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Mavayiwtng AvtwvorouAoc, EuuavounA Qwkidnc

NepiAnyn

H NANnpw¢ EpPuBlopévn Ewkovikn Mpaypoatikotnta (MEEM) dev epeuvnBel opketd wg mpog tnv
enidpacn tng otn puabnon. To avilkeipevo slval eTepoyeveg Kal ouvBeto, kabwg n MEEM Bplokel
edappoyn og MOAAA eEMLOTNUOVIKA Kol yvwoTika media. H epyaoia eotialel otig xprioeig tng NEEN otn
pouoelakn ekmaibeuon kal tnv eknaidsvon oe BEpaTa MOALTIOTIKAG KANPOVOULAC, TIAPOUCLAToVTaG
HLOL avaoKOTINGN ediou yla T xaptoypadnon Kal tnv emaveéétaohn tng umapyxouoag BLpAloypadiog
OXETIKA U auTa ta Bpata. Evioniotnkav kal avaAuBnkav eikoot dpBpa. Autd, avaAlBnkav os Ue
Baon ta yevikd Toug otolxeia, Tn pebBodoloyia TOUG Kal T AMOTEAECHUATA TOUG. € YEVIKEG YPOUUEG,
Ol TIEPLOCOTEPEC £peUVEC eiyov HIKPO MEyeBog Selypatog kal aplOud/didpkela mapeUPAacewy.
Avadoplkd pe ta amoteAéopata, Staddvnke n kaboAwr umepoxn tng NEEN o olykplon pe ala
péoa, kaBweg dlarmotwbnke n BeTikn NG emidpacn TOCO OTNV AMOKINON YVWOEWV 000 KOl OE
TIAPAYOVTEG OTWG N Tapoucia, n gufuBlon, n Slaokédaon Kal n XpnotikotnTta. And tnv aAAn, o
TIEPLOPLOUEVOC APLOUOC TWV OXETLKWV EPEUVWV N LLKPF TOUG SLAPKEL KOL TAL UKPA LEYEDN SELYHATWY,
Selyvouv OTL n €peuva yla TIg xprnoelg tng NEEM otn pouoslakn ekmaideuon Kal tnv ekmaidevon oe
B€pata TOALTIOTIKAG KANPOVOULAG €lval akopa o oAU apXLlko otadlo, adrvovtag neplbwplo yia
MEAAOVTIKEC €pEUVEC O€ aUTA Ta Tedia.

Abstract

Fully immersed virtual reality (FIVR) is not sufficiently researched in terms of its effect on learning. The
subject is heterogeneous and rather complex, as FIVR finds application in many scientific and learning
domains. The work focuses on the uses of FIVR in museum education and education on cultural
heritage issues, presenting a scoping review to map and review the existing literature on these topics.
Twenty articles have been identified and analyzed on the basis of their general data, their
methodology and their results. In general, most of the included papers had a small sample size and
number/duration of interventions. With regard to their results, the overall predominance of the FIVR
over other means was demonstrated, as its positive effect on both knowledge acquisition and factors
such as presence, immersion, entertainment and usability was found. On the other hand, the limited
number of relevant research projects, their short duration and the small sample sizes, indicate that
the research on the uses of FIVR in museum education and cultural heritage education is still at a very
early stage, leaving room for future research in these fields.

Elcaywyn

XOpOKTNPLOTIKO TNG €MOXNG Hag, amoteAel n paydaio avamtuén tng texvoloyiag. H texvoloyia
OVATTUCOETAL TTIPOC OAEC TG KATEUOUVOELS Kol PeTaBAMel To mAaiolo Kal T duvatdtnTeg TNG
ETLOTAMUNG, AAAQ KOl OXESOV KABE MTUXNG TOU OTOULKOU Kol KOWwVLKOU Biou. Mia 8€opn TtexvoloyLwv
UALKOU Kal AOYLOULKOU, TTou €XouV €ABeL Ta TeEAeUTALO XPOVLO GTO TIPOCKAVLO, ELVOL OL TEXVOAOYIECG TNG
NANpw¢ EpBubilopévng Ewkovikng Mpaypatikotntag (MEEM). Q¢ NAApwe EpPuBlopévn Ewkovikn
Mpayuatikotnta pnopet va oplabel ekeivn n popdn tng EM, otnv omola péow e€omAlopol uPnAng
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texvoloylag (6DoF HMD), o xpriotng QmOKOTTETOL EVIEAWS aTtO TOV GUGLKO KOOWO Kat gpBubiletol
otov €lkovLKO (Dwkidng, & TooAakidng, 2011). H NMEEN £xeL emavéABel ta teAeuTaia Xpovia SUVAULKA
OTO TPOOKNVIO, AOYW TNC O1aBe0nC OLKOVOULKA TPOCLTWY OTOV HECO XPHOTN GCUCKEUWVY
(Avtwvomoulog, & Qwkidng, 2021). Auti n Swadoon tng MEEM kabiotd Suvarn tn avamtuén
EKTIALOEUTIKWY AOYLOMIKWY, Ta omola adopolv TANBwpa emotnuwv. Evag amod Toug TOMElg
evlladépovtog, otnv avamtuén ekmalSeuTIKWY AOYLOUKWY gival Kat n Mouoelakr eknaibsuon —
EKTIALOEUON OTNV TTOALTLOTIK KANPOVOLA. [eviKn embiwén TwV AOYLOULIKWY aUTWwV eivat n dnuoupyia
EUTIELPLWV TIPWTOU TPOowTou otov Xpnotn (OPwkibng, & TooAakidng, 2011).

