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IHEPIAHYH

Mia véa €vvola 1 omoiol amoKTé CLUVEXDS ALENVOUEVO EVOLAPEPOV EIVOL GLTH TOV
Gamification Kot 1 €QOpPUOY TOL ©€ OLAPOPOLS TOWElS &ivor mALovV 1dlaitEpQ
dwdedopévn. H mapodooa mtuylokn epyocio ooyoAeitor pe v €vvold TOL
Gamification oto TANPOEOPLOKE CLGTAUATO Kot OAQ TO. CLGTATIKG GTOLXELN TOV TO

amoteAoVV Kal To otnpilovy Katd TNV EPOPLOYN TOV.

H g&éMén tov Gamification o@eidetor otV GuveEY AVATTLEN TOV VE®V TEYVOLOYLDY
KOL TN {PNON TOV NAEKTPOVIKOV UEGMOV Omd OAEC TIC MAKieS KaBMOG emiong kot TG

EIKOVIKTG TPOYHOTIKOTNTOG Kot TV 3D ydpwv.

To Gamification epapuoletar o€ oOdpopove Toueic ko etopeiec. [ToAAd
[TAnpogoplaxd cvotnuata ypnoyonoovy to Gamification mg Eva ypICILO YNELOKO
EPYOAED LE TNV EVOOUATMOOY] UNXOVIGUAOV 1 KOl YOPOKTNPIOTIKOV TOYVIdoh og
dpaocTNPLOTNTES MOV dev oyeTilovtal pe To oy vidl, pe otdyo Vv e&evpeon AHGEwV
HECM TNG OAAAYNG TNG CLUTEPIPOPAS TOV YPNOTOV, KAODS Kot v advénon g

CUUUETOYIKOTNTOG KO TNG OECUEVLGNG TOVG.

H od1400o0m 100 €ywve mOAD ypnyopa kot PBpnke aviomdkpion o€ TANPOQOPLOKE
OLCTNUOTO, OYETIKO HE TNV  €KTaidevomn, TV VYEld, To KOW®VIKG OikTvd, TO

Marketing kKA.

AEEZEIX KAEIAIA:

Gamification, ITAnpoeoplaxd Zvotiuata, EE, amootdoewmg Exmaidevom, Yyela,

Buounyavia, Marketing , unyoviopot, dopég, kavoveg



ABSTRACT

A new concept that is gaining ever-increasing interest is that of Gamification and its
application in various fields is now highly prevalent. This diploma thesis deals with
the concept of Gamification in the information systems and all the components that
make up and support it in its implementation.

The evolution of Gamification is due to the continuous development of new
technologies and the use of electronic media from all ages as well as virtual reality
and 3D spaces

Gamification is applied to various sectors and companies. Many Information Systems
use Gamification as a useful digital tool by integrating mechanisms and / or game
features into non-game activities with the aim of finding solutions through changing
user behavior as well as increasing participation and engagement their.

Its dissemination took place very quickly and found responsiveness to information

systems, such as education, health, social networks, marketing etc

KEYWORDS:

Gamification, Information Systems, Distance Education, Health, Industry, Marketing,

Mechanisms, Structures, Rules
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AIIOAOXH OPQN

Blogs: Awndirtvaxkoi Xmdpol 6tovg omoiovg 0 ¥pNotne Umopel vo SIOUOPPDOCEL Vol

Awdiktoaxo Tleptoducod 1 Hueporoyto.

Foursquare: E@appoyn mov fondd tov ypriotn va Bpet Ta mo TotoTikd pépn yo tnv

€0TI0ION, TN OOKESUON KOL TNV OVON VYT TOV.
Games: Hiektpovikd ITaryvidwo.
Gaming: To chvolo tov Topéa Tv Hiextpovik®dv [oyvididv.

Gamification: H dwodwocio katd tnv omoia 11 A0oyikn 6Yedioong KOt Ol TEXVIKEG TMV
video games, ypnoLOTOI00VTOL G TOUELS TNG Kabnuepviig Long mov dev oyetilovton

LE TO NAEKTPOVIKA TToyvidia.

Google Play Store: Awadiktvokn miateopua dtavouns. Méow tov SodIKTLAK®V

TAATEOPU®V SLOVOUNG YIVETOL 1] ANYT TOV EPOPLOYDOV TOV EEVTVOV KIVITOV.

GPS: Teyvoroyia mov emtpénel Tov TPOGOHOPIGHO NG akpPois BEong tov ypnotn,
pe t Pondeta dopveopikoH GNUATOG.
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EIXATQI'H

H ypnon tov Gamification €yet kataotel po to€Mc OVOOLOUEVT] TPOKTIKY OTIG
EMYEPNOELS, €0IKA 6T0 papkeTivyk. H dvvopikn kot ot texvikéc tov Gamification
UTOPOLV €DKOAO VO HETAPEPOOLY amd TO TaLyvidle oTov KOGHO Tov eumopiov. H
xpron epyareiov kot pefddmv tov Gamification pmopel vo @QEAGEL 0PYOVIGHOVS
amd OAOVE TOVG KAGOOVE, AOY® TMV OLVATOTITMOV TOVG OTN OUOPPOGCT KOl ETPPON
tov oovumeprpopés (Yang, Asaad, & Dwivedi, 2017). 'Evog avEavopevog aptuog
OpPYAVIGUAOV V10OETEL TEYVIKES AVTOUOPBEG TOLYVIOIDV Y10 VO 0VENCOVY TNV EUTAOKY|

TOV TEANTN.

270 TPOTO KEPAANLO YIVETOL AOYOG Y10 TV £VVOL TOL TTOLYVIOLOV, T SOUIKA GTOLYEL

KOl TIG KOTYOPiEg TOV.

210 dgVTEPO KEPAANLO TEPLYpAPeTOL 1) €vvola Tov Gamification, ta mAaicwo TNg
YPNONG TOL , M KATNYOPlomoinom TV ototyeiov evog cvotiuatog Gamification ko

dtvovtan mapadeiypata cvotudtov Gamification.

Y10 tpito KeedAoo avapépetar n ypnorn tov Gamification ota [TAnpogopraxd
Yvotiuoto oty ekmaidevon, v vyeio, ota Kowwvikd Aiktvo oto cvotnuo

Ayopov [ToAocewv Kot 610 MApPKETIVYK KOl TEAOG TOL GUUTEPAGLLOTOL.

Xiv



KE®AAAIO 1° H ENNOIA TOY ITAINIAIOY
1.1 T'evika Yo 10 TOLY(VIOL

To mpdTo KOTOYEYPOUUEVO TOLXVIOL GTNV 10TOpia amotelel To aryvrtiokd Mancala,
®01660, 0 HpddoTog ftav 0 TpMTOG OV avapEPONKE GTNV TOAMTIGHUIKT GNUAGI0 TOL
TOYVIOOD 0TV KOWWOVIKL KOl OTNV YuxoAoywkn o&io g mpaéng Tov moryviolon

(Freudmann & Bakamitsos, 2014).

Ta moyvidle amotehovv epyaieion Yoyaywyiag, avaTTUENG OXECEMY KOl EKTOIOEVONG
eva elval AppnKTO. CLVLEAGHEVA e TNV OVOPOTIVY] KOLATOVPO KOl TNV KOW®MVIKY
Con Tov atopov. O pileg toug Ppiokoviar moAd Pabdid oto ¥povo, aAld 1 eEEMEN
TOVG aKOAOVONGE TIG VAYKES TOV AVOPAOTOL PTAVOVTOG GTO CNUEPIVA PrvTeomanyvidia
ovveyifovtag va emnpealovyv TNV KOWVOVIKY Kol yoyoyoywkn {on Hog o€ po KAk

yopig mponyovuevo (Seaborn & Fels, 2015).

To moyviol eivan Epputo otov dvlpwmo. Ta modid tpv akdpa apyicovv va puAodv
umopovv Kot mailovv Bpiockovtag evyapictnon péca omd to moyvidt. (Zichermann &
Cunningham, 2011). Qo1600, T0 TOLYVidL dEV €lval HOVO TPOVOULO TMV TOUOIDOV OAAL

KOl TOV EVNATKOV.

Otav ot avBpomor mailovv moryvidw Puovovv optopéva  wWwaitepa  Eviova
ocvvalcOnuota, 6mwg Bvpde, evBovciacuds, Exkninén, amoyontevon. Ildveo amd 30
ocvvalcOnuota umopodv va mpokAnBovv amd T Owdikacic Tov moryvidov. Ot
nePLocOTEPOL AVOpmMOL TailovV Gyt Y1 TO 1010 TO Ty Vidl, OALG Yol TNV EUTELPIO TOV
avTd TPOKOAEL: o Ekpnén adpevoriivng, pio mePUTETELR, Lo TVELHOTIKY TPOKANON

(Kovpov, 2015).

To moyvidl, cvyvd amotedel pio avokovElon amd Tic KaOnuepwvég avnovyies, pio
"oKOTUN O1PVYT, KOl TO MO ONUAVTIKO €lval po eEoupeTikd ypnoun oweuyn ..."

onmg avaeepel o McGonigal (2011).

Ot aikteg Prdvovy Tpeic SLOPOPETIKEG KATAGTACELS KATA TN SLAPKELD EVOG TTOLYVIOLOV

) pon| (flow), v amoppdenomn (immersion) ko TNV Tapovcio (presence).

o Amoppognon (immersion): Ta emtuynuéva mToyviow £govv TV KAVOTNTA

Vo EAKVOVY TOVG TOKTEC. AT M eumepia avapEPETOL WG “amoppoPnon’” Kot



Bewpeitan kpioyn yu v amdAavon tov moryvidlov. Kotd v ddpkeia g

amopPOPNONG 0 TOIKING OmMOPPOPATOL TANP®G OO TNV OPACTNPLOTNTA Kol

ouyxva Yaver v aicBnomn Tov YPOHVOVL, EVO TOLTOXPOVO IKOVOTOlEITOL

YU Oy @YKd.

o Po1 (flow): O Csikszentmihdlyi (2000) weprypdoet to flow cav po kopvgaio

eunepia, v “aicOnon mwov vidBovv ot dvBpwmol OTav evepyolv Ge KATL UE

TANPN SLHpETOXN .

e [lapovcia (presence): H mapovcia apopd oto aicOnua tov va gical mapodv

o€ éva moyviolr eotidlovtag Kupimg oTa TEYVOALOYIKA YOPOKTNPIOTIKA TOV

nayvioov. (Weibel et al, 2008)

ruepa to Prvteomaryvidia Exovv yivel OA0 Kol TEPIGGOTEPO INUOPIANG HETAED OA®V

TOV MAUKIOKOV opddwv kot @OAwv. H Bounyavia tov Pvteomayvidiov Bewpeitan

TOAD €MKEPONG Ko amoTipdtor ota 12.7 dioekatoppvplo SOAAPLO. TOYKOGHIWS TO

2017 evod avapéveton va gtdoet ota 180 dioekatoupvpla dordapia to 2021 (newzoo,

2018)

newzoo

2012-2021 GLOBAL GAMES MARKET

REVENUES PER SEGMENT 2012-2021 WITH COMPOUND ANNUAL GROWTH RATES

@ Mobile Games

@ PC Games
o - $180.1Bn
onsole Games $165.9Bn
$151.9Bn

$137.9Bn
$121.7Bn

©2018 Newzoo

$106.5Bn

$93.1Bn

$84.8Bn
$70.6Bn $76.5Bn

2012 2013 2014

2015

2016 2017 2018 2019 2020 2021

Source: ©Newzoo | April 2018 Quarterly Update | Global Games Market Report

newzoo.com/globalgamesreport

CAGR
2012-2021

TOTAL

+11.0%

MOBILE

+26.8%

pC
+3.1%

CONSOLE

+2.3%

newzoo

Ewévo 1 MMoykéopra ayopd mtaryvidrav Iinynq: www.google.gr

Av xon emkpatel ) droyn 6t Tpodyovv ™ Pia, 0dnyodv oe emBETIKEG GLUTEPLPOPES

KOl EMOEIKVOOVV QLAETIKG 0TEPEOTLTA, TO PIVTEOTOLYVIOLOL LTOPOVV VO OIGKTCOVV KOil

Betucn emppon otovg maikteg. Topemva pe tovg Durkin kot Barber (2002) ot épnfot
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ot omoiot mailovv Prvteomoryviole eivar O VYIEIG TVELHOTIKA, CLUUETEXOVV CE

KOWMOVIKEG OpaCTNPLOTNTEG Kol EVOL TTO VITAKOVOL OTEVAVTL GTOVS YOVEIS TOVG,.

Ady® TOV YOPOKTNPIOTIKOV TOVS TO PVTEOTOLY VIO UTOPOVV VO S10OPAUATIGOVY
ONUOVTIKO pOLO oTNV €KUAONON, 0TV amdKTNoN JeEI0THTOV Kol OTIG HETABOAEG TNG
ocvoumeprpopds. H amynon mov €yovv yvopicetl ta Prvreomaryvidto amd to moperOov
HEXPL KOl CNUEPOL EVOEYOUEVIOS VAL 0OYNCE TOVE TPADTOVS EPEVVNTEG VO, CKEPTOVV TTMG
UTOPOVV VO ¥PNGLLOTOGOVY TNV ETLPPOT| TOL VTN Yo BAAOVG GKOTOVG YEVVAOVTOG
étol v 10€a Tov Gamification (Ferrara, 2012), n onoia apyikd apopovdce otn ypnom

NG EMPPONG TWV TOLYVIOLDV Y10 TV EMTEAECT] EMTPOGHETOV GTO V.
1.2 Aopkd oToryeio TaLy VoL@V

O Prensky (2001) 6pioe T €£NG SOUIKA GTOLKEID TOV YNPLOKOV TAVIOLOV oL Oa
TPEMEL VO EUTEPLEYOVTOL GE EVOL TOLYVIOL MGTE VoL EIVOL EAKVOTIKO: KOVOVEG, GTOYOL,
apnynon-avaropdotacn, O€veén Kot avTayOVICUOS,  OMOTEAEGHOTO KOt
avaTPOPOJOTNOT, KOOMG Kot AAANAETIOPAGT TOV TOIKTN LE TOV KOGHO TOV TOLYVISLon
n/xor pe GAAOVG TOIKTEC. OVOPEPEL MG KVPLXL YOPOKTNPIOTIKA TOV TALYVIOLOV To

TOPOUKATO:

o Kavoveg: Ot kavoveg BETouv Oplar Kot GUYKEKPIUEVOLG TPOTOLG TOLYVIOLOD
£T01 OOTE VO EMTLYYOAVOVIOL Ol OTOYOL TNG OYedlooNg VO TAPAAANAQ
KaB16ToOV 10 T VISt diKao Kot TPOKAAOVY TOV EVBOLGLOGUO TOV TToiyTY).

o XVyKpovon/avrayoviepoc/apoékinon/aviimapddeon: [Tpdkertan Y
KOTOOTACELS 7OV  OVTIUETOTILEL 0 moikIng mpoomabdvtoc vo  eMAVGEL
TpoPANLaTA TOV O VISL0D. AVTEG Ol KOTAGTAGES 0LEAVOLY TV AOPEVOAIVY
TOV TOKTY Kol KpatoOv {onpo To EVOLOQEPOV TOV.

o X16yo1: Ot oTOYOL OMOTEAOVV TO PACIKOTEPO KIVNTPO TOL TOAKTN Kot
VAOTOOVVTOL HEG® TNG TAPNONG TOV KAVOV®V 01 00101 WGTOCO EVOEYETOL VAL
dVoKOoAEHOLY TNV emiteLEN TOVC.

o AlMiermidopaon: AQopd otV OAANAETIOPOOT) TOL TOUKTN UE TOV KOGLO TOL
O VIO100 1/Ko Pe GAAOVE TOHKTEC.

e ’'Expaon kor avatpo@odétnen: Bonbobv tov maiktn vo mopoakoiovdel tnv

mpdodo Kot TV emitevén TV otdy®V ToL ToyVidL. H avarpopoddtnon



EVNUEPMVEL TOV TOIKTN v Ol &VEPYELEG Tov elyav OeTikd 1M opvnTIKO
OTOTEAEC L.

Apnynon/Avanapactaon wropiog: H avonapdotaon 1 aAlubdg 10 6eVApLo
VILAPYEL 0 KAOE Toyvidt Kot TePIAaPAVEL OAOL TO. QPN YNUATIKE 1) GEVOPLUKE

oTOl(EL0 TOV TTALYVIOLO0V..

1.3 Katnyopisg mayvior@v

XOoupova pe tov Prensky (2001) ta Wnelaxa Hoyvidw yopilovior oe oktd Pactkég

Katnyopieg: dpaone, mePmETENS, Uoyms, ypiewv (puzzle), poiwv, mTpocopoinong,

AOANUATOV KOl GTPATNYIKNG.

O Griffiths (1993) ta ta&wopel g evwid katnyopieg:

AN A

=

AOMTIKéG TPOosopoldcels (Sport Simulations)

Hoayviowe Ayovev (Racers)

Hoyviow Hepuréterog (Adventures)

Moyviow I'pipwv (Puzzlers): motyvidio mov aroutodv v evepyd okéyn
Hapaéevo maryviowe (Weird Games): moryvidio mov dgv pmopodoov va
evtayBolv og omoradnToTe GAAN Katnyopia,

Platformers: motyvidia mov meptiapfdvovy m ypnon TAATEOPU®Y

Platform blasters: mapopoia pe ta Platformers, to omoia Opwg mpocpépovv
HeyoAvTEPN €vioom

Beat '"Em Ups: moyvidia pe puowkn Pia

Shoot 'Em Ups: mayvidia mov meptlapfdvoovv tn ypnon Omiwmv

Ta ynoerokd moaryvidle propovv vo Ta&vounbovv oTig Katnyopieg mov akoAovovv:

Apaong (Action): Ta moyvidie ovtéd OTOTEAOVV TO TOAOMOTEPO €1d0G
NAEKTPOVIKOV — TOYVIOU®V KOl OOITOUV  omd  TOVG  TOiKTEG  KOAQ
OVTOVOKAQOTIKE Kot KOAO GLVIOVIGUO HOToV-Yepov (Avayvocotov, 2009).
A@opoldv kvpimg TV oAAnAemidpacn He eAeyyOUEVOLS Omd VTOAOYLIOTY|
nbomootg moryvidiov mov Ponbovv M mapeumodilovv Tov TOUKTN PECH NG

mopeiog Tov maryvidlov. O maiktng cuvnBmg eAEyyel povo éva yapaktpa. Ta
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moyvidola dpdong ympilovion g Kot yopieg avaroya pe Tov Tpomo To&ipatog
(o.1., 2009):

o [Moyvidw Boldv mpdToL Tpoowmov: O maiktng ypMolLonolel gite
TOV €IKOVIKO eEomAlopd €ite To YUUvO YEPL TOL NPOA TOL
O VIOL0V.

o [Toyvidwe PBoAdv tpitov mpocdmov: O maikng £xel evpHtepo
onTkd medio, kabmg axolovbel v miow TAevpd TOL NPpWO TOV
oLy VIO10V.

o [Moyviow wong: O moaikng mpoomabel vo e£ovdetepdoel Tov
AVTITOAG TOV LE YPTOT TOAEUIKDV TEYVIKDV.

o [Moyvidw mhateoppoag: O  maiktng Kavovtog GApoata  omd
TAATEOPUO. OE TANTQOPUO VIKA TOug &xfpoldc kdbe miotoc,
ATOPEVYOVTOG EUTOOLO, CKOPPAADVOVTAG TOTYOVS Kot HaledovTog
OVTIKEIpEVOL.

Hoyvioww Ilepuréterog (Adventure): Boowd otoryeio tov moyvididv
TEPIMETELNG €lvan M emilvon pog oepds ypipwv, mov Ponbovdv oty e&éMén
NG TAOKNG TOL Ty vidloV. Avtd ta waryvidl YEVIKA £XOVV eVOLUPEPOVOES,
HOKPEG Kol CUVOETES 10TOPIKES YPAUUES KOl O TEAIKOC GTOYOG TOV TOLY VIS0V
avoKoAVTTETOL L omd TNV mopeia g wotopiag. Me v whpodo ypdvov T
oy VIOl TEPUTETELNG EVOOUOTOOIMKAV GTO, Toyvidl dpAcoNS ONUIOVPYDVTOG
Vv Katnyopio moyvidlo Tepumételos — opaomng.

Moyviowe Xtpatnywkig (Strategy): To moryvidl oTPOTYIKNG HETAPEPOVY
TOV TTOAKTN OO TNV TPOOTTIKN EVOG XOPOKTIPO GE LU0 TLO LYNAOL EMTESOV
npoontikn. O maiktng yepileton pio | meplocoHTEPEG OUAOES YAPOUKTP®V LE
TNV amopoitnTn oYediao™ Kot OpacT, Yo TV EMITELEN CVYKEKPIUEVOV GTOXWOV
KOl TNV OAOKAP®OT] P0G KMUOKMOTNG EKOTPATEING TOAADY EMTEOWMV. Xe OAES
oxeddV TIG TEPMTMGES, 1N OVVOUN TOV YOPOKTNP®V TNG OHAd0S KOl 1)
onpovpyia VE®V HOVAS®MV GUVOEETOL GUEGO [LE TOPOVG TOV GLAAEYOVTIOL GTO
moyviol. Avtol ot wOPOL GTN GLVEYELD YPNOIULOTOOVVTAL GTY dNUIovpyia
AoV povadwv kot dopdv. Ta mayvidww avtd mailovior oe NAEKTPOVIKODS
VTOAOYIOTEG Kot G 7L TO TAEIGTOV 6TO S10OIKTVO e BAAOVG GUUTOUKTEC.
Hayviowe Fpigov (Puzzle): Zto moyvidio avtd o waiktng Advel ypipovg pe
av&avopevn SVOKOAID 1) O TMEPLOPICUEVO YPOVIKO OldoTNUOL LE TN YPNON

AOYIKNG KOl ApOipeSTG.



Hayviowe pocopoicwong (Simulation): To moawyvidia avtd npocopoidvovvy
pio.  €WKOVIKY] TPAyUOTIKOTNTA, OGO YIVETOL 7O PEOMOTIKA, HE TOLG
TEPLOPIGUOVS TOV TPAYHATIKOV KOGHOV. O ynorokdg KOGHOG TapEYEL KAVOVES
TPOYUATIKNG QLGNS Yo va eEac@aiicel 0Tt 0 maiktng Bo Pidoel 660 TO
dvvatov TAnciéstepa po "mpaypatikny” epmepio. Ta moyvidia Tpocopoimong
dlakpivovtorl oTig aKkoAovheg vTokaTyopies:
o [Tpocopoimong odnynong: Avti yia tov EAeyyo €vOg YOpOUKTNP, O
maikTnG yepiletan EOVIKE pUnyoviLoToL.
o A TIKA Toyviowa: O maiktng eAéyyet évav afint) N po opdoa
aOANTOV TOL GLUUETEYEL OE KATO10 AOAN L.
o [Moyyvidw kataokevng kot pavorluevt: O moikmng €xer
JUVOTOTNTO EMYEPNUATIKNAG CTPATNYIKNG KOl AYNG ATOPACEDV.
o Movowkd moryviolw: O moikng moiler kdmolo povoikd opyavo,
ovvBéTel pLOUOVE 1 YOPEVEL TAV® GE ot NAEKTPOVIKN TG TOL.
Molikd O10dIKTVOKA Toviolwe ToALOV TKTAV: Ta moryvidw ovtd
Bacilovtal og €KOVIKOVG KOGHOVG OV GLVEXDS avarntvocovtal. Ot maikteg
moilovv SLOOIKTLOKA LE GLVOPOUN Kot HETAED TOVG
Moyviow Péiwv (Role playing): To oOyypova moryviolw poAmv
niextpovikdv vroroyotdv (Role Playing Games-RPG) emtpémovv otov
ToikTN Vo avoAdpel Tov "poOro" evOG YapaKTNPa, EAEYYOVTOG AUECH AVTOV TOV
YOPOKTAPO GTOV KOGHO TOL oyvidlov. ‘Eva and ta Pacikd ototyeio tov RPG
elvar n 10éa ¢ mPodOOL TOL YUPOUKTINPO, OTOL GE OAN TN OLUPKED TOV
TOLVIOO0 Ol OPUCTNPLOTNTES TOL YOPOKTNPA avToueifoviol emTpémovtag
OTOV TOAKTN VO TPOMONCEL TOV YOPOUKTPO TOV Yo VO YiVEL KAADTEPOG OF
OPLOUEVES OPUCTNPLOTITEG..
HMoyviow Mayng (Battle): To moyvidole ovTd ETIKEVIPOVOVIOL OTIG
nohepukég t€xves. Ot 600 maikteg (0 évag pmopel va givor o H/Y 1 kovooia)

payovtor £0¢ TNV EMKPATNON EVOG €5 AVTAOV.



