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NepiAnyn

H exmtaiSevon kaAeital va emmide€etl Sidaktikeg pebodovg kAt 0TPATNYIKES TTOL VITOCTNPIOVYV TOV EVEPYO
POAO TV paBNTOV/ TPV 0T Habnor Toug MOoTe va TPoKLIITOVY BeTikd pabnolakd amoteAéopata. H
Siepevvnmikn puabnon kot n mayvibormoinon €xouvv TpaPnel to evilaPEPoV TWV EPELVRV, OOV
UEAETATAL 1) ATTOTEAECUATIKOTNTA TOVg 01 Si8ackaiia twv duokav Emotnuov. H mapovoa Epsuva
UeAETA TNV eMBpAOT NG TALVISOTOINOoN G, LECA ATTO TNV EPAPUOYT] EVOG S1EPELVTITIKOV TTAAICI0V, 0TIV
KATAVON 0T TOU (PAIVOUEVOL TNG OKIAG, OLYKPITIKA UE auTrh) pEow Saokalokevtpikng Sibaokaiiag. H
TEWPAUATIKT Epeuva ge 30 pabntég XU Anuotikov £8e€e oTL N mayviSosoinon otn pabnon péow
Siepetiviong éxel BeTikd astoteAéouata oty emiboaon, CUYKPITIKA pe v mapadooiakn S idaokaiia.

NE€eLg KAELOLA: SiepevvnTikn) pabnomn, tayvibomoinon, avouevo oK1ag
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Gamification through Inquiry-Based Learning Strategy in Shadow
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Abstract

Educational research examines teaching methods and strategies that enhance active student
engagement in the educational process aiming positive learning outcomes. Inquiry-based learning and
gamification have garnered significant attention due to their impact on Science Education. The present
study seeks to investigate the effects of gamification within an inquiry-based framework on students’
understanding of shadow phenomena, compared to a traditional, teacher-centred instructional model.
Findings from an experimental study involving 30 sixth-grade students indicate that gamification when
integrated into inquiry-based teaching, has a positive impact on learning outcomes compared to
conventional teaching methods.
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OswpnTtiko unopabpo
Awepevvnon kat Puoikég Emotreg

H &iepevvnon, n ovAoylotikn dnAadn twv emotnuovey, vootnpidel v evepyo uadnon
UECA AITO TNV EUITAOKT) TOV HaBNTOV/Tp1ov oty avakaAvyn g yvoong (Keselman, 2003).
H Siepetivnon eivar ovpupatr pe ) Sidackaiia twv dvokav Emomuav (P.E.), kabBwg kat ot
i61eg o1 @.E. amotedovv pia Siepevvnmikn) Stadikacia omov éva mpofAnua-epmnua xperadetal
emiAvon (Jerrim et al., 2022). Apwyog oty e@apuoyt) g Siepevviong amoteAei n aflomoinon
TV PNELIKOV TEXVOAOYI®V, KAOMG aUTEG TPoo@EpoLvy evelifla 0 XWPO Kal XPOvo,
SuVATOTNTA YA AUEOT] AVATPOPOSOTNOT) KAl ETAVAAYPT TOV S1a81KACIOV, EVE EMTPETOVV 1)
S1apopPmon KATAMNA®Y €KOVIK®OV meplfalovinv mov e§umnpetolv Tovg OKOoUg TNG
uadnong (Burden & Kearney, 2016). Ot yn@1akeg teXVOAOyieg LITOPOUV v LITOOTNPIEOVY TN
Siepevvnon otn SiSaokaiia wote va tpokLyovy BeTikd amoteAéopata otn padnon (Onyema,
et al.,, 2019). 'Eva olUyyxpovo OSiepevvntikd povtédo puabnong, to ITIEA (ITpoPAenw —
IMapampo — EEnyw - AClodoym) mpoPAemel v aglomoinon Twv PnelakmV TEXVOAOYIOV wg
ueboSov avatpo@oSoTnomNg, EVG N EPAPLOYT] TOV O€ UIKTO HOVTEAO S1800KAALAG TTPOCPEPEL TN
SuvatoTTa ya peer to peer ouvepyaoia TV HAONTOV/TPLOV KAl ETKOIVOVIA HE TOV/TNV
exmmaidevtiko (Al Mamun et al., 2020). Me autov Tov Tpoo ot padnteg/pieg Aapavovy v
ATOUIKT AvATPOPOSOTNOT 7OV XPE1AlovTal, EVG TAPAMNAA oUVEPYAOVTAL KOl KATAATYOUV
amd Kowvov oe ovumepaocuata. To oynua 1 mov akoAovBel amewkovidel ta otadia Tov
Siepevvnikoy povtedov IIITEA to omoio emiAeéxOnke mpog a&lomoinon oto mAaiclo ng
apovoag Epevvag yia tn S18ackaAia Tov PAIVOUEVOL TNG OKIAG.

