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AfAwon pn AoyokAori ¢ Kot avaAnyng npoowrikr g euBivng

H napovoa epyacia anotelel nveupatikn loktnoia tou dpoutntr («ouyypadéag / SnUoupydc») ou TV EKMOVNOE. 2TO TAAIOLO TN TTOALTIKAG
avolktr¢ pdoBacng o cuyypadéac/dnuoupyds ekxwpel oto Mavermotiuo lwavvivwy, pn amokAEloTK ASelo Xpiong ToU SLKOLWUOTOG
avaropaywyng, TPocappoyng, SnUoctou Savelopol, mapouciaong oto kowod kat Pndlakng Stéxuong toug Stebvwg, og nAektpovikr popdn Kot
O€ OTOLOSATIOTE PECO, yla SLBAKTIKOUG Kol EPEUVNTIKOUCG OKOTIOUC, AVEU QVTOAAAYMATOC Kol yia OAO TO XPOVO SLAPKELAG TWV SIKALWUATWY
TIVEUMATIKAG L8loktnoiag. H avowkt mpooBocn oto TMARPEG KeEipevo ylo PeAETN Kot avdyvwon &ev onuaivel kab’ olovénmote tpodmo
napaxwpnon Sikaltwpdtwy Stavontikng 8loktnoiag tou ocuyypadEa/dnuioupyol oUTE ETUTPEMEL TV avamapaywyr, avadnuooicuon,
avtypadn, anobrkeuon, MWANcn, gUnopikhy xpron, netadoon, Siavoun, €ékdoon, ektéleon, «uetadoptwon» (downloading), «avdaptnon»
(uploading), petadpacn, tpomonoinon Ue OMOLOVSATIOTE TPOTIO, TUNHUOTIKA A TEEPIANTITIKA TNG Epyaciag, xwpig tn pntr mponyoupevn eyypadn
ouvaiveon tou cuyypadéa/dnuioupyol. O cuyypadEag/dnutoupyog Slatnpel To GUVOAO TWV NBLKWY KAl TEEPLOUCLAKWY TOU SLKOLW LATWV.




Evyopiotieg

Oa NMbsha va exppdow TIc Oepuéc pov evyopiotieg mpog tov emiPAémovio Kabnynty g
epyaoiag, kOplo Evpurion [Aafd, yio v apuépiotn, emoTnUOVIKY Kot nOKy, vTooTipiEn Tov,
TOV XPOVO TOV Kot TIC TOAVTILES GLUPOVAESG KO YVDOGELS TOV Y10l TNV EKTOVNOT| TG TTUYIOKNG LOL

epyaciog.

Eriong, Ba 10k va gvyaprotiow Bepud v ocvluyd pov, Olya, yio tnv nkn vrootpiEn mov
pov mopeiye ko’ OAN T ddpKel TOV 6TOLOWV, KABMG KOl TOVS YOVEIG pov, XoapdAoumo Kot

Mopia, Yo v Bonfetd Toug va EeKvicm avtd To VTEPOYO TASidL 6T YVOOT).
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1. Eloaywyn

1.1 Avtikeiuevo tn¢ Epyaciacg

H mapodoo dSmAopotikn epyacio TpaylatedeTon Tov pOAO TOV UTOPOLV VO, SO POUATIGOVY Ot
EppoOiotikég Teyvoroyieg (Immersive Technologies) tg Ewovikig Ipaypotikéotnrog
(Virtual Reality - VR) kot ¢ EravEnpévng Mpaypotikétyrog (Augmented Reality - AR)
avtotel®G N ovvepyatikd pe v Teyvnri Nonpoosvvn (Al) oy ekmoidevtikny dwadikocio, pe
éupaon otn OacKaAil EVVOIDV TOV GTTOVIOL T®V XPTNUATOOIKOVOMK®V Kol A0KNTIKOV
Emommudv, péom mg epoappoyns tovg ot Oempio Moryviov (Game Theory). Ectidlel ot
YPNOTM SOPUCTIKOV TPOGOUOIDGEMY TOV ovorTooccovion pe T Ponbeia epyoieiov HTML,
CSS km JavaScript, ue otdéyo Vv evioyvon g Katavonong TOAVTAOK®OV GTPATYIKOV

OTOPACEWV.

Ye (o emoyn Omov M ekmoudevTIKN TEYVOAOoyion e€eAiooeTon paydain, M TAPOLGH EPYACIi
EMOIDKEL VO EVTOTICEL TAOC M ynelokn euPfovdion pmopel va petacynuatiost ™ poabnclokmn
eumepia, petaoynuatiCovrog v kKAaoikn wadntikn dwackaiio oe pio TpayuaTikd PlopotiKn

KOl GUUUETOYIKT O1001KaG10, TOGO Y10 TOVG S1OAGKOVTESG, OGO KO Y10 TOVG O10ACKOUEVOLG.

1.2 Yxomdg, Xtoyol kat MeBodoAoyia

O oxomog g epyaciog elval 01TTdG, KAODS TO EPELVNTIKO TNG TEPIEXOUEVO ATOCKOTEL, QUPEVOG,
ot Otepedivnon ¢ SWAKTIKNG OLVAUIKNG Twv TeYvoloyidv VR kot AR, agetépov, oty
evoopatoon ¢ Ocopio Mavyviov (Game Theory) oe éva pabnowoxkd mepiBdAlov mov

kaBodnyeiton amd T SOPUCTIKOTNTO Kot T PUOUATIKE KOTavOn o).

Or xvpror otéyoL ™G epyaociag, meprrapuPdvovyv 1 Bewpntiky avdivon g oxéong HeTasd
teyvoroyidv VR/AR kot ekmadevtikng kawvotopiog, kobmg kot ) depedvnon e Oswpiog
[Mouyviov ®g epyaieio yio 1 OWOaoKOAlL OTPATNYIKOV €VvOoldV oTn Atoiknon kot To

X PNUOTOOIKOVOUIKE.

Eniong, mepirapfavouv ) dnpovpyio Kot aEoAdyNnon EKTOOEVLTIKMY TOPAOELYLATOV LLE YPNON|
gpyoreiov HTML, CSS kan JavaScript, kabmg eniong tnv anotipunon g eknotdevTikng aiog

NG TPOTEWVOUEVIC TPOGEYYIOTG.




H peBodoroykn) mpocéyyion g mopovoag epyaciog Paciletor ot demouoviky odvheon,
kaOd¢ aglomoovvtal mopicpata and v Exnadevtiky Teyvoloyia, tnv Owovopikn Oewpia,

Avumrikr] Emotun kot -aceaing- v Emotmun g [Anpogopikng kot tov Y moloyiotdv.

1.3 Aoun tng Epyaciacg
H epyacia opyavovetar oe gvvéa (9) kepdrata, To 0TOi0 EXLYPOUUOTIKA TEPIAAUPAVOLV:
To Kepdraro 1 civor elcoymyikd kol Topovcstdlel T0 OVTIKEILEVO TNG EpYAGiag, T dOUN TNG EVO

OVOTTTUGOEL TOVG OKOTOVGS, TOVG 6TOYOVS Kol T pebodoroyia

To Ke@pdrowo 2 mopovcidler v £€vvola Kot TIC EKTAOELTIKEG YpNoelg TG Eukovikng

[Mpayuatikotnrog (Virtual Reality) kot tic dtoovvdéoeig g pe v Texvnt Nonuoovvn (Al).

To Kepaharo 3 e€etaler v évvoln ¢ Eravénuévng TMpaypatikétnrag (Augmented Reality)
KOl TIG OLVATOTNTEG TTOL TPOCPEPEL GTNV EKTOIOEVOT), AVTOTEAMG 1 GuvePYOTIKA pe TV Teyvnt

Nonpootvn (Al).

To Kepdrowo 4 swodyer ™ Ocwpion [Moryviov (Game Theory), 1600 Bewpntikd 660 Kot
OWUKTIKA, EVD TOPOLGLALEL O1EE0OTKA TaL €101 KO TIG LOPPES OVTAYDVIGHOD TOV EMIKPATOVV OTIC
EKAOTOTE OYOPEC, €IGAYOVTAG TOV OVAYVAOTN OTN AOYIKN TNG KPIOWWOTNTAS TNG ANYNG

OTOPAGEMV.

To Ke@dhowo 5 meptypdeel Ty TEYVIKN KOl TOWOOY®OYIKN avATTUEY TOPUdEyHATOV UECH

gpyareiov HTML, CSS «ou JavaScript.

To Kepdraro 6 mopovoialer to 600 exkmaudevtikd project, to Ailnuupo tov PLAUKIGUEVOD
(Prisoner’s Dilemma) kot to Ailnppo tov Manager (Manager’s Dilemma) kot omoteAei v

EPELVNTIKY LAOTOINGN NG EpYOGiog.

To Ke@dhowo 7 elvar a@lepopévo oty TEYVIKN VAOTOINON Kol 6TV ovimtuén tov
EKTTOOEVTIKAOV  EQAPUOYADV  OVOTTUGGEL TEPUUTEPD TO. OVO €pya kot ocuvvoyilovtag ta

cuumePACLATA.

To Ke@dhraro 8 avaxeporowdvel o KopPikd onueia g epyaciog, avaAvEL TIC VAOTOMGELS Kot

OVOOEIKVVEL TNV EKTOOEVTIKY A&l TV dVO EQAPLOYDV.

10
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To Ke@dhoro 9, 1€l0g, ival a@lepoUEVO 6T GUVOAIKT OTOTIUNGN TOL £PYOV, TAPOLGLALOVTAG
oLYYPOVOG TIS TUOAYOYIKEG TOV EMMTOCEL, EVO TAPEXEL CUUTEPAGLOTO KOl TPOTACELS Yo

HEALOVTIKY| £PELVQL

11
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2. Ewkovikn Mpayuatikotnta (Virtual Reality) otnv Exknaidevon

2.1 Opioudc kat TeyvoAoyisg

H Ewovikn Ipaypoatikétnra (Virtual Reality - VR) avapépetat g éva 6Hvolo Te(VOAOYIHV
7oV emTpEnoVy TV eUPLBion ToL ¥PNoTN GE Evav TANPOG YNELOKO, TPIGOEGTUTO KOGHO, HECH
ovokev®v O0mmw¢ kpdvn VR (my. Oculus Rift, HTC Vive) kot eheyktéc xivnong (Slater &
Sanchez-Vives, 2016). Xe avtifeon pe tig ovpPartikég 00oveg, n Ewovikny IIpaypotikdtra
dNuovpyet oTov YpNoT TV Yevdaichnon g euoikng tapovciog péca o€ £va TEPPAAALOV TOL
umopel va gtvor ite amoAVTOG PAVTUGTIKO E1TE VO TPOGOUOIDOVEL € LYNAO Pabpd peaiicpod tov

TPOYLOTIKO KOGLO.

Ot Baoikég teyvoroyieg mov vmootnpilovv v eumelpia Ewovikng Ipoaypatikétrog (VR)

wepAapPBavouv:

. Head-Mounted Displays (HMDs) pe evoouatouévoug aicOntipeg kivnong,
. Tracking systems yio kataypagn 0éong Kot katevbvvong tov xpnotn,

. 3D game engines 6mw¢ Unity kot Unreal Engine,

. Enma@n pe guowkd avrikeipeva péoco antikng avadpaong (haptic feedback).

H Ewovun Tpaypotikdétra (VR) yiveton 0ho kar mepiocdtepo mpocsPaciun Aoym g peimong
TOL KOGTOLG KO TNG ALENVOUEVTG VITOGTNPIENG amtd TAATPOPLES avotyToL kKmdtka (Freina & Ott,

2015).

2.2 Habaywyikég llpooeyyioeis kat AvvatoTnTES

H swovikn mpaypatikdtnto evioyvet ) podnoakn dwdikasio kabng petatpénet tov podnm
amd maONTIKO OEKTN o€ €vEPYO OVLUPETE(OVTO. XVUQOVO LE TNV KOWmVIKN Begwpia g
yvootikng avantuéng (Vygotsky, 1978), n evepyr| adAinienidpaon pe 10 mepBdArlov evicyvet )

Babvtepn Katavonon.

Ot kvplotepeg ekmodEVTIKEG Svvatotnteg TS Ewkovuknig IMpoaypotikotnrag (VR)

neplapfavoov:
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. IMpocopordoclg cHvVOeTOV M eMKIVOLVOV KOTAGTACE®V (T.)Y. EKOVIKG €PyacTipLa,

OUKOVOULIKGL TEPALLOLTAL).

. Kotootaoaig pe agnynpotikiy pon (narrative-based learning) o6mov o @oitntig

CUUUETEYEL GE GEVAPLA LE TOAMATAES EKPACELS.

. AwBegpaTikotnto, kobmng 1 Ewovikn [payuatikotnto (VR) pmopei vo evoopotmost

oTOlKEl0 OO LUPOPETIKA EMGTNHOVIKA TTESLAL.

. Ac@aréc mElpapaTiko wEPIdilov, OTOL 01 EOUNTEG UTOPOVV VO TELPOUOTIGTOVV KoL

VO €OTTOTOYOVVY YMPIG CLVETELES.

‘Epevveg detyvouv 6tt  Ewovikng Ilpaypatikétnrog (VR) evioyver mv mpocoyn, v
gvepyomoinon cuvalcOnuatog ko T daripnon g yvoong (Makransky et al., 2019).

Erniong, npdopateg peréteg emPePardvovv ot n ypfion Ewkovikng Mpaypotikotnrog (VR)
otV Exnaidevon €xel mapovsidcel onpovtiky e£EMEN katd v mepiodo 2020-2024, pe Epepoon
Oyl uovo oty euPvbion aAAd Kot 6ToV TOdAYWYIKO oYedlacud. Zouemvo pe toug Jensen &
Konradsen (2020), n Ewovikfy Ipaypotikétnra (VR) avébver v evepyf| eumhokn tov
QOUTNTMV G€ YVOOTIKO OmouTNTIKA TEPPAAAOVTA, VA VEOTEPA ELVPNUATO OELYVOLV OTL M|

euPobion oyxetiCetan dueca pe v avtnm podnotaxn o&io (Makransky & Petersen, 2021).

EmnAéov, o1 Parong & Mayer (2021) vmoypoppilovv 0Tt 11 6OGTY O10)EIPIOT TOL YVOOTIKOD
QOpPTOVL  amoTEAEl KPIoWWO mOPAyovTo. Yoo TNV OmOTEAECUOTIKOTNTO TG  Ewovikig

paypetikétntog (VR) o¢ ekmaidevtikov epyoaieiov.

Neotepa epguvntikd Epya e€etalovv tov poro ¢ Ewovikig Ipaypatikotnrag (VR) oe
Avortata [dpduata, avadetkvbovtag tn BeTikn exidpact TG 6TV KATOVONOT GOVOETOV EVVOIDV
oe topelg STEM, omAadr, Emwotiung (Science), Teyvoroylag (Technology), Mmyovikng
(Engineering) kot Mafnpatikdv (Mathematics), kaBmg eniong kol 6€ TOUES TOV KOWOVIKOV
emomuov (Pellas et al., 2021 Wu et al, 2022). [HopdAAnio, petayevéotepes avoADGELS
emonuaivovov 6tt n Ewovikny Hpaypatikétyra (VR) amortel éva mlaiclo moadaymyucod
oXe010GLOY OV Vo TTpo®Bel TV evepynTikKn avakdAvym, tn OlEpedvIIon KOl TN UETOYVOGCN

(Southgate & Smith, 2023).
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Téhog, ouyypova HOVTEAN TEYVOAOYIKNG LWOBETNONG deiyvouv 6Tt M amodoyn ™ Ewkovikig
Hpaypatikétyrogs (VR) oty ekmoidevtikny mpaén av&davetor onuaviikd to tehevtaio xpovia,

KUPIg AdY® TNG ®PIULOVONG TV CLGKELMV Kal TNG peiwong Tov kdotovg (Alalwan et al., 2024).

2.3 Misovektiuata kat [IpokAosig

H a&omoinon mg Ewovimg Ipaypatikdétrog (VR) oty Exnoaidevon, cuvdéeton pe pio cepd
TAEOVEKTNUATOV KOl TPOKANCEWV. AvoaQopikd He To mAgovektnuota 6Bo pmopovoov vo
emonuaviovy o vyniog Badpiég eppvOiong (immersion) Tov evicyvel TNV eumAoKN TOL padnTm
(Dede, 2009), n ekpaOnon péoco npaéng (learning by doing), 1 omoio €ivol 7O ATOTEAEGLOTIKNY
oe oyéon pe 1t Oswpnrikn pabnomn, n mpocopuoyn otov pvOud Tov pabnty (self-paced
learning) kabmg kat N avamTvén dEE0TATOV avATEPNS TAENS OTTMG EMilVON TPOPANUATOV Kot

MyM amopacemv.

Oocov a@opd T1g avadvdpeves mpokinoel, Bo pmopovoav va emonuovlodv 10 KOGTOG
eEomMopoy, 1M avaykn Yoo TEYVIKN VLTOGTNPIEN, M OVTIUETOMTION QUWVOUEVOV OTMOC 1
KuPepvovavtion (cybersickness) 1 dvoeopio. amd ™ ypnon VR, ol amoithoelg o TEYVIKY
eCokelmon v kanyntég kar eortntég Kabdg kot 1 dSuoKoAMa a&loAdynong g enidoong oe

nepPAAAOVTO VYNANG 0100 PACTIKOTNTOG,

H évtaén mc¢ Ewovikig Ipaypotikomrog (VR) oty tprrofdduio  exmaidsvon amortel
OLEMOTUOVIKI] GUVEPYAGTLA, TOUOAYWOYIKO GYEOOGUO KO LEAETT) TNG AMOTEAEGLATIKOTNTAS TNG,
MOOTE VO Un AETOVPYEL MG EPYAAEID TEYVOAOYIKOV EVIVITMOGLOGUOV, OAAL ®G HEco Pabdtepng

katavonong (Radianti et al., 2020).

2.4 Epapuoyég tn¢ Eitkovikng Hpayuatikotntag: H llepittwon twv
Kowwvikov kat EktaiSevtikwv EkSnAwoswv
H Ewovikiy Hpoypotikotnta (Virtual Reality - VR) e&ehicoston mépa amd TG YVOOTEG

EPAPUOYEG TNG, PpioKovTog TPOGPOPO £00POG GTN SLOPYAVAOGCT) KOIVOVIKAV KOl EKTULOEVTIKDV
EKONLAOGEMV, TPOCOEPOVTOG U0 EVOAAOKTIKY)  AVOY OTIS  TOPUSOCIOKEG  TAATPOPLESG
mAeddokeyns. H teyvoroylo avt) mapéyel tn dvvordotnta yo. T onpovpyio epfodiotTik®v

(immersive) eumelpidv, o1 0Toieg UTOPOVV VO OVIILETOTIGOVV TV KOTMGT TOL TPOKAAEITOL OO
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TIG ouveYElG PVTEOKANGES, VO TOPAAANAN TOPAKAUTTOVY YEOYPAPIKOVS 1 VYEIOVOUIKOVG

TEPLOPICLOVG,.

M yapaxtnplotikn mepintoon epappoyng ™ Ewovikng Ipaypoatikoémrag (VR) otov
KOWMOVIKO TOUEN KATOYPAONKE HE TNV TPAYUATOTOINGT HOG EMAVEVOSNS 0moPoiTmV (class
reunion) tov wpoypdupotoc MBA tov IMavemomuiov tov Harvard oto metaverse (Business
Insider, 2022). Ilepimov 90 amd@OITOL GULUUETEYOV OTNV YNPKn EKONA®GON, 1 omoia
oxeO1A0TNKE APYIKA MG ATAVTNGT GTOVG TEPLOPIoHoVg TG Tovonuiog COVID-19. H emtioyn tov
metaverse ovii Tov Zoom avédelEe v avalnnon Yo Hio o SVVOMIKY] Kol Ol0dpPacTIK)

HOPPN ETIKOWVOVIOG.

To yeyovdg avtd vmoypoupiler tig ovvatotntes TG TEY(VoAoyiag VR vy 1 dopydvoon
EKONADMCEMV UEYAANG KAILOKOG, TPOCOEPOVTOS GTOVG CLUUETEXOVTEG Mo aicOnom @uoiKng
TOPOVOIONG KOl KOWVNG Eumepiog mov eivar dvokolo va emtevydel pHécw TV cLUPATIKOV
péocwv. Qot660, OVOOEIKVOOVTOL KOl Ol TPOKANGCELS: TO 1010 TEPIOTATIKO VTOONAMVEL OTL M|
teyvoloyia Ewovikng Ipaypatikdtntog yperdleror onpavtikny peitioon npotov yivel eupéwmg

amodekty) ko vioBetnBel (Business Insider, 2022).

H spapuoyn tng Ewwovikijs lpayuatiotnras (VR) 6t 010pydvmen KowmviK®Y eKONAMOGEMY, TPOGCYPEPEL Hid
evallaktikl], KaOnioTiky eumeipia, mépa ano Tig mapadoclakis tniedlackéyels. Eikova amd o reunion
aropoitwv tov Harvard ato Metaverse
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2.5 H XVykAwon VR kau Texyvntijc Nonuoovvng: To Néo Mapadstyua otnv
Exntaibevon

H mo onuovtikn e€éMEN oty ekmoudevtikn teyvoroyio katd v mepiodo 2024-2025 sivor 1
Aertovpykn| ovykion g Ewovinig Hpaypatikdmrog pe v Hopaywywn Texvnt Nonpoovvn
(Generative Al). Zopoova pe toug Shirazi et al. (2024), n evooudtoon Meydhov IMNoocoikodv
Movtéhwv (LLMS) evtog tov VR mepiPardoviov emirpémet ) onpiovpyio «Nonudvev
Ewovikdv Tlpaxtopwv» (Intelligent Virtual Agents). Avtoi ot mpdxtopec dev akoAovHovv
npokafopiopéva oevapio (SCripts), oAl pumopodv vo SteEdyovy LGIKO S1GA0YO LE TOV QOLTNTY,

TPOGapUOLOVTOG TIC OTOVTIGELS TOVG OTO EMIMEDO KATAVON OGS TOV.

