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NepiAnyn

Me tnv mapouoca €PsUVNTIKN epyacia emiyelpeital va SlepeuvnBel oe mowo Pabud n
npaktiky tng Mawvidonoinong (Gamification) emibpd Oetikd otnv avamtuén KwnNTpwv
(motivation) Twv ekmalSeVOUEVWY. ITOXOG TNG gpyaciog, Aoutov, eival n oxedlaon evog
NAEKTPOVIKOU TIEPIBAAAOVTOC HE TNV PAKTLKNA TNG Iatyvidomnoinong PACEL TWV CUVIOTWOWY
¢ Bewpliag Self Determination Theory (SDT), mpoketpévou va auvénBoulv ta Kivntpa Twv
poOnTwv. AnUoupyouvTal KOAEC TIPAKTIKEG ELOOYWYNG HUNXOVIOMWVY Talxvidiwyv (Game
mechanics) péow tou ocuotnpatog Slaxeiptong pabnong (LMS) Moodle. To meplexopevo Tou
eKTALSEUTIKOU oevapiou adopd TNV «NEAVLKN ETUXEIPNUATIKOTNTA» KAl OKOAOUDBEL
OLOOKTIKEG OTPATNYLIKEG TOU HOVIEAOU «MaBnong pe tn péBodo Project» (Project-based

Learning).

H pelétn mou mpaypatononke otnv mopovaoa gpyaoia avolntd av UTTAPXEL OTATLOTIKA
onuavtikn enidpaon tng Mawvidomnoinong otnv ekmalSeutiky Stadkaoia ota Kivtpo Twy
padntwy (motivation), kal eldkotepa otic e€aptnUéveg petafAntég Autovopia, Ikavotnta

KO ZXETIKOTNTA, PACLKEG CUVIOTWOEG T Bewplog kKivATtpwy SDT.

Jtnv €peuva auth emAéxOnke €va ox€Slo pPe BAON TIOCOTIKN OTATLOTIKA OVAAUON TWV
Sebopévwv Tou AGPApE O CUOXETIOUMO HE TIC CUVIOTWOEG TNG mapoloog epyoociag. To
gepyoleio pétpnong mou 800nke oto Selypa NTav to 8lo otnv apxni Kot TtéEAog Tou
ponuartog. Etol, HeTpnBnkav apxka Ta KivnTpa Twv Habntwv oe cUVORKEG MPLV Kol HETA
™ &daktikn TapepPacn. Zto TEAOG emaAnOsUTnke OTL TOL OMOTEAEOUATO ATAV OXETLKA
uPnAoTepa amo auUTA TNG MAPASOCLAKAG LABnong kot umnpxe BeAtiwon ota Kivntpa Twv

poontwv.

Ytn 6eltepn Aon ™G £pEUVOC TO NAEKTPOVIKO HAONUA TIOU EVOWHATWVEL TOUC
UNXOVIOHOUC  TIOUXVISLWV (game mechanics) ota mAaicia TG Taxvidonoinong
(gamification), atloloynBnke amd toucg ekmotldeudUeEVOUG SLASIKTUAKA HECW EPELVNTIKOU
gpwtnuatoloyiov oto Moodle tomou COLLES. Etal, HetpAONKe N AMOTEAECUATIKOTNTA TOU
nieptBaAlovtoc autol. OL ekmalSsuOpevoL EUELVAV LKOVOTIOLNUEVOL amtd TO pABnuo oto

Moodle.

H onuavtikodTnTa autng TG epyaciag EYKeLTOL 0TO YEYOVOC OTL TTaLXVLOOTIOLEL T Sopr) Kal To
TiepLEXOUEVO TOU padnuartog (Structural & Content Gamification), pe otoxo tnv avénon Twv

EO0WTEPLKWY KIVATPWV HEOW TtNG Bewploag SDT. Alvel €udacn oto oXeSLAOPO €VOC



eKTIALOEUTIKOU TiepBaAAovtog matyvidomoinong e tnv aflomoinon Twv oUyXpovwv
TEXVOAOYLKWV HECWV Kal Bewpiag “Game design”, HEOwW TOU OMOIOU O EKMOLSEUTIKOG KL Ol
Snuoupyol ekmaldeuTIkOU UALKOU UITOPEL va evioyUoeL Ta emineda amodotkotnTag Twv

EKTIALSEVOUEVWY, ETILTUYXAVOVTOC TOUG Labnaolakol oToXoug OmolouSATOoTE HadruoToG.

Abstract

This master thesis is a product of a research that monitors the efficiency of practical usage of
gamification and its influence towards positive motivational development of the students.
The goal of this Master Thesis is to design and implement an eClass through practical usage
of gamification based on the core components of Self Determination Theory (SDT), so as to

improve student engagement in class.

Using the best practices around importing game mechanics, we gamify the structure and
content of our Learning Management System (LMS) , Moodle. The content of our
educational scenario is about “Youth Entrepreneurship” and follows the core principles of

“Project Based Learning” (PBL).

The study that concluded in this thesis seeks if there is an actual statistically important effect
of gamification on the students’ level of engagement, more specifically, SDT’s dependent

variables Autonomy, Competence and Relatedness.

Our research plan was based on quantitative statistical analysis of our received data in
conjunction with the components of this thesis. The tool used to evaluate our scenario was
given to our test group before and after the gamified sessions in class. As expected there
was a clear and distinctive motivation measurement pre-session and post-session, that
verified the increase in motivation and engagement levels, in conjunction with the levels

that they had during traditional teaching methods.

At the second phase of our Thesis, our online course that embeds our game mechanics in
the context of gamification was evaluated by the students online through Moodle’s research
guestionnaire (COLLES). As such the effectiveness of Moodle was measured accordingly.

The results indicated that the students were satisfied with the usage of Moodle.

The importance of this Thesis lies in the fact that gamifying both the structure and content
of any course in particular can indeed increase student effort and engagement through SDT.

Our primary focus is the design and implementation of a gamified eLearning environment
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through the usage of modern technology and Game Design theory into the educational
context. This acting as a tool for any instructional designer, content author or teacher to
increase the levels of motivation in class, thus further increasing the overall class

performance and achieving all the learning outcomes and goals with a higher success rate.

Euxoplotieg

To mMopov oUyypoppa ommoteAel SUTAWHATIK €pyacia oTo TMAA(OLO TOU HETOTTUXLOKOU
npoypappatog «Wnolakd Tuothuato kot YInpeoleg» Tou TuApatog Wndlakwv Suotnpatwy

tou Navemnotnuiou Mepald.

Y€ aUTO To onpeio Ba NBeAa va euxapLOToW OAOUG O0OUC CUVEBAAOY OTNV EKTTOVNON QUTAG

™G SUTAWHATIKAC Kal oTaOnKav oto TAeUpd LoU OAO QUTO To SLaoTnua.

Mpwtiotwg, Ba Bela va euxaplotow TNV Avaminpwipta Kadnyntpla kot emiPAEnovca TN
epyaotiag, ka. Qwtelvr MopaoKeuq, yLa tnv MOAUTLUN kaBodrynon tng ka®’ 0An tn Sdpkela
NG €KMOVNONG TNC gpyaoia pou, aA\d Kal Katd tn ¢oiltnor Hou OTO HETAMTUXLOKO. H
UTIOOTAPLER TNG auTd to Xpovia pe Bonbnoe otnv oAOKANPWON TWV UETAMTUXLOKWY HOU
onoubwv Kol Pou HeTEdwoe tn omiba va ouvexiow va Kavw €pyo OAa QUTA TOU

SbayTAKape otnv Taén.

ISlaitepeg euxaplotieg Ba nBeha va amsuBuvw Kal otoug SL8AoKOVTEC Tou METAMTUXLOKOU
MPOYPAUUATOC KoL CUYKEKPLUEVA OoTOUC KaBnyntég K. Anuntplo Iapupwv Kol K. SUPEWV
PetdAn, yia tnv aflohoynon tg SUTAWHATIKAG HOoU, OAAQ KoL yla TIC YVWOELS KAl TLG
6e€10TNTEC, TMOU HoUu PeTédwaav Kad’ OAn Tn SLAPKELX TWV PETATTUXLOKWY OV OTIOUS WV, Ta

omola pe BonBnoav va aviamokplBw OTLG ATALTAOELG TOU EMAYYEALATIKOU otifou.

ISlaitepeg euxaplotieg, emiong, Ba nNBela va ameuBuvw otnv WIDE Services kot
OUYKEKPLUEVA OTov K. [ldvvn ApamoyAou kal tov K. BaciAn MoAiAn yla T MOAUTLUEG
OUMPBOUAEG Toug, KOBwg Kal yla TNV OfLOAOYNOon Tou NAEKTPOVIKOU HABAMOTOG TNG

napovoag epyooiag wg Moodle Patners.

Oa ndeAa akdun va suxaplotnow doouc Bondnoav otn Se€aywyn TS MEAETNG AUTAC Kall
OUYKeKpLUEva tn SleuBlvtpla kol to SACKAAO TOu oxoAeiou, Tou pe SéxTnKov oOTOV
£PYOOLAKO TOUC XWPO KOl PE PLAOEEVNOAV TIPOKELUEVOU VO OAOKANPWOW TN SUTAWMATIKA

pou epyaocia. Asv Ba moapoAelPpw va UXAPLOTACW Kal TOUG (8Loug Toug Hadnteg, oL omoiot



6£6nkav pali pou kol ATav MPOBUHOL VO CUPUETAOXOUV OFE QUTA TNV EKMOLOEUTIKN

Stadikaotio.

TéAog, Ba Bela va suxopLloTAOW TOUG YOVELG Hou lyvdTio kal Mapia yla tnv otipLen Kat Tt
BonBewa mou pou mapeiyoav OAa oUTA TA XPOvVia, OAAQ KAl OAoUC OCOUG HOU
CUUTAPAOTAONKAV KOl HOLpACTNKAV TIG LOEEC TOUG yla TNV OAOKANPWON TNG €pyaciog

QuUTNG.



Education is not preparation for life
education is life itself...
John Dewey
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Aladpaotikotnta (Interactivity)

Awopolpalw (Share)

individually)
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KEDAAAIO 1: Elcaywyn
1.1 Napouciacn MNpoBANHATIKAG

H napoloa epyacia emixelpel vo aviyVEUOEL KL KATA EMEKTAON VO AUEAOEL TA KivnTpa TWV
padntwyv ota mAaiola pLag movidomotnpévng Stdaktikng dtadikaaotiag. Eival yeyovog otL n
S1baktikn dtadikacia otnpiletal Katd KUPLO AOyo otV mopadootakr) SI6aoKaAila, Katd thv
omoila 0 EKMOLOEUTIKOC HE TNV TPAKTLKA TNG «SLAAEENC» HETASISEL TIC YVWOELS OTOUC

HaONTEG WG TTABNTIKA OvTa.

H avaykn evepyng CUUUETOXNG TWV HaBNnTwv oto oxoAsio kal n dnuloupyia vorpatog ota
Tipoypappato ormoudwy sivatl Bépata ou talavilouvv TNV ekMASEUTIKA Kowotnta tou 21°Y
olwva. Exkmaldeutikol mapatipnoov €va PeYOAo Kevo HETOED TWV YVWOEWV Kol TWV
EUMELPLWY TIOU OL poBOntég elxyav AdPel péoa amd to oxoAelo TOUC, KATA TO TeAsutaio
tétapto tou 20° auwva, HE TIC EUTMELPIEC KOl TIC YWWOELS TIOU AGUBOvVOV E TV ELCAYWYH

Toug oto MNavemnotuto to 2012/13 (Osheim, D., E, 2013).

H mpaktkn tng Mawvidonoinong (Gamification) amoteAel pla emtuxnuévn TEXVIKA
MWANCEWY OTO TOMEA TOU MAPKETIVYK, KaBw¢ €xel moapatnpnbel OtL mMpooeAkUeL TO
KOTAVOAWTLKO Kowo. MapdAAnAa, ta Ttedeutaio xpovia o 6pog tng Matyvidomoinong
(Gamification) elodyetal kal otov Topéa TNG ekmaideuong Kol Kupiwg otov akadnuaikod
KOOWO, TIPOKELUEVOU VA TIOPAKLVIOEL OAO KAl TIEPLOGOTEPOUG POLTNTEG. TUVETIWG, OV KOL TA
televtaia xpovia €xel epdavioTEL O ETIYEIPNOELC LE OTOXO TIC MWANOCELG, oTnV ekmaibeuon
gival éva pua véa taon mou ApBe yia va peivel. MdAota, n Jane Mc Gonigal, cuyypadéog
Tou oxetikoU BLBAiou “Reality is broken, why games make us better and how they can
change the world”, BAémel éva péMov omou ta malyvidia Ba mpoodépouv OxL povo
TpokANoeLg, emPBpaBeloslg KL EUKALPlEG ouvepyaciog, oAAQ KAl OUCLOOTLKEG SUVOTOTNTEC

avadlapopdwaong Tng LdLag Tng Kowvwviag.

20



Ta mavidia, dAwote, amoteAoUV OVAOOTIOCTO KOMUATL TNG KABNUEPLVOTNTAG TWV
natdlwy. Asdopévwy, paAota, twv palltkwy online mawyvidSiwv (MMORPGs) mou onuepa
£€XOUV KAVEL TNV eudaviorn toug Kal SeAealouv HLKPOUC Kol UEYAAOUG, O EKTTOLOEUTIKOG
umopet pe tnv Nawvidomnoinon va KAVEL EAKUCTIKOTEPN TN padnotakr Stadikaoia péca anod
éva mAaiolo matyvidol. Qotoco, o 6pog tng Mawvidomoinong (Gamification) cuyva
CUYXEETAL UE TOV 0po “Game-based Learning”, tn padnon &nAadn péoa anod mayvidia, yu
OQUTO TO AOYO XPELAETAL CWOTOC OXESLAOUOG EVOG TETOLOU MEPLBAAAOVTOG LLE TNV ELOAYWYN
KOTAANAWY UNXAVICUWVY KoL TEXVIKWY TTAXVISLWV. AAwoTe, Sev €xel akopa dlepeuvnBel Tt
elboug épeuva pmopel va yivel ocOpdwva pe to “Gamification”, pe moiwo péBobdo, Tl

amoteA£éoparta Ba mAPEL KAVEIG KOl KATW OO TOLEG KATAOTACELG.

Aedopévng tng puong tng Mawvidonoinong (Gamification), moAhol Bewpolv Thv elcaywyn
TWV HUNXAVIOUWY amod Ta Tovidla wg To HOvVo TPOTo yla va emiteuyBel n malyvidomnoinon
£VOG padnuatog i pog mAatdpoppoc NAEKTPOVIKAG nadnong. Eival Sedopévo, AAwoTe OtTL N
epappoyn tou “Gamification” dev €xeL avadelel TNV MPAYUATIKI) TOU LoXU. JUpPwWvA UE
£pEUVEG, Ttou oxetilovtal pe Tnv edpappoyn tng Nawdomoinong, £xel avadelyBel 6tLn xprion
OQUTAG TNG TPOKTIKAG otnpiletal Katd KUplo AGYO OTNV El00ywyrn KAmolwv Atyotepo
onuavtikwy ototyeiwv mayvidiwv (Game elements). Lopudwva, palilota, pe tov Deterding,
Ol TIEPLOCOTEPEC UAOTOWNOEL  ocuoTtnuatwyv motyvidomnoinong (Gamification systems)
Baoilovtal otn xprnon Twv Alyotepo eviladepOVTWY OTOLXEIWVY OXESLOOUOU TOVISLWV (the

least interesting game design elements) (Deterding, et al. 2011).

Katd eméktaon n mopoloo spyacia emixelpel va oxedldoel éva nAeKTpoviko TeplBailovy,
ota nmAaiolo pag Miktng Maénong (Blended Learning), 6mou n pabnon unootnpiletol ano
TO TEXVOAOYIKA PECO, LE TNV TEXVIKA TNG Tawyvidomoinong OxL HOVo HE TNV eoaywyn
MEPLKWV UNXAVIOMWY amo Ta matyvidia aAdalovrag tn doun (structural gamification), aA\a
LE TNV LETATPOTI) TOU (6LOU TOU MepLlEXOPEVOU O €va matyvidl (content gamification). Me
QUTO TOV TPOTIO TIEPLYPAPOULLE TOUG TILO ONUAVTLKOUE UNXOAVLOMOUG TTaLXVLSLWY TTou 08nyouv

oTNV UAOTIoINON OMOTEAECUATIKWY CUOTNUATWY Ttatyvidomnoinong.

1.2 Ftox0o¢ AumAwpatikng Epyaciog

216X0¢ TNG Mapoloag €peuvag lval va SLEPEVVICEL OV N ELCOYWYH UNXAVIOUWY TALXVIOLWY
(Game Mechanics) otn 6ibaktikn Sladikaoia emdpd BeTKA OTNV AVATTUEN KWWATPWY
(motivation) otoug ekmatdeudpevoug. Mo CUYKEKPLIEVQ, ETIXELPELTAL Vo oXeSLAOTEL KaL va

vAomolnBel €va ekmaldeUTIKO OEVAPLO HE TNV TPAKTLKN TG Mawyvidomoinong (Gamification)
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Ue a€ova TIG CUVIOTWOEG TN Bewplag Tou Autod-ipoadloplopol (Self- Determination Theory,

SDT) yLa TNV avamtuén Twv EcWTEPLKWY KIVATPWY TOU atopou (intrinsic motivation).

Juudwva, Aomov, e To oeVAPLO TToU Ba oXeSLACOUUE, CUVAVTAUE TNV €€NC MPOKANON: «Oa
KOTOQEPOUV APaYE Ol LOBNTEC UECT OTTO TNV CULUETOXN TOUG OTO UadnuUa Vo TEPACOUV UL
TIEPUTETELX KAl va avadelyGoUv uéoa amd amootoléc oe Emiyelpnuatiec tne ypovidc ». Na
va To KatadEpouv, Aowmov, auto, Ba mpenel OAot oL pabnTég otnv Taén va £xouv paléPel
gvav apketd vPnAo aplBud amod movioug «Eumelploc» XP (Experience Points), wote va
«avéBouv enimedo» 1 aAAwg “level up” otn yAwooa Twv mavidlwyv. Me aqutov Tov TPOmo
MPowBOoUE TN CUVEPYATIKOTNTA KOL TOV AVTOYWVLOUO, yloTi Sev mpowBeital n e€€AEN pwovo
Tou Yopoaktnpa wg povada (Character Development individually), aAAd kat AettoupyoUv wg
opada ota mAaiola tng €€EALENG TNG otoplag (Story Progression) Bdoel twv XP mou €xouv

poléP el cuVOALKA.

Me Baon, paiwota, tn BBAloypadia yia TIg Bewpieg KIVATPWY TIOU ETUKEVIPWVOVTAL OTO
nayvidla, n Bewpla Tou Auto-mpoodloplopol (Self-Determination Theory- SDT) £xel wg
OTOX0 TNV EO0WTEPIKN Klvntomoinon Ttou atopou (intrinsic motivation) péow NG
Lkavomoinong Twv TPLWV avaykwyv «Autovopio», «lkavotnta» Kal «IXetikotnto». Me
YVWHOVA TNV LKAVOTIOINoN AUTWV TWV CUVIOTWOWV OXEOLAOTNKE TO NAEKTPOVIKO UABnua
EVOWHATWVOVTOC TLG TEXVIKEG TNG atyvibomoinong kot emAéyovtag T KatdAAnAa epyaleia

TIoU TIPOCHEPEL N NAEKTPOVIKN TTAaThOpua Moodle.

1.3 Kawotopia tng AtmAwpatikig Epyaociag

Aedopévou OtL n mpoaktikn tng Mawvidonoinong (Gamification) eival pio moAUmAokn
Sladikaoia mou moAAot Sev T yvwpilouv Kal prepdevouv tov Opo e ekeivo Thg Mabnong
péow Mayvibiwy (Game-based Learning), n epyacio amookomel otnv ovadelfn twv
E0WTEPLKWV KLVATPWV pEow TNG MNatyvidomoinong, TPOKEIUEVOU OL EKTTALSEUOEVOL VA £XOUV
ToV £AeyX0 TNG HAONONC TouC Kal va elval og Béon péoa amd éva meptBarlov mou “potdlet
pe Tayvidl” va toug dnuoupynOet emimAéov evdladEpov. O oxeSLaopdG VOg NAEKTPOVIKOU
niepBaAlovtog ou Ba unootnpiel Tnv malyvidomolnueévn ekmaldeuTikn Stadlkaoia mpEmeL
va ylvetal péoa amod MpooekTIK dtaloyn pUnxaviopwy roavidliwy (Game Mechanics), wote

VOl ETTLTUYYOVOVTOL TOL OVOLEVOEVOL OTTOTEAECUATO TNG LAONoNG.

OL meploodtepeg €peuve TOU OlepeuvolV Ta KivATPA TWV HOONTWVYV HE TEXVLKEG
nalyvidonoinong, n mapéupaon yivetal Le Tn XpHon KATOLWV OToLXELWV TalxvidLwy (game

elements). Auto £xel w¢ amotéAeopa o 0po¢ “Gamification” va cuvdEeTal AMOKAELOTIKA UE
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™ Xpnon otowelwv, oOnwg moviwv (points), Tmivoakeg katataéng (leaderboards) n

guBAnuatwy (badges), ta omola amotehoUv auUOLBEC evioxuong €EWTEPLKWV KLVATPWV

(extrinsic motivation). ZUpdwva paiiota pe tov Zicherman kat tov Cunningbam (2011) eivat

onNUAvTLKO va BpeBel o Tpodmog mou Ba 0dnyrnoeL oTnV KATtavonon Twv SpaoTNPLOTATWY Kot

OTNV £0WTEPIKELUON TWV EKMALSEUOUEVWY, WOTE va ViwBouv auto-npocdloplopévol (self-

determined) yla va TL¢ EKTEAEGOUV.

Emopévwe, n Kovotopla tne mapovoag epyaciag cuviotatal ota eEAC:

>

Elocdyovtat otnv ekmaldeutik Sladikaocia pnxaviopol moyviblwy (game
mechanics) cuvdudlovtag tnv mawvidonoinon dounc (structural gamification) —
eloaywyn badges, leaderboards, levels, points- kalt tnv matyvidomnoinon
TiepleXoévou (content gamification) — eloaywyn adriynong (storytelling), 6pwv RPG
“monster fights” n “boss fights”- Baosl tng Bewplag SDT (Self-Determination
Theory) yla TNV gvioyuon TwWV ECWTEPLKWY KLVATPWY, YEYOVOG TTOU AmOTEAEL BaoLKh

MOG KalvoTopia.

Zuvludlovtal TEXVIKEG TTALXVIOLWY HECW TIOLYVIWOWY SpaoTNPLOTATWY, ELOAYOVTAG
0pou¢ amnod Bivteo- matyvidla (Role Playing Games- RPG), 6mou oL pabntég o€ opadeg
moAepolv tépata “Monsters” (epyaciec oto omitt) kot “Bosses” (Slaywviouota),
Tipokelpévou va kepbilouv movtoug «Experience Points (XP)» kal va aveBaivouv

eninedo.

lMvetal oxedlaopog nAektpovikoU padnuotog pe Pdaon T Bewpla NG
AutomnpooSiloplopol (Self-Determination Theory), mpokelwwévou n EKMALSEUTIKA
Sladlkaola vo LKOVOTIOLEL TIC QVAYKEC TOU EKmaAlSsuOpevou yla  Ikavotnta
(Competence) , Xxetkotnta (Relatedness) «kat Autovopia (Autonomy) kal va

EVEPYOTIOLEL TOL ECWTEPLKA TOUG KivnTpa (intrinsic motivation).

Eruyelpeitat  ekmatdeutikn mapéupaocn, ota mAdiolwa tou emionpou eAAnvikou
OVOAUTIKOU TIPOYPAUUATOC TNG TpwtoBadulag ekmaidsuong oto paAdnua tng
«EuEAkTtng Zwvng» duapkeloc 1 pAva, epoppodloviag otny eKMALSEUTIKY TTPAEN TLC

TEXVIKEC TNG Nauyvidomoinong.

lvetal mapapetpomnoinon tng nAektpovikng mhatdpopuas Moodle pe Tnv eloaywyn

npocBetwv (plug ins) mou umootnpilouv TNV TMawvidomoinon &oung Kot
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neplexopévou katd tnv Sibaktikny SidaokaAiag (level up, games, leaderboards,

badges).

1.4 Epsuvnuika Epwtripata Kot YoO£oeLg

APKETEC €PEUVVEG Ta TeAeUTAld XpOVLIA E(TE OTO KOMUATL TNG EKTIAISEUONG €LTE OTO KOUUATL
Twv MwAnocswv kot tou Marketing, BewpoUv TIC TEXVIKEG TAXVISLWY W TO HECO
TIPOCEAKUONG TOU HMECOU avBpwrmou yla Thv OAoKANpwon HLag evépyelog (katavailwon,
ayopqd, KaAUTEpEG eMLOOOELG, Un mapafiacn vopwv). Z0udwva HAALOTA HE Ta KElpeva tng
MCGonigal pe B£pa «TL cupPaivel av anodacicoupe va XPNOLLOTIOLNCOUE OTL E£pOUpE
yla Tto oxedlacpo twv Tmoyvidlwv  yia va  Slopbwooupe Ta  mpofAnpota TG
npaypatikotnTag;» (2011, 7) emonuaivetal otL n mawyvidonoinon €xeL tn duvatotnta va
KLVNTOTIOLAOEL TO ATOopo va gival mio unelBuvo, va Slaxelpiletal mpoPAnuata, va TpEdetat

owaoTa, va eival Alyotepo atnuéAnto kKA. (Schrape, 2014).

Baoel, Aowmdv, TwWV MOPOMAVW OTOXWV TNG TMopoloOC EPEUVNTLKAG gpyaociag, yivetol

nmpoomnddela va anavtnBolv To MOPAKATW EPEVVNTIKA EPWTHUOTAL

1° Epguvnuiké Epwtnpa

H MPaKTIKN TNG ELoaywyng UnXaviopwy maxvidlol (Gamification), 6tav edpappootel og éva

EKTIALSEUTIKO oevapLlo £XeL emidpaon ota Kivatpa Twv Madntwy;

To epwTNUA AUTO SLAKPIVETAL BACEL TWV TPLWV CUVIOTWOWVY NG Bewplag kwrtpwyv SDT ota

€€NC UTO-EpWTHATA:
1° EpeuvnTtikd Yrod- Epwtnua

H mpaKTIK TNC Eloaywyng Unxaviopwv maxvidol (Gamification), otav edpappootei os éva

EKTIALOEUTIKO oevApLlo £XEL eMidpaon otn Autovouia twv Mabntwy;
2° EpeuvnTtiko Yro-Epwtnpa

H mpaKTIK TNC Eloaywyng Unxaviopwv maxvidiol (Gamification), otav edpappootei os éva

eKTTALSEUTIKO oevaplo €xeL emidpaon otnv Ikavotnta twv Mabntwv;

3° EpeuvnTtikod Yro-Epwtnpa
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H mpaKTkn TNG eLoaywyng Lnxaviopwy maxvidlol (Gamification), otav edpappootel og éva

EKTIALOEUTIKO OEVAPLO EXEL EMISpaON OTN IXETIKOTATA TWV MabnTtwv;
To eMOUEVO EPEVVNTLKO EPWTNHO TNG Mapoloag epyaaiag elval To €€Ng:
2° Epeuvntikod Epwtnua

H mopapetponoinon t¢ mAatdpopuoc Moodle n omoia evopynOTPWVETAL UE TEXVLKEG

naxvidwwyv (Leader boards, Levels, Points, Badges, Boss fights) unmootnpilel twv padntwy;

Me Bdon, Aoutdv, ta SlepeuvnTikA poG epwthpata kot dedouévou tng BLBAloypadikig

avaoKOmnNaong tng epyaciog, Statumwonkav ot €€n¢ eVAAAOKTIKEG EPEUVNTIKEG UTIODEDELC:

H,q: YapxeL onpavtikn enidpacn ota Kivntpa Twv padntwyv amd tn xprion Tng MPAKTIKAG

£L0aYWYNGS LNXaVIoUWV Ttaxvidiou (Gamification).

H,,: YRApXEL ONUAVTLKN €MIOPOCN OTN IXETIKOTNTA-ZUVADELD TwV MaBNTWVY amo tn xpron

NG TPOKTLKAG ELOAYWYNG KNXavVIoHWV Toityviblou (Gamification).

Hys: Ymapxel onpavtikn enidpacn otnv Autovopia twv padntwv amo tn Xpnon ng

TIPAKTLKAG ELOAYWYNG LhXOVIoHwY Ttaxvidlol (Gamification).

Hy,: Yrdpyel onpavtikn enidpaocn otnv Emidoon twv padntwv amo tn xpron tng mpaKTkAg

£L0QYWYNG UNXAVIoHWV Ttatyvidiov (Gamification).

Hys: Ymdpyxet umootnplgn tng pabnong twv pobntwv PE TNV TOPAUETPOTOINGN TNG

mAatdpoppag Moodle evopxnoTpwWHEVN E UNXOVLOMOUG TIALXVLOLWV.

1.5 Emwokonnon MeBodoAoyiag

H epeuvntikn péBodog mou emiAéxBnke otnv Mapouca epyacia eival n moootikn ueEBodog,
KoOw¢ Baoiletal og TTOCOTIKEG OVAAUCELC, TIPOKELEVOU VA LETPNOOUV T AMOTEAEGHATA TNG
enidpaong tng Nawvidomoinong otn HAdnon tTwv HadnTtwy MPLWV Kol LETA TNV SL8aKTIKA
napéufaon. IVpdwva palioto pe TG Pacikég peBOdoug TNG epesuvnTkAG Stadlkaoiog
OXETIKA HE TN Xpnon twv TME otnv skmaideuon, Xxpnolpomnoleital n moootikr] pnébodog,
T(POKELEVOU va PETpnBoUlV Ta amoteAéopata TN enibpaong twv TME otn pabnon kot va
BewpnBoulv, katd to Suvato, yevikeuolua. ETol, Aoumdv, apKETEG EPEUVEG £XOUV OXESLAOTEL

WOTE VA PETPOOUV TIG OAAAYEC OTN KLABNON OE pila XPOVIKA TEPIOSO KUUALVOLEVN QTIO TIG
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Spaotnplotnteg mpwv T Xprion TMNE €wg TN XPOVIKN OTWyUN KAtd Ttnv omolo ot

6paoTNPLOTNTEG AUTEC £X0UV OAoKANPwOel (NikoAomouAou, 2010).

Avedptntn petaBAntr anotélece n SLOAKTIKA MapEUBaAOn HE TN XPNON TWV TEXVOAOYLKA
urtootnpllOMeEVWY  oTpaTNyLKWY Tawvidomnoinong (Gamification) Kol €EapPTNUEVEC
HeTaBANTEC Ta KivnTpa (motivation) kal Ta cuotatika tng Bewplag Tou Autd-Mpoadloplopoy
(SDT) tou Edward Deci kat Richard Ryan (1985) Ikavotnta (Competence), IXeTKOTNTA

(Relatedness) kat Autovopia (Autonomy).

1.6 Opyavwon AumAwpatikng Epyaoiog

310 mpwto KeddAolo €ylve mopouciaon tTNG MPOBANUATIKAG, TWV BOACIKWY OTOXWV TNG
EPEVVNTIKNG £pyoaoiag, kaBwg KAl o Tola onpela ouvioTtatol n Kowotoula TNG HEAETNG
oautng. Mpog 1o télog Tou Kedalaiou, SlatumwbnNKav TA EPEUVVNTIKA EPWTAUATA KOL OL
EPEVVNTIKEG UTTOBEDELG, KABWCG eMmiong €ylve pLa cuvtoun avadopa otn pebodoloyia Kat tn

Soun twv Kepalaiwv.

Y10 8eUtepo KEDAAOLO apXIKA avaAUETAL To BewpnTkd mMAaiolo pe £pdacn otn Bewpia TG
Mawxvidonoinong (Gamification) kot Statumwvovtat ot pnxaviopol moyvidliwv (Game
mechanics) kol epappoyEG QUTWV OTO TOPEN TNG ekTtaideuong, aAAd kat tou Marketing. Ztn
ouVEXELa, Yivetal avadopd otn Bewpla KLVATPWY TTOU QIMAVIATOL O EPEUVEC OXETLKEG UE TNV
Maxvidomoinon, mou eivat n Oswplia tou Autonpoodloplopou (Self-Determination Theory)
tou Deci & Ryan, kaBwg Kal oTLC oTpATNYIKEG Labnong pe t néBodo Project (8 essentials for
Project Based Learning) kol ¢pdocswv amod to povieho SSCS (Search-Solve-Create-Share)
(Pizzini et al, 1989) yia TIG avaykeg tng mapoloag epyooiag. AkOua, meplypadovral ot
BaOLKEG TEXVIKEG TTALYVIOLWV TIOU OXETL(OVTOL HE TNV AVATITUEN TWV KWVATPWY, KOTAARYOVTAG
os edpapuoyEg tou “Gamification” otnv nAektpovikn pabnon. Télog yivetal avadopd otn
oTo oXeblaopod Tou TtalXVISomotnpEVOU Hadnpotog otnv nAektpovikr mAatdopuo Moodle
KoL TI¢ duvatdtnteg mou €xel ota mAaiola tng mayvidonoiong (Gamification) kat tng

OVATTUENG KLVATPWV.

Y10 Tpito KepAlalo mapouoialetal n pebodoloyia tng £psuvag. AvadEépovtal oL oToXOoL,
SLOTUTIWVOVTOL TA EPEUVNTIKA EPWTAMATO Kol opilovtal €VVOLOAOYLIKA KOl AELTOUPYLKA Ol
peTaBAntéc. AkolouBel o oxedlaoudc €peuvag, n emAoyr Tou SElyPOTOG, TO EPEUVNTIKO
£PYOAELO KAL TO EPEUVNTLKO NAEKTPOVIKO TEPLBAAAOV. ITN CUVEXELA TIEPLYPADETAL AVOAUTIKA

n dadikacia €peuvag Le Eudaon TIC CUVIOTWOEG TOU EKTTALSEUTIKOU oEvapiou.
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21O TETOPTO KEDAAOLO TTAPOUGCLAIETAL N TIOCOTLKA OTATLOTIKY avaAuon Twv §e80UEVWY TNG

£peuvag.

210 MEUNMTO KEPAAQLO YIVETAL N ETILOKOTNGN TWV ONMOTEAECUATWY Kol akoAouBel oculntnon

yloL TOL CUUTIEPACLATO KOLL TLC TIPOTACELG YL LEAAOVTLKN TIEPOLTEPW EPELVAL.

AkoAouBel otn ocuvéxela n BLBAloypadia KaL Ta TApAPTALATA TG TApoUoas Epyaciod.

KEDAAAIO 2: Oswpntiki OcpeAiwon AUTAWHOTIKAG

Zuvoyn

210 KeddAalo AUTO TAPOoUCLAeTAL N TPAKTIKA TG Matyvidomoinong (Gamification), onwg
Bepehwvetat BLBAloypadikd, KaBwWE Kal 0 TPOMOC €e£dAPUOYAS TNG OTN OXOALKN TAEN HE
OTOXO TN MOpPOKivnon Twv Hadntwy. EMmAéYoupe va €0TIACOUUE OTO SelKTN TWV KWATPWY
(motivation), 6e6opévou OTL Bewpeital amapaitntog yla Tnv evioxuon Twv eKMOLSEUOUEVWY
Ot MIKTA TepBAallovta TeEXVOAOYKA umootnpllopevng pabnong (blended learning)

oXeOLOOUEVA E TPOTIO TALYVIWSEC, OTIWC CUVLOTA 0 VEOG Opog “Gamification”.

AdoU mapouctaotolv, péoa amd tn Sebvn BiBAloypadia, Oswpisg avamtuéng kwnTpwv
avalvetal n Bewpla tou Autonpocdloplopou (Self-Determination Theory) Tou Deci kat Ryan

(1985), n omoia ennpedlel TNV MAPAKiVNON TWV TALKTWVY O Ttalyviwdn neptparlovra. Itn
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OUVEXELQ YiveTal mpoomaBela va kavomolnBolv oL GUVIOTWOEG TG Bewpiag autng péoa
QIO TNV EMAOYI CUYKEKPLUEVWY UNXOVIOUWYV TIOU XPNOLLOTIOLOUVTAL KATA TO OXESLAGUO TWV

naxvidiwy (Game design mechanism).

To S6180KTIKO HOVIEAO ToU uloBeteital eival autd thg Mdabnong pe tn MéEBobo Project
(Project-based Learning), kaBwg oL cuvioTwoeg NG Bewplag tou Autonpoadloplopol (SDT)
umnootnpilovtal emniong pe tov KAAUTEPO SuvaTO TPOTO ATO TO MOVIEAO AUTO ME Tn XpHon

TAVTA TWV KATAANAWY 5pacTNPLOTATWY KoL TEXVOAOYLKWY HECWV.

Mpokelpévou va oxedlaotel To NAekTpovikd padnuoa otn mAatdopua Staxeiplong pabnong
(LMS) Moodle pe tnv mpaktikn tng Matyvidomoinong (Gamification), emAéyoupe toug
KOTAANAOUG pnxoaviopolg rayvidliwy (Game Mechanics), pe oToX0 TNV KlvnTomoinon twv
padntwy. Mo tn meplypadr tou mawxvidomnolnpévou ekmotdeutikol oevapiou (gamified
educational scenario), kpivetal amopaitntn n nepypadn €K TWV TPOTEPWV AAAWV
NAEKTPOVIKWY TAQTPOPUWY , OL OMOIEG €ivol OXESIOOUEVEC HE TNV TPAKTKA TNG

nayvidonoinong (Gamification), wg mpOTUTIA KAAWY TIPAKTIKWV.

2.1 Oewpieg Avantuéng Kivitpwv

O opoc «mapakivnon»(motivation) €xel péoa tng tv A€En «kivnon». Otav skdppdletal,
Aoutdv, n avaykn ol pobntég va mapakivouvtal Katd tn Sldpkela tng SLOOKTLKAG
SLadkacieg, auTO UMOSNAWVEL TNV AVAYKN OL LABNTEG val «KLvnBoUV» v KAVOUV KATL, OTIWG
glval va cuppETEXOUV evepyd OTO HABNUa. AMWOTE, gival eVPEWG amodekTo OTL Ta KivnTpa
(motivation) amoteAoUv €va amopaitNTO CUCTATIKO TNG LAONONC, TO Omola Ol EKTTALSEUTIKOL

odeilouv va KaAAlepyoUv.

OL Bewpleg avamtuéng Kwntpwv opadomolovvtal oe U0 otpatomneda, ta onola eival ot
Ocwpiec Twv Avaykwv Kal ot Oswpics tng Stadikaciag (Robbins et al, 1983). 2Ti¢ Mpwteg
Bewpleg ouykataAéyetal kat n mepidbnun Llepdpxnon avaykwv tou Maslow. Katd tov Maslow
(1970) n oupumepidopd TOU OATOPOU KATEUBUVETOL BACEL TWV OVAYKWY TOU HE OTOXO TV
auTtompayldtwor] tou. OL avAaykeg OUTEG Lepapyouvtal otn {wr oes:  PUOLOAOYLIKEG,
ao0PAAELAG, KOWWVIKEG, EKTLLNONG KOL QUTOTPAYHATWONG. Ol AVAYKEG, OTN CUVEXELA, OLUTEC
Slokpivovtal oe mMPpwTaPXIKES (PUCLOAOYLKEC KAl AoPAAELAG) KOl OE AVWTEPNG TAENG AVAYKES
(KOWWVLIKEG, eKTiUNONG Kal outompaypdtwong). Emopévweg, o Maslow omwg kat o Freud

g€etalouv ta KivnTpa w¢ avaykn A opun.
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Kata Tti¢ Bswpie¢ tng OSwadkaoiog, ta Kivntpa avrlpetwrilovtal KATw Omo Ttnv
KOLVWVLOYVWOTLKI TIPOOEYYLON, KATA TNV omola n moapakivnon Tou atopou eival pLa Aoyikn
Sladkaoia, amotédeopa TG okEPng tou. Mia Bewpla TnG opadag autng eival n Bewpla Twv
Jtoxwv (Goal Theory), katd tnv omoia ot cadeig kat SUOKoOAOL oTOXOL UIMopEl vo. 0dnyrnoouv
og uPnAdtepeg emdoOoELg He ouveXn avatpododotnon (feedback). Katd tov Edwin Locke ot
paBntég mpoadlopilovtag ot idlol Toug otoxoug Baivouv e cuUNEPLPOPESG KATAAANAEG WG
TPOC TNV ekMARpwor] Touc. O Bandura pdAlota ota mAaiola tng Bewplag tng otoxoBETnong
Kol Twv Bewplwv Tng Anodoong (Attribution Theory) kat tng Npoodokiag (Value Theory), Tig
gvoToLel KATW amo tnVv évvola TG auto-anotedeopotikotntag (self-efficacy) (Hodges, 2004).
AUTO-QTOTEAECUOTIKOTNTA €lval 0 BaBuog oTov omoio éva ATopo TLoTeVEL OTL £lval LKaVO va
dEPEL EIC MEPQ LA OTTOOTOA, €VvOLa N OTtoLOL £XEL AUECH OXEON LE T TPoodokia ou pEpEL
TO ATOMO YLO TOV €QUTO TOU KAl TO amotéAeopa (outcome) tng MPOomABELdC TOU KOTA TN

padnotakn dtadikaaoia anodidovtdg to o eAEyELLOUG TTaPAYOVTES (amoTuyia 1 emtuyia).

Juvoyilovtag, avApeoa o OAEG QUTEC TIGC Bewpleg UMAPXOUV KOl OL AMOYELS Yyl TQ
gowteplkad (intrinsic) kot e€wtepkd (extrinsic) kivntpa. EcwTteplkd Kivntpa ekAopBavovrtat
ekelva ta omoia avadépovial otnv eyyevy emBupio TOu aTOUOU va €KTEAECEL Lo
SpaoctnplotnTa PE apoLlBr) TNV €0WTEPLKN LKAVOMoinon Kol guyapiotnon. AvtiBétwg, ta
€wTepLKa KivnTpa SNAwvouv tTnv mapakivnon Tou atdopou péow eEWTEPLIKAG apolBng (m.x.
UALKG ayoBd). El8ikoTepa, OTav 0 eKMALSEUTIKOC TpooTtabel va KLVNTOMOLOEL TOUG LaBNTEG
péow TG Babpoioyiag auto Bewpeital e€wteptkd KivnTpo. QOTOCO, TA ECWTEPLKA KlvnTpal

eivat vPnAdtepng aiag and ta efwtepka (Kasser, 2002).

O Thomas W. Malone kat o Mark R. Lepper (1988) taflvopunoav ta €0wTteplkd Kivntpa
pabnonc (taxonomy of intrinsic motivations for learning) e 600 Katnyopieg: T TPOCWTILKA
kivntpa (Individual motivations) kat ta Stampoowrikd kivntpa (Interpersonal motivations).
IT0 TTPOOWTILKG/ATOULKG KivnTpa cuykoaTaAéyovtal n TPOKANGN , N EPLEPYELD, O EAEYXOC KOl
n ¢avrtacia. Evw ota Slampoowrikd Kivntpa mnepllapPfdvovtal n ouvepyaocia, o

Slaywviouocg kat n avayvwplon (Bixler, 2010).

Elval yeyovog OtL katd to oxedlacuo tng dudaktikng Stadikaciag elval amapaitntn n
dlatpnon TNG TMopokivnong Twv  ekmaldevopévwy. QoTt0oo, oL eKmalSeUTIKOL
XPNOLUOTIOOUV KUPLwG Ta €fWTEPIKA Kivntpa, KabBwg emkpatel n amodn OTL €Xouv
peyaAltepn Loxy. AvtlOgtwg, €peuveg €xouv Seifel OtL Otav oL padntéc apeifovtav pe
xpnuato (Deci, 1971), BpaBeia kaAng emiboong (Lepper, Greene, & Nisbett, 1973) 1} dAAeg
apolBég (Harackiewicz, 1979) yia tn ouppetoyn toug o evlladEPouoeg SpaoTNPLOTNTEG,

£xavayv To eviLladpEPOV TOUG VoL GUVEXLoOUV TNV gpyacia LOALG TeAeiwvav ol apolBég (Deci et
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al.,, 1991). Zuvenwg, eivalt avaykn n KaAALEPYELX EOWTEPIKWY KWATPWYV KATA TNV

ekmaldeuTikn Stadikaoia.

Ooov adopa, paiiota, ta mayvidla oL malkteg and pévol toug emAEéyouv va maifouv éva
OUYKEKPLUEVO TTOLXViSL, KaBw¢ Toug mpoodEpel euxapiotnon. To iSlo LoxVEL emiong Kal yla
AAAeC SpaoTNPLOTNTEC, OL OTOLEG TTPOOGDEPOUV OTO ATOUO €uXoploTnon Kal kavomoinon
(Werbach, & Hunter,2012). 3uvayetal, Aoutdv, TO GCUMMEPACHO OTL OL TOUKTEG
napakwouvtal ecwteptkad (intrinsically motivated), yeyovog mou pag odnyouv o€ TPAKTLKEC
gvtagng twv mouyviblwv otn pabnolakr Sladlkacio pe otoxo TNV TMapakivnon twv

ekmaldevopEvwy (motivation).

