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AHAQYH XYTTPA®EA IITYXTIAKHY/AIITAQMATIKHX
EPTAXIAX
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&xel ovyypagel amd eUAG ATOKAEIGTIKA KOl OTOTEAEL TPOTOV TVELUOTIKNG 1O10KTNGI0G TOGO
OKNG pag, 660 kat tov [dpvuatog.

[Mopapaocn g avoTépm akadNUATKNG 1o evBHVNG amotelel oLGLMON AOYO Yo TV
OVOKAT O™ TOL TTLYIOV LOGH.
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HNEPIAHYH

H obAntikr o@uoikoBepaneio oamotelel amopoitnto TLADVE OTOV TOUER  TOL
aOANTICHOV, AEITOLPYDOVTOG MG YEQULPO HETAED TPOVUOATICHOD KOl OTOKOTAGTOONG, EVO
TavtoOxpova BerTidvel TNV adAnTikny amodoon. H abintikn a&loddynon eivol to TpmdTo Kot
BaockoTeEPO GLOTATIKO GTNV ONOVPYio EVOG TAAVOL OMOKATAGTAONG Yo Evav abANT. Ao
veoTepeg UEAETEG QaiveTal T®G 1 S0OPOCTIKY TEXVOAOYIOL TNG EIKOVIKNG TPOYUATIKOTNTOG
umopel vo oeeAncst v a&loldynon oty abintikn euoikobepaneio kobmg pmopel va
TPOGOUOIDCEL OLAPOPEG OKOVOTIKEC KOL OMTIKEG TANPOPOPIEG MOV LIUOVVIOL GEVAPLO
mpaypatikng {ong ko afinuata. O okomdg g epyaciag avtng etvar va diepevvioel péoa
and v avackonnon g PProypapiog eav ta epyaieion a&loAdynong e EMALENUEVIG
ewovikng mpaypoatikomrog (VR) €povv v amapaitntm eykvpdmta Kot a&lomiotio €161

DGTE VO UTOPOLV VAL XPNGLOTON B0V LE acOAAELD amd TOV AOANTIKO PUGIKOOEPATELTY).

SOuQove  pE  TIG UHEAETEG TOL  CLUUTEPUMEOMKaY M emovEnpévn  EKOVIKY
TPOYUOTIKOTNTO  YPTOLUOTOIOVTIOS TOYVIO 1 avOaTPOPOdOTNOY GE TPAYUOTIKO YPpOVO
amotehel o gykvpn kot afdmomn  owdKacsio aSoAdYNoNG TOV  UETPNCGEM®Y OV
Aappavovton kotd v afintikny euoikoBepaneio. Educotepa, peremdnkay kanow ond to
TLO OOEOOUEVE YNOLOKE EPYAAEID EIKOVIKNG TPAYUOTIKOTNTAG TOV YPTGLULOTOLOVVTAL Ot
TOVG 0OANTIKOVS PLGIKODEPATEVTES KO TEPLEYPAPNKOYV TO TEYVIKE YOUPUKTNPIOTIKA OALL Ko
N €QPOPUOYN TOVS O TPOG TN ANYN TANPOPOPLOV GE dAPOPeS HEBOOOAOYIKES O10OIKAGIES.
Yvvolikd tpia epyareio VR emdéyOnkav yio meportépo depevvnon: 1) To NINTENDO Wii
Fit, 2) To XBOX 1 MICROSOFT KINECT «ot 3) 10 cvomua TRAZER. Xt cuvvéyeto,
d000nKav oyeTIKEG TANPOPOpieg Héca amd TNV PIPAMOYPAPIKT] OVOGKOTNGN CYETIKEG LE TNV
EYKVPOTNTA Kol TNV 0E0MIOTIO TV EPYOAEI®V aVTOV G€ afANTIKO Kot YeViKO TAnBuopd. Ev
KOTOKAEIDL, péca omd o apbpa mov emhéyxOnkov o Kinect kot to Nintendo Wii fit edavnkav
Vo £XOoVV TNV KOADTEPT €YKLPOTNTA Kot 0E0TIoTION EVA Yio To Trazer ov mAnpoopieg dgv

Nrav 10co akpPeic.

AgEerg — Khewdud : abintikny ouoikobepaneio, eykvpotnta, aflomiotio, €KOVIKN

TPOYLOTIKOTNTA.



ABSTRACT

Sports physiotherapy is an essential pillar in the field of athletics, acting as a bridge
between injury and recovery while simultaneously enhancing athletic performance. Sports
assessment is the first and most fundamental component in creating a rehabilitation plan for
an athlete. Recent studies suggest that the interactive technology of virtual reality can benefit
assessment in sports physiotherapy as it can simulate various auditory and visual information
that mimic real-life scenarios and sports. The aim of this paper is to investigate through a
review of the literature whether augmented virtual reality (VR) assessment tools have the

necessary validity and reliability so that they can be used safely by the sports physiotherapist.

According to the studies included, augmented virtual reality using games or real-time
feedback constitutes a valid and reliable assessment process for the measurements taken
during sports physiotherapy. Specifically, some of the most widespread virtual reality tools
used by sports physiotherapists were studied, and their technical characteristics and
applications in obtaining information in various methodological processes were described. A
total of three VR tools were selected for further investigation: 1) NINTENDO Wii Fit, 2)
XBOX or MICROSOFT KINECT, and 3) the TRAZER system. Subsequently, relevant
information was provided from the literature review regarding the validity and reliability of
these tools in both athletic and general populations. In conclusion, through the selected
articles, Kinect and Nintendo Wii Fit were found to have the best validity and reliability,

while information on Trazer was not as precise.

Keywords: sports physiotherapy, validity, reliability, virtual reality.
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1. EIXATI'QT'H

H egmovénuévn ewovikny mpaypatikdémra 1 aAlwg Virtual Reality (VR) opileton g n
VTOAOYIOTIKY] TPOCOUOIMOT] 7OV EMTPENEL GTOV  YPNOTN VA OAANAOETOpd pe  éva
TPLGOIAOTATO YNELOKO TEPIPAALOV KO EMLTVYYAVETOL LE TNV YPNOT OL0POP®V NAEKTPOVIKDV
eCaptnudTov OTmMG yneoka KidAo kot yavtia i xewprotpla (Lowood, 2024). H tpéyovoa
teyvoloyia VR ypnotponotel cuyvad meptPdAlovia ToAAATAGY TPOPOADY, LEPIKEG POPEG GE
oLVOLOCUO e PLGIKE TEPIPALAOVTA 1] GKNVIKA, Y10 TN ONpovpyia elOVOV, YOV Kot GAA®V
aonocemv (0w KPUdUGHOVGS) TOV TPOCOLOUDVOLV T PUGIKY| TOPOVGio VO ¥pNOTH o€ Eva

EIKOVIKO N QOVTOOTIKO TEPPAALOV.

INa va givor 660 mo metvynuévn yiveton n <<epfvbion>> evdc ypnot oe éva teptPailov
EWKOVIKNG TPOAYLOTIKOTNTOGS, £fvol onpavtikd vo aropoveodel o ypnotg (Kot ot aicdnoelg Tov
amd TO TMPAYUATIKO KOGLO), EMKOAOTTOVTOS TO £pebicpata Tov mPAyHaTKoh KOGHOV LE
avTIoTOY(O. EKOVIKG, OTIYUEVA OO TO GUOTNUO TG EKOVIKNG mpoypotikotnroc. H
a&lomoinon tov VR otov topéa g puoikobepaneiog £xel Eexvhoet and tig apyég tov 1990
(Greenleaf, et al., 1997) kot AapPaver TpoodevTikd 0AoEVe Kot UEYOADTEPT €KTOOT OTIC
pépeg pog. Ymhpyoovv evoeiEelg amd opketéc HEAETEC TMG OMOTEAEL Evol EEOUPETIKA YPN OO
gPYOAElD oTa XEPLOL TOV EMGTNUOVOV, KOODG dVVATOL ALTO VO AEITOLPYNOEL O £V HEGO

a&loAoynong, exmaidgvong kon Oepamneiog TAnBvoumy.

[T ovykekpipéva, VIAPYOVY VEOTEPEG £PEVVEG TOV OCYOAOVVTIOL EVOEAEXDS HE TNV
EQOPLOYYT] TOV GUOTNUATOV EIKOVIKNG TPAYUATIKOTNTAS GTNV aOANTIK QUOIKOOEPUTEVTIKY|
a&oAoynon. Me pia covroun BipAoypa@iky] avacKOnnon UTopodV Vo EVIOTIGTOVV TOAAEG
TOPOALAYES GTNV €QUPUOYT TV cLGTNUATOV VR, 010TL vIdpyovv TOKIAOL TPOGOUOIOTEG
aOANUATOV 1| AELITOVPYIKOV OOKILACIOV OALY Kol SLOPOPES TOPAUETPOV TPOCAPUOLOUEVES
otV ekdotote aflohdynon. Emmiéov, mapatnpeitor n VmoapEn 1KOVOTOINTIKNAG TOUKIATNG
gpeuvav mov e€etdlovy OlAPOoPES KATAOTAGELS OTMC 1 avdAvon Kivnong, ol YVOOTIKES
Aertovpyieg (petd amd Sudoelon yuoo mopddsypa), M TOVTNTO OvTiOpaong, TO emimedo
de€lomtov Kot ToAAG GAda. Kotd avtdv tov tpdmo, o abintikdg puoikobepoaneutng pmopet
va TpocBécel ota epyareia Tov Eva epyaieio aSloAdYNONG IOV OPOPE KIVNTIKOOGONTIKEG
Aertovpyieg, T YVOOTIKY CUUTEPLPOPE, TNV AVAALGT KIVNTIKOV HOTiRov, TV Kivnologofia
(ko GAAe) TPV M/KOL PETA TOV TPAVUOTICHO (TaPEXOVTOG TNV SLVATOTNTO TPOCOUOIWONG

TOV SLVOUKADV KOTAGTACE®Y TOL 0popovy to BAnua), (Greenleaf, et al., 1997).
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‘Etot, tov diveton M duvaTtdOTNTO VO TPOYLOTOTOMGEL €vav 7o 0pBO KOl GTOYELUEVO
KMVIKO GLALOYIoUO Yo TN Topeia eEEAMENC ToV acBevoug Tov. Kpilvetat, akoun, okoOmo vo
emonpaviel TG Topd TIG TOKIAES EPAPUOYES TOV OeV omantel EKTETAUEVT] EKTAIOELON KoL
KOTAPTION TPOKEWEVOL va ypnoporombel and tov euoikobepanevty|. o avtd tov Adyo

0étel yepd Oepédia yio kabnpepviy Kou evkoAn ypnomn (Lowood, 2024).

Qot1600, eved €xel dobel Wwitepn éppacn oty gpapuoyn tov VR omv abintky
a&loAoynon &xer mapapeinfel onuoaviikd omd v PipAloypoeic M depevvnon TG
eykvpoTTog Kot TG a&lomotiog Tov ovykekpluévov epyareiov. H eykvpdtmra agpopd to
Babud pe tov omoio éva epyoieio PETPd TN TapAUETPO TNV omoin eival oyedlacuévo va
petpnoet. H a&lomiotia, and v GAAN, e€etdlel T GLVERELD KO TV ETAVOANYILOTNTO TOV

LETPNGEDV TTOV TPOKVTTTOLV amd 10 epyareio (Lowood, 2024).

O okomdg g gpyociog avtg eivar vo depeuvinoel PEGH omd TNV OVAGKOTNOT TNG
Biroypapiag edv To epyadeio a&loAdYNONG NG EMALENUEVNG EIKOVIKNG TPOYUATIKOTNTOG
(VR) éyovv tv amapaitn eykvpodmta Kot 0oEOTIOTIO £T61 OOTE VO UTOPOLV  Val
ypnooromBodv pe acedaielo and tov afintikd puowobepanevtn. H ypnom tov epyaieiov
QVTAOV UTOPEL VO TPOGODCEL T1 SLVATOTNTA VO TPOGOUOUDVOVTOL AEITOVPYIKES KOTACTACELS
OV aPOPOVV T0 ekdoToTE AOANA KABDG Kol TN TOAVOTNTA GUUTOPEVONG TOV PEATIOCEDV
o€ OVTEG TIS TAUTPOPUES, He TOAv] TaVTOXPovn PBeATiOon TV €MOOCEOV GTNV AOANTIKY
Con. Anuovpyodvion to epotiuate Ommg o) Ta gpyadeia agoddynong VR pmopodv va
TOPEYOLY  TPUYUOTIKOD ¥POVOL  avaTpOoPOdOTNoN Yo TNV oavdAvon g Kivong tov
apOpdoemv, TOV VTOAOYIGUO YOVIOV Kol TNG WLIKNG evepyomoinong, PB) Tv Pabud
evocOnciog Kot £101kOTNTOS B0 LITopovGaY vaL £(0VV GTIG LETPNGELG TOV TPOLYLOTOTOLOVVTAL,
Avtd etvon kdmowo amd o epTpOTO TOL TPOTiBevTan va amoavinBodv 6t mapodoa LeAETN,

N omoia apopd pa cOyypovn PPAOYPUEIKT 0VaGKOTNOT).

2. H EHAYEHMENH EIKONIKH ITPATMATIKOTHTA: VIRTUAL

REALITY

2.1. TEXNOAOITA VIRTUAL REALITY

H emoavénuévn ewovikn mpaypotikdotnta 1 odludg virtual reality (VR) agopd éva

e€apeTikd OadpacTikd kot <<gpPvbiotikd>> mepdiiov 10 omoio onpovpyeiton omd
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VTOAOYIOTN KOl TPOCOIOEL TV 1KOVOTNTO OTO ¥PNoTn Vo oAAnAoemidpdoet pe owtd. To
nepairov to omoio onuovpyel 10 VR pmopet va etvan dwaitepa peaotikd divoviag tnv
aicOnon otov yprotn Ot (et mpoaypatikd péca oe avtd KabOS, omTKd, HmopolvV va
dtakpBovv to Bdbog, To Vyog Kot 1o TAGTOG o€ Tpiodtdotatn popen (3D) kau, emiong, umopel
VoL DTTAPYEL TPAYUATIKOD YPOVOL avOTPOPOdOTNON LETAED TOL YPNOTN KOl TOV (TAACUOTIKOV)
nepifdriovtog tov (Lucena-Anton et al., 2022). Ta otoygeio mov dabétel, kotd Pacn, N
EMOVENUEVT] EIKOVIKT] TPAYHOTIKOTNTO €ival: €vag VTOAOYloTnS, mov emeCepydletor ta
dedopévo Kot amodidel v mpocopoimorn, ot awoOnmplakéc oBoveg, ot omoieg elvan
QTIOYUEVEG YO TNV OTEIKOVIOT] TV OEOOUEVOV (EIKOVMV, YOV Kol S10POP®V AAL®V EPE) TOV
QTUIXVEL 0 VmOAOYloTNG Yo tov xpnotn (6nwg to head mounted display, ot kdpteg
emtdyvvong depyaciav (Ty KAPTES YPOPIK®MV), £€vo. GUOTNUHO TapakoAovOnong g 0éong
TOL YPNOTN OTO YDOPO Kat, TEA0G, INPUt GLOKEVES, TOL UETAPEPOVY TIG KIVIGEIS TOV PO

uéoa oto mepPdirov mpocopoioong (Onyesolu, et al. 2011).

Ta cvotjuota VR umopovv va kotnyoplomomBodv 6e tpeic kopleg opuddeg avdioyo tov
pomo  pe tov  omoio <<euPvbifouv>> tTOV ypNOTN OTO EKOVIKO TEPPEAAAOV:
IMMERSIVE(IVR), SEMI- IMMERSIVE VR(SIVR) kot NON-IMMERSIVE VR(NIVR)
(Ewdva 2.1).

A) Zta cvotmiuota eravEnpévng eikovikng tpaypatikémras-1VR, o ypnomg eivar mAnpwg
<<gppovbiopévoc>>, MAodN OTOKOUUEVOS TANP®G Omd TovV Tpaylatikd kocpo. ‘Exet
duvototnTo Vo aAANA0ETOPE wovo pe tov gikovikd koopo(Virtual Environment- VE) mov
wopdyel 10 cvotnua. To mepdilov mov amewovileton eival Tpiodidototo. Anpovpyei,
onAadn, v aicOnon tov Hyovg Tov PdBovg Kot Tov TAGTOVG, divovtag, £TCL, TNV OVTIANYT
oto ypnotn Ot <<Let mpaypatik@>>. Olo 10 VE eivar arotéhespo g eneEepyaciog evog
vrohoyot). Ta odedopéva mov @Tidyvovtar and 1o cvotnua ovtd petafifalovior 6to
vrokeipevo péow Spopwv eEaptnudtov o6mwe to head- mounted display(avoivOnie
avotépm). To yeyovog 6t o ypnotng ¢ IVR dvvator va det ko vo aAAnioemidpdoetl pLovo
pe to VE, amotelel 10 kOpro mopdyovta dapopomoinong tov IVR pe ta svotiuato SIVR

kot NIVR, 6mwc 0o pavel kot tapaxdte (Brady et al., 2021; Shahrbanian et al., 2012).

B) Ta cvomuota SIVR, and v dAAn, dwabétovv, katd Pdon, wa 006vn mov aneucovilet
éva VE, pe 10 omoio o ypnotng dvvaton va €pbel e emapn Kot vo 0AANAOETOPACEL LEGH
Kémowwv kovodAwv. Ovoudlovtar, emiong, kot LVPPWOIKE cvotiuoata, Yoo T0 Adyo OTL

<<amoppo@dtor>> o ypnotg oto VE mov aneikoviletan otnv 006vn, 0ALL TovTOYpOV®G OV
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<<egpPvbiletar>> g a1, KOOGS eitvan E€m and to VE kot to mapatnpel pdévo amd v 066vn
oV VoAoYloTh. Onwe mpoavapiptnke, ypnoiponolel didpopa e&aptiuarta 1 ocONTAPES, ot
0mol0l KaTaypAQPOLV TIG KIVAGES TOV KOl TIG UETOQEPOVY GtV 006vn, otV omoia Guyvd
napovotdletar €vo avatar mov ovomoplotd TV kdBe tov Kivmomn. XapoKTnploTiko
napadetypo ocvotuatoc SIVR amotelei 1o CAVE. ‘Eva cbomuo mov omotelel Tig
TEPLGGOTEPEC POPEC €V OMOKANPO dMUATIO GTO OTOI0 0 ¥PNOTNG amoLTEITOL VO Elvol EVTOC

v va €pBet og emapn pe to VE (Bamodu kot Ye, 2013, Muhanna, 2015).

I') Ta ovomuota NIVR, 6mwg kot ta SIVR, agopodv v aAAniemidopacrn Tov
VTOKEEVOL pe it 006vn Tov petadidet £va diodidotato(2D) nepiBdirov, péow Kovedrag 1
nAnktporoyiov, kvpime. IMoAoidtepeg ovopacieg tov cvotquatog egivor ot Desktop VR
system, Fish tank oAAd ko1 Windows on World system. O ypnotng oAiniosmidpd pe to VE
mov @Tdyvel pio otepeoPmvik) 006V, evd o 1010 @opdel €WKl yvoMd Ta omoia,
oLVOLOGTIKG pe TNV 000vT Ba Tov ddwcovv 1t 3D ewodva (Bamodu kot Ye, 2013, Shahrbanian

etal., 2012).