21 010Ktk TV AlowknTikov Emomuov, oot n €£EMEN HETANOPPAOVEL TIC TPOGOUOIDGELS
nyeoiag Ko dwmpaypdatevons. O eortnmg pmopel mAéov va €10éA0eL Ge o eoviky| aifovoa
ovvedpldoemv 6mov ot Al-driven yoapaktipeg avtidpovv pe Pdon cdvieta yoyorloyikd povtéia
Kot owkovoukd oedopéva. H épevva tov Li et al. (2024) katadewvier 611 avtiy 1
«mPOCAPUOCTIKN UPOOIoN» eVioyDel TNV KPITIKY OKEYT, KAONDC 0 EKTOOEVLOUEVOS KaAEiTOL Vol
dwyeplotel  ampOPAENTEG  KOTOOGTACES MOV  TPOGOUOIDOVOLV TNV  TOALTAOKOTNTO  TOL

TPAYLOTIKOV ENLYELPTLATIKOD KOGUOV.

2.6 Immersive Learning Analytics (ILA): H Al w¢ Epyaicio AéloAdynong

M GAAN kpiown mrtoyn g ovyypovng VR elvar n yprion ™mc Al yuoo v avédivon g
HaONGLOKNG CLUTEPIPOPES o€ TPayHaTIKO ¥pdvo. Ot chyypoveg cvokevéc VR evoopotdvouv
atcnmpec mapakorovdnong PAEupatog (eye-tracking) kot avaivong kivnong. Ot Tzortzoglou
et al. (2023) avagépovv 611 o1 aAydp1Buor Mnyavikne Mdébnong (Machine Learning) uropotv va
enelepyaoTohV ovTd To dedopéva Yo va petpnoovy to «I'vootikd Poption (Cognitive Load)

TOL POTNTY.

INo mapdoetypa, ov Evag eortntig XpNUoTOOKOVOUIK®VY Ttapatnpel £va mepimloko TpiodtdioToTo
ypbonua oto VR mepidirov, n Al pumopei va evtomicel av vépyel cOyyvorn and TS KIVIOELS
TOV HOTIOV TOL KOl VO TOPEYEL ALTONOTO EMTALOV ontTikd BonOfuata 1 eneénynoels. Avti n
eatopkevpévn avatpoeodotnon (Adaptive Feedback) amotelel v oyl tov 86potog otV
ekmoudevTIky €pevva tov 2025, kabhg emtpémel otov SWOAcKOVTO v €yl [l TANPN

«axtTvoypapion g tpoddov tov potrny (Villena Zapata et al., 2024).
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2.7 To "Eduverse" kat n Kowvwvikn Ilapovaoia (Social Presence)
To Metaverse, otv ekmadevtikny oL ekdoy] ®¢ "Eduverse", amotedei v e&EMEN TG

uepovopévng VR og éva cuidoyikd ymoeaxd owoovotnua. Ot Wang et al. (2023) vrootmpilovv
0Tl 10 KAewl ¢ emrvyiog oe avtd to mepPdrrovta sivar M «Kowwvikr ITapovsion. Ot
QOUTNTEG 0V €ival TAEOV LOVOL TOVG GE oL TPOGOUOImGoN, OAAG CLUUETEYOVY ¢ avatars oe
ewovikd mavemotnue. H Al mailer kaBopiotikd poro €M, AELTOLPYDOVTOG MG KEWKOVIKOS
HEVTOPOG» TOL GLVTOVILEL TIC OUAOEG EPYOGIOG Kot SIEVKOAVVEL TI CLUVEPYOTIKT] OKOOOUN O TNG

yvoong (collaborative knowledge construction).

2.8 TeyvoAoyikn Ymodoun kat o PoAog tov Edge Al

H amotedecpatikdtta e VR oty exnaidgvon eaptdton dpeca amd v TeXVIKY apTidTnT
¢ mpocopoinonc. ‘Eva and ta peyordtepa mpoPfAnpata tov mapeABoviog frav 1 «voutio g
Kivnong» (motion sickness), n omoia mpokaAeitoan and v kabvotépnon (latency) ueta&d g
KIivnong tov ypiotn Kol TG ovaveé®ong TS KOvas. Nuepa, n evooudtoon tov Edge Al
(Teyvnm Nompoovvn otnv «dkpn» Tov OIKTOOV) EMITPENEL TNV EMEEEPYACIN TOV OEOOUEVOV

KIvnong Tomkad ot cvokewy, peidvovtag to latency oe enineda katm twv 20ms.

Youepwvo pe tovg Crogman et al. (2025), n yprion aiyopibuwv Al yia to "Foveated Rendering™
(emeepyaoio eoOvag VYNNG avdivong poévo 6to onueio mov eoTidlel T0 UATL) EMTPEMEL TN
onuovpyio  EEMPETIKE  POTOPEAMOTIKOV TEPIPUALOVTIOV Yopic TNV avdykn mavakpiBov
vroroyiot®v. [1a évav @oumt) Awiknong Emyepricemv, avtd onupaiver 61t umopel va
nepmynOel o€ O EIKOVIKT €QPOOCTIKY 0ALGIO0 1] £VOL EPYOCTAGLO HE OMOALTN AETTOUEPELD,

TOPATNPAOVTOS d1dIKAGIEG TOV Ba Tav 0 dvvaTo va det o€ €va amho Pivteo.

2.9 Avantvén ' Hmiwv Aséotytwv (Soft Skills) uéow Al-Driven VR
Evo n VR ypnowomoteiton cvyvd yw texvikny ekmaidgvon, mn ovyypovn thon to 2025

emkevtpdvetar oto "Soft Skills". H Al emtpénet ) dnuiovpyior oevapiov 6mov 0 @OTnTHS

npéneL va, daxeplotel o Kpion nyeciag 1 o SV6KOAN amdAVGeN TPOSOTKOD.

Onwg avapépovy ot Sima et al. (2024), o1 TPOGOUOIDOES AVTEG TPOGPEPOVY EVOL KOCPUAES
nepPariov amotuyiacy (safe space to fail). H Al avaivet oy povo ti Aéet o gortng, oAld Kot

TOV TOVO NG G®VNG TOV N TN YAOCOH TOV GOUNTOS TOV HECH GTOV EIKOVIKO KOGHO. AVTO TO
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eninedo avaivong petatpénet ™ VR omd évo amhd omtikd HECO OE VoV «TPOCOTIKO
npomovnt» (Al Coach) mov mapéyel eéatopkevpéveg cvpPovAiés Pertioong petd amd Kabe

ovvedpia.

2.10 HOwxn kat AsovtoAoyia otn xprjon Al-Driven VR

H evoopdtowon g Teyvntg Nonpoosivng ota ewovikd nepiBdAlovia @EPVEL GTO TPOCKNVIO
véa nBwd dunupota. KabBog ot Al adyopiBuot cuidéyouv Propetpikd dedopévo (0T M
dotoA TG KOpNS 0V 0PBaALOD 1| 0 pLOUOS TG avamvorg), Tifevion Kpioyo epwTUATO
OYETIKG LLE TNV TPOOTOCIO TOV TPOCOTIKMY SEG0UEVOV TOV QOITNTOV. TOUPOV pe Tovg Ruiz-
Palmero et al. (2025), n «Nevpo-ndwr» (Neuro-ethics) otov touéa tov VR learning sivon éva.

avadLOUEVO TTEDTO HEAETC.

v ekmaidevon OoNTIK®OV otedeyomv, N Al pmopet va onuovpynoet "Badbua yevon"
(Deepfakes) swovikdv melatdv 1 VIOAAA®V Yoo cevapla dayeiptong kpicewv. H mpoxinon
gyKertal otn OlTNPNoN TS 160PpPOTiog HETAED TOV PEOMGUOV TNG TPOCOUOIMONG Kol NG
YUYIKNG eunuepiag tov @ounty, owceaAilovtag ott n Al dev Ba ypnowwomomBel yio

YEPOAYDOYNOT TOV CLVOUIGHNUATOV TOV KOTA T SIOPKELD TNG LaONG1OKTG dlodKaGiog.

2.11 ROI (Return on Investment) tn¢ VR Exmtaibsvonc otic Emiysipnocic

Mo akdun kpioyun mopduetpog 1 omoio. AapPaver afio HEGH TOV TEYVOAOYIDV OUYUNG OV
HEAETMVTOL GTNV TOPOVCO EPYOTia, ivor EKEIVI] TNG ETEVOVTIKNG ATOS00NG TS EKTOUOEVLONG TOV
AvBporivov ITopwv evdg opyaviouod N pioag etarpeiog. H aglomoinon g mopapétpov avtng
amotiudron péow tov dsiktn ROI (Return on Investment) 1 Andédoon Enévévonc. H Al Bonba
otov vroroywopd tov ROI g VR ekmaidevong. Or Market Growth Reports (2025) deiyvouv
ot o1 emyepnoelg mov ypnolpomolov VR e cuvdovacud pe Al analytics peidvouv tov ypovo

exkmaidevong katd 40% kot avEGvouvv T dlatnpnon g yvoons katd 70%.

H Al pmopel va mpoPréyel moor vrddiniot Bo ypewaotovv emaveknaidevon (upskilling)
avaAdovtog 11§ emddoel ovg péoa oto VR mepiBdirov. Avtd 1o "llpoyvootikd Movtéro
Exnaidevonc" (Predictive Training Model) emtpéner ota tuipata HR vo koatovépovy toug
TOPOVE TOVG MO OMOJOTIKA, UETOTPEMOVTIOS TNV EKTOUOEVOT] OO KOGTOG GE E€MEVOLOM W€

LLETPN GO OTOTEAECLLALTOL.
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3. Emavénuevn Mpayuatikotnta (Augmented Reality) otnv Exknaidevon

3.1 Opioudc kat Mapadeiyuata Xprjong
H ErovEnpévn Mpaypatikotnto (Augmented Reality - AR) avapépetar otnv evooudtoon

ynoeokov mepleyopévonu (0mwg ewoveg, 3D aviikeipeva M TANpo@opiec) GTOV TPAYUATIKO
KOGUO, 6€ mpaypatikd ypdvo. Xe avtibeon pe v Ewovikn Ipayuatiwkotnto (VR), n onoia
dnuovpyet Eva TApwg eikovikd mepPdirov,  Eravénuévn Hpaypatikdtnta (AR) dwtnpet v
ETOPT) TOL YPNOTN HE TO PLGIKO TEPIPAIAOV, eumhovTilovtdg T0 pE eikoviKa otoryeio (Azuma,
1997).

H Enovénpévn Ilpaypotwomro (AR) ypnowomoleiton gupémg oty ekmaidevon yw 1
oNuovpyio SOOPACTIKOV EUTEPLOV, HECH KWNTOV GLOKEL®OV (m.x. smartphones, tablets),
gEvmvov yovodv (m.y. Microsoft HoloLens), xabmdg kot epappoymv mov avayvopilovv ontikd

potifa (image-based AR) 1} yewypapikég cvvtetayuéveg (location-based AR).

Q¢ evoekTikd mapadetypata ypriong e Eravénuévn Tpaypatikdétra (AR) oty eknaidevon,
Oa pmopovoav va avagepbodv n TpoPfoAr] 3D poviédmv avoTopiog o€ QOUTNTEG 10TPIKNG TO
SL0OPUCTIKA OTKOVOUIKE YPOPT|LLOTO TTOV EUEOVICOVTOL TOV® GE EKTUTMGIES KAPTES KOOMS Kot

Ta oy violo wov fonBodv 6TV KATovOn o™ 1IGTOPIK®Y 1) EMYEIPNCLOKDOV YEYOVOTMV.

H teyvoroyio avt| mpodyer Tqv TopoTipnon, TNV MEPOUATIKY] pabnon Kou v evepyn

avakdAivym yvoong (Kaufmann & Schmalstieg, 2003).

3.2 Ekmaibevtikny Evowuatwon

H EravEnuévn Hpaypatikdmra (AR) evioyvet t ddackario kabdOG petatpémet Ty Kobnuepvn
oAnAeniopacn pe to mePPdAlov oe pobnowokn gvkopio. Xe EKTOUOELTIKE GeVAplo OTOL
Koplapyel n aenpnuévn okéyn, Onwg ota Mabnuotwkd kot 11c Owovopkés Emotiues n
Enavénuévn Ipaypatikomra (AR) copfdriel 6Ty ONTIKOTTOINGT EVVOLUDV, EMTPETOVTIONS GTOVG

pantég va Tic rdsovv e TPIedIAGTATY, AMTIKY Kot KvnTikn popen (Wu et al., 2013).

H emutuyng evoopdtmon g amottel 0100KTIKO GYEOOGIO TPOGUPUOGUEVO GTIG OVAYKEG TMV
ponTov, SucEAEAIoT YVOOTIKNG CLVEREWS (VO LNV OTOGTATOL O HoONTAG 0o TO TEPLEYOLEVO

AOy® NG TEXVOAOYING) KAOMDG EMIONG EKTAIOELON TOV EKTAUOEVTIKAOV GTN PNON TNE.
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H Enavénpévn Mpaypatucomra (AR) eivarl daitepa gprioiun ot ddackorio Oepdtov mov
oyetiCovtal pe yOPIKEG N U TOPATNPNOES EVVOLEG, OTMG, Yo Topddetypa, 1 aAAnAeniopaon

OTPOTNYIK®OV ATOPAGEDV LETOED OVTOYMOVICTOV.

Ta tedevtaio xpovia, n Piproypagio yio v ekmadevtikny Erovénuévn Mpoayuatikdtra (AR)
Exel eUmAOLTIOTEL PE ONUAVTIKEG UEAETEC TOV TEKUMPLOVOLV TN OeTikn TG emidpacmn ot
naonon. O Akcayir & Akcayir (2020) dwomictovovy 61t 1 Erovénuévn Ipaypatikdtra (AR)
EVIOYVEL TN YOPIKN OVTIANYN Kot T UETOPOPE yvdong, evd 1 meta-analysis tov Garzon &
Acevedo (2021) emPeparwver 6Tt 1 Emovénuévn Tpaypatikdétta (AR) oonyel oe vyniotepn

EMIO0CT GLYKPITIKA e TaPadoclokés Hefddovg dackarag.

EmnAiéov, ot Ibafiez et al. (2020) toviCovv 611 1 Eravénuévn Hpaypatikdtnta (AR) tpodyet
OLVEPYUTIKN LAONOTM OTOV EVEOUATOVETOL GE OLUOIKEG OPACTNPIOTNTES, EVED TPOGPOTEG LEAETES
deiyvouv O0TL M TEYVOAOYio PonBA TOLG POITNTEC VO KOTOVONGOLY OPNPNUEVEG EVVOIEC UECH

YEWPOTTIKNG Ko evodpatns aalnieniopoaons (Radu & Schneider, 2021).

[MapdAinia, m  ovavopevn vwobBémon g Emavénuévn Ilpaypoatikémrta (AR) oe
TOVETIOTNUWOKE  TEPIPAALOvVTa OoQeideTonr oV amAdTNTOL ¥PNONG Kol OTn  OuvaTtOHTNTA

a&lomoinong opntdv cuoKev®V, OTMS smartphones kau tablets (Jung & Nguyen, 2023).

Neotepa evprpota detyvouv, emiong, 0tt 1 Emoavénuévn Hpaypatikdétta (AR) emnpedlet Betikd
NV eveouatn Hdbnomn, tm ouykEvIpmon Kot T ¥povikny oatnpnon g nanpoeopioc (Huang &
Liao, 2024).

3.3 H Eravénuévn llpayuatikotnta (AR) w¢ Exknaidsvtikd Epyalsio o€
Movoeia kat ApyatoAoyikovg Xwpoug

2tov topéa tov IToMtiotikov Tovpiopov, n Eravénuévn Ipaypatkoémta (AR) avadeuvoetan
oe WoyVpd eKTadELTIKO gpyadelo, €Wwd Yy povoeio Kot apyotoroyikovg yopovs. H AR
vrepBétel ymelakd otoyeion oTov mPaypatikd KOGHo, eumiovtilovtag 1o mEPPEIALOV TOV
EMOKENTN YOPIS VO TOV OMOHOVAOVEL, LETOCYNUATICOVTAG TNV OmAN EMIGKEYN GE [0 OAMGTIKY

EKTOOEVTIKY| EUTELPiaL.

O mpotapyikds porog g Eravénuévng Ipaypotikotntag (AR) sivar n avofioon kot 1 owtikn

OVOKOTOOKEDT, TOL TTAPEABOVTOC. Xe apyotoAoyYIKoHg yMPOLS, OTOL GLYVA dtaTnpovvial POVO
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gpeima, M AR emrpémel otovg emokénteg vo dovv Tplodtdotata poviéda (3D) g apyikng
HOpPONG TV pvnueiov N Tov Ktiopdtov pécm pag eopntig ovokevng (Rauschnabel et al.,
2017). Avty n Aertovpyia elvar kpiown ywoo v Propatiky pddnon kot ™ SacKaAio TG
Iotopiag, kabBhg petatpémel TV TOONTIKN TOPATHPNCT OE MU0 SUVOUIKY] Kol GuVOLGOnpoTiKd
ovvoedepéV eumelpia, evioydovTag TNV Katovonon tov iotopikoy mhasiov (Yovcheva et al.,
2012).

Ymv EAGda, yopaxktnprotikd mapaderypoa omotelel to épyo APSIM (“APplications of situated
SIMulations”), 10 omoio vAomoigiton oto0 mAaico Tov EBvikoy Xyediov Avéaxkopymg kot
AvBektikomrog EAMGda 2.0 pe ™ ypnupotoddomon g  Evpomaikng ‘Evoong -
NextGenerationEU kot 6Toygvel 6Ty avadein tov EAANVIKOD TOMTIGHOV HEG® TNG avATTLENG
epapuoymv Emavénuévng IMpayupotikomroc (AR) yio emAeyuéVoug apyotoA0ykovg ¥Mpouvg Kot
povoeia, 0mwg N Aniog kot 1o Alov ITiepiag (Athinorama, 2023). O emokénteg, kKdvovtog ypnon
NG EPAPLOYNG, LTOPOVV VO O0VV To, EMAEYIEVA ekBEpata Kot pvnueio (6rtmg to [pomdiato g
Andov) va avamopiotavtol yneuokd, avaBaduiovrag tn Lovcelakn eumelpio Kot eVioydovTag

yvoon (Athinorama, 2023).

H avintoén eyyopiwv mpotofoviidv otov touéa g Emovéinuévng Ilpaypatikdétnrog (AR)
emPePordvel ™ OTPOTNYIKY ONuacic NG TEXVOAOYIOG Yoo pion cOYYXPOVN EKTOLOELTIKN
TPOGEYYION OTOV TOMTICTIKO TOLPIOUO. AKOUN €va €YYDOPIO  YOPAKTNPIOTIKO TAPAOELY L
aroterel n epappoyn COSMOTE CHRONOS, 1 omoia avontoybnke oe ocvvepyosio pe to
Ymovpyeio IToltiopod ko ABAnticpov kot v Egopeio Apyatomtov ABnvov. H epapuoyn
alomotel v Emavénuévn (AR) kot v Ewovikn Ilpaypatikétnta (VR) yia vo mpooepépet
oT1oVg emokénteg Tov lepov Bpdyov ¢ Axpdmoing o mpwtdyvopn eunepic (COSMOTE
Group, %.%.)-

Méom g xpnong e €POPUOYNG, O ETICKENTNG UTOPEL VO OEL GE TPAYUATIKO YPOVO YNOLoKES
AVATOPACTAGES TG AKPOTOANG KOl TV pvnueiov g, Ommg Ntav oV apyodTnTo, Ue
wWwitepn éupaon oty avarapdotacn tov [apbevova (COSMOTE Group, x.x.). H texvoioyia
avt emrpémel v euPvbion kot ™ Popatiky padnon, Pondodviag tovg YpNoTEG VA
KATOVON oLV T0 HEYEDOG Kol TNV apyIK) HOPPN TV UVNUEI®V, AETovpydvTtag £T61 O &va

1oYVPO EKTAUOEVTIKO EPYOLEID TOV EVIGYVEL TNV TOAITIOTIKT EUmELPiaL.
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¥10Vg povoeelKovs ydpovs, N Eravénuévn Tpaypatikétnta (AR) emtpénetl v eotopikevon
mg mepmynons. Ot epappoyég Umopovv vo TPooapuolovy To emimedo kol 10 €100¢ TNg
TANPOPOpiag avirloya pe To TPOPIA Tov YpNoT (T.X., SLPOPETIKEC TANPOPOPIES Y10, EVIAIKEC
Kot odwd). O emokénNe Umopel vo oTPEYEL T GLOKELN TOV o€ éva €kBepa kol va AdPet
AemTopEPElS, S100PUCTIKEG TANPOPOPIEC N VO TopaKkoAovONoel oyeTikd PBivieo. EmmAiéov, n AR
drevkoAvvel v moryvidonoinon (Gamification) tng emiokeyng, SNUIOVPYOVTOS EKTOLOEVTIKA
oy viow Kol «kKuvnyle Oncavpovy mov evOappHivouy TV evepyr aAANAETIOpaon e Ta eKOEHOT

Kol ™ pddnon péow tov maryvidowov (Rauschnabel et al., 2017).

Yvvorkd, toco 1 Ewovikn [payuatikotnto (VR) 6co kot Erovénuévn Mpaypoatikdétra (AR)
AVOOEIKVOOVV TIG VEEG OLVOTOTNTES TOV YNOIKOV TEYVOAOYLDV Vo, EUTAOVTICOVV TOV TPOTO LIE
TOV 07010 GAANAETIOPOVUE KOWMOVIKG KOl TPOCAOUPAVOLLE TNV EKTOOEVTIKT KO TOALTIGTIKY|

TANPOQOPiaL.

