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MEPIAHWH

H mapovoca ¢pevva €£€Tace Qv Eva  EKTTAISELTIKO OEVAPIO O Eva
TEXVOAOQYIKG LTTOOoTNPI(OUEVO TTEPIBAANOV (Moodle) Baoiouévou oTnv Bewpia
NG avtoppLBuIlOuEVNGS UABNoNG (self-regulation learning) Kai TNG TEXVIKNG TG
Maixvibotroinong  (gamification) utmopei va ocouPaier  otnv  avamruén
YVWOTIK@WY, KOIVWVIKWVY KAl TTapayovTwV KIVOTPWV TNG auToppLBUIoNG TWV
EKTTAISELOMEVY. Ta Seboueéva CLAAEXBNKAV UE TNV XPNON EOWTNUATOAOYIWY
arro 18 pabnTég TTOL POITOLOAV KATA TO OXOAIKO éTog 2016-2017 otnv IT
SnuoTtikoL. Ta arroteAéouara £5e€av TG O JABNTEC yevika avemTuéQV TOLG
YV@WOTIKOUG KAl TOLG TTAPAYOVTEG KIVATOWY TG auToppLBuIlouevng uabnong
kar v karopBbwoav va avamruéouv TOLG KOIVWVIKOUG TTAapAyOVTES, I0WG
TOOO AOY@ TOUL TTEPIOPICEVOL XPOVOL TNG £LELVAC, OCO KAl TOL VEQPOUL TNG
nAIKiag Toug

AEZEIX KAEIAIA: maixviSomoinon, avtoppubuilouevn uabnon, T.M.E otnv
EKTTQISELON

EIZTATQIH
Ol1 ekTTaIbeLTIKEG PEBOSOI TTOL NBeAaV pIa OTeipa peTapiPacn TNG Yvwong

ammod  TOV  eKTTAISELTA OTOLG  EKTTAISELOPEVOLG, E£XOLV  AVTIKATAOTABEI e
OLVYXPOVEG PEBOSOLG, CUUPWVA HE TIC OTTOIEG O EKTTAISELOPEVOG EUTTAEKETA
eEveEpYQ TAEOV oTnV paBnoiakn diadikacia. 'ETol, Ta TeAevTaia xpovia Toviletal
ONO KaI TIEPICCOTEPO O POAOG TNG aALTOPPLOUICOMEVNG pABnong (Self-
regulated Learning, SRL), cOUMVA Pe TNV OTTOIA O YABNTAC TTAPAKOAOLOEI KAl
TOOTIOTTIOIEI OXI PJOVO TNV CULUTTEQIPOPA TOL CAAAAG KAl TIC YVWOTIKEG TOUL
IKavoTnTeG. Eival autd mouv o Zimmerman (1989) atmokaAei avtoppLBUIlOUEVN
paBnon. Tov POAO TNG ALTOPPELOWICOPEVNG PMABNONG EPXETAI VA EVIOXLOEI,
oTnV TTaPoLOA £pevbva Kal n Traixviboroinon (gamification). AAN®OTE, cival
YVWOTO TG N IKAVOTNTA YIA ALTOPPELOUICN ATTOTEAE WIa ATTO TIG TTIO RACIKEG
5e€10TNTEC TNG ABNoNng (Tang, L. M, & Kay J., 2014). EKTOG ammd auTd OPWG KAl
n pABNonN Pacicuévn OTO TTAIXVISI £xel ATTOSEIXOEl £TTIONG COUPWVA PE PEAETEG
Twg avéavel To evliagépov TV TTalbiwy yia yaénon (Banfield, J. & Wilkerson,
B., 2014). Ti ocvpPaivel Ouwg oOTav avta Ta 6LO CLVLTTAPXOLV Of &va
NAEKTOOVIKO udbnua;
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YOoppva pe S1ebvn PeAétn alilel va gpevvnBel TO TG BA UTTOPECEl N

