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NepiAnyn

H xprion mayvidiwy, avayvwpiletal ano tnv undpxouvoa BLBAoypadia wg pio KaAn TPAKTLIKA yLa
TV ab§non Twv KIWVATPWY KAl TN CUMHKETOXN TWV EKIALSEVOUEVWVY oTN Sladikacio pabnong, eldika
otav aflomolouvtal yla tnv avantuén dgflotntwv vPnAng okéPng, OMwe N KPLTk oKW, cuvBeon

Kot avaAuon mAnpodopiac.

H €€€ALEN KoL n AMOTEAEOUATIKOTNTA TWV EKTTALSEUTIKWY TIALXVIOLWY 0E GUVSUACOUO UE TNV UPNAR
napakivnon aAAd kal Ty guxapiotnon mou SnuLoupyouv oTov Xprotn, odnynoce oTNV MEPALTEPW
aflomoinon twv Baolkwv apxwv mou ta Sténouv os véa media epapuoyng, Sivovrag £tol wbnon
otnv avantuén tng pebodoloyiag tng malyvidonoinong (gamification). To gamification, av kat
TIOPATEUTIEL OTNV €vvola Tou Tauxvidlou, Sev adopd otn Snuloupyia MPOYUOTIKWY TOLXVLISLWV.
AvtiBeta mpoodépel éva epyadeio aflomoinong twv mMaVSLWyY, UE OKOMO TEPAV AUTOU TNG
Slaokédaong onwg yla mapadsypa n eknaidsvon. Aappavovrag unodn tig dSuvaTOTNTEG TOU
npoodEpel alAd Kol TO aUEAVOUEVO TOCOOTO TWV avOpWIWY Tou €EOLKELWVOVTOL PE TN XPHRon
gamified ebappoywv, kat 6TL UPNAG TOGOOTO auTwV (Tepimou to 40%) eival nAkiag petav 20 kat
34 etwv, yilvetal avUANTTo OTL N XPAON TNG TPAKTIKAG CQUTAG WMopesl va xpnotldornoindel
QIOTEAECUATIKA YLa TNV EVNEPWON, TN Slapdpdwon oTAcEWY, AMOYPEWV KOL TNV EKTIALSEVON HLOG

€UPUTEPNG NALKLAKAG OMASAC ATOUWV.

Tautoxpova, OL KWNTEG OUOKEUEG, oavayvwpilovtal w¢ Tmapdyovtag evioxuong g
QIOTEAECUATIKOTNTAG TNG EKMALSEVTLKNA G Sladikaaoiag, Adyw tng auEnuévng dieioduong toug (141%
otnv EAAGSa to 2012) (EEKT, 2013). EmutAéov, mMop€Xouv ONUAVTIKEG SUVATOTNTEC yloL TNV
epapuoyn tng pebBobdoloyiag gamificaton, evioxUovtag ta kivnipa kat tn O&£opeucn Twv
XPNOTWV/EKTMALOEVOUEVWY EVW AOYW TWV TPONYHUEVWY XAPAKTNPLOTIKWY Ttou Slabétouv kablotouv
v ekmaldeutikr gamified edapuoyn Akpwg SLELOSUTIKN KoL TOVTOXOU TApoUod, KOl CUVETIWG,
KATAAANAN KOl QIOTEAECUATIKA Yla TNV MOPAKIVNON TWV EKTALSEVOUEVWY KOL TNV ETTEVEN TWV

EKTIALOEVUTIKWYV OTOXWV.

EmumA€ov, ol TeXVOAOYIKEG KOl OLKOVOULKEG aAAayEég mou Aaupdavouv xwpa Ta teAsutala xpovia,
€xouv Béoel To Bépa ¢ avantugng de§lotntwv vPnANRg okéPng MoAL YnAd otnv atlévia €peuvag
Kal avamtuéng Slebvwv Kol eupwnaikwy opyaviopwyv. Ot dLaBéoiueg yvwaoelg kol mAnpodopleg
auvéavovtal Pe TaxuTatoug pubuouc. Ot moAiteg Tou 21ou awwva kalolvtal kaBnuepva, T6oo otnv

EMAYYEALATIK 000 KoL TNV KaBnuepwvn toug {wh, va SLaXELPLOTOUV OMOTEAECUATIKA €va UEYAAO



OyKo 8ebopévwy, amo tnv afloAdynon Kal avaAucon Twv omolwv mpémnel va AdBouv anmodAaceLg Kat
OTPATNYLKEG OXETLKA E TNV EMIAUON €VOG MPOPARMATOC, TNV UAOTIOINON EVOG OTOXOU K.a. ZUUdPwWva
pe mpoodatn obnyia tng EE ot 6eftotnteg uPnAng okéPng Bewpolivial amapaitnTo YVwPLoHA yla
TOUG EKTALSEVOEVOUG TOU 210U aLwva. JUVETIWG, T LABNTOKEVIPIKA LOVTEAQ ekTtaibevong €xouv
TAéov €pBeL oTo eMikevtpo Tou evELAPEPOVTOC TOCO TWV EKMALSEUTWY OCO KAl TWV EPEUVNTWYV TOU

kAadou.

Me Bdon v undpyouca BiBAloypadia, ta poviéAa yvwolakng Bewpiag padnong Asttoupyolv
QIOTEAECUATIKA yla TNV KaBobnynon Twv EeKMALSEUOUEVWY HECA OO TO TEPLEXOMEVO TWV
MOONUATWY, eVWw O OXESLAOMOG KoL Ol MnpXaviopoi mou mpoteivovtal amd to gamification
XPNOLUOTOLOUVTaL Yla Vol €VIOXUOOUV TNV €UTAOKN, TNV Tapakivnon Kol Tn ouvolodBnuatikn

ouvéeon Twv pabntwyv otn Stadikaoia.

AapBavovtag Ta mopandvw unoyn, yivetal avtiAnmto MwE UTIAPXEL MO ONMOVTIK OVAYKN ylo
Tapoxn Kawotopwv popdwv eknaidsuong pe otoxo tnv avantuén de§lotntwv vPnAng okéYPng
otou¢ véoug tou 21°%Y alva, eV TOUTOXPOVA TIOPEXETAL ia HovoSLky eukatpia aglomoinong
TeXVIkwy gamification HéOw KVNTWV GUOCKEUWV YL TNV QMOTEAECUATIK OTOXEUGN TOU KOlvoU

ouTou.

H mapolUoa epyacia Aowmdv e€0Tldlel O QUTA TNV avAykn/sukalpia kal Tpoteivel éva véo
€VVOLOAOYLKO TAQOLO TO OTOLO OTOXEVUEL OTNV ATIOTEAECHUATLKA OUVOEDN TWV TEXVIKWY QUTWV UE
OpPXEC KATAAANAOU MABNTOKEVIPIKOU BewpntikoU MOVTEAOU, OAAA KoL TO XOPAKTNPLOTIKA TWV

KLVNTWV CUCKEUWV.

Ma tnv avamtuén Ttou TPOTEWOUEVOU evvoloAoylkoU mAalciou éywve ektevng PBiBAloypadikn
ETLOKOTINON, OAAQ Kol HEAETN BEATIOTWVY TPAKTIKWY OTO XWwpo Tou gamification pe otoxo va
pHeAetnBel té600 TO BewpnTikd UMOBOOPO TO OMOLO UMOPEL v UTIOOTNPILEEL QTTOTEAEOUATIKA
ekmalbeUTIKEG edappoyEG gamification, 600 KoL TO XOPAKTNPLOTIKA (TEXVOAOYLIKA KAl OXESLOOTIKA)
Ta omola evioyUouv TNV emiteuén MHabnolakwv otoxwv oe éva mepBarlov pabnong péow
navidlol. Me Baon tnv BLPAloypadiky €MLOKOTNGCN, Yl TNV ATOTEAECUOTIKA UAOTOLNON HLag

gamified ekmaldeuTikN G epappoyng anattouvtal ta akoAouba:
*  IxedLaopOC TNG eKMALSEUTIKAG Sladikaaoiag pe Baon tn yvwolakn Bswpia pabnong n onoia
BETeL TOV HAONTH OTO EMIKEVIPO TNG EKMALSEUONG KAl TOU ETUTPETEL va SlapopPpwoel Tn

S1Kn Tou Topela Labnong os €va avotnpad kabopLopévo mAaiolo



*  Xpnon pnxaviopwv gamification ylwa ™ 60Unon Tou eKMALSEUTIKOU TALXVLISLOU KAl TV
evioxuon tng eunelplag xpriong Kal mapakivnong tou eknmatdevopévou. H mapakivnon avtn
Baoiletal og éva ouumnepldoplkd HoVTEAO okEPNG OTou N emimAnén A n avtapolpn, ebocov
epapupootolv owotd, SnULoupyolV €va CUYKEKPLUEVO HOVTEAO cupmepldopdc (Werbach,

K., & Hunter, D., 2012).

JUVETIWG, TO VEO TIPOTELVOLEVO EVVOLOAOYLKO TAQOLO, EVOWHATWVEL KAl CUVEEEL TIG QPXEG TNG
yvwowakng Oewpiag péow NG autoppuBplopevng HABNonG, Me TG POOIKEC aAPXEC TwV
EKMALOEUTIKWY TOLXVLSLWY, TOUG Baoikoug pnxaviopoug gamification kat pe tnv aflomoinon twv
SUVATOTATWY KOl XOPOKTNPLOTIKWY TIOU TPOodEPOUV OL KIVNTEG CUOKEUEG. To TTAQIOLO aUTO €XEL
OTOXO VO ATMOTEAECEL ML KOAN TPAKTLKA OTO XWPOo TNG aflomoinong texvikwv gamificaton yla
ekmaLSeUTIKOUG OKOTOUG MEoA amd KLWNTEC OUOKEUEG, n omola Ba pmopel va edpappootel
QTOTEAECUATIKA O TEPLOCOTEPOUC AMO £EVOV EKMOLOEUTIKOUG KAASOUG yla TNV avamtuén

de€lotntwv uPnAnRg okEPne.

Ztoxevovtag otnv eMaAnBeucn TNG AMOTEAECUATIKOTNTAG TOU TPOTELVOLEVOU TTAALGLOU, N Ttapoloa
epyacio oxeblalel MANPWG €va oevdplo TAOTIKAG €dapuoyng Kot afloAdynong Tou yla Tnv

anoktnon gflothtwyv VP NANRG okEYNG.



Euxaplotieg

To mapoév olyypapua amoteAel OSUTAWHOTIK €pyacia oto TAQIOLO TOU METAMTUXLOKOU
npoypappatog «Wndlakd Tuothuata Kol Yinpeoieg» tou tunpatog Wndlakwv Iuotnudtwy Tou

MNaveniotnuiov Nepald.

3 auto To onuelo, Ba nBeha va ekdpdow TIG EAKPLVELG HOU EUXAPLOTIEG POC OAOUG OGOOUG

ouvéBahav otnv oAokApwaon TNG napoloag SUTAWMIATLKAG Epyaciag.

Mpwtiotwg, Ba nBela va euxaplotiow tnv Avaninpwtpla Kadnyntpla, kupia OQwtelvr) Napaokeud
yia tnv enipAedn, tnv kabodriynon kot TNV umootnplen TtNg UAomolnong tng mapoucag
SUMAWMATIKAG epyaciag. H umootnplEn kal n kabodrynon tng kad oAn tn SLdpKela Twv OMoUdWV
HOU Kal PEXPL TNV OAOKANpwon TNG SUTAWUATIKAG Epyaciag NTav MOAUTLUEG Kal e BorBnoav otnv

TMEPALTEPW €EEALEN OV WG ETILOTAOVAG KL ETtAyYYEALATIOG.

ErmumAéov, Ba nBsAa va euXapLOTAOW TOUG KOBNYNTEG TOU UETONMTUXLAKOU TIPOYPAMUATOC YLa TLG
TIOAUTLUEG YWWOELG TTOU HoU Tipooédepay, Kal Ol OToleg MAEoV amoTteAOUV CNUAVTIKO £PpOdLo oTn
peTémelta wn Kol opeia pou. AKOUn, BEAw va guxoploTnow Ta HEAN TNG KPLTIKNAG EMLTPOTNG YL

Vv afloAdynaon Tng epyaciog autng.

‘Eva akopa euxaplotw Ba nBela va nw otnv untoyrdla dtdaktopa, kupia Zodia MuaolpAdkn yla tnv

UTIOOTHPLEN TTOU Lo TTpooédepe oTnV oAokANpwaon NG napoloag Epyaciag.

TéAog, Ba nBeha va euxapLOTAOW LOLALTEPWG TNV OLKOYEVELA OV KOl TOUG piAoug pou yia tn Slapkn

evBappuvon kot umtootnpLEn mou pou €6etav kab’ OAn tn SLdpKeLla TwV cTIOUSWVY HoU.
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1 Ewaywyn

1.1 Oswpntiko YnoBabpo & Epguvntikd NpofAnua

H xprion mayvidiwy, avayvwpiletal ano tnv undpxouaoa BLBAoypadia wg pio KaAn TPAKTIKA yLa
™V adfnon Twv KWATPWV KAl T CUMUETOXN Twv eKmaitdevopévwv otn dadikacia pabnong
dlaitepa OTavV TPOKELTAL yla €KTIAIOEUCN O SLETILOTNUOVIKOUCG TOMEIG E OTOXO TNV OTOKTINON
defotntwv vPnAng okéPng. OL deflotnteg autég meplhapBavouv tnv afloAdynon kal avaiuaon
debopévwy, TNV eaywyn cupnepacudtwy, tn AnPn anopdcewv Kat TNV emiAuon mpofAnudatwy,

Kal BewpolvTalL AmapaitnTo YVWPLOUA Yo TOUG EKTALSEVOUEVOUG TOU 210U alwva.

Ta Pnolakd mayvidla, 6nwg mapouatdotnkay and tov Prensky (2001), emttuyxdvouv tnv EUMAOKNA
TWV EKNOLSEVOUEVWY O HaBnolakég Sladlkaoieq péca amo éva meplBAiAov SLa8pPaCTLKAG
Yuxaywyiag kot Siackédaong. H pebBoboloyia gamification, av kal oxetiletal dpeca pe T
Pnolaka mavidia, dev adopd otn dnuloupyla mpaypatikwy mavidiwy. AvtiBeta aflomolel Tig
BaolKEG OPYEG TWV TOXVIOWWV ylO TNV €MITEVEN TNG OoUVALOBNUATIKAG SECUEUONG TOU XPHOTH.
Avalutikotepa, n uebodoloyio tou gamification mpoodépel éva mAaiclo/odnyo oxediacpov
Spaotnplotitwyv aAAnAenidpaong Tou ekMALSEUTIKOU TOLXVLOLOU LE TO XPROTN LLE OTOXO TN MEYLOTN
napakivnon tou, tn Snuoupyla PLOG EUXAPLOTNG EUTIELPLAG OTOV EKMALOEVOUEVO KalL T Statrpnon
tou evliadépovtdg tou (engagement). Ie autd to mAaiclo, to gamification mpoodépel éva
epyaleio aflomoinong twv mMalviSlwy, HE OKOMO MEPAV QUTOU TNG Slaokédaong Onwg yla

napadeypa n eknaidevon.

Qg gamification opiletal n eupUtepn edpoppoyr EVVOLWV KOL TEXVIKWY aANMd TOV KOOHO TWV
mavidlwy (oToxelovtag oTnV LKAVOTIoLNoN TNG avaykng Tou xprnotn ywa Stadpaaon, Stackédaon Kot
eTKoWwvia) oe AAAOUC TOUELG SPAOTNPLOTNTOG TPOG ETUTEUEN OUYKEKPLUEVWY OTOXWV KOL TNG

EUMAOKNAG, SLapKoUG EVaoXOANONG KoL CUKETOXNG TOU KOLWVOU LLE TO TIEPLEXOMEVO.

H puebodoloyia gamification mpoteivel Tn xprion HNXOVIOUWV tapakivnong (onwg ivat ot Babuot

avtopolBng, ta €mabAa kal ol Mivakeg Katdtagng) oL omoiol mapoucldalovial aVOAUTIKA oTn



OUVEXELO Kal oToxeVOUV oTnVv evioxuon tou evéladépovtog kat tng BEANONG Tou eKMALSEUOEVOU
yla padnon. Tautoxpova, oL KVNTEG OUOKEUEG, AOyw TG auénuévng Steioduong toug (141% otnv
EAAGSa to 2012) (EEKT, 2013) aAAG KOL TWV TEXVOAOYLWY TIOU EVOWHATWVOUV, OTTOTEAOUV €val TIOAU
QTOTEAECUATIKO MECO yla TNV uAomoinon edappoywv TOU EVOWHOTWVOUV XOPOKTNPLOTIKA Kal
otoela tng pebodoloyiag gamification. Zuykekplpéva, AOyw TwV MPONYUEVWY XOPAKTNPLOTIKWY
mou SlaBETouv, oL KLNTEG OUOKEUEG KaBlotouv tnv ekmaldeutiky gamified edbappoyn akpwg
Slelobutik Kol Tavtaxol TapoUCd, KoL OCUVEMWG, KATAAANAN KOl OMOTEAECUATIKA yld TNV

mapakivnon Twv xpnotwv (Huizenga et al., 2009).

Mapott n peBobdoloyia tou gamification ypnolpomoleital o€ oOAoéva TEPLOCOTEPOUG TOMELC
OLKOVOWLKAG Spaatnplotntag, Le Eudacn otoug KAASoug tng dtaokédaong kat twv media, wotdoo
n edpappoyn tng oe eKMALSEUTIKO TepBaAlov mAaiolo Bpioketal akopa o mpwipn $paon Kal

€otLalel KUpiwg otnv nPooXoALkn Kot oxoAwkn nAkia (Johnson, Adams, kat Cummins, 2012).

H eknawdsutik aflomoinon tou gamification amoktd Slaitepo epeuvnTiko evdladépov, kabwg to
TOo0O0TO TwV avBpwnwv mou efolkewwvovtal Pe tn xpnon gamified edpapuoywv oloéva kot
auvéavetal (mepimou 70 ekatopplpla yla to 2011), evw uPnAo mocooto autwv (nepimou to 40%)
elval nAkiag petagu 20 kat 34 etwv (Johnson, Adams, & Cummins, 2012). Fvetal avtiAnmtod OTL n
XPNon tNg MPAKTLKAG QUTAG MMOPEL va XpnoLUoTonBel amoTEAECHATIKA Yla TNV EVNUEPWON, TN
Slopopdwon otdcewv Kol amoPewv Kal tnv ekmaibeuon ploG €upUTEPNG NALKLOKNAG OpAdag

ATOUWV.

To gamification emitpénel otov eknaldevdpevo va BEcel o (810G TOUG 0TOXOUG TNG eKTtaibeuong tovu,
Kal va 0dnynBet otn Stapdpdwon otdong Kal cUUTEPLDOPAG HETA OO TNV AUTONMAPATHPNCN Kol
agloAdynon. Katd tn SLApKEld TWV EKMOLSEUTIKWY TIOXVLOLWY Ol EKTALSEUOMEVOL €XOUV TNV
gukalpia va opioouv ol (8loL Toug OTOXOUG TOUG, VO OXESLAOOUV LA OELPA OTPATNYLKWY KOl
EVEPYEWWV HECA ATIO TLG OTMOLEC CUMMETEXOUV OTO EKMALSEUTIKO TalxviSL, aAAnAemiSpouv pe TO
EKTTOLOEVUTIKO TIEPLEXOMEVO KOl TEPLBAAAOV, Kol avayvwpilouv Apeca Ta OMOTEAECHATO TWV
EVEPYELWV TOUG, WOTE va UMopEcouv va avtiAndBouv tnv opdn r AavBaouévn emloyn anodpdoswy
Kol evepyswwv. Ta TMopamnmavw amnotelolv PBoolkéG apxEéG Kal Swadilkacie¢ tou MoviéAou
autoppuBMLOpEVNG LABnong tng yvwolakng Bewplag pabnong, cuudwva pe Tnv omola To idLo To
atopo puBbuilel tn ocupnepidopd Tou péoa amo TIG SLASIKOOIEG TOU QUTOKABOPLOUOU TWV OTOXWV
TOU, QUTOTMOPATAPNONG Kol autokaBodrnynong twv amodAcEwWV TOU Kal autoafloAdynong Twv

OUVETELWV TNG oL UTEPLdOPAG Tou. Na Tto Adyo auto, ol Montalvo kat Torres (2004) npoteivouv thv



aflomoinon tng yvwolakng Oewpiog Kol CUYKEKPLUEVA TNG AUTOPPUBMIONEVNG LaBnong yla tnv

anoteAeopatikn oxediaon ekmaldeutikwy matyvidlwy kal epapuoywyv gamification.

Av kol n yvwolaky BOswpia kpivetal tdavikq yia tn Snuloupyia &vog e€ATOMLKEUUEVOU
TeEPLBAAAOVTOG HABNONG OMWG QUTO €VOG eKMALSEUTIKOU Talyvidlol, wotoco, Ba TpEmeL va
nopapetpononBei avaloyo MPOKEWEVOU VO UMOPECEL va omoS0Bel AMOTEAEOUATIKA MEOW
KWVNTWV OUCKEUWV KOL VO UTOOTNPIEEL T OUYKEKPLUEVA MABNOlaKA amnoteAéopata Tou
npodlaypadovrtal kabe dopd. AVOAUTIKOTEPQ, LEPLKOL ATO TOUG MAPAYOVIEG TIoU Ba TpEMEeL va

AndBoulv unoyn oe autr TNV NapapeTpomnoinon eivat oL akoAoubot:

A. To avtikeipevo tng ekmaideuong: 2tn O&webvy BBAoypadia mpoteivovial edapUoyEg
aflomoinong tn¢ pebBoboloylag gamification kal game based learning eotiacpéva os éva
OUYKEKPLUEVO YyVWOTIKO Medio epappoyng kabe popd. Qotdoo, Aappfavovtag untdn otL TAEov
N omoKInon SLEMIOTNUOVIKWY YVWOEWV KAl TPOCEYYioEWV ota B€pata ekmaidevong, sivatl
anapaitntog o oxedlaopog véwv pebodoloylwy Kal MAaloiwy yla tnv upultepn alomoinon
TWV TEXVIKWY QUTWV aVEEQPTTWE TOU YVWwaoTikou nedilou ato omnoio edpapudlovrtat. To mAaiolo
oUTO Ba TAPAKLVAOCEL TOUG EKTIALOEUTEG Vo ULOBETOUV TETOLEG EKTIALOEUTIKEG TPOOEYYIOELS,
avapaduifovrag tnv moldTnTa MapeXOUEVNG ekmaideuong, evioxvovtag To eviladEpov Kal TNy
TLAPOKIVNON TwV EKMALSEVOUEVWY Kal aAuEAvovTag TIG EMEOOELS TOUG.

B. Ta XOPOAKINPLOTIKA TWV EKTMOLSEVOUEVWV. INUAVILKO POAO OTNV ATIOTEAECUATIKOTATO TNG
eknaidevong Stadpapatilel n kataAAnAn oxediaon tng ekmatldeuTikng Sladikaoiag avaloya pe
TO XOPAKINPELOTIKA Twv ekmaldevouévwy. MNa mapddeypa, otnv ekmaibsuon evnAikwv,
ONUAVIIKO POAO OTnV mopakivnon twv eknaldeVopévwy Maillouv Ol YVWOELG, EUMELPLEG,
S€€LOTNTEC KAl OTAOELG OV €XoUV 16N dtapopdwoel (Malkom Knowles 1980).

C. Ta XOPOKTINPLOTIKA TWV KWNTWV OuoKeuwv: H aflomoinon twv &uvatottwy Tou
npoodEpovTal amo Tn Xpron KnNTwv CUCKEUWY O 0pouG SLAdpaaong LE TOV EKTTALOEUOEVO
(0Bb6veg adng, amootoAn notification, mapoyxn geo-specific information) umopolv va
LEYLOTOTIOLNOOUV TA TIAPEXOUEVA TIPOG TOV eKTALOEUOUEVO O0dEAN Kal va odnynoouv otnv

OLLECOTEPN KOL ATOTEAECUATIKOTEPN ETTEVEN TOU HaBNoLOKOU OTOXOU.

Mapott n peBobdoloyia tou gamification ypnolpuomoleital o€ oOAoEva TEPLOCOTEPOUG TOMELC
OLKOVOMLKAG dpaotnplotntag, pe €udacn otoug KAAdoug tng Siackédaong kat twv media, n
edpappoyn TnG oe eknaldeuTikO tepLBailov/mAaiolo Bpioketatl akopa oe npwinn pdaon (Johnson,

Adams, kat Cummins, 2012). EmutAéov, evw otn BiBAloypadia undpxel mAnbwpa avadbopwv mou



oUuVE€0UV TO YVWOLAKO MOVTEAD PABNONG UE TO eKMALOEUTIKO TalyvidL, dev €xel kataypadel éva
cad£g MPOTUNOo 1 HovTENo e BAon To omoio oL U0 AUTEG Evvoleg ouvduAlovTal OMOTEAECHATIKA
o€ €va omoloSAmote eKMALSEUTIKO TEPLBAANOV. YIIAPXEL CUVEMWG N AVAYKN VA YIVEL TIEPALTEPW
avaAuon Kal avtloTtoiylon Twy EMUEPOUG EVVOLWY TIOU TIG SLapopdwvouy Kal va avamntuyBel éva
HOVTEAO ouVOUAOTIKAG €dapUoynG TOuG. TEAOG, T XAPOKTNPLOTKA autd Oa Tmpénel va
UTooTNPLXBOUV QMOTEAECUATIKA Ao T TEXVOAOYKEG Tpodiaypadéc Kol Suvatotnteg Twv
KWVNTWV CUCKEVWV UECA amo TG omoieg¢ Ba umootnpyBouv kat Ba 60BoUv oToug TeEALKOUG

XPNOTEG/EKTMAULEEVOHUEVOUG.

Me Bdon auti tn Stamiotwon n mapoloa epyacia €pXeTal va KAAUPEL TO KEVO aUTO Kal va
Tpoteivel éva véo evvoloAoylko mAaiolo to omoio cuvdésl tn peBodoloyiag gamification pe to
MOVTEAO TNG auToppUOULlOpEVNG LABNOoNG, Kol TG SuVATOTNTEG TWV KLVNTWV CUCKEUWY HE OTOXO
va TaPEXEL VEEG SUVATOTNTEG yLa TNV EVPUTEPN XPron thG peBodoloyiag autng otnv eknaidsuon.
To mAaiolo mou mpoteivetal otnv mapoloa gpyacia eVIOXUEL TNV UTIAPXOUCA YVWON Kal EUNelpla
yla v uloBE€tnon Kal epapuoyr TETOLWV TPAKTIKWY OTNV EKMALSEUON, TOPEXOVTAG ONUOVTLKN
yvwon kat kaBodnynon o 6Aa ta otadla tng avantuéng toug (oxeSlacudg, avamtuén, ebapuoyn,

afloAoynon).

1.2 IKOmOG TNG €PEUVAG

H nmapouoa gpyacia otoxeUel otnv avaSelfn evOg VEOU TIPOTELVOLEVOU EVVOLOAOYLKOU TAQLLOLOU TO
omoio Ba esvowpatwvel apxég gamification evopynotpwvovtag apxég game based learning kat
autoppuBMLlopnevNG padnong ywa tnv avadelfn deg§lotitwv vPnAng okéPng aflomolwviag Tig

podLaypad£C TWV KLVNTWV CUCKEUWV.

To mpotewvopevo mAaiolo Ba amoteAel pio koA mPakTkn pe Baon tnv omoia, Ba pmopécouv
EPEUVNTEG Kal EKMALOEUTIKOL va OXeSLAOOUV QTMOTEAECUATIKA TIG OLKEG TOUG TOpeUPACELS,
XPNOLUOTIOLWVTAG TEXVLKEG gamification o€ KNTEG CUOKEVEG, yla TNV avantuén Seflotitwy uPnAng
OKEPNG OTOUG EKTTALOEVUOUEVOUG TOUG, aveEapTATwG Tou nediov edpappoyng oto onoio B£Aouv va

eknatdeoOUV TOUG LABNTEG TOUG.

JUVETIWG, N apoxn €VOC TETOLOU EMavAXpnOLpomnoloUpevou mAaloiou, Ba dwaoel tn duvatdtnta oe

EPEUVNTEG KOL EKMOLOEUTIKOUG va OXEOLAOOUV TIG OIKEG TOUG EKTOLOEUTIKEG TOPEUPAOELS
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QIOTEAECUATIKA, aflomolwvTag TIG TteXVoAoyieg kal peBodoloyieg mou mpoavadépbnkav. Etol
otadlaka Ba punmopéoel n eKMALSEUTIKN KOWOTNTA va avaBadpicel Tnv molotnTa TG MOPEXOHEVNG
eknmaldeutikng Sadikaoiag, BOEtovtag oto emikevipo Tou evlladEépoviog Tov (Blo TOV
EKMALdEUOMEVO, KOl OTOXEUOVTAC OTNV evioxuon tng mapakivnong kal aAAnAemiSpacng Ttou.
EmumAéov, n emavaypnolLonoinon Tou MPOTELWVOUEVOU EVVoLoAoYyLlkoU TtAaloiou, Ba Swoel wbnon
otnv oloéva aufavopevn avantuén deflotntwv vPnAng okéPng, avaBabuilovtag tig Se§LoTNTEG
TwV TOAITWY tou 21°% auwva, yeyovde ou Ba emidépel pokpoxpovia mMoAAanAaclactiké odEAn

1000 o€ OtL adopd tnv eknaideuon, 60O TNV OLKOVOLA KOL TNV KOWWVIiA GUVOALKA .

1.3 uvewodopa

To evvololoylko TAAiclo Tou avamtuooeTal ot MAaiola TNG moapoucag €peuvag amoteAel pia
Slemotnuoviky npooéyylon nou PBaciletal toco otn BLBAoypadia tou kKAAdou NG eknaibevong
OTWG 0 EKMALSEUTIKOG OXeSLAOUOG, N Tpooapuoyn tng Bewpnong gamification oe ekmaldeutikd
mAaioLo, N KATAAANAN €mAOYH EKMOLOEUTIKWY AVIIKELUEVWV TIPOKELLEVOU VA TIPOKUPOUV WhEALUA
serious games aAAd Kot Tou KAASou TG tEXVOAoyiag, HECow TOUu KATAAANAou oxedlaopol Twv
TLOPOTIAVW TEXVIKWVY TIPOKELUEVOU VA UTTOPOUV Vo TTpocapuolovTal Kol va Umopolv va aflomolouy

TG SUVATOTNTEG TWV KLVNTWV CUCKEU WV.

Baolkég kalvotouieg tng mapouoag epyaciag ivatl:

* n oUvéeon TwWvV XApPOKTNPLOTIKWY Tou game based learning kat tng peBodoloyiag
gamification pe to povtélo TnGg autoppuBuillopevng padnong n omoia amodelkvUETAL
amoteAeopatiky otav edapudletal oe mePPANAOVIA U TUTUKAG MABNoNG OmMwg ta
TIPOTELVOLEVQ

* n alomoinon tTwv SuvVaTOTATWY TWV KLWVNTWV CUCKEUWV KOL TIApOoX TOLXVIOOTOLNUEVNG
pnabnong Sla pécou autwv

* nTIpomomnoinon Twv HOVIEAWV AUTWV yLa Tnv avantuén dg§lotntwv uPnAng okéPng
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1.4 EpeuvnTikad epwtipata

Ta EpELVNTIKA EPWTAHATA TTOU SLEPEUVA N TapoUoa epyacia eival Ta akdAouba:

*  Alepelivnon TNG AMOTEAECUATIKOTATAG TNG EDAPUOYAG TWV OPXWV TNG AUTOPPUOULIOHEVNG
padnong ywa tnv avantuén deflottwv uvPnAng okéYng oe mobile game based learning
nepLBaiiov

* Alepevvnon enidpaong texvikng gamification otnv amoteAeopatikn eknaidevon dia péow
KLVNTWV CUCKEU WV

*  Alepelivnon TNG AMOTEAECUATIKATNTAG TNG TEXVIKN G gamification otn dtapdpdwon otaong

KoL CUMIEPLDOPAG TWV EKTTOLEEUOUEVWY

1.5 Zuvoyn tng nuebodoloyiag

Zta mAaiola Tng mapovoag epyaciag mpayuatonol)dnke kat mapouatdletal ektevig BLBALoypadLKn
ETLOKOTINON 0To Nedla evOLabEPOVTOC TO OO EVOWATWVOVTOL OTO TIPOTEWVOUEVO TTAQLCLO KOl T
omola eivat:

* Digital game based learning

*  MebBoboloyla kal pnxaviouoi gamification

* Mobile learning

¢ Avamrtuén detlottwy uPnAng okEPng

H BBAloypadikn emiokomnon, avedelle nwe n yvwolakn Bswpia padnong KoL cUYKEKPLUEVA TO
MOVTEAO TNG QUTOPPUOMLlOMEVNG MAOnonG Hmopei va €ival MOAU OMOTEAECHATIKO OtV
epappoletal ota nAaiola eKnaldsuTkoU malyvidlou. ITnv avutoppLuBuULon o ekMaLSEUOUEVOG lval
€vepyOGg otn Sladikaocio TNG pabnong, kot KaAsital va epapUOoEL KAl VO OTOKTHOEL SEELOTNTEG
vPnAnRg okéPng Omwe n avtoagloAoynon Kot n availuon twv nAnpodoplwv mou AapBdavel anod to

nepLBAAAOV ya TNV €§oywyr) CUUMEPACHATWY Kal Tn Stapopdpwon cuunepidpopdg.

EruumAéov, yivetal mapaBeon epyaAeiwv Kol BEATIOTWV TPOKTILKWVY TIOU £XOUV EVIOTILOTEL OTN
BBAloypadia kal aflomoloUv TG KLWNTEGC OUCKEUEG ylo TNV eKMaildeuon Héow edappoywV
gamification. OL BEATLOTEG TIPAKTIKEG ouUVELOPEPOUV OTNV KAAUTEPN KATOVONGCN TNG onuacia tng
€TAOYNG KATAAANAWV pnxaviopwy gamification katl tng oxedlaong Twv oevapiwyv TG EKMALGEUTIKNAG

epapuoyng yla tnv emniteuén ocadws opLoUEVWY EKTIALEEUTIKWY OTOXWV.
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2Tn OUVEXELQ, TA CUUTIEPACATA TTOU TIPOKUTTOUV TOG0 amo tn BLBAloypadiki €pguva, 000 Kal anod
™V avaAuon PBEATLIOTWY TPOKTIKWY, OUVELOHEPOUV OTO OXESLOOMO TOU TPOTELVOHEVOU
gvvololoykoU mAatioiou, To omoio evopxnotpwvel Tn pebodoloyla TnNG autopplBOULONG LE APXEC
gamification, game based learning kal Ta Baolkd XOPAKTNPLOTIKA TWV KLVNTWV CUCKELWVY, yld TNV

UTIOOTHPLEN EKTTALSEUTIKWY TIPAKTIKWY HE 0TOXO0 TNV avamntuén deflotntwyv uPnAng okeéYPng.

