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Evxaplotieg

Ado eivar ta ueyoia evyopiar wov Qo nBeia vo dwow.

70 TPWTO UEYALO EVYOPIaTO omevBiveTtal oty Ko MiyonAiidov yio ) coveyn Kot
OO10AELTTH DTOTTHPIEN THG OTH OITAWUATIKY LLOD EPYOOLO. GAAG KAl Y10, TRV EUTVEDTH
OV LoV E0MaE TEPTL 070 TAALT10 TOL puadnuotos «Kotvwvioloyia tov Ilolitiouody va.
aoyolnba e to medio twv Video games — dla aro ekel Cexiviooy!

20g evyaplaT® Kupiwg YL 70 A0Y0 0Tl T0 BEHa 00TO 1OV KPOTHOE OUEIWTO TO
evorapépov kaboAn T o16pkeIo, THS OITAMUATIKNS KOl TO evyoploThOnKa. TpoyuoTixd!
To debtepo ueydio evyopioTa TNYOIVEL 6 OLOVS EKEIVODS OV UE LonBnoay ue tov Eva
1 Tov dAAo tpomo oty aimlwuotiky, gite Tpowbwvrag to LinK ¢ épevvag, eite
avopTOVToS T0 oty 1otocelioa tovg i ato. Méoa Kowvwvikng Aiktdowong, eite
Tpowlivrag to Omov UuTopovoay, gite couUTiNpaVovTos TV Katavoun Q, eite
oeiyvovtag amla. kotavonon!

Eiote mopo moldég kar moAloi olot eaeis mov ue PonOnoare kou ue otypilate mov dev
Qo nOelo. o€ Kouio TEPITTWON VO, TOPOLEIY W KATO10 OVOUO, OTIC EVYOPIOTIEG.

L'ta a6 éva tepdotio evyoplot® oe OAeS Kai OAov¢ amo Kapoiog!

20 €lUaL EVYVAOUDY.
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Elcaywyn

H évvola Tou «@UAoU» €XEl aTTd XPOVIA AVayVWPIOTE OTIG KOIVWVIKEG ETTIOTAMES
WG €va KOIVWVIKA KOTAOKEUAOHEVO QAIVOPEVO TO OTTOiI0 OEV OUVIOTA Hia OTOTIKN
Kartnyopia oAAG pia ouvexry dpacTnPIOTNTA  EVOWMOTWHEVN OTIC KOBNUEPIVEG
aAnAemidpdoelg (West & Zimmerman oto Christensen 2006) pe Ta «EU@uAa oevapia
va gival d1a@opETIKA yia Tov Avdpa Kai TN yuvaikay» Kal va «Evioxuovral uéoa armo tnv
OIKOYEVEIQ, TO EKTTAIOEUTIKO auaTnua, Ta Méoa kai outw kabeénc» (Lehdonvirta et al.
2014: 246). 'Evag akOPn XWPOog OToV OTToio ouvTiBevTal Ta TTONITIOPIKG OTEPEOTUTTA
YIQ TO TI VOEITAI WG KATAAANAO Kal TTPETTOV YIa TO KABE UAO, TTapd TIg OTTOIEG GAAAYEG
OTIG EMQUAEG OXECEIC KAl TA ETTITEUYUATA TWV KIVANATWY TWV YUVAIKEIWY OIKAIWUATWY
O€ TTOIKIAOUG ToWEIC Ta TeAeuTaia TTEVAVTA XPOVIA, €ival €KEIVOG TOU «TTaIXVIOIOU» O
oTroiog €€akoAouBei va cuvioTd pia éu@uAn dpacTnpidtnTa (Bertozzi 2008: 475).
Ouoiwg Ta video games, 6vrag pia pop®r TaixvidioUu atreuBuvouevn o€ OAEC TIG
NAIKieg, atroTeAOUV Xwpoug OTTou evBappUVOVTal Kal avaTTapdyovTal O KOIVWVIKA
atrodidouevol £uguiol polol (Bryce & Rutter 2003: 2) €ite HEOwW TOU TTEPIEXOMEVOU
TOUG KaI TV EMPUAWV avaTTapaocTACEWY TOUG EITE JEOW TOU OUVOAIKOU TTAQICiOU TTOU
ouvodelel TRV UTTOKOUATOUPO TOU gaming n otroia eEapxXng €ixe ouvdeBei pe nv
aApoEVIKOTNTA.

H auéavOouevn CUMMPETOXN TWVY YUVAIKWY OTO XWEO Tou gaming, Tapd Tnv
apoevIKOTNTA Tou Méoou kal Tnv 6An €xBpIkn atuéo@aipa, odnyei otV avaykn yia
évav 1o oUvBeTo TPOTTO AvTIANWNG TNG OX£0NG METALU TNG v Adyw dpacTtnpidTnTag
KAl TNG €MMTEAEONG TOU QUAOU, N OTTOIa €V TTPOKEINEVW a@opd Tn duvaTtéTnTa TWV
video games va AEITOUpyrioouUvV WG XWEOI AVATPOTIAG N KAl &vOUVAPWONG Twv
TTapadooIaKd £UQUAWY avTIANWEWY TTEPI apoevikOTNTAG Kal BnAukdTtnTtag (Bryce &
Rutter 2003: 2) kKupiwg €T aTTd TOUG XAPOKTHPEG-«avatarsy, n Aoyl Twv OTToiwv
€K MEPOUG TWV TTAIKTWY OUVIOTA Wia TTAApwG ouveldnth evépyeia (Hayes oto Eklund
2011: 327).

2710 TTAQiOI0 TwV EMTAYWY Tou TpiTou KUPOTOG £pEUVWV OTO £UQUAO TTEDIO TNG
UTTOKOUATOUPOG TOU gaming TTOU a@opd TOUg TPOTTOUG TTOU TO QUAO OUVOEETAl ME
GAAeg kaTtnyopieg kal TautoTnNTeS (Richard 2013: 278) kai Tnv €€étaon TnG oxéong Tou
ME QUTEG, n TTapouca epyacia eEETACEl TOV TPOTTO TTOU BIAUOPPUIVOVTAI Ol OTACEIG
TWV YUVAIKWY TTAIKTPIWY ATTEVAVTI OTIG QVATTAPAOTACEIS TOU YUVAIKEIOU QUAOU OTa
video games, AauBavovTag utroyn MITTAEOV TTAPAPETPOUG OTTWG Eival N TaUTIOT TOUG
ME TNV TAUTOTNTA TOU «gamer», n otdon amévavtl oto Moo Kal ol EKQAVOEIG TOU

METAPEUIVIOTIKOU TPOTTOU avTiAnyng. ZKOTTOG ival va €£eTaoToUV KAl va KatavonBouv



0l OIAPOPETIKEG KAl TTOIKIAEG TTPOTIMACEIS, OTACEIC KAl ATTOAAUCEIS TOU YUVAIKEIOU
KoIvoU pe OAIOTIKO TpoTTo (Hayes 2007: 42) Kal Xwpig va UIOBETEITAI Jia OUCIOKPATIKI)
avTiAnwn Tou @UAoOU n oTToia va €TMIOIWKEI Kal va Slalwvilel TN YEVIKEUTIUOTNTA TWV
EMMOUMILY TWV YUVAIKWY TTAIKTPIWY. ATTO TIG avaAUcEIG Twv deBOUEVWV TNG €PEUVAG,
yla TNV TTpayuatorroinon Tng otroiag BewpnriBbnke KaATAAANAN Kai aglotroinénke n
MeBodoAoyia Q kabwg ouvdudlel e OMIOTIKO Kal UBPIBIKO TPOTTO OTOIXEI TTOCOTIKWYV
KAl TTOIOTIKWV MEBOBdWYV, TTPOEKUWE O OXNMOTIONOG TECCAPWY JIAKPITWY OPEdWV
TTAIKTPIWV Ol OTACEIS TWV OTTOIWV ATTEVAVTI OTIG YUVAIKEIEG avaTTapacTAOEIS OTA
NAEKTPOVIKA TTaIXVidIa €TTNPEAZovVTAl ONUAVTIKA aTTo TO BaBud £COIKEIWOAG TOUG PE TO
Mégo, Tnv uloBETNoN 1 JIN TNG TOGUTOTNTOG TOU gamer Kal TV AVTIMETWITION Tou idlou
Tou Méoou evy KaBopIoTIKO pdAo dladpapaTifel Kal N apBpwaon A PN €k HEPOUG TOUG
TWV EKQAVOEWV TOU METAPEUIVIOTIKOU TPOTTOU avTiAnwng. Katd cuvétreia TiBevTal
NTAMATO OTPOPNG TWV EPEUVWV OTO TTEDIO TTPOG TN MEAETN TOU TPOTTOU HE TOV OTT0IO
ouvTiBeTaI KAl KATOOKEUAZETAI N @UON Tou Méoou Twv video games Kal n CUVOAIKA
KOUATOUpa Tou gaming (Shaw 2010: 418) evw TPOKUTITEl N avAykn via
ETTAVATTPOCOIOPICUO TOU TPOTIOU HE TOV OTToio Ta dtoua avTiAapBdvovTal Tn oxEon

Toug pe To Méoo (Shaw 2013).



BiAoypapikn Emiokomnmon

Video games: 0 paylk0G KUKAOG, Ol ETEPOTOTIEG KAl £VAG XUAPOUUEVOG
KOGNOG

Ta video games atmmoTeAoUVv pia gupéwg dIadedopévn popery TG dNUOYIAOUG
KOUATOUPOG Kal Twv Méowv ETTiKoIvwviag yevikoTepa. H €vvola Tou «dnUO@IAOUGY,
OTNnV TTEPITITWON TNG KOUATOUPAG, XPNOIKOTIOIEITAI YIa VA TTPAyPaTOTToINOei avagopd
O€ €KEIVO TO OTTOIO VOEITAlI WG EUPEWGS OIAOEDOUEVO | YEVIKA ATTODEKTO, APECTO Kal
ayarnTd Kal yia va TTEPIKAEIoEl Hop@EéS TNG TéxvNg Kai TITuxéG Tng Yuxaywyiag ol
OTTOiEG €xOUv aTXnon o€ éva eupu koivd (Storey 2005b: 269). O1 onuaagieg TIg
OTTOIEG EUTTEPIEXEI TO «ONUOPIAEGH TTOIKIAAOUV Kal peTaBdAAovTal Kai €iTe gival BETIKEG
€iTe aApvnTIKEG, OTNV TTPAYMATIKOTNTA Otv €ival TTOTE AfIOAOYIKA OUDETEPEG Kal
EVOWHATWVOoUV NTAMaTa TTOMITIGHIKAG KuplapXiag kal e§ouaiag (Storey 2005a: 264).

Baocel Twv amoteAeopdtwv TG €peuvag NG Entertainment  Software
Association 10 2012 (Summers & Miller 2014: 1028) T1a video games
TIPAYHMATOTTOIOUV WG KAGDOG £00da Travw atéd $25 dioekatouuupia £TNCIWG, VW O€
OpPIoUEVOUG TTANBUCOUG, OTTWG OTNV TTEPITITWON TWV €PABWY AUEPIKAVWY, 0 XPOVog
amaoXOANoAGg Toug he To Méoo autd getrepvdel ekeivo TG TNAedpaaong (Sherry et al.
oto Williams et al. 2009: 816). H oAoéva aufavouevn Xprion Twv WneIoOKwvV
TTaIXVIBIWYV, €ITE TTPOKEITAI YIA TTAIXVIOIO 0€ UTTOAOYIOTH €iTE 0€ KOVOOAQ, GUVETTAYETAI
TNV avdaykn va yivouv avTIANTITd w¢ «OnuavrikG ouornuara cuuBoAwv ta orroia
ouvavral va EXouv eUPUTEPES KOIVWVIKES ermiTTwoelg» (Williams et al. 2009: 816).

Katrd Ttov Rehak (2003: 478) T1a video games ouviotolv éva Méoo
Emmkoivwviag n taxotnTa Kai n ToAAQTTAGTNTA TOU OTToioU OXI JOVO XapaKTnpeifouv
TOV METAPOVTEPVIOUO, OGANG OuvIOTOUV TIG «ITOPOCAPUOCLEVEC QTTAVINOEIS OTN
uerauovrépva karaoraon». EvOelkTIKG TO avatar tng Lara Croft amoteAei évav
KATOOKEUOOWPEVO, EIKOVIKO XOPOKTAPA O OTI0IOG £XEI OUYKEVTPWOEI £vav TEPAOTIO
apIBud BaupaoTwy Kal yiveTal avTIANTTOg w¢g  Trpaypatikog  (Ibid.). Zuverrwg
TTAPEXETAI EVAUOUA YIO ETTAVOBEWPNON EVVOIWV OTTWG EKEIVWV TOU «KOIVOU» KOl TWV
«BaupacTtwvy» (lbid.) kai Tou TPOTTOU TOU TO Vvideo games euTTAéKOvVTOl OTNV
KATOOKEUN TNG avTiAnyng TNG TTPAyPaTIKOTATAG. TO TTapattdvw eviIoXUETAl KAl 1T TN
01adpaoTiKf Kal dueon @uon Tou Méoou n otoia euPubifel Tov TTaIKTA KABWG O
TEAEUTAIOG evOeEXOMEVWG va daTtravhoel oe éva TTalXvidl TTOAAEG wpeg aTrd TOV
eAeUBepo xpovo Tou (Beasley & Collins Standley 2002: 280) pe atmmoréAeopa va

KaBioTaTal TAKTIKG KOIVWVOG TWV EIKOVWYV TTou TTpodAAovTal o€ auTo.



Ta ynelakd maixvidia wg Méco Wuxaywyiag atroteAoUv KOUUAT Kal JEPOG Tou
TTOAMITIOPOU TTapd OTTOKOUMEVEG Kal GAOYEG OPaOTNEIOTNTEG Kal gival evOedupéva Je
KOIVWVIKEG OUUTTOPAONAWOEIC TTOU QQOPOUV EUQUAA, QUAETIKA KAl  KOIVWVIKA
{nTiuata (Delamere & Shaw 2008: 281) pe Ta OTEPEGTUTIA VA CUVAVTWVTOI OXEOOV
oe O0Aa Ta video games (Leonard 2006: 84). Kard tov Benett (Delamere & Shaw
2008: 280) péoa atrd TN MEAETN TwV ONUOPIAWY TPOTTWV YUXAYWYIaG KAl YEVIKOTEPO
TWV OI00EDOUEVWYV ETTINOYWV AEIOTTOINONG TOU €AsUBepoU Xpdvou, duvavTtal va yivouv
KATOVONTEG N KOUATOUPA, Ol agieg, ol 10eoAoyieg Kal ol ox€oelg €Eouoiag Kal
NYEUOVIKAG KUpIapyiag ol OTToie¢ ouvdéovTal e auTég TIG OpaoTnPIOTNTEG. EVTOS Tou
TAQICIOU TOU METAUOVTEPVIOWOU, O OTT0I0G ATTOTEAECE TTPOCEOPO £D0QPOC yia Tn
MEAETN Kal avaAuon NG dNPo@IAoUG KOUATOUPAG, KOBWG TTapeixe £va supUTEPO Kal
ouvapiké Tedio Kartavonong Twv OUYXPOVWVY avaTTAPACTACEWY OE avTiBeon pe TIG
MEXPI TOTE BewpnTikEG TTPOOEYYioeIS (McRobbie 1994: 13), utropei va yivel avtiAnTTég
0 TPOTTOG HWE TOV OTTOI0 Ol KaBNUEPIVEG dPACTNPIOTATEG KAl TA XOUTTI ATTOKPUTTITOUV
oAANG TauTOxpova QavepwVouv TIC OxEoelg efouaiag oTnv Koivwvia (Rojek oTo
Delamere & Shaw 2008: 283).

H kouAtoUpa Tou TTaixvidIioU £xel atrd Kaipd UTTAPEEl GAAG Kal avayvwpIoTEl WG
medio diapdyxng (Taylor 2011: 377) kai kupiapxiag. Mapdho, dnAadr), TTou TO TTaAIXVidI
wg €vvola €xel ouvdeBei pe TNV «aBWOTNTO», OTNV TTPAYMOTIKOTNTA Ol KOIVWVIKEG, Ol
OIKOVOMIKEG KOl Ol TTOMITIOMIKEG ETTITITWOEIG TIG OTTOiEG €XEl OTnNV KABnuepivr) Cwn
KaBioTouv {WTIKNG onuUaciag TNV Kovwvikn digpeuvnon autou (Enevold & Hagstrom
2008: 28). Erautou o1 Delamere & Shaw (2008: 283) avagépovtal oTov TPOTTIO TTOU
Ta video games ptopei va BewpnBei 0TI cuvioTOUV €va €i0OG «ETEPOTOTTIAGY.
2Uh@wva ue Tov Foucault (Delamere & Shaw 2008), o1 eTepoToTTieg aTTOTEAOUV
XWPOUG Ol OTToiol AEITOUPYOUV WG KOBPEPTEG TNG KOIVWVIAG KAl avTOVAKAOUV A
ouvavTtal va avaoTpEWouV TNV KOIVWVIKA B€on Tnv otroia KataAapBdavel To dTopo aTnv
TTpaydaTikoTnTa. O Foucault uttooTrPIfe OTI GAOI 01 TTOMITIGHOI DIOBETOUV ETEPOTOTTIEG,
XWpoug OnAadf OTTou Ol KOIVWVIKEG BECEIC  «TauTOXpOva  avarrapioTwVIdi,
olakuBevovrai kai avrioTpépovrar (Ibid.).

Tautdxpova Ta video games uttdyovTal Kai OTOV QTTOKAAOUPEVO «HAYIKO
KUKAo». O Huizinga (Taylor 2011: 379) emvénoe Tov 0po «payikdg KUKAOG» yia va
TEPIYPAWE! TO TTaIXViIOl WG €va KOOHUO OTTOKOUUEVO aTTO TNV KABNPEPIVOTNTA KAl TIG
KOBNUEPIVEG TTPOKTIKEG Kal VOPUEG, ME TOug OIKOUG TOu €18IKOUG KAVOVEG Kal TIG
QavAAOYEG CUMPTTEPIPOPEG TIG OTTOIEG CUMPWVEI KAVEIG va UIOBETAOEI Kal va aTTodeXOEi
atré Tn OTIYMA TNV OTToIa EICEPXETAI O€ AUTOV TOV KOOUO. ZTNV TTEPITITWON TwV video
games 0 KOOUOG auTOG TToU TTEPIKAEIOUV €XEl vonuaTodoTnOei atmd TNV atmapxr Toug

WG avdpikeG. H ouvdeon Twv video games Pe TO avOPIKO QUAO aTToTeAei dia
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KATOOKEUN, «TO QImoTéAeoua uiag oe€ipd¢ amo EMIVONOEIS, TAOEIC, TTPAKTIKEC Kal
EUTTOPIKEC ATTOQPACEIS o1 OTToieC KatéAnéav o€ éva ouykekpiuévo axédio» (Carr 2005:
467). NauBdvovTtag uttdywn To yeyovog OTI To TTESI0 TwV WNPIAKWY TTAIXVISIWY, OTTWG
gixav evrotrioel o1 Kiesler et al. (Richard 2013: 271), amdé 10 oxedlaoud Kai Tnv
TTPOWONON TWV TTPOIOVTWY PEXPI TNV EKTTAIGEUCT YUpw aTTd auTod, KUplapxEiTal atrd
AvOpEG Kal OTN CUVEXEIA KATAARYEI CUXVA O€ £va APKETA PICOYUVIOTIKO KAl OEEIOTIKO
TTEPIEXOMEVO, eival avapevouevo va Bewpeital 1o Méoo «avdpiky utmébeon». H
EMMPoOVA Kal n dIaTTEPACTIKOTNTA TOU PUBou OTI oI Avdpeg ATTOTEAOUV TO VOMIUO,
QUOIKS Kal TTPOPAVEG KOIVO KaTavaAwong Twy video games atroTeAsi Eva HEPOG TNG
oUvaung Tou @avtaciakoUu Trou Kuplapxei o OAa 1ta Méoa Tng dnuo@iAoug
KoUuAToUpag (Carr 2005: 468).

MapdAo 1Tou Ao Kai o CUXVA AapBavouv Xwpa evBouoIwdEIg IOXUPICHOI TTEPI
NG paydaiag auénong Tou TTOCOOTOU TWV YUVAIKWY TTou TTaifouv video games, oTnv
TIPAYHATIKOTNTA AUTOI CUOKOTICOUV TO KOUMATI TWV £UQUAWY QVICOTATWY OTO TTEDIO
a@OU dev €1TeCNYOUV TTOTE AETITOUEPWG TO €i00C TWV TTAIXVIBIWY, T CUXVOTNTA KOl TN
oldpkela Twv dpacTtnpiot)Twy (Ratan et al. 2015: 440) evw dev ava@épouv TTwG N
€i0000¢ TOU yuvaikeiou TTANBUCHOU OTOV KOGHO TwV WNPIAKWYV TTaIXVIOIWY 0LV £YIVE
OeKT PE evBouolaoud atmmd OAOUG TOUG KATEXOVTEG TOU «VOWMIMOU OIKAIWUATOG» Va
Traidouv video games: Toug Agukoug, €TEPOPUAOQINOUG avdpeg (Cote 2015). Oi
TIONITIOUIKEG  TTETTOIBNCEIG TTEPI TOU TTOIOG ETITPETTETAI va Traidel video games
e€akoAouBouv va TTapapévouv OTACIUEG PIE OTTOTEAECHA Ol PN TTaPadOCIaKOi TTAIKTEG
va avtigeTwTrifovial wg «trapeiocakto» (Ibid.). To mapatrdvw dev a@opd POVOo TIG
YUVaIKEG aAAG Kai TIG EBVIKEG PEIOVOTNTEG, TOUG OPOPUAOQIAOUG, TIG Aeafieg (Ibid.) kai
TIG MEYAAUTEPES NAIKIOKA OPAdES TOU TTANBUGHOU.

To yeyovog OTI OAO Kal TTEPIOCOOTEPEG YUVAIKEG aoXOAoUvTal Kal Traifouv
WneIaka Traixvidla odriynoe oTnv oloéva aufavouevn o€ €viaon Kal ouxvotnta
TapevoxAnor toug. H TTapevoxAnon autr atmévavTl OTIG YUVaikeg TTaIKTPIEG AauBAavel
XWpa amd TV amapxr Twyv WPneiokwy TTaixvioiwy aAAd éxel eviabei Ta TeAeuTaia
Xpovia odnywvtag TAéov o€ autd Tou n Consalvo (2012) atrokaAei «T0éIkn
KouAtoupa Twv gamers». H Cote (2015) ydAhiota katéAnée péoa amod tnv €peuvd g
TTWG Ol YUVAIKEG TIAIKTPIEG TTPORaivOuV O€ OTPATNYIKEG QVTIMETWITIONG TG
O1adIKTUAKAG TTapevOXANONG TToU ugicTavTal oTa dIadIKTUAKA TTaixvidla, OTTwG givail n
EYKATAAEIPN TOU OIAdIKTUAKOU TTaixXvidlou, n atmmoQuyr TnG ouvavaoTpo@nsg HE
QYVWOTOUG, TO «KANOUPAAPIoUa» Tou QUAOU TOUG, N €TTIOTPATEUCN TWV OEEIOTHTWY
Kl TNG EUTTEIPIOG TOUG KABWG Kal N UI0BETNON ETTIOETIKOU XOPAKTHPA.

ApKeTa TTEPIOTATIKA OEEIOTIKAG €TTIOEONG O€ YUVAIKEG TTAIKTPIEG €XOUV AGRBEI

XWPA €VTOG TOU «PAYIKOU KUKAOU» TWV WN@IOKWV TTaIXVISIWV, Kal ouvOEoVTAg Ta
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METAEU TOug @aiveTal TTWG OEV GUVIOTOUV PEPMOVWHEVA TTEPIOTATIKA KOl TTPOCWTTIKEG
TETTOIOACEISC TOU €KAOTOTE ATOMOU AAAG CuvBéTouv pia €upUTEPN MICOYUVIOTIKN
KOUATOUPQ TNG KOIVOTATAG TWV QAVATIOUEVWY gamers, n oTroia eTTIOIWKEI, HEOW TwV
TTATPIOPXIKWY TTPOVOMIWV TNG, va eEac@aAioel Kal va eTavedpalwacel Tn B€on TNG OTO
medio (Consalvo 2012) kai va aTmmoCIWTIACEl TNV avTidpacn oTo GCeCIoud, «n
opacTikAThTA TOU oTToiou oeéiouou Eykeital akplBws ornv arrooiwtnon Tou» (Gill
2011: 63). Otav n auegpikavida, @euiviotpia blogger kar kpITikdg Twv Méowv
OnNUOPIAOUG KoUATOUpAG Anita Sarkeesian TTpoTeIveE Kal Advoape £va project yia Toug
AGYoOUG Kal Ta OTEPEOTUTTA TTOU apBpwvovtal oTa video games OXETIKA ME TIG
YUVQIKEG, TTPOKAAECE TIG OPYIOPEVEG AVTIOPAOEIS QAVATIOPEVWY TTAIKTWY Ol OTTOIOl
aTTeiAnoav TN CWHATIKA TNG aKEPAIOTATA, BNUOCIEUCAV TIPOCWTTIKEG TNG TTANPOYPOPIES
o010 OIOdIKTUO Kal dnuioupynoav €va Wwnelako Traixvidl ol TTaiKTEG TOU OTToiou
MTTOpOUCav va TNV EUAOKOTTAOOUYV gikovikéd (Cote 2015). Ouoiwg n Miranda Pakozdi,
ETTAYYEAPOTIOC TTAIKTPIA, AVAYKAOTNKE VO €yKATOAEIWYEl TO TOUPVOUA OTO OTT0IO
oupueteixe, e€aitiag TNG 0€COUAAIKAG TIAPEVOXANONG TIoU UTTECTR ammd  Tov
mpotrovnT TNG (lbid.). ATTokopUPWHa TwV TTAPATTAVW aTTOTEAEI N TTpdoPaTn dIEveln
TTou agopd TN «Gamergate» KaUTTAvia N oTToia {EKivNOoE TTPOKEINEVOU VO ATTOTEAEDEI
onueio avTioTaong Kai €MBEoNG aTTEVAVTI OTIG QEPIVIOTPIEG KPITIKOUG KAl ATTEVAVTI O€
YUVAIKEG TTapaywyoug TTaixvidiwy, OTTwg n Zoe Quinn n otoia Katnyopriénke Ot
avTAAAOOE €UVOIKEG KPITIKEG ME OECOUOANIKEG XAPEG, EVW OTIG OUVOAIKEG OUlNTAOEIG
TTOU TTPOEKUWAV TEBNKav ¢NTrAPOTA TOU TTOIOG £V TEAEI voeiTal wg gamer (Fisher 2015:
558).

Mia akéun avrirapdBeon €1 Twv EUPUAWY avaTTapacTdoewy oTo TTedio Twv
video games ¢&ekivnoe 10 2010 6tav 10 Penny Arcade, pia €CaipeTikd dNPOQIANG
I0T00€Ai®da OTO XWPO Tou gaming, Advoape pia ocipd atmmd «aoTeio» KOPIK YIa KATTOI0
WYneIako TTaiyVvidl Ye avagopés o€ BIACPOUG QIXUOAWTWY ATTO KATTOId TTAACUATIKG
@OAAIKG Bnpia-AUkoug pe 1O 6vopa «Dickwolves» (Salter & Blodgett 2012). Otav
avayvwaoTeg Tou blog avtédpacav Kal MOAPavay TNV TTPOCRANTIKOTNTA TOU KOWIK,
akoAouBnoe €éva TANBOG apvnTikwy avTidpdoewyv T600 aTmd TOUG idIouG TOUG
Katoxoug Tou blog 600 kal amd Aoimroug €vBePUOUG «OKANPOTTUPNVIKOUG» gamers,
opIopévol atrd TOUG OTTOIOUG ATTEIANCAV TOUG avTIOPWVTEG PE Bia kal Blaocuoug (1bid.).
KaBbéAn tnv mepiodo Tnv otroia SIAPKNCE n avTITTapAdBean, Ol yuvaikeg ol OTToieg
avTédpaocav OTO €V AOYw KOMPIK QvTIUETWTTICOVTaV TTPOCRANTIKG, MEIOTIKA KOl
TTapevoxAouviav atmmd To OKANPoOTTUpnVvikG gaming Kowvo agou oTnv ouadia
TTAPEKKAIVOV TwV BECEWV TWV OTToIWV TOUg €xouv avaTeBei Kal TTapaxwpnBei atrd
auTo 1o «avdpikd club» (Salter & Blodgett 2012) omrdTe Kal BewprONKe TTWG ETTPETTE

va «TIHWPNBoUV» Kal KUpiwg va atmrooiwTnBouv (411). O Salter & Blodgett (2012)
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EMMOonNUaivouv TTWG n TTepiTTTwon auth Twv «Dickwolves» utroypapuilel Tov TpOTTO
TTOU O AOYOGC TNG UTTEP-APPEVWTIOTNTAG €evBappUvel TNV Kuplapxia €1 NG
BnAuKOTNTAG KAl avTioToIXa atmoBappuvel TIG YUVAIKES aTTd TO va apBpuwvouv Kal va
Biyouv £u@uAa ¢nTrpaTa TNG gaming KoivotnTag.

‘Eva teAeutaio mrepIoTATIKG €VOEIKTIKO TOU TPOTTOU TToU Ta video games &gv
QTTOTEAOUV ATTOKOMMPEVOUG KAl EEXWPIOTOUG XWPOUG atrd TNV KaBnuepIvoTNTA OAAG
gival BaBid evowpatwuéva oTIg KaBnuepIvEG 10e0Aoyieg TTEPi €GouTiag, QUAOU Kal
Tpovoliwv (Braithwaite 2014: 707) €ival ekeivo TTOU a@Qopd TovV XAPOKTAPA «Ji
Firepaw» atmé 1o mmaykoopio diadiktuakd Traixvidl World Of Warcraft. 210 ev Adyw
TTaIyVvidl TTpooTéONKe KATToIa OTIYUA O Ji Firepaw, £€vag XapakTipag-panda 0 OTT0iog
ateuBuVOPEVOG OTOUG avOPIKOUG XOPOKTAPES avagepdtav oTn dUvaun Kal Tnv
APPEVWTTOTNTA TOUG, €VW OTNV TIEPITITWON TWV YUVAIKEIWY €TTEUQNPOUCE TNV
oHOPYPIA TOug (705). H avtidpaon piag TaikTplag yia Tn o€CIoTIKA @uon Tou Ji Firepaw
&ekivnoe €va didhoyo eTTi Tou BEPATOG TTOU ev TEAElI OOAYNOE OTO VA TPOTTOTTOIRCEI N
Blizzard Entertainment 1a Adyia Tou Xapoktipa (lbid). Auté pe Tn Celpd TOU
TTPOKAAECE BUEAAWBEIC aVTIOPACEIG OTTO OPIGUEVOUG TTAIKTEG Ol OTTOIOI AVTIMETWITIOAV
TNV TTapéuBacn auth ota Adyia Tou Ji Firepaw wg atrelAr oTov avdpiouo Toug Kal éva
€idog euvouxiopou Tou xapaktipa (710). Katrolol etmiong €mkaAéoTnkav 10 OTI N
Azeroth, 6TTwg ovopddeTal o TOTTOG TTou ekTUAicoeTal To World of Warcraft, ouviota
éva QaVTAOTIKO KOOPO TOV OTIOI0 ETTIOKETITETAI KAVEIG yIa va Lepuyel amd Tov
TTPAYMATIKO Kal TTwG €Kel Bev €xouv BEan TTOMITIKG ¢NTAPOTA Kol &N Kal QEUIVIOTIKA
(713).

H opyn auti Twv «OKANPOTTUPNVIKWYY ApPEVWY gamers O@EiAeTal o€
TouAdyioTov dUo0 Adyoug katd Tnv Consalvo (2012): ot O€CIOTIKEG TIETTOIBNOEIG
(TTAé0V TWV PATOICTIKWY, OUOPOBIKWY KAl TWV TTPOKATAANWEWY OXETIKA WE TNV NAIKIQ)
0l 0TToieg BEAOUV TN yuvaika TTAIKTPIA O€ CUYKEKPIYEVEG BECEIC KAl JE OUYKEKPIPEVEG
IKavOTNTEG Kal delTeEPOV a€ POPouUg TTEPi AAAQYAS TNG MEXPI TTPOTEIVOG HOPPAG TNG
Biounxaviag Twv wneiakwy traixvidiwy. H Biounxavia auth, éviag eaivoueviké povo
oUdETEPN, Opa KATOAUTIKG OTN SIANOPPWAON TWV OXETIKWY TTETTOIBACEWY, OTTWG OTNV
TTEPITITWON TNG OUVOEONG TWV ATTOKAAOUUEVWYV «casual» TTaixvISIwV YE TO YUVAIKEIO
QUAO, voNUATOBOTWVTAG Ta TAUTOXPOVA WG KATI CUHUBATIKG, TTABNTIKO KAl EUKOAO £V
avtifeTa emdIWKEl Ta «hardcore» video games va OuviOTOUV Ta KUpiapxXa, QUBEVTIKA
KAl avwTEPA TraixVvidla Ta oTroia v ouvexeia TITAo@opouvTal wg avdpikd (Vanderhoef
2013). AuTO ouveTTAyeTal TNV TTEPIBWPIOTTOINCN TWV YUVAIKWY OTTO TO TTOMITIOUIKO
medio Twv  video games, Tnv UTTOTIUNOR TOUG Kai TNV  avadeign Twv

«OKANPOTTUPNVIKWY» avOPWV TTAIKTWY ATTO T Hid WG avWTEPWY OVTWY ATTO TNV GAAN
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w¢ Buudtwy TTou atrelihouvtal atmo TNV €I6BOAN Twv dIAPKWS auavouevwy «casualy»
TTaikTwy (Ibid.).

2Ta TTOPATTAVW TTEPICTATIKA TTapartnpeeital va EedimmAwveTal autr n OITTR @uon
TOU KOOMOU Twv video games KaBwg amd Tn pia atmoTteAolv «uayikoUg KOOUOUGY
TTEPAV TOU TTPAYMATIKOU KOl «ETEPOTOTTIEG», ATTO TNV AAAN PEPIA OUWS avVTavakAoUV
KAl ETTEKTEIVOUV TIG KOIVWVIKEG AVIOOTNTEG. 2€ AUTOUG TOUG XAPOKTNPICUOUG EPXETAl
va TTPo0TEBEl Kal €KEIVOG TOU «XapoUpevou Koopou» (Ahmed 2010a) étrou OAol
oQeilouv va gival XapoUPEVOI Kal N eUTUXia XPNOIKOTTOIEITAI YIO VA VOUIMOTIOINCE! TIG
UTTAPYXOUOEG KOIVWVIKEG VOPHEG WG TO KOIVWVIKO «KaAd» (Ibid.). OTTwg evoToxa
Tapartnpei n de Beauvoir (Ahmed 2010b: 572): «&ival mavra eUKoAo va meplypd@ei
KaVveic xapouevn pia kar@oraon otnv orroia emMOUUEl va TOTTOBETHOEI TOUS AAAOUSCY.
Ortav Aoirév Biyovtal Eugula {nTrpata oTo TTedio Tou gaming, KUPiwG atrd YUVaiKeg,
Ol QEPIVIOTIKEG TTETTOIBAOEISC «OKOTWVOUV auth 1H xapd» (Ahmed 2010a) kai
«&éeBoAevouv amo 1o Tpamédl Tne eutuxiacy (Ibid.) Toug kaBruevoug gamers, OTTOTE
Kal gival ca@wg avetmBuunTteg agou diatapdooouy Kal atrelAolv TO QavTacIaKO TNng

EUTUXIOG TOU «HAYIKOU» QUTOU KUKAOU.

Video games kat ELPUAEG SLKOTAGELG: EPEVVEG 0TO TESLO

H a@etnpia Twv KOIVWVIKWY €PEUVWY OTO Tredio Twv video games Kal Twv
EUQUAWY BIAOTACEWY TOUG TOTTOBETEITAI TTEPITTOU OTIG apXES TNG dekaeTiag Tou 1980
(Richard 2013: 269). O1 TTpoCEyYYIOEIG TWV EPEUVWIV AUTWYV £geAiXOnKav oTadiakd atrd
TNV Katavonon Twv AITIWV TToU Ta KopiTola dev aoXoAouvTay e Ta video games TTpog
TN ouvdeon Twv video games Kal Twv E£UQUAWYV dlaoTdoewyv Toug HE GAANoug
TTapdyovteg OTTWG gival n eBvikéTATa Kal n oegouahikdétnTa (lbid.). Katd tnv Richard
(2013), o1 épeuveg oTO TTESIO PTTOPOUV VA XWPIOTOUV O€ «TPia KUPATA»-TTEPIODOUG:

To «[lMpwTto Kdpa» A o1 TTPWIPEG €PEUVEG OTO TTEDIO ETTIKEVTPWONKAV OTOV
TPOTTO TTOU Ta WNQIAKA TTaixVvidia atTeikoviav EUQUAD OTEPESTUTTA, OTIG BIAQPOPETIKES
TIPOTIMAOCEIG TWV KOPITOIWV KAl OTO YEYovog OTI eAdyIOTa Traixvidia atreubuvovtav
16TE OTO Yuvaikeio kovo (Kafai et al. otn Richard 2013: 269). Baoiki TTAPAPETPO TWV
QPXIKWV EPEUVIV ATTOTEAOUCE O EVTOTTIONOG TWV EUPUAWY dIAPOPWV GTO KOPPATI TNG
EUTTEIPIAG, TNG CUMPMETOXNAG Kal Twv TTPOTIUACEwWV oTa video games (Richard 2013:
270) Kal TwV TTOPAYOVTWY Ol OTTOI0I YEIWVAV TO EVOIAQPEPOV TWV YUVAIKWYV YIO TO
video games (Brown et al. 1997: 795).

O1 Cassell kai Jenkins (1998) eTmkevTpwOnNKav OTO £PEUVNTIKO TOUG £PYO OTIG

OI0QOPEG TTOU XapakTrpIfav TIG TTPOTIMACEIS Kal TIG €TMOUNIEG Tou KABE QUAOU Kai
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oTnVv Katavonon Twv AOywv TTou Ta Kopitala dev mmBupoUcav va evacxoAnBouv ue
Ta video games. Tautdxpova ETMICAUAIVAY TN CNPOCia Kal TOUG METETTEITA KIVOUVOUG
TTEPIBWPIOTTOINCONG TTOU EUTTEPIEXOVTAV OE TETOIEG TTPAKTIKEG, KABWS TA NAEKTPOVIKA
TTaIXVidIa aTTOTEAOUV €va TTPWTO, «EUXAPIOTO» KOMMATI TNG €UpUTEPNG TEXVOAOYIKAG
ektraideuang (11). ZUyKeKpIPEVA Ol EPEUVNTEG I0XUPIfovTaV TTWG atmoBappuvovTag Ta
KOPITOIO ATTO TO VO CUMPHETEXOUV OTO TTEdIO TWV video games yevikKOTEPQ, augdvovTav
ol mMOavoeTnTeg va egaipeBolv apyoTepa armmd Tov emmayyeAuarikd topéa (lbid.), o
OTT0I0G €ixXe apxioel oTadIaKA va KATAKAUZETAI ATTO TIG TEXVOAOYIKEG £CENIEEIC.

MNpokelyévou va ouptrepIAN@Bei 1O yuvaikeio koivé oTo Tredio, autd TToOU
TIPOTEIVETO ATAV va OXeDIAOTOUV video games Ta OTroia va avTIKOTOTITPICav TIG
TIPOTIMNACEIG TWV KOPITOIWV AAAG TAUTOXPOVA VO PNV QVTIMETWTTICOVTAV UTTOTIUNTIKA
(Cassel & Jenkins 1998: 21). Qotéc0o ol idlol o1 HEAETNTEG avTIAAUBAvVOVTAV TTWG
Méoa atrd TETOIEG QVTIOETIKEG YEVIKEUOEIG TOU TI €ival ApeoTO KAl TOU TI TTPOTIUG TO
K&GBe @UAO, aAAG Kal PEoa aTTO TO OXEQIAOMUO TTPOIOVTWY TTOU va atreubuvovtav
ATTOKAEIOTIKA O€ YUVAIKEIO KOIVO, EAAOXEUE O KivOUVOG TNG dIaIuVIONG TWV AVTIAAYWEWY
TTEPI APOEVIKAG Kuplapxiag Kal vouiuotnTag (25). H vépua, dnAadr, Ba Atav TaAl
QPOEVIKI KOl «YKETOTTOIOUVTAV» Ol TTPOTIMACEIC TWV KOPITOIWV €vw ToviovTav ol
OTEPEOTUTTIKEG EPPUAEG TTTUXEG (36). Ev TOUTOIG, TTPOKEIEVOU va PNV atToKAgiovTav
TEAEIWG TO KOPITOIO BEWPEITO «avaykaio KakdO» va oxedIaoToUV «yuvalkeia» video
games BAaoel TNG «avayvwpions Twv EUQUAwY O1apopwyV OTIS TTPOTIUACEIS WS Eva
TPWTOo Brina arnv mpooBacn atnv rexvoAoyiax (26). EmiTAéov TiBETO TO EpwTNUA €AV
ETTPETTE VO oxediaoTouv video games T1a oTroia va atreuBuvovTav AtToKAEIOTIKA o€
KopiTold 1 va TpoTmroTrolouvrav  Ta  AdN  utrdpxovia  €idn, wOTE  va
OUMTTEPIAQUBAVOVTAV KAl Ol YUVOIKEIEG TTPOTIMACEIG O€ AUTA.

Ev 1éAel n Cassell (1998: 299-300) £mMIoAUAVE AvAQOPIKA JE TA TTAPATTAVW TTWG
N €vvola «KOopiToI» BEV €ival OTATIKI Kal OVTOAOYIKA aAAG duVaMIKA Kal TTwG TO QUAO
OTTOTEAEI  pia  KOIVWVIKA  KATAOKEUr METABAAAOUEVN OTa  TTAQIOIO  KOIVWVIKO-
TIONITIOMIKWY  JETOOTPOPWYV. [1POKTIKEG OTOXEUMEVEG OE QAIVOUEVIKA «EV YEVEI»
TIPOTIUNOEIG AyVOOUV CUYKEIMEVIKEG TTAPAPETPOUG, OTTWG €ival N QUAA, N TaEn Kai n
nAIkia kai dev agrivouv TTePIBWPIO OTA VEAPA ATOMO VA EKQPACTOUV PECO aTTO TO
video games, va OOKIJACOUV TTOIKIAEG TAUTOTNTEG Kal va TTAPAEouv eVOAANAKTIKEG
epunveieg (300).

To «AeguTtepo Kupa» gpeuvidy, To oTToio dlavuel TTepitTtou Tn dekaeTia 1998 e
2008, agopd Tn PETOOTPOYN TIPOG TNV KATAVONON TOU €UPUTEPOU KOIVWVIKOU KAl
TTOAITIOUMIKOU ouykeipevou (Kafai et al. otn Richard 2013: 272) kai TRV eyKaTtAA&iypn
NG 16€ag TTEPI EVIOTMOPOU Wiog «uUuBIKAS ‘yuvaikag taiktpiag’» (Taylor 2008: 58) kai

TWV TUTTOTTOINUEVWY TTPOTINACEWY TNG. Méoa atrd TIg €peuveg BideTAl TTEPICTATEPN
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TIPOCOX OTNV EUTTEIPIA TWV YUVAIKWY TTOU aoXoAouvTal Je Ta video games evw n
TTPOTAON VIO TTAPAYWYH OTOXEUMEVWYV YUVAIKEIWY TTAIXVIOIWV YivETal avTIANTITAH WG
TTPOBANUATIK apoU HE autd Tov TPOTTO N €vvolia TOU (QUAOU VOUIMOTIOIEITal WG
mpokaBopiopévn kal otaTikl (Richard 2013: 273). O1 Jenkins & Cassell (2008)
avaBewpouv Tnv TpoTacn Tou «lpwTtou KopaTtog» kal avayvwpilouv TTwG O
OXEDIAOPOG NAEKTPOVIKWV TTAIXVIDIWY BACIOPEVOG GTNV KATNYOPIO «KOPITOI» WG KATI
O-1I0TOPIKO Kal BIOAOYIKO gival TTPORANPATIKOG, aTTd TN OTIYHR TTOU N TAUTOTNTA €ival
KATI PEUCTO, KOIVWVIKA KOTAOKEUOOWEVO, TIOAUTTAOKO Kai avtigaTtikd (10). Ol
OlaQopéc  OTIC  TIPOTIMAOEIG  TIAéov  Ogv  QVTIMETWTTICovTal WG BIoAoYIKA
TTPOKABOPICPEVEG OAAG €ival ATTOTEAEOUA CUCXETIOPOU HE BIAPOPOUG TTAPAYOVTEG
(Yee otn Richard 2013: 274) evw o Dickey (Richard 2013: 272) emmonuaivel TTwg éva
TTaIX VIOl OTOXEUUEVO KOl TTPOCAPHOCHEVO OTIGC EUQPUAEG TTPOTIUMACEIG KOl OTOUG
OTEPEOTUTTIKOUG POAOUG DEV CUVETTAYETAI AVAYKACOTIKA TNV au¢non TG CUPMETOXNG
TWV YUVOIKWY O€ TEXVOAOYIKA ETTAYYEAUATA.

H Kerr (2003) emKevTpwvovTag TNV €PEuva TNG OTa £UPUAA XOPAKTNPIOTIKA
1600 TNG TTapaywyrng 600 Kal TNG KatavaAwong Twv video games, PEAETNOE TOV
TPOTTO UE TOV OTT0IO YUuvaikeg TTAIKTPIEG TTPOCAGUBavay TIS dlapnuicelg Tng Sony yia
T0 PS2 oTtnv IpAavdia kal Tautdéxpova TO TTWES EVOWPATWYAV AUTH TNV YUXAYWYIKN
dpaoTnPEIOTNTA OTNV KaBnuepiviy Toug Cwr. Méoa atmd TIG CUVEVTEUEEIG TIG OTTOIEG
TTPayuaToTToiNOE, avadueTal 0 TTapdyovTag «dlIaokEdAoN» WG Kupiapxog Adyog TTou
ol ouvevTeuglalopeveg ETTaifav video games evw WG TTAPAYOVTEG CUUTTEPIANYNG TwV
yuvaikwy ato Méoo avagEpovtal To TTPOUTTAPXOV UN dIAadIKTUAKO KOIVWVIKO OiKTUO, N
TToIKIAiO Kal n TTo10TATa TwV TTaIXVISIWY (Ibid.). ETTAéov emonuaiveTal n onuaacia Kai
N €TMEPEONA TOU XWPOU OTNV £vAoXOANON Twv OUVEVTEULIAlOPEVWY HE TO MECO evw
oTov avTitroda Tou «lMpwTou KUuatog» epeuviov €pXETal va TOTTOOETNOEI TO yeyovog
OTI o1 TTaikTpIEG Oev BIEBETAV KATTOIQ TTPOTIMNGON OE OUYKEKPIPEVO €i00OG TTaIXVISIOU
TTapd ATaV EKAEKTIKEG OTIG TTPOTIMACEIG Kal TIG OUVABEIG TTPpakTIKEG Toug (lbid.). Ev
TEAEI N epeuvATPIO KATAARyEl oTO OTI TO TESIO TWV WNQIAKWY TTaiXviSIwy Kal ol
£UQUAEG BI00TACEIG TTOU TO TTEPIKAEIOUV GUVIOTOUV AvTAYWVIOTIKG TTEdIa KAl XWPEOUG
01ekdiknong agpol aKOPa Kal oThv TTepITTTwon otrou n mpdéoBacn oto Méco fTav
OUOKOAN Kal TTapd TO OTOXEUPEVO OTOUG AvOpeg TTepIEXOMEVO OTa video games, ol
ouvevteuglaloueveg katdgepvav va  OIEKOIKAOOUV KAl va TIPOCcApPOcouV  Tnv
TEXVOAoyia OTIg avaykeg Toug (Ibid.).

H Taylor (2003) mrpayuaToTroinoe eBvoypa@ikr) épeuva e1Ti duOuIon XPOvIa O€
YUVQIKEG TTAIKTPIEG TOU padikou dl1adIKTuakou Traixvidiol Everquest TTpokelyévou va
Olgpeuvioel Toug AGYoug TTOU 01 yuvaikeg €TTalfav 1o €v AOyw Traixvidl Kal TIG

ATTOAQUOEIG TIG OTTOIEG avTAoucav atro auTtd. H gpeuvATpIa ETTICHPAIVE TTWS TTAPOAO
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TTou TIPOKEITAl Yo Wnelakd Traixvidl To oToio €xel oxedlaoTei atTeuBuvouevo o€
TIPOTIUNACEIG OTEPEOTUTTIKA VONUATOBOTNHEVEG WG AVOPIKES, Ol YUVAIKES TTAIKTPIEG TO
eTTEAEYQAV, ATTOOOUWVTAG PE AUTO TOV TPOTTO TO «pol TTAQicIo» evTOG TOU OTToIoU gixav
TOTT00ETNBEI 01 yuvaikeieg TTpoTipnAoelg (Taylor 2003: 22). O1 TTOAATTAEG aTToAAUCEIG
TToU avtAouoav ol TTaiKTPIEG aTTd To Everquest agopolcav TNV KOIVWVIKOTToINoN, TNV
egepelivnon autou Tou «KOOHPOU», TNV KATOOKEUN EVAANAKTIKWYV TAUTOTATWY KAl TNV
eTTideIEN de€loTEXVIAG Kal status n oTToia cuvOEETAIl e dUVATATNTEG AOKNONG dUVANNG
kal e€ouaiag (Taylor 2003) evw péoa atrd TNV KATAOKEUR Kal Tn dlapdpewaon g
EUPAVIONG TOU TTPOCWTTIKOU avatar (27) aAAd kal péoa atrd TIG dIATTPOCWTTIKEG
OX£0EIG Kal TNV eTmKoIVWvia oto Traixvidl (38) kabiotato duvatév va SoKIJaoTouv
TTOIKIAEG KaI EVOAAOKTIKEG TOUTOTNTEG.

