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H éyxpion g mruylaxng epyosiog amd to Tuniua Extkowvoviog kot 6movdaov
Awadktvov tov Teyvoroyikov Tavemotnpiov Kompov dev vmodnAmverl amopottiTmg

KOl 0TOd0Y1 TV ATOYEWDY TOL GLYYPAPEN EK LEPOVG TOL TUANATOG.



®a 10era va evyaplotom Wiaitepa v enPAénovoa diddokovsa Ap. [6An NikoAdaidov
1660 Yo TV kaBodNyNnomn, eUmoTOcHVN Kol oTHPIEN TNG Yo TNV OAOKANPMOOTN NG
TOPOVCOC TTUYLOKNG EPYNCIOg OGO Kol Y10 TOV TPOTO JOUCKAAMOG TNG KO TOV TPOTOV
TPoGEYYIoNG Tov padnuotog « Pnetaxd moaryvidia ko emkowvoviay (EXA 341). And 1o
pénpo autd TPoékLuye M 10E0 VO KAV® TTUYLOKY £PYOCIOL GYETIKY LE TNV EKOVIKY|
TPUYUOTIKOTNTO KOL TO EVOLAPEPOV OV 0LENONKE Y10l T GLYKEKPLUEVN TEYVOAOYIN KO
TO TAOC UTOPEL VoL PEANGEL TNV KOovmvia. OTOTE 1 TTVUYLOKN EPYACio TAV Hol TOAD KOAY|
gvkopia vo pabw, oAl Kot voo TpocPEPm GYETIKA e ovto to Bépa. Emiong, wdwitepec
guyoplotieg otov KOpo Anuitpio MmoéyAov yw v Qyoyn ocuvvepyacio HaG, TNV
yopiynon  €EOMAIOHOD, TV GTEPEOCKOMIKMOV  YUOAMDV  EQPUPUOYNG  EIKOVIKING
TPAYLOTIKOTNTOS KOL TOV YOPOL OMOL TPAyHOTOTOmONKE 1 GLAAoyn dedopévav
(“Cutting Edge”). Me toug @ottntéc tov vanpée Gpiotn cvvepyocio. Oa Mbsia va
EVYOPIETNOM £ioNg ToVg €ENG, Yo TNV kaBodynon tovg: Tov Ap. Kaoota [N'epevn ko Ap.
Znvovo Ocodociov Tov wpaypotonoinoay o pobnuata «Xyedoouog ‘Epevvacy (EXA
407) xon «ITtoyraxn epyacion (EXA 490), avtiotorya. Télog, Ba nOela va gvyoploTnom
TO GATOMO. TOV GULUUETEIYOV GTNV €PELVO, POITNTES Kol QOLTNTPLEG TOL TeXVOAOYLKOD
[Tavemompuiov Kodmpov kot kivntikdtrog “Erasmus” yia tov xpdvo mov aplépmacay,
oAAG Kot TV OETIKN GTAOT TOVG MG TPOG TNV GLUUETOYN TOLG oTnv épevva. Emiong, to
it 10 Teyvoroykd IMoavemotuo Kompov kan daitepa to Tpnpo Enwcowvoviag kot
GTOVOMV SLUSIKTVOV, Yl T €POSIA Kot TV oTNPIEN. Agv Ba UTopovGa VoL TOPIAEIY®
TNV OIKOYEVELN OV, LLE TN GTNPIEN TOVS KoL TNV TGTN TOVS GE EUEVA, OV £01VAY OVVOUN
KOTA TNV OGPKELD TNG TPOYUOTOTOINGNG TNG TTVYOKNG EPYACING, OAAL Kol Yo TNV

O0AOKANP®GT TOV TPOTTLUYLOKOV [LOV.



