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AnAwvw vrtevduva OtL n SumAwuartikn epyaocia eivat €’ oAokAnpou 6iko
LOU EPYO Kol KAVEVA UEPOC TNG SEV EIVAL AVTIYPAULEVO QIO EVTUNEG N
NAEKTPOVIKEC TINYEC, UETAPPACH ATTO EEVOYAWOOEG MNYEC KAl
avanapaywyn amno epyaciec aAAwv epeuvntwv N @oITNTWY. OMoU Exw
Baotiotel o 16€€¢ 1) keiueva aAAwv, Eyw MpoonadnoeL e OAEC LoV TIC
SUVAUELG va TO MPOTOLOPIiow oaPWE UECA ATTO TNV KOAN xpron
avapopwv akodovdwvtag tnv akadnuaikn deovrodoyia.
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NepiAnyn

H napovoa SutAwpatiki epyacia epguva tnv dlepelivnon mpoBeong mepLynong
otov Nikeland yndrakoé koopo oto matyvidt Roblox, aflomowwvtag ta okTw
oTpatnyLka epyadeio Twv brands otoug Ynorakoug kdopoug (Eight Strategic Brand
Elements) kaBw¢ kat to Theory of Planned Behavior (TPB) H dumAwpartikn epyacia
arnoteAeitat ano 2 peyaia pépn. Tnv mpwtn evotnta Pe TNV SEUTEPOYEVIG Epguva
Kall Tnv SeVTEPN EVOTNTA LLE TNV TIPWTOYEVHG Epeuva. H mpwtn evotnta
neplhappavel 4 peyaa kebaAata (Multiuser Virtual Environments, Virtual Worlds
and Brands, MeA€tn mepintwong tou brand Nike kat ta Zupmepaopata. € QUTA TA
nieplexopeva Ba dovupe tnv avaAuon tng BLBALoypadIKrG — EMLOTNULOVIKAG
apBpoypadiag, yla mapddetyua, T eival ot PndLakoi kdopol, twg dnuoupyndnkav,
ylati ta Brands B€Aouv va evtaxtouv otoug véous Yndlakoug KOOHOUG, TL elval o
Nikeland koopog, Tt eival to Roblox, k.a. TEAog, n mpwtn evotnta Ba kAeioeL pe Ta
CUMTEPACUOTA LOG. TNV cuvexela Ba odnynBoulpe otnv deltepn evotnTa N omoia
anoteAeital ano névie kepalata (ZKOmOG MPWTOYEVAG €peuvag, EpguvnTikn
ueBodoloyia, Epeuvntikd epyaleio, Mapouaciaon AMOTEAECUATWV Kol
ZUMMEPAOUATA) Z€ AUTA TA TIEPLEXOUEVA Oa tapouoLaoTtel 0 Adyog mou yivetal n
€PELVA HAG, TL LOG IPOODEPOUV TA OTPATNYLKA EpyaAeia, n Tapouaciacn Tou
EPWTNUATOAOYIOU KABWG KO TA ATIOTEAECUATA — CUMTMEPACHATA TNG EpELVAG. H
SutAwpatikn epyacia Ba AdBeL TEAOG e TNV TAPOUCLOON TNG EMLOTNOVLKAG

BiBAoypadikng apBpoypadiag.

H omtikn mou akoAouBeital otnv mapovoa epyacia ival va aviiAndBOoupe moéco
ermBupntA elval n eloodog kabwg Kat n mapapovn evog xprotn peéoa otov Nikeland
PnodLakd kdopo tou maxvidlov Roblox. AnAadn, va SoU e Kat va KataAdfoupe moLa
elvaL n mpoBeaon mou KAVEL ToV XPoTN Vo EL0EADEL OTOV XWPO AUTOV KL Vo
aravinBouv ta epwtpata (Tt Oa pabel, TL Ba kepSioeL KAl TTOLOG Elval 0 0TOXOG
TOUL).
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A. Eloaywyn

H Undrakn emoxn, n onola ekivnoe pe paydaieg texvohoyikég e€eAigels, €xeL
avadLlopopPwaoeL TOV OXNUATIONO TWV EUNELPLWYV, TNG YVWONG KAL TWV
OAANAETUSPACEWV HaG. ZTO ETUKEVIPO AUTHG TNG aAlAayng Bploketal n évvola Twv
Pnorakwv eptBarroviwy (Virtual Environments) mou tpododotolvrtal amno tnv
TEXVOAOYia OTIOU oL avBpwTLVEG SpAOTNPLOTNTES UIMOPOUV va avarapaxBoulv, va
evioxuBouv 1 akoun kot va urtepBouv. ‘Eva PnoLako neptBariov punopet va
katavonBel wg Evag Xwpog otov omoio PnPLaKA aVTIKEILEVA KaL UTTOKEEVA
voiotavtal SpwvTtag MTPOCOUOLWTLKA, ETEKTATLKA I} artokAivovtag €§ oAokApou amo
TA PAYUATIKA TouG avtiotowxa (Manovich, 2001). 2tnv mA€ov otolxelwdn Tou
pnopdn, eva Ynoako neptBaiiov Ba unopoloe va ival T0co anio 660 pLa
edappoyn AoyLoULKOU TIOU TPEXEL O€ €vaV UTIOAOYLOTH. QOTO00, 0 OPOG EXEL
QTOKTAOEL TTAOUTO KAl TIOAUTIAOKOTNTA LE TLG TTIPoOSouG TG TEXVOAOYLag,
neplAapBdvovtag TUAKATA OTIWE N ELKOVLKA Ttpaypatikotnta (VR), n emavénuévn
nipaypatikotnTa (AR) Kot ot tpLodiaoctateg YndLakeg avamapaoTACELS TTOU
SLaBetouv 8LoTNTEG KA Suvatotnteg aAAnAenidpaong mou Sev eival Suvatodv va
Bpebouv otnv puoikn mpayuatikotnta. Ta Pnolaka neptdAlovia dev ival amAwg
QTTOMLUAOELG TNG PUOLKAG Tpaypatikotntag. (Hayles N, 2020.) MoAAG and autd
Snuloupyouv eumelpieg mou dev pmopouv va emtteuxbBolv oTov "Mpayuatiko"
KOOpO. Ta meptBAaAAovta AELTOUPYOUV TIOAUTPOTILKA EVIEIVOVTAG TNV aloBnon g
napouoiag, aAldlovtag TNV avtiAnPn Tou XwPou Kal Tou Xpovou, LetaBaAloviag
TOV TPOTO emIKovVwviag kat cuvepyaoiog (Schroeder, 2019). Evw ta ndLaka
niepBarlovta enekteivovtal oe Stadopeg POpPRES, oo AmAES SLASIKTUAKEG
TIAATPOPHES KOWVWVLKAG SIKTUWONG LEXPL CUVOETA ELKOVLKA CUMTAVTA, UTIAPXEL Eval
KOLVO XOPAKTNPLOTLKO TIOU Ta SLakpivel: TN SuvaTOTNTA VO TTIOPEXOUV LaL
eUmAouTIopEVN SladpaoTikn epmelpia. H mapouaia kat n StadpaoctikdtnTa gival
Baoikeg Slaotdoelg tou pocablopilouv tnv eumelpia og eva PndLoko neptBailov. H
napoucia avapepetal oto Babud otov omolo o xprotng atcBdvetal ot "Bpioketal”
oTo (610 mepBaiiov, evw n SladpactikotnTa avadEépetal oto Babuo g
duvatotnTtag Tou Xpnotn va emnpedlel to mepLBAaAAov kat va aAAnAerdpd e auToO.
(Steuer,1992), (Slater & Wilbur,1997)

Zuvoyifovtag, Ta Pnolakd meptBailovia mpoodEpouv Eva VEO Xwpo OTou n
PndLakn texvoloyia, n avBpwrivn eUmeLpia KL n EMLOTNOVIKN €pguva
OUVOVTWVTAL, avoilyovtag Tov SpOpo yla VEEG SuvatoTNTEG Kal TPOKANCELG. Elval eva
niedio mou ouveyilel va eeAiooeTal Kol va SLUpOPPWVEL TOV TPOTIO HE TOV OTIOLO
KatavooU e Kot aAAnAemdpoupe pe tov PndLako kéopo. (Schroeder R, 2016).



1. Ewkovika NeptBaiiovta MoAAanAwv Xpnotwv

O 6poc «Multi - User Virtual Environments» (Etkovikd MNeptBaAlovta MoAAamAwv
Xpnotwv) unopet va paivetal cuyxpovog, aAAd n Lo€a tng Snuloupyiag ELKOVIKWY
niepBarlovtwy untdpxel edw kot Sekaetieg. H avalitnon yla tnv EMEKTACH TWV
avVOPWTTILVWY EUTELPLWV LECW TEXVOAOYLOG XPOVOAOYELTOL QIO TA TIPWLLOL XPOVLA TWV
umtoAoylotwv. Zta teAn Tng dekaetiog tou 1960, o Ivan Sutherland kat o Bob Sproull
avenrtuéav to "Sword of Damocles", mou Bewpeital To MPWTO CUCTNHA ELKOVIKAG
nipaypatikotntag (VR). Av kat n Stddpaon Atav mpwtoyovn, autd To CUCTNUA EXE
NV BACN TWV ONUEPLVWYV ELKOVLKWVY KOOUWV. ITa PEoa TNG dekaetiag tou 1980, n
mAatdoppa "Habitat" mou dnuoupyndnke amnod toug Chip Morningstar kat Randy
Farmer yia tnv etatpeia Lucasfilm €0goe ta BgpéALa yLa Toug «TTOAUXPNOTLKOUG
ELKOVIKOUG XWPOUG», TIPOOPEPOVTAG OTOUG XPNOTES EVa YpadLKo mepLBAAAov yia
6ladpaon. Tn dekaetia tou 1990, n avamtuén tou Aladiktuou €dwaoe Tn Suvatotnta
yla Tn Snuoupyia mMoOAUXPNOTIKWY ELKOVIKWY TEPLBAANOVTWY o€ pueydaAn kAipaka. Ta
MMORPG (Massively Multiplayer Online Role-Playing Games) 6nwg to "EverQuest"
kat apyotepa o "World of Warcraft" anotéAecav tnv epmopikn mpayupatonoinon
TWV ELKOVIKWV KOOHWV, cuvdudlovtag ypadikd, Stadpacn kat Kowwvikotnto padl.
OL elkovikol kdopoL dev eploplotnkav otov Xwpo Tou gaming. To "Second Life", mou
Aavooapiotnke to 2003, mpooédepe Evav XwpPo OTOU oL XPHOTEG Utopouoay va
dnuloupynoouy, va ekmaldeutouyv, va cuvdeBouv kat va aAAnAemidpacouv. NMoAAEG
EKTIALOEVUTIKEG KOL EPEVUVNTLKEG OPYAVWOELG Xpnolpomnoinoav to "Second Life" yia va
e€epeuvnoouv véeg uebodoug Stdaokaliag kat cuvepyaaoiag. (Monaco, F, 2021)

To PndLakd cuumayv €xeL yivel paptupag tng avaduong moAAamAwy MAATPOpUwWY Kat
oAANAeTUSpaoTIKWY XwPwV, aAAd Alyol £xouv axpoAwTioel Tn pavtaoia kal to
okadnuUaiko evoladEpov 0G0 oL ELKOVLKOL KOOHOL. AUTA TA UTIOAOYLOTLKA
TipocopolwHEVa TIEPLBAAAOVTA, OTIOU OL XpROTEG SpouV pEow aBatdp, EXouv yivel
KEVTPLKO onueio StamAeupikwy PeAeTwy. OL eLKOVIKOL KOOUOL TIEpLYpadovTaL WG Eva
Siktuo avBpwrwy, Tou ekmpoowriouvtal WG afatdp kot aAAnAemidpolv
OUYXPOVLOUEVA LECW SIKTUWMEVWY UTtoAoyLlotwy (Bell, 2008). Autog 0 0pLOUOG
UTIOYPOLULLZEL TN cuyXPOVIOHEVN dUon TwV aAAnAeTLdpAoEwWY, TN cuvexn UTtaPEN
TOU KOOHOU KL TNV KEVIPLKOTNTA TWV afatdp we LEoA avamapaotacng Kat
oAANAemtidpaong. Eva amo ta KUpLo XOPOKTNPLOTIKA TWV ELKOVIKWY KOOUWV Elval N
BuBLoTikA Toug moloTNTa. 2€ avtiBeon pe MOANEG AANEG YndLakEG TTAATDOPLEG,
OTIOU OL XPNOTEC UMopEel va aloBdavovTal amoomacpuévol 1) amAwe oav madntkol
TIAPATNPNTEG, OL ELKOVLKOL KOOUOL Elval TPOoEKTIKA oxedLaopévol yia va BuBilouv
TOUG XPNOTEC, KAVOVTAG ToUG va alcBdvovtal eyyevwg cuvoedSepévol e To PndLakd
niepBarlov. H ouvdeon mou Snuoupyeital Adyw autng Tng BuBLOTIKAG EUneLpilag
€XEL ouvaloBnuatiko kat PuyoAoyikd avtiktumo (Schroeder, 2008). Népa amo tn



BUBLON, N SLOAEKTIKA SUVAMLKOTNTA TWV ELKOVIKWY KOOUWV TouG Eexwpilel. OxL povo
nipoodEpouv TTAOUCLEG TIEPLOXEG YLa E€Epelivnon, aAAA eTtiong e€ouolodoTolV TouG
XPNOTEG vl EMNPEATOUYV, VA TPOTIOTIOLOUV KOl OKOMA KAL VOL SNLLOUPYOUV LECA OTO
nieplBarlov. Eniong, avaAoyeg MAATHOPUES LETATPEMOVTAL OE TESLA EMLOTNOVLKAG
€PELVAG UE TNV TTPOODOPA TOUG OTNV TTOPATAPNOCN TNG AVOPWIILVNG CUUTEPLDOPAG
o€ oUvBeteg, aAnAerudpaotikeég ouvOnkeg (Bainbridge, 2007). Qotdoo, pla
T(POOEKTLKN SLAKpLON TIPETEL VAL YIVEL LETOED TWV ELKOVIKWY KOOHWV Kal AAAwWV
BuBLotikwv Kot StaAekTIkwY Pndlakwyv mAatdopuwy. ZUYKeEKpLLEVA TToxvidia
iPoodEPOUV ETULPAVELOKEG KOWVWVLKEG OXECELG Ttapd TtV “BuUBLon” kat TNV
oAnAenidpaon twv matktwv (Steinkuehler & Williams, 2006). O glkovikog xwpog dev
elvat opoloyevng. Yrapxet pia mAnBwpa mAatdoppwy, n kKabepia pe ta SIkA tng
HOVASLKA XOpaKTNPLOTIKA Kot 0ToxouG. MNa napadelypa, to Second Life elvat
pl{wHEéVo Kupilwg otnv Kowwviki aAAnAemntidpaon, yivovtag éva Ynolako onpeio
ouvavtnong yla dtadopeg aAnAemidpaoels kat Spaoctnplotntes, evw ta MMORPG
(Massively Multiplayer Online Role-Playing Games) onwg to World of Warcraft, av
Kol TIEPLAALBAVOUV EVTOVEG KOWVWVIKEG OXECELG, £XOUV TOVIOEL EMioNG TNV pododo,
TNV avamtuén Tou XapoaKTRpa Kot TLG OLadIKEG amooToAEG. Elval onpaviko va
KOQTAVOOU LE OTL OL ELKOVIKOL KOGHOL, €lval 0L LOVO HépN yla avauxn Kal
Slaokedaon, ald emiong TTEPLOXEG OTIOU TAL KOWVWVLKA KAl TTOALTLOTIKA patvopeva
avamntuooovtal Kat epeuvwvtal. (Del Mastro, A, 2021) MNa napadetypa, pmopel va
avaAuBei n owovouia, 0 TOALTIOMOG , N TIOALTLOTIKY TOUTOTNTA TWV Aawv "Coming of
Age in Second Life", (Boellstorff ,2018). ZuvoALKd, OL ELKOVIKOL KOGLOL ATTOTEAOUV HLOL
TIAOU LA TIEPLOXN VLA TNV ETILOTNOVLKA EPELVA, TIPOOPHEPOVTAG HLOL LOVOSLKN
T(POOTTTLKN 0TNV €EEALEN TWV KOWVWVLKWY SOUWV KAL TWV TIOALTIOTLKWVY TIPAKTLKWV
néoa o PnolakolLg xwpoug. (Benyoucef, Y, 2021) Me tn cuvexn avamtuén tng
texvoloylag, eival Bavo oL ELKOVIKOL KOGHOL VA CUVEXLOOUV va au§Avouv tn
ONMOCLA TOUG OTNV KOWVWVLO KOL 0TNV EMLOTNLOVLKI KOLVOTNTA, avVOlyovTag VEOUG
OpOHOUG YL EPELVNTLKEG SUVATOTNTEG KL TIOALTLOTIKEG EEEPEUVNOELG. ZTO TTAALOLO
TWV ELKOVLKWYV KOOHWV, TIEPA ATIO TLG KOWWVLKEG KOl TIOALTLOTLKEG TITUXEG,
T(POKUTITOUV ETILONG ONMOVTLKA EPWTALATA OXETLKA LE TNV NOLKA KoL TNV TIPOCWTTLKN
Tautotnta. Mota givat n puon tng "MPaAyHATIKOTNTAG" HECO OE EVAV ELKOVIKO KOOUO;
Ze moLo PBaBud oL SLASIKTUAKEG TIPOCWTILKOTNTES OVTLKATOTITPI{OUV TLG TIPAYLATIKEG
TITUXEG TNG TOUTOTNTOG EVOG OTOMOU;. Ekel To dtopo, umoduolpevo Evav aAAo
XopakTApa, EESUTAWVEL TTUXEG TNG TAUTOTNTAG TOU, YEYOVOG TTOU OTNV TPAYLOTLKA
{wn &ev Ba eixe tn Suvatotnta va kavel "Zwn otnv 006vn", (Turkle ,1995) . Extog
ard TNV TAUTOTNTA, UTIAPXOUV EMLONG EPWTALATA OXETLKA LE TNV LOLWTIKOTNTA, TNV
aodalela kal Tnv Wdloktnoila pEca o€ autoug Toug Pndlakoug xwpoug. Nowa eivatl
Ta Skalwpata Twv Xpnotwy 0cov adopd ta Yndlakd toug ayadad; Kat mwg ot
OLOXELPLOTEG KL OL SNLOUPYOL TWV ELKOVIKWY KOGWY OVTATIOKPIVOVTOL € QUTEG TLG
avnouxieg; H onpaoia twv elkovikwy KOopwv untepBaivel Ta Pndlakd clvopa kal
EMNPEALEL TNV MPAYUATIKA {wN TWV ATOUWY TIOU CUMUETEXOUV. Q¢ €K TOUTOU, €lvat
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amapaitnTo yLa TNV EMLOTNUOVLKA KOWOTNTA Va cuvexioeL Tnv e€epelivnon, TV
KaTtavonon Kat tnv a§LoAdyncon Twv GaVopEVWY TTOU TIPOKUTITOUV OO QLUTOUG TOUG
e€apeTikd MoAuTAOKOTNTEG XWwpPoug. (Peter Richard, 2020)

1.1 Aradopetika €idn twv Virtual Worlds

OL elkoviKoL kOopoL €xouv yivel oAogva kal Lo {wtlkol Topelg e€epelivnong Kot
oAAnAemntidpaong oto PndLako cupmav. Autol oL KOOHOL, oo Tov oxeSLACUO TOUG,
elval ektetapéva Pnolaka neptBaiiovta, mou xapaktnpilovral amno tn duvatdtntd
Toug va SleukoAuvouv tn BUBLoN, T cuppeToxn Kat TNV aAAnAemnibpaon Tou xprnotn.
Katd tn Stdpkela Twv xpovwy, n molkilopopdia auTwy TwV ELKOVIKWY
nieplBaAlovtwy €xel auénbel, odnywvtag o moAAoU¢ Slakpltou TUTIOUC BACEL TWV
AELTOUPYLWV KAL TWV OTOXWV TOU XPNOTN. BACLOMEVN O EKTEVH EMLOTNLOVLKN
BBAoypadia, autA n emLokOnNon MAPouoLalel Toug SLadopeTLKOUE TUTIOUG
ELKOVIKWYV KOOUWV KoL LodyeTal Babutepa ota XOpOAKTNPLOTIKA KOL 0TOUG OKOTIOUG
Touc. (Saracco, R. 2022).

E€¢eAocoopevol Wndrakoi Koopol (Persistent Virtual Worlds)

Mo ayvidia moAAamAwy xpnotwy Pecw SLtadilktiou, n cuVEXELA TOVIZETAL WG
Baolko otolyeio (Bartle, 2003). Méow autn¢ ta yeyovota cuppaivouv os
TIPOLYHOTLKO XpOVO, aveédptnta amno tn dpactnplotnta tou xprnotn. To "World of
Warcraft" elvat éva kAaolkd mapdadelypa autig tng Katnyoplag, e Eva TEPAOTLO
ELKOVIKO oupmayv mou EakoAouBel va Stadopomoleital akopa kat otav
OUYKeKpLUEVOL Ttaikteg Sev elval mapovtec. (Laplante, P. 2022)

Ka@pentikoi Kdopol (Mirror Worlds)

OL "KaBpemtikol Kéopol" anotelovv peéco Pndlakng avanapdotaons tou Gucoikol
nieptBarlovtog (David Gelernter, 1991). Exel to YndLako neptBaiiov katapEpveL va
QUITOTUTIWVEL TNV TIPOAYHOTLKOTNTA 00O TILO TILOTA €lval epLkTo ephapfdvovtag Tov
TUTO MePLBAAAOVTOG, Ta KTipLa, TIG SpAOTNPLOTNTES KAL TLG KOWWVIKEG SOUEG TNG
nipaypatikng Lwng. MAatdopueg omwg to "Google Earth" npoodEpouv autdv Tov
TUTIO KOOPETTLOTIKOU ELKOVIKOU KOGHOU, OTIOU OL XPHOTEG UITOPOUV va
dnuoupyroouy, va aAAnAemdpdoouv kat va Irjoouv o€ eva nepLBAaAAov
armapAAAo TG paypaTkotnTag. (Seddon, I. 2023)
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Kowwvikoi Eikovikoi Kdopot (Social Virtual Worlds)

Mpokettat yla teptBAAAovta Tou €XOUV KATAOKEVAOTEL KUpLwG yla va SleukoAUvouv
TLG SLampoowrikeG AAANAETILOPACELG. OL KOWVWVLKEG SOUEG KOL OL CUUTIEPLPOPEG TTOU
TapoucLalovtol 0TOUG ELKOVIKOUG Xwpoug eival moAucuvBeteg "Second Life",
(Boellstorff, T. 2008). Mépa a6 tnv anAi aAAnAenidpacn, oL XPrOTEG OE AUTOUG
TOUG KOOUOUG UITOPOoUV va OXNHATI{OUV KOLWVOTNTEG, VO CUUETEXOUV OE OUASLKES
SpaotnpldTnTEG KAl akOun Kat va cupBaAAouv otn StakuBEpvnon Kat tnv avamntuén
TOU ELKOVLKOU KOOMOU, CUYXEOVTOG CUXVA Ta OpLa LETaU YndLaknig kat
TIPOLYHOTLKNA G KOWWVLKAG Suvapkng. (Rosenberg, E. 2023)

Eknawdeutikoi Ewrkovikoi Koopol (Educational Virtual Worlds)

O 6ebopeves madaywyikeg peBodol epmioutifovral pe SLadpaoTIKEG
TIPOCOLOLWOELG, TTOPEXOVTAG VEOU TUTIOU gpyaleia StéaokaAiag oToug
EKTIALOEUOEVOUG , OTIWG ELVOL OL LOTOPLKEG AVOTIOPOOTACELG KO TAL ETILOTN LOVLKA
nelpapata (Dede, 2009), (Steinkuehler & Duncan, 2008). To "Minecraft Educational
Edition" amoteAel mapddelypa auTAG TNG TPOCEYYLONG, ETULTPEMOVTIAS OTOUG LOONTES
VOl KATOLOKEVAOOUV Kal va eéepeuviioouy oe éva mepBaAlov sandbox, mpowBwvtag
TOCO TN SNULOUPYLKOTNTA 00O KoL TNV KpLtikn okéyn. (Houston lll, S. 2023)

Kdéopol Npooopoiwong (Simulation Worlds)

Ou YndLakol KOGUOL, TTOU AVATIAPAYOUV CUYKEKPLUEVEG TIPAYLOTLKEG SLASLKAOLEG 1
oevapla, Stadpapatifouv kaBopLoTiko poAo og TOANOUG EMAYYEALATIKOUG TOMELG. OL
eMayyeAUATIEG TNG LATPLKAG TTpoBaivouv 0T XPrion ELKOVIKWY XELPOUPYELWV yLa va
e€aokouvtal o€ ePMAOKeG SLASIKACLES, EVW oL TTOAEOSOUOL UTTopEL va
T(POCOLOLWVOUV TLG KIVAOELG TWV TEIWV OE ELKOVLIKA LOVTEAQ TTIOAEWV. OL
KAONAWTLKEG TTPOCOUOLWOELG CUVEPAUOUV OTNV amoktnon de§lotAtwy. 2
enayyéApata uPnAol kKvdUVoU N TPAKTLKA OTOV ELKOVLIKO KOO0 YiveTal avwduva
kal avé€oda (Bailenson & Blascovich, 2004).

Owovopkoi Ewkovikoi Kaopot (Economic Virtual Worlds)

H dvodo¢ twv moAUTIAOKWYV OLKOVORLLKWY CUCTNUATWY OE ELKOVLKOUG XWPOoUG gival
€va ¢pawvopevo nou diepeuvatal Ste€odika amnod tov Castronova (2005). 2 autd ta
PNdLoKA OLKOCUCTAATA OL XPHOTEG UITOPOUV VA £XOUV EUTOPLKEG CUVAAAAYEG, VOl
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KATAOKEUALOUV AVTIKELLEVA, VO TTAOUTIOUV, AKOUN KoL VA AVTLLETWTIL{OLV TLG
SlakupAvoels tng ayopdg. 2to "EVE Online" kal og avAAOyeG MEPLUTTWOELS, AUTOU
TOU TUTIOU OL OLKOVOLEG EMLEPOUV OTOV TIPAYHATLKO KOO0, KABWG ELKOVIKA
TIEPLOUCLAKA OTOLXELO KOl Vopiopata avtaAAdooovTal e UALKA ayaBd kal
unnpeoiec. (Dede, 2009)

Zupnepaivovtag, To TEPAOTLO CUUTIAV TWV ELKOVLKWY KOOUWV TapoUoLdleL TANB0g
gUKaLPLWV Kal tpokAncewv. KabBwg n texvoloyikn péodog cuveyilel va odnyet otnv
QVATTUEN AUTWY TWV KOCUWY, N KATOVONON Kal N EUMAOKA LoG e auTtolg Ba
euBabuvel avapdifora. Aev mpoodEPouV POVO EVOAAAKTLKOUG XWPOUG avaduxng,
OAAQ €XOUV ETLONG ONUAVTLIKEG ETIUTTWOELG OTNV EKTIALOEVON, TNV KATAPTLON, TO
EUMOPLO KA TNV KOoWwVLKr) aAAnAenidpaon. (Bojic, L. 2022)

1.2 Ta§wvopunon Yndlakwv KOGUWV BACEL GKOTTOU

Ot Ewkovikol Koopot, Je TNV EKTETAUEVN TOUG eupLTNTA KOl TO YndLako Badog,
epdavifovtal wg KOWWVIKOTEXVOAOYLKEG SOWEG TTOU UTINPETOUV OKOTIOUG TTOU
Eemepvolv ta opla tng anAng Ynolakng anddpaong. Autr n moAudiactatn ¢puon
€xeL dSnuoupynoel MAATPOPUES LKAVEG VOL VTOTTOKPLOOUV Kall val ATIELKOVICOUV
HEYAAO eUpOG avBpwrvwy evdladepodvtwy kal Spactnplotitwy. MNa va
AOKAAUPOUE TO TTANPEG TOUG SUVOLKO KAl TLG TIEPLUTAOKOTNTEG TOUG, Elval
anapaitnto va eupabUvVou e 0TOUG EKTETAUEVOUG OKOTIOUG TTOU UTINPETOUV QUTEG OL
TIAQATPOPLLEG, OL OTIOLOL £XOUV CNUAVTIKEG CUVETIELEG OTNV KOLVWVIA, TNV aKadnuaikn
KOLVOTNTA KAl TNV TTayKOo UL olkovopia. (Park, S., & Kim, S. 2022).

1) Kowvwviko-ntoAttiotikoi Zkomoi (Socio-Cultural Purposes)

To Second Life amoteAel SIKTUO KOWWVIKWY KO TIOALTLO UKWV AAANAETILOpACEWY,
TIOU ETUTPEMOUV TNV EEEPEUVNON TNG TAUTOTNTAG, TN AVATTTUEN KOWVOTATWVY KOL TNV
avtaAAayn otolxeiwv kouAtoupag (Bainbridge,2007). O xprioteg Snuoupyolv
afatdp Kot CUUHETEXOUV 0€ AAANAETILOPATELG TTIOU OXL LOVO avTLKaToTtTpilouv, aAAG
oUXVA EUTTAOUTI{OUV KL TLG TIPOYHATIKEG TOUG OXECELG. Z€ OLUTOUG TOUG XWPOUG
TipoodEPoVTaL OKNVEG YL KOAALTEXVIKEG TTAPACTACELG, SiveTal Bra 0€ TIOALTLOTIKA
deoTBAA KaBwg Kat TOALTIKA cUAAaANTApLa. MNépa amnd tnv oteipa aAnAemnibpaon,
HETOUCLWVOVTOL OE XWPOUG avOpwIOAOYLKAG ONUaoiag, TTPEXOVTOG OTOUG
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EPEVVNTEG Eva ovadLko onpueio BEaong yla tn LEAETN TNG avOpwTvng
ouumnepLdopag, TNG OHadIKAG SUVOLKNAG KaL TNG TIOALTLOTIKNG €§EALENG o YndLakd
nieptBaArrov. (Vicari, S. 2023)

2) Owovopikég MpoondBeleg ko Wnorakn Emxetpnuatikotnta (Economic
Endeavors and Digital Entrepreneurship)

H €§€A€n Twv Elkovikwv KOopwv XL eLoaydyel pLa vea emoxr YndLakng
olkovouiag. Matdodpues onwg to World of Warcraft i to EVE Online dgv gival
amAwG xwpol raxvidlov, aAld edia cofaprg olkovouikng Séopeuong. H évvola
TWV OLKOVOHLWYV €VTOG Tou Ttaxvidlou Bpiokel Babld Stampayudteuon ota €pya Tou
Castronova (2005), o omoiog eetalel GaLvOUEVA OTIWG TO EUTIOPLO ELKOVLKWV
ayaBwv, TNV avBoloa ayopd TOU ELKOVIKOU AKIVATOU KAl EMOYYEALATO OTIWG TO
"gold farming". EmutAéov, autol oL koopoL €xouv SeL TN Snuloupyia OAOKANPWHEVWY
ETUXEPROEWY, amod YndLakoug oikoug Hodag Ewg TN SLAXELPLON ELKOVLKWV
OUVOUALWYV, YEVVWVTOG €va VED €606 Yndlakwy emixelpnuatiwy. (Suddaby, R. 2023)

3) Exmoudevtikég kot Natdaywywkég Kawvotopieg (Educational and Pedagogical
Innovations)

‘Evag amo Toug To LETAOXNUATLOTIKOUG OKOTIoUG TwV Elkovikwv Koopwv givat o
EKTIALOEVTIKOG TOUG pOA0G. MNépa amod ta opLa Twv apadootakwy atboucwy
Sibaokaliag, mlatdopueg 6nwg to Minecraft: Education Edition i mpocopowwoelg
Héoa oto OpenSim avadelkvUouv pLa véa emoxn Habnong. Méow autwy,
EKTIALOEVTIKOL KL LOONTEG UmopoUV va SLaoXLo0UV LOTOPLKEG ETIOXEG, VAL
EVEPYOTIOLOOUV ETLOTNUOVIKA GOULVOUEVA I} VO CUULETAOXOUV O€ SNLOUPYLKEG
Spaotnplotnteg emiluong mpofAnudtwy. Ot Steinkuehler & Williams (2006)
EMEKTAONKAV OTA TTALSAYWYLKA TTAEOVEKTI LOTOL QUTWV TWV KOCHWV, Tovi{ovtag tn
oupdwvia TOUG HE TA EKTIALOEVUTIKA TTOpASELYHATA TNG EUTELPLKAG TIPOCEYYLONG.
Eniong, n SuvatotnTa TWV ELKOVIKWY KOGUWVY VO UTIOOTNPLEOUV T CUVEPYATLKN
HABnon, mapExoviag oToug LobNnTEG eukalpleg yia opadIkeG SpaocTnpLldTNTEG Kal
oulntnoeLg og évav dtadpaotikd PnodLako xwpo, eivat afloonpeiwtn. (Zhang, D.
2023)

4) Oepancevutikég Edappoyég kat Wuxikn Eveéia (Therapeutic Applications and
Mental Well-being)

Ot elkovikol kdopoL Stadpapatifouvv Evav polo otnv mpowbnon tg YuxoAoyLkAg
evetlag kal tnv PuxoBbepaneia. Ol Riva, Banos, Botella, Wiederhold & Gaggioli
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(2012) e€etalouv TOV TPOTIO LLE TOV OTIOLO N ELKOVLKN TIPAYULATIKOTNTA KAl OL ELKOVLKOL
KOOMOL UmopoUV va xpnotponotnolv wg epyaleia yLa tnv mpowdnon tg
PuxoAoykng eveiag, TNV avipeTwrnion Twv GoPLwv, TNV KATATMOAEUNON TNG
KatdBAupng kat tnv mapoxn Beparneiag yla Stadopa Puxoloyikd {ntipata.
XPNOLLOTIOLWVTOG ELKOVLKOUG XAPAKTAPEG Kal TEpLBAALovTa, oL BepameuTeg
UIopoUV va SnLOUPYHOOUV TIPOCAPHOCUEVEG KATAOTACELG YLa TOUG A0BEVELC,
TIPOKELPEVOU va TouG BonBAoouv va avilpeTwriioouV Ta mPoBAUaTA TOUG OE Evav
aodaii Yndlakod xwpo. (Suddaby, R. 2023)

5) Epguva, Avamtuén kat AvaAvon Npooopoiwong (Research, Development and
Simulative Analysis)

OL SuVaTOTNTEG TWV ELKOVIKWY KOOUWV WG EPYAAELR EpEUVAG KOL OTPATNYLKAG
avaAuong ivat tepdotleg. OL TOAEOSOOL UTTOPOUV VO TIPOCOUOLWCOUV AOTIKA
tornia, cuotApata kukAodopiag n dnuooieg mapoxeg, dokualovrag Sladopeg
OTPATNYLKEG TIPLV ATIO TNV AT — paypatiki edappoyn. Ouoiwg, mpoodépouv
mAaTPoppe yla eptBarovtikn poviehomnoinon, BonBwvtag Toug EpeuvnTEG va
OTITLKOTIOL)COUV TLG ETIUITTWOELSG TNG KALLATIKAG aAAQYAG 1 TNG aoTikomoinong. Ot
enayyeApatieg tng Slaxeiplong kataotpodwv PMopoUV va TLG XpPNOLLOTIOL )OOV YL
TN XApagn oTpaTNYLKAG KL TNV IPOETOLUACLA Yo TILOAVEG KATAOTPODEC,
KaBLoTwvTog TG MAATPOPRES AUTEG ATIOPALTNTES YLa TN LOVTEAOTIOINON
TipoBAEPEWV Kal Tov oTpatnyko oxedlacuo. (Shapira, N. 2022)

6) Téxvn ko Anpiouvpyia (Art and Creation)

OL €lKOVIKOL KOOHOL TIPOOPEPOUV EMIONG VAV XWPO YLA TNV TEXVN KoL TN dnpoupyia.
KaAAttéxveg, oxebLaoTéG Kat Snoupyol xpnoLomotlolv autd ta nepLtBailovia yla
VoL EKPPACOUV VEEG LOEEG, VAL TIELPAUATLOTOUV UE SLadopeg LopdEG TEXVNG KaL va
TIAPOUCLACOUV TA £€pYA TOUG O€ €Vl TTAYKOOWULO KOwO. (Feng, Y. 2022)

7) Kowwvikomnoinon ko MoAttiopikég Alaotaoelg (Socialization and Cultural
Dimensions)

Ekto6 amd Toug mapanmdvw okomoug, Ol ELKOVIKOL KOGUOL AMOTEAOUV GNUAVTIKA PEC
Kowvwvikomoinong. OL xprRoteg €épxovtal o€ enadn pe AAAoUG avBpwnoug ano
61ad0opeC YWVLEG TOU KOOUOU, OVTOAAACCOVTOG LOEEC, TIOALTLOTLKA OTOLXELQ KO
avtiAnyelg. OL €peuveg tou Boellstorff (2008) kat tou Nardi (2010) katadeilkviouv
TIWG OL ELKOVLKOL KOGHOL UmopoUV va Slapopdwvouy TV TAUTOTNTA, TIG OXECELG Kl
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TLG KOWWVLIKEG SOUEG O€ €va TEPLBAAAOV TTOU TTAPAUEVEL AVEEAPTNTO ATIO TNV UALKN
TIPOLYHLOTLKOTNTA.

ZUMUIEPACLATLKA, OL ELKOVIKOL KOGUOL, SEV elval amAEG avtlypadEg Tng
TIPOYHOTIKOTNTAG QAN BEATIWUEVEG EKOOXEG TNG, MARPELG SuvaToTTWV oV dev
€Xouv akoun alomotnBei MAnpwc. Aev eivat xwpot Staduyng, aAAd oUCLAOTIKAG
EUIMAOKNC O€ OLKOVOULKQ, EKTTALOEUTIKA, KOLWVWVLKOTIOALTLOTIKA KOl BEPATEVTIKA
niedia. KabBwg Bplokopaote otnv anapxi okOpn LEYOAUTEPWV TEXVOAOYLKWY
OApATWY, UTOL OL KOGUOL UTIOCXOVTOL TEPALTEPW SLadopoToincn Tou oKomou,
SLKOULOAOYWVTOG OUEPLOTN TNV ETILOTNOVLKA KOL TIPOYHATLOTIKA Tipoco)n). TEAOG,
aUTA Ta elkovika Tedia mpokeLtaL va emavarnpoodlopioouv Tig avTAPELS oG yia
TNV MPAYUOTIKOTNTA, TOV 0KOTIO Kat TI§ Suvatotntes. (Del Mastro, 2021)

1.3 Tafwvopnon kot e€€AEn YndLokwv KOoUwv BaoeL
npeotunwv

To gupU PACHA TWV ELKOVIKWY KOOHWV €xeL auénBel ekBeTKA TO00 0€
nolkilopopoia 600 Kot o€ TOAUTTAOKOTNTA OO TN OTLYMN TG Snoupyiag Toug.
Tétola mepBAAAovta, IOV UTIAPXOUV EVTOG Tou YndLlakol ¢AopaTog, eival LeEpn
OTIOU OL XPNOTEG, HEOW TWV aBatdp, Urmopouv va aAAnAemidpolv pe to meptBaiiov
Kal LETA&L TouG. H epyaoia Ta§lvopnong auTwy TwWV ELKOVIKWY KOCUWV ELval Lo
ouveXNG akadnuaikni MPoomAbeLa, TTOU OXL LOVO €EETATEL TNV TPEXOUCA KATAOTOON
oAAQ emtiong avixveuel TNV €€EALEN aUTWV TWV PNPLOKWY OLKOGUOTNUATWY
(Schroeder, 2008).

lotopiko MAaioto kat TexvoAoyikn EEEAEN (Historical Context and Technological
Evolution)

H apxn Twv ELKOVIKWY KOOUWV UTITOpEL va avixveuBel miow oto Keipevo multi-user
dungeons (MUDs) ota téAn tng dekaetiog tou 1970. Autd ATav KUPLWG oy vidLou-
TipocavatoAlopeva eptBarlovta, aAAd pe tov Kalpo, e€eAixBnkav yia va
niepAapBdavouv pn matyvidlou Kowwvikeg aAAnAerdpdoelg. H petaBaon ano
Baoclopéva oto Keipevo oe ypadikeg diemadeg otn dekaetia touv 1990, mou
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SleUKOAUVETAL ATTO TNV PO0SO OTA UTIOAOYLOTIKA YPAdIKA, CHOVE TNV EMOMEVN
¢ddon otnv avantuén Twv eLKOVIKWV KOopwv (Bartle, 1990). AutA n petaBoaon avolée
TLG TTOPTEG YLA TILO TAOUOLEG OTTIKEG AAANAETILOpACELG, O€TOoVTaG Ta OgpéALa yLa TiLo
ouyxpoveg MAatdopueg. (Allam, Z. 2022)

Tagwvopnon Baoiwopévn otn Asttoupyitkotnta (Functionality-Based Classification)

OL elkovIKoL KOOopOL pumopouv va Slaxwplotolv BAcEL TG KUPLAG TPOBEC G TOUG Kal
€LOLKOTEPA TNG AELTOUPYLKOTNTAG TOUG. OL KOGUOL TToU TipocavatoAilovtal mpog Tnv
Juxaywylo EMIKEVIpWVOVTAL OTO TaLXVibL, TIG TTPOKANOCELG KAL TG EUTELPLEG TTOU
Bacilovtal otnv adriynon. OL emayyeAUATIKOL ELKOVIKOL KOOUOL ,LETAYEVECTEPOL
OXETIKA, oxeSLAOUEVOL YLaL ETTAYYEAUATIKEG CUVAVTAOELG, ouvepyaoia f eknaibeuon,
EVOWHOTWVOUV gpyaleia ou SleuKOAUVOUV TETOLOU £i60UG SpacTNPLOTNTEG.
ErunpdoBeta Snuloupyouvtal Beparmneutikol Elkovikoil KOopoL, ou edpappolovtal o€
Latpkd meptBariovta Bonbwvtag aobeveig pe dpuoka kat Puxikd vooriuata (Gorini
& Riva, 2008).

AA\nAenidpaon kat EuBUOLon (Interaction and Immersion)

O TpOMOoC e ToV oToio oL XpAoTeG AAANAETLOPOUV Kal BLWVOUV TO ELKOVLKO
nieplBarlov €xelL emiong naifel kabBoplotikd poAo otig podiaypadeg. Me tnv avodo
™G emavénuévng mpaypatikotntag (AR) kat twv texvoloylwyv VR, pla véa katnyopia
ELKOVIKWYV KOOUWV UELKTAG TPAYHATLKOTNTOG £XEL EpdavioTel. ESw, n cuyxwveuon
TWV TIPOYMOTLKWVY KL ELKOVIKWY OTOLXELWV TIPOCDEPEL OTOUG XPHOTEG LOVASLKES
eUneLpieg aAANAeNSpacong, EMUKAAUTITOVTAG CUXVA ELKOVLKOUG TTOPOUG AVW OE
TIPOYHOTIKESG OKNVEG. (Cecotti, H. 2022)

Awadopég otnv Texvoloyia kat otnv NMAatdpopua (Technological and Platform
Distinctions)

OL Texvoloyleg ou uTtooTNPL{OUV TOUG ELKOVLKOUG KOOHOUG £xouV eEeAxOel og
peyaAo Babpo. Ot mAathOpUeG BACLOUEVEG OE servers cuxva otnpilovtal o€ Padlkn
npooBaon kat aAAnAemibpaon, EVW OL UTOVOLOL ELKOVIKOL KOOHOL UTITOPoUV va
Aettoupynoouv xwpic ouvexn ouvdeon oto Stadiktuo. Népav autou, n TexvoAoyia
cloud computing enutpenel tn dnpovpyia kot TNV AAANAETISPACN OE ELKOVLKOUG
KOOHOUG XWPLG TNV OVAYKN YLOL LOXUPO TOTILKO UALKO, ETILTPEMOVTAS Lo EUPUTEPN
npooBaon amno diddopeg cuokevEg (Castronova, 2007).
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Kowwvikég Emuntwoeig kot Auvapikég Xpnotwv (Societal Implications and User
Dynamics)

Elvat aduvatov va culntriooUE yla ELKOVIKOUG KOOUOUG XwpPLg va avadepBbole
0TNV KOWWVLKH Toug dtdotaon Kabwg AELToupyouV wg TTAATHOPES
KOLVWVLKOTIOINONG EMLTPEMOVTAG OTOUG XPOTEG VOL cUVAVTWVTAL, va aAAnAemidpouv
Kall va. ouoxeTilovtal T0o0 GLAKA 000 Kal EMAYYEAUATIKA. Agv elval omAvieg oL
TIEPUTTWOELG TIOU O TIPAYLATIKOG KOOLOG €XEL EMNPEACTEL. AlevepyouvTal
OUVOAAQYEG ELKOVIKWY ayaBwv e Tpayuatiki olkovoulkn aia (Boellstorff, 2008).