2Tn OouVvéXela, TPOKELEVOU va aflohoynBel n aflomiotia TOU TPOTELWVOUEVOU €EVVOLOAOYLKOU,
neplypadeTal EKTEVWG OEVApLOo alomoinong tou yla tnv avamntuén deflotntwv uPnAng okePng

0oToV KAAS0 TwV NTWANCEWV Kal oxedLAleTOL AEMTOUEPWE N TUAOTLKY €dapLOYT) TOU.

Ma tnv avayvwplon tng a§LomoTiog Tou LOVTEAOU XPNGOLLOTIOLOUVTOL ETPLKEG TIOU OXETL(OVTAL UE
™V anodoon TOU XPNOTN OTL( EKTALOEUTIKEG TIPOKANOEL TIOU OVTIUETWI(EL KOTA TNV

aAAnAeniSpaon tou pe tnv epapuoyn.

ErumAéov, pe PBdaon 1t PPAloypadia, n edpoapupoyn tou gamification otnv ekmaibeuon,
Bewpeitat/ektipdral 6Tl n eknaidevon kat n BeAtiwon tng LkavdTnTag Tou XpRotn eival évag anod
TOUG TAPAYOVTEG TIOU SLapopdwVoUV TNV CUPTEPLPOPA Tou XPNotn Kabwg auth mapeuPaivel otn
Slapopodwon menolBrnoswv Kal cuunepidopwy. Aappdvovtag To mapandvw unoyn, oxedlaletal
EPEUVNTIKO epyaleio, Le Baon To cupnepldoplkd poviedo tou Triandis (1980) to omoio pmopel va
€ENYNOEL KAl VO ATIOTLUAOEL TN UETAPOANG TNG CUUTIEPLDOPAG TOU EKTIALOEVOUEVOU HECQ ATO TNV

gvnUEPWaON, TNV avamAnpodopnaon, AUECN KOl EUPEDN, KoL TNV otoxoBétnon
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2 Emokonnon BiBAoypadiog

H evotnta auth mepllapPavel ektevy PBLBAloypadiky €MIOKOMNON OTA YVWOTIKA Tedla mou
anoteAoUV TOUG TIUAWVEG CUVOEONG TOU TTPOTELVOEVOU evvoLoAoyLkoU mAatloiou. OL TUAwveG autol

elvat oL €nc:

* Digital Game based learning kat o péAog Tou otnv eknaibevon dflotAtwy VP NANG oKEYNG
*  Baowol unyaviopol gamification

* Mobile game based learning

2.1 Digital game based learning katL o poAog tov otnv eknaidsuvon SeflotNTWV

vPnAnG okEYPng

H xprion mawyviduwv avayvwpiletal anod tnv undapyxouoa BiBAoypadia wg pia KoHAR TTPOKTIKA yLla

NV al§non TwWv KWVATPWVY KAl TN CUMKIETOXN TWV eKNatdsvopévwy otn dtadikaoia pabnong.
2.1.1 Opouog Digital Game-based learning

Ta Pnolakd moyvidia, Onwe mopoucLactnkay oo Tov Prensky (2001), emituyxavouv TNV UMAoOKN
TWV eKMaldeVopévwY o€ paBnolakég Sladlkaocieg péoa amd éva meplBdAlov SLadpacTikng
Puxaywyiag kat StaokéSaong. H pebodoloyia gamification, oxetiletal dpeoca pe ta Ynodlakd
matyvidla, oL apxEG Twv omoilwv amoteAouyv Kal tn Bdon Tou oxeSLACUOU TNG. ZUYKEKPLUEVA, OTIWG
avadépbnke mapandvw, n peBodoloyia gamification adopd otn xpron MPAKTIKWY Kal OTOLXELWY
TaVILWyY, O EMIXEPNUATIKA KOl EKMALSEUTIKA TepLBAAAOVIA HE OTOXO TNV Eevioxuon Tng
TLAPOKLVNONG TOU XPNOTN KAL TNV AMOTEAECUATIKOTEPN EMITEVEN TOU LABNOLAKOU ) ETIXELPNUATIKOU
oKkomoU avtioToLya.

O 6poc «Digital Game-based Learning» epudaviotnke npwtn popd ano tov Prensky (Prensky, 2001)
Kal xpnotpornotidnke yla va meplypadel 1o cuvbuacpd Slackédaong kal cuvdeong péca amd tn
XPNon TEXVOAOYLKA UTOOTNPLWOMEVWY EKTIALSEVTIKWY Tavidlwy. Updwva pe T OLedvn
BBAloypadia, ta Pndlakd ekmalbeutika malxvidia Ba mpémnel va Slakpivovial amo ta akoAouba
XOPAKTNPLOTIKA oV wva pe Tov Din (Din 2006):

1. Na eival kKaBnAwTtka (immersive)

2. Na €xouv KALLaKWTO Babud SuokoAlag
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3. Na elvat eAKUOTIKA, va B€Touv uPNAoUG OTOXOUG OTOUG EKTIALOEUOEVOUG KaL VOL EVIOXUOUV TOV
OUVAYWVLOUO
4. Na éxouv EekaBapa SLATUTIWUEVOUC EKTTOLOEUTIKOUG OTOXOUG

5. Na enpEnouv oToug eKMALSEUOEVOUG Va TtapakoAouBrioouv tnv mpoodo Toug

2.1.2 A otnteg uPnAng okEYng

OL teXVOAOYIKEG OAAQ KOl OLKOVORLKEG aAAayEG ou AapBdvouv xwpa ta teAeutaia xpovia, Exouv
Béoel to Bépa tng avantuéng de§lotntwv VPnARG okéPng oAl PnAd otnv atlévia €peuva Kal
avamntuéng SeBvwv opyaviopwyv. Ou SlaBéolpeg yvwoelg kat mAnpodopiec auvfdavovral pe
Tayutatoug pubuoug. OL ToAlteg Tou 21ou awwva Bpiokovtal kalouvtal KaBnUeEPWVA TOGO OTNV
EMAYYEALATIK 000 KoL TNV KaBnuepwvn toug {wh, va SLaXELPLOTOUV OMOTEAECUATIKA €va UEYAAO
Oyko Oebopévwy, amo tnv afloAoynon kol availuon Ttwv omoiwv va AdPfouv amoddcelg Kat
OTPATNYLKEG OXETLKA E TNV ETAUGN €VOC MpoBARATOG, TNV UAOTIOINON EVOG 0TOXOU K.o. ZUUdwva
pe mpoodatn obnyia tng EE ot 6eftotnteg uPnAng okéPng Bewpolivial amapaitnTo YVwPLoHa yla
TOUG EKTALSEVOLEVOUG TOU 210U aLwVa. JUVETIWG, T LABNTOKEVIPIKA LOVTEAQ ekTtaibevong €xouv
TAéov €pBeL oTo emikevtpo Tou evlLadEPovTog TO0O TWV EKMALGEUTWY 000 KAl TWV EPEUVNTWY TOU

kAadou.

O 6pog uPnAo eninedo pabnong (High — order thinking) avadépetal oe Aettoupyleg mou Aaupdavouv
Xxwpa oto uPnAotepo eninedo NG lepapxiag NG YVWOTIKAG emnefepyaociag ocludwva Ue TNV
(avaBewpnuévn) tafvouia tou Bloom (Anderson & Krathwohl, 2001). Ou g€ldtnteg autég Sivouv
éudaon otn mveupatiky Olepyaocia kat enefepyacia kol adopolv otV  LKAVOTNTA TWV
pabntwv/avlpwnwy va propouv va dlaxetpilovral/ enefepydlovrol mAnpodopieg Kal LOEEC Kal va
TG peTaoxnuatilouv oe 16€eg Kal mpotdoels. H Stadikaoia auth amaltel tnv opadomnoinon Kat
OUYKPLON YEYOVOTWY KOL TIPONYOULEVWY YVWOEWYV, TN OUVOECN TWV AMOTEAEGUATWY, TV AVATITUEN

unoBéoswv, tn yevikeuon kot eMAARBEVON TWV CUUTEPACUATWV.

Tpelg ano g de€LoTNTeEG AUTEG eival ol mapakdtw: EmiAvon MpoPAnudatwy, Kpttikn IkEPn Ko

AnploupylkotnTa.

H enidvon tou mpoPAnuartog sival n Stadikacio avalntnong Kat avelpeong Tou KataAAnAdtepou
S6popou, mou Ba amotpéPel To Atopo amd mapepPariopeva epmodla kat Ba to odnynoel

aoPaAECTEPA KOL TAXUTEPO OTNV ETITEVEN TOU EMISLWKOUEVOU Kal EMBUUNTOL otdxou. H Seflotnta
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autn elval amoAUtw¢ Pactki plag kol o avbpwmnog¢ kab’ oAn tn Sudpkela ¢ Iwng Ttou

TpooavatoAileTal otny eniteun Twv oTOXWV Kat TtV enitAvon mpoBAnuatwy (KoAAwadng 2002a).

Kpttik okéPn eival n vonTtikr Kol cuvaloOnuatikr Aettoupyia Katd Tnv onola To dtopo aflohoyel
Vv aflomiotia twv mAnpodoplwv Kat anodaocilel mwg Ba evepyrnoel HECW CUAAOYLOUWY TIOU
yivovtal pe Baon oAa ta Sedopéva mou pmnopel va €xeL otn dtabeor tou. H kputikr okédn Bonba
Tov AvOpwIo va opyavwoeL Tov Peydalo aplBuo mAnpodoplwv mou Aaupavel kot va KotaAngel o
€YKUPO CUUTEPAOMOTO KOl EMITUXNUEVEG AUOeElG mpoPAnuatwv. H ouvepyacia kal n
aAAnAeniSpaon PETALU TWV EKMALSEVOUEVWY UMOPEL VA EVIOXUOEL TNV AVATITUEN KPLTLKAG OKEWYNG

(Matoayyoupag, 2002).

H dnuoupykotnta ival pla moAUmAokn évvola mou adopd tn SladopetikotnTa, TNV gueALia, TNV
TpwTtomopia, TNV KawoTtoula oTov TPOMo He ToV OKEDTETAL O AvOpwIoCg, KABwWG KoL To cuvduaoud
dalvopevika acUVEETWVY gvvolwy, wote va TapaxBel éva kalwvotopo amotédeoua. H ouvepyaoia
METAEL TwV avBpwnwv n mpocopoiwon twv dladopetikwy Wewv Tou autol ekppalouv umopet va

€VIOXUOEL TNV aVATTTUEN KPLTIKAG okEYNG (Azzam, 2009).

Kowo XapaKtnploTKO Twv Mapandvw Seglottwy eival OTL amattouv TNV epapuoyrn yvwoTlKwY
Sladkaolwyv Omwe n nmoapatipnon, okéPn, avtiAnyn, xprion culoylwouwy, cuvBeon Kol avaAuaon
mAnpodoplwy. EmumAéov, npokelpévou va vAomolnBouv oL mapandvw Asltoupyieg, amatteital n
efokelwon Twv avBpwnwyv pe autég Tig dtadikaoieg péow tNG aAAnAemiSpaong pe aAAa dtopa

(TpAtavog 2000).

2.1.3 Ouvyvwolokeég Oswpieg padnong oto digital game-based learning

Jtnv umdpxouoa PBiBAloypadia, n edopuoyr] TOU YVWOLOKOU HMOVTEAOU OTNV EKTMALSEUTLKNA
Sladikaoia Bewpeital n BEATIOTN MPAKTLKA Yyl TV €vioxuon tng embupiag ya pabnon, KpLTkn
okeéPN Kal SnULoUpyLlKOTNTA Tou KABe atopou. To yvwolakd povtélo PBpiloketal otn Bdon tou
HoOnToKeVTpLKOU HoVTEAOU paBnong (student-centred learning) ( Attar et al., 2001, Rott et. Al,
2010) kal cUpdwva PE AUTO, N HABnon yivetal sunelpia Kol Baciletal oto Tpimtuxo: npdbeon,
8pacon, avaotoxaoudg (Wilshire, 1990). Zuvenwg, n ekmaldeutiky Sladikaocia omoteAel pla
OUVELONTH, €vepyn, ONUIOUPYLKN TIPAKTIKY KoBodnyoUuuevn omo oOTOXoUG Kal EemBupnta
anoteAéoparta. H dtadikaoia tng pabnong Héoca amod TO YVWOLOKO HOVIEAD TieplypddeTal and to

akoAouBo oxnua.
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AvTtiAndn

Mpo6Beon

AVOOTOXOOUOG

Emiyvwon

Ixnua 1: To tpimtuxo ¢ Labnong cUUPWVA UE TO YVWOLOKO LOVTEAO

O ekmaldeuopevog, and nadntikdg SEKTNG yivetal evepyog etaipog / maiktng mou CUUUETEXEL OTN
Sladkaoia pe (1) Tig evépyelég tou, (2) Tnv okéPn tou, T Aoyikr Tou, Kal (3) Tnv aAAnAenidpaocn
TOU ME AAAOUG Kal To TepLBAAAoV Tou otnv mpoomdBbeld Tou va Swoel vonua oto B€ua mou
EMXELPEL VO KATAVONOEL | VA KOTAKTAOEL. YO aUTO TO Mplopa, N KATAKTNon TG yvwong yivetat

TPOCWTLKN UTLOBECN TOU UTIOKELHEVOU, opLoBeTeital Kot otoxoBeteital and to idlo to dtopo.

H yvwolakn Bewpla Slepeuva 1o davopevo avBpwrivng uabnong oto eninedo twv evouvelbntwv
YVWOTLKWY AELTOUPYLWV TOU avBpwIvou opyaviopoUl. AVOAUTIKOTEPQ, AOXOAELTAL KUPLWG UE TIG 1N
nopatnpnolpeg diadikaocieg mou cupPaivouv PeTalU TNG Mapouciag Tou epeBiopatog Kal TNg
eudaviong tG. Oswpel O6tL mpooAaupavel, opyavwvel, Kwdikomolel, emefepydletal ta epebiopata
TIou SE€XeTAL SNULOUPYWVTOG VEEC YVWOTIKEG SOUEG | aAAalovtag Tig MaAlEG. H yvwaolakh Bewpla
uLoBetel TO HoVTEAO TNG TPLadIKAG apolBaiag attlokpatiag, cuudwva e To onoio n cupnepidpopa,

TO dtopo Kal to meptBarAov Bpiokovral oe Stapkn aAAnAeniSpaon (KoAAadng, 2002pB).

EmunAéov, n yvwolakn Bewpio ekTipdtol w¢ N KATAAANAOGTEPN ylad TNV AMOKINON YVWOEWV,
S€CLOTATWY KoL LKAVOTATWY, HECA ATO TN EKMALSEUTIKA malyvidia yla auto Kot HeAETAtal ota
mAaiowa NG Mapouoag epyaciag. AvOAUTIKOTEpA, N yvwolok Bewpla eivat daviky yla

€{atopkeUuévo MepLBaiAov pabnong, adou o xprotng — pabntng Stapopdwvel To meplBailov
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TOU, MECA O€ EVa OUWE AUOTNPA SOUNUEVO TTAALOLO, OTIWGE ELVOL AUTO TWV KAVOVWY TWV TTOLXVLOLWV.
AM\Q XOPOAKTNPLOTIKA YVWPIOMOTO TOU YyVWOLAKOU HOVTEAOU €ival n Sopnuévn KoL LEPOPXLKN
otoxoBeoia, KaBwG KoL n emaywylkn Sladlkaoia otnv TPOCEYYLON TOU TEALKOU OTOXOU, TIOU

npoodEpovtal yla T Sopn mayxvidlol e enineda, TOALTIKEG AVTAMOLBAG KATT.

H yvwolakr Bewpla padnong, meplAapufavel pia oelpd evvolwv e Baon Tig omolieg oxedlaletal n
ekmalbeUTIKN TMapépPaon. ITn cuvéxela apouolalovtal Tpla components TnG yvwolakng Bewplag,

Ta omnoia epappolovial AMOTEAECUATIKA O EKTIALOEVUTIKA Ttatyvidia.

2.1.4 Self-determination (autokaBoplopadc)

H yvwolakn mpooéyylon tou autokaBoplopol mou mpotddnke amod toug Deci kat Ryan (1985)
avadEpeL MwG mapd TV EUPUTN TAdon avamtuéng Kal autoPfeAtiwong mou dtabétouv oL avBpwrol,
TO (610 TO MePLBAANOV TIPEMEL va TTAPEXEL TNV KATAAANAN UTIOOTAPLEN WOTE VA UTOPECOUV TA ATOUA
va avantuxbouv. H Bswpia tou avtokaboplopol oxetiletal dueoa e tn Bswpia tng PORg Tou
Csikszentmihalyi’s (2000) avtiotowilovtag OTOlXElO €OWTEPIKNG Kal €EWTEPLKNAG Tapakivnong. H
autovopia (XxapaktnploTko tnG Bewplag Tou autokaBopLlopoU) avtloTolXileTal Ue TNV KATAOTAON
otnv omola o xpnotng emAéyel o (610G TOUG OTOXOUG TOU OAAG KAl TOV TPOTO Tou Ba Toug
Slekbiknoel. Avtiotolxa, n évvola TnG eMAPKeLOG (competence) oxetiletal Le TNV LOOppoOTia TOU
npénel va e€aodaliiletal petafl tng SuokoAiag emiteuéng evog 0TOXOU Kal TWV LKAVOTATWY TwV
Xpnotwv, wote va Slatnpeitalr n pon oto cvotnpa. Me tov O0po «pon» o Csikszentmihalyi
avadEPETAL O€ LA KATAOTAON I EUMELplA KATA TNV Omola o Xpnotng KatadEPVeL va 0TLACEL E
adooiwon o plo amaltntikn epyacia. Katd tnv Katdotacn pong oL XPAOTEG sival TARPWG
EVEPYOTOLNEVOL, CUYKEVIPWHEVOL, SNULOUPYLKOL, TTOpayWYLKOL KOl UE EVTOVO aloOnua e0WTEPLKAG
wkavormoinong. O McGonigal (2011) unootnpilel MwG N KATAOTACN PONG AMOUGCLATIEL ONUOVTIKA oo
™V Kadnuepwn lwr, wotdoo amoteAel KUPLOPXO XOPAKTNPLOTIKO o€ Ttatyvidla (eKmalSeuTikA Ko
un). Mwa o ouyxpovn ekdoxn tng Bewplag TG pong avadEpPeTal 0NV KATAOTACH OnOAuTng
adociwong Tov atdpou o€ pLa (LOVo) CUYKEKPLUEVN gpyacia. ZUpPwva pe Tov Csikszentmihalyi, av
n epyacia tou atdopou eival umtepBoAlkd €UKOAN, TOTE N KATAOTOON TOU XPROTN UETATPEMETAL O
okvnpla. AvtiBeta, av n epyacia elval TOAU amaltnTikr, TOTE 0 XPOTNG AMOYONTEVETAL, AYXWVETAL
Kal ouvnBwg eykataleimel tnv mpoomdBela. MNa Tto AOyo autod, oL OXeSLAOTEG malyvidLwy, ol
ekaLeUTEG OAAG Kal 6ool oxedlalouv cuoTHUATA TIOU €XOUV WG OTOXO TNV Tapokivnon Twv
xpnotwv, Ba mpénel va Aapfdavouv cofapd umoyn TNV MAPAHUETPO QAUTH, KOl va au§dvouv
otadlaka tTn SUCKOALA TWV EVEPYELWY, £TOL WOTE OGO O XPNOTNG KEPSileL eunelpia, va mapapével

adoolwpévog.
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2.1.5 Self-efficacy (auto-anoteAeopatikotnTa)

Q¢ auto-anoteAeopatikotnta opiletal n avtiAndn mou €xouv oL EKTTALOEUOUEVOL OXETIKA LUE TNV
LKOVOTNTA TOUG va oxedLAoOoUV Kal va UAOTIOLoOUV €va OUVOAO EVEPYELWV TIPOKELUEVOU va
ETUTUXOUV €VO OUYKEKPLUEVO OKOTO N va €MAUCOUV €va TPOPBANMA KATW OO CUYKEKPLUEVEG
OUVONKEC. ZUYKEKPLUEVA, N OUTOOTMOTEAECUATIKOTNTA, OOUEITOL O TPELG OLOOTACEL WG €ENG

(Bandura, 2002):

* O aplBuog evepyelwv TOU TPEMEL va paypatonolnfolv Tpokelévou va emuteuxBel o
okomog (width),

®* N aVToXN TOU EKMOLOEUOUEVOU OTNV KPLTIKN Kot n 6€€ldTNTa Tou va SLaxelploTel TN N
LkavormoLlnTik mpoodo (strength),

* navtthapBavopevn Lkavotnta Tou vo SLaXelpLloTel amOTEAECUATIKA GAAEG KOTOOTAOELG TTOU

bev evtaocoovtal o€ ekmaldeuTIKO teplBaiAov (generality).

H aiocBnon auto-amoteAeoUATIKOTNTAC EMNPEATEL TIG SPACTNPLOTNTEG KAL TA £PYA TTOU ETUAEYOUV vVa
uAomoljoouv ta atopa, He Bdaon tov avtllapBavopevo Babuo SduokoAiag kol mpoondbelag mou
amalteltal. JUVENWE, N QUTO-ATIOTEAECUATIKOTNTA EMNPEALEL ONUOAVTLIKA TNV ECWTEPLKNA TtApaAKivnon
TOU QTOMOU. ATOMd pE LEYAAUTEPN QUTO-AMOTEAECHATIKOTNTA EMAEYOUV ocUVHBWG SUCKOAGTEPQL
€pya, deiyvouv gmpovr], avilpetwnilouvv mbavr amotuxia pe mpoonabsia kal adooiwaon oToug
otoxoug toug (Taylor 2009). Itnv mepimtwon Twv TAVIOIWY, WG AUTO-OMOTEAECUATIKOTNTA
opiletal n avtlhapPavopevn KAVOTNTA TOU ATOMOU va OAOKANpwoel pe emtuxia to matyvist
(Ritterfeld et al., 2009). Méca ano to malyvidl, evioYVETAL N AUTO-OMOTEAEGHATIKOTNTA KABWC oL
naikteg £€xouv tn duvatotnta va emAéEouv Kal va eEepeuviioouv Slddopa otolxeia tou matyvidlol
(xapaktipeg, eninedo duokoAiag, edé). Tuvenwe aufAveTal N ECWTEPLKA TapAKivnon Toug Kal oL
naikteg embupoly va fava-cuppetacyouv oto mayvidl (Bjork and Holopainen, 2005). H auto-
QIOTEAECUATIKOTNTA EVIOXUETOL HECA QMO TN CUMMETOXN TOU OTOMOU Of MIKPEG Sladikaoieg
otadlaka augavouevng SuokoAiag (Juul, 2005). MNa to Adyo auTo, Kal n Bswpla autr avadelkvUEeL T
onuaocia Tou oxedlaopol Twv TAVISLWY EVOWUATWVOVTOG UIKPoUG otoxoug kat Stafaduion ota
enineda SUOKOALAG. ZUYKEKPLUEVQ, TIPOTELVETAL N TURHATOTOiNON £VOG peyalou (mBavwg teAko)
OTOXOU, OFf MLKPOTEPOUG, OL OTOLOL KAVOUV TOUG TOUKTEG va oloBavovial Tio Kavol va
uAoToLjoouV, evioxUouv SnAadr TNV AUTO-OMOTEAECUATIKOTNTA TWV MALKTWY. EmumAgov, n mapoxn
apeong avatpododATnong, N CUYKPLTLIKA Katdataén kal afloAdynon Twv MALKTWV Kal n duvatotnta
aAAnAeniSpaong LETAEU TWV MALKTWY, EVICXUEL TNV QUTO-ATIOTEAECUATIKOTNTA KOL TV Ttapakivnon
tou¢ (Bjork and Holopainen 2005, Bernhaupt 2010, Salen and Zimmerman 2004). ZUudwva UE TOV

Bandura, petafl €vOg oOuvOAOU QTOMWV TAPOPOLAG euduiag Kol YVWOEWV, TO ATOUA TOU
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Slakpivovtal pe uPnAl aicdnon avto-amoteAeopatikotntag, spudavidouv avénuévn napakivnon

Kol 8€0UEVON OTNV EMITEVEN TWV OTOXWV TOUG.

2.1.6 Self-regulation (autoppUBOuON)

Jupudwva pe Bswplia Tou Bandura (1986), to (6lo to Atopo pnopei va puBuilel tn cuunepipopa
TOU, TAPATNPWVTAC TIG AVTLOPATELG TOoU MEPLBAAAOVTOG. AVOAUTIKOTEPA, TO ATOUO SLATILOTWVEL TLG
KOWWVIKA aTOSeKTEG 1 U ATOSEKTEG CUUTIEPLDOPEG KL TLG CUVETELEG TIOU €XOUV (TLHwpla N
evioxuon) kat avaloya puBuilel tn cupnepidopd Tou. H autoppulBuLon MpayUaTOTOLETAL O Tpia
otadia, kaboplopol TWV OTOXWV ormod TO (6l0 TO ATOMO, TNV OUTOMAPATAPNCN KO
avtokaBodniynon tng cupmepldpopds Kol TNV autoa§loAdynon Kal €VOUVELSNTN emiyvwon Twv
OUVETELWY TIOU TIPOoKaAel n afloAoynaon tng peAAoviikn cuumneptdpopag. Ot Schunk kat Zimmerman
(1998) opilouv TNV autoppubuLlOUEVN LABNON WG TN LABnon mMou cuvieAeital UTo TNV enidpacn
QUTOTIAPAYOUEVWY OKEPEWY, CUVALCONUATWY, OTPATNYIKWY KoL cUMnepLdopwy, oL onoieg eival
TPOCAVATOALOMEVEG oTnV emiteuén twv otoxwv. H Bswpla tng auvtoppudulopevng padnong
BaoiletaL otnv évvola TG MAONONG wg pia Stadikacia Suvaplkn Kol ToAuvdidotatn mou
TPOKUTTEL WG AMOTEAECHA AAANAENISPAONG ATOUIKWV TAPAYOVIWV TOU pHadntr, tou mAaiciov

™G HAbnong Kot Tov padnaolakou VALkoU (Simons, Der Linden & Duffy 2000).

H autoppubuilopevn pabnon emnttpénel otoug avBpwrmoug va AdBouv mpwTtoBoulieg wg mpog tnv
eknaibeuor Toug TOCO WE MPOG TOV TPOTIO 00O KOL WG TPOG TO AVILKEIUEVO KOl TOUG OTOXOUG TNG
eknaibevong (Gibbons, 2002). H autoppuBuLldpevn pabnon eniong neplypddel tn Siadkacia tng
i6la tn eKMALSEUTIKAG MPAENG HETA ATIO TNV OMOIA O EKMALSEVOHUEVOG EMLSLWKETOL VO AITOKTHOEL
8e€Lotnteg UPNARG okEYNG OMwG: otpatnyikn okéYn, otoxoOeoia Kal MPOYPAUHATIONOG Yid TV

eniteuén Twv oToOXWV.

BaoLlKO KOO XOPAKTNPLOTIKO OAWV TWV EQAPHOYWV KL OTPATNYIKWY AUTOPPUBULIOUEVNC LaBnong
Tou cuvavtdue otn BLBAoypadia eival n evepyonoinon tou ekmatdevopevou otn dtadikacia tng
pHabnong. O ekmalbeuodpevog dev eival MadBNTIKOG §EKTNG UNVUUATWY, EPEDLOUATWY KOL YVWOEWVY,
OAAG oUppETEXEL evepyd otn Sladilkaocia, svw TOAAEC dopéc n embupio Slepevvnong Kal

eknaidevong Eekva amnd to Sto.

JUpdwva pe tov Zimmerman (2001) n autoppuBulldpevn nabnon dev opilletal wW¢ Lo TIVEUUOTLKNA
SpaotnpLotnTa N omoia CXETIETAL UE CUYKEKPLUEVN akadnuaikn enidoon, aAAd wg pa Stadikaoia

péoa amd Tnv omola ol ekmaldeudpevol kKatopbwvouv va UETATPEPOUV TIG TIVEUMATIKEG TOUG
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LKOVOTNTEG O€ TPOOOVTA KAl yvwan. YO auto to mplopa, n eknmaideuon amoktd pia dtadikacia mou

gvepyomnoleital amno tov (610 Tov ekmaldeuOeVo, Kal 0L and cuvOrKkeg Tou epBAaAAovtog (0nwg To
pabnua).

H texvikn tnG autoppuBulopevng HABnonG EXeL MPpWTAPXLIKA eaPUOOTEL 0 TIEPIBAAAOVTA TUTILKA G
eknaidevong. Qotdoo, N TEXVIKAG TNG AuToppuBULlOMEVNG LABNoNG, AOyw TOU OTL ETILTPETEL OTOUG
ekTaLGEVOEVOUG VOl €XOUV Apean oUvdeon Kal €Aeyxo tNG ekmaldeuTikng dadilkaciag, kol va
avtlaupavovial APeETA TOUG OTOXOUG KOL TOUG TPOTIOUG EMITEVENG TOUG, UMOpPEL va amoTeAETEL Eva
oAU Loxupo epyaleio oc OTL adopd mepBAAAOVTA M TUTILKAG HABNONG, OMWG OTNV TEPLMTWON
¢ mapovoag é€peuvag (Valle et al, 2003). EmutAéov, n ekmaldeutikn aflomoinon tng
autopplBULONG, €VIOXUEL TA EKMALSEUTIKA ATMOTEAEOMOTA KOL TNV KPWKA OKEYN Ttwv
EKTTOLOEVOUEVWV OXETIKA WE TN oUVOeOn yvwoewv o€ KATAANnAa SlapopdwHEVEG EVEPYELEG Kal

OTPATNYLKEG VLA TNV EMUTEVEN CUYKEKPLUEVWY KAl 00D WE OPLOUEVWV CTOXWV.

210 akoAouBo oxfpa cuvoilovtal Ta BACIKA XOPAKTNPELOTIKA TWV TPLWV HEBOSOAOYLWY YVWOLOKNG

Bewplag mou mapoucLAcTNKAY TTAPATIAVW.

e Autovoulia

Self-determination * Entdipkia
* Pon

* AplBUOG evepyELWV
Self-efficacy * Avtoxn
e AvtilapBavopevn Ikavotnta

* JtoxoBeaia
Self-regulation e Automapatrpnon
e AutoaloAoynon

Ixnua 1 Ta Baolkd XOpaKTNPLOTIKA TWV 3 EVVOLWYV TNG YVWOLOKAG Bewplag pabnong

Aappavovtag untoPn To oTOX0 TNG MApPoUoAG EPYACIOG, TO MPOTELVOUEVO EKMIALSEUTIKO HOVTEAD
Baoiletal otn Bswpia tng avtoppudUlOUEVNG LABNGONG, TO OTIOLO ETUTPEMEL OTOV EKTIALSEVUOEVO
va B€oel o (610G Toug oTOXOUG TNG ekMadeuang Tou, Kal va 0dnynbel otn Stapodpdwaon otdong Kot
ouuneplpopd¢ pEca amd TNV automapatipnon kat afloAoynon. Onwg avadépbnke nén, n
peBoboloyla auth elval dlaitepa AMOTEAECUATIKA O U TUTLKA MepBailovia pabnong, onwg
elval ta ekmatdevtikd matyvidia kat ol epappoyég gamification (Montalvo & Torres, 2004). Kata tn

SLAPKELN TWV EKTOLSEVUTIKWV TIALXVISLWY OL EKTIALSEUOEVOL £XOUV TNV EUKalpla va oploouv oL iSloL
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TOUG OTOXOUG TOUG, VA OXEOLACEL LA COELPA OTPATNYLKWY KOL EVEPYELWV HECA QMO TLG OTOLEG
OUMMETEXOUV OTO KTOLSEUTIKO TtalyVibL, aAANAETLEPOUV LE TO EKTOALOEUTIKO TIEPLEXOMEVO KOL TO
ekalSeUTIKO TepLBAAAov, Kal avayvwpilouv AUeCA TO ATIOTEAECHOTO TWV EVEPYELWVY TOU, WOTE VA
propéoouv va avtiAndBel tnv opbn n AavBaopévn emdoyn anodpAacswy Kol evepyelwv. Méoa ano
TO eKMOSEUTIKA Tayvidla kal T edappoyeg gamification, o ekmalbeuodpevog Umopel va
avtiAndBOel apeoca TR cuOXETION METALU YVWOEWV KOl TIPOKTIKAG €PAPHOYAG TOUG KAl €XEL TN
Sduvatotnta va opicel o i6Log Toug oTOXOUG ToU MLBUUEL va EMITUXEL, va OXESLAOEL €va TTAAVO yLa
™V €emiteuén TWV EKMALSEUTIKWY OTOXWV aUTWV OTOXWV, Kal va avtlAndBesl dpesoca tnv

KataAAnAdTNTa Kal va To avaBswpnoeL.

To povtédo autd anotelei tn Baon avantuéng tng napovoag pebodoloyiag, kaBwg oToxevEeL O)XL
HOvo otnv anoktnon d§lotitwv aAlda kupiwg otn Stapopdpwon otdcewv Kal cupnepldpopdg otn
YEVIKOTEPN EMITEUEN OTOXWV TOU ATOUOU OXL LOVO OTO UTO eKmalibeuon B€pa, aAAd cuvoAlKa otn

TPAYHATLKN Tou {wH.

2.2 Gamification

H €€€ALEN KAl N ATMOTEAECUATIKOTNTA TWV EKMALSEUTIKWY TTALXVISLWY O GUVSUAOUO HE TNV UPNAR
mapakivnon ald Kot tnv suxaplotnon mou dnuloupyolv oTov Xprotn, 06Nynoes otnv MEPALTEPW
aflomoinon twv Baolkwv apxwv mou ta SlEnouv os véa medla epapuoyng, Sivovrag £tol wbnon

otnv avantuén tng pebodoloylag tng mawxvidomnoinong (gamification).

H peBobdoloyia gamification, av kat oxetiletal apeoca pe ta Pndlakda nayvidia, ev adopd otn
Snuloupyla mpaypatikwy ratvislwy. AvtiBeta aflomotel TI¢ BAOIKEG APXES TWV TTALXVISLWY yLa TNV
eniteuén tNG ouvaloBnuatikng Séopeuong tou xprotn. AvoAuTikotepa, n peBodoloyia Ttou
gamification mpoodépel éva mAaiclo/odnyd oxediacpol Spootnplottwv aAAnAenidpaocng tou
ekmaldeuTIKOU TtayvISLloU LE TO XpRoTn UE OTOXO TN HEYLOTN apakivnon tou, tn Snuwoupyla piag
EUXAPLOTNG Eeumelplag oTov ekmaldeuoOpevo kal T Swatipnon tou evéladépovtog Ttou

(engagement).