KE®AAAIO 2° H ENNOIA TOY GAMIFICATION
2.1. O opopog Tov Gamification

Yopeova pe to Deterding (2011), O 6pog maryvidonoinon 1 aAiuwg Gamification
npwtoypnotporombnke to 2008, ahld £yve yvootog oe peyolvutepo eacpa to 2010.
YxeTikd pe v €vvolo Kal T onpoacio Tov dpov tov 0pov «Gamification» vanpEav
apketoi ot opiopoi egtalovtag to Gamification o€ £va gvpl paopo. Metd and KaOe
OPLoUO TPOKVTTOVV VEES OAANYEC N Kol TPOcHNKES GTOV OPIGHd KabmG 1 ¥pron Tov

EMEKTEIVETAL OTMG AvaPEPONKE G Eva VP PAGLO dPACTNPLOTHTOV.

Apywcd o Nick Pelling (2011) yapoxktipioe to Gamification g o dtadikoacio
OAAOYG OTIS OETAPES £TGL MOTE Y10, VO KOTAGTOVV Ol NAEKTPOVIKES GUVOALAYEC TTLO
OlIOKESAOTIKES. APyOTEPE O OPOC eMEKTAONKE e TV EUpoon vo divetar otn yp1non
otoyyelov moyvidov (Zicherman & Cunningham, 2011, Deterding et al., 2011-
Zerherman & Cunningham, 2011 Burke, 2012- Werbach & Hunter, 2012- Nah et al ,
2014) oe mhaiowo ektoOg moryvioov (Deterding et al., 2011- Werbach & Hunter, 2012-
Burke, 2012- Huotari & Hamari, 2012- Nah et al , 2014).

Gamification ovopdletol 11 EVEOUATOON UNYAVICUAOV ToyVIOo0 G€ €va, TePBAALOV
un oy vidlov. H mpoktikn aut] a&lomotel To yopakInploTikd Tov KGvouy v game
OlIOKESOOTIKO, Yl Vo €VIOYDGEL TO engagement Tov ¥PNOTH, AVAAOYO HE TO

neptdilov oTo omoio avtdc Ppicketan kbe popd.’

To Gamification aVOPEPETOL o YPNON/EVOOUATOCN Slpop®V
UNYOVICUOV/YOPOKTNPIOTIKOV ToLYVIO0D O KOTUOTAGEIL/OPAcTNPLOTNTEG OV OEV
oyxetilovtoar pe 10 mouyviol, pe otoyo TV €Eedpeon Aboewv HEC® NG OAAOYNG
CLUTEPLPOPAS TOV YPNOTOV KOOMG Kol TNG aOENONG TNG CLUUETOXIKOTNTOG KO TNG
déopevong tovg (Negrusa, L., et all, 2015). O x¥plog okomdg g ¥pPNoNS TOL
Gamification &ivar 1 TpocéAkvomn, M €vePYOmoinom, 1N aPOci®mon Kot 1 €V YEVEL
BeAtimon g eumelpiog TOV YPNOTOV KATA TN GLUUETOYN TOLS GE Lo OPASTNPLOTHTA

(Hamari et al., 2014( | Morschheuser et al., 2017).

AANo¢ optopdg tov Gamification givon 1 ¥p1non TOV UNYOVIGUOV, TNG a1oONTIKNG Kot

TOVL TPOTOV CKEYNG TOV YPNOUOTOLEITAL GTO Ty vidlo, MOTE VO KIVNTOTOWCEL TN

! https://developgreece.com/gamification/



opdon kot ™ pddnomn, v enilvon TPOPANUATOV Kot VO TPOKAAEGEL TN OEGUEVON
tov tuktov (Kapp et al. , 2014). Onwg avapépovv kat ot Lee ko Hammer (2011) 1
noyvidonoinon amotedel pion dwdikacio mov efortiog TV TAPAYOVIOV  TTOV
TPOCPEPOVTOL OTWG Ol OTAGELS Kol Ol OVTIOPAGELG TOL EMBLOVVTOL YPNCLOTOLEITOL

KOl GTOVG YDPOLG TOGO TNG OLOPTN UGS OGO KOt TNG TOATIKNG KoL TNG LYELOC.

210V MOPOKAT® TivaKo Topovcsldloviol ol GNUOVTIKOTEPOL OPIoUOl 7oL E£YOvV

draturtmOel yio o Gamification:

IMivaxkacl: Opwopoi Yo To Gamification

H dwodikacio aAloyng oTig Slemapés ¥pnot
Pelling (2011) £TG1 MOTE Y10, VO KOTOGTOVV Ol AEKTPOVIKEG

OLVOALOYEG TTLO SLOCKESOGTIKES KO YPT|YOPES.

H dwdikacio g xpnong g AOYIKNG Kot TV
Zicherman & Cunningham (2011) | pnyovicpdv 1oV Toyvidos Yo Ty

EUTAOKN/EVEPYOTOINGT TOV YPNOTAOV.

H ypnon otoyeiov oyediocol Toryvidudy o€
Deterding et al. (2011)
TePPAALOVTO EKTOC TTALYVIOLOV.

H ypnion unyovicpudv tov moyvidumy Kot
TEXVIKOV GYESIOCLOD TOLYVIOIDV CE

nepPaALovTo EKTOC Ty Voo yia T oyedioom

Burke (2012)
CLUTEPLPOPAV, TNV avATTVEN de&l0THTOV 1 TV
eUTAOKN/evepYOTOiNnoT TOV AVOPOTOV GTNV
KOVOTO QL.
H ypnon tov otoyeinv Kot teqvikdv oyxedioong
Werbach & Hunter (2012) TOLYVIOIDV GE KOTAGTACEL TOL OEV £XOVV

oyéomn He moryvioto.

Huotari & Hamari (2012) Mua dradikacio Bektioong, Hog vInpeciog e

TPOVOLLOL Y10 EUTTELPTEG TTOLYVIOLOD TPOKEUEVOD




va vrootnpiget ) yevikn onuovpyia a&log Twv

APNOTOV.

H dwdikacio mpochétel ototyeia moyvidov og
Werbach (2014)

dpaCTNPLOTNTES.

Mia epaproy] UNYOVIGUOV Totyvidtov (Ty.

novToL, Tivakeg Kotatadng, fpapeia kAn.) o
Nah et al (2014)

TePPAALOVTO KOl dPOCTNPLOTNTES TTOV JEV

oyetilovron Gueca pe moyviolo

Lands & Bédard (2010)

Mo emyelpnUOTIKY GTPOTYIKT TOV €QaPUOLEL
TG TEVIKEG  oYedoHoh  ToyvVdldV  Of
mepIBailovio  eKTOG  Touyvidoloy Yy TNV

TPOMONGN CLUTEPIPOPDV TV YPNOTMOV.

Mia epopproyn HETAPOPAS LECHV TOLYVIOLDV CE

EMPPOES TPOYUOTIKNG (NG, OTN GLUTEPLPOPAL,

Marczewski (2013)
™ Peitioon TV KVNTPp®V Kol TNV €vioyvon
™G EUTAOKNG
H ypnon g Aoywkng tov moryvidiod yo v
Graham (2012) evioyvon &vog mepifdiiovtog To omoio Ogv

amoteAel Toyviot

To Gamification amotelel ovVGLOGTIKG £val PAIVOLEVO TTOL UEGO amd TN ONpovpYia

KatdAnAov mlowciov PBploker oavtamdkpion oe [TAnpogoprokd Zvotiuato 7Tov

oyxetilovton pe v vyeio, TV EKTOidELON Ko TNV Youyoymyia, pe dueco otdyo va

avénbel o apBpdg twv ypnotwv. To Gamification mwapéyel KivnTpa 6TOLG TEAMKOVG

YPNOTEG TOV GULOTNUOTOS TANPOPOPLDYV, avordovtog To Kot emeEepydaleton kdaOe

TePIPAALOV KoL TIG EMATOGELS TOV 6ToVv Xpnotn. O 0poc Gamification €xel oyéon pe

™ AéEN game mov onpaivel OTL 0eV TPOKELTAL OVCLUCTIKG OTAQ Y10 EVaL TaLyViol 0ALA

éva moyvior pe Kovoveg, kol piog okEyng Kol UNYOVIKAG Totyvidlov GE  Un-

YOYOY®YIKO TAOIGLO e OKOTO TNV EVEPYO EVACYOANGT| TV XPNOTMV KoL TNV EMAVON

TPOPANUATOV.




Ewéva 2 Xpijesis tov Gamification IInynq: www.google.gr

To Gamification amoterel £va avOpOTOKEVTIPIKO LOVTELD Tayvidomoinong pe otdyo
TN CLUTEPLPOPE TV XPNOTOV. Méca amd pehéteg £xel amoderytel OTL TpoKaAeiTonl pia
CLVOLCONUOTIKT] CUUUETOYN] TOV YPNOT®V, EMNPEALETOL 1| CUUTEPLPOPE TOVS, EVM
TOPAAANAO SIEVKOAVVETOL GTLLOVTIKA 1] ETKOIVOVIOL TOV UNVOUATOV Kol EVIGYVETOL 1)

amodoYN TOVG.

Ouomg yio va tpokAnbet 1 aAdayr] COUTEPIPOPES TV YPNOTOV TPEMEL VO LITAPYEL Hio
OLVEYNG OLUUETOY] TOVL YPNOTYN, 7YEYovOs mov Oa  efoceoAicer kot TNV
dpPOCTNPLOTOINGT] TOV ¥PNOTH Yo (o EMTUYIO GE QLT TN ddKacio KaBMG Kot To
aloOnuo ™ amdAavong TG ovppetoyns. Metd amd kdabe Otav vmdpyer TO
ocuvaicOnua g evépyetag Kot g BEANONG Vo EOVOGVUUETAGYOVY GTIV TPOTYOVUEVT
Jwdkacio 1ote €xel emtevybel o mopamdved o©T1OY0G. Mio TOAD OoMUOVTIKA
TapApeTpog mov eEaceaAilel v emtvyion TG CAAUYNG TNG CULUTEPLPOPAS TOV

APNOTOV OTOTEAEL KOL 1] WYLYOYOYIKT] 0&i0 TOV O VIOIDV.

Me tov 6po yuyayoyikn aglo evog maryvidlon evvoeitol akpidg 1 amOAoVoT| Kol 1
JlIoKESUOT TV  YPNOTOV, &Va YEYOVOG TOL TPOCEAKVEL TOVG YPNOTEG VO
ovppetracyovv. H yoyayoyio OpHmc tov mouyvidoloh TPEMEL VO GUVOTAPYEL UE TNV
duvaTdTNTO TNG XPNONS TOL TALY VIOV Ao £vol LEYOAO aplOpd ypnoTdv Kot Oyl LOVO

amd pio cvykekplévn opdda. Avto yapoktnpiletor wg entertainment value.
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Ewévo 3 Yoyoyoyio pe Gamification IInyn: www.google.gr

H dmapén tov xivitpov ota moyvioto amotelel £vo onUavVTIKO TapayovTa apob wbel
TOVG AvVOPOTOVG VO AVTOTOKPIOOVV GTOVE GTOYOVLE MOV VLIAPYOVV MG UEPOG GTO
moyviol. E&oattiag tov xwvntpov vmapyovv Kot ot avaAioyeg opoléc kot dAla
moAvTIa ayafd . Ot apoiBég umopovv va dtakplfodv oe eEwyeveig Ko gyyeveic, Omov
k@O pio omd avtég TIg Kot yopleg emnpedlel Tovg avOpOTOVE Kot Ta KiviiTpo TOL

VILAPYOVV o€ KAOE mePPaAlov.

Xapaktplotikd ototyeio tov Gamification givar Kot o avtayoviopds, mov Pondaet
TOVG YPNOTEG VO GUUUETAGYOLV LE HEYOADTEPT EVIOOT KOl EVEPYT GUUUETOYN KOOMG
mpoPAiémovion avtapolPég avdioyeg g ovupeToyng tov kabevog. Kabe ypnotng
emBopel TNV avtopolPr] ™G amoTEAECHA TG KOADTEPTG CUUUETOYNG Kat Wdtaitepa dTav
0 OVTOY®VIGUOG YiveTal PETOED IA®V 1 VoG YvmaTol KOKAov ypnotdv. H emruyia
oL £E0CQAALETOL LE TNV OVAAOYT OVTOUOLPN YVOOTOTOLEITAL KO GTOL LVITOAOUTA [LEAT
NG OHASNG TTOV UTOPOVV VO, TOPOKOAOVOGOVV T CTATICTIKA Yo KAOE YPNOTY Yo TO

OGS TO TNYE, TL TOVIOVS GVYKEVIPMOGE Kol G€ TO1o onueio g opddog Ppiokeral.

Evdwgépovoa teyvikny Gamification amotedel 1 teyvikn g 0ddpaons. O ypnog
UTopel Vo amoKTNoel pior avadpacn 1 Kol avaTpopoddTnon ovaioyo pe To onueio
mov Ppioketor kou TG MA0YEG oL kdvel. Otav ovt) 1 TeYVIKN cuvovaletor pe

YPNOT OMTIKAOV-AKOVOTIK®OV HEGWOV TOGO TO ATOTEAECHO Eval APTLO.
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2.2 H wotopia Tov Gamification

H ypnion moyvididv yioo 6Komovg dALOVG amd TNV youyoyoyio umopel vo eVTOomioTel
am6 Vv apyodmra. 1o Pipiio "lotopiot” o Hpoddotog apnysitar 6tL 6tTOV émece
Mpoc ot Apom ot Mikpd Acia, o PBactdg diétaée Tov Aad vo acyoAeitarl pe
oy vidlo avti vo TpdEl KOs pépa yio va dotnpioet To amoBEpaTo Tpoeng Kol avtdg
0 Kovovog ompkece 18 ypdvia, katd tnv omoia dnuovpyndnkov TOAAL YVOOTA

moyviola omwg ta Lapra (McGonigal, 2011).

Apyotepa, 1o 1902 n Lizzie Magie onpiovpynoce €va mayvior mov ovopdletor The
Landlord's Game yio. vo. amelkovicel To. UEIOVEKTILLOTO TOV TPEYOVTOS CUOTNLOTOG
KAToOYNG YNS. Avtd to moryviol petovopdotnke o€ "Monopoly" kot €ytve éva amd ta

yvoototepo emtponelia motyviota OAov towv enoywv (Ferrara, 2013).

H dwookédaom kat 1o oy vidl ypnotomotohvtol ®¢ HEGO TOPaKivong Kol va Yivel N
gpyacia mo guyaplotn moAD mpv ypnowonombel o 6pog Gamification. H évvola
EVUTTAPYEL AKOUN KOl GE TOVIEC TEPAGUEVOV JEKOETIDV OT®G M taviae War Games

(1983).

H npodt avapopd tov 6pov Gamification epgoviomke ota téAn tov 2002 and tov
Nik Pelling, o onoiog 10 mpocdopile g Evav TpdTO Vo KATACTEL 1| EPYACio TOV ®G
ovpPovrog mo oJwookedaotikn. O Pelling oyedloce Oemapés yioo MAEKTPOVIKEG
OLOKEVEG TOV TPOGOopoialay OVTIOTOLES OEMAPES NAEKTPOVIKOV oty violwy. Tnv
0w emoyn eppaviotnke m etapio Conundra, m omoio Ponbovce TG VIOAOITES
emyelpnoelg va epapuolovv évvoleg tov Gamification ota mpoidvto TOVE N GTOV

Tpoémo Aettovpyiog tovg (Dale, 2014).

To 2005 o Rajat Paharia 13p¥et To Bunchball, pio mAatedpua yio v evicyvon g
EUTAOKNG XPNOT®V G€ SIKTLOKOVS TOTOVS [ TV TPocsOnkm otoyyeiowv Gamification,

OT®G TOHVTOLG Ko TIVOKES KATATAENG.

To 2007 o Kevin Davis avantocoet o Chore Wars, évav d1kTuokd TOTO OV TapEEL

Kivntpa yio TNV ektédhecn Aettovpyldv pécm tov Gamification.

To 2008 o 6pog Gamification ypnoyromotdnke yio tpmtn eopd amd tov Bret Terrill

(2008) o omoiog avepepe Ot
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"Evo, amo ta ueyoivtepo. Géuata ovlntnong...civar n moryvidomoinon tov iotov. H
Paoikn 10é0. givar N EPOPUOYN UNYOVIGUMDYV TOD TOLYVIOIOD GE YOPOKTHPLOTIKC, TOD
TOYKOGUIOD 1GTOD UE TTOYO THYV OOCHON THS EVEPYOTOINGHS/EUTAOKNS (engagement) TOV

xpnotn”.

To 2009 kvkhopopnoe to Foursquare, [iior epappoyn mov EMTPENEL GTOVS XPNOTES VAL
avalntovv Kot vo, ovokoAdmTouv véeg tomobeciec. Extdg amd 1o 0Tl givan éva
Kowwvikd gpyolieio, To Foursquare emitpénetl emiong otovg ypnoteg vo. GLAAEYOLV
eupaquota kor GAlo emtevypata. o mapdaderypa, kdvovtoag chek in otnv i
tonofecio TeEPLocOTEPES POPEG Od OMOLOVONTOTE AALO €VTOG TEPLOdoL 60 NuUePDOYV, O
YPNOTNG UTOPOVCE Vo Yivel 0 «Anpapyoc» ekelvng g tomobeciog. Tnv 1o ypovid
wpveton N BigDoor, pio mAatedppo mopoyng AOcemv yio TEANTEG pHE oTOLYElN

Gamification.

O 6pog ouwmg dev ypnowomomdnke oxedov kabBorov péxpt 1o 2010, o6mov Ko
ovykevipmOnke n kpiown pdlo avOponwv, yio va yivel to 0éua evpéwg YvmoTo.
Exetvn v emoyn €yve avtiinmei 1 0Ovoun Tov KovoHPlov ovToL epyareiov Kot
avtd eivor eavepd Kot amd TNV OALOTOdN avénon Tev avalnTnoemy Tov OPOL GTO
Google. A&iler va avagepBet 6T T0o 2011, 0 6pog Gamification pumnke otn AMoTo TOL
Oxford yio ™ AEEN ™G ¥PpOVIEG Evd TNV 1010 Xpovid Ta £6000 TOYKOGUIMG Omd TNV

epappoyn tov gamification avirBe ota 100 ekatoppdpla SoAdpLOL.

Apxketég etaupeieg Eexivnoav va oyedidlovv mhateopues pe Pdon to Gamification,
®OTOC0, TMOAEG amd TG etaipeiec mov vwoBEMoav TV €vvold, OTETVYOV GTOVG
oTOY0VG TOVG, Kabmg TV epnpuolov pe eoc@aiuévovg tpoémovs. H amotvyio ota
amoteAéopato TG pappoyns tov Gamification odfynoe og éva KOO apEoPRTNONG
aALG Ko o€ €va KOKAO cu{ntnoemv yuo 10 BEpa 0 omolog avEdEEe TNV oNUAGIio TOL

OYESOGLLOV KOl TNG EUTEPIAG TOV dNULOLPYEITOL.

Yfuepa to Gamification £yl OPYACEL, TOPAYOVTOG TO TOLOTIKA OTOTEAECUATO,
Baciopéva oe neBodoAoyies, Kol GTOXEVOVTAG GTNV EUTELPIL TTOV TPOCPEPEL TO TEAIKO
npoiov(Zac Fitz-Walter, 2015). Ztnv ékBeon Gamification 2020, ) Gartner tpoPAénet
611 o Gamification, og GUVIVACUO PE AAAEG OVOOVOUEVEG TACELS KOt TEYVOLOYiES, Oa
EYEL ONUOVTIKO OVTIKTUTO OTNV  Kowvotopio, TO oYedlopd omddoong TV

epyalopévav, TNV TOYKOGUIOTOINGT TNG TPITORAOLOG EKTAIOEVONG, GTNV aVATTUEY
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TAOTQOPUDV EVEPYOTOINONG/EUTAOKNG TEANTMV KOl GTNV TPOCOTIKY ovantuén. H

Brounyavia tov gamification yvopiler tepdotia avdntuoén ko to 2021 1 a&ior g

avapévetor vo avélBetl mepimov ota 12 dioekatopupvplo SoAdpio.

dollars

Value in billion US

12.5 11.94

4.91

2016 2021+

Ewoéva 4: Ao tng maykocpag ayopds gamification 1o 2016 kon to 2021 (o€ dicekaToppvPLA

dorhapra HITA). IInyn: https://www.statista.com

2.3 Miaiovwo ypriong Gamification

To Gamification dgv ypnoyomoleiton Ldvo ota moryviolo aAld Bpiokel epaproyEg Kot

o€ QAAa mhaictla ekTOg moryvidtov (non-game contexts):

Ecotepikny vmokivnon: I[lpoxkertar yuo 1  Owdikacio oavénong g
TOPAYOYIKOTNTOG TOV VIOAAMA®V oG etopeiag pécw g evldppuvong g
KOVOTOUIOG KOL TV SLOTPOCSHOTIKMOV GXEGEDV TV EPpYOLoUEVOV NG ETAPELNG,
MOTE VO PTAGEL 1] EMLYEIPNON GTOVS GTOYOVGS TNG.

Eotepucn vrokivinon: Amotedel TV 01001KAGI0 GUUUETOYNG KL TOV TEAATOV
Yo T oYedIOoT TOV TPOTOVIMV GOUPMOVO HE KATOLEG TOPATNPNOELS TOVG KOl
TPooPAémel otV avénon TV TOANcE®V Kot Tn Pertioorn tng oxéong g

etopeiog e TOLG TEAATES TNG.
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e Allayr copmeprpopdc: XpNGLUOTOLEITOL OO 1] KEPOOGKOTIKES OPYUVAOCELG
OV €£YOVV ®G OTOYO VO avamTOEOLY vEEG GLVNOEEC TPOG OPEAOG TOV
avOpdTIVOL YEVOug péoa amd dpdoels OmWG Yoo TOPAdELYIa 1| Tpo®ONCN NG
VYLEWVNG STPOPY], 1 TPOGEKTIKOTEPT] OONYNON N 1 AVAUIPPDCT TOV GYOAMK®DV
ThEeV Yo 0modoTIKOTEPN UAONON KOl TEPIOCCOTEPT) EUTAOKT] T®OV HoONTOV

(Werbach & Hunter, 2012).

2.4 Xtoyeio gamification

2.4.1 Baowkd otovyeio moryyvior@v (Game Elements)

Kd&Be cvommuo Gamification €xet ot Pdon T0v €va GOOTNUO KOVOVOV OCTE Vo
eEacpariletan n anpocKonTn Asttovpyio Tov Kot Pocikd otolyeio OTME TO GHOTNUA
emPpafevoewv, 10 cLOTNUA TOVIOV KOl Ol TvokeG kKaTataing. Avtd omotelohv
HEPOG GYEOOV OAMV TV cuoTNUdTeV gamification, gite ®g pepovouéva otolyeio gite
®¢ oOVOAO pe OKOTO TN SOUNCT TOL YEVIKOTEPOL GLOTNUATOG ExTé¢ amd Ta
TOPOTAV® O YPNOTNG EVOEXETOL VO XPEICTEL VL SNUOVPYNOEL KOL VO EVILEPDGEL £Vl
TPoPiAL 010 Omoio KaTOYPAPOVIOL OPICUEVO OTOLYEID. OVAAOYOL UE TO GUOTNUO
gamification. ‘Eva dAro TPOULPETIKO ototyelo AmoTELOVV ot
€100TOMGEIG/VTEVOVUIGELG Ol 0moleg €XOVV GTOYO TNV €YPNYOPS TOL YpNoTh. AAda
oToLEln OTOTELOVY TO GEVAPLO Ko 1| TAOKN ToL cvotnuatoc Gamification KaBdg Kot
0 00NY6g Evapéng HEG® TOL OMOIOL CUOTNUO KOl YPNOTNG TOPEYOLY OTOPOITITES
TANPOQOPiec. ATO T TOPATAVEO GUUTEPAIVETOL OTL TO GTOLYEID TOL TOLYVIOOL (game
elements) ivot pikpd Koppdtia To 0moiot 6TO GHVOLO TOVG GLYKPOTOVV £VOL TTALYVIOL.
210V TOPOKATO TIVoKe Topovctdlovtal To GTOLEI0 TarYVIOIdV GOUP®VO HE TOLG

Seaborn & Fels (2015):

Hivoxog 2: Xtovysio maryvidoldv. Seaborn & Fels (2015)

Y1ouyeio Opopog AllLeg ovopooieg

Ap1OunTikég povadeg mov
[TovTot [Tovtor gpmepioc, oxop
VTTOOEIKVOOLV TTPAOJO0.
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Ontikd g1Kovidla Tov

[Mopdonua VTOSNAGVOLV TOL Tpomowo
EMTEVYLLOTOL.
Epedvion emmédov yo Kotatdéeg, mivaxkag
[Tivakeg katdtagng
GUYKPLON. OTOTEAECUATOV
Opdonpa mov deiyvouv Icoppomia, AvéBacpa
[Tpdodog
TPp60J0. EMITEOOV
AvaQopEc KEWEVOL Y0
Koatdotoaon Tithog, Taelg
NV TPp60Jo0.
OAo Ko o SvoKO
Enineda [Micta, meployn, KOGLOG
nepailovia
EmPpapedoeig Amntd, emBountd otoyeia.  Kivnrpa, BpaPeia, dopa
Ta otoyeia poAov TOV
Polot KAdon, yapaxtipog

YOPOKTIPOL.

