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MepiAnyn

H moawvidomnoinon, n xpnon otowxelwv maiyvidlol oe pubuloslg ektdoc malyvidiou,
XPNOLLOTOLEITOL OAO KOl TIEPLOCOTEPO OTNV €KMALSEUON yla va auénoel To Kivntpo, TN
8éopeuon kal tnv amodoon Twv padntwv. Ma va elvol omOTEAECUATIKA O HaBnolakad
QTOTEAECATA TA TTOULXVISLO AUTA B TTPETEL VAL £XOUV TOL OTOLXELO TOUG TIPOCAPUOTUEVO OTOUG
pobntéc. Ze auto to apbpo, mpayuatonoleital po g Baboc BLPALoypadLk avaokomnon
OXETIKAL UE TNV TIPOCAPMOOTIKN Tolxvidomoinon otnv ekmaildeucn, TIPOKELWWEVOU va
amotunwBel o olvBeon TwV TPEXOUCWV TACEWV Kal efeAifewv otov TOpéa auto. H
BLBAloypadIkr avooKOmnNon MPAYHOTEVETOL 3 EPEUVNTIKA EpwTMOTO 0TnV StdaokaAia TG
ekpadnong aiyopiBuwv: (1) Mota sival ta tpéxovta idn cuvelopopwv oto medio; (2) e Tt
Baaoilouv oL TpExouaeg cuvelodOPEG TNV TPOCOPLOYH TOUG KOL TTola £lval n emibpacn autng
NG TPOCAPUOYNG OTO Talyviomolnuévo cuvotnua; (3) Molwog e€lval o aviikTumog Tng
TIPOCAPUOCTLKAG TaLyvLdLomoinong;

NE€erg KAewdLd: Mawyvidomoinon, Avtiktumog Mawyvidomoinong, Kotvotopo epyoleia
ndbnong

Elcaywyn

210 oLYXPOVO KOO0, N Texvohoyia eivat duaikd n kwntipla SUvapn niow and tn padnon
KOl TNV QVAITTUEN TIPOYPOUUATWY oTtoudwv. Na va eMTUXoUV KAAUTEPA ATOTEAECLOTA ATTO
TOUG HaBNTEG, oL onuepLvol ekmalSeUTIKOL XpnoLomoloUV OAo Kol TEPLOCOTEPO PndLakd
£pYOAEiQ KOl OTPATNYIKEG QLXUNG OTLG HeBodouc SibaokaAlag Toug. H malyvidomoinon yla
pabnon eival pia and auTéG TIC OTPATNYLKEC TIOU XPNOLUOTIOOUV OAO KOl TIEPLOCOTEPO OL
ekmaldeuTIKol 0 OAO TOV KOOHO KOL N onupooia tng OAogva Kol QUEAVETOL PETA TNV
gmITUXNUEVN TNG Xpnon katd Ttn Oudpkela tg movdnuiag Covid-19. H xpnon
TLALXVLISLOTIOLNUEVWVY OTOLXELWV UTIOPEL va EMNPEACEL BETIKA TN SECUEUON KOL TN CUVEPYAOLO
TWV HaBONTWV, EMITPEMOVTAC TOUC va Labaivouv TLo anmoTEAECUATLKA.

Ano to 6eUTEPO HLOO TOU TPONYOUHEVOU alwva HEAETAONKE Kal uTtootnpixBnke n
natdaywylkn afla tou mayvidlol otnv eknaibeuon, 6mou ol pabntég pabaivouv péow Tou
TELPOUATIOUOU Kol TNG €€EpEVNONG, TNG EVIOXUONG YVWOTIKWV SEELOTNTWY, TNG ATOKTNONG
EUMELPLWY, TNG ouvepyacoiag, tNG vonuAatodotnong Tng MPOYHOTIKOTNTAG, TG €miAuong
TPOBANUATWY, TOU OUTOOTOXACHOU, aAAd Kol TnG olkodopunong véwv yvwoewv (Edwards,
2017; Erkan & Akyol, 2017; Bhagat, Haque & Jaalam, 2018; Ali, Kaitlyn, Hussain & Akhtar, 2018;
Parker & Thomsen, 2019; Parker, Thomsen & Berry, 2022; Cunha & Carvalho, 2022). AN\ot
peletntég £xouv avadepBei otn cupPoln tou otn Snuloupykotnta (Oncu & Unluer, 2010)
Kal otn pabnuartikn yvwon (Zippert, Eason, Marshall & Ramani, 2019).

H g€€ALEN Twv VEWV TexvoAloylwy 0dnyNnoe oTnV avantuén véwv popdwv matxvibiou mou
UmopoUV va xpnolpomnotnBolv otnv ekmaidevon, onwg n matyvidomnoinon (gamification)
(Deterding, Dixon, Khaled & Nacke, 2011; Kapp, 2014). ¥& autdé 1o MAQioLo, opLOpEVOL
HEAETNTEG €XOUV €EETACEL TN CUVELOPOPA TNC aLyvISomolnong otnv ekmaldeuTikn Sladikaaoia
(Urh et al., 2015; Dicheva et al., 2015; Barghani, 2020) kal cuykekpLUEVA OTN SL8aoKaALA TWV
aAyopiBuwv (Carlson & Valentin, 2020; Antika & Setiawan, 2023; Villegas & Aguero, 2023), n
omola Tapoucoldlel eyyevelc SUOKOALEC oTnv Katovonon tng amo tnv mAswodndio twv
pontwv (Carlson & Valentin, 2020; Cunha & Carvalho, 2022).
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MAnBog peAetwv oxetiletal pe tnv mavidonoinon kat tnv edoppoyn g ota
eKTALSEUTIKA TTAaioLa, TpokpivovTag ta KivnTpa Kal TV EUITAOKN Tou eTiLpEPEL oTO pabnth.
Qot600 evromiletal éva Peyalo Kevo OTLG £pEUVEC TTou adopd T Xprnon Tng matyvidomnoinong
yla tn S8aokaAio Twv aAyopiBuwv. MNa to Adyo autd n Slepelvnon NG XPNong tng
nalyvidonoinong ya tn SidaokaAio twv oAyoplBuwv amoteAel ovtikeipevo auTAG TNG
epyooiag. Apxwka efetaletalr ev ouvtopla n aflomoinon tng matyvidomoinong otnv
ekmalSeuTIkA Sladikaotia kot otn cuvéxeLla n alomoinon TNG CUYKEKPLUEVA yLa T StdackaAia
TWV aAyopiBuwv.

