MANEMZTHMIO NEIPAIQZ

S UNIVERSITY OF PIRAEUS

Metantooko poypappo Xrovdo®v
Owovopkn] & Emyeipnoroxn) Xtpatnykn

AIMIAQMATIKH EPI'AXIA
Gamification ko Test TpocOTIKOTNTAS 6TV ETLAOYI] TPOCHOTIKOD

Nikn Ooud

| “pu - Ay
wt ¥

Emprénov
Ioavvng IMorhaing (Professor of Strategic Management, Director of
iLeads Lab)

Iewparag, 2020



Gamification xaz Tests IHpocwmikétyras otny diadikacio ExA0YHS TPOGWRIKOD

Evyopiotieg

Me v mepdtmon ™ OmAONATIKNG epyacioc, Ba n0eha va evyapiotiowm Bepud tov
emPAénovia kabnynm pov k. Iwdvvn TToAAdAn yoo v ovveyn kabodnynon, tnv
apépotn  vrooTPEn, TIGC OVOIOES GCULUPOVAEC KOOMG Kol TNV AdldKOTY
cvumopdoTacn Kot evOAppLVGN TOV LoV TTapElyE OAO OVTO TO XPOVIKO OACTNLLA.

To peyaAhTePo «EVYAPIOTM» GTA AYATNUEVO OV TPOGMOTM, TOVS YOVEIS OV Kot TNV
adePP] LoV, TOV amodEONKaV TIG EMAOYEG OV Kot Hov Tapeiyov otypién 6Ao avtd
70 SLIAoTNHO, YOPIG TNV omoia TimoTa Ao 6oa XM KATAPEPEL EMG oNpEPa OV Ba T

TPOYULATIKOTNTO.
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Iepinqyn — Aé€earg Kherowa

Ot pébodor allordynong OSwympilovior Kot €PUNVELOVTOL GLYVOL GTO TAMICLO
JPopeTIK®V  Tpoceyyicewv — avili vo ovvdvdlovtor oe olokAnpouéva péca
Katavomong g wavotnrog tov epyalopévov. H ovvoeon tov  topémdv ng
a&loAdYN oG Ko TG Epyaciog Kot 1) Tpochnkn o€ avutd Tov mediov mept v e€étaon
evOg Tpitov oyeTkoD mediov - ekeivov TG a&loAdynong - eivol Katt mov amoteAel
avtikeipevo cvintnoemv og oyetikd cvuvedpla (Edenborough, 1999). H cuveyilopevn
avalnmon ovtng ¢ Wéag- avtiinyng mept v afloddynon tov epyalopévov
amotedel évav omd TOLG OTOYOVS OVTOL TOL KeWevov. OAot avtol ot TopEeig
OVTUTPOGMOTEVOVY  «EWGOO0VE» OTNV  0mdO0CcTN, OAAAL TO OMOTEAEGUATO M M
CLUTEPLPOPE TOV GLVETAYOVTAL Ol ddpopes HEBodotL a&lordynong dev petprodvton
dpeco and avTég Kot 0 emakdAoVBog Eheyyog TG daXEiplong TG amOI0oNS PaiveTL
va a&iletl emiong va AneBet vdym g «exkpon — £€0dog». Atapopetikd, eivar aniBavo
Vo €QAPUOCTEL £vOL OLOKANPOUEVO OPYOVOUEVO QAGHO HeBOd®V e OAOKANPO TO
nedio g dayeipiong avOponvov mopwv. H emloyn g pebddov Gamification
amotelel Eva epyalelo EMOTNUOVIKNG HEBOOOV ETAOYNG TPOSHOTIKOD GE OPYOVIGUOVES

KOl €VOL OVTIKEIPLEVO TPAYLATEVGNG GE QTN TNV £PYACIAL.

AgEaic — Khewoua: gamification, emhoyn mpocmmikoy, avOpdTIvo Suvaptko
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Ewcayoym

[Ma va amoKToovVV avTOy®VIGTIKO TAEOVEKTNLOL KOl VO, ATOKOMIGOVY KEPON Omd TIC
JpPacTNPLOTNTES TOVS, Ol Opyavicpol xpetdlovTol pio KOAN oTpoatnykn. AALY Yo va
OTOKTHGOVY OVTO TO TAEOVEKTNUA, £VO PUOCILO OVTOY®VIGTIKO TAEOVEKTNLLO, TOV
UTOpElL Ko TPETEL VA, SLOPKEGEL TOAD KOl OEV EIVOL VITOYPEMTIKO VO LIUEITOL EVKOAN
TOVG AVIOYMVIOTES, Ol OPYOAVIGUOL TPETEL VO S10BETOVY TOVE AVOPDOTIVOVE TOPOVS Y1l
VO EQAPUOGOVY EMITLYMG TN CTPATNYIKN TOVS. Z€ QLT TNV kKaTeLOLVON, N adpLTn
avayKoldTNTO EMAOYNG TOAAVTOUY®Y VTOAANA®V TOL SLOOETOVV TIG OMOLTOVIEVEG
0egloTEG Yo Vo Touplalovv otV €pyaciot Tovg Kot vo TANPovV TO TPOTLTO
amddoong eivan gpeavig yoo kabe emyeipnon. Ot mapodoctakés HEBodol EmMAOYNG,
OMMG 01 YEVIKEG OOKIUEG TVEVUOTIKNG IKAVOTNTOS KO TPOCOTIKOTNTAG, TPOPAETOLY

oV anddoon ¢ epyaciog g kamowo Padud (Ryan&Ployhart, 2014).

Optopévol gpeuvntéc mpotevav tpdoeata OTL 1 yprion gamification oty emhoyn
TPOCHOTIKOV, OTMG AE0AOYNGELS PAGEL TOLYVIOIDV, LTOPEL VO TPOPAEYEL TNV ATTOS00T
™mG epyaciog mépa amd TI¢ Topadootakés peboddovg emhoyng (Armstrong, Landers,
&Collmus, 2016; Fetzer, Mcnamara, &Geimer, 2017). Ot a&loloynoeig pe pdon 1o
oy vidl givor po véa pnéBodog aEloAdyNoNG OV EVEMUATMVEL GTOXELN TToLyVIO100
TNV EMAOYN VTOAAMA®V KOl TPOGPATO EQAPUOLETAL EVPEWMS GTNV TPAKTIKY| ETAOYNG
TPOCHOTIKOV, ONUOVPYDVTAS EPOTHUATO GYETIKA LLE TNV KAVOTNTE TOL Vo TpoPAEmEL
mv onddoon G epyaciog Tov vmoAnAiov. Amd dca  yvopilovpe, kopio
ONUOCIELUEVN EUTEIPIKT EPELVO OV £YEL AMOOEIEEL TNV OMOTEAEGUATIKOTITO TV
a&loloynoemv Paocetl mayvidod gamification ot dwadikocio emAoyng VTOAMA®Y -

epyalopévav.

H mpaxtikny tov Gamification, n epapupoyf otoyeiov oyedioong moyyvididv o€
nepiPaiiovta ektdg moryvidony (Armstrongetal., 2016), mpocélkvoe TpdoPATA TNV
TPOGOYN EPELVNTAOV Kol emayyeApatiov ot Awiknon Epyacioag / Opyovotikng
Yoyoroyiog kou AvBpodmivov Avvopkod, o¢ Eva TOALL VTOGYOUEVO EpYaAEi0 GTNV
emioyn vroAAAwv. Ot pébodor  dokudv LVROAAMA®V  €xovv  apyicel  va
EVOOUATMOVOLV GTOLXELD O VIO00 Kol GYXEOL0L TOV UETATPENMOVIOL GE AELOAOYNGELS OL
omoieg eivor mBavd va ivor mo SGKEIUGTIKES Kol EAKVGTIKES Y10, TOVG VITOYNPIovg,
Kabmdg kot mo dvokoAo va moapomomnBovv (Armstrongetal., 2016). H mpooOHnkn
oToyelov moyvidoy ot aEOAOYNCELS UTOPEl VoL KOTOGTACEL TIS OELOAOYNGELS

OUGKOAOTEPES Y10 TOVG LITOYNEIOVG OV BEAOLV VO AMOKMIKOTOMGOLV KOl VoL

5
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TPOGOlopicovy mole €ivol 1) CWOTH OMAVINCT, KOOMG TO YOPAKTNPIOTIKO TNG

TPOCOTIKOTNTAG 1) 01 TPOOEGELS KOl 01 GLUTEPIPOPES AELOAOYOVVTOL AUECOL.

Emumdéov, otpilouevol otnv €vvolo NG «EKTIUNoNG HuoTIKOTnTOoc», ot Fetzeretal.
(2017) vmoypdpcav to Svvoukd TtV oSloAoyncewv Pdost moyvidoh otV
npoPreyn g amddoong g epyociac. Ov a&oloynoelg Stealth pmopodv va
Slyvoouy pe okpiBeED Kot OmOTEAEGUATIKOTNTO TO EMIMEOO TOV IKOVOTHTOV TOV
epyalopévov  eEdyovtag ouveX®S 0E00UEVO OTOOOCNG MOV GLAAEYOVTIOL KATA TN

ddpketo, Tov mayvidod / uabnong (Shute, Ventura, Bauer, &Zapata-Rivera, 2009).

M. onpovtikny TPOKANGN 7OV avVTIUETORILOVY ofuepa ot €pyoddteg KOTA TNV
TPOCANYT VE®V TTTLUYLOVY®V givol 1 EALEWYT) LTOYNEIOV HE TIG CMOTEG dEEIOTNTEG Kot
wovoteg (Picchi, 2016,). Meta&d tov mo entbountodv de&lothtov mov avalntody ot
€pY0do0TeG elval M TPOGOPUOCTIKOTNTA, T €vEMElD, M ANYN ATOPACE®V Kol 1|

avOektikotta (Gray, 2016; McKinsey&Company, 2017).

H avBektikdmmra, 1 wovotnto ovakapyns amd Tig avtiEodmmreg tov Kadnkovimv
wog meprypoeouevng Béong epyaociag (Luthans, 2002), upmopei vo eivar (oTtikng
onuoaciog T6co Yo TV TPocoOTIKN (o1 0G0 Kol Yoo TV OTOTEAEGUATIKOTNTO TNG
gpyaciag tov atopov. ['a mapdderypo, vrapyovv epyalduevol ot oroiot givar mhovo
va YouV LYNAOTEPQ EMMESU ATOOOCNG EPYACING, IKAVOTOINGNG amd TNV £PYACia Kot
OPYAVOTIKNG OEGUEVONG OE 0T o€ oyéomn ue dAlovg (w.y. Avey, Reichard, Luthans,
&Mhatre, 2011), xoBmdg «or Paul, Bamel, &Garg, 2016). Opoimg, n
TPOCUPUOCTIKOTNTO, 1 «OmAvINon M 1N  TPOGOPUOYH TOV avOpOTOV OTIC
uetaforlopeves mepiparloviikéc cuvnkeg» (Hamtiaux, Houssemand, &Vrignaud,

2013, oeh. 130) £yet BeTikd OMOTEAEGUATO GTO EPYACLOKO TANIG1O.

[Mopadeiypata avtdv Tov pebddwv dadikaciog emroyng nepthapupdvouy, aArd dev
nepropilovian o€, SOKIUES YOPTIOV Kot LOAVPLoV, TEGT ONAadN e Eyypapn LTOGTOON,
1e0T OV Olayepilovror ot epyaloOpevol HEG® TOV VTOAOYIOTH, OOKIUES AmOO0OT|G,
delypata epyaociag, amobépato (m.y. HETPO TPOCOMKOTNTOG KOl EVOLLPEPOVIMV),
ATOUIKES OELOAOYNOELS, GUVEVTEVEELS, KEVTIPO OEOAHGYNONG , TECT KOTAGTACTG KPIoNG,
évivma. Proypapikdv  dedopuévav N Keva oitoemv  Pabupoioyiag, dlepevvnon
otopkoy, epyacia, eumelpia, ELOWKES amoitnoelg (mwy. Vyog, Pdapoc), OOKIUESG
QLOIKNG KAVOTNTOG Kol EKTIUNCEL oavad epyocio. EmmAéov, dokiuég mov dev

Bacilovtor oto dadiktvo, "peydho dedopéva" big data ko pébodor pmyovikng

6
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puédbnone (m.y. ovAAOYN TANPOPOPUDY GYETIKA LE VLTOYNPLOLG OO 1GTOTOTOVG
KOWOVIKOV HECMV, Ploypoeikd 1M GAAeC mNYEC KEWEVOL T TANPOPOPLAOV),
gamification «xot 7TPOGOUOIDOELS OOPOPETIKOV EMTESDOV  PACEL  VTOAOYIGTN
TEYVOLOYIKNG  MOALTAOKOTNTOG — OMOTEAOVV  1KOVO  TOPOOEYHOTO  GUYYPOVOV
npoceyyicewv OoKu®V Kol afloAdynong. ZUVOmTIKA, Ol OludlKacieg EMAOYNG
UTOPOVV VO, AVTUTPOGMOTEVOLV o LEYAAN TotKiMa pneBddwv pétpnong mov umopovv
va ypnooronfodv yio v a&loddynon Hog evpeiog TOKIAING KOTAOKEL®V (ONA.
KOVOTATOV) 7OV amoTeAobV TN Pdon ¢ AMyne OmoEACE®V NG EMAOYNG TOV

TPOCOTIKOV.

Evvololoyioeig
To Gamification givar po oyetikd véa AEEN — 0poc. ZOUPVA. LLE OPIGUEVES TTNYES, N

TPAOTN TEKUNPLOUEV xpnon xpovoroyeitoaw and 1o 2008, aArd o Opog dev &iye
gvpeia VwBETON Tpv amd to devTepo e&aunvo tov 2010. O 6pog ypnoyLomoteital
Kuplog yuoo va meprypdyet dvo €vvoleg, dwokpltég, ot omoieg eEakolovbovv va
oyetiCoviat. H mpdtn ypnon g £vvolag apopd 6To YEYOVOG OTL TO. Tayviola £xouv
hpel OAO Ko LEYOADTEPO PEPOG oV Kalbnpepvn (o1 Yo €va OA0 Kot LEYOAVTEPO
uépog tov kowvov (Deterdingetal., 2011). Zopoova pe tov Nielsen, «To 2018, ta 600
tpito. tov  wAnOvopod tev HITA niwiog 13 etov  xor  Gve  eivon
(awtompoodiopicuévol) maiktes, amd mocootd 58% to 2013». (Nielsen, 2018). H
devTepN 10€a — avtiinymn oty omoia gpappoletal o 6pog gamification aoyoleiton
pe T xpnon otowyeinv moryvidlo 6€ TPOSTAOEIES VO KOTAGTOVV T TPOIOVTO KOl Ol
VINPEGIES €KTOC TOLYVIOOD TO ELYAPIOTO Kol €AKVLOTIKE. Metd omd ovto,
togamification pmopei vo oprotel wg M ypfHon «otoyEiov amd T0 OYESGHO
o VouV o mePPAAAOVTO EKTOG TTaVIOOV, TPOIOVTMV KOl VINPECIOV Y10 TNV

napakivnon exbountov coprnepipopdvy. (Deterding, 2012).

Ot a&loroynoelg pe Pdon to moryviotl eivon évag véog Tumog epyareiov agloAdynong
TEYVOLOYIKNG PAONG OV EMTPEMEL T HETPNOT TAPOUSOCIOKMV EVVOLDV ETAOYNG LE
KPUTPO. GUUTEPLPOPEG OTOU®MY GTO TANIGLO TOL ToYVIOOL (T.Y. OAOKANP®ON
EMMEI®V 0KOAOVODVTAG TOLG KavdveS TOV TTatyvidlov). Ot a&loloynoelg pe faon to
Taviol  ypNOHOTO0vY  oTolyElo  movVidoloy Yoo vol  dNUIOLPYNoOLY  €val

CLUVOPTOCTIKO TEPPAAAOV OV OAAGLEL TOV TPOTO HE TOV Omoio Ol a&lOAOYNGELS
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TOPUOOGLOKA LETPLOVVTAL OALA SLOTNPEL TIG YLYOUETPIKEG 1O1OTNTEG TOV TOLYVIOIO0

Yo VoL 0EIOAOYNOEL O TTOTKIALDL YVOGE®V, 0eE10THTMV KL IKOVOTHTMOV.

H éa oto onpeio awto elvarl 6Tt o moyvidle KAvouy Tovg avOpmmovg vo, Kavovy
npdypato wov oev Ba elyav kaver  dev Bo pmopovoav vo wpa&ovv, yopig TV
nopovcio Tov mayvidimy. H 18éa micw amd to gamification sivot n yprion otoysiov
Omd TO GYESIOGUO TOV TOLYVIOOD Yol TN ONoVPYio VEOV TUTMV OTOKPICEWV Ao

v TAeVPa TV xpnotov (Aparicioetal, 2012).

Tifetar 10 epmduo: Agrtovpyei o gamification; Kpivovtag omd v avénuévn
xpnon tov, «H ypron tov gamification éyer expoyei ta tedevtaia ypoviar. (Lowman,
2016). To Gamification avoiyet Tnv TOpTa Yio T1] GLAAOYT TANPOPOPLDY CYETIKA LUE
TG SuvatdTNTEG TOL TOAEVTOL €VOG OaTOHOV, €VO TOPAAANAQ evicyDel TV
opyaveTikn €AEN Kot TN datnpnon tov epyalopéveov ota Kabnkovtd Tovg."

(Lowman, 2016)

ZUYKEKPEVA, 1] EVIGYLOT] TNG EAKVOTIKOTNTOG TOV OPYOVIGLOD TPOCANYNG MG TPOG
TOavog VITOYNPLOVG Yo Epyacia, 1 / Kol 1 TPOGEAKVOT] VEOU KOLVOV, (POIVETOL VO
amotelel éva emavoAaUPOVOUEVO KIVITPO V1oL TOVS £PYOOOTES: Yl TAPAOELYIO Ol
ynolokég emyelpnoelg 6mog to Facebook, to LinkedIn, to Twitter k.An. H
SuVaATOTNTO YOl OUTHOELS TPOCANYEDV UECH TOLXVIOOD (DCTE Ol EMYEPNOELS VO
TpoceYYicouy €va evph KOO glval TOAD CMUAVTIKY YO TOVG OPYAVICHOVS. AVTO
umopet va. givar o kaBoploTikdg Topdyovtag pog dwdtkaoiag tpocinyemy (Chow,

Chapman, 2013).

H oyetcn| eykvpdra tov a&orloyfcewv pe Bdon to moyvidl 6e GUYKPION UE TIG
TOPAOOCLOKEG EKTIUNGELS TNG YVOOTIKNG KAVOTNTAS TOV LITOYNEIOV TPEMEL EMiong
va cuvogetan pe v GAAo emavalapPavopevo potifo ot Biprloypoeio oxeTiKA LEe
to gamification g TpocAnyNg Kot ¢ EMAOYNG: TO aENUEVO KivTpo mov Prdvouy
ot vrmoynelot mov AouPavovv «gamified» yoyouetpikéc SoKipEC Evavtl TV

TOPAOOGLOKMV.

O Lappalainen (2017) dwmictwoe 6tt ot a&loAoynoelg Pdost  mwayvidlon
CLGYETIOTNKOV PE VYNAOTEPO KIVNTPO SOKIUNG OO TIC TAPASOGLOKES AELOAOYNGELS
KOl UE YOUUNAOTEPO AYYOC GE GYEON HE KATOEG OO TIG TOPAUOOCIOKES OELOAOYNOELS.

‘Eva ovuyvd avoeepopevo kivitpo yuo Tig dadikacieg mpdSANYNG moyviolon, Kot
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avtd Tov TEivouy va Tovi{ovv Ol TTEPOYOl TETOLWV EPYOAEI®V, €IVOL 1| TPOOTTIKY
HEIOONC TOV TPOKATAAYEMV EVOVTL TOV VTOYNPIOV. YTApYoUV TOAAEG TTUYEG TTOL
npémel vo, AneBodv vtoyn o¢ tpog owtd. Mo perétn (Lappalainen, 2017) e&étooe
€QV 1 XPNON TOYVIOIDV UTOPEL VO LEIDGEL TIG PLAETIKEG OLPOPEG GTNV OmAS00T)
AOY® TG YOUNMAOTEPNG AVTIANTTIG GTEPEOTVANG AMEIANG, TOV VYNAOTEPOL KIVI|TPOV

SOKIUNG KoL TOL YOUNAITEPOL AYYOVG.

[Tapoéro mov avaeépeTon oV TPOSANYN HEGH TOL AlXdIKTVOV, TPV emvonbdel 1
évvola tov gamification, o Bartram (2000) amopiBuei opicpéva (ntpata opONg
TPOKTIKNG a&loddynong mov Ba pmopodoav va eivatl oyeTikd Kot Yo S1001Kacieg Tov

BaciCovtar o moryvidw:

* Aopdlrern kol gpmotevTikOTNTO: Me ™ dyeipion dokipudv mov Paciloviar o
VTOAOYIOTH] ©€ HeYOAeG opdodeg KataAnyovpe pe peydro oplBud e&opetikd
evaicOntov dedopévov. Tldg va Stuc@alicovpe TV OCEAAELD QVTOV TOV JEOOUEVMV

KO VoL atoTpEYOLLE TN U1 €£0VG10d0TNUEVT TPOGPOoT 8 OVTA,;

* 'Edeyyoc tovtotntog: [log va Pefaiwbodue 611 0 e€eTaoTng €lval 0 TPAYHOTIKOG

VIOYNPLOG, AapPdavovtag tn dokiun ympic fordeia;

* Edleyyopeveg ocovOnkeg ook kou ion mpoosPaon: Olot o1 vwoynerlot £xovv
EMOPKT TOLOTNTO VANPECIOV KOl €EOMAIGHOD ALOOIKTOOV TOL OTOLTOVVTIOL Yo TN

doKIUN;

* 'Ereyyog ™ mpaktikig: Olot ot vwoyn@ilot €yovv mopOUOl TPOKTIKY Yo TN

POppO SOKIUNG;

Ov a&oroynoelg tov vroyneiov PAcel Toyvidloy TOPEXOVIOL YEVIKA HEG® TOL
SdKTHOV AVTO TOPEXEL 0L OIKOVOMIKA amOd0TIKY Olaxeipon peydiov Oykov.
Ouwg, kabndg 1 xpnon Tov SOKIUOV TOL TapadidovTal amd amdoTUoN AVEAVETAL, TO

010 wyveL Kot o TV Tapamoinon kat v e€andtnon (Searle, 2009).

Apketég texvikég epapuolovian yio ™ peimon g {nudg g amdne, dTnpovTog
TOpOAANAL TO. OQPEAT HEYAANG KAIHOKOC, OMMG TO GULOTAUOTO  ETAANBELONG
QOTOYPOUPLOV Y10 VO SAGPOUAGTEL OTL O TPAYUOTIKOG VITOYNPLOG Elval awTOS OV
TPOYHOTOTOlEL TIG doKIuéG oto mhaiolo tov gamification(Searle, 2006 oto Searle,

2009). Kabnhg o moyvido yio TpoSANYELS KOl ETAOYT TPOCOTIKOD S10PYUVMOVOVTOL
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o€ UEYOAEG YEWYPOQPIKEC TEPLOYES, Ol  TOMIKEG 1OONTEPOTNTEG TPEMEL VAL

avoyvoplotovy Kot vo. Anedovv veoyn. (Shuleretal., 1993 oto Searle, 2009).