2.4.2. Katnyoplomoinon 1oV 6toryeimv £vog custipatog Gamification

>m PBProypagioc vwdpyel pio cOYYLON CGYETIKE UE TNV KATNYOPLOTOINGYT T®V
otoyeiov evoc ovotnuatog Gamification. Ot meplocOTEPOL AMO TOVG EPEVVNTEG
ta&wvopovv ta otoyeia pe Pdomn 1o eminedo apaipeong Tovs, aAld VITapyEL dStopmvia
1660 ot emimeda 660 Kol otnv opoAoyia. Ot Zicherman & Cunningham (2011)
kabog xor ot Werbach & Hunter (2012), xaBopilovv tpion emimeda, oAAd pe
dpopeTikd Tpomo. o mopdderypo, ot pnyoviopoi tov pev (my. wOHVTOL Kot
nopdonua), eivol to cvotatikd Tov de. Ot Zicherman kot Cunningham avoa@épovtan
o010 mAoiclo oyedlacuod moyvidouwv MDA- mechanics, dynamics and aesthetics
(MAA- unyaviopol, suvapikég ko awontikég) (Hunicke et al., 2004). O Deterding et
al. (2011) opifovv mévte emineda, aALQ 1 epunVEiR TOVG EIVOL APKETH OLAPOPETIKT OO
TIG TOPATAVE TOEWVOUNGELS. AAAOL EpELYNTEG OlAKPIVOVV TO, GTOLXEID TOL TTOLYVIOIOV
o€ V0 EMMEDA: TOVG UNYOVIGLOVS TOV TOLVIOIDV KOl TIG OLVOLIKES TOVL TTOLYVIOO0

(Blohm & Leimeister, 2013).
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Mivaxkag 3: Katnyopromoinen tov etoryeiov £vog cvstipatog Gamification IInynq Blohm &

Leimeister, 2013

Epgvovnmic/ég

2101 El0 TOLVIOL0D

Hoapadeiypota

Zicherman &
Cunningham

2011)

Mnyavicpot

TOVTOL, EMMEDD, UTAPO TPOOOOV, TIVOKES

KatdtoEng, Tapdonio

Avvopkeg

avayvoplon Hotifov, GVALOYY, EKTANEN,
onuovpyia cepds, dmwped, AEPT,
avVOYVOPLoT Yl ETITEDYHATA, TYEGTN, O,

NPOICUOG, amdKTNoN TPESTIC, avamTuén

AlcOnTiég

aicOnon, eavtacio, aenynon, TpOKANGY,
CLVTIPOPIKOTNTA, OVOKAAVYT), EKQPOOT,

VTOTOYN

Werbach &
Hunter (2012)

2V0ToTIKA

emtevypata, eidmAa(avatars), Tapacnpa,
TeEMKEG LAXES, GLANOYEG, KOWVAOVIKO

YPAPM U, EIKOVIKA ayadd, puym,
Eexheldmpa mepleyouévov, dmpedc, TivaKeg
KatdToEng, enineda, TOVIOL, EKCTPATEIES,

opnadeg

Mnyoviopot

TPOKANGELS, TUYT|, AVTAYOVIGUOG,
ocvvepyosio, avaTpoPodoTnon/avadpacn,
AmOKTNOY TOPWV, AVIOUOPES, CUVOALAYES,

KOTOGTAGELG VIKNG, OAAXYY| GEPAG

Avvopkeg

TEPLOPIOUOT, cLVIGON AT, AP YNOELS,

e&EMén, oxéon

Deterding (2012)

MortiBa oyediocpon

Atemopov

TopAoMLLa, TIVOKEG KaTdToENG, emineda

Mortipa oyedtoopon

TEPLOPIGLOL ¥POVOV, TEPLOPIGUOG TOP®V, ,
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KoL pnyaviopot aAAay"| GEPBG

JLpKELD TOLY VIS0V, GUPELG GTOYOL, TOKIALD
Apyég oxedooon
OTUA TTOLY VIS0V

MDA, npdxkinon, avtacio, TepEpyela,

Movtéha oy vidlon
CEGE

Mé£B00d01 6yed1aoHoD | SOKIHOGTO ToL VIS0, TOLYVIOOKEVTPLKOG

TOLVIOL0 OYEOOGLOG

TEKUNPIOCT] CLUTEPLUPOPAS, GUGTNLLOTOL
Babporoynong, mapdaonua, TpoTaa,

Babuporoyies, katatdelc, enineda, mdvTol

Mnyoviopotl
ENUNG, OLOOIKES EpYaTies, Tieon xpdvov,
Blohm &
kafnkovra, avalntmoels, eldwAa(avatars),
Leimeister (2013) EIKOVIKOT KOGLIOL, EIKOVIKS EUTOPIO
dEPELYN O, GLAAOYY, AVTAYWOVICUOG,
Avvopikég andkInon npeotil, cvvepyacia, TpdKANoN,

avamtuEn/opyavmon, kivitpa

2.4.3 IMraiolo oyedaopov Taryviorwv MDA

IMa va oyedootel éva cvotTHo Tayvidomoinong xpetaletol eEonpeTiKn HEAETN Kot
AEMTOUEPNG OYEOIOOT MDOTE TO. OVTOMOKPIVETOL OTIC OVAYKES KOl TIC OMOLTNGELS TOV
YPNOTAOV. AVTO TO UEPOG TOV GLGTILOTOG ATOTEAECE £VOL CNUAVTIIKO KEQPAAOLO TTOV
aracyoAnce to 2004 cuvédpro pe Bépa TN oyedioon mayyvidiwv. To mlaicio
oyedioong evog TETOOV GLOTNUATOS Elvanl Yvwotod kat g MAA (MDA), amd ta
apywd tov Aégewv Mnyoviopoi (Mechanics) — Avvapkéc (Dynamics) - AweOntikd
Ytoyeio (Aesthetics). Agdopévov ¢ ovopaciog avtig o Pactkd GLOTOTIKG €VOC
TOLYVIOOTOMUEVOD GUGTHOTOS OTOTEAOVV Ol KOVOVEG, TOV OTOTEAOVV TO GUCTNUO

KOl TO OTOTEAEGLLOL TTOL TTOPAYETOL EIva 1) SLCKESOOT).
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Apxketol etvar avtol mov TaVTILOVV TIC UNYAVIKES Kot OUVOLIKES OOUEG OAAG TPOKELTOL
Y 000 OLPOPETIKOVG OPOLS UE SLAUPOPETIKO POAO KOl OTOTEAEGHO TOV TAPAYEL O

KaBévag.

Mnyoeviepoi: Eivor ot dopég mov diémovtar amd Kavoveg Kot epneavifouv opotdtnTeg
pe T unyavikég dopés otn @uoikr. Otav avtd T 6V0 GLOTATIKG GVVILOGTOVV TOTE
mopayetal GAAN TOADTAOKT] OOUT| TTOL OV YPEWCTEL LWITOPEL VO EPOPUOCTEL GE TOALA
nedio CoMg eépovtag To avapevouevo amotédespa. Ot unyaviopol vrootnpilovy Tig

SUVOLIKEG.

Avvopikéc: Ot dvvopikés dopés eivor otoyeion mov yapaxtnpilovv kdbe TOMO
ToVIOO0 UE JPOPETIKO TPOTO Aol Kol To KivnTpa, Tov KAOe moyvidoh eivol
Swapopetikd. 'Etotl ko 1 01dKpion Kot Katnyoplonoinon Tov ¥pnotdv 6€ TOUTOVS TOL
elvar yvootol wg EEoAoBpevtéc, Kowvmvikoi, EEepevvntés, OhokAnpwtég emPaiieton
®oTE KAOE TOTOG TPOSOTIKOTNTAG VO OVTILETOTILETON [e dtapopeTIKO TpOTO. O pOAOG
TOV OLVOUIKOV SOUMV amotTel amd TO moyviolt TPoodeVTIKA va YivETOl SLGKOAOTEPO
Kol TEMKG Vo JlTnpeital To evOlopEPOV TOL ¥PNOTN Kot va un Poptétor Kot To

EYKUTAAEITEL.

AwoOnTikd otoryeio: O 6poc AoOnTiKA GTOL ElO TEPLYPAPEL TN SLOCKEDOOT) KoL TNV
yuyaywyio Tov moryvidlon, 600 cLoTaTIKE Tov €lval amapaitnTa 6 £va GOGTNUA
noyvidonoinong. Kabe dvBpomoc dtookedaletl pe Sloapopetikd TpOTO Le TO, oLy violo
Kol aVTOG 0 TPOTOG EMPEPEL KOl TO. OVOAOY ATOTEAEGUATO. AVTOL Ol dLOPOPETIKOL

TpoTOl Umopet va tvar:

e AioOnon . mpodkettan Yo pio  €0mTEPIKY dlepyocioo mov mpokaiel pio yolopn
dokESo).

o Oqvtacio, 6TV TEPITTMOOT TOL OPOL AVTOV TO ToyVidt Qaivetal va polalet pe
KAmola 1eTopia Kol GTOYOG TNG AMOTEAEL VAL KATOPEPEL VOL TEICEL TOV YPNOTH.

e ApMynon , To moyviol amoKTé pio SPOPETIKN VOOTPOTio ooV pHotdlel pe pia
TOAOTAOKY 1oTOpiaL.

o [Ipoéxinon Poacikd cvLOTOTIKO OV TPOKOAEL TOV YPNOTN VO TOPUKAUYEL T
EUTOOL0 KOl VL GLVEYIGEL.

e Xvuvepyoaoio, eueovilel Tov KOvmvikd poAo TOV o vidloV.
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e AvaKAGAvym, LE TNV oVOKAADYT) ETITVYYXAVETOL Kot O dlapKnG evBovsacudg, Kat o
YPNOTNG OEV UTOLVEL TOTE GE i pOVTIVA TOL TTALYVIOLOV.

¢ 'Exogpaon , n avakdAivyn tov €o0vtob, HEGa omd To Toryviot.

e  YmofoAn, metuyaivel T O100KESAGT TOL ¥PNOTN KATA TN OlbpKeELR TOV EAEVBEPOL

YPOVOL TOV.

[Tpokepévon va 16X0GoVY Ol TOPATAVED TPOTOL JSACKEGOCNG TOV TALYVIOOD GTOVG
YPNOTES €Vl amapaitnTO Vo TPoceyyloTel kBe TOTOC YPNOTN HE SOPOPETIKO TPOTO
HEC® KATAAANA®V pNYovIcUdV. AvOAoyo pE €vo amd To TOPOTAvVe ETIAEYOVTAL Ol

aVTIGTOLYOl UNYOVIoHOL Kol SUVOUIKES MOTE Vo EmTeLYOel 0 6THYOG.

Mivoxog 4: Xtoyor ko pnyoviopoi gamification ywa tnv ewitevén Tovg Iinynq: Zichermann, G., &
Cunningham, C. (2011).

Y16y0g Mnyoviopog

[Mivokeg katdtoéng

Enineda

EmBpapedoerg

Avtoyoviopog

Opadikotnta

THpnon tov Kavovev amd 6AoVG TOVG

Evooyoinon CUUTOIKTEG

AlopopetikdtnTo KéBe TOiKTN

IIpoocgopd PorBetag o cuumaikty

Xpovikd opa

ANEN xpdvov
Eleyyopevor mépot

Egwcrol otdyor

IIepropiopol oe mpdcPaon

Aogocinon TTapdonpa
EmPpapedoeig
[MpowOnceig
Enilyvoon
Aortapieg

[Mopoakdto KaToypAEOVTOL GLYKEVTIPMTIKAE Ol pnyovicpol Tov gamification kabdg kot

0 poA0G oL dradpapatifel o kabévag
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Mivaexag 5: Mnyavicpoi gamification, weprypagn km napadeiypata epappoyng toug lnyn:

Zichermann, G., & Cunningham, C. (2011).

Mnyaviepoég

Heprypaon

MMopdonpa

Kdanow emredypota tov ypnom emPpofedovial pe avtov

TOV LUNYOVICLO

MMivoxes Katatoéng

Kotatdosouv Toug ypioTes TV ToLy VoIV COUQ®VE  UE

v e£EMEN TOVC GTO Ty VIOl

Ké0e amoctoln £xel Kot 6TOYOVE TOV TPETEL VO,

Am0o0TOAEG o ) )
emrevyBovv doTe va Bempeitar amoTuNUEVT.
ATOTEAOVV TO HEGO TTOL POVEPDVOLV TNV TPOOAO TNG
évtor TOPELOG TOV YPNOTMOV GTO O Viol 0AAd Kot Ogv TPEMEL Vol
tavtifovtal pe o vouicpota.
Eningoa . . , , .
O poAog TovG etvar TaPONOL0G LE TO POAO TOV TOVT®V.
Eivon ta ayadd mov mpoomabel kdbe ypriotng va kepdicet
ITopor ) ) )
L€ Omd TO Ty VioL.
Awdpopatilovv tov 1010 Tepimov poLo pe Tovg TOHVTOVG e
Nopiopata T Spopd 6Tt avtd propel va awéndodv aAld Kot va
pelwbovv
Onwc K1 o1 TOVTOL PAvEP®VOLY TNV TPOOOO TOV XPNOTN
Epnepia 670 Tayvidl Kot tov 0dnyohv 6g AAAO LEYOADTEPO
enimedo.
Ipoxkertar yroo oyaBd ko vroloyilel TL AVTUALOKTIKES
Amoypaen , , ,
duvatotnteg dabéter o maiktng
AmoteAel TO LTOYPEMTIKO EMITEDO MGTE VO TEPAGEL
Iepippodn , , , ,
KATO10G (PN OTNG O€ GALO ETimedoO.
Xapoxtipeg (Avatars)

Eivon o xopaxtipog mov amokTd 0 ToikTNg TV Ty vidlon

Yovavtnon (Appointment)

2NV TEPIMTMOT QT VITAPYOLVY KATO1 XPOVIKA TEPODPLOL
Yo vo eKTEAEoTEL pia evépyeila Kat va emPBpafevtel o

moikTnG.

IIpoBeopia (Deadline)

2NV TEPIMTMOT QT VITAPYOLY KATO1 XPOVIKA TEPODPLOL
Yo Vo EKTEAECTEL piol eVEPYELD KL VAL LNV TILOPEL O

moikTnC.
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Koataypaeet tv tpdodo kot eEEMEN evOC malKTNG TO
Mpéodog — EEEMEN

oy viot.

2.4.4. To nhaicro Gamification tov Werbach ko1 Hunter

XOppova pe Toug opiopovg yio to Gamification, éva cuotnpa Gamification cbotnua
dev amotedel €va OAOKANPOUEVO Tayvidl aAAG avTiBéTmg ypnotponotel opiopéva
oToyElo TOV TAYVIOUDV, TPOKEWEVOL va. emTELYDEl 0 oKOTOG TOL CLOTHUOTOG (T
avénon mtoincemv etupeiog). Topueova pe tov Werbach (2012), to mo onuoavtikd
OLOTATIKA ALY VIOV €lvar ot movtol (points), ta mopdonuo (badges) kot ot wivakeg

katdroéng (leaderboards), T omoia amoteAovv v tp1dda PBL (PBL Triad).

YO6TNUO TOVTOV

To cHomua tdévtwv vedpyel oxeddv oe O6Aa to cvotiuarte Gamification. Ot Tdvtol
(points) ypnoipomolovvtal Y va  evBappuvVovV TOVE YPNOTEG VO TPATTOLV
OULYKEKPIUEVES EVEPYELEC, TPOKEIUEVOL VO, TaL GLAAEYOVV. To cuotnua TOVTOV GE Eva

ovotnpa Gamification pmopel av ypnoiponombei e okomd:

® TNV EUEAVION TNG EMLOOCNG TOV TOUKTMOV

® TNV OMTIKOTOINGT TNG TPOOIOV TWV TOUKTMV

® TNV GUVIEST TOV TTPOAAOL TOV TAIKTN pe eEMTEPIKEG apLOPEG
® TOV TPOCIOPIGUO TV CNUEI®V VIKNG TOL O VId100

® TNV TTOPOYN AVATPOPOSOTNONG

® TNV TTaPOYN OEGOUEVOV GTOV GYEOLOGTN TOV TOLY VIS0V

Ot maikteg pmopovv va PAETOVY TOLG TOVIOVG TOV GAAMV TOIKTOV GTO TANICLO TNG
TPOOONONS TOL AVTOYOVIGHOD 1 Vo BAETOVY HOVO TOLG O1KOVG TOLG TOVTOVS MG
avaTPOPOJOTNON TNG TPOOdOL TOLG Kol TG emidoong tovg (Werbach & Hunter,

2012).

Katd ™ oyedloon tov ovomuotog moéviov cvotiuotog Gamification mpémer va
ANeBoVV amOPACELS GYETIKA UE TOV TPOTO YPNONG TOV TOVI®V OO TOV TOIKTN, 1M

popen pe v omoia Ba epeaviCovrar ot woévrol, N Vmopén OeTIKOV 1 opVNTIKOV
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TovTOV KaBmg Kot 1 vapén aAANAETIOpOoNG OE EMMESO TOVIMV LE TOLG VITOAOTOVS

TOKTEG.

O wovtor yopiloviar 6e TpElg Katnyopieg avaloya Le TOV TPOTO YPNONG TOVG OO

TOVG MOIKTEC:

E&apyvpwong: movtot ot omoiot ivat duvatd va eEapyvpwBovv yia Kdmole pLGIKY
emPpdPevon (my £va l01TPlo GLVALAING) N KATOlN EIKOVIKT emPBpdfevon (my
€Vl EIKOVIKO TOPAGTLLO).

Eumeploc: moévror ov omoiot ypnGLOTOI0OHVIOL Y10, VO TOGOTIKOTOWGOVV T1)
dpactnploTa ToV YpNoth. Kdbe popd mov o ypnotng oAoKANP®VEL pia EVEPYELL
010 cvotnua emPpapedeTon pe mOvTovg epmelpiog. Amrotedovv pio péBodo doTeE ot
ypnoteg vo kafodnyobvror pECH GTO GUOTNUO KOl VO TEPVOVV GE EMOUEVA
emineda.

Kdéppa (Duggan & Shoup, 2013): Tlpdketton yioo moviovg mov oyetilovrol pe v
aAAnAeniopaon Tov ypnotov. [a mapdaderypa, n afloAdynon mepEXoUEVOL TO
aVPINoE €vog YPNOTNG o€ €vav 16TOTONMO OO TOLG VTOAOITOVG YPNOTES TOV
10TOTOTOV OT®MG GLUPAIVEL OTIG TAOTPOPUES OOUOPAGHOV Yvdons Quora kot
StackExchange otic omoieg ot amavinoelg agloAoyovvion BTk 1| apvnTIKA omd

TOVG VITOAOUTOVG YPNOTES TNG TAUTPOPLLOGS. .

78

Ewoéva 5: IIovror péocm arinieniopaong ypnotav. lInyn: Google.com
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MMopdonpo (Badges)

Ta Badges amotelobv pio popen euPANUATOV TOL OTTIKOTOOVY TO EMITEVYLOTO TOV
KTV péoa oto ovotnuo Gamification (Werbach & Hunter, 2012). H ypnion tov
Badges epappoletor oe apketéc MEPUTOCES OMMG TO TANPOPOPIOKA GUGTILLATO
eknaidevong pe mopadetypata t Mozilla ko tqv Khan Academy. 'Evo mapdostypa
amo T ¥PNoN o€ eMEPNUATIKO TAaicto givarl avtd g Foursquare, 1 omoio cuvoéet
TOVG YPNOTEG HE TN TOMIKY ayopd, £vOappOVOVTAC TOVS Vo SNADVOLV TN TOPOLGin
TOVG OTIG EMYEPNOELS TNG TEPLOYNS, Vo Kavouv dniadn check in, mpoxeyévov va
avtopelpbovv pe Badges. 'Eva cwotd dopnuévo cvotua amddoong Badges éxet ta

e&ng yapaxtmpiotikd (Aapumpivov, 2015):

o [lapéyel 6TOXOVG TPOG LAOTOINGT GTOVG YPNOTES

o [Ipocpépel 0dnyiec OYETIKEG LLE TO EKAGTOTE GUOTNUO KOt TL OLTO UTOPEl val
TOPEYEL

o Tlapéyel evdeielg ylo Tov ¥pNoT, GYETIKA LE TOLES Elval Ol EMOOCELS TOV Kot
mola etvan TaL EVOLAPEPOVTA TOV

e Amotelel OTTIKOTOINGT TOV KOWVMOVIKOV GTATOVS TMV YPNOTOV Kol TNG TOPELNG
TOVG GTO GUGTNUO

o Acutovpyel ¢ deiktng opdoag, kabmg 6cot £xovv ta idto. Badges avikouv
otV 101 opdda. Avtd dnuovpyel Eva aloOnua TadTIonS HETOED TOV UEA®V

™G Opdo0C.

Ta mopdonua amotelovv Evav cuvnbicuévo tpdmo emPpaPevong Tov ToikTn Yoo TNV
emitevén evog otoyov. To cvomuo emPpoPedcewv eivar Pacikd cLOTATIKO TOV
neplocoOTEP®V  ovotnudtov Gamification kot o oyedwotg tov Gamification
CLGTNUOTOG TTPEMEL VO TAPEL CNUOVTIKEG OTMOPAGES CYETIKA LE TOVG AOYOLG oG

emPpdPevone, kat to €id0g g emPpdfevong.

O maikng mpémel va emPpafedetor Yoo KATOO CLYKEKPIUEVO AOYO LE TOVLG TLO

OTULOVTIKOVG VO OTOTEAOVV Ol TOPOKATO:

e  Xpovog: O maiktng emPpafeveror avaroyo pe 10 ¥pOVO TOV EYEL XPNOULOTOMGEL
T0 ovotnua 1 €yel gumlokel oe pio OPACTNPLOTNTO TOL GULOGTHUOTOS WE V

EPAPLOYT £VO GUYKEKPIUEVO YPOVIKO O1AGTNLOL.
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o EmitevEn otoyov: O maiktng evdéyetor va emPpafedetor 6tav emTuyYaveL Evav
016Y0 OT®G 1 OAOKAP®OT KATOL0G dPAGTNPLIOTNTAG 1) EVOG EMTEOV..

e Xviloyn koaBopropévov aplOpod wévrov: O mo ocvvnbiopévog AOYOC
emPpdPfevong evoc maiktn oto cvotiuate Gamification givor 1 GuAAOYY evig

kaBopiopévou aptBpon TovTwy.

Ag onuewmbet 011 o¢ kKamola cvotiuato Gamification ypnoomoteital Kot T0 oTOKELD
™G EKTANENG He v €vvola TG emPpaPevonc yia Ad0yovg ot omoiot dev €xovv yivel
YVOoTol 61OV Taiktn. 01000 ota MEPLGGdTEPA cvotipota Gamification avt M
TPOKTIKY] OmoPeVYETOL 6TO TAAIGIO NG VmapEng kabopdv oTOY®V TOVS OTOiovg

TPETEL VO ETITVYEL O TOLKTNC.