Emopévmg, 10 xuptotepo daywpiotikd otoyeio peta&d IVR kot SIVR/NIVR givor g,
puoévo ot mpaTn Kornyopio, OTWG mpoavapEpOnke, o xpNoTNG TG TEXVOAOYING amoKOPeTat
TAMNPOG aeONTIKA amd TOV TPAYLOTIKO KOGHO PLdVOVTOS KOTAGTACEL KOl OVOTOPEyOVTOS
cuvausOnpata kot avtdpaoelg amokAeloTikd and v VR texvoroyio. Zta dAda dVO €10M dev
TapoTnpEital ovTd, TAPd TO OTL LAPYEL UEPIKN €mG PeYOAN eupubion tov atdpov 610
ocvotnua kot aichnon napovciog oto VE tov. 'Evag dAlog dtoymprotikdg mapdyovrog petald
TV ovotnudtov givar n ypnuotikny o&io tovg. Ta IVR kot SIVR aroattovv mo axpio
eEomMopd mpokepévov va pa&ovv to épyo toug cuykpltikd pe tao. NIVR mov éxovv amid
Ko eONvo eEomhond (mivaxag 2.1).

A) Non Immersive VR B) Semi-immersive VR C) Immersive VR

Ewova 2.1: Ta cvotmjpata VR (Salatino et al., 2023).
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IMivaxag 2.1: Awagpopéc cvotudtov VR, (Mujber et al., 2004).

Fully-immersive

VR system | Non-immersive VR Semi-immersive VR

VR
Mice, keyboards, Gloves and voice
Input devices | joysticks and Joystick, space balls and data gloves. commands
trackballs. :
_— Large screen monitor, large screen Head mounted
doeli;[i% uets rs(:ggﬁj ?irgnhggnitor projector system, and multiple television | display (HMD),
projection systems CAVE
Resolution High High Low-medium
sense of | o low Medium-high High
immersion
Interaction Low Medium High
. Lowest cost VR . .
Price system Expensive Very expensive

[Mpénel va emonpavOel tog to VR dev givor pio kovodpyla teyvoroyia. H mapovsio tov
eoatveton axoun amd 1o 1960 amid pe Sdpopeg HOopeEG Kol ovopaocie Omwg synthetic
environment, artificial reality, cyber space kot dAAeg (Okechukwu & Udoka, 2011). H
EIKOVIKN TTPOYUATIKOTNTO QAVIKE MG YPNOO EPYOAEID GE TOAAOVG KAAOOVS TNG EMOTHUNG
OTMG 01 PUOTKEG EMGTNES , 1| UNYOVOAOYIQ, 1) LOTPIKY| KO AKOUN EXEL LEYOAT EQAPLOYT OTNV
owaokaAios kot pdonorm. Qg éva t6c0 Swdpactikd epyorelo pe TOGO peydlo €OHPOG

epapproyns, to VR ftav endpevo va ypnopomromdel kot 6tov kKAAS0 TG 0MOKATAGTOCTG.

2.2. VR KAl ®YXIKOOEPAIIEIA

H rteyvohoyio 1tng ewovikng mpaypotikodOtntog £xel apyioet vo gpoapuodletor otnv
euotkobepaneio amd v dekoetioo Tov 1990 (Greenleaf et al., 1997) kou mAéov €xel TepdoTio
€0POG EPOPUOYNG OTNV OATOKATAGTACT] OPOV YPNOILOTOLEITOL GE O1APOPOLS KAAIOLG TNG
euotkoBepaneiog kot oe dapopeg moboroyikés katactdoels. Eyxet ypnoyomombel ot
(QLOIKODEPATEVTIKY] OMOKATAGTOOT UETE OO EYKEPOAMK(O €MEWCOOO, TY. 1CYOUUKE 1)
OLLOPPAYIKA, TPOKEWEVOL VO €V00WOEL 1 ddikacio. TG VELPOTANCTIKOTNTOG KOU VO
anokataotadel N ATOVPYIKOTNTA TOV KATO OKPp®V o€ Vrofeion Ko ypoOVIo. TEPIOTATIKA
(Kiper et al., 2020), oto Parkinson, 6mov, cvuvovaoTtikd pe 1N @LoKoBepamreia, VITAPYOLY

evoeilelc, yio Pedtioon oty 1coppomic, TO TEPTATNO, TN AELTOVPYIN TOV XEPLOV KOl TNV
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ovvoAlkT] Yyuyikn vyeia (Pazzaglia et al., 2020), o poikég dvotpopieg Duchenne kou Becker
OTO OO, TTOL VLITAPYOVV EVOEIEELS Yo BEATIOGEIS GTN LLTKT dVVOUT, TNV LGOPPOTIL. KOl TO
GUVOAIKO AEITOVPYIKO EMimedO TV TOSIDV yopic apvntikég emdpacelg (Kurt-Aydin et al.,
2024), cuvovaotikd pe euoikobepameia yio PeATimon TG COUOTIKNG KAVOTNTAG 0COEVOV [E
xpovia. amoepoktikn mvevpovorddelo (Rutkowski et al., 2020) kot yevikdtepa otnv
HVOGKEAETIKN LGIKODEPAUTELD Y10 TNV TPOANYN, OMOKATAGTOCT) TPOVLATIGU®OV Kot Bedtioon

™G WL0OEKTIKOTNTOG.

Ewwotepa, ot Gumaa et al, (2019) avagépoov 0Tl vmapyovv evdeielg Yy
AmOTEAECUATIKOTNTA TOV VR 010 ¥poOvio mOVo Tov avyéva, Kot T0 GOVOPOUO TPOGKPOVOTG
TOV OU®V, ONAAOT TNV aVATTLEN EAEYLOVIG GTOV VITOAKPOULOKO YDPO TOL TPOKOAEITOL ATd
OV £pEGO TOV TEVOVIWOV TOV GTPOPIKOV TETAAOV KABMG £PYOVTaL GE ETAPN LLE TO OKPDOLULO
00NYDOVTOG GE CUUTTMOUATO, OTWS TOVO, AOVVOUIN KOl TEPLOPIGUEVT KIVNTIKOTITO TOV DUV,
EVAD M YPNON NG EWKOVIKNG TPAYUOTIKOTNTOS GE GUVOVOGUO LE OGKNOEL £YOLV TOPOLOL.
OTOTEAEGLOTO GTN PELUATOEWY| apbpitda, v apbpitda Tov yOvaTog, TV 00TABE TOV
AGTPAYAAOD KOL TNV OTOKOTACTAON Tov 7TpocHiov ylaotod. Our Kim kot Heo (2015)
avaeEpovy, €miong, OTL To TPOYPAUUOTO EKOVIKNG TPAYUATIKOTNTOS TOV EQAPLOGOV
BeAtiooov T oTOTIKN 100ppOTiL KO TN OULVAIKY 100ppoTict ATOU®MY UE AELTOVPYIKY|
actdBeia aotpaydrov. ITAéov 10 VR kot ot didpopeg popeég tov teivouv va edpaiwbodv
OTOV YOPO TNG omokatdotoons kabmg qaivetar va elval 10oitepa €0YPNOTO Y10 TOVG

QLGK0OEPATEVLTEG Kt O100ETOVY TOAAG TAEOVEKTILLOLTOL.

Yuykekpéva, Topatnpeitoal Twg: o) dlvel v aichnorn g mapovciag 6To ¥PNoTN TOL
etvar ToAH onpavtikd Kabmg o 1310¢ avamapdysl CLVUIGONLOTO KOl COUTEPLPOPES Ol OTOTES
elvar avBevtikég, B) Adym ¢ ddpacTikOTNTOS, TPOKaAEl oTOV aoOevn peyoALTEPN
dVVATOTNTO TPOCIAMGONG GTOV GTOXO EVM TOPEXEL Mo GLVEYOUEVT] POT| AVOATPOPOOOTNONG
KOAVOVTOG 7O OmoTEAECUATIK TNV Ogpameia, y) M EMOAVOANYOTNTO TOV VLRAPYEL OTA
oy vidla eKTOG Tov OTL EKTOdELOVY ToV acbevr|, Tov fonbovv emiong va Eeyvd v wéonon
tov, O) elvol (o popen KwnTpov Yo tov acbevn katd v Bepameion kabBmdG ovTOC
OAANAOETIOPA HE €va SOPOCTIKO Touyvidol kavovtag tnv OAn owdikacio. AryoTePO

kovpaotikn kot eximovn (Lucena-Anton et al., 2022, Aran et al., 2017, Lee et al., 2012).

Ao v dAAN TAevpd, emPaAleTon va emonuovOobV KATOw amd To LELOVEKTILLATO TTOV
wpokvITOLY Oomd TN Ypnon tov VR, dmwg: a) o tpdmog ypriong tovg dev givor gupémg

dladedopéEvog ot puoikobepaneion Kot g €k TOHTOL ) M XPNON TOL GTNV ATOKATACTOCN
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kaBiotaton meplopiopévn, v) amarteitar cuviBwg axplPog eEomiiouds, evad 6) eueavilel Kot
YOUNAY evaioBncio Tov cuoTHHaTOg TPOG Ta. dTtoua pe avarnnpieg (Aran et al., 2017, Glegg &
Levac, 2018). Kpivetar okdémun, Aowdv, n avantoén g Piproypaeiog yopo omnd
YPNOWOTNTO TNG EMOVENUEVIG EKOVIKNG TPAYLOTIKOTNTOG KoOOG M 10w amotedel pio
TEYVOAOYIOL TTOV £YEL VO TPOCPEPEL TOAAA aKOp G€ KAOE PAouo TG KaOnuepvotTnTo Kot

otV vyeia, YeVIKOTEPQ, OALA Kol G€ S1APOPOLS TOUEIC TNG PLGIKODEPTELNG, E10IKOTEPO.

3. YHOPIAKA EPI'AAEIA EIKONIKHX TIPAT'MATIKOTHTAX KAI
AOAHTIKH ®YXIKOOEPAIIEIA

3.1. VR XTHN AGAHTIKH ®YXZIKOOEPAIIEIA KAI AHYH METPHXEQN

Onwg kot 6Tovg vToromovg KAAdovg T euoikobepaneiog to VR €xel peydin spapuoyn
Kol otnv afAnTikn amoxkatdotaon. [dwaitepa ta televtaio ypdvia to VR ypnopomroleiton amd
T0UG aOANTIKOVS PLOIKOBEPATEVTEG AOY® NG dVVATOTNTOS TTOV £XEL Y10 TV TPOCOUOIMOT
TPAYUOTIKOV  0OANTIKAOV  OpacTNPOTATOV KOl TOV  LIOAOWT®V TAEOVEKTNUATOV TTOV
avaeépnkav mopandve (Rutkowski, et al., 2020). Ou Kiefer et al., (2017) omv
TPMTOTOPLOKY] £PEVVA TOVG, HEAETNGOV TNV EMIOPACT] TNG VEVPOULIKNG EKTOIOEVONG HECM

GULGTNLOTOG EIKOVIKNG TPOYUATIKOTNTAG LE Proavadpact o€ TANOVGUO TOd0CPAUIPIETAOV.

2KOMmOG TOVG NTAV Ol AOANTES VO OPOLOLOCOVY TO COGTE KIVNTIKG TPOTLTO TV KATM
AKp®V TPOKEWEVOL Vo amopevyfel 0 TpavHATICUOS TOV TTPOGBiov ¥1oTOV TOLG, KATA TN
dwpkew ¢ wpomdvnons. Avtd 1o VR ocvommua mapovsialel wiaitepn evosnoio otic
OALOYEC TOV KIVITIKOV TPOTOHTOV TOV TPOKOAOLVTOL atd TV ekmaidevon. Eneita, Aowmodv,
and eEaunvn exmaidevon TV aBANTOV 6T0 COCTA KvnTikd mpdTLma, TOpPATHPNONKE
eMITTOOT otV £€6® oTPoPn Tov 1oyiov(n avénuévn €c6m oTpoen Tov 1oYiov Bewpeitan
eMPapuvTIKOG TOPAYOVTOS YIoL TV aKeEPALOTNTA TOL TPocHiov yloTov) GE GYéon Ue TV

apyk”| a&ordynon mov tpaypotonomOnke (Howard, 2017).

Enopévag, yivetanr dwokprr] mn wovotrta g emavénpévng texvoroyiag Oxt poOvo va
a&loloyel kal vo avoADEL KivnTIKE TPOTLTTO KOl YOVIES TV apOpdGE®V, Lo KOl VO, ATOTEAET
éva LEGO TPOTOVNONG TOV 0OANTOV UE GTOYO TN TPOANYT TPOVUOTICUOV (o Kol TN Bedtiooon
™G OMKNG TOVG amédoong oto omop. Emutpémer v mpomdvnon tovg ave&optntmg Tmv

KOLPIKAOV cLVONKOV, dSNUIOVPYOVTOS £va ymelokd TepPAAlov EAEYYOUEVO Kot LE SOLUVOTOTNTO
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TPOTOMOINONG DOTE VO AVTUTOKPIVETOL GTO AOAN O KoL T1) SUCKOAIN TTOV OVTITPOCMOTTEVEL TIG

KavoTnTEG TOL ekdotote ypnotn (Cipresso, et al., 2018).

[MopdAinio pmopel vo S1adpapatiotel £vo KA avTay®vicpoy HECH GTO O Viol LETAED
TOV YXPNOTN Kol GAA®V YpNOTOV (TPAYLOTIKOV 1 €lKovik@v-avatar). Mg oavtd 710
AVIOYOVIOTIKO KATHO, Omwg avagépnke mopomdve, o abAntmg onpiovpyel kivitpo, mov
Aertovpyel Betikd yio ) dekmepaimon ¢ ekmaidgvong tov (Neumann D et al., 2018; Lee et
al.,2012). H dvvatdétra a&lomoinong towv gpyaieiov VR yoo v Aqyn petpnoemv otov
afAntiopd €yt Waitepn onuacio ywoo ddpopovg Adyovs. Ot Polechonski et al., (2022),
HEAETOVTIOG TECT  OVIOVOKAOGTIKOV MOV  TPAyuaTomomoOnkoav  UEC®  EIKOVIKNG
TPAYUATIKOTNTOG GE 0OANTEG PEIKTAV TOAEUKAOV TEYVOV (] AL MMA), avagépovv mmg M
aSomotio oVTOV TV TEGT TPOocopoldlel ¢ aflomotiog avdAoywV KAUGGIKOV TECT
OVTOVOKAQGTIKOV — péow®  mAektpovikov vmoloyioty (Polechonski et al., 2022).
Ynoypappileton, eniong, mwg 1 te)voAoyio ETALENUEVNG EKOVIKTG TPAYLATIKOTNTOG UTopEl
va yivel HEGO avATTTLENG OPOP®V EPYOLEI®V, IKAVAOV VO KAVOLY S1AyVmoT YUXOKIVITIKOV

wavottav (Javaid kou Haleem, 2020).

Apykd, etvar onpovtikd yio Tov euoikofepamentn vo £xel 6T S106N TOV KOVOTOUES KO
gbypnoteg te)voroyies e TG omoieg Oa mpaypotomotel Tig petpnoelg tov. Eivon peilovog
onupacioag N vropén plog tétowng teyvoAoyiog va eivar Kot €0KOAO Slayepicun amd TovV
enayyehpatio vyeiog, Omwg emmOnKe avOTEP®, TPOKEWEVOL O 1010G Vo TNV EVIAEEL OTA
gpyareio Tov puokoBepamevtnpiov oL Kol otn Oepaneia TV acBevov tov. Qotd60, dev
npénel va. opeAn0el n onuocio tov kKOGTOVS TV PNYavNnudtov. To mepiocdtepa epyaleio
TOV YPNOLLOTOOVVTAL GHHEPA KOt Bewpovvtarl peillovog onpaciog ylo TV ANy LETPHCEDV
otov afAntiopo, 6mwg yu wopdodetypa to 3D MOTION ANALYSIS 1 10 ovotua BIODEX
EKTOG TOVL OTL AmOUTOVV EKTETOUEVN EKTOAOELON KO KOTAPTION, TOpAAANAa sivar axpiPd,
TPAYHo TOL KOOGTA TETOO EpYOAEial U PEOMOTIKA Yoo KaOnpepvi xpnon amd 1o gupv

KOwo TV 0OANTIKOV puoikobepanevtaov (Hogg et al., 2021).

Eniong, omwg oavoaeépOnke mponyovpévmg €vo PeYOAO TAEOVEKTNUO TOV CLGTNUATOV
EIKOVIKNG TPAYHATIKOTNTOG VoL TWG UITOPOVY VAL TPOYPOUUOTIOTOVV £TCL OGTE TO EIKOVIKO
neplpdArov mov Ba dnuovpyodv va mpocapudletar oviroyo otov abAnThi/ypnotn Tov
ovykekpipévor VR. T mapaderypa, ot Kimura et al. (2018) avértuéav éva cvotmua VR
eedkevpévo oto dOANa Tov baseball, 6to omoio o yproTNg pmopel va Prdcel TG epmepio

TOV YTUTNUATOG LLE TO POTAAO LECH GE EIKOVIKO YNmedo baseball.
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Ot Tellez et al. (2023) meprypagpovv v avantuén evog epyareiov VR mov, oe cuvovacud
HE GUOTNUO OVOTPOPOdOTNONG, Oa Tapéyel TANPOPOPIEC TOV APOPOVV TO (YYOG/GTPES TOL
aOANTY aUEPKOVIKOV pAyKumL 660 avtds Oa Ppioketar péca otov eikovikd aymva. H €pguva
tov Lee et al. (2012) meprypdoet éva moyvidt ykoAe o©T10 omoio ot maikteg OEbetav
TPAYLOTIKE proactodvia Kot Blovay pécm avtov v aichnon g undioc, eved ot Kiefer et
al. (2017) meprypaeovv éva VR moryviolr mov epmepiéyet d1apopec aOANTIKEG dOKIUAGIES TTOV
a@opovV 10 T0dOGPALpo. O To AVOTEP® ATOTEAOVY Kol TAPOOEYLLATO THG KVPLOG YPNONGS
tov VR. Zvvenwmg, éva cHotnuo 1o omoio €xel Ocifel mwg umopel va aglohoyel kot va
AapPaver LETPNOEIS HEGO Al Eva EAEYYOUEVO TTEPIPAALOV Kol TOPAAANAL VO TPOGOUOLALEL
oe peybro Pobuo TiIc TPAYUOTIKEG SUVOUIKEG KOTAGTAGELS TOL €KACTOTE ABANUOTOC, £lval
Lotikng onuaciog yio. Tov afAntikd uotkobepamevtn Kot Yoo Tov abANTH/achevi yio Toug

Abyovg mov TpoavapEpOnKay.

