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Elocaywyn

OpLOUOC— ZNUAVTIKOTNTA TOU
BEpatocg

o Gamification fj 6mw¢ opiZeTat otao eAMnvika n Maxvidomoinon sivat n xprion
oToelwv avidlov (game elements) Kol oL TEXVIKEC OXESLAGHOU TTALXVIOLWV
(game-design techniques) og éva meptBaAlov rou dev eival ptiaypévo yla
nayvidt (non-game context) (Werbach and Hunter, 2012).AntoteAel pia €vvola ou
OAOEVQ ATTOKTA auEavopevo eviladEpov, KaBLOTWVTAC TNV ULa TTOAAA UTTOOXOLEVN

TAon o€ TOAAOUG TOUELS. o
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vyeia |

ekmaibevon :
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2 KOTTOG Kall oTOXOL

Avaykaia n
owaoTn avaAuon
, KOOwC KoL N
2TOXOG KaTAAANAN
aélomoinon tou
gamification

Y KOTIOC TNG A PoUo0g
SUTAWMATIKAC Epyaciag eival
N Katavonon Kat avaAuaon tng
gvvolag tou Gamification, n
g&€taon, n ocuvOEoH TOU UE T
riavidla kat n
Sdtadopomoinor tou amnod
AAAOUC TTAPOOLOUG OPOUG

Na toviotouv ol SuvaTtoTNTEC ToU
UTtOpEL Vo TPOOdEPEL OE ONUAVTIKOUC
TOUELG OTIWG OL ETIXELPNOELG, N
eknaibevon, n vyeia, o TOUPLOUOC , TO
marketing kot ol petadopEG.



Epwtpata — YroBgoelg

Mati Gamification otov top€a tng exkmaidbevonc;

Nwc propet to Gamification va cupPAAAEL oTOV TOUEQ

TNG LYEeiag;

Nw¢ prmopeil va a€lomonBet to Gamification ota mAaiola
TOU TOUpPLOMOU;

Mot TOAAEC emixelpoeLg uloBetouv to Gamification;




BiBAloypadikn) Avackomnnon oto nedio tou Gamification

\/ H PBiBAoypadia oxetikd pe Tto Gamification extelvetol oe peyalo €UPOC
TIEPLEXOUEVOU. YMAPXEL £VOC HEYAAOC OPLOUOC ETMLOTNUOVIKWY EPEUVWV KoL
HEAETWY, Ao EEVOUC KUPLwG ouyypadeic KoL ETILOTAOVEG.

To evdladepov yla 1o Gamification avtikatontpiletol eniong o eva akadnUaiko
\/ mAalolo: 0 aplBUOC TwV SNUOCLEVCEWV OXETIKA UE AUTO OAOEVA Kol QUEAVETOL.

Elvat dlaitepa afloonueiwto otL n epudavion tou opou "gamification" oe titAoug
apBpwv, auEAVETAL AKOUN TILO YPHYOPQ KOL ATIO TLC YVEVLKEC avVa{NTNOELC.
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Mnyn:Hamariet al., 2014

\/ MNavw amo to 50% twv opyaviopwy, mou Staxelpilovtol KOVOTOUEC SLEPYAOLEG,

avopéveTal va uloBetnoouv 1o Gamification oe mMtux€g tNG emuxeipnong Toug.
EmutAéov, UumapxeL £vag oUEOVOUEVOC OPLOUOC ETUTUXNMUEVWY VEOCUOTATWVY
ETOLPELWYV, TWV OTIOLWV OAOKANPN N UTINPECLOL ETILKEVTPWVETAL OTNV MTPOCONKn €vog
gamified layer.




BiBAloypadikn Emiokonnon oto nedio tov Gamification

2roxeia Mawvidiov(Game elements)

~ ~
Meploplopoi, Zuvalodnuorta,
Adnynoelg kat lotopleg, 2x€oelg,
Mpoodocg

v

_ _J
4 )
MpokAnoelg, Eukalplec,
Alaywviopog, Zuvepyooia,
Avatpododotnon, Armoktnon
nopwv, BpaBeia, ZuvaAlayeg,
[Upot mayvidLov, ZUVORKEG VikNG
\_ _/

v

(XapaKtr']psq, EuBARuata, des—:q,\
YUAAOVEC, Emtimeda , ATTOOTOAEC,
Opadecg, Maxn , MNeplexopevo yLa
/ EekAeibwpa, Mivakec katataéng,
y. Movtoy, Mpoodopd , Kowwviko

/ L vpadnua , Ekovikd ayadd

J

Mnyn :Werbach and Hunter, 2012




BiBAloypadikn Emiokonnon oto nedio tov Gamification

Texvikécg Zxedraopov Nayvidiwyv (Game-design Techniques) |

) Mo Tov oXedlaopo evog emtuxnpEvou mnatxvidomnotnpevou (gamified)
OUOTAMATOC OeV APKEL LOVO N ELoOyWYr) CUCTATIKWY TIaXVIOLWV (game
elements), aAAd kal n TPOoONKN TEXVIKWVY amo ta mayvidla (game-design
techniques) (Werbach and Hunter, 2012)

.

