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NEPIAHWH

IKOTOG TNG mapoloag epyaociag €lval n HeAETn Tng emidpacng twv Yndlakwv
mavdlwy wg epyaAeia evioyuong TwV YVWOTIKWV KAl KOWWVIKWY Oeflothtwy
maldwy kol epnPwv pe vontk avamnpia. H epsuvnuiky péBoSog Tou
xpnotwgorowtnke yia T OLEPEUVNON TOU OCUYKEKPLUEVOU INTAMOTOC E€lval n
BiBAoypadikr avackomnon tou nediou. Xpnowwonowdnkav ot Baocelg dedopévwv
Scopus, Semantic Scholar kat IEEE Xplore. H avalitnon meplopiotnke o€ PEAETEG
YPOUUEVEG OTa ayyAlkd Snuooleupéveg TNV TeAevutala Sekamevraetia, dnAadn Tto
XPOVLKO Slaotnua 2007-2022. Me epapuoyn Twv EMUTAEOV KpLTnpilwy mou TEBnKay,
OUVKEVTPpWONKaV 16 OXETIKEC €PEUVEG. TA OMOTEAECUOTO TWV EPEUVWY, TIAPA TOV
HUIKPO aplOud delypatog otig Teploootepeg, davnkav eArmibodopa, kabwg ta
Pnolaka movidia eiyav Oetikr) emidpacn otnv €vioxuon TwV YVWOTIKWV Kol
KOWVWVIKWV O€€lOTNTWY TWV HaBnTwy. ZUUMEPACUATIKA, Tta Pndlaka moatyvidia
OTIOTEAOUV QTTOTEAECUATIKO EpYaAeio otnv ekmaideuon twv matdlwyv Kot eprpwv pe
VONTIKN avamnpia, evioxuovtag TauToxpova Ta Kivntpd Toug yla uabnon, Ye tnv
poUmOBeon OTL €ouv OXESLAOTEL AVAAOYQ PE TIG OTOULKEG KOl QVOTTTUELOKEG TOUG

Sladopéc.

NEEELG-KAELOLAL:
Nontikn avamnnpio, PndLakd rmayvidla, yWwoTIKES Kol KOWVWVIKEC Se€loTNnTEC, MaldLd

KoL Epnpot



BiBAoypadia

Akhmetzyanova, A. |. (2014). The development of self-care skills of children with
severe mental retardation in the context of Lekoteka. World Applied Sciences

Journal, 29(6), 724-727. https://doi.org/10.5829/idosi.wasj.2014.29.06.13922

Aleupladou, A., & Tkiaoupn, Z. (2009). evetika ouvdpoua vontikri¢ kaGuotépnong:
Avantuélakn kot ekmaldeutikny mpooeyyion. @sooalovikn: University studio

press.

Aleupladou, A, Tklaoupn, 2., & MavAidou, K. (2016). MpoBAnuata cuurepLPopac o
atoua ME vontikry otépnon: Alaxeipnon oto mAaiolo t™¢ CUUMEPIANTITIKAC

eknaibevong. ABrva: Medio.

ANZ-AENMNZ. (2004a). AwaBspotikd eviaio MAALCLO TIPOYPAUUATOC OToUudwv Kal
OVOAUTIKA TIPOYPALUATO OTIOUSWV UTIOXPEWTIKNG EKMaideUONG yla LOONTEG pe
HETPLA KOl eEAadpd vonTikn kaBuotépnaon. 2to Epyo: yaptoypapnon-avaAutika

npoypauuata i6tkn¢ aywync. YNEMNO Nawdaywyko lvotitouTto.

ANZ-AENMNZ. (2004b). AwaBepatiké eviaio mAaiolo mpoypappatog omoudwv Kat
OVOAUTIKA TIpoypAuUaTa Omoudwv UTIOXPEWTLKAG ekmaibeuong ywa tnv
eknaidevon natdlwy pe Bapla vontikn kabuotépnon. 1o Epyo: xyaptoypdapnon-
avaAutika npoypauuoata  €16tkn¢ aywync. ABnva: YMENO Nawdaywywko

IvotitouTo.