Epocov Aowmdv 10 VR pmopel va mpoopéper téroleg duvatdtnteg a&oAdynons kot
LETPNONG KOl G AMOTELECUA VAL XPNOLLoTOoLEiTal apKeTd oty afAntikn euoikobepameio
OMUoLPYOLVTOL TO EENG EPMTNUOTOL: O) TOLOL EIVAL TOL GLGTHUOTA EKOVIKNG TPOLYHOTIKOTNTOG
to omoion givor Swadedopéva péypt oTiyung ko Ppiokoviar ce ypnomn oV abANTIKN
evokoBepamneia; B) moleg o1 LETPNGELS Kot 1) 0ELOAOYNGT OV TPOYLLATOTOLOVV GTA SLAPOPa

afanpota; v) Iog Asrtovpyodv Kot AapPévouy Tig EKAGTOTE LETPNGELS;

3.2. [IEPITPA®H TQN EPTAAEIQN VR

e ovto 10 onpeio Oa avapepBoHv Kamod amd To TO YVOOSTE YNELoKd EPYOLEID EKOVIKNG
TPOYLOTIKOTNTOG TTOV YPNOIUOTOIOVVTOL OTO TOVG 0OANTIKOVG PLGIKODEPATEVTES ONUEPA KOIL
o avaivBoldv to TEYVIKG  YOPOKTNPLOTIKE OAAG KOl 1 €QOPUOYN TOVG OmO O1APOPOVG
EPELVNTEG OTNV ANYM UETPCE®V KOl otV a&oAdynon. Xvvoakd tpio epyoieion VR
emAéyOnkay yoo meportépo oepevvnon: 1) To NINTENDO Wii Fit, 2) To XBOX 1
MICROSOFT KINECT «at 3) to ovomuoe TRAZER.

3.3. NINTENDO Wii Fit

To NINTENDO Wii Fit givat éva d100paotikd NAEKTPOVIKO Totyvidl TOv OVIKEL GTNV
Katnyopio tv semi-immersive VR kot katackevdotnke 1o 2007 and v NINTENDO
(Ewova 3.3.1). To ovommua Wii ypnoiponoteitoar cjuepo 6Tov ¥dpo e euotkobepameiog
Kot TG 0OANTIKNG amoKaTAcTaonS Kupimg Yo v a&loAdynon g woppomnios (SM Deans,

2011). Ocov agopd ta teXVIKA ToL YapakInploTiKd, To Wii fit amotedeital and Aoyiouikd to
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omoio cuvdéetal oe 006V Kot TaPAAANAQ ETKOWVOVEL [LE TO KOPLo eEAPTNIA TOV TTALY VIS0V,
pio TAateOppa 160ppoTiag £0APOVE 1 omoio O100£TEL GVGTNIA TOV OVOADEL TNV UETOPOPA
Bapovg kot T1g Kvnoelg tov ypnotn (Clark et al., 2010). Apov n TAatedpua Wii AaPet v
KNtk TAnpogopio petafialet Tig KIviioelg Tov (p1oT 6TO AOYIGHIKO Kot TIC WYNQLOTotel
pe v popen apotoap 1o omoio avamaplotd kdbe Kivnorn tov yprotn oty 006vn 6Tov Exel

ovvdebel 1o suoTNHO.

Ewova 3.3.1: To NITENDO Wii Fit (wii fit, wikipedia// wii balance board)

To Wil mepiéyer oto Aoyiopkd tov pio Pprlodnkn moyvidiov pe moikiiio
OPAGTNPLOTHTOV TOV TPOAYOLV TH PUGIKN KATAGTOGT], COUTEPIAUUPOVOUEVMV OGKTCEMVY Y10l
gvioyvon g dvvaung, g aepoPlog IKavoTToS, TG 1COPPOTING KOl TNG CLVOAIKNG eveEing
(Park & Lee, 2014). Ta moyyvidia Wii Sports ypnoiuedovy ®¢ IKOVIKEC TPOCOUOIDOELS
SPOpmV afANTIKOV SpacTNPOTHTO®V, OTMG TuYHoyio, KOvO KOl TVYK-TOVYK. AVTd Ta
T Violo LTOPOVV VO, ¥PNGLLOTOMBOVV (G CLGTATIKO TOV TPOYPAUUATOV Oepaneiog, kabdg
TPOAYOLV TIG AOPEG KIVIGELS, EVIGYDOLV TNV OTTTIKY avTIANYM Kot BEATIOVOVY TOV EAEYYO TNG
wooppomiag (Anderson, et al., 2010). And v GAAn wAevpd, to Pirvteomoryviowe Wii Fit, og
cuvovooud pe to Wii Balance Board kot 1o acOpuato tmAeyeipiotiplo yvootd o¢ Wii
Remote, emavorappdvouv povtiveg doknong 0mmg yidyka, aepofleg aoknoels, Tpondvnon
SOVOUNG Kol oL Viol IOV GTOXEVOLV GTNV EVIGYLON TNG LCOPPOTING KOl TNG OGTAGNG TOL
oopatog (Nintendo.co.; Bateni, 2012). Kot o1 600 avtég emioyég Brvteomatyvidlidv TapEyovv

OTOVG YPNOTEG CLVEYN OVOTPOPOOHTNON UEGH OMTIKAOV Kol akovoTik®v evoeitemv (Chao, et
al., 2015).
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Ta e€aptuata ™¢ Koveorag Wil meptlapupdvoov to Wii Remote ko to Nunchuk,
Kol To OVO givar vIeELOLVA Yo TOV EVIOMIGUO KOl TN OYEIPION TOV KIVIGE®MV TOV (VD
dxpov. Méo® oVTOV TOV GLOKELMV, Ol TOIKTEC £yovv TN dvvatdtnta va yepilovtan
avTikeipeva, oty 006vn, vo 6ToYXELOLY KOl VO AGYOAOVVTOL HE TOV EIKOVIKO KOGLO OV
napovotdletar o kaBe maryvidt (Ewdova 3.3.2.). Xpnowomoidvtag EVOOUATOUEVOLS
aoOntpeg emtayvvone kot kivnong, to Wit Remote eivar oe 0€om va aviyvevel ahloyég
oV KaTeLOLVON, TNV TOYVTNTA KOl TNV EMLTAYVVOT GE TPELS SLOCTAGELG. AVTN N TPONYUEVT
TEYVOLOYIOL EMITPENEL GTOVG YPNOTES VO, GUUUETEYOVV EVEPYA GE TOLYVIOLD EVD TOVTOXPOVA

eUTAEKOVTAL GE KIVIOELG TV dvo akpov (Park & Park, 2016).

Ot kovoodreg Nintendo Wii d1a0étovv po Tepoepelokn TAATQOpLO Yvoot) o¢ Wil
Balance Board (WBB), 1 omoia €yet ™ dvvatdtnra vo evioyOoEL TV 100pPOTic. Kot TN
otabepdétra (Anderson, et al, 2010). Efomliopuévo pe Ttéooeplg  HOVOOEOVIKODS
KATOKOPLOOLG LeTATPOTELG duvapewv Tov Ppickoviat 6Tig Yovies, 1o WBB cullappdvet kon
petaodidel tn BEomn Kot TIG KatakOpLPES SVVAUELS TOV XPNOTN HECH TMV GLVIETAYUEVOV TOL

kévtpov mieong (COP) (Bartlett, et al., 2014, Park & Lee, 2014).

To WBB g&uanpetei dumho okomd 1060 w¢ motyviot yia to Wii Fit 660 kot wg {uyapid.
Exet v wavomta va dtakpivel v mieon mov ackeiton and ta 600 KATm akpo EEXOPLoT
(Tripette, et al, 2017). 'Eva and ta mAeovektipata g xpnong tov WBB eivar 611 0yt povo
Aertovpyel og gpyoreio yio Tpomdvnon 1coppomiog, aAAG TOPEXEL EMIONG UETPNOELS Y10 TO

KEVTPO NG Tieong, v woppomia kot o Papog (Reed-Jones, et al, 2012).

Ewéva 3.3.2. Wii Remote kot Nunchuk (Jalink, 2014)

To wpdypappo Wii Fit mepthapfdvel 1€66epic SOUPOPETIKEG KATNYOPIES OLOKICEWV:
poikn  evouvaumon, yoyKa, 0epoflo kot wooppomio. Xty kortnyopio g aepoPikng,
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vdpyovv TPEIS cvykeKpEvol Tomot: hula hooping, step aerobic kot t{oéxtvyk. To Tpuua TV
TOLVIOLOV 160PPOTiOG AmoTEAEITOL amd evvEN OpacTNPLOTNTES, OTMG GAAAOWL OKl, GALLO LE
oK1, KAion oto tpaméll, ToddcEaPOo, POVOKA 1GOPPOTING, TEVIMUEVO GYOWVi, TGOVANOpa
TyKovivemv, chdAop ovoovuropvt Kot Lalév. Avtd To mouyvidlo omottodV amd TOVG TOIKTES
VoL XPNOILOTOI00V TO KEVIPO PBépovg Tovg yia Tov Eheyyo tov matyvidov (Gioftsidou, et al,
2013). X1ov mopoKATo TIVOKO TEPTYPAPOVTOL UEPTKA 0O TO TaLyVidio Tov Teptapupdvovrol

oto cvotnua Wii.

Mivaxag 3.3.1. [Teprypan tov moyvididv eucikng doknong Wii Fit

(tpomomomuévog omd Agmon, et al, 2011)

Hoyyviow wopponiog | [eprypoaen Taryvior®v OgpomevTiKoi oTOYOL
Kot agpofikig doknong

1. Ski slalom O1 GUUUETEXOVTEG KAVOUV EMYUOVG | ETOTIKT] 10OPPOTiO. Kol Kivnon
AvyiCovtag ta yovatd Tovg Kot | 0AdOKANpov TOV oAUATOG.
avakaTavEpovtag To  Papog Tovg | Xvvroviopdg Kot Tpocoyn. OmTikn
kaOdg mhonyovvral oty mopeia. Ta | Kot AKOVOTIKN AVATPOPOSOTNON.
kprmplo aloddynong yuw ovTH T
dpactpiomro meprapfdvovy 1660
™V Toy0TNTO UE TNV omoic ot
GUULETEXOVTIEG OAOKANPOVOLV TNV
mopeiot OGO KoL TNV KOVOTNTE TOVG
vo k@vouv okt pe akpifelo petaloy
TOV TOAOV.

2.Soccer heading O o10%0¢ Y1 TOVG GULUUETEXOVTIES | XTATIKY| 1G0ppomia. ZVVTOVIGUOG
€lval vo (TUTNCOVV OMOTEAECUATIKA | Kot mpocoyn.  Omtkn kot
TG EIKOVIKEG UMGAES TOO0GPAUIPOV | OKOVGTIKY OVATPOPOSOTNON).

OV TPOPAAAOVTOL TTPOC TO UEPOC
Toug otV 006vn ¢ TnAEdpaoTG,
OToTAOVTOG — Omd  OLTOVG vV
TPOGAPLOCOVY TNV 1COPPOTI0L KOl TO
kévtpo Papovg tovg. To okop
kaBopiletar amd tov aplud TV
gmroynuéveoy  xTomnpdtov g
UTOAQG Kol TNV KOVOTNTO Vo
Topapeivel GUYKEVIPOUEVOS O
XPNOTNG Kol VO omoQUYEL TLUYOV
MEPIGTOAGLOVG,.

3.Table tilt O o10y0¢ TV cvppeteydvtov givar | XZtatikn 1ooppomio. OmTiK Kot
VoL YEPICTOVV TNV TAATQOPUO | OKOVGTIKT OVOTPOPOIOTNON).

petatomong pvduilovrag to KEVIpo
Bapovg Tovg Yoo vo. 0dNYHGoLV TIG
umdAeg oty tpvma. To ocvoTHL
PBabpoArdynong  Paciletor  otov
oplld TOV GORUPAOV TOV UTAIVOLV
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pe emruyio otV TPOTA.

4.Step basic Xmv 006vn g m™Aedpaong, ot | [IpoBépuavon. Métpag évraong
ouppetéyovieg  kKobodnyodvial oe | agpdfio  Goknon. Avvapukn
. cepd EVEPYELDV OV | WoppoTic..  XVVIOVICUOG KO
meptiappdvouv to avéfoopa kot to | Tpocoy. ONTIKN Kol OKOLGTIKH
KOTEPOGLLO GTOV TIVOKO 1GOPPOTHIAG | AVaTPOPOSOTNON.

pog Stbipopeg KaTeLBVVOELS
(epumpog/micew ko mAdyw). H
Babporoyio wabopiletor amd TOV
GUVOAKO aplBpd tov frudtov Tov
EKTEAODVTOL GE GUYYPOVIGUO HE TIG
oonyies.

3.3.1. HEQ®APMOTI'H TOY Wii XTHN AGAHTIKH AZEIOAOI'HXH KAI TH AHYH
METPHXEQN

To Wii €yel peyddn gpoppoyn oty a&loldynon kot Ayn HETPHGEMY TOL APOPOVV TNV
ooppomia 1660 6€ anAd TANOLVGUO 060 Kot og AOANTEG, KaBmg 1 ypMon Tov £xet eetaotel
evdeleymwe amd v Bifloypaeior (Merchant-Borna et. Al 2017, SM Deans, 2011, Negus, et
al., 2019). 'Eva mapdderypo. g €papuoyng tov ocvotiuotog Wii oty a&loldoynon tng
woppomiag @aivetoar otnv €pevva Merchant-Borna (2017) o6mov efetdletar 1 otoTIK
wwoppomio. LETA omd Oldoelon o€ aOANTEC Tov TPoEpyovTay amd abANuUaTe, OTOS TOV
TOAELKOV TEYVOV HE PeYOAO Pabud CoOUATIKNG eMaENS. ZKOTMOG NG £PELVOC NTAV V.
eEetdoel v ypnopomta tov Wii Fit 610 va agloloynoel v otabepotnta 6e dAPOPES
0TAoEg G PO OLAPOPETIKA YPOVIKA OLGTHUOTA LETA TNV OAGEIST: TNV QAGT OVOPOPAC,
mv Tpitn kol v ERSoun nuépa HeTd TV 01dcElon Kot €V cvvexeia vo aEloAoynoeL TV
gykvupoOTNTO TOV €pyareiov cuykpivovtdg To pe v dokacio otabepdtrag Balance Error

Scoring System (BESS) kot 1o epyoieio aloAdynong yvooTIKOV AEITOLPYIDV.

Yvykekpyéva, otnv épgvva tov Merchant-Borna, (2017), mpav pépoc 19 abintég
KoAleylov, avdpeg kot yvvaikes (9 ko 10 avrtictorya) amd 4 dSa@opeTikd abAuaToL:
UTACKET, TOOOCQUIPO, paykumt Kot YOked mOyov.  XTNV  GUYKEKPEVT EPAPLOYN
a&oroyndnkav 4 otdcels: opbootdrnon ota dVo OO, HOVOTOOKN oTpiEn, opbootacia
oto 000 TOO e KAEIGTA HATIOL KOl LOVOTTOOIKT e KAEOTA patia. To cvotnuo cuvoédnke
oe évav niextpovikd vmoAoywot. To Aoywopkd Wil vmoddyiose 1o KEVIPO Tieomg g
dvvaung mov e@dppole o ekdotote ABANTAG TAVEO GTNV TAATEOPLO 1GOPPOTIOG LE TO UEAOG

nov mpocnabovoe va wsoppornoel (COP: CENTER OF PRESSURE), dniaon vrordyle v
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HETOPOPE TOV PAPOVE Kol TO TOV AICKOVGE TieoN TAV® otV TAATEOpUa 0 KaOe maiktng. Ta
dedopéva mov cVALeEE To Wil mopovstdotnkay oty 006vn He TNV HOPPT] GLVTETOYUEV®V
Eexoplotdv yio TV KaOe otdon. Ot GUVIETAYUEVEG QVTEC APOPOLGAV TNV KoTevBuveT 6TV
omoio HETAKIVOLTAY O OOANTIG KOTA TNV €pOapUoyn TG KABe GTdong Kot KaTéypapay 3o
katevBuvoelg, v kivion o petomiaio Ko v kivnon oe ofelaio eninedo. Amod avtd TO
oVVoAQ. cuvietayuévayv, kabopiomkav ot akdAovbeg petafAntéc a&loAdynong yw kabe
otaon: 1. taydmra dtudpoung, dNradn v taydTNTe Kot Katehhvvon Tov KEVIPOL AoKNoNG
g mieong, 2. mAATog S100poUNG, ONAAOT TNV UEYISTN OAANYT TOV GUVIETAYUEVAOV Yo KAOE
éva amd ta 0Vo emineda Eeymplotd (petomaio kol ofeMaio), 3. Tumiky amdkiion, OnAodn
TNV TUTIKT OOKALGN oL €iye M mopeiat TOV KEVTIPOL AOKNGONG TG TieonS Yo KABe évav amod
TOVG 00O AEOVES. ZE OVTO TO ONUELD 01 EPELVNTEC EMEAEEAY VO TEPLOPIGOVV TIG AVOAVGELS TOV
pétpov €kpaong poévo oty opbooctacio pe KAEIGTO HATIO Yo VO SLEVKOADVOLV TO TEAKE

nopicpara.

Mo to Wii xataypdomray 7 S10QopeTikés HETAPANTES Yo KAOE pio amd TIG YPOVIKES
TePLOdOVE UETh TNV O1dcelon mov avaeépOnkav mapomdve. To amotedéopoto TV
petpnoewv etyav wg e&ng: 3 and tig 7 petafantég oeiéav avénon (dniadn eleipoto otV
1GOPPOTin) TNV NUEPO AVOPOPAS Kot 6TV Tpitn pépa petd v ddoeion. H taydnta kot to
TAATOC d1adpoung amodelydnkay peyaddtepa v Tpitn HEPA HETA TV O1AGEIGT). ZOUPOVA LE
YVOOTE dedOUEVA Yo TV OACELST) TOL AVAPEPOVTOL GTNV EPEVVA, TO KIVITIKO GUUTTMOLLOTOL
MG OLAGEIGNG OV TPOKOAAOVY SOTaPOYEG GTNV 1ooppomio epeaviovionr otnv ofeia @don
petd tov tpovpatiopd (0-3 pépec petd) Kot otnv ocvvéxelo PEVOLV 1010 Kol GTOOLKA
vroywpovv (3+ pépeg petd). Q¢ ek TOLTOVL Ol gpgLVNTEG Tepipevay va a&lomoucovy Tig
HETOPANTES Yo va aElOAOYNGOVY TNV EMOEIVOON TOV GUUTTOUATOV TIG TPOTES TPEIG LEPES
Kol v PBertioon péypt ko v €Pdoun, dnwg ko amodeiydnke. Me avtdv tov TpdTO 01
gpevvntég katdroPav mog 1o ovommuo Wil Fit eivor yprioyo oto va a&lodoynoet ta

eAdeipato otV 100ppomio PETA amd S1dGELoN.

e dAAn €pevva tov Erik A. Wikstrom (2012) mapovcialetor exiong n epoppoyn Tov
Wii Fit otnv Aqyn petpnoemv yio v aSloAdynomn g 16oppomiog 6 SLAPOPEG OVVOIKES
KOTOOTACELS. XTOYOG TOVL EPELVNTI MTOV VO TPAYLATOTOWGEL UETPNGES TAVEO GTNV
KOVOTNTA 1G0PPOTHOG TV EDEAOVTIAV YPNGILOTOIMVTAG TO GUCTNUO Wil Kol GTNV GUVEXELL
va aE10A0YNGEL TNV €YKLPOTNTA Kol TNV aS10moTior TOuG. XtV €pguva Tpav HEPog 45 vytelg

eBelovtég, Oyt abANTéC, nhikiag 18-57 etmdv pe koA euvoikn Katdotaorn. Ocov apopd to
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KOUUATL TNG €PELVOG OV €lYE VAL KAVEL PE TNV ANYN LETPGEMV Eyvay o1 €ENG SL0OIKOGIES:
E&etdotnkav dvo Aeltovpykés OoKIHOGIEC TAV®D otV TAATEOpUO 1eoppomtiag tov Wii, M
Lovomodikn soppomion Ko to Star Excursion Balance Test kot petémeito e&etdotnioy ot
dpaoctnprotnTeg 1woppomiog Tov Wii (wii balance activities) yio vo €£€T06TOVV KOl OVTEG (OC
epyareio aglohdynong ooppomiag. o v dokipacioo TG GTOTIKNG 100PPOTIOG SLOUEGOV

LOVOTOOTKNG OTHPIENG TparypaTomomOniay 600 tpootddeieg Tmv 30 deLTEPOAEMTMOV.

