOVEG Y1 TNV 01K KOTAVOUTN TOV TOVTIOV Kol
10 KAgioo, dnAadn Tov Tpémo pe Tov omoio kabopiletol Twg To oy vidl TEAELMVEL KO TOLOG
ev téhel maipvel Ty vikn (Panagiotou & Prentzas 2011). To tpia avtd KAAGIKE YOPAKTT PLOTIKG.
™ doung twv videogames sivor owtd to omoia poyvntiCouv To evOl0pEPOV TOV TALOIMOV Kot

o odNyohv otV axorovdio cuykekpEVEOV Kavovev pe okomd v vikn. Otav Aowmdv ta
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niextpovikd moryviola facilovior oTnv doun avT Kot TopEAANAL TPOCPEPOLY EKTOUOEVTIKO
VKO 0T Tond1d TOTE AVTA KATOPEPVOLV VO, OTTOPPOPTICOVV GLLAVTIKT YVAOGCT EVD ToPAAANAQ
oo KESALOVV [E KATL TOL TOVE POIVETOL TPOLYLOTIKO GUVOPTUGTIKO.

Enopévag, oto Oetikd yapakmmpiotikd tov Videogames cuykatoléyetor 1y forBeia mov
TPOCPEPOLYV OVOPOPIKHL LE EKTOLOEVTIKOVS GKOTOVS. MAMGTO, OTWS AVAPEPETOL KOl GTOVG
Buckley kot Anderson (2006), ta nAektpovikd moaryvidwa eivorl daitepa fondntikd ctnv
dwaockaiia yeopetpiag, ahyefpag, froroyiag, pLadnudtov @oToypaeiog Kot TpoypOoUUATIGHO
vmoloyotmv (Buckley& Anderson, 2006). And v oty Aowmroév mov 1o, véo Toudid eival
10104TEP QL EEOIKELMUEV A LLE TIG VEEG TEYVOAOYIEG KO OELYVOLV L0l 1O10HTEPT TPOTIUNGT) TPOG TOVG
NAEKTPOVIKOVG VTOAOYI0TEG Kat Ta. Video games, 1 ekmatdenTikny kowvotnto dgv Oo mpémet va
pelvel TTPOGKOAANUEV GE TAPOYNUEVOLS TPOTOVS SOACKOAING OAAGL EKGLYYPOVIGTEL
LETAPEPOVTAG GTOVG VEOLG TV YV(oT Le Kavotoua epyaieio (Panagiotou & Prentzas, 2011).

EminpocOétmg, véor ko madid pe d1dpopeg pabnotokég Suekoreg umopov eniong va
enweeAnBov and v ypfon Tov videogames kot va pabovy mepoodOTEPA AVAPOPIKA UE TNV
KOW®VIKT] TOVG TPOGOPUOCTIKOTNTA Kol OVTO UTOPEL VO TPOKVWEL Ylo TAPAGELYUO UE
TPOGOUOLOUEVA TEPIPAALOVTO TOV AVOTAPIGTOVV YOVie, 6e Super market kot woAAd axopa
(Buckley& Anderson, 2006). ITapdAinia, éva Koo yVOPIGUL TOV NAEKTPOVIKOV TOLYVIODV
elvat 0 3100 pacTIKOG TOVS XAPUKTIPOGS, YEYOVOS TOV TPOGEAKVEL Kot S10TNPEL TNV TPOGOYN TMV
nadwov (Panagiotou &Prentzas, 2011). ‘Etot, moudid ta omoio avipetonilovv podnotokég
dvokoMeg cvumepthapfavorévng g OoTaoNG TPOGOXNG Kot EAAELYNG GUYKEVIPMOONG
UTOpOUV  HEC® OLYKEKPWEVOV  Videogames vo  KaTaPEPOUV VO TPOGEYYIGOLV  TOVG
EKTOOEVTIKOVS TOVG OTOYOLG HE TPOONAMGTN o€ avtiBeon pe Tovg KAOOKOOG TPOTOLG
uaonone. ‘Eva akdéuo 0etikd avtiktomo mov to videogames evogyetal va TPosPEPOVY GTOVG
XPNOTEG TOVG, WAiTEPA CGE OVTOVG MOV glvol oe o veapn niwkio, eivor n expdOnon
AVTIANTITIKAOV IKOVOTHTOV. ZUYKEKPLUEVA, | VGT TOV NAEKTPOVIKAOV ToyVISU®V glvar tétola
(MOTE VO OMOLTEITOL 0L GUVEYNG TPOGOYN KOl TOPUTHPNON OTIG EVOAMUGGOUEVEG EIKOVEC,
yeyovog mov Bonbd Kol avamTUGGEL APKETA TIG OTTIKEG OEEIOTITEG TOL YPNOTN o€ avtibeon pe

6o0vg dev Tailovy niektpovikd mayvidwo (Buckley & Anderson, 2006).
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2.6 To {npa Tov @vAlov ota Videogames/ eSports

To @OALo KaBDG Kot To €100G TOL TOLYVIdLD, eivar Pacikol mapdyovTeG oL omoiot
EVOEYETOL VO EMNPEAGOVY TNV YUYIKN LYEio Tov afintov. Ta ayopia oty gpnPeioc mov
epeoaviCovv ebiotiKég TAOEG TPOG TO NAEKTPOVIKA oy vidla, Telvovv va Exouv VYNAOTEPO
T0G00TO ERPAVIONG Gyyovg, KoTdOAymg Kot ade&lBvpiag evad amd Tnv GAAN Leptd, Ta Kopitola
oV epnPeia pe eOond oTO NAEKTPOVIKA TTOUYVidLO, EKONADVOLV KATAOALYN GE LEYOADTEPO
1060010 and TI¢ Kpioelg ayyovg 1 aAe&vOuiag (Shen, Ratan, Cai &Leavitt, 2016). Avto opmg
elvar éva yeyovog To 0moio £YKELTOL OTIG OIUPOPES TNG TPOC MTIKOTNTAS, TG CLUTEPLPOPAS KoL
™G 1106VYKPOGiog Tov Tapovstdlovy Ta dLVo PLAN Kot dev pmopel va aArdtel. Kabmg opwmg
N Popnyavia tov eSports 6o Kot HEYOADVEL 1) AKOONILOTKT KOWVOTNTA LE TNV GEPE TNG £XEL
TNV VTOYPEDCT VO LEAETO TTOAAEG TTLYES TOL ATTOVTIOL TNG VENS VTG LOPENS afANTIoHOD.
Mo amd avtég etvar ko To OEpa TV S0KPIGEDY TOV EVOEYOUEVIOS VO VITAPYOVY KOTA TNV
SLAPKELD TOV NMAEKTPOVIKOD Ty VIS0V, OL0HTEPO OVTEG TOL ALPOPOVV TO YUVOIKELD VA0 O10TL
OTEPEOTLMIKG OL AvOpeg eivar avtol mov ocvvnbwg mepvovv 1OV €AeVBEPO YPOVO TOVG
00YOAOVUEVOL LE TOL MAEKTPOVIKE Tanyvidwo Kot Tefvouv va givon n TAetoyneio 6 avtd 10
nedio. BéBara to onpavtikd gtvar 6Tt oo eSports mapatnpovpe pia facikn dtoeopd e oxéon
pe OA0 To VITOAOUTO TOPASOGLOKE AOAN AT KO VTN Elval OTL UTOPOVV Kot T dvo GV, gite
avtpeg elte yovaikeg va dayoviotobv poalli yopig va yivel kdmolo meportép® O1dKpion.
AvtiBétmc, oe OAa ta KAaoIKG abAuato avty n ddkpion yivetot mévto Exovtag wg Pactko
AOyo TNV Bedpnomn 6Tl Ol AVTPEG EYOVV COUATIKO TAEOVEKTIILO EVaVTL TV Yuvorkodv (Shen et
al., 2016). Kartt t€t010 @uowkd dev cvppaivel otov kKAGd0o TV eSports kabdg ot vyNAég
EMOOGELS G€ AVTOV OEV EXOVV GE Kapio TEPIMTOON VAL KAVOLV LE TO, GOUOTIKA YOLPOKTNPIOTIKA
TOV GUUUETEYOVIOV Kol KOTE GUVETELD 1 OO0V €100V¢ dtakpilom dev eEumnpetel Kavévay
okomn6 (Shen et al., 2016).

Agdopévev Tov Tapandve o propodoe edkola va gvvonbdet 6Tt 1 Propunyavio Twv eSports
KAveL TV dtopopd kot dev TpoPaivel e SlaKPIGES VIOBETOVTOG TOTPLOPYIKG GTEPEOTLTA
KOG TOVTOG £TGL TO NAEKTPOVIKO TNG TEPPAALOV EVAV AGPOAT XDPO Y10 TIG YOVOIKEG LOKPLYL
amd OTEPEOTLMIKEG AVTIAMYELS Ko emOETIKEG ovumeplpopés Pacel to eOA0. Epotiuata
YEVVOVTOL Y10 TO TL GLUPaivEl OU®G GTNV TPAYUATIKOTNTA. TOov TOpOVTOG TPOPANULATIGHOV
arteton kou o Rogstad (2021) o omoiog otnv Piprioypagikny Tov €pgvuva TapabETEL THV

dwatvnwon tov Hemphil (1995) cdpgova pe v omoio, 6tov KVBepvoy®PO TAPEXETOL M
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dvvatdtnTa vo dnUovpynBovv véec LopPEG aBANTIKNG GLUUETOYNG KO KOVOVIKOTNTOG LE TNV
dnuovpyio kavovev péoa ota maryviowe (Rogstad, 2021). H daroyn opwg ovth, £pyetal o€
avtidlotol pe avth tov Ratan, Taylor, Hogan, Kennedy xouw Williams (2015) «ou Taylor
(2012) ot omoiotl avapépovv 0Tt Ta NAEKTPOVIKG abANpata 6ev omotelody Kapio e&aipeon o€
oyxéomn He to vToAowmo o€ BEHOTA TOL APOPOVV GTO {NTHHOTA TOV PVAOL Kol TOV GYeTI{ovTaot
ue tov oefopnd ko tov anoxkieicpd (Ratan, Taylor, Hogan, Kennedy & Williams, 2015;
Taylor, 2012). O Rogstad (2021) 16yvponot®@VvIag TV TOPOTAVE SLOTOTMGT, AVOPEPEL TMOG
TPAYLOTL TOL eSPOorts eivon pa Badid avdépoxpatovpevn Pounyovio pe v BEon g yvvaikag
va KoToApBavel Likpd T0c06TA TOGO0 MG GLUUETEXOVGA OGO KOl G OTOO0V 1 KOl GE NYETIKN
0éon (Rogstad, 2021). Xvykekpipuévo, mopabitel dvo peAéteg ol omoieg givar dlaitepa
ATOKOAVTTIKES S10TL oG delyvouy 0Tt peta&h Tv eSport maktdv ot yvvaikeg fpickoviol 6To
35% (Insterpret, 2019) aAld peta&d TOV ETOyYEALATIOV TUKT®OV PBpickoviol poig 610 5%
(Hibert, 2019) 10606710 10 0m0i0 VLOJEIKVOEL OTL EAGYIOTEG OO TIG YUVOAUKES KATAPEPVOLV EV
TELEL VO Oy OVIGTOVV 0TOL KOpLQaio eninedo tov eSport oe emayyeipatikd eninedo (Rogstad,
2021). v Taylor (2008) pdhota meptypdeetol €vo TAEYHO OTEPEOTUTIKMV KoL
0£E0VAMKOTOMNUEV®V TPOKTIKAOV, OO TNV TPOMONOoT TOV TOLVIOLOV UEXPL TV OTEIKOVION
TOV AVOPIKAOV KOl YOVUIKEIOV YopaKkTPloTIk®V péca ota mayvidwa (Taylor, 2008).

Méoca oto ewovikd mepiBdiiov tmv eSports peAéteg €yovv deifer OTL o1 yvvaikeg
avTILETOTICOVY OPKETEG SVOKOATEG TOV KATA PACT £YEL VO KAVEL e TNV YEVIKT OTOS0YN TOLG
atd TOLG LTOAOUTOVG GUUUETEXOVTEG O OTolot Eivan ¢ emti To TAeioTov Avopeg. Agdopévou 0Tt
ot yuovaikeg Oempodvtol HELOVOTNTA GTA NAEKTPOVIKE TTatyvidwa, @atveTar OTL cuyva d&xovTal
UAAGTO KO TOPEVOYANGELS amd TOVG GALOVC TaiyTEG, TOAAEG Kol GEEO0VOAKOD TEPIEYOUEVOV
(Ratan et all., 2015). To yeyovog 611 6Ta €SPOrts ot GLUUETEYOVTEG UTOPOVV VO SLOTTPOVV TNV
avaovopio Tovg, va unv £xouvv Tov oo TV dUECOV EMNTOCE®Y 6€ KATL Tov Oa emwbel, va
nailouv og mePPAAAOV TOL EMTPEMEL Pl YEVIKA TTo €AeV0ep cLUTEPLPOPE e EVIOVOLG
OOTEICLOVG KOl GE GUVOVAGUO PE TO OTL UTOPOVV Vo EKQPALOVY KOl VO ETIKOV®OVOHYV duvatd
TIG OKEYELS KOl TO GLVOICONUATO TOVG €V HECH UEYAAOV OVTAYOVIGLOV, UTOPEL GLYVA Vo
odnynoet oe gxbpucéc kot Pianeg ovpneprpopés (Ruvalcaba, Shulze, Kim, Berzenski & Otten
2018). "Etot ot yuvaikeg, mov £xel amodetyOel 0Tt TOAES POPES Eival £mC Ko avemOOUNTES 6T
eSports and tov avopikd TAnbvcopd, Ppiokovtol oe o aKOUO O dVGAPESTN KOl SLVGUEVH
0éom kabmg déxovtar avtég Tig e&apaoels Biag g yhevaoud mpog Tig idteg. Ommg ot Ruvalcaba
et al. (2018) danictwoav ot yvuvaikeg mov mailovv eSports siyav 1,82 @opég meploodTepe]
mOavoOTNTEG Vo AAPOLV ETUKPLTIKA 1] GEEOVOAMKA GYOAN EVD GTNV TEPITTMOGT TOV Ol YUVOIKES

ékavav streaming (dniadn Covtoavh avopetddoon v otiyp] mwov mailovv avoytn oe
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omolovonmote BéAel va mapoakolovdnoel) 10te ot mbovotnteg va AdBovv avaioyo oyoAla
Eemepvovoe T1¢ 10,55 popég (Ruvalcaba et al. 2018). Avtég o1 TOKTIKES amd TOVC AVOPEG TPOG
TIG YUVOUKEG KOl Ol GTEPEOTLAIKEG AVTIMAYELG TOV VITOTLUOVV TIG SOUVATOTNTEG TOVG EYOVV (G
GUECO QMOTEAEGLOL VO EMNPEALOVYV OPVNTIKA TIG OTOOOGELS KOL TO EMLTEVY AT, TWV YOVOLK BV
(Ruvalcaba et al. 2018). Anoppoia twv Tapandve givor 6Tt oL yuvaikes Brdvovtag pia tétota
OVTILETMOTIOT GTASIOK( Y AVOLV TNV TLGTH GTIG OLVATOTNTEG TOVGS, TNV QVTOTETOIONGN TOVG Kol
TNV EUTIOTOCUV] GTIS KOVOTNTEG TOVG €v® Oempoliv TOV €0wTO TOVG TOPEICOKTO GTA
avtayovioTikd Tayvidwo (Ratan et al. 2015). ' vo amo@hyovy v exOpikn cLUTEPIPOPE TOV
AVTPOV 01 YOVOIKESG TOUKTPLEG TOAAEC V10OETOVV GTPATNYIKES OT™G TO VO KpO oLV TO PHAO TOVG
KO VO U1 YPNOLUOTOL0VV UIKPOQ®OVO 1] 0V YPNCLLOTOLOVV VO OAALOLDVOLV TNV G®V TOVS, EVM
0€ MEPIMTMGELS TOV TO EMOYYEALATIKO EMIMESO KAOIGTA AOVVATO VO, ATOKPVYELS TO PUAO GOV
V100ETOVV oL EMOETIKN TOKTIKT TPOSTOO®OVTOG VO LIUNOOVY TNV GUUTEPLPOPE TOV OVTPOV
Kot vo, Tovg avtipetorifovv pe tov idio tpomo (Arneberg & Hegna, 2018). Koatolyovtog, Kot
TopA TIG EMKEIUEVEG TAPEVOYANGELS TOV Umopel va fudvouv ot yuvaikeg 6to meptBALov Tmv
eSports, npénetl va avapepBel 6TL oTAdIOKA 0vadHOVTOL GTOV KAGOO Ol TOIKIAES KOl KOWVMOVIKA

Swpopeouéves Eneuieg tavtotnteg (Witkowski, 2018).
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KED®AAAIO III

ATIATAPAXEX TOY ®AXMATOX TOY AYTIXMOY

10 TapoKdTo KepdAoto Ba yivel po mpoomabeia mposEyyiong Kot ene&nynong tov i
opiletor Mg AVTICHOG KOOMDS KoL TA aiTiol TOV PEXPL GTUEPO TIGTEVETAL OTL TOV TPOKAALOLV.
Eniong, Oa avapepBodv ta £10M 10V QLTIGHOD, Kol TO S0y VOCTIKA Kpttiplo avtov. [Ipodxettoan
Yo pee avoTuEloK” dtatopayf 1 omola KaboTt evionionke ta teAevtaio 100 ypdvia, HoMG
TO. TEAELTOLO OTO OVTA TPOCEYYILETAL GLOTNUATIKG OTO TOLG EPELVNTEG HE OKOMO Vo
avalnmBobv ot tpdémot ekeivor Tov Ba Pondncovv axdua mepiocodTEPO TNV KabNuepvn (mn
evog atopov mov PpiokeTon 610 PAcpo TOv AVTIGHOV. Ot JTapoayES TOL PACLOTOS TOV
OVTIGHOD EKONADVOVTOL MG U0, GUVOETN KATACTACT] Y10 TO. GLTOWO TOV £XOVV OYVMOTEL e
OVTEG KO OVTIHETONILoVY Katd TV dtdpkela 11§ CoNG TOVG OPKETEG TPOKANCELS TOCO GTNV
KOWMVIKT EMKOIVOVIOL Kot OAANAETIOpOoN OGO KO LE TNV TOPOLGIN TEPLOPICUEVMOV Kot
emavolopfavopevav coumepipopav (American Psychiatric Association, 2013).