Movuosiakn eknaidevon Katl eKnaidevon otnv MOALTLOTIKA KANPOVOMLA

H pouoelakn eknaibeuon kat n ekmaibeuon otnV MOALTLOTLKN KANPOVOULA eival popdEg ekmaibeuong
ol omoieg ouvnBwc umayovtal oto pacpa tne ATtumng ekmaidevong. Q¢ Atumn ekmaideuon Umopel va
oploTel n ekmaibeuon mou AapuPAVEL Xwpa EKTOC TNG OXOALKNG — TIAVETILOTNLOKAG alBouocag Kal eKTog
tou curriculum (Cerasoli et al., 2018- Fokides & Atsikpasi, 2018). Qotdo0, kdmoleg popeg, duvatal va
ouVOUOOTEL N EMIOKEYN OTOV LOUCELAKO XWPO, LE TNV TUTILKNA KL [E TNV KN TUTUKN ekmaidevon. H
AEEN Houoeio mnyalel amo tnv apyxaio eAANVIKA A&EN "MoUoEeC" Kal TIOPETMEUTIE OE VOV OPYAVWUEVO
XWwpo Tou Ntav adlepwévog ot Moloeg (Ntivou, 2019). Mouoeio kal ekmaibeuon eivat Suo oteva
aAAnAocouoxeT{OpevVOL OpoL ULag Kal 0 pUCLKOG TIPOOPLOOG TOU LoUdEiou lval eknaideuon Kat n
t€pPn. MapoAa autd, N LOUCELOKN EKTIALOEUGN Cav OpOC EKAVE TNV eUdAVLION TNG LETA TO MEPOAG TOU
Seutépou Maykoopiou MoAEpou pe Ta pouoeia va cuvoSeUoUV Ta eKBEUATA LE ELOLKEG EKTIALOEUTIKEC
emypadég (Ntivou, 2019). Al TOTE £WG ONUEPA, AVOTTTUCCOVTAL TIOLKIAO TIPOYPAUUATA LLOUCELAKAG
EKTIALOEUONG KAl EKMALSELUONG OTNV TOALTLOTIK KAnpovould, ta omola -TMoAAEG  dopéEc-
ekpetalAevovtal TIC SUVATOTNTES TIOU TOUG TTAPEXEL N TEXVOAoyia NG KaBe emoxnc. Ta mpoypaupota
ekmaildevong unopel va adopolv os éva peydlo ¢pacpa tng avlpwrmivng dpaoctnplotnTag Omwe:
Téxvn, Apxatoloyla, Quotkég Emuotiueg, Madnuatikd, Texvoloyia, Aaoypadia, Ohocodia. MoAAd
pouosio Kol XwpoL TOATIOHOU TpoodEépouv TETOlO mpoypdupota site dia {wong, eite &€
OMOOTACEWG. XAPAKINPLOTIKO TOPASELYMO TETOLOU TPOYPAUUONTOC ATMOTEAEL TO TPOypaAUUd TO
"Indigenous Women: Artists and Activists", Ttou Mouoceiou Smithsonian twv HMA
(https://www.si.edu/events/detail /?trumbaEmbed=eventid%3D157033275%26seotitle%3DNative-
Knowledge-360-Teacher-Workshop-SeriesSession-3-Indigenous-Women-Artists-
andActivists%26view%3Devent%26childview%3D%26returnUrl%3Dhttps%253A%252F%252Fwww.si.
edu%252Fevents%252Fonline). Zkomog Tou mpoypappatog ival n euBaduvon otov Kowwvikd poAo
KOlL OTNV KOWWVLKH GUVELGPOPA LBOYEVWV YUVOLKWY, HLECW TNG LEAETNC TWV EPYWV TEXVNC TOUC.

Ot ekmadeUTIKEG P apHOYEG TNG MANPWG ERPUOLOHEVNG ELKOVLKNG TIPAYHOTIKOTNTOG

Ou texvoloyieg tng MEEM, ektO¢ amd Tov XWPO Tou Bedupotog kot tng Puxoywyiag (EVOEIKTIKA,
natyvidla oto Playstation VR), xpnowuomnololvTal Kol oTov XWPo TG eknaideuong. Ta eKMALSEUTIKA
AOYLOULKA TIOU €X0uV avamtuxBei, KaAUTITOUV GXE6OV TO OUVOAO TWV EKTTALSEUTIKWY Bepdtwy. Afilel
va avadepBoUV EVOEIKTIKA KATIOLEG XAPOKTNPLOTIKEG TIEPUTTWOELG AVATTTUENG AOYLOLLKOU: 2TO Ttedilo
™G Mnxavikng (Engineering) kot twv Quaotkwv Emotnpwy, £xouv avarntuxBel moAAEG epaplUoyES, TTOU
KaAUmttouv oxedov kaBe mruxn tou. Exouv avamtuyBel epapuoyEg Avavewotpwy MNMnywv Evépyelag
(ANE) (evdewktika Chiluisa, 2018 Rafiee et al., 2017), epyactipta Mnxaviknc/Quokwv Emotnuwyv
(evbewktika Caro et al., 2018- Zafeiropoulos & Kalles 2018). Ta amoteAéopata avadopkd UE TIC
erubpaoelc xpnong twv Aoylopkwv MEEM otov xwpo tng Mnxaviknc/Quowkwy Emotnuwy
OITOKAAUTITOVTOL EVEPYETIKA TOOO KATA Povac, 0AAA KAl o cUYKpLon Pe GAa péoa (evdeiktikd, Caro
et al., 2018). 1o nebdio NG elSIKAG aywyng, £xouv dnuiloupynBel Aoylopikd ta omoia BonBolv oty
avantuén Paowkwv Seflotntwv (evdelktika, Checa et al,, 2019- Tzanavari et al., 2015). Ta
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OTTOTEAECUATO TWV EPELVWYV O€ AoYLoKA MEENM eldLIkAG aywyng Kavouv AOyo yia avamtuén Bactkwv
Seflotntwy Kal auvtomnenoiBnong (evdeiktikd, Tzanavari et al.,, 2015). EmunpooBeta, svromiletol
napoucia Aoylopikwv MEEM oto nedilo tng ekpadbnong Eévwv yAwoowv (Peixoto et al., 2019), oto
nedio Twv Mabnuatikwy (Tatac, 2020), otig emotipeg vyeiag (Mclunkin et al., 2018), oto nebdio tng
mhonynong aspookadwv (evdelktikd, Valentino et al., 2017), otnv mhonynon mAolwv (evdelkTIKa,
Zhang 2018) kat otn lewmnovia (Ye et al., 2018). Y& yeVIKEG YPAUMES, TO ONMOTEAECUATO XPRONG TWV
texvoloywv TMEEM, otav tn &nuwoupyia Ttou AoyloplkoU akoAouBel épeuva  emibpaong,
OTTOKAAUTITOVTOL EUEPYETLKA YLOL TOU XpNoTeC. OL XpRoteg avadEpouv -PeTafld AAAwWV- anoAauon g
eumelpiag, ikavomnoinon (evéektika Cheng et al., 2017- Peixoto et al., 2019). AfileL va onuelwBel otL
TO TapAMAvw avoadepoueva Tapadelypato  avilotolyoUv o€ AOYLOMIKA, Ta omola €xouv
XpnollomnownBel oe €peuveg Kal £XoUvV ONUOCLEUTEL O ETUOTNMOVIKA OCUVESPLA KOl TEPLOSIKA.
Ynapxouv emunmpooBeta MoOAAG Tapadelypota  ekmaldeuTikwy Aoylopikwv MEEM, mou é€xouv
avarntuxBei amno etalpieg mapaywyng Bvteomatyvidiwy, Ta onoia poopilovrtal yla eupeia eUmopLKn
xpnon (evéewktika Dino Ecounters yia to Oculus Quest).