Me0Bodoloyia

o ™ ouyypadr g mapovoag Epyaciog npaypatonolnonke npwrtoyevng BLBALoypadLkni
£peuva n onola mpaypatonow)Bnke and 01.09.2023 — 30.10.2023 pe okomo va avalntndolv
EMIOTNUOVIKA apBpa Tou va mepléxouv tnv Bepatoloyia tng malyvidomoinong kot otn
ouvéxela va oafloloynbolv kat va avaluBolv ekeiva ta omoia Ba amavifoouv ota
EPEUVNTIKA EpWTNHATA TNG Epyaciag otnv mawxvidomnoinon tng dtdaokaAiag tng ekuadnong
oAyopiBuwyv, Ta onola eival eldkOTEPQL:

(1) Nola eivat Ta tpéxovta £i6n cuvelobopwv oto nedio;

(2) 2e T Baoilouv oL tpExouaeg ouvelodopEG TNV TPOCAPUOYH TOUC Kal Tola €ival n
enidpoon QUTHG TNC MTPOCAPHUOYAC OTO TALYVIOTIOLNUEVO CUCTNUA;

(3) Nolog elval 0 avTiKTUTOG TNC TPOCAPUOCTLKAC TtaLXVLSLOToNoNG;

H Bdon tng avalitnong €ylve o UALKO TIOU Bewpeital EMLOTNUOVIKO KOl OXETIKO HE TO
niebio evSladépovtog Tou mapovtog apbpou Kal Tav SNUOCLEVEVO:

® J& EMLOTNUOVIKA TIEPLOBIKA e KPLTEC (peer reviewing) : ta urtoPndLa pog dnpooisuon
apBpa amootéAAovtal and to MePLOSIKO avwVUUWE Kal Kpivovtal amod, dyvwoToug oTouG
ouyypadeig, £yKUPOUG EMLOTAOVEG TOu Tediou

e 3£ OUAAOYLKOUG TOHOUG LE ETILOTNOVIKOUG eTpeANTEG (editors): o/ol emipeAntic/ Tég
mou elval ouvnBwe Slampenelc emMLOTAMOVEG TOU TeSiou EMAEYOUV TIPOOWIILKA TOUG
ouyypadeic Tou topou. OL enUeANTEC ypadouv cuvnBwe Evav poAoyo oploBEtnong Tou
B£paTog Tou TOMOU Kol Tapouciacng Twv dpBpwv mou meplhapBavel KaBwg €va TEALKO
KedAAaLo CUVOETIKWY CUUMEPAOUATWY. OL cuyypadeic Twv apBpwv KAAUTITOUV ETMLUEPOUG
TTAEUPEG TOU YEVIKOTEPOU BEUATOG

® Y& TIPOKTIKA CUVESPIWV HE ETIAOYN KATOTLV KPLOEWE OO EMLOTNHUOVLKNA ETLTPOTI): Ol
OVOKOLVWOELG UTtOBAAAOVTAL KOl KPIVOVTOL E(TE UE TO CUCTNUO TWV KPLTWV (peer reviewing)
€lte amo TNV EMOTNUOVIKA €mLTpomny) Tou cuvedpiou mou amaptiletol and Slampemneiq
€MLOTAOVEC TOoU Tediou.

Ao Ti¢ SlaBEoipeg Baoelg SeS0UEVWV EMIOTNUOVIKWY apBpwv ETIAEXONKAV OL TTAPAKATW:

e RIC International

e Mathdi - Math Didactics

e Wilson Education Abstracts Full-Text

e Googlescholar

e Cambridge University Press

e Computing Research Repository

e Emerald (MCB University Press)

e Informaworld
Metd amno avalntnon mou £ywve Pe Tov 0po gamification kat gamification in education kat pe
TNV MAPAUETPO Ta ApOpa auTd va £X0UV WG NUEpoUnvia cuyypadnig Leta to 2010 BpEOnkav
250 apBpa ota omoia avalntBnkav oL 6pol ‘programming’, "benefits’, ‘gamification and
algorithm’, 'implementation of gamification in education’.
Amo ta 250 apbpa Ppébnkav 35 pe TG TpoavadePOUEVEC £VVOLEC KOL Ta omoia
XpNoLpomolouvTal yla tnv availuon rou Ba akolouBnoel.
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H a§lomoinon tou gamification otnv ekmadsuTtikf Stadikaocia

Oplouog kat Jewpntiko unoBadpo

O 06pog ‘gamification” avadépetal g OAEC TLG TTUXEG EVOC SLadpaAOTLKOU CUOTAATOC TTOU
UTIOKLVOUV KOl €VEPYOTIOLOUV TOUG XPNOTEC SLOECOU TOU TALXVLSLOU HE PBAch TIG VEEG
texvoloyieg (Seaborn & Fels, 2015). Mo cuyKekplpéva akOpa, avadEPeTal ot Xpron Tou
OXeOLOOUOU OTOLXELWV KAl XOPOKTNPLOTIKWYV Talxvidlol ot meplBdAlovta Tto omoia
Bewpouvtal Twe oxetilovtal e GAAN Bepatoloyia OmMwe padnon, katoavonon, KaAUTepn
ene€nynon kAT (Kapp, 2014; Cunha & Carvalho, 2022). 3komog tng XpPrRong QUTAC €ival n
UTtoKivnon tng ocuumepLopAG TWV XPNOTWV HE OTOXO TNV auvénon tng adooiwong, Tng
EUMAOKNAG Kal TNG eumelpiag toug (Carlson & Valentin, 2020; Cunha & Carvalho, 2022) ota
neplBaAlovta autd.

