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Iepiinyn

O Teyvoloyikog KOGHOG £xel ODGEL TO TEPODPLO AVATTLENG dVO VEWV EVVOLDV,
tov [TAnBomopiopov ko g [Hayyvidomoinong. O [TAnbomopiopodg Ppickel NN peydin
AmYNON OE £PYO KOWVMVIKOV, TEXVOAOYIKOD 1] OIKOVOLUKOV YOPOKTHP Kot cuveyilel va
AopPavel peydieg dlaotdoels, Kupimg Adym TG eEEMENG TOV KIVITMOV GLOKEVMV KOl TMV
dwtvwv. H IMoayvidomoinon og 6pog mov Tpoépyetol amd To YOPO TOV TOLYVIOLDV KOl TNG
SpUOpE®OoNG  BETIKOV  CLUTEPIPOPDOV  GTO  YPNOTY, YPNOWOTOEITOL G  TOAAL
dtapopetikd £pya. H yprion tov o svotfuata [TAnBonopiopod yopaxtnpiletot amd v
avaykn mapaxivnong kot déopevong ypnotov. H Bifloypagpia mov evodver tovg 600
VTOVG TOUEIG OVOTTOGGETOL GUVEXMG, EVM TOPAAANAQ OMUIOLPYEL EPOTNUOTO KoL
Oépota mpog emilvon. Me 1t ypNoN NG TMOWOTIKNG £PELVOS KOl TOV OTOUIKOV
ouvevtenEemv og BAbog, N mapovca epyacia emyEPel VO ATAVTIGEL GTO EPMTILLATO TOV
kpidnkav ©¢ mo onuovtikd. Amd T0 GLUTEPAGLOTO TPOKLATEL M Onpovpyio. £vOg
OYNUOTOG UE ONUEIO-KAEWOD TOV TPEMEL Vo TPOGEYOLY Ol oyedlootés evdg Gamified
Crowdsourcing cvotiuatog otovg &Eng topeic: Evdoyevig/EEwyevng Tlapaxivnon,
Kivntpo Kowwvikomoinong, Xpnupatikd Kivntpa, Mnyoviopoi Ioyvidomoinong,
[Towdtnrta Agdopévav.

Aégerg Khewowa: minbomopiopods, maryvidonoinon, moldtnta d0edopévey, Kivntpa,

Tapokivnon, SECUELGT YPNOT, KOWVOVIKOTOINOoN
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Abstract

Technology world has given space for the development of two new concepts,
Crowdsourcing and Gamification. Crowdsourcing is already very popular with social,
technological or economic projects and continues to grow, mainly due to the evolution of
mobile devices and networks. Gamification as a term derived from the gaming
environment and the formation of user's positive behavior, is used in many different
projects. Its use in Crowdsourcing projects is characterized by the need to motivate and
engage more users. The Bibliography that studies these two areas in combination is
constantly developing, while at the same time it raises questions and issues to be solved.
With the use of qualitative research and in-depth interviews, this academic work attempts
to answer the questions that were considered most important. According to outcomes, a
key-point scheme is created, to be taken into consideration by designers of a Gamified
Crowdsourcing system in the following areas: Intrinsic / Extrinsic Motivation,
Socialization Motivation, Financial Motivation, Gamification Mechanisms, Data Quality.

Keywords: crowdsourcing, gamification, data quality, motivation, user

engagement, socialization



IIporoyog — Evyaprotieg

H 13éa yio v evacyoAnon He 1 cLYKEKPIUEVT] ATTA®UOTIKY EPYACIO TPOEKVLYE
péoo amd v mapovcioon g évvolag tov Gamification oto pdOnuo Marketing tov
Metantoyokotd Ilpoypdupotog tov Ilavemomnuiov Moakedoviag. Qc éva @péckog
KAAdo¢ ov PacileTon 6T dlookEdon HECH Amd TO ALY VioL, £YEL LEYAAO EVOLOPEPOV KO
nepdmpro yuo Epevva. O ITAnbomopiopds, £va eavopevo mov Aapfdvel peydin dvvoun
oTIG UEPEG HOG pmopel vo ypnoomon el Yoo TOAAOVG Kol SLOPOPETIKOVS GKOTOVG KO
Exel apketo evolapEpov ool Paciletal kabapd otov avBpdmivo tapdyovta. H toun twv
Vo gvvoldv givan €va Bépa mov amacyorel TOvg epeLVNTEG T TEAELTAiN YPOHVIOL KOt TOL
napadeiypata pe to oroia NPba ce emaen péca and TIc GTOLOES LoV, e dBncav 6To va
10 emAéEm ®g KLPLO BEpua TG SA®UATIKNG Hov gpyaciag. O K.ZTEWKAKNG He TNV
aoTEIPELTN LTOUOVT TOL e EVOdppLVE KaTd TN dtbpkela Tov Ta&dov kot pe fordnce va
OVTILETOTIC® TG OLOKOMES KOl vo TPoY®PNow® HEXPL TO TEAOG. OEA® va Tov
ELVYOPIOTICM YL TNV QAYOYN GLVEPYOACIO HOG KoL Yo TIG 106G KOl YVMOELS OV OV
LETEPEPE Y10 TNV OAOKANPM®OT] TOV £PYOVL aTOV. AV KOl XPEWICTNKE VO TOPATEIVD TO
xpOVo Tapdooons ™S epyaciog AOY® TV XpovoBOpmV GLVEVIELEE®MV OV £MPETE Vo
TPOLYLOTOTOU O, 1| EPYUGIO OAOKANPOONKE e EMTLYIO KO O1 YVOGELS KOl EUTEPIEG TOV
amokOoa eivar ToAAEG. @A emiong va evYOPICTICE OAOLG TOVS GLUUETEXOVTEG TOL
EloPav pHéPog 0TI GLUVEVTEVEELS Kot TOL e PEYAAN mtpoBupia amavtnoay Tig EpMTNGELS
LoV KOl APEPMGOV TOADTIHO ¥pOVOo Yia va fonBnicovv v €pevvd pov avtn. Téhog 06
VO EVYOPIGTICM TNV OKOYEVELL LoV oL pe otpiée 6 OAn TV mopeio TOV GTOVIDV

Hov.
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Ewsayoyn

1.1 Hpofinpo — Enpavtikétnto Tov 0<patog

Avo €évvoleg mov amacyolobv tov Teyvoroyikd KOGHO To TEAELTOiN YpdVIX
evromilovtar ot PipAoypagio pe dbo Waitepa ovopata, g I[aryvidomoinon kot
[TnBomopiopds. Ta dvo avtd medio mov NoOM €xovv AdPel peydieg d16TACEL OTNV
EMIGTNHOVIKT] KOWVOTNTO OALL KOl GTO YMPO TOV EMLYEPNCEDV £YOVV L0 KOV TOUT, TNV
mapoakiviion Tov ypnotdv. Me epappoyés Oomwg mn Wikipedia ®g pio online
eykvklomaidelo, 1o Amazon Mechanical Turk yio Adoelc dhvtov mTpoPAnudtov amd
TPOYPAUUATIOTEG, TO Waze Yo evUEP®ON TG KLKAOPOPLOKNG KIVIONG UITOPEL KOVEIS Va
KOTOVOTOEL TN ONUAVTIKOTNTO OAAQ Kot TN cvveyr] dvodo tov ITAnbomopicupov, mov
xpnowonotel v gveuia tov TANBoLS Yo TV emiAvon TPOPANUATOV Kol TNV GLAAOYN
nopov. H TMayyvidomoinon og éva capag vedtepo trend €xer tpafnéel v mpocoyn
pueydiwv brand omwg ta M&M’s, m Nike, 10 Software Autodesk, m Samsung
(mycustomer, 2015) (ClickSoftware, 2014). H TTawyvidonoinon pe toug mopakvntikoHs
punyoviopots g pmopet va enépuPet oe mepipdirovia 6mov 1o mAnbog gival anapaitro
YL T GLVELSPOPA TOPV KABE £100VS Kol VoL GUUPAAEL Y10 TEPAUTEP® GLUUETOYY| KOODG
KOl Y100 VO TTPOCEAKVOEL pHeYaALTEPO TANOoC ypnotdv. To onueio topng twv dovo
avaeepBEviav Tedimv TPOKAAEL Lo EVOLAPEPOVTO VEN TTPOTOGCT EPELVOS KO EPAPLOYNG
TOV OVTIOTOL®V TEYVIKOV Kol ePYULEl®V, TPOGOHETOVTOG o SLOCKEOAGTIKY GKOMIAL GE
projects mov pmopoHv va. vAomomBovv yia ToAD coPapovg okomovg. Ot peAETEG Kot Ot
épeuveg mov €yovv mpaypatonombel wg TOpa TAVO oIV Vo TV TESI®V OVTOV,
KOAVTTTOLV 0PKETOVG TOUEIS KO OTAVTAVE GE EPOTNLATA, OPVOVTAG OU®G TEPODPLO Yo
TEPALTEP® dlePEVVN o).

Q¢ 600 oYeTIKA VEN OUMG QUIVOLEVA, TO. EPOTILOTO TOV ETIGTNUOVIKOD KOGHLOL
elval mOAAQ, KwvoLpEVO Kuplwg YOP® OO T OMOTN EQAPUOY TOV TOPOTAV®
UNYOVICU®V Kol €V TEAEL YOp® omd To gpdTNUa TOL av mpdyuatt to Gamification sivon
ypowo oe ocvotiuota Crowdsourcing. Avtd To €pOTAHOTO OAAL KOl KATOW oKOUN
Baocwkd Oépato Bo mpoomabncel vo omavtioel n Tapovoo SUTAMUATIKY] €pyacia,
Baciopévn oe amdyelg €01kdV, Ol omoiot &yovv aocyoinbel pe to aviikeipeva vro

€PEVVINOT] KO KATEYOLV TNV KOTAAANAN gumelpia G QVTA.



1.2 Xkomog— X1o)0r
O o10%0¢ TG OMAMUATIKNG glvor 1 e&epedivnon TG LEXPL TOPOS CUAVTIKOTEPTG

Biproypapiag mov evover ta medion Tov [TAnBomopicpov kot g IMoyvidomoinong, n
€0PEDN TV MO CNUAVTIKOV OEUATOV TOV AToGYOAOVV THV OKOONUOIKY] KOWVOTNTO KO 1)
npoomdfelo. amdvinong Tovg HEc®m NG PpAoypagiog OAAG KOl TOV OTOVTNCEDV
KAmolwVv €101KdV Tov YOpov. O TTAnBomopiopndc mov epapuoleTon e Epyo KOVOVIKOD,
OIKOVOUIKOV OAAG KO OTKOVOLIKOD YOPOKTHPO, TOPOVGLALEL GUVOTTTIKO TAEOVEKTHLATO
OTm®G:

e A&lomoinomn yvoong Kot ppESK®V 10DV amd 10 TAN00G,

e  Mipdtepo 1 Kol uNdeviKd KOGTOG Aettovpyiag,

o ['pnyopodtepec Moelg kot cuveyég feedback yia tig Aoelg avtéc,

® Aueceg CLVEIGPOPEG,

o Avebpeon VEOV TOAEVTOV(UEALOVTIKOV EPYOLOUEVOV Yo OPYAVIGHOVG).
H IMouyvidiomoinon éxet ) dvvatdmra va Bondncetl oe peydro Babuod opyavicpobs kot
dropa mov avalntodv enilvon mpoPfAnuUdTOV HEGHO TOV TANOOVS, APOV LE TIG TEYVIKES
KOl TOUG UNYOVIGHOUG TOL TOPOVCIALEL UTOPEL VO TOPAKIVIGEL TO GTOMO VO
ocvppetdoyovv og Odpopa €pya. ‘Hom Ppioker ™ 0éon g oe KAdOOVS OT®G TO
Marketing aAld kou n Exnaidevon kot pmopel va tpoc@épet Kot va EVIeOGEL GNUOVTIKE
ta £pya [TAnBomopiopod. Ta 600 avtd povdpeva Ge GULVIVLAGO, TOPAUEVOVY GE PEYOAO
Babuod aveEepevvnta. Av kot yivovtonr mpoomdfeleg HEAETNG TOVLG KOl OAVINGMG
epOTNUATOV, Ta OEUATO TOV OTOGYOAOVV TOVUG UEAETNTEG €ivol OpPKETO Kot LIAPYEL
YDOPOG Yo EPELVA KO ATAVINGNG TOVG. X& apKeTE pOpa mov peletOnKay ot EpeuvNTég
MAwcav v avaykaldtnto ylo. ToloTikés perétes. Baoilopevolr og avti v mpdTaom
OTOPAGIOTNKE 1 TOPOVCO UEAETN VO YPNOUYLOTOMGEL TOOTIKN ovTi Yoo T cvviin
TOGOTIKY £PELVA, TPOKELUEVOL VO, KAALPOETL LEPOG AL TOD TOL KEVOD Ko VoL armoTutBel 1
TopoVGO KATAGTOGT TV CHUAVTIKOV Ogpdtov Héca omd ) KoMl TV avlpOT®V Tov
aoYOAOVVTOL HE TOVG ovyKeKpluévoug topeic. Ot €dikol mpoépyovtar gite amd v
EMIGTNUOVIKY] KOWwOTNTOo £ite amd emiyelpnoelg kol o kabévos Eexwplotd £xel epumAaKel
onuovtikd o€ project Gamification. Tlapdiinia m mieoynoeio tov apBpwv moL
oLVOLALoVY TOLG dVO OPOVS AGYOAOVVTOL KLPIMG HE TPOKTIKEG EQPOPUOYEG TOVS GE

CLYKEKPLULEVOLG TOUEIG Kot aivetal vo vdpyetl po EAAeym og dpBpa mov Ba epgvuvovv



OMOTIKA M 0YXe0OV OMOTIKA TNV TapovoO KOTAGTACY Yo, TNV UETAO00N YVAOONG OF
peAlovtikovg oyxedlaotég Gamified Crowdsourcing GUGTUATOV.

Ta epomuoata mov mapovstdloviol oV TaPaKAT® evotTNnTo 0popovv Béuata
ota omoia £xovv avapepBel o1 uEypt Tdpo LEAETNTEG, TAPOLGIALOVY EVOLUPEPOV, EVD OEV
&xel KAgloetl Yo avTd aKOUN 0 KUKAOG €PELVOG KOl OLPIVOVV TO TTEPIOMPLO HEAETNG KOt

VEOV TPOTAGEDV.

1.3 Epotipato Xovevtevéemv

a. O@éln ypnotov and tn cvupetoyn Tovg oe neptpaiiovta Crowdsourcing

b. To xivntpo g Kowwvikomoinong kot to AicOnua g Kowdmtog og
napdyovtag mopakivinong y tn ovppetoyn ypnot®v oe Crowdsourcing
[Tep1farrovta

c. Evdoyeviy/EEmyeviy Kivntpa/ Oewpieg Tapakivnong Kot 1 cOVOEST] TOVG UE
TOoVG AOYOVG TTapakiviong towv ypnotav oe Crowdsourcing mepifailovia

d. Ot unyovicpoi Gamification kot 1 opBn yprion T0VG

e. Xpnuatwd ‘Erabio/Kivntpa ko n xpion tovg oe Gamified Crowdsourcing
nepPairovia

f. Zyedwwoudc Gamified Crowdsourcing Xvotnudtov — Enuavtikd fripoto.

g. Awcoedion ITlowwmrag Aedopévov oe mepidrirovta Crowdsourcing kot

Anopuyn tov Kaxopoviov Xpnotov

1.4 Xvveio@opd

H ovveilopopd g mapovoag peAétng sivor m Kotaypoen £pOTNUATOV TOL
TPOKLITOVY PEGO omd TV £wg TOpa BifAoypapia kol n tpoondBeio amdvinong tovg. H
dwdwasio epappoyng g Hoyyvidomoinong oe epapuoyég ITIAnbonopiopov ywpiotnke
o€ EVOTNTEG Ol 0MOieg amoTeEAOVV Kol TN Pacikn Oepatoroyio Kot apopovV To OQEAN TNG
GUUUETOYNG T®V YPNOTOV, TOVG TPOTOLG TOPOKIVIIGNG TOVS HECH  UNYOVIGUOV
[Moyyvidomoinong, dvvatd kivnrpa 6mwg ™ Kovovikonoinong oAdd kot ap@ileydpeva
OT®MG TO YPNUOTIKO KOl TEAOG TNV TOLOTNTO TOV OEdOUEVAOV TOV GLAAEYovToL. [ v
OTAVTNGON TOV EPOTNUATOV KOl KATOYPUPT TOV GUUTEPUCUATOV TEPA OO TO EVPNUATO
mg Bifloypagiog, coumeptAednkav Kot OmOVTIAGES EWIKOV TOV TOUED TOV
Gamification. Mg ) ypfon TG TOOTIKNG EPEVVOG KOl TV OTOUK®DV GUVEVTEVEEWDY GE

Babog &ywvav ovoimoelg cuintnoelg pe artopa mov £xovv acyoAndel axodnuoikd M
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eMOyyeEALATIKE pe TV gpapuoyn otoyeiov Tayvidomoinong o dopopeTikovs TOELS.
Ta cvunepdopata evioyvoav Tig HEXPL TOPO OTOYELS GAA®V HEAETNTOV TAVED GTO
Oépota mov TéOMKav M Npbav oe ocOykpovon pe AGAA0 amd ovtd. XTO0 TEAOG
dNuovpynOnke £vo oYU Le SUOVTIKES GUIPBOVAEC Yoo OAa ToL oMueiol TOL CYEOACUOD
evog ovotmuotog [TAnBomopiopod mov mpémel va mpocélet £vag oxedloTNG Kot Vo £XEL
VIOYNV, TPOKEEVOL VO LELMGEL TIC TOAVOTNTES AmOTVYIOG TOV gyyelpuatdc tov. Ta
CLUTEPACUATO TG EPYACTOG LTOPOVV VO BPOVV €QOPULOYN G€ TOAALOVS TOUEIC, KOOMDS Kot
va Bondnicovy oty avamtuén emyElpnoloKk®v poviéAwv mov Bo fondncovv ce project
OV 1 GUECT YPNLOTIKN avTopolPn uropel va eivat SVGKOAN, eE0pdVTOG EVOEYOUEVMG TOL
ovotiuata Crowdfunding, to omoion Adyw g Aemtng @Oong Tovg Ypedloviol o

eVoeAEYN EMEENYNON £PELVA KOl LEYOAVTEPT) TPOGOYT GTNV OVAALGT] TOVG.

1.5 Baown Opolroyia

Gamification: TTouyvidomoinon, n ¥pNON UNYOVICUOV Kol GTOWXEI®V TOYVIdL00
KOl 1) E100y®YN ToL otoryeiov g dlackédaong o€ meptBdilovta mov dev oyetiCovtan pe
TO oY VidL [LE GTOYO TNV TTapaKivnon.

Crowdsourcing: ITAnfomopiopudg, n cvAAoyn TOpwvV amd t0 TANOOG Yoo TV
OAOKANPMOT] SEPYACLAV GE UIKPOTEPO YPOVO KOl LUE UKPOTEPO KOGTOG.

Game Mechanics: Mnyavicpoi Iloyvidomoinong, ot unyovicpol  mov
YPNOLOTOOVVTOL KOl EVIACCOVTOL GE £V GUGTNUO YO, VO TPOCEAKVOGOLV Kol Vol
SITNPNGOLY TO EVOLAPEPOV KOL TNV EUTAOKY| TWV YPTOTAOV/EVOLUPEPOUEVOV LEADV.

Motivation: [apakivnon/Kivntpo

User Engagement: H epumAokn)/décpevon tov ypnom

1.6  AwapOpomon g perétng

Y10 Kepdrowo 1 yiveton emenynon tov oKomov Tng mopovoag HEAETNG KO TNG
GLVEIGQOPAG TNG TNV emoTNUHOVIKY Kowdtnta. H pedém Eexwder pe ) BipAoypagikn
Emokomnon oto Kepdiato 2, émov kan yivetar n évtaén otig £Vvoleg Tov dlepeuvavTa,
TNV Kown Toug Topeia kabmg kot o kKdbe vrogvotnTa oL TS apopd. X10 Kepdiao 3
Kol a@ov &ovv MOM d0bel ta Bépota g €pevvag pécwm g BipMoypagikng
Emokomnong, mapovcsialetar 1 MebBodoroyia mov axoiovbeiton ywo v Ilowotikn
‘Epeguva kor o Adyog emhoyng te. Emiong dlvetar o mivakag HE TIG OMOVTNGEL, TOV

ovvevtev&lalOueEV®V, OOUNUEVES e TETOL0 TPOTO MOTE Vo, Elval dpeca KOTavonTég amd
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tov avayvoot. [poywpovrog oto Kepdiaio 4 yiveror aviilvorn Ttov omovincewy,
Bacwopévn ot Bifiioypagio kot ot kpion tov epguvnty. Téhog oto Kepdiowo 5
dtvetar o Emidoyog ¢ perétng kabme Kot £vo TAOIG10 TMV GNUOVTIKOV EVPNUATOV TOL

Tpoékvyav omd ta Tporyovueva Kepdioa.



2  Bipaoypogu) Emokonnon — Oeopntiké YaopaOpo

H e&éMén tov teyvoroyidv minpogopidv kat emikowvoviog (TTIE) avédeite 600
(QOVOUEVO TO OTOl0L TPOKAAESOV HEYOAO €VOLOPEPOV OTIG OKUONUOIKEG KOWVOTNTEG
(Morschheuser et al., 2017). To Tp®dT0 @avopevo givar owtd TE YPHoNG Tov TAROoVG Yia
TNV GUVEICPOPE TOP®V TPOKEUEVOD VO SIEKTOUPEDOOVV KATTOLES dlePYACIEG OPIGUEVEG
amod opYavIGHOLG 1 avBpdmovg kot ovopdletar ITAnBomopicpdc. To devtepo pavopevo
TPOEPYETOL OO TO TTOLYVIOIN KOl GUYKEKPIUEVO OO T YLYOAOYIO TV TALYVIOIDV LECH
¢ oraokédaong Kot ovopaletor [owyvidomoinomn. Qg 600 oyetTikd vEor 6potl TapaUEVOLY
oe peyaho PBabud avegepedvnrol, 1000 Eeympiotd 660 Kot otov cuvovaoud tovg. H
épeuva yroo TV oAANAETiOpaon avBpOTOL KoL VITOAOYIGTH 001 YNGE GTNV AVAIVGT| QVTMOV
TOV EVVOLMV Kl 6TV Tpoomtdfeia epeuvnTav Yo e&epedhivnon dAvtov axkoun (ntmudtov
mov TS apopovv. H toun 0g, avtdv tov 400 evvoudV €Yel OMOTEAEGEL OVTIKEIUEVO
ocv{nong kot £pgvvag, aeov ot texvikes [ayyvidomoinong mov ypnoiponoodvtol Katd
KOPLo Adyo ®G mopdyovteg mapakivong, LTopodV va AEITOVPYNGOVY KOl GE TEPUTTOCELG
omov to mAn0og nreitan va aplep®dcel YpOvo Kot TOPOVS GE L0 EQAPLLOY.

H Biproypagikr) Emoxomnon élaPe pépog ota mpmta Prpata g epyaciog
a@o¥ 1 Osopntiky Ogpatiky Availvon mov akolovdnnke emPdiiet to Py avtd Tpv
mv évapén mg épevvog (Braun and Clarke, 2006). I'a v avedpeon g BifAoypagiog
&ytve ypnon g eotiacuévng Piproypagikng avalnmong pe AEEeic-kheldtd oty Paon
dedopévmv Scopus, eved TapdAANAL epELVIONKAY Kol 16TOGEMOEG GYeTIKA Le TO BELQL.
EnéyOnkov apbpa 1o omoion ocuvovalav Tovg o0Vo Opovg Gamification ko
Crowdsourcing, ev®d Yo AOYOLG TOPOVGIOGONG TWV EVVOLDV, YPNCLLOTOMONKaY Ko
ONUOVTIKA avayvopiopéve apbpa ta omoia exeEnyoldv T TOPATAvV® £VVOIEG XWPIOTAL.
Téhog yio v vmoopiEn ¢ pebodoroyiag Eywve ypron GpOBpwv mov LITOdEKVOOLYV TOV

TPOTO £PAPUOYNG TNG LEBOOOL OV EMAEYONKE.

2.1 Crowdsourcing

O 6pog Crowdsourcing 1 oAlwg ITAnBomopiopdg Omwg ovopdletor oty
EMnvicn yYAwooa mpotoavaeépnke to 2006 and toug Jeff Howe kor Mark Robinson
Kol opiotnke ®¢ N wpdén e€mtepikng avadeong KadnKOVTwV, eved TopIAANAQ amOTEAEL
po avotytn TpdokAnot o€ Eva dyvwoto TAN00C atoumy Yia T AVoT evog TpoPANLaToG,

Y TN dlekmepainon kdmolag depyaciog N ywo T cvAioyn Wwemv (Brabham, 2008). O
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[TnBomopiopdg amoterel Eva oTPATNYIKO HOVTEAOD OlaXEIPIONG TNG YVAOONG TOV KOOV,
Yo TV emiluorn TEPITAOK®OV VTOAOYIGTIKOV TPOPANUATOV, Y100 TV OVOTAPOY®YN
HEYAAOL OYKOL OE0OUEVOV 1 YO TNV EKTEAECT] TEPAUATOV HEYOANG KAILOKOG
(Dergousoff & Mandryk, 2015). To Crowdsourcing cuvifwg mepthapufaver Tpeig
KOTNYOpleg CUUUETEYOVT®V: TO TANO0GC, TIG ETAPEIES 1] OPYOVIGLOVG TOV EXOOEAOVVTOL
a0 TIG GLVEICPOPES TOL TANOOVE KOl o EVOLAUEST TAATPOPLLO TTOV GLVOEEL TO TAN00G
ko Ti¢ etoupeieg (Brandtner et al., 2014). O mhotedpuec Crowdsourcing omotelodv Eva
HEGO YlOL TNV TOPOLGIOCT TOV EMGTNUOVIK®OV OEO0UEVOV KUPIOS GE EQAPULOYESG
EMGTNLOVIKOD EVOLAPEPOVTOC, Y10 TNV KOTNYOPLOTOINoT Kol avAAVGY TOVG GE TEXVIKO
eninedo. Eivot emiong o tpOmOC pe ToV 0moio o1 SLoEPIoTEG GLGTNUATOV, Ol GYESIUGTES
KOl Ol YPNOTEG EMKOVOVOUV KOl GLUUETEXOVV GE €VO KOWO €pyo. APKETA YvMOTN
vrokatnyopia tov Crowdsourcing givon To Crowdfunding, cOppova pe 1o omoio ot 10€eg
ATOUMV N OPYAVIGUAOV Ypnuatodotovvtol and to mAnbog (Mollick, 2014). [Tapdra avtd
1 OKOVOWIKT €Vioyvon 0eV €lvat 0 LOVOG TOPOG OV UITOPEL VO TPOSPEPEL KATOL0G LEGTL

amo ta cvotuata [TAnfomopiopod.

Ot1 Morschheuser et al. (2017) omnv ektevn BAOYpAPIKN TOVG EMGKOTNOT TAV®
oto Béua g ypnong tov Gamification oe gpappoyég Crowdsourcing avoa@EpOVTal GTO
evvoloroyko épyo tov Geiger kou Schader, coppwva pe to omoio o ITAnBomopiopog
pumopel va dwywpiotel oe téooeplg Katnyopieg Ommg gaivetar oty Ewova 2.1-1.
Yvuykekpéva avaeépovv g “to Crowdsourcing eivot mévio TPOGAVATOAGUEVO TTPOG
v mAnpogopio Ko oyetileton pe khmoww popeY emefepyaciag 1 ovVAKTNONG
TANPOPOPLOV: eMiAvom, dnuovpyia, encsepyacio kot Katdraln” (Morschheuser et al.,
2017). Evowgépov dnuiovpyet 10 yeyovog mog kdbe pio amd avtés T katnyopieg
aVTIGTOLKEl GE OSLPOPETIKY TPOGEYYIOT, TOGO TNG TMOKIAIG TMV GLVEIGPOPDOV TOL
Aappdvovton amd opoloyeveic 1 avopoloyevelg diepyacieg, 0G0 Kot TOL dYWPICUOV TNG

poepOLeVNS a&ilag amd LepovVOUEVEG 1| Oyt Olepyacies.
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Ewoéva 2.1-1: Kotnyopies Crowdsourcing cvpgmve pe tovg Geiger kou Schader
(Morschheuser et al., 2017)

‘Eva epdtpa mov pmopet va mpokdyel o €pya [TAnBomopiopov, sivor pe motov
TpOTO TO TAN00G Pmopel vo amoTeAécel pia 1oyvpn SVVOUN ETIAVONC TPOPANUATOV, TOV
va Eemepva TIG OLVALELS EEEIOIKEVIEVOL TTPOGMOTIKOV Kot VeV avBpdnwv. “Wisdom of
the Crowd” 1} aAAidg 1 Evevuia tov mAn0ovg sivon pa opdomn mov yapaxtnpilet amdAvta
TO0 YEYOVOG TG GE GUYKEKPIUEVES TMEPUMTOGELS, TO MAN00G pumopel vo goavel opkeTd
YPNOO KOl VO TPOGPEPEL TOIKIAL ammd £EVTIVES Kol AUECEG AVCELS GE LLOKPOYPOVID. 1
dvokora mpofAruata (Doan et al., 2011). Me to epdTpa ovtd acyoAndnkav epguvnrég,
avdpesd tovg kot ot Greenhill et al. (2016) avalnt®vtag ToVg TPOTOVE TPOGEAKVONG
YPNOTOV G€ cvotiuoto mov avalntovv t Pondeia tov mAnBovg. Mo mAaTEOpLQ
eEdAlov glval 1660 KA 0G0 glval Kot To ATOWN TOV TNV ATOTEAOVV KOl 1] OVATTUEN TOV
duvapkol g Kab®G Kot 1 STt pnor| Tov, TV KafloToHV AELITOVPYIKT KOl OTOJOTIKY).
Xwpig ) cvveyn EMGTPOPT XPNOTAOV dNUIOVPYOLVTAL GOPapd TPOPAN LT, YEYOVOS TOV
Ka016Té T0 6TOY0 AVTO ¢ Evav Omd TOLG TO CNUAVTIIKOVS, €0IKA 6€ TEPPAirovTa

[TAnBomopiopov (Pothineni et al., 2014).

H oavintuén tov xowovikov Siktdov, Tov online TAATEOPUOV Kol TOV

16T0TOnOV g PEPOG Tov Web 2.0 cuvéBarav oty edevbepia Tov AdYoL TOV OTOU®V KoL



oTNV aOENCT TEPLEYOUEVOD TTOV TOPAYETOL OO TOVG 1010VE TOLG YPNOTEG. XTO O1001KTLO
n dpdon &vog atopov eivar mOAD mo €viovn kKot mo TtoAunpn. Ot 18éeg Ko ot
mpoPAnuatiopol dtokivohvtol ypryopa Kot yopig @Ofo AOY® NG EAAEWYNG (QULGIKNG
vdéotaonc. To dladikTvo 0VGLUCTIKG SNUIOVPYNCE EVa SVVATO EPYUAEID GUVOEGIUOTITOGC
pHéom Tov omoiov pmopel 0 kaBévag va yivel €0glovING Kot evepynTikdg xpnoIns, vo
ovppetdoyel oe €pyo emilvong mPOPANUATOV 1 SOUOPACHOD VE®V 10E®V Kol Vo
dwtvmBel (Distefano and Rodi, 2017). H ypnon eropévmg g Eveuioag Tov mAnfovg éxet
avlicel péow oL SOIKTHOL Kot Yoo aTO amotehel Pacikd ympo @rholeviag Epywv
oLOYETIGUEVODV pe Tov TTANBomopiopd. 10 61001KTVLO EMOUEVMG HUTOPEL VO AELITOVPYNOEL
aploto N AOYIKY EKUETAAAELONG YVMOONG TOL TANOOVG, KOTE TV 0Tol0 Ol GUUUETEXOVTES
Ba popdlovron 10éec Kat YvmGeES Kot GAAOL €idovg mOpovs 1 Ba emAvovy TpofAanpata,

ToipvovTog HEPOS GE KOWVOTNTEG KOl GE EQPAPLOYES TOV TOVS OLPOPOVV LE KAOE TPOTO.
2.1.1 Xpijon tov ITinBomopiouod ce epapuoyés S1apopeTIKOD EVOLAPEPOVTOS

Ot epappoyég kol To cuoTHUATE 6To omoio gival dvvaTov va ¥pNoLoroodv
nopot and 1o mAnbog mowihovv. And épyn Emotiung tov moltdv (Citizen Science)
(Tinati et al., 2017) (Distefano and Rodi, 2017) (Prestopnik et al., 2017) (Prestopnik &
Tang, 2015) (Bowser et al., 2013), [IpocOnkng etiketdv (labelling) (L’Heureux et al.,
2017) (Hantke et al., 2015) (Feyisetan et al., 2015), Avagopds Ocpatwv AcTiKNG
Kvrhopopiag (Bousios et al., 2017) (Kapenekakis & Chorianopoulos, 2017), Zvotipato
Yvotdoewv (Bujari et al., 2017), Emonpavong INwooikdv Agdopévav (Dziedzic, 2016)
(Silva & Lopes, 2016) éo¢ koar Kivntov Crowdsensing (Pouryazdan et al., 2016) 10
Crowdsourcing €yet 1on a&lomomBel ko Ta amoteléopata givol OeTikd Ko gvoimva ylo

T0 LEAAOV 0TOD TOL VEOL GYETIKA TEHIOV.

Ta cvotuata mov ¥pnolonoohy €0EAOVTEG Yoo TNV EMIALGY EMGTNUOVIKOV
mpoPAnuatwv ovopdlovial cvotnuata Emomung tov IoArtov(Citizen Science). ‘Epya
€010V €id0VG Exovv mpaypatorombel VO T0 TPIGHA NG EKTOOEVTIKNG TPOGEYYIONG,
NG KOWOTIKNG OpAoNG, TNG VIOCTNPIENG Kol OloYEIPIONG TOV PLGIK®OV TOPMOV KOl TNG
avilvong dedopévav Yo epguvnTikovg okomovg (Prestopnik et al., 2017). Ta dropa
oLVNO®G OV EVIPEPOVTOL VO GUUUETEYOLV CE TETOOV €I00VG €pyal, TAPAKIVOLVTOL
E0MTEPIKA OO o AvAYKN OAOKANP®ONG €VOC CNUOVIIKOD OKOTOV KOl GUVEIGPOPAC
YVOONG OTIS EMOTNUOVIKEG kKowotntes. I[lapdAinia ot emoTiUoveg pmopoldv va
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YPNOYLOTOU|COVY VTN TN YVAOGCN Yo €Xilvor ypovieov 1 dvokolmv mpofAnudtwv. Tao
dedopévo mov mapéyovtal eivol oKatépyaoto OAAG umopovv eqv  emefepyacstodv
KATAAANAQ, Vo Tap€yovv ypnown minpoeopia. H avaueién tov atopwv ce avtd to
ocvotnuata givor cuvnBwg €0eAoVTIKY Kot v umopel v unv ivar dropo eE101KELIEVQL
LE EMOTNUOVIKEG YVOOELG v oto B€ua, yapaktnpilovtal amd to TABOC TOvg Yo TO
avTIKEIPEVO e TO omoio amacyolovvtal. Baoikr o€ autd to onueio, gival n emtvyio
OLYKEVIPMONG TOL  KATOAANAOL aplBuod oatouwv Kot mopakivnong ocwmv  dgv
SOKATEYOVTOL OO TNV OVAYKT GUVEIGPOPAS, KOOMDS Kot 1) S1G@AAGT TG TOOTNTOG TV
TANPOPOPLOV amd To Tapayouevo mepeyouevo (Tinati et al., 2017) (Distefano and Rodi,
2017) (Prestopnik et al., 2017). 'Exet mapatnpnOei nwg moArAEC e@aproyEC avTod TOV

€ldovg €xovv amotOyel AOY® EALELYTG CLUUETOYNG XPNOTOV.

H evpeia ypnon tov kivntov miepdvov Kabog Kot 1 paydoio e£EMEN TV
acOnmpov kot tov Internet of Things €yel avantdéel T0 aichnpa g cLVOEGILOTNTOG
divovtog VEEG TPAKTIKES Kol AVGEIS o€ vdpyovta TpoPAnuata. H mpocHnkn labels oe
ooToypopiec, HépN M kol og dgdopéva actnmpov pécw g dvvaung tov mAnboug,
LEWOVEL TO KOGTOG NG dadtkaciog Kabdg kot to xpovo oAokANpmong t¢. Mmopel va
ypnoonomel og ZuoTiHate LVoTAGEMV OTMOC Y10 TAPASELY IO AVTH TOV TPOTEIVOLV TN
BéATiot dradpopn| N onueio evolopépovtog oto ypnotn (Bujari et al., 2017). To labelling
ypnowonoteitar apketd o€ machine learning dwodikacieg kot 1 avaykn Y GLAAOYN
oedopévemy  pe 1O duvOTOV  HUKPOTEPO KOGTOG, €XEL OOMYNOEL O YXPNON TOV
[TAnBomopiopo (Hantke et al., 2015). Ocewpeiton po and 115 MO SOOEOOUEVECS
TEPWTAOCELS ¥pNong Y. minpopéva microtask (Feyisetan et al.,, 2015). Méow twv
smartphones, tablets kot Twv wearables o1 ToAiteg pmopovv emiong va mopEYovy yp1cILd
dedopéva og ol Kovavio e okomd Tr GLVEIGPOPE ot yvdor. Ot duvatdTnTeEG TOL
VILAPYOVV elval TOAAEG Kot TOIKIAEG [Le KLPLOTEPES TNV TTEPIBOALOVTIKY TaLpOKOAOLON oY,
TNV KOTAGTOOT TOL 0JKOV SIKTVOV, TIG HETAPOPES, TN ONUOCLH ACQAAELD Kol GAAQ
(Pouryazdan et al., 2016). To xivntd crowdsensing avinkel 610 YEVIKOTEPO TANIGLO TOV
Crowdsourcing aAAd pe omopaitnn T XPNON KWWNTOV GUCKELMOV KOl LE GKOMO TN
GLALOYT] YVOONG Ao £Va VPV PAGHLO ATOU®V, YEYOVOS TOV dNULOVPYEL TPOKANGELS TPOG
emiAvon, Omwg mn ebpeon ebelovidv, M mowdTTO Kol Kupiwg M aSlomotio TV

TOPEYOUEVOV TANPOPOPLAOV KO Ol OTATEG.
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Ot aotkég kowmvieg poaotilovral and mpofAnpate kivnong, TposPaciotnTog,
CLYKOWVOVIOV Kol Onpociov vmnpeciov. Ot moAiteg evmabdv opddwv Omwg ot
nAKiopévol 1 ot dvBpomot pe KvnTiKE TpoPANUaTe  SLGKOAEDOVTOL TOAD GOTIC
LETOKIVOELS TOVG OTIC TOAELS LLE TOLG YPNYOPOLS PLOUOVE Kot TIG OVETAPKEIS VITOSOUES.
Orav divetar 1 SuvaTOTNTO GTOVE TOATEG VAL EVTOTIGOLV TETOLOL £100VG TPOPAN LT KO
VoL ovapEPOLY aVTA Ta BEpata EyKatpa yio TV emdOpOmot Tovg, TOTE 1 Asttovpyio Lo
Kowwviag yivetoaw mo opoAr. H ddvoun tov mAnbovg oe avt v mepintwon, o€
ocvvovaoud pe to smartphones kot tovg oucOnTpeg, ONANON TR GTOLXEIDL OLTA TTOV
aVAKOLV g o €EVTTVI TOAT|, UTOPOLV VO AOTEAECOVV oNUOVTIKY PBonbewa yuor v

kaOnuepvn {on Tov avBporov (Bousios et al., 2017).

To Open Innovation énwg ovopdletar T0 véo avtd KOPO TEPLYPAPEL TIC OAAYEG
OTIG OTOleg VIOKELTOL 1] OLAOKACIY KOVOTOUING HECH OTIG EMYEPNCELS KOL 1) EUTAOKT|
pitov  eEmtepik®V  peAdV otig evépyelec avtéc (Brandtner et al.,, 2014). O
[TAnBomopiopdg o avtr ™ @don pmopel va ypnoipomondel yio va avoi&el to dpopo
GTOVG YPNOTEG TOV OLUGIKTUOV VO GUVEIGPEPOVY GE £vav opyaviopd pe veeg 10éec. Ot
LaToza et al. (2013) avagépovtar oto 0QEAN NG GLUPOANG OTOU®V OLUPOPETIKAOV
YVOOTIK®OV EMTEOOV, GTNV OVENUEVI] TOPAYOYIKOTNTO, OTO HEWWUEVA KOOTN, EVO
TOUPAAAN A avapEPOVTOL KO 6T Oladtkacio pe Ty omoia Ba emttdyovv 10 €pyo aLTO,
avaeepopevol Kupiog oe dadwkacieg Avantuén Koowa. H dbvaun tov minbovg propel
Oumg mapdAinia vo a&lomomBet yio TNV avaATTLEN TEPIMWEDV KOIKA OIS LEAETOVV Ol
Badihi and Heydarnoori (2017) pe 0Oetikd omoteléopoto oty  TOWOTNTA TGOV
GLVEIGPOPAOV. AKOUN Kol TPV OUMG TNV OVATTLEN KOOTKO 1) S10d1KaGiol TOL GYEOGHOD
amotoe®v pmopel va avapei&el Tovg teAkovg ypnoteg aAld Kot toug stakeholders og

KGOE PAOT TOL GYESAGHOD GOUE®VO. LE TIG Epguveg Tov Snijders et al. (2014) (2015).