2.2 H Bswpia tou Auto-npocdlopilopov (SDT)

H emwokomnon tng 8iebvoug PBiPAloypadiag amodelkviel OTL n mo KatdAnAn Bswpia
QVATTTUENG KLWVNTPWV TIOU Talplalel pe ™ ¢duon twv mayvidlwy elval aut) tou AuTto-
nipocdloplopov (SDT). Ot Deci kat Ryan pall Le TOUG CUVEPYATEG TOUG avemTuéav TN Bewpla
QUTA UE YVWHOVA TNV QVATTTUEN TWV ECWTEPLKWY KIVATPWY TOU ATOMOU. UUdwvaA PE TOUG
MAPANAavw, 0 AvBpwrog ek GUOEWE £XEL TNV ECWTEPLKA TAON ylo ovamtuén He v
npoUndBeon 1o e€wteplkd Tou MepLBArlov va tov umootnpilel oe auTto, SLAPOPETIKA Ta

E0WTEPLKA TOU KivnTpa Katappinrovral.

e avtiBeon pe T ouumepldopLOTIKEG Bewpnoelg, mou umootnpilouv OTL 0 AvBpwmog
avTamoKplveTal povo os ewTepLkr mapakivnon, n Bewpia tou AutonpooSlopLlooU KAVEL
AGYO yla TNV LKAvVOTolnon TWV E0WTEPIKWY TACEWY TOU ATOHUOU, TIPOKELUEVOU VA UTIOPETEL
va avarntuxBet kal va e€eAiyBel oto meplBaAAov Tou. OL avayKeg aUTEG Slakpivovtal o€ TPELG

KoTnyopleg:

1.H Ikavéotnta (Competence) avadEpeTal 0TV AMOTEAECUATIKOTNTO TOU ATOMOU va HEPEL

£1¢ TEPAG SPACTNPLOTNTEG TOU £EWTEPLKOU TOU MEPLBAANOVTOG.

2. H Autovopia (Autonomy) avadEpetal oTnV €0WTEPLKA AVAYKN TOU OTOMOU va eival

UTEUBOUVOC yLa TIG ETILAOYEG TOU KaL VOl EAEYXEL TNV TTOPELQ TWV TPAEEWV TOU.

3. H Zxetkotnta (Relatedness) mep\apBAvel Tn KOWWVIKA EVOWUATWON TOU OTOUOU Kol

Vv emBupia Tou va oxetiletal kal va emikowvwvel pe tpitoug (Deci & Ryan, 1991)
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Autovopia Ikavotnta
(Autonomy) (Competence)

ZIXETIKOTNTA
(Relatedness)

Ixfiua 1 Juviotwoes tn¢ Yewpiac SDT

H wavomoinon piag 1 mopoamavw €€0WTEPLKNAG OVAYKNG TOU OTOHOU GUVLOTA KAl ThV
€0WTEPLK Tapakivnon tou. Emopévwg, o AvBpwrog TMapaKVeITAl HEOW ECWTEPLKWV
KWNTPpWV, TIOU Tov odnyouv ot OUMTEPLPOPEG TIOU TOV euxaplotolv. Ewdikétepa otnv
eknaideuon, mpoodateg £peuveg €xouv deifel OTL N AUTO-TPoodLopWlOUEVN TtapaKivnon
(self-determined motivation) cuvééetal e Totkiha ekmaldeuTikA anoteAéopata (outcomes)
otov €Upl NAKLOKO PAcUa, amd TO VNTILAYWYELO HEXPL TNV TIOVETLOTNULAK eKmaideuon

(Deci et al., 1991).

H mapamdvw Bswpia amoteAel pla pakpoBewplo (macro-theory), n omoia efnyel ta
avOpwriva Kivntpa yla TNV TPOETOlHacia plag Spaotnpldtntag n mpagng coav va
MAPAKWVOUVTAL amnod Ul €0wTeplky OUvapn. Ewdkdotepa autl n  Beswpla ToU
AutomnpooSloplopol (SDT) evowpotwvel €€L UIKpEG Bewpleg, oL omoleg avamtuxBnkav yla
va Tteplypaouv pia oslpd ano ¢patvopeva mapakivnong mou Slevepynbnkav og €peUVeC Kall

gpyoothpla.

JUudwva, Aoutdv, UE T MPWTN MIKPO-Bswpla tng Nvwotikig AfoAoynong (Cognitive
Evaluation Theory- CET), o mapdyovtag mou Sladpapatilel onpavtikd poAo yla tnv
QVATTTUEN TWV ECWTEPLKWV KWVATPWYV ELvVaL TO KOWVWVLKO TepIBAAAOV TOU atopou. H amovoun
BpaBeiwv mopdAAnAa pe TOUG SLAMPOOWTKOUG €AEYXOUG £XOUV WC QMOTEAECUA TNV
QVATTUEN €0WTEPLIKWY KWVATPpwV (intrinsic motivation) kalL Ttnv TNPOCEAKUON TOU

evbladépovtog. Me Alya Adyla, n Bswpnon autr divel otoug ekmatldeuOUeVOUG TNV alobnon
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TOU €A€yxou Kol tTNG €mAoyng, KoBwg £Xouv  AUTOMEMOIBNON Kol EUTLOTOCUVN OTLC
SuvatoTNTEG TOUG, TIPOKELUEVOU Va TIETUXOUV €va OTOXO. e avtiBeon pe tnv mapakivnon
péow efwTeplkwV KWNTpwv (extrinsic motivation), mou yivetat Adyog otn Bewpla NG
Opyaviouikng Evowpatwong (Organismic Integration Theory- OIT), ot ekmaldsuopevol
£€xouv tnv gheuBepia va emhéouv tnv mopeio mou BéAouv va akolouBrijoouv yla va

apLoTeloouy, XWpPLG TNV Umapén EwTeplkWY apoLBwv.

IXETIKA HE T €€WTEPLKA KivnTpa, £lval onuavtikd va avadepbel ot ta e€wteplkd kivntpa
(extrinsic motivation) evopyxnotpwvovtol o ouumePLPOPEC TIOU  TOLKIAouv. ‘Exouv
napatnpnBel dladopeg HopPEC EVopXNOTPWONG TWV CUUTIEPLGOPWV AUTWY, OTWC £lval n
efwrteplky puBUlon (external regulation), n evdoBoAn (introjection), n Ttautomoinon
(identification) kal n evowpdtwon (integration). OAeg¢ autég ol popdéC amoTeAoUV pLa
ouvexn eowtepikeuon (internalization). JUpudwva, Aoutdv, pe tnv Bswpia OIT, boo

TIEPLOCOTEPO ECWTEPLKEVEL KAVELG TA EEWTEPLKA KivNTPO TOOO TTEPLOCOTEPO UTOVOLOG Elvall.

JUpdwva pe tov Deci, umdpyouv opketol AdyolL Tou pla Bewpnon ylo TIG ECWTEPLKES
ovaykeg eivat xpnowun. O Mo onuavtikog Adyog eival otL mpoodilopilovtal ol cuvadeic
ouvlnkeg mou SleukoAUvouv Ta kivntpa (motivation), tnv enidoon (performance) kat tnv
avamnrtuén (development) tou atdpou, ta omola pnmopolv va auénBouv PECW KOLWWVIKOU
mAatlolou, 6OV TA ATOMA £XOUV TNV EUKALPLA VA LKOWOTIOLOOUV TG BACLKEG TOUG QVAYKEG
ylo KOVOTNTA, OXETLKOTNTA Kol outovouia. To Tapamdavw, TPOEPXETOL KOl QTo TN
MikpoBewpia tou Awtuwdn MpooavatoAlopou (Causality Orientation Theory- COT), 6mou
Teplypadovtol TPELG TUMOL QLTLWY TIPOCOAVATOAIOHOU TNG OCUMMEPLHOPAC: QUTOVOMOG
TIPOCOAVATOALOUOC, N EAEYXOUEVOC TIPOCAVATOALOUOG KOL N KN Ttapakivnuévoc (demotivated)
TPOCAVATOALOUOC. ZUUGWVA, AOLmOV, e TIG CUVBNKEG TTOU TOo (510 ATtopo eAEyXeL Kot opilel
HEOW guKOLPLWV omd To TePBANovV Tou, pmopoulv va avartuxBolv ta kivntpd tou. O
EUKALPLEG OUTEG TIOU LKAVOTIOLOUV OTIOLASATIOTE Ao TIG TPELG OVAYKEG CUVELOGEPOUV OTNV

avamrtuén kwntpwy (Deci et al., 1991).

Q0oT000, N LKAVOTIOLNGCN TWV TPLWV AUTWV AVAYKWV aVAYETAL KAl O TOUElG TNG PuxoAoylog
TOU aTOpOoU, KaBw¢ Bacel TNG HikpoBewpiog Twv Baocikwv Wuxoloylkwv Avaykwv (Basic
Psychological Needs Theory- BPNT) n autovopia, n LKavotnta KaL i GXETIKOTNTO 08nyoUV To
atopo oe Yuyoloyiky euvefia (psychological well-being) kal oe ocwot &laxeiplon

kataotacewv (Deci & Ryan, 2000).
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‘Etol, Ta tedevTaia xpovia €xel Stadavel OTL Ta mavidla eival avamapaotdoel T Bewplag
Tou Auto-mpoaSloplopol (SDT). Ot avBpwrot mailouv xwplg va Toug TILECEL KATTOLOG VA TO
KAVOUV, OVTLOETWG emAéyouv avaloya He To evdladEPovid Toug Kal thv Lloouykpaoio
Toucg mavidia yla va dtaokedalouv otov eAeUBepo xpOVo TouG. EMopévwg, elval E0WTEPLKA
Kwntomotnpévol, dedopévou OTL £xouv TNV autovopia (emAéyouv TL Kal we Ba maiiouv),
™V avotnta (teppatifouvv To matyvidl) Kal T OXeTKOTNTA (UMopoUV va LoLlpaoTouV Thv
gmtuyla Toug pe toug dIAoUG TOouG). & AUTO TO ONUELo, EVUTIAPXEL N ULIKPpOBEwpnon Twv
otoxwv (Goal Contents Theory- GCT), omou oL otoyolL pmopouv va OSlakplBouv ot
€wTePIKOUG OTOXOUC (T.X. OLKOVOULKA emutuyia, epdavion, dAun) Kol oe £0WTEPLKOUG

OTOXOUG (TT.X. KOLVOTNTA, OTEVEG OXEOELG, TIPOOWTTIKN avamtuén) (Ryan & Deci, 2000).

Qotooo, ota malyvidla evumapxouv Kot Ta eEwteplkd Kivntpa. Aegv ival Alyol mou nailouv
mayvidla oTPaTNYLKAG HE 0TOXO va CUAAEEOUV TTEPLOCOTEPOUG MOVTOUG (points) amd toug
didoug Toug yla va Ta e€opyupwoouv oe Ppafeia 1 akOpa Kal PETPNTA. To MApANAvVW
napadelypa nepléxel mpodavwe eEwteplka Kivntpa (extrinsic motivation), ta omola £xouv
™ S1KLA Toug LoyV. MapdAAnAa, OPWC, oL TTAKTEC £XOUV TNV AVAYKN va ViwBouv OTL avikouv
Og Ul Kowotnta/opdda Kal OTL OVANMTUCC0UV OTEVEC OXECELG LLE TOUC CUMTALKTEG TOUC,
onw¢ ouppaivel os mayvidta MMORPG (Massive Multiplayer Online Role Playing Games).
H avaykn autr tg oxetikotntag Stadaivetal Kal amod Ty KT UkpoBewplia KIVATPWY TwV
oxéoswv (Relationships Motivation Theory- RMT), émou yivetal AOyog yla tn onpacia tng
OXETIKOTNTOG yLa TNV LKAVOToinon Kal Twv GAAwv U0 avayKwy, TG QUTOVOULOG Kal TG
LKOVOTNTOC. ZUVETTWCE, WG OXeSLOOTNG ouoTnUatwy matyvidomnoinong (gamified system) eivat
Kaveig eAeUBepog va eTIAEEEL TTOLOUG LOXAOUG TTapakivnong Ba xpnoLULOTIOLHOEL KOLL LLE TTOLOV

tpomo (Werbach & Hunter, 2012).

YTnv gpyacia auth, Aowtdy, yivetal mpoonabela va oXeSL00TEL TO NAEKTPOVLKO HABNUa HE
TNV EVOWUATWON PNXoVIoHwY amo ta Bivreo-mawyvibla (game mechanics) pe otoyo tnv
OVATTUEN TWV E0WTEPIKWY KWATPWV Twv padntwv PBdost ¢ Oswpiag tou AuTO-
npoacdloplopol (SDT) tou Deci & Ryan, evowpotwvovtag SI6AKTIKEC OTPATNYLKEG Ao TO

povtého Mabnong pe tn péBodo Project (Project- based Learning).

2.2.1 Napovucioon Twv BacKwWV CUVLOTWOWV tnG Bswpiag SDT

2.2.1.1 Autovopia (Autonomy)
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H ouvictwoa «Autovopia» oxetiletal pe TNV KAVOTNTA TIOU £XEL KAMOLOG va elval
UTtELBUVOC yLa TIC ETLAOYEC TOU KOl TN TOPEla TG LABNoNG Tou. JUUPWVA PE EPEVUVEG, OTAV
oe ¢outntég 666nke n emhoyn va OSloAé€ouv TG Spaoctnplotnteg mou nBslav va
OUMETEXOUV KL VO OPLOOUV TO XPOVO YLO VA TLG KATAVEILOUV oTov KaBgva, anodeixbnke otL
glyov avantugel meploootepa E0WTEPLIKA Kivntpa oe avtiBeon pe GAAEC TEPUTTWOELG TTIOU

Toucg to Optlav aAAol (Zuckerman, Porac, Smith, & Deci, 1978).

H «Autovopia» OSladpapatilet onuovtikd podo otn Bewpla SDT, bebopévou oOtL
OAANAOCUVEEETOL KOL E TIC UTTOAOLTTEG TPELG PAOIKEG avayKeG. ELSIKOTEPQ, KATIOLOG UIopEl
va £XEL Kivntpa Kat oAU kaArf kavotnta/snidoon (competence), alMd outd pmopsi va
oupBaivel AOyw e€wTePLKAG Mapakivnong, e AMOTEAECUA VA UNV Eival aAUTOVOUOC | QUTO-
npoodlopllopevog (self-determined). Juvenwg, dtadaivetal n onuacia Tng Autovopiog otn
Bewpia tou Auto-mpoacdloplopol (Ryan, 1982). Entiong, HECO OO EPEUVEG EXEL UTIOOTNPLYTEL
OTL N Autovopia KOAALEPYELTOL TILO ATIOTEAECUOTIKA OE KOTAOTAOELG, OTIOU Ta TtALSLA Kal oL
£dnPol aobBdavovral oxetkotnta (relatedness) kal owkelotnta (Ryan, 1991; Ryan & Belmont,

1991; Ryan & Lynch, 1989).

ATO TO TAPATIAVW CUVAYETOL TO ATIOTEAECHO OTL O€ TIALLXVLOOTOLNEVA CUOTHUOTA LAbnong
(gamified learning system) o ekmalbeuOUeVOC TIPEMEL val €lval EVAMEPOG YloL TOUG
EKTIALOEUTIKOUG OKOTIOUG KAl TG SLASPOMEG TIOU UITOpOUV Vol 0KOAOUBROEL yLa va TIETUXEL,
T(POKELUEVOU Va VIwBeL auTtovopog. Elval amapaitnto va tou mapéxetal Apeon Kat ekabapn
avatpododotnon yla tn mopsia NG HABnong tou, Kabwg Kot TMOANATAEG €TUAOYEG HE
KOOOPLOUEVEG OUVETIELEG, TIPOKELMEVOU va eival umelBUVOG yla auto Tou Ba SlaAEgel.
‘Exovtog tnv eheuBepia BoUAnong Kal eMAOYWY, O EKTIALOEVOUEVOC O £Val TETOLO CUOTNUA

propei va BewpnBel auto- npoodlopl{dpevog (self-determined).

2.2.1.2 Ikavotnta (Competence)

H enduevn ouvictwoa tng Oewpiog tou Autompoodloplopol eivat n  «lkovotnto»
(Competence), n onola avadEpetal oTNV KATOVONGN TOU ATOMOU TIWEG VO ATIOKTACEL TIOLKIAaL
€EWTEPLKA KL EOWTEPLIKA LABNOLOKA amoteAéopata Kot va €XEL TTOAD KAAEG eMLOOOELG OTLG

Sdpaotnplotnteg (Ryan et al., 1991).

O 6pog «lkavotnta» (Competence) Oswpeital wg Keviplkn €vvola o Bswpleg KWVATPWY TNV
ekmaidevon kal €xel ouvdeBel pe Opoug OMwWG 0 EAEyXOC OTA HOONOLOKA amoTteAéopata

(learning outcomes) (Crandall, Katkovsky, &Crandall, 1965), n autO-amOTEAECUATIKOTNTO
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(Bandura, 1977), n eumiotoouvn otig duvatotnteg (Dweck, 1986) kal oL OTPATNYLKEG YL TNV

grutuyla (Skinner, Wellborn, & Connell, 1990) (Deci, et al., 1991).

Ze €va MOLXVLOOTIoOINEVO cUOTNUO LABNoNG, N ouviotwoa «lkavotnta» avapEpetal o
ULKPOTEPOUC EKTIALOEVTIKOUC OTOXOUG He aufavopeva enineda duokoAiog (scaffolding). O
EKTIALOEUOUEVOCG €XEL TOV €AEyXO TNG MaBONOLaKAG TOu Topeiag Kal Urmopel va emAéyel
SpaotnplotnTeG avaloya To Habnolakd OTUA TOu, YEYOVOG Tou eVEUVAUWVEL ThV entidoon
tou, Sedopévou OTL Pmopel va emloTpedel o SpaoTnplOTNTEG TOU TOV SUOKOAEUOULV.
Qoto0o0, elval onuavtikd oL §pacTnpPLOTNTEC var pEpouv ampoadokntn avatpododotnon, Ue
OTOXO VO UTtOoTNPL{OLV TNV £TIE00N TWV EKTTALSEUOUEVWY KAl TTAVW amd OAa va GpEpouv To

otolxeio tng Slaokédaonc.

2.2.1.3 Ixetkotnta (Relatedness)

H teleutaia ouviotwooa tng Bewplag SDT eival n «Ixetikotnta» (Relatedness), n omoia
ovadEpeTal 0TNV AVATTUEN OXEoewv aodPAAELAG KAl LKAVOTIOINONG e GAAOUC ONUAVTLKOUG

Tpitoug ota mAaiola evog kowvwvikoU meptparlovtog (Ryan et al., 1991).

H ZxetikotnTa €lval onuavTikn ylo Ta maldld oXoALkng nAtkiag, kabwc mpowOel otn oXoALKN
KOLVOTNTA TNV EUMAOKN TWV YOVEWV KAl TNV arnodox Twv Hadntwv and Toug cUVORNALKOUG
TouG. AAMwote, To oxoAeio amotelel Tov KUPLO PopEA KOLWVWVIKOTIOINONG KAl PECA Ao TN
OXOALKN TAEN Ta madld poabaivouv va cuvepydalovtal Kol Vo ETILKOWWVOUV HETAEY TOUC.
‘Epeuveg pdAilota £xouv Sei€el OTL OTav oL yoveic Kot ot ekmaldeutikol eUmMAEKOVTAY e Ta
maldld  Toug, eKelva eiyav Tmeplocotepa  Kivntpa  (motivation) kat ATav  ouTo-
npoaodloplopeva (self-determined) (Grolnick & Ryan, 1989; Grolnick et al., in press; Ryan et
al.,, 1991). Eniong, €xeL amodelytel OTL OTAV amoyopeVeTAl oTa TASLA N SLAMPOCWTTIKN
gUmAoKN Tou emBupoly, uTtdpyel mBavotnTa va XAooUV Ta €E0WTEPLKA KivnTpa (intrinsic

motivation) (Anderson, Manoogian, & Reznick, 1976).

JUVETIWG, N QVAYKN TNG IXETIKOTNTACG lval pia e€l00U ONUAVTIKH CUVLOTWOO TIou Ba TpEmeL
va AndBel unogn oe éva matyvidomolnuévo nepBailov, OMwG To NAEKTPOVIKO LABnUa TG
napovoag spyaciag. To onUAVTIKOTEPO OTOLKElO Yl TNV Umapén OoUTAG TNG MOPAUETPOU
glval va umapyouv sukatpieg va avakoAUPouv Kal va GUPUETEXOUV OE KooTnTeg pabnong,
KoOw¢ emiong vo umapel n olvdeon TOU TEPLEXOUEVOU HE Ta evdladEpovia Twv
EKTOLOEVOUEVWY KOL TWV KOWOTNTWY autwv. QG MPo¢ autr TNV KateuBuvon cuvieAouv

nowkida epyadeia mou umootnpilouv TNV alnAsenidpacn, tn cuvepyaoia, tn culitnon Kat
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™V apolBaia umootiplEn. Emumpoobetwg, o matyvidomolnpéva mepBailovia, Onwe Kat
ota Tayvidla, UTIAPXoUV TIVAKEG KATATAENG TIOU OTITLKOTIOLOUV TO KOWWVLKO OTATOUG, TN
édAUN KoL TN ouvelodopd TWV TALKTWY, OTolXela Tou TpowBoUv Tnv olvdeon Tou

TIEPLEXOUEVOU LLE TO KOLVWVIKO TEPLBAANOV TWV EKTALSEUOUEVWV.

2.2 ItpatnywkéG pabnong péow epyaociag (Project-Based Learning) kou
daoeig povrédou SSCS

2.3.1 Oxtw onueia tov PBL

Jtnv mapovoa epyaocio eMAEXONKE TO SIOAKTIKO HovtéAo MaBnong pe tn pebodo Project
(Project-based Learning), To omoio evowpaTWONKE OTO TALXVIOOTIOLNUEVO NAEKTPOVIKO
padnua. To LOVTEAO aUTO KPIBNKE WG TO TLo KATAAANAO yla TV aviyveuon kot avénon twv
KWVATPWY TWV EKTALSEUOUEVWY, OESOUEVNG TNG HABNTOKEVIPIKNG TIPOOEYYLONG KOL TNG
SLEMLOTNMOVLIKAG LaBnonc mou nmpowBel. TUpUPwva LAALOTA LE TIPOTEPEG EPEVVEC, Elxav Yivel
T(POOTIAOELEG YL BLWHATIKA KOL OVOKOAUTITIKAG MABNoNG Tpoypdppata omoudwy, aAd
amétuyav va yivouv amodektd kabwg dev eixe AndOel unmdPn n moAumhokn dvon Twv
KwNTpwv (motivation) kat gv 666nke onuaocia otnv aroPn twv padntwv (Thomas, 2000) .
EMouévwe, oL ekmaldeuopevol Yoo amd va TETolo SLEAKTIKO HoVTENO sival eAsUBepol va
npoosyyioouv Bépata NG KaBNUEPWVOTNTAG TOUC KOL va g€pyactolv poll pe GAAoug

T(POKELUEVOU VA TTApAyouV poidvTa.

H néBodog Project (PBL) €xel TIg amapx£G TG amo moAL mpLy, KabBwg UTtdpxeL tapddoon ota
oxoAela oe gpyaocieg (doing activities) pe Buwpoatikég Spaotnplotnteg (hands-on activities)
pe otdxo TNV avantuén dabepatikwyv potifwy, Tnv die€aywyn Slepevvnong mediwv kal thv
vlomoinon epyactnplokwv eAéyxwv (Thomas, 2000). AAMwote, n onuooia tng PBL éxet
ovadelytel dekaetiag mplv amo Tig eKOEOELG KAl TIG TIAPOUCLACEL TOU ETHCLOU CUVESPIoU
Autodesk Foundation Conference yia t Mdaénon pe tn uébodo Project (PBL), 6mou ekel ot
ouvebpol opapatifovrav tnv oAk aAlayr Tou cXoAelou Kal Tou ekmaldeutikol oxedlacpol

(Autodesk Foundation, 1999; Thomas, 2000).

JUpdwva pe tov Friedrich (2006) Ta XxapakTnpLOTIKA TOu povtédou autol (PBL) eival ta

g8ng:
1. Xxéon Pe BLWUATIKEG KATAUOTAOELS
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Auté-opydvwon Kat urteuBuvotnta

JUOTNUOTLKI opyAvwaon

MpooavatoAlopoc ota evéladEpovta TwV HEAWV TNG opadag
JuppeToxn 600 To Suvatodv MEPLOCOTEPWY aLoBNCEWV
Kolwvwvikomoinon ekmatdeuopévwy

ALETILOTNUOVIKY HaBdnon

Kowwvikn Zuppetoxn

L ® N o Uk~ W N

AwaBepatikn Madbnon

10. Anuloupyia, mapaywyn mpoiovtog

QoT000, MEPA TWV XOPAKTNPLOTIKWY TOU TIOU TIEPLYPAPOUV TN onuacio TG Hadnong
HEéow epyaoiag (PBL) otnv ekmaibeutikh Swadikaocia, ta teheutaia xpdvia éxel
SnuoupynBei to oxrua PBL, To onoio meptAapPavel OAQ Ta CUCTATIKA TOU LOVTEAOU TIOU TO

KAVEL VO AELTOUPYEL ATMOTEAECUATIKA 0T OXOALKH TIPAYUATIKOTNTOL.

Ixfua 2 To povrélo cveratikdy Ty Project-Based Learning

YUpudwva, AOUTOV, PE TO MOPATAVW OXAHO TIOU OIELKOVIIEL TIC OXTW OTPATNYLIKEG TOU
povtéhou “Project-based Learning” , cupmepaivel Koveic OTL TO MOPOMAVW XOUPOKTNPLOTIKA
Sladpapatilouv onpavtikd poAo oto oxeSlaopo Kal TNV UAomoinon &vog SLakTkoU
oevapiou TeXxVoAoylKA UTOOTNPL{OUEVOU, TTIOU Ba TMEPLEXEL QUTEG TIG OTPATNYLKEG LE OTOXO
TNV OUVEPYQTLKN Ttapaywyr Tpoloviwyv. ZUudwva paAlota pe tnv Synteta (2003), n
UTIOOTAPLEN TNG TEXVOAOoyLag Kal 0 owotdg oxedlaouog ( well-structured) Twv Projects odnyet

o€ KaAUTepa anoteAéopata otnv dL8aktikA tpagn (Synteta, 2003).
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ErunpdoBeta, to padnua tng Neavikng EMXELPNHATIKOTNTAG OMOCKOTEL OTNV TposToLacia
TWV VEWV avBpwIwy va eMITUXouV oto Topéa tn¢ Otkovouiag kal va 60600V otoug pabntég
EUKOLPIEG TOPAYWYNC TPOIOVTWYV HE OTOXO TNV  amooxoAnor tou¢ oto HéANov. Eival
ONUOVTLKO TO OXOA£lo péoa amd autd To PABNUa va TiPpoodEpel eumelpieg pabnong
TPOCOVATOALOHEVNG otnv gpyacio (Work-based learning). Eldikotepa, €va ekmotlSeuUTLKO

OEVAPLO VEAVIKNG ETUXELPNUATIKOTNTOG EXEL TA €€ CUOTATLKA:

1. AvuBsvtiko Meprexouevo (Significant Content)

v" AUTO TO EKTIOLSEUTLKO OEVAPLO ETIKEVIPWVETAL OTNV EKHABNON TWV HoBNTWwy oTo
MwG va Snuloupyouv pa emxelpnon mou oxedlalel, mapdyel, mpowbel kat
TIOUAGEL £€va  avTlkelpevo. AUTEG OL  LKAVOTNTEG E£lval  ONUOAVIKEC Vol
Snuoupynoouv umelBuvoug ToAiteg Tou E&€pouv va cuvepyalovtol Kol va
ETUKOLVWVOUV OMOTEAECUATLKA.

v To oevdplo eivar SaBepatikd kot Sivel tn Suvatdotnta ota madd va
£papUOOOULV TIC YVWOELC TOUC 0TN YAWOOQ, TA LABNUATIKA Kol o8 AN padnuato

péoa amd aubevtikd MAaiola.

2. AsfidtnTec 21%° awwva (21° century skills)

v" To 0evdplo avamtiooEeL TNV KPLTIKH OKEPN TWV HABNTwY, KABWG Kol TOUG
unootnpilel otnv emiluon MpofANUATWY, TNV ETUKOWVWVIA KL 0T CUVEPYAOLA.

V' OLpadntég pabaivouv va AUvouv poPARpaTa KATd TN SLAPKELR TOU GeVapiou:
va anodacifouv SnAadn MoLeg ival oL cwoTEC amodATELS Kol ETUAOYEG yLa val
elvat emtuyng n enxeipnon toug

v Zuvepydlovtal ocav opdsa yla va raipvouv amodAoEL yLo ThV EMXELpNOT TOUC,
va pTLaEouv To OVoua TNG eTALPELOG TOUG KaL €va LoVaSLKO TTPOoiov.

V' K&Be padntric avalapBavel £va polo kal eivat ureUBUVOC yla aUTo o€ OAN TN
SlapKela Tou oevapiou

v Tpémnet vo SLoBETOUV ETKOWVWVLAKES SEELOTNTEC YLAL VAL LOLPAGTOVV TLG LEEEC TOUC
LE TNV opddo Toug

V' OLpaBntég £xouv moAEC SuvatdTnTes va eival Snpoupykol, oxedidlovtag To
TPOLOV TOUC KL EMLVOWVTOC TO OVOUA TNG ETALPELAC TOUG , KAOWC emiong

dtiayvovrag tn SladnLOTIKN KAUTAVLA TOUG.
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3. Atevpuvntiki pabnon (In-Depth Inquiry)

v

v

v

OL paBntég Slepeuvolv TN onupacio.  TNG EMLXELPNUATIKOTNTAG KOl TWG MO
enuyeipnon Bewpeital emtuxnuévn.

OL pabntég evBappuvovtal va KAvouv T SIKEG TOUG EPWTNOEL , va Ppouv
TAnpodopleg KaL va SnULoUpyoUV VEEC KAl KALVOTOUEG AVCELG

Ol HaBNTECG KAVOUV OUGLWOELG EpWTHOELG OTWG «Mw¢ Pyalw TMoAAA AsdTad;» ,

«Mwc Ba elval To MPOIOV HOU HOVASLKO KOl OVTAYWVLOTIKO Ao GAAEG OUASEC;» Kol

SlepeuvolV e ooV TPOTo Ba ta KatadEpPouv.

4. Aepeuvntikd Epwtnua (Driving Question)

v

v

To €pPEUVNTIKO €pWTNUA TOU oevapiou pmopel va dnuioupynBel amd Toug
pobntég.

To €pWINUA AMOTUTIWVEL TV TPOKANCN TWV HaBntwv Kal eival avolyto: dev
UTTAPXEL ULl CWOTH OIAVTNON OTO EPWTNO QUTO 0TOo wE dnNAadn pLa emiyeipnon

Ba dTagel yla mapdadetypa éva povodikod mpoiov.

5. YAwo Edopunonc (Need to Know)

v

Ot paBntég epoppouvtal amod to BIVIEo e To TASIKO eyXeipnua TG MWANGN NG
Aepovadog kot pmaivouv os okéPn mwe va ¢Tiaéouv Kol €Keiva To SLKO TOUC

TPOLOV KOl VOl TO TTOUANCOUV.

6. A\Pn anodacswv (Voice & Choice)

v

v

Ot paBntég anodaocilouv HOVOL TOUG TO OVOWO. TNG ETALPELAG TOUC, TO OXESLO TOU
TPOLOVTOC TOUG KAl TN SLOPNLOTIKA TOUC KAUTIAVLA.

Mpénel va anodacicouv nwe va ¢tLaéouv to Tpoiov, mdéoo Ba otolyilel Kal Tt
elbouc Sadnuion Adyko kot cAdykav mpenel va GTLaouv yla va mpowbroouv To
TPOLOV TouC.

Eniong, oOtav ol pabntéc OUYKEVIpWVOVIAL OQV OMAda vo MImopouv va
anodocicouv va cuykpivouv LOEeg Kal otnv oAopélela va anodoaacilouv mwg Ba

TIAPOUCLACOUV TO OX£SL0 TOUC 0ToV SAOKAAO-eMeVSUTH.

7. AS&loAdynon (Critique & Revision)

v

Y€ OUYKEKPLUEVEG OpacTNPLOTNTEG TOU oevapiou ol pabntég Ba Aaupavouv
avatpodpodotnon amnd Tov eKMALSEUTIKOU KoL OTO TEAOG TOU OEvaplou Kol amo

Toug i6loug (peer assessment), yla va BeATwoouv TNV epyacia Toug
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v' O paBntég pmopolv va avooTtoxdlovtal TNV amdSo0r TOUC OE CUYKEKPLUEVES
Spaotnplotnteg BAoEL poupmpikag mou Toug Sivetal.

v' Ol padntég avaotoxdoval oTto Twe vo AUcouv TipoBARHata Kat va SouAéPouv
WG opada peXpL To TEAOG TOU oevapiou.

v 2to té)\og tou oevapiou, Stefdyetal pa oulitnon Omou AN N TEEN yla TS YVWOELS
Tou TepLlEAaBay .

8. Kowod (Public Audience)

V' Ol HaBnTEC HUIMopolV VoL £X0UV TIPAYHATIKO KOO .
v' Ol paBntéc Pmopouv va apouGLAGOUY TO oxESLO TOUC oTov eMevSUTH — 8ACKAAO
1 KArmoLlov eBgAovtr) amo T oXOALKA KOWVOTNTA, LE ETILXELPNMOTLKO, ETIOYYEALOTIKO
UdOoC va eMKoVWVOUV TO TIPOIOV TOUG.
v' Ol padntéc Ppridxvouv mpoiovta mou Ba to ayopdcouv dANoL , dTwC padnTEc,
YOVeig, SAoKaAoL, TPOOWTILKO Kol LEAN TNG KOLVOTNTAC.
V' Ol padntég napouotdlouy Tig Stadnpioelc Toug og mpaypatikd kowd (Sdokahot)
v" To KowoO KAVEL EPWTACELS YA TIC ETLXELPAOELS KOl TO. TPOIOVIO TOUC Kol Ot
poOntég mpoomabouv vo ToUG TTELCOUV Va TA AyopAooUV.
Enopévwe, HEoa amo TIg MepLypadEC TwV CUCTATIKWY TOU povtélou Stadaivetal n onuaocia
KaBéva Eexwplotd otnv ekmaldeutikr Stadikacia. H Mdabnon péow epyaciag (Project)
anoteAel éva SL8OKTLKO LOVTEAO TIOU O OAO TOV KOOHO TIOAAOL EKTTALSEUTIKOL TO EVIACOOUV

OTOV EKTIALOEUTIKO OXESLACUO TOUG.

2.3.2 ®aoelg Movtélou Entiduong NpoBARpatog- SSCS

To 616aktikd povtédo PBL (Project-Based Learning) €xeL epeuvnBeil ota mAaicla tou
povtéhou tng EmiAuong MNpoPAnuoatoc (Problem-based learning), to omoio otnpiletol oe
£vav TpoBAnUATIONS Yl TNV ovAdeLEn TwV YWWOEWY Twv padntwv péoa amno tnv eniluon
tou. Etol,, ot ¢docelg tou povtédou “Project-based Learning” 6ev elval akplBwg
npocdlopllopeva, Aoyw tng dpuong tou Project, To omoio adnvel epdavilel eAevbepia wg
T(POG TNV TOPOYWYN TOU EKACTOTE MPOIOVTIOG. Ta TAAioL, OUWCE, TNG ApoUoas EPEUVAS
xpnouomnolndnkav ta técoepa otadla dlepelivnong tou Pizzini SSCS (Pizzini, Shepardson, &
Abell, 1989) BaoeL tTng pabnong péow emiduong mpoPAnuatog, deSopévng TNG OULOLOTNTAG

TWV oTOXWV TwV SU0 povtédwy. Ta oTadlo auTd sival ta e€AC:

> 'Epeuva (Searching)
» EmiAuon (Solving)
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» Anuoupyia (Creating)
» Alopolpaocpog (Sharing)

H npwtn ¢daon g Epeuvag (Search) meplapfadvel Tov Katalylopo W6ewv (Brainstorming)
TIPOKELUEVOU VA TIPOOSLOPLOTEL TO EPEUVNTIKO €pwInua Tou Ba mpoomnabrioouv va
amavtioouv oL padntég (driving question). Me autd tov TPOMO oL HaBntégc cUAAEyouv
EPWTNUATO KOL TIPOPBANUATIOHOUC A6 TNV KOBNUEPWOTNTA TOUG 1] Ao TO YEVIKOTEPQ
evbladépovta toug kat Staléyouv amo tn Alota éva B€pa mou embBupoly va e€epeuvrnoouy.

‘Etol, au&avovtal ta kivnTpd Toug yla pabnon.

Ytn &eltepn daon tng EmiAuong (Solve) oL padbntég oxedialouv kot uAoTOLOUV Ta oXESLa
TOUG yla va Bpouv AUcn oTov apXLkO Toug MPOPANUATIONO-epwWTNUA. Agv Toug Sivetal pLa
ouvtayn emtuyxiag, evw eival ot iSlot umevBuvol yla Th Snuloupyia Tou TEPAUATOC H TOU
npoiovroc. Etol, avamtuooeTal n KPLTIKA Toug Lkavotnta, Kabwg anodacilouv TL MPEMEL va
KAVOUV, TIWG VA TOo KAVOUV, av eival akplBelc oL HeTpAOELg Toug Kal ylatl kdBe BrApa sivat

ONUAVTLKO yLa TNV TopEeia TNG Stadikaoiac.

Kata tnv Tpitn ¢don tng Anpovpyiag (Create), ol pabntég kaAouvral va oxedldoouv To
TPOIOV TIOU OXETIZETAL E TNV QMAVINON TOU EPWTAMATOC TOU TEBNKE otnv apxn. Kavouv
YEVIKEVOELG Kal Tapouaotdlouy 1o anAd dedopéva yla tnv miAucn Tou TpoBANUATIOUOU,
omou eival edIkto. OL podnTéC MapoucLdlouv T AMOTEAECHOTA KOL TOL CUUTIEPACATA TOUG

ME TPOTO SnULoupyLKO (adloeg, Blvteo, mivakeg, Slaypdppota KATT).

Ztnv tedevtaia ¢daon tou Ataporpacpot (Share) oL LaBNTEG EMIKOVWVOUV TA €pya TOUG KOl
Ta Tpoidvta mou SnUloUpyncav OTOV EKTIOOEUTIKO KOl TOUG CUMMHABNTEG TOug Kal
Aappavouv avatpododotnon kat afloAoynon yla OAn tn padnolakn mopeia. ITo TEAOG,
Sle€ayetal oulntnon mou PBonBael ta maldld va Sleuplvouv T EPWTHHATA TOUG yla

nepattépw €peuva (Chin, 1997).

Eivai, Aowmdv, davepd OTL To HOVIEAO auUTO eival AlyOTepo SAOCKAAO-KEVTPLKO, EVW
TEPLOOOTEPO HaONTO-KeEVTPIKO. Epeuveg pdAlota €xouv Katodeifel OtL ekmotdeutikol ToU
xpnotpomoinoav to SSCS povtého, auéndnke n aAAnAemidpaon Hetafl Twv padntwv
(student-student interaction) oe cUykplon pe dA\a meptBallovta nmapadootakng Hadnaong

(Pizzini & Shepardson, 1992).

Juvenwg, KpiBnke n KAtaAANAOTNTA TOU WG HOVIEAO emihuong TPOPAAUATOC HE TIG

OUYKEKPLUEVEC PAOELG YL TO EKTIALOEVUTLKO OEVAPLO TNG Ttapoloag Epeuvag. OL GAOELG AUTEG
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taplalouv oto SI8AKTIKO HOVTEAOD TNG Habnong Héow epyaciag (PBL) wg mpog Ta mapakatw

onueia:

Oplopdg mpoPAnUaATIopoU- epwThpaTog (driving question)
AguTEPEVUOV 0 POAOG TOU EKTIALSEUTIKOU (EKTTALSEUTIKOG-TIOpATNPNTNAC)
Anpoupyia Mpotdviwy

Mapouoiacn £épywv Kot afloAdynon

JuvepyaTikn padnon

AN N N NN

Alepeuvntikn pabnon

2.4 H npaxktikn tng Nawvidonoinong (Gamification)

2.4.1 O anapxég tng Nawvidonoinong (Gamification)

H mpaktikn tng Mawyvidomnoinong (Gamification) elval évag 6pog mou ta teAeutaio xpovia
ApXLOE VAl YIVETAL YVWOTOG OTOV TOUEQ KUPLWG TWV ETLXELPNOEWV (enterprise). Qotdoo, péoa
and tn Stebvr) BBAloypadia, yivetal dpavepo o6tL n mawyvwwdng okédn (game thinking)
ApXLoE va KAVEL TNV spdavior tng os emyelpioslg Aén amod tov 20° awwva. Yrdpyouv
avadopéC OTL TO TPWTO TALXVLOOTIOLNUEVO CUCTNA XPOoVOAoyeital oTig apxEG Tou 1980 anod
to Navemotruio Tou Essex pe tov kabnyntn Richard Bartle, mpwtonopog ota Stadiktuakd
naxvidla moAAwv moalktwv (multiplayer online games), o omoiog opilet tn A€En
“gamification” w¢ TNV UETATPOM OXL €vOG TAXVIOIOU aAAG €VOC QVIIKEWWEVOU Ot €val
malxvidt (Werbach, 2011). Etol, dpxloe vo TpooSlopiletol Olyd-clyd n TPOKTIKA TNG

nalyvidonoinong (Gamification).

YT ouvéxela, Katd to 2003 yivetal yia mpwtn dpopd xprion Tng malyvidonoinong Ue TNy mo
npoodatn onupacio tng oOtav o Bpetavog mpoypappatiotig mavidiwy Nick Pelling
Snuovpynoe matyviwdelg 00dveg (interfaces) oe NAEKTPOVIKEG CUOKEUEC. QOTOCO, TTOAU TILO
mpv, amd 1o 1912, n etawpeia Cracker Jack dpxloe va Balel éva mavidl €KmANEn otig

CUOKEUAOLEG SNUNTPLOKWY YLa va aUENOEL TG MWANCELS TNG. Mapatnpel kaveig, Aowmov, otL
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mtoAMot eiyav epapUOOEL PHE KATIOLOV TPOTIO TNV PAKTLKN TNE Ttatyvidomnoinong, aAAd OxL HE
TOV TPOTO IOV UIAAUE onpepa. Av Kol akoAouBouv KL aAa mapadeiypata, moAU apyotepa,
UOALG To 2010, oxeblaoteg mayvidiwy onwe Amy Jo Kim, Nicole Lazzaro, Jane McGonigal kot
Ben Sawyer, kaBwg Kol gpeuvntég, onwg lan Bogost, James Paul Gee, kol Byron Reeves
€ekivnoav va pAoUV yla Tn onuaocia Twv BTeonmalyviSiwy otnv Kabnuepvotnta Ttwv
avBpwrnwv. Ekeivn Tn xpovid o 6pog “Gamification” uloBeteital and moAoUg pe tn onuocia

TIoU ToV Xpnotomnololv onuepa (Werbach & Hunter, 2012).

Apxwkd, to 1980 &nuoupyrnbnke to MUD 1, to mMpwto SLaSIKTUAKO TtaLXvidL poAwv
(multiplayer online role-playing game), to omolo amotelel éva mawyvidt Paclopévo oe
keipevo (text based system) mou pmopolcav oL TMALKTEG VA AIMOKTACOUV TNV EUMELpla EVOG
£LKOVLKOU KOOHOU. AUTO To TtalyvidL amoteAel Kal Tov Tpoyovo Twv cUYXPOVWV TTALXVISLWY
onw¢ to World of Warcraft, Second Life kal Lineage. Itn ouvéxela, n onuacio Twv
Bwreomayvidlwy otnv pabnon tou atopou amodelkvUetal 6N amd to 2002 pe tnv
gudavion twv “Serious Games”, to omoia eivol malyvidio pe otoxo tnv emiAuon
TMPOBANUATWY. Ta CUYKEKPLUEVA TIALXVISLA EVWVOUV TOV LOLWTLKO TOUEX LE TOUC TOUELS TNG
ekmaidevong Kal tou otpatol, Kabwg Ue oautd onuepo yivetal n ekmnaidsuon moAAwv
ovOpwrwyv. AKOUA KOl OTIC LOTPLKEG OXOAEC paBaivouv yla mapddelypa vo Xelpoupyolv
péoa omd tétolou eiboug mawvibla. Etol, yivetal kotavontd OtL ta molyvidio mAgov

anoteAouv éva BauUaoTo TPOTO yLa TN EKUABNoN ToU aTOoU.

H €&éA&n tng mawyvwwdng okéPng (game thinking) eixe w¢ amotédeopa to 2007 va
SnuoupynBel n mpwtn mayvidomnotnuévn clyxpovn mMAatdpopua amno tnv etatpeia Bunchbal
pe to ovopo Nitro. To AOYOUKO TNG TAATHOPUAG ETUTPEMEL OTOUC OPYAVIOUOUG va
edapuolouv pnxaviopouc ravidlwy (game mechanics) oe koWwwvika Siktua, epapUOyES
mAepwvwy, koOwg kal oe Lotooehideg. To TeAeutalo SlAoTnUA UTAPXOUV TIAEOV
TepLoooTepeg etalpeieg (m.x. Badgeville, BigDoor) mou mpoodépouv TMaALXVISOTOLNUEVEG

TAQTPOPHEG YLt AAAEG eTalpeieg (Werbach & Hunter, 2012).