AwevBuvoelg kat NMpoontikég Epeuvag (Research Directorates and Perspectives)

Ot elkovikol kdopol dev eival povo matyvidia  meptBaiiovia Staokedaong. Exouv
apxloeL va xpnotomnolouvtal o€ MANBWPA EPEVVNTIKWY TOMEWY, ATIO TNV LOTPLKN
EPELVA LEXPL TNV apXatoAoyia. OL SuvaTOTNTEG yLO ELKOVLKH avamapdoTtacn Kalt
HOVTEAOTIOLNGCN EMLTPEMOUV OTOUG EPEVVNTEG Va Snoupyolv eptBaiiovta
Tipooopoiwong yLa MELpApATA, Ta omoia prnopet va eivat SUOKOAO f akopn Kal
aduvarto va nmpaypatononBolv otov npayuatikd koouo (Bailenson & Blascovich,
2004). Exnaidevtikol Oeopol €xouv eniong avayvwpioel Tig SuvatdtnTeg TWV
ELKOVIKWYV KOOUWV oTtnV Ttapoxn dtadpaotikig ekmaideuong. Navemiotipa kot
Wpupata Snuoupyolv ta SIKA Toug ELKOVIKA TteptBaAAovta, ota omoia ot GoLtnTES
UIopoUV va e€epeuvioouy, va LABoUV Kal va CUVEPYOOTOUV HE TPOTIOUG TToU eV
Atav nponyoupévwe duvatol (Dede, 2009). MapdAo mou oL ELKoVLKOL KOGl
nipoodEpouv auEnUEVEG SUVATOTNTEG 0€ TTOANOUG TOUELG, UTIAPXOUV KL TIPOKAROELG
TIOU TIPETIEL VA AVTIUETWTILOOUHE. OL NOIKEG CUVETIELEG TNG ELKOVLKNG
oAANAemidpaong, oL CUVETELEG TNG UTIEPBOALKAG XPriong, KaBwg Kot Ta {NTAATO TNG
Slatpnong TG avBpwmivng TAUTOTNTAG O€ Evav OAO KAl TEPLOCOTEPO
PnodLomolnpuévo KOOHO glval BEATO TTIOU TIPETIEL VAL EEETALOTOUV TIPOCEKTIKA.
(Gormez, E. 2022) 2e teAkn) avAAuon, OL ELKOVLKOL KOGLOL OVTLITPOCWTIEUOUV EVa
SUVOULKO Kal cuVOPTIAOTIKO eSO, TOCO yLa TNV EMLOTNOVLKA KOWOTNTO 0G0 Kal yLa
TO EUPUTEPO KOO, H mepaltépw Epeuva Kal KATAVONon Twv SuvatotnTwy, KaBwg
KOl TWV TIPOKANCEWV ToU TpokUTTouV, Ba kaBopioel To HEANOV TG avBpwrLVNG
oAAnAenidpaong oe autd ta eptBarlovta. Eva amno ta mo onpavtikd Inthpota
TIOU TIPETIEL VA AVTIUETWTILOOUHE €lval n mpootacia TG LBLWTIKOTNTAG TWV XPNOTWV.
Z€ €VaV ELKOVIKO KOOMO, OTtou N PndLokr Tautotnta unopei va dnpovpynOet,
tpomnornotnBeil kat Staypadel e EUKOALQ, WG UTTOPOUE Va eyyunBoU e OTL T
nipoowrikd dedopéva kat oL Pnolakeg SpaotnPLOTNTES TWV XPNOTWV
TIPOOTATEVOVTOL OO KAKOBOUAEG EVEPYELEG ] AKOWN KOL OTTO EUTTOPLKN
eKUETAAAEUON; (Boellstorff, 2008). EmutAéov, umtdpxeL TO {ATNA TNG CUVEXWG
auéavOUEVNG PEAALOTIKOTNTOG TWV ELKOVIKWV KOOUWV. KaBwg n texvoloyia

TIPOXWPEL, OL ELKOVIKOL XOpaKTAPEG Kal Ta TepLBAAAovTa yivovtal OAo Kal Tio
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PEAALOTLKA, SnULoupywvTag Eva {ATNHA Yo To Twg oL avBpwrtot Staxwpilouv Tov
ELKOVIKO KOO0 oo Tov paypatiko (Turkle, 2011). TEAOG, N KOWWVLKA SUVOULKNA
MEOO OTOUG ELKOVLKOUG KOOMOUG eival emiong éva medio mou ailel mepattépw
e&€taon. Nwg ot avBpwmot aAAnAerdpouv, cuvepyalovtal Kol avantiooouV
OXE0ELG HEoa o€ auTA ta TepLBAAAovTa; MoLeg lval oL CUVETTELEG YL TNV avOpwrvn
PuxoAoyia kat TNV Kowwvikr Soun otav n "mpaypatikdétnta” pnopel va eivat tooo
geUkoAa petaPBAnth; (Bainbridge, 2007). H e€€taon kat katavonon OAwv QUTWV TwWV
{nTnuatwy Ba eival kpion yla tnv 0dAynon Twv EMOPEVWY BnUdtwy otnv eEEALEN
Kall ULOBETNON TWV ELKOVIKWYV KOOUWV o€ S1adopoug TOUELS TNG KOvwViag pag.
(Allam, Z. 2022)

1.4 Zwvtag tnv {wn dtadiktvaka (Living life online)

OL elkoVvIKOL KOOHOL, OTWG €XouVv oxnuatomnolnBel oto medio TG MANPodopPLKAG Kot
™G aAAnAenidpaong avBpwrou-umoAoyLoth, elvat moAudidctata YndLakd
neplBaAlovta ou avilypadouv MTUXEG Tou GucLkol KOoUoU 1 oxedLalouv eVTEAWC
véa oupmavta. H peydAn motkiAio autwv Twv MAATHOopUWY Kal oL TTOANATTAEG TOUG
edappoyEg xouv 0dnynoeL o dLadopeg TUTOAOYLEG Kal cuoTApaTa TalvOUnonG.
(Huynh T. 2023)

Evtoniotnke n dtadopd petafL mayvidlwy Kol KOWwVIKwY KOouwv (Bartle, 2004),
oAAA n Suakplon Sev otapatd ekel. OL KOOHUOL TWV TTALXVIOLWY, OTWG
avtupoowrnevovtal and MMORPGs onwg to "Eve Online" 1) to "Guild Wars 2",
OUXVQ TIEPLEXOUV TIEPLTTAOKEG OLKOVOLLEG, KOWVWVLKEG LEPAPXLEG KL SOMEG
SlakuBépvnong, otolxeia mou avaAuBnkav evéelexwg amnd tov Castronova (2005)
otnv e€epelivnon TOU OTLG OLKOVORLEG TWV ELKOVIKWY KOOUWV. 2ToV aviimoda, ot
KOLVWwVLKOL KOopoL, Ttou epAapfavouv mAatdopues onwg to "IMVU" 1) to "Habbo
Hotel", eotidlouv otig avBpwriveg aAANAETULOPAOELS, TNV TTPOCOPUOYH TwV avatar
KalL TNV EVOWUATWON OYPewWV TwV KOWwVIKwY Siktuwv (Dr. Thomas M. Malaby,
2009). To péco alnAenidpaong Slakpivel EMUTAEOV TOUG TUTIOUG TWV ELKOVLKWV
KOOMWV. Evw oL mpwipeg mMAathopueg, omwe ta MUDs kat ta MOOs, cuvbéovtay pe
TOUG XPNOTEG LEOW KELWEVOU, N EUPAVLON TILO LOXUPWVY SUVATOTATWY UTIOAOYLOOU
061ynoe mpog Toug KOOUOoUG He Bapog ota ypadka "Life on the Screen”, (Turkle,
1995). Ot texvoloykeg e€eAifelg emiong dvolav To SPOUO yLa TNV EMOXN TWV
ELKOVIKWV KOoUwV Baotopévwy otn VR kat AR. Auti n véa yevid mAatpopuwy, OTwg
oL eumelpieg oto "PlayStation VR" 1§ oto "Microsoft's HoloLens", mpoodépel tepdotia
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enineda BuOLoNG. To VR mapouotdletal LSLALTEPWE ONUAVTIKO KaBwG EXEL
«ALXMOAWTIZEL TIG ALoBNOELG TOU XproTn Kal emdpd PuxoAoyLkd o€ autov (Slater &
Wilbur, 1997). Ot elkovikoi kéopol mpoaotdlalouv TOCO 0TNV MPAYUATIKOTNTA WOTE Ol
XPNoteg ouxva Buwvouv éva aiobnua "adpetnpiaong” katd tnv €£0606 toug (Bowman
kat McMahan,2007). Ot ekmatdeutikol ELKOVIKOL KOopOL 01w to "Minecraft:
Education Edition" f; to "Edmodo" cuvdualouv naldaywyikeg pebodoAoyieg pe
Stadpaotika meptBaAlovta (Dr. Chris Dede, 2004). AuTéG oL MAATHOPUEG
XPNOLLOTIOLOUV TLG OPXEG TNG EUMELPLKNAG LABNOoNG, uTtootnpilovtag OTL T AToua
pHaBaivouv TLo amoteAECUATIKA OTaV TOTOBETOUVTAL O OXETIKA, TAOUGLA
TiEPLEXOUEVO ogvapLa. O TOUEAS TWV ELKOVIKWY KOOUWV Xopaktnpilletal ya to eUpog
Kal tnv mototnta tnG aAAnAemidpaong. H e€€AEN Toug pLapTupEL TNV atéppovn
avalntnon tng avBpwmnotntag yia PndLakn katvotopia kot Stadpacn. EnmAéoy,
oTou¢ PndLakoug KOGUOUC OL XPNOTEC AvVaMTUOooUV SLadiktuakég {wEG e avatars
Tiou aAAnAemdpouv, HAoUV Kal TPocappolovTal e OTolov TPOTo eMBUOUV oL
dnuoupyol toug. MmopoUv va €Xouv oTnV KAToxH Toug pLa Ldloktnoia, va ¢opouv
pouxa Kal va cUUUETEXOUV o€ Slddopeg SpaotnpLOTNTES OTIWG cupPBaivel oTo
"Second life", émou oL xprioteg €xouv pia "deutepn Lwn" o€ EVaV ELKOVLKO KOGHLO.
(Tidy, 2021). To "Second life" npwtoepudaviotnke to 2003 pe écoda nepinou 500
ekatoppupla USD to 2015 (Maiberg, 2016). Onw¢ otov MpaypaTiKO KOGUO UopouV
va urtap&ouv kivbuvol kat KAoTtég aAAQ Kol EUKaLpieg yla €0oda, €tol cupBaivel kat
OTOUG ELKOVLIKOUG KOOMOUG . OL eTalpieg moAuteAwv eldwv emdlwkouv avénon twv
nwAnoswv touc. (Ellwood, 2021 - MacDowell, 2019). OL xprioteg emevéuouv MOAAQ
xpnuata o€ NFT, oe Pnodlakd CUAAEKTIKA QVTIKELLEVA OTA ELKOVIKA TteEpLBAAAovTa
(Robert Triefus). Enwvupieg, omwg n "Gucci", xpnowwonowovv ta NFT wg évav
ouUVOUAOWO amo SNLOUPYLKA OTOLXELA TOL OTtola OL XPROTEG EMBUOUY yLa va
avaBabuicouv To KUPOG KAl TV OLKOVOLKH TOUG KOtaoTtaon. AVTioTtolya, auTto
napatnpeital Kot oTnv mpaypatikn Lwn e akplBa i ondvia avtikeipeva (Kansara,
2021). Qotdo0, MPOKUTITEL TO {ATNMO OV OL XpROTEG Ba amoAapBAVOUVY T ELKOVLKA
npoiovta moAuTtéAeLag otav Ba utapyet EAAewdn tng adng. To xpwpa, To oxnuUa
KaBwg kot n udn Ba eival opatd. Mo TOUG VEOTEPOUGS XPrOTEC EVOEXOUEVWE QUTO Va
elvat apketo. H Gucci mapouciace mpoodata "to mPpwTo €LKOVIKO sneaker oTov
KOopo" pe ovopa "Gucci Virtual 25". To mamoutol unopet va popebet pe
enavénuévn mpaypatikotnta (AR) kat kootilouv $12,99, moAU ¢tnvotepa and ta
TIPOYHOTIKA 0OANTIKA TtamouTola Ta omoia kootilouv mepinou 600 USD. Opwg to
2021, pLa elkovikn todavta Gucci péoa oto malxvidt Roblox mwAn6nke ywa 4.115 USD
evw o€ avtiBeon n 6l todvta og duoikd kataoTApaTa TovALEtal epinou 3.400
USD. Ta NFT kat n elkovikn poda dnpoupyouv véa dedopeva (Williams, 2021) pe
TIOAAQTTAQ 0EAN artd TNV MAeUpA Tou marketing. AmoteAel mpotepatdtTnTa va
QVLXVEUTOUV LEBOBLKA TPOTIOL KATATIOAEUNONG TNG ATTATNG KAl Evioxuong tng
EUTLOTOOUVNG ATIO KEPOUG TWV KATAVAAWTWY OAAA Kot aUENoNG TwV MTWANCEWYV,
OMw¢ oUVERN pe TNV Supreme omou ta NFTs xpnoluonowdnkav yla tnv
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QVaTOPAoTOON TIPAYHOTIKWYV Tipoiovtwy (Treiblmair,2021). H neploplopévn
SlaBeopotnta pmopel va mpokaAéoel avénon Twv MWANCEWV A0 TOUG
KatavoAwTtéG. Onwg Aégl o Imran Ahmed tou Business of Fashion, «n évduon tng
00ovng eival n véa évduon tou §popou otnv Yndakn tng podax». Ta luxury brands
KLvoUVTaL TILO Ypriyopa amo 1oté ota virtual worlds, pali pe Toug emXeLpNUOTIES TNG
texvoloyiag. TéAog, n Dolce and Gabbana énuoUpynoe pa oelpd NFT kat to "The
Dodge Crown" mwAnOnke oxedov 1,3 ekatoppupla SoAdpia. MNephapupave pla
duokn ekdoxn evog otpEppatog oto Mildvo.

1.5 SandBox Games

Me tnv éAevon tng Ynodlakng StadpacTtikdTNTAG KoL TNV EEATAWGN TWV ELKOVLKWV
KOOMWV, EXOUUE Yivel paptupeg TnG e€EAENG Twv Sandbox Games. Autdg o TUTOG
TALXVLO LWV, XOPAKTNPLOTIKOG YLoL TNV ETILKEVIPWON 0TO avolytd gameplay, mpoodepetl
0ToUG aikteg éva Suvaptko epBAAAov 6mou umopouv SLadpaoTika va
SLapopdwvouV To €LKOVLKO TouG TteEPLBAAAOV BACEL TWV TPOCWTIKWY TIPOTLUNCEWV
TouG. (Arlt, J. 2023) Ze avtiBeon pe MoAAG cupPatikd ratyvidia mou akoAouvBouv pia
ypoppkn adniynon, tTa Sandbox Games mpowBoUv TV autovouia, Tt
SNULoUpYLKOTNTA KaL TNV KAoTopia Twy matktwy (Pearce, 2009). Ta SandBox
Games ekivnoav Katd Tn SLAPKELA TWV TPWTWV EMOXWV TWV UTTOAOYLOTIKWY
riaxviSLwv. Tithot omwg to "SimCity" avadeixbnkav wg mpwtondpolL oe auto To
€l60¢. Autou tou eiboug ta mawxvidia mpoBaAAouv cuVOAKEG PEAALOTIKEG LECA ATTO
TNV ektéAeon Baokwv kavovwy (Wright,1992). Ztnv ouoia, Ta SandBox Games
TIAPEXOUV EVAV HLKPOKOOO TWV EVPUTEPWV ELKOVIKWY KOOUWVY, OTIOU OL TIAKTEG
gxouv tnVv eleuBepia va dnuoupyoulv kat va dtapopdwvouv eptfailovrta. Zuxva
yivetat Adyog yia tnv matdaywyikn toug afia kabwg emtAlouv npofAnuata,
npowBouV tn oTpatnyLkni okeéPn kat tn cuvepyatikotnta (Gee, 2003). EmumAéoy, Ta
Sandbox Games avamntuooouv éva aioOnua wWloktnoiag kat mpwtofouAiag,
KaBLoTWVTOG TOUG TTALKTEG TOUG KUPLOUG OPXLTEKTOVEG TWV ELKOVIKWY TOUG EUTIELPLWV.
QoT000, OL OLKOVOULKEG ETULMTWOELG TwV Sandbox Games sival emiong onpavtikeg. Ta
ELKOVLKA Tayvidla pe moAAoUG xpoTeg SnLoupyolv aAnBLVEG ayOpEG EVTOG TWV
niepBarlovtwy toug (Castronova, 2005). MoAlol maikteg ayopdlouv, mwWAOUV Kot
QVTOAAACOOUV ELKOVIKA ayaBd Katl uTtnpeoieg, SnULOUPYWVTOG Lo TTEPLTTAOKN
olKovouia evtog Tou Tatyvidlou. To yeyovog auTo eyeipel INTAATO OXETIKA ME TN
dopoAoynon TWV ELKOVIKWVY cuUVaAAaywV, TNV LELOKTNOLO EIKOVIKWY ayaBwv Kal Ta
SLKOULWHLATA TWV TALKTWY EVTOG TWV ELKOVIKWYV KOoUwV. (Leung, D. 2023) Mua dAAn
ONUAVTLKA TItUXn Twv SandBox Games eival n kowwvikn dtdotacn, dLotL
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avavtippnta mpowBouv Tn dnuloupyia KOWOTATWY KoL TNV KOWWVLKH SIKTUwon
(Steinkuehler & Williams, 2006). Ot naikteg cuvdeovtal, cuvepyalovtal,
avtaywvifovtal kot SnULoupyouv oXECELG e AAAOUG artd OAO TOV KOG,
npoodEpovtag Eva MAOUGCLO Kot TTOAUSLACTATO KOWWVLKO TtepBdAlov. Mapd ta
Betikd otolxeia Twv Sandbox Games, untdpxouv Kat TPOKANoELS. Elvat
TIOAUSLACTATEG OL TIOALTLOTLKEG, OL KOWVWVLKEG KOL OL NOLKEG EMUMTWOELG TNG {WNAG
EVTOG AUTWV TWV ELKOVIKWYV KOopwV (Boellstorff, 2008). O¢pata énwg n tautotnta, n
QVaTOPAOTOON KAL Ol KOWWVLKEG SLadopeg cuxva KataAnyouv o€ culnTtnoeLg Ttepl
TIPOLYHLOTLKOTNTAG KOl ELKOVIKOTNTOLG.

Yuunepaivovtag, ta Sandbox Games amoteAouv £vav MOAUTIAOKO TOUEQ LEAETNG TTOU
EVOWUATWVEL TIOAAEG SLOPOPETIKEG TITUXEG TWV ELKOVIKWV KOOUWV. Elval tautoxpova
Héoa dSnuloupylag, KOWWVLKAG aAAnAemiSpaong KAl OLKOVOULKAG SpactnpldtnTag,
npoodEpovtag pia mAovaota tnyn avakaAuPewy Kot SuvatoTATwy yLa thv
akadnuaikn kowotnta. (Jenkins, H. 2012).

Napadsiypata rayvidiwv nou avrikouv octa Sandbox games

Ta mauyvidia SandBox, mou cuxva xapaktnpilovrat anod ta neptBaiiovia avolxtou
KOOMOU Kal tnv eAeuBepia mou divouv 0Toug TALKTEG val TPOTIOTIOLOUV, Vol
oAAnAerudpouv kat va Slapopdwvouv Tov KOGHO TOoU TaXVLSLoU, £XOuV YiVEL
e€alpetikd dnuodAf otn Bropnyavia moyvidiwy. Mepikd amod ta mo afloonueiwta
niaxvidia SandBox mepthapfdvouv: (Arlt, F. 2023)

e Minecraft: lowg to 1o epuPAnpatikod mayvidt sandbox, oL maikteg pmopouv
va e€opuouv, va XTIoOOUV KOl VO KOTOLOKEUACGOUV LECO O€ £VAV TETPAYWVO,
Sladpaotikd dnpoupynuévo koopo. (Rustad, M. 2022)

e Terraria: Auto 1o 2D natyvibt sandbox €xel otolyeia emPiwong ko
XElpotexviag, mapopola pe to Minecraft, aAAd pe toug d1koug Tou
pHovadlkoug pnxaviopoug kot atodntikn. (Hu, Y. 2022).

e Grand Theft Auto Series (specifically from GTA Il onwards): Av kat givat
YVWOTO yLa TLG AMTOOTOAEG LOTOPLAG TOU, N OELPA TIPOODEPEL EKTETAUEVOUG
QaVOLXTOUG KOGOUG OTIOU OL TTALKTEG UItopouV va avaAdBouv AnBog
SpaoctnplotiTwy €KTOC TG KUpLag adriynong. (Phelps, A. 2023)

e The Elder Scrolls Series (Skyrim): OL maikteg punopouv va e€epeuvioouV
TEPAOTLOUG AVOLXTOUG KOOHOUG, VA EUMAAKOUV OE AXEG, VOl
oaAAnAerudpdoouv pe NPC, va evtaxBouv og moAEUOUG Kal AAAQ TTOAAQL.
(Spudié, K. 2023)
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¢ Red Dead Redemption Series: Aventuyuévo amno toug Snuloupyoug tou GTA,
QUTA N OEPA TPOODEPEL TEPAOTLEG OKNVEC AVOLXTOU KOGHOU OTNnV aypla
Suon, cuvbualovtag apnyNUATIKEG AOOTOAEG e e€epelivnon sandbox.
(Wright, E. 2023)

e Cities Skylines: Eva matxvidt sandbox yLa tn LnXawvikr, TV KATAOKEUR, TNV
e€epevvnon kat tnv enpiwon oto dtaotnpa kot otoug mAavntes. (Jolly, R.
2023)

e Roblox: To Roblox, wg mAatdoppa sandbox avtmpoowmeveL pia aAlayn
OTOV TPOTIO LE TOV OoToio avTiAapuBavopaote ta atxvidia. Emtpenel tnv
dnuoupyia, TNV avtaAAayn Kot thv pabnon LEca o€ Evav avolXto
Sladpaotiko koopo. (Gao, Y. 2023)

Autd gival pepLKA LOVo Topadelyuata, VW UTTAPXOUV AUETPNTA GAAL TToxVidLa
Tlou evtdaooovtal oto £i60¢ SandBox, kabéva amnod ta onoia npoodEpeL Lovadikoug
KOOLOUG KOl LNXOVLOMOUG yla va EEpEUVAOOUV Kol Vo AAANAETILO pACOUV OL TIAUKTEG.

1.6 Roblox

To Roblox, éva ¢pAobo&o €pyo mou Eekivnoe amod toug David Baszucki kat Erik Cassel
10 2004, £ekivnoe To TaibL tou uTo To dvopa DynaBlocks. Qotdoo, To 2006, pe TNV
enovopacio Tou o€ Roblox, dpxloe va avadlapopdwvel To avopapa Twv online
riaxvidlwy (Schroeder, 2007). AvtiBeta amnd TG cuuPaTIKEG EUTELpieg matyvidlou, To
Roblox &gv oxebldotnke anmAwg wg eva matyvidt, aAAd wg Evag amepavto cUUIAyY,
OTIOU OL TMALKTEG UIOPOUV VoL SnLoupyouV Ta SIKA ToUG Ttatxvidia Kot UmeLpieg.

H apxttektovikn Tou Roblox Baoiletal otnv apxn tng evioxuong tou xpriotn. Avti va
TapExeL pa povadikn, mpokaboplopévn adniynon, To Roblox, péow epyaleiwv Omwg
1o Roblox Studio, mapéxel otoug maikteg Ta KATAAANAQ HEoa TNG avamtuéng
riaxviSlwyv. Tétola eAeuBepla, e TN OELPA TNG, YEVVNOE L TANOWP O ELKOVIKWV
EUTELPLWY, TIOU KUpaivovTal amod anAég mpokARoeLg parkour €wg TTOAUTIAOKEG TTOAELG
TIOU TIOLPQTIEUTTIOUV OTA TIPAYLATIKA aoTikd kévipa (Fields & Kafai, 2010).Kabwg to
Roblox au§nOnke og SnuotikoTnTa, MPOcédePE pLa vEa SLAOTAON OTO KOWWVLKO
riaxvidl. OL naikteg Sev meplopiloviav otoug pOAOUG ATAWY TIALXTWY, OUWG
avaduinkav wg Snuoupyol, OXESLAOTEG, KoL AKOMOL KOLL ETILXELPNMATIEG. AUTA N
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ouvBeon POAWV EXEL EUMAOUTIOEL TOV KOLVWVLKOTIOALTIOLKO LOTO TNG TAQTOpUA,
Snuloupywvtag MoAUApLOUES KOWVOTNTEG, N KABE pia xapaktnpllopevn amo tn Sikn
™G nOwA kot aéieg (Jones, 2019).

To olkovopLko cuotnua tou Roblox, mou Baociletal oto £lKoviko vouLopa '‘Robux’,
elvat éva dAo otolxeio ou agilel va onpelwBel. Népav Twv entpavelakwy
oUVOAAOYWV EVTOG TTOUXVLELOU, AELTOUPYNOE WG EKTTALOEVUTLKO £pyaleio,
€EOLKELWVOVTOG TOUG VEOUG LE TA BAOLKA OTOLXELA TNG OLKOVOLAG, TN SuvauLKA Tou
eumoplou, KaL TG EMIXELPNUATIKEG TipooTiabeLleg (Wagner, 2016). ApkeTeg avadopEg
akopa emonuavouv edrfoug nmou katddepav va kepSloouv TPAYHOTIKA XPHHOTA
Héoa amd TN Snuloupyia Kal TV MWANGN ELKOVIKWY OVTLKELLEVWVY LECO OTNV
mAatdoppa (Nelson, 2018). Eivat emiong a§loonueiwto otL T0 Roblox, cav
TAQTPOpHA, EXEL XPNOLUEVOEL WG BoNONTIKO HECO yLa eKTTALSEUTLIKOUG OKOToUG. OL
EKTIALOEVTIKOL €XOUV avayvwpioel To Suvapko tou Roblox otnv mapoxn pag
EUTMAOUTIONEVNG, OAANAETUS PAOTIKAG EKTIALOEVTIKAG EUTELPLAG, TIPOTdEPOVTAG
OTOUG HaBNTEC Toug T Suvatotnta va e€epeuvoly, va SnULOUPYOUV Kal val
pnaBaivouv péoa og €vav SUVAULKO Kol EAKUOTLKO ELKOVLKO KOopo (Robinson, 2020).

Evw to Roblox givat pia mAatdoppa mayvidlov, n cuvelopopd tou otnv texvoloyia,
TNV KOWwvia, Tov MOALTLOMO Kal TV ekmaidevon eivat adtapdiofitnin. AnoteAel
Eval PWTELVO TOPASELYHO TOU TIWGE OL ELKOVIKOL KOOHOL UITopouV va
eNavanpoobloploouV TG KOWVWVLKEG Kal TeExVOAoYLkEG Stadikaoieg. Oco n
TeEXvoloyia mpoxwpd, to Roblox avapévetal va cuveXLoEL va mPooapoleTal Kal va
e€ellooeTal, MAPEXOVTAG VEEG KAL CUVOPTIOLOTIKEG EVKALPLEG YLOL TOUG XPHOTEG TOU OF
OAo tov koopo (Thompson, 2021).

Xpnoeig tou Roblox

Elocayopevo otov PndLako kéopo amo tov David Baszucki kat tov Erik Cassel to 2004,
10 Roblox apyikd avtthapfavotav wg pa arin mAatdoppa dSnutoupyiag moyvidiwy.
QoT000, L€ TO TEPACHA TOU XPOVOU, N SUVOLKOTNTA KaL N TIPOCAPHOCTIKOTNTA TOU
TO £XoUV KaBLEpWOEL WG éva TTOAUSLACTATO OlkocuoTtnua, Stapopdwvovtag amno
Stadopeg aAAnAemidpaoelg xpnotwv (Schroeder, 2007). Evw to ntawyvidt oto Roblox
napapével OepeAlwdeg, n vLoBETNON AAA WY TOUEWY, OTIWG N eKTtaideuan, n
OLKOVOLa KAl OL KOWWVIKEG AAANAETILOPACELG, £XEL SLEUPUVEL TAL OPLA TOU TL UTTOPEL
VoL ETUTEUXOEL EVTOG ULAG EVIALOG ELKOVLKAG TTAATDOPLALG.
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Eknawdeutikég emuntwoelg tou Roblox (Educational Implications of Roblox)

H ala tou Roblox otov ekmatdeutiko topéa ivat adltapdiofritntn. Me v xpron
tou Roblox Studio, evog oAokAnpwpévou TepBAANOVTOG APLEPWHEVO OTNV AVATTTUEN
TIaLXVLSLWyY, oL XpAoTeg, Lolaitepa oL veodTepOL, ELCAYOVTOL OTA BACLKA TOU
TIPOYPOULUATIOMOU Kal Tou oxedlaopou matxvidiwyv. To Roblox otnpilel tnv mpaktiki
OKEWYN, TN KOTAOKELAOTIKY Snuloupyia kat Tnv Staxeiplon mMPoPANUATWY LECW TNG
TIPOKTIKOTNTOG IOV To Xapaktnpilel (Fields & Kafai,2018). H oucia tng ekmaidbevong
STEM (Emwotiun, Texvohoyia, Mnxavikr), Mabnuatikd) cupneptAapBavetal Kot
yivetal mpooBAotpun otoug LabnTeg oe AUTOV TO ELKOVIKO TOHEQ, KABLOTWVTAG TN
Stadikacio pabnong mo evéladpepovoa kat Stadpaotikr. AdokaAot Kat
ekmaldeuTikol €xouv ekpetaAleutel to Suvauiko Tou Roblox, xpnotuomnolwvtag to
WG TPOKTLKO epyaleio yla va tpowBricouv 1o eviladEpov Twv Hadntwv Toug
(Robinson, 2020).

Roblox évag Owkovopuikdg Mikpokoopog (Roblox an Economic Microcosm)

ZTOV OLKOVOWLKO TOMEQ, TO Roblox elval évag mepimAoKog ELKOVLKOG ayopamwANTHG.
To €lKoVLKO TOoU VopLoua, Ta Robux, xpnolpeouv wg LEco avtaAAayng yla tnhv
anoktnon dtadpopwv aVTLKELUEVWY, EEOTTALOOU 1 aKOUN KoL Tipoofaong o€ L6LKOUG
Pndlakolg xwpoug evtog Tou matyvidlou. Qotoco, to Roblox dgv mapapével amAwg
€vag TOTOG OMoU Ta madLa Samavouv elKkoViKA vouiopata. (Smith, A. 2020) Exet
e€eAxOel og pa mAatdoppa 6mou oL SnpLoupyol MEPLEXOUEVOU UTTOPOUV VAL
enwdeAnBouV olkovouLKA armo tig Snuoupyieg Tous. Mepikot Snutoupyot Exouv
petatpéPel tn dnuloupyia meplexopévou oto Roblox og mAnpng amacxoAnon,
QTTOKTWVTAG CNUAVTLIKA €008a amod TLg TWANCELG Kal TLg ouvdpouég (Huang &
Williams, 2013).

Kowwvikog lotdg tou Roblox (The Social Fabric of Roblox)

Mépa amo TOV OLKOVOULKO KOl EKTTALOEVUTLKO TOUER, TO Roblox mpoodépel emiong pia
mAatdoppa yLa kowwvikn aAAnAenidpaocn. Ol maikteg cuvaviwvtal, cuvepyalovtal
Kat Snpoupyolv pall eviog tng mAatdoppag. OL SuvaTOTNTES YLl KOWVWVLKH
oAAnAenidpaocn eival MAOUGLEG, E TIAKTEG TIOU CUUETEXOUV OE OUASEG,
Staywviopoug, abAnpata kat AAAEG SpaocTnpLOTNTEG ToU evBappUVOUV TV
KOLVWVLKN cuvdeoiuotnta Kot tnv opadikn epyacia (Boellstorff, 2015).
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H egeAwtikn mopeia tou Roblox (The Evolutionary Trajectory of Roblox)

Evw n mopeia tou Roblox éekivnoe pe éudaon oto maiyvidy, n mopeia tou dev Atav
kaBoAou ypapuikr. H cuvexng e€€AEn tng mhatdopuag, kabodnyolupevn toco anod
TOUG TIPOYPOUHATLOTEG TNG 000 Kal armd TNV TEpAcTLa BAon XpNOTWVY TNG,
umodnAwvel Tn SECUELON VLA TTPOCAPHOCTIKOTNTA KL KALVOTOMLO LE YVWOVA TOV
xpnotn. Tnv teAevtaia dekaetia to Roblox petapopdwdnke, mPooapuoOoTNKE Kal
avamTUXONKE AVTATIOKPLVOEVO OTLG TIAYKOOHLEG TAOELG, TLG TEXVOAOYLKEG eEEAIEELS
KOlL TLG AVAYKEG TwV Xpnotwv. (Steinkuehler & Williams, 2006).

Zuunepaivovtag, n moAumAgupn ¢uon tou Roblox To kablotd moAU eplocdtePO
arnod pa mMAaThOopua TtaXVISLWV. H KavoTtoog TpooEyyLor Tou otnv ekmaidevon, n
PEAALOTLKN QTIELKOVLON TNG OLKOVORLKAG SUVAULKAG Kal N {wvTtavA Tou Kowotnta,
HapPTUPOULV TNV eueALEia KaL Tn onpacia Tou otnv Yndlakn emoxn. Kabwg n
texvoloyia egeliooeTal kol Ta OpLa LETOEU TOU ELKOVLKOU KOL TOU TIPOYLATIKOU
apxifouv va BoAwvouv, mAatdopueg 6nwg to Roblox Ba dtadpapaticouv
avaudlofAtnTa avanoomnaoto polo otn Stapdpdwon Twv YndLakwy eUTELPLWV.
(Boellstorff, 2008).

1.7 TexvolAoyieg mou xpnotponolovv ta Virtual Worlds

Ol elkovikol kdopoL, tepimAokol otnv oxedilaon Kot eupeig oto nedio Toug, Exouv
otaBepa Sapopdwoel Eva xwpo oto untoBabpo tng avBpwILVNG-UTIOAOYLOTIKAG
oAAnAenidpaong. H yonteia toug, kKuplwg pLwpévn otnv eLPUOLOTLKA TOUG Kall
Tipayuatikn ¢puon, otnpiletal o€ €va PLOVTEAO TIPWTOTIOPLAKWY CUVSUOOTIKWY
TeEXVOAoylwv. (Barnett, J. 2018)

1. Fpadwka untodoyilotwv Kot PeaAlopog (Computer Graphics and Realism)
To UTIOAOYLOTLKA YPOLdLKA OTTTLKOTIOLOUV TOUG ELKOVIKOUG KOGLOUG.
MPoNYUEVEG TEXVIKEG ATELKOVIONG EXOUV avartuxBel katd tn Stdpkela
OEKOETLWV YLOL VOL TIPOCOLOLWOOUV TLG AETTTOUEPELEG TOU PWTOG KAl TG OKLAG,
dépvovtag otnv emidpavela 1o Babog kat Tov peaAlopo. Mapddetlypa avtou
arnoteAel To Ray Tracing mou avadelkvUEL TNV MPOCOOLWON TNG
oAANAeTidpaong dwTOG KOL OVTLKELLEVWVY SNLLOUPYWVTOG AVIAVOKAACELG,
SLaOAdoeLg kal pahakeg okLEG .ETol evteiveTal To BAB0G Kat 0 pEAALOUOG TG
oknvn¢ (Whitted, 1980). H Ambient Occlusion evtpldel 0TI LAAAKEG OKLEG,
16lwG o€ YWVIEG KOULOXLOMEG, TPOoWBwWVTAG AETTTOUEPELAKA TNV avTiAnyn Tou
BaBoug (Landis, 2002).
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2. Awtowon ywa Atadpaoctikotnta (Networking for Seamless Interactivity)
Ot kapSrakol MOAROL AUTWY TWV ELKOVIKWY KOCUWV cUyXpovilovtal LECW
LOXUPWV TEXVOAOYLWV SLKTUOU. AebSopEvou OTL auta Ta edia ocuxva
niepAapBdavouv tautoxpoves aAANAETILOPACELG LETOEU XIALASWY, av OXL
EKATOUMUPLWY, XPNOTWV, OL KALLAKOUUEVEG OPXLTEKTOVIKEG SLKTUWV
kaBiotavral emtaktikég. H Stakpion petady twv mpwtokoAAwv TCP
(a&omioto, Statetaypuevo) kat UDP (ypriyopo, pn diatetayuévo) kabiotatatl
kplowun €dw, e TO TEAEUTALO VA TTPOTLUATAL CUXVA Yot 0AANAETILOpAoELG OF
TIPOYHOTLKO Xpovo (Chen et al., 2005).

3. EupUOon péow tng Etkovikng kat Emauvénuévng Npaypatikotntog
(Immersion through Virtual and Augmented Reality)
H npoodatn avaBiwon twv texvoloywwv VR kat AR €xouv SwoeL oToug
€LKOVIKOUG KOOMOUG pLa auénpévn aiobnon eufuBiong. To Oculus Rift, To
HTC Vive kat 1o HoloLens tng Microsoft emttuyxdavouv tov €éAeyxo Tou
KEDOAALOV, TN POCAPROYI OTOV XWPO KAL TLG AELTOUPYLKEG XELPOVOULEG E
aloOntrpeg oL omoiol CUVOUOOUEVOL LE OTEPEOOKOTILKEG 00OVEG LPNARG
avaAuong, LETAPEPOUV TOUG TTALKTEG OE ELKOVLKOUG XWPOUG, OTIOU Kall
Blwvouv peaALoTIKEG eumeLpieg (Azuma, 1997).

4. NeppaArovrta kot AAAnAeridpacelg pe Al (Al-Driven Environments and
Interactions)
H texvntn vonpoouvn duvatal va auénoeL TNV TTOAUTIAOKOTNTAG KoL TNV
€VTaoN OV BLWVETOL GOUG ELKOVIKOUG KOOMOUG. Méow tou machine learning
kat twv neural networks ot NPCs (Non- Player Characters) éemepvouv tnv
armAoikn kaBobrynon tou mapeABovtog kat ULoBeToUV cuUTEPLDOPES TTOU
oUVASOUV UE QUTEG aVOpWTTWY TLG TPAYUATIKAG {wnG anpoPAemTa Kat
e€eAlypéva. Autn n e€EALEN €xeL kKavel Ta mepBaAlovta BeAKTIKOTEPA Kall
PEAALOTLKOTEPQA, TIPOCOLOLWVOVTOG VAV KOGO Omou {eL auBuTapkTa
(Yannakakis & Togelius, 2018).

5. YmolAoywotikd Nédog kat Enektacipotnta (Cloud Computing and Scalability)
KaBwg n dnpotikdtnta Twv ELKOVIKWY KOoUWV aufavotav paydaia,
EMEKTAONKE Kal n utodopr Tou amatteltal yla tnv urtoothpLén toug. Ot
OPXLTEKTOVLKEG KOTAVEUNMEVWVY SLAKOULOTWY, EVIOXUHEVEG amo to cloud
computing, emtpgnouv t Prloevia autwy Twv MEPLPAANOVTWY O€ TIOAAEG
vewypadkeg meploxeg, e€aodalilovrag StabeouotnTa Kat
elaylotonowwvtag tnv kabuotépnon (ping — delay). O onUePLVOG ELKOVLKOG
KOOHOG 6ev dphodeveital anAwg o€ vav povadilkd SLakopLoth, aAAd cuxva
KATAVEUETOL O TEPAOTLEG UTIOSOWEG cloud, KaBloTwvTag TOV AVOEKTIKO KOt
TPooBAcipo amno onoladAMoTe MEPLOX oToV KOOpO (Armbrust et al., 2010).
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6. Middleware kat Mpotunonoinon (Middleware and Standardization)
2e 6eUtepO MAAVO, TO evlLApeso AoyLloptko Spa e€aodalilovtag tnv
apéplotn dtacuvdeong MolkiAwv TEXVOAOYLWV OTOUG ELKOVLKOUG KOOUOUG. To
Unity kat to Unreal Engine, wg mAatdopueg, dtabetouv péoa yla tn
Snuoupyia elkovikwy mepBairoviwy mapdAAnAa OpwE npoteivouv AUOELG
middleware yia tn BeAtioTonoinon tng EMKkowwviog pEéow SIKTUOU KalL TNV
EVOWMATWON TG TEXVNTAG vonpoouvng. H VRML (Mwooa Movtelomoinong
Ewkovikng Npaypatikdtntag),ws npoomnabeia tunonoinong, eéaodalilel tnv
oUVOXI AVATTTUENG KOL EUTTELPLOG TOU XPOTN 0€ SLpOPETIKOUG ELKOVIKOUG
koopoug (Yannakakis, G. 2018)

7. ZoOvOeon 'Hyou kat Pwvig (Immersive Sound and Voice Composition)
H akouoTIKA EUMELpla 0€ Evav ELKOVIKO KOGUO glval to 6lo onuavtikn 6co
KOLL TO OTTTIKO TUAMA. ZUYXPOVES TEXVOAOYLEG, OTtwG N 3D nxntikr oknvoBeaoia
Kal N ouvBeon Pwvng, TPoodEPOUV OTOUG XPAOTES LA TILO PEAALOTLKN
OKOUOTLKNA eUmeLpia, evw tapdAAnAa dtacdalilouv Tnv aAAnAenidpaon pe
TOV ELKOVLKO kOapo (Moller, 2007).

8. Aodalela kai MNpootaocia Asdopévwy (Security and Data Protection)
H kowormoinon nmpoowrikwv 6eSouévwy Twv XpNoTtwv AapBavel xwpa péoa
o€ SLadiktuakeg dpaotnplotnTeg .MPOKUTTEL CUVETIWG TO {ATNUA TNG
npodoriong Twv 6edopévwy autwv. H kpurttoypddnon emttelel To €pyo
QUTO TPOOTATEVOVTAG ATIO EEWTEPLKEG ATEIAEG TNV TawTOoTNTA TwV(Diffie kat
Hellman, 1976).

Zupdwva pe ta poavadepBevTa, n TEXVOAOYLa TwV ELKOVIKWY KOOUWV glval évag
ouvlUAONOG SLaPOoPWV CUCTNUATWY, CAYOPIBUWV Kal TIPWTOKOAAWY TIOU
ocuvepyalovtal ylo va tpoodEPouV 0ToUG XPHOTEG Lo OAOKANPWHEVN KOl
peallotikn eumetpia. Me tnv e€€ALEN tng TEXVOAOyiag, avapéveTal va SoUpE akoun
TIEPLOOOTEPEG KALVOTOULIEG OTOV TOUEQ AUTO, TTOU Ba EVIoXUOUV TNV
euBuBLoTIKOTNTA, TNV AAANAETIIOpaon KAl TNV AoPAAELD TWV ELKOVIKWY KOGHUWV.
(Slosar, L. 2022)

KatoAnKTikd, avapévetal OTL oL ELKOVIKOL KOopoL Ba mai§ouv akopn mo onEavVTLKO
pOA0OTNV KOONUEPLVOTNTA MG, avoiyovTag VEoUG opilovteg oTnV Texvoloyia, TNV
eknaidbevon, tnv Yuxaywyia Kat tnv kowvwvikn aAAnAemnidpaon.
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2. Wnoakoi Koopot kat Mapkeg

ZTov XWpPo TNG Ynolakng emkovwviog kot aAANAemidpacng, oL ELKOVIKOL KOGHOL
QIMOTEAOUV ML EMOVAOTATLKNA ETiTEVEN. MPOKELTAL YLA TIOAUAELTOUPYLKEG
TAQTPOPHEG OTIOU OL XproTeG AAANAETILOpOUV PETAV TOUG OE TIOAAG eTtimeda.
Anpod\n kaBwg amodelkviovtatl ol xwpot, davtdlouv oTig eTalpeieg mpoodopa
niedia yla branding. Etotl, oL elkovikoi KOGROL KalL oL oTpaTnyLlkEéG branding cuvepyouv
HETAEL KaBopLoTIKA yeyovog Ttou XpnleL e€€taon . OL ELKOVLKOL KOGOL CUVLOTOUV
TIOAUSLACTATOUG XWPOUG OTIOU OL XPHOTEC, LECW avatars, SpaoctnplomolouvTal Kal
oAANAeTLEpOUV TOOO KOWVWVLKA, 60O KOl EUMOPLKO-0lKovouLKA (Bell, 2008). Ektog
Tou PuxaywylkoU Kal Tou SL1aoKedaoTIKOU TOUEQ, EMEKTEIVOVTAL TTAEOV KOl OE EKELVO
Tou branding mpoodEpovTtag Tou VEEG TIPOOTITIKEG.

H Undrakn emoxn pe toug avaduduevoug ELKOVIKOUG KOOUOUG, avatpododotel to
YEYOVOG OTL Ta brands amoteAoUV Toug oNUATOSOTEG UALKWVY KOl AUAWYV TIPOiOVTWY
HE €Uudoon oTNV OLOTNTA KAL TNV EUNLOTOoUVN Tou. To branding gv amootéAAeL
HOVO TipooeAKUOTNKA UNVU AT, OAAQ QTTOOKOTIEL OTNV AVEU OpwV SECEVCN TOU
katavoAwtr (Fetscherin & Lattemann, 2008). Emopévwg, Ta EUMOPLKA orApaTa
TiepvoUV otnv SLadpacn KAAWVTAG TOUG KATAVAAWTEG VAL TAUTLOTOUV pall Toug
KATAOTOON TIOU AMOPPEEL Ao TV KaBnAwtiki ¢uon Toug. ASldoelota
napadeiypata anoteAovv n Adidas, n Coca- Cola katto MTV nou enévéuoav o€
€LKOVIKA KATAOTAATA, EKOSNAWOELG KAl OAOKANPO VNOLA EVOWUATWUEVA OE
mAatdoppeg 0mwg to Second Life. Zkomog toug dev Atav AAAog anod Tnv e§apylpwon
™G emokePpotntag oe Snuodlia twv brands toug (KZero Worldwide ,2010). Agv
TIPOKELTOL YLOL OTTAEG ELKOVLKEG SLADNULOTIKEG TILVAKISEG, AAAA yLa SLadpaoTikoug
XWPOUG OTIOU Ol KATAVOAWTEG UITOPOUV va eUMAAKOUV e To RO0G TNG LAPKAG OE Eva
BaBbLa kaOnAwtiko eminedo. To elkoviko branding evéxel kwvduvoug. Katapxny,
odeilel va givat auBEeVTIKO Kol va eE0UOLWVETAL PE AUTO TOU TPOYHOTLKOU KOGUOU
yla va NV amoyonteUoeL Toug Xproteg (Barnes, 2007). Ol LAPKEG TIPETIEL VAL
eAlooovtal kat va avadlapopdwvovtal yia va ouuBadilouv e TOUG ELKOVIKOUG
KOOHOUG Ttou Stapkwg petaBaiiovtat. Texvoloyieg 6mwg n Elkovikn
Mpaypatikotnta (VR) kat n Emavénuévn Npaypatikotnta (AR) wpudlouy,
umocxovtal va B0AWOoOUV TEPALTEPW T OpLAL LETAEU TNG arttr§ Kot TG YndLaknig
TipaypaTkoTNTaG. Ta brands Ba dnuloupyouv Ynolakd dedopéva 1000 pEAALOTIKA
TIOU oL XprRoTeg Ba €xouv TNV aioBnon TG OUCLAOTIKAG KAl OXL TNG ELKOVIKAG Blwong
toug (Pine&Korn,2011).