‘Evag 6pog mov cuvavtdtor cvyvd pe to Crowdsourcing eivor to microtasks,
oniadn o daywpiopdg dlepyacudv(tasks) oe LIKPOTEPD, MOTE VO UTOPOVV Vo avatedodv
o€ peyaho mAnboc epyatmv (Kurita et al., 2016). Eivar évag 0pog mov mpokdmtel amd
JLdKAGI0 OPYAVMOONG TV JEPYUCLDY GE YPOVIKE LKPITEPES, Ol OTOIES EVOEYOUEVMG VL
ayyilovv kot ta devtepdienta. Aev yperdlovtor meptypapn, ovTe eivon TEPIMAOKEG Ue
OKOTO TNV EMAVOT A0 YPNOTEC LE OLOPOPETIKES YVAGELS. MTOpovV va cLuVVTTAPEOLY Ko
va dovAgvovtal TapaAANAL pe GALa task, evd Exovv kot T dvvatdHTNTO VO “YEVVIIGOLV”

véeg vmo-epyaociec (Latoza et al., 2013). o v omOTEAEGUOTIKOTNTO TOV £PYOV TOL
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dwywpifovton oe microtasks, w¢ avtapoPn eibioton va divetar €va ypnuatiKd moco
otovg ypnoteg (Feyisetan et al., 2015), mov 6pmg ywpic ToV KATEAANAO GUVOLAGUO LE
dAAovg €ldovg kivnTpa umopel va unv @ovel apketn o BEHOTA OTOdOTIKOTNTOG KOt
a&omotioc. H mateoppa g Amazon, Mechanical Turk(AMT) amotedel éva e€aipeto
Tapddelypo yprong g dHvoung tov TAN00LE Yo TNV EMALGON JEPYOCIOV TTOV £YOVV
ONUOGIEVTEL A0 EMYEIPNOELG KL EPEVVNTES UE GKOTO TNG EMAVOT| TOVG LE TO HKPOTEPO
KO6G6T0G 6T0 GvvTopdTEPO YPpdvo (Dergousoff & Mandryk, 2015). Ta mieovektiuato Twv
microtasks emkeVIp®VOVTOL KUPIwG ot HEimON xpdvov KukAopopiag evOg TPoiovTog,
OTN TOIKIAOLOPPIa TV ATOU®V TOL AAUPAVOUY HEPOG ,0TO UELOUEVO KOGTN AVATTUENG

AOYIoUIKOV, OAAG Kol 6TO KOUUATL TG dtaokEdaong kat evkoAiag (Latoza et al., 2013).

2.2 Gamification

To Gamification 1 m I[Moyvidonoinon 6nwg enionua ovopdletol otnv EAAnvikn
YADOOO TPOEPYETAL OO TOV PO TTayVidl 6TV 1o EAHOEPT KOl AVTOGYESIUCTIKY LOPPY
tov. To 1982 o Malone avayvopioe Tic duvatOTNTES TOV TOLVIOWOV ONAAdT NG
CUUTEPLPOPAS TOV YPNOTOV KATA TN O1EPKELN GLUUETOYNG TOVG GE KATO0 OO QLT Kot
aoyoANOnke otn pHeALTN TOL pE Ta oTOLKEID AVTE OV PTOPOVV Vo xpnciomoinfodv Yo
VO KAVOLV TIG SIEMOPEG (PN OTN MO eVYAPLOTES Ko dtaokedaoTikeéS (Malone, 1982). T'a
v kabiEpwon tov Gamification ypeidotnke vo tepdoet £va ddotnua Lo 6To 0moio ot
EMGTALOVEG OCYOANONKAV LLE TN YPNOTN TOLVIOUDV Yo TNV EMITEVEN GTOYOV KOl LE TN
YPNOTM TS OOKESNONG KOt TNG OMOAALONG G KVNTNPLEG OLVAUELS Yo ToV GAvOpwmo
(Deterding et al., 2011a) (Deterding et al., 2011b). Onwg napabdétovy ot Deterding et al.,
(2011a) oto GpBpo TOVE, O OPOG OV TPWTOAVUPEPONKE LE TN CNUEPIVT] LOPPT TOL TO
2008 &yer v xataywyn tov and 1 Blopunyoavia tov Pneokov Mécov, eve napopotot
opot £yovv ypnowonombel 6e O18POPES TEPMTAOCELS EPAPHOYDOV Kol GuoTHdToV. o
TOPAOELYLLO, TOL Serious games, £vag Opog mOL CLVAVTATOL OPKETE cvyvd pall pe To
Gamification, d10@épel oe Kamowo onueia, Onwc oto OTL £yl ¢ Paon T Sday| HECH
aKou”n Kot evog aAnBvol moyvidlov kot Oyt Lovo péEcm xpnong Kamolwv and ta otoryeio
wayviowy (Bujari et al.,, 2017). Ta e&icov yvootd “games with a purpose”
YPNOUOTOOVVTOL Y10 TN AVGT TPOPANUATOV TOL TPOEPYOVTAL OO SLAPOPOLS TOUELS e
™ ¥PNomn ™S SOHVOUNG TOV HLOAOD TOL ATOHOL TOL GLUUETEXEL 6TO Tayviol (Katmada et
al., 2016).
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O mo yvootdc opiopdc d00nke amd tovg Deterding et al. (2011a) kot cvupwva
pe avtov, n Hoyvidomoinon avaeépetal “otn ypNon oTolyelnv oYeSIUGHOD TOLYVIOUDY
oe mepPdirovta mov dev oyetiCovral pe to matyvior.” Ot opiopoi wov Exovv dobel oy
évvolo avtn €ivor moAAOl Kot TopOAO OV UTOPEl vor dapEpovy, £xovv Eva KOO
kevipikd  G&ova. To otoyyein TOL TouVdOD KOl TO KivinTpo. XKOTOC NG
[Moyvidomoinong eivar 1 mopoyn KWATP®V TOGO Yo THV TPOKANGTN YUYOAOYIKAOV
EUTEPLOV 01OV UE OWTOVG 7OV ooBavetol Kavel o &va mouyviol, 060 Kol Yo TIG
OAAOYEG OTIG GUUTEPLPOPES TOV XPNOTOV oL umopel va mpokoaAécetl. (Hamari et al.,
2014). Ot yuyoloykég eumelpieg mov TPOKLATOLY e TNV ¥pnom ototyeiowv Gamification
a@opPovV GTNV TAEOYNPI0 TOVG TO KIvNTPO, TN cLUTEPLPOoPE Kot TN dtackédaor (Hamari
et al., 2014) (Morschheuser et al., 2017). Onwg ce éva moyvidl €161 KOl GTIG EQPOPHOYES
Tov ypnoyonotovv ototyeia [aryvidomoinon, o xpnotg npénet va ocOaveTot ta BeTikd
cuvvalcOnuota mov AapPdver Otav maipvel HEPOC o€ €val KOVOVIKO Touyviol kol vo
cuvalcOnuota VT TPENEL e TN GEPE TOVS Vo EmNPealovv T cvumeplpopd tov. Ta
GPESO GUVOEDEUEVO OMOTEAEGLOTO GUUTEPLPOPAS, OPOPOVY TNV ECHOTEPIKT OVAYKN KoL
emBopion TOL YPNOTN YL GLUUETOYN] OE KAMOL0 GUGTNUO TOL £YEL TPOKVYEL OO TIG
YOYOAOYIKES EUMEIPIEG OV OMEKTNOE We TN ypnon dweopwv gamified pnyovioudv
(Morschheuser et al.,, 2017). Mw and 11 wo yvowotég epappoyég Ilayyvidomoinong
viomomOnke to 2009 oto cvotnpa Foursquare, 6mov o ypnotg énpene va kdavel check-
in og TomoBecieg Yo va Kepdioel moviovg. Ot topeic Tave oTovg omoiovg Exet pevuvn el
o [TAnBomopiopnde péxpt onuepa givon n vyeia, 1 doknon, N eKnaidevon, 10 EUndPlo, N
EVO0-0PYOVAOTIKY] EMKOWVOViK, Ol KLPEPYNTIKEG LANPEsies, 1N ONMUOCLHL EUTAOKT, M
TEPPAALOVTIKY] cuumeplpopd, o pdpketivyk kot 1 dwenuon (Morschheuser et al.,
2017).

21N onpepvN EmOYN TOL TO NAEKTPOVIKG Tayvid &xovv kepdicel £dapog, To
HEYOADTEPOG HEPOG TOL TANOLOUOD Kol KLPIMG TOV VE®V aTtOH®V EYEL TNV eumelpia
OLUUETOYNG O€ TEPPAAAOVTO OTO OTTOlo TTPEMEL VO TEAECEL IO GEPA AEITOLPYIDV HE
ocuvnBm¢ povadikd okomd T Sokédaon OAAd kot TV amdktnon emdOAimv to omoia
onavia £xovv a&ia extdg Tov moryvidy. To Gamification ennpeacpuévo amd T OeTikn
YUYoAOYioL TOL OMLOVPYEITAL GTOVG TOUKTEG HECH TNG SLOICKEDAOTC KOl TOV TTOLYVIOL0V,
0€hel va xpNGIUOTONGEL TOVG TOPAYOVTEG TOL WOOVV KATOLOV GTO VO APIEPMTEL YPOVO

oe mepiaiiovta Kot project mov dev oyetilovrarl pe 1o moryviot. Ta Oplo avapeca og
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oy vidl ko epyacio ivor akoun acoen Kot ot epevvntég mpoomabodv péoa amd Tig
HEAETEG TOVUG VO TTPOCOOPIGOLV TOTE Ol TEYVIKEG TOLYVIOWOD Kol O TOPAYOVTOGC
SloKkESoNG UTopel Vo OpAoEL G KIVIITAPLOG SVUVAUT YO TNV OEKTEPAIMOT EPYACIOV
(Greenhill et al., 2016). Onwg Ko oto TPOypoTiKA Toryvioln £tot ko oto Gamification
VILAPYOVV TECCEPO PAGIKE YOPAKTNPIGTIKA TOL TPETEL VO Aapdvovtatl vToyn: 0 6TOY0G,
ol KOVOVEG, 1 avaTpo@odoTnon Kot 1 gbghoviikn ocvppetoyn (Brito et al., 2015). Ze
TEPIMTOOTN U1 OOGTOD GYESOCUOD EVOG GLUGTNIATOC, TO £PY0 UTOPEL VO ATOTOYEL KO Ot
TOPAYOVTEG OLOCKEDOOTC VO UMV ETNPEAGOLY TO ¥PNoTn oTtov embounto Pabuod M va
vrofabuiovv T0VG TPAYUATIKOVS GTOXOVG TOL €pyov. 'Eyoviag ovtd katd vov, ot
peAetntég mpoomabodv pe TOKIAeEC €pevveg Ge SlAPOPETIKOVG Topelc va eEdyovv
GUUTEPACLLATO Y10 TV XPNCHOTNTA TOV TEXVIK®V [layvidomoinong kot yia tnv emiivon
TUYOV TPOPANUATOV TOL TPOKVITOVV KATO TNV EPUPLOYN TOVS. XTdYoG £ivor M xpnon
TOVG G€ JAPOP®V EWMV £PY0 KOl O OMOTEAEGUOTIKOG OXEOAGHOC TOVG Paciiopevoc o€
EMTUYNUEVO HOVTEAD KOODG Ko 1M avakaAvyn, 1 mpoPreyn véov peddowv mov Ha

katactnoovv v [ayvidomoinon wg pia ypoyn TpaKTiKy.
2.3 H Hoyyvidomoinon oc cvotipate [IAn0omwopiopod

H ypfion tov Gamification e epappoyéc Crowdsourcing €xel anacyOAGEL TOVG
ePELVNTEG €0M KOl KATOWL Xpovia, KaODS amd TV Opo oL EUPOVICTNKE ®G OPOG,
HeAETHONKE ®G TTPOG TN YPNON TOL YL TNV TPOGEAKVGT] TOV EVOLAPEPOVTOG TMV YPTOTMV.
H évvowa tov moyvidov and ta apyaio akoun xpdvia NTav EQAUAAN HE TN dluckEdaon
Ko 1 EuTTVN XPNON UNYOVIGUAV TTOLYVIOOD GE GLGTNUATO TTOV dOgV oyeTilovTal dueca pe
avTtd, ONUOLVPYEL pa EVXEPIGTN VOTO OV KIVIITOTOLEL TOVG YPNOTEG GTO VO TPOGPEPOVYV,
EMTPEMOVTAG TOVG VO AvamTOEOVY OEIOTNTES KOl VO SNULOVPYGOLV, OTOPEVYOVTAS TN
povotovia pog epyaciag. To Gamification ivon pior péBodog youyorloyikng moapaxivnong
KO Y10, 0TO Ol TEXVIKEG TTOV YPNGLULOTOIOVVTOL Yol TNV OPOGTNPLOTOINGT T®V XPNOTOV
HEC® 0oVTOL, aQOpPd TNV avayvoplon G oLuPoAns-aliog Ttovg kol ™G TANPNG
Katavomon g ovunepleopds tovg (Pouryazdan et al., 2016). Xtig mlotedppeg
Crowdsourcing, ot punyoavicpoi Gamification givol ovGLOGTIKG TO YOPOKTNPIOTIKA TOV
OLOTNUOTOG TTOV GUUPBAAAOVY GTNV KAVOTOINGT TOV KIWVATPOV Kol oL evBappivovv
TOVG YPNOTESG YO TEPALTEP® GLUUETOYN o€ online KowvOtnTES, social media, cuvepyatid

nepPaAlovta, mePPAAAOVTO EIKOVIKTG TPAYLOTIKOTNTOG KOt GAACL.
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Ta medla tov Gamification kot tov Crowdsourcing Omw¢ £€xet oavopepOel
Tépvovtot kot ot unyoviopoi Ioyyvidomoinong £xovv NoN ypnoomombel oe cuoTHuATo
Crowdsourcing pe Oetikd kot evBoppuvTIKA Y00 TO HEAAOV OTOTEAEGUOTO. XTN
BipAloypapio cuvavtdpe SUPOPETIKES TEPUTTOCELS TOV AVAIEIKVOOLV TNV 1KOVOTNTO
TOPOKiVIONG ¥PNOTAOV HECH TV pnyovicudv Iloayvidomoinong otovg S10popeTIKONg
topeig mov epapuoletar o ITAnBoropiopdc. Ot LaToza et al. (2013) avoaeépoviar oTig
TPOKANGEIS TOL OMuovpyovvtol Otav 1o TANBog dwayepiletar ko emAvel task ko
VootNPilovy TOC Ol UNXAVICUOL TTOV YPNCIUOTOIOVVTOL GE TETOEG TEPITTMOCELS TPETEL
VO UTTOPOLY VO, LTOPOVV VO EVEPYOTOLCOVV TOGO TOVS YPNOTES TOV OCYOAOVVTOL Otd
TNyoio EVOLOPEPOV Y10 TO AVTIKEILEVO OGO Kol aToVE Tov BELOVY var keEPSIGOLY KATO10
¢mobAo 1 amAd o KaAvtepn U Kot yvacels. Avtiotorya ot Badihi and Heydarnoori
(2017) yw ™V evBappuvon TOL KOWOL OTNV TOPOYOYN TEPIMYEDV KMDIKA,
YpPNoonoinoay cOoTUo TOVIOV avdAoyo  pe tov Pabud moivmhokdtnTag g
TANpoeopiag mov dwvdtav kot Tuyaio ddpa oe ddeopa levels yio v déopevon g
eumhokng tov yprotn. To engagement Aapfdavetar vTdYN KoL GE QVTH TNV TEPINTTOON
€pevvag Kot TpotetveTal ) ypron avatar kot 1 ypnomn cvotnpartog faduoroyiag, pe 160
TOMKOVG 0G0 KOl TAyKOGHOVG Ttivakes kotdraine. To otoryeion avtd ypnoylomoovvio
kot otV épevvo tov Snijders et al. (2015) ya v oyediaon HOG TAATQOPLOS Y1l
Requirements Engineering, pali pe ™ ypnon tov otoyeio twv PodAwv(roles), v
onpovpyic Opadmv kot v eEgpebivnon. LTV TPOKEEVN TTEPITTOON Ol UNYOVIGHOL
xpnooromdnkay yo TV €vePYomoinon KwNTpwv mov oyetilovtol pe TopiyovTeg
KOWVMOVIKOTOINGONG, YEYOVOS OV CUUTIMTEL LE BALES £pEVVES Kal TNV KoO1GTA ¢ Pacikod
otoyeio ¢ mapakiviong tov avipodnmv. Ot L’Heureux et al. (2017) kavouvv ypnon
TOAALOTADV UNYOVIGULOV EVO Y10 TNV EMTLYIO TOL GLGTNUATOG TOLG otnpiloviol GToV
AVTOYOVIGUO TOL dnUovpYeitan viOg g TAATEOPUOG KOl otV emPpaPevon ypnoTdv
ue t1g mo otafepég ocvppetoyés Kab’oAn ) didpkeia tov pyov. Ot Reinsch et al. (2013)
mpoteivovtag poe epoppoyn tomov location-based Pacilovion oto mANBo¢ yio
ouvelsEopd  otoyeimv Tomobesiog kot ovaeépovior oto Gamification kot o1
GLVELGQOPE OV Bo UTOPOVGE VO EYEL GTNV EUTAOKT TOV ¥PNOTAOV HECH OO GKOP Yo TN
pétpnon g aélomotiog Kot g dpactnplotTic Toug. o v evBdppuveon tov ypnot
YL TEPOUITEP® GULUUETOYN YPNOOTO0VV  TIVOKES KOTATAEE®V GTOXEVOVTIONG OF
napakivnon mov Ba opeidetar oty avayvopion mov Bo AdPst o ypnomg amd TV

mhateopue. H ovayvopion avt sivor Gueco ouvoedepévn To  avTIKTUTO NG
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OULVEIGQOPAG TOV YPNOTH, aPoD OGO TO CNUOVTIKY, TOG0 To ynAd Bo Ppebel otov

mivako kotdtang.

JUVoMKA Kol cope®va e TNV Epegvva Tov Morschheuser et al., (2017), ndvo arnd
100 onuootevpéva  apbpa  omd emkvpouéveg Pdoelg peletovv 10 Béua NG
[Moyyvidomoinong oe oyéon pe tov [TAnBomopiopod, eved to mpdTo GpOHpPo cuvavTdTal TO
2011. O peyodtepog OYKOG 0pOPE JlEPELVNTIKEG UEAETEG KOl TPOUEAETEG EPOPLOYDV,
eV 0 apBuog Toug avédvetor kdbe ypdvo. To mAn0og TV INUOGIELIEVOV HEAETOV Elvat
deikng 6v0 awvouévav. To Eva VTOOMAGVEL TOC 1 AKAOTULAIKT KOvOTNnTo £XEL apyioet
Kol amooyoAeital evepyd pe to ovo efetaldpeva Béuata, evd T0 GAAO TG VTAPYEL
OPKETOC YMOPOG Yo mepotép® peAéteg. Ilpdypatt oe moAdd amd to dpbpa mov
EMAEYONKAY TO OMOTEAEGUOTO NTOV TAVTO TEPLOPICUEVA GTO TAAIGIO TNG €KAGTOTE
EPAPLOYNG Kol VINPYE TPOTACT TAPOUTAV®D EPEVLVOC. AKOUN, TOAAEG QOPES LIPYE M
VIOCYEST OEVTEPNG UEAETNG LE TO GOPN OMOTEAEGLOTA, YEYOVOS TOV OTOJEIKVVEL TNV
ocvveyn €EEMEN TOV TOHE®V OVTOV. ZEEKIVOVTOS TN OWOPOoUn TG avaKaALyNg OAwv
aVTOV TOV OEUdTOV TOV ATAGYOAOVY TOVS EPEVVNTEG, TOPAKAT® YiveTar ovéAvor kdbe
Bepatikng evotnTog oL eivan dpeca cuvdedepévn pe to BEpa g epyaciog kabmg kot M

EPMTNON TPOS GLENTNGN TOV TPOKVTTEL 0€ KAOE i omd avTEC.

2.3.1 Hapaxivyony/Motivation

H ovppetoyn atépmv oe Crowdsourcing cuotipotoa anotehel Pacikn amaitnon,
a@ol avtovomta ywpig to mANBog(crowd) dev Ba vnpye €vo T€Tol0 CHOTNUA KOt
OUVETIMG 1M OVAYKN HAKPOXPOVIOG OECUELONG, YEYOVOS TOL OONYNOE GE £PEVLVEG Yo
Oewpiec mopaxivnong. Me 1 ypnon dpwe tov TANBovg Kot v aglomoinomn e yvaong
TOVG G€ OAOVG TOVG OLOPOPETIKOVG TOUEIS IOV EYOVV TPOoOVaPEPDEL, TPOKVLITOVY KATOL01
TPOPANUATIOUOL OV  APOPOVV TNV TPOGEAKLOT VEOV YPNOTAOV, TOV TOTO 1TNG
GLVEIGPOPAS TOVG, TNV 0EOTOTIO TOV 1010V Kol TOV SEGOUEVAOV TTOV TPOGPEPOVY KOl
TEAOG TN poKpoyxpovia déopevon toug (Doan et al., 2011). Ot Tinati et al. (2017) yw
Tapddelypo BETOLV To EpOTAUATO TOPOKivong ot peAétn tovg, yapaktnpilovtag
TPOGEAKVOT KOl OlATHPNON YPNOTOV OC TO TO CNUOVTIKG Bépota to omoio mpémetl va
pocéyel Kavelg oto oyxedtoopnd Crowdsourcing cvotnudtomv. Ot Brito et al. (2015)
tovifovv emiong TN oNUAVTIKOTNTA TOL OEHATOC TPOGANYNG Kot S THPNONS YPNOTAOV OTN|

dwdkacio oyeduopold evog ocvotiuatog. Ilapdiinia or Kobayashi et al. (2015)
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EPEVLVOLV VEOLC TIO OTOTEAEGLATIKOVG TPOTOVG SLOTPTOTG TNS GUUUETOYNG EPYATMV TOV

mA0ovg oe cvotipata [TAnBomopiood Kovmvikoh yapoakTipa.

O 6pog user engagement e AVTEG TIC TEPMTMGELS Dewpeitanr aAANAEVOETOC e TIG
EPOPUOYES OLTOV TOV TOHTTOV QPOV 1| EUTAOKT EVOC YPNOTN KO 1] LAKPOYXPOVIO OEGIEVGT
oV o€ €vo cvotnuo TAnBomopiopnod Bempeitan avaykaio. Onwg kol otov €BglovTiouo,
étol kol ota cvotiuato [TAnfomopiopod yevvdton 1 €pmTNON TOL YOTL KATOOG Vo
TPOCPEPEL TO YPOVO TOV Kot kdbe €idovg mOpovg pe kaboOAov 1 EAIYIOTO YPMNUOTIKO
avTiTIHo M Kamotov dAlov gidovg dueco 6geroc (Tinati et al., 2017). To motivation cov
po 0evtepn AEEN kA&l epevvdrtal o Babog kot etvar to o Poacikd RN 6T oYEoN
tov [TAnBomopiopov pe to Gamification. H mapoakivnon, ot Kivntiplot Tapdyovteg Kot 1
OAAOYY] CGLUTEPLPOPAS TV YPNOTOV cuvavidvior ot Piproypaeio coxvd Ko
e€epevvovtar péoca amd dSweopetikd ocvotnuota. Ov Brandtner et al. (2014) yw
TapAdEYHo 6N HEAETN TOVG, e€epeuvolv TO TTedlo TN TapaKiviiong ¥PNOTAOV HEGA Ad
mhateopueg [TinBonopiopon, opudpevol and to yeYovos mmG APKETOL EPELVNTEG EYOLV
TPOTEIVEL TN YPNOTM OPYDOV TopaKivnons yio ) dlatinpnon tov user engagement. Ot
Hantke et al. (2015) ypnowonoincav unyavicpovg Gamification o6yt amimdg ywoo vo
TOPOAKIVGOUV OAAG Yl VO OECUEVGOVV TO EVOLIPEPOV KOl (PO Tr| GULUUETOYN| TOV
YPNOTAOV GTO GUGTNUA TNG HEAETNG TOVG Yo peyaivtepo ddotnua. Ot Pothineni et al.
(2014) ot perétn TOVG OGYOANONKAY LE TOV GYESACUO KIVITPWV Y1 VO, OLOLLOPPDCOVV
TN GLUTEPLPOPA TMOV XPNOTOV, MGTE VA TETVYOLV TI GLVEYN EMGTPOPY| Tovg(retention),
vo BEATIOCOVY TV TOWOTNTA TOV OMOTEAEGLOTOS AL KOl VO LETPNGOLV TNV AmOO0GN

TV unyovicpov Gamification Kot Tov 1o amodoTikd TpOTO YPNoNG TOVC.

H emrvyio tov ocvomudtov IIAnBomopicpov e&optdror onpoviikd omd 1
CUULETOYN YXPNOTAOV Kol TN ovveyn mTpoomdbela yo TN Jrpnon &vog oueimtov
eVOLPEPOVTOC TOV Bol 0OMNYNOEL GE LAKPOYPOVIOL TPOCPOPE TOP®V, OTOTE M AVAYKT] Yol
Kivntpa eivol emMTOKTIKY Kot €Y€l OMOTEAECEL OVTIKEILEVO €pELVOG TOV EWIKOV TO
tehevtaio ypovia (Katmada et al., 2016). 'Eva kivntpo eivan éva €idog epebicpotoc 1
evBappouvong ywo TV evepyomoinorn €vOog aTOHOL Yyl dpdomn 1M Yoo vo. OOVLAEWEL
okinpotepa (Wang et al.,, 2015). Ta &€idn OV KIVATPOV O TPOKTIKO EMIMESO TOL
cuvavtoviot eivar mowilo Kot eEaptdvior oe peydio Pabud amd 10 mEPLEYOUEVO NG
epappoyng Crowdsourcing (Katmada et al., 2016). Qg xivntpo pmopei vo Bempndei n
emBopia yio pabnon, v avantuén véov 0elottmv, Yo SIHolpacud e yvoong 1 yuo
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BeAtioon &vdg cvoTUaTog, akOUN Kot To 1010 T0 cuvaicHnuo GLUUETOYNG OE Lo
kowotrta (LaToza et al., 2013). 'Eva oyfiua mov £xel evalapépov Kot TapovolioTnKe
omv épevva Tov Katmada et al. (2016), opadomotel ta kivnTpa Kot T KATOTAGGEL GE
Katnyopieg epebiopdrov onmg mapovoldletar otnv Ewova 2.3-1. Ov Katmada et al.
(2016) émerto amd extevny PPAOYPOQIK OVAGKOTNGTY, UEAETNOOV KATOEG OmO TIC
VILAPYOVOESG EPAPLOYES KOt 0pov TIG opodomoincay pe faon to kKivntpa, £Kova ovoapopd
oe Xvomuata Onung(Reputation Systems), Kowwvikovg Mnyavicpodg (Social
Mechanisms), Owovopkég AvtapoBég (Financial Rewards) kot 6tovg pnyavicpodc

Gamification.

Score &
Tohens & boords
3 AL

Ewova 2.3-1: Kivntpa, Epebiopata, Mnyaviopoi (Katmada et al., 2016)

Ye pekétn tov 2006 amd Tov Yee ot mTuyéS €vOg moyvioloD OV TOPOUKIVOUV
yopilovtor avaAdYmG e TOV XPNOTN, TV NAMKIN TOV, TO VA0, T1) GUUTEPIPOPE TOL OALA
Kol TNV avtiinyn tov oe tpion pépn. Xtov mapdyovra Emitevéng(achievement), ctov
Kowovikdé mapdyovta(social) kot otov mapdyovia Amoppoéenong(immersion). O
napdyovtag Enitevéng oyetiCeton pe v mpododo, Pe To eVAAPEPOV Kot TNV Katavonon
TOL GLOTNUATOG, TOoV avtaywvicpd kTA. O Kowwvikdg oyetileton pe T1¢ oyécels, v
opadtkdTTa T cuvopMa KTA. Télog o mapdyoviag Amoppoenong oyetileton pe v

18



embopio avokdAvyme, onpovpyiog HoG 10Topilag, TPOSAPUOYES YopokTnpov KTA. H
TopoKivnon emopéveg oe  mEPIPAAAOVTO oy VOO a@OPE  SLAPOPES TTVYXEG TNG
avOpoOTIVING PUoNC YOPIG Vo onuaivel Twg Kamolwo drtopo d€xetol epediopata Lovo amd
pilo and tic mopanave katnyopieg (Yee, 2006). H pedétn tov Yee emexteiverol kol o€
nepPdArovto. Gamification, a@ov OAa ekeivol ol mapdyovieg mov emnpedlovy &vov
¥PNOTN 0€ €va Kavovikd TePIBAAAOV Tatyvidlov, Tov emnpealovy katl o€ £va meptPdilov

OV YPNCLOTOLEL TEXVIKESG T VIO10V.

IMa va BewpnBei emTuynpévo €va GOGTNHO GOV AVTO TOL TPOUVUPEPONKE, TPETEL
0 €KAOTOTE GYEOCTNG VAL KAVEL YPNOT| TOV KATAAANA®V pEDIGUATOV EmeLta amd HeAETT
TOV GTOYOV OALA KOL TV SUVNTIKOV YPNOT®V, UE OKOTO TNV TPOGEAKLGY UEYAAOU
TAN00LG He GYETIKES TPOG TO avTiKeipevo yvooels. Kamowol pehetntég mpoteivouvy ot 6pot
KOl TO, TPOOTOLTOVEVO TOV GLGTHUOTOS Vo Bpickovtal g YOUNAQ emimeda, OOTE Vo
TPOGPEPETOL YVAGT atd Eva EVPH PAGHO ATOUMV Kol O)L ATOKAEIGTIKA Al £101K0VG TOV
kd0e topuéa (Distefano and Rodi, 2017). Onwg avagépbnke oto GLGTAHLATA AVTE dEV
etvar amapaitntn n copPforn avOpOTOV e EMOTNUOVIKEG Kot LOVO YVOGES TAVD GTO
ekaotote Bépa, aALd Bewpeital TPOTIUOTEPO GE OPKETEC MEPUTTMGELS VO VILAPYEL Vol
YEVIKO €VO0QEPOV YOP® amd OVTO, OCTE Vo SGEAALETOL 1 TOWKIAONOPOio T®V
ovvelocpopav. Evologépov mpokoiel TO YEYOVOC TG O TMEPMTMOELS TETOLWV
oLOTNUATOV, TO PEYOADTEPO UEPOG TNG “OdoVLAEWS” Yyivetan amd éva pukpd HEPOg Hovo
tov ypnotav (Tinati et al., 2017). Ot yproteg avtoi givor ot “duvarol maikteg” Kol T0
Yoo EVOLAPEPOV Y10 TO OVTIKEILEVO TOLG KPATAEL EVEPYOVS GTO cLuOTNUA. Me autiv
v TANpoeopio. HITopel KOveS Vo GLUTEPAVEL TG TO TNYoio EVOLLPEPOV KOl M
Evdoyevic mapaxivnon oty omoia Ba yiver avapopd ce emdpevo kepdioio mailovv

KaBoploTikd pOAO 61N PLOGILOTNTA EVOS GUGTHATOG.

MEeleT®dVTOG EMOUEVMG TNV OVAYKT] TOV EPELVNTAV VO EVTOTIGOLV TOLG AGYOLG
OCLUUETOYNG TOV TANOOVE GE EQUPUOYEG OTIG OTOIEC M EUTAOKN TOV &ivon omopaitnTm,

TPOEKLYE TO TPMTO EPMTNLLOL TNG TOLOTIKNG EPEVVOC:

a. Opéln ypnotov and 1 cvppetoyn Tovg oe nepiPaiiovta Crowdsourcing
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2.3.2 Kowovikonoinen g kivntpo

Ot avBpomot gival opyYavOUEVOL GE KOWVMVIEG KOl Ol GYEGELS OV AVATTUGGOVV
toug PonBdve va emProdcovv Ko vo EglyBovv. O dvBpwmog cav povada dev Umopel va
netOyel OAa 0o meTVYaAivel péoa amd o Kowvmvia, amd pio ouddo pe Ty omoio
popdletar Kowvd evolapépovta Kot kowvovg otdyovc. To Crowdsourcing g pio €vvola
mov gumAékel to mABog oe o dradkosio, Paciletor oto aicOnuo KowdTNTOG TOV
YPNOTMOV Y10 VO, TPOGEAKVGEL TO EVOLOPEPOV KO VO, OEGUEVCEL TI| GLUUETOYN TOLG Yo
peyoAvtepo dtdotnuo. To Gamification coumeptiapfavel punyovicpovg mov evhapphvovv
TNV KOW®VIKOTNTO KOl ONUIovpYyoLV €va aicOnua opddag Kot Kowotntag 6Tov Xpnot.
Ot Greenhill et al. (2016) epdpprocay TOOTIKES TEYXVIKES KOL AVEALGAV TO TEPLEYOUEVO
nmov éhaPav amd citizen science £POPUOYES, KOTAANYOVIOS GTO GUUTEPAGLO TMG TO
ToyVidl Kot 1 SloKESNOT UTOPOVV VO YPNOIUOTOMOOOYV G HOPQES KOWVMOVIKOV
CLVOVOCTPOPOV Kol VO SNULOVPYHGOVY GTO ¥PNoTh éva aicOnua évtaéng oe £va GOVOAO.
H ovvepyacio peta&d tov xpnotodv pHéEcm opddmv 1| KOW®V GTOY®V, £XEl OmOdel(TEl
OOd0TIKY], €TOl TMPOTEIVETOL GLYVA 1M OMovPYio. GLOTNUAT®V HE U0 GUVEPYOTIKY|
npocéyyion Tov Gamification (Morschheuser et al., 2017). TapdAinAa, yio tovg Bowser
et al. (2013) mov perénoav tn yevid Tov millennials, 1 cvupeToyn € KOWOTNTEG KO 1|
Kowmvikoroinon péow avtav Bewprnkav 1oyvpol TapakivnTikol Tapayovieg apov ot
xpNoteg dMAmaav mpobupia va tauptdéovv pe to mAnBog, va cuvavasTpaeovdV pe GALOVG
avBpomovg kot va dackeddoovy. Ocov apopd TV EUTAOKN TV GTOWXEI®V TOV
Gamification 101€ 0Ol 10101 GUUUETEYOVTOG OMAVTINGOV TMG O GLVOYMOVIGUOG LE OUOTILOVG
Kol ta badges mov kepdilovv péca amd HioL TOrVIOLOTOINIEVT] EPOPLOYT UTOPEL VO TOVG
TPOGEAKVGEL TO EVOLAPEPOV, ATOOEIKVDOVTOS WG 1 CLGYETION HE AAAOVS YPNOTES £lvat
ONUOVTIKOL Y100 TOAAEG Kol OlPOPETIKEG OUAOES CULUUETEYOVTIOV.  Xg TOPOUOLN
OTOTEAECUOTO OYETIKG HE TO KIVITPO KOWMVIKOD YOpaKTipo odnyndnkav kot ot
Feyisetan et al. (2015) péow mpoowmikng tovg HEAETNG o€ TEPIPAALOVTA YOPAKTPA
Crowdsourcing oyetillopeva pe image labelling, emPefardvovrag to  Betikd

amoteAéopata ototyeimv [ayvidonoinong yo mapakivnon Kot EUTAOKY XPNOTOV.

EmnAéov ovtd to aicOnua €viaéng pmopel vo mOpAKIVAGEL TOUG YPNOTEG
TPOGPEPOVTAS TOVG TNV EVYAPIGTNON TOL Vo aucBivovion Teg gival ot idtot mov opilovv
1 00VAELE TOVG KoL €V TEAN TG Ot {001 Taipvouy Ta EDON A Y10, TO EMTEVYUATA TOVG. Ot

Nakatsu and lacovou (2014) oto apOpo tovg enekteivovy TV Epevva TOVg dlaympilovtog
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11§ depyacieg mov popalovior mpog emilvon oto mANB0G, oe avTEC mov Ypeldlovral
peydio Pabud cvvepyaciog HETOED TOV ATOU®V HOG ORASOS KOl OVTIGTOLO GE OVTEG
OV TO. OE0OUEVO OV AQUPAVOVTOL OO HEHOVOUEVEG OVTOTNTEC UmTOPOLV OmAd Vo
ocvvdLaoToVV 610 TéAOG. [Tapodia ovTd TO AMOTEAECUOTO OTOJEKVOOLY Y1o. GAAT Lo
QOpA TS M cvvepyasio HETAED atOp®V oe TeptPdAlovto TANBomopIoHoD 0modidel Kot
etvat amapaitnto ototyeio o KGBe ePapoy TETO0V TOTOV. XToV OvTimoda ot Feng et al.
(2017) avaxkdAvyov oG GtV 01K TOLG £PELVA, Ol KOWMVIKOL deopol dgv Emauéov
oNUOVTIKO pOLo oavaueso otn oxéon tov Gamification kot tov Crowdsourcing

TEPPAALOVTOG TOL HEAETOVGAV, dIVOVTOG Lo VE OTTIKY YOVIO GTNV TOPAUETPO QUTH.

To aioOnuo g wowoTMTOG 7OV TWPokLTTEL péoa amd  mEPPAAAovTQ
mAnBomopicpol avayvopiletor wg péco yuo otabepn| og déopgvon and tovg Tinati et al.
(2017), ot omoiot avogépovtor mapdAinia oty aio Tov TOpdyovta SlacKESOOT,
EMKOWMVIOL KOl GUVEICQOPA GTN YVOGN. ZTNV £PELVO oL denyayav o€ EQOPUOYN
citizen science avokdAvyov oG 1 GAANAETIOPAOT) TOL TAPEXOVY GTOVG YPNOTEG UECH
chat kot feedback unyavicpuav evepyomoincav to mnyoio evolaQEPOV TOV YPNGTAOV, OTWS
™V avaykn yio Bondelo @V COUTUIKTOV OAAG Kot TNV avAayKn Yoo avayvaopion Kot
avIOyOVIoRO pe otoxo v avédelln. ITlapdiinio avaxkdivyov 7wg to oTowyEio
Kowmvikomoinong kot ta otoyeion Gamification Ntav dpeco cvVOLOEUEVA APOL OL
YPNOTEG TOpaKVHONKAV amd TOvG Tivakeg KOTATAENG KOl TO GTATOVS TOLG UEGH GTNV
epappoyn. Ot Katmada et al. (2016) 6mwg mpoavagépbnke onpiovpyncav Kotnyopio
napakiviong pe dvopo Kowmvikoi Mnyavicpot, dtakpivovtag kivitpo wov agopovv v
eKOva evog ypnotn mov eumAéketonl oe péoa Kowvmvikng Awctvmong, n onoia Bewpeiton
OPKETE OTUAVTIKN 0td avToVS KaBdS Tposmafovv va TNV dloTtnpnoovy, Héca amd Betikd
oOAL0L TOV KOW®VIKOD TTePiyvpov, amd 11 SIKTO®GN, TN PN TOL OTOKTOVV MG (TOLLO
KOl OO TOV KOW®VIK®V EKOMADGEWV 0TS omoieg stvor kaieopévot. Ot Distefano and
Rodi (2017) yapaxtnpilovv ta Kowvovikd Aiktva og akpoymviaia Ao, apov gvvoodv

v mopeia tov Crowdsourcing kot SIELPVVOLV T YPNON TOV.