O 6pog avtiopog (oo ayyAkad autism) mpoépyetar amd v eEAANVIKN AEEN €aVTOG.
[Ipoomabwvtag Aowmdv va opicovpe TOV OLTIGUO KOL TNV 16TOPic TOL UEYPL ONUEPA,
evtomilovpe OTL N TPOTN avaeopd o€ avtov £yve and tov EABeto yuyiotpo Eugen Bleuler to
1908 (Sharma, Gonda &Tarazi, 2018). O 6pog dpmg avTIopuds, ToTE, YPNOLHLOTOMONKE MOTE
VO TEPLYPAYEL TNV OTOGVPCT] KOl TOV OTMAELN EMKOWVMOVIOG LE TNV TPOYUATIKOTNTO, GE
acbeveig pe oyloppéveln (Sharma et al., 2018). Aiya ypovia apydtepo o Leo Kanner, o oroiog
10 1924 avélaPe v kiwvikny John Hopkins otmv Boltipopt (Notag 2006), to 1943
EMOVOTPOGOIOPIOE TOV OPO AVTICUOG YLOL VO TEPLY PAYEL KATOLN YOLPOKTNPIOTIKA GUUTTMLLOTOL
o€ Toud1d, OTMG N KOWM®VIKY OmTOUOVMOGCT 1 Ol YAWOGIKEG daTopayEs, XmpIc OL®S avTd To
ool vo Exovv dyveotel pe oxllogpévela N Kamowo GAAN YVOoT) HEXPL TOTE YUYLOTPIKN
dwroapayn (Sharma et al.,, 2018). Zvykekpiévo, ta moudd avtd moapovoialoyv KAmoleg
EMOVOAAUPOVOUEVES KL GTEPEOTVMIKES GUUTEPLPOPES, ELPAVICOY 0dLOPOPia Yol KOWVOVIKES
dPACTNPLOTNTES EVM EMIGNG £l 0V SVOKOAIDL GTNV ETKOWV VIO KO TNV GAANAETIOPACT| LLE TOVG

dArovg avBpmnovg (Kanner, 1943 6nmg avaeépetan otovg Sharma et al., 2018). O Kanner 1o
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1943 kaBmg e1onyaye €k VEOL TOV OPO AVTIGUAOC, TIGTELE OTL TOL ATOLA TOV £YOVV OAYVOCTEL
pe avtdv, £X0VV PLGLOAOYIKY] VOMUOGUVY], apyoTeEpa OLMG Topatnpnonke ot évo. ueydio
T0G00TO TOV avOpOT®OV oV PPIoCKOVTOL GTO QAGLO TOV OLTICHOV, £XO0VV TAPAAANAQ Kot
voNTIKN votépnon pe coPapéc pabnotoxkéc dvokolie kabdG kol dwutapoyés oTov AdYO
(Notag, 2006). ITo avaivtikd omme avagépetar otny Fish (2012) o Kanner oto dpBpo mov
dnpooievoe 1o 1943 pe titho «Autism disturbances of affective content» (Kanner, 1943)
eEétaoce évreka mepuTOoES Tadwv (8 ayopwa kot 3 Kopitola) to omoio mapovciolov
OPIOUEVO KOO OTOUYEI. OTNV GUUTEPLPOPAE TOLG OTMWG 1 OVIIGTOON OTNV OAAOYN, Ol
OTEPEOTLMIKEG KIVNGELS, 1 0dvvapio. GUOYETIGHOD He GAAOVG Kot 1 Kabvotépnorn otnv
amOKTNGMN AOYOL VO TOPAAANAQ Kot T EVTEKO TOOLE ETYAV PUGLOAOYIKN COUOTIKY] OVATTUEN
(Fish, 2012). Méocw 15 épevvag avtng, o Kanner moapotipnoe éva cOVEPOUO HE HOVOSIKT
KMVIKNY €1KOVOL TO 0TT010 S1apEPEL amd GAAEG YVUYOTOOOAOYIKES LOPPES KO TO GHVOPOLLO OVTO
10 ovouace [Tpdipo Bpepikd Avticud (Early Infantile Autism) (Fish, 2012). Zopemva pe tov
Kanner ywa va yiver o1dyvoon [poyov Bpepikod Avtiopot, mpénet va ek mAnpodvtal 6vo
Bacwd kpurhplo To omoio €ival M AVTIOTOON OTNV GAANYY] KOU 1| HELOWUEVI] 1 UNOEVIKN
avtanokpion ota eEotepikd epebiopata (Fish 2012). Xy apyn o Kanner 6mmg avagépeton
Kot 6tovg Notog (2006) kot Fish (2012) ékave Adyo yio «yoveic-yoyeion dnAadn yio. pio celpd
YOPOKTNPIOTIKOV TOV YOVEOV OM®MG 1010TEPO ELEVEIG, CUVAICOMUOTIKA GLYKPOTNUEVOL,
Yuypol TPOG T TOSLE TOVG KO TOAD 0PYOvVAOTIKOL Kot Bedpnoe apyikd 0Tt avTi fTov 1 outio
NG TPOKANONG TOL AVTIGUOV GTO TOOLE KATL TOV GTNV GLVEXELN OVOIPEGE KOl O 110G Kot OTTMG
mAéov yvopilovpe pe Befardtnro Kot T€T010 QLK dev 1oyvel (Notag, 2006 : Fish, 2012).
To 1944 o Hans Asperger evtomioe moidid Pe KOWA YOPUKTNPIOTIKA TNV KOWVOVIKT
ATOUOVOOT KO LLE TPOPANUOTO OTIV AEKTIKT EMKOLV®VIN, TUTIKA YVOPIGUATO Y10 TOV TOOIKO
avticpo (Asperger, 1944). Avtd tov odnynoe otnv ddyvoon pog vEas dTtapayns mov
éuotale pe Tov anTiopd ka1 oroia ovopdo ke ovdpopo Aotepykep (Asperger’s Syndrome)
(Hippler & Klicpera, 2003). O Asperger ka1 o Kanner énoc avaeépetar otov Nota (2006)
yevvnOnkov otnv Avotpia, pe tov Kanner va givai d€ka ypdvio ukpdTePog Kot eV 6Tovd0s oV
Ko ot 0vo oty Biévvn dev cuvavtinkav moté petald toug (Notag, 2006). 'Eneita, to 1924 o
Kanner épuye and v Avotpia yuo va ovordfel tnv khvikny Hopkins oty Boltypdpn g
Apepucng (Notag, 2006) .Eniong o Asperger, 6tav to 1944 gpedhivnoe o katnyopio moidiov
KOL TNV OVOLLOGE «OTIOTIKY WYuyomadsion, etvat yeyovog 0Tt dgv yvdpile Yo TIg TPOTITEPES
épevveg tov Kanner (Notag, 2006). O Asperger mioteve 0Tl 1 AUTIGTIKT YOXOTAOEW Y TOV pia
dlaTapoyn TNS TPOSMOTIKOTNTAG 1) OTTOI0 CVYYWVEVETAL [LE TO PUGLOAOYIKO, ONANOTN £Kave AOYO

Y0 (0L OO0 EKKEVIPIKAV, OITOGVPUEVOV KOl TOPEAAANAN 1WO10ATEPO YAPIGUATIKAOV OTOL®OV
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OV &V TEAEL KOTOPEPVOLV Vo, €vToyOovv oIV Kowmvio Topd TV KOTOS TEPIEPYN
OAANAETIOpOOT KO ETIKOLV®VIN TOVG EVE TOVIGE EMIGNG OTL O1 SIUTAPAYEG AVTEG ELYOV YEVETIKO
vroPfabpo kar dev wpokarovvtav eEmyevag (Hippler& Klicpera, 2003). Onwg avagépeton Kot
otov Nota (2006), onpepa e tov 0po cHvopopo ASperger meptypapovpe ATopo e S10TopoyES
OUTIGTIKOV TUTOL UEV OAAG TOPOAANAO VYNANG AEITOVPYIKOTNTAG, LE 0eE10TNTEG GTOV AHYO
Kol Pe OEIKTN VONUOGUVNG 0plakd £mG pLOLoA0YWKO. Evd emiomng éva Kowd yvapiopo mov
TOPOLGLALETOL KOl GTOV TLTIKO OLTICHO €lvol ot 1dwitepeg KAVOTNTEG OV Umopel va
TOPOLGLALOVTOL GE OPICUEVOLS TOUEIG OTME 6TO KOAMTEYVIKO KOUUATL 1] GTOVG VITOAOYIGTEG

(No6tag 2006).

3.1 Xapaxtnpiotikd 100 PAopaTOS TOV AVTIGHOV

Avalntoviog v PipAtoypoapio GYETIKA LLE TOV OLTIGUO Kol TO YVOPICUOTH 0uToD, Ot
HEAETNTES OAQL QLT TAL YPOVICL KATOANYOUV GE OPIGUEVO GUYKEKPIUEVO YOPUKTNPIOTIKA TO
omoia PLGIKA Totkilovy and GvBpwro e avOpwmo péca 6To Eacua, VIAPYEL SNANOT TOtKIALN
TOV OTOUIK®V d10(POPDY GTO OVTICTIKG X OPUKTNPLOTIKA. Apyikdg, a&ilel va avapepbel, 0Tl 0
M. Rutter (1933) Nrav amd T0UG TPMOTOLS TOL Opsav 10 4 PACIKA YOPUKTNPLOTIKE TOL
avtiopov omwg avaeépetar otovg Volkmar et. al. (2005) kot avtd éywve cuvovalovtag ta
evpnuato Tov Kanner oyetikd pe tov Ppepikd avTiopd Kabde Kot To EVPNUATH TOV elyav
TpokOyeL uéypt tote oyetikd pe tov avtiopud (Volkmar et al., 2005). O Rutter, Ttopatipnoe
apYIK®OG OTL M EKONAW®GCT TOV GVTIGUOV KOl KOTA GUVETEW KOL [0 OPYLKT) TOV d1dyvmon,
Eexvdel oty nMKia Tov SvOUIeN XPOVEOV Kot OPIGUEVE OTTO TO Y OPOKTIPIGTIKA TOL UTOPOVV
va wapatnpnovv, givol Ta TPOPANUATO GTNV EXKOWVOVIO Kol TNV KOW®OVIKT avATTugn Kot
amd OpoUEVEG OCLVIOIOTEG GLUUTTEPLPOPES, Ol OTOIEG XAPAKTNPICTNKOV OC GTEPEOTVTIES N
aAMdG og avtiotoon oty odhayn (Volkmar et al., 2005). Tnv oxvtdAn TV gpeuvav énetta
a6 tov Rutter, mpe omwg avagépetor atovg Volkmar et al. (2005) o Ritvo, o oroioc to 1978
avaépinke oe (o aKolovdio EUTEPIGTATOUEVOV KMVIKOV GUURTOUATOV Yio v E6vim
Etaipia yio ta Avtiotikd IToudid (National Society for Autistic Children) (Volkmar et al.,
2005). Ta KAMvikd avtd coprntodpote cOpeova pe Tov Ritvo mepilapfdvovy duciertovpyieg
oTNV OHOAN avAmTtuén TOL ATOUOVL, OTNV OAio, oTNV TPOPAETOUEVN OmMOKPION OTO
epebiopato, otnv avtiinyn Kot oIV WUN AEKTIKN] GULUTEPLPOPE EVA EMIONG KOl GTNV
npoPAnuatikn wkoavotnta ovvdeong pe avhpomovg kot avtikeipevo (Volkmar, et al., 2005).

Eilvai yeyovog pe tnv mépodo Teov ypovev 0Tt OA0 Kol TEPIGGOTEPOL EPEVVNTEG LEAETOVV
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TNV TEPIMTOGT TOV PACHLOTOSG TOV OVTIGUOV Kot TPOSTAHoVV Vo 0picovV [ KOV YPOULUT €V
TPOKEUEV® VO SIEVKOADVETAL 1] SLAYVMGT TOV QTIGHOV GE UIKPA ToLd1d KO VO, LNV GUYYEETOL
HE AOmEG YuIKEG TaONGELS. XTIg Tpoomadeleg avTéc KaBoploTikd pOAO dLAdPALATICE KOt 1|
Wing (2000) npoodiopilovtog to Bacikd opaKINPIoTIKG TOV CUTIGHOD OVAPEPOUEVT OE TPIa.
e€ autdv mov mopovctdfovv ta dropo mov Ppickovtar oto @dopo (Wing, 2000). Ta
YOPOKTNPLOTIKG VT ivar yvootd g 1 tpuada thg Wing (Wing, 2000). H tpiéda Aodv tmv
TOPOTAV®D YOPUKTNPIOTIKOV Om¢ avapépetar otovg Cashin kon Barker (2009) amoteleiton
amd TNV OLOKOAINL OTN EMIKOWVMVIO, TIG OVGAEITOLPYIKEG KOWMVIKES OeEIOTNTEC Kol TIG
OTEPEOTVTIKES Ko emavoropfavopeveg ovprnepipopés kat kvnoelg (Cashin& Barker, 2009).
H Wing Loutdv, 660V apopd TNV KAMVIKT EIKOVOL TOV QVTICUOD, OVOPEPETL GE EAAEILOTO GTNV
AEKTIKN KOl U1 AEKTIKN OVATTLEN TOL OTOLOL EVA €MioMg KAVEL AOY® Kot Yo TNV OmovGia
ocuvaloOnuotog otnv ypotd tov Adyov (Cashin & Barker 2009). Xyetikd pe TIG KOWOVIKEG
de&lomteg, emonuoaiveTon N advvopio CAANAETISPOoNC EVOC ATOLOV LE QVTICUO IE EVa GAAO,
1N EMKOVOVIN 1e 0VTO Kabmg emiong Kot 1 KaTavonon ToV cuvalcONUATOV Kol TOV GKEYEDY
0V dAlov atopov (Cashin & Barker 2009). Tédog, 610 TPiTO YAPUKTNPLOTIKO TV ATOUMV LE
avTIopd, T otepeotumieg,  Wing avaeépel 0Tt to dTopa avtd Tapovclalovy HELMUEVOL
EVOLOPEPOVTO, EVA TAPAAANAL EKONADOVOLV TNV EMOVUIN VO £YOVV L0 GUYKEKPIUEVT] pOVTIVQL
Kol akoAovBio GVUTEPIPOPADV Kol ETIONG EVALAKPLTN ElVOL 1] AVTIGTAOT TOVG OTIG OAAAYEG TNG
povtivog tovg (Cashin & Barker 2009).

‘Eva emmAéov yopoakmplotikd mov moapovctalovv ta dtopo pe ADA eivor pa
QVIKOVOTNTO OVOPOPIKA LLE TNV AElTOVpYin TNG avTaciog n oroio ekdnAmvetal pe SLGKOALN
oTNV EKTIUNOT Kot TPOPAEYT YEYOVOT®V OV UTOPEl var Yivouv 6To HEALOV KO LE amovcio 1
TEPLOPIGUOVG TOV QACUOTOC PavIOoTIK®V dpactmplotitov (Bartoli, Garzotto, Gelsomini,
Oliveto & Valoriani, 2014). Emnpoofétmwe, ta modid pe ADA mopovstdlovv cuyva kot
aLENUEVO KIVOLUVO OYETIKG LE TNV TPOGOYY| TOLS Kol TN pLOUIOT TG GLUTEPLPOPAS TOVG,
YOPOKTNPLOTIKA 7oL dev &ivanl mpwtapykd yvopiocpata ™™g ADPA alAd cvvovtovtol
TOpAANAa LE Ta BAGIKA XOPOKTNPIOTIKA TNG OLAYyVOCTS OTMG £ivol ot ETAVUAUPBOVOUEVES
CUUTEPLPOPES, TO TPOPANUOTO GTIV EXKOIVOVIR KOl Ol O1LTAPAYES OTIS KOWVOVIKEG 0eE10TNTES
(Mazurek & Engelhardt, 2013). EmutAéov, o maudid pe A®A noapovoidlovv opiopéva akdpo
YOPOKTNPLOTIKA, avTiOETO MG TPOG T TVTIKA, OTMC eivan 1 ampocedia, 1 EMOETIKOTNTA KoL 1
VIEPKIVITIKOTNTO, TO Omoio KafloTohv oKOpo 7o OVCKOAN TNV KoOnuepv Tovg
AEITOVPYIKOTNTO GVVOVOGTIKA KOl LE TO, VITOAOITO KOG yopakTnplotikd thg A®A (Mazurek

&Engelhardt, 2013).
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YOUTEPOCHOTIKA, VO TO Atopo pe Awtoapoyxéc tov Pdopatog Tov  ALTIGUOV,
Topovcslalovy ToKikeg OpopEC METAED TOVG, TO YOPOKTNPLOTIKA YVOPIGUATO TOVG
dlakpivovtal 6€ Vo PACTIKOVE TOUEIG, TNV KOWVMVIKTY TOLG ETKOIVMVIO, KOl TV TEPLOPIGUEVT
aoONTIKN Kol KIVNTIKT GLUTEPLPOPA, XOPOUKTNPIOTIKG TOL Koo oyéon Oev €xouv He TNV
QUAN, TOV TOMTIGHO, TV €BvikotnTo Ko kdbe kowwvikr opddo (Khan et al.,, 2012).
Emopévag, ov Atatapayéc tov OAcLatog Tov AVTIGHOV, TPOKAAOLVTAL AGY® U0 TPAOLUNG
aAloloong otV eyke@oMKY] avdmtuén kot avadopydvoon tewv vevpoveov (Bauman &
Kemper 2005 ; O’Reilly, Lewis & Elsabbagh 2017). Aéym 6pmg tov 011 6NV mEpinT®mon Tov
OUTIGHOV OV VIAPYOVV 0ELOTIOTOL PLOJEIKTEC HEGM TWV OTOIWV VO S1OKPIVETAL YEVETIKA O
OUTIGHOG, N OLYVMOGT TOL TPEMEL Vo, YIVETOL e PACT TNG CLUTEPLPOPAS TOV OTOL®V. TNV
wpoondOela TOv va Yivel TO €VKOAN Kot oA 1 d1dyvwon Tov AVTIGHOV, ONUOGLEVONKE TO
2013, 10 Ztatiotikd Eyyepidio Poykdv Awroapaydv (DSM-5) (American Psychiatric
Association, 2013). . ITAéov vrapyet £va eviaio eaopa Tov Atatapoydv Avtiotikod Pdcpotog
10 omoio onpiletal oTig VO KATNYOPIES, TNV EMKOWV VIO KOL TNV GUUTEPLPOPE KOl GE QVTO
ovumeptiapPaveton Kot to Asperger kot n Aitdyvtn AvortoSiokr Atatopoyn Kabmg Kot GALES
JTaPOYEG YEVETIKEG M| YLYLUTPIKEG OT®MG TO GVVOPORO €00pavsTov X. KoL 1 dloTOpayn
eaelupatikng mpocoyne ko vrepkwvntikotnrog (Lord C, Elsabbagh, Baird & Veenstra-
Vanderweele, 2018). Onw¢ avagépdnke kot Tapamdve o TeElevTaio xpovia Tapatnpeitan po
EMIOTAUEVT] KOl GUGTNUOTIKT £PELVA GYETIKA LE TIC AtoTtapayEg Tov AVTIoTIKOU DAcHATOG 0o
EMIOTNUOVES TOAAMV KO SLOPOPETIKMV KAAd®WV TO 0moio v uépm eEnyeiton pe v e€EMEN g
WOTPIKNG EMOTNUNG OALE Kot emiong pe TO YeYovog Ot 0 aplBuds TV TodL®V TOL
dyryvookovton pe ADA 6A0 kol avEdvetol eygipovtog avnovyieg oty aTpikny Kowotnta.
Svykekpuéva, 1 PPAoypaeikn Epgvva Tapabitel 0Tl 6€ ToyKOoUIO KAILoKO EKTIHATOL OTL
napovctdloov ADA 1 oto 160 moudd (Elsabbagh, 2012)evéd ommv Aupepikn 1 ota 68
(Christensen et al. 2016). To 2018 eriong KatoypaEeToL OTL S1YVOOTNKAV UE QVTIGUO TO 2-3
% tov mtaudiov otig HITA (Banskota & Ng, 2020). H mieiovotnto ovtdv TOV Todidv
peyaA®vovtag ivat oA mhavo vo Tapovctdoel, LETaED AAL®VY, po £vTovn duokoiio GtV
eKTEAEOT] KIVINTIKOV 0e&lotNTv oL oV Ou®G VIdpEel 1 KATOAANAN Oepamevtikn

