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Gamification — Mapadelypota
[Tou xpnOlUOTIOLELTAL;

° 2TOV EUTTOPLKO KOOUO KOl OTOV XWPO TNG
g£0TLOONC YE TO oCUOTAMATA AvTopoLBNC:
Ayopaoe mpoiovra,
Képbdloe movtoug,
E€apyUpwoe Toug og Al tpolovta Ko
UTINPEOCLEC MO
° 2TLC ETIXELPNOELG, OTIOU N alénon NG
LKOVOTNTOC TWV UTTAAANAWVY TTOU OITOKTOUV
Kolwvoupleg 6e€LOTNTEC elvall avénUeEvVN Kot
40% (Giang, 2013).
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H matyvidomolnon otn nobnon
Elval pia ekmondeuTikn MPooEyyion

Elval n xprion otolysiwyv rayvidwy (0mwc movrol,
enimeda, amooTtoAEC, aviapolBEC) o€ un moyviwdn +
neplBairlovta, Omwce n eknaidevon, N epyacian n
KaBnuepvn {wr, LE OTOXO VOL OLUENOEL TN CUUUETOXN, TNV
nopakivnon kat tn paénon. n

Elval pla dtadikaoia 6mou otolyeia mou nephaufavouy
TOL TTalLYvidLa Kol Tt KAvouv SLooKESAOTIKA KoL
TIOPOLKLVOUV TOUC TIALKTEC vaL cuveXilouv va tailouy,
gloayovtol o€ pia pobnolakn Katdotaon.

_I_
O otdyxoc¢ sival va peylotonolnBel n dnpuloupyila KivAtpwy,
n 8€opevon, N MpooéAKuon Tou evdladEPoVToC TwV
HOONTWV KAl EUMVEOVTAC TOUC VOL CUVEXLOOUV va



ALadpopeC e AANEC EVVOLEC

H rtatyviblomnoinon mou epappoletol otn pabnon AEN eivat aAAd polalsl pe ta coffapa
nayvidia (serious games), N matvidla 6mou N HaBnoLOKA EUTELPLA ETILKEVTPWVETOL YUPW OATIO
coBapec Lotoplec.

Ta coBapa rawxvidia sival matxvidla oxeSLOoUEVA VIO CUYKEKPLULEVO OKOTIO TTOU OXETL(ETAL IE
TNV npomovnon, oxt povo yla dtaockedaon. AlabEtouv OAa ta otolyela Tou TtayvidLou,
rnotadouv pe matyxvidia, aAAd 0 0TOX0C TOUC Elval va TIETUXOUV KATL TTou lval tpokabopLopEvo.

OL MPOCOUOLWOELG Eival TTOPOUOLEC e coBapd Ttaxvidla, aAAd TTPOCOOLWVOUV TIPAYHOTA
TOU TIPOYHATIKOU KOGLLOU KOl OKOTIOG TOUG £lval n ekmaildevon Twv Xpnotwy o€ Eva
neptBAaAlov mou potadet pe tnv mpaypotikn {wn (Mtrion, atpka).

Ta rayvidia epdapfavouv oo oca avadEpBNKAV ApATIAVW
KoL €lval oxedlaopeva yla puyoywyia.

Image from: https://www.umweltbundesamt.de/en/topics/digitalisation/digital-
sustainability/serious-gaming-sustainability



Gamification

* Hmnawvidomnoinon tng uabnong AEN amattei anod toug padnteg (KoL Toug EKTTALSEVTIKOUC) var
oxedlagouv Kat va dnuioupyouv ta dika toug raxvidia n va mai{ouv Bvteomnatyvidla mou apayovral

EUTTOPLKAL.
« ¥ Agv onpaivel OTL LETATPETMOUHE TO PHABNua o€ ouyvist!

* Zg eKTOUSEVTIKO TAaiolo, mapadeiypata emlBupntg cuPMEPLPOPAC TwV HOONTWY WG OITOTEAECHA TNG
nayvidomnoinong nepthapBavouv:

* TNV £0TLOON OE OUGCLOOTIKEC LABNOLAKEG EPYAOLEC KOl
* TNV MapakoAouOnon tng taéng,

<. * NV avaAnyn mpwtofouAlwv.
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Image from: https://imtech.imt.fr/en/2019/09/10/serious-games-in-the-classroom/



KaBoplopoc ekmoldEUTIKWY OTOXWV

e OL paBnolakol OTOXOL TIPETIEL VAL ELVOIL GUYKEKPLULEVOL KOl
ocadwc kabopLouEvol.