To gamification opileTal wW¢ PLO TEXVLKH, L0 OTPOTNYLKH 1 L0 VOOTPOTTLO TTOU TP BAANEL
€vav KAELOTO KUKAO evepyomoinong-6pacng-avatpododotnong o pyacieg pouTivag yla
XPNOTEG, yLO VO BEATLWOEL TO TOCOOTA ULOBETNONG, adooiwong Kat emtuyiag. To gamification
uropei va evBappUVEL TO EYYEVEC KivNTPO, TO oTolo gival n emBupio va oOAOKANPWOEL KATIOLOG
Ul epyacia emeldr] Tou MAPOUGCLALETAL UE TETOLO TPOTIO WOTE VO £XEL EVOLADEPOV yLa TNV
epyaoio. TEtola €l6n KWATPWV EMUTPENMOUV OTOUG XPNOTEG TwV E£PapUOYwWVY TOU
xpnotlpomolovv gamification va amolapfdvouv TpaypaTIKA T BEpata mou HEeAETOUV
(Deterding et al., 2011).

To gamification éxeL oplopéva otolyeia mou eival Kowa pe T cupmneplpoploTikn Bewpla
pHabnong (rm.x. mapoxn avrauolpwy, avatpododotnaon, avénaon Tou eTMESoU TPOKANCEWY UE
v Tmpoodo Tou xpnotn) (Biro, 2014; Boudadi & Gutiérrez-Colén, 2020), tnv
KOVOTPOUKTIBLOTIKY Bswpia padnong (Parker & Thomsen, 2019), aA\d kot tn Bewpla tng
PONG, n omola opileTal WG pLa eUTEeLpla TIOU ElVOLL OTTALTNTIKI KOL AVTOTOSOTLKI KAl amoTeAel
amnapaitnto otolxeio adooiwong Twv xpnotwv (Barghani, 2020). H eotiaon bev eival otnv
texvoloyia, aAAG oTto SuVaLKO TtepIBAANOV HABNoNG Kot oTov TPOTO SOUNONG TWV oToLXElwY
Tou mayvidLou mou aAAnAemiSpouv Ue Tov xprotn (Barab, Gresalfi, & Ingram-Goble, 2010).

To gamification cuyva avadEpetal oTn oXeSLAOTLKA TIPOCGEYYLON TNG XPHONG TtalxviSLaKkoU
oxeblaopou o S1adopa mAaioLa yla TNV IPOKANGN EUMELPLWY YVWOTWV Ao Ta raxvidia yla
Vv urtootpLén StadopeTikwv SpaoTNPLOTATWY KoL cUpTepLdopwyY Kot ouvexilel va eival Eva
SnuodNég BEpa TO00 otn Blopnxavia 660 Kot otov akodnUaiko KOouo amo tn dtadoaon Tou
OTLG apXEG Tou 2010.

OWéEAn kot cuuBoAn tng matyvidormroinonc atnv eknaibevan

To gamification £xel kepbioel onpavTik TPOoOXN EL6LKA AOYW TNG EKMALOEUTIKAG TOU
oupBoAnc. H matyvibomnoinon tng ekmaibeuong Kot tng LABNong £XeL LOKPA LOTopia Kal €va
SLaeBnTikd katavonto unopabpo, Kabwe o oxeSLACUOG TWV TaXVISLWY Kal ol Bewpieg yia
™ nadnon Baoilovral oe peydlo Babud oto iSto PuxoAoyko Bewpntikd unoBabpo. Mo tnv
amdvtnon Twv uo MPWIwWV £pwTnUdtwyv Ba avoaAluBolv ta odéAn ekeiva to omoia
Katadelkvlouy, Tola ival ta tpéxovta idn cuvelodopwy tng matyvidomnoinong oto nedio kot
mola ival n emidpaon aUTHS TS TPOCAPHOYNG OTO TALYVIOTIOLNUEVO GUCTNUA.

Méow Twv Texvoloylkwy efelifewv mou emtpénouy o Pndlomolnuéva neptBailovta
HABnong kabwg Kat Tt Xprion mLo MOAAWY TEXVOAOYLKWVY HECWVY, €X0UV auinbel Spaotika ot
TEXVIKEG SUVATOTNTEG O OXEon He Ta Pteomatyvidia yla t Snuouvpyia KaBNAWTIKWY Kot
OUVOPTIAOTIKWY EUMELPLWY HABNnong, Kol €xel e€amAwOel n tdon tng matyvidomnoinong tng
eknaidevong kat tng pabnong (Villegas & Aguero, 2023).

Yridpyouv TOAAG gpyalelo TOU pmopoUv va xpnotpomotnfouv yia thv malyvidonoinon
(gamification) otnv ekmaibeuon, ta omoia KatadelkvUiouv thv auénuévn ocuvelodopd tng
nayvibomnoinong otnv ekmaidevon. Oplopéva amd autd Pacilovtol oto Siadiktuo
(urmtnpeoieg cloud) kat Sev amaltoUV EYKATACTACN EL6LKOU AOYLOHLKOU KOl LE AUTOV TOV TPOTIO
EMUTPEMETAL N MPOoPaon avd MAca OTLYUN Kal and omoiadnmote tonobeoia. Ano Ta Lo
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dnuod\fj Bewpolvtal ta epyaleia: Socrative, Kahoot!, FlipQuiz, Duolingo, Ribbon Hero,
ClassDojo kat Goalbook. To BadgeOS™ kat to mpdcoBeto BadgeStack, to omoio eival pia
dwpedv mpoodbnkn oto WordPress mou &nuoupyel autopata SladopeTikols TUTIOUG
£MITEVYHATOG KOl 0AIBEC TTOU armattouvTaL yLo Tn PUBLCN TOU GUCTHUOTOG OHUOVoNC.

To Mozilla Open Badges Project eival éva €pyo mou otdxog Tou eival va emttpéPel TV
avayvwplon TwV amoktnOeviwy yvwoewv Kal Se€loTATWY Twv Uobntwv eKTog Tafng —
amoteAéopato Atunng pabnonc. Méow NG mpoPoAng onudtwv tou Mozilla's Open
OTIOLOOONTIOTE UTTOPEL Vo eKOWOEL VIKEC KOl va EUPOVIOEL OUATA PECW KOLWVAG TEXVLKAG
unodoung (Mozilla Open Znipata) (Cunha & Carvalho, 2022).

