H «mouyviélonoinon» tTng pabnong
Anuiovpyila eKTTOLOEUTLKWV TTALXVISLWV KoL
n aélomolnon tTouc otnV eknatdevon

EAEvn XplotomouAou
E.ALN., Tunua NMAnpodoplknc, lovio MNavemniotnuLo
hristope@ionio.gr
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EMIZTHMONIKH THAE-AIHMEPIAA

H METABAZH THZ EKIAIAEYTIKHZ KOINOTHTAZ
; ZTHN WH®IAKH ENMOXH KAI H AZIONOIHZH
THX E=Z AINOZTAZEQZ EKIMNAIAEYZHZ:
AlNO TH OEQPIA ZTHN NPA=H




NG Habnong

Anuovpyla eKIToOEUTIKWV
riovidLwy Ko n aélomoinon
TOUC otnV ekmaidevon

H «mowyvidlomoinon» . .

EAEvn XplotomouAou
E.ALM., Tunua MAnpodoplkng
l6vio MavemotApLo
hristope@ionio.gr




“Play is the highest form of
research.” — Albert Einstein
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Gamification

[Tayvidlomoinon
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® 0 0po¢ Gamification a@opda v
EPAPUOYN OTOLYELWV TOV OXESLAT OV
TIOLYVLIOLOU KOL apX WV TTALY VLSOOV O
meplBdArovta eKTOG TaLYVLIOLOV.

B £Va GUVOAO SPACTIPLOTITWY KOl
SLASIKAC LWV YL TNV ETAVON
TPOBANUATWY XPNOLUOTIOLWV TG 1)

Gamification EPAPUOTOVTAG TA XAPAKTPLOTIKA
TWV OTOLYXElWV EVOG TtaLYVISLOU

Oplopdg
Wikipedia

B 0TOXEVEL VX OELOTIOOEL T PUOLKN
eMOUIX TV aVOPpWTWV YlX
KOLVWVLIKOToMon, uabnon, kuplapyla,
QVTAYWVIOUO, ETIITEVYUQA, AUTO-
EKQPAOT), KATPOVLOUO 1] OAOKANPWOT)

, , , , EAévn XplotomovAov,
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Gaming

(Serious) games

Whole < > Parts

Playful design

Y
Playing

“Gamification” between game and play, whole and parts

Deterding, S., Dixon, D., Khaled, R., & Nacke, L. (2011). From game

design elements to gamefulness: defining gamification. In Proceedings of the
15th international academic MindTrek conference: Envisioning future media
environments (pp. 9-15). ACM.
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Online Leaming Continuum

People Remember'

* Smulaton
+ Games
» Collaboration

+ bve e-classes or e-semnars
vhatthey SAY or WRITE « Interactive e-courses
* E-monitodng or e-coaching

* Webnars
* Recorded ve e-eaming sessions

* E-Course with visuals
+ Online sel-sudy guides
* Online PowerPoint presentatons

g bl

£ Nick Van Dam 200 Low
el o Level of instructional Design

Dale’s Cone of Experience

Dale, Edgar. (1969). Audio-Visual Methods in Teaching, 3rd ed., Holt, Rinehart &

Winston, New York
van Dam, N.H.M. (2008). 25 Best Practices In Learning & Talent Development.

Raleigh (NC): Lulu Publishing
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ElDesign N

IMPACT ON BOTTOM LINE.

On account of all these aspects that touch and
impact learners (better learning experience, BETTER LEARNING
higher recall and retention, catalyzing
behavioral change, and so on), it can create a EXPERIENCE
significant performance gain for organizations can
fun® during
still learn if
f engagement is
high

CAN BE APPLIED FOR
MOST LEARNING NEEDS

Gamification can be used to B E N E F | | F
fulfill most learning needs

including induction and
onboarding, product sales,

cysomer spport sk GAMIFICATION

and compliance.

INSTANT FEEDBACK

l N E L EA R N | N G f) It provides instant feedback
. so that learners know what

they know or what they
should know.

4
BETTER LEARNING ENVIRONMENT
Gamification in eLearning provides
an effective, informal learning
environment, and helps learners

practice real life situations and
challenges in a safe environment.