* O OKOTIOC TNC ekMaldevoNnC elval va ETTUYXEL TOUG
LaOnolakoug otoxoug, yiati SltadopeTikad OAEC oL
dpaotnpLotnteC (cupmeplAapPavopEvVwyY Twy
dpaotnplotntwy mayvidlov) Ba dpolvovtal AOKOTIEC.

e OLotoyxol kaBopllouv To EKTIALOEVUTLKO TIEPLEXOUEVO, TIC SPAOTNPLOTNTEC
rnov Ba cupmeplAndBouv otn pabnolakn dtadikaoia Kot TNV Aoy TwV
KOTAAANAWVY NXOVIGLWV TLALXVIOLWV KoL TEXVLIKWYV YLO TNV €TtTEVEN
TOoUC.[2]

Image from: https://gr.pinterest.com/pin/41025046579847905/



Gamification — Baowka otouyela

* NMovtol & BaBpoloyia — O padntéc kepdilouv MOVTOUC YLOL CWOTEC OTTAVTIOELC
N oAokAnpwon 6pacTNPLOTATWV.

* Enineda & mpokARoelg — OL padnteg avePaivouv emnimeda 0TOV OAOKANPWVOUV
EPYOOLEC.

* AOOTOAEC & otoxoL — O paBntec avalapBavouv poAoug kal tpoomabouv va
OAOKANPWOOUV TIPOKANOELC.

e AvtapolBec & badges — Aivovtal elkovika Bpafeia yia enttevypata.

e Katataén & cuvaywviopoc — MNivakeg katdtaéng yo va evioxUoouv tnv
aAAnAemntibpaon.

* Storytelling (Adprnynon lotopiag) — Anuiovpyia apnynuatikov mAatlciov yo tnv
gvioyuon tou evoladEPOVTOC.



Mnyaviopol matyvid Lwyv ou UImopouV va
OLEUKOAUVOUV TN pabnon

* Mnxaviopot mpoodou (rmovrot/kovkapdec/mivakec katataénc)
* Adnynon Kal XapoKTNPEG

 EAeyxoc maktn

e Apeon avatpododotnon

e Eukalplec yla ouvepyatikn ernthvon poANUATWY

e KApakwtn pabnon pe avéavopevec mPokKANOELG

e Juotnuata tpoodou Kot EEEALENC

* Kowvwvikn cuvdeon



KaBoplopoc xapaktnpLloTikwy pLadntwy

e Q¢ paBnotakn Stadikaoia eival onUAVTIKO va opil{ovtol Ta XOPOKTNPLOTIKA TWV padntwv
(mpodi\) mpokeEVOU va KoBoPLOTEL eV T EpYAAELD KOL OL TEXVLKEC Elval KATAAANAQL.

* Baolkoi kol kaBoploTikol mapdyovteg eivat n meodLdbeon twv padntwv va aAAnAoemnidpolv pe
TO LoBNOLOKO TIEPLEXOULEVO KOIL VOL CULUETEXOUV O HOBNOLAKEC EKONAWOELC LE XOpaAKTAPOL
ouvaywviopou (Mpoooyn: oxt avtaywviouou, oxL 0 EVac evavtiov Tou aAAov).

* Na kaBlepwoouv Kal va )\dBouv UT[C')LIJI‘] TLOLEG Sde€LotntEC anattovval Amno TOUG OU LLETEXOVTEC
yla Tty ETTEVEN TWV OTOXWV — €AV OL spvaoteq Kol ot 6paornptomrsq armattolv e8IkEC Se€LoTNTEC
arto Toug ekmaldevopevouc. Eav oL epyacieg eival moAU eUkoAec N dUokoAeg, eival mBavo va
armoBappuvOoUV oL HabnNTEC KAl VoL UTIAPEEL APVNTLKO OITOTEAECUAL.

e To KLVvNTPO TV Hadntwv va CUPUETAOYXOUV 0TNV eknaidevon e€aptatal amo to mAaiolo tng
noOnoLaknc Sltadilkaoiog Kat amo To Tt MPOKUTITEL OO TA EMTEVYUATA TOUC. [2]



AnuLoupylo EKTTOLOEUTLIKOU TIEPLEXOLEVOU KOt
OpoaoTnpLoTNTWY yLa gamification

* To eKMALOEUTLKO TIEPLEXOUEVO Ba PETEL vaL Elvall SLadPAOTLKG, EAKUOTLKO Kol TAOUOLO GE OTOLXEL
NOAUHEOWV. OL HpaoTNPLOTNTEC KATAPTLONC Ba TPETIEL VAL AVAITTUCOOVTOL TIPOCAPLOCUEVEC OTOUC
HaBnoLokoUC 0TOXOUC KOl VOl ETILTPETIOUV:

HaBNTEC va umopouv va TL¢ emavaAdBouv o mepinmtwon amnotuyiog. Eival moAl onpavtiko va
dnuioupynBolv cuVONKEC KOl EUKOLPLEC YLOL TNV EMITEVEN TOU AMMWTEPOU OTOXOU. Q¢ ATIOTEAECUO TWV
ernavaAnPewv oL padnteg Ba BeAtiwoouy TIg SeELOTNTEC TOUC.