Apumouviwtn, B., KoutookAévn, I., & Mapvehdkng, M. (2007). Atavannpikoc odnyoc
emmuopewonc: Nontikn Yotépnon. ABriva: Mavtewo Mavemot)uio Kowwvikwy

kat MoAttikwyv Emotnuwv: Tunua WuyxoAoyiag.

Azatyan, T., & Alaverdyan, A. (2020). Children with intellectual disabilities:
Challenges in education. Armenian Journal of Special Education, 2(2), 77-85.

https://doi.org/10.24234/se.2020.2.2.236



BaBpakoyidavvn, M., Muoadwtn, M., & XoAwrtn, B. (2018). Texvoloyieg tng
mAnpodopiag Kal tng enkowwviag otnv ekmaidsvuon tng el8IKAG aywyng. ITo
80 laveAAnvio Suveébplo Emotnuwv Exknaibevonc (Tou. 8, oel. 47-57). ABrva.
https://doi.org/10.12681/edusc.2654

Benda, P., Havlicek, Z., Lohr, V., & Havranek, M. (2011). Agris on-line papers in
economics and informatics ICT helps to overcome disabilities key words. Agris
On-Line Papers in Economics and Informatics, 3(4), 63—69. Retrieved from
https://www.researchgate.net/publication/227365402_ICT_helps_to_overcom

e_disabilities

BAayxou-Mnahadoutn, A. (2011). Npaktiky edappoyn TPOYPAUUATWY EVIAENG
TALSLWY PE VONTIKN KoBuoTéPNon. ITo ZUYXPOVEG EVTAELOKEC TIPOOEYYIOELC,

Touocg B’ (oeh. 103-128). ABrva: Nebio.

Bonet-Codina, N., Von Barnekow, A., & Tost, D. (2015). IntegraGame: A real-life
inspired serious game for social and professional training of people with
intellectual disability. In ACM International Conference Proceeding Series (pp.

10-13). Lisbon. https://doi.org/10.1145/2838944.2838947

Brown, D. J,, Ley, J., Evett, L., & Standen, P. (2011). Can participating in games based
learning improve mathematic skills in students with intellectual disabilities? In
2011 IEEE 1st International Conference on Serious Games and Applications for

Health, SeGAH 2011. Braga. https://doi.org/10.1109/SeGAH.2011.6165461

Cano, A. R., Garcia-Tejedor, A. J., & Fernandez-Manjén, B. (2015a). A literature
review of serious games for intellectual disabilities. In European Conference on
Technology Enhanced Learning (Vol. 9307, pp. 560-563).
https://doi.org/10.1007/978-3-319-24258-3_59

Cano, A. R., Garcia-Tejedor, A. J., & Fernandez-Manjén, B. (2015b). Highlights in the



literature available in serious games for intellectual disabilities. Lecture Notes in
Computer Science, 9412, 95-108. https://doi.org/10.1007/978-3-319-25515-
6_9

Chaidi, I., & Drigas, A. (2022). Digital games & special education. Technium Social
Sciences Journal, 34(1), 214-236. https://doi.org/10.47577/tssj.v34i1.7054

Choi, K. S., Wong, P. K., & Chung, W. Y. (2012). Using computer-assisted method to
teach children with intellectual disabilities handwashing skills. Disability and
Rehabilitation: Assistive Technology, 7(6), 507-516.
https://doi.org/10.3109/17483107.2011.652998

Christou, |., Perdikaris, N., Tragazikis, P., Douros, A., Galani, E., Gouscos, D., &
Meimaris, M. (2009). “The magic potion” - An adventure game for learning.
CEUR Workshop Proceedings. Retrieved from
https://www.researchgate.net/publication/228773026_The_Magic_Potion-

An_Adventure_Game_for_Learning

lkwaoupn, Z., AAeupladou, A., & Paxavwwtn, E. (2021). Kowvwvikn avantuén natdiwv
UE vontikn avannpio kat cuvépouo down otn yevikn kat eviaia ekrmaidevon.

