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NEET SYSTE

O maikTng Kat To apatap ota natxvioia ﬁ
Awpatiwv ATtodpaong i

Ta dwudaTia arédpacng TTPOCPEPOUV PBIWHATIKY HABNOoN Kal TTPOCEAKUOUV TO €vOIA@EPOV
TWV TTAIKTWV TTOU avadntouv éva pn trapadooliakd traiyvidl (Wiemker, Elumir & Clare,
2015). 'Eva a1rd 1a KUupia dIaKPITA XapaKTNPIOTIKA Twv [Maixvidiwv Awpatiwv ATTodpaocng

EXEl VA KAVEI uE TN OXEON YETACU TOU TTAIKTN KAl TOU dparap.

2 UYKEKPIYEVA, O€ avTiBeon PE Ta WNPIOKA TTaIxVidla OTTOU 0TO KOOUO TOU TTaIXVIOIOU UTTAPXEI
évag dlaXwWPIoUOG YETALU TOU TTAIKTN Kal TOU apartap, o€ Traixvidla dwuaTiou atrédpacng, o

TTaiKTNG Kal To dBatap €ivail 1o idlo dropo (Nicholson, o. 1).
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H €vvola Tou ouoLacTLKOL TtatxXxvioLov

Baoiouévol oto BiBAio "Rules of Play" tTwv
Salen kai Zimmerman Kal OTIG QTTOYEIG
TOUG OO0V apopa OTO OXEDIQONO
TTAIXVIOIWYV, HIa ATTO TIC ONMAVTIKOTEPEG
TITUXEG YIA TNV ETTITUXIA EVOG TTAIXVIOIOU
EXEl VA KAVEI JE TO TTaIXVIOI UE vonhua
(meaningful play) (2004).
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EUTtAOKI) TOU TAiKTN G€ ﬁ
SpacTNPELOTNTEC UE VONUaA !

[l va PUTTOPEI EVAG TTAIKTNG VA OCUMMETEXEI O€ OPACTNPIOTNTEG
TTAIXVIOIWYV TTOU £XOUV VONUA, Ol EVEPYEIEG TOU TTAIKTN TTPETTEI VA Eival:

AI1OKPITEG EVOWHATWHEVES
* TTPAYUA TTOU ONMUAIVEI * KGBe dpdon Tou va
OTI O TTAIKTNG KAVEl TN O1apopa oTNV
KaTaAaBaivel To TTAOKI) TOU TTaIXVIOIOU

ATTOTEAECUA AUTOU TTOU
KAVEI
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Kadnkovta pe vonua ota Awpdatia @
Amnodpaong

2.TO TTAQICI0 TWV TTAIXVIOIWV dWHATIWV
ammodpaong, 1o MNaixvidl e Nonua Eykeital
OTO OTI Ol TTPOKAACEIC TToU Ba
onuioupynBouv Kail Ta KabrikovTa

"Ogv gival aTTAWG eKEi WG eUTTddIa YIA Th
Vvikn Tou TTaiXVvidiou, aAAd KGOe
TTPOKANCN £XEI OKOTTO KAl OCUVOEETAI UE
TN MEYOAUTEPN apRrynon, divovrag otov
TTAIKTN €va TPOTTO VA ATTOOWOEl VO
OTIG TTPA&EIG TOU"

(Nicholson, 2015, o€A. 6)
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O TTpWTOC TPOTTOG UE TOV OTTOIO Ol TIPOKANCEIS JTTOPOUV
va TTAPOUV vonua gival uEow TNG Aueong oUvOEDNG TOU
TTaikTn ME TNV TTAOKK Tou Traixvidiou (Howard, 2008).
2UYKEKPIPEVA, av TO TTAIXVidI OEV TTPOCPEPEI TNV EVEPYO
OUMMETOXI TOU TTAIKTN OTNV I0TOPIA TOU TTaiXVIOIioUu atrd
TNV apxn, TOTE O TTAIKTNG UTTOPEI va &exAoel Tov pOAO

TTOU TTPETTEI VA TTAEEL.

