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Abstract

Over recent years, the techniques and features of gamification have been increasingly
incorporated into educational environments, such as distance learning. This dynamic
is also reflected in the intensification of the research concerned with the phenomenon
of gamification and the factors impacting its implementation in the context of various
fields. In alignment with previous research efforts, this study aims, first, to explore the
attitudes of the participants in this research towards gamification and, second, to
examine the role of their learning approach to the formulation of those attitudes. To
attain this goal, an empirical research was conducted with the use of a questionnaire
that was distributed to nascent users of gamification, in the field of distance learning.
In total, 399 valid questionnaires were collected. The results of this study highlighted
the very positive attitudes of the participants both towards distance learning and the
use of gamification mechanics. However, there was a differentiation among the
respondents in terms of the degree of the positive evaluation they attributed to the
individual gamification mechanics examined. This finding suggests that special
attention is required on the part of the educators in selecting the gamification
mechanics they will integrate in a distance learning environment, since the specific
characteristics of the potential students seem to require the provision of customized
gamification techniques. Further, this study has shown that the students' learning
approach, when it is deep, it affects positively the attitudes towards gamification.
However, it entails that this relationship is mediated by the positive attitudes towards
distance learning. That is to say, the participants who stated that they acquire a deep
learning approach they tend to exhibit a more positive attitude towards distance
learning and this in turn leads to a more positive attitude towards gamification. The
findings of this study can be used by educational institutions that provide distance
learning programs via gamification.
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Iepiinyn

Ta tehevtaio xpovia, 0A0EVO Kol TEPICCOTEPEG TEYVIKES KOL YOPUKTNPIOTIKO TNG
mayvidonoinong (gamification) &VGOUOTOVOVIOL GE EKTOOELTIKA TEePPAAAOVTO,
omwg, Yoo mopadetypa, oty €€ omootdoewg ekmaidevon. H dvvapikn avt
amewovileTal Kol oTnV avénNon TV EPELVMOV TTOV OCYOAOVVTIOL HE TN UEAETN TOV
eowvopévov tov gamification, 1 omoio eoTdlel KLplG oTN depedvno TOV
TOPAYOVIOV 7OV €MNPEdlovV TNV OMOTEAECUOTIKY) EQOPUOYT] TOL GE JLAPOPOVS
TolElG. XT0 1010 TVELHO WE TPONYOVUEVES EPEVVNTIKEG TPOOTADEIES, 1 TOPOVLCH
HEAETN €xEL OC OTOYO, APEVOS, VO, SIEPEVVIOEL TIG OTAGELS TOV GUUUETEYOVI®OV GTNV
épevva Evavtt Tov gamification Kat, apeTEPOL, Vo e£eTAGEL TO pOLO TTOL Stadpapatilet
N HoBNCLOKN TPOGEYYIoT ALTMV, OTIC GTACELS TOVG £vavtt Tov gamification. ' v
emitevén  auTOV  TOL  OTOYOL  JdlevepynOnke eumEPIKN  €pguva  pE  YPNOM
gpotnpatoroyiov mov dravepndnke ce dvvnTikovg ypfoteg Tov gamification, Gtov
TOHEN TNG €5 OMOOTAGEMG EKMAIOELOMNG. ZVUVOAIKA cvykevtpobnkav 399 Eykvpa
gpotnpatordy. To amoteAéopato e Epevvac, Katapyny, avédelav Tig waitepa
0eTIKEG OTACELS TOV EPOTOUEVOV TOGO GE GYXECN LE TNV €5 AMOGTACEMG EKTAIdELO,
060 kol pe TN ypNon unyovicpov tov gamification. Qotdco, SamoTOONKE
dpopomoinon TV epOTOUEVOV ®C TPog 10 Pabuod g Betucng agloAdynong mov
AmEOMGOV GTOVG EMUEPOVS UNYXOVIGHOLG ToL gamification mov efetdotnkoav. To
eopnua  ovtd VITOdMAMVEL OTL omouteitol 1010dTEPN TPOCOYN €K UEPOLG TMV
EKTOOEVTOV ®G TPOG TNV EMAOYN TOV PNYOVICU®V Tov gamification mov Oa
EVOOUOTOGOVY 6€ €vo mepailov € omootdoews ekmaidevone, koabdcov ta
Wwitepa YOPUKINPIOTIKE TOV SVVNTIKAOV EKTOOEVOUEVOV QOIVETOL VO OITOLTOVV
TPOGPOPA  €EUTOMKEVUEVOD  IUYHATOG  TEYVIKOV KOl YOPUKTNPIOTIK®OV  TOV
gamification. EmmpdocOeta, m mopovoa £psvva katédelEe Ot M pobnolokn
TPOGEYYIOT TV EKTOLOEVOUEVOV, OTAV EIVOL OVCLAGTIKY|, EMOPE OETIKA 0TI OTAGELS
toug €vavtt tov gamification. Qotdco, onuewdvetar Ot avty 1M oxéon
dwupecorafeiton amd 1t Oetikn] otdomn Evavtt G €5 AMOCGTACEMS EKTOIOEVONC.
Anlodn, ot EpOTMOUEVOL TOL INAMGAV OTL £(OVV TEPIGGATEPO OVGLOCTIKT LOONGLOKN
pocEyyion tetvouy va gppaviCovv Ko Oetikdtepn otdon Evavtt g €& amooTAcE®S
ekmaidevong, n omola pe T oepd TG cvvtedel o BeTkdTEPN GTAGM £VOVTL TOL
gamification. Ta gvpnpota g mapovoag peréng Bo propovoav va aglomombodv
00 EKTOLOEVTIKOVS OPYOVIGHOVG OV TPOCOEPOLY TPOYPAATE €€ AMTOGTACEMG
EKTOIOEVOTNG Kol EVOLAPEPOVTOL Y10, TN YP|OT UNYOVIGUAOV Tov gamification.

AéEarc-khedna: gamification, unyaviouoi maiyvioiod, &£ amootdoews exmaiocvor,
Habnoiaxn wpooéyyion

1 Ewoayoy

Tnv televtaio mevroetio, 1 CLGTNUATIKY Y¥PNON TNG ToLVIOOTOINGNG (AvaPEPETIL
o010 €ENc ¢ gamification), éxel eEelyBel oe éva 1dwitepa INUOPIAEG epYyareio, TOV
EVOOUATMOVETOL GE TANPOPOPLOKA CLGTHUATA, PBpicKovtag epaploy o€ S16popovg
toueig, Omwg M ekmaidgvon, N vyeia, To Kowvovika diktva, to Crowdsourcing, to
Marketing kAm. Q¢ gamification voeitor 1 €QAPULOY| UNXOVICU®OV oy Vidlon (Ty.
novTol, mivakeg katataing, PpaPeio KAT.) oe mepPdiiovia Kol dpAcTNPIOTNTES TOV
dev oyetiCovton dueoa pe moyviola, OTmg eivar Yo mapadetypo 1 ekmaidevor (Nah et
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al., 2014). O «bdplog oxomdg g ¥pnong Tov gamification givar N TPoGEAKLON, N
EVEPYOTOINGN, 1 APOGIMGCN KOl 1 €V YEVEL BEATI®OON TNG EUTELPIOG TOV YPNOTOV KATA
TN GLUUETOYN TOVG o€ Lo dpactnprotnto (Hamari et al., 2014; Morschheuser et al.,
2017).