JTLG TEXVLIKEG Tl VLIOLWwV Ttepthapfavetal kat n adnynon ,d6nAadn pa
) gLVPAVTOOTN KAL TTPWTOTUTIN LoTopla ayvidLou, Ttnv omoia mMAABeL o
oXedLA0TNC, TIPOKELUEVOU VO SWOEL TO EVOUCHA OTOUC TTAIKTEG va Ttaiéouy
TO OUYKEKPLUEVO TtaxVvidL. H adriynon tou oevapiov apKETWV TtaLXVLSLwV
(storytelling) otnpiletat oto povteAo «The Three Act Structure» ,to omolo
BonBa otnv dinynon pwag totopiag matxvidou (Britsch, 2015) 4

Mnyn: Britsch, 2015



BiBAloypadikn Emiokonnon oto nedio tov Gamification

MAaiolo ektocg tou naxvidov (Non- game contexts)

O 0poc¢ mAaiolo ektoc matxvidlov (non-game context) v kaBopilel TIg
) eVOEXOUEVEC TIEPLOXEC TTOU Ba prmopovoe va epapuootel To gamification,
" adrvovTtag €TOL TOV OPLOMO avoLxTo yia riiBava cevapla xpriong (Sailer et al,,

o 2017). o

To povadiko mAaiolo ou armokAeietal €€ oplopoU ival n XpHon otoxeiwv
) oxedlaopou mayvidilwy, ite amno ta idla ta mayvidla ite katd tn dtadikacia
oxeblaopou navidiwy (Deterding et al., 2011; Sailer et al., 2017).

4 KataAnKTikd, cuviotatal va punv neplopiletal n €vvola tng Natyvidomoinong
) O€ OUYKEKPLUEVA TTAaioLa Xpriong, OKOTIoUG j OevApLa, ETLonpaivovTag OTL N
Xopa TNGS Xpnong PeAtwwvel tnv epnetpia twv xpnotwv (Deterding et al., 2011).

— e




BiBAloypadikn Emiokonnon oto nedio tov Gamification

Awadopormoinon tov Gamification og ox€éon pe aAAoug
TIOLPOOLOUC OPOUC
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Mnyn: Deterding et al., 2011




BiBAloypadikn Emiokonnon oto nedio tov Gamification

lotopikry Avadpopur) tou Gamification

MpwTtn xprion tou 6pou amno tov Nick Pelling

Mpwtn Kataysypappevn epdavion tov opou amo tov Bret Terrill




BiBAloypadikn Emiokonnon oto nedio tov Gamification

lotopikry Avadpopur) tou Gamification

H Blopnyxavia tou gamification yvwpllel tepdotia avamtuén Kot
npoBAEnetal n atia tng 1o 2018 va avepyetal ota 5.5
SdloekatoppupLa SoAapla

Mnyn: Christians, 2018 |




MeBoboloyia

- EmiAeExOnke n peBodoloyla TNG HEAETNG mepimtwong, OloTL OlaBETEL OpKETA

TAEOVEKTAMATA O OUyKplon HE OAAEC peEBOSOUC ETLOTNMOVLIKNAG €PELVAC.
OuoLaoTika, N epyacia eéetalel to MPOBANHO o€ OAO TOU TO EUPOC KoL TIOPAAANAQL
BonBael oto va SLeuKpLVLOTOUV Ol TIOAUTTAOKOTNTEC TWV TIPAYHOTIKWY KATOUOTACEWV
TIOU EVOEXETAL VO NV KaTaypadouVv HECW UG TIELPOMATIKAG €peuvag (Johansson,
2003).