EAévn Xplotomoviov,
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Game-based Learning

Mabnon Baciopevn oto Tayvist
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® 1) udOnon pe Bdon to mayvidl (GBL) sivat
Evag TUTTOG ALY VIS LoV IOV €XEL
KaBopLopEva HaBNoLHKA ATTOTEAEO AT

Game-based learning

m £xeloyedlaoTel Yo va e€looppoTel TO
Opiopog QVTIKEIPLEVO TNG LABNONG UE TO ALY VIOL
Wikipedia KOL TNV IKAVOTNTA TOV Ta{KTN va dtatnpel
KOL VA EQAPUOLEL TO €V AOYW OVTLKEIUEVO
OTOV TIPAYUATIKO KOGUO
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B umopel va BEATIWOEL CNUAVTIKA TNV KOAN
TOLOTNTA KL TNV ATTOTEAECUATIKOTN T
™G eKTTAiSEVONG KoL TNV AVATITUEN

de€lotnTwv

= VAOTOMON TOAAATIAWY EPYATLWV

(multitasking)
= KPLTIKN oKEYT)
= avaAnym amo@dcewv
= emAvon TTpoBAnuUATWY
= Kal GAAEG Se€LOTNTEG TOL 210V LWV

[NAgove KTFI] pota B TIPOKAAEL TNV EVEPYT) CUUUETOXT] Kol SLVEL
KivnTpo 6TOUG HaONTES

Game-based learning

B CUUUETOXIKN/OHadIkn Sladlkaoia TTov
TepAapUBavel 6AovG Toug HaBNTES

B EVIOXVEL TNV SNULOVPYLIKOTN T KAl TNV
Kowvotoulo

B paOntokevtpikn) oxedioon

EAévn XplotomovAov,
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m Gamification: petatpemel T pabnolaxm
Stadkaoia 6To oUVOAD TNG O€ Eva TTALYVISL

m Game-Based Learning (GBL): ypnowuoTotet
EVa TTALYVISL WG UEPOG TNG LaONOLaKT G
Sladikaoiag

Gamification

VS
m Kowol otoyol - serious games &
gamification

Game-based learning

Al @OPESG KAL OUOLOTNTES

= emiAvon mpoBAuaTog
= TIAPOKLVOUV Kal Sivouv KivnTpa

= XPNOLUOTIOLOVV TEXVIKEG KAL TPOTIO
okeYme mov Baci{ovtal ota Tmayvidlx

EAévn XplotomovAov,
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MNawvidla dwuatiov Stadpuync
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® opadika matyvidia live-action 0mov ot
TIUKTEG

B QVOKOAUTITOUV OTOLYELN, ETIAVOVV
oA, KoL OAOKANPWVOLV EPYATILES

B 0€ VA 1) TTEPLOCOTEPA «OWUATLO

B L€ OKOTIO V& €TILTEVYXOEL Evag
OUYKEKPLUEVOGS 0TOXOG (ouvnBwe va

Awpatio Atadpuyng

Nicholson S. (2015) Stapvyovv and to dwudtio)

B O€ TIEPLOPLOUEVO XPOVIKO SLdo T

EAévn XplotomovAov,
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Mental
Level

Enmotional
Level
Intellectual
Level
?kjsi.cat
Level
Motivational
Level
L»\di.vi.du,autv au!:kenl:i,ci.l:j sl:or3 ';:‘:;;?::: cownkrask interaction

+
The Experience Pyramid model

Tarssanen, S. (2009). Handbook for Experience Stagers. 5th Edition. LEO,
Lapland Center of Expertise for the Experience Industry. Rovaniemi.
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Anuloupyla escape room oo Labntec

EITAA Atywiov, [Tiepia & Nomoig, Osooarovikn)
ZUVELAOUOG BEUATIKWY AVTIKELLEVWV: TIAT|POQOPLKT, STIULOVPYIKY YpaET,
Beatpoloyia,