maixvibormoinon  (Gamification) va mTpooeAkbOE TOLG  XPNOTEG  OTNV
ALTOPPELOWICOUEVN PUABNCN WOTE VA REATICOOOLY TIC IKAVOTNTEG TOLG KAl VA
ETMTOXOLY  POKPOTTPOBEOUOLS  OTOXOoLG. O TIEPICOCOTEQEG  TEXVIKEG
Taixviboroinong Oomwg, yia Tapadeyua, 1o fitbit kar To endomondo eivai
KUPIWC €OTIACWEVEG OTNV TTAPAKIVNON YIA TNV  CULYKEKPIUEVN €mBOLUNTA
5paCTNEIOTNTA N CLPTIEQIPOPA (TT.X. ALENCN PLOIKAG SPACTNPEIOTNTAG) KAl OXI
oTnv  avamtuén TN avtoppLBuIloyevng PABnong  (6efoTNTa e
HOKQOTTPOBECUOLS OTOXOLG  €TTTELENG). KABWG Aomodv, n TepIoxn  Eivail
KQIvoLPYIO OXETIKA, LTTAPXE! TTEPIBWPEIO TTepAITEP Slgpedvnong. (Tang, L. M.&
Kay J., 2014).

OEQPHTIKH ©EMEAIQIH

Naixvidomoinon:
H maixvibomroinon (Gamification) cbugpwva pe Tov Sebastian Deterding

(Deterding et al., 2011) eival n xpnon oToIxeiwy TTaIXVvISIoL ce TTEQIPAAAOV TTOL
Sev €xel va Kavel pe Traixvibl. INuEPA, OAO KAl TTEPICOCOTEQEG EPAPHOYEG
XPNOIUOTTOIOVY OTOIXEIa TTAIXVISIOV (game elements) OTTwg ol TTOvTOl (points),
ol mivakeg kartataéng (leader boards), ta euPAiuata (badges) k.a. kai
UNXaAVIoPOLGS TTaIxVISIV (game mechanics) OTTwg yia Tapadeyua challenges
Yla va TTAPAKIVACOLY TNV CLPTTEQIPOPA TV XPNOTWV. OU®S, N EMTLXIA EVOG
OTOIXEIOL 1) PNXAVIoUOL TTaIXVISIoL (game element, game mechanics) oe éva
TEQIRAANOV TTOL &ev OXETICETAI WE TTAIXVISI Sev gyyvaTal OTI TO iSI0 OTOIXEIO N
UNXaVIoOUOG (game element, game mechanic) 6a cival €mTLXEG OE €va AANO
TeEPIPAANNOV. ETTOpévVG N €peuva eival amapaitntn yia va eEETacToLY TA
OTOIXEIQ KAl Ol pnxaviouoi Taixvisiob (game elements, game mechanics) oe
Siapopa TTEPIRAANOVTA. ITNV TTAPOLOA £PELVA  AOITTOV, XPNOIUOTTOIOLVTAI
QPKETA ATTO TA OTOIXEIA KAl TOLG PNXAVICWOULGS TTAIXVISIoL (game elements,
game mechanics), yeyovog mouv 6a avabeifel To péyebog Tng aiag Twv
OTOIXEIV ALTWV OTO NAEKTPOVIKO TTEQIRAANOV pABNONG TTOL £XEl SNUIOLEYNOEI.

AvtoppLOUIlOpEVN HABNON:
YOupva pe Tov Pinfrich (2000) n avtoppuBuIloyevn pabnon civar pia

Sovauikn, énuiovpyikn Siadikacia, oTnv SIgpkEid TNG OTToIaG ApPXIKA O
EKTTAISELOUEVOS BETel UABNOIQKOLG OTOXOLSG Kal TTPooTTabel o iblog va
pLBuicel, va kaBobnynaoel Kai TEAIKA va eAeyEel TNV COUTTEQIPOLPA TOL, N OTToIA
TepiopileTal ) kaBopileTal amo TOLG OTOXOLG TTOU ISI0G Xl BECEl AAAG Kal QTTo
Ta mepIBaAAovTIKa TTAdioia (Pintrich, 2000). Emopévawg, otnv avtoppLBuIlouevn
uaBnon (SRL) kupiapxo poOAo TTailel 0 “eavTOG”, KABWG tival ekeivog TTOL BETEl
OTOXOLG KAl TTPOCSOKIEG YIa TO TTAPOV Kal TO pEANovV. O pabntng, dnAaédn,
YiVETal O QATTOALTOC «KLPEIAPXOSH TNG HPABNONG TOL KABWC HE SIKA TOL
TTEWTOROLAIA TTAPAKOAOLOEI, EAEYXEI KAI TOOTTOTTOIEI TN CLUTTEPIPOPA TOL, WOTE
Va ETMITOXEI TOLG OTOXOLG TTOL O i610G £xel BETEI.