To mpoypappa CHRONOS, mapéyel ) ovvatotnta 670 pioth va PAEREL, péca amd Tnv 006vi Tov Kivijtod
TOV TNAEPAVOV, G6ToLYElN TOV pvnueiv TS AKPOTOANG, TOV €V VPIGTAVTOL GTPEPT, EENLTIOG KVPIMG TNG
©00pdac amd TV TAPOOO TOV YPOVOV, TAELOEVOVTOS LE AVTOV TOV TPOTO GTNV IGTOPLKI] EIKOVA TOV EKOENATOV
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3.4 NAsovektuata kat lepropiouoi

H a&omoinon g Emovénuévng Ipaypoatikdétrog (AR) oty Exknaidevon, cuvdéetan pe pio
OEPA amd TAEOVEKTNUOTA OAAG KOl TEPLOPICHOVS. AVOQOPIKA HE TO TAEoveKTHuota Oa
UTOPOVGAV VO, ETGNUOVOOUV 0 EUTAOVTIGUOG TOV pabnolakol mepPdArlovtog, Tov GuvoLAeL
Oeswplo pe mpaén, M EVEPYNTIKA EUTAOKN TOL MaONTA, 1 LVAOGTAPIEN OL0POPOTOINUEVNG
dwaokaAiag, avaroyo pe TS padnolokég avdykes Kabmg Ko 1 PeAtiopévn amoppdenon g

TANPOoPOPiag, 10imwg oe OVGKOAEG 1| APNPNUEVES EVVOIEG,

Oocov apopd tovg oyeTildpuevoug meplopiopove, Oa umopovsav va emonuoviovv n avdykn yu
mpocfocn oe KATAAANAO TEXVOAOYIKO €EOTAMOUO, M TEPLOPGUEVN OBECIUOTNTO AEIOTICTMV
epapuoymv Emavénuévng Ipayuatikétnrog (AR) yio avotatn ekmaidgvuot, 0 Kivouvog
“TEXVOLOYIKOD EVTVOOIAGHOV” €1¢ Papoc TG ekmadevTikng ovaiag (Bacca et al., 2014) xabdg
Kol 11 OLOKOAMO OTN GYEdiNoN Kol TPOYPOUUATIGHO, €WOIKA OTAV OTOLTEITOL EVOOUATOON HE

EKTOOEVTIKG GEVAPLO VYNANG TOAVTAOKOTNTAS (Ot N Oewpia [Taryviwv).

Qotoco, o0tav aflomoteitar KatdAAnio, n Emavénuévn Ipoypotikomra (AR) ddvoator va
vrootnpiel TNV evepyNTIKY|, PIOUATIKY KOl EGTIOGUEVT] 0TI dlepedVNON LAON G|, LE GOPT OPEAN

otV ekmondevtikn Tpdén (Ibafiez & Delgado-Kloos, 2018).

3.5 AR ka1 Computer Vision: H Nonuoouovn tng¢ Etkévag

H Emavénuévn Ipaypotwkommra to 2025 Pacileton oe mponyuévoug aiyopibuovg Computer
Vision (YnoAoywotikny Opaon). Ze avtibeon pe Tig moAddTEPES EPAPUOYEG TTOV OTALTOVCOLY
g101ko0g kMdkeg (markers), n oOyypovn AR avayvopilel avTIKEiLeEVA TOV PLOIKOD YHOPOL KoL

EMKOAAL AV TOVG YNPLIKES TANPOPOPIES e amdALTY akpiPeto.

211 owaoKoAio TV OKOVOUIKAOVY, AVTO EMTPENEL TN LETATPOTY| EVOS OTAOD GTATIKOV TIVOKN GE
éva d10dpacTikd gpyaieio. Topewva pe tovg Nor Hafizah et al. (2025), n xpnon AR yvahdv
(6nwg to. Apple Vision Pro 1 ta Meta Quest 3) emurpénet otovg @ottntéc va PAémovv live
YPNUOTIOTNPLOKE OEOOUEVA VO «EMTAEOVYY) v omd Ta Piiia Tovg, cuvoéoviag dupecso ™

Bewpia [Le TNV TPEYOLGO OIKOVOLLIKT TPOLYLLOTIKOTTOL.
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3.6 H AR w¢ I'é@upa uetaé dvoikov kat ¥neiakov Xwpov otn Atoiknon
H AR mpoopépel 10 mheovékTnpa g «mAouctomomuévng pabnone» (contextual learning). Ot

Rullyana & Triandari (2024) tovifouv 61t 1 AR €mtpénel 6TovS QOUNTES VO TOPAUEVOVY
ouvoedepévol pe 10 Quokd TEPPAALOV TG aibovcag, evd TOLTOXPOVOE OAANAETOPOVV e
ymotokd povtéda Al. Avtd pewwvet 1o aicOnpa mg amopudvoong mov cuyva mpokoiel 1 VR kot

EVIGYDEL TN S0 PG TIKOTNTO KOTA TN S1ApKELN TG TOPAI0OTG.

Yy mopovoa epyacio, 1 EPAPUOYH OV avartvxOnke (ypnoomoldviog texvoroyieg WebAR
Ko JavaScript) otoyevel akpipdg o€ oVTO: OTNV TOPOYN MG TPOCPACIUNG, EVEMKTNG Kot
VONUOVNG EKTAOELTIKNG eUmEpiag mov dev amontel akpid eEomopd, aAld a&lomotet tn dvvaun

™G Al 1o TV 0TTTIKOTO NGO CTPATNYIKOV Ty VIimV.

3.7 Spatial Computing: H Eé€A1én tn¢ AR otn Atoikntikny Emietiiun

O o6pog "Spatial Computing" (Xopwr, Ymoroyiotikn), mov ewonydn dvvouikd otnv ayopd
npocpata, omoterel v eEEMEN g AR. Agv mpokertal mAEOV Yyl (ol oA EMKAALYT
TAnpoopidv (overlay), ardd yio tnv mANpN KATavOnon TOL PLGIKOD YHPOL omd TN cvokevy. H
Al yaptoypoagpel T0 O®UATIO TOL EOITNTA KOl TO HETATPEMEL O €VO OOOPACTIKO KEVIPO

enyyelpnoewv (Operations Center).

Yougpwvo pe toug Dudhee & Vukovic (2023), avty n texvoloyio eXITPENEL GTOVS POLTNTES VO
KEKTEAOVV» TTOYVIO OTPATNYIKNAG TAV® G6TO YPOpeio Tovg, dmov ot yneokoi taikteg (Al agents)
OAANAETOPOVV HE QUOIKE OVTIKEIUEVO. AVLTA M QLGIKOTNTO TNG OAANAETIOPAOTNG UELOVEL TO
YVOOTIKO QOPTIO KOl EMTPENEL OTOV EYKEPOAO VO, EGTIOCEL GTN GTPATNYIKN ANYN ATOQACEDY

avTi GTOV YEPICUO TOV AOYIGHIKOV.

3.8 AR katn Owkovouia twv Asbouévwv (Data Economy)

Y10 TAaic1o TV Xpnpoatootkovopk®v, 1 AR Aettovpyel g Evag peyebuvtikodg eaxoc yo ta Big
Data. H Al piltpdpet tepdotiong 6yKovs 0€00UEVOV ayopds Kot Tapovcldlel GTovV @otTnTh HOVo
t0. kpiowya otoyeio péom AR ypaenudtwv.

H épevva tov Ratmono et al. (2024) dciyver 6011t M omtikomoinon GOVOET®V OIKOVOUIKOV
TOPAYDYOV GE TPIOOAGTATN HOPPY] avEAveL TV TaydTNTo Kotovonong katd 40% ce oyxéon pe

11§ Topadoctokég pebodovc. H wavotta g Al va mpofAénet tdoeig kot var T OTTIKOTOLEL O
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TPOYUATIKO ¥povo pécm AR, mpoetotpdlel Tovg owplavolds avaAnTéS Yo éva mepBaAlov OToL 1|

TOYVTNTO TANPOPOPIOG EIVOL TO KUPLO OVTAYMVICTIKO TAEOVEKTILLAL.

3.9 Yvvepyatikn AR (Collaborative AR) kat Remote Al Assistance

H ovyypovn tdom ommv AR egivar 1 dvvoatdmra moAl®vV ypnotav vo PAEmovv kot va
OAANAETIOPOVV LE TO 1010 YNELoKd aVTIKEILEVO GTOV UOIKO YDpo Tavtdypova. H Al Asrtovpyel
€0 mg "dopecorafntng” (orchestrator). Xe éva cevaplo Ocwpiog IMaryviov, dVo @oOrTNTEG
pumopotv va kdBovion 6e dapopetikd pEpN kat va PAEmovv pécm AR yvaidv Eva koo "tpaméll

dmpaypdrevons” 6to dS®UATIO TOVG.

H Al avalvet T1g KIVAGELS KO TIC GTPATNYIKEG TOVG GE TPAYUATIKO ¥pdvo, Tapéyovtag "EEvumveg
vrodeifels”" (hints) 1 avadekviovtag TIC EMMTOCEC TOV AMOPACEDY TOVG HECHD OSVVOUK®OV
ypapnuatov mov gueovifovtar mive oto tpoméll. Onmg avagépovv ot Nor Hafizah et al.
(2025), avtn n popoen "Kowwvikng AR" (Social AR) evioydel thv ouadikn epyocio Kot TV

KavOTNTA ETIAVONG GUYKPOVGEMVY GE EKOVIKEA OAAL TAUGLOTOMUEVO TEPPAAAOVTAL.

3.10 H AR otnv Epodbilactiki) AAvoiba kat To Marketing (Case Studies)

[No va gumlovtioelg v epyaocia, pmopeig va avagépels mog N AR, vroBonbovuevn amd Al,
aAldCer T Awoiknon IMapaymync. Ztig amobnkeg (Smart Warehousing), n Al kafodnyel tov
epyalopevo péom AR yvoldv otny mo chvtoun dadpoun yia T cvAloyn mpoidvtov (picking),

LELOVOVTOG T AGON oYe0OV 6TO UNdEv.

Avrtiotoyo oto Marketing, n Al avaider to mpopil tov Katavalmt) kot péow AR mpoPdiiet
eEATOUIKEVUEVEG TPOCPOPES TAVED GTO TPOTOVTA OTO. pAPLa TV Kataotnudtov. H eveopdtwon
TETOLMV TOPAOELYLATOV GTNV €PYACio GOV delyveL GTOV KOONYNTH OTL KOTAVOEIG TNV TPAKTIKN

EPAPLLOYT OVTOV TOV TEYVOALOYIDV GTOV TPAYUOTIKO ETLYEPNLOTIKO KOGLO.
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4. OQewpla MNatyviwv: Emotnuoviko MAaiolo kat Awdaktikn Aélomoinon

4.1 Iotopikn) Avadpoun kat Baoikés 'Evvoleg

H Ozopio Horyviov (Game Theory) amotelel éva demotnuovikd medio mov efetaletl Tig
oTPATNYIKEG OAANAEmOpaoel; HeTOED @opéwv (ToukT®V), ot omoiot AauPdvovy amo@icelg
EMOIDKOVTOG TO HEYIOTO OQENOG, 6€ TepIPaAlovTa Omov 1 emtvyion Tov kKabevog e€aptdTon omd
T1G emAoyég Tov dAAwv (Myerson, 1991). AvantoyOnke apyikd oto mhaiclo tov podnuotikov
Kol TG owovoutkng Bemploc, aAld éktote €xel Ppet epapuoyés ot Broroyia, v IMolrtikn
Emomun, mv Yoyoroyia, t Awoiknon Emyeipricenv koi, Tpoo@atmg, GTNV EKTOIOEVLTIKY

TEYVOAOYIiOL

To Bepehmdeg €pyo twv von Neumann kot Morgenstern (1944), Theory of Games and Economic
Behavior, kabiépmoe ™ pobnuatikny Oepelioon ¢ Oewpiag. O John Nash ovvéfare
kaBoplotikd pe v £vvola g teoppomios Nash, onAadn oG KATAGTACTG GTNV OO0 KOVEVOS
TaikTng dev £xel Kivntpo va LETAPAAEL LOVOUEPDS TN CTPOTNYIKT TOL, KAODS £xel NoN PEATIOTO

amoTELEC O OESOUEVOV TOV EMAOYDV TV VIoAoinwv (Nash, 1950).

O1 k0p1eg £vvoleg Tov GuvavTd Kaveic oty pedétn g Ocwpiog Moryviov (Game Theory), sival
ot évvolec towv makt@v (players), onAadn Tov oviotT®V oL AAUPAVOLV ATOPAGCELS, TOV
oTpaTNYIKOV (Strategies), piog £vvolog mov aviioTotyel 6T0 GOVOAO TV ETAOYOV OV EXEL KGOE
naiktng otn owbeon Tov, TV amododcswv (payoffs), oniadn tov oanoteleoudtov OV
TPOKLTTOVV Y10, KAOE TOUKTY], OVOAOYO UE TIG EMAEYUEVES OTPATNYIKESG, TOL IVOKO OTO0OOGEMV
(payoff matrix), oniadn &evog uUNOVICHOD KOTOYPOENG Kol TOPOLGINoNS TV TOov®OV
AmOTEAECLAT®V, KaOMG emiong Kot TV 181outépmg Kpioiun évvola g teoppomiag (equilibrium),
piog Katdotaong otabepdtrag 6mov Kapior oAUy oTPATNYIKNG 08V PEATIOVEL TO AMOTEAEGLLOL

eVOG oK TY.

H ®cwpia ITouyviov (Game Theory) divel éupaocn ot etpotnyuki oAinieéaptnon, 6mov
emrvyia ke cvppetéyovra oev eE0PTATOL ATOKAEIGTIKA A0 TIC SIKEG TOV EVEPYELEG, OAAGL KO

a0 TN CLUTEPIPOPE TOV AAA®V.

Ta tekevtaia ypovia, N épevvo otn Oswpio Maryviov (Game Theory) éyel mpoympnost mépa
amd TG KAOOWKEG OVOADOEL, Olvovtag EUQAcn 6€  JUVOIKG KOl  ETAVOACUPOVOUEVA

nepPailovta, oty  emidpocn NG moAvmhokOtTnTag (my. UvAun, AdOn, oacvppetpieg

26

—
| —



TANPOPOPIOV) KOl GTN XPNOT VIOAOYICTIKAOV UEDOOOV/LOVIEA®V pNYOVIKNAG pdbnong yi v
LEAETT) OTPATNYIK®OV GUUTEPLPOPAOV. NeOTEPEG LEAETEG OELYVOLV OTL 1] ELPAVIOT] CLVEPYAGING GE
emoavoloapPavopeva motyviow eéaptdrol kpiotwo and mapdyovieg 6mmg o BopvPog (errors),
JUVATOTNTO  «OLYYPOVIGUEVICH ovayvaplong petald moktdv, m owdpkewo (horizon) Tov
Ty Vo100, Kobmg Kot amd v apoiPaio tkavotnta Topiog kot cuyympeong (Proto et al., 2022;
Glynatsi, 2024). Me édAlo Aoy, 1 Kook ewova «Tit-for-Tat = PBéltioton avabempeitar:
OUYYPOVES OAVOADGELS AVOOEIKVOOLV OTL «nicey, «retaliatory» aAAd kot «forgiving» cuumepipopEg
UTOpoHV VO GLVOVOGTOVV GE MO GUVOETEC — KOl MO OMOOOTIKEG — OTPOATNYIKES, EOIKA GE

nepPdriovia pe AaOn N moAlamAd kaviio oAAnAenidpaong (Atef, 2024; Gross et al., 2023).

No onueiwdel 6t n otpotnywn Tit-for-Tat (TFT) — «Eexiva cuvepyaoia, petd emavariape v
kivnon tov avtumdAlovy — datnpel TV 10TOPIKN KOl TOOOy®YIKn a&io TG G mapaoetypo
«EVAVAYVOOTNG oTpoTNYIKNG Tov evBappuvel ocvvepyacio (Axelrod, 1984). Qotdco, véeg
AVOADGELS TOALDY GOYYPOVAOV EPOUPUOYDOV emovorlappavopevor Aqupatog tov Dulakicuévoo
(Iterated Prisoner’s Dilemma - IPD) kot Oeopntikéc peléteg deiyvouv 0Tl vITAP oLV KOTUCTAGELS
omov mo evéMkteg maporiayés (m.y. Generous TFT, Forgiving TFT, Win-Stay-Lose-Shift, 7
HIEELS OTPOTYIK®OV HE HIKPT UVAUN) LREPEYOLV GE OTATIOTIKO EMimedo, €10KA mopovcio
BopvPov ko afepardtrog (Glynatsi, 2024; Atef, 2024). EnutAéov, ot Press-Dyson owoyéveteg
oTPOUTNYIK®V (oL glonyONcav otnv mporyovuevn PBiAtoypa@ic) amokAALYOV VEEC SVVOUIKES
(ue évvoleg Omwg «extortion»), ®OTOGO Ol TPOKTIKEG TOVG TPOEKTAGES GE avOpdmvo

nepPAAAOVTIO TAPAUEVOLV VTIO EAEYYO AOY® NOIKOV/GuvepyatiKdv {ntnudtov (Press & Dyson,

2012).

Mo exmodevTikég TPOGoUOIDoElS Omwg 1 Ok pog (web-based Prisoner’s Dilemma), ta
TOPOTAVED EVPNUATE EYOVV GpEST] TPOKTIKY onuacio: (o) 1 évraén emhoymv «Tit-for-Tat» 1
«Generous TFT» ot0 Al agent mpoc@épel GTOVG POLTNTEG T dLVATOTNTA VO TOPATPNIGOLYV TNV
e&eMEn ovvepyaoiog oe emavarapfovopevous yopous: (B) n tpocHnkn mapdyovta Bopvfov (m.y.
o@aipa ektédeong emoyng pe p=0.05) PonBd& vo dovv TAOC Ol CLYYOPNTIKES GTPOATNYIKEG
emTpénovy avlkapyn ond AdOn- (y) moAvydpor (iterated play) wou aggregation scoring
EMTPEMTOVY GTO TEAOG TNG CLVEDPLOG VAL TPOKVWYEL O «VIKNTNS» Pdoel compevtik®dv payoff — avtd
TPOGOUOIDVEL TPAYLATIKES GUVOETOTEPES AMOPAGELS GTN O10TKNGN Kol OIKOVOLI KOl EMTPEMEL

mhovota ekmodevTiky ovlntnon (Proto et al., 2022; Gross et al., 2023).
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4.2 Tomot Haryviwv

Ta moyvidi dwakpivovtal 6e dAQopeg Katnyopies, avdioyo pe Tn @UON TOV TUKTOV, TNG

TANPOPOPNONG KOl TG YPOVIKNG d14GTOOTG.
I. XOp@ovo pe ™) ovvepyacia:

. Yuvepyatikd movyviowe (Cooperative): Ot moikteg pmopodv  vo  GYNUOTIGOVV

OEGUEVTIKEG GUUAYIES Y10l KOVO OQENOG.
. Mn ovvepyatika woryviowe (Non-cooperative): Kabe moiktng evepyel atopikd.
Il. X0p@ova pe to 40poiopa TOV 0T0d06E®V:

. Moyvidre pndevikov abpoioparog (Zero-sum): To képdog evog maiktn 10odvvapel e

™ (nuior evog dAlov.

. Moyvidwe perafpintod abpoicpatog (Variable-sum): Yndpyel meptdmpio yio apotpaio

opehog M {nuio.
lii. Zop@ova pe v tAnpoeépion:

. IIApovg Tinpoedopnons (Complete information): Olor yvopilovv Tig oTpatnyikég Kot
ta payoffs.

. Atehovg Tanpo@opnong (Incomplete information): Yrndapyovv afefordtntec g mpog

TOL YOPOKTNPIOTIKA 1 TIC CTPATNYIKEG TOV OAA®V TOKTMV.

IV. ZOpHQvo, pe TN YPOvIKY por}:

. YraTkd moyviowe (Simultaneous): Oleg o1 emAoyég yivovtat Tantdypova.
. Avvapikd movyviowe (Sequential): Ymapyer oddiniovylo xwnoewv, pe dvvatdtnto
avtidpaong.
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4.3: Ocwpia Haryviwv kat Etpatnyikny Anyn Aropdoswv

4.3.1 EEeAiktikn) Oewplia Moaryviwv (Evolutionary Game Theory - EGT)

H xhoowmn Beswpio maryviov vrobétel 0Tt o1 maikteg eivar amdAvta opboroykoi. Qotdc0, GTNV
TPAYUOTIKY] O101KNoM EMYEPNGE®V, Ol OTPATNYIKEG eEgMiooovTal péocw g pabnong kot g
piumone. H E&ehktikn Osowpia [Moryviov (EGT) peletd ndg ot otpatnyikés «emPidvouvy o€

évav mAnBuopo.

Kevipwn évvowr eivan n Egghktikd Xt1a0epn) Xrpatnywkn (Evolutionary Stable Strategy -
ESS). ouewva pe tov Ruiz Contreras (2023), av o entyeipnon viobetioet o ESS, kavévag
«EGLOAENCY (AVTOYOVIGTNG LLE VEN GTPATNYIKN) 0EV UTOPEL VO TNV EKTOTICEL. LTV EPYOCIi0 LA,
avto e€nyel yoti oplopéva EMYEPNUATIKA HOVTELD KupLopyohV oTnV ayopd mopd v vmapén
Bempntikd KoAdTep®V evarrakTik®v. H ypnon g Al 6T TPOGOUOIDGELS HOG EMMTPETEL GTOVG

QOLTNTEC VAL O0VV AT TN SVVOUIKY] EEMEN G€ YIMAOEG EMAVOANYELS LECH GE OEVTEPOAETTOL.

4.3.2 Tpwuep1) EEsliktika Matyvia: KuBépvnon, Enyelpnoeig kat Buiwowpdtnta
Mo 6Oyypovn mpocéyyion (2025) ot S10IKNTIKY EMCTHUN €Vl 1] LOVIEAOTTOINGN T®V GYECEDV
uetaéd tpuov maktodv. Or Long & Zhang (2025) npoteivouy to "Tripartite Evolutionary Game"

Y TV avdAvon e Tpdoivng LETAPaomg.