Onwg ¢pavnke amo ta napanavw, n MEEN Bplokel edappoyr o Pl EUPELA YKALO ETILOTNUOVLKWV-
EKTTALOEVTIKWV TIESIWV, EMITUYXAVOVTOG EVOXPPUVTIKA HaBnaolakad anoteAéopata. Mapola avtd, dev
mMavel va amoteAel pla Slapkwe €€eAloodpevn texvoloyia kal n avaloyn épeuva Oev €xel
ocuotnuartomnolnBel enapkwg. Etol, n mapovuoa avaokomnnon mediov eotiace otnv MEEM kal TLg
epapUOYEG TNG OTN HOUCELAKN ekTaideuon Kkal TV ekmaidsucon mou adopd BEpata MOALTLOTIKNG
KANPOVOULAG, EMLXELPWVTOC VO QATIOTUTIWOEL TNV umapyouca BiBAloypadia, wote va avadelyBel
KOAUTEPA O AVTIKTUTIOC TNG, o€ eninmedo pabnong, oe autoug Toug Touels. Eva evladépov otolyeio
elvat otL Sev evromiotnkav avaloyeg avackomnoelc otn tebvr) BLpAloypadia, kablotwvtag xpnoLun
TV napoloa gpyaocia.

M£Bodo¢

Onwg nén avadépBbnke, OKOTOG TNG AVAOKOTNONG elval n Slepelivnon TNG YVWOTLKAG eMidpaong, aAAA

KOl GAAWV TTapayoviwy oXeTW(OMEVWY Ue TN Xpnon tng MEEM otn pouoeslakn ekmaibeuon kal tnv

ekmaildevon oe Ofpata TOALTIOTIKAG KANPOVOULAG. JUVEMWG, TA €PEUVNTIKA €PWTIAUATA TIOU

SlepeuvnBnkav elvat:

= [lowa gival n éktaon tng BLBAloypadiag mou oxetiletal pe tn xprion NEEN os B€pata mou adopolv
Tn Houoelakn ekmaibeuon Kol TNV eknaldeuon o€ B£€pata MOALTLOTIKI G KANPOVOULAG;

= [lowa elvat n yvwotikn enidpaon edpappoywv MEEN mou adopolv povoelakn eknaideuon kat tnv
eknaibevon o OEUaTa TTOALTIOTIKAG KANPOVOULAG;

= [lololL mapayovteg entbpolv otnv eunelpia xpnong edappoywv NEEN mou adopolv pouoslakn
gknaibeuon Kol TNV ekmaidevon o€ BEPATA TTOALTLOTIKIG KANPOVOULAG;

Ao ta Slabéoua i6n avaokonnoswy, eMAEXONKe n avaokonnaon nediou (scoping review). AmoteAel

€va xpnotuo epyaleio, kabwg kabopilel To epog TN BLBAloypadiag yia Eva BN, CUYKEVTPWVOVTAC

kot aglohoywvrag BLBAloypadikd Sedopéva mou adopolv 1o Béua auto (Munn et al., 2018). ZUpudpwva

pe toug Arksey kat O'Malley (2005) n avaokomnnon nediou:

= Anotelel £€vav Xprollo tPomo xaptoypddnong mediwv EMIOTNUOVIKAG €peuvag, OMoU eivol
S6UokoMo va kaBoplotel to elpoc Twv SeSopévwy Tou eival Stabaotpo.

=  Mnopei va mpoodlopioel Tnv afila ekmOVNONE CUOTNHUATIKAG AVOoKOTNONG.

= Juvoyilel kal EMLIKOWWVEL TOL EUPNLOTA EPEUVWV.

= Evrtomilel kevd otnv umtdpyxouoa BLpAloypadia.

Eniong, StapBpwvetal oe £EL emipépoug otadia (Liu et al., 2015):
= [1pocSlopLOUOC EPEUVNTIKWY EPWTNUATWVY.
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= EUPECH OXETLKWV UEAETWV.
= EmAoyn HEAETWV.

= Xaptoypddnon dedopévwv.
= JUykplon SeSopévwvy.

= JuumepdAcopaTa.