Me yvopovoa OAo TO TOPATOVED, (OIVETOL TOG Ol EPEVVNTEC EMKEVIPOOMKAY
OPKETA GTO KOUWUATL TNG TOPOKIVINONG TOV YPNOTOV UEGH OO TOVS UNYOVIGUOVS TOV
daveiler 1o medio g IHoyyvidomoinong. To aicOnua cvppetoyng o€ por kKowdTnTo

Bewpeiton PBacikodg TapaKVNTIKOS Topdyovtog Kot BempnOnke ¥pMoIHo Vo amoTEAECEL
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topéa ovlnNnong oTlg cuvevievéels. To epOTNUA EMOUEVOG TTOV TPOEKLYE Yol TNV

épevva etvat 1o e€ng:

b. To xivntpo tg Kowowvikomoinong kot to AicOnuo g Kowodmntog wg
TOPAYOVTOS TOPOKivong ywoo T ovupetoyn ypnotdv oe Crowdsourcing

[Tep1Bairovta.
2.3.3 Evooyevii kan EEmyevi] kiviyTpa

O avBpomog civaw éva ov mov Paociletar apketd oto évotikto Tov. O
OVETTVUYLEVOG TOVG OUMG EYKEPAAOG TOV KAvVEL va, Egywpilel amd Ta vTdAOUTO OVTO KOl VoL
ocoumepthapupdvel Tov mopdyovta AOYKY oTlg amo@doelg tov. [o va kdaver o
omoladNmote depyacia, mpémel va supPaivouv kémola and ta e&ng: Na mapakiveiton amd
Qo ecmTEPIK ovayKn/embopio Kot Tnyoio evolagépov 1 va mapokwveitor oand ond v
TPOCUOVN €VOG eEMTEPIKOD AMOTEAECUATOG. XyedOV 6€ OAa To ApOpa Tov peAeThOnKov
YL TNV Tapovoo SIMAGUATIKY epyacio vIpPEE avapopd ota KivnTpo/epediopota, oty
opBn ypnom Tovg kol otV mowKopopeion tovg.  Xtn PipAloypaeio, T0 chvVoro T®V
KIVTpov mov ®Bovv kdbe evépyslo cvvavtodvtol cuyxvd ¢ evooyevr(intrinsic) kot
eEoyevn(extrinsic) kivntpa. H 1coppomia petald evdoyevov kol eE@yevav KNnTpov
UTOPEL VL AOTEAEGEL GNUAVTIKO TOPAYOVTO YO TNV EVIUEPMCT] VEOV ETLYEPTLOTIKMOV
HOVTEL®VY, KOOMC M emTEVEN NG KOl 1 EVPECT] TOV GMOOTAOV TEYVIKMOV TOPIKIVIONG
pmopel va EpOPUOCTEL ATOTEAECUATIKG GE OPYOVIGLOVG TTOL dgV dBETOVY TOVG TOPOLG
Yo VoL ool dGOVY OKOVOULKE TOVG GUULUETEXOVTES Y10l TO POVO, TIG YVAGCELS KoL TIG
de&loTég Tovg. Mia apketd yvootr| Bempia Tov GuvdEETUL e TV TTapaKivion Kot EXEL
avaeepBet o peyaro Padud ot Piploypagia, n Self-Determination Theory (Deci and
Ryan, 2000), peAietd ta mapomdve kivntpo Kot eneEnyel Tov TpOmO AE1TOLPYIiNG TOVG
otov GvOpwmo. Xta EVOOYEVH] KIVITPO GLUYKOTOAEYOVTIOL OGA OPOPOVV TNV £CMTEPIKY|
avaykn €vog avOp®OTOL v TPOGPEPEL, VO GUUPAAEL GTNV TPOAYLLOTOTOINGT EVOG £PYOL YO
T0 KOWwO KOAO, Yo TN YGpn NG EMOTAUNG N OMAG Yo OloKEOMON KOU Yoo TNV
avTILETOMION TtpokAncewv. Ocov apopd T épevvec Tlved oTo BEH KATO101 EPELVNTES
Bewpoiv g “ta evdoyevn kivntpa agopodv 10 THGO gvdlapépovoa givor M 1o M
depyacia otnv omoia Taipvel LEPOG Eva ATOHO, EVA GAAOL BE®POVV TS apopd TO 1010 TO
Gtopo kot TV Kavomroinon mov Aaufdvel 0tav eumiéketat o€ po dpoaotnprotnto” (Ryan
and Deci, 2000). Ao v aAAn EEmyevn xivtpa Oempoivial 660 GKOTEHOVY GE KATOL0

22



eEotepcd amotélecua 1 og kdmoa ypnuotikn amolnuioon (Tinati et al., 2017). Ta
Kivntpa avutd eivor mo dtadedopéva Kot eivatl cLVNOMG AVTA TOVL TOPAKIVOVV LE EVKOAO
TPOTO TOVG AVOPOTOVE YO TNV EUTAOKT TOVG UE Kdmown gpyocio. O douympiopds twv
eEyevi KIVIITPOV OO T EVOOYEVI (QOIVETOL VO UMV €Ival GOPNG, 0pOv aVOAOYW®S LE TO
YOPOKTNPO TOV OovOPOTOL OAAL KOl TO YPOVIKO OlAGTNUE GTO OMOI0 TOPUUEVEL
dpaCTHPLOG, UTOPOVV VO LETOTPATOVY OO TN o Katnyopio. oty GAAN péca amd pio
dwadikacio ecmtepikonoinong (internalization) (Ryan and Deci, 2000).

Ta gvdoyevn kivintpa Bewpeitoan Toc Exovv OeTikn emidpaocn otov AvOpmTO Kot
oTN HOPPMOT TOV, EVM T £EMYEVI TOPATL UTOPOVV VO TOPOKIVIIGOVV, EVOEYOUEVMG VO
amoBappvvouy ta evéoyevn pe v mapodo tov ypdvov (Tinati et al., 2017). Kamoiot
peAetntég 0mmg ot Feng et al. (2017) eotiacav v £peuvd tovg kabopd 6To KOUUATL TMV
EVOOYEVI KIVATP®V MG 0 dapecoAapnTng avlpecsa otovg punyavicpovs Gamification kou
oTN GLUUETOYN TOV Ypnotdv. AAlot 6mwg ol Greenhill et al. (2016) cvykevipmOnkav
OTIG TOPAUETPOVS Ty VIOl KOW®MVIKOTOINGoN Kot S100KESACT Y10 VO S1EPEVVIICOVY TN
oX£0M TOLG UE €VOOYEV Kol €E@YeEVN KivnTpa, EVAO KOTOAYOLV GTO OTL £va GOCTNUO
pmopel va givar ToVTOYPOVE SLICKEIOCTIKO OAAGL KOl TPOKTIKO 1KOVOTOLOVTIOS TOVG

o6TOY0VG TOV TEOMKOY.

O eBehovtiopnog oyetiletarl dueca pe ta €6OTEPIKE KivnTpa, aeod givar 1 dvev
YPNUATOV GUVEICQOPE TOPWV €VOC 0TOHOL GE dtapdpovs topeis. H mapakivnon yu
eBelovtiopd elval apKeETE GNUOVTIKNY Kot GUECH GUVOEIEUEVT] LE GUGTNIATO GLAAOYTG
TOpV and 10 TANOOC, POV OLGLUGTIKA IKAVOTOLEL TNV OVAYKT) TOL TPOOVaPEPONKE Y10
LEYOADTEPO OPOUO GLVEICPOP®VY A0 GTOUTIKO 1) ALENVOUEVO aPlOUO OTOU®V KOl PUCTKA
pe 10 Ayotepo k060toc. O ebehovriopog dev givar aveapmmrog amd to aicOnuo
wavomoinong mov aucBdveror éva dtopo petd tn ovveloeopd tov. H mapoakivnon oto
CLYKEKPIUEVO TTEdl0 TPEMEL VoL GYETICETOL GUECO LE TOL TPOCMOTIKE EVOLALPEPOVTO TOV
KaOeVOC KOl VoL GTOXEVEL OTNV EVEPYOMOINGN OUTOV HECH Omd OUPOPES TEYVIKEG

(Distefano and Rodi, 2017).

Ocov agopd 10 B0 TOV KIVATPOV KOl TO OOYOPIGUO TOVG GE GYECT WE TNV
avBpamvn cvumepipopd, £xovv avamntuydei tépav tov SDT, dtdpopa mraicia. O €101KOC
tov Gamification, Yu-kai Chou avéntuée 10 mold yvwotd Octalysis Framework, pe 8
Baowovg Odnyodg mov kaAVTTOLV TOVG AOYOLG TOpaKiviiong Tov avipdTov ot

otdnmote kavovv. (http://yukaichou.com). I'o o £pyo TOL AVaYVOPIGE TO YEYOVOS TG
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Yoo kGBe TEYVIKN ToyvVIOo0 VTAPYEL OLPOPETIKN TOPOKivon, 1 omoio. pmopel vo
GUVATTEL [LE TOVG SLUPOPETIKOVS YopakTnpeg avOpomwv. H tagivounon tov mapoatifetol
otV Ewova 2.3-2 kot kdOe yovia Tov okTtaydvov ONAmVEL Evav mapdyovto TopoKivnong
tov avOpomov. To framework tov Yukai omodeikvOeTon TOAD OMOTEAECUATIKO OE
TEPIMTMOGELS TOV £VOG OXEOOTNG BELEL va avayvaopicetl Ta duvatd kot adbvopo onueio

™G EPOPUOYNG TOV KO VoL T BEATIDCEL.

-Narrative -Beginners Luck
-Status Points -Elitism -Free Lunch
-Badges (Achievement Symbols) -Humanity Hero -Destiny Child

-Milestone Unlocks
-Real-Time Control

-Fixed Action Rewards (Earned Lunch) -Revealed Heart -Creationist

-Leaderboard

-Progress Bar -Evergreen Combos
-Quest Lists -Instant feedback
-Dessert Oasis -Boos(ers

-High Five -Blank F'I"S
-Crowning Meaning -Plalnt PICI.(EI‘S
-Anticipation Parade -Poison Pickers
-Aura Effect

-Step-by-Step Overlay Tutorial .

-Boss Fights Accomplishment ~ Empowerment

-Friending
-Social Treasure/Gifting
-SeeSaw Bump

-Exchangeable Points
-Group Quests

-Virtual Goods

-Build from Scratch : ~Tout Flags
-Alfred Effect Ownership pocial
~Collection Sets Influence -Brag Button
-Avatar -Water Cooler
-Protection -Conformity Anchors
-Recruiter Burden -Mentorship
-Monitor Attachment i -Social Prod
Scarcity Unpredictability

) i -Glowing Choice
-Appomf.ment Dynamics Avoidance -MiniQuests
-Magne.tlc Caps -Visual Storytelling
-Dalngllng A -Easter Eggs
-Prize Pacing -Random Rewards
-Options Pacing -Obvious Wonder
-Last Mile Drive -Rolling Rewards
-Count Down Timer -Sunk Cost Prison -Status Quo Sloth -Evolved Ul
-Torture Breaks -Progress Loss -Scarlet Letter /’ = -Sudden Rewards
-Moats -Rightful Heritage -Visual Grave -Oracle Effect
-The Big Burn -Evanescence Opportunity -FOMO Punch TUHRACHOU

Ewova 2.3-2: To whaicwo Octalysis Gamification, oyedraocpévo pe oypo 0OKTAYOVOL
pe 8 001nyovg o€ kKGO TAELPA TOV

[Tapdro to onpavtikd €pyo mov £xel emdeilel péoa ota YPOVIA, TO HOVTELO TOV
dev pmopel axoun vo otpybel ommv axadnuaikn kowdtnta, ondte oIV TOPOHGA
dumhopatikny epyacio to Papog méeter oto Self Determination Theory, to omoio

YPNOLOTOONKE OPKETH O LEAETEC.

Onwg avagépouvv kat ot Prestopnik et al. (2017) ta evéoyevn kivntpa Bewpodvton
adtoppioBr o dvvatd Opmc meplopilovy 10 TANO0C TO 0Toil0 UTOPEL VO GUUUETACYEL OE
Kémolo project AOyw xamotlag mnyoiog embBopioc. o ovtd to AdYo ot evallaktiKoi

punyoviopol mapaxivnong pmopel vor GOUBAAAOVY GNUAVTIKE KOl VO TPOGEAKLGOLY £val
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LEPOG TOV KOVOV oV dev Ba pmopovce va deopevtel dtapopetikd. Ta dpbpa emopévamg
mov aoyoAnnkov pe epoppoyés Crowdsourcing kot pnyoviopovg Gamification yuo
Adyovg mopokivnong ypnoTodv, avaeipdnkav Kol GE TAPAYOVIEG EVOOYEVOVDS Ko
eEwyevodg mapakivione 1 oTig VIOUOPPEG Tovs. [ To Adyo avtd avamtvydnke éva
AKOUT EPAOTNUO OLPOV Ol ZVUTEPLPOPIKEG Bempieg paiveTal va cuVIEOVTOL AUEGH LE TO

VEQ VT POLVOULEVOL:

c. Evdoyevi)y/EEwyevy Kivntpa/ Oewpieg Tapakivnong kot 1 ohvoesn Toug pe

ToV¢ AOYOVG TTapakiviong twv ypnotav oe Crowdsourcing mepidiiovia
2.3.4 Mnyavicuoi Ilayvidormoinons

H Tloyvidomoinon amoteleitor amd otoyyeio ta omoio epappolovior ota
nepPdAlovta oto onoia aglomoteitat Yo Adyovs mapakivnong kot gvepyomoinong OAmv
QLTOV TOV KWTPOV oL avaeépnkav o¢ topa. Ta mo yvootd ototyeio and avtd givor
ot movtol (Points), ot mivaxeg katdtaéng (leaderboards) kon o mapdonua (badges), ta
enineda  (levels), m aeriynon totopiwv (Storytelling), ot otdyor (goals), n
avatpoeodotnon (feedback), n mpdodog (progress), Ta avatars KaO®OG Kot 01 TPOKANGELS
(challenges) (Hamari et al., 2014) (Morschheuser et al., 2017). Ot texviKég OWTEC
VKoLV 6Toug Mnyavicrovg, SnAadn pio amd Tig TEGGEPIS GLVIGTMGES TTOV YPELALETOL T
[Toyvidomoinon yw v vAomoinon ¢ cvuemva pe tovg L Heureux et al. (2017). Ot
Metpucéc Tpoddov TOL ¥PNGTN, 1| ZVUTEPLPOPE TOVL TPOWOEiTAL HECH TOV TOLYVIOUDV Kol
ot Avtapoipéc (Rewards) amoteAovv ta Tpiot VTOAETOUEV GTOLYEID TOV TV GLVIGTOLV
(L’Heureux et al., 2017). Kd&mowot peretntég avrumapadétovv vrootnpilovrag mmg ot
wpoovapepHeices TeYVIKEG deV OmOTEAODV KOPLOVE UNXAVICHOVS ALY IO TTOAD UETPIKEG,
a0V dgv UTOPOVV amd HOVEG TOVG VO TPOKOAEGOLV TNV EUTAOKT] TOL YPNOTY|, TAPH Vo
dmcovv otoryeia yia o péyebog g epumiokng tovg (Prestopnik et al., 2017) (Prestopnik
& Tang, 2015).

H ypnon tov otoyeiov Gamification gaivetor va £yel OeTikd amoteAéspato oV
CLUUETOYN TOL YXPNOTN Kol &V TEAEL otV {0 TNV €QUPUOY TOVE® GTNV omoia
YPNOOTOOVVTOL KOl VO EVIGYVEL TOV Topéd otov omoio gumiékovion (Hamari et al.,
2014) (Morschheuser et al., 2017) (Bousios et al., 2017). [TAéov o€ TOALODVG 10TOTOTOVG

KOWMOVIKNG OKTOwong ot unyoviopoi Gamification ypnoylomoovvion ®¢ TPOmoL
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HETPNONG KOl OMEKOVIONG NG QONUNG TOV TOIKTOV, OAOKANPOVOVTIOL TO oicOnua
emitevéng tovg. (Pothineni et al., 2014). Zwnv BPAoypaiky avacKOTNOT TOSEIKVOETOL
nwg 1o Gamification &ivol OTOTEAEGUOTIKO Kol GLYKEKPUEVO TPOKAAEL avénom g
déopevong TV yprnotmv(engagement), EVIGYVEL TNV TOWOTNTO KAOE OTOTEAEGLLOTOG KO
pewwvel g meputtooelg ondtng (Morschheuser et al., 2017) (Deterding et al., 2011b)
(Tinati et al., 2017). H ypnon tov Gamification kot YEVIKG TOV UNYXOVICUOV TOLYVIOL
ailovy oNUOVTIKO pOAO GTN OTNPNON TOV YPNOTAOV Kol GTIV dPAGTNPLOTOINCT TOVG
(Doan et al., 2011), ago®d peidvouv v mBovotnta YPNUATIKNG omolnuimong Kot
ALEAVOLV TO OVOLAGTIKO EVOLOPEPOV TOV XPNOTAOV Yo cuvelsopd (Morschheuser et al.,

2017) (Distefano and Rodi, 2017).

‘Exovv yiver didpopeg cvotdoelc 610 mapeABov amd peAeTNTEG Yo TV opon)|
xpron tov unyovicpov g Hoyvidoroinong mov 0nmg emddnke pnopel va ennpedocet
T amoTeEAEopatd Toug. Ot unyoavicpol ovtol Péypt Kot T HEPES Hag eV glval amoAVT®G
katavontoi (Tondello et al, 2017). Tw ™ PPphoypaeioa, n Iloyvidomoinon
GLYKOATOAEYETOL GTOVG UNYAVIGHLOVG OV TApEXOVV KiviTpa Tov wBodv évav dvOBpwmo va
tedécel o dtepyasio a@ov péca and avtn BEtovv oe gvépyela vOOyeEVH Kot eE®YEVN
KivTpo oL PETOPPALOVTOL MG KOWVOVIKEG GYECELS, PNUN, avayvodpilon kot Ala (Wang
et al., 2015). Ou épevveg uéypt topa to amodeikvoovv. Ot Altmeyer et al. (2016)
TOPATNPNCAV TMOG GTNV EPELVA TOL dEEN YO YOV YO TV EVIGYLON TOV OTOTEAEGUATOV
NG OMTIKNG OAVAYVAOPLONG YOPUKTIPOV GTOV TOUEN TNG KOTOYPAPTS KOl TOPAKOA0VON o
TV €000V pécm tov mAnbovg, n ypnomn otoyeiowv Gamification ennpéoace oe peydio
Bobud ta Avuévo microtasks. Ou Snijders et al. (2014) ypnowomoinocav ototyeia
[Moyvidomoinong oe mepPdArov [TAnpomopiopod oyetikd pe ovamtuén Aoyispkoy yio
VO LETATPEYOLV TIG OLUOIKOGIEG GE SLACKESAGTIKEG KOL VO EVIGYUGOLV TNV 1KOVOTOiNom

TOV YPNOTN KOOMG KOt TIG KOWMVIKEG TOV GYEGELS.

Ye MEPUITAOCEIS OMADV KOl ETOVOAUUPOVOUEVOV GLGTNUATOV 1 KOTAUETPTON
novtov kot to leaderboards evoeyopévmg va Bewmpovvior apketd, OU®G GE O
TOAOTAOKES EQPOAPUOYES eVl amaPAiTTOG O GLVOVOGUOG TOAALATADY UNYOVICUMV Y10l T
dwtnpnon ovppetoyns tov kowvov (Morschheuser et al., 2017). Ot teyvikég kot To
otoyeior Toy VoD OUMC TPEMEL VO YPTNOILOTOIOVVTOL IE GUVECT] KOl HUEAETN, APOVL M
YPNoN TOVI®V Kol OVTAPOPOV Y®PIig OKOTO WITOpEl va. 0ONYNOEL GE OPVNTIKA

amoTeAéoHATO Kol vo. @O GEL TOV ¥pNoTN otV Tpocmddela, pe kKabe PEco, amdKTNoNG
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TOVTOV, YOPIg TNV EKTANPOGCT TOL GTOYOL TG EQOPLOYNG I Tov cvotiuotog (Katmada
et al., 2016). Ot pehettég elvarl emMELVAOKTIKOL OTEVOVTL GTN ¥PNON TOV points, TOV
badges kol TOV AOWOV UNYOVICUOV, 0EOV 0Oempolv Tw¢ KAMTO0G WHTopel va
expetaAlentel 10 cvoTnua avtapolBov mpog 0perds Tov (Prestopnik & Tang, 2015). Ot
Hamari (2013) ot pelémn tovg amacyoAndnkav pe to badges ta omoio avagépovv mg
blueprint tov Gamification kot TV GUVIEST| TOVS [E TNV OOENGN YPNONG LG VITNPECTNG,
TNV TOWOTNTO TOV OTOTEAEGUATOV GAAE Kot TNV KOowvmvikh aAAnieniopaoct). Ot Pothineni
et al. (2014) ypnowomnoincav £&vo povtélo mov aviaueifel pe moviovg povo Otov
EKTEAOVVTOL KATOlEG omapaitnteg depyacieg mov gvBuypoppilovior pe to oTdX0 NG
mhateopuag. Ot Brito et al. (2015) mapovsiocav éva framework pe apyég oyxedioong
Gamified cuoTNUATOV TPOKEWEVOD VO KATATOAEUNGOVY TIG HeBASOVG OV avapEPOVTAL
KkaBapd oe mOVTOLS Kot eMPPaPEVoELS, ONUOVPYDOVTOS TOV KivOuVo amOKAIoNG amd TOvg
TPOYLOATIKOVS 6TOYOVS TOL ovuothpatos. [T évrovn kprtikn vapée and tov Bogost to
2011 o6mov avaeépbnke 6 OAO 0VTO TO PAVOUEVO MG Ui Loviol TOL HEPKETIVYK KOl TOV
£€0woe Tov Opo “exploitation ware”. (Prestopnik et al., 2017). Akéun 1o «one size fits all»
TOV GLVOVTATOL GLYVA TPEMEL VO ATOPELYETAL, POV &xel MON  amodeyBel mwg
dtapopeTikol dvBpmol avTidpovV daPopeTikd ota gpebiopata mov Tovg divovtat. [Ma
TV ovVAYKN avTh, Ol &peuvntég £xovv katoAnéel otovg €€Ng Pactkod  THTOVG
npoconiKoTnTV: Socializer, Achiever, Networker kot Explorer ko1 mpoteivouv v

TPOCUPLOYT TOV UNYOVIGL®V 6Tovg TVITovg avtovg (Pothineni et al., 2014).

Ot pnyoavicpot Gamification 6ev o pmopovcav vo Aeimovv amd TV Topovoa
HEAETN 0oV o1 cLINTNCELS TOV TOVS APOPOVV efvar TOAAES Ko gfvar EexdBapo TS M
YPNOM TOVS dapépel and mepintmon o€ mepintwon. o to Adyo avtd opictnke ®G TO
EMOUEVO EPATNLLA TPOG GLLNTNOT GTNV TOOTIKN pguva Tov deéryon:

d. Ot unyovicpoi Gamification kat 1 opBn yprion T0VG
2.3.5 Xpyuatixa Kivytpo

AvomdQEVKTO KOUUATL T®V CNUEPIVOV CLUVOAAAYDV BemPohvTal Ol OIKOVOUIKES
amolaPég, aeoL TO YPNUOTIKO KivnTpo mopapével €va BeAkTikO pHECO Kol o)L
adIKAl0AOYNTO, OPaGTNPLOTOINoNG TOV aTOP®V. O KATOVOA®TICUOS CUVAVTATOL KUPIMG
o€ avVaPOPES 6TO VAIKE ayalfd opmg pmopel mAéov va ypnoipomoindel kot oimAa amd to
doia ayoBd, Omwg Oo pmopovoape Vo TOOUE TMG OVAKOLV Ol VANPECIES KOl Ol
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nnpoeopiec. O dvBpwmog yio va emNoEL KOl Vo KATOQEPEL Vo, KEPIIGEL OAOL VTA TTOV
Oewpel TG Exel avaykn, epydletot Kot o¢ ovtitipo Aappdvet éva ypnuotikd 1oso. Oco
O€ MO EAKVOTIKO TO TOKETO OITOO0YMDV TOV, TOGO MO PEYAAO TO KIvTpo OV £XEL Y10 VO
TOPEYEL TIC VANPECIEG TOV O€ plo €Toupeion 1 6€ GAAOVG OMUAVTIIKOVG (opeis. Oa
UTOpovGE AOWOV KOVELG VO TTEL, WG TO OKOVOMIKO KivnTpo elvar mAéov €va 1oyvpd
Kivntpo, mov evepyomolel Tov AvOpwmo vo TeEAécEL Olepyaocieg avapévoviog Tnv
avtopolpn tov. Ta ypnuatikd Kivitpa avikovy ot eEMYEV, € OVTA ONANON TOL OTMG
TPOOVOQEPONKE, O YPNOTNG OCLUUETEXEL OE U0 EPYOCIOL HE TNV TPOCUOVI] HI0G

avtopopne.

Y1g epapuoyég IMAnBomopiopov ywpic v avapeitn tov mAndovg kot xwpic ™
GUVEIGQOPE  SOPOPETIKMOV  GLUUETEXOVTIOV TO OCLOTNHO gV  UTOPEl v dMGCEL
amoteAéopaTo Kot pakpoypova elvar katadwkacpévo va omotdyel. H yprion tov
OLKOVOUIKOV OVTITIHOV givol ciyovpa évag Quesog TpoOmog mopokivnong mov umopel va
EVIOYVGEL TO YPOVO Kol TNV OAOKANp®omn autnudteov oe cvotiuate [Tinbomopicpon
(Wang et al., 2015). Xg éva tétoto mePPAAAOV OUMC, 1 XPNUOTIKY avTapolBr OA®V TV
xpnotdv Ba NTav 60cKoAn av oyt adbvatn. [HapdAinia, av n ypnpatikny avtopolpr ivot
YOUNAN Kot dgv  avtamokpivetor oto péyebog ouvvelseopdg tov kdbe ypnotn, To
TOPUYOUEVO, OEOOUEVO KIVOLVELOLYV Vv UV €lval LYMANG TOOTNTAS aPOL KOl 1|
wavomoinen tov ypnotn dev Oa eméAdel tehkd (Melenhorst et al., 2015). Ta cuotpato
[TinBomopiopov eEdArov Baciloviar oty évvola Tov £0eAoVTIGHOV KOt divouv peydn
EUGOOT GTNV APUTVICT] TOL TNYOIOVL EVOLUPEPOVTOG TMV YPNOTOV OCTE VO OITOPVYOVV TIG

OIKOVOUIKESG AVTOUOPEG Ko TO pioKO OV EAAOYEVEL LUE OVUTEC.

Y& KOMOEG TEPUTTMOELS Ol HEAETNTEG £XOVV EPEVVNGEL TO TG Ba LTOpPOvsCE v
VIapEel Lo o OMOTIKY TPocéyylon oto Bépa tov oyedtoopol gamified epappoydv
[TinBomopiopov, otig omoieg ta kivntpa mov Pociloviar otn OokEdNoT Kot KATH
OUVETEWD, OTO oY VIOl UTOPOVV VO AEITOLPYNCOLV TOPAAANAL pe KiviTpao EMTEPIKOV
yapoxtipa akoun kot otkovoutkov. Ot Melenhorst et al. (2015) mpaypotoroincov pio
TETOLOL €100VG £PEVVA GE EPAPLLOYT TTOL APOPA KIVITEG GLUOKEVEG KOl KATEANEAY TG TOL
V0 €l0M KWNTPOV UTOPOVV VO GUVLTAPYOLV OPUOVIKA o€ €va €i00¢ VPPIdKNg
depyaciag yoo pHeyaAdTEPN TOPOKIVIION TOL TEAIKOD YPNOTN KOl KOADTEPN TOLOTNTO
dedopévev. AANOL TPOTEWVOUEVO, GLOTNUATO Kupiwg crowdsensing HEGH KWNTOV

GLGKELVMV TPOGPEPOVY LKPEG OIKOVOULKES OVTAUOPBEG GTOVG YPIOTES TOV CLUVEICOEPOVY
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dedopéva (Talasila et al., 2016). ZvvnBwg ¥PNOLOTOOVVTOL Y10 VO ETEKTEIVOLV TO
TN00G TV GLUUETEXOVIOV OAAG KOl TO ¥POVO TOPOUOVIG TOLG GTO GUCTNUO. X€
EPOPUOYEG KIVNTOV TANOOTOPIGHOV Ol OIKOVOUIKEG OVTOUOPES Kol Ol TEYVIKEG
Gamification pmopodv vo GLVOLOCTOVV Kol Vo amodefovv OmodOTIKEG Yoo TNV
ToPATOoT EVOG HKPOD SCTNUATOG TNG GLUUETOYNS TV ypnotadv. Ot Feyisetan et al.
(2015) o¢ épevva mov deényoyay avakdAvyoy TOS To XPNUATIKE KiviTpo A&rtovpyoldv
OeTikd ¢ £ETPO MOPAKIVNTIKOL TOPAYOVTIES, EVED TOPAAANAO TPOTEIVOLV TEPAITEP®
épeuva Tavm oto BEpa. Xtnv épevva tov Katmada et al. (2016) Eeympilel 10 yeyovdg Tmg
0. KOWOVIKG kivntpa M 0 mopdyoviog Owokédaong dev eivor apketd dvvatd
TPOKEEVOD VO KATOPEPOLY VO SLOTPTIGOLY TNV EUTAOKT TOV ¥PNOTOV G6€ oTabdepd
onpeta. Avti avtov, TPOGPEPOVTOL OIKOVOLIKES OVTOUOPES 0¢ amolniimon Yo Tic dPES
TPOcPopas evog epydrn. Ot avtapolBés pmopel va eivor perpnrtd, kdpteg ddpwv, M
dwpedv mpdcPacn e vanpecies. Ola To ToPATAVE® VTOINADVOLY TMG KATd GVVONKES TOL
OWKOVOUIKE KivnTtpa pmopovdv va Pondncovv akdun kot mepifaiiovta to. omoio dev
BasiCovtar oe avtd. [lapodra avtd ot peretnTéc MPOTEIVOLV TEPUTEP® EPEVLVES Y1 TNV

EYKLPOTNTA TOV GTOYEI®V OLTOV KAODS Kot Yo TV eEgpedhivnomn g opONg xpnomg Toug.

[MopadAinio Opmg ot peretntéc deiyvouv avioLYol OGOV APOPd TIC YPNLOTIKES
arnolnuoocelg, agod Bewpovdv OTL WG eEmyevn kivTpo umopel vo. GAAOIDOGOLY Kol Vo
eCapavicovy gvdgyouévag ta evooyevr. 'Evag 0pog mov £xet dobel oto mpdPAnpa avtod
etvar to “overjustification”. Aniadn n peiwon tov anyciov evolaEEPOVTOG VOGS ATOLOV,
AOY® KATOI®V KvNTHPLOV OLVALE®Y £EMYEVOVG GUONG OTt®MG Ypruata 1 dALoL €idovg
émabro (En.wikipedia.org, 2018). Eivor amodektd vo. ypnoytomolodviol o opyikd.
kivntpa aAAd Ba NTov Kohd oty mopeio va oviikadictavtor pe dAla tpoavapepBévra,
MOTE VO TO YPNUO Vo U yivetoar avtookomos. [lapdriinia vdpyel avnovyio Kot yio To
av M movtTo TV Adpfovopevev dedopévov pmopel va peiwbel amd kakdfoviovg
YPNOTES TOL avalnTovV T YpMuatikn avropolPr] (Wang et al., 2015). Aappdavovtog vwoyn
TIG LEAETEG TTOV TTpOyHOTOTO|ONKaY Yio To CRTNUO TOV XPNUOTIKOV ETAOA®V 1| 0AAMDG
monetary rewards, OonuovpynOnke TO €POTNUO YL TO OV KOL TTOS TPEMEL VO

YPNOLOTOLOVVTOL:

e. Xpnuatwkd ‘Erabio/Kivntpa kot n ypnon toug oe Gamified Crowdsourcing

nepPairovia
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2.4 Xyeowopog Gamified Crowdsourcing Xvotnpdtov

O 0®oT0¢ 6YEdAGUOG EVOC CLGTNUOTOG LE GTOLXELN ALY VIS0V Elval o OOGKOAN
drdkacio wov emnpedletar and To YEYovOos g Kabe epappoyn ypetdletor vo peretnel
KOL TOG OKOUT KOl Ol KOAVTEPES TPOKTIKEG UTOPEL v unv epappolovy aueca oe kde
nepintoon. O 1d10¢ 0 oyedacpdc Bewpeitar ava TEPTOGELS YPOoVoPOPOC Kt KooTilel o
KGbe mepintmon moOpove, mov mPémel vo vrohoyiotovv cwotd (Distefano and Rodi,
2017). H amddoom twv ypnotadv Kot 0 evBoustacuog eival oAb mbavo v uny mopapévet
oto 0w emimeda kaB’OAN TN Obpkeln €vOG €PYov, YEYOVOG OV KOOTILEL Kot GAAOVG
TOPOVE Yo TV OVASIAUOPO®MCT TOV TEXVIKMOV TOL &xovv ypnoipomombel. Emopévamg
etvar pia dwdkacio mov dgv givor cmoTO vo amoppimteTon 1 vo. vAomoleital VIO
ouvOnKeg Placvvng, aeod xwpig aVTNV 0 TEMKOS 6TOY0G Umopel va. unv emtevydel moté.
To medio ToV oYESIAGHOV TETOI®V GLGTNUATOV YPOVOAOYEITOL OPKETA TOALL OPOV O
Malone 10 1982 édwoe Ti1g dikég Tov 0dnyieg Yo T SMpovpyio HoG J0CKESAUGTIKNG
OlEMOPNG XPNOTN. ZOUPOVO LE TIG TPOTAGELS TOL Ol EPMTNOCELS oL Tifevror ot
drdkacio 6yedoUOD APopovY TOVS GTOYOVS TOL GLGTNUATOG Kot TO PoBUo VKOG
eMTEVENG TOVG, TNV EVOMUAT®ON TOL GTOoLElOL TG PavTaciog, KaOdS kol OAOV TV
otolyeiov mov epebifouv v mepiépysla evog atdpov kol Tov TPOTO WE TOV Omoid
eupaviCovtar otov ypnot (Malone, 1982). Xt peiém oyedwoopod twv Brito et al.
(2015) ta Prpoto mov mPOTAONKAV APOPOLV TN GLAAOYN TANPOPOPLOV TOL APOPOVV
1660 TV 1010 TNV €QapLOYN, OGO KOl To EUTAEKOUEVO LEAT, TNV avdAivon mov Oa Boet
o1dY0VG Yo Pertimon, to Prina TOV oyedCHOD Kol TNV VAOTOINGN Kol TOV EAEYYO TOL
Mol cvotnuatog. Xtnv Ewova 2.4-1 gaivovior ta Prjpata mwov ypnoipomoidnkoy

TNV HEAETT TOVG,.

/PLANNING EXECUTI'DN\
Gathering Analysis Modeling Execution
of collaboration software \\  cf gathered data in order \\  the collaboration software of implementation and
dala to understand the ta study the collaboration 3} gameful experience fo testing of the collaboration
scenanc. probiem and specify a follow towards specified software gamification
direction. direction, plan.

. || /

Ewova 2.4-1: To mhaico G.A.M.E. (Brito et al., 2015)
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Ye o epappoyn mov Paciletar otovg ypnoteg, Yo vo dwtnpnOel to enimedo
CUUUETOYNG, TPEMEL apykd va €xel oxedlaotel po Semaen Katavonty Kot e0ypnotn
TPOG TO XPNOTN, 1e EEKADAPOVE GTOXOVG Kal e YPTOT OTOLYEIWV oL Oal dlaTNPOVVTUL MOC
10 1éA0¢ (Distefano and Rodi, 2017). Ot oyedioctég cuotnudTeOV vITooTNPIlovY MG Yo
Vo Kpatnoovy {OVTave To eVOAPEPOV TOV YPNOTOV TPEMEL VAL SNULOVPYCOVY EUTEIPIES
nmov Ba deouedoovv 10 YPdVo cvupeToyn Tovs. Mo TAaTEOpUe M omoia umopel va
TPOGEAKVGEL KO VO S10TPNOEL TO TANO0G UTOpEl Vo TETVYEL TOVG GTOYOVG TNG LE UEYOAN
akpifela kot pe eAdIoTa KOOTN, EVO TOPAAANAL Ot 10101 01 YpNoTeg avtapeifovtar Kot
KavomotoHvtal ylo T dpaon tovg (Pouryazdan et al., 2016). Evoiagpépov mapovcidlet to
ocvoumépaopa TV Prestopnik et al. (2017) tmwg avé Tepntdoelg pmopet va oyedooTel Eva
cvotnua mov Ba ypNoLomolel UNYOVIGHOVS Yo VO, TPOGEAKVGEL YPNOTES Yol UIKPO
YPOVIKO ddotnuo pe Poctky] mapdpetpo Tig opbéc mpobécelg Yoo GOOTN XPNOTM TOV
oLOTNHOTOG. Oepolv TG OKOUN KoL HE OVTO TOV TPOTO Ol YPNOTEC UTOPOVV Vo
TOPAYOVV PO OEOOUEVE amd aVTOVG oL Ba evdlapepBohv akdun Kot Yo GOVIOUO

dloTn .

H ypnon tov dtupdpaov ctoyyeiov emnpealetan dpeca amd 1o €idog e gamified
EPAPLOYNG Kot amd To Koo mov cvppetéyet (Hamari et al., 2014). Awagopetikd kivntpa
Aertovpyohv o€ OLPOPETIKA €101 KOO Kol Yol SLOPOPETIKOVS GKOTOVG. Y TAPYOLV
YPNOTEG OV EVOLPEPOVTAL Y10, TNV TPOOSO TOVS GTO T VIOl 1} Y10 TOV OVTOYWVIGUO LE
dAlovg moikteg. XpNoTeg MOV £VOLNPEPOVTOL YO TIS KOWMVIKEG OYECELS, KAOMG Kot
xpPNoteS mov yopaxktnpifovrar amd o embopio pddnong, avakdivyne, amoppodPNoNS
péoa oto moryvior (Distefano and Rodi, 2017). Ta evdoyevn kot eEmyevn| kivntpa tov
aTOUOV GLUVOEOVTOL QUECH Kot eMNPeAlovy 6NV EMAOYY TG COOTNG TeYVIKNG (Sigala,
2015). Tw xéPe TOMO YPNOTN, O OYEONOTNG €VOG GLOTNUOTOG TPEMEL VO EYEL
YPNOYLOTOUCEL TOL GOCTA KIVITPO Y10 VO KOTAPEPEL VO KPATNGEL {OVTOVO TO EVOLAPEPOV
Tovc. Xopuewvo pe tovg Distefano and Rodi (2017) 1o @VAo, 10 Yévog kou M mAkia
naiCovv évav eicov onuovtikd péoro otny ypnomn teyxvikeov Gamification. ‘Eyxet vrap&et 1
avdykn oote ot punyoviopol ITowyvidomoinong vo yivouv Mo TPOGHOTOTOMUEVOL Kot
LAPOPOL EPELVNTESG EYOVV BOVAEYEL TPOG ALTY| TNV KATELOVVON HE GTOYO TNV AHENGT TNG

Tapakivong Kot g 0EcUELOTG TOL Ypnoth o€ £va cvotnua (Tondello et al., 2017).

H avéyixn yuo eatopikevon otn oyediocn tov moyvidolol £xel ®ONcel TOAAOVG

EPELVNTEG OTI ONOVPYIO. LOVTEAWMV Yot TV KOADTEPT SLVATH AVTIGTOLYIO. UNYOVIGUMV
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pe ypnotes. Ot Tondello et al. (2016) ot peAétn tovg acyoAndnKay e T0 HOVTELD TOV
Marczewski 610 omoio o tedevtaiog daympilel Tov ¥pNnoteg o€ £EL TOTOVG, AVAAGY®G LUE
TO OV TOPOKIVOOVTOL OO €0MTEPIKNG N EEOTEPIKNG PUoEMS Kivntpa. Ot TOHmOL avtol
ocvvontika sivar ot G1AavOpwmol, ot Kowvovikomomuévor, ta EAedBepa Tlvedpata, ot
Koatopbwtéc, ot [Taikteg kot 1€hog ot Atatapdites. I'ior 6Komovg 0modoTikoh GYedcHOD
evog Tétowov ovotnuatog, m Sigala (2015) oavagépbnke o€ o mponyoLuEVN
BipAoypapikn perétn g, oty omoia avayvoploe kdmoles Pacikéc apyéc. Ot apyég
OUTEG AVAPEPOVTOL OTNV TOKIMO E0OTEPIKOV Kol EEMTEPIKOV KIWNTP®V, TAVIQ
Bacopévav oTIc avaykeg Tov ypNotrn, otn dhvoun Tov Toiktn vo e£aTopkeVoEL Ta
oToyElo TOV TOVIOOV KOl GTNV EVOOUATOON TOV CTOWEI®V auTd HE TO KOWVOVIKA

dikTua kot ta péso Lalikng evUEP®ONG.