H Kvopépvnon emdéyet av Oa emPdrel tpoctipa 1 o dMGEL EMOOTNOEL.
O Emyeipiioeig emthéyouy Heto&d mopadoclokng 1 TPAcIvnG TapoymynS.
O Katavohmtég emiéyouv Pacet Tiung Kot TP POALOVTIKIG GLVEIONONG.

To matyvio avtd ivar e€apeticd cHhvOeto yati n andeact tov evog ennpedlet Tic mbavoTnTEG
emvyiog Tov GAAov 0vo. H ontikomoinon avtod tov poviélov oe mepidrriov VR emrpénet
OTOV QOITNTN VO «TEPAEEY TIG TAPAUETPOVS (TL.). VO AENGEL TOVG POPOVS) KAt VoL OEL APEGMG

TOG Katoppéet 1| otabeponoteitor 1 ayopd.
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4.3.3 AAyoplOuikn Ozwpla Maryviwv kot Multi-Agent Al

Me v dvodo ¢ Al, ta maiyvia dev mailovtal mAéov poévo and avOpwmove. H AdkyoprOpikn
Ozopio [Moryviov peletd oV GYESOCUO UNYOVIGUOV OTOL Ol Taikteg €ival aAyopidpot.
Youpovo pe pedéteg oto arXiv (2025), ot adyoépiBuor Multi-Agent Deep Reinforcement
Learning (MADRL) pmopoov va Ppouv tcoppomieg Nash oe mepipdiiovia pe el
TAnpoeoOpNnon mov o avhpodmivog vouvg advvatel vo emeEepyoactel. X OWOOKTIKY TV
XPNUATOOIKOVOUIK®OVY, anTd glvan kpioyo yo v katavonorn tov "High-Frequency Trading”,
omov ot aAkydpiBuot avroywviCoviar oe kKAdcpata tov devteporéntov. H epappoyn JavaScript
OV AVATTLYXONKE CTNV EPYNCIN TPOGPEPEL 0L ATAOTONIEVT] EKSOYT] QLTOD TOL OVTAYWOVIGHLOV,

EMTPEMOVTOG GTOV o1TtNTH Vo Tai&et evavtia og po Al mov pabaivel amod T KA GELS TOV.

4.3.4 Yvuneprgopikn Oswpia Ilaryviwv (Behavioral Game Theory)

Edo efetdlovpe v «avBpomivn mhevpd». Ot avOpomol cuyvd emdekviouy OATPOLIGUO 1|
embopio yio dikarooHvn, mapekkiivovtag and to kabapd owovopkd képdoc. O Villena Zapata
et al. (2024) vrootpilovv 6T1 N gpron VR/AR givar 10 18ovikd péco yia T HEAETN QVTOV TMV
napekkAioewv. Xe éva ewkovikd «llatyvio tov Tekeotypdpov» (Ultimatum Game), n Al pmopet
Vo, LETPNOEL LEG® POUETPIKMOV OEOOUEVOV TNV omoyontevon 1 Tov Bopd tov Qortnty OtaV
déyeTon Lol AdKn TPOooPOPA. Avti 1 evOTNTO TPOSPEPEL pia Babid chvoeon pneta&d youyoroyiog,

OKOVOUIK®OV Kol TEYVoAoYiaG, KdTt Tov avaPaduilet To eninedo g SUTAMUATIKNG GOG.

4.4 MovTtéda Avtaywviouov os XvvOnke¢ OAtyomwiiov

4.4.1 Avtaywviopog lMoodtntag: To Yodetypa Cournot

Y10 povtédlo Cournot, ot emyepnoelg avtaywvilovtol emALYOVTAG TOVTOYPOVA TNV TOGOTNTO
Tapay®yng Tovs. To Kevipikd Yopoaktnplotikd €d® eivor 0Tt kdbe emyeipnon Bewpel v

TOPAYOYT TOV OVTOY®VIGTY] TNG WG 0SS0 UEVT).
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Youpwvo pe tov Yuan et al. (2025), n ovyypovn mpocéyyion tov Cournot evoopoT®vel
Adaptive Al alyopiBpovg. Ot emyeipnoels dev Pocilovrar TAEoV 6€ oTTIKES TPOPAEWYELS, OAAG
ypnoonowvy "mpdxtopec" Mmnyovikng MdOnong mov mpoPAémovv TG KIVAGES TOV
aviayoviot. 1o VR mepidAiov g epyaciog pog, 0 @o1tnTg Wtopel vo d€L TAOS 1) GUVOAIKT
ToPUy®Y EXNPEALEL TNV TIUT 10OPPOTHAG TNG AYOPES. AV Kot 01 dV0 EMYEPNGELS AVENCOLY TNV
TOPUY®YN, N TWN Katoppeéel — éva uddnuo otpatnyikng mov yivetor Plopatikd pEG® NG

OTTIKOTOINoNG,.

4.4.2 Avtaywviopog Typwv: To Yrnodsrypa Bertrand

Y& avtifeon pe to Cournot, oto povtélo Bertrand oi emyeipnoeic aviayoviovtal oty Tium.
Ed®d mpokvmter to mepipnuo "Tlapadoéo Bertrand": axdpo kot pe 600 pOVO EMLYEPNOELS, O
AVTAYOVIGHOG UTOPEL VoL 00N YNHGEL TV TIU 670 0plokd kootog ($P = MCS), exundeviCovtag ta

KEPOM.

H evooudtoon g Al &o (2025 Outlook) agopd to Dynamic Pricing (Avvapikn
Tworoynon). Ot aryopiBuotl Al tov gtopeudv (m.y. Amazon, aepomopikég etarpeieg) mailovv
éva dwpkéc maiyvio Bertrand. H pedétn tov Tian et al. (2025) deiyver 611 6tov 6vo Al
avtayovilovtar oty T, ovyvd Koatadnyovv oe "olomnpn ovumpoén"” (tacit collusion),
ATNPOVTOG TIC TIES VYNAOTEPO 0td TO avapevouevo. H avdivorn avtod tov povopévov oty
EPYNCiOl GOV TPOGPEPEL Pt EENPETIKA GVYYPOVN OTTIKN Y10 TO MG 1 TEYVOAOYia EnNpedletl TOV

OVTOY®OVIGUO.

4.4.3 Hyeola kat [MAeovéktnua Mpwtng Kivnong: To Ynoderypa Stackelberg
Y10 povtéro Stackelberg, o avtaywvioudg sivar iepapyikoc. Ymapyet évag "Hyétnc" (Leader) mov

Kweiton TpdTog kot évag "Akdrovbog" (Follower). O Hyétng éxet to mheovékTnua yloti deGUEVEL

TNV ayopd LE TNV Tapoywyn Tov, avaykdlovtag Tov AkOAovBo vo TpocaprocTet.

Avto 10 povtéro eivan kpioo yia ) Awoiknon Kawvortopioc. H emyyeipnon mov eicdyel mpo
o teyvoroyia (my. VR/AR Moeig) Aertovpyei wg Stackelberg Leader. Ttnv spoppoyn mov
avantdoyOnke, o poumtng umopet va maper 0 péAo tov Hyétn kou va del pobnuotikd mwog n
"oTpotnyikn 6éouevon” (strategic commitment) av&avel Tnv kepdopopia Tov, TOPA TO PICKO TNG

TPMOTNG Kivnong.
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4.4.4 Matyvia Mndevikov ABpoiopatog kat Al atnv KuBepvoao@aieia
INa va dcdcovpe axdpo peyoldvtepo €6pog, pmopovpe vo avoeépovpe to Maiyvia Mnogvikoy
AOpoicpatog (Zero-Sum Games). Xe ovtd, to KEPOOG TOV €VOG maiktn eivan M axpiPn nuia

TOV GAAOV.

Nuepa, avtd epappoletar kotd kopov otnv  KvPepvoasediers (Cybersecurity). Ot
emrBéuevor (hackers) kot ov apvvopevor (cvotuate aceaieiog Al) mailovv éva dtapkéc
naiyvio undevikov afpoiocpatoc. H yprion VR/AR yio v ontikonoinon tov enbécemv o€ Eva
diktvo (¢ "maiyvio") emrTpémel GTOVG OOYEPIOTEG VO, KOTAVONGOUV TS €umdfeleg TV
ovomudtev tovg. Ov Zhu et al. (2025) mpoteivovv 611 1 Oewpia TToryviov gival o povadikd
gpYareio Tov pmopel vor LovIEAOTOGEL TV "€VPUN" GLUTEPIPOPA TOV KAKOBOVA®Y AOYICUIKOV

mov ypnoipomotovv Al.

4.5 Mopég Ayopacg kai n Xtpatnyikn Aicotaon tn¢ Oswpiag Matyviwv

4.5.1 [TAMpnG Avtaywvicuog kat MovonwAro: Ta 'OpLa TG ETpaTtnyLKig

Ye pa ayopd IANpovg Avrayoviopov, ot emiyelpnoelg sivon "Anmreg tiudv" (price takers).
Eneon o apBudg tov moktov etvor Amepog kot 10 TPoidv TOVOUOIOTLTO, OEV LTAPYEL
TePDPIO Yoo GTPATNYIKN GAANAETIOpaoT. Avtictotya, 6to Movomt®@Alo, 1 entyeipnon Oev €xel

AVTOYOVIGTEG VO AAPEL LITOYT).

Qo1660, M oVYYpovn avdivon evidocer t Ocwpia [Mayviov 610 Movomdio péocw tov
"Avvaper Avrtayovietov' (Potential Entrants). Eo® epappolovpe 1o Ilaiyvio Amotpomig
Ew6060v (Entry Deterrence Game). O povormAntig npénet vo, ano@ocicel av 0o enevovoel o
nmieovalovca mapoywywkn wKavotta 1 oe embetikd marketing (Al-driven advertising) ywo va
neloel TOVG Tpitovg OTL M| €160d0¢ otV ayopd Ba givar acHEopn. Avtd 10 cevdplo ival Wavikd
v Tpocopoimon oe VR, 6mov o poutntig KoAEITOL VO TPOGTOTEVGEL TO LOVOTTAOALO TOV 0mtd Al

"eoPoreic".
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4.5.2 MovomwALaKOG¢ AvTaywVvicuog kat Atagopomoineon [poidvtog

Ytov MovomwAlokd Avtayoviopd (TOAAEG EMYEPNOELS WHE SOPOPOTOMUEVE TPOTIOVTA), M
Ocowpia [Horyviov eotidler otov Avtayoviopd ektog Twmne. Ov emyepnoeig mailovv éva

naiyvio Avapnuong kot [owotnrog.

Yougpwvo pe toug Zhu et al. (2025), o1 enyeipnioeig xpnoorotovy mAéov "Nofpova Zvotiuata,
Yvotdoewv" (Al Recommender Systems) yio va dnuovpyncovv teyvnty dwpoponoinor. H
Ocwpio TMoryviov poviedomolel avt TV KOTACTOON ©¢ £vol TOiyVIO OOV Ol TOiKTEG
npoomafovv va "kiewmoovv" (lock-in) tovg kaTOVOA®TEG o€ OIKA TOVLG OlKOovoThuato. H
oTTIKomoinom avthg g "miotdotTo TEAaTdV" péow AR epappoy®v emTpENEL GTOVG POITNTEG
Vo KoTovoncovy Tog 1 enovopia (branding) Asttovpyet og oTpatnykd eumddio oty opBoroyiKn|

MyM amopacemv.

4.5.3 YUykplon Mop@wv Ayopdg néow tng Isoppomniag Nash

Mopodn Ayopdg ZTpatnykn PAAog Oswpiag Enidpaon Al
AAAnAsgaptnon MNauyviwv

NAApNg Mndevikn MoAU XapunAdg BeAtiotomnoinon

AvVTaywviopog Kbotoug

MovonwALo Movo pe miBavolg XapnAog (Entry Npoyvwotikn ZAThon
eloBoleig Games)

OAwyonwALo Méylotn Kevtplkog (Nash, Dynamic Pricing

Cournot)
MovomwALaKOg Métpla YPnAog (Product Hyper-
AvVTaywviopog Differentiation) Personalization

4.5.4 H "Ozwpia tTowv AtekSiknouwv Ayopwv" (Contestable Markets)

M onpavtikny Bsmpio Tov cuvdéet ta Tapandve gival 1 Bewpio TOV SEKIIKNCIUOV 0YOPOV.

AxOpo Kot évo HOVOTTOMO UTOPEL VO GUUTEPLPEPETOAL OVTAYMVIGTIKA OV OEV LITAPYOLV EUTOONL
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€16000v kot €£660v ("hit-and-run entry"). H Al digvkoAdvel ot T S101K0cio LELMVOVTOS TO
KOGTOG TANPOPOPNONG. LTV €PYACI0 GOV, UMOPELS va. avagépelg 0Tl ol texvoroyieg VR/AR
LEWDVOVY TO KOOTOC EKTTAUOEVONG KOl €10000V GE VEEC AYOPES, KADIOTOVTIOG TIS OYOPEC TLO

NG TPEMOVTOC TIC 7T OlOKEC 1O Tiec.
"JekdKNoIEC" Kol vVOTPETOVTIAC TIC TOPUOOGLUKES 1GOPPOTIIE

4.6 EW81kéc Mop@£g Ayopag kat ZTpatyikég MovoPwviov

4.6.1 Movoywvio kat OAtyowvio: H Iox0¢ Touv Ayopaoti)

Evd n «hoown owovouikr] avdivorn eotidlel oty 1ox0 TOV TOANTOV, T0 Movoy®vio
TEPLYPAPEL TNV KATAGTACT OTOV £VAG HOVOIIKOG 0yOPOUGTNG KUPLoPYEl 6TV ayopd. ZOUP®VO e
tovg Yuan et al. (2025), n otpatnyik oAANAETIOpAcN 0& QVTEC TIG AYOPES LETATOTILETOL OTHV
KOvOTNTO. TOL OYOPUOTH VO LROYOPELEL TIEG KOl OPOVE, UEIDVOVTAG TO TAEOVOCUN TOL
napaymyov. Xe mepidriiovia OhMyoymviov, n Octwpio Tloryviov ypnoyomoteitar yoo va
LOVTEAOTIOMGEL TOV OVTAYOVIGUO HETAED AMymV HEYAA®MV 0yOPaST®V (T.). 0AVGIOEG MAVIKTG) Yo
™V €EUGPAAMON TV KAATEPOV TU®V omd Tovg mpoundevtés. Onmg toviCovv ot Long ko
Zhang (2025), n evooudtwon alyopibuwv Al enttpénet TAEOV 6TOVG 0yOPACTES VO TPOPAETOVY

T OPlOL AVTOYNS TOV TPOUNOELTAOV, PEATIGTOTOIDOVTAG TN CTPATNYIKT T®V ONUOTPOUCUDYV.

4.6.2 Aiuepéc MovonwAro (Bilateral Monopoly) kot Atatpaypdtevon

To Awepés Movomoilo omotelel pio amd TIC MO OLVOETEC TEPUTTMOOEL OTPOTNYIKNG
OAANAEEAPTNONG, KAODC £vag HOVOSIIKOG TOANTAG avTILETOTILEL Evay HOVAOIKO ayOpaoT. X€
LT TNV TEPInT®OT, 1N 1woppomia dev kabopiletar amd TIC SVVAUELS TN AyopdS, AL amd TN
dampaypatevtikn woyd (bargaining power). H gpoppoyn g Aveng Awmpaypdteoons tov
Nash (Nash Bargaining Solution) sivar kpiociun &dd, kafdg mpooeépel évo pabnuatikd
TAQIG10 Y10 TNV EMITEVEN HOG GLUPOVING TTOV HEYIGTOTOEL TO Kowd 6@eAog (Zhu et al., 2025).
Y10 miaiclo g mapovcag epyaciag, M yprion Al TpaxTtdp®V OTIC TPOCOUOIDGELS EMITPEMEL
OTOVG (QOUINTEG VO, TEPAUATIOTOVV UE OPOPETIKEG TOKTIKEG OOMPAYUATEVONG GE GEVAPLOL
OYEPOVG HOVOTTMAIOD, KOTOVODVTOS TG 1) OGVUUETPIO. TANPOQOPNONG emNpedlel TO0 TEMKO

AmOTELEGLOL.
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4.6.3 ®vok6 MovontwAlo kat PuvOuiotika IMaiyvio (Regulation Games)

e KAGoovg e VYMAA Ay k6oT, 10 DVoké Movort®@Alo Bewpeital 1 TO ATOJOTIKY HOPPT
TOPAYOYNG, OTOLTEL OUMC KPATIKA TOPEUPACT Y10 TV ATOPLYT KOWOVIKGOV anoieidv. Ot Tian
et al. (2025) vroompilovv 611 1 oyéon peta&d tov Pubuiot kot g Emyeipnong amotelel éva
"Talyvio oTpaTNyIKng amdKpuyng Kot amokdAvymng mtAnpogopidv". O puBuiotig mpoomtadel va
eMPALEL TYWES KOVTA GTO OPLOKO KOGTOG, EVA 1 EMLYEIPNON XPNOWOTOEL TNV TANPOPOPLOKT TNG
VIEPOYT Y10 VO peytoTomooetl o képon e H yprion VRIAR epyodeimv yio v ontikomoinon
avtov TV puiulctik®v mAaciov Bonbd tovg eottntég Aoiknomng vo Katavoncouy T AEnTN

16oppoTic HETAED ETLYEPUOTIKNG KEPOOPO PTG KOl KOWVMOVIKNG EVT|LEPTOC.

4.7 Xovoynm: H Avvauikny dvon twv Ayopwv to 2025

SOUTEPOAGUATIKA, 01 LOPPES aYOPAS GTNV YNOLKY| €Toy eV givol TAEOV OTATIKEG KATNYOPIES,
aAAG dvvapkd cvothiuato mov ennpealovial omd v teXvoroyikn eEEMEN. Or Nor Hafizah et
al. (2025) emonuaivouv 6t1 n Al kot ot teyvoroyieg eppvoiong (VR/AR) petaoynuatiCovv tig
TaPadOGIOKEG d0UES, KabloTdvTag TIC ayopés mo dekdknoues (contestable) uéow g peimong

TOV EUTOOIWV E1GO00V.

H Oczowpia [Mouryviov mapapével 1o Oepedoeg epyareio yoo v avadAvon avtdv TV 0AALY®V.
Onwc vroypoupifovv ot Ruiz-Palmero et al. (2025), 1| ikavotta v HEALOVIIKOV GTEAEYDV Va.
avayvopilovy T Hopen ¢ ayopds Kot va Tpocaprolovy Tn oTpatnyiky Tovg (gite mpdkeiTan
yw. Cournot, Bertrand 1 Stackelberg) amotedei «kpicipo avtayoviotikd mieovéktnua. H
EQOPUOYN OV avVATTUXONKE GTO EMOUEVO KEQPAAOLOL GTOYEVEL OKPIPDOG GTNV TTAPOYN CLTOL TOL

OTPOTIYIKOD OTAOGTAGION HEGM TNG PLdpATIKNG Habnong.

4.8 Naiyvio ue EAAumn) lIAnpo@opnon kat Etpatnyikny Inuatodotnon
(Signaling)

2mv KAao1Kn owovopkn Bewpia, cuyvd vrotiBetar OTL OO 01 TIKTEG £XOVV TANPT YVAGCT TOV
TPOTUNGEDV KOl TOV TANPOUDV TOV ovImdA®V Tovg. QoTtd60, GTNV TPAYUOTIKN O10iknon
emyepnoeov enikpatei N Acvppetpn Minpoedpnon. Zopeowva pe toug Villena Zapata et al.
(2024), ta maiyvio eAmovc TAnpoedpnong (Bayesian Games) €ivatl ovtd 1OV TPOGOUOLDVOVV
KOADTEPO TIC GLVONKES TNG ayopds, OTov [ emyeipnon dgv yvopilel o Tpaypotikd K6GTOg 1|

TG TPOHEGELS TOV AVTUYOVIOTY TNG.
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Mw kpioywn otpatnyikry o€ ovtd to maiyvio sivor 1 Xnpatodotnon (Signaling). Ta
mapddeypa, o exyeipnon umopei va enevdvoet oe axpio eEomiopnd VR/AR oyt poévo yuo v
ekmaidevon, oAAd o¢ "onua” TPOG TOVE AVIOYWVICTEG KOl TOVG EMEVOVTEG OTL SoBETEL LYNAN
pevoTdTNTA Kot TEYVOLoYIKT vitepoyn. Onmg avapépovv ot Shirazi et al. (2024), n Al umopsei va.
Bonbnoel omVv OTOKMIKOTOINGT OLTOV TMV ONUATOV, OVOADOVTIOS TEPACTIONS OYKOLG

OO UEVOV TNG OYOPAS Y1 VAL EVIOTIGEL TIG TPAYUATIKEG GTPATNYIKES TPOOECELS TOV TAKTOV.

4.8.1 Enavaiappavopeva Maityvio kat ) Owkodounon Epmetocivvng

Ta meprocdtepa emyepnuaTikd moiyvio oev moilovion povo pio eopd. Zta Eravarappavopeva
[aiyvio (Repeated Games), n couneppopd TV ToukTdOV aAAGlel plikd, Kabdg elodyeTon N
gvvola TG QMUNG kol g Tpwpiog. Xto emovolapupavopevo Ainuupa tov dviokicpévov, 1
otpatnywn "Tit-for-Tat™ (Mia cov kot pio pov) €yel anoderyel N O OTOTELEGUATIKY Y10 TV

TpomOnon g cvvepyosiog.