Ot petaPAntéc mov ANednkav tpog a&lordynon fTav 1 TOAGVTELCT GE LETMMLOI0 Kot
opelaio emimedo. T'o to Star Excursion Balance Test ot eBehoviég éEmpene va
TPOYLOTOTO GOV 2 emavoAnyels o€ Kabe Katevbuvon, v npdcbio, v omicOia E€m kot
mv omicOn écm. Or petafintég agoldoynong yw to Star Excursion Balance Test tav 1
HEYLOTN OmOoTOON TOL £QPTAGE TO MO0l TOL ekdotote gbehovi o kdbe pio amd TIg
katevbivoelg. Amd Tic wii balance activities oAokAnpaoOnkav 7 Spactmpiotnreg (Pabid
avamvor|, 0évipo, 0pblo yovato, @oivikac, éktacm He €va TOdL, CLGTPOPYN €VOC OO0V,
mAdy avOymorn modov) 000 opéc avd dxpo. Ot petafAntés a&oldynong yw Tig
JPACTNPLOTNTES 1GOPPOTIOG Wil NTAV Ol UETPNOGEIS TOV GLOTHWATOG 1| OAAMG Wil balance
scores mov AapPdvovtor kot eoaivovior amd to cvotnuo. Ot HETPNOES OTNV GLVEXEL
alomomOnkayv amd tov epevvNTA Yo va e£€TaGTEL 1 €yKLpOTNTA KoL aSlomieTio Tovg. Kopla
drpopd g épevvag Tov Wikstrom (2012) amd v €pgvva ¢ Merchant-Borna (2017) eivon
N emAoyn amAov TANBvopob kot Oyt adAnTdv. Eniong ot abintég oty £pevva g Merchant-
Borna (2017) dev tav vymg tAnBucpdg Kabmg avapEpouV CUUTTOUUTE SIAGEICNC. -GE AVTO
10 oNUEl0 TNG £PELVAG TO EVOLUPEPOV ETIKEVIPDOVETUL TEPIGGOTEPO GTO TPOTOG LLE TOV OTOI0
a&lohoyohvtal ot SVVOIKEG KATOOTAGES OV oyeTilovtal pe v afintikn a&oAdynon Kot
Y avtd TOV AOYO Ol TAPOTAVE® SPOPEG OEV GTEPOLY Omd TNV aSlomoTion TG EPELVOG

Wikstrom copeova pe T mAnpoeopieg mov Bélape va AdBovLe.

g ovto 10 onpeio Aoudv, pHéca amod TG 000 EPEVVES PaiveTol Twg To cvoTnua wii fit elvan
éva Wwitepa ehypnoto epyaireio yuo v a&loldynon g wwoppomiog oe TANOVGUS, TOL deV
apopovce aBANTEG, OAAG Ko Quotkd afintég kabmg umopel vo mapéyel TANpopopies yia
SLAPOPES KIVNTIKEC TOPAUETPOVS KOTA TIC OOKIUOGIES 1G0PPOTIOG OTMC N TAAAVIEVGT KoL M
Hetaeopd tov Papovc. Xvvendc, to Wil @aivetor vo mAnpoi Tic mpoimobécels  evog

KatdAAnAov gpyareion a&loAdynong oty abANTIKY pucikobepamneio.
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3.4. KINECT

To Microsoft KINECT 11 XBOX KINECT (Ewoéva 3.4.1.) givan éva chotnuo Kotaypoeg
™G Kivnong N aAMog Motion Capture mov amoteAeital amd pio. GEPd GLOKELAOV E1GOO0V
aviyvevong Kivnong ot omoieg mapdyOnkav mTpdOTN GOpPA Yio TNV TomobETnon Tovg otV
nayvidopnyavy XBOX. To KINECT ypnowomoteitatl kotd kOpto AOYo He TN Hopen semi-
immersive VR aALG umopel va epappootel kot ¢ immersive VR av emideybet n ypnon twv
ynookov KoAwv-VR HEADSET. Ot ocvokevég KINECT amotelovvion amd dtdpopa
eCapmuota, Ommg po Eyypoun kduepa RGB, évav mound vrépubpwv IR, évav aicOntmpa
BaBovg kot £va IKPOPOVO TOAAATADY GLYVOTNTMOV TOV UTOPEL VO AVOyVOPIGEL POVNTIKES
evtorés. Avtd ta otoyeion ovvepydlovior yw T ANyn 1poddctatev (3D) ewdvov
KOTOYPAQOVTOS TIG KWVNOES Kot TIG 0€0€15 (X, Y, Z) TOV OVIIKEWEVOV, ETITPEMOVTOG TNV

napoakorovdnon tov Bécemv Tov apHpdcE®V GE TPUYUATIKO YPOVO.

[Tepéyer emiong pkpdPOVE TOV PTOPOVV VO, ¥PNGILOTONBOHV Yo TV avayvoOpLon
ouAiog kot eovnTikd éieyyo. To cvotnua KINECT aviyvever v kivnon tov ypnotn kot
v avtikotontpilel pe v Hopen avatar o€ mpaypotikd ypovo otnv 0Bovn mov eivor
OLVOEOENEVD. AOY® TOV LYNADV TEYVOAOYIKMOV TOV TPOJAYPOP®V KOl TOVG OVIYVELTES
kivnong 1o Microsoft KINECT eivar €éva oamd Tto ynelokd gpyoieion  €KOVIKNG
TPOAYLOTIKOTNTOG TTOV YPNGLOToouvToL oty afAntiky euoikobepancio (Vernadakis, et al.,
2014), pe xvpo okomd TNV ANYnN UETPNCE®V Yo OEWAOYNON SQOPOV  KIVITIKOV
napopétpov onwg: H aviivon g otdong, n aviivon g Padiong, avaivon otafepotntog

kot dAla (Clark et al., 2012, Mentiplay et al.,2013).

[ .

Ewova 3.4.1.: To Xbox Kinect, (https://www.youtube.com/watch?v=bydL.SVVuaRM)
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https://www.youtube.com/watch?v=bydLSVVuaRM

To Kinect givon évag tpiodidotatog (3D) aeOnmpag ayung mov €xel v KavotnTa
VoL avveLEL Ko va, Tapakorovdel kdbe apBpwon oto avBpodmivo copa. Avty n teYvoroyia
EMUTPENEL OTOVG YPNOTEG VO OAANAOETIOPOVV HE TNV KOVGOAD 1] TOV VTOAOYIOTH] TOLG
YPNOLOTOIOVTAG £Vay GLVOLACUO KIVIIGEMY TOL GOUATOG, YEPOVOUIDV KOl QOVNTIKOV
evtodov. To Microsoft Kinect ivol o 01Kovopkd amodoTIKy GUCKEVT TOV YPNCIUEVEL MO

vrokoTdotoTn HEB0SOGC Yo TNV avdAvon g Kivnong.

Mo va dievkolvvOel n avantvén kot a&loAdyNnon TPLodIcTOTOV OESOUEVOV KOl 1)
amoKTnorn 0£0emV OKEAETIKOV apOBpOCE®V GE TPAYHOTIKO YPOVO, Ol TPOYPOUUUOTIOTES
UTOpovV Vo YPNOGILOTOMGOVY TO KIT avATTUENG Aoyiopkoy yioo Windows, kabdg Kot to
OpenNI kot OpenKinect, mov vrootnpilovv YA®GGES Tpoypappatiopov onwg C++, C# ko
Visual Basic. Avtiy n unyovn ovamtuéng moyvididv TOALOTAGV TAATQOPU®V EMITPENEL TN
dnuovpyia moyvidiwy 3D kot 2D, kabog kot wpocsopowwcemv (Unity Technologies Blog,

2018).

Ta dedopéva mov mapéyoviar and tov arsOntipa Pabovg meptrapfdvovv ) B€om Tov
omUaTog, TN otdon, m 0éon kivnong Kot TG TPLGOEoTATEG UETPNOES TOV GAOUATOS TOV
acBevovg. EmmAéov, o Bepameutig pmopel vo a&loloynoel m otdon Kol v Kivnon tov
acBevoug, vo mapakorlovdel ta potifa kivnong kot va e&dyet moAdTIHES TANPOPOPIES YO0 TV
euPropunyavikn tov (Pohlmann, et al, 2016). H epappoyn evog akyopiBuov avayvopiong
TPOTOHT®V EMTPENEL TNV €EAYMYT EVOG GUVOAOL AVOTOMK®V GTOLYEI®V 6TO avOp®OTIVO GO0,

T omoia avaryvepilovionr og apBpdcelg pésa oto svotnua Kinect (Ewkdva 3.4.3).

Agrtovpydvtag oe cvyvotra 30 kapé avd devteporento, M kdpepa tov KINECT
Tpafdet eikoveg pe péytot avdivon 640 x 480 pixel. Qot6c0, eitvar o BEon va avarvel £og
kot 1280x1024 pixel pe yapniotepo pvOud kapé (Mortazavi & Ghomsheh, 2018). O
awcOntpoag Babovg, amd v GAAN TAgLpd, Teplapupaverl Evav mpofoiéa vEpuOpwv Kot Evay
povoyxpmpo awsntipa swoévag CMOS yvootd og Zvpminpopatikoéc Huaywyodg O&ediov
Metddiov. Avtdc o ouoOnTpag cLAAEYeEL Tprodidotata dgdopéva aveEdpmra omd Tig

ovvOnkeg eoTIopov Tov TepBairovtoc (Hondori & Khademi, 2014).

AovAigbovtag TapaAAnAa, o TPoPorENS KoL 1) KAPEPO ONLLOVPYOVV Evay TPLGOAGTOTO
xaptn Pabovg mov kabopiler pe axpifeo v ondotacn HETOEL TG KAUEPOS KOl €VOG

avtikelpnévov (Mortazavi & Ghomsheh, 2018). EmumAéov, 10 piKpé@wVO moL €lvarn
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EVOOUOTOUEVO 6TOV acOnmpa dtabétel 4 kavdia mov vrootnpilovv Mo 16 bit pe pvOuod

detypotonyiog 16 kHz (Hondori & Khademi, 2014).

Neck
Shoulder-L Shoulder-R

Shoulder-C

Elbow-L

. — - Elbow-R
Thumb-L T S . N
. ‘ o = N umb'R

Hand Tip-L«—&"Fwise-1 WY/ 5-C “\S— Hand Tip-R

Knee-L 2 % Knee-R

Ankle-L 3 3 '. Ankle-R
Foot-L /1 WX .Foot-R

Ewova 3.4.2.: Ot Oéoeig tov apbphdoemv mov avayvopilel to Kinect

(Tpomomompévn amd Mortazavi & Ghomsheh, 2018).

3.4.1 HE®@APMOI'H TOY KINECT XTHN AZEIOAOI'HXH KAI TH AHYH
METPHXZEQN

To cvomua KINECT é£yet pehetn0el evoereydc yoo TNV €QOpLOY TOV GTNV avAALCT Ko
a&lohdynon g kivnomng o€ d1Popeg SUVOIKEG N OTOTIKEG OPAGTNPLOTNTES TOL GYeTIloVTOL
pe tov afintiopd. Hapdderypa g epappoyng tov XBOX KINECT oty AMjyn petpricemv
eoaivetal péoa amd v épevva Tov Mentiplay et al., (2018) émov cxomdc rav vo eEeTaoTel 1
eykvpodmta kot a&lomiotio g epappoyns tov KINECT oty a&loldynon g KIVNUOTIKNG
TOV KOPHOV, TOL 1GYI0L KOl TOV YOVOTOG G€ HeTOMOio Kot ofehoaio emimedo Kotd TO
povomodikd kdbiopa kot kotd v dokipacio dipoatog and ntoorn (VERTICAL DROP
JUMP). EXmv épevva tov Mentiplay, et al., (2018), mov dmpknoe 2 nuépeg, mpav puépog 30

vyeic eBehovtéc veapng nAkiag (17-28 etav), dvopeg kot yovaikeg (15 kat 15 avrtiotoya) pe
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KA euvoikn Koatdotaor. H dadikacio ¢ epappoyne tov cvotiuatog elxe og e€ng: Ot
epeuvntéc Coypaenoay pe HapKadOpo TTAvVe oTo dépua TV €feAOVIOV To onpeio mwov
OKOTELAY VO OVOAVGOVY GTOV KOpHO, To  dgél 1oyio, T0 YovaTo Ko TV modokvnukn. H
kduepa KINECT tomofetinke og tpimodo oe vyoc 1.1 pétpo kot oe andotacn 2.5 pérpa
arnd tov eBelov| Katd Vv exaotote dokipacio. H kapepa aviyvevong Bdbovg tov KINECT
avayvoploe ta onueia Tov (oypaenoay ol pEVVNTEC TAVMD GTO OEPUA TOV £0EAOVTMOV Kot
otV 0006V TomofeTNONKAY KEPGOPES TAV® GTO. GLYKEKPLUEVO OVATOULKA ONUElD, TO GTEPVO,
T0 KEVIPO NG ApBpwong tov YOvoToS, oTig dVo TTPOchieg dve Aaydvieg dkovles kol 6To

KEVTPO NG APOP®ONG TG TOSOKVILUKNG,.

Ta mtapondve onueio ypnotporomOnkay yo vo dnpuovpyndodv Héco 6To GVGTNUA Ot
yovieg Tov ofeltaiov emmédon Yo TNV KAPY™N TOL KOPULOV, TNV KAUYTM TOL 16YI0v Kot TV
KAUYM TOL YOVOTOG Kol avTIoTOX Yol TIG YOVIEG TOV UETOMIOI0V EMITEIOV LOVAYO Yol THV
arayoyn Tov yovoroc (Prawcomta). o v €poappoyn Tov Hovomodikoy Kobicpoatog
wpaypoatoromOnke kdbopa pe 60 poipeg kapyng oto yovato (HLeTpnnke pe yoVIOUETPO)
Kol pe to xépo. tomofetnuéva oty péon. [a va Bewpovtav metvynuévn n doknomn Oa
énpeme va mpaypatonomBodv 5 cmotég emavolnyels. o v dokipacio TTdong Kot GALOTOC
ot eBglovtéc TtomobetOnkav whveo og kovti Vyovg 30 €KaTOGTAOV Kot LE TO TOOL TOVG VL
&yovv amdotaon 35 exatootd petaEy tovs. ‘Emerta tovg {nmbnke va mécovv and 10 KouTi,
va TpocyeiwBodv pe ta 600 TOO KOl VO TPOYUOTOTOM|GOVY EMITOTOL QAL LE TO XEPLOL
ynAd. To cvommpuo KINECT cVAleée ta KivnTikd dedopéva Kot To KoTEYpoye og apyeio o€
VITOAOYIGT pE TNV xpnon mpoypdupatog LabVIEW, edwkn) mAatedppo oyediocpon Kot
avamTuEng OnTIKNG YAMOGOS Tpoypoupoticpoy (visual programming language, VPL),

(Mentiplay, et al., 2018).

Ta oamoteléopata TOV HETPACE®V YL TNV TPAOTH Kol TN Oe0TEPN UEPQ
KAToypaeTnKOaV o€ Hoipeg Kot gaivovtal otny ikova 3.3 6mov elval KatoyeypOoIEVES Kol Ol
HETPNOELS TV VIoAoim®y gpyaieimv. Ot petpnoelg alomomOnkay ev cuveyeio amd TOLG
EPELVNTEG Y1 VO CLYKPLBOVV pe Tig petpnioelg dAdov gpyaieiov (3D Motion Analysis) £tot
wote vo emPeforwbei n eykvpomTa kKo M a&omiotio Tov gpyareion. Méypt avtd To onpueio
g €pevvag ot epeuvntég £0e1&av Ot to cvotnua KINECT eivon £va evypnoto epyaieio mov
umopel va ypnowomomBel yuo v a&loAdynon g KIVNUOTIKNG TOL KOPUOL Kol TOV KATM

dpov og drapopeg abAnTIKEg dokpacieg (Mentiplay, et al., 2018).
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Eniong, otV épevva twv Huber et al., (2016) 1o cvotpa KINECT ypnopomromnke yio tnv
HETPNOT TOV YOVIOV (YOVIOUETPNON) OTIS KIVIGELS TNG KAUYNGC, amay®yng Kot EE® oTpoPpnG
oV GpBpmon Tov dUov o€ oTaTIKEG BEcelg. ZKOmOG TG £pELVOG TAV VO YIVEL KOTOVONTO OV
10 ovotnpa KINECT givo tkavo va petpioet pe axpifeta tig yovieg g dpbpwong tov dpov
Kol ov puropel va ypnoporombet wg epyareio a&loAdynong yio avtd tov Adyo. Ot HETPNGELS
ovykpidnkav pe to 3D MOTION ANALYSIS kot pe amAd yOVIOUETPO. TNV £PELVA TPV
uépog 10 vyelg eviiikec. [paypoatomrombnkav ot e&ng kvnoelg: kapym 90 popdv, TAnpng
Kapym, aroyoyn 90 popav kot €€ otpoen ce anaymyn 0 popov.

