- Publishing

ALeOvEQ ZuvedpLo yLa TNV AvolkTn & €§ Antootacewg Eknaidsuon

Top. 10, Ap. 1B (2019)

EXCAH ANGPOMIITIKAN EMIZTHMON

_A tapopa WUOUIGQ amo CJ{O{ VO

NPAKTIKA

Ixedlaopog & AELoAdynon Habripatog yngLakou

10° IYNEAPIC TIA THN ANCIKTH natxvidLoU GTO CUVEPYATLKO MEPLBAAAOV TOU
% E= ANCITAZEAL EKNAIAEYIH Edmodo
ABHNA, 22 — 24 NUEMBPIDY 2019 Znuéa MNavayiwtng lopdavidou, Mapia Adumn
I /oupn

doi: 10.12681/icodl.2302

ISBM 978-618-5235-06-9

[Lg] JL[QHI](W e &‘_:[QHUE’S{CELJHHC

EAMINIED EMOIKTO NANERIETHMID
CAAHMIKD SIKTYD AMOIKTHE & EX ANOLTALERL EXNAIGEYEND

e

wor  TOMCLY, MEPCIB &)

MANEMIETHMIG La

https://epublishing.ekt.gr | e-Ek86tng: EKT | Mpoéopaon: 16/01/2026 03:14:32



10™ International Conference in Open & Distance Learning - November 2019, Athens, Greece - PROCEEDINGS

Yyeowaopnos & AELoAoynon podpaTtos YneLoKov e vidlo0 6TO GUVEPYOTIKO
neprpairov Tov Edmodo

Design and Evaluation of a Digital Game Course in Edmodo’s Collaborative
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Abstract

Digital games can be learning tools, and therefore an effective means of optimizing
student learning and performance in daily educational practice. Collaborative learning
is reinforced within the educational contexts of digital games. Edmodo is a very easy-
to-use tool for implementing collaborating learning by promoting educational processes
for students with special learning needs. The present work attempted to explore the
possibility of improving students' discalculia skills by applying the use of a digital math
exercises game adapted to the edmodo collaborative environment. The results were
particularly positive as students using this digital game increased their performance in
math exercises.

Key-words Digital Game, Collaborating learning, Edmodo, discalculia

Hepiinyn

Ta ymeaxd moyvidla pmropodv va amoteAécovy gpyaieio nadnong, Kot ®g €K T0HTOL
elval éva amotedecuatikod pHéco PeAtiotomoinong g nddnong tov podntodv Kot towv
EMOOCEMV GTNV KOONUEPIVY EKTTAOEVTIKY TPakTikY. H opadocvvepyotikn pddnon
EVIOYVETOL HEGO OTO EKTOOEVTIKA TEPPAAAOVTO TOV YNOOKOV Touyvioltwv. To
edmodo amoteAel éva Wwitepa edypnoTo HEGO EPAPUOYNG TNG OUOOOGVVEPYOTIKNG
puédnong mpowbavtag eKmTodEVTIKEG dadkacie poOnNTOV pe €101KEG HoBNGLOKEG
avdykes. H mapovoa epyacia enyeipnoe va diepevvioet T duvatdtnta Pertioong tov
de&omtav padntov pe dvcaplpicio HEGO amd TV EQOPUOYN TNS XPNONS YNPLOKOV
ToLVIOO0 OCKNCEMV UAONUOTIKOV Tpdéemv TO Omoio NTOV TPOGUPLOGUEVO GTO
opadocvvepyatikd mepfairov tov edmodo. Ta amoteléopoto TOL TPOEKLYOV NTOV
Wuitepa BeTikd kaBmG o1 LoBNTEG e TV EPAPLLOYT] TOL YNOLOKOL QLTOV oLy VIS0V
av&avay TIG EMOOCELS TOVS OTIC LOONUOTIKEG AOKNGELS.