Ot Ruiz-Palmero et al. (2025) emonpaivovv 611 oty tprroPada ekmaidevon, n xprion VR
TPOGOUOIDCEMY EMTPEMEL GTOVG POITNTEG VA PLOCOVLY TIC UOKPOTPODEGES CLVETEIEG TMV
ATOPACEDV TOVG. AV £vag POTNTNG EMALEEL pia eMBETIKN oTpaTNYIKN "TPodosioc” 6Tov TPAOTO
yopo, Ba ot v Al vo tov Tipwpel 6TOVE EMOUEVOVS, OOACKOVIAG TOV TN ONUOCIo NG

2rpoTnyKig Xuvepyaoiag yio T PlocuOTNTA TOV ETLYEIPTCEDV.

4.8.2 Oswpla Maryviwv kat Eviexvtikn MaBnon (Reinforcement Learning)

H mo obyypovn toun (2025) ot Oewpio [Hoyviov eivor n ovykiion g pe v Evioyvtikn
MaOnon (Reinforcement Learning - RL). Xg avtd 10 mAaiclo, ot maikteg (mpdxtopeg Al)
pafoivouy v 100VIK) GTPOTNYIKY LECH amd T O100TKacsio TG OOKIUNG KOl TOV opAaipatog (trial

and error), TpocTAOMOVTAG VO, LEYIGTOTOW|GOVV L0 GUVAPTNON OVTOUOPNC.

Yoppova pe toug Tian et al. (2025), to cvotuata Multi-Agent Reinforcement Learning
(MARL) pmopovv miéov va emdvovv mailyvio €E0peTIKng TOALTAOKOTNTOS OV TOANOTEPQ
Bewpodviav adidAvta. Avtd €xet dpeon epappoyn otn Awwntkn Emoetiun, xabog ot
EMYEPNOELS YPNOILOTO0VY TAEOV Al Y10 VO TPOGO OGOV 0OAOKANPES EPOJCTIKES OAVGIOES
¢ éva yryoavtioio mailyvio, evtomilovtog ta oneln 160pPOTIOS TOL EANYIGTOTOOVV TO PIGKO KOt

TO KOGTOG.
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4.9 To AAnuua tov PvAakiouévov (Prisoner’s Dilemma)

To Aikqppo t0v Pvroxiopévov (Prisoner’s Dilemma) omotelel v mAéov devpopéva
dwadedopévn epapuoyn g Oewpiag IMaryviov (Game Theory) kot péoo amd T0 EUPANUOTIKO TNG
TOPAOELYLO  KOTOOEIKVOEL TNV  £vTaoT HETAED  OTOUIKOV  CULUPEPOVIOS KOL  GULAAOYIKNG
opBoroywotroc. Amotedel Bgpédo AiBo yu v katavonon Oepdtov OTOS N EUMTIGTOCHVN, 1

ovvepyaoio Kot o avtayovicpog (Rapoport & Chammah, 1965).

To AiAnppo tov Pvrakicpévov (Prisoner’s Dilemma), amotelel éva and ta TAéov Bepehdon kot
peretnuévo mayviow g Ocwplog IMoyviov, apyikd dSwtvmopévo amd 600 AUEPIKOVOVG
Moabnuatikovg, tovg Merrill Flood kot Melvin Dresher, katd ) didpketo Thg ovvimapéng tovg
ot RAND Corporation, to gpeuvntikd KEVIPO TOL TPOPOSOTOVCE UE UEAETEC TIC AUEPIKOVIKEG
‘Evomlec Avvdpelg, ™ dekaetia tov 1950, evd petayevéstepo S0TLIOONKE TO GLGTNUATIKA
amd tov Albert W. Tucker (Tucker, 1950). Amotelei éva CUUUETPIKO TOYViIdL UNOEVIKOD
afpoiouaroc, VO TUKTOV, 6TO 07010 1) AAANAETIOpacT 00N Vel o€ £va TaPdoo&o: 1 opBoAoyikn
aTOIKY €mMAOYN 0dnyel oe yepdtepo amotédeocua oamd v apotPoic cvvepyooio (Axelrod,
1984).

4.9.1 Baown Aoun tov Mayvidiov

Avo Vvmomtol cuAAapPdvovtal Yo Eva EykAnpa Kol avoakpivovtal yoptotd. Ot dVo VTomTot dev
gyovv dvvatOTNTO emKowmviag peta&d Tovg kot o KaBévag tovg €xel dvo emhoyég: Na
ovvepyootel pe tov GAlov (va peivel olomnAdg Kot vo unv tov mpodmacet) (S — silent) 1 va

TPOOMGEL TOV AANOV, OLOAOYDVTAG Kot KoTnyopdvtag tov (D — defect).

Ot mowvég dopopedvovtor g e€Ng: Av kat ot 00 VTOTTOL GLVEPYAGTOVV, AAUPAVOLY apEITEPOL
[0 GYETIKG LIKPT TTowvn. Av 0 évag TPoddoel Kot 0 GAAOG cuvepyaotel, eKeEivog OV TPodidet
amelevbepdveTol evd eketvog mOv EMAEYEL VO oLVEPYAOTEL KOU VAL PNV TPOOMGEL TOV

GLYKOTNYOPOUUEVO 1TOV, TILOPEITOL OVOTNPE, EVO OINV TMEPIMTOGN MOV AUPOTEPOL Ol
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KOTNYOPOVUUEVOL EMAEEOVV VO TPOSMCOVY 0 €VOg TOV GALO, Kot Ol SV0 TIU®POVVTIOL HE HETPLOL

TOWN).

Avt n doun pmopei vo amodobel oe Evav mivaka amorafov (payoff matrix), émov oyvovy ot
nopakdto dvvoukés: T > R > P > S kau 2R > T + S, omov T (Temptation payoff) givat o
nepaouds vo mpodmoel, R (Reward for cooperation) eivor n oviopopr cvvepyaociog, P
(Punishment for mutual defection) givar n mown yio apoifaio tpodocia kot S (Sucker’s payoff)
elvar n uio yuoo eketvov mov emAéyel va. cuvepyaoTel L€ TOV GLYKATNYOPOVUEVO TOV, OTOV
exeivog tov mpodwoel. Avti 1 oxéon xabopilel ™ AOYKN NG OTOMKNG ETAOYNG Kot givor 1

Baon v vo BewpnBei Eva maiyvio Aidnppa tov dviakiouévov (Prisoner’s Dilemma).

Yvykekpyéva, 1 oovOnkn T > R (Ilewpaspog > Aporfn)) omiover 611 0 maiktng kepdilet
TEPIGGOTEPO OV OMOCTATNGEL €v®d O GAAoG ovvepydleton (T) am' 6,1 av kot ot d6vo

ovvepyalovtav (R).Avtd dnpiovpyet tov TEPAcd Yo amocTacio.

Emriong, n cuvOnkn R > P (Apof1] > Twpopia) vrooniover 0t 1 apopaio cuvepyacia (R) etvan
KOAOTEPN Y10 TOLG dVO Taikteg amd Vv apolfaio amootasio (P).Avtd dnuovpyel to diAnuua,
kaBmg n apoPaio amootacio eival  AOYKY €mMA0YY], 0AAL 0dNYel o€ Eva XEPOTEPO GLVOMKO

amotéleopa Yo 0Aovg and v apofaio cuvepyosio.

Emniéov, n cuvOnkn P> S (Twopia > [IAnpop Tov Kopotdov) arokalvmtel 6Tt 1 apoPaio
anootacio (P) eivon kalvtepn yio évav maiktn and to va givol o udvog mov cuvepydletal, EVod 0
dAAog amootatel (S). Avtd onuaivel 6Tt ivol KaAvTepo va "TPodMcElS" Tov cuvepydTn Gov oV

npoOKeLTaL vo g "mpoddoel” K1 avtdg, avti vo KatoAnEelg oty xepdtepn duvorn Kotdotoot (S).

"Etot, 10 ovunépacpa mov amoppéet and ™ oyxéon T > R > P > S givon 611 ) amootacio, dniaon
N mpodocia, givar 1 Kuplapyn otpatnykn yw k4be moiktn Eexywpiotd. Aveldptro and to TU
Kéver 0 GAAoC, €évag maiktng Kepdiler mhvio TEPIGGOTEPO AMOCTATOVINS. AV 0 GAAOG
ovvepyootel, Ba 1oyvel n oxéon amoctacia (T) > cvvepyooio (R). Av o dAlog amoctotnoel, Oo
woyvel N oyéon amootacia (P) > ovvepyasia (S). Emopévmg, n 1coppomic Nash (Nash
Equilibrium) cvppaiver katd v apoBaio amootocio (mAnpoun P), mapdro mov n apoPaio

ocvvepyacia (TAnpoun R) etvat 1o BéAtioto amotélecpa yuo to (evyog (Pareto Optimal).

Oocov agopd ™ oyéon 2R > T + S wpodKerton yuo po Tpdchetn amaitnon ya va givor 1o maiyvio

éva "oyupd" AlAnupa tov Gviakicpévov, eWdkd o emavoiappavopeva maiyvia. H apiotepn
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mAevpd (2R) avTImpoo®mEVEL T1) GUVOAIKT] GLVOLACUEVT] TANPOUN TOV dV0 TOUIKTMOV OV Kol Ol
dvo cuvepyaotovv (R + R). H de&1d mhevpd (T + S) avtimpoo®meveL T GLVOAKT] GUVOVAGUEVT|
TANPOU TOV dV0 TUKTAOV 0V 0 £VOG OTOCTATNOEL Kol 0 dALog cuvepyaotel. H cuvOnkn 2R > T
+ S onuaivel 6t 10 dBpotoua TV TANPOU®Y and TV apoiPaio cuvepyacio sivar HEYOADTEPO

amd 0 AOPOIGHO TOV TANPOUDV OO TNV KATACTOGT OTTOV 0 £VOG EKUETOAAEDETAL TOV GALO.

Ot mapomdve dvvoukés mov Kabopilovv 10 TANIGIO TOV OTOPACEMY TOV TOUKTMOV KOl TMV

HETOED TOVG CLGYETICUMV, ATOTVITOVOVTOL OTTIKG GTOV TOPAKAT® TIVOKOL.

MetaBAntn MAnpwwn Nepypadn
H mAnpwun otav kat ot SUo naikteg Tuvepyalovtad (Y.,
R Reward (ApotBn)
pévouv olwmnAot)

H mAnpwun yLa tov naiktn mov Anootatel, SnAadn

T Temptation (Nelpaopoc)
npodidel, dtav o dAhog Zuvepyaletal
H mAnpwun otav kat ol Vo maikteg Amootatouv (m.y.,
P Punishment (Tiuwpla)
npodidouv o évag tov aAov)

S Sucker's Payoff (MAnpwun H mAnpwun yLa tov maiktn nou Tuvepyaletal 6tav o

tou Kopodidou) aAAog Artootartel

4.9.2 To Map&do&o tov ALAUpaTog
[Mapoétt m  apoPaic ovvepyoosio (C,C) mapéyer vymidtepn ovvoMkn omdO0CT, GTOVG
GUUUETEYOVTEG, N AOYIKN TNG OTOUIKNG LeYioTomoinong odnyel kébe maiktn 610 va emAégel v

Tpodocia:

Mo k60e maiktn, n Tpodocia Kuplapyxel G GTPATNYIKY], AVEEAPTNTMOG TG EMAOYNG TOL GAAOL,

Gpa amoteAel pa kupiopyn otpatnykn (dominant strategy) (Osborne, 2004).
To amotérespa (D,D) givar Icoppomia Nash, adrd oyt kowvovikd Bértioto (Nash, 1950).

To diinuua €tol avadewvoel v avtifeon avdpeco oty atopikny opBoroywdtnta Kot TV
GLALOYIKT gvnpEPia, YEYOVOG TTOL TO KAOIGTA KEVIPIKO €PYAAEIO Y10l TNV AVAAVLOT) GLVEPYOTING

0€ OIKOVOLUKEL, KOWV®MVIKE, TOMTIKA Kot BloAoywkd mepiBdAlovia.
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4.9.3 Emavaiappavopevo AiAnppa tov PUAXKLOPEVOU
Ymv mepintoon emavolapPfoavopevov odniemdpdoswv (Iterated Prisoner’s Dilemma),

duvatdHTNTO TIHOPING, oVTOTOS00NG Kol OIKOSOUNONG NUNG EMTPENEL TN GTAOIOKT EUPAVION

ouvepyaciog.

H «hoown perétn tov Axelrod (1984) £dei€e 6t  otpatnywn Tit for Tat eiye dpiot enidoon,
ATOOEIKVIOVTOG MG 1) cvvepyacio pumopet vo e&ehyBel axdun kol petald £YMIGTIKOV TAKTOV,
€QOGOV 01 OAANAemdpdoelg emavarapBdvovior kot vrdpyet ofePoatdoTnTa Yoo to TEAOG TOL

oL VIOL0V.

Y10 emavorapPfovopevo AiAnuuo tov dviaxiouévov (lterated Prisoner’s Dilemma - IPD), n
EMOVAANYT]  EMUIPENMEL TNV EUEAVIOT]  OVTOMOOOONG, TOWNG, OAAGL Kol OTPATNYIKOV
dwampayudtevong Pacel pviung (memory-based strategies). Ilpdopateg pekéteg mov avoidovv
HEYAAOVG YDPOVG GTPUTNYIK®V (KOVOVPYIEG TPOGOUOIDGCELS / TOVPVOVE YNPLIKDOV TPOKTOP®V)
EMONUAIVOVY OTL 01 LYNAL OmOd0TIKEG GTPATNYIKEG TEIVOLV VoL cLvOLAlovy 1010TNTES: givan
«nice» (dgv Eekvovv pe mpodooia), «retaliatory» (tuwpovv Otav mpodidovtar) aAAd Kot
«forgiving» (avoxdaumtovy petd amnd AaBn) — oxppdg €mEdN N TPAYUOTIKY OAANAETIOpaon
nepiéyel  00pvPo/Aadn kot acvppetpn mAnpoedpnon (Glynatsi, 2024; Atef, 2024). H
ToAVKOVOAMKT aAAnAeniopaon (agents mov mailovv G dpopeTikd context/kavdiia) empépet
TEPUTEP® TPOKANGELS, KOOMDG VEEG HEAETEG Oelyvouv OTL amantovvTon "eEeMYUEVES" OTPATNYIKES
7oV va dloyelpifovran oyEoelg avayvdplong Kot cvvepyaociog o€ tolanid enineda (Wang et al.,

2024).

4.9.4 EQapnoyeg

To Aippa tov ®vrokwopévov (Prisoner’s Dilemma) oa&womoteitan og éva gvpd @dopa
EMOTNUOVIKDV EPAPUOYADV Y10 TN UEAETN OIKOVOUIKOD avVTOY®VIGHOV Kot oAtyomwliov (Tirole,
1988), dampaypatedcewv Kot Alebvav Tyécemv, KOWVMVIKNG EUTIETOCVVNG, KoM Kot eEEMENG
™G ocvvepyaciog otn Bloloyia kot v Owodoyio (Nowak, 2006), kabmg anotelel éva and ta mo

SLO0KTIKA Kol ETLEPAOTIKA LOVTEAD oTPATNYLKNG OAANAETiOpaonc.
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4.10 H Ocwpia Haryviwv (Game Theory) otn Atoiknon kat ta
Xpnuatootkovoulka

H ®ewpia IMaryviov (Game Theory) epapuoletarl evpémg oe Bépata Ztpatnykod Lyedloouon
Kol AMyng Amo@doewv. XvykeKpylévo, 0EloTolEITol GUYVA OTIS TILOAOYIOKEG GTPOUTNYIKES
HETOED AVIOYOVICTAOV, GTIC OWTPOYUOTEVCELS LETAED EMYEPNCE®V 1) KPOTAOV, GE GLYYMOVEVGELS,
OYOPOUTTOANGIEG KOl ONUOTPOAGIES, EVAO OMOSEIKVOETOL 1OOUTEPWS YPNOWO EPYOAEID GTOV

TPOGOIOPIGHO TNG EMEVOVTIKNG GLUTEPLPOPAS LIO cLVONKES afePondtnToc.

INo mapdderypa, 1 Oewpia IMaryviov (Game Theory) pmopel vo pHoVIEAOTOMOEL KOTUOTAGELS
omov dvo emyepnoelg egetdlovy av Ba e1éABovv oe pior ayopd, avaAdoVTOg TIG GTPATNYIKEG

eMA0YEG KAOe maikTn Kou ta evogyodpeva anoteréspota (Brandenburger & Nalebuft, 1996).

210V YOpo TV XPNUOTOOIKOVOMUK®VY, €QapUOleTon o€ mouyvidow TANpoeopnong, Omov m
QCVUUETPT YVOON (T évag emevouTtig Yvopilel kdtt mov dev yvopilel n ayopd) dnovpyet
gvkoupieg N kvdvvoug (Tirole, 2006).

4.11 Aidaktikny Epapuoyn kat Maitdbaywyikn Aélomoinon
H Ocwpio IMoryviov (Game Theory) mpoo@épetor 100viKG Yo SIOOKTIKH KOl TOLO0YmYIKY|

a&lomoinon, KabdC cuVOLEl TN HOONUOTIKY] OKEYN UE TNV OTPOINYIKN OVAALGY, TPOAYEL TN
OLUVEPYOCIOL KOl TOV aVIOY®VICUO o€ eheyyOuevo TePPAALOVTO Kol EMITPEMEL TNV EVEPYN

GUUUETOYN TV LoONTOV GE TPOGOUOIDGELS LUE QT OTATLLLLOLTOL.

Méoca and moyvidww poOlmv Kol dpacTnpOTNTeS PACICUEVES GE GTPOTNYIKES OMOPACELS, Ot
QOUNTEG KOAMEPYOUV KOl EVICYDOLV TNV KPITIKY OKEWYT, TI GLOTNUIKY KOTOVONOT Kol TNV

wKovotnTa TPOPAEYNG CUVETELDV.

H dwaktikn ypnon g Bewpiog moryviov pmopel va Paciotel oe emrpanélioa 1 cvpfoikd
oy vidw (T.y. maiyvia ayopdc), o€ GLLNTNGELS CTPATNYIKOV GE OUAOEG KAOMG Kol GE YNOLOKES
TPOGOUOIDCELS LE YPOPIKA KO avatar, OTmg avTd mov Ba avamtuyBobv 6TV Tapovca PYOcia.
opeova pe tov Wilensky & Rand (2015), 1 xpon Tpocopoidcemy evioyDEL GNUAVTIKE TNV

EUTEIMCN EVVOLDY OIS 1) 1GOPPOTLQ, TO KIVITPO Kol O aVTOYOVIGUOG.
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4.12 H Ocwpia Haryviwv w¢ Baon yia Pneiakny Ekmaitbevtikny Avantvén

H evoopdtoon g Oswpiog moryviov oe mepipdirovia Ewovikng 71 Emavénpévng
[MpaypotikdnTog, Umopel vo OMpovpynoet pol moAv-oucOnmploky, eufuvdiotikn eumepio

puébnong, pe ovénuéva mocosTd Katavonomng Kot GUUUETOYNG.

H avantoén témoiwv epoppoyov péoow HTML, CSS ko JavaScript, emtpéner v
OTTIKOTOINGT QPNPNUEVAOV EVVOIDV, OTMOSC Ol OMOOOGES KOL 1) GTPOUTNYIKN 1GO0PPOTia, TN
duvatdtTnTo AUECTG OVATPOPOSOTNOTG (T.Y. TAS AAAALEL TO OMOTEAEGHO OV £VOG TATKTNG OAAAEEL
OTPATNYIKN), TNV TPOGOUOImoT SHAdY®V Kol dmpayrateboemy o€ mepiffdilov 3D, kabmg kat
v viomoinon oevapiov pe morlamAés ekPacelc (branching strategies), koTtdAANA®V Yo

OVOKOALTTTIKY pLabnon.

Q¢ evOEIKTIKA TTapadetypata epappoymv, Bo pmopovcay va avagepfodyv 10 €IKOVIKO GEVAPLO
AVTOYOVIGHOV 000 ETAPEIMV G€ TWOAOYLOKY payn (payoff matrices pe omtikny mapovciaot), To
mayvior dampayudtevong Tpounfevtn-ayopacty 0oL ol EMAOYEC TV puadntav emnpedlovv
mv eEEMEN aAAd ko M Tpocsopoiwon g “Tpaywdiag Tov Kowvadv”, pe eleyyduevo mAnbucuo
agents o€ £va mepPdAiov puok®v TOpwv, uag Bewplag mov £yve yvootn ond 10 Gpbpo Tov
Garrett Hardin (1968) m omoia meptypd@el v KoTtaoTpopn €£vOG KOOy mopov e&outiag tng
aveEEAEYKTNG, EYMICTIKNG YPNONG TOV OO LEUOVOUEVO OTOLLO, TO OTTOI0 ETIKEVTPOVOVTOL HOVO

OTO OTOUIKA TOVS OQEAN.
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5. 2xeblaopoc Exkmatdevtikwy MNapadsypatwy pue HTML, CSS kat
JavaScript

5.1 EmiAoyn Web TeyvoAoyiwwv (HTML, CSS, JavaScript) w¢ [MAatpipua
Avamntvéng
H emloyn g web mlotedppoc og Pactkng texvoloyIKng VIOGOUNG Yol THY aVOATTLUEN TOV

EKTTOOEVTIKAOV TPOCOUOINCEMV PaciotnkKe o€ KPP, TPOSPAGILOTNTOS, TOLOAYWOYIKNG
amotelecpoTikOTNTOG Ko texvikng eveMéioc. H a&omoinon tov HTML, CSS «ou JavaScript,
EMTPEMEL TN ONUIOVPYID EKTOOEVTIKOV TEPPUAAOVI®OV TOL AETOVPYOVV GE OMOOONTOTE
oOyypovo euAlopeTpN T YWpPic emwtepikég eykatootdoelg 1 e€gdikevpévo eéomopd (Robbins,
2018). Avto 10 KOOGTA WAVIKA Y10 EKTOOEVTIKA WOPVUATO TOV GLYVA SBETOVY ETEPOYEVT|

VTOAOYIGTIKT] VOO

Q¢ kvpla mAeovekTAoTo TG XpRons web miatedpuog, Ba umopovcav vo emonuoviodv ta

akorovda:

1. Ave€optnoia Aertovpyikod cvetiuatog (cross-platform compatibility): Ouv epapuoyéc
Aertovpyovv anpockonto o Windows, macOS, Linux, Android kat iOS. Avtd glayiotonolel ta

TEYVIKA UTOS10. IOV cLYVE eplopilovv T cvpuetoyn Tav eorrntav (Keith, 2010).

