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NEPINHWH

ZKOTOG NG Tapoloag LEAETNG lval n Slepelvnon tng Labnolakng kot Beatplkng dtdotaong Twv
avaloykwyv Kal Pnolakwv matyvidiwv poAwv. Map' 6tL Ta und PeAétn moyvidia dtadpépouv wg
TIPOG TLG AELTOUPYLKEG LOLOTNTEC, TIC OKOAOYLEC KOl TN ¢Uon TNG SuvNTIKOTNTAG TToU Ta SLETOULV,
daivetal otL pmopouv va BswpnBolv, oTo cUVOAO TOouG, ekdAVOELS TOU Beatplkol dalvopévou.
AGyoL mou cuvnyopoUV ival n moapoucia TpomikoTnTag UOSuOoNG XaPaKTHpa, EAEyXou avatar Kal
n emteAeotikotTnTa. Evotdoelg yla to avtiBeto otnpilovtal otn pntopLkn TNG anouciag KeLWEVOU
Kal KowoU ota avohoyka kat pnélaka mayvidia poAwv. H évtaén twv avaloylkwyv Kal Twy
Pndlakwy maxvidLwv poAwv oto Beatplko, SPAUATIKO KoL ETUTEAECTIKO cUVEXEC Ba umopoloe va
B£oeL {NTNUa avaBewpnong Tou EAAXLOTOU oplopol Tou Bedtpou. ELSIKA yla TNV MEPLTTWON TWV
PnoLakwyv mayvidiwv poAwv, e pumopet va ayvonbei n enidpaon tng Bewplag Kat tng mpagng tou
BeATpPOU, TTOU ETMIKUPWVETAL UE TN XPron BeaTplkwyv Kal EMITEAECTIKWY OPWV, OMWC KuPBepvo-
Spapa, maLyvio-emteAeon Kal SLadpacTiko Spaua.

Ta avadoyika kot ta Pndraka moyvidia poAwv, we ekpAVoEeL; Tou Beatplkol GaLVOUEVOU,
UImopoUV Kal va XpnotwdomolnBouv w¢ epyadeio 0To paAdBnua tng Beatplkng aywyng Kol otn
Si6aokaoAio AMwv padnuatwv. H epoappoyn toug otnv eknaidevon edpaletal o€ HAONOLAKEG
Bewpleg kol mpodyel popdpéC pabnong, OmMwcg TN PLWHOTIKA KAl Tn ouvepyatikr. Katd tnv
aflonoinon tou¢ otnv ekmaidevon daivovtal va amoppéouv poBONnolaKA OoPEAN OMwG n
KOAALEPYELDL YVWOLOKWY Kol KOowwvikwv 6eflotitwv kol evouvaiobnong. To INtnuo mepl
petadopdg yvwong anod to yvwaolakd cuotnua tng pubomlaciag kat tou matyvidiol oto cuoTnua
Tou ovBpwrivou Plou TOAVOV va OQVTIHETWIIETAL OTMOTEAECMATIKA HE TNV oaflomoinon

avaAoykwv kot Yndlakwv mavidlwyv poAwv yla pabnaolakolg oKomoug.
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ABSTRACT

The aim of this dissertation is research into the learning and the theatrical dimensions of analog
and digital role playing games. Despite the fact that they differ in terms of their functional
properties, the nature of virtuality and their ecologies, they may be considered as facets of the
theatrical phenomenon. Reasons supporting this position are the presence of pretense modes in
terms of character embodiment and avatar control and of performativity. Objections that support
the opposite position are based on questions about the of lack of dramatic text and audience in
analog and digital role playing games. The integration of analog and digital role playing games on
the theatrical, dramatic and performative continuum poses a question about revising the minimal
definition of theatre. Especially in the case of digital role playing games, the impact of the theory
and practice of theatre cannot be ignored, as theatrical and performative terms such as
cyberdrama, playformance and interactive drama emerge.

Analog and digital role playing games, as facets of the theatrical phenomenon, may be used
as tools in theatre and drama education and other subjects. Their implementation in educational
context relies upon learning theories and promotes various forms of learning, such as experiential
and collaborative learning. When these games are used in an educational context, learning
outcomes emerge, such as the promotion of cognitive and social skills as well as of empathy. The
matter of knowledge transfer from fictional game environments to the physical world and every
day life may be addressed effectively with the integration of analog and digital role playing games

in learning strategies.