QVTILETOTION oo Kkpn nMkio pmopel va Pedtiobel oe éva moAd wovomomtikd Paduo
(Banskota & Ng, 2020).
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3.2 Kowmvikomoinon Kot avTicpuog

MeleTtdvTag OAO Kol TEPICCOTEPO TO, YOLPUKTNPLOTIKA TOV TOPOVSLALOVY Ta ATOWM [E
ADA mopotnpeitor 6Tt M AdLVOUIO COOTNAG EMKOW®OVIOG Kol KOT ETEKTACY] OUOANG
KOW®VIKOToinong ivat 1o mo ovvnieg xopakmpiotikd, AALOTE G HEYOADTEPT KAMPLOKO Kot
dAhote oe pkpoOHTEPN, HECO 0TO Gacpa. H éAdenyn emkotvoviag, ta TpofAnuata Adyov, ot
OTEPEOTVMIKEG GLUTEPLPOPES KOL Ol AOWTES OVOTTLEWNKEG OOTOPOYES TOL €lvol TLTIKA
XOPOKTNPLoTIKE Tov ADA cvvumdpyovv kot ennpedlovtor o€ peyaho Pobud omd v
YEVIKOTEPT] KOWVOVIKY dlatapayn mov sueoaviletar oto dtopa tov edopatog (Waterhouse,
Fein& Modahl, 1996). To yeyovog avto ival icmg T0 o GNUAVTIKO TOV UIopEl va. EXNPECCEL
v moldtto Cong Tov atopwv pe AOA kabadg n arovsio pag e0pubung kowwvikng Long
KOl EMKOVOVIOG LE TOV TEPTYLPO UTOPEL VOL 00N YNOEL GTNV 0OVVOUIN GOAANYNG QIMKOV KOt
TPOCOTIKMV GYEGEWDV Kol TOAMEG POPES AKOUO KOl TNV adLVOLI0 avTocLVTHPNoNS. Mepikd
Bacwkd xapaKINPIoTIKA TNG KOWOVIKNG aAANAeniopaocng mov ta dtopa pe ADA cvvnbmg
oTEPOVVTAL EIVOL 1] AVAYVOPLOT TS YADCCOS TOV COUATOS KOl TOV EKQPAGEMY TOV TPOGHOTOV,
N €KQPOoT TOV EGOTEPIKOV GLVUIGONUATOV pe Aoy, 1 TPOPAEYN KATACTAGEMY TOV UTOPEL
Vo TUPOOOTHCOVV GUYKEKPIUEVEG GUUTEPLPOPES KAOMG Kot 1 AOYIK) €ENYNOTN OPLGUEVOV
anpoOcuEVOV avTdpdoswmv Tov propei vo mpokAnbovv (Dyck, Piek, Hay, Smith& Hallmayer,
2006).

EminpocBétmc, n otrypn g evnikioong yio OAa ta wondid ivat £vo TOAD CTUaVTIKO
frua to omolo onuatodotel v apyn (oG véag emoyng Tov cLVHO®ME GLVOOEVETOL A0 TIC
OTOVOEG KOIL TNV VTOVOUIO G€ SLOPOPETIKY KATOIKIO 0o Tovg Yoveis. Evd ouwmg o mondd pe
A®D A Tov TeElel®VOLV TNV PaCIKT EKTOIOEVLOT 6TO oY 0AEl0 avépyovTan cOuemva e to National
Autism Indicators Report  mepimov otig 50.000 emoing, mOAD Aydtepa givar ovTd TOL
amopacilovy va cuveyicovy TV aKadNUAikAg Tovg mopeio oto maveniotho (Roux, Rast,
Rava, Anderson& Shattuck, 2015). Md&loto t0 T0606TO TOV TOSLOV TOV GLVEXILOVY TIC
omovdES ToLG efvan Tepimov 6to 35% ko etvan Eva apketd pikpd mocooTd Oyl LOVO GE GYEoN
pe tov apfpd mtodtmv pe ADA mov amo@ottody amd To AVKEL 0ALG GYETIKA KO LLE TO. TOGOGTAH
TOLOUDV LE OLOPOPETIKA €101 avomnpLdv dnmg LobNo1okéc SVGKOALEG Kot OLOKOAMES GTOV AdYO
(Roux et al. 2015). Ta mopandve T0c0oTd £ivar W10HTEPA AVNGLYNTIKE KAODEC EVOEXOUEVMS
delyvouv v empOraén kot tov ofo yia kbmotov pe ADA va kévet pua addayn otnv {on tov,
Vo YVOPIGEL Kovovupylo KOO0 Kot vo. Kotvevikorombel g eviiikag mAéov oe €va vEo
nepBdriov. EmmAéov, og portntng évag véog adrhdlel cuvnBeteg, amoyalaktileTon, EpyeTol TO

QAepT oTN (N TOL KOl PUGIKE KAVEL TAPEES TOL EVOEYETOAL VO KpATHGOLV ol {on E1GEPYETAL
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dNAadn o€ éva VEO 0TAO10 KOLVMVIKOTOINGNG O EVIMKOS TAEOV. L TEPITTMOOT OLMG TOL £Vl
ot pe AGA Aoy TG avTioTOoNG 6TV OAANYT], TOV TPOPANUATOV GTNV ETKOIVOVIO KO TOV
OVOGTOA®DV OEV TOAUNGEL VO 0KOAOVONGEL TNV TOPELD TOV TEPIGGOTEPMY GUVOUNAIK®OV TOL,
to1e  givor ovEnuéveg ot mOAVOTNTEG VO KAVOLUE AGYO Y10 OTOTLYMUEVI] KOWMVIKY|
EVOOUATMGCT TOV GLVOOEVETOL OO EAAYLIOTEG KOWVWOVIKEG ETOPES Kot LOVOELA.

Emopévog, m opod] xowvevikn evoopdtoon 1o moadiov pe ADA givor por SOGKOAN
dradkacio mov amortel xpOvo Kot VOOV oo KAOE EVOLOPEPOUEVT] TAELPA. ZOUP®VA KO LE
tovg Craig et al. (2021) éva emmAéov KOO YapakINPloTKO ot modd pe ADA eivar ot
KWWINTIKEG OVGKOMEG 01 OTTOIEC GE GLVOVAGHO Ol OTOIES LE TIG EMKOWVOVIOKEG KO KOIVOVIKES
dvokolieg dvoyepaivouy mepiocdtepo Vv katdotacn (Craig et al. 2021). Mdlota ot
KWNTIKEG OVOKOATEG onpeldveTol 0Tt mopovotaletal oto 35% £mg ko 79% tov atOpwv pe
ADA mapd T0 YEYOVOG OTL OEV GLYKATOAEYETAL AVAUESH GTO SLOYVOOTIKA YVOPIGLOTH TOL
eaouatog (Dewey, Cantel& Crawford, 2007: Craig et al. 2021). XZvykekpiuéva, peAETeC
£og1Eav OTL otV TEPINTOOT oV £va Tondl Xl LELWUEVEG KIVIITIKES IKOVOTNTEG, EMNpedleTan
EMIONG KOl GTNV EMKOWVOVIO TOV L€ TOVG CLVOUNAMKOVS TOL KA MG eVOEXOUEVMG VImBEL OTL OgV
umopet va cvppadicer pali tovg, eved emiong Kol oTNV MEPIMTMON TOL KATO0 Todl et
LELOUEVEG EMIKOVOVIOKEG KOl KOWMVIKES 0e&10TNTEG poiveTol OTL EMNPEALETOL OTI AEMTEG
KWNTIKEG O0eE10TNTEG TOV GE GYECT LE TOLS GLVOUNAIKOLG TOL OV Ogv avTeTOTILOVY

emkovoviakd (ntuota (Craig et al 2021).

3.3 Awtapayég Tov Pacpatog Tov AvTicpov Kot evijhikn (o1 (néon vonuocivvy)

Evdwapépov mapovsialel n mopeio tov atoépwv pe AGA katd v Tipodo Twv Ypovev
KOl GCUYKEKPLUEVO KATA TNV dtdpKeLa TG eVAKNG (mn|g Toug. Duoikd, eivon avapevopevo ot
dTopa e aPKETA EVTOVES KOl OVGAEITOVPYIKEG O1ATOPAYES TOV PAcHOTOG OV Oa efvar 0KOAO
va €(0vV Hiol S1opopeTikn LN amd vt Tov elyav ®¢ Todld, dnAadn Oa xpeldlovrol dS1opKMS
TNV OIKOYEVELD. ] KOO0V (pPOVTIOTH OITAG TOLC TPOKELUEVOD VO EELTNPETOVV TIG POCIKES TOVG
avaykeg. Xe o épevva. Aomdv mov éaafe yopa to 2013, ou Anderson, Liang xou Lord (2014)
Melétnoav éva detypo atopmv (0t amnd Kamola KAVIKY 0ALE KOVoTiKO), Ta 0oio KoTd TNV
dlapkelo. TG TAdIKNG Tovg NAkiog elyav dwayvootel pe Atotapoyés tov PAcpHatog Tov
Avtiopov, mov mopdAAnia Op®s o deiktng gveEving Tovg £detyve péon N Alyo vynAodtepn
vonuoovvn (Anderson et al. 2014). TTapatnpnnke Aowdv, 6Tl TO £va TPITO TOV EVAMK®Y

aUTOV oTOLV 0eV Topovsiole TAEOV PE OOV TPOTO TA KOWVA XOpOKTNPIOTIKA Tov ADA
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oA mopovcialav apketol Tovg TpoavapepfEvTeg oplopéva Yoyxtkd Cnturate pikpns opmg
Bapvrag (Anderson et al. 2014).

ATo ta mapandve PAETovue 6Tl dev UTOPEL VO TPOSIKAGTEL O TPOTOG LLE TOV OTOL0 £Val
nondt wov €xel dayvootel pe AOA Ba eehybel oty mopeion g eviiikng {mng tov, TL
EMTEVYLOTA KOL TPOSOTIKOVS GTOXOVS B LTOPEGEL VoL KUVIYOEL OAAL KOl VO KOTOKT|GEL.
"Evag, katd ko opodoyia, onuoviikodg otabpnds oty {on kabe avBpomov givatl ot 6Tovdég
KoL 0pyOTEPA 1 EVPECT EPYAGIAG. TNV TEPITTMOON AVTN, Ui OKOLO EPEVVOL TOV LEAETNCE TNV
evnikn Lon atopov pe AGA emonuaivel 0Tl TPAYUOTL VIAPYEL UL HeYAAN avénomn otnv
GUUUETOYN KO TNV TOPELD TV ATOU®Y OLTMV GTNV EKTOIOEVOT GVYKPLTIKA pE Ta TeAevTaio 20
ypdvio Opmg eivar Avmnpo OtL 1 emaKOA0VON amoppOPNoN TOVS GTNV Oyopd epyaciog Oev
ovvadel amodAvTO pE TO akadnuaiko tovg eninedo (Howlin, Moss, Savage& Rutter, 2013).

‘Eva axopa yeyovog mov eviomicov ol epeuvntéc kKo pog mpoPAnuoatilel, givol to
YOUNAO T0G0GTO TV atopwv pe ADA kot péon vonuoouvvn ta onoio Lovv aveEdptnta omd
TNV OKOYEVELD TOVG GE Ok TOVG omitia KaBdg ayyiler poMg to 25% pe Tovg vrdroTovg va
Bpiokovtol KaTm amd TV 1010 6TEYN He TNV VTOAOUTI] OIKOYEVELD KOl GE KOATOLES TEPUTTMOCELS
avtd va otapatd og peyain Osmpntikd niwkio (Anderson et al. 2014).

TEN0G, avapOpPIKd LLE TIC SIUTPOCOTIKES OYECELG TV EVIMK®V atopev pe ADA, éva
€VYAPLETO YEYOVOG tvan 6TL Ta TeEAevTaio 20 ypovia oTadtokd ovédvetal n Onpovpyio GIMK®OV
OY£0EMV KOl GUYKEKPIEVO 1 Onpovpyia kot 1 vapén TovAd IoToV oG opolfaiog eriiog
omv Cof Tov atdpov, aird eSaxorovBel va eivar oAV petowpéveg ov mBavotnteg yio

dnpovpyio pakpoypoviag oxéong N yapov (Howlin et al. 2013).

3.4 O¢gpancia

Ot emoTUoveS ava Ta ¥povid ovalnTobV OTOVINGELS CYETIKA HE TL TUPOOOTEL TNV
EUPAVIOT] TOV SOTOPOY DV TOL GVTICLOV GTOV AVOPMOTO Y®PIC OUMG CNLOVTIKG ATOTEAEGLLOTOL
Yo T aitie Tov Tov Tpokahovv. Emiong oev vdpyet Kon kamota kabolkn Bepaneio péow tng
omoiag Oa katapépet Kamotog va amariayel and Tov avtiopod. [1dpa tavta, TpokvmTovy Eneita
amd épevveg TOAEG Oepoamevtikéc pnéBodol ol omoieg mTapEyovv TNV SLVATOTNTU UETPLOONC
OPIGUEVOV KOWVMV YOPUKTNPLOTIKMV TOV QVTIGTIKOD PAGHLOTOS LLE GKOTTO TNV SUVATOTNTU TPOG
pe KaAvtepng mordtrag Con. Ot mapepfdoeig mov yperalovion ta datopa pe ADA og €160g

Oepameiog Kot 1 GLYVOTNTO AVTOV, EVOL PLOTKA KATL TO 0Toi0 dtaPEPeL Oyt LOVO amd ATopo e
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dropo, Kafmg amd TNV GTiyur] Tov Kavovpe Adyo yio edopa 1 Kabe mepintwon mwopovctalet
TOPOL TOAEG SLOPOPEG OO TNV AAAT, OAAG ETITPOCOETMC TOPATPOVVTOL TOIKIAEG LUPOPES
KOl TPOTOTOMGELS TOV TAPEUPACEDY OVOAOY G TNV NIELPO TNV Y DOPA OALE KO TIG YEMY POUPIKES
TEPLPEPELEG péoa oty oo v yopa (Elsabbagh &Johnson, 2016). ‘Eva yeyovog opmg mov
oy0el og TOAD peyaho Pabud kol acyétmg yemypopikng tonobeciag, ival 0Tt ot yoveig ot
omoiot £XouV Eva YOUNAO LOPPOTIKO ETITEDO, OEV TOPEYOVV GTA TOULA TOVG TIC TPOPAETOUEVECS
Bepamevtikég dwndwkaciec mov cvvhbwg ypetdlovtal Enetta omd v odyvoon pe ADA v
TPOKEWEV®D VA TPOKOYoLV Pedtiotikd anoteléopata (Salomone et al. 2016). TTopdrinAa,
ONUOVTIKOG AOYOC 0 0T0i0g UTOpel v 00N YNGEL TOVG Yovelg otV Un emapkn Bepaneio TV
OOV TOVG 1 KOl OTNV TOVTEAT EAAEWYN OVTAG, EVOEXETOL VA €ivOl TO HEYAAO OIKOVOUIKO
Bapog o omoio avtipeTnilel n owkoyévela og mepinTtwon mov To Toudi dSayvootel pe ADA kot
70 0moio Tovg avaykalel va unv umopovv va avtarne&Elbovy TAnpwg (Lee, David, Rusyniak,
Landa & Newschaffer, 2007).