AvTIAaupBavouevol  Tn  onpacia  Twv  dIaQOpwY  CUYKEIMEVWY Ta  OTToia
TepikAgiouv Ta video games, ol Beavis & Charles (2005) trpayuartotroincav €psuva
oe €@rBoug yia 1o video game The Sims Deluxe emonuaivoviag TTwe n Tomto0ecia
emTéAeong TnG dpaaTtnpIdTNTag TTailel KABopPIoTIKG POAO OTNV KOTAOKEUNR VORUATOG
Kal oTn dlaudépPwan TG TautdTNTAG Kal TNG KovoTnTag (356) €ite o1 TTaikTeS €ival
ayopia ite gival kopitoia. MpayuatoTroiwvTag TNV €PeUva GTO OXOAIKO TTEPIBGAAOV
NG TAENG, Ol CUMPTIEPIPOPEG TWV TTAIKTWY ETTNPEGCOVTAV KAl BIANOPPWVOVTAV
avaAOywg evw akpIBwg emreid 1o TTaIxVvidl TTEPIAAUBAVEl TNV KATAOKEUR €VOG
OIKIOKOU XWpPOou, TIpoo@epOTaV n duvarotnTa yia EVOWMUATWON TOU OIKIAKOU
TTEPIBAANOVTOG €VTOG TOU €upUTEPOU TTAQICIOU TNG OXOAIKNG TAgNG (357). Méoa amd
TNV TTAPATAPNCN TOU TPOTTOU TTOU O1 HaBnTég Emaiav Kal KaTtaokeuadav TIG EPPUAEG
TAUTOTNTEG TOUG KAl TOV OIKIOKO TOUG XWPO OTO TraiXVvidl, avaduovTav ol KOIVWVIKEG
KAl TTOMITIOMIKEG OUUTTOPOdNAWOEIG TTOU TO TrEPIKAgiouy, MPe TO Traixvidl va
peTaTpETTETal O€ éva €idog «forum yia Tnv avamrapaoraon rou eautoU» (Beavis 2005:
7). O1 oTpatnyikéG Ol OTIoiEG XPNOIYOTTOINONKaV aAAd Kol oI atmroAAUOEIG TTOU
avtAouvTav atrd To TTaIXVidl TOOO €K HEPOUG TWV AYyOopPIWY OCO0 KAl TwV KOPITOIWY Kal
n KavotnTa va OlaokeAifouv amd Tov Wn@IaKO OTOV TTPAYMOTIKO KOOHO Oev
Teplopifovrav ot dia A TNV GAAN £EU@UAn opdada (366).

TéNog n Carr (2005) peAéTnOE TIG TTPOTIMACEIS TWV KOPITOIWV yia Ta video
games o¢ OxoAcio OBnAéwv oTo Aovdivo, €viOG TwV avayvwpEIoUEVWY TTAéoV
eUPUTEPWYV OCUYKEIMEVWV WG avaTtOoTIAoTWY TTapayoviwy Tng Olepelvnong Twv
ynoelakwy TTaixvidiwv. Méoa atmmd Tnv €peuva, n otroia TTepiEAGUBave TTapartripnon,
OUVEVTEUEEIG KAl EPWTNUATOAOYIA, QVAYVWPIOTNKE €K VEOU TTWG Ol TTPOTIMACEIG TWV
KOPITOIWV Ogv NTAV OTOTIKEG Kal €UQUAA TTPOKOBOPICHEVEG OAAG OUYKUPIOKEG KOl
METABOAANOuEVEG (473) Kal EapTOVTAV ATTO TTAPAYOVTEG OTTWG €ival n degloTeEXVia OTO

€KAoTOTE TTaIXVidI, N AdN Katoxn f PN NAEKTPOVIKAG KOVoOAag (478), TO KaivoTOuo
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oToIxeio Tou ekdoToTe video game (477) evw dev TTapatnernénkav n €moOupia Kail n
avaykn yia TadTion Ye 1o avatar (475). H mpéoacn, n yvwaon Kail ol TTpocdoKieg TTou
onuioupyouace To TTaixvidl, n wuxoAoyikn d1édBeon f kKal 0 BaBudg BeAKTIKOTNTAG TOU
€EWQPUAAOU-TTEPITUAIYUATOG TOU TTaIXVIOIOU (471) cival opIoPEVOI OKOPN ATTO TOUG
TTapAyovTeg TTou eTTnpPéadayv TIG TTPOTIUNACEIG.

270 TTAQICIO TWV €PEUVWV Tou «AeUTepou KUPATOG» ava@opikd UE TIG EUPUAEG
avatapacTaoelg ota video games autég kaB autég, n Kennedy (2002) avéAuoe
KEINEVIKA TOV apionuo xapaktApa Tng Lara Croft. O ev AOyw XapaokTpag, TTapd
0eCOUAANIKOTTOINUEVN TOU MOp®r, €iXe OewpnBei QepVIOTIKOG Kupiwg Adyw OTi
atroTeAoUoE Evav TTpwWToPaAvV OUVAUIKO YUVAIKEIO XOPAKTHPO £VW N ATTOUTIa TUXOV
0€EOUAAIKNG KAl EPWTIKAG I0TOPIOG OTO TTAIXVIOI APNVE TN GEEOUAAIKOTNTA TNG AVOIXTA
mpo¢ Tov TraikTn (Ibid.). Ev ToUToIg N Kennedy (2003), alotroiwvTtag Tn Bewpia Tng
Laura Mulvey tepi TG ASITOUPYIOG TOU YUVOIKEIOU CWHATOG WG QVTIKEINEVOU TOU
avopIikoU BAEUUATOG KAl WG MEOOU TNG IKAVOTTIOINONG TNG  QETIXIOTIKAG KOl
NOOVORAETITIKAG €mMOUMiag Tou avdpikoU TTANBUGHOU, KATAANYEl TTWG O XAPAKTAPAG
NG Lara Croft cival oxedlaouévog pe TETOI0 TPOTTO WOTE VO AVATTANPWVEl TO YO0
TWV avOpwV TTEPI EUVOUXICHOU TTOU TTPOKUTITEI ATTO TN OUVAMIKOTNTA TOU XAPOAKTHPd
TNG aAAG KAl ATTO TO «EUVOUXIOHUEVO» YUVAIKEIO OWHa TNG. ATTO TNV GAAN pepid, n
ouxvr atroucia kareuBuvong Tou PAEPPOTOG TNG TTPOG TOV TTAIKTN IKAVOTIOIEI TNV
ndovoBAcyia Twv avdopwyv TaikTwy (Ibid.) kar TEAOG TTapéxeTal O0€ auToUG N
duvaToéTNTa VA SOKIHAOOUV BnAUKEG TOUTOTNTEG KOI VO IKAVOTTOIOOUV TNV €TMOUMIa
yIO EPWTIKN €TTEVOUCT O€ QAVTAOTIKOUG XapaKTrpEG (Ibid.).

O1 Beasley & Collins Standley (2002) peAETWVTAG TIG EMPUAEG QVATTAPACTACEIG
ota video games, katéAngav TTWG eP@avifoviav O AUTA ONUAVTIKG EUQUAa
oTepedTUTTa. O1 YuvaiKeiol XapakTAPES NTav apiBunTiké AiyoTepol akdPa Kal aTrd Toug
OUBETEPOUG XAPAKTAPES, TTPAYHA TTOU TIG KaBIoTOUOE AlyOTEPO ONUAVTIKEG, EVW N
EUPAVIOT TOug ATAV £viova OEEOUAAIKOTTOINUEVN, ME TO VTUOIKMO TOUG va KATEUBUVEI
TNV TTPOCOXN TOU TIAIKTN TTPOG TO CWHa Toug (282). E@apudloviag TNV KOIVWVIKN
Bewpia TNG pdBNONg kal T Bewpia Twv oXNUATWY TWV QUAWY, O E€PEUVNTEG
KataAAyouv TIwg n €KkBeon Twv VEAPWY OTOUWV O€ TETOIEG QVATTOPACTACEIG
evoeXopévwg va Ta odnyAcel o uioBETnon avaAoywv OeEIoTIKWY OTACEWV Kal
avTIAfwewy (Ibid.).

AKOuN o Ivory (2006) peAETNOE TIG EUPUAEG AVATTOPACTACEIG OTIG IOTOOEAIDEG UE
01adIKTUOKEG agloAoynoelg Traixvidlwy, TovifovTag Tn onuacia authg Tng pebBodou
a@ouU ol agloAoynTéG TWV TTAIXVISIWY Eival TAUTOXPOVA TTAIKTEG KAl «OUUBOUAOI» Kal
KOT €TTEKTAON WTTOPOUV va €TTNPEACOUV TIG YVWUEG Tou Koivou (106). Ao Ta

OTTOTEAEOPATA TNG €PEUVAG TTPOEKUYWE TTWG TTAPA TO YEYOVOG OTI oI aglohoynTtég dev
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TTpaydaToTroloucav IDINTEPES AVAPOPESG OTIG TECOUAAIKOTTOINUEVES AVATTAPACTACEIG,
Ol YUVOIKEIOI XOPAKTAPES €ixav TTAAI TTEPIOPICHEVN TTAPOUCIA VW GUYKPITIKA JE TOUG
avOpIKOUG XAPOAKTHPES NTAV TTI0 CUXVA OECIOTIKA aTTelKoVI(OuEVOI (111).

Ev 1éAel Aiya eixav aAAGEel oTto 1redio «video games Kal yUvalkeio @UAO» oTn
oekaetia TTou €ixe peooAafrioel (Jenkins & Cassell 2008: 12). O1 £u@uAeS aviodTNTEG
ecakoAouBouoav va dlatTepvouv To TTEDI0 TNG TTAPAYWYNAS, TNG OlIaVOUNG Kal TNng
Tpowbnong Twv video games (Ghilani 2015: 1029) pe 1O QVTIOTOIXO £PYAOCIaKkd
mepIBAAAoV va TTapapével exBpikd yia TIG yuvaikeg (Fullerton et al. 2008: 139) kai Ta
EUTTOPIKG WnoIakd TTaixvidla va mrapapévouv éva «avopiké Méoo» (Heeter & Winn
2008: 165).

To «Tpito KUpa» gpeuvidv agopd Tn oUyXpovn KAateubuvaorn Twv PEAETWY OTO
EUpulo TTedio Twv video games Kal OTPEQETAI TTPOG TOV TPOTTO TTOU TO QUAO
ouvdéetal e évvoleg OTTwG eival n oegoualikéTnTa, N €BvéTNTa KAl N TAEN Kal
emTaveteTddel Tov TPOTTO TTOU OpieTal Kal PeAeTdTal n apoevikotnTa (Richard 2013:
278). ZUVOAIKG MEAETWVTAI T TTOIKIAG OUuyKeigeva TTou TrepikAgiouv 1o Méoo Kal
ETTNPEACOUV TIC OCUMTTEPIPOPEG, TIC EUTTEIPIEC Kal TIGC OTAOCEIG, O EVOAAAKTIKEG
TQUTOTNTEG KAl O TPOTTOG TTOU ETTITEAEITAI TO QUAO WG KOIVWVIKI KATAOKEUN).

210 KOUMATI TNG PEAETNG TWV EUQUAWYV EUTTEIPILV TWV TTAIKTWY, oI Delamere &
Shaw (2008) mTpayuatoTToincav épeuva €1Ti TNG KOIVWVIKNG KATAOKEUNG TNG Biag Kai
TWV £UQUAWYV avatrapaoTdoewy oTa Biala video games. O1 epeuvATpIEG £TTEENYOUV
TTWG Ol CUVEVTEUEIAlOUEVOI, aveCaPTATWGS QUAOU, €TTIBupoUcav Kal atroAdupavav va
Taifouv Pe avatars Ta OTToid EVOWPATWVAV XOAPAKTNPIOTIKA TNG ATTOKAAOUPEVNG
«NYEMOVIKAG appevwTtoTNTAGY (295) KABWG TOUG TTAPEXOTAV N EUKAIPIa yIa AOKNON
etouaiag. EmmAéov eviémoav Tnv avmioTacliokl didoTaon Twv EUTTEIPIWV TTOU
TTPoc@EPEl To MEDO, apou ol yuvaikeg TTaiKTpIEG TTIBUOUCAY va dlapapTupnBouv Kai
va mpofdAlouv avtioTaon o€ TTAPAdOCIOKA «YUVAIKEIO» XAPAKTNPIOTIKA OTTWG
ETMONG Kal va TTOAEWPOUV EVAVTIO OE HIOOYUVIOTIKEG KOl OEEIOTIKEG CUMTTEPIPOPEG.
QoTtoéo0 TTapartnpeeital 7o Tapddofo TNG KN CUVEIBNTAS AVTIPATIKAG OTACNG ATTEVAVTI
OTO O€€IoPO: amd TN pia avriAauBdvovrav TIGC CECIOTIKEG QvATTOPACTACEIS TWV
YUVOIKEIWV XOpPaKTApwy atmmd Tnv AAAn pepid diaknputtav e evBoucoiaocud tnv
emOupia yia «’Biacud’ Twv ayopiwv» ot1av Emaiav padi Toug (296).

Mpokeiuévou va diepeuvATEl TOV TPOTTO TTOU OI EUPUAEG OXETEIG KAl OI EUPUAEG
TUTTOAOYIEG KOl TOUTOTNTEG TTAPAYOVTAl DIAPECOU TTAPA TTPOKUTITOUV OTTd TNV £v Adyw
0paoTtnpIoTnTa, N Thornham (2008) TrpayuaroTroince TETPAETH €Bvoypa@Ikh €peuva
ME OUVEVTEULEIC Kal KATAYPOQN TWwWV OCUMPTIEPIPOPWY TWV OTOUWV O EVTEKQ
OIOPOPETIKA VOIKOKUPIA. ATTO ThV £pEUVA TTPOEKUYE N ONUACia Tou TTOAITICUIKOU Kal

KOIVWVIKOU OCUYKEINEVOU KOl N ETTIPEON AUTWYV OTIC CUPTTEPIPOPES, OTIG TTPOTIUNACEIG
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KAl OTIG ATTOWEIG TWV TTAIKTWYV ava@opika pe Ta video games (129) kal utrootnpileTal
TTWG Ol KABIEPWHEVES KAl KOIVWVIKA OTTOOEKTEG 106G KAl ATTOWEIG SIAOPPWVOUV TIG
QTTAVTACEIG, TIGC CUMTTEPIPOPES KOl TIG ONAWMEVES TIPOTIMNACEIS TWY CUPMPETEXOVTWY Kal
dlagopoTrolouvtal avaAoya Pe TNV TTapoudia i un AAAwv TTpocwTTwy. To yeyovog
onAadny Twg Ta video games €£xouv XOAPOKTNPIOTEI WG KaTEEOXAV avOpIKA
amaoXOAnon, emnEéade TIGC CUUTTEPIPOPEG TWV EPWTWHEVWY YUVAIKWY Ol OTTOIEG
auTtépaTa egaipoloav Toug £auToUg Toug atrd auTd To MECO Kal KaAoUvVTaV EUPETA VO
EKQPACOUV TIG TIETTOIBNAOCEIC KAl ATTOWEIS TTOU TTpoodokouoayv ol yUpw Toug OTi
ETTPETTE VA EKPPATOUV (132).

Eviég Tou KoIvwVIKOU TTAQICIOU Kal TNG €TTIPPONG TOU ETTI TWV EUTTEIPILLV TWV
YUVOIKWV TTAIKTPIWV KAl aQVTAWVTAG atrd TN «@cwpia TG ATTEIANG TOU ZTEPEOTUTTOU»
(Steele & Aronson oTo Ratan et al. 2015: 440), o1 Ratan et al. (2015) pyeAétnoav Tov
TPOTTO PE TOV OTTOI0 Ol YUVAIKEG TTAIKTPIEG £TTNPEEACOVTAlI apvNTIKA aTTO TA KUpiapya
OTEPEOTUTTA TTOU B€AOUV TOV TUTTIKO TTAIKTN WG AEUKO, €TEPOQUAOGYPIAO Avdpa e
ammoTéAegpa va TOoTTOBeTOUVTOI €KTOG TOU Trediou TNG KOUATOUpPOG TOUu gaming.
EidIkoTEPQ, 01 UTTO €peuva yuvaikeg TTaikTpleg Tou video game League of Legends
mapoAo Tou Oi€Betav TO 010 emiTredo OefloTEXVIAC ME TOUG AVOPEC TIAIKTEG,
uTTOTIHOUCAV TIG IKAVOTNTEG TOUG €V avayKAZovTav, TTPOKEINEVOU VO AVTATTOKPIBoUV
OTn OTEPEOTUTTIKA avaTiBEPEVN Yuvalkeia TautdTNTA, va AGBOUV UTTOOTNPIKTIKO pOAO
OTO TTauXVidI atrévavTl 0Toug ouvTPOPoug Toug. H Bertozzi (2012: 448) ava@opika pe
TOV TTAPAYOVTA TNG ATTEIANG TOU OTEPEOTUTTOU, ETTICNUAIVEI TTWG O TEAEUTAIOG OdNYEI
o€ £va PAaUAO KUKAO 0 0TT0i0g gival SUOKOAOG va d1acTTaoTel Kal va atmodounoei.

Akoun o1 Harvey & Fisher (2015) peAétnoav Tov TPOTIO ME TOV OTIOIO
apBpwveTal 0Tn Plopnxavia Twv video games n PETAQPEUIVIOTIKA €¢n KAl TTWG
OUCIOOTIKA O PETAPENIVIOTIKOG «TpOTTO¢ avriAnwney» (Gill 2007: 148), autr) dnAadh n
«OITTAN EUTTAOKN» QEPIVIOTIKWY KAl avTI-QENIVIOTIKWY 18wV (161) Kai n Tautdyxpovn
ETMKANON KAl ATTOKAPUEN TOU QEUIVIOPOU Kal Twv 18ewv Tou (McRobbie 2004),
olatepvd Kal TNV KOUATOUpa Twv video games OTTw¢G AAAWCTE KAl TO GUVOAO TNG
ouyxpovng KOuAToUpag Twv Méowv. Zuykekpigéva avéluoav TPEIG HEAETEG
TTEPITITWOEWY TTOU ag@opoUloav YUVAIKEG PE €TTIPPON aTmd TO XWPO TOUu gaming ol
OTT0iEG, TTAPOAO TTou avayvwpelifav TRV TTPoRAnuaTikn ¢U@uAn didoTaon Twv video
games Kal Tnv aTtouadia TrolkKINoPop@iag, apvouviav va apBpwoouv 10€eG TNG
QEMPIVIOTIKNG aT{éVTOG KAl va TTPOoTEivouv AUCEIG yia va KOAu@Bei autd To XAOPa
(Harvey & Fisher 2015: 584).

MAéov TnG aglotmoinong Tou KoIvwVIKoU TTAaIciou OTIG €peuveg Tou «TpiTou
Kupatog» yia 10 €4QUAO KOPUATI oTo TTedio Twv video games, yivetal avTIAnTITA N

évvola Tou QUAoU wg emTéAeon Baoel TG Bewpiag Tng Judith Butler (Eklund 2011:
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324) mepi TNG PN OTACIMOTATAG TOU QUAOU OGAAG TNG OuveXOUG ETTITEAEONG Kal
onuioupyiag autol péow Tou avBpwtivou ocwuatog. Katd tnv Butler (325) n
eTavaAnyn €ival 0 onUAvTiKOTEPOG KMNXAVIOHOS OTNV TTOAITICUIKA avattapaywyr mng
TAUTOTNTAG evw n Bdon Tng TTOMITIKAG AU@ICRATNONG Kal TG avaouvBeong Tou
uttoKkelpgévou  evuttdpxel otn diatdpagn TnNG €TavaAnWINOTNTAG TWV  KOIVWVIKA
TTpoKaBopIoPEVWY ENQUAWY TeAsTOupYIKWY (Beavis & Charles 2007: 695). Ev
TIPOKEINEVW, N EANITTWOG AVETTTUYMEVN KAl KOAMIEPYNHEVN TEXVOAOYIKR OEEIOTNTA TWV
YUVOIKWV Oev o@eileTal o€ ev yével pelovegia 1 o€ PloAoyikd TTpokaBopiouévn
ATTOOTPOPN TTIPOG TO TTEdI0, AAAA OTNV TTPOCTTABEIO €K PEPOUG TWV YUVAIKWY YIO
OWOTA Kol TIPETTOUCA E€TITEAECN TNG YUVAIKEIOG TOUG TAUTOTNTAG KABWG TUuXOV
EVAOXOANOT] TOUg e TNV TEXVOAOyia BETEl o€ KivOUVO TNV KOIVWVIKG avTIAQPBavopevn
BnAukOTNTA Toug (Jenson & de Castell 2010: 54).

H Eklund (2011) a&lotroivtag Tn Bewpia emTEAEONG TOU QUAOU, PEAETNOE TOV
TPOTTO PE TOV OTTOI0 TO QUAO EeTUAiyeTal Kal kaTtaokeuadetal oto World of Warcraft
EVIOC TeoOApwv Beparmikwy TTAaigiwv: Tou avatar, TnG oe€COUAAIKOTNTAG, TWV
OTPATNYIKWY KOl TNG onuaciag tou taixvidiou. NpayuaToTToivTag CUVEVTEUEEIS UE
yuvaikeg Taiktpieg Tou World of Warcraft, n epeuviTpia CUPTTEPAVE TTWG N KATAOKEUN
NG EMPUANG TAUTOTNTAG OTO DIADIKTUOKO aUTO Traixvidl gival yia ouvexnig dladikaaia
eCapTwpevn atmd To KOIVWVIKG TTAdiolo Tou Traixvidiou. Or tautdtnteg dev €ival
oTaTIKEG OAAG TTOIKIANOUV avdAoya pE TO XPOVO Kal TIG KOTOOTAOEIG, AvTiBETa TO
avatars ouvioTouv dn KOTOOKEUAOUEVEG HOPPEG PE ATTOTEAEOUA OI TTIOAVEG ETTIAOYEG
va civalr v TéAel Treplopiopéveg (338). O1 TraikTpieg €mBupoloav TNV €AKUOTIKN
éEMeavion Twv ouviiBwg BnAuKwWwyY Toug avatars kai TauTéxpova ToV SUVANICHO aUTWY,
ouvduadovTag HE autd TOV TPOTTO «BNAUKA» HE «APOEVIKA» XOPOKTNEIOTIKA
TIPOKEINEVOU va  Blapop@woouv Tov OIadIKTUaKO Toug e€autd (Ibid.). Mapd Tn
ouvaTtoTNTA YIa TTPOCWPEIVH UIOBETNON «queery TAUTOTATWY, N €MITEAECN ToUu QUAOU
TeplopifeTal Ao TIGC VOPUEG TOU TTAIXVIOIOU, TNV «ETEPOPUAOQPIAN HATPO», TO
KOIVWVIKO TTAQicI0 evidg Tou oTroiou etmiTeAeiTal (yia TTapddeyua padi ue Tov appeva
oUvTPOoPS TOUG), TOUG KAVOVEG TOU TTaIXVIBIOU Kal TIG KOIVWVIKEG TTETTOIBACEIS TNG
gaming koivétnrag (339).

O pdbAog kal n onuacia Tou emmAeyuévou avatar otnv emMTEAEON TNG EKACTOTE
TAUTOTNTAG TTPOKUTITEI Kol attd TNV épeuva Twv Lehdonvirta et al. (2012) o1 otroiol
TIPAYHOTOTTOIWVTAG EUTTEIPIKY €peuva oTo Uncharted Waters Online, €va lammwvikd,
OIadIKTUOKO PE TTOANOUG TTaiKTEG TTaIXVIDI, dIATTIOTWoAV TTWG TO QUAO TOu avatar
emTnpeddel Tnv avalntnon i un Ponbeiag amd dAAoug TTaikTeg. EIdIKOTEPA 01 AppEVES
TTAiKTEG H€oa atrd TNV €TMAOYN €vog BnAukou avatar EeTTepvoloav TOUG KOIVWVIKOUG

QTTAYOPEUTIKOUG @PayuoUg TTou BéAouv Tov Avdpa va unv ekdnAwvel onuadia
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aduvapiag kar Tautéxpova OpETTovVIav Ta O@EAN TNG €UVOIKOTEPNG OTACONG TNG
Kolvwviag atrévavTi o€ pia yuvaika Tou avalnta Bonbeia.

2710 TTAQiOI0 gpeuvdv Tou «Tpitou KupaTtog» TTou TrepIAapBAavouv Tnv egétaon
ouvBeTwv  Kai  TToOAAaTTAwY  TauTtoTATWY, o1 Enevold & Hagstrom (2008)
ETMKEVTPWONKAV OTNV TAUTOTATA TNG «UNTEPAG» gamer. AgloTToiwvTag Pia TTAnbwpa
MEBOdWYV, 01 EPEUVATPIEG avEAUCAV TNV £VVOIA TNG UNTEPAG WG ONPEioU oTn dNUOYIAN
KOUATOUPQ TOU gaming evw PEAETNOQV KAl TIG EUTTEIPIEG YUVOIKWV-PINTEPWY OI OTTOIEG
gival TTaikTpIeG. AVTAWVTOG aT1Td T QEPIVIOTIKN Bewpia NG de Lauretis (lbid.), ol
EPEUVNTPIEG ETTIONUAIVOUV TOV TPOTTO TTOU N YUVAIKA TTAIKTPIO TOAQVTEUETAI UETAGU
TOU KOTOOKEUOOUEVOU ONUEIOU-«YUVAiKO» KOl €V TTPOKEINEVW CNUEIOU-«UNTEPOY» KOl
TWV  OUVOUIKWY TTPOCWTTIKWY  EUTTEIPIOV  TWV  «YUVAIKWV». AVOAUOVTOG  TIG
AVATTAPACTACEIG TWV PNTEPWY OTO TTEDIO TOU gaming, dIOTTIOTWOAV TV TTAVAANYN
TNG TTAPABOCIOKA ATTEIKOVICOUEVNG UNTEPAG OE UTTOOTNPIKTIKO 1 EVTEAWG OCUVOETO HE
10 Méoo poého (Enevold & Hagstréom 2009: 8), evw atrd TIG OCUVEVTEUELEIG TTAIKTPIWV-
MNTEPWYV TTPOEKUWE TO CNTNUa TOu TTEPIOpIoHEVOU BIaBEaiuou eAeUBepou Xpodvou
KaBwg Kal N avdykn TTou aioBdvovTav va uTTepacTrioTolv O€ TPITOUG TNV EvaoxXOAnon
TouG pe To Méoo (10).

A6 TNV GAAN pepid, n Shaw (2009) peAETNOE TO KOPPATI TG AvVATTOPACTAONG
TWV OPOQUAGPIAWY, Twv ALOBILOV, TWV AU@IQUAGPIAWY Kal TwV TPavoELouah oTa
video games atd TTAeUpdg TTONITIOPIKAG TTapaywyng SIEPEUVWVTAG TOUG AOYOUG TTOU
Ta MEAN TNG Piounxaviag Tou Méoou autoUu oupTrepiAaudvouv  eAGxIoTa
QVaTTaPAOTACEIG EVOAAOKTIKWY OEEOUOANIKOTATWY. ATTO TNV £PEUVA TTPOEKUWYE TTWG Ol
AGYOI-TTapAYOVTEG Ol OTTOI0I CUVTEAOUV GTNV AvaTIOpAoTACH ] YN QUTWY TWV ATOPWV
givalr o1 otdoeig, o1 TETMOIOACEISC KAl N BEANON Twv €KACTOTE TTAPAYWYWV Yid
CUUTTEPIANYN auTwV TwV opddwyv oto MEoO, n KATaOKEUN Kal N avTiAnyn Tou Koivou
Tou Méoou wg eTEPOPUAGPIAOU, O POPBOG TTEPi QvTIOPAONG KAl AOYOKPICIiag Tou
TTAIXVIOIOU €K MEPOUG OUVTNPENTIKWY OPAdWY aAAd Kal TwV I18iwV TwV KOIVOTATWY, O
TPOTTOG TTOU €ival opyavwuévn Kal XpnuatodoTeital n Blopnxavia kai TEAOG n emOupia
YIO ATTOQUYHA ATTEIKOVIONG JE OTEPEOTUTTIKG TPOTTO TWV £V AOYyw opadwv (Ibid.).

H Wirman (2014) evr@ooovtag Tn QUAETIKA TautéTnta OTnv £peuvd Tng,
MEAETNOE TNV KATAKEUR TAUTOTATWY Q1O TTAEUpAg PivAavdwyv TTaIKTWVY Tou video
game The Sims 2. MNapd 10 KATECOXAV OUEPIKAVIKO TTOMITIONIKO OUYKEIMEVO TOU
Taixvidlou, o1 TIaikTeg Oev  @aivoviav va emnpeddovial amdé autd Kal va
duokoAevovTal €€aitiag Tou va TauTioTouv (85). Autd Tou ev TéAel eTnpéade TOV
TPOTTO KOTAOKEUNG TWV TAUTOTATWY dev ATAV N €BVIKOTNTA AAAG TO €U@QUAO TTAQICIO
Tou Traixvidiou (Ibid.). EmmmTAéov, OTn PN TAUTION TOUG ME TNV €VvOIO «TTAIKTNG»

KATOAUTIKO pbAo dladpapdTie n €ikdva Tou gamer OTTwG auTr] €XEl KATAOKEUAOTEN
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atd Ta Méoa TG dnuo@IAoUg KouAToUpag Tou gaming (84). O TpOTIOC £TTiIONG WE TOV
oTroio €xel dlapnuioTei, aglohoynBei kai TTpowBNBei n oceipd Tou TTAIXVIOIOU €XEI
00nNyACEl OTNV AQuToECaipeED N TWV TTAIKTWY ATTO TO GUVOAO TNG gaming KoivoTNTag e
OTTOTEAECUA QUTA N KN KAVOVIKOTNTA va KATAARyel oTnv aioBnon tng pHovadikoTnTag
Kal d1a@opeTIKOTNTAG (85).

To CATHMO TNG TAUTIONG i MN ME TNV TAUTOTNTO TOU «gamery» HEAETNOE
evdeAexwg n Shaw (2011) OTTWG Kal TO €AV KAl £POCOV ATOPA TTOU QVIKOUV O€
MEIOVOTIKEG Kal TTEPIBWPIOTTOINUEVEG OPADBES 1) OPAdEG TTOU gival AVTIANTITEG WG [N
KUpiapXeg, OTTWG €ival Ol YUVAIKEG, dUvavTal VO TAUTIOTOUV WG TTAIKTEG ATTO TN OTIYUNA
TToU O€v UTTAyOoVTal OTN VOPUA TOU AEUKOU, £TEPOPUAOPIAOU Avdpa TTaiktn. H Shaw
(2011: 29) péoa atmd TNV €BVOYPAPIKN TNG £PEUVA ETTICNUAIVEI TTWG Ol OTOXEUPEVES
TTPOWONTIKEG  eVEPYEIEG VIO opIouéva video games o€ JIAKPITEG KATNYOPIES
TAUTOTATWY, OTTWG EKEIVEG TOU QUAOU, TNG QUARG KAl TWV £BVIKOTATWY, 0dnyouv o€
evOeEXOEVN apvNnTIKA oxéon Tou atéuou pe 1o Méoo. EmiTAéov ToviCeTal TTwG N atTAR
evaoyxoAnon kar puévo Tou OTOMOU MPE Ta Wn@IakA Trauxvidla Oev CUVETTAYETAI
ATTaPAITNTA KAl TNV TAUTIOT TOU WG TTAIKTN EVW TO yeyovog OTi To idlo To Méoo oav
OpaocTNPEIOTNTA VOEITAI WG AVTIKOIVWVIKF odnyei aTnv £mBupia yia atroguyr TalTiong
ME TNV évvoia «TTaiktnG» (38). O1I onuacieg Kal o1 EVVOIOAOYAOEIG Ol OTTOIEG £XOUV
Tpocdwbei oto Mégo atrd 1O PBlounNXavikd, akadnuaikd Kal dnuocioypa@ikd Adyo
ETMOPOUV CONUAVTIKA OTO TIOPOTTAVW HE ATTOTEAECHA Kapia AGAAN  KaTtnyopia
TAUTOTATWY VO PNV CUCXETICETQI YE TNV TAUTION 1 YN 000 n Katnyopia «@UAo» (33).
O1rwg mpoékuwe atrd TG €peuvég TnG (Shaw 2013), o1 TTapdyovTeg TTou GUVTEAOUV
oTn JIANOPPWON TNG TAUTOTNTAG «TTAIKTNG» QQOPOUV T XPOVIKA dECUEUCH KOl
agiépwon oto Méoo, TIg xpnuaTtikég datTdveg o AUTO, TNV €TTAPKNA Kal TTAoUCIa
KatavaAwon video games Kal TTaPEPPEPWV TTPOIOVTWY (YIa TTapddeiyua n TTANPWUA
OUVOPOHWYV), Ol YVWOEIG TTEPI gaming, o1 OeEIOTNTES TIG OTTOIEG €XEI AVATITUEEI KAVEIG
KaBwg Kal To €id0g TwV TTaIXVIBIWV TTOU TTaidel, OTTWG TTAPATNPEITAI OTNV TTEPITITWON
g dixoTéuNoNg MeTagl Twv «casual» kal Twv «hardcore» TQIKTWY, WE TOUG
TTPWTOUG VO PNV VOOUVTOl WG TTAIKTEG. SUVOAIKG Ta TTapatmavw SlIaNopPWVOUV TO
TTONITIOPIKO KEQAAQIO TOU gamer, TO OTToI0 Wia PePiIda POVO TTAIKTWY ETTITUYXAVEL va
METATPEWEI OE KOIVWVIKO Ke@AAaio (Ibid.).

Ooov agopd oTig £épeuveg Tou «TpiTou KUpaTtog» TTepi Twv avaTTapaoTACEWY
oTa video games, o€ QuTEG TTPOCTIOETAI N PEAETN ETTITTAEOV KATNYOPIWY TTEPAV TNG
¢€MeuUANG. O1 Williams et al. (2009) mrpoéfnoav oe avaAuon TrepIEXOPEVOU TwV video
games Je TIG UYNASTEPES TTWANCEIG PEAETWVTAG TIG EUPUAEG, QUAETIKEG Kal NAIKIOKES
avatrapaoTtdoelg. O1 gpeuvnTég ToviCouv Tn onuacia TG dlEPEUvNONG AUTWY TWV

QVATTAPACTACEWY KABWG N TTAPOUCia 1 PN KOIVWVIKWY OPAdWY €XEl KOIVWVIKA
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QVTIKTUTTA Ta oTroia &rrrovral ¢nNTNUATWY aviooTATWY, BIKAIooUVNG Kal KATAVOMNG
efouaiag kal ouvteAoUv aTn dnuioupyia Kal TNV KAAAIEPYEIQ OTEPEOTUTTIKWV HOVTEAWV
(818) kai oTn dlapépPPwWaCN TNG QUTO-AVTIANWNG Kal TG GUTOEKTIUNONG Tou ATouou
(820) kabwg Ta Méoa ETKoIVWwVIOG AEITOUPYOUV WG «KABPEPTES TWV KOIVWVIKWY
oxéocwyv g€ouaiac» (819). O1 gpeuvnTég dlaTTioTwoAV TNV ATTOUCIa OXE0NG METAEU
TWV AVOTTAPOOTACEWY AQUTWY TWV OPAdWY Kal TNG TTPAYUATIKAG TOUG avaAoyiag oTo
OUVOAIKO TTANBuouo OTwg €TTiong Kal T pn  avaloyio PETOEU AuUTWY  TWV
AVATTAPACTACEWY KOl TWV QVTIOTOIXWY TTOCOOTWY QUTWYV TWV OPadwy TTou TTaifouv
video games (830). AvT’ autoU n €CAIPETIKA HEIWMPEVN TTOPOUCIO TWV HEIOVOTIKWY
€6VOTATWY, TWV YUVAIKWY Kal TwV MEYAAUTEPWY 1 MIKPOTEPWY T€ NAIKia oTa video
games QaiveTal va avTaTTOKPIVETAI OTA TTOOOOTA TwV BECEWVY £pyaaciag TTou auTég ol
ouGdeg kaTéxouv 0Tn Blopnxavia Twyv video games (Ibid.).

AKOun ol Summers & Miller (2014) PMEAETWVTAG TIG YUVAIKEIEG AVATTAPACTACEIG
oTa TTEPIOdIKA TWV video games Twv TeAeuTaiwy €ikool Xpdvwy, dIaTTICTWoaV TTWG
QUTEG, OvIag TIAvIa  OTEPEOTUTTIKEG, €CeAixBnkav ammd TOV  OTTOKAAOUMPEVO
«KaAOTTpOQipeTO» CELIONO TTPOGC TOV «eXOPIKO». O «KAAOTTPOAIPETOC» OEEITUOG
ouvioTartal oTnv TETmoiOnon o1l o1 dvdpeg oPEiAoUV va TTPOCTATEUOUV TIG YUVAIKEG,
EVW O «EXOPIKOG» QVTIMETWTTICEI TIG YUVAIKEG WG OELOUAAIKA QVTIKEIMEVA KAl WG
ovroTNTEG TTOU avagntouv Tn OUVAPn Kal TNV ETTITUXIO  XENOIYOTIOIWVTAG TN
0€goUaAIKOTNTA Toug (1032). ATTO TNV €peuva TTPOEKUYE OTI EVWD OPXIKA Ol YUVOIKEIEG
avaTTapaoTAcElg OTa video games £Teivav va a@opouv TTadnTiIkoUug XOPOKTHPEG,
OTTWG TTPIYKITNIOOEG TTou XpeiddovTal BoRBeia kal BpiokovTal o€ Kivduvo, oTnv TTopEia
METATPATINKAV OE UTTEP-OEEOUAANIKOTTOINKEVOUG, YE TTPOKANTIKN €EU@AVION SUVAUIKOUG
KAl APKETEC QPOPEC KUPIapXOoUG XapakTipes (1037). Ev duvdpel TETOIEG QTTEIKOVIOEIG
ouvavTtal va evBappUvouv TTPAYHUATIKEG CUUTTEPIPOPES «EXBPIKOU oegiopouy» (lbid.).
Ouoiwg o Fisher (2015) avaAlovTag TIG avaTTapaoTACEIS AVOPWY KAl YUVAIKWY O€ €€
TEPIOBIKA yia video games, OIoTTioTwoE OTI Ol YUVAIKEG €iTE AVTIMETWTTICOVTAlI WG
0eEOUAAIKA QVTIKEIMEVA €iTE ayvoouvTal TTPOG XAPIV TWV avOpwV €V EVAAANAKTIKEG

QTTEIKOVIOEIG TOUG €ival EAAXIOTEG Kal aoHUaVTEG (563).
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‘Epgvva

MeBodoloyia Q

Mpokeiyévou AoImTOV va  HPEAETNBoUV o1 €uQuAeg Sia0TACEIC QuTOU  TOU
TTOAUTTITUXOU Kol oUvOETOU KOOPOU TwV video games oTo TTAGICIO TwV TTOAITICHIKWY
OTToUdWY, TTPOKUTITEI N aAvAyKn yia amodéoueucn Tng £vvolag Tng «video game
KOUATOUpOG» ammd Ta OTEPEOTUTI TTepi  Miog  TTPWTOTUTING, TTPOUTTAPYXOUCAG
TAQUTOTNTAG TOU TTaiKTn KAl avr autoU va dlepeuvnBolv O KATNYyOopieg Ol OTTOoiEg
OUVOIANOPYPUIVOUV, KATAOKEUAGLOUV Kal opiouv TO TI €ival n «KOUATOUpa Twv video
games» (Shaw 2010). O1 kaTtnyopieg autég TrepIAaUBdavouy Tn PEAETN ApPXIKA TOU
TTOI0G «UETPAE WG PMEAOG TNG KOUATOUpPAG Tou gaming (407), KaBwg ol TTONITIOUIKEG
OTTOUBEG avTIAaUBAvovTal TNV KOUATOUPO 0€ OXEON PE CNTHHOTA KAl OXEOEIG EE0UTING
TToU €TTNPEAOUV TO TTOIOG AVATTAPICTATAI KAl TTWG, TTOI0G £XEl DIKAIWPA va HIAGEN Kal
010G 61 Kal TI HETPAEl WG KOUAToUpa (Couldry otn Shaw 2010: 407). Z& auTh Tnv
Katnyopia épxovTtal va TpooTeBolv TO €id0g TWV TTaIXVISIWY TToU TTaiovTal aAAG Kal
0 TPOTTOG TTAIEIUATOG O OTT0IOG TTEPIAANPBAVEI TOOO TIG BETIKEG CUUTTAPABNAWOCEIG TTOU
QQOPOUV TNV KOIVWVIKI aAAnAeTTiOpacn TTou TTpoo@épel TO TTaIxXVvidl 600 KAl TIG
apVvVNTIKEG CUPTTOPAdNAWOEIG TTEPI ATTOUOVWONG TOU ATOPOU TO OTIoi0  daTTavda
TTOAEG wpeg oTo Méoo (Shaw 2010: 411). H €upuAa vonuaTodoTnuévn eUon Twv
video games a@opd TIG TMAOYEG Kal TIG TIPOTIMACEIG, TOV XWPEO, TOV TPOTTO OAAA Kal
TO TTol0 GTOoMa gival TTapovTa 6tav ekTuAicoeTal n dpacTtnpiotnTa (Thornham 2008:
127). H Shaw (2010: 416) ToviCel TTwg Ta video games Ba £TTpeTTe va 1I0WB0UV evidg
NG €upUTEPNG KOUATOUPAG, KOBWG HEaa atrd Tov OPICKO TNG KOUATOUPAG TOU gaming
w¢ KATI BIOKPITO KOl EEXWPIOTO aTmd TNV KOTOOKEUAOMEVN Kupiapyn KOUAToupa
evBappuveTal N PEAETN MOVO TwV aTOPWYV TTOU TauTi(ovTal wg TraikTeg. Ev TouToIg TO
video games dIaTTEPVOUV TTOIKIAQ TTEDIA, aTTO TNV EKTTAIOEUCT), TNV TEXVOAOYIA KIVNTAG
TNAEQWVIOG £WG TIG KOIVWVIKEG AAANAETIOPAOCEIG KAl TTaiCovTal aTTO ATOUA OAWV TwV
NAIKIWV, QUAWY, 0£EOUANIKOTATWY, QUAWY, BpnoKEIWY, EBVIKOTATWY PE CUVETTEIA TA
€idn emTéAeong NG OpacTnPEIOTNTAG KAl TWV TIAIKTWY VO HNV  PTTOpouv va
OUMTTEPIANYBOUV OTN PEAETN Piag aTTopovwEéVNG KovaTnTag gamers (416).

Eviog Tou Trapatmmdvw TTAaigiou, Tou TTAOUPOAAICPOU KOl TWV  TTOIKIAWY
TTaPAYOVTWY OAAG Kal EKEIVOU TWV ETTITAYWYV TWV EPEUVWY Tou «Tpitou KUpatog» kal
avayvwpifovtag Tn onuacia, Tn coBapdTnTa Kal TIG EUPUTEPESG KOIVWVIKEG ETTITITWOEIG
TWV avVaTTaPACTACEWY TWV dIOPOPWY KOIVWVIKWY opadwy ota Méoa Emkoivwviag

(Williams et al. 2009: 818), (Shaw 2009) kai €dikéTEPa TOU TPOTTOU KaI TNG
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ouxvoTnNTag Me Tnv oTroia autég avatrapiotavral (lvory 2006: 105), otnv TTapouca
¢peuva Ba diepeuvnBoUV o1 OTACEIS TWV YUVAIKWY TTAIKTPIWY OTTEVAVTI OTIG EUPUAES
avaTTapacTAcel oTa video games 0€ OUCXETIONO ME TIC TTAPAPETPOUG TTOU
eCeTdgovral oTig €peuveg Tou «Tpitou Kupatog». Mo ouykekpigéva 1O €peuvnTIKO
EPWTNUO TO OTToio TiBeTQN €ival TO «TTWS OIaUOPPWVOVTIAl Of OIaKPITEC OUGOES
YUVQIKWV TTAIKTPIWY WNQIaKWV TTaixvIoIwy BAceEl Twv OTACEWV TOUS arrévavrl OTIC
avammapacTdoEIiC TOU YUVAIKEioU @UAou oTa video games O€ OUOCYXETIOUO L€
EUPUTEPOUS TTaPAYOVTES OTTWS autoi apBpwvovral oTo 1medio gpeuvwy Tou ‘Tpitou
Kouaro¢». AuTég ol TTapdueTpol TrepIAapBavouy:
- TNV TA0TION ME TNV €VVOoIa «TTAIKTNG» KAl TV QUTO-QvTiIAnWrR TOoug wg
«TTAIKTN» A OXI
- TNV avTiAnyn yia Tnv €vvola «TTaikTNG» Kal T oTAoN aTTEVAvVTI O€ auTh
- v €mBupia 1 ampobupia yia TaUTION WE TNV EVVOld «TTAIKTNG» Kal yid
atmodox TG TAUTOTNTAG TOU «TTAIKTN» ATTO TPITOUG
- Vv avtiAnn yia Tnv €ueuAn didoTacn Tou gaming
- Tnv avtiAnyn yia 1o idio To Méoo
- Tov TPOTIO €mMTEAEONG TnG OpaoTtnpidtnTag (T.X ATOoha ME Ta  OTToia
EKTUAIOOETAI- OUVTPOQPOG, PIANIKOG KUKAOG, ATOMIKA)
- TIG EUTTEIPIEG KAl TIG ATTOAAUCEIG TIG OTTOIEG AVTAOUV aTTO TNV ETTITEAECT TNG
dpacTNPIOTNTAG
- Tn 0€§OUONIKOTNTO OTTWG aUTH EKQPACETaI HEOW TNG ETTIAOYAG TwV avatars
- TNV KOTAOKEUN TAUTOTATWYV
- Tnv emTéAeon TNG ONAUKOTNTOG KOl TWV KOIVWVIKA TTPOCOIOPIOUEVWV
EUQUAWYV POAWV/TAUTOTATWYV
- TNV avaykn r} yn yia TadTion YE Ta avatars
- TOV JETAQEUIVIOTIKO TPOTTO avTiAnywng
- TV avtiAnyn OTI Ol YUvaiKkeg gival aveTTiIBUPNTEG OTO XWPEO TOU gaming
- TA OTEPEOTUTTA TTOU BIATTEPVOUV TO TTEDIO TOU gaming
- TN «YKETOTTOINON» TWV YUVOIKWY TTAIKTPIWY O8I0 MECOU TWV OTOXEUUEVWV
TTPOWONTIKWYV EVEPYEIWV TNG Blounxaviag Twv video games
- 10 diTroAo Tou «casual»/ «hardcore» TraikTn
O Aoyog 1ToU €TTIAEXBNKAV WG TTANBUCUOG — OTOXOG TNG £PEUVAG Ol YUVAIKES Ol
OTTOIEG TTAICOUV YNQIAKA TTaIXVidIA, €iTE OTOV UTTOAOYIOTH, €iTE OTO KIVNTO 1) tablet, cite
og KOVOOAQ, gival OTI auTEG dev AVIKOUV 0T DIAKPITH «VOPIUN» oudda Tou gaming
TToU TTEPIAAUPBAVEI TOUG AEUKOUG, ETEPOPUAOQPINOUG AVOPEG, ME QTTOTEAECHA va
BewpoulvTal, OTTWG €xel TTpoavagepBbei, «TTapeicakTeg» ovrotnTeg oTo Xwpo (Cote

2015). MNPOKUTITEI CUVETTWG N ETTITAKTIKOTATA TNG AVAYKNG VA YiVOUV EUPAVEIG KOl «va
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Byouv amé 10 okordd» (Bryce & Rutter oto Enevold & Hagstrom 2008: 15) ol
yuvaikeg TraikTpieg. EmimTAéov, Adyw Tou eupUTeEpou akadnuaikoU Kal Biounxavikou
OUYKEIPMEVOU, O TTAPAYOVTAS «@QUAO» €ival EKEIVOG O OTTOIOG £xEl EvOowUaTWOEl oTnV
avTiAnwn Tou KoivoU wg¢ n METARBANTH cuuTTEPIANYWNG A KN oTo TTedio PE ATTOTEAECQ,
OTTwg eviomoe n Shaw (2011: 34), va amoteAei Tov TTpwTeUovTa AGYyo Tng
aouvaiocbntng TauTIong 1 PN ME TNV TAUTOTNTA Tou «TTaikTn». Me dAAa Adyia, o
OUVOAIKOG «B6puPBog» TTou £Xel Yivel yUpw aTrd To BEpa «@UAO Kal video games» €xel
WG CUVETTEIN O1 YUVAIKES va TauTiCovTal AIlyOTEPO WE TNV TAUTOTNTA TOU TTAiKTN aTTd 6,TI
01 AvOPEG EVW TTAPAYOVTEG-TAUTOTNTEG OTTWG Eival N €BVIKAOTNTA, N OEEOUAAIKOTNTA 1] N
NAIKia va pnv emmnpedfouv TNV Tapammavw TauTion (Ibid.). ZuveTtwg 10 «@UAO»
atrotéAeae Tn Baoikr PETABANTA €TTIAOYAG TOU KOIVOU-OTOXOG.

AapBavovrtag uttéwn Thv TTPOTPOTTA yia Xprion ouvOudouou TTOIOTIKWY Kal
TTOoOTIKWVY PEBOdWY oTo TTedio (Ratan et al. 2015: 441), (Enevold & Hagstréom 2009:
39) aAAd& kal TRV avdykn yia eVOAAGKTIKO TPOTTO aglotroinong peBodoAoyiwv (Jenson
& de Castell 2010), n pebodoAoyia n otroia Ba aflotTroinNBei 0TN CUyKEKPIYEVN €PEUVA
givar n MeBodoloyia Q. MNpokerTal yia pia yeBodoAoyia n otroia, TTapd TO yEYovog OTI
XPnoIJoTTolEiTal TTAvw aTTd YIoO alwva YIa TN HEAETN TG AVOPWITTIVAG CUPTTEPIPOPAG
KQlI TNG UTTOKEIPEVIKOTNTAG o€ didgpopoug Toueig (Farquhar & Meeds 2007: 1211), dev
EXEl UTTAPEE! TTOAU BNUOPIAAG OTO TTEDIO TWV KOIVWVIKWY EPEUVIDV KAl OEV aVAPEPETAI
OTa TTEPICOOTEPQ EYXEIPIDIa eTTIKOIVWViag, Méowv A €peuvag koivou (Davis & Michelle
2011). Ev ToU0TOIG OUVIOTA QTTOTEAECHATIKO EPYAAEIO OTNV TTEPITITWON KATA TNV OTToIA
0 €peuvnTAG €mOUpEl  va  PEAETAOEl  €VOEAEXWG KAl VO  KATOVOROEl TNV
UTTOKEIYEVIKOTNTA TOou atopou (McKeown & Thomas 1988: 12) kabwg o0¢ auth
ouvdudadovTal OMIOTIKG N €KQPAOCHN TNG UTTOKEIPEVIKOTNTAG KAl n Xpnon udiag Tmo
&ekdbapng doung Me Mo auoTtnpd Kal avoAuTiké tAaioia (Davis & Michelle 2011:
561).