- AVOAUTIKOTEPQ, OTO €peuvnTlkO Tedio tou gamification ol pPeEAETEC MEPUTTWOEWV

urtopouv va avoadeifouv kaAlTepa TtV €dappoyn ToOu oTnV MPAEN , TOOO OTLG
ETIXELPNOELG OO0 KOL OTOUC UTIOAOLTTOUC ONHOVTIKOUG TOUELS, KaBwC €emiong Ko va
davepPWOoULV TNV EMLTUXiO AUTOU TOU KOLVOTOUOU €pYyaAEiou.




MeAEteg Mepumtwoewyv o€ KAOE TopE

Gamification otnv eknaidsvon

&

T MEPEC HOC APKETA oxoAeia avtipeTwmilouv onuavtika npofAnuata
o€ oX€on ME Ta kivntpa padnong twv padntwv. Autd cupBaivel, S1otL ot
HoOnNTéC €xouv mAEov apeon emadn HE T Pndlakeg teXVoAoyleg Kal
aduvatouv va TPOCOPMOCTOUV O €va QmapXolWUEVO ocuaTNU
eknaibevong. E&autiag autol, oL ekmawdevtikoli Tpoomabolv va
XPNOLLLOTIOLCOUV VEEC TEXVIKEC KOl TIPOOEYYLOELC YA VO TIOLPOKLVI)GOUV
TOUG MaONTEC woTe va dnuUloupynoouv Loxupad kivntpa otn Stk toug
nadnon

Mwa mbavry AVon eivat va smPBpafsubolv oL mpoomdBelec kat ta
gmutevxOévta amnoteAéopata twv padntwv pe BpaPeia, yeyovog mou
obnyel oe avénuéva kivntpa yla cuppetoxn kat dpactnplotnta. Noapoia
QUTA, Ooplopévol ekmaldeutikol, omwe o Lee Sheldon, kaBnyntri¢ oto
Rensselaer Polytechnic Institute, cuvexilouv va &16dokouv pe 1o SKO
TOUC TPOMO, akoAouBwvtag tnv mapadoaoiakn Baduoloyia.

| Mnyn: Kiryakova et al., 2014 |




MeAEteg MepmTtwoewV o€ KAOE TopE

Exknaidevon

# MeAétn Nepintwong: Eknawdeutiko mayvidt ClassDojo J

CLASS

*To ClassDojo eivaw éva epyaleio
Sdlaxeiptong g tafng mou PBonba toug
EKMOdEUTIKOUG va  PBeAtiwoouv TN
ocvunepipopd tTwv padntwv ypriyopa Kou
gUKOAQL.

*EvioxUeL apeoa tnv KoAn ouvunepidpopd
kot Sivel Kivntpo Kal 0TOUG UTIOAOLITOUG
HaONTEG TNG TASNG.

Mnyn: Bicen and Kocakoyun, 2017




MeAEteg MepmTtwoewV o€ KAOE TopE

[Gamification OTOV TOHEQ TNG uve(aq]

Epeuva mou mpaypotonolitnke oxetka pe tnv enidpaocn tou gamification
otnv uyeia kal tnv gueia €6ete otL Alyo mavw amod to AU (59%) twv
HeAetwy avedepav Oetikd amoteAéopata, evw 41% pktd 1 oubEtepa
amoteAéopata. Autd unodnAwvel otL to gamification Ba pmopovos va €xeL
Betikn enidpaon otnv UYElal KoL TNV €UNUEPLA TWV ATOHWY, ELOIKA OTOV
epappoletal pe e€eldikevpevo tpormo (Johnson et al., 2016).




MeAEteg MepmTtwoewV o€ KAOE TopE

Yyeia

# MeAétn Nepintwong: H cupBoAn tou Gamification pEow NG ELKOVIKAG
TIP ALY HOTIKOTNTOG OTNV TIPOEYXELPNTIKA avnouyxia mov atcdadavovtal ot matdiatpikoi
aoBeveic mpwv unoPAnOoUV o€ yevikn 1 HEPLKR avalcOnoia

To amotéAeopa aUTAG TNG MEAETNG £6€L€e OTL N eumeLlpla TNG TTPOEYXELPNTIKAG Stadikaoiag HEow TOU
niayviblov VR, pumopel va PELWOEL AMOTEAECATIKA TO AyX0G o€ Ttaldlatplkoug acBeveic (mepimou 40%)

TIOU TIPOKeLtal va uttofAnBolv o€ yevik [ HeEPLKA avaloOnoia. Auto, pmopel va e€nynBel amod tn
ouvduaopévn enibpaon tou gamification kot tng epmnelpiag VR .