Qg gamification opiletal n eupUtepn edoppoyr] EVVOLWV KOL TEXVIKWY aAMd TOV KOOUO TWV
mavidlwy (oToxelovTag OTNV LKAVOTIOINGN TNG AVAYKNG Tou Xpnotn yia dtadpaon SlaokESaaon Kot
emKowwvia) oe AAAOUC TOUELG SPAOTNPLOTNTOG TPOG ETUTEUEN OUYKEKPLUEVWY OTOXWV KOL TNG

EUIMAOKNAG, SLapKoUG EVaoXOANONG KoL CUETOXNG TOU KOLWVOU LLE TO TIEPLEXOMEVO.
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Mapott n peBobdoloyia tou gamification ypnolpomoleital oe oAoéva TEPLOCOTEPOUG TOMELC
OLKOVOWLKAG Spaatnplotntag, Le Eudacn otoug KAASoug tnG dtaokédaong kat twv media, wotdoo
n edpapuoyn tng oe eKMALSEUTIKO TepBaAlov mAaiolo Bpioketal akOpa o mMpwipn $aon Kal

€otLalel KUpilwg otnv nPooXoALkr Kot oxoAwkn nAkia (Johnson, Adams, kat Cummins, 2012).

AapBavovtag umoyn TG duvatotnteg mou mpoodEpPel aAAA Kal TO AVEAVOMEVO MOCOOTO TWV
avBpwnwv mou efolkelwvovtal U T Xprion gamified epappoywv (nepimouv 70 ekatouplpla yla to
2011), kaL 6t uPnAd Mooootd autwy (nepimou to 40%) eivat nAikiag petafu 20 kal 34 eTwy, ylvetal
QVTIANTITO OTL N XPRON TNG MPOKTIKAG QUTAG WopPEel va xpnoldomnolnBel anoteAeopaTIKA yLa TV
evnuépwan, TN SLapopdwWaon OTACEWY Kol andPewyv Kal TV eknaidsuon piag euplTEPNG NALKLAKAG

OHASAG ATOHWVY.

H evotnta autn peletd tov kAado tou gamification umod to mpiopa tng cuvelopopdg tou o€

ekmaldeuTikA mepBarovta kal mAaiola.

2.2.1 Oplouog

O 6po¢ Gamification, mpogpyouevog amod 1o Xwpo tTwv Pndlakwyv HEcwy, epdavioTnke yla mpwtn
dopa 1o 2008 (Deterding et al., 2011), koL ApXLOE va EPXETAL OTO ETMIKEVIPO TOU €vOLADEPOVTOG

peTa to 2010 nou BeopobetiOnke wg 6poG.

2t BBAoypadia evroniletal mAnBwpa nmpoonabelwv anddoong cadoug oplopol TNG Evvolag Tou
gamification, ot onoleg ocuvnBw¢ dLadopomolovvtal pe Baon to nedio epappoyng Tou Kot ta oPpEAn

mou pmnopei va pépel. Eveeiktiko mapadelypa eivat To akoloubo:

«Q¢ gamification opiletat n vioBétnon tng texvodoyiag kot Twv uedodwv oxebdlaouol mayvidLwv

O€ TOUE(C EKTOC aUTh ¢ TNS Blounyaviag mowyvidtwv» (Helgason, 2010).

Mpokeluévou woToOoo va oplotel cadwg n €vvola tou gamification, amatteital n kataypadn kat
avaluon Twv UTo-gvvolwv Tou mepllappavovial kat pe Baon TG omnoieg dopeitatl n évvola tou
gamification. ZUpudwva pe toug Deterding et al., (2011) k.Am., BAOLKEG UTIO-EVVOLEG TTOU ATIOTEAOUV

™ Baon avamntuén tou épou gamification ivat oL akdAouBeg:

*  Mawvidt (Game): O 6pog gamification avadépetal otov 6po games Kal OxL otov 6po play.
210 TOpEQ HEAETNG Twv Ttaviblwy, n dlakplon autn eival amapaitntn kabwg anoteAolv

600 Sladopetikég évvolec. O O0pog play avadépetal o pia adplotn meploxn, OMou n
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TipooToinan Kal N KATaokeu GavVTOOTIKWY KOCUWVY aroTEAOUV KPLOLLOUG TTAPAYOVTEG, EVW
To game avadEpetol o€ OPLOBETNUEVEG TIEPLOXEG, OTIOU ETUSLWKETAL N EPUNVELA KOl N
BeAtiotomnoinon kavovwy kat otpatnykig (Kampmann, 2003). Zuvenwe, cUPPWVA LE TOUG
KAOQLOLKOUG OpLOMOUG, oL £vvoleg game Kol gaming elval SltadopeTikég ano Tig Evvoleg play
Kal toys, kKaBw¢ oL MpwTteg xapaktnpilovral anod cadelg KAVOVEG KAl ATO AVIAYWVIOUO
METAEU TWV XPNOTWV yla TNV €TMITEVEN SLOKPLTWY OTOXWV Kal amoteAeopdtwy (Barr 2007,
Juul 2005, Juul 2010). Mo oglpA AMO KPLTIKEG £XOUV SWOEL EMAVEIANUMEVWG EUdaach OTo
OTL oL mawyvidonownpéveg epappoyég (gamified applications) emikevipwvovtal kuplwg ota
otolela ekelva tou oxedlaopol Mou opLOBETOUV TOUG KAVOVEG Kal MPooavatoAi{ouv to
mavibt wg mpog to otoxo, UE eAdyloto TeplBwplo yla eAeVBepn Kal SlEPEUVNTIKNA

Slaokédaon (Alfrink, 2011).

Ztolxeia (Elements): Evw ta serious games meplypddouv to oXeSLAGUO OAOKANPWUEVWY
mavidlwy yla pn SlaokeSaotikoUg okomoug, ol matyvidonolnuéveg edappoyeg (gamified
applications) amAw¢ evowpatwvouv Ta otolxeia Twv mavidwwy (Brathwaite & Schreiber,
2008). To 6plo mou Slaxwpilel To matyvidL ano pio epappoyr gamification, moAAEC Popég
Sev elval cadéc. H mpoobnkn evog emumAéov Kavova 1 evOg Kool oTOXoUu HETAEU piag
OMAdOG XPNOTWV UIMOPEL va HeTATPEPEL pia HePIKWG Ttatyvidomolnuévn edapuoyn o€ éva
TANPEG TavidL. Ta OTOLXEl EKElVOL TTOU QVAKOUV OTO OET TwV «game elements» OnMwg

npocodlopilotnkav ano toug Reeves kat Read (2009) eivat:
O  noavamapactoon Tou Xprnotn Ue eldwia,
o TO TpLodldotato neplBaiiov,
o To adnynuatikd mAaioto,
o navamAnpoddpnon,
o ndnun,
o n BaBuoloyia kat Ta enineda,
O  OLOyOPEG KaL OL OLKOVOLEG,
O 0 OVTOYWVLOUOG ou SLEmeTaL anod cadelc Kavoveg,
O OLOMAbEG,

o Ta MAapAAANAQ CUCTAUATA ETKOWWVIAG Ta omola unopolv eUKOAd va pubuLoToly,

Kol

o n Slaxeiplon tou xpovou.
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OuL Deterding, Dixon (2011) mpoteivouv TO TEPLOPLOUO TNG EPUNVELOG TNG €vvolag
gamification otnv meplypadn Twv oTolelwv ekelvwv TOU €lval XAPAKTNPELOTIKA yla T
natyvidla, evronifovral kupiwg (aAAd OxL anapaitnta oe 6Aa) ota mawvidla, eival apeca
ouvbedepéva e autd Kal €xeL amodelyBel otL Stadpapati{ouv onUAVTLKO pOAO oTOo MALELUo

TOUG.

¢ JIxeblaopog (Design): OL maiyvibomolnuéveg edoapuoyég Oev  amoteAolv 1A  HOvVA
napadelypata ota omnoia ta otolxela Twv mavidiwyv €xouv avadlapopdwbel. Epyaleia
oxeblaong ypadlkwv kal oavamtuéng moAupécwv yla Puteomaxvidla €xouv cuxva
xpnowwomnownBel ywa un  Yuxoywywkoug okomoUg (m.X. ETMLOTNUOVIKN  ATELKOVLON,
TpLodlaoTatn amelwkovion TeEPLBAAAOVTOG, K.ATL), KaBwg amoteAoUv TPAKTIKEG TOU
€UPUTEPOU OLKOOUOTHMATOG TwV Ttatyvidlwy. H oxedlaon twv gamified epapuoywv nailel
ONUAVTLKO pOAo otn Slapopdwaon NG eUmelplag Tou eKMALSEUOUEVOU Kol emnpealel
ONUAVTLKA TNV ATIOTEAECHATIKOTNTA TNG EMITEVENG TWV OTOXWV TIOU £XouV TeBEL.

* Mn oxetllopevo pe Mawvidia MNepiBdailov (Non-Game Contexts): To gamification
XPNOLUOTIOLEL TA OTOLKELA TWV TALXVLOLWV YL 0KOTtoUG SladopeTkoug and autoug nmou Ba
TIPOEKUTITAV ATIO TNV AVOUEVOUEVN XPHON TOUG WE HEPOUC €VOC Puxaywylkol matxvidlou.
Ot Deterding, Dixon (2011) mpoteivouv To KN MEPLOPLOUO TNG XpRoNnG tou gamification o€
OUYKEKPLUEVO TAaiolo, okomod 1 oevaplo kKabBwg dev avapévovtal ocadr) MAEOVEKTAUATA.
AvoAuTIKOTEPQ, BewpolV Ta SLadopeTikd TAaiola Xpriong r Toug SLadopeTIKOUG OKOTIOUG
XPNong wg mBavég umoKaTnyopleg: OMWEG UTMAPXOUV Ta EeKMALSEUTIKA Talyvidia, Tta
natyvidia mou agdopolv oTnV uyela, Ta MALXVISLA LE OTOXO TNV EVNUEPWON TWV XPNOTWV yLa
NV emKapotnTa, KA., avtiotolya pnopet va undpgel gameful design 1 gamification yla

Vv eknaibevon, TNV uyela, TNV evnuépwon KabBwg Kal yLa TToAAoUG AAAOUG TOMELG.

Me Bdon ta mapandvw, TPoKUTITEL 0 akOAouBoG oploudg TG €vvolag tou gamification. O 6pog

Gamification avadépetal ota napakatTw:
* TN xpnon (kat oxL tnv enéKTacn) Tou

e oxedlaopol (kal oxL ™ Baolopévn oe maxvidia texvoloyia ) AAAEC OXETIKEG e
mayvidLla mPaKTIKEG)
e otolyeiwv (Kot 0L OAOKANPWYV TWV TALXVLOLWV)
*  XAPAKTNPLOTIKWV yla mayvidia (kat oxt tng Slackédaong — Yuxaywyilag (play n
playfulness)
* 0ot mePLBAAAOVTA N OXETIKA UE Tawxvidla (non game contexts) - ACXETA UE TO OKOTMO, TO

mAaioLlo xpriong Kot to péco ehapuoync.
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2.2.2 Eién Gamification

Jupdwva pe toug Werbach kat Hunter (2012), to gamification punopel va katnyoplonownBel oe tpia

Baolka £i6n:

Ecwtepkd Gamification (Internal Gamification)

e auty tn mepimtwon, oL opyavioupol xpnowwomoiwouv to gamification ywa tn BeAtiwon tng
TLOPOYWYLKOTNTOG E0WTEPLKA, TPOKEIMEVOU va TPowbroouv Tn KowoTopia, va auffoouv Tn
ouvadeAdpkoTnNTa, | Ue GAAA AOYLOL VA ETILTUXOUV BETIKA ETUXELPNMOTIKA ATIOTEAECUATA LECW TWV
epyalopévwy Toug. To Internal Gamification eival yvwoto kat wg emiyelpnuatikdo Gamification, aAA&
auto &ev mpolmoBeétel OTL unmopel va eboappootel HOVO amod peyaAou PeYEBOUC OpyavLOUOUG.
Texvikég oxedlaong malyviSlwy UmopouV va XpnoLlomnolnBouv amd onmolodnmoTe opyaviopo BEAEL
va AUEAOEL TNV TAPAYWYLKOTNTA TOU, CUUMEPIAAUPBAVOUEVWVY TWV HKPWY R/Kal veoduwv (startups)

OPYOVLOUWV.
Ynapyouv 800 SLakpLtd XapaKTNpLoTKA Tou Internal Gamification:

*  OuL xprioteg amoteAolv NON HEPOG MiaG OPLOMEVNG KOLVOTNTAG, TOV Opyaviopo: O
OpYOVLOUOC yvwpilel molol gival oL xpnoteg kat autol aAAnAeruibpouv petafl TOUG OE
TokTk PBacn. Evéexopévwg dev polpalovial KOWA YOpaKTnPLoTikd, aAAd Stadépouv
HETAEU TOUG Kal WG TPOG T amoPeL; Toug, aAAd Kal wg TPog ta evolapEPOVIA TOUG.
Qotooo, €xouv Kowad onpeio avadopds OnMwE lval n EMLXELPNUATIK KOUATOUpPA KoL N
emBupia ya e€EALEN Kal KowwVLkr B€on (status) evtog tou opyaviopou.

* O Kwntrpleg Suvapikég tou gamification mpénel va aAAnAenidpouv pe tnv undpyouoa
Sloiknon tou opyaviopol kat tn dopr twv avrapoBwv. To Internal Gamification pnopetl
va anodelxbel anmoTteAeCUATIKO AKOMA KOL Yl TIG BOOIKEG EPYACLUKES ATIOLTAOELS, WOTOOO
Ba mpémel va umapfouv véa Kivntpa, OMwG To va kepdilel o epyalOUevoc-XprnoTnG va
moAunobnto PBpafelo 1 tn SuvatdtnTa eKMAldeUONG yld TNV OIOKINGON EMUTIAEOV

SeflotAtwy.

Ewtepkd Gamification (External Gamification)

To External Gamification gumAékel Toug meAdteg f Toug umoPrdloug MeEAATEG EVOG opyaviopoU
uAoTtoLwVTAG KUPLWG ePapUoYEG TTOU EUMNPETOUV KOTA BAON MAPKETIVYK oKOToUG. To gamification
oe autn Ttn nepimtwon amnoteAel éva péco PBeATiwong Twv OXECEwV METAEU TNG €KAOTOTE
emelpnong Kot Twv TeEAatwv NG, Onuloupywvtag auénuévn ouvaloOnuatiky S€opeuon,

TPOCHAWGN TOU TEAATN, AVAYVWPELON TOU TIPoLOVTOoC Kal Kot eméktaon uPpnAotepa €c0oda.
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Gamification AAAayn¢ Zupnepidpopdg (Behavior-Change Gamification)

TéAog, To Behavior-Change Gamification otoxeveL otn Slapdpdwon enwdelwv véwv ouvnBelwy
METAEU evOg MANBUopoU. Mmopel va meplhapfavel TNV evBAPPUVON TWV ATOMWVY YLO KAAUTEPES
ETUAOYEG TIOU £X0OUV OXEON HE TNV UYEla, OTwG yla mapadelypa KaAutepn Statpodn r MePLOCOTEPN
ekyUUvVaon, MEXPL TOV avooXeSLAOUO Hiog oXOAKAG aiBouoag TPoKeLUEVOU va evBappUVEL TOUG

HOONTEC VO ATOKTHOOUV EPLOTOTEPES YVWOELG VW Pplokovtal o€ éva euxapLloto mepLBaiiov.

2.2.3 Mnyxaviopoi Gamification & gumneipia xpotn

To gamification &ivel Oiaitepn €udaon otn oxediaon tng diemadng péoca amd tnv omola
SlopopdwveTal Kal n TEAKN «eUmelplo Tou Xprnotn». Avalutikotepa, OAO Kal TePLOCOTEPOL
EPEUVNTEG HEAETOUV EKTEVECTEPA TA XOPAKTNPLOTIKA €kelva mou efitdpouv to xpnotn (hedonic
attributes) (Hassenzahl, 2003), kot TG SuvatdtnTeg eKelveg TwV SLACKESACTIKWY «TIPOIOVIWY» TIOU
dnuloupyolv kivntpo oto xpnotn. Ol MePLOCOTEPOL EPEVVNTECG PeEAETNOAV TN SLaBeon Tou XprRotn
yia mavidt (playfulness) kot mwg pmopouv va oxeSlaotouv malyvidia pe Pdacn auto
Snuloupywvtag €vav emlBupntd Tpomno aAAnAenidpaocng tou malxviblou pe To xpriotn. Qotooco,
HEXPL onupepa Oev katéAnfav oe kauia opodwva cvudwvn Bewpia ywa to Mwg opiletal to
playfulness: Kdmolol gpguvntég to opilouv He TNV €upeia €vvola TOU TL ONMOLVEL guxApLOTn
eunelpla (pleasurable experience) (Costello & Edmonds, 2007) 1) Siackédacon (fun) yevikdtepa
(Deterding et al. 2011) i} wg n onoladrmote aAAnAenidpacn mou cupPaivel mépa and onoLodnmote
Xpnotkn epyacia f kabnkov (Gaver et al., 2004, Gaver 2002, Morrison, et al., 2011). Ze auto 10
mAaiolo, o Gaver glonyaye TG €vvoleg «dlhomailypwyv oxedlaopog» (ludic design), «dplonaiypwy
S6éopevon» (ludic engagement) kal «dlhonaiypoveg dpaotnplotnteg» (ludic activities) oL omoieg
neplypadovtal wg oL SpacTnPLOTNTEG EKELVEC TTOU KLvnTomoLloUvTal and MepLEPYELa, Slepelvnan,
kat okéPn (Gaver et al., 2004). AN\eg HeAETEG emiKevTpwONKav KAl Oploav TV €vvola Tou
playfulness pe mo avotnpoug 6poug (Korhonen et al., 2009., 41], ue toug Korhonen, Montola kat
Arrasvuori va KAavouv Tn Lo cuotnuatikr npoondBela (Korhonen et al.,, 2009., Morrison et al.
2011). Zuvbdualovtag To Bewpntikd mMAaiolo twv Costello kat Edmonds (Costell & Edmonds, 2007)
Kol pe eTUTA€éov BewpnTikr SOUAELA Kal LEAETN TWV XPNOTWV TWV Bvteomalyviblwy, avéntuéav Eva

Playful Experience Framework (PLEX) to omoilo Sltaxwpilel kal katnyoplomolel 22 SLaoKeESAOTIKEG-

PUXAYWYLKESG EUTIELPLEG.

TéAog, To 2000 oL epeuvnTEG TTOU UEAETOUCAV TOV TPOTO aAAnAenidpaong umoloylotr-avBpwrnou

€6elav éva aufavouevo evdladEpov yla tn LEAETN TOU OXESLAOUOU KOL TNG EUTIELPLAG TWV XPNOTWV
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and  Prteomavidia  SKWV  TOUG TIVEURATIKWY  SlKAlwUATwY, avantuooovtag KeBoSoug
afloAdynong tng eunelpiag twv xpnotwv (Bernhaupt 2010), Twv gupeTikwy peBOSwY mattipatog
Tou apopolV oTo OXESLAOUO, TwV HOVIEAWVY TIOU adpOoPOUV OTA CUCTATIKA CTOLXELD TWV TtaLXVISLWY
Fullerton 2008, Hunicke, et al., 2004), kol Twv gUMEPLWY TWV XPNoTwv amnod ta matyvidia Carroll &

Thomas 1982, Nacke et al. 2010).

ZnUavTKO poAo atnVv evioxuon Tng eUMEeLplag Xprnong otig ebappoyeg gamificaton Stadpapatilouv
Ol UnXaviopol mou xpnaotpomnolouvtal yia tnv aAAnAenidpacn Kat tn Slatipnon Tou eviladEpovTog
Tou ekmalbeuopevou. To gamification otoxelel otnv aflomoinon tng Kwntiplag SUvaung mou
TIPOEPXETOL ATIO TA TALXViSLa TMPOKELEVOU va TtPowBNBEL N CUUHETOXN, N EMUOVH KAl N €mitevén
TWV EKAOTOTE OTOXWV. Mpoyevéotepn €peuva avedelée tn SlaokéSacon, TNV andéAaucn, Kat Tn pon
WG Ta PBaclkd ocuotatika evog maxvidlou (Consalvo, 2009). Qotdoo, avtictown €peuva €Xel
amodeiel OTL N XPAON KUNXOVICUWV KOl SUVAHLKWY TEXVIKWY TIOU TIPOEPXOVTAL OO Ta Tatyvidia
yla tnv &vldppuvon TNG GCUMHETOXNG KAl TNG ouvaloOnupatikig &&opeuong Ttou Xpnotn
XPNOLLOTIOLWVTOG WG €Ml To TAEloTOV €§WYEVELG TOALTIKEG aVTOMOLBAG, UMopel va €xel aviiBeta
anoteAéopata and Ta eMBUPNTA 0T TEPIMTWON ToU UTtoVopEeUBel n Suvatotnta tng eAeVBepng
eAOYNAG Kal tng ekbnAwong svdladépoviog oe omoladnmote dedopévn amootoAn (Belman &
Flanagan, 2010). Nap’ 6Aa autd, mpoéodatn HEAETN Yyl TA CUOTAUATA XPHONG TWV SLAKPLTIKWY
KOTOARYEL OTO CUMTEPACHA OTL OL QPVNTIKEG TTUXEC odellovtal oe peydlo Pabud oce pn
OMOTEAECHATIKO OXeSLAoHO (Abreu 2008). Zuvenwg, dev elval cadég tL eldoug emppor) Unopouv
va 0.0KOUV Ol UNXOVIOUOL EEWYEVWY TTOALTIKWVY OVTOHOLBAC 0TNV ECWTEPLKH Tapakivnon tou Xprnotn
KOL Qv TEALKA OUTA MIMOPOUV va ENMNPEACOUV OETIKA N va QMOTPEYPOUV TNV EUMAOKN Kol

ouvaloOnuatikn tou 6écpeuaon (Barr 2007).

Ot Richter, Rabamand Rafaeli (2015), cuv&€ouv To pOAO TWV TMOALTIKWY avTAUOLBN¢ KaBwg Kal TNV
Tapoxng KAtdAAnAwv KWWATpwv ya 6€opeuon Tou maixtn oto «moyvidy, Baclopévo oe tpia

Slakputa €idn mapakivnong: Tnv e§wyevn, TNV evdoyevi Kabwg Kal TN KOWWVIKA Kwvntomnoinon.

H evdoyevr¢ kwvntomoinon adopd otnv nmapakivnon tou atdopou péoa amd cuvalodnuata Omwe
emBupia eniteuéng yvwoewy, autovopiag, kot aiodnon tou avikew (Muntean 2011).).H e§wyevig
Kwvntomoinon adopd otnv MAPAKIVNCN TOU ATOMOU UETA TNV €KBECH TOU Ot KATIOLO €EWTEPLKO
€p€OLopa. H KOWwVIKA KlvnTomolnon, n omola ival LSLATEPWE CNUAVTLKA ota mawyvisia (Ling et
al. 2005), neplypadel TV mapakivnon r kat aAAayr cUPnEPLPOPAC TOU ATOMOU TOU OTOUOU HEoA
Qo TOV AVTAYWVLIOUO, TNV KOWwVLIKA aAAnAenidpaon, ) n cuvepyacia (Malone, 1981; Sweetser &

Wyeth, 2005; Yee, 2006a; Yee 2006b).
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O owotoG oxedlaopuog cuotnuatwy gamification pnopel va odnyrnoesL otn YéyLoTn Tapakivnon tou
ekmaldevopevou, T PpaxumpoBeopn kol TN HAKpOmMpPOBeoun amodoon Tou EeKMALSEUOUEVOU,
kaBwg emiong, KaL Tn EMOVA TOU OTNn MPOOCTABeld Tou KOATOPAAEL. ZUVENMWG amalteltal n
Aemtopepn g Kataypadr HeAETn TwV pnxaviopwv gamification kabBwg kat ta kivntpa/Aettoupyieg
TOU €EUTNPETOUV. AVOAUTIKOTEPA, OL PAOIKOTEPOL HUNXAVIOUOL TOU XPNoLUomoLloUvTal OTo

gamification énwg¢ anotunwvovtal anod toug Werbach kat Hunter (2012) eivat ot akoAouBot:

*  JUVaywVIOUOG: Mapoxr EMUTAEOV KIVATPWY OTO XPNOTn yld TNV MEPALTEPW TPOOSO TOU Kal
TNV OVTAMOKPLON TOU ME emutuxia oTlG aUEAVOUEVEG QTALTAOEL] TOU CUCTHMOTOC. 2TO
mAaiolo Twv MPOKAACEWV Tou Tapouotdalovtal, péoa oe éva meplBaliov gamification,
TapEXOVTAL EMIMPOCOeTEC KATEUOUVOELG OXETIKA HE TIG EVEPYELEC TOU TIPEMEL va
mpayuatonolnoel o kabe xpnotng (Zichermann& Cunningham, 2011; Zichermann, 2011):
2to mAaiolo tou gamification cupmeplapBavetal kal n avade§n evog viknt, o omoiog
avayvwpiletat pe Baon tn cuvoAlkr tou amodoon. To yeyovog autd, Snuioupyel éva
nePLBAANOV CUVAYWVLOOU LETAEY TWV MOLKTWVY/XPNOTWV, oL omtoiloL tpoomabolv va €Xouv
™V KaAutepn duvath amodoon, wote va auffoouv TIG TBAVOTNTEG avAdELENG TOUG WG
VIKNTEG. H TpakTikn AEToupyel WG MNXAVIOKOG MAPAKIVNONG, CUMMANPWHOTIKA HE Ta
leaderboards (mapoucidovial TAPAKATW), TAPEXOVIAC TEPLOCOTEPEG AETTOUEPELEG
OXETWKA Me tnVv emiboon Tou KABe maiktn (taxVutnta oAokAnpwong KABe evépyelag N
MPOKANONG, K.a.).

e Juvepyatikotnta (Werbach «kat Zichermann): Zuxvd, ta ouothuata gamification
EVOWHOTWVOUV OTOLXELD CUVEPYATIKOTNTAC. ZUYKEKPLUEVA, TA OTOLXEL aAUTA adopolV oTNV
kaBodnynon Twv xpnotwy yla tn Snuloupyla opadwv Kat Tn cuvepyaoia HeTafl TOUG, WOTE
va ETLTUXOUV 0adwe OPLOUEVOUC KOLVOUG OTOXOUG. H MPOKTIKA auTH eVIoXUEL TIG 6eELOTNTEG
KOl LKOWVOTNTEG TWV XPNOTWV Vo 5pouV OpadIKA KAl VO CUVEPYATOVTAL E TOUG UTTOAOUTOUG
XPNOTEC TOU CUOTALATOG YLa TNV ETHITEVEN KOLVWV OTOXWV.

* Adnynon (storytelling): Ta cuotiuata gamification, mpokelévou va pmopécouv va
Sdlatnpnoouyv to evlladépov Twv Xpnotwy, Ba MPEMEL EVOWUATWVOUV oTolxela adrynong
KaB’ O0An tn Sldpkela tou «maxvidlou» (Werbach & Hunter, 2012). Qotooo, to otolyeio

QUTO ouxva ayvoeital ) mapapeleital katd tn ¢daon Tou oxedlacuou.

* ‘EmaBAa ) Siakputikad (badges): Ta Stakpltikd sival pia KAlpaka cuAloyng moviwy, mou
kepbdiletal kaBe dopd TmMou O XPNOTNG OAOKANPWVEL ETUTUXWC LA OITOCTOAN TIOU TOU
avatiBetal and to cUoTNUA. XPNOoLULOTOoLoUVTIAL WG KMECO EMIKOWVWVIAG TwV MEXPL TwPa
enIteuypatwy tou ekmatdevopevou (Antin & Churchill, 2011). EmunpooBeta, Aettoupyolv

WG MNXOVIOHOG OPLOMOU TPOCWIIKWY OTOXWV, onNUAToSoTWwvIag tTn NMPoodo Kal Tn

29



BpaBeuon tou Xpnotn yla TNV oAOKANpwaon Kal EMITEVEN TwV SLAKPLTWY MTPOCWTILKWY TOU
OTOXWV. AvamaploToUV Ta EMITEVYHOTA KOL TNV EMLTUXiA TOU Kot evBappUvouv tn cuAAoyn
tou¢ (Gnauk et al.,, 2012). Ta SlakpLtikd emiong, AELToUpyoUV KOl WG UTEVBUULON TwV
TIDOYEVECSTEPWY  ETUTEUYMATWY, KOOBWG avamoplotolv amodelfn Twv TPOYEVESTEPWVY
ETMTUXLWY. AUTA T  XAPOKTNPLOTIKA TPoodidouv  automemoiBnon Kal  auto-
anoteAeopatikotnta. H alAnAenidpacn petafl tng B€ong kat tng emPefaiwong Seiyvel
TIWG TO SLOKPLTIKA UmopolV va SeCUEVCOUV CUVALCONUATIKA TOGO OE ATOULKO eTtimedSo Tov
Xpnotn 0co kal o€ opadiko (Antin & Churchill, 2011). Zuvenwg Ta SLOKPLTIKA EVIOXUOUV
TOCO TNV EVSOYEVI] 000 KOl TV KOWWVLKN mapakivnon (Antin & Churchill, 2011; Halavais,

2012).

Nivakeg katatagng (Leaderboards): Ta leaderboards emutpénouv otoug Xpnoteg va
nopakoAouBolv tnv MPOodo TOUG O OXEON ME TOUG UTOAOLITOUG MAUXTEG. ZUVETWG, TA
leaderboards ouvelodépouv SutAd oto oxeblaopd cuotnudtwy gamification, kaBwg divouv
™ Suvatotnta OTOoUC XPNOTEC va a§LOAOYNOOUV CUYKPLTIKA TV amodocn Toug, evw
TOUTOXpOVA TAPEXOUV KivnTpa yla TNV nmepattépw PBeAtiwon tng Kal tnv evioxuon tng
OVTOYWVLOTIKOTNTAG TouG. Qotdoo, cupdwva e toug Werbach kat Hunter (2012) kot tov
Zichermann (2011), o MEPUTTWOELG TTOU TO CUOCTNHO OVTOMOLBAC TWV MalkTwy Sev elval
KataAAnAa oxedlaopévo, ta leaderboards daivetal va €xouv apvntikn emnidpacn otnv
mapokivnon Twv Talktwyv. Mo mopddelypa, €vag Xprnotng o omolog €xel otabepd
XapnAdtepn amdébdoon amd toug umoloimoug, o€ €va oUoTnUA TIou €xel TOAU udnAoUlg
OTOX0UG (Toug omoloug oL CUUTALKTEG TOU UTIopouVv va oAokKAnpwaoouv evw o (8log oxL),
aloBavetal anoyonteupévog Kal elval mBavo va eykataAeiel to cvotnua.

Eninedo (Level): Ta enineda eival évag akopa TPOMOG avayvwpelong tng mpoddou Kal
anodoong evog xpnotn. To emninedo evog xprotn cupPoAilel eite to BaBuo MPOCWTLKAG
€EENLENG KaL TPoOSOoU, ELTE TN CUYKPLTIKA KATATAEN EVOC TMAUKTN O€ OXEON LE TO GUVOAO TWV
TALWKTWYV Tou ouotnuatog (Werbach & Hunter, 2012; Zichermann, 2011). EmutAéov,
Aeltoupyolv WG £€va  epyalelo ylo TOV OPLOPO TWV TPOCWTIKWY TOU OTOXWV
onuatodotwvtag tnv mpoodo otn SuokoAla kal kAt eméktaon aufdvovtag tnv auto-
anoteAeopatikotnta Tou atopou (Church 2001, Covington & Omelich, 1984; Elliot, 1994).
JUVETIWG EVEPYOTIOLOUV TOCO TNV ECWTEPLKN OGO KAL TNV KOWVWVLKA TtapaKkivnon.
NpokAnoeig (challenges): ApopoUv os evépyeleg, oL omoieg amattouv LSlaitepn nmpoonabela
anod TO XPHOTN TPOKELUEVOU va ohokAnpwBoulv erutuxwg ,(Werbach & Hunter, 2012).
ZTOXO0G TOUG €lval n apoxr EMUTAEOV KIVATPWY OTO XPrOTN yld TV EPALTEPW TIPOOSO TOoU

KOL TNV avTamnoKpLor ToU UE EMITUXLO OTL( OUEAVOUEVEG QTIALTHOELS TOU CUOTHMOTOC. ITO
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MAQioL0 TwWV MPOKAACEWV ToU Tapouctalovtal, péca os €va meplBaliov gamification,
TapEXOVTAL EMIMPOCOETEC KATEUOUVOELG OXETIKA HE TIG EVEPYELEG TIOU TPEMEL va
Tpayuatonoloet o kKabe xpriotng (Zichermann & Cunningham, 2011).

*  MNévtotl avrapoBig (Badbpoi): H evowpdtwon duvatodtntag cuykévipwong Babuwv/moviwyv
avtoapolBng anoteAel tnv MAEov SLadeS0MEVN MPAKTLKK, LG KAl XpnoLonoleital oto 84%
Twv epappoywv gamification. OL xprioteg kepdilouv movioug avtapolprig kabs dopd mou
KATopBwVouv va 0AOKANPWOOUV ETTUXWE LA «ATTOCTOAN», N omola Toug SlveTal amo To
ovotnua. OL movioL Asttoupyolv wg Pabuoloyia, avatpododotnon kal €vdelEn tng
anodoong Kal tN¢ mpooddou Twv xpnotwv. Tautdxpova, n xpnon Babuwv mpoodépel
xpnowun avatpododotnon otoug oxeSLACTEG Twv cuotnudatwv gamification ywa tnv

MEPALTEPW BEATIWON TOUG KaL TNV EVIOXUON TNG MAPAKIVNONG TWV XPNOTWV.

H xprAon Babuwv/néviwv avtapolpig civat n mAéov Stadebopévn KOAHR TPAKTIKA yLot TO
oXedLaopo cuotnpatwy Kat epappoywv gamification. To yeyovog autod odelletal OTIG ONUAVTLIKEG
SuVATOTNTEG OV N MPAKTLKA QUTH UMoPEL va mpoodEpeL og €va clotnua gamification, toco otov
1610 To XpNoTn, 600 KAl OTO OXESLOOTH KoL SLAXELPLOTH TOU CUOTHMATOG. Z€ OTL adopd otov (Slo Tov
xpnotn, n culoyn mdvtwv amnotelel évav Kalo tpomo/epyadeio afloAdynong tng anddoong Tou.
KaBe ¢opa mou o xprnotng kepdilel movtoug, avtlhapPdvetal ott n amnddoory Tou elval
kavormolnTkn. H xprion Twv névtwv sival évag eVEAKTog Tpomog avatpododotnong nAnpodoplwv
yla To Xpnotn kal pmopel va xpnowwonoinBst pe Siadopoug TPOMOUG: WG £va cUOTNUA
BaBuoAoynong, wg évag delktng LETPNONG TNG TPOOSOU KAl TNG AModOoTIKOTNTAS, WG Jia KALpLaKa
KaTATAENG, WG Eva EpYAAELO yLa OPLOUO OTOXWVY N AKOUN Kal w¢ €va (60¢ elkovikoU vouiopatog. Ot
TOVTOoL eVvBappUVOUV TNV AOKTNON yvwong and to mawyvidl (Bleumers et al., 2012) kat mupodotouv
QVTOYWVLOUO 0 omolog TeAkd kataAnyel otnv aAlayn tng B€ong tou xpnotn (Church et al., 2001;
Elliot, 1999; Festinger, 1954). OL Zichermann kaL Cunningham (2011) koatnyoplomoincav TG
SL0POPETIKEG KATNYOPLEG MOVIWY TIOU UIMopEL va KepSIleL €vag XprioTng KOTA TN CUUETOXN TOU OE

€va ouotnua gamification, pue Bdon Toug oTOXOUC OV EEUTNPETOUV.