2. Aprotn guypnoTio Kol PNoEVIKO KO6Tog gykatdactaons: O @outnmg ovoiyel amid &vav
oVUVOECSHO Kol EEKIVA Vo GUUUETEXEL ALTN M evkoAia TpdcPaonc €xel Betikn emidpaocmn o
nabnolakn epmepia, kabhg peidvetl to «eEwyevig eoption (extraneous cognitive load) coppova

ue ™ I'vootik Oswpio @optov Epyaciag (Sweller, 2011).

3. Yyni dwdpastikétyra péom JavaScript: H JavaScript emitpénel vionoinon mAovoiog
JEmaPNG YPNOTN, AUECT) ONTIKOTOINGT amoTeAecHdTOV Ko real-time avatpo@odotnon, ototysio
oV cVHPova pe ™ PpAoypapio evicyvovy v mopakivnon kot v eupddovon g pdbnong

(Shneiderman et al., 2016).

4. Avvatétnra adomoinong ovyypovov Pifrodnkav kov APIS: H mlatpoppa mpoceépet
g0KOAN evompdtoon epyoreiov omwg D3.js, yw omtikomomoelg dedopévav, Chart.js, yu
ypoonpoto, LocalStorage API, yia arofnkevon mpooddov, Fetch AP, yua mbavhy perdoviikn
enéktaon oe Multiplayer vmodoun. Avti 1 emektocudTHTO S1ELKOADVEL TH dnuovpyio

nepimhokmv cevapiov mayviduwy otpatnywng (Flanagan, 2020).
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5. Exmowdevtikn koatolinrotntoa: O ovvdvooudg omAdtmrag kor eveaéiog tov web
TEYVOAOYIDV EMTPEMEL TNV VAOTOINGT EQPAPUOYDV OV prmopolhv va ypnoyomotnbodv t6co og
oLYXPOVa OGO KOl Gg achyypova padnolokd mepPAilova, 1GYVPOTOLOVTAS TN KT ndbnon

(blended learning) (Garrison & Kanuka, 2004).

Ta tedevtaio ypovia, 1 SeBVNC €peuva 6T SI80KTIKY TEXVOAOYIOL CTPEPETOL EVIOVO TTPOG TN
ypron web-based S10dpacTIKOV TPOGOROLAOGE®Y, 01 0TT0iEG VAOTOOVVTOL pEcew HTML, CSS
kol JavaScript. H otpopn avt] cuvogeton e Vv ovAyKT Y100 EKTOLOEVTIKA EPYOAEIR TTOV V.
elvan dpeca mpooPacipo amd 0moldNTOTE CLGKELY], YOPIG EYKATAGTOCT AOYIGHIKOV KOl YMPIg
texvikoug @paypovg (Freeman et al, 2021). Ot mpocopoldcel; avtov Tov €idovg £yovv
amodeyBel Wwitepo amoTEAEGUATIKEG 0TI O100CKOAIL GUVOETOV evvolmY, €MEWY] aAS0TO100V
UNYOVICUOVG «EVEPYNTIKNG LAOMOoNG» Ko dpeong avotpo@odotnong (active learning with instant

feedback) (Howard & Major, 2022).

Ewwotepa, otn owaokoria g Ozopiog MMaryviov (Game Theory), ot web-based
TPOGOUOIDGES ep@avilovtal oAoéva Kal o cLyvd, KoM TPOGPEPOLY EMAVUANYINOTTA
(repeatability), kabmbg 0 portnTNG puropel va mai&el ToAAATAODEC YOPOLE 1 GEVEPLL, 0TIKOTOINON
aONPNUEVOV  EVVOLAV, KOODG TPOGEPEPOVV  SUVOUIKEG KIVOOWEVES OVOTOPOCTAGELS 7OV
amodidovV otV TPAEN TL GNUOIVEL «OGLVEPYACIO, «TPOSOGIO», «TOWN», KETAVAANYN» K.AT.,
OAMAETIOPOOT] O TPAYRATIKO YPOVO, TOPEXUEYIOTN EUTAOKT KOl KIVITOTTOINGT, TPOGAPROYN
OTPUTNYIKOV, KaODG 01 YPNOTEC UTOPOVV VO TOPATNPNOOLY TAOG AEITOLPYOVV GTNV TPAEN ot
otpatnyikéc tomov «Tit-for-Taty, «Generous TFT», «Always Defecty k.4., evd 1d1outépmg
onuovtikd eivor 60Tt 1 adromoinoen ovyypovev browsers, ce mepipaiiov WebGL (péow
Bprodnkov 6mwg Three.js), emtpénel oOvOeteg 3D avamapactdoels yopic avaykn eEmteptkon

royopkov (Kato & Sung, 2023).

Yoppova pe mpoceateg peréteg, ta web-based simulations €yovv 100d0Ovaun — Kot cvyvd
avaTeP — UaONClOKN OmoTEAEGHATIKOTNTO G€ oVYKplon pe desktop simulations, 10Tt
pewwvovy 1o cognitive overload kot emTpémovv 6TOV QOITNTA VO EGTIAGEL GTO LOVTEAO/GEVAPLO
avti otv texvoroyia (Soffer & Ben-Zvi, 2022). Ta supruata owtd vrootnpilovv 61t web-based
TPOGOUOIDGELS 0TS TO, HVO LITOdElYLATO TOV ovaTHYONKAY oTNV Tapovcsa epyacia (Prisoner’s
Dilemma Simulation kou Manager Negotiation Simulation) evtdccovtol TANP®G 6T GVYYPOVES

oAy ®YIKEG TPOCEYYIGELG.
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[epartépw, M ypnon JavaScript og Pacikod punyavicpod vVAOTOINoNG cLUTEPIPOPOV (game
logic, back-and-forth interaction, payoff calculation) cuvepydaletar appovikd pe to HTML/CSS,
emurpénovtag kabapég dopég Ul ko responsive oyedlacpd yio mpocsfaon and Kivntég GUOKEVEC.
Neotepa dpbpa mpoteivouy UAAOTO TNV EVOOUATOOT HWKP®OV «onToTeA®Vy JavaScript agents
vy v 010aEovy €vvoteg 0nwc Nash Equilibrium ko Bédtioteg amokpicelg (best responses) pe

TPOKTIKO, ETOVOANTTIKO TpOTO (Zhou & Li, 2023).

[ToAAéG cOyypoveg epyacieg avadelkvoovy emiong T onuacio tewv interactive simulations oto
miaiclo Exmadevtikrg Yoyoroyiog — d10tL evioybouvv v eveopatn kotavonon (embodied
cognition), TNV TPOPAEYT OMOTELECUATOV KOl TNV aicOnomn «repopaticpol yopis picko» (risk-
free experimentation) (Xie et al., 2024). To poviélo avTé EMTPETOVY GTOV QOUTNTH Vo
CTEPOUATIOTED HE OLPOPETIKEG OTPATNYIKEG Kol Vo Ol GUESH OCLVEMELES, KATL oL givan

eEapeTikd dvokoro va emtevydel pe mabntikn dwackalio (lectures).

YUVEM®MG, M EMAOYN NG Topovoas epyaciag va aSlomomoel KaBapn web Teyvoloyia
(HTML/CSS/JS) evBuypappiletoan mAfpog pe ™ owebvy Pifloypagio kol Tig oOyypoveg
dwaxtikég Taoelc. Ot dvo viomomoelg (Prisoner's Dilemma Simulation ko Manager Negotiation
Simulation) GuykevTp®VOLV OXO TOL TAEOVEKTHLOTO, TOL 1) épevva avayvopilel ota web-based
learning environments, 6m®g, VYNAN SOPASTIKOTNTO, YOUUNAO KOGTOS XPNoNG, TPOSPASILOTNTO
and KaBe cvokevy, €VKOAln mpocapuoyns, ovvatdtnta €viaéng oe Learning Management
Systems (LMS), «ot wowdoyoywkn  ypnowomrto oe  uadnowkd  mepidiiovia

O1KOVO UIK®OV/O101K1OTC.

‘Etotl, 1 mapovca vhomoinorn dev omotelel amAdg o onpovpyikny eeapuoyn g HTML/JS,
OAAG GLVIOTO GUYYPOVO EKTOLOEVTIKO EPYOAEIO TOV AVTATOKPIVETOL TANPMOC GTIC AVAYKES TNG

oLYYPOVNG OKAOTLLOTKNG S1O0CKAAINS.

Ady® avtdv TV TopapéTpov, 1 avartuén tov epappoydv Prisoner’s Dilemma kot Manager’s

Dilemma mpaypatonomdnke anokietotikd pe HTML, CSS ko JavaScript.
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5.2 Texyvikn YAomoinon EkmaiSsvtikwv Xevapiowv

H onuovpyio tov epoppoydv akorovdnoe po molvemimedn OSwdkacio mov meptAdpfove
OYEQGUO OlEMAPNS, LAOTOINOT AOYIKG GeEVaPimV, aVATTUEN OTTIKOTOGEMY OMOTEAEGUATOV

K0l QOKIUES YPNOTIKOTNTOC.

5.2.1 Avaivon EktaiSevtikwv Xtoxwv kKot Oswpntikwv Evvolwy

Ké0Oe epappoyn Paciletar oe Bepehmdeic Evvoieg g Oswpiog [Haryviov, dnwg opboroyikdtnTa
TOV TUKTOV, doun amoAaPav (payoff structure), kvpiapyeg otpatnyucég (dominant strategies)
(Osborne, 2004), woppomio. katd Nash (Nash, 1950), emavoraupavopeve maiyvie Kot
ovvepyatikny ovumeppopd (Axelrod, 1984). Or ekmodevtikoi otdyor Kabopilovv TV
OAANAETIOpOON TOV YPNOTN HE TO GUOTNUO, OCTE N TPOGOUOIMON vao. Unv eivon amAmg éva

oy viol, oAAG pio GKOTLO OO ULEVT Lo GLoKT) eUmEpiaL.

5.2.2 Ixedlaon Atema@nc kat ApyLtekToviknG Mayyvisiwv

H demagn ypnot oxedidotke pe otodyo va eivon kabopn kot xopig mteptrtd ontikd 06pvPo, va
Tpodyel TV avayvoodtnto tev payoffs, va kabodnyel tov ypotn péoa omd TIc amo@AcELS TOV
kaBmg Ko va emrpénel queon emavainym vio e&doknon. H HTML mapéyer  doun g
oeAdag, evdd to CSS ypnoponoleitat yio resSponsive oyedioon, EAKVGTIKY OTTIKY TOPOLGIoT,
EVTOVEG YpoUaTIKEG evoeilelc o emhoyéc ko anoteléopata. H JavaScript avaiaupaver tnv
vAOTOINoN TG AOYIKNG TGV TOYViMV, TNV KAToypoen ETAOYOV TOL YPNOTH, TN OLVOLIKN

evnuépwon twv payoffs, tnv mapaywmyn ypoenudtov Kol GTaTIoTIK®Y.

5.2.3 Opyavwon Aedopnévmv kot AOYLKNG
KdaBe moryvidr viomomOnke pe modular doun, ypnoonowdvrag objects yo thv avoroapdotacn

TOUKTMV, arrays ywo amobnkevon wotopikod kwnoewv, functions yio vroloyioud amorafov,
event listeners yio v gvepyomoinomn enthoydv tov ypriot. H apyrrextovikn avth eEao@oilet
EMEKTAGIUATNTO, OIEVKOADVOVTOG ). TNV TPOCHNKN TPitov TaUKTN N MO CUVOETOV GTPATIYIKAOV

(m.y. Tit-for-Tat, Always Defect).
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5.2.4 Xp1on OmTikoToinong kat Avatpo@odotnong

H oavatpo@oddotnon otov ypnotn £€ywve péco amd TOAAATAOVG TPOTOLS KOl  KOVOALQ.
Yvykekpipéva, ta. project meplapPfdvouy AeKTiKy avaTpo@odOTNON, UE ELPAVIGELS UNVOUATOV
0€ TPOYUOTIKO YPOVO, OTTIKY] OVOTPOPOOOTNOT|, LE EVOAAAYEG YPOUATOV OTIC EMAOYES (Y. TO
KOKKIVO YPOUO OVTICTOXEL 6TV TPOd0aGia), KabmG Kol YPAPIKT avaTpo@odOTNGT, LE TN XPNOT
charts yio anewcdvion payoffs. H ypfion ontikdv otoryeiov ot puébnon éxet anoderydel bwaitepo

QOTEAEGLLOTIKY], EVIGYVOVTOG TOGO TN UVHUN, 060 Kot Tnv katavonon (Mayer, 2009).
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6. Ekmaldeutikeg Mpooopolwoelg — AvaAuTtika MNMapadelypata

6.1 lapddsiyua Aidnuua tov Pviakiouévouv (Prisoner's Dilemma)

Onwg mpoavapépbnke kot o€ mpomyoOueveg evOotnteg g epyaciog, to Alnuupa tov
dvlokopévov (Prisoner’s Dilemma) omotelel pio amd 11 mo SodedoUEVES EQAPUOYEG OTN
Ozwpio [Toryviov (Game Theory) kot yuo Tov A0yo ovtd EMAEYETOL OG Hio TPOPAVIG ETAOYN Y1
mv dwaktikn g Oswpiog [Taryviov. H web exdoyn g epopoyng emttpénel 6tov ypiot va
noigel o¢ moiktng A evavild G€ €vov LTOAOYIOTIKO TPAKTOPO, VO GLYKPIVEL OLOUPOPETIKES
otpotnywés (Cooperate/Defect) kot vo kotovoncel mdg mpokvmtel 1 wopponio. Nash oto

(Defect, Defect).

H epappoyn vrootnpiler povovg yupovg, OOV T0 AMOTEAEGLO TPOKLATEL LECO A EVOV Kol
UOVO GUVOLOGUO OTOPAGE®V, EMAVOAAUPAVOUEVOLS YOPOLG HE TO TEMKO OMOTEAEGUO VO
TPOKVMTEL UEGO OO TOV VLTOAOYIGHO TOL ovvolkoy payoff, kabdc xor mpocouoiwon
SaPoPETIK®Y oTpotnyik®v Tov vroioyioty (Always Defect, Always Cooperate, Random, Tit-
for-Tat).

AVTO gvioyDEL TN OLVATOTNTO OEPEVVTONG KOl LETOYVMOOTIKNG OKEYNG, KOOMS 0 pO1TNTNG Uopel

va e€eTAoEl TOG 01 paKpoypOVieg olniemdpdoelg exnpedlovy v amddoon (Axelrod, 1984).

To ewovikod mepPAALOV TG EQUPLOYNG EMYEPEL VO TPOGOUOIDGEL TIG GLVONKES KpATNONG dVO
QLAOKICUEVOVY, UECO OmO Mo O KIWNUATOYPOPIKT €K00YN, KAODC Kuplopyobv To GKOVPO
YPOUATO, TOUPOTEUTOVTOS GTN GKOTEWY] OTUOCEOPO EVOC KPOTNTNPIov, VO GTO KEVIPO NG
000VNG, TOV AMOTEAEL TNV KEVTPIKY CKMNVY| TNG VAOTOINGNC, KupLopyovv Ta d00 KEMA UEc oTol

omoio Bpickoviat o1 60O AVOKPIVOUEVOL TOLYTEGS.

10 Gve PEPOC TOL aPlLoTEPOD TUNUATOC TG 000VNG, eppaviletal otov xprot N emhoyr (Mode)
vo tai&et gite amévavtt oty Teyvnt Nonpootvn (Single Player vs Al), ite anévavtt o€ maiym
evoko pocwmo (Two Players - Hotseat). e mepintwon mov o maiytng emhé€el va avapetpndel
anévavtt o povtédo Teyvntig Nonpoovvng (Al), 1 epappoyn tov mapéxet t dvvatdtnTo, Vo
pubuicel v otpatnywr tov (Al Strategy), avapeca otig emhoyég tit-for-tat, always cooperate,
always defect 1 random, pio emthoyn mov kab1GTA ATPOPAETTN THY GTPATNYIKY TOV AVTOLOTOV

nafy Al.
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Y10 amévavtt pépog g 006vng eppavifovtal ot kavoviopoi Tov Toyvidlov (game rules), ommg
avtoi kabopilovior amd v Bewpion Tov Aqupatog tov dviakiouévov (Prisoner’s Game).
Emniong, oe eppovéc onueio g 006vng, vmapyel aviictpoen yPOVOUETPNON, M omoia £xel

TPooTebel Le GTOYO VO KOTAGTHGEL TO TTOYVIOL TO GUEGO KOl OKOUT) O EVOLOPEPOV.

Télog, o0 maiymc mov amelevbepdveTal, MG OMOTEAEGO TOV GUVOVOCUOD TOV OTOPAGEMY TOV
10100 OAAG Kot TOV avTUTOAOL TOVG, PAETEL TOL KAYKEAN TNG GLAOKNG VO, avOoiyouV Yo EKEIVOV Ko
€161 0 1010¢ maipvel tov OpoOpo mPog TNV erevBepio, cLVOOELOUEVOG A0 £val XOPOKTNPIOTIKO

OTITIKO EQE TOV TOPATEUTEL TNV ETAPT] LE TO MG TOV £EMTEPIKOV TEPPAAAOVTOC.

Rounds

1 Round (Single Dilemma) v
= Cooperate / Cooperate > Both serve 1

Mode year

. = Cooperate / Defect > You: 3 years,
Single Pl Al
ingle Player (vs Al) v Opponent: 0 (Free)

= Defect/ Cooperate > You: O (Free),

Opponent: 3 years
Tit-for-Tat (ApoiBaia Aviamodoon) A4 « Defect/ Defect > Both sefve 2 years

GOAL: Accumulate the most Round Wins.
Final reward/punishment is given at the end!

Prisoner’s Dilemma - Game Theory Classic Edition Game Rules (Sentence in Years)

Start Scenario Cooperate Defect

Time left: --

Round: 0/1

Opponent Round Wins: 0

Press Siart to begin_

Prisoner’s Dilemma: Ot 800 gulokiopévor Ticm amd Ta Kaykelo TS QUAUKNG, 60V KPpaToHVTOL KOt
avokpivovtor Egymprotd. O cLVVIVAGNOS TOV ATOPaGEDY TOVS 0o KaBopicel TV TOYN ToVS KAt icmg évag amd
TOVG 0V0 KOTOPEPEL VO Kepdioer TV ehevBepia Tov
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Rounds Prisoner’s Dilemma - Game Theory Classic Edition Game Rules (Sentence in Years)

+ Cooperate / Cooperate > Both serve 1

Mode year

. + Cooperate | Defect - You: 3 years,
Single Player (vs Al) 4 Opponent. 0 (Free)

+ Defect/ Cooperate > You: 0 (Free),

Opponent: 3 years
Always Cooperate ([davia Luvepyacia) v « Defect/ Defect > Both seive 2 years

5 GOAL: Accumulate the most Round Wins.
gD (S SEL2 L2z Final reward/punishment is given at the ena!

Time left: -

Round: 171

onent Round Wins: 0

GAME OVER - FINAL OUTCOME
2?2 *¥0OU WINI** You accumulated 1 wins vs 0. You
are released (0 years)!

Prisoner’s Dilemma: To wouyvidt £vog yopov £xst poilg 0AokANPp®OEL. O GVVEVAGHOS TOV UTOPAGEMY TOV VO
PULIKIOPEVOV OVOLYEL TOV OPONO TPOS TNV eAev0epia Yo TOV YOAALL0 PUAUKLIOREVO, KPATMOVTAS TIoM 00 TNV
QPULOKI] TOV POC QUALUKLOUEVO Y10 TO TPiO. ETOPREVA YPOVIQ

6.2 llapadeiyua AiAnuua tov Mavatlep (Manager’s Dilemma)
To Ailnupa tov Méavatlep (Manager’s Dilemma) omotelel pio mopaidayn Ttov KAAGIKOD

Avppotoc tov Puiakicpévov (Prisoner’s Dilemma) to omoio petagépet thv @rhocoeio g
Ocewpiag IMaryviov (Game Theory) otov xdéopo g Atoiknong Emyeipnosov kot tov

Owovoukamv.

Ed®, toug mpotoymviotikoOg poOAovLE dgv kpatoLv, TAEOV, OVO QPLAOKIGUEVOL, OAAG dVO
devBuvtikd otedéyn (Mmanagers), ekmpoOc®TOL dV0 OVTAYMOVIOTIKMOV ETYEPHOEDY, Ol 0Toiol
dwmpaypatedovTot HETAED TG TPOMONGCNG TOV UTOKAEIGTIKOV GUUPEPOVIMV TNG ETAPELNG TOVG
Kot ™G apoPaion @@EMUNG cuvepyaciog avapesa 6T 000 TAEVPES, TPOCPEPOVTAS GTOV YPNOTN
pio mpocopoimon POacIoUEV GE EMYEPNCOKA GEVAPLA, OOV O YPNOTNG, AELTOVPYDVTOS MG
manager, koleitor va emréfel peta&d ovvepyotwkmv mpaktikov (sharing information) 1

AVTAYOVIGTIKOV TpoKTIKGOV (Sabotage, withholding information).

H epapupoyn evoopatmvel KPIs 6rnmg productivity, trust level, team cohesion, dvvapkn odloyn

OPYOVOGLOKNG KOVATOVPOS Kol GUVIVLAGHOVS GTPUTNYIKOV vd afePfardtnrta, Ponbdvtag tovg
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eouMTég va extebovv og o lKovikny oOHvOeT poper] SUMUUHOTOC, OOV Ol ATOPACELS EYOVV
TOMOTAEG  EMMTMOELS, TPOGOUOIDVOVTOS PEOMOTIKG emyepnotakd mepifarrovia (Tirole,

1988).