KAAAINOL.

Contreras, M. |., Garcia Bauza, C., & Santos, G. (2019). Videogame-based tool for
learning in the motor, cognitive and socio-emotional domains for children with
Intellectual Disability. Entertainment Computing, 30.

https://doi.org/10.1016/j.entcom.2019.100301

Dandashi, A., Karkar, A. G., Saad, S., Barhoumi, Z., Al-Jaam, J., & El Saddik, A. (2015).
Enhancing the cognitive and learning skills of children with intellectual disability
through physical activity and edutainment games. International Journal of

Distributed Sensor Networks, 11(6). https://doi.org/10.1155/2015/165165



De Boeck, J., Daems, J., & Dekelver, J. (2012). Spe-Ler: Serious gaming for youngsters
with intellectual disabilities. Lecture Notes in Computer Science (Including
Subseries Lecture Notes in Artificial Intelligence and Lecture Notes in

Bioinformatics), 7382, 479—-483. https://doi.org/10.1007/978-3-642-31522-0_72

de Oliveira Malaquias, F. F., Malaquias, R. F., Lamounier, E. A., & Cardoso, A. (2013).
VirtualMat: A serious game to teach logical-mathematical concepts for students
with intellectual disability. Technology and Disability, 25(2), 107-116.
https://doi.org/10.3233/TAD-130375

de Vasconcelos, D. F. P., Junior, E. A. L., De Oliveira Malaquias, F. F., Oliveira, L. A., &
Cardoso, A. (2020). A virtual reality based serious game to aid in the literacy of
students with intellectual disability: Design principles and evaluation.

Technology and Disability, 32(3), 149-157. https://doi.org/10.3233/TAD-200272

Demily, C., Rigard, C., Peyroux, E., Chesnoy-Servanin, G., Morel, A., & Franck, N.
(2016). «Cognitus & Moi»: A computer-based cognitive remediation program
for children with intellectual disability. Frontiers in Psychiatry, 7.

https://doi.org/10.3389/fpsyt.2016.00010

Dermitzaki, I., Stavroussi, P., Bandi, M., & Nisiotou, I. (2008). Investigating ongoing
strategic behaviour of students with mild mental retardation: Implementation
and relations to performance in a problem-solving situation. Evaluation and
Research in Education, 21(2), 96-110.
https://doi.org/10.1080/09500790802152175

Drigas, A. S., & Pappas, M. A. (2015). On line and other game-based learning for
mathematics. International Journal of Online and Biomedical Engineering, 11(4),

62—67. https://doi.org/10.3991/ijoe.v11i4.4742

Edomourog, B., AavinAidou, E., Koutookwota, B., & Xtayiomoulog, M. (2014). H

aflomoinon eKMOSEUTIKWY AOYLOMIKWY oTnv €18k aywyn kot ekmaidsuon.



I'VWOoELG KoL amoPeLg ekmaldeuTikwy. 2to Mpaktika Epyactwv 8ou MaveAAnviou
Juvebpiov  KaOnyntwv  [MAnpo@opikrc. BoAogc.  AvaktnBnke  amod
http://synedrio.pekap.gr/praktika/8o/eisigiseis.html?fbclid=IwAR3jNjQB48KV_J
2LOHgFjolZ3TP4D-earVMekdIDJ56TplI2F7JbMcAjO1GE

Fatikhova, L. F., & Sayfutdiyarova, E. F. (2017). Improvement of methodology of
teaching natural science for students with intellectual disabilities by means of
3D-graphics. European Journal of Contemporary Education, 6(2), 229-239.
https://doi.org/10.13187/ejced.2017.2.229