Aégerg khewdwa : Pnpiaxa  Ioayviowa, QOuadoovvepyotiky ualnon, Edmodo,
ovoopiBuicio

Ewayoym

To Edmodo amoteAel pior ekmondevtikyy TAATOOPLUE KOWMOVIKNG SIKTO®ONG 1 omoia
elval WaitePa AGPOANG Kol GUMKN OTOVG XPNOTEG EVIOYLOVTAG TNV EUTEPIO TNG
uabnong (Thongmak, 2013).

H exmondevtikn avtr) texvoroyia £xel Ty 1010TNTA VO YEQPLPOVEL TO YAGHA HETAED TOV
Tpomov (NG kot Tov TpoémMOL OwackoAiag TV padnToOV, cuvvovaloviag TNV
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TOPOOOGLOKT LE TNV YNeLoKT ddackaiio. Amotedel o “Facebook™ tmv ekmadentikmv
kaBmg potalet pe 1o kotvoviko diktvo Facebook 1o omoio givon diaitepa otkeio mpog
TovG podntég (Balasubramanian et al., 2015). Ot Wwiitepeg opotdreg Tov Edmodo pe
10 Facebook tov divouv onuavtiky] Gveon Kot EDKOAID YEPIGHOV amtd TOVG YPNOTEG,
evioyvovtag Tig 0e€10TNTEG KATOVONONG, HABNONG Kot EvEPYNTIKOTNTOG TOV HLobnTdV
KOl TPOAYOVTOG TNV OHOOTKOTNTO Ko TV vy emkotvovia (Enriquez, 2014; Holland,
2011).H avatpo@oddtnon mov map€yel To Yneuokd ovtd epyoAeio TOGO0 GTOVG
EKTOOEVTIKOVG 000 KOl GTOLG LOONTEC EVIGYVEL TNV EVEPYO GULUUETOYYN] TOVG OTN
dwdkacio g padnong (Trust, 2012). To Edmodo diver emiong  dvvatodomta
OYESOGLOV LAONUATOV aKOAOLODVTAG TOOAYMYIKES OPYES YEYOVOS TTOV EVIGYVEL TNV
exnmadevtikn tov a&io (Fardoun et al., 2012).Ta kowvovikd diktva £xovv amotelécet
T TEAEVTOLO XPOVIOL £VOL 1O10UTEPO ATOTEAEGUATIKO epyoieio ekmaidevone. H ypnon
TOV KOWOVIKOV JIKTO®V 6TO EKTASEVTIKO TEPIPAALOV TPOAYEL TNV EVEPYO GLUUETOYN
1660 TOV padnToVv 660 Kot TV ekrtadevtov. H evicyvon g cuvepyotikng pabnong
HECH TOV KOWOVIKOV JIKTV®OV TPocdidel 6’ avutd witepn modoywywkn oéio
(Wandera et al., 2016).

Ta ekmoudevTiKd TAEOVEKTAUOTO TNG GULVEPYOTIKNG HABNong meptiapfavouv
TNV KVNTIKOTNTO, TNV KOW®VIKT GLVOYT, TNV aVATTLEN Kot T YVOOTIKY eneepyacia
kot Bacifoviar og vapyovoeg Bewpieg kot povtéda uddnong. H opadocuvvepyatikn
péonon Pacileror ot cvvepyasio kot TV oaAAnAeniopacn petalld tov podntdv
TPOo®OMOVTOS e TOV TPOTO ALTO TNV EKTAOELTIKY depyacia (Judd et al., 2010).