EidikoTEpa n MeBodohoyia Q ekppalel «tn {wh OTwe auth Biwveral amo 1
6éon rou aréuou» (Brown 1996: 561) kai cuvoudlel aTTOTEAECUATIKA KAl PE «UPBPIDIKO
TPOTTO» TOV TTAOUTO TWV TTOIOTIKWYV HEBGOWV HE TA TTAEOVEKTHMOTA TWV TTOCOTIKWYV
(Orchard et al. 2015: 1562) woTe va €TMTUYXAVETAI O EVTOTTIONOG OUOIOTATWYV Kal
dlapopwyv OTIG aTmoYelg Twv atéuwy (Davis & Michelle 2011: 561). AKpIBws autA N
UBPIBIKOTNTA TNG Kal 0 OMIOTIKOG TPOTTOG £KPPACNG TNG UTTOKEIUEVIKOTNTAG €ival TTOU
N OI0QOPOTIoIoUV aTTd TIG MEIKTEG HEBOdOUG TTOoU TrEPIAAPPBAvVOUV TOV OTTAO
ouvOuUaOUO TIOIOTIKWYV KAl TTOOOTIKWY HEBOdWY ME OTTOTEAECHA va Pnv  givai
«MEBOBOAOYIKA UBPIBIKEGH KABWGS XPNOIUOTTOIOUVTAI JE BIAKPITO KAl CUUTTANPWHATIKO
TpoéTO (Davis & Michelle 2011: 560). Qotoéco, péoa amd Tn MeBodoloyia Q dev

MTTOPEI va UTTAPEEI OTATIOTIKN YEVIKEUOTN TWV ATTOTEAEOUATWY KABWG 0 OTOXOG €ival N
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£PEUVO O€ CUYKEKPIYEVA ATOPO TTOU TUYXAVOUV OIAQOPETIKWY ATTOYEWY TTAVW O€
ouyKkekpipéva Bépata (Davis et al. 2014: 75).

21N MeBodoAoyia Q ¢nreital amd TOUG EPWTWHEVOUS va KATATAEOUV KATTOIO
oToixeia/avTikeiyeva (items), 6TTwG KATTOIEG dNAWOCEIC ammoWewy 1 €Ikoveg (Davis &
Michelle 2011: 562) oe pia oeipd, avdAoya pe 10 BaBud TTpoTIiUNONG 1 CUMPWVIAg
TOUG UE TIG ATTOWEIG TTOU ek@padovTal. H totroB£Tnon kai n BadpoAdynon tou KaBe
OTOIXEIOU TTPAYUATOTIOIEITAI O OXéon ME TNV KATdtagn kair 1n BaduoAdynon Twv
UTTOAOITTWYV OTOIXEIWV/AVTIKEIUEVWY. Me autd Tov TPOTIO €KPPACETAl «ONIOTIKA» N
armmoywn Kail n omTIKA evég atépou (Ibid.). Katd tTnv avaAuon dnuioupyouvTal OPAdES
atépwy Bdoel KATTOIWY KOIVWV TTAPAYOVTWY TTOU ouvavTwvTal oTn BadpoAdynon Kai
KATATALN TTOU £XEI TTpayuaToTToInoel o K&Be epwTtwuevog (563). Ta droua TG KABe
OMGdag ekpPAlouv Wia KoIVA Kal OUVEKTIKN &tToywn TTAvw OTo €KAOTOTE BEua Kal
CUPTTANPWHATIKG O €PEUVNTAG XPNOIMOTTOIET EPWTACEIS avolXToUu TUTTOU OTTOU Ol
EPWTWHEVOI OXOANIAZOUV TTEPAITEPW ETTI TWV ETTIAOYWV TOUG (563).

2UVOAIKA, n MeBodoAoyia Q oOuvioTd TTOGOTIKI] avAAUCN UTTOKEIMEVIKWV
oedopévwy (Chen et al. 2010: 77) n otroia oToXeUel 0Tn ONUIOUPYIa «TUTTOAOYIWY
avBpwrmrwv» (Farquhar & Meeds 2007: 1211) evw oTnv oucia Ta ATOMG gival eKeiva
Ta oTtroia ouvioTouv TIG ueTaBAnTéG (Danielson 2009: 221). To duvatd onueio TG
MeBodoloyiag Q eivar 611 dev AVTINETWTTI(EI TO MUAAO TOU OCUMPMPETEXOVTA WG
QVTIKEIMEVO TTPOG HYETPNON AAAG TOU ETTITPETTEI VA OPICEI TNV UTTOKEIMEVIKOTNTA TOU
(Danielson 2009: 220) e atrotéAeopa va TrapdyovTal atrd Pévol TOUuG Ol ATOMIKOI
Abéyol (Stephenson oto Thompson et al. 2012: 27). e avtiBeon pe TIg ouvnBIoPEVEG
MeB6doug R oT1a TTaPadOCIoKA EpWTNUATOAOYIA, OTTOU OI CUCXETIOEIG YivovTal HETAEU
TwWV dnAWoewv Kal Twv Babpoloyroewv Toug (Thompson et al. 2012: 26) kal o
epeuvnNTAG Bewpei dedopévn TNV UTTAPEN Wiag kal Povadikng epunveiag TG KEOe
epwtnong (Danielson 2009: 221), n MeBodoloyia Q &ev Treplopiel TOUG
EPWTWHEVOUG OTIG KATNYOPIEG TOU EPEUVNTH.

To TpwTO PBAPO OTNV KATOOKEUN TNG KOTAvOUAS Q, a@ou €xel opioTei TO
EPEUVNTIKO €pwWTNUA, €ival n onuioupyia piog Aiotag pe TG dnAwoelig TTou Ba
atroteAéoouv TO «deiypa Q» (Davis & Michelle 2011: 566). O1 dnAwoelg cuAAEéyovTal
at1d TO €upuTEPO TTEdI0 CUCNTACEWY, TO «CONCOUrsey», TO OTTOI0 ATTOTEAEI OTNV ouaia
0,TIONTTOTE PTTOPEI Va &ITTWBEl yUpw atrd éva BEPa Kal To OTT0i0 0 £peuvnThG duvaTal
va OUMEEEl aTTd ouvevTeUEelg Kal dnuooieupévo UNIKO (Ibid.). EmmimrAéov, akpiBwg
eTTEION Ol dNAWOEIG EKPPACOUV UTTOKEIUEVIKEG ATTOWEIG TTAPA YEYOVOTA, Ol ATTOWEIG
TTOU OUAAEyovTal BewpolvTal £yKupeg aveCaptnTwg Tnyng (Davis et al. 2014: 59). H

ouMl\oyr Tou Ogiypatog Twv ONAWCEWV ATTOTEAEI TO TTIO ONUAVTIKO WEPOG OTN
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MeBodoAoyia Q kabBwg autég TTpéTel va TrepIAapBAvouy TNV TTOIKIAIG Twv OTACEWV
(Westwood & Griffiths 2010: 582) atrévavTl 6To €KAOTOTE CATAMA 1] QAIVOUEVO.

2Tnv TTapouca épeuva n auloyr] Twv dnAwoewy yia 1o dciypa Q Eyive aTo:

0) OUVEVTEUEEIC Ol OTToiEC €XOuv TTpayuaToTToINGEl OTO TTAGICIO EPEUVWOV TOU
Aeutepou Kai Tpitou KOpatog aAAd Kal atmOWEIG TwV UTTO PEAETN UTTOKEIMEVWY OTTWG
auTég TTepIAaPPBavovTal ot oXeTIKA BIBAIoypagia n otroia avaAlBnke TTapatTadvw
(Beavis & Charles 2007, Braithwaite 2014, Cote 2015, Eklund 2011, Harvey & Fisher
2015, Ratan et al. 2015, Taylor 2003, Thornham 2008, Vanderhoef 2013, Wirman
2014) xkai

B) oulntoeig o1 oTroieg £xouv AGRel Xwpa oTo AladikTuo yupw atrd Ta video
games Kai TIG UTTO PEAETN TTapapETPOoUG. MNa T cuAAoyA atréwewyv atrd 1o AladikTuo
xpnoigotroiménkav otn unxavi avacitnong m¢g Google aAMda kai oto YouTube,
eAANVIKOI Kai ayyAiKoi 6pol avalrTnong OTTwg ol:

women in / and video games, gender representations in video games (forum),

yuvaikeg kal video games, 1moiog gival gamer, casual evavriov hardcore, video

games and feminism, video games and the female audience, | am a girl gamer,
yuvaika gamer, ae€loudg kal video games.
21NV TEPITTwon avalntnong oto YouTube xpnaoipgotroiménkav emmmpdoBeTa wg 6pol
avalntnong kair Ta ovopata Twv Anita Sarkeesian kai Miranda Pakozdi kaBuwg
eUTTAéKOVTOI ueTa aTo Eu@UAO TTEdiO Twv video games.

H ouloyh Twv utogneiwv dnAwoewv yia 1o Otiyua Q, KATOTIV Twv
OTTOTEAEOPATWY  avaldTnong TOU  TTPOEKUWAY, TTPAYUOTOTTIOINONKE  aATTd  TIG
oulnNTAOEIG Kal TOUG OXOAIAoPUOUG TTou AduBavav Xwpa avo@opikd PE TO EKAOTOTE
video, &pBpo 1 Béua oe oelideg oTo Facebook, oe forums yia gaming aAAd kai o€
IOTOTOTTOUG YEVIKOTEPWY BeudTwy Kal blogs. H Aiota pe Toug 10TOTOTTOUG ATTO TOUG
OTT0IoUG CUAAEXBNKAV 01 dNAWOEIG TTAPATIBETAI OTO TTAPAPTNUA TNG £PEUVAC.

O1 uttownoeieg dnAwoeig, €ite ATav oTnV ayyAlik yAwooa eite atnv eAANVIKN,
avTiypagovTav Kai €mKoAAoUvTav o€ £va QUANO Excel pe 10 TEAIKG 0UVOAO auTwy va
Io0UTaI JE TETPAKOOIEG EVTEKA. 2TN CUVEXEIQ Ol DNAWOCEIS KaTnyoploTroinenkav BAcel
TOU TTEPIEXOPEVOU TOUG OTIG EENAG KATNYOPIEG:

1) améyeig TTou agopoloay TO dIAXWPICHO TWV YUVAIKWY aTtd Toug AvOpEeg

oTo Tedio (6TTwG TTaIKVIdIa «yIa KOPIToIa»)

2) Me 1oI1dv eKTUNICOETAI N dPaCTNPIOTNTA

3) emTéAeon QUAoOU

4) OUYKEIPEVIKN @UON Tou Méoou-kaBnuepivotnTa

5) Blounxavia Tou gaming

6) atmmokAGAuyn r} un Tou GUAOU o€ dIAdIKTUAKA TTaIyVidIa
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7) yuvaikeia TautéTNTA

8) @eMIVIONOS

9) meIpaPaTIONOS OTNV KATOOKEUN TAUTOTATWY

10) PETAQEPIVIOTIKOG TPOTTOG avTiAnywng

11) dpvnon Umapéng PIoAoyIK& TTPOKABOPICHEVWY EUPUAWY BIAQOPWV

12) emBupia yia eTTideIgn UTTEPOXNAS

13) mretroibnon o1l UTTAPXEl DIOPOPETIKOTNTA OE OXEON UE TIG AAAEG YUVAIKEG

14) tauTmion ye TRV évvola gamer

15) TauToeTNTO gamer Kail TUTTIKOG gamer

16) yuvaika gamer

17) avTIMETWTTION KOUATOUPAG gaming

18) évvoieg «casualy» kal «hardcore» gamer

19) €u@uAeg avaTTapacTAoEIg Kal

20) avatars.

O1 mapamdvw Katnyopieg dev €ival amapaitnta apoifaiwg atrokAcidpeveg. QoTOC0
ETTPETTE va TTpaypaToTroin®ei n ev Adyw Katnyoplotroinon Kal va dnuioupyndei éva
oounuévo dciyua Q (Davis & Michelle 2011: 567) trpokeigévou va SIGOQAAIOTEN N
oupTrepiAnwn OAwv Twv utrd €€étaon TTapayoviwy, PACEl TNG OXETIKAG Bewpiag,
KaBwg Kal n atroucia eTTavaANWnS TTAPEUPEPWYV PETALU TOUG BNAWOCEWV.

21N ouvéxela eMAEXOBNKav atmd OAEG TIG KOTNYOPIEG EVEVAVTA Wia dNAWOCEIS Ol
OTTOIEG EVTAXONKAV €K VEOU OE €UPUTEPEG KATNYOPIEG KAl UTTECTNOAV YAWOOIKN KOl
OUVTOKTIKI €TTEEEPYOTia TTPOKEIUEVOU VA €ival OAEG OTa €AANVIKA KAl KATOVONTEG.
Katétmv 1oUTou, TTPayUaTOTIONBNKE €K VEOU ETTEEEPYADIA KAl GUYXWVEUGN KATTOIWV
TTOPEPPEPWY ONAWCEWY OUTWG WOTE N KABE pia ammd auTég va ek@pddel pia diakpITh
ammown yia 1o avtioToixo 8¢éua (Davis et al. 2014: 60).

Eteid otn MeBodoAoyia Q 0 epwWTWHEVOS KAAEITAI v CUYKPIVEI TIG BNAWOEIG
METAEU TOUG yIa va TIG TAEIVOUAROEL, O apIBUOS TWY SNAWCEWY Ol OTTOIEG ATTOTEAOUV TO
Ociypa Q dev mpétrel va gival peyadlog (Davis et al. 2014: 60) kol cuvBwg dev
getmrepvael Tig Trevrvta pe e€Avra dnAwoeig (Davis & Michelle 2011: 567). Badoel autou
10 TEAIKS Beiypa Q TnG £peuvag TrepieAduBave oapdvta evvéa SNAWOEIG Ol OTTOIEG Kal
TTapaTiBEVTAl OTO TTAPAPTNUA TNG EPYATIAG.

H Utmapgn Aoyiouikou yia Tn dnuioupyia diadIKTUaKWwy epeuvwv e MeBodoloyia
Q dev ouvioTd KATI KaIVoUpIo, woToo0, Katd Toug Davis & Michelle (2011: 575), dev
éxel aglotroinBei apketd, TTapoOAo TTou BIEUKOAUVEI 0€ peydAo BaBuod Tnv €CEAIEN TNG
OUVOAIKAG diadikaaiag, auédvovTag ammod Tn Wia PepId TNV euREAEIa TG diadoong TNG
£PEUVAG Kal PEIWVOVTAG A ekundevifovTag To KGOTOg TNG aTrd TNV AAAN (Ibid.). Adyw

TWV TTOPATTAVW TTAEOVEKTNUATWY Kal ETTITTAEOV AOYWw Tou OTI TO KOIVO-OTOX0G, dnAadm)
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yuvaikeg o1 otroieg TTaifouv NAEKTPOVIKA TTaIxVvidia, TTapoucidlel TTOAU augnuéveg
mBavoTnTeG va d1aBéTel TTpdaBacn oTo AladikTuo Kal Aveon oTn XprHon autou, oTnv
TTapoUoa £peuva ATTOPACIOTNKE va TTPAYUATOTTIOINGEI N KATAoKEUr Kal dlavoun NG
Katavouns Q nAEKTpovIKA.

MNa Tnv Kartaokeun TG Katavoung Q xpnoiyotroinke n epapuoyn FlashQ, n
otroia éxel dnuioupynBei atmd Toug Christian Hackert kai Gernot Braehler (Davis &
Michelle 2011: 576). H AMjyn Tng €@apuoyng, Tou Tnyadiou Kwdika kai Tou PHP
Backend trpayuartotroiienke atmo tnv iIotooeAida http://www.hackert.biz/flashg/home/
(Hackert & Braehler 2007). AkoAouBwvTag TiIG 0dnyieg Twv Davis & Michelle (2011:
576), o1 otroiol gixav aglotmolfoel TNV v Adyw £QOpUOyr O¢ €pguva Kolvou yia Thv
Tavia  Avatar, aAAG Kal €QappolovTag dIAdIKTUOKEG odnyieg yia Tov TPOTTO
KATOOKEUNG Miag 1I0TOOEAIDAG, dnUIoUpYRBNKE yIa TIG AVAYKES TNG £PEUVAG I0TOOENIDO
@IAogevoupevn dveu kd6oToug OTO OlakopioTr https://byet.host/. 2Tn ouvéxela €yive
AMwn Tou TrpoypdupaTog FileZilla 1o oTroio cuvdéel Kaveic pe TO SIAKOPIOTH,
TIPOKEIMEVOU OTToIadNTTOTE apXeia «aveBdalel» oTo TPOYPAUMG va «aveRaivouv»
AUTOMATO KAl OTNV IOTOOEANIDA.

H epappoyn FlashQ eival diapopewpévn pe TPOTTO WOTE va dUvVATAl KAVEIG va
TNV TTPOCOPUOLel BAoEl TNG €PEUvag TTOU TTPAyHATOTrolEl. H OUVvOAIKA pop@r Tng
Katavoung Q mapapével n idia, woTdo0 0 EPEUVNTAG ITTOPET va AAAGEEI Ta KEipEVQ, TIG
EPWTACEIC Kal TIG 0dnyieg KAvovTag eTTegepyania Twv apxeiwv XML NG epapuoyng
Méow Tou Trpoypdupatog Notepad. EmimTAéov TTopéxeTal n €EQIPETIKAG onuaciag
OIEUKOAUVON TOu va aTToBnKeUOVTal QUTOPOTA KOl KWOIKOTTOINUEVEG Ol OTTAVTHOEIG
TWV EPWTWHEVWY O€ éva apxeio Excel, oto otroio utrdpxel aueon TmpooRacn PEow
Tou FileZilla.

AQouU ciofxBnoav ol ocapdvTa evveéa dNAWOEIG OTNV £@apuoyr aAAG Kal ol
YEVIKEG EPWTACEIS OTO TENOG TNG £PEUVAG Kl OUYYPA@NKAV Ol aTTapaitnTeg odnyieg,
Ta apxeia NG epappoyns FlashQ avaptiBnkav oto FileZilla. MNpoTtou &ekivrioer n
OTTOOTOAR} TNG KaTavopng Q, TmpayuatotmoiRdnkav OoKIEG atmd  OIaPOPETIKOUG
UTTOAOYIOTEG WOTE va Odlao@alioTolv n opBr] Asitoupyia Kal N €uxpnoTia Tng
epapuoyng. EmmmAéov, Trpokeiyévou va uttdpéel avadpaon yia 1o €dv Ba ATav
KatavonTéG Kal EekABapeg ol ONAWOCEIS OTIC EPWTWHEVEG, TTPAYUATOTTOINONKE
OOKIMAOTIKN XpAon TNG €Qapuoyng amd dUo dtopa TTou Oev Ba CUMUETEIXaV OTNV
TEANIKN €peuva, Kal KATOTTIV AuToU, YEIWONKE N €KTAON KATTOIWY ONAWOCEWY Ol OTTOIEG
ATaV TTI0 POKPOOKEAEIG ammd 6co Ba émpetre. H TeEAIKR pop@r) TNG KATavoung Q
BpiokeTtan oTo link: http://videogameandgend.byethost3.com.

H katavoun Q amoteAcito atrd mévte Bripara. MNpoTtou Eekivrioel To TTPWTO Brua,

TTpoNyouvTav dUO KAPTEAEG aTTO TIG OTTOIEG N TTPWTN KAAWOOPIZE TV EPWTWHEVN KAl
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£0IVE KATTOIEG YEVIKEG TTANPOQYOPIEC yIa TNV €peuva evw N OeUTEPN €iXE €1I0aYWYIKO
xapaktipa (Eikéveg 1.1 kai 1.2).
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Ewova 1.2.: 086vn pe kaptéda «Ewoaywyn»

21N ouvéxela akoAouBoluoe n KapTéAa pe TIG odnyieg Kal TNV TTEPIYPOPr Tou
mpwTou BAuatog (Eikéva 1.3). Ze autd 1O PAYA Ol EPWTWHMEVEG ETTPETTE va
TOTTOBETACOUV TIG KAPTES PE TIG ONAWOEIG, o1 oTToieg Ba epgavifovtav diadoxikd n yia
META TNV GAAN OTnVv 0806vn Toug, O€ Wia atmd TIG OTHAEG: «ZUPNQWVWY», «AIdQwvw» i
«OudéTepo» avaloya pe 1o €dv guupwyvouoayv, diagwvouaav fj Tnpoucav OXETIKA

oudétepn otdon yia Tnv ekdoTote drjAwon (Eikéva 1.4). O1 dnAwaoeig epgavifoviav
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KABe popd [e Tuxaia oelpd emTUYXAVOVTAG PE auTd TOV TPOTTO va PNV €TTNPEEAZETAI N
oTdon TNG EPWTWHMEVNG Kal va Pnv TTpodiaTiBetal BeTik& | apvnTIKA atrévavTl aTnv

katavoun Q.
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Ewova 1.3: O8nyieg yia to mpwto BApa TnG Katavouig Q
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Ewova 1.4.: To mpwto Brpa Katavour g Twv SnAWCEWVY e TPELG OTHAEG

210 OeUTEPO PBAMA O EPWTWHMEVEG ETTPETTE VO KATAVEIUOUV OAEG QUTEG TIG
onAwoeig, avaloya pe 10 BaBud pe Tov otmoio dlapwvoucav i CUPPWVOUCaV UE
QuTEG, O€ pia KAipaka BaBuoAoynuévn atmd 10 «-5» (Ala@wvw TTOAU) €wg TO «+5»
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(Zup@wvw TTOAU) n oTroia BIEBETE T POPQPI UTTOXPEWTIKNAG KATAVOURS TToU €iBioTal
oTn MeBodoAoyia Q (Farquhar & Meeds 2007: 1212). O1 epwTwueVES ONAADN ETTPETTE
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Ewova 1.5.: To SeUtepo Brjpa Omou Kataveipovral ot SNAWOELG O KALpaKa Ao
-5 £wg +5

va TOTTOBETHOOUV CUYKEKPINEVO apIiBUO dnAwoewyv oTnv KABe oTAAN BaBuoAdynong
oupewviag o€ pia Trupapida Q (Westwood & Griffiths 2010: 582) (Eikdva 1.5). Akdua
KAl OTnV TIEPITITWON KATA Thv OTToia UTIpXav, Yia TTaPAdEIyua, TTEPIOCTOTEPES
ONAWOEIC PE TIG OTTOIEG KATTOIA EPWTWHEVN CUUQWVOUCE, ETTPETTE VA TIG KATAVEIMEI
Kal OTIG UTTOAOITTEG OTAAEG, OTTWG aTnv «0» n otoia atroteAouce Tnv «Oudétepn
otdon». Me autdv Tov TPOTTO avayKAZETAI O EPWTWHEVOG VA LEXWPIOE! TIG ONAWOCEIG
ME TIG OTTOIEG TTPAYHATIKA CUHQWVEI 1] dIAQWVEI TTEPIOTOTEPO.

270 TPITO BPA O EPWTWHEVEG KOAOUVTAV Va EAEYEOUV €K VEOU TNV KATAVOWN
TWV ONAWOCEWY O€ TTEPITITWON TTOU ETTIBUPOUCAV VA PJETAKIVAOOUV KATTOIO KAPTA, EVW
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Ewova 1.6.: TETopto Bripat 6TO OO0 OL EPWTWHEVES OXOALAIOUV TIEPAUTEPW
TLG SNAWOELG JE TLG OTtolEG cuppwVOoLV 1) SLadwvolv TTEPLECOTEPO
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oTo0 TETAPTO PAPa TOug {NTABNKE va EeTTeKTOBOUV TTEPICOOTEPO OXETIKA ME TIG
OnNAwaoEIg TTou €ixav TOTTOBETACEI OTIG OTAAEG «-5» Kal «+5», dnAadn TIG dNAWCEIG UE
TIG OTTOIEG TUPPWVOUCav 1) diagwvouaav TTepIoaoTePo (Eikéva 1.6).

27O TTEUTITO KAl TEAEUTAIO BAMA O EPWTWHEVEG ETTPETTE VA ATTAVTIIOOUV O€
KATTOIEG VEVIKEG EPWTACEIG 01 OTTOIEC APOPOUCaV TNV NAIKIO TOUG, TO AyaTTNHEVO TOUG
video game, 10 XpOVo atracXoAnong pe Tn dpactneIdTNTA, TNV KATOXNA i KN KOVOOAAG
KAl TO NAEKTPOVIKO MECO OTO OTT0iI0 TTaIOUV NAEKTPOVIKA TTaIXVvidla KaBwg £TTiong Kal
TO €AV €ival PNTEPEG, TTPOKEINEVOU VA EEETAOTEI KATA TI KAI N TAUTOTNTA TNG «KNTEPOG
gamer» (eQv Kal £QOCOV UTINPXAV CUPUETEXOUOEG Ol OTToieg ATav PNTépeg). Ol
TTOPATTAVW YEVIKEG EPWTNOEIC TTAPATIOEVTAI OTO TTAPAPTNUA TNG EPYATiag.

Oocov agopd OTO KOPUATI Tng €TMAOYAG Tou Ociyuatog Tng £peuvag,
eQapudéoTnKe PN MOavoTikn dsiypatoAnwia (Babbie 2011: 289) kal CUYKEKPIPEVO
ouvdudoTnNKav TPEIG TUTTOI QUTAG: N OslydatoAnyia «EUKOAIGG», N  OKOTTIUN
oclypdaToAnyia kai n dsiypartoAnyia xiovooTifadag (lbid.). O mTapamdvw TUTTOI
ociypaToAnyiag Bewpolvral KatdAAnAol yia pia peAETn Q a@ou o OKOTog NG
MeBodoAoyiag Q dev ival va evIOTNIOTOUV QITIOKEG OXECEIS OUTE VA YiVEl EKTIUNON TNG
KATAVOUNAG TWV TTaPATNPOUNEVWY ATTOWEWY OTOV EUPUTEPO TTANBUC O, AAAG avTiBeTa
va TTPOYUATOTTOINBEI O EVIOTIONOG KOl N EPUNVEIA TWV UTTOKEIMEVIKWV OATTOYEWV
(Davis & Michelle 2011: 568). Zuvemmwg o€ pia PEAETN Q O OKOTOG €ival va
TTPOCEAKUCTOUV OKOTTINO CUMUETEXOVTEG TTOU €xOuv augnuéveg mmolavotnTeG va
O106£TouV TTOIKIAIO OTTOWEWV Yia To UTTO hEAETN BEpa (Ibid).

Bdoel Twv mapamdvw, otnv mapouca épeuva 1o link Tng katavoung Q padi pe
T0 KATAAANAO GuUVOBEUTIKO Keipevo avapthBnkav ae eAAnvikd gaming forums, o€
oeAideg gaming oTo facebook kabwg kai o€ opiouéveg opddeg culiTnoNG yia gaming
(Westwood & Griffiths 2010: 582), o1 10TOTOTTOI TWV OTIOIWV TTaPATIBEVTAI OTO
TapdpTnpa TG épeuvag. EmmimmAéov, 1o link TG KaTavoung Q €o0TdAn e GTOUA TOU
Tepiyupou NG epeuvnTpiag (Davis et al. 2014: 60), Ta otroia e Tn O€IPA TOUG
avdaptnoav TNV €peuva ota Méoa Koivwvikng Toug AIKTOwoNG Kal o€ Oddadeg OTIg
otroieg eival PéAn, OTTWG eival ol O0eAidEG KOIVWVIKAG OIKTUWONG EKTTAIOEUTIKWY
IOpupdTWyY, v eTTavatmpowbnoav Tnv £peuva Kal o€ dATopa Tou OIKoU TOug
TEPIiYUPOU. 2TO OUVOOEUTIKO KEIMEVO TNG  €peuvag  emonuaivoTav o1l QuTh
OTTEUBUVOTAV ATTOKAEIOTIKA O€ YUVAIKEG AV TwWV OEKAOKTW ETWV Ol OTTOIEG TTaiouV
NAEKTPOVIKA TTaIXVvidla €iTe o€ UTTOAOYIOTH, €iTe o€ KOVOOAaQ, cite oTo facebook, eite
OTO KIVATO TTPOKEIPNEVOU VA KATOOTEI OAPEG OTIG UTTOWNPIEG EPWTWHEVEG OTI N £pEuva
Oev agpopd Pévo yuvaikeg ol oTToieg TTai¢ouv video games o€ kovooAa (Jenson & de
Castell 2008: 21).
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AvdaAvonm 8edopévwv pecw tov PQ Method

H €peuva dInpknNoe eVAUION PAVA PE TO apXIKO OEiyda aTOPwWY TTOU GUAAEXBNKE
va 1ooutal he 92 ouppetéxouoes. ATTO autd To deiyda  atmoppiglnkav  OKTW
TTEPITITWOEIG OTIC OTTOIEG Ol EPWTWHEVEG €ixav agiepwatl TTOAU Aiyo Xpdvo oTo KABe
BAua Tng katavoung Q evw dev gixav CUUTTANPWOEI KAl TO TETAPTO BAMA avATITUENG
Twv €mAoywy Toug. O Xpdvog TToU agiepwbnke oTo KABe PBAMG ATAv €QIKTO va
eAeyxBei KaBwg Kataypa@otTav autopaTa o€ OeuTEPOAETITA OTO apxeio Excel tmou
atroBnkeUovTav ol ATTavTAoEIS TV EPWTWHEVWY. Ol TTEPITTTWOEIG auTéG e€aipEBnKav
ammd TIG avaAuoelg emeldf UTTAPXE TTOAU aufnuévn mOavoTnTa Ol EPWTWHEVEG va
gixav ouuTTAnpwaoel Tuxaia Tnv Katavoun Q.

Katotv touTou, 10 TEAIKO Oeiyua atdépwy, 10 «P set» OTTwg ovopddleTal oTn
MeBodoAoyia Q (Davis & Michelle 2011: 568), Atav ico Pe 84 daTtoua. Zn
MeBodoAoyia Q 0O 10aVIKOG aPIBUOG CUPUETEXOVTWYV €ival, KaTtd Toug Watts kai
Stenner (Westwood & Griffiths 2010: 582), capdvta ue €fvia dtoud, apoUu 0 OKOTTOG
NG peBodoAoyiag dev gival n yevikeuon oTov eupuTEPO TTANBUCPO aAAG n dnuioupyia
TUTTOAOYIWV avOpwTTWY, OTTWG £xel TTpoavagepBei (Danielson 2009: 222). YuvEéTTwg
auTO TO OTTOIO £XEI onuaaia gival éva KaAd eTTIAEyuEVO Oeiyua aTtopwy TTou duvartal va
OI100£Tel TTOIKINIO aTTOWEWV ETTi TOU UTTO £¢€Taon BéuaTog (Ibid.).

MapbéAo Aoimmév TTou 10 TEAIKO O€iypa aTOPWY ATAV TTOCOTIKA TTAPATTAVW ATTO
ETTAPKEG, Oev uTTOpEl va TTapaBAe@Oei 1o yeyovdg 6T Ba PrTopolce va ATAV ApPKETA
mo uPnAd Adyw TnNG HeyadAng diddoong tmou cixe diadiktuakd 1o link TG épeuvag
Méow TNG delypatoAnwiag TTou akoAouBnBnke. Mia mBavr) €€rynon yia Tn PIKPOTEPN
aTro TO AVAUEVOUEVO CUMMETOXN €ival OTI TTApOAO TTOU €iXE KATAOTEI OAPES ECW TOU
OUVOOEUTIKOU KEINEVOU OTI N €PEUVA APOPOUCE «YUVAIKES TTOU TTAIOUV NAEKTPOVIKG
Taiyvidla o€ KovoOAa, otov utroAoyiorn, oro Facebook, oro Kivntd KTAT.», Kal
EMTTAEOV OTI «Eival avwvuun Kal OV EXEl VA KAVEI UE YVWOEIS AAAG e aTTOWEIS», Ol
UTTOYNQIEG EpWTWMEVEG €akoAouBouoav va aioBdvovral o1 KaAouvtav va
QTTAVTAOOUV WG «gamers» oTnv €PEuva Kal va ToTroBeTnBouv atrd autr) TNV OTITIKA
(Shaw 2011: 32). Towg Aoimmov emmeIdnf o1 TePICOOTEPEG Oev avTIAauBdvovTav Toug
€aUTOUG TOUG WG «gamers» dgv Bewpouoav OTI TOUG aQopouce n v AOyw €peuva
(Ibid.).

MNa v avaiuon Twv dedopévwy xpnoigotroinénke 1o PQ Method (Schmolck
2014), éva €1dIk& oxedlaouévo TTpoypapua yia 1n MeBodoAoyia Q wote péoa atrd
QUTOMOTOTTOINUEVEG avaAUCEIG Kal €V TEAEl HEOW AVAAUONG QAVECTPOUMEVWV
TTapayovIwyv va avaduovtal ol dIoKPITEG ouddeg aTOuwyY TTou polpdlovtal KATTOIEG

KOIVEG atroyelg peTacu Toug (Thompson et al. 2012: 31). ZuvodeuTikKd Pe TN Afjyn Tou
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Tpoypduparog amd 1o AladiKTuo TTapEXETAl KAl TO AVTIOTOIXO €yXelpidio (Schmolck
2014) oto oTroio emmegnyeital avaAuTika n xprion Tou PQ Method.

A@ou cionxbnoav oTo TPOYpaPua ol dNAWOCEIC Kal Ol KATavopés Q Twv
EPWTWHEVWY, TTPAYMATOTTOINBNKE N avdAucn Twv 0edouEVWY PE TNV agloTroinon g
Avaiuong Kupiwv Zuviotwowv (Principal Component Analysis) kai TnNg TTEPIOCTPOPNG
Tapayoviwyv «Varimax» (Orchard et al. 2015: 1554). H emAoyry Tou apiBuou Twv
TTapayovIwy yia e¢aywyn (factor extraction) kal ev ouvexeia yia mepiotpo@r| (factor
rotation) armroteAei pia yevikdtepn TmPOKANon otn MeBodoAoyia Q (Thompson et al.
2012: 31) kai oTnV TTPOKEINEVN TTEPITTITWON BacioTnke oTnV agloAdéynon ouvduaouou
KPITNEIiWV.

ApXIKG e€get@otnkav ol I0I0TINEG (eigenvalues) Twv TTapayoviwy  TTOU
mpoékuwav ammd Tnv Availuon Kupiwv ZuvioTwowv, Ol OTToieg TTPETTEI va gival
MeyaAUuTepeg ol ioeg Tou 1.00 (Watts & Stenner 2005: 81). Emeidy 6pwg T0
TTAPATTAVW KPITHPIO deV apkKoUoE KABWG TTPOEKUYAV OPKETOI TTAPAYOVTEG TTOU VA TO
IKavoTroloUv, agloAoynBnke kal n TocooTidia  dlakUuavon Twv  TTapayovIwyv
(percentage variance explained) (Thompson et al. 2012: 81) (Mivakag 1.1 aTo
MapdapTtnua). Z10 eTOuEVO Bripa TNG avaAuaong, OTToOU Kal EI0AyETAl OTO TTPOYPAUUA O
€mMOUUNTOG ApPIBPOG TTAPAYOVTWY VIO TTEPIOTPOPN KOl €V TTPOKEINEVW YIO TTEPICTPOPN
Tapayoviwy péow Varimax, €£etdoTnkav OOKIJAOTIKA Kal TTEIPAPATIKG SI1dpopol
apiBuoi TTapayovTwy, eUPOUG aTTO TPEIG £WG OKTW, TTOU €ival Kal 0 PEYIOTOG duvaTOG
apIBUAG TTapayOVTwWYV TTOU JTTOPEI va eloaxBei yia TTepiaTpo@r) ato PQ Method.

ATIO auTr) TNV TTEPICTPOPN TTapayovTwy TTPOKUTITOUV Ta «@opTia» (loadings)
TOU KABe cuppeTéXovTa yia Tov KABe éva amd Toug TrapdyovTteg. Npokeiyévou va
BewpnBei évag TTapdyovTtag wg pia dlakpITr, éykupn Kal OUVEKTIKN dmmoyn Ba TTpETTEl
va atroteAeital ammd  TOUAAXIOTOV OUO CUMMETEXOVTEG OI OTToioI  va  €XOouv
TTPayYHaTOTTOINOEl UYPNAd «@opTiay POvo o€ auTtdv Kal Tautdxpova XaunAd oToug
uttéAoitroug Trapayovteg (Watts & Stenner 2005: 81). T€Aog, agou TTpayuaToTToIinoEi
N €¢aywyn Twv TEAIKWY TTAPAYOVTWY HPE TO QVTITIPOCWTTEUTIKA TOUG «@OPTia» Kal
E€Xouv oAokAnpwOei o1 avoAuoeig, €gdyetal amd TO oUCTNUA €va Qpxeio TTou
TepINAPPBAvVEl TOUG TTIVAKEG TTOU A@QOPOUV TNV EPUNVEUCIUOTNTA TWV TTAPAYOVTWY,
OTTWG €ival 0 TTVAKOG JE TA «Z-Scores» Twv ONAWOCEWYV TTOU AVTIOTOIXOUV OTOV KAOE
TTapdyovTa Kal TTou ONAWVOoUV TN onUavTikOTNTa TNG KABE piag dnAwaong yia autdv. H
duvaToéTNTa €PUNVEIag Twv TTAPayovIwy Péoa ammo Tnv afloAdynon TnG KATavoung
TWV dNAWOEWV Kal n UTTapgn €mapKoUg aplBuou dIakPITWY dNAWCEWV Yia ToV KABE
TTapdyovTta atroTéAegav Bacika KpITApIa yia TNV TEAIKA €TTIAOyA Tou aplBuol Twv

TTapayoviwy yia egaywyr (Watts & Stenner 2005: 81-82).
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Katémyv Ookiywv Kai Bdoel Kupiwg TG duvartdtnTag va epunveuboulv ol
eCayoOuevol TTaPAYOVTEG, TOCO OTOMIKA aAAG KAl CUYKPITIKG WETAEU TOUG, O TEAIKOG
QPIBUOG TTAPAYOVTWY KOl KATA CUVETTEIO DIAKPITWY OUAdWYV TToU TTPOEKUYav, IcouTav
ME Téooepis. H AUon auth Twv Teoodpwv TTapayoviwyv agopd oto 86,9% Tou
OUVOAOU TWV aToPwWV KaBwg atro TIg 84 katavouég Q eCaipédnkav oi 10 ol oTToieg dev
gixav TTPOAYMOTOTIOINCEI ONUOVTIKG  «@OPTIO» O€ KaAvéva ATTO TOUG TEOOEPIG
Tapdyovieg. To «@opTio» TNG KABe onuaivoucdag KATAvoung yia TOV AVTiOTOIXO
TTapdyovta £xel emonuaveei autoparta pe «X» atmd 10 TTpdypaupa (Mivakag 1.2,
MapdpTnua).

O1 Téooepig opddeg TTOU TTPOEKUWAY EPUNVEUTNKAY BACEI TNG KATAVOMNG TWV
OnAwoewv TToU €xel TTpayuaTotroifoel N kaBs opdda (factor arrays) (Mivakag 1.3,
MapdpTnua) Kal TG avriotoixng Baputntdg Toug (factor z-scores) OTTwWG €TTioNg Kal
Bdoel Twv ATTAVTAOEWY TWV EPWTWHEVWY OTIG QVOIXTEG EPWTNOEIG OTTOU OXoAialav
TEPAITEPW ETTI TWV ONAWOEWV ME TIG OTIOIEG CUP@wWvoucav 1 dlagwvouoav
mepioadTepo (Orchard et al. 2015: 1554) TTpokeluévou va UTTAPEE! Wia «TT10 0AIOTIKN
avarrapaoTacn NS mMOAUTTAOKNG, TTOAUTITUXNG AAAG TaQuTOXpOVA CUVEKTIKAG ATTOWNS
Tnv omoia poipalerai uia oudda aréuwv» (Davis & Michelle 2011: 571). O1 T€00€pIg
OHAdEG UTTOPOUV TTOAU OUVOTITIKA, XAPNV AVOAUTIKAG EUKPIVEIAG, VA TTEPIYPAPOUV WG
£gNg:

e H mpwTtn opdda, n O1, amroTeAgiTal aTTO EPWTWHEVEG O OTTOIEG BEWPOUV OTI
UTTApXel OeglIopog  oTo  medio Twv  video games kal  emITTAéOV
avTiAapBdvovTal Toug EaUTOUG WG gamers.

o H 0eltepn opdda, n 02, amoteAsital amd EPWTWHEVEG Ol OTIOIEG
avtihagBdvovtal Toug €QUTOUG TOUG WG gamers, To Tovifouv Kal
olaxwpiovtal atmmd TIG UTTOAOITTEG, vy OEv EVOXAOUVTAI ATTO TOUG UTTEP-
0£EOUAANIKOTTOINHEVOUG XOPOKTIPEG OUTE ETTIBUPOUV VA TOUG GAAGEOUV.

e H O3 atroteAcital amd €pWTWHEVEG 01 OTToiEG dev avTIAAUBAvovTal TOoug
€autoUg TOUG WG gamers, Taifouv «casual» Traixvidia kai Bewpouv OTI
uttapxel oe€lopdg oto medio Twv video games pe Tov oTroio dev givail
EUXAPIOTNUEVEG.

e XTnv TETOPTN Kal TeAeutaia opdda, Tnv O4, o1 CUpMETEXOUOEG Oev
avTiAauBdvovTal Toug €auToUG TOUG WG gamers Kal €X0UV apvnTIKA €IKOva
ylo auTtoug, evw Ogv €XOUV Kavéva TTPOBANUA YE TNV avatmapdoTaon TOu
yuvaikeiou gUAou oTa video games Kabwg dev TIG evOIOQEPEI YEVIKOTEPA TO
Mégo 10 oTT0i0 BeWpoUV Jia acruavtn dPacTNEIOTNTA.

2Tn cuvéxeia akoAouBouv n TTEpIypa®n Kal N avaAuon Tng kA ouddag.
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Opada 01: ou «Girl Power» video gamers

O mpwtog Tapdayovrag e€nyei 10 16% TnG diakUupavong PE TNV avTioToixn
opada va armoteAeital amd 28 dropa. H opdda O1, émmwg @aivetal kai otnv Eikéva
2.1 e TNV KOTAVOPNA TWV ONAWCEWV KAl TWV «Z-SCOres» Toug, £XEl TOTTOBETACEI

uwnAoTepa (42, +5) Tn dAAwaonN TTeEpi emBuUPiag yia TTI0 uyif Kal PEAAICTIKA YUVAIKEIQ

Factor Scores =-- For Factor 1 xou Distinguishing Statements for Factor 1
Both the Factor Q-Sort Value (Q-SV) and the Z-Score (Z2-SCR) are Shown.
(Asterisk (*) Indicates Significance at P < .05.
2 Asterisks (**) Indicate Significance at P < .01l.)

No. Statement No. Q-SV Z-SCORES

42 Ao fBsha va Sw neproocdrepeg yvvalxeg-npuiaywvioipieg otx video games 42 +5 1.660**
or XoAUTEpx, UyLl) Xt prodilotixké& yuveixela npéiuna yiatri pe cvoxAct
o unepfohixé ocfovadixonoinuévos 1pdnoc ometxkdviong 1oug. —

22 Aev undpxet timota xoxd Ot1o v gloci gamer. Eyd sipot gamer,ayomd to 22 +5 1.606**
video games, 1Ti1¢ 1otr0pieg TOVUG, 1N Suvardinix va o 1xfi1dcvouv

4 T« video games cival ouvapnootik& yioarl civer €fvag 1pénog va nxifoupr 4 +4 1.472*
Sibpopoug pbdhoug, elie avdpikol¢ site yuvaikeloug, va Soxipkooupes véeg

44 Miotevw 611 © 1pdéno¢ nov cameixoviletar n yuvaixa ot nAexipovik& 44 +4 1.404**
notxvidio pnopel va emnpeéoet 1ov tpbmo mou aviipstwnilouv ot
e R L N N R e o e e e e e e o e e T
37 Dpoaypotik& Sev pe omooxohel 10 @UAO 10U yopoxifipa (avatar) ue tov 37 +4 1.280**
onoi{o noilw xot 10 £&v un&pxouv yuvaixeg fj 6xt oto norxvidi.Apxel

e Ly L L B B 2 T T T e
47 Mov opfosiL oL yuvaikelor xopoxifipeg (avatars) va elvar Suvarol, pe 47 +3 1.224

...... - AVLQEANQIONON. KoL, SXVOINTEC_XORIC. ¥or £ lven, NIFR 0Ll QVOALKOBOIANEYO e oot
38 Me vour&lsi va civor svdiopépuv o xapoxifipag (avatar) sites &vdpag 38 +3 1.205

o SLLE_YUValxe, vo £xei P&Bog xo vo por&isi pe mpoyMarixd SvBpEO. | .. ioicicieeeicimimimaemee
18 Exouv dixio oL pruiviorpiLeg nov Siapopivpovial yia 1ov osfiopd ota 1 +3 1.003**

| ._._.-VYideo games xou yie 1oV Migoyuvioué mou smixpatel oro x@&po Iov gaming. .. _._.___
28 H mpoyporixl) yvvaixa gamer civer omdl), xa@nuepivi) oldte Ppoviogav&lc:. 28 +3

I % W+ A &AW '# L= UL T2 A3 A o (ofoe) 1 TR SRR S T TR G R € Y A 3 5 1y
17 E&v Sgv x&vouprs x&rt v Seifoupe 611 ki epeig¢ ot yuvaixeg noiloupe 17 2

video games Secv npéxeitar v cAA&EeL n £xBpixf) xTpdoPxLpa 010 Xdpo
.. 10U gaming ko VEVIXOIEpO N, OAN XaT&oTaon omfvovTy OILig VUVelKeg. .. _._...
2¢ Mov opforct va Afw 61t cipot gamer, Ot via va pafrife tnv npocox) 29
oadd& viarl slpon nepfpovn yic outd xor Sev OpOKeLIXNL v OTOUXTHON V&
noile ene1df) eipot yuvaixka kot xGnoiot miotelouv nug npémet vo £lpot

«Qrny, xoulive pou».

23 DMpotipd o pov toawpiéler nepLoodicpo n £fxgppoon «noilw video games» 23 +2 0.778
oané 10 «cipot gamer». Moile ynpraxd naixvidix yio va nep&ow xohd& xou
....... RT3 (o AT 28 | IR DAV GV THID 2 B L 4 - s S
1 Mpaypat ixké 10 omexB&vopxt Stav Afve video games «yio xopitociomw.Ta mio 1 +2 0.726

ouvapneot Lx& noixvidix nov £xovv Sphkon xai nepinficia omesuddvovian/

vmzme = BROGOOGVINN STOVG GubpEc, evh OTLG YUVOLKEQ ol XOPUTONEV «pOLR BOLXVIBLO, .. cimimimsmimeasn

12 Koup&otnka voe tipot N «yuvaixka nov nails: video games» Xal Vo pov 12 +2 0.700*%*
Afve 611 elpxt MOAU Ko NUIKIPpIX «yilax xKopitoil». Eilpat &vBponoc!

"38 TRV Eipxt EUXGPLOTNREVE] Vi TOV 1POHC PE TOV ONOLO GVOMGPLOTGVI&L oL 36 41 0.615%+ "

yuvaixeg ot video games. Zzpridilovial xat un&pxouv HEVO yio Ve
Lo LROVOMOLOTN XOU - QUSPUKE BANBUONGL oo/, ovuim oz s s e R e o o R o S S S L e
31 Evag Baotxé6g Adyog nov molAég yuvaixeg dev nailouv video games sivor 21 +1 0.545**
enedf cvtk cnevBivovia: o avdpixd xoi1ve.l1 avtéd nmpéner va ahA&ict
s o TR AUOVO VLG CUBRECH VEDTPORIM.. o osw s s i S B s SR A R S S B R AR B st
26 Gamer £ival QUISE NOU EVNUREPAOVETINL TOKTLKE, £XEL MOAAEQ YyvhOorig, 26 +1 0.467
aoyxohe (1o, Stapélet yia 1o video games, pthéer os Siadixivoxd forums
vmsmem XA, QUTK KXot VEVLIKOTEPX opLEPOVEL TMOMMEC GOEC: . .o cicimimsmimimimimimsmimsm s a s mrmims mr sz ot men
& EvBovoi&lopoar Stav ouvavid f yvwplile xonfleg nov noilouv Xt outég e +1 0.461*

%) H Bropunxavia tov gaming $riéxvetr nAcxipovixd noaixvidia pe &udprg otro 7 +1 0.363
puohS kot evBapplvel soxsppéva tnv 6An 18&x 61t 1o video games sivet

b e L e T L L s T e e T L e e s ema e oo ol e d o o o 4l S o o o & 0 . @ e o o b o 6 o @ G o m 4 o b amn

45 To 18avikd via péva civar o1 yvvaixkeiol yxopoaxifpeg (avatars) oto 45 +1 0.336
... video games elvo vor elvor offy xat SUvoplXol YOUTEXEONOL . .c\;e;ememimimsasmsmsmsmemtmamomsmsmen
21 AVAX® 010 2% TOV yUvaiXdv gamers nov NpoyRaT LX& Toug opfoei v 21 +1 0.327
nai{ovv video games yix 10V fovwtd 1T0UC.OL neploodicpeg nailovv
.. NRLoxE mouxviSia yio ve plfouy Gudpeq ot vor TPoPALOUY, TOY_MPOCOXM:. .. m.cucrcecemimemem e e
2o Hperiné ve naileo video games povn Hov omd 1o va nalle nue mepge. 2. ._.0_ _0
1¢ Ot yuvvxixkeg poBaivouv omé pixkpég 611 nmpénet vo sival fpepeg,pLifouvxes 19 0
X0t voo unv 1oug opfoer n Pla yia outd xor Stav peyoeddoouv Seixvouv
Lsiacs npotiunon _of mio_«casualy (xodopd) video games f of eidn xwpls Bloe . ... . ._._._._._.
34 Orwpd nwg ot «casualy {xohopoi) noixteg givar gxeivotr novu Sev noilouv 34 0 0.2€1

video games ouxvé, npotipoUv xohapd xal cUKOAX moixvidia mov omaiioldv
Alyo xpévo (n.x otro facebook) ouvhABwg¢ oto xivnidé f oro tablet.

Ewova 2.1 : Hivaxkag pg karavopn) dnpoozov nia v opdada O1. To éva astepaxt (*) dimha o8 z -score vrodphovel
CTUTICTIKG) onpravrornra 7w p <.05. Ta 2 aorepaxia (*%) viwodniodvouy 6TatoTiK orplavroryra yia p < 01,
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35 Asv CUNPOVA HE XUTH Tn SL&KPLOoN PETod¥ KOKANPOMUPNV LKAV KoL KXCAXPOV» 35 (o] 0.169
nolxIeOv. OAol moixteg sivol, xol outd omdé sivol «dn8sv» topméleg.

a Otov noile dLtadiktvaxkd (online) nolxvidia, amopelyw v XPNOLHOHOL® a (0] 0.104**
Yeuddvupo mou v Poptup& OTL slpol yuvaika ylioatl O0Toav ovaKoAUITOUV
....... OF.n. 2 loa YV oRX LIQUY, QL. SNOREC. IALKT S ¥ PO LNV, JIERL OV N m s e v st s s s bt e e e
40 E&v £x@ 1tn duvatdétnta va snitAffm 10 @UAO TOU Xopaxkiipox (avatar) ps 40 [0} 0.065*

onoio Bx noifw, B smLAffw yUuvaike GOTe vo umopd va Tovtilopxl ps outnh
Kol vor spfubilonxt o1o moLxvidi

48 Nopilm sival Kalpdg va opXilouv va «ydUvouv» Kol 1oug &vdpeg OTx 48 (0] 0.050
_______ video games_@ota_vx VHERXOUN KL &vREC KL, VUVKIKEC OFLU Q8. OUT&: .o icimimicimimic e
27 Ané 1n OTLYuR movu noilel Koveig NASKIPOVLIKE molXvidio, cavef&pinto and 27 -1 0.024

10 @UAOo TOU, omd To méon Opx, 1o £idog Teov nxLxvidiLedv KoL 1o s&v noxilel
OTNV KOVOOAX, OTOV UNOAOYLOTH § OTo KLvntd, ylx pivo siveol gamer.