Henry, L. A., & MacLean, M. (2002). Working memory performance in children with
and without intellectual disabilities. American Journal on Mental Retardation,
107(6), 421-432. https://doi.org/10.1352/0895-
8017(2002)107<0421:WMPICW>2.0.CO;2

Henry, L. A.,, & Maclean, M. (2003). Relationships between working memory,
expressive vocabulary and arithmetical reasoning in children with and without
intellectual disabilities. Educational and Child Psychology, 20(3), 51-63.
Retrieved from
https://www.researchgate.net/publication/28765160 Relationships_between
working_memory_expressive_vocabulary_and_arithmetical_reasoning_in_child

ren_with_and_without_intellectual_disabilities

Hersh, M., & Leporini, B. (2018). Editorial: Serious games, education and inclusion for
disabled people. British Journal of Educational Technology, 49(4), 587-595.
https://doi.org/10.1111/bjet.12650

Isasi, A. R., Basterretxea, A. L., Zorrilla, A. M., & Zapirain, B. G. (2013). Helping
children with intellectual disability to understand healthy eating habits with an
IPad based serious game. In Proceedings of CGAMES 2013 USA - 18th
International Conference on Computer Games: Al, Animation, Mobile,

Interactive Multimedia, Educational and Serious Games (pp. 169-173).



https://doi.org/10.1109/CGames.2013.6632628

Jansen, B. R. J.,, De Lange, E., & Van der Molen, M. J. (2013). Math practice and its
influence on math skills and executive functions in adolescents with mild to
borderline intellectual disability. Research in Developmental Disabilities, 34(5),

1815-1824. https://doi.org/10.1016/j.ridd.2013.02.022

Jiménez, M. R., Pulina, F., & Lanfranchi, S. (2015). Video games and intellectual

disabilities: A literature review. Life Span and Disability, 18(2), 147-165.

Kang, Y. S., & Chang, Y. J. (2019). Using an augmented reality game to teach three
junior high school students with intellectual disabilities to improve ATM use.
Journal of Applied Research in Intellectual Disabilities, 33(3), 409-419.
https://doi.org/10.1111/jar.12683

Karabatzaki, Z., Stathopoulou, A., Kokkalia, G., Dimitriou, E., Loukeri, P. I., Economou,
A., & Drigas, A. (2018). Mobile application tools for students in secondary
education. An evaluation study. International Journal of Interactive Mobile

Technologies, 12(2), 142-161. https://doi.org/10.3991/ijim.v12i2.8158

Kashani-Vahid, L., Mohajeri, M., Moradi, H., & Irani, A. (2018). Effectiveness of
computer ggames of emotion regulation on social skills of children with
intellectual disability. 2nd National and 1st International Digital Games
Research Conference: Trends, Technologies, and Applications, DGRC 2018, 46—
50. https://doi.org/10.1109/DGRC.2018.8712024

Kim, S. C., & Lee, H. S. (2021). Effect of game-based cognitive training programs on
cognitive learning of children with intellectual disabilities. Applied Sciences

(Switzerland), 11(18). https://doi.org/10.3390/app11188582

Kokkalia, G. K., Drigas, A. S., & Economou, A. (2016). The role of games in special

preschool education. International Journal of Emerging Technologies in



Learning, 11(12), 30-35. https://doi.org/10.3991/ijet.v11i12.5945

KokkwéAn, K. (2018, Noéupprog). O SLadpaoTIKOG TVAKOG WG UTIOOTNPLKTLKO
epyaleio tn¢ Sidaktikng dadikaociag yia pabntég pe sykedpalikn mapdaluvon.
Oéuata Elbiknic Aywyrig, 66—75.