Ta Pndlaka Swpdtia anddpacng sival akopn évo mapopoLo Epyaleio, Ta omola £Xouv TN
SUVOULKA va aMOTEAEGOUV LOXUPA TaldaywyLlKa epyoAeiat oTnV ekmaildeuon YeVIKOTEPO OF
omnolo pabnua anodactotei va xpnotpomnotnBouv. OL pabnaotlakoi oTtoxol Tou UmopouV va
emteuxbolv péoa amod tnv aflomoinon twv YPnolakwyv dwuatiwv amodpaocng otnv
eknaibevon adopolv oe yvwoTikeéG SeflotnTeg, OMwe eival n KaAutepn koatavonon Tou
YVWOTLKOU OVTLKELWEVOU, N avantuén moAAamAwy S€loTATwy Kal n olkodopunaon véag yvwaong,
oe ouunepldoplkéC Oe€lOTNTEG, OMWC N OMASIKOTNTA KAl N ouvepyaoia, Kal o€
ouvaloBnuaTIkEG SeELOTNTEG, OMWG TO KIvNTPO, N EUMAOKNA Kal n amoktnon BeTkAG otdong
amévavtl otn pobnotakr dtadkacia (Thomsen, 2019).

To gamification evéxel onuavtikd odpéAn ylo toug pabntég os eminedo evioyuong Kot
SteukoAuvonc tng padnolakng Stadikaciog. ZUpdpwva pe tn BLPAoypadLki avookdnnon mou
nipaypatonotntnke, €xel opéAn yvwortika (Kiryakova et al., 2014; Urh et al., 2015; Zippert et
al., 2019; Alomari et al., 2019; Antika & Setiawan, 2023), cuvaloOnpuatika (Urh et al., 2015),
Kall Kowvwvika (Kiryakova et al., 2014).

H mopeia padnong twv pabntwv kabopiletal anod ta enineda yvwoswv Kot Se€lotnTwyv
TIou €XouV €TUTEUXOEL, evw N ouvexng Kal otadlakn avfnon tou emumédou MpokAncswv /
SUOKOALWV 0g CUVSUAOUO HE TNV TIOPO)XI) AVTOHOLBWY KAl TO EUXAPLOTO Kol SLOOKESAOTLKO
nepBaAAOV padnong emituyxavel éva uPnAotepo eminedo umokivnong, €UMAOKNAG Kal
adooiwong twv padntwy (Kiryakova et al., 2014; Dicheva et al., 2015; Barghani, 2020; Duggal,
Gupta & Singh, 2021; Villegas & Aguero, 2023). Auto sival WSlaitepa onuovtikd av AndOet
umoyin o Loxuplopog Twyv Duggal et al. (2021) mwg evw n texvoloyia €xel BEATLWOEL TO VPOG
™¢ Stadkaoiog StbaockaAiag kol pabnong, Sev umopece vo. eVioXUaeL atov blo Babuod tnv
ouTo-umoKivnon Kat tn Séopeuon Twv padntwv otnv dla KAlpoKa, KATL TOU amoteAel
TIPOKANGN YL TOUG EKTTALSEVUTLKOUCG.

Mepaltépw, €xel uTtootnpLyBel wg N xprion tou gamification otnv eknaidsvon pmopei va
OUUBAAEL oTnV evioyuon TNG oUVEPYATLKAG paBnong (Lee & Hammer, 2011; Barghani, 2020),
¢ SLEPELVNTIKNG TTPOOEYYLoNG OTn HABnon Kal otnv evioxuon tng davrtooiag Kal Tng
dnulovpykotnTag twyv padntwv (Oncu & Unluer, 2010; Lee & Hammer, 2011). EruumA£ov, ot
TOAUALOONTNPLAKEG TIPOOEYYIOELG OF KOTAOTAOELS Talxvidiol £xouv amodeyBel otL
umootnpilouv tnv Katovonon abnpnUEVWY EVWWOLWV Kol evBappUVOUV T CUVEPYOTLKN Kol
QVTayWVLOTIKA pabnon (Carlson & Valentin, 2020).

EKTOC TV avwTépw, autd ta matyvidomnotnuéva neptailovia pnopolv vo oxedlaotouv
UTIO TO Tpiopa TG e€ATOPIKEUONC, OVTATIOKPLVOUEVA UE QUTOV TOV TPOTO OTLC OVAYKEG TOU
ekaotote poOnt (Knutas et al.,, 2017). Télog, €xeL emonuavBel kot n oupPoAn Tou
gamification otn &wbackaAia alyoplBuwv, Omwc emefnyeital avaAAUTIKA OTNV EMOWEVN
EVOTNTA.

H a§lomoinon tou gamification otn didaokalia twv alyopiBpwv

Gamification kot mPOyPAUUATIOUOC

H nayvidomoinon €xeL umootnpixBel amo apkeToUg HEAETNTEC OTL ATIOTEAEL Hia €K TWV TTLO
omoteAEopATIKWY HeBodoAoylwy yla tn OSdaokoAia HaBNUATWY TIOU AMITOVTOL TNG
TAnpodopLKAG Kal Tou ipoypappatiopou (Carlson & Valentin, 2020; Zhan et al., 2022; Villegas
& Aguero, 2023), toc0 os neplparlovta nAekTpovikng pabnong (Tundjungsari, 2020; Villegas
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& Aguero, 2023), 600 kal os uBpLdLIka meptBarhovta pabnonc (Carlson & Valentin, 2020) kat
yla auto to Adyo Bewpeital OTL 0 AVTIKTUTIOG TNG MPOCAPHOOTLKAC matxvidlomoinong ivat
ONUOVTLKA TTOPAUETPOG OTn pabnotakn Stadikaoia.

