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IHepiinyn

2ZKOTOG TNG MOPOVGaS EpyOciag ival 11 avAAVON TOV KIVATPOV TOV
podntov Katd v epapuroyn tov gamification. To gamification cuvdvdletl ta
YOPOKTNPIOTIKA TOL TOLYVIOIOV, TOVG UNYXOVICUOVS, TN OLVOUIKN Kol TNV
a1eONTIKN TOL, TPOKEWEVOL VA WENGEL TO KIvNTPo, TNV EUTAOKN, KOOMS Kot
TNV KPITIKN OKEYT TOV HoONTOV 6Ty eKmatdevtikny dtadikacio. I'’ avtd o
AOYO, €QOPUOCTNKE OTNV EKTOLOEVTIKN OlodlKOGio. 1M EG0Y®YN  TOL
EKTOOEVLTIKOV Aoyiopikod «O Eeptépng omnv OAvumio», TPOKeEWEVOL Vo
avoALOel T0 TOCOGTO AVENGTG TOV KIVATP®V TV HLabNTOV Kot To €100G TV
KWV TPOV TOL avorTuyOnkay.

Méoa epunveiog TOV OMOTEAEGUATOV TNG £PELVOG OMOTEAEGAV OVO
Baocwkéc Bewpieg KiviTpmv, gkeivn Tov avtonpocdotopiopov (SDT) kot exeivn
tov  ARCS Model tov Keller. 'Etol, g€etdomnkov 611G OmavVINGE TOV
HoNTOV 0ot YLYOLOYIKEG OVAYKEG TOL OLTOTPOCIIOPIGUOV (OvTOVOuia,
IKOVOTNTO, GYETIKOTNTO) Kol Ol TEGoEPELS OepeMmoelg mapdyovteg tov ARCS
Model (mpocoyn, ovvdoeela, eumioTocvvn, wavomoinon). H moapamdvo
gpunvela Katéomn onuovtikny yoti £0€1&€ Ol GLYKEKPIEVO YVAOGTIKAE KoL
YLYOAOYIKA YOPOKTNPIGTIKAE TOV GLVOEOVTAL LE TO KivnTpa eVicyvOnKay.

‘Etotl, moapammpnOnke OtL to kivntpa Kot n EUTAOKN TGOV poOnTOV
avEnnkav pev, yopic peydAn mocotikn avénon. Avtd pumopel va opeiletan
GTNV TPOCMOTIKOTNTA, TO PVAO, TIG AVENUEVEG TPOCOOKIEG TV LABNTAOV KoL TN
Bepotoroyio  TOL  eKTMAOELTIKOL  AoYyopikov. [dwitepa  avénuévol
EULPOVIOTNKOV Ol YOYOAOYIKEC GVAYKEC TNG OUTOVOUIOG KOl TNG WKAVOTNTOG
kotd v SDT Bewpia, kabdG Kol 0 TOPAYOVTOG TNG IKOVOTOINoNG KATE TOV
Keller.

Emundéov, m épevva amédeile mw¢ 1o €100 TOV KIVATPOV TOVL
evVioyOONKAV HEGM TOL GLYKEKPIUEVOL EKTOLOELTIKOV AOYIGHLKOV Eivarl Kupimg

TO ECOTEPIKA EVOVTL TOV EEDTEPIKDV.



AéEeig Khedd: eomtepikd Kat eEmwtepikd Kivntpa, gamification, Oewpia

avtorpocdtopiopov (SDT), Bswpia Tov Keller (ARCS Model)



Evyoaprotieg

Mo v mapovoa epyacio Oa nOela, apyikd, vo evyoploThom Bepud v
oKoYéveld pov Yoo OAn TN otpién g Oxt HOVo Kot T OlUPKED TOV
TPEYOVTOG HETATTLYLOKOD TPOYPAULOTOS OCTOVO®MY, OAAQL Kol KOTA TN
vevikotepn Con LoV ®G TOPA.

Eniong Eexmpirotéc evyapiotiec opeilm oe GAOVS TOVG KAONYNTES Kot
TIg KaOnyNTpleg mov Sida&ov eUéEva KOl TOLG GLUEOLTNTEG LoV KaB’ OAN
OAPKELD TV CTTOVOMV LLOC.

Téhog, Tig BepudTEPES EVYXAPIOTIES OV TPOG OAOVG TOVG GLUPOLTNTES
KOl CUUPOLTATPLEG TTOV Elya TNV TOYN Vo Yvopicw Kol vo Topevtovpe pali
aVTOV TOV EVAULGL XpOVO. XT0 onueio avtd BEA® va euyaplotNom Eexmplotd
KOl VO TOVG QQLEPMG® ALTNV TNV £PYACiO TOLS GLUPOLTNTEG POL: NeEKTAPLO
Apaxaddaxn, Anunqtpn Aopumdpn, ['dvvn Awdpoo kot Ayyelo Mntpéin,
yopic ™ Ponbeln twv omoiwv dev Ba ta giya kotaEéper 6e aVTO TO
HETATTUYLOKO TPOYPOLLLO CTOVODV Kol Yaipopal 1dtoitepa Tov OpIoUEVOL €&

aVTOV lval akdpa Kot Topa Tapovteg otn {1 Hov.
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KE®AAAIO 1
Ewsayoyn

1.1. Ilpéroyog

‘Eva cuoyvo mpéfAnNpo tevV  EKTOOEVTIKOV Kol TOV  GUYYXPOVOL
EKTAOEVLTIKOV GUGTNUATOG €ivol 1 AmoLGio TOV KIVATP®V Kol TNG EUTAOKNG
TOV podntoOv otnv eknodevtikny npdén. Etval yeyovdg, mmg n mapadociok
udbnon, dev mapéxel otovg HaONTEG TO KATAAANAG epedicpoato yuoo TV
KWWNTOMOINGT TOL evOLAPEPOVTOG TOVG KOl TNV EVEPYOTEPT GLUUETOYN TOVG
oto néOnua. I' avtd ta tedevtaia ypovia, N 10 Y®YN TNG TEYVOAOYING GTNV
ekmaidevon £xel empépetl Betikd anoteAéopato otov Topéa avtd. [dwitepa, 1
YPNOM EKTAOEVTIKOV TOYVIOIDV €XEl KATAOTEL éval TOADTIHO €pYyaAEio
HETAOOONG YVOCE®V KOl  OVATTUENG SPOp®V de0TTOV TOV HadNTOV
gvioyvovtag ™ podntokevipikn kot fropatikn owdackoAio. To gamification
XPNOOTOLDOVTOG TN GKEYT TOL oy vidlov (game thinking) kot ta oyediootikd
otoyyeia Tov mayvidlov (game design elements) propel va evioydcel occOntd

To KV Tpal KO TNV EUTAOKN TOV LoONTOV 6TN S100KTIKN TPAs.

1.2 AvoetvTmon pevvnTIKOU TPoPApaTog

H mponyoduevn BiAtoypapia £xet avapepbei ota OeTikd amoteAéopata
mov aokel To gamification oV ekmoidgvon Kot WOOHTEPA GTNV TEPLOYN TOV
Ki\Tpwv (motivation) kot Tng eumAokng (engagement) TV pHoONTOV.
Evtottoig, eaptdtal kabe @opd amd to moyvidl Kot To YOPOKTNPIOTIKA TOV
ToLYV1o00, 0 Padudg avENCNC TOV KIVIITP®V KoL TNG ELTAOKNG, EVA VLTTAPYOVV
apeBoriec g mpog TO €10M TOV KIVATP®V TOL AVOTTUOGOVTIOL HECH

tov gamification. [TapdAinia, dev €xel availvOel ETOPKAOG TOLEG YVOOTIKES Kol



YOYOAOYIKES TEPLOYES TOL GLVOLOVTOL HE TNV oOENCT TOV KIVATPOV,

gvioyvovtal waitepa péocm tov gamification.

1.3 EpguovnTikd epotipato

Katapydg, éva mpdTo epOTNUO amoTEAEL TO KOTA TOGO T KIiVNTPO TOV
pontov avEndnkay Kotd Ty E160YmMYN TOL EKTOIOELTIKOD AOYICUIKOV LE
Bdon ™ Bewpia Tov avtomposdtopiopol (SDT) ko tov ARCS Model tov
Keller. 'Emeita, €éva 0g0TEPO OPOPE TOO. CUYKEKPIUEVA WYUYOAOYIKE Kot
YVOOTIKA YOPpOKTNPIOTIKA aOENong Tov Kivitpov kotd T Bewpieg SDT ko
tov Keller dieyeipovrat. Xtn cuvvéyeln, tibetal 1o epO®TNUO TOV €I60VE TOV
KIWVINTP®V TOL avortuyOnkoay Kot T€A0g Kot TOGOo avENONKe 1 EUTAOKY T®V

HoONTOV 01N SBOKTIKN TPAEN.

1.4 O Xkomog TG epyaoiog

H ovykexkpyévn epyoacio amookomel o1 HEAETN TOV TOGOGTOV
avéNoNg TOV KIVATPOV KOl TNG EUTAOKNG TOL EMIPEPEL TO €V AOY®
EKTTAOEVTIKO AOYICUIKO HE TO GLYKEKPWEVO Yapaktnpotikd. [ v
vAOTOINoM TG LEAETNG VTG YPNOLLOTOOVVTAL WG BepPNTIKA TPOTLTTO VO
Baocikéc maudaywyikég kol yoxohoykeég Oempieg TV KvTpV, €Kelvn TOL
Keller (ARCS Model) ko ekgivn Tov avtonpoodiopiopov (Self-Determination
Theory). Mg Bdon avtéc KOTAOEIKVOOVTOL TOL0 GUYKEKPIULEVA YUYOAOYIKE Kol
YVOOTIKE YOUPAKTNPIOTIKA TOV GLVOEOVTOL LE TNV OVENCT TOV KIVATPOV TOV
podntov, (avtovopio otn  padnom, ovtomemoifnon kot  ocOHMuoTo
wavomoinong xatd n padnom, ocvvepyacio Kol oyxEon HUE TO KOWWOVIKO
TePPAALOV, YVOGTIKO EVOLAQEPOV KOl TEPLEPYELD) avanTUGGOVTALl. EmumAéov,
oTOY0C TG epyaciag €ivar M OlEpeLVIOTN TOL €100VE TV KIVATP®V TOL
ovanTOOGOVTOL.  AEVTEPELOVTIMG UEAETATOL TO  TOCOCTO  EUTAOKNG
(engagement) TV HaONTOV ©G o GAANAOCVVOEOUEVT LE TO KIVNTPO €vvold
Kot Yoo vo. Tietonmom0el n emtuyio Tov &V AOY® EKTOUOEVTIKOD AOYIGHUIKOV,

koOdg amotedel poali pe to kivnipo Pacikd cvoTOTIKO MOG ETLTLYOVG



pnobnolokng dradikaciog.

1.5 H cvveispopd

H ocvveliocpopd g tapodcac SIMAOUATIKNG epyociog £yKelTal 6To OTL
oLVTEAEL 0T HEAETN TNG AOENONG TOV KIVATP®V KOl TOL £100VG TOLG, KOOMG
Ko otV gpunveia Tov artiov g avénong tove. Emiong, cvykekpiuevomolet
TOLOVG YLYOAOYIKOVG KOl YVOOTIKOVG TOPAYOVTEG OV GLVOEOVTOL UE TNV
avénon TV KWNTpoV, Kotd TG Oempieg TOL ALTOTPOCSIOPICHOV KOl

tov Keller, evioyvel mepiocdtepo to gamification.

1.6. Aop1] ko pgdoodoroyia

H doun g epyaciog eivor tpipepns. Apyikd, 6To TPOTO UEPOS TNG
gpyooiag yivetor g BAoypaeikn avaokomnon, 6mov divetat 1o BempnTikd
VOPabpo oYETIKA pe Ta KivnTpa, TNV EUTAOKN Kol To gamification otnv
eknaidevon. ‘Eneita, oto dg0tEpO néPOG mapatiBetor n épsvva mov deENyO
HE TNV E00Y®YN] TOV EKTAOELTIKOV AOYICMKOD KOTE TNV EKTOIOEVTIKN
01001KOGT0 KO T, OTOTEAEGLOTO TOV EPOTNUOTOAOYIOV TOV amavTOnKay arxd
toug pofntés. Téhog, oto tpito pépog «xatotiBetar 1 epunveia TV
OTOTEAEGUATOV TOV EPOTNUATOAOYI®V KO TO TEAIKO CUUTEPAGLATA GYETIKA
pe ovtd.

H pebodoroyio mov axorovbnbnke eivor apyikd n emokdTNoM ™G
Biproypaeiag, pe Paocwkd Piploypapikd epyoreia tn Oswpia tov (Keller,
1987) ko ™ Oewpio Tov awtompocdiopiopov Twv Deci kot Ryan (Deci &
Ryan, 1985). 'Encita, oieéqyOn mocotikny épguva mov &lxe ®g otdY0 TOV
EVTOMIGUO OYEGEMV KOl GLVOEGEMV AVALESO GTOVG BOGIKOVG TOPAYOVTIEG TOV
Bépartoc. AkolovOnoe N aplOUNTIKN avAAvVo™ TG £pEVVAC PAGEL GTATICTIKAOV
oedopévov g épevvag. Katomv, ¢ peBodoroyikd péca availvong kot
epuUNVElDG TOV ATOTEAECUATOV TNG OmotéAecov ot dV0 mpoavapepBeiceg

Bewpieg Yo ta kivnTpa and Tig omoieg eENYOMNCAV KOt TO GLUTEPACLATA.



KE®AAAIO 2
Avaokonnon g ipioypagiog

2.1. H évvola Tov KIvijTpov

2V eKmoaidevon éva omd To ONUAVTIKOTEPA oTolyelol omoteAel 1
omopén Kivntpov. O 0pog cvvdéetonr pe v 0énon tov pabntov vo
ovupetéyovv ot ponotokn dwadikacio. O Weiner (1992) opilel wg kivntpo
v emBopio Tov aTOHOL Vo evePYEL e Evav cLYKEKPLUEVO TpOTOo, evd o Keller
(2007) Bewpel T T0 KivnTpo guEavileTal GTO ATOUO KOTO TNV O1001KAGio
eMiTELENC KATOLOV GTOYOV. AToTEAEL AOOV €val €100¢ €6MTEPIKNG dHVAUNG
mov mbel tov pont) om deaymyn JEOP®V JIPOGTNPLOTHTOV TOV
oyetilovton pe évav kabe eopd otd)O.

H drapén kwvntpov etvon BepeMdong, 516t dtatnpet 1o evOlapépov TV
HoONTOV apei®TO KOTA TNV EKTOOEVTIKY dtadikacia. [TapdAinia, Tpokaiel
otovg padnTég v embopio avtoferticong Kot a&lomoinong TV IKaVoTNTOV
TOVG, VM TOPAAANAa dtatnpel 1o aicOnua g kavomoinone. H amovcia
KWHTP®V GLVETAYETOL TNV OTovcion cuykévipwong tov pobntov (Bolliger,
Supanakorn, & Boggs, 2010) .

[MapdAinia, n £vvola TOV KIVITPOL GUVOEETOL AEGA LE TO TEPIPAAAOV
TOL ATOUOL KOl TNV aAANAEmidpact Tov pe avtd. H owoyévela, ot gilot ko
YEVIKA Ol TOMTIGIKEG KATAPOAEG Kol EMPPOES mov d€yeTon €va ATOUO,
ocvvdéovtal dueoa pe tnv évvola tov Kiviptpov (Ferreira, Cardoso, & Abrantes,
2011). T'Y avtd o Weiner (1990) dnidvel g 10 6X0AKO KivnTpo dev umopet

va, Katavon0el aveEdptnra TG KOvmvikng Soung Le 1o onoio oyetiletat.

2.1.1 Ta €idon TOV KIVITPOV

Q¢ mpog ta €ldn TV KWATpOV £xovv 000el molkideg SlaKPiGEIS Ad TOLG

gpevvntés. Katapyds vmapyovv to QULGIOAOYIKA, TO,  KOW®MVIKA Kol To



yvootikd kivntpa (Ferreira, Cardoso, & Abrantes, 2011). Ta @uctoloyikd
glvar éuputa otov avlpomo kot oxetiCovrar pe tn Proroywn doun Tov
OPYOVIGHOV TOV KOl TIC AVAYKEG TOL. ATTO TNV GAAN TO KOWVOVIKA KivnTpa givat
ekeiva mov kabopilovron Katd TN SdIKAGIO TNG KOWMVIKOTOINoNG Ko
opépovv avld dtopo kot TOATIGHO. OvolacTIKG TPOKVLTTOVV OTO TNV
emBopio TOL ATOUOL VA YiVEL ATOOEKTO ATO TOVG AAAOVG KOL VO VIWGEL LEAOG
uog kovovikng opadac (Boruchovith & Bzuneck, 2001). TéAhog, Ta yvOOTIKA
Kivnitpo amoteAobV TNV avAayKn Tov pabnt) yio tinpoeopio Kot yvaoorn. Ot
gUmEPieg KAl Ol YVAGELS TOV KATAKTNOMKAY GTNV TodKY TOV NAKio Kot
uéxpt tpo mopeia. otnv ekmaidevon  kabopilovv TO YVOOTIKA KivnTpo
(Ferreira, Cardoso, & Abrantes, 2011).

"Extog amd v mapandve Katnyoploroinon, n £épevva £xel KoTaAnEet
og 600 Paoikd €idn KvnTpwv, Ta ecmtepika (intrinsic motivations) kot ta.
eEmtepikd (extrinsic motivations).

210 €0OTEPIKA KIvITPO O LOONTNG GLUUETEXEL GE OPACTNPLOTNTEG AOY®
™G VYaPIGTNONG KOt TNG IKAVOToinong Tov awsfdvetot xmpig tnv Tpocdokia
eEotepikng avtapolPng (Deci & Ryan, 1985). To evdiapépov tov padnty ya
GULUUETOYY] O€ TMOWKIAEC OPOACTNPLOTNTEG KIVNTOMOIEITO OO O EGOTEPIKY,
EUeuTN avaykn yo pabnon, eEAGKNON TOV IKOVOTTOV TOV Kot €EEPEVVNON
g yvoone. Katd tov Ryan kou Deci (Deci R. &., 2000) n avdyxn tov
HonTOV Yoo auTovouia Kol ETAPKEIN GLVOOEVEL T e6mTEPIKA KivnTpa. H
TPAOTN EMTPENEL GTOV HAONTI VA OGKNGEL KPITIKN GTNV pLodnclokn sumelpio
TOV, EVO 1 OEVTEPT APOPE TO GLVOicON LA TOV LaBNTY OTL KATEKTNGE T YVOON.
H oloéva peyarvtepn avtovopio tov pabnm péca og €va evepyod nabnoloko
TePPAALOV GUVETAYETOL TNV AOENCN TOV ECOTEPIKOV KIVITP®V TOL HoONTY).

Lepper ka1 Malone (1987) (Kapp, 2012) ta&ivouncov tovg mopiyovTeg
OV UITOPOVV VAL ALENGOLVV TA ECOTEPIKA KivnTpa TV pHadntodv. Avtd eivor To
28 (e

. [Tpdxinon

. [Tepiépyera awcOntikd  gpebiopata  ToL  pobnoloKov

TePPAALOVTOG HTOPOVV VO EYEIPOVV TO EVOLOPEPOV TOV LOONTOV

(sensory curiosity), evd o dpactnplOTTO OTOL TAPEYOVTOL



TANPOQPOPIEG OYETIKEG UE TIC YVMOOES N TIC TPOCGOOKIES TMV
nonTdV umopohv va Tovg KIvnTomon|covy, Mote va Bélovv va
uéBel TepioocoTEPO (COgNItive curiosity).

e  'Eleyyog

° davracio

° 2VvEPYOoia KOl OVTOY®VIGHOG

ATO ™V AL, To €EMTEPTIKA KIVNTPA OEV EIVAL ATOTEAEGLLO TPOCMTTIKNG
KOl ECOTEPIKNG EMAOYNG TOV padntov. [Ipokaiovvton omd eEmtepikd oQEAT,
avTapolPég, aAAd Kat Tip®piec, mowveg kKot voypemoels (Deci & Ryan, 1985).
Ot pontéc otV mepinTmon avTy KIvntorolovval and Toug Pabpovs Kot tnv
embopio Yoo KOWV®VIKN omrodoyn mopd and v ovAayKrn TOUG Yo TPOGMOTIKY

Beltimon TV yvhoe®V Kol ToV kavothtov Toug (Deci & Ryan, 1985).

2.2. O Bcopicg TOV KivI|TPpOV

H peiétn tov Beopldv tov Kivitpov gival Bepelddng, 10Tt oty v
AOY® epyocio amotelobv €va onuavtikd pnebodoroykd péco epunveiog g
avEnong N un tov kwntpov. Me Baon tig Bempiec cvykekpluevorolobvtal
MO YVOOTIKA KOl YLYOAOYIKE YOPAKTINPIOTIKA-OVAYKES TOV HOONTOV
avéavovton péow tov gamification. [MapdAinio, To YOPAKTNPIGTIKA TOVS KoL
Ol OTPOTNYIKES OV TPOTEIVOLV, UTOPOLV VO ATOTEAECOVV T Oe@pnTIKA
TPOTLTO. GTo. Omoia. Umopovv va Pactotel kavelc  yw ™ Onpovpyia

EKTAOEVTIKAOV AOYIGUIKDOV TOL EVIGYVOVV TEPIGCOTEPO Ta, KIvNnTPO.

2.2.1. H 6sowpia Tov avto-tpocoopiopod (SDT)

Bdaoetr g d1ebvoug Biploypagiog amodeikvietar 611 1 Bewpio TOoL
avto-tpocotopiopuov (SDT) eivar n mo taplaot) Bewpio pe ) eOon TOV
T VOOV Yo TNV avamtuén Kivitpov (Aaurpivov, 2015). O Deci kat Ryan
avéntuéov 1t Bewpio Tov avtompocsdiopiopod o 1985 oto épyo tovg Self-

Determination and Intrinsic Motivation in Human Behavior. Katé ™ fswpia,



N avdrTuén Kat N €EEMEN TOL ATOUOL 6TO TTEPIPAALOV TOV, TPOAYETAL LEGM
NG KOVOTOINGNG TOV ECMOTEPIKAOV, ELPLTOV AVAYKOV Tov. O1 avAyKES TOL
aTONOV, S1KPIVOVTOL O TPELS KATNYOPIEG: TNV dvTovopia («autonomy»), Tnv

woveTnTe («competence») ko tn oyeTikéTnTO («relatedness»).

H wpotn apopd tv avdykn tov atdpov va £xel v gvbovn tov
EMAOYDOV TOV, 0AAGQ Kol va gival vrevBuvog Tov mpaledv tov. H dedtepn
oyetiletal pe v MtV ATOSOCN TOV GTNV EKTEAECT] TOV OPOUGTNPLOTITOV
Tov e£MTEPIKOD TOV TEPIPAAAOVTOC, EVD 1 TPITN AVAYKY ETIKEVIPOVETAL GTNV
KOW®VIKY] EVOOUATMOON TOL KOl TNV OVAYKN TOL Yo OAANAETIOpOCT UE TO

KOW®VIKO TOV TEPPEALOV.

2.2.2. Baowkég svvietmoeg TG Ocowpiog SDT

Avtovopia
H ocvvictdca «Avtovopion a@opd to eAeVBEPO TOV EMAOYDOV KoL TNG
mopeiag g padnong tov atopov. Eivar onuovikd cvotatikd g Bewpiog

SDT, Aoym g oteEVRG GUVIECONG TG LE TA LTTOAOLTA HVO GLGTATIKA.