Koupakn, E., & Xaién, E. (2015). «Wnoako IxoAeio: Wnolaki pabnon modiwv pe
€LOIKEG eKTALOEVUTIKEG avaykeg (E.E.A.)ElSkoU AnpotikoU XxoAelou — KaAgg
Mpaktkeg .». Zto 80 [Maveddrivio Zuvébplo twv Exkmaitdevtikwv yia tig TIE
« Aélortroinon twv Teyvoloywwv tng lNAnpogopiac kat tn¢ Emkowvwviag otn

Awbaktikn Mpaén » (oeh. 1270-1284). 20poc.

Koutromanos, G., & Zisimopoulos, D. (2009). Digital games-based learning material
for mild intellectual disability dtudents: Factors influencing teachers To use it in
their teaching. In INTED2009 Proceedings (pp. 3476—3483). Valencia. Retrieved
from
http://library.iated.org/view/KOUTROMANQOS2009DIG%5Cnfiles/6950/KOUTRO
MANOS2009DIG.html

Makpnc, A., & Mapkou, M. (2015). Ot véeg texvoloyieg otnv €8k aywyr. CVP
MNadSaywyiknc & Exnaidevonc. Retrieved from http://www.scientific-journal-
articles.org/greek/free-online-journals/education/education-articles/markou-
paraskeui/paraskeui-markou-markos-athanasios.htm?fbclid=IwAR3YaONC-

XOpOg_WaORePbgGH5tB-8IUvWS8Iol9ZfExOZIwGuPI6IWBNnqyY

Manzoor, M., & Vimarlund, V. (2018). Digital technologies for social inclusion of
individuals with disabilities. Health and Technology, 8(5), 377-390.
https://doi.org/10.1007/s12553-018-0239-1

Margalit, M. (1995). Effects of social skills training for students with an intellectual
disability. International Journal of Disability, Development and Education, 42(1),

75-85. https://doi.org/10.1080/0156655950420108



MikpomouAog, T. A. (2000). Ekmaideutiko Aoylouiko: Ofuara oxediaonc kat

aéloAoynaonc Aoytouikou untepuéowv. ABriva: KAeldaplpuoc.

Mnapumag, I, & Tkipykivoudn, E. (2014). Avamtuén Kowwvikwv Oe€loTATwV o€
TALOLA PE VONTLKA OVETAPKELX HECA OO TO TIALXVIOL PE TOUG CUVOUNAIKOUG:
€va TUAOTIKO Tipoypappa mapéuBaocng. Epevvwvrtag Tov Kéouo Tou Matdiou, 13,

338-348. https://doi.org/10.12681/icw.17977

Nanadarocg, I. (2010). Wuyikég Statapaxec kat padnolakeéc SuokoAieg matdiwv kot

epnBwv (1n £k8.). ABriva: Gutenberg.

Papanastasiou, G., Drigas, A., & Skianis, C. (2017). Serious games in preschool and
primary education: Benefits and impacts on curriculum course syllabus.
International Journal of Emerging Technologies in Learning, 12(1), 44-56.

https://doi.org/10.3991/ijet.v12i01.6065

Papanastasiou, G., Drigas, A., Skianis, C., & Lytras, M. D. (2017). Serious games in K-
12 education: Benefits and impacts on students with attention, memory and
developmental disabilities. Program: Electronic Library and Information

Systems, 51(4), 424-440. https://doi.org/10.1108/PROG-02-2016-0020

Pashapoor, L., Kashani-Vahid, L., & Hakimirad, E. (2018). Effectiveness of cognitive
computer games on attention span of students with intellectual disability. In
2nd National and 1st International Digital Games Research Conference: Trends,
Technologies, and Applications, DGRC 2018 (pp. 82-87). IEEE.
https://doi.org/10.1109/DGRC.2018.8712039

Peter, K. (2015). Language Disorders in Children with Mental Deficiency. In The 6th
International Conference Edu World 2014 “Education Facing Contemporary
World Issues”, 7th - 9th November 2014 (Vol. 180, pp. 1643—-1648). Elsevier B.V.
https://doi.org/10.1016/j.sbspro.2015.05.058



MoAuxpovomoUAou, 2. (2003). Mawbia kot E@nBot LE ELOIKEG QVAYKEG Kol
SuvatotnTeG: ZUYXPOVEC TAOELC eKTtaibevonC Kat E16Lkn¢ urmootnpiéng, Touog A’

(5n €x4.). ABnva: I16lac.