JUYKEKPLEVQL:

1. Nodvtol epnelpiag (Experience points): Ol faBpol autol avikatontpilouv TV KatTATALN Kal
v anodoon evog xpnotn. MNpokelévou évag xprnotng va kepdioel Babuolg eunelpiag Oa
TIPETEL VA OAOKANPWOEL E EMLITUXLO KATIOLA EVEPYELA TTOU B Tou uTtodeifel Tto cuotnua. OL

BaBuol autol 6e pmopouv va sapyupwbBoulv, dev xdvovtal oute Hewwvovtal. Avrtibeta,
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au&avovtal Slopkwg Kal ocuviBwg Sev UTAPXEL AVWTATO OPLO TOVIWV TIOU MUTOPEL va
OUYKEVIPWOEL 0 KABE xprnotnc.

E¢apyupwolpot  moviot  (Redeemable  points): OL yxproteg  umopolv  va
avtaAhdagouv/e€apyupwoouv Toug TOVTOUG AUToUC, i MEPOC AUTWY, UE QVTLKEIPHEVA TOU
OUCTNMATOC 1 aKOUN KoL HE TPAYHUATIKA TpolovTa Kol avilkeipeva (onwg dwpa, xpnuata,
status). H evowpdtwon eéapyvpwotlpwyv Babuwv oe éva cvotnua gamification dSnuloupyetl
TPAYUATIK ol yla TOUG CUMUETEXOVIEG KOL OUVTIEAEL OTNV AVAMTUEN ULAG ELKOVLKNG
OLKOVOULOG (ELKOVIKO OLKOVOULKO cUCTNUA).

Novtor &e§lottwv (Skill points):. Ou BaBuol autol Swadépouv amd toug Babuoug
eunelplag, kaBwg eotldlouv oOTNV AVATITUEN MLAG TIOAU OUYKEKPLUEVNG LKAVOTNTOG.
Kepbilovtal otav o xpnotng emttuxel o€ €va eEeLSIKEVLEVO oUVOAO evepyelwy. H katnyopla
autn 6€ ocuvavtdatal cuxva o€ cuoThuata gamification

Noévtol Kappa (Karma points): H katnyopla autr) aviuipoowmnelUel €va GUUMEPLOOPLKO
TMPOTUTIO TOU XPNOTN KatA tnv aAAnAenidpacn tou Ue to clotnua. H katnyopia auth
Sladépel and toug Pabuoug eunelplag. X& OPLOPEVEG TIEPUTTWOELS, N KATnyopia autnh
Xpnolpomoleital avti yla tnv katnyopia Babuwy eunelplag.

MovtoL kOpoug (Reputation points): H katnyopla auth eival n mo ouvBetn, cuvBwg
ekppalel TNV aflomioTtio Tou XPrHoTn Kal Xpnollomnoleital yla va Snuoupynoet éva aiodnua

apotlBaiag epmiotoolvng ota EAN TOU GUOTHUATOG.
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2.3 Mobile-Game Based Learning

O 6pog mobile learning — pabnon umootnpPL{OeVn amod KWWNTEC OUOKEUEG Bewpeital pla
€EENEN NG nAekTpovikAG Hadnong (Brown, 2005) kal xpnollomoleital yla va meplypda et
KABe ekmaldeuTIK §pAcTNPLOTNTA TOU TIPAYUOTOTIOLEITAL O KLVNTH OUOKEUn N Sla péow

KLVNTH G OUOKEUNG.

KAaolka mapadelypata Kvntwv GUOKEUWY TOU Unootnpilouv amoteAecpatikd tTo mobile
learning eival ta smartphones, tablets, PDAs kat ta kwvnta tnAédwva (Kukulska-Hulme &
Traxler, 2005). H mtp60odo¢ otov KAAS0 NG TEXVOAOYLOG TWV KIVNTWV CUCKEUWV £XEL 06NYNROEL
o€ oAU auvénuéva dleloduong tng Xprong Twv KVNTWV CUCKEUWV OToV MANBUCUO. ZUOKEUEG
onwg tablets kal smartphones €xouv yivel dlaitepa SnuodAn, eldika petafd véwv. OL
aAAOYEG QUTEG €XOUV eTLPEPEL ONUAVTIKEG SLOPOPOTOLROELS KAl OTOV TPOTIO XpPrnong (usage
patterns) TwWvV CUCKEVWV QUTWV. ZUYKEKPLUEVA, OTIWE TTPOKUTITEL amod To “Top mobile internet
trends Report” (Murphy & Meeker, 2011) oAoéva kal MTEPLOCOTEPO TTOCOOTO TOU MANBUGHOU
TIAEOV XPNOLLOTIOLEL TLG CUOKEUEG QUTEG yLa va ouvdeBel oto Ladiktuo, va EMLKOVWVHOEL KL
va aAANAETLSpACEL UE TO KOWWVLIKO TOU Oiktuo. Ol aAayEg aUTEG €XOUV DEPEL ONUAVTLIKES
Suvatotnteg yia tnv epappoyn tng pebodoloyiag gamificaton, eviocylovrtag Ta Kivntpa Kat
N 8£0EVON TWV XPNOTWV/EKTIALGEVOUEVWVY KOl TTAPEXOVTOC TIPOORACH OTNV EKMALSEUTIKN
epapuoyn KaBe otiyun Kot and omolodnmote yewypadkd onpeio. EmumAéov, Aoyw Twv
TPONYUEVWV XOPOKTNPLOTIKWYV TIoU OLaBETouV oL KNTEG OUOKEUEG (0B0veg adng,
alodntipeg, HKpodwva, eukalpleg KOWWVIKAG Sktowong, mpoocfacn oto Sladiktuo)
kaBlotouv TNV ekmaldeutikn gamified epappoyr dkpwg SLELGSUTIKA Kol mavtayou napovoa,
KOll, CUVETIWG, KATAAANAN KOl QTOTEAECUATLIK Yla TNV TAPAKIVNGCN TWV EKMOLOEUOUEVWV Kall

NV EMITEVEN TWV EKTIALSEUTLKWV OTOXWV.

To Mobile learning eival éva €U€AKTO paBnolakod HOVIEAO, TTOU UTOOTNPL(EL TNV AUECN
mapoxn E€EATOULKEUPEVOU EKTIOLOEUTIKOU TIEPLEXOMEVOU, KAaTAAANAa Slapopdwpévou oTLg
QaVAYKeG Kal To Mpodik tou ekmaldeuopuevo, aAAd Kal To OXETIKO kABe dopd meplBdAlov
(Brown, 2005). Zupdwva pe toug Van't Hooft, Swan, Lin & Cook (2007) ot kivnTég Texvoloyieg
umootnpilouv tn pLadnon oe éva cuvdedepévo mepBaiiov, e MPOCBACH OTO EKMALSEUTLKO
TLEPLEXOLEVO, A0 OTIOLOSATIOTE LEPOG KL oTtoladnmote oTyun. Qotoco, otn BiBAloypadia, n
€peuva oTo Ywpo tou mobile learning &ev neplopiletal pévo otnv LBLOTNTA TOU QUTH, AAAQ

kKat otnv botnta tou va Silvel context-specific kat context-sensitive ekmalSevtiko
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TEPLEXOUEVO, VA TIPOCAPUOLEL SNAadH TO EKMALSEUTIKO TEPLEXOUEVO UE BAON TIG CUVONKES

oTLG omoieg Bploketal kaBe dpopd o xprotng/eknaldeudpevog (Walker, 2006). Enuthéov, to

mobile learning €xeL avayvwpLlotel w¢ pa popdn TeEXVOAOYLKA umtooTnPL{OMeEVNG LABnong, n

omola umootnpilel aMOTEAECHATIKA TNV OAANAEMiSPOON TOU EKMOALSEUOUEVOU WE TO

EKMALSEUTIKO TtepLexopevo (Moran & Dourish, 2001).

3to onuelo autd, elval XpAOLMO va TOpoucLacToUV Kal va avoAuBouv ta Boaoka

XOPAKTNPLOTIKA Kol SuvatotnTeg Twv Kvntwyv cuokeuvwv (Clarke, 2001):

Ubiquity: H Suvatdtnta tou xprotn va €xeL mpooBacn oe TEPLEXOUEVO TIOU €lval
Sl0B0éoluo oto Slabiktuo, omoladnmote OTWUR Kat and omoitodnmote uépog. H
duvatotnta autrh, o€ €va eKMalSeuTikO mAaiolo, pnopel va EpeL onpAvVTIKA
TIAEOVEKTA AT Kol guKkalpleg OTWG EKUAONON o€ omnotodnmnote
nieptBaANov/pépoc/aoTiyur], UMooTAPLEN TUTILKAC Kol GTUTnNG padnong, auvfdvovtag
£€TOL TNV ONMOTEAECUATIKOTNTA AAAQ KAl TNV TTAPAYWYLKOTNTO TWV EKTIOLOEUOUEVWV.
EmumAéov, n duvatotnta auth KoBwotd ekt TNV TApOXN  QUEONG
avatpododATnong oToug EKMALOEUOEVOUG.

Evtormopog Béong: H Suvatotnta avayvwplong tou yYewypadlkol oTiypatog tou
XPNotn. MEow TWV KWVNTWV CUCKEUWYV, €lval EPLKTOC O EVTOTILOUOG TOU YEwypPaAdLKOU
oTlypatog Tou xpnotn. H duvatotnta autr Sivel onUavTLKEG EUKALPLEG OTO XWPO TNG
eknaibevong, OnMwg ywa mapddswypa T Suvatrdtnia  MPOCAPUOYNAG  TOUG
KL EUTIKOU TIEPLEXOMEVOU (OTWG yla TapASelypa, oUVOEGN TOU EKTOLSEUTIKOU
TLEPLEXOEVOU HE TNV TOTILKA KOUATOUpA). EMuAéov, mpoodEPEL OTOUG EKTTALSEUTEG TN
Sduvatotnta va yvwpilouv tnv akplfr tomobecia tou xpnotn Katd tn Slapkela
OAANAENiSPOOHG TOU HE TO EKTIALOEUTLKO TEPLEXOUEVO, KAl TNV €€aywyn XPNOLLwV
OUUTEPOCUATWY OXETIKA HE TIG TPOTIUNOELS TOUG, CUMTMEPACHATA Ta omoia Ba
UITOPOUV VO EVOWMOTWOOUV OTOV EKTIALOEUTLKO OXESLAOO TOUG CUVOALKAL.
Awdpactikdotnta (Kakihara, & Sgrensen, 2001): H &uvatotnta moAAATAAG
aAAnAeniSpaong Twv eKMALSEUOUEVWY, TOCO UE TO EKTTOLSEUTIKO QVTLKELEVO TO (610,
000 KOL ME TN OUOCKEUR Kal To TEePBAAAOV TNG UABNOoNG, Toug UTOAOLTIOUG
EKTIALEEVOLEVOUG KL TOV EKTIALOEUTH).

E€atopikevon (Abowd & Mynatt, 2000; Lyytinen & Yoo, 2002; Rao & Minakakis,
2003): H Suvatodtnta mapoxng MEPLEXOMEVOU e BAON TIC TTPOTLUAOELS KoL TO podiA

TOU XpRoTn.
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Onwg ylvetat avtliAnmid, oL KWNTEG CUOKEUVEG TpoodEpouv TANBWPA SUVATOTATWY Kal
EUKALPLWY OTO Xwpo TNG ekmaibeuong kat av aflomolnBolv KATAAANAa, UMopouv va

avafabuioouv onUOVIIKA TNV TOLOTNTA KOL OTNOTEAECUATIKOTNTA KABE EKMALSEUTIKAG

TPOCEyyLonG.

21N ouvExeLa, akoAouBoulv ta Baoikd odpEAn mou GEPVOUV OL KLVNTEG CUOKEUEG OTO XWPO TNG

eknaidevong:

H eknaidevon unopei va npayuaronotndei ano onotodNnote péPog, onoladnNmote oTyun
(Shuler, 2009): NAéov n MAcloPndio Twv ekMALSEVOUEVWY £XOUV TTAVTA ML €EUTIVN KLVNTA
ouokeun pall Toug, n omola €xeL mpocBaon oto SLadiktuo. ZUVEMWE, UMOPOUV va €XOUV
nPOoBacn OTo EKMALSEUTIKO TIEPLEXOEVO OTOLOSHTIOTE OTLY U, O OTIOLOSNTIOTE YeEwYPADLIKN

tomoBeoia, kat Sev epLlopileTal OTA YEWPYLKA OpLa TG aiboucag dtdaokaAiag.

Ynootnpilel tnv earouiksuon (Shuler, 2009 and Klopfer & Squire, 2008): O €€UTIVEG KLVNTEG
OUOKEUECG MmopolV va umootnpifouv TNV Tmapoxr EEATOULKEUPEVOU EKTTALOEUTLIKOU
TEPLEXOUEVOU, ME Baon To TPodid KAl TG AVAYKEG TOU KABE €eKMALSEVOUEVOU, OTWG

kataypadovtal Kat evtomnilovral and tnv aAANAeNidpacr) Tou e TNV KLVNTH GUOKEUN.

Metapepoiuotnta/Portability (Pea & Maldonado, 2006): Ou KlvnTéG OUOKEUEG, AOYyW TOU
peEyEBoug Toug eilval eUKOAa METAPEPOLUEG, EVW TAUTOXpova €xouv TAéov UYPNAN
EMELEPYAOTLKN LOYY, KAL UTTOPOUV va uTtootnpiouv ouvBeTeg Kal MOAUTTAOKEG AELTOUPYLEG OL

omoleg xpnolonotouvtat Kat avaBabuifouv tnv ekmaldeutikn dtadikaocia.

Ynootnpijouv tumikn kat arunn puadnon (Peters, 2007): OL KlVNTEG CUOKEUEG UTTOOTNPL{OLV
TOOO TNV TUTILKA 600 Kal TNV ATUTN LABnon, emtpeénoviag otov ekmaldeuouevo va kabopioel

0 1610¢ TI§ ouvBnKeg eknaideuong tou (tomoBeoia, meptBAaiAov).

H euBuypdpulon twv xopaktnplotikwyv tng uebobdoloylag gamification pe ta Paoikd
XOPAKTNPLOTIKA TWV EKTIALOEVOUEVWVY KaL TIG SUVATOTNTEG TWV KLVNTWV CUCKEUWYV OTOTEAEL
HLOL TIPOKANGN OTO XWPO TNG TEXVOAOYLIKA UTOOTNPLIOUEVNG LABNONG, Kal Unopel SWoeL VEEG

SuvatoTNTEG yLa TNV eupUTEPN XPNOoN TS LeBodohoylag autng otnv eknaideuaon.
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Mpokeluévou WOTOCO va Umopécel va edpapuootel amotedeopatikd n peBodoloyia tou

gamification oe mobile nepiBdaAlov, elval amapaitnTo va AvILOTOLXLOTOUV T XAPAKTNPLOTIKA

NG OUYKEKPLUEVNG TEXVOAOYLOG OMWG MOPOUCLACTNKAV VWwplTepA, HUE TIG PACIKEG aApXES

gamification, 6nwg avaAuBnkav mapandavw.

O akbéAouBog mivakag, mapouctdlel Ta BoOLKA XOPOKTNPLOTIKA TWV KLVNTWV CUCKEUWV Kal

TNV avtlotoixion toug pe tn pebodoroyiag gamification.

Mivakag 1 Baolkd YopaKTNPELOTIKA KLWNTWV OCUCKEUWV KOl QVILOTOIXlon TOuG ME TN

peBoboloyla gamification

Mobile/Ubiquitous

XapPaKTINPLOTIKA  KLVNTWV Apxn gamification
GUGKEUWV
Mapoxr TUTILKAG KAl ATUTING ekmaideuong.
MpooBacn OTO  EKMALSEUTIKO TIEPLEXOEVO  OTOLASNTIOTE
Lo otlyun/omd onolodnmote PéPOC.
Ubiquity , ,
3. Apeon avatpododotnon.
4. Evioxuon KPLTKAG OKEYNG KAl  Lkowvotntag  emiluong
TpoPBAnRuaToG.
L. 5. Napoxn KATAAANAQ Slapopdwpévou eKmalSeuTIKOU
Evtomiopog 0éong .
TLEPLEXOLEVOU.
6. Kowwvikdg mapdyovtag tng pabnonc.
, 7. MNapakivnon.
AwadpactikotnTa , , . ,
8. Evioyxuon cuvepyaoiag, kot cuAloyikng ANYng amopacewv.
9. AMnAeniSpaon HUe TOUG UTOAOLTOUG EKTOLOEVUOUEVOUG KOl TO
(610 TO eKTIALOEVUTLKO TIEPLEXOLEVO.
E€atopikevon 10. Mapoxn ekMoLSEUTIKOU TIEPLEXOUEVOU HE BACN TLG AVAYKEG Kol
10 tpodiA Tou ekMaLdEUOUEVOU.
11. Ou  ekmaibevopevol Ba  TmpémeEL  va  Pmopouv  va
napoakoAouBrioouv TNV MPO0SO TOUG KAl va CUyKpivouv Tnv
Ou xpnoteg €xouv €Aeyxo EMLS00N TOUG E AUTH TWV UTIOAOLTIWY EKTIALOEUOUEVWV.
TWV KWVNTWV GUCKEU WV 12. YynAn 6éopeucon Tou ekmaldeuOpuevoU
13. EAaywotomoinon  teEXVIKwv  TPoBANuATwWY, Kal  Bgpdtwv
efokelwong Tou xpnotn e to mepBaArlov Tng pabnong.
MNapéxer €éva immersive , , , A .
) 14. To nepBdarAov TnG pABbnong mpeneL va elvat immersive
neppailov
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3 MeBodoloyia

Onw¢ MapoUCLACTNKE TOPATIAVW, TO YVWOLAKO MOVTEAO paBnong umopstl va edappootel
TIOAU LKOVOTIOLNTIKA VLA TO OXESLOOUO EKTIALSEUTIKWY TTOULXVLIOLWY. JUYKEKPLUEVA, OL EVVOLEG
TOU QUTOKABOPLOHMOU, TNG AUTO-ANOTEAECHATIKOTNTAG KL TG AUToppUBMLONG ival oL TpeLg
€VVOLEG TOU YVWwolaKkoU povtélou mou kataypddovtal Th BLBAoypadia wG amoTeEAECUATIKESG

OTaV EVOWHATWYOVTAL KATAAANAQ o€ TteEPBAAAOV EKTIALOEUTLKWV TIALXVLOLWV.

Juvoyilovtag 6ca peAetnBnkov oto Mponyoupevo Kepahalo, Le BAcn Tov autokaBoplouo,
TUPOKELUEVOU OL AvBpWTOL va UIMoPECOUV va avamntuxBolv Ba mpEmeL EKTOG amo TNV EUUTn
Taon avamtuéng kot autoBeAtiwong mou Stabétouv, va umootnpilovtal KatdAAnAa amno Tto
neplBaAlov. H évvola NG aUTO-OMOTEAECUATIKOTNTAG €0TLALEL TNV avTiAnyn ou €xouv ot
EKTALOEVOEVOL OXETIKA ME TNV LKAVOTNTA TOUG va oxedLAooUV Kol Vo UAOToLoouv éva
OUVOAO EVEPYELWY TIPOKELUEVOU VA EMITUXOUV €VOL CUYKEKPLUEVO OKOTIO H va €MIAUCOUV éva
TPOPBANUA KATW ATO CUYKEKPLUEVEG GUVONKEG, evw cUUdwWvA Le TNV autoppuBuLon To dLlo
TO ATOMO ouxva eKKLvel TN dtadikaaoia tng pabnaong, Kal pnopet va pubuilel tn cupnepidopd

TOU, MOPATNPWVTAG TLG AVTLOPACELS TOU TtepLBAAAOVTOG.

TNV MEPUTTWON TNG avtoppLOLoNG, o skmaldeuopevog elval evepyog otn dadikaoia Tng
HAaBnong, kal kaAeital va epapudoel Kal va anoktrioel de§Lotnteg uPnAnG okéYng Omwe n
autoaloAdynon Kal n availuon Twv mAnpodoplwv mou Aapupdavel anod to neptBailov ya tnhv
€faywyn CUUMEPACHATWY Kal Tn Slapopdpwon cupnepidpopds. Aaupdavoviag unogn To
OTOXO TNG MapoUcag Epyaciag, TO MPOTEWVOUEVO eKTALSEUTIKO MAaiolo Baoiletal otn Bewpia
™G auToppUBUL{OEVNG LABNONG, TO OTOLO ETILTPEMEL OTOV EKTIALSEUOEVO va BEoEL 0 (610G
TOUG OTOXOUG TNG ekmaideuong tou, kat va obnynBel otn Swapdpdwon otaong Kot
ouuneplpopd¢ pHEoa amo TNV automapatipnon kat afloAoynon. EmutAéov, oL apxEC Tng
autoppLBULong avayvwpilovtat ano t BiBAloypadia wg dlaitepa AMOTEAECHATIKEG OE KN
TUTILKA. TtepBaAlovta HAdnong, Omwe sival Ta eKMALSEUTIKA TOLXVISLA KoLl oL epOPUOYES

gamification (Montalvo & Torres, 2004).
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Qotoco, népa amnod 1o Kaboapd BewpnTikd UMOBABOPO, yla TNV AMOTEAECUATIKI) UAOTolnGN
plog gamified ekmaldeutikng edbappoyng oe meptBailovia mobile game based learning
amnottovvraL:
* n KOtaAAnAn xpnon pnxoviopwv gamification ywa tn 86Uncn tou eKMALSEUTIKOU
matyvidLol Kal TV EVIoXUOoN TNG EEWTEPLKNG MOPAKIVNONG TOU EKMALEEVOUEVOU,

* nouvdeon kat aflomoinon TWV XOPAKTNPLOTIKWY TWV KLVNTWV CUCKEUWV.

Ma to Adyo auto, n mapouoa epyacia mapouoldlel Kal avallel ektevwg duo gpyalieia Kal
BEATLOTEG TMPOKTIKEG TIOU €xouv evtoriotel otn PBLPAloypadio kalt aflomolouv TG KVNTEG
OUOKEUEG yla TNV ekmaidevon péow edappoywv gamification. Méoa amnd tnv mapouaciacn
Twv epyodeiwv kal PBEATIOTWYV TPAKTIKWY, avayvwpilovtol Bacilkd YopaKTneLoTKA Tou
ekmaldeuTIkoU oXeSLaooU KABe ebappoyng, OTWE yLo TOPASELYLA OL EKTTALSEUTIKOL OTOXOL,
Kall Twg autol urtootnpilovtal anod pnxaviopoug gamification kat apxég game based learning.
EmumAéov, ota mAaiola TG afloAdynong Ttwv PBEATIOTWVY TPOKTIKWY Kotoypddetal n

ouvelodopd TWV KLVNTWV CUCKEUWVY Kal N aglomoinon Toug otnv ekmaldeuTikn dtadikaacia.

H kataypadn kat mapouciaon Twv BEATIOTWY TPAKTIKWY TPAYUATOTIOLE(TAL UTIO TO Tiplopa
NG avayvwplong tng onupaocia tng emAoyng Kat@AAnAwv pnxoaviopwv gamification oe
KLVNTEC OCUOKEUEG KaL TNG oXedilaong Twv oevapiwv tng ekmaldeuTikng edapUoyng ya tnv

eniteuén ocadwG OPLOPEVWY EKTIALSEUTIKWY OTOXWV Kal avamtuén deflotntwv uvPnAng

okePngG.

ZTn ouvéxela, €xovtag emiAé€el To Bewpntikd UTOPaBpo tng p HABNONG, Kol €xovtag
avayvwploel Ta KPLOLUA XOPAKTNPLOTIKA TWV BEATIOTWY TPAKTIKWY TIOU TTAPOUGCLACTNKAV OF
OTL adopad Toug Bactkoug pnxaviououg gamification, T Baoikég apxég game based learning
KaOwG Kal Ta XOPAKTNPLOTIKA TWV KWNTWV CUCKEUWV Tou aflomolouv, oxeblaletal to

T(POTELVOLEVO EVVOLOAOYLKO TTAALGLO.

To MpOoTELVOUEVO EVVOLOAOYIKO MAiolo evowpatwvel apxég gamification evopynotpwvovtag
apxég game based learning kal avtoppuOulopevng padnong yla tnv avadelén deglotntwv

vPnAnRg okéPng aflomolwvtag Tig TPodlaypadEG TWV KLVNTWV CUCKEUWV.

H evopxnotpwon autrn meplypadetal ekTeVWG ota MAaiola tng mapovuoag epyaciag Kalt
ouvelodEpPeL 0Tn OUVOEON TOU TIPOTELVOUEVOU EVVOLOAOYLKOU TTAQLCLOU TO Omoio amoteAel

ETUKEVTPO TNG Tapoloag Epyaciag.
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2Tn OUVEXELQ, TIPOKELEVOU va aflodoynBel n aglomiotia Tou MPOTEWVOUEVOU EVVOLOAOYLKOU,
neplypAadetTal EKTEVWG OEVAPLO aflomoinong tou yla tnv avamntuén de€lotntwv uPnAng
okEPNG oTov KAASO Twv MWANCEWV Kal oxedlaletal Aentopepws n TAOTIKY edapuoyr. O
KAGSOG aUTOG OVTIUETWI(EL ONUAVIIKEG EKTOLSEUTIKEG TIPOKANOELS Kal SduokoAieg. O
eknaldevopevol ouvnBwe ekmaldevovtal péoa and «trial & error» dadikaocieg, evw TO
KOOTOG AAB0oUG O€ TpayUaTIKA Kot OxL ekmaldeuTikd meptBariovta eivatl peyaio. EmutAéoy, ot
ekmaldevopevol mpémnel va SlaBétouv defldotnteg uPnAng okéPng wote va Umopolv va
ouvBéoouv TIg mAnpodopieg mou Aappdavouv and to meptBaiiov kat tov urtoPridlo meAATn,
va aflomoljoouv Tpolmdpyouoa yvwon Kol eumelpia kal va AdBouv o€ UIKPO XPOVLKO

Sdlaotnua tn BEAtiotn Suvath anodacn CXETIKA LLE TN oTPATNYLKN TTou Ba akoAouBrjcouv.

Npoteivetal pia mhotikn epappoyn tou povtéAou o€ duo Pacelg, afLoAoywvTaG apXLIKA TLG
YVWOELG Kal 6€€LOTNTEC TWV EKMOALSEVOUEVWY TIPLV TNV EKNAideUOn, KoL 0Tn CUVEXELQ, adoUl
ol ekmaldeuopevol aAAnAemdpacouy e TNV eknmaldeuTikn edpappoyn Ba emava§loAoyouvrat
kot Ba amotipdtal n cuvelcdopd TOU TAPOVIOG LOVTEAOU OTNV EVIOXUON TWV YVWOEWV Kal
be€lotnTwy Toug.

Ma tnv avayvwplon tng oflomotiag Tou HOVTEAOU XPNOLUOTIOLOUVTIAL HETPLKEG TIOU
oxetilovtal Ye TNV anddoon Tou XPHOoTN OTL, EKMALSEUTIKEG TIPOKANCELG TIOU QVTLMETWIEL
Katd tv oaAAnAemnibpaocr) Tou UE TNV epappoyr. ZUYKEKPLUEVA, KATA TNV MPWTN XPHRon tng
epapuoyng, o ekmalbeudpevog KaAelTal va SLaxelploTel Eva eVOELKTIKO OEVAPLO TWANCEWY,
KaTA tn OSLApKeELO TOU omolou kataypddovrtal ol Se€LOTNTEG TOU. TN CUVEXELA, N €midoon
auTn Xpnotldomoleital a) wg Bdon yla TNV QUTOUOTOTOLNMEVN EMAOYA TOU EKMOLSEUTIKOU
TEPLEXOUEVOU TO omoilo Ba mapaxBel otov ekmaldevopevo (wote va elval TANPWG
TIPOCOPUOCHEVO OTI( QVAYKEG Tou) kol B) wg Bdon olykplong tng emidoong tou oOtav

oAokAnpwbBei n dtadikaoia tng ekmaideuonc.

EruumAéov, pe Bdaon tn PBPAloypadia, n edpapupoyn tou gamification otnv eknaibsuon,
Bewpeitat/ektipdral otL n eknaidevon kat n BeAtiwon NG LKAVOTNTAG TOU XPHOTN Elval évag
anmod TOUG TAPAYOVTIEG ToU Slapopdwvouv TNV ocupmeplbopd Tou XpAotn Kabwg autnh
napepPaivel otn Stapopdwon nenolBrioewv kat cupnepidopwy. AaUBAvVoOVTaC TO MOPATIAVW
untdyn, oto mAaiolo tng TAOTIKAG edapuoyng oxedldletal éva epyaleio pETpnong tn

METABOANG TNC OUUMEPLPOPAC TOU EKMALSEVOUEVOU HECO QMO TNV EVNUEPWON, TNV
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avarninpodopnaon, AUeECN Kal EUEDN, KL TV otoxoBEtnon. To epyaleio auto Baoiletal oto
ouuneplpopiko povtého tou Triandis (1980) To omoio pmopel va eEnNyNOEL KAL VA ATOTLUOEL
TN METABOAAG TNG CUUMEPLPOPAC TOU EKTIALOEUOMEVOU MPECA ATO TNV €VNUEPWON, TNV
avarniAnpodopnon, AUECN Kol EUUEDH, KAL TNV oToX0B€tnon. ZUpbwWvA PE TO LOVTEAD AUTO, N
MPOBeon KAMOLOU va OpACEL HE KATIOLOV CUYKEKPLUEVO TPOTO KABwWG Kal n ouvhBela
eNnpealel AUeCA TNV CUPTIEPLPOPA KAL TN OTACH TOU. £TO TAALCLO0 AUTO, eilval anapaitnto n
épeuva va oxedlootel va AdPel xwpa oe dU0 GACELG, TPV KAl UETA TNV EKMALSEUTIKNA
Sladikaoia, wote va evroriotel o Babuodcg enidpacng tnG epapUoynG TOU TPOTELVOUEVOU

€vvoLoAoyLkoU AaLoiou otn Slapopdwaon oTACEWY Kal CUUEPLGOPWY OTOV EKTTALEEVOEVO.

Metd tnv aflohoynon tou, kat tTnv eniBePfaiwon tng aflomiotiog KoL EYyKUPOTNTAC TOU, TO
TIPOTELVOLLEVO EVVOLOAOYLKO LOVTENO QUTO €XEL OTOXO VO ATIOTEAEDEL Lot KOAR TUPOKTLKI) OTO
Xwpo tn¢ aflomoinong texvikwyv gamificaton yla ekmaldeutikoUG oKOTOUE HECA ATO KLVNTES
OUOKEUEG, N omola Ba unopel va edapuootel aMOTEAECUATIKA OE TIEPLOCOTEPOUG MO EVAV

ekl VTIKO KAASO yla TNV avamntuén deflotntwyv uPnAng okEPnc.
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3.1 EpyalAeia Kot KOAEG TPOKTIKEG

H evotnta aut mapouctdlel Suo epyadeia kal BEATLOTEG MPOKTIKEG TIOU aLOTIOLOUV TO

gamification og ekmaldeutika MAaiola PECW KVNTWV CUCKEUWV.

3.1.1 SMARTEGE: E§untvo Zuotnua EKmoudsutikwv Aladikaoclwv BoolopEVWV oTh

peBodoloyia Gamification®

H edapuoyri SMARTEGE aflomolel TO00 TIG KIVNTEG CUOKEUEG 000 Kal tn pebBodoloyia tou
gamification, kalL otoxevelL otnv Tpomomnoinon tng cupneptpopds Tov xpriotn oe Bfpata
NAEKTPLKNAG eVEpyelag. O ekMaLdEUOUEVOC KAAELTAL VO CUMMETEXEL EVEPYA OE QUTEG, €iTe e
™ Suvapikr Slaxeiplon TwWv KATAVOAWGCEWY EVEPYELAG TWV CUCKEVWV Ttou Slaxelpiletal eite
LE TNV O€ MPAYUATIKO XpOVo aAANAemiSpaon e TOV TAPOXO, ELTE UE TNV UIKPOTIOPAYWYN Kall
anoBrKeuon eVEPYELAC, ELTE, TEAOG, [LE TNV Oyopd KoL TWANGN NAEKTPLKNG EVEPYELAG AVAAOYQ
ME TIG OVAYKEG TNG EYKOTACTOONG TOU KoL Tn SlakOpavon Twv THWV TNG NAEKTPLKAG

EVEPYELQG.

