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Mmnopeig va amodpdceis and to epyacstiipro Tov Ap. Tom Cat;
E@oappoélovrog eKmardeuTikd dopdtio amwddpacis og pyareio
naénong

Can you escape from Dr. Tom Cat’s lab?
Applying educational escape rooms as learning tools

Xpiotog Marhopakng
Ap. ITAnpopopikng
Havemotuo Maxedoviog
malliarakis@gmail.com

Abstract

Hocan we introduce the idea of an escape room in a Computer Science course? How can
the greatest scientists and their work inspire students and motivate them to engage in
Programming? What role can a game play in making students see a computer not as a
game, but the game through the computer? How can an augmented reality application
help to make our lesson even more attractive and to measure whether we have achieved
our goals? These are the questions we will be asked to answer in this paper, and we will
see how escape rooms can be applied in the Informatics course. Specifically, we will see
how we can create rooms dedicated to the life and work of the greatest scientists of
Informatics and Mathematics, to create mystery conditions with puzzles and problems
like the ones | had to solve myself. Finally, it is presented how an augmented reality
application can make the puzzles even more interactive by recording the answers to
verify whether the teaching objectives of the course are finally met.

Keywords: Escape Rooms, Serious Games, riddles, mystery, learning analytics

Hepiinyn

[Mdg pmopovue va elcdyovpe v 10€a evOg escape room oe éva uddnuo [IAnpoeopikng;
[log pmopodv ot peyohdTEPOL EMOTAUOVES KOl TO €PYO TOLG VO, EUTVELGOLV TOLG
pnaBnTég Kol v Toug 0covy Kivtpo va acyoAnfovv pe tov [poypappotiopd; Tt poro
pumopel va maifel éva moryvidt yu vo KOVOLUE TOVG pobntég vo pn PAEmovv v
[TAnpoopikt| ®¢ mouyvidl, aAld To moryviolr péoa and v [HAnpoeopikn|; [log pmopet
L0 EQOPLOYN EXAVENUEVIG TPAYLLOTIKOTNTAG VO BonONcEL KON TEPIGGOTEPO Va. Yivel
TO HAOMUA HOG EAKVOTIKO KO VO LETPNGOVUE TOVS KATA TOGO EMITUYOUE TOVS GTOYOVG
pog. Avtd gival to epoTpate Tov Bo KAnBovpE v amavVTGOLUE GE aVTO TO PapPer Kot
o dodue TAOC WTOPOVV VO EQUPUOCTOLV TO. €SCape rooms ot1o padnupo g
[Mmpoopikng. Zvykekpyuéva Bo dode TmG umopove vo aSlomomcove dOUATIO. TOV
elvalr apepopéva ot (o Kot T0 €py0 TOV  UEYOADTEP®V EMOTNUOVOV NG
[Mnpopopikng kot tv Madnpotik®v, vo Onpovpyncovpe GuvONKeS HLoTnpiov He
ypipovg kot mwpoPAnuate avtictoyo pe avtd mov elyo Kol ot 0ot va Avcsovv. TELog
TapovclaleTol TAOG Mo ePopUoy EMOLENUEVNG TPAYLOTIKOTNTOG UTOPEl Vo KAVEL
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OKOUN TO OOPUCTIKOVS TOVS YPIPOVG KOTUYPAMOVTAG TIC OTOVINCES (OTE VO
enaAnfevoovpe Kotd OG0 TANPOHVTOL TEAMKA 01 SIO0KTIKOT GTOYO1 TOV Lo UATOC.

AEEeIG-KAEWOW: Adwuatio amoopoong, maryvioio, cofapod ockomoD, ypipol, ULOTHPIO,
oedouévo. uadnong