‘Eneito amd o oepd epeuvdv, ol E€MGTAROVES €YoV TALOV KOTAANEEL OTO
CLUTEPAG LA OTL EXEL TALPA TOAD peYAAN onuacio N nAkio kotd T omoia B mpaypatomom el
N dyvoon Tov oVTIGHOV KoOMC 060 7To cvviouo EEKIVAGEL o €101KN Ogpameio
TPOCOPLLOGLEVT OTA OOHTEPA. YOPAUKTNPIOTIKA TOV KAOe Toud1ov TO60 Mo whavod sivar va
vdpEovv OBetikd amoteAéspata mpoddov kot to mondi pe ADA va givar oto pEALOV évag
AeToVPYIKOC eviAkag. MAMoTO, EMGTNUOVIKG gupripata delyvouv OTL To TOOL UE
dtapoyés TOL  QACUOTOS TOL OVTIGHOV dgv  Pplokovion oe mANpn dyvowr Otav
OAANAOETIOPOVV e KAmolov aALd avtifeta, umopodv va Katardfouvv Tic TpobEcels tov Kot To
vonuo mov KpOPEL M GLUTEPLPOPE TOL OMMG EMIONG VO KOTAVONGOUV OPICUEVEG OO TIG
evépyeteg tov (Liebal, Colombi, Rogers, Warneken& Tomasello, 2008). Avtd onpaiver 611
VIapyEL TPOGPOPO £30POG KOt TOAD peydAeg TOAVOTNTES APKETEG A0 TIS SLOTAPAYES TOV
QAacpotog Tov ennpedlovy v mowdtnra {mng tov atdpov pe AOA va eEopoivvloiv kat va
LETPLOGTOVV OE £€VO EVIVTOGOLOKO emimedo. 'Eva mapddetypo To 16 vpomolel v mopomdvm
0éom eivar avto g Temple Grandin (1995) n omoia eivon pio yovaiko wov giye dtayvooTel pe
Awrapoyés tov Avtiotikod Pdopatog 6tov NToV OPKETA VEN Kol KOTAPEPE CTAOIOKE VL
vrepPet TIg OVOKOAMES TOV TPOKVATAV AVAPOPIKA LE TNV EXIKOVMOVIO KOl TOV AOYO, HEGH GE
pio vtoPloypapio Le GKOTO VoL EVIULEPDCEL TOV KOGLO, TOVILEL TNV ovoyKatOTnTo VoL vITdpEet
N 01dyveon Tov aVTIoHOD 6€ €vo, GOVTOUO XPOVIKO SLAGTNILO AVOPOPIKA Le TNV NAKic TOv
noudtov (Grandin, 1995) . Katt této10 0mmg avapépet givat apkeTd onuovTikd Kabmg, evosyetal
VO LETPLICTOVY OPKETE OO TOL KOV YOPOKTNPIOTIKA TOL QLTICUOV, OPKEL OPMG TO Todl va

EYEL IKAVOTNTEG AOYIKNG OLATNG TPV avTd PTAcEL TNV NAkia Tov tévte etdv (Grandin, 1995).
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Awpaivetar €161, 0Tt TOAAEG POPEG M TPOANYT] KoL 1] £YKOLPT OVTILETOMIOT €lvon 1 koAvTEPN
Oepaneio kabmg N toyeia aviyvevon e APA ota mandd ivor OTIKAG onuaciog Kol umopet
VO LEYIGTOTOMGEL TIG OLVATOTNTEG TOVG GTNV EXKOWMOVIO, KOl TIG KOWVOVIKESG 0EEIOTNTEC, OVLO
Aertovpyieg otig onoieg cuvibwg votepovv (Fakhoury, 2015). Katt této10 BéPara dev givar
TovTo apKeETO 010TL OTMG IVl TPOPAVES, TEPIMTOOT OO TEPIMTWON SAPEPEL OUMS TP  OAaL
aVTA TPOKELTOL Y10 £VOL KPIGILO TPADTO PLa Y10 TNV OVTILETMOTION TG Katdotoons. Eniong,
10 va opakorovdeitot To modl pe AGA aAAd Kot O OIKoyEVELD OO ETAYYEALOTIES EOTKOVG,
HE TG KOTAAANAEG oapepufdoelg elvor kATl t0 e€apeTikd OEEALO 010TL N Pedtimon Tng
EMIOO0NG GTOV TPOPOPIKO AOYO pmopel voo  @tdoel to 75% evd mapaiinio PeATidoelg
VILAPYOLV KOl GTO GUUTEPLPOPLKA Y APUKTNPIOTIKA, TNV AVOTTLELOKT TPOOJO KO TIG YVMOTIKEG
wavotnteg (I'kovéra, 2006). Evoegyopévamg, yia va Bpebetl  katdAAnin Bepaneio ko var unv
YOVETOL TOAVTILOG YXPOVOG Vo glvol omapoitnn m €OPEST TOV AOY®V Y10, TOVG OMOLOLG
wpoKaAeiton 0 avTiopos. Kot t€toto opwmg ivarl apketd 0V6KOAO KaBMG TPOKELTAL Yo Lol
OPKETA TEPIMAOKN KOTACTOON OTNV  omoio. EUMAEKOVTOL TOGO YEVETIKOL OGO Ko
neplPariovtikol mapdyovteg mov Kafiotohv dVGKOAO TOV aKpPr] TPOGOOPIGHO TOL TOV
nopodotel (Sandin, Lichtenstein, Kuja-Halkola, Larsson, Hultman &Reichenberg, 2014).

Emopévmg, amatteitol va yivetor ypinyopa n d1dyvooT) TOL aVTIGUOD GTO TPMTO Y POVIO
Cong Tov Tand1ov Yor GAOVG TOVG, LMTIKNG ONUAGTOG, AOYOVS TOV avagEPONKAY Kol TOPATAVE®.
Méypt tdpo N SAYVOOT TOV OVTIGHOD TAPAUEVEL VA OVGKOAO KOUUATL, OUMOG LITAPYOLV
APKETEC SOKIUAGHEVEG LEDODOL TTOV TPOGPEPOLV IKAVOTONTIKA OOTEAEGLOTA. Mo arrd ovTég
eivon To Social Communication Questionnaire (SCQ), to onoio givat évo EpOTNUATOLOYIO UE
oKomo Vo Tpocdlopicel TNV mBavoTNTO TO TOdi va £xel Atatapayés tov Avtiotikod Pdopotog
KOLL EV GUVEYELDL VOL TO TTOPATEUYEL GE TEPULTEP® AELOAOYNGELS Yo TNV aKkpip1] didyvaoon (Chen,
Zhanga, Wang & Liua, (2019).

O épevveg ka1 ov ovveyelg mpoondbeieg v avalntnon Oepaneiog oe modd e
Awotapoyég Tov AvTioTikob PAcUATOC UTOPEL TIG TEAEVTALES dEKOETIES VaL EXoVV evTabel KaOmg
avEAVETOL Kol 0 aplOpog Tov dlayvmcemy, amd TNV GAAN peptd Opwe ekivnoay va yivoviot
TOALA pOVIa Ticw. MaAiota to 1960 o lvar Lovaas mpoondfnce vo evipupfoel 6€ Toudld e
ADA véeg oVUTEPIPOPEG ME MWL TEXVIKY] TOL OVOHOGE "€QAPUOGUEVN  ovaAvom
CUUTEPLPOPAS”~ COLP®VA LE TNV OTOL0. L0 GUUTEPLPOPA TOV TOd10D Umopel va evOappHVETIL
N va amofappiveTan pe okomd To modil vo KatahdPel Kol va pabet vo TPATTEL TO GMGTO
(Rahman, Ferdous, Ahmed& Anwar, 2011). Xtnv ovcia dniadn ved v kabodnynon mavo
evog €100V 10 Todl Ba AapPavel TPoPEC, aVTIKEILEVA KOl GUYKEKPIUEVES EVEPYELEG MG

avtopolpn yo vo Kotahdper mola givan n embounty cvunepipopd (Rahman et al. 2011 ;
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Charlop-Christy, Carpenter, Le, LeBlanc & Kellet, 2002). To &idog ¢ Oepaneiog avtig mov
TPMTOC lonyaye o0 Lovaas mpdypartt eiye Tohd KaAd amoteAEGHOTO To OTTolo TPONADaY £metta
and mapo TOAAEG ouLvedpieg, TOPOLGLALEL OUMG KOl OPIGUEVO HELOVEKTNAUOTO OT®G
napovctdfovv ot Rahman et al. (2011) kanoto and Ta omoio ivorl ot TOALEG cuvedpieg amd
€EE10KEVUEVO TTPOCMOTIKO TOV EVOEYETAL VAL LILAPYEL EAAEIYN KB MG eMioNg Kol TO YEYOVOG OTL
10 Tondi Bo TPETEL GUVEY DG VOL OAANAOETIOPA e Evay AALOV AVOP®TTO VD PLGIKA EIVaL YVOGTO

OtL avTo givan KaTL TOL ayydveL To Tondl pe AAD ko pmopel vo SLGKOAEYEL TNV dladIKaGi
(Rahman et al. 2011).
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KE®AAAIO IV

VIDEOGAMES/ ESPORT KAI AYTIEMOX

O afntiopodg, mhektpovikdg 1 un, KatoAapPaver éva tepdotio péyebog otnv
TOYKOOULOL OWKOVOWID HE EKOTOUPOPO avOpdT®V Vo 0ooyoAovviol UE ovtdv €lte of
enayyehatikd eite gpactteyvikd eninedo. Ovoikd, v dvvordTNTO TNG ETAOYNG Yo TNV
gvacyOhnon 1M Oxt pe tov afAntiopnd mpémer va v €xovv  OAot ot avBpomol
CUUTEPIAALUPAVOUEVOV TOV ATOU®V LE OVOTTPIES TOL OPEAT GTOVG OTTOLoLG efvarl avapiOunta.
2V TEPINTMOOT TOV KAAGIKOV 0OANTIGLLOD, OE00UEVOL OTL 01 AVOPmTOL 0o OA0VVTAL [LE AVTOHV
YAMBAOEG XPOVID, Ol EVKOLPIEC YlOL TOL ATOMO UE OvOmNpieg ivor TeEPIocOTEPEG KO TAEOV Ol
TEPLGGOTEPOL OV TO EMOVUOVY UTOPOVV VO GUUUETEXOLV GE COUOTEiR Kot vo abAovvTon
KOVOVIKG avaAOy ¢ pe to dOAnpa mov tovg taupralet. To eSports amd v GAAN peptd eivan pua
TPOCEATN GTNV 16TOopia TPOosHNKkN N omoia £xel avamtuydel kot e&eAyOel pe yopyovg puOpovg
o€ o TepaoTia Bropunyavia, €yeipovtag To EVOLNPEP®V Yol TO AV Kot KATd TOGO Hmopohv va.
SVUTEPIAN OOV GE QLTI KO TO ATOLO LE VO PLEC.

A@ov Aowmdv yvopicope To Kovovpylo €idog abintiopov, to eSports kot kabag
avagepOnrkape otic Atatopayés Tov PAcUATOS TOL AVTIGHOD Kot TO KOPLOL XOLPOKTNPIGTIKA
TOVG, WITEPO EVOLIPEPOV TAPOVGLALEL 1| TPOSTAOEL GLYKEPAGHUOV TV OLO CVTAOV.
Yuykekpuéva, HECH O oL TOYKOGHO Kowotnto 1 omoio mpoomabel pe kdbe tpdmo va
dloparioel v ion €viaén Kol EVOOUAT®OON TGOV OTOU®V UE OVOTNPIEG 6TO GUVOAO TOV
YEVIKOO TANOVLG 0D, YEVVATOL TO EPMTNILA Y10 TO OV T eSPOrts eivar éva tedio mov pmopel va
ovumepAdfet Ta dropa pe avornpieg. Xtnv noapovoa epyacia PEPora Oa acyoinbovue pe Ta
aropa pe Atatapoyés tov PAGHaToc Tov AVTIGHOD Kot KOTE TOGO UTOPOVV VO, GUUUETEY OV
evepyd otnv eSport kowvotnta oAld apyikd a&ilel vo doVE TO TEKTOVOUEVO GTNV EVPVTEPN
Kotnyopio TV ATOU®V HE avamnpies.

To mpmto Tovpvovd eSports yuo dtopa pe avamnpieg Elafe xodpo poig to 2019 oy
lortovia, oe plo TpoomdOela OAN avT M EMTOYLVOUEVT] OVATTUEN KOL GUUUETOYT GTOV
niextpovikd abintiopd va copmeptrdfet ko to ApeA e&icov, divovtag Tovg TNV evkotpio va
OUUUETAGYOVV GE £VO OVTOYOVIOTIKO TTotyVvidol oL HEVEL OVETNPEACGTO OO TIG COUOATIKES

KOAVOTNTEC. XVYKEKPLUEVA, TO Tovpvovd 01eényn otic 31 Avyovotov tov 2019 oto mhaicia
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tov Gumna eSports Festival oto Takasaki. Ot GupUETEXOVTES dlay OVIGTNKOY GTO SNUOPIAES
League Of Legends 6mov 4 ouddeg tmv 5 moktdv diekdiknoav to ypnuotikd énadro tov 1
ekoToppvpiov yev (Dexerto, 2019). Apwydc oty TpOTOPOVH VTN TpooTdbela, GTaONKE N
etarpia Onelife Inc. n omoia katd TV S16pKELN TNG TPOETOLUAGIOG TOV TOVPVOLA TAPELYE E1O1KO
eEomMopnd 0Toug APEA GUUUETEYOVTEG LE GKOTO VO UTOPOVV VO SLOYEIPLGTOVV KOTUAANAWG
TOV TEYVOLOYIKO EOTAIGILO KOl TOL VITOAOYIGTEG Kot LdAoto To NoéuBpio to 2018 idpuce va
KEVTIPO 610 0moio Ba Lwopovv va TpomovovvTal OAOL Ol TalYTES Le avamnpieg wov BEAovv va
OLUUETEYOVV GTOV Becd Tov eSPorts kot va yivouy kai ot 1010t emayyeApaties maiyteg ympic
neploptopovg (Kydonews, 2019).

Eivon yeyovog 0TL o mailkteg pe avammpio Tov GUUUETEXOLV GTO YNPLOKE Totyvidwo
elvar apketd moALol, KATL TOL SloPAivETOL ATO TNV OLAOIKTLOKY] OP ACTNPLOTNTO GTO LECO
KOW®VIKNG SIKTOMO NG, 0O S14(p0pES KOWVOTNTEG TOKTMV, KO dC ko ad To Twitch, Ayo opwg
elval YVvOOTA Y10 To EMUTAEOV YVOPICUOTO TOV TOLTOV GVTOV OT®G TO €100 TNG avomnpiag,
TOL TTOLY VIO TTOV TTPOTLLOVY KOt TOV aKPLP1) LITOGTNPIKTIKG EEOMAIGHLO TTOL £X0VV GTNV d1ABeoT
touvg (Beeston, Power, Cairns, & Barlet, 2018). ITapdAinia, oxetikd pe tig SVOKOAIES TOL OL
CUUUETEYOVTEG LLE OVOTNPIEC OVTIUETOMILOVV, TapOTPEITOL OTL TOL EUTOSLO GEV EYKEIVTOL LOVO
OTOV TPOKTIKO TPOmMO Jloyeipiong tov MAEKTpOVIKOD €EOMAICUOD  OAAGL Kol otV
TPOocPactuoTNTA HEGH GTO 10100 TO oY VidLo Kot Yio TOV AOY0 anTd yivovtol Tpootadeieg dote
KOTOOTOVV EVKOAWMC dtoxepioua yio. kaOe moiytn (Beeston et al. 2018). IMopd dpog tig 6moteg
dvokoMMeg paivetar 6t To aioOnua Kot 1 evOVLVN TG CLUTEPIANYNG Y10 TOL ATOMO LLE OVOTTTPLES
1eivel oTAdIOKA Vo Kuplopyel T060 6ToV Ydpo Tov eSPOrts 6mov Omwg avaeépbnke to 2019
€Y1vE TO TPAOTO TOVPVOVE Yo A.pe. A 660 KOl GTOV OKAONUOTKO YDPO, GTOV 0moio dte&dyovtan
gpevveg Yo évav amotelecuatikd tpomo kaborikng évraéng. Ou Porter ko Kientz (2013)
TPooTaf®VTOS Vo GVAAEEOVY emmAEOV TANPOPOpPieg epgvvnoay €va delypa 55 atoumv pe
avanmnpio Tov Teilovy YNELoKA oy vidlo GLYKEVTPMVOVTAG GTOLXEIN AVAPOPIKA LLE TO PVAO,
10 €100¢ TG avammpiog, TNV NAKic, TOV TOTO TOLYVIOIDV TOL TPOTLLOVG OV KOOMDS Kot OPIGHEVES
ovvevtevéelc amod avtovg (Porter& Kientz, 2013). And v £pevva TPoEKLYE OTL TO dEly L0 TOVG
oLVOVTOVGE EUTOOL0. GTO YNPLOKO TouyViol AOY® OopOp®mV SVOKOAIMV CYETIKO UE TOV
TEYVOLOYIKO €EOMAIOUO KOl KOT' EMEKTACT] TPOTILOVOE TO. OTOMKA TTouyvidl EVovTl TV
opadikadv (Porter &Kientz, 2013). ExnmpocOétme, émerta and emkowvmvia tov Porter kot
Kientz (2013) pe tovg avimpocs®dmTovg G Propunyaviog TMV MAEKTPOVIKMOV TOLYVIOLDV,
AVOPOPIKA UE TO TPOPANUATO TOV TO ATOWO LE AVOTNPIES OVTILETOMILOVV, VITOYPAUIICTNKE
ot n Prounyavio divel TPOcoy 0€ TPAYUATH TOV AVTIAAUPAVETOL AUECO OO CUYKEKPIUEVES

avAYKES GUVOOEAPOV KO OVTILETOTILOVTOL Y10 TOUPASELYLLOL LE OVOILAUOPPOCT TOV XPOUATOV
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N pe TpocHnkn voTiTA®VY, YEYOVOS TOV OOOEIKVIEL TV AVAYKN TOPOLOLOV EPEVVMV TOV VO
€0TLALOVV OTO 1O10ATEPA KOl GUYKEKPLUEVO YAPOKTNPIOTIKA TOV TOLYTOV LE OVATNPIES MOTE
070 HEAMAOV VO, Yivouy o1 KatdAAnAeg Tpomomomoelg yia kabéva and avtovg (Porter& Krientz,
2013). Eivon mpaypatikd <o ovapopds 0Tt 0l KATACKEVAOTEC TAATPOPUOY Yo To. €SPOrts
AVOTTUGGOVV TAEOV TPOIOVTO e GKOMO TNV GLUTEPIANYT OTOL®OV HE avamnpia, YEYOVOS TO
omoio opeidetor ev pépPn oTov oAoEva Kat avEavopevo TAnduopnd ApeA mov 0€het va acyoinOel
e Ta eSports kot £T61 divetat To KivTpo yia o emyyepnuatikd avorypa. [ap’ 6ha avtd, 6moto
Kot vo eivol To Pactkd kivtpo oev mavel va givor pia TPOKTIKN oL YeVVE aloOnpa aictodoéiog
yio 11 emopevec mov Bo axolovOnoovv. To 2016 m xotackevOoTIKN gropia. Sony,
KUKAOQOpNoe TV Kovaora tov PlayStation 4 kot cvpmepiédafe wg HEPOC T0L AELTOLPYLKOD
MG OLGTNUATOS, £va. GOVOAO emAoydv mpooPacipdttag mov 01bece Kol GTOLG
TPOYPOUUATIOTES Yio TNV Onovpyio oy vididv (Power, Barlet & Haynes, 2019). Aiya ypovia
apydtepo Kot cuykekpiéva, o 2018, oepd gixe n Microsoft n omoia kvKho@opnce Eva véo
npoiov, To Xbox Adaptive Controller (XAC) pe yaunio kéotog kot Bactkd okomd Ty mapoyn
EVKOALMV YEPIGUOD Kot EAEYYOL TV ToyVidudV omd to dropa pe avammpieg (Armstrong,

2018)

4.1Awrapayés Tov PAGPRATOS TOV GVTIGHOV KU NAEKTPOVIKA TOLYVioLa.