Awavuovtag tn Oekaetia tou 2010 n mpaktik tng MNawvidomnoinong (Gamification)
Sladpapatilel onuaviikd polo OxL HOVO OTov KAASO TwV €mIXeElprioewv aAAd Kal otn
KoOnuepvoTNTA TOU amAou avBpwrou. Ekatopplpla dvBpwrmol 0AwV Twv NAKLWY o 6Ao
TOV KOOUO adlepwvouv wpeg mailovtag Pureomayvidia. O kO6oUO¢ Tou AladikTtuou
ETUTPENEL TNV €UKOAN TpooBoon o moANG malyvidio xwpig¢ oxeddv kdotog. H Jane
McGonigal, oto BiBAio tng “Reality is Broken” kavel Adyo yla ta malyvidia péco amo to

nplopa Twv avBpwrivwyv TpoPAnuatwy. IUpdwva HeE T ouyypoadEa, Ta movidia oto
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HEAAOV, umopouv va BonBricouv va §0B8oUv AUCELG o BEpata OmwG N KALLATIK aAlayn,

oAAQ Kol WG Propel va mapakivnBel o AvBpwrog Kat vor TEETUXEL.

INUePQ, oL £PEVVEC YUPW Ao Tov 0po “Gamification” mAnBaivouv, kaBw¢ avalntouvral Ta
anoteAéopata mou prmopel va €xel n edappoyr Tou otn Kabnuepwotnta Twv avlpwnwv
TEPA OO TO TOMEA TWV MWANCEWV KOL TOU HAPKETIVYK. H Ttawyvidonoinon (gamification),
OTWC¢ eppnveveTaL EVIEAEL Ao tn SLebvn BiBAoypadia, apyilel va wplpalel péoa amod L6£eg

TIOU GUVEXWG SnLoupyolvTaL yLa TIG SLadOpPETIKEG MTUXEG TOU OpOU AUTOU.

2.4.2 Oewpieg Nayvidonoinong (Gamification) ko avantuén Kwvitpwv
(motivation)

2.4.2.1 Opopog Nawyvidomnoinong (Gamification)

O oplopodg ¢ Nawyvidomnoinong (Gamification) Bewpeital and moAhoUg acadnc kat otL Sev
KOAUTITEL OAEG TIG TITUXEG EDAPUOYAG TNG TIPOKTLKAG AUTAG. QoTd00, LEXPL OTLYUNG CUVEXILEL
va xpnotuornoleital o €€n¢ oplopog: «Matyvidomnoinon (Gamifcation) elvat n xprion otolxeiwv
naLxvidLol (game elements) kal TeEXVIKEG oXeSLAOUOU atyviSuwv (game-design techniques)
o€ m\aiola dixwg matyvidia» (Werbach & Hunter, 2012). Bdoel tou mapandvw opLopol mou
Slvetal yla to “Gamifcation” eival onpavtiké va avaluBoulv ta Tpla Baocikd otoleia Tou:
otolyeia malyvidlol (game elements), texvikég malxviSiwyv (game-design techniques) kat

mAailola ektog matyvidlou (non-game contexts).

stoeia mouyvibuwv (Game Elements)

Ta otolyeia Tou mauyvidlou eival Omwe akpLPwg opilel N onuooia TOUG, UIKPA KOUATLA TIOU
ouykpotoUv éva mauxvidl. Qotdoo, éva moviborolnuévo cuotnua Sev eival éva
oAokAnpwuévo Talxvidl, avtlOEtwg xpnollomnololvtal Kamola otolxeia (game elements),
TIPOKELWEVOU N KAOE EMIXELPNON VA LKOWOTIOLOEL CUYKEKPLUEVA cupdépovta (A.x. avénon
nwAnoewv) eite va e€aodalioel tn Slaokédaon Twv xpnotwy. 0udwva pe tov Werbach
(2012), ta MO onUAVTIKA cuoTaTKA ToviSwv eival ol movrol (points), spPpAnuata
(badges) kat ot mivokeg katdtaéne (leaderboards), ta omola amotehoUv tnv Asyopevn
toada “The PBL Triad”. Ta otolela autd av XpnolUomooUV OWOoTA HUIMopPouV va

anaptilouv AmoTeEAECUOTIKA Kol Suvaplkd maiyvibomolnuéva meplBarlovia. Ymapyxouv
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TLEPLOCOTEPOL TPOTIOL XPrONE TOUG amod TNV KABLEPWUEVN, YU AUTO Elval CNUAVTIKO TIPLV TNV

edappoyr Toug va yvwpllel KAVELG T UTTEP KOL T KATA TOUC.

ElbkOTEPQ, oL movtoL (points) xpnolpomolouvtal yla va evBappUvouv Toug XPHOTEC va
TIPATTOUV CUYKEKPLUEVEG EVEPYELECG, TIPOKELUEVOU Vo Ta oUAAEyouv. ETol, Asttoupyolv pe
600 TpOMoUC, eite pumopoUuV va Ta e€apYUPWOOUV 0 UAIKEG apoLBEC | AMeg uTinpeoieg elte
omAQ AELTOUPYOUV QVTIAYWVLOTIKA WG TPOG Toug GAAou¢. Qotdoo, péoa amd tn Slebvn

BBAoypadia mpotelvovtal £€L StadopeTikol TPOMOL Xpriong Twv MOVIWV (points):

DavepWVOUV OTTIOTEAECHATLKA TOL OKOP TWV TOLKTWV-XPNOTWV
Mpoaoblopilouv Ta onueio tng vikng (win states) Tou matyvidlov
Yuvbéouv TNV mpoodo e tnv e€wteplkn apolpn

Mapéxouv avatpododotnon

OMTLKOTIOLOUV TNV TPO0S0 TWV MOLKTWV-XPNOTWV

A A T o

MNpoodEpouv Sedopéva yla Tov oxedlaotr Tou matyvidlol

AvaAoya, Aoudv, Pe To TL BEAEL va TETUXEL KABE Ppopd 0 OXeSLAOTHE TOU CUCTAATOG T
xpnotworolel katdAAnAa. Av mapadelypatocg xapn BEAeL va MpowBROEL TOV QVTOYWVLOUO,
XPNOLUOTIOLEL TOUG TIOVIOUG WG OKOP, VW av BEAEL va ehpobLAlel TOUG MAIKTEG E OUVEXN
avatpododotnon yla TNV mopeia Toug oTo TaLXvidL, Ta xpnolomnolel wg €voelen eniboong

KoL tpoodou, xwpic va paivetal n emidoon twv aAwv (Werbach & Hunter, 2012).

To  “Badges”, pwa popdr eumAnpAtwy, amoteAoUv amd TtV AAAR  OTELKOVIOELG
ETUTEVYUATWY PETa otnv matyvidomolnuévn dadikaoia (Werbach & Hunter, 2012). NMoAAEg
ETUYELPNOELG £XOUV EVTALEL TNV Xprion Twv “badges” pe otdxo TNV Mpowbnaon Twv UTNPECLWV
TOUG KOL TNV TPOCEAKUCH TOU KOTOVOAWTLKOU Kowvou. Ta “Badges” xpnoiuomolouvtal ylo
Sladopec Spaotnplotnteg kabs ¢dopd. XOPOKTNPLOTIKO Tapddelypa elval autd Tng
Foursquare, n omoia péow tNG SLASIKTUOKAG €PAPOYNG TNG CUVSEEL TOUG XPrOTEG HE TN
TOTIKA ayopd, evBappUVoVTAg Toug va dnAwvouv Tn tomobecia Toug ota payalld Tng

nieploxnc (check in), mpokewévou va avrapeidpOoulv pe “Badges”.
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=l B 501

Badges: foursquare

Newbie Adventurer Explorer Superstar

coe

Bender Swarm Local Super User

®

Player School Night  Far Far Away Brooklyn 4
Please! Life

@ @

Photogenic Socialite Gossip Girl Swimmies

0®

Anlmal Ziggy's Don't Stop Gym Rat
Wagon Believin'

nnnnn

Ewcova 1 Ta Badges zyc Foursquare (Ilyys: http://change.io/blog/new-
foursquare-emphasizes-experts-discovery-201111)

IXETIKA HE TN Xpnon twv “Badges” otnv skmaideuon, péoa amd tn Siebvn BipAloypadia,
dalvetal OtL n xprion Toug UmMopel va TPOOHEPEL TILO OUYKEKPLUEVOUG OTOXOUG,
evbladépovteg Spaotnplotntec, Eekabapa mpotuma, £veelén enidoong, kawvotouia, emloyn
kot auBevtikotnta (Dickey, 2005; Abramovich et al.,, 2013). Ta teAeutaio xpovia to
ekmotdeutika “Badges” €xouv uloBetnBel amd apketol g opyaviopouc, onwe Mozilla (Peer 2
Peer University & Mozilla Foundation, 2011) kat Khan Academy. Qotooo, sival anapaitntn
n TMeEPALTEPW €pPeuva TNG XPAOoNG Twv  “Badges” Kol Twv OMOTEAECUATWV TNG OTNV
eknaidevon, kabwc amote)el éva e€wtepkod Kivntpo (extrinsic motivation) to omolo pnopet
va EXEL APVNTLKEC ETIUTTWOELG OTNV Ttapakivnon Twv padntwv yio padnon (Abramovich et
al., 2013). AMwote, onwg Nén €xeL avodepOel oTIg Bewpieg TWV KIVATPWY, TIPOYEVECTEPES
£peuveg €xouv beifel OTL oL e€wtepkég apolBég (external rewards) sival akatdAAnAeg yla

TNV avamrtuén KwNTpwv yla padnon (Deci et al., 1991).

Qotooo, olpdwva pe toug gpeuvntéC Judd Antin kat Elizabeth Churchill, éva ocwota

Sounpévo obotnua anodoong “Badges” €xel Ta €€AG MEVTE XOPOKTNPLOTLKA:

1. TMopExXeL OTOXOUG GTOUC XPrOTEC

2. MMpoodEépel 08NyLEC OXETIKEC LE TO EKAOTOTE CUOTNHA KAL TL QUTO UMOPEL va TtapExeL

3. Elval evbeifelg ylo tov KGOe XproTh, OXETIKA HE TOLEG £lvoil oL eMISOCELS TOU Kol
moLa eival ta eviLladpEépovta Tou

4. AmoteAoUV OMTIKOTIOLAOELG TOU KOWVWVLKOU OTATOUC TWV XPNOTWV Kol TnG mopeiag

TOUG 0TO cUoTNUA
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5. Aettoupyouv wg Seikteg opadag, kabBwg dool £xouv ta idla “Badges” avrkouv otnv
6l opada, pe amotéleopa Ta £Eumva  TALXVIOOTOLNUEVO OCUCTHUOTO va

SdnuloupyoUlv TNV alodnon Ttng TauTLoNG.

To TeleuTalo cuoTatiko Twv Tavidlwy (game element) otnv Tplada PBL eival ot Mivokeg
Katdataéng (Leaderboards). Asitoupyolv Katw amod €va MAQICL0 GUVEXNC TPOOSOU TwV
TIALKTWVY LE TETOLO TPOTIO TIoU SladEpouv amd Toug OvVToug Kot ta “badges”. Onwg kot ota
matyvidla, oL MVAKEG KATATAOOOUV TOUC TIALKTEG-XPNOTEG AVAAOYA E TIC EMLOOOELC TOUG OE
KaBe Opaotnpotnta | ¢daocn Tou Taviblou. Me QuUTO TOV TPOTMO WUMOPOUV TO
“Leaderboards” va Aeltoupyrioouv wg LoYupd Kivntpa yla TNV Mapakivnon Twv ToLKTwV-
Xpnotwv, kabwe o kabévag mpoomabel va avéPBel otov Tivaka Katdtagng, onmwe cuppaivel

KOl LE TOUG aBANTEC.

Qoto00, N Xpron TouG TPETIEL VAL YIVETAL LOOPPOTNHUEVO OE £va CUOTNUA TtaLXVISomoinong
(gamification), kaBwc¢ eivat Suvatd va pEpouv kat ta avtiBeta anoteAéopato. JUpbwva Ue
tov Werbach (2012) umdpyxouv moAMlol tpdmol €vtaéng twv TVAKWY Kotdtaéng oe éva
TLOUXVLEOTIOLNUEVO GUOTNHO, TIPOKEWMEVOU VA UNV OTATLIKOL KAl va XpnoLlomolouvtal os
Spaoctnplotnteg mou eival (Sleg oe GAOUG KAl UMOPOUV OL TIALKTEG Vo CUYKPLBOUV peTagu

TouG.

Juvenwg, péoa amnod tnv avaiuvon tng Tpluadog PBL, mpooeyyioape onuavtika otolyeia (game
elements) mou xpnolpomnolovvtal os Stadopa Bvteomalyvidia. Qotdéco, KaAAlepywvTag Th
nalyviwdn okéPn (game thinking), cupmepaivel kaveic 0TL autd ta Tplo cucTatikad Sev sivat
too péva mou pmopolV vo  xpnolgomownBolUv oe éva cuoTnua  Tavidomnoinong
(gamification). T’ oautd, Aoutdév, TO TALXVIOOTOLNUEVO NAEKTPOVIKO HABnUa  Ttou
Snuloupynoope ota ALl TNG TOPOUCAG EPYACiag EeVIACOsL Kal GAAa oTolxeia
TALLXVLOLWY LE OTOXO VA TETUXOUE TOo HeyaAltepo Babuo mawvidomoinong. ANMwote, av
Kaveic B€AeL va TETUXEL T KAAUTEPO ATOTEAECHATA ATIO TNV TPAKTLKA TNG Ttaxvidonoinong

(gamification) tote mpémel va kottdéel mépa amo tnv Tpwada PBL (Werbach & Hunter, 2012).

Texvikég Mayvidiwv (Game-design Techniques)

Ye éva mayvidonolnpévo cvotnua (gamified system) xpnolpomoloUVTaL KATIOLEG TEXVLKEG,
OMw¢ ota Tawvidla. H xprion moviwv [ Tvakwv Kotdtagng dgv mpolmoBEtouv Kat thv
QMOTEAECUATIKOTNTO TOU cuotrnuatog mawvidomnoinong (gamification). Ymdpyouv moAAEg
Slaonueg edpappoyeg “Gamification” mou €xouv moAAd oddaipata(Werbach & Hunter, 2012).

AUuTO odelleTal oTO yeyovog OTL 6ev PTAVEL N €L0AYWYr CUCTATIKWV TALXVISLWY (game
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elements), oAG yevikAd n EVOWHATWON TEXVIKWV amd Ta moyvidia (game-design

techniques).

Elval amopaitnto vo UTTAPXEL HLO CUYKEKPLUEVN OTPOTNYLKA WG TPOC TO MW Kol Tou
Xpnoldomolouvtal to “game elements”, kaBw¢ kol TWG yivetal auth n eunelpia
nalyvidonoinong va ¢épel ta embupntd anoteAéopoata. OAa Ta MAPAMAVW AMOTEAOUV
TEXVIKEG oXebSlaopol TalXvidlwy, TIou ol oXeSlaoTeg malyviSiwv Aappavouv umoyn Kot

npoomnabolv va MeTUXouUV O AUTO.

‘Ocov adopa TIG TEXVLKEC TIALXVIOLWY, OE AUTO TO TOUEON EVTACOETAL KAl N adrynon Kal n
TAOKN TNG Lotopiag mou amoptilel éva mawyvidl. Evag oxedlaotng (game designer) €xel
napAaAAnAa Kal Tov poAo evOg oevaploypadou, KabBwe TPEMEL va EUMAEEEL TOUG TIAUKTEG TOU
KOTw amd 1o ¢dopa plag «pubikng» Lotoplag. Xtnv moapouca epyacio n adnynon
(storytelling) amotéAeces onuoavtikd mapayovia kot 660nke Slaitepn mpoooyrn, kKabwg ot
ekmaldevopevol elxav avdykn amo éva malyviSomolnpévo cvotnua mou Ba €uolale pe

nayvidy, aAAd mapdAAnAa Ba dlatnpoloe Toug eKMASEUTIKOUE OKOTIOUC TOU.

H adnynon tng wotopiag tou oevapiou moAAwv mayvidiwv (Storytelling) Baoiletal oto
povtého “The 3 Arc Story”, To omolo xpnolormoLeital Kal yla Thv €EEALEN TNG LoTopiag Twv
navdlwy . Onweg amelkoviletal koL oto oxnua, n adrynon omoteAsital anod Tig €Eng

daoelc:

> Apxn (Beginning), omou ewodystal o BeaTA¢ OTNV TPOCWIIKOTNTO TWV
KEVTPLKWY XapaKTHpWV/Npwwv Kat pobaivel yia autoulg.

> Meéon (Middle), 6mou o maiktng mapakoAouBel TNV MAOKNA Kol TIC EVOLAUEDES
Kploelg (ZknvEG mou Snuloupyolv TepeTaipw aywvia) mou cupPaivouv ot
QUTNAV KALLOKWTA, péEXPL TNV tedeutaia paxn (Confilct) mou ocupPaivel adou n
évtaon (Tension) €xeL dtaoel oto PnAdtepo eninedo.

> Téhog (End), omou €xel TeEAEWWOEL N TeAeuTAlO AVAUETPNON AVAUECA OTOUG
exBpolG NG loToplog KoL TOPOTNPOUME TO TL £€XEL Omoylvel o KABe

Apwac/Xapaktipag TG Lotopiag pac.

Emouévwe, ota mAaiola tng gpyaciag autng n adnynon (storytelling) amoteAel Tov mupnva
NG, EVOWHATWVOVIAG TNV OTNV TPOKTIKA TNG Tmawxvidonoinong (gamification). Ito
“Gamification” oUudwva pe tn oxediaotpla mavidiwv Amy Jo Kim kat dAAoug, n yevikn
W6€a elval n apxn evog Tagldlol Twy MalKTwy. AAWOTE, PEoO Ao T CUUUETOXA TOU O éva

navibononpévo ovotnua | HaOnua, o xprRotnc/ekmaudsuopevog amo  madntiko

48



mapatnpnth e€eAicoetal o evepyd GUUUETEXOV TTOU TTOPAKOAOUBEL Kal EAEYXEL TNV TOpPEL

TOU amo to onueio A oto onpeio B ota mAaiola tng Lotopiog (Kim, 2013).

J=tension
climax
crises __o |
I
‘ A dénousmeant
opening scene
&= time 1
beginning middle end

Zxnua3 The 3-Arc Story Model for Narrative

Ektog mAouciov rrouyvidov (Non- game contexts)

TéAoC, oTOV 0pLOMO emionuaivetal otL n mavidomnoinon (gamification) AapBavel pépog oe
éva mAaiolo ektdg maxvdlol (non-game contexts). MpdokAnon yla to oxeSlaopd Kat tnv
vlomoinon Twv MALXVISOMOoLNUEVWY CUCTNHATWY AMOTEAEL N €viafn TwV CUCTATIKWY, TIOU
AeltoupyoUV OTOV KOOHO TWV TIALXVLOLWY, KAl N OTNOTEAECUATIK €dapuoyr TOUG OToV

TPAYHOTIKO KOopo (Werbach & Hunter, 2012).

Je avtiBeon pe to oxedloaopd maxvibuwv ekheimel o «u0Bog» ota matyvidomolnuéva
cuothuarta, kabwg Slampaypatevovral BEPata amd Tov KOOUO TWwV EMLXELPHOEWY KAl UE
KOWWVLKO QVTiKplopa. 2To TAdiola AOUtovV TNG TPAKTIKAG OAUTAC Ol  ETLXELPNOELS
npoomnabolv va eEUTINPETRCOUY KABe Ppopd Tt cUUDEPOVTA TOUC, TPOCEAKUOVTOCS OAO Kal
TIEPLOOOTEPO KOWO. ITIC UEPEC MOC, MAALOTa, n etaipsia abAntikwv edwv Nike £xel
Snuloupynoel Tn véa NG Kapmavia pe tnv epoappoyn Nike+, n omola matyvidomolel T
Sladikaoia ayopdg véwv mamnoutolwv Nike. Méow tng edapuoyng autng amnelkoviletal n
PO060¢ TWV Xpnotwy, evBoppUlVOVTAL O TIPAYUOTIKO XpOvo amd Toug ¢piloug Toug Kot
pokaAoUV o évag Tov aAAov va TpEEouv TaxUTEPQ 1 TTEPLOCOTEPO. H mapandvw spapuoyn

Tou Opou “Gamification” €xel w¢ otoXo va aU€NOEL Ta KIVvNTPOL TWV XPNOTWV/TEAATWV YL
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TLEPLOCOTEPN PUOCLKH AOKNON, LE ATWTEPO OUWG OKOTIO va ¢BapoUV ta TtaAld aBANTIKA Toug

KOLL VO 0yOpAooUuV Kalvoupla.

H mpaktikng tng malxvidonoinong (gamification) edapuodletal KAtw omd CUYKEKPLUEVA
mAaiola (non-game contexts),ta omola elval n eowteplk matyvidomoinon (internal
gamification), n efwtepikn malyvidomnoinon (external gamification) kal n matyvidomnoinon
oAlaync cupmneplpopdg (behavior-change gamification). Xtnv socwtepikn matyvidomnoinon,
Ol ETALPELEC XPNOLUOTIOLOUV TNV TIPAKTIKI AUTH YLO VAL AUEACOUV TNV TTAPOYWYLKOTNTA TOUG,
evBappuvovTag TNV KALVoTOUa KAl TIG SLATIPOCWIILKEG OXECELG ETAEY TWV EPYATOMEVWV TNG
gtalpelag. Autd TO TAQiolo ovopAleTal Kal E£TALPLK  Taxvidomoinon (enterprise
gamification). H gfwtepikn mawvidomoinon edapuoletal, onwe ndn €xouv avadepbel
peplka mapadeiypoata autol tou mAaloiou, PETAEU TNG €Talpeiag KOl TWV TIEAATWV TNG,
TIPOKELUEVOU va auénBouv ol MWANRCEL TOU TTPOIOVTOC 1 TNG UTINPECLAC TIOU TIPOohHEPOUV
Kol va BeAtlwOel n oxéon tng etalpeiag pe toug mehdrteg tng. TEAog, n matxvidomnoinon ylo
™V al\ayr cupunepldopd amoTeAel MPAKTIKA KN KEPSOOKOTILKWY OPYOVWOEWY TIOU £XOUV
W¢ OTOXO VA avamtuéouv vEeg ouvnBeleg mpog 0deAog Tou avBpwrivou Yévouc. AuTO To
mAaiolo, Aowutdv, pmopel va €xel edoapuoyn amod SpAacelg yia uylewotepn Siatpodn,
T(POCEKTIKOTEPN 081 yNnon, HEXPL TNV avopdpdwaon Twv XOALKWY TAEEWV yla amoSoTIKOTEPN
HaBnon Kol MeEPLOcOTEPN EUTTAOKN TWV HaBNTWY, OMWE SlampayUaTeVUETAL | CUYKEKPLUEVN

epyaoia (Werbach & Hunter, 2012).

Enopévwe, og éva cuotnua atxvidonoinong ival £€vtovo To otolyelo Tou peaAlopol, Xwpig
™V Umapén pavraotikwy otolyelwv. Qotdoo, unopel va cuvundpéel to mayviwdeg otolyelo
LE TOUG OTOXOUG TNG EMLXEIPNONG 1 TOU OXOAglou Pe TNV KATAAANAN XPAON TWV CUCTATIKWY
(elements) kot Texvikwy (game-design techniques) Twv maLyVIOLWYV. JUVAYETAL, EMOUEVWC, TO
CUUMEPAOMO OTL N Talyvidomoinon XpNoLUOTOLEl KOpPATIa TayviSiwy, aAld Sev eivol

TALXVIOL Kal auTo amnoteAel tn petafl toug Stadopa (Kapp et al., 2014).
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Organizational Benefit

F 3
Internal External
Employees/ — ¢ b Individuals
Communities
Behavior Change Behavior Change
{entreprise (individuals)
programs)
v

Personal Benefit

Zxnua 4 Zxéoeic uetaéu twv katnyoplwv tov Gamification ( Werbach & Hunter, 2012)

2.4.2.2 Tonot Nayvidonoinong (Gamification)

Méoa amnd tn 8tebvr BLBAloypadia, yivetal SLAKpLon TNS TPOKTLKAE TNE matxvidomnoinong
(gamification) oe &VUo TUMoug: mouyvidomoinon &oung (structural gamification) kau

nayvidonoinon neplexopévou (content gamification).

H Noawyvidomnoinon Aoung (Structural Gamification) elval n epappoyr otoxeiwv maxvidiwy
(game elements) xwpic oA\ayéC OTO TEPLEXOMEVO HE OTOXO TN TMopwdnon Twv
ekmalSevopevVwY. EL8IKOTEPQ, 0 AUTO TOV TUTO TtaLXVLSomoinong To mepLlexOUevo Sev eival
nayviwdng (game-like), aAA@ n Sopn Tou mepLeXOUEVOU €XEL OTOLXElO Ao Ta Ttayvidla e
OTOX0O TNV TOPOKIVNON TWV EKMALSEVOUEVWV KOl TN OCUUUETOXH TOug otn padnolokn

Sladikaoia péow BpaPeiwv.

Edapuoyég autol Tou TUMOU TalyvLiSomoinong XpnoLUoToloUy Katd KUpLo AGYyo TOVIoug
(points), euPAnpata (badges), emtevypata (achievements) kat enineda (levels). Emiong, oe
TETOlA TTOLXVISOTOLNUEVA CUOTAUOTA UTIAPYoUV Tivakeg katatagng (leaderboards) kot
Umnapec mpoddou (progression bar), TPOKELUEVOU OL EKTTALOEVOPEVOL VA TTAPakoAouBoUV TNV
nopeia tNg LAbnong toug kat TNV mPdodo Toug, £xovrag Thv duvatotnta va Slapolpdlovrol
pe Toug dihoug Toug TIg emttuyieg Tous. Ooov adopd, HAALoTa, yla emumpocBeta otolyeia
nayvildlwy (game elements), 6mw¢ n mPooORKn XapakTApwvV Kal Lotopiag, epooov Sev
oaAalouv TO TEPLEXOUEVO amoteAoUv otolxelo malyvidonoinong O6oung (structural

gamification) (Kapp et al., 2014).
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H Nawvidornoinon Mepleyopévou (Content Gamification) avadépetal otnv sloaywyn
otolxelwv  mawvibiwv (game elements) kat mowyviwdng okéPng (game thinking),
TIPOKELUEVOU VO UETATPANEL TO TEPLEXOUEVO O MePLooOTEPO malyviwdn ( game-like). H
vAomoinon autol Tou TUToU TN¢ Talyxvidonoinong Umopel va yivel €ite pue TNV elcaywyn
otolxelwv adnynuatikdtntog (story elements) oe éva cuotnua eite pe tn dSnuloupyia pLog
npokAnong (challenge) ota mAaiola Tou padnuoatog xwpic va ennpealovral ot ekmaldeuTikol

otoyol (Kapp et al., 2014).

JUVEMWC, OTnV Topouca €pyacio cuvumapyxouv kot ot &dUo tumol Nawvidomoinong
(Structural & Content), mpokelpuévou va SNULOUPYICOUUE £va OAOKANPWUEVO NAEKTPOVLKO

Iz

HaBNUa HE TNV TIPAKTIKN Tou “ gamification”. AMwote, cUudwva pe tov Kapp Kal Toug
ouvepyateg tou (2014), n cuvimapén kat twv dVo TUMWV mawvidomnoinong b&ev meplopilel
ToV évayv e Tov aAov, avtlBETwe yivovtal mio wxupol péoa anod auvtnyv. Etal, Aowndv, kotd
N oxediacon Tou nAektpovikol HoBAUATOC TG mapoloag epyaciog, eMNEXONKAV CUCTATIKA
nalyvldlwy (game elements), omwg movrol (points), emineda (levels), pundpeg mpoddou
(progression bars), mivakeg «koatatatng (leaderboards) kat “badges”, otolxeia
adnynuotikotntag (BA. boss-fights, storytelling) kal mpokAnong, MPOKELUEVOU OL HaBNnTEC

ota mAaiola Tou pabnupatog tng Neavikng EMXElpnUatikOTNTAC Vo TTopakivnBolv Kal va

auénBoulv ta KivnTpa Toug yla paénon.

2.4.2.3 Nayvidonoinon kot Kivntpa (Gamification & Motivation)

Méoa amd tnv edapuoyrn KoL TNV UAomoincn Tng MPAKTKNAG TG Mawyvidomoinong
(Gamification), mapatnpel kaveig TNV avaykn mou UTIAPXEL ite 0To KAASO TNG ekmaideuong
elte oto KAASO TWV ETUXELPNOEWV YylO CUMUETOXN (engagement) kal QVATTUEN KWVATPWV
(motivation) t¢ opddag otoxou, n omola amoteAeltol amod eknaldeuopevoug i emidofoug
nieAates. H mapakivnon, Aowov, Sltadpapatilel onpavtiko podo otn {wn tou avBpwrmou, yU
oUTO To AdYo N évtaln oTolXElWV Kal TEXVIKWV Blvteomalxvidiwy, ou moAlol £xouv maiel
Kol adlepWOEL WPEC O OUTA, AmMOTeEAel pla MOAU KaAn Kal £Eumvn TIPOKTLKA ylo vol

TIAPAKIVAOEL KAVELG OAO KaL TteploodTepa dtopa, Bupilovtag toug ta matyvidia (games).

Mpokelpévou va efetaotel av n malyvidonoinon eival anapaitntn ywa 1o kabe nedio mou

npokeLtal va edpapuootel penel AndBolv undPin ot €€n¢ MapayovTeg:

1. Kivntpa (Motivation)

2. Inuavtikég EmhoyEg apeoou avriktumou(Meaningful Choices)
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3. Aoun (Structure)

4. MBavég ouykpouoelg (Potential Conflicts)

AvadoplKa pEe TNV OVATITUEN KLYATPWY, TTEPA Ao TI¢ Bewpieg mou avamntuéape Sle€odikd oe
T(PONYOUUEVN €VOTNTA, UTIAPYOUV Tpla €idn Spactnplotntwy, Omou ta Kivntpa mailouv
ONUAVTIKO pOAO: SNULOUPYLKN epyaoia, KOWEG SpaocTnplotnTeg Kot aAlayr cupumnepldopdg
(Werbach & Hunter, 2012). Kal ta Tpia XapaktnploTikd eivol TOAU ONUAVIIKA ylo TO
oxoAeio, kaBwg ol ekmaldevopevol eival oe B€on va avamtuéouv TNV SNULOUPYIKN TOUG
okéPn Kal péoa amd TN Habnolak Toug Topeia va ekmaldeutolv ot Béuata Tou

TIPAYHOTIKOU KOGUOU, KaBLoTWVTAC TOUG 0TO PEANOV ETOLLOUC VA TA AVTLUETWTTI{OUV.

H oAAayn, pdAota, tng cupmneplpopds amoteAel peilov Béua yia TOAAEG KOWWVIEG, TTOU
npoomnaBolv va LUNOOUV TOUG TIOAITEG 08 VEEG OUVNBELEC YLt TO OPeNOC TwV LWV Kal TNG
Kowvwviog. Eva mapadetypa mou afilel va avadEpoupe elval auto plag veddutng etatpeiag
(start-up) otn Bootovn mou péoa amd tnv MNawvidomoinon (Gamification), slodyovtag
novtoug, badges kol GAAO CUCTATIKA TTALXVLOLWY, KOTAPEPE VO KIVNTOMOLNOEL TTOANOUG
TIOAlTEG TOU £BghovTiKA Helwoav TIC eKmopnég tou OSofetdiov tou davBpaka 14
EKATOUHUPLA TOVOUG, e€olkovopunoav 25 yaAovia VeEPO, avaKUKAWOoAV 2 KOTOUMUPLA KIAG
okouTuSLWV Kal e€olkovopnoay 6 ekatoppupla Watt nAektpikd pevpa (Werbach & Hunter,

2012).

H autovopia ots éva mowvibomolnuévo oloTnUa €lval amopaitnTn, TPOKEWEVOL Vo
ovamntuxBouv Ta ecWTEPLKA KivnTpa Tou Xpnotn. Emopévwg, n UTapén SpaotneLOTATWY TToU
£xouv vonua (meaningful) yla TOUC CUUUETEXOVTEC LKOWVOTIOLEL TNV avadykn va viwbouv
eAelBepol va emiAé€ouv Kal va yvwpllouv amo mplv moleg Ba eival oL CUVEMELEC TWV
emloywyv autwv (Werbach & Hunter, 2012). Onwg, AAwoTe, cupPaivel kol ota alyvidia ot
naikteg €xouv eleuBepla BoUAnong va emAéyouv KABe opd Tmola TOKTIKR Ba
oKoAouBroouv Kal ToleG €eTAOyEG Ba KAvVouv KT T OldpKeEld Tou TaLxvLdLou,
T(POKELUEVOU va Byouv auTol VIKNTEG. Me Tov (1o TpoTmo, eivat onpavtiko va oxedlalovtal ot
6paoTNPLOTNTEG O €va TOUXVISOTOLNUEVO CUOTNLA, TIPOKELUEVOU VO QVONTUCCOVTOL Ta

E0WTEPLKA KivNTPA TWV XPNOTWV KaL VO CULETEXOUV EVEPYA OE QUTO.

Ta rayvidia kotd kUpLo Adyo mpokadoUv tn dtackEdaon (fun) Twv TAKTWY, XWPLS va €Xouv
KATTOLa. PETPLKNA YA va Tn petprioouv. Qotdaoo, n malyvidomnoinon (gamification) amattel tv
uTtapén aAyopiBuwv ou Ba petpolv Kat Ba avadEpovtol o€ CUYKEKPLUEVEC EVEPYELEC. ETal,

Aoumdv, OMwCG KoL OTO NAEKTPOVIKO MPABNpa Tou oxedldooue, o €éva  ouotnua
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nalyvidonoinong umapyxouv epyodeia mou mopakoAouBolv tnv Tmopsia Twv xpnotwv/
eKOLOEVOUEVWY KoL CUAEYOUV Ta Sedopéva TG enidoong Toug . ITNV mopouoa Epyacio
QUTO ETLTUYXAVETAL PEoa amo epyaAeia ouAloyng dedopévwy Kal afloAoynong (progress
bar, leaderboards, levels, rubrics, quizzes) mou StaB<tel n nAektpovikn mMAatdpopuo Moodle.
AMwoTte, eav og £va alyvidonolnpévo cuotnpa ev UTIAPXEL Kapia dour otnv afloAdynon,
n matyvidomnoinon 6ev Ba amoteAel YHéoo MapaKivnoNng TNG CUUHUETOXNG TWV XPNOTWV OF

autn T Kawotopa Stadikaoia (Werbach & Hunter, 2012).

TEAOG, €peuveg €xouv Oelfel OTL YePLKOL HNXAVIOUOL TAXVIOLWY, OTIWG OL TIIVAKEG KATATAENG
N ta “badges”, pmopouv va akilvntomoljoouv (demotivate) Toug ekmaldeVOUEVOUC, KABWG
amoteAoUV e€WTePLKEG aUOLBEG, oL omoleg evBappUVouV KUplwE TtV avamtuén sEwteplkwy
KWWATPwv (extrinsic motivation) mou petd amd koawpd ¢Oivouv (Deci et al., 1991).
Mpokelpévou, Aotrdv, va poBAedpBouv kat amopeuxBouv OAa ta miBava epnodia (potential
conflicts) kata tnv epoappoyn tng matyvidomnoinong, ival cuvetd va €xouv mpoodloploTel
oMol oL TpomoL mapaKivnong tg opdadog otdxou yla va epapUocToUV OTNV CUVEXELD OTA

mAalola tng matyvidomnoinong (gamification).

QG PoG o€ auTn TNV KATELOUVON TNG AVATTTUENG KLVATPWY TWV LaBNnTwv, AOLMOV, GUVTEAEL N
owoTtn emloyr  OTolElwv Kol TEXVIKWV Taxvidliwy (game elements and techniques).
MPOKeLEVOU VO AUENCOUE TOL ECWTEPLKA KivNTpa TwV HabnTtwy, SV MEPLOPLOTHKAUE OTNV
tpLada PBL (Points, Badges, Leaderboards), aAAd oxedldcape To NAEKTPOVIKO LABnua Baoel
™¢ mupapidag tou Werbach. Z0pdwva pe 10 oxApa auto, taflvopolvial oL TPEeilg
Katnyopleg cuotatikwy mavibwyv (game elements) mou oxetilovral pe to “Gamification”

ava Badbuo adalpeTIKOTNTAG, ATIO TO TILO CUYKEKPLLEVO OTO ALYOTEPO ATTO.

Compoments
Mechanics *Achievements
*Challenges *Avatar
*Chance *Badges
- +Competition *Boss fights
Dynamics «Cooperation *Collections
*Constraints sFeedhack *Combat
*Emotions SRECAUFHE Eofntent unlocking
*Narrative i *Gifting
Mechanics *Progression ?;zwzlrtcllzn +Leaderboards
Components *Relationships sTransactions .tc;lsi
*Turns +Quests
*Win states *Social graph
*Teams
*Virtual goods

Ixynua 5 Mupauida Zuotatikwy Mayvidiwv (Werbach & Hunter, 2012: 78)
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Ewdwotepa, otn Bdon tng mupapidag eival ta cuotatikd mavidiwv (components). Kabe
OUOTATIKO ouvdEeTal pe ta uPpnAdtepa enineda tng mupapidag (Mechanics & Dynamics).
Onwg daivetal koL amd oXAUO, TO CUCTOTIKA (components) MOU XPNOLUOTIOLNOAUE OTO

TALXVLOOTIOLNEVO NAEKTPOVLKO HABnUa TnG mapouoag epyaciog sival ta e€ng:

Erutevypata (Achievements)

MNovtol (Points)

Entineda (Levels)

AmooTOAEG (Quests)

Ouadeg (Teams)

ZekAeldbwpa eplexopévou (Content Unlocking)
Mayeg (Boss Fights)

MNivakeg Katataéng (Leaderboards)

AN N NN Y U N NN

EuBAnuarta (Badges)

210 Mo mavw eminedo akoAouBouUv ot punxaviouol mavidliwy (Mechanics). Ot pnxaviopot
naxvldlwy, onweg Stadaivovial Kol amd TO TAPAMAVW OXNUA, AmoTeEAOUV TS PBAGCLKEC
Sladikacie¢ mou mpowBolv TN Spdon KoL TN CUMUETOXA TwV ToUKTwv/xpnotwv. Ta

“Mechanics”, Aounov, sival ta e€ng:

MpokAnoelg ( Challenges): Puzzles, Quizzes

Eukatpia (Chance): ototxeia toxng

Aaywviopog (Competition): cuvaywviopog HETAEY TwWV OUASwWV

Yuvepyaoia (Cooperation): to LEAN TNC opadag cuvepyalovtal ylo £Vl KOLVO OKOTtO
Avatpododotnon (Feedback): mapouciaon nmpoddou malktwy

Katoxn Moépwv (Acquisition Resource): mpoodopd Xprnolpwy epyadeiwv A mOpwv
BpaPeia (Rewards): apolpr yla kamola evépyela

TuvaAlayeg (Transactions): petagy malktwy 1 pecaloviwy

Fupotl matyvidlou (Turns): Sladoxikn oelpd MALEiLaToG ava maiktn

YV V V V V V V VYV VYV VY

JuvOnkeg Nikng (Win States): otoxol maLyvidLoU TIoU TIPETEL OL TIOUKTEG VOl TIETUXOUV

yla va kepSioouv

ATO Toug mopamavw pnxaviopoug (Mechanics) mapatnpel koveig evépyeleg mou AapBdavouv
pEpog ota moatyvidia. TUpdpwva, HAALoTA, KoL PUE TNV TUPApida oL pnyoviopot sival évag
TPOMOC yla va emniteuyBel mapandavw amd pia Auvauikry (Dynamics) Twv moayvidiwv. Ta

TIEPLOCOTEPA A0 AUTA cupTeptAapBavovtal otnv mapoloa epyacia pe Slaitepn eudaon
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otnv avatpododotnon, tn cuvepyaocia, ta Bpapeio KoL TO SLAYWVIONO, TIPOKELUEVOU VA
TETUXOUE TNV apakivnon Twv pobntwv. Emiong, ta tuxaio cupBavta mou UTtapxXouvV o€
TOAAQ Bvteonatyvidia- biwg ota RPG mawyvidia- mpokaAoUV TNV MEPLEPYELA TWV TIOUKTWV
KoL TN Slaokeédacor touc. AuTr TNV AEMTOUEPELD CUUTEPNABOUE Kal 0TO SLKO pag pabnua,
LE OTOXO Ol HaBNTEG va advidlaoTouv BeTIKA Kot va urtdpéel pia kopUdwaon otnv Lotopia.
AMwote, avoykalo otolxeia yla To OXeSLOOUO AMOAQUOCTIKWY TIPOC TOUC HaABNTEC
EKTIALSEUTIKWY SpaoTnpLloTATWY elval n mpokAnon (challenge), n meplépyela (curiosity) kat n

davraoia (fantasy) (Malone, 1981).

1o uPnAoTEPO Oonpeio APaLPETIKOTNTAC CUVOVTA KAVEIC TIC AUVAULKEG TwV TtaVISLwy
(Dynamics). Ta “Dynamics” sival n elkéva Tou TaLyVISOomoLNUEVOU CUOTHOTOC OE OXECN LE
TO QmoTeAéopaTa TIou amodEpel. AVOAOYLKA HE TOV KOOMO TWV EMUXEIPNOEWV | TNC
gkmaidevong Ba pmopouoe va eival N avantuén Twy epyalopEVWY | TwV EKTTOLOEVOUEVWY, N
Snuloupyia kawvotopiag r omotadnmote dAo peyadewwdng okomd (Werbach & Hunter,

2012). El81kOTEPQ, TIC ATTOTEAOUV TA MOPAKATW OTOLXElQL:

e [eploplopot (Constraints): epmodia n opla

e JuvaloOnpuata (Emotions): mepLEPYEL, AVTAYWVLOTIKOTNTA, XAPA, Lkavomolnon K.a.
e Adnynon (Narrative): mhokn Lotoplag

e [p6odog (Progression): emiboon MAKTWV

e Yyéoelg (Relationships): KOWWVIKOTNTO, OTATOUG KOL OVATTTUEN SECUWV

OL mapamdvw AuVapLKEG amoTteAoUV TIC TiLo adpnpnUEéVeG £vvoleg, aAld sival amapaitnteg
KoBwg Sopolv oAdkAnpo malxvidt i to olotnua motyvidomnoinong. H Mpdéodog otnv
napovoa epyacio amoteAel MOAD onUAVTIKO OTOLKELD, Ylot AUTO TO AOYO XPNOLUOTIOLOAUE
Sladopa epyaleia , OMwWC UNAPeC MPoddou, eMIMeda, KATATAEN KAl TTOVTOL, TIPOKELUEVOU VAl
TNV KOTOOTAOOUUE UETPAOLUN KOL VO TN TIAPOUCLACOUKE OTOUG EKTTOLSEUOHEVOUG yla va
£XOUV HLA YEVIKN €lKOVA yla TNV cUVOALKN emtidoon touc. EmumpocBétwe, n Adriynon, Omwg
£xeL A6n avadepOei, Stadpapatilel GNUAVTLKO POAO OTO NAEKTPOVIKO PABNUA TNG Epyaoiog
pog, epooov nTav amopaitnto ol padntég va evtaxbouv os éva KOOHO ULag Lotoplag, He
oTtOX0 va yivouv oL (8lol NPWEG KAl va €XOUV EVEPYNTIKOTEPO POAO OTNV EKTTALSEUTIKNA
Sladikaoia. AANwote, oUudwva pe tov Roberts (1997), emonuaivetal OTL HECW TNG
adrynong ot Lotopleg kat ta yeyovota petadidovial oToug ekmaldeuopevouc, anodidovrtag
OMOTEAECUATIKA TNV TAOKA KOL TO VONUA TG €V AOyw LoTtoplag, PE QmWTIEPO OTOXO TNV

UTtOOTNPLEN UE AUTO TOV TPOTIO TNE ATIOKTNGONG TNE TTPAYUATIKNC YVWONG.
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2.4.3 Edappoyn Mawyvidonoinong otnv Ekmaidsuon ko n xprion tng
MAatdoppag Moodle

2.4.3.1 Edappoyn Nayvidonoinong otnv Eknaidsvon

Elval yeyovog OTL Ta matyvidla eival mavioxupa Kot UmopoUlv va ennpedcouV eKaToppUpLa
KOOMO Ot OAO TOV KOOWO, mailoviag pe autd. AMwote, amo pikpn nAkkio €ekwvasl n
gvaoxoAnon He ta mouyvidia, Kal Wiwg oTig LEPEC pag He Ta Buvteomaiyvidla. Av pwtroel
Kaveic ta madld «Tu eivat n Souleld;» Ba amavinoouv OTL ival «XXOAEl0 KOl AOKNOELGY,
EVW OV TOUC pwTNoelg «TL mailelg;» n amavinon Ba sivat «Bwteomatyvidia» (Yu Kai Chu,
2013). Jupumepaivetal, Aoumov, OTL 0 KOGHOG TWV TIALXVLOLWY UTOPEL va EMNPEACEL KAl TNV

gkmaidevon Tou atopou.

Q¢ mpocg autn tnv katevBbuvon, n mavidomnoinon (gamification) pmopel va mpoodépet
mMoAAG otnv ekmaideuon. EEaMou, Oebopévwv Twv emiSO0ewv TwV pHadntwv ota
Buwrteomalyvidia, ol ekmaldeutikol avalntolv véa epyaAelol KL TEXVIKEG yla TNV Eloaywyn
™m¢ Noawvidomoinong otnv  Exkmaidsuon (Education Gamification). Xtoxoc 1ng
nalyvidomnoinong, Aoutdv, eival HECW TOU KOWWVIKOU TAALGlOU Twv mayvidlwy va
evBappUVoUV TNV ox€on OXL LOVO PETAEL TOU eKMOLEEUTH KAl EKTTAULSEVOUEVOU, AAA KUPLWG
METAEL TWV EKTIALSEVOUEVWY, TIPOKELUEVOU Vo LABoUV va cuvepyalovTal, Vo ETILKOWWVOUV

KoL va €xouv BeTIKN otaon anévavtl otn pabnolakn Stadikacia.