ATTO authl TV Aatoyn, n ag@nynon Tou Traixvidiou
TIPETTEI VA TTAPEXEI MIA ICOPPOTTIA METAEU TNG aPriynong
KAl TG oOnuaciag Tou Traixvidlou, TTPOKEIUEVOU va
TTPowBNOEi N evepydC CUPMPETOXN Kal TO EvOIOPEPOV TOU

mraiktn (Nicholson, 2015, o. 7).
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EvoLapEpouvca
Lotopiq;

MTIOPELTE VA GKEPTELTE EVA EVOLAPEPOV GKNVLKO
Tiov 0a epmAe€eL Toug NEETs oto va aidouvv ta
nawxvidia Awpatiwv Attedpaong;
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[MTAOKEG TIOU OEV EUTIAEKOUV TOV TIALKTN)

H £peuva OXETIKA PJE TO OXEDIAONO TWV
TTaAIXVIOIWY dWHPATIWY aTTodpPaCcnG
OgixVel OTI UTTAPXOUV TTOAAG dwuATIA
aTTédpaacng Tou

«ATTOTEAOUVTAI ATTO TTPOKANOCEIC
TouU O&V EXOUV vOnNua UE TO €idOC,
TNV IOTOPIA I} TOV KOOUO OTOV OTT0IO
rorrolesreiral To aixviom

(Nicholson, 2015, 0.2).
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Amopuyn TNG AMEUTIAOKIG TOU TIALKTH e

Fl

Llpokeuevov vo omopevyOci n un evepyos GOUUETOYN TOL TOIKTH, Ol CYEOLOOTES
TOLY VIOV OWUOTIOV OTTOOPOTHS UTOPOVY Va. 0koAovONcovY Ti¢ ovufoviéc Tov Lee

Sheldon (Nicholson, 2016) oyetika ue to tpio. mpdyuota wov GELovy o1 Taiktes omo
NV oOQHYNoN TOL TALYVIOLOD!

Mdpe pe o€ éva MeTaTpeWE UE O€
MEPOG TTOU OEV TTRYA

EmTpEéwTte pyou va
KAVW TTPAYMATA TTOU

KATtTolov TTou dgv Ba
MTTOPOUCA TTOTE VA

dev Ba ptTopouca
gipal.

TTOTE VA KAVW.

TTOTE.
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ZUVETIELO OTO AWnynHa tTov dwpatiov
anodpaoncg

NEET SYSTE

S

Katda tn d1apKela evog TraixVvidiou
Awpartiou ATTédpaaong, o TTaIKTNG
ouVvaVvTAa PIa o€Ipa TTPOKANCEWYV TTOU
ouvOoEoVvTal JE TNV APriynon Tou
TTaixVvidlou, TNV I0TopIa TOU TTaiXVIOIoU
Kl TIG EVEPYEIEG TOU TTAIKTN. QOTOCO,
av OEV UTTAPXEI OUVETTEI TWV
TTAPATIAVW OTO TTaIXVidl dwuATIoU
ATTOdPACNG, TOTE EVOEXETAI VA UNV
OUMMETAOXEI EVEPYA O TTAIKTNG.
[TOAANEC POPEG, UTTAPYXOUV QOUVETTEIEG
OTa TTaIXVvidla €1T€IdN) 0 OXEQIQOTAG TOU
TTaIXVIOIoU atrAd dev dlEpWTHONKE
«lari va utrapyxer auto o€ aurto 10
onueio;» (Nicholson, 2016, o€A. 9).
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ZUHHETOXN TWV MALKTWYV ot dLadikaoia 2
y J.l 1!.
OKEWPNG

2UYKeKpIUéva, T1a TTaixvidla dwuartiwv amrodpacns TTPOTPETTOUV TOUC TTAIKTEC
OKEQPTOUV eVvW ETTIAUOUV éva ypipo. Autn n diadikaoia arraitei arrd 1a droua va
OOUAEWOUV aTOUC YPIPOUC XPNOILOTTOIWVTAC TTOAAQTTAEC TTPOCEYYIOEISC OTN yvwaon
(Wiemker, Elumir, & Clare, 2015). lNpokeiuévou va emTeUXOEi n KATavonon Tou KAbe
ypiou arré Tov TaiKTn, UTTAPXEl aVvAyKn va Tapéxeral urrooTnpién, waore vd
arropeUyovral TTAPAVONOEIS KAl QTTOYONTEUCEIS aTn OIadIKATia ETTIAUCNC TOU YPIiQpOoU.
[a 10 AOyo aQutd, oI TTAIKTEC TTPETTEI va AQBOuUV XPHOIUESC OCUUBOUAEC TTOU
ATTOKAAUTITOUV TIC TTPOTEIVOUEVEC OKEWEIC YIa OpAan yia Thv ETTiTeuén AUoTC.
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ATIOKAAUTITOVTAG TIPOTELVOHEVEG g e svere
AUGCELG