3 H«xiloups ps
OeT e DEVLY

oL smox£¢ movu to video games ﬁ{av yix Aivouq. Todpot SAOL
noilouvv kot #xeL yiver ploa dnupoplAng SpooctnpLdinta ps to casual

39 BAfnw 1ov Xopoxifpx (avatar) o1o mnoilxvidl of¢ cvoanop&oTxorn ToU sxuloy 39 =0..601+**

15 Otab'n&i(m eo games ps &Gvdpsg vLIdBw OTL
ONWOBAMOTE—KAT L OV VO EKIPOOWI®O OAEQ TLE YUuvaikeg f smns1dn ot

E—— = ANRREC L QTENOUV. OF. L. 80 XXEP. AL B ALMAL . KRR LTS e it mrmcme i s
Lo

L

l=lulele
1| 0 CUVIPpOoPSE TOUg N K&VOUV Hmopfor Kuo6vo ps &udpsg» moté Sumg oL
________ (8lieg. Sev. 0o 6oXOANOOTY. Vo I TEOUN RATL RUUNOUPLGL 0o o s e S e e

49 Asv £Xx0 KOVEVH cIIOAUTIWC OpOBAnpo pns toug vnspPoliké& csfovohixomoLnué— 49 =2 =1 072%%
VoUg yuvalkeioug xopaxifpeg (avatars) otox video games —amesvowtiog

| i SIS L O R OELON BTN O KO O VE TIOCT OINOML IO o simipimsimso im0 i s o om0 001 o i
43 BooLK& o OAOUC pfcel 10 wPXio Kol HMOUA&KEL, KXL IPOCWILKE IPOT LHG 43 =8 =1.120
vo BAfnw ot video games KoUkAd&peg onwg n Lara Croft nopd xoavovLIkKEQ
I L (1 11 LU S S VY =Sy Y USSPt Y S S W U, 0 T S S P S0 SV NS 10 WUy T W P
25 O tumikég gamer sival O «omocikAxg» mou Afps, mou dsv £xegL [(of KXL 25 -3 -1.265
vmrme e SRR HQVAXIKQC, XL KEPETOL  OREC  QIFASLOI AC X A0 L{E . LideO, JAMEHr.aimimimimsmimim e m e
11 Eival moAU oortsio va pLA&us yix osflopd ota video games — sivol 11 =3 =1.524%%
_______ nouxviSie 6xL 1 mpoypxtikh {ofi otny omolo umspxouv, To ohnOuLvé MPOoBAAMXTOL . _._._io.o.o.o.o.-
13 OL @spLVvicIpLEg, HOOU JLoPpPTIUpOovVINL YLl OsfLOHO ) YEVLIKOTEPO YLO 13 =3 -1.548

Yix aviobinta 1tev d0o pUlenv, omAd puLoolv 1oug &vdpsg kol B£Aouv v

10 TIpopavdg Kol £x0Ups SLQOPEeT LKEQ OpOoTLUfceLg ommd Toug &vdpsg opold 10 -4 =1o571%*>
s TENOLE BLOROVIRG, SIOUOPEL LED L, . s gnasu s s s s oo rar s e S L s
14 Asv vn&pxel KovEvog o£fLOu6g otx video games — oUT& QVAKOUV OTO 14 -4 =1.61e**

nopsAB6v. H Lodtnta petaéd teov %o pUlwv sival nAfov dsdopfvn kol
TS T OTon moillo UNg Lak& HNLXVISLK P oySpLla VIGBe 6TL HpEmEl v HpooHoLoGRNL 5 -4 —1.702 "
- QTL. D8N AT KKTEPEANQ . X EX VY. ST ATOKO LN QMeIL 2T Q. UL KA L. oM. .RO2 0D m i e -
8 OL mopaywyol twv video games Ssv givol uvnoxpswpfvol vo okUfouv oTLC
anxLTHoe L K&Be P LovoT LKAG op&dag. E&v Aolmdv KAMOLEQ yuvaikeg

46 Asv PBAfOm Kox6 010 vor amelkovilovialL oL yuvxikeg wg odUvapusg KOOmEAeg 46 =5 —-2.008**
mou mpfmsl v cwBoUv, ocpoU oL &udpsg £X0UV £UPUIN TNV KUpLopxio Kot
Tnv entBupic v OpoocTxtedouv TLE YUVXIKeg.

Ewoéva 2.2: Soviysw tov ITivoxa 2.1
TPOTUTTA OoTa video games kal T dAAwON yia Tnv UTTEPAOTIION KOl KATOXNA TNG
TAUTOTNTAG TOU gamer (22, +5). O1 epWTWHEVEG CUPPWVOUV TTOAU OTI Ta video games
gival ouvaptracTikd (4, +4) kal 0TI dev TOUG ATTOOXOAEI TO QUAO TOu avatar étav
maifouv (37, +4) evy Bewpolv TTWG Ol AvaTTAPACTACEIS TOU YUVAIKEIOU QUAOU o€
auTa duvavTal va ETTNPEACOUV TOV TPOTTO TTOU O avOPIKOG TTANBUCHOG QVTINETWTTICE
TIG YUVaikeg (44, +4). Ev ouvexeia dnAwvouv TTwg €TTIBUPOUY va gival evOIAQEPWYV O
XOapakTApag (avatar) ota video games (38, +3), Ol yuvaiKeiol XOpakTAPES va gival
duvaToi, huE auToTTeETToIBNON AAAG OXI uTTEP-OeCoUaNIKOTTOINUEVOL (47, +3) KAl TTWG
Bewpoulv OTI 01 PeUIVIOTPIEG £xouv BiKIO TTou dlapapTUPOVTAl yIa TO OEEIOPO oTa video
games (18, +3) kal 6T n TTPAYMATIKA yuvaika gamer dev «Bpovio@wvaler» Ot givai
gamer (28, +3).

ATIO TNV AAAN pepid, (Eikova 2.2) n opdda O1 mmoTelel 6T gival TpoBAnuaTiké

va TTapouciddovtal ol yuvaikeg w¢ aduvapeg oTa video games OTO TTAQICIO TNG
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O1dowaong Toug ammd k&molov avdpa (46, -5) kai dlapwvolv pe TN dRAwaon Ot «n
Biounxavia Twv video games dev gival UTTOXPEWMEVN VO UTTAKOUEI OTIC ATTAITOEIG
MEIOVOTIKWY OPAdwy OTTwG ival ol yuvaikes» (8, -5). O1 epwTwpeveg dev aiobBavovral
OTI TTPETTEN VA TTPOCTIOIOUVTAI OTI BEV T KATAPEPVOUV OTaV TTaifouv pe avopeg video
games (5, -4) kal dev MOTEUOUV TTWG T dUO QUAQ £XOUV DIAPOPETIKEG TTPOTIMNATEIG
AOYWw BroAoyikwv Eu@uAwyY dlagopwy (10, -4) ) 6T dev uTTdpXEl oegiIoudg oTa video
games (10, -4) aAA& avtiBeta avmIAauBdavovtal TIG OOBRAPEC KOIVWVIKEG TOU
emmTwoelg (11, -3). EmmAéov, n ouydda O1 dlagwvei hge To OTI O YEUIVIOTPIEG TTOU
dlapapTUpovTal yia o€gIopd atrAd pIoouv Toug avdpes (13, -3) evw dev Bewpei Tov
TUTTIKO gamer wg T0 «JOVOXIKO ‘OTTagikAQ’ xwpi¢ Cwr» (25, -33) kai dev TTpoTIUdE! va
BAétTel oTa video games pévo PQAVICIUOUG YUVAIKEIOUG XapaKTAPES (43, -3).

O1 dU0o BaoikéG TTAPAUETPOI TTOU BIETTOUV TIG ATTOWEIS AUTAS TNG opddag eival
até T pia n apvnTikA otdon amévavt 010 OEIoPO TToU uioTaTal 0To TTEdIO KAl TO
TTEPIEXOMEVO TWV video games Kal atrd TRV AAAN PepPIG n BeTIKA oTdon atTévavtl oTnv
TQUTOTNTA TOU gamer Kal TIG EMTIEIpiEC TToOU TTpooépel To Méco. H Tpwtn
TTAPAUETPOG TTPOKUTITEl, OTTWG Ba TTapaTneEnBei kalr aTn cuvéxela, amo TNV emMOuia
TNG OMAdAG YIO avTioTAon ATTEVAVTI OTOUG KOIVWVIKA aTTodIOONEVOUG EUPUAOUC
poAoug (Dmitri Williams et al. 2009: 702) yevikétepa, n oTroia UTTOPEi va BpeEl
£QAPHOYI KAl OTA YNQIOKA TTAIXVIdI TTOU ATTOTEAOUV £V DUVANEI KOIVWVIKOUG XWPOUG
yla TETOIOU €idoug KoIVWVIKEG avTioTaoelg (Delamere & Shaw 2008: 283).

Avao@opIKa pE TNV TIPWTN TTOPAPETPO, Ol EPWTWUEVEG avayvwpifouv Tnv
umapén oefiouou, OxI JOvo aTov TPOTIO TTOU AVATTAPIOTATAl TO YUVAIKEIO @UAO, OAAG
YEVIKOTEPO OTO XWPO TOU gaming, evw avTIAauBAavovTal Kail TIG EUPUTEPES KOIVWVIKEG

TOU ETTITITWOEIG:

«H yuvaikeia €IKOva OTIC TTEPICCOTEPES TTAATPOPUES OIKTUWONG, OTTWS Kal oTa games,
OUVOEsTal aTTOKAEIOTIKG e T OgouaAikdTnNTa Kal TNV €EWTEPIKN  EUPAVION TOU
XAPAKTNPA, XWPIC va avadeikvuovTal XapakThpIoTIKG TTpOOWITIKOTNTAS OTTwS T0 8dpoc,
n mmoAuunyavia KTA. O poAog roug dnAadn aiverai va eivai v TéAel dlIakoouUNTIKOSH

(epwTwpeEVN 1).

«Exw akoUoel apkeToUs va Aéve va mAGvw mmidra 1 va pou Aéve [oTi] BéAouv va kGvouv

Ta maidid pou e éva game. Oy pe kavévag oe€loudg...» (EpwTwpevn 30).

«H utrepBolikn oeéoualikorroinon NS yuvaikag 0sv Ba ETPETTE va UTTApXEl TTOUBEVA.

Kard ouvémeia oUte kai ara video games. Kabwg¢ mepvasl AdBo¢ mpdruma yia tnv
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yuvaikeia opop@id, tnv tautotnta, aAAa kai tn 6éon TG yuvaikag oTnv Kolvwviax

(epwTwOPEVN 81).

«O uIuImiou6¢ O0UAEUEl Ox1 uOvo aTo LIKPG TTaidid (w¢ diadikaaia ekuadnans) aAAd kai

OTOUG EVAAIKES, LUE TIS IDIEC TTAVTA OUVETTEIES OTI CUUTTEPIPOPG» (EPWTWHEVN 65).

«®avAog kUkAo¢. H Biounxavia miaredel 611 WS KOIVO- TOX0S O YUVAIKEIOS TTAnBUGLIOS
ocv mpoopéperal amméd drmown £€€AiEnc kai tdipou. To avopiké Koivé ueraéu moAAwv
Adywv O6Twe n nAikia N Ta KoIvwvikG TpoTutra TTepiuével oeoualikommoinuéva aBarap
Kai n Biounxavia n omoia amoreAsital aguxvd emmiong amdé AvOpeSC TA TTPOCQPEPEIN

(epwTwOPEVN 32).

H avayvwpion kai n  katadikn Twv — 0€EOUANIKOTTOINUEVWY KAl
QVTIKEIMEVOTTOINUEVWY YUVOIKEIWY XapaKTApwy Kal n €mbupia yia duvatoug, Je
QUTOTTETTOIONON, XWPEIS Tn O£EOUAAIKN] TTAPOUCIa XAPOAKTPES, ATTOTEAOUV HOPEPES
«avrioraons oric mapadooiakés avriAfweis yia 1o uAo» (Delamere & Shaw 2008:
295) Kal CUYKEKPIPEVA «OTIC TTAPAdOTIaKES 1I0e0Aoyies yia T BnAukdrnrtax» (lbid.). H
QvTiIOTAON QUTA TOTTOBETEITAI ATTEVAVTI OTIG OTEPEOTUTTIKEG QVTIANWEIG TTOU apopoUvV
oToIxeia TG00 TNG YUVOIKEIOG TTPOCWTTIKOTNTAG, OTTWG €ival n aduvauia Kal n
atmooTpo@r) oTn Bia, 600 Kal TNG EEWTEPIKAG EPPAVIONG, OTTWG N BNAUKOTNTA Kal N

0e£EOUAAIKOTNTA.

«Eivai ToAU 1o eAcUBepo va emAé€eic Eva xapakTRpa mou 0 UVAUIGLOS TTOU EKQPAlel
o¢v egival pia ogéoualdikdtnTa TOU avaykaoTiKG ammeuBuveral aTtous avopes aAAd uia

ouuTttepipopd autovoun» (epwTtwuevn 11 yia dnAwaon 47).

«Hrav ro mpwro mpayua tmou e evoxAnoe orav émaiéa mortal combat. Evw Bphka
O1aoKedAATIKN TN Paxn (TapoAo mou Bewpeital avipikn) ue evoxAnaoe mou o€ umopouoa

va éxw éva gualoAoyiko yuvaikeio xapaktipa va maiw [..J» (EpwTwuevn 22).

2TOoV TIAPOTTAVW OXOAIQONO @QAiVETOl N APQITAAAVTEUCN TNG EPWTWHEVNG
METAEU Tng e€TmiKANONG KAl TNG TOUTOXPOvNG €TOudiag yia avaTrpoT Tng
apoevikoTnTag (Beavis & Charles 2007: 699) TTpoKeINéVOU va KATAOKEUAOEl TN OIKA
NG TAUTOTNTA. H epwTwpevn avagépel dnAadh TTwg Pprke T Paxn d1aokedaoTIKN,
TTPOCTTIABWVTAG va £ENYNOEI TTWG YVWEICEl 0TI auTh Bewpeital «avdpikn» dlackédaon,
Ox1 OTl €ival, kal 6Tl TO EUTTOBIO OTO va ATToAAUCEl TO TTaIXVidl £YKEITO OTOUG UTTEP-

0eEOUAAIKOTTOINUEVOUG Yuvaikeioug XapakTrpes. Mapatnpeital dnAadn Tautdxpova
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«n mapdbeon aAAd kai o avaoxnuartiouos piagc oratikng avriAnwnc g EUQuAng
rautrétnrac» (Beavis & Charles 2007: 700) yéow TnG a1moddUNCNG TNG OTEPEOTUTTIKNAG
avTiAnwng TG BnAukdéTnTag, avrimapaBailAoviag atrd Tn pia Tn dlaokédaon e Biaia
TTaIxVidIa TTOU VOOUVTal WG «APOEVIKA» aAAG TauTOxpova Kal T SUCAPETKEIQ VIO TOUG
0£EOUAANIKOTTOINMEVOUG YUVAIKEIOUG XAPOKTHPEG.

210 idlo TAQiCI0O TNG avTioTaoNG OTIC TTAPAdOCIAKEG  AVTIANWEIG  TTEPI
OnAuKOTNTAG evidooeTal Kal n évrovn atrodokiyacia Tng opddag O1 yia Tn dRAwon
TTou agopd Tnv UTTapén adUVAPWY YUVOIKEIWV XOPAKTAPWY KAl TV «EPQOUTNY
KuplapXia Kal TTpO0TATEUTIKOTNTA TwV avOpwV OTTWG Kal yia T OAAwon OTI TTPETTEl va
TpooTrolouvTal 6T &ev Ta  KATA@Eépvouv OTav  Traifouv pe  Avdpeg yia  va

QVTOTTOKPIVOVTAI OTO «YUVOIKEIO TOUG POAO»:

«Or1 yuvaikes O¢ev gival adUvaues Kal o€ Kapia mepimrwan 6€ xpeiddovral tn Bondeia twv

avipwvy (EPWTWHEVN 77).

«Me autév Tov 1p0TTO OX1 L6vo utroBiBalerar To yuvaikeio @UAo aAAd kai auédverai

UTTEPBOAIKG Kal O EYWKEVTPIOUOS/VAPKIGTIGUOS TwV avipwvy» (EPWTWHEVN 54).

«Aev mpoarToloupal TITTOTA yia va xapeEi Kavévag avw Twv 5 Erwv. Karapxds oev
UTTAPXEl KATTOIOS YUVAIKEIOS POAOC Kal €TTioNS autog gival 0 KAAUTEPOS TPOTTOS va
Slaiwviorei To mpdBAnua. Av o avrimralog eivai sore loser mpdLAnua tou. Eyw 6a maiéw

Omwg mailw Kai av xGow Kpiua, av viknow viknoa» (EpWTWHEVN 3).

ATIO TNV AAAn uepid, agloonueiwTo gival To yeyovog 6T Ta «UEAN» AUTAG TNG
opadag dnAwvouv TTWG dev TOUG aTTaoXOAEl KaBOAou To QUAO Tou avatar o€ €va
video game. Mia mBavr e¢Aynon eival 611 dev aigBavovTal TNV avaykn va tauTifovral
ME TO XOpaKTApa TTou £TTIAEyouV OTa video games Kal 0TI TEAIKA «o! armroAauoeIS TToU

avrAouvrarl péoa amo tnv TauTion givar uttepekTiunuéves» (Carr 2005: 475).

«Av ptropeic va amroAauoeis éva BiAio gite o npwag eivar avrpag eite givai yuvaika, 101€
Oa 'mpete va umropeic va amoAauaoeic éva maixviodl, ite To aBardp oou givar avipiko, Eite

yuvaikeio» (EPWTWHEVN 65).

QoT1600 n €§ynon pdaAAov dev gival TOO0 aTTAr Kal avT’auTou OxeTIeTal ue TNV
emOupia Twv pEAWV AQUTAG TNG oudadag va emTEAECOUV TO QUAO e SIAPOPETIKA YEoa
KAl va TTEIPOPATIOTOUV HE VEOUG TPOTTOUG KaTtaokeung TauTtoTATwy (Eklund 2011:

329). Katd Tov Roberts (Lehdonvirta et al. 2012: 34), o kUpI0g AOyOG TNG evalAaynig
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QUAwvV eival n emOuyia va Taiel kaveic To pOAO evOg aTdpou SIOPOPETIKOU aTTd TOV

eautd Tou. H xprion kai e€mAoyr evog avatar Tou avriBetou @UAoOU atroTeAei pia

ouvren pop®n «Traixvidlou TauToTATWY» o€ SlIadIKTUAKA TTepIBAAAovTa (Lehdonvirta
et al. 2014: 248):

Kal

«Ae Bewpw Om 1O GBarap €ivar n TTPOEKTACH HOU Kal yI'auté HOU apéoel va
meipauariopar kai va unv tautiCoual Qmapaitnta  UE TISC YUVQIKEIES QIyOUPESH

(epwTWMEVN 5).

H dpvnon yia 1a0TiOn PE YUVAIKEIOUG XOPAKTAPEG EVOEXOMEVWG VA TTPOKUTTEI

amé TN OUCOPEOKEID  TWV  EPWTWHEVWY  JE  TOUG  UTTEPPBOAIKA

0£EOUAAIKOTTOINPEVOUG XOPAKTAPEG:

«[...] Huouv avaykaouévn va rauriotw ue apuoike avaAoyie¢ atiBous, Péang yopwv
Kal e éva nuiyupvo xapakrnpa, £pooov OAeC o1 O1abéoiues npwides gixav aurd To
owua. Aev Beswpw OTI TTPETTEI Ol YUVAIKEIOI XAPAKTAPES va €Exouv doxnua
XAPAKTNPIOTIKG. 10avikG BéAw va utmopw va TauTioTW HE TOV XAPAKTAPA OU ETTEION
yoidler otov mpayuaniké 1 o évav  @QaviaoTiké €autdé pou. H umepBolikn

ocfoualikotroinan e epiopilel o€ auto» (EPWTWHEVN 22).

Tautdypova UTTAPXAV Kol OTTOYEIG EPWTWHEVWY OTToU N Uttapén 1 Hn

YUVAIKEIWY XOPAKTAPWY OTa NAEKTPOVIKA TTaixvidia cuvdedTav PeE TN onuagia TTou

atédIdav oTn GUPTTEPIANWN TOU YUVAIKEIOU QUAOU OTNV TTAPAYWYH TWV TTAIXVIOIWV:

«Aev ExOUUE QPKETG games UE yUuvaikeS nNpwides kai orav uag Oiveral n sukaipia va
maifoupe oa yuvaika pag Kavel va aiofavouaote akoua 1o £vOOUCIQOUEVES LIE TO

maiyviom (EPWTWUEVN 77).

«lMpwriotw¢ pe evdiapépel va ivai ouvoAika evoiagépov 1o maixvidl, aAAa mavra Oa
xapw Alyakr mapamdvw av Pmopw va emAEEw yuvaikeio XapakThipaq, iowg erTeidn
Ociyvel Twg o1 dnuioupyoi AauBdvouv umméwiv Tous Twe TTaifouv Kal yuvaikes video

games» (EpwTwpevn 14).

O1 TTopatrdvw OXOMACUOI, TTOU EUTTEPIEXOUV £Va VOOUUEVO «EWEICH TTOU apopd

10 yuvaikeio TANBuoud (McRobbie 2004: 257), oe ouvduaoud He Tn YeEVIKOTEPN

OTAON TwV MEAWV QUTAG TNG OMAdAG, UTTOONAWVOUV TOV Wn €VOTEPVIOUS TOU

METOQEUIVIOTIKOU 1Boug atmd TTAEUPAG Toug. TO METAQEUIVIOTIKO Bog agopd Tnv
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TautdXpovn €TTKANON Kal aTfokApuén Tou @epiviogoUu (McRobbie 2004) kai
peTappddletal oe €vav «Nar uev aAAd..» eepiviopd (Hall kar Rodriquez oto Harvey &
Fisher 2015). Ztnv TTPOKEIYEVN TTEPITITWON TO TTAPATIAVW Ba £TTAIPVE TN MOPYN Hiag
ammARG (kalr ouTe) avayvwpiong Tng UTTapéng Tou oefiopyou oTo Tedio aAAd
TautOXpova Kal TG dapvnong e€mKANONG TOU QEUIVIONOU KOl  OTTOIWVONTIOTE
EVOTTOINUEVWY EVEPYEIWV TTOU OXETICOVTAI PE TN METOPOPA TOU «TTPOCWTTIKOU O€
TOAITIKO», OTIWG  UuTTooTNPICEl O  QEUIVIOTIKOG  akTIBIopuég  (Shaw  2013). O
METOQEUIVIOTIKOG TPOTTOG AVTIANWNG, AVAUECO 0 AANEG TTOPAPETPOUG, XOPAKTNEICETAl
atrd TNV eYKATAAEIYN €VVOIWV TTONITIKAG Kal TTOMITIOMIKAG ETTIPPOAG KAl TAUTOXPOVA
olaTTveeTal atTd TN VEOQPIAEAEUBEPN OTPOYr) OTOV ATOUIKIONS Kal TIG TTPOCWTTIKEG
emAoyég Tou KGBe atoupou (Gill 2007: 153). AvTiBeTa, OI EPWTWHEVEG QUTAG TNG
ouadag uttooTNPICouV BNAWOEIG TTOU VA EUTTEPIEXOUV TNV «ATTAYOPEUMEVN» TTAEOV
AéEN yia TN onpepivr) yuvaika (KaBwg KIVOUVEUEl va XAPOKTNPIOTEI TOUAGXIOTOV

«YUXPA»), KPEPIVIOPOS» Kal TNV €vVOoIa TNG CUAAOYIKOTNTAG:

«H dmown mw¢ 0 LIooyuvICUOS OEV u@ioTaral Kal ol QEUIVIOTPIES gival amTAQ yuvdikes
TTOU MIOOUV TOUS QVIPEC eival TeAEiwS a@eAng, avumdararn Kai avribetn o OAa 1a
KOIVWVIOAOYIKG eupriuata Twv TeEAsuTaiwy eTwv a1o Béua autd. Kabwg o€ otnv Baon tng
TTEPIEXEI LA PATOIOTIKY avriAnwn (GAAwoTe ouxvd ouvodeleral amd Tov XapakTnpiouo
AQUTWV TWV YUuvaikKwy w¢ oeEoUaldikd avikavorToinTwy) Kai Oxi KAtroio emixeipnua ogv

aéiler Tov ormo10dToTE O)0AIAOUG» (EPWTWHEVN 1).

«Emion¢ amown avBpwmwyv mou Oev Exouv 16 TI OnuUaivel QEUIVIOUOS Kal T
mpayuareveral. O1 avioOTNTES Kal 0 OEICUOC OV UTTOPOUV va BswpnBouv TTPOoowWTITIKA
mpoBAAuaTa ueUovwUEVWY avBpwTwy aAAd ouAAoyikd mpoBAnRuara mou Ba ETTpETTe va

amaoyoAoUv kai Ta dUo @uAa» (EpwTwuevn 32 yia dAwaon 13).

«Ocwpw O11 yia va aAAdéer kari, 0,TIOATTOTE KaI OTTOUONTIOTE, 1 TTPOOTTGOEIa TTPETTE! va
yiver a6 tn Bdon mpog¢ tnv kopupr). O TTPOOTTABEIES ETAIPIWV VA TTPOOEAKUCOUV
yuvaike¢ oro gaming ATav UEXPI OHUELA TpayiKG amotuxnuéves. llpémer Aoimév va
K@vouv Kar ol idlol ol TaiKTEG- iowg OxI Ovo ol yuvdikes, aAAd@ OAor dooi

ouveIdnTomoIouV To TPORANUA- yia va BeATIwOei n karaaraon» (EPWTWUEVN 4).

O peTaQeUIVIOTIKOG TPOTTOG avTiAnwNng atrodopeital Kal yéoa atmd Tnv dpvnon
€K MEPOUG TWV EPWTWHEVWY TNG UTTAPENG EUPUAWY BioAoyikwv diapopwyv (Gill 2007:
158). H cuykekpigévn TITUXM, N TTIOTN dnAadr 0TI 01 dIAPOPES HETAEU Twv U0 QUAWYV

givar BIOAOYIKEG Kal Gpa AVOTTOQPEUKTEG KAl QVAMUEVOUEVEG, aTTOTEAEl €va Paoikd
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OTOIXEIO TOU YETAQEUIVIOTIKOU TPOTTOU avTiAnWnG, ME TIG EUPUAES BIOAOYIKEG DlaPOpPES
va €xouv emTavéNBel OTO TTPOOKAVIO KaTakAuloviag Ta Méoa Emkoivwviag wg
«OUCIWOEIS, TTaVavBpWITIVES Kal a-10TopikéG» (Cosgove oTn Richard 2013: 277). Z1nv

oudda O1 TTaparnpeital n &pvnon auTthg TNG TTETToiBnongG:

«Kaveic dev éxer Euputn TNV Kuplapyia. Kai ereidn kamoiog gival KaAd¢ o€ éva rouéa o€

onuaivel ot o1 GAoi mpérrel va eivar Ta Bduara mou BonBacr» (EPWTWHEVN 22).

«Amé v avrilnwn t¢ "BioAoyikic S1a@opeTikdTnTac” Eekivouv TavioU OAES ol

0ATOIOTIKEG, OEEIOTIKES Kal KGO €idou¢ dlakpigeicy (EPWTWHEVN 4).

H deltepn Baciki TTOPAPETPOG TTOU CUVOIGUOPPWVEL TIG ATTOWEIS AUTAS TNG
opadag ceival, OTTWG TTPOAVOPEPBNKE, N atmmodox TnG TauTtdtnTag Tou gamer. H
ETMAOYA TWV EPWTWHEVWY VA TAUTIOTOUV PE Ta PEAN TNG OpAdOg Twv «gamers»
autouarta emTnPEeddel TIC OXECEIC TOUG ME TOug GAAOUG, gamers Kol Pn Kal TIG
ETTEVOUCEIC TTOU TTPAYMATOTIOIOUV Ol idIEC O AUTH TNV TAUTOTNTA PE CUVETTEIQ TNV

avaykn g ouddag O1 va utrepactiaTei kai To idlo To Méoo (Shaw 2011: 38).

«Oewpw Tov £quTS Pou gamer Kai giparn (EPWTWHEVN 62).

«Ta video games civar évag 1001mO¢ va "yivouue" amd mpwro xépl KAt dAAo, va
"Cnooupe” Tnv 1I0TOPIA KATTOIOU GAAOU, €iTe QUTOC O GAAOC €ivar n lara croft €ite o nathan
drake. I Tov idio Abyo mou BAémw raivies kai diaBalw BiBAia, mailw kai videogames -
yia va avakaAUyww VEOUS KOOWOUS Kai va udbw kaivolpyia mpdyuaray (EPWTWHEVN

81).

«H mpayuarikn yuvaika gamer eival amAwcg...gamer. [laiCer yia Tov idlo Adyo mou

maidouv kai ol Avipeg, yia diaokédaan.» (EpwTwevn 15).

«Ae xpeidlerar dikaloAoyia oUte ivai kar aidIko. Eivar drmreipa 1a maiyvidia mou 6éAouv
HUaAd evhAika yia va maixtolv. Omolog Aéel To avriBeto a¢ Ookiudoel va AUoel éva

adventure» (EpWTWHMEVN 64).

2710 TeAeuTaio oxOAI0 @aiveTal 0 TPOTTOG TTOU TO gaming UTTOpEi va AsIToupyAoEl
WG BETIKN pHopPn KOIVWVIKOU Ke@aAlaiou £Ew atrd Toug KUAOUG Twv gamers évTag éva
medio TTou dev gival avoixtd o€ OAOUG Kal TTOU ATTAITEl TNV ATTOKTNON IKAVOTATWY

IKavwy va TTapdéouv cuphPBoAIko status (Shaw 2013).
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«[...]Eiuai gamer ki av giuai kaAn o€ éva maixvidl Ba 1o deifw xwpPIC Kavévav evooIacko.
Acv  Exw avTIuETWITIOEl TTOTE  KATTOIQ  PATOICTIK)  CUNTTEPIPOPA  £1Teidn  Eiual

yuvaika.. AvTiBETw  ue avriueTwitifouv oav auté mou eiuar..Gamer!» (epwTwevn 10)

O1wg avagépel n Shaw (2013), n TautdTNTA TOU «gamery» &gV TTPOKUTITEI ATTAG
amd 1O va Traidel Kaveig video games, oute TrepIAapBavel yovo To GUMPPBOAIKS
TIOMITIOMIKO  KEPAAQIO TNG UTTOKOUATOUPOG TOou gaming, OAAG a@opd Tnv
OTTOTEAECUATIKA aloTroinon Twv TTAapATTAvw PE OKOTTIO TNV €MITEAECN TNG €V Adyw
TAUTOTNTAG. AUTO €V TTPOKEINEVW WETAPPACETAI KAl 0TV ApBpwon ammoWewy TTou
aQOPOUV TNV AyATTn YIa Ta video games, TNV atroudia «VTPOTIAG» KAl «EVOXAG» OTNV
TTapadoxr TNG TauTOTNTAG gamer, TNV evaoXoAnon atmod Pikpr nAIkia pge 1o Méoo kal
TNV KPITIKA avTiAnWn yia Ta NAEKTPOVIKA TTaixVvidia. ETTITTAé0vV N kaToxn TG TauTdTNTOG
TOU gamer apBpwVveTal Kal VOUIKOTTOIEITAl Jéoa attd TV KatavaAwon tou MEoou Kal
TIG €TTEVOUOEIG O€ AUTO Ol OTTOIEG PeTaPpAlovTal Oog dATTAVEG OE XpHHa, XPOvo Kal o€

KATOXA OXETIKWY TTPOIOVTWV:

«Eiuar nerdaki. Ao uikpn nuouv, oiaBalw BiBAia BAEmw anime kai mailw games.Ae 6a

KoUww Ta evoiapépovra pou» (EpwWTwPevn 30).

«ATS6 pikp6 Taidi, ayamrrw Ta maixvidia oxedov 6go ayarw t1a LiBAia yi'autév akpiBws

Tov Aéyo» (epwTwpevN 15 yia Tn dAAwon 22).

«Eivar pia popen Téxvng kai ta video games, dUOTUXWS UTTOTIUNUEVN, KAl OTTWS T' OAEC
TIC GAAEC OPPEC TEXVNG UTTAPXOUV QPKETA €idn TTOU KATI £XOUV va TTPOTPELOUV OTO

@ropo mou 6a acxoAnOei» (EPWTWHEVN 14).

210 idl0 TTAQiclI0 TNG UTTOOTAPIENG TNG TAUTOTNTOG TOU gamer, OPICHEVEG
EPWTWHEVEG avEéPepaV OTa OXOAIa peETd ammd TIG YEVIKEG epwTroelg, Ot Oa
emOBupoloav oTNV €PWTNON YIO TO AyATTNPEVO TOUG TTalxVidl va UTTApXE N duvatoTnTa
va ava@epBouv o€ TTEPIcoOTEPA aTTO £va ayatrnuéva Toug video games. Me autd Tov
TPOTIO Ol EPWTWMEVEG ETMISIWKAV va CUPTTEPIAGBOUV KWOIKEG KATavAAWONG Tou
gaming ol o1roiol Ba TI§ KATAOTOUOQV aVOYVWPICIPES OTNV £peuva wg gamers (Shaw
2013).

«AuokoAsUtnka va d1aAé€w ayarrnuévo maixvidl, givar mdpa moAAG Ta maixvidia 1mou

Lou éxouv Kavel TTapéa Kard kaipous» (EPWTWHEVN 15).
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«loAU wpaio epwrtnuaroAdéyio, aAAd ro ayarmrnuévo oag videogame, 6a uou dpece va

eivar ayamnuéva :)» (EpwTwuevn 81).

«Aicukpivnon: Emai{a amé uikpr video games Kupiwg o kovaoAa (6w eavralouai
Kai 6Aa t1a maiddkia). Agopun yia va éavaéekiviow TO gaming Ouws utnpée o
ouvTpo@dos pou mpiv 6-7 xpdvia. H mpwroBoudia mapdAa auta nrav Oikn pou Kabori

mavra pe e€itape va avakaAUTiw Kaivoupia games» (EPWTWHEVN 54).

H TeAeuTaia epwTwuevn €MOUMED va SIEUKPIVIOE! ETTI TWV YEVIKWY EPWTHOEWV
TToU €ixav TTponynOei, OTI TTapoAo TTou eixe ammavtriioel OTI dev €XEl TNV KATOXN TNG
KOVOOAd, €va TTpoiov dnAadr) oTevd OuvOoedEPEVO E TAV TAUTOTNTA TOU «gamer»
(Shaw 2013), €xer eTevdloel ge xpovo ato Méoo kaBwg émaife «atmd PIKPA» Kal
MAAIoTa o€ KovooAa. ETTimTAéov ToviCel 6Ti ATav BIK TNG N TTPWTOROUAIO va eTTEVEADEI
oTo TTEdi0 PECW TOU CUVTPOPOU ThG KABWGS TNV €vBOUOIALel va avakaAUTITEl KalvoUupia
TTaiyvidia. Me autd Tov TPATTO €TTIXEIPEITAI N SNAWON TNG KATOXNG TOU KEQAAQiou NG
UTTOKOUATOUpaG Tou gaming (Shaw 2013) agiomroiwvtag 10 CUPPBOAIKO TTOMITIOUIKO
KEQAAQIO KOl XWPIG va UTTAPXElI N KATOXH TOU OIKOVOUIKOU Ke@aAaiou, dnAadr Tou
OUYKEKPIPEVOU UAIKOU TTPOIGVTOG.

QOTO00 01 EPWTWHEVEG, YVWPICoVTag TIG apvnTIKEG ocuuTTapadnAwoelg (Shaw
2011:38) kai TIG KOIVWVIKEG eTTITITWOEIG (Shaw 2013) TTOU EPTTEPIEXEI N TAUTIOH TOUG
ME TNV €vvola Tou gamer, éviwBav Tnv avaykn va UTTEPACTTIOTOUV TNV TaUuTOTNTA aAAG
Kal va OIKAIOAOYAOOUV Kl VA VOUIYOTIOINOOUV TNV evaoXoAnon toug pe 1o MEoo
(Taylor et al. 2009: 244) kal va €TMONPAVOUV OTI £XOUV TTPAYUATIK KAl TTPOCTWTTIKN
C(wn. EmmAéov TTapatnpribnke n Tdon va ava@Eépouv Kal AGAAEG dpaoTnpIOTNTEG,
OTTWG YIO TTOPABEIYUA N AvOPOPA TTOU TTPAYUATOTTOINONKE OTa TTPponyoupeva oxXOAIa
otnv avdyvwaon BiBAiwv, TTPokeIuéEvVou va Tovioouv OTI n evaoxoAnon pe 1o Méoo

aTTOTEAEI ATTAG £va «XOUTTI» KAl OXI TO JOVADIKO:

«[..]JAgv gival kKako va gioal gamer 000 Oev UTTAEKEIS TRV TTPAYUATIKY (W) UE TV EIKOVIKN

Cwn» (epwTtwpevn 10).

«[..]To va maileic games Oev ammokAgiel GAAOUS POAOUS Kal TQUTOTNTES TTOU UTTOPEIC va

ExEIC OTTWG TO va gioal EMITUXNS ETTAyYeAUaTias 1 yovios» (EPWTWHEVN 22).

«Eiuar gamer a6 pikpn kai mapdAAnAa éxw tn douAeid pou, TNV OIKoyEvEId Lou, TOUS
@iloug pou. Eivar amAd éva wpaio xour, kaAutepo amd 10 va BAEmeis taivia yiari

mepiéxel Tnv aAAnAemidpaan..» (EPWTWHEVN 64).
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O T1eAeuTaiog oxoNlaOPOG avikel o€ pia atmd TIC dUO «uNTEPEG-gamersy Tng

opddag O1. H idia avapépel o€ oxOAIO TNG 0TO TEAOG TNG £pEUvVAC:

«Oa nbeAa va onuesiwow o611 w¢ yuvaika ugiotauar bullying amé aAAeg yuvaikeg orav
Aw on mailw video games. Me koitouv Aeg kai €iuar nAiBia kair yaloxauoyeAave

ouyKaTaBaTik@».

H ouyKkekpiuévn €pwTWMEVN, AOYyw TNG TAUTOTNTAG «UNTEPO» TTOU KOTEXEI,
TTPOKAAEI TTOMITIOUIKEG VOPUESG BIOBETWVTAG XPOVO YIa TOV €auTO TNG Kal MAAIoTa O€
Mia BewpnTikd avTiTapaywyiky dpactnpidétnta (Enevold & Hagstrom 2009: 7).
AioBdaveTar Aoirév OTI TTPETTEI va UTTEPACTTIOTEI TO gaming oTd TNV KPITIKA TTou
oéxetal ammod Tpitoug (Enevold & Hagstrom 2009: 10) aAAd Kai va VOUIPOTIOINCEl TNV
EVAOXOANoN TNG Pe autd dnAwvovtag 6T dev TNG oTepei Xpovo atmd TIG UTTOAOITTEG
TTUXEG TNG CWNAG TNG, XPOVOG O OTToi0G OTnV TTEPITITWOTN NG €ival akoua Tmo
TTEPIOPIOUEVOG.

e aut) TNV avaykn yia dnAwon Trepi dlaxwpIiopoU HPETALU TTPAYHATIKOU Kal
€IKOVIKOU KOOWOU, JTTopei va o@eiAeTal kal n yevikdétepn dpvnon Tadtiong Twv

EPWTWHEVWY WE Ta avatars (Royse et al. 2007: 567):

«2€ Kauia mepimrwon. AAo eyw oTov Tpayuariko Koouo, dAAo To avatar pou orTov

wneiaké» (EPWTWHEVN 82).

Ooov agopd OTIG YEVIKEG EPWTNOEIG KAl CUYKEKPIUEVA TNV €PWTNON YIA TOUG
TpoTrog TTou {ekivnoav va Traifouv )\OYOUQ mou
gekivnoav va Traifouv

Zag dpeoe Ka H 2
T ans video games (Eikova

pIkpn; 17

2.3), pgovo duo atrd

TG 28 EPWTWHEVEG

onAwvouv  OTI o]

Kavéva amo 1a

Tapamavw; 5 OUVTPOYPOG TOUG

‘Emaiav o iAol ()'Tdel']KE a(poppr'] val

4 gag; 2
‘Emaile o ‘Emraile o/n .
5 ouVIpOPOG oag; 2 adeppocii oag;|2 E,SKIVI']O'OUV mnv
EVaoxOAnor Toug e
0
Ewova 2.3: Awgypopjig (g KOTEVOLT] UTUVTIGE®Y GTI)V EPATI G 10 Méoo kai GMSQ

CEEKIVI|OUTE VU TTUILETE ETTEO .

OUoO avagEpouv TOoug
@iloug Toug. AvtiBeta o1 17 ammd TIg 28 epwTWwHEVEG dnAwvouy 6TI TOUG Gpecav Ta

video games kai émraifav a1réd PIKpES. To TTapaTTdvw, o€ CUVAPTNON KE TO YEYOVOGS OTI
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n onAwon «3» («lMaiCoupe pe To GUVTPOPS POU 1) PE TOUG PiAoug pou video games
oTréTe Ogv VILWBW TUWEIG OTI Xapauilw To XPOvo Hou Ot KATI TTAIOIKO») €XEl
TOTTOBETNBEI 0TN B€0N «-1» OTNnV Katavour Q, épxovTtal g avtibeon pe Tnv TpdTACNH
OTI 01 yuvaikeg o1 otroieg «mapafidlouv 1IC EuPUAEC vOpues» OTav TTai(ouv video
games (Jenson & de Castell 2011: 175) 10 TTpaAyUaTOTIOIOUV TTIO OUXVA HE TNV
TTapoudia ouvipopou 1 dA\ou avdpdG TIPOKEINEVOU VA  VOUIKOTIOINCOUV T
dpacTNPIOTNTA Kal va PN SlakIvOuveUooUV Tn BnAukn Toug TautoTtnTa (Ibid.).
EmmAéov, 6mmwg @aivetal otnv Eikéva 2.4, ol YIoéG aTrd TIG EPWTWHEVESG dEV
d1aBéTouv KovoOAa oUTe TTaifouv video games o€ auTr]. Ev TouToIg auTtd dev OTABNKE

eUTTédIo oTnv TAUTIOR TOUG WG gamers KaBwg, OTTwG £xel nodn emonuavesi,

30

D Exere Kovodha UTTAPXOUV  EVOAAOKTIKEG
@ NaieTe oTOV , ,

utroloyioTh MOopPEC ETl'EVéUOT]g OTO0
O NaoileTe o€ KovooAa

25

Dnaigere ororawrs | MEoo TTou OUvavtal va

W NaileTe 010 TAPTTAET

22

VOUIUOTIOIROOUV KAl VO

KATaoTHOOUV

avayvwpiolyn aut) TNV

TauTéTNTA.

2UVOAIKA, Ta MEAN

™G opadag O1  eival

apvnTIKa w¢g TIPOG TN

og€ouaAikotroinon  Twv

YUVAIKEIWY  XAPOKTPWYV
Ewovo 2.4 : Avaypojyia g KOTEVO) OTTOVTI)GEGY OTIS EPOTICE Yl .

T0 £dv 51BETOVY KOVEOLE K G TO1X GVGKEVY) Tailowy NhekTpovika  OTA  video games  Kai
IO avayvwpifouv Kal
Katadikdfouv 1O O€glIoud oTo TTedio yevikdTEpA. H oTdon TOug aTtrévavtl OTIG
YUVOIKEIEG avaTTapaoTACEIS QaiveTal va SIGUOPPWVETAlI ATt TNV €mMBUWia TOug Yia
avTtiotaon oTig TTapadooIakéG avTIANWEIS TTEPI @UAoU Kal BnAukdTtnTag (Delamere &
Shaw 2008: 295) kai a1rd Tn dIdBeon yia TEIPAPATIONSO GTNV KATACKEUN TAUTOTATWV.
O1 TraikTpleg AUTEG AVTIOTEKOVTAI OTIC OTOTIKEG EUQPUAEG TAUTOTNTEG TIG OTTOIEG KOl
avakKaTtaokeuddouv péca ammd Tnv avridpacn OTnv UTTEP-OEEOUAAIKOTTOINGN TwV
YUVAIKEIWV XapakThpwy, TNV €mOuyia yia duvaToug Kal OXI 0eCOUAAIKOTTOINKEVOUG 1)
adUvVaPoug XOPaKTAPESG Kal péoa atmd tTnv adlogopia yia To @QUAO Tou avatar.
Tautdypova emonuaivouv, TTIKOAOUUEVEG QEUIVIOTIKEG TTPAKTIKEG, TNV AVAYKN Yid
EVOTTOINUEVEG Kal CUANOYIKEG EVEPYEIEG YIA TNV AVTIMETWTTION TOU O€EIOPOU 0TO TTEdIO.
EmimAéov TauTiCovTal wg «gamers» Kal UTTEPAcTTifovTal TNV €v AOyw TautoTNTA, TO
Méoo, aAMNG kal TIG TIPOKTIKEG TOUG, €XOVTOG YVWONn TwV  dpvNTIKWV

OUPTTAPadNAWCEWY TToU ouvodelouv Tn dpacTtnpiotnta. Ev TéAel n otdon Toug
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QTTEVAVTI OTIG YUVAIKEIEG avaTTAPAOTACEIS Ogv TTPOKUTITEI aTTO TNV ETMOUMIa Kal
avaykn yia TalTion PE Ta avatars, a@oU wg €11 To TAgioTov Ogv Ta BAETTOUV WG
avammapdoTtaocn Tou €autoU Toug, OAAG ammd TO TIOMITIOMIKO KEQAAQIO TTOU
dlapop@wvel TIG TautoTNTEG Toug (Wirman 2014: 71) kai TIG TETTOIONA0EIC TOuG. Ta
video games atroteAolV yia ekeiveg péoo Tagidiol Kal avakGAuwng véwv KOOUWV Kal
KETEPOTOTTIEG» OTIG OTI0IEG MPTTOPOUV VA AVOOTPEWOUV TIG EMQPUAEG KOIVWVIKEG

aviodtnTeg (Foucault otn Delamere & Shaw 2008: 294).

. o
. ﬂ» <

‘LY

Ewkova 2.5: ELKOVEG pe Ta ayannuéva video games tng opadag O1

Opada 02: o «I am a gamer» video gamers

O deutepog TTapayovtag egnyei 1o 13% Tng diakupavong, PE TN deUTEPN OPAda
va atroTeAeital ammo 24 dropa. H opdda O2 £xel Torobetroel uynAdTepa (Eikdva 3.1)

TN dNAWON yia TO OTI dEV TOUG ATTACXOAEI TO QUAO TOU avatar Pe 1o OTToi0 TTaifouv
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Factor Scores —-- For Factor 2 ko1 Distinguishing Statements for Factor 2
Both the Factor Q-Sort Value (Q-SV) and the Z-Score (Z-SCR) are Shown.
{Asterisk (*) Indicates Significance at P < .05.
2 BAsterisks (**) Indicate Significance at P < .0l.)

No. Statement No. O©Q-s8V Z—-SCORES

37 TIpoypot k& Ssv pg cmooxoAsl To @UAO Tou xoxpoaxifjpa (avatar) ps tov 37 +5 2.089
omolo mxif{® xxt 1o £&v UND&pXoUv yuvaxixkeg f 6xL oto moitxvidi.Apkel
"722 " Aev umkpxel TimoTe Koxé OTO VX sloxl gamer. Evé £ipxl gamer,oyemé T« 22 +5 2.066%%
video games, TL¢ Lotopleg ToUug, Tn dSuvatdInta va o 1« LBsvouv

AéB Mou opécel v Aém 611 slpxt gamer, OxL yvix va Tpxfrife Tnv mpocoxn 29 +4 1.211*
OAA& yiatl slpxl mepheovn Yix cUTd Kol S&v OPOKELTHL VX OTOUXTHO® V&
noile seneldf] sipol yurvaika Kol K&IMOoLoL DLOTeUoUV ODOQ Opfost va £lpot

73 THo{ {oupe pe 1o OBVTIPOES 1O 1 He Tous glhovc pou video games 377N +377 ERCY S
L.cc o QUQTE, SRV VIA0Q  IVHALE. OTL XIPOLL Lo, 10 XeO¥Q WOV, S8 K&T L AU BIK e i c i imimimimrmim e )
4 Tx video games sival CUVEPOXOT LK& yixti givel #vag tpémog va mxifoups 4 +3 1.122

S L&popoug poroug, slts audpilkoUg glites yuvaikelovug, va ok Lp&ooupus véeg

49 Asgv £X® KavEva CIIoATTeg¢ ODpSPAnua pe toug unspPoAlx& csfoucAixomolnus— 49 +3
voug yuvaxiksloug xopoxtfipeg (avatars) ota video games —amevavt lag
... _EXTLPO T 0pxld SOPXTX KXl &G eLPXL YUVKIKK. || oo iccic i am e
11 Elvor moA¥U xotelo va pLA&pes yiox o Lopd otx video games — slive Aq: +3 0.956
.. EXXVESLx OX! X HPXYHXTLKA {ef_ornv_omolx un&pxouy T oAn®Lv& HPoBAMXTX: . _._._._._._._._._._._
23 IOpotipd xxi pov taipL&lsL mepLocdtepo n éxppoon «noile video games» 23 +2 0.861
ond to «keipxl gamer». Hoile {neroxé& meixvidia yia va nep&oe KoA& KoL
QRIS 192 X NCAVAT =5 5 T TR G FHED YRR AT < 5 51 Qg e SRR RO S T,
21 AVAKe OT0 2% TV YUVXLKGOV gamers IOV OPpXYRXT LK& TOUG opfosl v 21 +2 0.838
i {ouvv video games yix Tov gxutd ToUug.OL mepLocdtepeg mailouv
....... YneLox& nxixvidix yix v plfouv &vdpeq xal va TPaPAEOUN. TNV IPOCOXII. . .. .cccicicicacicaeae.o
6 Evlouoi&lopxt 6Tav ouvevtd 1) yveplle xoméisc mou mailouv X1 cutécg 6 +2 0.800%*
v VICES oM v aiw i va e o s A S T R B S T P VR R SV B TR A RS R
47 Mou cpfocsL oL yuvaixeloL xxpoxifpeg (avatars) va givear duvatol,us 47 +2 0.777**
ooz QUTOmEROIONOY Korl LKOVOTHIEQ XWple Voo elvel vnep—oefoUo LKOMOLNUEVOL. | L. i.cicic cicimimaaain
16 IDI&VIX CIIOKCAUOT® mepheova 6TL slpoxl yvvaike 6tav moilo mxlyxvidio 16 +2 0.567
ey Slobixtuake (m.x. MEoK omé 1o YEUSHVUNO MOU XPNOLPOMOL®) . . . . ... icicicecicemimiesmm i
26 Gamer slvxl qUTOC MOU fVNUEPOVETXL TOKTLKE, £X£L HOANEQ yvdoeLg, 26 +1 0.562

coxoreital,dlaf&lsl yix ta video games,piLA&sL o SiLadixtvoaxké& forums
|71 Dpaynat k& 1o aamexB&vonxl 6Tav héve video games «ylx Xopitolo».Tx mio 1 #1777 o.a81
oUVopnXoT LK& maxlXxVvidla mou #xouv Sp&on Xxl MeplméTs i ameubyvovial/

[ i3 OL pepLviocrplLeg, mou JLopxpIUpovIxl ylx osfLopd 1] YEVLIKOTEpx 13 +1 0.360**
Yl cvlodInte 1e@v 800 @UAev, omA& HLOoUvV Toug &vdpsg kol 6fAouv v

"T'8 70l nopayoyol Tev video games Sev eival UNOXPEGNEVOL VX OXKGROUV STie B ¥1TTeEss T
canxLTAoe Lg K&Be NeLOVOT LKAG op&dog. E&v Aoimév x&moiLeg yuvxixesg

43 Baolx& og SAovug pfoel 10 wpxio KXl MOUA&EL, KXl OPOOGMILK& MIPOT LPGd 43 +1 0.346*%*
v PAfnw otx video games kxoUkA&peg 6me¢ n Lara Croft mopé& xavovikég

34 ©Ozepd nwg oL «casual» (xchapol) maixkrteg sival sxeivol mov Ssv mxilouv 34 5 5all 0.264
video games ouxv&, IPOTLHOUV XOAXPE KXl sUKOAX HXLXVISLX MOU &IXLTOUV

14 Asv vn&pxel kavivag osflopdg otx video games - qut& ViKOUV OTO 14
nopeAO6v. H LodTnTo petadd 1tov &¥o ¢eUlev sival mihfov Ssdopfvn kol

12 Koup&oTnka va gipxl n «yvvaixkae mou noxilsi video games» xol v pou 12 (o] 0.215
Afve 611 gilpol DOAU KA ODXIkIplax «ylx xopitolt». Elpxt &vepemog!