Juvenwg, Ta teAeutaia xpovia pe TNV évtaén Tou 0pou “Gamification” kal otnv eknaidevon
€xouv yilvel mpoondBeleg avapdpdwong and moANoU¢ eKMALSeUTIKOUG, e OTOXO OXL LOVO TN
BeAtiwon tng pabnolakng Swadikaciag, ald tn Snuoupyla €vog OMOTEAECUATIKOU
ekmaldeutikoU meplparlovroc. Mapakdtw, Aowtdv, Ba yivel plo moapouciaon epapuoywv

NG TaLvLdomoinong otov TopEa TG ekmaideuonc.

Mapopola cuotiuata mavidonoinong (gamification) pe autd g mapouocag epyoaociag
£€xouv dnuloupynOel, TPOKELUEVOU VA UTINPETHOOUV TOUG oKOToU¢ TG ekmaideuong. Eva
anod autd sival to Classcraft. To ocUoTnUO AUTO ELOAYEL TNV TPAKTLKA Tou “Gamification” otn
Sbaktikn Sladikaoia, péoa amo yapaktnpeg (characters) mou Siakpivovtal oe KAAOELG
(class), onw¢ ota mavidia RPG. OAn aut) n Swadikacio Paciletal otnv éviagn twv
poBntwv oe éva «matyvidt poAou», Pe OTOXO TNV Tlapakivnon, T HeTatl Toug cuvepyaoia
KOL TNV KaAALEpYEla TNG eUmABelog Kal TnG nyeoiag. O ekMAlSeUTIKOG HEoA amo Thv

epappoyn autn eival oe BEon va Slayxetpiletal TN TALN TOU Kol vo £XEL TO pOAO Tou “Game
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Master”, 6nAadn tov apxnyo tg Lotopiag. Ol padntég OxL povo amod tnv emnidoaot Toug,
OAAG KOLL TN YEVLKOTEPN OTACN TOUG KOl GUUTEPLPOPA OTNV OHASa Kal TN TAEN, TLHWpoUvTaL
N apeifovral pe movroug XP (Experience points), HP (Health points), AP (Action points) kat
GP (Gold Pieces). Apketol lval ol ekmalSeuTIKOL 0TV AUEPLKH KOL OTOV UTTOAOLUTO KOGUO
TIOU KAVOUV XpHon autol Tou epyoAelou Kol Kapmwvovtal kabnuepwvd ta odpEéAn tng

TIPAKTIKN TNG Iayvidomnoinong (gamification).

D g a5 |
n . .

?— R 0o O O DD D

@ Hays
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Ewkova 2 H epapuoyn Classcraft (MnyR: www.classcraft.com)

Q¢ mpog 1o (6lo0 oKemTKO, Aettoupyel Kal n edappoyn ClassDojo. Amotelel éva clotnua
Sloxeiplong tng Taéng, MPOKELUEVOU VoL UTTOOTNPIEEL TOUG EKMALSEVUTIKOUG va BEATLWOOUY TO
KAlpa Tng Ta€ng toug ypryopa Kat eUKoAa, HEow PBpaPeiwy Kal apeong avatpododotnong.
O KOs pabntnc £xeL To S1kO TOU £LkoViSLO (avatar) Tou Tov amEelKOVI(EL 0TO GUOTNO KOL VLo
KaBe Betikn ocupneplpopd avtapeiBeTol AnMo ToV eKMOLOEUTIKO PE TIOVTOUC. AUTO €XEL WG
omoTéEAEoHQ VO TAPAKLVEL KoL TOUC UTOAOUTOUC MaONTEC TNG TAENG. AOYW TNG ULIKPNAG
Slapkelag g avatpododotnong, To AMOTEAECUA TNG EVOAPPUVONG OO TOV EKTALSEUTIKO
BonBdel Toug LaBNTEG va AMOKTAOOUY TNV aloBnon Tou oToXou HEoa OTn OXOALKH TAEN, TO
omolo auEAavel Ta ECWTEPLKA KivnTpd Toug kaB’ OAn tn Slapkela tng ddaktikng Stadikaciag.
H ewovikr, GAwote, mnapoucioon Twv Oedopévwyv amd tn ouumnepldopd  TWV
EKTIALOEUOUEVWY OUVTEAEL OTNV KAAUTEPN Opyavwon TNG TAENC Kol oTnV KOAALEPYELA EVOG

Betikol ayoALkoL mepLBaAlovtog (Yu Kai Chu, 2013).
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Ewkova 3 H epapuoyn ClassDojo (Mnyn: http://www.technologytailgate.com/2012/07/class-dojo.html)

‘Eva Mo ovotnua matyvidomnoinong (Gamification System) mou XpnoLUOTMOLEiTaAL yla TOUG
OKOTIOUC TNG ekmaidevong eival to Duolingo. To Duolingo elval pia dwpedv otoosAida
eKpadnong Eévwv yA\woowv mou mepllapBavel pia mAatdoppo petdadpaong Kelpévou. And
™ uia ot padntég pabaivouv pla yAwooa oto Sladiktuo, Tautoxpova Opwg pabaivouv va
petadpalouvv otooelibeg kat apxeia. OL apyaplot Eeklvouv Pe o Baclkd ULoG YAwooag,
SnAadn pe armAég TPOTACELG OO TOV LOTO, EVW OL TIPoXWPNUEVOL AapBdavouv 1o SUCKOAEG
KoL TepIMAOKeG mpotAoel. To oUoTNUA AUTO, AOLTOV, TIAPEXEL OTOUG EKTOLSEUOEVOUG
gepyodela ekpuaOnong kal HeTAdpAcnC YAWOOWV, TIPOKELUEVOU Vo KOTAAGBouv Kal va
QIMOUVNMOVEUOOUV AEEELG TTOU ouvavtoUv otov MNaykoouto lotd. H mapandvw Siadikaocia
AapBavel HEpOC o€ €val TOLYVIOOTIONUEVO CUOTNUA HE TNV €l0aywyr TOVIwY deglotntoag
(skill points). Etol, avaloya pe 1o eminedo ekudbnong tng yAwooog oL ekmaldeuduevoL
QMAVTOUV O€ TEOT Kal AAUBAVOUV TOUG QVTIOTOLYOUG TIOVIOUG KOl UITOVOUG XPOVOoU, EVW OL
AavBaopéveg amavtnoel emipEpouv XAOWOo TOVIwY Kol {wNG, HE AMOTEAECUA va
kaBuotepouv va avéPouv eninedo. Emumpdobeta, yivetal £éAeyxog tng mopeiag padnong twv
EKTIALOEVOUEVWY, TIPOKELUEVOU VO TIOPEXETAL TO KATAAANAO UALKO yLa TIC avAYKEG TOU KAOe
£va EEXWPLOTA KOl OPYOVWVETOL Kal eTumAéov padniupata vmootipenc. OAa ta mapanavw
amotedoVv ocuvoilouv pla Baupaot sumepia tg MNayvidomnoinong otnv Exkmaidevon

(Education Gamification) (Yu Kai Chu, 2013).
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Ewkova 4 H epapuoyn Duolingo (Nnyn: http://www.cmu.edu/homepage/society/2013/fall/app-of-the-
year.shtml )

Jta mAalolo ekpddnong tou Office 2007 kot 2010, n Microsoft Snulovpynoe  £va
Bwrteomalyvidt to Ribbon Hero kat Ribbon Hero 2, mpoketlpévou va mpowBnoeL thv xpron
TWV gpyaAeiwv TNG amo ta maldld kot OxL Lovo. H eykatdotaoh autr the ebapUoyng yivetoat
gUKoAa Kol meplAapBavel emiong tnv ekpadnon Twv mpoypappdtwy tov Office, Word, Excel
KoL PowerPoint. Katd tn Sldpkela tou mauxvidlol, ol MAIKTEG £PYXOVIAL QVTIUETWIOL E
Sl1adopec MPOKANOELS TTIOU TOUC POoadEPouV TTOVTOUG Kal aveBaivouv emninedo Se€lotitwy
(skill level) . H Microsoft €xeL dwoel SLaitepn onpacio oto oXedLAOUO TWV TPOKANCEWY
(challenges), amoteAoUpeveg omd WIKPEC OMOOTOAEC ME  dueon avarpododotnon,
T(POKELUEVOU va Slatnpeital To eviladEpov Kol N CUMLETOXN TWV TAUKTWV. EmutAéov, To mio
ONUOVTLKO XOPOKTNPLOTIKO QUTOU TOU CUOCTHHOTOG TlaXvidomoinong sival o €Aeyxog tng
paBnolakng mopeiag, evBappUvovtag Toug EKMALSEUOUEVOUG VA XPNOLLLOTIOL|00UV £pYaAEia
KoL epOpPUOYEG TIOU eV €XOUV BEL PEXPL OTLYUNG. H olvbeon, pAaALoTa, Tou atyviSlou Ue To
KOLWVWVLKO Siktuo Facebook, péoa amd SnUooleloelg TwY OKOP TWV TOLKTWY, GAVEPWVEL OTL
amotelel éva Aoyloplkd ekpdBnong (tutorial) pe kowwvikd meplexdpevo. To Ribbon Hero

amnoteAel éva and ta kaAUtepa napadeiypata tng Mawvidonoinong otnv Eknaideuon.

ANCIENT
EGYPT

4o

SERRCYINCS PETEREM
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Ewkova 5 To nawyviét Ribbon Hero
(Mnyn:http://www.techhive.com/article/250885/ribbon_hero_2.html)

A&ileL, akopa, va avadepbei kaveic OXeTKA He Ta mapadsiypata nalyvidonoinong, kot otnv
epapuoyry Course Hero, n omoia eival pia Stadlktuakn eKMAlSeUTIK TAATPOPUO UE
padnuata yia podntég, otnv omoila ol eKMALSGEUTIKOL UIMOpoOUV VA OpYaVWVOUV Kal va
mapoucLdlouv To SI8aKTLKO UALKO Tout. H mAatdopua auth Snuioupynbnke amoé to Andrew
Grauer amno to Cornell University To 2006 yLa Thv UTtooTAPLEN TWV GOLTNTWY OTA TAALoLA TNG
okadnuaikng toug mopeiag. Me auto tov Tpomo Slapolpaloviav T SLHAEEELC KAl TO UALKO
TOU HaBAUATOC TOu pE Toug padntég tou. H otooeAiba dpxloe va Asltoupysl MANpwe To
2008 KOl QMEKTNOE EUTOPLKO Yopaktnpa. MAéov n moixviSomolnpévn EKMALSEUTIKA
mAatdoppa (Education Gamification Platform) mpoodépel ekmaldeutikd UALKO, OMwWG TO
TPOypa A oTtoudwy, TPOoPANUATA, EPWTACELS, TEOT €€A0KNONG, KABWG KoL CNUELWOELC Kal
o6nyoug tou ekAotote padnuatog. Ta padhnuata mou nmpoodépovral xwpilovral o TPELG
Katnyopleg: Emyelpnuatikotnta, Emepnoslc kot  Mpoypappatiopog lotou. OL
ekmotdevopevol ou Ba mapakoAouBrnoouv TMAVW oo TEVTE pabnuata otnv nMAathopua,
aueifovrtat pe TunTikoug titAouc Kal Bpapeia, omwc pavtefol Pe eMeVOUTEG, OCUVEVTEUEELG

yla SOUAELd | akOUA KL XPNUATLKO TTOCO.

E Course Hero

Learn. Share. Teach. Achieve.

Entrepreneurship Business Web Programming

| o%cowrieTe N 0% COMPLETE NN 0% COMPLETE _J

Ewéve 6 H mAartpopuc Course Hero (Mnyn: http://techcrunch.com/2012/07/12/course-hero-
cardinal-scholars/)

Q¢ tedevtailo mapadelypa ebapUOYAC TNC MPAKTIKNAG TNG Ttalxvidomoinong (gamification)
amnote)el to cUotnua Brainscape . AmoteAsi pa ekmatSeuTikn MAATOpUa TTOU UTTAPXEL KoL
w¢ edbappoyn oTo KvNTO , HE 0TOXO Vo, pabaivouv ol pabntég mo evkoAa. MapouctdoTnKe
oe £kBeon yla tnv Ekmaidsvon (Venture Capital in Education Summit) to 2011 kot Baoiletat
otn péBodo Emavainyn Paocsl Automenoibnong (Confidence based Repetition). ZUpdpwva

pe auth tn HéBodo, ol pabntég pe kabe amdvinon nou divouv SnAwvouv OGO EUMLOTOCUVN
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viwBOouV oTNV EMLAOYN] TOUC OUTH, TIPOKELEVOU VA TO CUCTNUA VOl OPlOEL OTN GUVEXELD TTOON
gmavaAnyn kat evBappuvon xpeldaletal o kABe pabntng. Na tn dadlkacia avtn £xouv
SnuwoupynBet kamoleg kdapteg (flashcards) péow tNg MAATPOPUAG HE XPWHOTA TIOU
umodnAwvouv Kot to avtiotolo eminedo automenoibnong (amodé to KOKKWWO Tou €lval n
ENewpn auvtonemnoiBnong HéEXpL To UMAE TOU GUMPOALLeL tTnv MARPN €umiotoolvVn OTLG
SUVAELG Toug). AuTh N edappoyr LETATPENEL, Aoutov, Ta maAldg xpriong “flashcards” os mio
olyXpovn TPOCEYYLoN yla HaBntég, ol omoiol pmopoUv va £xouv To Brainscape kal oto

Iphone Toug, KABLOTWVTAG TIG KAPTEG AUTEG TILO XPNOTLKEG.

Library Subject o | s Vocab Enrichment 1

@ Spanish Vocabulary

Translate to Spanish:

—m 17%
LB — Mastrgry

I'm lost

Deck Name

Start Here =,

for progressive study -

Vocab Enrichment 1
Estoy perdido
Vocab Enrichment 2

Vocab Enrichment 3

Vocab Enrichment 4

fcoce

1 2 4
NOT AT ALL PERFECTLY

Ewxova 7 Eqappoyn Brainscape (Mnyn: https://www.brainscape.com/blog/2011/12/new-

resolution-spanish/)

Enopévwe, yivetal pavepo OTL N Mpaktiki tou “Gamification” oOtTL €xeL N6n eloaxbel otn
Exmaidevon He KUpO OTOXO TNV alfnon Twv KWATPWY KOL TNG CUMUUETOXNG TWV
ekmaldevopevwy. AANwoTe, ota mAaiola TG NAEKTPOVIKNG LABNONG N ELCQyWYr TEXVIKWVY
KOL OTPATNYLKWY OO TA TALXVISLO LETATPEMEL TO EKAOTOTE PLABNUA o€ To evdladEpov Tou
MEoOL amo TO TAVIWOEG TAAIOl0 EUXOPLOTEL TOV XPNHOTN- €eKMALSEUOUEVO va
napakolouBnoel tn pabnolakr mopeia. Qotdco, 0 OXeSLACUO TALXVIOOTOLNUEVWY
CUOTNUATWY Kol Sladiktuakwy pobnudtwv omattel  Slaitepn mpocoyxn, Kabwg To
“Gamification” &ev mpoUmoBEtel povo tnv sloaywyr MOviwv A mwvakwv (Leaderboards),
OAAQ KOlL TO OUVOALKO OXESLOGHO TOU GUGTHMOTOC UE GUEON avaTtpododdTnon, MeEPLEXOUEVO
HE vonua Kal oUvSeon Pe OUASeC 1 KOWOTNTEG. AMWOTE, OL TEXVLKEG £IVOL OPKETEC, aANG
ovdaloyo pe Tov TPOmo mou Ba ta aflomolosl Kal Ba To EVOWHATWOEL 0 OXESLAOTAC

(instructional designer) Ba p€peL KOl TO AVTIOTOLXO AMOTEAECUA.
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2.4.3.2 H napapetponoinon tng nAatpoppag Moodle

H nAektpovikn mAatdoppa Moodle eival éva olyxpovo cuothua Slaxeiplong padnong
(LMS) avouytol kwbika (open source), To omolo XpnoLUOToLELTAL OHUEPA OO ETILXELPNOELC,
TIAVETILOTA L0 KoL oXOAgla ota Aaiola TNG UIKTAG TEXVOAOYLKA UTtooTnpLl{OMevnG Labnong
(blended learning). H xprijon twv cuotnudtwv oautwv (LMS), onwg eivat to Moodle,
BeAtlwvouv TNy ekmaldeuTik Stadilkacio aflomoLwvTag To MAEOVEKTATA ToUu SLadikTtuou
KoL Twv epapuoywV Tou. e éva LMS umopel o ekmatdeutng va Snuloupynoel To S1k6 Tou
padnua Sladlktuokd pEow gpyaleiwv mou mpoodEpel To ekAoToTe cuotnua Staxelplong
Hadnong Kol vo EMITPENEL TNV MPpocPfacn HOvVo otoug pabntég tou. Elval évag eUkoAog
TpOmoc va aveBaoel kaveig (upload) kat va dtapolpactel (share) To UALKO TOU, VL OpYAVWOEL
tnAedlaokéPelg kat Stadiktuakég ouvoplhieg (forums & chats), kaBwc kot va cUAAEEEL Kal

va a€LoAoynoEL epyacieg Twv pobntwy Tou.

Eldikotepa, To Moodle amotelel éva amd ta kaAltepa cuothpata LMS, kabwg umepéxet
oo ta AAa we TPog TNV moldaywyLkr tou pthocodia, Tn ormoudaia KoWwoTnTA XPNOTWV Kal
TIPOYPOUUATIOTWY ToU, KaBwg emiong kot tnv évtovn Tmpoomdbela ywa BeAtiwon Kat
OVATTUEN KAAWV TIPAKTIKWY BAcel avatpododotnong amd ta péAn g kowvotntag Moodle
(Singh, 2014). H d¢woocodia TOU Moodle éykertar otn Bewpia Ttou Kowwvikol
EnowkoSopntiopol (Social Constructivism), kaBwg Slabétel epyodeia KAl CUVEPYATIKEG
SpaoTNPLOTNTEG, ME OTOXO N KABE opdda va XTEL TN yVWON HE TN OUVEPYACIO TWV HEAWV
™¢. 2e avtibeon pe dMa cuotiuata LMS, mou Sopoulvtal yupw amd ta epyaleia (tool-
centered), 10 Moodle emKevIipwveTalL oTNV KABNON KAl TG TALSAYWYLKEG TNG Bewpleg
(learning-centered), yeyovog mou to KaBLOTA WE TO TLO KOLVOTOMO cuotnua Slaxeiplong

nabnong.

EmMopévg, ylo Ta TOPOIMAVW XOPOKTNPLOTIKA eAEXONKe otnv mapoloa gpyoocia To
ocvotnua LMS Moodle, dedopévng g matdaywylkng ¢dlocodiag tou, MOU EVIAOOEL
CUVEPYATIKEG SpaoTnplotnteg Kol epappoyEg os meptBarlovia pabnong. H matyvidomnoinon
™¢ mAatdopuag Moodle amotedel pia vEa TPOCEYYLON WC TIPOG TO OXESLACUO NAEKTPOVIKWY
MOONUATWY, PE OTOXO TNV EVEPYN CUMUETOXN TWV EKTTALSEUOUEVWY KOl TNV avinon Twv
KWVNTPWV TOUG yla Labnon. Me tnv eloaywyn TwV TEXVIKWY atxviSLwv (game mechanics) o
EKTIALSEUTIKOG TOPOUOLALEL OTOUC HABNTEG TNV UAN TOU HaBNUATOC HECA OO KAVOVEC Kol

potifa mou Nén yvwpilouv amno to mawyvidia.
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Q¢ mpog autn TNV katevBbuvon, to Moodle pmopel va mavidomnolnbel (gamified) pe tTig
KOT@AANAeg puBuioslg, omwg n emthoyn “activity completion” mou mpolmoBétel tnv
OAOKANPWGN OUYKEKPLUEVWY SpaotnplotNTwy Kol To “restrict access” mou  eivatl
TLEPLOPLOUEVN TIpOoBacn BACEL KATOLWY KPLTnpiwv. Me auTd TOV TPOTIO O EKTIOLOEUTLKOG
uropel va dnuloupynoel oevapla mawvidonoinong mou ywa va «EeKAeldwoouvy TNV
enopevn Spaotnplotnta/meplexdpevo Ba  TPEMEL vo MAnpoUV  KATOl  KPLTAPLA.
ErunpooBeta, €xouv avamtuxBel ywa toug okomoug tou “gamification” mpooBeta pe N
popodn “blocks” oto Moodle mou matlyvibomolouv £va padnua, onweg sival ta “badges”,
“progress bars”, “quiz results”, “certifications” kot “Level up”. Mo CUYKEKPLUEVA LE UMAPES
npoodou (progress bars), mivakeg amotedecpatwy (quiz results block), “badges”, enineda
(levels) kot motomowoslc (certifications), mou &ivovtal pe TO TEPAG TOU HABOAUOTOG,
ETUTUYXAVETAL O EAEYXOG TNG HOONOLOKNG TTOPELAG TOU EKMALOEUOUEVOU OE OXECN UE TOUG
aMoug. AMwOTE, n ouvexnc avatpododotnon kot n mpokAnon yia BpoaPeia (awards),
“badges” kat movtouc (points) avéavouv ta efwteplka Kivntpa Twv padntwyv (Deci et al.,

1991).

Qot000, €KTOG TwV epyoleiwy mou Slabétel n mAatdopua Moodle eival onpavtikod yla va
elvat olokAnpwpévn n molyvibomoinon va UMAPXEL Lo CUYKEKPLUEVN Sopr] Tou
TIEPLEXOUEVOU. Oa NTAV CNUAVTLKO va UTIAPXOUV «aTtOOTOAEGY (quests) ota mAaiclo pLog
Lotopiog (storytelling), mou ot ekmaldevopevol Ba mpénel va Eemepdoouy Ta pmodia yla va
T eKTEAEOOUV emITUXWG. QG TPOG auth tnv KkateLBuveon, n pubuwon “restrict access”
ETUTPETEL TNV MPOCPACH OTO TEPLEXOUEVO HOVO av €XOUV OAOKANPwOel Héow Tou “activity
completion” oL GUYKEKPLUEVEG SPAOTNPLOTNTEG TOU £XEL OPLOEL O EKTALSEUTIKOG N av
TANpPoUV ta Kpuripla (conditions) (m.x. uPnAn Babuoioyia). ETol, Aoumdv, eKTEAWVIAG TLG
aMOOTOAEG «EeKAELOWVOUVY VEEG HEXPL va GTACOUV OTO TEAOC Tou TmalyviSloUu Kal va
avadelyBolv vikNTEG R NTTNUEVOL (winning state). EmutAéov, to Moodle ota mAaiola tng
maldaywylkng tou doocodiag katl TIG apxeEG tou Kowwvikou Emolkodopntiopol (Social
Constructivism) eumepléxel ToAAéEC  Opaotnplotnteg (activities) ouvepyatikéc Tou
dnuloupyolvtal opddeg (groups), otolxeio mou amoteAel KUPLO XOPOKTNPLOTIKO TWV
maxvidLwy 8e8opévou Tou KOoWWVLKOU TTAALGIOU TOUG Kal TG mpowBnaong TG cuvepyaciog

KOLL TOU OPOSIKOU TIVEULATOG.
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Restrict access

Allow access from (j 7 | v || may v 00 [~ | [00 [+ CJenable

Allow access until [7 |+ | [May - 00 [~ | [00[ ] CJenable
Release code 'j
Crade condition (j Boss Fight #1 - Tackle Those Tasks EI must be at least |85 % and less than
100 |%
Grade condition | (none) ¥ | must be at least % and less than
%
Add 2 grade conditions to form
Activity completion condition | (none) E'

! must be marked complete El

Add 2 activity conditions to form
Before activity can be accessed | Hide activity entirefy E|
Activity completion

Completion tracking '’ | Do not indicate activity compietion [=]
Require view |_Student must view this activity to complete it

Expect completed on 7 | ¥ || wmay v | 2013 = Enable

Ewkova 8 PuSuiceig oto Moodle ‘restrict access" kat  "activity = completion
(Mnyn: http://www.moodlerooms.com/resources/blog/best-practices-gamify-your-class-moodie)

JUVENMWCG, OTWG TAPOUCLACTNKE OTNV EVOTNTA AUTH To oUothpa LMS Moodle SlaBétel kat
ouoTATIKA TtayviSlol (game components), OTWC OL TMIVOKEG OMOTEAEOUATWY, Ol UMAPEC
npoodou, ta badges kal ta emineda, Pe TA OmMOlO €MITUYXAVETAL N Talxvidomoinon tng
doung (structural gamification). Amo tnv AAAn, HE MNXOVICHOUG TOXVISLWV (game
mechanics) kat pe tic pubuioslc “restrict access” kot “activity completion” umootnpiletal n
oAokAnpwuévn mayvidonoinon tou neplexopévou (content gamification) . Elvat onpavtiko,
aA\wate, n navidomnoinon (gamification) va pnv otnpiletal povo otnv eloaywyr] KAmoLov
CUOTATIKWY TtaXvVISlwy (game components), aAAQ va €VTACOOOVTOL Kol MnXaviopol Kot
TEXVIKEG Ttayvidlwy péoa amd  mpokAnoelg (challenges), avotpododotnon (feedback),
BpaPeia (awards) kal cuvepyatikég Spaotnplotnteg (cooperation). Me auto Tov TPOmo oL
EKTIALOEVOEVOL EVTACOOVTAL O £va Tatyvidomolnpévo eptfarlov (gamified environment)
TIOU €UMEPLEXEL TIOANG XapaKkTnPLoTIKA omd Ta mowvibla, mou Adn yvwpilouv, ala
napaAlnAa o £va mAaiolo ektog matyvidlol (non- game context) pe otoxo thv evepyn
CUMMETOX TWV ekmotdeudpevwy otnv ekmadeutiky Stadlkaola Kot tnv oavénon twv

KWVNTPWV TOUG yla pabnon.

Mo toug mapamavw Adyoug, n mAatdoppa Moodle emidéxBnke w¢ to TO KATAAANAO
cvuotnua LMS yla tnv TeXVOAOYIKN UTIOOTHPLEN TNG MOPOUCAG €PYACiag. 3TO EMOUEVO
kepdlolo Oa mapouclactolv oL  pubuloslg kot ta  mPocBeta  (plugins)  mou
xpnotpomnotndnkayv ywa tnv matyvidomnoinon (gamification) tou nAektpovikol pobrpatog mou

oXeOLAOTNKE Kal uAomoLnBnke ota MAdiola TnG LEAETNG AUTAC.
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KEDAAAIO 3: MEGOAOAOTIA

Zovoyn

210 KedAAOLO QUTO TIaPOUCLALOVTOL OL OTOXOL TNG EPELVNTIKAG Sladikaoiag péca and toug
omoloug MPOKUTITOUV Ta EPEUVNTLKA EPWTAMATA Kal oL UTTOBECELS. Alvovtal oL evwoloAoyLkol
KoL Agltoupylkol oplopol Twv PETABANTWY KAl OTN CUVEXELO TTAPOUCLAETAL AVOAUTIKA O
oxeblaopog tng €peuvag, mou bledyetal oe SUo ¢daocelg (pre-assessment Kol post-

assessment).

AkolouBel n mopoucioon Twv gpyodelwv pETPNONG TOU TA amoteAolv Eva
EPWTINUOTOAOYLO (pre-assessment Kkal post- assessment) kat €va  €pwINUATOAOYLO
a€LoAOYNONG TOU NAEKTPOVIKOU padrpotog Baoel mpotunwy £peuvag COLLES. Itnv mpwtn
daon ¢ épeuvag to delypa kaAsital va aflodoynosl Ty ekmalbeutikn dadikaoia xwplig
v edappoyn tnc Navidomnoinong kat xprong TIME (pre-assessment) avixvelovtag £T0L TA
kivntpa, evw otn &eltepn daon kot TeAK afloAdynon HE TO TEPOC TNG OLOAKTIKNG
map£uBacng KaAoUVTAL VO ATTOVTACOUV OTO (610 EpWTNUATOAOYLO Kal va a&loAOYr|GOUV TO

NAEKTPOVIKO UaOnua.

JTN OUVEXELQ TIOPOUCLALETAL N €MAOYN TWV OTOTIOTIKWY KPLTNpiwv Kol Twv pebodwv
oavaAuong Twv dedopévwy mou cUAAEXBNKav otnv Telpapatiky dtadikaoia. Emiong, divetat
Olaitepn £udaocn oto oxeSloopd TOU EKMALSEUTIKOU Cevapiou Kol TOU TEXVOAOYLKOU
TepBAANOVTOC TTOU XPNOLUOTIONONKE yla TNV umooTtApLEn tng mopfupacng, Kabwg Kot
yivetal avtiotoiylon 1000 TWV XAPAKTNPLOTIKWY TNG NAEKTPOVIKAC MAatdopuag Moodle os
oX€0Nn HUE TIG OUVIOTWOEC TNG Bewplag KVATpwWY Tou Autd-Tipocdloplopol  (SDT) kot TG
naLyvidonoinong, 600 aVTIoTOLXA KAl HE TA XOPOKTNPLOTIKA TOU EKTIALOEUTIKOU Oevaplou

pnabnonc pe t pEbodo Project (Project-Based Learning).

To kedpdalolo OAOKANPWVETAL PE TNV OVOAUTIKA Teplypadn tng epsuvnTikng Stadikaciog
KOTA TNV omoia mapouotaletal n SL8akKTIkA apéupacn Ue TNV eplypadr] Tou osvopiou Kot

TWV EKTIOLSEVUTIKWV SPOOTNPLOTATWY TIOU TO amapTi{ouv.
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3.1 Ztoxol Epguvntikng Npoacgyyiong

H mapoloa epeuvntik €pyoocia otoxevel va Olepeuvnosl tnv  emibpacn NG
MNawxvidonoinong (Gamification) otnv kwvntomoinon twv padntwv, kabwg eivat évag véog
o0po¢ mou Sev adopad tn xprnon e¢oAokAnpou malxvidlwy Onw¢ moTeVeTAl, aAAA T Xpron
TEXVIKWV TIOU Xpnotlpomnolouvtal ota matyvidia (Game Mechanics). Emopévwg, emuxelpeital o
oxeSLAoUOC Kal N VAoTtolnon evog eKMALSEUTIKOU OsvVapiou PE TNV aflomoinon LNXavIoUwyY

navidlwy (Game Mechanics).

OL meplooltepeg £peuveg TOU Slepeuvolv To KivnTpa TWV HOONTWV HE TEXVLKEG
nayvidonoinong, n mapepBaon yivetal pe th xprion ekmaldeutikwy mavibiwy (learning
games). AuTO €xeL WC amoTteAeapa o 0pog “Gamification” va cuvdéetal pe ™ xprion Bivteo-
navidiwyv. H BLBAoypadia, wotdco, £xel Seiel OTL 0 OPOG AUTOG IOV TA TEAEUTALO XPOVLIA
amoTeAEl OTPATNYIKO KOUMATL TWV MWANCEWY HeyOAwV TIoAUeBVikwY eTtalpelwv (BA. Nike,
Foursquare, k.a.) umtoSnAwveL Tn xprion OxL Katd KUPLO AOYO TALXVISLWVY, AAAA TEXVIKEG

Bilvteo- malyvLSLwyV TOU KLVNTOMOLOUV Ta ATOUA OMWE Kot Otav mailouv.

H enidpaon twv moayvidlwv otn PuxoolvBOeon Tou atdUou £XEL KOTA Kalpolg StepeuvnBetl
KoL £xouv mpoodepBel MOAG Sebopéva yla TNV avaluon Twv TeXVIKwy Tayvidlol oe
EKTIALSEUTIKA OEVAPLA YLA TNV alENON TNG CUULETOXNG (engagement) TwV EKTTALOEUOUEVWV.
Qoto00, 6ev €xouv akopa gpeuvnBel MANPWE Ta 0dEAN TNG ELOAYWYNG KUNXOVLIOUWY OO
Snuodhn Bvteomatyvidia (RPG games) otnv ekmaldeutiky Stadikaoia, kaBw¢ o 6pog TNG
Matxvidonoinong (Gamification) Sev elval akopa cadng oe MOANOUC. ITIG MEPLOCOTEPES
€pEUVEC TIOU OlepeuvolV TA KivNTpa TWV HOBNTWV HE TEXVIKEG Ttalxvidomoinong, n

napéupaocn ylvetal pe Tn XpHon ekmatdeutikwy mayvidlwy (learning games).

Ao TN peAétn tou Opou “Gamification” emidéyoupe wg TV KOTAANAN Bewpla aviyvevong
KWWATPpWV autr Tou «Autompoaodioplopol» (Self-Determination Theory) tou Deci kat Ryan
(1985), pOKELUEVOU PE TN HETPNON TWV TPLWV BACIKWY avayKwyv Ttou opilel n Bswpia avth
(Autovopia, IkavotnTa Kol ZXETIKOTNTA) VA HETPHOOUME Ta Kivntpa (motivation) twv
poBntwv o mMAaiola mavidomnoinong. ZUpdwva pe TNV Bewpla autr, Ta Atopa MAEyoUV
va eKTEAEOOUV SpACTNPLOTNTEG TIOU £XOUV VONUA Yla auToUG, gival EUXAPLOTEG Kal £XOUV

™V aicbnon tou autompoodloplopol. Emiong, ota mAdilola Tou oautompocodloplopou Ta
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ATOMA QVTLLETWIT{OUV pLa aolddogn MPOKANGCHN KAl TPOTIOTIOLOUV TLG YVWOTLKEG SOUEG TOUG,

T(POKELUEVOU VA EVOWHATWOOUV TNV KalvoUpLa Katdotoon.

Ta mawvidia, Aowmdy, elval oxeSLaoUEVA PE TPOTIO TIOU TTAPEXOUV KOl EEWTEPLKA KivnTpa
(moévtoug, voulopoto, aotEpla, aviKeipeva), oAAG Kal ECWTEPLKA KivnTpa Sivovtag otov
naiktn va emlégel mopeia matyvidiou (meaningful choices) kat taktikn, Ta omoia Ba tov
odnynoouv otnv vikn. Z& auto to TAaiolo, evepyomoleital To pacpa kwnromoinong (the
motivational spectrum), Tto omoio amoteAeital amd tnv Ikavotnta (Competence), tnv

Autovopia (Autonomy) kat tn Zxetikotnta (Relatedness) (Werbach & Hunter, 2012).

Mo ouykekpluéva, n emhoyn tng Bewplag toug Autonpoaodioplopol (Self-Determination
Theory, SDT) emAéxBnke PBAcel TOU KOWWVIKOU TAQLOIOU Twv mayvdlwy, Kabwg ot
KOWWVIKEG GUVONKEG LOXUPOTIOLOUV ] UTTOVOUEUOUV TNV TAGN TOU atopou yla adopoiwaon,
LKOVOTIOINGN TNG TEPLEPYELAG KOL AUEAVOUV ] LELWVOUV TNV KLVNTOTOLNGN TWV YVWOTIKWY
SopwV. TupnmepaiveTal, EMOUEVWG, OTL AUTH N SLAAEKTIKN) OXECN KOWWVIKOU TAQLOLOU Kol
aTOUOU, N omola evumtapxel ota malyvidia, kabopilouv tn Oswplia Tou Autompoacdloplopol
(Deci & Ryan, 2000). Ta nawvidla, AAAWOTE, elval TEAELEG ATMELKOVIOEL TWV HLABNUATWY TNG
Bewplag TOU AUTOMPOCSLOPLOUOU KOL LKAVOTIOOUV OUTEG TIG TPELG PAOCIKEG OVAYKECS

(Werbach, Hunter, 2012, p.59).

EMOUEVWC, TO NAEKTPOVLKO TTALXVLOOTONUEVO HABNUO ETILXELPEL VO LKOWVOTIOLAOEL TIC TPELG
QVAYKEC, TIou urtootnpilouv tnv /autokabopllopevn kwvntomoinon. Ot avaykeg auTeg sivat
n lkavétnta (Competence), mou avadEpeTal otV AVAYKN TOU QATOUOU va EAEYXEL TA
eloepyopeva Sebopéva kal cuvaloBnuata yla éva emBupntd amotédecua, n Autovouia
(Autonomy), n omoia PonBdel To dtopo va aitcBavetal OtL n adetnpla TNG ATOWLKNAG
cuunepldopds udlotatal otov 8lo Tov €auTo Tou Kal N Zxetikotnta (Relatedness), mou
SNAWVEL TO aloBNuUA TOU «AVAKELWY» O€ HLA KOWWVIKH opdda. EToL, He TV WKavomoinon
OQUTWV TWV OVOYKWY ETTUYXAVETAL N OVATITUEN E0WTEPLKWY KLVATPWY OTO ATOUO, YEYOVOC
Tou €ival mMOAU onuavtikd yla Tnv mapoloa epyacia, KabBwg £va malyvidomonuévo
cuotnua odeilel avta va avEavel Kot vo opilel Ta eowTEPLKA KivnTpa (intrinsic motivation)

Twv xpnotwv tou (Per Hagglund, 2012).
‘Etol oUpdwva LLE TOV YEVIKO GTOXO:

H épeuva emSLWKEL va SNULOUPYNOEL KOAEG TIPAKTIKEG ELOAYWYNAG UNXOVIOUWY TTALXVLOLWV

(Game mechanics) oe m\aiolo ekto¢ mavidlol (non-game context), mou evowpatwOnkav
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oTo oXeSlaouo nAekTpovikoU pabnuotog oto Moodle, pe otdxo TRV avamtuén Kwitpwv

Twv padntwv (motivation).

Eld1kOTEPQ, KATA MPWTOV:

Erudwwketal va SlepeuvnBel av umdpxel emibpacn  €L00YWYNG TEXVIKWV LNXOVIOUWY
navibiwy (Game mechanics) oe mAailolo eKktog moawvidlol (non-game context), mou
EVOWHOTWONKAV 0To oXeSLAoUO NAEKTPOVIKOU pabruatog oto Moodle, pe tnv evioyuon tg

Ikavotntag (Competence) Twv eKMALSEUOUEVWV.

Kata dgutepov:

Emduwketal va dlepeuvnBel av umapyxel emibpacn tng £l0aAyWYNAS UNXAVIOUWY Ao Ta
naviblwv (Game mechanics) oe mAailolo eKktog moawvidlol (non-game context), mou
EVOWHOTWONKAV oto oXeSlaopo nAektpovikol pobnuoto¢ oto Moodle, pe thv mapoxn

AuTtovopiag (Autonomy) Twv eKMALSEVOUEVWV.

Kata tpitov:

Eruyelpeltal va StepeuvnBel av undpyxel enidpacn TNG £L0AYWYNG KUNXAVLIOUWY TTOUXVISLWY
(Game mechanics) oe mAaiclo pn xprong mayvwdlwv (non-game context), mou
EVoWHaTWONKav oto oxedlaopud nAektpovikoU padnuoatog oto Moodle, pe tnv avadelén tng

Ixetikotntag (Relatedness) pie 10 ekALSEUTIKO TIEPLEXOUEVO.

Kal katd tétaptov:

Erudwwketal va SlepeuvnBel av n mapapetpornoinon tng mAatdopuag Moodle n omola
EVOPXNOTPWVETOL He TeXVIKEG Tauyvidlwv (Leader boards, Levels, Points, Boss fights)

umootnpilel Tnv NAekTpovIKA LABNon Twv podntwv.

69



Mabnon

AubakTikn Kivnpa Nowyvibomoinon
arpoatnykn:PBL «——» (Motivation)- «— (Gamification)
SDT [Deci & Ryan)
1. Eparrnjpa * Auwmpuen wogpvibua
=&sopnansg [Driving . | Dyniamiics |
Ouestion) * Butowspic [Sutonomy) *  Mnyoeopol myoeSen
2. Amoirodpoveg *  Inzvatnra [Competence) |Mechanics)
yvagels [Meed to ¥ Dpmmdtrra (Relstedness] *  Iugraruer mogpubu
kenowr) [Components)
3 Bafua

HxaEienan [in-
depth Inguiry)

4. Kouwanaxn
cuppetayn [Public
Budience)

Sﬁ._m:a:ulr;m:d Kovwurnesd Miaiow Mabnong
padnraw =nt

woice & choice) o+

§.wrpodoloman

L Zraeakndn L

Frzdback & Himwpowns padnua
IR&evisinn| {Moodie Couwrse)

7. A=fornreg 21 fr]
ai. {21 century

skills]

8. Nzpuzyapoeo =
wanua [Significant
Content]

Zxnua 6 EvvoloAoyikog oxedLaouoc Epevvacg
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3.2 Epeuvntika Epwtipata

Me Bdon Aoutdov TOUG OTOXOUC TNG E£PEUVOC TIOU TOPOUGCLACTNKOV TIOPATIAVW,
SLaTUMTWVOUE Ta aKOAoUBa €PEUVNTIKA EPWTAMATA, OTA oMol KOAE(TOL VO QITAVTNOEL N

napovoa gpyaocia.
1. EpEUVNTIKO EpWTHHAL

H mpakTikn TG €loaywyng pnxaviopwy matxvibiot (Gamification) étav epappootel o éva

EKTIALOEUTIKO OeVApLo £XEL eMidpacn ota Kivntpa (motivation) tTwv Mabntwv;
1.1 EpguvnTikd YNO-epwTnuol

H mpaKkTKn TNG ELoaywyng UNXaviopwy mowvidlov (Gamification) otav edpappootel os éva

EKTIALOEUTIKO oevapLlo £XeL emidpaon otnv Autovopia Twv Madntwy;
1.2 EpguvnTikO YNO-pwTNHOL

H MPaKTIKA TNC Eloaywyng UNXaviopwy maxvidiol (Gamification), otav edpappootel os éva

eKTTALSEUTIKO ogvaplo €xeL emidpaon otnv lkavotnta twv Mabntwv;
1.3 EpguvnTiko YRO-spwTNUOL

H MpaKTIKA TNC Eloaywyng UNXaviopwv maxvidiol (Gamification), 6tav edpappootel os éva

EKTIALOEUTIKO OEVAPLO EXEL EMISPAON OTN IXETIKOTNTA TwV Mabntwy;
2. EpEUVNTIKO epwTNUAL

H mapapetponoinon tng mAatdopuac Moodle n omolo £vOpXNOTPWVETOL HE TEXVIKEG
naxvidwwy (Leader boards, Levels, Points, Badges, Boss fights) urtootnpilel tnv nAsktpovikn

HABnon tTwv padntwy;
3.3 Epguvntikég YoOEaoelg
BAoEL TWV MOPAMAVW EPEUVNTIKWY EPWTNUATWY, 0AC TOPOUCLA{OUUE KOL TIG EPEVUVNTIKEG

HOG UTIOBEDELG, UNOEVIKEG KAl EVOANAKTIKEC, TIPOKELUEVOU VO TIG EMOANBeVOOUE 1) OXL LE TO

Tépag TN mapoloag epyaciag.

Mndevikég YoBéoeLg
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Hyq1: Aev umdpyel onpaviki emnibpaocn ota kivntpa twv pabntwv amdé tn Xxpron Ing

TIPAKTLKAG ELOAYWYNG LNXoVIoHwVY Ttavidlou (Gamification).

Hy,: Aev UTApXEL ONUOVTIKA eMidpacn otnv Autovopia Twv padntwv amo tn Xprnon tg

TIPAKTLKN G ELCOYWYNG HNXaviopwy matxvidlov (Gamification).

Hys: Agv umapxel onpovtky enibpaocn otnv lkavotnta Twv pabntwv and tn Xxprion tng

TIPAKTLKAG ELOAYWYNG LNXovIopwy Ttavidlou (Gamification).

Hy,: Aev UTIAPXEL ONUOVTIKA EMOPOON OTN ZXETIKOTNTA TWV HABNTWY amo Tn Xpnon tng

TIPAKTIKN G ELCOYWYNG HNXaviopwy matyvidlov (Gamification).

Hys: Aev umdpyel umootiplén tng Labnong twv padntwv Qe TNV TOPOUETPOTOINCN TNG

mAatdoppag Moodle evopxnoTpwHEVN LE UNXOAVLOHOUG TIALXVLELWV.
EvOAAOKTIKEG YITOBEOELG

Hyq: Ydpxel onpaviikn enidpaon ota Kivntpa twv padntwv amd tn xprion tng mPaKTIKAG

£L0QYWYNG UNXAVIoUWV Ttatyvidio (Gamification).

H,,: Ymdpxel onupavtikn enibépaocn otnv Autovopia twv pabntwv oamd tn Xprnon tng

TIPAKTLKAG ELOAYWYNG LNXaVIoHwVY Ttaxvidlou (Gamification).

Hys: Yrmdpxel onuavtikn enibpacn otnv lkavotnta Twv padntwv amd tn Xpnon tng

TIPAKTLKAC ELOAYWYNG LhXovIopwy Ttavidlol (Gamification).

Hy,: YMApxel onupavtkn emibpacn otn IXETKOTNTA TwV MoBntwv oamd T Xprnon tng

T(PAKTLKAG ELOAYWYNG NXOVIoHwVY Ttaxvidlou (Gamification).

H,s: Ymdpyxel umootnplén tng MAOnong twv HabnTwv HE TNV TOPOUETPOTOINCN TNG

mAatdpoppag Moodle evopxnoTpwHEVN UE UNXOVIOMOUG TTOXVLELWV.