Ot ovppetéyovteg e maryvidomompéva cuotrpota padnong (gamified
learning system) emiPdailetar va yvopilovv ce BAOog TOUG EKTAIGELTIKOVC
oTOYoVG Ko TNV Topeiar mTov Tovg eEacparilel To aicOnua g avtovouiac.
v mopeia avT TPETEL Vo PLOVOVYV AUECT] AVATPOPOSOTNGT oTn Hddnon
TOLG, KOL VAL £XEL TEPLOGOTEPES EMAOYEC GT1| dtabeon tov. Me tov 1pdmo avTo,
oe éva kAMpo eievbeplog emhoydv, o ekmaldevouevog Kabiotatalr ovtd-

npoocdoptiouevog (self-determined). (Aaumpivov, 2015)

Ixavéotnta

H évvola g «Ikavoémnrogy katéyet Kevipikn 0€om oTnV EKTOOELTIKN
owdkacio, omotedel éva coPapd kivnipo wotd TN ObpKeEd TNG Kot
ocvvendyetor TV &£acPAMon NG owvtomemoidnong kot g mpoordheong

EMTLYI0G TOV EKTOLOELOUEVOU.

2e éva TOoXVIOOTOMUEVO GVGTNUO HABNoNG, M «1KOvVOTNTO» APOopa

HIKPOTEPOVS EKTOUOEVTIKOVG GTOYOLS, M OvokoAion Twv omoiwv Paivel



avavopevn. Ot ooppetéyovieg o€ avtd TPocapudlovy TN pabnolokn Tovg
mopeio Kot EMAEYOVV dpacTNPLOTNTES OVAAOYO HE TO LOONGLAKO TOVG GTUA,
KATL TOV 0dnyel oe vYNAEG emdocelc. Eivanr onuovtikd, n avatpo@ododtnon
OVTOV TOV OPOCTNPLOTATOV VO JPOPOTOIEITOL amd TNV TAPOOOCLUKT,
TEPLEYOVTOG TO GTOLXEID TOL OITPOCGIOKNTOV, KATL TOV UE TN GEPA TOL 0dNYEl
otV emiPpdPevon g enidoong TV EKTAOELOUEVOV ALY KOt £XEL TO GTOLYELO
m¢ owokédaone. (Deci L. E., Motivation and Education: The Self-

Determination Perspective., 1991)

Yyetwkotnta (Relatedness)

Téhog, M «Zyetikotnto» (Relatedness), tng Ocwpiag SDT oyetileton pe
™m onuovpyio VYOV  SOTPOCOTIKOV CYEGEMV KOl OTOO0OYNG  TOL
EKTTAOEVLOUEVOL ATTO TOV KOWVMVIKO TOL TEPTYLPO CAAG KO LE TO cLuVOIcOM UL
acPAAEG Kot ikavoroinong. Ewdwdtepa, tpodyovtal ot oxéoelg Hetald tTmv
OOV GYOMKNG NAKING KOl VITAPYEL OVGLUGTIKY] TPOGEYYIGY| TOVG, TPAYLLAL
OV GLVEICPEPEL GTNV OUOAN KOWVOVIKOTOINGT TOVS HEGO OO TO GYOMKO
nepiPdrrov. (Deci L. E., Motivation and Education: The Self-Determination
Perspective, 1991)

Térog, obppova pe tovg Anderson, Manoogian, & Reznick, o6tav
amovotdlel N emBount SOTPOCHONIKY eMKOw®VIo HETAED TOV podnTOV,

gtvalr mBavo avtol va ammwAEGOVV Ta ECOTEPIKE TOLG KivTPO.

2.2.3. H Bcopio tov xivijtpov Tov Keller- ARCS Model

O Keller (Keller, 1987) onmuiodpynoe éva povtélo Oewpiog toV
KIWVATp®V, yvootd pe mv ovopacic. ARCS Model, to omoio eotidlel oe
téooeplg BepeMdoglg mapdyovtes yoo TNV avénon kot T STpnon Tov

KWV TPOV KOTE TNV EKTOLOELTIKY d1adO1KOGIL .
[Mpmdtoc mapdyovtag eivar | tpocoyn (attention). H tpocoyr pmopei va.
KotaktnOel Otav dieyelpetonl KOTOPYAS M TEPLEPYELDL TOV HOONTOV HECH

EPOTNGEMV Kot TPOPANUAT®V oV TiBevTon amd ToV EKTOOELTIKG, KAOMDG Kot



péoa amd TNV TPOKANGT NG EKTANENG TOV EKTAOEVOUEVOV YO TNV o0ENCT

Tov gvdlapépovtog toug (Keller, 1987).

Mé£60o0o1 Tov pumopoHV vo AVENCOVY TNV TPOCOYN TV LodnTdv givol
O1apopot. Apytkd, CNUOVTIKN elval 1 EvEPYOS GLUUETOYN TOV LoONTOV HECH
TOLYVIOIDV, TPOGOUOIMCEMY Kol TOLYVIOI®V porwv. Enetta, avtictouyo Oetikd
pOAo Tailel Kot N TOKIALN MG TPOG TO EKTOLOEVTIKO LAIKO KOl T®V SOUKTIKMV
nefoddwv, TO YOVUOP, TO YEPOTMIOGTE TOPASELYHOTO, Ol  OTTIKEG
OVOTTOPOCTAGELS, 1 EPEVVA YO TNV EXIAVGT] GLYKEKPIUEVOV TPOPANUATOV Ko

1N 60YKPOLOT LE TIC TPOYEVESTEPES YVMOELS TV padntov (Keller, 1987).

Agbtepoc mapayovtac katd tov Keller givor n cuvagpela. (relevance).
Katd tnv exmadevtikny owdikoacio eivor amapoitnt 1 oOVOEST TOL
HOOMUOTOS HE TS OVAYKEG Kol TOLG GTOYovg Tv podntov. H cuvvdoesia
oxETICETAL LLE TNV EPMTNGT TOL GUYVE KAVOULV 01 panTéc, TNV omola mwapadétet
o Keller: «I'ta Adyo mpémel va 10 pdbm avtd;». ENUovtikd gival Aourov vao,
VILAPYEL GLVAPELRL, ONAAON TO TEPLEYOUEVO TV Hobnudtwv va gival avédioyo
TOV LoONCLOKOV GTOY®V, TOV TPOTIUNCEOV TOV LoONTOV Kot va oyetiletot e

TIc mponyovueveg eumelpieg tovg (Keller, 1987).

Mé£60odot ylo TV KATAKTNGTM NG SLVAEPELNG €ival M gumelpio TOL
nopeABovtog, N mpoPoin g a&log Tov pabnolokod TEPLEXOUEVOL YO TIG
HEALOVTIKEG OPACTNPLOTNTEG TOV EKTOLOEVOUEVOV, N TOPOYY] TPOTOHT®V, M

gm0y g nebddov dekmepainong pag dpactnprotntag (Keller, 1987).

Tpitog mapayovtog eival | eumictosHvn, | omoia eivon arapoitnn o
poadnciokn otadikacio, MGTE 01 LadNTEG VA SLOTPGOVV TNV ETLLOVI] TOLG KO
NV TPOSTABELL TOVG Yo TNV EKTEAEST Lo dpactnprotntos. O mapdyovrog
avtdg Bondd Tovg HLOONTES VO GLVEIONTOTOGOVYV TNV TOAVOTNTA EMLTLYIOG
KO VO, ATOTPEYOVV TNV KOAALEPYELD TOL OGO UATOG TNG ATOTLYIOG, TOV GLYVA

avtipetonilovv ot padntég (Keller, 1987).

H otpamywn mov mpoteiver o Keller vy v avamtuén g
gUmoTOCHVNG €lval ovvomTikd 1 Onpovpyio EKTOOEVTIKOD VMKOV UE
aVEAVOUEVT] OUGKOAMM, M EVIOYLOMN TNG OLTOEKTIUNGONG TOV podntodv, m

Beperimon KaBe POpPA PEAAIGTIKOV GTOYMV KOl 1 EVOAPPLVGT) TNG GLUUETOYNG



TOV LOONTOV OTIG EKTOOEVTIKEG OPACTNPLOTNTEG AVEEAPTNTMGS TNS EMLTVYIOG M|

™G amotvyiag tovg og avtéc (Keller, 1987).

Téhog, M Kavomoinom €ival o TETOPTOG TOPAYOVTOG TOV HOVTEAOL
ARCS. Koatd 1 pdbnon mpémer va  KoalMepyovviol GLVOLGOMUOTO
wovomoinong kot emPpdpfevong otovg podntég, eite pe T popeN G
EKTAPOONG EVOC EMTEVYLLATOG (TT.X. 1 EMIAVOT EVOC TPOPALLOTOG), ElTE LE TOV
émouvo, elte pe TN OloKES0oN TOV HaONTOV KOTd TNV EKTOOEVTIKN
owdkacia. 'Etot, o aicOnua tg tkavomoinong katd tn podnotloxn eumepiol,

GLVIGTA 1) JLTHPN oM TOV KIVATPp®V o€ LYMAO PBadud (Keller, 1987).

Q¢ otpoatnykég evioyvong g kavoroinong, o Keller mpoteiver v
EQAPLLOYN LOG TPOCPATA OTOKTNOEICOS YVMOONG 6TO TANIGL0 dPACTNPLOTHTOV,
N Tapoyn avomravieyns emPpapfevons, o AEKTIKOG ETOUVOS, 1 TOPOYN GLYVNG
TANpOPOPNON TOV HoONTOV Yoo TV omwOd0GY, TOVG OTNV  EKACTOTE

dpaoctnpromra (Keller, 1987).

2.3 H gumloxi] ot padnon xor o gamification

H epmhoxn ot ocvykpévn epyacio peAetdtor, O10TL GUVOLETAL LE
HEAETEG TOL  KOTOOEIKVOOLV TN OeTikn oxéon, HETAED 1TNG EUTAOKNG
(engagement) kot tng pnéOnong (learning) (Hamari, et al., 2015). Ot Sabourin
ko Lester (2014) emonuaivoov mwg €va moyvidomompévo podnctokd
neplPaAdlov pmopel voo AEITOVPYNGEL LITOCTNPIKTIKA Yo T pddnon kot va
TPOMONGEL TNV EUTAOKN, EVO TOPAAANAL TO engagement UTOPEL VO LELDOEL

v Babpodnpio tov padntov (Hamari, et al., 2015).

Koatd toug Davis & McPartland, 0 Guvévacpog evog 16yvpob KiviiTtpov
KOl 1] VYNAN EUTAOKN TOV HaONTOV 00MyoLV C€ Lo ETTUYNUEVT eumelpio
uéOnong (Alsawaier, 2017). To «xivnipo (motivation) Kot 1 EUTAOKN
(engagement) &ivor 000 OAANAOGLUTANPOUEVES £vvoleg OCOV OPOpPA  TO

£0MTEPIKE KivnTpa Kot T YvooTikn spumiokn (Alsawaier, 2017).

Q01600, 11 GHVOEGT TOVG QTN dEV KAOIGTA TOLG OPOVE TLVMVVLOVG.

To xivnTpo emdpd TNV YLYOLOYid KOL TN CUUTEPLPOPE TOV YPNOTAOV, EVED
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npokadel (o PpayvrpdBecun kol ecwTePKn GONON 6TOLG HAONTEG Yo TNV
amTOKTINOT YVOCE®Y KOl IKAvoTTOV. H gumlokn, and tnv GAAN, KoTd TOUG
Russel et al. (2005) eival éva €100¢ «eVEPYELOC» TOV APOPE OLOPOPETIKES
npacels. Opiletal éva €100¢ cuvaleOnUOTIKAG avaykng kot embopiog Tov
HoNnTOV Yoo TV enitevén Tov oYoMKav dpactnplotitov. H dtagopd tovg
glvan dwaitepa epeovng ot ypoviky didpkela, Kabdg to Kivntpo eivor
otafepd ko PpoayvmpdBecuo, evd M EUTAOKN 0POpd Eva HELOVOUEVO

neploTatiko kabe popd (Alsawaier, 2017).

H Sw@popomoinon twv 600 OpwV CE OPICUEVEG TEPMTMOGELS Eivor
Wwaitepa pukpn (Alsawaier, 2017). I'tv avtd o Willms (2003) opiler to
engagement g v 6OVOEST TG YLYXOAOYIKNG KATAGTOONG TOV HoONTOV Kol
NG GLUUETOYNG TOVS OTIG EKTOLOEVTIKEG O10OIKAGIES, EVAD AAAOL LEAETNTES TO
GLVOEOLV UE TN CLUTEPLPOPE TV podnNTOV Katd T pdbnon kot 1o adbuod
GUUUETOYNG TOVG OTIG EKTadEVTIKEG dradtkacieg (Alsawaier, 2017). Katd tov
Nikoloov, n eumiokn oto mhaicio tov gamification, ywpileton og Vo
Katnyopieg: n mpaotn aeopd TO Pabud ™G aAAnAemidpacng Kol g
ovvepyaciog LETOED TOV HoONTOV Kol 1 Se0TEPT AVAQEPETOL GTNV ENITELEN
™G EUTAOKNG TOV LOONTOV HECH TNG YPNONG TOV UNYOVIGULOV TOV TOLYVIOI00

(Alsawaier, 2017).

O 06po¢ engagement (eumiokn-cvupetoyn) oto game-based learning,
ovvoéeTal He Tpia. oToyeia, TNV avénon g cvykévipmong (concentration),
TOL gvolapEépovtog (interest) kot tng daokEdaons (enjoyment) (Hamari, kot
ovv., 2015). Kot ta tpioa avtd otoyeion cvvdéovtal pe 1N SodKacio g
uabnong (Hamari, et al., 2015). H sumlokny ot pdOnorn (engagement)
gmruyxdvetor 6tav Kal to tpio TpoavapepBévia ctoryeio evepyomolobvtal

TOVTOYPOVO.

Katd v moadayoywkn Oewpioa tmg Montessori, 11 cuykévipmon
(concentration) a@opd TNV ovclacTikny RaONon, cvumePAapBovopévng g
gupabuvong katd ) yvootikn enegepyacio kot g anddoong (Hamari, kot
ouv., 2015). TTapdAinia, to evolapépov (interest) a) avEdvel TNV TPOGOYY| TOVL

poantn, B) avadvEl GTNV ETLPAVELL TO ECOTEPIKO TOL KIVNTPO, Y) EVIGYVEL TNV
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emBopio Tov va e£aKoA0LVONGEL Vo aoyOAElTAL LE o dpaoTNPLOTNTA KOt J)
€xel aueon oyxéon pe v oyxolkn emrvyio (Hamari, et al., 2015). Téloc, n
olaokédaon (enjoyment) eivor éva OeTikd ovvaicOnuo mwov evioydelr v
eMOEEN] TOV 1KOVOTHTOV, TOV ONUIOVPYIKOV Oe10TNTOV Kol TN OYOAIKN

emroyio (Hamari, et al., 2015).

H Swuokédaon elvar éva and ekeiva to, GTOLXEID TOV TPOKAAOVY TNV
EUTAOKY] TOV TOIKTOV MNAEKTPOVIKOV  TOYVIOI®V GE  TOLYVIDOELS
OpacTNPLOTNTEG KOT’ EMAvVAANYN. Méow tng dtackédaomng, To gamification oev
evioyvel LOVO TO GTOLXEID TNG EUTAOKNG TOV EKTAOELOUEVAOV OAAE avEdveL

Ko To KivnTpd Toug.

EmmAéov, pécw tov otoryeiov g daokEdAoNS, EXEPYETAL 1 AAANYN
ot otdon Tov podntov anévavtt otn pnadbnon, kabmdg o pOAOG ™G eival 1

dnuovpyio Kivitpwv ko yoAdpwong (Alsawaier, 2017).

To aicOnua avtd ™G dooKEIUCTNC, EMEPYETOL GTOVS LAONTEG LEGM TNG
aicOnong g emitevéng evog otdyov, oAAd kot TG €Egpedvnong Tov
TePPAALOVTOG TOV TTOy VoD, TG emMPPAPevong Yo TNV OAOKANp®ON £vOg
EMUTEOOV GTO €KAGTOTE Tayyviol /Kol g vikng tovg oe avtd (Alsawaier,
2017).

Katd tovg Csikszentmihalyi kot tov Bronfenbrenner (Hamari, et al.,
2015) to engagement GLVOEETAL APPNKTO HE TNV AVEAVOUEVT SVGKOAIL TmMV
gpyocidv péca oy taEn. Ot pobntéc emdeikvoovy MOAD peyaAdTEPT
0QOGImoN KOl GLYKEVTIP®ON OTAV TOVS TOPOLGLAleETOL oL TPOKANON
(challenge) xatd ™ owdpkela tov padnuoatog (Hamari, ko cov., 2015). I'v
avTd T TOLYVIOL OV EVIAGCOVTOL GTNV EKTOLOELTIKN dlodkacio, UE TNV
evoALayn eMmES®V SOVGKOALOG GE YVOOTIKO ENITEDO, ATOTELOVY TPOKAN OGN Yo
TOVG LN TES Ko £TG1 AVEAVOVY TOGO TO EVOLAPEPOV, OGO KOl TT CVYKEVIPWOON
tovg. BéBata eival onpovtikd to otoryeio g TpoOkAnong va eivarl copfatd pe
70 eMinEdO TOV HaONTAOV, OGTE va datnpnoel og kaAd Babpo 1 euTlokn Tovg
(Alsawaier, 2017). ®aivetor, Aowtdv, mwg To gamification gvicoyvel TO

engagement.

EmnpdoOeta otoryeio mov amodeikvbovy 1o engagement Towv pabntov
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glvol n ovPPETOYN Ko M TPOoTAOELD TOV KATABAAAOLY YioL TNV EMITEVEN TOL
oy v1d100, KaOMOG KoL 1 0POCImON TOV EMOEIKVHOVV Y10 TNV TPOYLLOTOTOINCT)

TV GYOMKOV gpyaciov (Alsawaier, 2017).

2.4 To gamification otnv ekmaidcvon

2.4.1 Ietopko Tov gamification

O 6pog gamification opiotnke yo Tpdtn EOpa to 2002 and tov Nick
Pelling, éva Bpetavd mpoypappatioty, 0 0pog dev amEKTNGE TN TPETOVGH
onmuocidtta mpwv to 2010, dmov kot Apylce va yprollomoleitor and TIg
gToupieg Kat £ywve yvmwotd oto €upv Koo (Zichermann & Cunningham, 2011;
Marczewski, 2012). To gamification amotédece amd TOTE TN VEX EMAVACTAON
oto marketing, epécov cuvovdalel T ypnon tov video games «at exnpedlel
Kot kaBopilel v kabnuepivi Lo1 TOV KATAVOAOTOV, 0OAAYL KAl TIG VIINPECIES

Ko To TpoiovTa pog etatpiog (Luminea, 2013).

Onwg mpoavaeépOnke, o 0pog gamification &ywve yi mpadTn QOPA
yvootog 1o 2010, péca and ) cHVOESTN TOL UE TO KOWVOVIKA dikTuo Kot TN
onuovpyio ToLYVIOIOV CYETIKOV e TN Kowvovikhy {on Tov Katavolot. To
gamification amotélece T TO TOAAG VITOGYOUEVN TAATQOPUO TALYVIOLDV.

(Zuk, 2013).

>oueovo pe tovg Huotari and Hamari (2012) to gamification
GLVOEETAL GUECH LE OYETIKEG EPEVVEG LE TNV TPOGAPLOYT TOL TOLXVIOLOV GE
GLYKEKPUEVA GYEDLA, TEYVIKEG Kot €10KA mepiPdilovta mov cuvdvalovy To
nepPdAlov Non-game pe texvikéc mpocéyyions. Ot idtol emonpavoy péca omd
™ perétn tovg 6t to gamification amotelei éva human—computer interaction,
TO 0TOi0 YPNOOTOlEl oTOLYEID TTaLVIdLOV, cuvdovalovtag ta pe interface

design aAAd Kot pe EKTOOEVLTIKESG OPAGELG Y10l TOV KATOUVOAMTY.
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2.4.2 Opwopog tov gamification ko MDA mhaicwo (MDA
Framework)

€ YEVIKEG YPOUUES OEV VTAPYEL OVAUEGO GTOVG EPEVVITEG WO KON
opOQ®VN GVUP®Via oTtov 0ptopd Tov gamification. Katd tov Kapp (2013), o
0pog gamification opileTal wG «n ¥PNON TOV UNYOVIGUOV, TNG AIGONTIKNG Kot
TOV TPOTOL GKEYNG TOV NAEKTPOVIKOD T VIO00, TPOKEUEVOD Vi, EVIGYLOEL 1
EUTAOKN TOV HLaONTOV, va. evioyvBov Ta Kivtpd Toug, va TpoayHel n yvoon
Kot va emivbodv mpoPAnuatay (Alsawaier, 2017). O opiopudg avtog
EMKEVTIPOVETAL TOGO O©TO ONUOVIIKA TOOAY®YIKE YOUPAKTINPIOTIKA TOV
gamification, 660 Kol 6T EEEWOIKEVUEVO YAPAKTNPLOTIKA TOV TOLYVIOIDV TOV
oLVOLALEL. AvVoQOoplkd HE TA TOOAYOYIKE TOL YOPAKINPIOTIKA, TO
gamification mpowbel Vv kp1TIKN okéyn, Kabdg ot podntéc Kalovvtor va
EMADOOLY TPOPANUATA, EVD TOVTOYPOVO EVIGYDEL TO KIVIITPO, KOL TV EUTAOKN
tov podntov. ‘Emxsita, mpofdAioviar ot pnyovicpoi Tov mMAEKTPOVIKOD
ToyvdloL, ot omoiot  a@opolvv TN xpnon avatars, cLUPOA®V-guPANUATOV
(badges), movtowv (points), emmédwv (levels), mvikov ratdtaEng
(leaderboards), ynolokov endOimv (virtual rewards) kot Tov GTolyeiov TG
vroBeonc-mtlokng ( storyline). IMapdiinia, coppwvo pe tov Kapp (2013),
OTOV  EKMOOELTIKO  OYeOWGUO  TPooTifevtor  oYedGTIKA  oTolEin
nAektpovikoL aryviolov. Etot, avti tov pabnoiokodv otdymy tov BEtovv kdbe
PopA Ol eKTadeLTIKOL, Kot To gamification tiBevtot mpokAnoelg -avalrtnon
ov Ba mpémel va avarldPouvv ot TaikTes-padnTéc, ®oTe vo akoAovdnGovy v
exmardevtiky tpaén (Alsawaier, 2017). Méow® TV TOPATAV® GYXESOCTIKOV
otoyeiov, evioybeton N HaONom, avEAVETOL 1| EUTAOKT TOV EKTOLOELOUEVOL

Ko vOappovetar po Oetikn coumepipopd (Alsawaier, 2017).

2tov optopd tov Kapp dwaxpivovrarl tpelg Bacikol dpot: punyavicpoi
Baciopévol oto maryvidl (game based mechanics), n owsOntkn (aesthetics) kot
0 TPOmMOC oKkéYNg Tov MAEKTPOVIKOD moyvidov. Ilpdypaty, o moapamdvo
oploudg Ppioketoan oe Aqueon ovvaptnon pe to MDA mhaicto (MDA
Framework) yopw amd to omoio kveitar to gamification. Zvykekpiuéva, ovtd
a@opd TN oxéon HeTaED TOV oYESIOGTH TOV NAEKTPOVIKOD TOLYVIOIOV KOl TOL

xPNot. Ot oxeda0TEC KO OL YPNOTEG VOGS TALYVIOLOV £YOVV SLOPOPETIKN
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OTLTIKY] YOVid TOL €kdoToTe Tayvidov. 'Evag oyedlaotng dnuovpyetl tpota
TOVG UNYOVIGHOVG TOL TOLYVIOIOV Kol £MEITA TN OLVOUIKY] Kol aloOnTiKh.
Amevavtiog, o ypnotg PAEREL TPOTA Ta. MOONTIKA GTOLYEID TOL TTOLYVIOLOV,
Kol KaTOm avToD T SVVAUIKY Kol Toug unyoavicuovg tov (Fazamin, Haji Ali,

Bin Mohd Saman, & Yusoff, 2014).