Zuunepaivovtag, N CUVOPON TWV ELKOVLKWY KOCHWYV KAl TWV EUTIOPLKWY ONUATWV
avaoUVOETEL TO PndLakd PapkeTvyK. OL LApKeG, Tou dev eplopilovtal MAEOV oo
¢duoLkoUg xwpoug r mapadoolakd PEaa, EXOUV TO UTIOBAOPO TOU ELKOVIKOU KOGLOU
yla va eUMAEEOUV TOUG KATOVAAWTEG KOl VoL SLolpopdpwoouV eumeLpieg. OL LAPKEG
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miou Ba katadépouv va evowpatwbBolv otoug Yndlakoug kKOopoug Ba amokTtioouv
enalla aflodoya kEpdn (Barnes,2007)

2.1 Nwg ta brands pnopouv va evrtaytouv ota Virtual Worlds

H Baown W&€a twv Virtuals Worlds dev ival mepimAokn. AvaAutikotepa, TepkAeiouy
PnodLakég epmelpieg mou divouv tnv eukatpia tou mayvidlou, TnG epyaciag, Tng
ETUKOLVWVLOG e AAAOUG avBpwToug A akOpa Kot TNG ayopads. Eival akpaia n
nenoiBnon ot pe tnv YPnolomoinon tou kdopou sival emtopainig. Otav mpodkeLTaL va
nipowONnBel pa kawvotopog Wéa, dpuaotkd eival va umtapxouV ApdLTOAAVTEUOUEVEG
avTLOpAceLg amo tnv Kowwvia. MoAAEG eTXELPAOELG EXOUV NEN EVTOXTEL OTO VEO
PnodLako neptBarlov, oe Topeig Puxaywyiog aAAd KAl TUXEPWV TTALXVIOLWY ,0TWG
oupBaivel pe tn Nike kat tnv Adidas og matyvidia 6nwg to Fortnite and tnv Epic
Games, ETUTPEMOVTAG OTOUG TAUKTEG va dopoUlV abBANnTIkA mamouTola Kal agecouadp.
Ot etatpieg mpLv anodaocicouv va emevduoouyv o€ eva Pndlako matyvidl i unnpeoia,
elval eVAPEPES TWV TTAEOVEKTNHATWY KOL TAL LELOVEKTNLATWY HLOG TETOLAG
ETUXEPNUATIKAG Kivnong, kabwg ta Virtual Worlds eival évag véog KOopog
marketing. (Arya, V. 2023) Otav 1o Roblox €xeL 47 ekatoppUpLa EVEPYOUC XPHOTEG
KaBnuepLva, eival avapevouevo etatpieg evduong, umtodnong aAld kai
TEXVOAOYLKWV a§ECOUAP Va EMEVOUOUV UTIEPOYKA XPNUATIKA TTOOA yLa va
Stadnuiotouv. O epnPol naixteg tou Roblox 1 tou Fortnite, elval emiotnpovika
arnodedelypévo otL emBupolV va eival Stapkwg ot ViknTtéG. Av n Nike mpoodépovtag
Tou ta "véa ypriyopa abAntikd nanovtola”, tov fonba og auth tnv emdiwén tou,
TOTE TBAVO €ival va BeEARCEL KoL va TA AyOpACEL KOL OTNV TTPAYLOTLKOTNTA
avéavovtag TG TWAROELS TNG eTapiag. Avaloywe cupmepldEpovTal KoL ETALPLES
onw¢ ta McDonald's, n Nvidia kat n Microsoft. (Wongkitrungrueng, Apiradee, and
Lokweetpun Suprawan 2023). MpoimnéOeon yia kaBe brand sival va eAiyBel péoa
otov PndLakd KOOUO WOTE va anooofroel Toug KlvdUvoug tou Ba €xel
HOKPOTIPOBET A AUEAVOVTOG TAUTOXPOVA TIG XPNOTIKEG TOU amoAaBeEg. Emi
napadelypatt, plo pdpka payntou Ba ival o SUokoAo va kepdodoproel peoa
and pa Pndlakn untnpeoia texvoloyiag. AvtiBetwg, Ba eivat oAU o ediktd va
npowOnoeL Ta poidvta TG, av evtoxtel og va PndLako maxvidt payetpikig. Ot
EUMopLkES edappoyEg Twy Virtual Worlds avaBabpuilovrat paydaia amnd vewTtePLKES
ouumePLPOPEG TTOU KaTtalyi{ouv TNV ayopd mpoioviwy, yWwoTteG we "Social
Commerce". To Social Commerce umepvikd mAgov to "e-commerce" otig HMNA,
nipoBAenovtag 36 Stoekatoppupla SoAdptla to 2023. To "Kowwviko eunodplo”
xpnotpomnolel tnv aAAnAemnidpaon Twv avbpwrnwy mpowbwvtag tnv LW8Ea TNG
QAMOKTNONG POIOVTWV PECO ATtO EVAV TPLOSLACTATO XWPO KOl OXL LE TOV
napadooLako tPomo oto Sladiktuo. Autou Tou €i60oug oL cUVOAAQYEG LECA OTOUG
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PndLakolg KOoUouG PoodEpouv OANA 0dEAN oTa CUVAANACOOMEVA UEAN KABWG
ad’evog o xprotn €xeL tnv Suvatotnta tNG SOKLNG TOV TPOIOVIWY GE€ TIPAYHATIKO
XPOvo kal ad’etépou oL eTatpia avfavel Ta kEPSN TNG, 660 AUEAVOVTAL OL AVAYKEG
ToU KatavoAwTtr. OL KWAOELG TwV brands péoa 0TOUG ELKOVIKOUG KOGHOUG €ival
OUYKEKPLUEVEG. Katd mpwtov, emAéyeTal To target group Twv Katavalwtwy He Baon
Ta TPOLOVTA KAl TLG UTINPECLEG TTOU TIPOODEPEL, OL OTtoloL i Tw TMAEloTW €lvat
veapng nAtkiag, kabwg ekeivol elval katd kUpLo Adyw oL xprioteg tTwv virtual worlds.
AkoAoUBwg, Slevepyeite £vag aywvag KATAOKOTIELAG TWV GAAWVY ETALPLWY TIOU
TPOUTIAPXOUV GTOV XWPO Yl va KATtaAdBouv mwe Kal auTtég Ba auénoouv Tig
TIWANCELG KoL KAT' eMEKTAON TA KEPSN TOUG. EKTOG autou , avalntouvtol ePpapUoyES
(gaming, online video conference, social-commerce, k.a.) amno ta brands, péoa oTLg
omoieg Oa Bpouv mpocdopo £€56adog yLa va EMEKTEIVOUV TIG TWARCELG TOUG. ZUV TOLG
AaAAolg, elval amapaitnto va untdpxet eva business plan, dtapopdwpévo amno ta
OTEAEXN TNG ETALPLOG, OXETLKA LE TNV TOUG OTOXOUG, TLG KLV|OELG ,TOV QVTAYWVLOUO T
olkovoulka dedopéva kot puotka To Eekivnpa Tou brand 0Toug ELKOVLKOUG KOGHOUG.
(Wongkitrungrueng, Apiradee & Lokweetpun Suprawan, 2023).

e Emoyn otdyxou: KaBe brand otoxeleL mavta o€ CUYKEKPLUEVO target group
avBpwnwv avaioya Ta polovia / T untnpecieg mou mpoodépet. Zta Virtual
Worlds gotidlouv kupiwg og vedtepeg NALKieG pe Bdon ta dnpoypadikd
otolxeia mou StaBetouv. Auto cupBaivel SLotL to SLadiktuo Kat oL veol
PnodLakol kGopoL amevBUvVovTaL TEPLOCOTEPO OE PLKPOTEPEG NALKIEC. (Lee, J.
2022)

e [MMapakoAoUOnon avtaywviopov: Zxe60V TAVTA Ol ETILYELPNOELG
niapakoAouBouv Kal epguvolV TI§ KIVAOELG AAAWV avtiotolywv brands otoug
PndLakol g KOGHOUG, WOTE va KATtaAdBouv mwg Pmopouv Kal autol va
aUENOOLV TIG TTWANCELG TOUG LEYLOTOTIOLWVTAG TO KEPSOG LEoA OE Eva
MpWTOYVwpo neptBaiiov. (Adams, D. 2023)

e Avalntnon epappoywv: Ot elkovikoi koopol divouv tnv eukatpia ota brands
va SOKLUACOUV VEQ TIPAYHATA AAAA KAl val EMLITUXOUV TOUG OTOXO0UG TOUG
HakpompoBeopa. AnAadn, oL TEPLOCOTEPES ETLXELPNOELG TTPOooTIAB0UV e
Sladopetikd Tpomo va evtaxtouv ota Virtual Worlds mavw oe dtadopeg
edappoyEg (gaming, online video conference, social-commerce, k.a.).
(Suprawan, L. 2023)

o [poypappatiopnog tou Eekwvipatog: Kabe emuxeipnon Ba mpémnet va
Slopyavwvel Eva cupBoUALo omou Ba Stapopdwvouyv Eva business plan

OXETIKA LLE TO TIOTE €lval N KaAUTEPN ePiodog va yivel To Eekivnua Tou brand
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OTOUG ELKOVLIKOUG KOOMOUG. TO ETUXELPNMOTLKO TTAAVO QIOTEAELTOL OTTO
OLKOVOULKEG OVAAUCELG, EPEUVA AVTOYWVLOTWY, OTOXOUG, LEAAOVTLKEG
KWAOELG KaBwg Kal TwANoeLg mpoidviwy / umnpeotwv. (Carey, B. 2022)

Q¢ ek TouToU, Ta brands yivovtat A€oV SnULOUPYLKOTEPQ KoL avalnToUV VEEG
neBodoug mpowbnong toug mpooeyyilovtag TG epapuoyeg Twv PndLlokwv KOGUWY,
oL omoleg OpwWG evéxouv OAAA 0dEAN aAAd kat TtoAAoUG Kivduvouc. (Janet, B. 2022)

2.1.1 Néa Brands péoa otou¢ Wndrakoug Kdopoug

H aufavopevn evowpatwon Twv ELKOVIKWVY KOOUwV oTo Ttedio Tou Yndlakou
MAPKETLVYK AVOLEE TO SPOO YL VAl KOLVOTOMO TIOPASELY O OTLG OTPATNYLKES
branding. Ot avaduopeveg LAPKeG avalnTtouV SLOPKWE TTIPWTOTOPLAKES TIPOCEYYLOELG
yla va KAAALEPYHOOUV LOVASLKEG EUTIELPLEG VLA TOUG KATAVOAWTES KAl va
KAAALEPYAOOUV TNV TOUTOTNTA KAl TNV adooiwon tng Hapkag. Ol elkovikol KOoUOL
gxouv avadelxBel wg mAatpopueg mou Stadpapatifouv KaBopLloTiko polo,
EVOOPKWVOVTOG TN cUMBOAR TN TEXVOAOYiag Kot TNG SnULloupylkdTnTag,
ETUTPEMOVTAG OTLG LAPKEG VAL ETILUEANOOUV EEATOULKEVUMEVEG, KAONAWTIKEG EUMELPLES
Kal vl aAANAETULOPACOUV E TOUG KATOVAAWTEG LE VEO Kal EAKUOTLKO TPOTOo (Huang
and Benyoucef, 2013). Eva peydAo mOC00TO VEWV EUTTOPLKWY CNUATWY EXEL
gemndnoel péoa o€ AUTA Ta CUVOETIKA cUMMAVTA, SNLOUPYWVTOG OXOAACTIKA
ELKOVIKA TePLBAAAOVTA TTOU amtnXoUV TNV ouoia Kot To RO0G TG TAUTOTNTAG TOUG. 2€
autn tv Ynolakn apéva, oL Lapkeg amoAapBdavouy tnv eAeuBepia va opuhelouv
pa moAudidotatn napouacia, aflonolwvtag Stddopa otolxeia OMwG n ELKOVLKA
npaypotikotnta (VR), n emavénuévn npaypatikotnta (AR) kat n matyvidomnoinon,
yla va epmAoutioouv tnv aAAnAemnidpaon kat tn §€opevon Twv katavoAwtwy (Jung,
D., & Rauschnabel, 2020). H epudavion vEwV EUTOPLKWY CNUATWY COE ELKOVLKOUG
KOOHOUG uTtoypapilel pia kaipla e€€AEN ota mapadeiypata aAAnAenidpaong
METAEY KATAVOAWTWY KL EUTIOPLKWY CNUATWY. AUTEG oL TAaTdOpUES TpowBouV Eva
OUMBLWTLKO TteSL0 OOV OL KATOVAAWTEG UITOPOUV VA EUTIAAKOUV LLE TIG LAPKEG TTEPQ
aro TG OUUPATIKEG, CUVAANAKTIKEG AVTOAAQYEG, ETILXELPWVTAG VO EL0EABOUV O€ Evav
Topéa Buwpatikwv aAAnAemibpdoswv (Rauschnabel, Rossmann, & Tom Dieck, 2017).
H emippon Twv €LKOVIKWY KOOUWV lvat LOLailtepa €VToVn 0TOUG TOUELG TNG LOSAG Kal
TOU ALOVIKOU EUITOPLOU, OTIOU OL LAPKEG UITOPOUV VA SNLLOUPYCOUV ELKOVLKEG
Bitpiveg i ekBeoLakoUg XwpPoUG, SLEUKOAUVOVTAG TOUG KATAVOAWTES Val
e&epeuvnoouy, va aAANAETILOPACOUV KO OKOLN KaL VOl ayOpAOoOUV TTpolovTa PECO OE
€va elkoVIKO TepLBaliov (Kim & Forsythe, 2008). Mdapkeg ontwg n Nikeland €xouv
aykaAtdoel tnv mAatdopua Roblox, 6Tou n cuyXWVEUGON TNG ELKOVLKAG
TIPOYHOTIKOTNTAG KaL TG StadpaoctikdtnTtag whel tn d€opeuon TG LAPKOG KOL TLG
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EUTIELPLEG TWV KATOVAAWTWY OE TIPWTOYVWPES SLOOTACELG. AUTOL OL ELKOVIKOL XWwpoL
annxouv 1o R60¢ Kal TO OPAUA TWV EUTTOPLKWY CNUATWY, SNILOUPYWVTAG
TepLBAAAovVTO OTIOU OL KATAVAAWTECG UIMOPOUV va eptnynbouv, va
oAANAeTudpdoouv Katl akoun Kot va cURBAAOUV SNULOUPYLKA, KAAALEPYWVTOG HLLa
KoLvotnTa yUpw amo To eunoptko ofnua (Koles & Nagy, 2020). Evowpatwvovtag
akadnuaikolg Adyoug otn dtepelivnon auTwv TwV PALVOUEVWY, OL EPEUVNTEG
UTTOYPOLULLZOUV TOV LOXUPO QVTIKTUTIO TWV EUPUBLOTIKWY TEXVOAOYLWV OTNV €Vioxuon
™G Séopeuong Twv KatavaAwtwy. H duvapikn kat Stadpaoctiki ¢uon Twv ELKOVIKWY
KOOMWV guBuypapuiletal aoya pE TG CUYXPOVEG oTpaTnYLIKEG branding mou divouv
TIPOTEPALOTNTA OTLG EUTELPLEG TWV KATAVOAWTWV Kal 0Tn SLadpaoTLkr EUTTAOKN
(Pantano, Rese, & Baier, 2017). Katd CUVETELQ, TA VEQL EUTIOPLKA ONLOTA TTOU
TIEPLNYOUVTOL OTOUG ELKOVIKOUG KOGOUG aLOTIOLOUV QUTEG TLG TAATHOPUEG yLa va
SNULoUPYRCGOUVY KOl VAL EVIOXUOOUV KOWVOTNTEG EUTIOPLKWY ONUATWY, VA EVIOXUOOUV
Vv adociwon Twv KaTavoAwTwy Kal va TpowBroouV TNV KOLVOTouia OTLG
oTpaTNYLKEG EMwvupiag (Hassouneh & Brengman, 2014). Eival {wtikng onpaciog va
TOVLOTEL N PEVOTOTNTA KAl N EVEALELQ TTOU EVUTIAPYEL OTOUG ELKOVIKOUG KOGUOUG,
ETUTPEMOVTAG OTLG LAPKEG VAL KOLVOTOMOUV CUVEXWG KaL va eEEAlOCOUV TNV ELKOVIKNA
TOUG Ttapoucia o UBUYPAUULON UE TIG AVASUOMEVEG TAOELG KOL TLG TIPOTLUAOELS TWV
KatavoAwtwv. H cuvexng mpdodog kal TEAELOTOLNCN TWV TEXVOAOYLWY TIOU
TP0d0S0TOUV TOUG ELKOVLKOUG KOGHOUG TOVI{OUV TTEPALTEPW TOV POAO TOUG WG
Baoikd epyadeia oTig otpatnyLkeg branding Twv VEWVY, avadUOIEVWV EUTIOPLKWV
onudtwv (Grewal, Roggeveen, & Nordfalt, 2017). ZupmepaopaTikd, N EVOwWRATWON
VEWV EUTTOPLKWY CNUATWY OE ELKOVLKOUG KOOHOUG OUITOTEAEL TNV ETULTOMN LOG
METAOXNHATLOTIKAG pAonG oto PndLako HAPKETLVYK KAl OTLG OTPATNYLIKEG branding.
BuBilovtag Toug KATAVOAWTEG OE TIPOCOUPOCHEVA, EAKUOTLKA Kot SLadpaoTikd
ELKOVIKA TIEPLBAAAOVTA, TA EUTIOPLKA CLATO UTTOPOUV VO KAAALEPYROOUV LOVASLKES
TAUTOTNTEG KOL VOL EVIOXUOOUV TNV aloBnon tng kowotntag Kot tng adooiwong,
npowBwvTtag £ToL TNV avamtuén kat TNV €£EALEA TOUG OTO AVIAYWVLOTIKO YndLakd
nedio.

2.1.2 Enéktaon twv vdplotapevwv Brands

H xprjon tou brand name o€ pa véa Katnyopia IpoiovIwy CUVLOTA L0 OTPOTNYLKA
marketing mou eivat yvwotn wg "brand extension" f "brand stretching", péow tng
omolag nmeplypadetal o Tpomnog eEAnMAwong tng papkag (Zheng, Baskin & Dhar, 2019)
JUpdwva PE TNV OTPATNYLKN, €va olkelo brand Sieyeipel eukoAOTEPQ TO
KATAVOAWTLKO KOO wbwvtag To o€ ayopes. Auth eival n mpoinobeon navw otnv
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omola Baoiletal n Bewpla. To véo mpoidv Ba TAUTIOTEL e TO XOPOAKTNPLOTIKA TOU
brand akopn kat av To véo mpoiov ev cuvdéstal e TNV Kablepwpévn papka (Deng
& Messinger, 2021). H 16¢a autr BeAtiwOnke otoug clyxpovous YnodLakoug
koopoug (Virtual Worlds). Qotdoo, 6ev xpnotpomnoleital to ekdotote brand yla va
auvénBouv ol TwANCELS piag etatpiag, aAAG oL PndLakol kKdopoL yla tnv dnpoupyia
VEWV LOPKWV, YEYOVOG TTOU avTLBaivel otnv cupPatiki xpron tTng LapKag yla tnv
npowOnon VEwv npoidovtwy f urtnPectwy. OL TTEAATEG AUTWV TWV ETALPLWVY Elval
UTTOOTNPLKTEG TNG ELKOVLKNG TIPOYHATIKOTNTAG, TNG TEXVNTHAG VONUOOoUVNG Kol GAAWV
ouVOPWV TEXVOAOYLKWV ETILTEVYULATWY TIOU OL ETALPLEG XpNOLLOTIOLOUV WG Slaudo
npowBOnong twv ayabwv toug kat anoteAovv npocdopo £5adog yla tn Bewpia tou
Brand Extension. ETOéVwG , oL TPONYUEVEG TEXVOAOYLEG KO TAL VEWTEPLKA TtpolovTa
elval Ta Om\a TwV ETALPLWV OTO KKUVAYLY TwV KatavaAwtwy. (Liang & Fu, 2021).

ErutAéov, n oTpatnyLkA EMEKTOON TWV UPLOTAPEVWV EUTIOPLKWV CNUATWYV EXEL YIVEL
€VOL ONUAVTLKO TIAPASELY LA OTO OUYXPOVO LAPKETIVYK, EVOWUOTWVOVTAG Lo
ouvBeon Kavotopiag Kot KANPOVOULAG EUMOPLKWY ONUATWY Ttou euBuypappiletal
HE Ta EEEALOOOMEVA KATOVAAWTLKA TOTTILA KAl TN SUVOLLLKT TNG 0lyopPds. ZTO
niepimAoko nepLBAAAOV TNG SLOXELPLONG TWV EUTIOPLKWY ONUATWY KL TOU LAPKETLVYK,
Ol EMEKTACELG EUTIOPLKWV ONUATWY OMOTEAOUV APTUPL TWV OTPOTNYLIKWY
T(POCOPHOYNG KOL TNG AVOEKTIKOTNTOG EVOG EUMOPLKOU OHHOTOG EV HECW TWV
petafariopevwy naiippolwv tng ayopdg (Keller, 2013). H cUANYN Twv
ETIEKTAOEWVY TNG LAPKAG CUXVA TTAONYELTE LE L0t OXOAQOTLKA TIPOCEYYLON,
UTTOKPUTITOVTOG MLt CUMBLwoN Twv Baotkwy afLwv pLoG LAPKOG KAl VEWV OTOLXELWV
TIOU OUVTOVI{OVTAL HE TLG CUYXPOVEG OVAYKEG KOL TIPOTLUAOELG TWV KATOVAAWTWY
(Aaker & Keller, 1990). H avaAutikr Stepevvnon tng npoodatng akadnpaikig
BiBAoypadiag amokaAUTTEL pia Stadopormolnpévn culTnon OXETIKA LE TLG
OTPOTNYLKEG EMEKTAONG TNG LAPKAG, UTIOYPAUUITOVTAG TLG LOXUPEG ETUPPOEC TWV
TEXVOAOYLKWV €EEALEEWV KaL TwV OAAAYWV 0TN CUUTIEPLPOPA TWV KATAVOAWTWV. Z€
autn Vv e€eAloodpevn ouvdeon, n Wndlomoinon avadelkvueTal WG Lo TPOUEPN
Suvapun, Tou KATEVUOUVEL TIG LAPKEG TIPOG KOLVOTOUEG ETEKTAOELG TIOU Bpiokouv
anAxnon otov YndLokd eyyevr KATAvVOAWTH KAl 0TA EKKOAATTTOUEVA TTESIA TOU
NAEKTPOVIKOU EUTOPILOU KAL TWV ELKOVIKWV ayopwV (Pappu & Quester, 2016).
ErutAéov, n yoviun EVOWUATWON TEXVOAOYLWY OTIWGE N EMAUENUEVN TTPAYLATIKOTNTA
(AR) kat n texvnth vonuoouvn (Al) Stadpwtilel véoug opilovTteg yLa TLG ETTEKTAOELG
TWV EUMOPLKWY ONUATWY, TPowBwWVTAG TG BEATIWUEVEG EUMELPLEG KaL TN S€OpEUON
TwvV Katavalwtwv (Huang & Rust, 2018). AvaAoylloevol TiG cUYXPOVEG TACELG TNG
ayopAag KoL TIG akadnUAikESG YWWOELS, elval mpodaveg OTL N BLwoLOTATA KAl OL
nOwot mpoPAnpatiopol €xouv SlelodUoEL oToV SLANOYO yLoL TNV EMEKTAON TNG
HAPKOG, KAAALEPYWVTOG IO apryncn TTOU UTIOYPOULILZEL TNV ETALPLKI KOLWVWVLKN
euBuvn (EKE) kat tig Blwolpeg mpaktikeg (Dwivedi et al., 2019). Autr n ropeia
EVOOPKWVEL TN SEOUEVON HLOG LAPKOG YL KOWWWVLKA Kat TteptBaliovtikn Staxeiplon,
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KAAALEPYWVTOG OXECELG LE TOUG KATAVOAWTEG TTou €8§pAlovTal OTNV EUMLOTOCUVN KAl
NV NOWKN tawTtion. OL LApKEG ToU TTAONYOUVTAL O AUTHA TNV TtopEia mapatnpouv
ouxva tnv evioxuon tng agiag kot tng adooiwong TnG papkag, n onoia anodidetal
OTOV CUVTOVLOMO QUTWV TwV a§lwV UE TIG LbeoAoyieg Kal TIG TPoodokieg Twv
katavaAwtwv (Laroche, Bergeron & Barbaro-Forleo, 2001). EmutA€ov, ot
akadnuaikég SlepeuvnoeLg UTIOYPAUUIOUV TN CNUACLO TWV OTPATNYLKWVY PE
ETKEVTPO TOV KATAVOAWTH OTLG TPOOTIAOELEG EMEKTAONG TNG LApPKaG. H
EKAETITUOHEVN KATAVONGCT TWV KATAVOAWTLKWY AVOYKWYV, TIPOTLUACEWV Kal
oupnepLdopwV SLEUKOAUVEL TNV ETUUEAELA TWV EMEKTACEWV TNG LAPKAG TIOU €lval
EYYEVWC EVOBUYPAUULOPEVES UE TIC ATIALTAOELG TNG AYOPAC, EVIOXUOVTAG £TOL TNV
TAon ywa ertuyn €€EALEN TNG HAdpkag Kat amodoxn amo tnv ayopa (Volckner &
Sattler, 2006). Ot pApPKEG TTOU ULOBETOUV UL OALOTLKE, KATAVOAWTOKEVTPLKN
T(POCEYYLON cUXVA SLaBETouV OTPATNYLKO TIAEOVEKTN LA, TIPOWOWVTAG EMEKTATELG
HAPKOG TTOU ATtNXOUV TN CUVADELX LE TNV OlyOPA KAl TNV ATtXNon OTOUG
KATAVOAWTEG. EV KATakAELSL, N oTPATNYLKA EMEKTAON TWV UPLOTAPEVWV EUTIOPLKWV
ONUATWVY 0TO CUYXPOVO TOTTO TNG ayopag eivat pia moAUTIAeupn Stadikacia mou
eNnpedletal amno tn cUBOAR TEXVOAOYLIKWY KALVOTOULWY, OTPATNYLIKWY LE ETILKEVTPO
TOV KATAVOAWTH Kal po Aemtr) evBuypAppLon e NOWKA InTAaTa Kal {nthuata
Blwotpotntag. Mo avaAuTikr) oUvBeon Twv akadnuaikwyv culNTACEWV KAl TWV
TACEWV TNG AyoPAG LUTIOYPAUUIEL AUTA Ta OTOLXELD WG Kalplag onuaciog yla tTnv
TIAORYNON OTNV TOAUTTAOKOTNTA TWV EMEKTACEWVY TWV EUTIOPLKWY ONUATWY,
npowbwvtag SLadpoUEG IOV €XOUV amnxnon otn SE0UEVON TWV KATOVAAWTWY, TNV
adooiwon oTo UmopLKo onpa kat tn Blwoun avarmntuén. (Bushell, C. 2022)

2.2 H teXvoloyia TwV EMXELPHOEWV GTNV UNNPECLO TWV
Brands otouc Wnorakoug Kéopoug

Apxikad, oL Ynolakoi koouoL eivat epBAANOVTA TTOU UTIAPXOUV OE TPELG SLOOTACELS
KOl ETILTPETOUV OTLG ETALPLEG VA AVATTTUEOUV PEAALOTIKEG TIPOCOUOLWOELG TWV
TPOIOVTWY N TWV UTINPECLWV TIOU TIapEXOUV. OL TEAATEG Ba £XOUV HLLOL TILO KOTAVONTH
€LKOVA YLA TO TL TPOKELTAL VA ayopAcouV Kabwg Kal oL etatpieg Ba pmopouv va
Soklpudoouv veeg LoEeg mpoiovtwy. Emeldn, ol Pndlakot kdopoL eival evepyol xwpot,
oL etaupieg elvat og B€on va Statnpouv {wvtavn thv mapoucia tou brand akoua Kot
otav dev 1o Stadnpuilouv evepya. (Seok, 2021) EmunmAéov, o véog Pndlakog KOGUOG
elval pa Kown mpayuatikotnTa, N omoio ETUTPEMEL OTLG ETALPLEG VOL EXOUV LA TILO
otevh aAAnAenidpacn pe ToUG KATAVOAWTEG 0€ PEYAAUTEPO eTtinedo amo otL
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yivovtav otov ¢puotkd kdopo. Auto Ba pmopoloe va xpnotpornolnBeil yia tnv
Snuoupyia véwv epmelplwyv omou Sev Ba pmopoucav va uAomotnBouv e PeYAAn
€UKOALQ OTNV MPaYUATIKOTNTA. ZUMMEPAOHATIKA, éva Virtual World eival éva
SLOSLIKTUOKO CUUTTAV TIOU TIOPEXEL OTLG ETALPLEG TN SUVATOTNTA VAL ETILKOLVWVOUV HE
TEEAATEG Ao OAo TOV KOoMOo. OL ETIXELPAOELG KAl oL celebrities xpnolLOTOLOUV QUTEG
TLG TAATPOPHEG WG LECO ETIEKTOONG TNG LAPKAG TOUG, SnUloupywvtag avatars mou
QVTLITPOOWTEVOUV TO brand toug kat aAANAETLOPOUV E TOUG KATAVOAWTEG. (Zhu,
2022) Celebrities omwc n Paris Hilton kat o Justin Bieber €xouv xpnoluonolioet
PndLakol s KOGUOUG WG AUECOUG TPOTIOUG OUVEEDNG LE TOUG BAUAOTEG KO
npowBOnong g Hapkag tous. MNa napadeypa o Justin Bieber €xeL xpnolponotroet
v PnodLakn mMAatdoppa yia Seifel otoug Baupaotég Tou, backstage amo cuvaulieg
n video-clips. Mg tnv dnuioupyia evog Pnolakou avatar mou avtumpoowrnelEeL Eva
brand, oL emixelprioelg kat ot celebrities eivat oe BEon va emekteivouv TV pHapka
TOUG KoL va €pBouv oe dpeon enadn e tov meAdtn. (Umar, 2019) Emtiong,
emxelprioets onwg n Coca-Cola kat n Nissan €xouv xpnotuomnotioet ta Virtual Worlds
yla tnv mpowBnon twv npoioviwy touc. H Coca-Cola Snuiolpynoe €vav €LKOVIKO
KOOMO Ue TNV ovopaoia "Coca-Cola World", émou oL xprjoteg pmopovuoav va
oaAAnAerudpdoouv pe to Coca-Cola brand kat va paBouv 6An tnv Lotopia nicw amno
v etapia. (Tran, 2021) E€ioou idla otpatnywkn akoAouOnoe kat n Nissan e tnv
dnuoupyia tou "Nissan World" yndrakov kdopou. OL xproteg pmopoloav va
Sdokipdoouv avtokivnta tng Nissan kat va pabouv OAa Ta XapaKTNPLOTIKA TWV
oxnMatwv. (Alvarez et al, 2019) Ta mopamavw ATAV HEPLKA TTopAdELyLOTA YLOL TOV
TPOTIO TIOU OL ETIXELPAROELG XPNOLUOTIOLOUV ToUG PndLakoUg Xwpoug yLa va
SnuLoupyrnoouv KaBONAWTIKEG EUTIELPLEG YLa TOUG TIEAATEG TOUG. OL ETUXELPNAOELG
TipEneL va AdBouv umtoyn T VEEG oTpatnyLkeg marketing, branding kat Stadripong.
(Oxford Analytica, 2019). Qotéoo ta brands kat ot celebrities 6a mpémnel va
yvwpilouv kat toug mbavoug Kivbuvoug mou cuvdéovtal pe to marketing ota Virtual
Worlds, 6nwg n kAomr) avatar KoL To apvnTtiko MEPLEXOEVO TIOU SnULoupyEitaL amo
XpNoteq. (Molina, 2021). EQv pia etatpeia SV XpnOLLOTIOLEL TOUG VEOUG ELKOVIKOUG
KOOMOUG yla Adyoug marketing, emwvupiog kat dStadnuiong, untdpxel mbavotnta va
XAQOoEL TNV gukatpia yla va emektabel o€ mePLOCOTEPOUC KATAVOAWTEG. TEAOG, OTAV
€va brand okédtetal va aglomooel Toug PndLakols Xwpoug yLa AOyous
npowOnong, Ta 1o onUavTka Bripata ou Ba mpémel va akoAouBnioet ival va
dnuLloupynoel pa Loxupn mapoucia, va aAAnAEMLIOpACEL e TOUG XPAOTEG KAl va
nipoodEpeL KATL TOAUTLLO oToug teAdteg (Kevins, J. 2022)
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2.2.1 Ewoviki Mpaypatikotnta (Virtual reality — VR)

Emiotpeg Omwg auTtég Twv UTToAoYLoTWY Kal TG PuxoAoyiag cuvepyaoTnkav
SnuLoupywvtag Eva cUYXPOVO TEXVOAOYLKO ETTEVYUA, TTOU TIPOODEPEL KAONAWTLKEG
Kol PEQAALOTLKEG EUTELPLEG. AUTO Sev elval GANO amd TNV ELKOVIKN TPAYLOTIKOTNTA
(VR) . Ekelvn, wg xwpog Stadpaong, avtavakAd Kol v LEPEL UTIOKAOLOTA TV
npayuatikn {wn (Biocca & Levy ,1995). Me tnv mapodo Twv £TWV, N ELKOVIKA
TPOYHOTIKOTNTA €XEL EEALXOEL KL OV O PEAALOTIKOTEPN TOCO TOV aKASNAIKO 000
KOl TOV EUTIOPLKO XWPO.

H elkovikn mpaypatikotnta eivatl cupdputh pe Babid aicOnon "epupuBiong” mou
BLwvouv oL XpAoTeG. Agv TIPOKELTOL ATTAWG VLA [LLOL OTTTLKH EUMELpiat AAAQ yLoL TNV €€
oAokAnpou Blwon pLog vEag payoTIKOTNTOG HE TNV CUMUETOXN OAWV TwV
atobnoewv (Slater,2003). H epBUOLoN cuvenwg umtepBaivel TNV OTTIKA LKOwoToinon
Sleyeipovtag 1o cUVOAO TwV ALOOACEWV UTTOOXOUEVN EVa TIPWTODAVEG
noAvatcOntnplako PnoLako tagidt. OL pLl{ooTIAOTIKEG VEEG TEXVOAOYLEG EVvioxuoav
NV €€EALEN ELKOVLKNG TIPAYHOTLKOTNTAG. ATIO TIG amAoikeG 00dveg mou
tomoBeTouvtav oto KePAAL Tn Sekaetia tou 1960, WG TIG CUYXPOVEG CUCKEUEG OTIWG
1o Oculus Rift kat to HTC Vive unipée pia Beapatikn mpdodog mou nmpowOnoe tnv
OTTTLKN EUMELPLO UE TNV CUMMPAEN TNG ATTTIKAG TEXVOAoyiag H texvoloyia autr ékave
TOV ELKOVLKO KOO0 0adws peaALoTIKOTEPO (Srinivasan & LaMotte, 1995). Zto onueio
QUTO ONUAVTLKO POAO ETaLéav OL TTOU aLoONTOMOLOUV TOUG ELKOVLKOUG KOGHOUG
(Brooks ,1999). Auto cupBaivel kaBwg telvouv va ekundevioouv tnv kabuotépnon,
yeyovog nou e€aodalilel tnv opaln kivnon. Etot, Statnpeital n auBeviikotnTa TG
ELKOVIKNG EUTELPLAG. MLOL ECTLACUEVN ETILOKOTINGN TWV EGAPHOYWV TNG ELKOVLKAG
TIPOYHOTIKOTNTAG avaSELKVUEL TIG SUVATOTNTEG TNG 0€ SLEUPUEVOUG TTAEOV TOUELG
,OTIWG TNG LVYeiag, yla BeparmeuTikoUg o0KOTIOUG Kal TG ekmaidguong, Omou n
Sladpaon ouvemikoupet ,av Sev avtikablotd, Tig mapadootakeg peBodoug
Sbaokaliag (Rizzo et al., 2011). TEtoleg OLkiAeG epapuoyEg avadelkviouv OxL LOVO
TNV gVeAL§la TNG ELKOVLIKNAG TTPAYHATIKOTNTOG AAAd Kal T duvatdtnTd Tng va
HEeTappUBOUioel oAOKANpoUG KAASOUG. EmumAgéov, afloonueiwtn ival n cupBLwWTIKA
OX€0N TNG ELKOVLKNG TIPAYHATLKOTNTOG HE AANEG avaduOpEVEG TEXVOAOYLEG, OTWG N
enauénuévn mpaypatikotnta (AR) Kot n Uikt mpaypotikotnta (MR). Autég ot
Slaotaupwoelg Sleuplvouv Toug opilovteg Tou TL Unopel va pavtaotel kKavelg,
UTTOOXOMEVOL EVaL LEAAOV OTTIOU TOL OPLAL LETAEY TOU atTtoU KAl TOU ELKOVIKOU Oa
BoAwoouv. (Rogers, J. 2022)

ZToV TUPAVA TNG N €LKOVIKA Tipaypatikotnta (VR) anoteAel anddeién tng
avOpwrvng epeupPETIKOTNTAG KaL TNG adlakomng emdiwéng Tng katvotopiag. H
Stadpopn TG, amo tn cUAANYN LEXPL TNV VAOTIOINON, TTAPEXEL LA ELKOVAL TNG
OUVEPYELAG TNG SLEMLOTNMOVLIKAG cuvepyaoiag. OL opilovteg TNG ELKOVIKNG
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TIPOLYHOTIKOTNTAG €lval TEPAOTLOL KL TIEPLOPIlOVTAL LOVO ATIO TO TEPLYPAUUA TNG
¢davraoiag. (Rizzo, A. 2011)

2.2.2 Enavénpuévn Npaypatikotnta (Augmented Reality — AR)

H Enauénuévn Npaypatikotnta (AR) akpofatet petafl Pndakol katl tou Gpucikou
KOOMOU, TipowBwvtag TAnpodopieg Tou dSnuloupyouvtal anod UTTOAOYLOTH OTOV
TIPOYHLOTLKO KOOHO O€ TIPOYHATIKO XpOvo. H TipoEAEUON TNG UIMOPEL VOL EVTOTILOTEL OTO
1968, otav ol lvan Sutherland kat Bob Sproull avéntuéav 1o mpwto cuotnua 006vng
niou tomoBeteital oto kepaAl ("A Head-mounted Three Dimensional
Display,"Sutherland & Sproull, 1968).

AuTO 1O MPWLO cuoTNUa Ttapeixe pa utotunwdn popdn AR. H opoAoyia autnh ivat
OpKETA peTayeveotepn kal anodibetal otov Tom Caudell, katd tn StdpkeLa TnG
Onteiag tou otnv Boeing (Caudell & Mizell, 1992). H AR Baociletal otnv avtiAnyn tng
TIPOYHOTIKOTNTAG EVIOXUMEVNG WE oTolxela aAAnAenidpaong oto meptBaAiov Tou
XPNOTN, YEYOVOG TIOU TIPAYHOTWVETAL LE TNV XPron €PEBLOUATWY TTov ameuBuvovtat
o€ OAeG TIG aloOnoeLg Sleyeipovtag teg otov peyLoto Babud. H alnAenibpaon oe
TIPOLYHLOTLKO XPOVO KAl N TPLOSLACTATN KaTtoypadr ELKOVIKWY KOL TIPOYLOTIKWV
QVTLKELLEVWYV amoTeAOUV akpoywviaioug AiBoug yla tnv anoteAeopatiky epapuoyn
™G AR.(Azuma, "A Survey of Augmented Reality",1997).

Ot edpappoyeg tng AR gival avapiBunteg .Zekvouv oo tnv UyeLOVOULKA TtepiBaAdn
Kall EKTElVovTOL WG TNV Puxaywyla. ZTnv atpkn, n AR punopet va kaBodnynoeL toug
XEPOUPYOUG o€ TIOAUTIAOKEG SLASLKACLEG, EVIoXUOVTAG TNV akpifeLa, OMwE otnv
TepIMTWON XELPOUPYIKWY EMEURACEWY TIAPEXOVTOG TNV AVAAUGCN TNG AVOTOMLOG TOU
ao0Bgvoulg oe mpaypatikd xpovo (Bichimeier et al , 2007). Ztov topéa TG
ekmaidbevong, n AR €xel Suvatotnteg va poodépel Blwpatikn pddnon Bonbwvtag
TOUG GOLTNTEG va KOTAVORGoUV Kot va adopolwaoouy Tig yvwoelg (Billinghurst et
al.,2016). Qotdo0, OMWG 0€ OAEG OL TEXVOAOYLEG, £TOL Kal oTnV AR gvdExeTaL va
eMoxelouv Kivbuvol e TPWTAYWVLOTEG TNV PodoTiion Kot Tnv StaduAagn tng
LwTkoTNTOG TWV Xpnotwv. (Devagiri, J. 2022) Extog autou, eviomilovtal Kat
eunodia texvoloyLkng dpuong ,0mwe To MEPLOPLOMEVO OTTIKO Ttedio oTig 000veg AR
kat ta {ntApata avayvwplong (Kruijff et al., 2010). EmutAéov, n AR teivel va
TAUTLOTEL PE TNV TEXVNTH Vonuoouvn kaBwg uloBetouvtal peBoSoAoyieg UNXOVIKAG
HAabnong amno ta cuotripata AR. AUTEG oL TTPOoTIABELEG OAOKANPWONG ETILTPEMOUV
eva epBarlov AR pe peyaAUTePn KATAVONGON TOU TAQLCIOU EYLOTOTIOLWVTAG TN
EUMELpila TWV Xpnotwv. Ot adyoplBuoL mou otnpilouv TNV pnXavikn padnon
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ocuvduaopévol pe tnv UTtapén Baboug, umopolv va 08nyrHoouV o€ TTAOUGLOTEPA Kall
o kaOnAwtika meptBariovta AR (Sarbolandi et al., 2015). Map' 6Aa avta,
UTTAPXOUV KOLVWVLKOTIOALTIOLKEG ETULMTWOELG TTOU TIPEMEL va AndBolv unton. Me
NV tkavotnta tnG AR va erikaAumtel PndLako mepLeXOeEVO otov GUCLKO KOO,
TIPOKUTITEL N SuvaATOTNTA EMAVATTPOCSLOPLOHOU TWV SNUOCLWYV KAL LOLWTLKWY XWPWV.
Auti n duvntiki aAAayn EYEIPEL EPWTAATA OXETLKA LLE TO TIOLOG UIMOPEL val
umtayopeveL autd ta Pndlakd epyaleia kat tTnv NOLKA TwV EMAUENUEVWY XWPWV.