H ymoewokn teyvoloyia g omoiog to mayvidowe omoTeAOVV CNUAVTIKO TNG WEPOG,
aAalel dapkmdg, oAAGlovtog TapdAANAc. Kot 0 TpOmog emefepyaciog TV
mnpoeopldv. Ta mayvidlw VTOAOYICTOV  amoteAobV TALOV €va VEO TPOTO
napoakiviong tov podntov ot pabnon. O kdplog Adyog yio Tov omoio To GTOpO
noilovv moyvidwa givar 6t  dwdwkacio givor cvvaproactikn. H ymoewokn pdbnon
Baciopévn oto moryviol ompiletal oy tpoomdbeio Tov eUMAEKEL TO pobnT) oTN
dwdkacio g pabnong eved mopdAinia Pertidvovtar de€10TTeg TV HaONTOV Kot
evioyvetar mn  yvoorn (Prensky, 2001). To ymeokd eKTOOELTIKA O VIioo
vrootnpilovv kot emttayhvovv T HdONom evioyHoOVTog TIG YVOOTIKEG KOl KOWVOVIKES
OeELOTNTEG TOVAOVOVTOG TOPAAANAL TV KPITIKT) GKEWYT], TI] GLAAOYN TANPOPOPIDOV Kot
mv enilvon mpofinudatov. Ta moaryvidi ovtd GuVILALoVY T JOPACTIKOTNTO, TIG
TeEAEVTAlEG TEYVOAOYIEG 0ONYDVTOG G€ VLYNANG TOWOTNTOS TOoALOLGHNTNPLOKE
nepPaiiovta 61ov ot padntéc pmopovv va. fiovcovy ) pébnon (Hong et al., 2009).

H ymoewxm pabnon Bacsiopévn oto mayviol (DGBL) uropel va oprotel og n ypnon
YNOUIKOV TOLVIOUOV ylo TV vootnpién g ndnong péca ce éva eKTodEVTIKO
TePPAAALOV Ko amOTEAEL U0 AVIOY®OVICTIKY Opactnpldtnta otnv omoio tifevton
EKTOLOEVTIKOL GTOYOL TOV OMOGKOTOVV GTNV TPodbnon tng andktong yvoons. Ta
mayvidl umopovv eite va oyedOGTONOV Yia va TpomBnocovy T pdbnon 1 v avamTuén
YVOOTIKOV 0e€loTitev, €ite vo AABOVV TN LOPPN TPOGOLOIDCEMY OV EMLTPETOVY
oTovg Hantég vo eEaocknoovy TiG 0eS10TNTECG TOVG o€ éva €KOVIKO TepPBaAAoV
(Prensky, 2005 ; Erhel, & Jamet, 2013). Epevveg éxovv dei&et 6Tt To Ynolokod monyvidt
nailel onuavtikd poAo otn podnotakt] dtdwkacio Kot wwitepa ot Pertioon tov
YVOOTIKOV O510TNTOV TOV pobntdv mov avtipetonilovv panclokés duokoAieg
(Matlavé & Nuwolomovrog, 2016).

To Unity3D amotelel punyovn moyvididv 6mov ot ouTol Tov GLUUETEYOLV LEGH TOV
TPOGOUOIWUEVOV GEVAPIOV £YOVV T1) SLVOTOTNTA VO fLOCOVV dPASTNPLOTNTES O1 OTOTEG
elval aVEQIKTES GTNV TPAYUATIKONTA, YEYOVOG OV YapaKkTnpilel TNV mAaictofetnuévn
puéOnong (Shih & Hsu, 2016).
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Q¢ padnoiaxéc duokolieg opiCovtat o1 SuokoAieg TOL avtiueT®RILoVY o1 HodNTEG GTNV
avlyvoon, To uodnuotik@d oAAd Kol otnv Ekepacmn Tov ypamtod Adyov. H
dvcapuncio amotelel popen TV paONGLOKOV SVOKOAM®Y Kol yopaktnpilel Toug
pnafntég mov mapovctalovy dvekoAieg oty ekpddnon tov padnuotikov (Tooumdin,
2011). O cvvdvacuds G EATOMKEVUEVIG TPOGAPUOGTIKOTNTOG KOl TNG O1ddpacng
7oV giva LOVAOTKO Yia To YNELoKA TEPPAALOVTA £XEL TN SVVATOTNTO VO AVTIUETOTIGEL
T1§ podnoakéc SuokoAieg mov agopovv tn dvcapduncio (Laurillard, 2016). Meléteg
OV EMKEVIPOVOVTAL GTN ¥PNON NG YNPKNG udbnong €oei&av ot n pabnoiokn
amodoon podntov pe dvcapducio avédvovtay pe T oOyypovn Peitioon g
EUTIGTOCVVTG TOVG OTIG podnotakég toug wkavotnteg (Katmada et al., 2014).