* EdLKkToUg 0TOXOUG — OL LaBNOLOKEC SpaoTNPLOTNTEC MPETEL VA Elval EDIKTEC. MNPEMEL va TPOCAPUOCTOUV
KOLL VOL TTPOCOPLOCTOUV OTLC SUVATOTNTEC KoL Ta eMinmeda Se€LoTATWY TWV HadnTtwv.

e Au€avopevo eninedo duokoAiag — kABe emMOUEVN Epyacia AVAUEVETAL VO Elval TILO TTEPLITAOKN,
QTTOLLTWVTOG TIEPLOCOTEPEC TIPOOTIABELEG ATTO TOUC PAONTEC KOlL VAL OLVTOTIOKPLVETAL OTLC YVWOELG KOLL TLG
Se€10TNTEG TOUC TTOU aEKTNoAV tpoodata.

[@ * NoAAamnAEG MPoonABeLeC — oL LaONOLAKEC OpAOTNPLOTNTEC TIPEMEL VA oXESLA0TOUV £TCL WOTE OL

Q. ° MoAAamA£g 61a6pop.£q (nadnong) — T[pOKELp.EVOU va ocvomru&ouv 5Loccl>opsru<eq de€LoTNTEC OTOUC

Hﬁ‘ HoBnteg, mpeneL va eival og B€on va EMLTUXOUV TOUG otoxouq LE 6La¢opouq rponouq AUTO ETULTPETEL
0TOUG uaentsq VaL XTLOOUV TLG SLKEG TOUG OTPATNYLKEG, KATL TTOU €lval €va aro Ta BACLKA XOPAKTNPLOTIKA
NG evepynTkng padbnong [2]



EpyaAelo — MAQATPOPEC TIOU
LLTTOPOULV VA xpnolpornotnouy

* Socrative (MeptBaAdov Stayeiptonc taénc),

 ClassDojo (lMeptBaAAov Siayeipiong taénc), emiPpaBevel tn cwoth
ouunepldopa e TTOVTOUC Kol badges.

e Kahoot, & Quizizz: Mawvidomnolnpeva Koull Pe TIVOKEC KaTtaTtaENC.
* Duolingo (ekuatdnon éevne yAwooac),
e Ribbon Hero (MMatwyviwdnc ekuadnon touv Mic. Office)

* Genially, Breakout EDU, ApaotnpLotnteg tunov "escape room" omnou
oL padntec AUvouv ypidoucg yLa vo TPoxwpenoouV.



[Twc emdpa n Mawyvidbonoinon;

e OL Aettoupyieg evoc matxvidlou KaAAUTITouV PUXOAOYLKEC LOC AVAYKEC,
OTwC N alobnon TG AUTOVOMLAG Kol TOU EAEYXOU, N aloBnon TG
LKOLVOTNTAC KOL TNC ETLTUXLOG, N AVAYKN YL KOWVWVLIKEC OXECELG KoLl
aAAnAemtidpaon HLE TO KOWWVLKO TEPLPAAAOV, EVW OTOLYELDL OTIWC Ol
avtauolBEg, n e€€AEn kat n mpoodog, n duvatotnta EkPpaocng LECW
EVOC ELKOVIKOU XOPAKTN PO HOC, OL TIPOKANOELC K.Ol., LOC KAVOUV VOl
BéAovpe va naiéouvpe katl va cuveyiloupe va tallov e eva maxvidt, Ko
EVLIOXUOUV TO EOCWTEPLKA KOG KLvNTPO EUTTAOKNC.

* ELOLKA OTNV MEPLTTWON TTOU €0TLA{OVE OE £VA EKTTALOEVUTLKO TALXVLOL,
elval onUOVTIKO va OKEPTOULLE KOTA TTOCO OVTATIOKPLVETAL OE QUTA TA
XOPOKTNPLOTLKA, £TOL WOTE VAL TPOOEAKUEL KaL va dLatnpet to
evoLladEpov Twv podntwy, Kot oXL va artoteAel AAAN pwa acknon
$dUANO epyaoiog pe Ta oToLyela TLaLvidLoL w¢ emidoon.