Mo tv eVPeON EMLOTNHUOVIKWY ApBpwv, xpnolponolnbnkav ta mapakdtw anobetipla: (a) Google
Scholar, (B) Science Direct, (y) Scopus kat (8) ERIC. Q¢ Aé€elg-kAeldLd mou xpnollomnolionkayv ot
ocuvbuaopol Twv Aé€ewv mou mapouctalovtal otov Mivaka 1. To xpovikd mAaiolo opiotnke amod 1o
2010 £wg to 2021.

Nivakog 1. A£€eig-kKAeLdLa

Movuocsiak Eknaidsvon, eknaibsvon
OTOV TOALTLONO

Ewovikn Mpaypatikétnta

HMD(s), Oculus Rift, Oculus Quest, HTC VIVE,

cultural heritage, museum, education . . . .
fully immersive virtual reality

Ta kpLTrpLA ATOKAELOMOU ApBpwv autd NTav:

=  Texvoloywkda: H avaokomnon adopa MEEMN, emopévwe omoOKAElOTNKAV CUOKEUEG HE XaUnAR
ailoBnon epuPuBLong (evbeiktikd Google Cardboard).

=  Eidouc: E€alpEbnkav kAelbwuéva apBpa, apbpa mou Atav mpooBaactun povo n mepidnyn toug n
uEpog touc. Emiong, €€alpéBnkav apbpa mou Sev meplAAppavov eUTELPLIKN €peuva (TEXVLIKA,
BewpnTIKA, AVACKOTIOELG) KABWE KAl TTTUXLAKEG/ SUTAWUATLKES EPYATIEG).

H Sladikaoia emdoyng twv apBpwv Baociotnke oto diaypappa pong Preferred Reporting Items for
Systematic reviews and Meta-Analyses (PRISMA) (Moher et al., 2009). To &iaypapua pong PRISMA
tumtontolel TV Sladikaocia avaokomnnong, mpoadidovrag tng dtadavela. AlapBpwvetal oe TEooepa
otadia (Moher et al., 2009): (a) Avayvwplon (ldentification), (B) Awaloyn (Screening), (v)
KataAAnAoAnta (Eligibility) kat (8) Emhoyn (Included). Ta otadla autd kat o avtiotolyog aplOpog
apBpwv og auta, mapouactalovral oto IxAua 1.
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EvTomuopos epeuviav Adaipeon bumhoTunwy
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IxAna 1. To Siaypappa porc PRISMA tng avaokonnong

AvaAuon anoteAsopatwv

Onwg daivetat oto IxNua 1, TeAkd meplAndOnkav eikool apbpa, Ta omola mapoucldlovial oTov
Mivaka 2. Autd, avoAuBnkav e Baon tpeic afoveg: (a) Ta yevika toug otolxeia, (B) tn pebodoloyia
Toug Kal (y) ta omoteAéopatd TouG. Avadoplkd HE TO YEVIKA OToXela Twv apBpwv, autd
nieplAappavouy To £10¢ dnpooieuong, To el6o¢ Tng dSnuocisuong kal tn xwpa mpogAheuonc. O afovag
ToU okormoU mepAapBavel: (a) To yVwoTIKO avtikeipevo, (B) tnv opdda-otoyo, (y) Tov EpeuvnTiko
oxeblaouo kal epyaleia, (8) To péyeBog tou deilyparoc, (g) Tn Stdpkela tng mapépPaong kat (ot) ta
TEXVOAOYIKA HEDQL.

Nivakag 2. Ta eikoot emihexBévta apbpa
o/a  Avadopa TitAog
A framework to design, develop, and evaluate immersive and
collaborative serious games in cultural heritage
Battisti & Stefano, Virtual Reality meets Degas: an immersive framework for art

1 Andreolietal., 2019

2018 exploration and learning
3 Caputo, et al., 2019 A com'parison of navigation techniques in a virtual museum
scenario
4 Cecotti et al.,, 2020  Virtual reality for immersive learning in art history
5 Checa & Bustillo, Advantages and limits of virtual reality in learning processes:
2020 Briviesca in the fifteenth century
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A tour in the archaeological site of choirokoitia using virtual

6 Christofietal., 2018 reality: a learning performance and interest generation
assessment.
Making the invisible visible: Illuminating the hidden histories of
7 Duer et al., 2020 the World War | tunnels at Vauquois through a hybridized virtual

reality exhibition
Egea-Vivancos & Principles for the design of a history and heritage game based on
Arias-Ferrer, 2020  the evaluation of immersive virtual reality video games
9 Fabola et al.,, 2017 A virtual museum installation for time travel
Sense of place in immersive architectural virtual heritage
environment
The effect of immersion towards place presence in virtual
heritage environments
Visiting a virtual graveyard: designing virtual reality cultural
heritage experiences
Immersive and participatory serious games for heritage
education, applied to the cultural heritage of South Tyrol
Marin-Morales et Presence and navigation: a comparison between the free

10 Ghani et al., 2016
11 Ghani et al., 2019
12 Hakkila et al., 2019

13 Luigini et al., 2020

14 . .

al., 2018 exploration of a real and a virtual museum

Marin-Morales et Navigation comparison between a real and a virtual museum:
15 . . ) .

al., 2019a time-dependent differences using a head mounted display

, Real vs. immersive-virtual emotional experience: Analysis of

Marin-Morales et . . . .