Ta tapandve epevvnTikd dedopéva amotélecay T facn Tov BempnTikod TAUGIOL TG
TOPOVCAG EPYACING Y10 TNV EQPAPLOYN TOV YNOLHKOD TOLXVISI0D GTNV OVIIULETOTION
TOV LoONclokdV SVoKOM®Y OTTm¢ 1 ducaptducio.

H gpyacia avt elye ocav okomd m depebhivnon g dvvatdtrag Peitioons tov
de€lomtov podntov pe dvcoplBuicio péco amd TN ¥PNon TOL YNELUKOD ToLVISon
Math Challenge kot v npocappoyn Tov 610 gkmadevtikd mepiarrov tov edmodo.
To ymoetaxod avtd Toaryvidl epappoctnke ota Tioicto podnuatog g IIAnpoeopikig o
15 pabntéc ewdkav eknodevtikav avaykav tov EKEK ApeA Ossoalovikng OAEA.
Ot padntég mov EraPav puépog otny Epevva Nrav nhkiog 19-23 etdv.

Eq@appoyn Ynewwkov Hoyvidrod

210 ynowkd mouyvidl mOv €POPUOGTNKE OTNV TOPOLGH EPELVNTIKY €PYAcia
ypnowomomdnke 1 unyovny moyvidwwy Unity3D kot dnpovpyndnke évog tomog
T VIOV TPOGOUOIMONG OOV Ol GLUUETEXOVTEG BN TEC Lmopovoay va eEacknBovv
o€ amhég mPAEES LoONUaTIKOV Kol €01KOTEPA otV Tpdcbeon, v agaipeor, tov
TOAAOTAQGLOG O KO TN dtaipeoT).

To ymeokd moryvior ovTd ToyVvidl Eixe TPES GKNVEC. TNV TPAOTN GKNVHY 0 Lodng
eméleye v Tpacn mov MBere va gumlokel. O1 emAoyéc NTav : mpdcsbeon, apaipeon,
TOALOTAOGLOGOG, dlaipeon Kol HiEN TOV TOPATAVE TPASEDV.

Avdroya v emAoyn 6mov Bo Ekave KAK, POPTOVOVTAV 1) OEVTEPT) GKNVI| OTOL TOV
napatiBevtar évag vmoloyiopog Paoet g emioyng tov. O pobntg Bo Empene va
EMAEEEL TNV COOTIH OMAVTNGT] OVAUESH GE TEGGEPLS EMAOYEC KOl GE GUYKEKPIUEVO
xpovo. T'o kabe cwot) amdvinomn AdpPave éva movro. Av anavrovce AdBog 1 dev
TpoAdPave Vo OMOVINGEL GTOV OMOITOVUEVO YXPOVO O HaONnTNG, TO Touyviol
teppotiCovay.

Otav to mouyvidr teppatioviav, goptdvovtay 1 tpitn oknvhy 6mov @aivoviav ot
GLVOAIKOL TOVTOL TOV GLVEAEEE O LaBNTAG.
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SELECT
CHALLENGE MODE