O avrtiktumo¢ tng Tmavibonoinong Sladaivetal péoa  amoé TNV eKPABnon
TIPOYPOUUATIONOU TIoU TteplAapPdvel Toug alyopiBuoug, amattel tn «lwvtavn» mapoxn
otolxeiwv kwdwomnoinong (Antika & Setiawan, 2023), tnv e€elpeon AVong yla tnv emiluon
OUYKEKPLUEVWY TIPOBANUATWY CUVSUOOTLKA LE TNV tapoxn dueong avatpododotnong (Pinto
& Terroso, 2022), evw TAUTOXPOVA QTIALTETAL OL HaONTEG va LaBouv vEouc TpOTIous OKEY NG
Kal emefepyaciag mAnpodopLwv, KATLTTOU Ba TPETIEL VOL CUVSUNOTEL LIE TO OTL UITOPEL va £Xouv
S10PpOPETIKEG LOONOLOKEG TIPOTLUNOELG Kot puBpoug (Carlson & Valentin, 2020).

OL MPOKANOELC TNG EKLABNONG TNC KATAVONONG KWALKO KOl TIPOYPAUUATIONOU Umopel va
QTOTEAECOUV EUMOBLA VIO TOUG HOBNTEG KAL VO LELWOOUV TO KivNTpO TOUC va avalntrioouv
TOPOUG (T.X. 0TO MAALOLO TN AUTOKATELBUVOUEVNC LABNONCG) KaL va EUTTAOKOUV EVEPYA LIE TN
pabnolakn Stadikaoia (Carlson & Valentin, 2020) aAAd o€ KGO TTEPIMTTWON O AVTIKTUTIOC TTOU
£€XeL n Talyvibomnoinon otnv ekuadnon KwoLka Kal TpoypapUaTIopol Bewpeltal BTk, To
ormolo evioxVetal kal anod tnv épeuva twv Cunha kat Carvalho (2022), ot onoiot Stepevivhoav
pHéow BLBALoypadLkig avaokomnaong tnv ala tou gamification oto mAaiolo tng StéackaAiag
TIPOYPOUUATIONOU KOl PpRKav TwWE OL TIEPLOCOTEPEC £peUveC Tou €xouv OSie€ayOel
XPNOLUOTIOLWVTAG OTPATNYLKES TLALXVLSLOTIOINONG 0T SL8AcKAALO TIPOYPAUUATIONOU €XOUV
Sei€el Oetika amoteAéopata. O Prabawa, Sutarno, Kusnendar kat Rahmah (2018) kat ot Su,
Zhang, Denny kal Giacaman (2021) avadépouv mwe n mavidomnoinon pnopsei va ondnost
TOUG paBnTéC va Katavonoouv SUOKOAEG Kol adnpnUEVES EVVOLEG OTIWG oL aAydplBpol Kot
OUVETIWG XL BETIKO avtikTumo otn pabnotakn diadikaoia.

EmutAéov, €xel Toviotel kal n afia tng matyvidomnoinong yia tn BeAtiwon tng Habnolokng
EUMELPLAG TNG YEVLAG Z, OTIOU N TeEXVOAoyia Kol oL £EUNVEG CUOKEVEC AITOTEAOUV QVATIOCTIOOTO
HEPOG TNG KOONUeEPWVOTNTAG TOuG, aAAd Kol TnG avfnong tou evdladEpovtog Kol Tng
8£0ELGONC TOU CUVOAOU TWV LaBNTWVY Kal LEIWG TWV YUVALKWV OTLG ETLOTHUEC TNG TEXVOAOyiag
Kol tng mAnpodopikng (Jawad & Tout, 2021). To eKMALSEVUTIKO TIEPLEXOLLEVO TIOU QVATITUCCETAL
LLE TN OUYKEKPLUEVN TEXVOAOYLO Yl VO AQUEAOEL TNV AMTOTEAEGHUATIKOTNTO TOU OTOV XWPO TNG
ekmaideuong kat va auvénosl Tn cuvelodopd tou oto nedio, Ba pEneL va eival SLadpaaoTiko,
€AKUOTIKO Kal TtAoUolo ot otolxeia moAupéowv. OL Spaotnplotnteg Ba mpemel va
ovantlooovTaL TPOCOPUOCUEVEG OTOUG LaBnoLakoU G oTOX0OUG Kal va eTLTPEMOUV (Simdes, .,
R. Diaz Redondo, A. Fernandez Vilas, 2013):

e  [oA\AMAEG MOPOOTACELS — OL HLABNCLOKEG SpOOTNPLOTNTEG TIPETEL VA OXESLACTOUY
€T0L WOTE OL POONTEG va UmopolV va T EMOVAAGPOUV OE TEPUMTWON OMOTUXNMEVNG
anonelpag. Eivat moAl onuavtikd va Snuwoupynbolv cuvBnKeg Kol gukalpleg yla va
eTTEUXOEl 0 AMWTEPOC OTOXOG. QG ATOTEAECO TWV EMAVAARPEWV oL HaBnTég Oa BeATiwoouv
TLG 6€€LOTNTEG TOUG.

e  JKOTUMOTNTO — Ol HaBNoLaKEG SpaoTNPLOTNTEG TIPEMEL va eival ePLKTEC. Mpémel va
TPOCOPUOCTOUV OTLG SUVATOTNTES Kol Ta emineda Se€LOTATWY TwV HadNTwv.

e  Au€non tou emunédou SuokoAiag — kABe emoOuevn epyacia avapéveTal va gival o
TLEPUITAOKN, QTIALTWVTOC IEPLOCOTEPN MPOCTIADELN A0 TOUG LoONTEC.

e NoA\amAég SLaSPOUEC — TTPOKELUEVOU VA AvaTTTUEOUV SLadOpPETIKEG SEELOTNTEG OTOUG
pobntég, mpémel va elval oe Béon va ¢tdcouv otoxoug pe Sladopoug Tpodmoug. AuTo
ETUTPETIEL OTOUG HABONTEG va XTIOOUV TIC SLIKEG TOUG OTPATNYLKEG, KATL TTOU £lval €va amod ta
BaOLKA XOPOKTNPLOTIKA TNG EVEPYNTIKAG Hadnonc.