Ocov agopd to €idog g emPpdfevong vmapyovv dVO pHeYAAES Katnyopieg, ot
QLOIKES Kol ot eKoVIKES emPpafedoeis. Ot puokés emPpapedoeig Exovv Kdamola
VTOGTACT] OTOV TPAYHATIKO KOGHO Kol Umopel va givan vAMKEG 1 dodeg. Ot e1KOVIKEG
emPpafedoelc apopovv GTor el TOL TOLYVIOOD KOl OEV VPICTAVIOL GTOV TPOYLUATIKO

KOGHO OYL:

o  dDvowkéc emPpapevoerc:
o YAkég (my Kovoola moryvidloh, Kivntd, TNAeOpaoT KTA)
o Avieg: (my taiol, kpovallEpa, S10oKEIUCT KTA).

e Ewovikég emppafevoseic:

o IMapaonpa (Badges): Ta mapdonuo amwoteAovV 1 ONUOPIAEGTEPT LOPON
ewovikav emPpoPedoewv. Mall pe toug TOHVTOLG, TO. EMIMESD KOL TOV
nivakeg Katdragng ivar éva amd To. ONUAVTIKOTEPO GTOLKElDL 6T OTTOla
otnpileton éva cvotnuo Gamification

o IIwtoosig (Credits): Ot motOoelg umopodv va coumepiinedodv Kot
oV Katnyopio TV QLOIK®V emPpofedcewv, KaODC evo€yeTonr va
ypnowonomBohv  yio ayopd mpaypotik®v oyabov. Q¢ eKovikn
emPpapevon, €va mopddstypo miotwong gival avty mov divetar yo TV
andknon emmAfov mpovouiov oe oyxéon pe GAAOVG TOIKTEG TOV
ovotnuatog Gamification.

o Opéonpo (Milestones): Epepaviovtor o€ opiopéve  GLGTHUOTO

emPpafedovtag Tov xproTn Yo KATOL0 TOV EMITEVYLLOL.
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XOoupova pe pio GAAN Katnyoproroinon oto Gamification diaxpivoviol ol TapaKiTm

avtopoPég:

v

Score System. Amotelel v TAEOV OnUOEIAY] HéEBOSO e TN XpNon TOV aplOudv
OV POAVEPOVOLY TNV emidoom tov ypnotn. H enidoon tov yprom amoterel éva
amd Ta onuaviikotepa otoryeion Tov Gamification katd tovg Zichermann ko
Cunningham ( 2011 ), axdépa Kot 6TV TEPITTMOOT TOL OV UTMOPEL O YPNOTNG OEV
umopet va dgl TV €mMidO0T TOV EMEWN O GYESOGTIG TOV TOLYVIOOD SUTIGTMOVEL
™V OAMNAETIOPAOT TOV YPNOTOV KOl £YEL TN OLVATOTNTA OAANYDOV KOl

OYEOLAGLLADV.

Experience point reward systems. H péfodoc avtn ypnowomnoteitor Kvpimg
amd To mouyviolw pOA®V oTo omoio Ol TaikTeG HEGH amd TO POAO TOVG OF
QOVTOOTIKOVG YOPOKTNPES ONUIOVPYOVV 1GTOPIES KOt ONAMVOLV TO EMIMESO TOV

aBatap..

Item granting system rewards. [Ipdxeiton yio pébodo mov eivor SNUOPIANG
amd to moryviole poAwvV Kot amd To HOLIKO OldIKTLOKO TotyVidl pOAmV
ToALOTAGY okt . Me ) péBodo avtn eivor dvvary m ocoppetoyn evog
peyaiov aplfpod moytdv kepdilovtag kdmota avtikeipeva yioo Tov afatop mov

Exovuv.

Resources. [Ipoxeitor yio dtdpopa avtikeipeva mov Oempobvtal TOADTIHO Kot
QITOKTIOVVTOL OO TOLG TOUKTEG KOTA TN SLAPKELD TOV TTOLYVIOOV. ZOUGOVO LE
tovg Zichermann& Cunningham (2011) givan onpavtikd ol moikteg va Exovv v
dvvotdtTo va emMAEYOoLV TO avtikeipevo mov Bewpoldv moivtipndtepo. Ta
QVTIKEIIEVA OUTE TTOL ATOKTIOVVTOL OO TOVG TOUKTEG OVGLOCTIKA OTOTEAOVV
OE0LEVOT TOV TOUKTMOV Ylo. TN GLVEXEW TOL Ty vidolov. (Zichermann&

Cunningham, 2011).

Achievement systems. [Ipokettat yio TiTAOVG TOV Ol TOUKTEG OMOKTOVV HEGH GTO

oy vidt Ko 1) xpnon Toug TPoopilETaL Y10 KOWMOVIKOVS GKOTOVC.

Feedback messages. AmoteAo0Ov ToV TpOTO TOPOYNS AVIOUOPDOV TV XPNOTOV
TPOKOADVTOG £TGL TN ONUIOVPYIKOTNTO KO TNV ETTUYNUEVT] EVOCYOANCT TOV

TOKTOV e Ta oy vidla pe 0etikd cuvousOnuata.
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v' Plot animations and pictures. IIpoxerton 7y Pivieo-animation 7ov

wpoPfarlovtor Hotepa and kdbe vikn, NTTo, aAlayn eninedov, Ka.

v Unlocking mechanisms. Eivaw 11 npdofocn mov amoktodv ot ypnoteg dtov
KkePOIovy Vo OmOKTHCOVY KAmolo, oTotyeia 1 Kot va aAAGEOVY 1O TtepBdAiov

TOVG,.

Ewéva 6 Xtovyeio Tov Gamification. [Inyi: www.google.gr

Ta mopandve ototyein tov Gamification dev vmdpyovv povo oto mworyvidl OAAL
epapuolovion 6 OA0 TOV TAYKOGULO0 16TO, 6€ O1dpopa blog e Kupldtepa oToryeia TV
katdtaln oto oxoéAa. ‘Etor ot Beatég tov moryvidlov €xovv duecn emagn peE T
dradkacio KaBdG HTopodV LE TNV YNEO TOLG Vo £XOVV €V, LEYOADTEPO KIVITPO Yia
KOADTEPT KOl O EVOLAPEPOVGO OTAVINGY OTOVG GYOoAMaoTEG. Emmpdobeta elvan
EQIKTN Ko 1] ONUOGLo TPOPOAT] TV GTATICTIKOV T®V GYOMAST®V. O avayVOOTEG UE
™ duvaToTNTe Vo 6Y0MALOVY AmTOKTOLY Kot o avTapolBn Kabdg ot TéEvte KaAbTePOL
amod avTovg kepdifovv Kat €161 cuveyi{ovv TNV GUUUETOYN TOVS GTOV GYOALNGUO Kot

ot vréAoTol va, yneilovv tov KaAvTEPO.

Ext6¢ amd ™ dvvatdtnta avt ot oxediaotég tov Gamification umopodv va ymeilovv
Kot vo omoeoacifovv yia v mopeio. Tov blog. Tétoo mapdaderypo amoterel 1
YNeoeopia Yo dALNYT TOL OVOLOTOG 1 TNG LOPONG TNG GEAIDAGS, Yol TNV EVOMOUATHOON

€VOG KOVOUPYLOV YOPOKTNPIGTIKOV, K.O.
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IMivakeg Kataragng (Leaderboards)

To tpito oroyeio g Tpradag PBL amotedovv ot [Mivaxeg Katdraéng (Leaderboards)
01 0TO{01 YPNGUYLOTOLOVVTOL Y10, TV KOTATAEN TOV TOUKTOV AvVIAOYO LE TIG EMOOGELS
Tovg o€ KABe dOpactnpotTa | edon Tov Toyvidwv. ‘Etol ot Ilivakeg Katdtagng
Aertovpyohv ®¢ HECO GUYKPIONG TNG EMOOONG TOV TOIKTOV UETOED TOVG KOl MG
Kivntpa yioo v mopakivinon TV TakTdv, kabmng o kabévag mpoomabel va avéPet
ymidtepa otov mivaka Katdtaéng. Ot mivakeg katdtaing eivon eniong éva omd o To

ONUOPIAN oTotyela emTuNUEVOY cvotnudtov Gamification.

Yg éva ovotnuo Gamification evoéyetan va vrapyet £vag eviaiog [Mivakag Katdtaéng
N moArlamiol Ilivakeg Katdtaéng, kabévoc amd tovg omoiovg OpOpQOVETOL E
dwpopetikd tpoémo. o mapdderypo pmopel va vmapyovv Ilivakeg Kotdroaéng
avéioya pe tnv nAkia, To EOAO, TN YOPO, TNV £BVIKOTNTO KOl TO TPOPIA TOV TTAKTY.
Kémowot ITivakes katdtoéng Opope®mvovIol ava xpnotn Kot TeEPAaUBavovy tov
YPNOTN KOl TOLG PIAOVG TOV GTa d1dPopa KOVmVIKA dikTva O6Ttm¢ To Facebook kot to

Instagram.

Ta mapandve otoyeio g Tp1ddag PBL, avaeépovtar o¢ to onpavtikdtepa oTotyeia
TOLYVIO00 TTOV YPTCLOTOOVVTOL GE OLAPOpa TToyvidla. 26TOC0, 0EV ATOTEAOVV TO

uéva otoryeio Tov umopovv va ypnotporonbovv oe éva cuotnua Gamification.

Ernincoo (Levels)

‘Eva axoun onpavtikd otoryeio amotelovv 1o Enineda (Levels). [ToAAd cvotipata
Gamification gvtdocovv 10 unyoviopd Tov Emmédwv pe tov apfud tov emmédwv va
SLPEPEL OVAAOYOL L€ TO GUOTNUO, EVM Kol GTOLEID OTMC 1 SVOKOAIN Kol O TPOTOG
petdPaong omd to éva eminedo oTO GAAO OmOLTOVV OO TOV OYESOOTY TOL

GLOTNLOTOG SLOPOPETIKT TPOGEYYIOT Yo KaOE TepinTmon).

Apyikd mpémel vo kobopiotel n VTapEN KaOBMOS Kot 0 aplBudg TV EMITEI®Y G £val
ovotnuo Gamification. O apBpdg T@V emmédwV pmopel vo SPEPEL AvVALOYO LE TIC
aVAYKES TOV GLGTNUOTOC KOL VO EIVOL EK TOV TPOTEPMV YVOGTOS GTOVG TOUKTES M)
dyvootog. Xta emineda vrapyel cuVHBOS M €vvola TNG TPOOSEVTIKNG AENCNG TNG

dvokoAlag katd ™ petdpoon oto emouevo emimedo. Ta emimeda pmopel va elval
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mopOpHoln, TOo £V Vo €lval QUOIKN GUVEYXELDL TOL GAAOL 1 va eivon Ko TEAEImG
aveCdptnta petald tovc. H petdfoaon oto emdpevo eninedo GuvoEeTal e TV TAPOSO
GLYKEKPLUEVOL YPOVIKOD SLOCTNUOTOC 1) LE TNV OAOKANP®GCT KATO0G GUYKEKPILEVIG

dpacTNPLOTNTOG 1 TEAOG LE TN GLALOYY| EVOG KOBOPIGUEVOL 0p1OLLOD TTOVI®V.

H amin tpocOnkn otoyyeimv mayvidov ommg ot I1dvtor, ta [Mapdonua 1 ot IMivakeg
Koatdtaéng oe vrdpyovoeg epapuoyés pmopel vo ennpedosl Kot vo. TPOTOTOUCEL
OVYKEKPIUEVES CLUTEPLPOPES TV XPNOTOV. 26TOG0, aVTO OEV GNUOIVEL OTOPOITNTO
ot Bo emrevyBel n emBoun aAlayn coumepipopds. Ta dtdpopa cvoTaTiKE HEPT
KOL Ol PUNYOVIKEG TOL GLOTNUOTOG TPEMEL VA 6YeOALOVTOL TPOGEKTIKG £TGL MOTE VAL
vroompilouv TIG emyElpNUOTIKEG Svvapukés. Avtég ot SLVOUIKEG TPEMEL Vo
oLVOEOVTOL  GOQMOC HE POOIKEG EMYEPNUOTIKEG OladlKacieg Kot  emBountd
OTOTEAECUOTO OTMOC 1 TPOGEAKLON YPNOTOV 1 1N avénon moincewv. [oapokdto
ToPoVoaleTol T0 GVOTNUO ZVOTATIKOV, Mnyoavikdv Kot ALVOUK®OV TO 0Toio

Baciletar oto mhaicto twv Werbach kot Hunter (2012).
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The Game Element Hierarchy

Dynamics
are the big-picture
aspects of the gamified
system that you have to
consider and manage but
which can never directly enter
into the game.

Mechanics
are the basic processes that drive the
action forward and generate player engagement.

Components
are the specific instantiations of mechanics and dynamics.

Ewéva 7: Hiepapyio Tov otorysiov nayvior@v. IInyn: Werbach & Hunter (2012)

2.4.5 Avvopkég

Ot duvapikég ivar 01 TPOKVTTOVGES GLUTEPLPOPES KOl Ol GAANAETIOPACELS UETOED
TOV TOKTOV TOV gvBoppivovtal amd To CLOTATIKA Kot Tig unyovikés. Eaptmvran
amo T eOon Kot Ty gumelpio Tov tuktodv. O kdbe dvBpomog sival Eexmplotodg Kot 1
Katnyopomoinon towv mouktdv (my E&oroBpevtéc, Kowwvikoi, E&epevvnréc,
OLOKANP®OTEG) amottel OPOPETIKY| OVTILETMTIOY] TOV CYEOOOTY OMEVAVTL GE KAOE
TOmo maikt. 'Evag €0motpepng maiktmg O omoiog amo@evyel TOLG KvOOVOLS
CUUTEPLPEPETAL OLOPOPETIK GE OYECN LE KOTOOV TOL EMOIMKEL VO JEPELVA
EMKIVOLVES KOTAGTACELS Y10, Vo Kepdioel meplocoTepes emiPpafevoels. ‘Evag maiktnc-
E&oloBpevtng ypetdleton éva mo ypiyopo puvbud maryvidiov omd évav moikTn-
Kowovikd. EmumAéov, ot duvapukéc sivar autéc mov eumodilovv n HETATPOMY TOV

oy vidlov og povtiva. Ot duvapkég etvatl vrevBuveg dGTe TO TOLYVIOL TPOOSEVTIKA
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va yivetor OVOKOAOTEPO KO TEAIKE Vo SOTNPEITOL TO EVOLOPEPOV TOV TOUKTY.
Enopévmg, o oxedtaopog TV SLVOUIK®OV VOGS TOLYVIOIOD TPETEL VO EVOMUATMVEL TO.
YOPOKTNPIOTIKA TOV TOIKT®OV, TO OTolo TPEMEL VO evnuepdvovtal kad 'OAn 1

dubpkela TG TPoddov 610 cvotnpa Gamification.

Yopeova pe tovg Werbach & Hunter (2012) ot Mo onpovtikés SLVOUIKEG TOV

oL VIOLOV givar ot akOAOVOEG:

1. XvvareOpate (Emotions): to cvvaicOiuoto mwov Pidvovv ot ypnoteg
neptopfdvouy po aicBnon mePEPYENg N OVTIOYOVICTIKOTNTOS, 1) Omoio
umopel va a&lomonbel kot va oyedtootel Yoo vo emtdyel o emBountd
OTOTEAECUOTO TOV GLGTHLOTOG,

2. Xyéoeig (Relationships): mepiiapfdavouv to @dopo T@V 0AANAETIOPACE®V
OV 0ONYOUV GE€ GLVOICONUATIKEG TPOOKOAANGELS TOVG TOIKTEG. ..,
GLUVIPOPIKOTNTO KOl KATAGTOON. GYECELS

3. Aonyoswc/Iotopiec (Narratives/Storylines): eivor éva otoyeio mov
elodyeton amevbeiag amd moAAd emtuynuévo Pvteomoaryviola. [Hapéyovv pia
oLVEYN KOl GUVOPTAGTIKY 16TOPI0, TOPEXOVTOS Vo TAAIGLO Kot £vor vOM Lo Yo

TIG A AETIOPAGELS KOt TIC TEPIMETELES TV YPNOTAOV.

2.4.6 Mnyovikés (Mechanics)

Ot unyovikég elvar Pacicés dladKacieg Tov SNUOVPYOVV TNV EUTAOKT TOV TOLKTMOV.
Eivon ghappdg mo apnpnuéveg amd To GLOTATIKE Kol cLYVA oyetilovion UE TOV
TpOTO pe Tov 0moio e£EAMOCOVTOL GUYKEKPIUEVA CLGTOTIKA LLE TNV TAPOSO TOL YPOVOL
N Ue tov TpOMO HE TOV OMOi0 Ol YPNOTES GAANAEMIOPOVV €vidC ToL mAaiciov. Ot
HUNYOVIKEG 0pilovV SLVNTIKES EVEPYELES KOl KOTAGTACELS TOV XPNOTN, KOTELOLVTPLES
ypoppéc mov kabopilovv tov TpOTO e Tov omoio To mayviol eEglioaetal, moleg givot
o1 TOavES avTidpdoelg o £vo GLUPAV Kot Tt EXNPEALEL T CLUTEPLPOPE TOV YPNOTH.
H mopakdto AMoto meptypdeel Hepikés ONUOVTIKES Unyovikés mayvidiov Werbach &

Hunter (2012).

1. Emredypato (Achievements): e&lvar ot otdyor vy TOov  ToikTn Kol
AVTUITPOGMOTEVOLV OpOCTUO GV 1oTopiot Tov Toryvidwov. 'Eva emitevypa

umopel va gival 1 oplotikomoinon evog mpoidvtog, 1n OpacTnPOTTO CGE Wi
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OPIOUEVN XPOVIKT TTEPi0d0 N 1 cvcodpevon Topwv. Eva eritevypo pmopel va
avtopelpOel pe Eva onuo.

[TpoxAnoeig (Challenges): opiopéva kabrrkovta mov ypetdlovior Tpocnddeia
emilvong, Omwg ot ypipor (puzzle) M dAleg epyacies. Ov mpokAnocelg
TEPLYPAPOVTAL OO VAV KATAAOYO GTOYWOV TOV TPEMEL VO EKTANP®OOVV.
Yvvepyaoio petaly ypnotav (User Cooperation): ypnowun yo v emnitevén
evog otoyov mov dev  elvar gpiktdg amd Eévov  povo  maiktn. (Y.
ouvappoAdynon Poapov unyovnudtoy).

Avatpopoodtnon (Feedback): minpogopieg mov mapéyovion péow Ihivdxkmv
Kotdtaéng, unvopdtov 1 GAAOV OTTIKGOV 1 EVNUEPOTIKOV o0B0ovav Kot
EMTPEMOVY GE €VOL TTOUKTN VO, GUVELINTOTOWCEL TO TOGO KOAQ T TAEL £TOL
(MOTE VO TPOYMPNCEL GTIG OTAPOLTNTES EVEPYELEC.

[0k oio Ttopwv (Ownership of resources): opiGpéV ¥PGIUA 1] GLALEKTIKG
avTikeipeva To. omoia. uropovv va amoktnhovv, va ypnoipomoinfodv kol vo
OTOTEAEGOVV AVTIKEIIEVO S0Py UATEVCTG.

[Ipdodog ¢ otopiag (Storyline Progression): n mpdodog ¢ 1oTopiag Tov
TOLVIOO0 CUUTEPIAAUPOVOUEVIG TG OTEIKOVIONG TNG TPOOSOL TOL TOIKTN
o€ pa opactnpotta. H mpdodog pmopel axdun kot va wpoxinbel amd to
oLOTNHO £TOL MGTE VO, moPeVYDel 1 amoyonTeELST TOL Y¥PNOTN OTaV dev EEpet
TL VO KAVEL

Yvvorlayéc (Transactions) HETOED TOKTOV: EMTPEMOVV TNV gUmopio. TV
TOPMV TOLG OTOIOVG EYOVV GTNV 1O10KTNGIN TOVE Ol TOUKTEG,.

Evkaipiec: toyxaio otoyyeion tov mouyvidiov o omoio mopéyovv aicOnon

afePordmrag Kot SoKESUONG GTOVG TOUKTEC.

KdéBe pio amd tig unyovikég givar €vog tpomog yio va emttevydel pio 1 meplocotepes

amo TIc SuvapiKES Tov avaeépovtal mopandve (Werbach & Hunter, 2012).

2.4.7 Xvotatika (Components)

H emloyn tov ovotatikov oyetiletor pe tnv mpdbeon kol Tov OKOMO TOL

CULGTNHUOTOG, TNV OUAdN YPNOTOV-GTOXOV Kol TO. EPYOAEID. OV EUTAEKOVTOL OTN

onpovpyia Tov (Aoyiopikod). Qotdco, 1 EVELNG YPNOT AVTAOV TV GTOLKEIOV Yo TNV
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KOVOTOINoT TOV OMOUTNCE®MV TOV OYed0oT)] €ivol o OVOKOAN Kot  omoutel
TPooekTIKN okéyn. Ta cvotatikd ivot To GVYKEKPIUEVA OO TIC SLVVOUIKEG KoL TIG

unyavikes (Werbach & Hunter, 2012):

1. Iévrtor vy 1N pétpnon kot v emitevén emrvyiog (apOUNTIKN
avamopactacn g e£EMENS Tov ToyvidoD).

2. Hopdonpa (omTiK| AVATOPACTOCT TOV ETTEVYUATOV). AVIITPOCSOTEHOLV
Vv emruyio Kot Tpokafopiouéve EMTEDYLOTO, TO OTOI0L HITOPOVV Vo givorl
eVEMKTA Kot vo cvopmAnpovouv tovg [livaxeg Kartdtaéng wg epyoieio
pétpnong g emrvyiog. Ta mbavd [apdonpa eivoar cuviB®G YVOOTA €K TOV
TPOTEP®V Y10 VO TOPOKIVIIGOVV TOV YPNOTT VO ETTVYEL TPOCOTIKOVS GTOYOVG
YOPIg AUEGO OVTAYOVIGUO HE AAAOVG TOUKTEG.

3. IMivakeg katdatobne (eEEMEN Tov emtevypdtowv tov maiktn). Ot [ivaxeg
KATATAENG YPNOIUEHOVY OTNV EUPAVIOT TNG TPOOSOL TWV YPNOTAOV KOl TNG
eMITLY{0 TOVG G€ GVYKPLON LE TOVG AVTUTAAOVC.

4. Amoctohég (TPOKANGELS e GTOYOVS KOl OVTAUOPES). Xe avTEG, £vag YpNoTNG
avTipetonilel o TpoOKANoN Yo va Tdoel g Evav KaBopiopévo otodyo, UE
okomd ™V aviopolpn tov. Ot amootoréc kabopilovior amd otOYOLS (7).
onueio avaeopds n opodoNUa) Tov TPEMEL Vo, elvar akpiPeic, katovontol Kot
GUVOTTIKOL.

5. Avtayoviopdg/apokinon petalh ovo ypnotodv kabmg mpoomabodv va
Eemepdoovy GAAO.

6. Ewovikd ayo0d (otoyeio moyvidldv pe avTiAnTTy N TPAYIOTIKY XPNHOTIKY
a&ilo). Amotelobv mePOLGLOKA GTOolKElo OV Bewpovvtol TOAVTIH, KAOMG
TPOGPEPOVY €Vl TAEOVEKTNUOL GE €vav YPNOTN 1N XPNOILEVOLV Yo VO
dlkpivovv ToV YpNoTN KOoTd KATOlo TPpOmOo, mopéyovtas o oaicbnon g
OTOUIKOTNTOG.

7. Enmineda dvokoriag (660 avePaivel To emimedo SVOKOAEVLEL TPOOSEVTIKA TO
moyvioy). TIpooeépovv oTovg Ypnoteg véa mpdkinomn Kabdg Tpoympovy 61O
oy viot.