MoAuxpovomoUAou, 2. (2010). Maibta kot EpnBol UE €ELOIKEC QVAYKEG Kol
duvartotnteg: Nontikn voTtepnan, YUXOAOYLK KOLVWVLIOAOYLK Kol modaywyikn

npoogyyton, Touoc B’ (5n €k4.). ABrva: 16iag.

MoAuxpovomouAou, Z. (2013). Moawbia kot €@nBot Le ELOIKEC QVAYKEC Kol

duvatotnteg. ABrva: 16iag.

Prensky, M. (2007). Madnon Baotouévn oto YneLako mayvidl: Apxec, Suvatotntec
kat mapadeiyuata epapuoync otnv eknaidevon kat tnv kataptnon. (M.

Meipdpng, Ed.). ABrjva: MetaixpLo.

Ramdoss, S., Lang, R., Fragale, C., Britt, C., O’Reilly, M., Sigafoos, J., ... Lancioni, G. E.
(2012). Use of computer-based interventions to promote daily living skills in
individuals with intellectual disabilities: A systematic review. Journal of
Developmental and Physical Disabilities, 24(2), 197-215.
https://doi.org/10.1007/s10882-011-9259-8

Pamtng, A., & Pamtn, A. (2017). Madnon kot Sibaokadia otnv emoxn tne
nAnpogopiac. ABriva: Open line.

Rezaiyan, A., Mohammadi, E., & Fallah, P. A. (2007). Effect of computer game
intervention on the attention capacity of mentally retarded children.
International Journal of Nursing Practice, 13(5), 284-288.
https://doi.org/10.1111/j.1440-172X.2007.00639.x

Richard, E., Billaudeau, V., Richard, P., & Gaudin, G. (2007). Augmented reality for
rehabilitation of cognitive disabled children: A preliminary study. In 2007 Virtual
Rehabilitation, IWVR (pp. 102-108). Venice.



https://doi.org/10.1109/ICVR.2007.4362148

Saridaki, M., Gouscos, D., & Meimaris, M. (2008). Digital games based learning for
students with mildintellectual disability : The epinoisi project . In EUTIC 2008
conference. Lisbon. Retrieved from
https://epinoisi.ntlab.gr/docs/papers/EUTIC2008.pdf?fbclid=IwAR1_GiSiDMBP2
CWEVQXAWXkfZSzAUJ9alg5CjGoaYDrXvO1WL7qy6vgASfc

Saridaki, M., Gouscos, D., & Meimaris, M. (2009). Digital games-based learning for
students with intellectual disability. In T. Connolly, M. Stansfield, & L. Boyle
(Eds.), Games-Based Learning Advancements for Multi-Sensory Human
Computer Interfaces: Techniques and Effective Practices (pp. 304-325).
https://doi.org/10.4018/978-1-60566-360-9.ch018

Saridaki, M., & Mourlas, C. (2011). Fingers on the screen game based learning for
student with intellectual disabiities. ELearning Papers, 25. Retrieved from

http://repository.edulll.gr/edulll/handle/10795/3617

Saridaki, M., & Mourlas, C. (2014). Flow, fun and frame in the classroom: Redefining
the engagement and self-determination of students with intellectual disability
through games. Proceedings - 2014 International Conference on Interactive
Technologies and Games, ITAG 2014, 44-50.
https://doi.org/10.1109/iTAG.2014.19

Shahid, N. M. |, Law, E. L.-C., & Verdezoto, N. (2022). Technology-enhanced support
for children with down syndrome: A systematic literature review. International
Journal of Child-Computer Interaction, 31.