Eknatdgutiko npofAnua
OL ouVEXElG PUBULOTIKEG OPYEG OTOV XWPO TNG EVEPYELAG OPL{OUV TOV KATAVOAWT WG EVEPYO

naiktn otnv ayopd evépyelag. e autd To TAaiclo, £xel apxioel va yilvetal Slaitepa
SnUodAic n xpnon eudbuwv HETPNTWV EVEPYELOG OL Omoiol Ba emuTtpémouv TNV Of
TMPAYHATIKO XpOvo Kal apdidpoun emkowwvia XpRotn Kol mpopnBeuth, tnv o€
TPAYUATIKO XpOVo Kataypadn TnG mopaywyng & KotavaAwong KOG EYKATACTACNG KAl TNV
Suvapikn xpéwon (billing). O otoxog tng EE ywa to 2020, elvat touldayiwotov 80% twv
KATAVOAWTWVY va £Xouv eCOMALOTEL e TETOola cuoThpata. QoTO00, UEXPL CAEPA OL YWWOELG
Kol 6€€LOTNTEG TOU CUYXPOVOU TOALTN oTov KAASO aUTO lval MEPLOPLOUEVEG. SUYKEKPLUEVQ,
UTLAPXEL EAALTIAG yvwon Tou Beopikol mAaloiou Kol Twv puBUicewv Tou LoxUouv, UTtApPXEL
ouyxuon HE PBOOLKEG EVVOLEG TNG NAEKTPLKAG EVEPYELAG, TTOU ATITOVIAL TNG KABNUEPLVOTNTAG,
umapyxel AavBaopévn avtiAnPn oxXeTKA He TIG SUVATOTNTEG TOU TTAPEXOUV OL OVOVEWOCLUEC

TINYEG EVEPYELOG KABWE Kol N ocupmnepldopd Twv XPNOoTWV o BEPATA NAEKTPLKAG EVEPYELAG

'H edpappoyn autn avantuxdnke ota mAaiowa tou Mpoypaupatog Avantuéng Bliopnxavikng Epguvag
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kaBopiletal KUplwg amd To BUULKO TOUG Kal OTwG aUTO Stapopdwvetal and SLadnULoTIKEG I
EVNUEPWTIKEG KOUTIAVLEG YEVLKOU €vOLladEPOVTOC Kol EAAXLOTA Ao Tn AOYLKA TOUG KAl TV
opBn mAnpodopnon.
Xpnowonowwvtag tTa enineda tn¢ avabewpnuévng nupauidag tou Bloom, n ebappoyn auvtn
oxeblaotnke wote va efumnpetel ta akOAouBa pabnolakd amoteAéopata yld TOUG
EKTALEEVOUEVOUC:
* [vwpilw: Na yvwpilet TI¢ PaOKEG €vvoleG TOU EVIACOOVTOL OTOV KAGSO TNgG
SLaxelplong TG NAEKTPLKNG EVEPYELAG
*  Katavow: Na KOTavoel T OXECELG LETAEY TWV EVVOLWV KAl LEYEBWV TNG NAEKTPLKAG
EVEPYELOG
* Edapudlw: Na umopel va epappOceEL TIC YVWOELS OUTEG otn Slaxeiplon Ing
NAEKTPLKAG EVEPYELAG EVOG KTLPLOU
*  AvaAbw: Na pmopel va avaAvel ta dedopéva mou oUAAEYEL péoa amo KATAAANAQ
epyaheia kat va tnv
* Afoloyw: Na aflodoyel ta mopamdvw Sedopéva Kal va €EAyEL CUUTEPACUATA
EVEPYELOKN anddoon HLaG NAEKTPLKIG EYKOTAOTOONG
*  JuvBétw: Me BAon Ta MAPATAVW CUUMEPACHOTO, VO GUVBETEL TIG YVWOELG TOU KAl Vol
oxeblalel evéPYELEC KAl OTPATNYLKEG TIOU 08NyoUV OE QIMOTEAECUATIKOTEPN

KOTAVAAWGON EVEPYELOG

Kata tn Sldpkela tng ekmaldeuTikng dtadilkaaoiag, o Xpnotng apxikd mapakoAouBel éva
tutorial pe ta Paclkd XOPOAKTNPLOTIKA KoL TO TAALOLO TG ekmaibguong KoL OTn CUVEXELX
Eekvael va Slayelpiletal amAég NAEKTPIKEG EYKATOOTACEL KOL VO TIPAYLOTOTOLEL ATIAEG
EVEPYELEG, OTIWG MAPAKOAOUONON KATAVAAWONG, OVTLKATAOTACH CUCKEUWYV TIOU CUVOVTA
OTO OTtTL | To ypadeio Tou. I Auto To TAAICLO KaAegital vo OAOKANPWOEL ULKPEG, oadeig
EVEPYELEC KL aVTOUEIBETAL OTAV TO KatadEpPeL. H ouykévipwon Lkavou aplBpol moviwy, site
MEOW OUYKEKPLUEVWY EVEPYELWV EITE HEOW ETUTUXNUEVWV ETUAOYWV, TOU ETLTPEMEL va
Slaxelplotel 6Ao Kol TLo TIOAUTIAOKEG NAEKTPLKEG EYKATAOTACELG KAl OevdAplo AELToupylag.
KaBe xpnotng Stapopdwvel oTadlaKA Ko TOUTOTNTA HECA OTO TtalyvidL kat avalappavel

poOAouC avaloya He TG amodACELG TIOU TIAPVEL KOL TLG ETILOOOELG TOU.

H Sdtadpoun dpaotnplotitwy mou akoAouBel o xprRotng péoa amo tnv edapuoyn daivetal

0TO akOAouBo oxrua.
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Awoxeiplon
vpadeiou

Awaxeiplon
OLKELOG

Evypadn

Ixnua 2 H dtadpopn tou xpriotn otnv edpappoyrn SMAREGE

Zevapla xpnong

Karmola evOELKTIKA OEVAPLA OTOL OTIOLOL CUETEXEL O EKTTALEEVOEVOG KOTA TN SLApKEL
aAnAenidpaong Tou pe tnv epappoyn eival ta akolouvda:

Awayxeipion evépyelag og owkLako ktipio (1° eninedo)

Meta To tutorial, o xpriotng Unaivel og éva €lKoVLKO OTIiTL Kol BAEMEL TIG SLABECIUEG CUOKEUEG
TPOG gyKatdotaon. Tautoxpova, £xel mpooBacn o€ MANPOPOPLEG OXETIKA HUE TG CUOKEUES
QUTEG Kal ta Bépata Slaxeiplong evépyelag. O ekmaldeuopevog KaAeital va emAéEsL Tov
TPOTIO UE ToV omoio Ba opyavwaoel kol Ba SLaXELPLOTEL TIC CUOKEUEG QLUTEG TIPOKELUEVOU Val
efolKOVOUNOEL TeEpLOoOTEPn evépyela. Oco emutuyyavel Betikd amoteAéopata, kKepdilel
TLOVTOUG TOUG OTolouG UImopel va aLOTIOLOEL YLl TNV Ayopd VEWV CUCKEUWV XOUNAOTEPNG
Katavalwong evépyelag. 0oo o xprotng BeAtiwvetal, T000 cuveXilel va GUAAEYEL TOVTOUG

Kol €mabAla wote va UMOPECEL va TMEPAOCEL OTO €MOUevo enimedo, auto tng Staxeiplong

ypadeiou.
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Ewkdva 2 086vn Slaxeiplong Stapepiopatog otnv ebappoyrn SMARTEGE

Energy
consuming:

10.89 kWh

Energy
producing:

Ewéva 3 MNivakag katavahwong evépyelag dlapepiopartog otnv epapuoyry SMARTEGE
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Energy consumption: Energy consumption Energy consumption: Energy cor

). 46 £
4 1.32}

Cost Cost Cost

81@ /n 75@ /hour

equipped device W

Ewkova 4 O xpnotng €xel GUAAEEEL APKETOUC TTOVTOUG TIPOKELEVOU VO AYOPAOEL VEEG
OUOKEUEG YLO TO SLOUEPLOUA TOU

Awadpopn) Emunédou Office/Tpadeiov (2° eninedo)

MOALG 0 XPOTNG KAVEL TG AmapaitnTeg ano To cUCTNHO EVEPYELEG yla TN Slaxeiplon tng
OlKElOG, OmOKTA TPOoBacn KOl OTO KTLPLOAKO OUYKPOTNUa ypadeiwv. 2TO0 OUYKPOTNUA
ypadeiwv, av kat n Aoywkn eivat n idla, n BeAtotonoinon eival mo dVokoAn umndbeon,
5eSopévou OTL TTOAAEG MO TLG AMOPACEL TOU UTIAYOPEVUOVTOL A0 TIG AVAYKEG Asttoupylag
Tou ypadeiou (yla mapddelypa n Asttoupyia Twv UTIOAOYLOTWY €lval UTIOXPEWTLKN KOl OXL
ETUAEELUN YLA TO CUVOAO TWV €PYACIUWY WPWV Tou ypadeiou) katl N cuvoAlkr Katavalwaon

Tou elval mMoAU peyaAUTepn Ao TNV KATOVAAWGON €VOG LECOU OTILTLOU.
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Elkdva 5 0806vn Slaxeiplong xwpou epyaciag otnv edapuoyn SMARTEGE

3.1.2 Mnyxaviopoi Gamification

Ot unxaviopotl gamification mou alomolovvtal and tnv epappoyn eivat ol akoAoubot:

Enineda: To va katadEpel €vag xprotng va oOAOKANPWOEL e EMLTUXIA TOUG OTOXOUG
TOU €VOG €TLMESOU Kal va Hetafel oto emMOPEVO OnNOIvEL WG O XPAOTNG EXEL
QTTOKTAOEL TPAYHLATIKO evOLadEpPOV KaL N tapakivnon tou eivat uPnAn.

Katata¢n ota Leaderboards:. O xpnotng péca amod TG KWHAOELG TOU UAOTIOLEL
eTUOLWKEL va BeATwoel TNV katdtagn Tou oe oxéon He aAloug xpriotes. Etol o
xpnotng poabaivel va aflohoyel Tnv enidoor Tou o€ OXEOn HE TOUG UTIOAOLTOUG, VA
evToTileL TIC AdUVOULEG TOU A TIG SUVATOTNTEG TOU Kal va odnyeltal va Tig KaAUPEeL i)
va TG KAAALEPYN OEL avTioToLya.

ZuAloyn movtwv: OL xprioteg kepdilouv movioug kaBs dopd mou katopBwvouv va
OAOKANPWOOUV EMLTUXWG €Va OTOXO TOU Toug Sivetal amod 1o cvotnua. OL movrol
AeltoupyolV WG HEPOG TNG okovouiag tng edappoyng. O movrol eival éva PéEco mou
SlaodaAilel T Buwolpotnta Tou XpHotn otnv epappoyn, Kal TTPOKELULEVOU 0 XPHOTNG
Va TOUG OMOKTHOEL KAAELTOL VA QIaVTA O€ quizzes KoL VO CUMPETEXEL O€ Ttalxvidia, ta
omola anoteAoUV TUAMA TNG EKTALSEUTIKAG Sladikaoiag.

Kataktnon Siakputikwv (badges): Eva Slakpltikd kataktdtal kabe dopd mou o

XPNOTNG OAOKANPWVEL ETUTUXWE LA ATIOCTOAN TOU TOU avatiBetal and to cloTnua.
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KaBe badge sivat amAo kal eudlakpito Kal epdaviletal oto mpodil tou xpriotn otav
QUTOG KOTOpEPEL va LKAVOTIOLNOEL €va TPOKOBOOPLOUEVO OCUVOAO QMALTHOEWV.
Anotelel éva Kald kivnTpo yla To Xpnotn Kabwg onuatodoTel Kal YVwoTOMoLEL Ta
ETUTEVYMOTA TOU OE OAOUG.

Kowwvik aAAnAenidpaon tou xpriotn: O xpnotng umopel va «BAEMELY TIG KLV OELG
TWV UTIOAOIMTWY XPNOTWV KAl va CUYKPLVEL TN B€0n Tou KOl TO EMITEVYUATA TOU OF
oxéon Ue ta 61kad Toug. OL XpHOTEG MAPAKLVOUVTOL OTO VO KAVOUV EVEPYELEG WOTE Va
telvouv va ¢tdcouv AAAoug pe KOAUTEPA OTATIOTIKA, VIWOOVTAG €TOL KOWWVLKA
peyaAutepn amodoxni. To XOPAKINPLOTIKO autd XPNOLUOTOLE(Tal Kal ylwa TNV
SNUOTKOTNTA TNG 8LaG TNG EPAPUOYNG. ZUYKEKPLUEVQ, O XPNOTNG EXEL TN SuvatoTNTA
va kaAel piloug Tou atnv edapuoyn.

EpeBiopata (Triggering): Ta epeBioparta mou €xouv oxedlaoTel yla va evepyomnolouy
TO XPiOTN AVAKOUV OTLG TOPAKATW KATNYOPLEG:

o Sparks: MnvUpata mou oxetilovtal pe ta tpia SlmoAa KwATpwv, OMWE
pnvupata kwvéuvou, mposldomnoinong, emBpaBeuong, MapalvECEWY, OTIWG:

o O nuepnotog xpovog Asttoupyiag tou nAektpikol Jepuoocipwva eival
KXTW Qro 1o EAA)LOTO OPLO AVEDHG.

o To eninebo aveong tnG EyKATACTACNG OOU E(VaL KATW QIO TO ANMOSEKTO
opto.

o O puBuog avénong tng karavaAwonc evépyelag (uetpntng KWh) eivau
TTOAU uYnAog.

o AvéBnkec atnv npwtn dekada tou leaderboard.

o E@Saoec otnv npwtn J€on tou leaderboard.

o Exaoeg névte Béoeic ato leaderboard. Mpoonadnoe neptoootepo yla va
BEATIWOELG TNV EYKATAOTAC!) OOU.

o Facilitators: Mnvopata pe tn popdrn cupBoulwv mou SlteukoAUvouv Tov
xpnotn va auénoeL to okop tou 1 va BeAtiwoel tnv andédoorn Tou 1 Tov
TLAPOTPUVOUV VO CUUUETAOXEL OE ATIOOTOAEG Kal SpaoTnNPLOTNTEG TTou Ba Tou
erutpéPouv va BeAdtiwoel tn B£on Tou, ONWG:

o Anavtnoe oti¢ napakdtw epwtnoelg ue Nat nn Oxt kat képdioe wallet
points.
o Ay0paoce OUOKEUEG KAAUTEPNG EVEPYELAKNG amodoong kal Uelwoe tnv

KATOVAAWO!) EVEPYELAG TNG EYKATAOTAONG TOU.
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o Triggers: MnvOuata mou €Xouv OKOMO va unevBupioouv KATL OTov
EKTALEEVOEVO, OTIWG:
o Exelg ™ Suvarotnta va ayopaoEL; CUOKEUEG LE KAAUTEPN EVEPYELXKN
amnéboon.
o Exewgc ™ bSuvatotnta va QyopaACEL; CUOKEUEC MOPAYWYNG NAEKTOLKNG
EVEPYELAG KAL VA UELWOELS 1] akOua kot va undevioeig to puduod avénong

ToU uetpntn kWh.

A§LoA6ynon edappoyng
H edapuoyn auvt) aflomowibnke ywa tnv ekmaidevon doutntwv oe Bépata Slaxeiplong

EVEPYELOG KAl TA ONMOTEAECUATA TIOU TIPOEKUYP AV TAPOUCLA{OUV CNUAVTIKO evdladépov.
Metd tnv uhomoinon oL xpRoteg spudAaviocav enapky yvwon ylo B€pata mou Antovial Tou
KAGSOU TN amoteAeopaTIKAG Slaxelplong Kot e€0LKOVOUNONG EVEPYELOG KL €AV HeTaTpanel
amno nadntikol og evepyol KATAVAAWTEC, Lkavol va Aapfdavouy anopAoeLg yla TO EVEPYELAKO
Tou TPOodiA, TG eVEPYELEG TIOU TIPEMEL va yivouv yla tnv €€0LKOVOUNGCN €VEPYELAG KAl TNV
aflomoinon twv SlaBéoipwy texvoloylwv o auth TNV KateuBuvon. EmutAéov, oL XproTeg

Katavonoav tn oxEon KOOToUG-0PEAOUG TTOU CUVOSEVEL TIG TEXVOAOYLEG QUTEG.
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3.1.3 nNpoaktkn tng Cricket Communications otnv eKnNaideuon OTEAEXWV MECW

KnNTwv epappoywv LLE XpRon TeXViKwy gamification

H Cricket Communications givat o 7°° peyalltepog mAPOXOG AcUPUATWY ETILKOWVWVLWV OTLG
HMA. 16pUBnke to 1999 pe OTOXO va KAVEL T UTINPECLEG OCUPUOTWY ETULKOWVWVLWV
OLKOVOMLKA TIPOOPACLUEG OTO €UPU KOwO. Mo To AOYOo QUTO TIPOCEDEPE OLKOVOWULKEG,

TLPOTANPWHEVEG AUCELG TTOU SeV SECELAV TOUG KATOVOAWTEG e cUUBOAaLA.

ZAUEPQ, N TPl AUTH €EUTNPETEL IEPLOCOTEPOUG MO 5.8 ekatoppUpLa meAdTeg, otig HMNA.
Jupdwvieg pe etalpleg omwg n Walmart enétpepav otnv Cricket Communications va
KMETATIOUAGY TLG UTINPEGCLEG TIG KAl Vo EEUTINPETEL MEAATEG OKOUOL KOl OE TIEPLOXEG TTOU Oev
61€0ete Oka TG onueia eEunnpétnong. To 2011, n Cricket Communications gykawliaoe tnv
unnpecia MUVE Music kot €ylve 0 TPWTOG MAPOXOG ACUPUATNG ETIKOWWVIag otig HMA mou

npoodepe MAAVA XPriong yLa TpOcoPacn o€ anepLOPLOTN LOUCIK.

3.1.4 EKMaldeuTKO MPOBANpa

H Cricket Communications avaintoUoe KALVOTOMOUG TPOTIOUG VO TIPOOEYYLOEL Kol va
TLOPOKLVIOEL TA OTEAEXN MWARCEWV TIOU Bplokovtav ota Katootnuata tng. Na to Adyo auto
oxeblaoce kalL mpoodepe 1o 2012 otoug MwAntég to CellCast, pia mobile ekmatbeutiki

edpapuoyn n onola evowpatwOnke otnv untdpxouoa MAatdOpUa TG ETALPLAC.

BOOIKOG €KTIALOEVUTLKOG OTOXOC TNG €POpUOYNG ATAV VA HETPAOEL KOl Vol EVIOXUOEL TIG
YVWOEL TWV MWAnTwv oc OTL adopd TOo TA TPOIOVIA, TIG UTINPECLEC OAAG KoL TNV
EMAYYEALATIK TOUG €EEALEN, Xwplc va xpeldletal oL MWANTEG va TOPAUEANCOUV TNV

€EVAOXOANGCH TOUG UE TLG TTWANCELG.

ErmumAéov, n edbappoyrn EVOWUATWVE OTOLXELD EKTIALSEUTIKWY TTALXVISLWY WOTE va eVIOXUOEL
TNV TAPAKIVNON TwV EKMALSEVOUEVWV TIWANTWY, KAl TNV KAAUTEPN EMLKOWWVIA Twv
ETUSLWKOUEVWY MoBONnolaKwY anotedecpdatwy. Méoa and tnv aAAnAeniSpach toug PE TtV
edpapuoyn, oL XprnoTteg KaAouvtav vo OAOKANPWOOUV CUYKEKPLUEVEG EPYACLEC TIPOKELLEVOU
va kepdioouv TOVToUG avtapolBng kat va BEATLWOOUV TNV amodoor TouG O OXECN LE TOUG

UTIOAOLITOUG EKTTALOEVOILEVOUG.

49



3.1.5 Zesvapla xpRong

Jta mAaiola TNG eKMALOEUONAG TOUG, OL eKTALOEUOUEVOL, KaAoUvtav va OAOKANpwGoouv
OUYKEKPLUEVA assignments Tou oxeTilovtay e éva Peyalo eUPoG MPolOVTIWY TG eTalplag, Ye
Ta StaBéoipa mAdva TLHoAdYNoNnG Twv MPOoTOVIWY KAl TwV UTINPECLWY, KAl Vo ipoTelvouv f va
SloELpLOTOUV KOLVOTOWUEC UTtnpeaieg/mpoidvta otov kKAASo. Me tnv emituxr oAokAfpwon Twv

OUYKEKPLUEVWYV assignments, oL ekMaLSeUOEVOL KEPSLIAV TTOVTOUG OVTOOLBAG.

il Vorizon = 11:45 AM will Verizon = 11:45 AM
x|
4G LTE GAME TEST |
. Came Pon A |
(| ~~—
Expires Test Game
Py I OP test game Oct 17, 2013 =
% vt
BT 0| | oy o 0
» Y 0
= .',53’6"?5 Game 150
(i) &
LI T—
o
T \
o 4 11 Ml
3.1 4G LTE Game 0 e —
Crooss the best anawer for the
List of Active Games Learning Assignments Points Earned via Completions

Ewkova 6 H diemadn tng epappoyrg CellCast

3.1.6 Mnyxaviocpoi gamification

H edoappoyn aut esvowuotwvel OSladopeTKOUG TMOVIOUG avTauolBAg avaloya peE TO
assighment TOU OAOKANPWVEL O EKMOLOEUOUEVOG. ZUYKEKPLUMEVA, TIPOOPEPEL TOUG
akOAouBoug TUMOUG TOVTWY AVTAUOLBAG:

* Completion points: Kep&ilovtal kaBe dopd mou o eknmaldeuduevog oAokAnpwvel Eva
OUYKEKPLULEVO assignment.

* Bonus Points: kepdilovtal 6tav 0 EKMALEEVOUEVOG CUUUETACXEL EMITUXWG OE KATIOLO
quiz ) aAAn Stadikaoia afloAdynong.

*  Acceleration Points: Kepbilovtal kaBe dopd mou o ekmaldeuOUEVOG OAOKANPWVEL
€Va OUYKEKPLUEVO assignment o€ OUYKEKPLUEVO XpOvo. O UNXOVIOMOG auTOg
TIOPOKLWVEL TOUG EKTIALSEUOPEVOUG VA OAOKANPWOOUV QUECA TL( EKMALOEUTIKEG
5paoTNPLOTNTEG KAl va EMITUXOUV TOUC EMBUUNTOUG OTOXOUG, KAl va gival Lkavol va

anodwoouv KOAUTEPA AUEDAL.
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OL movtol autol Ypnolgomolouvtal ywa va aflohoynoouv Tn ouvoAlkr amdédoon Ttou
eknatdevopevou. H anddoon autr kataypddetal Kal Ta SLOKNTIKA oTeAEXN TNG €Talplag

Hropouv va BAENouy ava mdoa oTLyun Toug kopudaioug 5 ekmaldeuopuevoug.

wall Vorizon < 11:44 AM

€) Gadd, Robent 1... 0 1. OP Game Testers 1750
€) evel, Chag 500 0 2. Game Players 1593
0 Wyckoff, James 250 0
o Simpson, Cody 250 0
@ Moxey, yonn 250 0
me  Gadd, Robert 1. 0

Master Leader Board Group Leader Board Challenge Leader Board

Ewkova 7 Ztiypotuna tng edappoyng CellCast pe mapadeiypota pnxaviopwy gamification

EruumAéov, n edapuoyn evowpatwvel eninmeda kAuakwtrng¢ duokodiag, Ta omola oxetifovral
ME TOUG TIOVTOUCG QVTOMOLBNG. ZUYKEKPLUEVA, O €EKMOLOEUOUEVOG KEPSIlEL OCUYKEKPLUEVA
badges kaBe dopd mou oAokAnpwvel éva eninedo SuokoAiag, kal émabAa otav katadEpvel

va €xeL to UPNAGTEPO apLlBUO TOVTWY OVTOUOLBAG yLa To eMineSo auTo.

OL EKIOLBEVOLEVOL OPYAVIWIVOVTAL OE groups e BAon TO KATACTNLA OTO OO0 aVHKOUV, KOl
TO OUVOAO TWV TOVIWV TIOU CUYKEVIPWVOUV Ta HEAN TOU YKPOUTL amodISETAL OUVOALKA WG

anod00n TOU CUYKEKPLUEVOU KATOLOTHUOTOG.

ErmumAéov, n epapuoyn aUTH EVOWHOTWVEL KoL TTpAyHatikad émabAa kol Bpapeia, o 6coug
EKTOLOEVOEVOUC ETITUXOUV ML ATIO TIG TPELG MPWIEC OE0ELG O KAMOLO SLAYWVLIOUO TIOU

payuatonoleital péoa ano tnv ebappoyn.

‘OAolL oL ekmadeuOpeVOL UMoPoUlV va TIAPAKOAOUBOUV TNV ATOWLKN TOUG MPOoodo péoa amod
v edoppoyn Kol HEoa amd autopatonotnpéva pnvopata/epebiopata mou Aaupdvouv os

OUYKEKPLUEVEG XPOVIKEG OTLYMEG TNG aAAnAeTiSpaon Ttoug pe tnv edappoyn. Ta pnvouota
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QuUTA €Xouv OTOXO va &vBappUVOUV KOl VO TOPAKIVAOOUV TOUG EKMALSEUOUEVOUG VA

OUVEXLOOUV TNV TPOoTIABELA TOUG.

A§LoA6ynon edappoyng
H edappoyn xpnotlpomnoibnke to ¢pOvonwpo tou 2012, KOl OTN GUVEXELX OL CUUETEXOVTEC

KANOnkav va cuppetéxouv otnv afloAoynon tng. H afloAdynon eixe otoXo va UETPNOEL TN
OTAON TWV EKMALGEVOUEVWY aMEVAVIL OTN XPRon tng e€papuoyng, TNV Katavonon twv
KAVOVWV Kal JNXOVLOUWY ToU TtatyviSloU aAAd Kal TNV OmOTEAECUATIKOTNTA TNG EDAPUOYNC
w¢ TPoG TN PeAtiwon twv Se€lotNTwy Twv MWANTWV. Ol CUPUETEXOVIEG KANBNnKav va
QmavtoouV otnv gpwtnon «Moldg Atav o BOOLKOG TapAyovTag TOU OE TAPAKIVNCE va
OAOKANPWOELG TO TIALXVIOL» KL OL amavTtroeL tou 660nkav nTav ot €AG:

¢ 42.2% anavinoav “Ta va ByeL To KOTAOTNUA Hou TpwTto”

4 To 18.8% amnavinoav “HBela va dw to dvopa pou otn Alota katdtagng”

4 To 39.39% amndavinoav “HBsAa va SLOMIOTWOW TLG YVWOELG TIOU £€XW CUYKPATHOEL A0

v eknaibevon”

JUVETIWG, Ylvetal avtiAnmto OtL oL punxaviopoi gamification mou xpnolwwonou)Bnkav otn
OUYKEKPLUEVN TEPIMTTWON ATAV APKETA AMOTEAECUATIKOL KABWG gvioyuoav thv mapakivnon
kat to evlladépov tou xpnotn. H epapuoyn auvtr, plag kat Atav Stabgoun HEow KvnTtwv
OUOKEU WYV, €8LVE TN SuvVATOTNTA OTOUG EKTALEEVOEVOUG va eETUAEEOUV oL (SloL TO HEPOG Kal
TN OTLYUH TTou EMBUMOUY VA CUMUETAOXOUV otnyv ekmaideuon. H xprion texvikwy gamification
Héoa amd mobile cuokeuég umooTnpleée ATOTEAECUATIKA TNV €KMAISEUON TWV MWANTWY,

Xwplg va Toug oTEPOEL TOAUTLLO TIOPAYWYLKO XPOVO.
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3.2 Avantuén MPOTELVOUEVOU EVVOLOAOYLKOU TIAQILGiOU

Onw¢ MOpPoUCLACTNKE O MPONYOUMEVN €voTnTa, apoTL n pebodoAoyia tou gamification
XPNOLLOTIOLELTOL O OAOEVA TIEPLOCOTEPOUG TOUELG OLKOVOULKNG Spactnplotntag, Ue Eudaon
oTou¢ KAAdoug tng OSlaokéSaong kal twv media, n edappoyn TNG CE EKMALSEUTIKO
nieplBdAlov/mAaiolo Bpioketal akopa oe mpwiun ¢don (Johnson, Adams, kat Cummins,
2012). EmutAéov, evw otn BBAloypadia umapxelt mAnbwpa avadopwv mMou cuvdéouv TO
YVWOLOKO UOVTEAO PABNOoNG e TO eKTIALOEUTIKO TatxvidL, Sev €xel kataypadel éva cadég
npotumo N povtélo e Baon to omoio oL SUo auTéG €vvoleg ouVEUATOVTAL AMOTEAECHOTIKA
yia tnv avamntuén esflothtwv uPnAng okéPng. Tautoxpova, ONMwWG TPOKUTIEL QMO TA
napadelypata BEATIOTWY MPOKTIKWY TTOU TapouaLdotnkay, oL epapuoyeg gamification péow
KLVNTWV CUCKEUWV TIOU OTOXEVUOUV oTNnV ekmaibeuon eival MOAU amoteAECUATIKEG ePoOoOV

oxeblalovral KoL UAOTIOLOUVTOL TTPOCEKTIKA.

YTMAPXEL OUVEMWG N AVAYKN YlO AEMTOUEPN €VOPXNOTPWON TWV PBACLKWYV OTOXElWV TwV
napanavw nediwv Kal evwolwv Kat va avantuxBel éva povtého ocuvduaoTIKAG ebappoyng

TOUG.

Me Bdon aut) tn dlamiotwon n Mapouoa €VOTNTA TOPOUCLAlEL TO VEO TPOTELVOUEVO
€vvoloAoyLko mAaiclo to omoio ouvbésl tTn peBodoloyiag gamification pe to povtéAo tng
auToppUBMLIOMEVNG HABNONG, KAl TIG SUVOTOTNTEG TWV KLWWNTWV CUCKEUWV WE OTOXO va
TapEXeL VéEeg Suvatotnteg ywa TNV gupltepn Xpnon tng neBodoloyiag autng otnv

eknaidsuon ywa tnv avamntuén ds§lotitwv vPnAng okEYPng.

To mAaiolo auTO evIoXUEL TNV UTIAPXOUCO YyVWon Kal €UMElpia yla tnv uloBEétnon Kal
epapuoyr TETOWV TIPAKTIKWY OTNV €EKMAISEUON, TOPEXOVTOG ONUAVILKA Yvwon Kot
kaBobdnynon o€ OAa ta otddla TG avamtuéng toug (oxedSlaouog, avamtuén, sbappoyn,
afloAoynon). EmumAéov, To MPOTELVOUEVO MAALCLO UIMOPEL VO AMOTEAEDEL L0l KAAR TIPAKTLKN
o010 XWpo NG aflomoinong texvikwv gamificaton yla ekmaldeutikolg okomoug HEoa amo
KLVNTEC GUOKEUEG, N omola Ba pnopel va ebaprooTel ATOTEAECUATLKA OE TIEPLOCOTEPOUG OO
évav ekmalbeutikd KAGdo vyl TNV evioxuon OSeflotitwv  udnAng okédng Twv

EKTIOLEEVOUEVWV.
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3.2.1 EvvoloAoyikoU mAaiolo: autoppudulopevn padnon os mobile game based
learning pe xprion texvikwv gamification yia tnv avantuén &slotitwv

vdnAG okéPng

H BiBALoypadikn emokomnon, avéSelée mwe n yvwolakr Bewpio padnong Kot cUyKeEKPLUEVA
TO MOVTEAO TNG AUTOPPUOMIOMEVNG LABNnoNG unopel va gival MoAU anoteAeopatiko otav
epappoletar ota mAaiold EKMALSEUTIKOU malyvidlol. Itnv  autopplOpong o
ekaLSEVOEVOG Elval evepyog otn Sladikacia tng padnong, kal KaAeital va ebappooeL Kat
va amnoktriosl &g§lotnte¢ vPnAng okéPng OMwG n autoafloAdynon Kal n avaiucon Twv
mAnpodoplwyv mou Aaupavel and 1o mePBArAov ya tnv §aywyn CUUMEPACHATWY KoL TN

Slapopdwon cuunepipopdg.

AapBavovtag umoyn to oTOX0 TG TapoloaG €pyaciag, TO TPOTEWOUEVO EKMOALOEUTIKO
mAaiolo Baoiletal otn Bewpia TNG avtoppudUL{OHEVNG LABNONG, TO OMolo EMLTPEMEL OTOV
eknaldevopevo va Béael o (6log Toug aToOXoUG TNG ekmaideuong tou, kal va odnynBel otn
Slapopdwon otdong Kol cuumnepldpopds LECA Ao TNV QUTOTAPATHPNON Kol afloAdoynan.
EmumAéov, oL apxéG TG autoppuBulong avayvwpilovtal ano tn BiBAoypadia wg Wiaitepa
OMOTEAECHATIKEG OE HMN TUTIKA mepLBailovia padnong, Onwg eival ta eKMOLSEUTIKA

mayvidia kat ol epappoyeg gamification (Montalvo & Torres, 2004).

Onw¢ mopoucLAoTnKe O Mponyoupevo kebdaAalo, n Bewpla tng autoppuBuLoNGg, BETeL Tov
EKTIALOEVOLEVO OTO ETIKEVIPO TNG eKMAldeuonG. O eKMALOEUOEVOG CUMMETEXEL EVEPYQ OTNV
ekmatdevutikn Stadikacia pe (1) Tig evépyelég Tou, (2) tnv okéPn tou, T AoyLKA Tou, Kal (3)
Vv aAAnAenidpaor tou pe @AAoug Kal To mepBAAlov Tou otnv Mpoondbeld Tou va dwoel
vonua oto B€pa mou emLXELlpel va KATAVONOEL 1) v KOTOKTogL. AvaAuTtikotepa, To i6lo To
atopo pmopel va puBuilel tn ocupnepipopd TOU, MOPATNPWVTAC TIG AVILOPAOCEL; TOU
nePBAAAOVTOG. ALATILOTWVEL T OTMOTEAECUATIKEG 1) UN CUUTIEPLDOPEG KAl TL CUVETIELEG TIOU
€xouv (tTluwplia n evioxuon) kat avahoya puBuilel tn ocuumnepldpopd tou. H autoppuBuLon
npayuatonoleital o tpia otadla,

¢  @don |: kaBopLopog TwV OTOXWV o To (6Lo TO ATopo,

¢ @don ll: avtonapatripnon kat avtokaBodriynon tng cupmepldpopag

¢ @don lll: autoagloAdynon Kot eVvouveidntn €Miyvwon TwWV CUVETELWV TIOU TIPOKAAEL N

afLoAdynaon t¢ LeAlovTtiki cupunepldpopag.
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To pHovTEAO TG auToppUBuLoNG mapoucLlaletal oTov akoAouBo mivaka:

Nivakag 2 To povtéAo tng avtoppuOu{opevng padnong

®ddaon | ®daon i ®daon Il
ZtoxoBeoia Autonapartipnon& AvtonapakoAouBnon
AutoagloAoynon
& IXeSLaOMOG Autokataypadn AutokaBodriynon
EkTiunon eunelplwyv & Eotiaon mpoooxng oto nizzgcggj:,]& A&loAoynon
YVWOEWV QVTIKELPEVO TNG LABNONG SULMEPLDOPAC noldtnTag Habnong
, Edapuoyn otpatnykwy I'IapaKo)\oE)Bncn \

Evepyomoinon , , EVEPYELWV — ZUyKpLon HE

\ , paBbnong mou enélee , . .

ECWTEPLKWV KLVATPWV , MpooavatoAlopog mpog apXLKOUG OTOXOUG
otnv ¢paon | ,
10 0160

, AltloAoynon

, , Evepyormolnon , ,

OpLopog otoX WY \ , Autoodnyleg aMOTEAEOUATWY
ECWTEPLKWV KLVATPWV .

nabnong
Avtibpa oto
. . AvagAtnon e§wTePLKNAG , . amotéAeopa

lepdpxnon otoxwv frenen pL<n KaBodnynon okedng (autoevioyuon/

auTtoTluwpia)

Ztpatnykég Emiteuéng
oTOXWV

Kataypadn npoodou

Awaxeiplon xpovou

Alapdpdwon otpatnylkwy
avaloya e Toug oTOX0oUG
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Qotoco, népa amnod 1o kaboapd BewpnTikd UMOBABPO, yla TNV AMOTEAECUATIKI) UAOTtOLNGN
plag gamified ekmaldeutikng edbappoyng oe meplBarlovia mobile game based learning
amnottovvraL:
* n KataAAnAn xpnon pnxoviopwv gamification ywa tn 86UNcn tou eKMALSEUTIKOU
matyvidLol Kal TV EVIoXUoN TNG EEWTEPLKNG MOPAKIVNONG TOU EKMTALEEVOUEVOU,

* nouvdeon kat afLomoinon TWV XOPAKTNPLOTIKWY TWV KLVNTWV CUCKEUWV.