HEPIAHYH

H vrdpyovca Piproypapio mepiéyel €pevvec oTic omoieg @aiveronr m avénon g
evovvaicnong péoo amd eumepiec ewovikng mpoypatikotnrag (EIT) (Schutte &
Stilinovi¢, 2017; Formosa et al., 2018; Abadia et al., 2019), aALd kot £pgvveg oTIC 0mOiEg
n oyéon peta&y EIl ko evovvaicOnong eivar aocbevric (Bang & Yildirim, 2018).
Anuovpyndnke n avaykn yioo TPOYUOTOTOINGT TS TOPOVCOS £PELVOS, TN OTOLNG O
oKOTOC TV 1 HEAETN Tov Pabpov cvpPoing g ewovikng tpaypatikotnrog (EIT) oty
avanTuén evouvaictnong oe BEUaTo TOAELOL LE TEPAUOTIKO OXEOIOGUO LLE TPOUETPTON
KO LETAUETPNON G Oelypo TPLAVTO TPOTTLYLOKAOV @ottnTadv/Tprwv tov TETTAK. T'a to
oKomd oVTO €YEL Yivel ¥priom TG €QOPUOYNG EKOVIKNG Ttpaypatikdttag “Home After
War”. Ot myég dedopévaov meptlapufovav: o) €YKVPOTOMUEVO EPMTNUATOAOYIO LE
téooeplg  petaPintéc:  «EvovvaicOnony, «IlemoOnoelg yuoo v KAIpoKo
gvouvaioOnonoy, «Ztéoelg amévavtl 6Tovg avOpOTOVE TOL AVTILETMOTIGAY Lo exifeon
TOAELOLY KOl «GYECT LETAED TOV GUUUETEXOVTO Kol KOTOLOL OV OVTILETMMIGE EMiBeom
moAépovy. To gpotnuatordylo avtd ypnoorodnke tpv v enoen pe epapuoyn EIT
pe 1o delypa vo kadgitor vo amavinoel o€ 3 Mnpoypapikés epwtoclc, 10 epmtoelg 5-
Baduog drotaktikng khipoakag Likert ko 6 epotioeig 7-fabutag StotokTikng KAMpoKog
Likert. Metd v emoaen pe gpapuoyn EIT copniipoce 1o id10 epotuatordylo pe 600
emmpdcbetec petafantés: «EvovvaicOnon» mov eotidlel ota cuvausOnuoto Tov giyxe o
GUUUETEYOVTOG KaTA TN dtdpkew e epapuoyns “Home After War” kol «Kowvwvim
[Tapovsion. Evdugueco tov epotnuatoroyiov vimpée emaen pe v epappoyn EIL
AxoAo0ONce mocotikny avdAvor dedopévav. Ta gupiUoTO OTOKAAVYOV GTATIGTIKA
onuavtikn  dwpopd (t (29)= -2.97, p=0.006) oe epdTMON TNG pETAPANTNAG
«evovvaicnong» 6tav GLYKPIONKAV Ol ATOVTIGELS TOV EPOTNUATOAOYIOL TPOUETPNONG
(M=3.50, SD=0.94) xou tov gpwtnuatoroyiov upetapérpnone (M=3.97, SD=0.93).
[Mapampndnke emiong otatiotikd onuavtiky dapopd (1(29)= -3.27, p=0.003) otv
LETAPANTH TOV QPOPE GTNV GYEGT TOV GUUUETEXOVTO LE KATO10 GTOLO TOV OVTLIUETMTICE
enibeomn molépov Otav ocvykpifnke o pécog dpog mpouétpnong (M=3.50, SD=1.36) kot
petapérpnong (M=4.23, SD=1.96). Ocov agopd otig petapintég «Ilemodnoeic yio myv
KAipaxa EvouvaicOnong kot «ZTdcelg anévavtt 6Toug avOp®ITous ToLv AVTILETOTIGOV

enifeon TOAELOLY OV TAPATNPNONKE GTOTIGTIKA CUAVTIKY| S10pOpPdL.
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ABSTRACT

The existing literature reports on research studies showing an increase of empathy
through Virtual Reality (VR) applications (Schutte & Stilinovi¢, 2017; Formosa et al.,
2018; Abadia et al., 2019). However, there are also studies showing a weak relationship
between VR and empathy (Bang & Yildirim, 2018), hence the necessity for conducting
this study. The purpose of the study was the examination of the effect of a virtual reality
(VR) application ("Home After War") to the development of empathy about war issues.
The research design was experimental with a pre-test and a post-test. Participants included
thirty undergraduate students of CUT. The data sources included: a) a validated
questionnaire with four variables: "Empathy", "Beliefs about Empathy scale", "Attitudes
towards people who faced a war attack" and the "relationship between the participant and
someone who faced a war attack”. In the pre-test questionnaire, administered before the
VR application experience, the sample was asked to answer 3 demographic questions,
10 questions on a 5-point Likert scale and 6 questions on a 7-point Likert scale. After the
VR application experience, they completed the same questionnaire with two additional
variables: "Empathy” that focuses on the emotions the participant had during the “Home
After War” application and "Social Presence". In between the questionnaires, participants
experienced the VR application for approximately 20 minutes. Quantitative data analysis
was performed. The findings revealed a statistically significant difference (t (29)=-2.97,
p=0.006) in a question of the "Empathy" variable when comparing the responses of the
pre-test (M=3.50, SD=0.94) and post-test (M=3.97, SD=0.93). A statistically significant
difference (t(29)= -3.27, p=0.003) was also observed in the variable concerning the
participants’ relationship to someone who experienced a war attack when comparing the
average of pre-test (M=3.50, SD=1.36) and post-test (M=4.23, SD=1.96). Regarding the
variables "Beliefs about the Empathy Scale™ and "Attitudes towards people who faced a
war attack™, no statistically significant difference has been observed.
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