To KINECT élaPe 11 Myelg o petomoio kot ofelaio emimedo. Ot petafintég
a&lordynong Nrav ot poipeg mov katéypaye 10 KINECT. To cvomua KINECT katéypawe
v xivnon 20 apBpdoewv. O1 Bécelg TV apfpO®CEDY TOV OOV KOl TOV AYKOVO GE GYECT] LE
TOV KOPUO YPNCHOTOMONKAV Yio T HETPNOT TOV YOVIOV KAUYNG KOl OToy®YNG TOL MU0V,
eVO o1 BE0ELG TOV ayKOVO KOl TOL YEPLOD G GYEOT LLE TOV KOPUO YPNCLOTOmONKaV Y TN
pétpnon g yoviag £€@ otpoenc. Ot HETPNOELS  KATAYPAPTNKAV KOl YPNCUYLOTOmOnKav
otV ovvéyew ovykprtikd pe to 3D MOTION ANALYSIS kot Tig petpnioelg tov
YOVIOPETPOV Y10 vo eEgTactel 1 a&lomiotia Tov cvotuatoc. Kot otig d0o mapamdve Epguveg
eatveron 0Tt o cvotnua KINECT eivon dwaitepa €dypnoto yio v aviivon g Kivnong og

ddpopeg otatikég kat duvapkés kataotaoelg (Huber, et al., 2016; Mentiplay, et al., 2018).

3.5. TRAZER

To TRAZER (Ewéva 3.5) givar éva ynowokd gpyoieio non-immersive VR oyedlacuévo
Y0 OTOKOTACTOON KOl TPOANYN TPOVUOTICUOV, Bedtioon g amddoong Ko a&loldynon.
AwBéter eEedikevpuévo okAnpo dioko kol kdpepa aviyvevong vyning woyvog. Awbétet
Aoylopikd mov mapakolovbel 25 onuelo oto copa ywo v emnegepyacio EKATOUHVPIOV
onuelov oe mpayuatikd ypovo. To cOotnuo amortel cvvdeon pe tmieopacn 1 006vn
omotovdNoTe pey€boug (Léow tov apeyouevov kadmdiov HDMI) kot cuvdeon oto Internet.
To cvomua propet va eykatactadel og Toiyo N pmopel va ypnoiponombet wg Kt povéodo
pe koAopevn Baon. O yprotng emaéyet o Apactnpotra and g e&ng: AZEIOAOTHXEIL,
AOKIMAZIEZ, ATIOKATAXTAXH, ITPOITONHXEIX 1} ITAIXNIAIA. To TRAZER Balet
OLTOUATO TOV YPNOTN O £VOV EIKOVIKO KOGUO Onpiovpydvtag éva avatar oty 006vn mov

avamopdyel kébe kivnon tov. [TAéov 1o TRAZER £xet dradedopuévn ypfon oTov yOpPo NG
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euowoBepaneiog Kot TOL OOANTIGHOV Kol YPNOUWOTOLEITOL TOAD GLYVA ®G EPYOAEio

a&loAdynong.

Ewéva 3.5.1: To cvotua TRAZER, (https://trazer.com/ )

3.5.1H EGAPMOTI'H TOY TRAZER XTHN AGAHTIKH AZIOAOI'HXH KAI TH
AHYH METPHXZEQN

2T0oV YOPO NG AOANTIOTPIKNG EMGTAUNG TO TPONYUEVO TEYVOAOYIKE YOPAKTNPIGTIKG TOV
TRAZER ypnoiponolovvtal yio v a&loAoynoovy Stipopes KOTAOTAGELS, OT®S 1 aOANTIKY
amodoon kot n avdAvon g kivnong. Ot kuplotepes epappoyég tov svotnuatog TRAZER
omv aloAdynon agopodv v abintikn SUCEIST Kol TNV AVAALGT KIVNTIKOV TOPUUETPOV
Omwg 1 péytom toyvnTo Ko ) emitayvvon (Hogg, et al., 2021). Tapd v 1600 dadedopévn
xprion tov TRAZER otov yopo 100 afANTIcpov Kot T afANTIKNG amoKaTaoTaons, Kotd
™V avaokonnon g vdpyovoag PipAoypapiog mapatnpeitor 0Tt vVIAPYEL LEYAAN EAAEWYT
gpevvaV Tov va eEetalovy Vv epopproyn tov cvotnuotog TRAZER. Mia épsvuva Ppébnie
mov vo. €£eTdlel TOV TPOTMO EQUPUOYNG KO TN ANYN TOPAUETPOV UECH TOL GLOTNLOTOG
TRAZER (Hogg, et al., 2021).

Yoppova pe v épevva Hogg (2021) emdeikvietor 10 g ypnolomoleitor to
ovomua TRAZER oty avaivon kot aSloAdynon g GLVOAKNG EVKIVINGIOG KOl TOVTNTOGC

avtiopaons. Ztdyoc g €pevvag NTav va ypnooromocel 1o cvotnue TRAZER yo va
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aEOAOYNOEL TIC TOPAUETPOVES TIG EVKIVIGLOG KO TNG TOYVTNTAG OVTIOPAOTG KOl GTNV GUVEXELN
va e€eTdoEL TNV €YKLPOTNTA KO TV 0ELOTIOTIO TOV PHETPNCGEMV OLTMV 0€ GLYKPLoN Ue To 3D
MOTION ANALYSIS. XtV épgvova mpav pépog 18 vyieic véor abintéc (11 yovaikeg kot 7
Gvopeg) nhkiog 20-27 etdv. Ot TopaUETPOL TOL AEIOAOYNONKAY QPOPOVCAY TUYOLOTOUUEVES
KIWIOELG G€ OKTM KaTeELOHVGELS Yo GOPAVTO GUVOAKE ETMOVOAYELS, 0TS opilovtal amd To
ovomua TRAZER pe okomd tv a&loldynon e oLVOAIKNG Kavotntog evkivnoiog. Ot
petafAntég agloldynong NTav 1 HEYISTN EMTAYLVON, 1 UEYIGTN TOXVTNTO KOl 1) GUVOALKN
anootoon. Ta avatopkd opdonpa mpocdopilovtal Pe €vov TLXOOTOUEVO aAYOPIOLLO.
[Ipwv amd v epapuoyn, kaBe CLUUETEXOV OTEKETOL GTO KEVIPO TNG TMEPOYNG ANYMG
oTpappévog mpog v 08ovn g mhieopaons TRAZER  mov mpoypatomoiel cvvroun
BaBuovoéunon katd tnv omoio M kapepa avayvopilet Tov cvppetéyovta. Metd
Babuovounon, to TRAZER onpiovpyel mpocopoioon evog ynmédov. Avtd o y®POG Tov
TPOCOUOIMVETAL UTOPEL var £xel d1dpopeg Taparrhayés, OmmS YNTEdO TOdOCPAipOL 1 YNTESO
UTAGKET OAAL GTNV CLYKEKPLLEVT] EQPOPLLOYT YPNOULOTOMONKE amAd Evag IKPOG XDPOS TOL
éuowale pe ynmedo (ewodva 3.6) aAAG YoPIG KATOWO  YOPOUKTNPIOTIKO GUYKEKPIUEVOD
abAnpartoc. [TapdAinia otnv 006vn gppaviletor kot To avatar TOV TPOGOUOLDVEL TOV YPNOTN
Kot TG Kwnoelg tov. H dokipacio Eekvdiel 6tav €vag ontikog otodyos eppaviletal tuyoio o
plo and Tig okt® mbavég Bécelc omv mepipetpo TG mEPOYNG AMYMS (eumpdc, micw,
aplotepd, 0e€id, umpoOg aPLoTEPT SYDVI, TPOG TO. EUTPOS S8 daydVIM, TPOG TO oW
aplotepd daydvi M wpog To mWiow SeEid dwymdvia). MoMg eupaviotel n €voeiEn, o
CUUUETEY®V peTaKIVEITOL 65O TO dLVaTOV YpnyopdTEPa otV Tonobesio. MOAc 1o TRAZER
EVTOMIGEL TOV GUUUETEYOVTO OTN o®OTN Béom, M €voelln efopavileTol Kot 0 GULUUETEX®MV
emotpéPel otV apyikn 0éon vy va mpoetopactel yoo v emdpevn emavdinym. To
TRAZER dev e&ayel akatépyacto OcOOUEVO, OAALG TopEYEL TPOKAOOPICUEVEG UETPNGELS
amod00MS, OTMS 0 YPOVOS aVTIOpAoN G, 1| LEST)/UEYIoTn TahTNTa, 1| LECT/UEYIOTN EMLTéYVVOT),

N emPpAdvveo™ Kot 1] GUVOALKN ATOGTAGT TOL SLVOONKE.

To TRAZER AopPdver tic petprioelg tov moapakolovboviag  «Pdon g
OTOVOVAIKNG GTHANG» 1 OTola EGAYETOL YNOLOKE GTO GVOTNWO KOl KATd autdv ToV TpOTO
e€ayel Tig LETPNOELS TV KvnTikadv Tapapétpov (Hogg, et al., 2021). Katd avtoév tov tpomo
10 cvotnua TRAZER pmopel kot a&roloyel S1apopeg KV TIKES KATAOTAGELS TOV oYeTilovTon
pe tov afintiopd. ‘Exyoviag vrdéyv Tig mopamave TEXVOAOYIKES 1O10UTEPOTNTEG TOV, TO
ocvotnuo TRAZER @aivetar va €xel OVIwg TPoonTkéG Yo vo. xprolpnonombel g epyoireio

a&loAdynong e abANTIKNG amdS0oNC.
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Starting Position I [ Center Lefl Position I | Center Right Position | | Back Left Position | [ Back Right Position

Ewova 3.5.2: O ynowkog yopog tov TRAZER, (Hogg, 2021)

4 ET'KYPOTHTA KAI AZIONIXTIA YHO®IAKQN EPT'AAEIQN
EIKONIKHX ITIPAI'MATIKOTHTAX

4.1. ETKYPOTHTA KAI AZIOIIIXTIA

H gyxvpdmra ko ) a&lomiotio v HeTpcemv Kot TV epyaieinv aflohdynong amoteAoldv
om0 TIG MO OMUOVTIKES €VOEIgels HETPNoNG Kot GLAAOYNG OedopEvav TG YpNomg evog
epyoreiov (Ahmed et al., 2021). H évvolwn gykupdtnta apopd tv duvatdtnTo Tov £)Xel £va
€PYOAEID VO TPAYLLATOTOLOVVTOL GOGTA Ol PLETPNOELS KOl VAL LETPAEL OVTO TTOV VITOTIOETAL OTL
petpaet. H a&lomotio ava@épetol 6Ty emavaAnyinodTTo TOV HETPNCEMV TG 0pONG ¥pNoNg
evog epyaieiov, onladn €dv amd to cuykeKpluévo gpyadieio pmopel va AneBodv ta 1010
OTOTEAEGLOTO PETPNOEDV YOPIG ONUOVTIKY omdkAMon Kot o@dipo petad tove. H
gyKVpOTNTA Kot 1 0E0MIoTIO Elvan PEV SUPOPETIKEG £vvoleg oAAG gival otevad oyxeTILOMEVEG,.
H vymAn a&lomotio givarl évag amd tovg deikteg mov kabopilovv €va amotédecua €av Oa

givan £ykvpo (Ahmed et al., 2021).

Onmg Kot 6Tovg VITOAOITOVG KAAOOVG TMV 1TPIKAOV EMOTNUOV £TCL KOL GTNV 0OANTIKY|
euowoBepaneio 1 eyKvpOTNTA Kot 1| a&lOTIoTIOL €Ival TOAD GNUOVTIKY Yid TV a&loAdynon
™G moldtnTog piog £pevvog Kot 6ty cvArloyn dedopuévev. H dmapén tovg eivon Kaipto kabmg
He avTOV TOV TPOTO VIAPYEL TPOTOG vo. a&oroynbel n xpnoodTTo TOV EPYOLEI®V TOL
YPNOLOTOOHV Ot afANTIKOl PLGIKOOEPATEVTEG GTNV ANYT LETPCE®V Kot 6TV aSloAdynon

tov acBevav tovg. Katd eméktoon eivar onpaviikd péoo mov ovvavtor vo deiEovv pe
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oryovpld TOGO YPNCLUN UTOPOVV VoL VAL TO YNELOKA EPYOAELD EIKOVIKNG TPOYUOTIKOTNTOG

otV AMyn petpioemv otnv abAntikn puoikobepaneio (Ahmed et al., 2021).

4.2. AZIOIIIETIA KAI E'KYPOTHTA: VR KAI AGAHTIKH
PYXIKOOEPAIIEIA

4.2.1. KINECT
Youpovo pe tov Mentiplay (2018), to Microsoft Xbox One Kinect™ (Kinect V2)

mePLEYEL pua Kapepa Bdbovg mov umopel va ypnoyomomOel yio tn Un avTOHTH OVOYVMOPLoT
AVOTOUIKOV BECEWV 0pOCIU®Y GE TPELS OOCTAGEIS AVEEAPTNTA OO TNV TUTIKN GKEAETIKY|
TapoKoAOVONON KoL, OC €K TOLTOV, £XEL SLVATOTNTEC Yol YOUNAOD KOGTOVC, YPOVIKG
amodoTikn Tplodidotarn avdivon kivnong. H épevva Mentiplay (2018) e&étace v
aflomotio HETOED TV GLVESPLOY Kot TNV Tovtdypovn eykupdtnta tov Kinect V2 yia v
a&loAGyNo”M TG KIVNUOTIKNG TOV HETMMOi0L Kot ofeAtaiov emmédov Yo ToV KOpUO, TO 1010
Kot To yovato katd tn Swdpkewo single leg squat (SLS) xou drop vertical jump (DVJ)
ovykprtikd pe to gpyaieio gold standard 3D motion analysis (3DMA). Tpidvto véot, vyteig
ovppetéyovteg (Mhkio = 23 £ 5 e1dv, dvdpeg/yuvaikeg = 15/15) extédecav éva TpOTOKOAAO
SLS o1 DVJ mov kataypdonke tovtoypova amd to Kinect V2 xor to 3DMA «katd ™
dugpkela dVO cuvedpudy, pe Olagopd piag efoopadac. To Kinect V2 emédeite koln €wg
eEapetikn a&lomiotia yio 0Aeg T petapintég SLS ko DVJ (ICC > 0,73). O gvdotagikoc
OLVTEAEGTNG GLGYETIONG KLupouvoTay omd yoaunAn éo¢ vynAn (ICC = 0,02 éwg 0,98) katd
dugpketla g dokipaciog SLS, av kot 1 kKapymn tov Koppov, Tov 1oyiov Kot Tov yOvaTog, 1
anayoyn Tov Yoévatog kol M yovio mpoPoAng petomiaiov emimédov £0e1Eav KoAY £mG
eEapetikn| eykvpodmra (ICC > 0,80). v tavtdypovn eykvpotnta yo ) dokipacio DVI
puovo d6vo petafantég va vrepPaivovv to ICC = 0,75 (kapym koppob kot 1oyiov).

Ou Huber et al., (2016) ooyxoAOnkav pe tov €leyyo ™G a&omotiog Kot Tng
EYKLPOTITOC TNG YOVIOUETPNONG TG dpbpmong tov dpov and to Microsoft Kinect™ yua
ewovikn amokatdotaon. H épevva ypnoiponoinoe 10 vyleig evidikeg yio tnv deEaywyn tov
nepapatos. H pébodog mov ypnoyomomnke mepieAdfave 1€066€pIG GTOTIKES GTAGELS, OVO
dokég vy Kabe otdom, ypnowonowwvtas: (1) to Kinect. (2) ocvommua tpiodidotang
avdAivong kivnong: kat (3) KAvikd yovidpetpo. Oleg ot Béoeic kataypaenkav pe to Kinect
and v petomikn tpofoir]. Ot 600 GTAGEIS KAPUYNG TOV OU®V OToTVITOONKAY ETioNG LE TO
Kinect and v ofeitaia oyn. H amdAvtn ko oyetikn alomotioo SOKIUNG-EMOVELEYYOL TOV

Kinect ywo ™ pérpnon g yoviog ®pov mpocdopiotnke o€ kdbe otdon pe £vOOTOEIKOVG
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ovvteheotég ovoyétiong (ICC), tomkd ko ehdyomn aviyvebown orroyn. Ta oOpua
ovpueoviog petad tov Kinect kol tov tumko®v pefddwv pETpNoNG TG YoVviag OUHOoL
VTOAOYIOTNKOAY Y10 TOV TPOGOOPICUO TNG TOVTOYPOVNG EYKLPOTNTOC. AVOQOPIKA UE TO
arotedéoparta, evad o Kinect mapeiye vynin aomotio (ICC 0,76-0,98) yio tn pétpnon g
yoviog OUOV amd TNV PETOMIK) TPofoAn ot petpnoels petald tov Kinect kot tov ovo
TPOTOI®V UETPNONG NTOV HEYOALTEPES omd £5° oe Oheg Tic Béoeic xor yo 115 06v0
poPoréc. Xvvenmg, Tpv ypnoiponombei to Kinect yia tn pétpnon Kvnoemv yuo epopuroyEg
EIKOVIKNG OTOKATAGTOONG, £IVOL EMITAKTIKY aVAYKT VA KATOVON 000V 01 TEPLOPIGHOL TOV GTHV
akpifela g pétpnong cvyKeKpUEVOV Kiviioemv tov apbpmocewv (Huber et al., 2016).
Yopeova pe tovg Mentiplay et al. (2015), o avafeopnuévo Xbox One Kinect, yvootd
kot ¢ Microsoft Kinect V2 yuo Windows, mepthopfaver ertiopévo vAkd mov pmopel va
BeAtidoel T xpNodTTA T0V O £pyareio a&loAdynong Padionc. Avtin n perétn e€étace
TNV TOVTOXPOVT £YKLPOTNTA Kol TN SMUEPN a&l0TIOTIO TOV YOPOYPOVIKMV Kol KIVILOTIK®OV
TAPOUETPOV PAdSIONG TOL EKTWNONKAY YPNOLUOTOIDVINS TO OVTOUATOTOMUEVO GUGTNLLOL
aviyvevong copotog Kinect V2 kot éva cvotmuo Kapepog faciopévo o€ deikteg avaivong
tpoddotatng  kiviong (3DMA)  avagopdc kpumpiov.  Tpidvta  vyielg  evilikeg
TPAYLATOTOINCAY V0 JOKILAGTIKEG GUVEOPIEG TOV AMOTEAOVVTOV OO GLVETEG KOl YPTYOPES
doxkyég Paodong. E&etdomkav ywpoypovikd pétpo €kfacng mov oyetiCovror pe TNy
tayvTa Badiong, T petafAnTdTTa TOLTNTOS, TO UKOG PHOTOS, TO TAGTOG Kol TO XPOVO,
™V ToYLTNTA TOAGVTELONG TOV OOV Kot TN petatdmon g Aekdvne. E&etdotnkav
KIVNUatikd pétpa ékPaong, cvpmeptlopnfovopévng e KOUYng Tov acTpoydAov, Tng KApymg
TOV YOVOTOG, TNG MPOCGOYWYNS Kot TG KApymg tov toyiov. [ va ektyunBel n cvpeovia
ueta&d Tov cvotnuatov Kinect kaw 3DMA, kabopiotnkav to ypoenuate Bland-Altman kot
0 ovvieheotg ovoyétiong Pearson. H adlomotio a&oloyndnke ypnoipomoidvtog
evdotakohc cuvteleaTég cuoyétiong, To Cronbach’s alpha kot to Tumikd cedipa pétpnong.
O yopoyxpovikés pLetpnoelg iyav molv kain (r=>0,75) tavtdypovn eykvpdtta, pe eEaipeon
TN HETPLOL EYKLPOTNTO Yo TNV TOAAVTOON NG £0m-mAdyag Aekdavng (r=0,45-0,46) kot
petafAntoémta g tayvntoag Padiong (r=0,73). Avtifeta, 1 KvnuoTIK) €yKupdTNTO MTOV
otabepd younAr émg HETPLO, Le OAES TIG GLGYETIOELS HETAED TV GLGTNUATOV TOAD YOUNAES
(r<0,50). Zto pétpa avtd pe omodektn 1oy, M oSomotio NTav mopduole peTalld ToV
oLoTNUATOV. Zvurepocpotikd, eved to Kinect V2 body tracking pmopel vo pmv Aappavel pe
axpifela Kivnuatikd dedopéva TOV KATM HEPOLS TOL CAOUATOC, Oeiyvel eYAAEG dSVVOTOTNTEG