8. Aoped/TIpocpopa (svkoipio €vog maiktn vo polpactel TOpovg pe GAAovg
naikteg). H xown yprion mépov petald xpnotodv eTITPEMEL GTOVS YPNOTES VO

amoAapPavouy T 0PEAN TG dmPelc, TG PonBelag Kot Tov aATPOVIGHOD.
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2.4.8 Kavoveg

[Ipoxertor 0VGLOGTIKA YL TO ONUAVIIKOTEPO GCLOTOTIKO OAMV TOV GLOTNUATOV,
eCaoparilovtag €161 T 6®OTH Agttovpyia Kot TG dlkang ¥prons kébe cuoTIHOTOC
pe okomd €va dikoro maryviot. [MapdAio mov ot Kavoveg VILAPYOVV AT TV aPYN TOV
TOYVIO00,  TOPOVCIALoVTOL  TAVTO  TOPAUETPO TOL  0dONyoLV o€ un  olkoa
OTOTEAECUOTO KO Y10 TO AOYO avTd emPAAAETOL 1| LETAPOAN KOTA TN SLAPKELL TNG
KuKAogopiog evog cvotiuotoc. Ot kovoves, cuvnbmg, apopovy Kot epapudlovtan
amd  OAOLG TOLG YPNOTEG, €KTOC amd Kamoleg iowg  eEoupéoelg mov YPNOTES

SLLPOPETIK®V OLAd®V avTipetonilovtot pe Eexmplotd Tpomo.

IMa va woydcovy o1 Kavdveg VAOTOI0UVTOL KATO1EG OpacTNPLOTNTES Kol opiletal Kot o
TPOTOG AMOVOUNG TOVIWV GTOVS YPNOTEC TOL TOLG OKAOVOOVUV HE OVTIGTOU(ESG

emPpafevoels..

[T cwot6 Bempeiton oToL GLOTAOTA TOV KAVOLV YpNo™ ToL gamification, o1 xpNoTESG
VO YPNOLUOTOOVY TNV EPOPUOYN EMMVUUA KOl VO €lval YVOOTO TO 0AnOvO TOvg
TPOPik, YEYOVOG OV ePapproleTot Ta TEAELTAIN YPOHVIOL LE TN YPNOT TOV KOWDVIK®OV
HECOV SIKTOMOMG Ziyovupa avTtd eVEXEL KIVOUVOLE OAAG KOl 1 avevopic To 1010 apov
e0bKoAo Umopel KATOL0¢ Vo eEAMAUTIOEL TOVS VITOAOUTOVS TOHKTEC-YPNOTEG XPNOTEG OL
omoiot givol pe to aAnBvO TPoPik TOLG GTA KOWMVIKG HECH SIKTVMOGNG TUYYAVOLV
HEYOADTEPNG EUMOTOCLVNG OO TOLG  avdvupov. Béfawa vmbpyovv kar ot
SLLYEPLOTEG TTOL EAEYYOLV KADE OPAGTNPLOTNTA TOV YPNOTMOV KOl GE TEPIMTMOOT TOV
eVTOTIOTEL piol KAKOPOVANG GUUTEPLPOPAS £YOVV TN SLVATOTNTA VAL KAVOLV EMITANEELG
N axoua kol vo eMPAAAOVY KUPMGELS KOl TOWVEG GE YPNOTEG TOL OMEIAOVV TNV

anpOGKONTN AELTOVPYiO TOL GUOTHUATOG.

2.5 Xpnotec-Tlaikteg

Ot ypnoteg-maikteg amotehovy pio and T TE6GEPLS OUAdEG TOL GLUUPBAALOVLY GTNV
eunepioc tov Gamification poli pe tovg oyednotég, TOLVG Oeatég Ko TOLG
mapatnpntég (Robson et al, 2016). O maikteg €ivor ovTol 01 00101 GULUUETEYOLY GTNV

eumepio Tov Toyvidov. Ot oyedlooTé eival ot dnpovpyol avTg TG eumelpiog,
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dwyepiCovrar kot tn dtatnpovv. Ot Beatég dev €xovv AUESN 1 EVEPYN CLUUETOYN
otV gumepia, mop’ OAQ aLTA £XOVV TN SLVATOTNTA VO, TV EMNPEAGOVY, ATOTEADVTOG
Yoo Topaderypo. tovg @iAovg evog maiktn. Ov moapatnpntég eivar avOpwmor mov
yvopilovv 0T 1 gumelpio VEAPYEL AALA Oev Exovv Kopia ETIOPaCT G€ aVTH. XVVNO®G
N ovvdeon Hetald oyedlaoTn Kot Taiktn eivon 1 uoévn mov Aapupaveton vtoym, ywpic
avtd va onpaivel Tmg Beatés Kol TapaTNPNTEG OEV UTOPOLV VO EXNPEAGOVY 1 VO

ennpeactovy and avtr| Vv eunepia (Robson et al., 2016).

O Richard Bartle, Bpetavdg cuyypapéag kot kabnyntmg oto [avemotipio tov Essex,
péca amd TV £PELVE TOV GTOVG TOUEIS TOL GYESIOGUOV KOl OVATTUENG TOLYVIOUDV,
EXEL KOTNYOPLOTOGEL TOVE TOUKTEG PAON TOV TPOTIUNCEDV TOVG OTO TOLVIOL.
AVTEC Ol TTPOTIUNGELS TPOKVATOLV OO ML GEWPE TLYOUOV EPMTNCEMV Ol OTOIES
eviomiCouv Ta  YOPAKTNPIOTIKA 7OV GYeTICOVIOL HE GLYKEKPIUEVOVLS  TOTOLG
yopoktipov. O Bartle, péca amd v £pguva Tov, eviomice T€60epIc PAcKODg TOTOVS
moktov, Tovg OlokAnpwtég(Achievers), tovg E&epevvntég (Explorers), toug

Kowwvikovg (Socializers) kot tovg EEoAoOpevtéc (Killers) (Bartle, 1996):

Acting
A
Killers Achievers
Players-—-— == ‘Waorld
Socializers Explorers
Interacting

Ewéva 8: O técoepig katnyopisg morktdv. [Inyn: Bartle (1996)

e  Oloxinpmtés (Achievers): sivar o1 maikteg ekeivol mov embBupovv Kvpimg
vikn péoa amd v amoktnon woOVIev, emmédwv, e£omAMoUoD, eTAOAWYV,

VAMKOV ayabdv 1 AoV emPpoPedoeov. BOa mpoomabnicovv kdbe duvatd

35



TPOTO Y1o. Vo EMTOYOLV OVTOUOPBEG TOV TOLG Olvovv eAdyloTa 1 KaBOAOL
TAEOVEKTILOTO TTOLYVIOI00, LOVO KOl LOVO Y10 TO KVPOG TNG KOTOYNG ALTOV TV
avtopolpov. Ta moaryvidia mov &xovv éva T€hog Kot kamolog Oa kepdicel pe
KAmolo Tpomo, amevBuvVETAL 6TO GTVA TTaVIOOL TV OAOKANP®OTOV, KOONDS
TOVG OiVEL KATL VO ETTHYOLVV.

E&epevvntéc (Explorers): ‘Exovv o¢ kbplo otdyo Vv avakdioyn evog véov
KOGLOV KOl TOV HLGTIKGOV TOL. [ avtovg 1o moyviol €xel a&io av 000el n
duvatodtnta Yo véeg eumelpieg. ®ELovV va ekTAayovV Katd T SdpKelo TOV
oy vidov. Emiong, sivar maikteg mov BEAovv vo avakaAvyouy Teployés, va
ONUovVPYNooLY YAPTEC Kal vo pdbovv yi kpved pépn. Embopodv va
SEPEVVIIGOLV EIKOVIKOVS KOGLOVG LE OAEG TIG TTVYEG TOLG KOOMS Ko OAEG TIC
duvatdtnTeg  morvidloh Kot ouyvl  ocBavoviol  TEPLOPIGUEVOL  OTOV
avaykdloviol Vo TPOY®PNoOLV HECH GE GUYKEKPIUEVO YPOVIKO SlAoTNUa,
a0V aTd deV TOVG EMTPEMEL VO TAU{OVV LE TOV TPOTO TOVG..

Kowovikoi (Socializers): Xt0yoc Tovg &€ivolr vo €MKOW®VOUV LLE TOVG
OVUTOUKTEG TOVC. XTNV  TPAYHOTIKOTNTO, EKUETOAAELOVTOL TANPOS TNV
KavOTNTA TOVG Vo yivovtol uéAn opddowv. BAEmovv ta mayvidin g amimg
Ao tpOmO oOVdEoNG HE TOLG avOpdTovS. BEAOVV Vo GLVAVINGOLV GAlL
HéEAN, vo To KataAdfovv Kot vo  dnpiovpynoovv oyxéoelg palli  Tovg.
Evdlagpépovtar va aAlnAiemdopovv pe dArlovg maikteg avti va mailovv o idto
T0 1010 t0 Tayvidl. Emiong, amoiapPdavovv to mepifdAiov oto dSadiktvo,
KOOADG TOVG EMTPENEL VA, ONOVPYOHV VEEG GYEGELG

E&oloOpevtéc (Killers): eppoaviCovv embetikn Kol ovVTOY®VIOTIK
CLUTEPLPOPE e OTOYO TNV €EAAEWYT GAAMV TOUKTAOV GTOV EIKOVIKO KOGLO.
"Exovv otdyo Oyt povo 1 vikn, oAl Kupimg TNV NITe TOV GAAOV TOIKTOV.
[Ipotywovv va mailovv moryvidiw pe TOAAY OpAoM Kol KOTOCTPEYILO
nepiairovta. [lpoomabovv eniong va SofAcovy TIg KIVAGELS TV AVTUTOA®Y
TOVG KOl TOVTOYPOVO VO EVEPYOVV pe GOGTO Kot Tipo Tpoémo. Kupiwg, BELovv
VO OTOKTNGOLV dVvaun TPovUaTilovTag Kot Kuvnymvtag GAAOVS TaKTEG OTO
TA0iG10 TOL Toyvolov. Kabe maiktng pmopet va aviKel 6e mep1ocoTePES Omd
pio Katnyopiec, aAAd cuvnBmc vapyel pia eival  Kuplopyn Kot petafoivet

0TOVG GALOLG TOTOVG HOVO OV BELEL VO VENGEL TO EVOLOLPEPOV TOV.
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O Andrzej Marczewski (2016) mpe 1™ ta&tvounon tov TOTov touktdv tov Richard
Bartle, v tpomomoince kot mpdcbece GAAOLG 0VO TUTOVG YPNOTOV TALYVIOUDY

QTAVOVTOG GLVOAKA TOVG TOTOVG TUKTMV € €51 (6):

e O IMoikteg (Players) &yovv ®g Poacikd oTOXO VO OVIOTOKPIVOVTOL OTIC

TPOKANGELS TOL TTOLYVIOOD Kot vo Bpickovion oTic Tpdteg BECEIS TOV TIVAK®OV
KatdtoEng. Avtlobv guyapiomon amnd Tig eEmTtepikés emPpafedoels mov Tovg
TPOCPEPEL TO TOLYVIOL.
Onwg ot dolopovol tov Bartle, Toug apécovv va kepdilovv kot va €govv Ta
ovopatd Tovg otovg mivakeg Paduoroyiag. ‘Epyovion va maiEovv kot eivon mhoavo
Vo ETOEEANB00OV omd TO CUGTNUA KOl Vo ETOEEANB0VV amd Ta KeEVE Yo TN
GLALOYN TOV aVTAPOPOV

o O Awrapakteg (Disruptors) vrokwvovvtal omd v AAloyn. Ievikd, 8&lovv va
dltapdéovy 10 cLOTNUA co0C, €ite Aueca &ite PHEC® GAA®V YPNOTOV Yo Vo
EMPEPOVY OETIKEC 1] APVNTIKEG OAAOYEG

e O Kowovikoi (Socializers) kot OlokAnpwtég (Achievers) amotelobv TOLG
10100¢ TOTOVE TAKT®V pe avTovg oL Elye mpoteivel o Bartle kot £xovv avalvdei
TOPATOV.

Socializers: Onwg xat ot Socializers tov Bartle, avtoi ot yprioteg Bélovv va
oaAnAemdpdoovy pe GAAovg. Extipodv tar pépn Tov GULOGTNAUATOS TOL TOLG
EMTPENTOVV VO TO EMLTVYOLV.

o FElev0epo mvevpa (Free Spirit) Ocwpeiton exeivog o ypnotg mov de B€lel va
OTOGTATOL A0 TO TPOCMOTMIKO TOV Ta&idl. ZuviBws, £X0VV TOLG TTO EVPAVTUGTOVS
EWKOVIKOVG YopaKTNPES Kot BEAovV va exppaloviol pHéca amd To Toryvidl Kol va
&xovv avtovopia.

Avtol o1 ypnoteg mPOTWoVV &va TPocsomKO Ta&idl Kot ovtiotafodv og
neploplopos. Emdudkovy v wioktoia kot fpiockovv onpUovpytkovs TpOTovG
Y10l V0L EVTIOTIGOVV TO, EAQTTMOLOTO, TOV GLGTHLLOTOG,

e Achievers: Onwc ot Achievers tov Bartle, avtoli 0éAovv vo maifovv KoAd.
Aoppdvoov v peyoddtepn wavomoinon omd 1o vo moailovv KaAdTEPA Kol Vol
amodidovv o€ GALOLG.

e O DurLavOpmmor (Philanthropists) 0éAovv va coppetéyovy yio KAmolo avaTePO
oKomd. AvtAolv guyapiotnon omd TV avidloTeA TPooeopd kot T Pondela mtpog

TOLG AALOLG.
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Mepkoi maikteg 0EAovV va avtamodidovv oe dALoVG emeldn asBdvovTot OTt eivan
HEPOG amd KATL peyadvtepo. Amolapfdvouv va fonbovv, va popdloviot Kot vo

Kafodnyovv.

Kot €dm, kabe ypnomne pmopet va avrkel oe pio N meplocodtepeg Katnyopieg. Xtnv

TapOKAToO ewoOva divovtar oynuatikd ot Katnyopieg tov Andrzej Marczewski.

Disruptor

© Andrzej Marczewski 2016
[®) ev-ne-no

Ewoéva 9: Tomor ypnotdv. [Iny: Marczewski (2016)

O yproteg, wotdc0, ywpilovtal o gkeivoug mov givar mpdOvpol va mai&ovv 6To
oy viol Kot o€ ekelvoug ot omoiot dev gtvar TPOBLIOL VO GUUUETEYOLY GE KATOLO0
mayviol. [ va 600gt otovg ypMoteg Kivntpo GLUUETOXNG YPNOLOTTOLOVVTOL TOALOT
tpomol onwg EmPpapedoetg, Kowvovikég cuvdéoelg, Avtovouia, E&ovoia, Xkomdg

OT®OG PAIVETOL GTNV TOPAKATEO EKOVA.
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\."‘J:rl||lﬂg:0 Player < Rewards
Play
I
Less willingto - Relatedness/
“Play” Socialiser ~ Social 1
| I
' ,_ -
Free Spirit €= Autonomy ‘ -
\ I
I I
Achiever < Mastery -
Y -
| I
1 |
Philanthropist €= Purpose JI
I
Not Willingto H )f Disruptor _!
Ffplafl . p |

Ewéva 10: Mapoyi xiviitpmv coppetoyis woiktdv. Marczewski (2016)

2.6 Awodkaoio avantoéng cvetpotog Gamification

H emtoyla evég gamified cvotiuatog oyedialetar pe Pdon KAmTOlES TEYVIKES Kot
OTPOTNYIKEC DOTE VO eEAGPAUAIGOVY O aTd Ta oTOLYEID TOL TO KOOIGTOOV EMITLY 0L

Y10 TOVG YPNOTES KO TNV EMLXEIPTON TOV TO TPOWOEL.

O ocvvdvacpuds tov TEXVIKOV cuvoyiletal 6tov cuvdvacpud Ymokivnon — Apdon —
Avatpo@oddtnon aeov £tol eacpaiiletor 1 yuyaywyio tov Oeatodv pe evepyn
opdon. IMopdderypo piog TETOOG TEXVIKNAG OMOTEAEL O OTOYOG TOANGE®V MG
etapeiog. O TOANTC Tov Ba PTAcEL TPMTOG 6TO TEAOG KABE Uva O KOVIO GTOV

ot0xo Bo emPpafevtel, yeyovog mOL TOPOKIVEL KOl TOVG GAAOLG TOANTEG Vo
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TPOGTOONGOVY VO PTAGOLY Kol aVTol To 6TdY0. Exyoviag yvdon tov emdocedv TOUG
OAAG KO TV EMOOCEDV TOV GAADOV TOANTOV KAOEVOS TOVG UTOopEl va. avaoyeO1doEL
Vv Topeia. TOV, TIC EVEPYELEC TOL KOl VO QTACEL KOl OVTOC GTO GTOYO TOV.
I'vopilovtag ka0 TOANTAG TIC TOANGELS TOV OALY KOL TIG TOANGELS TV VTOAOIT®MV

TOANTOV UTOPEL VAL AVOTPOCUPUOCEL TIG EVEPYELES TOV.

To Gamification e£outiag Tng GTPATNYIKNAG TOL YONTEVEL KOl TPOGEAKVEL TOVG YPNOTES
va acyoAnBobv pe owtd. Emopévag n 6tdyeuoT Hog TpocEyyiong Tov ToPAKIVEL TOVG
YPNOTEC oOmoteAel TNV MO OOt €mAoyn. Me Pdon To amOTEAECUATO  TTOV
TPOKVLTTTOVV, YIVETOL KOl O OYEOOUOC  SLOPOPETIKOV — TOLYVIOIDV Yo €val
TANPOPOPLOKO GUGTNUO, ETTPEMOVTAG TV TPOCAPLOYN TV ototyeiowv Gamification

OTIC OTOUIKEG TTPOTIUNGELS TOV YPNOTOV.
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KE®AAAIO 3° E®APMO®H TOY GAMIFICATION XE
IHAHPO®OPIAKA XYXTHMATA

3.1 I'evikd ywo v gpappoyn Tov Gamification oto IIAnpogoprokd

YvoeTipoto

Eved elvar dvvatq m evoopdtwon tov Gamification og dwdikacieg ywpig v
VOGTNPIEN NG TEYVOAOYING, ALTO ATOSEIKVVETAL OVGKOAO Vo, EMTELYDEL TNV TPAEN.
[ToAAéc mpodopateg epapuoyés eaiveton va Pacilovial o€ €QUPUOYES KOWMVIKMV
HEC®V OIKTOMONG, TePLoyn Tov PacileTtol 6To0 AlOdIKTLO KOl EMIKEVIPOVETOL GTNV
woyvpr vroot)pién TIIE . H teyvoloyia TG TANPOQOPIKNG EMTPETEL TV TayEl Ko
amA] VAomoinom kol evompdtmon Tov cvotnudtov Gamification cg 10T0TOMOLG
Kowmvikng owtdmong. Ta tekevtaia ypovia, to Gamification, éxel eEelybel oe €va
Wwitepa  MNUOPIAES  epyoieio, TO ONOI0 EVOMUATMOVETOL GE  TANPOPOPLOKE
ovoTHHOTA, Kot EQaPUOLETOL GE SLAPOPOVS TOUElS, OT®G N ekmaidevon, 1 vyeia, ta
Kowwvikd diktva, To Crowdsourcing, to Marketing ktA. Ot évvoieg Tov Gamification
EYOUV EQUPLOCTEL EMTLYMG G O1APOPOVS TOUEIS OTMG TO KATAVOAWMTIKG TPOidvTa
(Deterding, 2012), n ekmaidevon (Khan Academy, 2006), ot dtaywvicpol wemv (Witt
et al., 2011) kon to pdpretvyk (Zichermann & Linder, 2010).

3.2 To Gamification otnv Exnaidgvon

[ToAV Baocikd epyareio oty €€ amootdoemg ekmaidevon amotédece To gamification,
Y0P OTO OMOI0 Ol EKMOOEVOUEVOL EKONAMGAY TOV 0avAAOYO €VOOLCIOOUO KoL
a@ocinon g ekmadevTikng tpdéng (Allen et al., 2004). To yeyovog avtd £0wOE TN
Adom og éva kaipto BEpa mov TpofAnpatifel GAOVS TOVG EKTOOEVTIKOVS OPYUVIGHOVS
Kol Oeopnnke ¢ omOTEAEGUOTIKOC TPOTOG emiAvong Tov OEpatog av Kol TPEMEL
aKoun vo emAvfov Kot GAAo {nTipoTo , OTE Vo AEITOVPYNGEL OIMG TPETEL KO LE

TO AVAAOYO OTTOTELEGHLAL.

Yopeova pe ) pehétn tov Urh et al. (2015) oyetwcd pe ) xpriong tov Gamification

otV &£ amooTACE®MG EKTOIOEVOT), KOTAYPAPNKOV OPKETO TAEOVEKTUATO OAAGL Kot
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petovektnuota toviovtag witepo TNV EMA0YN TOV GTOY®V TPV amd TN PO TOL

mote 1 €kPaon va givor 1 avopeEVOUEVT).

[Tave og avt ™ Bewpia epydotnkav kot ot Osipov et al. (2015) avartvccovtag pio
EUTMEPIOTATOUEVT] HEAETN avETTLEAY Yo TNV a&lOAdYNON TNG OTOTEAECUATIKOTNTOG

tov Gamification otV €§ amooTdcemG EKTOIOEVO).

To xopokINPIoTIKO TNG OPOGIMONG OV YOPOKTNPIOE TOVG EKTOOEVOUEVOVS WE TO
Gamification otnv &£ anootdoemg ekmaidocvon Katéypape Kot 1 Muntean (2011) eved
tautoypova. ot Dominguez et al. (2013) mepopotiotnkov Kot qvT 6€ OvVOAOYT
TEPIMTOON oV €€ AMOCTACEMS EKTAIOELOT| KATAANYOVTOS EMIONG O EVILOPEPOVTQ
ovunepdopata. Ov ekmodevopevol otnv €épegvva tov Dominguez et al. (201)
onueimoay VYNAOTEPA TOCOGTA OTIG EMOOCELS TOVG GE EPYOCIEG TPAKTIKNG PHONG
evo dev avtomokpidnkav 1o 1010 og ypantég epyacies. Avtd ®oTOGO EMNPENCE Kot
TOV apPYIKO GTOYO GPKETA OOV OEV ELYOV TNV OVOUEVOUEVT EMTLYIOL GTO GUVOAO TNG
pnadnowokng mpdéng. Emopévog n epappoyn tov  Gamification umopei, poévo otav
VILAPYOVV Ol KATAAANAEG TPOVTOBECELS Vo PEPEL TaL avopeEVOLEVA 0PEAT otV €€

AMOGTAGEWMS EKTOIOEVLONC.

H epedvion g mayvidomoinong oty €KToidEVGN GNUOTOOOTEL it TTOAD OTUAVTIKT
aAlayn ot owdwkacio g padnong kobmg m emitevén tv otdywv TG online
EKTTOLOEVONG £YIVE EQIKTY LLE TNV OVTOTOKPLION TOV ETULOPPOVUEVAOV GTIG AVAYKES TOL
ekdotote pobnuatoc. O tpdmog g MAEKTpOviKnG pabnong pe to Gamification
BeAltimoe mOAD TOV TPOTO UAOMNONG TV XPNOTAV, EVIOCYLOE TNV EVEPYN GLUUETOYN
TOVG OTO UAOMUO Kol TOLG €0WGE TN OLVATOTNTO VO OTOKTCOVV UEYOUAVTEPES
de€10TNTEG OTNV YPNON TOV NAEKTPOVIK®OV LITOAOYIOTOV. Méca and to Gamification
oL Mo moAAol ypNnoteg Evimbav evydplota e T pAONoM eved omodsiytnke OTL
dtpnoav Eva VYNAS ETITESO YVAOCEWMV KO OAAYT) CUUTEPIPOPES EQapUOlovTas TO

YVOOTIKO LTOPaOPO Kol 6e AAAO AVTIKEILEVOL.

[ToAAG  aKOIMUOTKE TPOYPAUUOTO OYUEPE EVIAGGOLV TN XPNON OCTPATNYIK®OV
O VIOV, OOTE Vo, evBappHvouy TNV amodoyn omd Tovg ¥PNOTES TOV LOOMUATOV Kol
Vo TOVG eUmAEEOLY € TTpoypdupaTa ekmaidevong avOpmmivou dvvoptkov. Eyouvv
vivel TOAAEC avaPOPES OYETIKES e TN YPNON TETOL®V oy vidldv, 6nmg o (Wankel et
al., 2010) cvvawvovtag oy Toyvidonoinon g padnong aeod £T61 T0 ATOTEAEGLLO

elvol €0¢ KoL TECGEPLG POPEC TO EPIKTO  GYETIKA UE TN GLYKPATNON TNG YVOONG
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OLYKPITIKA HE TOV Topadoctokd Tpomo. Emmpdoberta, petald tov empop@oduevmv
YPNOTOV OVATTUGOETOL Kot (o oyéon otdpacns aeov o kabévoc eueaviCer pia

oLUTEPLPOPA e avaAoyo cuvatsOnuota cOpeova pe tov (Fogg, 2002).

