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2.2 T eivon gamification - Evac Baclkoc oplopuocg

Ma Toug OKOTIOUG AUTAG TN evotntag, o opog "Matyvibomoinon" Ba avadEpetal otnv £vvola TG
XPNOoNG OTOLXELWV KAl LNXaVIoUWV Ttaxvidloy, kabwg Kot TS okEPNG Tou matyviSlol g KATOOTACELG
mou &ev amoteAouv malyvidL. Ma epdg, auth n pn moyviwdng katdaotaon, Kabwg eoTlaloupe otnv
navidonoinon otnv eknaidsuon, Ba eival ta pabnolaka neplpariovra, eite auta Pplokovral oe
oXoAeio, KOAAEYLO, TLAVETILOTAULO 1} EMOYYEAUOTIKO TtEPLBAANOV.

Exw PLO JLKpr) Aoknon yla e0d¢. Mia doknon otnv onoia 6a emaveABoupe cuvexwc.

Oa nbsha va adlepwoete Alyo Xpovo yla va dnuloupynoste éva £yypado word rj va mApeTe €va
ONUELWHATAPLO N £€Va TETPASLO TIOU UMOPEITE VA XPNOLUOTIOLOETE ylo QUTH TNV gvOTNTA Kol Vol
vpawete ta €€n1¢: "To TafidL pou otnv malyviSomoinon: ZeKvwWvTag amo £vav Baclkd YEVIKO 0pLoUo
KOl KAVOVTOG BrUATO YLO VO TOV TEAELOTIOLOW WOTE VO ATTOKTAOEL éval vonua Kot éva Udog mou
Talplalel o péva Kal Toug pabntég pou". Mn Slotdoete va Slakopete auto to Pivieo kol va
eMAVEADETE OTOV €l0TE £TOLHOL KOl Ba cag Swow meplocdtepeg MANPOPOPILEC OXETIKA UE QUTH TNV
aoknon.

Twpa mepl Tivog mpoKeLTal Kol mwe Ba To XpnoLponolooupe; Onwg yvwpllete, mpv and Alya Asmta
oo¢ €dwoa £vav oAU YeVIKO Kol BOCIKO OPLOWO yla TNV Ttalxvidonoinon.

KaBw¢ mpoxwpape umpootd Kot Kabwg cuveXi{oupe va EMEKTEIVOULE TIG YVWOELC KAl TN VOOTPOTia
HOC OXETLKA HE AUTO TO BEUQ, 0 OPLOPOG Hag Ba yIvVEL OKOUN TILO CUYKEKPLUEVOC KOL AETTTOUEPN G Kall
Ba BeAtlwOel wote va Talplalel 0TOUG OKOTOUG HOG yLo TNV Tatxvidomoinon. & OpLOUEVEC ATO TIG
AenToOUEPELEG KAl TIG BeATLWOoELS Ba oag BonBriow, aAAd kaBwg Ba mpoxwpape, Ba oag mapaywpnow
ToV TARPN SNULOUPYLKO EAEYXO YLO VA TIPOCOECETE TIG SIKEC 0OC AEMTOUEPELECG, WOTE VA KOTAAREETE
oe £va €yypado nou Ba meplypadet Tl elval to gamification yia ecdg. Mmopel va xpnolpuelosl wg
06nyo¢ Kat uTtevBU Lo TOU OKoToU 0aG yLa T XPHohn TG matyvidomnoinong Kal UWopel akopn Kot va
yivel éva TumomoLnpévo eyxeLlpidlo yla To mwe va MPoXwPNoETe otnv matxvidomnoinon, avaloya LE To
noon npoonabela kot Aemtopépela Ba BENate va emevSUCETE O€ AUTH TNV AOKNON.

Mpog to mapov ypate amAwg ta £EAG:

Oplopog Gamification #1 :

"H natyvibomnoinon eivat n évvola tN¢ xpriong oTolYelwy, UNXAVIOUWY Kal altoOnTiknG mayvidLwy,
kadwc kat tn¢ okEWYNC mayvidilwyv o€ KATAOTAOELG EKTOC Ty VISLwV",
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