‘Eva. and to mAéov evolapépovta media, 6To omoio Ppiokel epapuoyn n ¥pPNo Tov
gamification, givor 1 €§ amootdcewg ekmaidevon. Exel mAéov texunplobel emoprmg
0€ EPEVVNTIKO KOl TPOKTIKO EMIMESO OTL 1 AMOTELECUATIKOTNTA TNG €& OMOCTAGEWC
exmaidgvong e€aptdtor o€ peydro Pabud amd v vrokivnon Kot TV 0QOGimscT Tov
EMBEIKVOOVV Ol EKTTOUOEVOUEVOL KOTO TNV eKmadevTikn dwdikacio (Allen et al.,
2004). TTapoTt 01 ONUAVTIKOTEPOL EKTALOEVTIKOL OPYOVIGHOL £YOVV KOTOVONGEL QLTO
10 Ogpelmoeg mpoTaypa, aivetal 6Tl TOPAPEVOLY OKOUO TOALY ovolkTd CnTiuoTa
WG TPOC TN ¥PNOTN TOV KATAANA®V uefOdmV Kol epyalei®mv Yo va TETOXOVY TNV
emBuuN TN VITOKIVNON Kol APOGIMOT TV EKTdEVOUEVDV. Mésa Gg anTd TO TAAIG10,
n xpnon Tov gamification Bo uTOPOVGE VoL OMOTEAECEL L KOAT] ADGT TPOC QLT THV
Katevbvvon).

Ta mpdopata gupNuato SPOPMV GYETIKMOV UEAETOV givor evBappuvtiKd, KoOMG
Katadelkvoouy OtL M xpnomn Ttov gamification pmopel va @épel ta embountd
anoteléopato (yioo meportépm ovlntnon PA. Hamari et al., 2014). Ano tic peléteg
aVTéG, OGTOGO, TPOKVTTEL 1] EKTIUNOT OTL Ol TEPIGGOTEPEG TPOOTADEIEG EPAPLOYNG
tov gamification Oa amotOyovv otV TPAEN AdY® NG YEVIKOTEPNS adLVALIOG
Katavonong tov Tpdmov pe Tov omoio to gamification Bo mpémel va oyedialeTon Kot va
epappoletar (Morschheuser et al., 2017). 'Etot, mpoc@ata, T0 €pELYNTIKO EVOLOPEPOV
oTpleNKe otV avamnTLEN Oplopévev HEBOSOAOYIDY GYeSIGHOD KOl OVATTUENG
gamification, é6t® Kot o€ Bepntikd eminedo. Avtég ot pebodoroyieg dpmg ypetdleTon
Vo SOKILOGTOVV GE EMIMEDD TPUKTIKAOV EPAUPUOYDV, €Tl OOTE v a&toloynbel n
OTOTEAECUATIKOTNTA TOVS, VO BeATImBOVV mepattépm, Kot va, Tumorotnfodv ot kadég
TPOKTIKEG TOLGC. AVTO givor Eva omd To KEVTIPIKA (NTHLOTO TOV GILATOS0TOVV CT|UEPD
mv ayun g épevvag oto yvmortikd medio tov gamification (Seaborn & Fels, 2015;
Nacke & Deterding, 2017). EmmAéov, moALd amd Ta ototyeion Tov gamification dgv
taptdlovv o OGAovg Tovg ypnoteg (Jia et al., 2016). ' mopdderypa, eetalovtag ta
OTOLEID TPOCMOTKOTNTAS TV YPNOTOV, GOIVETAL OTL OL O ECMOTPEPEIC €€ AVTOV O€
Ba NBehav va xpnoomolovy pio EQaproyn o Koo TepBAAAOV He GAALOVS XPNOTEC.
Avtd T0. GUOYYpOva epguvNTIKG gvprjpato emPBdAieTon vo AapBdvovtor vwoyn otav
oxeddleton o epoappoyn gamification. Qotdéco, mépa and TO  OTOUKELN
TPOCOTIKOTNTAG, TOAAE GAAL YOPOKTNPIOTIKE TV Ypnotdv OBo pmopovcav vo
ENMNPEACOLV TIG 6TAGELG TOVG évavtt Tov gamification kot a&iletl va diepevvnbovv.
ATOVTOVTOG GTIC CUYYPOVEG EPELVNTIKEG TPOKANGELS KO OTIG TPUKTIKES OVAYKES TWV
EKTTOLOEVTIKAOV OPYOVICUDV TOV TPoovapEpONKay, 1 Tapodoo HEAET &xel ©C
KEVIPIKO otdyo vo efetdoel Tig otdoelg tov atopmv évavtt tov gamification.
Emmpdobeta, efetdler ™ pobnoloxn mpocéyyion g £€va YOpUKTNPLOTIKO TOV
YPNOTOV 7oL duvnTikd emnpedlel Tig oTdoelg Tovg évavtt tov gamification. Télog,
e€etdlel to pOAo mov Ba PUmopovoAY VO £X0VV Ol GTAGEIS TOV ATOUMV EVAVTL TNG €6
OMOGTACEMC EKTOIOEVLONG OTO TAPOTAV® {NTHHOTO.