3.4 Evvololoyikoi Oplopoi MetapfAntwv

Nouyvidomnoinon (Gamification)

O 6pog «matyvidomnoinon» (Gamification) amotelel évav véo oplopo yla va amodwoel v
TIPAKTLKA TNG EVOWUATWONG UNXAVIOUWYV TOLXVISLWV og éva TTAaiolo €KTO¢ mayvidiol (non-

game context) (Sheldon, L.,2011).
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H mawyvidonoinon Siadopormoteital and ta mayvibla oto yeyovog OtL amoteAouv Suo
Sladopetikég ovtotnteg. Ta mawvibla evtdooouv tov xpriotn/maiktn oe éva meplBaiov
mavidlol, Omou CUHGWVOUV VO CUUHUETACXOUV OTIC OpaotnplOTNTEG TOU. YTAPXEL
Eekabapa n apxn, N LEON Kal To TEAOG TOU MALXVLOLOU, KaBw¢ akOUn n cuvobnkn Tou PEMEL
va kavorolnBel ywa va kepdioel o maiktng (winning state). OAa ta mopamAvw

ETULTUYXAVOVTAL LLE TN XPHon TIOAAATAWY oToLXelwv matyvidlwy (game elements).

AvtiBétwe, av kal n matyvidomnoinon xpnowlomnolel cuotatika mavidiwy, Sev sival éva
matyvidt. Ztoxog Tou 6pou “gamification” elval va xpnoLUOTOLNOEL EKEIVA T XOPAKTNPLOTIKA
TWV TALXVISLWY TIOU ETITPETIOUV OTOUC TMAIKTEG va amoAaUcouv To Talyvidl péca amo
npoPAnuatiopol ByaAuévoug amd Tov MPAYUATIKO KOOUO, KaBwe emiong Kal Ta otolxeia

£Kelva TTOU KAVOUV TOUG TOIKTEG VO LNV OTAUATOUV v Ttailouv.

H mpoktiky tng matyvidomoinong, Aoutdv, Oewpeital Kupiwg QAMOTEAECUATIKA OTOV
XPNOLUOTIOLELTOL Yl va evBappUVEL TOU eKMALSEVOUEVOUC Vo BeATlwoouy T emibooeLg
Toug, va 8pdoouv, va emnpeactolV WG TPOG TOV TPOMO TOU CUUTEPLPEPOVTAL KAl Vo

o6nynBoulv otnv Kawotouia.

Q¢ mpog tn otoxoBeoia, oupdwva pe TN PBAloypadia, umdpxouv Tpla  €ldn
nalyvidonoinong: n eowtepikn matyvidomnoinon (Internal Gamification), mou €xeL otoxo va
yivel kamolog mo mapaywytkog, n e€wtepikn motyvidomnoinon (External Gamification), yia va
BeAtlwoel kaveic TIC OSLOMPOCWTIKEG TOU OXECELG Kal n Tmawvidomoinon aAhayng
ocuumneplpopdg (Behavior-change Gamification), katd tnv omola yivetat mpoomdBela

oxnuatopoL véwv cupnepidopwv (Werbach & Hunter, 2012, p.23).

Kivntpo (Motivation)

O 6pog «kivntpo» (motivation) ota mAaiola tng YPuxoAoyLlKAC EPUNVELOC TOU CUVOEETAL E
™V évvola TNG mopakivnong , dtadikaoia mou éxet emibpacn otnv évtaaon, otnv katevBuvon
KOLL TNV ETLUOVI OTNV TPOCTIAOELA EVOC HELOVWHIEVOU ATOMOU YLa TNV ETUTEVEN EVOC OTOXOU

(Robbins & Judge, 2011).

IXETIKA HE TN KLABNON 0 6pOC TWV KLVATPWYV XPNOLUOTOLEITAL yLa va TeEpLypAeL EKELVEG TLG
Slepyaoieg mou evepyomoloUv Kal mpooavatoAilouv 13 Sivouv Adyo otn cupmepldopd
(Wlodkowski, 1989). ZUudwva pe tov Blixar (2006), n koAUTtepn epunveia eival tou
Heckhausen (1991), o omoiog enionuaivel 0tL 0 0pog «kivntpa» otn Puyoloyia cupPoAilel

ULa TTOYKOOULA LOEQ VLA TLG TIOLKIAEC SLaBIKOOIEG KO ATTOTEAEGATA TTIOU KOLVOG GUVTEAECTNG
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gival n Swamiotwon OtTL évog opyaviopog €MIAEYEL ULO OUYKEKPLUEVN CUUTEPLOPA UTIO
OUYKPLUEVEG TIEPLOTACELC, TNV OTOla UAOTIOLEL UE OPLOUEVN EVEPYELA KOL UE CUYKEKPLUEVO

tpomo (Heckhausen, 1991, p. 9).

Juvoyilovtag ta mapamdavw, N mopakivnon Twv otopwv (motivation), amotelel tnv
Kwntiplo duvapn mou wBel To ATOUO Ot HLA GUYKEKPLUEVN OUUMEPLPOPA , UE OTOXO Vol
LKOVOTIOLAOEL TG OVAYKEC TOU N Vo ETITUXEL KATOLO OTOXO Tou £Xel Béoel. Qotdoo, h
mapakivnon e€aptatal amd mMapAyovieg Onmwe n avBpwrivn cuumepldpopd, Ta Kivntpa, ot
avaykeg, n 6pdon, oL otoxolL KoL n wovomoinon. MNpokettal, Aowmov, yla pa €udutn
duvatdtnta Tou avBpwrmou va cupneplpEpeTal BAoEL TwWV ePEBIOUATWY (ECWTEPIKA N

e€wteptka) mou déxetal amod to neplBailov Tou.

Y10 eminedo NG oXoAKNG Taéng, n mapakivnon (motivation) oxetiletal Gueoa pe tn padnon.
O Dewey emonuaivel (1938) OTL n TO ONUOVIIK OUUMEPLPOPA TIOU MMOPEL va
popdormolnBel eival n embupia yia padnon (Bixlar, 2006). Auté mapatnpeital Kal oto
oxoAeilo, kaBwg 600 MeplocdTEPA KivnTpa £XOUV OL LABONTEG VLA €VaA YWWOTIKO OVTLKEIUEVO

TOOO neplocotepa Ba pabouv yla auto.

O Malone (1981), emiong, KAvel AOyo yla TA €0WTEPLIKA KivnTpa TwV padntwv, kabwg ot
MOONTEG TToU €lval MEPLOCOTEPO ECWTEPLKA KLVNTOTOLNUEVOL Ba SAmavioouV EPLOCOTEPO
XPOVo Kol KOmo, kabw¢ BOa viwBouv kavomolnuévol Pe TN pAaBnon Toug Kat Ba

XPNOLLOTIOLOOUV TLG YVWOELG TOUG OTO LEAAOV.

Qoto00, avayetal N avaykn va yvwplloupe CXETIKA LE TNV TOPAKIVNON TIWE ETLTUYXAVETAL
anoteAeopatikd otn ddaktikn Stadikacio. AANMWOTE, N mapakivnon Tou atdépou dev pmopet
va nipoPAedtel, kabBwg maipvel MOAAEG LopdEG AOYW TwV TTOAAWV ETLPPOWYV TIOU KaBLoToUV
SUGOKOAO TOV £AEYX0 TWV EKTIALOEUTIKWY KOTA ToV oxeSlaopud tng SidaokaAiog (Keller, 1987).
Juvenwg, ot eldikol ekmaldeutikol oxedlacpou (instructional designers) mpénel va Seiouv
dLaitepn mMPOCOoYXr OTOUC UNXAVLOMOUG KLVNTOTOIinoNg KATA Tov oXeSLAOHO SpacTtnpLlOTATWY
1 TaXvLdLwy, TPoKeLUEVou va SlatnpnBel n mapakivnon Twv pobnTwy PE To MEPACHA TWV

XPOVWV, YEYOVOC TToU amoTteAel TpoOkAnaon yLa tov KAASo auTo.

Autovopia (Autonomy)

H Avutovopia (Autonomy) opiletat w¢ n aiocBnon otL n adetnpia TNG ATOUKAG
ouuneplpopdc udiotaral otov i8Lo Tou Tov eauTto. To Atopo eival os BEon pe tn BoUAnon

TOU v €TUAEEEL TO LOVOTIATL TTOU BEAEL va aKOAOUBNGEL KAl VO TTAPEL ONUOVTLKEG OO ACELC

74



yla tn {wn tou. H ikavomoinon autng Tng avaykng EMITUYXAVEL TNV ECWTEPLKN KIVNTOTOLNON
TOU atOpou. Me tnv eowTteplKELON TO ATOUO YIVETOL AUTOVOUO KaL TILO LKavO va puBuilet

cupumnepldpopad Tou.
Ikavotnta (Competence)

MpOKeITAL yla TNV avaykn Tou ovOpwrmou va eAEyxel ta eloepxopeva SeSopéva Kal
ouvalobnuota mou ¢épouv Ta embuunta amoteAéopota. H «lkavotnta» (Competence)
avadEPETAL OTNV KATAVONGH TOU OTOUOU TOU TPOTIOU Ylol VO OITOKTIOEL TIOLKIAO EEWTEPLKA
KOL ECWTEPLKA HOONOLOKA QmOTEAECHOTO KOL yla va €XEL TIOAU KaAEC emMIOOOELS OTIG

Spaotnplotnteg mou ekteAel (Ryan et al., 1991).

Ixetikotnta (Relatedness)

AvadEpeTal 0TO aloBNUA TOU «OVAKELY» OE ML KOWWVLIKA opada. Tupudwva pe tov Keller
(1992) n oxXeTIKOTNTO CUVOEETAL |UE TO EKTTALSEUTIKO TIEPLEXOUEVO TIOU EXEL CNUOVTLKO VONUOL

(meaningful) yLa toug ekmalSeuOLEVOUC.

3.5 Aettoupykoi Oplopol MetaBAntwv

AV KOlL TTOPOUGLACTNKE TIAPATIAVW O EVVOLOAOYLIKOG OpLopOC KABe petaBAnThg, ev ToUTOLg
Sev unopel va BewpnBel emapkng yla va kaboploou e oLeG lval ol KATAAANAEG ETPNOELG
Tou TPEMEL va e€aodaAiooupe yla TI¢ LeTABANTEG TG €peuvag pag. Etot, Aoutdyv, yla va
e€aopaiioovpe Ta KATAAANAQ €UTELPIKA SeSOMEVA YL TG UETAPBANTEC TOU €pELVNTLKOU
MOVTEAOU HOG, TAPAKATW Ba 00C¢ MOPOUCLACOUE TOV AELTOUPYLIKO OpLOUO KABE pilog amd

OUTECG TLG METABANTEC.
Nouyvidonoinon (Gamification)

Elval n swoaywyr) otpatnylkwv TOU XPNOLUOTOLOUVTAL OTO CXESLOOUO TtaLXVISLwy (game
design), oL omoleg mapéxovralL OTOUC EKMOLOEUOHUEVOUG HECW TWV TEXVOAOYLWV TNG
mAnpodopiag kat tng texvoloyiag (TMNE) kal evowpatwOnKkav péow KatdAAnAou oxedLlaopou
TOU SLadIkTuakol NAEKTPOVIKOU UALKOU TIOU UTIOOTNPIlEL TO EKMALOEUTIKO OEVAPLO TNG
napovoag épsuvag. Bacilovtal otn Bewpia Tou Autonpoodloplopou (SDT) tou Deci & Ryan

(Deci & Ryan, 1985).

Kivntpo (Motivation)
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Jtnv mopouoa epyacia opiletal wg kivntpo (motivation) n emBupia yla pabnon kot To
evbladEPov Tou eKTTALOEUOPEVOU, £TOL OTIWE LETPLETOL OO TO EPEUVNTIKO EPWTNUATOAOYLO,
To omoio Sopeital amod TG TPEL CUVLOTWOEG TNG Bewplag Tou Autd-mpoadlopilopol (SDT)
(Deci & Ryan, 1985): Autovopia (Autonomy), lkavotnta (Competence) kol IXETIKOTNTO

(Relatedness).
Autovopia (Autonomy)

H Autovopia (Autonomy) oe autr tn HEAETN oplleTal WG TO AMOTEAECUA TNG ELOAYWYNS

UNXQVIO LWV TIOULXVIS LWV TTOU OXeTI{ovTal JE:

v' Aueon avatpododotnon (Immediate Feedback) (A1)
V' Inuavtikég Emloyég dueoou avtiktumou (Meaningful Choices) (A2)

v' ZekdBapol eknaldeutikol otoxol (Clear Learning Goals) (A3)
Ikavotnta (Competence)

H Ikavotnta (Competence) oe autr tn HeAETN oplleTal WG TO AMOTEAECHA TNG ELOAYWYNG

TEXVIKWV TaXVISLwyv mou oxetilovrol ue:

v' KApakoupevn Yriootrpén (Scaffolding) (C1)
v 'EAeyxoc¢ TnG ekmaudeutikng Stadikaoiag (Control of learning Process) (C2)

v' AlookedaoTikég Spaotnpldtntec (Fun learning activities) (C3)
Ixetwkotnta (Relatedness)

H Zxetkotnta (Relatedness) oe auth tn LeAETn oplleTal wg TO AMOTEAECUA TNG ELCAYWYNG

TEXVLKWV TTaLXVISLWV Ttou oxetilovral pe:

v' Tuppetoxn o kowotnteg (Learning Communities) (R1)

v' Tuvepyooia, emkowwvio kot apolBaia unootiplén (Collaboration, Discussion &
Mutual Assistance) (R2)

v/ Ontikomoinon KowwvikoU oTATtou¢ Kot opolBwv oto pddnuoa (Social Status &

Badges) (R3)

3.6 IxedLaopnog Epeuvag

TNV £peuva autr eTAEXBNKe Eva oXESLO €peuvag e BAGCN TTOOOTLKAC OTATLOTLKNAG VAAUGNG

Twv 6e6opévwv TIOU AAPOLE OE CUCYETIOUO HE TIC OUVIOTWOEC TNG MAPoUoOC EPYACLOC.
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AMWOTE, N TTOCOTIKH TIPOCEYYLON TWV EPEUVNTIKWY TPOBANUATWY, TTOU XPNOLLOTIOLETAL OF
£€PEUVEC ylO TN XPNon VEwv TeXVOAoylwv otnv ekmaideuon, odnyel oe yevikelolua
OTMOTEAEOHATO, TIPOKELUEVOU VA METPNOOUV T QMOTEAECHATA TNG EMGPAONG QUTAG

(NwoAomouAou, 2010).

21a mAaiola Tng MoooTIKNG avAaAluong emAEXONKe 0 oXeSLAOUOC PLoG LEAETNG e Eva Selyua,
oTO omoio 660nke To epyaleio PETpnong oe SU0 XpoVIKEG oTLYUEG (One Group Pretest and
Posttest Design) (Creswell, 2003). To gpyaleio pétpnong mou 506nke oto delypa nrav to
1610 Kkal otig dU0 oTLyUEG, SnAadn pe to Eekivnua Tou pabnuatog Kat To mépag autou. Etot,
UETPAOOUE Ta KivNTpa Twv pabntwv oe cuvOnkeg mapadoaotaknic nadnong kat otn Seltepn
XPOVIKN pAon UETPACAUE TO KIvNTpa TwV HoBNTWV HETA TN SL8OKTIKA MapEuBaon pe TV
UTIOOTNPLEN TOU NAEKTPOVIKOU HABAUATOC KAl TNG TPAKTIKNAG TNG Tmowxvidomoinong. To
gpyaAeio pétpnaong dnutoupyndnke Baosl epwtnuotoloyiwv mapopolwy epeuvwv (Lei Shi et
all, 2013), mou &lepeuvoloav Ta KivnTpa Twv EeKmalbsuopevwyv oe TieplPailovia
nayvidornoinong (gamification). To epwTtnUATOAOYLO OXESLAOTNKE BACEL TWV TPLWV PACLKWV
ovaykwv tne Bswplag SDT kal amotehoUtav amo £pwTtNoelg 5-faduiag kAipakog tumou
Likert. O Baclkog otoxog Tng SeUtepng UETpnong Ntav va davel av sixav alldfel ta
Sebopéva mou eixav cuMexBel amod TNV OpXLKA TIOCOTIKN €Peuva KOL oV TEALKA UTPXE
onuavtiky emnidpacn ota kivntpa (motivation) Twv ekmaldsUOUEVWY KATW amod mAaiola

nalyvidonoinong.

Ye enopevn ¢Aaon ™G €peuvag To NAEKTPOVIKO pABnua mou Snuloupyndnke otnv
mAatdoppa Moodle kot xpnowpomowbnke amd toug HaBNTEG KOTA TN OLAPKELX TNG
S6aktkng dladikaotiag, aflohoynbnke Baocel epeuvnTikol epwtnpatoloyiou tumou COLLES
(The Constructivist On-line Learning Environment Survey), mpokeluévou va UeTpnOel n
QMOTEAECHATIKOTNTA TOU TEePBAAAOVTOC auTOU OTa TAQICLO TNG KOVOTPOUKTLBLOTLKNAG
NAEKTPOVIKAG MABOnonc. To epyaleio autd mapéxetal amd TNV NAEKTPOVIKN TAaTthOpua
Moodle kat xpnotponowdnke Kpivovtag TNV KATAAANAGTNTA TOU WG TPOC TO OXESLAOUO TOU

NAEKTPOVIKOU TIaXL&OTTOLNEVOU HaBUaTOG.
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Ixnua 7 Zxediaouocg Epeuvag

3.7 Asiypa Epguvag

To delypa TnG £peuvag To anotéAlecav 16 pabntég It td€ng dnuotikou mou doltovoav To
£10¢ 2014-2015 oto 17° Anuotikd Zxohsio Aydhsw. Ot pabntég autoi amotehovoav £va
TUAHA Tou oXOoAEloU, KOBWG TO CUYKEKPLUEVO SNUOTLKO lval 126€010. O §AoKaAoG TNG TAENG
nrav empopdwpévog, Kabwg eixe mapakoAouBnoeL T oelpd pabnudtwy A’ kot B’ emunédou
ot TMNE, pe amotéheopa oL HaBNTEG va elval eEOLKELWUEVOL HE TN XPNON NAEKTPOVIKOU

UTtOAOYLOTH.

H emloyr) Tou TUAUATOG aUTOU €yLve e TNV UTOSELEN Kal TNG SleuBuvTplag Tou oxoAeiou, n
orola yvwpilovtag ta atdld kot to SaokaAo tng Takng, emiPepaiwoe OTL ATavV  KATAAANAN
opada ylo vo CUUUETEXEL oTtnv mopouoa £peuva, SeSopévou OTL ATOV OL HaBNTEC

€€oLKELWEVOL [E TNV TeEXVOAoyia Kal elyav KOAEC EMEOO0ELG OTO PABNUa TTANPOPOPLKAG.

Télog, oL cuppetéyovte¢ Atav 10 ayoplwa kot 6 Kopitola, nAwioc 11-12  ypovwv,
cupnepAaUBAVOUEVOU KOl EVOG HoONTA Tou Ttpogpxdtav amo GAAn xwpa, oAAd Sev eixe

Kaveva poPAnua emkowvwviog, Kabwg PAouoe MOAU KOAA EAANVLKA.

3.8 EpyaAeia Métpnong Epguvag
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Q¢ Baolkog TUMOG epyaleiou otnv mapovoa epyacio eTAEXONKE TO epwTtnUATOAOYL0. AUO
TUTIOL €pWTNUOTOAOYiOU XpnolpomolnBnkav Katd Tt ouAhoyr Twv O8edopévwv NG

£PELVNTIKAG Sladikaaoiag, oL omoiol TapouaLdlovTol MoPaKATW.

3.8.1 EpwtnuatoAoylo Avixvevong Kivitpwv

To gpwINUATOAOYLO yla TV avixveuon KwAtpwv (BA. Moapdptnua A) xpnollomolnénke,
T(POKELUEVOU VA UAAEXBoUV ta SeSopéva OXETIKA e Ta KivnTtpa (motivation) Twv padntwv
TOOO TPLV 000 KO HETA Ao T SL8AKTIKA MapEUpaon He TNV UooTNPLEN TOU NAEKTPOVLKOU
PYndLakol UALKOU TIOU EVOWHATWVE TOUG UNXAVIOHOUE TwV mavidiwv (Game mechanics)

Bdoel Tng Bewplog kKvATpwV TOou «Autompoaodloplopou» (SDT) tou Ryan kat Deci.

O oxebloopoc tou gpwtnuatoloyiov Baoiotnke oe MPONYOUEVEG EPEUVEG TIOU ElXAV WG
otoxo TN Onuloupyia TePLBANAOVTOC NAEKTPOVIKAG HABNONG HE TNV TIPOKTLKA TNG
nalyvidonoinong (Lei Shi et all, 2013). Baowkég oUVIOTWOEG TOU gpwTnpatoloyiou eival ot
TPelg Poaolkég avaykeg tng Oewplog SDT Kol TA EVVOLOAOYIKA yvwpiopato Tou
“Gamification”. To epwtnuatoAoylo, Aoutdv, dopeltal pe BAon TV LKAvomoinon Twv TpLwy
OUTWV OvayKwv, KoBwWC oL epwTACELS OXETI(OVTAL HE TNV LKAVOTIOINGN TNG OVAYKNG TNG
outovopiog (epwtnon 1-4), TnG LKavotntag (epwtnon 5-8) Kot TG OXETIKOTNTAS (EpwTnon 9-
12). Ot amavtroelg divovtal Bdaoet pag kAipakag Stadwviag/cupdwviag tomou Likert

(Likert- type scale) amoé to 1 éwg to 5 (cupdwvw £wg Stadwvw).

3.8.2 EpwtnuatoAoylo ALoAdynong HAektpovikou Madnipatog

MNa tv  afloAdynon Tou nASKTpoOVIKOU pabnupato¢ otnv  mAatdopua Moodle
xpnotwpomownOnke 1o EpwtnuatoAdyio COLLES (The Constructivist On-line Learning
Environment Survey), 1o omoio &nploupyrBnke and tov Peter Charles Taylor kot tov Dorit
Maor oamd 1o  Curtin  University of Technology (Moodle Documents:

http://surveylearning.moodle.com/colles/).

To €pWTNUATOAOYLO QUTO OPXLKA PTLAXTNKE Yld VA UTOOTNPIEEL TN Xprion Twv Kadnyntwv
TOU TOVEMLOTNUIOU, TPOKEWWEVOU vo HeTaSidouv TO eKMALSEUTIKO UAIKO OTOUG
MeTamTuXlakoUs doltntég tous. Qotdoo, dedopévou OtL N SdaokaAia Twv pabnudtwy
Baowlotav o apxég Tou Kowwvikol Emotkodopntiopou (Social Constructivism). Etot, Aoutov,
oXeOLAOTNKE TO EPEUVNTIKO €pwTnUOTOAOylo COLLES ywo va pmopouv ol pabntég va

aflodoyoUv 1o BaBUO TOU TO NAEKTPOVIKO HABNUA EUMAOUTIIEL TIC YWWOEL TWV HoONTWY
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and anodoTacn, METPWVTAG TG AVIAAYPELS TOUG yLa TNV TPoTLHwuevn (preferred) kat tnv

npaypatikn (actual) nAektpovikn paénon.

To COLLES éxel evowpoatwBdel otnv nAsktpoviky mAatdpopua Moodle kat o ekdotote
EKTIALOEUTIKOG UTtopel va a€LoAoyrOEL TO HABNLA TOU 0 OXEON LE TIC APXEG TOU KOLWVWVIKOU
enotkodopuntiopoU. Mephappavel 24 MPOTACELS OUASOTIOLNUEVEG O £E€L KALUAKEG, TIOU HOG
BonBdelL va mpoobdlopicoupe TNV gpwtnon KAeWSlL ylwa TNV MOLOTNTA TOU NAEKTPOVIKOU
padnuatog. OL cuviotwosg eival n Zuvadela (Relevance), mou Seixvel mdéoo cuvadEg eival
TO NAEKTPOVIKO HABNUA HE TNV akadnuaiky Topesia Tou padnt, o AvaoTOXOOMOG
(Reflection), oxetikd pe To av To HABNUA TPOWBEL TNV KPLTIKI OVOOTOXAOTIKI) OKEPN TWV
padntwy, n Awadpaoctikotnta (Interactivity), oe molo BaBuod ot LaBNTEG CUUUETEXOUV OF
£€va TAOUCLO eKTALOeUTIKO SLahoyo, n umootipln tou kadnynty (Tutor Support), n
unootApén twv ouppadntwv (Peer Support) kot n Eppnveia (Interpretation), av ot
HoOnTéG Kal o KAaBnyntng WmopoUv va ouvevwwonBoUv PEow TNG SLASIKTUOKAG TOUG

ETUKOLVWVIAG.

Me Bdon Ta mMapandvw eKTILOUUE TO NAEKTPOVIKO pABnua Kpivetal wg KatdAAnAo yla thv
UTIOOTAPLEN TNG NAEKTPOVIKNG LABNONG TWV EKMALSEUOUEVWY, TIOUPAETPOTIOLWVTAG TO HE TLG
TEXVIKEG TWV TalXVOLWV ota mAaiowa tng Matyvidomoinong (Gamification). To Moodle
TMapEXeEL OIKA Tou Slaypappata, KabBwe Kol OUAdOTOLEL TIC AMAVIACEL TWV MaBnTtwv,

YEYOVOC WG Hag oSnyel og pia meplypadiky avaAuon TwV AmOTEAECUATWY.

3.9 Emdoyn Zratiotikwv Kputnpiwv kot M€Bodot Avaluong Aedopévwv

Jtnv mapoloa £peuva xpnolpomolndnke tdéoo n meplypadlky OTATIOTIK aVAAUON TWV
6ebopévwy, 000 KOl N EMAYWYLK ovaAuor Ttoug. EWbikotepa, mpaypatonotnonke
TieplypadLkr) OTATLOTIKN AVAAUCH, TIPOKELUEVOU VoL TEPLYPOPOoUV TO BACLKA XOPOKTNPLOTIKA
Tou Selypartog mou epeuvolpe. Katd tnv avaluon twv dedopévwy yivetal mapouaiaon Twv
OXETIKWV KOl QMOAUTWY CUXVOTATWV TWV UETABANTWV NG MOpoUoas £PEUVAG , ATIO TIC
omolec BynKave Kal TO OXETLKA TTOCOOTA, TIPOKELUEVOU va Yivel n petafd toug olyKkpLon.
MapdAAnAa kpiBnke oKOTILUO va BYAAOUE KAL TO PECO OPO TWV LETABANTWY KOL TNV TUTILKN

OTTOKALON ATIO AUTOV YLOL VAL YIVEL [LLOL YEVIKEUHEVN EKTILNON.

Qoto00, yla va €€ETACOUME TNV LOXU 1 MN TWV EPEUVNTIKWV HAC UTIOBECEwWV Tou
SLOTUTWOOHE KOL TTOPATAVW, TIPAYUATOTOLNONKE KoL N EMAYWYLKA OTOTLOTIKI OVAAUCH TWV

6ebopévwv. ETOoL, UITOPOUE VO CUVAYOUE TILO AETITOUEPN KAl A€LOTILOTA CUUMEPACHOTA Lo
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™ oupnepldpopd Twv PetaBAntwy, adoul n meplypadikr) otatiotiki Sivel To emupavelakd
amoteAéopata. ESikotepa, ywo va  eleyxboUv oL  E€PEUVNTIKEG MOG UTOBEOCELG
nipaypatono|Bnkav €leyxol t-tests . Zta mAaiola, AOUTOV, TWV OTATIOTIKWY SOKLULOCLWV

edapuootnkay Ta t-tests yla va eAéyEouv ta eENG:

e Qv n uéon TN pLag opadac dtadépel anod pia kaboplopévn Tun r oxt
® TO OV Ol HEOEG TLUECG Suo opadwy elval loeg i oyl
e av oL MPEOEC TIUEC OUAdWV TIOU TIPOEPXOVTOL AMO UETPAOELS (EUYAPWTWV

Tapatnpnoswy gival iSLeg r oxt.

AKOUN, TIPOKELUEVOU VO A€LOAOY)COUE TNV ECWTEPLKI) CUVETIELQ TWV ETILUEPOUC EPWTHOEWV
TIOU QITOTEAECOV TIOU QTIOTEAECAV TO EPEUVNTIKO EPWTNUATOAOYLO UETPNONG QAUTAG TNG
gpyaociag mpayuotorolndnke avaluvon aflomotiag (Reliability Analysis) pe t xpron

ouvteheotn Alpha tou Cronbach (a). O cuykekpLuévog Seiktng maipvel TipéG and 0 £wg 1.

3.10 YAwkO

Mo TIC avaykeg g mapoloa £psuvag Snuloupyndnke Kal UAOTIOIRONKE  NAEKTPOVLKO
pHaOnua to omoio umootnpllel £va eKMALSGEUTIKO CEVAPLO TIOU EVOWUOTWVEL OTPATNYLKEG
™¢ Mdabnong pe t™ péBobdo Project (Project Based Learning), kaBwg kpivetat wg n 1o
KatdMnAn 8i8aktikr) mpooéyylon vy tnv avdmtuén Ssflothtwy tou 21°Y awwva oTtoug
MoOnTéG. To MePLEXOUEVO TOU TEXVOAOYLIKA UTooTnP{OpeVoL pabnuatog eivat n Neavikn
Eruxelpnuatikotnta, Bépa 1o omoio eival StaBspatikd kol mpowBel toug pabntég va
QIOKTooUV S€ELOTNTEC AMAPAlTNTES YLOL TOV EMAYYEALATIKO TOUG Blo, OMWG lval n KPLTIKA
okéPn, ANYn mpwtofouAlwy Kat anodpdcewyv Kat n ocuvepyaoia. TITAOG Tou NAEKTPOVIKOU

polnuarog sival: « Mivouat emiyeipnuatioc nailovrac!».

To nAektpovikd UAWKO, amod To omolo amoteAeitol To pAOnua, Sopeitol pe Tmokileg
Spaotnpldtnteg TOU  OXESLAOTNKAV KAl TIPOCAPUOOTNKAV Ylo. TG QVAYKEG TNG
nalyvidonoinong tou pabipatoc. Itnv nAektpovikn mAatdopua aclyxpovng ekmaibsuong
Moodle mapéxetal Kot eMUTAéOV UAIKO ylot TOUC MOBONTEG Kol TOUG eKMOLSEUTLKOUE TIOU
B€Aouv va pabouv meplocotepa yla to Gamification kat th Bewpia Tou Autonmpocdloplopol

(Self- Determination Theory), Bdosl Twv omolwv OXeSLACTNKE TO TOPOV NAEKTPOVIKO

pnaonua.

‘OAo 10 UALKO TIOU TIEPLYPAPTNKE TTAPOTIAVW ELVOL CXESLAOUEVO PE TTalyVIWdn Tpomo (game

like) ota mAaiowa tng maixvidomolnong tng Soung Kal tou meplexopévou  (Structural &
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Content Gamification) ocav va £mawlav ol poBntéc éva mavidt poAwv (RPG),

EVOWHATWVOVTOC Kal otolxela mayvidlwv (game elements) péow tng miatdopuog Moodle.

3.11 Epeuvntiko Mepipailov

To epeuvnTkd meptBarlov TnG epyaociag emléxBnke va eivat to Moodle. Xpnolonolwvrag
o Moodle wg to epyaleio oxeSlaopol PLOC OepA padnudtwy (courses) Katl uAomoinong
TOU NAEKTPOVIKOU paBnuatog, €pXetal kaveig oe emadn pe éva epyaleio eUkoAo otn xpnon
KOl HE €UPOC AELTOUPYLWV YlA TNV UTIOOTAPLEN TNG NAEKTPOVIKNAG TAENG. ‘HOn pdAlota
Xpnolgomoleitol amd mAnBwpa  ekmolSEUTIKWY O OAO Tov KOOpO, Oebopévou OTL

XpnoLllomoleitol eUKoAa Kal eivat éva Swpedv epyaleio.

Y€ YEVIKEG YPOUMEC OL SpacTnpLOTNTEG TIou Tipoadépel To Moodle BonBave va opyavwBOei
KOAUTEPA N SL8KTIKA Stadkaoio Kal 0 EKMALSEUTIKOG PE UNXAVIOTIKO TPOTIO UECW TNG
mAatdoppag vo umoloyioel toug PaBuol¢ tou kABs pabntr, o omolog pmopel va
EVNUEPWVETAL yla QUTOUG KABe oOTlyur, Kal va KAvel TI¢ OkéG Tou KaABe dopd

TIOPOLLLETPOTIOLOELG YLOL TO NAEKTPOVIKO TOU pHadnua.

Mpokewévou, Aowmov, va  €MTUXOUME TNV  Talyvidomoinon Tou  paBnpatog
napaperponotioape to Moodle pe ta epyaleia mou fdn SLaBETEL KAl KATIOLEG TPOOOETEG
emunpooBeteg edpapuoyeg (plug-in). H mawvidomnoion (gamification) tng mAatddppag kat
YEVIKA TOU NAEKTPOVIKOU HABRAMOTOC £Yvepe SUO TPOMOUG: He matxvidomnoinon g Soung
(Structural Gamification) kat pe tnv Tavidomoinon Ttou meplexopévou (Content

Gamification).

Yta mAalola NG malyvidomnoinong tng SoUNg Tou HABAUATOC, ELCAYAE KATOLA CUCTATIKA
nayvdlwyv (Game Components). Ewdwotepa mpooBéoaue ta plugins “Level up block”,
“Ranking block”, “Progress Bar block” kaw “Quiz Results block” ota m\aiowa Tou gAéyxou
™¢ pabnolakng mopeiag tou padnty (performance tracking). EmumAéov, aflomolndnkav
Aettoupyleg mou umipxav fdN otnv MAATPOPUA, OTIWE O SLOXWPLOUOG O opadeg (groups),
n épaoctnpotnta “Workshop Activity”, to “Wiki”, kobw¢ kot ta “Badges”, ta omoia
Sivovral we BpaPelo yla tnv Kok toug enidoon oe kAmola dpactnELOTNTA. XTO TEAOG TOU
palnuatog, toug OSivetat kot pia Motomoinon (Certification), mpokewpévou va

ovTapelPOUE TOUG HOONTEG YLO TN CUKUETOXN TOUG OTO HLABnua.

O mapakAtw Mivakag mopoucLalel Ta pyalsia MOU xpnolpono|nkav Kol 0 oToXog mou

£XEL N KABE Lo ETUAOYN Yl TNV OPAPETPOTOINGN QUTH.
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Mivakac¢ 1Moodle Avtivities/Resources/Block for gamification

‘Ovopa/ 1816tnTaL

ZTOX0G

Level up / Block

EVEL UP! Bm

Participate in the course to gain experience points and level up!

MNpocoBetn sdopuoyn “block” n omoia
matyvidomolel tO paBOnua  Sivovtag

enineda (levels) otoug paBntég

outopotra avaloyo tn Spaotnplotntd

TOUG otn MAathopua.

Wiki / Activity

% Karaniopoc [Sewy

Apaotnplotnta TIou glvat
evowpatwpévn oto Moodle kat eival
davikn yla CUVEPYOTIKEG

6paoTNPLOTNTEG.

Workshop / Activity

b

TR Acotepn ATooToAf! IXEBIAOPOC

MpoiovTwy

Juvepyatiky Spaotnplotnta Omou ol
poOnTéG KohoUvTol Vo OVEBACOUV TIG
epyaciec Toug otnv mAatdopuo, va

0fLoAOyNooUV TIG Epyooieg Twv AAAwWVY

opadwv kot TG OwkéEG Toug (self
assessment), KoOwg Kol va
aflohoynBolv kal autol amo TOUG

aAAoug (peer assessment).

Progress Bar / Block

MMAPA NMPOOADY

el |

JIIIII JIIIJJJ # JIJJIJ#IIJ#II .fl.u

PrgEEs 32%
Mousa gver tack far ik

Cvenview of students

Mmndpa mpoddou yla va eAEyxouv Tnv
npPoodo6 TOUC KATA TN SLApKELD TNG

paBnolakng Stadikaoiag.
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Badges/ Settings

Emiyeipnuotike Mvaio

Anpoupyia ELKOVIKWY «AUTOKOAANTWV»
Badges ota mAalola ™me
matyvidomnoinong,  TPOKELUEVOU ol
pobntég voa  AapBavouv  Betikn
avatpododotnon, apolpry  yia TNV

np6odo mou KABe popd CNUELWVOUV.

Groups/ Settings

Groups (4)

5* O KOOPOC TNE
Ayarng

P

420 KOaUOC TG
N

Eiprvng

13# O k6opog Tou
MepIBAAAOVTOC

,J@';.CJ KOTHOC TWV

by

H kaBe opada avtimpoowmneVEL KAl Evay
Sladopetikd koopo. Etol pe tn Ponbela
Twv Groups oto Moodle ¢taapes TG

SladopeTikéC opadec.

Ranking/ Block Katatoén pabntwv avaloya HE TIG
RANKING o embooeLg Toug avd eBdoudda, priva kot

Manthly General

$ 0

Mo students to show

See full ranking

VEVIKN katataén. Autn n edapuoyn
BeAtlwvel tnv mawvidomoinon NG
mAatpoppag Moodle, kabBwg bSivel
MOVTOUG QUTOMOTO HECO Qmo T

6pacTNPLOTNTA TOUG oTNV MAATdOp AL,
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Certification/ Plug-in- Activity

This is o certify that

Mwtornoinon  mapakolovBOnong  tou
Arympa Aapnpvod i . , ,
e coRT e contil ¥ padipotoc pe titho «O emuyelpnpotiog
Yy NG XPOVLACH.

Juby 34,2015

3TN ouvéxela, ota mAaiola tng matyvibomnoinong tou meplexopévou (Content Gamification)

oxedlaoape TIG SpaotnPLOTNTEG TOU MOOAUATOC UE TtalyviSomoLlnévo tPomo, adou Ta

OVOLLOTA TOUC Kal oL eplypad£C Toug sival pe opouc mavidiwy (PA. mivaka 2). Me auto

TOV TPOTIO oL SpaoTNPLOTNTES lval TalyviwSeLg kot StaokedaoTikég (fun learning activities),

UE OmMOTEAECUA Ol HaBNTEC VO TTAPAKLVOUVTAL VO CUUHUETEXOUV OE QUTEG. INUAVTLKO poOAo,

eniong, otnv matyvidonoinon tou meplexopévou dtadpapartilel kat n adrynon (Storytelling).

Quest:

ACKNOELG LECQ OTNV TAEN
Mikpd Teot Monster:
AOKAOELG OTO oTtiTL

Mini Boss:

ASSESSMENT TASKS

Final Boss: Side Quest:

Tehwkn A§LloAdynon (Bazaar) Mpoatpetikég Epyaocieg pe extra credits

Mivakag 2 Mawyvibonotnuéves Apaotnpiotntes Madnuatog
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3.12 H Awadikacia Epeuvag

3.12.1 H Awdaktikn Napéppaocn

H nmpwtn ddon tng epeuvntikng Stadikaciag ehafe xwpa koatd to Siactnua Ampiiiog (24
Antpihiou) — Mdwog tou oxoAkoU £toug 2014-2015. H £psuva Sie€ixdn oto 17° Anpotikd
YxoAeilo AlydAew, katomv adelag tng AleuBbuvtplag , Tou ZUAAOYoU ALSAOKOVTIWVY Kol TOU
JuA\Oyou Movéwv Kal Kndepodvwy tou oxoAeiou. To Seiypa to amotédecav 16 padnteg tng
Ektng (2T') tdéng. Mpwv tnv €vapén TOU TPOYPAUUATOC Ol MOONTEG CUUTANPWOAV TO

EPWTNUATOAOYLO TNG £PEUVAC OXETIKA LE TNV amor) Toug yia Tt mapadoatakn Sibaokalia.

To ekMALSEUTIKO OEVAPLO TNG EPELVAG LAOTIOLBNKE oTa MAALOLO TOU HaBnuatog «EVEALKTN
Zwvn». H emoyn autol Ttou pabripatog Oev eival tuxaia, kobwg ota mAaiola
Stapopodwong tou A.E.M.MN.X2 (AaBepatiké Eviaio MAaiolo Mpoypdppotog Imoudwv) n
EuEAkTn Zwvn AaBgpatikwv Kol SNUIOUPYIKWY SpaoTnplOTATWY HE OTOXO TnV
TPWTOPOUALAKY), CUVEPYATIKA Kal SlaBepatiky mpooéyylon g pnadnong (YMENO, 2001).
JUpdwva pe To TMAALOLO AUTO, AOUTOV, UMOPECAUE HECA OO CUVEPYOTIKEG, SLADEUATIKES
KoL  Onuoupylkég  Spootnpldtnteg  va  evtafoupe To  Oéua tng  «NEAVIKAG

Erxelpnuatikotntag» oto pabnua tng EvEAKTng Zwvng.

Qotooo, oMot eival ol eknadeutikoi, oL onoiol eMel el empopdwong otn pEBodo Project
Bewpolv TO HABNUO WG «WPA AVATIAUAAGY, XWPLG OUCLACTIKA LOPPWTIKA OIMOTEAECUATA N
WG «wpa eMavaAnyPnc», MPoKeLEVoU va KaAUouV pabnolakd Keva Twv pabntwy toud. Ta
TMAPATIAVW E€lval KoL CUUMEPACUATO TNG EPEUVATPLAG KAl PEOW TNG EUTMELPlAG TNG WG
EKTIALOEUTIKOC, OAAQ Kal péoa omd €PWTINOELS TIOU £KAVE OTNV apxf TP tn SLOAKTIKA

napéppaon ota owdid.

To pabnua tng «EVEAKTNG Zwvng» KATaAaUPBAVEL oTnV £KTN TAEN SNUOTIKOU Hia wpa Tou
wpoloylou mpoypdaupatog ePfdopadiaiwg. Asdopévou OTL 0 ekmAlSeUTIKOG bev  eixe
vlormouioel aA\o Project ota mAaiola tng EUEAIKTNG Zwvng UaG BorBnoe va UAOTOLCoU e
TO €eKMOLSEUTIKO OEVAPLO TNG TAPOUCAG £PEUVOCG OTO TUNMA QUTO amo to PNndév. H
vlormolnon Tou pabnuatog £ylve oTo £pyactrplo MANPodOoPLKNG Tou oxoAeiou, n omoia eivat
€€OTALOMEVN UE UTIOAOYLOTEG e oUyXpova AELTOUPYLIKA CUOTHUOTA Kal ypriyopn cuvdeon

oto SLabiktuo, KabBwg SLaBETEL Kal SLadpaAoTIKO TivaKa.

Ztnv apyn, Aoumov, §66nKe oToug HABNTEG TO EPEUVNTIKO EPWTNUATOAOYLO TIOU UETPAEL T

KlvnNTpa TwV HaBNTWV OXETIKA HE TO HABNUO OMwE YiveTal Ye Tov mapadooLlakd TPOTo Kol
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Xwplg TNV umootipEn twv TME. Me autov tov Tpomo peTpnBnkav ta kivntpa (motivation)

TWV pHadntwv mpLv Tn S160KTIKN apéupaon.

TN ouvéxela, &ekivnoe to pABnua, evBappuvoviag toug Hadntég va eyypadoulv otnv
mAatdoppa Slaxeiplong nAektpovikng pabnong (LMS) Moodle oto e€ng olvdeopo tou

pobnuatog ( www.gamebiz.wideresearch.gr), péoa amd TO ONMOIO N EPEULVATPLA

EKTIALOEUTIKOG TOUG Ttapeixe Pndlako UAKO, kKaBwg Kat Tn SuvatotnTa EMLKOWVWVIOG HECW
Twv Forums mou SnuoupynBnkav ota mAaiola TG acvyxpovng emikolvwviog. Eniong, péoa

amnod th mAatdoppa propoloay oL Habnteg va Slapolpdlovtal TIG Epyacieg Toug.

Metd tnv oAokAnpwon tng SL8akTikAg mapéupaong £ywve n SeUtepn HETPNON TWV KVATPWVY
(motivation) twv paBntwv tou delypatog. A6Bnke otoug pabntég Eava To epwtnuatoAdyLo,
T(POKELUEVOU VO GOVEL AV UTIHPXE OTOTLOTIKA EMidpacn ota KivnTpa Twv Hadntwv YeTA TtV
edappoyn g StdaokaAiag Ue Tn XPAON UNXAVIOUMWY amo ta malxvidia (Game mechanics)

KoL av Ta Kivntpa augnbnkav.

Kata tn 6eUtepn ¢daon tng £peuvag KANBnKav ol eKMALSEUOUEVOL VO ATOVTGOUV OTO
gpwINUATOAOYl0 TUMou COLLES mou umdpxet otnv TAOTHOPUQ, TIPOKEWEVOU VvVl
afLOAOYNOOUV TO NAEKTPOVIKO MHABNnUa tng mopoucoag epyoociag. OL QTMAVINCEL] TOUG

ovaAuBnkav péoa amno to epyaleio “Survey” Tng nAektpovikng mhatdopuag Moodle.

w &

BonmSeutinis Ernaufrudpneg

b N
a -

ExnanSzutinis Cuabamainan

Hhaxrpovued Médnpua Nemvues Emygmaparmdmrag
T mharsaps Maadls UMS)

™
PHASES 55C5 [Pizzini, 1989)
S Lseanh n
2.5olve :'::"
n Lesmmiing.
- 3. Crasts Techriques
| 4. Share
Eﬂw;r:c:rh
SELFDETERMINATION THEORY
Sxripo 8 Mopeio EpeuvnTikhc . -

Awadikaoiog

3
P —— .
—
8. Afwhaynang Hhzspovmoy
ExmmBruTings Exmanfzudprvasy MaBrpaTo; | COLLES)
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http://www.gamebiz.wideresearch.gr/

3.12.2 Nepypadn eKMALSEUTIKOU CEVapPioOU

e QUTO TO EKTOLOEUTIKO OEVAPLO HECW TOU HOVIEAOU HABNnong pe tn UEBodo Project
(Project-based  Learning), oL paBntég mpooeyyilouv Bfpata NG  Neavikng
Emxelpnpatikdtntag ota maiota tng mayvidomnoinong (gamification) kat evowudtwong tng
xpnong twv TMNE. Méoa amnd €va mayvidonolnuévo ekMaLdeUTIKO OeVApPLO HE oTolyela amo
ta RPG mawvidla opyovwvouv T SIKIA TOUG emixeipnon — opdda, ¢Tidxvouv T
ETUXEPNUATIKA TOUG MAGva, oxedlalouv Tta Tmpoidvta toug, GTLdXvouv Tn SR Toug
Stadpnuon kat ta mopoucialouv (pitching) otov emevduti- SAoKaAO, TPOKELWEVOU v
enevbUoel o autd. Mapakdtw oag Tapouctdloupe ava ¢don TIg SpaotnpldTnNTEG TOU
ekmotdeutikol oevapiou NG mapovoog epyaciog Pdoel Ttou pPOVTEAOU emiluong

npoBAnuatwv Pizzini (SSCS) (1989).