O Zimmerman (2000) emvonoce TO KUKAIKO HOVTEAO auToppuLOUIlOUEVNG

HABNONG e OTOXO TNV EVEQPYN EUTTAOKN TWV paBnTtv otn Siadikacia Tng
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pAbnong kal TNV avamrtugn Se€lotTNTY  avTopELBUIONG OTTWS  &ival N
oTox00¢eCia, N avToTrTapaThEnon Kal N avto-afloAoynon. To POVTEAO aALTO
aTroTEAEITAl ATTO TPEIC PACEG, TNV TTPOTTAPACKELAOTIKY (Forethought), tnv
EKTENEOTIKN (performance) kal TNV ¢pAacon Tou avacToxacouoL (self-reflection).
O1 diabikacieg TNG KABE PACEIC €TTNEEACOLY TIG ETTOUEVES, EVG EVAG (KOKAOGH
ONOKANPGVETAI KATA TOV Zimmerman otav ol §iadikaoieg TNG TRITNG pAaong
EXOLV €mMidpacn OTIG SIASIKACIEC TNG TTPWTNG PACNG, EEKIVAVTAG TOV KOKAO
oTNV oLCIa Ao TNV APXN.

bdon
AvaoTtoxoopoU

(Self-reflection (Performance
Phase) Phase)

IXnua 1: MovTédo AbToppLBUICOUEVNG MABNoNg Zimmerman (2000).

MEGOAOAOTIA
ExovTag wg yvwuova TNy Texvikn TN Maixvibomoinong (gamification) kai
TNV Bewpia TNG avToppLOUIlOPEVNG pdaBnong (self-regulation learning)
TTEAYUATOTTOINONKE  €vA  NAEKTPOVIKO pABNUA  pe OTOXO TNV avarmTuén
TAPAYOVTWY TNG avToppLOUIONG. O TTAPAYOVTEG ALTOI CLUPWVA HE TOV
KoAidén €ival ol YVWOTIKOI, Ol KOIVGVIKOI Kal O TTapAyovTeG KIVATPWY (KoAladng,
2006)
AVATITLEN YV OTIKGOV TAPAYOVTWV:
H avamruoén tng 6e§0TNTag 0ploBiTNnoNGg OTOXWV TV padnTtwov (goal
setting)
H ab&non Tng avTo-TapaATHEPNONG TV PaBnTwy (self-observation)
H avamTu€n Tou auTo-eAEYXOL TV PaBNTWYV (self-monitoring)
H avamtuén Tng avTo-avtiAnywng TV pyabntov (self-reflection)
AvAnTuén mapayoviwy KIVATPWYV:

H avAamtuén TG auTO-ATTOTEAECHATIKOTNTAC TV PadnTwV (self-efficacy)
H avamtuén tou evliapépovTog ( interesting/ value)
AVATITLEN KOIVAVIKGV TTAPAYOVTWV:

H avamTtuén TNG avoIxTAG TTIKOIVAVIAG JETAEL TRV EKTTAISELOPEVRV (open
communication)
H avamtuén Tng cuvaloONUATIKAS ékppaong ( emotional expression).
NMepiypadn eKTAISELTIKOL Tevapiov;
1€ ALTO TO EKTTAISELTIKO CEVAPIO O PABNTEC TTPOCEYYICoLY TO SIAXPOVIKO
Oéua  TOL PaTtoIoUOL KAl TNG  SIAPOEETIKOTNTAG HECW TOL  UOVTEAOL
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avToppLOWIlOUEVNG pABNnoNng (self-regulation learning) oto TAQicIO TNG
Maixvidomroinong (gamification) aAAa kai TNG xpnong TV TME. TOUPOVA PE TO
oevAPIO ALTO, Ol HABNTEG KAAOLVTAI VA TAEISEWOLY AvA TOV KOOUO JAleLOVTAG
TA KATAANAQ epObia (supplies) TTov Ba Tovg PoNBACOLY Va PEPOLV €IG TTEQAC
1g Sokipaocieg (Challenges) mou TOLG avaTtiBevral. Av To emTOXOLY, 6a
PTACOLY OTOV TEAKO TOLC TIPOOPIOUO, OTTOL KAl AVAUEVETAI VA  E£XOLV
AVAOKELAOEl eVEEXOUEVEG OTEQEOTUTTIKEG N PATOIOTIKEG TOLG AVTIANWEIG. ‘OAO,
AOITTOV, TO EKTTAISELTIKO oevaplo Paciletal oTnv 16€a evog Ta&ibiob Touv Ba
KAVOLV Ol UaBNTEC e TIPOOPICHO TOLCS TNV BpadAia.