Tynua 1. TYNUATIK avartapdotaon g mopeiag twv otadiov pe faon
o Siepeuvnikd povrero IIMEA

IIpoBAermm ITapaTtnpd E&nyd A&roroyd

an ) an ®) )

= E&aywmyn kot = AlXniemidpaocn = Kotavoénon ! ZOUTEPASHATA KOl
TPOSPAaywn Kol £psovva Kol epunveia i avVaSTOXAG OGS

IInyn: Instructional design of scaffolded online learning modules for self-directed and inquiry-based learning environments
(Al Mamum et al., 2020)

Nauyvidonoinon kot Muoikég EMLoTANES

To Betikd pabnowako amoteAeopa pnopel va emtevydel HECA ATTO TNV EVEPYOTOINOT TNG
KV Tosmoinong v padntov/tpiov. Apketeg popeg ota padnuata tov @.E. vapyet SuokoAia
TV HAONTOV/TPIOV OTNV KATAVOTOT] KAl TNV EPUNVEIA TOV (PAIVOUEVOV UE ATOTEAECUA VA
elval ouVO TO PATIVOUEVO TOV AOOTLATOG APVIOTG YA TV EVACYOANOT] LE AUTEG. ZUVETQG, )
EVEPYOTTOINOT TNG KivnTomoinong eivatl kouPikng onuaciag ya ) didaockaria twv ®.E. Mia
QIO TIG OTPATNYIKEG TTOL EPEVVAOVTAL AVAPOPTKA LIE TNV EVEPYOITOINOT) TNG KIVNTOTOINONG TV
padntov/tpuwv eivar n mayvidomoinon (“gamification”). H otpatnywr avtn aflomoel
OTOLEla TOU TAKVIOIOL Og pn sayvidomomueva meplfaAlovta, ONwg TO PEAAIOTIKO
mepifadov pag ta&ng (Kapp, 2012), pe otoxo va evepyosmomndel 1 Kivntomoinon twv
pabntov/ TPV yia evepyo eUITAOKT| KAl va TpokUpovy 1ot OeTikd pabnoiakd amoteAéopata.

Ta deSopéva ya v amoteAeouaTiKOTNTA NG Tayvidomoinong eival dlote Betikd wg
mpog v emidpaot) tng otnv enidoon (Zainuddin, et al., 2020), evo dMote 1 e@appoyn g
¥apaktpiletar vitodeeotepn Twv cvpPfatikev SidakTtikwv pefodwv (De-Marcos et al., 2014).
Koufwkod poAo yia tnv emruyia NG €@APUOYNS TNG ayviSomoinong €Xovv 0 OwoTog
oxedlaouog g, 1 CAPNVEIN TWV OTOXWV TNG KAl 1 vooTnPifn TG atd 10XLVPO BewpnTIKO
vrtoPadpo kar amod ohokAnpwpevn Sidaktikn pebodoroyia (Kalogiannakis et al., 2021).