TNV apxf TOU HaBnuoTog, KATA TNV MPOETOLHACia oL LabnTég €pyovtal o enadr HE TO
Bfua Tou PABAUATOC KAl TO NAEKTPOVIKO HABnua otnv mAatdoppa kot poll pe tov
EKTIALSEUTIKO 0pl{ouV TO EPEUVNTIKO £PWTNUA TOU Ba TPEMEL VA ATAVTCOUV OTO TEAOG

(driving question). H ¢daon Slapkel pia SL6aKTIKA Wpa.

Itn mpwtn ¢aon, otn daon tTng €peuvag (search) ot exnmaldevodpevol Epxovtal o€ emadn e
OPOUG ETIXELPNON» KAL KETILXELPNUATIOG» KOl EEOLKELWVOVTAL UE TO NAEKTPOVIKO MABNUa
oto Moodle, oto omoio €xouv evowpoatwOdel Sladopa cuotatikd amd Pivteo mayvidia

(game elements). H ¢paon €xel Slapkela pio SLOAKTIKN wpa.

Ytn 6eltepn ddon tng eniluong (solve) oL padntég cuykpotouv opddeg Kat pall Bplokouv
€Vl OVOUOL TNG EMLXELPNONG TOUG KOl TNV ETUXEPNUATIKA Wéa mou Ba mpowbroouv.
Mpoomnabolv opadikd va Bpouv AUCELS WG va elval pLa emiyxeipnon emtuxnuévn. H gadon

Slopkel pia St6aKTKA wpa.

Ytn tpitn ¢daon tng dnuioupyiag (create) ol opASEC CUVTACCOUV T EMIXELPNUATIKA TOUC
ox£€6la, omou Teplypddouv MARPWG To TPoidv mou Ba SnULoUPYNOOUV. 3TN CUVEXELQ,
dTayvouv ta mpoidvta toug BAaoel Tou oxediou autol Kal oTo TEAOG dnpoupyolv Ta Stk
ToUG SLadNULOTIKA OTIOT, TIPOKELUEVOU va Stadnuicouv to mpoidv Touc. H dpaon Stopkei pia

SL8OKTIKN wpaL.

Itn tétaptn ¢don tou Stapolpacpol (share) oL ouddeg kalouvral va MOPOUCLACOUV
(pitching) To mpoidv TouG OTOUC CUUUABNTEG TOUC KAl 0TOV EMEVOUTN-8AO0KAAO, TIPOKELUEVOU

va ToV Tieloouv va emevdUoel oe auTO. lvetal oulntnon ylad TO CUUMEPACHAT TIOU
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Sle€nxBnoav katd to TEAoC Tou padnuatog, afloAoyolVv UECW POUMITPLKWY TO HABNUa Kol

npoomnaBbolv va SWooUV Pl ATAVTNON OTO EPEUVNTIKO €pWTNUA TIou T€BnKe otnv apxn. H

daon Slapkel 6U0 SLEAKTIKEG WPEC.

Ka®’ 6An tn Sdpkela Tou oevapiov ol pabntég cuAAéyouv mdvtoug Kot badges, kaBwg kot

OQVTLUETWTTI{OUV PavTAOoTIKEG Haxes (Boss Fights) ota mAaiola tng Kwvntomolnorg toug oto

padnua BAcel TNG MPAKTIKAG TNG mawxvidomnoinong (Gamification).

3.12.2.1 Neprypadn SidaktikoL poBARUATOG

To &18aKTiko mpoPAnua Tng mapoloag epyooiag oXeTileTal e TO TOPOKATW:

LSRN NN

Evioxuon KpLTIKAC Kol SNULOUPYLKAC OKEYNG

KaAALEpyeLa TTVEULOTOG TIEPLIETELAC KOL ETILXELPNUATIKOTNTAG, plokou & apotlBng Kot
TOU aLoBNUATOG EVXAPLOTNONG Ao TNV UAOTIOLINON HLag LO£aC.

Avantuén automnenoiBnaong otnv mapouvciaon Kot TNV uTooThPLEN TNG LOEAG
MpowBnon cuvepyaociag Kot OpadSIKoU VEUUATOG

Avamnrtuén de€lotnTwy Slaxelplong €pyou Kal Xpovou

AVATTTUEN CUVEPYATIKWY KAl NYETIKWV S€ELOTATWVY (VoL LITopoUV va nyouvTal Kal va
ocuvepyalovtal)

Atlomoinon twv TMNE ota mAaiola evog Project

3.12.2.2 Nepypadn EKMOULSEUTIKWV OLVAYKWV

> Avaykn mpocéAkuong evlladEpovtog TwV padntwv oto padnua tg EugAktng

Zwvng

AvAyKn avamtuéng ouvepyaTtikng LABnNong Kal KOWwVIKwY de€lothtwv

Avaykn KaAALEPYELAG QUTOMEMOLONGONG KOL  OUTO-OMOTEAECUATIKOTNTAG TWV
pobntwv

AVAyKN YL QUTOVOLO TWV HaBNTwV, HECW TOU NAEKTPOVIKOU HaBROTOC

Avaykn oUv8eong TOU VEOU TOULXVISOTIOINUEVOU HOONCLAKOU OVTLKELUEVOU ME
MPOUTIAPXOUCECG YVWOELSG , eVOLadEpovTa Kol EUMeLpia TwV LadnTwv

Avaykn Onuloupylog TEPLEXOUEVOU ME VONUA Yl TOUG EKMOLOEUOHUEVOUG

(meaningful)
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3.12.2.3 lFevikol padnolakoi otoxot

To 2000 évog mpwnv pabntng tou Bloom, o Lorin Anderson, padi pe tov Krathwohl, ékavav
oA\ayéc oto  Hovtélo.  Xpnolgomownbnkav  pripato  OvIl  OUCLACTIKWV (Sgiyvouv
EVEpYELa), KAl otV Kopudn TG TWUPAUISAC £yKATOOTABNKE TO prnUa SnUOUPYW (TTou

QVTIKATECTNOE TN oUVIEON), EVW TIpLV UTPXE N a§LloAdynon.

To €€l emineda twpa eival ta £€n¢: Oupapat, Katavow, Edappolw, Avalivw, Afloloyw,

A Bloom’s Taxonomy
(New Version)

Anuovpyw.

Zyiua9 Bloom's Taxonomy

INQITIKOZ TOMEAZ (COGNITIVE) :

Quuadpuout

- AvakaAoUvV TLC €VVOLEG OLKOVOULKWVY Opwv, OTtwce kEpdog, Inpia, £€0ba, £é00ba.

- Mpoodlopilouv Ta EpWTAATA TTOU TIPETEL VOL ATTAVTICOUV VLA TO EPWTNLA TOU
pabnuorog.

- Mepypadouv mpoidvia mou XpNoLOToLoUV OTNV KABNnUEPLVOTNTA TOUG

Katavow

- Zuykplvouv Tig paoelg Aettoupylag pLag eneipnong

- Zuvoilouv TiG evEpyeLeC SnLoupyiog Tou MPoidvTog

- EpUNVEVOUV TOUG OKOTIOUG LLLOG ETILXELPNONG

- Awmtohoyouv tn B€on mou emBupolV va €xouv otnv opada

Edapudlw

- 2xebdlalouv to ofApa TG opadag Toug
- XpnolgomoloUV Toug TOPOUC yLa va GTLaouv Ta mpoidvta Toug
- EkteloUvV TG eVEPYELEC TNG SNLOUPYLAC TTPOIOVTWY
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AvoAUw

- OpyavwvouV Ta ETIUXELPNIOTIKA TOUC OXESLA

- ZUYKPLVOUV TIG MPAKTIKEG TTOU Ba akoAouBricouv yLa tnv emttuyia Tng enyeipnong

TOUG

- Xtilouv TNV TAKTIKA TPowONOoNG Ko TTPOBOANG TWV MPOIOVTWY TOUG

A€Lohoyw

- A&loloyouv ta mpoiovra Tng kKaBe opadag Kal To LKA TouG

- Kavouv unoB£oelg oXeTIKA e TO av KaTddepay vo Ielcouv Tov enevOUTA-6A0KAAO

- EAéyyouv tnv Sladikaoia Tng moapouciaong Twv mpoloviwy otov enevoutn-6AoKaAo

- EAéyxouv tnv mopeia Toug o OXECN LLE TO ETLXELPNHOTLKO TOUG OXESLO

Anuoupyw

- AnuoupyoUlv To TIpoidV Toug ava opada

ZYNAIZOHMATIKOZ TOMEAZ (AFFECTIVE)

el S

AvVamTUOO0UV ETUXELPNUATIKEG SEELOTNTEC
AvamtlooouV KPLTIK oKEWn

Maipvouv anodaoelg

Yuvepyalovtal PeTafl TOUG

WYXOKINHTIKOZ TOMEAZ (PSYCHOMOTOR):

1.
2.
3.

Na mapayouv ta Sikd Toug Mpoidvta
Na mpowBouv Ta poiovTa Toug
Na avamtu€ouv EMIKOWWVLIAKEG SEELOTNTEC

2TOXOI Q2 NPOZ TIZ TNE

Na e€okelwBouv e to avolyto neptBarlov Saxeiplong pabnong (LMS)
Moodle.

Na avantu€ouv Se€lotnteg aodaing avalitnong, emAoyng kat aflomoinong
mAnpodoplwy amnd to dtadiktuo.

Na aoknBouv otn cuppetoxn os forum nmpokelpévou va urtootnpilouy Thv
aroyif Touc.

Na e€olkelwBouv otn xprion epyaleiwv dnplovpyiag Bivieo (Movie Maker) kait
napouociaong (PowerPoint).
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Mivakag 2 Texyvikég PBL kat otoyot osvapiou

Texvikég Project Based Learning ko 2toxot Zevapiou Baoel SDT

8 teXVIKEG PBL

1. AuBevtiko MNeplexopevo

v

ExpaOnon TIPOKTLKWV
Snuloupyiag kot  mpowBnong
mpolovTwy ota  TAaiola NG
auBevTIkAg paénong Ue
napadeiypata  PyoApéva amnod
™V KaOnUeEPLVOTNTA, HE OTOXO
va ouvepydlovtatr kalL va
ETUKOWVWVOUV  QTOTEAECUATLKA.

AlaBepatikdTnTa OEVAPLOU WOTE
va £GOpPUOOOUV TIC YVWOELG
TOoUg otn vAwooa, Ta
Mabnuatikd 1 tn yewypadia ce
auBevtika mAaiota.

2. Asfiotnteg 21 au. (21 century

skills)
v

KaAALEpyeta kpLtikn okéPn twv
padntwy, Kabwg Kot va AUvouv
TPOPBANMATA, VO ETILKOWVWVOUV
KaL VoL guvepyalovtal.
Maipvouv anoddoelg yla tnv
emixeipnon toug

KaBe pabntng avaiapBavel
£va poho kalt eivat umeBUVOG
yla ouTo

Mpémel va Slabétouv
ETUKOWWVLOKEG SEELOTNTES yLaL
VO LOLPAOTOUV TLG LOEEG TOUC
LE TNV opada Toug

Elvat Snuioupyikot,
oxedLalovtag To MPoidv Toug
KOLL ETILVOWVTOG TO OVOU TNG
gTalpeiag toug, Kabwg emiong
dtayvovrag t SltadnuLoTiki
KOUTTAVLA TOUG.

3. Aiepeuvnuik) padnon (In-depth

inquiry)

v

Alepguvouv TN onuagcia tng
ETUXELPNUOTIKOTNTOC KOL TIWG
pLa emixeipnon Bewpeitat

ZTOXOL OXETIKOL UE:

Autonomy

Na mapdyouv ta
Ska toug Mpotovta
Na g€owkelwBouv
LLE TO OVOLXTO
nieptBaihov
Slaxeiplong
Hdbnong (LMS)
Moodle.

Na €otkelwBolV
otn xprion
gpyaieiwv
dnuoupyiag Bivteo
(Movie Maker) kot
napouciaong
(PowerPoint).

Avamntiooouv
KPLTIKN oKEWN
Maipvouv
anopAoEeLg

Na avartiéouv
Se€lotntec
aodaAng
avalitnong,
€TAOYNAG Kal
aglomoinong
mAnpodopLwy amnd
To SLabiktuo.

Na aoknBoulv otn
OUETOXN OF
forum mpokelpuévou
va unoothpilouv
TNV anoyr Toug.

ZTOXOL OXETIKOL UE:

Competence
Mepypadouv
Tipolovta mou
XPNOLLOTOLOUV
otnv
KaBnuepvotnTd
TOUg

Eppnvevouv toug
oKomoUG ULoG
eMIxelpnong
AvtloAoyoUv T
Béon mou
gnbupolLv va
€Xouv oTnV opdda

JuyKplvouv TIg

daoelc Aettoupyiag

JLOG ETXElpNONG
Juvoyilouv Tig
EVEPYELEG
Snpoupylag tou

ZTOXOL OXETIKOL UE:
Relatedness
- NamnpowBouv
Ta polovra
TOUG

- Avamtuooouv
ETUXELPNMATLK
£¢ 6e€loTNnTEG

- Juvepyalovta
L HETAEL TOUG

- Na
avamntvéouv
ETUKOWVWVLOKE
¢ 6e€lotnTEG

92



ETUTUXNUEVN.

EvBappuvovrtal va mapouv
npwtofoulia kat va Swoouv
VEEC KOl KALVOTOWEG AUGELG

Ol HaONnTEG KAVOUV OUGLWBELG
EPWTNOELG OUASEG;»
T(POKELEVOU va BEToUV TOUG
OTOXOUG

4. Agpeuvnuikd Epwtnua (Driving

Question)

v

v

AlaTUTIWON EPEVVNTIKOU
EPWTNLOTOG OO TOUG LOONTEG
To EpWTNUO ATIOTUTIWVEL TRV
TPOKANGN TwV HaBnTwV Kat
gival avolyto: ev UTApXEL pULa
OWOTH AMAVINGN OTO EPWTN A
QauTo.

5. YAwO E¢popunong (Need to know)

v

Ol padntéc adoppolvral ano
To Bivteo pe to madikod
gyxelpnua tng mwAnon tng
Aepovadag Kol opyoavwvouv Thv
én mpolmdapyxouca yvwaon Kot
Tn véa mou xpelalovral yla
Swoouv anavtnon oto
EPEUVNTLKO EPWTNHUA.

6. AnPn anodpdocswv (Voice &

Choice)

v

O padbntég anodaacifouv povol
TOUG yLa. TV TopEia
Sdnuoupyiag Kat mpowdnong
TOU TPOIOVTOG TOUG,.

MrmopoUv va emAéEouv
TpOmoug mapouaiaong tou
oxebilou toug otov Sackalo-
enevéuTh.

7. Kputik & A§loAdynon (Critique &
Revision)

v

Aappavouv avatpododotnon
KOUTA TN SLAPKELA KOl OTO TEAOG
Tou oevapiou kat afloAoyouv ol
i6loL toug dAAoucg (peer

TpoilovTog

Mpoacdlopilouv ta
EPWTHHATO TIOU
TIPEMEL VAl
QTIOVTIACOUV yLa TO
EPWTNHA TOU
paénuotoc.

AvakaAouv TIg
£VVOLEG
OLKOVOULKWY OpwV,
oMW KEPSOG,
Inuia, €€0ba,
€coda.

2xedlalouv to
onua tng opadog
TOUug
Xpnotuonotouv
TOUG TTOPOUG YLa. VOl
dtagouv ta
TPOLOVTA TOUC
EkTEAOUV TLG
EVEPYELEG TNG
Sdnuoupylag
TPOLOVTWV

Opyavwvouv Ta
ETUXELPNHOTIKA
TouG oxEdLa
JuyKplvouv TIg
TIPOKTIKEG TIOU Oa
okoAouBncouv yla
TNV emtuyia TnNg
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assessment) kol Toug iSLoug
(self-assessment).

OL paBnTtég umopouv va
avaotoxalovtal Thv anodoaon
TOUG OE CUYKEKPLUEVES
Spaotnplotnteg Baoel
pouunpikag mou toug Sivetal.

8. Kowo (Public Audience)

v

v

Ol LaONTEG €XOUV TPAYUATIKO
KOLVO.

Mapouctalouv To GXESLO TouG
otov enevdutr — §aokalo
Mapouctalouy tig Stadnuioelg
TOUG OTO (610 TPAYHUATIKO
KOLVO.

O emnevouTr¢-6AoKaAog KAVEL
EPWTNOELG VLA TLG ETILXELPNOELG
KOLL TA TTPOIOVTA TOUG KOl OL
pabntég mpoomabouv va tov

Teloouv va enevOUOEL OE QUTA.

EMLXelpNOnC Toug
Xtilouv TNV TaKTIKA
mpowOnong Kat
TiPOPBOANG TwvV
TPOLOVTWY TOUC
ALoloyouv Ta
nipolovta tng kabe
opadag Kot Ta Sika
TOUg

EAéyxouv TNV
Topeia toug oe
OX€0N LE TO
ETXELPNMLATLKO
Toug oxedlo

Kavouv umoBaoelg
OXETLKA LIE TO OV
Katadepav va
neloouv tov
enevéutn-6aokalo
EAéyxouv TNV
Sladkacia tng
napouacioong twv
TPOLOVTWYV OTOV
enevéuth-6dokalo

3.12.2.4 EpntAekOpevoL POAOL Ka §paotnpLlOTNTEG EUNTAEKOUEVWV POAWV

EKTaLSEUTIKOG

> Anuoupyia Kat@AAnAou KALLOTOG HEOw adrynong yla Tnv Eviaén Twv Hadntwv oto

naxviwdeg mepLpariov (storytelling)

V V V V V

npokaAwvtag to evéladépov Twv pabntwv (edodpunon)

Mpoetoldlel To UALKO HEAETNG, Ta GUAA epyaciag Kot OpadoToLEl TOUG LaBNTEG
Mapouotdlel To NAEKTPOVIKO HABnua otnv mAatdopua Moodle

AteukoAUvel va StotunwBel to Epsuvntiko Epwtnua (Driving Question)
MPOTPEMEL TOUG LOONTEG VA 0pYAVWOOUV TIG 8N TPOoUTIAPXOUCEC YVWOELG TOUG

Mapouotalel to KatdAAnAo ekmadeutikod PndLakd VALK mapexovtag Kivntpa Kot
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MNapéxel 06nyieg oe kABe pia opada yLo TOV TPOTIO MPOCEYYLONG TOU BEUATOC TOUG

KoL TwG vat B€couv toug S1koUE TOUG OTOXOUG

» Opyoavwvel Tn cuVoALKA oulTnon TNS TAENC yLa TNV €aywyr) CUUMEPOOUATWY

» KaBopilel to xpovo epyaaiag ylo k&Os opdda

» Alvel mapadeiypota oxedlacpou kat Stadnuiong mpoloviwv ota TAdiola Tou
KOTALYLoPoU L6ewv (Brainstorming)

» Alvel avatpododotnon pe oToxo th BeATiwon Twv eMSO0EWV TwV OPAS WV

» BonBdel toug pabntic va xpnotuomnotnoouv epyaleia TMNE

> Ae€ayel oulntnon yla TV EUMELpio Twv tatdlwy amo ) ddaktiki Stadkaoia

EKMoS€uOpEVOC:

» Ektelel Spaotnplotntec (mini bosses) mpokelpévou va eAEYEEL TIG VEOQTTOKTNOELOEG
YVWOELG
Mapéxel L6€eg otnv opddo Ttou
Elvat urteBuvog ylo to poAo kol Ta Kabrikovta mou £xel avaAdBeL oTtnv opdda tou
Emikolvwvel peE TOUG OUMMOONTEG TOU KoL TOV EKMOUSEUTIKO OUYXPOVOL KoL
acuyxpova

> OETEL OTOXOUG YLA TIPOCWTTLK OVATTUEN KAl ATOLKN cuvelodopd oTny opada

>  MeAetdel To UALIKO Tou pabripatog

> JUMMETEXEL OTIC OUINTAOELG TG TAENC

OMASa EKTTOLSEVOUEVWV:

>
>
>
>

Kdavouv unoBéoeLg, emiyelpnuatoAoyolv Kal tpoBaAAouV TIG LEEEC TOUG
Opyavwvouv Tn véa Anpodopia kot TNV aflomololv Mpog cUdEPOV TNG Opadag
AlaAéyovtal kot maipvouv anodAceLg yla TNV mopela TnG epyaciog toug

AvtaAAdooouv Kot potpalovral LOEEG Kat UALKO
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Mivakag 3 AvaAuon Ekmatdeutikou oevapiov
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Search Phase

Mini Boss Quiz

EBAOMAAA 3

2

Sohve

Phasze
Opadomoinon

search (-]
Phase

Mpuen

EmiAoyr POAOU

Sohve
Phase

Mini Boss —
EMiyELpruaTikn
1&Ea

wearch B
Phase

EPTAZIA ETO
EmT
Monster-
EYESLOONOC
MpOTaOEWY

BAOMAAMA s

iCreate =
Phasze

ELomywsyr] ora
EMLY ELPMUOTLRE
Iy

(Business Plans)

iICreate
Phasze .’
Mini Boss Fight-
Iyedimopig

ETILY £ LPMUOTLRY
oyESLwY

ICreate , 11
Hlﬂ

AsdTERN
Amootohi-

KouLE
KOTOV OGNS TW
OLROV DKL
Opiuy TIOU
padaps oto
pasnua.

NADLOOE T
paSnTuwy o
opabec.

Emihoyr pohou
oW EMIBUPEL O
KQ8E podnTig
QUTLOADVNTOG
paon) Twy
FODOETODLOTLRLY
Tou g
TLDOCWLKOTNTES.

ALETOTIWDT
ETYELPMUATLEG
WBEag Ko
AOYOTUTOWY Qvi
opaba.

ALETOTIWDT
WMVURATWY LR
T PrAoUdaKLa
avakoyo ps To
BEpa TG kads
opabac.

ELOoy Wy OTOV
Opo

Eysfunouog
TPOTOVTUWA.

EIysfinopos kol
afichdynen
TROLOV T
Ak opafuw
[Peer
Aszeszment)

MLE TM
[Bupapa]

- AvoxoAolv TG
EVVOLEG
OLCOVDLLLKLY ODRUV,
o kEpBo,
inpia, £foba,
eonba.

TuvaioBnpariko; Topsag
- MoSoivow va
Bovkstouy oF
DPaBes pETASD
Toug

NAsoTLkos Tousag

- Amokoyolv Tn
BEon mou
EmBupot v
EYOUV OTNY OPasa

Fuva LKOC ToWE
- AVOTTOGO0UY
EmyEpnuankes fefoTnTEg
- AVONTUGGOUWY

wiraTien e cilue

e Tous
Edbopu o
- IysBafouw To
onpa g opabog
TOUG

Iuvm LKOC T
- AVQTTUCOOUY
EMYEPNUATIKES SeELOTNTES
- AVOTTOGOOUY
KpLTLEn o Em

NAwoTkos Topugag
e woupyiac pac

emiysipnong

- Iwvogsgouy Tig
EVEDYELES
SnuLoupyiog Tou
npalévtog

- Eppnuedouy Toug
oxomols piag
emiysipnong

Tvuworikde Tougag
Edapuciu
- Iyefagouw to
orjpa tng opabag
Toug
- Mpnouomouwoiv
TOUG TIODOU YL Vi
$nafow Ta
MOOIOVTR TOUS
- ExTeEholv TIG
EVEDYELEG TNG
Bnuoupyiag
TEOLOVTWY

ZuvaoBnpoTikeg Topdag
- MaSoivow va
Soukstouy oF
opabeg peTatl
Toug

* Apson
AvatpodoBoTnon
[Immediate
Feedback) (41

*  AncKEBOoTIKES
Gpaotnpotees [Fun
learning  activities)
(83}

* Eheyyor podnmoaxng
mopeias (Control of
learning process)
[c2)

* Kupaxoiusn
xaBoSnynon

[scaffolding) ([C1)

*  EmAOyEC pE vonuo
[Meaningful
choices) {1?21

*  IwveEpyocia KoL
ougfron

[Collaboration &
Discussion) [C3)

*  EmihoyEg ps
vonua
[Meaningful
choices)

(a2}

*  IvvEpyooia Kol
ougfTron
(Collzboration
&  Discussion)
(c3)

* ANCKESROTIKES
Bpootnouotnres  [Fun
learning  activities)
(a3}

* ANCKESROTIKES
Bpootnpotnteg  (Fun
learning  activities)
(a3}

& FuvEpyOOLD KoL
ougreron
(Collzboration
&  Discussion)
(c3)

* Kupaxoiusn
xafobnynon

*  ANCKESROTIKES
SpootnouotnTes  (Fun
learning activities)
(a3}

« EmAoyE; Qe vonuoa
[Meaningful choices)
(a2}

*  IuvEpyooia kol
ougritnon
{collaboration
&  Discussion)
(c3)

*  BApson
avarpodobotn
on  [Immediate
Feedback) (A1)

*  FUvEpyOOoL KoL
ougritnon

T RENTG Moodle
Quiz
Exmoubeumd;  Moodle
Groups
MaSnTig Moodle
Azsignment
Opabeg PruwToTumiEg
MaSnTig Maoodle
Azsignment
Exmoubeumd;  Moodle
Fage
Opakeg Maoodle
Azsignment
MaSnThg Maoodle
wiorkshop

Quez
[oB1_a)

Aszignment
[oBI_S}

Azsignment
[oBI_E)

Azsignment
[oBI_T7)

Moodle Page
[oBI_E]}

Azzignment
[oBI_g)

Moodle Workshop
[CBI_10)
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ELomywy ot
Ao

Create

TehevToia
Amootohi-
AMULOU Pyl
Alapnuicswy

EBAOMARMA

Share

ANuLOU pyio
MEpOU CLIOE WV

Share

Boss Fight -
Nopow CLACELG

AELohayTon

16

ELOoy iy GTOV
Spo Suadiiuon
KoL Tn
pnowpdTre yia
T pouwEnon
TWA TIEOTOV T
Nagousiacn
Guadnpicewy we
mapabeiypara.

Anuioupyia
Sundnuicswy
ava opaba ps o
spyaksio Movie
Maker kot
Buegayuwyf]
Sumywviopoo.

Anuioupyio
MEpOUELECELN

TUEOTOV T

MOpOBHAGEL
TLLOLOVTWA DTOV
smevEuT-
Saokoko poii ps
o Sedmuonka
OTLOT TLOU
EdTiatav yia Ty
TLLOWANoT Tww

TLLOLOVTUWA TOUE.

eV EUZRTnon
oonv takn ko
QTAVTICT TOU
EQELNTTLRO0
£puTipaTog
oY apy.
fusfoywyn
CUNTLE POGILATLA.

MAwoTLKGE ToPEL
Avahiw
- Zuyspilvouy Tig
TMPRKTLKES TIOU S
axchouBnoow Yo
TNV ETTURIR TG
EMYELpMTNG ToUE
- XTIZouv TV TOKTLER
TPOWANCNG KoL
mpofioifi; Twy
TDOTEVTUWA TOUG

MAwoTLKGE ToPEL
Avahiw
- XTIZouv TV TOKTLER
TPOWANCNG KoL
npofaiing Twv
DGOV TWA TOUE

TuvawBnpaTikog Topéag
- AVOTTOSOOUY
ETIYELPMPATIKES
EEEI.&I:I:[DEI;
- AvanTiocouwy
KPLTLRE OkE
- Noipvouy
AMOPACEL
- IuvEpPAioVTOL
RETOED TOUG

MABOTLEGE TopPEDS
Afohoyia

- ERéyyouv Ty
Safwooia T
TUQDOUCLEGTG T
TEOLOVTWA OTOV
sneviuTi-Sackako

- ToEKQDOUV TNV
TUODELR TOUE OF
OyEoT) e TO
EMYELPMUATIKD
TOUS oyESLD

FuwaLoBNuaTike; Topéag
- AVOTTOGOOUY
EMELDMUATIKES
EEEI.EI‘I:I:[DEI;
- AVOTTOGCOUY
KpLTLEn oREn
- Noipvouy
QMOHACELL
- IuvEpPaiovTOL
peTaED TOUG

MAWOTLKOG TOPEE
Afuohoyu :

- EREyyouv TV
SunSxaoio Tng
TUOPOUGLRGT, TW
TEOLOV T CTOV
snevBuTi-Saokako

WY OKIVITLROE TOUEag

- Nompowdolv TR
TEOIOVTE TOUG

- Noavantibou
EMKOWWALEKED
Gebuomreg

FuvaLoBnpuaTLke; Topgag
- AVOTTOGOOWY
EMIYELPMUATIKES
EEEI.EI‘I:I:[DEI;
- AvanTicoou
KpLTLE ] oREn

[Collzboration
&  Discussion)
(c3)

*  Kupaxoiusvn
xmBobrynon
[scaffolding)
(c1)

*  IuvEpyOoLQ KoL
ougritnon
{collaboration
&  Discussion)
(c3)

s EmhoyEc PE vOnua
[Meaningful choices)
(a2}

* AwnoxeboomwEg
Bpootnmotnres (Fun
learning  activities)
(83}

*  IuvEpyooio Kol
ougfTnon
{collzboration
& Discussion)
(c3)

& EmhOVEC UE wOnua

[Meaningful choices)
(2]

* AOoKESROTIKES

Spaotnpuotnreg (Fun
learning artivities)
(n3)

o ARCKESIOTIKEL

BpootnouotnTes  [Fun
learning  activities)
(A3)

*  IuvESYQOID KOl
ougrinon
{collaboration
& Discussion)
(c3)

*  pson
avarpodoborn
on  [Immediate
Feedback) (A1)

*  IUVESYOOLD KOL
ougrinon
{collaboration
& Discussion)
(c3)

ExmoubeuTixdsg

Opabeg

Opadeg

MEAos Opabog
(M)

ManTrig
EXTOOLEEUTLKDE

Moodle
Lesson

Muaovie
Maker

Poweer Point

Moodle Lesson
[oB|_11)

Page
(oBI_12)

Moodle Aszignment
[oBI_13)

Chaoice [0B1_14}

Azsignment (O81_14)




KEDAAAIO 4: AvaAuon kot AltoteAéopata

Zovoyn

210 Kepalalo autod apxLka napouctaletal N pebodoloyia enegepyaoiag Twv SeSo0pUEVWY TNG
napoloag MEAETNG Kal EMelta ylvetal £€vag UTIOAOYLOMOC aflomioTiog (E0WTEPLKNG
gykupotntag). AkodouBel n meplypadlky OTATIOTIKY AVAAUCH TWV OMOTEAECUATWY TNG
£pEUVOG LE TO EPWTINUATOAOYLO QVIXVEUONG KIVATPWV TIOU OXeSLAOTNKE OTNV Tapoloa
UeAETN (pre-test kal post-test). Itn cuvéxela ota mMAalola TNG EMOYWYLKN OTATLOTIKNAG
availuong mopoatiBetal o €AeyX0¢ KAVOVIKOTNTOG KAl OTOVTACEL TWV EPEUVNTIKWY

UTIO-EPWTNHUATWY KAl TOU IPWTOU EPEUVNTLKOU EPWTNHATOC.

TéAog, yla tnv Slepelvnon tou SeUTEPOU €PEUVNTLIKOU £PWTINUATOC OXETLKA HE TNV
afloAdynon tou nAekTpovikoU pabnuatog otnv mAatpopuo Moodle mapouaoidletal n
TeplypadLKr OTATLOTIKA OVAAUCN TWV ATAVTACEWY TIou £€6woav oL HaBnTéC LEow Tou

gpwtnuatoAoyiouv COLLES mou gumepléxetal wg dSpaotnplotnta (survey) oto Moodle.

4.1 MeBodoloyia enefepyaoiag Twv dedopuévwv

Ta debopéva tng €peuvag Andpdnoav and tnv nAatdodpua oe popdn excel. Amo tnv
popdny autl €ywe n  El00ywyn TOUC OTO OTATLOTIKO TIAKETO WE TO oOmolo
enefepydotnkav. To OTOTIOTIKO TOKETO ME TO oOmMolo €ywe n emnefepyoocia Twv
Sedopévwy eival to SPSS v.22.0 (Statistical Package for Social Sciences) to onolo €xet
avantléel n etalpia IBM. To AoylopikO autd eTuAéxOBnke ylatl anotelel éva €ykupo,
gupé€og amodektoO Kal TOAU PLAkd mpog to xpnotn Aoylwopikd. Ta Ssdopéva adou
£l0NXONoAV OTO OTOTLOTIKO TOKETO, KwSLKoToNONKov KAatdAAnAo pE TPOTIO WOTE Ol
Sladopec GPAOTIKEC QAMAVIACELS TWV EPWINCEWV VO avIloTtolyoUv oe aplbuoug.
Oplotnkav ol TIHEG Kol oL diotnteg Twv Sladopwy petafAntwy . Eywve €Aeyxog yla
eA\einovoeg Tipéc (missing values) kat adol SwamiotwOnke otL Sev umnpéav TETOLEG
£YLVE KATAOKEUN TWV SLadopwVv MapayovIiwy ol omolol mTPoKUTITOUV ATt TIG EMIUEPOUG

gpwtnoelg. OL mapayovteg eivat ot €€nc mou daivovtal otov mivaka mou akoAouBel:
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Nivakag 4 OL GUVLOTWOEG IOV UTTOAOYLOTNKAV KOL OL EPWTHCELS OO TLG OTtoLEG MPonAOav

EpWTAOELG Ao TLG oToieg avTtAel

AA Zuvictwoa
nAnpodopia
= Autovouia 1-4
2. IkavotnTa 5-8
3. IXeTIKOTNTA 9-12
4. Kivntpa (Total Mean Score) 1-12

KdBe ouvictwoa mpoékuPe amod TIG EMUEPOUC EPWTNOELG WG HESN TLUN TOU GUVOAOU
Twv epwthoewv. Katdémv umoAoylotnkav ol PBaotkol meplypadikol 6Oeikteg Kat

vpadnuato yia kabe epwtnon Eexwplotd aAld Kal yla KOs mapayovta Eexwplota.

EAEyxOnke n otatiotiky aflomiotia Twv TapayovIwv LE XPrNon TOU OUVTEAEOTH a-
cronbach. TéAog yla TNV amavinon Twv €PEUVNTIKWY EPWTNUATWY XPNOLLOTIOLRONnKav
oL KoTt@AAnAoL otatiotikol €AeyyxolL avaloya He TNV HUON TWV EUMAEKOUEVWV
petaBAntwyv. H meplypadiky otatiotikn Sivel ta Paocikd meplypadlkd UETPA Kal
Slaypappata yia to Sdelypa, Sev MePLEXEL OLWC KAVEVA CUUTIEPOOUATLKO Xapaktipa. H
EMOYWYLKN OTATLOTIKA €XEL OTOV TUPAVA TNG TO CUMMEpACUA. AnAadn Tnv avaywyn,
OTLC TIEPLOCOTEPEG TWV TEPLMTWOEWY, A0 To UePLKO(Selypa) oto yeviko (MAnBUouOG).

H Baolkn dladlkaoia oTATLOTIKIC CUMTEpACUAToAoylag elval O OTATLOTIKOG EAEYXOG.
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Eidoc MetapBAnTrg

MoooTiki Katnyopikn

ZUVTEAECTEC OUOKETIONG: 'EAeyxol HECwY TIHWV 1] SIaUECSWV:
t-test (2 opadeg)
Pearson r ANOVA(>2 opdadsc)

Spearman rho Mann Whitney (2 opadeg)
Kendal Tau b Kruskal Wallis (=2 opadsc)

SPSS: SPSS:
analyze/correlate/bivariate analyze/compare means/
one way anova
analyze/nonparametric tests/ k
independed samples

‘Eheyyxo avelaptnaiag ) kahrc
npooappoyrg:
X2 test of independence
X2 goodness of fit test
Fisher exact test

MoooTIkA

Eidog MeTapBAnThg

SPSS:
analyze/descriptive
statistics/crosstabs

KaTtnyopikn

Xpwpuara:
MapapeTpikoi £Asyyxol, Mn napapeTpikoi £Asyyol, SPSS

Ewkova 9 Katnyopiomoinon twv cuvnIE0TEPWV OTATLOTIKWYVY EAEYXWV

O £\eyyog mou Ba xpnowuonotnBel os autn tnv gpyacia sivat o €leyxoc/dokipacio t-

test | €é\eyxog student.

Metall twv  ouvnOéotepa  XPNOLUOTOLOUMEVWY  OTOTIOTIKWY  SOKLUACLWV
onuavtikotntag mou edoappolovial oe opadeg SedoUEVWY TIOU TIPOEPYXOVIOL QMO
MeAETN ouvexwv petaBAntwv ival n oslpd Soklpacwwyv student. Mia amd AUTEG TIC
SOKLUOOLEC TPOYUATOTIOLEL CUYKPLON HLag HEONG TLUAG UE KAToo aplBud n duo péowv
TIHWV HeTOfL TOUG KoL Xpnolpomoleital o mARBoc¢ mepmtwoswyv. Metafl Twv Tolo

ouxva xpnotpomoloUpevwy edbappoywy t-test sival ta e€ng:

X £AEYXOC Yl TO OV n HEon TR plog opadag Stadépel amod pla

KaBoplopévn Tiun N oxt

7
°

£AEYXOC YLOL TO AV OL LECEG TIHEC Suo opdadwy sival toeg i oxL

K/
0.0

€AEYXOC YylO TO OV Ol MECEC TIMEC OMASWV TOU TpPOEpPYOvVIAL armod

METPAOELG {EVYAPWTWY TOPATNPHOEWY Elval (SLleg 1) OXL.
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4.2 YnioAoylopog AfLomiotiog (ECWTEPLKAG EYKUPOTNTAG)

Eykupotnta evog epwrtnuatoAloyiov-gpyaleiov pétpnong eivol n  okpifela tNg
pétpnong, &nAadn o PBabuog otov omoio TO epWINUATOAOYLO OAOKANPO 1N €va
OUYKEKPLUEVO OET EPWTACEWV UETPA MPAYHATIKA QUTO YLO TO OO0 KATOOKEUAOTNKE
va petpa (Sproull, 1988) kal amoteAel HETPO TMPOOSLOPLOUOU TOU OCUCTHUOATIKOU

odpaApatog tng uebodou pétpnong (Sproull, 1988).

2tn BLBAloypadia avadépovtal TpeLg TUTIOL EYKUPOTNTAC, N EYKUPOTNTA TIEPLEXOUEVOU,
doung kat kpttnpiou. H eykupotnta Sev xapaktnpilel to i6lo 1o gpyaleio, aAld tnv
epoppOoyr TOU O GUYKEKPLUEVO Selypa Kol yLo 0UTO TIPEMEL VA EMAVEAEYXETOL O€ KAOE
peAétn (Burns and Grove, 2001). H eykupotnta eivatl pla 8L0tnta n omoia eAéyxetat

KUPLWE KATABETOVTAC TNV EUTIELPOYVWHOCUVN ETTL TOU EPEUVNTLKOU OVTLKELUEVOU.

H alomiotia (reliability) evog epyaleiou pétpnong opiletol wg to péyebog tou Tu)aiou
OPAAUATOC TNG HETPNONG KOL OVTLKATOMTPL{EL TNV «EOWTEPLKN OUVETEeLa» (Internal
consistency) He tnv omoia £va epyaAeio HETPNONC UETPAEL €VA OUYKEKPLUEVO
XOPOKTNPLOTIKO . Me amAd Aoyla Ba Aéyape OTL n oTOTLOTIKN aflomiotia Seixvel mOoo
KOAQ HETPA €Va EPWTNHUOTOAOYLO QUTO TIOU emayyEAAETOL OTL PLeTpAcEL. Eva alomioto
EPWTNUATOAOYLO QUEAVEL TNV LOXU KOL TNV SLAKPLTLKA LKAVOTNTA HLOG €PEUVNTLKAG
MEAETNG OlEPEUVWVTAG ONUAVTLIKEG SLadOPEC KOL CUOYKETIOELS TIOU UTIAPYXOUV OTOV
OUYKEKPLUEVO TANOUOUO mou peletdatal. Qotdco, n OTOTLOTIKA aflomiotia €vog
gpyadeiov Sev eival pla apetaBAntn moootnto, AaAAd n  ektipnon tng eivat
OUYKEKPLUEVN YL To Seiypa to omolo eAéyyxetal. Etat, n avadopd vPnAng aflomiotiog
£VOC epwtnuatoloyiov bev eyyvatol e€icou uvPnAn aflomiotia os SladopeTikod
MANBUOUO Kal yla auto TPEMEL va yivetal kaBe dpopd £Aeyxog tng aflomiotiac Tou

gpyaleiov HETPNONG TIPLV YIVOUV OTIOLECSATIOTE OTOTIOTIKEG AVAAUOELC.

Ytnv mopoloa UeAETN 0 €AeyxoC aflomiotiac Tou epwtnpotoloyiou Slevepynbnke ota
enineda TNG aflOTLOTIOG OMOLOYEVELOG I €0WTEPLKNG ouvoxng. H aflomiotia
opoloyévelag adopd OTLG TIPOTACEL] TOU gpyaleiou Kal otn HETOEU TOUG CUOYXETLON,
6nAkadn oto Babud otov omoio OAa Ta EMIUEPOUG TUAMATA TOU Epyalelou PeETpOUV TO
(610 XapaKTNPLOTIKO. YIAPXOoUV TTOAAEG TEXVIKEG EAEYXOU TNG AfLOTLOTIOG ECWTEPLKNAG
ouvoxng: OL Lo eUPEWG XPNOLUOTIOLOUEVEG LEBOSOL elval 0 OUVTEAEOTAG CUGYXETLONG
Cronbach’s a. OL amo8ekTéG TIUEG Tou Seiktn elval mavw amod 0,7, Un anmodeKTEG TIUES

Tou Seiktn elval katw ano 0,7 evw TLUEC KATW Tou pndevoc Sev afloAoyouvrtal.
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Jtov mivaka mou akoAouBel Sivovtal oL TIpEG Tou Seiktn aflomiotiog Cronbach-a yla ta
oUvoAa epwthoewv (KAIMOKEG) amoé TO oOmoia TMPOKUMTOUV Ol TAPAYOVIEG TOU

gpwtnuatoAoyiou:

Mivakag 5 Tiuég touv Seiktn Aloniotiacg tou a-Cronbach

AA Napayovtog a-Cronbach
1. Autovopia (Autonomy) 0,786
2. Ikavdtnta (Competence) 0,705
3. sxetkotnta (Relatedness) 0,782
4. Kivntpa ( Motivation) (Total Mean Score) 0,885

OL TLpég Tou Seiktn a Cronbach yla toug mapdyovteg tou gpwinpatoloyiov deixvouv
OTL TO OUYKEKPLUEVO EPWTNUATOAOYLO €£DAPUOIOUEVO OTO OUYKEKPLUEVO OSelypa
ETUTUYXAVEL TIMEG aflomiotiag avw tou 0,7 ot kGBe mepimtwon apa Sivel woxyu ota

amnoteAéopata ta onola Ba Byouv ano Tig avalloelg mou Ba ylvouv otnv cuvéxeLa.

4.3 Neplypadk oTATIOTIKA AVAAUOH YLa TO EPWTNHATOAOGYLO aViXVeELONG
KWVATPWV

Je oOuvéXela Twv eAéyxwv aflomotiag kol ocupdwva pe o6ca ypddnkav otnv
napaypado tne pebodoloyiog OTOTIOTIKAG avaAuong, uTtoAoylotnKkav oL HECEG TLUEC
KOl OL TUTILKEG QTIOKALOELC TwV 12 EPWTACEWY TOU EPWTNHUOTOAOYIOU. TOV TivaKa TTou
okohouBel Aoumov mapatiBevtal oL HECEC TIPEC KOl OL TUTILKEG QTTOKALOEL Twv Swdeka
epwTNosWV Slaxwplopéveg avd daon (apxkn tehkn). Mpokettot SnAadn yla évav amio
Tivako TEPLYPOPLKWY OTATIOTIKWY XwpI¢ va £dopuoleTal KATIOLO OTATIOTIKO KpLTApLO
otatlotikng afloAoynong tne Stadopdc (m.x. t-test). H Stepelivnon twv Sladopwy w¢ mPog

TNV OTATLOTIKN ONUOVTIKOTNTA Toug yivetal og emninedo kAluakwy (oL omoieg opilovral ava

103



TETPASA EPWTNOEWV) KOl TIAPOUCLALETAL OTI EMOUEVEC TapaypAadouC, KATA thv £€€Tacn

TWV EPEUVNTLKWV EPWTNUATWV".