H peAétn dopeitar og axorovbmg: Xtn devtepn evoTNTa TOPOVCIALETOL L0 GUVTOUN
avackomnon ¢ Piproypapiog xor e&dyovror ot gpevvnTikég vmobéoelg mov
e€etdlovrat. H tpit evotnta mapovsidlet t pebodoroyia g Epguvag Kot 1 TETOPTN
evomta ta Pacikd g anoteAéopata. TELOG, otV TEUTTN EvOTNTO TOPOLGLAlovTaL
TO. GUUTEPAGLOTO TNG EPEVVAG KO TPOTEIVOVTOL KOTELOVVGELS TEPAITEP® EPEVVOC.
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2  Bifloypa@ikn avackénnoen Kot EPEVVNTIKES VToBEcelg

O1 épevvec mov e€etdlovv ) ypron unyovioudv gamification otnv eknaidevon £xovv
nolamlacilactel ta tehevtaio xpdvior (PA. Caponetto et al., 2014, yio pio oyetikn
Biproypapikn ovackdmnon). Edikd oto ydpo g €€ anooTdoems EKTOidELONG, N
epapuoyn tov gamification éyel e€etaotei o ddpopa enineda. Or Urh et al. (2015)
onueiwoay To TAEOVEKTAUOTO KOl TO UEOVEKTNUATA THG ¥prong Tov gamification
oV €€ anooTdoemg EKTAIdEVOT KOl TOVICAVY 1010iTEPO TN ONUAGIK TOV KOOOPIGHOV
EexABapmV GTOYOV Kol KavOVOV Yo, TNV emttuyn EKPoon evog TETo0v eyYEPNUATOC.
Ot Osipov et al. (2015) avémtoéoav o ohokAnpouévn pebodoroyio ywo v
aflodoynon ¢ omotelecpatikdtnrag tov gamification omv &€ amootdcemg
eknaidevon. H Muntean (2011) avédei&e to poAo tov gamification oty adénon g
aPOocimong mov emdekvOoLY ot €€ omootdoemg omovdaotéc. Or Dominguez et al.
(2013) mpaypatomoinocav éva meipapo epapuoyng gamification oy &€ amootdoemc
exmaidgvon kot KatéAn&av oe 1010iTteEP EVOLOPEPOVTO EVPNLOTO. ZVYKEKPIUEVO, Ol
oToVSNOTEG TOV Ypnotponoincav ototyeion gamification métvyav kaAdTepPES EMOOGELG
0€ €PYAOIES e TPAKTIKO TPOGAVAUTOMGUO, WGTOGO eV GLVEPT TO 1010 LE TIC YPOTTEG
gpyaciec tovg. Emiong, mapdtt m apyikn tovg mpdbeom MoV Vo GUUUETEYOLV
TEPLOCOTEPO GTN pabnciaky| dradkasio, avtod oev emPBeParmOnke oty Tpdén.

Elvaw Aowmdv eppavéc ot to gamification umopei, vnd mpotimobicels, va mailet
ONUOVTIKO pOAO  OTNV  OMOTEAEGUOTIKOTNTA TPOYPOUUATOV €€  amooTACEMG
ekmaidevong. Ot Chen et al. (2002) éxovv avadei&el T oNUAVTIKOTNTO TOV OTACEMV
TOV GTOVOACTAOV EVAVTL TNG €5 AMOCTAGEWMS EKTOIOELONG KOL TOL POAOL TTOL UTOPEL
vo OlodpapaTicEl OTIC OTAGELS TOLG KOl TIC EMAOYEC TOVG MG TPOG TN ¥PNoN
OLOOIKTVOK®MV EKTOLOEVTIKMOV TEXVOAOYIKAOV gpapuoy®dv. Mdaiota n Oetikn tovg
OTAGT OTOSEIKVOETOL KPIGIUT Y10 TNV ETTUYNUEVT] ¥PNION QVTOV TOV EPOUPLOYDV. ¢
€K TOUTOV, Ol OTAGELS TV GTOLOAGTAOV EVOVTL TNG €5 amooTdoems ekmaidgvong Oa
LIIOPOVGE Va. ETNPEACEL KO TIC GTAGELS TOVG EvavTt epappoymv gamification.

"Eva onpovtikd (o 6To xopo s ekmaidevuong ivol 1 pobnclokn Tpocyyion tov
OTOLOAGTMV. XTOLONCTEG TOV £XOVV OVCLOGTIKY HoONGLOKY TPOocEyyion Ppiokovv
Babid Tpocwmik wavomroinon and to ddPaco TV HodnUdTOV Toug Kot avalntodv
TEPLOGOTEPES TANPOPOPIEG, TEPU amO TN OOACKOUEVT VAN. Avtibeta, omovdactég
OV €YOLV EMPOVEINKT HAONGlOKN TPOGEYYIon mpoomadodv vo TEPAGOLY  TIC
e€etdoelg tov podnudtov tovg pe v eldylotn dvvarh mpoondOewo (Biggs et al.,
2001).

[ToAAég €pevveg €xovv KOTAANEEL GTO GLUTEPAGHO OTL 1] OLGLOCTIKY HaONGLOKN
TPOcEYYLoN EMNPEAlel BETIKG TIG GTAGEIS TOV GTOVOAGTMOV EVOVTL TMV EKTALOEVTIKMOV
dpaoTNPOTHT®V, KAOOC KoL TV amoTeEAecHATIKOTNTO 0VTOV (evdeiktikd: de Raadt et
al., 2005; Phan, 2007; Svirko & Mellanby, 2008; Vajoczki et al., 2011; Gurpinar et
al., 2013). Q¢ ek tOoVTOVL, N OVLGCLOOTIKY paONolOKN TPooéyylon Oo pmopovce va
EMNPEACEL KOl TIG GTAGEIS TOV GTOLOACSTAV EVAVTL TNG €€ AMOGTACEMS EKTAIOELONG
kot Tov gamification.

And v mpoavaeepBeica avdivon, propodv va eayBodv ot axdlovbeg epeLVNTIKES
vroBéoels:

Hi: H pobnoioxn mpocéyyion exnpedlel ty otaon twv atopuwmy évavl tov gamification.

Hy: H pobnowaxn mpoocéyyion emnpedlel tm ot60n TV OTOUOV EVOvTl THG &C
OTOTTAOENS EKTOIOEVTHG.

Hs: H otdon twv otoumv évavt s £ amootdoems EKTOIOEDoNS EXNPEGLEL T oTOoN
Tovg évavtr oo gamification.
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Hy: H otdon twv atouwv évavt s &£ amootaoems eKToiOevans OloUecorafel ™
oxéon UeTald ™S UaONTIOKNG TPOGEYYIoNS KOl THS OTACHS TWV OTOUMV EVOVTL TOD
gamification.

3 MebOoodoroyia

3.1 Xvppetéyovreg

2V mopovca EPELVO CLUUETEIYOV ATopo To omoio €ivor duvnTikol YPNOTES TOV
gamification. I'a 10 Adyo avTd amOKAEIGTNKAY GTOUO TTOV OV YOV OAOKANPDGEL
TovAdyiotov 1 Aevtepofdbuo  Exmaidevorn, eved  okdmipo  mpotunOnkov
TEPLGGOTEPO dTopa UIKpOTEPNG NMKiNG (Ywpig avTd var onuaivel 6Tt amokAsioTnKoy
evtedmg dropo peyolvtepng nikiog). Qg péBodog derypatoAnyiog emAéydnke m
detypotoAnyio gvkoAioc. Ot CUUUETEXOVTEG TPOGEYYIOTNKAV HECH TOV UECOV
KOW®OVIKNG SIKTO®ONG Kot KAROnKay va anavticovv o€ évo on-line epmtnpatoroyo.
Tehkd ovykevipobnkav 399 &ykvpeg amovtioels. Ta dnpoypaeikd otoryeion TV
ovppetexovimv tapovstalovror otov [ivaxa 1.