2votatikd oo MDA mAaisiov eivat 1) ot pnyoviopoi tov mayyvidion
(mechanics), 2) n dvvaukn tov (dynamics) kot 3) Ta acOnTiKd ToV GTOYKEIN
(aesthetics). Ot pnyaviopoi Tov moyvidloy wepthapBdvouy ta AEITOVPYIKA
GLOTATIKA OVTOV: TOVTOUG, EMIMEDN, TPOKANCELS, EKOVIKA oyaOd, mivakeg
KotdTaEng Kot dmpa, Kadmc kot Tovg alyoplOpotg tov. 'Enetta, 1o ototyeio g
dvvapkng (dynamis) tov oy vidioh apopd to TOco ypryopa epeavioval ot
mpoavapepBivteg unyavicpol Tov oy vidlod Katd TV 16000 Kal TV £€£000
oL ik and avtod. [Tapadeiypata SUVOUIKAC oLy VIOLoV givol 1 avTapolpn,
TO EMTEVYUA, O OVTAYOVICUOG KOl 0 aATpovicpds. TEAOG, To aoONTiKO péEPOC
(aesthetics) tov mayvid100 TEPLYPAPEL TN CLVAICONUATIKY ATOKPLIGT] TTOV EXEL
0 oiKTNG OtaV aAANAETOPA pe To woaryviol. H awoOntun oyetiletal otevd pe
TV Kovomoinot, v guyapictnomn, 1o eO6vo, 10 cefacud Kol T cvvoeo

(Fazamin, Haji Ali, Bin Mohd Saman, & Yusoff, 2014).

Kvplog okomdc katd tov oyedwaopd tov  gamification sivar va
HETAO00el M YVOOTM GTOVLG XPNOTES KOl OTIS MEPLOCOTEPES MEPMTAOGELS VO
TPOCGPEPEL HEGA 0ELOAOYNONG Kal avddpacons. O kvplog otdyxog eivor va
TopaKVNoEL ToOVG podntég va pdbovv tig dwwbéoueg mAnpopopieg 6o to
oLVaTOV KOAVTEPO, (DOOTE VO UTOPOLV VO OTOOMCGOVV KOAQ KOTA TNV

a&LOAOYNON KOl VO TPOYMPNCOVV LE EMLTUYI0 GTNV TOPELdL.

Katd to oyedaopd tov gamification tov pobnuotog mpémer va
amavinBovv ot akodAovbeg epmtoels: yoti va opadoromBel po vanpecia,
o101 €iva 01 oTOYOL Kot Tota €ivatl To OQEAT TOL AVOREVOVTAL, KAOMDG Kol TO

0éua oto omoio angvBVVETAL TO gamification.

Ta podnuoto mAekTpovikng padnong eivar cvvnbowg  ypoppkd
podnuata. Avtov Tov €i00VG 1| doUN TEPIEYOUEVOL UTTOPEL VO EMTPEYEL VOl

xaptoypapnOei evkora to mepieyouevo. H Bacukn wéa gival va amoxaiveOei
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TPOOJEVTIKAL TO TEPLEYOUEVO, VO UTOLV TEPIGGOTEPES OGKNOELS, EVA
TOPAAANAL VO TPOCPEPOVTAL TO. OePNTIKA pECA Yo TNV EXTALGT] TOLG KoL VOl

TPOGPEPOLY GNUELN YIOL CMOTN EMIALON TOVC.

2.4.3 LyedwooTika otoryeia maryviowov (Game design elements)

[Tévtor

Ownoévtot opilovtat ®¢ aptOUNTIKES TIES TOL PN CLOTOOVVTOL Y10 TNV
a&loAdYNoN TOV LETPNOE®V ATOSOGNS TOV OTOUMV GE TEPPAALOV TOLYVIOLDOV
Kol exktodg mayvidov (Brewer et al., 2013). TToAAég mponyobuUeveS HEAETEG
€yovv g€eTdoEL TIC SOLVOTOTNTEG TOV GLGTHUATOG HE PAon Tovg TOHVIOVS GTNV
avENoN TOV KIVATPOV TOV HOONTOV, 101oitepa 0TV EKTELOVV VITOAOYICTIKEG
gpyaoieg (Diniz et al., 2017; Wang & Lieberoth, 2016). H duvatdétnta ypriong
OVTAG TNG TEYVIKNG Yo TN OlEvkOALVON NG HdOnong tov padntov €xet

eetaotel oto £pyo tov Asiksoy (2017).

Ot Kuo & Chuang (2016) £dci&av mmdg 10 oV, PACIOUEVO GE
TOvVToUG umopel va BondNceEl TOVG EKTAOELTIKOVS VAL ONUOVPYHCOLY €val
BeTikd pabnoloko TePBAALOV AVTOY®OVIGHOV, TPOKEUEVOD VA TAPOUKIVI|GOVY
TOVG HoONTEG OTIC podnclokég Tovg dpactnpldTnTeg. Avtd TepAapuPavel v
TOVOGT NG £MBLUIOG TOV ATOUOL Y10 AVTOOPY] TOV YPNOIUEDEL MG TIGTWOM
o€ éva akadnuaiko tepiBdilov. Emniéov, to chotnua pe Baon tovg tévioug
umopel va dleyeipel TNV EUMAOKT TOV HOONTOV AOY® TOL POAOL TOV OTN
omuovpyio pog OlOCKESAOTIKNG KOl €UYAploTNg eumelpiog, m omoia
evBappivel Toug ponTég va aAANAOETIOPOVY TEPIGCOTEPO LE TO LAONCLOKO
nepPariov og diapopovg toueig (Davis et al., 2018). Ot Hew et al. (2016)
MAwcav 6t 10 cvotnua pe Bdon Tovg TOVToVg puropet va givor o ypNoiun
TEYVIKN TAVIO0L Yo Vo KAVEL To ATOUO VO OTOdEXOVTOL TIG TPOKANCELS,
KoOMDG Kol VoL TPOSPEPOVY GTOVG HLAONTEC OYOAN GYETIKA e TNV TPOOOO TOLG
Kot va Babpoioyodv tovg ypnoteg e PAom To eMimESO GUUUETOYNG TOLG
(Huang & Xo, 2018). Mg Bdaomn avtég TIG mopotnpnoels, TpoPAEmeTal OTL M
xpNoN TOVTOV yio TNV eKpaONnon g podnclokng dpactnpldtntog Uropet va

BonOncetl oty dnuovpyio VO d1a6KESAGTIKOV TEPPAAAOVTOG AVTAYMVIGHOV
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070 071010 a opdda podntodv Ba Tpoomadel va orePtel amdyelg / 10éeg o va
dlapwvnosl pe dAAovc. Avti 1 Sodikacio TGTEVETAL OTL TAPAKIVEL TOVG
HoOnTég vo CUUIETEYOVY GLYVA Yo vo. AdPovv TepLGoOTEPOLS TOVTOVS. Ta
OTTOTEAEC AT OO TETOLEG TPUKTIKEG LTOPOLV va. fondncovv otn peimon Tov
POAOV TOV EKTTAOELTN, O OTTO10G EIVaL TOAD GNUAVTIKOGS Y10, TNV TPOD OGN TNG
udbnong e emikevrpo Toug Lo TEC. AVTO LTOINADVEL TEPALTEP® OTLT PO
TOV GUGTHUOTOG HE PAoT TOVG TOHVTOVE UITOPEL VO TOPAKIVIIGEL TOLG LOONTEG
VO GUUUETAGYOVV G £va OTKTLO KOWNG ¥PNONG TOL ivar o Thavo va yivel
amodeKTO amd To AAAA PEAN TNG ORAdOG. AANEC LEAETEG £XOVV OVOPEPEL LA
a&loonpeimTn enidpacn g xpNons TOVI®V 611 BEATIOON TS 0TOd0GN S TOV
nadntov (De-Marcos et al., 2016; Mekler et al., 2017) A6y® tov pdAov g
GTNV OENGT TOL aPOLOV TV ATAVTINGEDV GTIG EPMTNCELS OO LELOVOUEVOLS

nadntéc (Denny et al., 2018).

Iipota

Ta onpoata opilovtor G pio OTTIKN AVOTOPAGTOCT TOV ETITEVYUATOV
OV UmopovV va amoktnfodv Kol va cvAieyBovv otn dpacTnpPldTNTO TOL
moyvidoov (Seaborn & Fels, 2015). IToAAéc peréteg ypnowomoincav ta
ONUOTA MG TEXVIKN TOLXVIOLOL Yo VO EVIGXVUGOLV T KivNTpa TV Hadntov,
Kuplmg avéavovtag v aichnon kavotntog Kot avtodtddeons tov atdov
(Suh et al., 2018; Van Roy & Zaman, 2018). H gpapupoyn onudtov oe
O0tkTVOKEG podnolakésg epyoacieg €xel avagepbel 0Tt cvpPdirer ot
dathpnon ¢ euUmAokNng Tov podntodv oty padnorn tovg (Filatro &
Cavalcanti, 2016). Zoppova pe tovg Huang et al. (2018), ta ofjpota propodv
VoL EMTPEYOLY GTOVS LaONTEG va YIVOUV evePYA EKTTALOELOUEVOL TVOVTAG TOVG
avtonemoidnon va oVUpETAoYOLVY OTn ov{NTnon otV TAEN Kol Vo TOVG
TPO®ONGOLY Yl VO TOPAYOLV OTOTEAEGUATA LYNAOTEPNG mowdtntac. H
dtevkdAvvon tov podntov vo kepdilovv onuoto péco padnudtov mov
Baocilovtat og orjpata Bo avéNcel TNV KOW®VIKY AAANAETIOpaon HETAED TOVG
(Ding et al., 2018). EmuntAéov, ta xivntpa tov padntodv oto podnoioxkd £pyo
umopovv vo deyepbodv pe ta onuata (Balci et al., 2018; Butler & Bodnar,

2017) evBappVvovTdg TOVS Vo, TEPVOVV TEPLGCOTEPO YPOVO KO VO OLPLEPDVOVY
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TEPLGCOTEPTN TPOOSTADELN Y10 VO KEPIIGOLV TTEPLOGOTEPT avayvdpion (Ding et
al., 2018). IIponyodueveg peréteg (Denny et al., 2018; Rincon-Flores et al.,
2018) &yovv emiong Tovicel To pOAO TOV GNUATOV 0T PerTi®on TG anddooNg
Tov padntov. [N'a tapdderypa, 6tav ot padntég evlappvvovial va culntncoovv
MEPUITOOELS KOl VA OVTOAAAEOLV 10€eC pe GAAOLG, eivar mlovd va
OMUIOVPYNGOVV DETIKEC OTAGELS OMEVAVTL GTNV EPYOGIA, EVIGYDOVTIAG £TGL TNV
amodoon tovg (Balci et al., 2018). Ev 1o peta&d, otav évog padntg kavet Eva
emitevypa, Bo amokTioel £va GNUO, KATL TOL Bo UTOPOVCE VO TOPOKIVICEL
dALOVG LoONTEC VO APLEPDGOVV TTEPIOGOTEPT TPOCSTADEIN GTNV gpyacia, LE

OTTOTELEG LA, TNV EVIGYLON TOV GCLUVOMKOV LOONCLOKOV OTTOTEAEGUATOV.

ITivaxeg

Ot mivaxeg avaeépovtatl otn xpNon evOg NAEKTPOVIKOD TTivaKa Yol TNV
gUPAvion ™G Katdtadng tov MNYyetdv (YPNoOTOV) GE UL OVTOY®VIGTIKN
nobnowok” katdotaon (Seaborn & Fels, 2015). H ypnon Pabporoyikadv
TWaKoV g O0IKTVOKEG podnolakés epyacieg €xet Bpebel 6TL mpodyetl T1g
HOONCLOKEG GLUTEPLPOPES TV  HOONTOV ONpovpydvtoag pio aictnon
avVTOYOVICHOU HeTaED Toug. Avutd micteveTtal 0Tt Bonbd otn dtotpnon Tov
KNTpov tov podntov oty padnociokn dpactnpdtnto (Schreuders &
Butterfield, 2016). EmnAéov, ot Babuoroyikoi mivakeg £xovv dradpapoticet
ONUAVTIKO pOLO GTNV ADENGT TG AOO00NG TV LOONTOV, EMTPETOVTAS TOVG
va, S0LV TNV ArdOO06T TOV CLULAONTAOV TOVS KO, O ATOTELEGLLO, EVOOPPOVOLV
o ATOUO VO GUUUETAGYOVV TEPLGGOTEPO 611 dadtkacio padnong (Suh et al.,
2018). [ToAAég peléteg £xovv emiong avagEpel OTL M ypnon tov Pabporoyikov
TivaKa G TEYVIKN Tatyviolov ot dadikacio pddnong Ba avénoet ta kivntpa
tov podntov (Kuo & Chuang, 2016; Roosta et al., 2016) dnpiovpydvag pio
KOW®VIKY] cVYKPLoTN LETAED TOV LaONTOV TapOKIVOVTOG TOLS VO ALENGOLY TO
m0G00TO cuveloPopds Ttovg (Hew et al., 2016). H eumioxkn tov padntodv oto
nadnolakd Epyo pumopet emiong va avénbei pe fabporoyucovg mivakeg (Ding et
al., 2018; Kim et al., 2016) pe Bdon v aicOnon g eNung mov pmopet va

eMTUYEL €vog podnmg otav moaipvel LYNAOTEPT KATATAEN OE GUYKPION HE

18



dArovg (Aldemir et al., 2018). Avtd pmopel va BeATidoel TIG AAANAETIOPAGELG

TOV podnTov Ko, TeMKd, va avéncet Tig fabpoioyieg Tovg.

Enineda

To ocvomqua pe Bdaon ta emimeda ypnolwomnoleital cuvibwg yo va
Ta&vopnoel TV TPO0do TOV OTOUOVL GE GTAd pe BAon TG SVGKOMEC, TIg
TPOKANGELS N TIG EPOTNCELS OV TPEMEL VO, GUUTANPMOGEL Y10 VO OTAGEL GTO
enOUEVO 6TA010. Oc0 yaunidtepo givar To emimedo mov ypetdletal £va dTopo,
1000 dVGKOAOTEPO Ba elvat To £pyo. 26TOG0, 0G0 VYNAOTEPO €ival TO EMiMEdO
OV XPELALETAL VOL OLOKANPDOGEL £VOg LoONTNG, TOG0 TEPIGGOTEPT TPOCSTADELD
Kot xpovo ypetdleton v va mepdocet to otddto (Nah et al., 2014). Apketég
neAéteg €xovv avapépel 6Tl To ovotnuo pe Paon to enimedo pmopel va
BeAtiwoel Ta KivnTpa TV HodnTdv, eve pabaivouy toAvmioka 0épata (Butler
& Bodnar, 2017; Diniz et al., 2017; Kim et al., 2016; Mekler et al., 2017). Avto
umopel vor opeileTon ot dSuVATOHTNTA AVTNG TNS TEYVIKNG VO SNULOVPYNGEL (i
aicOnomn pong 6tav o padntng akolovdel pio dpactnploTnTa TOL Eival TOGO
dlaokedaoTikn 660 Kot mwpokAntikn. H ouvvénelo avtig tng eumepiog
moteveTar Ot deyeiper ta kivnTpa TV peEpOVOUEVOV  podntov  vo
oLOKANp®oOVV TO emoOuevo eminedo. Opiopévor epevvntég (Filatro &
Cavalcanti, 2016; Khalil et al., 2017; Schreuders & Butterfield, 2016) éyovv
OVAQEPEL TOV CNUAVTIKO POAO TOV CLGTHUOTOS pe Pdon to emimedo otnv
mpo®ONo”N ™G EUTAOKNC TOV LoONTOV, KLUPIOG UECH TOV OVOPOPDOV TOV
pontav . Ot gpeLVNTEG TIGTELOLY OTL 1 YPNOTN AVTNG TNG TEYVIKNG GE £val
eKTadeLTIKO TAaicto Ba fonbodoe ot dnuovpyio Hog KOWMOVIKNG Tieong
GTOVG LAONTEC VO OITOOMGOVV KOAGQ GTNV EPYOCio TOV £xel. AVTO TEPLAAPAvVEL
™mv avénon Tev tpooTadeldV TOVS Yo ETITEVEN SOMPOCOTIKMV OEEIOTHTMOV.
Avt 1 nébodog €xet emiong ypnoyomomOel yio va S1ELKOAVVEL TNV amddoo
tov podntov (Kim et al., 2016; Mekler et al., 2017; Rincon-Flores et al., 2018)
HEGm NG otadtkaciog Kabopiopov otdymv. ['a tapdderypa, dtav ot pabntég
aGYOAOVVTOL HE TNV Hadnolokn opactnplotnTa, £ivorl mlavd vo vmrocsTodv
OALOYEG GTNV GLUTEPLPOPA TOVS. AVTO pmopel va. avéNoet TIG duvaTOTNTES

TOVG VO OTTOKTHGOVV VYNAATEPO EMIMEDN EUMIGTOGVVIG OLVOADOVTAG KPLTIKAL
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TIG EPYOCIEC KOL EVOOUATOVOVIOS EVEPYA TN YVAOON HE TG EIGEPYOUEVEG
TANPOQOpPieg. AVTEC O eumelpiec UTOPOVV v EXNPEAGOVV TNV ATOI0CT TMOV

HoOnNTOV, EVIeYOLOVTOG £TGL TN CUVOAIKY] dladikacio nddnong.

Addeg TEQVIKES

AMlheg teyvikég gamification, 6mmwe 1 emPBpafevon, n ypouun Tpoodov,
TPOKANCELS, TOL OYOAl Kot To. avatar, £xovv yprowuonombei eite poveg eite
pnoli pe tig aAdeg teyvikég gamification mov avaeépovton tapandvm. Ot Ding
et al. (2018) avépepav 6TL | ypNon cvotuotos Pdoet aviapolBav propel va
€yel Betucn emidpacm 6To KiviTpo Kot TNV apocinon tov padntov. Emmiéov,
A eg mponyovueveg peréteg (Ding et al., 2018; Roosta et al., 2016) éyovv
dei&el 6t M ypMon ™G YPOUUNG TPOAdOoL Yo TNV eKHdONoN Hog Ladnotokng
dpactnplomrag umopel va PeATidoel o KiviTpo KOU TNV EUTAOKH TOV
LN TOV ETTPETOVTOG GTOVG LAONTEG VO TTapaKoAovOBoHV TV TPpdodo TOLG Kt
va, tpocdlopicovv ™ cvpPoin kabe péhovg kad’ O6An TN ddpxeld g

ponolokng dtadikaciogs.

Ta oyoiio, ©¢ TeXVIKN TaLVIdoD, £xovv ypnoiponondel eniong and
Alyoug peretntéc oc mpoomdfeia PEATIOONS TOV KIVTPOL, TNG APOGImONS Kot
™G amddoong tov podntav ce dopopetika podnuoata (Kim et al., 2016;
Roosta et al., 2016). Avtd meprhapPdavel tmv vaevOOUIoN GTOVLG PHOONTEG Va
ovupdrovv oy avamtuén TG OkNg Tovg MAOnomng, kabmdg kol otV
EMKOVOVIA TNG TPooddov g HABNoNg toug pe dAlo pnéAn. Emniéov, dalot
perettéc (Rincon-Flores et al.,, 2018; Van Roy & Zaman, 2018) &yovv
avaQéPeL OTL 1| EVICYLON TNG LOONGLOKNG OPACTNPLOTNTOG LE TNV OVENCT TOL
emmédov TpoOKANoNG pumopel va deyeipel 1o kivnTpo kot v anddoon T®V
pontadv o o podnoiokn epyocio. To cvotnpa mov Baciletol og Avatar £xet
ypnoponom el omavia oe Tponyovueve peréteg (Rincon-Flores et al., 2018),
OTIS OTOIEG M XPNON TOL TEPLOPIOTNKE OTNV AVATTUEN NG HOONGLOKNG
anddoong tov padntov. ‘Etol, n xpnon opiopévov teyvikov gamification
umopel  va.  Ponbncert otV  wTPodONCT  SWPOPETIKOV  HOONGLOKOV

GUUTEPUPOPDV KOl OTTOTEAECUATOV.

20



Ipoxinoeig

[Mopd to Oetikd omoteAéGHOTO TOL AVOOEIKVOOVTOL OO TN YPNoM
teyvik®v gamification otnyv exmaidevon, 6T GLUTEPIPOPA KOl GTO LaONGLOKA
omoteAéoHaTO TOV padnTtoOv (Ty. KivnTtpo, o@ocimon Kol omdooon)
(Bovermann & Bastiaens, 2018; Huang et al., 2018; Ortiz-Rojas et al., 2017),
VITAPYOVV TOAAEC TPOKANCELS 7OV TPEMEL VO OVIILETOTIGTOVV. [
mopadeiyparta, tponyovueves perétec yio to gamification (Ding et al., 2018;
Van Roy & Zaman, 2018) £éxovv ava@épel OTL OPIGUEVOL LAONTEG EVOEYETAL VL
NV 0AANAOETOPAGOVV e TO oty viol padnong Aoyw g e£o1kelwong Toug p1e
to gamification kot t1g otpoatnykég Tov . Mepikol padntég evoéyetal va unv
glvar og Béon va ovppetdoyovv ot podnclokn SpactnPOTTo AOY®M TOV
QPOPwV amotvyiag, ol 0moiol, MG ATOTEAEG LA, EXNPEALOVV TO EVOLAPEPOV TOVG
Vo, GUUUETACYOVY otV podnclokn opactnpiotta. Emmiéov, n woavotnta
€VOG atopov pmopel vor adddéer otav airdlelr to mepiPairov (Fischer et
al.,1993). Ot olMoyéc ot emimedo KAVOTNTOS TOV HoONTOV pmopel va
0OMYNGOVV GE OPIGUEVEG AVETOVUNTES CUVETEIES, OMMG 1 OTOYOTTELCT] TOV

naOnToVv Kot n ondAela avtoneroibnong (Butler & Bodnar, 2017).