16 psycho-physiological patterns in a free exploration of an art

al., 2019b
museum

Virtual museum for people with low vision: comparison of the
experience on flat and head-mounted displays

Arkaevision vr game: User experience research between real and
virtual Paestum

Designing soundscapes for presence in virtual reality exhibitions:
A study of visitor experiences

20 Zhao et al., 2018 VR touch museum

17 Miura et al., 2018
18 Pagano et al., 2020

19 Rudi, 2021

levika otolyeia

Avadoplkd pe To £€tog Snuoocieuong, amd éva apbpo Snuoacteltnke ta €tn 2016, 2017 kot 2021,
téooepa 1o 2018, emtd to 2019 kat €€L o 2020. Napd To yeyovog ot avalntnénkav apbpa amnod to
2010, n NMEEN apyloe va dladidetat petd to 2015, KATL TOU avtavokAATal Kal ota £tn dnuoacisuong
Twv apBpwv. Emta amnod ta eikoot dpBpa eiyav nepiAndBei o mpakTikd cuvedplwv Kal Tao uTtOAouta
dnuootelTnKav Ot eMLOTNUOVIKA Tteplodikd (n=10) kot workshops (n=3). H ltaAia kot n lomavia
daivetal va elval oL XWPEG OTLG OTOLEC EyLVOV OL TIEPLOCOTEPEC £PEUVEG (amO MEVTE O€ KABE Ywpa),
akoAouBoupeveg amo tig HMA (tpelg), tTn Mahatoia kat to Hvwpévo Bacilelo (amoé duo), evw pia
€peuva €yve otnv lanwvia, tn Oavdia kat tn Xan.

AvaAvuon uedobdoldoyiag
Ytov Mivaka 3 mapouoialetal To MANBoC Twv ApBpwv ava EMUEPOUG YVWOTIKO aVTIKEipevo. Atilel va
onUElWBEL otL N Katnyoplomoinon twv apBpwv dev pnopei va BewpnOel andAuta akplPrc, Kabwg ta

YVWOTIKA aVTIKELpeva Twv apBpwyv eite cuykAivouv eite aAAnlo-emikaAUmtovtal. M mapddelypa, pia
£peuvol ou apopd TNV ekmaideuon Pe BEpa KATIOLO LOTOPLKO YEYOVOG, EUMITITEL TOGO OTNV Kathyopla
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NG LOUCELAKAC eKMaiSEUONG 0G0 KOL OTNV KATNYOPLO TNG LOTOPLKAC kTtaideuong. H katnyoplomoinon
Baciotnke Kuplwg oTOV QUTOXAPAKTNPLOUO TWV ApBpwv amo toug cuyypadeig Touc.

Nivakag 3. MARB6oc¢ apbpwv avd yVWoTIKO AVTIKEILEVO

M'VWOTLKO OVTIKEINEVO

MARBog apBpwv

(n=20)
lotopikn ekmaibeuon 3
Mouoelakn Exkmaibeuon 8
Exmaibeuon otnv Téxvn 3
Exmaibeuon otnv MoALTLOTIKN KAnpovouLd 6

O Nivakag 4 mapouolalel Tnv opada oToX0 TwV peuvwY. H mAEov SnUodIARG opdda eival oL EVAALKEG.
AuTO cupBaivel ylatl otig epappoyEG HouoeLlakn g ekmaideuong To Selypa ival cuvABwE EMLOKETTTEG
pouosiwv. Emumpoobeta, apKeTEg £peuveC Sev eixav opoloyeveg Selypa . Ma mapddslyua, pLo épsuva
puropel va  TEePAAUBOVE TOUTOXPOVO TIPOTITUXLAKOUG doLTNTEG,
epyalopevouc oe SLOIKNTIKEG BEoelg oto MavemoThuo kot kabnyntég Navemotnuiov. e AUTEG TIQ
TIEPUTTWOELG N OUASa 0TOXOU Kataxwpndnke wg evAALKeg xwplc tdlotnta. TEAog, amnd To cUVOAO Twv
elkool gpeuvwy, Tévte mepAdppovav SU0 OUASEG UTIOKELUEVWY, Hia €peuval lXE TPELG OUAOEG

UTIOKELUEVWVY KOl OL UTTOAOLTIEG €lxav pia opdada.

Nivakag 4. Suvduacpol opddwv otdxou

Ouadeg otdxog 'Epeuveg
Anpotiko 2
lfupvaclo 3
AUkelo 3
doutntég 2
EvNALKeg 10
Xwplic avadopd 1
EvAALkeg xwplg 16L0TNTA 6

‘OAeg oL nALKLEG 3

S160KToplkoUG  dolTnTEG,

nueiwaon. O ABpoLopa TwV EPELVWV Elval LEYAAUTEPO TOU £Lk0OL, KABWC, 0w avapEPONKE, APKETEC

giyav mapandvw amno pia opdada otoxo

AvapopLKA UE TOV EPEUVNTIKO oXeSLAOUO Kol Ta epyoAeia cuAAoyrC Sedopévwy, Ta AMOTEAECHATA

NG AVO.OKOTNONG MOPOoUoLA{oVTOL OTOUG TIVOKEG 5, 6 KoL 7.

Nivakoag 5. MoooTIKEG EpEUVEG

Noootikég £peuveg (n = 15)

2);23:’(::;}10(; Opadeg EpyaAeio
1 2 4 EpwtnuotoAoylo  Teot  Iuvévteu€n MNapatipnon AAAo

Metagu , .5 16 1 i i 1
UTTOKELLEVWV

Evtog i .3 i : i i
UTTOKELLEVWV

Pre-post 4 - - 3 - - 1 -
ZUVOoAO 7 5 1 12 1 - 1 -
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Nivakag 6. MOLOTIKEG £EPEUVEC

Nowotikég €peuveg (n =3)

EpwtnuatoAoylo Teot Zuvévteuén IulAtnon AM\o

- - 2 - 1
Nivakoag 7. MIKTEC EPEUVEC

, Muwtég €pguveg (n = 2)

zﬁzﬁﬁ?oc Opadeg EpyaAeio

1 2 3 4 Epwtnuatoloylo Teot fuvévteuén Mapatipnon AMo
Metagu
urtOKeELuévwv 2 - -2 i i i i
Evtog
uToKEWéVWY i i i i
Pre-post
ZUvoAo -2 - -2 - - - -

O Mivakog 8 mopouolalel To HeyEDN TwV SElyUATWY oV giyav oL £peuveg. MLa TpwTn mapatipnon
elval OtL eAdyLoTteg £peuvecg eixav onuavtikd péyebog Seiypartog (mavw amno evevvia atoua).