AGQOADC 1 CLVEYNG TOPAKIVIOT TOV YPNCTAOV YO GUULETOYN Kot 1 evOdppvveon
TOVG amoTeELOVV Pacikd GLGTOTIKO, OU®MG KOl TO VYNAOD €mMmESOV TEPIEXOUEVO TTOV
mapéxeTal PEc® G epappoyng sivarl e&icov onuavtikd (Distefano and Rodi, 2017). H
TPOPOAN TOV GOOTMOV GTOYELVUEVOV UNVOUATOV TPog éva dtopo pmopel vo otabel mg
TapAyovTag mopakivong, OGOV avtd elval QAUECH GLVOESEUEVA LE TIC OVAYKES TOV
(Distefano and Rodi, 2017). Xt dwodikacio oxedlacpod mpénet vo AapPAveToL vToyT T0
edio EVOLPEPOVTOC TV ¥PNOT®OV Kol va ytiletor T0 6moTd mepleyduevo mov Ha
avtomokpivetar 610 medio avtd (Bowser et al., 2013). TlapdAinAa n demaen ypNnot
npémel va etvon amAn Kot Korovont. Meta&y aihov ot Nakatsu and lacovou (2014) otnv
€peuva Toug éva amd TOL EVPNUATA TOVG NTOV TG 1) OLETOPY| YPNOTN TPEMEL VO ETITPEMEL
NV €0KOAN avalntnon TANpPoPopldy. Avtd GUVETAYETOL TS O YPNoTNG Oa mpémel va
pmopel va avalntoetl To TePLEXOUEVO TOL YpetdleTar Le Ayo KOTO VM Ol EMAOYEG TTOL
Ba divovton Ba eivon apketég mote va pmopet va eEummpetBel. H pebodoroyio avBpwmo-
KEVIPIKOD GYESOCUOD (QOIVETOL VO EAKVEL TOVG TMEPIGGOTEPOVG UEAETNTEG OTMG Y10l
napdderyuo tovg Bousios et al. (2017), ot omoiot acyoAndnkav upe v emidlvon
TPoPANUATOV OTIC TOAES pe TN OOVaun Tov TANOoVG, evd TapIAANAQ Ekavay ypron

oToLyEl®V Toryviov ylo T TopAKivoT TV GUUUETEYOVIMV.

Ot pakTikég Yoo To oyedlacpd evog ocvotiyuatog [TAnbomopiopod pe ) yprion
unyavicuwv Hoyvidoroinong Ppickovrol 6€ TPMOIUO GTAGIO Kl EVA 01 SIAPOPES LEAETES

KAMvouv g mpog kdmown Poocikd onueia, Bewpndnke oxompo va epmbel oTOoLg
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CUUUETEYOVTEG TNG TOPOVOOAG EPELVOS Yol EDPECNG EMITAEOV TANPOPOPLDOV 1| KOOV

KATELOVVTNPLOV YPUUU®V TTOV B PavoVV YPNOLUEG 08 LEAAOVTIKOVS GYEIOOTES:

f. Zyedwwondc Gamified Crowdsourcing Zvotnudtov — Znuovtikd fruoto
2.5 Towotnra dgdopévarv ko Kakdépovror ypioteg

O [TAnBomopiopodg sivar pa Evvola Tov cvumepthapfavet ke gidovg mopovg. Ot
nopol pmopel va eivan eite vAkoi, €ite otkovoukoi, €ite yvdong. XTovg TOPOVS TOL
a(QOPOVV TN YVMOOT GLYKOTOAEYOVTOL KOL TO OEOOUEVO/TANPOQOpPIES OV divovion G€
drdkTvakég Kupiog mepmtooelc. H motdmta tov dedopévev mov avakTatol ond To
nepParlovta avtd sivar éva Bépa mov amacyolel Tovg epevvnTéG, APoD deV OpKel Ot
xpNoTeS v vToPdArovv dedopéva, by avTd Ta dedopéva dgv elvar kavd vo Tapdyovy
€V IKOVOTTOMTIKO OMOTEAEGUO. OVOAOYD LE TOVG OTOYOVS mov €xouvv optotel. H
a&lomiotio TV otoyeiov Tov vrofdAloviol gival Wlaitepa amapaitnTy 0 EPAPUOYES
mov oyetilovion pe ONUoOclo ac@Aieln, Owuyeipion kpicewv kol GAAOV TAPOUOIWV

topéwv (Pouryazdan et al., 2016).

O meprocdtepot ovppetéyovieg Tov IIAnBonopiotikdv cuotnudToVv Kot Kupiog
avtov mov emAvovv Citizen Science mpoPAnpota, €ivol Un-KatopTIGUEVOL TOAITEG WE
TEPLOPICUEVEG EMIGTNUOVIKES YVAOGELS, YEYOVOS TOL OMUIOVPYEL avnovyio. ¢ mTPog TNV
TOOTNTA TOV TPOcPEPOLEVDV dedopévav (Prestopnik et al., 2017). Katd kdpio Adyo ta
J€dOUEVH TTOV GLAAEYOVTOL OO TOVG GLUUETEXOVTES Elval LETOPANTNG TOLOTNTOS KoL YioL
avTO 01 O1EPYaGieg TOL {NTOVLVTOL VO TEAEGTOVV Atd AL TOVS TPEMEL VOL EIVOIL IKPES KO VL
exmondegvovror oty emidvon toug (Distefano and Rodi, 2017). H mowdmta twv
dedopévmv e&aptdtol T060 and T0 TPOPIA TV YPNOTMOV TOV GLUUETEXOVV GE £Va project,
660 Kot and tov oyedcpd g depyaciog mov divetan oto mANnBog (Wang et al., 2015).
INa tovg Prestopnik et al. (2017) n mowdtta TtV OcdOUEVOV €lvarl pio. TOAOTAOKT
dadwasio Tov mepAapBavel TNV €yKupOTNTA, TNV OEOTIOTIO KoL TEMKA T (PNOIUOTHTO

TOV 1010V TOV 0E00UEVOV.

Mo ™ Jdwoedhon TV moOTIK®OV dedopévav  &ovv mpotabel KdmoloL
unyaviopoi, ot onoiot acifovral Kupimwg oty a&lomotio TV 010V TOV GUUUETEXOVTOV.
H omovdadtra tov BEpotog 00 ynoe KATOOLG GLYYPOUEPEIG GTO Vo OpiGovv TNV

alomotic ®g Poowd Oéua g épevvd tovg. Ot Pouryazdan et al. (2016)
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EMKEVIPMOVOVTAL GTOV EAEYYO TMV YPNOTMOV OV GUUUETEXOLV GE KIWNTEG TAATOOPLES
TANOOTOPIGLOV KOl GTNV ETA0YT AVT®V oL Bempovvtal o¢ ot o a&tomiotot. ['a va o
TETVYOVV YPNCILOTOLOVV HEBOO0VE PAGICUEVOVE GTN GLVEPYOGIO TOV YPNOTOV HECH TNG
ENUNG TOVG Kol TOV YNE®V OV divouv Yia To dedopéva Tov €161xONcaV 610 CLOTNUA
(vote-based). H moltikn avt) cvvdéeton Gupeca [E T GLVEIGEOPO TOL KAOE maiktn
KoOdGC kol pe Vv katdtaén Tovg, ®ote va eEaceoiiletarl 1 erloinbeio AV TOV
YPNOTOV Kol OGOV aPopd TIC YNPOLE TOVG CYETIKA LE TIC GLVEIGPOPES TOV VTOAOITWV.
EmnAéov ypnowomnolovv badges, Bewpwvrtog mwc n amovoun Ppofeiov oe ypnoTeg
OLYKEKPIUEVOL EMUTEDOV, EVIGYVEL TNV TOLOTNTO TOV TPOSPEPOUEVMV OEGOUEVOV TOVG
TOPOKIVEL Yo CLppETOYn Kol pokpompdbeoun  déouevon. Iloapduolovg tpdmovg
xpnoonoovv kot ot Snijders et al. (2014) mov anéddav mOHVTIOVG GE YPNOTEG TTOL
Babuoroyovoav 1 ocuvvelseopd AGAAwvV ypnotodv kot badges ce Ocovg mapelyov

EMOIKOSOUNTIKN AVATPOPOSOTNOT).

>y épevva tov Wang et al. (2015) wpoteivovtol Tpelg unyovicpol yio EAeyyo
Kot ac@diela. Apykd mpoteivovtar to. Reputation System, mov agopodv tn enun tov
avOponwv mov Ba TPocPEpovv Tovg TOPoVS- dedopéva otV epapuoyr. H eriun stvon
éva 1oyvpo gpyoireio, mov pumopel vo akolovbel Eva dtopo Kot vo Kpivel Tig TPAEELS TOL.
H oqun mpoteivetan kar amd tovg Distefano and Rodi (2017) ¢ éva oxop mov Oa
TPOKVTTEL PEGO Omd pio. TANODpa HETAPANTOV OT®MG TO TPOMYOLpEVA dedopéva, 1
Babuoroyle tovg omnv katdtoén, 1 cvyvoTNTA VITOPOANG VE®V dedopévav KAT. Ze
TEPWTAOCELS  dldkTLOKOD TANBomopiopod, 10 péyeboc tov mANBovg elvar ava
TEPWTAOCELS TOGO PEYAAO TOV dgv Umopel vo gpevvatal ava dtopo. o avtd 10 AdYyo
npoteivetal 10 1010 TtO TANOOG VO CUUUETAGKEL €vepyd otV aSloAdynom Tov
TANPOPOPLOV OV €16AYovToL 6To cuotnua. Ot unyavicpol feedback eivar éva epyaieio
7oV Oivel T SVVATOTNTA GTO EUTAEKOUEVO LEAN VO BaBLLOAOYGOVY KOl VO GYOAAGOVY
Oetikd M apynrikd To vmOAouta pEAN Kor T dpdomn tovg. To voting cvoTNUQ
YPNOUOTOIEITOL EVPEMG KO TAPEYEL EVAV AUEGO TPOTO AVAYVOPICNS TOV KAADTEP®V KO
TOV XEPOTEPWV JEGOUEVMV, LE OVTIKEWUEVIKO, TIG TEPLGGOTEPES POPES, KPLTY|, TO 1010 TO
mn0og. Avtictorya n Katmada et al. (2016) avagépetoar ota Zvompota Pyung, oto
omoio. 0 kd&Be YPNOTNG TAPUKIVEITOL VO TTPOCEPEPEL OTN OGPAMOY| TNG TOLOTNTOG
OLYKEVTPMOVOVTOG TOVTOVGS, £metto amd 0eTik) aloAdynon TV VTOAOIT®Y ¥pPNoTOV Kot

Aoppdvovtag avTapolPES avaldyms Le T NN ToL, Tov dlokpivovTol o 101K badges,
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N TPOVOULO GTNV KOWOTNTO TOV GLUUETEXEL. Ta GTATIOTIKA TOL pmopel va TopEXEL pia

TATEOP LA £IVOL OTOPOITNTO Y10 TO YTIGILO EUTICTOCVLYNG UETAED TV TOUKTAOV.

Téroa cvotuota pe emioyég downvote kot upvote ypnGUYLOTOIOVVTOL KOl OTIG
EPUPUOYEG TTOV iVl GUVOEIEUEVES [Le TNV avaTTLEN Software kot TIg TapeUPEPEIC TTUYES
TOVL, LE TIG 0Toieg aoyolovvTal o peAéTn tovg kat ot Badihi and Heydarnoori (2017). Me
avtdév Tov Tpdémo Ta aomioTa dedopéva Pabporoyodvior vynmAdtepa and GAAC Kot
UTOPOVV va. YPNOIUOTON 000V e acPiieln apoD TO 1010 T0 TANB0C Ta KPIVEL ¢ GMOTA.
Ot mévtol pmopovv emiong vo ypnoipwomoinfodv yu aEloAdynon Tov AVGE®V TOL
TpoteivovTal 1 TV 0£00UEVOV TTOV ELGAYOVTOL GE OVTIGTOLY0L GLOCTHUATA, divovTog Eval
Bapog ota ototyeio ovtd (Snijders et al., 2015). Or Wang et al. (2015) oto dpbpo tovC
ypnowonoovv unyavicpd feedback mov agopd v aflomotio 6T EHUN TOV ¥PNCTOV
mov €16dyovv degdopuéva awoOnmpa omv gpapuoyn kivntov Crowdsourcing mov
gpevvovv. Emiong ypnoponoodv unyoviopovc Gamification yio v anddoon Oetikmdv 1
apvNTIKOV TOVTOV otovg Crowdsourcers MGTE VO OLOCQAAICTEL 1 EIMKPIVELD TOVE MG
TPOG TNV ATOS0CN TMOV MKPOTANPOUADY GTOVG YPNOTEG TOL TOVG TOPELYOV XPNCLOL
dedopéva. Daivetor emopévog mmg €va cOLOTNHO TOVIOV Kot TvaKov Padpoioyiog
xpNoonoteitol kot otovg id1ovg toug Crowdsourcers kot Oyt povo oto TAN00G TOL

TapEYEL TOPOVC.

O1 xak6Bovrot ypnoteg etvar ypNoteg mov emitndeg Kol pe 0OA0 TpooTadovv va
TOPOKALYOLV TO GUOTNUO Kol €iTe va VTOPAAALOLY YouUNAng mowdtntag 1 AovBacuéva
dedopéva, eite va Ppovv Kdmowo adbvapo onueio oto vrdpywv cHotua. Av yu
Tapaderypa Eva TepPariov tepAapPavel ToALODS UNxavicpovs dtuckEdaong te Emadia
7oV aPopoV 1o 1810 10 oy Vvidl, eivor mMBAVO KATO0L YPNOTEG TOV JEV TOPAKIVOVVTOL
amd Tov 1010 T0 OKOTO TOL GULGTHUOTOS VO €£amMATCOVY TO GUGTNUO UE GTOYO TO
KkéPO0G(KAbe €ldovg) kot ywpic vo mpocsavatorilovtar Tpog Tov Tpaypotikd 6tdyo. Ot
Prestopnik et al. (2017) otnv épgvvd Tovg v 6TV TOWOTNTO SESOUEVOV GE GLGTILLATO
Emomung IoAtdv vrootnpilovv tmg n kakdPovAn coumepipopd umopel va tpoéibet
amo to 1010 o cvotnua, dtav To Emabio BewpovvTol apKeTd BEAKTIKG Y100 TOVS ¥PNOTES
KOl TOLG OOGTOVV TNV TPOcoyn amd TV Kupimg epyacio. Av KATOO¢ ToiKING dev
EVOLOPEPETAL 1OTEPWG Y100 TOV okKomd Tov Crowdsourcing GLGTINUOTOC EVOEXETOL VL
felnoel vo efamatnost o ocvotuo yo. vo. emoeeindei. Ov Talasila et al. (2016)

avTmapoBETOLY AEYOVTOG TMG amd TO. EVPNUOTO TNG EPELVAG TOVG KOTOANYOLV GTO
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YEYOVOS TG 01 KAKOBOLAOL ¥poTEG OeV Ypelaletal va amodaAlovtal, apov mapdiinia
UTOPEL VO 0VIIKOLV KOl GTOVG TILO dPAGTIPLOVG YPNOTEG KOl VO TOPEXOLV KOl £VO, LEYAAO
TOGOGTO ONUAVIIKOV TANPOQOPI®OV. & KAOe mepintmon 10 dSVOKOAO KOUUATL €ivor 1
avVayvOpIon TOV KAKOPOLA®V ¥pNoT®V, OLTOV 7TOL UE OO0 TAPUdIOOLV YOUNANG
TowTNTOG dedopéva 1 MOV TOPAKAUTTOLV TN OladiKacio, Omd aVToLg 7OV omTAd
dVGKOAEHOVTOL VO OVTATOKPIOOVV GTIG ATOITNOELS, MGTE VO UMV TILOPOLVTAL OAOL GTOV

1010 Badpo.

INo mv avtpetonion mudtov mov oxetiCovior pe wyevdn oedopéva ot
Kapenekakis and Chorianopoulos (2017) otnv gpappoyn mov ovéntvuéov Yo GVAAOYY
dedopévev and to TAN00G Yoo TNV avayvopion dtdpopmy yio telovg, ¥pNoLoToincay
mv apvntikn PabBpoidynon. H apvntkn Pabupordynon €yve pe amddOon 0pvnTikKdv
novtov o Ocovg maikteg €0woav  AdBog mAnpopopleg kol TO YEYOVOSG OVTO
emPefordveTon pEc® ooV amd cLUTOIKTEG. AVTO €yl GUEGO OVTIKTLUTO GTN PMUN
TOV YPNOTOV OV LTOdNAGVEL TNV a&lomiotio Tovg. Ot mAnpoopieg mov oyetilovtot pe
mv aflomotio Tov ¥PNoTdV givar xpNoHo vo. amofnKELOVTOL KOl VO, OVOVEDVOVTOL
duvvapkd (Pouryazdan et al., 2016). Ot LaToza et al. (2013) og pehétn oyetikn pe v
TowTNTO dedopévev o€ meplPdAlovia mov oyetiCovior pe TV TOOTHTO KMOOKO,
nwpoceyyilovv 10 Béua avapépoviag mmg oe o depyacio ( kKot puotkd 6mov avtd givol
€PKTO) B NTOV GLVETO VA VIAPYOLVV TOAAEG EVOAAUKTIKEG DCTE VO UTOPOLV V.
oLYKPLBOVV HETAED TOVG, YMOPIg VO AmoppitTOVY KOl 0VTOL TO YEYOVOS TTMG OKOUT KOt Ol
101eg 01 kp1TIKéG YpNoTOV pmopel va eivan ecpaipéves. ‘Eva odokAnpouévo framework
avantoyOnke emniong and tovg Pouryazdan et al. (2016) ot omoior 0&Aovv va ddcovv Abon
oe Bépata aglomortiog oe mepiPaiiovta crowdsensing. ' To Adyo avtd vioBETGAY Eva
GUGTNLO GTO OTO10 Y10 VO LTOPEGEL KATO10G VO, SIEKOKNGEL £va Tapdono Ba mpénet va

GULVEPYOOTEL [LE TOVG VITOAOITOVG XPTOTES G EVAl Voting GUGTILLAL.

Ta ocvomuoto emopéveog mov (ntodv TN pEYIoTN OEGUEVLOT KOWOU Yo TN
Aertovpyiar Tovg, OM®G €ivor ovtd tov ITAnBomopicpovd umopel va aviyetomTicovv
TPOPANUATA CLGYETICOUEVA LE TNV EYKLPOTNTO TOV OEOOUEVOV KOL TNV 0EIOMIGTIO TOV
XPNOTAV, €v®d Ol 10101 Ol CLUUETEYOVTEG Umopel v €SOmATHCOVY TO GUGTNUO KOl
TOPAUEPICOVV T, EMGTNUOVIKA 1| GAAQ KOONKOVTE TOLG Yoo vo Kepdicouv Emabio Ta

omoio. amodidel To Talyvidl N Y VO TPOKAAEGOLV KATOW OovoTapoy] OTO 1010 TO

neptPdArov. Ta Oépato ovtd doev mEPocAv AMOPATAPNTO OO TNV ETICTNUOVIKY
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KOWOTNTO Kot Yo ovtd Kpibnke amoapaitnto vo ep@tnodv Kol 6T GLUVEVIELEEIS TTOV

TPOLYUATOTO 0N KAV,

0. Awocedion Ilowwmrag Asdopévov oe mepipdiiovta Crowdsourcing Kot

Amopuyn tov KakdBovriov Xpnotov

3 MebBoooioyio

H pebBodoroyio mov axolovbnbnke otn mapodoo SMAGUOTIKY €lval 1 TOLOTIKY
épevva(Qualitative Research) pe Atopkéc Xvvevtedielg oe Bdboc kot Ogpotiknm
AVOAVLOT  OTIS OMOVINGES TOV EPMTNCEMV 7OV TeOnkav £Emeito amd  €KTEVN

Biproypagicn Epgvva.
3.1 TIlowTwki) Epevva

H mowtwkn épevva opiletor oc m «H pun aplBuntikny eEéraon kot epunveio
TOPUTNPNCEMY OV OKOTO £YEl VO AVOKOADYEL VLTOKEIUEVA vonuote Kot pHoTifa
oxéoewv» (ad2.teikav.edu.gr). H molotikn épevval ETIKEVIPOVETAL GTO «yLOT» OVTL Y1 TO

«mocoy» (Milena et.al, 2008).

Avtd mov mopatnpnOnke péca amd v PPAoypaeikny ovookomnon NTav 1
EMEWYN  TIOLOTIKMV  EPEVVOV  OTIG HEAETEG TOL  emKeVTpOONKOV oto medio TOL
Gamification pe to Crowdsourcing. IloAlol epegvvntéc mpoteivouv T peALOVTIKN
TOWOTIKY €pevva, Yo TNV KAAvyn Bepatoroyiog mov eivor axdun oe peydio Padbuod
avegepeovnt. ‘Eva axoun onpeio mov odnynce oty €mAoyn ovtng g pebodoroyiog
elval Tog ot pEH0S0L TOLOTIKNG EPELVOG YPNGLLOTOIOVVTOL GLYVA YL TOV TPOGOIOPIGLO
kwvnpov 1N oviMyeov (Milena et.al, 2008). Ot aviiMqyelc tov €0KOV &lvan
OTOPOATNTEG YOl TNV OVOKAALYN VEOV TANPOPOPIOV GE OLTOV TOV TOGO KALVOVPYLO
topéa. Me v moloTIKn €peuva Kol CLYKEKPIUEVO HE TN HeEBOdOAOYID TOV OTOUIKAOV
ovvevtevéemv oe Babog mov emAeyOnKe, 600NKe pa véa oxomd ot Bepotoroyia, ool
€0kol Tov TEdlov aVTOV, TOPEDEcAV TIC OWKEC TOVG OMOYELS KOL TO OKO TOLG
coumepdopato péco amd v eumelpion tovg. H evodhoktik) ypfon TG TOGOTIKNG

épevvag amoppipdnke e€apyng yia toug €Ng AOYoLG:
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e H mocotikn épevva amortel peydio apBud atopwv, tpddvpa vo AdPovv pépog otnv

épeuva.

e Toa dropo mov Bo emAeybodv mpémer va yvopilovv Tic 000 €vvoleg, yeyovog TOL
TaPOoVGLALEL OVGKOAIES, QUPOV 01 EVVOLEG TOV EPELVAOVTAL EIVaL KOvoVpyleg Kot TO TAN00G
dev eivar efowcelwpévo pe ovtég. XTo onueio avtd eAloyevel o kivouvog TOAA®V
AavOoopévev 1 TuXoiOV omavTcE®Y, oL B0 TUPUTAAVGOVY TO OTOTEAECUATO TNG

Epevvag.

e H avdivon pog mocoTikng £pevvoc omattel epyoreio kot ypovoPOpeg OTATIOTIKEG
OVOADGELS, Y10 TIC OTOIEG TTPEMEL VO, VTAPYEL apyKa o e€olkelwon amd Tov EpEVVNTY,
MOTE VO UTOPoLV Vo dlekmepal®Bohlv 6TO YPOVIKO JSldoTnua. oL JSIVETOL Yo TNV

EKTOVNON LOG OITAMUATIKNG EPYACIOG.

e And ™ Bifloypapio gavnke mmg ot mocoTikES £peguveg £xovv kaAvebel apketd wg Eva
onueio, amd TPONYOOUEVOLG EPELVNTEG, EVM TPOTEIVETOL EVIOVMOG 1 YPNON TOLOTIKAOV

EPELVAV YLOL TNV EVPECT VEWOV GTOWXEIMV HECH TNG YVAOONG TV EOIKAMV.

3.1.1 Arouixéc Lvvevrevéerg oe Babog — I'ati EniléyOnkav;

Mo mv de€ayoyn (wog moloTikn épevvag vapyovy dldpopeg pebodoroyieg mov
YPNOUOTOOVVTOL OV TEPITTOON Ko Tavto pe Paon Tic avlykes tng HEAETNG, TO
dBéopo xpdvo kot T SLoKOAMa epapproyng e Mia arnd T1g pebddovg ovopdleton In-
Depth Interviews(Atopués Xvvevtedéelg oe Bdbog) kar ypnoponombnke ot napovca
dumlopotikny gpyacia. Or oe BaBog Xvvevtedéelg eivor o teyvikn Kotd v omoio
de&dyovran ouvevTEDEELS pe dTopa e101kd Tave ot Bepotoroyia g épevvag. Ot Boyce
and Neale (2006) opiCovv T1g GVVEVTEVEELG WTEG WG «M1a TOLOTIKT) TEXVIKT EPELVOG TOV
nepthopPdvel ) SeEay®yn EVIOTIKOV OTOMK®V CLUVEVIEDEE®MV UE €va UIKpO aptBud
epoTOEVTOV Yo va dlepeLVNOEL 1 OTTTIKY TOVG GE U0 GUYKEKPIUEVT 100, EQUPLOYN M|
kataotaon». O okomdc elval 11 GLAAOYN TOV OTOYEDV TOV E€0IKOV, o1 omoiot Ha
napafécovy o (oviavh ewova Tdvo oto 0Epa, cOLP®VA PE TN J1KN TOVS EUTEIPTIL Kot
pe ta dwed Tovg Propata (Mack and Woodsong, 2005). Otidnmote pmopei vo Lopactel o
ovvevtev&lalopevog Yo To BEpa etvar YpGILO Kot TPETEL VO KATAYPAPETOL Yo TOAVN
xpNomn. Av kot pio pepovouévn HEAETN avtod Tov €100V dev Pmopel Vo AmOTEAECEL

onueio avaeopdsg mov va ePapuoletol oe OAEG TIC TEPUTTAOGELS, EVIOVTOLS, UTOPEL Vo
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TPOTEiVEL £YKVPO KO 0UTITO GVUTEPAGUHOTA Kot Vo dnpovpynBodv véeg vmobéoelg ot

omoieg Oa epaprootovy oe peAloviikég peréteg (Brouneus, 2014).

O AOyog emAoyng TG ovYKeKPLUEVNG LeBodoA0YING Yo TN TAPOVCO. SUTAMLOTIKNY
gpyoaoia elval n KATOAANAGTNTO TOL OELATOG Yo OVOTYTOV TOTTOL GLINTIOCELS UE GYETIKA
pkpd opOud avlponwv (Guion et.al, 2011). Ot ocvvevievéelg yivovior cuviOmg
TPOCHOTO LE TPOCWOTO, EVA AVE TEPUTTAOCELS UTopovV vo. dte&ayBodv pHécm TMAe@®VOL 1
HEG® S10OIKTHOV. Ol EPMTNGELS TOL YPNGLULOTOLOVVTAL Y10 VO KATELOHVOLUY TOV OUIANTH
elval ouvnOmG MNI-OouNUEVES Kot UTopel va dtapEpovy oto onpeia o Kabe cuvévtevén,
avaAdymg pe v tpom| ¢ ovlinmonc. O Adyog mov opilovior mpoxaBopiopéveg
EPMTNOELS Elval Yo vo ETavaEPOLY TN oo YOp® amd T BEHaTH TOL EVILIPEPOLY
TOV €pELVNTN, OTaV EePelyel Adym g elevBepiag mov divetan otov opiAntn (Brouneus,
2014). H popon tov dedopéveov mov cLAAEyovtor givar cuvnbmg apyikd o€
HOYVNTOQMVNUEVEG  EYYPOQES Kol  YEPOYPOPES ONUEUDCELS, EVO OV  TopEia
LETATPETMOVTAL GE YPOUTTA aPYEIR KOl KMIKOTOIOHVTOL OVOAOYMOC LE TIC OTAVTNOELS TOV
epotBévtog, dote va Ttapldovv ot Bepatoroyia mov €xet opiotel e€apymng and Tov

gpevvnt (Mack and Woodsong, 2005).

Mo va die&oyBel cmwotd pia 161010V €100VG cLVEVTELEN TTPETEL Vo Yivouy ot eENg

dwdwaciec (Mack and Woodsong, 2005):

o No eneEnynbetl otov cvvevtev&lalopevo avoAvTiKa Kot pe oaindn otoryeia, o AdYog
™G ovvedpiag, ot oKomol xpNong TV dedopévav mov Ba GuAdeyBovv kot To mlavd

piokot.

o No dwcpaiotel mwg oTdNmote TPEMEL va mapapeivel amdppnto Ba eivon cefactd

oo TOV EPELVNTY Kot TG dgv Ba ypnoomomBovv croryeio pe d0r0.

o O gpeguvntng opeilel var glval TPOETOLACUEVOS Y10 EPOTHCELS KOl OTOVTIOELS, TOL

GUVETAYETOL TNV EKTETAUEVT TPOCHOTIKN TOL £pguva Téve ot Bepatoroyia.

e No &ivol TPOETONOOUEVOS YIOL TN HOyvnToedvnon g ovlntnong, &merta omod
KOTAOEON TOV OMUANTN KOl Y10 TY] GLAAOYY] ONUEWDCEMYV, LE GKOTO TNV TEPOUITEP®

avdAvon Kot TapovGiosT TovG.
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Ot epmtoelg mov yivovtal amd TOV EPELYNTY EXOVLV OC GKOTO TNV OVOKAALYN TOV
YTt Kot Oyt TG AN g amdvinong Tov vot Kot oxt. EEGAAov 1 molotikn épguva e€epevvel
€1g PdBoc Tic okéyelg evOg ATOUOL Yoo TV avoKOALYN HOTI®V, OT®G cLYVOTNTEG,

peyéom, dopéc, dladkaoies, artiec, ovvéneleg (ad2.teikav.edu.gr).

Mo evoddaxtiky peBodoroyio mov GuyvE cLVAVTATOL GE EPEVVEG Kol £)EL
ypnowonomBel gupéwg eivar  pebodoroyio Delphi. Ot Adyor yia Tovg omoiovg dev

emALyONKe ylo T mopovoa epyacio eivorl ot eENg:

Eivon po peBodoroyia mov otoyedel oty owodounon cvvaiveong (Hsu, 2007) petald
TOV OTOYEDV TOV EPOTOUEVOV UEADV, EVA OTN TOPOVGO epyacio. 6TOXOG €ival M
OLALOYN TOGO GLYKMVOVTI®V OGO KOl OMOKAMVOVI®OV OTOYEMY a0 TOVG €101KOVC. Agv
vInpEe ¢ 10 N TEMKY| KATAANEN 6€ KATO0L €100Vg AVOT) 0E GLYKEKPLUEVO TPOPAN LA,
oALG M e€epeblivnon TV SEOPOV GTOLYEI®V TOV UTOPOVV VA HOPAGTOVV (TOUO LIE

eunepio Tave oto BEpa g epyacioc.

H pebodoroyia Delphi omnpiletor o€ o Sodikacion ETOVIANTTIKOV GUVEVTEVEEWMV KOTA
TNV OToilol O OMOKPLVOUEVOS UTOPEL VO ETAVEEETACEL TIG OPYLIKEG TOV OTAVTNGCELS KOl 1)
GLVOMKEG TANPOPOpiec mhve o€ KABe Bepatikn evotra va aAlasovv (Hsu, 2007). Avtod
TpovmoféTel TG o1 cvppeTEyovteg Ba eivar TpodBupol Gyt LOVO VO SDGOLY ATOVTICELG
Thvo ota OEpota aAAd Kot vo ETavaAdPouy T cLVEVTELEN GE EVOEYOUEVMG TEPIGGOTEPO
amo 0vo kKOKAOVG. To yeyovdg avtd mpoimobiTel pe T GEPA TOL TO TNyoio Kot HeydAo
EVOLPEPOV TOV GLUUETEXOVTOG Yo TO BEUA Kol Yol TIG GUYKEKPIUEVES GUVEVTEVEELS,
€0KA aPoh 0 €PELYNTNG OE VTN TN TEPITTOON €ivar EOTNTAG Ko Ol KATO10G

0pYOVIGLOG 0O TOV 0moio Oa propovoe va £xel KATO10 AUEGO OPENOG.

H pebodoroyia Delphi eivar apketd ypovoBopa (Hsu, 2007). Av vrmoAoyicel kaveig o
YPOVO OV YPELALETOL Y10l TN TPOEPYOTID TOV EPOTNUATOV, Y10 TV EVPECT] TOV EWOIKMV,
YL TV Seaymyn TV GLVEVTELEE®MV KOOMG KOl TOV ETOVOANTTIKAOV PAGE®V, UTOpPEl vo

Eemepdioetl KOTE TOAD TO XPOVIKO OAGTNO EKTTOVIONG O OUTAMUOTIKNG EPYOCTOC.

Yrhpyet 10 ploko €vOg U — GUVOLVETIKOD OMOTEAECUATOC, EWOIKO GE TMEPUTTMOCELS
e€epedvnong evog Bépatog TG0 Kavovpylov 6co tov Gamification, mov to medio elvan

aKOUT aVOLYTO Kot 01 AVGELS KOOMG Ko TO TPOTEWVOUEVO, LOVTELD OEV GLYKAVOLV aKOUT|
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pog o Kotevbuvor. Emiong ot amdyelg tov edik®v UTopel vo SlapEPOVY OPKETA

avaAdymg pe to Bdbog g epmelpiog Tov Kabevog oe kabéva and ta epmnOEvTa BEpaTa.
Hpopfinuara ctig Lovevrevéewv oe Babog

Onwc ka0e peBodoroyio £tol ko 1 eeTalOMeEVN EXEL KATOLO LEIOVEKTILLOTO, TO OO0l

umopel va tnv 0E60VV MG AKOTAAANAY OE KATOEG TEPUTTAOCELG EPEVLVOC.

Ot ovvevtevéelg pmopel va mpofodv apketd ypovoPopeg (Boyce and Neale, 2006). H
avalntnon, evpeon kot deEoymyn g 010G g cvvévtevéng eaptdrtar o peydro fabud
amd tov ovvevtevSlopevo. Ymhpyovv Oépata ota omoior M €0pecn ATOH®V Yo
ouvévtevén eival apketd €OkoAN, kabdc M OBepatoroyio eivar dadedopévn kol ot
GvOpmTOL TOV OGYOAOVVTOL [LE TOV GUYKEKPIUEVO KAASO givol 0pKeETOl. L& TEPIMTMOCELS
Omwg otV mapovcoa Epguva, 6mov 1 €vvola tov Gamification dev €yel mhpel peyOreS
dwotaoelg oty EAAGSa, m e0peon edkodv mhveo oto Bépa elvar po drodikacio Tov
amortel ypovo vy ovoaltnon kot kabe dvvary mpoomdPela yio deaywyn TV
ovvevtevéemv. Kabmg o gpeuvnmg avalntd tv €0gloviiki] GLUVEIGQPOPA TOV EOTKAOV,
dgv Umopel vo OMOLTNGEL TNV GUUUETOYN TGV EWOIKAOV TOPE Vo ovopEVEL pia BeTikn
OTAVINGOT, TPOCTUOMVTOS VO EENYNGEL TOVG AOYOVG TNG EPEVVOC, MOTE VO TPOGEAKVGEL

TO EVOLOPEPOV.

O gpotdpevog mTpémel va elvarl KatdAAnAo ekmaidevpévog yo ) cvvévtevén (Boyce and
Neale, 2006). ZXe& avtifemn mepintwon upmopel va unv kataeépst vo e&dyel Tig
TANpoeopiec mov avalntd M va un Kaver tov opAntn vo owcBovOel dveta pe ™

oLVEVTELET TOV.

Ot yevikevoelg otic anavinoelg npénel vo anotpénovrol (Boyce and Neale, 2006). Ta
delypata oe avtn 1 pebodoroyio givor pkpd, a@ov ot opAntég eivar Atyot, omdTe Ol
YEVIKEVGELS OTI OMOVINGES Ogv Ba ODCOVV Ta COGTA dedopéva Yoo TNV e&oywyn

YPNOUOV KOl TPMOTOTVTTOV GUUTEPUGULATOV.

[Ipéner va dlveton mpocoy] otV ovadMYNoN TOV OESOUEVOV KOl GTOVS PNYOVG
oyoloopovs. Etval otnv kpitikn tkavotnto Tov €PELVNTY], VO OVOKAADWYEL TETOLOV €100V
OTTOVTIGELS KO VO KOTAPVYEL GE EK VEOU EPMTNGELS Y10 VO, UTOPEGEL VO, OMOGTAGEL TIG

mAnpoeopieg mov BéLeL (TounAng, 2015).
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3.1.2 Awadikacia XZvvevrevEewy

H de&aywyn Zuvevievéemv yia ™ mopodco SIMA®UATIKY £Yve HEc® A1odKTOOL
KOl LE GVVEVTEVEELS TTOV TTPAYLATOTOONKAY GE PLGIKO YDOPO OTOL AVTO NTav £Pktd. H
TPOcEYYLoN TV cvuvevtevslalopevay £ywve pécm email 1 KOWOVIKOV AIKTOH®V 0TS TO
LinkedIn. H emloyn 100 Tp®dTOV GLVEVTELEWOLOUEVOD TOV EKTOOELTH NG AYYAIKNG
etoupeio  Gamificationt+, €ywve pe Pdon v €0KOTNTA TOL GTOV TOUEN TG
[Toyvivomoinong. O ocvvevtev&lalopevog €xel v eumelpion. TAVEO OTIS TEYVIKEG
[Moyvidomoinong oe S10POPETIKOVG TOUEIG KaOMDG Kol TIC YVMOGES EPOPUOYNG TOVS GE
neptpdArovto TIAnBomopiopod, a@old amotelel TO OVIIKEIUEVO TNG TTLYLOKNAG TOV
gpyaciag. AxolovOnoav ot vmoéAouror cuvveviev&lalOpEVOl Yoo TOVG OMOioVS dev
axolovOnOnke cvykekpluéva Gepd, aAAd N NUEpOUNViR GLVEVTEVENG TOVG Kpidnke amd
T0 ¥POVO amdKpIoNg Tovc. Ot GuVEVTEDEELG OpioTNKAY 6€ HEPOG TTOV NTAY BOAKS Y10 TOVG
ovvevtevélalopevovg  €ite o QLUOIKO onuelo  pe TN YPNON  TPOYPEUUATOC
poyvnTopdvnong &ite péow Awadiktoov kat tng mAatedppog Zoom (https://zoom.us/).
Yg KAmoleg MEPUTTMOELS YPEWCTNKE VAL Yivel LETABEST] TOL TPOYPOUUATIGUEVOD povTEPOD
AOY® vVITOYPEMGEMV TOL cLVEVTELELOLOUEVOL. O1 GLVEVTELEELS Ely0V LEGO OPO JLAPKELOG
T 50 Ko KOAOTTOUV GAAOTE AVOAVLTIKOTEPO KOL GAAOTE TO TEPLOPIGUEVO OAES TIG
evomrtec. Ot opintég Ntav mpoddupol va aravtnoovy Kot Kupiog vo cu{nToovy Tig

Bepatikég evotntes, Pacilopevol ot O1KN TOVG eUmeLpia.
3.2 Mzge0oodoroyia Avarvong Iorotikng Epevvag

Ot mpooeyyicelg avalvong Hog TOTIKNAG HEAETNG moKiAovY Kot pmopohv va
JS@P1oToHV OVOAOYD HE TO. OEOOUEVO, KOl TOVS GTOYOVG TNG E€KACTOTE EPELVOG.
Avagpopikd kdmoleg amd TG pedddoovg avaivong eivor or €€ng: Oepatikn Avaivon
(thematic  analysis), Epunvevtiky ®@aivopevoroywkn  Avdivon  (interpretative
phenomenological analysis), Aenynuotikr; Avdivorn (narrative analysis), Avéivon
ouvoptMog (conversation analysis), Avédivorn Adyov (discourse analysis), Avdivon
[Tepieyopévou (content analysis), Euneipicd @spehMopévn Avdivon (grounded analysis)

(TowdAng, 2015).

Amd T1g mopandve peboddovs ot emikpatéotepeg NTav 1 Oepatiky Avédivon, M
Avdrvon Ilepeyopévov kot  Epmelpikd Oespehopévn Avdivon. H Ogpotikny Avaivon
mov emA&yOnke, mpoteiveror and 1 Bifloypagio yioo véovg epevvntég, agol eivar
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€0YpPNOTN KOl YPNOUOTOLEITAL Yo TEPIMTMOCELS OEUATOV TOL TPOKHTTOLV HECOH AmO
gpevvnTikd dedopéva (Braun and Clarke, 2006). O opiopdg mov diveratl omd tovg Braun
and Clarke (2006) eivar o &€&ng: «H Ogpoatikr avdivon etvar g péBodoc vy tov
TPOGOIOPIGHO, TNV OVAALGN KOl TNV aVOPOPd TPOTOHT®V £VTOG TOV dedOUEVOVY. MEcw
™G Oepotikng avdAvong To JESOUEVO OV GLAAEYOVTIOL OfIO TOVUG GULUUETEYOVTEG
avoADOVTOL TAVTO e EMIKEVTPO TO POCIKO epOTNUO VD TopdAANAa avayvopilovtaol
kowd onueio. Ot GAlec péBodor cuvHBWG YPNCLOTOIOVVTOL Yo O OAOKANPOUEVES
EMIOTNUOVIKEG EPEVVEG e oLYKeKPIEVA mhaiota Kot decpevoels (loapng ko TTovpkdc,

2015).

Ot tpomotl pe tovg omoiovg eumiéketon n Bewpio ot Sadikacio TG avaAivong
etvar tpeig, o mapaywywodg(deductive), o emaymywods Koar o amaywyikoc(abductive). O
TOPAYOYIKOS apopd TV kabodnyoduevn amd 1 Bewpio Kodkomoinon TV dedopuévay,
EVD O EMOYOYIKOC TNV KOOIKOMOINGN 7OV TPOKOTTEL HEC® TOV OEOOUEVOV TOV
ocvAAEyovTan amd v épevva. O amaywyikdg tpdmog ivar avtdg mov ypnoyLoromonke

“

Yl TN TOPOVGO EPYOUGIN OPOV Oa umopovce AOMOV KAVELG VO TEL TS NTAV Lo
duvapkn  dwdikacio, otnv omoio vanpEov  mpokabopiopéva  Bépato to  omoia
TpomomomOnKav Kot eumiovtiotnkay pe Baon ta dedopéva mov Aappdvoviay amd Tig

ov{ntoeis.