Ev katakAeidt, n mopeia tng Emavénuévng NpayupatikdtnTag, and tnv amapxn €wg
TNV TPEXOUOCA KATAOTACK TNG, AVTLKATOTTPLlEL Evav ocuVOVOUAEU A TEXVOAOYLKAG
T(POOSOU KAl KOWWVLIKAG tpooapuoyng. Kabwg ta opla petau tou Yndrakou kot
Tou dpuokou eivat Suobldkpita, yivetal kopudaia mPoTEPALOTNTA VLA TOUG
EPEVVNTEG, TOUG EMAYYEALATIEG KL TOUG UTIEVLOUVOUG TTOALTIKIG VAL AVTLULETWTILOOUV
OUVEPYATLKA TLG TIOAUSLAOTATEG TIPOKANCELG KAl EVKALPLEG TTOU TTapoucLdleL n AR,
Staodalilovtag pia apUoVIKH EVOWUATWON 0TNV KOONUEPLVOTNTA TWV XPNOTWV.
(Rauschnabel, P. 2022)

2.2.3 UX Design, HCI, HIl, Interaction Design

O oxedlaopog eumelpiag xpriotn (User eXprerience), Top€ag mou mpolmRpxeE , EYLVe
arodekTog Kal SNUOPIAAG WG ETLOTNUOVIKOG KAASo¢ mpdodata Adyw tng paydaiag
auénong Tou AoyLlopkoU Kal Twv Pndlakwv urtnpeotwv. O 0pog "eunelpia xpriotn"
ermvonOnke tn dekaetia tou 1990 otnv Apple and tov Don Norman , o onoiog
elonynOnke 6tL 0 6pog UX dev amevBuvetal anapaitnta povo oe Pnolakd mpoiovia
N untnpeoieg. Napatnpeital kAT EMEKTOON KOTAXPNON TOU OTOU LE TO TEPAG TOU
xpovou. To ZemtéuPpLo tou 2010 pia SteBvig opada cuvavtiBnke oto Schloss
Dagstuhl (Demarcating User eXperience Seminar) yia tnv Stacddnon tg moldtntag
NG EUMELPLAG TOU XpoTn. KataAnkTikd emonpuavOnkayv motkilot optopoi Adyw tou
Slemotnuovikou xapaktipa tng UX ,0mwe n UX wg Bewpla, wg pavopevo, wg nedio
MEAETNG KO WG TIPAKTLKA. ZUUdPwva Ue To I1SO 2008, auto mou amokaAeital
«eUMelpla» xprRotn glval oL eTUMTTWOoEeLS Kot Ta dedopéva mou SpATTEL TO ATOUO
,0poU €xel aAAnAembpAoeL e Eva Ttpoloy, Eva cloTnua f pia umtnpeoia.” (Felix van
de Sand and Pamela Zotz, 2020)

To UX eykoAnwvel Topelg ouvadeig pe tnv PuxoAoyia, Tov omTikd oxeSLACO, TOV
oxebLaopd aAAnAenidpaong, TNV euxpnotia, tnv npoofactudtnta, TNV SoKLu -
afloAdynon Kot TV mpotumonoinon. Eniong, ansuBuvetal o€ KOWVWVIKQA, TIOALTIOTIKA
Kall 0pyavwTLKA mAaiota yia KatdAAnAo oxedlaouo. H dnuloupyla pag epmetpiog

37



bev elval n dnpoupyia o oxedlaopog evog mpoiovtog .Eival n kaBodrynon yia tnv
TIPOYHATWON TWV EPYACLWV TOUG, TNV EMITEVEN TWV OTOXWV TOUG KAt TNV T(pooAn
TWV ouvalcOnuUATwWyY Toug OTaV XPNOLLOTIOLOUV TO TPoLovV. H eumeLpia Tou xprRotn
€€eTAleTal TO0O WG EUTELPLA OO0 KOl WG ATIOTEAECHA VADOPLKA HE TLG TTPOCOOKIEG
TOU XpNoTN, Ta aoBnuatd tou aAAG kot TV SldBeon tou va mpofel og afloAdynon
TOU TIPOIOVTOG ETELTA ATTO TNV XProN Tou. ATIOTEAECHA AUTOU TOU EAEyXOU €lval o
EMAVATPOCSSLOPLOUOG TOV LEANOVTLKWVY OTOXWV. ZUMMEPAivovTag, To UX apéxel pa
OALOTLKI) TTPOCEYYLON OTNV LEAETN TOU TPOTIOU LE TOV OTIOL0 oL AvOpwTtoL
oAANAeTdpouv pe TNV TEXVOAoyLa Kot ETULSLWKEL va AABEL UTOYN TLG
TLOAUTIAOKOTNTEG TWV AAANAETLOpAcEWY OTOV OXESLAOUO KaL TNV aloAdynon Twv
CUOTNHATWY KoL TWV UTtNPECLWV. TEAOG, N EUMELpia xprotn epeuva tnv Slapopdwon
TWV EUMELPLWV , TA BLWHATA TWV XPNOTWVY, TO AVAUEVOUEVA AAAA Kal T evEexOueva
Blwpatd Toug KaBwg Kot Ta UALKA KoL TNV TEXVOAoyla TTou XpnoLLomotiOnke.
(Andrew Wells & Kathy Chiang ,2017)

Interaction Design vs. UX Design

Agv pgnel va tautiletal o oxeSLaopog TG aAAnAeTidpaong e TNV EUMELPLa TOU
xpnotn. H Baoikn dtadopd petafl tou oxedlaopou UX kat tou Interaction design
€YKELTOL OTO TIWG Yivovtat avtAnmteg ol tAANAETILOPACELG TWV XpnoTwv. OL
oxeblaotég aAnAenidpaong divouv epdaon otn otypn tng aAAnAenidpaong He to
TPOLOV KOl IOOKOTIOUV 0TV BEATiWoN TG EUneLpla. MNa Toug oXESLAOTES
EUMELPLAG, N OTLYUA aUTA €lval €va pKPO HEPOG TNG AAANAETiSpaong He Eva Tpoilov
kaBwg ekeivol AapBavouv urtdPn OAEG TIG TAPAUETPOUG EVOG TIPOTOVTOG N
OUOTAMOTOG IOV aVTLHETWTTEL 0 Xprotng.EmMopévwg, To UX ouviotd mtuxn evog
YEVIKOTEPOU TPOTOU aAAnAemidpaong tou avBpwrou kat TnG mAnpodopiag 1 tng
texvoloyiag. (Regina Mays and Teresa Walker, 2018)

Human Computer Interaction (HCI) vs. UX Design

O 6pog Human Computer Interaction (HCI) anobidetal wg n aAAnAenidpacn tou
avOpWTOU LE TOV UTIOAOYLOTH. ATIWTEPO OTOXO EXEL TNV EEEVPEDN EVOG UNXOVLOMOU
niou Ba tou xpnotormoleitat yla tnv SleukoAuvon Twv oAANAETULEPACELG WG TTPOG
TNV anodoon Kal TV XPNoTkotntd Tout. Eviote, n HCl avadépetal BewpnTikd wg
oAAnAemnidpaon avBpwrou kat pnxavie. Mpokettat yla pa Bewpntiki Evvola
QIOCKOTIWVTAG 0TNV QTAOTIOlNON TWV TEXVOAOYLWV WOTE VA KaBLoTOUV
TIEPLOOOTEPO TIPOCPACLUEG KAl XPAOLUEG. O oXESLAONOG EUTELPLAG TOU XproTn Elvat
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EVOL TEPAOTLO SLETILOTNOVLKO TIESIO KOl ETILKEVIPWVETOL OTA EUPHLLATA TTOU TTAPEXEL
n HCI. Emopévwg, n aAAnAenidpaon xprotn kat urtoAoylotr) eE0UaAUVEL TNV EUMELPLA
HE TOV TPOTO aAANAemidpaong pe tnv texvoloyia. Zto UX epeuvdtal o TpOmog
XPNONG TOU CUCTAMATOG, EVIOTI{OVTaL TA TPOBANUATIKA ONUELO KoL ETLXELPOUVTOL
AUoeLg Tou eival amodektég. Otav oL XproTEG MPOTLUOUV £va IPOLOV O€ OXEON ME
KamoLo &AAo, xpnotpomnoteitat to HCI mou peAetd tnv YPuxoloyia Tou melatn /
XpNotn wote va SlepeuvnOel 0 AOYOG yLa TOV OTIOLO EKELVOG TIPOTLUA EVOL TIPOTOV
€vavtl kamotou. AkoAoUBwg, To UX emixelpel va Avoel To poBAnua BeATiwvovTtag To
T(POLOV E KPLTAPLO TLG TIPOTLUACELG TOU XPROTN WOTE VA YIVEL EAKUCTIKOTEPO.
(M.Rauterberg 2022)

Human Information Interaction (HIl) vs. UX Design

Otav n mAnpodopia avipeTwriletol we eva eEWTEPLKO, AVTIKELUEVIKO SedoEvo
€XovTag ETIKEVTPO TOV Xpriotn Kat Sivovtag épudoaon oTig aVAyKeS KAl OTLG
TIPOTLUNOELG TWV avOpwnwy, TOTE evoapKwVeTaL N aAAnAenidpacn avBpwrou Kot
nmAnpodopiag. O 6pog HIl BewprBnke otL mepikAeiel kaAUtepa "tnv moAumAokotnta”
n omola ennpedlel Tnv avalntnon Kat tn xpron mAnpodopLwv. MNa tov Adyo auto n
npoogyylon TnG aAAnAemnidpaong mAnpodopilwv tonobetel TNV HIl wg o Kowwvikn
ermotun. Qotodoo, yla va tonoBetnOet n HIl og éva euputepo MAaiolo eivat
anapaitntn n avaywyn otnv eumnetpia xprotn UX. "ol emotrpoveg mAnpodopiag
TIPETEL va avarmtuéouv Tpomoug yla va eetaocouv H aAAnAemnidpaon avBpwrnou-
nmAnpodopiag odeilel va e§eTaoTEL EMOTNHOVIKA WG ML eUpUTEPN Sladikacia mou
eunepikAeiel tn mAnpodopiag, Twv avBpwrnwy Kat tTnv texvoloyiag" (Marchionini,
2010). To Human Information Interaction kat to User Experience mapouaolalouv
ToAAA kowva ototxeia. MA€ov emikevtpo dev elval to cuoTNUA aAAA O XPOTNG KAl N
oAAnAenidpacn , OMwG MPOKUTTEL Ao TIG Mpooeyyioel Tng UX, ue éudaocn oto
ouvaioBnua kat ota povtéAa t¢ HIl (Kuhltau,2004) & (Nahl,2009). Opwg, untdpyouv
kat AAAa onpeia tou BAEMOUE va UTIAPYEL TTAPAAANALOUOG avApeoa otoug Suo
opoug. H HIl kat n UX cuykAivouv kaBwg kat ot Vo evotepvilovtal Tn onpacio Twv
QVayKWV KAl TO VONUO TNG XPAoNnG (use sense) IPOKELUEVOU va YIVEL KATavonTA N
oxéong aAAnAenidpaong avBpwrou kat texvoloyiag aAAd Kot TAnpodopiag, yeyovog
miou TpododoTteital anod tnv eunelpia tou dLou tou xprotn evroniloviag Tig
EUMELPLleG MANPOPOPNONG MEPLOCOTEPO ODALPLKA, EVOWUATWHEVES OTLG AVOPWTTLVEG
avaykec. (Heather L. O’Brien, 2011)
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2.3 Ta mAeovektipata twv Wnorakwv Koopwv ota Brands

210 SLopKwG EEALOCOUEVO TOTILO TOU PAPKETLVYK EUTIOPLKWY CNUATWVY KL TG
EUMAOKNG TWV KATOVAAWTWY, OL ELKOVLKOL KOoHOL Exouv avadelxBel og eva KopBLKO
ouvopo, poodépovtag Eva MARO0G MAEOVEKTNUATWY KOl LETACNLOTLOTIKWY
SUVATOTATWY yLa TA EUTIOPLKA oAATA. H EVOWUATWON TWV ELKOVIKWY KOCUWVY OTLG
OTPOTNYLKEG TWV EUTIOPLKWV CNUATWYV TIPOAVAYYEAAEL Lo TtapadeLlypatiky oaAAayn,
ouvbudlovtag tnv PndLakr KAVOTOpLA LE TIG KABNAWTLKEG EUMELPLEG TWV
KATAVOAWTWY, KAAALEPYWVTAG ETOL EUMAOUTIOUEVEG APNYNOELG TWV EUTTOPLKWV
ONUATWV Kal cUVOETELG e Toug KatavaAlwtég (Hoffman & Novak, 2018). H
ETLOTNMOVLKA SLlEPEUVNON ALUTOU TOU CUYXPOVOU PaLVOUEVOU ATIOKAAUTITEL Eval
dAaopa MAEOVEKTNUATWY, OPLOOETWVTAG TOV TPOTIO LLE TOV OTIOL0 OL ELKOVLKOL KOGHLOL
UopoUV va avuPwoouv Tnv mapouacia tng Lapkag, Tn 6E0UEVON TWV KATAVOAWTWY
Kal tnv eLBEAEL oTNV ayopd. H evvololoyLkh oucia TwV ELKOVIKWY KOOHWV WG
Stadpaotikwy, kaBNAwTkwv PndLakwyv eptarloviwy wbel Tiq papkeg oe media
BLWHATIKOU APKETLVYK, OTIOU OL KATAVOAWTEG UITOPOUV VA EUTAAKOUV LIE TLG
adnyAoELS TNG LApKaC LE TToAuSLaoTaToug Kot Suvapikoug tpomoug (Bulearca &
Bulearca, 2010). Npéodateg peAéteg tovifouv OtL auth n euPabuvon SteukoAuvel
pLa BaBLd epmAoKkA Twv KOTAVOAWTWY, KAAALEPYWVTOG OXECELG LE TLG LAPKEG TTOU
xapaktnpilovtatl and cuvalodBnuatiki anfxnon Kot adociwon (Jin, 2019). OL
ELKOVIKOL KOOHOL ETUTPETIOUV OTA EUMOPLKA orpata va urtepfouv ta mapadootakd
OpLA TOU PAPKETLVYK, KALVOTOMWVTAG TPOTIOUG yLa va alyaAwTtioouv To evéladEpov
TWV KATOVOAWTWY KoL VA KAAALEPYHOOUV KOLVOTNTEG EUMOPLKWY oNUATwy. Ot
€LKOVIKOL KOOopOL TipowBouv emiong éva euvoiko mepBAAlov yla tn cuvnuoupyia
KalL TNV EVOUVAUWON TWV KATAVAAWTWY. Ot LAPKESG UITOPOUV VAL 0ELOTIOLC0UV QUTES
TLG TMAATPOPHEG YLa VAL a€LOTIOLOOUV TLG YVWOELG TWV KATOVAAWTwY, EvBappuvovTtag
TN OUMMETOXNA OTLG CUVONULOUPYLKEG SLASLKAGLEG TTOU EVNLEPWVOUV YLa TNV
avamntuén npoidoviwv kat tnv e€€AEN tng papkag (Fuller, Matzler, & Hoppe, 2008). Ot
OKASNUAIKES TIPOOTITLKEG SEIXVOUV OTL TETOLEG CUMUETOXIKEG SUVOHLKEG EVIOXUOUV
TNV €ENEVOUON TWV KOTAVOAWTWY OTLG LAPKES, TipowBwvTtag Tnv aicdnon tng
dloktnoiag kat TG ocuyyevelag mou aufavel tnv adociwon otig papkeg (Ind &
Coates, 2013). EmutAéov, n XPNOLOTNTA TWV ELKOVIKWY KOCUWVY 0TNV avAaAuon
6eb0UEVWVY KOL TNV EPEUVA KATAVOAWTWY EXEL UTIOYPAMULOTEL 0TNn cUyxpovn
akadnuaikn ouiAtnon. OL elkoVIKol KOGHOL amoTeEAOUV YOVLUO £6adog yLa TN
GUAAOYH QMOXPWHATIOHEVWV YVWOEWV TWV KATOAVAAWTWY, TNV TtapakoAoudnon Twv
TIPOTUTIWYV CUMTEPLPOPAG KOL TWV TIPOTIUACEWV HEoa oTo PndLako meptBaiiov
(Kumar, Anand, & Song, 2017). Ta 6gdopéva autd unmopouv va cupBaiouy
KaBOPLOTIKA OTNV POCAPOYN TWV OTPATNYLKWY HAPKETLVYK, TWV TIPOLOVIWYV KAl TWV
UTINPECLWV WOTE va eVBUYpappilovTal TTILo OAOKANPWHEVA LLE TIG AVAYKES TWV
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KATAVOAWTWYV KAl TLG TAOELG TNG Ayopd, EVIOXUOVTAG £TOL TO AVIAYWVLOTIKO
TIAEOVEKTN A KOL TNV OVTOTTOKPLON TNG QYOPAs. Z€ pia odaipa omou n Blwopudtnta
Kall OL NOKEG EKTLUAOELG AOKOUV OAO KO LEYAAUTEPN ETLPPON, OL ELKOVLKOL KOGLOL
TIAPOUCLATOUV EUKALPLEG YLa TLG LAPKEG VO EKPPATOUV TIG SECUEVTELG TOUG OE QUTEG
TG afleg pe Tpomo {wvtavo kal EAKUOTIKO. H Suvatotnta dnpLoupylog ELKOVIKWY
EUMELPLWV Kal adnyAoEwV TIou cuvtovilovtal pe Bepata BLwoLOTNTOG ETLTPETEL
OTLG LAPKEG VA ETILKOLVWVOUV TLG TPWTOPOUALEG ETALPLKNAG KOWWVLKAG euBUVNG (EKE)
Kall TV NOKNA Toug B€on pe cuvapmaoTtiki cadrivela Kot SnuoupykotTnTa
(Parganas, Anagnostopoulos, & Chadwick, 2015). Ev katakAeidt, n evowpdtwon Twv
ELKOVIKWYV KOOUWV OTLG OTPATNYLKEG TWV EUMOPLKWY ONUATWY onUatodoTel pa
LOXUPN TIOPELDL OTO CUYXPOVO HAPKETLVYK, TIOU XopaKkTnplleTal and eVIOXUUEVN
EUTTAOKI TWV KATAVOAWTWY, KABNAWTIKEG EUMELPLEG EUMOPLKWY CNUATWY KO
QTOXPWOEG YVWOELG TNG ayopAs. OL EMLOTNLOVIKEG EPEVVEG KOL OL TAOELG TNG
Blopnxaviag Stadwtilouv CUANOYLKA TO HETAOXNMOTLOTIKO SUVOHLKO TWV ELKOVLKWVY
KOOMWV YL TNV EVIOXUON TNG TAPOUGCLag TG LApKag, TG adooiwong Twy
KATAVOAWTWY KAl TwWV KAvoTopwv Stadikaoctwv cuvénuoupyiag. (Bushell, C. 2022)

3. MeAétn nepintwong tng papkog Nike

H Nike, pia maykéopia Suvaun otn Blopnyavio abAntikwy urtodnudtwy, evouudTwy
Kol €EOTIALOOU, €XEL SNULOUPYNAOEL VAl EUTIOPLKO OO TIOU E(VAL CUVWVUMO TNG
KOLVOTOLOG, TWV EMOOCEWV KAl TNG TIOALTLOTLKA G cuvdadeLlag. Ta teAeutaia xpovia,
OL ETILOTNOVLKEG YVWOELG TIOPEXOUV OTOXP W LATIOLEVEG TIPOOTITLKEG OXETLKA LE TNV
€€€ALEN tng papkag Nike, TIG oTPATNYIKEG TPOCEYYIOELG OTNV QYOPA KOl TNV
TIPOCOPUOOTIKOTNTA 0 Suvapkd katavaAwtikd tomia (Clark, Cornwell, & Pruitt,
2019). EvoopKwvovTag HLo OpXLTEKTOVLKA LAPKAG TTOU €lval avarmoomaota pL{wHEVN
otnv adnynon LoTopLwy, TNV TEXVOAOYLKH TIPO0S0 KAl TG IPOCEYYLOELG TTOU
ETUKEVTpWVOVTAL 0ToV KatavaAwth, n Nike mpowBel pla cuvapmnaotikn adriynon
TIou ouvexilel va €xeL amxnon o€ SLapopeTIkeEG dSnpoypadikég opadeg
KaTavaAwTtwv o€ 0Ao Tov Koopo (Goldman, Ramaswami, & Krider, 2020). H
otpatnykn papketvyk tng Nike elval pa cupBoAn Tng Kavotopiag Kat Twv
eMOPAOTIKWY adPNYNOEWV LAPKETLVYK TTOU OPLOBETOUV TNV 0UGLA TNG LAPKAG YLOL TLG
emudooeLg, Ta kivntpa kat tnv empovr). H épeuva Steukplvilel 6tL n Stadopomoinon
™G papkag Nike SteukoAuvetal o peydAo Babuo pEow tng cuVEXOUG KOVoTouiaG
TIPOLOVTWV KaL TNG TEXVOAOYLKNG EVOWHATWONG OTLG TPOoPOPEG TNG, OL OTIOLEG
ETUKOLVWVOUVTOL QTMOTEAECUATIKA LECW CUVAPTIAOTIKWY adnNyYROEWV LAPKAG KoL
otpatnylkwyv urtootnpeng (Schembri, Merrilees, & Kristiansen, 2010). Npdodateg
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MEAETEG EXOUV ETILONAVEL TNV E0TLAON TNG LAPKOG OTO KOVAALA AUETNG
ETUKOLVWVLOG PE TOV KaTavoAwTr Katl ota YndLakd olkoouoTHuata, Tou
ekbnAwvovtal Pe BEATLWHEVEG EUTIELPLEG TWV KATAVOAWTWY, EEATOULKEUEVN
b6€opeuon Kat OAOKANPWHEVEG xapToypadnoeLg TNG SLASPOUAG TWV KATAVAAWTWY
(Cervellon & Lirio, 2020). H gurmAokn tng LAPKOG KE TN BLwoLoTnTa KoL ThY
KOLVWVLKN €VBUVN €XEL EMioNG AMOTEAECEL ONUOVTIKO onelo eoTiaong otnv
akadnuaikn ouiAtnon. H Nike €xeL emidei&el pia évtovn d€opeuon otn Buwolpdtnra,
evowpatwvovtag GLAkd pog to eptBAAlov UALkA kat Stadlkacieg, yeyovog mou
evBuypappiletal pe TIg oUYXPOVEG TPOOSOKIEG TWV KOTOVAAWTWY KO TLG TACELG
nBwnR¢g katavalwong (Bendell, Miller, & Wortmann, 2021). Auto oxL pévo mpodyet
HLa BETIKA €lKOVA TNG LAPKAG, AAAG CUMPBAAAEL ETTLONG OUCLAOTIKA OTNV POTOON
aglag TG LAPKAG OTO OVTOYWVLOTLKO TOTILO TNG AyOoPAC. ZUMMEPAOHATIKA, N €EEALEN
™G papkag Nike kat n mapoucio TG 0TNV Ayopd EVOWLATWVOUV Lo TTOAUTIAEUPN
OTPOTNYLKNA TIOU XOPOKTNPLZETAL OO KALVOTOWIO, SECUELON TWV KATOVAAWTWY KO
TIPOCOPUOOTIKOTNTA. OL ETULOTNLOVIKEG YVWOELG UTIOYPALI{OUV TOUG OTPATNYLKOUG
TIPOCOVATOALOMOUG TNG LAPKAG TIPOG TLG KATOVAAWTOKEVTPLKEG TIPOCEYYLOELG, TLG
PYNPLOKEG EVOWUATWOELG, TN BLwoLoTNTA KAl TN Suvapkn adiynon LotopLwy, ot
omoieg cuANoyLka SleukoAUvouv TNV Loxupn agia tng LAPKaAG KaL TNV annixnon otnv
ayopa.

3.1 H wotopia tng Nike

H Nike ,n peyaAltepn etatpio aBANTIKWY UTTOSNUATWY, EVOUUATWY Kal agecoudp o€
OAo ToV KOOMO 16pUBNKe To 1964 amo tov abAntr otifou Phillip Knight tou
MNavemotnuiov Opeykov kat amno tov npormovnth Bill Bowerman pe to évoua Blue
Ribbon Sports .Zekivnoe avantiooovtag tn Sk TG OELPA AMOUTOLWY oTifou,
QIEKTNOE OUWG €006a WG Stavopéag tng lamwvikng etatpeiag umodnudtwy
"Onitsuka Tiger". O Bowerman nelpapati{otayv pe custom namouvtola tpesipartog.
Me tnv ouvépour SpoHEWV EMESIWKE TOV KALVOTOUO OXESLAOHUO TWV MPWTIOTUTIWV
nanoutolwyv TnG Blue Ribbon Sports. H kawotouia unpée to kAeLSL yla tnv
ETIEKTOON KL TNV emituyia tng eTatpiag. H etalpeia anoddoios va apxioel va
OUVEPYATETOL OKORLN TILO OTEVA LLE TNV LOTTWVLKN ETALPELN WOTE VO OVTAYWVLOTEL
AAAeG eTalpeieg tou dLou kAadou omwg tnv Adidas kat tnv Puma. To €tog 1966, oto
mAaiolo auTo n eTalpeia AvolEe TO MPWTO TNG KATACTNMA 0T ZAvta MOviKa TG
Maoaxouoetn. MéxpL to €1og 1970, n oxéon tng Blue Ribbon Sports kat tng Onitsuka
Tiger eixe dtappnxBel kaBwg o Phillip Knight mioteue 6TL N Lamwvikn eTatpeia
€BAarmte TNV olkovopkn duvatdtnta tng Blue Ribbon Sport va avantuxBel otig HMNA
.Eva xpdvo apyodtepa, n etatpeia ekivnoe tnv mpwtn Sk tng oelpd umodnUATWY
kal arnodaotloe va petovopaotel oe "Nike". To ovopa Nike emiAéxOnke amod tnv
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eAnviKn puBoloyia kat eivat To ovopa TnG Bedg TG vikng. Katd tn Stdpkela Tou
€toug 1971, n Caroline Davidson &énuioUpynoe to eUPANUATIKO EUTMOPLKO OHRUA
"Swoosh" yia apon) 35 Sohapiwv pe to onoio n Nike mpowBnoe moAAd npoidvta
NG otoug OAupmiakoUg aywveg Ztifou Twv HMA 1o 1971. Auth n ocuvdeon tng
etalpiog pe tnv Nike tnv BornBnoe moAu va enektabel og aBANTEG TOU XWpPOU
kAavovtag oAAEG cuvepyaoiec. To brand Nike e€aoddaAios kEpdn dU0 ekatoppUplwy
SoAapiwv KaTd Tov MPWTOo XPOVo AeLtoupyiag Kat TeTpanAdoia oe SUo xpovia
umnootnpifovtag Toug MPwWToug SlakekpLEvoug aBANTEG TEVLg, Jimmy Connors kat llie
Nastase. H Nike eixe emektelvel TNV avayvwpLooTnTa KOL TN SNUOTIKOTNTA TG OF
Olebveic ayopég tng Actag kat tng Notog Kopéag. To 1984, n umoothplée mepimou
e€Avta aBAntEG otoug OAUUTTLAKOUG AYWVEG, OL oTtoloL KEPSLoaV CUVOALKA e€RvTa
TEVTE METAAALAL. TOTE QVAYVWPLOTNKE OE TAYKOOLO ETUMESO PE ATIOTEAECHA VA
avénBouv katakopuda oL Sebveic mwANRoeLg. Tnv emopevn xpovia, n Nike katddepe
va urtoypdy el cupdwvia pe tov MakA T{opvtav, 0 onoilog apyoTtepa EyLVeE
avapdlofATNTa 0 LEYAAUTEPOG UMTAOKETUITOALOTAG OAWVY TWV EMOXWV. MEXPL TO
1991, n Nike Atav N MPWTN MAYKOOKLA ETALPLO LE TTAVW MO 3 SLOEKATOMUUPLAL
S6oAdpla,evw to 2015 n etatpeia gixe katadépel va anoktroel 30 SLoekatoppupLa
SoAdpla kataktwvtag TNV mpwtn B€on naykoopuiwg ota aBAntikd idn. TéAog, Tov
ArnpiAio tou 2019 n Nike katddepe va evtaxtel oto Metaverse pe ta "Cryptokicks"
XPNOLLOTIOLWVTOG VEEG LEBOSOUG MANPWHUAG, TA KpUTITOVOpiopata. (Ma, M. 2022)

Ao to 2019 €wg kat opepa n Nike mpoonaBei va StatnpnBel otnv vouuepo éva
B€on kol va xpnoLUoToLel OAEG TIG VEEG oTpatnyLkég marketing. (Hoffmann, 2020)

3.2 H Nike ko to Roblox evwvouv tig¢ SUVAELG TOUG GTOUG
Wnorakoug Koopoug

Tov NoéuBplo tou 2021, n Nike mapouctdleL Tov SLKO TNG EMWVURO ELKOVLKO KOO0
ue to ovoua "Nikeland" oto Roblox to omoio wg mAatdoppa Bvteomoayvidiwy xeL
47 ekatoppupla evepyoug xpnotes kabnuepva. (McDonald, J. (2021) Méow tng
"Nikeland" oL xprioteg Bpiokovtal oto maykoopLo kevtplko ypadeio tng Nike oto
Beaverton tou Opeykov. Oa UnmopouUce va TAPOUCLACEL LA EEAPETLKNA EUKALPLA yLA
va auénBel n avayvwpLlooTNTA TNG EMWVURLAG KAl VoL SOKLLAOTOUV VEEG LOEEG oTa
kawvoupyla oxedla manoutowwv. Eniong, otn "Nikeland" ot xprioteg tou Roblox
UITOPOUV VA CUYXPWTLOTOUV e AAAOUG, va Ttail{ouv mini games kal va dnuLoupyouv
TLG OLKEG TOUG EUMELPLEG XpNOLLOTIOLWVTOG SLAdPACTIKO ABANTIKO UALKO.
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Zuykekppéva, otn "Nikeland" oL xprioteg umopouv va amoAapBAavouy pia opd ano
TIPOKATOLOKEV OO EVWY TtatyvidLa, omwe to dodgeball kat To the floor is lava.
Qot60o0, n MAathoppa SLakpilveTal amod MPOCAPUOOTIKOTNTA, KABWCE oL XPrOTEC
UopoUV va dnpoupyrnoouv Sikd Toug SLadpaoTikd maxvidia xpnoLLonolwvTag To
kit epyaleiwv tou Nikeland kdopou. Entiong, xapaktnplotikd tng Nikeland eival n
SuvatotnTa XProNG TWV EMITAXUVOLOUETPWY O KLVNTEG CUOKEUEG, LE TOL OTtola O
XPNOTNG Mopel va mpoPel o€ KLVAOELG OTIWG AALATA ELG LAKOG, AyWVES TPESILATOG
Katd tn Stdpkela tou matyvidlol. EmunpocBeta, pe tnv dwpeav xprion tng Nikeland
OAo Kal TepLocOTEPOL AvOpwTtoL aloxoAouvtal e Tov aBANTIopo. EvBappuvtikd eivatl
TO YEYOVOG OTL oL Xpoteg emPpaPfelovtal LETA amod TIG VIKEG TOUG e VEQ avatars
Kall vEa assets. AKOUA, oL XpAOTEG €xouv Tn Suvatotnta va erthéEouv Evbuon,
umodnon kat aecouadp yLa To avatar toug arno ta o fashion mpoiovia tng
(Johnston, L. 2021)

H Nikeland evioxUeL emiong eukatpieg kat mépa and to gaming. Ot teAATEG Ao OAo
TOV KOOHO UIMOPOUV OXL LOVO va eTLoKEPTOUV Ta KEVTPLKA ypadeia tng Nike aAAd va
Blwoouv Tov aBANTIONO, amaAAayLEVOL A0 TO KOOTOG TOoU EEOTALOOU (pouxa,
ageoouap, K.a), TTOU OTOV PAYLATIKO KOOUO Ba Ttav yla moAAoug éva eunoddio. H
eumnepia tng Nike givat evieAwg Swpeav (mpog to mapov) avéavovtag paydaio Toug
ouppeTEXOVTEG. To 2019, Alyo mptv amod tnv kukAodopia tng Nikeland, n etatpeia
UTERAAE aLTAOELG TToU TIPOTELVAY OTL Ba ToUAoUoE PNPLOKEG EKOOTELG TWV

npolovIwy TnG oto dladiktuo o elkovikoUg koopoug (CryptoKicks). H Nike
akoAoUBNnoe auth TNV otpatnyikn otig 13 Askepufpiov 2021, dtav ayopace tnv
etalpeia Pnodlakwv abAntikwv namouvtowwyv "RTFKT"ou dnuioupyet GUAAEKTIKA
sneakers anookonwvtag va GEpeL oTov PndLakd KOGUO TNV KOUATOUPA TNG
OTIOVLOTNTAG TOU streetwear. AUTA Ta CUAAEKTLKA avTikeipeva mwAouvtat wg NFT kalt
xpnotuomololv texvoloyia blockchain yia tnv emikpwon tng Wdloktnoiag. Ot
MwANoeLg ano 1o 2021 avéavovtal paydaia. (Johnston, L. 2021)

Ta NFT aBAntika mamoutola Sev elval amtd avikelpeva mou Pnopouv va ¢opecouv
oL teAATeG 0TOV PUOLKO KOOMO aAAd avatars Tou mepLNyouvIaL 0€ KOOUOUG, OTIWG N
Nikeland.

Qot000, T0 peyalutepo AeovEKTNA TTou ipoodEpeL n Nike oto Roblox, elvat otL ta
"CryptoKicks" Ba pmopouv va cuvdeBoUv e Eva TPayUATLKO TIPOLOV, OTwG Eva
duoLko abANTIkO Leuydpt mamoutola. ETol, o LELOKTATNG avapeLyvUOoVTOG TO
PndLako mamoutol pe eva Ao PnoLako namnoutol Snpoupyel Eva VEO OTUA.
YrioB<tovtag OtL eival ePLKTA N KATAOKEUN TOU VEOU oxedlou marmouTtolou, ot
L&LokTATEG Ba prmopouvoav va ta mapad&ouv Kal o€ GUCLKO LOVIEAO OTOV TIPAYOTLKO
kKOopo. To oevaplo Nike - Roblox deixvel otL ta "opatd” Sopka otolxeia mou
EUMAEKOVTAL OTN SNLoUpyla avayvVwPLoLLOTNTAG TNG LAPKAG KAl TNG adooiwong
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HETaEL Twv TBavwy meAatwy kat xpnotwv tng Nikeland sival kupiwg: (Sawhney, M.
2023)

o Virtual Platforms
. Content, Services and assets
. Consumer and Business behavior

Qot000, N MANPWWA €lvat emiong Kia oNUAVTLKA TOPARETPOG TOU ETLXELPNHUATLKOU
HovTEAOU Omwg daivetal kat amo ta Robux. Miow and ta mapandvw opatd oTolxela
Bplokovtal kot ta umtoAouta "doutkd otolxeia” mou ival amapaitnta yla va
Aettoupynoel pe emtuyia oAokAnpog o YnoLakog kéopog. TEdog, ol Yndrakol
kKOopoL Ba emektabolv MOAU ypriyopa otav 0Ao kal meplocotepa brands
EVIAOOOVTAL HECA OE AUTOUG.

3.3 Nikeland ko6opog oto Roblox

Ou Yndrakol koopoL €xouv umootei BabLEg petapopdwoelg, o va {wvtavo
OLKOOUOTNMO ELKOVIKWY KOGUWV TIOU EEMEPVOUV Ta MopadooLlakd opLa Ko
EeSutAwvouv véoug opilovteg SECEVONG TWV XPNOTWVY KoL EKPAoNG TWV
EUMOPLKWY onuatwyV (brands). Méoa o€ auTto To emavactatiko Pndlakd mMAEyua, n
eudavion tng Nikeland oto moAUTAcupo cupmav tou Roblox onuatodotel Eva
ONUAVTIKO 0pOoNKOo oTnV €EEALEN TNG SLOPAOTIKOTNTOG TWV EUTIOPLKWY ONUATWV
KOl TWV KABNAWTLKWVY EUTIELPLWV TWV XpnotwvV (Bainbridge, 2020). MNpogpxoevo anod
HLa ouvepyatikn ouvepyaoia petafl tng Nike, piag epPAnUatikig abAnTikng
HApKag, kaL tou Roblox, plag mpwtomnoplakng mAatdopuag mou dpnpiletal ya to
LOXUPO TEPLEXOLEVO TTOU SnuLoupyeital amd toug xproteg, To Nikeland avaduetal
WG EVa EVVOLOAOYLKO Baupa. MpOKELTAL yLOL Lot OXOAQOTIKA KATAOKEUACHEVN
ELKOVLKN OLPEVA TIOU EVOOPKWVEL TO YEVIKOTEPO RO0¢ TG Nike yia tov aBAnTtLopo, tnv
KalvoTopia Kot Tn S€oeuon otnv Kowotnta, upaopévo apoya otov MEPLTAOKO LOTO
NG EKOVIKNG TtotkiAopopdiag tou Roblox (Kaplan, 2020). Ztnv apXLTEKTOVLKH TNG, N
Nikeland amokaAuTmtel éva Bacilelo KAONAWTIKWY EUTELPLWY, TTOU XapaKTnpiletal
arnod €va MAOUGOL0 PWOoATKO SLadpaOTIKWY XWPWV KAl OTOLXELWV OXESLOAOUEVWY Va
ouvtovilovtat pe Tn dthocodia tng papkag Nike. Ao ELKOVIKEG APEVEG TTOU ATtNXOUV
TO TVEL AL TWV SLOPOPETIKWY OOANUATWY HEXPL EAKUOTLKEG TIPOKANCELG Kall
e€epeuvntikd tagidla epmotiopéva e tnv ouvcia Tou abAntiopou, To Nikeland gival
€VOL OLPLOVIKO HELY O ELKOVIKNG TIPOYHOTIKOTNTAG KAl adnyHOEWV TNG LAPKAG
(Huang & Benyoucef, 2013). O otpatnywog oxedtaopog tng Nikeland amoteAel

TAPASELYUA TNG LOXUPNG CUYKALONG TNG TAUTOTNTOG TNG LAPKOG KAL TNG ELKOVLKAG
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dnuoupykotnTag. To medio mpowBel éva duvapiko epBAANOV OTIOU OL XPrOTEG
mieplnyouvtal péoa amnod éva GAacua SpacTnpLOTATWY KoL EUMELPLWY, KABE otolxelo
ETUUEAWG ETUPEANEVO YLA VA EVIOXVUOEL TN SECEVON TWV XPNOTWV, Va TIPowOnAoEL
TG AAANAETULS PACELG TNG KOWVOTNTAG KOL VO BEATLWOEL TNV OALOTIKN EUMELPLO TNG
HAPKOG. AUTH N LETACXN LOTLOTIKY TIPOCEYYLON TIPOAVAYYEAAEL LA VEQ ETTOXT) OTLG
OTPATNYLKEG ETIKOWVWVIAG TWV EUMOPLKWY CNUATWY EVIOG TWV ELKOVIKWY KOCHUWV,
ONUATOS0TWVTAG TLG ATEPLOPLOTEG SUVATOTNTEG AUTWY TWV MAATGOPUWY WG
Sladpaotikwy onpeiwv emadng yla TNV KAVOTOUO EKPPACH TWV EUTIOPLKWV
ONUATWV KAl TNV EUMAOKN TWV KatavoAwtwyv (Schultz, 2019). OL emotovVES
EMLONMAIVOUV TN CNUAGCLO QUTWV TWV ELKOVLKWVY EVOAPKWOEWV 0tn dtapdpdwon Twv
oUYXPOVWV OTPATNYIKWY LAPKAG KL TWV EUTELPLWY TwV KatavaAwtwv. To Nikeland,
WG {wvTavn AmMeLKOVLON, EVOAPKWVEL TG LETOOXNLATIOTIKEG SUVATOTNTEG TWV
ELKOVIKWYV KOOUWV OTOV EMAVATTPOoSLopLopO TwV 0plwV TwV AAANAETILOpACEWY TWV
EUTTOPLKWY CNUATWVY KOl TNV EKSIMAWGN KALVOTOUWY LOVOTIOTLWYV VLo KAONAWTIKEG
EUMELPLEG TV KatavalwTwy (Jung & Pawlowski, 2020). ErutAéov, to Nikeland World
amoTeAEL TAPASELYUA LLOG OTPATNYLKNG LE TIPOOSEVTIKN OKEYN TIOU
evBuypappiletal pe Tig ouyxpoveg allayeg pog TV KateuBuvon tng KABNAWTIKAG
PnoLakng enwvupiag. Katadelkviel tn d€oeuon TNG LAPKAG VO OELOTIOLNOEL TLG
SUVOLKEG SUVATOTNTEG TWV ELKOVLKWVY KOCHWV yLa TNV PowONnon EUMAOUTIOMEVWVY
OAANAETUSPACEWV E TOUG KATAVAAWTEG, TNV EVIOXUON TN TAPOUGCLAG TNG LAPKAG
Kall TV MAorynon oto e§EALCCOEVO TOTTIO TOU PNPLOKOU KATOVAAWTIOHOU HE
kavotopo eveli&ia. (Kaplan, 2020).
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Nepwypadn tou Nikeland World

‘ dpsdigosls © &

Q search

L] Home
® FOeIUS e )
® Add Friends NINJA_PIZZAT2-
® Continue (Seear)
NIKELAND B 4 #* AnéAuta evkoAn
NEW GAMES! B Bladpopn pe--
@) Friends 1Friend
Recommended For You
|
g
A
Brookhaven ©2RP Obby But You're on GEOMETRY DASH! [Early Access!] The [UPDATE 20] Blox Blade Ball Worm 2048 Catalog Avatar
-~ a Bike horse game Fruits Creator
- h87% &317K 4 80% &29.9K 5% & 393 h77% &N #94% & 488K 4 95% &187K i 53% &842 4 90% &15.4K

ApXIKQA, LOALG O XPNOTNG EYKOTOOTAOEL KAl avoiel To Roblox Application Ba
xpelaotel va emié€el to Nikeland World avapeoa otoug Stadopetikol g Kal
EKATOVTASEC KOOUOUG TToU pag tpoodEpel. Me To ou emAé€eL Tov KOopo tn¢ Nike

Ba odnynoel Tov xpriotn oto loading screen. (Temperino, E. 2023)
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ITNV OUVEXELQ, 0 Xpnotng Ba epdaviotel oto hub (yeviki aiBouoa) Tou KOGUOU UE
OAa ta portals (eloodol) yia ta Stadopetikd mini games mou SLaBETEL

Ta matyvidla mou SlabEtel o koopog tng Nike elval mévte SLapopeTIKA, Kal ava

KAmoLoug UNRves aAAGlouv evieAwg 1| yivovtal KaAutepa He updates Twy
TIPOYPOAULATIOTWY. ZE AUTO TOV KOGUO UMOpEei va aAANAeTLOpAoELS Ue AGAAOUG
TalKTEC, va KAVELG opadeC Kal va Staokedalelg pall e TOUG CUUMAIKTEG OOU,
pnaBaivovtag véa yia tnv papka Nike. ErumAéov, oto discord umdpyouv servers
(Roblox Hub, Nikeland World) 6rmou pnopeig va video / voice calls kat va
ETUKOLWVWVEILG pE Toug diAoug oou yla peyaAlTepn apecotnta, mépa tou chat.
(Temperino, E. 2023)

To npwrto natyvidt ovopaletal “Skateboard game”. Méoa o€ autd pnopeic va
yvwpioelg tov koopo tou Nike SB (SkateBoard), va paBelg OAa ta véa kat Tov
e€omALopo mou XpnoLlpomolel évag enayyeApatiog skateboarder. Kavovtag aywveg
LE TOUG MALKTEC TOU TayvidLou, kepdilelg coins kal dtadopa afecoudp. Méoa oe
KABe mini game Umopeic va e€apyupwoeLs Ta VOUIOUOTO GOU KAl VOl 0yOPAOELG
pouxa, cavideg i ageocouvap tng papkag Nike yia va vtuoeLg To avatar oou.
(Temperino, E. 2023)
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To deutepo moAU Stdonpo matyvidt ovopdletal «Dance Hall». Me to mou eloéABeL o
Xprnotng oto Mini Game pmopel va KatéBeL otnv miota tou xopou. Ekel Bplokovtatl
Staonpuot DJs pe tnv popdn avatars 6mou nailouv yvwoTtd ayannuéva LoUoIKA
KoppaTtia. ZuvABwg, ol KaAAttéxveg elvat ambassadors tng etatpiag Nike rou
Stadnuilouv ta mpoidvta tnG. OL XpRoTeC Urmopouv va xopéPouv oToug pubuoug tng
HOUGLKNC popwvTag Ta poUXa TWV ayamnUEVWY Toug KaAAltexvwy. EmutAéoy, yla va
elval n epnelpia kAAUTEPN, OL XPNOTEG UIMOPOUV Va ELoEpYoVvTal oTo Ttatxvidt pe VR
e€omAlopo, kapepa Kat joystick, wote va pmopolv va xopEYPouv Kal oTnv
TPAYUATIKOTNTA LETADEPOVTAC TLC KLV OELG TOUG LECA OTO TTaLXVISL.
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Pop Disco Friday Night Fever

To tpito Mini Game ovopaletal «Basketball». Ekel oL maikteg pmopouv va nai{ouv
KOVOVLKOUG OYWVEC (TOUPVOU Q) UTTACKET TLAXVOVTAG OUASEG e BIAOUG 1) akOpa Kot
HE oupmaikteg Tou matyvidlov. H vikntpla opdada Aappfavet moAAd Robux (to
vouLopa tou matxvidlol) kabwg kat special povadikd pouxa and Toug ayarmnuévous
TOUG UnaokeTUmoAioteg. EmutAéov, o autol¢ Toug Xwpoug Ba umopouv va yivovral
KOl T(POTIOVN OELG TWV TTALKTWVY. TEAOg, Me auTO TOV TPOTIO OL TTAKTEG EVNLEPWVOVTAL
KOLL YLOL VEOL TOU UTTAOKET AAAG Kot yia amoKAELoTIKA Ttpoidvta tng Nike. (Temperino,
E. 2023)
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/h:lp for a list of chat commands.
dpsd18081S

» DUNK POWER

dpsd18081$"°3°o,

dpsd18081S

@ Collect Energy  108/200 {7

ZTNV ouvExeLa, To Tétapto Mini Game ovopadletal «Football». Me to mou el0éAB¢eL o
Taiktng otov Xwpo auto sudavileTal Umpoota o€ £va TepActio ynmedo
nodoodaipou. Ekel oL maikteg pmopouLv va popolv TG modoodpalplkeg eudavioelg
¢ Nike amo tig ayannuéves toug opadec. (Barcelona, Real Madrid, k.a.) kaBwg kot
va nailouv modoodatplkoug aywveg. OL viknTéG AapBavouv moAAd Robux
(voptopata tou matyvidiol) kabwc kat mAovola dwpa amnd tnv Nike. TENOG, apKETEG
dopEég péoa oTov XpOvo yivovtal moAAd giveaways yLo ELOLTAPLA OE TIPOYHOTIKOUG
noSoodalplkoug aywveg.
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Welcome! Let's slide into the course!

To teAevutaio portal 06nyel kal 0TO ONUOVTIKOTEPO UEPOG TOU TtALYVLOLOU TTOU
ovopaletat «Nike Shop». EKel oL maikTeg umopoUv va KAVOUV TIEPLynon LECQ OTO
Ynoako payadll, va BAEmouv kabwg kat va Sokipdalouy ta vea — povadikd mpoiovta
¢ Nike. Av Toug ap€oouv, umopouv Kal va Ta ayopdcouyv aneuBeiag amno to
NAekTPoVIKO Katdaotnua tng Nike. To mARBog Twv mpoidovtwy péoca oto Pndlakod
Kataotnua dev eival oAU peyaAo, SLOTL £XeL Alyo AMOKAELOTIKA TtpoiovTa amo TV
kAaBe katnyopia (Basketball, Football, Skateboard, Celebrities, k.a.). Emiong, oto shop
OUTO UTTOPELC va XpnoLlomolnoels Ta Robux mou €xelg paléy el mailovrag ta Mini
Games yla va ayopaceLg poUxa WOTE va VIUOELG To avatar oou. (Temperino, E. 2023)

E SHIFT
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TéAog, BAémoupe moapandavw éva mapadetypa. Nwc potdletl €va amokAELOTIKO
nartovtol Tn¢ Nike oto Pnodlako kataotnua tou Nikeland kéopou péoa oto Roblox
KOlL TTwG 0TO NAEKTPOVLIKO Katdotnpa tng Nike oto Google.
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4. Juunepacporo

21N SLdpKeLa AUTAG TNG AVOAUTIKAG EEEPEUVNONG TWV ELKOVIKWY KOGUWV, TNG
€LKOVIKAG Tipaypatikotntag (VR), Tng emauvénuevng mpaypatikotntag (AR), kot Twv
SLadopwv TTuXwWV Kat epaproywy Toug, KataAnyouue o dtadopa kpiotpa
cuumnepdopata. Ol texvoloyieg autég avadelkviovtal wg mavioxupa epyoieia yla
TNV gvioxuon tg Stadiktuakng epnelpiag, aAAdlovtag pLilkd Tov TPOTO Tou
avtilapBavopacte kot aAAnAemidpolpe pe ta Yndlakd neptBadilovra. 2to
emikevtpo tng Slepelivnong BPLOKETAL N TPOCAPHOCTIKOTNTA, N SUVOLKOTNTA KaL N
EVOWUATWON TWV HOPKWV PECO OE AUTOUG TOUG ELKOVIKOUG XWPOUG, SNLOUPYWVTOG
eUMeLpieg o elval SLAdPACTIKEG, EUTTAOUTIOUEVEG KOL KALVOTOUEG. ZUYKEKPLUEVQ,
mAatpoppeg 0mwg to Roblox, péow Twv omoiwv ekdppdlovtat Kat
Tipaypatonolovvtal papkeg onwg to Nikeland, katadelkviouv TV eKMANKTLKA
SuVaTOTNTA TWV ELKOVIKWY KOCUWV va avadeLKVUOUV KL VoL EVIOXUOUV TNV
TAUTOTNTA HLOG LAPKOG LECO OO CUVOETEG Kall TIOAUTIAEU PEG EUTELPLEG.
Zuvoyilovtag, n eKTeVAG avaAuon Kot oL cUINTACELG OXETIKA [LE TOUG ELKOVLKOUG
KOOMOUG KoL TLG ouvadeig texvoloyieg amoteAOUV ONUOVTIKO KOUUATL yLo TNV
KATavonon Twv cUyXpovwy TACEWV Kal SUVOTOTATWY TIoU TPoodEPOVTAL OTO XWPO
™G mpowBnong kat tng SladikTuakng epmeLpilag.
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B. MpwTtoyevAg €peuvva

5. ZKOTIOG TIPWTOYEVIG EPEUVAG

H omtikn mou uloBeteital otnv mapovoa épeuva Sev meplopiletal anAd otnv
avixveuon g Baoikng aAAnAenidpacng Twv XpNotwv pe tov PndLlakd KOOUO Tou
Nikeland péoa oto mawyvidt Roblox. O Baolkog pag otdxog eival va SLaKpivou e Ttwg
oL iBavol pag xprnoteg avtthappdvovtat toug Pnodlakoug KOOHoUG, o€ 1o Baduo
UTTAPXEL N TPOBEeon va eMAEEOUV TOUG KOGLOUG OLUTOUG KOLL TL AVTLKTUTIO £XOUV OL
oTpatnyLkeG ou eriAe€ape. (Eight Strategic Brand Elements, Theory Of Planned
Behavior) OL BewpnTKEG LG TIPOCEYYIOELG KOl OL ETILOTNOVLIKEG LeBoSoAoyieg pag
elval oTpappEVeS TIPog TNV KateLBuvon TG €§aKPLBWONG AUTWVY TWV MAPAUETPWV.
Me Bdon autég, Ba oxeSLAOOUE Eva EKTEVEG EPWTNUATOAOYLO, TO omoio Ba
QTOTEAECEL TO KEVTPLKO MG EpYaAeio yLa Tn cUAAoyR, tapouacioon Kot e§fynon Twv
QTMOTEAECUATWV.