Sopupova pe tovg Ding et al. (2017), opwopévor pobntéc ot
opactnplotnTa. padnong umopel va amoutodv mePIocoOTEPO YPOVO Yo va
OTTOKTI|GOLV TNV OTOPAITI TN KATAVON G YOl VO TPOYDPTGOVV OTTOTEAEG LLOTIKA
pécw g padnoloxkng owdwacioc. Q¢ ek TOOTOL, Ol EKTAOEVTEG
g&akoAovBovv va ypeldlovial TNV VTOcTNPIEN Kot TNV €vOEppLVON Y1 TOLG
nadntéc va Katavonoovy KoALTEPa Tl avouévetal omd avtovg (Sailer et al.,
2017). O Ozdener (2018) ovéeepe pa GAAN TPOKANGT TS YPNONGC
gamification oce mepariov Wiki. Alamictwoe 0Tl Ol eKmTodeVTIKOL TOL
Lo pOTog OV elyay empKES EMIMESO GUVELONTOTOINGNG TOL YEYOVOTOG OTL Ol
IKOVOTNTEG TOV LoONTOV givor €vag onUovTIKOS Topdyovtog otV ekpdinon
™m¢ epyaciac. Ot podntég ot OpacTNPLOTNTA TOLYVIO0D TPETEL VO, Elvol CE
0éon va ovvepydlovtar amotehecpatikd pe dAlovg poadntéc. EmumAdov,
BonBdVTOGg TOVG EKTAOEVLTEG VO PEATUDCOVV TIG TEXVOAOYIKEG TOVS OE1OTNTES

gtvanl puo oTikng onuaciac wruyn mov pumopel va eivon {OTIKNG onuaciog yo
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TN CLVOMKN emTvyio ™G evoopdtoong tov gamification ce pabnolakég
dpaotnpromrec. Ov Aldemir et al. (2018) drlwoav 6t gival dVGKOAO Va
ypnowonombel éva  otoryeio gamification yia v a&loidynon g
OTTOTEAECULATIKOTITAG TOV GTNV TPO®ONoN TOV AvTIMYE®V TV podntov. Ot
Cakiroglu et al. (2017) avépepav OtL ot poONTéEG TOLV SEV TETLYOV LK
emBount) omodoon  €de1Eov  apvNTIKEG  AmMOYELS OYETIKA HE TNV
amotelecpaTiKOTNTA TG Owdikaciog gamification. Avt m  avnovyia
vrootnpiydnke emiong and tovg Piteira et al. (2017) wov avépepav 6Tl 01
nontég Evimbov dfola O6tav Ta OVOUOTA TOVUG OEV EUEAVIGTNKOV GTOVG
nivakec. EmumAéov, to gamification pmopel va unv mopaxkivel 6Aovg tovg
nantég pe tov idto tpémo (Hew et al., 2016), katt mov pumopei va opeiletot og
ATOUIKES OlpPopés Hetald tov podntov oe o taén. Télog, n xpnon tov
gamification og éva peydio mpoypappo a&lordynong eVOEXETOL VO NV EXEL O
OmOTEAECHD. €V GUVOAO OUOLOHOPP®V  KOATOVEUNUEVOV OYOAl®V. AvTo
opeileTat 61O YEYOVOS OTL 01 LoONTES GTNV gpyacia (e mayvidl £xovv avaykn
TEPLGGOTEPOL YPOVOL YL VO SLUYXEPLOTOVV TIG OKEYELS KOl TIG OEEC TOVG
(Schreuders & Butterfield, 2016). Q¢ ek tovTOL, MO ETLTLYNUEVT EPYACia
pnadnong Ba mpénel va oyediootel pe TpOTo oL va SacPaAilel OTL ot padnTég
OTTOKTOVV TIG EUTELPIEG KAl TNV TPAKTIKN TOV XPEALOVTIAL Yo VO LOIPOGTOVV

LE EMTLYIO KOl VO TPOY®PTGOVV GTN Habnolokn epyacia.

2.5 Gamification kot 1 0OTOTEAECUOTIKOTNTA TOL OTNV
EKaiogvon

To gamification €yer epappooctel o€  SdPopovg  TOLEIC,
GLUTEPTAOUPAVOLEVOV TOV TOUE®Y TNG EKTAIOELONG, TOV EMYEPNCE®V, TNG
vyelog, aAAd 0 TOUENC TNG £PEVVOC GTNV EKTOLIOEVOT PploKeTol akOUN ot
avadvopeva otadtd tov. IMapd v vrootypién tov Piaget 611 pécw TV
TOLYVIOLOV ETEPYETOL AAANAOETIOPACT LETAED TMOV TAIIDV, LOAG TPOGPATA )
épevva yio to gamification otnv ekmaidevon anéktnoe dvvakn. [pdyuartt,

and 1o 2013, pévo 10 26% TOV EMGTNUOVIKOV ONUOGLEVCEMV Y10, TO
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gamification a@opoVGAV TNV TPOKTIK EPOPUOYT] TOL OTNV EKTAIOELON
(Seaborn & Fels, 2015), pe to 1p®d@TO TAAIG10 TOLXVIOIOD VO, ONLOGIEVETAL TTPLV

amo Atya xpovia (Deterding et al., 2011).

[MTapd v kabBvotepnuévn €@oappoyn tov, 1 ONUOTIKOTNTAE TOv €XEL
avéEnbel paydaia, kab®C kKaOIoTA TV PdONOoN EVOLAPEPOVGA KOl EAKVOTIKN
EMADOVTIOG O TOAVET TPOKANGT TOV TOPOSOCIOK®OV  HoONGLoK®OV
neplParirldéviov. To gamification OwBéTovtog TO YOPOKTNPLOTIKA TOV
TOoLYVIO100, 100KESALOVTOG TOVG LOONTEG, EVEPYOTTOIMVTOG TIG OO GELS TOVG,
avEavel to KIviTpA TOVUG Yl0. GUUUETOYN O€ HOONGCLOKEG dPpacTNPLOTNTES

(Adams & Dormans, 2012).

"Etot, n kabokn coppetoyn tov podntov ot podnociokn diudikacia,
vrootpilel v evepyn Kat 1 Propatikn padnon (Oblinger, 2004). IToAlol
ekmadevtikol eAmiCovv 0Tt To gamification dev o avéncel pévo ta Kivntpa
Tov pantov va pdovv, aAld 0o KAVEL Kol T GULUUETOYN] OTN GYOAKN
€PYOCIQ O AMOTEAEGUATIKY] KOl OVGLOGTIKN. MTopel va kataotel £va 1oyvupod
gPYOAELD YlOL TNV OTOKTNGOY YVAOGEMV KAl VO EVIGYVOEL GNUOVTIKESG deE10TNTESG
OT®G TNV emiAvon TpofAnudtwy, Tn cvvepyosio kot tnv entkotvovia (Dicheva
et al., 2015).

H amodotikn Aettovpyio tov gamification otnv eknaidgvon Oo AaPet
YOPO pEGH o€ Eva o®OTA dapopeouévo pobnotokd mwhaicto. (Alsawaier,
2017) Dicheva et al., 2015; Faiella et al., 2015). TV’ avté to Ogtikd TOL
omoTEAEOHATO  TOWIAAOVY  avdAoyo pe TN @OUGN TOV MAEKTPOVIKOV
nePPEAALOVTOC TG LAOMONG, TO EKTOOEVTIKO AVTIKEILEVO, TOV EKTTALOEVTY] KOl
TOV TPOTO pe Tov omoio mpénel va epappooteil (Alsawaier, 2017). EmmAéov,
dev umopel va epaploctel emttuy®g oty Taén Ywpig TV vIrosTNPEN Hog
otafepng TEXVOAOYIKNG VTOOOUNG KOl KATAAANAOL ToUdAy®YKOD TANIGIOV

(dAadn Ta otoyeio oxedioong e Labnong).

Ov épevveg avagépouv yevikd Ott to gamification €yet Oetikég
EMMTOGELS OTA YVOOTIKA podnciakd arotedéopata (Bevins & Howard, 2018;
Hamari et al.,, 2014; Kim et al., 2018). Ot peremtég avépepav OTL TO

poOnclokd emiteELYU, Ol OLOOIKACTIKEG Kol ONAMTIKES YVOGEIS KOl Ol
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3e&10TNTEG OKEYNC LYNAOTEPOV EMTESOV EUTAOVTIGTNKAV OTAV TPOSTEOMKAY
otoyyeio gamification (Kim et al.,, 2018). To gamification ¢aivetor va
BeAtidvel ta pobnoloxkd amoteAéopata Otav avotifetal otovg podntég M
emiAvon .y, Kovil Kol TPOKTIKOV OPOCTNPLOTHTOV, OAAG OEV QaiveTal va
ennpedlel onuavtikd TV omoddoon oe teAkég eetdoelc (Bevins & Howard,
2018). Zvvontikd, copemva pe 1 BipAoypaeio n KaAd oxedlacuévn, cmoT
avantuén tov gamification umopei vo PEATIOGEL TOL LAONGLOKA OTOTEAECLOTO

o€ OLOLPOPETIKEG CLVONKEG.

H mieioyneio tov peretdv g PBiproypoapiog €0eiée  Oetikég
emdpaocels tov gamification oto kivntpo (Alsawaeir, 2018; Bell, 2017; Bevins
& Howard, 2018; Dicheva et al., 2015; Faiella et al., 2015). Ot pafntéc
Bedpnoav Ot To EKTAOEVTIKA oot oTa. ool ¥pNooTomOnKe NTAV
O EVOLOPEPOVTO KOL LOOVIKA Yo T HABnom o oyéon pe pabnquata 6mov dev
ypnowomomnke (Dicheva et al., 2015), gpoécov ta otoyeion marvidlov

HeTApOpPOVOLV TIG BapeTés epyaciec oe evorapépovoseg (Faiella et al., 2015).

Eniong, otovyypapeig meptrapPdvovv eniong éva Eexwprotd Bépa, v
EUTAOKT ®C TOPAyovVTO Ylo TNV OMOTEAECUOTIKOTNTO TOL gamification).
Meléteg mov €E€TAlOVV TIG EXUMTTMOGELS TNG EUTAOKNG OmOKAALYOV, Kol TAAL,
Kupiog Betikd amotedéopata. Avtd mepldufovov onuovtikd peyoaddtepn
GULUUETOYN] TOV HOONTOV G€ EKMOOELTIKEG €PYAcie, LYNAL TOGOCTA
TOPOVGING, CUUUETOYNG KOl ANWYNG LAIKOV, avénpévn mocotnta (Kot CuVEXNS
TOOTNTO) TOV OTOVINGEDV TOV HLAONTOV, DYNAOTEPO TOCOGTA EMLTLYIOG Kl
avENUEVN BEANGON Yo TNV avdAnyn duckoAmv epyactdv (Dicheva et al., 2015).
Etvai evoropépov 011 T0 gamification odnyel 6e peyadOTEPT GLUUETOYN TOV
pnanTadv, 101K €4V Ta dtopa eivot EAevBepa va emAéEovy TOV TPOTTO PLAONONG
nov mpotovv (Faiella et al., 2015). EmutAéov, 060 woAvtepn eivor m
guBvypdupion tov podnudtov, Tov Bactkov TEPLEXOUEVOL KOl TOV CTOLYEI®V
TOL LY VIO100, TOGO peyarvtepn eivor ) OeTikn enidpaon tov gamification kot
OTNV EUTAOKY]. AVTO 1OoYVEL WOUTEPO €AV TETOLEG TTTLYEG GLVOEOVTOL LE L0

kevrpikn apnynon (Bell, 2017).

EmunAléov, ta Oetikd amoteAéopata tov dgv eviomilovtol LOVOUEPDG
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oto kivnipo kot v eumiokn. Ilpdypoati, ot Sitzmann et al. (2011)
amokdAvyav OtL T0o gamification otnv ekmaidevon Ponba emiong v
OTOTELEGLATIKOTNTA KO TNV KAAVTEPT apopoimwon g yvoong. Ot Faiella et
al. (2015) amokdAvyav 611 To gamification fonBd v peimon tov dyyovg M
NG AVNGLYIOG Y10 TIG GLUVETELEG TNG KOKNG anddoong Tov padntav. Emumiéov,
BonBdaet 6N dnpovpyio piog KowoTnTag, OTOL Ol GLUUETEXOVTEG polpalovTat
GLUPOVAEC KO TETVYOIVOVV TOL EXLTEVYLATO GE OAOKANPO TO EMITEDO TNG TAENS
Kot Ol povo og axkadnuaiko exinedo (Faiella et al., 2015). Ot peta-avaAvtikég
neAéTe Katadekvhovy 0Tt To gamification pmopet va fondnocet Tovg padntég
vo. EMTOYOVV KOAVTEPA OMOTEAEGUOTO OTAV LTAPYOLV OPIGUEVO GTOUYEL
(Garland, 2015). Avtd meprrapfavooy Ty epapLoyY| VOGS EMTEIOV TOLYVIOIOV
ce poOnuoto mwov  OlPKOLV  KPOTEPES YPOVIKES TEPLOOOVS, OTMG
Bpayvrpdbeopa pabnpota | evotnTEG £VTOC TV podnudtov (Garland, 2015).
Ta exmodevTikd pabfuota TpEmeEL va TEPIAAUPEVOLY Epyaciec TOV ATALTOVV
¥POVO Y1 voL vAoTomBovv, kabmg 1 Kok dtayeiplon Tov xpOvoL deV EMPEPEL
Oetikd amoteAéopata (Garland, 2015). Teievtoia aAld Oyt Arydtepo
OMNUOVTIKY, EIVOL T AVOTPOPOSOTNOT TTOL EIVOL GLVEYXNGS, ALLECT] KOl OVGLUCTIKN
Kot puropel va €xel Oetikn| emidpaon ota podnclokd amoterAéopata (Faiella et
al., 2015).

Abpopeg  teyvikég gamification €yovv ypnowomomBel yuoo  va
dnuovpynBobv eumelpieg panong o6nwg movrol, Bpafeia, onuota, mivokeg
BaOporoyiag, (Barata et al., 2013; Kim et al., 2016; Yildirim, 2017). H
gpopuoyn texvikov gamification ce £va TPOYPAUUD GTOLODV UTOPEL va
BonBncel otV mapoyn MOG MO TEPLEKTIKNG OPACTNPLOTNTAS HECH TNG
enidpaocng tov oy aicnomn ovtaywvicpov, v oAAnAemidpacrn kot To

Kivntpa tov patntov (Asiksoy, 2017; Davis et al., 2018).

2.6. MMoyviow otnv wpoypotTiky] {MN KOl 6TNV NMAEKTPOVIKI
naénon
Ta woryvidia aroterobv pépog g kadnueptvig Long. O kOplog 6TdY0g

ToVG €ivar N S1aoKESAON, OAAL M EPOPLOYT TOVG ONULOVPYNGE TTOLY VIO TOV
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KOAOTTOUV TOowKideg mtuxée g koaOnuepivig Comc. 'Etor ta moyvidw
YPNOLOTOLOVVTAL Ol HOVO Yo aVOpLYY, OAAG Kol yio Propnyovieg Omwmg
Apovva, EKTaidEVON, EMOTNUOVIKN £PEVVA, VYEIOVOLKT TTEPiBaiyn, dtoyeipion
EKTOKTNG OVAYKNG, ToAeodopia, unyovikn, 6Opnokeio Kot  TOMTIKY.
Ovopdalovtor emiong «cofapd maryvidiw Kot 0 KOPLOg 6KomdG TOvg gival va

EKTAOEHGOLVV, VO EPELVIIGOVV N VA, AP UIGOVV.

H pdbnon péco tov mayvidiov dev eivar o véa mpocéyyion. H
Elisabeth Corcoran (Corcoran, 2010) ioyvpiletal 6Tt vTAPYOLY TOLVAA)IGTOV 3
TOTTOL TOLYVIOLOV TTOV YPNGIUOTO0VVIAL OTNV EKTAIOELOT: ) TO KAACIKA
oy vidla teyvoroyiag aryuns, B) ta motyvidla Tov avVOTTOCGOVTOL OO TOLG
{d1ovg Tovg padntéc, Onwg to Scratch Kat y) N tpocéyyion pe ta TvToTOMUEVA
podnpato, ta kabnkovta k.An. Eite offline eite oe amegvbeiog cvvoeon, ta
oy vidla Bonbohv Tovg HEAETNTEG VO ETLTUYOVY TOVG EKTALOEVLTIKOVS GTOYOVG

TOVG LLE TTLO GLUVOPTAGTIKO TPOTO.

2.7 Iopadeiypato ETHIPLOV KO GYETIKOV EQUPUOYDV

H Microsoft ypnoionoince to gamification mg péco eKmaidELONG Ko
EMUOPPOOTNG TOL TPOCMOTIKOD TNG. LVYKEKPIUEVO XPNCUYLOTOINGE TO oLy viot
Ribbon Hero 2, o¢ péco avEnong g mopayoytkdtntas Tov epyalopévmy g
Kol G HECO PEATIONG NG OmOd0TIKOTNTAG TOLG, He otdxo TN PeAticoon
TOPOYNG LINPESIOV KOl TNV 1KOVOTOiNoT TV kotovolotdv. Eriong n SAP,
YPNOOTOINGE TNV EPAPLOYN Y10 VO EKTOOEVGEL TOVS EPYALOUEVOVS TNG, GTNV

{0t Aoyikn wov 1t ypnoponoince kot tn Microsoft (Werbach, 2013).
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KE®AAAIO 3
Me0Boooroyia 'Epevvag

H pebodoroyia g Epevvag oyedtaleton pe Baon to BEpa Kot Tov 6TdY0 oL
dtepevvdrtal. Me v évvowo ¢ pebodoroyiog voobvtar ta otddle mov Oo
akolovOnBovv mpokeévoy va defaybel n €pgvva KabBdS kot ta péca mov Ha
ypnotpomombovv yi' avtd tov okond (Flick, 2015). v ovoia,  pebodoroyia
AMOTVTAOVEL TNV Oldkacion g épgvvag mov  Ba axolovOnbel. Oa mpémel va
onuewdel 6Tt n dwutdmwon g pebodoroyiag dev elvar pior evkoAn dtadikacio

OedOUEVOL OTL TPETEL VAL TOPEYEL GOPT| GTOLYELN KO TTANPOPOPIES Y10L TNV EPEVVOL.

H mapovoa épevva ypnoomotel mpmtoyevn dedopéva Kot £l G 6TOYO
va €E€TA0EL TNV AENON TOV KIVATPOV TOV HoONTOV HEG® NG EPAPUOYNS EVOG
TOLVIOOTOMUEVOL  Gevapiov kabdg kot TOvg TPOMOVE HE TOVG OTOIOVG

emruyydvetol avto.

3.1. Epgovntikn Hpocéyyion

Ot gpeuvntikég Tpooeyyicelg mov vdpyovv dlakpivoviotl o 00O TAGELS:
v enayoywkn kot v mopayoyiky (Kvpialoémoviog & Zapavtd, 2011). H
TOPOYOYIKT] AOYIKY] 00MYEl 0N SAUOPPOGT EPELVNTIK®V VToBEécemV Pdoel TV
Bewprdv TOL NON VIAPYOLY KAl GTNV TPOCTAOELD EAEYXOV TOV AV AVTEG IGYXVOLV M

oyt péow TV epeuvnTIKAOV dedopévev (Kupraloroviog & Xapavtd, 2011).

Theory |——p| Hypothesis Observation Confirmation/Rejection

¥
4

2mV  EMOyoYKn  AOYiKN oyvel 10 akpipac avrtiBero. IlpdToa
GLYKEVIPAOVOVTOL TO. EPELVNTIKO OEOOUEVO KOl OTr GLVEXEW Pdacel avtdv
onuovpyeitan pio Bewpio mov avtimapafdrieTon pe TG NON  LIAPYOVOEG

(Kvpraldomovrog & Zapavta, 2011).
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Observations Pattern Theory

Y

¥

H mapovca Epevva v10OETNGE TNV TOPAYOYIKT AOYIKN LE TN SIOUOPPOON
gpeLVNTIK®V vobBécemv amd v MON vrdpyovca Bewpio Kot v Tpoomddeia

emPefainong N amdppryng Toug.

3.2. M£0ooor 'Epevvag

H gpguvntikn pébodog mov emALyTnKE €lval 1) TOCOTIKN OV £XEL OC GTOYO
TOV EVIOTICUO GYEGEMV KOl GUVOECEMV OVALEGH GTOVS PacKOVS TaPEyOVTES TOV
Bépatog. Ta dedopéva mov eEdyovtar amd TNV TOCOTIKN épevva ivar apBuntikd
KOl GUAAEYOVTOL LE TN XPNON EPYOLEI®V OTTWG TOL EPOTNUATOAGYLO. XTI GUVEXELL
akolovbel n otatiotiky eneepyoocia tovg (Billing and Waterman, 2014). H
mapovoo PEB0OOC emAEyTKE O10TL Tapéyxel aSIOMGTO Kot £YKVupo. GTotyeio Tov

UTOPOVV GTI GLVEXELD VAL YEVIKELHOVV.

3.3. Avwdwkacio cviroyic-Eidog TV dgdopuévav

Onwg Mon avapépdnke n mapodoa Epevva eival TPOTOYEVIC, XPNOYLOTOLEL
ONAadn dedopéva Tov GLYKEVTPMONKAV OO CLUUETEYOVTEG OTNV Epguva (LaNnTEG
dNUoTIKOV GyoAeiov). XpnoiomomOnkay TapdAinio Kot dgvtepoyevn dedopéva,
OV TPOEPYOVTAL OO AAAOLG €PELVNTEG, OTO OTAOW NG PPMOYpPAPIKNG

avOoKOTNOMG.

3.4. ITAn0Bvopds- Asiypa

H épevva d1eEnydn tov Oefpovdpilo tov 2020 oe eikooientd (27) pabntég
m¢ [Iéumtng Anpotikod. To oyoieio amd 10 omoio emAéyOnkov ot pabntég
Bpioketar oV meproyn g ATTIKNG Kol cuykekpuéva oty meproyn [amow. H

OEIYUATOANTTIKY Slodtkacial Yo TOVG GLUUUETEYOVTES Oal efvart avT TNG EvkoAiag.
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3.5. Mé0odog Emagig pe 1o ociypa — Epyaieio 'Epevvag

To epyareio mov Oa ypnoyomombel otnv mapodoa E£psvva eivar To
dounuévo epotnuatordyo. H ypnon tov mpoceépel ypryopa Kot o&lOmIoTO
dedopéva emtpémovtag T degaywyn g £pevvag o€ LIKPO ypovikod ddotnua. To
gpoTNUATOAOYL0 Bor 50000V Kat B cuALEYBOHV amd ToV 1010 TOV EPELVNTA KoL Ol

amovtnoelg Tov Ba meptiapfdvovy Ba eival KAEIGTOV TOTTOL.

3.6 IMIhoTik1] 'Epevva

[Tpokepévov va eheyyBel to epeuvnTikd epyaieio £ytve pia TAOTIKN £pgvva
pe ™ ooppetoyn 27 podntov mg IHépunmeg Anpotikod. Metd ) deaymyn g
TLOTIKNG £peuvag dmIGTOONKE OTL TO EPOTNUATOAOYIO NTAV OTAO, KOTOVONTO,
YOPic TPOPANUATA GTNV GCUUTANPOGCT TOV KOl £TCL TAPEUEWVE GTNV OPYLKN TOL

HopTy.

3.7 Ilepropropoi g Epeovag

Toydv meplopiopol g Epevvag iomg etvar o pikpdc apBuog tov padntaov
mov ocvppeteiyav. [Hapoia avtd, Oev amotélece eumddo yuoo ™ deaywyn e

£PELVOG KOl LWTOPEGE VO TPOKVYEL £VOL IKOVOTTOMTIKO ATOTELEGLLAL.

3.8 Epeuovntikd epotipota

AvTiKeipevo atng TS OMA®UTIKNG epyaciog eivar va dlamotmOel av ta
KivnTpo TOV ponTdVv petaffdALOVTOL KOTA TV EKTOOEVTIKN dtodkacio, LEGM NG
a&lomoinong tov mpaktikdv Tov gamification oe éva exmaidevtikd cevapio. T
aVTO, KOTA TNV EKTOOELTIKN Tapéufoct, n ddackaiio Tov podnuatog Pacictnke
o€ £€vo, EKTOOEVTIKO AOYIGHKO ( €va eKTaldeLTIKO oy viol pe Titho «O Egptépmng

otV apyoaio OAlvumion) p€ow Tov 0moioL 01 LOONTEC GLVOVAGAV TN YVMOGCT HE TNV
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gmoKodoUNTIK] Yyuyaymyio.. Me PBdon 1o mopamdve, doundnkav ta eENG

EPEVVITIKA EPOTHLOTA,

1. Katd méco avénbnkav ta xivntpa odpeove pe T Bewpieg Tov
avtompocdtoptopov kot tov Keller;
2. Tlow €idn KV TpOV VOTTOCCOVTOL;

3. Koatd m6co avéndnke n epmhokn v podntov;

3.8.1 Epotnpatoidyia

3.8.1.1 Epotnpotordyio aSloAdynong Kivijtpmy

Mo tov eviomopd TV KWHTPpOV TOV HadnToOVvV ypnoipomomonke to
epoTNUATOAOY10 OV Ppioketar oto [Tapdptua A. X160 TOV VAL EVTOTLIGTOVV TO.
Kivntpd TOLg TP KOl HETE amd TN OWOKTIKY Topéupacn mov £ytve HE TO
TOLYVIOOTOMUEVO GeVAPLo pabnone. H d6unon tov epotUatoldylo otnpiytnke

ot fempio TV KIVRTPOV TOV «AvToTpocsdioptopov» (SDT) tov Ryan kot Deci.