H gpappoyn vroompilet eniong povoivg ydopovg, OOV TO AMOTEAEGLO TPOKVATEL LEGH OO EVaV
KOl HOVO GUVOVOGHO OTOQAGEWDY, ETOVOLUUBAVOLEVOVG YOPOVS LE TO TEMKO OTOTEAEGUO VO
TPOKVMTEL UEGO, OO TOV VLTOAOYIGHO TOL ovvoAkoy payoff, kabdc xor mpocoupoiwon
SPOPETIKMY oTpotnyik®v Tov vIoAoyloth (Always Defect, Always Cooperate, Random, Tit-
for-Tat).

AVT0 gvioyvEL TN SLVATOTNTA OLEPEVLVNONG KOl LETAYVOCTIKNG OKEYNG, KAOMG 0 portnT¢ piropel

vo e€eTdoel TMG 01 PakpoypOVIEG oANAeTdpaoelg ennpedlovv v anddoon (Axelrod, 1984).

To ewovikd mepipdAlov NG E€QOPUOYNG EMYEIPEL VO  TPOCOUOUDCEL TIG GLVONKEG
STPAYHATELONG VO ETAPIKOV OTEAEYDV, HECO OMO pio HETAPOPIKY OMEKOVIOT, KOOMC
Kuplopyovv ta mo emayyelpotikd ko office style ypdparta, kot 600 @ryovpeg pe KooTovUIN OL
OTO{EC OATPAYUATEVOVTOL YUP® ATO £val PEYAAO GTPOYYLAD Tpaméll, Tapanéumovtag o€ aiovoa

ovvedpLdcemV piog moALEOVIKNG eToupeiag.

310 Qv UEPOG TOV aploTePOD TUNUATOG TG 000VNG, eppaviletal otov ypriotn N exthoyn (mode)
va maigel eite anévovtt oty Texyvnt Nonuoovvn (Single Player vs Al), gite anévavtt o€ moiytn
evoikd mpocwmo (Two Players - Hotseat). Xe nepintmon mov o maiytng emré€el vo avapetpnOet
anmévavtt og poviélo Teyvntig Nonupoovvng (Al), 1 epapproyn tov Topéyel T duvaTOTNTO VoL
pvBuicel v otpatnywkn tov (Al Strategy), avdiueoa otic emhoyéc tit-for-tat, always cooperate,
always defect 1} random, pio ertloyn mov KaOGTA ATPOPAETTN TNV GTPOINYIKY TOV AVTOUATOV

naiytn Al.

Y10 amévovtt uépog ¢ 0Bovng eppavifovtor ot kavoviopoi tov moryvidv (game rules),
gunvevopévol amd v Bswpia Tov Appatog tov Pvrokiopévov (Prisoner’s Game), oAld
COPMOG TPOGUPUOGUEVOL GTO TANIGLO Kot T dEOOUEVE P0G S0Py LATEVONG LETAED ETAPIKAOV
otedeyav. Emiong, og eppavég onueio g 000vng, vdpyetl avtictpoen ypovousrpnon, n omoio

&xel TpooteDel e GTOYO VO KOTAGTIGEL TO TOLYVIOL TO AUEGO KOl AKOUN O EVOLLPEPOV.

Télog, 0 maiytng moL AVASEKVOETOL VIKNTNAG TNG OWMPAYUATEVONG, ©OC OMOTELECUA TOL

GLUVOLOGHOD TV OMOPACE®Y TOVL 1010V OAAQ KOL TOL OVTITOAOL TOVG, OmOYWPel e
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YOPOKTNPIOTIKO Ppatiopd viknt| amd to Tpaméll TV SoTPayUOTELGE®Y, APNVOVTS TICW TOL

TOV NTTNUEVO TNG SOmPOryUATELONC.

flound Managers' Dilemma - Game Theory Business Edition Game Rules (Gain in Arbitrary Units)

« Cooperate / Cooperate > Mutually
Mode beneficial deal (Gain: 1/ 1)

. + Cooperate / Defect > You lose, opponent
Single Player (vs Al) ~ wins big (Gain: 0/ 3)

. + Defect/ Cooperate > You win big,
opponent loses (Gain: 3 /0)
Tit-for-Tat (Apoipaia Avramséboon) A + Defect | Defect > Deal collapses, no one
wins (Gain: 0/0)
Start Scenario Cooperate (Luvepyaagia)

GOAL: Accumulate the most Round Wins.
" The Victor gets the maximum reward!
Defect (lipoBoaia)

Time left: --

Round: 0/1

Press Siart to begin_

Manager’s Dilemma: Ta 800 otehéym smysiprjosmv (Managers) kabovrar 61o Tpaméll TV
OLUTTPAYRATEVCEMV, EMOLOKOVTIS VO LEYLOTOTOLGOVY TO 0QEA Y10, TV EMLYEIPNON TOV EKTPOSOTOVY. O
GLVOVUGIOS TOV UTOPAcE®Y TOVS 00 Kabopicer av 0o vTapEerl peydrhog VIKNTIAG TG StumpaypaTevong 1] av 0o
TEPLOPLOTOVV GUPOTEPOL GE PIKPTS KAIPOKOG 0OQERT, YOVOVTOS TN HEYHAN EVKOLPIO VO, KOPLOPYGOVY GTV
ayopd
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plound: Managers' Dilemma - Game Theory Business Edition Game Rules (Gain in Arbitrary Units)

1 Round (Single Dilemma) v
+ Cooperate / Cooperate > Mutually

beneficial deal (Gain: 1/ 1)

. + Cooperate / Defect > You lose, opponent
Single Player (vs Al) ~ T —

+ Defect/ Cooperate > You win big,
opponent loses (Gain: 3 / 0)

ays Cooperate (Mdvra Luvepyaoia) w « Defect/ Defect > Deal collapses, no one
wins (Gain: 0/0)

27T T BT GOAL: Accumulate the most Round Wins.
y The Victor gets the maximum reward!
Defect (lpoBooia)

Time left: -

Round: 171

GAME OVER - FINAL OUTCOME
2?2 *¥0U ARE THE VICTORI™ You accumulated 1
wins vs 0. Final Gain: 3 (Max Advantage)!

Manager’s Dilemma: H dwampaypdtevon tov §00 managers £yt poig oAokApm0si, avodsikvoovtag peyaro
VIKNTH] TOV 0o acieTiko blue manager, o omoiog amoympei Taipvovrog 0ha Ta 0péin. Avtifeta, o black
manager o Tipnoe £vo. TLO GUVULVETIKO TPOPIA 6T SLUTPAYRATEVOT), YEYOVOS TTOV GTOIYLGE TOGO GTOV 1010,
060 Kol 6NV £TOLPEiQ TOV

6.3 Evowuatwon Teyvntiic Nonuoavvng (Al Logic)

6.3.1 H Apxttektovikn ANymc Ato@acewv (Decision Making Architecture)

2115 avantvyBeioeg epappoyés, n Al Aettovpyel og o «avtimalog mpaxktopoc» (adversarial agent)
tov eountn. H Aoywn g Poociletor omn ovvdptnon aiPick(), m omoia vAomoiel TécGEPQ
SLOPOPETIKA LOVTEAD GUUTEPIPOPES. AVTO EMITPEMEL GTOV EKTOLOEVOUEVO VAL TOPATNPTOEL TAOGC 1|
O1K1 TOL OTPATNYIKN EMOPA GE OAUPOPETIKOVS TOTOVS OVTUTAA®Y, OO amdOAVT TPOPAEYILOVGS

£€m¢ Tuyaiovc.

6.4 Avaivon Xrpatnyikwv Texvntiic Nonuoovvng (Al)

6.4.1 Tit-for-Tat (ApoBaia Avtanodoon): O Ka@pEmtng g ZupumepLpopag
H otpatywn Tit-for-Tat amotelel v mo eeArypévn HopEN KOWOVIKAG KoL ETLYELPTILOTIKNG

aAAnienidopaong otov kmdwka. H Aoy g axolovbel dvo Kavoveg:

Mpotog I'ipog: H Al Eexwva mdvta pe «Xvvepyacion (Cooperate), delyvovtag mpdbeon v

apoipaio 6@eLoG.

et

53

—



. Emépevor Topor: H Al aviyypdoer v akpipcdg mponyovuevn kivnon tov maiktn (return

playerHistory[playerHistory.length - 1]).

Howayoyiké Nénpa: O eorntig pabaivel 6t1  Tpodocio TPokoAel GUEST TH®OPi, EVO M
ovvepyacio avtopeiBetal, empefordvovtag ™ Bewpia TV emavalapfovopevoy Toryviov Tov

Axelrod.

6.4.2 Always Cooperate & Always Defect: Ta AVo Akpa

AVTEC 01 GTPATNYIKES OVTUTPOGMOTEVOVV GTATIKA LOVTELN GUUTEPIPOPAG:

Always Cooperate: H Al emotpéper poévipo t ovvaptnon Cooperate. TNV ETLYEPTLOTIKY
N0, avTd TPOGOUOIDVEL VOV  «OPEAT» GCULVEPYATY, TOV OMOI0 O ToiKTNG WIopel va

EKUETAAAEVTEL Y100 VO LEYIGTOTTOGEL TO KEPOOG TOL (Kivduvog kol Kivdvvov).

Always Defect: H Al mpodider mavto (Defect). Edd o @ortntig ouvveldnromotel 6tL 1 povn
opBoroywn amdvinon (Nash Equilibrium) sivatl va mpoddoetl kot o id10¢, kabd¢ 1 cuvepyacia

odnyel og BEPoamn andAEL.

6.4.3 Random Strategy: H ABefarétnta t™g Ayopag H otpatnykr| random ypnoomnolel

yevvitpla Toyoimv aplfumv (Math.random() < 0.5) yuo vo emAéEet kivnon.

Howwoyoyiké Nonpa: [Ipocopowdvel éva mepifaiiov vymiov pickov kot BopvPov (noise),
OOV OEV VTLAPYEL AOYIKY] GUVOEST] HETOED TV KIVGEMV, ovaykdlovTag Tov @ottnTy| va Paciotel

o€ TOAVOLOYIKA HOVTEAQ OVTL Y10 GTPOTIYIKY AVOAVOT).

6.5 H Avvauikn ¢ Mviyunc (Historical Data Tracking)
‘Eva. kpiowo otoyeio g Aoywkng g Al sivar n ypnon tov mwvakov playerHistory kot

oppHistory. H Al dgv Aappdavel ano@doelg ev kKevd: «Ouudton Tt GUVEPN GTOVE TPONYOVUEVOLS
YOpove.

Avt 1 amoONKeVOT OEOOUEVOV EMTPEMEL GTNV EPAPLOYT VO VTOAOYILEL TO TEMKO OTOTELECLLOL
(End Game) 6yt og éva amAd dBpoiopo, aAAd ®G TO OMOTEAEGHO HOG O0PKOVS GTPUTIYIKNG
péyme. Zto 1€Aog tov maryvidL, Al avaiiel TO10¢ GLYKEVTIPMGE TIG TEPIGGATEPES VIKES YOPOV
(playerRoundWins vs oppRoundWins) kat «amo@acife yio tnv teMkn ontikn £kPfaon (w.y. ov

o1 yopaktpeg Ba amelevBepwBovv N av 1 EMLEPNUATIKY] GLUE®Via Bo KaToppedoEL).
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6.6 vumepaouatikd LyoAio

H evoopdtoon avtig g AOYIKNG LETATPETEL TIG EQAPUOYEG OO ATAG YPAPIKA GE OLAOPAGTIKA
gpyaoctipro otpotnyikie. O maiktmg Al Astrtovpysl ®¢ «KaOPEMTNG» TOV OTOPACEDY TOL
QOUNTY], TPOGPEPOVTOG GUEST OVOTPOPOOOTNON YO TIS CLVEMEIEG TNG EMOETIKNG N TNG

OLVEPYATIKNG O101KNONG,.
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7. Texvikn) YAomoinon kot Avamtuén twv Exkmatdeuvtikwy Epapuoywy

7.1 Eltcaywyn oo lMAaioio YAomoinong

H teyvicn viomoinon g mapovcog epyoaciog €mkevipavetal oty avamtuln 00 TANP®G
AETOVPYIKOV S1a0pOoTIKOV gpoproydv Oswpiag [oryviov (Game Theory), kotookevoouévmv
ue yprion HTML, CSS xou JavaScript, yopic v aflonoinon eEmtepikdv game engines. Ot
EQOPUOYEG  OMOTEAOVV  OUTOVOUO,  TOPOOEIYUOTA  EKTAIOEVLTIKAOV  HKPO-TPOGOUOIDGEMY
(educational micro-simulations), ta omoio. pmopovv va eVeOUOT®OOVV OE  SUOIKTVOKES
TAUTQOPLES, Va. xpnoonomBodv e TaEN 1 va amoTeAEGOVLY avTOvoua epyoieion avtouddnong

(Van Eck, 2015).

H epapuoyn Prisoner's Dilemma Simulation, eotidier oty Katavonon g OTPATIYIKNG
aAANAeEGpTNONG dVO TUIKTMOV, TOV EVvoLmY “‘cooperate” — “defect” kobmg ka1 onv KaTovonon
g évvolog ¢ looppomiag Nash. H gpappoyn Manager's Dilemma Simulation, tpocopoidvet to
oTPOTNYIKO OIANUUO dVO GTEAEXDV OV AAUPAVOLY OTOPAGEIS VIO GLVONKES OVTOYWVIGHOD KOt

TEPLOPICUEVOV TOPWV, PACIGUEVT] 6€ HOVTEA EMLEpNoloKNG otpatnyiknig (Gibbons, 1992).

H emdoyn vlomoinong oe HTML/CSS/JavaScript otpiydnke oe tpeig kdprovg Adyovc:
KooK mpoofaciuotnTa, KaOMG 01 EPAPUOYEG AEITOVPYOVV GE OAOLC TOLG Drowsers ko
OVOKEVEG, EMEKTUCLUOTNTA, OQOV EMTPEMOVV €VKOAN evowpdtwon oe LMS cvotiuota 1
websites (Robson, 2019), anAétnra viomoinong Kot ypiyopn padNoG1, KAt TOL S1ELKOAVVEL

TNV avamopaywyn Kot BEATIOON TOV EQUPUOYDV 0md LEAAOVIKOVG POITNTEG 1) EPEVVNTEC.

7.2 Apyttektoviky) Lvotiuatoc kat Texyvodoyikéc EmiAoyég

H apyrrextovikn tov gpapuoydv sivan modular, exttpénoviog dtaywpiopd avapesa oe:
IMapovciaon (Presentation Layer) — HTML + CSS

[Moyvidounyavn (Game Logic Layer) — JavaScript modules

AmoBnkevon dedopévov ypriotn (Data Layer) — Local Storage kot session arrays

H doun tov gpappoymv axorovdei tig apyés tov "lightweight educational games™ (Plass et al.,

2015), 6mov 1 SlemaPn KoL 1| UNYOVIKT ATOQOGCT] TOPAUEVOVY KOOBOPES KOl KATAVONTEC.
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7.2.1 HTML Structure
H Paocwn celdomoinon nepiiapupdvel meployég mpofoing emrloydv, mivakeg payoff, dvvapucd
nedio KEWEVOL LE OVATPOPOSOTNGT, KOVUTIY ETAOYMOV Kol TESI0 OMOTEAEGUATOV Kol IGTOPIKOV

YOpV.

H doun ompileton oe semantic elements 6nwg <section>, <article>, <button>, yw Adyovg

npocPacipotntog (W3C Standards).

7.2.2 CSS Styling
To Vpoc twv gpoappoydv okoAovbel T Aoyikn &vOog HvVipaAloTIKOD oyedlacpon (minimal
design), pe ypoUOTIKEG EMONUAVOEIS Kol SL0(POPOTOMNGELS Y10 EVKOAOTEPT OMTIKN OVALYVMOPION

Kot EVEMKTN epeavion (responsive layout).

To CSS Pooiletor oe mpocappoouéveg petofAntés (custom variables) kot svéhktn eugdvion

(responsive layout), mov tov enttpénel vo tpocoppoletonl og kivntd, tablets kol 006vec desktop.

7.2.3 JavaScript Game Engine
O mopnvag Tev epapuoymv givar ypauuévog oe vanilla JavaScript kot tepilapfdvel cuvaptioelg

EMAOYNG oTpATYIK®V, VIoAoyloud payoffs, yevvitpia avtirdlov (Al agent) yio cvykekpluéveg
OTPATNYIKEG, OLOYEIPION YOPOV KOl ETOVOANYE®DY, KoToypoapn ototiotikov, Visual feedback e
aAlayéc oto DOM. To JavaScript poviédo Paciotnke oTic apyEc TS OMOPOCIOTIKNG AYNG o€
otpotnyka moryvidw (Osborne, 2004).

7.3 YAomoinon tn¢ Epapuoync Prisoner’s Dilemma

7.3.1 Meprypaen kat Hadaywywkoi Etdyot

H egappoyn mpocopoudvel 10 KAOGIKO SiAnpo 600 TOKTOV TOL KOAOVLVTOL Vo ETAEEOVLY av Bal

GLVEPYOUSTOVV, VIO TNV £VVOl0 TOV VO KOADWOLV ToV avTimaAo Taiytn (6TpaTnyiki cooperate)
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avtifeta av Oa tov mpodmdcovv (etparnywky) defect). H emloyr yivetoaw tovtdypova Kot dev

VILAPYEL EMKOVAOVIAL.

Baowol o160l tov mEPALOTOG TOV VAOTOEITOL HECH TNG TOLYVIDMOOVS EQOPUOYNG Elval M
katavonon g looppomiag Nash (Nash, 1950), n eunédmon tov tpdmov pe Tov omoio 1 apoiPaio
ocvvepyacio dgv amotelel otabepn oTpATNYIKY YOPIS EUMGTOCOOVN KAOMG KOU 1 TPOKTIKY|

ontikomoinon tov payoff matrix.

7.3.2 Texvikog ZxeSacpoc

H epapuoyn nepirapfdaver mivoko payoffs mov evnuepdvetor dvvapukd, mioyr oTpaTnyikng
amd Tov ypnotr, orlyopBuo otpatnyikng avimmaiov (m.y. Always Defect, Always Cooperate, Tit-
for-Tat) kot avadvtikd aroteléopoto oto T€Aog Kabe yOpov. H viomoinon tov Al agent éywe pe

modular functions dote va pnopei edkoAa vo avtikataotadel 1| vo emekTobEl.

7.4 YAomoinon tn¢ Epapuoyrc Manager’s Dilemma

7.4.1 Oswpntikt) Baon kot Ektaidevtikn Aoyikn
To Manager’s Dilemma amoteAei (o Tpocapproyn g AOYIKNG TV SINUUdTOV cuvepyooiag o

EMYEPNOKO TEPPAALOV, dmov dVo Managers AapPavovyv amo@AcElS KOTOVOUNG TOPMV LE
Baon mapapéTpoug 6TmG T0 KOGTOC, 0 KIVOLVOGS, O OVTAYWOVIGHOG Kol 01 TOOVEG ETTTOCELS GTO

TUN O TOVG.

To moyvidt PBacileton otn Aoykn TV emyepnookedv otpamywkov (Gibbons, 1992), evad

TOPOTEUTEL KOl 6€ povTéLD nOwoD kvdvvov (morale hazard) kot avtayoviepod 6vo Tunpdtov

(Holmstrom, 1982).

7.4.2 Aopn kot AladpacTikéTnTO
H gpoppoyn mepirappavel dvo dwabioypneg otpatnyikés ava pavarlep — corporate 1 defect,

pe pio S10pOPETIKY TPOGEYYIoN T™V dVO dpwv, kabmg g corporate opileTat n TO GLVEPYATIKY
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oTPATNYIKN TOTOL WIN-Win, eved mg defect opiletar n mo emfetikn oTpaTNYIKY, TOL ATOGKOTEL

070 va kepdioel, ekeivog mov Ba TNV akoAoVONGEL, OAO TO OPEAT TNG SATPALY LAVEVOTG.

[MepiapPavet, eniong, dvvapukd wivaka payoffs tov aAlalel avdAioyo pe 10 GEVAPLO, AVOAVTIKG
OMOTEAECUOTO GE HOPPN AIOTAG KOl YPOPIKNG OvVATPOPOSOTNONG, VITOAOYIGHO GLGGMPEVTIKMV

TOVTOV omddooNg Kat yprion decision prompts yio evioyvon Kprtikng oKEyng.

7.5 Kataypaen Xtatiotikwv kat Avatpo@odotnon

Kot otic 000 epappoyéc viomombnke oOOTNHO KOTOYPOPNG ETAOYDOV  GTPATNYIKNG,

ATOTELECUATOV KAOE YOPOV, GUVOMK®V TOVIWV, CTPATNYIKOV TOV Ypnoiporomdnkay and to Al.

Ov mAnpogopiec epgoavilovtor otov YpNoTn HE KATOVONTO TPOTO WHECH TVAK®V, AlCTOG

AMOPAGEMV, TEPLYPUPIKOV UNVOUATOV Kol GOVTOUNG avaAvong 6Tto TéA0g kdbe session.

To ocvomuo avatpooddtnone Pociletor ot Piprloypapioc ™G GUEONS OVOTPOPOOOTNONG
(Hattie & Timperley, 2007).

7.6 Texyvikég kat MaiSaywyikég lIpokAnoeig

Katd v avéntoén tov epoproymv Kataypaenkoy, o¢ TPOKANCELS, N avAYKN OTTIKOTOINoNG
oVVOETOV EVVOIDV LE oA, Katavontd Kot kabopd Tpomo, 1 S10THPNoN 160PPOTING AVALEGO OTY
Beopntikn axpifelo Kot v amAotnTo ¢ demapns kabmg kot 1 onovpyia evog Al mov va

elval ovuvenég, oAAd Oy vtepPoAkd TEPITAOKO.