L Xoyvétnro (f) Iocoot6 (%)

®vlro: '
Avdpog 5 136 34.1%
IMuvaika 263 65.9%
Hlwxio: E
19-24 5 98 24.6%
25-30 § 131 32.8%
31-40 i 133 33.3%
>40 37 9.3%
Exmo16gvtiko emimedo: ;
Avkeo / IEK E 88 22.0%
TEI/ AEI | 185 46.4%
Metomtoytokd / AoKTOptKo 126 31.6%

Mivaxag 1: Anpoypoeikd otoryeios GUUUETEXOVTOV

3.2  EpgovnTiki] o1001Kacio Kot povtélo

2V mapovca EPEVVa opyKa EEETAGTNKAV Ol GTAGEIS TOV GUUUETEXOVIWOV EVAVTL TOV
gamification ka1 g €& amootdcemg eknaidevong. 'a 10 okomd owtd Eyve ypnom
TEPLYPUPIKNG GTATIOTIKNG. Etiong eAéyyOnkav mbovég emdpaoelg Tmv OMUoypapK®V
YOPOKTNPIOTIKAOV TOV CULUUETEXOVIOV G€ OLTEG TIC MHETAPANTEC, HEC® TOV
otatioTikdv eAéyywv Independent Samples t-test ka1 One-Way Anova.

Me oxomd va eleyyBovv ot epeuvnTIKEG LTOOECEIC TG UEAETNG, EPOPUOCTNKE
Avaloon Awpecorapnong (Mediation Analysis). Xvykekpiuéva, e€etdotnke edv M
oyxéomn HeTaED TNG OLCLUCTIKNG HOONCIOKNG TPOGEYYIoNS KOl TG GTACNG £VAVTL TOV
gamification dwopecorafeitonr amd T OeTikn otdon Evavilt TG €5 AMOCTAGENG
eknaidevong (PA. Hy). Méow tov empépovg mpoimobicemv avthg g oviAvong
eAéyyOnNKov Kol ot vmolowteg Tpelg epevvnTikég vmobéoelg (PA. Hiz), Omec
TEPLYPAPETAL OKOAOVOMG.

Xoupova pe toug Baron & Kenny (1986), vrapyovv técoepig mpovimobécelg yio
dropecordfnon g oxéong petald 6vo petafantov and pia tpit: (1) n aveaptn
HETOPANTY] TPEMEL Va. TPOPAETEL GTATIGTIKA GNUAVTIKA TN peTafAnT amoxpiong, (2)
N aveEdptntn petafAnt) mpénet va TPoPAENEL GTATIGTIKO CNUOVTIKG TN HETABANT
dwpecorapnong, (3) n petafint) Stoupecorldpnong mpénel vo. TPOoPAETEL GTATIOTIKA
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ONUOVTIKA TN petafAnth amdkpiongs, kot (4) n enidpaon g aveEaptning LeTaAnTng
ot METOPANT| amdkplong WPEMEL Vo eivor  UIKpOTEPN OTOV M HETOPANTN
SLOUECOAAPNONG TEPIEXETAL GTO LOVTEAD TOALVOPOUNONG GE GYECT) LE TNV TEPITTMON
TOL OEV MEPIEYETAL.

Qo61660, AOY® TOL OTL OV LILAPYEL GAPNG 0dNYid Yo TO TOGO HKPOTEPO TPEMEL VOl
elvalr 10 péyeboc g emidpaong TG TPOPAERTIKNG UETOPANTAG OTN UHETAPANTNA
amoKpIonG, OTOV OTO HOVIEAO TePEyetal 1 UeTaPAnT) JStopecoAdpnong, £xet
avartuyfel pio ocvykekpiuévn pebodoroyion m omoia Adver avtd 1O TPOPANUOL.
Yoppova pe ™ pebodoroyion avtr, av To bootstrap dGCTNUO EUTIGTOCVLYNG TNG
gupeong emidopaocng g MPOPAETTIKNG UETOPANTAG OTN HETAPANT omdKplong Oev
neplEyel to undév, tote 1 oxéon peta&d Tov dvo petafintav dtapecolafeitor amd
™V tpitn peTapinty.

To povtého mov té0nKe mPog EAeYY0 GTN TOPOVGA EPELVA TAPOVCIALETOL GTO ZyTLL0L
1. Z2oppova pe ovto, TV TPOPAERTIKN UETAPANTN AMOTEAEL 1| OVCIACTIKY LAONGLOKY
TPOGEYYLON, TN UETAPANTY amdKplong omoteAel 11 oTdomn £vovTl Tov gamification kot
™ petafAnty| dapecordfnong amoterel n Betikn 6tdon £vavit g €€ AMTOCTAGENG
eknaidevong. 'Etol, yio vo DIapyEL GTOTIOTIKG ONUOVTIKY emidpacn g Oetikng
oTAoNG EVavTL NG €€ AmOoTACEMS ekmaidevomng ot oxéon Hetalld TG OLGLUGTIKNG
HobnoaKng Tpooéyylong Kat TG otdong évavtt tov gamification (Hy), Oa mpénet: (i)
1 OVGLOGTIKN HOONGLOKT TPOGEYYIoN VA TPOPAETEL GTATIOTIKA CNUAVTIKE TV OTACT
évavtt Tov gamification (Hj), (if)  ovolaotiky podnoilakr tpocéyyion vo mpoPAénet
oTATIOTIKG onpavtikd ™ Oetikh otdon Evavtt g €€ anootdoews ekmaidevong (Hy),
(iii) n BeTkn otdon Evavtt G €€ 0mooTACEMS EKTOIOELONC VO TTPOPAETEL GTATIOTIKA
onuavtikd | otdon évavtt tov gamification (Hsz), ot (iv) m emidpaon g
OVCLOOTIKNG MaONGLOKNG TPOGEYYIoNG 0T otdorn €vavil Tov gamification va eival
pupdtepn 0tov M BTk 6TAGN €vovTl TG €€ AMOCTAGEWMS EKTAIOEVONG TTEPLEYETAL
0T0 HOVTEAO Omd 0,1t OTav Oe TEPLEYETOL M, 60OdVVAUN, TO bootstrap Sidotnua
EUMIGTOGVVNG TNG EUUECTNG EMOPAONG TG OVGLAGTIKNG HOONGLOKNG TPOGEYYIoNG OTN
otdomn évavtt tov gamification va givan 0etikd 1 apvnTiko.

OeTik 6TG0N EVavTL TG £§ 0MTOGTAGEMG EKTAidEVOIG

& e b

N

.