O anavtioelg dtvovror Paost g kiipoaxag Likert amd 10 1 g t0 5
(CVUEOVD £0C JPOVD). ZNUELOVETAL OTL TO EPOTNUATOAOYI0 QVTO EXEL
ypnoonombel kot ce mponyobuevn €pguva kol cuykekpipéva ot MAE g

Kupiog Aapmpvod (Aaumpivov, 2015).

3.8.1.2 Epotnpotoroyrlo aSlordynong moaryvioton

To "Epomuoatoddylo aflordynong moyviowod" esivoar Paciouévo oto
"Game Experience Questionnaire" tov Eindhoven University of Technology. To
GLYKEKPIUEVO  EPMOTNUATOAOYIO ypnolponombnke, o010t dwaxkpivetar Yoo v
a&10moTior TOL KoL TNV VoY VEOPIGHEVT], S1EBVI TOL ¥p1on Yo TV KATOUETPTGT) TOV

game experience.
To epompaTordylo avtd amoteieiton and Tpio pépn:

1. To Bacwo epomuotordyo (The core questionnaire)
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2. Tnv  evémta mov oa@opd TNV KOWMOVIKY TAPOLGIH  TOL
naiktn/pabntn (The Social Presence Module)
3. Tnv evOTNTO TOV EMIKEVIPMVETOL GTO TMOG MGHAVETOL O EKAGTOTE

TaiKTNG, oV oAokAnpmOnke to maryviol (The Post-game module.)

Ta 800 TpmOTO, PHEPN SEPELVOVY TOL CLVOLGONUOTO KOl OTIC CKEWYELS TMOV
TOKTOV eved Toilovv to Touyvidl, eved 1o Tpito afloloyel TOS Evimoay opov
otapdmnoov vo mailovv. Kot ta tpion puépn tov epwtnuatoroyiov mpoopilovion
TPOg  Oloyeiplon, KATOMY TOV TEAOLG TOV TOLYVIOWOL HE TN OEPO OV

npoavoeépnke (Wijnand A. 1Jsselsteijn, 2013).

210 £pOTNUATOAGYI0 7OV Ypnolpwomomdnke vy v a&loAdynon Ttov
TOPOVTOG EKTOLOEVTIKOV TTOLLYVISLOV ¥PNCLULOTOMONKAY EPOTHLATA KO arrd ToL TPiaL
puépn tov "Game Experience Questionnaire”, opwopéva amnd to  omoia
TPOGOPUOCTNKAY OTIS OVAYKEC TOL GLYKEKPUYEVOL TOLVIOOL (YEVIKO Yol TO

epOTRaTOAOY10 BAéme [Tapapnua A).

‘Etol, ypnowomomOnkav 600 emoTNUOVIKG 0modeKTd Kot aSdmoTo
EPOTNUATOAOYIN, TPOKEWEVOL  va  e€ayBovv  €yKvpa  OmOTEAEGUOTO KO

GUUTEPACUOTO GTO EMIGTNLOVIKA EPMOTNUOTA TNG TOPOVCOS EPYACTAS.
3.9 Adyor emA0YNS TOV GLYKEKPLUEVOL AOYIGULKOD

To cvykekplévo Aoyiopiko emAéyonke KabdS angvBuvotay 6Tovg LabnTég
[Téumtng Anpotikov, evd 1 Bepatikny tov Olvpmokdv Aydvev nTav exikopn,
kabmng to érog 2020 Ba de&ayoviav ot Oivumokoi Aydves tov Toxvo. H
a1oONTIKN TOL TTAVIOOV KOl 1 AP YNoT TOL NTOV EMIONG 101H{TEPA EAKVOTIKY.
Boaowd kpurmplo Opo¢ g emioyng tov Nrtav to game design elements mov
dwbétel, to omoion BewpnOnkov To KATAAANAGTEPA YOO TNV EVIGYLON TOV
EC0MTEPIKOV KWNTPp®V. AvTa mephapfdvovv v Vmapén mivako KotdtoEng
(leaderboard), to avatar, Tovg coumaikteg kot v aerynon. Oka ta wopamdve
EMPOKELTO VO AVaAVOOVV TEPUTEP® GE EMOUEVT] EVOTNTA TOV 1010V KEPaAaiov. Edd
aVOQEPOVTOL TPOKEINEVOL Vo Tovichel OTL dgv emhéyOnke €va eKTOOELTIKO
AOYIG KOS TTOL ALEAVEL TOV avTayOVICUO Kot TNV emBupia Yo cuveyn emPpafevon

HEC® AAL®V GYESOCTIKAOV GTOYEI®V Toyvidlov, OTwg eival ol TovTot (points), To
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euPAnuata (badges) kot ta ypaeikd anddoong (performance graphs). Avtifeta, ta
GLYKEKPIUEVO GYEJOOTIKG OTOlXElD TTayVidoloD GLVTEAODV oty avénon g
OLTOVOLIOG TV HoONTOV Kot TG oxeTikOtTToc. [ avtd emAéyOnke Eva Aoyiopikd
OV OEV GLVTEAEL OTNV AVENOT TOV EEMTEPIKMV, OAANL KUPIOEC TOV ECOTEPIKDOV

KWV TPOV.

3.10 H owdkaoio TG Epevvag

H épevva éhaPe yopa katd to TpExov oxoikd £10g 2019-2020 cg 101mTIKO
Anpotikd oyoieio Tov vopov ATTIKNG, otV TOAN TG ABMvag, 6TV TEPLOYN TOV
[Tamoiwv. To detypa to anotérecav 27 pabntég mg [éunmg (E7) tééng. Ipv v
Evapén g SaKTIKNG TapEUPaong, ot LoNTEG CLUTANPOGOV TO EPMTNUOTOAOYLO
™G épevvag ¢ mpog TN 0éom Toug Yoo MV VmopEn KWNTPp®V HEGH NG

ToPd0c1oKNG dSdacKaAiog.

To exmodevTkd cevlplo ™G €pevvog vAomombnke ota mAaiclo Tov
padnpotog g «lotopiag». H viomoinon tov padnuatog £ytve otn ook Taén,

HE TN xpNoN NAEKTPOVIKOD VTTOAOYIGTY.

Metd ™ CLUTANPEOON TOL EPMTNUOTOAOYIOV, TOPOLGLAGTNKE GTOVG
poadntég to mepPEAALoV TOV EKTAOEVTIKOV AOYIGUIKOV e TiTAO «O ZEe@Tépng otV
apyaio O vumioy. AkohovOnce n debtepn pHéTpnon TV KvTp®V (motivation) Twv
podntov tov delypotog. Xvykekpiuéva, 000nke otovg pobntég Eavd  to
EPMTNUATOAOY10, Y10 VO SLOTICTOOEL EQV VI PYE LETAPOAN TOV KIVITPOV TOVS PETA

™V €pappoyn g dwackariog e ™ Bondeta Tov EKTUOEVTIKOD AOYIGUKOD.

AxoloVBwg, KAONKaV Ol  EKTOIOELOUEVOL VO OTAVINGOLV  GTO

EPOTNUATOAOYI0 OELOAGYNONG TOV EKTOOEVTIKOD TTOLYVIOLOV.

3.11 Meprypo@n EKTALOIEVTIKOD GEVUPIOV

To eKmadELTIKO AOYIGUKO GTO OTOI0 GTNPIYTNKE TO EKTALOEVTIKO GEVAPLO

Tithopopeitan « O Eeptépng otnv Apyaio Olvuria » .O1 podntéc, ota TAaicio Tov
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padnpatog g lotopiag, HEG® TOL TAPATAV® LOYIGUIKOD EVIPLEOVY GTO BENA TV

OAvUTIOKOV OyDVOV.

O 16mog 6mov SrdpapatileToan To cevAplo givar 0 YevéOAOC TOTOC TV
Olvumokdv aydvov, n opyoic Olvurio. Exel petaeépetor Kot avontdicoesl
opdon oLV 0 Ee@TéPMg, 0 KEVIPIKOG NPpwos TG totopiag. Emyepel va dmoet
amdvinon o€ &va mPOPANUO TOL oudVEG TEPWEVEL TN ALGN TOL Kol Vo
OTOKATOGTNOEL TN UvNuUn Tov Aéavdpov, €vog Aaumpod abAnty, o€ Pdpoc tov

omoiov €yetl drompayOel oto TapeAOOV o peydAn adikia.

270 EKTOUOEVTIKO LOYIGUIKO TTEPLEYETOL

1) "Eva mouyvidt yvdoewmv pe Paomn Tig TANpoeopies Tov E€QTEPN Y10 TOVG
Olopmiaxos aydveg Kot TG avTtol dle&dyovay.

2) Avamopootdoels mévie afANUATOV TOV ay®VOV  aKOVTIO ,GAN0 €1
unKog , dtoxoPoiria, dSpOOG ToyLTNTAG Ko OTTALTNG Opdpov. Ot pabntég
dwokédacav maipvovtag HEPOS GE aVTH, KAOMS Ol aVOTAPUCTAGELG

elyav ™ HopOY] CAANAETOPOUCTIKMOV TOLYVIOLDV.

Apyikd, omnv TpdTN GAon TG £pguvag, ol padntég pe  Ponbela tov
EKTTOOEVTIKOD, EPYOVIOL CE EMAPN KE TO aVTIKEINEVO TV OAVUTIOKOV 0yOVOV
otV apyaio EAAGda. MaBaivouv mAnpopopieg oyetikd pe dtaonovg aOANTES Tov
naperBovToc, ta ayovicpata mov dteEdyoviav, Tovg avlpOTOVG TOL EUTAEKOVTOV
o1 JdKacio TOV aydveV KobBmg Kol Yo TIC GuVONKeg KAT® omd TIC 0moles

oe&ayovtav ot ayavec. H pdomn avtr| dtapkel pia S100KTIK) dpa.

2 OLVEKEW, O@POV Yivel ol GOVTOUN TEPLYPAPT] TOL EKTOIOEVTIKOD
royiopkov «O Zeptépng oty apyoio OAvpmion amd Tov EKTadeVTIKO, ot LabNTEg
glodyoviat og avtd aKkorovddvtag Tig 0dnyieg Tov. Eneénysitan pe Alya Adya to
ePPAALOV TOV, TOL KOLUTLE TAONYNONG KOOMDEC KOl 01 KOVOVES TOL TTOYVIO0V.
TéNog, 0 exkmadevTIKOG 08 cuvepyacio pe Tovg padntég opilovv amd kovov ToVv
TEAMKO GTOY0 TOL TPEmMel va. emttevyfel Yoo TV EMTLYNUEVT] OAOKANPMOOT TOL

EKTTALOEVTIKOD L TOV oy vidlov. H @dor avtn dtopkel pion SidaKTIKY dpa.
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Xy emopevn @Acn, ot HobNTEG G GLVEPYACIO LE TOV EKTOUOEVTIKO,
Eexvohv TO eKTTAOEVTIKO AOYIoUIKO «O Egptépng otnv apyaio. Olvumioy. Me
BonBeta Tov yapTn TOL TOUYVISIOD: 1) TEPIYOVVTOL 6 OAES TIG TEPLOYES TOV TPEMEL
Vo TEPAGEL O NPWOS TOV TOLYVIO0D, 0 EEQTEPNGS, 2) GLAAEYOVV TANPOPOPIES TOV
LETAPEPOLY GTOV NP®O TOL TTALX VIS0 O TO TPOGMOTO TOV GLVAVTH 6TO Ta&iol
ToV, 3) amavtovv pe T fondela TV TOPATAVE® TANPOPOPIDV GTIS EPOTHTELS TOL
Tovg tifevtat Yoo Toug OALUTIOKOVE OYDVEG TNG OPYOITNTOS KO TOV TPOTO TOV
TEAOVVTOV. ATOVIOVTIOG OMOTH OTlg epmtnoelg kdbe miotoc-otobud g
mepUYNOoNG Tov Eeptépn oty apyaic Olvumio, 0 NPOAG PTAVEL OTIS TEAIKES
EPMTNOELS OTOV, OV OTAVTIOEL Kol EKEL GMOTA, OAOKANPMVETAL TO TOLYVIOL Kot
arokabictator n adkia €1G fapoc tov abAnt) Aéavdpov mov mpoovapépOnke. H

@aon avtr| dropkel 4 SOAKTIKEG DPES.

Metd v OAOKANP®GN GUTOV TOL EKTOALOEVTIKOD AOYICUIKOL YiveTon
ocv{non Yo ta cvurepdcpata Tov deéyncav Katd to TEA0g Tov padNUATOg
Kot yiveton mpoomdBeia vo 600t pia amdvtnon 6T1o eqv EKTANP®ONKE 0 GTOYOS TOV

oL Vo0 oL télnke otnv apyn. H don dwapkel pa didaktikn dpa.

3.12 Game design elements Tov ekTa13E£VTIKOV AOYIGUIKOD

Ta oyedotikd otolyeio v mayviduwy (game design elements) eiva o
Baocwd dopikd otoryeio Tov ekdoToTe TOYVIOWV. Baoikd oyediootikd otovyeio
evog moryvidoy givar ot wovrol (points), ta euPinuato (badges), ot mivakeg
katatoéng (leaderboards), ta ypaenuata andédoong (performance graph), to
otoyeio g agnynong (meaningful stories), ot yapaxtipec TOL TALYVIGIOD
(avatars) kot or copmaikteg (teammates) (Sailer, Hense, Mayr, & Mandl, 2016).

[Mopoakdto B eEetdoovpe OGO GUVAVTALE GTO TAPOV EKTUOEVTIKO ALOYIGUIKO.

1. [Mivakeg xotataéng (Leaderboards): Ot mivaxeg «atdraéng,
KOTOTAOOOLV TOVG EKAGTOTE TOIKTEG AVAAOYO LLE TNV OITOS0CT] TOVGS, AELOAOYDVTOG
TOVG CULPOVOL LE £VOL GUYKEKPIUEVO KPITHPLO AdO00NG KOt £TCL HECH OVTAV TWV
TWaK®V umopet va Tpocdloplotel mo1og amodidel Kadvtepa. O avIay®VIGUOS TOL

TPOKOAEITAL LEGM TOV TIVAK®OV KATATAENG, LTOPEL VO 0CKNGEL TEGT GTOV TTAKTY
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OYETIKA LLE TNV EVACYOANGCT- OEGLEVGT| TOV GTO EKAGTOTE EKTOAUOEVTIKG Ty Vidt,
Kot £T61 VO, ETPEPEL ETOIKOOOUNTIKN EMidpacn ot puabnon (Sailer, Hense, Mayr,
& Mandl, 2016).

210 EKTOOEVTIKO AOYICUIKO 7OV YPNOUOTOMONKE OTN GLUYKEKPIUEVT
épevva, givor eupavig  vmopén tov leaderboards, oty evomta mov o maiktng
umopet vo maigel Ta ayovicpota tov OAUTIOKOV oyOvVOVY TG opyodtnTag, 6ov
UETA TO TEPOC KAOE ayVIGHOTOG KATAYPAPETAL 1] KOAVTEPN EMid00N KaBMG KoL N

EMIO00T) OV TETVYE O TPEXWV TOTKTNC.

2. Avatars: Ta avatars gival OTTIKEG OVOTOPAGTACELS TOV TOIKTOV GTO
€KAOTOTE TToyVvidl. Mmopovv va oyedlactovy pe amdd 1 kot cvuvleto tpomo. O
KOPLog 6TOY0G ToVg glvan va Eexmpilel 0 EKACTOTE TOUIKTNG OO TOVG VITOAOUTOVG
aAAG Kot amd dAA0 oToLyEin TOV LILAPYOLV GTO ALK Viol Ko givor eEreyyOpeEVa amd

tov vohoyioty (Sailer, Hense, Mayr, & Mandl, 2016).

270 GLYKEKPIUEVO EKTOLOEVTIKO AOYICUIKO TTOV YpNGLoTomOnke, ¢ KHplo
avatar epooviCetan eketvo Tov «Ze@TEPN», TO OO0 AVTITPOGMOTEVEL TOV TAIKTY| TOV

maipvel LEPOG 6TO oL Viot.

3. Xvpmaikteg: Ot ovumaikteg pmopel va sivor gite gleyyduevol amd
Kémowov dAAO TpaypaTikd TaikTn, &ite eAeyyOUEVOlL OmO TOV LTOAOYIGTY|
YOPOUKTNPES, Ol OTTO101 UTOPEL VAL TPOKOAEGOLV TI GUVEPYAGIN LLE TOV KUPLO TTOIKTY

Tov Toyvidwov (Sailer, Hense, Mayr, & Mandl, 2016).

210 ekmadevTikd Aoywopikd «O  Egetépng oty apyaio Olvumion
mopatnpeitor 1 VIapEN TANODPA ETITAEOV GUUTOUKTAOV, Ol omoiol &ivar OAot
eLeYYOUEVOL OO TOV DTTOAOYLIGTY] KO Ol OTTO{0l TPOKOAOVV TN GLVEPYAGIO UE TOV
KOP10 Hp®A TOL TOLYVIO0D, TOV EEPTEPT, Y10 VO VAOTOMGEL TO GTOYO TOL KOl VOl

TEPUOTIOEL TO TOLYVIOL.

4. To otoygio g apiynong (Meaningful stories): Eivar éva
otolyelo oyedoUoD TToyVidlov, To omoio dgv oyetiletal pe TV amddoom TOL

okt oAAG Tapabétel TAnpopopiec Yoo ™MV vodbeon avtod kol Bétel o Eva
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GLYKEKPLUEVO VONUATIKO TAGIGIO TOVG YOPOKTNPES TOV TOLYVIOOD OAAG Kol TIG

dpaoctmprotnteg avtov (Sailer, Hense, Mayr, & Mandl, 2016).

10 ToPHV EKTOOEVTIKO AOYIGUIKO o€ KAOE TioTA VILAPYEL 1) OTALTOVEVT
aenynon Kupimg oe poper| SIOAGY®V LETAED TOV YOPOKTNP®V TOV TALY VIS0V, OOV
TapoTifevTal o1 TANPOPOPIES TOL APOPOVV KOl TO YVOOTIKO KOUUATL QALY Kot TN

GLVEYLIOT TNG oTopiog.

3.13 Ieprypo@1] 6100KTIKOV TPOPANLOTOG

H mapovoa epyacia oe oyéon pe toug padntég elye toug €€Ng 6TOYOLG:

v [Ipoaymyn ™G KPLTIKNG TOVG IKOVOTNTOC.

v KoAMépyera mvedpatog Kot Tov osOpatog evyopictnong
a0 TNV EMTVYNUEVT] OAOKANPOGCT EVOC EKTALOEVTIKOD

TOLYVIO0V- €V YEVEL TPOKANGNC.

v Evdvvapmon g pabntikng cuvepyasiog Kot Tov opadtkon
TVEVLLOTOG.
v A&lomoinon tov Te(VOAOYIKOV HEGMOV GTNV LINPEGIN TOV

EKTALOEVTIKOV £PYOV.

3.14 Teprypo@n EKTALIEVTIKMV UVAYKAOV

O1 EKTOOEVTIKES OVAYKEG TTOV 001 YNOAY GT ONUOVPYI TNG TAPOVCAG

gpyaciag etvar:

v H diéyepomn tov evolapépovtog Tov pantdv 6to pddnua g

Iotopiag pe TpwtdTLIO TPHTO.
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v H avéntuén mvedpatog cuvepyoasiog Tov Lobntov.

v Avaykn yo avtovopio Tov pobntov, HEc® TG TEPYNONG

TOVG 6TO TEPPAALAOV TOV EKTOOEVLTIKOD AOYIGUIKOV.

3.15 Epmiexopevol porol Kot opooTnpPLoTTES EPTAEKOUEVOV
poOL@V
Exnoidgutikog

. "‘Evtoén tov podntdv 6to ekmoudeutikd AoYIopUIKo, o¢ HECO

AOKTNONG YVOCEWMV aVTi TOL TAPASOGLOKOD TPOTOV.

Emenyel to exmondeutind monyviot.

BonBédet toug pantéc eav avtipetonilovv duokoiies 6To

TEXVIKO KOUUATL

Zntdetl and Toug HaBNTEC Vo LopasTOOV LE TOVS GLUUOONTEG

TOVG TNV EUTEPIN TOVG OO TNV EKTOOELTIKN dtodikacio

Odnyel v T4EN oV €€0y®YN GLUTEPAGUATOV OO TNV OAN

EKTOLOEVTIKY] OLOOIKOGTAL.

Exnmaidgvopevog

o EAéyyetr 1ig mpooAngbeiceg yvadoelg Tov péca and Tig

JPOAGTNPLOTNTES TOL TPOGPEPEL TO TOLLYVIOL.
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Yuvepyaletal e TOVG GLUUAONTES TOV KO TOV EKTOOEVTIKO,

TPOAYOVTOG TNV KOWVOVIKOTNTA TOV.

Aoxypalet T1g dSuvaTdHTNTEG TOL HECO OO [0l EVYAPLOTY

dradkacio padnong.

Eneéepyaldpevog Tic mAnpoopiec mov d€xetat, Tpodyel To

TVELUOTIKO TOV eMITESO.
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KED®AAAIO 4

Amoteléopata
IMivaxag 1
dOAo ToudUDV
N %
Ayopuo 8 29,6
Kopitoua 19 70,4
20volo 27 100,0

2Opeova pe Tov Tivaka 1 1 avadoyio oyopidv Kot Koplrteldv 6to detypa

™G épevvag givar 29,6% ko 70,4% avtictoya.

= Ayopla = Kopitola

I'paonua 1. doro
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MMivaxag 2

A&oloynon oy vidion
M TA

Ymnpye ovtayoviopog KoTd Tn StipKELD TOV ToLVIOo; 1,09 0,29
‘Exaca ™ ovvdeon pe tov €€ KOGO. 2,32 1,36
"HpBeg mo Kovtd pe toug cuppantég cov; 3,18 1,40
"Hrtav onpavtikd yio céva va to Tog KaAd 6To oy viot; 3,22 1,28
‘Exaca v aicOnon tov ypdvov. 3,41 1,68
‘Egptacec ypriyopa oty enitevén T@v oté®mv Tov moryvidlov; 3,50 1,06
"Hpovv Babid cuykevipopuévog 6to moyviot. 3,55 1,18
To mouyvidr Bertiooe ) oTpaTyIKN IKAVOTNTO LLOV. 3,57 1,29
"Eviwoeg 0TL UTOpovGES VoL GLVEPYOOTELG e T LEAT TNG 3,82 1,33
oHadug Gov;
[Totevelg 6t mailovtog to monyviol Epadeg mepiocdTepa amd 3,95 1,36
ot B pabouveg amod to oyoikd Pipiio;
Eiocat wavomompuévog /m and v amdd0c1m Gov 6To oy vio; 4,00 1,13
To mayvidt oe Bondnoe va pabeig mAnpoopies oyetikd pe 4,22 1,17
Tou¢ OAVUTLOKOVG OLYDVEG GTNV OPYOLOTNTA;;
[T6c0o evdapépov Ba yapaktpleg To moryvidt; 4,22 1,00
[Tiotevelg 6t To mayvidl tav ypnoipo yoti Bedtiooe v 4,26 1,18
anddoomn Gov 6To panua;

[T6co dokédaceg mailovtog To moyvidy, 4,30 1,11

To mayvidt NTav aednTiKd evydploTo; 4,57 0,95
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2Opeova pe Tov mivaka 2, ot podntéc a&lohoyohv To moyviol g Tapa ToAD
aeOntikd evydpioto M =4,57, TA = 0,95) kou wg moAD drackedaotikd (M = 4,30,
TA =1,11), ypnoo yo v Pertioon g amddoong Tovg oto puadnua (M = 4,26,
TA = 1,18), evdwpépov (M =4,22 , TA = 1,00), ypioyo ywoo v ekpadnon
TANPOPOPLOV Yo Tovg OAvumiakovg aymves oty apyodtnto (M = 4,22, TA =
1,17), wavomomtikd ¢ mpog v amddoomn oto moyvior (M =4,00, TA = 1,13),
TEPIGOOTEPO YPNOIUO EVOVTL TOL oYoAkoD Pipriov M = 3,95, TA = 1,36),
ocvvepyatikd (M = 3,82, TA = 1,33), ypriowo yo v PeATioon T oTpatnykng
wavomtog toug (M = 3,57, TA = 1,29), ypnnowo yio v cvykévipwon (M = 3,55,
TA = 1,18) kot ypryopo g Tpog TV emiTEVEN TOV GTOX®V TOL TayvidoL (M =
3,50, TA = 1,06). Axopa ot pabntég a&lohoyohv o HETPLO EMIMEDO TO «YAGULO»
¢ aicOnong tov ypdvov (M = 3,41, TA = 1,68), v onovdardtto/ atio va whve
KaAd oto moyvior (M = 3,22 , TA = 1,28 ) kot va givol kovtd 6Toug cuupadnTég
toug (M = 3,18, TA = 1,40). EmmAéov kdtm Tov petpiov a&lohoyodv ot pabntég to
«AGLo» TG oVVdEoTG pe Tov EEm kOopo (M = 2,32, TA = 1,36) kot ToAD yapmAd
enimedo a&lohoyohv ot LabNTéG TOV OVTUY®VIGHO KOTA TNV OAPKELD TOV TOLYVIOL00

(M =1,09, TA = 0,29).