Avtég Ba pmopovoay va givol Slapopég otV EUEOCT TTOV ATodidoVV o1 £PY0OOTESG
oV oamodedelypévn epyactokn eumelpio (Qavopevo mov emikpatel €viovo oty
Avotparia, ™ Feppavia kot tig HITA) évavtt tov dvvapikod (éviova ot Nota
Kopéa, v Taifav ko v lorwvia) (Huoetal., 2002; VonGlinowetal., 2002 oto
Searle, 2009). Xe yevikéc ypauués, ta dedouévo otoryeio yioo tnv kaoAkotnTo Tmv
AOKNOE®V EMAOYNG Tpochnyewny eivar  meplopiopéva  (LievensandChapman,
npoceymg, oto Searle, 2009).

O Searle gyeiper mepartépo ™V avnovyio 6Tl Ta véo epyoleion evoéyetal va punv
a&1o0A0yoOV TiG 0E10TNTES OPICUEVOV OLAd®V, OTMG Ot NAKlopEVoL epyalopevol e
napopol. 1ox0 Omwg yw Tovg vedtepovg gpyalopevovs. Ilapdio mov  dev
EMKEVIPOVETAL EWOIKE TNV TPOGANYN, Ko HEAETN Yol TIG ONUOYPAUPIKES OLPOPES
OG0V 0popd 6TO AVTIANTTO OPEAOC 0o TNV TPOKTIKN Tov gamification darictwoe Ot
«n evkolia oty ypHon tov gamification arodeikvoetor 6t uerwveror ue v nlikioy. O
Searle mposidomolel 011 «mpémel vo. dacearicovpe Ot gvromifovpe TPOYUOTIKEG
SPOPES ATOSOCNG GTNV EPYAsio Kol Ol VO ONULOVPYOVLE VEN PO GTNV 16000

TOV 0ToumV ot dwdikacioy. (Searle, 2009).

H gunepia tov ypnotodv sivor daitepa onpovtiky Kaddg ot mépoyol moryvidoumy
TPEMEL VO, AmodeiEoVV OTL 01 ADGELS AEITOVPYOVV KOl Y10l TOVG U1 TtoikTeg. AKOMO KL OV
N mieoyneio Tov TANOBVGHOL cTovV AvTiKd KOGHO Tailel mayvidlo TEPIGTAGIOKA 1

ovyva (Nielsen, 2018), o peydin peovotra e£akoAovdel vo unv to Tpdrret.

Ot a&oroyfoelg Pacel Toyvididv dtapépovy and thv mpaktiky gamification (Cut-E,
2017; Landers, 2015). 'Evag kowdc opiopds tov gamification eivor «y yprion
otoLyeiwv oyedioons moryviowwyv oe mepiforiovia nongame» (Deterding, Sicart,
Nacke, O’Hara, &Dixon, 2011, o). 1). [Tapoio mov vEapyoLY OpOLOTNTEG HETAED TG
a&loloynong pe faomn to mayvidl Kot tng TpakTikng Tov gamification, ot a&loAoynoelg
Bacel mayvidlov yopnyodvior o610 TAAICIO €VOC ToyVidloL oL £xEl cLVNO®G
oYedoTEL yloo TN péTpnomn yvooewv, doefottov kot woavotitev. (Mo o
avaokonmon ¢ gamification, vépyel oyxetikn perét tov Hamari, Koivisto&Sarsa,
2014).
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Evo ot a&lohoynoeic pe Paon to maryvior Exovv avénbel wg mpog tn ONUOTIKOTNTA
TOVG GTO YMPO EPYACIAG, 1 EPELVA Y10 TNV EYKLPOTNTO KOl TV AEIOTIOTIO QVTOV TWV
HETpOV Oev 0odNynoe o€ TMEIGTIKO amodeiktikd otoryeia (Chamorro-Premuzic,
Winsborough, Sherman, &Hogan, 2016; Kim&Shute, 2015; Lowman , 2016). Xwpig
oo EvOelln eykvupotnToc, N €pevva £xel Leivel Tiow og oyéomn pe TV vioBEToN ™G
TPOKTIKNG GE 0PYAVICUOVS. AOY® TG EAAEWYNG OPIGTIKMV OMOOEIKTIKMY GTOLXEIMV,
etvar onuavtikd va dteEayel meplocdTEPN £pEVVA Y10 VO, KOTOVOT|GOVLE TMOG UTOPOLV

va ypnoporomBodv a&loAoynoelg PAcEL Toryvidlov 6To YMOPO EPYUCIOS.

H mopovoa Smhopatik] otoyevel vo. TPOocHEceEL OE00UEVE. GTNV  VIAPYOVOH
gpevvnTikn Pproypario atoloydvag t xpnon aSoloyncewv pe Bacn to moryviot

o€ £V, GUYKEKPIUEVO TAAIGLO (LETPNOT TOV EMAYYEALUATIKAOV EVOLAPEPOVTIMV).

Tovtoypova mpémel va avapepBovpe oto mepipnuo Evidence-CenteredDesign eivon
éva mAaiclo yw v avantoén agloloynoewnv Poaciopéveov oto moyvidl, to omoio
Bpioketar ovvibwg ommv  ekmodevtikn  Piproypagion  (Shuteetal, 2016).
Axolovbmvtag To mAaicto Tov Evidence-CenteredDesign, ot oyediactéc a&loAdynong
pe Baom to moryvidl av&dvouv Ty gykupodtTTa TOV AEI0A0YNCEMV, £6TIALOVTOG GTO Tt
npénel vo puetpnbel oe kabe Pripa g dadikaciog oyedioopod (Shuteetal, 2016). To
Evidence-CenteredDesign £xst copnepiangBel otnv gpguvntikn Piproypagio yio ™
xpnon oéoroynoewv pe Pacmn 1o moryvidol 6Tov TOHEN NG €PYACiOS Yoo TNV
a&loAdynon yvooewv, de&lottmv Kot ikavothtov tov epyaiopévov (DiCerbo, 2014;
Kim&Shute, 2015). To Evidence-CenteredDesign &ivar onuovtikd €meidn
EMKEVIPOVETOL oTN  dNuovpyio &ykvpov alloAoyncemv kot Kabodnyel tovg
OYEOOTEG EKTIUNCEMV UE PACT TO Toyviol HEGH U0G S1adTKAGIOG TOV amavVTd GTIC
EPOTNCES I, MOD Kol TOS UETPGuE kai mooo mpémer vo, petproovue  (Kim,

Almond&Shute, 2015).

Ot a&oroynoelg pe Paon 1o moyviot YPMNGILOTOOVVTAL Y10t TOAAOVS JOPOPETIKOVGS
oKkomovg evtog TV emyelpnocwv. Ot agloloynoelg Bacet Tatyvidiov dnpovpyodval
Yoo v avamtoén ko Ty avantoén tov vrolniov (Chamorro-Premuzic, 2016;
Lowman, 2016) kot mwap€yovv 6Toug £pyod0TeS TANPOPOPIEC GYETIKA WE TOVG TOUELG
OTOVG OTOIOVG TPEMEL VO, EXIKEVIPWOOVV Yo TNV avATTLEN TOV £PYOTIKOD SVVAUIKOD

tovg (Barrett, 2018; Lowman, 2016).
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H emkdpwon [ validation Jamotelel Pacikd pépog g dradikaciog avamtuéng evog
a&lomoetov Ko akpBovg epyodeiov emloync mpocmmikod (Schmidt&Hunter, 1998;
Ventura&Shute, 2013). O erayyeluatieg ypetalovol Epevva yio va dei&ovv edv avtd.
to véo gpyodeio Ba elvar oe Béon va mopéyovv TG TANPOPOpPieg TOL aSlOVOVTAL.
[Tpoxeyévov o1 EMYEPNOES KOL Ol OITOVVIEC VO OMOKTNGOLV TO OQEAN T®V
a&loroynoemv PAcel T VIOIDV GE GYECT LLE TO TOPAOOCIUKA LETPO, TPETEL TPAOTO VO
VILAPYOVV OTOJEIEELG OTL QLT ToL 0OQEAN lvar Eykvpa Kot dOKIHOGHEVA. AVTO YiveTal
O ONUOVTIKO KabBdg avsavovtol ot vBhveg Kot 1 dHvaun-oxds Twv Bécemv Tov

EMALYOVTOL OTTO TOL (LTOLLAL.

A&roynon Bacer Gamification
H ypnon mg niextpovikng agloAdynong cuvéyloe va avEAveTatl, eva o apliuog tov

epyalopévav  mov ypNOLUoTOlovV TEXVOAOYiR TOGO €vTOG OGO Kot EKTOG TNG TAENG
ovveyiler va avédvetal. Xe cLVOLAGUO e VEEG TMPOGEYYIGES GTNV €pyocion Ko
wWaitepo pe v gamification, avtd mpooEépst evkapiec ywoo vEEG HOPQOEG
a&loAdYNoNG TOL UTOPEL VO TAPEXOLY Ol TTO AKPLPY] EIKOVO TOV EMTEVYUAT®OV TOV
epyalopévav . O oyedacudc Tov avbeviikav kadnkoviov aglohdynong kabictotot
0AOEVOL KOU O ONUOVTIKOG kaBMg 1 e€pyacio OmOUOKPOVETOL OO TPOCEKTIKES
npooeyyicelg mov Pacifoviar oty TaEN Yo mo avBevtikny padnon. Avtd emiPaiiet
po aAAQYY) 6TOVG TOTTOLG AEIOAOYNONG, ad dokipa mov Pacilovion og yapti Ewg TV

a&loAOYN o™ 0A0EVO KOt TTLO AWOEVTIKAOV dpOsTPLOTHTOV.

Ta ewovikd mepidirovia mopovstdlovy €va oAy ovBevTiKd, OAAGL EAEYYOUEVO
HEPOC mov avaykalel TNV avaykn Yo VEOLG TOTOVE TPOTHTWV 0EOAOYNoNG OTOV
xpnoonoovvior otig aifovcseg tov movemotuiov. [pdypatt, or mopadocioke,
«EQATAEY OpacTNPLOTNTES AEI0AGYNONG deV TTapEyouy TALOV KATAAANAES doUéS Yia
mv a&loddynon g pdbnong tov epyalopévav, ot de  unyovicpoi mov Pacilovron
01O ToVidl Oyl povo mopéxovv PeATiopévn eumAokn TtV epyalopuévav oAl
napéyovv emiong MV eukapio Yoo po oepd vEwv, afloddynong avbeviikmv
LoONCloKOV EpyYact®V. AVTN 1 TPOGEYYION EMOUDKEL Vo amopokpuviel amnd tnv
TOPUOOGLOKA VIOOETNUEVT] TPOGEYYIoN HETAOOONS YVOCE®Y o1 udbnon mpog Evav

KovotpovkTifiopd (Jonassen & Rohrer-Murphy, 1999).

"Exetr vmootnprybel 611 Ta0 awbevtikd KabnKovta o€ avbevTiKEG KATAGTACELS TAPEXOVY

po otafepn Pdon v v gpyacia evniikev (Huang, 2002). To mlaicio cto omoio
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pabaivoov ot epyaldpevol mPEMEL Vo EVOOUATOOEL 6TO TYESIOCUO TOV LB GLOKOD
nepiBdrrovtog (Brown, Collins, & Duguid, 1989). av xor mpémel va yiver didkpion
ueta&y tov dvo (Petraglia, 1998). O oyediacpog epyacidv givar (OTIKNG oNUAGToG,
KaOdg M TponyoLuevn Epevva delyvel OTL To avBevTIKG KobNKovTa KOl TO avOEVTIKO
nepdriov N mepPdArov mpémel vo. €EETOOTOOV CEYMPIOTA KOl MG GOOOG
OLLPOPETIKA. aTADG 1 XPpNon &€vOg awbeviikov mePIPAALOVTOC Umopel vo pnv
TPOcPEPEL  Kavéva, mpodcheto O0pelog otovg  epyalopévoug axkoun kot otav

a&loloyodvtan avbevtikd kabnkovto (Gulikers, Bastiaens, & Martens, 2005).

Ot cu{NToELS Y10 TOVG UNYOVIGHOVS TLYXEPADV TOLYVIOIDV Elval KOWES 6T Propunyavia
TUYEPDOV ToYVIOLDY. Qo1d60, dev epopudloviar yevikd omv gpyacia. Avtoi ot
unyaviopoi apopovv diapopeg Asttovpykotnteg tov gamification (Reiners & Wood,
2013; Reiners et al., 2012). Mropovpe va g€etalovpe v évtaéh Toug otV Taén
otV aSloAdYNoY KOl VO EMICTUOAVOVUE EVKOIPIEG EVOMUATMOONG GE UEAAOVTIKEG
oTPATNYIKES a&oAOYNoNS. AVt mapéyel ) PAcn Yy HEAAOVTIKY €pevva Yio v
JOKIOOTEL 1] ATOTEAECUATIKOTNTO KOl 1) «TTPOCAPLOYT» QUTAV TOV GTPOTNYIKOV GE

avOevTiKd ekTadeVTIKG TEPPAAAOVTAL.

Ot avbeviikés epyocieg kot m  avbeviikny aflohdynon amotedoVv  Poctkolg
akpoyoviaiovg AtBovg evog emtuymuévov avbeviikod oyedocpod pabnong. Ot
Herrington et al. (2010, oel. 46-48) opilovv déka YOPAKTNPLOTIKG EVOG owOeVTIKOD
épyov: 1. €xel mpaypatikn cvvdeela Kot Taplalel 660 10 SLVOTOV TEPICCOTEPO LE TA
KaOKoVTO OV £KTEAOVVTAL OO €101KOVG emaryyeApatieg Tov Topéa. opiletat, omontel
kol wpowBel v emilvon mpoPfAnudtov kol okéyng vynAdtepng téEng avti va
OTOLUVILOVEVEL CMOTEC OMAVINGES. 3. OMOLTEL ONUOVTIKY] €TEVOLGT] YPOVOL Kot
TVELUATIKOV TOpwV. 4. mpoceépel v gvukapia va e&etdost éva mpofAnuo amod
OLPOPETIKEG OMTIKEG YOVIEG, YPTCLOTOUDVTOG TOAAATAOVG TOPOLS. 5. amortel
ocvvepyocio. 6. TpoceEpetl TV gukapio otov epyaldpevo va AAPel amopacelg Kol va
wpoPAnuatiotel oYETIKA He T pabnor tov. 7. Mmopel vo epaplocTel o€ d1APOPOVS
TOEIG KO VO OTTOLTHGEL JIEMOTNULOVIKEG TPOOTTIKES. 8. EVOOUATMOVETOL ATPOCKOTTO
pe v agoddynon. 9. Anwovpyel €va yvoAiopévo mpoidv mov givol TOAVTIHO Otd
uoévo tov cwotd. 10. emrpénel evaAlhaxTIKEG AMOGEIS KOl OTOTEAEGLLOTO. OVTL Y10l Lot

OTAT] COOTH ATAVTNOT).
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Koatd ) oOykpion autdv tov yopaKTNpIoTIK®OV LE TIG TUTIKEG LabnNclokég epyacieg
kot aE10AoyNoELg Tov ypnotuonotovvor oto online mepiPdiiov pabnong (m.y. kovil
TOAOTADV ETAOYDV 1 UEUOVOUEVEG OVOPOPES OV VITOPAALOVTOL GTOV KaBNYNTY),
etvar capéc OtL dev taupralovv. Amd v dAAN TAELPd, TOAAEC Oomd OVTEG TIC
duvaTdtTeG €lval gyyevny HEPN TOV TTayvVidtdv. Avtd kabiotd to avbevtikd mAaiclo
uédbnone évav  aitepo  EVOLOQEPOV KOl TOAAG VITOCYOUEVO GOVIPOQPO  Yid

gamification ctov oyedooud g padnong.

Gamification ka1 MaOnon
H a&ohdynon €xer avayvoprotel o¢ (oTikng onuaciog yw v vroot)pién g

Bertioong tov epyolopévov (Ricketts & Wilks, 2002) gite péow poabnolokov
JpaocTNPOTHTOV 6€ TAEELG 6oV Ot gpyalOUEVOL  aVTIOPOLY Kot pobaivouv amd Tig
EVEPYELEG TOVC o€ Lol dwadkooio evepyod pabnong (Wood & Reefke, 2010), 1 mo
oLYVA HECH TNG TLTOTOMUEVNG dtadikaciag TapoyNg oxoAMmv LeTd amd EAeyX0 TG
gpyaciog tov epyalopévav. O TOmog Kot 1 popen aEtoAdynong uropet vo oAAGEEL o
éva. oAMOKANpO Tpdypoppo Kabdg o Tpoceyyion o€ eninedo epyoacidv Oa taprdlet
LE TO EMMEDQ YVNOLOTNTAG KOl GUVAPELNG HE SLUPOPETIKES PAGELS TNG HABNoNG TOV
gpyolopévov (Reiners & Wood, 2013) kot cuvdéetar pe pobnotokd anoteléopata

dounuéva ypnoyonotdvog Ty tasvounon tov Bloom (Krathwohl, 2002).

Eni napadeiypott , to Feedback katnyoplomoteitan wg «formative» 1 «summative». H
SLLOPPOTIKT OvVOTPOPOOOTNOT TTEPAAPAVEL «TAnpoopieg mov dwaPidloviar Gtov
pafnt mov mpoopilovtal vo TPOTOMOI|GOVY TN CKEYN N TN CLUTEPIPOPE TOL HE
okomo TN Pedtioon g pébnone» (Shute, 2008, oeh. 154). H peyaidtepn eotioon
o dwdkacio g dwackariog oyetiletan pe T SLUHOPPOTIKY avatpo@odotnon (De
Vita & Case, 2003) kot PeAtudveror pe 0 ypnon opyodv gamification, omov
TOPEYOVIOL CLYVE Kol HKPE TUMUATO 0vOTPOPOOOTNoNG Yoo T PeAtioon g
eumiokng (Wood & Reiners, 2012). Evéd ot dtopoppmtikoi Eleyyot mapakorovhovv
Kot BonBovv ot Peitioon TV emtevyudToOV TV gpyalopévev , o aBpoloTiKd
oxoMo. TapEyovy aEoAOYNo” TG TPOoOdoLv TV epyalouévav , cuviBwg 6To TEAOG
Tov  podnolokov  tunpdtov. To  swovikd mepiPdAlovia  EMITPETOVY  GTOLG
epyalopévoug va gpYOcTOVV Kol OTLG OV0 KOTOOTAGEL POLTIVAG KOl €mioNg va
EMTPEYOVV T LOVTEAOTOINGT CTAVI®V, AGLVNOIOTOV, KATOGTPOPIKAOV KATOGTAGEWDV
v gpyacio kot a&ordynon (Chodos, Stroulia, & King, 2011; Reiners & Wood,
2013; Wiecha, Heyden, Sternthal & Merialdi , 2010). Qotdc0, 1| ATOTEAEGUATIKN
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aEoAOYNOT GE EIKOVIKOVG KOGLOVG TOPEUEIVE SVOKOAN AOY® TOL TPOTOL UE TOV
omoio 1 oAoéva Kot o avbevTikn eUomn Tov pobnotakov TepBAALoVTOg auelcPrTnoE
11§ Tpoceyyioelg ot dwaokaAia. Etol, n a&loddynon tov ponclokdv Kobnkéviov

&xet aArael prlikd.

Yndpyovv ovintioelc Kkotd wOGOV Ta  UaONOKE OTOTEAEGUOTO  YIOL  TOVG
epyalopévoug evioybovTal e TN XPNoN cofapdv Taryvidudy yio TV epyacia. Evo
HEUOVOUEVEG HeEAETEG apeiyay OelkTeG BETIKNG GYEoNG, Ol UETO-OVOADGELS dElYVOLV
avapewkto amotedécpoto (Girard, Ecalle, & Magnan, 2012). H ocvumepiinyn
otoyelov mov Pociloviol 610 mayVIoL | TOV UNYOVICUAOV TOLXVIO0D omoitobV
TPOGEKTIKO GYEJAGHO Y10 Vo Slao@alloTel po amotelecpotikn epapuoyn (Werbach
& Hunter, 2012) kot ta mponyodueva mepdpato pmopel vo €xovv oyedaotel pe
Hopon TéTOl MOTE Vo unv evBappvvovy tovg epyalopévoug. To matyvidol pmopet va
TpokaAEceEl  €yyevn Kivntpa, oAAd Poociletar o€ TOALOVG €0MTEPIKOVS KO
e€mTEPKOVS TOPAYOVTEG TOV TTPETEL VO, EVOBVYPOUUIGTOVY. AnAadn], 1| TAVTOTOINOT| UE
poafnotlokd Kabnrkovta 610 mAaiclo g epyasiog, N oOnuovpyio evog meptPdArovtog
OOV TOAAOL GUUUETEXOVTEG UTOPOVV Vo, AABoVV GUYKPIGIHO omoTeEAETOTA 1 GTHLOLTCL,
Kot va égovv v evkapia yio avbevrikd gamification owodounuévo ko
EVOOUATMOVOV TOVG GTOYOVS TV KOONKOVIOV KOl TOLG GTPATNYIKOVUG GTOYOVS TOL

0OpYAVIGHOV OMovpYEel Yo ToVg pYAlOPEVOVS GLVOPTACTIKEG EUTELPIEG.

O o1030g eivar vo ovyywvevBoov 1o otoyeio gamification pe ta avBevrikd
pofnotlokd kobnkovta oto mAaiclo ¢ epyaciog oto 1010 mAaiclo, £TGL MGTE M
AVTIANYN TOV GUUUETEXOVIOV VO UMV EVOL TPOKATEMUUEVN Yo TNV EMITEVEN HOG

oTEYVNG Gveup1M G AmdO0oNG GTO EPYUCLOKO TEPPAALOV.

Mia GAAN epappoyn tov gamification sivarl n a&loAdynon, KoLl avayvoPIGUEVT OTHV
EPELVNTIKY KOwOTNTO OAAG dev €xet dtepeuvnBel akdun mAnpws. Eved opiopéve
TPOGEYYIGES YPNOWOTOOVY T0 amotéheoua Tov gamification wcg xpitiplo
afloloynong (my. tomobétnon otov Pabporoyikd mivaxo, aplBuds emtTv IOV)
(O'Donovan, 2012), to otorgeio moyvidlohd pmopodv vo, vrootnpiEovy v
a&lohdynon enmpedlovtog v epyacia gite duvapukd (m.y. , aAlalovtag o mhaicto) 1
£YOVTOG GEVAPLO GLUPAVTO TTOL EVEPYOTOLOVVTOL OO OPIGUEVES dPASTNPLOTNTES (TT.).,

QTAVOVTOG £VOL GUYKEKPLUEVO 0POGTLLO).
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AVTEG Ol OOUEG UTOPOVV VO SLOYEIPIOTOVY 1EPUPYIKAE Ylo VO EUTAEKOLV OAO Kol
TEPLOGOTEPO TOVG €PYOLOUEVOVG GE U0 GEPE UaBNCLOKOV OpaGTNPLOTHTOV GTO
npoypappnd tovg (Reiners & Wood, 2013; Gregory et al., 2011). Ta NPC
vroopilovv ceviplo Tayvidov poA®Y, £Tcl MOOTE 1 OAANAETiOpaoT pe Toug NPC,
avTl Yo TOVG ovvePYaLOUEVOVS, Vo dNUIOLPYEL Eva acparég pobnotokd meptBdAiov
(Reiners, Gregory, & Dreher, 2011) pe to moryvidt pohmv o€ gikovikd neptBaiiovo

va amodekvietal omoteleopatikd (Masters et al., 2013).