MATH S ADDITION EJ iJ = iJ

SUBTRACTION

MULTIPLICATION

PLAY

Wil

GAME OVER

SCORE 1

HISCORE 21

|

Ewova 2 : Aemagég moyvidlov Kot TEAK SIETAPT GKOp

2V Tapovoa epyacia ot pobnTég elyav TNV SVVATOTNTO VO, AAANAETIOPAGOLY UECH
™G EKMOOEVTIKNG TeYVOAOYiag tov edmodo Kot va aviaAldEOoVY amdyelg [e TV
Bonbeta Tov exmadevTIK0D. O POAOG TOV EKTAOEVTIKOD NTAY VIOCTNPIKTIKOG Kol E1)E
®G OTOYO VO EVTOTIGEL TUYOV TOPOVONGELS 1] TPOPANUOTO GYETIKA LE TO YNPLOKO
moyvior (Ewéva 3) kabdg Kot vo eKHOLEVCEL TNV YVOUN TOVG CYETIKOL LE TLYOV
EMAEIYELC 1] GOOAMUATO TPOYPOULOTICUOD TOV Tayvidtov (Ewova 4).
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edmodo ADKr] Classes Libra tessages - a @

Cancel or

. 3 Languagess
®ikTpo ApBpwv KaTd ¥ T

Edmodo & 2018

Mapia Aougn posted to MBM MAHPO®OFIKH 2018
Teacher

ghemma o - 4%
Kahnpépa ae dhoug! Tnv TpwTn Kot SEUTEPN WPa TOU POBAPATOC Ba yvwpigEeTe T0 VEO

BIOBIKTUCKG Traividl "MATH CHALLENGE".. kGvovTag KAIK GTOV TIapakdTu gUVEEaHO:
hitps://drive google. com/unity/mathchallenge

a Write a comment

Mapia Aougn posted to MBM MAHPO®OFIKH 2019
Teacner

3hemaTon - 3

Kahnpépa ae 6houg! Eva Tagil aTov kGO0 Twv paBnuatikwy kv

Ewova 3: Aemaen edmodo. AAnienidpaot ekTadevTikod pe pabntég

Mapia AouEn posied 1o NBM NAHPOGOPIKH 2019 .
Teacher
3 AETITA TTDIV ahs

Moog cag AVNKE TO TTOXVIG MaSnuaTtikiow Math Challenge:;

-423;6."-.|c: Mopopacuog

& ' TToA0 EVOICPE ROV

KOAO CAMO O Xpévog TPEXEl Ypryopo

LAt HOU apece TTOAU ,TO TIOIGW KO OTO OTTITI HE TOUG YOWEIS HOU

Enval TTOAU KaAo yid EEQTKNOTN

Ewéva 4: Aenagr edmodo. AAAnienidpacn pabntdv pe eKToidevTikd

Amoteréopato

Y10 I'pdonua 1 amoTuRdOVETOL TO TOGOGTO TOL PUALOL TMV GLUUETEYOVI®V LAONTOV
omov to 70% nNtav ayopia kot to 30% Nrav Kopitota.
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I'paonpa 1: ITo606T6 PUALOV GCUUPETEYOVTOV
pradntov

H Kopitowa

H Ayopla

Y10 I'pdonua 2 mapovcsialovior 1o mOGOoTd TV pobnTtdv ot kdbe wAipoko
Babporoyiag Tov Yneakod Touyvidlov Katd Ty Evapén eUmAoKNS Toug e ovtd. Onmg
eatveron amd 1o ypaenua, 40% tov pantav eiyav okop oty KAipako 21-30 ko 6ty
KAlpoka 31-40 kot to 20% tev padntav iyav okop otnv KAlpoka 41-50.

Eniong, omv apyn g £pevvag to Ay 1oTo oKop NTay 22 Kot T0 LEYIGTO GKOP NTOV
42.