Kivntpa EpmAoknc

e Evdoyevn: 10 Atopo smavalapBavel pa evepyeta epOooV Tou
NMPOCPEPEL LLO EYYEVN LKOVOTIOLNON, TOU LKOVOTIOLEL BAOLKEC
P UXOAOYLKEC OVAYKEC:
e TNV OVAYKN yla aUTOVOLLQ,
* yLo LKaVOTNTA (OTL UImopel va avtameEEABEL OTLC TPEXOUOEC AVAYKEG)
* ylLo. cuvavootpodn HE Toug AAAOUG

e E€wyevn: oxetilovtal pe s€wteplka Kivntpa Kat emiBpaBeoelc ol omoieg
NOPOTPUVOUV TO ATOMO TIPOKELLEVOU VL OAOKANPWOEL EVOV OTOXO 1 VAL
evioxuBel n epmAokn og Bavwe aviapec epyaoiec. (Mapadeypa evog
LaONTAC IOV KAVEL TIC EPYOLOLEC TOU YL VOL LNV TOV LOAWGCOUV OL YOVELC
TOoU €MLOELKVUEL e€wyevn Ttapakivnon)



H matyvidomolnon otnv KabnuepvotnTa

* H mawyvibomoinon oxL povo Oev nmpemel va Bewpeitat royvidy, aAla €XeL
KOTOL TIEPLITTWON EVELPEL CNUAVTLKO KOWVWVLIKOTIOALTLKA {NTALOTO OXETLKA UE
TOV TPOTIO LLE TOV OTIOLO XPNOLUOTIOLOUVTOL XOLPOAKTNPLOTLKA TOU TtalXVvVLOLoU
TIPOKELLLEVOU VAL ETILHEPOUV ONHUAVTILKEC AANAYEC OTOV KOLVWVLKO LoTO. OL
novroy, ta eppAnpata (badges), n tpoonaBela KOWWVIKAC CUUHLOPPWONG
LECO ATIO TOLYVLWOELC TIPOKTLKEC, N YEVIKEUUEVN VOOTPOTILOL KOWVWVLKNAC
artodoxXNG LECA ATIO TTOGOTLKOTIOLNUEVEG EKPPAOELS cupmaBelac (m.x., likes)
teivouv va emiBaAAouv Eva KaVOVLOTIKO IAaiLolo, To omtoio SUoKoAa yivetal
aVTIANTITO, KABOTL IATPAPETOL HECA ATTO TIALYVIWOELC pnxoviopouc. [1]

e (Mapadewyua: Karotot uetpave followers avti yia @iAoug)



Alya Aoyla yio ta Serious Games

Ta Serious Games (1 ZoBapa MNawvidia) sival maxvidla mov €xouv
EKTTOLLOEVUTLKO, EMOYYEAUOTLKO 1] KOLWVWVLKO GKOTO, TIEPQL OTTO TNV
arAn Ppuxaywylo. XpnoLomolouv pnXaviopoug rtovidlou yua va
BonBrioouv touc naikteg va pabouy, va e€aoknBouv n va
QTTOKTAOOUV VEEC HEELOTNTEC O€ Eval PEAALOTIKO Kol SLadpaoTiko
nepLBAAAov.



Katnyopiec Serious Games

1 Bxrmoudevtikd Nayvidia (Educational Games) &
Xpnotuomolouvtal otnv eknaidbevon ya tn dStdaokaAia pobnuatwv.
Napadewypa: Scratch (yia npoypappatiopo), DragonBox (ylo pa®npotika).

2 Mpooopowwoerc (Simulations) & #

AvomoploToUV MPOYUOTIKEC KOTOOTAOELC YLaL EKTIaldeUON 1N EMOYYEALLATIKA
KOTAPTLON.

Napadeiypa: SimCity (Olaxeiplon moAewv), Flight Simulator (exmaidevon mAoTwv).

ﬂoﬂapd Nawvidia Yyeiac (Health Serious Games) #)

XpnoLuomolouvtal yla ekmaidevon Latpwy n yo BeparmeuTikoug oKomouc.
Napadeiypa: Re-Mission (yLa katavonon tou Kapkivou amo aoBeveic), Touch
Surgery (pocopolwon XELPOUPYLKWV ETEUPACEWV).

@atxvi&a Kowwvikric Evoodntonoinong ®

BonBouv Toug MOLKTEC VoL KATAVOOOUV KOWVWVLKA N TtepLBaAAovTIKA TtpoBARaTaL.
Napadewypa: Darfur is Dying (mpooduyikn kpion oto Zoudav), Foldit (€psuva yLa
NMPWTEVEC pEoW TTaVLIOLOU).

ﬁntxapn Rtk & Zrpoatnywkd Moyvidio &
Xpnotpomotlouvtat yia tn AP n anodAoewv KaL Tn oTPATNYLK oKEYPN.
napa6§tvua: Monopoly (owkovopikn dltaxeiplon), %ﬁ%%w{ggm(%%&%& LaTLKN
npocopoiwon).
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