H &£ amootdoemg exkmaidevon péow Tng moyvidomoinong omoterel €va Poacikod
OLOTATIKO OV EMPEPEL Glyovpal TNV EMITELEN TOV GTOYWOV Y10 KAOE EKTAOEVTIKO Kot
TOV O{vouV TN SVVATOTNTA VO OAOKANPOGELS T dladtKaGio TG EKTaidevong HEoa amod
dpacTNPLOTNTEG OV TPokaAOVV TNV aAinAemidpacn. Emotiueg d0okoieg Onmg o
OO UOTIKA, 1) OIKOVO[ia, 1| TANPOPOPIKN, K.0l HEGH TNG CLVEXOVG OAANAETIOPAONG
KOl TOPOYNG KWNTP®V OTOVC EKTMALOELOUEVOLS  TPOTPEMOLY TNV OAAYN TNG
EKTOOEVTIKNG  dladtkaociog omd  pio  amAr]  HETAS00N TANPOQOPIOYV GE Ui

JoKESUGTIKY LOPOACTIKY EUTEPiO LABNONG.

H &£ amootdoewg exmaidevon He TV TOLVIOOTOINoT UETATPANTNKE GE €va, TPOTO
puaOnone eAkvoTikd cLVOLALOVTOG TOVG UNYXOVIGUOVS Kol TG SVVOUIKEG OOUES TOV

OLOTNHOTOG UE TN UdBnon.

Engagement
Mativation
Goal Achievement

L L

MOOC [ Goals > Flipped MOOC

> > PN

Collaboration
Communication Learning Analytics:
Interactivity Learner Data
Immersiveness

Gamification:
Game Elements

Domain
Target Group

Content

Ewova 11 The Flipped MOOC: Using Gamification and Learning Analytics in MOOC Design—
A Conceptual Approach IInyi: http://www.mdpi.com/2227-7102/8/1/25/htm

‘Eva oand 1o ovomjuota Gamification mov ypnoiuomoodviol otV eKmaidgvuon
amotelel to Class Craft. To cVvotnua ¥PNCOTOLEL YOPAKTAPEG OTMOG GTA Ty VidL
RPG (Role Playing Games) kot 1 évta&n 1@ pobntdv 6to moryvidl anockKonel otV
mopokivnon tov podntov, T ovvepyacia HETOED TOLG Kol TNV KOAAEPYEWL TNG

nyeoiag. O exmadevtikog £xel 10 poAo tov Gamer Master evd vrdpyel kot €va
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ovoTnua avtapolPng N "tipwpioc” Tov padntov pe Toviovg avdloya e TV nidoon

OAAG KO TN GTAOT) TOVG KOl T1 GLUTEPLPOPE TOVG GTNV TAEN Kol 6TV opddo

START PLAYING 9

Transform your school or classroom |ntn a
adventure your students play throughout t

PLAY FOR FREE

Ewéva 12 ClassDojo IIny1: Yu Kai Chu, 2013).

Mia mapopola epappoyn amotedel ko 1 ClassDojo omv omoio 0 ekmadevTikdg
ypnopomolel Eva cvotnua emPBpdfevong kot GUECTS aVATPOPOIITNONG TOV Lo TOV
TPOKEUEVOD VO BEATIOGEL TO GYOAMKO KAlpa. Ot padntég eppavifovtal 6To GVGTNUA
pe to Okd tovg avatar kot emPpafedoviar yio kébe BeTikn cvopmeprpopd péca amd
éva ovotnua wovieov. H emPpaPevon evdg podnm Asttovpyet og péco mapakiviong
™G volouwng tééEng evd kol M dupeon avatpo@oddtnon Ponbd otnv dueon kot
ouveyn Kivnromoinon tov padntodv mpog v emitevén tov padnookov otdywv. H
OTTIKOTOINON TOV JEGOUEVOV GUUTEPIPOPAS TV HaONTOV GLUPAAEL 6TV KOAVTEPN
opyavmon TG TaENg Ko otnv KaAMEPYELa evOg Betikov oyolkov kiipatog (Yu Kai

Chu, 2013).
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@ ClassDojo

._ Mo

e x“P‘!“ HEVEG
TH Tageig
. \ y ’3 Vg The simple way to build an amazing

T GG - classroom community

D

-

=

Ewéva 13 ClassDojo IInyn https://www.classdojo.com/el-gr/

H epoppoyn Duolingo PonBd tovg ypnoteg g epaproyns oty ekpddnon Eévov
YAOGGOV péca amd pio dtadkacio HETaEpacns. Ot GOOTEG AmOVTGELS TPOCPEPOLV
TOVTOVS, PUTGVOLG XPOVOL KOl LETAPOOT o€ LYNAOTEPQ EMIMEdD VD Ol AoVOUGUEVES
ATOVINOEIS £X0VV MG OMOTEAECUO. TO YACWO TOVI®V, TN HEl®orn Tov Olafécion
¥POVOVL Kal TNV KaBvotépnon petdfoacn oto eNOUEVO EMIMEDO. Xe OAN TN SLAPKELN TNG
eKpanong eréyyeton 1 mopeia pddnong kabe ypnotn £T01 MOTE VO TPOSPEPETAL KAOE
QOPA TO KATAAANAO EKTALOEVTIKO VAIKO Yo TG avaykeg Tov. 'Etot 1 0An dwdikacio
amotedel pio vmépoyn eumepio Tov Gamification otnv Exnaidevon (Education

Gamification) (Yu Kai Chu, 2013).

To pabnua ohokAnpwonke! +10 TévTol To Emiteuypa EeKA£15wONKe!

’

- L

*

~ AEINOZ ZKOMEYTHE

ZuyxapnTipia! OAOKARPWOES 1 PEBNYA ) TTPAKTIKA XWPIG Kavéva AGBog
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Polski @ Portugueés
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YipalHCLKoI © Tiéng viet

@ +x

Ewova 14 Duolingo IInyi https://el.duolingo.com

3.3 To Gamification otnv Yyeia

To 0épa 1ng vyelog oamotedel €vav  TOAD  ONUOVTIKO TOuED  aVATTLENG
[TAnpogoplox®dv Xvotnudtov mov m ypnon tov Gamification yopokInpioTnke
emruynuévn. Ta televtaio xpovia 1 cuveyNg avamtuén g texvoroyiog Kat 1 Lalikn
APNON TOV NAEKTPOVIKOV HEGMY OO TOLG KOTAVOAMTES TOVG £0MGE TN dLVATOTN T
Vo aoX0ANB0VV Kot e TNV VYElo TOVG €EEPELVMVTAG IGTOGEMOES GYETIKES e BEpaTO
OT®MG MG AoKNOT, OTPOPT], VITVOCS, PAPOg, aptnploKkY mieon KA. Mécw Aowmdv TV
TEYVOAOYIK®DV  EMTEVYHATOV Ol AvOpwmol  améktnoav pHeYaALTEPO  EAEYYO,
Katavonoov KoAOTepa TG  avOuylevég TPaKTIKEG Tov TPOdmMOV (NG OV €YKLUOVEL
KIVOUVOLG KOl TO ATOTEAEGUOTO TALY EVIVTOGIOKA.

Me v vwoBémmon tov Gamification oakoAoOONcav cvuPoviég kol TPOTOVE 7OV
BeAitimoav v vyeio tovc. H kowovia Bpioketonr 610 KATOPAL LEYAA®Y TPOKANCEWV

OGOV apopa Tov TPOTO dlayeipiong ™S ONUOGLOG LYEING TAPEXOVTAG Kot TO, AvAAoyQ
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Kivitpar oyetikd pe outh. > H otooedida http://www.playnormous.com evloppivel
TOVG YPNOTES LLE TOL TOUY VIO Vo 0oyoAnBovV pe dpactnpldTnTeES TOL TPOo®HOHV TNV
VYLEWVY JITPOPY] Yo TNV EVOAPPLVOT NG VYEING OTOKTOVING CMOTEG OLOTPOPIKES
ovvnbetec. H yprion g mhatoppog péca amd to £Eumve. THAEPOVO TPOGPEPEL
OTOVG TTOAKTEG MAEKTPOVIKEC TAPEUPACELS KO UE TIG YVDGELS TOL AVTAOVV OO OVTEG
EUTAEKOVTOL GTOV VEO TPOTO Labnong Ko Pertioong g vyeiog Toug.

H emPpdapevon tov mouyvidlov 6Ttovg ypNoteg eMedn ddAeav £va vylEvd yebpa 1
EMEON aKoAovONGAV pio  ELOIKN JPASTNPLOTNTO VAOTOOVVIOV WE TNV OTOGTOAN

UNVOUATOV TO KIVNTO TOVC.

Ot dpaotnpldTTeg amokToLV VvEd onuocio kot omd Kodnuepwotrto yivovtal
dwokédaon kKobOC M avatpo@oddtnon eépvel véeg eEeMEelg mOL UTOPOVV Vo
ypnooromBodv yia v mpomOnon g yvoons, g puddnong kot tig de&lotnTeg
avTodloyEipLong.

To Gamification £&yer ypnowomombel kKo cav  epyoieio Yy v ekmaidevon
YEPOVPYDV KLPIMG Tave o€ BEROTA ANYNG OTOPAGE®Y GTOV TOUEN TOVG OTME OVTO

tov SICKO.

H opada EenPwng Pevpatoroyiag g BCH péca amd Aloteg  eAéyyov mov
ONUIoVPYNONKE Yo TOVS VEOLG TTOL TAGYOVY OO TNV APPDCTIO, LTI, OVIXVEDEL TNV
nmopelon Kot TNV TPOOd0 TV HEADV pHEcO omd TNV E€KTaidELOY] TOLG KOl TV
avatpoodotnon. H aAinAenidopaon tg opddog Tmv vE®V Kol TV OpacTnNPLOTHTOV
OV OVOMTOGGOVTOL GTNV  IOTOGEAIDN, OVTATOKPIVETOL GTIC TPOGOOKIES TOVG, KOOMG
etvar gkt M avtoddayn Pivieo kol TANPOEOPIOV, HEIDOVOVTOG TO oucOfpoto
amopdévmong e€antiag g acbéveld toug. To mepieyduevo mov dnpovpyeitan and to
YPNOTN omoterel onuavTikd ototyeio kdbe véov yia v mopeia TG OUAdOS KOl TV
OTOLMOV TOL GLUUETEYOVY GE ALTH).

Xpnoponoudvrog Tig apyés tov gamificationn tpdodog Tov KAOE ATOUOL TPOG TNV
AmOKTNOY OLTAOV TV OeEI0THTOV TapEYoLy &vav TPOTO TAPOKOAOVONONG TV
EMTEVYUATOV TOVG.

H dvvapun tov mouyvidorod péow tov Gamification mpowbel  OeTikn cvumepupopd,
TNV OUTOPPOVTION, KOl OUTOJWXEIPION OO TOLG VEOUG MOV GULUUETEYOLV OTN|

petafotikn mepiBodym pHéc® avtng TG 16ToceAdS. Ot avTapoPés TV cuoTNUATOV

1 Wortley D J 2012 Gadgets otov ®¢6 (Leicester, UK: Exd6ce1c Matador)
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mov  ypnotpomoovv Gamification evioybel T OLVOIKT TOL TOUYVIOLOD, POV
amoteAobV €vav TPOTO OVOYVOPIONG TOV EMITEVYUATOV KOl UTOpel vo  &lvon
[Mopdaonpa kot tpdématae emiPpdPfevong,

Metalh TV yurpdv Kot TV acBevdv vmdpyovv poavtefod mov mpémer va
mpaypatonombovv dote va yvopilel o yiatpdg v mpdodo Tov achevoig Kot va
mopéyetar pio  ovorpoeoddtmorn. H mepattépw evioyvon oavtdv tov paviefol
amotedel Kot avT pio ovTapolB] Kot OAEG AVTEG Ol YVAMGELS TOL TPOCPEPOVTOL LEGH

TOLYVIO0V GE TPAYUATIKO ¥POVO OTOTEAOVV TTAPO TOAD GNUAVTIKE GTOLYE .

"Eva oy vidor malh pe 1o 6vopa Foldit ypnowonoinoe tig douég tov Gamification o
épepe véeg e€elilelg o pia épevva yia v appdotio tov AIDS, pio appdctior Tov
épepe 10 Bdvato o€ mhpo TOALG ekatoppdpla avBpdrmy. Mio amokwowomoinon
evOg 100, TOAD ONUOVTIKY] Y10, TOLG EMICTAUOVEC TOV OEV WITOPOVCHV VO TNV
OTOK®OIKOTOMGOVY, BPNKE TN AVOT amd TNV £pEVVO TOV TPayaToToMmOnKe omd 10

KEVIPO TOL EMGTNUOVIKOV TOyvioloD Tov mavemomuiov g Ovdotyktov, oe
ovvepyaoio pe to tunfpa Blioynueiog. Ta Ot dvo opddeg katackedaoay to Foldit, éva
online PBivteo malh mouyvidy, yw v avaditiwon tov mpoteivov. To mdlh  avtd
YPNYopa £yve TOAD SNUOPIAEG TToY VIOl KOADVTAG TOVG XPNOTEG VAL «ToUEOVV» Kol vl
avtayovifovtar petah toug oto va Bydlovv S149opeg TPMTEIVIKES OOUES TOL VO
touptdlovv pe to kpueiplo evog epevvti. H Avom Bpébnie péoa oe 10 pépeg pe
TOAAOVG ypNoTeG , v amd 240,000 va elvarl €yyeypappévol 6To moyviol Kot vo
avtayovitovtor peta&d toug. H mpootiBépuevn atio tov moryvidon €d0® eivar oAy
neydAn aeov péoa og 10 nuépeg d0ONKe N Adon , TNV omoio EYoyvay Ol EMIGTILOVES

15 ypévia.

48



Ewéva 15 Amoxowdwkomoinen  piog  kKpuvotolMkig  oopg  evég  wv  [nyn:
https://www.dept.aueb.gr/sites/default/files/mbc/Gamification.pdf

H Boehringer Ingelheim , pio peydAn etoipeio eKUETOAAEDTNKE TOVE KOVOVEG TOV
Gamification kot GAAaEE  OLOOTIKO TOV  TPOMO  TNG  AYOPOS  QUPUAK®V
onpovpydvtog éva Egxwplotd moyvidl. Ot otdyol G apketol Kot UdAoTo OAoL
€QPIKTOl 0POoV KaTAPEPE VA ONUOVPYNOEL TO YVOOTO Toyvidt Syrum Game (syrum-
game.com ). Méoa and avtd o1 ToANceLg TV gopudkov ovénbnkayv, ot ToAiteg elyov
TEPLGGATEPT KO AUECT] EVIUEPOCT YO TOL PAPUOKE TOVS KOl YEVIKOTEPO, HETAED TNG
etapiog Ko Tov ypnotodv vanpée pio aAAnienidpoon pe Betikd amotedéspota. To
Syrum game ypniyopa £ytve mOAD ONUOPIAEG GTO KOWMVIKG HEGO OIKTLMOMG WE
AmOTEAEGLOL O XPNOTES TOL Syrum game £pafav ToAAE Kot GNUAVTIKE TPaypLoTa yio
Olapopec aoBEVEIEG KoL QAPUOKO, Ol ETOPElES peyAAmooV To KEPOTM, awENOnke N
EUMIGTOGVVI] TOV KOTOVOAOT®OV TPOS TNV €Totpeio Kot dAAeS eTapeieg akolovOncav

10 mapdoetypa ¢ Boehringer Ingelheim .

<
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Ewéve 16 IInyn: https://baasdigital.com/wp-content/uploads/2012/05/syrum2.png

Tétoleg mpoomndBeieg €yovv yiver kar oty EAAGSO kaBdg TOAAES POPUOKEVLTIKESG
etapeieg avTIANEONKAY ToV TPOTO AOENONS TV KEPODV Kol TNG OVTATOKPIONG TOV
KatavoaA®TdVv. ‘Etol 0 gappokeutikdg kAdoog (kat otnv EALGSa)améktnoe pio GAAN
OlIoTAOT HE EVNUEPMOT TPOG TO KOWO TOPEYOVING YVAGES Yoo TNV VYEl, UE

gVYAP1oTO TPOTO.

Ytov Topéa ™G vyeiag vapyovv ta Aeyoueva Exergames ta omoia ivon cuotrpata
Gamification mov evBappdvovy TNV ACKNON UHETOTPEMOVTOG TN OCOUATIKN
dpactnprota o€ moryvidl. Ta Exergames ypnoipomolovy Agttovpyieg kot oucOntipeg
TOV KIVNTOU THAEPOVOL Yo VO KAVOLV TNV (GOKNoN 7O EVOPEPOLGO KOl 71O
evyaplotn. Emiong ypnoipomolodv éva chotna dnpovpyiag Kot enitevéng otdoymv

KaBmG Kot £va cuoTNUHa ETPPAPELONG LE TOVTOLG KO TOPEOT|LLOL.

‘Eva axoun mapdderypo eivar n epappoyn Bant, n onoia amevBhvetan oe epnfoug pe
dwpnm, ypnowomowwvtag kivntpa  ywo ) PeAtioon TG ovyvOTNTOG

mapakorovdnong g yAvkolng (King, Greaves, Exeter, Darzi, 2013).

Jillian Michaels

The Chﬂ“t‘”g&ﬁ STAET THE BOLUTION FRTE
ot ed o Tor yau!
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Ewéve 17: Jillian Michaels Xpijon gamification: Q0non ko tapakoriovdnon otoéy 00

To cLYKEKPYEVO TOPASELYUO AVOPEPETOL GTOVG TPOTOVS TPOGEYYIOTG TOV XPNOTMOV
Vo TOPAUEIVOVV GE TPOYPOUUO YOUVOOTIKNG EVEPYOL, YPNOUYLOTOLOVIAG TEYVIKEG
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Gamification ywo (o oglpd amd TPOKANGES GTO YLUUVOOTHPO. Méca amd Tig
TPOGKANGELS OVTE Ol YPNOTES AmoPAGilovV Tt TOLG TPLALEL TEPIGGOTEPO TOUPVOVTAG
HéEPOG oTOVG dlarymvicpovg Tov Gamification, kepdilovtag BpaPeia kot dALo TOADTIHLO

ayo0d.

To Runtastic givor po €poppoyn yuoo Kvntd mov GuVOLALEL GTOLEI KOWMVIKNG
diktvwong kot Gamificationpe 6Komd TV TOPAKIVIGN TOV YPNOTOV Y10 VO KAVOLV
OOUOTIKY] doknor, Onwg Tpéso, modnAacios KTA. O TOTOC TV JESOUEVOV TTOV
oLAAEyovTol 1| TopakoAovBovvion givor 1 amdotaon mov Oovvbnke, o ypdvog, o
puOuoS Ko M Katavdiwon Bepuidmv. O ypnog Umopel vo Hopactel TANPOPOPieS
Omwg M SdpouUn oL TPEXEL O YPNOTNG o€ &vav YAPTN NG MEPLOYNG TOV, OF
oLVVOLAGUO e TNV TPO0OO TOV, TO YPOVO Kot TIG Beppidec mov Exovv koel oe oelideg
KOWMVIKNG OIKTV®OONG Otwg T0 Facebook. pe amotéhespo tnv aAAnAenidopaon Kot TV
evBappovon. ‘Evag ypnotg wmopet va 0€cel 100G GTOYOVS TOVL HECH TAAVE®V
e€AOKNONG YEYOVOG TTOV EMITPEMEL GTOVG YPNOTEG VO KATAYPAPOLY TNV TPAOOH TOVG
KOl VO EMTLYYAVOVV GTOYOVG o€ kabnuepwvn 1 punvwoio Pacn. Mol emileyel o
ot1oY0¢ (Yoo mopdoetypa tpé&pno 10yAp), to TAdvo e&doknong cuyypovileton U TO
smartphone tov ypfotn. To MA&pwvo tov ¥pNnotn Aettovpyel ®G Evag AKOVOTIKOG
TPOTOVNTNG Kol UTOPEL va, vTooTNPiEEL TOV XPNOTN KOTA TN SLIPKELD TNG EEACKNONG
tov. O1 ¥pNoTEG UMOPOVV VO LOPOCTOVV TO EMITEVYHOTA TOLG pécm Facebook kot
Twitter. Yrapyet axoéun kou 1 Asttovpyia Live Tracking 1 omoio mov emtpénetl 6Tovg
@IAOVG TOV YPNOTN VO TPOGPEPOVY VTOCTNPIEN Kol KIvnTpo GE TPAYUATIKO YPOVO

OTOV XPNOM VO oWTOG e€ookeital.
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3/20/14 - 2:19 PM 3x Slow, 3x Fas!

1.20 km - 16:00 n

Warm-Up Cool-Down

14: 25
Distance
AVG 150 bpm _ MAX 400 m

9:41AM

@ 08:26 “ 22 ®€142

s & »

08:49 9 ft 3ft 151 bpm

08:06 oft 0ft 142 bpm

07:53 13ft  3ft 145bpm

08:33 26 ft 0ft 150 bpm

Ewéva 18: H spappoyn Runtastic.lInyn: Google.com

3.4 To Gamification sta Kowovika Aiktoa

To Gamification 6t0 YHOPO NG KOWOVIKNG SKTO®ONG Oempnbnke ®g 10 7o
emroynuévo péoo vo  emrevybel pe  Sl0oKeESNOTIKO TPOTMO 1 EUTAOKY TOV
KOTOVOAWTOV G€ Tpoidvta 1 vanpecieg mov dwpnuilovtay PEo® TV KOWVOVIKOV
pécomv. Zto facebook to Gamification péca amd KOTAAANAN GTPOTNYIKY KOTAPEPE VOl
OMGEL GTOV TEAATY Vo OmoeVYEL TANODPA EMAOYDV, YEYOVOS TOL SVGKOAEVE TNV
amOPOCY] TOV KOl VO, TOV 00MYNGEL £TGL OTN ANYT amoeace®mVy mo evkoAa. I[lapdio
OV OPKETA YPOVID, TPV, TO gaming BewpnOnke 0Tl amevBHveETOL PLOVO CE «TOUdOLE»,
péca amd £Peuva Kot avaAoyn ETIAOYY TOL UAPKETIVYK, XPNOLOTOOnKay OAo avTd

TO. GTOLYELD TOV KOTOVOAMTH OV 0dnynoav t ypnon tov Gamification and ta péca

KOWV®OVIKNG OIKTOMOOTC.

To Gamification Pon0d otV evioyvon Te0CAp®V TOPAYOVI®OV TOL EVIGYDOLV 1N
oY€on TOL YPNOTN HE TO TOoYVIOl Kol OLTOl Ol TOPAYOVIEC Eival: 1 GOUUETOYN,

N 61ddpaon, n dEéopgvon kot TEAOC 1 EvOappuven).
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[T cvykexpévo KaBMOG o1 ¥PNoTES Umaivouy o€ €va SloKESUOTIKO TEPIPAALOV,
delyvouv Mo BeTiKol 6TO VO GUUUETAGYOVV GE OTOLAONTOTE SPACTNPLOTNTA TOV OEAEL

pio eToupeia va tpomOnoet.

Ot ypnoteg €xovv Tn dVvATOTNTO VO EVIAGCOVTIOL GE OUAOES, OMUIOLPYOVV TO
avtioToryo TPoeik Kot To popalovtal pe Tovg PIAovg NG OUAdAG TOL  dNULOLPYOVV.
Méoa amd 1 Aettovpyia tov  Facebook mpootifetonr o éva pépog amd Tto
Gamification, yeyovoc mov oyetileton pe tov aplBuod tov  “like” kot tov aplOud tov

QiA®V, Onovpydvtag 1ot pia avtapolng 1 Padporoynon yia kabe ypno.