OvolueTIKY pedNGLaKY TPocEyYIon Xrdon évavtt Tov gamification ‘

Tyqpa 1: Ospntikd LovTéro dlopuecoldfnong tng ox€ong TG OVGLUCTIKNG HAONGLOKNG TPOGEYYIoNG
Kot TG otdong évavtt tov gamification amd ) Oetikn otdon évavrl TG €€ amooTAGE®MS EKTAISEVONG.

Ta a, b ko1 ¢’ avimwpocwmEHOLV TIC TYES TGOV U1 TUTOTOMUEVOV GUVIEAEGTOV
noAvdpounonG. g dueon emidpacn TG OVGLOCTIKNAG LAONCIKNG TPOGEYYIoNG O
otdon £vavtt tov gamification avagEpetol 1 TN ¢, ONANON 1 T TOV GUVTEAECTY|
TOAVOPOUNONG TNG OVLOINCTIKNG UAONCLOKNG TPOGEYYIoNG OTN GTACN £VAVTL TOV
gamification 6tav oto povtédo mepiéyetan 1 Oetikn otdon Evavtt g €€ amooTAcE®MS
EKTTOLOEVONG, EVO OC EUUECT EMLOPOGCT] TNG OVGLOCTIKNG LOONGLOKNG TPOGEYYIoNG OTN
otdon évavtt Tov gamification avoeépeton M TN ab, dMnAadn 1o ywouEVO TOL
OLVTEAEGTH TOAVOPOUNONG TNG OLGLUCTIKNG UAONOLOUKNG TPOGEYYIoNG ot BETIKN
oTdon £vavTl NG €€ OMOCTAGEMS EKTTAIOEVLONG EML TOV GLVTEAEGTY) TOMVIPOUNOTG TNG
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Oetikng otdong évavtt g €€ omooTdoemg ekmaidevong ot GTACT £VOVTIL TOV
gamification.

3.3  Mérpnon petafintov

Oleg o1 KAMpoKeg mov ¥pNooromdnkay oty TapoHoo EPpEvva avIANONKoY amd ™)
BipAoypapio.

Ot otdoelg évavtt g €€ amootdoems ekmaidevong, petpndnkav oe entdfadun
KApoka, omwe avortdydnke amd toug Loh et al. (2016). Q¢ mpog ™ Oetikn TOLG
didotaon (positive attitudes towards e-learning) ypnowomombnkav 6 epwtoelg (my.
"N €€ amooTACEWG EKTOIOEVOT TPOCPEPEL GTOVS GTOVOACTESC EYOADTEPT gvEMELD Yol
vo €qovv TPOGPacT OTIS EKTOOEVTIKEG OPACTNPLOTNTEG OTOLONTOTE GTIYUN KOl
onmovdnmote Ppiokovrar”). Q¢ mpog v apvntikn Tovg dtdotacn (negative attitudes
towards e-learning) ypnowomomOnkav 4 epotoelg (my. "M & AMOGTAGE®MC
EKTOIOEVON UTOPEL VO KAVEL TTLO SVOKOAN TNV £PYAGIN T®V GTOVIACTOV 6€ OUGOES™).
H paOnoiokn mpocéyyion, og mpog ) etk g didotoon (deep learning approach),
uetpnOnke og meviafadun khipaka, 6mTwg avartvydnke amd toug Biggs et al. (2001),
pe 10 gpomoeic (my. "to odPacpa towv padnudtov pov pe kave vo oichavopon
Babid mpocwmiky ikovomoinon™).

O1 otdoeig Evavtt g xpnons unyavicpov tarvidtov (attitudes towards gamification)
petpnOnkav o Tpelg SlooTAGELS, EEXMPLOTA Yo KEOe punyaviopd (pe pio epmdTnom ava
dibotaon oe emtdPobun whipoka): (i) ocvupetoyn (oe mowo Pobud o exdortote
unyoviopog 0o 0dnyohoe TOVG GMOVONCTES VO GLUUETEYOVV TEPICCOTEPO OTINV
napakorovOnon tov pednuatoc), (i) ypnowodmra (oe moo Pobud o exdortote
punyoaviopog 8o Bonbovce Tovg 6movdacTEG Vo Labovy Ty VAN Tov pabTHoToc), Kot
(iii) evyapiotnon (oe mowo Pobud o exdotote UNYAVICHOS Bo TPOKAAOVGE
gvyapiotnon 6Tovg 6ToVdACTES Katd T padnoakn dwdwacia). H mpodtn epdtnon
nponhOe oamd tovg Charles et al. (2011). Ot vmndhowmeg VO epOTNOELS Eiyav
avortuyel mpwtoyevarg omd tovg Halko & Kientz (2010), wot axorobOmg
TPOGOPUOGTNKOV EBIKA Y10l PO GTOVG UNYAVIGHODE TToyvidlon omd tovg Jia et al.
(2016).

Ot unyaviopoi mov e&gtdotnkoy NTav ot akdéAovbol, Otmg Tovug avayvopioov ot Nah
et al. (2014): movto, mapdonpo, mivakes KATATOENG, YPOUUEG TPOOSOV,
eminedo/"miotec", PpaPeio, mpoeih ewovikov yopoxktpo  (avatar), dpeon
avatpo@odotnon (feedback). ' va yivel katovont 6TOLG GUUUETEXOVTES 1| £vvold
TOV UNYOVIGUAV, TO EPMOTNUATOAOYIO0 CLUTEPLEAAPE Lo GOVIOUN TEPLYPOPN KAOE
unyaviopot (PA. Iivako 2), n omoio GuVOdEVOTOV Kot amd OTTIKO VAKO. AvtioTtorym
npocéyyion eiyav akorovdnoet kot ot Jia et al. (2016). Znueudvetor 6Tt o1 TEAELTAIOL
elyav ypnopomomoset mevtdfadun kKiipoka yo 11§ EpMTNOELS TOVG. Q0TOGO, Yol TN
BeAtioTtomoinon NG KOTAVOUNG TMOV ATOVINCEDV GE UEUOVOUEVES EPMTNOELS, OTNV
Topovca Epevva kpinke okomun N xpnon entdPfadung kKiipoxog.