Avagopikd pe v oyéon tov Videogames kot Tov QAGLATOS TOV GVTIGHOD, TopoTL
pmopel apytkadg va TpokaAEsEL EKTANEN, eivan Tdpa ToALOl o1 epeuvnTég 6TV PiAtoypapikn
€pEuVa Ol OTolol TAPUTNPOLV TNV TPOTiUNon TV atopmv pe ADA mpog To NAEKTPOVIKA
oy vidla, ta Videogames ko piia EAEN Ttpog Tig 000veg yevikotepo (Mazurek etal., 2012 ; Chen
et al., 2019 ; Orsmond & Kuo, 2011). Eivatr apketoi ot epeuvntég ol omoiot eKTLovV OTL M
evooyoinon tov atopov pe AAD pe ta evepyd videogames umopei vo empépetl Ostikd
amoteléopata. Evac and avtodc tovg epevvntés, o Kunzi (2015) emonuaivel tv guepyetikn
emppon tv videogames 1dtaitepa 6Tov anTd dgv givar oTatikd, aALd avtifeta OEtovy dho T0
ocopo og Kivinon pe oKomd TV OAANAETIOPOOT HE TO TTOLyVidl, Kol £X0VV MG ATOTEAEGLO VO
EVIOYVOLY GTO TOLOLH TIC KOWVMVIKES TOVG 0e&10TNTEG. ZVuyKeKpLuéva, To Toudd pe ADA €youvv
UELOUEVEG KIVITIKEG SUVOTOTNTEG GE GYECN LE GUVOUNAIKOVE TUTTIKNG OVATTUENG KO [LE TO VOl
BeAltiowBovv cg avtdv Tov Topén Ba LEwBOVV 0pIGEVES amd TIG d10popEég TOVG Kat Ba etvat o
gvkoAo va cuppadiCovv (Kunzi, 2015). MdAiota, ival T060 GNUAVTIKY 1) COUATIKT GOKNOT

ota Todld pe ADA, £€6T® KOl 0V VT TPOEPYETOL OO £VO, EVEPYNTIKO NAEKTPOVIKO oy Vidt,
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OV TO, OQEAN TOKIAOVY TOGO GTNV PEIWON TOV GTEPEOTLIIKMV CUUTEPIPOP®V OGO KOl GTNV
BeATimo™ TG EXKOWVOVIOG TOVG LE TOVS AAAOVLS KOl OC EMEKTOCT KOO KOL GTNV OKOOTLLOTKT
tovg mopeio (Kunzi, 2015). To yeyovoc 6tt maudid pe AP A teivouy va £x0vv pia. pomn TPOS Ta.
videogames épyovtar otnpifovv kol EMTAEOV £PEVVEC, GOUQOVA HE TIC OTOiEC TO ToUdLd
TPOTILOVY VOl TEPACOLV TOV EAEVOEPO TOVS YPOVO UTPOGTA OO Lo NAEKTPOVIKT 006V, Tapd
o€ omoldNToTE GAAN KOwmVIKT dpactnpiotnta (Jacobsen & Forste, 2011). Emmpocbétmc,
eVAoyOANOT TOVG LLE TO NAEKTPOVIKA oY Vidla TANGLALEL TIG 2 MPEC NUEPNGLMG Ko TapAAANA QL
eoaivetar 0Tt Todtd Ko ot Eenpot pe AGA KaTovaA®VOLY TEPIGSOTEPO YPOVO LEGH GTNV HEPOL
TOVG UTPOSTA amtd TNV 000V 0€ GYXE0T TOCO LE TOdio TUTIKNG AVATTVENG, OGO KOl PE ToUd1d
ue Aowég avamnpieg (Mazurek etal. 2012; Mazurek & Engelhardt 2013b; Mazurek& Wenstrup
2013).

Evdiagpépov puokd mapovoidlel n avaltnon tov AGyov Yo, ToV omoio T ATOd UE
ADA £yovv o dwaitepn mpotipunomn mpog Tic 006veg yevikotepo Kot Tpog to. Videogames
ed1kotepa. Mia dmoyn givar 6TL ) Tpotiunon avth Paciletorl oto yeyovog ott to Videogames
TPOCPEPOLV EVa EIKOVIKO TTEPIPAALOV TOV dleyeipel TO EVOLOPEPOV KOl £TCL TOPEYETOL GTOL
dropo pe ADA m dvvatdTNTO Vo YPNOUYLOTOGOVY TNV OeEOTNTA TOVG OTNV ONTIKN
eneepyacia (Mazurek, Engelhardt &Clark, 2015). Xvykekpiuéva, ToALG amd To ATOUA UE
Awrapoyéc oto Daopa tov Avtiopol @oaiveton Tmg £xovv pia £peomn Kot emmAéov de&lotnta
®G TPOG 0L OTTIKOD TOTTOL CKEYT LE TPOCOYN OTIG OMTIKEG AETTOUEPEIES KOl MG EK TOVTOV
KoAOTEPN avayvmplon tov ontik®mv potifov (Pellicano, Mavbery, Durkin & Malev, 2006;
Stevenson, Gernsbacher, 2013). Eropévag, ta video games mov Bacilovial oty £k6vo, Kot
amotToOV amd TOVG YPNOTEG TOLG L0 EVOEAEYN TOPOATIPNON O TPOG OVTN, QOIVETOL TG
EVVOOLV TO, ATOLO TTOV £YOVV EVYEPELN GTNV OTTTIKY Tapatipnon. Eniong, copeava kot pe Toug
Mazurek et al. (2015) éva eAkvoTtikd yeyovog oyetika pe to. Videogames givot 61t Tpoc@épovv
éva Kol kaBopiopévo eavtacsTikd mepBAilov xmpic va amoartovv omd Tov xpNnotn va eysipet
™V O1KN 1oV Qavtacia kabng ta dtopa pe AOA mapovsialovv pio SVCKOAIN G AVTOV TOV
topuéa (Mazurek et al. 2015). Mg tov tpomo owtd AOITOV TOVG TAPEXETAL 1) SVVATOTNT VO
LETEXOVV KO QVTA GE L0 KOTAGTAOT QOVTAGLG, TApaPAETOVTOS OPL®S TV SVCKOALN OV TN TOV
vapyel ota dropo pe ADA. Kotalfyovtag, ta video games divouv ota dtoua ue AGA
oplopévo otolyela amd avTd Tov PEAIVETOL V. TPOTILOVV, Onwg gival 1 TpofAeyinotnTa, M
EMOVAANYT KOL 1) POVTIVA LOKPLA OO TIG AAANAETIOPAGELS TOV e£MTEPIKOV TEPPAAAOVTOG TO
omoio piog kot eivorl ampOPAETTO UTOPEl VaL TOL oy DOEL KO VO TPOKOAEGEL aicOn Lo dSvoPopiag

(Mazurek et al. 2015).
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O1 Mazurek et al. (2015) mpayuatonoincav po épgvva pe 6Komd va Katoldfovpe
KOAVTEPA OL0G aKkpPPmG eivar o Adyoc mov ta dtopo pe AAD @aivetor vo emAEyovv va
acyoAinBovv pe ta Video games potovtog Gueco to idlo To ATopo. LVYKEKPIUEVQ, 1) EPELVA
emkevipmOnke oe 58 evihkeg 17-25 etdv pe deitn vonpuoovvng and 82-127 kou 1 epoTHGELS
nepAGuPavoy to Tl givarl ovtd Tov TOLG apéoel oto Video games kat yio Tov Adyo avtd To
emléyovv (Mazurek et al. 2015). H £épgvva avt) mapovoidlet evolapépov Kabaog pog fondd va
KatordPBoovpe 1t axppag acBdvovrtal ta dropa pe A®A mailovtog nAeKTpovIKA Toyvidto Kot
KOT EMEKTOON, £XOVTIOG TNV YVAOOT OVTH, VO EVIOTIGTOLV emmALov Pondntikd péca yio Tig
vedtepeg NAKieg. TOH@®va Aowmov pe v €pgvva mov deénydn ol meptocdtepol amd TOVG
CUUUETEXOVTEG ONAMGOAY OTL TPOTYLOVV T €-games yio AGyoug O1oKESOoNG KoL Yooy wyiog
TPOcHETOVTOG T KOAN TOLOTIKE YpOpikd Kot TV aicOnomn g mpokAnong o1o va Katopdmdcelg
katt (Mazurek et al. 2015). EminpocOétmg, apketol amd TOUG GUUUETEYOVTEC GTNV EPELVA
aravtnooy 0Tt mailovy NAEKTPOVIKA Toyvidlo yio v yepicovv tov elevbepo xpdvo Tovg
EMONUOIVOVTOG KL TV dUVATOTNTO, TOL TOVG SIVETAL Yo VoL EEQPVYOVV aTd TNV TPOLYLOTIKOTNTO
Kol TO KaOnuepvo Ayyoc LEG® NG pavtaciog Kavovtog Tpdypata Tov dev Ba pmopovcsav va
Kavouv otnv mpaypatikny {on (Mazurek et al. 2015). Eniong, kdmoto ok amd 1o ATopo 1e
ADA amdvinoav OTL M EvacYOANON HE TO MAEKTPOVIKA Taryvidolo €ivol Yoo avtodg pio
avaKOVPIoN Otd TO Ayyog TG KaOnueptvoOTTaS Kot TOAAES POPES VUG KATOVOYKAGILOG TOV
Topd TV O100KESAGT) TOL TPOGPEPETAL, TO OUIGONLA TOV YLYOVAYKAGLOD KOl TNG povuTivag Ta
odnyet oto va mailovv emmAéov ypovo (Mazurek et al. 2015). Térog, évag akopo dtaitepa
ONUOVTIKOG AGYOG Y10 TOV OTTOT0 [0, LEPISO TOV CUUUETEXOVTOV 0TIV Epevva. eTAéyeL ta. Video
games eivar avtdg g Kowwvikonoinong. Onwg avagépetol, n xpoN TOV NAEKTPOVIKOV
TOLVIOLOV TPOCPEPEL 6T0. dTopa pe AAD TNV duvatdTNTA Vo KOWmviKomombodv katl va
EMKOLVOVIGOLV e GAL ATONO TEPO TG OIKOYEVELOS TOVG VOL KAVOLV GIAOVGS 1) vaL d1aTtnpiicovV
Lo ETOPN LE GTAOVG TTOV SEV LTTOPOVV VAL SOV, EVE 0KOWLA GIUEIOVETAL OTL [LE TO. VIdEO games
UTTOPOVV VO, EVIGYDGOVV TOLG 0EGLOVG LE Ta adép@ia Tovg mailovtog pali tovg (Mazurek et al.
2015).

[Mapd mv mpotipunon tov tadidv pe AAD npog o nhektpovikd moyvidio ot Alkhavat
ko Ibrahim (2020) onueidvouv 611 svpewva pe to American Academy of Pediatrics (APA)
(2013) mpotdOnke oTOVG YOVEIS VO LELMOEL 1] XP1|ON TOV NAEKTPOVIKMDY GVOKELMV OTTMG KIVNTA
miépmvo, tablets, kot péca kowaviknig diktvmong kabmg emiong nmbnke amd Tovg
TOLOLATPOVG VO POTAVE TOVG YOVEIG TOV XpAVo oL Ta Tondi Tovg Ppioketor UmTposTd amd To
Kawvovpyla niektpovikd péoa (Alkhavat &lbrahim, 2020). v npoonddeia vo. eufadivovpe

OTOL OPVNTIKE oTOlKElo. TOL EVOEXETOL VO TPOKVTTOVV LE TNV GULGTNUATIKY YPNON TOV
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NAEKTPOVIKOV oy vidl®mv amd ta atopa pe ADA gaiveton wiaitepo fondntikn n dmwoyn mov
£YOUV Ta 10100 AV TA ATOLA TTOL EVED KAVOLV Xprion Tav Video games vdapyovv oTotygio Tov dgv
TOVG apEcovy. Tuykekpipéva, ot Mazurek et al. (2015) og pia épevva Tovg pOTNOAY LLoL LEPIda
véov pe ADA 11 glval ovTO T0 01010 d€V TOVG tKOVOTOlEl eV Tailovy NAEKTPOVIKE oy vidia.
Ot oamavinoels QUOIKE TOoKIAOLV pHE TOLG TEPLGGOTEPOLS €& avtdv va  @aivoviot
OITOYONTEVUEVOL OO TNV LIEPPBOAIKT SVGKOAID TOL GLVAVTIAVE GTO TToLyVidlo Kot amd GAA
TEYVIKA {NTNUATO 0TS OVGAELTOVPYIES, AN YPOPIKE, Kol TPOPANUATO GTOV EAEYYO TNG
kivnong (Mazurek et al. 2015). Emiong, apketoli omd TOLC GUUUETEXOVIEG (QOivOvVTal
EVOYANUEVOL amd TO €viovo otoyeio TG Pilag Kot 10 6eEO0VOMKO TTEPIEYOUEVO EVD GAAOL
emonuaivouy Kovovikd {nmuata kabog n aveovopio LETaED TV XpNoT®OV TPOKAAEL AGYMILES
ovumeplpopés pe mpooPorég kar Poporoyiec (Mazurek et al. 2015). Téhog, éva axdua
apvnTikd otoreio yi ta artopo pe ADPA mov mailovv videogames givar 1 avnovyio Tov
€0o 0D o€ aVTA KaO MG TOAAEG POPEC GTNV TPoomadela va, Ee@HyOuV oo TNV TPAYLATIKOTITO

Bpiockovton Toyidevpévol 6to nAekTpoviko mepiBaiiov (Mazurek et al. 2015).

4.2 Tlog To videogames/ eSports copfdrovv oty Ocponcio atopov pe AGA

Kabwg n teyvoroyia ota eSports eEedicoeton Kot yivovton Tpoomadeieg cupumepiinymg
TOV ATOU®V e avarmnpies, N BiPAoypaeikn Epevva Tov Tpaypotonoleitol 0o e6TIAGEL 6TO TG
T dropa mov €xovv Atatopayég Tov Avtiotikov Pacpatog pmopodv va enw@eAnfodv amd
aVTO KoL VoL GVUTEPIAN @O0V e&icov. A&ilet apykdc va avapepbei, Onmc ToviCovy kot ot Chen
et al. (2019) 6t o peydAn pepida tov TANOvepov pe APA mapovstdlel Puotkn EAEN TPOg
™V TeYVoAoYioL YeVIKOTEPO KOO®MG €emiong Kol Mo OEKTIKN GTACT OVOQPOPIKE UE TIC
Oepamevtikég mapepPfaoeis kar v ekmaidevon péom tov vrmoroyoty (Chen et al. 2019).
Mdéhota dev elvan Alyec ot eopég mov 1 texvoroyia fonda éumpakta ta dropa pe ADA, dnwg
oV TePimTOOon g opddog epevvntdv oto MIT ot omoilol gykatéotnoav ce €va Kvnto
TNAEP®VO £VOV GUYKEKPILEVO OAYOPIOLO ovayvmdPLoNG CUVAICONUATOV, d1EVKOADVOVTIS £TOL
o dtopo pe ADA vo pmopodv mO €VKOAD Vo ovayvopicovv cuvaicHnuoto oTig
drampocomikég tovg oyéoelc (Madsen, Kaliouby, Goodwin, & Picard, 2008). Ocov agopd to
NAEKTPOVIKA Toryvidlo, @aivetor mmg givar €vag 101iTepa ONUAVTIKOS TOUENS Y10 TOVG
EPELVNTEG TOV OVTIGHOV, KOOGS Bempeitar OTL TapEYOLV £Vl AGPAAEG KOt TPOILOYPOUUEVO LLE
Kavoveg mepfdAlov péoco 6To Omoio TO ATOMO HE SOTAPOYES TOL PAGHOTOC UTOPOVY Vo

avortuEovy TIg Kovmvikég Toug deEotreg (Grossard, Grynspan, Serret& Jouen, 2017). Ax’
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6,11 paivetan Aowdv, ta videogames pmopovv £og éva Badud vo fondncovy ta dropo pe AOA
Kol péocw NG OepamenTikng mopéuPfaong oAAG Kol ¢ Evag x®pog Kowvwvikomoinone. O
Murray (1997) eényel pe coaen tpoémo v mpotiunon tov atopmv pe ADPA Tpog TOvg
VIOAOY10TEG KO MG OTMG TapabETeL Eivar amoAAay LEVOL OO KOVMVIKES OTOLTHGELS, LITOPOVV
gOKoA0 Vo TPoPAeEPOOVY ywpig Vo TPOKAAEGOVY KATOo TOAD peydAn EkmAnén oTov ypnotn,
EVO emiomng elval TOAD GLYKEKPIUEVO KO YVOPUYLO TO TAMIGIO TO 0moio amattel £0Tioon NG
TPocoyNG o€ avtifeon pe to eEwtepikd puokd meptBdAiov (Chen et al. 2019). Avto eivar kdtt
7OV TO. KOOIGTA TOVG VITOAOYIGTEG (G OPKETA PonOnTikd epyoreio O10TL TPAYLOTL TO ATOUO LE
ADA cvyva evoyrodvtar Kot £xovv éva aicOnuo dvoeopiog otav Ppiokoviarl o€ anpoPfrenta
nepPdAiovto delyvovtag TV mpotipunomn tovg otav 1o mepPdAiov givar eheyyOuevo Ko
npootatevpévo (Wilkinson, Ang, & Goh, 2008).

Mo axopo TOAD GNUOVTIKY] GUUPBOAY TOV NAEKTPOVIKGOV TOLYVIOLOV GTO TOOLA TOV
vapyovv evdeifelg 0tL Exovv ADA ywpig va €govv akopo v TANpn ddyvoon, &ival M
0o KESAOTIKN OALA KOt akPP1g 0ELOAGYNON TOL TOPEXOVV. ZVYKEKPIUEVE, GE L0 EPEVVA TOV
napabétovv ot Chen J. et al. (2019) n oroia wpayuatomomdnke o 2016 and Tovg Anna et al.
doOnKav e1d1kd oyxedlacuévoa tablet mov d1€0etav svaicOnteg oy aepn 006vec kKot aeONTHpeg
KaToypagng g kiviiong o€ 37 moudid pe A®A nlkiog 3 pe 6 et@v Kot g 45 moudid g id10g
NAKiog pe Tomikn avamntoén pe okond va mai&ovv opiopéva niektpovika oy vidwo (Chen et
al. 2019). To anotélecpo TG Tapandve Epguvag £det&av oto Toudid e ADA v dotopoyn
™G AEMTNG KWNTIKY] S€EOTNTAG, £VOL TOAD TLUTIKO XOPUKTNPLIOTIKO TOV AVTIGTIKOD QAGLOTOG,
KaTodelkvoovtag 0Tt VIapXEL M dvvaToTNTo VO aEloAoyobvTol To Tl HECH TV
VIOAOYIOTMV eVA 0Td drockeddlovy kat vo mapéyovol éykvpo anoteréopata (Chen et al.
2019). Mg Baon 10 TAPOTAVEO TPOKVTTEL 10l KOVOVPYLO SVVATOTNTO TOL TPOGPEPOLY TO.
NAEKTPOVIKA HECH KO VTN €fvar 1 XPNOILOTNTO TOV VITOAOYICTMOV MG £VO KOvoUpYlo €100¢
epyoreiov aglohdynong.