Ewayoym

H 1¥éa tov va cuvdvaoctel n pdbnon pe 1o moyvidl vTapyeL €00 Kol EKOTOVTASES YPOVIQ,
eved and tov 170 audvo Eekivnoe vo, EVOOUOTOVETOL IO TPOCEKTIKA GTO TPOYPELLLLLOTOL
omovdmv omd tov Johan Amos Comenius (Hellerstedt & Mozelius, 2018). Xtnv
EMGTHUN TWV VTOAOYIGTAOV, VINPYOV TAVTO £YYEVELS 10€€G TOGO Yoo dnpuovpyio. 6GO Kot
Yo SOCKEDOOT] L€ CTOYELUEVO YNOLOKA TOLVIOL TOV EKTANPAOVOLV GUYKEKPIULEVOVG
nabnoaxovg okomovg (Leutenegger & Edgington, 2007; Miljanovic , 2018; Malliarakis,
Satratzemi & Xinogalos, 2014b). Extog and v moadoywyiky, cupBoin oto pabnuata
TPOYPOUUATIGHOD, Ol UEAETEC TOLYVIOI®V OO TPMTOTOPOLS TNG EMOTHUNG TOV
voAoylot®v 6mwe o Alan Turing kot o Claude Shannon éyovv eriong dnpovpynoet pia
TapddocT O6mov 1N avamTLEN Kot 1 AVAALGT GUVOETOV TOLYVISIOV £XOVV avoiEel VEOLG
opilovteg oy emotiun ¢ [IAnpoeopiknc kot tov Ipoypappaticpot (Malliarakis,
Satratzemi & Xinogalos, 2016; Gomboc, & Shelton, 2021).

Mua vedtepn 10éa glvar n Tdon g a&tomoinong dopatiov dapuyng (escape rooms) yuo
dtbpopovg oKkomovg, Ommg M owodounon opddwv (Warmelink et al., 2017) kot 1
dnuovpyia evepyav yopov padnong (Veldkamp et al., 2020). To dopdtio. 0xddpaon
UTTOPOLV VO YPNCLULOTOMBoVV Yio Vo SNovpyRcovY GLUVONKEG HVOTNPION KOADVTOGC
TOUG HaONTEG Vo ADCOVV EKTTOOEVTIKOVG YPIPOLG OlEYElPOVTOS TO CLVAIGONUOTA TOVG
(MaAMapakng k.a., 2018). Avti n peAétn meprypdeet kot suintd g 1 1otopio Tov Ap
Top Kat éxet epoppootel wg moryvidr dopatiov dapuyng oe meptPailov emavénpévng
npaypoatikdtrog. [évte pabntéc npoonabodv va Eepvyovy amd to epyactiplo tov Dr.
Tom Cat 6mov «éBe dopdrtio eivar aplepoPéVo 6e Evav SIACTUO ETCTHHOVO OTWS O
Alan Turing, o Claude Shannon, n Ada Lovelace ka1 1 Grace Hopper kot ot pafntég
a@ol pdbouvv o v gumvevopévn {on Tovg TPEMEL Vo AVGOVV Eva TAPOUOLO YPipo
onwg avtol mpoomdbnoe va Eepuyel. 'Eva onuaviikd yopoktnpiotikd Tov moryvidoton
elvar 1 evoopatOUEVY] EKHLAOBNGON OVOALTIKOV GTOEIMV TOL GULAAEYEL TANPOPOPiES
OYETIKO LE TNV OTOMKT 0dO00N, KOOMDS avTd TO YOPAKTNPIOTIKO elvar Evag Kpioog
mapdyovtag Yy vo Kaboplotel €dv 10 moryvidl €xel OAOKANPOGEL PE EmMTLYIO TOLG
apykove ekmatdevtikovg otdyovg (Malliarakis, Satratzemi & Xinogalos, 2014a).

211¢ emdpeveg evoTNTEG Bl TOPOLGLOGTEL TO GEVEPLO TOL TTayvidoL tov Ap. Tom Cat, Ha
avaivBouv ta dwpdtia, 0o avaivBel nog Ba pmopovoe va viomombel oty TéEN Ko
TéA0G¢ B0 TOPOVGIACTOLV T OMOTEAEGHOTO OO TNV a&lomoincn Tov ToyVIdoL HECH
piog S100paCTIKNG EPOPUOYNG EMOVENUEVNG TPOLYLOTIKOTNTO.