Mnyaviepég gamification ! Heprypoon

Iovtor 1 Ot omovdaotég Bo palevovv mOVTOoug avaAoya He Tig
1 emTuyieg Tovg oto uanua (Ty. po kaAn Pabpoloyio o€ Eva
dvoKoro teoT Ba divel ToALoOG TOVTOUG).
Hopdonpa 1 Ot omovdaoTés B Palevovy EIKOVIKA TOPUCT L, O
1 emPpapevon, 6tav TETVLYOIVOVY GTASIAKA TOVC GTOYOVE TOL
| podnpatog (my. 6tav ohokAnpdvouv pe emtuyio v test).
Mivaxeg katdTaing Ot oovdaotég B PAETOVY Gg Evav Tivaka KaTATaENG TO
rovouato Twv S M 10 TpdTemv 6Tovdactdv, ot omoiot Oa £yovv
| GLYKEVIPMGEL TO UEYOAVTEPO GKOP UE Pdomn TV enid0cT| TOVG
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1 0TO LaOnuo. Availoya Le TNV TOPELN TOV GTOVOUCTOV 1|
L katdraén propel va aAhalel and v apyn uéypt TV
0AOKANP®OT] TOL PO HLATOS.
Cpappés Tpooddov i Ot omovdaotég Ba PAEmoVV o€ Eva amhd oy TV Tpdodo
| IOV £X0VV KAVEL GTO HAONLLOL KOl TO TOGOGTO TNG VANG 1 T®V
OpOaCTNPOTHTOV TTOV £(0VV OAOKANPOGEL.
Enineoa/"wioteg" i O1 omovdaotég Ba avePaivouv eikovika enineda 1 Oa wepvive
"wtiotec" 000 TPOYWPOHV UE EMITLYIN TIC SLAPOPECS
dpaoctnproTTEG TOL HafnNUaTOg (TY. OTAV OAOKANPOVOLY TNV
VAN €VOC KEPOAANIOL TOV HOONUATOG).
Bpapeia i Ot omovdaotég Ba dexdikodv mpaypaticd Bpafeia oOtav
| TETUY VoLV EEAPETIKEG EMBOGELG 6TO padnua (my. dtov
Byaivovv mpdtot o éva test pmopet va kepdiovv Eva Pifiio 1
1 TN 0WPEGV GLUUETOYT TOVG GE EVOL GEUVAPLO).
Mpo@ik sikovikov 1 Ot omovdaoTé B PAETOVY PHEGH GTO GUGTNILO TOV EAVTO TOVG
Yopoxtipo (avatar) | wg avatar, To onoio 0o e&ghicoeton kot Oa amoKTd
TEPLGGATEPO, YOPUKTNPIOTIKE, OGO TPOYMPOLV LLE EMLTLYIN TG
1 SLAPOPEC dPACTNPIOTNTEG TOL UAONOTOC,
Apeon avatpo@odotnen | Ot omovdaoctég Oo maipvovv Gpeosn avatpopodotnon oyeTkd
(feedback) UE TNV TPOOSO Kot TNV €Mi6061N ToLG 6710 uddnua (my. Oa
! BAEmOVV TO GKOP TOLG KOt T AGON TOVG OUECHOG HOALG
| OAOKATPOVOLV £VOL TEGT TOAAATANG ETAOYTG).
Mivaxag 2: [eprypoen pnyovicpdv gamification

Inuetovetor T€A0G, OTL OAEG Ol TOPATAVE UETAPANTEC EUPAVIGOV TKAVOTOINTIKO
Babuod a&omotiog, 0nmg katadsikvoel o cuvteleotng Cronbach's a (BA. ITivaka 3).

. Epomieeig  Cronbach's a

OcTIkég oThOLIS EvavTL TNG £€ 0mO0TAGEWMG EKTTaidevong: ! 6 794
ApVNTIKEG OTAGELS EVAVTL TG £ OTO0TACEMS EKTAIOEVONG: | 4 757
MaOn Lok Tpocéyyion: 5 10 844
Y1doelg £vavtt Tov gamification: 5 24 .946

IMivaxag 3: ASomiotio KOpLov petafAntdv Epevvag

4  Amoteréopata.

4.1 Xraoceig évavti Tov gamification

Ot ovppetéyovteg oty €pgvva glyav laitepo Oetikr] otdon oe OAOLG TOVG
unyavicpobve tov gamification mov e€etdotray (PA. Zynua 2). Ieprocdtepo Betikn
otdon elyov ot dvvatdtnta wov diver o gamification yw dueon avoTpo@odotTnon
(feedback) ka1 ota mpaypotikd PBpafeia. Arydtepo Betikn otdon giyov 6TOVE TIVAKES
KATATOENG KOl GTO TPOPIA EKOVIKOV YOPOKTIPOL.
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5
4 - | M ZuppeTOXh
 Xpnotpotnta
Euxapiotnon
3 |
P |
1

Apeon Bpapeia Mpappég npoddou Enineda/"mioteg" névrou Napdonpa MpodiA etkovikoL Mivakeg katdtagng
avatpododdtnon Xapaktipa

Typa 2: ZTdcelg EVavTL Tov unyavicpdv tov gamification

Onwg @oivetor amd T10 Zynua 2, ot ovppetéyovieg afoddynoav Oetikd to
gamification mpmwtiocT®g MG TPOG TNV EVIGYLON THG GLUUETOYNG TOV GTOLOUGTMOV Kol
deVTEPELOVTIMG WG TPog TN Pondeta mov Ba tovg mopeiye va pabovv v VAN TOL
poOnpatog Kot Ty gvyapiotnon mov Ba Tovg TpokaAovoe 1 pabnolokn Stadtkacia.
E&etdlovtag v emidpaon tov SNUOYPOPIKOV GTOWXEI®V TV GLUUETEYOVIOV OTN
otdon Tovg €vavtt tov gamification, onuewwveronr ot (I) ot yvvaikeg £€xovv
neplocdtepo etk otdon omd tovg dvipeg (t=-3.952, p<0.001), (ii) n niwxio
(F=1.713, p>0.05) kou 10 exmaudevtikd eminedo (F=0.778, p>0.05) dev £yovv
OTOTIOTIKG GNUOVTIKT] EXIOPOCT).

4.2 Xraoeig EvavTt NG €€ 0m06TACEMS EKTAIOEVONG

Ot ovppetéyovieg oty épevva elyav 1dwitepa Oetikny otdon évavtt g &6
OTOCTACEMS EKTOUOEVONG. Xe OAEG TIC EMUEPOVS TOPAUETPOVS OV EEETAGTNKAY, Ol
amavINoES TOVG Kwhonkav o vynAd emineda ocvueoviog (PA. Zxnua  3).
[lepiooodtepo Betikn Mtav 1 GTAGN TOVG OG TPOG TN UEI®ON TOL ¥PAVOL KOl TOVL
KO60TOVG TV amootdocwv. EmmAéov onueimwoav v gveMéia mov mpooeipel N €§
OTOCTACEWMS EKTAIOELON G TPOS TNV TPOGPACT| OTIC EKTUOEVTIKES OPUGTNPLOTITES
OTMOTEONTOTE KOl ONMOVONTOTE Kol oV Ppiokoviol, Kol ®G TPOG TIS YEVIKOTEPEG
evkarpieg yuo pdbnon. Arydtepo Betikn otdon enédeiEov g TPOg T HLEVKOAVVOT TNG
oLVEPYOGIOG LETAED TV GTOVOAUCTMYV.