[Nao mm Ponfeia ¢ dwdwkaciog oviivong 1TNG MOWOTIKNG  EPELVOG
ypnowonomdnke to mpodypappa NVivo g etapeiog Qualitative Research Solutions
(QSR) International (https://www.qgsrinternational.com/nvivo). To NVivo gival to mo
YPNOUOTOMUEVO EPYAAEID AOYIGHIKOD OVAALGNG OESOUEVAOV OO TOLOTIKES KO UIKTEG
épevvec maykoopioc. To egpyareio elvar eml mAnpouq OUOS Yy T ¥PNON TOL Yo TN
oLyKeKpIEVN epyacio eykpinke aitmua yw ypnomn oe trial popen yw éva unva. H
xp1ion tov NVivo €kave ) dodikacio Kmdkomoinong Kol avaAvong To €VKOAN Kot
OULOAT, ooV divel o EekdBapn KOV TV KATNYOPIDV TOL TPOKVATOVY Kol OLOGOTOLET
HE OACQAAELD TIG ATOVTIOELS TV GUUUETEYOVIOV Ommg eaivetal ot Etkoveg 3.2-1 ko

3.2-2.

2 dwdwaocia Oepatikng Avarvong [Hootikng Epgvvag 1o mpdto Prpa etvor n

KOOKOTOINoN TV TANPOoPopLdV. AEGOUEVOL TMG 1 AVAALGT EYIVE E OTOY®OYIKO TPOTO,
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npobmpyov MO Kdmoleg Oepatikéc evotnreg(kopuPor) onmg eaivetar ko oty Ewkdva
3.2-1.
Nodes

* Mame
() Ogéin Xpnotaw

+ nj::::n EvSoyeun - Efayevn Kivntpo
nj:::jn Te Kivntpo e Kowwvikemoinang
() Mnyoviopei Gamification
+ [:::] Iyebuaopsg Gamified Crowdscurcing Epoppoyns
#-() Xpnpomkd Kivntpa
[::::I MowwtnTo AsGopsvwy - Kakdfouhn Dupnepupopd
Ewova 3.2-1: Oepotikéc Evotnreg — Awoympiopog NVivo
AQoV €ytve M KOJKOTOINGT KOl Ol OOVINGES GUUTTUYXONKOY KOT® amd KaOe
VTOEVOTNTA, VITEGTNOAV eneepyacio KATd TNV omoio 0 EPELVNTAG TNG UETETPEYE GE €Vl
ovolmdeg Kelpevo avd BEpa Kot avl OfANT] AOCTE VO ELPAVICTOOV GE £va TTVAKO O
omoiog mapatifetor oto emduevo kepdaiaro. Kdte mivakoag agopd po cvykekpuuévn
Oepatikn] opdda Kot KaOe ypoauun apopd t tpocomiky andvinon tov kdbe opint. O
TPOTOG Tapovsiaong e Kabe amndvinong £yve pe tétolo tpdmo, dote va ivar dueca

Katovont n B€omn Tov opuAnTY.

3.2.1 Iivaxag amavticemy GoVEVTELEEMY

Mivakag 1: Opéin and tn cvppetoyn xpnotov oe Crowdsourcing epoppoyeg

Opéln amdé ™ coppetoy] ypnotov o€ CS g@aproyég

Exmodevtng - | @ Ikavomoinon ecotepik®dv avoyK®dv
Gamification+ | @ TIpoc@opd og kKoot TO,

e [Kkavomoinom TpocomIKOy evOPEPOVTOG
e Exminpwon evog 6Kkomov

o Owovoukd 6pehog

Software o Amoktnon a&log HEcw eEEMENG TPOCOTIKAOV OeE0THTOV
Developer - | e Avayvopiopdmra
Nokia ®  Avoyvdplomn GUVEIGQOPAG O Lo LEYAAN 10€al

® XVVeEloPOPA 6TO KOVO KOAO
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Epgovnig [Tpocpovn ypnpatikod enaOiov
otV Eltrun [Inyaio evola@épov Yo TO OVTIKEILEVO TNG €VOOYOANONG YWPIg
TPOGLLOVY AUEGOV 0PELOVG
Icon Aéopevon  evolaPEPOVTOS HECH  1KOVOTOINoNG 1TNng TPOKANoMG
Platforms (challenge)
YvAloyn  Emtevypdtov(Achievements) vy v KOW®OVIKY

VoYV P1oT), TO GTATOVG,.
A00KESOOT HEGM TPOYLOTOTOINGT LG OpACSS Ol OO VITOYPEDON

AL amd evyapiotnon.

Founder tov

Andknon a&log pécm evaoyOANoNg e TPAYLOTO TOL £XOVV VOTLLOL

Ux Prodigy Yo TovV Kabéva
JVVEICQOPA GE Lol LEYAAN 10€a
UX Designer Amoxktnon a&ilog HEGH YOPaKTNPIoTIK®Y oL KAvouv &vav avOpmmo
Vo QOIVETOL KOWMVIKG 7O €vePYOS, MO EVNUEPOUEVOS KO TTLO
o LVOEDIENEVOG
YVVEIGQOPA GE KOWVOTNTA
SovVoyOVIGHOG / AVTOY®VIGUOC e PHEAT TNG KOWVOTNTOG LE TOpOUOoLa
EVOLOPEPOVTQ
[Tpocpovn avtapotBrg mov Kavomolel S1POPETIKEG AVAYKES
Gamification Ikavomoinomn aeHnpaToc TPoddov Kot OAOKANP®ONG
Consultant Yoppetoyn ot oldkacion dnpovpyiog Hog weag / dNUovpykn
oV ocuppfoin
Octalysis
Group
CEO ™mg [Ip6cPaon oe TAnpoopiec / yvaon péow
Owiwi YVVEICPOPA GTNV KOWOTNTO KOWVDV EVOLOPEPOVTOV
YVVEICQOPA GTN YVAGCT Y1d £VO. EVOLUPEPOV OVTIKEILEVO
CEO ™m¢ H aicOnon g ocvppetoyng oe po evpvtepn opddos culnTnong
WePolitics AToTOT®ON CKEYEWMV KOt EUIECT GUYKPLON YVOUNG LE GAAD dTopa

Ylomoinomn avaykdv 6Tov yneako KOGHO

IMivaxag 2: Evdoyevn & E&mysvn Kivntpa
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Intrinsic / Extrinsic Kivntpa

Exmondevtg -

Gamification+

To aicOnpo évtaéng oe pio KOowotnToL €ivol TO 7O ONUOVTIKO
eVOOYEVEG KIvNTpO Kol avTd TPEMEL VO VAOTOIEITOL HECH GTNV
avATTUEN EQUPUOYDV TOL YPNGILOTOOVV TO TANO0G Kot TopdAAN A
oToyEio ToLyVidoToinong.

[MopdAAnio 10 TPOCOTIKO €VOLOPEPOV Y1O. £VOV TOREN ELOIKA OV
VTLAPYEL EMAYYEALOATIKY] EVOGYOANOT] LE TO OVTIKEILEVO OAAG Kot 1)
XOPE TNG TPOGPOPASC YVOONG/TOpwV avayvopilovior ®g dvvatd

evooyevn kivntpo.

Software
Developer -
Nokia

Ot ovumeprpopikés Bewpieg Oev  elvar  amokoppéveg amd TO
Gamification oAAd ev avtiBécel e aVTEG TATNGE TO TESIO QLTO Y1t
NV avATTLEN TOV, Y10 OV TO TPEMEL VAL YIVETAL OVAAVOT| TV YPNOTAOV
Kdtw and 1o mpicpa tétolwv Bewplav.

Ta evdoyev kivntpa givor ta o SVoKoA TPOg enitevén, Yioti Ve

okomebovv o€ long-term engagement, ypeldlovionl opKET] HEAETN

TPV TNV EQOPLOYT TOVG.

Epegvvning

otV Eltrun

H apyn mg avtodidbeong(SDT) ypnoiponoteiton moAAEG @opég pe
AavBaopévo tpdmo

Ta evdoyevn kol eEwyevn kivintpa dev €xovv caen Opla kol €vol
kivntpo mov upmopel Yo Kdmowov ypnotn va AopuPdvetor ®g
EVOOYEVEG Y10 KATOWOV GAAOV AapPdvetal g eEmyevEg, avaldYmS e
™ 0pAcM Kol TO YpOVO GTOV 0010 EVEPYOTOLOVVTOL.

Ta evdoyevn elval avtd pe 10 HEYOAVTEPO EVIOPEPOV POV glval
duokolOTEpO v va mapokivnOel €vag ypnomg omd mnyaio

EVOLLPEPOV KOl EVKOAOTEPO OO TN TPOGLOVI] LLOG OVTOUOPTG.

Icon

Platforms

Agv mpémel va vapyEl TPOOKOAANGN o€ ZVUTEPLPOPIKEG Oewpieg
ka1l Oewpieg [Moapaxivnong, aArd va mapakoAovBovvion koTd T
oyedilaon evOg GLGTNLOTOG KOl VO VITAPYEL KOvoTopia ool o€ KAbe
épyo epappolovior aila epyoireion Ta omoio Bo @avovv Behktid
OTOVG YPNOTEC.

Ye ovomquota [TAnBomopiopod mn mPOGEYYIoN TOV UNYOVIGUOV

nopaKivnong eivar S10QopeTky omd GALO GLGTNUATO, APOV GTOYOG
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etvat o opddo ovOpdTOV Kot Oyt Lo Lovado Kot £Tot Aomdv givort
TPOTIUOTEPO VO YPNGLOTOLOVVTIOL UNYOVICUOL TOV TOPAKIVOOV LLiaL

opdoa TAnBovG.

Founder

T0L

Ux Prodigy

Ta o@éln mov amoktd Kot TEPWEVEL KATOL0G (VOP®OTOG TOL
CLUUETEYEL O KAmolov €idovg project avikovv ota e&mysvn
kivntpa. Otav Opm¢ amoktd vOnuo omd T GULUWUETOYN TOL OLTH,

TOTE TOPAKIVEITOL EVOOYEVAC.

‘Eva. xoAd Gamification mpémet vo  OTOYELEL KLPIOG OTNV

EVEPYOTOINGT T®V EVOOYEVAOV KIVHTP®V TTAPH TOV EEMYEVOV MGTE VOl

vrap&et to long-term engagement.

UX Designer

Kdabe ypnome mov AapPdver pépog oe o dpdom pe HOPOT|
mAnBomopiopov mepével kdmowo reward kol ovTd pmopet va gival
KOO0 EUUEGO OPELOC M| 1] IKOWVOTTOINGT KATTOL0G aLVAYKNG.

M. mhot@oppo mPEMEL VO HEPIUVE VoL TPOGEAKDGEL KOl VO
KOVOTIOMGEL TIG AVAYKEG TOGO TMV YPNOTOV ToL dglyvouv mnyaio
EVOLPEPOYV  YIOL TO  OVTIKEIPHEVO, OGO KOl OULTAOV TOL  OgV

TOPOKIVOOUVTOL EVIOVMG EVOOYEVAC.

Gamification

Consultant
otV
Octalysis
Group

Ta gvdoyevn| xivnTpa elvar pia popen KOwmviKNng vrdoeEns, Katd
Vv omoia 0 ¥pNotg Bewpel mOC cuvdéeTan pe To TPOIOV N TNV
VANPEGIO TOV TPOCPEPEL UL EPAPLLOYT.

H epmotoovvn yriletor pe v emkowwvio, onAadn pe 10 vo
delyvelg oTov KOGHO TOol €ivat ot GAAOL YPNOTEG KOl KPOTMVTOG
TOUG evnuepoUEVOLs Yo Tig e€eAielc. Me avtdv tov Tpdmo
evioyvetal 1 aicOnon g mpodoov Kol NG EMTEVENS GTOYWOV Kol
EVIOYVETOL TO MO1 TNYOLO0 EVOLOPEPOV.

Mo poxpoypdvia. déopevon por KoAY TOKTIK givor vo gUTAEKELS
toug 00vg TOLg YpNoTEG oI  Owdkacic  dnpovpyiag NG
epapuoyns. Ta ewyevy kivntpa HE TN HOPEY TOL YPOVIKOV
meEPLOPICUOD  pmopovv  va.  PBonbfcovv oty dnuovpyio NG
enelyovcag avdykng vo mépovv o omd@act Kot Vo, pn v

avafaiiovy.

CEO

me

o [lpémel va vapyel 100ppoOTIO TV EVOOYEVT] Ko eEMYEVI] KIVTP®V
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Owiwi

aPOL TO KaBEVH LOVO TOVG HUTOPEL VO TOPAKIVIGEL G £va oMUETD.

Ta evdoyevny kivntpa pe 1t ypnom otoyeiov IMoaryvidomoinong
EMTVYYAVOVTOL 7O YPNYOopd, OU®MG OTOV Ol OTOLTNOES oG
epapuoyng avéavovtal, TOTE ALEAVOVIOL KOl Ol OTOLTHGEL TOL
xpNotn. Ze avtd to onueio yperdleTor avadlupOpE®on Kot Evtaén
KIVATPOV oL Ba Tapéyovv o EETpa TOPAKIVIOT GTOV YPNOTH Yo

TEPALTEP® engagement.

CEO ™mg
WePolitics

Ta evdoyevn kot ewyevn KivnTpo TOPOKIVOOV TOPdAANAC Evav

YPNOTN VO CUUUETACYEL GE project.

‘Eva dtopo Ba moapakivnBel pev and 1oug E0MTEPIKOVG UNYAVIGLOVS

mopaKivnong oAl kot omd avtodg mov Ba opicel 1o EKACTOTE

project. Eivat évag cuvovaopuog Kivntpwy.

Mivaxag 3: To xivntpo g Kowwvikoroinong/ To aicOnua g Kowdmrag

To kivntpo ™g Kowvovikoroinong

Exmondevtng -

Gamification+

Amoteret faocikd mapdyovta ylo engagement 101K OTOV AmoLGLaLEL
TO YPNHOTIKO £TaBlo

Evioyvet to long-term engagement pécm avamntuéng oyéoewv
Mmropei va viomomBei péow forum, pe avamtoén kowvotntwv idiwv
EVOLLPEPOVIMV KOl KOWVADV GTOYWOV

[Ipoteiveton n avtapolpn opddwv ypnotdv dote 1 evBdppovvon vy
GUUUETOYN VO GLVOIEVETAL OO Eva aicOnpa Kotvoy 6TOYov

To relatedness kot 1 Agttovpyio TOV KOWVOVIKOV GYEGEMV lvar £val

duvartd ecmTEPKO KIVNTPO Y100 TO engagement TV XPNOTOV.

Software
Developer -
Nokia

H dwtdmon og eninedo opddwv eivar Pacikn mapakivntiky duvaun
Kol E0PTATOL OO TO GKOTO TNG EPOPUOYNG Kol 0td TOV OPICUO TNG
opdoag.

g kd0e cvoTuHa avadOYmS pe T eOon Tov opifovtol opdades mov
VoL £(OVV GLVAPELN LLE TO OVTIKEILEVO

Téroleg opddec eivar  edkoAo va  Oomuovpynbovv kol va

ovvinpnOovv.

Epegvvning

H xowovikonoinon wg kivntpo eivar onpoavtikny av Aappavetol €16t
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omv Eltrun

a6 Tov 1010 ToV ¥PNoTN

Av évag ypNoTtNng eVOLOQEPETAL TPOCHOTIKA Kol O100KeSALEL Le TV
Omapén kowdtTog TOTE £ivol va evOoyEVEC KivnTpo Yol Tov 1010
omov Ba evicyvoel T dpaon Tov.

AV evOl0QEPETAL V10U TV OVOSIKT| TOV TTOPEiD G MIVOKES KATATAENG
ne 6tdyo to £mabA0, TOTE aviKeL ota eEmyevn Yia Tov idto kivnTpa.
H mopeia Tov ypdvov kal o1 cuvOnkeg pmopovv va petafdiiovv

TOVG AOYOUG GUUUETOYNG EVOG OTOLOL GE L0 KOWVOTNTO.

Icon

Platforms

H poaluotta ko 1 aicOnon kowdtrag eivar n acikn dapopd Tov
[TinBomopiopov aeov povo pésm tov TANBovE Umopel va AmodmMaoEt
avTOG 0 OPOG.

H Oonuovpyla aicOnong ovupetoyng oe o SUVOUIKT Opada
TOPOUOIWV EVOLAPEPOVTAOV Elval (OTIKNG ONUAGTOG.

H motémta(loyalty) Oa emtevyfel péow mepreyopévov mov Ba BEtet
0TO EMIKEVTIPO TO YEYOVOS TMG GE L TETOWN TAATOOPLL LITAPYOLV
ToAAOL Kot Opotot dvBpwmot.

H dnpovpyia g aicOnong tov mAnbovg eivar Pacikn kot 0 6TOYOC
npénel va tauplalel pe ta evolapépovio. tov mAnBovc. To
neplexOpevo givar avtd mov Ba metvyetl to loyalty kot ompileTon

OPKETE amd TOV OpUANTY.

founder tov

Ux Prodigy

To socialization Bpicketon ota mo ddonua kivnTpa, VIONTOIS OV
onpaivel Tog Tpénet va epapuoletor og kdOe idovg papoyn.

Ot kowdteg avBpdTv dev eAéyyovtat evkora. O kabévog pumopet
VO 0VOPTHOEL OTONTOTE Kot 01 cuintnoelg petad ypnotev pmopel
va Eg@hyouv amd To TAAIGLO TOV £PYOV.

Etvon ypriotpeg av pmopodv va vAomombodv cmotd, Opmg ypetdletot

KOAT £€pEVVO KOl GOOTOS GYENACUOG.

UX Designer

Eivon po Baokn mapakivntikny SOvoun

AloQopeTikég UETOED TOVG Crowdsourcing EQUPUOYES
YPNOWOTOOVV GTOlYElDl TETOWL MOTE VO dNUOLPYOVV KOWVOTNTEG
HEGO OTIS OMOlEG KAMOLOG UTOPEL VoL ONUOVPYNOEL EMAPES KOWVADV

EVOLPEPOVTIMV, VO OVTAYOVIOTEL Kol VoL aoyoANn0el pe v kotdtain
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TOV GE QVTIGTOLOVG TTIVAKEG.
e H xowowvikonoinomn odnyei e engagement, ototyeio anapoaitro yo

™V avantuén evog project Tov ypnoiponotel o mAnoog.

Gamification | @ H kowwmvikonoinom pmnopei vo deGUEHGEL LOKPOYPOVIO. TOVG YPNOTES
Consultant a@ov evioyvEL TO aicOnuo TG WokToiag pésa omd v dnpovpyio
otV eVOG TPOIOVTOG 1| GAANG LIINPECING GE GLVEPYACIN LLE TOV OPYAVICUO.
Octalysis o EvOappivel Tovg ¥pNoTEC VO KOWVOTOI|GOLV TNV EPOPUOYN KOl TIC
Group aieg .
o [lpénel eniong va vmdpyel to aicOnuo Tov urgency kot vo pnv
dtvovton ta mwhvto amd TV apyn o€ OAOVS TOLG YPNOTEG Yo Vo
AmoPELYOEL 1Ol YPOLLLLIKY KO [UT) TTOPOKIVITIKT EUTELpiaL.
CEO mgs | ® IIpooceépel engagement T0GO yia TOV YPNOTN OGO KO TOV OPYOVIGUO
Owiwi (crowdsourcer).
e [0 Tov ypriotn agopd Vv TpdcPacn ce yvadomn kot 1o aicnuo g
GUUUETOYNG O€ KATL LEYOADTEPO OO TOV 1010.
e [0 tov opyaviopod ivan éva epyadeio yuo vo Aappdvet feedback amd
TOVG YPNOTEG CYETIKA LUE TNV EPAPLLOYT.
e To aicOnuo g KowodTTOG €ivar €vog 1oxLPOS TOPAKIVITIKOG
TOPAYOVTAG.
CEO ™m¢ | ® H aicOnon mg xowvotntag elval amd To onuovTikotepo Kivntpa
WePaolitics o Mio 6®GTA OYESACUEVT KOWVOTITA OPYOVAVEL TO Avapyo TAN00G og

£vo GUVOAO ATOUMV LE YVOLOVO, TV EUTIGTOCHVN
o Ilpémet va vmhpyovv ot TPOVTOBECELS Yo TOLOTIKY OVTOAAOYT

ATOYE®V KOl CWGTO GLUVTOVICUO YPNOTAOV.

MMivaxkag 4: Mnyavicpot [oyvidomoinong

Mnyoviopoi Gamification

Exmoudevtng -

Gamification+

H poéroi(Roles), ta emimeda kot n HETAPOON TOV YPNOTOV GE AVAOTEPES
0éoeic(levels) oe mivaxeg katdraénc(Leaderboards) onuaivovv amddoon
dVVOUNG KOl 0VOyvOPLoTG TG GLUUPOANG TOL ¥PNOTN.

Mo v evepyomoinon g KOWOVIKOTOINGNG, LTOPOVV Vo GUUBAAAOVY
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T epyoireio ™m¢ emkowvmviag(Chat rooms) Kol ot
npokAnceig(Challenges) mov mTPOoEEPOLY TO AVTAYOVIGTIKO GTOLXEIO
OVOLEGO GTOVG YPTOTEG.

To Gamification givor pua Agvkn KOAA 1) 0AAGDG Eva TAAIG10 oTOLYEI®V
MOV VTAPYOVV NON  AVERTLYUEVO HEGOH O KOWOTNTES, OMWG M

EMKOVOVIQ, 1 CLVEPYOGIO KOl O AVTOY®OVIGHOG

Software
Developer
Nokia

Ta PBL(points, badges, leaderboards) givor o1 o gbxorot unyaviopot
Gamification.

[ToAAég etaipeieg Bempohv mwg pe 10 oTOLKElO TNG S10GKEDAOTG TTOV
TPOGPEPOLY oL unyaviopol ovtol pmopovV amd HOVOlL TOLG Vva
BonBnoovv v etaipeia va metvyel To 6100 ™S O 18106 0 Pnyaviopdg
dgv mpémel vo. ypnopomoteital yroti givarl S100KkeSAGTIKOC, OAAG O
okomdg mov e&umnpetel va dtabétel 1o oTotyeio TG daokEdaong.

To Business case givat avtd mov TPEMEL Vo LEAETATOL TPOCEKTIKG Kol
oL M VAOTTOINGN YPOUPIKOV Kol GAADV QOVTOYTEPDV GTOLYEIWV.

To puqvopa péca oto ovomuo mpémer va eivor Eexdbopo kol ot

unyoviopoi Oa fondncovv yro va d1adobet.

Epegvvning

otV Eltrun

Ot unyaviopoi Gamification éywvav mg évvola cuvopacuévor pe ta PBL,
aeoh Tto medio eivor kKavovpylo evd 0 KAGOOG T®V EMYEPNOEDV
TPOY®PAEL e Yopyoug pvOpovg. Aev  pehemOnkav cwotd  pe
OMOTEAEGLLO, TNV AIGKOTN YP1|OT] TOLS KO TV OTOTVY{0 CLGTNUATOV.

To Gamification eivar évag pavodog mov wbel tov dvBpomo va kdvel
KATL TPOGPEPOVTAG TOV KATOLES TEXVIKEG.

Ynrdpyet évag TANpNG KOKAOG GTN dLodIKAGio ¥P1oNG TOV UNYXOVIGULOV
omov M ypnon mévtwv odnyel oto EmadAo Kol pE TN GEWPA TOLG TO
énablo pe To TopAono Kot Toug Tivoakeg katdataing wbovv tov xpnot
VO GUUUETAGYEL OE £va. £PYO Kol AELITOVPYOVV MG EMITOYVLVTES.

OMot o1 unyovicpol amodidovv apket va ypnoipomoindodv cwotd.

Icon

Platforms

Ta epyareio mov daveileton To Gamification amd to moyvidio apopovv
™V TOYN, TOV GLVAYOVIGUO, TN CLVEPYAGI, TIC OTOGTOAES Kol GALEC.
Ot Aettovpyleg mov UmopovV va eveouat®bodv cg €va GUoTNUO

apopPOvV
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10 mopdonuo(badges), mov avtikatomrpilovy TV avdykn Yo
avayvopion

TOL EIKOVIKA 0yoBd Tov £EaPYVPOVOVTOL OO T GLALOYT TOVTWOV

TOVG TVOKEC KOTATAEE®MV TOV TPEMEL VO OLPOPOVY TOAAEG OUAOES E
SLPOPETIKA YOPAKTNPIGTIKA

10 StoryTelling mov eivor onuaviikd dote vo ®ote vo mopoydel
nepleyOpeEVo ov Ba kaAiiepyel cuvarcOnuoto Kot ekTAnEelg

Ot unyoviopol TpEmel va ypNCLOTOIOVVTOL LLE TPOCOYY Kol LE Bdomn Tov

TEMKO GTOYO.

Founder tov

Ux Prodigy

Ot mivaxeg Kotatdéemv, ot TOVTOL Kol TO TAPACTHO CPEGOVV GTOV
TEPLOCOTEPO KOGUO KOt givarl ¥prioyto apod ONUoVPyoHV TOLVAGYIGTOV
Bpayvmpobeoua Betikd cuvalsOpota GTov ¥pNnoTn.

‘Eva. kaAd Gamification Oev otnpiletor pévo G€ GUYKEKPLUEVOLG
unyovicpovg.

Ot tehikol unyoviopol TpokvTTOVY £MELTa amd UEAETEG TOV SLVNTIKAOV
YPNOTAV, TOV OLAd®V avOpOT®V KOl TOV XOPOKTNPIGTIKMOV TOLS KOl
TPOGUPUOLOVTOL TAV® GTIC AVAYKEG TOVC.

To story telling mov givar and T1g To onuavtikég cuINToELS TEAELTATN
pmopet va ypnoyedoet otav eEummpetel Tov TeEMKO 6TdY0 Kot Oty £xEL

d0VAELTEL COGTA Ao aVOPDOTOVG EEEOIKEVUEVOVG GE OLTO TO KOUUATL.

UX Designer

To Gamification oiver g TANOdpa epyoieiwv moOL pPTOPOLV Vo
TPOKAAEGOLV TO engagement TOL YPNOTN GITNV EQOPHOYN OAAL T
avoUs1L YPNOT TOAADV TETOW®V OTOXEIMV Umopel va odNynoeL e pia
exdoyn omov Bo Eepevdyel amd Tov TEMKO GTOYO Kol TO AELITOLPYIKO
Koppdtt Qo vmepkoAdmreTon omd o ovvBeon pe  Asttovpyieg
Gamification.

H ypfion tov unyovicpdv mpémer vo yivetor He TPOGOYN Kot 1M
woppomiac  givor  Paocikn, ooy  mpdypoatt To.  otoyEin  Tng
[Tayvidomoinong 00VAEVOLY KOl HAMOTO TPOGEAKDOLV TO YPNOTH VO

OLUUETAGYEL o€ KAOE TOTOVL EQPAPUOYY).

Gamification

Consultant

O1 Bactkodg uNyavicHovg 0V TPETEL VO XPTCLLOTOOVVTOL HOVO EMELN

Bempovvron g elvar onuavtkol aAld emedn topldlovv pe To oTdYO

52




omv
Octalysis
Group

Kot ®BoVV TOV ¥pNoTN Vo TEAEGEL TNV EMBLUNTY EVEPYELD, OONYDOVTOG

TNV EMITEVEN TOV EMYEIPNUOTIKAOV LETPIKDV.

CEO

Owiwi

me

To Gamification oAAG(EL GLUTEPLPOPES KOl Ol UNYOVICHOL TPEMEL VoL
YPNOLOTOLOVVTOL PLE GVVEST).

To obomuo moévteov mpéner va eEummpetel KAMOOV GKOTO Kol
TapAAAN A v aALACEL Lovo av Exet kpBel Tmg eivor amapaitnro.

Eivar onuoavtikd évag oyediaotig va aropaciletl Tt o deiel and Evav
nivako Katdtaéne. Mo KoAn TPOKTIKN vl va VITAPYOLY KATOKEG Kot
Vo mOKPOTTOVTAL Ol TOVTOL OO TOVG OTOI0VS AMEYEL £VOG (PN OTNG And
NV ENOUEVT KAILOKOL.

[Ipéner va vmépyer ocvveyng mopaxivnon pe mpovopo mov  Oo
TPOGOPUOLOVTOL GTO EMITEDD TMOV YXPNOTOV.

Eniong éyovtag xatd vov mwg content is the king, to story telling eivon
ONUOVTIKO KOl KAVEL TOVG Ypoteg va vimbovv aligned pe to 61dy)0 g

gToupeiag.

CEO
WePolitics

me

o Kdabe eopappoyn £€xet tic O1outepdOTNTEC TG Ko PAoEl ovTtdv
SPOPPOVOVTOL 0L UNYOVIoHOT TTOL Bl XpnGipoToinovy

e To Gamification amoteiel £évo efopetikd epyoreio Yy v
TPOGONKN KIVITP®V GTOLG XPNOTEG LIOG YNOLOKNG TAATEOPLLOG.

e 'Evog koo onuavtikog unyoviopoc ivar ta leaderboards — mivokeg
KatdtoEng kot to badges — mapdonpa yo tn chykpion g enidoong
TOV ¥PNOTN o€ GYéon pe eidovg kKo followers.

e To mapdonuo — badges eivoar xkoAd va divovtor avd Koatnyopio
YPNOTN dote 0Tav avePaivel kdmolog Katnyopio va EekAed®VeEL Kot

TEPLOGOTEPEG AELTOVPYIES.

Mivakog 5: Xyedwoopoc Gamified Crowdsourced EQappoyig

Yyeowoopnos Gamified Crowdsourced E@appoyng

Exmoudevtng -

Gamification+

Baoum osvpPovin: “Start Small”.
v apyn €vOG oYESOGHOV TPEMEL va. TiBevTol o1 KaTAAANAOL GTOYOL

KoL VoL ooVt 0oV EpOTALOTE OTTMG YT VL P CLLOTOMG® TO TAN00G,
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TL 06A® v TETVY®, OGO EOKOAO €lval Kol TL TOTTOL £lval TO TPOPAN L.
Ev ovveyeia opilovioar to otoyeion TOv KOWOL 7OV WUITOPOVV Vo
GUUUETAGYOVV

‘Enerta yivetor optopdc tov unyovicpoy tov Oa emtpéyouy T 6ot
KatevBvvon g mopeiog avanTLENG TOV GUGTHUATOG, EVA €V GUVEXEID M
nmopele  Oo  petoPdAieTor  oOPPOVO  HE  TIC  OVOYKEC  TOL
npokvmtovv(agile).

To Eexivnuo pumopel va yiver pe  ypnomn amiodv PactKdv UnyoviGHoOV
omwg ta PBL kot ev ovveysio va gumlovtiotel, mavta pe Pdon tov

TEMKO 6T1HY0.

Software
Developer
Nokia

O1 Moeig Gamification mpénet vo oyedtdlovtat AapPavoviag vroyn Tig
avaykeg ™G €QPUPUOYNG Kot To OedopEva TTOL TPOEPYOVTAL OO TOL
EVOLPEPOUEVO LEAT OTIOC O1 SLVNTIKOT TEAIKOT YPNOTEC.

Aev vrdpyet éva framework mov wpénetl va akoAovOnbel oAAd Tpémet va
yiveTol 0avAALGN TOV GULOTAUOTOS CUUPMOVO UE TIG VLTAPYOVCESG
TANPOPOPiES.

[Iporta opiloviar o1 6TOYOL KO TAVE® GE OVTOVS GTNVETOL TO GUGTILLOL.
Avt T oTiyun to TEPIGGOTEPU GLOTNUOTA KATUPEDYOLV GE AVCELG
rewards Kot GUVERMG og €yeV KiviTpal Yol vl OmTOSMGEL TO GVGTNUA
T0UG, OH®MG av éva GUGTNUO OEV TOPOKLVEL amd Tn @LON TOoL TN
Kowdtta oty omoia amevBovetror 10t To TWANOOG Ba ydoel TO

EVOLOPEPOV TOV.

Epegvvning

otV Eltrun

Mo apyn kot a@ov opiotel 0 6TdHYOG, dNUIOVPYOLVTAL GHVOLL SLVNTIKAOV
ypnotdv(Personas) TOAATADV eMITESOV Kol EUTAEKOVTOL SUVOLKE GT
dwdwacio avartuEng g gamified epappoyng.

[Ipéner mévra va AapPdvovtor vwoOyn to KIivnTpo GULUUETOYNS TOV
SVVNTIKAOV TEMKADV XPNGTAOV TOV GLGTHATOG.

AVQ TEPITTAOGELG 1) TEMKY| EQOPROYN Uopel va d€xeTor TAN00g TotKiAwy
YVOOEMV KOl ETTESMV 1 TO EEEIOIKEVUEVOV YVHDGEMY OV TO OTOLTEL M

@OoN NG depyaciag Tpog emxilvon.

Icon

Platforms

Boowkd koppdrt givatl o optopodg Tov 6TdYov/cKomon TG EPOPLOYNG.

Apyikd mpémer va oprotodv To. TPoid/mepodveg To. omoia Oa
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TPOTOTOLOVVTOL OVAAOY®S OGO TO £PYO TPOYWPAEL.

[Tpoteiveton n dnpovpyio pog 1otopiog GLVUICONUATIKE ETOPKNG TOV
whve ™G Ba epapuocTovy o1 Asrtovpyieg tov Gamification. Xnv
otopioa  Ba  mpootibevtalr  cvumAnpoUOTIKE  KOppdtio, mwov  Oo
dlo@oAlovvy 1O pOKpOXpOVi engagement KOl TNV EUTAOKN
SPOPETIKOV OUAS®OV YPNOTAOV.

Ye mepmtwoelg crowdfunding mpémer va divetar mpocoyn oTnv
KOVATOUPO KOL OTO OLPOPETIKE oToLyeion Tov KdBe mOATIoHOD Ko vo
YPNOOTOM oM KAOE YpNoTn Yo 6KOToVS 014000MS TG dpdong akdun

Kot v 0 1010¢ dev UTopEl VoL TPOGPEPEL OTKOVOLUILKA.

founder tov

Ux Prodigy

O oyedaopuds pag omotaconmote gamified epappoyng Eekvael amd Tov
opwopd tov mpoPAnuatog. Av  givor TPOPANUO GUGYETIGUEVO e
motivation, 0T®G GVVHOWE o€ TEPUTTOOELS GLGTNUATOV TANOOTOPIGHOD
avaivovtor ot mhavég Avoelg. M amd avtéc Tig AvoEg sivon TO
Gamification.

2V mopeia Kot cav TpadTo Prpa yiveror avaivon twv xpnotdv. Ilotot
elvar ko mowa avaykn (ntéve va koAdvyovv. Boaown Oswpeitar n
pebodoroyia ypnotokevipikdtTnTog pe TV omoia. pmopel va Ppedel T
TOPOUKLVEL TOV YPNOTN LECO OO EKTETAUEVT] EPEVLVOL.

Ta wyoyoypapucd, OMUOYPOEIKE KoL GAAOL  YOPOKINPLOTIKE TV
SLVNTIKOV XPNOTAOV ovoAdovTaL Kot YiveTon pua tatvounon.

Meyddn Baon divetar Ko 6TO TEPLEXOUEVO TNG EPAPLOYNG APOD YWPig

aVTO OeV UTOPELG VO TPOGEAKDGELS TOVS YPNOTES.

UX Designer

H oSwdwocio Eexwvaer omd tovg mBoavodg SuvnTikovg YPNOTEG.
Avantdcoovtal  OlPoOpwv  €0GV  TOTOL  YPNOTAOV/TEPGOVES, TTOV
avTikotonTpilovv TGO TOLG YPNOTEC Ol 0Toiol divovv Kdmolo £pyo Yo
Crowdsourcing 0G0 Kol TOVG ¥PNOTESG TOL TAPEXOVY TOVS TOPOVS TOVG.
[Tave o avtd to TPOTLITO. INUIOVPYOVVTAL OEEG YO YPNOT| EPYOAEi®V
tov Gamification mov apuolovv 610 6TOYO TOL project.

Av1d mov mpoteivetan givol 1 GLINTNCELS Y100 TO GYESAGHO Va YivovTot
TAVTO, TPOCAVATOAGUEVES GTOVG TPUYUOTIKOVS TEAMKOVG YPNOTEG KOl

Oy og Bewpleg kar Teyvikéc. No eumnpetovvtal ovaykes Kot embopieg
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Kot 1o TeMkO user interface va eivor omAd Kot KOTOVONTO (GTE O

YPNOTNG VO UTOPEL VO GUUUETEYEL PLE EAAYIOTO KOTO.

Gamification
Consultant
otV
Octalysis
Group

AxolovBeitor 0 oyedlacuog TEVTE PUdATOV.

Apyid epeuv@dvTal 01 6TOYOL TOL project avaPopIKa pe To Tt BEAovY va
TETHYOVV, TOLOVG TOIKTEG VO TPOGEAKLGOVY KOl TTOLOVG UNYAVIGHOVG
feedback ka1 kivntpa B VAOTOGOLVV Yo VO 031 YTICOLV TOV YPTOTY| VO,
Kével Tic emBountég evépyeleg ywoo va emivoel T Emyeipnolokég
Metpéc.

‘Enerta obppove pe v avaivon Tov  £YvE, E€PELVAOVTOL  TO
YOPOKTNPLOTIKE TOV Pmopovv va ypnoiorotnBodv Kot oxedrdlovral e
Baon tig pdoeig Tov Discovery katd 1o onoio Ba mpocappoletal kot To
yeYovog mwg €va, project givar tomov Crowdsourcing, tov Onboarding,
tov Scaffolding kot tov Endgame.

‘Emerta dnuovpysitar  €vag KotdAoyog mov mepExel To  duvoTd
YOPOKTNPIOTIKA KOl EPELVAOVINL AVOAOY®MG WPE TO TOCO duvatd Kot
gbKoAa elvar ylo Tov meAdT).

>m ovvéxewn ytileton éva Battleplan katd 1o omoio opilovror ot
unyoviopoi Gamification.

Téhog vAomolovvTon wireframes yia TV ORTIKY| OVOTOPAGTAOT).

CEO ™mg

Owiwi

Ola Eekvhve amd TNV KEVTIPIKN 10€0.

To chotua tpénetl va givar 660 O TPOCOTOTOMUEVO YIVETOL KOl 0LTO
emtuyybveral pe KaAd segmentation.

[Na 10 o160 avtd dpovpyodvtan personas ywo ke tHmo ypnot, o
omoiog var pev Bo ovtpetoniletor Cexyoplotd Opmg Yoo 6Aovg Ba
vrdpyel Evag Kowdg aovag.

IMa kédBe duvapiky oaddayn TPETEL va, YIVETOL EPELVO TOV VO IKOVOTTOLET

TG OTOLTNGELG TOL YPNOTI] Y10 VO, U1V AELTOVPYNGEL OPVNTIKAL.

CEO ™m¢
WePolitics

Inuovtikotepo  Prjpna  pog  térolag  dwdwkociog eivar o cog1g
KaBopIoHOg TOV CLYKEKPYEVMV EVEPYEIDV TOL YPNOTN TOL Eglval
OTLOVTIKES Y10, TO project.

To Gamification mpénetl va €oTidlel o€ 6€ Oplopéves Pacikéc evépyeteg

wote vo punv elvol mopoynuévo aAAd gdkolo Kotavontd amd TOLg
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YPNOTEC.

o ™ dwpdpewon evog Gamification algorithm ta otoryeio mov Oa
eMAEYOVTOLGOV €ival TOVIOL Yl ONUOVTIKEG evépyeleg Kot social
referrals, Ilivaxec xoTdToEng Yoo OVIOY®OVIOUO KOU TOPACTUO Yo

empPpapevon.

Mivaxag 6: H ypnon Xpnuatikov Kwntpov oe nepiPdirovia ITAnBonopiopov

Xpnpotikd Kivntpa/EEwyev kivtpa

Exnoudevtg -

Gamification+

To Bépo TtV ypnuaTIKOV Kvntpov givor mepimAoko kot kdde
TEPITTOON M TPOGEYYIOT] TOL Vol SUPOPETIKN POV TO TOGOTIKO
oToLEl0 TOL XPOVOL Kol TOL KOTOL TV XPNOTOV gival Evag Pactkd
TOPAYOVTOG.

210 oYedloUd €VOG GLOTHUOTOS Tov Bo emweeAndel &v TéAn
OKOVOLKG Kol 0oV To TANO0G TTPEMEL v SDoEL TIC EEEIOIKEVIEVEG
YVOGCELS TOL TOTE OAO OVTO €ivon pio OVTIOAAQYT] VITNPEGLOV KoLl TO
owovokd Emabro givar éva Aoyud avtitito.