Me v mpodt| potid, T evooudtowon Tov  ototxeiov gamification  (mwov
avTIKATOomTPilel TNV 1KOVOTNTO EMAVAQOPAG KOl TOAAATA®V TPOGTOOEIDV OV
vrootnpifoviar amd éva eKoviKo diyTv aceaieiag) eaivetar yvomotikd acvopufifactn
pe v évvowr ¢ avbeviikdmrog. Qotdc0, To KAONKOVIO TOL TPEMEL VO
avaAneBovv, ot (ewovikeg) puBuicels kot ol epyacieg a&loAdynong HTopohv aKOUo Vo
oXedICTOVV MOTE Vo givar avBevtikd (dnAadr, va vrootnpilovv v avbevtikn
pnéonon), evd ot punyoaviopol moryvidod pmopodv TavTtdYpove Vo GuUBAAovY otV
EUTAOKY TV PYOLOUEVOV KOl GTNV TKAVOTNTO VO TPOYWPTGOLV LEGH TOV EPYOUCIDOV
touc. H evoopdtoon ovtodv tov ototyeiov mapéyel moAAEG evkapieg Yo va fondnoet
TOVG  EKTOOEVTIKOVG OTIS TPOoomAfeles tovg va PeAtiwcovv 1t padnon tov

epyalopévav Ue TPOGEKTIKO GYESACUO TOV 0ELOAOYCEMV.

INa mv a&ordynon avtod tov €idovg veiotaviar mpdcHeta oeén. H avto-
a&lohdynon umopel va ovuPel kabhg o epyaldpevog pmopel vo aflohoynoet v
emtvyio oplopévev mpoceyyicewv og €va TPOPANUA Kot va To emyelpnoet Eovd. Ot
TPOSTADEIEG LITOPOVV VO, OTOONKELTOVY KO VO OVOTPATTOVV Y10 TEPULTEP® ATOTEIPEG,
napovotdlovtag v gukopion Yoo o GLAAOYN OedOUEVOV TOV GLAAEYOVTOL KO

a&loloyohvtor povot.

O a&ohoynoelg mov mepthapPdvouv €heyyo ypOVOL KOl YDOPOL Kol YEPICUO
neptlopfdvouy v mopakolohnon kot avaAvon poG oAVcidag OAANAEVOET®V
OpacTNPOTNTOV (7). UETAED TOAADY ETOUPEIDOV 1 YOPOV). €vo 1010iTEPA YPNGIULO
YOPOKTNPIOTIKO oTI¢ Katnyopieg logistics kot alvoidag epodioouov. Avtd enttpénel
0ToVG £pYaloUéVOLG VO TAPOTNPOVV KOt VO CKEPTOVTOL TNV ALGION TOV YEYOVOT®V
nov anewkovifovtat. O YePIGUOS TOV YEYOVOT®MV emTpENEL TN dNUovpyio AVcEwV o€

dwapopa mapoatnpnoa wpoPAiuatoa. H mpdkinom &vog avatpemtikod cevapiov
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umopel emiong va mpoypoppatiotel and tov agloAoyntr, Omov ot epyalouevol

mpocmafovv va d10pHdGoLvV 1 va Lo ToyKOGHLIO dAVGIO0 EQPOSIAGLLOD.

Ewova 1

MaOnon kot A&roroynon
o tovg Libaneo (1994) wxor Haydt (2008) ot cvykekpipéveg Aertovpyieg g

a&lohdynong eivatl n ddyvwon, o éreyyog kot 1 tagwvouncn. H didyvoon emtpénet
TOV EVIOMIGUO, TN O1AKPLoT, TNV KATAVONGCT KOl TOV YOPOKTNPIOUO TOV TOPoyOVI®mV

OV TTPOKAAOVV SVGKOMEC.

[Ipoécpata, ddpopol tomor pebddwv afoddynong gamified avomtdydnkav omd
ddpopeg e€erdikevpéveg etaupeiec, Omwg n Owiwi kot 1 Pymetrics, omov dAleg éxovv
emkevipbel oty avamtvuén agloloynoemv pe Baon to moryviot (m.y. ArticShores kat
Cut-e) TPOCEAKVOVTOG OLENUEVO  EVOLOPEPOV KoL YPNOT  UETOED  OPYAVICU®V
noykoopiog (Nikolaou, Georgiou, Bauer & Truxillo, 2019). Avtég ot ektiunuéveg
EKTIUNOELS EVOEYETOL VO EKTIUAGOLY TN YVOOTIKY] wKovotnTo 1 TNV Kpion Tov
OTOVVTOC OYETIKA HE U0 KOTAOTOON 7OV OVTIETOMILETOL GTO YMOPO €PYOCIOC.
Qo1600, o1 Tomol gamification otnv emloyn VIOAAA®V TOIKIALOVY Kot umopel va.

neptloppdvouy didpopa otorygia, €ite APNYNUATIKA, OTOC TPOcHETO Kelpevo og Eva
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SLOIKTLOKO  EPMTNUOTOAOYI0, £WG TOAD OOPACTIKO OTOLXEIN TOLYVIO0D, OTMG
ynowkés  avropolBéc  (Armstrong, Ferrelletal.,, 2016a). T mopddstypa, ot
a&lohoynoelg Paoet Toyvidlon evoExeTon va TEPIAAUPBAVOLY YOPOKTNPIOTIKE KOWVNG
YPAONG  €KOVIKOV  KOGp®V  mov  powdlovv  upe  pubuicelg  epyacioag  mov
OVTUTPOGMOTEVOVV VITAAANAOVG TPOKEWEVOL Vo, aloAoyouv TIG Oe&l0TNTEG TV
VITOYNEI®V Kot Vo TPOKAAODV GLUTEPLPOPES OYETIKEG pe v epyacio (Laumer,
Eckhardt, & Weitzel, 2012). ITop '0lo avtd, omoiteitor TEPIGGOTEPT EPELVA YO VO
dokiaotel 1 amotelecpatikOTTe TOV PEBOSOV a&lordynong ue pébodo «gamifiedy
Kol vo Kaboplotohv €ykvpeg kot 1oxvpéc Bempntikéc Pdoelg yia va emPePorwbet n
duvatdHTNTO EPAPLOYNG TOVG OTN dlayeipion avOpOTIVEOV TOP®V Kol GTIG SLUOTKAGIES

EMAOYNG VITOAANA®V.

Emniéov, molhoi ovyypageic ioyvpilovrar Ot 1 SVoKOAlD peTtaQopds Kot
a&loAdynong tov 4e£10TNT®V, G GUYKPLON UE TIG OKANPEG 0eE10TNTES (T, TEXVIKEG N
EMUYEPNUATIKEG YVOOELS Kol 0eE10TNTES), 0dnyel oe avEnuévn omatdAn ypdvov Kot
pNurotog yo opyavicpovg (Laker & Powell, 2011) Aappdavovtag vedoyn v gotioom
pog otig 6810t Teg avTég T YpNnon g aSloAdynong n omoion  pmopel va mapgyet
KOAVTEPT] TOLOTNTO, TANPOPOPLOV GYETIKA LLE TN CLUTEPIPOPE TOV LIOYNPI®Y GTNV
gpyooia. To mapdderypa, ot Kubisiak, Stewart, Thornbury kot Moye (2014)
YPNOOTOINCAY £PEVVES QVTO-OVOPOPAS Yo v a&toloyncovv v mpobopio TV
aTOH®V Vo HABovv Kol [o TPOGOUOImoN Yo TNV EKTIUNGN TG wKovoTnTag udbnong,
KOTOANYOVTOG GTO GUUTEPAGHA OTL Lot a&loAdynon umopel va ypnoyorom et yio v
a&loAdynon tov tpoPfréyewv og £vo TAAICL0 ETAOYTSG , OOV N pebBodoroyia Epevvog
eVOgyeTol vo unv etvar Kot@AANAN. Opoimg, dedopévov OTL 1 avBekTKOTNTA, M
wovoTa, 1 gveMéia Kot 1 ANYn amoeAcE®V 0gv aPopovV TS TPoBEcELS OAAL TIC
CLUTEPIPOPES, L adlomoinpévn a&loddynon propel vo ypnoipomoindel KaAvtepa yio

TN LETPNON OVTOV TV CTUAVTIIKOV YOPOUKTNPIOTIKOV HETOED TV 0MTOOVTOV EPYOCIaL.
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A&roroynon Pacer Yoyoperpikov Tests

Mo va mopapeivel avtoyovioTikos, £vog opyoviopog mpEmel vo Kavel O, Tu givon
duvatév yu va Bpioketar oty TpdT 060m 010 Topé Tov. H Satpnon awthg g
0éong dev ocvvendyeton pOvo PEATiOON TNG VITOSOUNG KOl TOL EEOTAMGHOV TNG, CAAL
KOl TOV EUTAOLTICUO KoL TNV avamTuén Tov avOpdmivov duvapikoy te. Avtd odnyel
10 TUNHO AVOpdTIVOL ALVOIKOD VO, OTOOMGEL 6TO LYNAOTEPO €MIMEDO, DOTE V.
oLUPAAEL 6T GLVOAIKT aOS0GT TOV OpYoVIcHoVD. ['la To oKOTd aVTO, amatTeiTol o
EMOYYEALATIKY] 0eE10TNTO. TOV TPEMEL VO OVOTTOCGETOL KOl VO, EVIUEPDVETOL GE
TAKTIKY Bdorn, KATL Tov €ivol EPIKTO aviXVEDOVTOS TIG SVVATOTNTEG TOV OVOPOTMV,
wpocolopilovtag Tic 0eE10TNTEG TOVG KO avamTOooovTag o oegapevny toréviov. H
YuyopeTpikn aloAdynomn eivor 10 KAWL Yoo TV vIOoTRPIEN OAMV OVTOV TOV

nmudrov.

Xoupovo pe uio ékbeon tov CentralTest (2014), ot yuyouetpikég e€etdoelg Oa
BonBnoovv oty agloddynon g oavOpdmivng cvumeplpopdc mov Bo Ponbnoet
TEPOLTEP® OTNV  EKTIUNON TOV TOAVOTATOV €VOG OTOLOL VO TETVYEL O &vav
OLYKEKPIUEVO pOLO (oeA. 2). Avtdg lvar €vag amd Tovg AOYOLG Yo TOLG OTOi0VG Ot
YOYOUETPIKES OELOAOYNGELS OTIC TPAKTIKES OVOPMTIVOL SUVOUIKOD £XOVV TPOPAVAS
BeAtiwbel pe v TAPOdo TOV ETOV KOl TOPAUEVOLV UEXPL CHUEPE GTO TPOCGKNVIO
(Jenkins&Wolf, 2002).

AlAot AOYyoL oV avaeEpovTal To® amd TN Peitioon mowiiAovy amd TIG TOMTIKES
00 AvBpdmivov Avvopikov, v avénuévn vopobesio Kot Tovg KOVOVIGLOUS, TIG
peydieg opdoeg vroymeiov yuo EAeyx0, To aVENUEVO KOGTOG TG Ppoyns, Kabdg Kot
mv EMeyn oavtovouiog tov vroyneiov oe akadnuoikd mpocdvta. Avtoi ot
TOPAYOVTEG OVOUEVETAL VO evBoppOvVovy TNV  TEPUITEP®  avATTUEN  TETOL®V
aE10A0YNOE®MV GTO PEAAOV, KAOTMOVTOG TO OVOPAOTIVO SVVAUIKO TKOVO Vi EEETAGEL TO
EVOEYOLEVO VO, EVEOUOTAOCEL OVTEG TIS OOKIUEG OTIG OTPOTNYIKES TOV. Q6TOG0, €GV
HUOVO €Va YUYOUETPIKO TECT UMOPEL VO TPOGPEPEL TO KOAVTEPO ATOTEAEGLLO. OTTOTEAET

GTLLEPQ TO CNUAVTIKOTEPO EPMTNLLOL.

Mw dAAn mboavy Owdpopur] elvar m xpNoON WLYXOUETPIKOV SOKIUDV OCE HOPON
JLOIKTVOK®OV  OEI0A0YNCEDV KOl epOTNUOTOAOYiwV. «H ypnon kpitypiowv mwov

pacilovtal amoklE1oTIKG OTHY EPYATIO. KOl GTO KOIV@VIKO VIOLobpo TeIVeL va 0onynoel

19



Gamification xat Tests Ilpocwmikétytac 6Tthy dladikacio eXIAoYIG TPOCOTIKOD

o€ ALyotepn TOIKIAOUOPPLO, OALG O1 WOYOUETPIKES OOKLES PALODY TO. TPAYUATA OE UIO,

1ooTiun paon», Aéet o Barrett.

Ewoéva 2

O  6pog  WYUYOUETPIKEG OOKIMEG O@QOPE  TIG EMOTNUOVIKEG TEYVIKEG  TOL
YPNOUOTOOVVTOL Yoo TN UETPNON TOV YLYIKOV IKOVOTAT®V Kol TOV TPOTOL
CLUTEPLPOPAG VOGS ATOHOL . ZMUEPQ, O KOGLOG TNG YuyoueTplog £xel OepeMdost o
VEOL «OMOTIKT)» SlAGTOON TNG KOTOVONONG TOV CGTACEWV, TOV TENONCE®V, TOV
aéldv, TOV KOVOTHTOV Kol T®V TPOCOMTIKOTNTOV TtV avbpodrwnv (Sreenidhietal.,

2013).

O 6pog «Poyouetrpion mponibe amd 1ig ehAAnvikéc AéEeic «Puym», mov onuaivet
HVOAO Kot «UETPOR», ov onpoivel pétpnon (CentralTest, 2014, oel. 4). Emopévamg, 1
YAOOGOAOYIKT] OVAALGT] GMUEUOVEL TOV KLPLOAEKTIKO opopd g Puyouetpiog mov
OUVETAYETOL:  «T1 WETPNON TOV YUYOAOYIK®OV YOPOKINPIOTIKOV» (oed. 4). H
YOYOUETPia, G avTIOEDT [IE TIC VITOKEUEVIKES TOPATPNOELS, focileTal 6 OTOTIOTIKY
TPOGEYYLOT TOL YPNGLUOTOEL TUTOTOINUEVA EPMOTNULATOAOYLOL Y10 VO VTTOYPOUUUIGEL TIG
OLOOTNTEG HETAED ATOU®V KOl OUAO®V OV £YOVV GUYKEKPIUEVO YOPUKTNPIOTIKA. Ev

cuvtopio, 1 YuyoueTpio LETPE TNV WYLYIKN IKAVOTNTA.

Ot mapadoctokéc HEBoOOL YVDOGEMS TOV TAEOVEKTNUATOV Kol TOV  0dVVOULOV  €VOG
aTOHOL EVEYOLV LYNAO Kivovvo piaG aTopkng TpokatdAnyme. Tétoleg pébodot etvan
EeMePUCUEVEG KOl VITOKEUEVIKES. AgV €lvaol TEPLEKTIKEG KOl ETOUEVIOS VITOVOUEDOLV

™V amoteAecpoatikOmTa G afloddynong ¢ amddoons Tev  atopwv. Ot
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Yoyouetrpikég A&loroynoelg vrepPaivouv Tig amopdoelg mov Aapfdvovtor pe Pdon
™V euKapion vo £(0VV TPAYHOTIKO OVTIKTUTTO GTO TOAEVTO KOl TO UETPO EMTLYIOG
onowoonmote entyeipnong (Fernandes, Sreenidhi, 2014). O Adyog ywo Tov omoio ot
a&lohoynoelg eivar TOAVTIHES APOPA TN SVVATOTNTO OVOKAALYNG TANPOPOPLOV Ol

omoieg dgv evromilovtal e0KoAd amd AALES, TOPASOCIOKES LeBOOOVG.

IMa mapdoetypa, ot a&loAoYNoELS Eival KAAEC Y10 VO TOKOADYOLV TNV IKAVOTNTO EVOG
OTOMOL Y10 [0 GLYKEKPUEVT gpyocio Yoo TV omoia dev €xel eumepia. Ot
YOYOUETPIKES €EeTdoelg Oev elvar Kot Ogv TMPEMEL VO OMOTEAOVV T HOVI HEBOSO
EMAOYNG. ATO TN GTIYUY] TOV Ol WYUYOUETPIKEG EEETACELS AVTILETOMILOVTOL LE YVMOOT)
Kot gvaoOnoio, mopapévouy o WO OMOTEAECUOTIKOG TPOMOG mPOPAeEYNS NG

ovumeppopds (Mittner, 1998).

O1 doKéG OV ¥PNOUYLOTOLOVVTOL GTN PUOLLGT EMAOYNG TOL TEGT £XOVV GYESUGTEL
E01KA Y10 va. Toptalovy He T0 TOAEVTO, TNV TPOCHOTIKOTNTO Kol TO XULPOKTNPLOTIKA
evog voyneiov Kot TapdAAnia va tapldlovv € o cuyKekppévn 0éon epyaciog.
Agv €yovv oyedlaotel Yo vo amokaAvTTouy To fabiTEpa LLGTIKA 1] VO ATOKAAVTTOVV
EUTIOTEVTIKEG TANPOQOPieg Yoo TO petpodpevo drtopo. Ot KoAQ OYEOLNCUEVES
YOYOUETPIKES  0EWOAOYNOELS  elvarl  avTikelpuevikol kot akpelg  mpoyvmoTtikol
TOPAYOVTEG TNG OTOMKNG GULUTEPLUPOPAS Kol mpotiunoewv. To mepipnuo Aourdv
PsychometricTesting @épvet ev KaToxAEIdL TNV EXGTAUN OTNV TEXVN TS TPOCANYNG
(Clarkson, 2013).

To 6pelog TV YUXOUETPIKOV 0EOAOYHCE®V TPOKVTTEL GE HEYAAO Pabud otav évog
opyaviopog TPEMEL VoL TPOSAAPEL €va. ATOUO OV pmopel €0KOAQ Vo TOPLAEEL TNV
KOVATOUPO TOL 0pyavicpov. Zopeova pe tov Smith (2013), 6tav ypnowonoteitol
OMOTO KOl UE EMOYYEAUATIKO KOL EVNUEPOUEVO — £YKLPO TPOTO, VLITAPYOLYV TOAAG
OQEAN TOL UmMOPOVV VO TPOKLYOLV Kol Vo, cuvayBodv péc®m NG YPNONG

Poyopetptkdv Aokiudv ot Stodikacio ETA0YNC.

H amoteleopatikdtnTo TG YOUYOUETPIKNG aEOAOYNONG Y10 £VaV GUYKEKPIUEVO POLO
oe évav opyaviopd eEaptdtan oe peydro Pabuod amd tig 6e&l0TNTEG TOL OTOUTOVVTOL
Yo MV EmTLUY) OAOKANpwomn oavtig g Jwdwoaciog. Efvor  mpoypotikd
OOTEAECLATIKO Y10, TV OTOLOONTOTE ETOUPEIN VO TPOGAGPEL TOL GOOTA ATOWA Y10, TOV
owotd poro. Avtd oyt povo Ba Ponbnoet oty e€otkovounon KOGTOLG Kot YpOvou,

aALG kot Bo BonBnoetl Tov opyavicpud va emttdyel paxporpdbeopa. O Eheyyog TV mo
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OKOTOAANA®V VTOYNPIOV HECH YUYOUETPIKAOV OOKIHUAOV KOTé TO opylkd oTddio

Bonbd oty eEowovounon ypdvov £oTIGLOVINS LOVO GTOVG GMGTOVS VITOYNPIOVS
(Smith, 2013).

Ewova 3

H mpoPreym mBovig HEAAOVTIKNG GUUTEPIPOPAS givol Eva amd TO GNUOVTIKOTEPQ
OPEAN NG WUYXOUETPIKNG €EETOONG TOL 1KOVOTOEL TNV TPEYOLGO aVAYKN TV
opyavicUaV, 1 ortoia eivar 1 aEloAdYNON TOV EYYEVOV W10THTOV TOV VITOYNGImV Kot
N otdon toug oto péEAAov (Smith, 2013). EmmAéov, n youyouetpikn a&tordynon ivar
ocovbwg omoAloyuévn omd  TPOKATAANYN GE GUYKPIOoN HE OAAEG TEYVIKEG
a&lohdynong, emewdn 1o yeyovog Ot 6Aol ot voyneot  Aapupdvovy TvToTOUEVA
EPOTNUATOAOYO, TPAYUO TOV ONpoivel i0eg gukoupieg Yoo vo TEPLYPAYOLV Ta

TPOGMOTIKA TOVS YOPAUKTNPIOTIKA.

H eyxvupomta tov youyopetpikdv colnteitonr €d® kot mapa oAb kapod. O Arthur
(2011) onuewdvel OTL M TPOYVOOTIKY KovOTNTO oG o&toAdynong Ponbd ot
HETPNOTN TNG OMOTEAEGUOATIKOTNTAS TNG. AVTO onuaivel 6Tt 1 wavoTnTo. TPOPAEWNS
Bonbda otnv e&nynom tov Pabupov pe tov omoio pia Pabporoyio 6 Ho YOXOUETPIKN
a&loAoyn o poPAénel OGO KAl Bo amodMGEL £VOC VTOYNPLOG GT dedOpEVT BEom 1|
oTov 0edopéEvo poro. H eykupdtmta twv dokipudmv a&toldynong wropet va petpnbel oe
TOGOTIKOVG Opovg ypnopomoldvtoag 0 éog 1 kKAlpako pETPNONG, OTOL 1| GLGYETION

tov 0 dev Ba avTimpocwnedel Kapio TpoPAeyn N Kapio oyéon, evd 1 cvoyétion tov 1
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onuoivel Téleto TpoOPAeyn Kot 1 ovoyétion mhve amd 0,3 Bewmpeitar woyvpny (Arthur,
2011).

H gyxvpomra pog pun dounpévng cuvévtevéng €xet povo 0,2. Ao v GAAN mAgvpd,
po  Sodwkocion €TAOYAG TOL  EVAOVEL VO YEVIKO TECT GULAAOYIGTIKNG, £€vol
EPOTNUATOAOYIO TPOCOTIKOTNTOS, MO GOKNGY TPOCOUOIMONG £PYOCIog Kol o
dounuévn ovvévievén mpoPArémer eykvpotra 0,7 émoc 0,8, (Arthur, 2011). Avtd
OTOOEIKVVEL OTL 1 YUYOUETPIKN OEOAOYNOT EIVOL TPAYUATIKG CMUAVTIKY KATO TNV
a&loAdynomn Tov 6mGTOH VITOYNPIOL Yol TOV GLYKEKPLUEVO pOAo. QoTdc0, dev glvar
ATOAVTMG OEIOTIGTN KO TPEMEL VAL ATOTEAECEL PEPOG TNG dladIKOGTaG TPOSANYNG Kot
Oyt oAOKANPNG NG Oladkaciog mpOSANYNG. Agv umopel vo OVTIKOTOGTIGEL Lo
ouvévtevln, oAAd Oo mpémer mAvta va xpNoLomolEiTol GE GUVOLAGUO HE GAAEG

dladkacies 0TS 0 EAEYYOG TV OUTGEMV KO 01 GLVEVTELEELS.