Nivakag 8. MéyeBog Selypatog

Méye0o¢ Moootkn Kat Mkt

] - - - - MNowotikn
Seiyparog MeTOE) UTIOKELUEVWY Evtog unokelpévwy  Pre-post
1-10 1
11-20 1 1 2
21-30 2 1
31-40 1 1
41-50 1
51-60 4
61-70 1
71-80
91-100 1
101-110
111-120
131 kat mavw 1 1
Xwplg avadopd 1
SUvoho 10 3 4 3

O Mivakag 9 Seiyvel T SldpKela Twv Tapeppacewy. Oa TPEMEL va onUelwBel OTL Ta oToleia
napouatalovral pe entpLAatn kabwg apketd apOpa gite dev avédepav SLapkeLa, eite Sev avédepav
€4V OTO XPOVO TEPAABAVOTAV KAl 0 XpOVOG CUUTMANPWONG TWV EPWTNUATOAOYIWY | TwV GAAWV

EPEUVNTIKWYV EPYaAEiwV.

Nivakag 9. AldpkeLlo TapeUPacswv

Adpkera mopéuBaong Moocotikég  Molotikég  MiKTEG
1’-9’ 1 - -
10°-20’ 2 - -
30’-60’ 3 - 1
80’ kal Avw 1 - -
Xwpi¢ avadopa 9 3 1
JUvolo 15 3 2
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O Mivakoag 10 mopoucLdlel Ta TEXVOAOYLKA LECQ TIOU XPNOLUOTOLOnKay oTLg £peUVEC. H TteplocOTEpO
dnuodAng cuokeun eivat to Oculus Rift kal énetat to HTC Vive.

Nivakag 10. Ta Texvoloykd HEoa IOV XpnoLlomnolndnkayv os kG mapeufacn

MA\RBog Méca Z0volo
néowv  OR HV SA DES GL MA PC Al AA
X 7
‘Eva X 3
X 1
X X 1
X 1
X 1
Avo X 1
X X 2
X X 1
X X 1
Tpia X X X 1

Jnuewwoetg. OR: Oculus Rift, HV: HTC Vive, SA: Samsung Odyssey, DES: 086vn — PBivteo, GL:
Ytepeookomikd MuaAld, NA = mpaypatiky Spaotnpldtnta, PC = nAektpovikdg umoloylotng, AN =

SLabpaoTikog mivakag, AA = Aev avadépetal tL eidoug HMD xpnotpomnol)enke

O Mivakog 11 mapouotdlel TIG KATNYOPLEG TWV EPEVVNTIKWY EpWTNHATWY/UuTtoBEoewy mou e€ETaocay
oL epyaocieg. Onwg eivat AoyKo, n amOKTNON YVWOEWV ATAV OO TA CUXVOTEPA EpWTNUATA (aAAG OXL
TO ouXVvOTePO). H mapouaoia pall pe tnv eppuBLon (cuyyevikd ald OxL Tautoon o 6po), daivetal OtL
CUYKEVTPWOOV TO LEYAAUTEPO eVOLAPEPOV TWV EPEUVNTWV. APKETA CUXVA EEETAOTNKAV N EUMELPLA
xpnotn, n Sltackedacon-suxaplotnon amo tn Xxprnon Kot TEXVIKA BEuato Omwe N XpPNoTLKOTNTA KAl N

mAonynon.

Nivakag 11. Katnyopieg epeuvnTIKWY EpWTNUATWY

Kotnyopia pguvnTIKOU EpWTALATOC

EpEUVNTIKO EpWTNA

Zuyvotnta

I'vwotikn Emidpaon

Texvika ZnTipata

YuvaloOnuatikr Emidpacn/ Epmelpia

'VWOoEeLg

‘EAeyxog

Xpnotiwotnta (usability)
MAorjynon

Mapouaia

EpBUBLoN

JTAOELG
Euxapiotnon-Alockédaaon
EpmAokn

EvSiladépov
Juvalcbnuota
I'vwoTtiko doptio
lotopikn EvouvaicBnon
Mpoacoxn

Eumelpia xpnotn
Simulator sickness

P AR R R R R ERNRNOONWNN
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AvaAuon twv anoteAsouatwy

Ta apBpa avaAlBnkav we pog ta anoteAéopata Toud. Xtov MNivaka 12 mapoucidlovtal oTolyeia ova
el6o¢ amoteAéopartoc (BeTikd, oubétepo, apvntikd, acadég). Na onpelwbel 6tL otnv nepintwon mou
n NEEN amoteAoVUoe TO HOVASIKO HECO TNG EPEVVALC, TO ATOTEAECH A KPIONKe e Baon Tnv BeTIKA 1 OXL
enibpaon ota umokeipeva. Ao 6Ao To GACUO TWV TTAPAYOVIWVY KAl TWV EPEVVNTIKWY EPWTNHATWY
Tou TeplAappavav oL £€peuveg eTUAEXBNKOV TA OKTW TIEPLOCOTEPO KOLWVA EPEUVNTIKA EPWTAHATO
(mapouoia, yvwoelg, suxapiotnon, unetpia, eupublon, xpnotikotnta, mhonynaon, €Aeyxog). Onwg
daivetal, n MEEM eixe Betikn enidpacn o GAOUG TOUC TAPAYOVTEC, OTN CUVIPUTTLKN MAsloPndia Twy
TIEPUTTWOEWV.