[la TO AOyO aQuTO, OI TTAIKTEG TTPETTEI VA AABOUV XPrOIUMEC OUNPBOUAEG
TTOU QATTOKAAUTITOUV TIG TTPOTEIVOUEVEG OKEWEIG Yyia OpdAcn yia Tnv
ETTiITEUEN AUONG.

ETTiAuon ypipwyv

l \

KaAo Xpnoiua ApacTNPIOTNTES

ofAYe{e][e OTOIXEIA OKEWYNG




A\
KpatwvTtag tnv totopia amAn Kat GOVTOm ™ =

2uupwva ue tov Schell (2008), uia Baoikn orparnyikn oxediaonc
givar n diarnpnon tnS amAoTNTag NG TMAOKNG, WATE Ol TTAIKTEC va
Karavonoouv KaAUTepa mmwg T1aipi@louv ol TTPOKANOEIC uEoa aTnv
agnynon kai tnv iotopia tou maixvidiou. Eivar éaipeTikd@ onuavriko
Vid ToUG¢ OXeOIAOTEC va KATAVONOOUV OTI KAt 1N OIAPKEIQ EVOG
OUVvVTOUOU TTaixVvIOIOU, Ol TTAIKTEC TOU Owuartiou armrodpaocnc O&v
EXOUV TO XPOVO va dlEpEUVNOOUV O€ BAB0C TNV TTAOKN.

[1a To Adyo auto, o Sheldon (2014) sionyeital 011 «n KAAUTEON AUOR
givar va armmokaAu@Bei n mAokn uéow tNS dIadoXIKNG TTapouaiacnc
NG dpaonc uiag v eécliéer ioropiacy (o. 198)
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EKOETOVTAC TO LOTOPLKO GE HLKPA
KOHHATLA TLEPLEXOHEVOU

Ortav n TTAoKA atToOKOAUTITETAI
QATTOOTIAOUATIKA OTOUG TTAIKTEG JECA ATTO TIG
TTPOKANCEIG TOU TTAIXVIOIOU, TOTE TO
TTEPIEXOMEVO TNG IOTOPIAG UTTOPEI va
TTAPOUCIAOTEI O€ MIKPA KOMMATIO avTi va
TOTTOBETOUVTAI HEYAAQ KOUMATIO I0TOPIAG
KaTd TN OIAPKEIA TG aPrynong Tpiv atro 10
TTaIYVidl.

2 UYKEKPIMEVA, YE TNV TOTTOBETNON CUVTOUWY
KEIMEVWYV TTOU APOpPOUV TNV I0TOPIa WG NEPOG
TNG KABE TTPOKANCNG, EVW PTTOPEI va PaiveTal
atrd TNV OTITIKA Tou oXedlaoTr OTI Ba
TTayIOEUTEI OTN dNUIOUPYIa YPOAUMIKWY
OwpaTiwv ammédpacng, O TIAIKTNG UTTOPEI va
KATAVONOEl TO TTAQITIO TOU TTAIXVIOIOU XWPIG
va KATAKAUZeTal aTTO TTOAAEG TTANPOPOPIES
kKaBe @opd (Nicholson, 2015, oeA.6).
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Epwtceig yia mpoBANpATIGHO

Matl vVOUL(eTE OTL Pl LEYOAN TTAOKN OTNV
loTopla 00 SUOKOAEUE TOUC TIAUKTEC;

MTTIOPELTE VO SWOETE OPLOLEVA TTAPASELY AT
LLOC CUVTOMNG LOTOPLOC N OTIOLO 0AC KPATA OF
eypnyopon;

MTIOPELTE VO OKEDTELTE KATIOLO TTAPASELY AT
LOTOPLOC TIOU UTTOPOUV Va Xphnolpotolnfouv kata
TN SIAPKELD CUYKEKPLUEVWY OXOALKWY
Habnuatwy;
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EpwTNOELC;
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