Mivakag 6 MEOEG TIUEG KL TUTTLKEG QITOKALCELS TWV AIMAVTHOEWV TIPLV KOl UETA TNV MapEuBaon

Questions

Mean

PRE-test

SD

Mean

POST-test

SD

1. NlwBw OTL eAéyyw TN

puaénon pou

2. Exw evéladépov yla to
HaOnua

3. NuwbBw egpmiotoclivn oTig

YVWOELG HOU

4. H pabnon avramnokpivetat
OTLG AVAYKEG POV

(e€atoutkeupévn uabnon)

5. Nepvaw KaAd Thv wpa Tou

pobnuartog

6. NlwBw otL gv BENeL TOAU
HEYAAn mpoomndbeLa va Kavw

KAmola Acknon

7. KataAaBaivw Tig

SlopBwoelg Tou aokAalou pou

8. NLwbw OTL pe TIg
Spaotnplotnteg tou BLPAlou

KaTavow KaAUuTtepa TNV UAN

9. Motpalopal Tig anoPelg

HOU L€ TOUG CUUOBNTEG pou

10. Mnopw gUKoAa va
ETILKOLVWVW LE TOUG
OUMHOBNTEG HOU TNV WPA TOU

paénuoatog

11. Mmopw Vol LOLPOOTW TG
€pyaoieg pou pe toug
CUMMABONTEG OV KOl VA OV

T1¢ afLoAoyroouy

4,13

4,00

4,25

3,50

3,94

3,81

4,13

4,00

3,63

3,06

3,00

,957

,894

1,183

1,095

1,063

1,276

1,360

,894

1,310

1,731

1,317

4,38

4,38

3,94

4,13

4,25

4,13

4,06

3,50

4,38

3,56

3,81

,806

1,088

,929

,806

1,125

,957

1,237

1,155

1,088

1,209

1,276
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12. Mnopw va 6w epyacieg
TWV CUUHOONTWY HOoU KaL va 2,94 1,569 3,75 1,000

TG alodoynow

Evw oto ypadnua mou akolouBel avanapiotavial ypadilkad ol HECEG TIHEG TwWV Swdeka

EPWTNOEWV TIPLV KOL LETA TNV SL8AKTIKN TapEppaocn.

1. MiBu 611 ehEyyu Tn
5 MR Jou
2. Eyw evBiagépov yia 1o
HaBnuT
o3 M8 emIgTOTUY aTIg
YWIOEIS LoU

4. H pdBraom aviomokpiveTal
[l omi¢ avayieg pou

(EEQTOMIKEUMEY WABNaT)

A=
5. Mepvdw Kahd Ty wpa Tou
HaBApaTOL
6. MiBuw én Sev BEAEI TTOAD
HEYEAR TTpooTTaBa v
Kavo KT o datnoT
7. Korohofaivi g
GlopBwaelg Tou dagKahou
Hou
3. MiwBuw o1 e Tig
GpoaTNRISTRTEG Tou BIEADU
KOTAVOW KAALTERE TrV UAN
9. Molpdopal T aTTaipelg
HOU WE TOUC gULHaBNTES Lou
10. Mrop) edkoha va
ETTIKOIVIWVE JE TOUG |
UPPBNTEC JoU TNV dpa
Tou paffparog
11. MTTopu) va JoipoaTa Tig
[ EPYaoicg pou pe Toug
QUULEEATEG JoU Kol va Jou
Tig AEIoADYRToUY
17 12. Mrropth va Sw epyaizg
TWY TUMMaBNTWY Jou kal v
TI AEIDACYATUW

3

Mean

2

0-
Apikr TeMKR

®aon ASiohdynong (ApxIkAITEAKR)

Ewkova 10 lpa@nua pE TIC UECEC TIUEG EPWTHOEWV KIVATPWV, MPLV KOl UETA THV napéuBaon (H
optlovtia ypauun oto cnueio y=3 untodnAwvetL tnv oudétepn anavrnon)

ATO UL YEVLKN HATLA 0TO ypAadnuo TTPOKUTITEL OTL VLA TIG TIEPLOCOTEPEC EPWTNOELG (0L
OTIOLEG €lval OUVLOTWOEG KWWNTPpwWV) daivetal va unapxel BeAtiwon PeTd TNV SLOAKTLKN
napéupaon. Qotoco, eneldr) n BeAtiwon auth Sev cupPaivel yla OAEG TIG EPWTNOELC
oAAd kat emeldn n emBeBaiwon Tng 6molag petaBoAng Ba npémnel va unv otnpiletal os
OTITIKA TAPATAPNON TWV ypadnuatwy, Ba mpénel va uAoTolnBouv oTaTLOTLKOL €Agy)oL
ol omolol Ba katadeifouv av ol MeTABOAEG TMOU onueElwWvVOVTAlL £lval OTOTLOTLKA

ONUOVTLKEG 1 OXL.

105



4.4 AAVTNON TWV EPEUVNTIKWV EPWTNHATWY HECW OTATIOTIKWV EAEYXWV

4.4.1'EAeyX0G KOVOVLKOTNTOLG

Mpokelpévou va amavinBolv Ta EpeUVNTIKA EPWTNHUATA TIPOKELTAL va UAoTioLlnBoUv ot
KOTAAANAOL KATA TeEPIMTWON OTATLOTIKOL EAEYXOL. € QPKETEC TEPLITWOELS EAEYXWV
glval amoapaitnto va yvwplloupe €K TwV TPOTEPWY AV LKOVOTIOLOUVTOL KATIOLEG
OUYKEKPLUEVEC TIAPOUETPLKEC UTIOBECELG. H mOLo ouyxvr TAPAUETPLIKA UTtoBeon elval n
UTIOBEON TNG «KAVOVIKOTNTAGY, SnAadn n unoBeon otL ta dsdopéva mpoépyovral amnod
Kamolov mAnBuoud 6 omoiog akoAouBel TNV kKavovikn katavoun. H emiBeBaiwon i oxt
T™NG UTOBEONG TNG KAVOVLKOTNTAG TTOAAEC dopEG kKaBopilel molog eival o KataAAnAog
OTATLOTIKOG EAEYXOC (MAPAUETPLKOC 1} N TTOPAUETPLKOG). MNpokelpévou va eleyxBel av
ta Oedopéva ta omola £xoupe OUANEEEL mpoépyoviol omd KOVOVIKO TAnBuouo,
xpnolpomnotnoape tov €éAeyxo Kolmoghrov Smirnov test. Ta anoteAéopata tou eAéyxou

Silvovtal otov mivaka mou akoAouBel:

Hypothesis Test Summany
MNull Hypaothesis Test Sig. Decision
The distribution of Autevapixis One-Sample Fetain the
1 normal with mean 4,09 and Kalmogarow- 494 null
standard dewiation 0,77 Smirnow Test hypothesis.
The distribution of lkevdtra iz One-Sample Retain the
2 normal with mean 3,98 and Falmogarnow- S22 null
standard dewiation 0,79 Smirmow Test hypothesis.
The distribution of Syenkdtnma is One-Sample Retain the
2 normal with mean 3,52 and Kolmogorno- G2 null
standard dewiation 1,05. Smirnow Test hypothesis.
The distribution of Zuvahikn .
4 Eprthokf-Kivnrpo (Total mean Ennli-.SnarnnranE BEE Ejltlam the
scare) is normal with mean S'SESmirncﬁ: Test ' hwpoth esis
and standard dewiation 0,72, ¥P )

Asymptotic significances are displayed. The significance level iz 05,

Ewkova 11 AnoteAéouata EAEyYoU KAVOVIKOTNTOG TWV CUVIOTWOWV

ATd TO OmoTeAfopATA TOU €AEyXOU TIPOKUMTEL OTL KOL OL TECOEPLC TOPAYOVIEC
akoAouBoUv TNV Kavovikn Katavour. Auto onuaivel 6tL pnopei va vAomolnBel to t-

test évavti Tou un mopapeTpikol avaloyou Mann Whitney test.
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4.5.2 Antavtnon Epguvntikwv Epwtnuatwy

Mpokelpévou va amovinbel To MPWTO €PEUVNTIKO €pWTnUA KplBnke amapaitnto va
anavtnBolv MPWTA TA UMO-EPWTHUATA OXETLKA HUE TL( OCUVIOTWOEC TG Oswplag Twv
KwnAtpwv tou Autd-nmpoodloplopol (SDT) tou Deci kat Ryan. Zto téAog, amaviatal 1o

TMPWTO EPEUVNTIKO EPWTNUA TNC MAPOUOCAG HEAETNG.

A. Npwto EpsuvnTiko UNG-EpWTNHAL

Mpokelpévou va SlepeuvnBel To MPWTO EPEUVNTIKO UTIO-EPWTNUA, OXETIKA LE TO AV OVIWG
UTIAPXEL emidpacn NG SL8AKTIKAG MapEUBaonG otV aUTOVOUid TwV padnTtwy, MPEMEL va
vivel Slepelivnon av UTIAPXEL OTATLOTIKWG ONUAvVTKh Sladopomoinon tou mapdyovia
ouTtovopia TpLv Kol LeTd tnv StdakTikn mapéupacn (apxtkn kot TeAkn ¢aon). O KatdAAnAog
OTOTLOTIKOG EAEYXOG Yyl TNV Meplmtwon auth eival o €Aeyyog t-test. YAomoinbnke to t-test,
pe efaptnuévn UETAPANT TOV MAPAYOVIO OQUTOVOULOL Kal aveédptntn HETafAnT tnv
Sbaktikn mapéupoon (pdon Apxikn/TeAkn). Ta amoteAéopatd tou eAéyxou Sivovtot

MAPAKATW:

Mivakag 7 MEOEG TIUEG KOL TUTTLKEG QITOKALOELS TNG AUTOVOUIOG TTPLV KOl HETA TNV TapEuBaon

®daon A§loAdynong Mean Std. Deviation p-value
(Apxtk/TeAkn)
Autovopia  APXKN 3,7688 ,83604
0,040
(Autonomy)  1ej 4,2031 ,70249

Onw¢ MPoKUNTEL amnd Ta AMOTEAECUATA TOU €AEYXOU, UTIAPXEL OTATLOTIKWG ONUAVTLKN

enidpaon (p>0,05) Tn¢ S18AKTIKAC TApEUBACNG OTNV QUTOVOULA.

Ito Onkoypappa (BoxPlot) mou akoAouBel &ivovtal oL TECOEPLS OUVIOTWOEC TNG

outovopiag KoL n autovopia, mpLv Kal HETA TNV mopéufaon:
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1., MidBu 611 edéyyw TH
5 — - HdBnat) pou
2. Eyw evSingépoy yid 1o
LT
:|3. M8 epTigToaivh aTig
WWLITEI] HoU
4. H pdnom avraokpiverd
OTIg aVAYKEG Jou
(EEQTOLIKEUE VR WEBNaT)
[ autovopia

22
o

10 22
11 o o

Ap;:"(ﬁ TE.?\In(r']
Qdon Afiohdynong (ApXIKAITEAIKR)

Ewkova 12 lpcpnua UE TG TEOOEPLC CUVIOTWOES TG UTOVOUING KOl ) QUTOVOUIQ TTPLV KOl UETH TV
napéuBaon

ATO TNV e£kOva Tou ypadrpatog daivetal OTL yla KOTOLEG CUVIOTWOEG UTIAPXEL
BeAtiwon HETA amo tnv SLOAKTLKN MapEUPacn evw yla KATOLEG AAAEG OXL. XTO TEAOG
OMWG N CUVOALKN Héon TN BeATwwvetal Kat n BeAtiwon autn pnopel va aflohoynbet

W¢ OTATLOTIKA ONUAVTLKA.

Mta GAAN onUOVTIKA Tapatipnon elvat To yeyovog OTL HETA TNV SLEAKTIKA MapéuBaon
dalvetal TwWE UTAPYXEL OMPOYEVOTOINGON TWV KWATPpWY Twv podntwv (o.0. n
opoyevormoinon ekdpdletal e ouikpuvon Tou MAATOUC TNC UMapac). AUTO pmopel va
gpuNvevTel wg OtL umapyxet StopopeTikn emidpacn emavw o SladpopeTikov pabnTég.
OL paBntéc mou eixav xopnAn autovopia PeAtiwbOnkav TEPLOCOTEPO OMO TNV

mapEéupacn amnod OTL Keivol TTou gixov OXeTLKA VP NAOTEPN auTOVOouLaL.

B. AsUTEPO EPEUVNTIKO UTIO-EPWTN AL

Mpokelpévou va SlepeuvnBel To EpeUVNTIKO EPWTNUA, TIOU adopd av UTIAPYEL EMISpaoh TNG
SLOOKTIKNG TAPEUPAONE OTNV LKAVOTNTA TWV HaBntwv, MpEMeL va yivel Slepelvnon av
UTTAPXEL OTOTLOTIKWE ONUOVTLKA Sladopormoinon Tou Mopayovta LKAVOTNTA TPV KOl HETA
Vv S160KTIKN TtapepBacn (apxikn Kot TeAKR daon). O KATAAANAOG OTOTLOTLKOG EAEYXOG yLa
v mepimtwon autr elvalt o €Aeyxog t-test. YAomowBnke to t-test, pe e€aptnuévn
METABANTA TOV TAPAYOVTA LKAVOTNTA Kal avetaptntn LetaBAnTh tnv SISkt mapéupaon

(daon Apxikn/TeAkn). To amoteAéopotd Tou eAéyxou Sivovtal mopoKETw:
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Mivakag 8 METEG TIUEG KL TUTTLKEG QITOKALCELS TNG LKOVOTNTOG TIPLV Kol UETA TNV MApEUBaon

®daon A§loAdynong Mean Std. Deviation p-value
(Apxwkn)/TeAkR)
IkavéTnTa ApXIKH 3,9701 ,83604
0,957
(Competence)  TeAwn 4,2031 ,70249

Onwg TPOKUMTEL OMO TA OMOTEAECUATA TOU €AEyXOU, OEV UTAPXEL OTATLOTLKWG

onuavtiky enidpaon (p>0,05) tnc S16aKTIKAC Tap£ufacnc otnv LKOVOTNTA TWV

pabntwv.

Ito Onkoypappo (BoxPlot) mou akoAouBei &Sivovtal ol TECOEPLC OUVIOTWOEC TNG

LKAVOTNTAC KOL N LKOVOTNTA, TTPLV KoL LETA ThV MapEppaon:

4 22 2 2
1 o o o o

HabfuaTog
6. MitBuw am Bev BEAE TTaAD
HEYaEAN TpogTrabea va
KAV KETTOI darnam
7. Karahaaivi Tig
[ SopBmoe Tou Saakdhou
Hou
. MiehBuy 611 e TIg )
SpaaTndTnIes Tou BiAjou
KaTEVOW KaAUTERD THY UAR
Mlikavémra

ts. Mepwdw kahd v wpa Tou

Ap::;n(ﬁ TE.?\IlKﬁ
@®don AfloAdynong (ApXIki/TEMKN)

Ewkova 13 Mpa@nua e TIC TECOEPLC CUVIOTWOES THG LKOVOTNTOG KOL 1) LKAVOTNTA TIPLV KAl UETA TNV

napéuBaon

Ao to ypadnua daivetal 0tL o dU0 aAMd TIG TECCEPLG OUVIOTWOEG TNG LKAVOTNTAG

uTtdpyel BeAtiwon, og pia UTIAPYEL OTACIUOTNTO EVW OE Hiol UTAPXEL eTbelvwan. ZTnV

gpwtnon «Nwwbw OtTL kataAaBaivw kaAltepa tnv UAN Tou BLBAlou» mapatnpeital oto

Onkoypappa OtL n TN TG TEDPTEL, KaBwG avadepouaote o€ €va PABnua tng

109



EuéAlkTng Zwvng, omou Sev xpnolpomnololoape BIBAla, yia autd To Aoyo LoXUEL AUTA N
emideivwon. To TEAKO AMOTEAEOHO OAWV aUTWV €ival OTL aBPOLOTIKA UTIAPXEL HLa
BeAtiwon n omola 6ev elval TO00O peydAn wote vo kotaypodel wC OTATLOTIKA
onuavtiky. Auto lowg odelleTal Kal 0TO YEYOVOG OTL oL HaBNTEG EpyovTav mMPpwTn ¢dopa
oe enadn pe TOo HABnua tng Neavikng Emyelpnuatikotntag oto mAaiola TNng

nawyvidomnoinong (gamification) kot Ttou povtélou PBL (Project Based Learning).

l. Tpito epEUVNTIKO UTIO-EpWTNA

Mpokelpévou va SlepeuvnBel To TPITO EPEUVNTIKO EPWTNLA, TIOU OXETLIETAL LUE TO OV UTIAPYEL
enidpaocn ™G SLOOKTIKAG MAPEUPBOONG OTN OXETIKOTNTA TwV HABNTWV, TPEMEL va Yivel
Slepelivnon av UTTAPYEL OTATLOTIKWG GNUAVTLKN Sladopormoinon Tou mapdayovto OXETLKOTNTA
TPV Kal MPETA tnv O18aktikg mapéuPacn (apxwkn kat teAky ¢éaon). O katdAAnAog
OTOTLOTIKOG EAEYXOG yla TNV MeplmTwon autr elvat o €éAeyxog t-test. YAomolnbnke to t-test,
pe e€optnUévn METAPANTA TOV TAPAYOVTO OXETIKOTNTO Kal avefdptntn HetofAnth thv
Sbaktikn mapéupoon (pdon Apxikn/TeAkn). Ta amoteAéopatd tou eAéyyou Sivovtot

TAPAKATW:

Mivakag 9 MEoeg TIUES KOl AIMTOKALOELG TNG OXETLKOTNTOG TIPLV KAL UETA THV MapEuBaon

®dadon A§loAdynong Mean Std. Deviation p-value
(Apxwkn/TeAkn)
IXeTKOTNTAL APXUKT 3,1501 1,1138
0,047
(Relatedness)  1¢)kp 4,9031 ,89443

AUTO TIOU TIPOKUTTEL QMO TOV EAEYX0 €lval n £ekABapn Kal OTATLOTIKWE ONUOVTLKN
enidpaon tnG SL86AKTIKNG MAPEUPBACNG OTNV OXETLKOTNTA TWV HoBNTWV. AVOAUTLIKOTEPQ,
UTIAPXEL OTATLOTIKWE onUavtikhg avénon (p<0,05) tng S16aKTIKAC mapéupaong n onola
TPV TNV Mapeppaocn €xel tTnv TN 3,15+1,11 evw HETA TNV MApERBOon €XEL TNV TLUN
4,90£0,89. Me amAa Aoyla, n dbaktikn mapéuPaon enidpépet Eekabapn BeAtiwon tng

OXETLKOTNTOG TWV HabnTwv.

Yto Onkoypappo (BoxPlot) mou akoAouBei &Sivovtal ol TECOEPLC OUVIOTWOEC TNG

IXETLKOTNTAG KOL N OXETIKOTNTO, TIPLV KOL LETA TNV TapEppaon:
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9. Mopddopm g aoweig
5 _ OU JE TOUG oUUaBnTES o
l 10. Mropd edioha va
ETTIKOIVIIVIY HE TOUG
oUUPaBTEC Hou TRV dp
Tou LaBfuaTog
1. Mopd) va poipaaTd Ti
[JEPYATIEC Wou L Toug
QUULBATEG HOU Kl Ve Jou
u TIC AEIDAOYRTOUY
4 B B 12, Mropa va Gw Epyadies
M ooy quPPEANTDY Pou K va
ng afiohoynaw
L] Tyenearnma
3 ™ T
7
28 22
17 o} o}
T I
Apyikn TeAKR

Odon AtioAdynons (ApXIKRITEAIKR)

Ewkova 14 Tpa@nua UE TIC TECOEPLG CUVIOTWOES TG SXETLKOTNTAG KL 1) ZXETIKOTNTOG TPLV KOL UETA
v napéuBaon

ATo tnv €€€taon tou ypadnuatog npokUmtouv afilacta SUo cupnepdouaTa:

o  YTMApPYXEL KL YEVIKA €lkOVA BeATiwong tng Katdotaong otnv de€Ld mMAsupd Tou
ypadnuatog n onola avimpoowneV el TNV TEAKA PAcT, o€ OAEG TIC EPWTAOELG

e [lapatnpoulpe OTL emavalopBavetal n kova mou eixe mopatnpndsi otnv
nepinTwon TG autovouilog Omou doivetal MW HETA TNV SL8aKTIKA Tapeupacn
umdpxel ocadng Helwon TNg dlakUPAvong TNG OXETIKOTNTOG. AnAadn, n
Sldaktikn mapéuPacn odnyel oe opoyevomoinon Tou TURUATOC avapOpLKA e

TLG TILEG OXETIKOTNTAG.

A. Npwto Epguvntiko epwtnua

Metd tnv avdluon kdBe ouviotwoag tng Bewpiog TG mapolvoag epyaciag Ba
ETIYELP)OOUE VO SLEPEUVIOOUE TO TIPWTO EPEUVNTIKO LAG EPWTNIO, TIOU ELVOL OV UTTAPXEL

enidpaon G SLOAKTIKAC MopEUBOONG TTOU OXESLACAUE OTN GUVOALKN Ttapakivnon twv
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padntwv. Mpokelévou va SlepeuvnBel TO MPWTO EPEVVNTLKO EPWTNHO QUTO, TIPETIEL VA YIVEL

Slepelivnon av UTIAPXEL OTATLOTIKWG ONUAVTIKY Sladopomoinon Tou mapdyovta GUVOALKNA

EUMAOKN-KLVNTOTOLNGN TPLV KAl LETA TNV SLSaKTkA TapepBacn (apxtkn kot TeAkn ¢aon). O

KOTAAANAOG OTATIOTIKOG €AEyXOG yla TNV TEPUMTWON auTH €lvol o £Aeyxog t-test.

YAomoun6nke to t-test, pe e€aptnuévn petaPAntr tov mapdyovia Kivntpa (motivation) kat

ave€dptntn LetaBAnti tnv Sidaktikn mapéppaon (paon Apxikn/Tehwkn). Ta amoteAéopatd

ToUu eAéyyou Sivovtal mopaKaTw:

Mivakag 10 MEOEG TIUEG KAl ATTOKAICELS TWV KIVATPWV TTPLV Kol UETH TNV MaPEUBaon

®aon A§loAoynong Mean Std. Deviation p-value
(Apxwkn)/TeAkR)
Kivntpa ApxiKn 3,6979 ,7709
- 0,246
(Motivation)  epkh 4,0208 ,7760

ATO amoteAéopota TOU eAfyxou doailvetal OTL OUVOALKA &ev  UTIApPXEL

OTOTLOTIKWE ONHAVTLKH ETSpAON YLO TO GUVOALKO okop armd thv SL8aKkTIKN mapsupaon.

Y10 Onkdypoppa mou akoAouBei SlveTal CUVOTITIKA N OUVOALKN EUTTAOKN HE TLC

TE00EPLE OCUVIOTWOEG TNC:
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Autovopin
5= [kavarmma
I TRETIRATT
Zuvohikn EQTrAokn-Kivnipa
(Total mean score)
4—
7 —
22
o]
2_ B
1
0
1
T I
Apyin Tehr

Qdon ASloAdynons (ApXIKRITeNKR)
Ewkova 15 lpa@nua pUe tn oUVOALKN EUTTAOKN UE TIC TEOCEPLG OUVIOTWOES TNG

To ypadnua autd eivol n emtopn tng €peuvag. ESw daivovtal ol téocoeplg
TOPAYOVTEC, TIPLV KoL HETA TNV S1dakTikn mapépBoaon. Qaivetal OtL n peyaAlTtepn
BeATiwon UTIAPXEL OTNV OXETIKOTNTA KoL HETA OTNV aUTovopia, oL omoleg ival kol ot
poveg mou emPefolwvovial OTOTLOTIKA. Qotoco, Peltiwon UmMApXeEL Ot OAEC TIC
METABANTEG. INUELWVETAL OTL TO QMOTEAECUA TWV OTOATIOTIKWY EAEyXwV emnpedletal
apeoa amnd to uéyebog tou delyparog. Ta iSla oKop MOPAYOVIWV OV TIPOEPXOVTOUCOV
amd peyaAltepo Oelypa eival moAU mBavo va afloAoyoUviav w¢ OTOTLOTLKA
ONUOVTLKA. AUTO elval évag MEPLOPLOOC TNG EPEUVAC KAL LA TTPOTACH YLla LEAAOVTLKN

€peuva.
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4.5 Mepypadikrl OTATIOTIK) avaAvon gpwtnpatoAoyiov aloAoynong
NAEKTPOVIKOU HaBripatog

MPOKELUEVOU VA OMAVIACOUUE OTO OeUTEPO EPEULVNTLIKO E£pwTnUa TNG mMapoloag
gpyaciog pe TNV UMooTnpLEn ¢ MAATHOPUAG XPNOLUOTOLNONKE TO EPWTNUOTOAOYLO
COLLES Ttou Moodle. Metd T amavinoelg mou €06woov oL ekmaldsvdpevol
Stadiktuaka, to epyaleio “Survey” tou Moodle ékave KaTavour TwWV OMAVINOEWV OE
Slaypappata otig £€€L kAipakeg mou ef€tale, mou eival n Iuvadela (Relevance), o
Avaoctoxaouog (Reflective Thinking), n Atadpaoctikotnta (Interactivity), n cupfoAn tou
ekmatdeutikol (Tutor support), n cupBoAn twv cuppadntwv (Peer support) kat n

Epunveia (Interpretation).

Ta mopakdtw Slaypdppata mopouctalouv TIC TpoTlpwueveg (preferred) kat TG
TMPAYHATIKEG (actual) kataotdoelg 0To cUVOAO MAVTIA TWV LABNTWY KAl Avd cuVLoTWoo

TOU epwTtnuatoAoyiou.

IXETIKA pe tnv Zuvadela (Relevance) mapatnpeital oto SLAypoppo OTL N HECN TLUN
glval to 51,5 %, mou dnAwvel OtL guyva €viwBe OtTL To pHABnua Atav cuvadeEg pe ta
evdladépovta Kal tnv akadnuaiky tou mopeia, evw to 57% &nAwvel otL Ba

TMPOTLUOUCE VA €XEL TEPLOCOTEPN oUVADELQ.

Relevance

Almost always
Actual
Prefe med

Citen |-

Sometimes -

Seldom

Almo st rever ! : !

o B . j“u\-.;_\‘: o oy 2
st ae™ o™ i
L A el ol
o o e L o ‘V,.nf

Ewxova 16 I'papnua pe tic Tiués s Lyetikotyrag
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IXETIKA pe Tov Avaotoxoouo (Reflective Thinking) n péon twun tng sivol petald tou
ouxVA Kal UEPLKEC PopéC. TuyKeKpLUEva oL ekmaldeuopevol to 31.2 % SnAwvel oOTL
UEPLKEG POPEG avaoToXALoVTaV yLa TO HABNUA, TIG LOEEC TOUG KaL TIC LOEEC TWV AAAWY,

evw Ba mpoTipovoe To 56.25% va avactoxdalovtav 1o cuxVvda.

Reflective thinking

Almost alway s
B Actual
Prelemed

Often |
Sometimes -
Seldom [

Almost rever : L L L

o 5 -3 A 3

.'w.?ﬁ“'n i e o S B mﬁ"‘{"
e d™ L ® YL et
et - i o Pl o

Ly

Ewova 18 Mpapnua ue tig tipég tou Avaotoyaouou (Reflective Thinking)

IXeTka pe tnv Aladpaotikdétnta (Interactivity) mapatnpeitat otL n péon tun Sev

Sladoponoleital katd moAU ( HOALG 4,62%) o€ oxéon ME TNV MPOYUOTIKA aAmd Tnv

emBupuntn Kataotaon. To 42.18% &nAwvel OTL cuxva e€nyoloe KoL Tou enyoloav TG
16€€¢ TOUC KAl UTNPXE YeVIKA n Sadpaocn, evw WOALG To 46,8% SnAwvel O0TL Ba TO

TPOTLHOVUOE TILO CUXVAL.

Interactivity

Almost alway s
B Actual
Prelemed

Cften =

Sometimes |

Seldom |

Almast rever

pls e i
o, 1 L \_daoﬂw  awe® .ﬁvd.g!?

il oW o
e \?f;v-'d 1 -‘.‘-&‘ﬁs‘

Ewova 17 Mpapnua ue tig tipés e Atadpaotikotntag (Interactivity)
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IXETIKA PE TN cupPoAn tou kaBnyntn (Tutor Support) n péon T ot SNAWOELS TWV
pabntwv eival to 59,37% mou O&nAwvel OTL ouxva UTNpxe n kaBodnynon Ttou
EKTIOLOEVUTLKOU, EVW UTIAPXEL HElWON TNG TIMAG ota 57,8 % otnv emBupuntn Kataotaon,
VEYOVOG TIou Seixvel OTL n umootnplEn Tou ekMALSEUTIKOU ATAV EMAPKAC KATA TN

pabnolakn Stadikaoia.

Tutor support

Almost always
B Actual
Preiemed
Citen |
Sometimes
Seldom |
Almost rever : : : L
&2 o
aa R e e pree e ch
e 1o 95 e
o i e g0 o o 5ot
o e ot
LT L TJ.‘O‘

Ewova 19 Mpdpnua pe tig tipég tng ouuBoAng toug ekmaideutikou (Tutor support)

IXETIKA UE TN oupBOAn Twv cuppadntwy (Peer Support) to 37.5% dnAwvel OTL cuxva
elxe tnv umootnpLEn Twv cuppadnTWY Toug, evw Ba embBupovoay kata 45,3% va eixav

TILO oUXVA oTAPLEN.

PEer Support

Almost always
B Actal
Prlemed

Citen |

Sometimes |

Seldom |
Almost rever

we e e i
S s B 2T
e s ¥ ] 5 @
A8 e e et
e o g o

Ewkova 20 lpapnua pe Tig TipEG NG ouuBoAng twv cuuuadntwv (Peer Support)
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TENOG, OXETIKA HUE TNV epunvela-katavonon (Interpretation) ot pabntéc dnAwvouv
Kata 48,4% pEon TLUn OTL pmopoloaV GUXVA VO KOTOVONOOUV TO TIEPLEXOUEVO TOU
pabnpatog kat To pnvopata HeTalld Twv CUPHOONTWY TOUG KoL TOV EKTTOLSEUTIKO, EVW
w¢ emBupnt Kataotoon Katd 57,8% dnAwoav otL Ba nBslav mo cuxva va pmopoulv

va epUnNvelouV Ta HeTAEY TOUC UnvUaTa.

Interpretation
Almost alway s —
N Actiml
Prilemed
Cfen |
Sometimes -
Seldom |
Al st rever L L L L
il P ack o
st W o ga® 0 TE o aerd® :
A a Pt v g
i s ™ L ot

Ewkova 21 Mpapnua pe tig tipég te Epunveiac (Interpretation)
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Summary

AElohéynon Maénuatog

Almoat always

Actial
Petered

Often

Almost rever

Fekvarce Fefiective thinking ieractivity Tustor support Peer support Irterprtation

Ewkova 22 Mpd@nua Ue TI¢ CUVOALKES OUVIOTWOES TOU epwtnuatoloyiov COLLES

Emopévwe, amd tnv mapandvw Tmeplypadlkl avaAlucon Kol ta Slaypappota Tmou
mapoucLAoTnKay n umoothpLén tou ekmaldeutikoU (tutor support) Kplvetal EmapKng o<
oxéon Me tnv emBupunth Katdotacon, evw peyaAn dtadopd os oxéon YeE To eMBLUUNTO
(preferred) elval n ouvadela (relevance) kat n epunveia (interpretation), kaBwg €xouv
Katd peyailo moocootd (yupw oto 10%) Stadopd petall toug. Evw, ol AAAEG TPELG
KALHOKEG, OMWE N OUUPOAR Twv cuppadntwv (peer support) , n SadpacTikOTNTA
(interactivity) kat o avaotoxoaopdg (reflective thinking) 6ev eudavilouv peydieg

nocooTtiaieg StadopEc HeTAl TNG MPAYUATLKAG KOL TNG EMLBUUNTAC KATAOTAONG.

Qo1600, AOYW TOoU TIEPLOPLOHOU TNC e€aywyng Twv Sedopévwy amo tnv mAatdoppa Sev
VIVETAL N EMAYWYLK TOUC OTATLOTIKA avAaAuon, TPOKeLPHEVOU va yivel €Aeyxog Tng
oflomLoTIOG, OTMWE €YLVE OTLC EPWTNAOELG TOU £pWTNUATOAOYiOU avixveuong KWVATpwWV.
Etol Opwg emxepnOnke va xpnowpomotnBei to Moodle kot wg gpeuvnTiko gpyaleio
MEOW aUTOU TOU epwInuatoloyiou, Tmpokeldévou va avadelyBel koL auth n

Suvatotnta tou.
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KEDAAAIO 5: Zupnepacpata

5.1 EMLOKOMNoN ATTOTEAECHATWV

Méoa amd autd TO TELPAPATIKO OXESLO PE TN xprion dvo petprioewv oe €va Selypa
(Pre-test and Post-test design) emuxelpeital o €Aeyxo¢ Twv HETAPBANTWV AUTAG TNG
HeAETNC. To epwInUATOAOYlO TNG TapoUoog epyacioag xpnolgomolndnke yia vo
LETPAOEL TO eMiMeSo TWV KWATPWY TWV HABNTWVY TPV KoL HETA TNV EKMOLSEUTLKNA
mapEupaacn mou £yve pe T dnuoupyia NAEKTPOVIKOU LABAUOTOG E TNV TIPAKTLKNA TNG
nawyvidomnoinong (gamification) kot oxedidotnke PBACEL TWV TPLWV CUVIOCTWOWV TNG
Bewplag kvATpwWV Tou Autd-mipoodloplopol (Self-Determination Theory) tou Deci kat
Ryan (1989). Ot 6iadopég oto péco 6po (mean) TOOO OTO MPWTO EPEVUVNTLKO EPWTNUA
000 KoL yla KaBe cuvioctwoa tng Bewpiag SDT avapeoa ota SU0 EpWTNUOTOAOYLA (TTPLV

Kal Leta) kaBoplotnkayv pe tn xpron t-test eAéyxwv.

AkoloUBw¢, IntABnke amod toug ekmaldeuOpevoug va amavtnBel SLadIKTuaka €va
6elTEPO EpWTNUATOAOYLO a€LOAOYNONE TOU NAEKTPOVIKOU Habrpatog. Xpnolponolnonke
Aoutov 1o epwtnuatoAdylo COLLES, to omolo HETPAEL TIC AVTIAAYPELS TWV EKTIALOEUOEVWV

yla Tnv mpotiuwpevn (preferred) kot tnv mpaypatikn (actual) nAektpovikn padnon.

To amoteAéopata and Ty Mpwtn GAcH €PEUVAG LE OTOXO TNV AVIXVEUON TWV KWVATPWV TWV
poONTWY HeTA TN SLSOKTIKNA TMOpEUPacn TMoOu slonyays pPnxoviopolg mayviblwy (game

mechanics) kot oXeSLA0TNKE BACEL TWV CUVICTWOWV NG Bewplag Kvrtpwy SDT €6eL€av OtL:

Yrnipée otatiotikd onpaviki Stadopd otn cuvictwoo «Autovopia» (Autonomy) pe Tn
Xpnon tou matyviSomnolnuévou nAEKTpovIKoU HaBriuatog. Auto onpaivel OtL oL pnxaviopot
Twv mavidlwyv (game mechanics) mou ewoNXBnoav oTo NAEKTPOVIKO MABNUa otnv
mAatdoppa Moodle ota mAaiola tou oevapiou PBL cuvetéhecav otn Snuloupyia tng
aioBnong tng autovopiag twv ekmotdeudpevwy Kad OAn tn SLdpKeLla TNG EKMOLOEUTLKAG

Stadkaolog.

Agv umtiip&e OoTATIOTIKA onuavtikn dtagpopd otn cuviotwoa «lkavotnta» (Competence) pe
N XPNon Tou ToXVISOoTONUEVOU NAEKTPOVIKOU HaBrApatog. Auto onuaivel OtL ot
pnxaviopot rmavidlwy (game mechanics) mou ewonxdnoav oto NAEKTPOVIKO UABnua otnv
mAatdopua Moodle ota mAaicla tou oevapiou PBL 8ev OUVETEAECQV ONUAVTIKA OTNV

BeAtiwon g avoTNTOC TWV ekMaldeUOUeVWY, KaBwG Epxovtav Mpwtn dpopd os enadn Ue
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TO MABNMO TNG «VEQVIKAG ETLXELPNMATIKOTNTAG» O€ TMAaiola matyvidomoinong Kot Tou

povtéhou PBL.

Ynpée emiong oTATIOTIKA onUavtiky dtadopd otn cuvioTwoo «IXeTikotnta» (Relatedness)
ME TN XPNON Tou TOXVISOTONUEVOU NAEKTPOVIKOU HaBripatoc. AutO onpaivel OtL ot
pnxaviopol Twv mayvibuwv (game mechanics) mou elonxBnoav oto NAEKTPOVIKO UABnUa
otnv mAatdoppo Moodle ota mAaiola tou cevapiou PBL cuvetélecav otnv avadelén tng
OXETLKOTNTAG TWV EKTTOLOEVOUEVWY HE TOUC CUPHABNTEG Toug, KabBwg Stapolpalovtav Tig

L6€€£C TOUG KaL TIG eMLSOOELG TOUC oTa TAaiola TNG opadac.

JUYKEVTPWTIKA, UITOPOUE VA LOXUPLOTOUE OTL OL pnxaviopotl malxvidiwy (game mechanics)
Tou elonxOnoav ota mMAaiolo Tou oevapiou pe TIC SIEAKTIKEG OTPOTNYLKEG TOU povtélou PBL
ouveTéleocav oTo va BeATwBoulv Ta Kivntpa Twv pobdntwv Kad' OAn TNV EKMALSEUTIKN
Sladikaotia, av Kot Adyw tou pikpoU aplBuol tou Seiypatog otnv emaywylkn availuvon dev

KPLVETOL OTATIOTIKA ONUAVTLKO.

Ta amoteAéopata amo tn Oeltepn ¢ddAon €psuvog PeE OTtOXo TNV afloAdynon Tou
mayvibomolnuévou nAektpovikoU pobhuotog otnv mAatdoppa Moodle péow ToUu

gpwtnuatoloyiou COLLES pe tig £€L kA ipakeg £6eL€av OtL:

Ol ekmalSeVOUEVOL EKPLVAV ETTAPKI TNV UTOOTAPLEN TOU ekmaldeutikoU (tutor support)
o€ OX£0N HUE TNV eMBUUNTN KATAOTAOH, EVW OXETIKA Ue Tn cuvadela (relevance) kat
tnv epunveia (interpretation) mapatnpnBbnke otTL Sev ATAV TOCO LKAVOTOLNUEVOL.
Qot600, 600V adopd TIG AAAEG TPELG KAIMOKEG, OTWG N CUUPOAR Twv cuppadnTwv
(peer support), n SladpaoctikotnTta (interactivity) kat o avaotoxacuog (reflective

thinking) kplBnkov OYXETIKA LKOAVOTIOLNTIKEG OTO TALXVIOOTOLNUEVO NAEKTPOVLIKO

padnpuo.

5.2 Tuintnon

H mapoloa pelétn emibiwée va epsuvioel TNV emidpacn TNG €0ayWYNg HNXOVIOUWY
naxvdLwy (Game Mechanics) otn S18akTikr dtadikaoia kabwg autr unootnpiletal ano to

NAEKTPOVIKO LaBnua otnv mAatdpopua Moodle.

2TOX0G TNG MOPoUoaG EPYACLOG ATAV VA SLEPEUVHOEL AV N ELCAYWYN KNXOVIOUWY TTALXVLOLWY
(game mechanics) otn &wdaktiky Sladikacio embpd BeTKA OTNV OQVATTUEN KLWVATPWVY

(motivation) otoug ekmaldeuoUEVOUG
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Ta ouumepAopata Tou KataAnEape PETA TNV avaAluon Kal tnVv enetepyacia Twv Sedopévwy

™G €peuvag ival Ta eENG:

H eloaywyn pnxoviopwv movidlwv (game mechanics) mou edpapuolovtol oto NAEKTPOVIKO
padnua otnv mhatpoppa Moodle evioyUouv Tnv aioBnon tng AUTOVOULOG TwWV HabnTwv o€
oxéon Ue TG Tapadoolakeg peBodoug SidaockaAiag. Mpaypati, HECA AMO CUOTATIKA
nalxvidlwy (game elements), 6mwg n pnapa npoodou (progress bar), oL mivakeg Katataéng
(leaderboards), ta enineda (levels) kot ta “Badges”, oL ekmALSELOPEVOL Umopoloav va
geAéyxouv TNV paBbnolakn Toug Topeia kol va AapBavouv daueon avatpogodotnon
(immediate feedback) ywa tnv mpoomdBela mou KatéfaAav KAtd TN SLAPKELD TNG
eKTaLSeUTIKAG Sladikaoiag. NapdAAnAa, katd tnv e€EALEN TNG adnynuatikotnTog (narrative)
TOU pabnAuato¢ kaAouvtal va emAéEouV eKelvol Tnv mopeia mou Ba akoAouBricouv wg
oMada WG TPOC TO OXESLOOMO Kal TNV Tpowdnon Twv mpoidvtwv Ttouc. Emiong, ot
TIPOOLLPETLKEC EPYAOLEC O0TO OTtitL (monsters) Sivouv tn SuvaToTNTA OTOUG EKTIALOEUOEVOUC,
OTIWG Kall oTa TaLyvidla, vo KAVOUV ONUAVTIKEG EMIAOYEC, OL OTIOLEG £XOUV KATIOLO QVTIKTUTIO
(meaningful choices). Q¢ npog v (6la katevBuvaon, n napouciaon EekABapwv oTOXWV ava
daon tou povtélou, odnyolV ToUG EKMALSEVOUEVOUC Vo alcBavBolv OTL yvwpillouv TL Kot
WG TIPEMEL VA €vePYNoouv o€ OAn TN padnolakn Sladikaocia, TPOKEUEVOU Vo TOUG

TETUXOUV Kal va €Xouv Ta embupntd anoteAéopata (outcomes).

Yuveyilovtag, SLAMIOTWVOUUE OTL N €l0aywyn MNXAVIoRUWV Taxvidlwy (game mechanics)
mou edpapuolovtal oto NAEKTPOVIKO padnua otnv mAatdpopua Moodle 6Sev audvouv
ONUOVTIKA TNV LKOVOTNTO Twv HaBntwv ot oxéon He TG mapadoolokég pebddoug
S6aokaAioc. Qotoco, autd (owg odeiletal oTo yeyovog OTL ol padntég Sev eival
gfolkelwpévol pe tn UEBodo Project otnv euéhiktn {wvn, KabBwg ol ekmotdeutikol cuvnBwg
aflomololv TNV wpa auth yla emavaAnyn tng VANG. Etol, ol pabntég Sev Bewpnoav OtL
UTNPXE aAlayr| OTLG LKOVOTNTEG TOU O€ oX£oN Me TV mapadoctakr Sibaokalia, yeyovog mou
lOWG TPOEPYETAL KAl AMO TO TOLYVLWON XOPAKTHPO TOU HOOAUATOC UE SLUOKESAOTIKES
dpaotnplotnteg (fun learning activities) mou toug ékave va To Bewprioouv €UKOAO WG
pMaBnua xwplic Wolaitepn kataBoln mpoondadelag. Méoa and tn BLBAloypadia n evioxuon
™G Ikavotntag amoteAel onUAVIIK cuvicTwoo otn Bewpio Tou AuTO-MPOCSLOPLOUOU,
KoBwg evioxlovtalL To EOWTEPLKA KIvNTpa TwV eKMALOEUOPEVWY. H  KALLOKOUUEVN
umootipEn amd tov ekmawdeutikd (scaffolding) kot n aicBnon tou eAéyyou NG

ekmaldeutikng Stadikaciog (control of learning process), BonBolv tov ekmalSeuoEVO va
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evromilel TiG eAAePELS KAL TA TTPOTEPAATA TOU, WOTE VA YivVETAL OAO KAAUTEPOG KOTA TN

SldpkeLla Tou pobnpoatog.

OMAOKANPWVOVTOG HE TI{ OUVIOTWOEG-UETAPANTEC SLATIIOTWVOUUE OTL N EL00ywyn
pnxaviopwy mavdlwv (Game Mechanics) mou edpappdlovrol oTo NAEKTPOVIKO pabnua
otnv mhatdpoppa Moodle avadelkviouv Teplocotepo tn xetikotnta (Relatedness) twv
EKTIALOEUOUEVWVY HE TOUG AAAOUG, aAAA Kal Tn HETOEU TOUC OUVEPYAOLO O OXEON LE TIG
napadoolakes pebodoug SdackaAiog. H CUUUETOXN TWV EKTMALSEUOUEVWY OE KOLVOTNTEC
(Learning communities), evowpatwvovtag tnv oUyxpovn Kal aclyXpovh EemKowwvia
petaty toug (forum ko chat) kot doulslovtag os opadeg (groups), Toug Bonbnoav va
CUOXETIOTOUV HeTafU TOUC KOl vo ocuvepyootoUv. Emiong, otnv mawyvidonoinon
(gamification) n omtikomoinon tou KowwvikoU otdtoug (social status) kal Twv opolBwv
(badges, awards), £ykeltal OTO YEVIKOTEPO OVTOYWVLOTIKO KOl KOWWVLKO TAAICLO Twv

TaLXvVISLwv.