Nivakag 12. AnoteAéopata apBpwv
Eidoc

ot Map. lv. Euxap. Eprm. Eup. Xpnot. MAony. EAey.
QeTko 8 7 2 4 2 3 1 2
Oubétepo - - - - - - 1 -
Apvnukd - - - - - - - -
Acadég - - - - - - - -

Znuelwoeig. Eidoc amot. = ei6o¢ anoteAéoparog, I'v. = yvwoelg, Euxap. = euyapiotnon, Eum. =
gumnelpia xprnotn, EYP. = egBuBLon, Xpnot. = xpnotkotnta, MAony. = mhonynon, EAey. = £é\eyxog

Zulftnon

‘Eva mpwrto ototxeio mou afilel va avadepbel elval OTL n mapd To yeyovog OTL n avaltnon evionios
OPXLKA TTAPATIAVW o TPELS XIALadeg apbpa mou adopoloav tny MEEM og oX€on e TNV LOUCELAKN
ekmaildevon Kal tnv ekmnaideuon oe Ofpata TOALTIOTIKAG KANPOVOULAG, TEALKA, HOVO eikool
nepAndOnkav otnv avaokomnaon. Auto Seixvel pe EekaBapo TPOTOo OTL OL EPEVVNTIKECG EpYACLeG, TANV
Aywv e€alpéoewy, bev eaTiaoav otnv £peuva yla tnv enidpacn tng MEEN. Npayuoaty, peyalog aplOpog
apBpwv eixe TEXVOAOYLKO KoL OXL EPEUVNTIKO TPOCAVATOALOMO. MNa MapAdelyUa, APKETA HUEYAAOG
aplOuog apbpwv adopoloe TNV aAvAmTuEn AOYLOULKOU, XWPILE OUWG aUTO va cuvodelETal amo
avaloyn €peuva (evdelktikd, Chane et al., 2013- Clini et al.,2018- Smith et al., 2019).

Ouwg, 0 UIKPOG aplBuog apbpwv dev NTav to povo mpoPAnua, kabwg Slamotwbnkav coPfapd
pebodoroyika mpofAnuata. Eva TETolo ATAV T HEYEDN Ttwv Selypatwv. Noapatnpnbnke OTL o
MEYAAUTEPOC aplBUOC TwY gpyactwv epAapBave Lkpo LéyeBog Selyuatog, KaBwe NTav onUAvVIIKA
HLKPOTEPOG TWV TMEVAVTA atouwv (evdelktikd, Christofi et al. 2018- Hakkila et al., 2019- Miura et al.,
2018). MOALg Téooeplg epyaocieg eixav delypo peyallTepo Twy evevivto atopwv (Battisti & Stefano,
2018- Checa & Bustillo, 2020- Pagano et al., 2020- Rudi, 2021). Auto unopsei va odeiletal os Adyoug
E£UKOALOG TWV EpELVNTWV /KL O aduvapia amoKTNong APKETWY cuokeuwv MEENM, plag Kal To KOOTOG
Toug dev eival apeAntéo. Q¢ MPog TNV OPASO OTOXO TWV EPEUVNTIKWV ApBpwv, N MALoV SNUOPIANG
elval aut twv evnAikwy yxwpig WOOTNTA (MAvw amod ta ulod apbpa mou meplAndOnkav otnv
avaokonnon) (evéeiktika, Hakkila et al., 2019- Marin -Morales et al., 2018- Miura et al., 2018). Autd,
lowg va odeiletal adevog oe Adyouc eukoAiag, piag Kot n pn cuumnepiAnyn avnAikwv anodeopevet
TOV €PELVNTH ATO TNV AVAYKN va £XEL TN CUVALVEGST TWV YOVEWV/KNSEUOVWV Kal AdETEPOU OTO OTL OL
TIEPLOCOTEPEG EPEUVEG £XOUV TIEPLOCOTEPO TEXVIKO XOPAKTNPA, HE OKOTO KUPLwG TOV €AEyX0 Twv
epappoywy, xwpig va evdladépel dlaitepa n amodktnon yvwoswv. Emumpdobeta, mbBavov Kal maiL
yla AOyoug eUKOAlOG, apKETEC £peuveg TeplEAaBav UTIOKELUEVA QMmO eTepoyevelc ouddeg mou
Xpnotgornolouv tov 6o xwpo (evdewktikad doltntég, epyoaldpevol oto MNavemLoTuLlo, Kadnyntég
MNavemotnuiov) (evbelktika, Fabola et al., 2017- Ghani et al., 2016- Ghani et al., 2019). Avadopika pe
TOV XPOVO TOU SLAPKECAV OL TIAPEUPACELC, EVTUTIWON TIPOKAAEL OTL OL TEPLOCOTEPEC £PEUVEC Oev
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oaveédepav SLapkela Kal povo dVo avédepav aplBuo moapeuPdoswv. Ano tnv GAAn, mMoAEG and doeg
aveédepav Slapkela, dev amocadnvicav av o avadepoUevog xpovog adopd povo tn Siadpaocn Twv
XPNOTWV He T PEoO N TMEPMOMUPAVEL KL TOV XPOVO XOPNYNONG TWV EPEUVNTIKWV gPYAAEiwV
(evbelkTIKA, CUPMANPWON EpWTNUATOAOYIOU). 2€ OOEC MEPUTTWOELG avadEpOnKe SLAPKeLA AUTH NTAV
petafL 30’ kat 60’ (evdeiktikd, Andreoli et al., 2017 Checa & Bustillo, 2020- Pagano et al., 2020).

Ol €pEUVNTIKEG €PYACLEC Xpnolpomoinoav Hila TOLKIAA PMECWVY, HE TIC TIEPLOCOTEPEC VO €XOUV
aglomotnoet poévo éva péco/ocuokeun MEEM. H o dnuodAng ouokeun ntav to Oculus Rift, kdtL tou
TOV QVOLEVOUEVO, KABWE amOTEAEL TNV MPWTN TPOCLTNA yLa eUpU Kowo cuokeun MEEN (Rodriguez,
2016). AUo péoa xpnolpomnoinoav oAU AlyOTEPEG EPEUVEG KaL Tpla Léoa HOALG pia. ATiO Ta mopamavw
daivetal 6TL 6060 AUEAVETAL O APLOPOG TWV HECWY TOCO UELWVETAL O APLOUOC TWV EPEUVWV, YEYOVOG
QVAEVOUEVO, KABWG N aufnon twv TeXVOAOYIKwY HECwV obnyel oe avénon Tou KOOTOUG, Kal,
YeVIkOTEPQ, aveBATEL TNV MOAUTIAOKOTNTA TNG EPEUVNTLKAG Sladikaciag.