Ewoéva 3.1 : ITivexkag pe katavoly] dnidceny yia Ty ondda 02, To éva actepaxt (*) dimia oe z —
score VOSTNAOVEL OTATICTIKI] SoMNUavIKéTnTa Yy p < .05. Ta 2 acrzgpaxia (**) vrwodniovovv
oNUAVTIKOTNTA Y1 p < .01.

(37, +5) kal TN dAAWON yIa TNV UTTEPAOTTION Kal aTTodoxr TG TauTdTNTAG TOU
«gamery» (22, +5). O1 epWTWHEVEG ETTIOCNUAIVOUV OTI N TTPAYUATIKA yuvaika gamer dev
«Bpovropwvdade» Ot gival gamer (28, +4) kai 611 01 idIEG €MOUPOUV va dnAwvouv OTi
givar gamers, ox1 yia €TideIiEn, aAA& yiati civalr TepRgaveg yia autd (29, +4) kai
TpocBETouv 6T o€ éva video game onuacia £xel va gival evOlaQEéPwY O XOPOKTPOG

ME Tov oTToio TTaifouv aveaptnTwg QUAou (38, +4). O1 epwTwleveG dNAWvouV OTI
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Taifouv Pe TO OUVIPO®O 1 Toug @ihoug Toug video games (3, +3) Kal TTwWG TA
NAEKTPOVIKA Traividla €ival oUVOPTTOOTIKA YIATI OUVIOTOUV €va TPOTIO KATOOKEUNG
TTOIKIAWV POAWV Kal TauTtoTATWY (4, +3). H opdda autr) dev £xel Kavéva aTTOAUTWG
TPORANUA pE Toug UTTEPPROAIKG OEEOUBAIKOTTOINUEVOUG YUVAIKEIOUG XOPAKTAPES OTA
video games (49, +3) kal Bewpei 6T gival TTOAU aoTeio va PIAGUE yia o€Ioud oTa

video games a@ou cival Traixvidla kai Ox1 n TpaydaTiki ¢wh (11, +3).

27 Ané tn OTLyp mov naxilel xavelg nlextpoviké muixvidix, avef&pinta cmd 27 0 0.197
10 QUAO TOU, amd TO mMOon Gp,To £(do¢ TeV mxLXVLIdLOV XL To £&v mailet

42 O NPsAx va dw meploodrepeg yuvaikeg-mpotayavicrpleg otx video games 42 0 -0.194
Og KCAUTEpX, UYLN] KXL PpecAloT K& yuvalkela mpétunx yixti pe svoxAel

40 E&v £xo tn SuvartoéTnia va emiAffm To QUAO TOU xapoxiipx (avatar) pe 40 =
onmoio 6o mxifw,bx smidéfw yuvalxe Gote va pmopd va Tautilopct pe cwtf

46 Asv PAfme xoxdé 010 v cmelkovilovial oL yuvaikeg o¢ «divapsg KomfAsg 46 -1 -0.426
movu mpémel v ocwbolv, apol’ oL &vdpeg £xouv fppuin Tnv Kuploapx lo xel

15 Otav nxile video games pe &vdpeg vidbw 611 mpémel vo xepdlow 15 =1 -0.530
ONWOBHMOTE-K&T I OXV VX £KOPOCHNd OAeg TLQ yvvxikeg 1§ emeidf) oL
...... ~GUBPEC. RLOTEMOUV..OT L. 00 XK. RSSO AUl KARTTO o i vt e v s S s e s i e
17 E&v dgv x&voups x&tL va Ssifoups 611 kL gpeig oL yuvaixeg molloups 17 = —0.552%

video games Sgv mpdKelTal vt cAA&Eel n £XxOpLKA ATROCPHLPX OTO XDPO

19 OL yuvaixkeg poBaivouv omd HLKpEg 6TL Opfmel vax elval Hpepeg, pLAnovxeg 19 =1 —0.601**
Kol v pnv toug apfoel n Plo yix cwtd kol 6Ty peyohdoouv delxvouv
. o.o.-Bporiunon ge mio «easualy (xohap&) video gqames ff oe eldn xwplg BLot . | .. .cicicicici.cosie:
30 Mov Asimouv oL gmoxé¢ mov to video games ftav yioa Alyoug. Topo SAot 30 =2 -0.614

nol {ouv xal €£xelL yivel pia Snpo@lAng Spxotnpléinta pe T« casual

44 Tiote¥e 611 o 1pdémog mou amsikoviletol 1 yu KX OTX NAEKTPOVLKE 44 =2 —6.823
nxixvidix pmopsl va smnpe&osl Tov TpOmo moU ovtilpetwnilouv oL

20 OL meplLoodtepeg yuvaixeg noxilouv video g;mes oy oeilel o-&égﬁ¢éq 20 =2 -1.030

18 TExouv dikLo oL @epLvioTplLeg mou SLOPXPTUPOVINL YL Tov 0 LOopd oto 18 =3 -1.188**
....... video games xol .yl TOV_HLOOYVVLOUS MOV SIUIXAXTEL 010 XHPO. IOV gamind. .. _._._._.o.oic.ciccam.o
31 Evag Paolxkéc Adéyog movu moAAéc yuvaixeg Sev nailouv video games sival 31 -3 —1.228%%*

eme 18] Utk cmevbUvovial o ovdplkd Xolve.TL outd mpfmel v cAA&EeL

9 Otav nxile dLadixtvax& (online) nmxixvidicx, cmopelywm va XPNOLHOHO LA
Yeuddvupo movu va PopTupd O6TL elpol yuvaika yiaTli 6Tav cVOKGAULITOUV

36 Asgv slpoxl sUXXpLOTNPEEVN YLlX Tov Tpémo pe Tov omolo avemaploTovial oL 36 -4 -1.409**
yuvaixeg ot video games. Es@TLAllovial Kxl UD&pXOUV HOVO YLO V&t

7 H Bropnxavia 1Tou gaming @TL&XVEL NAEKTpOvVIK& malxvidlx ps &wdpeg oto 7 -4 =1,431**
nUcAd xol evBxppUvel goksppfva Tnv 6An 18fx 611 Tx video games slvet
oo VAL TOUG GNOPEQ QUL SO _SKEL TOOKUALEL, XYL 7O, FE8LOTLKO TERALTXONENG . cievcimimimrm s i m i mim e mr e m

25 O tumik6c gamer sival o «onxoikAog» mou Afue, mov Ssv éxeL fof kol 25 -8 —14793%%
g slvaL, Boveo LXOQ XL, XAOLTX. QREC. A eds [OTeC, Keu, Il Let video . gamesa cimicic i e e m e mem
5 Otav nxil{e yneloxé& malxvidia pe ayéplx vidbe 6TL mpémet v 5 =5 =2.162

mpoomoLloUpxl 6TL JeV 1O KXTXQPEPVE YLK V& CvICmoKplvopxit o1o
Kyuvolxeio pou poAom.

Ewova 3.2 : Zovéxew tov Ilivaka 3.1
ATIO TNV GAAn pepid, n opdda O2 €xel TOTTOBETACEI OTIG UYWNAOTEPEG BETEIg
dlagwviag (Eikéva 3.2) Tn dAwaon 611 6Tav TTaifouv e ayopia viwbouv OTI TTPETTEl Va
TTpooTIolouvTal 0TI dev Ta Kata@épvouv (5, -5) kal TN dAAwGoN OTI 0 TUTTIKOG gamer
gival o «oTTagikAag» TTou Oev €xel TTPOoWTTIKA {wn (25, -5). O1 epwTwHEVES BEwpPOoUV

TOUG €auToUG TOUG gamers (24, -4) kai dgv oTelouv OTI N Biounxavia Tou gaming
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KaTaokeuadel Traixvidla pe dvopeg Katd vou (7, -4) evd dNAWVOUV EUXAPICTAMEVEG VIO
TOV TPOTIO WE TOV OTTOI0 avaTTapioTavral ol yuvaikeg ota video games (36, -4). TEAog
n opdda O2 OnAwvel OTI dev ATTOPEUYEI va XPNOIUOTIOIEl YUVAIKEIO WEUBWVUNO
O1adIKTUGKA yIa va PNV TNG «Tnv TE@TouV» (9, -3), 6T dev TTailel TTEPICCOTEPO T
«casual» maixvidia (32, -3), 6Tl dev CUMQWVEI TTWG TO OEEIOTIKO TTEPIEXOUEVO OTO
video games atroTpETTEl TIG Yuvaikeg atrd 1O va Traigouv (31, -3) Kal OT1 dev €Xouv
OIKIO Ol QEIVIOTPIEG TTOU dIAUAPTUPOVTAl YIA TO CEEICHO OTA NAEKTPOVIKA TTaiXVidla
(18, -3).

2€ QuTA TNV ouaGda N BAcIKA TTAPAPETPOG TTOU BIATTVEEI TN OUVOAIKA oTdon TWV
EPWTWHEVWV gival N TAUTION TOug wW¢ gamers. H ev Adyw TauTtdTnTa QaiveTal va gival
ekeivn n otroia €TTNPEAdel TOV TPOTTO ETMITEAEONG TWV EUPUAWY TOUTOTATWY €K PEPOUG
TWV gpwTwHevwy (Hayes 2007: 26) kal kaBopidel TIG TTETTOIBACEIS KAl OTTAVTACEIG
TOUG.

O1 epwTWpEVES TNG OpAdag O2 uttepacTridovTal o€ PeyaAUTEPO PBaBUOG atrd 6,TI
n oudda O1 TNV TQUTOTNTA TOU gamer Kal £MOIWKOUV Va KATAOTACOUV TNV TauToTNTA
auTh avayvwpioiun. Katd tnv Butler (Shaw 2013), n emtéAeon piag TautdTNTOG €ival
avamméoTracTa ouvoedEUEVN ME TOUG TPOTTOUG HECW TWV OTToIWY auTr Ba KaTaoTE
KATavonTh Kal eUANTITN atté Toug AAAOUG WOTE €V TEAEI va €ival avayvwpioiun. TNV
TTPOKEIPEVN TTEPITITWON OI KWOIKEG AUTOI avayvwpiong TTEPIAAPBAvVOUV ToV TPOTTO UE
TOV OTIOIO Ol EPWTWHEVEG ava@épovTal 0Tn OX£oNn Toug he 10 Méoo, To avdaAloyo
Ae€INOYIO aAAG Kal T OTAON TOUG ATTévavTl OTO gaming Kabwg, éxovTtag emevoUaEl
OIKOVOMIKA, UAIKG Kal 0€ XpOvo OoTa video games, €XOUV OTTOKTHOEI TIG EUTTEIPIEG KOl
TN YVWON KAl CUVETTWG TO QVTIOTOIXO TTOMITIOMIKO KEQAAQIO TNG UTTOKOUATOUPAG TOU
gaming (Wirman 2014: 76) 10 0TT0i0 TOUG diVEl AvayVWPIOT, AUTOEKTIUNGT, KOIVWVIKG

status (Lehdonvirta et al. 2014: 245) ka1 Tnv dveon va PiIAoUV yia 1o Méoo:

«Ta video games eivar kouuarn g {wNS Pou ET01I QUOIKG Kal Bewpw ToV €auTO LOU

gamer» (epwTwpevn 60).

«Ti 10 wpes 10 pPnva...3 wpeg ™ pépa» (OXONIO €pwWTWHEVNG 49 yia €pwTnoN

OXETIKA PE WPEG evaoxoAnong ue 1o Méoo 10 uAva).

«Orav 10 maiyvidl eivai rpg kai utrdpyel character builder kai unique name... vai
ouuBaiver artnv mAciowneia Twv mEPITTWOswWY. Edw 5+ yiari kard kUpio Adyo mailw

rpgs» (epwTwpevn 19 yia Aoy BnAukou avatar).
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«*emeEIdN OEV UTTOPW VA TTEPIOPIOTW OF £va game TTapabéTw UEPIKA akoua: League of
Legends, Dishonored, Fast and Furious, Assassin's Creed (oxedov 0An n oeipd)»

(epwTOPEVN 12 yia «ayaTTnuévo video gamey).

«[...]Eyw amé uikpn émaila didpopa maixvidia oto play 1, meommoAguikoi Kaipoi i oTo
gameboy, pou dpeoe ammd pikpn Kai Twpa mou éxel eEeAixOei n TexvoAoyia pou divovrai

mapamavw duvarérnres!» (epwTwpevn 50).

«[lMailw xpdvia video games, o1ToTE gival éva KOUUATI TOU €QUTOU LIOU Kal OV VIPETTOLQl
yi' auto. Emiong payeipebw utmépoxa Kai kabnuepivd, aAAd aurd de anuaiver o1 n 6éon
pou eivar ekei oUTe oTi dev TpéTel va Taidw. Ta ouvdudlw 6Aaly (epwTwuevn 49 yia

onAwaon 29).

H katoxn yvwoewv atroTeAei Bacikh TTAPAUETPO YIA TNV KATOXI TNG TAUTOTNTOG
TOu gamer evw n €AAeIYn yvwoewyv yia 1o 1Tedio (Shaw 2013) odnyei kai oTn N
ouvatoTnTa dIEKdIKNONG TNG TAUTOTNTAG aTTd pia TTaikTpla TTapdAo TTou dnAwvel Thv

TTOAUWPN evaoXOAnch TNG Ye TO MECO OTN OXETIKN YEVIKA £pWTNON:

«Aev Epw ta mavia yupw amd Ta maixvidia,amAd mailw rmaixvidia KATToIEC WPES.

Omore yia guéva dev Bswpolual gamer» (EPWTWHEVN 47).

«Ocwpw TOV "aAnBnvaE" gamer ekeivov TToU gival Wwayuévog Kai EXEl KPITIKH armoyn yid

Ta maixvidia mou maifer» (EPWTWHEVN 56).

«Omwg Kar pe KGBs xout, €101 Kal e Ta video games 000 TTEPICOOTEPO XPOVO
AYIEPWVEI KAVEIC OTO va uabaivel yi' auto, TO0O TTI0 OYAIPIKY GTTOWn Kal EUTTEIPIa UTTOPET
va amokTioel. Mmopei QuOIKG kaveic va ekTiud éva maixvidl Xwpic va aoyoAsitai
ATTOKAEIOTIKA Kail OIapKWS LE TOV XWPO, aAAG amd éva onueio kai UETG mpémmel va
AauBavouue umown Ta yeVIKOTELQ QIOONTIKA, EUTTEIDIKG Kal GAAa €10IKG KpiThpia 1ToU
kdrmroio¢ éxel. Eva avriotolyo mapdadeiyua givai 0 OIVEQIA -KATTOIOC TTOU  €XEl
TapakoAoubnael KAaooika épya ta orroia diauépewaoav 10 €i00S, UTTOPEI va WAnaer yi'
auto o€ evieEAWS OIaQopPETIKY BAon armd karmoiov mou BAETEl Uovo 101aiTEPa dNUOPIAEIS

raviesy» (EPWTWHEVN 45).

Tautoxpova Ouwg, Ta HEAN TNG opdadag O2 £xouv KOTAPEPE! VA PHETATPEYWOUV TO
TIOMITIOPIKO KEQAAAIO O€ KOIVWVIKG KAl VO ATTOKTHOOUV TOV QVTIOTOIXO KUKAO TTOU
evioXUEl QUTH TNV TAUTOTNTA KAl QVTIUETWTTICOUV TNV evaoxOAnon UeE To gaming wg

MEéoo KolvwvikoTToinong (Shaw 2013), uttooTnpifovrag 6TI TTaifouv PE GIAOUG TOUG.
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«Eiuar gamer, mepvaw TOV TEPICOOTELO XPOVO HOU OTa games &ite BAEmovrag eite
maifovrag, 6¢v Bpiokw KATI KAKO O€ auTO Kai OTO KATw KATw TT0I0¢ €ival autdg mou Ba

kpiver?» (epwTtwpuevn 50).

«Oure kav. avra mailw 600 KAAUTEPA UTTOPW yia va Toug armmodeiéw o1 giuail 1o idIo

KaAn pe Toug ouutraiktes pou» (epwTwevn 49 yia dridwon 5).

«Karapyag, dev 10 Bswpw KAt TAIOIKG. ATTAWCE, TO va Tailw ue ToV OUVTPOQPO UoU 1 UE
TOUG Qidoug arroreAsi yia péva diadikaaia KoivwviKoTroinong Kabwg 1o gaming givai kai

uépog Tne douAeiag pou» (epwTtwievn 12).

H epwTtwpevn 12 emruyxdvel Tnv evioxuon Ttng Bemikng O1doTtacng tng
TAUTOTNTAG TOU gamer £XovTag ouvdEéoel TNV TaUTOTNTA AuTh PE AAAeg (Hayes 2007:
29) OTTWwG cival n eTTayyeAPaTIK. Mg autd Tov TPOTTO TEKUNPIWVOUV TN QUCIOAOYIKA
Toug oxéon ue Ta video games kail Tn BTk didoTaon Tou MEoou aTTOKAgiovVTag TN
MOVaxIKf TAuTtoéTNTA TOU «OTTOCIKAO» gamer TTou atmmopovwveTal (Thornham 2008:
134).

«lari éroi givail. Eiuar xopeuTtpia, giuar OKIEP, Eiual xopToQayog, Eiual yuvaika, giuai gay,
giuar yeravaotng, eiuar gamer. OAa eivar uéoa aro maixviodl. Agv Bpiokw TwWS UTTOPOULIE
va nbikoAoyoUue ammokaAwvrac KAt KaAd N Kako, Orav autrd €xel va KAvel lE TNV
olaokédaan, Tov eAeUBEPO XpPOVO Kail TO yeyovag 0TI dev BAATITEIC OUTE TOV £QUTO TOU

oUre kamoiov GAdovy» (EpwTwpEVN 19).

Oco Aoimmév TePIoTOTEPO 1I0XUPICOVTAl Ol EPWTWHEVEG OTI KATEXOUV QUTH TNV
TAUTOTNTA, TOOO TIEPIOCCOTEPO TIPOKUTITEI N AVAYKN UTTOOTNPigNS Tou Méoou Kai
aTTOBOAAG TWV QPVNTIKWY CUPTTAPAdNAWOCEWY TTOU TO cuvodelouv, €E'0U Kal N
onAwon yia 10 OTI 0 TUTTIKOG gamer gival 0 Jovayikdg «oTTacikAag» PpiokeTal oTnv

uwnAoTepn B€on diaguwviag (-5).

«AUTG Ta Aéve o1 KAYKOUPES :p AuTO TO KAIOE TOU gamer éxel aTauarnoesl Bswpw. Oxi ot
dev umrapyouv KAI 1étoiol, aAAd dev gival o€ kauia TepITTTwon o kavovag» (EPWTWHEVN

83).

«[...]O xapaktnpioués gamer dev Ba TPETTEl va Uag akoUyeTal oav Kar apvnriké. H
evaoxoAnan ue ta maixvidia utropei va Bewpnbei 10aéia kGBs GAAnNG mmapdAAnAng

opacrtnpidTnTag Omws yia mapddeiyua éva GbAnua. EmimmAéov ta maixvidia éxouv
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£€ehixBei T600 TOAU TTOU Uéoa ammd auTtd UTTopEl KATToI0¢ OX1 ATTAG va dlaokeddaoel, aAAa
Kal va eKTTaIOEUTE], va udaBel, va mpoBAnuarnioTei akoua Kai va Beparreutei» (EPWTWHEVN
86).

Mpokeiyévou va yivouv avayvwpioiueg wg gamers kal 0TI avkouv oTov
TTUPAVA QUTWY, Ol EPWTWHEVEG BewpouVv OTI oPeilouv va dlaXwpPIoTOUV atrd TOUug
«XOAapoUG» TTaiKTEC KABwWG Ta «casual» NAEKTPOVIKA Traixvidla dev PETPAVE WG

«vouiues eutreipiec maigiuarog» (Vanderhoef 2013).

«To candy crush, to farmville, to dod kai 6ev é€pw kai eyw 11 GAAoI TiTAOI eV eutTiTTouv

oTo medio evagyoAnang pou» (epwTtwievn 12 yia dAAwon 32).

«Eiuar gamer. laiw rpgs, fps, arcades, action adventures... dev acxoAoUuai e 10
candy crush... kai vai, giuar amd ekeiveg/ouc mmou Bewpolv 611 av KAmolo¢ Trailel

maixvidia oro Facebook Ocv eivai gamer... yiari dev yvwpilel TNV KouAtoUupa Tou

ouvodeUel To gaming» (EpWTWHEVN 19).

«Aev Bewpw gamers ekeivouc tou maifouv Taixvidla ora orroia emavaAauBaveic
Ouvéxela 1o idlo Tpdyua Xxwpic va utrdpxel 101aitepn onuacia (6rwg: n mAsioyneia Twv
TaixvidIWV OTa KIVNTA Kal aTouS browsers) kai 10 Kavouv ammAd yia va mepaoel n wpa

Toug» (EpWTWHEVN 27).

«Gamer ¢ival 61T0I0¢ aoxoAcital evepya ue ta videogames. O TTaikTNG TOU AoxOAgiTal

KaBnuepIva e videogames» (EpWTWHPEVN 92)

270 id10 TTAQICI0 01 EPpWTWHEVEG UTTOOTNPICOUV TN Blounxavia TTapaywyng video
games Kal dpa TV amod Kolvou KaTtoxr adlwv Kal TTPOoOOKIWY, PE CUVETTEID VO
KataAAyouv oT1o OTI Ol «XaAAPOi» TTAIKTEG KAl €V TTPOKEIUEVW Ol YUVAIKEG Ol OTTOIEG
Traidouv «casual» nAekTpovikd Traixvidia, Bpiokovral €Ew ammd auTth TNV KouAtoupa
(Vanderhoef 2013) omdrte kai dgv uTTapxel AOyog va TpoTtrotroindei KATI yia va

eloaxBouv o€ auTh:

«Oewpw TWS oI Onuioupyoi Twv Taixvidiwv Ocv Ba mpémel va earialouv va
IKQVOTTOINOOUV GAOUC TOUS gamers aAAG ekegivoug TTou apéokovral oTo €idog TTaiyvidioU

TTOU QTIGXVOUV, GOXETA e TO QUAO Kai TV nAikia» (EPWTWHEVN 56).
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QoT1600 dev TTapaTnpEiTal N TAON va avnouxouv OTI Ta «casual» video games
atrelAoUv va kupieuoouv Tnv ayopd (Vanderhoef 2013) kaBwg n dnAwon «30» pe TNV
avatréAnon Twv «TTAAILV KAAWY ETTOXWV», 6TTou Ta video games ATtav yia Aiyoug,
Bpioketal o€ apvnTikh 6éon (-2).

Tautdypova ol EPWTWHEVES apBpwvouv TNV VOUINN TauTéTNTA TOU gamer TTou
KATEXOUV, aVTITTAPABAAAOVTOG TA KivTPA YIA TA OTTOIO TTAICOUV PE TA KivnTPA EKEIVWV
TWV YUVOIKWY Ol 0TToieg TTaifouv video games yia va QAEPTApouUV 1 yia va yivouv
BeAkTIKEG OTOV avOpIKO TTANBUoPO (Taylor et al. 2009: 245). Méoa atrd v avagopd
TTEPIOTATIKWYV KAl YEYOVOTWY PE YUVAIKEG OI OTTOIEG ETTIOTPATEUOUV Ta video games yia
va TTpoocyyioouv Avopes, @avepwvovTal Ol TTOAUTTAOKEG Kal 0aBpéG ouvBnKeS yia
IOOTINN OCUMPPETOXN TWV YUVAIKWY O€ autrl TV KouAtoupa (lbid.). Tautdxpova,
dlaxwpifovtag Tn B€on Toug aTTd TIG UTTOAOITTEG YUVAIKEG, O €V AOYW EPWTWHEVEG
Kepdifouv status Kal evioXUoOuv Tn HovadikdTNTA Toug OvVTaG AiYEG TTPAYMOTIKEG

YUVQIKEG TTAIKTPIEG O€ €va XWPO TTOU VOEiTal wg avopikog (Bertozzi 2008: 482).

«[..]JEmiTAéov, TTOAEC yuvaikes evid¢ game "Kokopeuovral” OT1 €lval YUVAIKES yia va
TpaBréouv Tnv mPOCOXN Kai O6Tav QTAVEl N OTiyun va "amod&ifouv TNV TAIKTIK) TOUS
aéia" kar 6ev Ta KArapépPvouv, KABe TTIKpOXO0AO OxOAI0 TToU akouve 1o ueTappdlouv ws

oeioTIKO» (EPWTWHEVN 12).

«Oewpw 011 TAEOV 0 6po¢ "gamer” éxei yivel 1adE00UEVOC WS XAPAKTNPIGTIKO TTOU Ol
AvTpEC Waxvouv OTIC YUVaikeS, Kal €xel ouuBdalAel atnv auénon Twv Yuvaikwy ora

TTaIXVidla o1 OTTOIEC TO KAVOUV i€ OKOTTO va EVIUTTWOIdoouv» (EpwTwEVn 83).

«M' apéoouv ta video games, aAAd Exw maparnpnoel ToAAES kKoTTéAeg maidouv Lovo yia
va EVIUTTWOIAO0UV TOUS AVIPEC Kal TTOAEC @popéC KartaAnyouv va boost-dapovrai
(rraiouv auroi yia Aoyapiacué Toug) kai aveBaivouv karnyopia evw oev 10 aéiouvy»

(epwTWOPEVN 49).

210 TeAeuTaio OXOAI0 OTTOU ava@EpeTal n OUCAPECKEID WE TO YEYOVOG OTI
KATTOIEG YUVAIKEG «aveRaivouv KaTnyopia» XPNOIUOTTOIWVTAG AVOPES TTAIKTEG TTOU
TOUG €XOUV «PIigel», @aiveTal n OUCOPEOKEID TWV EUTTEIPWY TTOIKTPIWY «KABWS
utTovoueueTal n 16éa 0TI 01 yUVaiKeS UTTOPOUV Kai TTPETTEl va Kepdifouv ue tnv aéia
ToUG pia Béan ommwg o1 avopes» (Bertozzi 2008: 483).

H peydAn e€oikeiwon Twv epwWTWHPEVWY PE TO MECO @aiveTal va OUOXETICETaI
GUECA WPE T OTAON TOUG QTTEVAVTI OTIG £UPUAEG AVATTOPOAOTACEIG KABWG, OTTWG

diatrioTwoav ol Royse et al. (2007: 572), o1 «OKANPOTTUPNVIKEG» YUVAIKEG gamers ol
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OTTOIEG €XOUV EVOWMATWOEI TIG TEXVOAOYIEG TOU gaming OTnv KaBnuePIvoTnNTA TOUG,
KATaOKEUAGZouv €vav  TTIO  PEUCTO  Kal  avOpoOyuvo EUQUAO  XOPAKTAPA  TTOU
EVOWMATWVEI BNAUKA Kal apoevIKG XapakTnpioTIKA. Opoiwg Ta uEAN TG opddag O2
olatnpolv BeTik 1 adidgopn OTACN ammévavTl OTIG UTTEP-OEEOUAAIKOTTOINUEVES
YUVOIKEIEG avatmapacTdoelg Kal Tautdéxpova OnAwvouv Tnv embuyia Toug yia
QUVANIKOUG Kal 1I0XUPOUG XOPAKTAPES. Me autd TOV TPOTTO TTPOKAAOUV TIG EUQPUAEG
VOPUEG ETTITEAWVTAG TNV ApOoeVIKOTNTA PHECA ATTO TRV ETTIAOYH dUVATWY XAPAKTAPWV
OAANG EVOWPATWVOVTAG TN OnAUKOTNTA OTNV €UQAVION Twv avatars TTou €TTIAEyouV
(564).

Tautdxpova, OedOPEVWY TWV TIONMITIOUIKWY VOPPWY TIOU OUVvOEéouVv TN
OnNAUKOTNTA pE TNV TTABNTIKOTNTA, Ol YUVAIKEG Ol OTTOIEG «TOAUOUV» va gival
QVTOYWVIOTIKEG KAl MAAIOTA 0€ «avOpPIKOUG XWPOUG», OTTWG Eival €V TTPOKEINEVW O
XWPOG Tou gaming, aioBdvovtal TTOAAEG QOpPEG aouveidnTa TNV avdykn va Tovioouv
™ OnAukoTNTa TOug (Bertozzi 2008: 479). H avdaykn authy duvartal ev PéPEl va
eENynoel TNV €mBudia TWV EPWTWHEVWY VA UTTAPXOUV Ol UTTEP-GECOUAAIKOTTOINMEVOI
YUVOIKEIOI XAPAKTAPES WOTE va PNV atrelAeital n OnAukdTtnTd Toug (lbid.).

AKpIBWG Oduwg AGYw auTAG TNG ouxvoTNTAG WE TNV oTToia Traifouv Kal TNG
eCoIKeEiwoNg TToU €XOUV ATTOKTACEI YE T OPACTNPIOTNTA, Ol EPWTWHEVEG AVTAOUV
TTOIKIAEG EPTTEIPIEG KaI aTToAauoelg atd Ta didgopa €idn Twv video games (Royse et
al. 2007: 563) kal CUVETTWG BeV TOUG eVOIOPEPEI TO GUAO TOU XOPAKTHPA, TO OTTOIO Kl

ev TéAel Ba eMAEGOUV avaAdOywg TO €id0G Tou TTaIXVIOIOU:

«Aev ue amraoyxoAei kaBoAou kabwe oe 6Aa ta maiyvidia ou mailw EmMAEyw TOUS

XQPAKTHPES e Baon Ta abilities Touc» (EPWTWHEVN 12).

«To onuavrikOTEPO OToIXEIO T éva TTaixVidl gival To gameplay Kai 1o story. ETTouévwe
KATT0I0¢ TTOU EVOIQQEPETAI OVTWG va TTaiéel kal Ox1 va avarruéel péoa armrd 1o maiyviol
uia deutepn MPOOWTTIKOTNTA OV Ba aox0AnBei T000 ue 1O YUAO 1 aKOUA Kai TNV op@h
TOoU avatar, mapd@ pPOVO EPOCOV QuUTO TTaifeEl AEITOUPYIKG pOAO  OTO  TTAIXVIOI»

(epwTwpEVN 37).

«KdaBe taiyvidl diEeral -oav 0AokAnpwuévo Epyo- arrd KAmoia BAciKG XapaKkTnpIoTIKA
OTTwW¢S Ta YPAQYIKA, N MOUCIKH TOU TO OuvodeUel, n Aok kai 10 gameplay. O
XAPAKTPQAG, TIC TTEPIOCOTEPES QOPES, Eival  amAd  éva  epyaAgio  yia  Toug
oxe0Ia0TEG/ONUIOUPYOUS  va  TTapoucidoouv  To  épyo  autd  Kal  AEIToupyei
ouuTTAnpwyartik@. Yo aurn v évvoia, dev divw onuacia ato @UAo Tou» (EPWTWHEVN
45).
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«M' apéoel ara role playing va givai yuvaikeio¢ xapakripag (yia ueyaAurepn radrion)
aAG dev éxw kavéva mpoBAnNUa Kai ue aQpPOEVIKOUS XApPaKTnpES, Oivw 1o 1moAU Baon

aro gameplay» (epwTwuevn 83)

«Aev giuar amd autég Tou evw Ty BéAouv va mapouv warrior dv Ba Tov diaAééouv yiarti
O¢cv Tov éxel o€ yuvaika. NMailw 10 TaIXVIdl VIa va TTEpVAwW £yw KaAd va xaiapwvw amo

eKel kal Tépa 6Aa Ta GAAa pou givar adidpopay (EpwTwevn 50).

Mia evaAAokTiKfy ekdoxy Tou AGyou TTOU O £PWTWHEVEG QUTAG TNG ouddag
€MOuUPOUV 1 adlagopolv yIa TOUG OE€EOUAAIKOTTIOINUEVOUG XOPOKTHPEG Kal Oev
avayvwpifouv kav Tnv Utrap¢n oe€iopyol oTo TTedio, UTTOpEi va atroppéel amd Tnv
emOupia TaUTIOAG TOUG PE Tov TTupriva TnG «hardcore» gaming koivdTNTAG, O OTTOI0G
EXEl OUVOEDEI PE TNV NYEMOVIKI APPEVWTTOTNTA KAl CUVETTWGS PE TNV UTTEPPOAIKA Bia
KAl TN 0€EOUAAIKOTTOINGN TWV YUVAIKWY Kl TOTTOBETEITAI aVTIOETA GTOUG «XOAAOPOUGY,
MN «VOUIHOUG» TTAIKTEG 01 oTToiol OeV £TTIBUPOUV auTd Ta oToixeia (Vanderhoef 2013).
Me dAAa AGyIa, N TAUTOTNTA TOU gamer evOEXONEVWG va dnuIoupyei TV €mOuyia yia
VOUIUOTTIOINUEVN CUUTTEPIANWN OTNV «nyeuovia tou Tmraixvidiou» (Fron et al. oTn
Richard 2013: 274) kal KaTtd CUVETTEIQ OTNV QuTOUATN UI0BETNON Tou AGYOU TTOU
EUVOEI TNV ApPEVWTTOTNTA £TTI TNG BNAUKOTNTAG KAl ATTOBapPUVEl TIG YUVAIKEG aTTO TO
va apBpwvouv €u@UAa CnTAMOTA Kal Tn BnAukr Toug TaUTOTNTA OTAV KOIVOTNTA
(Salter & Blodgett 2012: 401).

«[...]JYmdpxouv mraiyvidia ue e€ioou "0EEU" AvOPES XAPAKTHPES, OEV EXw TTAPATNPNOE va

yiverai k@moiou €idoug didkpion» (EPWTWHEVN 45)

«Aev utrapyel uttepBoAikG oeéouaAikoS TPOTTOC QTTEIKOVIONS YUVAIKWY QTTOKAEIOTIKA,
av umr@pxel, utrapxel Kai ota duo @uUAa, éekoAAnoTe! Kai avdpag mpwraywvioTic oev
givar xovipog Kovrioc kai @aAakpog emmi mapadeiyuar, omore dg Lpiokw 1O Adyo

"adIknuévng" SIGKPITNS TOU QUAOU Uag yia akoua pia popd!y (EpwTwuevn 69)

210 OXONIO TNG EPWTWHEVNG «EEKOANNOTE» UTTOVOEITAI QUTH N d1IXOTOUNON TOU
«EPEig/eneic», ONAAdN «ePEIG» O gamers Kal «ECEIG» Ol UTTONOITTEG YUVAIKEG-
@epivioTpieg (Braithwaite 2014: 712). Katd ouvémeia, @aivetal n emBupia TalTiong Pe
TNV oudda Twv gamers Kal dlaxwpIoPoU atrd TIG YUVAIKEG Ol OTToiEG eKPPAlouV
QEMPIVIOTIKEG TTETTOIBNTEIG ] SIOPWVOUV UE TO TTEPIEXOMEVO.

TéNog, oTnv opdda O2 TTapaTnEoUVTal EKPAVOEIG TOU UETAPEPIVIOTIKOU TPOTTOU

avTiAnwng kail n «&ImmAn eutmmAok» (McRobbie 2004:256) @eUIVIOTIKWV Kol avTl-
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QEUIVIOTIKWV  TTETTOIOACEWY. O1  QePIVIOTIKEG 10€eC  dNAQDN  «EVOWUATWVOVTAI,
avaBswpouvral Kal arrorroAimikorrolouvral Tautoxpovax» (Stacey otn Gill 2007: 161).
O METAQEUIVIOTIKOG TPOTTOG avTiAnwng @aiveTal apxikd péoa omd TN 6éon Twv
EPWTWHEVWY OTI N 1I00TNTA €ival KATI TO OTT0I0 €Xel €TTITEUXOEi OTTOTE eV XpeladeTal O
@epIviopog (McRobbie 2004: 257) evw Tautdxpova apvouvTtal va KaTtadliKaoouv TO

TTOPVOYPAQIKO TTEPIEXOUEVO (259) oTa video games.

«Eidika ev érer 2016 d¢ev ugioraral Aoyo¢ Umapéng téroiac OIGKpIoNS Twv @UAwV oTa
Bidcomaiyvia. OUTE xpeIaleTal va a@ooiwvouaaTe oTo QUAO Tou fpwa 1 g npwidag.
KaAurepa va mapaueivouv ta KAQOIKA Taixvidola w Exouv mapd va ra 6nAuKoTToinoouue
éapvikd. Ti va kdvouue mou o Super Mario owdel Tn TPIYKITTIOOA a1TO TOV KAKO OPAKO
Koopa. Ti onuaiver auté or nrav aduvaun n mplykimooa waorte amrxen. Me tnv idia -
agreia ouoAoyouuévwes- Aoyikn, apou Ta oofapoTroiouus 6Aa kGvovrag Tnv Tpixa TpIxId,
ag eéeTdooupE Kal TO QUAO Twv KaKwv TTou &ival {wakia (OTws XEAWVES) Kal TTEPVAVE

avrigirolwikd unvouara» (EpwTwWHEVN 69).

O1 epwTwapeveS atod TN pia avayvwpifouv 6T gival 0€IOTIKO va atrodidel Kaveig
IKAVOTNTEG i} XAPAKTNPIOTIKG OTO KABE QUAO, OTTWG TNV aduvauia OTIG YUVAIKEG Kal
TOoV duvapIopd aToug avdpeg, atd TNV AAAN Opwg TTapaBAETTouV T 0ORaPATNTA Kal
TIG SI00TACEIG TTOU £X€l AABEI 0 0€IOUGG OTO XWPO KAl OTIG KOIVOTNTEG TOU gaming Kal
OTO TIEPIEXOMEVO TwV Vvideo games Kal XOopoKTnPI(ouv TuxOV TIEPIOTATIKA WG

CMEHOVWHPEVAY:

«Alapwvw Kabera otnv TaAIouodiTikn OKEWn TTwS 01 yuvdaikee eival aduvaua Kai
ammpoorareuta mAdouara. Exouue ta idia dikaiwuara e TOUS AVIPES KAl UTTOPOULE va
yivouue e€ioou okAnpéc kai duvarég umd KAToIES TUVONKES (Kal Ogv evvow OVO TNV

puikn dvaun)» (EpwTWHEVN 60).

«Omrwg¢ umdpyouv O0UAEIEC yia QvTpeC Kal OOUAEIEC yia TIC yuvaikeS? AVTPIKES
IKQVOTNTES, OTTWC 1 NYECIa KAl YUVAIKEIES IKQVOTNTEG, OTwS TO puayeipeua??? Oy,
Olapwvw KaBeta. POKemal yia KOIVWVIKG OTEPESTUTTO Kal OV QVTITTPOOWTITEUEI THV

TEAYLATIKOTNTA OUTE EMTAANBEUETAl QTTO EMOTNUOVIKES Epeuvesy (EpWTWHEVN 19).
«[..]JAev Bswpw TwG Oev utTAp)El OEICUOS aTTAG €xel mapayivel T0 Kako. Emeidn

KAtToIa €xel OexOei TETOIOU €I6OUS CUUTTELIPOPA OV anuaivel TTwe OAol o1 QvTpeg givail

éron (EpwTwevVN 12).
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«H orroia evdexouevn xOpIKn arudaeaipa, n oTroia UutTopei va utrdpyel, Bewpw o1 gival
HEpovwévo aTolxeio KAmoiwv KoivoTATwy. O1 KOIVOTNTES QUTEC KATd TNV yvwun Hou
armroreAodvral a6 drouaq, mou aoxETws nAIKiag fn euAou, rautifouv TNV TPOOWTTIKNA {wn
TOUG L€ TO TTaIXVIOI, TTAoxouVv amd éAAeipn auTtoogBaouou Kal 0 aTOX0S ToUS B¢V gival va
maiéouv 1O TTAIXVIOI AAAG va dnuioupynoouv uéoa oc autd évav KO6OUO TTou auroi 6a
givar armrodekToi Kai Kupiapxol. Kara ouvéreia Oev ToTeUw OTI UTTAPXEI aQvAyKn va yivel n

omoladnTroTe 'peuvioTikn' emavaoTtaon...» (EPWTWHEVN 86)

EmTALOV €K@QPAZETAI N ATOMIKIOTIKA, VEOPIAEAEUBEPN TAON TTOU OIOTTVEElI TO
METOQEUIVIOTIKO TPOTTO AvTiANWNG, N oTroia Bewpei 6TI TO JOVO TTPAYHA TToU UTTOdICE!
KATTOIOV ATTO TO VO CUMMETEXEI KATTOU 1) va TTpaydaToTroifoEl o,TIBATTOTE gival o idlog
TOU 0 €auTOG Kal uovo (Perrin oto Harvey & Fisher 2015: 579) kai 611 OAEG Ol ATOUIKEG
TIPOKTIKEG OUVIOTOUV eAeUBepn Aoy (Gill 2007: 153). Ev mTpokeiuévw dnAadn Kai
oe avrtibeon pe TNV opdda O1, dev amodidetal €uBUvn yia TNV OTTOTPOTIH TWwV
YUVOIKWY OTTO TO VO CUMMETEXOUV OTO TTedi0 0UTE OTO GECIOTIKO, OTOXEUPEVO OTOUG
avopeg TTEPIEXOMEVO TwV Video games oUTe OTO YEVIKOTEPO KOIVWVIKO TTAQICIO TTOU
atmoBappuvel TIGC YUVAIKEG ATTO TN CUMMETOXN TOUG aTnVv TexvoAoyia, aAAd avTiBeta
BewpolvTal AaTTOKAEIOTIKA UTTEUBUVEG 01 iBIEG OI YUVAIKEG, Ol OTToiEG BIABETOUV TTAEOV

TNV TPdoBacn, Ta yéoa Kai TiIg duvatotnTeg aAAd o1 Tnv embupia:

«Ta video games, 0mw¢ kai GAAa uéoa AoyiouikoU Kai wuxaywyias ameubuvovral v
ouvauel o€ 0Aoug. Aev UTTAPXEI KATTOIOS TEXVIKOS 1) AAAOC TTEPIOPICLOC, EIBIKOTEQPA OTIC
MEPES AG, TTOU va ATTOTPETTEN TIC YUVAIKES QTTO TO va Ta TTAiEOUV Kal va Ta armoAauoouv.
Kara tn oIk pou yvwun Aoitrov, 1o av pia yuvaika ogv mdaidel video games Exel va KAVel
TEPITOOTELO e BIKG TNS QIOONTIKA KPITHPIA, WS TTPOS TO TTWS TPOTIUG va TTEPVAEl TOV

EAEUOEPG TNS XPOVOo» (EPWTWHEVN 45)

«O Abyog mmou dev maifouv TTOAAESC yuvaikes eival 11 TTOAU ammAd dev apéokovrai oTnv
"Bia" (aAAG &€ To moAuTIoTEUW aQuTO, dIOTI Ta BPIAEPAKIa uag Ta TIUGUE o1 aniueg!) n oev
YOUGTApoOUV va Qa@ooiwvovrial Oc KAt oav autd Oi0TI yia va @TaceiC 0 KaAO

avraywvVvIOTIKO ETTITEOO OE OPIoUEVA TTPETTEI VA UTTOOTEIS TTOAAESC NTTEC Kal va ONKwOEIS

Kai va emipeiveig!» (EpWTWHEVN 69).

2TV Tmopamdvw ONAWOoN N EPWTWHEVN ETTIKAAEITAI €UQUAEG VOPUES TTOU
Q@OPOUV TNV ATTOCTPOPN TWV YUVAIKWY atrévavtl atn Pia kar Tnv aduvauia va
aQOooIwBolV o€ KATI TTOU ATTAITEI AVTAYWVICHO. TauTdxpova OUwG avalpei TNV TTpWTN

B¢on dnAwvovTag o1 TEAIKA auTr dev I0XUEl ATTOAUTA.
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] ] ] 2 UVOAIKQ, TO
Tpotrog Trou §exivnoav va TTraijouv

MEAN TNG opadag O2

Zag dpeoe amo ,
> pikor; 16 TauTiCovTal WG gamers
“ Kal €MOuUPoUV
2 TPWTIOTWG, PEoa aTTd
© TIG ETTIAOYEG TOUG OTNV
g KaTtavoun Q, va
3 Emaile o/n . .
adep@ég/h oag; 5 UTTEPOOTTIOTOUV  QUTA
4 EmraiZav ol @ik TNV TQUTOTATA KAl vad
” Emaile o oag; 2
ouvipo@og oag; 1 aveva amo Ta A
l—- K“pm R VOUIUOTIOIOOUV TNV
0 - ’
; ; Kartoxn mge,
Ewova 3.3: Avdypopjia e amavTi)Gets Yid TV EPOT01] «ZEKIVI|CUTE Va
naileTe emeIdN» qu|o"|'(bv'|'ag ™mv

avayvwpeiolpn héoa atrd KWOIKEG OTTWG gival To AeEIAOYIO, O TPOTTOG AVTIMETWITTIONG
Tou idlou Tou Méoou kal n oxéon Toug Pe autd (Eikdva 3.3), N OIKOVOUIKI KAl XPOVIKA
emmévouon (Eikova 3.4) ota video games, n alomoinon Twv  BETIKWV
ouptrapadnAwoewyv Tou Méoou cupTtTepIAauBavOuEVNG TNG KOIVWVIKOTTOINONG, O
OlaxwpPIoUOG Toug aTTd Toug «casual» TTaikTeg aAAd Kal aTrd TIG YUVAIKES Ol OTTOIEG
Traidouv video games yia va yivouv BeAKTIKEG OTOV apPOeVIKO TTANBuoud Kkal n
ETTIKANON ATTOWEWV TNG

Mdvw arré 10

gaming «kowomnrag. H @pec: 16

eolkeiworn TOUG pE TO

Méoco ouverdyetar Kal

TNV adlagopia f TRV «©

EMMKPOTNON €K MEPOUG

TOUG TWV 7 pe 10 Wpeg: 5

0€EOUAANIKOTTOINUEVWY s

2 4 -
VOvaKEY XapaKTpwy e
0

ota video games. To

TTAPATIAVW evOEXOUEVWG  Emcova 3.4: Awaypoppio jie amovijoeis oy epotnen): «léceg
., ®peg To jva ailete video gamesy

va TTPOKUTITEI Kal

eCaitiog TNG €mBupiag evappoviong de TIG 10€0Aoyie¢ Tou TTUpAva Tng gaming
UTTOKOUATOUPOG A TNG aouvaiocbntng mMOUNIag va evoOowWPATWoouV T BnAuKOTNTA OTA
avatars TTou eTTIAéyouv eV ETTITEAOUV TNV APPEVWTTOTNTA OE AUTO TOV «AVOPIKO
XWpo». TEAOG, OTIC ATTOWEIS TWV EPWTWHEVWY Trapatnpeital n ékepaocn &vog
METOQEUIVIOTIKOU TPOTTOU QVTIANWNG PECW TOU OIOXWPICHOU TOUG ATTO QEUIVIOTIKEG
TTPAKTIKEG KAl ATTOWEIG KAl TNG ApBpwaong TTETTOIBNCEWY TTEPI TIPOCWTTIKWYV ETTIAOYWV

KAl OTOMIKIOPOU, TTEPiI DUVANIOUOU TWV YUVAIKWY KAl €dpalwpéVNG 100TNTAG Twv dUO
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QUAwv. Ta Tnv opdda autr, o KOOWOG Twv video games aTroTeAel €va «uayikd
KUKAO» a@oU Tmépav OTI Tov Bewpouv EeXwpPIoTO PEPOG aTTd TNV TTPAYMATIKOTATA
(Braithwaite 2014: 714), avayvwpifouv £upeca Toug OIKOUG TOU KAVOVEG TOUG
OTTOIoUG TTPETTEI VO aKOAOUBOoUV Kal Bewpouv TTwg 6001 SlaPwvolv HE TIG I0E0AOYIES

KAl €V TTPOKEILEVW HE TIG EUPUAES BIOOTACEIG TTOU BIETTOUV QUTOV TOV KOGUO TTPETTEI

va TTPOCAPHOCTOUV 1] VA TOV EYKATAAEIYouv (712).