[Topora avtd Ba NTaV MO YPNCTIKO O GYEIUGTNG TOL GLGTNLOTOS
Vo OMOEL OLOPOPETIKA KOt TTO ONUOVPYIKA ET0OA0 TOVL HUITOPOLV VL
LETOPPOUCTOVV MG YPNUATIKE 0ALA dgV glval.

Avtd to extra rewards, mov &ivar cvvoedepéva pe ta E@yEVN
kivntpa cuvnBog mpoteivoviar oe cvvdvacud pe GAlo gamified
otoyeio oTN O10d1KaGia GYEOIAGHOD UG EPAPLOYTG.

Ye MEPIMTOGELS OUWG OOV TOL VOOYEVT KivnTpa gival 1oyvpd cTov
YPNOTN, TO OIKOVOMIKO UTOpPOUV vo omofovv popaio kot vo

LELOGOVY TO TTNYoio EVOLOPEPOV TOV.

Software
Developer -
Nokia

Ta ypnpotikd kivntpa eivar moAd €0KoAo vo ypnoipomoinfodv ce
nepPdrArovio ekTOC TANBoTOpPIGHOV 0oL TO pPEYEBOC Tov TANBoLG
70 KaO16TA YOOV AT YOPEVTIKO.

I'evikd mpoteiveTat 0 oyed106HOG VOGS cvoathatog mov Ba PacileTot
og €voOyeV] Kivitpa TV ypnotdv. Av mpémer vo dobohv extra
kivntpa 10TE VTG pUmopovV vo elval oG EUUEGO OTKOVOUIKNG

LOPONG OTMOG EKTTOTIKG KOLTOVIA 1 1 VTOCYESN HOG LEAAOVTIKNG

57




ouvePYOGiog.

To pehdovtikd €mablo Bo Mtav KoAd va cuvdéeTon GUECH LE TO
business model.

Ye MEPUITAOGEIS OMOO0CNG YPNUATIKNG OVTAUOPNG o€ avOpdTOVG
mov eivon intrinsically motivated, 1o kivntpd TOLG pmOpEl va

vroPabuioTe.

Epevvntng

omv Eltrun

To ypnuoatikd xivntpo OovLAEVEL TAVIO Kol €ivor 1oyvPO POV
Aertovpyel oe peyadhtepn yrkapo avopoToy.

Yvuvdéeton pe 1o Loyalty(mototto) oe mOAAG GLoTAUHOTO HE TNV
popon  €apybpwong mOVIOV KOl EWIKO  OE  GLOTHUOTO
Crowdsourcing 6mov to péyeBoc tov TANOOLG Eivarl OMUAVTIKOG
TapAyovtag Kot Oa TopaKivioEL TEPIGGOTEPOVG YPTOTES

Eivor 6pog mo onpovtikd Kamolog vo, TopaKivioeL XpoTEG LOVO LE
unyavicpovg moryvidomoinong ot onoiot Ba dwcovv 10 aichnua Tov
KATOPOMUATOG KOl TNG AVOYVAPLOTG.

Amd ™V GAAN Ta APNUATIKA KivnTpo eVOEXETAL VO EVIGYDGOLV TN
dopbon TV KoKOPOLA®V YpNoT®V TOL Oa GLVEIGEEPOLV  UN-

TOLOTIKE dedopéva, v eV EYOVV GYEOINGTEL LLE TPOGOYN.

Icon

Platforms

Ye ovotuata wAnBomopicpov €vag xpnots Cnteltor va dmoet
TOPOLG Kol yprjua omdTe gReavileton 10 TPOPANU Tov ETGOAOL TOL
Ba amod00el g emitevypa yio T GLAALOYY TOV TOVIWV.

To ypnuoatikd émabro dev elvar wovd va emEEPeL paKpoypovVia
EUTAOKT XPNOT®V. Avti cvtov Uropov va 60000V Emabia Ommg Yo
TOPAOELYLLO EKTTMOTIKA KOLTOVIOL TTOV LETAPPALOVTOL OC YPN Ol OAAG
dev etvar.

H am6doomn endOrlmv evarliaxtikd umopel vo prAékel Kon Tpito péAn

Y10 TPOGEAKVGT| LEYAADTEPOL LEPOLS TOV TTAT|00VG.

founder tov

Ux Prodigy

Ta ypfuato doev éyovv kapio oyéon pe to Gamification. Omov
ypnopomoovvtal punyovicpoi Gamification dev mpémel vo divovron
YPNHOTIKG ETaOAQL.

Mmnopovv va doBodv dAlov €ldovg KivnTpo MOV EVOEYOUEVDSG VL

petoppalovtol g YPNUOTIKE KoL VO aQOpPOVV TIG OVAYKES TOV
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APAOT.
Av mpocbécelg oe o gameful epappoyn 1o otoryeio Tov ¥prUaTOC,

TOTE VT LETATPEMETOL GE OTAO game Kol EVOEYOUEVMG o€ TCOYO.

UX Designer

H dmopén ypnupotikod avtaddldypotog sivor éva 0etikd otoryeio
€POGOV LITAPYEL QLT M dVVATOTNTA, OPOL O YPOVOG, Ol YVADCELS KOl
N EVEPYELDL TOL EMEVOVEL KAMOOG OE U0 EQOUPUOYT| TPEMEL VOl
apeifovral.

H apopn pmopet va givar dtopopetikod £i600g Kot Oyl AmoKAEIGTIKA
XPTMHUOTIKT.

Inuoavtiko etvon va dtveton a&lo otov xpno €0kd yro. long-term
engagement, K0Tl TOL pmopel va emtevyBel pdvo av 1 TAATEOPLLOL
ovveyilel va IKOVOTTOLEL TIG AVAYKES TV YPNOTMOV Ol OTOIEG TTNYyaieg

N 0L, LETAPAALOVTOL GUVEXDC.

Gamification
Consultant
otV
Octalysis
Group

Ta gvdoyevn kivntpa pmopovv va eacBevicovv pe v gpedvion
TOV YpnUoTkev emdbiov, aeod ot yproteg {nrodv Oho ko
UEYOADTEPO YPNUATIKO KivnTpo Kot av 1M @Oomn TG epyaciog dgv
elvan apketd mapoakivnTikn 1ote Oa vdpéel amoydpnon.

H evdoyevig mapokivnon eivar PBacikn yoo por epoproyn Kot to
Ypnuotkd  €mabio  mpémer  va  xpnollomoleital  pOvVo Yo
BpoyvrpodBeoun mapakivnon kot Oyt vo givar o KOHpo Kivntpo yia
TN LOKPOYPOVIa.

Av ypnowonomBobv mopatavto mpémel vo. oyetilovior pe o
onpovpykn dadikacio wov Bo 0dNyNoeL g evdoyevn kivntpa, 1| vo
YpPNoonoovvTol  yo.  avtopoln  pg  opddag  avlpommv,
TpokeEVOL vo. avortuyfel to aicOnuo tov relatedness kot tng

KOWOTNTOC.

CEO ™mg

Owiwi

Ta ypnuotikd xivntpo cvoyetilovtarl pe Tov YopaKTHPO TOL KAOE
ypno. Otav 1o sense of accomplishment &yel emrevybel pmopovv
VoL AEITOVPYNGOLY MG £ETPOL TAPOUKIVITIKOS TAPEYOVTOG.
[Ipoteivovtoan  kotd Pdon vo ypnowonoodvtor  EmobAia  Tov
petappalovtal e YPNUOTIKG OTWS KOVTTOVIN KTA.

Av pdlota vapyel dSvvoaTOHTNTO EVOALAYNG TOV KIVITPOV OVTOV
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avoAOY®G UE TO EMIMESO TOV YPNOTN, TOTE UTOPOLV VO, KOADYOLV

LEYOADTEPO EVPOC KOVOU.

CEO ™m¢
WePolitics

Ta ypnuotikd €mabia divovv pia S10CGTOCYT] OVTOYOVIGUOD TOV
umopel va TpOoKaAEGEL TPOPANLOTO GTIV KOWVOTNTA.

Ta émablo mpémer yevikd vo gival avtomodoTikd Yy TN GMOTH
GLUTEPLPOPE TOV ¥PNOT KOt Ol CVTOGKOTOG.

Ta ypnuotikd Emabio puropovv va amodobodv wg ddpa. GTovg top
users He TN HOPON KOATOIWV VAMK®OV OVTIKEWEVOV Kol OYl O

YPNUATIKO TOGO.

MMivaxag 7: [Towotta Agdopévav / KakoBovin Zvurnepipopd Xpnotmv

Howtta Agdopévov/Kakofovin Xopmeprpopad

Exmondevtng -

Gamification+

Ta omotoynuéva gamified ocvoTUOTA VTOSEWKVOOLY T®G Ol
etapeieg d0ev evolOQEPOVTAL YO TNV TOLOTNTO OAAGL TNV TOGHTN T
TOV OMOTELECUATOV.

H avobowa amovoun méviov kot rewards katodnyst o€ dnuovpyio
KOKOBOLVA®V ~ ¥pNOTAOV  TOV  TPOGOEPOVY  emavAAAUPavOLEVD
dedopéva, ypnoTta TPOg TO GLOTN LA,

H modmta tov amotedeocpdtov e&optatar amd 1o Oeiypo tov
A0V, VD TO EEEIOIKEVUEVO TPOCHOTIKO TPOGPEPEL KAADTEPNG
ToLOTNTOG 0gdopéva amd To aveldikevto TAN00G.

H ypnon voting systems xou feedback pnyoavicpuwv pmopovv va
Bonbncovv.

Eniong ot dwudwacieg moderation givor Pacikés, 6mov o €leyyog
TOV YPNOTOV Kot 1 omoPoAr] Tov kaKOBoviwv arnd to chotnue Ha
YIVETOL TPOGEKTIKA, (OGTE Ol VITOAOUTOL TOPAYWYIKOL YPNOTES VO UNV
emnpedlovion amd TETOEG GUUTEPLPOPES.

Mo v mepintoon Tov micropayments oG puOotés, 10te glvan
KoAd va dtvovior povo oe duvatoOg YPNOTEG LE TPOGOYN TNG
omapéng S0AOL Yoo VO pMV  EVIOYLGOLV TNV KaKOBOLAN

CLUTEPLPOPAL.

Software

Ot cheaters vmapyovv ©TO. GLGTHUATO KOU EMAEYOLV VO PNV
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Developer
Nokia

axolovBovv 1 Nopua pe omotéAespo €ite TNV KOKN ¥PNOT €VOG
ocvotnpatog gite ™ pelwon g Oetikng sumepiog TV VIOAOWOV
YPNOTOV.

H mpoomdBeior onuovpyiog g 1oyvpne kowvdttog pmopet vo
OOMNYNoEL G€ OUTOUAT OTOUAKPUVOT]  YPNOTOV UE  TETOLEG
GLUTEPLPOPES.

To mpoPAnuo pmopet va avtipetomiotel pe pnyoavicpovg Feedback
ka1 pe Rewarding systems 6mov Oa mopepmodilovv v amovoun
rewards 6€ TEPMTMGELS GLVEIGPOPAS LN- 0pBDV dedOUEVDV.

Emiong ot cheaters avd meputtdoelg pmopovv vo, VicyOCOLV TO
OLGTNUO, EMOEIKVOOVTOG €1TE Ol EVOAAOKTIKY] LOPOT XPNONG TOL
elte ta adVvvapa onueio Tov, ondte dev Ba Empeme amapaitnta va

amopakpovovton pe {nAo.

Epegvvng

otV Eltrun

[Ma v enihvon tov TPOPANUATOG TG TOLOTNTAS, TPETEL VO, VITAPEEL
N epoppoyn s Ostikng Poyoroyiag dmov dev Ba vVILapYOLV TEVAATL
Kot peioon moévtov 1 GAAD apvVNTIKA GTOLKElL OE TEPIMTMOGELS
MyOTEPOV  TOWOTIKMV  GLVEICQOPDOV, OAAAL omAd o wovon/
TapaKpaTnon OETIKOV oTotyElmV Onm¢ TOVTOV 1) rewards.

AV 01 101€¢g TEYVIKEG TNG TTOLYVIOOTTOMGNG OV YPTGLLOTOLOVVTOL Y10
Vo TPOKOAEGOLY oToryeio. SoKESAONS, ONUIOLPYOVV  APVNTIKE
cvvalcOnuota Tote VIAPYEL TPOPANLA GTOV TVPNVA TNG EPAPLOYTS.
Ta voting systems kot n avdéfeon aloAdynong 1oV GLUVEIGPOPHOV
070 1010 T0 TANB0G PTopovV va BewpnBodv AvoelLs.

Ye éva ovomnuo pe peydao oplbud ypnotadv, ot kakoOfovAotr Ha

amopokpvvloV amd TV TAsloyneia.

Icon

Platforms

H 1010 N mlateoppa oty omoia elval otnpévn 10 cLOTNUO TPEMEL
Vo TTPOKOAEl TNV €KONAMOY TNG GULUTEPLPOPAS KOl Vo un Bétet
TPOKANGELS Yo el0ywyn Wwevdn otoyeinv. [pénel va emPpafevet
TN GLUUETOYIKOTNTO, TOL YPNOTN Kol Vo KoAlepyel cuvausOnuata
elkpivelag

Tovg kakdPoviovg ypNotec 10 cHOTNUO UTOPEL €lTE VO TOVG

amoPAALEL €iTe VO TOVG TPOEOOTOMGEL, gite e alyopiBuovg, gite e
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moderators mov Ba eEAEyyovv o TEPLEYOUEVO Kot Ba amokAeiovy TO
avemdounro.

Av 10 aiocOnua ¢ xowvotntag €xel kaAAlepynbel cwotd, T0TE Ol
0101 o1 ypnoteg Bo pepvovv yio tTnv opON ypnom TS TAATPOPLLOG

Kot 0d TOVG VTOAOUTOVC.

founder tov

Ux Prodigy

H 110 avdivon mov éytve mived GTOLG SLVNTIKOVG YPNOTEC, GTNV
apyn Tov oyedacpov Ba fondnoel otV eTAOY) TOV EPYOAEI®V Yo
™V €EAGPAAIOT TN TOWOTNTAG TV OES0UEVOV.

Oha Eektvohv amd ) oot £pevva Tov Ba vrrodeiletl Tig Avoelg. Ta
e€myevn kivnpa Kol Kupimg oVTé TOL OIKOVOUIKOD XOPOKTHPO OEV
Ba emAvcoovv 10 TPOPANUa, Bo VTodEIEoVV OUW®S TOVS YPNOTEG TOL
Nnpdav 6to cHoTUA LOVOo Yo To EmabA0.

H o16yevon ota evdoyevn kivntpa, Oa dnpovpyncet yproteg mov Ha
EVOLAPEPOVTOAL YO TV 0pON ¥pNOT TNG EPAPUOYNG.

Or pnyavicpot feedback xor voting dev eivor kot M mo GO
TOKTIKT 0oV kot To {010 pmopel va givorl kKoKNg motdtnToS 1 Vo

YPNOLOTO0VVTOL OO KaKOBOVAOLG XPNOTEC.

UX Designer

M Aom eivor 0 €Aheyyog TOV XPNOTOV HEGH TOV VIAPKTOV
AOYOPLOGHMV TOVG G€ KOwmVikd Olktva. Me ovtdv tov Tpomo
YIVETOL €YYPOOT YPNOTAOV GTNV EQOPLOYN UE TPOATOUTOVUEVO TNV
Oapén ToVG 6€ KATO10 KOV@VIKO dTKTVO.

Ot online Aoyapracpol €xovv TAEOV 0L VITOCTOGT KoL Lot SUVOUN
Kot QOiveTol WG 0 KOGUOG TPOGEXEL TOAD TNV €KOVO TOL
TapoLGaLel o€ AVTOVG.

[Tépa amd avt) ™ Aom vrdpyovv ta voting/feedback systems, evd
n ovvaun Tov TANBovg pmopet va ypnoipomondel Kol Yoo GKOTOVG

EMOANOEVONG AAL®V YPNOTOV Kol TV GLVELGPOPDOV TOVG,.

Gamification
Consultant
otnv
Octalysis
Group

O xaBopiopdg TV cootdv Metpik®dv Kot emBopntov evepyeidv Oa
EMTPEYEL OTNV OUAdO avATTTLENG Vo KOBOopIoEL EVEPYOTOMTES Y10
™V oKp1p1| TapaKoAovONomn TV dedOUEVDV.

IMa tovg KakdBoviovg ypnoteg umopel vo VITAPEEL TAYOO KATO1WV

EVEPYELDV TOL YPNOTN GTO TOYVidl, OAAG pokpoypdvia pmopel va
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odNyNoeL 6€ YAoLLo aptBpod YPNoT®OV, OMOTE €ival Hio TPOGMPIVY

Aoon.

CEO

Owiwi

me

AVOAOY®OC LE TNV EQAPLOYN KOL TO GTOYO TNG, WG AVGT TPOTEIVETAL
TP TNV €{60d0 TOV ¥PNOTN OE IO TAATQOPUO UTOPEL VO VITAPYEL
évag €leyyog(screening process) Tov vVIOPabpov TOL YPNOTN UE
KATO10 EPpOTNUATOAGYLO 1) qUiZ.

Mo KOAOGYESOGUEVT EQPAPLOYT ONUOVPYEL L 1IGYLPT KOOt T
mov  Tovg amopakpoivel avtopoto( self-regulating  community
management).

Ta upvote/downvote cuothuata ypnotpevovv yio feedback oxomovg
evo pmopel vo vapyet va €100¢ TIHMPiag OTMG Thyoud TOVIOV GE
KOKOBOLAOVG ¥PNOTES.

Ot machine learning péBodot amotelohv Kot aVTEC pio AVoT OUmG
vrootnpilovron povo amd advanced teyvorLOYIKE EQOPUOYES, EVD TO
1010 T0 cVoTNHO TPEMEL VO, EKTAOEVETAL GOCTA Y10 VO AEITOVPYNGEL

VIEP TNG TAATOOPLLAGS.

CEO
WePolitics

me

Méow ™G amdKIong TV TPOPiA TV ¥PNOTOV UTOPOVV Vo, Yivouv
AVOADGES TV OE00UEVOV PACEL ONUOYPOPIKMOV CTOLYEIMV Kot Vo
BeAtiwbei n modta TV AapPavopevov dEd0UEV®V.

Mo va vadpyer motdoTTo 0E00UEVOV TOTE Ol XPNOTEG TPEMEL VOl
vioBovv 10 loyalty omv mlateopupa, OomAadny v aicOnon
GUULLETOYNG GE £VA KOWVO OPOLLaL.

Me ta kotdAAnio social network mechanics kot pe tov KatdAinio
oXeOOGUO UTOPOLV 01 KAKOBOLAOL ¥pNoTES Vo LITORABUGTOVY MG

outliers kot va unv enmnpedcovy 10 cGVVoAo 6e peydlo Paduo.

4 Avaivon ATOVTI|GEMV LUVEVTEVLEE@V

4.1 O@él amo ™ coppetoyn ypnotTav o€ CS gpappoyéc.

H epdon avt té0nke e 6Komd Tov EVIOTIGUO GTOXEIMV CIUAVTIK®OV KOTH TNV

ekkivnon evog project facioUEVOL GTNV avVAYKN Y10l GUVEIGPOPA ¥pNoTdv. O eviomiopdg

TOV OITIAOV Y10l TOVG OTOI0VG KATOL0G XPNOTNG UTOPEL VO apLepM®GEL YPOVO GE £val £PYO
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OmOl0GONTOTE HOPPNG €ivar 10 onueio oto omoio Bo Pociotel o oyedaoTg €vog
GULGTHLLOTOG Y10 TNV EDPECT] OAMV EKEIVOV TOV UNYAVICUOV TOV Bo KAVOLV TO EYXEIPLOL
Blooo, TPooitd Kol TaPaKVNTIKO Yio Tovg cuuueTEYovies. Me ) fondeia tov InVivo
e€hyOnke Aowmodv éva word cloud onwg amneikoviletoan oty Ewova 4.1-1 pe tigc Aééeig
eKEVEG TOL (QOIVETOL VO YPNOLLOTOOVV Ol GUUUETEXOVTEG TMV GUVEVTIEVEEWV OTIG

OTOVTIGELG TOVC.

"EHnEmm

IvVIyKwY
T T e —
vy onfELIC=NEYVUAY

guveELD ﬂllll

ﬂlllllﬂll

avayveplon
sudlu@epoy

lllllll(ﬁc alﬁ

Ewova 4.1-1: Word Cloud

H o&la-value péoo g ovvelspopds 6o pmopovoe va mel Tmg gival 0 KOwog
dEovag avlpeco oTIG amaVINGCELS TV CLUUETEXOVTOV. O AvOp®TOg GtV €MOYN LOGC
avalntd TV avayvopiotuotnTa Kot 0EAEL voo GUUUETAGYEL GE KATL LEYOADTEPO OO TOV
1010 0tav Bewpel g Ko 0 1010¢ Oa AaPet a&io amd ™ cvppeToyn TOL VTN N TOS Ha
ocvvelspépelBa Tpocpépet alia) oe o 10€a. Xe ToArEG epappoyég Crowdsourcing, Omwg
omv Duolingo divetor 1 gukopio o1 ¥PNOTEG VO CUUUETAGYOVV GE L0 OLOLCKEOAGTIKY)
Kol TopaKwvnNTIkn epmepio, pécw tng omoiag Ba amokticovy o&io evd mapdAinia Bo
ovpPdArrovy otnv vAomoinon tov 6tdxov Tov cvatnuatog (LaToza et al., 2013). Onwg
avaeépovv kot ot LaToza et al. (2013) omv épguvd tovg, N embBopio yio pdbnon ko
avantuoén véwv oelomtov kabdg Kot 1 ovvepyasio pmopodv v amoTEAEGOVV
napdyovteg mapakivnons. Ta mapondve emPefoidvovy kot ot TePIoeOTEPOL and TOVG

opAnTég B€Tovtag 1o Bépa Kdte and to mpiopa g Aiac/Value.

Otav yivetonr oyeduopdc evog ovotnuatoc Crowdsourcing oto omoio m

ovpupeToyn TAN0ovg aTop®V givol amapaitnn tote MPEMEL v AapPdvovtor voym ot
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AOyOL Y10 TOVG OTOIOVG KATOLOG YPNOTNG UTOPEL VO CUUUETAGYEL Kot TS Bor opeAnOel
TPOCHOTIKA amd TN GLUUETOYN] Tov avth. Ot ewdwkol 610 Béua divouv TN SN TOLG
OTAVTNOT WIAMVTOG Yo TV avOpdTIV QUOT GOUPOVA e TNV omoia To dtopo BEAEL va
dMoEL VONUO 6TIC TPAEELG TOV Kol Vo, avayvoploTtel péca amd avtéG. AVTO Tov €VKOAN
KATO10¢ CLUUTEPOIVEL OO TIG OMAVTNCEL, TOV EWOIKAOV EIVOL TOC Y10 VO CUUUETACYEL
KAmO10¢ o€ €va €pYo TPEMEL VAL EVOLUPEPETOL TPOCMOTIKE Y10 TO OVTIKEILEVO HE TETOLO
TPOTO MOTE VO KOADTTOVTOL avAyKeS Tov oyetilovtol pe v idta T 6N ToL 1 0AAMMG
Vo OAOKANPMoEL €va okomd Ommg avapépel o Exmodevtrg tg Gamification+. Ta
Kamolovg amd Tovg cvyypapeic ot Biploypapio 6mwg ot Bowser et al. (2013) n
TOPOKIVIIGN TOL XPNOTN EPYETAL OMOKAEIGTIKG OO TNV IKOVOTOINGT TOV TPAYUATIKOV
ECMOTEPIKOV avayKdV Tov. Kdmola amd to 0pEAN Aoudv pmopel vor Guvosoviot GOUOMVA
pe tov eumopkd otevbuvtn g Icon Platforms, pe v cviioyn emtevypdrov, n omoia
EXeL GUECT] GLVAPELD LLE TO KOWMOVIKO GTATOVG TOL IKAVOTOLEL TNV VTOUEIOAOYNOT EVOG
atopov. To AicOnpa g OrokAnpwong (Sense of Accomplishment) mov ovotlactikd
avagEpouvv ot opuAntég tomobeteitan amd toug Pouryazdan et al. (2016) ot ceaipa tov
YUYOAOYIKOV Ky Tpev ota omoia Paciletar to Gamification. O CEO g WePolitics c¢
L0 OLOPOPETIKT TPOGEYYIOT| AVAPEPETOL GTOV YNOPLOKO KOGUO KOl GUYKEKPIUEVO GTNV
avadLOUEVT] OVAYKY] TOL avOp®TOL Vo KOADWEL avaykeg HECOH amd £vo Yneloko
nepPaAlov. Avapépetor emopéveg o€ Olo ekelva TOL  pmopel VoL OVOKOADYEL
Aappdvovtag HéEpog oe £va SadkTLaKO project. Xe £vo T€Toto £pyo ot duvatdtnTeg givart
TOAMOTAGGIEG KOL Ol YVAGES KOlU Ol EMOPEG TOV UMOPEL VO OMOKTNOEL KOTOL0G
EMEKTEIVOVTAL, EVAD 1 OVOYVOPLOT] TOL UTOPEl Vo AAPEL TPAyUATOTOIEITOL GE TOYVTEPO

YPOVO KoL AOKTA 1YV HeyaAVTEPNS ERPEAELOC.

‘Evtovn eivar kou 1 avoQopd 6TV GLUUPETOYN] GE KOWOTNTES, 0POV TOGO O
Exnowdevtig g Gamificationt+, 1 UX Designer aAld kot o CEO g Owiwi pAovv
Eex@Bapa yloo TN ONUAVTIKOTNTO TNG KOWMVIKOTOINOoNG Kol Yoo TO TOCO WITOPEL Vo
ovuPdArer oty evepyomoinom evog ypnotn o€ éva mepiPdiiov Crowdsourcing. To 1610
emPefordveron kon amd ™ PiAoypapio dmwg amd Tovg Tinati et al. (2017), Distefano &
Rodi (2017), Viana and Pinto (2017) kot dAhovg Tov kévouv avapopd 6To yeyovog mme o
CLUVAYOVIGLOG KOl 1) GLVOVOGTPOPY LE avOpOTOVS TOPOUOL®Y EVOLAPEPOVTOV OAANL KO

1N TPOGLOVY] AVTOALUYNG OTOYEWMV LE VTOVS UITOPEL VOL ATOTEAEGEL KIVITIPLO duVau).
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Evdwpépov mpokaAel 1o yeyovog mwg uoévo o eumopikdg devbuvtig g Icon
Platforms ava@épOnke otn dtouokédaon g 0QeLog TG OANG dadtkaciog BempdvTag Tmg
elval onuavtikd o ypnote va un viwbel mog e€avaykaletor vo, TpoyLoTOTOM|GEL o
OEPA JEPYACIOV AL VO TOL TPOKOAEL evyapioTnomn 10 Yeyovog antd. O Adyog mov dev
avaeépinke o 1010¢ mapdyoviog omd GAAOLG YPNOTES EVOEYXOUEVDS Vo glvar glte TO
avtovonto tov Bépatog gite Aoy tov 6t N ol Tov amokTd KAmolog péca and TV
dladpacn Tov pe T€tolo. cuoTHato vo Bewpeitor Adym g eumelpiog Toug PacikOTEPO

NG OLIOKESOONC.

Ta 0@éAn Aowmdv evog ypnotn Kotd kuplo Adyo Pacilovtal o evdooyevn(intrinsic)
TOPUKIVITIKOVG TOPAyovTeS. Xuvilme vtapyel o ecoteptkn emiBopio evacyoAnong Le
éva Bépa 10 omoio avomolel TPOCOTIKA EVLOPEPOVTA KODMG Kt 1] TPOSPOPA YVOGEDV
o€ o Kowdtnta kKowav yvopispdtov. Iapoio avtd vrdpyovv Kot Tapdyovteg mov
aeopovv kabapd eEmyevn kivntpa. Kamowot opiintég 6nmg o Epguvntig oy Eltrun, o
Exmodevtng g Gamificationt kou 1 UX Designer ava@époviol Kot 6TO YPNUHOTIKO
¢mobOAo OV €VOEYETAL VO AVAUEVOLV Ol YPNOTEG UEGO OO Tr GLUUETOYN Tovg. H
avTopoPn Hag TETog LUONG ava TEPTMGELS Uropel vo vapéet gite TpoTapy KOs gite
CUUTANPOUOTIKOG TOPOKIVNTIKOG Ttapdyovtas. [1€pa and 1o ypnuotikd émabio, oPéAn
OT®MG 1M GLAAOYN EMTELYUATOV, 1 amoKTnon afiag, Yvaong Kabde Kol 1 1Kavoroinon
oLVUGONUATOV 0AOKANP®GONG OVIKOVY GTOVG €EMYEVIG TOPAKIVITIKOVS TOPAYOVTES
@Oy 1KOVOTOOLV KAmoleg ocLVONKeEG kot dev yivovior pOVO Y TO TPOCHOTIKO
evowpépov. H wavomoinon tov avayk®v tov ypnotn, Omowo eOcemg kol ov givot
UTOPOVV VoL 00Ny |COVV GE LYNAOTEPQ EMIMEON EUTAOKNG TOV YPNOTN KOl GE KAAVTEPTG

nowotntog ocdopéva (Melenhorst et al., 2015).
4.2 Evooyeviy/EEmyevn Kivntpa

H ovinmon mov apopovce ta Evdoyevi/EEwyeviy Kivntpa dev kivnnke mpog
évav Koo Topéa Aol Ol OMUANTEG £XOVV OLPOPETIKES AMOYELS, YVAOOELS Kol gUmelpiol
néve oto Bépa. [a dGALovg Mty OMNUAVTIKN 1 AvAPOPd GE GLYKEKPIUEV KIVITpO TTOV
Bempovv TG elval SLVATA KoL LITOPOVY VA EXNPEAGOVY T GUUTEPIPOPE TOL YPNOTN, EVO
YL GAAOLG MTOV CMNUAVTIKY 1) OVOQOPE GTN XPNON TOV 1010V TOV KIVATPOV KOl OTN
npocoyn mov mpémel va. dtvetat. [Taporo ovtd OAeg ol amOYES NMTAV ONUOVTIKEG KOl
cLUBdALoVY TNV avATTTVEY TOV BEUATOG KAT® amd SLOPOPETIKES GKOTLES.
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Ocov agopd TG CLUTEPLPOPIKES Bewpleg Ol AMOYEIS TOV OUIANTOV dticTOVTOL,
OUmG Telvouv vo ovueomvouy To¢ moaillovv €va pOAO APTIO. GULVOEJEUEVO HE TNV
[Toyvidomoinomn. Av ko 1 i01a n Self-Determination Theory dev fjtov yvooth Yoo OAOVG
TOVGC OMANTEG, TV amodekTd Twg M [ayvidomoinon mov otoyevetl kabapd e aAloyég
CLUTEPLPOPAOV OV UTOPEL VO U1 TATAEL Yo TNV LAOTOINoN TG o€ Bewpieg owtol TOL
eldoovg. EEGALoL o1 1016G 01 HEAETEG EYOVV OLEPEVVIIOEL TTMG VO YPTCLLOTOLOVVTOL TEYVIKA
KOl KOWVOVIKA YOPUKTNPIOTIKA, OOTE To €VOOYEVN Ko eEmyevn Kivntpa va. GUPaiiovv
ot Pektioon g ovuPoAng TV ¥pPNoTOV aAAG Kot ot didpkela déopgvong tov (Tinati
et al., 2017). T apeiforiec toug e€ébecav o gumopikdg devbovvtig g Icon Platforms
kot o Epgvvntrg g Eltrun apob vrootpilovv tmg dev mpémetl va vdpyel TposKOAANON
oT1g Bewpleg AVTEG Kot EQUPLLOYN TOVG Y®PIG TponyovueEv £pevva, KOOMG TOAAEG POPES
epunvevovron ko epapuodlovror AavBacuéva kot anepiokenta. H ypron tovg npénet va
ompileton EexdBopa GTOVG GTOYOVG WIOG EPOPUOYNG EVD TPETEL VO SIVETOL UEYAAN
TPOGOYN OTO YTICWO EUMGTOGHVNG UETOED TNG TAATOOPUOS KOL TWV YPNOTAOV Yol TN
onpovpyia motod Kowvov(loyalty). e avtd @aiveror va supemvovv kot ot Tinati et al.
(2017) avagépovtag otn HEAETN TOVG O TOTOG TNG dlePYaciag mov diveTal Tpog emilvo
o010 TAN00G TPEMEL Vo GLUVOEETOL AUESH e TO €100¢ KIVATP®V TOL Topovstdlovy To

dropa.

[No ™ mieloynoeio T@v opiANTdOV, T0 SVGKOAO KOUWUATL GE pio dtadkaciol
oxedlacpov evog Crowdsourcing cvotTiUoTog €ivor 1 dtnpnomn Tov  opeimTov
evolpépovtoc Tov ypnotav. Onmg avaeéper ko 11 UX Designer, 10 gvolapépov avtd
pEmel va givor nyoio kol o id1og 0 xpnotg va ochavetal ™ yopd TG TPOSPOPES
yvoong kot mopmv. O A0Yog Yo TOV 0moio Ot OpUANTEG Be®POVV MG TO KOUUATL TNG
€v00YeVOUC TTapakivnong eival 1o mo dVoKOAO, GLGYETICETAL KUPIMG e TN HOKPOXPOVIKL
déopevon. O avBpwmog pmopet ypiyopa vo Y4Govv T0 EVOLAPEPOV TOV, OV 1 EPOPLOYN
dgv KOAOTTEL TAEOV TIC OvAYKEG TOL M Ogv divel a&lo oTov 1010 Kol 6TV WEN Tov
npecPevet. O CEO g Owiwi Kdvel avo@opd TS ATOLTOELS TOV YPNOTY], OOV KoM
T0 £pyo TPOYWPAEl Kol O 1010¢ OAOKANPOVEL dadikacieg, sivor emdpevo mwg Ha
ALEAVOVTOL TPOKEWEVOD O XPNOTNG VO VIOBEL LLEV TMG TPOCPEPEL KATL KALVOUPYLO OAAG
Kol To¢ AapPdaver kdmown a&io(oce popen emdbAiov, avayvopiong ktd). Ot Feng et al.
(2017) ommv £pevvd TOLG amMEdEEOV TTOC M avAyKn Yoo amoteAecpatikotnta. (self-

efficacy), oniadn yo endpkelo GAAE Kot GUAAOYN EMTEVYUATOV, GUVOEETOL AUETO LLE TNV
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nopakivnon Tovs. ['a va propel va pmopel enopévas o xpnotg va AapPavel opéan sival

Backd 10 oTolKEI0 TG TAPOKIVIONG KOl TPOTIGTMS TG EVOOYEVOVS PHONC.

Ta eEmyevn kivntpa avaeépbnikav and v UX Designer, tov Gamification
Consultant otnv Octalysis Group, tov CEO g Owiwi xou tov CEO ¢ WePolitics, ot
omoiot VTooTNPIovV MG TPEMEL VO VTLAPYEL GLVIVAGUOS T®V JVO KATNYOPLDV Yol TNV
OTOTEAECUOTIKT] Kot LaKpoypovia dEGHEVOT] TV ¥pNnotdv. Onwg avapépouy Kot ToAAES
BipAoypapucéc Epevveg Yo mapdoetyua towv Prestopnik et al. (2017), mpémetl va divetan
EUQOON TOGO GTOVG YPNOTEG LE TNYOLO EVOLAPEPOV Y10 TNV EKAGTOTE EQAPLOYT OGO Kol
otoug un. o v mpocéikvorn ypnotodv mov yapoktnpiloviar ©¢ evOOLGUOOELS
(enthusiasts) ta evooyevi kKivntpa Uopohv E0KOAN VO SEGUEVGOVY TNV TPOGOYTN TOLG,
Oumg og avtifetn mepintmon yperdleton EETpa TAPAKIVNTIKOS TaPdyovTag Onme Emabin

Y10l T1] GUUUETOYT TOVS TOVG OAAG Kot T S1aThpn o VOGS AUEIMTOL EVOLOPEPOVTOC.

Yiyovpa OpmG dev mpEmer Kovelg va otnptydel HOVO GTNV EQAPLOYT TEXVIK®Y TOL
EVEPYOTOLOLV €E®YEVN KivnTpa, 0oV OT®G GCLUPOVNCOY KOl Ol OUANTEG T KiviTpa
avtd dev umopovv vo mapopeivovv otabepd. Kabbg ot amoitioel evog cuoTiUaTog
av&avovrtal, TG0 Ba LEAVOVTOL Kot 01 AOTNGELS TV YPNOTAV Yo EmPpaPevor pe 6Ao
Kot peyaAvtepa madia. Av avtd ta Emabia oe, PLeETaEPALOVTOL Kot GE XPNUATIKE givat
ToAD TOAVO 1 EKACTOTE TAATEOPUO VO N pmopécet va avtaneEelfel ota €€oda. Xnyv
puerétn tov Pothineni et al. (2014) amodeiyOnke mwg ov ypnoteg 6060 peyoAdtepn m
avtopopn avd dpactnpotnta 1660 Mo otafepn vaPEe N dvodog cuppetoyxns Tovg. H
otafepOTTa TOV KWVATPWV 08V €MNPedletol OUMS LOVO Ol TIG OMOLTIGELS TOL YPNOTN
oAAG Ko amd v omtikn Tov ypnot. Omwg €xer avapepbel oto Kepdiowo 2.3.1 ta
gvooyevn kot eEyevi Kivntpa amoteAoVV VTOKEUEVIKEG EVVOLEG, OV UTOPOVV oV
evaAloyBobv  katd tnv mopeion €vOG project Yy TOV  OMOLOVONTOTE YPNOTH.
Soumepacpatikd Bo pmopovoe va emmbel g 0 oXEOAGHOS OGS TAATPOPLLOG TPETEL VO,
EXEL MG TPMOTEVOVTO GTOYO TN OlATHPTNOCT] TOL TNYAIOL EVIPEPOVTOS TV avOpOTWV,
KTl To omoio pumopel va metvuyetl  [oyvidomoinon pe tov Tapdyovia S10oKEONOT] KoL LE

TG TTOIKIAEG TEXVIKES TOV EQPAPUOLEL.

Téhog evdrapépov mapovstalovv ot Tpotdcelg Tov Exnodevtn g Gamification+
Kol Tov gumopkov dtevBuvty| g Icon Platforms cvpgwva pe tovg omoiovg epdOGOV 0
[TAnBomopiopdg avoeépetar o TANO0C avOpOTWV KoL Ol GE LOVADES, TOL EVOOYEVT] KO
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eEoyevn xivntpo mpémel va opilovtor pe Paon €éva cvvoro avBpdmwv. Ot unyovicpol
mov Ba ypnoipomomBovv Y va decuedoOVY TO EVOLOPEPOV YPNOTAOV HE TNyoio
evolpépov 1 Oy, Ba NTav ypnoo va opilovtatl yio v mopokivnon pog oAOKANpNG
opadag kot OyL Tov kabe ypnotn ywprotd. Onwg vrootpilovv kot ot Greenhill et al.
(2016) 1o aicOnua g KOWMOVIKAG EVTaENG UTOPEL VO TOPOKIVICEL EITE EVOOYEVMG Eite
e€myevag kot va evioyOoel TapdAinia To aicOnua g vrevbvvoTNTaC TAV® GTO £PYO
tovc. [lavo ommv viomoinon ovtOV TV oTOYEOV  OVOADOLV  TEPUTEP® Ol
ouvevtev&lalopeVol TN OKEYN TOLG OTN CUVEXEWL TMV OCLVEVTELEE®MV GE EMOUEVO

KEQAAQLO.

H dwdwaocio mov oyetietar pe to o@éAN Kol TV mopokivion @aivetol va
TaPOLGLALEL Lo KUKAIKY mopeio. cOPQ®VA pe TNV omoia To 0@EAN mov AapuPdvel évag
xpotg péoa oand €va ovommuo I[IAnBomopiotikod yapoaktipo 00nyodv oTnV
TopaKivnon, Kot avtiotpoeo 1 0 M mopakivinon mov pumopel vo vAomombOel pe
TOWIAOVG UNYOVIGHOVG eVIoyDEL TOL OPEAT €vOg yprotn. Eivar g cuveyng dwadikacio
g0peong otoryeimv yia ta omoia pmopel va evolapepBet Evag ypnotng kot TapdAinio po
dwdkacio gdhpeong unyoviopds mov o KPATNGOLV TO €VOLLPEPOV TOV GE VYNAL

eminedo.