A&omotio amd v GAAN pepld etvan n cuvénela 1 akpifela pe v onoia n péBodog
dokymg 1M a&ordynong petpd avtd mov ioyvpileron Ot petpd. H adlomotia
AVOQEPETOL GTNV CLVERELN. AvAAoyo e TNV €0TIOOT, 1 EYKLPOTNTA TAEIVOUEITOL GE
ddpopovg tomovg. Toupova pe tnv NicheConsulting, po etopeio meploptopévng
evBovng om Néo Zniavdia, mov ewikeveTar otV mpocsPopd Puyouetpikmv
A&lohoyncemv, o1 TTLYES TG EYKLPOTNTAG OV £YOLV OVTIKTUTO GTNV TPAYLOTIKN

EMGTNUOVIKY] €QapLoYn TG a&lohdynong stvat:

* Kataokeun eykvpdtnrog - n Bempntikn €otioom e €yKupoOTNTaG
* Tavtdypovn 16Y0¢ - 1 OYEOT EMKEVIPAOVETOL GTN GYEOT

* [Ipoyvmaotikn 16y0g - 1 €yKupOTNTA TOL GYETICETON [LE TO KPITNPLO

* loybg mpocOmOL - GYETIKA pE TNV €UPAVION Kot TNV oaicOnon tov otoryeiov

a&loAdynong

* [oy0¢ meplexorévou - GYETIKA PE TO TOGO KOAL OOKIUALEL 1 SOKIUN TNG TPOUKTIKNG

tov gamificationtov topéa coumeppopdc Tov Tpoonadei va LETPRCEL

O Fletcher (2006) vrootnpilel 0Tt Y10 Vo KATOGTAGEL £YKVLPT TNV YUXOUETPIO, EVOG
opyavicpdg amorteiton vo Kével aAlayég oto kprtiplo aEoAdyNong tov Kabe @opd,
TPOKEEVOD VAL JTNPNCEL TNV 160PPoTio, SEEI0TATOV KOl TPOCHOTIKOTHTMY OV

arouteitoan. oo wopdoetypa, €dv €vag opyoviopdg ypelaletor éva GTopo He KOAEC
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de&loTeg emkovaviog yi Evav poro, £vog eEgtaotng Ba Kavel a&loldynon mov Oa

Bonbnoet oty a&lordynon twv vroyneiov Pdoel Tov 0e£10THTOV EMKOWVOVING TOVG,.

AmoO ™V GAAN TAevpd, €dv ypeldleTon ATOHO HE TEPIGCOTEPN GLVOLGONUATIKY
otafepdtra amd Tig dedtnTEeg emKovoviag Yo éva GAlo £pyo, M aloAdynon Ha
petafindet avaroyo. Emopuévog, yioo vo glvar £ykopn, n WOxoueTpikn a&loAdynon
TPEMEL VoL, Elval EDEMKTT £TGL MOTE VO LITOPEL VoL AALAEEL OVAAOYQL [LE TNV KATAGTOON).
Enopévmg, ot yuyopetpikéc a&loAoynoelg ivol ypnoleg Lovo oty TepinTmon Katd
TNV omoia ot opyavicpoi £govv oM Kabopicel kKabEP®UEVOVG TPOTOVG amOS0GNS TNG
epyaoiag. IIpoxeévou va petpnbel n eykupdmTa TV €£ETACEMV GE TOLOTIKOVG
OPOVC, GUUPOVA LLE TNV YVYOUETPIKY] EMTVYIN, TO TECT TPEMEL VO TANPOL TOL akOAoVOQ

KplmpoL:

* [Ipénet va elvar avTikelpevikd Kot dev penetl va emnpealetal ond tic agieg N Tig

nemoldNceLg Tov €€ETAOTY.
* Amoiteiton Sl elpion o€ TVTOTOMUEVES EAEYYOUEVES KATAGTAGELS.

* [Ipénel va mapéyetl PefordtnTo m0GOTIKOTOINONG KOl EAAYIGTOTOINGTG OTOLOVONTOTE

€100VG EYYEVDV GOEUAUAT®V.
* [Ipénel va mpoPArémet pe axpifeta v amdd00m TOV SUVNTIKOV VTOAANA®V.

* Agv mpémetl va dOnpovpyel daxpicelg

Tests IIpoocomxkoTnTog
H evpeia yprion tov 16T TPOCOTIKOTNTAG MG HECO TPOGOIOPIGHOV TMV LVITAAANA®Y

duvatal va gyeipel opiopéva {ntpato, amd v eykupotnTo Kot v aflomaotio Tomv
eetdoemv €mG TIG avnovyieg oyeTikd pe TV €W6PoAN ™G WITIKNG (oNg Kot Tig
dwkpicelg Katd tov pelovottov. Avtd ta (nTHOTO EYEIPOVYV TO EPOTNUA OV TO
OPEAN TOV TPOEPYOVTOL OO TO TECT TPOCMOTIKOTNTAG VLIEPTEPOVV TOL KOGTOVG
xpPNong tovc. Avtd to Keipevo Aowmdv depeuvd avtd to gpdTNUO, AauPdvovTog
VIOYN €AV TO TECT TMPOCMOMIKOTNTOS €IVOL OMOTELECUATIKA epyoaieion TPOGANYNG,
KaOdG Kot tor {NTUATO OTopPPNTOL Kot SKPICEMY TOV GUVEMAYETAL 1) YPON TOLG
o1o mhaiotlo Tov gamification. Kapio amd avtég Tig avnovyieg dev £xel OVTIUETOMOTEL
EMOPKAOC amd TIG GLVNOEIS TPOAKTIKES Ol Omoieg TpdTToLY TOAD Adya Yoo T pvOUIoN

NG (PNOMG TEGT TPOCSOTIKOTNTOG.
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Test measures

key skills or

Show the aptitudes Skilled person

selection test & needed to interprets the
process are perform the role il Personality test
job-related results

must be shown when
Personality Tests are part
of an organization's
recruitment & selection
process.

Zypa 1

H 1otopia T0v 180T TpocwmikdTTAG pmopel va talvoundel oe mévie ypovoroyukd
kopota. To mpdTo KOpa TepAduPave po eppovhy yopaktnplopevn omd  adbvoun
npocappoyn. Ov gpegovntég avémtvéav povodidotata péTpo Omwg t0  Aghtio
[Mpoconikdv Agdopévov «Woodworthy, to omoio oyedidotnke yia va eEETAGEL TOVG
VTOYNEIioLg TOV  TAPOLGINGOV  YvuYovELPMOE,. To dgbtepo  KOHO  SOKIUDV
TPOooOTIKOTTAG, and TN dekaetio Tov 1940 €wg t dekaetio tov 1960, €ide ™
dpovpyio KOTOAGY®V TPOCOTIKOTNTOV TOV ATOTEAOVLVTAL OTd Uio LEYAAT TOKIAMA
dotacewv TpocwmikdTTas. H mAgiovotnta tev doKIdy mov avartdydnkov kotd
™ OpKEW OVTNG TNG TEPLOOOL &iye AOLVOUOLS OECUOVS TPOGUPUOYNS OTO

epyactlokd tepPaiiovta.

Y10 tpito kopa and to 1960 éwg 1o 1980, M YxpNoM TOL TEGT TPOCSHOTIKOTNTOG
HEIOONKE OTNV TPAYUATIKOTNTA AGY® HOG HETO-OVOALTIKNG HEAETNG 7oL €0e1ée
YOUNAO KPLTNPLO EYKLPOTNTOG TNG TPOCOTIKOTNTAG 6TV 0mddoon g epyacioc. To
tétapto kopa, ard to 1980 éwc 1o 2000, yvopioe po avalondhpwon oTig SOKIUES
MPOCOTIKOTNTOS G OTOTEAECUO TOL  HOVTIEAOL TEVTE  TOPAYOVI®OV,  LULOG
ocvpUEOVNUEVNG TavOunong ™ mpocomkoTtos. EmimAéov, ot peto-ovoAvTIKEG
€PEVVEG OV J1EPEVVOVV TOV POAO TNG TPOCOMIKOTNTOG GTNV TPOPAEYN TS ATOIOCNG

™G €pYOsiog NTOV aetOd0EES OGOV aPopd TN YPNON TOV TECT TPOSOTIKOTNTAS GTNV
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KATAAANAN epyacio. Télog, oto onuepvd mAaicto, tn dekoetio Tov 2020, ot doKIpég
TPOCOTIKOTNTAG EYovv petafel omd £yypagec 0EOAOYNOCELS O MAEKTPOVIKEG,
aflohoynoelg. Emumdéov, m texvoloyia, €Wwd m TEYVNT VONUOGVVI), &YOULV
LETAUOPPDOGEL TOV EAEYYO TNG MPOCOMIKOTNTAG CLTOUOTOTOLDVTOS TN OladIKoGio
avVOTPOPOJOTNONG OYETIKA HE TIG OOKWMES, KaOdg kot tnv  aflohdynon g

TPOCOTIKOTNTAG TOV ATOU®MV HEGH TNG XPNONS QAYopiOumy.

Ot S0KIUEG TPOCOTIKOTNTOS EXOVV Yivel Pactkd HEPOG TNG O1adKAGING TPOGANYNG GE
TOAAEG Prounyavieg. Qotd6G0, VIdpyovV TOAAOL TOUElG StapdyNG OYETIKA Pe TO TOGO
amotedeopaTikol  eivar ot PETPNON NG TPUYUOTIKNG  KOTOAANAOTNTAG €VOG

vroymeiov yo Evav poro.
Optopéveg mpoPAnuatikéc meproyés mepthappévovv:

e H yprion AavBacpévov 10T Yoo AdBog okond

e Ot xaroil vroymoerot Ba propovoay va amofAnBovv Katd Adbog otnv apyr| g
dadwasiog TpdSANYNG

e Qo pumopovoe va eumeptEyel GOIKeS dLoKPIGES OGOV APOPE TOLG VITOYNPIOVG
pe avamnpia 1 T1g cVVONKEG VYEiag

e To amoteléopato PTopovV Vo KATAGKELOGTOVY OO TOV LITOYNPLO

‘Exovtag avtd vmdym, ot odnyieg PEATIOTNG TPOKTIKNAG €lvor amapoitnteg Yo TOvg
€pY0d0TEG TOL BEAOVV VAL YPNOIUOTOGOVV OVTEC TIG SOKIUES LE TOVG O PN GLULOVG

KOl OTOTEAEGLLATIKOVS TPOTOVG,.
[Tow Bacwa nmpota Tpénet vo AneBodv vdyn;

H ypnon xatdAiniov teot mpocomikdtnto puropet va fondnoet ommv avénon 1060
NG OVTIANTTNG OGO KOl TG TPOYUOTIKNG O1KOoGUVNG TTepl TG dtodkaciog ETAOYNG.
Qo61660, VIEApPYOLVY pepkd CnTHaTe TOV TPEMEL Vo ANeOHovY vTOYN e AVTOV TOV

TOUEQL:

o  O11d1€¢C OOKIUEG TTPETEL VAL YPTCLOTOLOVVTOL KATA TN OOKLUN Y TV it Béon
e  O)Lot o1 tovVTEG TPEMEL VAL OVTILETOTILOVTOL LE GUVETELL
e Ot 00KIUEC TTPETEL VO YPNGLLOTOIOVVTOL Y10 TNV DIOCTNPIEN AAL®Y GTOtYEIDV

Kol 0eV TPEMEL VO AmOTEAOVV TN ovn Pdion yia T ANym anopdoewy
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o 7PEMEL VO YPNOCLUOTOIOVVTAL HOVO EMOAYYEAUATIKG EEEMYUEVES OOKIUEG TOV

vrootnpifoviot amd TNV VPLOTAUEVT) EPELVAL.
[161e pmopovV Ol EMYEPTOELS VO YPNCLUOTOLOVV SOKIUESG TPOCMTIKOTNTAG;

[Tpoxeyévou o etapeion vo VITEPACTIOTEL VOO T SOKIUACTIKN YPNON TNG, TPETEL
vo omodeiEel OTL HETPA OMNUOVTIKEG OEIOTNTEC N IKOVOTNTES YLOL OMOTEAEGHOTIKNY
amodoon oty gpyacio. Eva kevipikd evpnuo oto onueio avtd givor 6Tt 0 €pyodoTng
TPEMEL va. Etvar £TOOG va, amodei&el OTL 1) dtadiKacio ETAOYNG TOVG oyeTileTol e TV

epyaocio.

Ta teotr mpocwmikdTTag pUmopel evoegyopévmg vo glvar ypnoo. otV €mAoyN
TPOCHOTIKOD. amd T KUEYAAN TEVTEN YOPOAKTNPICTIKA TNG TPOCOTIKOTNTAS, LOVO 1
«ovveldnon» oyetTileTol OVCIUOTIKA UE TO TOPASOGLOKE UETPAL TNG OmdS0oNG TNG

gpyaciog, GALL OVTN 1] CLGYETION Elval APKETA 1IoYVPN MGTE Vo, Etvor TPoPAEYLUN.

Q61060, AALOL TOPEYOVTEG TPOCOTIKOTNTAG LTOPOVV VO GUGYETIGTOVV OVGLUCTIKA LE
un mopadoclokés MTLUYES NG amddooNS NG €pYyaciag, Om®mg M mMyecioa Kot 1

OTOTEAECUATIKOTNTO GE £Va OULAOIKO TTEPIPAAAOV

O¢péln
‘Evag onpovtikdg aptBpog pyodotdv ypnoLOTO0VY TA TEGT TPOCHOTIKOTNTOS G

LEGO EAEYYOV TOV UTOVVI®MV €PYOCic. AV KOl TO TEGT TPOCOTIKOTNTOS VINPYAV 0D
Kot TOAD Koupd, m ypnon Tovg avéndnke Jdpapatikd petd to 1988. Ymapyovv
SLaPopotl TapayovTeS TOv £ENYOLV TNV 0AOEVA KOt TTO O1OEG0UEVT] (P |OT| TOV TECT
npocomkotntas. [Ipdtov, ot AavBacuéveg anodoelg TpdsAnyng eivor damavnpég
om0 TOAAEG OMOYELS: 1) EVOEXOUEVIKOTNTO QALVOUEVODV OIS 1 KAOTN (Gpeca) Kot M
XPNON VOPKOTIKOV (EUESH OCOV a@Opd TNV omovcic, v acbéveln K.AT.)

TPOKAALOVV GTOVG EPYOSOTES GNLOVTIKEG OUKOVOULKES OTTMAELES.

‘Etor, Ba fTav yprioyn n KovotnTo vo. KPIivoupe TNV EAKPIvEld TOV o1TovVTOg
gpyasio | vo TtpoPAéyovpe v mBavotnTa OTL €vog epyalopevog Ba eumlakel og
Kataypnomn ovoldv. Ouoiwg, o POPog ™ Voukng evBHvNg yo apedn Tpdoinym M
oeovaAikn TapevoyAnon avaykdlel Tovg £pyodoTeg va TPoPovv o€ EAEYYO O 0mOi0g
7OV Y€l OYEONGTEL Y10 VO EVIOTIGEL GUVALGONLATIKES draTtapoyég 1 Vo TPOoPAEYEL GV

&vag vmoynNeLog Yo epyacia €xel téoelg Plag 1 GAAN TPEVOYANTIKY] GUUTEPLPOPAL.
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Av16c 0 pOPog Kot To GVVOKOAOVOO EVILOPEPOV Yo TOV EAEYYO , evBappUuVONKe amd

TNV EVILIOGLOKT oENOT TN GLYVOTNTOG Blog 6TO YMPO EPYaciag.

Téhog, n avtikatdotaon Tov epyalopévav civar damavnpn, €vBoppOVOVIOG TOVG
€PYOOOTEG VO XPNOIUOTOOVV TN SOKIU TPOCHOTIKOTNTOS MG HECO HEIMONG TOL
KOKAoL epyaciwv. To kO6GTOG TPOGANYNG - CLUTEPILOUPBOVOUEVOYV TOV JOTOVOV
OLVEVTELENG KOl EMEEEPYNGING TNG CUVOAIKNG aitnong - elval vynid, OTwg Kol TO
KOGTOG epYOsiog Kol EXAVEKTAIOELONG TV EPYALOUEVOV. ZOUQMVO, [LE 0 EKTIUNON,
T0 UEGO KOOTOG OVTIKATAOTOONG MOG KOKNG EMAOYNG Hobmtol eivar 1,5 @opéc o
oo Kat ot TapoyEg Tov epyalopéVov, TPAYIO TOV CHaivel 0Tl Ba uTopovce va
kooticel 45.000 € ywo va avtikatactiost kKdmowov mov £xet 30.000 € oe picHBo ko
napoyec. Agbtepov, ot ELeyyol avapopds dev TAPEXOVYV OLGLUGTIKEG TANPOPOPIES

OTOVG EPYOOOTEC.

Ov mponyovpevor gpyoddteg O16TALOLV VO OTOKAAVYOLV OPVNTIKES TANPOPOPIES
OYETIKO L€ TOVG AMOYWPOVVTIES VTAAAAOVG TOVG EMEWDN POPOVVTOL TPOPUVAOS Lol
evogyopevn unvoon dvcenuiong. IloAlot amd avtovg Toug £pyoddtes ite apvolvviot
Vo dMGOVY OTOONTOTE avaopd, €ite Ba mapéyovv POVO oVIETEPES TANPOPOPIES,

OGS o1 NuepoUNVies amacyOANoNG Kot ot TITAOL Epyacio.

Evd o ¢oPoc g gubdvng dvoonuong pumopet va givar vrepPoiikds, €medn otnv
TPAYLOTIKOTNTO LINPEAY EUTEIPIKE TOAD AlyeC EVOTAGES OLVCONUONG GE CYECT LE
TIG OVOPOPEG TV EPYOOOTMV , VILAPYEL LEYAAN avacpdieia mepl Ta Proypagikd Tmv

aLToVVTOV EPYaciaL.

Enopévac, elvar 60okoAo yioo Tov €pyoddtn mov mpociapfavel va mpofel o o
ELMKPIVI] EKTIUNON TOV 1GTOPIKOL TNG £PYACING EVOS oUTOVVTOS OO TPOTNYOVUEVOLS
€pY000TES, avaykdlovtag Tovg pyoddtes va Paciloviatl € EVOALAKTIKEG AVGELS O
N dokyn TG mpocOmKOTTOS. Avtd elvar €va onuovtikd mwpdfinua, xabag to
KOAVTEPD pHEGO OEOAOYNONG WITOPOVV vo, givar 1 amddoon TOL ATOUOL GOF

TPONYOVUEVES EPYACIES.

Tpitov, v opiopévoug epyoddtes, eivar embountd va eivar e Béomn va eréyyouvv
GLYKEKPIUEVA YOPOKTNPLOTIKA TTOV B pmopovsav va tpoPfAEyovy Ty enttuyio o€ (o
OLYKEKPIUEVN gpyacio 1, OovTIoTPOP®S, Bo pmopovoav vo KOTOGTNGOLV &Evav

VIOYNPL0 OKATAAANAO Yoo pia cvykekpuévn epyacio. Etot,, givor ypnopo otav
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wpocAapPavetl o gtoupeion Evay LVITAAANAO Vo Yvopilel OTL O VITOYNPLOG OUTMV OEV

elval mBavo va adpoavinoEL O€ TEPITTMOT EKTAKTNG AVAYKNG.

Enil mapadeiypott otig Propumyavieg mapoyng vanpeciov, otig omoieg ot epyalouevol
acyolovVTOl Gpeco HE TO KOO, givor onuaviikd vo vrapyel M aichnon Tov
TPOCAVOUTOAIGHOD TOV UEAAOVTIKOV €pYaloptévav, KaODS N modtnTa [og eTopeiog
Kpivetal amd TV TodTNTO TNG TOPEXOUEVIC VINPESTOG OO TOLG VITOAANAOVS NG .
AVTO EMOEWVAOVETOL OO TO YEYOVOG OTL OPIGUEVES Propmyovies xovv PLdoetl petmpévn
TPOCPOPA £PYOCiog, He amoTéELECHA Ol pY0ddTES Vo ovalnTovy KaOe TAEOVEKTNLLO

oT1g TPOoTAOELES TOVS VO BPOVV TO KOTAAANAO ATOMO V1o TN SOVAELA.

Ot SoK1EG TPOCOTIKAOTNTAG OEV UTOPOVV LOVO VO ¥PNGLLOTOM B0V Yo TNV EmA0YN
VE®V VTOAANA®V, 0AAG LTTOPOVV EMLONG VAL XPNOLULOTOMOOVV Yo TV TapOYT| GYOAlDY
Kot oxediov avantuéng mepi tovg vapyovies vroAlniovg (Hogan, Hogan, & Kaiser,
2010). Ot odokipéc mpoocomKOTNTAG KAVOLV TOvGg avOpadmovg va  yvopilovv
OVYKEKPIUEVEG CLUTEPIPOPES KAl TAGES TOL OPopeTikd Oa  giyav mepdoet
ATOPOTPNTES KO OVTY N avToyveoio ivar To kAewl yu v avartuén (Hogan &
Warrenfeltz, 2003). TIIpokewévov vo avomtuyfovv (dnAadn, vo aAldEete
ooumepLpopd), ot gpyalopevol mpémel vo yvopilovv mmg avtilopuBdvovtor ot GAAOL
KOl TOLEG CLUTEPLPOPES CLUTEPIPEPOVTOL TOV EUTOOILOVY TNV KAADTEPT OITOS0CT TNG

epyaociog (Hogan, Hogan, & Kaiser, 2010).

[Ma mopdderypo, To OTOTEAEGUOTA TOV TECT TPOCSHOTIKOTNTOS £VOG OlevBuvt umopel
VO DTOOEIKVVOLVY Lol E0peTIKA LYNAN Baburoroyio otov Tapdyovta GupE®viag 6To
Movtého Hyeolag. O ovykekpipuévog otevbuving etvon mBoavo va delyvel Tpory otk
avnovyio yio Tovg GAAOLVG, va. givol GVUTAONTIKOC KO VoL EXEL OATPOVIGTIKES TAGELC.
AvTég o1 ovumeplpopés kol ot thoelg pmopel va eaivovtar embountéc oe Kdabe
nepiotacn, oAl Ba pmopodoav eVOEYOUEVMOS VO EUTOOiGOVY TV amdO0CN NG
epyaciag v avtdg o devbBuvtng mpénetl va melBapynoet Evav vIdAAnAo mov dev
Omod10El IKOVOTOMTIKA. AOY® TNG TPAYUATIKNG OVIoLYING Kot TNG CLUTAOEG Yo
avTOV TOV VITAAANAO, 0 dlevBuvtng pmopel va amovyel To (Tnua ¢ melapyiog
evteds. Edv o devbuving €xel emiyvoon avtig g Ttdong mov eumodilel v
amodoon TG epyaciag, TOTE éva oxéd0 avamrtuéng umopei va Pondnoet otov
KaBoPIoUO GLYKEKPIUEVOV CTPATNYIKOV Kol oTOY®V Yo PeAtioon oe avtdv Tov

TOULEQL.
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Mio amd T1g TO KOWEG KPITIKEG Y10 TOV EAEYYXO TNG TPOCMOMKOTNTOG Elvarl OTL Ogv
amotelel 1OUTEPO TPOYVMOOTIKN TEXVIKN TEPL TV ardOO0CT TG EPYACIOG KOl MG €K
TOVTOV deV dVVOTOL VO, Ypnolponoleital oty emhoyn vrolAniov (Morgeson et al.,
2007). Qotdc0, N €pevva Exel Oeifel pe ovvémeln OTL O KOAG OSounuévo TEOT
TPOCOTIKOTNTAG Vo TPAYUOTL YPNGLLOL TPOYVOGTIKOL TOPEYOVTEG Y10 TNV OOS00
™ epyaociog (Mount & Barrick, 1995; Schmidt & Hunter, 1998; Hurtz & Donovan,
2000; Ones et al., 2007).