Eikova 3.5: Elkovec pe ta ayannpéva video games tne opadac 02

Opada 03: oL «elpat casual gamer» gamers

O 1pitog TTapayovtag €¢nyei 10 11% NG diakupavong, Pe TNV TpiTn oudada va
atroteAeital ammd 14 dropa. H opdda O3 éxel TotroBetrioel uwnAdTepa (Eikdva 4.1) Tn

dnAwaon 611 Traiouv TTEPICCOTEPO Ta «casual» taixvidia (32, +5) kai o011 edv £Xouv TN
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Factor Scores —-- For Factor 3 xot Distinguishing Statements for Factor 3
Both the Factor Q-Sort Value (Q-SV) and the Z-Score (Z-SCR) are Shown.
(Asterisk (*) Indicates Significance at P < .05.
2 Asterisks (**) Indicate Significance at P < .01l.)

No. Statement No. Q-sV Z-SCORES

32 Hoaile nepiLocdrepo 1o oamokochoUpsva «casualy» (xohopd) molxvidio. 32 +5 2.090**

40 Ed&v £xo 1n duvatdinta v smidéfm 1o @UAo 10U Xopaxifpx (avatar)upus to 40 +5 1., 872%*
onoio o noifm, B smiAffw yUvxika OOCTE Vo UIopd v Towtilopxlt ps outh

34 @Gzopd nug oL «casual» (xocAopol) noxixteg =gival sxsivol mou dsv nxilouv 34 HiS 1.389*%%
video games ouxvd, IPOTLHOUV XoAxp& Kol £UKOAX HNxLXVidiLx mou omxilto’v
Lsspipid Mye_xpove . (m.x oro facebook) cuvAlec gro xivntd A gro_kablet. . ... cciciccio.o
26 Gamer zivol cqUTOC MOU =EVNUEPAOVETOXL TOKTLKE, £€X£L HOANECQ yvhosLg, 26 +3 1.265

coxohsital, dlaBé&lsl yvix to video games, uLi&sl of Siadlktuaxkd forums

cvmpeuRPLoLoU IO Ke L YeviacoTEptlcap Laphy ait, MM R e 0 P S0« owa s o e s S L S S S s S
Tox video games sgivol ouvopnoot Lk& yioti sival évag tpdémog va noifouns 4 HiS 1.01¢é
SL&popoug podloug, =ite avdpLkoUg site yuvaikelioug, va doxiLp&oouus vEsg

Loassa ROt OTIiR R Kol Jvot yfvouple Gony Epe o BERoUNE. st aswias MRS B S RS SR R TR R

Bo AfsAc v dw MeEPpLoodTEpeg YUVXIKEC-IpeIaywvicipleg otx video games 42 b 0.947**

o KOAUTEPX, UYLH KXL PEcALOT LK& yUvalkKeilo OpSTunc yixTi pe svoxAsi

SEfQVed Koo NNEVOS  TRONOS AL LKAV LONT . LoV,

28 H OpoypdT LK YUvaiko gamer sgilvol ofAf, xoaBnueplvi oUts BpoviopmvilsL 28 #2

oL . = mpoonadsl Vo enehe s el NN el I TG e

bomicmOnL Ol ise
38 Me voi&lsi va sival svdiapéipwv o xopoxifipog (avatar) sits &vdpog

L m n ELL R MUK VO EXEL L QAL 2 Vo, MQLELE L e _TRoVUQT LKS  &vOReTo.
10 Ipopovidg KoL £XOUHE O LXPOPET LKEC HOPOTLUNCceELg and toug &vdpeg apoU
s B ticOTE. Bilohonike SraGopsritalln,, oo v s e s o spss s S ST S e
3 IHoiloups pe 1o oUvipopd pou f pe Toug ¢lAoug pou video games 3 2
arg Sy, MLP0R LUVELS (0T, XURIUUILDTO, XREVO. HOU, OF XL L BoLOLK
poypot Lké& Sgv pg omxoxoAsi 1o @UAO ToUu xopoaxifpo (avatar) us tov
omoio moxilw Kot To £&v UN&PXOUV yuvxikeg 1) 6xL oto moixvidi.BApxel

....... BOLTAONV DL, Vorspivos MONOL oo v e b st i med S b s G e s S R i S e SR
7 H PlLopunxovic 1Tou gaming @Ti&xvel NAEKIpOovIKE nolxvidio ps &udpsg oto 7 +1. 0.421
RUoAS kol svBoppUvel soksppéva Tnv OAn Ldfax 611 T video games sival
e YAOL IOV KVEREC KL, OO SKETL TROKUNLEL, KAL.TO, el 0T LXO IERLEXOMENDG, e imicimim s mim e mim s s mamam
16 MI&VIx CIIOKCAUNT® Oephpovoa OTL sipot yuvaikoa 6tov mol o molxvidio 1é B 0.40¢
_______ SLodLxIvosd (M. X. BEOY o, 1o WEUBGVYMO MU XPNGLHOIMOL®) . L. . i ioicimimiimimmimaoio

39 BAfmw 1ov XopoxIfpox (avatar) oto noxixvidlL o¢ cvomap&oTtoon Tou sxutod 39

svmpavaaSls. rnyssete e e e R R R N e

44 Iiot ot pPOMOC IOV OIIf LK oL N YUVXIKX OTX NAEKTPOVLK& =
noLtXxvidia ponopsi va smnps&osl Tov TPOHO HOU ovILlpstwrailouv ot

e T NPT S SUPE TS S

22 Asv un&pxel timoto koaxkd O10 v gioxl gamer. Eyd fipocl gamer, ayon® to 22 + 0.297*
video games, TLg LOTopisg 1toug, 1n duvardinto va os tof Ldsdouv

Lo O8O NOVC M OTHONC o oo v i i o i i i i i W i
45 To 18dxvikd yix pEva glval OL yuvalkeslol xopoaxihpsg (avatars) oto 45 % i B 0.236

_______ video games slve vo_sivoL . OASV Ko, SUVOHIKQL, TOMIOXPOV s Lo m i icemimimmm e m i m s e
17 E&v dsv x&voups k&tL va dsifoups 611 KL fpeig oL yuvaikeg noxilouns 17 A+ 0.139%*

video games Ssgv mpdxkelTol v cAA&EsL n £XBp LK ATPSOPALPA CTO XAOPO

49 Asv £Xx® XKavEva cIIoAUTWG NpOPANnua pe toug vnespPBoAilxkd csfovucALlxkomolnue— 49 o} 0.090**
VOUC yuUvalKeloug xopaxktifpeg (avatars) otx video games —-omsvavtiog
31 Evag PBoolk6g AOyog mou HmoAAEC yuvaiksg Ssv nxilouv video games sivor 31 (0] 0.041*
ene 18 aqUT& cnevBUvovial o ovdplkd kKolvo.TL cutd npfmnetr va cAA&EsL
718700 yuvaixec noBaivouy ommé PLKpEC 6T HpfmEl vx £ivel Hpepec, gLARoUxse 19 O c.oia” "7
KL VX pnv Toug opfosl n Bla yvia autd Kol 6TV Heych®@couv dsixvouv
Lo ZRQLINNGO 08, MILO. xCagualy  (Xohop&)  video games 5, 08,2000 X0l Blot . icimiciciciniciaicimiasmiana
27 And 1n orilypn movu noilsl Kavelg NASKIpOoVIKE nolxvidicx, avefé&pinto 27 (0] -0.02
orrd 1o QUAO TOoU, To méon opx, 1o £idog Tov OoLXvLIdLOV Kol to s&v moilst
OTNV KOovoOAX, OTOV UHNOAOYLOTH fj OT0 KLvNTd, ylx uEva sivol gamer.

Ewova 4.1 : TTivokog e katovopy) dnioceov v Ty opndda O3. To éva gotepdixt (*) dimha ot z —
score VITOSNAGVEL GTOTIGTIKI] SNUOVTIKOTNTE Yw p < .05. Tae 2 gorepixkia (**) vmodnievoovv
onuovTkétnyrae yia p < .01.

duvartdtnTa va emMAECOUV TO QUAO Tou avatar Ba emAégouv yuvaika (40, +5). Ol
EPWTWHEVEG ONAWVOUV OTI TTPOTIMOUV KAl TOUG TAIPIACEl TTEPICCOTEPO N EKPPACH
«TTai¢w video games» avri TG «&ipal gamer» (23, +4), dev Bewpouvtal ouTe Bewpolv
TTWG €ival gamers (24, +4) kai €mMOuUPoUV Ol YUVAIKEIOI XOPOKTHPES va gival duvaToi,
ME QUTOTTETTOIBNON XWPIG TNV UTTEP-OEEOUAAIKOTTOINUEVN HOP®N (47, +4). Ta uéAn TG
opadag O3 cupPwvouyv TTWG ol «casual» TTaikTeG ival ekeivol TTou dev TTaidouv video

games ouxvd, TTPOTINoUV XaAapd Kal eUKoAa TraiXvidlia TTou atmmaitouv Aiyo Xpovo,
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18 Exouv 8ikLo oL @euLvioipLeg mov Siopopripovial yle tov osfLlopd otx 18 0 -0.040

1 TDOpoypotixé& 1o amexB&vopxt 6tav Aféve video games «ylx xoplitoia».Tox mio 1 0 -0.081
CUVOPIOT LK& NolXvidla mou #xouv Jp&on kol HeplOételo ormeuBivoviol/

6 EvBovoi&lopol Stav ouvavid 1 yveoplle xoméAseg mov noilouv kL oUtég 0 -0.162
....... Y R G R s e e B S S e
29 Movu apfoel vo Aéw 6TL silpol gamer, 6xL yia vo tpofriée tnv mpoooxn 29 -1 -0.306

ocAA& yiarl slpol mephpovn yio oUtd Kol S£v IPOKE LTl VO OTOHXTHO® Vo
noile sne1df sipol yuvaika kKol K&moLolL HmLOTsUouv meg mpénel va £lpot

2 S SRS HOUBERG POUNE o et o v o e s i e e S e e e teie s e et S e e e e A e S e

Asv ocuppwvd pe ot Tn SiLéxplon petodld KOKANPOOUPNVLKOV» Kol LKXohopdv» 35 =1 -0.339
homeme s LK IOV, QMO L HALKIAG 8LV, XL QIS oA, £LVAL, KBNBE VY. TAUIEASC: cimimimimimimimimimimimimimimim

Otov noile video games ps &vdpeg viobw 611 mpémel va xepdiow =1 -0.347
ONWOBHIOTE-KAT L OOV VO £XIPOCKIN OAEC TLC yuvaikeg 1) emeldf) oL
SUBpECL I STETOTYL 0T, Solk Xoah. e o (yiel Kop Lol

-..4.8-.-i\173'}.1[ {m glval ko Lpéc o opx i 40\]\) v ((YB\:T\)DU\)» .K-C‘XT.T[.O-I;E.(-5(.\1-6.58.5'-0"[-&.--- ----- Zé-.-‘ -:i'- : -—.6 :-é.7-l.-'- i
....... video, games QOLE v VIEXOMN X KVOOST KX, MUVAIKEG OEEY, 08, QUL : o i mimimimimimim i mm i s
11 Eivol moA¥ ooteio va pLiéps yio ceflopd ota video games - sivat 11 =1 =0.393%*
....... TR0 (B, O3 ) moya TR, fa, rnvspnote, nasYeys ra o0 Lud, mPORRMMNTOLL s sssse s ppiae i e

12 Koup&otnka vo slpot n «yvvaika mou noilsil video games» Kol vo pou 2 =X -0.42
eyt MEVE 01 L. 2lul, JedY, Ko HolXIR L (Y1 KQRLTOLY .  EIHaL _QvORRTog! | o micicicimimimimimimimimama e
21 AvAxe o100 2% TOV YUVXLKOV gamers IOU MOpoyHoT LK& ToUg opfoel v 23 =1 =0.530**

noilouv video games yLx tov sautld 1oug.OL HeplLocdtepeg nollouv

36 Asv glpol suxoplotnpévn yLx Tov Tpdmo pe tov omolo cvoamoplotoviol oL 36 -2 ~0.640%
vyuvaikeg ot video games. EZspTLAl{ovial XKoL UD&PXOUV ROVO YLIX V&
T'20 0L HepLoodTepes YUVKIKEG Tl {ouv video games HoU moLlEL © oBEpREC | 207 TN 00885 T
1 0 oUVIpopdC 1toug § K&vouv mopia «udévo pe &udpeg» moté Suwg ot
OUV K&T L KXLvoUpLO

OL napoyoyo i Tov video games Sgv givol vmoxpswpévol vo okUBouv OTLC 8 =2 20.BETx*
omoL tHoe L K&Be peLovoT LKAC opddag. E&v Molmév KAmOLEg YUVHIKEQ

25 O tumik6g gamer givol o «onooixkAog» mou Afps, mou desv €xeL (o Kol 25 =3 =1..01:2
b e BEVECL, ONCOCIACOE Ko, AP Edon. OpeplgreRelonsoinat mal far Yden GAMBE. s s v
14 Asv unmédpxel xovévag ol Lopdéc otx video games — qUT& oVAKOUV OTO 14 -3 =BLO23%F

nopeAB6v. H Lodtnta petadd tev 8o @Ulev sivel mAfov dsdopfvn kol

46 Asv BAfne xoxd Oto vo amelkovilovial ol yuvaikeg og odivopsg Koméheg 46 =3 —=1.035*%*
movu mpfmel va owBodv, cpol¥ oL &vdpsg £xouv £PEUIN TNV KupLopx o xol
o et OV STLOURLY, Vo BRI EYouy, TLC NUVKIKES: Limiciamen s T R T
13 OL peplvictplLeg, mou SLopopiipovial yLx oefLopd 1) yeEVLIKOTEp 13 =3 1253

yio oviodtnta teav 5o @Ulev, omA& pLooUv toug &vdpeg koL 6£fNouv v

43 Boaolk& o OAOUC opfosl 10 0pxio Kol MOUA&EL, KXL OPOCKILK& MPOT Lud 43
vo BAfmw otx video games koukA&peg énwg n Lara Croft mop& xovovikEég
....... e e i o e e e e e b e e S

Otov noile dtadiktvaxkd& (online) nolxvidia, cmopelyw Vo XPNOLUOIOLA Q -4 =1.332
Yeuddvupo mov v poptup& O6TL slpot yuvaike yliatl 6tav avexoAGntouv
....... AT 2 loal VNG, oRX LioVy. QL. SRS C. IALKT S0 N COM.  LRY. AR LOV s m e i m i mimi e memim i m s msmem s
30 Mov Asimouv oL smoxég mou Tx video games Arav yia Alyoug. Todpo 6Ahol 30 -4 -1.496**
noeilouv kol £xeL yivel pla dnpoplARg SpaotnpLétnia pe 1o casual

[}

5 Otav noile ynerax& nolxvidia pe oayépla vidbw 611 mpémel v 5 =5, -1.683
npocmoLloUpat 6TL 88V 1o KATHPEPVE YLX VX ovIamoxpivopot oto
733 Geapé moc eipat «hardcores (okAnpomupnvikf) gamer. To «easualy 33 -5 —2.390%
(xohop&) video games to Bropd Popetd.

Ewova 4.2 : Dovéyewa tov IHivoxa 4.1

ouvnBwg oTto kivntd | oTo tablet (34, +3) kal TTwg «gamer» gival €Keivog TTOU
EVNMUEPWVETAI TOKTIKA, €XEl TTOAAEG yvwoelg, aoXoAeital, dlaBadel Kal aQIEPWVEI
TTOAEG wpeG yia Ta video games (26, +3). EmimtAéov n opada authy dnAwver OT1 Ta
video games egival ouvapTracTIKA yiaTi €ival €vag TPOTTOG va TOEIOEWEl KAVEIG O€
OIOQOPETIKOUG KOOWOUG Kal va Traigel toiki\oug poAoug (4, +3) kai TTwg Ba
emOBupouoav va douV TTEPICOOTEPES YUVAIKES TTPWTAYWVIOTPIEG OTa video games o€
uyIn Kal peaMioTIKG TTPOTUTIO (42, +3).

AvtiBeta, OTIG uywnAoTepeg Béoeig diagwviag (Eikova 4.2) Bpiokovral ol

onAwoelg TTwg gival «hardcore» TraikTpieg (33, -5) kal TTwg 6Tav TTaiouv video games
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ME ayopia aioBavovTal OTI TTPETTEI va TTPOCTIoIouvTal 0TI dev Ta KaTagépvouv (5, -5).
O1 epwtwpeveg dnAwvouv €TTiong Twg Oev TOUG AEITTOUV 01 €TTOXEG TIOU Ta
nAekTpovikad Traixvidia Atav  yia Aiyoug (30, -4), Twg Oev OTTOPEUYOUV VO
OTTOKAAUTITOUV TO QUAO TOUG SIadIKTUOKA YIO VO JNV TIG TTapevoxAouv (9, -4) kal TTwg
Oev TTPOTIMOUV va BAETTOUV «KOUKAdpeS OTTwG N Lara Crofty avri yia kavovikoUg A un
EUPAVIOIUOUG YUVAIKEIOUG XAPAKTAPEG (43, -4). TENOG O EPWTWUEVES BlOPWVOoUV
TTOAU pE TIG ONAWOEIG OTI O PEUIVIOTPIEG MICOUV TouG Gvdpeg (13, -3) kai 6T dev
UTTApxel Kavévag oeglouog ota video games (14, -3) kai dev €TMKpOTOUV ThV
avatrapdoTaon TOU YUVAIKEIOU QUAOU w¢ aduvapou (46, -3) oute Tnv darmoywn OTl O
TUTTIKOG gamer €ival 0 «OTTA0IKAAG» Xwpig TTpayuatiky ¢wn (25, -3).

2e aut TNV oupdda UuTTEPIOXUEI TTEPICCOTEPO N TACN TWV EPWTWHEVWY Va
Tovioouv OTI TauTiCovTal WG «casualy TTaikTpIeg Kol OTI Ogv  gival gamers.
Evdexopévwg n évrovn authi €mdiwén va TIPOKUTITEl ATTO TNV €eviUTIwon Ol
KaAoOUVTaV va ATTavToouv w¢g gamers oTtnv épeuva (Shaw 2011: 32) omdTe Kal
Bewpoucav OTI ETTPETTE va aTTooa@nvioouv OTI Oev gival WOTE va PNV dnuUIoupyAoouv
TUXOv TTpoPAfuata otnv opBbn €CENIEN TG €peuvag. H un TaUTIOR TOUG HE TNV
TAQUTOTNTA TOU gamer TTPOKUTITEI KAl apBpwveTal, apxikd, péoa ammd 10 €idog Twv
NAEKTPOVIKWV TTaIXVIOIWV TToU TTai¢ouv aAAG kal atTd To €id0g ekeivo TToU dev TTaICOUV

Kal TO oTTo0io aTTodidouv o€ £va gamer, OTTwWG gival Ta Traixvidia dpdong (Shaw 2013):

«lMailw mepioodrepo maixvidia tummou farmville,crash bandicoot,pokemon,sims mmapd
rpg O6mws 10 League of Legends n to World of Warcraft.lNailw maiyvidia mou

oAokAnpwvovral ouviOws» (EPWTWHEVN 32).

«Mou apéoouv ta o xaAapd maixvidia amré autd g dpdonscy» (EpwTwevN 33).

Qpeg 10 piva Ouoiwg o1 EPWTWHEVEG

Méca & tipec 5 Bewpolv  TWG Oev  gival

gamers AOyw TnG HEIWPEVNG
7 pe 10 wpeg: 4

ouxvoTtnTag EVOOXOANONG

3-5 wpeg: 3

TouGg pe 10 Méoo kar Tng
Navw amé 10 ; ;
wpeg: 2 MEIWMPEVNG YEVIKOTEPQ

KATavaAwong, XPOVIKNG

emévouong (Eikéva 4.3) kai

aQOoCiwang Toug o€ auTd eV

Ewdva 4.3 : Aiaypoppa yretny epatijon): «Illoceg mpes to QVOQEPOUV KAl T onuacia
jve wailete video games»
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TNG KATOXNAG TWV OXETIKWY YVWOEWY YIa va VOEiTal Kaveigc wg gamer (Shaw 2013):

«Cuuewvw yiari Ta droua Ta orroia aocyoAouvral € TETOIOU €IOOUC TTaIXVidIa
aPIELWVOUV TTOAU xpOvo ammd Tnv KaBnuepIvoTNTd T0US 1 OXEO0V OAn TOUS TNV UéPa o€
autrd omdte givar Quaikd va yvwpilouv moAAG mTepicodTEPa amd KATToIov O OTToiog

aoxoAsital eEAdyioTa ue Ta games» (EpWTWHEVN 36 yia dnAwaon 26).

«lari dev Bswpw O11 gvnuepwvoual 1 o611 10 TAo¢ pou eivalr 1a video games»

(epwTwOpEVN 8 yia dAwaon 23).

«Aev mailw ouyvd games omoTe O€v TOTTOOETW TOV €QUTO LIOU OTOUC gamers»

(epwTWOPEVN 36).

QoT1oé00 €ival onUAVTIKO va TOVIOTEN OTI N PN TAUTION TWV EPWTWHEVWY WG
gamers dev TTPOKUTITEI OTTO THV UI0BETNON ATTO AUTEG aPVNTIKAG EIKOVAG | ApVNTIKAG
OTAONG ATTéVavTl OTO €V AOYyw MECO fj oTnV TaUTOTNTA TOU gamer, OTTWG TTPOKUTTEI KAl
atrd TNV apkeTd uwnAnl Béon diagwviag (-3) otnv otroia £xel ToTroBeTNOEi N dNAWON
«25» aAA& kal attd TNV uwnAn Béon (+4) otnv otroia BpiokeTal N dAAWON «4» yia TN

ouvaTtoTnTa TWV video games va «TagIdelouv KATTOIOV O€ SIAPOPOUG KOGHOUGY:

«Alapwvw yiari UTTapXoUV Kal aroua 1a orroia Exouv uia @QuUaIoAoyikh {wr amAwg
APIELWVOUV TTEPICTOTEPO XPOVO OTA TTAIXVIOIa GUYKPITIKA UE évav AvBpwiITo Tou mrailel

yia va mepaael v wpa tou» (EpwTwHevn 36 yia dfjAwaon 25).

«OAa ra maixvidia éxouv Tnv opop@id Toucy (EPWTWHEVN 27).

Tautdypova ol

Aoyol mou Eekivnoav va Traifouv video games

Mailare ammo . £
i oha EPWTWUEVEG  EKPPAlOUV

™ ouveIdnTh TOUG

6 emAoyn Kkal €mbupia va
5 Traiouv «casual»
. Emotavorqion NAEKTPOVIKE  TTaIyvidia
3 : .
avEVal aTTo 10 évavtl Twv «hardcorey,
TapaTdve; 2

‘Emraile o
1 oUVIPOPOE 0ag; 1‘

Kal  paAioTa,  OTTwg

QaiveTal oTnVv €IKOvVa 4.4,

Ewova 4.4 : Awgypopijug e gITavTi)GELS Y10 TV EPOTION ol TTEPIOOOTEPEG

«EEKII|GUTE VO TTUILETE ETEON:» ﬁSKI'VI']GGV va 'ITGiCOUV ue
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OIKN Toug TTpwToBouAia atmd PIKPA NAIKia, evw emonuaivouy Tn duvardTnTa TTOU TOUG
Tpoc@épel T0 Méoo va EekoupaaTolv Kal va «XOAApwoouv» atmd TIG TTIECEIS TNG

kabnuepivétnTag (Royse et al. 2007: 566).

«lMailw mepioadrepo  ‘yaAapd’ maiyvidia, yiari p'autdv Tov 1010 EeKoupalouan

(epwTWOPEVN 70).

«Maifw mavra pévn pou kai emMAfyw eyw 11 Ba maifw» (EPWTWHEVN 24).

«Mou apéoouv TEPITOOTELO Kai ummopw va mmaiéw ava maoa oTiyun OTo KIVATO LIoU»

(epwTwOPeVN 33 yia dnAwon 32).

«M’apéoer va mailw ue mapéa, yiari ET01 TTEPVAEI TTIO EUXAPIOTA O EAEUBEPOC XpPOVOS

pouy (EpwTwpevn 70)

«Aev pou Asitrouv autég ol emoxéc Kai Oev Exw mEOBAnua ue Ta casual pia¢ kai Ta

mporiuwy (epwTwevn 8 yia dnAwan 30).

‘Ooov agopd OTO KOPMNATI TWV YUuvaiKeiwv avatrapacTdocwy, N O3 atroteAei Tn
Hovadikry ogdda n otroia ONAWVEI TTWG TNV EVOIAQPEPEI TO GUAO TOU avatar Je To OTToio
TTaidel Kal TTwg €Av €xel TN duvaTtdTnTa va TTAEEEI TO QUAO, auTo Ba gival yuvaika (40,
+5) kKoBwg, OTTwG emaonuaivouv, €mMBUPoUV va PTTOPOUV va TAUTIOTOUV HPE QUTO
(EKlund 2011: 327):

«Mou eivai 0 €UKOAO va TaUTIOTW UE Evav BNAUKO XApakKTpa mapd e EVaV apOEVIKO»

(epwTWOPEVN 18).

«Mrraivw 110 eUKOAQ aTO TTETOT TOU POAOUY (EPWTWHEVN 24).

«Mou apéaer va rautifopal Kai va vikwbw OTI &ial eyw o xapakineacy (EPWTWHEVN
40).

O1wg emonpaivel kai n Carr (2006: 166), n onuacia n otmoia aTodideTal 01O
avatar ato évav TTaikTn gival TTpoowpIvA Kal JETARAAAOUEVN OTO XPOVOo TTapd OTATIKA
Kal SloPop@WVETAl avaloya pe Tnv €EOIKEiwon Tou atopou pe 10 MEoo Kal e TIG
TIPOTIMAOEIG TOU OTA dIAPopa €idn Twv video games. XUyKeKPIYEVA, O TTIO EUTTEIPOI

TTAIKTEG, OTTWG TTAPATNPNONKE KAl OTNV TTEPITTTWON TNG opddag 02, diaxwpifouv 1o
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avatar a1ré 10 gameplay pe Tnv €vvoia 0TI 6ev £xouv dia oTabepn TTpoTiuNoN yia TNV
EUQAvION TOug Kal To TTpooapudélouv avdloya e TO e€kAoToTE video game, o€
avtiBeon pe Toug AlyOTEPO EUTTEIPOUG R «casual» gamers, ol oTroiol ammodidouv
MEYOAUTEPN oOnuacia o€ TTAPAYOVTEG OXETIKOUG HE TNV avarrapdcTacn Twv
xapaktipwv (Ibid), 6TTWG €ival n TpoTiunon yia BnAukd avatars oTnv TTEPITTTWON TNG
opadag O3.

EmITA£oV avayvwpiZeTal €K HEPOUG TWV EPWTWHEVWY TO CEEIOTIKO TTEPIEXOUEVO
ota video games Kol eKQPAZETOlI N OTTOOTPO®A  ATTEVAVTI  OTOUG
0€COUAANIKOTTOINUEVOUG  XAPOKTAPEG OAANG KOl OTn  OTEPEOTUTTIKN  €kdOX TNG
«0adUVANNG yuvaikag TTou TTPETTEl va Owoei», N oTToia atTooTPOPr EVOEXOMEVWG VA
ATTOPPEElI OTTO TNV ETMOUMIA TWV EPWTWMEVWY YIa TAUTION KOl KOT& OUVETTEIA VIO
UTTapgn TTEPICCOTEPO PEQNIOTIKWY XAPAKTApwWY. Ev ToUTOIG O¢v aTTOKAgioUV Kal
EVIEAWG TN OUMTTEPIANWN  HEPIKWY  KEPQAVIOIHWVY» 1 OEEOUANIKOTTOINKEVWV
XOPOAKTAPWY HE TNV €vvola OTI UTTAPYXOUV TIOPEUQPEPEIG TTOPOUCIEG Kal OTNV

TTPAYMATIKOTATA:

«Aiaiwvilerai ue autov Tov TPOTTO N 16€a 0TI N yuvaika givar eEAacoovwy duvartoTATwy o€
OxX€0N UE TOV QVIPQ Kal TAUTOXPOVA O QvTpa¢ OtV ETMITPETIETAI va &ival KATI dAAo Tépa

amo oAU duvauikog kai okAnpoc» (epwTwpevn 18 yia SAAwaon 46).

«Mrropei g 6Aoug va apéoel T0 wpdio, autd Ouwg Oev onuaiver OTI OAol €iuaoTe
ouopgol. OmdTe KaAG ¢€ival va UmdpXOUV Kai XAPAKTHPES KAVOVIKOI yia vd

avramokpivovTal TEPIoaOTEPO aTNV payuarikotnTa» (EpwTtwuevn 70).

«Oewpw authv TNV amrown Pabia oéIOTIKN Kai UTTOTIUNTIKA OxI JOVO yId TO YUVAIKEIO
@UAO aAAG yia To avBpwTTivo €idog Tou BéAel 16vo TIC "KOUKAGPES" Gélec TTPoBOARCH
(epwTwpevn 18 yia dRAwaon 43).

«Ag Bswpw Kakod va mpofdAouv 1O wpdio cwua péoa arrd XapakTipes (avatar), yiari
UTTGPXOUV Kal YUVAIKES € TTOAU wpaio owua Kai atnv meayuarikn {wn» (EPWTWHEVN

70).

AKOPNn T PEAN NG opddag O3 dnAwvouv OTI dgv  aTTOPEUYOUV VA

QTTOKAAUTITOUV TO QUAO TOUG SIOBIKTUOKA KAl VA ETTIAEYOUV YUVAIKEIO WEUBWVUO:

«Aev ue amaoyoAei...ammAd dev Toug divw onuaagia» (EpwTwHEVN 27 yia dHAwon 9)
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«Balw weudwvuuo tou va p'apéoel, aveédprnra [amd] 1o euAo. Asv Exw mpdBAnua va

amoKaAUWww 10 QUAO Hou» (EPWTWHEVN 33).

«Aev Bpiokw Abyo yiari va unv 1o kavw» (EPWTWHEVN 24 yia dnAwaon 16).

2tnv opdda O3 TTapaTnpeital N Tdon TTou emmonuaivouv ol Royse et al. (2007)
yia TIg «fmie¢ gamers» (567), OXETIKA Pe TNV €TMOUMIa TOUG VA «ITapauévouv LIE TO
éva ool ornv mpayuarikérnta» (Ibid.) n otroia dPwg TACN €V TTPOKEIEVW EXEI
OIaQOPETIKA eQapuoyr. Evw o1 «ATTIEG gamers» oTnv épeuva Twv Royse et al. (2007)
dlaxwpifav To eavTacoTIKG aTTd TOV TTPAYHATIKO KOOUO Kal dgv €mBuuoucav TauTIon
ME Ta avatars oUTe Bewpouoav ONUAVTIKO ToV TPOTTO TTOU AVATTOPIOTATAI TO YUVAIKEIO
QUAo oTa video games, Ta PEAN TNG opddag O3, TTou voouvTal wg «casual gamersy,
€mMOuPolV TNV UTTapEN YUVOIKEIWY XOPAKTAPWY TIOU VO QVTOTTOKPIvovTal OTnv
TIPAYHATIKOTNTA TTPOKEIJEVOU VA PTTOPOUV va TauTi(ovtal e autolg. e KABe
TTEPITTTWAON ONAAdK dIAPOPOTIOIEITAI O TPOTTOG TTOU EVIACCETAI N TTPAYUATIKOTNTA OTN
OpacTNPEIOTNTA aAAG TTAPAUEVEI N ETTIBUMIA YIQ UTTOUVNGN QUTAG.

2UVOAIKA, n opdda O3 armoTteAcital amd TTAIKTPIEG Ol OTI0iEG £TTIBUPOUY Péoa
atrd TIG ETMAOYEG TOUG OTNV KaTavoury Q va TOvioouv Kal va KATOOTAOOUV OOQEG
KUPIWG TO yeyovog OTI dev €ival «OKANPOTTUPNVIKEG» gamers aAAG «casual», pe Tn
OTEPEOTUTTIKI) ONUACIa TOU OpoU, KABWG TTPOTIMOUV BETIKEG EUTTEIPIEG KA EUXAPIOTEG
I0TOpIEG, dev TTaiCouv TToIKIAa €idn video games Kail dev aQIEPWVOUV TTOPOUG Kal TTOAU
XPOVO O€ auTd evw Oev €TTIBUPOUV «OUOKOAA» NAEKTPOVIKA TTaIXVidia aAAG TTaixvidia
TToU va oAokAnpwvovTal (Jule otn Shaw 2011: 30). MNépav TG PN €€oIKEIWONG TWV
EPWTWHEVWY 0€ Meyaho Pabud pe 10 Méoo, kaBwg aoyoAouvtal pe auTd
TTEPIOTACIAKA Kal YIa AOyoug «XaAdpwong» Kal dlaQuyng atrd Tnv KadnuepivotnTa,
TapaTtnpeital n dIdbeon €k PEPOUC TOUG yia OUVOECN TNG TTPAYMATIKOTNTAG WE TO
video games. H 1don aut)y apBpwvetal 1600 péoa ammd Tnv €mBupia UtTapéng
XOPAKTAPWY OTA NAEKTPOVIKA TTaixvidla Twv OTToiwV N EUQAVION VO QVTOTTOKPIVETAI
OTNV TTPAYHATIKOTNTA, 0G0 Kal atrd TH onuacia TTou atmodidouv Ol EPWTWHEVES OTO VO
MNV atrokpUTITOUV TO QUAO TOUug o€ OIadIKTUOKA Traixvidia. Ev TéAel Ta péAn ng
opddag O3 gaivetal TTwg dgv alotmolouv T dpacTnNEIOTNTO WG HECO EVAAAAKTIKNG
EMTEAEONG TWV £UPUAWY TAUTOTHTWY KAl YIA TOV TTEIPANOTIONS KAl avaoyXnuUaTiouo
QUTWYV EVOEXOMEVWG KOl £V PEPEI AOYw Tou OTI BV €XOUV APOPOIWCEI TRV TEXVOAOYia
TOU gaming o€ peyaAo Babud (Royse et al. 2007: 572), ev TOUTOIG TOUG EVOIAPEPE! VA
MTTOPOUV va TOUTICOVTAl PE Ta avatars oTo €KAOTOTE NAEKTPOVIKO TTaIXVidl Kal va
dlaTnPoUV TNV «TTPAYMATIKA» TOUG YUVOIKEID TOUTOTATA HPECA ATTO PEAMIOTIKOUG

YUVOIKEIOUG XOPOKTHPEG.
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Ewkova 4.5: ElkOveg pe ta ayamtnuéva video games tng opadag O3

Opada 04: oL «8ev eipat kat 8ev 0£Aw va elpat gamer» TTAIKTPLES

O Ttétaptog Kal TeAeutaiog TTapdyovtag egnyei 710 7% Tng dlakuuavong, YE TV
opada O4 va arroteAeital amd 8 drtopa. O dnAWOoEIG o1 oTToieg PBpioKovTal OTIG
upnAoTepeg Béoeig (Eikdva 5.1) eival n «37» 10U avagépetal 010 OTI OEV TOUG
evolapépel KOBOAoU TO UAO Tou avatar pe 1o otroio Traiouv (37, +5) Kal N «23» yia
TO OTI TOUG TaIPIAZEl TTEPICCOTEPO N EKPPaon «TTaiCw video gamesy atrd TNV «eipal
gamer» (23, +5). H opdda O4 dnAwvel TTwg dev Bewpei TOv €auTd TNG OUTE BewpeiTal
gamer (24, +4) kal TTaifel TEPIOCCOTEPO Ta «casualy nAekTpovikd Traixvidia (32, +4)
Kal 611 «€ival TTOAU aoTeio va PIAGUE yia oe€iIoud oTa video games» agou gival aTTAwg
TTaividia kai ox1 n Tpayuatikn {wn (11, +4). O1 epWTWHEVEG TNIOTEUOUV TTWG «O
TUTTIKOG gamer €ival o ‘otracikAag’ 1mou &egv éxel Cwr» (25, +3) kal ekeivog TTOU
EVNMUEPWVETAI TAKTIKA KAl €XEI TTOAAEG YVWOEIG OXETIKA PE Ta video games (26, +3).
EmmrAéov dnAwvouv TTwg ol idIEG TTPOTINOUV va TTaifouv JOVEG TOUG avTi JE TTapéa (2,
+3) Kkai Om Oev €xouv Kavéva amoAUTwg TIPORANMa pE  TOug  UTTEPROAIKG
0€EOUOAIKOTTOINUEVOUG YUVAIKEIOUG XOPOKTAPEG OTA NAEKTPOVIKA Traixvidia Kabwg

«EKTIHOUV Ta wpaia cwuata» (49, +3).
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ATIO TNV GAAN pepId diapwvouly TTepIoaoTepo (Eikdva 5.2) pe Tig dnAwWaoeIg yia
TO0 OTI BAETTOUV TO avatar wg avammapdoTacn Tou eautou Toug (39, -5) kai 6Tl étav

Taifouv pe AvOpeG nAeKTpovIKG TTaixvidla TTPooTrolouvTal 0TI OEV TA KATAPEPVOUV

Factor Scores -- For Factor 4 xoat Distinguishing Statements for Factor 4
Both the Factor Q-Sort Value (Q-SV) and the Z-Score (Z-SCR) are Shown.
(Asterisk (*) Indicates Significance at P < .05.
2 Asterisks (**) Indicate Significance at P < .0l.)

No. Statement No. Q-SV Z—-SCORES
37 Ipoypotixké dsv us anoxoxohsl 1o @UAo TOU Xopoxtiipo (avatar) pe tov 37 +5 2.447
onolo moii{w koL 10 £&v UN&PXOUV YUvaikeg f 6XL o010 motxvidi.BApxel
s RO TRSCU LD L VST RO o oo s i R B R O SR S R 0 S R sy
23 Ipotipd Kol pov taiplé&lel nepLocdtepo n fxppoon «noil{e video games» 23 +5 24222

amd 1o «sipol gamer». Moaileo yneroxé& noixvidio yio va nepdoe KoA& Kol

£v. BropoingL gamer , kot SV 8E@p®, X LOAXC, 1oV, EXUT S, LQU _gam

L. 22, I lle. DAn L9g0T AR . I AL ATQKOAQUME MK ~«CasNA LY. U h o). U X QL - ot i
11 Eival moAd octsio vor pLAépe yia csflopd oto video games - sivot

2 _Hpor.ung, v mod Lo video .games uevn Hov_sms . To_ v 1oL UE FNRER L om0 Zumemsh3amen ke 07200 o
26 Gamer fival oUTOC MOU £VNUEPOVETXL TOKTLKE, £X£1 HOANEQ yvhoeLg, 26 +3
aoxohslital, dLaf&lsl yia Ta video games,pLAé&sL os diradixtvoaxd forums
T4 ThEv fxe xavEVK GHONGTGEC TPOPANHN ME ToUC UMEpBONLK& OsfoUOAiKomolnpé- 49 43 0.850
VOUQ YUvaLlKeloug xopoxifipeg (avatars) ota video games —cmevoavt lag
L v BT LU0 o DOLT O CoMYOIT Rl ol o0 SITNBLL VUNBRRON. s i o e S A
34 Osopd neg oL «casual» (xocdopol) naixkteg =ivol sxeivol mou Ssv noilouv 34 +2 0.812**
video games ouxvl, OPOTLHOUV Xohopd Kol £UKOAX HmoLXvidio mou omoitouv
14 Asv uvnépxel xovéEvog o£éLopdéc oto video games - oUtd QVHKOUV OTO 14 +2 0.721%*
nopeABo6v. H Lodinta petadld tov dGo @Ulev sival mihfov dsdopfvn koL

e 0 1o 1.8 (oYl LTI o) bn kAR 5 ¢ o) et 011 9 o H o) 15 ooV o) 0o ol EUIL SR Reety O Pl e e ey

10 TIpopovedg kKol £xoups SLOpOPET LKEQ HPOTLPAosLg amd Toug &vdpeg apol 10 +2 0.720
....... FLUOTE R FONONVIRE: DB ORET MO L e i s pneennde s s rp sl s sleal L Sl auali s sl sl sl s sl
21 AviAke 010 2% 1OV YUVXLKOV gamers MoU HOpoyHoT LK& TOoUg opfosl v 21 +2 0.647
noilouv video games yio Tov =autd 1toug.OL nepLocdtepsg mnoilouv
- o S VDRLEE, Tl VS, Ve N, £LEQUY, SNBRESC, KL LV, JRUBASQUY, TN HRCORK D im e im i m e m s
28 H mpoypot LK yUuvoiko gamer sivol omAf, xafnpepivi olte Bpoviopwvélstr 28 +2 0.61¢9
| _._._grL mxilel video games oUte mpogna®el v emodeifel TV GfLX TNG: .. iiicicimicimiomaoes
8 OL mopaywyoi tev video games Segv sivol vnoxpswpévol va oxGfouv oOTLg 8 +1 0.568
anol THoeL¢ k&Be peLovot LKAC opddac. E&v Aolmév KAMOLEC YUVXIKEQ

svoxAo and 1o neplexdpsvo omA& vo pnv noilouv o IPOCHPUOCTOU
1 IOpoypot lxé& 10 omexBévopot
CUVOPHOOT LK HoLXvidlo mou éxouv dpdon kol HeplOfisio omeuBivovial/
e ee o JROCROUVIAL, QIOVC KVOREC,EVE LIS, YUV IKAQ T, XN LTOREVY (PRI IO VIO L c i iim i cimrmrmem i mi e
19 OL yuvaikeg poBoivouv oamd pLkpég 611 mpémel vo =ivel Apepeg, pLAfjouxeg 19 +1 0.284
KOl Vo unv 1oug opfoel n Bio yix autd kol 6Tov psyodh®@oouv dsixvouv
ssggpeROTipnan oeemiolceanalyy (xarapa). sddeolgames, oos Slon XOpTQUBLOL. . omanmenisn
H Brounxovia 1ou gaming pti&yveLr n povik& moLxvi pe &vdpeg oto ) +1
pUoAd kol £vBopplivel goxeppféva tnv OAn L&fa 611 tx video games sivol

38 Me volblsl va givol svdiapépav o xopoaxtfpoag (avatar) site &vdpoag 38 +1 0.160**
....... afte yuvalixe, v fxei pafog xol Voo POLGLEL [e mPOypoT LKG GVOPOROL, | . . .. i iiiececiceoouoas
47 Mou apéosL oL yuvalksiol Xopoxifpeg (avatars) vo givelr duvatol, ps 47 ;01 B 0. 1014*
....... AVLQUFIALENINL KAk, L KA ITAS XORLE . YU AL UG . VTSR OSE QUONI KQUOL ANAY bt i i mimr e i et mimrm s et mimem

42 Oo Afsha vor dw mepLocdiepeg YUvaixeg-mpotaynvictplLeg otx video games 42 +1 0.049

of KoAUTEp®, UYL Kol PsoAloT LXK yuvelkelo mpdtume yioti pe svoxAel

27 Ané 1n otiypy nou nailsl kovelg nhextpoviké noiyxvidioa, ocvefdpinto 27 0 0.012
ané 1o @Uho ToU,T0 méon apo, 1o £idog Twv HoLxvidLdv Kol 1o sév moilst

12 Koup&otnka vo gipol n «yvvaike mov noilel video games» kol vo Qou 12 o] 0.002
. _._._Dfve 611 elpo mohU xodn maixrpio «yla xopltai». Elpal &vlpemog! .. _icioicicicicicicamen
46 Asv BAEmm Kokd o010 v amelkovilovial oL yuvaikeg wg odUvousg xomnfisg 46 0 -0.073

mov mpénsl v owBolv, ool oL &Gvdpeg £X0UV £uEUIN THV KUpLopxlor xorl

6 EvBouoL&lopol 6Tav ouvavi®d 1 yveoplle xomfdsg movu mnoilouv KL qUTEg 6 0 -0.097
video games.

Ewéva 5.1 : TTivoxkag pe kotavopn) dnrocemv yio tny opdda O4. To éva aotepaxt (*) dimha oe z —
score VIOSTA@VEL GTOUTIOTIKY) onuovikétnre yw p < .05. Ta 2 agorepaxia (**) vmwodnio@vovv
GTUTIGTIKY) GNIOVTIKOTHTA Yia p < .01,
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KaAd (5, -5). H opdda O4 dev cup@wvei 0TI Ta video games €ival GuvapTraoTIKG (4, -
4) oute OT Ba emAéCel BnAukd avatar €dv Tng diveralr amd To TTaIXVidl auth n
ouvarotnTa (13, -4) evw dev TIOTEUEl OTI Ol EUIVIOTPIEG MICOUV Toug Gvdpeg (13, -4).
TéANog dnAwvouv o1l dev Bewpouv oOTi eival «hardcore» taikTpieg (33, -3) olTe OTI
TIPETTEI VA KAVOUV KATI CUAAOYIKG WG YUVAIKEG yia va aAAGEEl N KaTaoTaon oTo TTedio
Tou gaming (17, -3) kal TTPocBETOUV OTI BEV ATTOPEUYOUV VA XPNOIUOTTOIOUV YUVAIKEIO
Weudwvupo d1adIkTuakd (9, -3) Kal TTwg dev TTPOTIHOUV APCEVIKOUG XOPAKTAPES (41, -
3).

36 Asv slipol sUXPLOTNUEVN YL TOv TpOmo ps Tov onoio avaropiotoavial oL 36 [0} —-0.144*
yuvaikeg ot video games. Es@riAllovial xoal uvO&pxXouv HévVo yLiIX Vo
s e RIS EOTLR L O RN S B O LI AT QNI IIMIG i s A v o A
22 Asgv vnépxelr tinmotc koxd o010 v gioxt gamer. Eye =ilpol gamer, oyom® To
video games, TLg LOtopieg Toug, Tn duvatdinta va os 1o Ldsvouv

(o] -0.169*

ke SR RO SO ORI G o one e oo a3 s o s aaiis i so s S st o o Be e Satenns e eane s e s as s aon s

18 Exouv SikxLo oL @spLvicipLeg movu dLopopi¥povial ylo Tov osfLloud otx 18 -1 -0.170
L._._._¥ideo games xol Y.L _TOV_HLOQYUVLOUS MOU ESMIXPXTEL OTQ XORO IOV gamind. . _._._ . c.cocicucacaoo
29 Mou opfosl va Af@ OTL sipol gamer, OxL yio va tpafhfe Tnv mpoocoxn 29 -1 -0.179

oAA& yiatl slpol mephpavn vic outd kKol v ODPOKELTNL VX OTOUXTHO® Voo
noile smedn sipol YUvaika Kol KAMOLOL HLOTeU0UV OOG HOpEfmsl vo slipot
SOTIN Xoulive tou».

43 Boaolxk& Og OAOUGC opfosl 10 @WPXLlo Kol MOUAKEL, KL OPOCKOILKA IPOTLHA 43 = =0, 315%*
vor PAfne ot video games xoUkA&psg 6nwg n Lara Croft mopd& xovovikEg
. —._._DL&oxnpEC.

OL mepLoocd ixeg noxilouv video games mou In o
) 0 CcUvIpopdg Toug B k&vouv mopia «pévo ps &udpsg» moté Spwg ot

........ (BLec. Sav_Oo aoxodnfeuy_no molfouy . KAT. L. KeURQURPL Qr. o
M&VT CIOKOAUNT® Hephpova 6TL slpot yuvaika 6toav noilo molxvidio

ixeg dsv noilouv
ce avdpLkS koLvd.T'L qutd mpfmet

vor cAN&EE L

ALK IOV. DAoLl IxlxIsg _slvel, Kol ouid omAé sivol «ON8oyy Tounfleg.

30 Mou Asimouv oL smoxég¢ mov T video games Atav yiox Aiyoug. Topo SAol

15 Otov noilw video games ps &vdpsg vidbw 611 npénsl v kepdiocw 15 -3 -0.819

ONWOSAIOTE—KAT L OOV VX EKOPOOKH®D OAEC TLC yuvaixeg 1) sme1dr oL
- = ANRRE L LTS OUV. OF. L. O XKD I LB AL ML . KQRLTO e e imimimimmrme e
- AL, Toor e, v gud la videg gamaes 5. QRASVIKOUCXOROKTORES  JavAatald)a i aico e adla o =20 QuERR. .
17 E&v Sdsv x&voups k&1L va Sdsifoupe 611 KL fugig¢ oL yuvaikeg noiloups A7, =3 -1.03¢6*

video games Ssv mpdkeltol v cAA&EsL n =XBp LK ATPOCPULPX OTO XOPO

TOU gaming Kol YEVLIKOTEpx N OAN KXTAOTNON CIEVOVIL OTLG YUVXIKEQ
_______ N ORTIMEIGS oo s 0 o S B
9 Otav noiln dtodixtvoaxkd& (online) moixvidiox, omopsliyw VX XPNoLHOIOL® < == -1.083

Yeuddvupo movu vo HoPTupd OTL silpol yUvaliko yloti O0Tov otvakoAUITOouv

arL efon yuvoixa opyliooy ol &yuSpeg DoiRrec Vol dow Tny, MEGTOUV.

33 ©Ozwpd nug gipxt «hardcore» (oxAnponupnviky) gamer. To «casualx» e I Rt 5
kv Odopes) o1 080 gemos ma0 ewp: BOPRTR.. . o i e o F i M R e S S e TR i
OL prpLviotpLeg, mov dLopoptipovicl yio osfLopd 1) yEVLIKOTEpo 13 -4 -1.179

Yiot aviocoInIta tov 9o @UAwv, onA& pLooUdv Toug &vdpsg Kol B8£Aouv vo
______ XeASVE 1D, OO ESoan_NETQELOVTIAC. T HROCGILLKE. TOUC MO QBMIMOT . . it mmiemim e
40 E&v £xe 1n duvatotnta va solAffm 1o eUAO ToU Xopaxkifhpo (avatar)us 1o 40 -4 -1.326**

omoio Bx noifw, o smiAffw yUvxikoa GOTeE v HOopd vo tovutilopxl pe outh

B e e s O T T
Ta video games sgival ocUvopOnooT LK& yixti sival #vag tpémoc va noifouns - -4 -1.373%%
SLé&popoug pohoug, =its avdplkoUg s=its yuvalksioug, va SoxLp&ooups véEsg

Fooeo - IOUTOTNLEQ Kot VX YIVOUME O/ Tt SHELC BENQUHE: _ . . . cicicicicicicrcimimimicrcrmcmimmrmrmem i mim

Otav noile yneroxd molxvidla ps oaydépla vidBe STL OPpEmsL v 15) -5 -1.84¢9
npoomoLoUpcal 6Tl S8V T KATPEPVE YIX VX QVINIOKPLlvouxt oTo

39 BAfnw 10V XXpaxInpo (avatar) o1o ODoLxvidlL of avanap&oIxon ToU sxUToU 39 =5 —-2.180%*
pov.

Ewoéva 5.2 : Dovéiyewr tov IMiveka 5.1

H Baoiki TTapdueTpog n otroia diauopPuwvel TIG TTETTOIBNROEIG TG opddag O4
gival n apvnTikn i adid@opn oTaon atmmévavTtl oTn dpacTnPIGTNTA TOU gaming r oTToid

OIATTIOTWVETAI KAl ATTO TIG APKETA CUVTOUES ATTAVTACEIG TTOU £XOUV CUNTTANPWOEl OTO
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BAua yia Tov oxoAlaoud eTTi Twv ONAWOCEWV WPE TIC OTToiEC CupPwvolcav N
dlapwvouoayv TIEPIOCOTEPO, OUYKPITIKA MAAIOTA KAl WE TIG UTTOAOITTEG OMADEG.
2UYKEKPIYEVA OI EPWTWHEVES ONAWVOUV TTwG Bev TTaifouv video games TTapd Yovo Ta
«xaAapdy» TTaixvidla oute agiepwvouv TTOAU Xpovo oto Méoo autd (Eikova 5.3) kai

OUVETTWG dev TauTi(ovTal WG gamers:

«Aev mailw TOAESC WPESC N EKppaan gamer TTAPATTEUTTEI O KATTOIOV TTOU AOXOAgiTal

TEPITa0TELO» (EPWTWHEVN 89).
«Aev mailw video games mapd pévo 1a "yaAapd" maiyvidia» (EpwTwuevn 43).
Qpec¢ TToU Traidouv video games To prva EidikéTepa n

Méxp! 3 Gpec: 3 epwTwuevn 43  otnv

£PWTNON OXETIKA UE TOV

35

25+

TITAO T TTNUEV
Mdvw armé 10 O Tou ayarnuevou

Eiagey e hpeg To pva: 2 Touc video game fTav n

MOVADIKN ato TO

ouvolo TWv
7 -10 wpeg: 1

OUMMETEXOUC WV

YUVAIKWY n otroia &gv

05 1

OuuTTAApwoe  KATtToIO

Ewoéva 5.3: Adypoppa ity epdmen: «I166gg Gpeg To v ovouacia Kal avr'autoU
moilete video gamesy SHAWOE:  «Bev  TTaiCw
video gamesy.