6.1 TOmog épeuvag

Nocotikn épsuva (Quantitative Research)

H moootikn épeuva eivat pa peBodoAoyLki TPocEyyLon TIoU XPNOLOToLELTAL 0TV
ETILOTNMOVLKA €pEuva yLa tn cuAAoyn aplBuntikwy dedopévwy Kal TV avaAucn Toug
HE TN XPON OTATLOTIKWYV TEXVIKWYV (Smith, A. 2021). Autr n epeuvnTikn pEB0SOG
XpnolLomoleital eupewg oe Sltddopoug kKAadoug, omwe n Yuxoloyia, n
KolvwvLoAoyia Kat n olkovopia. Eva amo ta KUpLo XapoKTNPLOTIKA TNG TTOOOTLKAG
€peuvag elval n otAPLEN TNG 0TN CUAAOYH QVTLIKELMEVIKWY KOL LETPHOLUWY
bebopevwy, EMLTPENOVTAG TNV EEETOON OXECEWV KaL TIPOTUTIWV. ETtiong, n moootikn
gpeuva poodépel Slddopa mAgovekTApaTa. MpwWTOV, EMTPENEL TNV €EETAON
HEYOAWV SELYUATWY, YEYOVOG TToU auEAveL Tn Suvatotnta YeVIKELONG TWV
eupnuatwv (Johnson, C. 2019). EmutAéov, mapExeL 0TOUG EPELVNTEG T duvatdTtnTa
va evtomilouv Kot v avaAUouv potifa kot TAoeLg ota SE60UEVA LECW OTATLOTLKAG
avaAuong (Thompson, L. 2019). Auto pmnopel va 0dnynoeL oe KAAUTEPN KATAVONON
TIOAUTIAOKWV daLvouEVWY Kal va BonBrioet Toug epeuvnTEG va KAvouv TiPoPAEYELS
va e§dyouv cupmepdopata. QoTdO00, N OCOTIKN EPEUVA EXEL ETILONG TTEPLOPLOUOUG.
Mrtopel va inv amoTuTtwVEL ToV TTAOUTO KL TNV TIOAUTIAOKOTNTA TwV avOpwItvwy
EUTELPLWV, KOOWG ETILKEVTPWVETAL 0€ aplOuntikd Sedopéva kal prnopei va
TiapaBAETEL TIG TTOLOTLKEG TTUXEG (Brown, C. 2022). ErutAgov, n e§dptnon amod tn
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OTATLOTIKI) AVAAUCON UOPEL VA ATIOTEAECEL OVTLKELEVO TTAPEPUNVELQG 1
urtepamnAovoteuong, eav 6ev AndBolv ocwotd umoyn oL UTtoKEIEVEG TapaSoXEG 1) oL
nieploplopol. MNa va katadeiou e TIq ehaPUOYES TNG TOOOTIKAG EPELVAG, A
Slepeuvriooupe pepikd mapadeiypata. Ztov Topea tng Puyxoloyiag, n moootikn
€peuva €XeL xpnolpomnolnBel yia tn Slepelivnon Twv EMOPACEWYV TNG OTEPNONG
UTIVOU OTLG YVWOTLKEG EMLOO0ELG (Smith, J. 2021). Zta olkovopKkd, oL pébBodot
TLOOOTLKNG €pELVaG £xouv BonBroeL otV avAAuon TwWV EMUMTWOEWVY TOU
TANBwWPLOPOU OTLG KaTavaAwTIkEG Samaveg (Smith, J. 2021).

2TN CUVEXELQ, OL EPEVVNTEG TIPETEL VA ETUAEEOUV TTPOOEKTIKA TO Selypa Toug,
Staodalilovrag OtL aviutpoowneVEL ToV MANOUCHO-0TOXO TIOU ToUG eVOLadEPEL
(Thompson, L. 2019). Auté to Brpa eival LwTtkng onpaciog ya tn yevikeuon twv
eupnuatwv. H culhoyr 6edopévwy oTNV MOCOTLKA €PEUVA CUXVA TtEPLAAUPBAVEL TN
xpnon dopnuévwy epwtnuatoloyiwv. Ol epeuvntég pemel va StaopaAifouv tnv
agLlomLoTia KAl TNV EYKUPOTNTA TWV LECWV cUANOYAG dedopEVWY TOUG, KaBwG Kot va
Aappavouv untoPn toug SEovioAoykoU g POoBANUATIOMOUE KATA TN SUAAOYN
bebopevwy and avBpwroug mou cUPUETEXOUV. MOALG cuAAexBouv ta edopuéva, oL
EPEUVNTEG XPNOLULOTIOLOUV OTATLOTLKEG TEXVLKEG yLa va avaAluoouv ta dedopéva Kot
va edyouv cupmnepdopata (Hayder Albayati, S. 2022). Ou teplypadLKEG OTATLOTIKEG,
OTIWG 0 KECOG OPOG, N TUTILKI ATIOKALON KOlL OL KATOVOUEG CUXVOTATWY, TIAPEXOUV LA
cuvoyn twv dedopEvwy, EVW OL EMOYWYLKEG OTATLOTLKEG XPNOLLOTIOLOUVTAL YLA TV
€€aywyn CUUMEPACUATWY KAl TOV EAEYXO UTIOBECEWV.

Awepeuvntikn) MeBobdoloyia (Exploratory Methodology)

H Siepeuvntikn peBodoloyia ival pLa TpooEyyLon mou XPNOLUOTIOLELTOL OTNV
ETLOTNMOVLIKA €peuva yla tn Sltepelivnon kal e€epeuvnon evog BEpatog N
daLvouEVOU OTO OTOL0 EPEVVNTIKA AVANTOUE ATMAVTNOELG. ZTOXOG TG Elval va
SNULOUPYROEL YWWOELG KL VoL avamTUEEL apxkeG Bewpleg ) utoBEoELg TTOU UtopoUv
va kaBodnynoouv tn peAhovtikni €peuva (Johnson, A. 2022). Autdg o TUTOG EpEUVAG
elvat dlaitepa xpnouog otav peAetwvral avaduopevol r aveéepeuvntol topeis. O
TIPWTAPXLKOG 0TOXOG TNG SLEPELVNTIKAG Epeuvag eival n Babltepn katavonon Tou
BEATOC KaL O EVIOTILOUOG TILBOVWY TIEPLOXWV YLa TIEPALTEPW SLEpEVVNON. ZUVABWG
niephappavel epyaleia cuAloyrg dedopévwy OMwG Ta EpWTNATOAOYLA AAAA Kall
HEBOSOUG OTIWG TNV TAPATHPNON KaL TG CUVEVTEVUEELS (Brown, M. 2021). Me tn
ouAoyn AoV oWV Kal Tteplypadkwv SeSoUEVWY, OL EPEVVNTEG UITOPOUV VAL
ATOKAAUYOUV VEEG TIPOOTITIKEG, LOTIBA | OXECELG TTOU UMOPEL val NV elxav
TIPONYOUEVWG e€eTaoTEL. MLt onpavTikn Tttuxn tg Stepeuvntikig peBodoAoyiag
elvat n evelia kat To Avolyud TnG o€ ampoodoknta eupApata. 2 avtibeon pe GA o
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EPELVNTIKA OXESLA TTOU OKOAOUBOUV [l CUYKEKPLULEVN UTIOBEDN 1) EPELVNTLKO
epWINUA, n Stepeuvntikn pebodoloyia emitpEmnel TNV avaduon VEWV LOEWV Kal
gVvoLwV Katd tn dapkela tng epeuvntikng Stadikaoiag (Albaum, G. 2019). Auti n
eveALfla ETUTPEMEL OTOUG EPEVVNTEG VA TIPOCAPOTIOUV TNV TTPOCEYYLON TOUG KL Vol
Slepeuvouv dtadopetikoug dpoduoug Epeuvag. H Stepeuvntiki pebodoloyia
edappoletal og S1dpopoug TopElg Kat KAASoUG. MNa tapddeLlyua, otnv €pguva oTov
TOMEQN TNG UYELOVOULKAG TteplBaA NG, Exouv Sle€axOel SlepeuvnTIKEG LEAETEG YL TNV
KAAUTEPN KATAVONGON TWV EUTELPLWV KOL TWV TIPOOTITIKWY TWV AOOEVWV OXETLKA LUE
OPLOMEVEG LATPLKEG KATAOTACELG N Oepareieg (Smith, J. 2021). OL peAéteg auTeg
ouxva neplhappavouv cuvevteuéelg oe Babog f ootk avaAuon twv adnynoewv
TWV aoBevwy, TapéXovtag MOAUTLUEG TTANPODOPLES YLA TOUG TTAPOXOUG UYELOVOULKAG
nieplBaAPng kat toug umteBUVOUG XAPAENG TTOALTIKAG. ZTOV TOUEN TOU UAPKETLVYK, N
SlepeuvnTiKn €peuva XpnoLpomoLeital cUVABWGE yLa TOV EVTOTILOUO TWV OVAYKWY,
TWV TIPOTLUNCEWV KOL TWV TACEWV TWV Katavalwtwv. Me t Sie€aywyn epeuvwy,
opadwyv eotiaong A avaAuong TwV HECWV KOWVWVLKNAG SIKTUWONG, OL EPEVVNTEG
UopoUV va cUAAEEOUV TTOLOTLKA SESOEVA KAL VO OTTOKTAOOUV VEEG YVWOELG OXETIKA
HE TN oUMTEPLPOPA TWV KATAVAAWTWY Kot TN SUVAMLKA TNG ayopd .

H Sie§aywyn diepeuvntikng pebodoloyiag meplhappavel dtadopa Baoka Bruata.
MpwTov, oL EPEVVNTEG PETEL VO KaBoploouv ToV EPEUVNTLKO OTOXO Kal va
nipooblopicouv to B€pa ) To pavopevo mou emtBupoly va Stepeuvrioouv. To BrAuna
QUTO gival LwTkAG onpaoiag yla Tov KaBopLopo tou nediov edpapuoyng Kot TG
€0TLONG TNG LEAETNG. ZTN CUVEXELQ, OL EPEUVNTEG ETAEYOUV TA KATAAANAQ epyaAeia
oUAoyNG SebopEVWY OTIWG TA EPWTNHATOAOYLA KABWG Kot LeBddoug Omwg
oUVEVTEVEELG 1 tapatnPAoELS. AuTteEG ol peBodol emitpémouy tn Slepelivnon Tou
Bpartog oe Babog, kataypddovtag mAovoleg kot cupdpalopeves mAnpodopled.
Katd tn Sidpketa tng Stadikaociag cuAAoyng 6eS0UEVWY, OL EPEUVNTEG TIPETIEL VAL
napapeivouv avolyxtol oe anpoodoknta i avaduopeva supipata. AUTd onuaivel ot
TIPETIEL VAL AKOUVE EVEPYA TOUG OUUUETEXOVTEG, Va avaAUouV ta Sedopeva e
EMAVOANTITIKO TPOTIO KOl vVa €lval mpoBu oL va avaBewproouV TNV EPEUVNTLKNA
KatevBuvon N ta epwtuata eav pokVPouv véeg Loéeg (Albaum, G. 2019). Auti n
eveAfio amoteAel XapaKTNPLOTIKO YVwpLlopa TG StepeuvnTtiking peBodoloyiag kat
ETUTPETEL L0 TILO OALOTLKN KaTtavonon tou Bépatog. H dtepeuvntikn peBodoloyia
Sladpapatilel kaBoplotikd poAo otnv npowbnon TnG yvwong o€ dtadopoug ToUEl.
Mropel va Snploupyrioet TOAUTLUA TTPOKATAPKTIKA EUPHKLATA TTOU EVNEPWVOUV TN
HETEMELTA €peuva Kal Tn dtatunwon umoBécewv. Me Tn Slepelivnon VEWV TOUEWV )
T(POOTITLKWYV, OL EPEVVNTEG UITOPOUV VAL EVTOTILOOUV KEVA OTNV TPEXOUCA YVWON Kal
VoL T(POTELVOUV VEOUG SpOOUG yLla Tepaltépw Epeuva (Thompson, L. 2022).

TéAog, n Siepeuvvntikn peBodoloyia cupBarAeL otnv avamtuén kat t BeAtiwon Twy

BewpLwv mapéxovtag Ui TAoUoLa Kot S1apopomoLNEVN KATOVONON TWV UTIO

HEAETN patvopevwy (Smith, J. 2021). OL AETTTOUEPELG YVWOELG TIOU QTIOKTWVTOL LECW
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™G Stepeuvntikng peBodoloyiag pmopouv va odnyrioouv otn dlatunwaon o
OUYKEKPLUEVWV EPEUVNTIKWY EPWTNUATWY KoL UTIODECEWV.

6.2 EpguvnTiko epyaleio

Eva epeuVNTIKO EpYOAELD Elval EVa LECO TIOU XPNOLUOTIOLELTOL OUTTO TOUG EPEVVNTEG
yla va. GUAAEEOUY, VOl LETPIOOUY, VA aVAAUCOUV KalL va Eppnveloouyv Ta dedopéva
TIOU OXETL{OVTOL LLE TO AVTLKEIUEVO TNG EPEVUVAG TOUG. Ta EPEVVNTIKA EPYOAELQ
UIopoUV va €lval TO00 TOCOTIKA 00O KAL TTOLOTIKA, KAL AVOTTTUGCOVTAL LE OKOTIO TNV
akpifeta, tn ouvenn kot aLomiotn cuAhoyn Anpodoplwv. (Christensen, L. 2019)

‘Eva mapadetlypa epeuvnTikol epyaleiou ou Ba XpNOLLOTIOLOOUUE KAl OE AUTA TNV
SUTAWHATIKA Epyacia eival Ta EpWTNHUATOAOYLAL.

Ta epeuvnTika epyaleia BonBouv:

e Julloyn AeSopévwv: XpnOLLOTIOLELTAL YL TN CUAAOYN TIPWTOYEVWVY KOl
bdeutepoyevwy Sedopévwy, avaloya e Tn dUon TNG EPEVVALC.

¢ Noootkn AvaAuon: Méow epwTnUATOAOYIWY Kol GAAWY TTOCOUETPLKWY
epyaAeiwv, oL EPEUVNTEC UIMOPOUV VA CUAAEYOUV UETPr oL SeSopéva Kal va
TIPOLYHLOTOTIOLOUV OTATLOTIKEG OVAAUCELG.

e BelAtiwon t™ng A§lomiotiag kat tng Eykupotntag: Kald oxedlaopéva
EPELVNTIKA epyaleia prmopouv va Staopalicouv otL Ta dedopéva ou
oUMAEyovTal gival aflomota Kat Eykupa.

e E§owovounon Xpovou kot Nopwv: Eva amoteAeoUATIKO EpYOAELO UIMOPEL VAl
BonBnoeL Toug EpEUVNTEG VA ATIOKTHOOUV TTANPODOPLEG e TAXVUTEPO KAL TILO
QTOTEAECHATIKO TPOTIO, EAa)LOTOTIOLWVTAG TLG TLOAVEG avakoAouBieg i AdOn.
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6.2.1 AvaAvon Bswplwv

6.2.1.1 Analysis of Eight Strategic Brand Elements in brand Nike on
Virtual Worlds

Yrniapxet atolodoia amnod toug business leaders yLa Toug €LkOVLKOUG KOOHOUG KaBwG
KalL TIEPLEPYELA YLaL TNV eMidpacn Tou YndLlakol KOouou oto marketing kot Tnv
olkodounon TNG LAPKAG. AVOEVETAL OTL TaL €008a Ao TNV aykoopLa Bropnxavia
VR Ba §enepdoouv ta 6,71 Stoekatoppupla SoAdpla LEXpL Ta TEAN Tou 2023 Kot
OKOUO TIEPLOCOTEPO LEXPL TA TEAN TOu 2024. Eumnelpoyvwpoveg (Meta Director, CXls,
TiaykoouLloug cupBouloug marketing, Siknydpoug, nyeteg texvoloyiag) Stateivovtal
OTL UTLAPYOUV TPELG EVPELG Baoikol MUAWVEG oTpatnyLkng branding otoug Virtual
Worlds. (Rajeshwari Krishnamurthy, Vaibhav Chawla, 2022)

e Metaoxnuatlopog tng Epnelpiag tou Katavaiwtn (transforming consumer
experience)

e Metaoxnuatiopog tng Katavoung twv Nopwv (transforming resource
allocation)

e MetaoXNUATIONOG TNG ZTPATNYLKAG TwV Agdopévwy (transforming data
strategy)

H otpatnywkn branding avadépetal otn Stadikacia avamntuéng kot Statripnong evog
LOXUPOU €TALPLKOU TIPOdIA KoL TAUTOTNTAG LECW TG XProng Tou onpatog (brand),
TWV UNVUMATWY, TNG ELKOVAG KOL TNG EUTELPLAG TTIOU TIPOodEPEL 0TOUG TIEAATEG. H €V
AOyw oTpaTNYLKA AOOKOTEL 0TN dnpLoupyla Klag Loxupng Kot BETIKAG ELKOVOG yLa
TNV ENWVUPia 0To HUAAS TOU KATAVOAWTH, avamtuooovtag éva Babud mototntag
KalL TPOTiUNoNG mou umepPaivel Ta MopadooLakd XopaKTNPLOTIKA TOU TIPOTOVTOG
NG untnpeoiag. (Henz, P. 2022)

O kABe mapandvw Paotkog TuAwvag anoteAeital anod ta Sikd tou SopKd oTolxeia
Ta omoia cuvdEovtal oteva peTafl Toug. Autd Ta dopka otolxeia ot marketing
leaders mpémeL va Ta okedTOUV yLa TNV Evtaén TG EMUXELPNONG TOUG, OTOUG

Pndlakolg KGGUOUC.

O npwtog muAwvag «Transforming Consumer Experience» amoteAeital ano:

e JTpATNYLKA MNVURATWY (messaging strategy)

e Aéopeuon KaTovaAWTWY (consumer engagement)
o TaldL katavalwtwv (consumer journey)

e 0dbnyiec Emkowvwviag (communication guidelines)
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e Meétpnon emumtwoswyv Twv Pndlakwv KOoUwWV (impact measurements on
virtual worlds)

O 6eUtepog muAwvag «Transforming Resource Allocation» amoteAeital ano:

o Agflotnteg texvohoyiag (technology / hardware skills)
e JTpatnylkn avBpwrniwv (people strategy)

O tpitog muAwvag «Transforming Consumer Data» amoteAeital ano:

e Alaxeiplon 6edopévwy katavalwtwv. (consumer data management)

Mepika amo ta mapanavw SopLKka otolxeia anoteAolv otpatnyka "Epyaleia” mou
odeilouv va Aappavovtatl umtoyn otn oxediaon (Messaging Strategy, Consumer
Journey, Communication Guidelines, Technology / Hardware Skills, People Strategy)
EVW TOL UTIOAOLTTAL ATTOTEAOUV OTpaTnyLKA epyaleia "Métpnong” tng
QTOTEAECHATIKOTNTAG KAl AroS0TIKOTNTAG CUVAPTAOEL "SEIKTWV" LETPNONG AUTWV
(Consumer Engagement, Impact Measurements on Virtual Worlds, Consumer Data
Management)

AvaAvon

1log nuAwvag - Transforming Consumer Experience

O "Metaoxnuatiopog tng Epmetpiag tou KatavaAwti" (Transforming Consumer
Experience) avadepetal otig SLaSIKACLESG KaL TG OTPATNYLKEG TTOU edappolovtal yla
Vv BeAtiwon tng eumelplag mou €XEL 0 KATAVAAWTHG OTAV AAANAETILOPA UE Pl
EMWVU LA 1) €va TPoiov. YIIApXouV MEVTE TPOTIOL e TOUG omoioug ot Yndrakol
KOoUOL Ba emnpedcouyv TNV eunelpia Twv katavalwtwv: (Rajeshwari Krishnamurthy,
Vaibhav Chawla, 2022)
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Ztpatnylk Mnvupatwv (Messaging Strategy)

H otpatnyki pnvupdtwy eivatl oAl onpavtikni Kot oxetiletal pe tnv "eumnetpia tng
papkag". AnAadn nwg Ba emikowvwvnoeL éva brand péoa og Evav PndLakd KOoUo
yla va YIVEL Lo EAKUCTLKO TtpOg ToV XpNotn. Ta véa XapaktnpLlotikd twy Virtual
Worlds, 6nwg ta avatars, oL KolvoxpnoTtoL XwpoL yLa eEepelivnon, TaLxvidt kat
epyoaoia npenel va alononBouv npog 6¢deAog tou brand mou Ba emikowvwvel pe Tov
katavoAwtr), SouAelovtag MAvw oTov X0, TNV HOUOLKN, TNV adriynon tou brand,
™V dwvn Kal To mepLEXOpEVo. Emiong, Ta pnvupata nmou petadidovral mpemeL va
elvat amAd kat katavontd aAAd TaUTOXpova EAKUCTIKA yLOL VOL EVIGXUCGOUV TNV
EUMELPLA TOU KOTAVOAWTA ME BETIKO TpOTI0. ME aUTOV TOV TPOTO, €va brand pmopet
VoL EKPETAAAEUTEL TIG SUVATOTNTEG TWV ELKOVLKWY KOCGUWV yLa VO SNULOUPYNOEL Lo
povadiki kot Sladopomolnuevn pmelpia yla toug xpnoteg. (Henz, P. 2022)

BaOutepn Aéopevon twv KatavaAwtwv (Deeper Consumer Engagement)

Ol elkovIKoL KOopOoL OXL Lovo adnyouvtal aAAG kat StafiBalouv wotopieg. AnAadn, ot
PnodLakot kdopol, omwg avtol ou Bpiokovtal o€ Blvteomayvidia, epapUoyES
€LKOVLKAG TIPAYHATIKOTNTAG i} online TAQTOPUES, Elval TTEPLOCOTEPO TINYES
Yuxaywyiog mou neplypddouv pia totopia. Opwe, mépa amno tnv adrynon, ival
EVEPYQA LECA TIOU ETLTPETIOUV OTOUG XPHOTEG VA EUIMAEKOVTOL KOl v SNLLOUPYOUV TLG
OLKEG TOUG EUMELPLEG KA LOTOPLEG LECA OE AUTA Ta TEPLBAAAOVTA. ZTOUG ELKOVIKOUG
KOOMOUG, OL XprRoTeg Sev elval madnTikol mapatnenteG aAAd EVEPYOL CUUUETEXOVTEG.
Mrmopouv va e§gpeuvrioouy, va aAAnAemidpacouv pe aAAoug, va AdBouv anodacelg
TIOU EMNPEATOUV TNV LOTOopLa KoL va SNLLOUPYHOOUV LOVASLKEG EUTIELPLEG TTOU Elva
TIPOOWTILKEG YLl AUTOUG. EMOUEVWG, OL ELKOVIKOL KOOHOL AmoTeAOUV €va SUVOLKO
MEOCO yLa TN HETAS00N LOTOPLWY LE TPOTIO TIOU SLEYEIPEL TN CUMHETOXN KL TNV
oAAnAemnidpaon. Qotdc0, oL KATAVAAWTEG YIVOVTAL TILO EVEPYOL EVTOG AUTWVY TWV
PndLakwv KOGUWVY, ATOKTOUV Lo KAAUTEPN Katavonon tng agiag Twv mpoioviwy,
KalL OL ETILXELPNMOTIEG amokopilouv TOAUTIUEG TANpodOpleg amd auTr TV EVEPYN
ouppeToxn. H cuppetoxn auth evluvapwvetal peoa otous Pnodlakoug KOoUoUG. To
Pndakd marketing pelovektel kabwg Aeimel n aiobnon tng adrig mou moAol
npoomnddnoav va kaAuPouv avertuxwg (Watanabe kat Rule). Tov NoéuBpio tou
2021, n Dyson (KOTOLOKEVOLOTHG OLKLOKWY OUCKEUWV), AVOLEE €val KATAOTNMA
€LKOVLKNG TPAYUATIKOTNTAG Kot He TNV BorBela tou headset Oculus Quest tng Meta,
enetpePe o€ MEAATEG VO SOKLLACOUV TO TILOTOAAKLA LOAALWYV KOLL TG LOLWTLKES
unxaveg. Ol etatpieg xpelaletal va kabopiocouv cadeig Kol GUYKEKPLUEVOUG OTOXOUG
EUTAOKNG TWV KATOVAAWTWY YLOL VO LEYLOTOTIOL 00UV Kal va ipoodEpouv Babutepn
6€0EeUON OTOUG KATOVAAWTEG yLa TNV agla Twv mpoioviwv toug. (Gayathri, J. 2022)
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TagidL KatavaAwtwv (Holistic Consumer Journey)

Ou Yndrakol KOGUOL, OTIWG TTALXVISLA KO ELKOVIKEG TIPOYHOTIKOTNTEG, UTTOPOUV VAl
oAAAouV TNV gUMELpla TTOU EXEL O KATAVAAWTAG LE Eva brand 1) mpoidv. Autol ot
KOOHOL TIPOOPEPOUV L OAOKANPWHEVN EUMELPLA TTOU TIEPLAAUBAVEL TNV
avakaAuyn, Tn Sokiun Kat tnv TEALKR uloBEtnon evog poldvtog, Xapn otn
Suvatotnta dtadpaotikotntag, ELPAbuvong oTo MEPLEXOUEVO KOl
SLoAeLtoupylkOTNTAG LETAEU SLadopeTIKWY MAATPOPUWY KOl CUCKEUWV.
Zuykekppéva, n Wendy's xpnotpomnoinoe to QSR yla mapouoLdoeL 0TOUG
KATAVOAWTEG TO TIPOLOV TNG aAAA Kal n etatpeia Atavikng mwAnong skateboarding
Vans Aavodploe to PnoLako skate park otov VansWorld. To ta&idt twv
KATAVOAWTWYV avadEPETaL 0TNV Topeia — T BAUATA TTOU KAVEL 0 KABE XprnoTng LEXPL
VoL lyopAdoeL To Tipoiov mou emBupel. Emopévwg, ol epmelpieg BonBoulv ta brands va
T(POBAAAOUV TNV TAUTOTNTA KOLL TA TTPOIOVTA TOUG JLE TILO CUVOPTIALOTLKO TPOTIO, Kall
Tavutoxpova Sivouv Tn SuvatotnTa 0TOUG KATAVOAWTEG VA SOKLLAGOUV KoL Vo
a§LoAoyrncouV Ta TPOIOVTA TPLV TIPOXWPNOOUV OE ayopd. MEaa amo tn xpnon tng
VR (Etkovikng Mpaypatikotntag) kat AAAwv Pndlakwyv texvohoylwy, ta brands
UIopoUV va SNLOUPYHCOUV HLO TILO OAOKANPWHEVN Kal SLadpaoTikr UmeLpia yLa
TOUG KaTtavaAlwTEC. (Bale, A. 2022)

2ta Virtual Worlds o katavaAwTtig pmopet:

e va dnULoUpYNOEL TIEPLEXOEVO

e va anoktioel Pnolaka avatars

e va ayopaoel / va MouAnoeL mpoiovta

® VO UOLPOOTEL EUMELpieG

e va mpoTteivel

e va mApeL LEPOG o€ Slaywviopoug Stadopwv brands
e va SOKLUACEL TPWTOG ATIOKAELOTIKA TIPOilovTa

06nyieg Emkowvwviag (Communication Guidelines)

Ta «Communication Guidelines» 1} aAALwg 0dnyieg emKovwViaG lval oL TEXVIKEG
miou epappolovral amo TG EMXELPNOELS Yia va Stacdaricouv OTL Ol KATAVOAWTES
atoBdavovtal achaleig kal LmopouV va EUTILOTEVTOUV T pdpka (brand). Autég ot
o6nyleg KAAUTITOUV TNV AVAYKN VO TIPOCEXOUE TO TIWG OL XPOTEG ETUKOLVWVOUV Kal
ocupumneplpEpovtal og Stddopa PEoa - AUTO pmopel va mepAapBavel Ta AdyLa TTou
XPNOLLOTIOLOUV, TIG EKPPACELG TOU TIPOCWTTIOU TOUG, TIG XELPOVOULEG TOUG, TOV TOVO
™G dWVAG TOUG, KaL TLG KIVAOELG TWV LOTLWV 1 TWV XEPLWYV TOUG. Emtiong, oL 0dnyieg

QUTEG TtEPAAUBAVOUV TO TIEPLEXOMEVO KOL TOUG KOVOVEG TIOU SLEMOUV TNV
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ETUKOLVWVLA, ToviovTag TNV avAyKn yLa TTPOCOXN O AUTEG TG AETTTOUEPELEG. Emtiong,
oL eTapeieg omwe n Meta (mpwnv Facebook) kat oL KavovIoTIKEG apxEG Omwe n ASCI
(Advertising Standards Council of India) kaw n FTC (Federal Trade Commission twv
HMA) avayvwpilouv 6tL autodg o Topéag tng YndLakng emtkowvwviag eéeliocoetal
TIOAU ypriyopa Kot amattel tnv cuvepyaocia Stadpopwv popeéwv — eTalpeLwy
Blopnxaviwy, LECWV EVNUEPWONG KOL VOLLKWYV apXwV - ylo va SlaodaALoTel n
aodalela kaL n epmiotoolvn otov PndLakd koopo. (Rajeshwari, K. 2022)

Métpnon Avtiktunou (Impact Measurement):

OL HETPNON EMUMTTWOEWV Elval éva onuavtiko epyaleio otoug Pndlakoug KOOHOUG.
Auti n dtadikaoia adopd TNV afloAdynon Kot EKTLLNON TWV AMOTEAECUATWY TIOU
T(POKUTITOUV amtd TNV TAPOoUsia Kot TIG §pactnploTNTEG LLOG LAPKOG OE VA ELKOVIKO
niepBarlov, Omwg Evag SLadIKTUAKOG TOTIOG ) La EGAPHOYH ELKOVLKAG
TIPOYHOTIKOTNTAG. OL LETPNOELG TOU aVTiKTUTIOU BonBouv TIg eTaLpEieg va
KataAdBouv MOCo AMOTEAECHATLKA ELvVaL N LAPKA TOUG O€ AUTO To YndLakd
niepBarlov. Auto onpaivel va avaluouv Stddopoug Seikteg afLoAdynaong mou
UIopEL va mepAaBAVOUY TIPAYHATA OTIWG TN CUXVOTNTA KOL TN SLAPKELA TWV
ETLOKEPEWV O€ €vav LOTOTOTO, TNV AAANAentidpacn pe Stadnuioelg  MEPLEXOUEVO,
Kall AAAEG LOPDEG CUMUETOXNG TOU KOWVOU. ZUVOTTTLKA, N KETPNON QVTIKTUTIOU
QIOTEAEL Evav TPOTIO YLA TLG ETUXELPNAOELS VAL al§LOAOY 0LV TTOCO ATOTEAECUATIKA
ETUKOLVWVOUV Kall CUVSEOVTAL LLE TO KOLVO TOUG HEOW PndLlakwy KavaAlwy, Kat va
BEATLWOOUV TLG OTPATNYLKEG TOUG OVAAOYA. AUTEG OL LETPNOELG TTEPLAAUPBAVOUV TLG
Tiapakdatw mtuxeg: (Dwivedi, Y. 2023)

e Afopcuon Xpnotwv (User Engagement)
Aloloyel To eminedo aAnAenibpaong Twv xpnoTwy UE TN LAPKA oTA
€LKOVIKA TepLBAAAovTa. Mrmopel va mepAapBAVEL LETPLKEG OTIWG O aPLOUOG
TWV EVEPYWV XPNOTWV, N CUXVOTNTO TWV EMLOKEYEWV OO TOUG XPHOTEG Kall
TO TIEPLEXOMEVO TIOU SNLLOUPYELTAL ATIO TOUG XPOTEG KO OXETIETAL UE TN
papka. (Dwivedi, Y. 2023)

e EvawoOntonoinon kat EpBéAeia tng Mdapkag (Brand Awareness and Reach)
YrioAoyileL Tov BaBuod otov omoio n papKa ival yvwotr KoL ovayvwpLoUEVN
Héoa otouc PndLakoU§ KOGUOUG LETPWVTAG TLG avadopES TNG LAPKAG, TNV
0pATOTNTA TNG OE ELKOVIKA TtEPLBAAAOVTA KOl TNV EUPEAELD TOU TIEPLEXOUEVOU
Tlou oxetileTal pe TNV Hapka. (Dwivedi, Y. 2023)
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e Metatponn kat MwAnoelg (Conversion and Sales)
EoTlAlel 0TI OUVETELEG TNG TTAPOUCLOG HLOG LAPKOG OTN KOTAVOAWTLKA
ouUTEPLPOPA TWV XPNOTWV. ACXOAELTAL UE LETPNOELG OTIWG T €506 QL ATTO
MWANOCELG, N péon a&la cuvaAlayng Kat ta trends TG ayopag mou oxetifovratl
HE TLG ELKOVIKEG TPOodOpPEG TNG Hapkag. (Seth, S. 2022)

o Kowwvikég Emumtwoslg kat ZuvaicdOnpa (Social Impact and Sentiment)
Aloloyel ToV KOWVWVLKO aVTIKTUTIO Kal To cuvaioBnpa mou dnpoupyel n
HAPKO OTLG KOLVOTNTEG TWV ELKOVIKWV KOOUWV. Mephappavel tnv avaiuon
METPNOEWV OTIWG OL avadopES oTa HECA KOWWVLIKAG SIKTUwaong, n avaiuon
CUVOLOOAMOTOG TWV XPNOTWV KAl ToL OXOALAL i} OL KPLTLKEG TTOU OXETL{OVTOaL UE
TG 5paoTNPLOTNTEG TNG LAPKAG. (Saumya, S. 2022)

e Anuwvupyia Eikovikng Kowatntag (Virtual Community Building)
MEeAETA TG MPOOTIABOELEG TNG LAPKAG VLot TNV OLKOSOUNON KAl TNV KOAALEPYELDL
ELKOVIKWYV KOWVOTATWV EVIOG TwV PndLlakwv KOoUwV. ZuvABwg avaAlel
avadopLka LE TNV LAPKA TNV OVATTTUEN TWV ELKOVLKWY KOWVOTATWY, TNV
EUTTAOKI TWV XPNOTWV O€ QUTEG TLG KOWVOTNTEG KAL TO EMINMESO GUUUETOXNG
NG Kowotntag o ekdnNAwoelg A mMpwTtoPoulies. (Dwivedi, Y. 2023)

OL apamndvw Hetpnoelg fonbouv otnv afloAdynon twv emdOcEwWV TOUG, OTOV
EVTOTILOMO BeATiwong kat AP ewv anopacewy yla Tnv evduvapwaon tng B€ong tng
HAPKOG OTO ELKOVLKO TIEPLBAAAOV.

206 uAwvag - Transforming Resource Allocation

H évvola tou "Transforming Resource Allocation" (Metaoxnpatiopog TG Katavoung
Noépwv) avadépetal otn Stadikacia BeAtiwong kat avadlapopdwaong Tou TPOMoU HE
TOV OTtOL0 pLa 0pyAvwon SLAVEUEL KoL XpNOLUOTIOLEL TOUG SLaB€oiLoug moOpoug Tne.
AuTO pmopel va cupmepAaBAVEL XpALATA, TIPOCWTILKO, TEXVOAOYLa Kot AAAOUG
TIOpoUG. O LETOOXNUATIONOG OTNV KATOVORN TIOPWV cUVABWG amatteital otav pa
eTalpeia avalntd Tpomoug yla va auénoeL TNV amodoTkOTNTA, VO LELWOEL TA KOOTN,
N VO TIPOCOPLOCTEL OE VEEG OLYOPAOTIKEG TAOELG 1) ETILXELPNOLAKES OUTTALTHOELG,.
(Rajeshwari Krishnamurthy, Vaibhav Chawla, 2022)
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AeLotnteg Texvoloyiag kau Skills (Technology hardware and related skills)

OL Ae€lotnteg Texvohoyiag katl Skills avadépovtal 0To cUVOAO TWV YVWOEWVY KAl TWV
LKAVOTATWYV TIOU €lval amapaitnTeg yLa TV amOTEAECUATIKY Xprion Kot Staxeiplon
TEXVOAOYLKOU €EOTTALOLOU KOL CUCKEUWV. Z€ Lo ETTOXH OTIOU N teXVoAoyia
Sladpapatilel kevtplkod poAo oe KAOe TTuxn TG KaBNnpePLVAG {wNG Kal Tou
enayyeApatikou neptBarlovtog, ol §e€LoTNTEG QUTEG KaBioTavtal OAo Kal 1o
ONUOVTIKEG. ATtO TNV AITAN XPrion UTIOAOYLOTWV KAl EEUTVWV CUOKEVUWV £WG TNV
TipoXWpPNHEVN epyacia pe eEELOLIKEVUUEVO EOTALOUO OTIWG SIKTUOKA CUCTAMATA,
VR/AR texvoloyieg, kal Stddopeg mMAATPOPUEG AOYLOULKOU, N KOTAVONON KAl N
tkavotnta epappoyng autwy Twv deflotAtwy ival kpiown. Emtiong, n Stapkng
ekTaibevon KoL evnUEPWON O€ VEECG TEXVOAOYLEG KaL TAOELS €lval Eva ONUOVTLIKO
OTOLXELO YLt TNV MAPAUOVH EVNUEPWHUEVWV KAL AVTAYWVLOTIKWY OTOV CUVEXWG
QVATTTUCOOWEVO TEXVOAOYLKO KOOHO. MePLKEG BAOLKEG TEXVOAOYLEG TTOU
Xxpnotuomololv ot Yndrakoi KOGUOL elval : EMAVENUEVN TTPAYUATLKOTNTA, User
interaction, texvntA vonuoouvn, blockchain, computer vision, internet of things,
pourotikn kat Siktua Kvntng tnAedwviag. (Dwivedi, Y. 2023) O Pndrakol kdopoL
eMOLWKOUV va XpnoLomnotjoouv tnv texvoloyia Web 3.0 kat tnv tplodidotatn
povtehomnoinon (6mwg o "Unreal Engine") yla tn dnpoupyia Twv KOWOTATWY TOUG.
Eniong, e€etalouv t xprion Twv headsets 6mwg to "Oculus" tng Meta ka
Tiponyuévou ypadikou oxedlaopol. H Mobile Augmented Reality (MAR) mpoodéepet
AUOELG OTIG KOBUOTEPNOELG TTOU cuVAVTWVTAL 0TI cuokeVEG Virtual Reality (VR). To
Internet of Things (loT) evioxVeL tnv aAAnAenidpaon peTafl TwWV CUCKEVWV Kal
BeAtlwvel TNV €ykatpn amootoAr dedopévwy péow Cloud Computing. H texvntn
vonuoouvn, Ke Tn xprion aiyopiBuwv Machine Learning (ML), BonBd otn BeAtiwon
TWV AAANAETIOPACEWY TWV XPNOTWV KaL TNG EUMELPLOG TOUG o0Toug YndLakoug
KOOMOUG. H ouvepyaoia pe TEXVOAOYLKOUG IPOUNBEUTEG ElvVaL ONUAVTLKY, OTIWG
daivetal otnv nepimtwon tng Nike, n onola cuvepydotnke pe tnv RTFKT, pa
€LKOVLKN eTalpia podag, yia va dSnutoupynost Pndlakd deiypata mpoioviwy xwplg
duoikn mapaywyn. EmutAéov, to Ethereum xpnolpomnoleital evpéwg yla tn
Snuloupyia epappoywy Kot KPUTITOVOULOUATWY 0TouG PndLakoug Koououg. TEAOG,
TIAVETILOTA L OTtwG to Mavemotuto tng Néag Yopkng, To The New School kat to
Stanford mpoodépouv padnpoata oxeTIKA pe TN AELTOUPYIA TWV ELKOVLKWY KOCHWYV,
nepAappavovrag dtadiktuakad oepvapla kat cuveédpla. (Yohesh, K. 2022)

Ztpatnylkn AvBpwnwv (People strategy)

H emévduon o dptia €LOIKEVLEVO TIPOOWTILKO €ival avapudiBola amno Tig

ONUOVTIKOTEPEG AMOPACELG TWV ETUXELPNUATIWY 0TOUG PNndLakol§ KOOUOUG.

Odeilouv emiong va emavdpwBouv e ETUKOLVWVLOKOUG KoL OLASIKOUG CUVEPYATEG,
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TEXVLKA KOTOPTLOPEVOUG SLAXELPLOTEG EPYWV, senior business analysts kal TPoowriko
HE NOWKN Kal KowwvikR evBuvn. Katd toug StadnULloTEg, oL eTatpieg Ba amattioouv
6e€lotnTeg ota Aoylopikd AR/VR, otnv Slaxeiplon €pywv Kal mpoiloviwy, oTov
oxeblaopo tplodlaotatwy navidlwy, otnv adrynon Lotoplwv (narration) kat oto
hardware engineer. (Vaibhav, C. 2022) H cuvepyaoia pe eEwTePIKOUG CUVEPYATES YLaL
ToV oXeSLAoUO, TNV Mapaywyn Kot TNV epappoyn TG OTPATNYLKNAG LUTAG OTOUG
KATAVOAWTEG, lval peyaAng onuaociag. Mo napddelypa, 1o Booiko TAEOVEKTNUA
miou SLaB€tel To Roblox elval n tepdotia KOWOTNTA TTPOYPOUUATIOTWY TIOU €XOUV
npooBaon o€ eunelpieg OAwv Twv Pnolakwv kéopwv. To Roblox cuvepydotnke
emniong pe tnv Warner Bros to 2020 ywa tnv avarmntuén tov ynolakol "Wonder
Woman". TEAog, Ta EMOUEVA XpOVLAL OL ETALPLEG Bal YiVOUV OKOMLOL TILO QTTALTNTLKES
oTLG TPOooANYPELG TpoowTikoU AOyw TNG paydaiag avamtuéng tng texvoloyiag.
(Ashok, V. 2022)

30¢ muAwvag - Transforming consumer data

To «Transforming Consumer Data» avadépetal otn Stadlkaoia peTaoKNUATIOUOU
TwV §e60UEVWV TTOU CUAAEYOVTAL ATIO TOUC KATAVOAWTEC O€ XPOLUEG TTANPOdOPLEC
Kal EL00dnua yla pa emxeipnon. Autr n dtadikacia ival KEVIPIKAG onuaciag oto
OUYXPOVO ETXELPNUATLKO TtEpLBAAAOV, KOOWC Ta SE60UEVA TWV KATAVAAWTWV
UITOPOUV VA TTAPEXOUV ONMOVTLKEG SLOPATIKOTNTEG OTLG TIPOTLUNOELG, TLG
ouUTEPLPOPEG KL TLG AVAYKEG TOU KolvoU-otoxou. (Rajeshwari Krishnamurthy,
Vaibhav Chawla, 2022)

Awaxeipion Asdopévwv Katavalwtwv (Consumer data management)

Ta debopéva otoug Yndlakoug kOGHoUG ovopdlovtal Mega-data kabwg
anoteAovvtat anod acVAANTTo aplBuo bytes. Av yia mapddelypa, n eniokedn oe pa
Pnodrakn gallery yivetal pe tTnv xprion €vog Avatar, mpokUTITEL €va TPOTUTIO
KlvnoloAoyiag kot ékppaong (LAKOG XEPLOU, Kivnon LOTLWVY TOU KATAVOAWTH,
XELPOVOULEG, EKPPATELS TPOOWTIOU, K.0..) TToU Bal amattel mponyuéva epyaleia yla
v dlaxeiplon toug. (Rajeshwari. K. 2022) Etaipieg 6mwg n Nike kat n Gucci €xouv
ndn mapotpULVEL TOUG EpYAlOUEVOUC VO OVTILETWITIOOUV TA TIPOPAN AT OXETIKA UE
Vv acddAeLa, TNV MPOoPAePLLOTNTA KAL TNV TTpOooTACia TNG LBLWTIKAG {wAG. MNa tnv
tdloktnoia Tou meplexopévou dev umtdpxouv EekABapa MVEUUATIKA Sikalwpata
Y€YOVOG mou kaBlotd ikt tnv AoyokAomn and dAAa brands. EKTog autou, ta
brands npémnel va Staodpaiilouv TNV VOULLOTNTA KAl TV aopAAela KAOe
KPUTITOVOUIOHATOG yLa TNV A0PAAELA TWV XPNOTWV. AUTO ETILITUYXAVETAL JE TNV
miotomnoinon yvnoldtntag nmou ekdidetal wg éEunvo cupPoiato "Digi legal" kot €tol
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Staodaliletal n epmiotoolvn KETALY TWV KOTAVOAWTWY. Artatteital, codwg Kat n

OUVEPYOLOLO TOU VORLKOU KOl TOU TIANPOGOPLKOU TUAUATOG LE TO TUAKa marketing

yla va SLaXELPLOTOUV TOUG KLVOUVOUG KAl TLG ETILITTWOELG 0TV LOLWTIKOTNTA YLa TV

aodalela twv dedopévwy. (Bale, A. 2022) Téhog, n Staxeipion dedopévwv twv

KATAVOAWTWYV €lval (0wWG TO LEYAAUTEPO OVTOYWVLOTLKO TTAEOVEKTN LA TTOU

npoodépouv oL PnoLakoi KOGUOL Kal oL Tatpieg Ba MPEMEL vaL TO EKUETAAAEUTOUV

KatdAAnAa yla va kavouv ta brand toug mio oxupd. (Dwivedi, Y. 2023)

Zuunepacporta

To akpwvouLo "MECCMTPD" cuvoilel Ta mopamavw OKTw oTPATNYLKA EPYOAELQ

oo toug Tpelg Baoikoug muAwveg (transforming consumer experience, transforming

resource allocation kat transforming consumer data) mou ot marketing leaders

TIPETEL VA OKEDTOUV yLa TNV €vtaén TG EMXELPNONG TOUG 0ToUG YndLakoug

KOOHOUG. ZTNV CUVEXELQ, TTOPATIOEVTAL CUYKEKPLUEVA TIPOKOOOPLOUEVA EPWTH LT

amo tnv emotnpovikn apBpoypadia (Rajeshwari Krishnamurthy, Vaibhav Chawla,

2022) nou mpémel va amavinBouv oo Toug EMAYYEAUATIEG TWV ETALPLWYV. AUTEG OL

EPWTNOELG dnUloupynBnkav yla va kateuBuvouy Kal va BEATLWOOUV TN OTPATNYLKA

KOl TNV EKTEAECT TWV TIPOYPAUUATWY HAPKETLVYK KAL ETILKOLWVWVIAG LLAG LAPKAG OTO

niedio Twv Virtual Worlds. O Virtual Worlds, wg ndrakd neptpailovta émou ot

XPNOTEG UItopoUV va aAANAETILOpOUV HECW €VOG avatar, mPoodEPOUV LOVASIKEG

EUKALPLEG yLat aAANAeTtibpacon, EUTTAOKH, KOL KATAVONGON TWV KATAVOAWTWV.