Mnyn: Ryu et al., 2018




MeAEteg MepmTtwoewV o€ KAOE TopE

Gamification otov touplouo

O kKAAS0OC TOU TOUPLOUOU OTTOTEAEL EVOV TOUEQ UTINPECLWY, O OTtoioC Sivel ‘
EUdaon OTLC EUTIELPLEC TTOU OITOKOUL{OUV OL TOUPLOTEC KoL OL Tt po)OoL
urtnpeowwv (Vargo and Lusch, 2008)

Evioxuon tng TOUPLOTLKAG

eumnelplac (Enhance tourist
experiences)




MeAEteg MepmTtwoewV o€ KAOE TopE

( Gamification otov Touplopo ]

# MeAétn Nepintwong: My Indonesian Moments J

Tiapoucia KoWwvikAg aAAnAentidpaong kot
OXECEWV UETAEL TWV TIOLKTWVY EVEPYA

H mAatdopua avtn
Baolotnke oTouc 5 MUAWVEC YypPriyopn Ko avouytn
Tou Gamification, cOUpdwva avatpododotnon

He tov (Gartner, 2011),
TIPOKELUEVOU va eTiLTeEVYOEL LOOPPOTUNLEVEC
TOUPLOTLKNA T(POKANOELG
avayvwpLoLpotnta otn
Blopnxavia tng lvéovnoiac.

oadelc KAVOVEC Kall
oTO)OL

cuvapmaoTiki adpriynon
(compelling narrative)



MeAEteg MepmTtwoewV o€ KAOE TopE

Gamification oto marketing

To Gamification Bewpeital €va KAWOTOHO EUTIOPLKO E€pPyaAEio ToU
XPNOLUOTIOLELTOL ATIO TLG ETUXELPNOELC HE OKOTO va Tpowbnoouv ta
TPOTOVTO TOUC OTNV Ayopa KAl va TtPOOEAKUOOUV UEYAAO KOLVO.

Mo ouykekplpuéva, n  edoappoyn Tou Gamification ot0 HAPKETIVYK
NMPOCPEPEL ONUAVTIKA TIAEOVEKTAMOTA. ApXLKA, avEavel tn d€opevon Ko
ennpealel tn ocupmnepLPopd KOl TIC EVEPYELEC TWV TEAATWV HE Eva
SlaoKeSAOTIKO TpOTO.

AugAaveL TNV avayvwpeLolpetnta tng enwvupiag (brand awareness) pe tnv
aflortoinon twv otowelwv gamification omMw¢ Twv avioapolPwy, Twv
TIOVTWY, TWV TILVAKWY KATATAENG KOl TOU aviaywviopoU (Symons, 2018).



MeAEteg MepmTtwoewV o€ KAOE TopE

Gamification oto marketing

# MeAétn Nepintwong: Speed camera lottery J

Mplv amo to melpapa, N HEON TaXUTNTA O€ AuTr TNV Ttieploxn ntav 32 km / h, evw katd
™ SLapKELD Tou TElpapatog pewwdnke ota 25 km / h. Emiong, pewbdnke n péon
Tayutnta Kata 22%, avénbnke 1o HePidlo ayopdg tng etalpiag katd 4% kal ol

NwANoeLg kata 5,8%. (Chou, 2013).

Mnyn :Arakawa and Matsuda, 2016




MeAEteg MepmTtwoewV o€ KAOE TopE

Gamification oTLC emLXELPNOELC

) To gamification otov topéa TwWV EMKEPROEWV OMOTeEAEl Ml KAWOTOMO HéB0SO Tou
Hopel va anodEpel OeTIKA anoteAEopata TOOO0 0T YEVIKN AELToupyla TG €TaLpEiog 600
Kol oTtnVv avénon tng arnodoTkoTNTAG TWV EPYUIOHEVWV.

") IkomAdc tn¢ rayvidomnoinong ivat va SnULoUpPYroEL Eva EUXAPLOTO EPYOLOLOKO
nepBaAAov ko va evOappuVeL Toug UNTAAANAOUG VoL aVTOTIOKPLVOVTOL OE SUOKOAEG
SpaoTNPLOTNTEC ,MPOKELHUEVOU VA peTaBaivouv cuvExela o uPnAotepa enimeda, OMwWG
oupBaivel kat o€ pla ayvidonolnuévn dradikaoia.

¢ Akoun, moAAEg etaupeieg xpnowomowoUv to Gamification  kat amoppintouv TV
nopadoolakn HEOodo doov adopd tnv eknaidbevon twv epyalOHEVWV TOUC ,WOTE Vol
glval o evéiadépovoa Kat EAKVOTIKN, KAOwWC Ba aAAnAosnidpouv pe Eva dladpaotiko
nepBaiiov(Simpson and Jenkins, 2015).