MMivaxog 3

Evdwapépov Tov madidv vo tai&ovv 1o moyvidl eKTog oxoieiov

N %
Nou 18 81,8
Oxt 4 18,2
Total 22 100,0

Xoppova pe tov wivoka 3, 1o 81,8% tmv Tondidv evolagépetan va maiEet

He Kamolov (pilo Tov To moyviol ektdc oyoieiov evad to 18,2% elvar apvnriko.
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= Nat = Oyt

Ipaonua 2. Evowagépov tmv maididv vo taiEovv 1o maryviol ektdg
oyoAeiov.

IMivaxaoc 4

[Towx otoyyeio Tov TayVd0L PPrIKEG EAKLOTIKG,;

N %

"E€umvo 1 4,35%
Koamyopromoinon/

TOUTENES 1 4,35%
Opadikotnta 3 13,04%
AL0GKESUOTIKO 3 13,04%
Aocteio 7 30,43%
Qpaia wotopia /

®Paio yeEVIKY 8 34,78%
I'vooelg 8 34,78%

2nueiwon: o T060aTd, avapipovial o€ 23 EYKOPES OTAVIHGELS TWV TOLOIWDV.

2opeava pe tov ivaka 4, oto 34,78% 1oV mAdOV GPECAV 01 YVAOGELS TOV
Tpocépepe To Taryviol poli pe to 6t Nrav wpaia wropia, 1o 30,43% TtV TUdLOV

TOVG Apece OTL NTav aotelo o moyviol, 610 13,04% TV TadIdV ToVS dpecE TOL
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NTav S100kedAoTIKO Kot elxe opadtkdTTa Kot 610 4,35% TV Tadidv ToVug Gpece

mov Ntav £EVTTVo Kot Katryoplonowovse / ERale Tapmées.

[VWOELG

Qpaia wotopia / wpaio yevika
Aoteilo

AL0OKESAOTIKO

Opadikotnta

Katnyoplomoinon/ tapuméleg

‘E€unvo

I'paonpa 3. XapaKTnploTiKAa TOV TAVIo00 TV APECAV GTO. TOLOLA.

Mivakag 5

T1 aAlayég Ba éxaveg oTo moyviot,

N %
[TeprocoTepeg TANpOPOpPiEg 1 4,55%
Aryotepn opuAio 3 13,64%
AAloyn mepieyopévov /
Bepatoloyiog 3 13,64%
Tinota 7 31,82%
[Tep1o6oTEPO dpacTHPLO 8 36,36%

2nueiwon: o T060atd, avapépovial o€ 22 EYKOPES OTAVTHOELS TWV TOIOLDV

2oppova e tov Tivaka 5, 10 36,36% tov modiov 8o 0eiay 1o moryviol

va gtvon TeprocoTePo dpaoctnpro, 1o 31,82% dev Ba NBehav tinota va aArdEel, TO
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13,64% 6a nBshav aAlayn Ospotoroyiag kot Arydtepn opidio kot to 4,55% 0o
nOedav TeplocOTEPEG TANPOPOPIEC.

Meplocotepo Spactriplo —36:36%
o (D ;: -

AAN\ayr) Tteplexopévou / Bepatoloyiog 13,64%

p—— T

Meplocotepeg mMAnpodopieg -4'55%

I'paonpa 4. Tr 0o 0ehav 1o Ta1o1d va arrhdcer 610 TOL)VioL

Iivaxog 6

"Eleyyog kavovikdtntog

Kolmogorov-Smirnov® Shapiro-Wilk

Statistic df P Statistic df p
Pre test
1. Niwbow 6t ehéyym ,243 19 ,004 ,822 19 ,002
puéonor| pov
2."Exm evolapépov yua ,383 19 ,000 ,690 19 ,000
TO padnpa
3. Nuiwbo gpmotoohivn 224 19 ,013 ,850 19 ,007
GTIG YVMGELS LLOV
4. H pédnon ,384 19 ,000 ,684 19 ,000
OVTOTOKPIVETOL OTIG
avayKeg pLov
(e&atopukevpévn
pabnon)
5. [Tepvam kald v ,236 19 ,007 ,850 19 ,007
®PO. TOV PadNUATOG




6. Niobow 611 dev BAeL
TOAD peyaan
Tpoondoeln vo KOV
Koo doknon

7. KatadaBaiveo tic
dtopbaoelg Tov
O0OKAAOV OV

8. Niwbw o1t pe T1g
dpaCTNPLOTNTES TOV
BiBriov kaTovod
KOADTEPOL TNV VAN

9. Mopdalopat tig
OTOYELS OV LLE TOVG
cuupaONTEG Lov

10. Mrmop® gvkora va
EMKOVOVA LE TOVG
ouppadnTég pov v
®pO TOV padNUaTOg
Post test

1. Ntobw 6t eAéyym
pébnon pov

2."Ex® evolapépov yua
T0 péOnua

3. Nuwbo gumietocivn
OTIG YVMGELS LLOV

4. H pdébnon
OVTOTOKPIVETOL OTIG
avayKeg pLov
(e&atopikevpévn
nadnon)

5. [lepvbio KaAd v
opa Tov padnuaTog

6. Niwbow Ot1 dev Béher
TOAD peyaan
TpoondOeln va KOV
Kémolo oKnon

7. KatadoBaiveo tic
dopbaoelg Tov
O0GKAAOV OV

,193

443

,301

,383

,260

,332

311

247

,332

,249

,190

,482

45

19

19

19

19

19

19

19

19

19

19

19

19

,062

,000

,000

,000

,002

,000

,000

,003

,000

,003

,071

,000

,881

,598

,758

,690

,836

733

176

,804

,718

, 784

,910

,507

19

19

19

19

19

19

19

19

19

19

19

19

,022

,000

,000

,000

,004

,000

,001

,001

,000

,001

,073

,000



8. N1vOw 611 pe T1g ,339 19
dpacTNPLOTNTES TOL

BiBriov kaTovod

KoAOTEPO TNV VAN

9. Mopalopat tig 271 19
OTOYELS OV LLE TOVG

oLUHOONTEG oV

10. Mrmop® gvkora va 173 19
EMKOVOVA LLE TOVG

ouppaONTéG Hov TV

MOPO. TOV LaONUOTOC

,000

,001

,137

071

,808

873

19

19

19

,000

,002

,016

a. Lilliefors Significance Correction

Ytov mivaka 6 eAéyyeton M KovovikOtnTo TOV Ogdopévav pe 0o
drapopetikovg ehéyyovg Kruskal Wallis & Shapiro Wilk. Kat ot dvo €leyyot
KataAnyovv pe v e€aipeon (o povo epmdtnong / pnetafAntig 0t ta dedopéva
dgv aKoAoLOOVV TV Kavovikn katavour kabmg p<.05. Adyw tov 611 ta dedopéva
dgv 0KOAOVLOOVV TNV KOVOVIKN] KOTOVOUR YPNOUYLOTOI0VVTOL WY TOPOUETPIKOL

éheyyor 60mmg o Mann Whitney yio aveaptmra deiypata & Wilcoxon ya

eEapmuéva detypota.
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Hivaxag 7

Awpopéc peta&y Pre & Post test w¢ mpog 1o eminedo Kivntpwv

Pre
test

Post
test

M

A TA

M

A

TA

%

1. Niwbow 6t ehéyym

uébnon pov

2. Exo evorapépov yla

TO padnpo

3. Nuwbo gumietocivn

OTIG YVMGELS OV
4. H pabnon

3,96

4,56

4,11

AVTOTOKPIVETOL OTIG

avayKeg Lov
(e&atopikevpévn
pabnon)

5. [lepvho Kaid v ®pa

TOV poOMpaTog
6. Niwbow 611 dev

4,28

3,81
0éheL

TOAD PeYaAn mpoondOei 3,3
VoL KAV KAmowo AoKNom

7. KatoroPaivo Tig

dopBmoelg Tov
dAGKAAOL OV

4,63

8. Nuwbw 61t pe t1g

OpACTNPLOTNTEG TOV

Biriov xatavom

4,19

KaAvTEPO TNV VAN
9. Mopdlopon T1g
OTOWYELS OV LLE TOVG 4,58

ocvppadnTtég pov

10. Mrmop® gvkora va

EMKOVOVA LLE TOVG

ocvppadnTég pov
TOL poOMUOTOG

, 2,41
™mv dpa

4 0,98

5 0,64

4 0,89

5 0,89

4 1,21

3 1,27

5 0,69

5 1,06

2 1,37

4,39

4,35

4,13

4,27

4,17

3,48

4,83

4,39

4,04

3,04

3

0,66

0,88

0,92

0,88

0,98

1,2

0,39

1,03

1,15

1,52

10,86%

-4,61%

0,49%

-0,23%

9,45%

5,45%

4,32%

4,77%

11,79%

26,14%

-1,485

-,821

-,373

-, 744

-1,410

-, 792

-1,190

-,578

-1,157

-1,684

0,138

0,412

0,709

0,457

0,159

0,428

0,234

0,563

0,247

0,092

Inueiowon: M = péon tyun, A = ddpecog, TA = tomikn amdkiion
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Ytov mivaka 7 pe v xpnon tov otatiotikod eréyyov Wilcoxon yia
eCaptopeva dstypato mapoatnpeitor 6Tl OV VIAPYOVV GTOTIOTIKA GNUOVTIKEG
peta&y Tov pre & post test mg mpog to eninedo KivTpov KabmOS OAa ta p >0.05. X¢
eninedo opwg 10% mopatnpeitonr 0Tt Peltidveror mn emkowmvio PE TOVG
ocoppadntég petd v mopéupaocn kotd 26,14% £Evavtt g KotdoTaong TPV TNV
napéuPaon (p = 0,092). Emumhéov mapatnpeitor 6t1 omv mAsoyneioc tov
ePOTOE®Y LIAPYEL Pertioon kol POVO GE TPELS VTAPYEL XEPOTEPELCT TMOV

OTOTEAECUATOV.
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IMivokag 8

Awpopéc oty a&loAdyNnon ToL oy vidloy petalld toudidv mov Ba Erolav to

oy viol eKTO¢ oyoAeiov Ko Tondmv mov dogv Ba to Emanlov

®a émonlec To Touyviot pe Kamolov eilo cov
eKTOC GYOAEIOV;

Naw Oyt

M A TA M A TA U p
[T6co druokédaoeg 4,67 5,00 59 250 2,50 1,29 3,500 ,002
nailovtog To Toyvidy,
To moyvidt nTov 4,78 5,00 55 3,50 4,00 1,73 14,500 ,019
aoOnTiKd gvydpioto;
[T6co evoapépov Ha 444 450 62 3,00 3,00 1,63 14,500 ,048
YOPaKTAPLES TO
oy viot;
Eiocat wavomomuévog 4,28 5,00 ,89 2,75 3,00 1,50 13,000 ,037

/M amd Vv anddoon

GOV GTO TTaVidy,

"Htav onuovtikd yuo 3,50 4,00 1,15 1,75 1,50 ,96 9,000 ,018
V0L VaL TOL TG KOAGL

OTO O VIO,

[ToTevelg 6t to 444 5,00 1,04 3,25 4,00 1,50 12,500 ,026
Ty viol NTav YPNGLULO

ywti Bedtiooe v

andO0GT GOV GTO

paonpas

To mayvidt og 461 5,00 61 250 2,50 1,73 7,000 ,006
Bonbnoe va pddeic

TANpoYopiec oyeTIKA

pe tovg OAlvumiakovg

AYADVEG OTNV

apyooTNnTO;

‘Eviooeg 011 3,94 4,00 1,30 3,50 4,00 1,73 27,500 ,539
UTOPOVGES VL

OLVEPYAOTELS pe Tal

HEAT NG OLAdOG GOV,

"‘Egtacec ypryopa 3,65 4,00 ,86 3,00 3,00 1,83 27,000 513
otV enitevén TV

oTOY®V TOL TOLYVIOOV;
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‘Exaca v aicOnon
TOL YPOVOUL.

To moyvidt ertiooe
TN GTPATNYIKN
KOVOTNTO LLOV.
Ympye avtayoviopuog
KaTd TN OdpKELD TOV
TOLYVIO100;

‘Exaca t cvuvoeon pe
OV £€® KOGLO.
"Hupovv Babia
OGLYKEVTPOUEVOS GTO
oy viot.

"HpBeg mo kovtd pe
TOVG GLUHOONTEG GOV,
[Totedelg 6T
noilovtag To Ty viol
énabec meprocdTEPQL
amd 6Tt O pabatveg
and 10 oyolko PiAio;

3,41

3,88

1,11

2,39

3,72

3,22

4,22

4,00

4,00

1,00

2,00

4,00

3,00

5,00

1,77

1,20

,32

1,42

1,02

1,35

1,17

3,25

2,50

1,00

2,00

2,75

3,00

2,75

3,50

2,50

1,00

2,00

2,50

3,00

2,50

1,71

1,29

1,15

1,71

1,83

1,71

30,500

13,000

32,000

31,000

21,500

33,000

17,500

,740

,064

,495

,655

,202

, 7194

,090

Inueioon: M = péon tiun, A = dbipecog, TA = tomikn andxiion

Youeovo pe tov Tivoka 8, mopatnpeitan and tov Eleyyo Mann Whitney

TG To. TodLd wov Bl Emonlav To oy viol EKTOC GYOAEIOL EVAVTL TOV TAUOLOV TOL

dgv Ba to émanlav

OloKESOGV TEPLGGOTEPO GTO TOLKVidl, TO Oedpnoav

TEPLGGOTEPO EVYAPIGTO KO EVOLOPEPOV, NTOV TEPICTOTEPO IKAVOTOMUEVOL OTTO TNV

amtdd0GT TOVG GE ALTO, NTOV TEPICCOTEPO CUOVTIKO VO TA TAVE KOAG GTO Tty vidt,

Bedpnoav 0Tt Ntav meplocdtepo ¥pNoo yoti Pedtiooe v anddOGN TOVG GTO

péonpa kot toug Bondnoe meptocdTEPO Vo LdBoVY TANPOPOPIES TYETIKA LE TOVG

Olvpmiaxovg ayoveg oty apyordtnto (p<0.05).
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KEDAAAIO S

YounEPAoHoTO

5.1 Epunveia tov aroteleopdtov fdoel Tov Osoprov Yo ta
Kivntpa

210 onueio avtd, Bo epunvevBOVV TO UTOTEAEG LT TOV EPOTNUATOLOYI®V
OGOV 0POopA Ta KIvTPa Kot TO TOGO0TO aHENCNG TOVG Pdoel Tv dvo Bempidv Yo
T Kivntpa Tov avalvdnkay tapandve, ekeivn Tov avtonposoloptopod (SDT) ko
exeivn tov Keller. 'Etot, Oa pavel mapdiinio oot GuyKekpévor yuyoloyuol Ko

YVOGTIKOL TOPEYOVTES TOV GLVIEOVTAL LLE TV OVENGT TV KIVITPOV, EVIGYLOTKOY.

5.1.1 Ozmpia Tov ovToTtpocsdopiopod (SDT)

Katd tovg Deci & Vansteenkiste (Sailer et al. 2017), n Bewpio TovL
OVTOTPOCIOPIGLOV JiVeL W1aitepn EREOCT GTNV EMOPAOT TOL TEPIPAALOVTOG TN
dwpopemon tov kivintpov. ‘Etot, to gamification, to onoio diabétel oyxedlaotikd
ototyeio maryvidoy (game design elements) dOvaTol VO EVEPYOTOMGEL TIG TPELS
WYUYOAOYIKEG avaykeg mov cuvvdéovtarl pe to Kivntpo (Sailer, Hense, Mayr, &
Mandl, 2016). Tétowa ototygio ivar o1 TOVTOL, 01 Tivakes kKotataéng (leaderboars),
ta. euPAnuota (badges) ta ypagikd emidoong (performance goals), ot wotopieg
(meaningful stories), To avatar kot ot GuumaikTeS. ATo TO TOPUTAVED GTOLKElN, GTO
GUYKEKPIUEVO EKTTOOEVTIKO AOYIGHIKO ypnotpomombnkay to leaderboards, m
otopio, to avatar kou ot ovumaikteg. Eivor epgoavéc, Aomdv, cOpupova pe
Biproypapio, mmg To cvuykekpyuéva otolyeion cuviéhecav otnv avénon Twv

KWW TpOV.

Ewwotepa, 6cov apopd to epotnpatoAdyla, Kotd T OBewpla TOL
OLTOTPOCIIOPIGHOV, Ol TPES POCIKEG avAYKES TOL HEAET®VTOL Ppiokovion G€
avénuévee TWEG KATA TNV EG0YMYN] TOL EKTOOEVTIKOD AOYIGUIKOV. XTO
EPMTNUATOAOYLIO AVIYVELONG KIVATP®Y TO GTOLXELO TNG awTovopiog Ppioketol o
VYNAG enimeda. Ot podntéc vidbBouvv 6Tt pmopovv va EAEYEOVY KaAvTEP T LdOno

toug (M= 4,39), £&yovv omAadn elevbepio Kivice®mv oTIC EMAOYEC KATA TNV
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eKTTAOEVTIKY dtadtkacio. To mocootd Tapovotdlel o peyaAvtepn avénon oe
oxéon He TV TN Tov Kotaypdonke mpw v mopéuPacn (M=3,96). Xe avtd
umopel va cuvéBaie n Tapovcio Twv avatars, To omoio, COLE®VL LE TOLG Anneta
(2010) xou Peng et al. (2012) mapéyovv otov maiktec elevbepia emroydv. Emiong,
ot pafnTéc umopovv vo Tpofolv 6e aTodOPOHOOT TOV ATAVINCEDY TOVS KL OC EK
TOVTOL OTY peyaAvTePN Peitioon Tovg, epdcov yio kdbe AavBacuévn amdvinon
TOVG, TO AOYIOUIKO TOVG EMITPENEL VOL OMGOVV €K VEOL U0 amdvinor. To otoryeio
avTO CLUPAALEL 6T peYaAVTEPT aveaptnoio Tov pabnt Kot avtovouio Katd T
péonon. I ovtd to Adyo, onMUEIDOVETOL KOADTEPT KOTOVOMOY 1TNG
avaTPOPOSOTNONG TOV KaONYNTY TOoVG amd Tovg padntég (M=4,83), Emumpdcbera,
6T0 gpOTNUATOAGYIO a&lOAdYNONG TOL TToy VoL ot padntég eivar oe Béom va
Kpivouv 1 ¥pNOOTNTO TOV TOLYVIO0D Kol T GLVEIGPOPA TOL TN PerTion g
amddoons tovg 6to pddnua. H a&oddynon tovg kupaivetal HOAMOTO 6E VYNAQ
enineda (M= 4,26). Onwg £xel emmbei amd Toug epevvntéc (Rigby & Ryan, 2011),
N Ymapén kdmotag wotopiag ota TAaicio tov gamification, pmopei va fondnoet Tovg
pantég va aE0A0YNGoVY KOADTEPE TN ¥PNOWOTNTA N UN TOV TPAEEDV 1| TOV

dpACTNPLOTATOV TOL AAUPAVOVY YDPO GE VTO.

H debtepn avéyxn g wavotntag, tov austnuatog g avtonemoidnong
TOV LoONTOV KOTd TNV EMLTVUYT SIEKTEPAIMOT TOV EKTAOEVTIKMY dPOUGTNPLOTITOV,
napovolaletar  emiong oavénuévn. Xto  ep@TNUATOAOYI0  a&lOAOYNOoNG  TOV
TOLYVIO00, GTNV EPATNON OV Ot LoBNTES givol IKOVOTOIEVOL A TNV ATdd00T
TOVG OTO TouYVidl, 1M TN Kupoivetal og aitepa vymAd eminedo (M=4,00).
Toawtdypova 6ToL EL0 TOV AMOOEIKVVEL TWG 01 LoBNTEG acBAvVOVTOL TKAVOTOINHEVOL
He TV amoKTNomn Hog véag 0eE10ttag amotelel 11 AvOdIKY TN TOL APOPA TNV
gpmtNo” PEATiOONG TOV GTPATNYIKOV 1KOVOTHTOV TV podntodv (M=3,57). Xto
EPOTNUATOAOYI0 aviyveELONG KIVNTP®V, OV0 EPMTACELS OV OYeTIlovVTOl HE TNV
KavoTNTO EIVOL 1] EUTIGTOGVUV TOL olcOdvovTal ot LaBNTEG Yol TIC YVMOOELS TOVG
Kot To aicOnpa 0Tt dev yperaletan peydAn Tpootddeia vo Kdvouy Kmowo doKNoT).
Kot ot1g 600 meputtdoelg ot TipéS etvat vYnAEG, @GTOG0 TOPOLGIALOLY Lo LK
avoolKn| mopeia e oyxéon pe v mpwv v mopéuPacn puértpnon (n dweopd
xopaivetonl o€ 0,02 oty Tpdtn Tepintwon kou 0,18 otn dgvTepn). 10 TapOTAV®

amotélecpa iowg va cuvéBaie n Vapén Tov leaderboards katd v didpkela TV
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afAnudTov, piog Kot omoteAovy péoa ahEnong g avaykng tng wavotntog (Hense

et al., 2014 oto Sailer et al. 2016).

Ocov agopd v tpitn avaykn g SDT Bewpiloc, T oyetikdOTTO, 00LTN
AVOQEPETOL OTO. ECOTEPIKA KIVNTPOA, TO. OTOl0L OVOTTOGGOVTAL OTOV GTO GYOAMKO
TePPAALOV KUPLOPYOVV VYIELS OAMPOCOTIKEG GYECGELS AVAIEGO GTOVG LoBNTES,
QOVGI0 OVTOY®MVIGHOV Kol TOPEAANAQ TO aicOnuo TG ac@AAElng Kol TNg
amOd0YNG. XTI EPWTNOELS TOL OPOPOVV TNV EMKOWMOVIOL TOV UaONTOV LE TOVG
ovppadntég Toug («Hpbeg mo kovid pe toug cuppadntéc covy kot «Mmopd va
EMKOVOVA LE TOLG GLUUAONTEG LOL TNV DOPA TOV HOONUATOG)) KATAYPAPOVTOL
oyxetikd vymAéc Tuég (M=3,18 oty mpotn epdtnon kot M= 3,04). Xtnv devtepn
pdAicta epd@TNoN ivor ailoOnT o aENCT] GTNVY T GLYKPLTIKA LE TNV TPV TNV
napépuPaon pérpnon. Awkpiverol, Aowrdv, mwg To moryvidl cuveéPaie oty avénon
™G emKovmviag Tov podntav. '’ avtd 0 avTayOviGrog mov VIdpyel avapecd
TOVG KT T SLAPKELN TOV Ty VIOo0 Tapapével o Yoauniéc tuég (M= 1,09), evo
10 aicOnuo 6Tl LTOPOVV VL GLVEPYIGTOVV UETAED TOVG 01 GLUUAONTES KupaiveTot
emiong o€ oxeTikd KoAES TYéG (M=3,82). To ekmadevtikd Aoyiopukod péca amd v
otopio. TOL KOt TO aPNYNUATIKO TOov TAaiclo avabéter otovg pabntég évav
ONUOVTIKO pOAO, EVO aVOAQUBAVOLY TNV ENITEVEN KOOV GTOY®V , TPAYLO TOL
ouuPdALEL TNV gvepyOmOinoT Tov KOwmvikoy cvoyetiopol (Sailer et al., 2013).
EmmAéov, n Vmopén TV GUUTAIKTOV 6TO EKTOLOEVTIKO AOYIGUIKO, Ol 000l OU®G
dgv mailovv oto mouyvidr (non-player characters), evioyber 10 aicOnua g

GYETIKOTNTOG.