7

5
4
3
2
1 T T T T T l

Mewwvovtati MpoodépeL oToug MNpoodépeL oToug Aivertn Suvatdtnta otoug OLoTIOUSAOTEG £XOUV TN K&veL eukoldtepntn
ekunSevifovtaLoLxpovoL omouSaoTEG HEYAAUTEPN OTOUSAOTEG EUKALPLES YLa onoudaotégva Suvatétnrava naipvouv  cuvepyaoia HETaE) Twv
KQLTO KOOTOG TWV evehiéla yla va éxouv uabnon pe peydin erutayUvouv fva EMUNPAOOOETO EKMALSEVTIKO  OTIOUSACTWV, HEOW TNG
QMOOTACEWV. npoopaon otig guehi§ia. emBpaduvouyv to UALKO yLat TV TEPOoWTTLKA Texvohoyiag.
EKTIAULSEUTIKEG StdBaopd toug, avaloya TouG avamtugn.

SpaotnpLotnteg € TLG aVAYKEG TOUG.
omoLaSTMOTE GTLY U Kot
ornoudnnote BpiokovtaL

Tynpe 3: Oetikés 6TaoElG EvavTl TG €€ am0oTACEMG EKTAIOEVOTG
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E&etdlovtog v emidpacn Tov SNUOYPOPIKOV GTOWEIMV TV GLUUETEXOVIOV OTN
Betikn otdon tovg évavil TG €€ anooTdoemg ekmaidevonc, onueidveral ot (i) ot
Yovaikeg £xovv meplocdtepo BeTikn oTdon and Tovg dvtpeg (t=-2.685, p<0.001), (ii)
nAkia (F=1.038, p>0.05) kot 10 ekmodevtikd eninedo (F=0.344, p>0.05) dev £yovv
OTOTIOTIKG GNUOVTIKT EXIOPOCT).

Qo1000, B0 pémel vo onuelmBel OTL 01 CLUUETEXOVTEG OVESEIEOY KOl OpPLoUEVaL
apvnTikd otoyyeion ¢ &§ amootdoewc ekmaidevong (PA. Zynua 4). Idwitepa
ONUEIMGOV TOV TEPLOPIGUO TOV GTOLOACTMV TTOV OEV £YOLV AVEGN LE TN XPNON TNG
TEYVOLOYLOG KO T SVGKOAID TV GTOVIACTAOV VO EPYUGTOVV GE OUAOEG.

Mrnopei va neplopioettoug  Mmopei va kavel o Mropei va KAveL Toug Mrnopel va KaveL Toug
onoubaotég, av Sev €xouv SUOKOAN TNV epyacio Twv ormoudaotégva Bapebolv onoudaoTtég va XAoouv To
Gveon HETNXPAONTNG  OMOULSACTWY OF OMASEC. (AOyw TG peBdSoU KIvNTPO TOUG yLaLTLG
texvoloyiag. autoSidackahiag). OTOUSEG TOUG,.

Tyfqpa 4: Apvntikég 6Tdoelg Evovtl TG €€ amooTAcE®NS EKTAIdEVONG

E&etdlovtog v emidpacn TV ONUOYPOOIKOV GTOWEIMV T®V GUUUETEXOVI®MV GTNV
OPVNTIKY] OTAGT TOLG EVOVTL TNG €5 OMOCTAGEWMS EKTAIOELONG, CNUEWDVETOL OTL TO
evro (t=0.539, p>0.05), n niwia (F=1.052, p>0.05), ko1 t0 eKTAdEVLTIKO EMIMEDO
(F=2.555, p>0.05) dev £xovV GTATIOTIKG OTUOVTIKY ETLOPOACT).

4.3 Avaivon Awopecorapnong

Ta amotedléopata tov €Aéyyov daupecordfnong e oxéong HeTalh OVCLIGTIKNG
LoOnGlokng mpocEyylong kol otdong Evavtt tov gamification amd 1t OeTikn otdon
évavtt ¢ €€ amootdoswe ekmaidevong siyav g €ENg: (1) N HETOPANTH OVCLUGTIKN
poOnclokn mpocsyylon TPOPAENEL OTOTIGTIKA OMUOVTIKA TN OTACT £VAVTL TOV
gamification (B = 0.332, p <0.001), (ii) n petaPfAnty ovolaoTiky pHoONCLOKT
TPOCEYYIoN TPOPAEMEL OTOTIOTIKA onuavtikd T Oetikn otdorn évovit g &€
amootdoewmc eknaidevone (B = 0.189, p = 0.010), (iii) n petapintm Betikny otdon
EVavTL NG €€ amooTACEMG EKTOIdEVONG TPOPAENEL GTATIGTIKA CGNUOVTIKA TN OTAOM
évavtt tov gamification (B = 0.316, p <0.001), xatr (iv) to bootstrap SidoTnua
EUMIGTOGVVNG TNG EUUECTG EMOPAONG TNG OVGLOCTIKNG HOONGLOKNG TPOGEYYIoNG OTN
otdon évavtt tov gamification dev mepiEyel o undév (B = 0.060, BCa CI [0.010,
0.128]). Emopévac, vdpyel 6TOTIGTIKA GNUOVTIKG EUIEST] ETLOPAGCT] TNG OVGLUGTIKNG
pafnolokng mpoodyylong otn otdomn €voavtt tov gamification péow g OeTikng
OTAONG £VAVTL TNG €& AMTOCTAGENMS EKTOIOELONG 1 OAMDS 1) OXECT HETOED OVGLUGTIKNG
LaBNGLOKNG TPOGEYYIoNG Ko 6TdonS Evavtt Tov gamification dlapecorafeitan amd
Oetikn otdon évovit g € amootdosmg exmaidevonc. Ta amoteléouata avtd
emPePardvouy OAeg TIC epguvnTikég vrobécelg mov TéOKav Kol mwapovoialovtal
SLyPOUUOTIKE 6TO Zyfua 5.
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OeTIKi 6TAON £VOVTL TN £§ AMOCTACEMG EKTTAIdEVONG

B =0.189, p=0.01
f=0.316, p<0.001

OvcuroTikii padnerexii Tpocéyyion Zrdon évavr Tov gamification

Apcon cwiipaon (c'), B = 0.272, p < 0.001
‘Eppeon ewifipaon (ab), B = 0.060, 85% AE [0.010, 0.128]

XyMqpa 5 AToteAéopata Tov EAEYYOV SLULEGOAAPNONG TNG OXECNS TG OVCLUCTIKNG LafNGLOKNG
TPOCEYYIONG KOl TNG OTACTG €vovTt Tov gamification and tn OeTikn 6TAcN £vavTt TG €€ aT0GTAGEMG
eKTaidEVONG.