4.3 To kivnrpo ™ Kowvovikoroinong

H xowwvikomoinon (socialization) ava@épbnke amd GAovg TOLG OMUANTEG A0 TaL
apywd akoun otddo g ocvlntmong divovtag Wwitepo Papog 610 cuyKekpuévo BEua.
H evioyvon pwog poxpoypoviag décpevong pécm g omuovpyiog Kowvotitwv givot
CoTikng onuaciog OTmMg avapEépeL Kot 0 eUmopikos otevbuving g Icon Platforms kafdg
pe avtdv tov TPOTO EMTVYYXAVETAL | TIGTOTNTO OAAG emPBePardveTar Kot 1 évvold Tov
TANO0TOPIG OV TTOV SAPEPEL amd TIC VITOAOUTEG AGY® TNG GLUUETOYNS TOL TANBovg. Ot
KOWOTNTES TPOGPEPOLY KOO GKOMO Kol dnuiovpyio yvoplidv pe drtopo pe Opol
EVOLLPEPOVTO KOt EVICYDOLV TO aicOnua g WoKTnoiag pHésa amd T dnpovpyio e
ocvvepyacio pe dAla dtopa, 0mmg avaeépel 1 Gamification Consultant otnv Octalysis
Group. Ot péypt topa peréteg eEaArov £xovv ocigel g to cvotnuata Crowdsourcing
umopovv vo. em®@eAnBo0V amd cuvepyoTikd TEPPAAAOVTO OTMG EKOVIKEG OUAOES 1
onadeg pe kowvd evolapépovta/otdyovg (Morschheuser et al., 2017) pe v viomoinon

TOVG VO, AVOQEPETAL KVPIMG 0T d1ddpacn pe AGAAovg kat avatpo@oddtnon(feedback) amod
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dAlovg maikteg (Feng et al., 2017) (Snijders et al., 2015) (Greenhill et al., 2016)
(Distefano & Rodi, 2017). H evioyvon tov aisOnpatog g kovdtrag 0ev apopd OUms
UOVO TOVE GLUUETEXOVTEG OAAG Ko TOV 1010 Tov opyavicpd. H dnpiovpyia forum kot n
napoakivion v ovveyés feedback oamotelel dvvatrd epyoreio ywoo eviomoud TV
AOVVOL®V GNUEIOV HOG EPOPLOYNG OAAL KL TV OVOYK®Y TOV YPNOTOV, OTTMG OVAPEPEL
o CEO ¢ Owiwi. Eivar éva epyolieio ocvvexovg evnuépwong yuo PeAtioon tov
OLOTNOTOG KO EDPECTC OA®Y VTAOV TV GTOXEIWV OV Bol KOADWOLV TIG aVAYKES TTOV
EYovv o1 ypnoteg Mote va eivarl mo evepyol. Ot decpol o€ OV dMUIOVPYOVVTAL UE Lo
etaipeio Onmg damiotwoov oty Epevvd tovg ot Feng et al. (2017) evtdooel éupeca to
m0og oto dikTvo NG €TapEiag VTG Kot TOVg KaBGTA O €vePYOLS Kot TPOOLLLOVG
ovppetéyovieg o £pyo mAnBomopiopov. Amd v dAAn o founder tov Ux Prodigy
exppalet T apePolrieg Tov yio TNV 0pbn ¥pnNom KowoTHTOV Kot Tovilel TmG TPEMEL Vo
vrdpyel EAeYYOG GE TETO0V €100VG KOWOTNTEG, YTl av Ko ypNopes umopet va Eepiryovv

amd T0 GKOTO TOVG.

O Adyog vy 1OV omoio M Kowwvikomoinom etvar évag TG0  dLVOTOC
TOPOKIVNTIKOS Tapdyovtos Bewpeitar Tmg cuvdéetan dpecsa e v mnyoic avaykn g
avOpaTvN g OoNG va dnovpyel kot va dpa og opdoeg dmwg emiPeforddnke Kot omd v
BipAoypapia. Agv mpémel dpmg va Bempeital aVTONATOS TAPAYOVTAS EVOOYEVOVG GUOTG,
ao¥ Omwg avapépel o Epgvvnmg g Eltrun avtd e&optdtol amokAEIGTIKA Amd TO TWG

exhappdveral and tov kdbe ypnotn Eexympiotd.

Mo éva cwotd oyedopd pog spappoyns Crowdsourcing 6to KOPUATL TOV
KOWOTNT®V TTpoteivetal amd tov ekmaidevtn tng Gamification+ 1 amovoun noéviwv oe
ounades ko n palikn emPpdPevon. To 1610 €xet mpoteivel ko o epmopikog devhuvng g
Icon Platforms. Ilpdypott o I[TAnBomopiopdg mpémer vo evioybel T GULUUETOYN TOV
mnBovg kol va emPpafedel ™ palikdtmra. Me avtd T0 GKENTIKO 1 OVOYVAPLOT| TNG
TPOGPOPAS OUAO®MY UTOPEL VO TETVYEL TTO AUECO ATOTEAEGUATO OO TNV OVOYVOPLoN
TPocPopdic pepovouévov atopmv. Ot Kobayashi et al. (2015) oe pehétn toug anédei&ov
TOG TO KOWOVIKE 0ALL KOl TPOCOMIKA emTevyaTo TPENEL v Bpickovtal 6€ 1Goppomio
a@OD VIAPYOLV YPNOTEG TOL dElYVOLV EVOLAPEPOV Y10l TO ATOTEAECLATO TG KOWOTNTOG
OAAG Kot ovTOl TOL EAEYYOLV KO TO TPOCMOTIKO TOLG GTATOVS. X& £vO. GUGTNUO TOV
o16y0¢ elvarl o TAN00g Kot Oxt  povdda, icmg 1 dnpovpYic. KOVOTHTOV va. Eivat Kot 0

Baoikdg mapdyovtag mov Oa dMGEL IO YPYOPQ KOl AUESO T EMBVUNTA OTOTEAEGLLOTOL.
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Evpiuata mg Biproypapiog emPefatdvouy mmg o KOW®VIKG €mTEvYHOTH €ivol TLo
OTOTEAECUOTIKE 0omd TO HEHOVOUEVO, Kot Ol mivokeg kotdtaéng M 1 dnuoocia
OTTIKOTOINON TOV EMTEVYUATOV TPENEL VO TpoTIdTan o€ Té€Tolo cvothuoto (Brito et al.,

2015) (Morschheuser et al., 2017) (Feyisetan et al., 2015).

4.4  Mnyoviopoi Gamification

H TIlouyvidomoinon elvor évag tpodmog vo ouvdvaoTovv oTolyeion Kot v
avadELBOVV 1010TNTEC TOV TPOVTNPYAV GE L0 KOWOTNTO Kol 6Ta, oTtoio 0V elxe 000&l n
owoth Eueaoct. Q¢ Aevkn KOAa v avaeépel o Exmadevtig g Gamification+ . Ot
ndvTol, TO Topaonue kot ol wivakes Kotdtaéng sivor adtapeiofrinra dvvartol
punyoavicpol mov evepyomolovv Ola ekeiva ta cuvarcHnuata g avlpamvng UONG TOL
pmopovv tpafnEovv 10 eviPEPOV €vOG atopov. Q¢ Pacwkol kot TALOV KAAGGIKOL
unyaviopol éyovv avagepbel oe MOAAG CLGTNUOTO YL TN WETPMOTM TNG PNUNG, TOV
AVTOY®OVICHOV, TNG EUTICTOGVUVIG, TNG OVOYVOPIONG TOL EMITEVYUOTOS, 1TNG o&iog TG
OLVEWGQOPAG, OALD Kol TNG OlaTHPNONG TOL EMTEOOV TPOGPOPAS TMV YPNOTMOV
(Altmeyer et al., 2016), (Reinsch et al., 2013), (Morschheuser et al., 2017), (Pouryazdan
et al., 2016), (L’Heureux et al., 2017). T'ta tn yprion Tovg £yvav StAQopeg TPOTACELS amd
toug ovveviev&lalopevovs. O CEO tng Owiwi mpoteivel va amokpOTTOVTOL 0md TOVG
YPNOTEG 01 TOVTOL OV YPEBLeETOL VO KEPHIGOLV DOTE VO TPOYWPNGOLV GTO EMOUEVO
eninedo. Me autn TV TOKTIKN 0 ¥pNoTNG 0V amobBappivetat amd TV HeYOAN doupopd
OV EVOEYOUEVMG VOl EYEL KOl cLVEYILEL TPOOTAODOVTOS VO OVTAYWOVIGTEL TOVS VITOAOITOVG
ovppeTéyovteg. Avtd épyeton o€ avtibeon pe toug (Altmeyer et al., 2016) ot onoiot o710
ocvotua Crowdsourcing mov avémtvéav yio katapétpnon €£0dmv amd omodeiels,
onpovpynoav mivakes Katdraing eved mopdAinia epedviCov v TOpv] KoTdoToom
eVOG ¥PNOTN Kol TOVG TOVTOLG OV ToV daywpilovy amd Eva VYNAOTEPO EMiMEdO, QALY
kot pe toug (Reinsch et al., 2013), (L’Heureux et al., 2017) xou (Tinati et al., 2017) wov
oT0 cLOTNHUOTE TOVg axorlovOncav éva mapopoto cvomue. H npodtacn tov CEO g
Owiwi diver o véa okomid 6To cOGTNUE. OTOVOUNG TOVTOV KOOMS €vag oxedl00TNG
UTOpEl Vo OmOKPOTTTEL TOVG TOVTOLG AV O TOUKTNG AMEYEL TOAD Amtd TO EMOUEVO EMIMEDO,
oAAG vo Tov evBapplvel pe kelpevo, evad avtiotoyo va Toug epgavilel 6tav ot movTol
nécovv Katw amd éva threshold. Ocov agopd tovg mivakeg katdtaéng o eUmopkog
devBouvtrg ¢ Icon Platforms emonuoivelt mog mpémet va KoaAdmToLV OAEC TIG

SLPOPETIKEG OUADES TTOV LIAPYOVV GE £VOL GUOTNUA. To YOPAKTNPIOTIKA TOV YPNOTOV
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npénel va AapPdvovtal vToyn kot vo dnpovpyovvral dtapopetikd leaderboards mov Ha
ToVg KaAvmTouv 6Aovc. O CEO g Owiwi enekteivetol Tavm 6To BEp0 Kot avagEpel Tmg
po KOAN TOKTIKN €lval 1 Onpovpyion KAMUAK®V Y10 SuvaTong TOIKTEG GALA KO Y10, TTO10
adVVALOVE MGTE 0 KaBEVAS Vo UTOpEl Vo avapEVEL pa vynAoTepn B€on avaldyme e
ovppoin tov. Tnv mpdTacn avty otpilovv kot ot Altmeyer et al. (2016) mov anédei&av
omv £peuvd ToUvg TG ot Agyoupevor “all-time” mivokeg amoBappvivouvy  TOLG
VEOEICEPYOUEVOLG KOl TOVG yaunioPaduovg maikteg kobmdg Oempovv mwg dev Oa
UTOPECOVY  TOTE VO, GLVOY®VICTOVV TOLG VmoAouwovs. EEGAAov o€ ovothuatoa
[TnBomopiopod o oapBudg TOV CLUUETEXOVI®V elvor peydAog kot o kabévag
OAANAETIOPE pE SLOPOPETIKO TPOTO YWPIG OLTO VO, ONUOIVEL TOG 1) GLVEIGPOPE TOV
kaBevog dev givan onpavtikny (Distefano & Rodi, 2017). Emmpdcheta, drapopetikég
KAMpokes duokoiiog 1 ot dtpopetikol mivakeg katdtalng o Eva €pyo avTavakAoOv v
EUMELPIOL TOV YPNOTN KOl VO, TOV TPOETOLUAGOVY Y10 T EXOUEVA TTO OTTOLTNTIKG GTAJL,
YEYOVOS Tov Bo EVOLVOUMOCEL TO aicONUO TOV AVTOYOVIGHOD OC UEPOG TNG TPOCMIIKY|

TOL avAYKNG Yo oAokApwon kot exitevén (Viana and Pinto, 2017).

[ToALG mapadetypato Spmg amotuynuévng xpnons tov unyovicpov Gamification,
AmodEIKVOOVY TG T Yvotd PBL dev eivar apketd yio vo eVioydoouy €va GUGTN L.
Onog avoeépert o Mnyovikég Aoyiopkod g Nokia m dwockédaon mpémer va
EMKEVIPMOVETAL GTOV OKOTO 1oL €umNpeTeiton Kot Oyl GTOVS UNYOVIGUOVG OVTOUG
KaBawTOUG. AVTO GNUALVEL TMG 01 GYEONGTEG TPEMEL Va. divouv BAGT GTOVG GTOYOVG TOV
OLUOTNUOTOG OTOPEVYOVTOS TN XPNON UNYXOVICU®OV Ol OToiol UTOpel va TPOcOEPOLV
dlokéd0on OAAG vo UV ®Bo0V TPaYUATIKA TO XPNOTN OTNV TEAECT TOV OTOPOATTOV
EVEPYELDV N va. Unv evBappHvouv ) pokpoypodvia décpuevon. Ot mbavol telkol xpNoTeS
emiong mpémel va, LEAETOVTOL SEE0OIKA DGTE TO GLGTNUA VO oTNPLYOEL GE UNYaVIGHOVG

nov Ba OPEANGOVY Kt Bal IKOVOTO)covY T0 AOYO XPNoNG TOL.

To Story-telling eivon évag punyoviopog mov €xel Aapet peyddn éktaon g 0épa
ov{nong aeov odivel tn dvvatdtnTo EMITELENG EVOC GTOYOL UECH TNG AP YNONG MG
wotopiag. Onwg avaeépel o Founder tov Ux Prodigy n vAomoinotn tov mpénet va yivetal
LEe TPOGOoyN Kol oo eEEOIKEVUEVO TPOCOMIKS YLOTL TPOKEYUEVOL VO OTOOMGEL TPEMEL VL
oyeTileTon QUEGH LLE TOV GTOYO TOL £PYOL KOl VO Un TopekkAivel. Ztn PipAtoypapio ot
Talasila et al. (2016) ypnoipomolovy pa 1otopict GUVOESEUEVT LE TNV TTEPLOYT CTNV OTTOLN

0élovv o1 ypnoteg tovg va AdPouvv dpdom, yvopiloviag mmg £TGl pmopovv  va
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dnpovpynoovv pa oAAniovyio tpaéemv mov Bo kataAn&el otov o1d)0 Tove. O ¥PNOTNG
OV EVOLUPEPETOL TPOAYHOTIKG Yoo €va avtikeipevo, Oa acyoAnbel pe v ekdotote
EQOPUOYT av TO oTolElo TG 1otopiag oyetifovion dueco pe TO AVTIKEIUEVO aLTO.
@aivetor o¢ o Aoywikn eme&nynon, 6ocuévn HE TPOTO TETOO MOTE 1 OUYNon Kot M
otopio €vOC Toryvidoh vao TPoNYEITOL TOV KOTE TO GAAN CMUOVTIKOV TOVIOV KOl
Babuidwv. H vmapén tov ototyeiov g o1 ynons tov mopayel TEPLEYOUEVO TO OTOT0 OTTMGC
avaeépel o Epmopikog AtevBuving g Icon Platforms kaAlepyel cvvousOnuato kot
exmANEeLg, £vvoleg cuVLEACUEVES e Ta avBpomva évotikta. Onwmg eivol evpéms yvootd
10 mepleyOuevo etvar avtd oto omoio otnpileTol TO UAPKETIVYK OTN ONUEPIVN
TPAYHLOTIKOTNTO Yoo TN TpodOnom 10edv, VANPECSI®V Kot mpoidvtwv. Mécwm Tov
TEPLEXOUEVOL PTopel Kaveic vo EAKVGEL TEAATES Kol XPTOTES, ONUIOVPYDVTOS TOVS BeTid
TPOG TO avtikeipevo cvvarcHuata. Mg v aenynomn 16Topudv 1 OdtKacio. ovTh
ytileton pe otabepd Puata, Ve TopdAANAa XPNCIUOTOLEL KOl GAAOVS UNYOVIGLOVS TNG
[Moyvidomoinong yw ™ dnpovpyio. €VOG APTIOL GLGTHUOTOG TAPOKIVIONG YPNOTAOV.
v dmynon avaeépovtar kot ot Prestopnik & Tang (2015) divovtag tnv omtikn tovg
néve oto Bépa Tov mayvidiwv mov Pacilovtal og avtnyv, ool Bewpoldv Tmg givar To
epyaeio mov draywpilel Tnv amin cvppetoyn o€ éva gamified cvoTa, 6€ GYEoN pE TV
0LGLOOTIKY], TOL Oa mapdyel kdmowo anotérecpo Kot Oa evepyomomoel £va ATOpHO OAAG
Kot Ba droTnpf oL To evOlapEPOV Tov. XNV épevva Tovg ot Dziedzic (2016) avakdivyov
TG Ol YPNOTEG TOL GLUUETEIYOV GTO O VidL TOV dNUIOVPYNGAV Yo GKOTOVG annotation
evoleépOnkav apketd vo pabovv v 1oTopio. TOL POUTOT, ONAOON TOL TPOTUYMVICTN
ToV TTayvidroL. Evolapéptnkay Katd cuvEmelo Yo TO TEPIEYOUEVO TO OTOI0 TPOGEPEPE M

TAATEOP L, ETPERALDVOVTOG T CNUAVTIKOTNTA TOV.

45 Xyedwwopoc Gamified Crowdsourced E@appoyng

Yrhpyet po. opopovio Yopw amd tov opliopd oTOYOV ¢ opykd Pripa mpv 1o
Eextvnua oxedlacpov evog Gamified cvotpatog and tovg opuAntés. O Founder tov Ux
Prodigy ®g éva amd ta apywkd Prupate tovilet 1 onuocio avayvoplong evog
TpoPANLATOG GLOYETILONEVOD e TN TTapaKivnon(motivation) Ttptv Tn ¥p1oN UNYXOVICUOV
[Toayvidomoinong. Avtd unopel va emkvpwbel evkora og éva nepipdiiov Crowdsourcing
070 0moi0 M mopakivnorn Tov TANBoVG gival TpotepatdTNTA Yo T Agttovpyia Tov. [a
PN TOL OTOLOONTOTE UNYOVIGLOVD OTOPAITNTO TPOATUITOVUEVO Prita poiveTol va givort

N onuovpyios SLVNTIKAOV YPNOTOV/TEPSHVAS. [TAvm oTIg avdykes avtdv TV YpnoTodv Oa
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natovoe o Founder tov Ux Prodigy pil®vtog yio puor ¢pnoTOKEVIPIKY TPOGEYYIOoN
TPOKEUEVOD VO OVAYVOPIGEL TOVG TPOTOVG PE TOLG OTOioVS Bol TOVG KAVOTTOGEL. €
nepPdrirovta TTAnBomopicopod ot avdykes avtéc Bo Lmopovoay Vo LETOPPUCTOVV GTO
0PéAN mov Ba umopovoe vo £xel KATO10G ¥PNOTNG GO Tr GLUUETOYN TOL GE KOTOL0
TETOL0 €PY0 KOl amd TNV €VPEOT) TEYVIKOV eumiokng tov. H UX Designer mopdiinio
tovilel Tmg dev mpémetl kavelg va otnpiletol og Bempiec, KATL 6TO 0MOI0 CLUP®VEL KOl O
Mnyovikodg Aoyiopikod g Nokia, aAAd vo umopel va dnovpyet éva cOoTpa Yo
TPOYLOTIKOVG OLUVNTIKOVG YPNOTEG, VA 1 OlodIKoGion TPEMEL Vo UETAPAAAETOL OTTMC
avagépel o Exmodevtng g Gamification+ mpokeévov v Kavomolel avAayKes mov
umopet va tpokdITovy. Ot SuVOUIKES aAlYEG OUMG Oev TPETEL VO YivovTal AGKOTO 0poD
OTOL0ONTOTE ALY oV OV HeAETNOEl GOOTA Pmopel va dpdoel apvnTikd ot yoyoloyia
TOV ¥PNOTN Kot va 0dnynoetl o€ amotvyio 6mmg tovilet o CEO g Owiwi. 'Evog axoun
Adyoc mov evromiletar ot PiAoypaeio Yoo TV cuvélon TOV GTOWYEI®Y OV £YOLV
viobetnOel oe éva ovotnua gival 1 dacedion kot €EEMEN TG KOWOTNTOG DGTE O
YPNOTNG KOTOVOEL TOV GKOMO Kol TV YPOppr mov akolovbeitor oty emitevén Tov

(Distefano & Rodi, 2017).

Ot opntég dmoave dkéG Tovg VIOJEIEELG TOV KpivovTal amd TOV GLYYPAPEN
onuovtikés ko afiller va avaeepBodv yioo va Anebodv vmoyn o€ GYESOGLOVG

UEAAOVTIKAOV GUGTNUATOV:

“Start Small” givor o koA Texvikn Yo vo. v eUTAOLTIOTEL TO GVGTNUO AGKOTO, ATd

otoyeio Tov dev Bl ¥PNGIUEHGOLV Y1 TNV IKOVOTOINGT TOV TEMKOV GTOYOV

[Ipéner va yiveton €pegvva TV TPOPIA TOV SLVNTIKOV YPNOTOV MGTE VO OPLGTOVV Ol
KataAnAdtepor unyovicpol tapakivinong. Xtn Piploypaic dnwe yio mopdderypo ot
perétn tov Altmeyer et al. (2016) &ywve ypnom €pOTNUATOAOYI®V TPOKELUEVOL VL
oLAAEXBOVV GLUTEPLPOPEG YPNOTOV TPV TO GYESAGUO TOV €pyov Tovg. [Tapdiinia ot
Morschheuser et al. (2017), mapadétovv mwg yio va yivel éva oot PLOGIHO TPETEL Vi
€EETOOTOVV TTPOCWOTIKOL TapAyovteg cvppetoyng kKo ot Distefano & Rodi (2017) mwg
TPEMEL VOL VITAPYEL VITOSTNPLEN OLOPOPETIKAOV POA®V Yo KAOE LEAOG Kot KOBOPIGHOG EVOG
KOO coumeprpopd. Timota amd to mopamdve dev pmopel vo emrevybel av dev
wponynOel avdivon OV SLVNTIKOV ¥PNOTOV. AKOUN Y10 KAADTEPO OTOTEAEGLOTO, TNG

TEMKNG EPOPUOYNG KATOI01 HEAETNTEG TTPOTEIVOLV TNV EUTAOKT TOV OOV TOV XPNOTOV
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o1 OldtKacia oXedAcLOD, OVATTVENG Kol KaALTEPEVOTC ToL cvoTiatog (Kapenekakis
n X 5 NS pELONG nuatog (Kap

and Chorianopoulos, 2017).

Ov Moeig rewards dev elvar mavdkelw Kou 1o ocvotnuo mpénet vo. otnpydel oe
Tapokivion Tov xpnotov pe Pdon to mpoayupotikd toug evolapépovta. Ot Feng et al.
(2017) toviouv €KTOG TMV AAADV TMG Ol GTPATNYIKES OTOVOUNG TOVIMV KOl Ol KOVOVES
oV Tifevton TPEMEL VoL AVTOVOKAODV TIG KOVOTNTEG TV TOKTOV KAOMG dapopeTiKd

umopet va 0écovv og kivouvo v otabepdtnTd TOVC.

H ommovpyia otopidv umopel va Asrtovpynoet g kapPdg maveo otov omoio Ha
ypnoworomBodv koupdtior Gamification yio 1t Onuovpyio €vOC OAOKANP®UEVOL

GLOTNLOTOG,.

Eivor amoapaitnto vo vapyet kowvdg dEovog akoun Kot ov To TPoPil TV EUTAEKOUEVOV
peAdv etvar otapopetikd. O okomdg ™S €QUPUOYNS(GVALOYY TOP®V) TPEMEL VL
eEumnpeteiton pe kébe tpdmo ko o€ kABe onpeio Kot vor EvOVEL OAOVG TOVG YPNOTES TOVL

GLGTNLOTOG,.

To tehkd user interface npémetl va givor amdd Kot katovontd mpog tov ypnotn. Ot
TANpoeopieg mpémel vo. gival edkoAa avalnToLeg Kol TPOSPAGILEG amd KABe ypnoT
EVO TOPOAAMNAQ O TEPIMTOON SOUOPacHOD dlepyaciov-tasks Ba Ntav coed vo givon
HIKPA Kol KOTOVONTH, MCTE VO NV KATaAyovv Bopetd 1 duovonto Kol aduvato vo
emivBovv (LaToza et al., 2013). Eniong o oxedlacpnog vOg cuGTAUATOG 0V Umopel va
elvar  daywpopévog amd tovg  unyovicpovg Gamification epdcov  avtoi  Oa
ypnoporomBovv. Ipénel va vdpyel o oMotk mpocseyyion mov o cuvdvdlel v
EVKOALDL GTT XPNON HE TNV IKOVOTTOINGT TOV ¥pNoTn Kot TNV apakivnon tov (Melenhorst
et al., 2015). Av 0 010)0g TOV cLoTHATOG deV depevvnbel amd OAeg TIG oKomEG TOTE
pmopel 10 TeMkd omotéAecpa va gtvor eite apketd Popetd yioo Tov xpno eite moAL
dvokoro. Apéowg Ba emnpeactel KoL T0 TOCOGTO GUUUETOYNG OAAG Kot 1) TtotdtnTa. Ot
oTOY0l €VOC  OLOTNUATOG €YOVV  TOAAATAG  YopokINPloTKA(Babuog  dvokoAiog,
SKPITIKOTNTO, YPOVIKT TPOOTTIKT, TOALTAOKOTNTA) OT™S avaeépovv ot Hantke et al.

(2015) kot 6A0 cvTd B TOV KAAS VO AVOADOVTOL TPV TO GYEOLAGLO.
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46 Xpnrotika Kivntpa

Ot ovvevtev&lalopevor emPePordvouv TNV TOAVTAOKOTNTO TOL OEUOTOC TV
ypPNUaTkoOV Kvntpov. O KOmog kol 0 ¥pOVOG TOV APLEPDOVEL £VOG YPNOTNG O &Eva
ocvotnpa [TAnBomopiopod mpénetl va avtopeifeTor avapépovy Kamolotl amd Toug OPUANTEG
apov Ommg avaeépel kot o Exmodevtig g Gamificationt+ eivor pion ovioAioyn
VANPECIOV  UETAED €VOG opyavicpov/atopov Kot evog ypnotn. Onwg kdbe dAAn
ocuvaAlayr] £€TGL KOL 1) CLUYKEKPEVN B UTOPOVCE VO OMOPEPEL KATOL0 KEPOOG GTO
YPNOTN OOV AVTO gival ePIKTO. AV KOl 1) OUKOVOLUIKT] OVTOUOBN HE TN LOPPN YPTLOTOG
dev Ppnke cOUPOVOLG OAOVE TOVG OJMANTES 1) EVOALOKTIKY TOL TPOTAONKE ®G EMTAEOV
kivntpo givor n Tpoceopd Kovmovidv 1| GAA®V emdBAOV mg eEapydpmon ToVTwv. AVTog
0 £UUECH OIKOVOULKOG TPOTOG ovTapoPng onwg avaeépet o Epguvnrrg g Eltrun pmopel
va evioyvoel ) mototra(Loyalty) oe mepurtdoelg émov to péyebog tov mAnbovg eivan
ONUOVTIKO 0oV umopel va mapokivioel peyolvtepo apBud ypnotov. ['a tov CEO ¢
Owiwi cwototepo Bewpeiton ta Emabia ovTd va EVOALACCOVTAL AVOAGY®G LE TO EMITEDO

TOV XPNOTOV Y10 VO, KOADTTOLV TIG OVAYKES LEYOADTEPNG OULAOOG ATOLWV.

Ta ypnuotcd kivtpa OTOG cCLHEOVIONKE dev PTOpPOVV va TpoceEpovy long-
term engagement a@oV ££acOevoLV VD TOPEAANAL LUITOPEL VO LEIDOGOLV Kol T OVVOUN
NG ECMTEPIKNG TOPAKIVIONG TOV ATOR®V. AV KOl UTOPOVV VO, EXEKTEIVOLV TNV KAALYT
o€ OULUUETEYOVTEG o€ OaplBUd avTd O0ev KOADTTEL TNV KOTAGTACYT LOKPOTPOBESLLOL
(Talasila et al., 2016). Eniong onpuovpyodv to gorvopevo “crowding out” cOpp®va pe To
omoio ot evooyeveic Tapdyovies mov wHovV £vol ATOHO VO GUUUETEYEL GE £val £pY0 UmOpEl
vo. petmBodv Adym NG eumAokng £vOg eEmyevong KiviTpov duvatic evong (Wang et al.,
2015). Kpivetor emopévog onuavtikd vo ypnoonolovvtotl Tpomot Tov Ho Kpatoovy
apeiowto 10 myaio gvolapépov Tov ypnotav. O Founder tov Ux Prodigy vrmootnpilet
HéAoTo TOS TO YPNUATIKA ETadAa EpyovTat amd TN VoY Tovg evavtia 6to Gamification
Kot dgv mpémel va ypnowonoovvion pali. Ot punyoviopoi Gamification pmopodv va
TPOCPEPOLY TOL LEGO YL TNV EMITELEN AVTOV TOL GTOYOV OTWS avaPEPEL Kal 0 Epguvnng
¢ Eltrun divovtag oto ypnot 1o aichnua tov KatopOdpatog Kot tng avayvopions. I'a
v Gamification Consultant tn¢ Octalysis Group 1 yprion owovopuk®v endOlov mpémnet
vo cuvoEeTaL Apeca e o dtadikacio Tov Ba 0dnyNncel oe evdoyevn mapakivnor. Avtd

umopetl va epunvevdel g pia GHVIOUN ¥PNOT| TOVG GE TEPUTTMGELS OOV 1| GUUUETOYN TOV
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YPNOTAOV HEIDVETOUL TPOKELEVOL VO EVEPYOTOINHOVV 01 ¥PNOTES Kot Vo volapepBodv yio
véeg dodkaoieg HEGH TV Omoiwv 0 oT0X0g TG €pappoyns Bo vrevOvuiletor oto
xpno pe EEvmvo Tpomo. EEGAAov ) ypriom tovg Bewpeiton mwg eival o mo dpecog (aArd
fow¢ Oy anoteleouatikog) tpdmoc mapakivnong ypnotodv (Wang et al., 2015) kot yio
aVTd UTOPOVV VO XPNGIHOTONB0VV B¢ ETpa KIVITPO OE TEPMTMGELS TOV 1| KATAGTOON

10 omontel Ko Omov glval EPKTO.

INUovTikO Kpivetol OUMG Kol TO ONUEI0 KATA TO 0T0l0 01 OJUANTES OVOPEPOVTOL
0TO YEYOVOG TG TPEMEL Va. SIVETAL TPOGOYN OTn YpNomn kébe monetary emdOAov apov
umopet va ypnoyorondel and Kakdfoviovg ypnoteg ol omoiot pe d6A0 Ba TpocTadovv
va AdPovv to £EmabA0 YWpIic Vo IKEVOTOOVY TOVG GTOYXOVG TNG EQPOPLOYNG KOl OVGLUGTIKA
YOPIg Vo GUVEIGPEPOLY TOPOLS. AVTO pmopel va emNpedoet GLEGH Kol TNV TOWOTNTO TOV
GUVEIGQOPDV KOt VO OAAOLUDGOVY TO TEMKO OMOTEAEGLOL KOL Y10 QVTO OTOPEVYETOAL KOL GE
napadetypato g PipAoypagiag 0nwe oto cvotnue mov avéntvéav ol Altmeyer et al.,
(2016). Ewdwé oe mepumtdoelg OTOL T0 YPNUATIKO €mabio sivor youniod dev vmdpyet

EMOPKTNG TOPAKIVION Yo TP y® YN TOTIKAV dedopévev (Melenhorst et al., 2015).
4.7 Tlowwtnro Agdopévov/ Kaxopfovin Xopmeprpopd Xpnotav

H xaxo6Bovin cvumepipopd givar amdppoto evOg KOKOGYEOOGHEVOD GUGTIATOC
avaeéper o Exmodevtnc tng Gamificationt+, evdd o eumopikdc devbuving g Icon
Platforms vrootpilel mwg n vymAn mowdtnta dedopévav dac@oriletor Otav 1 ida
TAUTQOPUA EPAPUOLEL TPOTOVS Y10 TV ATOPVYT TPOKANGEMV TTOv Ba TPOKAAEGOVY TNV
gloaywyn wevdn otoyelov. X1 oot £pELVO KOl OTO OMOTO GYEOWIGUO TOL
ocvotpatog avaeépetarl kot o Founder tov Ux Prodigy yio  dwacpdiion g opbnig
Aertovpyiog Tov. ‘Eva kadooyediaopévo chotnua eEaAlon avEdvel Ty Kavonoinen twv
YPNOTMOV, 1| OTTOL0L [LE TN HEPLAL TNG UTOPEL VAL 0ONYNGEL GE LYNAOTEPO ETITEON OEGUEVONG,
oe avénon G modTNTOC TOV JEFOUEVAOV KOl UEI®OT TG KOKOBOVANG GLUTEPLPOPAC
(Melenhorst et al., 2015). Ot andyelg T@V OUANTOV QAIVETOL VO, GLYKAIVOLV GTO YEYOVOC
TOC 0 OYENOUOG €VOG COGTOV GLUGTNUATOS KO 1) dNUovPYie 1GYup®V KOWOTHTMOV
UTopel vo amoplakpOveL amd Ldvn e Toug xpNnoteg mov Ba BeAncovy va e€amaticovy M
va BAayovv to cvotnua. H cuvolik moldtnta Tov omoTteAecUATOV OTMS avapEPOLY Ol
Wang et al. (2015) pmopei va yapoaxtmpiotel pe Paon 600 SAGTAGEIS, TO TPOPIA TOV
mAN00vg Ko TNV oYediaon TV dePyasIdV TPog entivon(dpa Tov i310L TOV GUGTHHOTOG).
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Ye i epoppoyn [MAnBomopiopnod o okomdc vVmoapéng g mpénet vo. cvuPadilel pe ta
eVOLPEPOVTO TOV cvupeTEXOVTOV. Otav emopévmg dnpovpyeital po. Kowotnto omod
avOpOTOVG UE KOWVA EVOLPEPOVTO TOL OVAYVmPILovV TN TPOCEPOPE GTO GUGTNLO VT
Kot v a&la mov dtvovv aALd kot AapBdvovy and avtd Ba BeAcovV Vo ATopaKPOVOLV
6Aovg ekeivoug mov Ba BeAncovy va ekpetadlentobv T0 cvotnuae. H dvvaun emopévag
TOV €VOOYEVI] KIVIITPOV KOl TNG VTOPENG KOWOTHTOV GLEAVETOL OPOV QOIVETOL MG

oLUPEALOVY KOt GTY) OLACPAALCT) TOL VYNAOD EMTEIOL TNG EPOUPUOYNG.

Ot ovvevtev&oldpevol OU®G avaeEPONKAY Kol 6€ KOUUATIO. LE T Omoio €xet
acyolnbet n péxpt todpa  PipAloypagic. Ov unyovicpoi Voting kor Feedback
vrnootpileton mwg Ponbodv Oetikd ko pmopovv va emaAinfedoovv oo GAA®V
xpnotav. Onwg mpoteivouv kot ot (Snijders et al., 2014), ta péAn evog TAnbovg pnopovv
va Adovv THVTOUG Y1 TN GLUUETOYT TOVS OTr dladikacio emaindsvong pésm tov voting
OALG KOl TOV OYOAGUAOV, €V UTOPOVV VO KEPSICOLV Kol Topdonuo ywo kaoe
emowodountiko feedback. Or LaToza et al. (2013) eniong vrootnpilovv nmg ot amovoun
TOVTOV TPETEL VO OVTUTPOSMOTEVEL TN OOVAELL VOGS ATOLLOV, GE GYECT KoL LLE T TTOLOTNTO
KOl HE TN TOGOTNTO OV €YEL TPOoPEPEL. Me avtdv Tov TpOTO KATOLOC pUmopel va
napoakvnOet yio va BeEATIOCEL TNV TO1OTNTA TNG SOVAELAG TOVL TPOKELUEVOL VoL avEPEL 0N
Babuoroyum kAipoka. Tig apeiPorieg mave otovg punyavicpovg feedback eE€ppace o
Founder tov Ux Prodigy toviovtag mmg ot idtot kakOBoviol ypnoteg pmopoldv va
TAPEXOVV TAPOUTAAVNTIKEG TANPOPOPIEG TPOG AAAOVS YPNOTES, KADIGTOVTOS To MG O)L

Kol T000 a&lOTIoTO PLEGA.

Muw evdwpépovca dmoyn emmdnke amd tov Epgvvntr tg Eltrun o omoiog
vrootpilel Tmg 1 [Toyvidonoinon dev mpémet va ypNoYLoTotEiTal Yo vo. TIH®PEl ToikTeg
pe agaipeon mOVIeV oAAG pe amAd TAY®UL TOV TOV ETAOAOV 1 TOV TEPUTEP®D TOVI®V
nmov pmopel va AdPet. Onmwg tovier 0 va ypnowonoleitor por Betikny évvola mov
TPOGPEPEL O1OKENON, Y10 TN ONUIOVPYiL apyNTIKGOV cuvarsOnudtov avopel v id
mg Vv vmopén. Mo mdyopo evepyeidv pdder kou n Gamification Consultant g
Octalysis Group mpoteivovtag mapdAinia Kabopiopd HETpKOV Pdon tov omoiwv Oa
opifetar n amodektn mowdTNTO dedopévarv. Xtn PifAoypaia 1 apvntikn Pabporoyio
ocvvavtatal ovyva omwg otovg (Kapenekakis and Chorianopoulos, 2017) ot omoiot
YPNOUOTOINCAY TNV TEYVIKY OVTH YOPIG OU®MG 1 apvNTIKOL TOVTOL Vo EEMEPVOVV TOVG

Oeticovc Yo va punv amoBappbvovy tovg cvppetéyovtes. Ov Bousios et al. (2017)
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avOPEPOVTOL OKOUN KOl OTN AEEN «TILOPloy TPOKEWEVOL VO AToBoppiVOVY TOLG
KOKOBOLAOVG TOIKTEG, KATL EVAVTIO oTO Aeydpeva Tov Aovvn. Ot Pothineni et al. (2014)
xpnoomoinoay ot UEAET TOVG TNV  oa@aipeon mOVTOV eKOETIKO OOTE Vv
dNuovpyncovy éva £viovo cuvaicOnua omdietog. [Ipdypatt ot TakTikég ovTEG pmopet va
amodidoVV 0 GLYKEKPLUEVOLG KOKOBOVAOLS pNOTES, OU®S 1 aicOnom g daokédaong
KIVOLUVEVEL v avTikatootadel amd 10 @O0 TG OmMOAEWG, OKOUN Kol GE adVVOALOVG
naikteg yopic kakodfovreg mpobécels. H 1coppomia mov mpémel va tnpn0el o t€To1Eg
TEPWTMOOELS €lval capdg vyiomg onuocioc. Avti v exbetikn peiwon woéviov 0o
umopovse va vrdpéel ekBetikr avEnon tov ¥POVOL TAYM®UATOS, YPOVOG GTOV OToi0 Ol
vrdAourol aikteg Oo amoAdpPavay rewards kot TOvTovg avePaivovrog v KAipako. Me
avtdv tov Tpomo 1o aicOnua ™g “tipopiag” Oo Emalpve MO MW HOPPT GTOVG

GULLUETEYOVTEG.

"Evag e€loov evolapépov Tpomog SLoc@AMGNG TOL EMUTEIOV TOV CLUUETEYOVIWV
glvart 1 mpoamaltoOUEV] ONAMOY KATOW®V OTOWEIMV Yol TNV E00Y®MYN O U
mhateopue. H UX Designer mpoteivel v emPefaioon ypriotn pe kémolo Aoyoplocpo
oe social media evdd o CEO g Owiwi péow kdmoto gpotnuatoroyiov 1 quiz. ['a m
YPNOT OLTOV TOV TPOTOV TTPEMEL TPATA VO, EEACPAAILETAL TWG O GTOYOG TNG TAATOOPLLOG
umopel va ikavomomBel pe v €160ymy| OTOU®OV HE GUYKEKPIUEVES YVMGELS KOl OO
ocvykekpipéva medio. Atapopetikd eivor mbavd vo amokAEGTOOV ¥PNGTEG Ol Omoiol
UTOPEL VO aVOUV YPNGLLOL LLE TOVG TTOPOLS TOV £X0VV Vo ddcovv. Ta social trust metrics
(HETPIKEG KOWMVIKNG EUMIoTOCHVNG) Tpocdlopilovv v aflomotic TV YpnNoTaVv,
YPNOUOTOIOVTOS TN NUN 7oL TPOoNABe amd AAAOLG TOPAYOVTEG UE TOLG OTOIOVLG
VIapyYEL por Tponyovpevn oAinienidopaon (Distefano & Rodi, 2017). H mpdtaon tov
olAnt) 0nwg eivan epeovég omnpilel tov €leyyo mowOTNTOG GTO reputation/@run evog
yprot. H onun sivar yvootdg deikng a&omotiog o cvotiuata [TAnBomopiopov.
YuvnBwg cuvavtdtal pe popen amodnkevong evog Tpopil tov ypnotn mov yriletol Katd
TN OGPKELD TNG GLUUETOYNG TOV KOl TPOTOTOLEITAL OVOADGYMG LE TIG KPITIKEG OV EXEL

dexBel yio T dovAerd Tov (Pouryazdan et al., 2016).