ATOTEAEOUOTA EUMELPLKWY HEAETWV TTOU QUITOLVTOUV OTOL EPEUVNTIKA EPWTHROTO

Avodoplk@ pe To mola elval Ta TpEXovta €idn ouvelodbopwv oto medlo, amd TN
BLBAloypadikr) avaokOTnon Mou TipayUatonoltonke yla tnv mapoloa spyacia afilel va
avadepbel n peAétn Twv Begosso et al. (2018) oOmou ypnoluomowBnkav apxEC
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nalyvidlomoinong oto Swpedv Kat avolxtol Kwdika cuotnua Staxeiplong padnong Moodle
yla Tnv mapoxn evBdppuvong kat Bonbelag otoug pabntég otnv ekpuddnon aAyopibuwv. Ta
anoteAéopata Katédel€av OtL n xprion evvolwv gamification pmopel va cupBAAel onpavtika
otn Sladikaoia SibaokaAiog Kal eKLABNCNG EVVOLWV TIPOYPOUUATIONOU O HABNTEC UIKPAG
nAkiog, KaBwg Kal oe HABNTEC XWPLG TPONYOULEVN YVWON OXETLKA LE TIC £VVOLEC TWV
aAyopiBuwv. Mapopoiwg, n €peuva twv Félix, Cabada, Estrada kat Vara (2020), ot omoiot
napouciacayv kat aloAoynoav éva véo £Eumvo meptBallov yla Thv eKpabnon twv Baotkwy
EVVOLWV TN UTTOAOYLOTLKAC OKEYPNG. AUTO TO HaBnaolakd mepLBAANOV UIMOPEL Vol avoyvwpioel
ouvalobnuoata Pe EMIKEVTPO TN HABNon mou mapouoLalovtal amnd Toug HaBnTEG, EKTEAWVTOG
S10POPETIKEG TTAPEUPACELG AUTOUATA, OVAAOYQ HE TIC CUVOLOONUATIKEG KOTOOTAOEL TWV
poONTWv. InUOVTIKO oTtolelo €lval N EVOWHATWON TWV TEXVIKWV  OVOYVWPELONG
ouvaleOnuatwy Kot mapakivnong péow tng mayvidlomoinong yia tnv emniteuén kaAltepng
oAAnAeniSpoong pe TOUG HABNTEG, ovaAoya HE TN OUVALCONUATIKY KOTOOTOON ToU
napouctalouv Otav XPNOoLUOoToloUV To Meplfdrlov padnong. Aamotwbnkav yvwoTKa
odéAn, auénuévo eninedo evdladpEpPovTog, CUYKEVTpWONG, evBouatlacpol Kal adociwaong
oo HEPOUC TWV HaBnTWwVv.

JKOMO¢ NG HeAéTng twv Nogueira, Campos kot Ferreira (2018) Atav va eEetdoouv T
YVWOTIKA ovamtuén Kol TIG eumelpie¢ mou Blwoav ot poabntég pe tnv mpocOnkn
nalyvidlonoinong otn SidaokaAio aAyopiBuwv, afloAoywvtag tv MLOTNUOVLKA AoYLKA
YVWOn TOU oméKTNOoaVY, TO ONMOIL0 QTAVIAEL KOL OTO €PEUVNTIKO €pWTINUA TOLOC €ival o
QVTIKTUTIOC TNG TPOCAPUOCTLKNAC Ttatyvidlomoinong. Amo ta amoteAéopata ThG £PEUVACG
SlamotwOnke MW, £vag CNUAVTIKOG aplBuog pabntwv mou xpnolgomnoincav tn pébodo
SdidackaAiag Tou alyoplBuou pe tn StapecoAdpnon tng mayvidomnoinong €dpBacav oto
peTaBaTikO evllAUECO Kol TAPOSIKO eMinedo E€MOTNUOVIKNG yvwong, HE HeyalUutepa
TIOOOOTA CWOTNG anavtnong ota dlddopa teot afloAdynong. Mapatnprnbnke emiong otTL Kot
Ta 6V0 LA EBwaoav TILO CWOTEG AMAVTHOELG XPNoLLomolwvTag Th Hébodo SidaokaAiog Tou
oAyoplBuou pe tn StapecoAdafnon tng matyvidonoinonc.

O Tundjungsari (2020) oxebiaoe pla epappoyn yla Kivnta xpnotLlomnolwvtag gamification
yla TNV eKHABnon alyopiBuwv Kol mpoypapuatiopol HEow TG €€ Amootacsws Habnong,
katadelkviovtag tn LeyaAn cupBOAN Kal TOV AVTIKTUTIO TNE matyvidomoinong oTov Xwpeo TG
€€ anmootAoew ekmaibeuong, o OmMolog HETA TNV £moxn TG mavdnuioag, €Xel mMAPEL GAAN
Suvaptkn. O otoxog tnNg edappoyng NTav va PeATIwWoEL Ta pobnolakd Kivntpa Twv padntwv,
KATL TTou GAVNKE VO ETILITUYXAVETAL EMELTA Ao TNV afloAoynon tng edpappoyng. EmumAéov
SlamotwOnke Mw¢ n epappoyn AToV APKETA VKOAN OTN Xpron TNg, av Kat eEakoAouBoloav
va UTIAPXOUV OpLopEVA {NTHMOTO TTOU OXETI{OVTAL UE TA XAPAKTNPLOTIKA TG epapuoyng, Ta
omola eival MOAU OoNUAVTIKA yla TNV €VioXUon TwV KWWATPWY TwV padntwv yla padnon
aAyopiBuwv. Xto i6lo mAaiolo oL Soboleva, Suvorova, Grinshkun kot Bocharov (2021)
npoéPnoav os pia BewpnTikn Kol MEPOUATIK Slepelivnon TNG OMOTEAECUATIKOTNTOC TOU
gamification kot cuykekpLpéva tou mpoypappatog LogoWorlds otnv ekpabnon twv Bactkwyv
aAyopiBuwv Kol TpoypapUATIONOU yila Tt PBeAtiwon TNg moldTNTAC TWV EKMOLSEUTIKWY
QMOTEASOUATWY TWV padntwv. Amd tnv €peuva Slamotwbnke nwe éva pabnolako
nieplBarlov Baoclopévo otig apxEG tou gamification pmopel va cupPdadel os BeAtlwpéva
EKTIALOEVTIKA AMOTEAECATA.