To Odigotnuo. eumoToodVNS THS EUUETHS ETIOPOONS THG OVOLACTIKNG UOONCIOKNG
TPOGEYYIONG OTH OTAON EVAvTL Tov gamification uéow s Oetikng otaons évovel g e¢
OTOGTOOENS EKTOLOEVONS EIVaL Eva. bootstrap d16oTnue. umioToodvyg, ektiunbev faocer
1000 oeryudrawv.

5 ZoumepacpnoTo KOl TPOTAGELS Y10 TEPULTEP® EPELVOL

2V mapovoa PEAETN avadeiyOniov ot 1dtaitepa OETIKEG GTACELS TOV GUUUETEYOVIMV
1060 G TPOG TNV £E AMOCTACENMS EKTAIOELGT, OGO KOl WG TPOG TN XPTOT UNYOVICUDV
gamification.

YUYKEKPEVO, MG TPOS TNV €€ AMOCTAGEWMS EKTAIOELOT, EKTIUNONKE 1 GLVEIGPOPE
™G o€ O01eopove Topeic, OmM®G TN HeIwoN Tov YPOVOL KOl TOL KOGTOLG TMV
amooTACEWMYV, KAODS Kot TNV gueMéia Kot TIG gukapieg TOL TPOGPEPEL Yo Lddnon.
Oa mpénel ®otdo0 vo onuelmbel OTL GTN GLVEIOINON TOV GUUUETEXOVI®OV N &€&
OTOCTACEWMS EKMAIOELGT GLVOEETUL LE TOV TEPLOPICUO TOV GTOLOACTOV TOL OEV
Eyouv Gveomn pe ) ypnon g te)voroyiog. MeydAn mpoomdbeia, Aoimdy, amorteiton
Ot TOLG EKTTOLOEVTIKOVS OPYOVIGLOVS Y10 VAL DTOGTNPIEOVY OV TOVS TOVS GTOVOUGTEG,
€161 OOTE VO UMV AITOKAEIGTOVV 0 TIG gvKoupies ¢ €& amooTAcEMS EKTOIOEVOTC.
[Teprocotepeg oyetikég pebBodoroyies Ba pmopovcav va avamtuyfovy 6e HEAAOVTIKEG
€PEVVEG.

Emmiéov, ot ovppetéyovieg omnpeimcav 1Tn OLOKOAL TOV GTOVIACTOV VO
ocvvepyalovtolr Kot vo Agrtovpyobv o€ opadeg péca oe éva mepaiiov €&
OmOCTACEWMS eKTaidevoNg. Lyetikd epyareio mov BonBodv mpog avtn TV KoTevhuvon
(my. forum) Bo mpémer va emkovevnBodV TPOg TOLE GMOVIACTEG £TCL MOTE VO
yvopilovv KaAdtepa TIG duvatdtteg oV €YoV va cvvepyalovtar petalld Tovg.
[Tepartépw Epevva Ba pmopovce va avadeilel kot véa epyaieia mov Ba pmopovoay vo
EVIGYVCOLV TN GLVEPYOGIN TMV GTOVIAGTAOV.

Méoca ota mhaicia g €€ amooTdce®mg eKmOIdELONG, M YPNON  UNYXOVICU®DV
gamification kpiveton omd ToVg cvppETEROoVTES 1wiTEPa BeTikd. Edikd pnyovicpol
Om®G M dpeon avaTpoPodOTNON, To TPAYUATIKE Bpapeic, ot YPOUUES TPOOSOL KAT,
eoiveTor OTL AEITOLPYOVV VIOGTNPIKTIKA Yo TNV EVIGYLOY TNG GLUUETOYNG TOV
OTOVOUCTMOV, TN OlELKOAVVGT) TOVG Vo paBovv v VAN Tov padMuaTog, Kol TNV
gvyapiotnon mov Ba Tovg TPOKAAOVGE 1) LoONGLoKT O10dIKAGTa.

Oo mpénel ®otOcO Vo Toviotel OTL 0ev afloAoyovvior OAOL Ol UnNyovicpoi Tov
gamification otov 1610 Pabud Oetikd. T'o mopddsrypo ot mivakeg Kotdtaéng
OLYKEVTIPMOVOLV OPKETEG apvNTIKEG aEloloynoels. Paivetol 0Tl OPIGUEVOL GTTOVOACTES
dev éAkoviat omd ovTaymvioTikd mepiBdAiovia, péca ota omoio TPoPdAlovtal To
OVOHOTA TOLG GLYKPITIKE pe TO OVOHOTO GAA®MV OTOVOOCTAOV. XpeldaleTon Aoumdv
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10aitePN TPOGOYN OC TPOC TNV EMAOYT TOV pnyavicpumy gamification mwov wpoxeital
va evoopatwbodbv oe €va mepifdAlov £ oamootdoemc ekmaidevong. Xiyovpa
amorteiton vo AneHodv Loy Kol To YOPUKTNPICTIKG TMV GTOVSUCTAOV Yo T ANy
LG TETOOG OOPOOT|C. ZNUOVTIKN TEPOUTEP® EPEVVO. B LTOPOVCE VAL YIVEL EMOVE® GE
aVTO TO OVTIKEILEVO, £TGL MGTE VO KOTOYPOPOVV Ol TPOTIUNGELS TOV GTOVIUGTOV GE
CLYKEKPLUEVOLE unyovicpovg gamification, avaloya pe to 1810dTEPO YOPOKTNPIOTIKA
TOVG (Y. XOPAKTNPLOTIKO TPOCOTIKOTNTOG).

TéNog, N Tapovoa PEAETN KATEDEIEE OTL 1] OLGLUGTIKY LOONGLOKT TPOGEYYIoN EMOPA
Oetikd ot otdon €vovil Tov gamification, ®GTOGO VTN M oYéom o@eiheTanr o
Oetikn otdon évavtt ¢ €€ amootdoeme exkmaidevons. Aniadn, GTopo Tov £YOovV
TEPIOCOTEPO OLGLUOTIKY HAONGLOKT TPOGEYYIoN Teivouv va €yovv BeTikdTepn oTdoN
Evavil TG €€ amOOTACEMG EKMAidELONG, M Omolo UE TN OeEPd TG OLVIEAEL of
OeticoTEPN OTAOM Evavtt Tov gamification. Avtd 1o €Opnua vroypaupilel tov
KOUPKO pOAO TNG €€ aMOOTAGEMG EKTOIOEVOTG, TO U1 TEXVIKA GTOLYElDL TNG OTToiag Oev
0o mpémel va mapafrémoviol 6to Poud TV TEYVIK®V oTotXEimv Tov gamification.
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