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Evyoprotieg

>’ oautd 10 onueio Ba MO Vo evYOPIGTHCHO TAPO TOAD, OAOVG ALTOVE TOV
ouVEBaAaY 6To Vo OAOKANP®OEL N Tapovoa TTuylok epyacio. Apywukd Ba Beia va
eKQPAo® TtV Pabdtatn evyvopocLVN oL 6ToV EMPAET®V KaBnynt TG £pYaciog K.
Yvppokéon Xmopo, Yo TNV EVOAPPLVOT Kol TN GLUGTNUATIKY] KaHodynon mov Hov
£0mwoe, Kaf oAn 1 ddpkeln g epyaciog. Emiong Ba 0eha va guyopiotiow moly
mv ZtabokomovAov Zon, Tov Ndoo Nabavond kot tov Mahaneesh Chandra yo v
avidotedn Ponbe kot vroot\piEn mov pov €oeiav. Téhog Ba MBeha va
ELVYOPIOTHC® TNV OIKOYEVEWL WOV, YL TNV LTOCTNPIEN KOl KOTOVONGN TOL OV
£0€1&av 6GA0 aVTO TO SLAGTNLLOL.



Hepiinyn

Ta moyvidw omotelobv TALOV €va TOAD ONUAVTIIKO KOUMATL Yo TOLG
avBpodmovg Kot Kuplwg yuoo To Toudid kot Tovg eprfovg. I[MoAhoi eivar ekeivol mov
vrootpiCovv 6Tt Ba Mtav amapaitnt N Evtadn Tovg Kol 6T Ladnookn dadtkacio.
To 611 1 ddaoKaAin YvdGE®V Kot HOvo dev apkel TAEOV KaB®OG emiong Kot To OTL Ta
YOPOKTNPIOTIKA TV ekmodevouévev €xovv oAAdEel, eivol kdmolor amd Tovg
ONUOVTIKOTEPOVG AGYOLS Yo TOLG Omoiovg kpivetan amapaitntn n Evtasn TETOL®V
oy VIOV otV ekmaidevon. Eniong, ta smartphones kot ta tablets £yovv yiver miéov
avtikeipeva g xabnuepwving pog Comg. H ypnon touvg avédvetar oloéva Ko
TEPLGGOTEPO KOl KATO GUVETELD 01 AELTOVPYieg oV pog TapEyovv. Ot epapuroyég ivor
Oamd TO ONUAVIIKOTEPO EPYOAEID 7OV YPNOGUYLOTOOVVTIOL KOTO KOPOV Omd  TIC
OLYKEKPIUEVEC GLUOKELEC HE TOL TOLYVIOW VO OOTEAOVV [0l amd TIG PocIKOTEPES
katnyopieg tovg. Emopévmg, n kabnuepivi) evacyOAncT TV TEPICCOTEP®Y UE TNV
TEYVOLOYIOL KOl HE TOL TOYVIow £(0VV G CLVERELD Vo, EMNPEAlETOL ONUAVTIKE O
TPOTOG OKEYNC, LAONONG Kol AelTovpYiag TOVG.

‘Exovtag 6ho To TOPATOVD O YVOUOVO, 1 GUYKEKPUUEVT TTUYLOKY £PYacio
eotidlel otn onuovpYio €VOC EKTOUOEVTIKOD TALXVIOOD Yl TNV EMIALCON OTADV
aplOuTIKOV TPdEemv HES® PG YPUEIKNG OETAPNS EVKOAN SLOXEPICIUNG Kot AKPMG
QUMK G TTPOC ToV ekdoToTE XpNot. H mapovoa epappoyn avikel otnv Katnyopio twv
hybrid epappoymv o010tTL peTd TV TEPAT®ON NG LAOTOINONG NG, TOPEXEL TNV
duvaTOTNTO EYKOTAGTAONG OLTAG O Wio TANOMPO AETOVPYIKOV CLGTNUATOV Kol
OLOKEVOV YWPIG Kapia emmAéov mpocOnkmn 1 eneepyocio. XTOYOG TS CLYKEKPIUEVIC
ePapproyng etvar va ypnolonombel kupimg amd moudio dONUOTIKOD 0VTMG MOTE vV
EUTAOVTICOVV TIG YVAOOELS TOVG Kol vo. EacknBobv 6Tov KAGSO NG aptlOunTIKnG Le
évav €0KoAo, €VYAPIoTO Kol QUMKO Tpog avtd Tpdémo. [ TV ouyKeEKPUEvN
vAomoinon ypnoponomnkay dapopés Texvoroyieg dtadiktvov dmwg 1 HTMLS kot
n JavaScript péom tov gpyareiov Construct 2 mov amotelel Eva 10YLVPO TPOTOTOPLAUKO
EPYOAELD dNULOVPYIOG TOLYVIOIDV KOl TOV £YEL OYENNOTEL E0IKA Yo Tayvidww 2D.

Aééerg wiedig:  edutainment, tablets, hybrid epappoyéc, ekmodevtiKd
oy vioia, ypaeikn demaen xpnot, HTMLS, JavaScript, Construct 2, cross platform
tools, app stores



Abstract

Nowadays games constitute a very important piece of people lifes and
especially for children and teenagers. Many people support that the integration of
games in the learning process is necessary. Some of the most important reasons for
the integration of such games in the learning process are the change of the learners’
characteristics and that the simple way of education is not enough. Also, smartphones
and tablets have become subjects of our every day life. Their use is increasing more
and more such as the functions the provide us. Applications are one of the most
important tools used by the devices extensively and games constitute one of the most
basic category. Therefore, their daily use results to a significant affect of the way of
thinking, learning and their operation.

Aiming all the above, this thesis focuses on the creation of an educational
game for the settlement of simple arithmetic operations through a graphic interface
easy to use and friendly for every user. This application belongs to the category of
hybrid applications because after its completion it can run on many different operating
systems and devices with very little or no furthermore addition or change. Objective
of this thesis to be used mainly by primary school kids so they enrich their knowledge
and train on arithmetic with an easy, entertaining and friendly way. For this particular
implementation some web technologys have been used such as HTMLS and
JavaScript through the Construct 2 tool which is a powerfull pioneering game
development tool specifically for 2D games.

Keywords: edutainment, tablets, hybrid applications, educational games,
graphic interface, HTMLS, JavaScript, Construct 2, cross platform tools, app stores
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