LinkedIn. TIIpdkeitor 7y £€vo pHEGO KOWMOVIKNG OIKTO®OMNG, TO ONOi0 Kot
YPNOUOTOlEITOL TNV TEAELTOUOL TEVTOETIOL OO TOAAG  EKATOUUOPLO  YPNOTES
TPOPAAALOVTOG KLUPIWG TNV EMAYYEAUATIKY] TOLG Topeio Kot amevdivetal oe GALOLS
emayyeApatieg kot etapeieg Kabe de&1otnto tov ypnotm, 6mmg Kot kdbe TAnpopopia
OV APOPE TNV EKTOIOEVOT] TOV, TNV EMAYYEAUATIKY TOL EUTEPIA, TO EVOLOPEPOVTA
TOL OAAG Kot KAOBE GAAN OpacTnPlOTNTO LE TNV OToio acyoAeitol elval ot 01dbeon
TOV GUESH EVOLAPEPOUEVAOV. LTO TPOPIA XPNOTN VIAPYEL Hio Yo TPoddov yia T

GLALOYY TEPLOCOTEP®V TANPOPOPLDOV CYETIKA LLE TO YPNOTI.

"Eva axopun yopakmmpiotikd mapadetypa mov vtodnimvet T dvvoun tov Gamification
OTIg EMYEPNOELS amoTeLel 1 avotpaiiavy Yahoo!, n onoia €édmwoe KivnTpo 610 KOO
va oY0ALEL TNAEOTTIKEG EKTTOUTES, LECH oG mobile epapuoyng. H avartuén avtig
G KOWOTNTOG HE TO. OvOAoyo KivinTpa pmopovoe va kdvel ta check-ins, a@ov

Emopve avTopOPEC.

Solutions Platform Free resources About Us Partners Blog 'Request a Demo

Ewéva 19: Yahoo IInyn: www.google.gr
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3.5 To Gamification 6to cvoTnpa Ayopov — lloioewv

H epoppoyn tov Gamification 610 cOOTNUO TOV OyopdV  TAPOLCIALEL UEYAAN
EPAPULOYT OQOL Ol YPNOTEG HEC® TNG Oyopds mpoidvimv £xovv €vo aicOnua
gvyapioTnong Kol YoAAPOOoNG, TEPQ amd KAOE ayyOTIKn dpacTnpldTNTe TOL TEPVOLV

KaBOAN TN O1dpKela TN NMUEPAS.

To Gamification otoygbel TNV TPOOONON TOV TPOIOVTOV LE TNV £VVOLL TNG OYOPOS
aueca Ko SLUVOUIKE e OPAGELS TOL ONUIOVPYOVV GYEGELS HETOED TOV TEAUTOV Uiog
oeMO0g KaBdg UTopodV Vo YPAPOLY KPITIKEG Kot Vo avtaAldoovy unvouato. Eivol
AmOPOITNTN 1] COOTH ¥PNoN Tov Kabd dAot yvmpilovv 0Tt Timote dev TPOoOEPETL
dwpedv amd T1g etoupeiec. o avtd oto Gamification 1o €idog g avtapoprg, to
omoio mpooeépel Lo etaipeio, €ivor avTd mTOL INUIOVLPYEL TEPIGGHTEPOLS YPNOTES

EMTLYYAVOVTOAG TAVTOYPOVO KOL TV TPOGEAKLON TWV TEAUTAOV.

To Gamification otoyebel o1 Onovpyia kdmowwv mpovmobécemwv mov Oa
OEGEVCOVY TOVG YPNOTEC- MEAATEG, OMMOG 1| GLUUETOYN, | O1ddpacn, M OEécuevon
kot M evBdppouvon. Olot avtol ol TOPAYOVTEG TPOGEAKVOVV TOVS YPNOTEG OTIC
JPOACTNPLOTNTES TOV TTPOTEIVOVTOL GTIG GEAMDES OO TIG eToupeieg Pe ovTapoPBEg Ko

Kivtpa eivar koAd oyedlacpéva va TpomBodvtol amd Tig eTopeies.

Av kdmowo etoupeio embopet va mpombncet kdmoo tpoidv, Pacikdg 6toOY0s amotelel
ol ¥pNoTEG Vo YVOPIGoLV TO TPOoidV amd TO TouyVvidl, HEC® TOL KIVNTOL 1] TOL
dtadktvakoy koécpov. H 61ddpaocn mov ompovpyeitor avapeso 6Tovg ypNnoTeg Kot

070 TPOIOV d1aoKEDALEL TOVG ¥PNOTES Kot ToV EMPpafedouy.

H avtidpaon tov Katavolotdv emeépel opéAn N kol (nud 1 propel akdun Ko vo
dnpovpynoet éva véo kowd. H Bacwn apyn tov Gamification kou tov meta games
etvar n 0 €leyyoc TG avTiOPAoNG TOV KOTOVOAMTOV Kol ETOUEVOG 1| 0AAOYT) OTMG

avt evBapplOvetor pokpompoddecpa ywoo v emtvyion €vog mpoidvtog M piog

54



vanpecioc. Me v evooudtoon Tov metagames 6To HEPKETIVYK KOl TNG XPNOMNG TOV
Gamification, ta TpoidvTo UTOPOLV Vo PTACOVV Kol VO, £XOVV EMIOPOACT] GTO ELPV

KOWO €mELdN] YIVOVTOL EAKVGTIKG OTOKTAOVTOG avAAOYT a&iol GTOVG KOTAVOAMTES.

Ta Starbucks otig HITA, péom tg miateopuog tov Foursquare kou avrtapeifovrog
TOVG YPNOTEG OV TN YPNOWOTOVV Yio vo. Kavouv check-in, dnpiovpyncov pio
HEYOAN KOWOTNTO OV Bo amoAduPave TIG EKTTMOELS AL Ba Emaipve PHEPOG KOl GE
épeuveg Kool TOL KATO KOpovS dlopydvove m etaipeio, kabdc mALov dgv TO

Bewpovoav ayyapeio, 0ALL EVOV O100KEOACTIKO TPOTO Y10 VO GLVEXIGOLY VO £XOVV

nmpovoua ota Starbucks.

Send and receive Valentines
and eGifts like never before...

Ewova 20 Starbucks. IInyn: Google.com

3.6 To Gamification otnv Avantoin Aoyiopuikov

Yopemva pe épevveg mov degdyovral otn Propnyavia tov Gamification avapévetot
TPO0OOG Kot 1 avATTLER TOL Vo TAGEL To. 5,5 dioekaToppdpla SoOAdpLo LEYPL KOt TO

téhog tov 2018.

YxeTikd pe ™ onpovpyiot KATAAANAOL AOYIGHIKOD VLITAPYOVV OPKETEC TEXVIKES OAANL
OVTEG TOV EQOPUOLOVTOL LLE TEPLGGATEPT) GLUUETOYN €lvon 1] ukiviTy avAmTLEN KoL 1

LéEB0S0C TOV KATAPPAKTT).

Oocov agopd TV  wpdT oamotedeitor amd Ta PACIKA  YOPAKTNPIOTIKO TOV
Gamification pe xovoveg, odnyieg, avtapolPég kot otdyovs. Ot vrevOvvol NG

OTPATNYIKNG GYEOIOONG GTOYELOVY GTNV TOYVTNTO TNG TEXVIKNG KOl TNV ETAVAANYN
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NG 6€ KAmoln cLyKeKPUEVO dtaotnpata. AvtiBeta 1 devtepn teyvikn 1 HEBodOC Tov,
TOPOAO OV JLOTNPEL TOL GTOYELN TNG TPDTNG EPAPUOYNG MGTOCO O YPOVOG OTOKPIONG
Yl TOVG ol TES Elval LEYOADTEPOC e AMOTELECHA VO UV KEPOILOLV TO EVILAPEPOV

TOV TOIKTOV .

Ot kavovpytot pnyoviopot avamtvoéng pe t ypnion tov Gamification eivor tkovoi va
emMpedoovy Ta KivTpo Kot TIG OPOCSTNPLOTNTEG TOV GCULUUETEXOVV Ol YPNOTES
eEaocparilovtag v emtvyio TV dpactnplotitev. TETola mopadelypaTo omoTeAovV
ta Jira Hero, RedCeritter, PropsToYou, ScrumKnowsy, MasterBranch kot Visual

StudioAchievements.

Yt0 Tmopomave  mopadeiypoata ot pnyoviopoi  tov  Gamification  agpopovv
dpACTNPLOTNTES, AVTOUOPBES KO TOVTOLG TOV AITOKTA O YPNOTNG Kot Yo avTd TO AOYO
euUVoeiTal  Kuplwg 1M OvATTLEN TOL  AOYIGUIKOU G€ OUTH TNV KOTNnyopio.
Xoapaxtnplotikd tapddstypo amoterel 1o StackOverflow, pio kotvotnTo ypnoTOV e
EPMTNOELS KO ATOVINGELS TAVM GE BELATO TOV ALPOPOVY TOV TPOYPOUUATICUO KoL TNV
avATTLEN AOYICUIKOV. TNV €QPAPUOYT OVTN Ol YPNOTEG GLYKEVIPMVOUV CMOTEG KoL
YPNYOPES OMOVINCELS OTIG EPMOTNOELS KOl TO. TPOPANUOTA TOV LIOAOITWV YPNOTOV
péow avamruéng unyaviouov tov Gamification.Ot ypnoteg avtapeifovrar pe
TOVTOUG KOl TOPACTLO TTOV OOTEAOLV OTpeiol TG OmMOKTNGONG YVAOONG TOV YPNOTN

KOl TNG GLUPOANG TOL BTNV KOWOTNTA TNG EQAPLOYNS.

AAo mapaderypa oamotedel to Codeacademy, péoc®m TOv Omoiov Ol YPNOTES
OMNUOVLPYOLV KOOIKO HE ¥PNoN SPOP®V YAOMCC®V TPOYPULUATIGHOD KOl TO OTo{0
YPNOLUOTOEL EVOL GVGTN L0 TOVTIMV KO TOPOACT|LOV Y10 TNV ETPPAPELON TOV YP1OTOV

(Coller and Shernoff, 2009).

Ot epappoyég CodinGame ko CodeCombat ypnGUYLOTOI00V TPOLYLOTIKA oY VIOLoL yio.
va gvBapplvel Toug ypnoteg va pndbovv tpoypoppatiopd. To tunpa tov moryvidton
éxel oyedwotel pe Pdon to moyvioww RPG. H o006vn yopiletor peta&d evog
enefepyaotn KOO kol evog AafupivBov e to avatar Tov moikTn T0 omoio umopel va
eleyyBel amd éva GUVOAD EVIOADV TOV TPEMEL Vo, TANKTPOAOYNO0VV GmGTA, EMELN
KGOe GPAALO OTOV KAOOIKO HEWOVEL TOVS TOVTOVG emtvyiag. 'Eva peydlo mocootod
MOV oTIC eVIOAES €xel oG amotéhespo 0 Bdvato tov yapaktipo. Kdbe enimedo
amoteAeiTol amd JPOPETIKEG avalnTNoels, Onwg 1 cVAAOYN TOAVTIU®V MOV, M

EMKPATNON EVAVTIOV TEPATOV Ko 1] €E€VpeDT TG 5000V TPOG TO EMOUEVO EMITEDO.
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IYMBOYAEE
_ = -
ITOXOL: EMITYXIA!

TANEZA MPOTPAMMATIZMOY: Python
1 # Kwioou mpog To meTpddi.
2 # Mnv ayyigeig Toug Toixoug!
3 # MANKTPOAGYNOZ Tov KGGIKA OOU OTd KATW
4
' 5 hero.moveRight()
+ & hero.moveDown ()
[» 7 ]frero.moverignt()
ol
9

EKTEREZH

Ewéva 21: H epappoyi] CodeCompat.

H ypnon tov Gamification 6tav vAoTOlEITOL [E GMOOTY €PUPUOYN Kol TPOTO OE
TANPOPOPLOKA CLOTHUOTA HE KIVNTPAL YL TOVG TOAKTEG, TOTE Giyovpda OMOTEAEL
AVOTOGTOOTO UEPOG TNG KAOMUEPVOTNTAG TOVG, EMAEYOVTOS OVTA TOV TPowBodvTal

Kol 0KOAOVODOVTAG TIG GMOTEG EMAOYEG HE BETIKA AmOTEAEGLOTAL.

3.7 To Gamification g gpyaieio papkeTIvyK

To Gamification  Bewpeitor ©¢ TO MO KOWOTOUO EUTOPIKO EPYOAEID TOL
YPNOYLOTOIEITOL A0 TIC EMYEPNGES MOTE VA TPOWONGOLV T TPOIOVTO TOLG KOl VL
TPOGEAKDGOVV  TEPIGCOTEPO KOGHO Yoo TIG oyopéc Tovg. Ot vmdAAniotr TV
emyelpnoewv mov epappodlovv to Gamification pabaivovv tn ypnon 1oV oTIC oeAidES
™G ETAPELNG SLELPVLVOVTOG £TGL TIG SEEIOTNTES TOVG KOl TIG YVMGELS TOVG VOTEPQ A0

EKTOLOEVOT) APKETOV OPDOV.

H EFG Eurolife Acpalotikn £xoviag o¢ 6ToY0 TNV GUECT| EXAPN LE TOVG TEAATES
™G oxediace Evav 16TOTOTO TOL Ol YPNOTEG UTOPOVV VO UTOVV KoL 0pOD dMGOVV T
aropoitmro otoyeio mov {nrodvror péoa amd 1o maryviolr kepdilovv Ta ddpaA TOL
elvar avaptnuéva ommv 1otocerida. Kot 1 winbank Direct and v Tpdmela
[Mewpaudg, €goviog ®G oTOYO TNV OVENCT TOV TEAATOV TNG Yol TNV AGOAAELL

ALTOKIVATOV  €0m0E TN OLVOTOTNTA GTOLG YPNOTES Vo EXOVV OAEG TIG EMAOYEG
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mpoidvtog. Méoa amd to Toryvidl Kol TG VIKEG CLYKEVIPMOVOLV  TOVTOVS, aPOv
KATOPEPOLV VO OVTIKPOVGOVV KAOE eUTHO10 TOV ToUyVIdoD Kol v TpomBncovy 1ot

TEPLGGOTEPO TO EMKOWVAOVIOKO UNVOLLOL TNG ETALPELNG.

XOopupova pe v ‘World Travel Market Report’ 10 «gamification’ — 1 petoapopd
ONAadn oToryeimv Toryvidlov o€ dadtkacies g Kabnuepvng ong — etvar pio amod Tig
AVEPYOUEVEG TACELG 6€ OAOVG TOVS TOUEIS Y10 TOL EMOUEVA XPOVIA KO OPOL MG EAKTIKOC
TOPAYOVTAG TPOG TOVG KOTavaA®TEG aveapttmg opiov mlxiag» (World Travel

Market Report , 2013) .

Ot Chaffey ko Ellis — Chadwick, to katatdccovv péoa otig 12 mpadteg 1doelg yio 1o
puéAdov tov ‘marketing’, ayyiCovtoag v 6m 6éon. Koping vrdapyovv maryvidio wov
noailovtor online ko motyvidw ‘Tlpaypatikov Toémov kot Xpovov’ mov péca amd Tig

NAEKTPOVIKEG GUOKEVEG O YPNOTNG UTopel va moiéet .

[MTavo ond 10 70% twv etaupuwv tov Forbes Global 2000 ypnoipomoodv 10

Gamification yio LAPKETIVYK ATEVOVTL GTOVG TEANTEG.

To 2012 oto ‘Nanjing’, ITavemotmuio g Kivag, (, Institutional Repository - Library
& Information Centre - University of Thessaly ta kivntpa tov tovpiotdv yu ™
CUUUETOYN TOVG GE KOMOW0 ‘Totyvidl TPOYHOTIKOD TOTOL Kot ¥POVOL’', KOTA TIC

SLKOTES TOVG, efvat:

1. H mepiépyeuo.

2. No avaxoAdyovv Ta dtdgopa onueio TS TOANG.

3. H emoaen 100G pE VEO KOGHO HE OPOPETIKY] KOVATOUPO KOl TOAMTIGUO.

KOWV®OVIKOTOiNoT).

4. H yohdpwon kot 1 yoyaywyio amd Tov KOGHO TOV ‘Un TPoyUaTIKOD .

5. Ot avtopolPég Kot yeviKOTEPO Ol TPOKANGELS.
Ot maixteg 0106KEAALOVV LE TN GLUUETOYN TOVS GE TETOL0V £100VG TTatyvidla, Kabdg 1
YPNON TOV NAEKTPOVIKOV HEC®V TO KOOIGTA O €AKLOTIKA Kol 7O £VOLLPEPOVTOL.
Ovclootikd To marketing mov ypnowonolel to Gamification €xel TOAAEG OLOLOTNTEG
pe exeivo mov mapovctdletal oty TNAEOPOCT apov Kot 1 TPoBoAn TV doenuicewV
OTOYEVEL GTNV GAANYY| TNG GCLUTEPLPOPAS TOV KOTAVIAMTOV aryopdlovTag To Tpoidvta

oL Tpomhovvral.
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Eimrpo Epmapia

™

Aosrpasio ko KaropBope Mera ro Tulih

Aveexrbaenkis Epmnpicg pr Srovygric "Povrariog
f Koara my Mdpkaag

Eovvorikomonne \ T

Elepeivvmyeny Ipooprepon

TMpiv ro Talit

Mepriprona : ‘

Ewéva 22: Xu k.a, [Havemotimo Nanjing Kiva, 2012

H dwapopd givar 6TL 6t dtopnpion eV GLPUETEXOVV 01 AvOp®TOL EVD LE TN YPNOoN
tov Gamification cupPaivel 1o avtiBeto, pe v TPOKANGN TOL £XOVV Ol TOUKTES Kot
0élovtog va avtamokplBohv OTIC AmUTAGES TOV Toyvidlov kepdilovtag étol v
avtopolp mov oiverar. EEGAAOL ovT| M Kovomoinon TV TOIKTOV Yoo TNV
avTamoOKplon Toug otig embuuieg Toug kabiotd to Gamification £vo AmTOTEAECUATIKO
gpyoreio petoly tov polov. o va emtevyBel avtd otov oyedlacpd evog
Gamification cuvuTdpyeL Kot 1 ¥poN NG OTOTIOTIKNG, KAODS amoTedel T0 WOaVIKO
otolEelo yuo vo. peTpAEl e TOGOGTA TOV avtaywvicpd. Méoa oand 1o GTATIGTIKA
dedopéva, TOL TPOKVTTOLY Ol YPNOTES ovTaywvifovtol ylo vo kepOioel 0 KabEvVag
KOAVTEPO OMOTEAECUO QIO TOVG GAAOVLG YPNOTEG TOL oty Vidov. Me avtd 10 TpodTO
10 gamification, €mTPENEL GTOLG YPNOTES TOL VA AVIOYOVICTEL GE oL €VPOTEPT

KMpoko Ko avEdveton n “erun” tov.

IMveton @avepd 011 N véa katdotaomn Tov ‘gamification’, eépvel aAAOYEG OTIC OTAGELS
TV avOpoOTwv agov arnd v ‘Kowvovia tg [TAnpogopiag’ otpépetal ToAd ypryopa
omv ‘Kowovia tov ITlayvidon’, oty omoia o dvBpwmog ‘evepyomoteitar’. H
EVNUEPMOT OVTIKOTOOTAONKE HE TNV EVEPYO GULUUETOYN TOV OTO TaLYViOl Kol TO
NAEKTPOVIKE oY VIO LETATPEMOVTIOL GE TOLYVIOD ‘TPAYLATIKOD TOTOV Kol YpOVoL’,
pe ™ Pondeta g TEXVOAOYIOG TOV KIVITOV TNAEPOVOV. ATO £PEVLVES TPOKVTTEL OTL

70 2013 1 Brounyovia TV NAEKTPOVIKOV TOLYVIOUDV E1YE TAYKOGHIMG LEPIOO ayopas
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ioo pe 70,5 d1g evpd, cVUEMVO LE TO VEX dEd0EVA avapéveTal va Eemepdoel Ta 168,4

o5 evpd puéypt to 2015.

Emopévog 10 gamification, g mpaxtTiky] PeAtioone Tov KeEPODOV OAAG Kol
TPocéAKvoNGg TeAT®V og kdbe TTAnpopoplakd Zvotnuo divel T SvVATOTNTO GTOVG
YPNOTEG VO TO YVOPIGOVV 0AAG KOl VAL TO dodMGOVY TapEyeL epyareio mTov fonbovv
TOV YPNOTN Kol Tov divovv Kivntpa yio va Kepdicel pio avrapolpn. H dvvatdtta
EMIONG TNG TPOCOTOTOMUEVIC YVAOONS OT0 KAOE dTopo, HEGH AvVATPOPOSOTNONG
(feedback), to xabiotd mO Aueco Kol avTd cvvemdyetol OTL TO dTopo aAAALE
CLUTEPLPOPAL, YiveTO IO OeKTIKO oTa epebicpata mov Aapfdavel pe tov TpoOTO oVTO,

Kot pobaivel evkoAdTEPQL.

To Zurmo amotelel oL EQAPLOYN OVOTKTOD KAOOKO SLOXEIPIONG OYECEMV LUE TEAATES
(CRM) ypnowonowwvtag Mo mAateoppa oto  dwdiktvo. H  epappoyn Tov
Gamification og éva [TAnpogopilaxd Xvotnua Awayeipiong Zy€oewv e TOVG TEAATES
dtvetl N dvvaTdTNTA 6TOVG TEAATEG VO OMOKTOOV KAOE avTOopolPn Kot TopaoTLo Tov

otvetat.

ZUrMO pemo Company Inc.

Inbox @ 4 Create Dashboard | # EditDashboard | 4 Add Portlet | @ Push Dashboard

Accounts
Leads ks " i
My Upcoming Meetings Calendar What's going on?
Contacts
Opportunities < August 2018 »>

su MO T WE TH FR SA

+  Add Files
Recently Viewed 5 3 7 8 & 10 1

12 n 7 n 3 2 25 Sally Smith
Game on! | received a new badge: 5 opport|
% 7 » 7 30 H e

s Katie Smith
Latest Activities ﬂ Game on! | reached level 2

Ewéve 23 Zurmo. IInynq: http://zurmo.org/

To Zurmo omotelel ™) pHoOvadKn €mMAOYN mOL divel KivnTpa GTOV YPNOTN VO TO
YPNOLUOTOUOEL KOl VO OTOKTNOELS TIG OeE10TNTEG KOl TIC YVAOGES OOTE VO Yivel

KOADTEPOG VIAAANAOG GTNV EMYEIPNOT KOt VoL EYEL EMIONG TOAD KOAEG GYECELS LLE TOVG
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dAAovC VOAMAOLG TG emyeipnong. Avtd oyedldoTNKe HEGO OMO GTPUTNYIKEG
KWNOELS , TIS OMTOCTOAEG TMV YPNOTAOV, Ol OTOIES KOl SPEPOLY OO YPNOTN CE
YLPNOTI, Kot 0oV emTevydel 0 GKOTOG QVTMOV TOV GTOY®V , ATOVEUEL TIG AVTOUOPES-
petdAlo. To amotéleopa amd To TaLyVidl TV YPNOTOV Elvar O100£G1H0 68 OAOVS TOVG
ypnoteg mov mailovy o avtd Kot £tol 0 Kabévag BElovtag va glval o 1010¢ viknTig
onuovpyeitanr éva KAMpo ocvvoywviopov. Oumg 10 Zurmo gpgavifel kot Kdmolo
peovékTuo Kabdg dev avtamokpivetal otnv vmapsn  PacIKOV YOPAKTNPIOTIKOV
7ov B0l TO KATAGTGOLV TTo INUOPIAES EpYaAEio.

‘Eva mapdderypo amotedel kor m xoumdvioe James Bond pe otoxo ™ PeAtioon
(awareness brand) g gvoucONTOTOINGNC GYETIKA UE TNV OVOYVAOPLIOT) TOL CGHUOTOG
g Coca Cola kot avénon otig toinocelg Tv gottnpiov tov Skyfall. Ovclocticd

péom tov gamification, n dpdon emkowvoviag kKo marketing £ywve mouyviot.