Karageorgiou Z., Fotaris P., Christopoulou E., Mavrommati E. (2020). "Escape room in education: Evaluating using
Experience Pyramid Model", 5th South-East Europe Design Automation, Computer Engineering, Computer
Networks and Social Media Conference (SEEDA-CECNSM 2020), Corfu, Greece

Emotnpovikn TnAe-8mpepida IMAE Ioviwv Nowv
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Kwvnto umoAoyilewv Kat pabnon
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m BiBAL0OKeG
® povoela

m ekBeoelg

MaBnon povo peoa

¥ B QPXOLOAOYLKOUG XWPOUG
otnv taén;

B TS IKEG XOPEG

B TIEPINYTOEL GE PUOLKA TOTIX

B SLtOPOUEG 0TV TIOAT

EAévn XplotomovAov,
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B UdOnomn HEow TOU ATaVTAYXO0V VTIOAOYI(ELY
= oUVOESENEVT) O OAEG TIG (PACELG TNG
NG pag
= UEPOG KABE SpaotnplOTNTAG

= TIPOKUTITEL LECQA ATIO TNV EVEPYO

OUUUETOXN
MdBnon péow tou m exmtaidevon SlBEoun oovSTOTE KL
: - OTIOTESTIOTE
ortaVToXoU uTtoAoyLlewy
Ubiquitous learning B LA KOWwVIKY Slepyaoio Tov EVWVEL TOUG
Pervasive learning HLaONTEG O KOLVOTNTEG

B Ol HoONTEG KATAOKEVALOVV HOONOLOKES
EUTIELPLEG OE TOTOVUG KAL OE XPOVOUG

B KOWVWVIKO-YVWOTIKY Stadikaoia

EAévn XplotomovAov,

Emiotnpovikn TnAe-8mpepida IAE loviwv Njowv 21.02.2021



B KIVNTIKOTNTA, AAAG OXL LOVO

m To TepLBdAAov pabnong etvat

MaOnon mavtou EVOWUATWHEVO OTO TIPAYHATLKO
: TepLBariov
KOlL... Lol
G [T Y B HEV TR SO E0 e B KOWWVLIKT Stadkaoia Tov TTpowOel ™
ouvvepyaoia
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E (POpNTOTNTA
® quBopuNnTN padnon
B TIPOCWTIOTIOUEVN

B TIPOKAT 0T EVOLAPEPOVTOG

... KOlL OL KLVNTEC

, B EVEPYOG POAOG HaBNTWV
OUOKEVEC;

YuppdAiovv ot pdbnon H GUVSpYO(TLKT’]

B EAKUOTIKY)

B SLLOKESAOTIKN

EAévn XplotomovAov,
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Mayvidla moANnc
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“OAo To TaLYVISL KIvelToL Kol €XEL To
UTIAPXOVTA TOU HECK OE EVA OPLOOETUEVO

XWPO
... OTOV HAYIKO KUKAO ...

QATIOYOPEVUEVX OTUELN, ATIOLOVWUEVQ,
avTiotaOuifovTag Tov meEPLyvpo, LEPQA, EVTOG
TOV 0TIO(0V LoYVOLV ELSIKOL KAVOVEC.

O pHaylkog KUKAOG

Huizinga J. (1955)

‘OAa elvat TpoowpLvol KOGHOL HECK OTO
oLV OLoUEVO KOO0, APLEPWUEVOL OTNV
amodoon plag Eexwplotg mpdeng.”
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Awayuta ayviola

HEYAAN TTALXVIOIX

QTIAVTOXOV TIAPOVTA Ay VISLa
UELKTNG TIPAYLATIKOTN TOG

QO TIKA TTaLYVISIX

B O paylk6G KUKAOG eTeEKTEIVETAL TTEPA
oo Ta oLV O OpLd TOv

" XWPLKA
¥ XPOVIKQ

¥ KOLVWVIKQX

® Ta 6pla Tov paykol KUKAoVL eivat
DoAd Kol SLATIEPATA, LETATPETOVTAL
o€ plo peuBpdvn n omola eMITPETEL
«...TO TtaALYVISL va YIveTL £VTOVO Ao
TNV TTPAYUATIKOTNTA TNG {W1)G KAL)
(1) VA XPEWVETAL LLE TN ONUACLA TOV
oL VISLoU»