To emyeipnuo yio ™ ovumepiinyn g aSloAdynong g TPOCOTKOTNTAG OTN
Jdwdkacio emMAOYNG He KOvEVOV TPOTO OEV HEIDMVEL TN ONUAGIO NG YVOOTIKNG
wavomtag, kobmdg 1 yvooTik wavomra givor évag omd Toug KoADTEPOLG
TPOYVAOGTIKOVS TAPAYOVTES TNG AmOd0oNS TG epyacioc. 2otdc0o, mpochitovtag Eva
TECT TPOCOTIKOTNTOG GE o dladikacior ETAOYNG mov TephapuPdvel fon éva HETPO
YVOOTIKNG WKovOTnToS, Mo etonpeion PeAtidvel onuovtikd tig mBavottés g va

emAEYEL LYNAOVG emaryyeALOTIES.

M de0TEPN KPITIKN TOV TEGT TPOCOMIKOTNTOS OPOPE TAACTES cLumePLpopss. To
YeLTIKO «paivestay oTig SOKIUES TPOSHOTIKOTNTOS LUPaiveLl OTAV 01 VTTOYTPLOL Yo
gpyacia Tpocaprdlovy TIG OMAVTNGELS TOVG GE L0 TPOCTAOELN VO TAPOVGLUGTOVY LIE
évav o embounto tpomo. Ot emikpitég 610 onueio avtd dNAdVoLY 0Tl £ival GYETIKA
€0KOAO Yl TOVG LTOYNPIOLG VA TAUGTOYPOPCGOVY TIG OMAVINGELS TOLG MOTE VO
BeAtidoovv TG Pabporoyieg Tovg, YEYOVOS TOV HELOVEL TNV EYKVPOTNTA (TPOYVAOGTIKY
1o0g) Tov teot (Donovan, Dwight, & Hurtz, 2003; Murphy & Dzieweczynski, 2005;
Morgeson et al., 2007).

Ouv Hogan, Barrett xon Hogan (2007) oweényoayov pior PEAETN HE TPOYLOTIKOVG
vroymeiovg mov eiyav kivnTpa vo LeTaEALOVY TIG ATAVTIOELS TOVS KOl SLOTICTOCOV
0Tt o1 vmoynelot yw gpyacio NTav e&icov mBovO Vo PEOGOLV TN GLVOAIKN
Babuporoyia Tovg 660 Enpene vo avéfcovy T GuvoAlkn Pabpoioyia Tovg, odnymvTag
070 cvumépacpa 0t 1 tpoomdBeia Pertioong g Pabduoroyiag pe ToPATATAAVITIKO
pomo  umopel vo pnv  eivar 1000 €OKOAN. Ot LVIOOTNPIKTEG NG OOKIUNG
TPOCHOTIKOTNTOG LITOSTNPiovy dTL edv cLUPel TapamAdvnon, 1 épevva deiyveL OTL OV

EYEL eMOPAOT GTNV TPOYVOGTIKT oYL ToL Te0T (Schmitt & Oswald, 2006).

M Tpitn KPITIKY] TOV TECT TPOSHOTIKOTNTOS OPOPE TN YPNOT TNG Yo TV ovVATTLEN

TV epyolopévav. Opiopévol KpLTikol moTELOVY OTL T TECT TPOCHOTIKOTNTOS OV
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elval omoteleopatikd epyoleio yio va Bondfcovyv tovg vVTaAANAovg va BEATIOCOVV
™V amddoon g epyaciag Toug. Eivar ainfeia 6Tt Ta TECT TPOGOTIKATNTOS OO POV
Toug Ogv eivol OmoTEAESHOTIKG Yoo TV avamntvén tov epyalopévov. Ta teoT
TPOCHOTIKOTNTAG ONovpyodV avtoyvwoio, 1 omoia omoteAel 1o kA&l ywoo Vv
avantoén (Hogan & Warrenfeltz, 2003). H épsvovo éyel deier 611 v va
ypnowomombel  emtuydC oI 1M owTOyveoio  yioo  oviamTtogn, €vo  TECT
TPOCHOTIKOTNTOG O TPEMEL VO GUVOSEVETAL OO AVATPOPOIOTNOT ATd EVOV LEVTOPO O
omoiog Ba fonbd otov KaBopPIoGUO GVYKEKPIUEVOV AVATTUEKAOV GTOY®OV Kot OTL QVTOT

ot avartuElaKol 6TOYOL TPETEL VL LOLPAGTOVY e cuvadElpovg (Smither et al., 2004).

YHuepa, ol cLVEVTELEELS £xovV OAAAEEL OO TNV E0TIOGT) AMOKAEIGTIKA GTIG OOKIUES
TANPOPOPLOV KAl GTIG YEVIKES YVAOELS, OTNV €£ETAON TNG KAVOTNTAG, TNG YVAOOTG Kot
TOV EVOLIPEPOVTOS TOV VITOYNPIOL Y10 TNV ETOLPEIN, TMOV TPONYOVUEVAOV EUTEIPIDOV
Kol G gumiotoohvne. Ot cvvevienéelc cvvnbmg dlapopomolovvtal ard to Paduod
doUNG TOVG Kol £TGL TOEIVOLOVVTOL GE QOUNUEVES, NU-OOUNUEVES KOt 1] SOUNUEVES
ovvevtevgelg (Azarpazhooh, Ryding, & Leake, 2008). Ot un dopunuéveg ovvevied&elg
glval 0 mo Kowvog TOTOG GLVEVTEVENG Kat yopakTnpilovionl g dtumeg, GuvopAio Kot
pun-oonyio. O gpguvntig Oev TPOETOALEL EPMTNOCELS €K TMOV TPOTEP®V KOl Ol
OTOVTAGELS 08V OELOAOYOVVTOL XPNGILOTOIOVTIONG Evav enionuo odnyod Pabuporoyiog

(McDaniel, Wherzel, Schmidt, & Maurer, 1994).

Ao TV GAAN TAELPA, Ol SOUNUEVEG GLUVEVTEDEELS AMOTEAOVVTOL OO EPMTNCELS TOV
oyetiovtot pe v epyacio kot a&loAoyodvToL YPTGLULOTOOVTOS La TPOKaBopiopévn
KAipoka (Azarpazhooh et al., 2008). Av kot ot dounuéveg ocLVEVTEDEELS
YPNOUOTOOVVTOL AYOTEPO GLYVE, M €peuva £xel 0giel OTL 0dNyohV G avAOTEPN
anddoon tov epyalopévav (Zee, Bakker, & Bakker, 2002). Avtd copfaivel eneidn ot
OOUNUEVEG GLVEVTELEEIS TOPEYOLV €VOL O GLVETEG TPOTVTO YL TOVS EPWTMUEVOVS
Y0 VO EKTIUGOVY €AV EVOG VTTOYNOLOG TANPOL TO KPLTNPLLL TNG EPYOUCING KOl EXEL TIG
OYETIKEG OEEIOTNTEG. XE U0 U1 OOUNUEVT CLUVEVTELEN, O EPMTMUEVOS 1| O HEVTOPOG
TOV TUUOTOG ovOp@Tivoy SuVOUIKOL avaykdleTor va BocioTel G€ 0L VITOKEUEVIKT

yvoun kot dticOnon mov givor mo enppeneic 6€ TPOKATOANYEL.

H avtidpaon 1ov tpocomTKoD ota tests ipocomkoOTnTOS
[Ma va kotavonsovv ) ypnomn ™ aloAdynong e TPOSOTIKOTNTOS G TPOGPATES

LEAETEG, Ol EPEVVNTEC TTPEMEL TPMOTAL VO GYNLLOTICOVV YEVIKE 0modeKTONS OPIGLOVG
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TOV EVVOLOV OTO TA0iGl0 TG MeAENg NG mpocomikotnrac. Costa kot McCrae
(2001) mpocpépovv  OtL "ol TEPIGGOTEPOL  OPIGUOL NG  TPOCOTIKOTNTOGC
AVOPEPOVTOL GE YOPOKTPLOTIKA OV YopakTNpilovv €va GTOHOo Kol TOV dlakpivel

a6 Tovg GAAovg" (o. 235).

Av Kot 0 oplopdg avTdg givar apKeTd YEVIKOS, TapEyel T PAcIKN KaTtavonson mTov
amouteiton  ywoo v Kotavomon g afordynons. H o a&ordynon g
TPOCOTIKOTNTAG EYEL OPLOTEL MG «OLAOIKATIES TOV EYOVV OGYEOLOOTEL VIO, TOV
EVIOTIONO Kol TV olloAOYNan TV OVOEKTIKOV — WOYOAOVIKDV  1010THTWY,
OOUTEPIAOUPOVOUEVOWY TV TPOT@YV  OKEWNS, oLVOLOONUOTOS Kol Jpaong mov

xopaxtnpilovv to drouo» (Caprara & Cervone, 2004, . 11).

Av1OGg 0 TpOTOG dOoKIUNG 0EI0A0YEL EKEIVA TOL YAPOKTNPLOTIKA TOV KAVOLV Ta. ATOU
LoVodkd Kot dtapopomolovy HeTaEy dAL®mVY, Kot cuvnBmg tpoomabel va cuykpivel
avtd ta yopoktplotikd pe to péoco dropo (Cervone & Caprara, 2001). H
EMOTNUOVIKY] €mTéAEON NG SdKaciog ™S agloAdynong e TPOSOTIKOTNTOG
npoonafel va kobopioel TIC atopukéS Opopéc, vor PeTproel pe axpifela to
EMUEPOVG YOPOUKTNPLOTIKA KOl VO OLEPEVVICEL TNV TPOAYLOTIKY oNUocion Kot T

duvatdHMTa EPUPLOYNG TV dedopévav mov tpokvrtovy (Ozer & Reise, 1994).

H dwayeipion tov a&lohoynoemv TpocomikdTTag OV mEPLopileTal GTOV TOUEN TG
Yyuyoroyiag Adym ¢ motkiAog TV S1oBEGIHmY THTWV SOKIU®Y Kot epappoymv. Ot
Caprara xor Cervone (2004) ypdoovv, "uéoo omo uio ueyain moikiAio woootikmy
KOl TOLOTIKWV TEYVIKOV, OLI0A0YNTES TPOTWTIKOTHTOS ECOTNPETODY TOGO TIG PACIKES
000 KOI EQOPUOCUEVES EPEDVNTIKEG OVOYKES OE YWMOPOLS OTOV  OTOITODVTAL
TEPLYPAPIKES, TPOYVWOTTIKES KOl ETECHYNUATIKES TANPOPOPIES Y10, TOVS avOpTOvG"
(0. 11). H xatavonomn t@v GUVOMK®V 0pICUOV TNG 0E0AOYNONG Kol TV PocIKOV
EVVOLMV TOV UETPAOVIOL OTIS OE0A0YNCELS €fvol TO KAWL Yoo TNV EQOUPUOYN TOV

SOKILMV TPOCOTIKOTNTAG GTO TANPES SLVOKO TOVG.

O1 Ozer kot Reise (1994) ypapovv 0Tt av kot VPOV TOAAES GALEG EVVOLEC TTOL
B umopovcav vo getactodv otV aloAdynomn g TPocOmMKOTNTAS (dnNAadn,
KivnTpo, TEMOONGES, OGTLA), HETPNOM YOPOKTINPIOTIKO €ivor €vo Kvupiapyo Kot
ovyvd ypnoipomolovpuevn évvowo. To Movtého Ilévie Tlapayoviov g Aoung
[Mpocomkdétrag (mov ovoudletor emiong Big Five) elvar m xvplapyn kot mo

EVPEMG avayvopiopévn avamapdotaon avtig g évvowng (Caprara & Cervone,
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2004; Ozer & Reise, 1994). O1 Costa ka1 McCrae (2001) opiovv t0 poviélo mévte
TOPAYOVIOV MG «ULO. OPYOVWOH TWV YOPOKTHPLOTIKOV TPOCWTIKOTHTAS OTO THV
AmOWN TV YEVIKOV TOPayovimv TS ovvaiotnuotikng otabepotnrag, e

eCwarpéperag, kot g evovveronaiog" (. 235).

To povtélo avtd VToBETEL OTL KOt TOL TEVTE OLTA YOPOKTNPLOTIKA vl TapovTa, GE
dwapopetikd emineda, oe kabe drouo (Caprara & Cervone, 2004). Barrick kot
Mount (1996) meprypdeovv Aemtouepdc TIg MEVTE O100€6€1G OV GLVOETOVY TO
Movtého [Tévte Tlapdyovtag Kot TapEYOLV GUUTEPLPOPIKES OVOTOPAGTACELS TOV

KaBevoc:

e  Elmotpépeto — KOvmviKOg, OpANTIKOGS, evepyYOs, PIAO00E0G

e Evydpiotog - vyevikdg, EPTIGTOG, GLVEPYAGILOG, LE EVouvaicOnon

¢ Evovvednoia — a&1omeTog, 0pYOVOUEVOG, EMILOVOG Kol
TPOGOVATOAGUEVOG GTA EMLTEVYLOTO

o  uvaoOnuotikn ZtabepotnTo —

e Avolypa otnv gumelpio — EVEAVTACTOC, KAAALEPYNUEVOCS, EVEAIKTOG

H wyuyoroywm épevva otn odekaetio tov 1990 mapfyoye v emainbevon [
verification ] 6t ot exktufoelg npocwmkdMTog Bo pmopovcov mPAyHaTL Vo
TPOPAEYOLY TIG EMOOCELS GTO YMOPO epyociog To otoryeion avtd 0dyncov oe
tayeio avénom g xPNoNg TV SOKIUOV TPOSOTIKOTNTAG 0T {OTIKY EMAOYN TOV
epyalopévov (Morgeson et al., 2007b- Rothstein & Goffin, 2006). Kotd ™
dexaetio Tov 2000, ot 100 kopveaieg Ppetavikés etapeiec ypnoomotovcov
Kamolo €idog agloAdynong TG TPOCOTIKOTNTAS GTN OOIKAGI0 TPOGANYNS TOLG,
kol M Popnyovie a&oddynong g mpocomikoTTag €ivon o ovrotnta 400
exatoppvpiov dorapiov oty ALepKn avEAVETOL KATO OEKO TOIG €KOTO £TNGIMG

(Rothstein & Goffin, 2006).

H épevva €yer katadeier O0tL 1 (PO ALTOV TOV TPOKTIKOV £XEL OONYNGEL GE
YOUNAOTEPO TOGOGTO KUKAOL £pyacidv TtV epyalopévav and 20% Emg kot 70%
(Rothstein & Goffin, 2006). Ot emyelpoEl OADV TOV EWBOV EYOVV TNV IGTOPIKN
£PEVVO. TV TPONYOVUEVOV YUYOAOY®V GTNV TIOTMOON HE TNV Ovoyvodplon OTL Ta
YOPOKTNPLIOTIKA TPOCOTIKOTNTAS LITOPOVV VO, YPNCILoToBovv yio va kabopicovv

Kot va, TpoPAEyovy v amddoot). Xdapn cg avtd TO VPN, Ol EXAYYEAUATIEG TV

33



Gamification xaz Tests IHpocwmikétyras otny diadikacio ExA0YHS TPOGWRIKOD

avOponivov TOpmv £xovv TAEOV TN duvaTdTnTo Vo EENYNCOLY TN GLUTEPLPOPA KO
™V TPOPAEYN TNG OS00TG TG EPYOCIOG TOV OV NTAV L0l ETAOYT GTO TOPEAOSV

(Hough & Dilchert, 2010).

Ta yopakTploTikd TPocmTIKOTNTOS £X0VV AmodelyDel xproua oty TpoPAeyn Kot
™V e§Nynom ¢ oTdonG, TNG CLUTEPLPOPAS KAl TNG AOd0CNG TOV EPYULOUEVMV
OTO YMPO EPYUGING, KO OLTNG TNG KATAVONOTNG £XEL EMNPEAGEL Lo amdTOUN adENGN
oTN XPNON TOV UETPOV TPOCOTIKOTNTAS Yoo TNV aE0AOYNoN TOV VIOYNeimV
0écemv epyaciag oe dlapopetikd eninedo Ko o€ dipopovg topeig (Barrick, Parks,
& Mount, 2005; Ones, Dilchert, Viswesvaran, & Judge, 2007; Rothstein & Goffin,
2006). Ot Ones et al. (2007) woyvpilovrar 6Tt EQovv VIEAPEEL EKOTOVTADES LEAETES
amo to péca g oekoetiog Tov 1980 mov mapéyovy amodEKTIKE GTolXElR Yo TOL
0PEAN NG ypNoomoinons ¢ aloAdynong g TPOCOTIKOTNTOS GTIG OTOPACELS
TpOcAnYNg tov epyalopévov. Eav to xapokmpioTiKd TG TPOCSOTIKOTNTOGC
oxetiCovior pe €va GUYKEKPIUEVO emdyyeAo Kot TIG UEAAOVTIKEG €mOO0ELS, O
TPEMEL VO XPNGILOTOLEITAL Eval OPYaVO LETPNONG YO VO OTOPEVYETAL 1) TAPAPAEST|
AVTOV TOV TTVYOV TV eATdodpov vroyneiov (Raymark, Schmit, & Guion,
1997).

H avtiotoiyion to@v xapaktnploTiKdV TpocOTIKOTNTOS EVOS ATOUOV LE TIC OVAYKEG
KoL TNV TEPLYpapn NG SOVAEAG pmopel va elvar Eva ToAD ypNoLo pyoaieio Yo Tnv
npocinyn (Goffin & Boyd, 2009). Ot amoypa@éc TPOSOMKOTNTAS Eivorl
mBavotepo amd GAA0 HETPA VO TAPAYOVV €va TEMKO ATOTEAECLN TTOL GyeTileTOn
TEPLGGOTEPO LE TIG CLYKEKPIUEVEG BETELG Epyasiog TOV TAPEYOLY LEYAAVTEPT) 1OV
TPOGMTOV, 1 GLVAPELN LE TO TANIGIO TNG EPYNCING TMOV OVIIKEUEV®OV, YLOL TOVG
gpY0dOTEG KOl TOLG duvnTikovg epyalopevovg (Jenkins & Griffith, 2004).
[Tpokeévou va dtotnpnBel avtd 10 O6PEAOG TG EYKLPHTNTAG TOL TPOGMTOV KoLl VL
TpomONBovV o1 BeTIKEG avTIOPACELS TV UTOHVT®V, 1 OLAS TOL OLTOVVTOG KO 1|
€01KN TePypapn TV Kadnkoviov Oo mpémel vo Aapfdvovtal vToyn kotd v
emoyn wog a&orloynong (Oostrom, Born, Serlie, & van der Molen, 2010-
Rothstein & Goffin, 2006).

Kotd ™ ypnotponoinon kot v gpappoyn g aEloAdynong g TposoOTKOTITOC,
ol Jweplotéc TV aviponivov mtopwv Ba mpénet va yvopilovv pior oUOVTIKN

pebodoroyia pétpnong tv péowv avtdv. Ot aSloAoYNGELS TPOCOTIKOTNTAG GLYVA
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TOPULOPPOVOVTOL KOTE TNV EMAOYN TOV TPOCONIKOD, HE OMOTEAEGUA TNV
EUQAVION  LEOKEILEVOY  0E0AOYNCEDY  OTO  TAOicl0  BepnTikd  AGYETOV
Kataokevwy. Qotdco, ovtd Oev eaivetoar vo emnpedlel TV €yKupdTNTA TOV

Kpurnpiov Tov LETPOV TPOCSOTIKOTNTOC.

H tpéyovca duthopatikn epyacio  emyepel va eENyNoel avtd T0 GHVOAO T®V
eupnuaTOV cvvovalovtoc ™ PiPAoypaeio CYETIKA HE TNV TOPAUOPOEOOT TNG
amOKPIONG UE OLTA YO TN YVOOTIKY] GYNUOTOTOINGN KOl Yo TV KAVOTNTO TV
vroyneiov va tpocdiopicovv ta kprtptle. Kotd m didpkela pog mpocopoimong
dwdikaciog, 149 coupetéyovieg CoUTANPO®GOV To PETPO. TPOocmTIKOTN TG big five
KOl OCULUUETEIYOV OE OPKETEC TMPOGOUOIMGELS EPYOCIOG LYNANG Kol YOUNANG

TIGTOTNTOG Y10 VO EKTIUNGOVV TIG OLYELPLOTIKEG EMOOGELS TOVG.

Ta pétpa tov mévte peydhov dwotdoewv mpocomkdmras (Evovveldnoia,
cuvateOnpatik otabepotnta, Gvorypo oty eumelpia, vepPorn, svyapiotnon)
pumopovv vo. TpoPAéyovy v amddoot Yo TOAAEG epyacieg kol Béoelg epyaciog
(Barrick, Mount, & Judge, 2001; Ones, Dilchert, Viswesvaran, & Judge, 2007; Tett
& Christiansen, 2007; av kou PAéne Morgeson et al., 2007a, 2007b). Qotdc0, Katd
TNV €MLY TOV TPOCMOTIKOV, TO. LETPA QVTA EVOL EVAAMTO GTIS ATOVINGELS TOL
otpePfrdvovv tovg artovvieg (Morgeson et al., 2007a, 2007B- Rosse, Stecher,
Miller, & Levin, 1998; Whyte, 1956).

[Moapapdpewon amdKplong, mov ovopdleton emiong owuyeipion TG KOW®VIKA
gmbount amdvtnon, n mpoomoinon kot 1 avto-evicyvorn (McFarland & Ryan,
2000? Morgeson et al., 2007b), cupfaivel de dtav ot epoOEvTes «yelpaywyodv Tig
OTOVINOEIS O OTOLYELO. TPOCWTIKOTHTOS V1o, Va. kKavovv Oetikn evtdmwony» (Zickar &

Robie, 1999, c. 551).