O oyedlaopdc akoAovONoE TIG apyEg TG OTANG OAAG OVGLGTIKNG TTpocopoimong (Simple-but-
deep simulations), katd Tig omoieg ot puNYOVIGHOl TAPAUEVOLY KaTavoNTol Y®PIg va xdvetor M

dwaxtikn a&ia (Plass & Kapur, 2020).

7.7 Enektaocyuotnta kat lIpotaosic MeAdovTikic Avamtvéng
Ot gpappoyéc €xovv avamtuydel pe tpdno @Gt va pmopovv vo e&elyBodv pe v mpocHnkm

véov otpatnyikov Al, v eswayoyq multiplayer Aewrovpylog péow WebSockets, v
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evompatmon cuvbetdtepmv mvakmv payoffs, v a&omoinon frameworks énwg React 1 Vue yo

0 dUVOUIKY dlemaT] Kabmg Kot T oVvdeon pe cvotiuata a&loAdynong padnong (LMS).

O1 mpoonTikég givar onpavtikés, kabdg o1 web-based mpocopoidoelc amotelodv orjuepa Evo, and

T0 0 eVYpNoTa epyoleia pikpo-exkmaidevong (microlearning) (Buchem & Konert, 2015).
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8. Avakepalaiwon KouBikwyv Znuelwv Epyaoiac

H moapodoa epyocioa mapovoidlel éva odyypovo web-based mhoicio yio ™ AtdackaAio g
Oewpiag TToaryviov (Game Theory), to omoio meplopfdver v avantoén oVo TANPOC
AELTOVPYIKAOV, O100PACTIKAOV TPOGOUOIDGENDY, VAOTOMUEVOVY arokieiotikd pe HTML, CSS ko
JavaScript, ypnowomoidviog emumAéov 1o Threejs ywo v omtikomoinon TPGOIAGTATOV

nepPdAiovtoc.

O1 dvo vAiomowoel, to Prisoner’s Dilemma Simulation xou to Manager Dilemma Simulation,
EVIAGGOVTOL GE £val CUYYPOVO PEVUO. EPELVNTIKNG KOl OWOKTIKNG TPOGEYYIONS, TO OMOio

a&lomolel web-based simulations yw ™ 610ackaiio cOhvOeTmV gvvoidv (Howard & Major, 2022-

Kato & Sung, 2023).

Ye avtifeon pe Khewotéc mlotEOpupec avamtvéng Aoylopkov, M emloyn koboapmdv web
TEYVOAOYIDV TPOCPEPEL Uio GEPA A CNUOVTIKA TAEOVEKTHOTA, To omoia adlomomdnkav ce

BaBog oty mapovoa epyacia:

Avtd givan, 1 kaBoiki wpooPacipotTnra, Kabmg 10 TaVviol Asttovpyel oe kvntd, tablets,
laptops, yopig vo amorteital eykoTdoToon, N EA0@PLE Kol Gpesn oAANAEniopaor), KoO®OS o1
unyaviopoi ypagikav WebGL emirpénovv 3D kivodpeva HOVTEAN GTO TPOYPOLLLO TEPUYNONG, O
TAMPOG ETEKTAGLHOG KOOWKOAS, KOOMOG T0 ovotua umopel va evoopotwbdei oe LMS,
eKmodeVTIKEG TAATEOppES kot MOOCs, kabmdg kKo 11 oOyypovy) Todaymyk) coupfatotnra,
KaBmOG 1O epyOielo EMTPEMEL TEWPOUOTIOUO YWOPIG PioKO, EVEPYNTIKY HAONOY Kol EVOOUOTN
katovonon (embodied learning), otoeion Kpioyo Yoo TNV KATOVONGCT  OTPOTNYIKOV

aAnAemdpdoemv (Freeman et al., 2021 Xie et al., 2024).

H xawotopia g epyaciog éykettor oto 0Tt Kb TOLYVIdL TPOGPEPEL SVVANIKT] TPOGONOi®O)
enavalapfoavopevov yOp®V, e ONTIKOTOINGCN TOV OTOTEAEGUATOV KOl TPOCUPLOYY|
OTPATNYIK®V, EXTPETOVTOG GTOV (OITNTN VO OVOKOADYEL GTNV TPAEN TMOG AVALOVOVTOL POVOLLEVL
omwg n apotPaion cvvepyasio, m mpodoosic, M TWopio Kol avtomddoon, 1 evBuypdppion

KwvnTpwv, 1 woppomios tov Nash kot 1 Hakpoypovia 160ppomio. 6€ EXaVAAAUPOVOLEVO TOTy VL.
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8.1 AvaAvon YAomoinong tov Prisoner’s Dilemma Simulation

To npdto povtéro, Prisoner’s Dilemma — Cartoon 3D Edition, anotelel pio Tpocopoimon tov
KAGIKOD KOWWVMVIOAOYIKOD KOl OTKOVOIKOD SIAUUOTOG, 6TO 0700 S0 Taikteg kKolohvTal va
emAEEOVY avdpesa otn ovvepyaoio Kot TNV tpodocia (Axelrod, 1984). Xt Oswpia, to maiyvio
amotelel TPOTLTO YO TV OVAALGT KOWMOVIKOV QOVOUEVOV, GUUTEPLPOPIKMOV GTPATNYIKAOV,

JOTPAYLATENGEDV KOl GTPOTNYIKNG CAANAETIOpOGNG.

H viomoinon mov avamtoydnke mepirapupdaver 6vo 3D yapoaxtipeg (WebGL péow Three.js),
dwadpaotikny emhoyn otpatnywkng «Cooperatey 1 «Defect», emhoyn peta&d single-player (ue
Al) 7© hotseat mode, moAlamhovg YOpovg (repeated game) pe ovvolkr a&loAdynon
amotelecpdtmv, oevaplo Al pe otpatnyikég dnog tit-for-tat, always cooperate, always defect kot

random.

Ot otpotnykég ovtég dev emA&yOnkav tuyaic, kKoOOS €ELINPETOVV ADYOUG EKTTOOEVTIKYG
okomuotnrog. H otpatmywn Tit-for-Tat amoterei v mo peretnuévn oTPOTNYIKY OF
enavorapPavopeva maiyvia (Axelrod, 1997- Nowak & Sigmund, 2005) xou amotelel Paciko

otoyeio Tov epyacidv Bewplag cuvepyasiog otnv eEEMEN TS avOpOTIVIG GUUTEPLUPOPAC.

H ovumrepipopd tov cvotiuotog amodidetal 1060 OnTIKd 060 Kol pe Keipevo, Kabmg av o
maiktng omeAevfepmbel, N TOPTA TS PLAAKNG OVOLYEL KOl O YOPOUKTNPOS TEPTOTA TPOG TO.
EUTPOC, av TIH®PNOEl Topapével 6To0 KEM EVA TA AMOTEAECUATO KATOYPAPOVTAL KOl GTO TEAOG

TOV YOPOV TPOKVTTEL GUVOAMKOG VIKNTIG.

H ontkomoinon viomombnke péow Three.js, 10 omoio emutpémel eha@pid oAAd €VEAKTN
onuovpyia mepporrdviov. H emhoyn avt eival coppmvn pe ) PiPproypapio, mTov tpoteivet
WebGL-based simulations ¢ tv mo npocPaciun Avon yuo eknodevtikd mepiParrovra (Kato

& Sung, 2023).

8.2 Naidaywyikn Aélomoinon tov Prisoner’s Dilemma Simulation

H mpocopoimwon otevkoidvel tn petdfacn tov @oumrn amd v aenpnuévn Bewpia ot
Buopatiky  kotavonon. IIAnBoc peretov to tedevtaio ypdvia vmootnpilovv O6TL Ol
TPOCOUOIMGELS Ponbody oNUOVTIKE ©TNV KATavONno1 EVVOLDV OTPATNYIKNG CLUTEPIPOPAC,

aAAnAeEdpTnONG, avtapolBov kot piokov (Soffer & Ben-Zvi, 2022).
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Me Bdon ta mopondve, 1 cVYKEKPUEVT VAOTONoN vTootnpilel TV AVARTVEN GTPATYIKNG
OKEYNG, TNV KOTAVONGN TG OULVOMIKNG ovveEpyaoiag, TV avtoppvduion otn AMyn
amoPace®v, KoOMOC KAl TNV EVIGYVLON TNG WKAVOTNTOS TPOPLEYNS TOV OVTIOPAGE®V TOL
avtirarov. Emmdéov, mpooeEpel Qe OMTIKOTOINGT OMOTEAEGUAT®VY, N OToi. COUP®VO, LE
TPOCEUTY £PELVA EVIGYVEL TNV EVOMUOTN KOTAVONOT Kl HEWDVEL TO. SPAALOTO AoYIKNG (Xie et

al., 2024).

8.3 H YAomoinon tov Manager Negotiation Simulation

H devtepn mpocopoiwon agopd éva evarhoktikd cevdpro Ocwpiog Iaryviov, nepiocdtepo
ECTINGUEVO G6TOV KOGHO TV Emiyepnoewv, oto omoio avti yio LAAKIGUEVOLS TapovaidlovTan
dvo managers ot omoiolt GLUUETEYOVY G€ pio dadikacia dwmpaypdatevons. To cevdplo €xel
TEPLGGOTEPO KEMYEPNUATIKO» TPOCAVATOMGUO KOl EVOOUATOVEL GTOLYEI0 TPOEPYOUEVO OO TO
mayviol Tov exPracpod (ultimatum bargaining), tnv apyn g HEYIGTNG AvVTOUOPNSG, TNV Evvola

NG GUOPOOTNTOS KO TV OUVOLIKT] TNG CLVEPYACING GE OLOTKNTIKA TEPIPAALOVTAL.

To mepifdrirov viomombnke emiong pe HTML/CSS/JS xou Three.js, mepilapfavovtag 3D
ypoewd Managers pE  OlPOPOTOMUEVY  €EMTEPIKN  EUQPAVIOY, OTPOYYLAO  Tpomélt
dampayudtevong, unyavicud AMMyng anoedcemv (A | B emloyéc) ko animation emitvyiog o
0T010G OTTIKOTOIEITO LEGH OO TOV OLVOLIKO PNUATIGUO e TOV 0moi0 amoywpel amd to Tpoméll

TV ou{nToewv 0 Manager mov £yl Kepdioel T OOTPAyUATELOT).

H oyedioaon otoyevel va punbel mTpoypotikyy €Toupiky] O0mpayUdTeEVOT), UE TPOTO OMTIKA
EVYAPIOTO KO TOOOYOYIKA amoTeAecUaTiKO. MdMota, 1 01e0vig BipAloypapio onueudvel 6TL ot
TPOGOUOIDOES ETAPIKAOV OOTPAYUATEDGEMY AVEAVOLY TNV KaTavonon g Oesmpiog TtV
KWVITPpOV, TV payoffs Kot g oTpatnyikng CUUTEPLPOPAS G€ d10KNTIKA TEPBdArovTa (Zhou &

Li, 2023).

8.4 Exnaibsvtikn Aéia twv Avo IIpocouotwoswv

Ta 000 epyodeia Aettovpyodv cvpmAnpopatikd. To TpdTO S13ACKEL TN doun €vOS KANGIKOD
unodevikol 0Bpoicpotog (Katd tepintmon), evd 10 de0TEPO £PAPUOLEL TAPOUOIEG CTPATNYIKES GE

TEPPAALOV TILO KOVTA GTNV TPAYLLOTIKNY ayopd epyaciog.

O port g péoa amd AVTEC TIC TPOGOUOIDGELS ATOKTO KATUVON O] TPUYUUTIKAOV GTPUTYIKAV

apofinpudrov, 0e10TNTES GTPATNYIKIG OLUMPAYNATEVGNG, EUMLGTOGUVI] GTNV EQUPROYI
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LOONUATIKOV E€VVOLOV 6€ PEOMOTIKA mepPIfdirovta, kobmg Kol wkavotyTa mpofieyng

avticvppfariopevov.

To yeyovog 6TL Ko Ta dv0 epyaheio eivon dueco mpooPaciuo péEcm browser evioyhel Thv
EUMAOKT KOl EMUTPEMEL TN YPNON TOVG OE GUOYXPOVEG OWOKTIKEG TpokTikés Omwg flipped

classroom kou self-paced learning (Howard & Major, 2022).
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9. uumnepaopata kal Mpotacelg yia MeAlovtikr Epeuva

To xepdiaio avtd cuvoyilel Ta CLUTEPAGLOTA TNG EPYACIOG Kot TPOTEIVEL KOTEVOVVGEIS Yo

UEALOVTIKY] ETEKTOCT] TOV EKTOUOEVTIKAOV TPOGOUOUDGEDV.

9.1 YvvoAikn Amotiunon

Y& emimedo OULVOMKNG amotTiunong, 1 vVAomoinon Tewv dvo web-based mpocopoidoemvy
OLYKEVTPAOVEL OAEG EKEIVEG TIG TEXVIKES KO TOOAYWYIKEG TPOVTOOEGELS TOV TNG EMTPEMOVV VO
aSlorloynBel ¢ emTuyng.  Xvykekpluéva, Ol EPOPUOYEC  TPOGPEPOLY  LYNAO  Pabud
SdPUCTIKOTNTOC, EMITPETOVY EMOVOANYILOTNTO KO GUECT OVATPOPOOOTNGN, KUOIGTOOV TNV
Ocwpia IMaryviov (Game Theory) Piopoatiki kKot mpootty], &vd VIootnpilovy YVOOTIKES

dadkasiec vYNAOL enutédov (avaivor, aloAdyno, STPATNYIKO GXEOIAGUOD).

9.2 latbaywyikés EMMTWOELS

Ye eMmMEd0 TOUOAYOYIKOV EMITOCEDV Ol OV0 TPOGOUOIDGEIS TPOAYOLV TNV €vEPYO HAONoM
(active learning), evioybovv v avtoppvbuon (Self-regulated learning) (Pintrich, 2004),

KaB16TOHV 0pATEC OPIOUEVES APNPMUEVEG EVVOIEG KOl VTTOGTNPILOVV KOIVOVIKOYVOOTIKEG Bempieg
pabnong.
[dwitepa onpavtikd eivar 6TL 01 POITNTEG PAETOVV TIC GUVETEIEC TOV OTOPAGEDY TOVGS, YEYOVOG

OV LETOTPETEL TV APTPNLEVT] CTPOTNYIKY] CKEYT| GE YEPOTOGTY EUTELPIQL.

9.3 Teyvikny Amotiunon
Qg mpog TV TEYVIKN amoTiunomn tov £pyov, ot Web teyvoloyieg amodeiyfnkav vEMKTEG,
EMEKTACIUES, KOTAAANAEG TPOC EPAPLOYY] OE EKMOWELTIKA TAAICWL Kol €OKOAEG OTNV

evooudtoon oe LMS (n.y. Moodle). EmimAéov, n modular apyttektovikn emtpénet ) ovveyn

ONUoLPYIKN EEEMEN TOV EPAPLOYDV.
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9.4 llepropiopoi ¢ Epsvvag

[Topd TV TOAVTOPAPETPIKT] IKOVOTOINOT| P0G GEPAG OMAITHGEMY TOV KAOIGTOOV TNV €QPOPUOYN
éva xpNoo Kot aEOmoTo EKTAOELTIKO epYaAeio Yoo TV ddakTikny TG Oewpiag IMoryviov
(Game Theory), 1 épevva GUVOEETAL KOl IE OPLGUEVOVG TEPIOPIGHOVE. ZVYKEKPIUEVA, O TPMTOG
TEPLOPICUOG OPOPA TO YEYOVOG OTL TO OElyLO NTOV ECTINCUEVO OMOKAEIGTIKA GTOV KOO UOTKO
YDPO, VIO TNV évvola OTL GYXESAOTNKE G £va Project mov amevbiveTal 6e KOO POTNTOV Kot
padntaov. [MBavév n d1daktikn Tov aflomoinom oe £vo TEPIGGOTEPO EEEOIKELUEVO KOWVO, V.

arottovoe pio oepd avaPfaduicemv Kot TapAUETPOTOUGEDV.

‘Evag 0e0tepog mEPLOPIGUOC, TPOEPYETOL AO TO YEYOVOG OTL 0L dVO €PupuUOYES eEeTAlovV
OLYKEKPIUEVA, amAOVGTELUEVO GeEvapla. Kot evd amoteAel pio kowvdg amodektn tapadoyn OTL M
ATAOVGTELGT TMV OEGOUEVOV EVOG TTEPAUATOC KOOIGTA TN SOOKTIKN O1001KAGTo TOAAES POPES
O OMOTEAECUOTIKY, EMIONG KOWMDG OMOOEKTH] TOPAO0YN OmOTEAEL TO Yeyovdg OTL TOGO GE
ovvONKeg avakplong oVO KPOTOVUEV@MV, OGO Kol 6€ GLVONKEG dmpaypdtevons dvo managers
OTIG OKANPEG PEOMOTIKEG GLVONKES TOL TPAYUATIKOD KOGHOV, DPICTAVTOL TOPAUETPOL —TTOAAEG
QopéG Un opatoi- mov givor dvokoAo va AneBohv vIOYTN Kot Vo EQAPUOGTOHV GTO EIKOVIKO

nepPdAiov vAomoinong pio EpapUoYNG.

Téhog, axoun €vog Teploptopog etvar ekeivoc Tov £xel va, Kavel Pe TV eEEVPEDT] TPOTOV MOTE M
avaivon learning analytics, oniladn n pétpnon, N GLAAOYN, 1 AVAALGT KOl 1| TOPOVGINCT) TOV
OOOUEVOV GYETIKA [ TOVG MOONTEG Kol TOLG POITNTESG, Vo UmOopEcel va enektabel péca amd
TEPLOGOTEPOVG OEIKTEC, LE OKOTO TNV KATOVONOT Kol 11 PeAtiotomoinon g pnabnong kKot tov

nepPdAAOVTOC 6TO 0Tol0 EpavifeTOL.

9.5 Illpotaocic MeAdovtiki¢ Epsvvag kat Avantvéng - Epsvvntikés
KatevBvvoeig

To project Tpoopépet T Tpoimodécelc perovtikng Epgvvag kat Avamtuéng, mov Bo pmopovcoy
va mapéyovy avaPdipion tO60 otV TEYVIKY] TAELPE TOL TEPLEYOUEVOL TOV, OGO Kol GTNHV
TSy WYIKT) TOV OTOTEAEGLATIKOTNTO.

SOYKEKPIEVA, MG TPOG TIC TEXVIKEG TPOEKTACELS, Ba umopovoe va mpotabei n dnpovpyia online
multiplayer Aeitovpyiog o€ mpaypatikd ypovo, n evempdtoon Al agents pe npocoprOCTIKEG

otpotnywés (adaptive strategies), m mpocbnkn Aertovpylog pnyovikng pébnong (machine
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learning) y avdlvon ™ cvumeEPLPOPAs TV ¥pNoT®v, kabdc kal 1 onovpyio dashboard
analytics ywo kaOnyntéc.

Q¢ mPog TIC TOOUYWYIKES TPOEKTAGES, Bo pumopovoe va mpotabel n e&étaon emidpaone o€
dwpopetikd yvootikd wedla (Mdapketwvyk, ITlortikéc Emotueg), m evoopdtoon Ttov
TPOGOUOIDGEMV o€ povtéda avteatpouuévne aibovoag (flipped classroom), pog ekmodevTikng
neBdS0v 6oV 1 «dIAEEN» TOL poBNpaTOS YiveTon 610 omitt (LEcm Pivteo, KEWEVOV, K.AT.), EVO
0 YPOVOG oTNV TAEN QPEPDVETOL GE OOPACTIKEG OPAGTNPLOTNTEG, CLLNTNOEL, GLUVEPYOGTO Ko
EQOPUOYN TNG YVAOONS He KaBOdNYNON TOV EKTALOEVLTIKOV, «OVTIGTPEPOVTOS) TNV TAPUOOGLOKT
OaoKoAlD, VO -TEAOG- piol ONUOVTIKY] TOOOY®YIKY TPOEKTAOT B0 HTopovsE Vo OMOTEAECEL M

ONuovpyio HEYOADTEP®V, TIO TOADTAOK®V 0PYAVAOGIOKAOV GEVOPIWMV.

OloxAnpovovtog, He Tig mhaveg epeuvnTikéG KoTevhivVeels oTig omoieg Oa umopovoe va oTpapel
TO EVOLOPEPOV Y10 TN CLUVEXEWD, O LTOPOVGE KAVEIG VO EMONUAVEL TN LEAETN TNG CLUTEPLPOPAS
TUKTOV O HOKPOYPOVIEG TPooouoldosl;, v aélomoinon learning analytics ywo avayvopion

potifav, kabmg Kot TNV TEPAITEP® SEPEVVNON KIVITPOV GLVEPYOUTIKOTNTOC.

9.6 TeAtkn) Xxéyn
H odwaxktik; ¢ Ozopiog IHMaryviov (Game Theory) péoo omdé tnv  Ewoviki

Mpaypetikotnre (Virtual Reality) kov v Eravénuévny Ilpoypatikétyra (Augmented
Reality) npoopépet £va cuvapmaoTikd VIdderypa ToV THOE propel va eEehydel 1 d1dackaiio TV
Avumtikov ko Owovopukov Emommuov. Asv mpoKettar HOVo ylo T€YVOAOYIKY] KOvOTOWIa,

OAAG Y10 Evay avaoyedlaopnd TG i0tag TS padnowukg epmepiog.

KaBaog n ITAnpoeopikn cvveyilet va dStopop@dverl dtapkds véa dedopéva otnv Exnaidevon, to
OTO{YNUO TOV EMOUEVOV ETOV £ival 1 VATTVEN CVLGTNRATOV, EQUPUOYOV KOl TPOGEYYIGCEMV
TOV VO, TPOAYOLV OYL LOVO T YVAOOT], OAAL KO TNV KPLTIKT OKEYT, T CTPATYIKY OPYOTNTO Kot

TN GUUUETOYIKT] VONLOGUVT] TV LEAAOVTIKAV ENAYYEALATIOV KOL TOALTMV.
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