Mpaktika Suvoyewv 14° MaveAdnviouv Suvedpiou Abaktikric Quotkwv Emttatnuwv kat Néwv Texvoloyiwv atnv Eknaibevan

Me0BodoAoyia

Yta mAaiowa TG €pevvag pag peAetndnke n emidpaon tng mayvidomoinong péoa amo tnyv
eQapuoyn diepevvnTikng HAbnong, oIV KATAVONOoT TOU PAIVOUEVOL TNG OKIAG, OE OUYKPLOT)
pe v mapadooiakr), daokarokevipikr Sidackaiia. Me Baon 1o oxeTiko BewpnTikd TAQIo10
TPOEKLYPE TO AKOAOVO0 EPEVVNTIKO EpOTNUA: Z€ TTO10V BAOUO 1) TTAYXVISOTOINUEVT) LOPPT) TNG
S18aokaAiag Tov @avougvou TnNg ok1Ag, HEoA ad TO HOVTEAO NG SiepevvnTikng padnong,
EVIOYVEL TNV KATAVONOT) TwV HAONTOV/TPL®V, CUYKPITIKA e TNV Ttapadootakr) Sidackaiia;

O1 30 padbnteg/tpieg g T tov Seiypatog ng epevvag yxwpiotmkav oe dvo ouadeg. H
ouada eAéyyov mapakoAovOnoe pia Saokalokevipikr SiSaokaiia otnpilopevn otn petadoon
YVOONG Kal otV enide&n melpapdtwv ammod tov/ v ekmadevtiko. Ia v melpapatikr) opada
StapoppmnOnke &va WKTO OSiepevvnTikO poviédo Paoclouévo oto povtedo IIIMEA, eve
evtayOnkav oplopéva otoiyxeia maryviSomoinong, 0mwg To AP YNUA, Ol JTIPOKANOELS KAl 1)
emPBpaPevon. To online ep1Barrov Tov povIEAOL S1AHOPPOONKE HEC® TN TAATPOPLAS TOV
WordPress. H mAat@opua mov Snuovpynoape O0pde kavaht oto YouTube kat eiye titAo
ShadowLab, eve ot pabntég/tpieg, wg akoAovborl/eg katevBlvovTav Ko evepyovoaV UE TNV
vroopi&n e npwidag - YouTuber (Optics). e 0AOKANpn TNV apamave Siadikacia faoikog
0TOXO0C T)TAV VA TNV S1EVKOAUVOLY 01 HaBNTEC/TPLEG OTIC TTPOKAT|OELS, OXETIKEG LIE TO PAIVOUEVO
NG OK1AG, TTOV KAAOUVTAV VA AVTIHETWITIOEL.

v Ta€n TPAYUATOTOIOVVIAV 1) CUUITAP®OT KATOAANAQ Slapop@oUEVOYV GUA®Y
£PYAOIAG, EVM EKTEAOLVTAV OUASTKA TTEIPAUATA UE ATTTA VAIKA 1) Kot pe To 1610 10 oopa Tmv
uadntov/tpwwv (Pantidos et al., 2017). Ta @UAMa epyaciag kabodnyovoav Tovg/Tig
uadnTeg/Tpleg TNV 0PYAV®MOT) NG OKEWPNG TOVS, EVGO TA CUUITEPACUATA TIPOEKVITTAV ETEITA
anto ovvepyanikeg Sadikaoieg. Metd v €€aywyr T®V OUUTEPACUAT®V, Ol HaONTEG/TPieg
olokAnpwvav oto ShadowLab Tig mpokAnoelg wote va eAeyfovv, atoukd, to Pabuo
KATAvONOoNg TNg veag yvong Y TO (paivopevo tng oklag. Katd v oAokAnpwon tng
Sadikaoiag, n Optics Tovg/TIg guyaploTOLOE e ula OXETIKT evBappuvon kal pia Betikn
avatpo@odotnon.