Ta mepocdtepo amd TO €VTLumo EMAOYNG GLUEMOVOLV OTL 1 TAPAUOPP®ON
amdvinong emovpPaivel Kotd ™ didpkea ¢ emAoyng nmpdécwno-nel (Griffith &
Peterson, 2006 Morgeson et al., 2007b) Ov Tett & Christiansen, 2007 Viswesvaran
& Ones, 1999) cvoppovodv vy T0 av pio TETOW GTPEPAMGCT OVTOVOKAG Lo
Kowovikn kavotnto (Murphy, énog avagépetar oto Morgeson et al., 2007b, Rosse
et al., 1998+ Viswesvaran & Ones, 1999), katt acnuavto (Ones et al., 2007; Ones,
Viswesvaran, & Reiss, 1996), 1 o enaicyvvin amdrn (Campion, 6mog avapépetot
oto Morgeson et al., 2007b; Tett & Christiansen, 2007, Kuncel & Borneman, 2007).
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Av16 Tov givon yvwoto (m.y. J. Hogan, Barrett, & Hogan, 2007) sivou 011, TpdTov, ot
EMATAOGELS TNG 0TPEPADON G cLVIOWG dLaPEPOLV HeTAlD TV dlaoTAcEWV: M1 peta-
avaivon oo Birkeland, Manson, Kisamore, Brannick, kot Smith (2006) €de1&e 6t
TPOYUATIKY OTPEPAOOT GUVOEETAL KUPIMG He TNV aHENCT TOV OTOTEAEGUATOV Yl
NV €uoLuveEdNGia Kot cuvasOnuotikny otabepotnta, evd 1 Babuoroyion avdvetot
OTIG GAAEG TPElC MeyOAeg Olootacels. Avtd €pyetor o€ avtiBeon pe Tig
EPYOOTNPLOKEG HEAETEC OOV Ol 0ONYiEG «TPOGTOINGONG BETIKNG TPOCOTIKOTNTOS TOV
vroyneiov epyalopévov » cuyva odNyobv Ge CNUAVTIKEG EMOPACELS KOL OTIC TEVTE
dwaotdoelg (Viswesvaran & Ones, 1999). Agbtepov, N TapoudPP®GCT TG OTOKPLONG
empedlel v kotdtaln TV VIToYNPimV Kotd T StipKelo Hiog ETAOYNG and Tavm
npog ta kdtw (Mueller-Hanson, Heggesstad, & Thornton, 2003). Tpitov, n
TOPALOPPMOT TNG ATOKPIONG POIVETOL MOTOGO AGYETN HE TNV €YKLPOTNTO TOV
JoKI®V ové dtopo mov oyetileTan pe Ta Kprmple o€ emtomieg pvbuicels (PAéne
Schmitt & Oswald, 2006). Tétaptov, 1 TAPAUOPE®GCT TG OTOKPIONG UEIDVEL TNV
1oY0 Tov oyeTileTal HE TNV KOTOOKELY] TOV OMOTEAEGUATOV TNG TPOCOTIKOTNTAS:
Y10 delypato TV oTovvIoV, To, 6ToLElN TPOCOTIKOTNTAS POPTAOVOLV OYL LOVO TOV
avtiotoryo mapdyovta Big Five oAld kot évov ékto mapdyovta, Tov «mapdyovia
wavikoc-vmarinlov» (Schmit & Ryan, 1993). Av kot avorapdydnke ce d1Gpopa
detypoto vroyneiov tov aélodoyncewnv npocomikomrac (Collins & Gleaves, 1998;
Ellingson, Sackett, & Hough, 1999; Pauls & Crost, 2005; M. A. Smith, Moriatry,
Lutrick, & Canger, 2001; Topping & O'Gorman, 1997), Cellar, Miller, Doverspike,
kot Klawsky (1996) onpeiooe 0t «omapyer évag éxtog mapdyoviag, alld dev givor

OKOUA OOPES TTOLOC EVaL 0 EKTOS TTapayoviacy (o. 703).

Qo1660 g&okorovbovpe va yvopiloope Alya yia T @HOMN Kot TOV OVIIKTUTO LTOV
TOV 100VIKOV Tapdyovta-epyalopévov, mapd v mlavy] cLVAPELL TOL TOGO Yo TN
doun TV SOKIUOV TPOSOTIKOTNTAG OGO KOl YO TNV €YKLPOTNTO TOL KPLTNPiov

(Morgeson et al., 2007a).

AveEdpmra and 1o av 1o yvopilovv mavta, ot avOpwmol Tpocnabovv va eAEYEOVY
TOV TPOTO LLE TOV OTO10 01 GAAOL TOVG AVTIAAUPAVOVTOL KATA T SIIPKELL KOWVOVIKDY
aAAniemdpdocwv (Baumeister, 1982). Avt 1 tpoondbeia mpimel va. givor Wdiaitepal
dvvatn O6tav pia Oetikn evtdmmon pmopel va 0dNyNoel 6e ol EMBLUNTY TPOGPOPA
epyaciog (R. Hogan, Hogan, & Roberts, 1996; R. Hogan & Shelton, 1998;
Motowidlo, 1999).
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Qo10060, TETO0 TANIGLOL 0LV OMOKAAVTTOLV OATOPOiTNTA TU «OeTik0» GLVETAYETAL,
aeNVOVTaS €161 OTOVG UTOUVTEG VO TPOCOIOPIcOLY T KPITNP. €VTOG 1TNG
ovyKekpuévng katdotaong enthoyng (Kleinmann, 1993). ‘Etot, opiopéva oyfuoto
atopmv (Holden et al., 1992) oyetikd pe 11 omotioelg g ev Ady® epyaciog umopsl

va gtvor o akpiPn omd avutd GAA®VY.

Edv 10 oynuo mov evepyomotleiton o€ £va TAAIC10 EMAOYNG avTikatonTpilet Tn yvdon
TOV OITOOVIOV GYETIKA HE To TPOKAHOPIoUEVE YOPOKTINPIOTIKA EVOG E01KOD
vroyneiov yw v eotiokn 0éom, avtd onuoivel 6Tt ol LVWOYNPLOL PTOPOVV
EVOEYOUEVMG VO TPOGOI0PIcOVY KOl VO YVOPILOVV To GTOYELOUEVO KPLTHPLO. OE €Val

dedopévo mhaicto.

Ot Kroger xar Turnbull (1975) dwomictwoov OTL Ol GUUUETEXOVTEG OE £va
gpyaomnplokd meipapo pmopodoov Vo avomapaydyovy moTd TO TPOPIA NG
TPOCHOTIKOTNTAG TOL OYeTICETOL HE €VOV TOMTIGUIKE OVOUEIGPITNTO KOW®VIKO
pOrO, OAAG OTL M «amouiunon poiwv» TOVG NTAV AMYOTEPO EMITLYNG YL VAV O
SupopovEVO KOWVIKO poro. MOMGC ot cvupetéyovieg EAafav mePIocOTEPES
TANPOPOPIES, MGTOCO, EMTPEMOVTAG TOVS VO ATOKTIIGOVY L O OKPPT) TPOOTTIKT
OLTOV TOV TPMONV SLPOPOVUEVOL POAOV, TA TPOGOUOLMUEVA TPOPIA TOVS ALENON KAV

ONUOVTIKA MG TTPOG TNV akpifela Toug.

Exto¢ amd v dopdvela avthg ™S KATAGTAONG, Ol VITOYNPLOL SLPEPOLY EMIOTG
TNV KOVOTNTA TOLG VO avayveopilovy o GYETIKA oyfuata 1), He GAAa A0y, GTNV
wKavoTTd ToVS Vo Tpocdopilovv To Kpuriplo mov oyetilovror pe v O€om.
Yvykekpyéva, mpodoeatn Epevva £0€1Ee OTL 0 TPOCIOPIGUOG TOV KPLmpiwv Tov
OGTOYEVOVV GE L0 KOTAOTOON EMAOYNG Ogv ivan edkoro emitevypa. Katd péso 6po,
ot vroyneot cvvnlwe mpoodopilovv puoévo t0 €val Tpito €mMC TO MUICL TOV
OTOIToE®V TOV g€ival €yyevels o€ OPOPETIKEG KOTAGTAGES EMAOYNG, OTMS TO
kévipa agordynong (Kleinmann, 1993; Preckel & Schiipbach, 2005), dounpéveg
evolaueoec andyelg (Melchers et al., 2009) , 1 dokéc akepardotnrag (Konig,
Melchers, Kleinmann, Richter, & Klehe, 2006). Zrdvia givol po omottodpevn
dudotaon amddoong mov mpocdtopiletal pe axpifeia amd OAOVG TOVG GUUUETEXOVTES
oe pa dedopévn perétn (Kleinmann, 1993). Emmdéov, ta dtopa Stopépovv 1060

ovoloTikd 6co kot agomota otnv ATIC tovg, dnAadn otov Pabud ctov omoio
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umopovv vo, dtokpivouv Tt amorteitor omd ovtd (wy. Kleinmann, 1997a; Konig,

Melchers, Kleinmann, Richter, & Klehe, 2007).

Optlopéveg épevveg mov deENyOncav oyeTikd pe To (TN TS TAAGTOYPAPTONG OTN
JoKIUN TPOSOTKOTNTOS £de1Eav OTL av Kot pmopel va ovuPet TAactoypaenon, dev
emnpealel v gykvpodta oV teot. [ mapdderypa, or Hough, Eaton, Dunnette,
Kamp kot McCloy (1990) damictwoav Ot Aydtepo omd 10 évo TPITo TMV
oLYKPIGEDV PETAED TNG EYKLPOTNTAG TOV «OKPPOV» Kol «0TEPPOMKA EMOLUNTOVY
epOTOEVTIOV MTAV  ONUOVTIKG  SlOQOPETIKEC. AAAOL  €YOLV  YPNOCLUOTOMGCEL
SLPOPETIKEG TEXVIKES, OMMC TOV EAEYYO Yo TN Oloyelplon evidT®V Kot TNV aVTO-
napamiovntiky Bertioon (Barrick & Mount, 1996; Cunningham, Wong, & Barbee,
1994), ko e€etdloviag Tov avTIKTLTO TNG KOWMVIKYG emBupiog oTic dopég TV
napayoviov npocomikdmrag (Ellingson, Smith, & Sackett, 2001). Oiot £yovv

KOTOANEEL GTO GUUTEPAGLLOL OTL 1] OMOUIUN T £XEL EAAYIOTO OVTIKTLTTO.

Qot1600, o GAAN épevva NTOV AYOTEPO OIGLO00EN KOl LIOONAMVEL OTL 1)
napoamoinon pumopel vo €xel €viovo avtiktumo oTI omo@doelg emAoyng. [
TOPASEYHO, KATOW £PEVLVA OOTICTMGE OTL AV KOl OEV VIAPYOLV OPOPES CTNV
EYKLPOTNTA, 1 TAACTOYPAPNON UTOPEL VO EMNPEAGEL CNUOVTIIKE TIG OTOPAGELS
npoéoinyng (Christianen, Goffin, Johnston, & Rothstein, 1994; Rosse, Stecher,
Miller, & Levin, 1998). Avti n épevva €xel dei&el 6TL N amopiunon Oa eivor o
TPOPANUaTIKN KaBDG 01 AOYOl EMAOYNG LEUDVOVTOL KO EQV YPNCLOTOIEITOL ETAOYY
oo mive TPog To KAT®. Anladn, dapopetikoi dvBpwmor Ba TposineHodv Adyw
mAactoypopiag. AAAeg €pevvec £rovv O&igel OTL Ol TAPUOOCLUKEG TEXVIKES GLV-
SlkOHOVONG  €lvol  AVOTOTEAECUATIKEG YOO TNV OTOQLYN NG  €KOVGLOG
Topapopeoong anotedespdtav tov teot (Ellingson, Sackett, & Hough, 1999) kot
OLPOPETIKEG VTOKEIEVES KATOOKEVES UETPOVTOL GE KOTAOTAGES OOKIUADV (ONA.
Agtypoto ortodviov évovtt pun artovvtov - Stark, Chernyshenko, Chan, Lee, &
Drasgow, 2001).

Agdopévng g TpEYOLGOG SNUOTIKOTNTAG TNG TPOCOTIKOTNTAG GTA TANIGLO EMAOYNG
Kol NG duvaTtOTNTOG OVEVTIUNG AmOKPlong, Umopel kaveic va avopotnel, unmmg
Kévoope AGB0G 6TO CUUTEPAGO OTL TO TECT TPOCMOMTIKOTNTOS €vol YPNOULO GE
mAaiclo emAoync; Mo wdwaitepo TOAVTIUN TPOOTTIKN Yo avTd Ta OEpaTa pmopel va

TPoéAEL amd Tovg £KOOTEG TEPLOJIKADV Yuyoroyiag I-O.
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Yrdpyovv moAhoi AOyol Yl TOLG OMOIOVG 1| TPOOMTIKN €VOG GLVTAKTY €lval
moAVTUN. TIpdTOV, 610 POLO TOLG OC TEAKOV SUTNTOV HETAED CLYYPUPEDY Kot
KPLTIK®V 6€ amo@doelg dnpocicvong dpbpwv, ot cuvtdkteg cuviBme Aapfdavouy o
woppomnpéVN TPoonTiky. Ot GLVTAKTEG TV TECT TPOSHOMIKOTNTOG Eival o TOavo
va eEETACOVV TOL TAEOVEKTNILATO KOl TIG AOVVOUIES TOV SOKIUDV TPOGHOTIKOTNTOS GE
OVYKPION LE TO €VPV PACUO AAA®Y EVOAAOKTIK®OV ETIAOYDV, EVM 01 TEPIGGOTEPOL
OLYYPAPEIG GE OVTOV TOV TOUEN EMIKEVIPOVOVTOL GE £€vay 1 000 GLYKEKPIUEVOLS
TOMOVG PETPOV, 00NYOVTOS 6€ GVINTAOES UETAED VTOGTNPIKTMV GUYKEKPIUEVOV
TOneV emAoYNg uétpa. Agbtepov, ol cuvtdktec Bo €xovv ehéylel peydro apBpd
ONUOGIEVIEVOVY KOl U1 SNUOGLEVUEVOV EPEVVNTIKAOV £PYACLOV. L2 €K TOVTOV, £ivol
TOAD EUmELPOL OGOV a@opd TNV a&loAdynNon g MOWTNTOG TNG EMIGTNUOVIKNG
€PEVVOG KO, ETOUEVMOG, £YOLV L0, ELPVTEPT] KOL O TEPLEKTIKN TPOOTTIKN OO TIG
neplocotepec. Tpltov, Ol GLUVIAKTIEG TV TEGT £XOVV MO OPKETO OVETTUYUEVT
KATavOnon MG TPOG TA TAEOVEKTILOTA KO TIG advvapieg 1060 TG ONUOCIELUEVNS
0G0 KOl TNG U1 ONUOGLELUEVNC £PELVOC. AVTH M KATOVONGCT TOVG EMITPEMEL VO
a&l0A0YNCGOVY KPITIKG TNV TPEXOVCO KATAGTACT NG PiAoypagiag oyetikd pe v

TOPATOINOT 6T OOKIUY| TPOCOTIKOTNTAS.

Extog amd T1c epOOES OYETIKA pe TNV €yKLPOTNTO 7OV oYeTilovion LE TO
avOpOTIVO KPLTPLO, Lo GAAT KPLTIKY Y10 TN YPNOT| TOV TECT TPOCOTIKOTNTAS Elval
OTL glvar SuVNTIKA AVOLYTEG GE TOPOTOINGCT OO VITOKIVOVUEVOLG VITOYNPLOVS. AVTO
ovpPaivel emeldn n «cwot» N N mo Oetikn andvinon pmopel vo glvol eUEAVIG
otovg vroyneiovg. To pdvo mpdypo mov eumodilel TOLG VTOYNPIOVS VA HOCOVY TN
Oetikn amdvinon otov dev voeiotatol gAkpiveln 1 mopoatnpeitor por EAAewym
aVTOYVOGing, Kovéva omd ta omoiot 0ev umopel va vmoteBel Otav vmhpyet

OLKLPEVOUEVO ATOTEAEG LA, OTTG 1| ETIAOYT TOVG Y10 TNV EPYOCIOL.

EmnAéov, eivar mBavo 011 pepikoi dvOpmmol mapoamAlovody KEIEVE KO ATOVTICELS
TEPLOGOTEPO OO AAAOVG GE CUYKEKPIUEVESG KATAOTAGELS, TPAYLO TOV CUOLVEL OTL M|
TAACTOYPAPNON — TOPATAGVION QTN UTopEel Vo TPOKOWYEL amd TNV aAAnAeniopacn
peTald MPOGMOTOL TOL VLIOYNEIOL KOl YOPOKTNPICTIKMOV TNG KATACTUONG NG
EMAOYNG NG epyaciog. Avtd CLVERAYETOL OTL M TOPATAGVION OLTH Umopel vo
EMPEPEL  TEPLGGOTEPOL AMOTEAEGLOTO OO TNV oENOT TV PabUoloyidv dOKIUNG.
Mmnopet va. aAldEeL T oepd Kotdtadng tov eéetalopévev kol pmopel vo odnynoet

o€ O0POPETIKES TAEES KATATAENG OE JUPOPETIKEG KATAGTACELS, OKOUN KOl OV 1|
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opdoa tov eggtalopevav datnpeital otabepr). Avtifeta, pe TIG SOKIUES YVOOTIKNG
KAVOTNTOG, Ol VTOYNPLOL OEV OVVOVTOL VO, TOPATANVIICOVV HLEGM HIOG OTAVTINONG.

[Ipénet va £xovv v kavotnTa v avayveopilovy T 6moTh andvinon.

Aleg €pevvec, ®OTOCO, NTOV AlYOTEPO UGLOd0EES KOl VTOdMAMVOLV OTL 1)
nopamoinon pumopel vo €yl €VTOVo OVTIKTUTO OTIC OMOQACELS EMAOYNG TOV
vroynoeiov. o mapdderypa, Kamolo £pevva, dATIGTOGE OTL AV Kol OEV VITAPYOLV
SlpopEG OV €YKLPOTNTA, T TOPOTOINCT UTOPEL VO ETNPEAGEL CNUOVTIKE TIG
amopdoelg tpooAnyng (Christianen, Goffin, Johnston, & Rothstein, 1994; Rosse,
Stecher, Miller, & Levin, 1998).

Avt 1 €pevva £xel dei&el OTL 1) ATOUIUNGT TPOTVT®V EIVOL TTLO TPOPANUOTIKY KOOMG
ol AOYOl EMAOYNG HELOVOVTOL EWOIKA OTOV V YPNGLUOTOLEITOL 1] EMAOYN amd TAV®
mpog To katew [ top-down approach]. AnAadn, JSwupopetikoi avOpwmor Oa
TPOcANEHOVV AOY® TOPATOINGNG ATOTELECUATOV TOV TEGT TPOCOMTIKOTNTAS. AALEG
épevvec €xovv Oeiéel OTL Ol TOPASOCIOKEG TEXVIKEG EMAOYNG TPOCMTIKOD  givol
OVOTTOTEAECUATIKEG OC TPOS TNV OTOPLYN| TNG EKOVCLOG TOPAUOPPOCNS TNG
avtiAnyng g etoupeiog yuo toug vroynoeiovg(Ellingson, Sackett, & Hough, 1999)
Kol OlOPOPETIKEG VTOKEINEVES KATOOKEVES WETPMOVIOL CE KOTOGTAGES OOKIUADV

(Stark, Chernyshenko, Chan, Lee, & Drasgow, 2001).

Agdopévng g TpEYOLGOG ONUOTIKOTNTAG TNG TPOSHOTIKOTNTAS GTO TAAICIOL ETAOYNG
KoL TNG SLVATOTNTOS OVEVTIUNG ATOKPLONG €K LEPOLG TOV VITOYNPIOV, UITOPEL KOVEIS
va ovapmBel, g kdvovpe AGB0G 6TO CLUTEPAGLO OTL TO TEGT TPOCMOTIKOTITOG

etvar yprioa o TAaiclo ETAOYNG.

Mo 1daitepa TOADTIUN TPOOTTIKN Yo avTd To BEpaTo pmopel va TpoéABeL amd Tovg
Yuyohdyovs. Ymapyovv moAAoi AOYOL Y10 TOVG OTOIOVG 1) TPOOMTIKY EVOG EAEYYOL
TOV OTOVINCEDV TOV LIOYNEIOV amd YuxoAdyo eivar moAvtiun. Ilpotov, ot
yuyoAdyolr ovvilwc AauPdvouv o 1GOPPOTNUEVT) TPOONTIKY EPUNVEINS TV
arovtioewv TV vroyneiov. Ot youyoddyor eivor mo mBovod vo eEgTdcovy TO
TAEOVEKTNLLATO KO TIG AOVVOUIES TOV SOKIUADV TPOCOTIKOTNTAG GE CUYKPLON LE TO
VPV PACUO GAADV EVOAAOKTIKOV ETIAOYDOV, EVM Ol TEPLGGOTEPOL TPOICTAUEVOL
TPOGOTIKOD GE OVTOV TOV TOUEN ETKEVIPOVOVIOL GE EVOV 1] OVO GLYKEKPILEVOLG
TOMOVG PETPOV, 00NYOVTOS 6€ GLINTNOES UETAED VTOGTNPIKTMV GLYKEKPIUEVAOV

TOnov emAoyng pétpa. Aghtepov, ot yuyordyor Ba &xovv eAéyEel peydio apBpd
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OTOVTNCEWV LITOYNEiOV. Q¢ €K TOVTOL, &ivol TOAD Eumelpot OGOV a@opd TNV
a&loAOYNoT TG TOLOTNTAG TOL TECT TMV VIOYNEI®V  Kol, €TOUEVEOS, £YOLV U0

EVPVTEPT] KO TTLO TEPIEKTIKT) TPOOTTIKT EPUNVELQGS.

AlAot woyvpiotnkay OTL 1| ATOUIUNGT TNG TPOCOTIKOTNTAG OV TPOKAAEL avniouyio
EMELON M TPOCOTIKOTNTO EYEL VO KAVEL LLE TN LETOPOPA EVIVIMCEWV. ATO OLTH THV
dmoym, N acdeelo otV aloAdYNoN TG TPOSOTIKOTNTAG Hol LIropovoe va etvar pio
apetn, oyt Eva wpoPAnuo (Johnson, 2004). ‘Etot, oopgova pe tov Hogan (1991, oel.
902), ot anavinoelg o€ OTOLKEI TPOCOMIKOTNTAG LEGM TMOV TECT EIVOL «OVTOUOTESG
KOl GUYVA U1 GLVENTEG TPOooTdleleg TV €EETAGTMOV VO SLOMPAYUATELTOVY L0l
TautoTTO HE Evav avavopo vroyneo». Katd cvvenela, elval acnuoavto dv €va
dropo mov cvuPvel pe va epdTUe  OTeG "dtdfaca ToAD" otV TpoyLaTIKOTHTO

SwaPalet moALd.

Av1o mov €yl onpacia elvat 0Tt Eva ATopo oL VIOSTNPILEL aVTO TO GTOoLYElD dEiyvel
L0 0VTOUATY, ACLVEIONTN TAOT TPOG TNV VITOGTHPIEN TNG AVOLYTNG KO TVEVLLOTIKNG
CLUTEPIPOPEG OV YOPaKTNPILEL AVTO TO YOPOKINPIGTIKO TNG TPOSHOTIKOTNTOC. TO
TPOPANLUO TOV VILAPYEL e AVTAV TNV oy gival OTL EOIVETOL VO OTOTLYYAVEL GTN
SLIKPIoN NG KATAGTOONG S1o(®PIGHOV amd TIG KOOMUEPVES OAANAETIOPACELS OOV
dwmpaypatevopocte tavtodttes. H dwumpaypdtevon cvvendyston po mpoc@opd
Kol AMym mov Aeimer OTOV  €vOg LITOYNQLOG EmOvVEPYETOL o &va  amOBepo
TPOCHOTIKOTNTAS 6€ €vo mAaiclo emoyns. Emiong, xotd v dmoyr pov, 1
ALTOLOTN, AOLVONTY AVTATOKPLIOT| GE OVTIKEIEVA QaiveTon AydTtepo mBavn amd Ot

N avtoovveidnon.