U TASTAT ETHN BpAm
1.'Mpoeroipalopai’ kar peivw
anoé Tn Xupa

IXAHa 2: Xaptng TagisioL.

MNapakdaTtw TTapoLoIalovTal OAEG OF S5PACTNEIOTNTEG TOL CEVAPIOL OE £va
YEVIKO OXeSIAYypAUUA.
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IXnua 3: Mevikd oxeSIAypauua EPELVAC.

ITNV apXN TNG EKTTAISELTIKAG TIAPEUPAONG O EKTTAISELOPEVOI HE T
TTPOCOWTIIKA TOLG OTOIXEia TTPOCRACNG (TO Ovopa XPNOTN Kal TOV KWSIKO)
KAVOULV TNV €i0060 TOLG OTO NAEKTPOVIKO UABNUAa TNS TTAATPOPPAg Moodle.

TNV TTPWTN PpAcn, TNV MpomapackevaoTikn ¢aon (Forethought phase), ol
EKTTAISELOPEVOI PPICKOVTAl OTNV ILPIA, OTTOL ATIOTEAEl TNV APETNEIA TOL
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1016100 TOLG Kal TO Round 1: «MpoeToiyalopal Kal peELY® ATTO TNV XWEA» TTOL
Oa TTPETTEl VA OAOKANOWOOLYV LE ETTITLXIA YIA VA UTTOPECOLY VA TTEPATCOLY OTNV
ETTOMEVN PpAoN. KAtd TNV pAcn auTr O EKTTAISELOPEVOI EQXOVTAI O ETTAPN UE TO
Beua TOL PATOICHOL KAl TOLG PACIKOLEG OPOLS YLPGW ATTO ALTO KAl
€EOIKEIVOVTAl PE TO NAEKTOOVIKO PABNUA, OTO OTIOIO €XOLV EVOWUATWOEI
Kammola amd  Ta  oLOTATIKA  TTaikviSiov  (game  elements). 'OAeg ol
5paCTNEIOTNTEG TNG PACNG ALTAG Eival LTTOXPEWTIKEG KAl ATOMIKES KAl O KAOE
EKTTAISELOPEVOG Ba TTPETTEI VA TIG OAOKANPWOEI YIA VA PUTTOPECEl VA €l0axOei OTO
Round 2, mou onuartoboTtei kKal Tnv &vapén NG EmodevNG @aong, TNG
EKTEAEOTIKNG (performance control phase). H oaon autr Siapkei SO0 SI6AKTIKES

WPEC.

ITnv 6e0TEPN paon, Tnv ExkteAeoTikn (performance control phase), ol
ektTaibevopevol Ppicokovtal otnv loAavéia kal oto Round 2: «EmAEyw TNV
Siladpopny pov, TmepauaTtilopal kal  dnuiovpywyn. Kara Ttnv  ¢acn auth,
OLYKPOTOULV ~ Opddeg  avaloya de TO  €6OC  PATOICUOL(KOIVRVIKOG,
BPNOKELTIKOG, PLAETIKOG PATCICHOG) TTOL EXel ETTIAECEI ATOUIKA O KABEVAG OTNV
apxn TNG ¢Aacng ALTNG. Me Tov TPOTTO ALTO YvwpEilovy ot PABOC Eva aATo Ta
€iéN PATOICPOL, €AEYXOLV TIG YVWOEIG TTOL KATEKTNOAV KAl €KPEALOLV TIG
ATTOWEIC KAl TIC AVTIAWEIG TTOL EXOLV TTAVM O€ ALTO. ITO TEAOG TNG PACNG
AULTNG Ol EKTTAISELOPEVOI KAAOLVTAI VA PTIAEOLY OPASIKA TNV APICA YIA TO €i60G
paToIopoL TToL emméAe€av. ‘OAeg oI SpacTNEIOTNTEG TNG PACNG ALTAG Eival
OMASIKEG KAl LTTOXPEWTIKES YIA VA WUTTOPECOLY VA PTACOLY OTNV ETTOUEVN KAl
TEAELTAIA PACN TOL NAEKTPOVIKOL PABNPATOG. H @daon auTtr Siapkei TECTEPIG
SISAKTIKEG WPEG.