Game-based learning with escape-rooms

H wotopia g pdbnong pe Paon ta moyvidlo deiyvel TG 10 moyvidl Kot o oy vidl

&yovv ypnoponondel TOcO Yyl voo dOGOVY Kivntpo 6to poabnt va acyoAindei, 66o kot

vy Vv enitevén ekmodevTIKdV otoYwv. Emtpanélio moyvidio 6mmg to okdkl Exovv

ypnopomomOel yroo yIAMAOEG ypOVIA eKTAIOELTIKG, dote padntéc va eEaocknbovv o610

OLUVOLOCUO TOKTIKNG KOL OTPATNYIKNG OKEYNG, EVA EXEL AMOCYOANGCEL TOAAOVG
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emotuoveg g [TAnpogopikng mov acyoAndnkav evepyd pe ™ Ocwpia Ipdoov. H
HUaONoN HEC® EKTOUOEVTIKMV TOLYVIOUDV NTAV YVOOTEG Evvoleg otny apyoio EAAGSa kot
om Popoiky Avtokpoatopia kot to modototepa emitpaméllo moryvidw ytioTnkov
TOVAGIoTOV TPV amd mepimov 5000 ypdvio (Hellerstedt & Mozelius, 2019). Emmiéov,
Jpopot THITOL TALYVISLOV YPNCLOTOLOVVTOL €0M Kot TOAAL ¥POVIa, Y10 SPACTNPLOTNTES
ddackariog kot pabnong oto pabnuatikd ko tn Aoykn (Vankus, 2005).

O Tp®OTOG EKTOOEVTIKOG TOV TAPOVGIOGE L0 O GUVETY EKTALOEVTIKY 100 POCIOUEVT
oto. oyvidla Tov o Johan Amos Comenius. Xuviotohoe TO Tatyvidl Kol To. Toryvidto
®¢ oL TOADTIUT SOOKTIKT GTPOTNYIKY], apoV To oty vidl o propovce va Bewpnbel wg
uipnon g dwag g {ong (Hellerstedt & Mozelius, 2018). O Comenius moapovciooce
emiong v 1éa 0Tt Ta Tayvidia wov Exovv évo cofapd 6Komd (Serious games) mpémel va
evoopat®wbodv kot va evioyvboldv otn dadkacio TG udbnone, He To OPap «EVOC
OYOAElOL ©TO OMOI0 OVOUELYVOETAL 1) EKTOIOEVOTN KOl OloKESACTY  EIGAYOVTOG
ovolaoTikd v évvola tov edutainment (Comenius, 1657, [xviii]). Zv emotun g
TANPOPOPIKNG, 1 KATOGKELT] TOVIOIOV 1 OVAALGT TOYVIOIDOV KOl O TPOYPULUATICUOG
enilvong tov mpoPAnudtov mov BETovv £yovv GLYVE ®G OmOTEAEGHO TN Onpovpyio
véag, moAvTung yvoong (Malliarakis, Satratzemi & Xinogalos, 2014c). Avo tétola
nopodeiypata 1o £pyo Tov enotuovev Alan Turing (1953) kot Ken Thompson (1986).
H vedtepn tdon tov Sopotiov dlopuyng SOKILAGTNKE TPOSPOTH O00EUATIKA Kol Y10,
SOPOPETIKOVG  EKTALOEVTIKOVG OKOMOVG, Ommg M ekudbnon yiwoomv (Urbieta &
Penialver, 2019), n ynueioo (Yayon et al., 2019) ko1 n ekmaidevon €TolOTNTOG VIO
oewopovc (Novak, Lozos, & Spear, 2019 ). Ta diddypoto and T1¢ PEATIOTES TPAUKTIKES
etvat 611 Ta SoPdTor S10PLYNG HTOPOVY VO TPOGPEPOVY JACKESUCTIKEG EUMELPIES OTAV
ot pafntéc ovppetéyovv o paONCKEG  dPASTNPOTNTES TOL  TEPLAAUPAvouy
ONUIOVPYIKOTNTO, ANYT OTOPAGE®V, EMKOWVMVIK, OMAdIKY EPYACIO KoL KPITIKT OKEY).
Qo1660, enedn N oxediaon evog moryvidol pe dwpATIo dopVYNG elvar po TepimAokn
Kol ypovoPopa dadikacia, uropel va eravaypnoiponombel pe ToAATAL O10POPETIKA
oevapla éva MON OVETTUYUEVO KOl OOKIUOGUEVO EKTOLOEVTIKO moryvidl pe Ompdtiol
dwapuyng (Fotaris & Mastoras, 2019). KAddot 0nmg tng te)voloyiag, TG UNYOVIKAG Kot
TV podnuotikadv (STEM) €xovv evepynoel ¢ Tp@TondPol GTNV KOTAGKELT Kot ¥p1ion
EKTTOOEVTIKOV dMUATIOV dpLYNG, LE cLYVT XpNon cvykekpluévov epyoreiov TITE mg
ueyaho pépog tov padnciakdv dpactmplotntev (Veldkamp et al., 2020).