(Johnston, L. 2021) Napakdtw TapoucLAeTaL O TiVOKAG TTOU CUVOEEL KAOE

OTPATNYLKO EPYAAELO HE TNV avTioToLXn EpWTNON TOU.

NUAWVEG ZTPATNYLIKAG Ztpatnylkd Epyaleia Epwtipata
Branding

Transforming Consumer Messaging Strategy How can the organization
Experience (Ztpatnyikn unvupdtwy) | make its messaging more
(MeTaoxnMaTIOMOG TNG effective, using the
EUMELpLlAg TOU Virtual Worlds medium?
KaTavoAwTh)
Transforming Consumer Deeper Consumer How can the organization
Experience Engagement (BaButepn use Virtual Worlds to
(MeTaoxnMaTLOMOG TNG Aéopevon Twv make consumer
EUMELPLAg TOU Katavalwtwv) engagement deeper?
KaTavoAwTh)
Transforming Consumer Holistic Consumer How can the organization
Experience Journey (Ta&idt use Virtual Worlds to
(MeTaoxnMaTIOMOG TNG Katavalwtwv) participate in all parts of
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EUMELpLlAg TOU

the consumer journey

KaTtavoAwTtn) more holistically?
Transforming Consumer Communication What are the

Experience Guidelines (O6nyieg communication
(MeTaoxnMaTIOMOG TNG ETUKOLVWVLOG) guidelines that the
EUMELpLlAg TOU organization needs to be
KaTavoAwTh) aware of, while using

Virtual Worlds?

Transforming Consumer

Impact Measurement

How can the impact of

Experience (Mé&tpnon Avtiktumou) Virtual Worlds
(MeTaoxnMaTIOMOG TNG engagement be
eunelpiag Tou measured?
KaTavoAwTh)

Transforming Resource Technology hardware and | What kind of

Allocation
(MeTaoxnMaTIOMOG TNG
KATAVOUAG TTOPWV)

related skills (Ag§lotnteg
Texvoloylag kat Skills)

technologies will the
organization need to
acquire and learn, in
order to participate in
Virtual Worlds?

Transforming Resource
Allocation
(MeTaoxnMaTIOMOG TNG
KATAVOUAG TTOPWV)

People strategy
(Ztpatnykn AvBpwrwv)

What kind of people skills
and competencies will be
required to participate in
Virtual Worlds?

Transforming Consumer
Data (MetaoxnUOTLOMOG
Twv 6edopEvy Twv
KATAVAAWTWV)

Consumer data
management (Alaxeiplon
Aebopévwv
KatavaAwtwv)

How can organizations
use the rich and diverse
consumer data generated
through Virtual Worlds,
to build a competitive
advantage for the brand?
How can the organization
be equipped to manage
aspects of data privacy,
data security and data
integrity?

1. M-Messaging

-How can the organization make its messaging more effective, using the

Virtual Worlds medium?

Elvat amapaitntn n ebPUOUN eMKOWWViA TOU KaTtavaAwth pe to brand pe

QIMAOUOTEUEVA OAAQ TAUTOXPOVA EAKUOTLKA KoL A§LOUVNLOVEUTA VU LOTO.

(Johnston, L. 2021)
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E-Engagement
-How can the organization use Virtual Worlds to make consumer engagement
deeper?

OL ETUXELPAOELG UITOpOoUV va xpnotomnotjoouy "Haptics" (atoBnon tng adng)
yla va tpoodEpouv peaALoTIKOTEPN eUMeLpia KaBwg kat To "Lip Animatics”
yla tn ouvBeon opdiag. Autd pmopouv va BonBricouv wote va auvénbet to
engagement tou katavaAwth. (Johnston, L. 2021)

C-Consumer Journey
- How can the organization use Virtual Worlds to participate in all parts of the
consumer journey more holistically?

To "full-funnel play" eivat n mAéov amAouoteupévn SLadpopr mou Umopel va
akoAouBnoel évag meAdtng mpLv TNV PndLakn ayopd evog nmpoiovrog. Ot
Sladnuiotikég etatpieg dnpoupyouyv "phydigital" epmelpieg yia tn dokwun,
TNV ayopd mpoioviwy Kot Tov oXeSLaopo PndLakwyv agecoudp yLa Toug
KATaVOAWTEG. EmmpocBeta n eVotoxn €MAOYN TWV TEXVOAOYLKWY ETALPLWV
BonBouv otnv opBn xprion kat Aettoupyia twv Virtual Worlds. (Johnston, L.
2021)

C-Communication guidelines
-What are the communication guidelines that the organization needs to be
aware of, while using Virtual Worlds?

H KNtk oupumepldpopd Twv XpnoTwy, TO TIEPLEXOLEVO KOLL OL KOVOVEG
ETUKOLVWVLOG amattouv eotiacn kat odatpikr) afloAdynon. (Svend, H. 2021)

M-Measurement
-How can the impact of Virtual Worlds engagement be measured?

O avrtiktumog Twv Pndlakwv KOCUWV otn SECHEVON KLOG LAPKAG UTTOPEL va
kataypadel MOKIANOTPOTIWG. OL TOCOTIKEG PETPAOELG UTTOPEL v
niepAapBAvouv PETPROELG SECUEUONG TWV XPNOTWVY, OTIWG 0 APLOUOG TWV
EVEPYWV XPNOTWV, OL EMAVAAAUBAVOUEVES ETILOKEPELG KaL OL
OAANAETUSPACELG UE ELKOVIKEG EUTELPLEG EVW TTAPAAANAQ OL LETPHOELG TTOU
oXeTilovTal L€ TO ELKOVIKO EUTIOPLO, OTIWG OL IWANCELG, OL CUVAAAQYEG KoL T
TPOTUTIA SATAVWV TWV XPNOTWV, AVASELKVUOUV TLG AYOPOOTLKEG CUVETIELEG.
AUTEG TPOODEPOUV PETPAOELG YLA TN LETPNON GUVOALKN avtiAnyn avadopikd
ue to brand. Ot €peuveg, n avatpododdtnon Kal n avaAuon TEPLEXOUEVOU
TWV XPNOTEG EVNLEPWVOUV OXETIKA HLE TNV LKAVOTIOINON TWV KATOVAAWTWY
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6.

Kal TV avTtiAnyn tng HapKaG. ZUvOUATOVTOG AUTEG TLG LETPLKEG, OL LAPKEG
€xouv tnVv duvatotnta va AapuBavouv eL6OTIOLACELS YLOL TOV OVTLKTUTIO TWV
PndLakwv KOGUWV, Vo EVIOTILCOUV onueia Ttou uoTtepoUV Kal va Adfouv
anodAoELS yLla TNV evioxuon TnG mapouciag Toug 0To ELKOVIKO TtEPLBAANOV.
(Svend, H. 2021)

T-Technology
-What kind of technologies will the organization need to acquire and learn, in
order to participate in Virtual Worlds?

H emévbuon oe véeg texvoloyieg (Al/ Blockchain/ Internet of Things, k.a),
Baolopéveg oe epappoyEg, hardware servers/ interfaces/ VR headsets,
graphic design, mobile AR givat BepeAlwdelg kabBwg xwpig avtd ta brands
bev Ba €xouv tnv duvatdtnta Evtagng oto metaverse pe emtuyia. (Johnston,
L. 2021)

P-People
-What kind of people skills and competencies will be required to participate in
Virtual Worlds?

Mo tnv katdAndn tng O€ong epyaociag eival anapaitnteg 6e§LotnTES
ouunePLPOPAG OTWG N EUPNUATIKOTNTA, N NOLKA KAl N LkavoTnTa
ouvepyaoiag Le Ta HEAN TNG opadag aAAd Kal TEXVIKEG SEELOTNTEG AVAAOYES
ue tnv e€okeiwon pe to Pnolako marketing, to Software engineering, to
Project management kat to Storytelling.) Avavtippnta ,n mpocAnyn
oUMBOVAWY yLa BpaxunpdBeopn e€oikeiwon pe TI¢ PndLakég MAATPOPUES
elvat umoxpewtikn. (Ashok, V. 2022)

D-Data

- How can organizations use the rich and diverse consumer data generated
through Virtual Worlds, to build a competitive advantage for the brand? How
can the organization be equipped to manage aspects of data privacy, data
security and data integrity?

H urtodopun yla tnv amobrikeuon kat tnv Slaxeiplon Tou Oykou Twv
b6ebopevwy Kat n VOLOTAUEVN CUYKATABEDN TWV KATAVOAWTWY Elvat
nipoamnattolpeva otoug PndLakoug kOopoug. Ot eTalpleg mpemeL va
€EOTTALOTOUV LLE TILOTOTOLOELG yVNOoLOTNTAG, SUTIVOL CUMPBOAALA KOt
aodalela mPoowTkwv SeS0UEVWY, WOTE EAAXLOTOTOLCOUV TOUG KLVEUVOUG
yla TOUG XPAOTEG - KatavaAwTég (Ajay, S. 2022)
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Analysis of Eight Strategic Brand Elements in brand Nike on Roblox

Ztnv evotnta auth Ba amavinBouv Ta KPILoWO EPWTAMATA TWV OKTW TIOPATIAVW
otpatnykwyv epyaieiwv "MECCMTPD" ntou oL marketing leaders tng Nike mpémnet va
okedpTOUV yLa TNV évtagn Tng etatpiag otov PndLako koopo tou Roblox kat mio
ouykekplpéva otov “Nikeland World”. Ot mapandvw npokaBoplopeVeES EpWTAHOELG
TOU Ttivaka €xouv TporomnolnBel KatdAANAa wote va avadEPOVTaL ATOKAELOTIKA yLa
to Nike Brand oto Roblox. (Seth, S. 2022)

1. M-Messaging (Mnvupata)
-How can Nike make its messaging more effective, using the Virtual Worlds
medium?

H Nike péoa ota teAeutaia xpovia €xeL katadEpPeL va YIVEL TTAYKOOUIWG
YVWOTH 0TO KOUUATL Twv aBANTIKwyY 8wv. Emiong, €éxeL cuvepyaotel pe
TtoAAoUG OAUUTILOVIKEG KaL celebrities pe anotéAeopa va av§foeL tnv
dnuoototnta aAAA Kot TG MwARoeLs tng. To brand €xeL evtaxtel otov
PndLakod xwpo e evav eUKoAO, SLadopeTIKO AAAA Kal EAKUOTIKO TPOTIO HEoA
arnod Bwteomnaiyvidia. MNa mapddelypa, n mpwtn cuvepyaoia tou brand ywe
ue to Roblox, To omoio eival éva dwpeadv (free-to-play) matxvidt kat
areuBUVETAL KUPLWG yLa LKPEG NALKieG. OL maikteg €xouv TNV Suvatotnta va
VTIUOOUV TOV Ttaiktn Toug e aBANTIKA armouTtola, pouxa aAAd kal agecoudp
g Nike. Me autd Tov TpoTo n etatpeia SleupUuveTaL O LEYAAUTEPO KOLVO
Xwpig va au&aveL TNV MOAUTIAOKOTNTA TOU UNVUUOTOG TNG. AnAadh, cupdwva
HE doa poavadEPALLE yLo TNV O0TPATNYLKA UNVUPATwyY, N Nike katadépvel
va PTAOEL KaL VA EMNPEACEL €va EUPUTEPO AKPOATHPLO, EVW TOUTOXPOVA
Slatnpel To HAVUUA TNG amAo Kat oadeEG. 2 évav KOO Omou n mAnpodopia
elvat Mol ola KoL N TPOCOoXH TWV AVOPWIWYV TIEPLOPLOKEVN, N LKAVOTNTA VAl
KOLVOTIOLELG €val LAVULLA ATTOTEAECUATIKA XWPLG VoL TIPOCOETELS TIEPLTTA
ToAumAokoTnTa €lval éva onUoVTIKO MAEOVEKTNUA. 2TV TIPAEN, AUTO
ONUOLVEL OTL N €TOLPELQ XPNOLLOTIOLEL OTPATNYLKES ETUKOLVWVLNG TIOU Elva
€UKOAO va KatovonBoulv Kal va armopvnoveutoLv amnod dtadopes opadeg
KATAVOAWTWY, AVEEAPTNTO QIO TO TIOALTLOTIKO f KOWVWVLKO-OLKOVOULKO TOUG
unoBabpo. Katd ocuvénela, n etalpeio Pmopel va emekteivel Tnv ayopd tng oe
VEOUG TEAATEG XWPLG va KAVEL TO LAVUUA TNG TtepiMAOKO, dlatnpwvtag £ToL
TNV QMOTEAECUATIKOTNTA KAl TN oadRVELA TNG EMUKOLVWVLAG TNG.

71



2. E-Engagement (Aéopeuon)
-How can the brand Nike use Roblox to make consumer engagement deeper?

Méoa amno to Roblox divetal n eukatpia va avamtuxOet pa oAl otevi
oxéon avapeoa otnv Nike kat otoug katavalwtég. H etatpia €xel kabopioel
oadeig KaL CUYKEKPLUEVOUG 0TOXOUG HEoa oto Roblox omwg ta YndLaka
0BANTIKA TtpoidvTa Kal Ta UAAEKTLKA sneakers. Otav yivetal n elcodog Tou
XPNOTN LECA O€ Eva AyVWOTO ELKOVIKO TIEPLBAALOV KaL TTapouCLAlETaL
ouvexwg N papka Nike TOTE KAVEL TOV KATAVOAWTH va avolnTHoEL TTIOPATIAVW
TAnpodopieg yla autiv. TEAOG, évag veapog Ba evBouoLaoTel tepLOCOTEPO
ne tnVv Nike otav TNV €xeL CUVOEDEL e TO ayaTNEVO TOU Blvteomaiyvidl to
Roblox mapa av el pia amAn dtadnpion otnv tnAedpaon. (Saumya, S. 2023)

3. C-Consumer Journey (Ta§idL tou KatavaAwtn)
-How can the brand Nike use Roblox to participate in all parts of the
consumer journey more holistically?

Otav évag xpnotng Eekvael to «ta&id» Tou oto Roblox, mepluével amno éva
brand mou €xel evtaxBel otov YndLakd xwpo va pnopel va ayopdoet / va
TIOUANOEL TPOLOVTa, Vo TIAPEL LEPOG OE SLaywVLOUOUG Ke auTd To brand, va
SOKLUAOEL TPWTOG ATOKAELOTIKA Ttpoiovta, K.a.. H Nike Sivel avtr tnv
SuvaTtoTNTA KOL CUUUETEXEL O€ TTOAAA LEPN OTO consumer journey LEca otnV
Roblox mAatdopua. ApXLlka, Evag xprotng UIopEL va APEL LEPOG OTOUG
Slaywviopoug ou kavel n Nike otov "Nikeland" koopo, va kepdioet
PnodLakad i akopa kot puokd abAnTikd poidvta. Eniong, to brand pe okono
VoL AUENOEL TNV LKAVOTIOLNON TWV KOTAVOAWTWY KAl TOUTOXPOVA va aUu§HoEL
Ta k€PN, Slvel TNV SuvatoTnTa 0TOUG XPROTEG VAL SOKLLACOUV IPWTOL 0T
PndLakd toug avatars ta akukAopopnta digital sneaker ) exclusive pouya.
TéAog, n Nike mpoomnaBel cuvexwg KABE XpPOVO VA CUMUETEXEL KAL OE
napandvw 6paoctnpLOTNTES Kat events yla va alERoEL TNV Lkavoroinon Tou
KOTAVAAWTN KoL TAUTOXPOVA Va KAVEL TO «TaiS1» Tou povadiko. (Johnston, L.
2021)

4. C-Communication guidelines
-What are the communication guidelines that Nike needs to be aware of,
while using the Roblox?

H aodpdiela twv katavoAwtwy, o EAeyxog Kal n pmiotoouvn g Nike gival
ONUAVTLKEG TITUXEG TOU communication guideline (obnyieg emkowvwviag). H
Nike péoa amod ocuvepyacieg TEXVOAOYLKWY ETALPLWV TIPOOPEPEL LEYAAN
aohAAELA TWV TIPOCWTILKWY SeSOUEVWY TwV KaTavaAlwTtwyv. Eniong, o tpomog
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ETUKOWVWVLAG / YVWPLULAG LE TOUG TTEAATES TNG lval TTOAU OLKE(OG Kol AITAGG,

LE QTTOTEAECLA OL KATOVAAWTEG VAL EUTILOTEVOVTAL TOPATAVW To brand.
(Svend, H. 2021)

M-Measurement (MeTtpLkEg)
-How can the impact of Roblox engagement be measured?

Metpikég Aéopeuvong Xpriotn (User Engagement Metrics): Métpnon
NG EUIMAOKNG TWV XPNOTWV oTLg epmelpieg tng Nike oto Roblox, 6mwg
0 apLOUOG TWV EVEPYWV XPNOTWV, N SLAPKELA TWV TTEPLOSWV
Aeltoupylag Twv xpnotwv, oL emavalapBavopeveg EMLOKEWELG Kal OL
oAANAeTUSpAOELG e T ELKOVIKA TtpoiovTa ) teptBaAiovta tng Nike,
umtodelkvuouv To enimedo d€opeuong kat evoLlapEpovtog Twv
katavalwtwv ano tv Nike. (Henz, P. 2022)

Metpikég EtkovikoU Epmopiou (Virtual Commerce Metrics):
AfloAdynon tou avtiktumou tou Roblox otig SpaoctnpLotnteg
€LKOVIKOU gpmopiou tng Nike. METPLKEG OTIWG OL TTWAROELG ELKOVIKWY
TPOIOVTWVY, 0L CUVOAAQYEG KL OL SATIAVES TWV XPNOTWV TTOPEXOUV
TIANPOPOPLEG OXETIKA LLE TNV EUTIOPLKN ETILTUXLO KOL TOV OVTIKTUTIO TWV
elkovikwv ipoodopwv tng Nike. (Henz, P. 2022)

‘Epeuveg Kkat Avatpododotnon (Surveys and Feedback): Ot "Epeuveg
kat Avatpododotnon" oe mAatdopueg 6nwg to Roblox, mou sival
€vag SNUOodIANG ELKOVIKOG KOOHOG Kal Tty vidL Snuoupyiag,
avadepovtal otnv dtadikacio cuAoyng mMAnpodopLwy armod Toug
XPNOTEG. AUTH N TPOKTLKA €lvat Kplolun yla Toug Snuloupyoug Kat
TOUG SLOXELPLOTEG TOU EMELSN UMOPEL va amokaAu el poBARuata,
bugs ) otoeia Tou mayvidlov mou xprlouv BeAtiwong. Eniong,
UTopEL va mpoTeivel VEEG LOEEG ) AELTOUPYLEG TTOU OL TTalikTEG Ba
nBeAav va Souv peAAovTtikd. TEAOG, LEOW TNG CUANOYAG OXOALWV Kal
TIPOTACEWV ATIO TOUG XPROTEG, OL SNELLOUPYOL KA OL TIPOYPOLLULOTLOTEG
Tou Roblox pmopouUv va katavorcouv KOAUTEPQ TLG AVAYKEG KO TLG
npoobokieg twv natktwv otov Nikeland koopo. Autd Bonba otnv
eniAuon TeXVIKWV MPOoBANUATWY, OTNV ELCOYWYH VEWV
XOPAKTNPLOTIKWYV TIou evlladEpouv To KOLVO Kal oTnV evioxuon tng
OUVOALKAG epmeLpiag Tou Pndlakol kdopou. (Henz, P. 2022)

Zuvbudlovtag auTEG TG LETPAOELS, N Nike Umopel va amoKToEL yWWOELG

OXETIKA pLE TOV avtiktuTio Tou Roblox otov Nikeland world otn 6¢opeuon

™G Hapkag. Eival onpavtikd va a§loAoyoUvTal TOKTLKA Ol LETPAOELS
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QVTLKTUTIOU YLa TNV TTapakoAoVBnaon tng mpoddou Kol ToV EVTOTILOUO
nipoBAnuatwy ya BeAtiwon. KabBwg n évvola twv Virtual Worlds
ouvexilel va e§eliooeTal, eival onpavtikod va mpocapuélovtal ot
OTPATNYLKEG LETPNONG WOTE VA CUVOEOVTAL [E TLG AVASUOUEVEG TAOELG
KalL TLG VEEG TEXVOAOYLEG Tou KAASou. (Dwivedi, Y. 2023)

. T-Technology (TexvoAoyia)

-What kind of technologies will Nike need to acquire and learn, in order to

participate in the Nikeland on Roblox?

H Nike yla va metuxeL Tov oKoTto TNG (VO LKAVOTIOLROEL TIG AVAYKES TWV

avOpwrwV - va au€NOoEL TIG TWANCELG TNG) XPELALETAL Va EMEVOUOEL XprpaTa

O€ VEEG KALVOTOWEG TexVoAoyieg oto Roblox. Mepikég Baokég Texvoloyieg

slvat:

Ewkovikn Npaypatikotnta kot Emavgnpévn Npaypatikétnta (Virtual
Reality (VR) kot Augmented Reality (AR)): Ol texvoloyieg VR kat AR
arnoteAouv BepeAlwdn ocuotatikad Tou Roblox. H VR texvoloyia emitpemnel
otoug xproteg tng Nike va mhonyouvtal otov "Nikeland" glkovikd kOopo
evw n texvoloyia AR poodépel PndLakd mePLEXOEVO OTOV ELKOVLKO
kOopo. H Nike evééxetal va XpeLOOTEL v ATIOKTHOEL TOPATIAVW YVWOELG
yla tnv avamtuén epappoywv VR/AR. (Lokeweetpun, S. 2023)

Tplodiaotaon Movtehomnoinon kat Kivovopeva Zxédia (3D Modeling and
Animation): H nuoupyia £LKOVIKWY TIEPLOUCLAKWY OTOLXELWV,
CUUTEPAAUPBAVOUEVWY TWV EVOUUATWY, TWV UTTOSNUATWY KAl TWV
ELKOVIKWV XWPWV, amattel cuxva Se§Lotnteg tplodldotatng
HovteAomoinong Kat Klvouevwy oxediwv. MNa napadetypa, Yndlakd
pouxa kat marmoutola Kabwg kat Yndlakeg ekdONAWOELG TIG eTaLpiag
(Janet, B. 2022)

Texvnti Nonpoouvn (Artificial Intelligence -Al): Ot texvoAoyieg TexvnTAg
VONUOOUVNG UTTOPOUV VO BEATLWOOUV TLG EUTELPLEG TWV XPNOTWV LECA
oto Roblox, emttpénovtag oToug XproTES VO XPNOLLOTIOLOUV avatars,
oaAAnAerudpdoelg pue duowkn yAwooa péoa otov Nikeland Ynorako
koopo. (Ajay, S. 2022)

Yrniodopég Cloud kat Streaming (Cloud Infrastructure and Streaming): Ot
PnodLakot kdopot amattovv woxupn urtodoun cloud yia tnv untootPLEn
Twv Pndlakwv epneplwy tng Nike oe peydio aplBuo xpnotwv. H Nike
npokeLtal va emevlUoeL o€ PeyalUTepeg untnpeoieg cloud kal texvoAoyieg
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streaming yLa va Staodalioel TNV KAAUTEPN EUMELPLA TWV XPNOTWV TNG
otoo Roblox. MNa napadetypa, av n etatpia katapEpeL va ayopAaoeL 0To
HEAOV LeYaAUTEPEG UTIOSOUEG CUOTNUATWY servers (mdpoxot) Tote Ba
Umopel va «ploevioe» Tapandvw MAKTEG TAUTOXPOVA LECA OTOUG
PnodLakolg kOopoug (Saumya, S. 2022)

7. P-People (AvBpwmol)
-What kind of people skills and competencies will be required to participate in
the Nikeland on Roblox?

H Nike €xeL mpooAdfel pia opdda mpoowrikol mou amnoteAeital and atopa
EUPNUATLKA, CUVEPYATLKA Kal pe NOWKN. EmutAéov, oL epyaldpevol pEMeL va
SLaB€touv kal aploteg TexvoAoyikeg 6e§Lotnteg oto Ynolako marketing, oto
project management, oto storytelling, oto 3D modeling kat animation, otnv
TEXVNTA VONUOoUVN KABwG KOL TNV ELKOVLKH - EMAUENUEVN TIPOAYULATIKOTNTA.
TéAog, n Nike SnAwvel OTL KABE xpOvo avalntel VEO MPOCWTILKO HE
vPnAotepeg de€lotnteg Adyw TG paydaiag avamntuéng tng texvoloyiag.
(Seth, S. 2022)

8. D-Data (Asbdopéva)
-How can Nike use the rich and diverse consumer data generated through the
Nikeland on Roblox, to build a competitive advantage for the brand? How can
the brand be equipped to manage aspects of data privacy, data security and
data integrity?

H Nike purnopet va aflomotioet ta S€50pEVA TWV KATOVAAWTWY TIOU
napdyovtal péca anod 1o Roblox, anoktwvtag moAUTIueS mAnpodopieg
OXETIKA HLE TLG T(POTLUNOELG, TN cupmepLdopa Kat Ta trends Twv
Katavalwtwv. AkoAouBoUv oplopévol Tporol pe Toug omoioug n Nike pmopet
va aflomolioel avta ta dedopéva, Staodalilovtag mapaAAnia To andéppnTo,
NV acdAAEL KaL TNV akepaLOTnTA TwV SeSoUévwy:

e [poownonotnpéves Npoodopég Npoidvtwv (Personalized Product
Offerings): H avaAuon twv 6e6opévwy TwV KATAVOAWTWY arnod To
Roblox pmopei va mapéxel otn Nike Aemtopepeic mAnpodoplieg oxeTikd
HE TLG TIPOTLUNOELG OTIWG OTUA, Xpwpata kat oxedia. To brand Nike
UTOPEL va xpnolpomoloeL autd ta Sedopéva yla va mpoodEpeL
€EATOULIKEVEVEG OUOTAOELG TPOLOVTWVY KAl TPoodopwy,
BeAtiwvovTag TV UmMeLpia Tou TTeEAATN Kal auv§dvovtag tnv
tkavortoinon tou. (Kumar, V. 2017)
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e Itoxeupévo Marketing ko Atapnuion (Targeted Marketing and
Advertising): Mg tnv npdofaon oe Sedopéva katavaAwtwy, n Nike
UIOPEL va pooapuoleL T otpatnykeg marketing kat dtadnuiong o
HUELOVWEVOUG TIEAATEG I KL OE OTOXEUMEVEG OPASEG AvOpwWIWV.
Katavowvtag ta eviladEpovta, Ta ayopaoTIKA POTUTIA KAL TLG
ouuTePLPOPEG TV KatavaAwtwy, n Nike Umopel va mapEXEL OXETIKEG
Kall EAKUOTLKEG Sladnuioelg tou Bpiokouv amrixnon oTo Kowo Tne.
(Jin, S. 2019)

e Evioxupévn Eunelpia NedAatwv (Enhanced Customer Experience): Ta
b6ebopéva Twv katavalwtwv ano tov Nikeland World oto Roblox
umopouUv va BonBroouv t Nike va KaTavornoeL Twg oL TIEAATES
EUTTAEKOVTALL PLE ELKOVLIKEG EUTIELPLEG, aAANAeTILOpOULV pE PndLaka
TipolovVTA KAl ETUKOWVWVOUV PE AAAOUG. AUTH N yvwon UmopeL va
eTUTPEYPEL OTNV HApKA VA SNULOUPYAOEL KAONAWTIKEG Kal
Sladpaotikeg eumelpieg, odnywvtag o KAAUTEPN EUMELPLA TWV
nieAatwyv Kat avénuévn adooiwon otn pdpka. (Parganas, P. 2018)

e Avantuén Npoidvtwv kot Kawotopia (Product Development and
Innovation): AvaAuovtag ta dedopéva Twv kKatavalwtwv, n Nike
UTOPEL VAl EVTOTILOEL TG AVASUOUEVEG TAOELG, TIPOTLAOELG KOl
anattioelg otov Nikeland k6opou tou Roblox. Autég oL mAnpodopieg
UITOPOUV VA EVNEPWOOUV TLG OTPATNYIKEG AVATITUENG TIPOLOVTWV Kal
kawotopiag, emttpenovtag tnv Nike va dnuLoupynoeL veéa €LKOVIKA
TPOlOVTA, VA CUVEPYAOTEL e UTIOAOLTIA KavoTtopa brands otov
ELKOVIKO XWPO KaL va MapapEiVEL oTnV TtpwTn B€on twv Virtual
Worlds. (Kumar, V. 2017)

Oocov adopad to andppnto, TNV AohAAELA KOL TNV AKEPALOTNTA TWV
bebopevwy, n Nike Ba mpémel va BEoEL wG poTEPALOTNTA TNV EDAPHOYN
LOXUPWV LETPWV YLOL TNV TPOOTACLA TwV SES0UEVWY OTTO TOUG KOTAVOAWTEG
Staodalilovrag kat Tig KAatTAAANAeG vopoBeaoieg. AnAadn:

o Awadaveic MoAttikég Mpootaociag Asdopévwy (Transparent Data
Privacy Policies): H Nike Ba mpémnel va yvwotomnolel pe cadriveLa tig
TIOALTIKEG aTtOopPNTOU SESOUEVWY OTOUG KATAVOAWTEG, TEPLYPAdOVTAG
TOUG TUTIOUG TwV SeS0UEVWY TTOU CUAAEYOVTAL, TOV TPOTIO XPONG
TOUG KOLL TLG KOWVOTIOLAOELG oo tpitoug. H dtadavela dnuouvpyet
EUTLOTOOUVN KO ETUTPETEL OTOUG TEAATEG va AapuBdvouv
EVNUEPWHUEVEC ATOPACELG OXETIKA e Ta dedopéva Touc. (Dwivedi, Y.
2023)
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e Emloyig ZuykataBeong kat Anoxwpnong (Consent and Opt-Out
Options): H Nike Ba pémetl va Aappavel tnv cuykataBbeon Twv
XPNOTWV TIpLV CUAAEEEL KaL Xpnotpomotioet Ta dedopéva Toug oTto
Roblox. Me auto tov Tpdmo n papka o€Betat TNV LOLWTLKOTNTA TWV
katavalwtwv. (Dwivedi, Y. 2023)

e Kpuntoypadnon Aedopévwv kot Métpa Acpaleiag (Data
Encryption and Security Measures): H Nike Ba mpémnel va epapuooel
LOXUPA TPWTOKOAAQ KpuTTTOYPAdNOoNG KAl LoXUPA HETPA aodaAEiag
yla TNV mpootacia Twv 6eS0UEVWY TWV KATOVAAWTWY oo 1N
efouolodotnuévn npocPaon, mapaBLlacels r anwAela Sedopévwy.
Auto neplhapBavet tn Staopdaiion twv dedopévwy katd tn petadoon
Kal tnv arnoBbnkevon o acdaleig servers. (Dwivedi, Y. 2023)

o Juupopdwon pe toug Kavoviopoug Npootaciag Aedopévwv
(Compliance with Data Protection Regulations): H Nike npémnel va
TIAPAUEVEL EVNEPWHEVN E TOUG OXETLKOUG KAVOVIOOUG TIPOOTACLAG
bebopevwy, 0mwg o MNevikog Kavoviopog ya tnv Npootaocia
Agdopévwy (GDPR) i dAAoL tepidepetakot vopol. (Dwivedi, Y. 2023)

Aivovtag mpotepaldtnTa oTNV npootacia tng LOLWTknAG {wng, TNV aohAAeLa KoL TV
akepatotnta twv dedopévwy, n Nike punopet va olkoSOUACEL EUMLOTOCUVN HE TOUG
TeEAATEG TNG Kal va Staodalioet otL ta dedopéva ou apdyovial LEow Tou
Nikeland World oto Roblox xpnotpomnototvtatl pe nOKo tpomo, mpootatevovTag Ta
cupdépovta Kat TNV OLWTKOTNTA TNG BAong Twv xpnotwv tng. (Yogesh, K. 2023)
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6.2.1.2 The Theory of Planned Behavior (TPB)

H Bewpila autn, He TN HEYAAUTEPN EMLPPON YL TNV KATAVONON TG amodaong Tou
xpnotn , BonBael otn Sdepelivnon tng avBpwrivng cupmepldopds Bactl{Opevn oTLg
EVEPYELEG IOV TpoPaivouv oL avBpwrol (Ajzen & Madden, 1986) Katd tnv €ékBeon
NG cupnEePLPOPAG TWV avBpwnwy, o Babudg eAéyxou tng cupunepLdopag AUTAG
elval ouoLaoTiko xapaktnplotiko. (Ajtzen, 1991) EVotoxo mapAdeLlypa anoteAovV oL
KATAVAAWTEC TTOU VW eTLBUHOUV BloAoyika TpodLua yia uytewvn dtatpodr) , Sev
UIopoUV VA TO KAVOUV CUCTNHATIKA ,av SV UTIAPXOUV onpEla TWANONG TWV
TPOLOVTWY oTNV gupuTEPN TtEPLOXN. H v Adyw Bewpia amoPfAEmnet otnv evdelexn
a§LOAOYNON TWV MOPAYOVTWYV TIOU €MNPEAIOUV TOUG avOpwWIOUG, OTIWE OTNV
niepintwon tng Nike pe tnv xprion tou Ynorakou koopou “Nikeland World” oto
Roblox. (Ajzen, 1991)

H Bewpla amoteAeital amno névie BaoIKEG TTTUXEG:

Attitude toward the behavior (Ztdon anévavtt otnv Zupunepidpopd)
Subjective norm (Ymokewuevikn Nopua)

Perceived behavioral control (Avtihappavopevog EAeyxog Zupmepidopdg)
Intention (MpoBeon)

Behavior (Zupnepidpopd)

ik wnN e

(Yavu, T. 2015)

Mo ovaAUTIKA:

Attitudes toward behaviors (A) — Ztdon anévavti otnv Zupnepidpopd

OL avBpwrot uloBetolv cupTepLPopEg ou TpododoTouvTal Ao TLG EUMELPLESG TOUG
KOl YEVIKOTEPQ ATIO EWTEPLKEG ETILPPOEG. O Glassman SlamioTtwoe OTL oL OTACELG TWV
avOpwrniwv ennpedlouv o€ peyaAutepo Babuo tnv npdOeon. TENOG, UTIAPXEL
ApPNKTIN OXECNH AVAPETO OTOV TPOTIO SPACNG ATIEVAVTL 0TNV CUUTEPLPOPA KAL TNV
KaL tnv mpoBeon. Autd utodnAwVEL OTL 0 TPOTIOG IOV AVTLOPOUE f EVEPYOUE OE
oxéon He kamola oupmnepldpopd eival otevd cuvdedepévog e TIG TPoBEoeLg pag. Me
AAAQ AOYLO, OL EVEPYELEG HaG AmOTEAOUV EVOELEN TWV MPOBECEWV pag, Kal
avtiotpoda, oL mpoBEoeLg pag ennpedlouv To mwg Ba avtibpdcoupe os Stddopeg
KATAOTAOELG.
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Mo mapAdeLya, O€ Eva EMLXELPNMATLKO TAQLOLO, av pLa eTapia €xeL TNV mpoBeon va
BeATlwoeL TNV eUneLpia TOu TTEAATN, aUTO Oa Pavel amod TG CUYKEKPLUEVESG EVEPYELEG
TIoU Ao BAVEL yLa VA AVTLPETWTILOEL TUXOV Ttapdrova i poBARuata mou
napouctalovtal. Avtiotolya, oL §pacelg mou avaAapBdavovial anod tnv eTalpeia
QIMOKAAUTITOUV TN SEC0UEVOH TNG TIPOG TOUG TEAATEG TNG KaL TNV MPoOBeor Tng va
dnuoupynoet Betikég oxéoelg pali touc. (Sheikh, 2013)

Subjective norm (SN) — Yrokeipevikn Noppa

Ztnv Yuyxoloyia, To subjective norm avadepetal otnv eEWTEPLKN Ttieon OV PLwVEL
TO ATOMO WG TIPOG TNV EKTEAEDN 1 OXL EVOESELYUEVWV CUUTIEPLPOPWY EVW
napdAAnAa emnpedlel onpavIka TNV pobeaon (intention) kal eEA&éyxeL TNV
katavoAwTtikn anddaon. Otav to subjective norm eivat uPpnAo evioxVeTaL KaL n
tkavortoinon. (Sheikh, 2013)

Perceived behavioral control (PBC) — AvtidapBavopevog EAsyxog Zuunepidpopdg

H ouykekpipévn dtaotaon adopd otnv nemoibnon tou atopou ot "unopet”,
Slepeuvad 6nAadn tnv auTo-€lKOVA TOU , TV aUTO-avTtiAnyn Tou wg Pog tn
Sduvartotnta tou va "kavormoloel" / epapuocel Ty uTto Slepelivnon cupunepLpopa.
ErumtA€ov, n auto-€lkova Kal n auto-avtiAnyn eivat cuvdedepuéveg pe tnv aiobnon
€AEYXOU KOl TNV TPOOWTKN appodlotnta. Epeuvntikd eupnpata deixvouv otL
VPNAQ entimeda AUTOATTOTEAECUATIKOTNTAG CUVOEOVTOL LE TILO BETIKEG
OUUTEPLPOPLKEG MIPOOETELG KAL AMOTEAECHATLKA SpAon, KABWG Ta ATOUA TILOTEVOUV
To oBevapad otig SIkEG Toug SuvaTdTNTEG va EMLITUXOUV €vav 0Toxo. TEAOG, oL
TIaPATAvVW SLAOTACELG EXOUV VAL KAVOUV KL [LE TNV €VVOLA TNG AUTOEKTIUNONG 0TV
JuxoAoyia, n omoia avadpEPETaL 0To WG EVa ATOMO BAETEL TOV EQUTO TOU OE OXEON
HE TLG SUVATOTNTEG KAL TLG LKAVOTNTEG Tou. Eldikotepa, e§etdlel TNV autoavtiAnyn
€VOG ATOLOU OXETIKA E TNV LKAVOTNTA TOU VA ETUTEAECEL I VA EPOPUOCEL LA
OUYKeEKPLUEVN cupmepldopd f dpaon. (Chang, J. 2015)

Intention (I) - Np6Bson

H nipoBAedin tng mpoBeong eival mpoarmnattoupevn tg npoPAedng tng
ocupumneplpopdg. H mpoBeon emnpedlel onUAVTKA TNV cupmeplpopd kat mpoodlopilet
Tov Babuo duadpaong pe tnv papka Nike otov Pndrakd koopo Nikeland oto Roblox.
Mo va poPAePoupe To Mwg Eva dtopo Ba cuumepldpepOel, peneL mpwta va
KQTAVONCOULLE TNV TTPOBECH TOU VoL EVEPYNROEL KAT' UTOV ToV TpOTo. H poBeon
elval pa petprioun ekppacn tng SLaBeong eVOG ATOUOU VA EKTEAECEL pLLAL
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OUYKEKPLUEVN ocupmepldopd. Ztnv nepimtwon tng Nike otov YndLako kdouo tou
Nikeland oto Roblox, n mpoBeon twv matktwv va aAAnAeTdpAcoouV e TN HapKa
urnopel va Stapopdwoel To OG0 vepyd Bl CUUUETAOXOUV OTLG SpaocTNPLOTNTEG TOU
TALXVLOLoU KalL VoL EUTTAOKOUV LE TA TIPOLOVTA 1 TG TIPOOPOPEG TNG. ZUYKEKPLUEVA, OV
oL xpnoteg Tou Roblox €xouv tnv Betikn MpbdBeon va eepeuvnoouy Kal va
oaAAnAerudpdoouv pe tov Nikeland koopo, eival mBavotepo va npofoulv oe
oUUTEPLPOPEG OTIWG N CULETOXN OE ELKOVLKA Ttaxvidia mou mpowBei n Nike, va
mapakoAouBoUV TaPoUCLACELG TIPOIOVTIWY, 1 VA AyopPACOUV ELKOVIKA 1 GUOLKA
nipotovta tng Nike. H mpoBeon autr Aettoupyet wg evdelén yia to nwg Ba
oAAnAerudpdoouv pe t papka otov PndLako KOO0, Kal UMopEL va EMNpeAOEL
AUEDA TLG TTWANOELG, TNV EUMELPLO TOU TTIEAATN KOLL TNV YEVLKOTEPN ELKOVA TNG LAPKALG.
(Lin, Y. 2017)

Behavior (B) — Zupnepidpopa

Zuuneplpopa eivat n Se€lotnta Slekmepalwong EVEPYELWV Kal EVOEXETAL VA EXEL
BeTIkn A apvNTIKA XPOoLd. Avtikatomtpilel éva cuvovBUAeupa oUUTTEPLPOPWY KoL
TIEMOLONCEWV OXETIKA HE TLG TPOoodokieg Twv AAwv. AnAadn, n cuunepipopd
umnopetl emiong va deixvel éva potifo r cuvduaoud moAAwv StapopeTikwyY
oUUTEPLPOPWVY KL TLG TIETOLONCELG TTOU £XEL KATIOLOG OXETLKA LE QUTEG. AUTO UTtopetl
va tepAapBAveL TG TPoodOKIES TTOU TILOTEVEL KATIOLOG. TEAOG, OTAV EVVOULE OTL N
ocuumneplpopd "umnopet va €xel BeTikn A apvnTikn xpola", avapepouaote otnv
roldtNTa TN dUON TWV EVEPYELWY KOL TWV OITOTEAECHATWY TOUG. OETIKEG EVEPYELEG
ouvnBwg odnyouv o€ KOAA ATIOTEAECUATA 1} £XOUV EVEPYETIKEG ETIUTTWOELG, EVW OL
OPVNTIKEC EVEPYELEG UTtopel va €xouv BAaPepécg 1 Suoueveic ouveénelea. (Lin, Y. 2017)
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Attitude
toward the
behavior

Subjective
norm

Perceived
behavioral
control

The theory of planned behavior

Mo tnv dte€aywyn tng €pguvag dnuoupyndnkav 10 CUYKEKPLUEVEG EPWTHOELG TTIOU
adopouv KaBe otolxeio pétpnong. Oa amavinbouv oe kAtpoaka 5 Likert point,

EeklvwvTag ano v kaboAou untoothplén (strongly disagree) kataAryovtog o€
Loxupn urnootnplén (strongly agree).

General Questionnaire

Construct Definition Item name | The Questions
Attitudes toward The human ability or | ATB1 - Engaging with brand Nike in
Behaviors capability to act Roblox would be a good idea
could be a positive or for a person like me
negative behavior
ATB2 - Engaging with Nike in
Roblox would be pleasant for
a person like me
Subjective Norms People’s stated SB1 - Most people who are
motivation and their essential to me approve of
action plan my
engagement in Nike on
Roblox
SB2

- Most people like me engage
in Nike on Roblox,
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following their primary
research on it

the extent doing this
action makes the goal
more accessible or
more difficult

Perceived The emotion, belief, PBC1 - | am confident that | can
Behavioral Control or behavior toward a engage with Nike on Roblox
particular thing,
person, or event. - My engagement in brand
Situations often PBC2 Nike on Roblox is up to me
result from
experiences or
upbringing and can
strongly influence
behavior and change
it
Intention The external pressure | L1 - | will continue visiting
felt by individuals to Nikeland world on Roblox.
perform or not
perform certain L2 - lintend to engage in
behaviors Nikeland on Roblox.
Behavior The strength and B1 - | will propose to friends and
power of faith lead to relatives to visit Nikeland in
control over which Roblox
products can be
accessed. It measures | B2 - 1 will make open / public

referrals for visiting Nikeland
in Roblox

(Noor, A., Jae, Jeung R. 2013)

6.2.1.3 EpwtnpatoAoyla

Ta epwtnuatoloyla, eva Bactkod epyaleio cuAAoyng SeSopuévwy, TaPAPEVOUY

{wTKAG onpaotiag yla tn dnuoupyia epmelpikwyv Sedopévwy o dtadopoug ToEL,

Qo TLG EMLOTAMEG TNG UYELAG EWG TA OLKOVOULKA. KaBwg To EpeuvnTIkO TOTtO

e€ellooeTal ouvexwg, o 8o cupPaivel kat pe Tn duoN KaL TNV Edapuoyn Twv

epwtnuatoloyiwv. Ol mpoodateg e€eAifelg umoypappilouv Tn onuacio Tou

oxeblaopou, TN Xoprynong Kat tTng avaAuTiKAG OAOKARPWOH G TOUC, AVTAWVTAC Ao

TLG VA SUOUEVEG TAOELS Kal TLG LeB0SOAOYIKEG EKTIUAOELS (Smith, A. 2019). Ta

EpWTNUATOAOYLA €lval peBobika oxedlaopéva epyadeia mou anoteAolvtal ano

EPWTNOELG IOV EMLVONRONKAV yLO VOl CUYKEVTPWOOUV CUYKEKPLUEVEG TIANpOdOpLES

artd TOUG OUUUETEXOVTEG OXETLKA LLE VA OUYKEKPLUEVO BEUA 1} TOpE evOLOdEPOVTOG

(Christensen, J. 2019). O okomOC TOUC EKTELVETAL TIEPA ATIO TNV ATtAr) cUAAOYN

bebopevwy - mpoodEpouv Eva SopunéEVo TTAALOLO TIOU ETILTPEMEL OTOUG EPEVUVNTEG val

e€dyouv amnoxpwoelg, va eviomnifouv potifa kat va dteukoAuvouv tn Babutepn

KaTavonon tTwv unokeipevwy datvopévwy (Jones, P. 2021). H Yndlakn emoxn €xet
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EMNPEACEL ONUAVTLKA TN dUON TWV EpWTNUATOAOYiWV. Me tnVv €€apon Twv
Stadiktuakwyv MAATPOPHWY, Ta NAEKTPOVIKA EpwTnaTtoAOyLa KepSilouv ypriyopa
€6adog Aoyw tng eukoAiag SLAd0oN g Toug Kat TNG SUVATOTNTAG TIPOCEYYLONG
eupuTEPWVY OAdwv Kkowvou (Turner, A. 2020). EruumAéov, n Yndlomoinon avtwy Twv
EPYOAELWV EXEL OVOLEEL TG TTOPTEG OE TIPONYUEVEG TEXVIKEG AVAAUCNG, ETLTPETIOVTOG
OTOUG EPEVUVNTEG VA XPNOLLLOTIOLOUV eEEALYEVOUG aAyOpLOOUG KaL TEXVNTN
vonuoouvn otnv avaiuon dedopévwy, PpEpvovtag £T0L EMAVAOCTACH OTOV TPOTIO ME
Tov omoio epunvevovtal ta Sedopéva (Li, S. 2021). Evw ta mAgovekTApaTA Elval
TIOAAQTTAQL, OL LEAETNTEG EXOUV UTIOYPOUMLOEL TNV avaykn dtacdaiiong tng
aglomioTiag Kat TG EYKUpOTNTOG TWV EpwTnatoloyiwv og auth TNV YndLakn
enoxn. Onwg toviZel o (Nguyen, H. 2020), n mpdkAnon gykettal otn Stapdpdwon
PYNPLoKWY EpWTNUATOAOYLWYV TIOU AVTLOTEKOVTAL OTLG TIPOKATAANPELG TTOU ELOAYEL TO
(810 10 péoo, Staodalilovtag OtL n oldTNTA TWV SESOUEVWY TTAPAUEVEL
adlampayudteutn. Ztnv oucia, N Sopun TwV EPWTNUATOAOYLWYV Elval EKTETAUEVN KalL
Slapkwe e€eAlooopevn. H epappoyr Toug otn ouyxpovn €peuva anoteAel amodelén
™G SlapkoUg onpaciag Toug, n onoia xapaktnpiletot ano eeAifelg 1doo otov
oxeblaopuo 600 kat otnv avamntuén. Kabwg n BpAloypadia otpédetat oAogva ka
TEPLOOOTEPO TIPOG TIG YndLakeg peBodoloyieg, N akadnuaikn kowotnta eivat
€tolpun va Stepguvnoel kat va thonynBel otig mToAUTIAEUPEG SUVATOTNTEG KOl
T(POKANCELG TIOU BplokovTal UMPOOoTA LAG OTNV EPEUVA HE EpWTNHATOAOYLA. (Liu, Z.
2021).