Qotéo0o 1o PéAN autrg TNG opddag dev €mBUPOUY va UI0BETACOUV QUTH TNV
TaUTOTNTA, KABWG £XOouv apvnTikh eikéva yia 1o Méoo, OTTwG @aiveTal Kal amd TNV
uynAR Béon cup@wviag (+3) TTou €xel TOTTOBETNOEI N dNAWON «25» yIa TOV «TUTTIKO
‘omracikha’ gamer». Emautou a&iCel va onueiwBei 61 n opdda O4 armoteAei Tn
pMovadiky oudda n otroia ToTmoBEéTNOE O BeTIK BEon oTnv Katavoun Q auth TN
onAwon kar yaliota o€ 1600 uwnAn Béon. O1 apvnTIKEG CUPTTOPOONAWOEIS TOU
Méoou ouuBaAAOUV OTO va ATTOTPEWPOUV TIG EPWTWHEVESG ATTO TO VA TAUTIOTOUV WG
gamers (Wirman 2014: 84) aAAd kai va OIekIKAOOUV aAUTH TNV TOUTOTNTA VW
TOTTOBETOUV TOUG £0UTOUG TOUG WG N €BI0PEVOUG TTAIKTEG 01 OTTOI0I «{OUVE ETTITUXWS

arov ‘mpayuatiké kéouo’» (Royse et al. 2007: 572).

«O1 xaAapoi maixreg eivai ol un e6iguévor yia 'uévay (EPWTWHEVN 29).
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«H ékppaon "siuar gamer" uyou mpoadidel pia 1016TNTA, TNV oTToia OtV Exw Kal OV BéAwW

va éxw» (epwTtwievn 87).

«Aev wayvw va Bow Tov £aUT6 pou uéca amé wneiaka maiviola» (EpWTWHEVN 29).

Mépav TNG ApvnTIKAG €IKOVAG ATTEVAVTI 0TO gaming Adyw TOU «OTIYUATIOUOU»
TOU aTOPOU WG atropovwpévou (Shaw 2011: 38) kal €BICPévOU, Ol EPWTWHEVEG
avTigeTwTTiCouV Ta video games w¢g £va Méoo 1Tou dev uttdpxel Adyog va AapBaverai
utTToWn ota coPBapd. Autd TTou TTPETTEI ETTIONG VO ONPEIWOET €ival 0TI Ol JICEG ATTO TIG
EPWTWHEVEG TTOU AVAKOUV O€ aAUTH TNV OPAda eival PNTépeg, TTPAYHO TO OTI0I0
EVOEXOMEVWG VA CUCXETICETAI E TOV TTEPIOPICPEVO €AEUBEPO XPOVO TOV OTT0IO
YEVIKOTEPO OIABETOUV KAl TNV OUVETTAKOAOUBN pEIwPEVn duvaToTnTa £vaoXOANOng
Toug pe To Méoo (Winn & Heeter 2009: 1) Kal TOV TTEPIOPICHO TWV ETTIAOYWV TOUG O€

«casual» Taixvidia (2).

«Mailw wneiakd maixvidia arov  eAAxIOTo €AsUBepo xpbvo ToU €éxw yia va

QIroYopPTIOTW K va xaiapwow» (EPWTWHEVN 29, UnNTépa).

H otdon twv epwtwpevwy ouvadel Pe Ta eupruata Twv Royse et al. (2007)
OXETIKA UE TIG «un gamersy (569) ol 0TToieg aTTopPITITOUV TO €V AOyw MEoo Kkail £xouv
QpVNTIKA OTACN aTTévavti Tou BewpwvTag TTwG O gamers gival eBiopévol kai dgv
0100éTouv  AoitTég aoxoAieg.  Tautoxpova avTtirapaBaAlouv  TIG  OIKEG  TOUG
TIPOTEPAIOTNTEG OI OTTOIEG APOPOUV OUCIWdN CNTANATA Kal TV TIPAYHATIKA {wh oTnV
OTTOIO N OUYKEKPIPEVN SpaaTnEIdTNTA aTTOTEAEI ATTAG «XAOIUO Xpdvoux. To {ATNua
TOoU Xpdvou gival KaBopioTIKG oTnv atrdéppiyn Tou Méoou (570) ek HEPOUG TwV «UN

gamers» Kabwg €Xouv GAAEG TTPOTEPAIOTNTEG:

«ATAG mai{w orav dev éxw TiToTa KaAUTEPO va kavw» (EPWTWHEVN 87).

«Nai éxouv TTAGKa kai dev amaiToUv oAU xpovoy» (EpwTwlevn 89 avagpepduevn oTa

«XaAapdy» TTaixvidia).

H apvnTiki o1don Twv EPWTWHEVWY aTTEVAVTI 0T dpacTnpIdTNTA TOU gaming
QAIVETAI VA CUVETTAYETAI KAl TV QVTIOTOIXN OTAON adia@opiag Toug ATTévavTl OTIG
YUVOIKEIEG avaTTapaoTAoElS Kal oTa avatars yevikdtepa (Shaw 2011: 31) kar Tnv
TTavTEAN atroudia ¢NTRPATOG TAUTIONG PE autd. E@boov Ta video games atroTeAoUv

Mia aorjpavTn dpacTnEIGTNTA yIa TRV OpGda O4 Kal o1 EpPWTWHEVES OEV TAUTICOVTAI WG
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gamers, gival ETTOPEVO VA BEWPOUV OTI TO TTEPIEXOPEVO TWV NAEKTPOVIKWYV TTAIXVIOIWV
N n omapén R PN yuvaikwv oTto Traixvidl (Shaw 2013) dev Si1aBETel YeVIKOTEPO
onpacia ouTe TIG agopd, 6TTwG PaiveTal Kal atrd TNV ToTmroBETnon g dNnAwaong «37»
ylo TO @UAO Tou avatar otn 8éon «+5» kal g dnAwong «40» yia Tnv €mAoyn

BnAukoU xapakTrpa aTn Béon «-4».

«Aev BAémw Ta video games w¢ avamapdoTacn g mpayuatiki¢ {wng» (EPWTWHEVN
89).

«Aegv Exw TNV avaykn va vivw éoTtw K uéow evoc maixvioloU KATI OIaQOopETIKO arr' auto
X yi yi Y IX

Tou &iuai, omroTe dev TauTifoual UE TOV EKAOTOTE Hpway (EPWTWHEVN 29).

«Orav maiCw éva maixvidl pe evoiapéper 1o maixvidl kai 1o TWS Ba kepdiow 010 TEAOS
(OKOTTOG TwV TTEPITOOTEPWY video games) orroTe Oev UE ammacyoAei TOAU av Ba Tapw

yuvaika rj kopitol 1 av Ba givar Bpwuikog 1 ox» (EpWTWHEVN 9).
«Aev ue éxel amragyoAnaer moté we Tweay (EPWTWHEVN 43 yia @UAO avatar).

Opoiwg dev diamrpaypatevovral TRV mMOavéTNTA N TIPAyUATiKh {wr  va
euTTAéKeETal KaTd TI pe Ta video games (Royse et al. 2007: 573) omdrte Kai
QaTTOopPPITITOUV TNV UTTapén TUXOV KOIVWVIKWYVY ETTITITWOEWY Kal On Kal oegiopyou o€
auTA TTOU va duvartal va eTTNPEACEl TIG avOPWITIVEG OXETEIG, OTTWG TTPOKUTITEI KAI ATTO
TNV uYnAnR cup@wvia TG opddag O4 pe TN dRAWON yia To TTAPAAOYO TNG TTETTOIBNONG
Tepi UTTapENg oeglopou oTa video games agou eival ammAwg Traixvidia (11, +4). Ze
auTd TO ONUEIO TTAPATNPEITAI KAl N EKPAVON TOU PETAPEUIVIOTIKOU TPATTOU avTiAnywng

QVAQOPIKA PE TO KOPMPATI TNG EIPWVEING 0TV KOUATOUPA Twv MECWV Kal TO TTWG &V
8

Naiere aTov TENEI  emTUuyXdvouv ol
utrohoyloth; 7

Maiere oto oeCIoTIKEG avagopég OTa
TAUTTAET; 6

Maigere oo Méoa Emkoivwviog va

Kivn1o; 5

dlaiwvidovral WG KATI

«aoTeio»  agou  Eival

| BTN S TPOPAVWIG TTOAU
Mailere ot ; ;
KovaoAd; 2 O€GIOTIKEG yIO va  Eival
2
otnv TIPAYMATIKOTATO
1
oeloTikég (Gill 2007: 160)
0
Ewcéva 5.4 : Awypopjia e amavtijeeis yio 715 Ep@OTNCELS GYETIRG g TV o€ O'UV6U(XO'H(’) &V
KaTo)) 1] [1) KOVeOAUS KAl Y1d TT) GVOKELY) 6TV omoia tailovy video games
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TIPOKEINEVW HE TO YEYOVOG OTI TO Méoo ouvioTd yia auTr] TNV Opada pia «TTaidIKA» Kal
a@eAn evaoxOANon CUYKEKPILEVWY ATOUWV.

2UVOAIKG n opdada O4 tnpei apvnTik oTdon atmmévavTl oTnv evaoXoAnon pe Ta
video games Kai mmonuaivel TTwg Ogv KATEXEI TNV TAUTOTNTA TOU gamer Kal oUTE TO
emOupel KaBwg n TauTOTNTA QUTA aQopd ekeivoug o1 oTroiol gival eBiouévol oTa
NAEKTPOVIKA TraixVvidla. ETTITTAéOV 01 EPWTWHEVEG, O WICEG aTTd TIG OTToiEG €ival
MNTEPES, dNAWvOUV TTwG TTaifouv Ta «casual» Taixvidla yia va {eKkoupaoTouv 1 va
QTTOQOPTIOTOUV aTTd TNV KaBnuePIvOTNTA OTav dev UTTAPXE! TITTOTA KAAUTEPO ME TO
OTT0i0 PTTOPOUV va acgyxoAnBoulv. MNa Tnv oudda auTth Twv «un gamersy», n oTroia
O1a0éTel  TTEPIOPIOUEVO  €AeUBEpO  XpOvo, TO gaming aTroTeAEl Mia aoAuavin
OpacTNPEIOTNTA  PTTPOCTA OTNV  TIPAYMOTIKA (WA Kol TIG TIPOTEQAIOTNTEG TNG
KabnuepivotnTag. H otdon auti Kal n un TalTIOR TOUG WG gamers CUVETTAYETAl Kal
TNV e€icou adid@opn otdon TNG OPAdAG ATTEVAVTI OTIG YUVAIKEIEG AVATTOPACTACEIG
ota video games (Shaw 2013) evw o0t¢ ouvduaopd MeE TNV €KQAvVON Tou
METAQEUIVIOTIKOU TPOTTOU avTiAnywng TTEPI TOU TTPOQAVWGS UTTEPBOAIKOU Kal dpa un
UTTAPKTOU o€e€IoPoU, n otToladnTToTe ouvoean Tou Méoou Pe TNV TTPpAyUaTIKOTATA Kal

TUXOV KOIVWVIKEG OUVETTEIEG AoyideTal wg «avonTn» Kal «aoTeiax (Ibid.).

Ewkova 5.5: ElkOveg pe ta ayannuéva video games thg opadag O4
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Tupnepacpuata -XuinTnon

ATI6 Ta aTToTEAéOUATA TNG €PEUVAG TTOU TTPOEKUWAY PECW TNG a&loTToinong TNG
MeBodoAoyiag Q, kaBioTavral avrIANTITEG n dIAPOPETIKOTNTA Kal N TTOIKIAIG TToU
XOPAKTNEICOUV TIG EUPUAES avayVWOEIG KAl EUTTEIPIEG TTOU AvTAOUVTAI OTTO TO TTaIXVidI
(Bryce & Rutter otn Delamere & Shaw 2008: 281) éx1 TAéov DITTOAIKA, PETAGU TWV
U0 QUAWV, OANG PETAEU TWV iIdIWV TWV YUVAIKWY Ol OTTOiEG Traiouv video games.
2ToV avTiTToda Hiag oucIoKPATIKAG avTiIANWng Tou QUAOU KAl TWV KOAVOVIOTIKWV
utmtoBéoewv (Jenson & de Castell 2011: 169) Trepi CUVEKTIKWY TTPOTINACEWY,
OUMTTEPIPOPWIV, EUTTEIPILV KAl OTACEWV, avaduUovTal Ol TTOIKIAEG €punveEieg Kal
atroAaUOEIG TTOU avTAOUV Ol yuvaikeg atrd Ta video games (Hayes 2007: 24) Bdaoel
TWV SIOPOPETIKWY TTOANITIOUIKWY KAl KOIVWVIKWY TTPOKTIKWY TTOU £pappodouv (Jenson
& de Castell 2011) aAAd kal Twv AOITTWV TAUTOTATWY TTOU QEPOUV KOl Ol OTTOIEG
OUVBIaNOPPWVOUV Tn OTACN Toug yia To Méoo (Hayes 2007: 26) Kal v ouvexEia TIG
TIPOTIMACEIG YIA TIG YUVAIKEIEG AVATTAPACTACEIG OE QUTO.

A6 Tnv €peuva avadubnke, TTPAYMOTI, O TPOTTOGC TTOU Ol OTACEIG Kal Ol
ATTAITACEIS TWV EPWTWHEVWY YIA TIG avVATTAPACTACEIS TOUG 0TO MECO Kal Ol ATTOYEIG
Kl N KATAVOMN TwV aTTavTACEWY Toug KaBopidovtav Kal eTTnpedlovTav aTrd Tn oxéon
Toug he To Méoo kai Tn TaUTIor Toug f un wg gamers (Shaw 2013). Atré TG TECOEPIG
OMAdEG TTOU TTPOEKUYAV aTTO TIG avaAUaoElg, ol Tpelg, dnAadn n 02, n O3 kai n 04,
emOBupoloav TTPWTIOTWGS va €ENynOOUV Kal va KATAOTAOOUV COQr PECO aTTo TIG
€MMAOYEG TOUG OTNV KaTtavouny Q Tn oxéon Toug Ye 1o Méoo kal To €av ATavV gamers,
evw povo n O1 amédwoe Paputnta apxiKG oTn oTtdon NG oTTévavtl OTIG
QVATTAPACTACEIG KAl OTO O€EIOUO oTO TTedio Kal £TTEITa OTn OoXéon TG He 10 MéEoo,
XWPIG autd BERaIa va onuaivel 0TI KI €keivn dev TOVIOE £CI0OU APKETA TNV KATOXA TNG
TAQUTOTNTAG TOU gamer.

H ot1don Tng kABe ouddag atrévavTi OTIG YUVAIKEIEG avaTTaPACTACEIG, AAAG Kal N
idla N ouvBeon Twv OPAdWY, BIAPOPPUWVOVTAV TTOIKINOTPOTTWG aPoU Ol TTAIKTPIES gival
dTopa TToU SpouV KOIVWVIKA PE CUVETTEIA «OI aAANAETIOpPdOEIS Kai ol TaUTOTNTEC TOUC
va eival OUyKeIUEVIKG kaBopiouéveg» (Taylor 2003: 29). Yuykekpiyéva n oTdon g
opddag O1 atévavil OTIC YUVAIKEIEG avammapacTdoels oTa  video games
OIAPOPPWVOTAV aTTO TO TTPOCWTTIKG UTTORABPO TWV EPWTWHEVWY OXETIKA WE TIG
QEMPIVIOTIKEG KOI OUAAOYIKEG TTPOKTIKEG ME ATTOTEAEOUA va TOTTOBETOUVTAI EVAVTIA OTO
o€€lopd Kal va avayvwpifouv TIG EUPUTEPEG KOIVWVIKEG TOU OUVETTEIEG EVW AOYyw OTI
TauTifovrav wg gamers, utrepacTrioviav 1o Méoo kal auTth TV TOUTOTNTA. XTNV
TEPITTTWON TNG opadag 02, n otdon Kal n KOTavouA TwV OTTAVTIACEWY TNG

kaBopifovTtav atrd Tnv TaUTIOH TOUG WG gamers, Tnv £mévoucr Toug ato Méoo kai Tnv
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eCoikeiwon Pe autd, TNV APOMOoIWOoN TNG KOUATOUPAG Tou gaming Kai TV uloBETnon
TOU OUVOAIKOU Ke@aAaiou TnG e€v AOyw uTToKOUATOUpaG. AvtiBeta, n opdda O3
emodiwke va utrepTovioel OTI eival «casual gamer» Kal OeuTEPEUOVTWG OTI €ival
avTiBeTn pe Tov oeCioud oTa video games evw n opdda O4 atroteAoloe Tn pPovadikn
oudda TTou &1EBeTE apvnTIKA €IKOva yia To MECO Kal TRV evaoxoAnon HE autd JE
amotéAeopa n  otdon NG  ATTéVAVTI  OTIC  YUVOIKEIEG  AvOTTAPOOTACEIS  va
OlaPOPPWVETAI TOCO aTTO AUTH TNV €IKOvVa 600 Kal atrd T un TauTIon TOUG WG
gamers.

H egoikeiwon i un Twv EpWTWHEVWY PE To METO, oI eTTEVOUOTEIG TOUG O€ QUTO, Ol
TTapeABovTIKEG Toug euTrelpieg (Hayes 2007: 44) kal o BaBudg oTov OTT0i0 €XOUV
EVOWMATWOEI TO gaming oTn (wr Toug KaBopifouv TIG AVTIANYEIG KAl TTPOTIKAOCEIG TWV
TTAIKTPIWY KABWG Ta WN@IakA TTaixvidla dpouv wg eVOANAKTIKEG «TEXVOAOYIEC TOU
eautoU» (Foucault oto Royse et al. 2007: 560) Kol CUYKEKPIPEVA WG «TEXVOAOYIES TOU
@UAoU» OUVBETWVTAG DIOPOPETIKA TIG TTPOTIUACEIS TNG KABe opddag (Royse et al.
2007: 560) yia Ta €idn mTarxvidiwy kal Ta avatars. O1 TTaikTpieg Twv opyddwyv O1 Kai
02, o6viag 1o EUTTEIPEG KOl €EOIKEIWMEVEG PE TO MECO, yeyovOg TO OTTOIO GUV TIG
AANOIG paiveTal AKOUA Kal ATTO TOV TPOTTO PE TOV OTT0i0 oXOAialav EKTEVECTEPO KAl JE
MEYaAUTEPN Gveon aTtd O,T1 01 AAAEG BUO OPAdES yia Ta video games, aglotrolouv Ta
avatars, Ta oTroia AeItoupyouv wg Péoa «rapaywyns rautoritwvy (Taylor 2003: 38),
ME TPOTIO TIOU TOUG ETITPETTEI VA TIEIPAPATIOTOUV, va OOKINAoouv 1 KAl va
avaTpEWPouV TIG EUQUAEG TauToTNTEG (Hayes 2007: 44) Kal TIG KUPIAPXES AVTIANWYEIG
yla auTéG Baoel TG Bewpiag Twv Eu@UAWVY poAwv (Dmitri Williams et al. 2009).

QoT1600 n kKGBe opdda €mBupei péoa atrd Ta avatars va emITEAETEl OIAPOPETIKA
TIG EUQUAES TauTOTNTEG TNG (Butler oto Eklund 2011) Trapd 10 yeyovog OTI KAl O1 PEV
Kal ol d¢ TauTifovTal WG gamers, YE CUVETTEIQ TNV €K vEou avdaduon Tng TTOIKIAIAG
avAPECSQa OTIC YUVAIKEG gamers Kal TwV EVOAANOKTIKWY KOIVWVIKWY CUYKEIMEVWY
(Hayes 2007: 25) 1ToU SIQUOPPUWIVOUV TIG EUTTEIPIEG KAl ATTOAAUCEIS TTOU Ol TTAIKTPIES
avtAouv ammd 10 Méoo. H opdda O1 emBupei va teipapaTioTei TapaBidfovrag Tig
EUQUAEG KOIVWVIKEG vOpueS (Jenson & de Castell 2011: 175) péoa atmmd Tnv €mAoyA
OUVAMIKWY  XApaKTApwY  Xwpic Ouwg autoi va diabétouv  Tnv  UTTEP-
0€EOUAAIKOTTOINUEVN EPPAVION, eV Ogv TOUG evOIaQEPEl TO QUAO Tou avatar Pe 1O
otroio Traifouv. Katd pia évvoia, mmTEAOUV TNV OPOEVIKOTNTA XWPIG va aioBdavovral
TNV avAykn va EVOWHPATWOoouV Tn BnAuKOTNTA OTa avatars TTou €TTIAEyouV.

AvtiBeta n opada O2, n omoia utrooTnNEIfel TNV TAUTOTNTO TOU gamer o€
MEyOAUTEPO BaBud amd Tnv oudda O1, péoa amod Tnv €mAoyr) SUVANIKWY avatars
EMTEAEI TNV APOEVIKOTNTA XWPIG OUWGS VO ATTOPPITITEI TN BNAUKOTNTA OTNV EUPAVION

TOUG, KUpiwg AOyw TnG MeyAAng efoikeiwong pe 10 Méoo TTou ouveTtdyeTal TNV
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adlagopia T000 yia To UAO 600 Kai yia TNV EPPAvIon Twy avatars o€ £va video game
evw avTiBeTa ToviCel TNV €Ugaacn TTou TTPETTEl va dideTal oTo «gameplay». Ev puépel 10
TOPATTAVW EVOEXOMEVWG va TIPOKUTITEL Kal atrd Tnv embugia €viaéng Twv
EPWTWHEVWY OTOV TIUPHAVO TWV gamers Kal Tn CUVETTayOMEVN a@opoiwon TNng
OPOEVIKOTNTAG TNG OUVOAIKNG UTTOKOUATOUPAG TOU gaming TIoU ETTIKPOTEI TN
0€EOUAAIKOTTOINON TWV YUVAIKWY KAl TWV Bidiwv TTaIXVIOIWY 1} UTTOPEI va CUVOEETAI PE
TNV aouvedn €mBupia yia pn diakivduveuon TG BNAUKOTATAG TOUG £XOVTAG EI0ENBEI
o€ «avOPIKO TTEdION.

ATIO TNV AAAN pepid, ol opddeg O3 kal O4, ol o1Toieg deV £XOUV EVOWHATWOEI
T0 gaming otn {wn Toug Kal dev gival €EOIKEIWMPEVEG UE TO &v AOyw Méoo, dev
QVTIHETWTTICOUV TA NAEKTPOVIKA TTaIXVidia w¢ XwWpPo duvaTtdétnTag avaTpoTTAG KAl
ETTAVATIPOCOIOPICHOU TWV KOIVWVIKA atTrodId0ueEvWY  EUQUAWY  pOAwv oUTE Ta
EMMOTPATEUOUV WG PECO TTEIPAUATIOPOU PE EVOANOKTIKOUG £U@uUAOUG poAoug. QoTdo0o
n otdon NG KABe ouddag diagEpel Kal atrodideTal o€ dIAPOPETIKOUG TTapdyovTes. H
opdda O3 dnAwvel Tn ducapéokeld TnNG yia To oefiIoud oTta video games kai
ETMIONUAIVEl TN onPAcia TNG avTatmokpiong Twy avatars g€ PEOAICTIKA TTPOTUTTA KAl
atroTeAei TN povadikry opdda n otoia dnAwvel TV €mMOUMia yia €mAoyy BnAukwv
XOPOKTAPWY QVTi QPOEVIKWY Kal TNV avaykn yia TalTion JE TOV XOPAKTAPA OTO
TTaixvidl. AvtiBeta n opdda O4 adia@opEi yia TIG YUVAIKEIEG avaTTaPaoTACEIG KABWG
Bewpei Ta video games €vav ammAd TpOTTO aTTaoX0AnonG oTov €AeUBEPO TOUG XPOVO
TToU Ogv UTTOPEl va AngBei oucIaoTIKA UTTOWN Kol Katd guveTTeEla dev dUvaTal oUTe TO
TTEPIEXOPEVO TOUG va Tuyxdvel OOBAPAG QVTIUETWITIONG, €VW ATTOPPITITEl TAV
OTTOIO®NTTOTE UTTOVOIQ YIO TAUTION PE T avatars ) EYTTAOKAG TNG TTPAYUATIKOTNTAG YE
TOV Yn@IoKO KOOWPO, TTPAYHO TO OTTOI0 OTTOpPEEl KAl ATTd TNV ApVNTIKA €IKOVA TNG
ouddag yia Tnv evaox6Anon Pe Ta video games Kai TRy TautéTNTA TOU gamer.

Mia akéun Baciki TTAPAUETPOS N OTIoia CUVOIAUOPPWOE HE TIC AVWTEPW
TTOPAUETPOUG TIG OPADBEG, €ival EKEIVN TOU PMETAPEPIVIOTIKOU TPOTTOU avTiAnwng Kai Twv
EKQAvoEwWY Tou Pe TN Jovadikh opdda oTnv oTroia va pnv apBpwvetal va gival n O1.
H opdda auth atroteAei Tn povadikr) oudda Tng otoiag Tta PEAN e€E€ppacav Kal
EMONPAVAV AVOIXTA TNV avAykn YIo OUAANOYIKEG KOl EVOTTOINPEVEG EVEPYEIEG KAl TN
ooBapdétnta Tou oeCiopuou oto Tedio. MapdAo tmou kai N opdda O3 e&éppace Tn
OuoapéoKeld TNG yIa To oeCIoud oTa video games dev TOTToBeTABNKE £¢iocou Bepud e
v O1 atmrévavTt o1o ev Adyw CATnua Kal d1aTripnoe Pia TTIo «ATTIa» OTACN XWPEIg va
apBPWOEl QPEUIVIOTIKEG TTPOKTIKEG, OTTWG TTPOKUTITEI KAl ATTO TNV KATAVOMN TwV
OXETIKWV ONAWOEWV O€ oUdETEPES BETEIC OTNV KaTavoun Q, evw agloonueiwTn eivai
Kal n TotmoBétnon Tng dNAwong Tepi UTTAPENG EUPUAWY BIOAOYIKWY BIQPOPWYV O€

B8¢éon cupgwviag (10, +2).
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21NV opdada O2 @aiveTal va ek@pAleTal TTEPICOOTEPO ATTO O,TI OTIG UTTOAOITTEG
OMAdEC O PETAPEUIVIOTIKOG TPOTTOC avTiAnwng, péoa amod tnv dpvnon Tng Utmmapgng
EUQUAWY BIOAOYIKWY XAPAKTNPIOTIKWY ARG ava@opikd PHOvo WE TIG ONAWGCEIC TTEPI
«EPEUTNG»  aduvapiag Twv  YUVOIKWY KAl TNV TauTéxpovn UTTOoTAPIEN Tou
0e€OUOAIKOTTOINUEVOU  TPOTTOU  €U@QAvVIONG Twv avatars. EmmmAéov  Bewpeital
QVUTTOPKTOG O OEEIOPOG OTO TTEDIO KA OTTOIAdNTTOTE AvTiOpaAon VOEiTal wg UTTEPBOAIKA
aQOU auTOG APOPA PEPOVWHEVA TTEPIOTATIKA OTAV KOIVOTATA €VW TTAPATNPEITAI €K
Mépoug TNG Opdadag n €mmBupia yia dlaXwpPIoud atrd TIG QEPIVIOTPIEG OAAG Kal TIG
UTTOAOITTEG YUVQIKEG OI OTTOIEG BEV Eival IKAVOTTOINUEVEG HE TN OUVOAIKI KOUATOUpPA
Tou gaming. Opoiwg kai n opdda O4 avrmAaufdveral wg ageAr] TNV amdédoon
BapuTtnTtag oTov TPOTIO TTOU AVATTOPIOTAVTAI Ol YUVAIKEG OTA video games Kal wg
«aoTeia» TN dRAwaonN TTePi UTTapENG O€IopoU o€ auTd KABWG TTPOKEITAI YIa TTaIXVidIa
evw Ogv TOTTOBETOUVTAI EVAVTIO OTH O0£EOUAAIKOTTOINGON TG KOUATOUPAG Tou Méoou
KAl CUPQWVOUV apKETA JE TN dNAwaon TTepi UTTAPENS EPQUAWY BIOAOYIKWY Sla@opwv
KAl KOTA GUVETTEIO TTPOTIMNCEWV.

Ava@QOopIKA PE TIG TTPOTIMACEIS TWV EPWTWHEVWY YIa Ta avatars, afloonueiwTo
gival kalr To yeyovog OTI OAeg ol ouadeg ANV Tng O3 cupguwvnoav o1l dev TOUG
eVOIOQEPEI TO GUAO TOU avatar Pe TO OTToio TTaiCouv Kal To €AV UTTAPXOUV YUVAIKEIOI
XOPaKTAPES oTo Traixvidl. H mrapatmmdvw B6€on, Tnv oTroia UTTooTAPIEE AKOPA Kal N
opada O1, oto TAqiclo mMOAVWS TOU TIEIPANATIONOU TNG PE TOUG €VOAANAKTIKOUG
TPOTTOUG KATOOKEUNRG TWV EUQUAWY TAUTOTATWY, dUvOTAl €UPECT VA KATOAAEN OTN
MEIWMEVN CUUTTIEPIANYWN 1] ATTOUCia TNG AVOTTAPACTAONG TOU YUVAIKEIOU QUAOU OTa
NAEKTPOVIKA TTaIYVidIa, GUVETTEIQ £EICOU apPVNTIKA UE TN GTEPEOTUTTIKI ATTEIKOVIOT) TOU,
Kabwg, BAcel Kal TOU OTPOUKTOUPAAIOTIKOU povTéAdou Tou Althusser (Shaw 2009:
231), 10 va unv trepIAapBavetal kabBdAou pia opdda oTto dnudacio Adyo gival aTov idIo
BaBud TpoBANuUATIKG PE TO va TTAPOUCIAZeTal OTEPEOTUTTIKA. AvTiBeTa n oudda O3, n
otroia dgv TauTieTal KAV WG gamer Kal dev aloBaveTal Ot1 €xel eTTevduoel oto Méoo
600 n 02 kai n O1, dnAwvel TN onuacia Tnv otroia dIaBETel yia TNV idla n mmAoyn
€vOg BnAukoU avatar, 6éon Tnv oTtroia, OPwG, TBAVWS va PNV UTTOOTAPIZE avoiXTd
AOGyw TOU 6T Bewpei 6T To ev AOyw MéEoo dev Tnv agopd OvTag «casualy Kal KaTd
ouvettela dev OI0BETEl «OIKAiWPA AGyou».

O mpooTrébeleg, CUVETTWG, TWV EPEUVNTWY OTO TTEDIO, OTTWG TTPOTEIVEI Kal N
Shaw (2013), mpétrel va agopolv TV aAAayr) Tou TPOTIOU PE TOV OTTOI0 TO KOIVO
avTiAauBdavertal Tn oxéon Tou pe 1o Méoo aAAd kai To id10 To Méoo wg dpacTnpIOTNTA
KAl TRV a1TOPPIYN €V PEPEI TNG KUpiapxng avtiAnwng 6T yévo o1 «gamers» ouvioTouv
Tov TUpAva Tou gaming. Autdé Oev  ouverrayetal OTI OAEG Ol TIQIKTPIEG,

OUMTTEPIANOUPBAVOUEVWY EKEIVWY TTOU aOXOAOUVTaI TTEPIOTACIOKA HE TNV &v Adyw
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opacTnEIOTNTA, TTPETTEI va TauTi(ovTal 1 va vooUuvTal wg gamers, aAAd avTiBeta va
OuVEIBNTOTTOINOOUV OTI aveEapTATWG Tou €dv BewpouvTal | €Av gival gamers «oi
TTPAKTIKEC TOUC Kal n avamapdoracr Ttous o€ OAa 1a €idn video games eivai
onuavtikhy (lbid.) kal va avtiAngBouv Ta video games wg TTOMTICUIKA KEiyeva oTa
oTToia €TmeEVOUOUV Kal WG éva Méoo TTou TIG agopd kal &ev OUVIOTA dia a@eAn Kai

aocAuavTn dpacTnEIOTNTA.
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EmtiAoyog - Ileploplopol

O1 opdadeg o1 oTToiEG TTPOEKUWAY TNV TTAPOoUCa £peuva HEOW TG aglotroinong
NG MeBodoloyiog Q Oev eival €EavIANTIKEG, KABWGS N ev Adyw ueBodoAoyia
TIPOCPEPEI VO OUCTNUATOTTOINKEVO TPOTTO KATAVONONG OPICHEVWY AAAG OX1 AWV
TWV TTaPAyOVIWVY TTOU u@icTavTal, HE TOV &v dUVAMEl apIBud TTapaydvTwy va gival
ATTEIPOG HECW TNG XPAONG OIAQOPETIKWY KPITNPIWV OTOV TPOTTO OXNMATIOHOU KOl
gepunveiag Twv opaddwv (Farquhar & Meeds 2007: 1225). H MeBodoAoyia Q dev
agloTroleiTal OTO TTAQICIO OTATIOTIKAG YEVIKEUONG OUUTTEPACHATWY OTOV €UpPUTEPO
TANBUCPO Kal agopd TNV €KACTOTE OPAdO KAl £€va OUYKEKPIMEVO Otiyua atopwy TO
OTTOI0 OTOXEUETAI OKOTTIMO KOl QUTOETTIAEYETAI, KABWG OI0BETEl TIG TTIBAVOTNTEG VO
eKQPAdel TTOIKIAIO aTTOWewy OTO UTTO €&étaon BEua, agou AAAWOTE 0 OKOTTIOG TNG
MeBodoAoyiag Q eival va evioTTiIoTOUV KOl va oKlaypa@nBouv ol dIa@opPETIKOi TUTTOI
ATTOYEWV TTPOKEIYEVOU va gpunveuBolv (Davis et al. 2014: 75). Ev ToUTOIG, OTTWG
evrémmoav ol Thompson et al. (2012: 42), uttd KolvéG ouvOnKkeg delyuaToAnwiag Kai Pe
éva heyadho apiBunTikG Beiyha CUPPETEXOVTWY, METALU Wiog KATAVOMPNG Q KAl evog
gpwTNUaToAoyiou R TTPOKUTITOUV TTAPOHOIOI, av Kal OXI TAUTOCGNWOI, TTAPAYOVTEG UE
ouvéttela n MeBodoloyia Q va kabioTaTtal €EAIPETIKA XpNoIUn Kal va duvartal va
TTapdoXel ATToTEAEGUATA TTOU va TTEPIAAPBAVOUV TOOO TNV UTTOKEIPEVIKOTNTA AAAG KAl
TN YEVIKEUOIKWOTNTA.

‘Eva mepIiopioyd Tou ouvettayetal n diadikTuakr diegaywyn TG £peuvag givai n
e€aipeon yuvaikwyv ol otroieg dev diaBéTouv TTpdoBacn oto AladikTuo, TTapOAO TTOU N
OUYKEKPIUEVN OPAdO-OTOXOG €ixe TOAU augnuéveg TmBavOoTnTEG Vva  OIABETE
TPpéoBacn, evw dev CUPTTEPIANPONCAV UTTOWN@IEG Ol OTTOIEG BIaBETOUV Pbvo KivnTo i
TAUTTAET, KABWG N epappoyn Flash Q dev AeITOUpyEi OTIG CUYKEKPIUEVEG CUOKEUEG Kal
QTTAITEITAI N XEIPOKIVNTN €yKATAOTAON TOu Trpoypdpuarog Adobe Flash (Davis et al.
2014). O OUYKEKPIYEVOG TTEPIOPIOPOG EVOEXOUEVWG VO OUOXETICETOI KAl MPE TO
MIKPOTEPO OTTO TO AVANEVOPEVO OUAAEXDEV Seiyua aTOuwV.

Mapd TOoUG TTEPIOPIOUOUG, N OUYKEKPIMEVN PeBodoAoyia atTroTéAeoe 18IaiTEPQ
XPNOIYO epyaAeio oTnv TTapouca £peuva KaBwg péaa atmd Tov OAMIOTIKO Kal uBpidikéd
OUVOUOOUO OTOIXEIWV TTOIOTIKAG Kal TTOCOTIKNAG HEBSdoU, KaTéEoTn €PIKTA N avaduaon
TWV OIOKPITWYV OPAdWY TWV TTAIKTPIWY KAl O CUCXETIOPOG TWV OTACEWY TOUG ATTEVAVTI
OTIG YUVAIKEIEG avaTTapaoTdoelg oTa video games Pe ONPAVTIKES yIa TNV KaTtavonon
TWV OIAPOPETIKWY ATTOYEWY TTAPAUETPOUG. 2 HEANOVTIKEG €peuveg oTo TTEdio Ba

TTapouciale evola@éPov va XpnolhoTToinBouv OTIC €QAPUOYEC yia Tn dieaywyn
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O1adIKTUOKWY EPEUVWV ME KaTavopég Q, omtwg cival n Flash Q, utrepolvdeopol e
O1a8IKTUOKEG €IKOVEG ) Bivieo Ta oTroia Ba KAAoOUVTAlI Ol CUUMETEXOVTEG E€iTE va
TTAPOKOAOUBiGoUV TTPIV TTPOXWPNOOUV OTNV Katavou Q €iTe va Ta KaTaveipouv
autd kab’autd (Davis & Michelle 2011: 580). Mg autd Tov TPOTTO Ba dUvaTal PE Mia
mo dnuioupyikr kKal dueon Oladikacia va okiaypa@nbei kal va katavonBei n
EMTEANECN TOU QUAOU KAl VO CUCXETIOTOUV Ol TTPOTIMACEIG TWV EPWTWHEVWY YIA
OUYKEKPIYEVA avatars PHETagu Toug.

MeAAovTIKEG £peuveg OTO TTEDIO Ba ATAV XPMOIUO VO CUPTTEPIAGBOUV EPWTHOEIG
1 SNAWOCEIG TTOU VA QPOPOUV TO CUCXETIONO TWV TTPOTIMACEWY KAl TNG EVaoXOANong
ME TO MéOO pE TO ATOMPIKG TTOMITIOUIKO KEQAAQIO TWV TTAIKTPIWY WOTE VA €EETAOTEN
TTEPAITEPW KAl VO ANPOE UTTOWN N CUCXETIOH TOU HE TIG AVTIOTOIXEG OTACEIG ATTEVAVTI
oto Méoo Kal To O€CIONG OTO XWPO TWV WNOIAKWY Traixvidiwy. EmImTAéov cival
oNPavTiKG va £LETACTOUV Kal va dliEpeuvNBoUV o1 EAANVIKEG WNQIAKESG KOIVOTNTEG TTOU
aQOopoUV TO gaming woTe va karavonBei «o pdAog mou Odiadpauariouv orTnv
KaTraokeun NS MOAITIKNRS TNS KaBnuepivotntag avayvwpilovrac o1 QuTEC Of KOIVOTNTEC
ouvioTouv Tnv kabnuepivornra» (Braithwaite 2014: 715) kai atmmoteAolv Bacikd
TTapAdyovTa GTNV KATAOKEUN TNG GUVOAIKNG KOUATOUPAG Tou gaming. H onuacia kai n
avAaykn dIEPEUVNONG TOU TEAEUTAIOU TTPOKUTITEI OUV TOIG AAAOIG aTTO TO yeyovog OTI eV
TEAEl O TPOTTOG KATOOKEUNG KOl N @uon Tou idlou Tou MéEoou, pe OAeg TIg
OupTTOPAdNAWOEIG Tou, cupTrEpIAapBavouévng TnG TrEPIBwpIOTToINCAG Tou (Shaw
2011: 40), @aivovTal va gival EKEVOI OI TTAPAYOVTEG Ol OTT0I0I SIGPOPPUIVOUV TO AGYO
yla TIG avatrapacTdoelig oTa video games (Shaw 2011: 40), pye Tn SI0QOPETIKA OXEON,
eCoikeiwon kal evaoxoAnon Twv TIAIKTPIWY Me TO MECO va €xel avrioToixa
OIAPOPETIKEG ETTITITWOEIG OTIG ATTAITACEIG, TIG OTACEIS KAl TIG TTETTOIOACEIG TOUG YIa TOV
TPOTTO AvVATIAPACTACNG TOU YUVvalKEiou QUAou oTa video games (Shaw 2013). Ev
TEAEI TO {ATNHA TOU «TTOIOG PETPAEI» WG gamer Kal JEAOG TNG KOUATOUPAG Tou gaming
TIPETTEI VA €ival KEVTPIKO OTIG HEAETEG OTO TTEDIO €VTOG TOU TTAQIGIOU TWV TTONITIOHIKWV
otroudwy (Shaw 2010: 407) kabwg diadpapaTifel kaBopioTikd pdAo oTn dlaudpPwaon
TWV OX€oewv £€ouaiag, aTo TToI0G £XEl BIKaiwPa va PIAGEl A 61, OTO TToI0G AIoBAvETAl
OTI €xel autd TO OIKAiwua rp OTI TOV aQopd Kal OTO TTOI0G QvVATTaPIoTATAl KAl TTWG
(Couldry otn Shaw 2010: 407).
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Super Mario Cart: https://www.nintendo.co.uk/Games/Super-Nintendo/Super-Mario-
Kart-279580.html (TeAeutaia rpootTéAacn: 23/04/2016)

The Sims: https://www.origin.com/en-ie/store/free-games/trials
http://www.hardcoregamer.com/2014/09/03/review-the-sims-4/102105/
http://gamerant.com/sims-city-developer-maxis-shut-down/ (TeAeutaia TTpooTTéAaon:
23/04/2016)

Cookie Jam: http://www.mirror.co.uk/news/technology-science/technology/cookie-
jam-facebooks-game-year-4782491 (TeAeutaia TrpooTréAaon: 23/04/2016)

Tetris: http://www.independent.co.uk/arts-entertainment/films/news/tetris-origins-film-
in-the-works-with-director-brett-ratner-to-develop-a6738881.html (TeAsuTaia
TpooTtTéAacn: 23/04/2016)

Lara Croft Tomb Raider II: http://roli29.deviantart.com/art/Tomb-Raider-II-Lara-Croft-
in-Sola-Wetsuit-288125224 (TeAeutaia TrpoottéAacn: 23/04/2016)

Candy crash saga: http://anewdomain.net/2015/06/02/candy-crush-saga-is-it-worth-
the-hype/
http://www.candy-crush.co/candy-crush-survival-tips-you-need-to-know.html|
(TeAeutaia TTpooTTéAacn: 23/04/2016)
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Tekken: http://www.gamersdecide.com/pc-game-news/10-hottest-tekken-female-
characters (TeAeutaia TpooTTéAacn: 23/04/2016)

Metal Gear Solid V: The Phantom Pain: http://www.gamespot.com/articles/metal-
gear-solid-v-the-phantom-pain-review-roundup/1100-6429983/ (TeAcuTaia
TpooTréAacn: 23/04/2016)

Asterix & friends: http://www.edelmann-interactive.com/portfolio-item/asterix-friends/
(TeAeuTaia TTpooTTéAacn: 23/04/2016)

Criminal Case: http://criminalcasegame.wikia.com/wiki/File:Wikia-Visualization-Add-
3.png (TeAeuTaia TTpooTtréAaon: 23/04/2016)

Eikbva 5.5:

2048:
http:/www.redditweekly.com/weekly?s=top&subreddit=2048&to_time=1397347199
(TeAeuTaia TTpooTTéAacn: 23/04/2016)

Candy crush: http://blog.games.com/2013/04/18/candy-crush-saga-walkthrough-
cheats-tips/ (TeAeuTaia TTpocTréAacn: 23/04/2016)

Farmville: http://blog.games.com/2013/02/19/farmville-2-fertilizer-bin/ (TeAeuTaia
mpocTréAacn: 23/04/2016)

The last of us: http://newgameplus.com.br/sony-quer-cautela-sobre-a-quantidade-de-
remasterizacoes/ (TeAeutaia rpooTréAacn: 23/04/2016)

Lineage II: http://2p.com/game/U00108/Lineage-2.htm (TeAeuTaia TTpocTTéAQON:
23/04/2016)

Super Mario: http://supermario3dworld.nintendo.com/ (TeAeuTaia TTpooTTéAaon:
23/04/2016)

EUpnka: http://www.greekapps.info/2013/12/quiz.html (TeAeuTaia TTpooTTéAaon:
23/04/2016)
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[Mapaptnua

A) Alota pe links cvAdoyn ¢ voYm@LwV SNAwoewv yLa To deiypa Q

https://www.youtube.com/watch?v=0SLDgPhbjpOM (TeAeuTaia TTpooTTéAQON
24/04/2016)

https://www.youtube.com/watch?v=_HeBrs8cgTU (TeAeuTaia TTpocTréAaon
24/04/2016)

https://www.youtube.com/watch?v=R8ZVZRsy8N8 (TeAeutaia TrpooTTéAaon
24/04/2016)

https://www.youtube.com/watch?v=Q1qndga6SNU (TeAeuTaia TpooTTéAAON
24/04/2016)

http://www.theguardian.com/culture/2015/nov/16/nina-freeman-punk-poet-game-
designer-cibele-interview (TeAeuTtaia TpdoBacn 24/04/2016)

https://www.youtube.com/watch?v=jWtJpHys_XA (TeAeuTtaia TpooTTéAaon
24/04/2016)

https://www.youtube.com/watch?v=2Gx5Bx6PE9A (TeAeuTaia TpooTréAacn
24/04/2016)

http://www.motherjones.com/media/2014/05/pop-culture-anita-sarkeesian-video-
games-sexism-tropes-online-harassement-feminist (TeAeutaia TpooTTéEAQON
24/04/2016)

https://www.youtube.com/watch?v=0fIBPs49vok (TeAeutaia TTpooTTéAQON
24/04/2016)

http://us.battle.net/wow/en/forum/topic/16860296273 (TeAcuTtaia TpooTTEAQON
24/04/2016)

http://www.gamespot.com/forums/games-discussion-1000000/how-important-is-
female-representation-in-games-t0-31399269/ (TeAeuTaia TTpooTTéAON
24/04/2016)

http://myanimelist.net/forum/?topicid=1432319 (TeAeuTaia TTpooTréAacn 24/04/2016)

http://www.neogaf.com/forum/showthread.php?t=981140 (TeAeutaia TTpooTTéAaON
24/04/2016)

http://www.eurogamer.net/forum/thread/249413 (TeAeutaia TpooTTéAaon 24/04/2016)

http:/www.giantbomb.com/forums/general-discussion-30/female-representation-in-
games-one-mans-perspectiv-1491939/ (TeAeutaia rpooTTéAacn 24/04/2016)

http://iwww.vgf.com/forums/threads/teen-boys-want-better-female-representation-in-
games.93669/ (TeAeuTtaia TpooTTréAaon 24/04/2016)
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http://kotaku.com/we-might-be-witnessing-the-death-of-an-identity-1628203079
(TeAeuTaia TTpooTTéAaon 24/04/2016)

http://tay.kinja.com/the-gamer-identity-is-not-dead-1629018146 (TeAeuTaia
TpocTréAacn 24/04/2016)

http://www.forbes.com/sites/erikkain/2014/09/01/the-gamer-is-dead-long-live-the-
gamer/ (TeAeutaia TTpootTréAacn 24/04/2016)

http:/lwww.gamesindustry.biz/articles/2015-11-20-gamer-isnt-a-single-identity-we-
need-diverse-critics-too (TeAeuTaia TTpooTréAacn 24/04/2016)

http://talarian.blogspot.gr/2015/06/the-gamer-identity.html (TeAeuTaia TTpooTTéAQON
24/04/2016)

http://popaganda.gr/pii-pezoun-videogames/ (TeAeuTaia TpooTtréAaon 24/04/2016)

http://www.gamersgrinder.com/editrial/pios-tin-palevi-pio-poli-o-gamer-i-to-industry
(TeAeutaia TTpooTTéAacn 24/04/2016)

http://www.adartes107.gr/to-euaggelio-enos-gamer/ (TeAeuTtaia TpooTTEAQON
24/04/2016)

http:/www.milare.info/2014/03/Katigories-gamer.html (TeAeutaia TTpooTTéAaon
24/04/2016)

http://community.eu.playstation.com/t5/%CE%A3%CF%85%CE%B6%CEY%AE%CF
%84%CE%B7%CF%83%CE%B7-
%CE%93%CE%B5%CE%BD%CE%B9%CE%BA%CE%BF%CF%8D-
%CE%A0%CE%B5%CF%81%CE%B9%CE%B5%CF%87%CE%BF%CE%BC
%CE%AD%CE%BD%CE%BF%CF%85/%CE%9F%CE%B9-
%CE%93%CF%85%CE%BD%CE%B1%CE%AF%CE%BAY%CE%B5%CF%82-
%CF%83%CF%84%CE%BF%CE%BD-%CF%87%CF%8E%CF%81%CE%BF-
%CF%84%CF%89%CE%BD-Videogames-Women-In-Gaming/td-p/19883737
(TeAeuTaia TTpooTTéAacn 24/04/2016)

http://news247.gr/eidiseis/psixagogia/humor/gynaika-gamer-h-pornostar-h-
tsixlofoyska-h-cosplayer-muthoi-kai-fantasiwseis.3761215.html (TeAeuTaia
TpooTTéAacn 24/04/2016)

http://teamingame.gr/top-10-gaming-
%CE%B1%CF%84%CE%AC%CE%BAY%CE%B5%CF%82-
%CF%80%CE%BF%CF%85-%CE%BB%CE%AD%CE%BD%CE%B5-
%CF%8C%CF%83%CE%BF%CE%B9-%CE%B4%CE%B5%CE%BD-
%CF%80%CE%B1%CE%AF%CE%B6%CE%BF%CF%85%CE%BD-
videogames/ (TeAeutaia TpooTréAacn 24/04/2016)

http://gamespace.gr/2015/01/18/video-games-and-women/ (TeAeuTaia TTpooTréAacn
24/04/2016)

https://www.youtube.com/watch?v=naiGCyn14Bs (TeAeutaia TTpooTTéAQCN
24/04/2016)
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https://www.youtube.com/watch?v=6T4UUN8gBJ4 (TeAcuTtaia TTpooTTéAaon
24/04/2016)

https://www.youtube.com/watch?v=cNKUIKVI8PA (TeAeutaia TrpooTTéAaon
24/04/2016)

http://www.gamespot.com/forums/games-discussion-1000000/casual-vs-hardcore-
what-s-the-point-31021192/ (TeAeuTtaia TpooTTréAacn 24/04/2016)

http://lwww.ign.com/boards/threads/casual-vs-hardcore-gamers.453393409/
(TeAeutaia TTpooTTéAacn 24/04/2016)

https://www.vice.com/gr/read/women-pushing-gender-out-of-gaming (TeAeuTaia
TpocTréAacn 24/04/2016)

http://femfreq.tumblr.com/post/52673540142/twitter-vs-female-protagonists-in-video-
games (TeAeutaia TpooTTéAaon 24/04/2016)

https://www.youtube.com/watch?v=rAjHpZawQeg (TeAcuTaia TTpooTTéAGON
24/04/2016)

https://www.youtube.com/watch?v=ERR1F-zoTV(g (TeAeuTtaia mpootéAacn
24/04/2016)

http://www.gamesradar.com/9-things-real-female-gamers-hate-about-gaming/
(TeAeuTaia TTpooTTéAacn 24/04/2016)

http://www.bustle.com/articles/65237-im-a-female-gamer-and-this-is-what-its-really-
like (TeAeutaia TTpooTréAaon 24/04/2016)

https://www.facebook.com/YES-I-AM-A-GIRL-GAMER-AND-I-AM-PROUD-
253433204777/ (Teheutaia TrpocTréAacn 24/04/2016)

http://el.urbandictionary.com/define.php?term=girl+gamer (TeAcuTaia TTPpoCTTEAGON
24/04/2016)

http://knowyourmeme.com/memes/gurl-gamer (TeAeutaia TpooTréAacn 24/04/2016)

https://www.youtube.com/watch?v=xeVY-300iil (TeAeuTaia TTpoaTTéAaon
24/04/2016)

http:/mwww.gameworld.gr/kunena/4-chat/127513-gynaika-gamer (TeAeuTaia
TpocTréAacn 24/04/2016)

http:/imww.pillowfights.gr/kakes_sinitheies/item2243/%CE%88%CE%B3%CE%B9%
CE%BD%CE%B1_gamer_%CE%B3%CE%B9%CE%B1_%CF%87%CE%AC%

CF%81%CE%B7_%CF%849%CE%BF%CF%85! (TeAeutaia TTpooTréAaon
24/04/2016)

http://cyberella.info/?p=591 (TeAeutaia TTpooTTéAacn 24/04/2016)
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http:/www2.gameover.gr/forum/gaming-
(%CE%B3%CE%B5%CE%BD%CE%B9%CE%BA%CE%AC)/29742-
seksismos-kai-videogames?start=20 (TeAeuTaia TTpooTréAacn 24/04/2016)

http://www.gameworld.gr/component/content/article/205-2014-05-19-05-54-
07/editorial/20664-gamergate-roz-skandalo-seksismos-kai-feminismos-sta-
games (TeAeutaia mpootTéAaon 24/04/2016)

http:/www.pathfinder.gr/stories/4017870/axiologhsh-sexismoy-sta-games-eisagei-h-
soyhdia/ (TeAeuTaia TTpooTTéAaon 24/04/2016)

http://imww.mommy.gr/%CF%84%CE%B1-
%CF%83%CE%B5%CE%BE%CE%B9%CF%83%CF%84%CE%B9%CE%BA
%CE%AC-%CF%80%CF%81%CF%8C%CF%84%CF%85%CF%80%CE%B1-
%CF%84%CF%89%CE%BD-videogames-%CE%BA%CE%B1%CE%B9-
%CE%B7-%CE%B1%CE%BD%CE%B1%CF%80%CE%B1/ (TeAcuTtaia
TpocTréAacn 24/04/2016)

B) AnAwoelg Tov detypatog Q

1. Mpayudatikd 10 amexBdavouar étav Aéve video games «yla Kopitola». Ta TTIo
OUVOPTTOOTIKG  TTaixvidia Tou €xouv Opdon Kal TIeEPITTETEIR  aTTeuBuvovtal /

TTPowBOoUVTalI OTOUG AVOPEG, EVW OTIG YUVAIKEG T XAPITWHEVA «POl» TTaIXVidIa.
2. MNpoT1ipw va TTaiw video games pévn You atrod To va TTaifw JE TTapéal.