MeAEteg MepmTtwoewV o€ KAOE TopE

JUYKPLTIKA AVAAUGCHN TWV LEAETWYV TIEPUTTWOEWV
(MyMarriottHotel, Inner Island, Owiwi) otov topéa tou HR

Kpipio Zoyepions MyMariottHotel ___mnertsland ___|_____owiwi __

Meplexopevo Ewkovikd mAaiolo mou avuumpoowrnelel Ewkovikd — kol  yevikd Ekovikd mAaiolo

(Context) TO E€0TLOTOPLO TOU KABEe Xprnotn otnv TAaiolo

aAvoida Eevodoxeiwv Marriot

X1 S B BTGV [ovtol, Emimeda, Mmnapa [Mpoddou, MpodkAnon, AmooTtoA£g, aBatap
(Game elements) aBatap (avantar) Avtaywviouog, (avantar),enineda,

YAormoinon evog €pyou avatpopodotnon(feedback)

Eyypadn Facebook Facebook Etaipiky MpookAnon  kal

(Registration) Linkedin 1 péow  pLag
KQVOVLKNG yypadng

HAWKLOKOG Agv UTIAPXEL TIEPLOPLOHOG Mikpotepol amod 26 Aev UTTAPXEL TEPLOPLOUOG

Neploplopog(Age XPOVWV

limit)

[\ IV T T I TG T T TR Movadikog xpriotng(alone) Movadikog Movadikog xpriotng(alone)

(Alone or team) xpnotng(alone)



MeAEteg MepmTtwoewV o€ KAOE TopE

‘ Gamification otLc petadopeg

Ta teAeutaia xpovia €xel apatnpnbel otL n mawyvidomoinon ebpapuoleTal KoL 0TOV TOUE
TWV UETODOPWY, UE OTIWTEPO OKOTIO TNV aAAAy CUUTEPLGOPAC TWV HETOKIVOUHEVWVY. OL
TeEpLocOTEPEC ePapPUOYEG OV UloBEtnoav to gamification otov topéa twv petadopwv
otoxevav otnv Tnpowdnon/evioxuon Ttou Padiopatoc wote va  anodeuxbel n
KukAodoplaky cupdopnon, otnv ulobgtnon tng acdalolc odAynong KabBwg Kol otnv
gkpuadnon tng odnynong.

# Melétn Nepintwong “Beat the Street”

F 3

SN I
e |

50%
0% Find your nearest Beat Boxes Start your journey by going to Tap the Beat Box with your card
your first Beat Box or fob until it beeps and flashes
-
- A Al .o B
30% " /1 owno* 4 f v
Iy ' | | 1
20% H N . Al
v r
=l T Y
10% N ~ Gb 'V E} l
— Wa 77a 7
o e’ DD
» Stant
2015

60% .

.

Stan End End Walk, cycle, run or scoot to a Tap the Beat Box with your card Now carry on your journey
2014 2014 2015 different Beat Box within an hour | or Fob until it beeps and Aashes and score more points for

to score 10 points each extra Beat Box you tap

H mAatdoppa “Beat the Street” petatpemnel oAOkAnpn tnv MOAN o€ €va maxvidL omou ot

avBpwrot kepdilouv MovTouc kaBwc mepmatovy, kavouv rtodnAato kat tpexouv(Yen et al.,
2019)



MeAEteg MepmTtwoewV o€ KAOE TopE

Mpotewopevn Edbapuoyn Gamification otov TopEa Twv petadpopwyv

- . () ()
Eyypagr TOvGeEON v g @




MeAEteg MepmTtwoewV o€ KAOE TopE

Mpotewopevn Edbapuoyn Gamification otov TopEa Twv petadpopwyv

Mpoocoxn!

e PB0pLic OS00TPLURATOS
«BAGPeg /) ®B0pic OLIRAC Zpavong & Inpar

sAvrixeipeva oro ApdSuo

NMpoooxn!