Apketég peAéteg Ogiyvouv OTL ta OWUATIC OPLYNG €YOLV TN OLVATOTNTA VO
dlevkoAvVoLV Ta KivnTpa Kot T ndbnon otovg topeic tov STEM kot g emotung tov
voloylotov (Borrego et al., 2017). Ta motyvidia cofapod okomod pHe S®UATIO
dapuyng éxovv emiong dokipaoctel og padnpate Tpoypappotiopod (Lopez-Pernas et al,
2019), ko1 6nwg toviotnke ot perétn tov Hacke (2019), n eoticon oty emidvon
TPOPANUATOV oTo d®UATIL SLPVYNG Elval EMIONG LKL OVCIAGTIKY] OPAGTNPLOTITO TOV
ovvtehel koBoplotikd oty ekmaidgvon ToL Tpoypoupatiopod. Me v emilvon
TPOPANUATOV GTNV EMCTAIUN TOV VIOAOYIGTAOV [E BempnTikd TpdTmOo, N ndbnon pe Paon
T ayvidw mov yriletal yOopw amd to OWUATIO OPVYNG UTOPEL VO TPOCPEPEL LaL VEQ
Ko o Poaociopévn otig deEidmreg mpocéyyion padnong (Hacke, 2019). Ta dopdtio
dwpuyng Ba mpémer va apopodv ypipovg, malk kor emiAvorn mwpoPfAnudtov, oAAd
UTOPOLV VO, £YOVV TEPACTIEG TAPOUAAAYES OTO YEVIKO OYEOGUO Kol OTY SLOHOPPOON
otoptdv. Mia evdpépovoa epyacia sivar tov Kopaysmpyiov, Mavpoppdtn xot
dotdpn (2019) 6mov mapovcsidlovv €va petypo Beatpikdv oTOLXEI®V, POUTOTIKYG,
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Kodk®v QR kot gikovikng Tpaypotikoétrag Kot évo back-story epmnvevopévo amd v
EMITVYI0L TNG IOTOVIKN G TNAEOTTIKNG o€1pdg "La casa de papel™.

H mepintmon tov Ap. Tom Cat. Mropeic va Ee@iyerg amo 1o EPpyaoTipLo Tov;

[Tévte pabntég enuifovtor yo T1g avdtTeg Toug ot padnpatikd. Evog kabnyntg
ewonuovag oty Teyvnt Nomuoovvn, tovg mpokoiel va épbBovv oto Cryptonus, to
TPOCHOTIKO TOV EPYACTNPLO, TPOKELEVOL VO TOVS PALEL VO ADGOVV PEPIKOVG YPIPOVC.

Ot podntég amopaciCovv va mave, Kot Tovg bITodExeTol Eva Poumot. Zapvikd Ppickovrol
KAelopévol og €va televTaiog TEXVOAOYiaG pyacTnplo, 6mov ot TopTeg KAEW®VoLY. Ot
exmAngelg moAAEG, To. oTolyEln, Ol KMOKOL Kot o1 voepég mayideg meplocoTepec. Oa
Kata@éPOLV vo. cuvovdoovy ta dedopéva kol vo amodpdcovv; Ecelg; Mmopeite va
anodpdocete omd to epyactniplo tov Ap. Tom Cat;