ITnV TpiTn Kal TEAELTAIA PACHN, ALTH ToL AvacToxacououL (Self- reflection
Phase), o1 ekttaibevopevol Ppickovtal oTig Hvwpéveg MoAiTeieg kal oto Round 3:
«pTAvVOVTAG oTnV Bpadihia okepTopal kal kpivew av a&ile To 1agidl pouvn. Kata
TNV ¢ACN ALTA, Ol EKTTAISELOUEVOI AEIOAOYOLY TWV €ALTO TOLG PECT ATTO £va
Quiz avTOAIOAOYNONG, EAEYXOLY AV KATOPOWOCAV va TTETOUXOLY TOV ATOUIKO
OTOXO TTOL &ixav Bécel oTNV apXn TOL PaBnuaTtog karl e€eTalovv KATA TTOCO
AAAa€av ol atroOYeIg TTOL gixav TTPIV TNV évapén TOL JABAUATOG TTAV® OTO BEUa
TOL PATCICUOL. XTO TEAOG TNG PACNG ALTNG &ival og BECN va ATTOKTACOLY TO
BpaReio avTipatoiopoL TTOL TOLG TTapexeTal. ' OAeC oI SPACTNEIOTNTEG TNG
PACNG QAULTAG ¢€ival QATOUIKEG KAl LTTOXPEWTIKEG YIA VA UITOPECOLY VA
OAOKANPGOOLY TO PABNUA KAl va PTACOLY TEAIKA OTOV TTPOOPICHO TOLG. H
paAaon avtn SIaEKei pIa SISAKTIKN wEA.

KaB®' oAn Tnv Sidpkeia TOL CeEVAPIOL OI EKTTAISELOUEVOI UAZELOLY TTOVTOLG
kal badges, avePpaivouy emimeda (level up) avaloya pe TNV TTPO0S0 TOLG KAl
Taipvouv kaTmoieg dokiyacieg (challenges) oTo TAQICIO TNG TTPAKTIKAG TNG
Maixvidotroinong.

EpeuvnTiKa epTAMATA:

EpeuvnTikO ep@TNUa 1: MTTopEEl Eva ekTTaISELTIKO OevAPIO PACICUEVO OTNV
Bewpiag TNG avTopPLBUICOUEVNG pAaBnong (Self- regulated Learning, SRL) kai
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oTnV TeXvIKN TNG Maixviborroinong (gamification) va evioxboel TNV avanrtuén
TV TTAPAYOVTRV TNG ALTOPPELOUICNG TWV EKTTAISELOUEVWY;

EpeuvnrikO Ymo-epwtnua 1.1:MTTopei Eva eKTTAISELTIKO CeVApPIO BACIOUEVO

oTnv Bewpiac NG avtoppvbuilouevng uabnong (Self- regulated Learning,
SRL) kai otnv Ttexvikn TnG [Maixviborroinong (gamification) va evioxvoer Tnv
avamroén TV YVWOOTIK@OV  TTApAyoviwv  TNG  AuToppLBuIcNS  Twv
EKTTAISELOUEVV;

Epevvnrikd Yo-epwtnua 1.2:Mropei éva eKTTAISELTIKO TevApIo BACIOUEVO

oTnv Bewpiac NG avtoppvbuilouevng uabnong (Self- regulated Learning,
SRL) kai otnv T1exvikn NG [Maixviborroinong (gamification) va evioxvoer TNV
avarmroén TV TAEAyovIwV  KIVATPWV — TNG  auToppLBUIoNG  TWV
EKTTAISELOUEVOV;