«0 oxeblaopdg Tou epwtnuatoloyiov (questionnaire design) elval pla cuoTNUOTIKA
Sladikacio otnv omola o0 epeuvnNTNG LEAETA TTOLKIAOUG TUTIOUG EPWTHOEWY, OVAAUEL
Evav apLlOpO TapayovIwy TIoU XOpaKTNPL{oUV TNV EPEUVA, SLOTUTIWVEL LLE TLG
KATAAANAEG AEEELG TLG EPWTNOELG KOL OPYAVWVEL TO TIEPLYPOLLLAL TOU
epwtnuatoloyiou» (Burns and Bush, 2004)

E€nynon dnuovpyiog epwtnuatoAoyiov

Mo va SNULoUPYHOOUE CWOTA TO EPWTNUATOAOYLO, ETIPETIE VA EVTAEOUNE PECO OE
QUTO TIS 2 taparndvw Bswpieg kaBwg kat va Bpoupe to target group xpnotwv mou
Ba anmeuBuvBoupe. (8 Strategic Brand Elements kat Theory of Planned Behavior). MNa
ToV AOYO auTo npape Ta facikd components (Holistic Journey, Communication
Guidelines, Engagement, Technology Aware, People Skills / Competencies kat Data)
™G MpwINng Bewplag kat pridfope 12 amAeg Kal KATAVONTEG KAELOTEG EPWTHOELG O€
kKAipoka 5 Likert point. OL epwtAoELS Twv 8 oTpatnylkwy epyoieiwv dev RTav
tuxaieg. EmAéxtnkov péoa amod to emoTnoVIko dpBpo (Rajeshwari Krishnamurthy,
Vaibhav Chawla, 2022) kat tpomormnotifnkav yia tov Nikeland k6opo oto Roblox.
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2tnv Bewpia Tou Theory of Planned Behavior xpnowuomnotjoape tig 10 Baotkeg
OUYKEKPLUEVEG EpWTAOELG LeTpoewV (Attitudes toward Behaviors, Subjective
Norms, Perceived Behavioral Control, Intention kat Behavior) tou mapandavw
«General Model Questionnaire» kat autég o€ KAipaka 5 Likert point. Ztnv cuveyela,
kpivape amapaitnto va xpnotpomnotnoape 10 ELOAYWYLIKEG KAELOTEG EPWTHOELG TIOU
adopouv tnv papka Nike, to Roblox kat ta Virtual Worlds wote va evta&oupe tov
XPNOTN OLOAQ 0TV Epeuva pag. Emiong, yla va Uimop&ooupe va €XOUE TO KOAUTEPO
SuvaTo AMOTEAECA OTLG AMAVTIAOELG, BAAAE TIEPLOPLOUO NALKIAG OTOUG XPAOTES,
yla avw Twv 16 etwv. O uikpoTtePES NALkieg Sev Ba tav o€ BEon va amaviioouv Kat
VOl KATOVON 00UV TLG EPWTAOELG LaG. TEAOG, TPLV TTEPACOUE oTNV SnULloupyia Tou
epwTnuatoloyiou mpeEneL va BpoUpe to target group Twv xpnotwv mou Ba
TIAPOUCLACOUUE TLG EPWTAOELG HaG. OL EpWTNAOELG Hag ameuBUvovTal 0€ XPROTES TTOU
Xpnolomololv toug YndLakoug KOGHOUG Kal TiLo cuykekpLueva tov “Nikeland
World” oto Roblox. ZUpdwva pe tnv emotnuovikn BpAtoypadia tou Shen, Y. 2020
Ta pokaBoplopeva npodil xpnotwv mou xpnotponololve Pndlakol§ KOGUOUG
elvat: Explorers, Knowledge Collectors, Reward Seekers, Curiosity Seekers, Sensation
Seekers, Flow Experiencers. Autd ta tpodiA Ba avaAuBolv napakdtw. TNV EpEuva
pag, pag evéladpepel n tuxaia detypatoAnyio emopévwg, n pEBodog autn
niepAapBavel tnv emthoyn Selypdtwy amo evav euputepo MANBUCUO e TETOLO
TPOTO WOoTe KABE PENOG Tou TANBUGOHOU va EXeL loeg BavoTtnteg va emleyet. H
Baokn apxn g Tuxaiog detypatoAnyiag Eykettat otnv €vvola tng TUXNG.

Ta epwtnuatoldyla ta oteihape pe tnv popodn Google Forms oe Discord
EupwmnaikoUg aAAd kat MaykoouLoug Servers ou adopouv To Roblox kat tov
Nikeland k6opo.

e Roblox Hub
e MetaDyn

e Next Earth
e Roblox

e Nikeland

e Spatial.io

e Everyrealm Gaming
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Npodil Xpnotwv

Explorers (E€epeuvntég)

O “explores” Béhouv va aAAnAemidpouv petafy toug, va Slaokedalouv Kot va
atoBdavovtal tnv aicBnon tou emttevypatog, aAAd €V MPOTIUOUV TLG AVTOUOLBES
(r.x. BpaPeia kat amovopeg). AmoAappdavouv "ta Stadpactikd otolxeia yla va
e€epeuvnoouv dladopeg mtuxég tng Nike oto Roblox". Ot e€epeuvntég BéAouv va
ninyaivouv o€ tonoBeaoieg mou dev eixav okedtel o mpLy. Ta ewkovika Tagidla
LKAVOTIOLOUV TNV aVAYKN TOUG TTOPEXOVTAG OTOUG ETILOKEMTEG KaOrKkovta,
Ta§LOLWTLKEG TPOTACELG KOl 06Nnyleg. AUTA Ta KOBKOVTO KoL OL TTPOTACELG Oa TtpETEL
VoL (PO APUOTOVTOL OTOUG TIAUKTEG, KABWG SEV TOUG apéoeL va eEEpEUVOUV Evav TOTIO
aKoAoUBWVTAG pLa LoTopLa TTOU KAVEL TOV TIPOYPAUUATIONO Tou Tagldlou Toug Lo
nipodlayeypappévo. Evag cuppeTexwy Tou Roblox oxoAiaoe otL "ol explorers Ba
TIPETEL VA £EEPEVVOUV TOUG IPOOPLOUOUG oTov PndLako KOoUo e VeALEia,
ETUAEYOVTAG QUTO TIOU TIpayUaTIKA BEAouv va amoAavoouv". Qg ek touTou, dev Ba
nBeAav va Bucldoouv tov xpovo tou TaLdlol Toug yla va emokepBolv kamola puépn
miou Sev toug evdladEpouv HOVOo Kat LOVOo yla va KepSloouv KATIOLEG AVTAUOLBEG.
(Shen, Y. 2020)

Knowledge Collectors (ZuAAékteg 'Vwoewv)

OLKnowledge Collectors €xouv wg KivnTpo TNV amoKTnon MEPLOCOTEPWVY
TIANPodopLWV yLa Tov TPpoopLlopd oto Roblox. Avtipetwnilouv éva lkoviko Tagidt wg
€VOV EAKUOTLKO TPOTIO TIPOCEYYLONG TOU TIPOOPLOKOU. OL KOUPAOTIKEG TIEPLYPAPES
yla apadetypa n wotopia tng Nikeland kat tou Roblox yivovtat mio eAKuoTIKEG. Eva
ta&idL Ba ATav eniong évag KAAOG TPOTOG yLaL VOL EEEPEUVICOUV [LLOL ELKOVLKH TIOAN. OL
OUMUETEXOVTEG eMeonpavay Wolaitepa OtL "elval KATWG wpaio av MEPAOELS Eva
ZafBatokuplako pe toug Gpiloug cou yla va LABeLg teplocdTepES TTANPOdOpLeg yia
Vv pnapka Nike Tnv omota tnv xpnolHomoLelg cuvexwg otnv KaBnuepivr oou wn".
TéNog, n aioBnon tou enmttevypatog dev amoTeAel onNUAVTLKO KivnTpo yL' autoug.
(Sandy, Y. 2020)

Reward Seekers (Avaintntég Avtapolfng)

OL avBpwrot tou avalnTouVv aVTapOoLBEG Ttapaklvouvtal ano ta BpaBeio kot Tig
EKTITWOELG. TA AVOLILVNOTIKA TTOU €XOUV OXESLAOTEL YLl TOUG KVLKNTEG» TOU ELKOVIKOU
KOOMOU €lval LdLaitepa EAKUOTLKA YLU' AUTOUG KOl LAALOTA TIEPLOCOTEPO ATIO TLG
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EKTITWOELG N T KOUTIOVLA. OL CUMUETEXOVTEG €RYNoav OTL elvat Alydtepo euaiocOntotl
OTLG TLUEG OTav e€epeuvouv €va véo brand ota Virtual Worlds, ondte oL ekmTtwoels
Ta kouTtovia Sev eival tooo eAkuoTIkA 000 Ta BpaPeia. Ta BpaPeia, pmopouv va
Kdvouv to TtaéidL toug afExaoto. Onwg SNAWOoE EVOG CUUUETEXWY, "éVal ELKOVIKO
ta&idL Ba mpémel va ouvdéetal pe mpaypatikd puoka Bpafeia mou oxetilovral pe
TNV tomoBeaia mou emokEPOnkav". Ma MopAdELy LA, OV OL CUUUETEXOVTEG
QIAVIAOOUV HEPLKA EpWTNUATOAOYLA YLa TO user experience tng Nike oto Roblox, Ba
UopoUV va AdBouV 0ToV TIPAYHATIKO KOO0 KAToLo Bpafeio Omwg Eva GUAAEKTIKO
UITPEAOK MLOG YVWOTAG UMOOKETIKAG opadag. Mapadowe, ol Reward Seekers dev
evlladpEpovtal va KovwvLKomolnBouv 1 va PoLlpacTtolV TLG EUNELPLEG Tou TagLdlov
TOUG OTa PECA KOWWVLIKAG Siktuwong. (Sandy, Y. 2020)

Curiosity Seekers (Avaintntég NepLépyetag)

Onwg umtodNAWVEL KAl TO OVOUQ, TA ATOMO TTOU avalnTouV TNV TEPLEPYEL
TIAPAKLVOUVTOL OTTO TNV TEPLEPYELA KL TLG EKTANEELG. OL EKTTANEELG ETUTPEMOUV OTOUG
Talkteg va yvwploouv « LUOTIKES» Anpodopieg ) Slopyavwoelg yia to brand Nike
oto Roblox. Aev BEAlouv va e§epeuvrioouv évav Xwpo Xwpig okomo. Avtibeta, Ba
TiEPLLEVOUV va Bpouv i va Souv KATL, kKavovtag ta Tagidla Toug o evoladEpovta
Kal agexaota. ZUpdwva Le Ta AdyLla eVOG CUMETEXOVTA, "Mou dpeoe TIOAU o
auBopUNTLOUOG TOU va TIPEMEL v Bpw avBpwTrtoug Kat TAnpodopieg o€ OAN TNV
1toAn tng Nikeland oto Roblox". H afefatdtnta pnopel va kKAvel évav Alyotepo
YVWOTO TIPOOPLOUO 1 VAV TIPOOPLOUO e ALlyOTEPEG SPACTNPLOTNTEG VA YIVEL TILO
guxaplotog kat evéladepwv. Na 6coug avalntolv TNV MEPLEPYELD, O AVIAYWVLIOUOG
HE dAAoug, n katatagn oe mivaka Babuoioyiag i n aAAnAemnidpaon pe dAAoug
OUMUETEXOVTEG, SeV glval EAKUOTLKA. OEAOUV va Viwoouv pa aioBnon ékmAnéng avti
VO CUUUETACYOUV O€ £Va AVTOYWVLOTIKO Tayvidt. (Shen, Y. 2020)

Sensation Seekers (Avaintntég AloOncewv)

AUTOG 0 TUTIOG ETILOKEMTN avaA{NTA CUYKLVIOELG TTOU OXETL{OVTOL UE TNV EUMELPLA TNG
AR texvoloyiag kat TNV OAOKANPwWoN TPOKANCEWV. ZTOUG ETILOKEMTEG TTOU avalnTtouV
NV aiocbnon apéoel va Umaivouv oe MEPLTETELEG KAl va OAokAnpwvouv dLddopeg
TIPOKANCELG. Ta ELKOVLKA Ta&iSLa TOUG ETILTPEMOUV VOl £XOUV KAAEG EUTIELPLEG KOl
avapvnoelg oAokAnpwvovtag MPokANoeLS. EmumA€ov, Toug apéoel va akoAouBolv
TNV wotopia Kot va mnyaivouv og SladopeTikd PEPN yLa va AUoouV Toug ypidoug,
KATL TIou SLadEpeL amo toug eEEPEVVNTEG TIOU TIPOTLUOUV TILO EVEALKTO OXESLAOUO
erokéPewv. OL evdladépouoes MPOKAROELG UTTOpOUV va avakoudioouv amo t
povaéld tou oolo talldlou. Eival evbladépov ot ol Sensation Seekers avtutaBouv
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Ta rayvidla poAwy, emeldn ta Bswpouv adeln kat dev BEAouv va mpoomotnBouv otL
elval kamolog AANOG f va EUMAAKOUV O€ KATIOLO CEVAPLO KE AYVWOTOUG, OUTE
TIAPAKLVOUVTOL OTTO L EEQTOMLKEUEVN TIEPLAYNON KECW EVOG 08NYOU ETILOKETTWV.
MpoTiouV va akoAouBHCOUV LA TIPOYPAUUATIOUEVN SLASPOWN TTOU TTAPEXETAL ATIO
ua edpappoyn A eva evtumo ¢uAAdadio. (Shen, Y. 2020)

Flow Experiencers (Epneipoyvwpoveg Pong)

OL Flow Experiences okomeUouv va BuBLotouv o€ €vav MPOOPLOKO, VA TOV
e€epeuvnoouy pe evdladépov Tpomo Kat va Eepuyouv amod TNy MANEN LECW EVOG
ta&ldlov otoug Ynodlakoug kdopoug. Asv evlladEpovtal va polpactouv
TIANpodopieg oTa HEoa KOWWVLKAG SIKTUwoNG, va gival evepyol o€ eva tagidt, va
e€epeuvnoouv evav AlyOTEPO YVWOTO TIPOOPLOKO, va KepSioouv avtapolBEg R va
avtaywviotolv aAoug. Emdlwkouv va Bubilotolv oto taidi. Evag Flow Experiencer
avedepe otL éva tafidL ota Virtual Worlds pmopel va mpoodEpeL 0TOUG EMLOKEMTES
"omoudaieg epmelpieg kat agéxaota tagidia". (Shen, Y. 2020)

Non - Profile (Kavéva MpodiA)

O xpnotng &v aviKeL o€ KATIOLO ATTO TA TTAPATIAVW TIPOdIA

Avtiotoixion Epwtioewv cupdwva pe Tig SUo napandavw Bewplieg

1) Eight Strategic Brand Elements on Virtual Worlds

Holistic Journey:

e | feel a sense of positive personal growth and development when engaging
with Nikeland in Roblox

e | experience a positive emotional connection and satisfaction when
interacting with other users and virtual environments in the Nikeland World
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Communication Guidelines:

o | feel respectful and considerate towards the boundaries and personal space
of other users while communicating in the Nikeland World

e | feel that creating a positive and inclusive environment in the Nikeland is
crucial for meaningful interactions with other users

Engagement:

e | feel positive when moving / travelling into Nikeland
e Moving / travelling into Nikeland make me happy

Technology Aware:

e | feel confident and positive about my knowledge of the technology required
to navigate and interact effectively in the Nikeland

e | believe that staying informed about the latest technological advancements
is essential to enhance my overall experience in the Nikeland

People Skills / Competencies:

o | feel positive about my ability to communicate and collaborate effectively
with other users in the Nikeland

e | believe that approaching interactions with empathy and understanding
enhances the quality of my connections in the Nikeland

Data:

e | feel confident and positive about managing the data | share in the Nikeland,
ensuring the protection of my personal information

e | believe that being aware of the implications of sharing data in the Nikeland
is essential for maintaining my privacy and security

2) Theory of Planned Behavior (TPB)

Attitudes toward Behaviors:

e Engaging with brand Nike in Roblox would be a good idea for a person like
me
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e Engaging with Nike in Roblox would be pleasant for a person like me

Subjective Norms:

e Most people who are essential to me approve of my engagement in Nike on
Roblox

e Most people like me engage in Nike on Roblox, following their primary
research on it

Perceived Behavioral Control:

e | am confident that | can engage with Nike on Roblox
e My engagement in brand Nike on Roblox is up to me

Intention:

® | will continue visiting Nikeland world on Roblox
e |intend to engage more in Nikeland on Roblox

Behavior:

e | will propose to friends and relatives to visit Nikeland world in Roblox
¢ | will make open / public referrals for visiting Nikeland in Roblox

Napovuciaon TeAwtkov Epwtnpatoloyiov

Z€ QUTH TNV EVOTNTA KAVOULE QVATIAPACTACH TO TEALKO EPWTNUATOAOYLO TTIOU
npoekuP e KABWG Kat TLG amavinoeLg mou AdBape o€ mocootd. To Seiypa
anavinoewv Atav 134 og aplBuo.

1. Kindly requested to specify your Age
16 years old (9%), 17 years old (17,9%), 18 years old (9%), 19 years old (16,4%), 20

years old (15,7%), 21 years old (11,2%), 22 years old (4%), 23 years old (7,5%), 24
years old (4,5%), 27 years old (4%), 32 years old (1,5%),
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If you are younger than 16 years old, you can not participate in the following survey. Thank
you for your interest!
If no, please continue:

2. How often do you visit the Nikeland world in Roblox?

Many times per week (14.2%)

Once per week (23,6%)

Once per 2 weeks (13,4%)

Once per month (37%)

Less than one per month (11,8%)

3. How much time do you stay in the Nikeland world (in avrg)

O O O O O

Less than half hour per visit (7,9%)
Half - to one hour per visit (29,9%)
One to 2 hours per visit (33,1%)

2 to 4 hours per visit (25,2%)
More than 4 hours per visit (3,9%)

O O O O O

4. Given that you have already interactions with Nike in the virtual environment and
specially in Virtual Worlds, we are presenting you below Users Profiles 1-6, indicate
in the corresponding boxes , which profile represents you the most and suppose
that you are “x” profile you have chosen.

All the dialoque which will follow, will be based on the above scenario

In case that non-profile is portraying you, you are kindly requested to stop the
interview here.

o Explorers: | am the user who explores virtual worlds and digital spaces,
seeking new experiences and interactions. (19,7%)

o Knowledge Collectors: | am the user who gathers, organizes, and shares
information from diverse virtual experiences. (11,8%)

o Reward Seekers: | am the user who collects virtual assets or incentives for
personal gain. (14,2%)

o Curiosity Seekers: | am the user who driven by a thirst for novel experiences
and knowledge. (19,7%)

o Sensation Seekers: | am the user who has seek excitement and intensity
through digital experiences. (17,3%)

o Flow Experiencers: | am the user who aims for a state of deep focus and
enjoyment through immersive digital activities. (12,6%)

o Non - Profile: You are kindly requested to stop the interview here. (4,7%)

5. Nikeland offers possibility of participating in sports / games.

o Never (5,5%)
o Seldom (27,6%)
o Often (48,8%)
o Always (18,1%)
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6. Nikeland offers possibility of shopping.

Never (7,1%)
Seldom (22,8%)
Often (37,8%)
Always (32,3%)

O O O O

7. Nikeland offers possibility of participating in entertaining activities.

Never (5,5%)
Seldom (22,8%)
Often (33,1%)
Always (38,6%)

O O O O

8. Please share your thoughts and experiences regarding virtual offerings that you are
prefer the most, in the Nikeland world. How would you describe your interactions
with the Nike's brand in the virtual environment?

Not at all satisfying (1,5%)
Partly satisfying (11,9%)
Indifferent (20%)

Very satisfying (40%)
Total satisfying (20,7%)

O O O O O

9. Have you encountered any challenges or barriers when engaging with Nikeland in

Roblox?
o Notatall (5,2%)
o Sometimes (20,7%)
o Often (43%)
o Always (25,2%)

10. Have you previously purchased any Nike products, either physical or virtual, in the

past ?
o Never (4,4%)
o Among other brands (23%)
o Nike is my preferable brand (45,2%)
o | buyonly Nike (21,5%)

11. | feel a sense of positive personal growth and development when engaging with
Nikeland in Roblox

Strongly disagree (4,4%)

Somewhat disagree (11,9%)

Neutral / Neither agree nor disagree (21.5%)
Somewhat agree (48,1%)

Strongly agree (14,1%)

O O O O O
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12. | experience a positive emotional connection and satisfaction when interacting with

other users and virtual environments in the Nikeland world
o Strongly disagree (3%)

Somewhat disagree (15,6%)

Neutral / Neither agree nor disagree (25,9%)

Somewhat agree (40%)

o
o
o
o Strongly agree (15,6%)

13. | feel respectful and considerate towards the boundaries and personal space of

other users while communicating in the Nikeland world

Strongly disagree (2,2%)

Somewhat disagree (16,3%)

Neutral / Neither agree nor disagree (15,6%)
Somewhat agree (44,4%)

Strongly agree (21,5%)

O O O O O

14. | feel that creating a positive and inclusive environment in the Nikeland is crucial for

meaningful interactions with other users

Strongly disagree (3%)

Somewhat disagree (18,5%)

Neutral / Neither agree nor disagree (20%)
Somewhat agree (37,8%)

Strongly agree (20,7%)

O O O O O

15. | feel positive when moving / travelling into Nikeland

Strongly disagree (3%)

Somewhat disagree (19,3%)

Neutral / Neither agree nor disagree (25,2%)
Somewhat agree (32,6%)

Strongly agree (20%)

O O O O O

16. Moving / Travelling into Nikeland make me happy

Strongly disagree (3,7%)

Somewhat disagree (17%)

Neutral / Neither agree nor disagree (25,2%)
Somewhat agree (36,3%)

Strongly agree (17,8%)

O O O O O

17. | feel confident and positive about my knowledge of the technology required to

navigate and interact effectively in the Nikeland

Strongly disagree (3,7%)

Somewhat disagree (16,3%)

Neutral / Neither agree nor disagree (25,2%)
Somewhat agree (36,3%)

Strongly agree (18,5%)

O O O O O
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18. | believe that staying informed about the latest technological advancements is
essential to enhance my overall experience in the Nikeland
o Strongly disagree (3%)
o Somewhat disagree (13,3%)
o Neutral / Neither agree nor disagree (26,7%)
o Somewhat agree (34,1%)
o Strongly agree (23%)
19. | feel positive about my ability to communicate and collaborate effectively with
other users in the Nikeland
o Strongly disagree (4,4%)
o Somewhat disagree (17%)
o Neutral / Neither agree nor disagree (22,2%)
o Somewhat agree (37%)
o Strongly agree (19,3%)
20. | believe that approaching interactions with empathy and understanding enhances
the quality of my connections in the Nikeland

Strongly disagree (3,7%)

Somewhat disagree (16,3%)

Neutral / Neither agree nor disagree (20%)
Somewhat agree (36,3%)

Strongly agree (23,7%)

O O O O O

21. | feel confident and positive about managing the data | share in the Nikeland,
ensuring the protection of my personal information

Strongly disagree (4,4%)

Somewhat disagree (14,8%)

Neutral / Neither agree nor disagree (21,5%)
Somewhat agree (37,8%)

Strongly agree (21,5%)

O O O O O

22. | believe that being aware of the implications of sharing data in the Nikeland is
essential for maintaining my privacy and security

Strongly disagree (4,4%)

Somewhat disagree (14,1%)

Neutral / Neither agree nor disagree (23%)
Somewhat agree (34,1%)

Strongly agree (24,4%)

O O O O O

23. Engaging with brand Nike in Roblox would be a good idea for a person like me

Strongly disagree (3,7%)

Somewhat disagree (15,6%)

Neutral / Neither agree nor disagree (23%)
Somewhat agree (39,3%)

Strongly agree (18,5%)

O O O O O
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24. Engaging with Nike in Roblox would be pleasant for a person like me

Strongly disagree (5,2%)

Somewhat disagree (10,4%)

Neutral / Neither agree nor disagree (23%)
Somewhat agree (42,2%)

Strongly agree (19,3%)

O O O O O

25. Most people who are essential to me approve of my engagement in Nike on Roblox

Strongly disagree (5,2%)

Somewhat disagree (12,6%)

Neutral / Neither agree nor disagree (27,4%)
Somewhat agree (31,9%)

Strongly agree (23%)

O O O O O

26. Most people like me engage in Nike on Roblox, following their primary research on it

Strongly disagree (7,4%)

Somewhat disagree (17%)

Neutral / Neither agree nor disagree (24,4%)
Somewhat agree (37,8%)

Strongly agree (13,3%)

O O O O O

27. I am confident that | can engage with Nike on Roblox

Strongly disagree (5,2%)

Somewhat disagree (14,1%)

Neutral / Neither agree nor disagree (25,9%)
Somewhat agree (32,6%)

Strongly agree (22,2%)

O O O O O

28. My engagement in brand Nike on Roblox is up to me

Strongly disagree (5,9%)

Somewhat disagree (14,8%)

Neutral / Neither agree nor disagree (24,4%)
Somewhat agree (32,6%)

Strongly agree (22,2%)

O O O O O

29. 1 will continue visiting Nikeland world on Roblox

Strongly disagree (5,2%)

Somewhat disagree (11,1%)

Neutral / Neither agree nor disagree (25,2%)
Somewhat agree (39,3%)

Strongly agree (19,3%)

O O O O O
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30. | intend to engage more in Nikeland on Roblox

Strongly disagree (6,7%)

Somewhat disagree (9,6%)

Neutral / Neither agree nor disagree (20,7%)
Somewhat agree (43%)

Strongly agree (20%)

O O O O O

31. | will propose to friends and relatives to visit Nikeland world in Roblox

Strongly disagree (8,1%)

Somewhat disagree (10,4%)

Neutral / Neither agree nor disagree (26,7%)
Somewhat agree (35,6%)

Strongly agree (19,3%)

O O O O O

32. I will make open / public referrals for visiting Nikeland in Roblox

Strongly disagree (6,7%)

Somewhat disagree (20%)

Neutral / Neither agree nor disagree (22,2%)
Somewhat agree (34,1%)

Strongly agree (17%)

O O O O O

6.3 Asiypa - AstypatoAndia

OL puéBobol SetypatoAniog otnv €peuva amoteAoUV KPLOLUA OTOLXELD TOU
oxeblaopol kABe peAéTNG, umtayopevovTag TNV akpipeta kot tn duvatotnta
epapuoyng TwV EVPNUATWY TNG. ZTO TEPACTLO TOTILO TWV EPEUVVNTIKWY
pueBodoloylwy, n detypatoAnyia Baoiletal wg tnv dtadikaocia emtAoyng evog
UTTOCUVOAOU OTOUWV amd Evav TANBUGCUO yLa TNV EKTLLNGCN TWV XAPAKTNPLOTIKWY
oAokAnpou tou MAnBuopoU (Baker, R. 2020). Ot e€eAieLg OTIG EPEUVNTIKEG
neBodoloyieg petd 1o 2019 €dwoav éudaon otnv eEEALEN kat tn dtadopomoinon
TWV TEXVIKWYV SetypatoAndiog, mpooapolOUeVeG OTLG TTOAUTIAOKOTNTEG TWV
OUYXPOVWV EPEVVNTLKWVY TAALOLWV.

AUO KUpLEG KaTnyopieg LeBOSwV delypatoAnyiag Kuplapxouv oTov XWPo TNG
gpeuvag: n detypatoAnyia mbavotitwy (probability sampling) kat n delypatoAnyia
un rbavotAtwy (non-probability sampling). H dswypatoAnyio mbavotitwy, mou
Baoiletal otig apxeg tng tuxaiag emhoyng, e€aodalilel 6tL kABe LEAOG TOU GUVOAOU
€xel loeg uBavotnteg va cupuneplAndBel oto deiypa, evioxloviag £ToL TNV
QVTLITPOCWTIEUTLKOTNTA KOL TN YEVIKELON TWV amoteAeopdtwy (Etikan, M. 2016). H
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katnyopia auth mepAapBAVEL TEXVLKEG OTIWG N amAn Tuxaia delypatoAnyia
(Random Sampling), n otpwpatomotnuevn detypatoAnyia (Stratified Sampling), n
SeypatoAnyia katd opddeg (Cluster Sampling) kat n cuotnuatikn delypatoAnyia
(Systematic Sampling). Na mapdadelypa, n otpwpatonotnpévn deypatoAnia ival
HLOL TEXVLKA 0TV omtola évag peyahog mAnBuopog Slatpeital o€ PLKPOTEPEG OUASEG,
oL onoieg ovopdlovtal otpwpata. Kabe otpwua amoteAeital and Atopa mov €Xouv
KOLVA XapaKTNPLOTIKA. AuTA n Stadikacia BonBaet va BefaiwBolpe otL oL Sladopeg
OMASEG EKTIPOCWTIOUVTAL CWOTA 0TO SElypa TNG EPEUVAG, WOTE TA ATMOTEAECUATA VAL
avtikatomtpilouv ot TG SladopeTIkEG amOPELS [} CUUTEPLPOPES TIOU UTIAPXOUV
otov eupUlTEPO MANBUOWO. (Smith, G. 2020).

Ao Vv aAAn Aeupad, n SelypatoAnyia xwpic mBavotnteg dev Baoiletal og Tuxaia
erthoyn. Ol péBodol autig tng kKatnyopliag mepthappavouv tn detypatoAnyia
gukoAiag, (Convenience Sampling) tn okomun detypatoAnyia, (Purposive Sampling)
™ SewypatoAnyia xrovootifadag (Snowball Sampling) kat tn deypatoAnyia
nocootol (Quota Sampling). OL TEXVIKEG AUTEG XPNOLLOTIOLOUVTAL CUXVA O€
OLEPEVVNTIKEG EPEVUVEG I OTAV OL CUVONKEG TNG EpEUVAG SEV ETILTPEMOUV TNV TUXALA
SdeypatoAnia. Na rapadetyua, n detypatoAnyia xtovootifadag eivat pa
HEBOBOG ELPEDNG KAL LEAETNG ATOUWV YLa pLa Epeuva, Wolaitepa otav eivatl SUGKOAO
vaL TouG BpeLg. Ze autnv tn pEB0SO, Ta ATopa mou RSN CUUETEXOUV OTNV €pEuva
BonBouv va BpeBouv Kkat va mpookAnBouv kal AAAOL TTou €XouV apoOpoLd
XOPAKTNPLOTIKA 1) EUTELPLEG, CUOTAVOVTAG TOUG ATtO TOV KUKAO TWV YVWOTWV TOUG.
(Noy, C. 2019).

1" Katnyopia — AstypatoAngia 2" Katnyopia — AstypatoAnyio Mn
MBavotntwv MOavottwv
AmAn Tuxaia AstypatoAnyia AstypoatoAnia EukoAiag
ZuoTnpoTkn AstypatoAnyia AsypoatoAnyia XiovootiBadag
ITpwpatomnotnpévn AstypatoAnyia IKOTUN AglypatoAnyia
AsypotoAnyia Kotd Opadeg AgypoatoAnyia Mocootol

Tuxaiog Tonog AswypatoAnyiog (Random Sampling Method)

H tuxaia detypatoAnyia (Random Sampling Method) eivat pia BgpeAwdng
OTATLOTIKN TEXVLKA 0TNV €peuva, {WTIKAG onpaciag yla tn dtacddAion tng
YEVIKELONG KAL TNG EYKUPOTNTAG TWV EVPNUATWY TNG LEAETNG. H nEBodog autn
niepAapBavel tnv emthoyn Selypdtwy amo evav euputePo MANBUGUO e TETOLO
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TPOTO WOoTe KABE PENOG Tou TANBUGOHOU va ExeL loeg TBavoTtnTteg va emleyet. H
edappoyn g ekteivetal oe Stadopoug KAASOUG, Ao TG KOWVWVIKEG ETILOTAEG EWG
TLG QUOLKEG ETUOTAUEG, UTIOYPAULIloVTOG TNV KABOALKH onpacio TNG 0TNV EUMELPLKN
€peuva (Lemeshow, S. 2019).

H Baowkn apxn tng tuxaiag SelypatoAnyiog €ykeLtal otnv €vvola TnG TUXNG, N omola
onpaivel 0tL kaBe atopo tou MAnBuopoU €xel loeg eukatpieg va eTAEYEL,
elaylotonolwvtag £tol tn pepoAndia emdoyng (Lohr, S. 2019). H dradikacio avtn
Staodalilel ot To Selypa elval AVTUTPOCWTEUTLKO TOU MANBUGHOU, ETUTPEMOVTAG
OTOUG EPEUVNTEC VA EAYOUV CUUTEPACUATA Yo OAOKANpPO Tov TANBUGUO e Baon
ta dedopéva ou cuAAEyovtal amo to deiypa. H tuxaia delypatoAnyia eivat
WSlaitepa KoLK 0TV TOCOTLK €peuva, OTOU 0 0TOXO0G elval va e§axBouv
CUUTEPACLOTO TIOU UTTOPOUV VAL YEVIKEUTOUV OTATLOTIKA 0TOV EUPUTEPO MANBUOUO
(Bryman, A. 2021). Mwa amo tig o anAeg popdeg tuxaiag detypatoAndiag eivat n
arAn tuxaia detypatoAnia, 6mou ta dtopa emAéyovtal anod Tov TAnBucud
EVIEAWG TUXALQ, loWG e TN XpAon Tuxaiwv aplBuwv r AAAWVY TEXVIKWY
tuxatomoinong (Albaum, G. 2019). H uébodog autr eykwpLaetal yta tTnv amAotntd
NG KoL TNV apepOAnTtn ¢uon tou delypatog ou apdyel. Qotdoo, analtel evav
OAOKANPWUEVO KatdAoyo oAOKANPou Tou MANBUGHOU, 0 oToiog Uropel va elvat
6UoKkoAo va amoktnOel o€ OPLOPEVEG TTEPLTTWOELS.

TNV npaén XpnoLULOTOLOUVTOL CUXVA TILO CUVOETEC HopdEG Tuxaiag SelypatoAndiag,
OTWG N oTpwuaTomolnuévn tuxaia detypatoAnyia. Autr nepthapfavel tn dtaipeon
TOU MANBUGOOU O€ OUOLOYEVELG UTIOOUASES (| OTPWHATA) KAL 0T CUVEXELD TNV
tuxaia emdoyn atopwy ano kabe umoopdda. H pebodog autn evioxvueL tnv
QVTLITPOCWTIEUTLKOTNTA TOU delypatog, 1blwg dtav opLopEVEG UTTOOUASEG EVTOG TOU
mAnBuopov eivat bavo va dtadépouv og Baoikolg Tpomoug (Johnson &
Christensen, 2020). H ertthoyn t™¢ nebddou tuxaiag deypatoAndiog e€aptatal and
Sladopoug mapdyovteg, 6wg n pUoN TOU EPELVNTIKOU EPWTANATOG, N SoUA Tou
mAnBuopov, ot Stabéoiol mopol kat o Babuog akpifelag mou amatteital ota
anoteAéopata. Ot péBodol tuyaiag SeypatoAnyiag, otav epapudlovral
KATAAANAQ, UmopoUv va eVioxUoOUV CHOVTLKA TNV EYKUPOTNTA KaL TNV aglomiotia
TWV EPEUVNTLKWY EUPNUATWY, TIAPEXOVTAG Lo LoXupr BAoN yLa TNV EMLOTNOVLKA
€peuva kat avaAuon. (Dornyei, Z. 2019)

Ztnv mepintwon tng ev Adyw epyaoiag, n emloyn tng tuxaiag SetypatoAnyiog
(Random Sampling) 6ev ntav tuxaia, oA BacioTtnke 0€ CUYKEKPLUEVOUG
ETILOTNLOVIKOUG AOYOUG KAl TIPAKTIKEG OKOTILMOTNTEG. APXLKA, N TUXOLa
SetypatoAnyia mpoodEpeL Evav AVTLKELLEVLKO TPOTIO eTAOYAG Selypdtwy. KaBe
HEAOG TOU TTANBUGCHOU €XEL Lon TBavOTNTA ETUAOYNG, TIPAYHLO TIOU EAOXLOTOTIOLEL TLG
mBavotnteg otpePAwoswV Kat mpokataAnPewv (Levy, P. 2019). Auto sivat dlaitepa
ONUOVTIKO OE EPEVVNTIKEG LEAETEG OTIOU N OVTUTPOCWTIEUTIKOTNTA TOU SelypaTog Kat
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N LKAVOTNTA YEVIKELONG TWV EVPNUATWYV glval kplolun. EmumAéoy, n amAdtnta Kot n
Stadavela tng pebodou auti¢ eival mAgovekTAaTa TOU Sev TIPETEL VAL
uToTLUNBoUV. H Ttuxaia detypatoAndia emttpenel tnv e0UKOAN TepLlypadn Kat
avamnopaywyn tng LeBddou oe PLEANOVTIKEG LEAETEG, EVIOXUOVTAG TNV EMLOTNLOVIKN
akepalotnta kat emaAnBevolpotnta tng épeuvag (Lohr, S. 2019). TéAog, n emhoyn
™G tuxaiog deypatoAndiog cupPadilel pe Toug OTOXOUG TNG CUYKEKPLUEVNG
€PELVOG, OTOXEVOVTAG OTNV TAPAYWYN YEVIKEUOLUWY KOL OVTLKELLEVLKWV
EUPNUATWV.

KataAnyovtag otnv ektevn avaAuon tng detypatoAnyiag, eival cadég 0tL auth
arnoteAel évav kplolo MUAWVA 0TV ETLOTNOVLKA €peuva, kaBopilovtag tnv
akpifela kaL TNV eykupoTNTA TWV EUpNUATWY. H SelypatoAnyia eivat évag
BepeALWdNG LNXOAVLOMOG TTIOU UTIOOTNPLIEL TNV AVTIKELUEVIKOTNTA KAl TNV aglomiotia
otV epeuvnTKN SLadlkaoia, mMaPEXOVTAG OTOUG EPEVVNTEG TA LECA YLOL VAL
TIPOLYLOTOTIOLOUV OTOXEUUEVEG KOLL OTATLOTIKA EYKUPEG LEAETEG. H emAoyn TG
KATAAANANG neBddou SetypatoAnyiag eival anodacloTikn yLa Thv emttuyia
omoLaodnAmoTe EpELVVNTIKAG TtpooTtdBeLag. Omwg €xeL avadelyOel amo tnv
ETLOTNMOVLKA KowoTtnTta, N tuxaia dsypoatoAndia mpoodépel pia oepd anod
TIAEOVEKTHMOTA, ETUTPETOVTOG TNV AVILTPOCWIIEUTIKOTNTA KOL TNV OVTLKELLEVLKOTNTA
otnv emthoyn tou delypatos. Méow tnG ebapHOYNG TNG, EPEVVNTEG LITOPOUV va
TIAPAyoUV a§LOTILOTA KAL YEVLKEUOLLA CUUTIEPACHOTA, TIPAY L0 TIOU OTOTEAEL
BepeAlwdn oTOXO OTNV EMLOTNUOVLKH €pguva. QoTdoo, N EMAOYN TNG CWOTNG
neBodou dev eival mavta amAn. Anatteital po Babid katavonon T0co Tou
TIANBUOUOU PEAETNG OCO KAl TWV ELSIKWV OTOXWV TG €peuvag. H deypatoAnyia
QUTALLTEL LAl LOOPPOTINHEVN TIPOCEYYLON METALY TIPAKTLKOTNTAG, AKPIBELOG KAL TIOPWYV,
KaBwg Kat pa cuvexn afloAdynon Kal mpooappoyn tng LeBOdou oTig avayKeg tng
epeuvvnTkNg Stadkaoiag.
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7. Napovoiaon AnoteAecuatTwyY

Ze aUTH TNV €vOTNTA B KAVOULLE TNV TAPOUCLOON TWV AMOTEAECUATWY TIou AdBape
arod To EpWTNUATOAGYLO Hag. Agev Ba oxoALdooupe Ta TTocooTd oUte Ba BydAoupe
ouumepaopata, anmAd Ba KAVOUUE pLo avadopd TwV TILO ONUAVTIKWY TOCOoTWV. To
OUVOAO TWV amavtRoswyv ou AdBape yla kabe epwtnon Atav 134 dtoua. H
napouaciaon Tou epwtnuatoloyiou Ba yivel Slalpwvtag To EpWTNUATOAOYLO o€ 3
BaolkEG EVOTNTEG yLa va lval 1o katavonto. H mpwtn evotnta amoteAeital amno tig
10 sloaywylKEC EpWTNOELG, N SeUTEPN eVOTNTA ATtOTEAELTAL ATO TIG 12 EPWTAOELS yLa
TOL OKTW OTPATNYLKA EpYOAEia TwV PNndLakwy KOCUWV Kal TEAOG N TPLTN EvVOTNTA ME
TI¢ 10 teAevutaieg epwtnoelg mou adopouv to Theory of Planned Behavior.
MNapakdtw PAEMOUUE TNV TAPOUGCLOON TWV TTOCOOTWY UE TA Ypadriata TOUG.

Npwtn evotnta:

How often do you visit the Nikeland world in Roblox?
134 anavtroelg

@ Many times per week
36,6% @ Once per week
Once per 2 weeks
@ Once per month
@ Less than once per month

Itnv epwtnon "Moo cuxva enokénteote Ttov Koopo tng Nikeland oto Roblox;",
€XOUE CUVOALKA 134 amavtioeLg. ATO TLG ATIOVTOELG AUTEG, TO LEYOAUTEPO
TIOO0OTO, 36,6%, avadEpel OTL eMIOKENTETAL TOV KOO0 tnG Nikeland oto Roblox
TOAEG dopEG TNV efSopada. To Seltepo peyaAUTEPO TOCOOTO, 23,9%, avadEpeL OTL
TO KAVeL pia popd tnv efdouada, evw To HIKPOTEPO TTIOCOO0TO 12,7% BAEMOUE OTL
ETILOKETTETOL TOV KOO0 ALYOTEPO IO pia hopd To pHAvaL.
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How much time do you stay in the Nikeland world (in avrg)
134 anavtroelg

@ Less than half hour per visit

@ Half - to one hour per visit
One to 2 hours per visit

@ 2 to 4 hours per visit

@ More than 4 hours per visit

|
<

IXETIKA WE TO TTOCO XPOVO SLABETOUV OL TIAUKTEG KATA LECO OPO OTOV KOGIO TOU
Nikeland oto Roblox, to 32,1% twv Xpnotwv dnAWveL OTL MapaAEVOUV ALYOTEPO IO
HLwon wpa ava eniokedn. AkoAouBel o 29,1% mou MAPAUEVEL ATIO Lo WPA WG pia
wpa ava entiokePn. TEAOG, EvVa ULKPOTEPO TTOCOOTO TWV CUUUETEXOVTIWY, TO 3,7%

avadEPEL OTL TAPAEVOUV TIEPLOCOTEPO ATIO TECOEPLG WPEC KABe popd mou
erokémntovtal tov koopo tng Nikeland oto Roblox.

Given that you have already interactions with Nike in the virtual environment and specially in Virtual

Worlds, we are presenting you below Users Profiles ...ou are kindly requested to stop the interview here
134 anavtroelg

@ Explorers: | am the user who explores
16,4% virtual worlds and digital spaces, seeki...

@ Knowledge Collectors: | am the user
who gathers, organizes, and shares in...

A Reward Seekers: | am the user who
collects virtual assets or incentives for...
@ Curiosity Seekers: | am the user who...
20,9% @ Sensation Seekers: | am the user who...
@ Flow Experiencers: | am the user who...
@ Non - Profile: You are kindly requeste...

210 mMAaiolo tng €peuvag Pe 134 CUUUETEXOVTEG OXETIKA PE TIG AAANAETILOPACELG TOUG
ue tn Nike oto elkovikd meptBaiAov, mapouotalovral dStadopa tpodiA xpnotwv. To
Too0oTo 21,6% avayvwpiletal wg "Curiosity Seekers", &nAadn xprioteg mou
avalntouv véeg Anpodopieg Kal yvwoels. To 20,9% twv XpnoTwy avoapEPETAL WG
"Explorers", SnAadn xpnoteg mou e€epeuvouv ta Pndlakd neptBariovra. Eva
TooooTo 16,4% amnoteAeital ano "Sensation Seekers", xprjoteg mou avalntouv
OUVOPTIOOTIKEG KL SLEYEPTIKEC EUTELPLEC KAl TEAOC EXOUE, £Va TTOCOOTO 3,7% Twv

CUUMETEXOVTWV OL oTtoiol Sev Talpld{ouV o€ KATOLO OO TO TTAPOTAvVwW TPpodiA e
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QIMOTEAECHA VA TOUG {NTELTAL EVYEVIKA VA OTOUATACOUV TN CUHETOXN TOUG OTO
EPWTNUATOAOYLO.

Nikeland offers possibility of participating in sports / games.
134 anavtroelg

@ Never
@ Seldom
Often
® Always

Y

stnv epwtnon "H Nikeland mpoodépel tn duvatotnTa CUUUETOXAG o abBAnuata /
nayvidla ", Ta anoteAéopata deixvouv ta €AG: To 47% TWV CUUUETEXOVTIWV
ovadEPEL OTL CUPUETEXEL ouxva o€ aBAnpata f matxvidia otov Nikeland Pndrakd
KOopo. Eva 26,1% twv epwTnOEVTWY amavtd OTL OTIAVLO CUUETEXEL OE TETOLOU
eldoug Spaotnplotntec. e avtiBeon 1o 9,7% dnAwvel otL dev Sivel OTE TNV
Suvatoétnta va poodEpetl abAnuata ) mavidia.