Avtn eivor 1 wotopia Tov Ypaeuoh pvbistopiuatog "Mmopeic va anodpdoelg and to
gpyaotptlo tov Ap. Tom Cat", émov o didonpog Dr. Tom Cat npookaret 5 pabntég oto
€PYOOTNPLO TOV KOl TOVG TAYIOEVEL, £TCL MOTE VO TPOoTadnGovy va EEQUYoVV Kot va
e&elMyBovv ot idrot kot ot yvooels toug. Kébe dopdtio oto epyastiplo ivor apiepmpévo
ot {on €vOg CLYKEKPEVOL peyalov emothpova g Emomung tov Ymoloyiotdv,
TV Modnpatikov kot g Guotkng kot ot pantég kalobvtatl vo ADGoVV aviyloTo Kot
TPOPANLLOTA TOPOUOL0L LLE OVTA TTOV ElYOV GLUVOVTIGEL Ol SLAGT 0L ETMLGTHILOVEC.

Ewoéva 1. Ewodveg amd v wotopia «Mmopeic va anodpdoelg and 1o epyastipto tov Ap. Tom Cat

To dwpdtio 001 eivar apiepopévo oto «Ilapdado&o». O Apiototéng douthnwoe KAmote
70 OPAdo&o g yvaons: «Oco meplocOTEPO PEAETAS, TOCO OVOKAADTTES TNV apdOeld
COLY. L€ OTO TO OWUATIO Ol LaBNTEG KAAOVVTOL VO avOKOADYOLV TTEpipN o Tapadosa
Kol vo AOGovV Ttopdpota awviypoto yio va Eeeiyovy. o mapddetypa, mpémel va AOGOVV
TPOoPANUOTA TOPOUOLD LE TO TEPIPNUO aiviyuo TOV KOoLPEX TOV dTLTOONKE amd TOV
onovdaio podnuotikd Mréptpavt Pdoeh. O ypipog Tov xovpéa €xel oG €ENG: «Ze pia
YOPO TOL OAOL Ol AVIPEC eivar kaOnuepvad EVPIGUEVOL, VTTAPYEL €VaG LOVO KOVPENC.
Avtdg Eupiler OAovg tovg Gvtpec mov dev Eupilovtar povor tovg. Tote Ouwg moog
Eupilel Tov kovpéa». H amdvinon oe avtv v epdtnon oonyel ce po avtipoon.
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Hvpiletar pévog tov; Advvatov, agol ovtdg Eupilet pdévo OAOVE aVTOLG TOL dEV
Eupilovron povor tovg. Tov Eupilel kdmotog aAloc; Oy, yiati povo o kovpéag Eupilet
O6AovG avtovg mov dev Eupilovtor povor tovg. Bpilokduacte €d® pmpootd o’ Eva
Tapado&o.

Ewéva 2. O Alan Turing, n unyavi Enigma oto 2° noykdopo mOAERo ¢ E1KoVoypaenon e 1otopiag

To debtepo dwpdrio, 10 dwpdtio 010 6mmg KmoKomoleitar 6To dSLAdIKO GuoTNUA Eivorl
aplepopévo otov Adhav Twovpvyk, o omoiog Bewpeitar o motépag g Teyvnmig
Nonpootvng. Ot pobntéc ce avtd 10 dwpdtio poboivouv o T Con TOL KO TMOG
KOTAPEPE VO OMOKPLATOYPOPNCEL TV unyov Enigma mov ftav n pnyavh mwov
KodwKomowovse ta punvopate tov [epuavov kot dAlale kdBe pépa tov TpoOTO
Aerrovpyiog ™c. O Alan Turing dnuovpynoe pio GAAN unyavn mov ékave KaOnuepva
EKOTOVTAOES OLVOLKOVS VTOAOYIGLOVS KOTAPEPVOVTAS VO, OTOKMOIIKOTOMGEL TOV TPOTO
Kpumtoypdonone kabe pnvopatos. To épyo tov Tovpivyk xotd ™ Odpkeln TOL
Agbtepov Tlaykoopiov IToAépov Ntav kabopiotikd. Ot pobntég npénet va Absovv évav
ypipo oyetiko pe ™ {on Tov Turing, evéd oto ot padntég kalovvrot vo, Bpovv moto givat
TO OMOTEAEGLOL EVOG TPOYPALLLOTOG.