®C EPYOAELD VI TN HETPNION XOPOYPOVIKAOV TTTUYOV TG Badiong (Mentiplay et al., 2015).
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Téhog, onv épevva Tov Mentiplay et al. (2013) o ot6)0¢ avThg TG HeEAETNG HTaY Vo
a&oroynoet v agomiotio ko v eykvpotrta. Tov cvotiuatog KINECT oty avédivon
¢ TodwkNg kapdpog oe opbootacia dote va avoyvopilert AavOacupéva sufropnyovikcd
TPOTLTOL TNG TOOOKVNUIKNG OnMwg o mpnvicpdc tov mwéipatog. o v a&oddynon g
gykvpotrog kat aélomotiog ot petpnoelc tov KINECT ocuykpifnkav pe tov gold standard
kataypagéo kiviniong 3DMA kaBdg Kot pe OmTTIKN OVOAOYIKY) TOPOTHPNCY HE TNV YPNoN
tov Foot Posture Index (FPI). To deiypa tov minbucpod amotedovvrav omd 30 vyieig
evnlikeg avtpes. To Spearman’s rho(p) ypnoyomomOnke yio v a&oldynomn g a&lomiotiog
Kol TG TaTOYPOovVNG £yKLpoTNTag Tov Kinect yio v a&loAdynon g 6Tdong Tov Tod1o0 Kol
L0 YPOLUIKT] TToAVOpOUN oY ypnoiponombnke yua va egtaotel | tkavotnta tov Kinect va
npoPAéyet ) cvvolkn otk Pabuoroyia FPI (Mentiplay et al., 2013). To Kinect enédeiée
pétpla £og kaAn a&lomiotio vidg Tov Babuoroynt yio técsepa FPI otoryeio otdong modion
(p = 0,62 émc 0,78) ko pérpro €mG Ko cvoyétion pe 1o ovomuo 3DMA v téocepa
ototyela otdong modov (p = 0,51 €wg 0,85). AvtiBeta, 1 a&lomotia evrog tov Padroroyntm
TV onTik®V ototyeiwv FPI nrav kaxn éog pétpra (p = 0,17 €wg 0,63) kot o1 cuoYETICES LE
1o cvotiparta Kinect kot 3DMA ftav kaxég (amdivto p = 0,01 éwc 0,44). Ta ctoyeio FPI
Kinect pe pérpia €mg koA a&omotio mpoéPiemav 1o 61% g S10KOUOVONG GTI GLUVOALKTY|
Babuoroyia FPI omtikng anewoviong. H mieioymoeio tov otoyeiov 61dons tov modtol mov
TpoEKvyav ypnoyonoldvtog o Kinect rav mo a&ldmioto amd v oA onTikn a&loAdynon
tov FPI xou tav €ykvpa oe ovykpion pe éva cvomnuo 3DMA. Ta pepovouévo ototyeio
oTAoNG mody Tov Kataypdonkav pe xpnon tov Kinect @dvnke emiong va mpoPAémovv
pétpo Padbud dwkdpavong otn ocvvolkn Pabuoroyia FPI-omtikng amewoviong. Ta
AMOTEAECUOTO QLTO UITtOPOoVV va vTootnpilovy T peAloviikég duvatdtnreg Tov Kinect €11
wote va pmopet vo agloroyel pe axpifela ) to AavOacuéva gpfropnyavikd tpdtumo g

TOdOKVIIKNG o€ KAviKo meptBarrov (Mentiplay et al., 2013).
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Mivakog 4.2.1.: Anoterécpata epeuvav ynotlakov epyoreiov KINECT

Yuyypoageic

Y KOTOG

Me0oooroyia

Amoteiéopata

Mentiplay (2018)

O é\eyyog g
a&lomotiog Kot
€YKLPOTNTOG TOV
Kinect V2 yia v
a&loAoyNno” G
KIVNUOTIKNG TOL
KOPHOY, TOL 15Yi0V
KOl TOV YOVOITOG
KT TIC SOKIOGTES
single leg squat
(SLS) xou drop
vertical jump (DVJ)
6€ LETMMOH0 Ko
oPeAaio eninedo
GUYKPLTIKA LLE TO
3DMA

30 vyeig
ocoppetEyovreg (23 +
5 eV,
avopec/yovaikec=
15/15)

Epyaieia pétpnong:
SLS ka1 DVJ mov
KOTOYpAQNKE
TOVTOYPOVA AT TO
Kinect V2 kot 10
3DMA

A&lomotia Kinect

V2 koA éog vymin
Yl OAEC TIC
uetafintég SLS kot
DVJ (ICC = 0,73).
Tavtodypovn
€YKLPOTNTAL:
Xapnn éog vynn
(ICC=0,02 ¢mg
0,98) katd ™
SLapKeL TNG
doknong SLS, o115
uetafantéc:

o) Kauym Kopuov
B) kapuym oyiov Kot
TOL YOVaTOC, V)
OOy YY) TOL
YOVOTOG TNG YOViG
npofoing oto
peTomio eMimedo
£0e15av KON
gyxvopomrta (ICC >
0,80).

Huber et al., (2016)

"Eleyyog

€YKLPOTNTOG KoL
a&lomotiog tov
KINECT omv
YOVIOUETPNON TNG
GpOBpwong tov dpov
KOTA TNV KUY Kot
OOy YT GLYKPLTIKAL
ue o 3DMA ko
aVOAOYLKO
YOVIOUETPO.

Agtypo 10 vyieig
evnikeg (22.1 £ 0.9
ETOV,
Gvopec/yovaikec=6/4).
MetpnOnkov cg
LETOTLOH0 KO
oPehaio eninedo
Képyn €mg 909,
AP KApyM ,
arayoyn £og 900, éEm
otpopn o€ 0. Ot
LETPNOELS EYIVaALY
EexwploTd Yo 1O
KINECT, 3DMA,
yovidpetpo. H
gyKvpoOTNTQ
a&loroynOnke
vroAoyilovtag Ta

Kinect: vymin
a&omotio (ICC
0,76-0,98) yia T
HETPMON NG YOOViog
OUOV ard TV
LETOTIKT) TPOPOAN).
[Ma v gyxvupoTa
T Oplo. GLULPOVING
Kopaivovtay +5° yuo
O\EG TIG OTACEL.
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opla GLUPOVING
peta&y tov Kinect ko
TOV TUTOTOUUEVAOV
pefddV pétpnong
G YOVIOG OUOL EVED
n a&omotio
intraclass correlation
coefficients (ICCs)

Mentiplay et al.
(2015)

E&étaon
€YKLPOTNTOG KO
a&lomotiog g
aglohdynong tov
YOPOYPOVIKOV KO
KV LOTIK®OV
TOPOUETPOV
Badong and  Kinect
V2 cuykprtikd pe 1o
3DMA

Asgtypa: 30 vyeig véor
(MAucio: 22,87+5,08
£, vyoc:
172,85+9,11 cm,
palo: 68,67+9,15 kg,
Gvopec.
[paypatomomOnkov
dvo cuvedpieg pe
Jpopa ENTE NUEPDOV
(néoog 6pog: 7£2
nuépeg). Métpa
éxPaong: ToyvnTo
pasdiong,
petafAntotnto
TayOTNTOG, UNKOG,
TAGTOG XPOVOG
prpatog, v
TaXOTNTO OLOPNONG
7OV TOd10V Ko
LETOTOTION TNG
Aexdvng, Képyn
aoTPOYOAOL, KA
KOl TPOCayWyN
YOVOITOG KO KALW™M
woyiov. H a&lomotia
KOl €YKUPOTNTO
a&loloynOnkav pe
xpfion Tov
GUVTEAECTMV
GLGYETIONG, TO
Cronbach alpha kot
TOV TUTIKOV

oQAALOTOG LETPTOTG.

O ywpoypovikég
HEeTPNOELS ElyaV
otabepd LYY
(r=0,75) tavtoypovn
gyKvpoOTNTO, Ol
LLETPTCELS TN
Aekdvng elyov
HETPLOL EYKLPOTNTAL
(r=0,45-0,46)
pétpnon mg
HeTafANTOTTOC TG
TayvTNTOG PAdoNng
emiong pétpla
gykvpotTTO
(r=0,73). Avrtifeta,
1N KIVNUOTIKN
gyKvpoHTNTO NTOV
otabepd Ty o
uétpa (r<0,50).

Mentiplay et al.

A&lohdynon g
aflomotio Kot

oetypa 30 veapav,
VYDV AVOPOV

To Kinect enédeiée
LéTpLo £0G KOAN
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(2013) EYKVPOTNTOG TOL (Mo 22,2 + 3,2 a&lomotio EVTOG TOV

KINECT omyv ém, vyog: 177,4 £ 5,0 | Babporoynty yu
avéAlvon g cm, palo: 74,4 +4,7 | téooepa FPI
euPropunyavikng kg, unrkog modov - ototyeio oTdong
TOOKNG Kapdpog e | o€l dxpo: 92,9+ 3,9 | modwwv (p = 0,62 émg
opBoctacio cm, TAdTog yovatov - | 0,78) kot pétpro Emg
GUYKPITIKA LLE TO o0&t dkpo: 9,9 £0,7 KOAN GLoYETION UE
3DMA «au to FPI cm, TAGTOGC 10 cvotnua 3DMA
aoTpoydAov - oe&i Yo TEGGEPO. GTOLYELL

bxpo: 7,5+ 0,3 cm) 6TAoNG TSV (p =
YOPIC TPAVUATIGUO 0,51 éwg 0,85).H
TOV KATO dkpov. 000 | aglomiotio evtog TOv
oVVEDPIEG SOKIUDV, Babporoynt Tov
ue dtopopd et OTTIKAV GTOLYEl®MV
nuepov (drapeon i | FPIqrav xaxm €mg
=7,IQR =5 éwg9). pétpia (p = 0,17 €mg
0,63) kot ot
GLOYETICELS LE TOL
ocvotiuata Kinect
ka1t 3DMA ntav
Kakég (amdAvTO p =
0,01 éwg 0,44).

4.2.2. NINTENDO Wii

O Merchant-Borna (2017), péocw tov mpdo@otov oAlaydv oTig KatevBuvinpleg
YpoppéES petd T dbosion dglyvouv 0Tt M afloddynon g 6tafepdTNTOS TG GTAGNS TOV
OOUOTOC Umopel va aVENCEL TIG TAPOOOCIOKEG VELPOIYVAOCTIKEG JOKIUES KOTA TN AWM
ATOPACEDV ETGTPOPNG 6T cLppeToyn. To cvotnua Pabpordynong cEAALATOV 1GOPPOTIOG
Balance Error Scoring System (BESS) éyet mpotafel g éva pétpo a&ohdynone. ‘Eva véo,
dwbéoipo mpdypoppe Aoyiopkod mov cuvodevel To cvotnue Nintendo Wit Balance Board
(WBB) éyet avantuyBei mpdcoata, oAld dev Exel dokipactel oe acbevelg pe ddoeion. Xtnv
épevva Merchant-Borna (2017), Ztoyog ftav n a&lohdynon g ypnong g WBB yua v
a&oAoynon g opboctotikng otabeponrag o 3 ypovikd onpeio (MUEPO TPOVUATIGHOV,
Tpeic Ko enTA MUEPES PETA TN O140EIoT ) Kol Yoo TNV 0EOAGYNoN TNG TOVTOYPOVNG Kot
ovykAivovcag eykvpdtmrag e WBB pe dhda mopadociokd pétpo (BESS kot Immediate
Post-Concussion Assessment and Cognitive Test [ImPACT] battery) yio v a&loldynon g
amokatactacns and dwdoeion. Ot cvpuetéyovieg Nrav 19 pabntéc-abintég e EBvumg
KoAieywakng AOAntikng ‘Evoong Division 1 kou III mov cvppeteiyov oe abinuoto emoeng
(mAwcia = 19,2 £ 1,2 €, vyog = 177,7 £+ 8,0 cm, pala = 75,3 + 16,6 kg, ypdvog and v
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évapén émg v nMuépa 3 petd 1t owdoeion = 27,1 £ 36,6 gBoopnddeg) kol vrEGToAV
owaceion. A&toloyndnke 1 1ooppomios 6T HOVOTOdIKY GAAG Kot duTodIkn oTNPIEN, TOCO Yiu
10 BESS 660 ka1 vy 10 WBB, eotidloviog ot dmodikn otdon pe KAEoTd PiTio Yo To
WBB kot ypnopomomdnke to IMPACT yia va a&toloyndet n vevpoyvmaotiki Aertovpyia o€
3 ypovikd onueio. XpnowomomOnKov TEPLYPUPIKA OTATIOTIKA OTOXElDL Yol TOV
YOPAKTNPIGUO TOV delypotog. Ot pHEGES d1aPOPES KOl Ol GUVIEAESTEG GLOYETIONG KOTATOENC
Spearman ypnoyomomOnKav yo. TOV TPOGIOPIGUO TV JAPOP®Y €VTOG KOl PETOED TWV
petpnoewv ota 3 ypovikd onueio. H WBB katédei&e péoeg petaforéc peta&d mme apyikng
TIUNG Ko TG NUéEpag 3 petd tn o1doeion kot petald Tov nuep®v 3 kot 7 petd tn odoeion.
Yvoyetiomke pe to BESS kot 10 ImPACT yia 61dpopa pétpa Kot evionics 2 TepmTAGELS U
(QULGLOAOYIKNG 1ooppomiag pHeTtd amd Owdoeon mov dev Ba eiyov evromiotel pEow TOL
BESS. Zvunepaopotikd, 10 WBB pumopet vo sivor pio evodldoktikny Avon yuoo thv
a&loddynon g otafepOTNTOg TNG GTACNG TOV CAOUNTOS 6 LoNTEG-AOANTES e d1dcEloN Kot
umopet vo mapéyet mpdobetec mAnpopopieg oe avtéc mov Aapufdvovtal pécm tov BESS kot

tov ImPACT.

XOoppovo pe perétn tov Wikstrom (2012), to S100pacTiKG GUGTAUOTA TALYVIOIDV
gyouv 1 Ovvoronta va Bondnocovv oty amokatdotaon acfevdv e HVOCKEAETIKES
nofnoels. To Nintendo Wii Balance Board, 1o omoio amotelel pépog tov mayvidrod Wii Fit,
B pumopovoe va givar éva amoteAecUATIKO pYOAElO Yo TNV TOPOKOAOVON G TG TPOOSOL
KOTA TN OGPKED TNG OMOKATACTOONG, EMEWN UTOPEl VO TOPEXEL OVTIKEWEVIKO HETPO
woppomiag. Qotdco, 1 eykvpodTTo Kot 1 aflomotio Tov Babporoyidv wopponiog Wit Fit
TAPOUEVOUV  AyVOOTEG. XKOMOC TNG TOPOVCOS £PELVAG NMTOV O TPOCOOPIGHOS TNG
TAVTOYPOVNG EYKLPOTNTAG KO 0ELOTIOTIOG TOV BOOUOAOYLOV TOV TAPAYOVTOL A TO TOLY VIOl
Wii Fit kot g adlomiotiog ouykpitikd pe v mhateoppo Kotaypaens dvvoung FORCE
PLATE xot v ovaloywn Aertovpywkn dokwacio Star Excursion Balance Test (SEBT).
ZYHETIKA LE TOVG GUUUETEXOVTES TPOPAETOVTOAL CAPAVTO TEVTE EVEPYOL GLUUETEYOVTEG (MAKiaL
=27,0 £9,8 étn, dyoc = 170,9 £ 9,2 cm, péla = 72,4 = 11,8 kg) ywpic va 160l meproptopndc
OTN TOPOLGIN 1GTOPIKOV TPOAVUOTIGUOD TV KAT® AKp®V. Ol CUUUETEXOVTEG OAOKAPOCAY
povomodikn otnpién kot to Star Excursion Balance Test mdveo ot WBB katd ™ dudpkeia
™G TPAOTNG OOKIMACTIKNG ovvedplag. Amddeko Opactnpiotreg 1coppomiog Wil Fit
OAOKANpOONKAY KOTE TN O1dpKEL 2 SOKIHLAOTIKOV GUVEOPLOV TTov amelyav petalld tovg 1
gfoopdoda. To kOplo pétpo €kPaonc, n taidvtevon otdong otig npocbionicOieg (AP) ko

pecomAdyleg (ML) katevBivoelg kot ov amokAicelg AP, ML kot TpokOnTousos KEVIPOL
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nieong (COP) vmoloyiotnkov oamd ™ otdomn evdg dkpov. H xavovikomomuévn andotaon
TPOGEYYIoNG KATOYpAPNKE Yo TIC TPOGOies, omichieg Ko omicOieg mAdyleg kaTeLBHVGELS TOV
SEBT. Kataypaenkav emiong ot Pabuoroyieg wwoppomiog Wii Fit mov dmuodpynce to
Aoylopikd tov moryvidov. Kot ot 96 amd tovg vmoloYIGHEVOLS GUVIEAEGTEC GLGYETIONG
HETOED TV amotelecpdtov dpactnpotntag Wii Fit ko tov arnoteleocudtov kabopiopévou
wolvyiov epunvevnkayv g kakoi (r < 0,50). H oomiotia evtdg ocvvedpiog yo Tig
Babuporoyieg opaoctnprotnrog tcoppomiog Wii Fit wopdvinke ond koA (cuvtedeotig
ocvoyétiong evtog kAdong [ICC] = 0,80) éwc kaxn (ICC = 0,39), pe 8 dpactnpiotreg va
Eyovv younAn oélomiotio evtog g ovvedpiag. Opoimg, 11 amd T 12 Pabuporoyieg
dpactnpromtog opponiog Wil Fit €oei&av yapnAn o&lomotics HETAED GLVEOPLDV, LE
Babuporoyieg mov wvpaivovtar amd dikon (ICC = 0,74) éwg xokn (ICC = 0,29). Ot
Babuporoyieg dpactnpiotrag wwoppomiog Wii Fit iyov younin tavtdypovn £ykupotnto o
oxéon pe ta omoteréopoto COP kar tig amootdoels nmpoceyyiong SEBT. EmmAéov, ot
Babuoroyieg dpactnpromtog woppomiog Wii Fit mov copmepiednkav elyav yevikd younin

a&lomiotio evtog Ko petah ocvvedpiawv (Wikstrom, 2012).