I'paonpoa 2: Ilocootd a.pykov cKop
H0-20 ®21-30 W31-40 W41-50 W51-60 W61-70

0% 0% 0%
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I'paonpa 3: Ilococtd TEMKOV GKOp

H0-20 ®21-30 M31-40 ®H41-50 M51-60 W61-70 71-80

Y10 I'paonua 3 mapovcsialovior To mOcOoTd TV pobntdv ot kdbe wAipoka
Babporoyiag Tov YNELaKoy oy vidlo HETE TV EUTAOKT TOVG UE OVTO GE SLACTNUO
€VOG O100KTIKOV TETpapnvov. Ontmg paivetat amd to ypaenua, 46% tov padntov siyov
oKop otV kAipoka 61-70 , 27% tov padntov eiyav okop oty kAipoaka 31-40, 1o 13%
TV pontov eiyov okop oty kiipaxo 41-50 kot 1o 7% oty khipoka 51-60 ko 71-
80.

Metd TV EUTAOKT| TOVG LLE TO YNOLOKO Tty Vi KOt TNV OLOOOGUVEPYATIKY TAATOOPLLOL
tov edmodo to eAdyioTo oKOp MTav 32 Kot To PEYIGTO oKop MTav 72.

YopuTEPACNOTO.

Ot dLVVOTOTNTEG TOV YNOLOKOV EKTOLOEVTIKOV TOLYVIOUDY GLUVOEOVTOL GTEVE LE TNV
TPOKTIKN CLUUETOY] TOV OO TOV OMOTEADVTOS 1GYVPA TAMiIGLO LAbnong TpombmvTog
nopdAinia T1g deEdtnteg emilvong TPoPAnUATOV Kol T cvvepyacio HETOED T®V
padntav (Gros, 2007).

Ta moyvidie avtd mopaxvodv Tovg HoBNTEG Vo HABoLY  OVOKOADTTOVTOG KOt
e€epeuvavtag eVioyDOVTOG TNV OMOTEAEGLATIKOTNTO TNG LAONoNg Kot Tn Onpovpyio
g yvoon (Benett et al., 2008).

Ta ynmowokd mworyvidwn amotelobv o véa Hopen SlodPUCTIKOD TEPLEXOUEVOL GTOV
omoio mailel Bacikd poAo ot cvvepyatikn pdOnon. To moyvidie ovtd propovv va
EUTAOKOVV KOl VO TOPOKIVIIGOVV TOVG TOUKTEG 0 £va €MOIKOOOUNTIKO padnclokd
nePPAALOV  PBEATIOVOVTOG ONUOVTIKE TNV EKTOWOELTIKY]  dladtKacio kot TNV
QMOTEAEGLOTIKOTN T TNG 0TN dOunom ¢ yvaong (Hung et al., 2015).

H ovppetoym tov padntov oe yneokd oty vioto KvnTomolel TV EVEPYNTIKOTITO TOVG
ONUIOLPYDVTOG — OMOTEAECUOTIKA — TEPIPAALOVTA YOO  TOVG  EKTOUOEVOUEVOVS
(Papastergiou, 2009).

H Biprioypoaeikn avackonnorn £0€Ee TNV OLGLOCTIK GULUPBOAN TOV YNOLUK®OV
oy VooV ot Pertioon tov deE0THTOV TOV HadnTOV Kol 6TV Tpo®dinomn g
dwdwaciog ™ padnong. H epevvnrikn pog epyosio amédeile péoco amd To
OTOTEAEGULOTO TG EPAPLOYNG TOV YNOLaKoD ToyvidoL o€ pobntég pe dvoapBpicio
™m Beitioon tov defoTTOV TOV PHaONTOV 0To PHOONUOTIKE Kol €W0IKOTEPO. GTNV
EPAPLOYN ATADV HoONUOTIKGOV TPAEE®Y. Ot eMOO0ELS TV LaOnT®V avédvovtay HeTd
TN ¥PNOT TOL YNPLIKOL OVTOV TTALYVIOOD GE GLUVOLAGUO LE TNV OAANAETIOPOGT] TOV
elyav pHe TOV EKTMAOEVTIKO OTO OUAOOGVVEPYATIKO EKTOOEVTIKO TEPPAAAOV TOL
edmodo.
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