Evtovtolg, ot paOntég oty gpotmon oav umopodv ot podntéc va
popdovtal Tig amOWYELS TOVG LE TOVG CLUHOONTES, amavToOV pev BeTikd Katd £va
peyaio tocootd (M=4,04), ®wotdc0 daKkpivetol PElOT TNG TIUAG GLYKPLITIKE UE
™V Tpwv Vv TapEppocn pEtpnon, n onoio avépyetor oto M=4,58. TTiBavov katd
™ owpkel ™G mopéuPacng ot padntég va giyav omd TN poL HEYOAVTEPT
SuVATOTNTO EMKOWVMOVING KOl CLVEPYOSIOG, OAAL vo unv pmopovcayv Adyw®
amovGiog yPOVoOL N Kot amoppOeNong omd To Taryvidt, T SuvaTOTITO OVGLUCTIKNG
AVTOALOYNG OmOYE®VY. Xe YEVIKEG YPOUUES, OUMG, O OEIKTNG TNG GYETIKOTNTOS TNG
Bewpiog Tov aWTOTPOGOIOPICHOD eVTOTILETAL GE AVENUEVES TYLES OTIS OITOVTIOELS

TOV padnToVv.
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Béogt tov mopandveo mopatnprGE®V GLVAYETOL TO GLUTEPUGHO TWG Ol
Katd ™ Bewpia TOL AVTOTPOGOIOPIGLOV, Ol TPEIG CLUVIGTAOGEG TOV AVAYKMOV TOV
pobNTdV Kopoaivovtal 6e VYNAEG TYES, EPOGOV dEV OMUELDVETOL TOLOEVE TGN
™G TG Kat® tov 3. Ymnp&e avénon e TG TouG UETE TNV E100Y®OYY TOL
AOYIGHIKOD, aKOUN Kot ov NTav pikpn. [dwaitepa evioyvuéveg mapovstalovtot ot

avAYKES TNG AVTOVOUTNG KoL TNG IKOVOTITOG.

5.1.2 KELLER-ARCS Model

[TA00¢ epgvvntdv epappolovv to povtéro tov Keller, yuo ) dtapdpopwon
Kol TOV oXedaopo dadiktvokmv podnuatov (web-based courses) (ChanLin LJ
(2009). Xopgpwvo pe tovg Hidi & Renninger (2006) to gamification cuvdéeton
dueco pe to tetpapepés poviéAo ARCS tov Keller. Avtd ocvpaivet, S0t T0
gamification apywkd evepyomolel v mpocoyn twv padntov, éncrta eEAntel To
EVOLAPEPOV TOVG KO TEAIKA TOVG TAPOTPVVEL VAL AVOTTOEOVY EGMOTEPIKA KivnTpal
uabnong (Thurston, 2018) .A&iletr va emonpovOei BéPata tmg to ARCS poviédo
neplhapuPdvel évo GOVOAO Oamd GTPATNYIKEG OYESOCUOD MG O10acKOANG,
npokeéVoy va evicyvboiv ta kivntpa (Keller, 1987). ' avtd empoxerto va
e€etacbel av to povtédo tov Keller padi pe 11 otpatnykég tov epapudlovral 6to
TAOLG10L TOV EKTOOEVLTIKOD AOYIGHIKOD KOt TNG OKPIoNG TOV LOONTOV HEGH TMV

EPOTNUATOAOYIWV.

O TpdTOG TOPBEYOVTOS ALPOPA TV TPOGOYT TOV HLOONTAOV, TV KIvNTOToinom
ONAadN ™G TPOCOYNS TOv HabnTh Yo T O1EYEPOT TOV EVOIPEPOVTOS TOV GTO
dwaokopevo avtikeipevo. Katapydg, To 1010 10 EKTodEVTIKO AOYIGLUKO LLE TOL game
design elements wov d01wBétel , €& opiopod mAnpol T1g Tpovimobéaelg evog HEGOL
dlTpnong Kot avénong g Tpocoyns TV LoNTOV GOUEOVA LLE TO LOVTEAO TOL
Keller (Keller 1987 ocel. 4 attention strategies), kabBd¢ amotedel Eva
o VIOoToOMUEVO péco  petadoons g yvaoons. IapdAAnia 1o ekmaidevtikd
AOYIG KO SLOOETEL OTTTIKESG KOl NYNTIKEG OVOTOPACTAGELS, EVO TAPAAANAL avaBETel

GTOVG LaONTEG TNV EMIALGT TPOPANUATOV KOL TNV AVTLETMTIOT TPOKACEWV.

2TO GUYKEKPUEVO EKTOOEVTIKO AOYIGUIKO TO GTOlXEl0 NG MPOKANGNG,

eviomiletar oe Owdpopa onueia. Kartapyds, otr poabntéc-maiktec mpémer va
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OTOVTIICOVV GE EPMTNCELS TPOKEWEVOD VO GLVEYIGOLV TNV TOPEi TOVG GTO
mayviol. To €idog twv epmtoey dtaupépetl Kabe popd, To eminedo tng Suokoiiog
TOV EPOTNCEMV GAAOTE lval YOUNAOTEPO Kol GAAOTE LYNAOTEPO, YEYOVOS OV
av&avel to ototyeio g TpdxkAnong otovg pabntéc. Emiong, katd tn didpkelo tov
TALYVIO00, 0 ¥PNOTNG KaAEiTOL VO EELYVIAGEL £V LLGTHPLO KOL VO OTOKOTOGTIGEL
poe adikio €1 Papog evog Npma ToL TOLVISD aVTOV, YEYOVOS TOV EVIEIVEL TO
otoyeio NG mPOKANONG Yoo tov ekdotote maiktn. Télog, 10 otoryeio NG
TPOKANGNG EVIGYVETOL KOl HECH TOV OYOVICUATOV TV OADUTIOK®OV 0yOVOV TNG
apyodTNTOG, To 0Toio propel vo aiEel o EKACTOTE XPNOTNG. X€ avTd afloloyeitot
N KoAvtepn dvvatn enidoon, ondte o0 kdbe ypNoTNS 6TOYEVEL GE OGO TO dLVATOHV
KaAVTEPN Yo Vo elvan TpdTog. Emopévmg, Ola ta mopandve Giyovpa UmTopovv va

KePOIGOLV TV TPOCOYN TOV LaNTOV Kot vo eEQyouv TV TEPEPYELL TOVG.

E&etalovtog Ta epotnuotoAdyLa, To 6ToLyelo TG TPOCOYNG OvTaVaKAdTOL
oTig amavinoelg Tov padntov. Koatapyds, oto «epotnuatordylo a&loAdynong
TOLYVIO00» O TOPBEYOVTOG TNG TPOCOYNGS, EVIOTILETOL GTO EpMOTNLA «MLovy Babid
GLYKEVIPOUEVOS 6TO oy vidw. O H€cog OpOg TOV aTAVINGE®V TV Ladntav eival
v amd ™ péon (M= 3,55), yeyovag Tov QavEPOVEL TMG LEGM TOV EKTOLOEVTIKOV
AOYIGKOV OV Ypnoporomdnke, deyépin o€ tkavoromTko Babuo n mepiépysia
TOV LodNTOV TPAYHO TOV 03N YNGE GTNV EVIGYLON TOL TTAPAyovTa TNG Tpocoyns. H
AAVINGT QTN G€ GLVOVAGUO LE TIG BETIKEG OMAVTIGELS GTNV EPATNON «EXACO TNV
aicOnon tov ypdvovy (M=3,41), @ovep®VEL TNV ECTIWIGUEVY] TPOGOYN TOV
padntav. Avtictotyo 6TV €pOTNOT KOTE «TOGO EVOLAPEPOV NTAV TO TOLXVIOW N
amavtnon TV podnTov Kopoivetor 6 vynAd erineda (M= 4,22). And v GAA
OUMG OTO OELTEPO EPMTNUATOAOYIO, GTNV EPMTNOY «EX® EVOLLPEPOV Y10 TO
péonpoy eaivetor Tmwg 1 T eAaepd peumdnke amd v pétpnon pro test. H tyun
tov M=4,35 mapopével vynmir, dgiyvel ™ dwtpnon v kvntpov. Qotdco 1
peiwon Tovg amd v pre test pétpnon umopel va ogeiletan otn Bepatoroyio Tov
EKTTALOEVTIKOD AOYIGHIKOD, 1 ool Pmopel v UV TPOGEAKLGE TOGO TOLG HOONTEC.
Alwote, ot podnTéS eiyov amd Tpv vYNAL KivnTpa KoL T0 EVOLOQEPOV TOVS NTAV

Nnon Wiaitepa vynAd (M=4,56).

O oebtepog mapdyovrag Tov ARCS model Tov Keller agopd ™ cuvvaeeia,

n omoila oyetifeton pe T ovVOESN TOL UAONOLKOD TEPIEXOUEVOV LE TOVG
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EKTTALOEVTIKOVS GTOYOVG KOl TIC OvAYKeS TV padntov. O 6pog cuvdéeTan pe v
eMiTeVEN oG SOUCKOAING TOL TKOVOTOIEL TIG OVAYKES KOl TOVG GTOYOVG TMV
podntov. I' autd eivor avaykaio To TePlEYOUEVO TOV H1OUCKOUEVOL LB LLOTOG

va ouoyeTileToN e AV TOVG,.

H mapovcio tov mapdyovia g cuvdeelog eival epueavig Kot oto dVo
EPOTNUATOAOYIO.  ApPYIKA, OTO EPOTNUATOAOYIO OViXVELONG KIWNATP®V, GTO
EPOTNU «1) LAONOT OVTOTOKPIVETOL OTIS AVAYKES LOVY, OO TIG ATAVTNOELS TOV
poONTOV petd TN SWaKTIKY TopEUPaoT), EMONUOIVETAL TOG TO TEPLEXOUEVO TOV
EKTTALOEVTIKOD AOYIGHIKOD €lval TOAD KOVTA GTOLG GTOYOVS oV €xovv BEael ot
paOnTég, Hog Kot 0 HEGOG OPOG TOV OMAVINGEDMY TOLG KUHOIVETAL GE TOAD LYNAQ
enineda (M= 4,27). [opatnpodue ¢ kol mpv T SWOOKTIK) Topéppfoocn ot
amovinoels Kopaivovral e€icov e vYNAO Péco Opo, GYedOV 1010 e AVTOV PETA TN
dwaktikn moapéupaocn (M= 4,28). Emopévmg, eivar onuoviikd mmg dev vanpée
OVLGLOOTIKY TTAOOCT) TOV TOPAYOVTO TNG GUVAPELNG METE TN O0aKTIKY TopEUPaon.
[MopdiAinio, ©10 €POTNUATOALOYIO 0EOAOYNONG TOL mOVdWD To EmMimeda
cuvaeelog etvatl TOAD VYNAQ, YEYOVOS TOL TIGTOTOEITOL Omd TOV HEGO OPO TV
amovVINoE®V TV nadnTov otic epotmocls o) «Iliotevelg 6t mailovrog to mayviot
éuabec mepiocodTepa amd 0t Ba pdbaves amd 1o oxoikd Pipiio (M= 3,95), B)«To
moyviol oe forinoe va pabeig mAnpopopieg oyeTikd pe Toug OAVUTIOKOVG OyDVES
omv apyoottos» (M= 4,22). Onwg ¢aivetar 1 cuvdeelo Kopoivetol oe VYNAA

eninedo 6To GLYKEKPYLEVO detypa pobnTdv.

Tpitog mapdyovtag tov ARCS model tov Keller eivor avtdg g
eumiotoovvng. O mapdyoviag avtdg EOVEPMVEL KOTA TOCO O padnte vidbet
EUMIGTOGVUVI OTIG YVAOOELS TOV. XTO EPOTNUOTOAIYO OviYVELONG KWNATP®V,
SMICTMOVETOL TG TO EMIMEDO TNG EUMIGTOGVVNG £Vt opkeTd VYMAS péca amd Tig
amovTNoELS TOV Lodntdv ota epotuata «N1OO® EUTIGTOGVUV GTIC YVAOGCELS LOLY
Kol «N1wBw 01t dgv BEAeL Ko TOAD peYIAN TPoSTAdELn VO KAVE® KATO10, AGKN o1
M= 4,13 xou M= 3,48 avtictoya) ot omoieg 00OMKav HETA TN OOOKTIKY
napépuPoon. Ze avTimapaforn Le TIG AmavIioElS Tov d60nKay amd Tovg padnTég
TPV amd TN O00KTIKY TopEUPaoT, TOPATNPOVUE TS LRAPYEL AENCT TOL
TOPAYOVTa TNG EUTIGTOGVVIG KOOMDS GTO EpOTNUO 0 HEGOG OPOG TWV ATOVTICEWDV

ntav 4,11 evd oto devtepo 3,30. EmmAéov, ot pobntéc éptacav ypnyopa oty
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EMITEVEN TOV OTOYOV TOL TOLYVIOWD, OT®G GOIVETOL OO TN HECT TN TOV
AmOVINOE®V TOV ep@TNuoToA0yiov (M= 3,50). TéLog, o1 pabntég eivan og Béom va
KOTaAGBovy TNV avaTpo@oddTNon Tov dackdiov tovg (M=4,83). EmuAéov, kotd
TN S1APKELD TOV TTOLYVIO0V, OTOV Ol LaBNTEG OEV OMAVTOUV GMOTA, TOLG OIVETOL M
duvatodHTTo Vo SOcOoVV €K vEOL pia amdvtnon. H duvatdtnta avtr amoteAel Eva
€100G avaTPOPOSHTNONG Y10 TOLG LOONTES, 01 OTO101 OLGLUCTIKG VTOdIOPHMVOVTOL
Kol €101 BEATIOVOLV TNV EMIO0CT] TOVG. ZTOLYEIO TOV AVEAVEL TOV TAPAYOVTOL TNG
EUMIOTOOVVNG &eivan emiong kor o Pabudg OvokoMog TOV EPOTNCEMV Kol
dpPUGTNPLOTATOV, O OTO10G TPAYIATL GTO Ty Viol av&aveTal otadiakd. Bdcel tov
TOPOTAVO TOPATPNCEDV, AOUTOV, LECH TNG SOOKTIKNG TapEpuPaong pe T fondeia
tov Gamification enjAfe adENGN GTOV TOPEYOVTO TG EUTIGTOGVVIG TOV EIVOL £VOG
Ao TOVG TEGGEPLS DEUEAMDOEIS TOPAYOVTES Y1 TV AOENCT) KO T S10THPNON TOV

KIWVATP@V KOTA TNV EKTOOELTIKT dtodikaacia.

O 1ehevtaiog mapdyovrog eivon N tkavomoinom, to BeTikd ocOnuato TV
ponToOv Katd TNV EKTOOEVTIKY TPAEN mov pmopoldv va eméABovv pécm g
emPpafevong 1 g dokedaong tovg. O mapdyovias avtodg eival onUovTKog

KkaBmg 0dNyel oTN INUOLPYIKT APOLOIWGT TNG YVAGNG.

H emBpdéfevon yevikd oto gamification pmopei va emitevyBel pe dtpopovg
TPOTOVE, LEGM TNG OAOKANPOONG EVOG EMUITESOV GTO TOLYVIOL KO TNV EICOYMYY| GE
éval Kovovplo, HEG® evOog TeMKOL emdBrlov mov diveton oTOVG VIKNTEG, OAAG
YEVIKOTEPO KOl LEGOL OO TNV TEAKT] OTOTIUNGOT TNG YVOONG KOl TNV EUTEPLOG TOV
KaTEKTNOOV Kot TN ddpkela Tov moryviolov (Molumby,2016). 1o cuykekpipuévo
EKTOOEVTIKO  AoYlopiKd, mapatnpeiton n emPpdfevon oe mowiio onueio.
Katopydg, ot pobntéc oamavioviog omotd OoTlg  €KACTOTE  EPWTNCELS,
emPpapedovior LEGH TOV «EMAOALOLY» TOL TOVS TPOGPEPETAL, ONAADT TNG CLVENIONG
NG TAOTYNONG TOLG 6TO TEPPAAAOV TOV Ty VooV, EmumAéov, ) ohokApwomn Tov
TOYVIOO0 KO 1) EMTUYNG €MIALOM TOL HLGTNPIOV, HE TNV ATOKATAGTACT] TOL
adtKNUEVOD aBANTN TV OAVUTIOKOV AyOVOV , TPOCPEPEL GTOVS HABNTES Ot LOVO
10 aicOnuo g emPpaPevong ywo Tov TEPUATIOUO TOV, OAAG Kot TNV MO

emMPpaPevon Kot OTOLIKY TKOVOTOINGT| Y10 TV ATOKATAGTACT) TOL OKOI0V.
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Ocov apopd t0 €pOTNUATOAOYIO, OTO  EPOTNUATOANYIO aViXVEVLOT|S,
atesOnt givar n avénon (M=4,17) 100 T060GTOV IKAVOTTOINGNG GE GYECN LE TNV pre
test avéivon (M=3,81). IlapdAinia, oto €p®OTNUOTOAOYIO OEOAOYNONG TOL
o vIoov ot pabntég onAmvouy og 1dtaitepa VYNAO TOG0GTO OTL S1UCKESUGOV
Katd TN Sudpkela Tov wayvidto (M= 4,30) kot 6Tt 10 prKav aentikd vydploto
(M= 4,57). MdAioto, VidOouV 18101TEPO IKAVOTOMUEVOL LE TNV aTOO0GT TOVG GTO
moyvior (M= 4,00). TTapdAinia, oe wKavomomrtikd vynAd Pabud eaivetor vo
Bpiokovv ot padntég v Pertioon g oTpatnyiKng Tovg tkavottog (M= 3,57).

Emopévag, 10 mayvidomomuévo Aoyiopikd katd to ARCS Model
Katdpepe TO00 Vo dloTnPNoEl, 660 Kot va ovEAGEL ToL Kivitpo TV HodnTov.
2uvovalovTag Kot TOVG TEGGEPELS TAPAYOVTEG TOV EVIOTILOVTOL GTIG EPWTIGELS TOV
epOTNUATOAOYIOV KoL TNV avénuévn avtondkpion tov podntaov (6heg dve tov 3),
OTOOEIKVOOVV TIMG TO EKTALOEVTIKO AOYIGHIKO TAN POl TIg Tpodmobésel tov ARCS

Model.

[Swaitepa yapaxmpiotikod etvar 0Tt and dGAovg tovg mapdyovteg tov ARCS
Model, evioyvpévog mapovsialetar o mapdyovtag g tkavonoinons. To mouyvidn
Oyt novo mpokaAel otovg pabntég Betikd ooBnuato katd T S1dpKE TOL
O VIOV, 0AAG TapdAAnAa aicBdvovTot tkovoroinon omd v anddocn TOVG GTO
moyviol. H exkminpoon tov otdymv toug Kot 1 emPpdfevon mov dExovTon Yo avTy|
péca 6To oy viot (To TEPAGLLO GE SOVCKOAITEPES TIGTEG GTO ALY ViOL, O TEPUATIGLOG
TOV TTALYVIO0V), GE GLVOVAGCHO LE TNV O10GKEDACT) KO TO OUEIDMTO EVOLUPEPOV TOVG

, EMOPOVV 6TV AHENGN TOV KIVITPOV.

5.1.3 Ta gidn TOV KivijTp®V OV EVIGLONKAY

Ytoyog tov gamification givar vo avénoel ta ecmtepikd kivipo (
Dahlstream, 2017). Avtd o@eiletor ot0 YEYOVOC TG TO €0MTEPIKG KiviTpo
ATOTELOVV 0L QLGIKT E0MTEPIKT dVVaAUN TV MOl Ta dTopa oty e€gpedivnon tng
YVOONGS, 6TV ALTOPREATIOON Kot avATTUEN TV IKOVOTATOV TOVG dlYmG £MTEPIKN
nieon M enépPoaon. ' avtd 10 Adyo eivar oNUOVTIKOTEPO Y10 TOVG HOBNTEG OTNV
ekmaidevon va wbovvrat oyt poévo amd v emPpdfevon N v Twwpia, aAld amd

TNV E0MTEPIKN OVAYKN Yoo pabnomn, otoyeio mov Ba €xel ovolOGTIKOTEPA
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QMOTEAECUOTO. OTNV OPOUOI®MON TNG YVAOONG Kol OTNV  UEYOADTEPN YPOVIKA
SlTPNOoN TOV KIVATPOV TOVLG GTNV EKTOLOEVTIKY Oladtkacio. Ao TV GAAN, Ta
eEoTePKG  Kivntpa 0ONYOUV OE  UEHOVOUEVEC TPAEES Kol  HELOVOUEVQ

armotedéopoarto. (Deci R. &., 2000).

Qot6c0, pehéteg mov €yovv deaybel dev €yovv amodeifer OTL TO
gamification evioyvel amokAEOTIKA To. ecmTePkd Kivntpa ( Dahlstrem, 2017).
‘Epevvec mov €yovv defoybel  oyetikd pe 1o ovykekpiuévo Bépa, dev €youvv
KOTOANEEL € Eva OPIOTIKO GUUTEPAGLO, OALL TOIKIAOLY avdAoya TNV Tonobecia,

TOVG 6TOYOVS Ko To Kprtipla wov tifevtar kabe popd ( Dahlstrem, 2017).

‘Eto1, 10 &v AMOym exmoudevutikd AOYIGHIKO, €VIoYVEL TOPAAANAL TO
€0MTEPIKA KivnTpa TOV HoONTOV, 0AAG Kot Ta eEwtepikd. Katd v Bewpia Tov
AVTOTPOCIOPIGHOD, dVO PacikéG avAyKeG TPEMEL VO OVOTTOGCOVTOL YLl VO
VILAPYOLY ECMOTEPIKA KivnTpa, eKetvn TG awtovopiog (autonomy) kot gkeivi g
wovottag (competence) (Deci R. &., 2000). Onw¢ avaidbnke mopomdve Kot ot
0o avaykeg evromiovtar e VYNAEG TIWEG OTIS AMOVINGELS TOV HoONTOV GTO
epoTNUATOAOY10. Tavtdypova, 6To Tayvidl avédvovtat kot Ta eEOTEPIKA KivnTpa,
KkaBmg o1 pontéc emAvovTag TpofANaTO KoL HUGTPLoL cLvEYILoVY TNV TAOTYNoN
TOVG OTO Talvidl Kot odnyobvtolr oTov TEPUATIGHO Tov. Eviovtolg, oto
EKTTOOEVTIKO AOYIGIKO dgV KLplapyoVV ta otoryeio emiPpapevong (rewards), evod
Agimovv ta oyedooTikd oToryein o VoD, OTMG ot TOVTOL Kot T EUPANpOTO
(badges) mov oyetiCovtan pe 1o eEmtepikd kivntpa. Amevavtiog, epgaviovrot
otoyyeio TOV EVIOYLOVY TO EGOTEPIKE KivTpa TV pontov, OTmg givor 1 16Topia,
ol cvumoaikteg Ko ta avatars. 'V awto, peyaddtepn mbnon diveton oty evicyvon

TV ECOTEPIKAOV KIVI|TPOV.