Mot ouvelodopd TN MaVISOmoinonG OTOV EKMALSEUTIKO XWPO KOL CUYKEKPLUEVA OTNV
EKUABNON TPOYPOUUATIOHOU He T Xprnon moawvidonoinong exwpilouv oL PEAETEG TwV
Carlson kat Valentin (2020), ot omolotl e€€tacav tn xprion tou gamification yla ekpuddnon
KwdLKomoinong, ouvduaoTIKA HE TNV TapPoxn UAKoU og popdn BvteodlaAeéng kot Ye TO
napadoolakd meptBaAlov pabnong mMPOowTo HE MPOowto. AuTto Tou SlamotwOnke ival
WG UE TN XPNon Tng mawxvidomoinong ol pabntég eival os BEon OxL LOVO Vo YEPUPWVOUV TLG
YVWOEL{ TOUG HETAtU Twv Sladopwv TPOMWV HABNoNG mo opaAd, oAAG mopdAAnAo
KOTAVOOoUV OTL UTIApXouV TIoAAOL TpoOToL EMIAUGNG €VOG TIPOBARLATOG, 0&NYWVTAG TOUG Vol
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avalntnoouv AUOELG LE KALVOTOUOUG TPpOTIouC. 2To iSlo mAaioto oL Su et al. (2021) e€etalovtag
oe éva Oelypa pabntwv pia mpooéyylon moyvidomolnuévng pabnong pe T Xxpnon
€AKUOTIKWV amelkovioewv aAyopiBuwv (omrtikomolnoelc aAyopibuwv) Slamictwoav oOtL
amoteAel éva eUXAPLOTO KAl OTOTEAECUATIKO £pyaAeio yla TV ekpabnon tng €vvolag tou
aAyopiBpuou. Emiong Bprnkav mweg oL OmTKomoLnoelg aAlyopiBuwyv Bonbolv Toug padntéc va
Bpouv anoteAeoUATIKEC AUCELG O TTPOPARATA.

3TN MeA€tn toug ol Pinto kot Terroso (2022) mepléypalav TV €L0aywyr] OTOLXELWV
gamification og £va eloaywylko pabnpo mTPoypaUOTIOHOU, LE KUPLO OTOXO VA apakivnBoluv
Kall va EUITAOKOUV oL paBntég otn pabnaotakn Sladlkaoio, HECW TNEG ELCAYWYNE OTPATNYLIKWY
nou Bacilovtal otnv malyvidonoinon (6nwg mpokANoeLg, poodog Kal emineda), KABWC Kal
OoTPATNYWKWY OMw¢ n Habnon Bdost mpoBAnUATWY, TIOU EMSLWKOUV VO KAVOUV TOV
EKTIOLOEVUTIKO TIPOYPOAUHOTIOUO TILO EAKUGTLKO Yyl Toug pobntéc. OL cuyypadeic KatéAnav
OTO OUUMEPAOPO TWE n mawvidomnoinon Ponbnoe otnv emitevén Twv emBUUnTWV
anoteAeopdtwy, He avénon tou evllad€povtog, TNG UTOKIVNoNG KOl TNG CUUUETOXNG TwV
pobntwv.

Ot Antika kal Setiawan (2023) avéntuéav éva péco padnaong nmou Paciletal oe LOTOTOMO
pe otolyeia maiyvidlomoinong ylo ekuadnon aAyopiBuwy Kot mpoypapatiopol, oTo mAaiolo
TOU TIPOYPAUUATOC OTIOUSWY eKmaidsuong punxavikwv mAnpodoptkic. To HECO AUTO, TIOU
TepLéxel «{wvtavn» Kwdlkomoinan, aflohoynbnke amd edikolg kal damotwbnke OTL eival
apketd evlladépov yla xpron otn padbnolakn Stabdikacio, Ponbd& toug pabntég va
KOTAVONOOUV TO UALKO, aAAA Kol Tw¢ €lval gvxpnoto, Kablotwvtag o eUKOAN Kot
evbladépouoa tn Stdaokalia padbnudtwy npoypappatiopou.

JUMITEPACUOTLKA AOLTIOV N Ttayvidomnoinon otnv Stdaockalia Tng ekuabnong alyopiBuwy,
OXL HOVO €xelL N6n mpoodépel MOAAA oTO Xwpo TG ekmaibeuong alda Sedopévou OTL oL
£peUVEC KaTadeKVUOUV BETIKA KUplwE amoteAéopata eival plo HEBoSog TOAAA UTIOCXOUEVN
yla To pEAAoV, HECW TNG omolag Hmopouv va dnuoupynBouv epyaleia mou Ba Bonbnoouv
Kol otnv €€ amootacswg ekmaideuon, oAAG Kal oTnV €EATOUIKEUMEVN eKmaibeuon Twv
EKTTOLOEVOUEVWY OAWV TWV BaBUISWV KAl OAWV TWV NALKLWV.

NeplopLopol KoL TPOTACELS

JToUC MePLOPLOMOUG TNG tapouaag epyaciog Ba mpémel va avadepOel OTL mapd tn BTN
oupBoAn tou gamification otnv StdaokaAia kot ekpddnon alyopibuwv, umootnpiletal Mwg
efakohouBel va umdpyel avaykn va 600l mpoooxn otn Snuloupyia malyvidlomolnNUEVWY
Aboewv mou cuvdualouv KaAUTEPA oTolxela TaLXVISLOTOINGNG TIPOKELUEVOU VAL TIOPAYOUV
LLO TIPAYUOTIKA ouoLooTik padnolakn eumnelpia (Cunha & Carvalho, 2022). E€loou Bacikd
elval va yvwpilouv ol ekmatdeutikoi tnv afia tng malyvibomnoinong, aAAd Kal vol €XOUV TIG
OMAITOUEVEG YVWOELG, LKOVOTNTEG KoL 8e€LOTNTEC va ETAEYOUV TO KATAAANAO poBnoloko
neptBdAlov kol va to edopuolouv amotedsopatikd (Zhan et al., 2022). EmumAéov,
QITOALTOUVTAL TIEPALTEPW EPEUVEC TIOU va £0TLATOUV O€ HaKpoxpovia xpron tou gamification
yla tn Sdaokadia alyoplBuwy, os peyaltepeg Kal Lo SladopomolnUEVES OUAdeG pabntwy
arnd tnv anoyn twv SnuoypadLkwv toug otolyeiwv (Félix et al., 2020), aAAa kal og eupUTEPQ
Kol OXL LOVO YWWOTIKA 0dEAN / akadnpaikeg embOoelg Twy padntwy (Zhan et al., 2022). Itnv
napovoa epyoocia efetaotnkav BLPAoypadikd Lovo Snuooleloelg mou avadEpoviav oth
ouvelopopd Kol OTOV QVTIKTUTIO Tn¢ matxvidomnoinong, oAAd UTTAPXOUV Kal UEAETEC TIOU
avadpépouv TpoBARUATA Kol HELOVEKTAUATO TtThG HeBOSou, ta omola Ba pmopoloav va
avaAuBoUv cuVSUAOTIKA LE TA AMOTEAECHATA TNG MOPOUCOC EPYAOLag o€ Uiat GAAN gpyaocia.