AnoteAéopata

Amo ta dedopeva Tov TeEOT AUTOAE0AOYNONG TPOEKLYE OTL petd T SiSaktikn mapepfaon
TApATNPELTAL Hia avEnom oty emidoon Tng MEPAUATIKNG OpNAdag, eve N eidooT otV opada
eAEyyov mapovoladel peiwon. O mivakag 1 mov akoAovbel mapovoladel Tig Slapopeg otnv
emidoon tTwv 6Vo opadwv, TPV KAl PETA TNV Tapeufaoct. AOyw Tov Hkpov peyefoug tov
detypatog, o1 Srapopeg otig embooelg 6 BewpolvTal OTATIOTIKA ONUAVTIKES. AVAALTIKOTEPA
oTolyela yia Ta amoteAéopata g epevvag Ba §o8ovv oty ektetauevn €k800T) TOV KEUEVOL
OTA TPAKTIKA TOV oUveSpiov.

ITivakag 1. M€oog 0pog KAl TUITIKT QWTOKALOT) TG OUVOAIKTG BaBuoroyiag Tng opddag eA&yyov kat Tng
TEPAUATIKNG Opadag mptv kat petd mn Sidaktikn mapeuPaon

YuvoAkn Tuvolka Ounada Eigyyov Onada Ieypapatikn
Baduoiroyia M SD M SD M SD
IIpwv mv mapeupaon 5.83 1.56 6.00a 1.66 5.69a 1.49
Metd v mapéupaon 6.03 1.96 5.57a 2.03 6.44a 1.86

Znueiwon: Ortpgg otnv idia ypappr mov de porpadovtan tov idio Seiktn Sragepouvv onpavtika oto p< 0.05 ota test Mann-
Whitney ka1 Wilcoxon.
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Tupnepacpata

H mtayyviSomoinon otn Sidaokaiia péow evog S1epeuvnTikoL HovIEAOL pabnong gaivetal va
gxel Betikn emidpaon otV KATAVONOT, OUYKPITIKA UE TN OSaokaAokevipikl] SiSackaiia
(Papadakis et al., 2022). Avagopikd pe v avénon otnv emidoon g MEPAUATIKTG opadag,
TTAPOAO TTOL eV NTAV OTATIOTIKA ONUAVTIKT AOY® LiKpoL detypatog, wg deSopévo Sev pmopei
va ayvondei, AOyw Twv VE®V CLUVONK®V JTOU KOAOUVTAV va O1aXE1PIOTOVV TA UEAN NG
EPAUATIKTG Opadag. MEoa 0g OXETIKA CUVTIOUO XPOVIKO Slaotnua, ol padnteg/tpieg enpene
va §pAacovv opadikd Kal ATOUIKA, VA TTAPOLV ATTOPACELS KA1 va eE01KEIwOOVV e Eva AyvemoTo,
wg Tote, online mepifddrov. Ta v amotuvyia oty emidoorn g opadag eAEYYov petd TV
mapeufaot, autrn evOEXOUEVMG OPEIAETAL OE TTAPAYOVTES OTIWE 1) EAAEYT] EVOIAPEPOVTOG VIO
pia mabntikn SidackaAia, n SvokoAia otV KATAVON 0N, KADBKOE KAl 08 TLUXAI0VS TTAPAYOVTEC.
H vmepoyn g mayyviSomomnuevng pebodov ovykprtikd pe tnv mapadooiakn ekdoxn tng
QUITOTEAEL £VA OTUAVTIKO OTOLXELO LITEP TNG ATOTEAECUATIKOTNTAG TNG. Ziyovpa To medio g
EPAPLOYTC NG TatvV1S0moinong Héoa amo Eva S1epeuvnTIKO HOVTEAO XPEIACETAL TIEPALTEP®
UEAETN OTO HEAAOV KA O€ peyaivTepo detypa pabntov/piov.
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