O Clark et al. (2010) avagépOnkav ot petopévn ooppomnia. otnv opfoctdtion mov
éxel emlnuo enidopacn oI AEITOLVPYIKY KAVOTNTO €VOG OTOUOV Kot av&avel Tov Kivouvo
ntoons. Eml tov mopdviog dev vmlpyel EMKLP®UEVO GUGTNUE TOV VO, UTOPEL va
mocotikonmomoel pe okpifela 1o kévrpo mieong (COP), éva onuaviikd ocvoToTIKO NG
OTOTIKNG 10OPPOTIaG, EVA €lval OKOVOHIKO, opntd Kot evpéwg drobésio. To Wil Balance
Board (WBB) mAnpoi avtd ta kpitiplo Kot EToUEVOS oKomdG TG £peVvag NTav va eEETAoEL
mv eykupdtd tov o¢ oOykpon pe v gold standard epyaotmplokn TAoTEOppO
Kataypapns eoptiov (FP). v épguva mpov uépoc Tpiavto dropo ympic taboroyia Tmv
Kato akpov nAkia = 23,7 + 5,6 ét), (eOAo = 10 avopeg, 20 yovaikec- Vyog = 1,68 + 0,09
m- copotikn palo = 63,80 £ 15,20 Kg) zmpayuatonoinoov €ve cuVOLOOUO SOKLU®OV
1GOPPOTIOG OTN LOVOTOOIKT] KOt OUTodtKT oTtNpi&n He Tt pdtio avolytd Kot 6 0e0TEPO YPOVO
pe to patio kKAewotd. Ta dogdopéva and 1o WBB amoktnkav ypnoyonolidviag eopntod
vroAoyiot. H a&lomotion doxyung-emaveréyyov yu 1 otaxvpoven tov COP yio kabepio
oo TIG CLOKEVEG SOKIUNG, cvumeptlapPavopuévng e ovyKplong tov dedopévov WBB kot
FP, eEetdomke ypnoyomoiwvtag cuvtereotég cvoyétiong evootalikng (ICC), ypapnuato
Bland-Altman (BAP) kot eldyiotn aviyvedowun petaporr; (MDC). Kot ot 800 cuokevég
napovciacay koA €mo¢ eEapetikn aSlomotion SOKIUNG-EMAVELEYYOV OTN OLOKVUOVGT TOV

COP &vtog g ovokevng (ICC = 0,66-0,94) kar peta&d cvokevdv (ICC = 0,77-0,89) o dAa
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to Tpwtokorlia dokumv (Clark et al., 2010). Avtd ta gvprjuato vrodniovovv 611 1 WBB

givon éva éykvupo gpyodeio yia v aloldoynon g otatikng woppomioc. (Clark et al., 2010).
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IMivakog 4.2.2 Anoteléopoto ynoelakov gpyoreiov Nintendo Wii Fit

2oyypoa@eig YKOTOG Mg0odoroyia Amoteriopata

Merchant-Borna Atepedvnon Astypo: 19 pobntéc- | Alamotmdnke

(2017) EYKVPOTNTOG TNG afAntég g EBvikng | Betikn cvoyétion
WBB yuo v KoAeylakng OOV TOV
a&loddynon g ATk 'Evoong | petafinteov WBB.
OTOTIKNG (MAia =19,2 £ 1,2 | Xvoyetiotnke pe 0
otafepotnrog o€ 3 ¢, vyoc=177,7+ | BESS kot 10

YPOVIKA onueion LeTd
NV S14GELoT
GUYKPLTIKA LE TOL
epyareio BESS ko
ImPACThbattery ywa
™V 0E0AOYNoN NG
OTOKOTAGTOCNG OO

8,0 cm, pala = 75,3
+ 16,6 kg, ypdvog
amo Vv évopén €mg
v nuépa 3 petd ™
dudoeion = 27,1 £
36,6 eBoopadeg) mov
VIEGTN OOV OLAGELDT).

IMPACT . (P <.05)
and TV NuUéEpa
TPOVUATIGUOV EMG
™V 3n nuépa LeETA
) dldoelon. amd v
NUEPO TPOVLOTIGULOV
g Vv 7n nuépa

dwboeion. O éreyyoc g petd n ddoeion
gyKvpOTTOG £YIVE (dwpopd =-0,21 +
e evootaliko 2,70, P =0,40)
GLUVTEAECTN
GLGYETIONG
Spearman.

Wikstrom (2012) O mpood1opIoprdg 45 copatikd gvepyoi | 96 vroloyiopévol
™G TOVTOYPOVIG GUUUETEYOVTEG GUVTEAECTEC
€YKupOTNTOG KO (Ml =27,0 £ 9,8 | ovoyétiong yauniol
a&lomotiog tov ém, byoc=170,9+ | (r<0,50). H
Babuoroyidv mov 9,2 cm, pélo = 72,4 | evdoouvedplokn

Tapayovtal omd 10
moayvior Wii Fit
EVTOG Kot LETOED
GLVESPLADV
GLYKPLTIKA [LE TNV
FORCE PLATE «out
v doKlpacio
SEBT.

+ 11,8 kg)
ave&optNTmg
1GTOPIKOV.
OloxApwoav cepd
LOVOTTOO KOV
OOKIUACIDV GTO
FORCE PLATE ko
SEBT omv mpd
cuvedpia.
ApaotnploTnTeg
ooppomiag Wii Fit
olokAnpdOnKav 1
efdopdda petd.
Métpa éxPaomng
LETOTOTIGN TOV
Bapovg e 6AOVG
TOVG OVOTOIKOVG

a&lomotio TV
OpaCTNPLOTHTOV
wwoppomiag Tov Wii
Fit xopdvOnke anod
pétpa (ICC = 0,80)
éa¢ younAn (ICC =
0,39). Opoimg 11
ano Tig 12
Babuoroyieg
OpaCTNPLOTATOV
wooppomiog Wii Fit
eMEOEIEOV KOKN
a&lomotio peTaEy
TOV GLVESPLDV, LE
Babuoroyieg mov
Kopaivovtay and
koA (ICC =0,74)
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a&oveg.

¢w¢ xokn (ICC =

™G £YKLPOTNTAG TOV
Wii Balance Board
(WBB) ot chykpion
LLE EPYACTNPLOKN
TAOTPOPLO POPTICV
Force Plate (FP) yia
NV KOTOY PPN TG
petapopas Pépovg
KOTG TNV GTOTIKY
1GoppoTia.

evnMkeg (Mlkio =
23,7 £5,6 ém),
(pVro = 10 &vdpec,
20 yvvaikeg- Dyog =
1,68 + 0,09 m-
copatikn palo =
63,80 + 15,20 kg) H
a&lomotio COP
egetdotnke
YPNOLOTOUDVTOG
evoota&ikone
GUVTEAECTEC
GLOYETIONG EVTOG
Khaong (ICC),
ypaonuata Bland-
Altman kot
eA1oTY
avveLGLUN
petafoin (MDC).

Xpnowomombnkov | 0,29).
gvdotakol
GUVTELECTEC
GLOYETIONG.
Clark et al. (2010) O mpoodlopioprdg Agtypo: 30 vyieic Métpro émg LYNAN

a&lomotio eE€taonc
tov COP avé
ovokevn (ICC =
0,66-0,94) kot
petalh ocvoyETiong
TV cvokevov (ICC
=0,77-0,89). WBB
glvan éva £ykupo
epyoeio yuo v
a&loAoynon g
GTOTIKNG
eoppomiog

4.2.3. TRAZER
oupwvo pe toug Hogg et al. (2021) oxondg ¢ perétng Nrav vo a&loroyndei n

TOVTOYPOVN £yKVpOTNTA TV dedopévarv piag kapepag TRAZER® pe dedopéva cuothuatog

kataypoens kivnong 3D kot va a&oroynBei n a&lomiotics SOKIUNG-EMAVEAEYYOL TMOV

LETPNCEDV  OVTIOPACTIKNG €VKIVNGIOG OAOKANPOL TOVL GCOUOTOC. AvaQopikd pe 1N

pebodoroyia, dV0 OpAdES VYOV ATOU®Y dNUoVPYNONKAY Yia ToV EAeyy0 ™G aSlomoTiog Kot

Tov éAeyy0 NG eykvupotntag avtictoyo. H opdda a&lomotiog amoteAobvtay and £vo detypo

18 vyiov atopwv (11 yovaikeg, 23,3+2,5 etov, 168,2+11,2 cm, 78,2+17,8 kg). H opdda

gyKupOTTOG amotelobvTay amd €va delypa 13 vyidv atopov (8 yvvaikeg, 24,8+3,1 £,

170,0+£7,7 cm wor 70,0£14,2 kg). Ot a&loAoyNoelg YPNOLUOTOINGOV  TLYOLOTOUEVES

YPOUUIKEG KO OLYDVIEC KIVAGELS, 5 emavaAnyelg o kabe pio omd 11 8 KarevBovoels. g

TPOG TO OYESWOUO, M EYKLPOTNTO NTAV W0 GLYYPOVIKN] UEAETN oG cvvedplag evd 1
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a&lomotioo NTOV po PEAETN SOKIUNG-EMaveAEYyov 3 cuveyouevav nuepav. Ot alohoynoelg
YPNOUOTOINGOV TVUYOLOTONUEVES KIVIIOEL G OKTM KOTEVOVVGEIS Y100 GOPAVIO GUVOAKEG
emovonyelg omwg opiCoviar amd 10 ocvotnuoa TRAZER. To mpwtékorio TRAZER
napoakorovdndnke tavtdypova and to Vicon Motion Capture kot to cvotqua TRAZER. Ta
dedopéva a&lomotiog cVALEXONKaV oe Tpelg ovveyoueveg NuEpeg omd 10 cvotnua TRAZER.
Kvpiot mapdpetpot a&lordynong amotélecay n LEYIOTN EMTAYLVOT], | LEYIOTN TaXOTNTO KoL
1 GLVOAIKN amOGTOOT), Ol OTOlEG KATOYPAPNKAY Y. TNV €yKupdtTa. EKTdg amd avtéc Tig
petafAntég, cuALEYONKaY Yo Adyoug aglomiotiog 1 péylotn emPpddvvon,  Héon taydINTa,
N néon emtdyvvon, N péon emPpdovvon Kot 0 PEGOG ¥POHVOS avTiOPAoNS. ZVVOMKA, VILAPYEL
EMhewyn ocvpeoviag petatd tov péytotov e£6dmv yio 1o TRAZER kot g 3D kataypoaeng
kivnong (toyvnta 1=0,808, emitayvvon r=—0,090), aALd N GLOYETION GLVOAIKNG ATOCTUGNG
nrav vymin (r =961). Ot tipuég ICC peta&d tov nuepov 1-2-3 yio péoeg PeETpnoelg NTov
vynAég (néon toyvnta = 0,847, péomn emrdyvvon = 0,919 ko péon emPpddovvon = 0,948) pe
eCaipeon tov péco ypdvo avtidpaons (ICC = 0,536). Ta ICC yw 11c péyloteg HETPNOELS
£0e1Eav TOAD IKPOTEPT GLGYETION HETAEL TV MUEPOV (toyvnta = 0,654, gmtdyvvon =
0,171 wou emPpadvvon = 0,416). [Mapdho mov vrapyel EAAenymn 1GXVPNG TAVTOHYPOVNG
EYKVPOTNTOG UETOEL TV HETPp®V Tov AapuPdvovtar omd 1o TRAZER kot 1o cvothiuota
Kataypoens kivnong 3D, vdpyet woyvpn aSlomiotion SOKIUNG-EMAVEAEYYOL TOV GUGTHLLATOG
TRAZER. H dvvatdémmra gpappoyns ovtov tov evpnuatov kadiotd 1o TRAZER klvikd
ONUOVTIKO GE CeVApPLOL OV OmouToOV OOKIUEG TPV Kol UETE TN SOKIU| Y0 OTOPAGELS
EMGTPOPNS GTO TOALYVIOL 1 TOPAKOAOVONGN €VOG EKTOOEVTIKOD GYNLUATOG OOV 1) ATOJEEN

NG EMKVPMOONG GE 0L LETPNGT) XPLVGOV TPOTHTTOV OEV EIVOL GYETIKT).

Ta teAikd copumepdopota yio To cvotnue Trazer sivon pewktd. Méoa amd v €pgvva
Hogg et al. (2021), @aivetar mwg 10 cvomnua TRAZER @éper enapkn a&lomiotio yio tnv
avdAvon g kivnong, OLLMG VITAPYoLVY VO PactKol TLADVEG TOV dNULOVPYODV apEPOATES Yo
™V anoteAecpatikottd tov. [potev, péca amd v d v €pguva N €yKLPOTNTO TOV
EPYOAEIOV QOIVETOL OVETOPKNG Kol OKOUN ONUOVTIKOTEPO &lval 1 peydAn €AlAewym
Biroypapiag mov va e&etdlel 1650 ™V gykupodTHTO OGO KOt TNV AE0MIGTIO TOV EpYaieiov

CLYKPITIKA LE GAAD YNOOKA 1) aVOAOYIKA cuatipate a&loldynong g Kivnong.
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Iivaxag 4.2.3: Amotehécparta ynoelakov epyaieion TRAZER

Yuyypoageic

YKOmoOg

Me6oooroyia

Amoteiéopata

Hogg et al. (2021)

>10y06: A&lohdynon
EYKVPOTNTOG KO
a&lomotiog Trazer
GUYKPLTIKA LLE
3DMA o v
avdAvon g
TOYLTNTOG
avtidpaong o
TUYOLOTTONUEVES
KIVIOELC.

Agtypo aglomotiog:
18 vyeig dropa (11
yovaikeg, 23,3+£2,5
etav, 168,2+11,2
cm, 78,2+17,8 kg).

Agtypo gyxvpdtrog:

13 vyteig evilikeg o
(8 yuvaikec,
24,843,1 é1n,
170,0+£7,7 cm ko
70,0£14,2 kg).
Avbprera:
Exteléomnrav: 8
Katevbovvoelg, 5
EMOVOANYELG T
kaBepio, 40
oLVVOAIKd. Métpa
éxPaonc: puéyom
EMTA(LVOT), LEYIOTN
TayOTNTO, GUVOAIKT
omTOCTOOT YO,
€YKupOTNTO KOl
péylom
emPpadvvon, péon
TayvTTO, HECT
emTdyLVoT, HEoM
emPpadvvon ko
HEGOG XPOVOG
avtidpaong yio
a&lomotia.
XpnowomomOnkov
ICC.

"EMenyn coppoviag

netad TRAZER ko
3DMA vy toyunTaL
(r=0,808) ko
emrayvvon (
=0,090), aAld M
GLGYETION TNG
GUVOAKNG
andoTOONG NNTAV
vynAn (=0,961). Ot
Tpéc ICC peta&o
TOV nuepadv 1-2-3
NTav vynAég (Léon
tayvtnto=0,847,
péon
emrdyvovon=0,919
Ko péom
emPpadvvon=0,948),
ue e€aipeon tov
Héco ypovo
avTidpaoNg TOL NTAV
HETPLOG
(ICC=0,536).
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XYZHTHXH

H teyxyvohoyioa G emavénuévng €Kovikng TPoyHoTiKOTNToS £ivor pio GYeETIKA VeOTEPT
TpocnKn otov KAAOO TV WIpKdV emotnuav. Ocov agopd Vv @uotkobepomeio, 1
EIKOVIKT] TPOYHOTIKOTNTO YPNOLUOTOLEITOL Gav UEGH OE0AOYNONG KOl OTOKATACTOONG OTd
10 1990 (Greenleaf, et al., 1997). Xvykekpipéva yio v abAnTtikn eucikobepomeio, VITAPYOLY
evoeiEelg mog ta gpyorein VR pmopovv va amotedécovv evypnoto gpyoreio ota xEplo TV
aOANTIKOV QUOIKOOEPUTEVTAOV GTNV ANYTN UETPNOEDV Kol OTNV aS0AOYNoTN KIVNTIKOV
TAPoUETPOV OV oyeTilovial pe Tov abANTIoHO. AVTd cupfaivel A0y NG tKOVOTNTOS TOL
pocPépovy 1o VR Yo TNV TPOGOUOIMOT TPAYHATIKOV KOTAGTAGEMY TOV GYETILOVTOL LLE TO
EKAOTOTE AOANLLO, TOV O OMOTEAEGHLA UITOPEL VO OMGEL Hia IO GOEN EIKOVA GTOV 0OANTIKO
QLOIKOOEPATELTY| Y1 TNV KMVIKY KATAGTOGCT TOL ac0evi TAV® GTIG AELTOVPYIKES AT |GELS
tov afAquatog (Lowood, 2024). H vedtepn PBifAioypagia £xel aoyoinbei evoereymdg pe v
epapuoy”] tov VR 1660 oty @uoikobepancio 660 kot otnv abAnTiKn omokatdoToom
(Greenleaf, et al., 1997). Ymdapyer tepdotio. TOWKIAG YNOUOKOV EPYOAEI®V EKOVIKNG
TPAYUATIKOTNTOG TOL EYOVV OlEPELVNOEL Yo TNV EPAPLLOYT| TOVG GTNV amokATAGTACT. Opmg,
otav avalnrovvror £pgvveg mov oyetilovior pe v epapuoyn tov epyaieiov VR oty
euotkobepamevtikn a&loAdynon eaivetar Tog 1 Piploypagia apyilel va meplopiletar. [1d6co
pdArov otav yivetor mpoomdbela va Bpebovv apbpa mov oyetilovran pe v €PapLoyn TV
VR omv afntikn agordynomn kot Aqyn petpnoemv oty adintikn euowobepaneio to
gpeuvnTIkd VAMKO Tmeplopileton  onuaviikd. IlopdAinio, evd vmdpyelt €0t pPEPIKN
BpAoypapia yio v ypnon tov VR omv abintikny a&odldynom, akoun Aryotepeg £mg
undapveg gtvar ot épevveg mov vor g€etdlovv v gykupdTTO Kot TNV aS0TMICTIO TOV
YNOLIKAOV EPYOULEIDV EIKOVIKNG TPAYLATIKOTNTOS, OAPTVOVTOG £TOL VO TEPACTIO EPOTNLOTIKO
Kol apeBoAieg vy v mpaypatikn afio wov €xovv avTd To GLGTAUTO Yo TOV AOANTIKO
evowoBepamevt). Me mpdeaon Ta TOPOTAV® 1 GLYKEKPUEVT epyacia PipAtoypapikng
OVOGKOTNONG TEPLEYPOYE KATOWO OO TO TO OLLOEOOUEVE, EPYOAEID TTOV YPTGLULOTOLOVVTOL
amd Tovg aOANTIKODS QUOIKODEPUTEVTEG ONUEPA. ZVYKEKPWEVE, TPOYLOTOTOMONKE
avaokonnon g vrdpyovcsag PifAoypagpiog kot oavoidOnkov 0co meplocotepa dpbpa
eumeplelyay oYeTIKEG TANPoopieg mov eE€talav TNV eykvupoTnTo Kot 0S0MIoTION TMV
ekdotote gpyareiov VR cuykpitikd pe a&omoto ynolokd 1 avoloyikd epyoieio mov eivan
Nnon edparopéva oV PLeKoBepameLTIKY AEloAdYNOT. ZVVOAIKA eTAEYONKaV Tpio YnelaKd
EPYOAEID. EIKOVIKNG TPAYUOTIKOTNTOC Yo TEpOTéP® avdivon: to Microsoft Kinect, to

Nintendo Wii Fit ko to cbotmua TRAZER.