EAévn XplotomovAov,

Emiotnpovikn TnAe-8mpepida IAE loviwv Njowv 21.02.2021



E 0 YWPOG elval TUUA TOV TaLXVISLoU

B Ol (POPNTEG CUOKEVEG EXOUV TO POAO
YE@UPOG LETAEY PTPLAKOU KAL QUOLIKOU
XWPOU

m location-free
W XPNOLLOTIOLOVV XWPO KoL LEYAAN
QIO TAOT)

AldXUT(X T[(ILXVI'.S LOL KOLL = OLXWPLOUEVA KoL AVEEAPTNTA ATIO TO
XWpPOo oToV oTtoio dtadpapatifovral

XWPOG

Xwpo-guaiodnta mayvidiax m site-adaptable

= T Ty vidia ovvepydlovtal pe
OT|LOAGLOAOYIKN ETYVWOT TOU XWPOU
IOV EKTUVAlCOOVTOL

m site-specific

= VI0OETOVV CUYKEKPLUEVEG LOTOPLKEG,
QAPYLTEKTOVIKEG KL ALOONTIKEG
AETITOUEPELEG TNG TOTTOOECTOG

EAévn XplotomovAov,
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<« Al e a25em

Clio of Corfu

|‘f

M

Parte Trod

Fatvwes Oddow

G 00 le agon Tresdee
LA

CLIO — ColLective clty memOry

EVpeomn otoyelwv pe xpnon QR codes oto aoTikd Tomio
Android epappoyn
AZlomoinom texvoAoylwyv emavinuévng mpaypatikotntag (layar)

Christopoulou E., Ringas D. (2013). “Learning Activities in a Sociable Smart City”, IxD&A, Summer 2013,
n. 17, Special issue on “Smart City Learning - Visions and practical Implementations: toward Horizon

20207, pp 29-42, , ,
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5
CorfuTreasureHunt I : ) : gl 2TI GpXEC TOU louviou 1944, evi oL 2UupaxolL Bou... i

Fvwpifovrag Tnv éAn pou
‘Eva Kuvilyi 8ncaupol

Eiote étoipol va EekivijoeTe; Nape!

CorfuTreasureHunt

Ty VviSL «kkpuUpHEVOL Bnoavpov»

oL Tk TEG KaAoVvTal va TtepnynBovv otnv moANn ™G KEpkupag kat va Bpouv cUYKEKPLUEVA CTOLXELA
(aydApata, KTipla, ...) Y& VO ATIAVTI|COVV TIG EPWTNOELS

VAOTIOMON Ao TOUG (810UG TOVS HaBNnTES — App Inventor

Xptotomovlov E., Piyyacs A., "Anuiovpywvtag ue to Applnventor”, Epyaotnpiakxn ovvedpia, 6th Conference on Informatics in
Education, H ITAnpo@opikn otnv Exnaidevon, 10-12 Oxtwfpiov 2014, Képkvpa.
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lotopka tpoowro. — Nnot tne Kepkupag

ZxoAelo AeVtepns Evkaiplag Képkupag
A VISL KLV TNG EQaPUOYNG LE aELOTIOMOT) EMOVENUEVNG TIPAY LA TIKO TN TAG

VAOTIOMON ATO TOUG HaBNTEG
Magioladitis M., Ringas D., Christopoulou E. (2019). “Promoting cultural heritage via
gamification and augmented reality”. 2nd International Conference on “Digital Culture &

Emo o HACAAenTEs HRESRdRs!