OLEPEVVNTIKEG Epyaoiec e€ETaOOV EIKOOL £vVaV TTAPAYOVTEC, LE TIEPLOCOTEPO SNodIAr Tov mopdyovta
mapoucia Kal TOV CUYYEVIKO TNG apdyovia, autov Tng euBuBiong. Ot U0 mapamdvw MopAayovTES
efetalovtal oe peyaho Babuod oes edpappoyEég mou adopolV TNV ELKOVIKI TIPAYUATIKOTNTA KoL
Bewpeital OTL eMOPOLV ONUAVTIKA OTNV amoKTnon yvwoewv (Huang et al., 2019). ApKeTEC €pEUVES
Slepevvnoav tnyv enidpaon tng MNEEN otnVv anokInon yVWoewv, 6€ CUVOUACUO UE AAAOUG TTAPAYOVTEG
(evéewktika, Andreoli et al., 2017- Christofi et al., 2018- Checa & Bustillo, 2020). Zxe&d6v kaBoAwka, ot
£€peuveg ou TepAndOnkav o€ autr TV avackomnnon, katéAnéav oto otLn MEEN €xel Betikn enidpaon
OTOUG MO PAYOVTEG TTOU £EETACTNKAV KAl OTL UTteEpTEPEl AANAWV HEOwV (evdelkTIKA, Andreoli et al., 2017:
Battisti & Stefano, 2018- Caputo, et al., 2019: Christofi et al., 2018 Duer et al., 2020). M6vo ot TpELg
TIEPUTTWOELG Ta amoteAéopata ftav oudétepa (Christofi et al. 2018 Ghani et al., 2016+ Ghani et al.,
2019). E€aipeon otnv Betikn emidpaocn tng MEEN amotelel n avixveuon tou mapdyovta cybersickness.

Meploptouoi tnc Epeuvacg

Mapoti n avalntnon yla OXETIKA apBpa ATav e€0VUXLOTLKI, TIAVTO UTIAPXEL N TLOavOTnTa va SLEduyav
Kamola mou Ba £mpemne va neptAndBouv. Auto ylati dev umrpxe MpooBacn os opLOHEVEG BACELG
ETUOTNMOVIKWY ApBpwv, OMWE QUTEG TIOU amaltolv cuvdpoun. Etol, mpoteivetal ol PEANOVTIKEG
€PEVUVEC va enektelvouv TOo €Upo¢ avalntnong, TmepAappavovtag TNePLOOOTEPEG PAOELS
ETLOTNHUOVIKWV apOpwv. AKOWN, UTOPEL va yivel Tilo evEeAEXNC avaAuah yla TOUC TTOPAYOVTEG TTOU
ennpedlouv Ta amoteAéouata amo tn xpnon sdoapuoywv MEEN, kabwg n mapoloa avackonnon
£0TIO.0E OTOUG OKTW ouvnBEaTtepout. TEAOC, KaBwg N avackomnnon sotiaocs otnv NEEM kot TG XpHOoELg
TNG 0TNV LOUCELAKN EKMOLSEVUON KAl 0TNV eKTTAiSEUON 0TNV TIOALTLOTIKI) KANPOVOLA, TTPOTEIVETAL VOl
yivouv avaAoyeg avaokoTNOELG KOl 0 AAAOUC ETILOTNOVLKOUG TOUELG KL YVWOTLKA OVTLKEIEVA, WOTE
va UTIAPEEL pLa TiLo adalplkh €LKOVA yla To BEua auTo.

Zupnepacpata

H mapouoca avackomnon omoteAel Kalvotopio otov xwpo tng xpnong MEEM otn poucelakn
ekTaldevon Kal otnv ekmaibeucn otnV TMOALTIOTIKY KANPOVOULA, HLOC Kal Sev Katéotn duvatdg o
EVIOTUOMOG GAANG avaokomnong mou va adopd to idto Bépa. O aplBudc twv apbpwv mou Bpédnkav
Kol avaAuBnkav Ba umopolos va XOpOKTNPLOOEL LKPOG, TIPAYUA TTOU KOTASELKVUEL OTL N €peuva og
ouToUG TouG ToE(g elvatl o TOAU apytkd otddlo. To uAko MEEN mou xpnolpormoleital meplocoTePo
elvat to Oculus Rift kat akohouBel to HTC Vive. H mAsloPnodia twv epsuvwv Sev pmopel va
XOPAKTNPLOTEL WC LSLaiTEPA OXOAOTIKN, LLOG KOL TOL OLOAOYOU LEVWE -TIOAAEC HOPEG- APTLA AOYLOULKA
Sev gpeuvwvtal evieAexwe, £€T0L WOTE va TPOCSLOPLOTOUV OL HABNGCLOKEG KOl EUMELPLKEG TOUG
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emdpaocelg. Davnke OTLIOANEG PopEG N £peuva EXEL WG OKOTIO AMAWG TNV a§LOAGYN G TOU AOYLOMLKOU.
EmunpooBeta ¢aivetal otL evw ot texvoloyieg MEEM xpnolpomoloUvtol w¢ eKMAlSEUTIKA pHEoa
HMOUOELOKAG eKmaideuong, Sev €xel mpaypatonolndel kapia épeuva avadopLka LE TNV YVWOTLKNA Kl
ouvalobnuatiky Ttoug enidpaocn, otov xwpo Tne Apxaiag EAANVIKAC Texvoloyiag. Emiong,
amokaAudOnKe o MeEPLOPLOUOC TWV TIEPLOCOTEPWV EPELVWV avadopLKd e To Selypa kot Tov aplBuo
TWV EKMALSEVUTIKWY LETWV/UALKOU.
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