MPOKELUEVOU TO TIPOTEWVOUEVO EVVOLOAOYLIKO TAQiolo va pmopécel va €PAPUOOTEL

QTOTEAECUATIKA, OTMALTE(TAL N AVILOTOIXLON TWV MOPATIAVW OTOLXEIWV ME TNG OPXEG TNG

autoppuBMLlOpEVNG LaBnong.

AvoAuTikOTEpQ, Ba mpémel va Slatnpel Ta XOpAKTNPLOTIKA Kal va TIANPEL TI§ AMALTAOELS TOU
game based learning kaL tng pebodoAoyiag OMwG MAPOUCLACTNKAY TTAPATTAVW, AELOTIOLWVTOG
TA XOPOKTNPLOTIKA TWV KLVNTWV CUCKEUWV Yla TNV EVIOXUON TNG EKMALSEUTIKAG Sladikaaoiag

yla tnv avamnrtuén seflotitwv uPnAng okéYng.

21N oUVEXEL, OPOUCLAleTaL N oUVOEDN TOU MOVIEAOU aUTOPPUBULIOMEVNG LABNONG UE TLG
apxéc game based learning, Ta XopakTnploTikd Tou gamification kal ta yvwplopata twv

KLVNTWV CUCKEUWV.
®ddon I: Zroxobecia ko oXeSLAGUOG

O eknaldevopevog adou cuvdéstal otnv epappoyn ektiBetal oto mMAaiolo Ttng eknaidsuong
KOl TOUG OTOXOUG TNG. Xtn ouvéxela eudavilovtol pnvupata/epebiopata ta onoia tov
BonBouv va avtiAndBel ta opéAn emniteuéng twv otoxwv (olvdeon Bewpiag pe mpagn), kat
gvioxUoUV TNV mapakivnon kat to evéladEpov Tou wote va ouvexioel va aAAnAerdpad pe tnv
epapuoyn. Ztn ddaon auty mapouctdlovial OToV EKMALGEUOUEVO TO YEVIKO MAdiclo
KOVOVWVY, EMMESWV Kal avtapolBwvy tou matyvidiov. Ta enineda Suokoliag neplypadovral
ME TPOTO WOTE va Omnelkovilouv To PBoBUO KOVOTATWY TOU EKTLUATOL va €XEL O
ekmaldevopevos. EmutAéoy, yivovtal yvwaotol TuxOv XPOVLIKOL TIEPLOPLOOL TTIOU UTIAPYOUV Kal
Toug omolou Ba mpémel o eknmaldeudpevog va AdBeL umoyn Tou. 2tn pAcn authH o0 XPROTNG
npoonaBel va eKTIUAOEL o€ Tolo eMinedo Bploketal Kal TL mpoondBela Oa anattnbel yla va

dtdoeL oto emBUUNTO eminedo. ITn OCUVEXELA, O XPNOTNG CUMUETEXEL OE HLA SOKLUAOTIKA
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«OIMOOTOARN» N omola €XEL OTOXO TNV APXLIKA a§LOAOYNoN TWV YVWOEWV KAl LKAVOTATWY TOU
EKTALOEVOEVOU OTO UTIO UEAETN YVWOTIKO OVTIKELUEVO. ZTN OUVEXELX O EKTMOLOEVOUEVOS
agloloyel TG LKOVOTNTEG TOU KOl EEEPEUVA TLG EMLAOYEG TIOU €XEL TIPOKELMEVOU VAL ETILTUXEL

TOUG OTOXOUG TOU.
Ot unxaviopol gamification mou mpoteivovtal otn dpdon autr eival oL akoAoubol:

* EpéBopa/facilitator: mapakivnon eknaldevopsvou kot kabBodrjynor] tou ylo tnv
€MiteuEn TOU OTOXOU TOU

* EpéBopa/sparks: Méow tng edpapuoyng mpoPaAiovtat pnvopata nmou adopolv ot
XPOVIKOUG TIEPLOPLOOUG TIOU umdpyxouv. Emiong ta pnvupata autd pmopolv va
TapEXOUV avatpodoSOTnon OXETIKA WUE TNV aAmnoteAeopatikotnTa tng Slaxeiplong
XPOVOU TOU EKTIOLOEVOUEVOU.

e Ixeblaon: MNpémnel o eknaldeuopuevog va avtiAndBel Tn CUCKETION TWV EVEPYELWY TIOU
KaAe(tal va UAOTIOLROEL PE TOUG TIOVIOUG OVTOMOLBAG, TNV avtlotoiylon Toug o€

enineda SuokoAiag kat cUVOALKA TNV afloAdynon Tou oTnV TEALKH Katatagn

Ze auth tn daon, Ta BACLKA XOPAKTNPLOTIKA TWV KLVNTWV CUCKEUWY TIOU XPNOLLOToLoUvVTaL
TIDOKELUEVOU VO EVIOXUOOUV TNV €UMEelpla xpniong kot tnv  aMnAenidpacn Tou
ekmaldevopevou sivat n dtadpaotikdotnta (interactivity), e€atopikeuon Kal n mapoxr &vog
immersive meplBaAlovtog ekmaideuong. Zuykekpluéva, Ta epebiopata otéAvovtal otov
eknaldevopevo pe tn popodn notification péoa otnv edappoyn (akdpa KoL otnv nepintwaon
TLOU 0 XPHOTNG £XEL OTOUATHOEL Va XpnoLlomolel Tnv edbappoyn yia Alyo, n ebpappoyn unopest
va oteidel notification otov xprotn MPOKELWEVOU va TOV TOPAKLVAOCEL va TULOTPEWPEL).
EruunAéov, pe Baon ta 6edopéva mou cUAAEYOVTAL OO T CUOKEUN TOU XPHOTN, ETUAEYETAL TO

KL EVTIKO avTike(pevo mou Ba mpoPAnOeL.

Jtov mivaka mou akoAouBesl mapoucldleTal CUVOTITLKA N avilotoixlon twv otadlwv Tng
®dong | — ZtoxoBecia & Ixedlaopdg Tou poviéAou autoppuBullopevng Hadnong UE TLG
Baolkég apxég malyviblwy, TOUG MNXOVIOUMoUg gamification kal Ta XOpOKTNPLOTIKA TWV

KLVNTWV CUCKEUWV Ttou alomolouvtal
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MNivakag 3 @don | ZtoxoBeoio & IxeSloonog

®daon | Ztoxobeoia & IXeSLAOHOG

Apxeg Mnxavicpol . .
sté610 SToKEia KLVNTWV

Game-based learning Gamification GUCKEVWV

MpokAnoeig &

Optonos & lepapxnon - Zekabapa 6’I.OL‘EUT[(.UL[€VOL Enineda Immersive environment
oTOXWV oTO)OL ,
SuokoAiag
E i J ( 5 :
VSpV('JTtOlr]('H] Juvbeong elswptaq VL3 Epe.e.toua T
EC0WTEPLKWYV KLVATPWV npaén facilitator
Ekrti oV & , Emined ;
Knun‘c:c‘;:::‘t’ptwv AuToTpoodLopLoUOG GUT;Z[;MZQ E§atopikevon
itpathlK'éq Eniteuéng Eskdeapa'&aturuf)uévm Tyebiaon A
CTOXWV Kavoveg, Pon
; . Zekdd 6 5 , -
Awaxeipion xpovou Ekabapa dtaturwpevol EpeOiopa: spark Interactivity

KOWVOVEG

®daon ll: Autonapatipnon & Autokataypadn

O xpnotng oAANAEMISPA HE TO EKMOLSEUTIKO TEPLEXOHUEVO, KAl £0TLAIEL OTO OVTLKELPEVO
HAaBnong. Oa mpémnel péoa amod tnv aAAnAenidpacn pe TNV ekmaldeuTiky edapuoyn Kat tn
pon Twv EKMALSEUTIKWY Oevapiwv Kal SpacTnPLOTATWY va HUMopEécel va avtlAndBel tn
OUVSEON TOU OTOXOU WE TO EKMALSEUTIKO TeplexOpevo. O ekmalSeuoueVog EeKvd va
€papHOTEL TIG OTPATNYLKEG TTOU €TIEAEEE KAl VTIAAUPBAVETAL TA OMOTEAECUATA TWV ETUAOYWV
Tou. ZTn ¢$Aon auth o ekmaldeuopevog Heoa and tnv aAAnAemniSpaaor] Tou pe TV ebapuoyn
ouvléeL TIC amodAOEL KOl OTPATNYLKEG TOU HE TO amotédeopa mou eudavilouv.
MapakoAouBwvTag Ta AMOTEAECUATA TWV EVEPYELWY TOU, KAL TV TPOOSO TIOU EMITUYXAVEL, O
ekaLOeVOEVOG AaUBAVEL KATOl pnvUupata amd tv €dapuoyr, TPOKEIUEVOU va Tov
TOLPAKLVI|OOUV OTNV MPOOTIABsLa eNiTEVENG TWV OTOXWV Tou €XeL B€oel. O ekMALOEUOUEVO(
OVATPEXEL OTO EKMOALSEUTIKO TEPLEXOHEVO Kal AAAnAeriSpd e AAAOUG EKTTALOEUOUEVOUG
TUPOKELUEVOU VA ETUTUXEL TOUG OTOXOUG ToU. TENOC, 0 eEKMALSEVOEVOG apaATnPEL TNV TPO0SO
Tou Kal a§lohoyel TIg emhoyEcg tou (reflection). Ze autn tn ddon eivatl MOAU GNUAVTLKA N
napoxn avatpododotnong e SLadpaoTLKO TPOMO LUE OTOXO EVIOXUEL T OUOXETLON METAL
awtiog Ko anoteAEoNATog Kal TNy KaAutepn eknaidsuon tou xprnotn. EmutAéov, n pon Ing

ekmalbeVTIKAG epapuoynG o€ cuvbuaoud Pe thv edappoyn cadwg OPLOHEVWV KAVOVWY,
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gvioxUouv To evlladépov Kal Tn ouvaloOnuatikrp cOVEEon ToU XPROTN EVW TOUTOXPOVA

HELWVOUV TNV avaoddAela kat To oo Tou ekmaldeudUEVOU.
Ot unxaviopotl gamification mou mpoteivovtal otn ddon autr eival oL akoAoubol:

* Adnynon: H adnynon Ba mnpémel va elval mpooavatoAlopévn oto Mpodid Ttou
XPNOTN, KOL OTOV EKTIALOEVUTIKO OTOXO, EVW TAUTOXpova Ba mpémel va oxetiletal Ue
TNV AUecn oUVEEON TOU EKMALSEUTIKOU OTOXOU ME Tpaypatika od€An. Etol to
evbladépov tou ekmaldeuopevou Slatnpeital uPnAd, EVw TAUTOXPOVA ETLTUYXAVETAL
N KLEYLOTN OUVEEGDN TOU UE TO POAO KL TO OKOTIO Tou Ttatyvidilou.

* MpokAnoeig: OL SpactnplotnTeg ou Ba mpémel va oAoKANPWOEL 0 XproTnG Ba mpeEmel
va cuvdéovtal Pe TTPOBARMATA TTOU AVILMETWITI{EL OTOV MPAYHOTIKO KOO0, KAl va
€Xouv éva KALLaKWTIO Pabud SuokoAiag mpokelévou va Slatnpolv apeiwto To
evéladépov wv xpnoTwv.

* JIxebilaon: H oxediaon twv ypadkwv kal tng alAnAenidpacng Oa mpémel va eival
KATAAANAN yla TNV VAomoinon HECw KVNTAG CUOKEUNG Kal Ba TpEmeL val 6TOXEVEL 0T
dlLatnpnong tng pong oto cuoTNUA

* Movrol AvtapoBnig & EmaBAa: Ou pnxaviopol autot fonBolv Tov ekmaldeuopuevo va
avtiAndBel tnv opBoTNTa TV emloywy Tou. Emiong, evioxlouv tnv autonemnoibnon
KOLL TLAPOAKLVOUV TOV EKTIALOEUOUEVO.

*  EpéOopa/spark: Ta epebiopata xpnowtomnotovvral eite yia va eniBpaBeloouvv tov
ekmalbevoOeVO “Tuyxapntnpla, MOALG MEPOOCEG OTO €MOUEVO emimedo” i ywa va
Tpoteivouv TPOMoOUG yla TNV BeAtiwon tng amodoong tou eKMALSEUOUEVOU OTNV
€NMOWEVN SpaotnplotnTa

* AMnAenidpaon pe aAloug xpnoteg: [Mpoteivetal va evowpatwBel duvatotnta
KOLVOTIOlNONG €VOCG OTLYMLOTUTIOU TNG €DOPUOYNG OTO KOWWVLKO ToU OiKTuo Twv
XPNOoTwv Ue otdxo TNV avalntnon Bonbelag r amAwg TNV Kowomoinon tng mpoodoug
TOUG OTO TALXVIOL yla KOWWVLKA avayvwplon. Emlong mpoteivetal ava TOKTA XpOoVIKA
Slaotuata va npoBAaAlovtol oTov EKTALSEUOUEVO UNVU AT OXETIKA E TNV tPO080
TOU, aAAQ KOl T ETUTEVYHATA TWV «bIAWV» ToU.

* Mivakag Katatagng: H ouvoAikry mpoodog Tou Xprnotn o€ OXEon TOOO HUE TOUG
OTOXOUG TIOU €XeL B€0EL OO0 KAl LLE TOUG UTIOAOLTOUG EKALSEVOEVOUS epdavileTal
otov Tivaka Kotdataéng. Etol o xpnotng afloloyel to Pabud oAokAnpwong twv
OTOXWV Tou, aAAA Kal To €Minedo yvwoewv Kol 6LOTATWY TOU OE OXECN ME TOUG

UTIOAOLITOUG EKTTALOEVOLEVOUG.



Je oautiy tn ¢don, Ta PACKA YOPAKTINPLOTIKA TWV KWNTWV OCUCKEUWV TOU
XPNOLUOTIOLOUVTOL TIPOKELMEVOU VO EVIOXUOOUV TNV EUMElpla  xprAong koL tnv

aAAnAeniSpaon tou eknaldevdpevou eival ot g€Nc:

* Ubiquity & location: H oUvdeon Twv Klvntwv oto Stadiktuo kabwg kat n dtacuvdeon
™G edappoyn He AAAEG edapOYEC SIKTUWONG EVIOXUOUV TNV EUTELPLA TOU XPHOTN
010 0TddLo auTd.

* Location: Mpoteivetat n alomoinon tng tomoBeciag Tou XProTn TPOKELUEVOU VA
npotaboulv ot “kovtvol” dilol K eKTALOEUOUEVOL LE TOUG OTIOLOUG TO ATOUO UMOopEl
va aAANAETLOpAEL OXL LOVO NAEKTPOVIKA aAAQ Kol GUGCLKAL.

* Interactivity: Tl 1t Méylotn oUvOeon Tou XPNOTN ME TNV  edapuoyn
Xpnolpomnolouvtal texvohoyileg adng kat dtadpaong Pe tn cuokeun (NXog, €lkova,
eldonolnoelg) waote va peylotonolnBel n pon kat cuvSeon Tou xproTn.

* E€atopikevon: Me Bdon ta XApAKTNPLOTIKA TOU Xpnotn, kot ta SeSopéva mou
AapBadavovtal amd TN CUCKEUN MECW TNG omolag aAAnAemidpd pe tnv edapuoyn,

TPOoPBAAAETAL TO KATAAANAO EKTTALSEUTIKO TIEPLEXOLEVO.

Ztov mivaka mou akoAouBel mapouolaleTal CUVONTIKA N avilotoiylon tTwv otadlwv g
®dong Il — Autonapatipnon & Autokataypadr Tou HOVIEAOU auTtoppuBuULlOuEVNG
HABNoNg e TIC PBOOIKEG apXEG MALXVLOLWVY, TOUG MnXaviopoug gamification kot ta

XOPAKTNPLOTIKA TWV KVNTWV CUCKEUWYV TIOU alomolouvTal.
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Mivakag 4 @don Il Autonapatripnon & Autokataypadn

Itadlo

Apxég

Game-based learning

®ddon Il Autonapatipnon & Avtokataypadn

Mnyaviopoi Itolxeia KwnTtwv

Gamification CUCKELWV

Eotiaon mpocoxng oto

QVTLKELHEVO TNG Ladnong

Edappoyn otpatnyLKwV

paénong mou enélege
otnv ¢aon |

Evepyomnoinon
EC0WTEPLKWV KLVATPWV

Avalntnon e§wTtePLKAG
BonBsLag

Kataypadn npoddouv

ZekaBapa
Slatunmwpévol oToxoL,
Pon

Juvdeon Bewplag pe
npagn, Pon

Juvdeong Bswplag pe

npagn

EmiAuon mpoPAnatog

Mapoxn
avatpododotnong

®ddon lI: AutontapakoAouBnon AutokaBodriynon

MpokANCEL, Eatopikeuon

Adnrynon

Movtot
Avtapolfng,
Adrynon

Interactivity

Moévtot
QVTOMOLBAG,
‘EnabAa,
EpéBlopa/spark

Sxeblaon —
JUVOYWVLOUOG,
aAAnAenibpaon pe
AAAOUG XPROTEG

Ubiquity, location

Mivakog
Katatagng,
JUVOYWVLOUOG,
EpéBlopa/Spark

Interactivity

O ekmalbeuodpevog apyilel avtlAauPAavetral ta OMOTEAECUATA TWV OTPATNYLKWY TOU

epapUSOTeL KaL TIG EMUTTWOELG TOUG KaL OXNUATI{EL CUOXETIOELS PETAEY TWV MOPAYOVIWY TIOU

EUNMAEKOVTAL OTN OTPATNYLKA TIoU €XEL ETUAEEEL. ITN OUVEXELA, A§LOAOYEL TIC €TLAOYEC TOU

OXETLKA LE TOUG OTOXOUG TIOU £XEL BEOEL, AMOTIMA TNV MPOBO0SO Tou, EMaAvVeEETALEL TO OTOXO,

opilel véo kal avadlapoppwvel TN OTPATNYLKA TOU. 2TN Sladlkacia auTr, 0 EKTALSEUOUEVOC,

XPNOLLOTIOLEL TNV MPONYOUMEVN EMTELPLA TOU TIPOKELUEVOU VO KaBodnynoeL TIg OKEYPELG Kal

anodAceLg Tou. ITn Gacn auth, ol cadwe SLATUTIWHEVOL OTOXOL KoL KAVOVEG KaBwg Kal n

aueon avatpododaotnon Bonboulv To xpriotn va oXeSLACEL TN OTPATNYLKN TIoU Ba Tou SwoEL

TNV eukalpla va entuyEL ToV 0TOXO TOU.

Ot unxaviopotl gamification mou edapuolovrtal otn pdon autn eivat ot €€n¢:
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* Adnynon: H amoteAeopatikn adriynon eival amapaitntn ywa tnv KaAutepn
KaTavonon Twv oevapiwy Kal ToU EKMALEEUTIKOU TIEPLEXOUEVOU.

*  Movrotl avtapoBng: Bonbolv Tov eKMALSEUOUEVO VA KATAVON GEL TIOLEG ETTLAOYEG TOU
ouvteAoUV otnVv Ko mpoodo tou, Kal ToLEG eival AavBaopéveg Kat yati.

*  Mivakag Kataragng: O ekmaldeuopevog Ba va €xel otn &LdBeor Tou TNV MANPN
€lKOVOL TNG TPOOSOU TOU O€ OXEON ME TOUG OTOXOUG TOU aAAA KOL TOUG GUV-
EKTALEEVOEVOUC HEOW TOU TvVaKO KATATAENG WOTE VoL UMopEl val autoaloAoynoel
v enidoar) tou.

* Enineda duokoAiag & EnabAa: Me Bdon tnv autoagloAoynon, o eKMALSEUOEVOG
anodaocilel mold émabAo OEAeL va KOTOKTAOEL KalL o Told eminebo SuokoAiag
emBU el va PpTaoeL.

* EpeBiopata oto otadlo auto, ta epebiopata pnopouv va Bonbrjocouv tTo XprHotn va

Béoel katdAAnAoug otoxoug e Bdaon To mpodiA Tou.

Ze OTL adopd TO OTOLKELO KLVNTWV CUCKEUWV TIoU aflomoleitall otn $daon auth, €ival n
eatopikevon kat n Swadpaoctkotnta (Interactivity). e auty tn ¢don, umopsl va
napoaoxebel efatopikeupévn avatpododotnon kal epebiopata, pe Bdaon to mpodid Tou
XpNotn onwg avtod Stapopdwvetal kKatd tnv aAAnAenidpacr) Toug TNV epappoyr], aAAd KoL T

S51adpaor Tou E TNV KLVNTA CUOKEUN).

Jtov mivaka mou okoAouBel MOPOUCLATETOL CUVOTITIKA N avTloToixlon twv otadiwv tng
®dong Il — AutonapakolouBnon & AutokaBodrynon tou HoviéAou autoppuBulopEevVng
HABnong HMe TG PaCIKEG apxEG TaLXVISWWV, TOUG Mnxaviopolg gamification kot Ta

XOPAKTNPLOTIKA TWV KIVNTWV CUCKEUWYV TIOU alomolouvTal.
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MNivakag 5 @don Il AutontapakolouBnon & AutokaBobrynon

®daon Il AutonapakoAolOnon & Autokaodriynon

Apxeg Mnxavicpoti ; .
3Ttés10 stoxeia KNTwV

Game-based learning Gamification OUCKEVWV

Napatipnon &

T ZUVSE(;[I’](;dBEEpraq - Ad)g\\::o?n(;;(?vrm
Zuunepipopag pAEnS Hotbns
napaKOT\OEJQI]O'I] Nivokag ’
EVEPYELWV — , \ E€atopikeuon &
, Avatpododotnon Katataéng, .
NpocavatoAlopdg tpog , Interactivity
, Epebiopata
TO GTOXO
Zad?wq SL(I_TUT[’(JJMEVOL Eninesa
otoxolL & ZekdaBapot ..
Autoodnyisg KQVOVEC buaokoiag, EmabAa Interactivity
EmiAuon mpoPAnuarog,
KaBodnynon okéyng Juvdeon Bewplag pe EpeBiopata Interactivity

npagn
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®daon lll: Autoa§loAdynon

O xpNotng avtlhapBavetat MANpwWE T AMOTEAECHATA TWV OTPATNYLKWY TIou epapudlel Kal
TLG EMUMTWOELG TOUC. TN CUVEXELA A§LOAOYEL TIG EMLAOYEG TOU OXETIKA LLE TOUG OTOXOUG TOU
€xelL B€oel kal avayvwpilel Toug Adyoug Tou Tov 06rynoav OTo TOCOOTO ETUTEUENG OTOXWV.

TéAog, aglohoyei tnv Mpoodo Tou Kol avaBewpel TLG ETUAOYEG TOU KL TLG OTPATNYLKEG TOU.

2tn ¢aon auth o ekMalSeUOEVOC TTAEOV CUOXETIEL TIC MO ACELG TOU KOLL TLG EVEPYELEC TIOU
€kave He To amotéAecpa mou Slamotwvel (reflection) kal eEdyel ouoxXeTloELG Kal

OUUMEPACHOTA WE TPOG AUTA.
Ot unxaviopotl gamification mou xpnotluomnotovvtal otn dpdon autn eival oL akoAoubol:

* Movrotl avtapolBig: Avtutpoownelouy TNV enidoon Tou eKMALdEUOUEVOU

* EpeBiopata: O ekmaldeuduevog ouvexilel va Aaupavel epebBiopata mou ToUu
unevBuuilouv Toug 0TOXOUG TOU, KL TOV TIAPOKLVOUV VO GUVEXLOEL va ekTadevETAL
pHEoa amo tnv epapuoyn.

*  Mivakag Katatagng: Bonba tov eknaldeudpevo va avtiAndBel dpeoa tnv npoodod
TOU O€ OXE0N HE TNV EMUTEUEN TWV OTOXWV TOU.

* Adnynon: H adnynon Bonba tov xpriotn va Siwatnpel 1o evdladépov Tou otnv
edpapuoyn Kal eVIoYXUEL TN cuvVaLoBNUATIKH Tou cUVSEan

* EpeBiopata: Kal edw ta epebiopata XpnoLLOMoLoUVTAL GE CUVEXELA TNG SLamicTwong
NG TPoOSou Tou ekTALSEUOUEVOU ElTE yLa avtapolBn elte yia mapdtpuvon

* Enineda OSuokoAiag: Ta enineda OSuokoAlag kol €6w XPNOLULOTMOLOUVTOL WG
HNXOVIOMOG auTtoafloAdynong Kal mapakivnong, fonbolv tov ekmaldeuduevo va

afLoAoynoeL TNV MPOOSO TOU Kal va CUVEXIOEL TNV MPOCTIABELA TOU.

Ze auth tn daon, Ta BACLKA XOPAKTNPLOTIKA TWV KWVNTWV GUCKEUWY TIOU XPNOLLOToLoUvVTaL
TIPOKELUEVOU VO EVIOXUOOUV TNV €Umelpla  xpriong kot tnv  aMnAenidpacn Tou
eknaldevopevou elval n Swadpactikotnta (interactivity) kaL n mapoxn €vog immersive
nepBaArdovtog eknaidevong. Ta epebiopata oTéEAvVovTal OTOV EKMALSEUOUEVO E TN Hopdn

notification péoa otnv edapuoyn.

Jtov mivaka mou okoAouBel MOPOUCLATETOL CUVOTITIKA N avTLoToixlon twv otadiwv tng
®dong Il — AutoagloAdynon tou HoviéAou autoppuBulopevng pabnong pe TG BoOLKEG
OpXEC TOUXVIOWWV, TOUG MnxaviopoUg gamification kol Ta XOPAKTNPLOTIKA TWV KLVNTWV

OUOKEUWV TIOU afLomoLlouvTal.
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Mivakag 6 @don Il AutoaloAoynon

Ztadlo

®daon 1l Autoa§loAdynon

Apxég

Game-based learning

Mnxaviopoi

Gamification

Ztolxeia KvnTwv
OUGKEUWV

A&loAoynon moldtnTag
pabnong

ZUYKPLON LE OPXLKOUG
OTOXOUG

AltloAoynon
QMOTEAECUATWY
pabnong

Avtdpa oto
QMOTEAET A
(awtoevioxuon/
auTtoTLuwpia)

Juvdeong Bswplag —
mpagng

Avatpododotnon

EmiAuon mpoPAnuatog &
reflection

Pon

Movtot
QVTOOLBAG,
EpeBiopata

Mivakag Katdtagng

Adrynon,
EpeBiopata

Emineda
SuokoAiag,
EpeBiopata

Interactivity

Interactivity

Interactivity

Immersive environment
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3.2.2

Me0Bodoloyia epapoyg TOU TTPOTELVOUEVOU EVVOLOAOYLKOU TAQLoiou

Ma tnv anoteAeopatikotepn edapoyn TOU TAPATTAVW EVVOLOAOYLIKOU TAaLGioU:

Bipa 1: AvayvwpLon Twv XOpOKTNPLOTIKWY TWV EKMOULSEVOUEVWVY. 2TO OTASLO0 AUTO
T(PETIEL VA EVTOTILOTOUV TOL XOPAKTNPLOTIKA TWV EKMALSEUOUEVWY WG TIPOG TOUG AEOVEG
EOWTEPLKNG Kal e€WTEPLKAG Tapakivnong, aAAd kal tnv uoBEétnon otoxwv. Adou
EVTOTILOTOUV TA XAPOKTNPLOTIKA QUTA TPOTEIVETAL N opadomoinon Twv XpnoTwv CE
KATNyopLleg e BAoN TO MOPATIAVW XOPAKTNPLOTIKA. ZTN CUVEXELA, O OXESLOOMOG TOU
neptBailoviog gamification kal tng otpatnylkng emiteuéng otoxwv Ba mpémel va
AapPavel umoYPn TOUG TTAPAYOVTEG TTOU TOPAKLVOUV TNV KABe katnyopia xpnotwv,
WoTe va eniteuxBel n péylotn anodoaon Toud.
BApa 2: OpPLOUOG EKMOALSEUTIKWY OTOXWV. ITo otddlo autd Ba mpémel va
EMAVATPOCSLOPLOTOUV KOL VO  OpPLOTIKOTOLNBoUV Ol €KMALSEUTIKOL OTOXOL TOU
OUOTNMATOC. 2TN CUVEXELQ Ba Tipémel va TeplypadolVv avaluTikd Kal cadpwe Kal va
emkovwvnBolv ota evlladepoueva HEPN. 2To OTASLO auto Ba Tpemel va
POoodLoPLOTOUV OL TPOTIOL LE TOUG omoiloug Ba petpwvtal kat Ba afloAoyolvtal oL
oTOXOL aUTOoL.
BApa 3: Ixediacpdg neptfdAiovrog eknaidevong. To otddlo auto mepthapBavel Ta
eéng:
o oxeblaouod kal meplypadr Twy eKMALSEUTIKWY SpaoTNPLOTHTWY
o oxeblaopud Twv emumédwyv SUGKOALOG TOU CUCTHATOG KAl AVTLOTOLXNOoN TOUG
LE OUYKEKPLUEVOUC EKTIOLOEUTIKOUG OTOXOUG, CUYKEKPLUEVA XOPAKTNPLOTIKA
Kol Texvoloyieg padnong péow malxviSlou Kal CUYKEKPLUEVN peBodoloyia
avtapolBng (rewards)
o oxeblaopd tng Sladilkaociag umootnplEng kab’ OAn tn SldpKeld TNG
aAAnAeniSpaong tou xprotn pe to cvotnua (scaffolding)
Bipa 4: MAotikn epappoyn He BAon TO MAPATIAVW HOVTEAO KOl OVOLOXESLOOMOG
TOU OUCTHHATOG. 2TO OTASL0 auTto LAomoleltal mAotikd n edapuoyn gamification
nou oxeblaotnke. Katd tnv mAOTKA edappoyr TPAYUOTOTOLETOL AEMTOUEPNC
kataypadn tng aAAnAeniSpaong Tou xprnotn Ue To cloTnpa KaBwg Kat n EEALEN TG
MPoOSoU TOU XPNOTN OXETIKA HE TNV emitevuén Twv InToUpevwyv oToXwv. H
mAnpodopia auth avalUetal Kol TOPEXEL ONUOVTIKA avatpododotnon yla Tov
avaoxeSlaopd ToUG CUCTHLATOC KOL TNG OTPATNYLKAG TIOU OXESLAOTNKE, TIPOKELLEVOU

va Staodallotel n apTLOTNTA TNG TEALKAG UAOTIONGNG TOU CUOTHUOTOG.
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H peBobdoloyia edappoyrg Tou MPOTEWVOUEVOU gvvoloAoylkoU mAalciou amelkoviletal oto

TLOPOKATW OXNHA.

Avayvwplon
XapaKTNpLOTIKWY
Ekmalbeuopevou

OpLouog
A&LoAbynon Exmatdeutikwy
JTOXWV

2xeSLOoUOG
MepBaAlovtog
ekmaidevong

MAotikn
epappoyn

Zxnua 3 MeBodohoyia epapuUoyng TOU TPOTEWVOUEVOU EVVOLOAOYLKOU TTAQLGIOU
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3.3 IxedLaopdGg MAOTIKNAG EPAPLOYRG TOU TIPOTELVOUEVOU HOVTEAOU

AVOAUTIKOTEPQ, OTOXEVOVTAG OTN BEATLOTN eUmelpla Tou ekmaldeuopévou, Kal Ue Baon 1600
Vv undpxovoa BiBAloypadia, 600 Kal TA AMOTEAECHUATA TNG €PEUVOG TIOU TIAPOUCLACTNKE
OTO MpONYoUpEVO KedDAAaLO Eival onuavTIKO va evioxuBouv Ta XapaKtnplotikd gamfication
TIou a€LOTIOLOUVTAL OO TO TIPOTELVOUEVO HOVTEAO. ZUYKEKPLUEVA, oUWV E TNV OXETLKN
Bewpla tng pong tou Chikszentmihalyi, av n épaoctnplotnTa TOoU ATOUOU £ival uTtePBOALKA
€UKOAN, TOTE N KATAOTAON TOU XPNOTN UETOTPEMETOL O oKvnpla. AvtiBeta, av n epyacia
elval MOAU amowtntikg, TOTE O XPNHOTNG QMOyoNnTEUETAL, AYXWVETOL KAl ouvhBwg
gyKkatalAeinel tnv npoondadela. Tuvenwg Oa mpénel va Slatnpeital Looppormia PeTafl Twv
Se€lotnTwy Tou XprRotn Kot tnG SUOKOAlNG TWV EVeEPYELWV TIOU KOAE(TAL va €KTEAEDEL, LE
ouvénela va Slatnpeitat n ponp oto ovotnua. MNa va emntevyBel autd mpoteivetal n

EVOWHATWON TwV akéAouBwv pnxavicpwv gamification kat eAdylotov:

* H xpnon KApOKWIWV emnédwv SuokoAiag (levels). Méoa amd ta moAAamAd
enineda duokoAiag, o xprotng avtlAapuPAavetal €UKoAOTEpaA TNV MPOodo Tou Kal
KOTOVOEL OTMOTEAECUATIKOTEPA TO EKTIALOEUTIKO TIEPLEXOUEVO, EVW TIOPOUEVEL
ouvbedepévog e TNV ekmaldeuTikn edappoyn. H mpdoPfacn oe véa enineda Sivel
OTOV XPNOTN KIvNTPO VO OUVEXLOEL, KOTOVOWVTOG TWEG Ol KWHOEL TOU €XOUV
QMOTEAECUA, KOL EMITUYXAVOUV OTOV €KAOTOTE OTOXO. AvtiBeta, n mpdoPfacn oe
KOLVOUPLO TIEPLEXOUEVO TNG EPAPUOYNG LAPTUPA OTOV XPrOTN KOL OTO CUCTNUA TV
ertuxn/eAhun eknaibevaon tou.

* H ovotnuatiky mpoPoAn tng oxeTkng Béon tou Xpriotn oto leaderboard, tng
€€EALENG KATATALNC TOU KAl TNV AmOoTAch TOU amod TNV KATAKTNGn evog emdBAou 1 To
EekAelbwpa i un evog emunédou. O xpriotng pmopel va PAENeL ta mpodik Twv GAAWY
Xpnotwv, tnv B€on mou €xouv péoa ota leaderboards kal yevikd va cuykpivel Ta Ska
TOU ETUTEVYHOTA O€ OXEON ME Ta SIKA TOUG. OL XpROTEG MOPAKLVOUVTOL OTO VO KAVOUV
EVEPYELEC WOTE va Telvouv va ptdoouv GAAOUG e KAAUTEPA OTATLOTIKA, ViwBovtag
£TOL KOWWVIKA peyaAlTepn amodoxn. Auto yivetal ylati 600 o Xprotng BAEmeL oto
TePLBAAAOV TOU XPOTEC TTOU N EVAOXOANGH TOUG ival peyaAlTepn amnod tn Sikn Toug,
VIWOEL KOWWVLKA andppuPn Kot EMGLWKEL VA KAVEL CUVEXWE EVEPYELEC VLA VAL VLWOEL
NV KoWwVLKN anodoxn.