https://doi.org/10.1016/].ijcci.2021.100340

Singh, Y. P., & Agarwal, A. (2013). Teaching Mathematics to Children with Mental
Retardation using Computer Games. Educationia Confab, 2(1), 44-58. Retrieved

from



https://www.researchgate.net/publication/235423689 Teaching_Mathematics
_to_Children_with_Mental_Retardation_using_Computer_Games?fbclid=IwAR

10L3TRMWYTg_X_qYkW9b0a2TfNO4-XP7sRxZAbRIuC2-1jUbfqdLuPtQw

Smith, C. C., Cihak, D. F., Kim, B., McMahon, D. D., & Wright, R. (2017). Examining
augmented reality to improve navigation skills in postsecondary students with
intellectual disability. Journal of Special Education Technology, 32(1), 3-11.
https://doi.org/10.1177/0162643416681159

Sochocka, A., Mirocha, J., & Starypan, R. (2020). Serious games as an aid in the
development of people with intellectual disabilities. Bio-Algorithms and Med-

Systems, 16(1). https://doi.org/10.1515/bams-2019-0055

JoUANg, 2. I. (2020). Zrmoudn atnv vontikn avannpica. ABriva: Gutenberg.

Stancin, K., Hoi¢-Bozi¢, N., & Skoci¢ Mihi¢, S. (2020). Using digital game-based
learning for students with intellectual disabilities - A systematic literature
review. Informatics in Education, 19(2), 323-341.
https://doi.org/10.15388/INFEDU.2020.15

Standen, P. J., Brown, D. J.,, & Cromby, J. J. (2001). The effective use of virtual
environments in the education and rehabilitation of students with intellectual
disabilities. British Journal of Educational Technology, 32(3), 289-299.
https://doi.org/10.1111/1467-8535.00199

Itaowog, A. M. (2015). Yuyodoyia tou Adyou kot tn¢ yAwooac: Avantuén kat

ntadoloyia, SuoAeéia kat AoyoOGspaneia. ABriva: Gutenberg.

Itaowog, M. A. (2013). H ebikn eknaibevon 2020: Mo pia CUUTTEPIANTITIKY 1 OALKN)
eknaibevon oto Véo-Ynplako oyoAeio ue Ynelakouc npwtadntéc. (M. AEBE,

Eru.). ABrva.



YtaBomouvlou, A., & Mnaoctéa, A. (2022). Ayxog KoL amocupon O OXEOn HE TNV
autoatloAoynon tou ekmaldeuTikou meptBailovtog anod edprifoucg pe ehadpa
vontkn kabuotépnon. 2to 3o lMaveAdnvio Suvédplo Emotnuwv Exmaibevong

(Top. 1). https://doi.org/10.12681/edusc.4533

Stathopoulou, A., Karabatzaki, Z., Tsiros, D., Katsantoni, S., & Drigas, A. (2019).
Mobile apps the educational solution for autistic students in secondary
education. International Journal of Interactive Mobile Technologies, 13(2), 89—

101. https://doi.org/10.3991/ijim.v13i02.9896

Stathopoulou, A., Loukeris, D., Karabatzaki, Z., Politi, E., Salapata, Y., & Drigas, A.
(2020). Evaluation of mobile apps effectiveness in children with autism social
training via digital social stories. International Journal of Interactive Mobile

Technologies (1JIM), 14(03), 4—18. https://doi.org/10.3991/ijim.v14i03.10281

Stendal, K. (2012). How do people with disability use and experience virtual worlds
and ICT: A literature review. Journal For Virtual Worlds Research, 5(1), 1-17.

https://doi.org/10.4101/jvwr.v5i1.6173

ITpoyyuAog, B. (2011). ATTOTEAECUOTLKEG TIPAKTIKEG OTNV EKMALSEVON TWV TALSLWY HE
vontikr kaBuotépnon. Zto X. MNavteAlddou & B. Apyupomoulog (Emup.), Etbikn
aywyn: Ao tnv épeuva otn didaktikn npaén (oel. 253—299). ABrva: Medio.