47



To Microsoft KINECT &givan éva ohotnuo kataypa@hg g kivnong 1 oAAidg Motion
Capture mov omoteleiton amd pio GEPA GLOKELMOV E10O00V AVIXVELONG KIvnong Kol oviKeL
oV katnyopia tov semi-immersive VR. Méoa and tig épevveg twv Mentiplay kow Huber to
Microsoft Kinect gaiveton va éxet koAl a&lomiotio kot eykvupdmta. v épevva Mentiplay
(2018) to KINECT oéper amd pétpia g eEoipetikny €ykupotnTo Kot 0Sl0moTion 6TV
avOAVON TNG KIVNUOTIKAG TOL KOPHOV, 10YI0V Kol YOVATOC G AEITOLPYIKEG OOKIUOGIES
ovykprtikd pe to 3D kotaypoaeéa kivnong. I'o to Microsoft Kinect Bpébnkav cvvorkd 4
EPEVVEC KOl VINPYE EMOPKES £PELVNTIKO VAIKO Yo v vrootnplyfodv o dedopéva mov
OMOGKOTOVGE 1 épevva. ATd TV GAAN, TO HEYOADTEPO TPOPANLO TOV OVTILETOTICTNKE OTIC
épevveg tov Kinect ivar 611 1o delypo amotelovvray amd andd minbvuoud katr oyt abANTE,
70 0moio Tpoodidel Pabud pepoinyiog oto tedkd mopicpata. H épguva Mentiplay (2018),
omov mnpav pépog Tpuavta véor, vyelg cvppetéyovieg nakiog 18-28 etdv kol tov 600
eOAM oV, EEétace v a&lomiotio peTa&h TV GUVESPLOV KOl TV TOLTOXPOVN €YKVPHTNTO TOL
Kinect V2 yio tv a&lohdynomn g KIvnUaTIKngG ToL oTe@aviaiov Kot ofeilaiov enuédov yio
oV Kopuo, T0 1Yo Kot TO YOVATO KOTA TN OldpKeln LoVoTodtkoy kaficloTog kot Kabetng
ntoong and dipa. Ta anoteléopata g épevvag €dei&ov O0tL 0 Kinect éyet apketd kain
aélomiotio Kot €yKupoOTNTO, KATL IOV VIootnpileTol Kot amd v épgvvo Huber et al., (2016).
Ymv épevva avtr] afloloyeitol oSOMIOTIO KOU 1 €YKLPOTNTO TOV UETPNCE®V YOVING
apBpmoNG GOV GE TEGGEPIC OTUTIKEG GTAGELS GLYKPLTIKA Le To 3D motion analysis og amAd
mAnbvopo. Kot exei to Kinect £6ei&e Oetikd anoteléopata. To KupLOTEPO HEIOVEKTNLLO GTNV
épevva Huber eivar 1o moAd pikpd detypo minbuopod uoig 10 atdpmv. Xe GAAn épgvva
Mentiplay et al. (2015), @aiveton g to Kinect £xet duvatdtra va KataypaQeL TG XPOVIKESG
QAGELG OTNV KIVNUATIKY TG Padiong Opme dgv givorl tkavo va Kataypdwetl pe okpifela tnv
Kivion tov kate daxkpov. Ev katokAeidt, og épguva tov Mentiplay (2013), a&oloynOnke n
OTOTIKN 100pPOTio. TOV KAT® dkpov cvykprtikd pe to 3D motion analysis kot mapadoctokn
OMTIKY| TopoTNPNoN. & ovTh TV épevva amodeiydnke mwg to Kinect eiye emapkng

£YKVPOTNTO Kot 0EI0MIGTIO OTIG LETPNGELG TOV.

To NINTENDO Wii Fit eivan éva dtadpaotikd NAEKTPOVIKO Toryvidl mov aviKel otV
Katnyopio tov semi-immersive VR. To Wii diaféter v mhatedpua wooppomiog Wii Balance
Board n omoio pmopei va mopéyel LETPAGELG Y10 TO KEVTPO TNG TEONC, TNV LGOPPOTIOL KO TV

LETOPOPA TOV PBApovg mov ackel o ypnotng ndve oe avty. Katd avtov tov tpdémo 1o Wil
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YPNOUOTOIEITOL OO TOVG AOANTIKOVG PUOIKOOEPATEVTEG Yo TNV AEI0AOYN O TNG OTOTIKNG
100PPOTIOG UETE OO TPOLUOTIGHOVE Kupimg oto katm dkpo. To Nintendo Wii Fit eaivetan
va (el GYETIKA KaAN eykvpodTNTO 0TV 0&OAGYNON TNG GTATIKNG 100PPOTIiaG 0TS aiveTot
kot and v épevva Clark et. Al (2010) 6mov 1o Wil cvykpivetonr pe v €pyactnplokn
TAOTQOPUO. OVOAVONG TNG oopporioc. BéPara 6cov agpopd v a&loAdynomn g OLVVOLIKNG
otafepotntag o WBB dev paivetat va €xet kaArn eykvpotnta. Ocov agopd to Nintendo Wii
Fit Bpédnkav 3 €pgvveg ot omoieg Tpodoay ta Kptnplo extAoyng. Tty nepintwon tov Wii
T ApOpa Tov emAEYONKaV epteiyav Kot abAnTikd mAnbovopd. Ty épgvvo Merchant-Borna
(2017) a&oroyndnke n xpnomn tov Wii Balance Board yia tqv a&loldoynon g opbooTtotikng
otafepdtmrag oe 3 ypovikd onueio Kot Yy TV 0EWOAOYNON NG TOVTOXPOVNG Kot
ovykAivovsag eykupdtntag Tov pe dAha mapodootakd pétpa (BESS kot Immediate Post-
Concussion Assessment and Cognitive Test [ImPACT] battery) petd and didoeion. Telkd
amodelyOnke g 0ToV GLVOSEVLETAL ATTO TO KATAAANAO avOAVLTIKO Aoyiopkd, 10 WBB pmopet
vo gival o evoALOKTIK) ADoM Yoo TV afloAdynon g otafepdtrTag TG OTAoNG TOL
oOpOTOC o nadNTéG-aOANTEG e didoeion kat pmopel va mapéyel Tpodcbeteg TANpopopieg o€
avtég Tov Aapfavovior péow tov BESS kot tov IMPACT. ITapopoing kot 1 €épevva Clark et
al. (2010) Bswpel mog to WBB eivar éva €yxvpo epyaieio yia v a&loAdynon e GTaTIKNG
woppomiog. To delypo otnv ocvykekpiuévn €pevva dev NTav aBANTéC Opmg delyvel
avTikelevikd v epappoyn tov WBB oty agloAdynon g otatikng wooppomioc. H Epgvuva
Wikstrom (2012) e&gtdlel v eykvpodTa kot v aélomiotia tov petpriioemv tov WBB oty
a&loddynomn g duvapukng otafepdTTag 6€ O1APOPES AEITOVPYIKEG OOKLUAGIES. L€ OVTH TNV
épevva apyilovv kot épyovtar otny emedvelo. ot advvouiec tov Nintendo Wii Fit xabmg
eaivetalr mog to 0 WBB @épet yapunin tavtdypovn eykvpdtro kot aflomiotioo o
a&loAoynon g Svvakng otadepdtnTog oe d1dPopes SOKILAGIES 1IGOPPOTING.

To TRAZER eivon éva ynewokd epyaireio non-immersive VR oyediocpévo yio availvon
g Kivnong. Awbétet kbpepa aviyvevong vyming 1oxbog Kot AOYIGHKO oL TopaKoAovBel
25 onueio oto copa yio Vv eneepyosio ekotoppvpiov onueiov oe mpayuatikd ypoévo. Ta
ocvumeEPAGUOTO Yioe TO Trazer dev eivan ocapmn, propei péoa omd v épevva Hogg et al. (2021)
va paivetol Tog To Trazer £yl kaAn aSlomotio otnv aEoAdYNoN NG TaXVTNTOS OVTIOPUoNG
ovykptikd pe tov 3D kotaypagéa kiviong, OUmG M TEPAOTIL EALEWYT) EMTAEOV EPELYNTIKOV
VAMKOV Yo TO0 cvoTe pmodilel vo vdpyovy coen amotedécpata. o To chotnua Trazer
Topd TNV Tpoomadela mov Eyve yia v avalntmon emmiéov Biploypapiog povo pia Epgvva
Bpénke mov vo alodoyel emapk®G TOGO TNV EQPAPHOYT] TOL OCO TNV EYKLPATNTA Kot
aflomotio Tov epyareiov. v €psvvo Hogg et al. (2021) lowdv, a&oroynbnke n
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gykvpdtta ko n aflomotion Tov Trazer oty a&loAdynon g TaxLTNTOG OVTIOPAOoTG GE
dbpopeg Kvnoelg moAlomAdv Katevbbivoewv cvykpltikd pe to 3D motion analysis. H
CLYKEKPIUEVN £€pEVuVa NTAV KOAOGTNUEVT e EMOPKEG Oelyo TOV amoTeEAoVVTAY Ao aBANTES.
Ev téhel, mopd v EAAeyn 1oYLPNS TOLTOXPOVNG EYKVPOTNTAS UETAED TOV HETPOV TOV
AapPavovtor and to Trazer koi o cvotnuota Katoypagns kivnong 3D, vmdpyet oyvpn
a&lomotion SOKIUNG-EMAVELEYYOL TOL cuoTratog Trazer.

Ov épevveg elyav 0169opovg mePLOPIGHODS TOL Bo Pmopovoay Vo ETNPEAGOVLY TO TEAKA
TopiouaTo Yo TV TPUYUOTIKN a&lo TOV YyNEoK®OV EPYOAEIOV EIKOVIKNG TPAYLATIKOTNTOGS.
Apykd to 1010 10 B€ua ™G €peuvag NTav TOAD €EEOKEVUEVO Kol TAY TOAD SVGKOAO Vo
Bpebel emapkéc epeuvnTikd LAKO Yo va vootnpyBel. Akoun dvokordtepo NTav va Ppebdet
BiBroypapio mov vo Tpel OAec TIc mTPobTobEcels, pe amotéAecpua vo emheyfovv moALEG
(QOPEC Epevveg OV dev Tepteiyov abAnTikd TANBVoUO N aKOUN €peVVeg e TOAD Kpd delypa
(m.x. Huber et al., 2016). MdAiota yio. kdmota oo ta epyareio, Om®g To Trazer To EpguvnTIKO
VAMKO Mtav oxeddv avimapkto. H avdykn yo oyedocpd mepliocdTeEpOV £PELVAOV TOL VO
e€etalovv 1060 TNV €PAPUOYN TOV GUGTNUATOV EIKOVIKNG TPAYUATIKOTNTOS 0TV afAnTiKn
a&oAoynomn 660 Kot TNV aloAdynon g eYKupdTNTOS Kol aSlomoTiog auTtdVv elval TEpACTLA.
[T6co pdArov yw 1o cvotmuo Trazer to omoio mapd v Stodedopévn Xpnon Tov GtV
afAntikn @uowobepomeion dev €xel emapkég VAKO Y va vrootnpifel v dvvordTnTe
epapuoyng tov oty a&loAdynon kot amoxkoatdotacn. [Ipérer Aowmdv va ompovpynodv
TEPLGGOTEPES TUYALOTONUEVEG LEAETEG TTOV VO GLYKPIVOLV T GLYKEKPIUEVE EPYOAEin e 0N
VILAPYOVTA EGPOULMUEVO YNPLOKA 1 avaAoywkd cvotiuota agloddynong mote va dobel o
TEMKN EIKOVA Y10 TNV TPOYUATIKY] XPNOUOTNTO TOV cuothudtov avt®v. Erniong oe avtég Tig
épevveg Oa mpémel va copmepAneBel peyaAdTepn TOKIMO TOPAUETPOV KO AEITOVPYIKDOV
dpacTNPOTATOV TTOV Vo ££€TAlovVTOL amd Ta Ynelakd epyoieio dote va 000el pio evpvtepn

EWKOVA Y10, TIG OLVOTOTNTESG AELOAGYNONG TOVG GE SIAPOPES KATACTAGELS KOl GEVAPLOL.

v eloaywyn t€0nkav 6vo Pacikd epgvvnTikd epoTHUATA, v To Epyargio aglohdynong
VR umopodv va moapéyovv mpayuatikod }podvov ovatpo@oddtnon yu TV avOiAvon Tng
Kivnong tov apfpmdce®mV, TOV VTOAOYIGUO YOVI®V Kol TNG HLIKNG Evepyomoinong kot Tt faduo
evooOnciog kot £101kdTNTOS O LITopovoaY va £Y0VV GTIG LETPNGELS TOV TPALYLLOTOTOLOVVTOL.
AvoAivovtag Tig €pevveg mov PBpébnkav pmopovpe va modue mwg to epyarein VR oty
TAEOYNOI0L TOVG UITOPOLY VO OVOADGOLY KOl VO KOTAYPAWOLV TNV Kivnorn o€ Sldpopeg
OTOTIKEG Kot AeLTovpyIkég Kataotaoels. To Kinect umopel va petpnoet pe akpipeta tig yovieg
TOV 0pOPOGEMY TOL 16Y10V, TOL YOVATOL KOl TNG TOSOKVNUIKY GE SOKIUAGIEg OTMG 1) KAOETN
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TTOOT OO AALO KOL 1) TO LOVOTOOIKO KO kabmdg umopel vo LETPNOELS LE akpifela Ko
TIG YOViEG 6TV APOP®OT TOL MOV GTO PEYAADTEPO HEPOG TNG TPOYLAS TNG Kivnong, OAL avTd
oxedov 1600 afomiota 660 ko to 3D motion analysis. Tlapovoialer emiong koln
evatctneio etavovrag tovg deikteg ICC amd 0,73 émg kot 0,98. Ocov agopd to Nintendo
Wii fit @aivetor mog amotehei éva a&dloyo kol €dypnoto epyoreio a&loAdynong g
SLVOUIKNG oTafepOTNTAG Ko TNG 1o0ppomiog kabmg amodeiydnke tmg £xel koA eykvpdTnTa
kot oélomotioc otnV  PETPNom NG UETAPOPAS TOL PApovg Kol NG TOAAVIELONG OE
npocBonicOio kot petomaio eninedo. Katd avtdv tov tpdmo umopet va ypnoyoromn el ko
o¢ epyoreio a&loddynong ¢ afAnTiKg OldoEong  EAEYXOVTOC TIC 1COPPOTNTIKEG
avtwpdoels. Ev katokdeidt 1o cvotnua Trazer agnver mepiocOTEPO EPMOTNUATO TOPE
anavinoelc. Daivetal va Exel TPOOTTIKN cav gpyoreio aSlodldynong kabmg péoa amd v
oA ko épegvva g Hogg et al. (2021) éxer woyvpn aélomiotion 6TOV EMAVEAEYYO TOV
dokimv Ouwg Ba mpémer va gpevvnbel oe peyoAddtepo Pabud amd TNV HEAAOVTIKY|

Biproypapio kot va e€etactel evOEAEX®S N EYKVPOTNTA TOL.

XYMIIEPAXMATA

21ox0¢ ™G épevvag NTav va g€etdost v gykupdTTa Kol TNV 0E0MoTI TOV
YNOKOV EPYOAEIMV EIKOVIKNG TPAYHATIKOTNTOG TOL YPTCLOTOLOVVTOL CTIUEP OO TOVLG
abAntikovg @uowobBepamevtéc yia v abAntikn] aSoAdynorn. Xvvolkd tpio epyolreia
emAéyOnkav y a&oddynon: 10 Microsoft Kinect, to Nintendo Wii Fit kot to cdotnua
Trazer. To Microsoft Kinect amodeiybnke va eivor éva a&0moto kot £ykvpo gpyoleio
a&oAOYNONG KV TIKOV TOPAUETPOV TTOL oyeTilovtal pe TIg 0OANTIKEG doKILOGTES Ko pUmopel
emiong va ypnoyonombel mg epyareio YOVIONETPNONG KO KOTOYPOPNG TG EUPLOUNYOVIKIG
TOV apfpdoewV, OTOG 0T TOV OOV Kat Thg Todokvnkng. To Nintendo Wii Fit uropei va
OTOTEAEGEL YPNCLUO EPYOAEID GTNV KATOYPOPY| TAPAUETPOV TOL GYETILOVTOL LUE TNV GTOTIKY
1GOPPOTiO, GTNV LOVOTOSIKT Kot SUTodIK oTHPIEN KOl KATH EXEKTACT VO XpNoiomotnel wg
gpyoreio afloAdynong g owdoeions. Amd v GAAN TAELPA, 1 EPOPUOYN TOL OTNV
aEloAOYNOT AEITOVPYIK®OV OPACTNPIOTHTOV QOIVETOL VO, UnV €lval KOAN Kol ©¢ €K TOVTOL
TEPIOCOTEPES EPEVLVES YPELALOVTOL Y10l VO TPOGOIOPICTEL 1 EYKVPOTNTA Kol OEOMGTIO TOV
uetpnoewv tov Nintendo Wii Fit oty AMyn Topap€Tpov 160ppomiog mov opopovv
Aertovpyikég opaotnprotres. Ocov agopd to Trazer n eykvpoTnTa Kot 1 a&loTIoTIO TOL JEV

UTopoHV va TPOGOHIOPIGTOVV AOY® TNG UEYAANG EAAELYNG EPELVNTIKOV VAIKOD oV £EETALOVV
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™V €Qaployn Tov oty a&loAdYNoN KIVNTIKOV TOPOUETPOV, QOIVETOL OU®G Vo £)EL
TPOOTTIKEG WG epYareio a&loddynone tng toyvIntag aviiopaong o abintéc. IlpodcbHeteg
peAéteg mov eotlalovy oty ££TO0T TG EYKLPOTNTOG Kol 0&LOTIOTIOG TOV HECOV TIUDV LE
peyoAvtepo péyebog deiypatog kKo abintikd delypa tAnbvouov Bo propodcsay va Topacyovy
TEPAUTEP® OTOYYElDL €pevvag Kol KAWVIKNG ypNOWOTNTAG Yoo OAo. To €PyoAeian mOL

eEETAOTNKOV GTNV EPELVAL.
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