* H emppdfeuon twv XpnoTwy HE MOVIOUG avtapolBig oL omnoiol oxetilovtal pe tnv
anodoon tou. Mg TO UNXAVIOMO QUTO, 0 XPNOoTnG avtapeipfetal, kepdilel mdvroug,

avayvwpLlootnta, ¢nun kat dStapopdwvel to mpodiA Tou péoa otnv edappoyn.
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* H nopoxi KWwATpwvV MEca amd TNV TPOPOAN KATAAANAa OXESLAOUEVWV
Mhvupdtwv/epeBlopdtwy, kdbe dopd mou n edappoyr avtihappdavetal Ot o
ekmalbeVOEVOG cuvavtd SuokoAieg. Mpoteivetal N Mapoxn AUECWY UNVUUATWY HE
ouvtoun PoPoAn ekmalSeUTIKOU UALKOU TTOU CUVOEETAL E TNV amodacon Mo TPEMEL
va AdBeL o xprnotne.

* H ouvaloOnpatikr) EUMAOKA TOU XPrNoTn HEoQ OO ToV KAAOG OXESLAOMO TOOO TNG
Slemadng 600 Kkat TG aAAnAenidpacng e TO EKTIALOEUTLKO TeplexOpevo (oxediaon).

* H evioyuon tng emkowwviog Hetafl XpnoTwV WOTE va alobdavovtal OTL avKouV o€
€va Koo community (kowotnta xpnotwv) péca oto omoio polpalovral WOEEC Kal
anoelg Tig onoieg ekdppalouv e SLddopouC LNXAVLIOUOUG.

* H &VOWMHATWON MNXOVIOKWVY KOWWVLKNAG SlKTtuwong, onwg onuoupyia ¢uiiag
(follow/friend), emkowwviag (chat) kot Stddpaocng pe tig Spactnplotnteg GAAWV
xpnotwv (onwg like, share, comment). OL unxaviopol autol anoteAoUV MOPAYOVIES
TIAPOKIVNONG TOU €VOG XPNOoTn amd Tov AAAO, TIOU OOV ONMWTIEPO OKOMO €XEL TN

BeAtiwon tng ekmadeutikng Stadikaociag.

Tautoyxpova, Slaitepn €udaon mpoteivetal va 600el kal ota epebiopata Ta omoia
XPNOLLOTIOLOUVTOL YLd VO TTAPAKLVACOUV KOL VO EVEPYOTOLOOUV Tov ekmaldeuopevo. Ta

epebiopata mou mpoteivovTal avKouV OTLG TAPAKATW KATNYOpPLEG:

* Sparks: MnvUpata mou oxetiovtal pe pnvopata Kwduvou, mposldomoinong,
eBpaPeuong, MaApALVECEWV.

* Facilitators: ZUpPBoUAEg Tou SleuKOAUVOUV TOV XPNOTN VA AUEROEL TO OKOP TOU N va
BeATwwoel tnv anddoaor Tou, amooTOAEC Kol SpaoTnpLOTNTEG TOU TOU EMLTPENMOUV VA
BeAtwwoel tn B€on Tou.

* Triggers: MnvUuata mou amAwg unevBuuilouv otov Xprotn vo OAOKANPWOEL [La
ekmatdeuTikn Sladkacia, va CUMUETAOXEL OE €va quiz K.a. OL TPELG AUTOL TTAPAYOVTEC
(ikavétnta, kivntpo, evepyonoinon) elval aAAnAeopTwevoL Kal yla va AeLToupyRoEL
ETUTUXWCG N ebappoyn, anatteital o opBo¢ cuvduaouog Toug. To ldog Kal N XPoViKN
oTlyuy Ttou  triggering elvalt  Aoutdv  KkaBoploTikng onuaciag  ywa TNV
QIOTEAECUATIKOTNTA TNG EKTTALSEUTIKAG TapEUPBaon . MNa to AOyo auTo MPoTeiveTal N
ouoTNUATIK Kataypadr Kal avaAucn twv aAAnAemdpAcEwWY TOU XPAOTN HE TNV

eKTALSEVTIKN edappoyn HETA ATIO LETPLKEG OTIWG:
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o Engagement: Mmnopel va umoloywotel pe Bdon Tov oaplBuo povasSikwv

ETULOKEPEWY, GUVOALKOU XpOVOU TapAMOVNG otnv edapuoyn Kal Xpovog

XPAong avd eMLOKETTN,
o Xuxvotnta xpriong
o Audpkela xpriong
o AMnAenidpoon pe og GAAOUG XPOTEG

21N ouvéxela mapouacLAleTal Eva 0EVAPLO XPONG TOU MOVTEAOU.
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3.3.1 Zevaplo xpriong: Avantuén avwtEpwv SELOTATWV OKEYNG 0 TTWANTEC.

Mpokeluévou va afloloynBel n aglomiotia TOU TPOTELWVOUEVOU €VVOLOAOYLKOU TAQLGLOU,
neplypadeTal eKTEVWG 0gvAapLlo aglomoinong tng napovoag pebodoloylag yla Tnv avantuén
de€lotntwv vPnAng okéPng otov KAGASO Twv MWANCEwWV Kol oXedLATETOL AETMTOUEPWS N

TUAOTIKN edapuoyn Tou.

O KAAS0G TWV MWANCEWV AVTLLETWTILIEL ONUOVTIKEG EKTTALOEUTIKEG TIPOKANOELG Kol SUOKOALEG.
OL ekmaldeuopevol cuvnBwg ekmaldevovtal péca amnd «trial & error» Sladikacieg, evw To
KOOTOG AAB0oUC O€ TpayUaTIKA Kot OxL ekmaldeuTikA eptBariovta ival peyaio. EmutAéoy, ot
ekmaldevopevol mpémnel va SlaBétouv defldotnteg uPnAng okéPng wote va Umopolv va
ouvBéoouv TIg mAnpodopieg mou Aappdavouv anod to meptBaiiov katl tov urtoPridlo meAdTn,
va aflomoljoouv Tpolmdpyouoa yvwon Kol eumelpia kal va AdBouv o€ UIKPO XPOVLKO

Sdlaotnua tn BEAtiotn Suvath anodacn OXETIKA LLE TN oTPATNYLKN TTou Ba akoAouBroouv.

H mlotikn epappoyr mpoteiveTal va mpaypatonolnBel oe Suo paoelg, aloAoywvtag apxika
TG YVWOELG KoL SEELOTNTEG TWV EKTTALSEVOMEVWY TIPLV TNV EKMOULSEUON, KAl OTN CUVEXELQ,
adol oL ekmaldeudpevol  aAAnAemibpdoouv  PE TNV eKMALSEUTIK  edappoyn
enavaflohoyolVTaL Kol QMOTIUATAL N oUVELOHOPA TOU MOPOVTOC LOVIEAOU OTnV gvioyuaon

TWV YVWOEWV Kot 6ELOTATWYV TOUC.

Eknatdgutiko npofAnua
O poloc twv MWANTWV plog enxeipnonc/opyaviopol eival vdpiotng onuaciog ywa tnv

eunuepla aAAG Kal TNV avantuén tou opyaviopol. OL MwANTEG ouxva yivovtal avtilnmrol
Qo TOUG MEAATEG WG EKTPOCWTIOL TOU OPYAVLIOMOU. ZUVENWG, N aAANAENISpAGN TOUG |E TOUG
TEAATEG eMNPeAlEl ONUAVIIKA TNV amoPn Twv MeEAATWV avopoplkd HE TOV OPYAVIOUO
OUVOALKA. ETumpooBétwe, pLag Kal amoteAoluyv to Hovadilko onueio emadng e Tov MeEAATN,
elval oL povol oL omoiol pmopouv va kataypaouv tnv Aamoyn, ta oxoAla aAAd Kal TLG
TLOPATNPNOELG TOU MEAATN O OTL adopd Ta MPOoloVTA KAl TIG UTINPECIEG TOU OPYAVLOUOU Kol

va To TpowBroouv oTov 0pyavIoUO.
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Qotoco ouxva n Sladikaocio tng MWANONG anoteAel pla anpdownn cuvaliayn HETALU Tou
TEAQTN KoL TOU TWANTH Kal n omola meplopiletal oTnV LKAVOMOiNon TwV OMALTOEWY TOU

TeEAATN e TaUTOXpovn EAAEWPN EMLKOWVWVIOG.

EmunpooBEtwg, oAU onavia ol MWANTEG MpooTaBolv val EKPOLEVCOUV TLG TUXOV TIEPALTEPW
QVAYKEG TOU TIEAATN, VA TTApOUGLACGoUV Tipoldvta Tou Opyaviopol mou Ba avtamokpivovtal
0€ QUTEG KOL VO EVILEPWOOUV TOV TEAATN yla vEa TpolovTa f UlnPEcieg Ta omola pnopet va
Tou davolv xprotpa. To yeyovog auto pmopel va amodoBel ev PEPEL OTNV QVETIAPKN YVWON
TWV TIWANTWY OXETIKA HE TA TPOIOVIA TOU OpyavLoMoU, aAAd kal otnv aduvapia Twv
TWANTWY VO GUOXETIOOUV TLG OVAYKEG TWV TIEAATWY IE CUMTTANPWHATLKA TPOoIOVTA, WOTE va

06nynBoulv oto KAeloLUOo PLaG EMLTUXNILEVNG TWANCNG.

Ta mapandvw MpoPARMATO AMOTEAOUY TPOXOTESN 0TNV eUNUepia aAAA KoL TNV avVATTTUEN TOoU
OpyaviopoU. Apylkd, emdpolv 0OpvNTIKA OTO TOCOCTO ETUTUXNUEVWY TIWANCEWYV,
ennpealovtog To HePISLO0 ayopd¢ aAAd kat ta képSn Tou Opyaviopol. EmumAov,
Snuloupyolv aloBnua SUCHPECKELAG KAl ATIOYONTEUONG OTOUG TEAATEG KAl OL OToiloL ouxva
OTPEDOVTAL OE OVTOYWVLOTIKOUG OPYaVIOUOUG TIPOKELUEVOU VA LKOVOTIOLIOOUV TIG OVAYKEG
TOUG O€ £va TILO EUXAPLOTO Kol GLALKO TEPLBAAAOV, AKOMA KAl O€ TIEPLUTTWOELG TIOU XpELAleTal

Va TANPWOOUV APKETA TEPLOTOTEPO YL TNV TIAPOXH KLOG UTINPECLAG N EVOG MPOloVTOG.

Zuvoyilovtag AoLmov, To eKMALSeUTIKO MPOBANUa sviomnileTal
*  3TIg EAMMELG YVWOELG TWV MWANTWVY OXETIKA E Ta TIpolovTa TG emixeipnong
*  ITtnv aduvapia Twv NTWANTWV va £PAPPOCOUV ATTOTEAECUATIKEG OTPATNYIKEC TWANCEWVY
WOTE va auénoouV To T0oooTO MWANCEWY OAAA KAl VA LKOVOTIOL\GoUV Tov TEAATN. Mo
avaAuTikd n aduvapio auth pnopel va anodobel
o EMewn anattolpevng npoondBelag
o EMewn wavotntag va «akouv» Tov MEAATN
o Abduvauia va kataAdBouv TIG aVAYKEG TOU TTEAATN
o Ze ENAewn eumelpiag, moAAol MWANTEG €xouv UPNAEG YVWOELG TIG OTOlEG OUWG
Sev unmopouv va ebapproOcoUV AMOTEAECUATIKA 0TV TIPALN.
* Aduvauia cuvduaotikng okéPng, oL MWANTEG SeV UMOPOUV VAL EKUALEUCOUV TLG AVAYKEG
Tou meAatn (mou o (6log dev TG ekdpalel) KoL va T CUVOUACOUV HE TEPLOCOTEPQ

TpoiovTa ¢ enxeipnong.
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Eknawdgutikol otoxol
Onwg avadépdnke vwpitepa, oL Asttoupyieg uPNAAG oKEPNG, TIG OTIOLEG TO TIPOTELVOWEVO

mAaiolo eMISLWKEL va avamtuiel, evepyomolouvtal Kal AapBavouv xwpa oto uPnAotepo
eninedo tng avabewpnuévng tagvopiog tov Bloom (Anderson et al, 2001). Ot Anderson &
Krathwohl, 1o 2001, avtkatéotnooav Ta enimeda TG MPWTOTUTING TUPAMLSAG
(amopvnuoveuvon, katavonon, ebpappoyn, availuon, a§loAdynon, dnulovpyia) pe véa ta
omola aviamokpivovial oto cUyXpovo HaBnTOKEVIPIKO HOVIEAO ekmaideuong mou eilval
TIPOCOVATOALOMEVO O UOONOLOKA aAmoTeEAECUATA aVTIL O €KMALSEUTIKOUG OTOXOUG. TNV
katevBuvon auth, Ta véa enineda tng nupapidag nepthapfavouv T akdAouBeg efLlotnteg
(ZxAua 4): N'vwpilw, Katavow, Edapudlw, Avalvw, Aflodoyw, ZuvBETw. H avabBewpnuévn
tafvopia tou Bloom Baciletal oto yvwolako HovtéAo Kal yla To AGyo autd XpnoLpomoleital

OTO TIAPOV CEVAPLO YL TNV TIEPLYPAd TWV EKMALSEVUTIKWY OTOXWV.

b
A&loAoyw
AvaAlw
Edapuolw
Katavow
M'vwpilw

Ixnua 4 AvaBswpnuévn tavouia tou Bloom

OL 0TOXOL TOU EKTIALSEVUTIKOU ogvapiou cUUPwva Pe TNV avavewpévn Tafvouia tou Bloom

(Anderson kat Krathwohl, 2001) eival ot g€nc:
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* OYMAMAI, KATANOQ:
o Na yvwpilouv og BAB0G TIG OTPATNYIKES TTWANCEWV.
o Na yvwpilouv ta npoiovia Tou opyavicopoU, o€ Toloug ansuBuvovtal Katl Tl
OVAYKEC KOAUTITOUV.
o Na yvwpilouv og BaBog Baokég apxEg eEUTINPETNONG MEAATWY.
* EDAPMOZQ
o Na umopouv va ebappocoUuV e EMLTUXIA TLG TOPATIAVW YVWOELS
¢ ANAAYQ
o Na pmopoUv va cuAAéyouv kal va emnefepyalovtal OAa ta dedopéva mou
AapPBavouv kata tn Oldpkela NG aAAnAenmidpacng HE Tov TEAATN Ko
oUpdwva UE AUTA va MPOCAPHUOloUV TN cUMmePLPOPA KOL TN OTPATNYLKA
TOUG.
¢ AZIOAOIQ
o Na umopouv va avtiAndBolv aAhayég otn cupnepldopd Tou TTEAATN KATA Tn
Slapkela tnG aAAnAeniSpaong pall Tov wote
= va a&lohoynoouv to Babud tkavomnoinong tou
= ya UMopouV va evtomi{ouv dpeoa Kot va afloAoyouv ribaveg
gukalpieg mwAnong
o Na umopouv va afloAoyouv TNV MPOCWTILKA TOUG NS00, EVTOMIIOVTAG TLG
ONUAVTLKEG SEELOTNTEG KOl adUVALLEC TOUC, woTe va BeATwvouv otadlakd
TV anodoor] Toug.
¢ AHMIOYPIQ
o Na pmopoUv va oKéPTovtal KPLTIKA Kot Snuloupylkd. Itoxog eival va
umopoUv va xpnotpomnololv/enefepydlovtol TOO0 T YVWOELS TOU £XOUV
(BewpnTikéG Kal amd mponyoUuevn eumelpia) 6co kol ta Sedopéva mou
Aappavouv amd tov meAdtn wote va edapudcouv TNV KataAAnAotepn ava
neplmtwon otpatnykn. Na dnuloupyolv dnAadn tnv kataAAnAotepn nébodo

yla kaBe StadopeTikd ocevapLo mwAnong

Ma To OgvAplO QUTO TPOTELVETAL N XPRon Ttwv akoAoUBwv emunédwv SuokoAlag oto

oxeblaouod tng edapUoynG:
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Eninedo Suokohiag Exmadeutikol ZTo)oL mou

unootnpilovrat

1o Sales trainee OYMAMAI, KATANOQ

OYMAMAI, KATANOQ,

EOAPMOZQ

OYMAMAI, KATANOQ,

EODAPMOZQ, ANAAYQ

OYMAMAI, KATANOQ,
40 Senior sales manager EDOAPMOZQ, AZIOAOIQ,

AHMIOYPIQ

20 Competitive salesman

30 Awesome salesman

XapaktnpLotika Eknatdevopévwv

Ma tnv uAomoinon Tou MPOTUTIOU EKTTALSEUTIKOU CEVAPLoU oL eKTtalSeuOUeVOL amatteltal va
£€XOUV TA TTOPAKATW XAPOKTNPLOTIKA:

1. TvwoTtKA:

o Na &laBétouv BaoIKEG YVWOELG OXETIKA UE TIG LEBOSOUG, TG OTPATNYLKEG KoL
Ta (6N MWANCEWVY KAl TWE AUTA UIopouV va UAomolnBouv.

o Na yvwpilouv tic PBaoikég Spaoctnplotnteg tou Opyavicopol/Emeipnong
oTnv onoia epyalovral.

o Na éxouv eunelpia otnv uAomoinon MWARCEWV.

o Na éxouv emiBupia auvtofeAtiwong.

o Na elval e€olkelwpévol e TNV TexvoAoyia Kal Tig ebappoyEG AoyLoULKOU.

o Na yvwpilouv va xpnolpomnolouyv £EUTIVEG CUOKEVEG (smartphones, tablets).

2. WuxoKowwviKa

o Na dlakatéxovral and oefacud npog tov meAdtn.

o Na tnpouv Toug Kavoveg NBLKAG OTLG MWANCELG.

3. Anupoypadika
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o To ekmaldeuTikd oevdplo pmopel va epapuootel oe eviAikoug (>18 etwv),
avépeg kal yuvaikeg, kaBe eBvikotntag (otnv avtiotowxn yAwooa, i otnv

ayyAkn).

AVAYKEG EKTTALOEVOMEVWV:

*  AvAykn €MAyYEALOTIKAG EEEALENG.
*  Avaykn aloBripatog auTonenoibnong Kal LKAVOmoinong oo To ANMOTEAECUA TG

npoonabeLac.

3.3.2 nNepypadr) eKNALSEUTIKWV oOtevopiwv avd ¢acn TOU TPOTELVOUEVOU

€VVOLOAOYLKOU MAaiLGiou

ItV evotnta auth Teplypddovtal ovOAUTIKA Ol EKTALSEUTIKEG SpaoTNPLOTNTEG TIOU
AappBdavouv xwpa o KaBe ¢Acn TOU TPOTELVOUEVOU HMOVTIEAOU Kal Ol ETLSLWKOUEVOL

ekmalSeUTIKOL OTOXOL.

®ddon I: Zroxobecia & IxedLacpnog

O ekmoldEUOUEVOC aPXLKA €LOAYETOL OTO TAALOLO KAl TOUG OTOXOUG TNG ekmaideuong.
Mapouctalovtal pe uopdn video pla oelpd mapadeypdtwv ta onola Sieyeipouv To
evlLadEPoV TOU EKTIALSEUOUEVOU OXETIKA ME TLG EMITUXNMEVEG MWANCELS. O eKMALEEVOUEVOG
apxllel va enetepyaletal ta napadeiypata kal va opadomnoliost tig mAnpodopieg mou tou
mapExovtal, kat KaAeital va okepTel apxltkolg oTOXOUG. Mo To OKOTO aUTO Tapouctalovtal

ONMUAVTLKA EMUTEVYUOTA TNG EPAPUOYAG OTIWG:

* n enidpaon mou eixe n eknaidbevon otnv emayyeApatiky Tmopeia  GAAwv
EKTTALEEVOEVWV
*  aplOudg otedexwv MWANRCEwWV TOU €xouv Nén ekmMaldeutel He XpAONn OQUTAG TNG

edappoyng.

EruumAéov otn daon autn, Kat adol €xouv oAokAnpwbel ta mapandvw, n edbapuoyr oTEAVEL
éva epebioparog facilitator otov ekmalSeUOUEVO TIPOKELWEVOU VA TOV TIOPAKLVACEL va
OUMMETAOXEL oTo  Tmavib.. To  upAvupa  umopel  va  elval g Hopdnc:

«Oeg va gloal E0U 0 EMOUEVOG KOPUPAIOG MWANTHG; ».
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21N ouvEyela, mapouatdalovtal Ta enineda SuokoAiag Tou mawvidiov, Ta onola fonbouv Tov
EKTIOLOEVOLEVO VO CUOXETLOEL TIG LKAVOTNTEG TTOU OTMOKTWVTAL WUE TNV OAOKANpwon Kade
emnédou. O ekMALSEUOUEVOC EKTIUA TG YVWOELG TOU OXETIKA UE TO UTIO UEAETN QAVTLIKELUEVO
kat tn SuokoAia emitevéng Twv oTOXWV, TAELVOLEL TOV EQUTO TOU O€ £va amod Ta MPOTELWVOUEVA
enineda SuokoAiag kal eKTipd TL poondBsia Ba anattnBel yla va ¢tdcel oto Kopudaio

eninedo.

Enelta, mapouoialovtal oL kavoveg tng edappoyng. O skmalbeudpevog KoAsital va
OUMMETAOYEL 0 SLadpaoTIKA oevdpla MWANRCEwWY. Katd tn Sldpkela Twv oevapiwv {nteitat
amno Tov ekmaLdeUOEVO va eMAEEEL TOV TPOTO e TOV omolo Ba amavtroel kaBe dpopd otov
niedatn. KaBe emloyn tou ekmalSeuOUeEVOU EMNPEAlEL TRV MOpPEidl TOU oevapiov Kal
OUVETWG TLG LEAAOVTIKEG EpWTAOELS OV Ba KANBel 0 ekmaldeudpuevog va anavtioest. Katd tn
SLapKeLa TWV apXLkwV oevapiwv o xpnotng AappBavel epediopata pe tn popdr UNVuHdTwWy,
Ta omoia &ivouv CUUPBOUAEG OXETIKA ME TI OTPATNYLKEG MWANCGEWV Kal TOUG Baoikolg
mapayovteg enttuyiag. H eknaidsuon Aapfdavel xwpa Katd tn SLAPKELA TNG UAOTIOINONG TWV
oevapiwv anod to xprotn. MpocopolwvovTag T TIPAYMOTIKEG TTWANCELS, TO CEVAPLO TIOU
KOAE(Tal o eKMALSEUOUEVOG VA CUUUETAOXEL e€EAlOOETAL O TTAPOOLO XPOVIKO TAaiolo. O
EKTOLOEVOUEVOG €XEL CUYKEKPLUEVO XpOvo otn SldBeon Tou yla TNV amokplon os Kabe
€pWTINON TOU Tou TiBetal katd tn Sldpkela Tou oevapiou. Otav o xprnotng kabuotepel
eudaviletal oxetkd gpébiopa/spark — pe ™ popdn notification to uAvupa tou omoiou
uropel va elval ¢ popdng: “O umowndlog meAdatng €rtolpdletal va OMOXWPENOEL,

Biacoul».
Ol otoxoL tn¢ PpAoelg autng elvat oL akoAouBol:

* E&olkelwon ekmalSeUOUEVOU [LE EKTTALSEVUTLIKO TAQLOLO Kal ebappoyh).

* [pocéAkuon evlladEpovtog ekmalSeUOUEVOU

*  JU0vdeon tng ekmalSeuTikng Stadikaoiag pe ta opEAn mou mapéxel

* Kwntomoinon tou ekmMaldEVOUEVOU Yla TOV OPLOUO KOL TNV LEPAPXNON TWV OTOXWV
Tou emLBUPEL va ETUTUXEL LECQ ATTO TNV EKTtAiSevOT] TOU

*  Evioyuon t¢ avtidapBavopevng aglomiotiog kal TnG MPooTiBEpevng aglag mou €xeLn
TIPOTEWVOLEVN EKTIALOEUTIKN) €dOppoyr) OTNV EMAYYEALATIKA SpaoTnpLoTNTA TOU
eKaLbEVOUEVOU

* O eKkmaldeUOHEVOC VA OVOOTOXOOTEL KL VO LUTOAELOAOYROEL TLG YVWOELG TOU.
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*  Anuloupyla MPWTWV OKEPEWY OXETIKA HE TLG OTPATNYLKEG TIOU TIPETEL VA £PAPUOOEL
(TIg yvwoeLg mou TpEMEL val AVOKAAECEL) KAl TOUG TIAPAYOVTEG TIOU TIPEMEL va AAPeL
UTOYN TOU KaTaA Tn SLApKeLA TNG eKMALSEUTIKAG Stabdikaoiag.

* Na avamtuéel o ekmaldeuopevog tkavotnta ARYPnG twv PEAToTwY Suvatwv

anodACEWV OTO XPOVLKO Slaotnpa ou €xeL otn dLdbeaorn tou.

21Tn ouvéxela akoAouBel n ypadlkr AmMeLKOVION TWV §pacTNPLOTATWY Tou Aappdavouy xwpa
otn ¢aon autny.
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Itadlo Apaotnplotnta Ztoxot

: ’ ’ v Kwntomnoinon
Oplopdc & o MNapadelypata kaAng v MNpoopovh
LEpAapynon nwAnong v 2
OTOXWV Obem
Mapouoiaon

ETUTEVYLATWV EPAPUOYNAG
Evepyomoinon v' Afomotia
E0WTEPLKWV

KLVATPpWV

, v" Mapakivnon
«Oeg va eloal eV 0 EMOUEVOG

kopudaiog TwAnTAG;»

o s

Entineda SuckoAioag
Extiunon 1° Sales trainee
EUMELPLWV & 2° Competitive Salesman v Autoaéloloynon
YVWOEWY 3° Awesome salesman v AVOOTOXAOUOG
4° Senior sales manager

°¢

Nepypadn nayvidiov

o/ ,
. -« Auvapikd osvaplo TwAoEWY v Efowelwon pe
2TPATNYIKES * Kavovec eKTLOULSEVTIKO TA QOO
ST « AvtapolBi V' Ztponywr oképn
otoxwv * Enineda
g MPocSLOPLOLOG XPOVIKWY v AN ypriyopwv
Awaxeiplon TEPLOPLOUWY OTMOTEAECUATIKWY
Xpovou [ \ «O unoPridpLog meAdtng etolaletal anodacewy

va anoywpnoet, Bltdoou !»

Ixnua 5 rpadkn avanoapaoctacn vAonoinong Maong I: toxoBecio & IxedLaoHdg
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®ddon lI: Autontapatripnon & Autokataypadn

O eknmalbeVUOEVOG CUMUETEXEL ota oegvapla. Ta oesvapla sival Sltapopdpwpéva wote va
QVATIOPLOTOUV KOONUEPLVEG TEPLITTWOELG TIWANCEWVY TTOU CUVAVTOUV oL ekmatldeuopevol. Etol
0 Xpnotng Héoa amnd tnv aAAnAeniSpaon pe TNV ekMALSEUTIKY edapuoyr aviihapBavetal tn
OUVSECN TOU OTOXOU ME TO EKMOLSEUTIKO TEPLEXOMEVO. TO EKMALOEUTIKO TEPLEXOEVO
MPOcapHOTETAL LE BAON TO XOUPOKTNPELOTIKA TOU XPHROTH, OMWG aUTA SnAwvovtal amnod Tov
1810, kataypadovtal péoa otnv edpapuoyn Kat npocsdlopifovtal anod Tnv KWVNTr ToU GUCKEUN.
‘Etol 0 ekmaldeudueEVOG AAUPBAVEL TPOCWTIONOLNKEVN KoL O)XL YEVIKA avatpododiotnon. Kata
™ Sldpkela Twv oevaplwy kal avaloya PE To otddlo TG nMwAnong, spdavilovial otoug
ekmaLSeVOEVOUG TIANPOodOpleG OXETIKEC HE TO Bewpntikd umofabdpo, to otadlo NG
nwAnong kot efwtepkd links ywa  avalitnon nepwocdtepwv  mAnpodopuwv. O
ekmaldevopevog ota mAaiola uhomoinong twv oesvaplwv tou, fekwvd va epappolel Tig
OTPATNYLKEG TIOU eméAege Kol avtlapPavetal Ta amoteAéopata TtTwv emiloywv Tou. O
EKTTALOEVOEVOG €XEL TN SUVOTOTNTA VO ETILXELPNOEL TO KAEIOLWWO MWANCNG OE €LKOVIKOUG
TeAATEC. KATL TETOLO €XEL TO MAEOVEKTN A OTL TO TIAPASELY LA EKTEAELTAL O TIPAYUATLKO XPOVO
Kol cuvenkeg, xwpig tov ¢ofo tng amotuyiag aldd pe tn Suvatdtnta avatpododotnong yla
KABe evépyeld tou. Ymdpxel n Suvatdtnta va emiyelpriost/SokLudoel TOAAEC SLadOpPETIKEG
TEXVIKEG, evromiloviag autnv Tou Ttov ekdpalel kalutepa 1 eivat kataAAnAotepn. O
EKTIOLOEVOLEVOG QVATPEXEL OTO EKTALSEUTIKO TEPLEXOUEVO Kol aAAnAemidpda pe AAAoug
EKTIOLOEVOLEVOUC TIPOKELUEVOU VO ETUTUXEL TOUCG OTOXOUG TOU. ZUYKEKPLUEVA, UMOPEL va
polpaotel okéPelg, MPOPANUATIOMOUG 1 KAl amopie¢ Héow TNG Suvatotntag AUEONS
aAAnAenidpaong pall toug. EmutAéov, o ekmaldeuoOleVOG mapatnpel tnv mpoodo tou,
afloloyel TG emloyég tou (reflection) kot Aaupavel dapeon avatpodpoddtnon e
5106paoTIKO TPOMO WOTE VA UMOPECEL va  €fAYeEL OUOXETIOELS MeETAEL autiag Kal

QAMOTEAECUATOG.

2t ¢don aut), n edbappoyn otéAvel pnvipata epebBiopata otov eknaldsuopevo. Ta
pnvupata propel va gival tng €€ng popdng: «Iuyxapntipla, HLOALS TEPACEG OTO EMOUEVO
eninedo» 1 «Alyn mpoondBela akoun kat Ba ¢tdoelg tov otdxo cou» f «H emnidoor oou
onuepa sival n kaAUtepn tng tedevtaiag eBdopadag, ocuvéxloe Etow 1 «O xpriotng @NikogK

HOALS EekAeidwoe To 4° emtineSon.
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Ot eknatdeutikol otoxol mou unootnpilovtat amno autr tn ¢don ivat ol akoAoubot:

AvayvwpLon tng oUVEEoNG TNG EKTTALOEVTIKAG EGAPOYNG LE TNV Ipayuatiki {wi.
Evioxuon 8€opeuong kot mapakivnong tou ekmaldeuoUEVOU.

Anoktnon &efotntwv  vPnAng okéPng HEca amo TNV  enefepyacia  Twv
mAnpodoplwv Tou SExetal (avAyKeG MEAATN), TWV YVWOEWV KOL EUNELPLWV TIOU
EXeyVwoeLG TPOIlOVTIWY, OTPATNYLKEG MWANCEWYV), TPOKELMEVOU Vo KATAANEEL OTO
BéATLoTO amotéAeoal.

Avanrtuén deflottwy avalitnong, afloAdynong kot cuvBeong nAnpodopLwv.
Evioxuon ouvepyatiki¢ palnong péca amnd TNV aAAnAemibpacn  Twv
ekmalSEVOUEVWY. € Ml KOWOTNTA Ol TWUPAVEG YVWOEWV TWV ATOMWV
OAANAETKAAUTITOVTAL KOL OL YVWOELG TNG KOWOTNTAG €lval TILO EKTETOUEVEG AT TOU
MEUOVWHEVOU atopou. KaBe atopo pmopel va cUUPBAAEL OTN YVWOTLKA OVATITUEN TNG
Kowotntag mpoodEépoviag £va TAaiolo otnpiypatog ekel mou &ev emapkouv oL

YVWOELG TWV GAAWV.

2Tn ouvéxela akoAouBel n ypadikr AmeLKOVION TWV §pacTNPLOTATWY Tou Aappdavouv xwpa

otn ¢aon autny.
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Itado

Eotiaon
TLPOCOXI G OTO
OVTLKEMEVO TNG
nabnong

Edappoywv
OTPATNYLKWV
ToU eMEAEEE 0T
®don |

Evepyomnoinon
EO0WTEPLKWV
KWVATPpWV

Avaintnon
€EWTEPLKAG
BonBelag

Kataypadn
npoodou

Apaotnplotnta

JUMUETOXN OTO CEVApPLA

Auvaikn TpoCapLOYr) TIEPLEXOUEVOU
Mpoowmornotnuévn avatpodosdotnon
JUvdeon e EKMALEEUTIKO
TEPLEXOUEVO

YAomoinon oTpatnyLKWwVY 0TO CEVAPLO
MoA\amAég mpoondaBeleg
Mewwuévo pioko

«Zuyxopntipla, LOALS MEPATEG OTO
€MOEVO eMimedo!»

«Alyn mpoomnaBsia akdun kat Ba
dtdoelc Tov otoY0 coul»

E€wTepLKEG MNYEG MANPODOPNONG
JUvdeon e KOWWVIKA Siktua
(share experience)

AMNAenidpaon e GAAOUG XPHOTEG

e Apeon avatpododotnon

* AfloAoynon mpoddou

* Reflection

«H enidoon oou onuepa eivat n
KaAUTepn TG teAevtaiag efdopadag,
OUVEXLOE €TOLY

«0 xpnotng @NikogK poALg
fekhelbwoe to 4° eninedo»

Ztoxotl

Juvbeon ue
npaypatkdTnTa
Aéopeuon

MNapakivnon

Ag€lotnteg uPNAAG
okePng
Enegepyaoia

mAnpodopiag

MNapakivnon

AvaZAtnon,
A€lohoynon, Zuvbeon
mAnpodopiag
JuvepyaTikn uabnon

MNapakivnon

Ixnua 6 Npadkn avanapdotacn vAonoinong @aong Il: Autonapatripnon & Autokataypadn
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®ddon ll: AutontapakoAovBnon & AutokaBodrynon

2tn ¢Aaon auth, o0 eKMaLSEUOUEVOC AVTIAQUBAVETAL TA ANMOTEAECUATA TWV CTPATNYLKWY TIOU
epapUOTeL KAl TIG EMMTWOELG TOUG KAl oXNUaTil{el CUGXETIOELG PETAEU TWV MOPAYOVIWY TIOU
EUMAEKOVTAL OTN OTPATNYLKA TIou €XeL eMAEEel. Méoa amo tnv mapatnpnon apxilel va
Kataypadel tn cupneplpopd Tou Kal TIG EMAOYEG TOU KOl Vo avayvwpilel tn cOvéeon Toug
ME TNV emitev§n Tou otoxou. H xprion E€pPeBLOMATWVYV TPOTElvETAL Yyl TNV
AnoteAECHATIKOTEPN TPOPOAR NG ouunepidopdg Tou xpriotn KaBe dopda mou
olokAnpwvetal €va oevdplo, n edoapupoyn TPoPAAeL Tov mivakag Koatatagng otov
eknaldevopevo. Ekel mapouoldlovtal OTOTIOTIKA OTOLXElX TG EMiBOCAG TOU, TO MOCOOTO
ETUTEVENG OTOXWV TOU KO €TOL O EKTIOLOEVUOUEVOC KaAeital va a§loAoynoeL UTtocuvEidnTa TtV
nPo60odo6 tou. O ekmaldeudpeEVOC KaAeital va LEAETAOEL TTAAL TA OEVAPLOL OTA OTola €XeL
ekteBel, va avabewpnroel, va e§ayeL cupnepdopata Kal vo avasdlapopdwaoel Tn oTpatnyKi
tou. Me Bdon v autoafloAdynaon, o ekmaldeuodpevog anodacilel molo EmabAo BEAeL va
KOTOKTNOEL KOl o€ Tolo eminedo SuokoAiag emBupel va dtdoel. O eknaldbevduevog, adou
€xeL eKTEOEL KAl LEAETAOEL TA TTPONYOUEVA OEVAPLA KAAELTOL VA EEKLVIOEL EvVa VEO OEVAPLO.
Twpa dopel €k véou TN OKEYPN TOU Kal afLOTIOLEL TNV TPONYOUHEVN EUMELpia TOU OTNV

kaBodnynon twv anopdcewv Tou.