Epevvnrikd Yo-epwtnua 1.3:Mrmopei éva eKTTaISELTIKO TevapIo BACIOUEVO

oTnv Bewpiac NG avtoppvbuilouevng uabnong (Self- regulated Learning,
SRL) kai otnv Texvikn TnG [Maixviborroinong (gamification) va evioxvoer Tnv
avamruoén TV KOIVWVIKWV — TTapAyoviwy  TNG  AuToppLBUIoNG  TwV
EKTTAISELOUEVOV;

TUHHETEXOVTEG:

To &eiypa TNG €pevvac amoteAovoayv 18 YabnTeC TTOL POITOLCAV KATA TO

OXOAIKO €10C 2016-2017 otV XIT' SNUOTIKOL. YuyKekpIdEva, NTav 10 ayopla kal 8
KopiTola, nAikiag 11-12 xpovav.

EpeovnTika epyaAcia:
ITNV TTApoLOA £PELVA, WG PACIKO €PYOAEIO PETPNONG E€MIAEXONKE TO

EPWTNUATOAOYIO. Tla TIC AVAYKEG TNG €PELVAG XpPnolyoTToiINenkav  &Vo
EQWTNUATOAOYIQ, TA OTI0IAd XPNOCIKOTTOINBNKAY TIPIV KAl PETA TO TTEQPAC TNG
eKTTAISELTIKNG TTapéuPaong (Pre-post test). To TpwTo XPNOIUOTTOINBNKE YIa va
€€ETACOLUE TOLC YVWOTIKOLS TTAPAYOVTEG TNG ALTOPPLOUICOUEVNG PABNONG
(SRL) TV paBnrwv kar eva Se0TEPO YIa va €EETACOLPE TNV AVATITLEN TWV
TAPAYOVTWY  KIVATPWY KAl TWV  KOIVWVIKQV  TTAPAYOVTI®WV  TNG
ALTOPPELOWICOUEVNG HABNONG. TO TTPWTO EPWTNUATOAOYIO ATTOTEAEITAlI ATTO 17
EQWTNOCEIG, Ol OTToIEG aTTavT@vTal PAace piag 5paBung kAipakag Likert. To
EOWTNUATOAOYIO  TTOL  ATOTéAece  Paon  vyia TV dnuiovpyia  ToL
EQWTNUATOAOYIOL TTOL §OBNKE NTAV TO EPWTNUATOAOYIO ALTOPPELOWICOPEVNG
uaBnong (Self-regulation Questionnaire) TTov dnuicbpyncav ol Miller kal Brown
(Miller & Brown, 1991). To §e0TELO EPWTNUATOAOYIO OTOXELE OTNV £EETACN TNG
METAOROANG TV TIAPAYOVIWV KIVATOWV KABWG KAl TWV  KOIVRVIKWDV
TAPAYOVT®WY  TNG  auToppLBuIlOYEVNG  PABNoONG TV  pabntwv. To
EQWTNUATOAOYIO ALTO ATTOTEAEITAI ATTO 11 €PWTNCEIG KAl SNUIOLPYNONKE WE
BAoN TO EpWTNUATOAOYIO MSQL.

EpevvnTiKO TrEPIBAAAOV
To gpeuvNTIKO TTEPIRAANOV TTOL ETMIAEXONKE ATAV TO CLOTNPA SlaxeipIoNG

uaBnong (Moodle). To Moodle Tipoo@épel pia TTANBwPEA attd 5pACTNPIOTNTEG,
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Ol OTTOIEC PTTOPOLY VA PonBncoLV ToV OXeSIACTH VA OPYAVAOEl KAADTEQA TNV
EKTTAISELTIKN) SIA8IKACIA KAl O EKACTOTE EKTTAISELTIKOG VA EXEl TNV SLvATOTNTA Va
EVNUEQLQVETAI ALTOUATA PECW TNG TTAATPOPPAC YIA TOLG RPABUOLS TOL KGBE
HaBNTn. EmimTAcov Givel TNV SLVATOTNTA OTOV OXESIACTA-EKTTAISELTIKO VA KAVEI TIG
SIKEC TOL AANAYEC OTO PABNUA OTTOIA OTIYMN TO ETTIOLEI.