Kabmg, n emppon kot enid pacn tng te)voA0Yiag mTpog To dtopa pe ADA givor KAt Tov
OO KoL TEPIGGOTEPO UMAGYOAEL TOVG EMGTHOVEG dlopdpwv Ttedimv, oo Rahman et al. (2011)
TPAYLOTOTOIOVTAG (o evoeleyn oxetikn Piprloypapikn €pgvva evtomilovv 3 Pooikéc
Katnyopieg otig onoieg Bonbov ot VITOAOYIOTEC. Apyk®dg, EVTOTILETAL GE O GEPA EPEVLVDOV
a6 toug Kientz et al. (2007) kou Kientz, Hayes, Abowd kot Grinter (2006) mwg ot teyvoloyia
pmopel va otafel apmyog oty S1adtkacio TG S1iyvVmoN S TOV OVTICTIKMY ToddV Kot 0G0 TLo
ovvtopa cupPet avtd 10600 To vopic Ba apyicovv Kot ta Tadtd avtd v Bepaneia Tovg, pe
peydieg mbavotnteg vo Ppiokovtar oty GLVEXEW GTO 1010 €MIMESO HE GLVOUNAIKA TOLG

noudid, Tomikng avartuéng (Rahman et al 2011; Kientz et al., 2007 ; Kientz, Hayes, Abowd &
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Grinter, 2006). Enouévmg, n mpdtn avt katnyopio mov 1 texvoroyio pmopei va fondnoet,
glvarlmn ypryopn d1dyvmao Kol 0 KAADTEPOC EVIOTICUOG QUTICTIKAOV Y UPUKTNPIOTIKOV GE UIKPA
Todld.  Xtnv ocvvéxelo g PiAloypagiknic toug avackoénnong, ot Rahman et al (2011)
avaépovy v devtepn Pondntikn Asttovpyia wOL £YOVV Ol NMAEKTPOVIKOL VTOAOYIGTEG OE
moudid pe ADA, 6mmg mpokvmtovy amd Tig Epevveg Twv Keer et al. (2002) ko Tartaro (2006),
n omoia givor 1 ekudOnon g aAAnienidpaong pe dArovg avBpdrovg (Rahman et al., 2011).
YUYKEKPLUEVA, LLE TNV YPNOT EIKOVIKAOV TEPPUAALOVIOV KO EIKOVIKAOV GUVOUNAIKOV TO, TOdLA
LE QVTIOUO VIDOBOLV AveTO KOl AGQPOAT TPOKEEVOD VO, aAANAOETIdpAcoLV pali Tovg ympig To
ayxog mov Tovg mopovclaleTal OTav TEPPAALOVIOL amd  TPAYUATIKOVS avOpOTOLS Kot
eEotepicd mepiparriovto (Anwar, Rahman, Ferdous & Ahmed, 2011). Téhog, m tpitn
Bondntikn Aettovpyia mov avapépovy ot Rahman etal (2011) €yet va kavet pe to Toryvidt 0mmg
avtd mpocspépetal and v texvoroyia (Rahman etal., 2011). Méow® Aoitdv 1oL NAEKTPOVIKOD
oy vidooL T Tondtd Bo vimbouv o dveta 010TL dev Ba ypeldleTor vo £pYovIoL GE ETAPT UE
dAhovg avBpomovg kot €101, vidboviog acediewn Oo Onpovpysitor poe wo  Aven
aAAnAeniopaon evd Tapaiinia Oa £xovv TV aicOnomn ot eivar avtd Tov £yovv TOV EAEYYO
(Rahman et al., 2011).

H eridpaon mov £yeln coOUATIKN dPACTNPLOTNTA GTOV OVOPOTIVO 0pYaVIGUO TOGO 6€ Kabapd
COUOTIKO, 65O KoL 68 YLYOLOY1KO eMimedo eivar adtop@iopnnTa HeYdAn. AVTd UGIKA 1oYVEL
KO GTNV TEPIMTOOT TOV SLOTAPY DV TOL PAGLOTOS TOV OVTIGHOV KOOGS UTOpEl Vo ETNPeds €L
BeTikd TOAAG OO T XAPOKTNPIGTIKA OVTOV, OTMG Ol GTEPEOTVMIKEG CLUTEPLPOPES, | OLLOAY|
KOW®OVIKOTOINGT, 1 EMKOWV®VIO, 0AAG Kot Ol eXOCGELG 6TOV aKadnuoikd topén (Sowa &
Meulenbroek, 2011). Mg Bdon dpme ta dedopéva, To modtd pe ADA oyt uévo dev acKovVTaL
COUOTIKA € £va IKavomoinTiko Badpo mov pmopei va eovel @@EAMPLOG Yo TNV vYeio TOVG, 0ALA
ev avtiféoel, paivetar va £(ovv o Taon Yo KoboTikég Kot Oyl eE®TEPIKES dPACTNPLOTNTES
eV TOPOAANAO apEoKOVTOL OpKETA o€ Opactnpomteg mov Pacilovior o  €KOVES
(voloyotov kth.) (Must et al., 2014) Kdtt tétoto givor dlaitepo ovnouynTiko, yloti ue tov
VoL U1V 3 pOCTNPLOTOLOVVTOL COUATIKA TO Tod1d e ADA petdvovton kotd ToAd ot mbavotnteg
Beltimong Towv BepeMwd®v kvnTik®dv tkovottev toug (Edwards, Jeffrey, May, Rinehart &
Barnett, 2017). Ztic Ospelddelg kivntikég kavotnteg onmg avaeépovv ot Edwards et al.
(2017) cvumepthapfavetor o EAEYYOC AVTIKELEV®V, ONAUST 0 EAEYYOG TTOV ENXITVYYAVETOL LEG M
YEPLOV Kot TOdLMV Kabdg emiong Kot TV 1 16opponia Tov atdpov (Edwards et al. 2007). ‘Evag
TOAD HEYAAOG aplOUdg TodI®V e SLOTAPUYES TOV OVTIGTIKOV (ACLOTOS KOl GUYKEKPLUEVA
nepinov 10 80% avtdv, onueldvel PeEl®oT TOV BgHeEM®OIGY KIVNTIKAOV OpacTNPLOTHTOV CE

oX£0M L& TOVG GLVOUNATKOVG TOVG [E TUTKN AVATTUEY, YEYOVOC TTOV EVOEYETOL VO, OTOTPEMEL
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To. Toudh pe ADA vo cvppetéyovy oe opadikég dpaotnprotnteg (Staples & Reid, 2010;
Menear & Neumeier, 2015). Mg dedopévo, Ommg mpoavaeepinke, Otl to. Toudd pe ADA
TEIVOUV VO €(OVV 0L PO TTPOG TIG NAEKTPOVIKEG 006veG, @aivetor OTL M avamtuén g
teyvoroyiog pmopel va otafel yioo axopo po eopd apwyos oTIS WOUTEPES OVAYKES TOVG.
SUYKEKPIUEVA, DITAPYEL O AVOSOG TMV NAEKTPOVIK®OV TALYVIOLUDV TO OTTOi0 Evol 100 PaCTIK L
KOl OotovV KIVRGELG OAOV TOL CMUOTOS omd ovT®dv Tov mailet. Tétowa moyvidla etvor yo
napadetypa to Nintendo Wii koauw Xbox Kinect 6mov o maiktng oAANAOemdpa e Stapopeg
KWWNOELS (XEPLOV TOOIDV Kol OAOV TOV GAOUOTOG) Kot VM Toilel Kot d1aokedalel Tapaiinia
avEAvel TV xpoOvo Aoknom £xovTog apkeTEs evepyelakés domaveg (Edwards et al. 2017). Onmg
avoeépeton otovg Edwards et al. (2017) ta evepyntikd NAEKTpOVIKG moyvidlo EVEEXETOL VaL
EMNPEAGOLY BETIKA TIC KIVNTIKES OEEIOTNTEG TOV TTOOLUDV OUMG GTNV TEPITTMCT TOOLMDV UE
TUTIKY] QVATTTUEN 1 TANOOPA AO®V EEMTEPIKAOV dPAGTNPLOTHTOV £XEL Glyovpa KOADTEPO
amoteléouato (Edwards et al. 2017). Ano v GAAN peEPLE, avA@OPIKA LE TO. TOUSLE TOV
TOPOLGLALOVY SOTOPAYES OTO (AGHO TOV OVTIGHOD OLO OUEPIKOVIKES £PEVVEG OMO TOLG
Anderson-Hanley, Tureck kou Schneiderman (2011) xou Hilton et al. (2014) £dsi&av 611 Tl
EVEPYNTIKG MAEKTPOVIKA Taryvidlo elvar oe 0éom vo UEIOCOVV TIG ETAVUANUPAVOUEVES
CUUTEPLPOPES KO VoL GUUPAAOVY 6TV BEATIOOT TOV EKTEAECTIKOV AELTOVPYIDV TMOV TOUUOLDV
(Anderson- Hanley, Tureck & Schneiderman, 2011 ; Hilton et al., 2014). Q¢ anotélecua
avto, Ta modld pe ADA Ba vidwbovv o ciyovpa Yoo TOV €0VTO TOVG KOl LLE TEPICGOTEPN
avtonenoidnon ®cteE vo. Unv £Y0VV  €VOOLOGUOVS GTO VO GUUUETEXOVV GE OUOOIKEG
dpacTNPLOTNTES HE oS TUTIKNG Kot Un avantuéng. [Ipokettan emopévmg, yio pia wiaitepa
ONUOVTIKY OULUPOAN NG TEYVOAOYIKNG OVATTUENG TOV MAEKTPOVIK®V TOLYVIOIDV OTIG
Oepamevtikég pedddovg mov umopovv va ypnoiponombodv e maudd pe AGA. Mdlota ot
Edwards et al. (2017) mpaypotomoinoav pia Epgvva. OTov cuppeteiyoy oot pe ADA kot
énarlov Xbox Kinect ywo mepimov pa dpa, 3 opég v efdopnddo 6e GUVOAIKY dtdpkeLo, 2
efooudoeg (Edwards et al. 2017). To omoteléopato umopei va unv £€d€i&av Kamolo
IKOVOTONTIKN PEATIOON OTOV KOAVTEPO EAEYYO OVTIKEWEV®V, YEYOVOS TOV UTOPEl va
opeileTon otV HIKp1 O18pKELD TG EPELVOS, CAAL OO TNV GAAN PEPLA, POIVETOL OTL TO TOOLA
pe AGA avabedpnoay TIg OVTIANYELS TOVG CYETIKA LLE TIG IKOVOTNTES TOVG Kol TV GUYKPIoN
TOVG pe T Tondid Tomikng avantuéng (Edwards et al. 2017).

Emnpocbétmg, onpaviikn eivarn cupfoin tov Aeyopevov Serious Game (SG) to omoio
BonBd otnv ovantuén tov 0eSl10TNTOV KOl TOV YVOOTIKOV AETOVPYEIDY TOL YPNOTN
(Vallefuoco, Bravaccio & Pepino, 2017). Avtd mov oty ovoia mpoopépet éva. Serious Game

elvar g tpocopoimon og Bivteo pe Pacukd okomd v e£EMEN kot vofondnon Twv vonTik®v
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Kot yvootik®v Asttovpysidv (Alkhavat & Ibrahim, 2020). Zvykexpyéva, éxovv dnutovpyndet
dvo tétolov gidovg videogames ta omoia amgvbHvovial anokieloTikd o€ Tadd ue ADA. To
ymowoko moryvior TEO €xel onuiovpyndel yioo vo otnpi&el TV emkowvvio Kot TNV €milvon
npoPAnudtov evéd to devtepo maryvidl, to Racheteer, ypnoiuevel yo v Pedtioon tov
EMBOCEMV OTO LOONUATIKA Kot Yo TV KoAOTepn ovuvepyaoia pe aiiovg (Alkhavat & Ibrahim,
2020). Ipaypatt, pio oepd epevvav tav Vallefuoco et al. (2017) £dei&av ot tét0100 €id0VG
video games eivar wavd va Bondncovv ta moudid pe ADA 1060 GTIG SLOTPOCOTIKEG KO

KOWMOVIKEG TOVG OXEGELS, 060 KO oTI¢ akadnpaikég tovg emddoelg (Vallefuoco et al., 2017).

4.3 Ogpancia Tov Loyov péco videogames og atopa pe A®A

Agv yvopilovpe akdpa EexdBopa Tov AOYO Yo TOV 0010 Ot S1oTapoyES TOL AVTICHOV
emmpealovv Kot TNV OpAa Kol KOT' €TEKTACT) TNV EMKOWV®OVIO TOL ATOROL TTap’ OAo aVTd
OPKETOL amd TOVG HEAETNTEG BE@POVV OTL OPIGUEVES KATOGTAGELS TTOV ERPVILOVTOL TPLY, KOTA
NV S1dpKeLa 1 LETA TOV EPYOUO EVOG o100 GTOV KOGLLO EVOIL Kot VTEG TOL EnNpedlovy TV
eykepaikn tov ovamtvén (Rahman et al. 2011).Toa Bocikd yopakTNPLOTIKE YAMGGIKOY
dwtapoy®v oe Toudld pe ADA onwg Exovv mapatnpndel and v o1ebvn Piloypapio kot
avoeépovtal otovg Rahman et al. (2011) givar n un ovtomdkpion 6€ KATOWL EpMTNGY, N
TOPOY ®YT] TOAD YOAUNADV 1] TOAD duVATAOV YOV KOTE TV OmdvINGN, 1 0pYT] OVIOTOKPIoN OTLG
EPMTNOELC, N TAPAYMOYT] OKOTOVONTO®V NYOV Kot | SVGKOALN 6TO Vo dnuovpyndodv cmoTég
npotdoelg (Rahman et al. 2011). H aAnfeia sivor 61t dev éxet vmap&et axoua o Oepomeio 1
omoia va. €fvol EMOPKOG OMOTEAEGUATIKY] KOL VO VIEPIOYVGEL TV OAL®OV, TPOKELUEVOL T
ool pe ADA va KatapEPoOuV VoL VITEPVIKTIGOVY TIG YAMGGIKES OVGKOMEC.

Mo koA TPaxTIKY ival vor ceBOHacTE To Oplo TOV TOWOIOV CLTOV KOl VO [NV TO
VIEPPOALVOVE, APIVOVTOG TO VO TPOCTOOH 0DV VO ETIKOIVMOVIIGOVY GOGTA LLE TOV TPOTO TOLS KOl
apoYOG GE QLT TNV TPOKTIKN UTOPOoVV vo givol To MAEKTPOVIKE oy vidio mwov €youvv
YOPOKTNPLOTEL OC Eva KOTAAANAO epyareio yia TV vAomoinom g Tapondve droyng (Hoque,
2008). Xe o mpoomdbela vo damiotwbel N cVUPOAY TOV NAEKTPOVIKOV VTOAOYIGTMOV GTNV
dwadikooio ekpadnong Adyov ota moudid pe ADA ot Rahman et al. (2011) wpaypatoroincav
éva meipapa Tov 0mpknoe mévie unveg ko Elape yaopa oto Topvpa I[pdvorag yio tov avticpod

o010 Ntdko. 10 TEipapo ovTO GUUUETELYOV OEKO TOOLA £XOVTOG OLOPOPETIKEG SVOKOMES GTOV
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Adyo t0 KGOe éva amd avTd, Kot Pdon Opwg Tapovsialav TNV SVGKOAIN Vo KAVOUV GOCTES
TPOTAGES HE KATOAMNAES AEEElG Kol TNV onuovpyio axkotavontewv nyov. To meipapa
amodeiyOnie Waitepa Kapropopo kabmg Tpdypatt fondnoe Wdiaitepa o Totd1d, amd TV GAAN
OLmG peptd tiBevron meplopiopol KaBms To Kabe modi £xet d10PoPETIKEG OLGKOAES AOYOL Ko
emopévag elvor  omopoitnto vo  oxedlacTohV  SPOPETIKA €101 moyvidoloh mTov Vo
AVTOTOKPIVOVTOL OTIG WOWHTEPES AVAYKES TOV YAMOGIKAOV OVGKOALMV TOL LIAPYOLV OTLG

dratapayéc Adyov tov ovtiotikod eacpatoc (Rahman et al. 2011).

4.4 Kowoviki eveopatoon o€ dropa pe A®A ko video games

Ot gpguvntéc, OAa avtd Ta Ypovia Tpootadovv va Bpovv AVGELG KOl GUYKEKPIUEVES
TPOKTIKEG TOL Bo Bonbncovy ta dropa pe ADA va avIHETOTIGOVY KOADTEPO TIG SLUTOPUYES
0V QAacpatog. Puotkd Oleg avTEG o1 TPOKTIKEG O Eyovv amotédecua av EEKVIGOLV va
epoppdloviar oe 660 To dvvaTOV HIKPOTEPN MAKiO Yo OVTO ivon Kot TOAD GMUAVTIKN 1)
gykoupn Kot £ykvpn d1dyvwon tov Tand1ov. 'Eva Aomov and o yopaKTnpIoTIKA TOV ATOUOV e
ADA givar 6mmg €xel avopepOei | amovsio EVO1UpEPOVTOS TPOGS TIG KOWVWOVIKEC oYL, [ToALEG
eopéc pbiota ta dtopo pe ADA  exdnAdvouv Kol €VIOVo Ayxog av ypElactel vo
OAANAOETIOPAGOLV LE KATOLOV EVM TPOKVITOVY KOl GAAN TPOPANLLOTO OIS 1 AdVVapic Vo
EEKIVGOLV KOl VO GUVEYIGOVY pid GLENTNON N VA PNV UTOPOVV VO KOTOVONCOVV TOVG
GypOLPOVS KOVOVEG TNG KOLVMVIKNG GUUTEPLPOPAS, OTMS Yo Tapddetypa vo unv Ppickecar oe
Thpo. TOAD KOVTIWVY] OmOGTOCT LE TOV GLVOUIANTH GOV 1 YEVIKOTEPO TLYOi0 KOGHO TOv
ovvavtag (Parsons, Leonard & Mitchell, 2006). Katactdosig mov evéyouy v KOW®OVIKN
oLVVOVAGTPOPT TPOKAAOVV GTa dtopa pe ADA éviovo dyyog kabmg eivor doitepa Goieg
OTLYHES Y10 0LTOVG LE OTOTEAEGLO VOL OO YOUVTOL GE [0 OOUOVMOT amtd €TAOYN Yo VO
aro@Oyovv T€tota cupPavra. ['a tov Adyo avto kot mpog forfeta ota dtopa pe ADA yivovton
épeuvec Ko UEAETEC Yo TO TG Bo pumopovoe M paydaic ovATTLEN TNG TEXVOAOYING Vo
xpnowonobel ¢ ypnoo epyoreio PeAtioong Tov TPOPANUATOV ETIKOWV®VING TOL
TPOKVITTOVV.