Nikeland offers possibility of shopping

134 anavtnoelg

@ Never
® Seldom
Often
® Always

Y

ITnVv epwtnon mou e€etalel tn dSuvatotnta ayopwv péow tou Nikeland, to 35,8% twv
OUMUETEXOVIWY SNAWVEL OTL KAVEL oTtavia ayopéG. To 30,6% amadvtnoe OTL KAVEL
TIAVTA QYOPEG, EVW VA TTOAU PLKPOTEPO TTOCOOTO, T0 7,5%, SnAwvel OTL TOTE Sev €xEL
KAveL ayopeg otav ertokémntetal Tov Nikeland Yndlakd koopo oto Roblox.
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Nikeland offers possibility of participating in entertaining activities
134 anavtroelg

@ Never
@® Seldom
Often
® Always

Y

Itnv epwtnon mou adopd av o Nikeland KOGUOC TPOODEPEL TNV CUUUETOXH OF
SlaokedaoTIKEG SpaoTNPLOTNTEG, amod Toug 134 CUUUETEXOVTEG, TO 36,6% amavtnoe
Betikd dnAadn otL cupPaivel mavta. To 31,3% twv avBpwnwv SAAwoE OTL cuxva
nipodEpPeL Puxaywylkeg SpaotnpLotnTeg, evw o€ avtiBeon 10 9,7% Twv
OUMUETEXOVIWY OEV EXEL CUMUETAOXEL TIOTE O€ Kapia Puxaywylki Spaoctnpldotnta.

Please share your thoughts and experiences regarding virtual offerings that you
are prefer the most, in the Nikeland world. How would you describe your
interactions with the Nike's brand in the virtual environment ?

@ Not at all satisfying
@ Partly satisfying
Indiferent

@ Very satisfying
A @ Total satisfying

ITNV €pWTNON IOV {NTOUCE QO TOUG OUUUETEXOVTEG VO LOLPOLOTOUV TG OKEPELG KOl
TLG EUTELPLEG TOUG OXETIKA HE TG AAANAeTLOpAoELg Toug e TN pnapka Nike oto
ELKOVLKO TtepBAAAoV, Ta anoteAéopata €xouv we e€NG: Eva peyaho mocooto 40,1%
TWV CUMETEXOVTWV BpnKe TIG aAANAeTULOpAOELG TOUG e T papka Nike otov
Nikeland PndLoko kdopo oAU tkavomolnTtikeg. To 21,1% andvinoe OTL oL
OAANAETUS PAOELG TOUG NTAV EV UEPEL LKAVOTIOLNTLKEG EVW TEAOG EVA TIOAU HLKPO
TooooTo 7,1% avédepe OTL Sev Bprikav KABOAOU LKAVOTIOLNTLKEG TLG
oAAnAerudpdoelg Toug pe tn papka otov Nikeland koopo.
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Have you encountered any challenges or barriers when engaging with Nikeland in
Roblox?

@ Not at all

@ Sometimes
Often

@ Always

ITNV EpWTNON TIOU avadEPOVTAV AV OL XPOTEG EXOUV CUVOVTHOEL TIPOKANCELG 1
eunodia katd tnv aAnAemnidpaon toug pe tov Nikeland k6opo oto Roblox,
BAEMou e T0 41,5% TWV CUPUETEXOVTWVY VA SNAWVEL OTL CUXVA EXEL CUVOVTHOEL
TPOKANCELG } eumodia. To 23,9% Twv XpNoTwV avadEPeL OTL TAVTA £XOUV
OUVQVTHOEL EUMOSLa KATA TNV L0060 Toug oTtov PndLako xwpo. TENoG, Eva apKeTA
HLKPO T0000TO, T0 12,1% SnAWVEL OTL TOTE SEV GUVAVTA TIPOKANCELG I} EUMOSLA KATA
Vv aAnAenidpaon toug pe tov Nikeland oto Roblox.

Have you previously purchased any Nike products, either physical or virtual, in
the past ?

® Never
@ Among other brands
Nike is my preferable brand

l @ | buy only Nike

TNV epwtnon mou adopd tnv ayopd npoioviwyv tng Nike oto mapeABov, eite
dUOLKWV E(TE ELKOVIKWV, TA ATOTEAECUATA ATIO TOUC CUMUETEXOVTEG BAEMOU UE Va
elvat ta €€n¢: To 43% dnAwvel 6tLn Nike elvat n mpoTIHWHEVN HLAPKA TOUG, TO 26,1%
aravtd ot potiouyv tn Nike petafl AAAWY HOPKWVY EVW €Val LECALO TTOCOOTO TWV
OUMMETEXOVTIWY, TO 10,5%, SnAwvel OTL ayopdlel povo npoiovta tng Nike.
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AeUtepn evotnTa:

ZTNV CUVEXELA TIEPVAUE OTNV SEUTEPN EVOTNTA HE TIG 12 EPWTAOELS TwV 8
otpatnylkwyv epyaAeiwv yla tov Nikeland yndLako kocpo.

| feel a sense of positive personal growth and development when engaging with Nikeland in Roblox

@ Strongly disagree
@ Somewhat disagree
Neutral / Neither agree nor disagree
@ Somewhat agree
@ Strongly Agree

TNV epwTNOoN He BEpa TNV BETIKA TPOOWTILKA avATTTUEN KoL EEEALEN KATA TNV
oAAnAentidpaon tou xpriotn pe to Nikeland oto Roblox, ano toug 134
OUUMETEXOVTEC, TO 47,9% amdvtnoe 0Tl cupdwVEL apKeTd He autr tn 6nAwon. To
11,3% twv xpnotwv BAENouue va cupdwvel arndAuta evw To 4,9% Stadwvel teAeiwg
HE TNV W€a OTL alcBdvovtal BTk MPoowrikn avamtuén kat eEEALEN KaTtd TNV
oAAnAenidpaor) toug pe tov Nikeland kdopo.

| experience a positive emotional connection and satisfaction when interacting with other users and
virtual environments in the Nikeland world

@ Strongly disagree
@ Somewhat disagree
Neutral / Neither agree nor disagree
@ Somewhat agree
@ Strongly agree

ITNV EPWTNON OXETIKA WE TNV EUTELPia OETIKAG cuvaloOnuaTIKAG cuvEEoNG KL
Lkavoroinong Katd tnv aAAnAenidpacn pe AAAOUG XPHOTEG KAL ELKOVLKA
nieptBairovta otov koopo tou Nikeland to 40,1% cupdwvel pepkwg, atcbavovtat
pLa évtovn Betikn ouvaloOnuatikr cuvdeon Kal tkavoroinon. Eva dAko 26,8% twv
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avBpwnwv BAEmoupe va Bploketal oe oudEtepn B€aon, dSnAadn oute cuudwvouLv
oUte Sladwvoly, evw Eva ooooTto 14,8% cuudwvel andAuta e TNV EpWTNON LOG.
TéAog, T0 3,5% Sladwvel Evtova, Snhadn Sev atocBavetal kapia BeTikn
ocuvalobnuatiky ouvdeon 1 Lkavormoinon.

| feel respectful and considerate towards the boundaries and personal space of other users while
communicating in the Nikeland world

@ Strongly disagree
@ Somewhat disagree
Neutral / Neither agree nor disagree
@ Somewhat agree
@ Strongly agree

TNV EpWTNON yla Ta cuvaloOnpata oceBacoU Kal EKTIUNONG TTPOG TOV TIPOCWTILKO
XWPO AAAWV TTOUKTWVY KATA TNV EMLKOWVWVIA TOUG oTov Kdopo tou Nikeland
TIAPATNPOUUE EVal LEYAAO TTOCOOTO 42,3% Twv avBpwnwv va cupdwvel o€ KATTOLO
BaBuo. Eniong, éva mooooto 24,6% BAémoupe va cupdwvel andAuta, evw to 2,1%
Sladwvel évtova pe Tnv dnmoyn otL atcBdavovtal oeBACUO KAl EKTINGCN TTPOG TOV
TIPOCWTILKO XWPO AAAWV XpNOTWV KATA TNV emikowvwvia toug otov Nikeland.

| feel that creating a positive and inclusive environment in the Nikeland is crucial for meaningful
interactions with other users

@ Strongly disagree
@ Somewhat disagree
Neutral / Neither agree nor disagree
@ Somewhat agree
@ Strongly agree

Ztnv epwtnon pe Bepa av n Snuloupyia evog BetikoL meptBaiiovtog oto Nikeland

elvat kpiowun yia tn StacdpdaAiion onpavtikwyv oAANAerdpdoewv pe AANOUG XPAOTES,

TLAPOTNPOUUE OTL EVA APKETA LEYAAO TTOCOOTO 35,9% cupudwvel oe peyaio Babuo
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EVW TO 23,9% ocupudwvel MANpwC. TéAog, to 3,5% Sladwvel tedelwg pe TV LOEa OTL N
Snuoupyia evog Betikol meptBarlovtog otov Nikeland eival kplotpn yla Tig
oAANAeTudpAoELS e AAAOUG XPOTEG.

| feel positive when moving / travelling into Nikeland

@ Strongly disagree
@ Somewhat disagree
Neutral / Neither agree nor disagree
@ Somewhat agree
@ Strongly agree

ITNV EPWTNON OXETIKA LLE TO AV OL XPROTEC atoBavovtat 6popda Katd Tnv mAonynon
TOUG OTOV ELKOVLKO KOopo tou Nikeland, ta anoteAéopata eixvouv OTL €va HeyAAo
oo0oTo 34,5% BAEnou e va oupdwvel apketd. 2 avtiBeon, To 19% Twv XpnoTwv
SnAwvel 0tL cupdwvel MARPwC. TEAOG, €va 3,5% Stadwvel tedeiwg, dSnAadn dev
awoBavetal wpaia katd to tagidL tou péoa otov Nikeland kdopo.

Moving / travelling into Nikeland make me happy

@ Strongly disagree
@ Somewhat disagree
Neutral / Neither agree nor disagree
@ Somewhat agree
@ Strongly agree

210 gpwtnua "H petakivnon / tagidt otov Nikeland kdopo pe kavel eutuxiopévo/n",
HE TN oUppEeTOXA 134 atoOpwWY, Ta AMoTEAETHATA KaTavEpovTal we e€NG: To 36,6%
TWV OUHHETEXOVTWY cUPdwVNoE o€ Kamolo Babuod evw 16,9% cupdwvnoe
armoAUTwG, SnAwvovtag OtL alcBAavovtal EUTUXLOMEVOL LE TNV EUmeLpia. TENOG, TO
4,2% dladpwvel Tedeiwg, urtootnpilovtag otL Sev atcOdavovtal XapoU LEVOL LE TNV
petakivnon n to ta&iét toug otov Nikeland Ynorako koopo.
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| feel confident and positive about my knowledge of the technology required to navigate and interact
effectively in the Nikeland

@ Strongly disagree
@ Somewhat disagree
Neutral / Neither agree nor disagree
@ Somewhat agree
@ Strongly agree

ITNV CUVEXELO OTO EpWTNUA e BEUA TNV auToNENoiBnaon Kal tn BeTikA oTdon TWV
XPNOTWV WG TPOG TN Yvwon TN TexvoAoylag mou amatteltal yla tnv mAonynon Kot
Vv aAnAenibpaon otov koopo tou Nikeland, To 36,6% aitocBdvetal kadnmwg oiyoupo,
T0 24,6% dnAwvel oubETepn otdon, to 19% alcbdavetatl MoAU clyoupo Kal BETLKO.
TéAog, 1o 4,2% bev awocBavetal kaBOAou olyoupo yLa TNV yvwaon Tng Texvoloyiag
TIOU QTALTE(TAL 0€ AUTOV ToV PndLako xwpo.

| believe that staying informed about the latest technological advancements is essential to enhance
my overall experience in the Nikeland

@ Strongly disagree
@ Somewhat disagree
Neutral / Neither agree nor disagree
@ Somewhat agree
@ Strongly agree

21O EPWTNMA TNG CUVEXAG EVNUEPWONG VLA TLG TEAEUTALEG TEXVOAOYLKEG TIPOOSOUG
TIOU €lvalLl OUCLOOTLKH yLa TN BEATIWON TNG CUVOALKN G EUTIELPLOG TWV XPNOTWV OTO
Nikeland, ta amoteAéopata deixvouv otL to 34,5% cupdwvnoe ev pépet. To 22,5%
TWV OUMUETEXOVTWY aLloBaveTal va cupdwVeL MARPpWG o€ aUTO To BERA VW, Eva
TIOAU ULKPO TT0000TO 3,5% Sladwvel amoAUTwg pe TNV LOEA OTL N CUVEXNG
EVNUEPWON YLA TLG TEXVOAOYLKEG TTPpoOSoUC lval ouoLlaoTikn yla tn BeAtiwon tng
eunelpiag toug oto Nikeland.
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| feel positive about my ability to communicate and collaborate effectively with other users in the
Nikeland

@ Strongly disagree
@ Somewhat disagree
Neutral / Neither agree nor disagree
@ Somewhat agree
@ Strongly agree

210 epwTNUA Mou adopd Ta cuVALCOAUOTO TWV AVEPWTTWY YLa TNV LKAVOTNTA TOUG
VA ETILKOLVWVOUV Kall VOL GUVEPYATOVTAL ATOTEAECUATIKA LUE AAAOUG XPrOTEC OTO
Nikeland, to 37,3% 6nAwoe 6tL cupdwvel o€ kamolo Babuod, evw to 19% twv
CUMMETEXOVTIWV SNAWOCE OTL cUPPWVOUV AMOAUTA YL TNV LKAVOTNTA TOUG VOl
ETILKOLVWVNOOUV KAl VO CUVEPYOOTOUV amoSoTikA e AAAoug xprioteg tou Nikeland
World. B€Bata uTtdpxeL KaL €va TTOAU ULKPO Too0oTOo 4,9% to onoio Stadwvel Eviova
LE TO TAPATIAVW EPWTNHLAL.

| believe that approaching interactions with empathy and understanding enhances the quality of my
connections in the Nikeland

@ Strongly disagree
@ Somewhat disagree
Neutral / Neither agree nor disagree
@ Somewhat agree
@ Strongly agree

210 epwtnua "Motelw OTL N MPOCEYYLoN TwV 0AANAeTdpAcEwWY UE evouvaioBnon
Kall katavonon BeEATLWVEL TV molotnta Twv cuvdéoewv pou oto Nikeland", ot
OUMUETEXOVTEG amo TIG 134 amavtioelg mapouciaocayv ta €§n¢ anoteAéopata: To
35,2% cupdWVEL LEPLKWG KE TNV Tapartavw dHAwon evw To 24,6% mopatnpoU e va
oupdwvel amodluta, viwbBovtag O0tL N evouvaiocbnon Kat n Katovonon mpaypott
BeAtiwvouy TiG oxéoelg Toug oto Nikeland. BEBawa uTtdpyeL Kot €va TTOAU pLKPO
T0000T0, 3,5% to omoio Stadwvel amoAUTwC.
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| feel confident and positive about managing the data | share in the Nikeland, ensuring the
protection of my personal information

@ Strongly disagree
@ Somewhat disagree
Neutral / Neither agree nor disagree
@ Somewhat agree
@ Strongly agree

Eniong, oto mapandvw epwtnpa pe BEpa tnv avtonenoibnon kat tn BTk otdon
arévavtt otn Staxeipion twv dedopévwy mou kowvormolovv ot xprioteg oto Nikeland
Kal TNV €€0dAALON TNG TTPOOTACLOG TWV MPOCWTILKWY TOUG TTAnpodopLwy, To 38%
TWV XPNOTWV OUUPWVNOE APKETA. ZTNV CUVEXELA BAETIOUNE OTL UTIAPXEL EVal
KATAKEPUATIOMOG TOU TTOo0oToU 21,8% mou pepkol atoBdvovtat anodAuta cilyoupot
evw aAAoL SnAwvouv oudetepn otdon, SnAadn oute cupdwvouv aAld olTe
Stadwvouv. Ze avtiBeon epudaviletal kot éva oAU pLKPO TTooooTo 4,2% To OToio
Sladwvel anmoAvtwg, S10TL bev atcBdvetal kaBOAou Glyoupo yLa TNV LKAVOTNTA TOUG
va Slaxelpifovtal Kot va TpooTateVoOUV TO TIPOCWTILKA Toug SeSopéva oTtov
Nikeland.

| believe that being aware of the implications of sharing data in the Nikeland is essential for
maintaining my privacy and security

@ Strongly disagree
@ Somewhat disagree
Neutral / Neither agree nor disagree
@ Somewhat agree
@ Strongly agree

210 TeAevTaio epwtnpa TnG deUTEPNG EVOTNTAG TTOU aidopd Tt onpacia tng
EVNUEPWONG VLA TLC CUVETIELEC TNG KoLvoTtoinong dedopévwy oto Nikeland kat tn
Slatripnon ¢ MPOoWTILKNG amoppnTou Kot acddaletlag, anod toug 134
OUUMETEXOVTEC Ta amoteAéopata Stapopdwbnkav we e€RG: To 33,1% Twv XpnoTwy
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oupdwvel og kamolo Babuo, evw to 26,8% dSnAwvel va cupdwvel MARpwe. TEAOC, TO
4,2% Slapwvel amoAUTwWCE LE TO TTAPATIAVW EPWTN AL,

Tpitn evotnta:

TNV CUVEXELA TIEPVAUE oTnV eUTeEPN evoTnTa WE TIG 10 TEAEUTALEG EPWTNOELG TOU
Theory of Planned Behavior yia tov Nikeland {ndlakd kéopo.

Engaging with brand Nike in Roblox would be a good idea for a person like me

@ Strongly disagree
@ Somewhat disagree
Neutral / Neither agree nor disagree
@ Somewhat agree
@ Strongly agree

210 MPWTO €pwTNUA TNG Tpitng evotntag "H aAAnAemnidpaon pe tnv papka Nike oto
Roblox Ba Atav pia kaAn Weéa yla kamolov cav epeva’, to 39,4% daivetal va
ocupdwvel og kamolo Pabuo. Eva pikpotepo moocooto 23,2% Bpiloketal o oudétepn
katdaotaon, Snhadn oute cupdwvel aldd oUte Stadwvel Le TNV mapanavw
npotaon. To 18,3% cupdwvel andAuta, viwBovtag otL Ba Atav pa KaAn béa yla
autoUG. TEAoG, T0 4,2% Sdladwvel évtova, miotevovtag OtL N aAAnAemnibpaon Ue Thv
uapka Nike oto Roblox &gv Ba Atav koAn WEa yla Kamolov cav autoud.

Engaging with Nike in Roblox would be pleasant for a person like me

@ Strongly disagree
@ Somewhat disagree
Neutral / Neither agree nor disagree
@ Somewhat agree
@ Strongly agree
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210 epwtnUa Tou adopd TNV ArmoyPn TWV CUUUETEXOVTWY YLOL TO AV N
oAAnAenidpaon pe tnv Nike oto Roblox Ba Atav euxdpLotn yLa KAMoLoV 6av AUTouG,
Ta anoteAéopata £6et€av otL o 42,3% cuudwvel og kamotlo Babuo. To 23,9%
kpatdel oudétepn otaon evw to 18,3% cupdwvel andAuta pe tnv SnAwon,
atoBdavovtal SnAadn otL Ba ATav pla EuXAPLOTN EUMELPLA YL aUTOUG. Z€ avtiBeon to
5,6% BAEmoupe va Stadwvel amoAUTwg, motevovtag OtL N aAAnAenidpacon pe tnv
Nike oto Roblox 6ev Ba Atav euxdplotn yla KATTOLOV oav AUToUG.

Most people who are essential to me approve of my engagement in Nike on Roblox

@ Strongly disagree
@ Somewhat disagree
Neutral / Neither agree nor disagree
@ Somewhat agree
@ Strongly agree

ZTNV GUVEXELA TO EPWTNUA LE BEpa «OL TEPLOCOTEPOL AVOpWTIOL IOV Elval
onuavtikol yla péva gykpivouv tnv evaoxoAnon pou pe tn Nike oto Roblox» ta
anoteAéopata amno toug 134 cuppetexovteg BAenou e va eival ta €€R1¢: To 31,7%
amnavtnoe ot cupudwvel o kamolo Babuod. To 28,9% kpatdel oudETepn oTAON EVW
10 22,5% mapatnpou e 0Tl cupdwvel andoAuta, SnAadn OtTL oL onpavikol avBpwrot
otn {wn toug eykpivouv TNV aAAnAenidpaon toug pe t Nike oto Roblox. Ze avtiBeon
T0 5% Sladwvel aMOAUTWCE LE TO MOPATIAVW EPWTNHAL.

Most people like me engage in Nike on Roblox, following their primary research on it

@ Strongly disagree
@ Somewhat disagree
Neutral / Neither agree nor disagree
@ Somewhat agree
@ Strongly agree
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210 epwtnua «OL tepLocOTEPOL AvBpwoL oav epéva aocxolouvtal pe tn Nike oto
Roblox, akoAouBwvTtag TNV MpwTOYEVH TOUG EPEUVA OE QUTOY, TO 38% ATIAVTINOE OTL
OUUPWVEL HEPLKWG pe auth TV dnAwon, To 13,4% cupdwvel MARPWG EVW OE
avtiBeon to 7% Sladpwvel TEAELWG E TNV TTOPATIAVW TIPOTAOT.

| am confident that | can engage with Nike on Roblox

@ Strongly disagree
@ Somewhat disagree
Neutral / Neither agree nor disagree
@ Somewhat agree
@ Strongly agree

Ztnv €peuva pe titho "Exw tnv avtonenoibnon otL prnopw va aAAnAerdpdow UE TNV
Nike oto Roblox", pue tn cuppetoxn 134 atopwy, ta anoteAéopata dtapopdwvovtat
w¢ €€N¢: To 32,4% TWV CUUUETEXOVTWY CUUDWVEL LEPLKWG EVW TO 26,1%, SnAwVEL
OTL €xeL oLSETEPN oTAOoN. Emiong, 10 22,5% cupdwvel MANpwe viwbovtag
autonemnoibnon otnv tkavotntd Toug va aAAnAemdpouv pe tnv Nike otnv
mAatdoppa. TEAog, to 5,6% Sladwvel amoAlTwg, SnAwvovtag EANAewdn
autonenoibnong otnv aAAnAemnidpaon pe tnv Nike oto Roblox.

My engagement in brand Nike on Roblox is up to me

@ Strongly disagree
@ Somewhat disagree
Neutral / Neither agree nor disagree
@ Somewhat agree
@ Strongly agree

210 epwtnua "H aAAnAemnibpaon pou pe tnv pdpka Nike oto Roblox e€aptatal and
péva", 1o 32,4% Twv CUUUETEXOVTWY oUUPWVEL o€ Kamolo Babud evw to 23,9% Twv
xpnotwv dSnAwvel oudEtepn otdon. Ouwg uTtapxeL kat éva mocootd 23,2% To omolo
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oUdwVEL amoAUTWG e TNV TIpOTaoH, Ekppdaloviag Tnv enoidnon otLn
oAANAemtidpaor) Toug Le TN LApKa Elval TTPoowTKA TAOYN. Z€ avtiBeon €xoupue
€va TTOAU ULIKPO TT0G00TO 6,3% OTIOU OL CUUETEXOVTEC SLadpwvouV amoAUTwG,
riotevovtag OtL N aAAnAenidpaor] Toug pe tn papka ev e€0pTATAL ATTOKAELOTIKA
arod tn Sk Toug emloyn.

| will continue visiting Nikeland world on Roblox.

@ Strongly disagree
@ Somewhat disagree
Neutral / Neither agree nor disagree
@ Somewhat agree
@ Strongly agree

210 epwtnua "Oa cuvexiow va emokentopal Tov koopo tou Nikeland oto Roblox",
10 39,4% cupdwvnoe og kAmoLo Babuo evw to 19% SnAwoe OTL cUPDWVEL ATTOAUTWG
HE TO EpWTNUQ, ekppalovtag Tn oadr MPOBea TOUC va CUVEXIOOUV TLG ETILOKEPELG
TOUG. € avtiBeon €xoupe Kal éva TIOAU ULKPO TTO000TO 2,8% TWV CUUUETEXOVIWY OL
oroiot dtadpwvouv MANpw, SnAwvovtag OtL Sev poTiBevTal va cuVEXIOOUV TLG
emokéPeLg Toug otov koopo tou Nikeland oto Roblox.

I intend to engage more in Nikeland on Roblox.

@ Strongly disagree
@ Somewhat disagree
Neutral / Neither agree nor disagree
@ Somewhat agree
@ Strongly agree

210 epwTNUA MoU adopd TLG TTPOOECELG TWV CUHUETEXOVTIWV VA AUEROCOUV TNV
oaAAnAenidpaon toug oto Nikeland oto Roblox, mapatnpoupe otL 10 43% cupudpwvel
apKeTA VW T0 21,8% SnAwvel oudETepn otdon. Opwg to 19% PAEmou e va
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ocupdwvel andAuta pe TV MPoBeon yla mepLocOTEPN CUUMETOXN. TEAOG, TO 7%
Sladwvel anmoAutwg pe Tnv o€a TG avénong tng aAAnAemnidpaong otov Nikeland
KOOUO.

| will propose to friends and relatives to visit Nikeland world in Roblox

@ Strongly disagree
@ Somewhat disagree
Neutral / Neither agree nor disagree
@ Somewhat agree
@ Strongly agree

21O MPOTEAEUTALO EPWTNHA TOU EPWTNUATOAOYLOU TTOU avadEpeTal oTnV Mpobeon
TWV CUMPETEXOVTWV Va TPOTELVOUV o€ Piloug Kal cuyyevelg va emLokepTOUV TOV
koopo tou Nikeland oto Roblox, mapatnpoupe étL to 35,9% Twv Xpnotwv
oupdwvnoe o€ kamolo Babuo pe tnv 1o€a tng mpotaone. To 27,5% €xel oubETepn
amoyn evw to 18,3% cupdwvnoe MANPWE UE TO EpwTnUa. TEAOC, To 8,5% Sladwvel
telelwg pe v W€a tou va mpoteivouv tnv eniokePn otov Nikeland k6opo oe
¢iloug kat ocuyyeveig.

I will make open / public referrals for visiting Nikeland in Roblox

@ Strongly disagree
@ Somewhat disagree
Neutral / Neither agree nor disagree
@ Somewhat agree
@ Strongly agree

210 teAevutaio epwtnua ou adopd TI MPOBETELS TWV CUUUETEXOVTWY VO KAVOUV
avolxTtég N dnpooteg avadopeg yla entokéPelg oto Nikeland péoa oto Roblox,

TIAPATNPOUUE OTL TO 33,8% TWV ATOUWY CUUPWVEL LEPLKWG LE QLUTO TO EPWTNHAL.
Ouwe éva PLKpOTEPO OC00TO 16,2% cupdwvel amoAUTwG e TV TPOBean aUTH.
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TéNog, To 7% Sladwvel TeAeiwg pe TNV LOEA TG Kataypadig avolxtwy r Snuoclwy
avadopwv yia tov Nikeland k6opo oto Roblox.

8. Zuunepaopoata

Z€ QUTH TNV EVOTNTA TO ATOTEAECHATA TOU EpWTNHATOAOY(OU Ba Tat GXOALACOUE,
SLapwvtag To EpWTNUATOAOYLO o€ 3 BAOLKEG EVOTNTEG. H MpwTn evotnTa
anoteAeitat ano ti§ 10 eloaywyLkeg EpWTNAOELS, N deUTEPN EvVOTNTA AOTEAELTAL OO
TIG 12 EPWTAOELG YLO TA OKTW OTPATNYLKA pyaleia TwV PnPLaKwyV KOGUWY Kot TEAOG
n tpitn evotnta pe T 10 tedevtaieg epwtnoelg mou adopouv to Theory of Planned
Behavior.

TNV MPWTN EVOTNTA N KATAVOUN NALKLWY TwV Xpnotwv otov koopo tou Nikeland oto
Roblox amokaAumtel evoLladEpouoeg TACELG KL TIPOTLUAOELG. ApXLKA, TIOLPATNPOUUE
OTL EVOL ONUAVTLKO 000010, 17,9%, amnoteAeital and edprifoug 17 eTwv, evw oL
16xpovol Kal oL 18xpovol avTLITPOCWIEVOUV Kal oL U0 T0 9% Tou GUVOALKOU
aplBuou. Auto umodnAwvel pLa évtovn mapoucia veapwyv eprfwv otov PndLakod
QUTO KOOHO, KATL TIOU UTOpPEL va avtavakAd otnv eAkuotikdtnta tou Nikeland yua
auTh TNV NAKLaKN opdda. Ta évtova xpwpata, N XaAdpwon pHeoa anod abAnTKES
SpaotnpLlOTNTEG KAl N eTMKowvwvia e AAAOUG TTalKTEG Elval LEPLKA ONUOVTLIKA
oTolxela mou kAvouv Toug veapoug maikteg va ayamouv tov Nikeland Ynorako
KOOMO. OL nAwieg 19 kat 20 eTwv akoAouBoulv pe moocoota 16,4% kat 15,7%
avtiotolya, evw ta atopa NALkiag 21 etwv amoteAolv to 11,2% Twv xpnotwv. Autd
Ta mocootd Seixvouv 0Tt 0 koopog Tou Nikeland oto Roblox mpoogAkUel emiong pLa
onpavtiki opdda véwv evnAikwyv. Ot veapol eVAALKEG, oL omoiol cuvABwg €xouv
TIEPLOOOTEPN EUMELPLA LE TNV TEXVOAOYLQ, PEYAAN ayarn yia to brand Nike kat
Loxupo evdladépov yia tig PndLakeg epmelpieg, paivetat va Bpiokouv oto Nikeland
KOOMO €vav SNLoUPYLKO Kol SLoKESACTIKO TPOTIO YL VA TTEPVOUV TOV XPOVO TOUG.
Ta M0o00TA pelwvovTaLl oTadLaKA yLa TIG NALKIEG 22 €wg 24 €TwV, UE TNV KABOE pia
QT QUTEG TLG NALKLEG VO avTLOTOLXEL O€ ALlyOTEPO A0 8% TWV CUUUETEXOVTWVY. AUTO
UIOPEL va UTTOSELKVUEL OTL OL LEYAAUTEPOL NALKLAKA XPrOTEG £XOUV ALYOTEPO XPOVO N
evlladpEpov yla tnv mAatdopua o€ CUYKPLON LLE TOUG VEOTEPOUG XPNOTEG.
Evbladépov eniong eival kal Ta TOCOOTA Yl TLG NAKIEG 27 Kal 32 €TwV, IOV
QVTLITPOCWTIEVOUV HOVO TO 4% Kal to 1,5% avtiotoya. Autd utodnAwvel OtL n
mAatdoppa eivat Alyotepo SnUodIARG 0T ATOUA OUTWYV TWV NAKLOKWY OUAdwy,
evbexoueEvwe Aoyw Sladopetikwy evdladepoviwy N eANelPewg xpovou. ZUVOALKA, Ta
b6ebopéva autd Sivouv pla cadn elkéva tou podiA twv xpnotwv oto Nikeland
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KOOMO Tou Roblox kat prmopouv va xpnopeloouv wg MOAUTLLOG 08nyoG yLa Thv
TIEPALTEPW AVATTTUEN KAL TIPOCAPROYN TNG TTAATPOPHAG VLA VA avVIATIOKPLOEL o€
TIEPLOOOTEPEG OVAYKEG KAL TIPOTLULACELG TOU KOWVOU TNG. ZTNV CUVEXELA OL EPWTHOELG
Tiou apopoUv, TNV GUXVOTNTA KoL TOV XPOVO Tou SLaBETEL Evag XprHoTng oTov
Nikeland koopo, MTapatnPOUNE OTL OL TTIEPLOCOTEPOL XPrOTEG ETLOKEMTOVTAL TOV
KOOMO auTo Kupiwg 1 popd tov punva (37%), mpdyua mou pag UTtoSEKVUEL OTL SV
€XELG VA KAVELG TIAPA TIOAAEG VEEG SpaoTNPLOTNTEG. YIIAPXOUV Kl XPHOTEG PUOLKA UUE
OPKETA PEYAAUTEPA XPOVLKA SlaoTrpata oL omoiot pmaivouv kat amnod 1 (23,6%) Ewg
kat 2 popeg tnv Bdopada (13,4%) yLa va EVNLEPWVOVTAL VLA VEEG TTPOCONKEG N
OKOUN KaL yLa va XaAapwvouv oTov EAeUBEPO XpOVO TOUG TTAL{OVTAG TO QYN LEVO
TOUG mini game. Tnv cuXvOTNTA UITOPOULE VO TNV SLOTTLOTWOOULE KAL A0 TOUG
XpOvoug Ttou SlaBétouv oL xprioteg kKABe popd. Katd kuplo poio eivat amo 1 pexpt 2
wpes TNV dopd (33,1%). Opwg uTAPXOUV Kal XPROTES BERALA E TTOAU ULKPA
TooooTd, 3,9% Mou eMLOKETTOVTAL TOV PNPLOKO KOGUO KoL TTAVW amo 4 wpeG. TNV
OUVEXELA PAETIOULE EVAV KATAKEPUATIOUO oTA TIPOPIA XpNOTWV TIOU XPNOLLOTIOLOUV
auToUG TOUG KOOUOUG. AnAadn Ta 2 peyaAltepa tooootd eivat pe 19,7%, €xovtag
kat Explorers aAAG tautoxpova kat Curiosity Seekers. Onwg elbape otnv €€nynon
Twv NpodiA xpnotwv, otoug Explorers apéoel ouvexwg va pabaivouv aAld Kal va
ETILOKETTOVTOL VEOUG ELKOVLKOUG KOOOUG. ZToug Curiosity Seekers Toug mapakivel n
EKTTIANEN KOl N TIEPLEPYELA VLA TO KATL SLAPOPETLKO KL KavoUpyLo. ‘Exoupe emiong
Toug Sensantion Seekers pe mocooto 17,3%. ZTOUG EMLOKETTEG TTIOU ava{nNTOUV TNV
aiobnon ap&oel va pmaivouv o€ TEPUTETELEG KOl VO OAOKANPpwVOUV SLadopeg
T(POKANCELG. Ta ELKOVLKA TA&iSLa TOUG ETILTPEMOUV VO £XOUV KAAEG EUTIELPLEG KO
QVaUVAOELG OAOKANpWVOVTAG VEEG TIPOKANCELG. MNa auto tov Aoyo o Nikeland kdopog
elval apKeTA EAKUOTIKOG TTPOG QUTA Ta ATOUA. TEAOG, LE XAUNAOTEPQ TTOCOOTA
€xou e Toug Reward Seekers, Flow Experiencers aAAd e TO ULKPOTEPO TTOCOOTO
gxoupe toug Knowledge Collectors, iowg emeldn n aicbnon tou kawvoupyLlou R Tou
ETUTEVYUATOC VA LNV TOUG amac)oAel Tooo oAU kal va Bacilovtal anAd otnv
rmAnpodopia mou BéAouv va pabouv yla autd Tov KOGHO. TNV CUVEXELQ,
Sakpivoupe 6tL o Nikeland kdopog mpoodEpel SpactnplotnTeg yLa matyvidia kat
0OANTIONO OPKETA CUXVA PE TTOCOOTO ToU ayyilet To 48,8%. Mpdyuatt OpwWG
BAEmoupe OTL 0 PNdLaKOG KOOHOG TPOodEPEL APKETEG AOANTIKEG SpaotnpLotnteg /
TaXvidLa yla Toug xpnoteg onwe modoodatpo, Undoket, SkateBoard kot cuvauAied.
Mpodavwg UTAPXOUV KaL TTOCOOTA UKPOTEPA aTtd XPHOTEG OL OTtolOL EXOUV
Sladopetiki anon, Sev Toug dpecav o€ PeYAAO BabBUo f akopn mMePLUEVAY TTOANEG
napandvw 6paoctnplotntes. EmumAéov, o kdopog tng Nike mapExel oToug nmaikteg TNV
Suvatotnta tou Shopping T16oo pe Yndlakd mpoidvta yla ta avatars Twv Xpnotwy
000 Kal pPe GUOLKA aBANTIKA TTPOIOVTA GTOV TIPAYHATLKO KOOMO. APKETA ATOUA
BAEMOUUE VA cUUDWVOUV e auTd o€ T0cooTo 37,8%. OL PUXAYWYLKEG
SpaotnplotnTeg OMWG oL YNLaKEG CUVAUALEG ayarnUEVWY KAAALTEXVWVY KUPLAPXOUV
otov koopo tng Nike. To 38,6% 6nAwoe 0Tl cUNPWVEL e auth TNV podtacn. Oco
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adopd TV Lkavomoinon amno tnv eUMeLpia Twv XpnoTwyv peEsa otov kéopo tng Nike,
10 40% Bewpel TNV eUneLpla TTOAU LKaVOTIOLNTLKH, EVW TO 20,7% TN Bswpel amAd
tkavorontiki. Qotdoo, mapatnpeital kat n umapén MPokAoewv, Ue To 43% va
avadEPEL OTL CUXVA OVTLLETWTTLIEL EUTOSLA KATA TN CUIETOXN TWV XPNOTWV OTO
Nikeland koopo. Autd ta eumoSLa Umopet va eival TEXVIKA TIPOBAROTA OTIWG
SUOKOALEG OTNV gyKaTAOTAON / KOTAVONGON TOU TTaXVLISLOU 1 TEXVIKA BEpata pe Tn
ouvbeaon oto SLadiktuo, 6Tou UMoPOUV va AmoTEAECOUV EUTIOSLO yLa TNV OUAAN
ocuppetoxn. Emiong, oplopévol xproteg evOEXETAL VA AVTLETWTTL{OUV AVNOUXLE
OXETIKA LLE TO TLEPLEXOMEVO I TNV ACPAAELL TWV TIPOCWTILKWY SESOUEVWY TOUG OTOV
Nikeland World, eldwa av untdpxet avermBupuntn cuunepidopd and aAAAoug XpHoTeG.
TéMNog, 10 45,2% mpotiud tn papka Nike, evw to 21,5% ayopdlel povo mpoiovra Tng
€V AOYW HAPKOG. ZUVOALKA, TA ATTOTEAECATO UTIOSELKVUOUV L0l GNLAVTLKH
6€opeuon kal eviladépov and pépoug Twv xpnotwv oto Nikeland tou Roblox, pe
Vv Nike va nailel évav onpavtiko poAo OTLG TIPOTLUACELS KOL TLG OlYOPEG TOUG.

Ztnv deUTtepPN evotnTa, TOAAOL ATO TOUG CUUUETEXOVTEC OTO EPWTNHATOAOYLO
avadepouv OTL ViwBouv nwg e§eAiocoovtal Kal BEATLWVOVTOL WG TIPOCWTIKOTNTEG
arnod tnv eunelpia toug oto Nikeland koopo, pe to 48,1% va CUUPWVEL PEPLKWG KOl
10 14,1% va cupdwvel andAuta. Auto unodnAwvel otL o Nikeland mpoodéEpel pLa
EUTELPLA TTOU TIPOAYEL TNV QUTO-BEATIWON OTOUG XPOTEG TOU. AvTioTOLXQ, OL XPOTES
oto Nikeland oto Roblox cuviBwg viwBouv xapoUpEevoL Kal LKOVOTIOLNLEVOL OTAV
oAANAETULSPOUV e AAAOUG TIALKTEG KO LLE TOV ELKOVIKO KOOMO TOU Ttatxvidlou. Auto
elvat eppavig kabwg to 40% cupdwvel peplkwg kat to 15,6% cupdwvel amoAuvta.
Ze 0,TL adopd TNV EVYEVLKN OTACH TPOG TOL OPLA KOL TOV TIPOCWTILKO XWPO TWV AAAWV
Xpnotwv, to 44,4% BAEnMou e va CUUPWVEL apkeTd evw To 21,5% va cupdwvel
anoAuta, Seiyvovtag eva Betikod emninedo oefaocpou otnv kowvotnta. H dnuoupyia
€VOG KaLVOTOMOU TtepLBaAlovtog paiveTal va lval ONUAVTLKH YLa TOUG XPrOTEG, HE
10 37,8% va cUPPWVEL pepkwg Kat To 20,7% amoAuta. MEVIKA oL XPrOTEG
atoBdavovtal dpopda otav petakvouvtal A tafidevouv peoa oto Nikeland kdopo,
HE TO 32,6% TWV CUUUETEXOVIWY VO CUUPWVEL apKeTA evw To 20% amoAuTa,
unodnAwvovtag OTL N eUneLpia eivat euxdplotn yia moAAous. Avtiotolxa, to 36,3%
VIWOEL YapoUEVO KaTA TN HeTakivnon — eéepevvnon peoa otov Nikeland koopo, pe
10 17,8% va cupdwvel anoduta. O xprioteg tou Nikeland cuvnBwg viwBouv
olyoupol kal BeTIKOL yLa TG YVWOELG TOUG 0TV texvoloyia, KdtL mou toug Bonba va
mAonyouvtal kat va aAAnAeTdpouv Ue erttuyia oto maixvidy, pe to 36,3% va
oUUPwVEL pEPKWG Kot To 18,5% amdAuta. H evnuépwon yLa TEXVOAOYLKEG T(POOSoUG
daivetal va Bewpeitatl onupavtikn yia t BeAtiwon tTng CUVOALKAG EUMELPLAG, LE TO
34,1% va oupdwvel apketd Kot 1o 23% amoAuta. TEAog, n aicbnon achaing
Slaxeiplong dedopévwy Kal MPOOTACLAG TTPOCWTILKWY TTANPODOPLWYV ELvaL ONUOVTLKA
ylaL TOUG XPNOTEG, e To 37,8% va cupdwVel apkeTd Kot to 21,5% amoAuta S1OTL OTL N
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EVNUEPWON YLO TLG CUVETIELEG TNG KOLvoTtoinong mpoowrikwv dedopévwy gival
ovowwdng yla ™ dratripnon tng acdAAELAG Kot TNG LOLWTIKOTNTAG TOUG.

Ztnv Tpitn Kal teAeutaia evotnta Tou epwtnuatoloyiov Baoiopévn oto Theory of
Planned Behavior, amokaAUTITEL pLa YEVIKA OETIKA 0TAON TWV XPNOTWV TIPOG TN
OUppETOXN HE TN papka Nike. Zuykekpluéva, To 39,3% TwWV CUUHIETEXOVIWY dailveTal
va cupdwvel og kamolo Babuod, evw to 18,5% cupdwvel mMARpwg pe TV L6€a dTL N
oAAnAenidpaon pe t Nike oto Roblox Ba Atav pa kKA eunelpia yla KAmoLov oav
auToUG. AUTO UTIOSELKVUEL pLa BeTIKA TPpodLABeon Pog TNV EUMELpia TNG LAPKAG
OTOV ELKOVIKO QUTOV KOOUO. EmumA€oy, n euxapilotnon mou mpoodEpPEL N
oAAnAentidpaon pe tnv Nike otov Nikeland koopo daivetal va ival eniong aleOntn,
KaBwg 10 42,2% TWV CUUUETEXOVTWVY OUUPWVEL LePIKwWG Kat To 19,3% cupdwvel
TANPwG OtL N cuppetoxn oto Nikeland mpoodépel pia euxaplotn eumetpia. Autd
EVIOXVEL TNV LO€a OTL OL XPrOTEG AVTAOUV BETIKA cuvaloOnpata oo tnv
oAANnAemntidpaor) Toug Le TNV lkovikn mapoucia tng Nike. H kowvwvikn emppon
daivetal va nailel onuaviikd poAo otnv anddacn Twv XpNOoTWV VA CUKUETEXOUV
oto mouxvidt. To 31,9% Twv CUUUETEXOVTWY oUUdWVEL o€ KamoLo Baduo, evw 1o 23%
oUUPWVEL TANPWG OTL TAL GNUAVTIKA ATopa otn {wh TOUG EYKPLVOUV TN CUUUETOXN
toug oto Nikeland. Ocov adopd tnv nemnoibnon Twv XpPNoTwy yLa TV LKAWVOTNTA TOUG
va aAAnAeniSpouv pe t Nike oto Roblox, to 32,6% cupdwvel pepLkwg KaL To 22,2%
ocupdwvel mMANpwg, deixvovtag pLa yevikn avtonemnoibnon otig SuvatdtnTeg TOUG.
ErutAéov, oxeTIKA e TNV TPOBEDN TWV XPNOTWYV VA CUVEXLOOUV VA ETILOKETTOVTAL TO
Nikeland, to 39,3% BAénoupe va cupdwvel o€ kamolo Badbuo, evw 1o 19,3%
oupdwvel MANPWG. TEAOG, TO 43% TWV CUMUETEXOVTWVY OXeSLATEL vaL AUENOEL TN
ouppetoxn toug oto Nikeland kdopo, pe dAAo €va 20% va cuudwveL TANPWG PE
auTn TtV npoBeon.

Zuunepaivovtag, N cUVOALKA avAAuon - OXOALOOHOG TWV OIMOTEAECUATWY TOU
epwtnuatoloyiou yia to Nikeland k6opo oto Roblox mapouoldlel pia KOV YEUATN
evlladpepovta euprpata. OLxprnoteg epndavifouv pa Yevika BTk otdon mpog Tnv
eumneLpia mou npoodEpel n papka Nike péoa oTov ELKOVIKO AUTO KOGHO, KATL TTOU
gvioXUETAL OO TNV aloBNTA poBupia Toug yla mepattépw UTTAOKN Kal Sltepelvnon
TwV SuvatoTATWV ou PoodEPEL To atyvidl. EVIUTwolako eival To yeyovog OTL Eva
ONUOVTIKO TTOCOOTO TWV CUUUETEXOVIWY avayvwpilel tov Nikeland wg évav xwpo
TIOU TIPOAYEL TNV TIPOCWTILKI aAvATTTUén KoL TNV euxapiotnon. Auto avtavakAdTol
TO00 oTn OeTik cuvaloONpATKr cUVEEeon ToU SNULOUPYOUV OL XPHOTEG LE TO
TaLXVidL kal Toug AAAOUG AKTEG, 000 KOL OTNV OLUTOEKTLLNOT TOUG OXETLKA LLE TNV
LkavOTNTA TouG va. aAAnNAeTLdpouv peoa oto mepBariov auto. TENOG, n euneLpia
oto Nikeland oxL povo amotelel pia euxaplotn SpaoctnpLotnta, aAld eniong
daivetal va evBappUVEL TOUG XpROTEG va e§eAiooovTal TEXVOAOYLKA Kal va gival TiLo
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OUVELONTOTIOLNLEVOL WG TIPOG TLG ETUAOYEG KAl TLG CUUTEPLPOPEC TOUG OE EVOV
Pnoaka Stapopdwpévo eptBariov. Autn n evdéuvdapwaon kot n avtonenoibnon
TIoU avamntuooeTal péoa anod tnv eunelpia toug otov Nikeland, og cuvduacoud pe tn
Betikn avtiAnyn kat tnv npobupia ylo GURHETOXN, UTIOYPAULZEL TNV EMLTUXLA KO
TNV EAKUCTIKOTNTA TOU ELKOVIKOU QUTOU KOGUOU.
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