+«Opro Taxornrag 50 Km/h

ITivaxog Katdraéng

Toprapnmipa Oloxinpacate Ty Swdpop) oug l::/,

Bpafeia

10 BpaPeio: 20 supw Bevlivn aimo
ETMAEYHEVO KATACTNA

20 BpaPeio:10 Eupw KOUTIOVI OE
smAsypéva soTiatopla

30 BpaPeio:5 supw SwposTutayr
OE SMAEYPEVA KATAOTIOTA
£vduong




JUUTEPAOHOTA

® 10 gamification amoteAel pa €vvola mou ouvOdEeTal Apeca ME ta mawyvidia, kabwg
XPNOLHOTOLEL HNXOVICHOUG Kol PBOOLKA OTOLXELOL QMO aUTA. € MO €EMOXA MEYAANG
TEXVOAOYLKNG aVAITUENG T TolLXVidLlol amoteAoUV avamoomooTo KOUATL otnv {wHR Twv
avOpwnwv, eMOMEVWE N VoBEtnon tou gamification og mowkiAoug topeig ,umopel va
NPoodEPeLl OETIKA OMOTEAEOHATA TOOO OTNV OKASNUOIKA Kowotnta 000 Kol oTtnv
Kowwvio

) Katéxet Suvapik mapoucia OTOV TOMEN TWV EMIXELPACEWV KAl OTAV AKASHMAIKA
Epeuva Kol KTiletan pia OspeAlwdng eUmeLlpkn yvwon navw o€ avtiv. MapaAAnAa, oAo
Kol TtEPLooOTEPOL KAASOL TNV VLoBeTOUV, KOBWC anodEpeL apkeTd opEAN

® Qotoo0, To gamification Oa mpémnel va xpnopomnoteital pe ouveon KoBWE n SVvopun Kat
N EMPPON TIOU MIOPEL VO OLOKNOEL MAVW OTOUC XPNOTEC TNG €KACTOTE £dapuoyng,
evoéxetal va emidpépel apvntika amnoteAéopata. Na nopadsiypa, tov NoépfBplo tou
2016, €va apdéL Etpexe pe 120 XA avad weA KoL KATASLWKATOV OO TNV 0CTUVOLia O€
KEVTPLKO SpOLO NG AMEPLKAG, XWPLC wotdoo va daivetol KAMOLo¢ odnyog HEca OTo
opaél. TeAka, StamotwOnke OAtTL 08NYOC ATAV £val EVIEKAXPOVO ayOpL TO OMoio Ei)Xe
nadeL nwe va odnyei mailovrag GTA (Toda et al., 2018).



MeAAOVTIKEC ETIEKTAOELC

To gamification amotelel €va kalvotopo epyaleio mou peAlovtikad Ba mpoodEpel
BETIKA amoTteAEopATA KOl 0 AAAOUC TOLEIC EKTOC ATTO TOUC Ttapamavw. Emopévwe,
eMeLdnN n akadnuaikn €peuva OXETIKA HE QUTO €lval TEPLOPLOUEVN, XPAOLHO Oa
Atav va dnuloupynBel (ot EUTEPLOTATWHUEVN UEAETN ME oKomo va OSlaodaAlotel
KaAUTepa N €EEALEN Kol N amtodoon tou. Mo auTto to AOYOo, N CUYKEKPLUEVN Epyaoia
Ba pUmopoUoE Vo ATIOTEAECEL EVOUOUA YL TIEPLOCOTEPN €PELVA, OvVOolyovtac £Tol
VEOUC 0pilloVTeC YUpwW aTto TNV EMLOTNHOVLKH MEAETN Tou gamification.

O Marczewski smionuove otL to Gamification Ba ouveyxioel va kepdilel €dadoc oto
HEANOV, KaBwc To evdladEpov yia ta maxvidlta Ba cuvexiostl va vdlotatal Kat va
auéavetat

O Kapp tovioe otL 1o gamification Ba cuvdeBel pe Ta EMXELPNUATIKA CUCTAMATO
KOl TLG ETILXELPAOCELG, LE TA OTOLXELQ TOU TtaxvidloU var cuvdEovTal AUECA LE TNV
anodoon evocg uraAAnAou. EmutA€oy, TOVIOE OTL O TOMEAC TTOU Ba KUPLOPXNOEL TO
gamification peA\oviikd elval O TOMEOC TNC ELKOVIKAG Kol EMAUENUEVNC
TIPOLYLLOLTLKOTNTOLG.

TéAog, o Leaman e&edpaoe tnv amoyPn ot n Mawxvibomnoinon Ba cuvexiosl va
avarntuooestal, TpoPodoToUEVN €V LEPEL ATTO TNV €KPNEN TNG TEXVOAoylag n omoia
ETUTPETEL OTOUC XPNOTEC val €XouV TIpooBacn ota mayvidla PE TNV EUKOALX TOUG
oTa Klvnta tou¢ tnAédwva (Jacobs, 2017).
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