Ewéva 3. H Grace Hopper kox to “Bug” mov eiye evtomiotei kot kataypapei oto Biprio cuppaviov
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To dwpdtio 011 elvar apiepopévo oty Grace Hopper, mv emiotpova mov Bewpeiton n
onuovpydc tov O6pov "Bug". Ot poOntéc pabaivouv O6TL T0 TPOTO CEAAUO TOV
npokdiece dvoettovpyia. Tov VIOAoyloTH NTtav éva mpaypotikd bug, éva évitouo mov
elye KOAMNOoEL 6TA KLUKADUOTA £VOG HeYGAov vmoloyloth, tov enuiopévov Mark 11, H
I'kpéic Xomep Ppnke avtd 10 €viopo kol to KOAMNoe oto Pipiio ocvuPdviov
Kkabepodvovtag tov 6po “Bug” ¢ opdipa. Ot pobntéc kaAovvior va Avcovv €vav
TaPOUO10 YPIPO, Yo VO EVTOTIGOVV TO GPAALN oV £yl Taydevutel ota 1000 pedé evog
VTOAOYIOTH e ToV eAdloTo opBud avalnmoewv epapuolovtag ovadikn avalntnon,
aeov av yo mopdoetypo to 5000 pelé dev Aettovpyel cmOTA, onpaivel 0TL OAo TOL PEAE
petd dev Ba Aertovpyovv emicng cwOTAL.

Ewéva 4. To dwudrio tmg Ada Lovelace kon to mpofAnpa Tev eEAdIoTOV anocTAoEmY ¢ TPOPANUL
Ypapov

H aibovoa 100 eivar agiepouévn oty Ada Lovelace, yvoot) g m mpodTy
npoypappotiorplo. Ot padntéc pabaivouv yio tnv Ada Lovelace mov ypaye to mpdTto
npoypappe. wov vroloyilel tovg apBpove Bernulli. To mpdypaupa mov €ypoye Oa
UTopoHoE Vo AELITOVPYNGEL GE Lo unyavn mov oyediace poli pe tov Charles Babbage. H
Avta AdPAreic, kopn tov Adpdov Mmdupov, aAAnroypagovcoe ce OAEC TIG MEYAAEG
TPOCHOTIKOTNTEG TNG EMOYNG TNG KOl EMEWN OEV LANPYOV UNVOUOTE NAEKTPOVIKOD
Tayvopopeiov, NBeie 1o omitt g va Ppioketal ot PEATIOT ToMOBEGIN, MOTE VO AmEYEL
Myotepo amd OAOVLG TOVG GAAOVLG, dNUIOVPYDVTOS Eva TPOPANUA Ypapov. Ot pobntég
KOAAOOVTOL VO ADGOLV 0VTO TO TPOPANLO Y10 VO TPOYWPT|COVV GTO EXOUEVO dMUATILO.
Ta endpeva dopdtia AtBovoa 101 kot AiBovoa 110 givon agiepopéva ot (oM Tov
dtdonuwv emotuoveov Claude Shannon ko Kurt Godel. Ot pabnréc, agov pdbovv yia
™ (oM Kol TO0 £€py0 OVTOV TOV EMOCTNUOVOV, KOAODVIOL VO AVGOLV YpIipovg mov
oyxetilovtoan pe v Lon tovg. [Ma mapaderypa, mpémer va Avcovv éva malA Omov
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vrapyovv 4 topteg. Mmpootd and kdbe mopTa vVIapyel £vag wmndtng. 'Evag mmotng Adet
mv aAnfeto ko 6Aot ot aAlot Aéve yépoata. Kavouv dnidoelg yio to mov pmopel va
Bpioketat 0 Oncavpdc kat ot pabnTég KaAovvtot va Tov fpouv.

Téhog, to dwpdtio 1000 eivon apiepopévo otov Pitcapvt évuoav, dmov acyoAndnke
Wwitepa pe ) Osopio moryviov, pe KPaviik) QLKA Kol pPE  TPOPANMOTO
BeAtiotomoinong. Ot pafntég kaiobvtor vo AOGovv €va amAomomuévo TpoPAnua
BeAtiotomoinong. A@ov ADGOLV TOVG TEAELTAIOVG YPIPOVG, TPEMEL VAL OVTIUETOTIGOVY
tov Ap. Top Kat ko vo pdBovv modc OA0 avtd To OviypoTo ouVOLOVTIOL HE TO
MoOnpatikd kot tnv Apyaio EAAGSa BpiokovTog Ty TpayHotiky myn yvoonG.