H ypnon tov eikovik®v neptBordoviov elvorl pio KoA TPoKTIKY Kadmg Tpospépouy
£val pEaMOTIKO KOWVOVIKO TAAIG10 0ALL TP IAAN AL AKPOG AGOAAT) TTPOG TIG LOLAITEPES OVAYKES
Tov atopmv pe AOA (Parsons et al. 2006). Eivat yevikd TAéov yvmOTO £MEITA KO OO OPKETES
épevveg OTL ool kol evilikeg pe ADA moapd TNV TEPLOPICUEVT TTPOTIUNGT] TPOS TIG

KOWOVIKEG EMOQEG, Olyvouv £€vol €VIOVO €VOLOPEPOV KOL OMOAAUPAVOLV OpPKETA TNV
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evooyoAnomn tovg pe ta Video games ko mg TpoKeLTal yia. o S10oKESUGTIKT KOt STLULIOVPYIKN
dwdikacio pécm ¢ omoiag amoPdiietar To otpeg (Mazurek et al. 2012). Zvykekpiéva, Ta
ool pe ADA mwepvolv mopamaved amd dVo MOPEG TG UEPLG TOVG TailovTog MAEKTPOVIKA
moyviow Eemepvavtag Tov HEGO Opo xpOvov mov £odevovy Todld pe Aowmég avammpieg N
moudid Tomikng avamtvéng (Mazurek et al. 2012). T va Bondnbodv opmg pe Bepanevtikd
Tpomo To Todtd pe ADA dgv apkodv To oAl Kot GVUPATIKA NAEKTPOVIKE oty vidto oAAd
TPENEL VO Tal{OVV [LE GVYKEKPLUEVA KoL EOTKE GYEIAGUEVO TTOY VOO AVAAOYOL LE TIG AVAYKES
touvg (Banskota & Ng, 2020). Av éva oy vidt ival kaid oyedlocpévo, Tote Bo pmopei va sival
YOYAyOYKo yoo Tov YpNoTn OCTE VO TOV EAKDEL OAAG TOPOAANAQ VO TOL TPOCPEPEL KO
TpOTOVG eKpdONoNC Kowwvikmv de&lothtov (Banskota & Ng, 2020). Mdliota ot Banskota kot
Ng (2020) ow&nyayav pwoe €pguva Yoo vor OOMIGTMOGOVY OV Vo E01KO GYEOLUGUEVO
NAEKTPOVIKO TToyVidl UTOpel va avel YPNOIUO MG TPOG TIC KOWVMOVIKEG OEELOTNTEG UTOLMOV UE
ADA ko €161 oyediocay pa mopaldayn Tov Yvootov toryvidtod Minecraft yio tovg podntéc
evog oyoheiov evniikmv pe A®A ot INovta (Banskota & Ng, 2020). To anotélecpo £de1ée
ot mpdypatt o Video games pumopodv va gavovy dtaitepa fondntikd kot va xpnoiorombody
¢ Oepamevtikn péBodog mpog ta dropa pe ADA Kabmg HEc® Tov Taryvidlov gival EQIKTO va.
Beltiwbovv ot kowvwvikég 6e&ldtnTec mov Kot Bdon otepovvtal 6cotl Exovv ADA (Banskota
& Ng, 2020).

e Ka0e mepintmon Ta EAKLOTIKG TPOG Ta dTopo pe ADA NAeKTPOVIKA HEGO EVEYOLV
Kot mpoPAnpatiopovg kabdg ocdupove kot pe tnv Howlin (1998) ovtd to ewovikd
nepBdAiovta mov dev Paciloviar 6TV TPOYUOTIKN KOW®OVIKY £Ta@ £ivol 1060 EAKVGTIKA
ov umopel ev TEAEL va £xovv Ta avtifeTo amoteAéspata Kdvovtag Toug xpnoteg pe ADA va
QITOLLOKPOVOVTOL OKOUO TTL0 TOAD amd Tov Tpoyuatikd kocpo (Howlin, 1998). Evdéyetan
Oniaodn va givar tétola n acedieia Ko 1 owkeldtnta tov Ba vimbouv ta dropa pe AOA péca

070 gKoviKO TAaicto Tov Ba dnpovpynBet Eva gidog 616100 TPOg avTd Kot pia amdppLyYn TG

mpaypatikng Cong.

4.5 Xpion tov video games amé moadra pe APA kot pofAjnato wov TPoKOTTOUY.

[Mapd to yeyovog ot xpromn towv Videogames pumopei va Tpoc@EPetl TOAALG 0QEAN 6TV
Bepomeio Ko 6TV avanTuén TV atopwv pe AGA dev givar Aiyotl ot epevvntéc mov Bewpovv
OTL M VITEPPOAIKT PO CVTAOV EVOEYETAL VO EYEL TOL avTiBeTO 0d TOL EMBVLUNTA amoTEAEGLATAL.
Mahota, copeova ue tovg Gonzalez-Bueso, Santamaria, Fernandez, Merino, Montero kot

Ribas, (2018) o Boowdg ckomdg TV EPELVNTMV Elval Vo EVTOTIGOVV OGO TO SLVOTOV
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TEPIGGOTEPOVS AITO TOVG TOPAYOVTES TTOL NN PeAlovv Ta dropa pe ADA 6TV KOWV®VIKT TOVG
CUUTEPLPOPA, TNV VYElX Kot TNV AELTOVPYIKOTNTA 0TV Kadnuepwvn (on kol SuoTLY®OS M
gEvaoyoOAnon pe to Video games oaivetar ®¢ évag SVVNTIKA GpVNTIKOG TOPAYyovVTOG WE
npoPAnuatikd omoteléopata (Gonzalez-Bueso, Santamaria, Fernandez, Merino, Montero
&Ribas, 2018).

Onwg ovagépbnke kot mopamdve to modwd pe ADA ocvyvd epeaviCovv  kdmola
YOPOKTNPIOTIKE GTNV GULUTEPIPOPE TOLG TO OMOio. UTOPeEl Vo UMV GUYKOTOAEYOVTOL GTO
TPOTOPYIKE dtayvwoTikd kpttplo g ADA dumg og kabe TepinTorn SLGKOAEVOVV EMTAEOV
TNV AELITOVPYIKOTNTO TOVS KO OVTE Eval 1 VIEPKIVNTIKOTNTA, 1 EXOETIKOTNTO KO 1] EAAEIYN
npocoyns. Emopévmg, o koA mpakTik] yio Tovg epeuvntéc Oa MTav vo eviomiotodv ot
TOPAUETPOL EKEIVOL 01 OTTOT01 EVOEYETAL VO, TVPOSOTOVV TETOLEG CVUTEPLPOPES. LYETIKA LE TAL
OO0 TUMIKNG avAmTLUENG, €xel amodelyOel OTL M VEEPPOAIKT Kot AAOYIGTN YXPNON TOV
NAEKTPOVIKOV VTOAOYIOTOV Kol TV Video games sivol kavh vo TPOKOAEGEL OPVITIKEG
CLUTEPLPOPES GE AVTA EVO TapaTnpeiTol OTL Kot ToAAol amd Tovg yoveig TV Ttadidv pe AOA
EMONUOIVOUV [0l TPOPANLLATIKY] GUUTEPLPOPA TMV OOV TOVG EMELTA AO TOAVMPO YPOVO
umpootd otnv 006vn (Mazurek & Engelhardt 2013). MdAiota ivatl oM yvmoto 6t 1) oAdyio)
Kot un amodektd opbn ypnon tov video games pmopel vo ETNPeAcEL T YUXIKT VYEia TmV
XPNOTOV TOGO UE TNV EUPAVIOT KATAOAYNG OGO KOl LE VITEPUETPO AYYOG, £01GUO, YoUNAN
AVTOEKTIUNON Kol cvumeptpopikd mtpoPAnuata (von der Heiden, Braun, Muller & Egloff,
2019).

H npoonéBeia avalnmmong apvnTik@v ETTTOGEMY TOL SLVITIKA UTOPEL VL EMUPEPOLY
to. videogames ota. dtopa pe ADA givor oyetikd tpdc@at. MAMoTa, To TPonyovUEVa ¥povia
emkpatovoe 1N dmoyn 6t Ta dtopa pe ADA omavimg eBilovror ota NAEKTPOVIKA Toyvidla,
€mg 0ToV OmMmG avapépetorl kot otovg Craig et al. (2021) mpoékvyoav ototyeia mov deiyvovy Ot
to Tondwd pe ADA péong | mapondveo vonpuosivng ivar meptocoOtePo THAVE v EKONAMGOVY
e0oTIKN cvumEPLPopd oe NAekTpoviKEG 000veg Ommg videogames, mAedpacn Kot d1adiKTVO
(Craig et al. 2021). X& cvuvapon pe 660 TpoavapEpnkay Epyovtatl vo tpoctedodv Epgvuveg
oVUP®VO e TIG omoieg To atopa e ADA Eodgvovy TeEPIGGHTEPO YPOVO HEGH GTNV UEPA TOVG
og Niektpovikég 006veg ko videogames oe oyéon pe atopa tomikng avartuéng (Engelhardt,
Mazurek & Sohl, 2013: Orsmond & Kuo, 2011) aALd kot g oyéon pe atopa pe GALoV €idovg
avommpio (Mazurek et al., 2012). Erpocbétmg, po épevva mov d1ie&nyon and tovg Mazurek
ko Wenstrup (2012) £dei&e 6Tt onuavtikn givot kot i vEpueTpn xpnon tov videogames and
to. Tondid pe ADA og oyéon pe to Tumikng avantuéng adépero tovg (Mazurek & Wenstrup

2012). Qg amotédecpo Sapaivetat 0Tt o Toudid pe ADA Bpickoviol o€ pio 1d1aitepa SVGUEVN
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Béon avaeopIKa Ue TIC OPVNTIKEG ETMTOOELS TOL EYovv Ta. Videogames 810tt mapovoidlovv
mpodtdbeon ebiopuod ce avtd Kot TPOPANUOTIKNAG YPNONG HE OMOTEAEGLLO, VO TUPOSOTOVV
OPVNTIKEG CUUTEPLPOPES. MOAMGTO, COUP®VE HE EPEVVEC TOL £YOVV TPOYLATOTOOEL,
eatvetar 01t ta Atopo pe ADA mapovcstdlovv OpIGHEVES OVOUOMES OTNV EYKEQOMKT
dpacTNPLOTNTA, YEYOVOS TOL UTOPEL VO OONYNGEL GE L EALELYT) OVTOEAEYYOL KOl G EK TOVTOL
o€ MEPITTOOT GLUPETOYN G oTo. Videogames ta dtopa pe ADA Oa ivar 1diaitepa exppent| 6Tov
€010 Kabmg dev pumopovv va deiEovv v avtocvykpdtnon mov arotteiton (Craig et al. 2021).

EmumAéov, AMoym avtig TNV S10QOPETIKNG KATAGTACNG TG AEITOLPYING TOV EYKEPAAOV,
eaivetar 0Tt ota dtopo pe ADA petdveton n embopio Yoo KOVOVIKEG GUVAVAGTPOPES KoL
ATOPPOPNONG KOWOVIKOV TANPOPOPLOV HE OTOTEAECUO VO, YEVVATOL U0 TPOTIUNOT Yo
SPOPETIKEG KATAGTAGES Kot TepBariovto Otmg sival avtd tov videogames (Craig et al.
2021). XvvdvaoTikd ETOpEVME, TO YEYOVOS 0Tl T dtopa pe ADA €yovv por pomn mPpog ta
NAEKTPOVIKA ToyVidlo ¢ HEG® OPVYNG OO TIG KOWMOVIKEG GYEGELS Kot omd TNV AAAN 1M
advvapio Tovg va deiEoVV OTOEAEYYO UTOPEL VO 00N YNOEL GE Pidt TPOPANLLATIKY XPNON TOV
videogames, axopa kat ota opto. Tov €0iopov. I'a tov Adyo avtd, Tapatnpeitatl 4Tt oL yoveig
v otopov e AQA argufivovtol cuyva o€ E101KOVC TPOKEEVOL Vo EVIUEP®OOHV Y1l TOV
amodekTd Ypdvo Tov Ba pumopel To modi Tovg va fpioketar Prpootd amd Ty 006vn Kabmg Kot
YO TIG EMIATMOGELS TOV TO. MAEKTPOVIKA Tatyvidwo umopel va égovv og avtd (Mazurek &
Engelhardt, 2013b). MdAiota, 1 evaoydinon tov Touduby Tovg pe to. Videogames kot ot
mhavéc ovveneleg mov Bo akolovfncovv Tovg dNoVPYoLV W10LTEPO GyY0g KAOMG TOAAES
épevveg otnpiCouv O6TL 1 TPOPANUATIKY XPNON TOV NAEKTPOVIKOV TOLYVIOLOV OO TO ATOLLO LLE
ADA pmopel mupodotel akdUo TEPIGGOTEPO KATOLN Amd TO KAUCIKE YOPOKTNPIGTIKE TOV
OUTIGHOD OTT®G M aoyN OO TIG KOWMOVIKEG O100TKAGIES, TO £VTOVO (YOG, 1| GLVOICOMLLOTIKY
amoyn otV €kova g Piag kar n EAAenymn evouvvaicOnong (Wang, Sheng &Wang, 2019).

O1 Mazurek xon Engelhardt (2013) mpoxeipévon var kGvouvy pia eufplbng épevva
AVOPOPIKA UE TIG EMITTOCES TV Video games otV ooumeplpopd tov atopmv pe AGA
OLYKEVTIPMGAVY Kal peAéTnoay éva deiypa 169 ayopiav pe AOA niikiog and 8 £og 18 eTdv yla
mv eaywyn ovumepacpatov (Mazurek & Engelhardt, 2013). H épgvva tovg odnynoe 610
CUUTEPAG LA OTL O1 EMMTAOCELS TOV NAEKTPOVIKDV TOLYVIOIDV GTIV CUUTEPLPOPE TMV TOUOIDV
dev gival 0paTéG OTAV TO LOVO GTOLELO Elvan | TOAD®PN evacyOAnot e ta Videogames aild
OTaV VIAPYEL GLVOVAGTIKA LLE TO 100G TOL TTaY VIS0V Kot TNV TPoPAnuotikn 1 €6iotikn xpnon
(Mazurek & Engelhardt, 2013). To &idog Tovg TayVdOD Aowwov &givor €vag amd Tovg
KaBoPLoTIKOVG TTAPAYOVTEG TOL UTOPElL VO TPOKAAEGOVV OVETIOVUNTES GLUTEPLUPOPES KoL

eavnke polota ott Ta Toudld mov emédeyav Role-Playing mouyvidia mapovcialov akduo
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TEPLGGOTEPO OPVNTIKA EMAKOAOVON GTNV CUUTEPLPOPE TOVS GE OYECT LE EKEIVA TOL OEV TA
eméleyay aALA d1dAeyav maryvidlo eKTodevTIKoL N Kabapd abintikov yapoaktipo (Mazurek
& Engelhardt, 2013). Eriong otovg Mazurek kot Wenstrup (2012) avagépetor 6Tt o mondid
pe ADA €yovv meplocOTEPES MOOVOTNTEG VO OVOTTOEOLY [ TPOPANUATIKY YPION OGOV
agopa o videogames g oyéon Le Ta VTOAOUTA TOUSLH TUTIKNG AVATTVUENG Kol 0w TO ovpPaivet
AOY® TG Tdomng toug va emiéyovy dpactnpidtreg mov Pacilovior o emavolapfovopeva
potifa kot wg €K TOVTOL 0 GLVOVAGUOG LE TOADMPT YPNOT| KO GVYKEKPLUEVA E10T) TALYVIOUDY
umopei va Tpokoréoel avemBounteg cvunepipopéc (Mazurek & Wenstrup, 2012). daivetan
AOmOV OTL 01 PEAETNTEG TOL TEAELTOLO XPOVIQL OIEVEPYOVV GUVEX(MG EPEVVES TPOKEUEVOD VL
vrdpyel o o EeKABapn Amoyn CYETIKE e TNV APVNTIKT EMLPPOT| TOL UTOPEL Vo EYOVV TaL
videogames otnv cvunepipopd tov atopwv pe AOA. Ou Craig et al. (2021) énetta and o
d1e&odkn PBipAoypapikn peAEtn mopabétouy petald dAL®V, 2 £pevveC HECH TV OMOimV
LOYVPOTOLEITAL 1] ATTOYT) TNG OPVNTIKNG EXIMTOONG TOV NAEKTPOVIKDV TOLY VIO LDV GTO ATOLO LE
A®A (Craig et al. 2021). Zvykekpéva, avagépetar  uerétn tov Engelhardt, Mazurek xot
Hilgard (2017) otnv onoio cvppeteiyav 119 evijlikeg , ot picoi tov omoiwv pe didyvoon A A
Kol to omoteAéopata €deiav 0Tl to. dtopo pe ADPA moapovoidlovv peyordtepo detypa
TofoAOYIKOU TPOTOV ToEIHOTOS G OYECT LE TOLG VLTOAOITOVG GUUUETEXOVTEC TULTLKNG
avamtuéng evd ota. idto amoteAéopata kKatéAn&ay kat oo MacMullin, Lunsky, Weiss (2016) ot
omoiot epevivnoav éva detypa amd yoveig moudidv pe AOA (139) Ko moudidv Tumikng avaTTLENG
(172) pe 1o mpota vo mapovcstdlovv vynAdtepo emimeda TPOPANUATIKNG XPNONG TOV

videogames (Craig et al. 2021).
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KE®AAAIO V

XYZHTHXH-XYMIIEPAXMATA

210 mopandve KeQAAaio Tov TponyHonKay, £Yve pio TPOcTADELD YVOPLUING LLE TOV VEO 0VTO
KAGOO TV NAEKTPOVIKAOV oy VIOL®mV oL Nple 6T mES Lag mpv amd AMyeg deKaeTieg Kot v
GUVOECT] ALTOV (MG TPOG TOL ATOLLA LLE OV PLEG KOl GUYKEKPLLEVO TOL LTOLLOL LLE SLOTOLPOALYES TOV
Qacpatog Tov ovtiopov. o avaivtikd, eéetdotnroy PiPAtoypa@ikd ta péxpt mpOTIVOG
dedouéva TOL aPOPOVV TOL € §AMES KOl TO TMG OVTA UTOPOVV VL GLVIEHOVV KoL VOl ETT PEAGOVY
10 auTIoTIKO @dopa. A&iler va avagepbel 0TL 0 KAAdOg TV € games eivor tayvtoTa
OVOTTUGGOUEVOS KO TOL OEOOUEVA TTOV TPOKVTTOLV HETARAAAOVTAL S10PKADG EVO EMIONG Kot
TNV TEPIMTTMGN TOV AVTICUOV 1) TOIKIAMO TOV PAGHOTOS S10KPIVETOL OO AUETPNTEG EEXDPIOTES
TEPWMTMOOELS KOL Ol EMOTNUOVEG GUVEXMG OEEAYOVV £PEVVEG Y10 TNV OVTIUETOMION Kol TNV
KaAvtepn avayvopion tov ADA. Eropévacg, kébe ototyeio mov mpofdaiietar, faciletoan ota
pEXPL TPOTIVOG YV®GTA dedopéva ta omoio eVOEXETAL VO AALAEOVY ApONV GE LePIKE YpOVIO OTd
TOPA. APYIKA, 1| TPMOT GUVOEST] TOL UTOPEL VO TPOKVWYEL EIvOL 1] £€VTOVY TPOTIUNON T®V
atopov pe ADA mpog Tovg NAEKTPOVIKOVG VITOAOYIGTES KOL TO. NAEKTPOVIKE Towyvidia. Me
AQOPUN AOUTOV TO TAPUTAVE® GTOLYEID TPOKVLITOVY EPOTNLOTO TOV OPOPOVV TO KT TOGO TO
evolaQEPOV avTtd TV atopmv pe AOA mpoc to € games pumopovv vo empEpovy Eva OeTiko
avtiktomo otnv woldtnTa TS CMNG TOVS, GTNV EKMOIOELON TOVG OAAL KOU GTNV OUOAN
KOWV®OVIKOTOINGT TOVG VA TopdAAnAc kol oo pmopel va elvarl ta apvnTikd ototyeio g
evacyOANONG OLTNG.