Dduoikd 0 KAAGGIKOG TPOTOG TOV EAEYYOL TOL TTEPLEYOUEVOD OO TOVG OLOXEIPIOTESG TOL
OLUCTNUOTOG OVOPEPETOL OO TOVG OMUANTEG GE MEPIMTMOELS TOL VTAPYEL OVAYKN Yo

eeldtkevpévn yvoon. Zn yvootn thateopua eEdirov g Wikipedia, o €édeyyog yiveton
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o€ peydao Pabud amd v opdda GUVTOKTMOV Kol SLEPICTOV oV £pyaloviol yio va

dtopbdcovv Ta Aadn Kot Ta Oota TpoPAnpata tpokvyovy (Nakatsu and lacovou, 2014).

5 Enihoyog

AvoArdovtag Tic cuINTNOELS IE TOVG E101KOVG 0TO KOs B Tov mposkuye LECW
¢ BipAoypapikng Emiokdénnong, sivan govepd mAéov kamota onueia Ta omoio pmopodv
vo xpnoponombovy o¢ onueio-kAedd omd HEAETNTES, OPYOVIGUOVG 1| OXEOIOOTEG Ol
omoiot Ba mpoomabncovv va dnuovpynoovy €va Gamified cvomuo ITAnBomopiouov.
210 GYNUO. TOV TOPOVGLALETOL GTO TEAOC TNG EVOTNTAG £YVE U0, TPOOTAOELD AmOd00NC
tov onueiov-kKAe1ov(Tips-Zvoppoviodv) oe éva oyedidypapupa to omoio Btel to KAbe
éva amd ta Oépoto mov ocv{nmMOnkav o610 avticToro oNuEl0 NG OOIKOGTOGC
Yyedopot. Kabng 1o oyfua peletdton dev mpénetl kaveig va Eeyvlel mwg eivor o
JLdKAGI0 ETAVOANTTIKY OTOVL TO EMUEPOVS oNueia TPEMEL VAL £IVOL GLVEYDG GTO HVOAD
evOg oyedlaoT, aeob 10 Bépa eivor TOAVTAELPO, KavoOPYLO0 GAAL KOL TPOGOPUOGILO
oT1g avtiotoryeg ovvOnkec. To mAaiclo avtd emiong agopd kabopd tov KOKAO TOV
Eexwvdel amd to onueio mov €yel amopaciotel mwg Ba ypnoyomomBovv AVCELG
[Moyyvidomoinong kot mepropiletar ota dpla EQAPUOYNG TOVG XOPIG VoL EUTEPLEYXEL OLEG TIG
mbavég okomég oyedloong €vog ovotnuotog (Omwg teXVKA omnueia, oTpOTNYIKY,
avVOAVON CTOY®V KTA).

H dwdwoacioo mov mpoteiveton Eexwvder pe m Pacikn epodtnon “sivor Avom
Gamification;”. H gpotnon avtr| tpénel va tibeton kdbe popd mov yivetal o oyed1acroC
evog ovotiuatog mAnbomopiopov (ki GAA®V) a@ol M avdykn yw  mwopokivnom kot
déopevomn ypnotav Oev onuaivel omokAsloTika oG Ba yivel ypfomn  UNYOVIGUOV
nayvidonoinong. Otav 1 amAvTnon 610 TAPATAVE® EPATNHIA eivat vat, EEKIVAEL VTOUATO
évag KOKAOG Onpovpyiag, Kota TNV SipKeELR TOV 0oiov 0 oyediaotng Ba AdPel vToOyV
TOUG  OLOPOPETIKOVG TOPAYOVTEG, TOVG ONOiovg evdgyouévmg Ba  ypelaotel va
avafE®PNGEL TPOKEUEVOL VO ATOOMGEL TO GOGTN LA TOV.

Ot o16)01 €vOC GuoTHHOTOG OM®G PAvVNKE TOGO amd v PiAoypagio 660 Kot
Omd TIG OMOVTNOCELS TOV GUVEVIELEEMV &lval OAANAEVOETEC HE TO TEPLEXOUEVO TOL
oLOTNOTOG o€ KABe KoppdTt Tov. X®PIG TOVG GTOYOVS VILAPYEL LEYAAO pioKO 1 YPNOM
OTOLOVONTTOTE UNYOVIGUOV VO UMV OTOOMGEL 1| VO QEPEL OMOTEAEGLOTO, TOV VO PNV
Kavomolovv tov 1eMKO okomd. Ot otdyor mov opilovtar pe Pdaon v ovaykn Tov
ovoTnuatog £xovv Tomobetndel wg Eexymplotn ovidTNTO TOL AV KOl POIVOVTOL OGVVIETOL
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Bpiokovioar otv kopven Y. vo vrevBvpilovv oTovV  oYedlooT] TNV GLVEXN
TopaKoAovONon tovg. Agv yivetor AETTOUEPNG OVAAVOT] TOV GTOY®MV Kol GOVOEST TOVG
HE TNV VAOTTOINOM o VIO0moinonGg, apov oTO TO KEQAANO amolTel Eexymplotn Epevva
Kol avamTuén.

"Evag ypnotng yio va cuppetéyet o€ €va cvatnua IIAnBomopiopov pénet va €xet
KAmo1o 6QeA0g. ATO TN HEPLA TOL GYEOIAGTN 1 €VPEST OAMV TV KIVITHPLOV SUVALE®DY
ov Ba decpevoOLVY TO TANOOC Y1o. GUUUETOYN, EEKIVAEL UE TNV EVPECT] TWV SVVNTIKDOV
xpnot®v. Me avtov tov tpdémo opilovtar ot Personas, IIpopil Xpnotomv mov taiptalovv
LLE OTOVG TTOV TEPIUEVEL TO GLGTNIA VO AVTOTOKPLOOVY. AKOun Kot av eivar éva project
avolytd OTO KOWO KOl pHE Alyo TPOOTOUTOVUEVO, OEV TAVEL VO LRAPYEL M AVAYKN
avédivong tov. Ta mo dvvatd o@éAN mOL OMOKOUIGE O E€PELVNTNG TNG TAPOVGOGC
gpyaciag, mapovstalovial 6TV avticToryn ovioTnTo ®cTe Aapfdvoviar vwoyn oIV
petémetto. emioyn unyoviopov IMoyvidomoinong kot opdng ypnong tovs. Ta opéin
ocvvdéovtan aueco pe ta Evdoyev) kar EEwyev Kivntpa ta omoio kot pmopodv va
avantuyBobv mepaTEP® KAODS KOl Vo KatrnyoplomomBovv. Av kol To Oplol LETAEL
KvNTpov givol acaen elvar Kpicio vo avayveoptotovy 0lo ekeiva ta onpeio mov Ba
evBappHvouy To TNyaio EVOLOQEPOV TOV XPNOT®V, EVEO TOPdAANAa Vo xpnoipomom oy
Kol GAAOlL Tpomol emPBpafevong ywo TNV IKOVOTOINGTN T®V YPNOTOV HE UELWUEVO
EVOLAPEPOV.

Ta kivnTpo/émabio O1KOVOUIKOV YOpaKTAPO TOV aviKovVv ot e£myevn KivnTpa
avaeépOnkav évtova otn BifAoypagio kot epguvnOnkay mive 6e eQapproyEC e oKOTTO
v amodelEn ypnowdttoag tovg N un. o tov Adyo avtd mopatédnkav ¢ éva
Eexoplotd KOoppPATL MOTE v givarl oty guxépela. TOLv oxedlaoT T0 av B mpémer va
ocopmeptAneBodv N Oxt. Ot omOYelS 1060 TOV OKAONUOKOV OGO KOl KOl T®V
ovvevtev&lalopeveoy  SUoTavVTaL 0QOL €K TOV TPAYUATOV TO YPNUATIKE KivnTpa
Bpiokovron amévavtt and 1o Gamification aAAG Pmopodv Vo EVIGYVCOLV TN OEGUEVON
atopev v ocvotiuate [TAnBomopiopod. Avd mepmmtdoelg kol €pOGOV LRAPYEL M
duvatodtto, evogyopévmg va Bempeitol yprioo axdun kot o¢ ££Tpa Topakivinon va
XPNOYLOTOLOVVTAL.

Or Mnyovicpot ITouyvidomoinong mpoteiveton va givol amoTéAecUa EPELVAG
KIVITP®V Kot Oyt pia Tuyoio ETA0YN oToyEimV Tov oAl amodelynkay amoTeEAECUOTIKA
o€ GAheg vtoBéoelg. Ot TPOTACELS UNYOVICUDV KATVOLV KLPIMG TPOS TNV TOIKIAOHOP@ia

TOV TVOIK®OV KotdtoEng, ®ote OAOL Ol GLUUETEYOVTEG Vo oucBdvovtor ikovol va
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TPOYWPNOOLY, VM TOPAAANAQ TpoTEivETOL KOl 1) ¥pon aeNynong wotopiog n onoio
umopel va amotedécel v évoon oe OAn v epappoyn. H Kowwvikoroinon
tomofeTONKe KAT® amd TOVG MNYOVIGHOVE KOl WG CUVEYELD TOV GTOLEIMY QLTMOV TOL
TpoTEIVETAL VO YpnoLorombovy 6e £va GuoTNA Yio TNV evBAppuven Tov aucHnuaTog
¢ Kowotntag. O Adyog mov dev TomofetNONKay WG PEPOG TV VTOAOUTOV LUNYOVICUDV,
etvat n onuavTikdTNTO TOL BEUOTOC KO 1) TPOGOYT TTOL TPEMEL VO, dIvETOL 6T dnpovpyio
Kol Ol TP o KOWoTHteVv 6€ cuotiuata [IAnboropiopov.

H moivtta tov Aappavouevov dedopévov tapatifetor oyt g ovtoTnTo 0AAL M
YeEVIKEG OLUPOVLAES (eKTOG TANMGIOL) OEOV TO GCLUTEPACUATO 7OV TPOKVTTOLV
epapuolovv og KAOe Eval amd oL TPONYOVHEVA PHOTO KOl LTOPOVY VO ETNPEAGOVY TNV
amoeaot Tov oxedlaot. H dtacediion g ypnondmrag tov mopmv Kot 1 eEac@aiion
LG VY1006 KOWVOTNTAG COUOOVA LE TO EVPNUATO TPETEL VoL AapPaveTar VTOYN OGTE va
amopevyeTon Kabe €idovg avemBOUNT evépyeto 1 amotédeoua. Ot 1610t ot punyoviopol
OV (PNOLUOTOIOVVTOL TPEMEL VO, TPOPAETOVY TG avemBOuNTeg €VEPYELEG Kol Vo
cuupdrriovy oty eEdretyn| Tovg. Eivan emopévag Bacikd otoryeio g dadtkaciog Omme
aKpPOG Kot 01 6TOYO1 Kot TO KOpUATL avtd Tpénel va vroroyileton o€ kGbe Pripa.

Onwg avapéptnke kot mponyovpuévag n dadikacio avt) givol SuvouKn pe To
Pruata vo emavegetdlovtar Kot va TPocopuoloviol avaAdY®S TIG OVOYKEG OV
npokvTTovy. 'Evog oxedlaotng umopel va ETAVEPYETOL GE TPOTYOVUEVO KOLLLATIO KoL VoL
Kéver aAlayés cOpeova pe véa ototyeio mov mpokvmrovy. [lapdia avtd mpémer vo
dtvetar TPocoyn OTIG AALAYEC TTOV OPOPOVV TOV TPOTO AEITOVPYING TV UNYOVIGUAOV OO
™ otryun mov 1o gyxeipnua Oa tebel oe dpdom ko Emerra. Kapid adiayr oe fabpoioyieg
kot leaderboards dev mpémetl va yivetan av mpdTa dev yivel Epguva TAVE GTIG AVAYKES TOV
ypnotdv. H avatpopododtnon(feedback) g wowdmrag eivon évag ypnoyog tpodmog
GLALOYNG TANPOPOPLOV Y10 TIG AVAYKEG TOV GLGTNUATOG KAOMDS Kol 1 TOPaKOA0VONoN
TOV TPOTOV JSAOPACNG TOV YPNOTOV HE TO ovotnua. Ov oddayég mpémel emiong va
yivovtal opyd Kot pe cagn TPOg TOV XPNOTN TPOTO, MCTE VU UNV TPOKAAEGOLV TNV
amocvpon Tov. Elvarl copd kot mpoteivetor and tov epevvnTy, ot aAAayEG va, apopohv T
JLEVKOAVVGT] GUUUETOYNG KOl GAADV OLAO®V XPNOTAOV, OTWS Yot TOPASELY L 1 OVAUELEN
Kol GAL®V KALdKoOV Babpoloyidv | n ewloaymyn badges yia wo addvopovg 1 0uvatong

XPNOTES, OVOAGYOS TNV ovaryK.

82



r 4 . .
Eivair Avon Gamification;
Yrmépyet aveyin mapaxiviong £pTcTeV 710, TEPOITEPE CVUUETOHM;
Yadpys avdyxn yu TCh.0KT)/ BEGLLELGT) TEPAITAVE ¥PNCTOY;
Yrdipysr avayxn ro dicpsvon ¥pnotay 1o peyeidispo ypovikd fdotnuo;
Ymdpyet avéryin yio mo 2513 1Eu Vo Kove;

Personas/
Xpnioteg

Zréyxo/Goals

4 N
ODPEAH XPHXTON XPHMATIKA KINHTPA

IIpocoyn otn xpnon - Mewdvouy to
TNYOL0 EVBILQEPOV TMOV ¥PNOTOV
ZOVTOUN CTOYEVUEVT] XPNOM Yot TNV
MEPUITEPM TOPUKIVIIOT XPNCTOV 1 Y1a
TNV TPOCEAKLON OUASOS ATOUMY OV dEV
deiyvouv kdmolo myaio evdiaeépov
AVTIOTO{YNON OIKOVOUIKOD KIVATPOUL UE
TN CNUGVTIKOTNTO TIS GUVELCPOPES

AmnékTnon oSlog HEGH TNG GLVELGPOPAG
Avayvoprowomte/ Tviioyn Emrsvyudtov
AVOLovT] O1KOVOLUKOU OVTOAAGYHATOS
Kowmvikoroinon
Avdantusn seSrotTmv
AlwaakEdaon

Intrinsic/Evéoysvi Kivntpo — Extrinsic/EEwyevi Kivntpa
{":L—|

>To evSoyevr] kot eEwyevr} KivnTpa aopolv Tov KABse GvOpWIIO XWPLOTA Kol SV TIOPOPEVOUY
oTaBepdt

>H guppeTox EVOG ¥pNOTh O £va UOTNUO AOYW TINYQioL eVSLAPEPOVTOG Kol 1N S1aTpnaon Tou
evSloupepovTog oTOU KaB'OAn Tn SiapKelo evOg EpYOU EIVAL TO TILO ONUOVTIKO KOPUOTL

>H emPBpafeuon ohAd KoL N IKOVOTIOINon ovaykwy ToU Xprotn o cuvdéovtol pe efwyevr
KivnTpo pumopsei va evio)0ceL Tn SE0PEVTN TOV XPHOTN

Mnyavicpoi Gamification

>Emineda oToug Mivakeg Katatagng

> AlCPOPETIKOL THVAKEG KATATAENG VIO SIOPOPETIKEG KATNYOPIES TIOMKTWV
>ATIOVOUN TIOVTWY aVaAOYWE HE TNV CUVELCPOPA

>ATIOKPLYN TIOVTWY TIOU GTTOUEVOUV YLIO TO ETTOUEVO eTTiTIESO

>YTevOUION TIOVTWY HOVOo OTav €vag XPHOTNG TMANCIALEL TO EMOMEVO £TTITIESO
>Story Telling kot epmmAokn wotoplag os 6Aa Ta anpeio evog project

>Amovoun badges ywa ikavotoinon Tou oTolxelov TNG AVayVWPICIHOTNTOS

KOINQNIKOMNMOIHZH

>AnMIoupyia KOWOTNTOG

>Forum/ Chat ywa ouvexgq feedback otov xpriotn
OAAG KOl OTOV (810 TOV OpYQVIoHO
>EmBpdapevon padlkng ouvelopopac/
EmBpdBevon opddag xpnotwv

> Kowwvikd ETtevypata

MOIOTHTA AEAOMENQN / KAKOBOYAOI XPHXITEXZ

> Anploupyic IOXUPWV KOWOTHTWY (ATOHC HE KOWA EVOLOPEPOVTO)

>Mnxaviopoi Voting/Feedback - cuotnpa crtovopnic moviwy

> Maywpa EMPPOBEVOELWV KOL TIOVTWY O£ TIEPITTTWAJELG KN 0pBng Xpnong

>Emipepaiwon otolxeiwv xpriotn péow @oppag i emiBefaiwong social account elSIKG O TIEPUTTWOELG OVGYKNG
eEeISIKEVPEVOL TIPOGWTILKODY

>EAEYXOG TIEPIEXOUEVOL OTTO SIOYXELPLOTEG TOU CUCTHHOTOG

2XEAIAZMOXZ GAMIFIED
CROWDSOURCING XY2THMATOX
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5.1 Xdvoyn kor copmepdopata

Kdébe Ogpotikny evomto  mopovcioce  evolopépovta  oTolyelo mov  glte
emPepaincav ™ Biproypagio eite mapovsialov vEOLS TPOTOVG OVTIUETOTIONG KATOI®V
TpoPANUATOV. ZTNV TPooTaOeln aveEHPESTG TOL OPEAOVS TOV YPNOTMOV TOV GLUUETEYOVLV
o€ éva ovotnuo [TAnBomropiopov, n a&io Tov amoxtd Kaveic LESW® TG GLVEICEOPAG Eivat
o mupnvag tov Béuatoc avtov. To Betikd otoyelo mOL MPOKVITEL OO AVTO TO
ocoumépoopa glval TG ot avBpwmol moapakvovvtal dupeco omd evOoyevr aitior Kot
aVTOUATO KOTOVOEL KOVEIC TG 1 PAoT 08 TEPMTOCELS GYEOIOGLOD TETOUDY GUGTNUATOV
TPEMEL vaL Olvetarl 6TV gvioyvon ¢ Tnyaiog ovaykns yio. GLUVEICQOPA TV ypnotev. H
AVAYVOPIGILOTNTO OV UTOPEel va KePOIoEL Evag ¥pnomns amd avt T ddikacio 1 o
omolodNmote AALO KEPOOG Tpémet va Aapfdvovtal e&icov vTdyn Kot va ovTipetomifovrot
HE Hopeeg amddoomng endOA V. Av Kot avaeépnke omd Evov HOVO OANTY, 1 avAaykn Yo
OoKESUON HECH TOL YNOuKoL KOopov Ba émpeme va AopPdvetor vToyn ®oTE vo
oxed1dlovtol ADGELS TOV UTOPOVV VO, EVIGYDGOLV T GUUUETOYXN UEYOADTEPOL TTANBOLG
aTOp®V.

Ta evéoyevn kot e€wyev Kivntpa cuvavtnOnkay and v Tpdtn KOAog Bepotikng
evotra. Avtd ov Eeympioe 010 BEUA AVTO NTAV 01 SIUPOPETIKEG OMOYELS TOV OLUANTOV
OGOV apopd TN xpon N O)l TOV ZVUTEPLPOPIKAOV OempldV 0& TEPIMTMOGELS TYEOIAGLOV
tov efetalopevav ocvotnuatov. Mo kdmowovg opidntég sivar onpAvIIKO Vo TIC
ovpPovievetal Kavelg Kupimg Yo T0 KOUUATL TNG ETPPONG TNG CLUTEPLPOPAS TWOV
EVOLLPEPOLEVMOV TOV GLGTILLOTOG LEADV, EVOD Y10, KATOLOVS AAALOVS OEV TPEMEL VO VILAPYEL
TPOCKOAANGN GE OVTEG, OAAG eTAOYY| €merta omd KPTikn okéyn. Opoewvio vaipée mg
TPOG TNV SNUOVTIKOTNTO TV EVvOoyevi) TapakivnTik®v mopaydvtomv Kot T Tpocmadsia
evioyvong tovc. o 6covg ypnoteg dev mapovcstdlovv AUeso mnyaio evolapEpov M
TAPOVGLALOVY EVOL LELWUEVO EVOLOPEPOV LLE TNV TAPOSO TOL YPOVOL, TPEMEL VAL VILAPYOVY
unyoviopoi mov Ba AapPavovv vmoéym tovg EEmyeveic mapdyoviec. Ov emyeveic
TAPAYOVTEG 0pOpovV OAa Oca umopel vo «kepdicew Evag ypnoTng amd Tr CLVEIGPOPA
TOV KOl Kupiwg omodidovian e popen emdbAwv Ko pumopodv vo Bewpnbodv wg E&tpa
napakwntikol mapdyovieg. Ot €€Tpa avtol mTapdyovies €ival oNUOVTIKO Vo VEIGTATOL
E0IKA OTOV pE TNV TAPOSO TOL YPOVOV, Ol OMOLTHCELS TOV YPNOTAOV aVEAVOVTAL Kol 1|

OEGLELOT) TOL EVOLPEPOVTAC TOVG YiveTol OAO KoL TTO SVGKOAN.
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e neppdArovta [TAnBomopiopov 1o aicOnuo g pdlog kot g kowvdtnTag givarn
Baokdg mapdyovtag Kot Tupivag tng 1o e €vvolag. H kowvwvikomoinon wg péco
evioyvong g HaKpoxpOVIaG OECUELONG KOl GLVEYNG OVOTPOPOOOTNONG UTopeEl vo
TPOGPEPEL TAEOVEKTNIATA TOGO GTO 1610 TO A0S 660 Kot 6ToV opyaviopo. Ot ypNoTeg
OV OmOTEAOVV TO TANB0G Yvopilovv dtopa pe ido evolopEépovta Kot polpdloviot 10€eg
KOl EDPNHOTO, EVE Ol OPYAVIGUOL OTOKTOVV EMYV®GT TOV GLGTHKATOG TOVG. Ot OpUANTEG
TOV  oLVeVTELEE®Y  NTOV  COUPOVOL OGOV apopd TV ONUOVTIKOTNTO  TNG
KOW®OVIKOTOINGoNG eV TPoTEIVOLY TpOTOVS HalIKNg emPpapevong Yo TNV evioyvon Tov
a160MUaTOg TNG GLALOYIKOTNTOG, TO 0Toio Ba 0dNYNoEL oe ENGN TOL TABOVE Kot TNG
OEGLEVOTG TOV.

H Towyvidomoinon ypnoyomolel pnyavicpovg e Tovg omoiovg pmopel va
TOPOKIVIGEL TO EVOPEPOV VO yprotn. [lpénel va ypnoomolovvtal pe cbveon kot
Wwitepn TPocoyn MOTE M S10GKESACT] KOl 1| GLAAOYN EMITEVYUATOV Vo unv yivetol
avtookonds. O apykods okomdc kabe cvotuatog mpenel v, eEumnpeteital HEow TV
pnyoviopmv kot ovtd pmopel va emtevybel pe TIC TPOTAGES TOV OMANTOV TOV
ouvevienEemv kabdg kol pe TV gpguvntav g Bifloypoeioc. H  onmupovpyio
SPOPETIKOV KMUAK®V 6cov apopd ta leaderboards Bempeiton pia £Evmvn TaKTIKN Yo
TNV EUTAOKT YPNOTOV HE OlapopeTikd emimeda yvmoewv. To Story Telling mov dev
avaeépinke 1o 1010 €vBeppa and GAovg tovg opAntég Bewpeitor amd T PAoypagio
éva duvatd yopti T0 omoio pmopel va OpAcEL WG GLYKOAANTNAG TOV GLGTHLOTOG Kol LEGM
avtoh va dnuovpyeitonr por wotopion pe duvatd ototyeia Kot PE TPOOTTIKEG £EEMENC
AVOAOY®G TOV ATOLTCEWMV.

210 B¢pa tov Xyedacpod evog Crowdsourcing cvotipatog Pacikd Prpa eivor o
opwopOg oTOY®V Ko M dwthpnor] tovg Kab’oAn 1t owdikacio. H avéivon tov
SVVNTIKAOV YPNOTOV UTOPOVV VO ODGOLV CNUAVTIKES TANPOQOPIES Y10 TO TS TPEMEL VO,
dpa To cVLGTNHO KO Yio 0VTO dev Tpémet va, mapadeinetal. H dradwkacio avtr enmnpedlet
OPKETA Ko To user interface mwov av dev elvatl opOE dopunpéVo e EDKOAEG KO KOTAVONTEG
oo 10 XPNoTN Sudkacies, UITopel va amoTHyEL TAPOAN T COGTH TPOoEPYaTic. AV Kot To
CLGTHWOTA AVTOV TOV £i00VG ivar duvapkd Kot LeTABAAAovTal Oev TPEMEL VoL YivovTal
OAAOYEG YOPIG TNV avaTpoPodOTNon Tov TANHoVE, apoy 0ToldTOTE ANy UTOPEL VO
EXEL OPVNTIKEG EMITTAOCELS GTNV GLUUETOYN TV xpnotdv. Ot pepovouéveg cuUPovAég

ov dOONKOV Amd TOVG OMANTEG EMNPeAlovy ovolaoTiKE KiBe Bepatiky] evOTNTO TTOV

85



AVOADETOL GTNV TTOPOVGO EPYOCIN Kot Y10 aVTO evodbnkov OAa KAT® omd T0 TPIGH TOV
oXEO10GLLOV.

2 Bepotikn evotnta tov Xpnuotikov Kivntpov vanpéav S1apopeTikés amoyels
oV oTnpiydnkav amd Toug opANTES. o KAmolovg 1 amdd0on YPNUATIKOV ETAOA®Y MG
arolnuimon yw To ¥poOvo OEGUEVOTG TOV ¥pNoTdV eivor o dikoun avioiiayn. o
KAm0100G GAAOVG TO OIKOVOUIKO KOUUATL £PYETOL GE AVTILOYi e TOV {10 TOV OpIopd NG
[Toyvidomoinong kou wpémel va amoevyetal. H evaliaxtiky) mov mpoteivetan givor ot
EUUESOL TPOTOL YPNUATIKNG omolnUimong, OTME KATOLo KOLTOVIN, GUVOPOUES 1) Kot AALNL
OV TPOKOAAOVV TO EVOLOPEPOV TOL ¥PNOTN Kol pmopovv va ennpedoovy wg Ewyeveig
napoakvnTikol mwopdyovres. Emiong ta ypnuotikd xivntpa pmopodv va yivouv ortio
EKUETAAAEVONG TOV GLGTHOTOS OO YPNOTEG TOV avalNTOVV TNV OOKTNGT) TOVG e KAOE
TpOTO.

H moidtra dedopévov glvarl apketd onuavtikd KOUUATL Kol 0VATOCTOGTO O
mv OAn Sdikocio eWdwd oe mepifariovta [TAnBomopiopod. 'Eva karooyedioouévo
GUGTNULO LE XPNOTES TOL EMOEKVOOLV TINYaio eVOLPEPOV Y1a TO Pactkd avrtikeipevo Ba
TAPAYOVV TOWOTIKO TEPLEYOUEVO, EVD OO AVOPEPOLV Kol Ot cvuvevtev&laldevol, ot
avemBounrtot yproteg Ha amopakpuvhodv amd v vapsén pag duvatig kowottag. Ot
EGMTEPIKOTL UNYOVICUOT OVOTPOPOSHTNONG EVOG GLGTHIATOG EYIVE AVTIKEIPEVO cu{NTNONG
av Kol eKepacTnKay ouelBoMec g mpog v ophdtnTa TG XPNONG TOLS OAAL Kot TV
emoAnBevon tov winv. Evoweépov mpokdiece n dmoyn mwg 1 TIHopio OgV TPEMEL VoL
YPNOUOTOIEITOL MG EVVOLD Y10l TOV TEPLOPICUO KOKOBOLA®V YPNOTAOV 0pOV OEV GLVADEL
pe ta Betikd cvvasOpata tov ekmpocwnel  ypnon g Hayyvidonoinong. H Avon tov
TOYOUATOG €MAOAOV Kot mOVIOV Beopnbnke mo oot ond TOVG OPUPETIKOVG
unyoviopots. Xe kdbe mepimtoon kot 6mov ovtd glval €PIKTO 0 EAEYYXOG T®V
CLVEWCQOPAOV TPEMEL Vo yiveTonr kot amd Tovg idovg tovg Crowdsourcers yio 1
SlGEAAoN TNG TOLOTNTOC.

210 1660 Kavovpyla avtd media tov [TAnbomopiouot kat e [oyvidomoinong, n
povadikn otafepd @aivetor vo gival mog OAo €£0PTAOVIOL OO TIG OMOLTNGELS TNG
ekdotote gpapuoync. O kdébe oyedlaotg TPEmel va TPosopuolel T0 GUOGTNUG TOV Kot
OA0L TOL KOPUATIOL TTOV TO AOTEAOVV, COUPOVO LE TOVS GTOYOVG Kot To TANB0g mov BEAEL
va Tpoceyyioel. Xiyovpa £va cvotnua mpénel va eEeliooetan poll pe v Kowvotntd tov
Kot v, U Hével otatikd. Ot avaykeg TV ¥pnoTav 08V UIopovV Vo, LEVOVV GTOTIKESG Kot

0. 0PéAN mov Bo avalntovv amd éva cvotnua [TAnBomopiopod Ba petafdiiovtal pe
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OTTOTEAEGLO, VO, YAVOLV TO EVOLPEPOV TOVG OV OV tKowomotovvtot amd ovtd. Ta Epya
[TinBomopiopod pakpoypOVIOL YOPOKTNPO TPEMEL EMOUEVOG VO, OVTILETOTILOVIOL MG
duvoptkd mePIPAALOVTO Kol va. TOpaKOAOVOOVVTOL MOGTE VO, SLOGPAAILETOL 1) CLUUETOYN

K0l 1) OEGLLEVGT TOV ATOPAITNTOV Yia T AELTOoVpYia TOVG, TA00LG.
5.2 'Opur Ko TEPLOPLopol TG £PEVVOG

H mopovoa épsvva og pépog g AumAopatiknig Epyaciag yiou tnv oAokAnpwon
Tov Metamtuylokod Tpoypdupatoc, £€0ete amd povn e €va ypovikd mepropiopd. Mia
TOWOTIKY €pguva Tve og éva TG0 kovovpylo Béua elvar amd poévn g SUGKOAO va
Tpaypatorom el apov Ta ATOHN TOV ACYOAOVVTOL LE TOV GUYKEKPIUEVO KAAOO glval Alya
Kot BplokeTon otn KN TOLG gVYEPELR TO av Kot TOTE Ba LTOPEGOLV VO GUUUETAGYOLV
otV £pevva. Amd TO YEYOVOS OVTO KO LOVO UTNKE EVOG TEPLOPIGLOG GTO AITOLLOL TOL OTTOLN
POV UEPOG OTNV £PELVO TTOV TPOEPYOVIOL KLPIwG omd tov EAANvViKO ydpo twv

EMLYEIPNOEWV.

H mopovca epyacio ypnoyomoidviag v teyvik ¢ Ogpatiky Avdaivong
avantiynke moveo o BEpato mov e&nydnoav and ) péxpt topa Bifroypaeia. Ovragn
np®TN Tpoomabeln g DOTNTPOG Yo OVAALGT TOV GLYKEKPLLEVOL BEpatog dev
emA&yOnkav epothoelg pue Pdon mponyodlUeVN TPOCHOTIKY TNG eUmelpio aAAd pe Paon
TOV ATOTELECUATOV TPOTYOVUEVOV OVOYVOPICUEVOV LEAETMV. X& HEALOVTIKY GAOT), Ol
€PELVNTEG UopoHV va KtvnBobv Tpog Eva amd T Tapamdve BEHaTa Kot Vo T0 avaADGoLY
pHéca amd TEPULTEPM TOIOTIKEG EPEVVEG, Ol OMOIEC €lval YPNOIUEG OTNV EMGTNOVIKN

Kowdtnta Tov acyoAeiton pe To Gamification.

Me G&ova to amotehéspoTo TG £pguvag umopel emiong va yivel (o tpoomdheia
onpovpyiag framework yioa 10 oyedwuopd Gamified Crowdsourcing cvotnpdtov, to
omoio Oa ypnoipomoteiton amd oYedACTEG N A0 TEPALTEP® EPELVNTEG Y10 TIC OIKEG TOVG

HEAETEC.

5.3 Meirovrikéc Enektaoeirg

H mapovca duthopotiky pmopel va enektabel 1000 e Ogpatoroyion 660 Ko
avéivon Tov empépoug Bepatwv mov mapovotdlel. H atlévra peAloviikdv epeuvav mov

npoteivetan etvon n e&Ne:
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H avédivon tov KvAtpov TV 4pnotodv Oev gival [o YEVIKELUEV dtodtkaciol
OALG Lo £pEVVA TOV APOPA TA €101, TIC CLUTEPIPOPES KOL TIG TPOCOTIKOTNTES TNG KAOE
opdoag ooppeteydvtov. Ipoteivetor emopévoe po peAétn n omoia Oa emkevipmdvETOL
OTOVG TUTOVG YPNOTM®V OT OPOpPeTIKA cvothiuate Crowdsourcing. To oynua twv
Geiger kot Schader (Morschheuser et al., 2017) mov mapovoidletor oto Kepdiao 2.1
umopel vo. Bonbnoet tov peretnmy oty katnyoproroinon tov Crowdsourcing evd ot
VILAPYOVCES PEAETEG TOTTOV YPNOTOV OTOC ToLv Mazrczewski, umopodv va ddGovLV 10
Evavopa yu v épevva mov Ba wpoxkvyel. Eivar apketd onpavtikd koaveic va yvopilet to
KOwO Tov Kot vo. pmopel vor epoappdlel Tig KatdAANAES TEYVIKEG TAPOKIVIIONG TOV
aVOAOYMG LE TO OLUPOPETIKG ONUOYPUPLKH, GUUTEPLPOPIKE 1 AAAa oTowyeio Tov. A&ilet
Aomdv va aplepwBet ypdvog oe o TETO0V E100VE GTOYELVUEVT £PEVLVAL

2V mopovoa epyacio ot £101KOL Tov TPAV HEPOS GTN GLVEVTELEN TPOEPYOVTAL
Kuplwg and tov EAANviKS axadnpaikod 1 extyelpnotakod yopo. ‘Exovtoag v Oy mwg oty
EMGda o «Addog tov Gamification Ppioketor o€ TpdYWo oTAd0, TPOTEIVETAL M
TPOEKTACT TNG €pevvag Ue emyelpnoels Tov e&mtepkon. EEGALOL 1 cvykekpluévn
épevva mepriapPavel miovola Bepatoroyia 1 omoia divel mepBdpla emmALov PEAETNG
kot Bo NTav TOAD XPNOWOo av TPOGSTIOEVTOL GE aVTN YVMOGELS KOl ATOYELS EWOIKMY OO
OLOPOPETIKES YMDPES KOl KOVATOVPEG.

AKOUN TPOTEIVETAL 1) TPOKTIKY] EQAPLOYT] CYEOUGHOV £VOG GLGTHLOTOS OOV Oa
ompiletar 6115 CLUPOVAES TOV ExovV 000l LEGO O TO YL TOV TOPOVGLAGTKE GTOV
Eniloyo, kabBmg ko n xoataypaer| tov anotelecpdtov. Epocov n gpyacio avt) givor
BempNTIKOL Kot EPELVNTIKOD YOPAKTNPA, TO ATOTEAEGLATO OEV EYOLV Ypnoipomondel o
npoypatikd mepdriov ITIAnBomopiopod. H vionoinon pog epappoyng prmopet va gépet
oV emeavelo véa Bépata tpog enilvor mov Bo 00NYNcoVY 6E HEAAOVTIKES LEAETEC.

O IIAnBomopiopdc amodeiybnke mwg Poociletor €viovo o610 oOTOWXEID TNG
kowotrog. Ilpoteivetar emopévog amd tov cuyypo@éo ot HEAAOVTIKEG WEAETEC TOL
apopovv to cuothpate [TAnforopiopov 6e cuvovacud pe ta ototyeia [Hoayvidomoinong
va peret@vtor vd 1o mpicpa g Kowowvikonoinong. Onwg mpoteivouv kot ot €1dtkol
oto 0épo, pnyavicpoi mov Pacifoviar otnv dpdon kot emPpdfevon Tov GLVOAOV,
mpokalovv  Betikd  oamoteAéopota Ko peyoAvtepo  Pabud déopevong
ypnotov(engagement). Il otoyxsvuéveg €pevveg pmopodv  vo  amodeiEovv TNV
EYKLPOTNTO TOV TOPOTAVED KOl EVOEYOUEVMG VO TOPEXOVYV  OKOUN TO  YPIOLLLOL
OTOTEAEGLLOTOL.
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H aprynon wotopiag (Story Telling) og pnyavioudg Gamification avagépOnike
évtova and kdmolovg cuvevtev&lalopevovg Kot cuvavtininke ot Bifioypapio. H ypnon
¢ oe mepiPdrrovto [TAnBomopiopov dev €xel peketnOel oe peydio Pabud mpoxeévoo
va TapoyfovV GUUTEPAGLOTO Yol TNV ATOTEAEGUATIKOTNTA TNG. [IpoteiveTon emouévag
peAlovTiKég peAéteg 1660 PPAoypapkod 060 Kol EPELVNTIKOD YOPOKTAP, EVD GOV
eMOUEVO Prpo. mpoTEIvETOL 1 aVATTTLEY EQOPUOYNG HE TN YPNON TOL GLYKEKPLUEVOL
unyovicpob mg Pacikov oTotyeiov Kot 1) LETPMomn amdd0oNE TOV.

H toun tov 600 gvvolidv mov gpevvdviotl dgv amoTteAel BEpa Tov TPOKELTOL VL
oAokAnpwBel ovviopa. KabBdg mn teyvoloylo mpoympdel kot 1 ovAyKn Yo 7o
EVPNUATIKES, EVKOAESG, EELTVEC KOl OIKOVOIKEG AVoELG Ba LEYOAMVEL, TO GUYKEKPIUEVO
0épa B depevvator kKo Ba mpooappoletar oto kdbe €pyo. Tomg T0 MO ONUAVTIKO
eopnua va gtvor 1o yeyovog mwg dev vmhpyel Kowdg Kavovos Kol g OAo TPEMEL VAL
aALGlovv Kat vo Tpoosaproloviol 6Tovg 6TOYOVS Kot GTIS avdykeg Tov £pyov. O dpopoG
€xel MOM avoifel kot ot gvkapieg elval MTOAAEG, Ol £pEVVEG OV £MOVTOL TPOKELTOL VO

QEPOVY GTO PGS YPNOLLA GTOLXELN Kot VoL avoiEovv véoug opilovteg
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7 Awgopa

2ovpuctéyovres TG épevvag
1. Q¢ mpwtog Xvvevievélaldpevog opiotnke o Baoilng I'koykidng, €101kd¢ oTo
Gamification, ekmoudevtng otnv AyyMkn etoupeion Gamification+, Atopyavotig 6to

Gamification Europe, pe eidikevon ota lego serious games.

2. O AléEavdpog Xahkiag epydletor v ) Nokia w¢ software engineer, evd €xet
acyolnfet pe v avamtuén evog ecmtepukod Gamification project kot €ivor co-

founder oto eAAnvikd Aiktvo Gamification.

3. O Ztavpog Aovvng eivan gpguvnng omv Eltrun xon dwayepileton to ykpovm tov
Gamification 6t ®gccalovikn, VO £xel TOAAEG ONUOGIELGEIS TAV® GTO TOUEN TOV

Gamification

4. Tw v Icon Platforms piAnce o epmopikdg oevbuvving me. H Icon Platforms
acyoleitan pe emyelpnpotikég Aoelg Paciopéves oto Gamification pe n mponypévn

mAoteopua Talos.

5. O Havayuwtng Zoyaprag eivar o founder Tov Ux Prodigy kot £xel acyoinbei 1660 e
user experience projects 6co ko pe Gamification oe eknoudevTIKEG TEYVOLOYiES. ATO

70 2011 acyoieiton SuvapKa Kot Kuplog akadn ik pe 1o medio.

6. H Avonq MaAteld eivan UX designer kot consultant kot gpyaletal g freelancer evm

&xet viomomoet 1 1dwa gamified Crowdsourcing epoppoyn.

7. H Sabrina Bruehwiler eivon Gamification Consultant kot Designer otnv Octalysis

Group eva vnpée emayyeipatiog freelancer oe Oépata UX kon UL

8. O HAiag Bapboropaiog eivar o CEO ko Co-Founder tov Owiwi, Hiag TAATQOPLLOG

TOV YPNCUOTOLEL GTOLYXEL TTOY VIOV 610 HR.

9. O Baociing Zovrag givar o CEO kar CO-Founder tov WePolitics, pio TAat@oppo mov
EMUTPENEL GTOVG YPNOTES Vo eKPPALOVYV TOMTIKEG OmOWYELS Kol Vo cu{ntovv e

KOLVOTOWO TPOTO.
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