‘Eva dAho {nmmua mov tifeton pepkéc popég elval 6T evogyetol v, Unv aAAAEOLE
NV €YKVPOTNTO OV CYETICETON e TO KPP0, Otav dopbdvovpe v mpoctadsia
TOPATAGYTONG TOV LITOYNEIoL, AALAL dev gival Giyovpo OTL avTd givor To 0pHd Ko
a&o epunveiag mov mpénetl va e€etdoovpe 0TS 1| GAA®MG €6V EVOLOPEPOLAGTE Y10,
TOL OPYOVOTIKA OTOTEAECUOTO TNG EMAOYNG TOV TECT YO, TO TUNUO avOpdTIVOL
dvvapkov. Ipérer va e€etdlovpe v aAlayn GtV TLTOTOMUEVT OTOOOGT TMV
AmOTEAEGUATOV. YTTApYEL LOVO €va un dnpoctevpévo keipevo tmv Zickar, Rosse,
Levin kot Hulin (1996) cto omoio ot epguvnTéc £X0VV TPOYMPNOEL UE GVTOV TOV

TPOTO.
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H otdon tov enyyeipnocov ota tests apocomkoTTOS
Ot Bewpntikol apEBaiilovy OTL 1| GLUTEPLPOPA TOV OPYOVOGEMY EivVOl KOTA KVPLO0

AOY0 TPOIOV OKOVOUIKTG AOYIKNG. AVT 'duTOV, TGTEVOVV OTL Ol OPYUVAOCELS EVEPYOVV
EMIONG UE OPIGUEVOLS TPOTOVG Yol VO AOOEIEOVY TN VOUIUOTNTO. ZOUP®VO LE TN
Beopukn Oswpia (m.y. Oliver, 1991), n emPivon tov opyavioudv e&aptdtot amd TV
IKOVOTNTA TOLG VO ETTHYOVY VOUUOTNTA, 1 oToia €lval 1) £€YKpiomn €vOg 0pYOVIGHOD
(ta péca ko 01 GTOYOL TOV) MG £YKVPO, AOYIKO Kot 0pBoAOYIKO amd TOVG KOWVMVIKOVG

napayovteg (Deephouse, 1996).

Edv ou opyavicpoi mpoomafodv vo VOUHOTOGOUY TN GCULUTEPLPOPE  TOVLG
GUUUOPPAOVOVTOG TOVS KAVOVEG, TIC OOLTNOELS KOt TOLG Hohovg tov mep1PaAlovtdg
TOVG, AVTO Umopel vor 0dNyNoeLl o avénuévo KOpog, AEN Tpocwmukol, tpdsfact ce
nOPOVE, TPOoTUGiO. OmMd TNV KPLTIKY TOL KOWOU Kot OGAAeg ovtapoPéc. T
TOPAOELYLLOL, 1) TTOPOYN OLKOVOUIKNG VITOGTHPIENS GE VIOAANAOVG TTOV YPTGULOTOLOVV
TIG MMUOCIEG GLYKOWVMVIEG Yo Vo £pBoVV oTn SOVAELG avTi Yo TOL VTOKIVITA TOVG
pumopel vo vroomnpifel T VOMUOTNTO €VOG OPYOVIGHOV, €MEWN O OPYOVIGUOG

axolovBet Tov Kovovikd kavova va evepyel pe mepPailoviikd cuveldnTo Tpomo.

Y10 Bewpntikd g poviéro, o Klehe (2004) vmootpi&e Ot o1 yevikég mpoPréyelg
g Beopkng Bewplog pmopovv emiong vo €POPUOGTOLV GTN YPNOT OLOIKOCIDV
eMAOYNG TpocmmkoV. Eav n ypnion 1 n un xpnon 0adikacidv emioyng Bempeiton
L0 GUYKEKPUYEVT] GTPOTNYIKTY ATOPOCT) TOL Umopel va AdPet Evag opyavicudc, ToOTe 1
Oeopikny  Bewple Ba mpémer vo Pondiost va  e&nynoel  moteg  O1AOIKOGIEG

APNOUOTOLOVVTOL KOt TOLEG OYL.

H éa 611 01 opyavicpol mpoomafodv vo EMTOXOVLV VOUUOTNTO €XEL OTLLOVTIKES
EMATAOGELS GTNV EMAOYT TPOCOTIKOV, S1OTL TPOPAETEL OTL O1 VOUIKES EKTIUNGELS, Ol
AVTIOPAGELS TOV oUTOVVTOV Kol 1 £KTOGT TNG 01d(vuong Hiog SladIKaciog 6Tov ToUE
Oa mpémel va gtvar oMUOVTIKES TTVYES Yo TV ETAOYT] TPOSMOTIKOD, EKTOC OO TIG
nokpég Kot Ppayvmpdbeoueg owovopkés extipunoetg (Klehe, 2004). EmmAéov (ko
enekteivovtag to poviédo tov Klehe, 2004), n Oeopikn Oswpia pnopei emiong va
ypnooromBel yioo v e&oymynq g vrdbeong OtL 01 OpyavioHol UTOpOvV va

Bewpn GOV TNV KATAGTOON EMAOYNG MG EVKALPia Vo TpomOnBovv.

Yopeova pe 1 Beopikn Beopia, €vag onuavtikdg tpdémog yio v emtevydel M

VOLUOTNTO TNG Agttovpyiag pog emyeipnong etvar vo piunfel ailovg opyoavicpovc.
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Ye kotaotaoels afefardtnTog, ot 0pyovicpol pumopovv vo punbovv dAAovg, mo
VOLIOVG 0pYavioHos Kot Vo AdBovy TapOuoleg oTpatnyikés anopdoels. H pipnon
umopel voo 00NYNOGEL GE [0 KATAOTOOT GTNV OTOi0l OPIGUEVOL KOVOVEG 1| KOVOVEG
&xovv eEamlwbel 1060 gupéwc mov Bewpovvtal dedopévol. X Beopikn Bewpia, avtd
ovopaletar wuntikn micon (PAéne my. Spell & Blum, 2005). Onwc vroothpiée o
Klehe (2004), puia tétolo pupuntikn mieon Ba mpémet emiong vo. exnpedost TV emAoy)
TOV S1001KOCIOV ETAOYNG, O1OTL Ol OPYOVIGHOL £XOVV TOAAEG EMAOYEC GYETIKA LE TO
O v 6XeS1AGOVY TO GUGTNUA EMAOYNG TOVS KO, MG EK TOVTOV, VITAPYEL GNUAVTIKT
afeforonta yopm omd NV amOPOCN Y TO TOEC OlOIKOGIEC TPEMEL Vo

xpnooromBoiv. .

dvowd, ot opyaviopol Ba pmopovcay va a&loAoyiGouy TV aKadNUaTK epmelpia yio
vo peuwcovy avtiv Vv ofefaidtro, aAld 1 épevva £0e1&e OTL M AKOOMUOTKN
eunepia ayvoeitan og peydro Badud (Colbert, Rynes, & Brown, 2005). EmmAéov, ot
etapeieg  elvor ovuyvd OKEMTIKOL Y TO OKAOMUOiKG €LPNUOTO KOl GLYVA
gmionuaivovy avtipdoelg oty akadnuoikn Piproypaeio (Terpstra & Rozell, 1998).
Q610G60, 01 0pYAVIGHOT LITOPOLV VO, aKOAOLONGOVY AALOVG OPYAVIGHOVS OGOV APOPE
™ H€B0S0 EMAOYNG ATOUMVY KOl £TGL VA, LELOGOLY TV afERAOTNTA TOVG LE AVTOV TOV

TpOTO.

Epmelpucd, vmapyxet Mon kémowo oapyiky] vmwoompién yw oavtiv v wéa. Ot
Williamson ko Cable (2003) dwmictooay 0t 1 pipmon coufdrrel otnv €Eqynon Tov
TPOTOL TPOCANYNG TOV UEADV TNG OVAOTOTNG OUAd0S Oloyelplong TV ETUPELOV
Fortune 500. Harris et ai. (1990) £deiée 6t 0 aplOudc GAA®V ETOPEIDV OV
YPNOUOTOOVV [0 GLYKEKPLUEVT Oladtkacio oyetileton pe v mpobovpio va
YPNOLOTOcoVY vtV TN Oadkacio. EmmAéov, n 0éa g ppmtikng mieong €xet
eniong epoppootel o GAAEC OMOQEACES OVOPAOTIVOL SLVOUIKOV, KoODS £xet
amodeyfel 6tt  ddyvon eEnyel ywati or opyavicpol SNUIOLPYOHV TPOYPALLOTO

KOTAypNnong ovolov oto xopo epyooiag (Spell & Blum, 2005).

Onwg mopatnpovv ot Ryan kot Ployhart (2000) peto&d GAlov kaboploTik®dv
avTIOPACEMV SIKOLOGVLVNG, Ol EMOTNLOVEG Ba Tpémet emiong va dlepeLVIGOVY TO POAO
TOV UEUOVOUEVOV JOPOPDOV, OTNUEUDVOVING OTL HOVO UEPIKES WEAETEG £XOUV
OlEPEVVNOEL TIC OVTIOPACELS TOV VIIOYNPIWV 6€ TOAAOVS TOTOVE Ol0OIKOCIDV Kot

akoun Myotepeg Tig £xovv peletnost daypovikd. Hausknecht et al. (2004), oty
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TPOGPATN LETO-OVAALGT TOVGS, EVTOTIGE EMIONG £VOV TOAD HIKPO aplOud HEAETMV TOV
dlepevvovy TN oxéorn HETaED ToV SOTACEMV TNG TPOCOMIKOTNTOS KOl TV
AVTUMYEDV TOV 0UTOOVIOV. ZOUG®OVO LE TN HETO-0VAALGT TOVG, 1| CLVEIONGT Kot O
VELPOTICUOG YOV UIKPN HESN CLOYETION HE TN OOdIKOCTIKY OIKOOoLVN Kot 1)

OULVELONOT CLGYETIOTNKE EMIONG LETPIOC LE TA KIVITPA TOV SOKIUDV.

Ye pia omd T omdvieg pneléteg oyetikd pe avtd to O, ot Viswesvaran kar Ones
(2004) dwomioctwoov 0T Ta dTop TOV £XOVV LYNAN cLVoLGONUATIKY oTafEPATNTO Kot
eEmoTpépetla amodidovy peyolvtepn a&ia oTic HETAPANTES TG dtodikaciog avamTuEng
TOV GLGTNUATOG EMAOYNG, OMMC 1 EMAPKE TNG OvAAvoNg epyaciog, To oToryEia
EYKLPOTNTOG KO 1| GLUUUETOYN EmayyeApoTiOv. H eEmotpépeia cuoyetiotnke emiong
Betcd pe 1t ddkasion Yopnynons, m.x., T SLVOYN HETOEL TV VIOYNQimv, TV
evkaipia va agloroynoet ) Pabporoyio ko v epmortevtikétta. H onpaocia
divetol 6to TAMiG10 EMAOYNG (.., 0 AOYOG TNG EMAOYNG Kol TO 1OTOPIKO SlaKpiceEmV
™mg etaupeiag) ocvoyetiomke apvntikd 1060 pe TN GLVEIONOT OCO Kol UE TN

cuvasOnpatiky otabepdtnro.

Atopo e VYNAN GLVEIINOT], YVOOTIKN KAVOTNTA KOl CLVOICONUOTIKY oTofepdTNTL
dtvouv Ayotepn onuacio 6e aVTOVG TOVS TOPEYOVTEG TOV GLVAYOLV TNV opBOTNTA
TOV GULGTNUATOS EMAOYNG. 26TOGO, TOL AMOTEAEGLOTO OVTNG TNG UEAETNG TIPETEL VAL
epunvevBodv  mpooekTikd AOY® TOL  pukpov  aplBuod atopov (N =) mov
ohokAnpmdvovy 1o pétpo mpoocwmkdmrog (Nikolaou & Judge, 2007). H avrto-
OTOTEAECUATIKOTNTO KO 1] ALTOEKTIUNOT €xovV emiong amoderydel 1L cuoyetilovion

LE TIC AVTIOPACELS TOV OITOVVIMV.

O Gilliland (1993) diepedvnoe tov mOAVO AVTIKTLTO TNG dadIKAGING EMAOYNG OTNV
OLTO-OTOTEAEGLOTIKOTNTO KOL TNV OVTOEKTIUNGCT TOV OTOOVIOV. AlOMIGTOoE OTL M
OVTO-OMOTEAECHOTIKOTNTO  OYeTileTon pe «TV  CAANAETOpOGT TNG EPYUCLOKNG
GUVAPELNG TOV TECT KoL TNV amOPooT pcbwonc-andppyng, £T61 OGTE 1 andppLym UE
N XPNoN OdIKACIOV CYETIKOV HE TNV €PYacia vo £(El TO UEYOADTEPO OPVNTIKO

avtiktumo oty avto-arotelecpotikétntay (Chan & Schmitt, 2004, p 17).

O Nwordaov (2007) mpoomdadnoe va d1epeLVIGEL TO POAO TOV UTOLK®V OLOLPOPDV
OTIG OVTIOPACELS TNG ETAOYNG TOV TPos®TKoV. Ta amoteléopota £0€1Eav OTL TO pia

gupeiol doU] TPOCHOMIKOTNTOS TOV VLTOOEIKVOETOL OO TEGGEPH GUYKEKPIUEVA
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YOPOKTNPIOTIKA: OVTOEKTIUNGON, OULTO-OMOTEAEGUATIKOTNTO, TOMOC EAEYYOL Kol

VELPWOTIOUOG) cLoyeTileTal achevdg Le Lo EVVOTKN SLOOIKAGIN TV GUVEVTEVEEWMV

‘Eva av&avopevo evolapépov yioo TIc avTdpAoel TOV o1tovviev oTig pedddovg
EMAOYNG TPOCOTIKOL TapatnpnOnke petd v épevva tov Steiner kot Gilliland
(1996) mov &iye okomd va dlepevvioEL T GTACT TOV VIOYNPI®V ATEVAVTL GE dEKA
puefooovg emAOYNG TPOoOTIKOD: GLVEVTEVLEN, Ploypaeikd, OOKIHESG OelyHaTog
epyaciog, kevd Ploypoaeik®v TANPOQOPIDOV, YPOUTO TECT KAVOTNTOS, TPOCMOTIKES
TPOTIUNCEL, TECT TMPOCOTIKOTNTOG, TECT TIWOTNTOG, TPOCHOTIKES — EMOPEG,
ypagoAoyia. Avti 1 épevva mov mpaypatomombnke otig Hvopéveg IoAteieg kot
FoaAlio (1996) emavodnednke apydtepa oe dAleg yopes: Zirykamovpn (2002),
I'epuavia (2003), Iomavia kot [Moptoyoria (2004), EArGda wor Itaiior (2007),
OMhavdia (2008). O oKomdg aVTOV TOV HEAETOV NTOV VO, TPOGOIOPIOTEL TOLEG Elvat O

AVTIOPACELS TV OTOVLVTOV 6T HEBOOOVG EMAOYNG TPOGMOTIKOD GE SLAPOPES YDPEC.

e aVTEG TIG TEPUTTMOOELS, Ol OVTIOPACELS TV OTOLVIMV OTIS SodIKAGIEG ETAOYNG
TPOCHOTIKOD €3€1EAV UL YEVIKT] OTACT OMEVOVTL OTN OKAoovuvVY TG Hebddov
EMAOYNG TPOCMOTIKOV, ONAadT TS akpPmg N pébodog Ponba oty emhoyr €vog
KatdAAnAov vroyneiov ya po Béom epyaciog Kot GTACELS OTEVOVTL GTIG OL0GTACELS
TV neBodmv emloyng mpocmmiko, Avtd onuaivel ywori / 1 yio mowovg Adyovs, o

otV aloroyet T néEB0dO ETAOYNC TPOSHOTIKOL MG OlKoun.

H d1dyvon otov topéa petpndnke pe kpumpto : "lloAlég etoupeies mov epyalovion
otov 1010 touéo ypnoipomoiody ovtpv ™ dadikacia" wor "Avty n owadikacio
xpnoiporoigitor oovilowg o v emiioyny arouwv". H voppdmta petpnonke pe
Kpunplo. Onwg : "Avty n owadikacio Epyetar o avtibeon ue TIC VOUIKES OTOUTHOEIS"
(avtiotpon Kwdwkoroinon) ko "H ypnon ovtns ¢ oiadikooios Go. umopodoe vo xel
VOUIKG,  UEIOVEKTHUOTO. €CV 01 UN TPooinplévieg aitodvies mopamovovvior”
(avtioTpoen kmdwomoinom). Ot avidpdoels ToV oTovvVI®mV UHETpRONKoV HE To
akolovBa ovo ortoeia: «2vvbwg, o1 aitovvies avtidpovv Oetikd oe avth T
owadikooioy Ko «Aoty 1 oladikaoio. Yivetoar amooekty oo Tovs aitodvresy (PAéme

Hausknecht et al., 2004).

H opyavotikny avté-mpodbnom petprnke pe ta akdlovba dvo otoryeio: "Evag
OPYOVIGUOS UTOPEL VO TOPOVOLATTEL EVVOIKE ECQV YPHOWOTOIEL OVTAY T Ol0dIKaTio"

Kot "Mrmopw va. drapnuicw tov opyaviouo 6y ypnoiuomoi® ooty ) dadikocio. H
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TPOYVMOOTIKY £yKLpOTNTO peTpnOnke pe ta akdAovBa dvo otovyeio: "Or vroyneion
OV EYOVY KaAl omodoon ae avTnV T olooikaaio o Eyovy koA amodoan oth dovAeld”
Kot "Avty i dradikooio HETPA TIC AmoPaiTHTES OECIOTNTES VIO, VO. EXEL KA amOd00H OTH
oovierd". TéNog, T0 KOGTOC Ge GYéom Ue TO ¥pua Kot To xpovo petpnonkav pe "H
YPNOTM OVTNG NG ddikaciog oonyel oe vyMAd KdoTog" kol "Avtiy 1 dadikacio
omoutel peydin emévovorn  ypovov". H avto-onmovpyio  oviikewévov Mtav
amopaitnt) Adyw g €Ahewymg mponyovuevov peletomv. o va giéyEoope 1
JlKplTikn  eykvopotnto TV €61 petafintav mpoOPAeymc, ekteEAOVUE OVOADGELG

emPeParmticod Topdyovta (ypnoiponoidvog 1o AMOS 6, Arbuckle, 2005).

H amoteleopatikotyra Tov Gamification ywa tnv emhoyn Tov

TPOCMOTIKOV
To Gamification eivatr g cOypovn 100 TOL VIOONADVEL TNV EQAPUOYT TUTKOV

TTOYOV O VIOWD oe  Jdkaciee ekTtdg  moyvidlon, Om®G  EMXEPNOELS,
TOPAYOYIKOTNTA £PYOGING, LAPKETVYK, epyacio Kot KAT. [Taporo mov n mpocéyyion
TOV O VIS0 Yo TNV EMAOYN TPOCSOTIKOL 010000MKe Ta TEAEVTOia XpoOVIa Eekivnoe
npwv and oxedov 100 ypovia ®¢ o TpEywv oplopog "emyelpnuatikd mwoyviot' M
"pooouoiwon". Tfuepa, n 16€a tov Gamification givatl ToAd TEPQ amd TV APYIKN TG
npobmodeon: epopudletar eKTEVOS otnv emyeipnon vy 11 dwpopomoinon Tov
KaOnKOVIOV povtivag o610 Ydpo epyaciog, Tn Peitioon Tov amoTEAEGUATOS TMOV
VANPECIOV NG £TOUPEiOG VIO TO TPICHO TOV TEANTOV Kol TNV evioyvon Pacikdv
uétpov omoddoonc. To gamification oaokeiton cuvibwg pe ™ popen Pabuoroyiog,

TovViov, Tvakev padporoyiog 1 Bpafeimv (Savignac 2017).

IMapd to 611 M évvown Tov gamification sivar oyetikd cOyypovn, évog ONUOVTIKOG
aplBpoc Pipriov Exovv ypaetel amd €01koV¢ mOv peAETOVV TN Oswpio Kol TIC
npoxTikég g gamification. Qotdco, o1 meplocdTEPES MO TIG Epevvec meplopilovtan
ot mpaktikéc gamification pe yvopova tov Katavolmth, Kot povo Alya épya
€0TIOLOVV OTIG E0MTEPIKEG EMXEPTUATIKES TTVYES, Yo TOPAdEryo otn Atayeipion

AvBpomtvov Avvapko.

Me Bdon Vv TPoKOTOPKTIKY avackomnon g Piproypaeiog, o cuyypaeiag g
TaPoVONG £PYOCING ATOPACICE VO GUVEIGPEPEL GTOV AYOTEPO OAVEMTLYUEVO TOUEN TNG
emmAokng gamification oto kivntpo TV vraAANAwv. EmumAéov, dev vmdpyel Ko

yvoun oyetkd pe to gamification. Opiopéveg épevvec vmepoomilovion To
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TOPUOOCLOKG EpYaAeia KIVATPwV, ev®d OAAeG Tovilouv TiG OeTikég TAELPEC TOV
gamification. Q¢ ek tovtov, N WApPoVvo gpyacio STPPNC €oTIAlEL OTIC aPYEC TOV
gamification mov epapuoloviar 6TIG OPUoTNPLOTNTEG AvOpOTIVOL dvVOIKOD -
CLYKEKPIUEVO OTNV EUTAOKT] TV epyalopévav. Oewpel T SuvaTOTNTA KOl T AOYIKN

evog mAaiciov atyvidumv mov Ba vioBetnBel oe cOyypoveg etatpeiec.

Melrétn HepinTtmong
To 2014, n TalentLMS &wevipynoe o épevva gamification ywo vo e&etdoel mog ta

otoyeia gamified aAAalovv v kotdotoon thg tpondvnong. To 2018, ta otaticTiKa
otoyeia g gamification emikevip®OnKay oTNV TOPAYWYIKOTNTO, TO KIVITPO KO TV
gamification yw ) cvpuetoyn v epyolopévov. H épguva TalentLMS kdAvye kot

Ta 5vo Béparta.

To evdiapépov ya gamification gaivetat va eivar otabepd. Mo amrhn avalntnon oto
dwdiktvo mepthapuPdver 11 exatoppdplo. ceAideg e ONUOGIEVUEVO TEPLEYOUEVO
oxetkd pe to gamification oe emyePpNoEl;, OTOTIOTIKO OTOUXEID KOl HEAETEC

gamification.

Aertovpyel ouws, ACiler n onuooiotyto. n vmaywyn twv vmoiiniwv, To 2018, n

aravinon nrav vai. Tt yivetar ouwg pe to 2019;

H TalentLMS otpdonke oe mepimov 900 vmoAARAovg Kol pOTHOE v &iyav
Topatnpnosl Kamow, otolyeion gamification oe o epappoyn M Aoylopkd mov

YpPNooToovV oty gpyacio. 374 andvinoav Oyt Kol ATOKAEIGTNKOV.

Yovoyn tov PBoacikodv svpnudtov omd v Epsvve Gamification at Work g
TalentLMS 2019:

O1 gpyalouevol Aéve 61t  gamification tovg kdavel va aicOdvovtol mo mapoyykoi

(89%) xo mo gvtuycpévol (88%) otn dovAetd.

To 43% tov epyalopévmv dev €xovv mapatnpnost kavéva ototyeio gamification oty

gpyacia.

To 33% 0a mMBeke mepiocdTEpeg Aettovpyieg mov powdlovv pe Touyvidl G610

EKTOOEVTIKO AOYICUIKO TV VTOAANA®V TOVC.

To 61% tov epoBéviav ektodedovtar pe gamification.
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To 83% exeivav mov Aappdavovv mpomdvnon pe gamified aicbdavovonr kivipa, evod
10 61% exeivov mov AouPdavovv gpyacio yopig gamified arcOavovtarl Papieotnuévol

ko un wapayoywoi (Yikes!).

To gamification oto y®po epyaciog e&okolovel va Exel GNUAVTIKO AVTIKTUTO GTN

CLUUETOYN TOV EPYOLOUEVAV, GTO KIVITPO KOl GTNV YOYXOAOYidL.