A@o?¥ dwpdoovv avtiv TV 1oTopin, o1 HadNTEG UTOPOVV VO, AAANAETIOPAGOVY LE TOVG
ypipovg Tov  PBiPAiov  koBmg €xer  avoamTvyBel L EQOPHOYN  ETOVENUEVNG
TPAYLOTIKOTNTOG, OOV UTOPOVV Vo, o €101KA SUHOPP®UEVT] GEAD KAOe dmuatiov
Kol vo. Tapokolovdnoovy €va aiviypa emavnuévng mTpaypoTikoTTog vo avoPidvet,
KEvVOVTOg TO oy viol Ao o O10dPUCTIKO.

Ewoéva 5. I'pipot Emavénpévng mpaypatikdtntog Kavouy dadpacstikods ToLS YPIpovs Kot To TTotyvidt
Eexva

Etvor onpovtikd va d1evkpivietel 0Tt 1 KATAGTACT] OPIGUEVOV OO OVTES TIG IGTOPIES MG
onpootreic pvbor yivetar capng otovg avayvaotes. H T'kpéig Xonep oyedov ciyovpa
dev Bpnke 10 «c@GAo» 1 1d10, oV Kol TV HEYOAN EMOTHHOVOS Kot Kupimg vrotifeton
OTL NTOV TO KVPLO0 TPOGMTO TOL EIGNYOUYE ALTOV TOV OPO TN YADGSH TPOYPUULATIGLOV.
EmumAéov, vmbpyovv pepikoi apyucol pobor mov devkpwvilovior KaADTEPO KOOMG
ovveyiCetaw M 1otopia. Otr pobBor eivor onuavtikoi yi v 1otopia vo  givor
TOPOKIWVNTIKOS, oAAAL 1 ovuPoAr] tov Xovmep 610 va KOTOANEEL GTOV TPAOTO
CUETAYAMTTIOTI» KO TA «ZNUEOUOTO» TNG AVTO TOV OMOOEIKVOOLV OTL 1 KATOVON O
™mg Yy T oxéoe Tov Mmbpumtl Oa Mrav Kavh, elvor To onuaviikd onueion Tov
arocsapnviovtal kKaAvtepa TEA0G TOL PiAiov.

Game Analytics

H exmodevtikn oio piog €@appoyng mov KOVEL OdpACTIKODS TOLG YPIPOLG LE
EMOENUEVT TTPOYHOTIKOTNTO €fvol OMUOVTIKY], KOODC amd Tn pia diver mpdcobetn
exkmadevtikn o&io evrvmmwoldlovtag Tovg pabntég, eved amd TV GAAN pmopel va
TPocdmoel TpOcheteg mANpoPopieg. Avtd mov elvarl €EMIPETIKA ONUOVTIKO €ivor 1
avaTpOEOdONTNoN oV Umopel va AdPel 0 IMMUovpyds TG EPOPUOYNG OVOPOPIKHL LE TO
mOCOL TNV YpMoipomoinoay, oA Kol mOceg Qopeg Emanlav Ta moyvidw HEGH GTNV
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EPOPUOYN. AVTO MOV OMICTOGOUE O©TN ¥PNON NG EPOPUOYNG  EMAVENUEVNS
npaypoatikdétnTag Tov Ap. Tom Cat frav 0tL n avénon Tov moryvioldy mov Emoloy ot
YPNOTEG OEV NTOV YPOULUIKT, OALL €KOETIKN KAOIGTOVTOG 1010HTEPO IKAVOTOMTIKO TO
OTOTELEC L.