MNa va JIToPECOLUE, AOITTOV, VA EMTOXOLUE TNV  TTAIXVISOTTOINGN TOUL
MABNUATOG TTAPAUETPOTTOINCAUE TO Moodle ue Ta gpyalcia TTov NG SIABETE
QAN KAl Pe KATIOIEG TTPOCOETEG €PAPUOYES (plug-in). H TTaixviSotoinon
(gamification) TNG TTAATPOPPAC KAl YEVIKA TOL NAEKTOOVIKOL PUABNUATOG EYIVE
1000 oTnVv dopn (Structural Gamification) 6co kar oTo TepIexOuevo (Content
Gamification).

MNa tnv emitevén TNG TTAIXVISOTTOINONG TNG SOUNG TOL PABNUATOG, EICHYAME
Katrola cuoTatika maividicov (Game Components), kamola plug-in 6TTwg 10
“Level up block”, 10 "Progress Bar block” kal 10 “Quiz Results block” oTo
TTAQICIO TOL EAEYXOL TNG PABNCIOKNG TTopeiag Tou uadnth (performance
tracking). EmmAéov, afiommoindnkav AeTovpyieg oL LTTAPEXAV Nén OTnVv
TTAQTPOPUA, OTTWG O SIAXWPICUOG Ot ouades (groups), n §pacTnEIOTNTA
“Workshop Activity”, To "Wiki”, kaBwg kal 1a “Badges”, Ta otoia divovTtal wg
BpaReio yia TNV KAA TOoLG emmidoon o€ KATTOIA §0ACTNPIOTNTA. LTO TEAOG TOL
paBnuatog, Ttoug bivetar kar éva PpaPeio (Certification), mpokepévouv va
QAVTAUEIYOLHE TOLG PUABNTEG YIA TN CLUPETOXN TOLG OTO PABNUA.

ANAAYIH ITATIZITIKQN AEAOMENQN

Paired Samples Test

Paired Differences t | df| Sig.
Mean Std. Std. 95% (2-
Deviation| Error | Confidence tailed)
Mean | Interval of the
Difference
Lower | Upper
KaBopIopog Troxev. Mo | 1,68519],39720 “| 77309 |17 001
KaBopIopoG_IToxwv_Metd | 1,61111 ' ' 2,44914| 4,056 '
AvtomapamoEnon IOV o001 077851 44618 -.48355|1,48355|1,07317| 1298
AvToTTapartnpnon Mera
AvTOEAEYXOG_TMPIV - - -

. . 3,77778 2,26367 | ,53355 17 ,000
ALTOEAEYXOG_META 4,9034712,65208 7,080
AvToavtiAnyn_Mprv - - - _

1,58114|,372 1 ,
AvToQVTIANWN_MEeTA 3,16667 58 37268 3,95295(2,38038 (8,497 / 000

Mivakag 1: ITaTICTIKA ATTOTEAECUATA EQELVNTIKOL EQWTAMATOC 1.1.

H otamoTikn pébodog mou emAéxOnke NTav 1o t-test yia va efetaotei av
LTTAEXE KATTOIA SIAPOEOTToINCN TTPIV KAl KETA TNV SISAKTIKA TTapéuPaon.
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Qg mMPOGg TO gpeLVNTIKO gpTRMA 1.1. SIATMOTWONKE CTATIOTIKA ONUAVTIKA
SIaPOoPA OTOV ALTO-EAEYXO, OTNV OPIOBETNON OTOXWY KAl OTNY ALTO-AVTIANWN
HETA TO TEPAG TNG SI6AKTIKNG TTapeuPaong. AvTiBeta, &ev ONUEIONKE
OTATIOTIKO ONUAVTIKA dlagpopd OTNV  ALTO-TTAPATAPNCN LOTEPA ATTO TNV
EKTTAISELTIKN TTAPEUPACN.

IXETIKA HE TO EPELVNTIKO £p@TNHA 1.2. SIATIOTWONKE CTATIOTIKA ONUAVTIKA
SIapopd TOCO OTO EVSIAPELOV OCO KAl OTNY ALTO-ATTOTEAECHATIKOTNTA TTOIV
KAl JETA TNV EKTTAISELTIKN TTAPEUPACN.