Zupnepacpata

H ouumepiAnyn tnc moawvidomoinong ot Stadikaoieg SidaokaAiag kat padnong
oAyopiBUwWVY UTOKLVEL TOUCG HaBNTEG var UTTAOKOUV TILO EVEPYQA Kal UE HEYOAUTEPN SECUEUON
oTn Hadnon, va avamtuéouy véeg Se€LOTNTEG, KABLOTWVTAC TN YVWON TILO AOTEAECUATLKA. Q¢
€K TOUTOU, amo tnv napoloa epyocia katadeixbnke n onuacia, n aia kat n cuvelodpopd tou
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gamification otn Si8aokalio yevikdtepa Kal £8kOTEPO oTNV StdaokaAio Ttng ekpddnong
aAyopiBuwv. Qotdoo, analtouvtal TEPALTEPW UEAETEG, LOLWG OTA APECA EUMAEKOUEVA UEPN
(ekmatdeuTtikol, pabntég), mpokelpévou va SlepeuvnBel To eninedo amMoTEAEGUATIKAG XPrONG
NG matyvidomnoinong otnv ekmaibeucn, ol ebapUOYEC TTOU XpnoLlomolouvTal, Ta odEAn Kot
Ta epnmodla, kabwg Kal Tpomol evioxuong tg xpnong tou gamification oto medio tng
eknaidevong alyopiBuwy.

H e€amlwon ¢ €€ amootdoswg ekmaibeuong sival auth mou avadelkvlel OAo Kal
TIEPLOCOTEPO TNV AVAYKALOTNTA TNG OMOTEAECUATIKAG EVOWATWONG TNE Ttayvidomnoinong o
oha Ta emimeda ekmaideuong. OL TEXVIKEG KOL OL Hnyaviopoli tou malyvidlol, Omwg
avaAuBbnkav otnv moapouoa epyacia, Unopouv va epapuoctolv otn padnaotakn Stadikacio
w¢ S5paoTNPLOTNTEG TTOU OKOTIO TOUC £XOUV TNV ETTEUEN OPLOUEVWY LOONOLOKWY OTOXWVY, Va
auénoouv Ta Kivntpa Twv Hadntwv va ti¢ oAOKANPWOooUV Kal va EUTAEEOUV TOUG HaBNTEG Ot
£€va KO avTaywvioTiko rieptBariov pe aAhoug pabntég.

H nawyvidomoinon 6nwg avaluBbnke kal otnv mapoloo Epyooia elval PLa ArmOTEAECUOTLKA
TPOCEYYLON YLO TNV TIpAyUAToToinon BeTikwy aAAaywv otn cupnepldopd Kot Tn oTaon Twv
poOntwv anévavtl otn pabnon kKatl Yrnopouv va BeATIwoouv ta Kivntpa Kot Th 6€cUEuUon TwY
pobntwv otnv padnon aAyopiBuwv aAAd kat Aomwv padnaotlakwy nediwv. H matyvidlonoinaon
adopd TNV edpappoyr] OTPATNYLIKWY TUXEPWV TTALXVISLWV yLa tn BeAtiwon tng padnong Kot t
SleukOAUVON TNC CUUKETOXNG TWV OTOUWV.

H moawvidomnoinon ywo uabnon umopel va eival suepyetiky emeldy ta mayvidia
evotaldlouv Sla Blou beflotnteg Omwg n emiluon MPoPANUATWY, N KPLTKA oKEYN, n
KOWWVIKN eualoBntomnoinon, n ouvepyooia Kal n ouvepyaocia. Ta malxvidia emiong
TLAPAKLVOUV Ta ATopa, auéAavouv To eviladEpov yla oplopéva BEpaTa, LELWVOUV TO TTOCOOTO
$Bopac petafh Twv pabntwy, BeAtlwvouy Toug Babuolc Kal evioxUouV TG YVWOTLKEG TOUG
LKOVOTNTEG.

Quowka Ba mpémel va avadepBel n oxéon TNG TEXVNTAG VONUOOUVNG KOL TNG
nayvidonolnong, wg éva otolxeio yia peAAovTIKh €peuva. O cuvluaopog aUTWV Twv dUo
npooeyyloswv pmopel emiong va odnynoel ot amoTeAféopaTa HEOW TNG XPHONG TWV
UNXOVIOPWVY TNG Ttayvidomnoinong yia tn BeAtiwon tng tTeXvNTAg vonpoouvng. Avtiotpoda
OMWG, UTTOPEL KL N TEXVNTH Vonpoaouvn va XpnolpomnolnBetl yia tnv avantuén twy BEATIOTWY
TIPAKTLKWVY TTALXVLSLoU. Oa purmopouaoe va afloAoyrost Ta amoteAéoparta tng matxvidomnoinong
oTn pabnon pe Bacn TNV elcaywyn Labnolakwy AmOTEAECUATWY, KAl VA T XPNOLLOTIOLHOEL
yla tn Snuwoupyla vEwv petafAntwy yla tn PeAtiwon Twv amMOTEAECUATWY TOU MALXVLOLOU
amo Toug Xpnoteg (Labnteg).
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