To 89% miotevel 61t Bo MTov Mo Mopay®ywkol €4v 11 SOLAEW TOLG NTOV TLO

TOLYVIOLAPTKY.

To 78% tov epotéviov dniovel 6Tt | gamification ot dwdikacio TpdsAnyng Oa

ékove (o etopeio o embounty.
Gamification otnv gpyacio: Tt givat avtd Kot TdS T0 Prdvovv ot epyaloOpevot,

Ortav pwikaue yoo gamification otv epyaocio, Pooikd WAGUE Yoo TN HETOTPOTH TNG
gpyaclakng dpactnpotrag o€ po gumepio mov potdlel pe moyviot. Me owtdv tov
TpOTO, OOIKAGiEG OMMG M epyacio Kor ot Kabnuepwég epyacieg yivovior mo

EVOLUPEPOVTES KOl EAKVOTIKEC.

AxolovOel o Mota pe to wo kowvd otoyyeio gamified mov cuvavtd 10 TpocmTIKO,

KOTA GEPE ONUOTIKOTNTOG:
To 71% avapépet To oNpata oG To o Kowvod otoyyeio gamification.

To 59% omimver 6Tt TOVG TTAPEYOVTOL TOVTOL OO UL EQOPUOYN N AOYIGUIKO GV

gpyacia.

56% amovEHOVTAL EIKOVIKEG 1) QLUOIKES OVTOUOPES Y10 ETITEVYUATO.
To 51% ¢Baie tovg Pabporoyucovg mivakes TETOPTOVE.

To 47% epyaleton pe emimedal.

Avtd ta svpruata vTodnAmdvouvy OTL, av Kot 1 Texvoloyia tov gamification yiveton
To TEPITAOKN, Ol €Toupeieg, TPOC TO TAPOV, TPOTIUOVV VO TOPAUEVOVY GTO

Topadoctakd yopaktnplotikd gamification.
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Gamification kot gpyacio Tov spyolopévov — Meréty IepinTtoong

To gamification otnv gpyocia dev givor po véa 18060 ZOUPOVO, LE TO, GTATIOTIKA
ototyeio yio to gamification, to 61% tov vreAAnAov Aappavovy gamification otnv

gpyocia.

AMG oe T gldovg gpapuoyéc Ba MBehav ot epyaldpevol va dovv TEPIOCOTEPES

Aertovpyieg Tov potdlovv pe oty vio

Onwg amodekviertal, ot gpyalopevol Bo Nbelav vo dovv mepiocdtepn gamification
OTO ETAIPIKO TOVG AOYIGHIKO KOTAPTIONG, KOOMG KOl € EQUPLOYEG ETKOVOVING: dVO
TOLELG TOV dEV EYOVV VO KAVOLV LE TIG KOO UEPIVES Kot ETAVAAAUPOVOUEVES EPYOCIES
TOVG TNV epyacio KaBavTtég, aAld Kupimg pe Tpdcheta Epya mov UTopovV va KAVOLV

1 SO0VAELL TOVG KAADTEP.

IN WHICH KIND OF APPS WOULD YOU LIKE TO SEE MORE GAME-LIKE EFFECTS?

~
33% 30% 15%

Training software Communication software Contact software
(customer relationship /
HR tools)

~ ~
10% 12%

Document software Collaboration and project
management software

Source: TalentLMS Gamification Survey

Zmpa 2
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Onwg avapépbnke mponyovuévms, Kabe matyvidl £xel To 01KO TV TEPPAALOV KOt TO
«boardy, ylo Tapdderyua, okakiEpa e mPoOXEPa, TAEYHO 6TO YapTi o€ tic-tac-toe 1
EIKOVIKT] TPAYLOTIKOTNTA GE OldIKTLOKE Tayvidwe vroioyiot. Ilapopowo pe
Bropmyavia moyvidiov, vadpyet n taEvounon tov dpactnplotitov gamified péocw
tov €dapovg. [Ipdta Kol amlovotepa eival Ta epyareio TOLYOL N TAKTIKOV TAAKETWV
OV YPNOIUOTOIOVVTOL Y10 TN OMpovpyia g epmelpiag mwov £xel mailet. [epthapPavet
nivakeg TIUNG N EUPANUOTO TOL  YPNOIUOTOLOVVTOL UEXPL OCNUEPL EVPEWS OE

EPYOCTAGLA TOPAYWOYNC.

Mo mopdodstypo, mpokeévov va evBappuvlel n vynAdTEPN OMOSOTIKOTNTO TOV
epyalopévav, To €pyosTdcto amoacilel va avaKovdOoEL £vay epyalOUEVO EVOG UNVOL.
H debtepn katdraén eivon éva medio N epmelpieg opadog - e GTOXO TNV OKOOOUN O
NG OUAdNG 1 TOV TOKTAOV Yo VO EEEPEVVIICOVV TO TTEPPAAAOV. XNuepa, avTol ot
Tomot eumelprodv gamified mpaypotomolovvrar cuvnO®E LEGH EPAPUOYDV Y10 KIVITAL.
Kot 1o tehevtaio ahdd 6yt to AydTtEpO - S0OIKTLAKOS YMDPOG, TO TO ONUOPIAES LEPOG
o6mov ovuPaiver n eumepion mwoyviowv. ‘Eva ond to mopodeiypoto pog TETolog
SOIKTLAKNG EIKOVIKNG epmelpiag eivor 1 epappoyn Uber yio mpoypdppoto odnynong
(Whitehill, 2008).

Yndpyel eniong 610 mopddelypo pog o cvoyétion peta&d tov gamification otnv
gpyacio kot G ovupetoyng tov epyalopévev. Otav ta gamified otoyeia
npootifevtal 6TV mpomdvnon, 10 Kivintpo avEdvetonr ¢ kot 83% kot M mANEN

pewwverol oe poag 10%.
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HOW DO YOU FEEL WHILE TAKING YOUR TRAINING?

NON-GAMIFIED TRAINING GAMIFIED TRAINING
v v
49% Bored 10%

12% . Unproductive ] 3 %
1% K o ) 4%

Source: TalentLMS Gamification Survey

Zype 3

Kd&Oe gumepio moyvidorod cuvendyetor 6Tl ot ¥PNOTEC N Ol TOIKTEG EMTVYXAVOLY TOV
oTOX0 TOL ToVOL Kot AapuPdvovv avtopoBéc. a va emdéEete 10 cvoTUO
avropopne, Oa mpémer vo Aapupdvovtar vwoyT ot afieg Kot To EVOLPEPOVTIO TOV
ovppeteyoviov. Eivar onupovtkd éva Bpafeio mov Tpocepépetot amd 100G GYEIUOTES
va a&ilel v mpoomdbela Tov Toukt®v. Ot Tdvtol, Ta onpate Kot ot fabporoyikot
nivaxeg (epeEng PBL) elvan o1 kowvég avtapolBég mov ypnoionolovvtol 6€ EPTEIPIES
ue gamified. Kdabe otoryeio tov cvotiuatog PBL diabétet tig dikéc tov Aettovpyieg

o1 OPUGTNPLOTNTO TTOLYVIOLOV.

BaOpoi - 10 emkpotéotEpo «VOMGHO» TOV EUTEPLOV TOL €yovv  Tailet,
YPNOUOTOLOVVTOL O OVTOUOPES Yo TNV EKTEAECT] UIOG GUYKEKPIULEVNG OpAomG. X
dpacTNPOTNTA TOUYVIOoD, Ta onueio evoéyetar va ddpapatilovv  dtapopovg

pOLOLG, YO TOPAOELYLOL:
* VO AVTITPOCSOTEVOLV TIG BEGELS TV GYETIKAV TUKTMV,
* va opiloBel Evag viknng,

* vo emovuvayel n gtarpeio Tov oplnd tTwv vVTOAANA®V oto TpayuaTikd BpaPeia (Yo

TOPASELY LA, TO TPOTO GTopo, Tov kEPHilel 500 mdvtovg, Aapfdverl v avtopopn),
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* Vo YPNOIUEVCEL MG OVATPOPOIOTNON TPOKEWEVOD O TOAKTNG VO KOTAVONGEL TNV

TPAOSO TOL TTALYVIOLOV,

* Yo TNV POy TV TPOSHETOV SedOUEVODV Yo TOVG GYESNOTEG TG EUmEplog -

delyvovtag mov, TG Kot TOGo YpIyopa o Taiktng kepdilel movTovg.

‘Eva and ta Bacikd onueio mov emkpivel 1 mpaktikn tov gamification eivor 6t ot
apyés e, o¢ ent 10 mAgiotov, Paciloviol oe amAoVS UNXoVIKOVS ToY VIOV MG
TOVTOLG Kol Tivakes Kopveainv mouktdv. ‘Etol, n mpocéyyion Ba mpémel paiiov vo
ovopaotei «pointification». Apywd, o 6poc avapépbnke amd tn Margaret Robertson -
dtevBuvt g eToupeiog oxedlacpov Toaryvidwwy pe £6pa o Hvopévo Baoiielo - to
KOpto emyeipnua ivar 6tL o1 apyég gamification Paciloviar o otoryeia mayvidov,

T0. omoia gfvo Aydtepo amapaitnTa yio To oy vidta.

O oyedlacpdc Tov Toyvidlov Eemepva Eva amdd onpa Kot Eva cuoTnua. EmPpapevong
novtov Kot mivakeg Pabuoroyiog - dev eivar awtd mov KAvel o moryvidl TOGO
eAkvotikd. Eivar dvvatdév va amogevybel m mayida g evromopod pe 10 Vo
OKEPTOLOOTE €K TOV TPOTEPMOV KOl VO GYEOALOVUE OTPOTNYIKY) VLAOTOINONG
gamification Aoufdavovtag vdyn T0VC GVYKEKPIUEVOVG 6TOYOVS Kot TIS Pacikég aieg
™G emyelpnong mPoKeWEVOL va mapdyovpe PudCIUN EUTAOKY] TPOCHOTIKOD TOL
npocBétel ol oV amddoon TV epYalotEVeV, To ATOTEAECUATO TG EMLYEIPNONG

Kot Bertidvel To gpyaotakod nepiariov (Robertson 2010).

To 2018, ta amotehéopata g mpoovapepbeiong épevvag mepi to gamification
emkevVIpOONKay TOAD GTO KivTpo Kol TNV 0QOCimon TV €pYalOHEVOV Kol GTOV
TpOTO e TOV Omoio avTd Ta OVo EmMNPedoTNKAY amd TNV EVVOl NG TPOKTIKNG

gamification.

To 2018, 10 81% 10V gpwBéviev Miooav 6TL N TpakTiky gamification mapeiye o
aicOnomn 011 avnkouvv Kot €YOVV GKOTO GTO YMPO epyaciag. Znuepa, ot aplpoi

QoivoVTal EAAPPDOS VYNAOTEPO:
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GAMIFICATION & EMPLOYEE PSYCHOLOGY
2018 vs. 2019

Game elements make me feel more socially connected
and provide a sense of belonging

2019

Game elements provide a greater sense of meaning
and purpose in my workplace

2019 82%
79%

Source: TalentLMS Gamification Survey

Zyfipo 4

M @AM kputikny oto Oépo tov gamification vmootnpiler 6t 1 évvola NG
gamification, edikd Otav £yl oxedootel KOK®G Kol akolovbei o amAoikn
npooéyyion pointification, Oo avéfoel TV UTAOKH TOV TPOCHOTIKOD HOVO
npocwpvd. Ot dvBpwmol Ba mpocappostovy Kot Bo katardfovv 0Tl dgv LELAP)EL
TpayHoTikn aéio Tow amd TOVTOLS Kot 6KOP Kol TO EMIMESO EUTAOKNG LE TV 0Py VO

uewwveron (Werbach 2012d).

To tpito eninedo tov gamification woyvpiletar 6tL 1 ypNON KOVKAPSI®V KOl oNUEi®V
YL VO, TOPOKIVICEL KOl Vo emPBpafedoet Toug avOpdmovs pmopel v amopakpOvel
TOVG aVOPOTOVE A TAL PLGIKAE KivnTpa, TNV EUTAOKT], TO EVOLNPEPOV KOL TNV OLY(TT)

v TN Stadkacio amddoong otV ETAPEIa.

O Kathy Sierra - évog onuavtikdg cuyypoe£as Kot opuAntig tov 0éuatoc, fewpei 6Tt
0 OYESIGUOC AAANAETIOPAOTG TOL AVAPEPETOL GE GLTNV TNV KPITIKT GLYKPIVOVTOG
TOV UE 10YVPEG ATOJOCELS VITOAANA®MY TV OTOU®Y Ol OTOSOCELS KPIVOVTOL UE QAN

kprrnpa (Werbach kon Hunter 2012) .

AVt 1 KprTikn 1oyvet Yo Tig apyég tov gamification mov dev epappoloviar cwotd, ot

onoieg mpooavatoAilovior ot Peltioon twv Key Performance Indicators tov
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emyEpNoewv Ppoyvrpoddecpa, avti vo eTKEVIP®VOVTOL 6TV TpooTifépevn atio 6to
npocmnikd. Edv epapuooctei cwotd, to gamification pmopel vo ypnoipevost wg éva,
woyVpo epyodreio yio v mpomOnomn ¢ etanpeiag kot T PEATIOON TOV EPYUGIOKOV

TePPAALOVTOG KOt TNG EUTELPIOG TOV VITOUAANAOV.

‘Etor, n mpoktiky tov gamification umopel va  emmpedost WYoyoloylkd Tovg
vroAA|Aovs. Topo, ag doVUE GTO TOPAOELYHO TNG UEAETNG TEPIMTMOONG TAOC TOVG
Bonbad oe mpoktikd enimedo. Ildg avramokpivovior ot vrdAiniol oto gamification

OTaV TPOKELTAL YO TNV TPOYUATIKY] TOVG EPYOCin KOt TIC KAONUEPIVEG TOVG EPYOCIEC;

To gamification tov gpyolopévov @aivetal vo, EVIGYDEL TOV OVTAY®VIOUO KOl TNV

emBopia peta&d tov 89% 1oV epmBEvIOY.

00
' 897%
(o)
say that when a specific task at work

1S gamiﬁed, they feel competitive
and eager to complete it. 29

Source: TalentLMS Gamification Survey

Ewova 4

Yrapyetr por GAAN peydAn kprrikh yio tqv opyn tov gamification, to omoio agopd.
Kuplwg ™ xp1oN otoyeimV Toryvidol Yo Vo oV yKAGEL TOVG VITOAANAOVS VAL KAVOLV
TPAYUATO OV OlPOPETIKE dev B Kdvouv. Avti n mtoy umopel va.  ocvlnOel
AEMTOUEPDG OE U0 TEPAITEP® EPELVOL GYETIKA LE TN CLUUETOYN TOV EPYOULOUEV®V
(Werbach 2012e).
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YOUTEPAOUATO,
H mopodoo pelétn emkevipodnke oty emidpacn g mpaktikng tov gamification

oTN JdIKacio EUTAOKNG TV epyalopévev. META TNV TPOGEKTIKN AVAGKOTNGT TOV
myov g PPAoypaeiog, TOV VEIGTAUEVOV EPELVAOV KOl TMOV TPUYLUTIKOV
TOPUOELYLAT®V, Ol dPACTNPIOTNTEG TOV £XOLV amodelyOel OTL £xovv BeTiKY| emidpaon
010 Kivntpo TV gpYalopéVEOV  GTO YDOPO EPYUCIN APOPOVV  GUYKEKPIUEVA
napadeiypata. Qotd60, o1 avoivoelg £0el&av €mioNG TN ONUOGIo TOL GYESOOTN
noyvidtdv [ gamificator] vo katavonoet Tov telMkd 6toOY0 TG SlodKaGiog, 0 0moiog
0o mpémer va avtiotoyel ota kivTpa TV €pYalouEVEOV KOl GTOVG YEVIKOVG
EMYEPNUATIKODG 0TOYO0VG. OAeg 01 OmOTLYNUEVEC TPOOTADEIES E10AYWYNG TOL
gamification o1l €0MTEPIKEG EMYEPNUATIKEG dtodikacieg oyvpilovior 6Tl 1
TopavoONon Kol 1 LAOTIUNGM TG évvoldg amd TOV GYEJOTN TOLYVIOI®V 1 TOV

€PYO000OTN EMPEPOVV OPVNTIKA ATOTEAEGLLOTO.

Avt n epyaocia oev eivon yopic mepropiopove. Emaééape t pOOuion yw v
Tpéxovoa gpyacio Yoo vo mANpoUTon €vag aplBpdc SLPOPETIKAOV OTOLTICEMV.
TPOTIOCTOG, MG TPog TNV afloAdyNon OAMV TOV GYETIKOV UETUPANTOV, COODS
kabopiopévov 8100Tdcemv amdd0onG Kol TUTOTOMUEVEOY GLVONKOV a&loAdynonc.
Tavtodypova, avt) n pvOon eépet eniong opiopéva mBAvE PEIOVEKTNLOTA, KUPIMG
oV EALEWYT] VO TPAYHOTIKOD KPLTNpiov amddoomg katd v epyacia. Ta kpiripla
HeGOAAPMNONG OmAO00NG TOL  YPNOUYLOTOMCAUE MNTAV  OAPOPES TPOGOUOUDGELS.
Tétoleg TPOCOUOUDOELS OMOTEAOVY  £va. KOAO TAGICIO Y10l TOV EAEYYO TMV GYECEMV
TPOCOTIKOTNTAG-0TOO00NG EMEWDN] TPOCOUOLOVOLY POCIKES KATAOCTAGELS £PYONCIOg
Kol omoutodV omd TOovg VIOYNeiovg va emdeiEovv cuumeppopd Ge aVTA TO

TPOCOUOIWUEVA EpYOCLOKE TEPIPAALOVTAL.

Tavtoypova, To evpyuata oxetikd pe tnv Gamification 1 tov Wovikd mapdyovra-
epyalopévou pmopel vo Unv YEVIKEDOVTIOL GE KATOOTAGELS £PYACIOG OTIG OMOIEC M
éupaon dtvetonl TEPLGGOTEPO OTIC TEXVIKEG Oe&l0TNTeG 1 / Ko OTIG omoieg ot
TPOYUATIKEG OMOUTNOELS TNG Kotdotaong kobiotavtar mpoeovels oe  OAoVG
EPUNVELTEG. Xe TEMKT avdAveT, toco n Gamification 6co kat 0 WavIKOg TapayovTog
EMAOYNG TOV €PYOLOUEVAOV AVTITPOSHOTEHOLY dladIKOGieg OV emoLUPaivouy Adym
mg TANOmpag TV vroymeiov mov Tpootafodv Vo TPOCIIOPIGOVY TO KOWMVIKA

EMBLUNTA YOPAKTNPIGTIKA TNG KATAGTOGNS OTOGYOANGTG.
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Eni)oyog

I'evikotepa, ot 1 epyacio GLUUPAAAEL GTO EMGTNUOVIKO €pgLVNTIKO KEVO. Evad
TPOTYOVUEVEG UEAETEG EXOVV TEKUNPLDGEL TPOTICTMG OLTO TO KEVO, 101G GTOV Topén
™m¢ emAoyng npocmmikov (w.y. Cascio & Aguinis, 2008a), oty epyacio avth EXOVLE
epapuooel o Bewpia amd dopopetikd medio (dniadn, Oeouikn Bewpio) yio va
KOTOVOT|COVE KOADTEPU OLTO TO KEVO. Q6TOGO, AMAULTEITOL TEPICCOTEPT] EPEVVA TOV
BonBdé otnv katovonon avtov tov yacpotoc. ‘Etot, eravalappdvovpe to aitnua yuo
TEPLOGOTEPT] EPEVVA GYETIKA UE TO KEVO EMOTNUOVOV-ETAyYEANOTIOV (T.)., Latham,

2007).

Ewdwd edv etvar aAnbeia 011 1 TpE€Yovca Epeuva GYETIKA LE TNV ETIAOYT TPOGHOTIKOV
mAnoldlel 6to va eTdoel g éva eminedo, ENEWN aKOUN KOl 01 KAAVTEPOL GLVOLAGLOT
un oopbopuévav tpoPréyemv dev ENYOVV TEPIGGOTEPO Ao [0 HETPLO. TOCOTNTO
dwaxvpavong (Cascio & Aguinis, 2008b), pmopei vo givarl 1dtaitepa oNUAVTIKO Vo
Tpoympnoovpe oty €pesvva. H épevva emAoyfg mPOCHOTIKOV TPOY®PA G GAAN

gpmTNON 0d 10 va 6TIdlovpe oty €€Nynon Alyo mo mpoPAéyiun eykvpdtnro.

To ybopa peta&d avtdv TOL AEVE O EMGTILOVES KOl TOV TL KAVOLV 01 £PYOSOTES £)EL
kataotel  €va Bépa  éviovng ocvlnmmong, wWwitepa oe oxéom UE TNV ETAOYT
npocomkoy (m.y. Cascio & Aguinis, 2008a; Rynes et al., 2007). Avtq n gpyocio
anavtd oto Kaieopa tov Latham (2007, cel. 1028) vo «oielayer Epevva ayetikd ue
™V V100ETHON Kou TH J1G00TGH TMV EVPHUOTOV EPEVVAS AVOIPOTIVWYV TOPWYV GTO YWDPO
gpyooiog». Ta amoteléopata delyvouv OTL 1 AvIANTTN €YKLPOTNTO, TO EMIKEVIPO
TOALDV EPELVAOV, NTOV MO CNUOVTIKY] TPOPAEYT TOL KATA TOGOV Ol OpPYaVIGHOl
YPNOUOTOOVV S1adIKAGIEG ETAOYNG TPOSAOTIKOV 1 Oyl QoTdG0, QoaiveTol Vo aoKEl
povo évav pikpd poro. Ot vmoTiBEpevES avVTIOPAGES TV OITOVVTIWV, TO GYETIKO
KOGTOG Kot 1 €KTaoM TNG O1000NG OTOV TOpEén MTav Ot Poctkol mopdyovieg
poPreync. Ot VOHKES TTLYEC KOL 1) OPYOVOTIKY OVTO-TpodOnon Mrav emiong
ONUOVTIKOT TPOYVOGTIKOL TOpAyovTes, aAAd o1 AOYOL amoddcE®V AvNKayY vo, givat

pkpot.

H onuoocia tov un otkovopuk®v mpoPrAéyemv (avTdpAocelS TOV a1TouVI®VY, d1dLoN
OTOV TOWEN, VOUIKEG TTVYEG KOl OPYOVOTIKY] OvTOompomOnon) vmoypappiler to
KeEVTIPIKO dOypa g Becpikng Bewpiag 0Tt o1 opyavicpol TpooTtabovy vo ETTLYOLV

voppotta. Eropévamg, n xpnomn kot n pn xpnomn oadikacidv ETAOYNG 0V Umopohv
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TPOPAVAS Vo EENYNOOLY UE OvOPOPE GE OTKOVOUIKES TOPOAUETPOVG OTWS TO KOGTOG
(og Bpayvmpdbeoun mwtoyn) Ko M eykvpdTTa (¢ pakpompdOeoun mroyr) HOVO.
EmumAéov, ta amoteAéopata vroypoupilovv tn ypnopdmra g Beopikng Bempiog

YL TNV KOTOVOM oM TNG L10BETNONG Kol 014000MG TOV TPAKTIKMOV avOpOTIVOV TOpOV
(Klehe, 2004).
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