Marketing — James Bond Skyfall

Ewévo 24. James Bond Skyfall IInyn:

3.8 Kowoviké Gamification kor Mn-kepoookonmikoi Opyaviopoi

To Gamification dtadpapatilel kot €va ToAD onuavTikd pOLO GTNV EMIKOIVOVIN
TOV YPNOTAOV GE UN KEPOOGKOTIKOVS OpYavIoHovs. Ot KavOVEG TOV YPNOILOTOLET
amotéhecav OeTikd xivnTpa yio TOLG YPNOTEC Ko pE TNV evBAppvvon Tovg
YPNYOPO TO EVOOUATOCOV GTNV EUTAOKN TOVG GE TETOLOV €I00VG £QPOUPUOYES
ATOPEVYOVTOS OPVNTIKEG GLUTEPLPOPES KOl OMOKTAOVTOG £TGL T OeTik) oTdOoN

ATEVAVTL GTOVG U1 KEPOOOKOTIKOVS OPYOUVIGLOVG.
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210(0¢ TOV U1 KEPOOOKOTIKMV OPYOVICUADOV OTOTEAEL 1| TPOGEAKVON ATOU®V LE
Oetikd KivnTpo Kol GLUUETOYEG OE OPOCTNPLOTNTEG TOL OEV OVNKOLV GTNV
KOONUEPIVOTNTA TOV YPNOTOV KAODC TMPOKELTOL Y10 EVIEA®G Kovovpylo
npdypato mov evOappHVOLV TNV AVAMEN TOV YPNOTOV VO EUTAAKOVV Kol O
ATOPAGIcoVV Ta 1010 To ATOWA Y10 TN GLVEYLON 1 0L TNG CVUUETOYNS TOVG. Méoa
amod TIC OPOCTNPLOTNTEC TOV OCLUUETEXOVV Ol YPNOTEG GE TETOLOVL E€1O0VG
opYOVIGHOVG TPEMEL 1 EKTMOLOELON KOL 1) HETAOOCT TOL UNVOUOTOG VO €lavi
€VOTOYT JBACKOVTOG 0TO KABe Atopo Ta 0QEAT, oL pabaivel TOC vo To KAVEL,
omOTE TO UNVLUO TTPEMEL Vo EMKEVTP®OEL 6T UETAdOON TNG UOKPOTPOOETUNG
ONUAGIOC TNG CLUTEPIPOPAS Kol VO O10AEEL OTOVE VEOPEPUEVOLS TL TPEMEL VAL
Kévovv, Pnua mpog Prpo €tol ®ote vo unv amoboppvvovtal 1| Vo TANTTOLV

(Freudmann & Bakamitsos, 2014).

Ot un kepOOCKOTIKOL OPYAVICUOL OEV GTOYEVOLV GTNV OTOKTNGY CPVNTIKNG
CUUTEPLPOPAG TOV CUUUETEXOVT®V Yot €101 B EBAamtay Ta dtopa M Kot GAAQ
dtopa mov dev CUUUETEYOVV OAAG avTifeto €MOIOKOLV TNV TPOcEopd KOs
VTooTNPIENG Kol fonbelag dote o1 AvBp®TOL va Yivouv To €LTVYIGUEVOL KOL V.
Bonbnoovv oto yevikdtepo kard. Tétowa mepintmon amotedel n exoTpateio Yo
™V €AOYIOTOTMOINGCT TOV TEPICTATIKOV OONYNONG VIO TNV EMNPELL OAKOOA, 1M
Bonbeln oTOVG KOAMVIGTEG, HE OKOMO v €yKaTaAeiyovv €va OVOKOAO £€pyo,
yvopilovtag m6co dVokoAo eivar vo dtakdOyovv 1o KAnviopo (Freudmann &

Bakamitsos, 2014).

‘Eva and 1o mo omuo@iAny  un KEPOOOKOTIKA Talyvidla, TOL GTOYEVEL GTNV
oTNPEN TOV TAKTOV va EEEHYOVV amd TOV KOOUO TNG AveoNg o€ £vov KOGLO
peyalvtepng dvokoliag, eivar to Spent. To Spent givar €va ypnowo epyareio
OV 1 E€mMTLYIOL TOL MTAV T TOLYVIOOMOINCN OLOLNCTIKA NG  evBdppuvvong
HETAPOADY OLUTEPIPOPEC Kol TN dSwdikacioc TG QAavOpoTIKNG OwPeds.
Anpovpyndnke ywa ta Urban Ministries tov Durham omd ™ Sto@nuiotikn
avtaimpoconeio  McKinney. Ot maikteg képolav aeov Katdeepvav vo
emPidoovv yio Eva punva, Alyo ypriuoto oviipetonifovroag Tig i01eg avayKes Tov
avtipetonilel pilo Tpaypatikn oltkoyévelo ota mpobvpa g EAAEWYNC OTEYNG
Kabnpepivad. Avtég ot amopdoelg Pacilovial 6TIg TPAYUATIKES KATAGTACELS TOL
TPAYLO TOL Ol TOIKTES YVOPLLoV TOAD KOAL KOl TIC EMITTMOOELS TOV Ba elyav yio

ka0e AavOBoacpévn evépyeln. H d1adpactikdOTnTo TOL TOL)VId00 TOVg £01vE TN
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duvatodHTNTA dovEITHOD Ypnudtov pécw tov Facebook. Xto t€Ao¢ tov mayvidion
ol YpNoteg eiyov TN dvvatdtnta vo Kadvovv dwpeéc ota Urban Ministries tov
Durham Bonfdvtag Toug dmopovg kot Tovg doteyovs. To Spent, pe T SLVOUIKES
KOl TOUG UNYOVIGHOUG £€0MGE GTOVG TTaikTEG Vo KataAdfovv Tt onpaivel meiva,
avEAVOVTOG £TOL Kol TO €VOLAPEPOV TOV Yo TO QlhavOpomikd €pyo twv Urban
Ministers Tov Durham. Xe Atyotepo oamd pio eBdopdda petd to Eexivnuo tov
oy vidwov, 100.000 avBpomor ékova 145.000 yvpovg Tov TaLyVIdOD Kol To
Urban Ministries tov Durham ab&ncoav tovg ¢ilovg tovg oto Facebook ,
hoppdavovtoag apketéc véeg dmpeés, katd péco 6po 27 dorapiov. (Flandez,

2011).

Amd v apyn ™G eUAviong tov to Spent efelybnke oTavoviag  va
eEepevvnoel Kal va aSloToGEL TNV TAATEOPO KOVOVIKNG SIKTV®ONG UE OKOTO
TNV  TPOCEAKLON  OTOHMOV Yl  EKTOIOELON  KOL OCULUUETOYN OE TETOLEG

dpOaocTNPLOTNTEC.

To RecycleBank oamoteiei dAAN pio dpactnpiotmta mov onpeimoe peydin
eEEMEN pe N xpnon tov Gamification. H etaipio énpene va aviipetonicel 1o
alOVI0 TPOPANUA TOV GKOLTIOIMV oV EpTavay Kabe ypdvo ta 195 exatoppvpla
mepimov. Avtd mpowBobvTav Yo LYEWOVOUIKN TOEN OAAG €MEWON TO VAIKO
OPIOUEVOV GKOVTOIDV OeV amoovvTifevial apécmc, o x®pog dev emapkovoe. To
1988, vmpyxav mepimov 4.000 yopor vysovopkng taeng ot Hvopéveg
[ToArteiec. Moig 10 ypoévia petd, to 1998, vmnpyav povo 2.514 yodpovg
vygtovopikng taens. To 2010 pewddnkav ota 1.908. H etarpia g RecycleBank
dpyloe vo vioBetntel TV evBAppLVOYN TOV YPNOTOV TNV OVOKVKA®ON TOV
OKOLTOLDV, YEYOVOG MOV £QPEPE KOl TN UEIMON TOV CKOLTIDOV KOl GAPYIoE Vo
eE0oQaMieTAl TTEPLGCOTEPOS YDPOG VYEWOVOUIKNG TOONG.  AVTOC 0 oT1dH)0G
emtevyOnke pé€oa amd To KOvil IOV ANUIOVPYNCE MOTE N OMAVINCE GE EPMTIGELG
TOL LINPYAV OO TNV €TOUPIAL OV NTOV GMOOTEC TOVG ££0GPAALE TOVTOVS Ylo
AVOKVKA®ON Kal evEPYELD. YTINPYaV cuyKeKpIuEva onpeia mov eapyvpmdvovtov
To TPOyHaTiKA oyafd kot ntav aAvcideg katactnudtov( WalMart, BestBuy xat
oe AAAo LéEPM), Kar  kuPBépvnon vrootnpilovtog avtn TV ekotpateio fondnoe
noA0 kepdilovtag n etoupion moAAd PpaPeia oy kouvotopio, TN PlociuodTnTO
KOl TIG EMYEPNOELS. Znpepa amapOpel Tdvo and 3 ekatoppdpla péAn Kol Téve

ano 180 epyalduevoug.
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Recyclebank’ onus | EENN
SERIOUSLY SWEERARDS AN

Sign up today!
First Name Last Name
Email Address Password

Did you get a PIN from us? Enter it here to complete your registration.
No PIN? No worries: Enter your zip code and we'll go from there.

ﬂSﬂ'\d 'me new rewards, ways to eam points, and info about my recycling as it happens.
Jl.stgetin touch with me once amonth.
I have read and agree to the terms and privacy policy.

JOINUS

M -

Already a member? Sign In

Ewéva 25 To RecycleBank IInyi: https://www.recyclebank.com/

FreeRice. Zoppova pe 1o 010TIoTIKG 0TOLXEID TOV GLAAEYOVTOL TOV®D Omd 15
eKaToppdpla woudtd mebaivouv amd v meiva kdbe ypovo, evd mapa TOAD eivor
avTol Tov dev dtabétovv ovte éva dordplo v nuépa Yo vo e&acparifovv v
TPOPN TOVG Kol ToVTOYpova ToALol elvar exeivol mov , Lodgvovv ypodvo mailovtog
moryviolwe avti va Bonbovv tovg etoyovs. H FreeRice pe fdon v moapandve
OpOapOTIKY KaTdotoon oyediace €va moryviot Kovil oto omoio o ypPNoTNG TOL
anavtovce cwotd n FreeRice aydpale 10 koékkovg pvliov, kot ta ££0da NG
ayopdlc TANPAOVOVTOV 0O TOVG YOPNYOVS ToV site. Ot ypnoteg PeATidOVOVTAV TNV
OTOVINOCEL TOVG OO TN OULVEYN EKMOIOELON UE TN OCLUUETOYN TOLG
TPOPOJOTMOVTOG TALTOYPOVA KOl avOpOTOVE 7TOL TEWOVOOV Kol Ol yopmnyoi
kepdilovv amd Tic JSwenuicerg. H evépysia tg FreeRice «pinke moAv
metoynuévn kot v avéiaPe 1o IMaykdéouwo Emcitiotikd Ilpdypappo tov

Hvouévov E6vov.
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L AR RS T TE T ‘R | '
F R E E »@.ﬁlﬁf} I.”,f Nl i ‘* JHOME SUBJECTS ROPS RICE! SIG up LOIN zlollhy  ENGLISH v

U O AL =) [ g UL e L

For each answer you get right, we donate 10 grains of rice
q,_?‘ through the World Food Programme to help end hunger

login | sign up (track your totals, join and create groups and more)

English Vocabulary Change Subjects »

@ How to Play F
s Click on the right answer i

1 right = 10 grains pony means: ) in the middle of this page.

. If you get it right, you get
movie a harder question. If you J
get it wrong, you get an

small horse easier guestion. &
. For each answer you get
@ dried grape right, we donate 10 grains
of rice to the United

]
f

e q Nations World Food
5 right = 50 grains alarm Program.

WARNING: This game
may make you smarter. It

may improve your
speaking, writing,
thinking, grades, job
performance... (maore)

A

Ewova 26 FreeRice. TInyi: http:/freerice.com/#/english-vocabulary/1420

3.9 Alra mapadciypata Gamification

[Mapaxdrto Tapovoidlovtol pepikd axoun topadeiypota cvotnudtov Gamification.
3.9.1 Bonusly

To Bonusly givar miatedpua oavrapong kot avoyvopions. To Bonusly otoyedet
oV avéNon g EMKOVAOVIOG KOl TNG CLUVEPYOCING, EMTPEMOVTOG GTOVS TOUKTES VOl
avayvopilovy Kot va KTV Kanuepvd toug cuvadélpovg toug. 'Evag and toug
dnpovpyovg tov Bonusly, o Raphael Crawford-Marks Oempei 011 10 cvykekpévo
oy vior  omotelel o OAOKANPOUEVT) TAATOOPUO, YIOL TNV OVOYVAOPIOT TOV
epyalopévov HECH  WIKPOETEEEPYAOTMOV KOL OVTOUOP®OV omd OUOTIHOVS Kol

AVATPOPOJOTNONG YPNOILOTOUDVTAG UTOVOLS OLOAGY®V KOl ETITOKLN UTOVOLG .
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Bonusly

Building better workdays

Ewévo 28 Bonusly. IInyn: Google.com

Ot emyepnuatikég opactnplotteg aslonoinoav Tig teyvikég Gamification dnwg ta
TOAVKOTOCTHUOTO, Ol  KIVIUOTOYPAMOL, TO TNAEOMTIKA KovAAlo Kot TAPOoYyol
TNAEOTTIKOD TEPLEYOUEVOV, OEPOTOPIKEG ETOLPEIES, VINPEGIEG TOVPIGHOD, PLAOEEVING
Kol €0TIONG, CLVEOPIMV Kol YEVIKA KAOE emyeipnon mov otoyxedel otnv adénon Tov

KEPOMV TNG TOWTOYPOVA LE TNV TPOGEAKVOT] TOL EVOLOPEPOVTOS TV KOTAVAADTMOV

mge.
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3.9.2 Zombie Run

Exercise — Zombie Run

Ewéva 29: Exercise-Zombie Run Xpinon gamification IIny1: Google.com

Eivar éva mouyvidt mov petpder 4 exotoppvpro downloads , 29,462,019 km run
500,000 evepyovg yprotes. Movo pepucol Exovv emProoet amd v emdnuio {opumt. Ot
dpopeic oe mopeia mpog €var amd T TEAELTAlN EvamopEivavTa TNG ovOPOTOHTNTOC
QUAAKLO, TTpEmEL va. Bonbdnoovy 6T GLYKEVTIPMOON TOV TPOUNOeldy, TN Jiomon
eMLOVTOV KOl TNV VIEPACTIOT TOL omitiov Toug. Kot éyouvv Kot pio GAAN amrocTOAN

7OV 0eV EEPOLV.

3.9.3 Eg@appoyn Novoville

[Tpdkertan yio pio epappoyn n omoio EMTPENEL GTO YPNOTN VO AVOPEPEL GTOV SN0
TOV, GE TPOYUOTIKO YPOVO, TO TPOPANLLATO KOONUEPIVOTNTAG TTOV AVTIUETOMILEL OTTMG
TPoPALOTO POTIGHOV, POVAMUEVO @PEATIO, OLOAEITOVPYIOL EOVOPIOV KTA., VO
EVNLEPDOVETOL Y10, CNUOVTIKG YEYOVOTO Kol Vo eK@pAalel v dmoymn Tov Yo Opata
TOV ONUOL TOL WECH Omd OMNUOCKOTNGEL. YTAPYOLV €KOOGES Yo £Eumva Kivntd

APV, £kdoon web Kot K000 yia to mepailov Tov facebook.
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Mnopeic va to AUgelc! i & :_y.,\""

IMdpe tnv nbéAn ota xépia oou! Katéfaoe ) véa epappoyri tou Arjpou

Ot dnpotikég vanpesieg Aapfdavovyv {OVTavA To OITHOTO TV ONUOTAOV, Kol LTopoHV
v OPOUOAOYHGOVY TNV EMIAVGN TOLG TPOG TO OLPUASIO TUNLOTO, EVIIULEPDVOVTOS GE
TPAYUATIKO ¥pOVO TOLG OMuoTeG Yo TV €EEMEN TG mopeiag emilvong puéypt v
op1oTikn dtevBétnon. Ot dnpotikég vaNpecieg £xovv ot d1dbecn TOVG H10OPACTIKOVG
YOpTEG G6TOVG omoiovg PAEmOVY OAa Tar TPOPANLaTA TOV £xoVV avapePOel amd Tovg
oNUOTES KOBMS Kol TANOMPOU GTATIGTIKAOV Kol 0E00UEVOV TOL 0TT0i0. TOLG divouv T

duvaTOTNTO VO, £XOVV TPOYLOTIKT YVMOT) Y10 TO Tt GVUPOiVEL GTOV ONHO.

H gpappoyn mopéyet 014d0pacn HECH TNG OVTOUATNG EVIUEPMOT] TOV TOAMTMV Y10, TNV
mopeio emilvong Tov TpoPAnpaToc mov xovv dNAmoel Kabhg Kol emPpafevon twv
evepydv moAMT®v pe duvatdtnto Pabpordynong tovg téco omd Tovg XPNOTES TNG

ePappoyng 660 Kot amd Tov 1610 TovV ONUO.

3.9.4 E@appoyn ImproveMyCity

To IMCity (Improve My City) givol po TAat@Oppo AOYIGUIKOD 1 Omoio EMTPEMEL
OTOVG TOMTEC TNV VIOPOAT AUTNUATOV GTOV ANUO Otd TO OTiTL HEC® TOV 1GTOTOTOV
oV ANUOV, 1 €V KIVIOEL LE TNV avTioTOYN €QAPLOYT Yo Kivntd. Ot ToAiteg pmopovv
vo onpiovpynoovv éva véo aitmuo pe to Pacwd otoweia (Tithog, Ileprypaon,
TomobBesio kau Katnyopio) tov mpoPANUOTOC €V HTOPOVV VO OVOPTHGOLV Kol

QOTOYPAPIES Y10 KAAVTEPT) KOTAVONON.
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Ot opuddlol vIIAANAOL UmopoHV Vo OlOXEPICTOVV T OUTHUOTO TOV TOAMTOV
OPOLOAOYDVTOG TN EMIAVCT] TOVG, KOTAYPAPOVTOS T1 TOPEiR EXIAVONG KO TAPEYOVTOG
dpeon evnuépmaon oTovg TOAiTeG Yo TV opeia emidvong. To artipoto TV TOMTOV

TpoPdAloviol GTov ¥ApTN TOL ANLOV, EVM Ol YPNOTEG TG EPOPLOYNG UTOPOLY VO

OYOAAGOLY KOl VO, YN(PIGOVV OTHLOTO GUUITOATMV TOVG,.

EAAHNIKO - APTYPOYTIOAH IMCITY EANHNIKO-APTYPOYTIOAH  WHOIAKOIXAPTEZ  NAHPOMOPIER
Rmred i Xapt Aopugpdpo § P
owered by = | ==
ImprnveMyBilyn alr @~ | = PTNe pupopog E La
4 =
3 E
E®OPIAKQN £ E-
,  Download an the ANDROID AFP O SanL il dmn A Jnano
& Appstore | P> Google Play ; 3

AKI
ZuvbeBsite, momwvIag To EKoViGLo 0TNV Avw apLoTEpn ywvia, yla vo unoPalete véo aitnpa, v ypaete kdmolo TPAXONEEL
ayohwo i va Pndiosts unip g enikuong evog mpofhnparog. \

Es mepintwon nov smbupsite va amootsikets mpog Tov Ao EMANMVIkoO-ApyupolToAng KA TposwitikG oo
oiTnpa, £TE Vo KEVETE KAMOLK KaTayyeAic, yua TNV oTioio Qrioute (oL amdvInorn Nposwikr, napakaisiots onwe
EMKOWVWVIATETE PEOW G ypapprg sfunnpétnang tou Snpotn: 15415

INEA
Dpot xprieng g unnpeoiog '&

=~ b @

Xwpic pwroypadia Xwpic pwroypadia
EAANVIKO
AN(
#1077 #1076 &
2
=
Bl Avtkataotaon Kadou B Mnada g
Emokevi/MAdowo/TonoBémmaon Kadwy Anokopudr) Anoppippdatwy
a6 | vroion: | Mo 6 | voion: | Mo
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X +
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(Eraara
22018 Asbopéva yoptn Google  Opol Xprone  Avapopd ogahpatad XapTn

Ewovo 30 ImproveMyCity IInyi: www.google.gr
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XYMIIEPAXMATA

O 6pog Gamification dev avagEpetal 6 KATO0 matyvidlt aAAd oTnv Ty vidomoino,
oniadn oty enidopacn amd TN PLAoGoEeia Tov gaming, KOODS TPOKEITOL Y10 EVIEANDG
dapopetikég opoloyiec. Ztov 21° audve Oho Kol TEPIGCOTEPEC EMYEPNOELG
epapuolovv to Gamification, YPNGYOTOUOVING TOLG HUNXAVIGUOVS TOL KOl TIG

SVVOUIKEG OOUEG (DOTE VAL ETTHYOVV TOVG GTOYOVS TOVG,.

Epoappoyéc ocvotnudtov Gamification cvvovt®vtol o610 0l0diKTvo UEGH Ao
LOTOGEADEG e TN YPNON UNYOVICUAOV AOYIGHKOD, pe T Pondeia towv Kovovav
oL £yovv avoantuydel yOpw and to gamification. To Gamification aroteiel v
Kupilapyn HOPON wuyoymyiag TG €moyNs KOG o@ov umopel va emxnpedoel tnv
aALOYN TNG CULUTEPLPOPAS TOV ATOUOV HEGO amd TN OLOPOCTIKY) CUUTEPLPOPA

TOL AVOTTOGOEL L€ TOVG XPNOTEG T TEAELTALL YPOVLIAL.

H ypnon tov Gamification pe ™ popen moyvidi®v, PeAtiooe TNV EUTIGTOGHVY
TOV YPNOTOV OamEVOVTL TNV  EMOETIKY OCLUTEPLPOPA TOV  SLAPNUICTIKOV
UNVOUATOV TPO®ONGNC TPOTOVI®MV TV O1APOP®V 1GTOCEAID®V KAVOVTAC £TCL TN
xpNon tTov ®¢g pio tdon mov Aapyloe va kabiepovetal. Or opyovicpoi Kot ot
EMIYEPNOELG £XOVV VIOOETNGEL TNV EQAPLOYN TOL GYXEOOV 6€ OAOVG TOLG TOUELS

BeAtidvovtog kabe avBpamivo TOpo mov oyetiletal pe avtod.

To Gamification pe ™ ypnon TOV TEYVIKOV TOV TOLXVIOLOV oYeOLALEL e APLOTO
TPOTO TNV EUTAOKN TOV YXPNOTAOV OTO TOYVIOlo AToKTOVTOS 0eELOTNTEG KOt
eumelpieg mov mpocHBEétovv pia peyadvtepn o&io OTIG EMYELPNOELS KOG TOVG
opyoviopovs. Méoa amd autéc TIC oTPATNYIKEG £POpPUOlel  KAVOVEG MOTE VA
a&lOTONGOEL KOl VO IKOVOTONGEL TIG embupieg TV YpNoT®V vo ODGEL TN

dVVaTOTNTA AVOTPOPOIHTNOTG KOt TEAOS Kol TIG AvVTAUOPBEC.

H ypnon tov gamification epapuoletor evpémc onuepa 6e OAOVS oXEOOV TOVG TOMELG
™G Long pe TOAAG Topadeiypoto OTMS avapépbnkay oe mponyovpeva kepaiota. Ot
oOTPATNYIKEG TOL €QapUOlel TO KOOGTOOV €va TOAD YPNOIULO epYOAEio, KON
dNpovpyel 6TOVG Y¥PNOTEG 0EEOTNTEG TTOL KPIVOVTOL IKAVEG Y10 TV EMAVOT) SAPOP®V

TPOPANUATOV KOTA TN d10dIKaGio TNG TOYVIOOTOINoTG.
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Otav o1 epapuoyég mov ypnoiponolovy to Gamification eivan KaAd oyedlaouéveg TOTE
KePOILOLV TNV EUTIGTOCVVT TOV XPNOTAOV, KOl OEV TIG EYKATAAEITOVY €0KOAN, OAAL TIG

YPNOLULOTOLOVV.

SOUTEPACUATIKA, 1| owoTh ¥pron tov Gamification péca amd KOAOGYESOOUEVES
HeAETEC emOPA OeTikd Kol amolappdvel Tnv gvpeia amodoyn amd v Propnyovio Kot
Tovg ypnotec. H ypnon emopévoc tov Gamification, avéntuée kot PeAtiooe pe Tig
eCedkevpéveg epapuoyéc to [IAnpogoplokd ZvoTUATo KOl KOT ETEKTOOT) KoL TV

avOpomvn Con.
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