#gg\/} Creativity in Arts and Technology”, Corfu, Greece.
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1 2 3la
S 8 7
11 10+ 8
1213 4
15 11

EBvixn IivakoOnkn, Mapaptnua Képkupag
TayvidL epwtnoewv pe fdon ta ekBepata

Android e@apuoyn
T'ovAa, N. (2017). Zxediaoudg kit avamtuén eQapuoyns matyvicddovs YapakTipa o€ Ywpo TOATIOUOD,
Aimdwuatiky Epyaoia, THMTY, Hav. [Hatpwv
Emiotnuovikny TnAe-8muepida IAE loviwv Njowv EAéwn Xplgrlogé) 3}(\)021)1’



2xedlalovtoc eva mayvidt
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2xedlalovtag eva

oy vibL

N Stadikaoia péow T omolag o
oxedlaotg dnpovpyel Eva mAaiolo to
omolo Ba avTIUETWTIoEL Evag
OUUETEXOVTAG KL ATIG TO 0Tro(0 O
avadvBel kamolo vonua

m 4 gAevbepleg
= avadl)Tnong, TEPLEPYELNG
= amotuylag
= EMAOYNG pOAOL /YapaKTHpa

= TIPooTdOelag/ KOOV

B 5 XapaKTNPLOTIKA/IOLOTNTES
® EVOLPEPOVOEG ATIOPACELG
¥ GUVETELEG TWV ATIOPACEWYV

(avtapoln kot Tipwpla)
= ueTpnolpa/ocvykpiopa
QATOTEAEOUAT

® oa@WS KAaBopLoPEVOUS 0TOXOUGS Kal

KOVOVEG
® gAKVOTIKO (engaging)

Emotnpovikn TnAe-8ipepida IMAE Ioviwv Nowv
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B EUPEOT) TWV TALYVIWOWV XAPAKTIPLOTIKWV
™G Stadikaoiag pabnomng

B EVOWUATWOT) AUTWV TWV OTOLYEIWV O€ Eva
TaLYVIOL pe KatdAANAo oxedlaouo

B 0TOX0G 1 HAabnon va mpayuaToToleital

TIAPACKNVIOAKA, KATA T1) OTLY T TTOU
ZXE5L(§LZOVTOLC £val TALKTNG ECTLALEL OTNV KATAKTIOT) TWV
OTOXWV TOV TTaLYVISLOU

EKTIOLOEVUTLKO TTalLvidL

m ¢umvevon (inspiration)
® Swatmwon (formulation)

m tekunpiwon (documentation)

EAévn XplotomovAov,

Emiotnpovikn TnAe-8mpepida IAE loviwv Njowv 21.02.2021



...KolL yLa TNV vAomolnon;
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o ”MPIIJVENNR Projects~  Connect~  Build~  Help~ MyProjects  Gallery  Guide Reportanissue  English+ hristope@gmailcom ~

CT - T [ E=

Palette Viewer ‘Components Properties
User Interface [“Display hidden components in Viewer ® [ screen Screenl
_Check to see Preview on Tablet size. IA
Layout % 8 canvast AboutScreen
Media Screen gain )
[A]Label
Drawing and Animation ) Label AccentColor
@ Accelerometersensor! B Default
Maps AlignHorizontal
Sensors Left:1+
Social . AlignVertical
Top:1+
gl AppName
Connectivity BallBounce
LEGO® MINDSTORMS® ] BackgroundColor
[0 pefault
Experimental
Backgroundimage
Extension None...
Importextension 8 MIT . o e T - : o [ -
| D5 APP INVENTOR Projects Connect Build Help My Projects  Gallery  Guide  Reportanlissue  English hristope@gmail.com
stsoe = e e R =
Blocks Viewer
@ Built-in
when -Flung
H control
= Logic do  set
Emath
W rext
Muists
B colors
W variables
W procedures
© [ screem
© Zcanvast
gain .
A =
[Avzben "1 AccelerometerSensort « Bl s
@ Accelerometersensorl M Qo do set
@ Any component Show Warnings

set
~—

-+

NeptPAaAAov omTikoU TTPOYPAULUOTIOUOU
Anuloupyla kwvntwv epappoywv (Android)

http://appinventor.mit.edu/

-”- MIT

APP INVENTOR
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m Scratch [https://scratch.mit.edu/]

m Room Escape Maker [https://
roomescapemaker.com/]

m Kahoot [https://kahoot.com/]

... OlLapopec

m App Lab code.org [https://code.org/
educate/applab]

NMAATPOPUEG

m Game Lab code.org [https://code.org/
educate/gamelab]
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KoL OpEEN...
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m  MIT App Inventor [http://appinventor.mit.edu/]
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