Terras, M. M., Boyle, E. A,, Ramsay, J., & Jarrett, D. (2018). The opportunities and
challenges of serious games for people with an intellectual disability. British
Journal of Educational Technology, 49(4), 690-700.
https://doi.org/10.1111/bjet.12638

Tolu, E.-O. (2015). Early intervention for children with intellectual disabilities: nigeria
perspective. IOSR Journal Of Humanities And Social Science, 20(6), 1-5.
https://doi.org/10.9790/0837-20610105



Torra Moreno, M., Canals Sans, J., & Colomina Fosch, M. T. (2021). Behavioral and
cognitive interventions with digital devices in subjects with intellectual
disability: A  systematic review.  Frontiers in  Psychiatry, 12.

https://doi.org/10.3389/fpsyt.2021.647399

Tsikinas, S., & Xinogalos, S. (2019). Studying the effects of computer serious games
on people with intellectual disabilities or autism spectrum disorder: A
systematic literature review. Journal of Computer Assisted Learning, 35(1), 61—

73. https://doi.org/10.1111/jcal.12311

Wajihullah, A., Ashraf, S., & Majid, S. (2020). Teaching time concepts to children with
intellectual disability through computer game based learning. Review of
Education, Administration & LAWY, 3(2), 265-274.
https://doi.org/10.47067/real.v3i2.59

Winnepenninckx, B., Rooms, L., & Kooy, R. F. (2003). Mental retardation: A review of
the genetic causes. British Journal of Developmental Disabilities, 49(96), 29—-44.
https://doi.org/10.1179/096979503799104138

®uTtpog, K. (2003). H mAnpodoptkn otnv €181k aywyn. Xto 20 Juvébdplo ZUpou OTIC
TrNE (oeA. 58-72). ZUpoG. AvaktiOnke ano
https://www.etpe.gr/proceeding_articles/i-pliroforiki-stin-eidiki-
agogi/?fbclid=IwAR1uR2AKD3T_RJSmnsU2vcqeE7IqQzimrBf6lqgkfddfFBLIRMVoN
Yi-erdg

Xaién, E., MamavikoAdou, B., Kipywag, 2., lkovokog, A., & Meiudpng, M. (2010).
Wndlaka mayvidla wg epyaleia pabnong yla matdld pe autopd. ito 20
MaveAdnvio  Suvébpio  Ewbikni¢c  Aywync. ABriva. Avaktnbnke amnod
https://www.researchgate.net/publication/344319700_Psephiaka_paichnidia_
os_ergaleia_matheses_gia_paidia_me_autismo?fbclid=IwAR3z_UL-

ySNiczxFO32yVrkiLt1EgBFZuLuO3zJ4ip_owDOw7wY9WeN9jAc



Xaptitou, 2. (2005). AvaBaBuion kat eméktaon Tou Beopol tnE ekmaibeuong ATOpWY
ue coBapa mpoPfAnuata vyeiag, mou Bplokovral yio LeyAAO XPOVIKO Sldotnua
o€ voonAeutikad W&pupata | oTo ority, otnv mpwtoBabula kal dsutepofabula
eknaidevon. 3to Epyaotrpto [lpooapuocuévne Kivntikng Apaotnpiotntac/
Avantvéiakwv  Kat  Kwvnukwv — Awatapaywv. AB.  Avaktibnke  amo

http://repository.edulll.gr/edulll/handle/10795/697

Zisimopoulos, D., Sigafoos, J., & Koutromanos, G. (2011). Using video prompting and
constant time delay to teach an internet search basic skill to students with
intellectual disabilities. Education and Training in Autism and Developmental
Disabilities, 46(2), 238-250. Retrieved from
https://www.jstor.org/stable/23879694?fbclid=IwARO8NznVWZKNEVINYXbrvV
yuUGUbb7YOON-1je1fGpABps-KOznkwAeK6AC