O eknatdeutikol otoxol mou unootnpilovtal otnv napovuoa ¢acn ivat oL €ENG:

*  AvoyvwpLon Twv KPLoUWY oNUAVTLKWY OXECEWY

* E&epelvnon-e€€taon Twv CUOYXETIOEWV

*  E€aywyn cupmepaopdTwy

*  Autoa&loAoynaon Tou ekmoLdeUOUEVOU

* Anodktnon deflotitwy AELOAGYNONG TWV TAPAYOVTWY KAl cuvBNKWVY yupw armo Tig
omoleg mpenel va AndBel pia anddaon kal oxedLaopol oTpaATNYIKAG OKEYNG

* Avamrtuén de€lotTwy KpLTLkNG olvBeanG Kol okEPNG

21N ouvéxela akoAouBel n ypadikn anekovion Twv SpaotnplotTwy mou Aapfdavouy xwpa
otn ¢aon autny.
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Itado Apaotnplotnta Ztoxot

@ * Juoyxéton Spdong V' Avayvwplon
Napotnp nen & QMOTEAEOHATOC OUOXETICEWV
Karavpadml . Kataypadh v Efaywyh
OUUTEPLPOPAG ) ,
ouunepldpopag OUUTEPOUOHATWY
napaKO}‘o?enon # Ly * Nivakag katdragng v Autoaftohdynon
EVEPYELWV - nalile.

h * B i )
T(POCOVATOALTLOG aBuol aveapoipns

OTO OTOXO

e AvaBewpnon v AjPn anodpdoswv
OTPATNYLIKWV v\ Itpatnykn okédn

Autoodnyieg

* AvaBeswpnon otoxwv

* Atonoinc
E ¢ non V' Kputikn okédn

T(PONYOUUEV
PONVOLHEVAS v' Emiluon npoBAruatog

KaBobnynon gpmelplog

oKkePng
* JUMUETOXN O€ VEO

ogvapLo

IxAua 7 rpadkn avanapdactoaocn vAonoinong Maong Il: AutonapakoAouOnon & Autokabodiiynon
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®daon lll: Autoa§loAdynon

21N daon auty o ekmaldeudpeVog avtoagloAoyeital. ZUYKeEKPLUEVA, O KABE VEO OEVApPLO
TIOU CUMMETEXEL SLOMIOTWVEL BLWUATIKA TNV PO0S0o TOu 0TNV MPaAypaTonoinon nNwARcewv
Kol Tn ouvelopopd NG ekmaldeutikng Sladlkaciag oe autn. Me T Ponbela NG
avatpododotnong oxeTika He TtV emnidoor tou oAAd KAl HECW TOU TivaKka Kotatagng
mapakoAouBel To BaBuo otov omoilo €xeL EMITUXEL TOUG OTOXOUG TOU. ZUYKEKPLUEVA, UTOpPEL
va 8elL 0g MOLO E€MINESO £xel PTACEL, MOOEG EMITUXNHEVEG MWANCELG £XEL OAOKANPWOEL,
TOOOUC TOVTOUG avIaMOLBAG €xel oUAAEEeL. O ekmaldeuopevog, Umopel va el emiong
OTOTLOTIKA OXETIKA LE TA OTASLA TNG MWANGCNG OTA OTola EMLTUYXAvEL Ta uPnAdTEpPA Kal Ta
XOMNAGTEPO TOCOOTA €mLTUXIAC KAl va avayvwpilogel Toug AOyoug mou Tov o8rynoav oTo
TO00OTO eniteuéng otoxwv. EmmAéov, aglohoyei tTnv mpoodo Tou kal avaBewpel TG ETIAOYES
TOU KOl TIpOXWPA Oto emopevo emimedo. O ekmaldeudpevog ouveyxilel va AapBavel

epebiopata mou Tou umevBupilouv Toug oTOXOUG TOU.
Ot eknatdeutikol otoxol mou unootnpilovtal otnv napovoa ¢dcn ivat oL akoAoubot:

* O eknaldeudUEVOC Va UMOPEL va avayvwpilel Tnv opBOTNTA TWV EVEPYELWY TOU Kall
pa autoaéloloyel tnv enidoon tou.

* O ekmaldeuOpevog KaAeital va Unopel val cuvBEaeL Kal va SLOTUTIWOEL YVWOELG KOl
OUUTEPACHOTO OXETIKA LLE TNV EMLTUXH UAOTIOINON HLOG MWANCNG.

* O ekmnaldeudpevog avabewpeL TIG YVWOELG KAL OTPATNYLKES TOU.
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3.3.3 IxedLoopnog MAOTIKAG EPAPLOYG TOU TTPOTELVOUEVOU HOVTEAOU

O 010X0G TNG TUAOTIKNAG €dOpPUOYNE TTOU TPOTEIVETAL 0TV Ttapouoa gpyacia givatl n SoKLun
Kal afloAdynon tng MpoTewvOuevnG peBobdoloylag avamtuéng ekmMalSEUTIKWY £dappoywV
gamification pe Baon tn Bewpla NG autoppuBULlOMEVNG LABNONG Yla O EKMALOEUTIKO
mePLBAAAOV E XPNON KWWNTWV OUCKEUWV ME OTOXO TNV avamtuén &eflotntwv uPnAng

okePngG.

ZTnv KateuBuvon auThHY, 0 EKTTALSEUOMEVOG TIPETEL VA OVATTTUEEL YVWOELG Kal S€ELOTNTEC, KAl
va KwntomotnBel wote va gumAakel Kal va mopapeivel oe autiv tnv Sladlkacio wote va

Tpomnomolel otadlakd tnv cupunepLdbopd Tou.

Ma TNV omoteAeopaTIK a&lOAOYNon TOU HOVTIEAOU Qmalteital o0 OXeSLACUOC TUAOTLKAG

epapuoyng e BAoN TO MPOTELWVOUEVO CEVAPLO WG EEAG.

BAipa 1: AfloAOynon yvwoewv, LKAVOTATWY, OTACEWV KOL OUMUTEPLPOPWY TWV
EKTALSEVOEVWVY TIPLV TN CUMUETOXN TOoug otnv ekmatdeutiky dtadikacia. MNa to BAua
auto Tmpoteivovtal ot €€n¢ Suo Sladikacieg: Avamrtuén epyaleiouv  afloAdynong
Seflottwy Kal avamtuén epyaleiouv afloAdynong OTACEWV Kal CUUTEPLPOPAG TOU
eknaldevopevou. Ma tnv afloAdynon oTtacewv Kal cUUTEePLdOpAG, TPoTElveTaL N
EVOWHATWON TOU cupmepldoplkol povtélou tou Triandis (1980) cuudwva e To omolo
n mpoBeon KAmolou va SpACEL E KATIOLOV CUYKEKPLUEVO TPOTO, N cuvhBela KaBwg Kat

T(POYEVEDTEPNG EUMELPLa EMNPeAlEL AUECA TNV CUUTEPLPOPA TOU.
BApa 2: IxeSlaopog kal uAomoinong tng ebappoyng Le Xprion cUyXpovwy TEXVOAOYLWV
BApa 3: AMnAenidpaocn ekmalbevopévwy Pe tnv edappoyn (AapPdavel xwpa n

eknatdevutikn Sladikacia)

BApa 3: AfloAdynon YyvWOEwv, KOVOTATWY, OTACEWV KAl OCUUMEPLPOPWY TwV
EKTTOLOEVOEVWV HETA TN CUUUETOXN TOUG oTtnv ekmatldeutikn Sdladikaocia, pe Baon ta

epyaAeia mou avamntuxdnkav oto Brua 1.
BApa 5: Avaluon amoteAeoUATWY Kal EEAywyr) CUUMEPATUATWY

210 mAaiolo auto, eival anapaitnto n épsuva va oxedlaotel va Adfel xwpa oe S0 PATELS,
KOL KOTA CUVETELA va oXESLOOTOUVY Kal va avamntuxBolv dUo gpeuvnTikad epyaleia, omou to

npwto Ba egotldlel o yevikotepa BEpata nmou adopouv to uno Slepelivnon EKMALSEUTIKO
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QaVTLKElPEVO (MWANTELG) , KoL To omolo Ba xpnoluonolnBel mpLv TV Xprnon tng ebappoyng anod
Toug ekmaldeuodpevout. AvtiBeta, To deutepo Ba xpnolpomnolnBel oe peTayevETTEPO XPOVO,
adol ol eknmaldevdpevol Ba €xouv Tov XpOvo va SoKLUAcouv Kal va aviiAndBolv emapkwg
v edapuoyn Kal Ba €0TLAlEL OTOV EVIOTIOMO TWV TLBAVWY UETABOAWY TWV UETPLKWV.
MapdAAnAa, Ba mpémnet va punopel va cUAAEEEL oTOLYElQ OXETIKA HE TNV BLa TNV ePapuoyr o€
0,TL adopd TNV €UXPNOTIA KAl TNV XPNOLUOTNTA TNG, METAEU GAAwWvV, PACEL yvWwoTwv
BewpnTKWV povtéAwy. 18laitepn €udaon Ba mpémnel va §0Bel KAl oTA XAPAKTNPLOTIKA TOU
mavidlol Kol Katd moco autd cupBAaAAouy otnv alénaon r OXL TNG EMIyVWONG OXETIKA LE T

Bépata TWANCGEWV Kal 0TNV GUVOALKOTEPN METABOAN TwV avTIANPEWY KAl CUUTTEPLDOPWV.

Juvoyilovtag Aoutov, n mpotewvopevn peBobdoloyia Ba mpémel va AslToupynoeL cav éva
oAokAnpwpévo oxEdLo afloAdynong, cuudwva pe To onolo, Ba punopel o kKABe eUNMAEKOUEVOG
oto HEAoV va aflodoyrioouv tnv amddoon Tng MPOTEWwOUevVnG edapuUoyng, TOoo Ot O,TL
adopd tnv eknaidevon og BEpata nwARoewyv, 600 Kal otnv ekmaldeuTikn pebodoioyia yupw
ano auta ta Bépata.

OewpnTtiko YnoPabpo A§LoAdynong

H peBodoloyia afloAdynong Baociletal oe UTAPYXOUCEG MEAETEG oTOUG TpoavadepOevteg
XWPOUC, oL omoieg oxetilovtal pe tnv malyvidomoinon tng ekmaldeutikng Sladlkaoiag.
ZNUOVTLKO pOAO €XEL N MPOCAPLOYH TNG CUUTEPLPOPAC TOU EKTIALOEUOUEVOU OTLC ONUEPLVEG
OUVONKEG MECW TNG EVNUEPWONG KaL TNG evalcOnTomoinong Tou o€ OAOUG TOUG AEOVEG TTOU
OXETLlOVTAL JE TN OTPATNYLKN KoL Ta BEpata nwAnoswv. Etol Aounody, to Bewpntiko umopabpo
¢ nmapovoag pebBodoloyiag Baociletal oe éva cupunepldoplkd LOVTEAO Kal Tto omoio Ba
propet va e€nynoet tnv cupnepidopd twv ekmatdevopévwy. Kabwg mAnbog epeuvwy €xouv
katabeiéel TNV oxupn eEnidpacn NG OUVABELAG OTNV TEAK, TAPATNPOUUEVN
cuunepltpopd, autr amoTeAEl TNV KEVIPIKN €vvola Tou Poviélou. EmumAéov, omwc aAAot
epeuvNTEG €xouv mapatnpnoet (Landis et al., 1978; Piaget, 1936; Triandis, 1980), av Kal n
ouvnBela pmopel va amodelyBel Slaitepa otabepn Kal Ue Loxupn emnibpaochn, tautoxpova
propel kal aAAAleL e TO MEPAG TOU XPOVOU. KOTA CUVEMELA, CUVOALKA TO EPEUVNTIKO KOUUATL
Ba mpénel va otoxevel o€ HeBOSOUC PETABOANG TNG CUUTIEPLPOPAG TOU XPROTN HECA QO TV

evnUEpwan, TNV avamAnpodopnaon, AUECN KoL EUPEDN, KaL TNV otoxoBétnon.

Jupdwva pe TNV epyacia tou Triandis (1980) oe O,TL adopd otNV SLAMPOCWILKNA
ouuneplpopd, n mpobeon Kamolou va SPACEL UE KATIOLOV CUYKEKPLUEVO TPOTIO EMNPEeAlEL
Aapeoca TNV cupnepldopd tou. Opwe, n ouvnBela eniong emnpedlel tnv cuunepldopd, Kabwg
TapeABoUOECG TIPAKTIKEG KAL OUVNBELEG £XOUV ONUAVTLKO AVTIKTUTIO O€ EAANOVTIKEG OTAOELG

KOl TAOELG. 2TN OUVEXELN, TOOO n ouvhBela 6oo KalL n mpobeon pubuilovtal amd Tig
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SLEUKOAUVTLKEG OUVONKEG TIOU UTOpEL To ATtopo va Snuloupyel 1 va Ttou npoodEpovtal. €
auta ta mAaiola, o Triandis opilel TNV ouvRBela WG TNV KPLOLWOTEPN HETABANTH, KoL MOALG
deutepn TNV MPOOeon, evw TPITEC KATA OElpd £pXOVIAL OL OLEUKOAUVTIKEG OUVONKEG.
EruunAéov, o Triandis oxoAldZel mwg POALG n ouvnBela Kal n poBeon aAAnAemudpdacouy pe
oToX0 va dlapopdwBel pia mBavr cupmnepldpopd, n PeTAPBANTA TOU €AEYXEL TO AV QUTH

TeAkd Ba ekdppaoTtel ) OxL otnv PAn, lval oL SLEUKOAUVTIKEG CUVONKEG.

To povtéAo dLampoowrnikig cupunepldopdg tou Triandis dev Aappavel urtdyn Tou to POAo TG
eknaibevong NG SOUOPPWON TWV TPOCWTIKWY KOL KOWWVLKWY TIEMOLOACEWY  Kal
oupunepldopwy. ZUMMANPWHOATIKA HME autd, To Fogg's Behaviour Model (2009) mou
TOPOUCLACTNKE Kal TpoodEépetal ywa tnv edapuoyn tng texvoloyiag gamification otnv
eknaibevon, Bewpel 0TL N ekmaibeuon kal n BeATiwon TNG LKAVOTNTAG TOU XPHOTN Elval évag
amno toug Afoveg mou Slapopdwvouy TV cupunepldopd Tou Xprnothn kabwg autr mapsupaivel
otn Slapodpdwon nenolBricewv kat cupnepldopwyv. O Seutepog afovag ival n kwvntomoinon
TOU Xpnotn va HeTaBAAAEL TNV cupmepldopd Tou, va aAAAEEL TIG TPOBETELG, TOUG OTOXOUG Kall
T ouvnBeleg tou. KaBoplotikd podo duoikd mailouv ol SLEUKOAUVTIKEG OUVONKeEG Tou

EVEPYOTOLOUV TN HETATOTILON TNG CUMTIEPLPOPAG TOU XPHOoTN.
Nepypadn dtadikaociag avaluvong edpappoyns

H mpooéyylon tng €peuvag mpoteivetal va akolouBel Tov oxXeSLAOMO MLaG MEAETNG
enavalappavopsvwy HeTpioswy (repeated measures design), kot n omola sivat Wlaitepa
SnuodAng otav ota mAaiola TNG €peuvag yivovtal €MAVOANTITLKEG UETPNOELS OO TOUG
OUMMETEXOVTEG 0 SLAOPETIKA XPOVIKA onpela Kol LETA TNV €KOeon Toug oe SLadOPETIKES

OUVONKECG LETAEY TWV LETPHOEWV.

Zta mhalola tng €peuvag, To epyaleilo mou mpoteivetal va xpnaotpomnolnBel ywa tnv cuAloyn
TWV anapaltntwyv 6eSopévwy lval To EPWTNUATOAGYLO. TO EPWTNILATOAOYLO, WG EPEUVNTIKO
epyaleio, eival pia Slaitepn XpAoLUN Kol OTOTEAECUATIKN TEXVIKA OUAAOYNG yvwong,
anoPewv Kal MeNoBAoewy, KaBW EMTPENEL TOV ouvexn €Aeyxo Kol tnv afloAdynon o€

moAAamAd otddla ota mAaiola piag €psuvac.

Mpwv tnv teAkn S1dBeon tou gpwtnpatoloyiov, to epyadeio auto Ba Soklpaotel yla TNV
cadnvela, TV TANPOTNTA TOU Kal TNV akpifeld tou pe tnv Ponbela evog UIKPOTEPOU
Selypartog. To mAotikd autod Ba evtomiosl TBava mpoBARuaTa oTn cUVTAEN KOL OTNV €KTAON
Tou gpyalieiou kal Ba gtaodaliosl tnv opaAn culhoyr dedouévwy. Quolkd, kabBwg eivatl

TBavo n €ktach Tou 1 To MARB0G TWV CUVOALKWY UETPLKWVY VO KPLOEL WG amayopeUTLKO yla
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Vv €peuva ediov amo 1o delypa Tou MAOTIKOU, HETA TO MEPOAG TOU, AV KPLBEl amapaitnto,

Ba yivouv OAEG OL TPOTELVOEVEG KL QmapAiTNTEG AAAAYEC.

TéNog, kaBwg €xeL oploBel n O6popoAoynon SU0 OladOPETIKWYV HETPACEWY PBACEL TNG
peBoSohoylag To EPWTNUATOAOYLO OPYAVWVETOL E TETOLO TPOTIO WOTE va €ival SuVaTEG ol
OUYKploelg PeTAlL Twv SUo Ppdoswv. To MPOTEWVOUEVO EPWTNUATOAOYLO TTAPOUGCLATETAL OTO
MNapaptnua l.

Agiypa

Ta npoavadepBévta peyedn kat avtlAnPelg, Ba npénel va petpnBouv pe tnv BonBela evog
OpPKETA Peyalou delypartog, To omoio va €ival 600 MO AVIUTPOOWTIEUTIKO Tou MAnBuouou
TOV Onoilo OTOoXEVEL TO TApPOvV oevaplo. Etol, to BEATIOTO elval n €peuva va cupmneplAafeL
TiBavoUg XPrOTEG MO TOV XWPOo TwV NMwARcewv. Auto Ba Bonbrostl adevog otnv opBotepn
€€aywyn CUUTEPACUATWV.

AvaAuon Asdopévwv

Ta dedopéva mou Ba culhexBolv mpoteivetal avaluBolv pe tn BonBela Twv KAatdAAnAwv
TOOOTIKWV HEBOSwWVY Kal tn Bonbela Tou otatloTikou Takétou SPSS, i av auto dev eival
Sduvatov, pe tnv Bonbela tou MS Excel. To anotéAeopa tng avaluong Ba umoypappilet t
onuaocia Twv OSladopwv Tapayoviwyv oL omoiol odnyolv otnv kaAutepn &axeiplon
InTNUatwy mou oxetilovtal e MWANCELG, , KaBwWG Kal Ba MOooTIKOMOoLoUV TNV enibpach TNg

TLPOTEWVOUEVNG EDAPHOYNG OTNV LETABOAN TNG CUUTIEPLPOPAG TWV EKTTALEEUOUEVWV.

KaBwg n €peuva mpoteivetal va akoAouBroesl tnv pebodoloyia twv enavolapfavopevwy
HMETPAOEWY, avamodpaota, N availuon twv SeSouévwy Tou TPENEL va akoAouBnBel eival n
pHEBoSog Avaluong AwakUpavong Emavolapfavépevwv Metprioewv Repeated measures
analysis of variance (rANOVA). Aut n péBodog eival pla Wdlaitepa cuvnBlopévn kal
SNUOPINAG OTATLOTIKN TPOoEyyLlon, n onola e€etalel pia 1 MEPLOCOTEPEG UETAPANTEG ME
EMAVAANTITIKEG  HETPNOel  (avetdptnteg  petaPAntég).  Zta  TMAgovekTAMOTA NG,
OUYKOTOAEYETAL N LKAVOTNTA TNG HEBOSOU va pnv cuvumoloyilel TNV HETABANTOTNTA OTIG
TLUEG TWV MOopayovIwy e€altiag Lepovwuévwy dtadopwyv, aAld pmopel kat Slaxwpilel Tétola

HEYEDN.

Jta mAaiowa autig tng MeBobdoloyiag, Ba mpémel va e€aodalloBolv GUYKEKPLUEVEG
EpeUVNTIKEG UTtOBEDELG. ELSIkOTEPQ, Ba mpémel va StaodaAileTal n KAVOVLKN KOTOVOWN TwV
WV te/twv eéaptnuévng/wyv petapAntig/wy, to delypo Ba mpémel va eival tuxaio kat
avefaptnto, Ba mpénel va efacdaliiletal opatpikotnta (sphericity) otnv mepintwon mou
KAmoLla aveEaptntn UeTafAnTr Unmopel va napeL meplocdTtepPe amod SV0 TIUEG, Kal TéEAog, Ba

TIPETEL VAL UTTLAPXEL TIOAUWVU LK) KOVOVIKOTNTA.
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KaBwg og autn tn ddon dev eival duvatn n unapén pag cadoug elkévag o€ 0,tL adopd to
ouvoAo Twv debouévwy, o mepimtwon mou n epappoyn tng rANOVA dev sival duvartn (m.y.,
UTLAPXOUV TIOAAQTTAEG TLUEG QMOUOEG, TTAPAPBLACELS TWV OVAYKAIWY OTATIOTIKWY UTtoBEoewV),
UTLAPXEL TPOPBAeYN yLa TV edappoyn AAAwv ueBddwy, e€loou Lkavwy Kot KATAAANAWY, OTwg
TA YPOAMULIKA WKTA povtéda (linear mixed models) (Kreuger & Tian 2004) yla 1o TUAMA TNG
€peuvag mou adopd oto cuunepldoplkd TMPodih Twv epwtwpevwy. Etol Ba emixelpnBetl
avaiuon ypappkng moAlvépounong waote va evtomioBoUlv oL aLtieg Kal oL TapAyovTEeG TTou

ennpealouv TNV SLAKUPOVON TWV TILWYV OTNV CUUTTEPLOPA TWV XPNOTWV.

ZXES6LACNOC TUAOTIKOU TELPAATOC
Katda tnv mpwtn ¢dacn tng £€peuvag mpoteivetal n vAomoinon evog MIAOTIKOU TIELPAUATOG,

WoTe va ylvouv ol amapaitntol €Aeyxol ylo TNV KataAAnAdAnta kat tnv alomiotia tou
EPEUVNTIKOU HOC €PYAAELOU. ZUYKEKPLUEVA, O OKOTIOG TOU TIAOTIKOU TELPAUATOG £lval n
afloAdynon Tou epeuvnTKOU €pyadeiou w¢ Mpog tnv cadrvela, tnv MANPOTNTA KAl TV
akpifela tou. OtL mpoBAnuata mpokVPouUV OTo TUAOTLKO TE(PAMA, OVTILETWTL{OVTAL Kal oL
510pBWOELG EVOWHATWVOVTAL OTO €PYAAELO TTOU XPNOLUOTIOLE(TAL OTA EMOMEVA OTASLA TNG

€PEUVAC, LE OTOXO TNV OUaAn Sle€aywyn Tou KUplwg MELPAUATOC.

AvaAuon A§lomnotiog
H avaluon autr xpnolpomoleital yla va Slepeuvhoel TV aflomiotia Twv UETABANTWY Tou
€xouv xpnotornotndel. Zuykekpléva umoAoyilel Tov PEGO, TO TUTILKO 0P AALA KAl TNV TUTILKNA

anokAlon kabe petaAnTnic.

Napayovtikn avaiuon

H avdluon autr otoxeUEL OTOV EVIOMLOMO TOU BaBUOU CUCYETLONG TWV UETPLKWV HE TOUG
avTtioToLYouG TapAYoVTeG, OMWE gpdavilovial OTo TMPOTEWVOUEVO EPWTNUATOAOYLO. A TV
avaluon npoteivetal va xpnotpomnotnBei n pébodog tng Méyiotng MiBavodavetlag (Maximum
Likelihood) og cuvbuaouo pe Varimax Rotation. Av og auto to otddlo mpokUPOoUV UETPLKEG
Tou 6ev oxeTi{oVTaL LKAVOTIOLNTIKA UE QVTLOTOLXOUG TIAPAYOVTES, QUTEC adatpolvtal Kal Sgv

OUMMETEXOUV OTLG EMOUEVECG AVOAUCELG.
AdoU eviomIOTOUV Ol HETPLKEG TIOU OXETI{OVIAL ME TOUG TAPAYOVIEG TIOU EXOUME

npodlaypael, mpoteivetal va emavalndBel n avaAucon mopayoviwy UE TIG EVOTTOUEIVAVTES

METPLKEG, KoL TAAL pe TNV péEBoSOo tng Méyilotng MiBavodavelag (Maximum Likelihood) oe
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ouvbuaopd pe Varimax Rotation. otoxog eival vo OLEPEUVACOUUE TWEG Ol HETPLKEG
OpyOvVWVOVTAL OE TOPAYOVIEG (KAl 0 TMOOOUG TMapdyovieg) kat va SlepeuvnBel av ta
QMOTEAECUATA TTOU TIPOKUTITOUV amd TNV avaAuon €ivol OTATIOTIKA CNUAVTIKA, SnAadn bev
odellovtal otnv tuxaldTNTA KAl o€ AAUT ) AavBaouévn SelypatoAnyia. Av ula PETPLKA
dalivetal va doptwvel MeplocdTEPO O KATIOLOV GAAO TTapdyovTa Kal OXL oTov SIKO TNG, TOTE

npénel va adalpebel evieAwv amo To EpeuvNTLKO epyaleio.

AvaAuon Aélortiotiac kot SUoYETiosEwy

Ma tnv availuon a&lomioTiog Tou EpeuvNTIKOU gpyaleiou Onwg autod Slapopdwlnke yla Tig
QVAYKEG TOU TUAOTIKOU Telpdapatog, mpoteivetal o Seiktng Cronbach’s alpha o omoiog
‘UETPAEL TNV OUVEKTIKOTNTA KAL TNV CUVOXN TWV UETPLKWY avapetafd toug. Me aAAa AdyLa,
TPOoOohEPEL pLa TTOAU KOAN €VOELEN yLA TO KATA OGO OL UETPLKEG TIPAYHATL ‘UeETPpAvE’ TO (610

QVTLKEIEVO.

To epeuvntkd epyadeio Beswpeital aflomoto otav OAeg oL efetalOpevol TAPAYOVTEG,
SLOUECOU TWV UETPLKWV TOUG, Eemepvolv To KatwdAl Tou 0.60 kal to omolo Bewpeital To

eA\dxLoTo amoSeKTO Oplo.

2Tn OUVEXELQ, TIPOTELVETAL N UAOTIOLNGCN EAEYXOU CUCXETIOEWV. ZUYKEKPLUEVA, AUTHN N €€€Taon
npoteivetal va edappocBel pe tnv Ponbela tou Seiktn Pearson o omoiog mpoodépel
QMOTEAECUATA VLA TO KATA TOCO oL £¢eTal{OUEVOL TIAPAYOVTEG (OTWG MpoEkuPav amo tnv

TLOPOYOVTLKH avAAUGCN) CUOXETI{OVTOL AVOUETAEY TOUG KOL TTOOO.

AvaAvon Mpauutknc MaAwbdpounonc

TéAog, mpoteivetal n edapuoyn availuon ypapuikng maAwvépounong pe tn pebodoloyia
stepwise, i€ 0KOTIO va UTTOAOYLOTEL N TIPOPBAETTLKI LKAVOTNTA TOU MPOTELVOUEVOU LLOVTEAOU.
H maAwdpounon sivat W8loutépwg SladeSouévn OTATIOTIKN TEXVIKA MOVIEAOTOINGNG Kal
BonBdeL otnv Slepelivnaon TG CUCXETLONG METALY Miag e€apTtnUéVNG METABANTAG KOL HLOG N
TEPLOCOTEPWY aveEApTNTWY HeTABANTWY. BonBd, dnAadn, va KAtavornooupe TNV UETABOAN
™ e€apTnUEVNG LETAPANTAG OTaV LETABAANETAL (ia oo TIG aveEApTnTeG LETAPBANTEG, EVW OL
AAAEeG aveEaptnTeg PETABANTEG TTAPAUEVOUV OTAOEPEG KAL VA KATAVONOOUUE TNV eNidpacn
MLOG LETAPBANTAG OE Lo GAAN.

Je auTo to MAaiolo, w¢ sEaptnuévn UetaPAnti mpoteivetal va oplotel n Zuunepidpopki

MNpdBeon (MP), kaL 6Aeg oL uTtoAoLneg opilovial wg eEAPTNUEVEG.
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4 Iuvvoyn kot MNpotdoelg

TNV mopouoa €PEUVa TIAPOUCLACTNKE €va VEO €VVOLOAOYIKO TAaiolo n omoia PBaciletatl
OTOUG €€ G TTUAWVEC:

*  [vwolako povtélo autoppuBullopevng pabnong

* Ztolxela Game based learning & gamification

*  XapaKTNPLOTIKA KVNTWV CUCKEUWV

2TOX0G TOU £VVOLOAOYLKOU TTAOLOLOU €lval va TapEXEL EVa EVLOLO KaL EAVAXPNOLUOTIOLOU LEVO
mAaioLo Tto omoio va pnopel va epappoleTal AMOTEAECUATIKA yla TNV evioxuon Seflothtwyv
vbnAng oképelg, OefloTNTEC oL Omoleg elval amapaitnTeg ylo TOUG TOALTEG Kal

ekmaldevopevous tou 21 alwva.

210 mAaiolo auto mpaypatonolnBnke ektevi¢ BLBALoypadLKry ETLOKOTINON Kal moapdbeon
BEATLOTWY TIPAKTIKWY OTOV XWPO QUTO N onoia KatéAnge ota £€ng ocuunepdopata:

* H evioxuon tng mapakivnong twv eknalSeUOUEVWY €lval €va KpLolUng onuaocia
TPOATALTOUEVO, 0 OTL adopd tnv ekmaibeuon pe aflomoinon tng pebodoloylag
gamification.

* 0O oxebloopog ekmnaldevutikwy gamified ebappoywv, amaltel mMPooekTikd Kal codn
OXESLAOUO LNXAVIOUWV OPOKIVNONG TIPOKELUEVOU va eVIoXUBel To evlladEpov Twv
EKTALEEVOEVWV

¢  OL ekmodeUTIKEG OpaoTnplOTNTEG Tou Eemuxelpouvtal va &oBolv péoca amd
peBoboloyieg gamification Ba mpénel va €xouv ocadwe OPLOREVOUG EKMALEEUTIKOUG
OTOXOUG KOl Habnaolakd anoteAéouarta.

* O unxaviopol gamification evioyUouv onuavtikd tnv Tapakivnon tou Xpnotn Kat

ennpealouv tn cupnepldpopd Kat trn oTaon Tou.

To MPOTELWVOUEVO MAQICLO EVOWMATWVEL TA 0PEAN TWV EKTALSEUTIKWY TALXVLOLWY, T omola
kepSilouv ohoéva auavopevo €dadog oe OTL adopd TNV ATOTEAECHATIKOTNTA TOU yLd TNV
avénon TG cuVALCONUATIKAG CUMKETOXAG TWV TEALKWY XPNOTWY, TNV LETAS00N LNVUHATWVY
Kol TNV enitevén Twv padnolakwv otoxwv. EmutAéov, eubuypapuilovrog Ta XopaKTneLoTIKA
QuUTA e ta otadla tng pebBodoloyiag tng autoppuBUlopevng LABnong, MPOKUMTEL éva
HOVTEAO TO omolo umopel va xpnowdomnotnBel yla tnv anoteAeopatiki avantuén deflotitwy

vPNnAnG okéPng otoug ekmaldeuOUEVOUG. AVOAUTIKOTEPQ, N aUTOoppUOULlOUEVNG LaBnon,
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QaVAKEL 0TN yvwolakn Bewpla pabnong kal Bewpeital wg éva BEATioTo epyadeio oe o0TL adopa

NV avAamntuén Tétolwyv delotnTwy.

Mpokeluévoy woTOéoo va emaAnBeutel n  €ykupodTNTA TOU EVVOLOAOYLKOU TAQLGiOU
oxebLAoTNKE €va QKON OEVAPLO XPONG TOoU HovtéAou, e Tedio evlladEpovtog Tov KAGdo
nwAnoswv. O KAAS0C QUTOC AVILUETWITIIEL ONUAVTIKEG TIPOKANCELG EVW ATIOLTEL QUENUEVES
6e€1otnNTeEC LYPNANG OKEYNG Ao TOUG EMAYYEAUATIEG TOU XWpPOoU. Ita MAaiola tng mapoloag

€pyaociog oxedSLAoTNKe AEMTOUEPWE EVA OEVAPLO XPONG KAl N TIAOTIKA EdapUoyr Tou.

H mpoomntikr yla peAAovtikn épeuva oto Bepatikd medio mMou MPAyUATEUTNKE N mopovuoa
epyaoia, Baciletal otnv mepattépw edpapuoyn Kat afloAdynon Tou MPoTEVOEVOU AaLsiou
yla tnv avantuén deflotntwv uPnAng okéPng oe véa yvwotikd media, dtadopetikd amo
QUTA TIOU TIAPOUCLAOTNKAV OTNV Ttapoloa €peuva. Me Tov TPOmo autd Ba evioxuBel n
EPEUVNTLKN QELOTILOTIO TOU TIPOTELVOUEVOU TTAaLaiou, kal Ba 608l wbnon otnv aflonoinon

TOU amod TNV KOWOoTNTA.
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