HEeKvovTtag e Tov 0eTikd avtiktumo mov Ta € games pumopei va £xovv otnv {on Tov oTtopov
pe AOA ot gmotpoves gaivovton apketd aiotodoéot. Eivar GAlmote yvwoto 6tita € games
1660 otov Tumkd mANOBvopd 660 ko ota dropo pe ADA elvor po SloKESAOTIKN
dpAGTNPLOTNTO TOV KPOTAEL AUEIMTO TO EVOLAPEPOV KOl TPOCPEPEL L0 EDKOAT EVOALOKTIKN
pog TV TANEN. Ta dropo pe ADA TOALEC POPEG TaPOLGLALOVY MG £VOL KOWVO YOPOKTPLOTIKO
TOVG YVAPLGLLO TNV TACT] VO ATOPEVYOVV TIG KOWVOVIKEG GLVOVOGTPOPES KOl VO TOVS TPOKAAOVV
Oyt LOVO apmyovict 0AAG TOAAEG POPEG KO VITEPUETPO AYYOG. TNV TEPIMTO®ON AOTOV QVTY], TO
e games eivar pua emdoyn mpog ta dropa pe ADA mov TposPEpPeL yapd Kot EuyxopicTnon and
10 aoQUAéG TePPAAAOV TOL omtiod. Ymapyel Aowmwdv 1M duvatdTNTO EMAOYNAG KOt
AVTILETOTIONG TG LoVaEldg Kot TNG aviog HECH TV NAEKTPOVIK®V ToLyVIOldv. ATd TV GAAN

peptd Opmg €xetl dlamotmbel 0tL Ta dtopa pe ADA pumopel vo ekdNAGVOVY VITEPUETPO AY(OG
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Oy LOVO AOY® TNG KOWMOVIKTG CUVAVAGTPOPNG OALA Kol AOY® TOV OTL €fval Eva YVOPIoHO TNG
TPOCOTIKOTNTOS TOVG TOV EKONADVETL Y MPIG TAVTA KATO0V GUYKEKPLUEVO AOYO. AVOQOPIKA
LE ToV TLUTTIKO TANOVGUO, Elval YV®GTO OTL 1 Gvodog TV € SPOrts £xel mTpoceAKHGEL VO TOAD
peydAo oaptOpud GULUUETEYOVI®OV TOL TOIKIAEL o€ @UAAO, eBvikdtnto, NAkio kot Aomd
YOPOKTNPLOTIKA Yvopicpata. Mg v adénon out) Tov TukTtdVv eivar puotkd 0Tt avePaivet
e&ioov ko 1 dvokoAio Tov mayyvididv (Leis, Laurenbanch, 2020) kot owtd cupPaivet diaitepa
o0 oy violo Tov AapuPavouy ydpa 6To S10OTKTLO HEGM VITOAOYIGTOV 1 amd KOVGOAES Kol Ol
véolr o mpotiwovv. Emopévemg, moapatnpeiton on amd Tov TUMIKO TANOVOUO KOl OKOLOL
TEPLGGOTEPO OO TOL ATOUO TOV AOYOALOVVTOL GE Eva TOAD peydlo PBabuod pe ta eSports po
£vtovn ekONAmon dyyovg dnmwg dAA®ote cupPaivel o€ KGBE avTay ®VIGTIKY dPAGTNPLOTTO TOV
okomevel og o Pabporoywkn koatdroln. ‘Etor, ta dropo pe ADPA OBa kAnboldv va
AVTILETOTIoOLVV 01dpopa eNiTedd SOVGKOAMMDY UECH GTO TTALY VIOl TPOG TOV TEAIKO GTOYO LLE Kot
KGTL TéTOo10 €ivar duvoTtd Vo TVPOSOTHGEL £VIOVO (AYY0G TTOL UTOPEl vo Qavel dloitepa
emPAaféc o po pakpoypovia ypnon. Amo v GAAN pepld, 0TS avaeépOnKe, LLAPYOLVY Ot
KaTNYyopies oy VISV OOV GLUUETEXOVY LEGM TOL O1ASIKTVOV ATOMO amTd KAOE Leptd TG YNG
ToilovTag OLOOIKA 1] OTOUIKG OC AVTITOAOL e AAAOVG Y PNOTES. TNV TEPIMTTMOGT] OVTN KO TAAL
T atopa pe ADA Oa kAnOohv va avTIHETOTICOVV o TPOKANGTN TOV TEIVOLV VO, ATOPEVYOLV
KOl 00T €IVOL 1] KOWVOVIKT) TOVG GUVAVAGTPOPT Le KOGHLO oL dgV yvwpilovv. H povn dapopd
elvar 6Tl VT 1 GLYKEKPIUEVT] KOWVMOVIKT] GLUVOVOGTPOPT OEV OOLTEL TNV PLGIKN TAPOVGiaL
TOV EVOLAPEPOUEVMV YEYOVOS Tov pmopel va Bondnoet ta dropa pe AOA va aicBavBovv mo
aveta. Xg mepinTon AoV oL EEMEPAGTOVV Ol TAPATAVE® AVOGTOAEG TV aTtOp®V pe ADA,
N &vooYOANGT TOVUG HE TO. € games oto OlodiKTVO OTe Omoio. GLUUETEXOLV Kol GAAOL
EVOLOPEPOLEVOL UTOPEL VOL OOMYNGEL GTNV GUVOYT PIMK®OV GYECEMV KOl KOT ETEKTACT) LElMO
™G povaldg €o0t® Kot av  otnv cuvOnkn avt anéyxelt n evoikn mopovcia. Ilapd Tavta,
eMoyevel o kivovuvog tov dwadiktvakod bulling mov apketéc popég déyoviar ol TaiKTES.
SVYKEKPIUEVA, TO YEYOVOS OTL UITOPEIG VO GUUUETEYELS OTA OUOSIKE TTayvidlo aALd kot ota live
chats avavopa divel v duvatdTTo 6€ TOALOVGS VO EKINADGOVV ULt OVAPLOGTI GLUTEPLPOPA
pe vPprotikd oxoAa mpog tovg maiktec. H katdotaon sivor axdpo mo cofapn mpog Tig
yovoikeg mov moaiCovuv video games oto S10dikTVLO. XNV TEPITTOOTN AVTY, ATOUO WE
TOPOYNUEVES TOTPLOPYIKES aVTIMYELS emttifevTol pe VBPLoTIKA Kot GEELGTIKA oYOAO OTIG
YOVOiKeG TaikTpleg TV VIdeo games kot GLYKPIvouV Tig ETOOCELS TOVG LE BVTES TOV OVOPDV.
BéBoa mpémer va onuetwdel 611 tétotov €idovg maryvidle ovdepio oy€on £X0VV LE CMOUOTIKN

dvvaun 1 Aourd COUATIKA YOPUKTPIOTIKA TOV S10LPOPOTOLOVV TOVS GVOPES O TIC YUVOUKES
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Kot ETOUEVMG 01 TOAVOTNTEG TTPOG TNV VKN Elvar Yo OAOVG TOVG GVUUETEXOVTEG Ot 101 (Shen
et al. 2016).

EminpocOétmg, ta egames éyovv vo mtpocpEépovv TOAAG akoun ota dtopd pe ADA mov
avTILETOTILOVY OVGKOMEG G TTPOS TIC KOWWVIKEG Tovg oyxéoels. [lo ovykexkpiuéva, péow
E0IKOV TPOYpappdtTov dtotifevton 101K mepBAALlovia 6To. €games [e TPOGOUOIMGELS OOV
wwitepa ta Toudd pe AOA pmopovv vo amOKTHGOLV [ TPADTN EXAPN HE TOV TPOTO TOV
Aertovpyovpe otnv Kowavio yopic Gyyoc kabmg PBpickoviar 6e éva ac@oAES mepailov.
Této1a @vong moryvidla oyedidlovtar pe PAom Tic €101KEG Kol 1O10HTEPEG OVAYKES UIOG OLLASOG
atou®V Kot dgv mpoopilovtor cuvnOwS Yo Tov TVTIKO TANOLVGHS. ATTO TNV GAAN HEPLE, EVOg
ONUOVTIKOG Tapdyovtag Yoo Tov omoio to dtopo pe ADA dmntovior mpoPAnudrtov oty
KOWOVIKN Tovg (o1 kol avtd emnpedlel yevikdtepa v mowdtrto ¢ (Mg Tovg sivan ta
TPOPANUOTA TOV AVTILETORILOVY LE TOV AOYO Kot TNV OpAic. Avto EeKvael amd TV ToUdIKY
nAkio Kabog to Toudd pe ADA PBAEmovY OTL dev UTOPOVV VO EXOVV L0, ATOTEAEGLOTIKTY
EMKOVOVIOL LE TOVG GLVOUNAIKOVS AOY® T®V OLGKOAMV TOVG GTNV OMALN KOl ETOUEVMS
vioBouv avac@diela Kot Tepdm®PLOTooVY TOV €0VTO TOVG OO TO VITOAOLTO TUTIKA TOLOLA.
Méo® Oumg TV EKTAOELTIKGOV € games ta mwodid pe ADA pmopovv va BeEATIdc0VV G TOAD
peydao Bodud Tig advvapieg otov AOYo Kol TIG LoOMNGLOKES TOVG OVGKOAES Kot £TGL VO UnV
vidBovv 0Tt Tapaykmvifoviot amd To YeEVIKO GOVOLO AOY0 opltopévev aduvapidv tovs. A&ilet
Ouwc va onuelwdel 6Tt ta Video games umopohv mpayuatt Vo ETITEAECOVY VO EKTOLOEVTIKO
OKOTO LE GLYKEKPUEVO GYEOOCUO TOLYVIOLOV OAAQ amd TNV GAAN HEPLE UTOPOVV V.
odnynoovv og advvopes oxolkés enddoelg (King etal, 2019). Avtd cvuPaivel oe TepttdGELg
ov ayyifovv ta Opla Tov 01600 KOOGS 0 pHadNTg TpoTdEl va dabétel Tov xpdvo Tov
neplocdTepo ot Video games kot Ayotepo oTig HoONTIKEG TOL VIOYPEDGELS ) EMIONG VA
eEavtieital and TiIc TOAAEG DPEG KOt TNV TiEST UTPosTd amd TV 000V Le TapAdoEes MPEG
VIVOL KOl WG €K TOVTOL VoL PNV UTOPel Vo amodDOEL TVELUOATIKA. XTOV avTimodo OLmg, to €
games pumopovv vo AEITOVPYNGOLY MG VOl KIVIITNPLO HEG® GOANONG. ZVYKEKPIUEVA, GE ATOWA
OV £YOVV APVNON G TPOG TIC EEMTEPIKES OPUCTNPLOTITES KO EMOUEVMG 1) COUATIKT AOKNON
ATEYEL APKETE OTO TNV KOOMUEPIVOTNTA TOVS, VITAPYOVY NAEKTPOVIKA Ty vidio To omoio efvar
SdpaoTiKd Kou wBoVV TOV TOiyTn VO KAVEL GUYKEKPUYEVEG KIVNGELS WLE TO COMUO TOV
TPOKEYEVOL VO, PTACEL 6TOV TEAKO 6T0Y0. Kdtl téTtolo pmopei va fondnocel apketd to dropa
pe avamnpieg kot o dropa pe ADA va Bedtidcovy g £va Babid Ty pLGIKY TOVG KaTAoTOoT
and 1o onitt. [Tapdiinia, to dtoua pe ACPA uécm tov Video games, mov anattovy AETTONS
YEPLGUOVGE, UTOPOVY VO EVIGYVCOLV TNV AENTY] TOLG KIVITIKOTITO KO TOV KOADTEPO EAEYYO TOV

AKP®V 0ALY KoL TOL COUATOS TOVG €V YEVEL.
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Ao TV GAAN pepid, evd to video games yoipovv diaitepng Tpotiunong and to GTopd pe
ADA kot mopovctdlovy apKeTd OETIKA YOPUKTNPIOTIKA, VTN 1 £VTOVT] TPOTIUNGN UTopEl va
odnynoel oe avemBiuNnTo OmTOTEAEGHOTA. XVYKEKPUEVE, 1 KabOnuepvny ypnion tov Video
games kot OAN oV 1 ACPAAELL TTOV TPOGPEPOLVYV GE GYECT) LE TOV TPOYUOTIKO KOGHO Umopel
va TpokaAécel Eva aicOnuo €0iGpov to omoio oe kGbe mepintwon Bewpeiton Eva apvnTikd
yeyovoc. Mdhota, eved 0mmg avapépOnke to Video games oe o eAeyYOLEVT] EVOTYOANGN LE
avtd, evoéyetal va Bondncovv ta dropa pe AOA va cuvayouy aKOLo Kot IMKEG GYEGELS LE
TOVG OLOOIKTLOKOVS TOVG CUUTAIKTEG, 0€ TEPimT®on €0iopuod umopel vo 0dnyncovy G o
amopovmon anod o kowvovikd ovvoro (King et al. 2019) kot kat’ enéktoon Kopio OVGL0GTIKA
dtampoommikn oxéon oty mpaypatikn {on. Eniong, eivar mbavo éneita and v vrepPortkn
xpnon kot tov €0iopd oto Video games, vo TpokuYoLV KON Kol GUYKPOLGLOKES GYEGELG
(King et al, 2019) ue to mepifdArov Tov atdépmv pe ADA kabdg n Eviovn mieon kot o dyyoc
TOV TTOLY VIS0V OAAG Kot 1) Eppovn 10€a e ovtd vo mbobv og Plota kot avev Adyov EECTAGLATOL.

Katainyovtog, mnydlovv tpofAnpaticpot yia to katd toco Oa propovv ta dropo pe AOA
Vo YOV TNV €VKOPIO. GUUPETOXNG OTOV TOYVTOTO OVATTUGOOUEVO KAGOO TV eSports.
Yvuykekpuéva, ivarl TAEOV 0€d0UEVO OTL TaL €SPOrtS Oyt ovo pbav yia va petvouv AL TAEOV
0l VEOL £YOVV TO EVOLAPEPOV TOVG SLOKAMS GTPOUUUEVO TPOG OLTA 6€ onueio mov N Atebvng
Olvpumiaxn emrponn e€etdlel oNUAVTIKA TV €l00y®YN Tov eSports mg Oilvumiokd mAéov
a0Anuo (10C, 2018; Morgan, 2019; Papaloukas, 2018). Eivat yvwoto 611 1| mpogtoluacio yio
éva olvpmoko a0Anpa, omolacdnmote eHONG elvol (o EMITOVN COUOTIKE Kol TVELLOTIKA
dwdkacio wov oamontel TPOSNAWON GTOV GTOYO OAAE KOl aVTOYN OTIS SLOKOAlEG mov Oa
npokOyovy. AA®GTE, Pocikn Tpoimdbeon yia TV lcaymyn Twv eSports ota Olvumioxkd
abAquata, givor or eSports adAntég va akoAovBovv [l TPOETOAGIO OVAAOYT QVTAG TMV
napadoclok®v adinudtwv (Papaloukas, 2018). Xty nepintwon Aowmdv TV atopwv pe ADA
o€ (o TETOoL PeYEDOVS S10pYAVMOT|, Ol TPOKANGELS ivor Thpa TOALEG KOOGS Oa kKAnHobv va
AVTILETOTICOVV i dtadikacio vaépuetpov ayyovs. ITo avaivtikd, to dtopa pe AOA Ha
Bpiokovtol cuyvd pe apKeTd KOGUO YEYOVOS TOL EVOEXETAL VO, TOVG TPOKAAEGEL EVIOVO GTPEG,
EVO amd TNV AAAN HePLd AOY® TOL PEYAAOL OVTAYWOVICHLOD KOl TOV POBOL TG amotvyiog TO
aioOnua dyyovg eivan avamodtpento. Emopévac, Yo ta dropa pe AOA Ba npénel va epguvnel
OUGTNUOTIKA KAT® amd moleg cuvOnkes 0o Umop€écovv vo GUUUETEXOVV GE W0 TETOLOL
pey€Boug d10pydvmon yopic va KivduvEWouv Ty vyeia Tovg Kabde eivar Wdtaitepa onUavTIKO
VoL NV xAoovv pia TETo vkapio AOy® KATOIMV TUTIKAOV YOPUKTPIOTIKOV TOV TPOKVITTOVV

and TO PAGLLA TOV QVTIGULOV.
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