3. Maifoupe pe To GUVTPOPOS POV 1) PE TOUG PiAoug pou video games oTToTe Oev VIWOBW

TUWEIG OTI XOPAMI{w TO XPOVO Pou o€ KATI TTaISIKO.

4. Ta ynolakd TTaixvidia gival cuvapTracTiKG yiaTi gival évag TpoTTog va Trai¢ouue
O1d@opoug poAoug, eite avdpIikoUg €iTe yuvaikeioug, va OOKINACOUUE VEEG TAUTOTNTEG

Kal va yivoupue O,TI ugig BEAOUE.

5. Otav aidw yneiaka taixvidia ge ayopia viwBw OTI TTPETTEl va TTPOaTToloUual OTI

OEV TA KATAPEPVW YIA VO AVTATTOKPIVOUAI OTO «YUVAIKEIO OU POAOY.

6. EvBouocialoupal étav cuvaviw f yvwpilw KOTTEAEG TTOU TTaI(ouV KI QUTEG video

games.

7. H Biounxavia Tou gaming @TIGXVEl NAEKTPOVIKA TTaIXVidIO pE AvOPEG OTO PUAAS Kal
evBappuvel eokepPéva TNV OAN 10€a OTI Ta video games €ival yia Toug Avopeg Kal aTTd

EKEI TTPOKUTITEI KOI TO OEEIOTIKO TTEPIEXOUEVO.
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8. O1 mopaywyoi Twv video games Ogv eival UTTOXpEwHEVOI va OKUBouv OTIG
QTTAITACEIG KABE PEIOVOTIKAG Ouddag. EAv Aoimmrdv KATToIEG yuvaikeg evoxAouvTtal atmo

TO TTEPIEXOPEVO ATTAG VA PNV TTai¢ouv ) va TTPOCApPHOCTOUV.

9. Orav Taidw dladiktuakd (online) Traixvidia, amo@elyw va XPENOIYOTIOIW
WEUOWVUPO TTOU va POPTUPA OTI gipal yuvaika yiati oTav avakaAuTtrTouv OTI gioal

yuvaika apyiCouv o1 GvOPEG TTAIKTES VO OOU TNV TTEPTOUV.

10. Mpo@avwg Kal EXouue SIOPOPETIKEG TTPOTIMNCEIS aTTd TOUG AVOPESG OTA WNQPIaKdA
Taiyvidia agou eiyaoTta PioAoyikd Ola@opeTikoi. OTToTE €ival AOyIKO va UTTAPYXOUV

video games yia KopiTola Kal video games yia ayopia.

11. Eival TTOAU aoTeio va JIAGUE yia 0e€IoPo oTa video games - gival Taixvidia ox1 n

TTPAYMATIKr) {wn TNV OTToia UTTApYouV Ta aAnBiva TTpoBAnRuaTa.

12. KoupdoTnka va gipal n «yuvaika 1ou Traifel video games» Kal va pou Aéve 0TI

gipal TTOAU KaAR TTaikTpIa «yia KopiToly. Eipal avBpwtrog!

13. O1 @euvioTplieg, TTOU SlauapTUPOVTAI YIA CEEICHO 1 YEVIKOTEPA YIA AVICOTNTA TWV
OU0 QUAwv, aTTAd MICOUV Toug Avdpeg Kal BéAouv va XxaAdve Tn diaokédaon

METAQEPOVTAG TA TTPOCWTTIKA TOUG TTPOBAAMATA.

14. Aev utrdpyel kavévag oegiIondg OTa video games - auTd avriKouv oTo TTapeABOV.
H 106TnTa peTagu Twv dU0 QUAWV cival TTAéov Oedopévn Kal eEGAAoU dev (oUE O€

XWPEG Tou «TpiTou KOOUOUY.

15. Otav maiw video games e Avopeg ViwBw OTI TTPETTEl va KEPDIoW OTTWOOATTOTE -
KATI oav va eKTTPOCWTTW OAES TIG YUVAIKES A €TTEION OI AvOpEG TTIoTEUOUV OTI Ba Xdow

£TTEION €ipal KOPITOl.

16. Mavra oTToKOAUTITW TrepRgava Ot eipgal yuvaika Otav  Taidw  TTaIyvidla

O1adIKTUAKA (TT.X. MEOQ ATTO TO WEUSWVUHO TTOU XPNOIKOTIOIW).

17. Edv dev k&voupue KATI va deifoupe OTI KI €JEiG o1 yuvaikeg TTaifoupe video games
Oev TTPOKeITal va OAAGEEI N eXBPIKN ATHOC@AIPA GTO XWPEO TOU gaming Kal YEVIKOTEPA

N 6An KATAOTACTN ATTEVAVTI OTIG YUVAIKEG.

18. 'Exouv dikio oI pepIvioTpieg TTou dlapapTUpovTal yia Tov 0eEIoud oTa video games

Kal yIO TOV JICOYUVIOWO TTOU ETTIKPATEI GTO XWPEO TOU gaming.
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19. O1 yuvaikeg pabaivouv atmd PIKPEG OTI TTPETTEI va €ival NPEPES, PIANTUXES Kal va
MNV Toug apécel n Bia yia autd Kal OTav PeyaAwoouv OgiXvouv TIPOTIUNGN O€ TTIo

«casual» (xahapd) video games A o¢ €idn video games xwpig Bia.

20. O1 repiocdTeEPEG yuvaikeg TTaifouv video games TTou TTaifel 0 adep@Pdg TouG 1 O
ouvTpoPOG TOoug | KAvouv TTapéd «POvo e Avdpeg» TTOTE OUWG oI idleg dev Ba

aoxoAnBouv va Trai¢ouv KATI Kaivouplo.

21. Avikw 0T0 2% TWV YUVAIKWY gamers TTou TTPayUaTIKG Toug apéoel va Traifouv
video games yia Tov €auTd ToUG. O1 TTEpIoadTEPES TTaiICouv WN@IaKA TTaIxVvidia yia va

pigouv avdpeg Kai yia va TpaBrigouv TNV TTPOCOoXN.

22. Aev uttdpyel TiITTOTa KOKO OTO va €ical gamer. Eyw €iyal gamer kal ayamw Ta

video games, TIG I0TOpiEG TOUG, TN duvaToTNTA Va € TagideUouv ae GAAOUG KOGHOUG.

23. lMpoTiyw Kal gou TaIpIACel TTEPICOOTEPO N EKPPAC «TTaiCw video games» atro TO
«gigar gamery. Maifw wnelakd Taiyvidla yia va TTEpAcw KAAG Kal 0 UTTOAOYIOTHG Ogv

givai n wn pou.

24. Aev Bewpoupal gamer Kal dev Bewpw KIOAAG TOV EQUTO JOU gamer.

25. O T1UmKOG gamer €ival 0 «OTTacikAag» TTou Aéue, Tou Oev €xel Cwn Kal gival

MovayxIKoG Kal KABeTal wPEeG aTeAgiwTeS Kal TTaidel video games.

26. Gamer ¢ival auTtdg TTOU EVNUEPWVETAI TOKTIKA, £XEl TTOAEG YVWOEIG, QOXOAEITal,
olaBadel yia Ta video games, PIAGel o€ dladikTuakéd forums yia autd Kal yevikoTepa

aPIEPWVEI TTOAAEG WPEG.

27. A1ré Tn OTIYPA TTOU TTaiCEl KOVEIG NAEKTPOVIKAG TTaixVvidla, aveEdpTnTa atmd T0 QUAO
TOU, ATTO TO TTOON WPA, TO £iDOG TWV TTAIXVIDIWV KAl TO €AV TTAifel 0TV KOVOOAQ, OTOV

uttoAOYIOTA | OTO KIvNTO, Yia péva gival gamer.

28. H tpayuatik yuvaika gamer €ival atmArf, kabnuepiviy oute Bpovropwvalel Ot

Taidel video games oUTe TpooTTaBei va atTodeitel Tnv agia Tng.

29. Mou apéoel va Aéw OTI gipal gamer, OxI yia va TpaBréw tnv TTpocoxr], aAAd& yiarti
gipar TepAPAvVN yia autd Kal dev TTPOKEITAI VO OTAUATACW va TIaidw €TTEIdN €ijal

yuvaika Kai KATTol01 TTICTEUOUV TTWG TTPETTEN VA €ial «0TAV Koudiva Jouy.

100



30. Mou Acitrouv o1 eTToxég TTou Ta video games rTav yia Aiyoug. Twpa 6Aol TTaiouv
Kal €xel yivel pia dnuUo@IAng dpaoTnpidTnTa Pe Ta «casual» (xaAapd) maixvidia va

£XOUV apxioel va KaTtakAUZouv Tnv ayopd Tou gaming.

31. 'Evag Baoikdg Adyog TTou TTOAAEG yuvaikeg dev TTaifouv video games gival €1TeIdN
auTd artreuBuvovtal og avdpikd KOIVO. T’ autd TTPETTEl va aAAGEEN auTh n «hovo yia

AvOpES» VOOTPOTTIaL.

32. MNaifw TTEPIoCTOTEPO TA ATTOKAAOUEVA «casual» (xahapd) Traixvidia.

33. Oewpw TWG cipal «hardcore» (CkAnpotrupnvikr) gamer. Ta «casual» (xaAapd)

video games 1a Bewpw BapeTd.

34. Oewpw WG o1 «casualy (xaAhapoi) TraikTeg ival ekeivol TTou dev TTaifouv video
games ouxvd, TTPOoTINoUV XaAapd Kal eUKOAa TTaixvidlia TTou atraitouv Aiyo xpovo (T1.x

oTo facebook) ocuviiBwg oTo KIvnTo 1} OTO tablet.

35. Agv oupwvw e auTr Tn BIAKPIoN PETAEU «OKANPOTTUPNVIKWY» KOl «XOAAPWV»

TTaikTwv. OAol TTaikTEG €ival, Kal auTd aTTAd gival «ORBev» TAUTTEAEG.

36. Agv gipal euxapioTnPévn yia TOV TPOTTO UE TOV OTTOI0 AVATTIAPIOTAVTAI Ol YUVAIKEG
oTa video games. =@TIAICovTal Kal UTTAPXOUV PJOVO YIO va IKAVOTTOIOUV TOV avOPIKO

TTANBUCO.

37. Mpayuatikd dev Pe ammaoxoAei To QUAO Tou XapoakTrpa (avatar) ye Tov OTT0i0
TTaifw Kal To €av UTTAPXOUV yuvaikeg A OXI OTO TTaiXVvidl. ApKei To TTaiyvidl va ival

KOAO.

38. Mg voiadel va eival evila@épwy 0 XapakTipag (avatar) €ite dvdopag €ite yuvaika,

va €xel BAaBog kal va polddel e Tpaypatiké avBpwtro.

39. BAéTTw ToV XapakTrpa (avatar) o1o Traiyvidl wg avamapdotacn Tou eautoU Hou.

40. Edav éxw 1n duvatotnTa va emAECW TO QUAO TOU XOPAKTAPA (avatar) Je Tov 0TToio
Ba Taiw, Ba emAECW yuvaika WOTE va PTTOPW va TouTi(opal PE auTh Kal va

eMPBuUBICopal aTo TTaIXVIdI.

41. MpoTiyw va Tailw video games Pe apaeviKoUg XApaKTHPES (avatars).
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42. Oa NBeAa va dw TTEPIOCCOTEPESG YUVAIKEG-TTPWTAYWVIOTPIEG OTa video games o€
KOAUTEPQ, UYIR Kal PEAANIOTIKA YUVAIKEIQ TTPOTUTTA YIaTi PE €VOXAEI O UTTEPPOAIKG

0€EOUAAIKOTTOINUEVOG TPOTTOG ATTEIKOVIOTG TOUG.

43. Baolkd@ o€ OAoug apécel ToO wpPaio Kal TTOUAJEI, Kal TTPOCWTTIKA TTPOTIHW VA

BAéTTw oTa video games KoukAdpeg 6TTwg n Lara Croft mapd Kavovikég 1] AoxXnMEG.

44. ThoTtelw 6T 0 TPOTTOG TTOU ATTEIKOVIZETAI N yuvaika oTa NAEKTPOVIKA TTalyvidia

MTTOPE va eTTNPEAOEl TOV TPOTTO TTOU AVTIMETWTTICOUV O AVOPEG TIG YUVAIKEG.

45. To 16avikod yia péva gival ol yuvalkeiol xapakTApeg (avatars) ota video games va

gival kar 0€€u Kal SUVAUIKOI TAUTOXPOVA.

46. Aev BAETTW KAKO OTO va aTTelkoviovtal ol yuvaikeg wg adUVANEG KOTTEAEG TTOU
TTPETTEI va owBouv, agou ol avOpeg £Xouv EUQUTN TNV Kuplapxia kal TNV emoBuyia va

TIPOCTATEUOUV TIG YUVAIKEG.

47. Mou apéoel Ol Yyuvaikeiol XapakThpeg (avatars) va eival duvaroi, e

QUTOTTETTOIONON Kal IKAVOTNTEG XWPIG va gival UTTEP-CEEOUAAIKOTTOINUEVOL.

48. NopiCw eival Kaipog va apyifouv va «yduvouv» Kal Toug Avdpeg oTa video games

WOTE Va UTTAPXOUV Kal AvOpEeS Kal yuvaikeg oéCu o€ auTd.

49. Aev  €Xw  Kavéva  OTTOAUTWG  TTPOPRANuUa pe  Toug  UTTEPPOAIKG
0£EOUAAIKOTTOINWEVOUG  YUVAIKEIOUG  XapakThpeg (avatars) oTta video games -

QTTEVOVTIOG EKTINW TA WEAIO CWHATA KAl Ag €ial yuvaika.

') TeVIKEG EpWTNOELG 0TO TEAOG TG KATAVOUTG Q
1. MapakaAw CUPTTANPEWOTE TOV TITAO TOU ayaTTnUévou oag video game:
2. MN60€eg WPEG TTEPITTOU TO PRva TTaileTe video games;
Méxpl 3 wpeg  3-7 WpPEG 7-10 wpeg  Mavw ato 10 wpeg
3. NMwg avtiAauBdveoTe To XpOvo auTd TTou daTravaTte Taifovrag video games;
Anuioupyikd Xdaoiyo xpovou  Wuxaywyiko

4. =ekIvioaTe va TTaideTe video games e1TeI0N:
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‘ETraile o oUvTpo@og oag
‘EmrauCav o1 @iAol oag
‘Emraule o adeppdc A n adep®r 0ag
2a¢ apeoe kal ai¢ate amd pIKpr nAIKia
Kavéva atréd ta Trapatrévw
5. MNapakaAw €TMAEETE TNV nAIKia oaG.
18-24 25-34 35-44  45-54 55+

6. MNapakaAw aTTavIAOTE OTIG TTAPAKATW EPWTHOEIG:

‘ExeTe 0TNV KATOXN 00aG KOVOOAa (11.X. Xbox, Playstation); Nai Oxi
MaiCete wnelokd Taixvidia oTov UTTOAOYIOTA; Nai Ox
MaiCeTe Wnelokd raixvidia o€ KOVoOAQ; Nai Oxi
MaiCete wnelokd traividia oTo KIvnTo; Nai Oxi
MaiCete wnolokd aixvidia oTo tablet; Nai Oxi

EioTe untépaq; Nai Oxi

A) Gaming forums, opadeg kat ceAideg oto facebook mov eo6TdAn Kat
avaptnOnke to link ™¢ katavoung Q (evéeiktTika)

http://www.insomnia.gr/index (TeAeutaia TrpooTTéAacn 24/04/2016)
http://www.myxbox.gr/ (TeAeuTaia TTpooTTéAacn 24/04/2016)
http://www.wehellas.gr/forum/ (TeAeuTtaia TTpooTréAaon 24/04/2016)
http://www.gameworld.gr/forum (TeAeutaia TTpooTréAacn 24/04/2016)
http://www.gameover.gr/forum (TeAeuTaia TTpooTTéAacn 24/04/2016)
http://www.pcmaster.gr/forum/ (TeAeutaia TrpooTréAacn 24/04/2016)
http://community.eu.playstation.com/t5/%CE%95%CE%BB%CE%BB%CE%B7%CE
%BD%CE%B9%CE%BA%CF%8C-
%CE%A6%CF%8C%CF%81%CE%BF%CF%85%CE%BC/ct-p/cGR (TeAeuTaia
mpooTréAacn 24/04/2016)

https://www.facebook.com/League-Of-Legends-Greece-382332281820455/
(TeAeuTaia TTpooTTéAacn 24/04/2016)

https://www.facebook.com/gamespacegr/ (TeAeutaia TTpooTréAacn 24/04/2016)
https://www.facebook.com/CowboyTV/?fref=ts
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https://www.facebook.com/ElysiumGaming/ (TeAeuTaia TTpooTtréAacn 24/04/2016)

https://www.facebook.com/eGaminggr-478090075641280/timeline?ref=page_internal
(TeAeuTaia TTpoaTTéAacn 24/04/2016)

https://www.facebook.com/qqelo/ (TeAeutaia TrpooTTéAacn 24/04/2016)
https://www.facebook.com/Team.In.GameEeE/ (TeAeuTaia TTpooTtréAacn 24/04/2016)

https://www.facebook.com/CS-GO-Greece-460427077313342/?fref=ts (TeAeuTaia
TpocTréAacn 24/04/2016)

https://www.facebook.com/worldofwarcraftgreece2014/ (TeAeuTaia TTPOCTTEAQO
24/04/2016)

https://www.facebook.com/BestGamesinPlanet/ (TeAsuTaia TTpooTTéAQON
24/04/2016)

https://www.facebook.com/GreekGamingUniverse (TeAeuTtaia TpooTréAaon
24/04/2016)

https://www.facebook.com/Gamehorizongr/ (TeAeuTaia TTpooTréAacn 24/04/2016)
https://www.facebook.com/WeHellas/ (TeAeutaia TrpooTréAacn 24/04/2016)

https://web.facebook.com/login/?next=https%3A%2F%2Fweb.facebook.com%2Fgro
ups%2F240092609516879%2F%3Ffref%3Dts (TeAeuTaia TTpocTtréAacn 24/04/2016)

https://web.facebook.com/login/?next=https%3A%2F%2Fweb.facebook.com%2Fgro
ups%2F1398674743714680%2F%3Ffref%3Dts (TeAeuTaia TrpoatréAacn 24/04/2016)

https://www.facebook.com/GuildWarsGreece/ (TeAeutaia rpooTréAaan 24/04/2016)

E) ivakeg and avaAvoeilg péow tov PQ Method

Nivakag 1.1: Eigenvalues (1810TIHEG)

& TToo0OoTIAIEG SIOKUMAVOEIG TTAPAYOVTWYV

Eigenvalues As Percentages Cumul. Percentages

1 19.0156 22.6376 22.6376
2 9.1014 10.8350 33.4726
3 7.0113 8.3468 41.8194
4 3.8813 4.6206 46.4399
5 3.1300 3.7262 50.1661
6 3.0556 3.6376 53.8037
7 2.7682 3.2954 57.0991
8 2.5236 3.0043 60.1034
9 2.3844 2.8385 62.9420
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10 2.0730 2.4678 65.4098
11 2.0311 2.4180 67.8278
12 1.8778 2.2354 70.0632
13 1.8628 2.2176 72.2808
14 1.7819 2.1214 74.4021
15 1.5451 1.8394 76.2415
16 1.4231 1.6942 77.9358
17 1.3588 1.6177 79.5534
18 1.2822 1.5264 81.0798
19 1.2509 1.4892 82.5690
20 1.1588 1.3795 83.9486
21 1.0625 1.2649 85.2135
22 1.0314 1.2279 86.4413
23 1.0257 1.2211 87.6625
24 0.9321 1.1097 88.7722
25 0.7895 0.9398 89.7120
26 0.7829 0.9320 90.6440
27 0.7390 0.8798 91.5238
28 0.6827 0.8127 92.3365
29 0.6626 0.7889 93.1254
30 0.6177 0.7353 93.8607
31 0.5501 0.6549 94.5156
32 0.5263 0.6265 95.1422
33 0.4749 0.5653 95.7075
34 0.4431 0.5275 96.2350
35 0.4135 0.4923 96.7273
36 0.3764 0.4481 97.1754
37 0.3393 0.4040 97.5794
38 0.3115 0.3708 97.9502
39 0.2753 0.3278 98.2780
40 0.2539 0.3022 98.5802
41 0.2226 0.2650 98.8452
42 0.1897 0.2258 99.0710
43 0.1843 0.2194 99.2904
44 0.1591 0.1894 99.4798
45 0.1301 0.1549 99.6347
46 0.1090 0.1297 99.7644
47 0.1023 0.1218 99.8862
48 0.0956 0.1138 100.0000
49 0.0000 0.0000 100.0000
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Mivakag 1.2 : Factor Matrix with an X Indicating a Defining Sort

Loadings

QSORT 1 2 3 4

11130638 0.8065X  -0.1377 0.3132 -0.0630

21131041 0.0789 0.0880 0.6871X 0.0305

31131117 0.6644X  -0.1837 0.3148 -0.1947

4 1131155 0.6813X  -0.2305 0.2812 -0.2517

51131200 0.5654X 0.1293  0.1743 0.4261

6 1130116 0.4328 0.3913 0.0170 0.2692

71130213 0.5837X 0.1378 -0.0890 -0.0371

8 1130246 0.0234 0.3197 0.7111X 0.0762

9 1130407 0.2472 0.0979 0.2858 0.3934X

10 1130416  0.5220X 0.4245 0.0644 0.1154

111130450 0.4627X  -0.0659 0.1229 0.2680

12 1130452  0.3923 0.5645X -0.1169 0.0444

13 1130511 0.4619X 0.1289 -0.1506 0.2403

141130513  0.6425X 0.3164 0.4017 -0.2462

151130513b 0.5552X 0.4044 -0.1608 0.2414

16 1130514  0.6008 -0.2293  0.4318 -0.3670
17 1130556  0.6269X 0.3279 -0.0638 0.2506
181130626  0.3722 -0.0618 0.7509X -0.2574

19 1130640 0.0738 0.7218X 0.0515 -0.1786

20 1130708  0.1598 0.5872X 0.3933 0.0176

211140138 0.0315 0.4601X 0.2809 -0.2377

22 1140450 0.6616X 0.1106 0.4822 -0.1769

23 1140507 0.2615 -0.1222  0.7719X 0.0453
24 1140529  0.2328 0.0287 0.4592X 0.0713
251140932 -0.1402 -0.1119 0.5880X 0.1019

26 1141025  0.3539 0.1620 0.4157X 0.0585

27 1140300 -0.1084 0.1976 0.5217X 0.4208

28 1140353  0.1140 0.3476 0.1355 -0.3527

29 1140405 -0.1865 -0.0106 0.0985 0.6406X

30 1140500 0.6108X 0.2000 0.2331 -0.3490

311140608  0.6139X 0.3137 0.2544 -0.3403

321151249  0.6890X -0.2839 0.4390 -0.0096

33 1150315 -0.2445 0.1728 0.4954X  0.3324
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34 1150451  0.1459 0.4213X 0.0043  0.3183
351150939 0.0689 0.0259 0.4374X 0.2647
36 1150435 0.3778 0.3561 0.2766 -0.3411
37 1161126  0.4425X 0.3439 -0.0519 -0.0380
38 1170638  0.0008 0.3617X 0.2497 0.0471
39 1180722  0.0565 0.2342 0.4753X 0.3749
40 1180811  0.2436 0.3790 0.4708 0.4425
411180349 0.0081 -0.3136  0.3359X 0.0273
42 1180406 -0.0164 0.0409 0.3738 0.5110X
431190417 -0.0455 0.5803X -0.2758 0.4080
44 1190704  0.2057 0.5979X 0.4688 0.0631
451190812  0.4849X 0.0974 0.3489 0.2241
46 1200529  0.0666 0.6223X -0.0534 -0.0889
47 1200607  0.2545 0.5737X -0.1660 -0.0710
48 1201021 -0.2165 0.6657X 0.1433 0.1461
491201026  0.4998X 0.1553 -0.1118 -0.0851
50 1201126  0.1781 0.5581X -0.1587 0.2267
511201145 0.0710 0.4698X -0.0844 0.2178
521200323  0.4470X 0.3490 0.1385 0.1500
53 1200710  0.4279 0.5928X -0.0034 0.2049
541210450 0.1798 0.1298 0.6639X 0.0082
551211249  0.4525 0.5924X 0.0781 -0.0175
56 1210312  0.5559X 0.0388 -0.1027 0.0704
57 1210416  0.6332X 0.0145 0.0536 -0.3849
58 1220804  0.0094 0.0724  0.0459 0.3054X
59 1220946  0.5049X 0.3462 -0.0408 -0.1301
60 1221137  0.6603X 0.0060 0.4048 0.1304
61 1220521 0.0768 0.6664X 0.2494  0.2587
62 1250945  0.2358 0.2830 -0.0094 0.2966
63 1250535 -0.3548 0.6969X 0.0448 0.2204
64 1281105 -0.0139 0.1590 0.5186X 0.0129
651310942 0.6971X -0.0582 0.4062 -0.1964
66 1311038 -0.1053 0.2886 0.1146  0.5993X
67 1311122  0.4493 0.4880X 0.0224  0.1059
68 2020511 -0.2135 0.0568 0.0146  0.4409X
69 2020625  0.4066 0.4050 0.4481 0.1550
70 2030534  0.5058X 0.3099 0.3065 -0.1426
712030137 0.3863 0.3890 0.1781 -0.0588
72 2080536  0.4029 -0.1796 0.5145 0.3210
73 2080746  0.0139 0.4708X 0.2235 -0.0215
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74 2120805  0.7621X 0.2148

-0.0768

-0.0606

752131232  0.5030X 0.1023

0.2461

-0.0104

76 2160137  0.3853 0.6010X

0.1516

0.0899

77 2180510 0.2856 0.0028

0.3240

0.2669

78 2250309  0.3773X 0.0845

0.2807

0.2350

79 2250518  0.1054 0.7796X

0.3092

0.1646

80 2260423  0.1787 -0.1548

0.5056

0.5858X

81 2280326 -0.0393 0.4627X

0.0672

0.3754

82 2290642  0.0890 -0.2592

0.3073

0.4734X

83 3030747 -0.0313 0.6410X

-0.0308

-0.0515

84 3040830 0.1129 0.4602X

0.0193

-0.0451

% expl.Var. 16 13

11

7

Mivakag 1.3, 1.4 & 1.5: Karavopég SnAwoewyv avd rapdyovra

Factor Q-Sort Values for Each Statement

WO oW

Statement

Ipaypat tk& 1o omexB&vopnt 6ty Aéve video games «yLo Xopliot
TIpotitpd vo noilew video games pévn pov omd 10 vor maille He mop
Ioi{ovpe He 1o OUVIPOPS HOU 1 HE TOUC @LAoug pou video games
Ta video games eivat ouvapnootikd yiati eivoal évag 1pbémog vo
Otov maile yneroxd moixvidia pe aydpror vidbe 611 mpémel vo I
EvBovoi&{opat 6ty ouvavt® 1§ yveopll{w xoméAeg mov mailouv i

H Bropnyoavio tov gaming @Tidxvetr NAeXTpovik& motxvidio pe v
0L mapaywyol Twv video games Oev eival vmoxpewpévol vo oXuUfo
Otov moil{w Stadixtvoxd (online) motxvidioa, oamopeliyw Vo XpPnot
Ipopavdg Kol EXOUHE OLAPOPETLKEG mpoTLpfjoelg omd t1oug &vdpeg
Eivot moAU acteio vor pidépe vie cefiopd ot video games - i
Koup&otnko vo eipol n «yvvoixo mov moilet video games» kol v
OL gpepiviotpLeg, mou Stopoapripovial yix cefiopd 1 YEVLKOT £pa
Aev vmdpxet xovévag cefilopdéc ota video games - owi& oviiKouv

Otov noil{w video games pe Gvdpeg vidbw 6t mpémetr vo Kepdiocw
Tévio omoxoAUnte mephgave 6Tt elpot yuvaixoe 6tav moile moxiyv
E&v dev xbvoupe x&rt v deifoupe 611 ¥t epeig ol yuvaikeg mx
Exouv 8ixio oL QepLVICIPLEG TOU O LOPAPTUPOVINL YLX TOV CEfLO
OL yuvaixeg poboivouv oméd pikpég O6TL mpémet va eivol HPepeg,
OL mepLocdtepeg yuvaikeg noilovv video games mov mxilet o od
AVAX® 010 2% 1OV YUVXLKOV gamers IIoU IOPayHXTLXX ToUug apfécel

Aev vndpxet timota xoxd o1o vo eioot gamer. Eyd eipxt gamer

Ipotipd xoat povu tatpitélel meplocdtepo 1 éxppoon «uoil{e video
Aev BewpoUpot gamer xot dev Oewpd KLOAXG TOV eqUTd HOU gamer
O tumikég gamer eilvol 0 «OO0CIKAXG» mou hépe, mou Oev éxet {
Gamer ei{vot oqUTdQ IMOU EVNHEPOVETNL TOKTILKE, EXEL HTOAAEQ YVOO
Amé tn oty mov noilet xoveig nAextpovikd moixvidio, oaveld
H mpoypot Lk yuvaiko gamer eivot omhf, Xafnuepivy odte Bpovi
Mov apéocetl va Aéw 61l eipot gamer, o6xt via va tpafhie tnv mp
Mov Aeimouv oL emoxé¢ mov 1o video games Atov yix Alyoug. Td
Evag Pacixég AOyog movu molhég yuvaikeg Oev noilouv video gam
Toi{w meplocdtepo 1o amoxohoUuevoa «casualy» (xohapd) morxvidt
Orepd mwg eipot «hardcore» (oxAnpomupnviki) gamer. To «casua
Orepd mwg oL «casual» (xodapol) moixteg eivot exeivor mou Of
Aev ouppovd pe owth 1 didkpron petal¥ «OKANPODUPNVLIKOVY Kol
Agv gipot eUXOPLOTNEEVD YLX TOV TPOIO PE TOV omoio ovamopiot
Ipoypot txé 8ev pe omooXoAel 10 @UAO TOU Xapoxihpo (avatar) p
Me voidler va sivar evdLa@épev o xopaxtipag (avatar) eite &v
BAénmw 1OV Xopoxifpa (avatar) oto matxvidl ©¢ cvomapdcIoon 1o

W ~Jd oy s WD
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40
41
42
43
44
45
46
47
48
49

Edv €xo tn Suvatdtnia va emthéfm 1o pUho tou xapaxkifpo (avat
Opotipd vo noil{m video games pe QPCEVLIKOUG XOpaKT1fpeg (avata
Oo ffeda vor 6w mEPLOCOTEPEG YUvaikKeg-Ipwiaywvicipleg ot vid
Booitkd oe 6houg apfcel 1o @paio xot MOUVANEL, KXl IPOCMILKA I
Miotedw 61t 0 tpémog movu ometkoviletal 1 yuvaixo 0T NAEKTPO
To 18avikd yLa péve elvot ot yuvaixeiol xopoxtifipeg (avatars)
Aev BAfme xaxd 010 va ametkoviloviat oL yuvalkeg ¢ adivapeg
Movu apécet oL yuvaikeiol yopoxthpeg (avatars) vo eivot duvor
Nopil{w eivar xatpég va apyxilouv va «ydivouvy xat toug &vdpeg
Aev £x® xowévo amoAUiteg TpbPAnpa pe tovg vmepfohixé oefovodt

Variance = 6.571 St. Dev. = 2.563

Factor Q-Sort Values for Statements sorted by Consensus vs. Disagreement (Variance across Factor

Statement

Amé tn otiyp mov moilet xovelg nhextpovixd moxvidioa, oveld
Otov moi{w video games pe &vdpeg vidbe 6t mpémet vo xepdiow
Otav noile ymeroxd motxvidie pe ayépro vidbe 6Tt mpémet vo I
Nopi{w etvor xaipdg va apxilouv vo «ydivouvy xat 1oug &dvdpeg
OL meprocétepeg yuvaikeg noilovv video games mov mailet o ad
Opoypot Lk 1o amexOdvopat 6tav Aéve video games «yLa xopitol

Gamer ei{val QUTOQ IOV EVNHEPOVETOL TOKTLKE, E€xel IOANEQ yvio
Aev cuppovd pe auth) 11 6tdxpLon petall «OXANPOIUPNVLKAOVM Kol

OL yuvaixeg podaivouv amd uikpég 61L mpémel va eivatl NHPepeg,

Opotipd vo moi{m video games pe QPCGEVLIKOUG XApaKifpeg (avata
H mpaypot txf) yuvaixa gamer eivot omhif, xabnueptvh ofte Ppovrt
EvBouot&lopat 6tav ouvavtd 1) yvepi{e xoméhe¢ mov mxilouv xt

Koupdotnxa va eipat n «yuveixka mov noilet video games» xaL v
Mov Aeimouv ot emoxég mou to video games ftov yia Alyoug. Td
To tdavikd yia péva elvar ot yuvaikeiot xapoxtfpeg (avatars)

Oewp®d mog ol «casual» (xodapoi) moikteg eivat exeivotr mou Oe
Me voidler va elvor evdiagépav o xapoxthpag (avatar) eite &v
Tévia omoxoAUmte mepfigova 6Tt eipot yuvaixa 6tav mol (e moiyv
Mov apéoel ol yuvaikelol yopaxtipeg (avatars) vo eivot duvor
Avik® 010 2% TOV YUVOLKOV gamers IOU IPOyHoT LKX TOUQ apécel

Otov moile Srtadiktvoxd (online) mawxvidio, omopelyw va xpnot
Opotipd Kot pov totptéler HEpLOGOTEPO I) Exppacy «nail® video
Baolx& o8 ONOUC O(péCEL TO @PXiO XKL MOUAKEL, KOXL TIPOCWILKA II
Evag Pocixég Adyog mou moArég yuvaixeg dev moilouv video gam
Mov apéocet va Aéw O61L elpot gamer, Oxt yia va tpafife tnv mp
Hoi{ovpe pe 10 oUvipopd pov 1 pe 1oUg @ilovug povu video games
Opotipd v nailw video games pévn pov omd 1o va moi{m pe mop
Mpaypat tk& dev pe amooxohel 10 @UAO Tou Xopoxtipo (avatar) p
Aev PAémw xoxd o1o vo ometxovilovial ot yuvaixeg og odivapeg
Edv O6ev xdvoupe x&tt vo deifoupe 611 xi epelg ot yuvaixeg mo
Aev elpot euxoplotnpévn yio tov 1pbémo pe 1ov omoio avomopiot
Oa HBeho var dw mepLocdTEPEQ yuvaikeg-mpetoaywvioctpleg ota vid
O pepwviotpLeg, mou drapaptipoviat yia cefiond ) yeEvIXOTEpa
H Bropnyovia 1ov gaming @ruiéyver NAEXTPoviX& moi)vidioa pe &v
Exouv dixio ot geptviotpLeg mov dropapripoviatl yio 10v cefLo
Aev éxo xovévo omoAiteg mpéfAnuo pe tovg vmepPfolixd cefouaht
Oepd meg elpot «hardcore» (oxAnpomupnviki) gamer. To «casua
Aev vndpxet timota xoxd o610 v eloot gamer. Eyd eiupot gamer

Miotevw 61t 0 tpbmog mov ametkoviletal I yuvoika oTa NAEKTPO
0L mapaywyol 1wv video games Oev eival vmoxpewpévol va okUfo
Aev vndpyet xovévoag ceflopdc ota video games - autd oViKOUV

Mpopavidg KoL EX0Une OLOPOPETLKEG HPOTLPAoELG ombd Toug &vdpeg
BAénw tov Yopoxtifpa (avatar) oto maixvidt wg cvomop&otoon 1o
To video games eivat ouvopnmoot k& yioti eivar évag 1pdémog va
Eivor moA¥ acteio va piddpe yix cefiopd ota video games - ei
Edv éxo tn duvardétnto va emthéfw to pUho 1oU Xopaxifpa (avat
O tumix6g gamer eival 0 «omooixAag» mou Aépe, movu dev éxet {
Aev BewpolUpot gamer xot Oev Oewpd XKLOAXG TOV EQUI6 HOU gamer
Mol l{w mepioocdtepo To omoxoAoUpeva «casualy» (xodapd) marxvidi

40
41
42
43
44
45

47
48
49

Factor Arrays

1

=1
=2
-4
0
-2
2

=

{ 8 O RS B o T O e e O B o R i RS R N O B e o il

H N WHFEWOREPDOS O

S

WHF D WMRDPDD EBEFONDONMNEBEORFORFRRFNDREOREO

-2
=1

-1
-4

-4

=3

=1

-2

o

=2

w

=1
=9
-4
=3

O W s Wb o

Z-Sc

1
HF R FPDDNDOONDWERE NDWEREFEOWNDO

1
(S RRUVRN o)

| I ¢
1 1 1 1 O =
CWWHRBEFEFOWO WK -

[}
IV SRV SUROY SV N SORN SSS L SC T OG S S )

109



factor Scores with Corresponding Ranks

Factors
lo. Statement No. 1. 2 3 4
1 Ipaypotixé to omexBévopxt 6tav Aéve video games «yLo X 1 Q73" 43 0.48 16 =-0.08 27 0.31 16
2 Tpotipd va nxilw video games pévn pov oamé 1o va moile 2 0.32 22 -0.62 37 -0.63 36 1.07 7
3 Hoailovpe pe 1o oUVIpopd pou N pe ToUG @iloug pou video 3 -0.25 31 1,13 6 0.59 13 -0.55 35
4 To video games eivot ouUvapINOTLX& yioti eival évag tpd 4 1.47 3 A.d2 ik 1.02 8 =1.37 47
5 Otov mail{e yneroxd meixvidia pe aydpro vidbw 6tL mpéme 5 -1.70 47 -2.16 49 -1.68 48 -1.85 48
6 EvBouci&lopot Otav ouvavid 1 yvepileo xoméheg mov moilo 6 0.46 18 0.80 12 =-0.16 28 =-0.10 26
7 H Broupnxovio tou gaming @Tidxvelr NAEKTPOVIKG motxvidto 7 0:36 19 -=1.43 47 0.42 15 0.18 18
8 O mxpayeyol twv video games Oev eival Umoxpe@pévol Vo 8 -1.73 48 0.35 18 -0.89 40 0.57 15
9 Otov mailw Srtodiktvoxd (online) morxvidio, ocmopelym va 9 0.10 26 =-1.28 44 -1.33 46 -1.08 43
10 Tpopavdg xal EXOUHE OLOPOPETLKEG MPOTLHACELG amb TOUg 10 =157 45 -0.70 38 0.69 12 0.72 12
11 Eivot moAG acteio vo pidéue yio cefiopd ota video game 11 8 -1.52 43 0.96 9 -0.39 33 1.34 8
12 Koup&otnxo va eipol n «yvvaiko mov moilet video gamesy» 12 0.70 14 0.22 24 -0.43 34 0.00 24
13 Ou pepiviotpreg, movu Siopoptipoviot yio cefiopd 1 yevi 13! -1.55 44 0.36 17 -1.25 44 -1.18 45
14 Aev vndpyxet xavévoag cefiopdée ot video games - autd ov 14 -1.62 46 0.25 22 -1.03 42 0.72 11
15 Otov noilw video games pe &vdpeg vidbw 6tt mpémet v x 15 -0.74 37 -0.53 33 -0.35 31 -0.82 40
16 T&via ocmroxodvnte nepfpove 6t sipat yuvaixe é6tav nailew 16 -0.51 35 0.57 14 0.41 16 -0.48 33
17 E&v dev xévoupe x&tit va deifoups 611 xt epeig ot ywval 17 0.91 10 -0.55 34 0.14 21 -1.04 42
18 ‘Exouv dikto oL pepivioTpLeg movU dLOPXPTUPOVINL YIX TOV 18 1.00 8 -1.19 41 -0.04 26 =-0.17 29
19 Ot yuvaixkeg podaivouv ambd pixpég 6t mpémer va eivar By 19 0.27 23 -0.60 35 0.01 24 0.28 17
20 Ot meprocdrepeq yuvaixeg nailovv video games mov nuile 20 -0.97 3¢ -1.03 40 -0.86 38 -0.44 32
21 Aviixe 010 2% TOV YUVOIKOV gamers mov mpoyHaTiX& Toug 21 0.33 21 0.84 11 -0.53 35 0.65 13
22 Aev unépxetr timota xaxé oto va eloot gamer. Eyd eipot 22 1.1 2 2.07 2 0.30 19 =0.17 28
23 Tpotipd xat pov topi&lel meprocdtepo n éxgpoon «mnailew 23 0.78 12 0.86 10 1.81 3 2022 2
24 Aev Bropolpxt gamer xot dev Bewpd XLOAXG TOV £QUTS pov 24 -0.43 34 -1.36 45 1.68 4 1.97 3
25 O tumix6g gamer e£ivat 0 «onooixAag» mou Afue, mov dev 25 -1.27 42 -1.79 48 -1.02 41 1.27 6
26 Gamer £ivol qUTOGC MOV EVNMEPAVETXL TOKTLKE, £XEL IOAAE 26 0.47 17 0.56 15 .27 7 0.96 8
27 Ané 1n otiyw) nmov nxilet xoveig NAEXTPOVIKE notxvidia, 27 0.02 29 0.20 25 -0.02 25 0.01 23
28 H mpaypot txfy yuvalxa gamer eivat omdf), xabnpepivy oftre 28 0.98 9 1.66 3 0.91 10 0.62 14
29 Mov apfoet v Aéw 61t eipct gamer, Oxt yio v Tpafhfe 29 0.88 11 1.21 5 -0.31 29 -0.18 30
30 Mov Asimouv oL enoxé¢ nov 1 video games fHrav yix Alyo 30 -0.39 33 -0.61 36 -1.50 47 -0.76 37
31 Evag Bootx6g AGyog mov MoAAEG yvvaixeq dev mailovuv vid 31 0.54 16 -1.23 42 0.04 23 -0.48 34
32 DNailw meprocdtepo 1o caroxodoUpeva «casual» (xodopd) no 32 -0.83 38 -1.24 43 2,09 1 l.46 4
33 Oewpd mo¢ eipot «hardcore» (oxAnpomupnvixy) gamer. T 33 -0.07 30 -0.28 30 =-2.39 49 -1.16 44
34 Oewpd mwg ot «casualy (xohopoi) maixteg eivar exelvol 34 0.26 24 0.26 21 1.3 6 0.81 10
35 Aev ouppeved pe outH) TN Stéxpron petad ¥ «OXANPOMUPNVIK®D 35 0.17 25 0.22 23 -0.34 30 -0.56 36
36 Asv eipat evxapLotnuévn yia 1ov tpémo pe tov omoio ava 36 0.61 15 =-1.41 46 -0.64 37 -0.14 27
37 Tpoypatixké dev pe caixoxohel 1o gUAo tov xopaxtipx (ava 37 1.28 5 2,09 1 0.58 14 2.45 1
38 Me voudlet va givar evdiapépav o xapaxifpac (avatar) ¢ 38 1.2 7 1.4¢6 4 0.84 11 0.16 19
39 BAfnw tov xopoxifipa (avatar) oro muixvidt o¢ avomap&ot 39 -0.60 36 0.34 20 0.31 17 =-2.18 49
40 E&v éxo tn duvardtnta va emthééw to U0 Tou yopaxtipa 40 0.06 27 -0.22 29 1.87 2 =~1.33 46
41 Tpotipd va naile video games pe apoeviIKoUQ XXPAKTNPEQ 41 -0.26 32 -0.13 27 -0.88 39 =-0.93 41
42 Oa ffela v dw meptoodtepeg yuvaikeg-mpotaywviotpleg o 42 1.6 1 -0.19 28 0. 95 9 0.05 21
43 Baoix& o 6hovg apfoet 1o @pxio xat movA&et, xat mpoow 43 -1.12 41 0.35 19 =-1.26 45 =0.32 31
44 TMiotrevw 611 o tpémog mov omerxovilerat n yuvaixa ot 44 1.40 4 -0.82 39 0.31 18 =-0.79 39
45 To 18aviké yia péva eivar ot yuvaikeiot xopaxtipeg (av 45 0.34 20 0.04 26 0.24 20 -0.77 38
46 Aev PAénw xaxd oto va oaretxoviloviar ot yuvaixeg wg «d 46 -2,01 49 -0.43 32 -1.04 43 -0.07 25
47 Mov apfoet ot yuvaixkeiot yopaxtifipeg (avatars) voa eive 47 22 6 0.78 13 1.43 5 0.10 20
48 Nonilw sivor xapdg va apxilovv va «ydivouv» xat 10Ug 48 0.05 28 =-0.34 31 -0.37 32 0.05 22
49 Aev £x0 xavéva orroAiTeg npdfAnua pe tovg vaepPodixé oe 49 -1.07 40 0.98 8 0.09 22 0.95 9
Mivakag 1.6: O1 duo dnAwoeig ol otroieg dev SiagpopoTToiouvTav JETASU
Kavevog {elyoug TrapayovTwy
Consensus Statements =-- Those That Do Not Distinguish Between ANY Pair of Factors.

All Listed Statements are Non-Significant at P>.01, and Those Flagged With an * are also Non-Significant at P>.05.

Factors

1 2 3 4
No. Statement No. Q-SV Z-SCR Q-SV Z-SCR Q-SV Z-SCR Q-SV Z-SCR
15 Otov nxile video games pe &vdpeg vidbw 6t1L mpémet va xepdiow 15 -2 -0.74 -1 -0.53 -1 -0.35 -2 -0.82
27* Ané tn otuyp) mov nailsr xeweig nhextpovik& muixvidia, avefd 27 -1 0.02 0 0.20 0 -0.02 0 0.01
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IT) ALy paAPPIATA LE TIC ATMTAVTICELS OAWV TWV EPOWTHOUEV®V OTIG
YEVIKEG EPWTIGELG

Noéoeg wpeg To pva TTaifouv video games

ApIBPOG EpWTWHEVWV

Mwg avTIAauBAVESTE TO XPOVO TTOU APIEPWVETE TraifovTag video
games

ZEKIVOOTE VA TTAIJETE ETTEISN:
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