Kata ocuvémela yivetal avilANmTo amo To mponyoupeva OtL £pOoovV UTIAPXEL DETIKN
enidpaon TNC MPAKTIKAG TNC malxvidomoinong (gamification) otig dU0 AMO TIG TPELG
ouvloTwoeg NG Bswplag kvAtpwyv SDT tou Deci kat Ryan, dnAadn tnv Autovouia kat tn
IXETIKOTNTA TWV HAONTWVY KOTA CUVENELA Kal Ta Kivntpa emnpealovial BeTIKA Kal €Xouv
kamola BeAtiwon oe oxéon e TV MPOTepPn ekmaldeutik Stadikaoia. Qotdco, autod Adyw

KOLL TOU pLKpoU Selypatog eV TEKUNPLWVETOL WG OTATIOTIKA GNUAVTLKO.

Mapopola amoteAéopota €ival Kal ouTd Tou gpwinuatoAloyiou afloAdynong Ttou
NAEKTPOVIKOU padrpotog, mou oxedlaotnke kot uAomotOnke otnv mAatdopua Moodle pe
TNV TIPOKTLKA TNG Talxvidonoinong (gamification). ElSIkOTeEPA, oL eKMALSEVUOUEVOL EUELVOV
LKavoTmoLlnpuévol amod th otnpLén tou ekmaldeutikol (tutor support) Kal OXETIKA HE TN
Sladpacn, TOV QVOOTOXAOMO Kol Th OUMBOAR TwV CUMUMABNTWV TOUg €Kplvav OTL
uTtipxav, aAAd OxL og peyalo Babuod. Qotdoo, oxeTka He Tn ocuvadela (relevance) tou
pabnolakoU UALKOU WE TIG PO UMAPXOUOEG YVWOELS KOL EUTIELPLEC TWV LABNTWVY KaL TV
gpunvela tou meplexopévou, mapatnpndnke OTL Sev NTOV TOCO LKAVOTOLNUEVOL,
YEYOVOC Tou odelletal otnv Mpwtn Toug emadn ME TO HABNUa TNG «NEeEAVIKAC
ETXELPNUOTIKOTNTOCY. ZUUTEPACHATLKA, OE YEVIKEC YPOUUEG Ol ekmaldeudpevol ano
TIG AMAVINOELG, TTOU £€6waoav SLadlktuakd oto gpwtnpatoldyto COLLES tou Moodle,

ofloAoyoUv BeTIKA TO NAekTpOVLKS Toxvidomolnpévo padnua tng mapoloag LEAETNC.
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5.3 NMeploplopoi tng Epeuvag

H €peuva umokeltal os KAmoloug peBodoAoyLkoU¢ MEPLOPLOPOUG, TOUG OTIOLOUG TOUG
MOPABETOUUE TMOPAKATW, TIPOKELUEVOU va TIG AdBel umodn o avayvwotng QUTAS TNG

MEAETNG YLO val €XEL pLa TTAN PN amon yla TIG TPAYHUOTIKEG CUVORKEG TNG £peuvag.

OL paBntéc mou amotéAeocayv To Selypa TNG EpEVVNTIKAG HEAETNG Sev mpoékuav péoa
and tuxaia SewyparoAnyia, yeyovog mou Ba amoteloloe Ml KAAR TPOKTLKA
VEVIKELONG TWV AMOTEAEOUATWY TNG. AvtiBeTa, mpoTiunOnke éva BoAlko Selyua, omwg
ocupBaivel paAlota Kal pe GAAeC £peuveg O0To XWPO NG ekmaidevong (Cohen et al.,
2008), kaBwg pe autd Tov TPOTMO £ival Suvatn n Kovovikn dte€aywyn tTng £€peuvag amno
Tov ekmaldeuTIKO-epeuvNTA. Entlong, to péyeBog Tou Selypatog eival apkeTd Uikpo (16

uTtokeipeva), epooov amoteAel pla HEAETN KATA TEPIMTWONG HLAG OXOALKAG TAENC.

EmumAéov, efaltiag tng apyikng kaxumoyiog twv pabntwv yla 1o VEOo pABNUA TG
«NeavikAg ETLXELPNUATIKOTNTAG» KAL YLA TN KOLvoUpLa EKTTOLOEUTLKO-EPEUVATPLO ATAV
SUOKOAN n MpooapuUOoyH, HE QMOTEAECHO VA XPELOOTEL MePLOOOTEPN wWPA ONMO TO
Kavovikd. MapdAAnia, ol pabntég dev eixav ocuvnbiosl os ocuvepyatlkég pebddoug
S1daokaliag pe anotéleopa HepKEG dopEC -L6lwe oTtnv apyxn thg Mapéupacnc- va pnv

ocuvepydlovtal PeTtafl TOUG KAL VO UTIAPXOUV SLamAnKTLopol.

5.4 Zuunepaocpota

Ta CUMMEPACUATA OTO OTOla KATOANYEL AUTH N EPEUVNTLKY epyacia ival ta e€AG:

H avamtuén Twv E0WTEPLKWY KIVATPWY TWV EKMALSeVOUEVWY amoTeAel pia moAUTTAOKN
Stadkaocia. Méoa amd tn Siebvr) BLBAoypadia Staddvnke MOCO oNUOVTIKA £ival ta
E0WTEPLKA KivnTpa Twv pabntwy, KaBw¢ w¢ E0WTEPLKA KLVNTOMOLNUEVOL EVEPYOUV
olkeloBeAwg kol viwbBouv euxapiotnon amo auvti tn Swadikacia (Malone, 1981).
Qoto00, n mapakivnon Tou eknaldeuopevou Sev pumnopet va e€aodaliotel mavra, Adyw Twv
UN €AEYXOUEVWV CUVONKWVY TIOU ETLKPOTOUV KATA TO OXeSLAOUO TNG SL8a0KAALOG Ao TOuG

ekmadevtikol¢ (Keller, 1987).

Katd to oxeblaoud matyvidomnolnpuévwy mneplpoarroviwy (gamified environments) {nteitot

dlaltepn MPOOOXN OTOUC HUNXAVIOUOUC Klvntomoinong, Tmpokewévou va Siatnpnbel n
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TapaKkivnon Twv padntwy Katd tnv ekmaldeutikn Stadikaoio. Me oToX0 TNV avamtuén Twv
E0WTEPLKWV KWWNTpwV (intrinsic motivation), Baoel tng Bewpiag Tou Auto-mpoacdloplopol
(SDT), ot unxaviopol matyvidiwv (game mechanics) o mAaiola ektog avidlou (non-game
contexts) MpEneL va eMAEYOVTAL PUE OTOXO TNV LKOVOTIOLNGN KAl TWV TPLWV BOOIKWVY avVayKwV
TOU atoOpou, OMwG opilel n Bewplo SDT. OL TPELG AUTEG OVAYKEG TIOU QTOTEAOUV KL TLG
ouVLOTWOEG TG Bewplag, ival n Autovopia (Autonomy), n Ikavotnta (Competence) kat n

Ixetkotnta (Relatedness).

Ta mayvidla amoteAoUv avamnapaotacel tng Bswpiag tou Autd-mpoodloplopol (SDT)
(Werbach & Hunter, 2012). Ot avBpwrol ival ecwTepLKA Klvntomotnuévol, SeSopévou OtTL
£Youv TNV auvtovouia (emAéyouv TL Kal mw¢ Ba maiouv), TNV wavotnta (teppatilouvv To
mayvidl) kal tTn oxetkotTnTa (Umopolv va polpaoTolV TV emituyia Toug e toug ¢iloug

Tou¢) dtav nailouv pe to motyvidia.

Yta malyvidia evumapyouv kot Ta e€wteplkd Kivntpa (extrinsic motivation), énwce eival Ta
“badges”, ol movtol, ta emnineda kal Ta PpoPeia/mOTONOLNCELS, Ta omola £Xouv TN SKLA

Touc LoV o€ €va cuotnua atyvidonoinong (gamification system).

H mawyvidomnoinon (gamification) otoxelel HECW TOU KOWWVIKOU MAQLOIOU TWV TAyVISLWV
va evBappUvel Tn oOx€on HETAEU TWV EKMALSEUOUEVWY, TIPOKELMEVOU va pdbouv va
ouvepyalovtal, va EMLKOWWVOUV KoL v €Xouv BeTikr] otdon omévavil otn padnolokn

Stadikaoio.

To OLOOKTIKO MOVTEAD TIOU ETUAEXONKE YL TO EKMALSEUTIKO OgvApPLO lval n Madnonue tn
uEBoSO Project (Project-based Learning) , 8eSouévng TG LABNTOKEVIPLIKAG TIPOCEYYLONG KO
NG SLETMLOTNUOVIKAG LABnong mou mpowdel oe auBeviikd mAaiola. Ot ekmalbeuopevol elvat
eAelBepol va mpooeyyioouv BEpata tTNG KOONUEPLVOTNTAC TOU KOl Vo EpyactouV pall pe

GAAOUG TIPOKELUEVOU VAL TIAPAYOUV TtpolovTa.

OL téooeplc ¢pdaoelc SSCS tou Pizzini mou xpnolpomoltiOnkav Katd to oxedlacuod Tou
eKTaLSeUTIKOU oevapiou kpiBnkav wg oL o KatdAANAsg , SeSopévng TG LOONTOKEVTIPLKAG
TIPOCEYYLONG KOL TNG OUOLOTNTOC HE TOUG OTOXOUC Tou SLOAKTIKOU HOVTEAOU TNC MOPoUCOC

epyaoiag.

Katd to oxeSloaopd tou nAekTpovikoU HOOAHATOC HE TN TEXVIKA TG moauxvidomoinong
(gamification) &ev meploplotnkape otnv tplada PBL (Points, Badges, Leaderboards), aA\a

oXeSLACAUE TO NAEKTPOVIKO HABnua Bdosl tng mupauidag tou Werbach yiwa tnv
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EVOWMATWON ETUMALOV TIAPAHUETPWY, OMWC €ival ta Game Components, Mechanics kat

Dynamics.

To cvotnua Staxeiplong padnong (LMS) Moodle pumopet va unootnpiéel OAeg TLG
OUVIOTWOEG TNG Bewplag kwAtpwv SDT, aAAd kat va amnoteAécsl medio
uAomoinong tTng MPAKTIKAG TNG matxvidomoinong otnv Ekmaideuvon (Education

Gamification).

H eloaywyn texvikwv mavibuwv (game mechanics) oto nAekTpovikd paABnua otnv
mAatdopua Moodle 6Snuloupyolv TNV aioBnon tng Auvtovouiog (Autonomy) Twv

EKTTALOEUOUEVWV.

H swoaywyn texvikwv maxviblwyv (game mechanics) oto nAektpovikd pabnua otnv
mAatdoppa Moodle  dev BeAtiwvouv onuavilikd thv Ikavotnta (Competence) twv
eKTOLOEVOUEVWY, AOYW TNG KOLVOTOMLOG W¢ MPog tn BepatoAoyia Tou cevaplou Kal Tou

S18aKTIKoU HovTEAOU.

H swoaywyn texvikwv maxviblwv (game mechanics) oto nAektpovikd padbnua otnv
mAatdpoppa Moodle evioxUouv tn Zxetikotnta (Relatedness) Twv eKMALOEUOUEVWY, KOBWC
BeAtlwvovtal oL OXEOEL{ TOUG Kol oxetifovtal HeTafl TOUC KATA TNV EKMALSEUTIKA

Stadkaolo.

Ot ekmatbevuopevol afloddynoayv BeTIKA To NAEKTPOVLKO TtalxviSomotnuévo pabnuo otnv

mAatdoppa Moodle wg mpog TNV NAEKTpoVLKA LaBnaor) Toug.

Emopévwe, mpotelveTal wg avaykolotnta n evdelexng épsuva yLa tnv matlyvidomnoinon
OTOV TOMEQ TNG eKTtAiSeuoNg, TPOKELUEVOU oL HaBnTtég va e€otkelwBolv He TN véa auTh

TIPOAKTLKA Kat vo avénBolv ta KivnTpd Toug yla pabnon.

5.5 Mpotaocelg yia LeAAOVTIKN £pEuva Ko LEAETN

H TPOOMTIKA yLo TEPALTEPW €peuva HETA TNV TapoUoo MEAETN EYKELTAL OTNV
gmavaAnyn NG epeuvnTikng OSladikacioc He HeyaAltepo OSelypa  pabntikol
MANBuUoHOoU, KaBwg Kal 0 AAAA YVWOTIKA OVILKEIPEVA, OTIWG €lval N yAwooa Kol ta
pabnuoatikd, ta omola amoteAoUvV TOV TUPHAVA TOU TPOYPAUHUATOC OTMoudwv OTo
oxoAeio. H mawyvidonoinon (gamification) otov topéa tng ekmaideuvong umopel va
BonBrosl moAAoUG ekmatdeutikoU¢ va AUoouv To TPOPANUA NG EANewWng KwATpwyY

pabnong mou mopouclalouv oL EKTMALSEUOEVOL. ZUVETIWG, TEXVOAOYLIKA UTtooTnPL{OMEVA
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TEPLBAAAOVTO TIOU EVOWHOTWVOUV TEXVIKEC TaXVOLWV (game mechanics) pumopolv va

aUNooUV TA KIvNTPO TWV KL EUOUEVWY, OTIWG OKPLBWE SUMPBALVEL KaL pLE TA TTaLyviSLaL.

Qot600, 0 OXeSLAOUOC cuoTnUATWY TaLxvidomoinong dev anotelel £va eUKOAO yxeipnua.
To kaBe dtopo exwplotd £xel Stadopad kivntpa and tov dAhov (personalized motivation).
Mapadyovteg 0nwe N nAwkia, to dUAAo, akopa Kot dlanmpoowrikol mapdyovreg (ouvepyaoia,
ETUKOLVWVIA, OVTOYWVIOUOG) HUMopoUV Vo EMNPEACOUV TOV TPOMO TOU Ta AToHd
OVAMTUOOO0UV Ta E0WTEPLKA KivnTpa (Kim & Lee, 2013). ZUVENWC, TPOTELVETAL O CUOTHHATA
nalyvidomnoinong, onwe eva navidonotnpévo LMS, va undpyel £va Jovtélo pabnth pe ta
onapaitnTo XapaKTNPLOTIKA TOU, TIPOKELUEVOU va TIPoodEPOVTAL YLa ToV Kabéva Eexwplotd
TEXVIKEG OO SLadOopeTIKOUE TUTIOUC TTaLXVLOLWY. AAMWOTE, avaloyd e TV TPOCWTIKOTNTA,
oA\a kol to otuh padnong (learning style) tou kaBe ekmaldevoOpuevou, xpelaletal n

EVOWMATWON Kol SLPOPETIKWV CUCTATIKWY TOXVISLWYV (game elements).

EmunpooBeta, dedopévou OTL avadpepOUacTe otov KAASO TNC eKMaldeuong, 0 OXESLAOUOG
EKTOLOEVUTIKWY OEVAPIWV HE TNV TIPAKTIKA TnG matyvidomoinong (gamification) yivetat 6Ao
KoL Tilo TIOAUTIAOKOG, AOYW TOU OTL TIPEMEL VO UTIAPXEL CUUBOTOTNTA LE TO TIPOYPAULOL
onoudwv (curriculum). Emopévwe, mpotach pog eival n avapudpdwaon Tou MPoypAUATOC
omoubwv KAl N E0aywyn OTpATNyKwY Taxvidonoinong BAcsl Tou €vvoloAoylkoU
nieplexopévou (contextual gamification strategies) pe Slaitepn €udoon oto otolxeio TG

adrynong, e oTOX0 TNV KvNTomoinon Twv pobntwyv otny ekmaldeutiky Stadlkaoia.
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NAPAPTHMAT

1. NuiwOBw Ot eAfyxw tn pAdnon pou
Statistics

1. NlwBw oOtL eAéyxw Tt Hadnon pou

Valid 16
N
Missing 0
Apxwnp  Mean 4,13
Median 4,00
Std. Deviation ,957
Valid 16
N
Missing 0
TeAikp  Mean 4,38
Median 5,00
Std. Deviation ,806

1. NuiwBw OtL eAéy)w TN Hadnor) pou

Ddon AgLoAdynong (Apxikn/TeAkn) Frequency Percent Valid Percent
MdaAAov Stadwvw 1 6,3 6,3
, . Oute Sladpwvw ouTte
ApxLkn Valid , 3 18,8 18,8
ocupdpwvw
MaAAov cupPwvw 5 31,3 31,3
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TeAkn Valid

Supupwvw 7

Total 16

Oute Sladpwvw ouTe

ouudwWVwW 3
MdaAAov cupudwVw 4
Supupwvw 9
Total 16

43,8

100,0

18,8

25,0

56,3

100,0

43,8

100,0

18,8

25,0

56,3

100,0

1. NuwBw OtL eAéy)w TN Ladnor) pou

Ddon AgLoAdynong (Apxikn/Tekkn)

Cumulative Percent

MdaAAov Stadwvw 6,3
Oute Sladpwvw ouTe cUUPWVW 25,0
ApxLkn Valid MaAAov cupudpwvw 56,3
Zupdwvw 100,0
Total
Oute Slapwvw ouTe cuPdWVW 18,8
MdaAAov cupdwvVw 43,8
TeAkn Valid
Jupdwvw 100,0
Total
Bar Chart
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1. NiwBw 6T eAeyyw TN Jadnonf Jou
®aon AQiohoynong (Apyie/Tedwin): Apyiki
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QUYL
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EUppoovod

142




Percent

1. NiwBw ém eAeyyw TN Hadnon Hou
®aon ALiohoynong (Apxi/Tedrd): Tehikn

a0

404
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204
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QUTE Spoavid OUTE TUMPUIVID MEAADY TUMPLYE

1. NiwBw 611 eAdyyw T HaBnonR pou

2. Exw evéiadEpov yia to padnpa

Statistics

2. Exw evéladépov yla to pabnua

ApxKr

Valid
N

Missing
Mean
Median

Std. Deviation

16

4,00

4,00

,894

EUppoov
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Valid 16
N
Missing 0
TeAkn Mean 4,38
Median 5,00
Std. Deviation 1,088

2.Exw evéladépov ya to padnpa

Ddon AgloAdynong (Apxtkn/TeAwkn) Frequency | Percent | Valid Percent
MdaAAov Stadwvw 1 6,3 6,3
Oute Sladpwvw ouTe
, 3 18,8 18,8
oupdwvw
APXLIKN Valid
PXtKN MdaAAov cuudwWVW 7 43,8 43,8
Jupdwvw 5 31,3 31,3
Total 16 100,0 100,0
Aadpwvw 1 6,3 6,3
Oute dladpwvw ouTte
. 1 6,3 6,3
ouudwvw
TeAkn Valid , .
MaAAov cupdpwvw 4 25,0 25,0
Jupdwvw 10 62,5 62,5
Total 16 100,0 100,0

2. Exw evéladépov yia 1o padnpa
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Daon AgLoAdynong (Apxikn/TeAkn)

Cumulative Percent

MdaAAov Slapwvw 6,3
OUte Slopwvw oUTeE CUPDWVW 25,0
ApxLKN Valid MdaAAov cupdwvVw 68,8
Juppwvw 100,0
Total
Aadwvw 6,3
OUte Slopwvw oUTeE CUPDWVW 12,5
TeAkn Valid MdaAAov cupdwWVW 37,5
Juppwvw 100,0
Total
Bar Chart
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Percent

2. Exw evliageEpov yid To pabnua
®aon AQiohoynong (Apyii/Telkd): Apyixi

40
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10

U-—

Mdaioy Slapoovio OuTe Siopuove) odTe MEAADY TUMPLYE
QUYL

2. Exw evblagpépov yid To Habnua

EUppoov

146




2. Exw evliageEpov yid To pabnua
®aon ALiohoynong (Apxi/Tedrd): Tehikn

60

40

Percent

209

U-—

Ao OuTe Siopuove) odTe MEAADY TUMPLYE EUppoov
QUYL

2. Exw evblagpépov yid To Habnua

3. NlwOw gUmLoTOOUVN OTLG YVWOELS HOU
Statistics

3. NuwbBw epmotoclvn OTIC YVWOELG LoV

Valid 16
N
Missing 0
Apxikp  Mean 4,25
Median 5,00
Std. Deviation 1,183
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Valid 16
N
Missing 0
TeAikp  Mean 3,94
Median 4,00
Std. Deviation ,929

3. NuwOw epmiotoovn OTLG YVWOELG HOU

Ddon AgLoAdynong (Apxtkn/TeAkn) Frequency | Percent | Valid Percent
Awdpwvw 1 6,3 6,3
Oute Sladpwvw ouTe
, 3 18,8 18,8
oupdwvw
APXLIKN Valid
PXtKN MdaAAov cuudwWVW 2 12,5 12,5
Jupdwvw 10 62,5 62,5
Total 16 100,0 100,0
MaAlov Stadpwvw 1 6,3 6,3
Oute dladpwvw oute
, 4 25,0 25,0
ouudwvw
TeAkn Valid , .
MaAAov cupdpwvw 6 37,5 37,5
Jupdwvw 5 31,3 31,3
Total 16 100,0 100,0
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3. NuwBw gpumioToclVN OTLG YVWOELG LOU

Daon AgLoAdynong (Apxikn/TeAkn)

Cumulative Percent

Aadwvw 6,3
OUte Slopwvw oUTeE CUPDWVW 25,0
ApxLKN Valid MdaAAov cupdwvVw 37,5
Juppwvw 100,0
Total
MaAAov Stadwvw 6,3
OUte Slopwvw oUTE CUPDWVW 31,3
TeAkn Valid MdaAAov cupdwWVW 68,8
Jupdbwvw 100,0
Total
Bar Chart

149




Percent

3. NlwBw guTTIoTOOUVN OTIC YWWOEIS HOU

®aon AQiohoynong (Apyii/Telkd): Apyixi
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40
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Ao OuTe Siopuove) odTe MEAADY TUMPLYE
QUYL

EUppoov

3. NiwBw gUTIGTOGUVH OTIC YVWGEIC HOU
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3. NlwBw guTTIoTOOUVN OTIC YWWOEIS HOU
®aon ALiohoynong (Apxi/Tedrd): Tehikn

40

30+
e
[ =
Q
o
o 20
o

107

U-—

Mdaioy Slapoovio OuTe Siopuove) odTe MEAADY TUMPLYE EUppoov
QUYL

3. NiwBw gUTIGTOGUVH OTIC YVWGEIC HOU

4. H pabnon OVTOMOKPILVETAL OTL( OVAYKEG MOU (EEQATOMLKEUMEVN
naénon)

Statistics

4. H puabnon avtamokplveTal oTLG avVAYKEG
pou (g€atoulkeupévn pabnon)

Valid 16
N
Missing 0
Apxikp  Mean 3,50
Median 3,00
Std. Deviation 1,095
Tehkn N Valid 16
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Missing 0

Mean 4,13
Median 4,00
Std. Deviation ,806

4. H nadnon avtanokpivetal oTtig avaykeg Lou (e§atopkeupuévn padnon)

Ddon AgLoAdynong (Apxikn/Tehkn) Frequency | Percent | Valid Percent
MdaAAov Sladwvw 3 18,8 18,8
Oute Sladpwvw ouTe
, 6 37,5 37,5
oupdpwvw
ApPXLKI Valid
XL MaAAov cuppwvw 3 18,8 18,8
Jupdpwvw 4 25,0 25,0
Total 16 100,0 100,0
Oute dladpwvw oute
, 4 25,0 25,0
oupdwvw
MdaAAov cuudwVW 6 37,5 37,5
TeAkn Valid
Jupdwvw 6 37,5 37,5
Total 16 100,0 100,0

4. H pdbnon avtanokpivetal oTig avAayKeS o (eatopkeupévn padnon)

daon ALoAdynong (Apxikn/TeAwkn)

Cumulative Percent

ApxLKn Valid MdaAAov Slapwvw

18,8
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OUte Slopwvw oUTe CUPDWVW 56,3
MdaAAov cupdwvVw 75,0
Juppwvw 100,0
Total
Oute Sladpwvw ouTe cUPdWVW 25,0
MdAAov cupdwvw 62,5
TeAkn Valid
Zupdwvw 100,0
Total
Bar Chart
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Percent

4. H gyabnon avratroKpiveTdl OTI( AVAYKES Jou (ESUTOMIKEVHEYN Hadnon)
®aon AQiohoynong (Apyii/Telkd): Apyixi

30

204

10

U-—

Mdaioy Slapoovio OuTe Siopuove) odTe MEAADY TUMPLYE
QUYL

EUppoov

4. H padnon avTaTToKpiveTal oTIC avdyKes Hou (eSaToIKEVHEVH HaBnon)
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4. H gyabnon avratroKpiveTdl OTI( AVAYKES Jou (ESUTOMIKEVHEYN Hadnon)
®aon ALiohoynong (Apxi/Tedrd): Tehikn

30

20

Percent

10

QUTE Spoavid OUTE TUMPUIVID MEAADY TUMPLYE EUppoov

4. H padnon avTaTToKpiveTal oTIC avdyKes Hou (eSaToIKEVHEVH HaBnon)

5. Mepvdw KAAd TV WP TOU HOORHATOG
Statistics

5. Nepvaw KaAd TNV Wpa Tou Habipatog

Valid 16
N
Missing 0
Apxikp  Mean 3,94
Median 4,00
Std. Deviation 1,063
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Valid 16
N
Missing 0
TeAkn Mean 4,25
Median 5,00
Std. Deviation 1,125

5. Nepvaw KaAd TV wpa Tou pabnuatog

Ddon AgLoAdynong (Apxtkn/TeAkn) Frequency | Percent | Valid Percent
MdaAAov Stadwvw 2 12,5 12,5
Oute Sladpwvw ouTe
, 3 18,8 18,8
oupdwvw
APXLIKN Valid
PXtKN MdaAAov cuudwWVW 5 31,3 31,3
Jupdwvw 6 37,5 37,5
Total 16 100,0 100,0
Aadpwvw 1 6,3 6,3
Oute dladpwvw oute
, 2 12,5 12,5
ouudwvw
TeAkn Valid , ,
MaAAov cupdpwvw 4 25,0 25,0
Jupdwvw 9 56,3 56,3
Total 16 100,0 100,0
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5. MNepvaw KOAQ TNV WPa TOU Hadnpatog

Daon AgLoAdynong (Apxikn/TeAkn) Cumulative Percent
MdaAAov Slapwvw 12,5
OUte Slopwvw oUTeE CUPDWVW 31,3

ApxLKN Valid MdaAAov cupdwvVw 62,5
Juppwvw 100,0
Total
Aadwvw 6,3
OUte Slopwvw oUTE CUPDWVW 18,8

TeAkn Valid MdaAAov cupdwWVW 43,8
Jupdbwvw 100,0
Total
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Bar Chart

5. Mepvaw kKahd TNV wpd Tou Habfuarog

®aon AQiohoynong (Apyii/Telkd): Apyixi

40—

30

204

Percent

10

U-—

Mdaioy Slapoovio OuTe Siopuove) odTe MEAADY TUMPLYE
QUYL

EUppoov

5. Nepvdw KaAa THV wWpa Tou JaBRHaTog
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5. Mepvaw kKahd TNV wpd Tou Habfuarog

®aon ALiohoynong (Apxi/Tedrd): Tehikn

60

a0

404

30

Percent

20

109

U-—

Ao OuTe Siopuove) odTe MEAADY TUMPLYE EUppoov
QUYL

5. Nepvdw KaAa THV wWpa Tou JaBRHaTog

6. NlwOBw OtL 6ev BEAeL MOAU peydAn mpoomaBsia va KAVw KAToLa
Aaoknon

Statistics

6. NlwBw OtTL gv BENEL TTOAU peydAn
TMPOOTIAOELA VO KAVW KATIOLOL A0KNGON

Valid 16
N
Missing 0
Apxikp  Mean 3,81
Median 4,00
Std. Deviation 1,276
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Valid 16
N
Missing 0
TeAkn Mean 4,13
Median 4,00
Std. Deviation ,957

6. NlwOw OtL 8ev B£AeL TOAU peyAAn POoNAOeLd va KAVW KAToLa AoKnon

Ddon AgLoAdynong (Apxtkn/TeAkn) Frequency | Percent | Valid Percent
Awdpwvw 1 6,3 6,3
MdaAAov Sladwvw 1 6,3 6,3
Oute Sladpwvw ouTe
, 5 31,3 31,3
ocupdpwvw
Apxikn Valid
MaAAov cuppwvw 2 12,5 12,5
Jupdwvw 7 43,8 43,8
Total 16 100,0 100,0
MdaAAov Stadwvw 1 6,3 6,3
Oute Sladpwvw ouTte
. 3 18,8 18,8
ocupdpwvw
TeAkn Valid , ,
MadAAov cupudwvw 5 31,3 31,3
Supdpwvw 7 43,8 43,8
Total 16 100,0 100,0
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6. NiwBw OtL 8gv O£AeL MOAU LEYAAn TPOOTIAOELO VOL KAVW KATIOLO AOKNON

Daon AgLoAdynong (Apxikn/TeAkn)

Cumulative Percent

Aadwvw 6,3
MdAAov Stadwvw 12,5
Oute Sladpwvw ouTe cUPdWVW 43,8
ApxLKA Valid
MdAAov cupdwvw 56,3
Zupdwvw 100,0
Total
MdaAAov Stadwvw 6,3
Oute Sladpwvw ouTe cUPPWVW 25,0
TeAkn Valid MdaAAov cupudpwvw 56,3
Zupdwvw 100,0
Total
Bar Chart
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Percent

6. NiwBuw o1 Sev BEAEI TTOAU PeydAn TTpooTTABEIO VA KAVW KATTOIO AOKNON

®aon AQiohoynong (Apyii/Telkd): Apyixi
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6. NiwBw o1 dev BEAel oAU PeydAn TTpootrdBaia va KAVW KATToIN dOKRON
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6. NiwBuw o1 Sev BEAEI TTOAU PeydAn TTpooTTABEIO VA KAVW KATTOIO AOKNON

®aon ALiohoynong (Apxi/Tedrd): Tehikn
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6. NiwBw o1 dev BEAel oAU PeydAn TTpootrdBaia va KAVW KATToIN dOKRON

7. KataAaBaivw T S10pOwaoelg tou SaokaAou pouv
Statistics

7. KatohaBaivw Tig StopBwoelg Tou
SaokdAou pou

Valid 16
N
Missing 0
Apxwkp  Mean 4,13
Median 5,00
Std. Deviation 1,360
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Valid 16
N
Missing 0
TeAkn Mean 4,06
Median 4,50
Std. Deviation 1,237

7. KataAafaivw Ttig 510p0woeLg Tou SAGKAAOU HoU

Ddon AgLoAdynong (Apxtkn/TeAkn) Frequency | Percent | Valid Percent
Awdpwvw 1 6,3 6,3
MdaAAov Sladwvw 2 12,5 12,5
Oute Sladpwvw ouTe
. 1 6,3 6,3
ocupdpwvw
Apxikn Valid
MaAAov cuppwvw 2 12,5 12,5
Jupdwvw 10 62,5 62,5
Total 16 100,0 100,0
Aladwvw 1 6,3 6,3
MaAlov Stadpwvw 1 6,3 6,3
Oute dladpwvw oute
, 2 12,5 12,5
ouudwvw
TeAkn Valid
MdaAAov cuudwVW 4 25,0 25,0
Jupdwvw 8 50,0 50,0
Total 16 100,0 100,0
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7. KataAafBaivw tig 510pOwoeLg Tou SaokdAou pou

Ddaon ALoAdynong (Apxkn/TeAkn)

Cumulative Percent

Aopwvw 6,3
MdAAov Stadwvw 18,8
Oute Sladpwvw ouTe cupdWVW 25,0
Apxkn Valid
MdAAov cupdwvw 37,5
Zupdwvw 100,0
Total
Aadwvw 6,3
MdaAAov Stadwvw 12,5
Oute Slapwvw ouTe cuPdWVW 25,0
TeAkn Valid
MdaAAov cupdwvVw 50,0
Jupdbwvw 100,0
Total
Bar Chart
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Percent

7. Karahafaivw 1ig dioplwaoeig Tou Sackdahou pou

®aon AQiohoynong (Apyii/Telkd): Apyixi
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7. KataAaPaivw 1ic SlopBwosig Tov daokdhou Hou

EUppoov
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7. Karahafaivw 1ig dioplwaoeig Tou Sackdahou pou

®aon ALiohoynong (Apxi/Tedrd): Tehikn
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7. KataAaPaivw 1ic SlopBwosig Tov daokdhou Hou

8. NlwOw ot pe g SpaoctnpLotnteg tou BiBAiov Katavow KaAutepa
™V UAn

Statistics

8. NlwbBw OTL e TIg S5paoTnpLOTNTES TOU
BiBAiou katavow KaAUTEPA TNV UAN

Valid 16
N
Missing 0
Apxikp  Mean 4,00
Median 4,00
Std. Deviation ,894
Tehkn N Valid 16
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Missing 0

Mean 3,50
Median 4,00
Std. Deviation 1,155

8. NuwOw ot pe Tig SpactnpLotnteg tou BiAiov Katavow KaAlTepa TRV UAN

Ddon AgLoAdynong (Apxikn/Tehkn) Frequency | Percent | Valid Percent
MdaAAov Sladwvw 1 6,3 6,3
Oute Sladpwvw ouTe
, 3 18,8 18,8
oupdpwvw
ApPXLKI Valid
XL MaAAov cuppwvw 7 43,8 43,8
Jupdpwvw 5 31,3 31,3
Total 16 100,0 100,0
Awdpwvw 1 6,3 6,3
MaAlov Stadpwvw 2 12,5 12,5
Oute dladpwvw oute
, 4 25,0 25,0
ouudwvw
TeAkn Valid
MdaAAov cuudwVW 6 37,5 37,5
Jupdwvw 3 18,8 18,8
Total 16 100,0 100,0
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8. NtwBw otL pe TIg Spaotnplotnteg Tou BLPAiou Katavow KaAUuTEpa TNV UAN

Daon AgLoAdynong (Apxikn/TeAkn)

Cumulative Percent

MdaAAov Slapwvw 6,3
OUte Slopwvw oUTeE CUPDWVW 25,0
ApxLKN Valid MdaAAov cupdwvVw 68,8
Juppwvw 100,0
Total
Aadwvw 6,3
MdaAAov Stadwvw 18,8
Oute Sladpwvw ouTe cUPPWVW 43,8
TeAkn Valid
MdaAAov cupudpwvw 81,3
Zupdwvw 100,0
Total
Bar Chart
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Percent

8. NiwBw o1 he TIc SpacTnpIoTATES TOU BIPAIOU KaTtavow KOaAUTERO TV UAR

®aon AQiohoynong (Apyii/Telkd): Apyixi
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8. NiwBw o1 ME TIg SpacThpIdéThTES TOu BIPAioV KaTavow KaAUTEpa THYV UAR
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8. NiwBw o1 he TIc SpacTnpIoTATES TOU BIPAIOU KaTtavow KOaAUTERO TV UAR

®aon ALiohoynong (Apxi/Tedrd): Tehikn
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8. NiwBw o1 ME TIg SpacThpIdéThTES TOu BIPAioV KaTavow KaAUTEpa THYV UAR
9. Motpaopat TG anoP e HoU HE TOUG CUMUAONTEG Lo
Statistics

9. Molpalopat TIG amoYELG HoU HE TOUG
OUMMAONTEG pou

Valid 16
N
Missing 0
Apxikp  Mean 3,63
Median 3,50
Std. Deviation 1,310
Tehikp N Valid 16
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Missing 0

Mean 4,38
Median 5,00
Std. Deviation 1,088

9. MotpaZopat TG anoPeLS LoV UE TOUG CUMNOONTEG [LoU

Ddon AgLoAdynong (Apxikn/Tehkn) Frequency | Percent | Valid Percent
Aladwvw 1 6,3 6,3
MdaAAov Stadwvw 2 12,5 12,5
Oute Sladpwvw ouTe
, 5 31,3 31,3
oupdwvw
Apxkn Valid
MdaAAov cuudwWVW 2 12,5 12,5
Jupdwvw 6 37,5 37,5
Total 16 100,0 100,0
Aadpwvw 1 6,3 6,3
Oute dladpwvw oute
. 1 6,3 6,3
oupdwvw
TeAkn Valid , .
MaAAov cupdpwvw 4 25,0 25,0
Jupdwvw 10 62,5 62,5
Total 16 100,0 100,0

9. Motpadopat TG anoYPeLS LOU LLE TOUG CURHABONTEG Lou
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Daon AgLoAdynong (Apxikn/TeAkn)

Cumulative Percent

Aadwvw 6,3
MdAAov Stadwvw 18,8
Oute Sladpwvw ouTe cUPdWVW 50,0
ApxLKA Valid
MdaAAov cupdwvw 62,5
Zupdwvw 100,0
Total
Aadwvw 6,3
Oute Sladpwvw ouTe cUPDWVW 12,5
TeAkn Valid MdAAov cupdwvw 37,5
Zupdwvw 100,0
Total
Bar Chart
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Percent

9. Moipa{opal TIC ATTOWYEIC HOU HE TOUC CUMHABNTEC Hou
®aon AQiohoynong (Apyii/Telkd): Apyixi
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9. Molpdalopal TIC ATTOWEIC MOV ME TOUS CUMHaBNTES Hou
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9. Moipa{opal TIC ATTOWYEIC HOU HE TOUC CUMHABNTEC Hou

®aon ALiohoynong (Apxi/Tedrd): Tehikn
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9. Molpdalopal TIC ATTOWEIC MOV ME TOUS CUMHaBNTES Hou

10. Mmtopw €UKOAQ VAl ETILKOLVWVW HE TOUG CUMMUABONTEG pov TNV wpa
TOU pHoOnpartog

Statistics

10. Mmopw €UKOAQ VAL ETUKOLVWVW E
TOUG CUMMABNTEC LOU TNV WPOL TOU

pobnuatog
Valid 16

N
Missing 0
Apxikp  Mean 3,06
Median 3,00
Std. Deviation 1,731
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Valid 16
N
Missing 0
TeAikp  Mean 3,56
Median 4,00
Std. Deviation 1,209

10. Mntopw £UKOAQ VAL ETILKOLVWVW JLE TOUG CURUAONTEG OV TV WP TOU Hadruatog

Ddon AgLoAdynong (Apxtkn/TeAkn) Frequency | Percent | Valid Percent
Aladwvw 5 31,3 31,3
MdaAAov Sladwvw 1 6,3 6,3
, . Oute Sladpwvw ouTe
ApxLKn Valid , 4 25,0 25,0
ocupdpwvw
Jupdwvw 6 37,5 37,5
Total 16 100,0 100,0
Aadpwvw 1 6,3 6,3
MdaAAov Stadwvw 2 12,5 12,5
Oute Sladpwvw ouTte
, 4 25,0 25,0
ocupdpwvw
TeAkn Valid
MaAAov cupPwvw 5 31,3 31,3
Jupdwvw 4 25,0 25,0
Total 16 100,0 100,0
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10. Mntopw £UKOAQ VOl ETILKOLVWVW HKE TOUG CUUIAONTEG MOV TRV WP TOU LA LaTog

ddon AgLoAdynong (Apxikn/TeAkn)

Cumulative Percent

Aadwvw 31,3
MdaAAov Stadwvw 37,5
ApxLKA Valid OUte Slopwvw oUTe CUPPWVW 62,5
Zupdwvw 100,0
Total
Aadwvw 6,3
MaAAov Stadwvw 18,8
Oute dlapwvw ouTe cuPdWVW 43,8
TeAkn Valid
MdaAAov cupdwvVw 75,0
Jupdbwvw 100,0
Total
Bar Chart
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Percent

10

. MTTOopW sUKOAU VA ETTIKOIVWVYUW HE TOUC CUMHABNTEC HOU TRV WP TOU
HabAuarog

®aon AQiohoynong (Apyii/Telkd): Apyixi
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10. MTTopw €UKoAd VI ETTIKOIVWYV W ME TOUE CUMHAaBnTéc Hou THY Wpd Tou
HaBfMaTog
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10. MTTopw eUKOAU vV ETTIKOIVWYW LE TOUC CUMHABNTESC HOU THV WpU TOU
HabAuarog

®aon ALiohoynong (Apxi/Tedrd): Tehikn
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10. MTTopw €UKoAd VI ETTIKOIVWYV W ME TOUE CUMHAaBnTéc Hou THY Wpd Tou
HaBfMaTog

11. Mmopw va HOLPACTW TIG EPYOOLEC HOU HE TOUG CUMHOONTEG pov
KOLL VaL LoV TIG a§LoAoyricouv

Statistics

11. Mmopw va HolpaoTw TLG EPYACLEG LoU
LLE TOUG CUMMABNTEG LOU KO VA LOU TLG

afloloynoouv
Valid 16
N
Missing 0
Apxikp  Mean 3,00
Median 3,50
Std. Deviation 1,317
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Valid 16
N
Missing 0
TeAikp  Mean 3,81
Median 4,00
Std. Deviation 1,276

11. MIopw va MOLPOOTW TLG EPYOOLEG LOU JLE TOUG CUMUAONTEG LLOU KOl VAL MOV TLG

aflodoyfioouv
Ddon AgLoAdynong (Apxikn/Tekkn) Frequency | Percent | Valid Percent
Aladwvw 3 18,8 18,8
MaAlov Stadpwvw 3 18,8 18,8
Oute dladpwvw oute
, 2 12,5 12,5
oupdwvw
Apxkn Valid
MdaAAov cuudwVW 7 43,8 43,8
Jupdwvw 1 6,3 6,3
Total 16 100,0 100,0
Aadpwvw 1 6,3 6,3
MdaAAov Stadwvw 2 12,5 12,5
, . Oute Sladpwvw ouTte
TeAwn Valid , 2 12,5 12,5
ocupdpwvw
MaAAov cupPwvw 5 31,3 31,3
Jupdpwvw 6 37,5 37,5
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Total

| 16

100,0

100,0

11. Mmopw Vol LOLPOALOTW TLG EPYOLCIEG LOU PE TOUG CUHAONTEG MOV KAl VAL oV TLG a§loAoyricouv

Ddon AgLoAdynong (Apxikn/TeAkn)

Cumulative Percent

Aladwvw 18,8
MaAAov Stadwvw 37,5
OUTte Slopwvw oUTE CUPDWVW 50,0
ApxLKA Valid
MaAAov cupdWVW 93,8
Juppwvw 100,0
Total
Aopwvw 6,3
MaAAov Sladpwvw 18,8
Oute Sladpwvw ouTe cUUPWVW 31,3
TeAkn Valid
MaAAov cupudpwvw 62,5
Zupdwvw 100,0
Total
Bar Chart
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11. MTTopw va HOIpACTW TIC EPYUCIES HOU JE TOUC CUMMABNTES HOU KOl VA OV TIC
aglohoyroouv

®aon AQiohoynong (Apyii/Telkd): Apyixi
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11. MTTopWw vd HOIPUGTW TIC EPYUAGIES MOV ME TOUS CUMMaBnTES How Kdl vd [Jou
Tig aflohoyRoouy

182



11. MTTopw va HOIpACTW TIC EPYUCIES HOU JE TOUC CUMMABNTES HOU KOl VA OV TIC
aglohoyroouv

®aon ALiohoynong (Apxi/Tedrd): Tehikn
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11. MTTopWw vd HOIPUGTW TIC EPYUAGIES MOV ME TOUS CUMMaBnTES How Kdl vd [Jou
Tig aflohoyRoouy

12. Mnopw va 8w E€Pyacie¢ TwV OUHMABNTWV MOU KOl VO TIG
aflohoynow

Statistics

12. Mnopw va 6w epyaocieg Twv
CUMMOONTWY MOV Kal vVa TIG agloAoyrow

Valid 16
N
Missing 0
Apxikp  Mean 2,94
Median 3,00
Std. Deviation 1,569
Tehkn N Valid 16
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Missing 0

Mean 3,75
Median 4,00
Std. Deviation 1,000

12. Mnopw va 8w £pyacieg TWV CULHAONTWY LoV Kot va T afloAoyiow

Ddon AgLoAdynong (Apxikn/Tehkn) Frequency | Percent | Valid Percent
Aladwvw 5 31,3 31,3
MdaAAov Stadwvw 1 6,3 6,3
Oute Sladpwvw ouTe
. 3 18,8 18,8
oupdwvw
Apxkn Valid
MdaAAov cuudwWVW 4 25,0 25,0
Jupdwvw 3 18,8 18,8
Total 16 100,0 100,0
Aadpwvw 1 6,3 6,3
Oute dladpwvw oute
, 4 25,0 25,0
ouudwvw
TeAkn Valid , .
MaAAov cupdpwvw 8 50,0 50,0
Jupdwvw 3 18,8 18,8
Total 16 100,0 100,0

12. Mnopw va 6w £pyacieg TWV CULKAONTWY LOU KOt va TLG a§loAoyrow
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Daon AgLoAdynong (Apxikn/TeAkn)

Cumulative Percent

Aopwvw 31,3
MdAAov Stadwvw 37,5
Oute Sladpwvw ouTe cUPdWVW 56,3
ApxLKA Valid
MdaAAov cupdwvw 81,3
Zupdwvw 100,0
Total
Aadwvw 6,3
Oute Sladpwvw ouTe cUPDWVW 31,3
TeAkn Valid MdAAov cupdwvw 81,3
Zupdwvw 100,0
Total
Bar Chart

185




Percent

12

. MtTopw va dw Epyacied TWV CUNHABNTWY Jou Kal va TIC agloAoyAow
®aon AQiohoynong (Apyie/Tedwin): Apyiki

30

20

10

U-—

Ao Marhov Smpove  OUTe Saguved odte  MEADY TuPpuvE UM
QUYL

12. M1Topw va dWw gpyacies TWV CUPHABRTWY pou Kal va Ti¢ afloAoyRow
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Percent

12

. Mtropw va §w epyacies TWY CUNHAadnTWY Jou Kal va TIg agloAoyRow

®aon Atiohoynang (Apxixi/Tehnen): Tehikn
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12. Mtropw va dw gpyacieg Twv cudpalnTwy Hou Kal va TIg aflohoyiow
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