Paired Samples Test

Paired Differences t df| Sig.
Mean Std. Std. 95% (2-
Deviation| Error | Confidence tailed)
Mean | Interval of the
Difference

Lower | Upper

ALTOATTOTEAECUATIKOTNTA_MPIV

ALTOQTTOTEAECUATIKOTNTA_MeTA | 8,72222 199427147005 9,71395(7,73049 18,556 17| 000
Evbiapepov_TMpiv - - - _

. . 1,79778 | ,42374 17,000
Evéiapépov_Merda 5,05556 5,94957|4,16154]11,931

Mivakag 2: ITaTIoTIKA ATTOTEAEOUATA EQELVNTIKOL EQWTAMATOC 1.2.

IXETIKA ME TO €pELVNTIKO epTnHa 1.3. SIamoTONKe OTI eV LTINPXE KATTOIA
OTATIOTIKO  ONUAVTIKA  8Iapopd  OTOLG  KOIVWVIKOLG  TTAPAYOVTEC  TNG
ALTOPPLOWICOPEVNG PABNCNG TTPIV KAI JETA TNV EKTTAISELTIKA TTAPEURACN.

Paired Samples Test

Paired Differences t df | Sig.
Mea | Std. | Std. 95% (2-
n |Devi| Error | Confidence tailed

atio | Mean | Interval of the )

g Difference

Lower | Upper

YovaioBnuaTikn_Ek

. ppaon_lpiv 1,62 - -
Pair 1 , ,3832 , 2 1 ,
ar suVaIeONUATIKY EK 022 507| 2832\ geara| 7002 14s| V7| 886
ppaon_Metd
Mivakag 3: ITaTIoTIKA ATTOTEAEOUATA EQELVNTIKOL EPWTAMATOC 1.3.
IYMMEPAIMATA

Ta cuumrepAopaTa oL £€AXONKAY ATTO TNV TTAPOLCA PEAETN Eival APKETA.
APXIKG S1IaMOoTWONKE TTWS TO BéUa TOL PABAUATOC KAl O TPOTIOG TTOL NTAV
OXeSIAOUEVO TO NAEKTOOVIKO HABNUA TIPOCEAKLOE TO  EVSIAMEQOV  TWV
EKTTAISELOPEV@Y. AKOPQA, TA OTOIXEId KAl Ol UNXAVIOUOI  TTaixvISIob  TTou
EMAEXONKAY  yia TovV OXESIAOPO ALTOL TOL PABAUATOG QAVNKE TTWG
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KIVNTOTTOINCAV  TOLG  EKTTAISELOPEVOLG VA  CULUMETEXOLV  EvEPYA  OTNV
ekTTaISELTIKN Siadikaoia. Emiong ocuutepaivovpe TG To cLOTNUA SiaxEipIong
uaBnong (LMS) Moodle ptropei va bTmooTnpIel TNV avamTuén TV TTAPAYOVTWYV
TNG ALTOPELOUICOUEVNG PABNONG AANG KAl VA ATTOTEAETE! TTESIO LAOTTOINCNG
TNG TTPAKTIKAG TNG TTaixvidottoinong otnv Exmaidevon. TeEAog, pavnke TG Ol
EKTTAISELOPEVOI AOY® TOL KAAOL OXESIACHOL TOL NAEKTOOVIKOL PABNUATOG
KaAAiEpynoayv 6e€10TNTEC TTOL O éva TTAPAdooIiako pabnua éev Ba eixav
avamnTuel OTIWG ALT TNG O0PIoBETNONG OTOXWYV, TNG ALTOAVTIANWNG KAl TOL
avToeAéyxov. MapoAa Ta mapamave, N Sladikacia TNG avTopPELBUICNG cival
HIa TTOADTTAOKN Kal TTOALSIACTATN SIadikaadia yI' avTo Kal dev B6a UTToPoLCAE
va TTOLUE O€ KAUia TTERITITCON TG PECA ATTO ALTO TO PEUOVWMEVO pABNua
TTOL CLMMETEIXAV Ol EKTTAISELOUEVOI KATOPOWOAV va ALTOPLOYICTOLY KAl VA
KAVOLV xpNnon TV SeEI0TATWY TTOL TTPOCTIABNCAWE VA TOLG AVATITOEOLIE KAl
OTNV LITOAOITTN YABNCIAKN TOLGS TTOEEIA.
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