5.1.4 To 060010 EUTAOKNG TOV HodNTOV
To moG00Td 1TNG €UMAOKNG  UEAETATOL, €POGOV  OmoTeAel o
aAAniocvvoedevn pe 1o Kivntpo évvoro kKo pmopel pall pe to kivntpo va
amoTEAEGOVV dVO PAGIKOVG TOPAYOVTES HLOG ETLTVYOVS EKTOLOEVTIKNG O1UOTKAGTOG.
[Tponyovpeveg épevveg amédeiEay v enidpaocn mov £xel To gamification

0TO engagement KOTA TNV EKMOOELTIKN OladKacio. Xvykekpiuévo, o Hamari.
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(2014) peretdvtag 24 pelétec 60 review tovg, KatéAnée Ot o1 mePIociTePES omd
TIG TOPOTAVE EPEVVES TIGTOTOOVV TNV dpeon oyéon petalhd gamification kot Tov
engagement tov podntov. Avtictoyo katl ot Seaborn and Fels (Seaborn & Fels,
2015) e€etaloviog v Toudoyylkn oamfynon tov gamification péoa oamd 32
peréteg, katéAn&av tmg 20 and tig 32 perétec ovvdéovv to gamification pe to

vyYNAG eminedo Tov motivation kat tov engagement (Alsawaier, 2017).

To cLYKeEKPIUEVO EKTONOEVTIKO AOYIGHIKO TTOV YPNCLOTOMONKE Y10 TNV €V
MOYy® €pevva cuvdéel Tovg Opovg Tov gamification kol engagement Kot QaiveTol
TOG KOTA TN OdpKeln TOV TovidoL avENONKE 1) GUUUETOYN-EUTAOKT)  TOV

padntav.

Kotd tov Hamari et. al. (2016), o 6pog engagement (eumAoKN-GUUUETOYT)
oto game-based learning, ocvvdéetar pe Tpilon otoryelo, TV avEnorm g
oLYKEVTPMONG (concentration), Tov evolapépovtog (interest) Kot TG SGKEIUONG
(enjoyment). Me Bdon to 000 pOTNUATOAOYLO. TOL YPNOLOTOWONKAV,
mopoInpeitol Tmg Kot ta tpia wpoavapepBévta ctoyeion Ppickovtar e vVYNAL

enimedo. .

Q¢ mpo¢ to otoyeio G ovykévipwong (concentration) pe Pacn to
EPOTNUATOAOYI0 a&l0AOYNONG TTay VIS0V, Tapatnpeitol Tmg ot pobntég Nrav o€
avoromTikd Padud cvykevipopévol e avtd (M = 3,55, TA = 1,18) kot eniong
AMAVINGOV MG TO «YAGo» TNG aichnong tov ypdvov (M = 3,41, TA = 1,68)
Kopavinke og avtiotolyes TYES. To mapamdve QavepdVEL TOS Ol LoBNTEG NTAV MG
éva fabpd cvykevipopévol oty eniTELEN TOV 6TOHY®V TOL TayVidv. EmutAéov, o
Babpog mov ot padntég a&lohdyncav 1o «xacio» g chvoeons He Tov £E® KOGHO
M =232, TA =1,36) eivan oyetikad pétproc. 'Etot, katadetkvietol mmg ot pobntég
dgv amoppoondnkav €§ oAokAnpov amd TOo TAKViIdl. Ze GLVOLOCUO TOV VO
TELELTOIOV EPOTNCEMY, CLVAYETAL TO GLUTEPAGHO TOG Ol pobnTég omd 1N pia
amoAduPavay To moyvidl Kol CLYKEVTIPOONKAV GE 0VTO, €POCOV EXOGOV TNV
aicOnomn tov ypdvov, aALE TapdAinAa dev amocvvdEdnkay ond 10 mEPPhALovV
tou6. Towg 10 mapandve omotéhecpa va opeiletal 6To OTL Ol pobNnTég KATd TO
oy vior cuvepyalovtay Le TOLG GLUUAONTEG TOLG GTO TAAIGLO TOV TTALYVIOOV Kot

£T01 TOPEUEIVAV GE GUVOECT] IE TO TEPPAALOV TOVG.
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Zyxetikd pe TO  otoelo Tov  evolapépovtog (interest), amd TO
EPOTNUATOAOYI0 a&l0AOGYNONG TOV TOYVIOD SOMIGTOVETOL TS Ol UaONTEG
ATOTILOVV 6 TOAD VYNAO Babud to maryvidl wg aeOntikd gvydpioto (M = 4,57,
TA =0,95) xou evorapépov (M =4,22 , TA = 1,00). Eniong and to epomuatordylo
aviyveuong KIviTPOV TAPOTNPOVUE TOG TO €VOLLPEPOV TOV HOONTOV Yoo TO

péonpa, petd ™ owaktiky mapéuPaon, eivar vynid (M =4,35 , TA = 0,88).

Téloc, ®g mpog TO oTOoLKEio TNG Olaokédaong (enjoyment), €keivo
evioyvinke Katd moAy peyaio Pabud. Avtd mPOKVTTEL OO TO EPMTNUATOAOYIO
aviyvevong KwNTpwv, Omov evtomileTonl TS, UETA TO TEPOUG TNG OOOKTIKNG
mapéuPaonc, ot padnTéC mEPVOLV TOAD KOAQ KATd TNV ®po Tov poabnuatog (M
=4,17 , TA = 0,98), ( dedopévov BEPara OTL O ATAVTNGELS TOV EPMTNUATOAOYIOV
dtvovton Bacel g kAipaxog Likert amd to 1 €0 10 5 (CLHEOVD £0G SOPOVD).
Eniong, péoa and to epotpatordylo a&lordynong tov moyvidlon, TPoKLITEL OTL
ol pobntég dwaokédacav mold mailovtag to moryvior (M =4,30 , TA = 1,11).
éuewvav og ToAD peyddo Pabud tkavorompévol amd Ty amdO0GT TOLG GTO ToLKVioL
M =4, TA = 1,13). Zto onueio avtd 10 otoryeio g dackédaong (enjoyment)
elvar otevd ovvoedepévo pe v aicbnon g emitevéng evoc emtedyploTog

(achievement)

Béoet tov mapandve mopatnprcemy, To engagement TV Lodntov Kiveiton
oe vYNAd emineda. [lepiocdtepo avénpéva etvat ta oTotyelo TOL EVOLPEPOVTOG Kot
Mg SoKESUONS TV HLOONTAOV, EPOGOV 0 HEGOG OPOG KIVEiTAL GTNV T TOL 4 Kot
Tivo copeova pe v kKAMpoka Likert, evd 1 cuykévipmon mopapével og £vo KoOAd
eninedo, aAAG cuyKplrTtikd pe ta mpoavapepBévta ototyela oe yauniotepo. H
emtuyio TG CLUUETOYNG TOV HaBNTOV (engagement) 6To Ty VIOl KOTAOEKVOETOL
dAlowote amd TV amdvinon Tev padnTov tog fuewvav oe ToAd peydio Paduod
Kavomompévol amd v anddoon tovg oto moryvior (M =4, TA = 1,13). H aicOnon
™G emitevéng evdg emtevypatog (achievement) ovtovokAd Tnv €TITUYN TOLG

GULUUETOYN OTO T viol (engagement).

2opeava pe ™ BAtoypagia Tpelg mapdyovieg cuUPAALoOVY 6TOV ALENUEVO
Babuod Tov engagement twv podntov: n VIapén pog tpoxAnong (challenge), to

voiceover kot 1 emPBpdaPevon (reward).
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Onwg mpoavaepépnke, katd tovg Csikszentmihalyi, Bronfenbrenner
(Hamari, et al., 2015) ot podntég emdeikvoovy moAD PEYOADTEPT APOGI®MON Kot
GLYKEVTPMOT 0TV TOLG Tapovotaletal pa TpoxkAnon (challenge) katd tn ddpkela
oV pobnpatog, Onwg avaeEPETal Kot Topanave To 6ToLEL0 TG TPOKANGoNG eivo

EUQOVEG o€ Towkila onpeio.

EmumAéov, cOppmva pe peréteg, n xpnon eovntikov pécwv (voiceover),
EMOPOVV OeTIKG OV EUMAOKT] TOV HOONTOV o€ €éva  TOVIOOTOUEVO
ekmaudevtikd mepiPdirov (Byun & Loh, 2014). 'Etot 610 &v AOY® €KTOUSELTIKO
Aoylopkd, To voiceover cuvavtdrol Kad’ oAn tn ddpkeia tov. OAot o1 pweg Tov
ALY VIS0 EYOVV TN 1K1 TOLG POVN KOl GLVOIAEYOVTOL LETOED TOVG, YEYOVOS TTOL
mpocdidel {oviavia 610 mePPAAlov Tov Toyvidov. Me tov Tpdmo awTd, TO
YVOOTIKO VAIKO petadideTor 610 padnt pécw Tov Tpoavapepfiviav S1aAdyYwv.
YUVEN®MG, M EUTAOKY] T®V HaONTOV TpayuaTonoleital HEC® OMTIKMOV, OAAG Kot

MMTIKOV gpediopdtmv.

To otoyeio g emPpdPevong (reward) oyetiCeton 1000 e To motivation,
€POCOV EVTACOETAL 0TO €EMTEPIKA KIVITPAL TOL KIVNTOMOOVV TOVS HOONTEG vaL
GUUUETEYOVV GTO TToyVidL, 0G0 Kot ple To engagement TV puadntov, 16Tt to reward
avTOVOKAG Tov BaBUd GLUUETOXNG TOLG GTO TOLYVIOL KoLl TNV EMTUYNUEVN TOLG
anddoonl. Katd tig apyég 1ou suuneppopiopod 1 evldppuveon Hog COUTEPIPOPAS
pécm g emPpaPevong ko n anovoio g emPpdfevong yo ) dopbwon piog
AaBoc cvumepipopds amoteAolV Bacikés apyEs otn ddtkacio g nddnong Kot
eaivetal vo oyetiCovtan dueca pe to gamification, 6mov pmwopovv va, eviayHovv

avtiototya EmabAa, 0ALL Kol KUPDOGEIC-TOVEG Y10 TOVG TTOUKTEG.

Onwg onpeudvetat mapondve, 1 emPPAPELOT GTO GLYKEKPIUEVO TToLy Vi
EMEPYETAL LEGH TOV GMOGTAOV OTOVINGEMV TOL OIVOVTIOL KOl TNV GLVEXEW TNG
TAONYNONG TOV UaBNTOV 6TO ToyVidl, 1 EMTLYNG ETIAVOT TOL HLGTNPIOV Kot O

TEPUATIOUOG TOV TTOLYVIO0V.

L «If progress is presented in a way which is interesting, students feel rewarded,
and thus, engaged» Molumby (2016), 20
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Tehka ovpmepdopato

Me pia, Aomdv, yevikdtepn EXICKONNOT TOV OMOTEAECUATOV GUVAYETOL TO
CLUUTEPOCHO. TG 1 oOENON TOV KIVATPOV KOl TNG EUTAOKNG HEC® TOL
GLYKEKPLUEVOL EKTTALOEVTIKOD AOYIGHIKOD Ogv givar dtaitepo peydin. BéPoa,
glvoil GNUOVTIKO TO YEYOVOC TG VINPEE aENCT, £0TM Kol 6€ £Va UIKPO TOGOGTO.
H 6yt t6c0 peydAn avénon tov kvntpov oesidetor oto €ENG yeyovos. Ommg
dwtvrdvetot Kot ad v Dahlstrom ( Dahlstrem, 2017), ta Oetikd anoteAéopota
mov pmopet va éyel to gamification, ££opT®VTOL KOt 0O TNV TPOCOTIKOTNTO TOV
YPNOTOV, OAAE KOl OO TIG YEVIKEC TEPIGTACEIS OMOV EVIOGGETOL TO TOLYVIOL

(“contextual factors”).

Koatapyds, ot cuykekpuévol podntég mptv v mapéufaocn elyov iaitepo
VYNAQ Kivntpa Kol 16 01 TPOGOoKieC TOVG amd To TaLyvidl vo NTav Wiaitepa
avénpéves. To yeyovidc mwg dev Ppiokovv 1o moryviol wWiaitepa Evmvo (LOvVo 10
4,35% tov podntov 1o Pprike £ELTVO) AMOKOAVTTEL TOG TO TEPIEXOLEVO TOL
TALVIO00 16m¢ gV avTamoKpvOTAY TOGO GTO NAIKIOKS €minedo TV HoONTOV.
Eniong, 10 36,36% tov mauduwv Oa ffshav to moyvidlt va givol meplocodtepo
dpaotnpro. Emmiéov, mbavag to moyvidt pe m Bgpatoroyio tov va unv ey 1060
EAKLOTIKO 6TO PEYOADTEPO TOGOGTO TV UAONT®OV, TO omoio amoteAovvIav omd
kopitowr (19 wopitour kot pévo 8 ayopua). Xvvibwg oty nlkio ooty 1

Oepotoroyio TV 0OANTIKOV 0YOVIGLATOV EAKVEL TEPIGGOTEPO T OYOPLAL.

Evtobtoig, n avénon tov kivitpov enAbe, evod 1o 81,8 % tov pantov fa
emBoupovoe va mai&el Eavd to moryviol pe kdmotov eiko Tov. Oha avtd cvvieivouv
GTO CLUTEPACLO TG TO gamification otV eknaidgvon £xel BeTikd amoteAéopata.
'V oo, o1 padntég amoviovy BeTikd oV 100 Y®YN EKTOOEVTIKMOV AOYIGUIKAOV
KOTA TNV EKTOOEVTIKNY OladtKacio. Avtd @aivetal amd v andvinon tovg otV
£PMTNOT oV TETEVOVY OTL «TtailovTog To oty viol Epnabav meptosotepa amd 0Tt Ha
pébavay amd to oyolkd Pipiion, 6mov 1 TAsloyMeia TV podnTdV divel BeTikn

ardavtnon. (M= 3,95).

Ocov a@opd TOLG WYUYOAOYIKOVUG KOl YVOOTIKODG TAPAYOVIES TOV
cuVvoéovTal pEe TNV ovénom Tov Kwntpov, mapotnpodviot ta e&ng. Idwitepa

avénpévol mapovstalovtar katd v SDT Bewpia ta ototryeio g avtovopiog Kot
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g wavotrag. EmmpocOeta, avénuévog elvar o mapdyovioag g kavomoinong
katd tov Keller, ta Oeticd aoOpoto Toug Katd T StdPKELN TOL TOLYVIOOD KoL TNG
BeTucn g amddoomng tovg oto moyvidl. Emouévac, to gamification evioyvoe Tovg
TOPAYOVTES TNG AVTOTENOIONONG, TOV OETIKMOV otV KoTd T Lddnon kot v
avtovopio kot ehevbepia Tovg og ath. To TopaTdve OmTOTEAEGHOTO EIVaL ROV
Kot oo ToV auENUEVO SEIKTN TOL EPEAVIOTNKE KOTd TNV HEAETN TG epmAoknG. Exet
EUQOVIOTNKE VYNAOG O TAPAYOVTOS TG OLOKEAONG, 0 0TO10¢ cuoyeTileTon dueca

pe v wavomoinom tov ARCS Model.

[Mopatnpeitor emiong peyoAVTEPT ADENCT TOV EGMOTEPIKAOV KIVITPOV GE

oyéomn e to eEMTEPIKAL.

Téhog, amd Vv avéAvon Kot epunveia Tov KvTpov Pacel tov Bewpidv
nepl kvnTpov tov Keller kot Tov avtonpocdioptopol, TpoKHTTEL 1o TPOGOTMIKY|
dwmictmon. Mmopobvv ot 600 Bempieg va amotelécovy Ta Be@pnTIKG LOVTEAQ, GTO
omoia. B Paciotobv ot oyedlaoTég TOov ekmadevTKoy gamification y ™
peyoldTepn adénon Tov KRTp®V Kot TS EUTAOKNS. O WuyoAloyIKES OVAYKES TNG
SDT Bewpiag kot o1 otpatnykég mov mpoteivel o Keller péca amd 1o poviého tov,
amotelovV T Pdon dnuovpyiog evog eKTOUOEVTIKOD AOYIGUIKOD TTOV EVIGYVEL

TEPLGGOTEPO TO KIVITPOL KO TNV EUTAOKT).

5.2 IIpotacelg Yo peAAOVTIKY £pEvva.

Melrovtikn épevva pmopel va degoybel oe peyarvtepo detypo podntov
Kol 6€ QALOL YVOOTIKA OVTIKEILEVA, OTIMG 1| YAOCoA Kot To pobnpatikd. I'evikdtepa,
pe v maryvidonoinon tov podnupatog pmopet va koapedel 1o mpoPAnua g

EMAEWYTG KIVITP@V TTOV TTAPOTNPEITOL GTOVG EKTALOELOUEVOLG.

BéBata, Oa mpémer va AneBel vmoyy 10 yeyovog mwg KABe Atopo €xet
SLPOPETIKA KIVNTPa KOl 1 OVATTUEN TOV E0MTEPIKAOV KIVITPOV TOL UTOPEL va
emmpeaoctel amd mapdyovteg Ommg N nAkio Kot to @OA0. Emupdcsberta, avdloya pe
TNV TPOCOTIKOTNTO Kol TO GTUA HAOnong Tov KAbe ekmandevopuevov, Ba Tpémel va

yivetol 1 emA0YT TOV KABE EKTOOEVTIKOD AOYIGUKOD GE LLOPPT ALY VIS0V,

64



[Mopdiinio, GAAN OSvcokoAio, €ivol TG O EKTOOELTIKOC GYESACUOG

o VdomomuEvev cevopiov, Bo mpénel va eivol COUPOVOS HE TO EKAOTOTE

TPOYPOULO CTOVOMV. ZVVETMC, TO TeEAeLTaio Oa Tpémel va dapopwbel ek véov

TPOKEUEVOD VO, EIVOL TTO «OVEKTO» GE OVTIOTOLYO HE TO TAPOV EKTOLOEVLTIKG

oevapla pabnonge.

Hopaptnuao A

Epotnpatoiéyro aviyvevons Kivijtpov

To epOTRETOLOYIO TNG £PEVVOS

270 £pOTNUOTOAOYI0 TOV AKOAOVOEL APOV CLUTANPDOGETE TO PUAO GOG

(ayopt 1 Kopitot) OMOTE TIC AMAVTNOELS OTIS EPOTNGELS TOV AKOAOVOOHV GYETIKA

LE TO TAOS GOS POIVETOL TO TOPASOGLOKO LAON O 6TO GYOAElD KOl TOGO

Kivntomompévol aiohaveote kotd ) pabnoiokn dtadikacio.

LOLYV)

Ayom
Kopitor

Aweove | Mailov Ovte Mairov PR TTOTOIV )
OLLPOVO OLLPOVO CVULPOVED
ovTe
CUULPOVAD

1. Nuwbo 6t
eAEYY® T
uébnon pov
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2. Exo
EVOLOPEPOV Y10l
T0 péOnua

3. Niwbo
EUMIGTOGVVN
OTIC YVOGELG
pov

4. H pabnon
avTOmoKpiveToL
OTLG AVAYKES
Hov
(e&otopkevpév
n pabnon)

5. [lepvam
KOAQ TNV OpQL
TOV poffpatog

6. Nuobow 6t
dev Béhet moAD
HeYaAn
TpooTadela va.
Kévo Kdmowo
doknon

7.
Kotohapaiveo
11 dropBmoelg
TOV O0GKAAOL
Hov

8. Nuwbw o611 pe
TG
dpPaCTNPLOTNTES
Tov Piiiov
KOTOVO®M
KOaAVTEPO TNV
0N
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9. Mopdlopat
TIC ATOYELG LLOV
LLE TOVG
ocvoppadnTég
pov

10. Mrmop®
g0KoAQ VO
EMKOVOVD LE
TOVG
ocoppadnTég
LLOV TNV ®pL
oV podnuatog

Epotmpatoroyro ASordynong Hayviorwov «O Eg@tépng otnv Apyaia

O)lvpmioy»

Svurinpooce mapokdto pe onowo emhoyn (Kaboiov, Atyo, Métpua, IToAd,

[Tépa modd) vopilelg 6Tt avtamokpiveTol TEPIGGOTEPO GTNV EUTEPIN TOV

OTOKOMGES amtd TO Ty Viot.

dvio
Avyopt

Kopitot

|

Kaforov

Atyo

Métpua

IToA0

[Tapa moAd

[T6co druokédaoeg
noilovtag To oy vioy,

To moyvidrt nTav
aloOnTiKd evydpioTo;

[T6c0o evdapépov Ba

YOPAKTNPLES TO
oy Vio;

Eicat ikavomompévog
/M amd TV amdd00T|
GOV GTO TOYVidy,
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"Hrov onpovtuko yo
o£VaL, VoL TOL TG KOAGL
0TO oY ViIoL,

[Totevel 6t 10

Ty vidl NTay YPHGIULO
vt BeAtiooe v
a0d00T GOL GTO

pabnua;

To moyvidt og
Bonbnoe va padeig
TANPOPOPIES GYETIK
ue Toug OAvpumakoHs
AYADVES GTNV
apyooTNTOL;

‘Eviwoeg ot
UTOpOoVGES Vo
OULVEPYOOTELG L TOL
LEAN TNG OLLASOG GOV,

‘Eptocec ypnyopa
otV enitevén TV
GTOY®V TOV
TOLVIOL0V);

‘Exaca v aicOnon
TOV YPOVOL.

To moyvion Bertiooe

TN GTPATNYIKN
KOVOTNTA LOV.

Ympye avtayoviepog
KaTA TN O18pKELN TOV
T VIO10V);

‘Exaca ™ cOvdeon pe
T0v £€m KOGLO.

"Hpovv Babia
GLYKEVIPOUEVOS GTO
oy vioL.

"HpbBeg mo kovtd pe
TOVG GLUUOONTEC GOV;

[Totedelg Ot
noilovtag To oty viol
éuabeg meplocoTEPQ
amd 0tL O pabarveg
a0 TO GYOAMKO
BBAlo;
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Oa éronlec 10 Toyvidt e KAmolov Oilo cov EKTOC GYOAEIOV;

Tv aArayég Ba éxaveg oto moryvid,

[Towx otoyyeia Pprikeg EAKLOTIKG;

Hopaptnpo B

Evpetipro eiovov

@{iﬁwn?w DL QLTI
APXAIA ONYAMIIA ,. i
K\ 4 j

Ewova 1. Kevrpiko pevov maiyviorov.

69



Ewova 2. Xaptng moyviorov.

©) HEOTERHE BHHN

APXAIA @Aanﬂm,s

KAAYTEPEL

BAOMOAOTIEX

Ewova 3. Ayovicpota wayviorov.
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@ = ‘Evapn aywvioparog

@ = Abvapn
@ = TTéraypa diokou

‘\_/ ) = Emavévap€én aywviopatog
Tia va aAAd€eTe Béoeic oTa Koupmid @ Kal @
TATAOTE TO

| AIZKOE
KAAYTEPH
emaozh
EMAOZH
AOAHTH

Ewoéva 5. BaOpolroyio ayovicpotog dickov.
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Mdvw o’ auté ToTToBETETAl EVal
ayaApa.

AuTé KpaToUoav ol aTTovOoPAPOI.

O A6gog¢ TToU UYWVETal YUpw Ao
v AATN.

Ewéva 6. Epdtnon tomov drag and drop.

O aAutdpxng atrovépel Bpafeia oToug
aBANTEG.

Ewoéva 7. Epotnon tomov "Xmoté-Aabdog"
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Ewova 8. Ztiypiétumo amé to Story 1ov mayvidrov 61o dyoipna Tov

Aw otV apyaio Olopria
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