DR. TOM CAT'S ANALYTICS

\\

GAMES

1000 -

10 20 40 10) 60 70 80 90 100

Ewoéva 3. AVENoN moryvididv ovaAoyIKa Le TOVG YPNOTEG TOV TOLYVIOIOD

Ta dedopéva mov amewkovilovtar oto ypaenua &xovv mapayfel omd v emionun
avalvon ™ celidag mpoypappatiotdv g Google kot thg Apple yia to i0S, agpov to
nayvidt npootedetar ko pmopel vor petapoptmdel kot vo monytel omd omotovimote”
Yopig kdmowov meplopopd. Emopévag, ot ypnoteg mov £xovv koataypoagel stvar ot
YPNOTES TOL KATEPACAY TO TTOLYVIOL.

YopuTEPACNOTO.

H o&lomoinon tov eKkTodeuTIK@OV TOVIOI®V Yo TNV EMITEVEN TOV SWOOKTIKOV GTOYMV
elvar pio TpaKTIiKy oL dtoypovIKA dNUIOLPYOVGE TIC W0VIKEG GLVOT|KES ndOnong, kKabmg
péco omd 1o mouyvidl M yvoon Emetor aeod TPMTO TPOKANOovvV  cuvaucHnpoto
CLUVLPACUEVO LE TNV SLOICKESAOT) Kot TNV youyoymyia. To dopdtio anddpacng sivor pia
Tdon moryvidd 1oaitepa ONUOPIAY mayKoouing ywati mpokadlohv TOvg moikTeg Vo
AdGovv  Ypipovg Kol v SOKIHAGOLV TIG OLVOTOTNTEC TOLG VO OTOOPAGOVV  GE
TEPLOPIOUEVO ¥pOVO  dmpovpymvtag cuvinkes poomnpiov. To moyyvidie ovtd sivor
waitepa kaBmG 10 dMUATIO eUTEPLEXEL TNV 10TOPIA KO Ot Ypipot eivan HEPOG aVTAG TNG
16Toplag, EVMO O VIKNTAG, OVTOC OV KOTAPEPVEL VO OmodpAcel gival avtdg mov €Avce
OAovg TOVG Ypipovg oe pio dpa. o TOvG EKTAIOELTIKOVE TOL TOY VIO OmOSPACTG
UIopovV va. Yivouv éva eEapetikd epyaieio mov Ba TETLYOVY TOVG EKTALOEVTIKOVG TOVG

! Google Play: https:/play.google.com/store/apps/details?id=gr.drtomcat.ar&hl=en&gl=US
Apple Store: https://apps.apple.com/us/app/%CE%B4%CF%81-tom-cat-%CE%B3%CF%81%CE%AF%CF%86%CE%BF%CE%B9-
%CF%83%CE%B5-ar/id1473733414
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oTOY0VG, AALA Bo KAVOLV Kot TOVG HaBNTES Vo ayamoovy T dtadtkacio g Ldonong kot
TeEAMKA Tovg 1010V6. [Tapdio mov moAAol ekTadELTIKOTL AVTIAAUPAVOVTOL TNV EKTOLOEVTIKY|
a&lo piog koawvotopov pebodoyiog pddnong Pacipévor oto moyvidl, n dnuovpyio £vog
TETO0V oy VIOL eivor pio amotel opketd ypovo Kot KOTO, amoboppvVovTig Tovg
teMkd and v a&lomoinon tovg. Mo avtd 10 Adyo ol eKmAOELTIKOTL pmopovV va
a&lomomoovVy OTAY TNV gpyacia, Omov mapovcidlovpe pio otopion Pacicpévn oe
dopatio amddpacns, 6mov ot pantég Ba kKAnBodv va amodpdcovy amd To ePyacTHPLO
tov Ap. Tom Cat, 6mov kdbe dwpdtio elval aplep®UEVO G £VOV PNULGUEVO ETIGTHOVA
™m¢g emomung towv Moabnuatikov, e Ouvowkng ko g [IAnpoeopikng kot agov
yvopilovv ™ {1 Kot T0 £€pYo TOL £XOVV VO AVGOLV EVOV AVTIGTOLYO YPIPO UE OLTOV TTOV
elyav Kot ot 1610t va Avcovv. Z1o T€A0G Yo Vo, Lmop€covy va arodpdcovy Ba mpémet va
oLVVOEGOLV TOVG HVGTIKOVG AVoVTag adyoplOuikd TpofAnuaTa.
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