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MEPIAHWH:

H mapouca SimmAwuatik oToxelel otnv eKPeTdAAeuon Tou gamification kol oTnv
EVOWMATWON OToIXEIWV TTaIXVIOIWV € éva OAOKANPpwUEVO oUCTNPA agloAdynong Kai
eKTTAIOEUONG TWV £pyadopévwy o€ BépaTa aopalciag kard Tn Xprion Tou diadiKTuou,
TWV TTANPOYOPIAKWY CUCTNUATWY KAl TWV TEXVOAOYIKWY TTOPWV TNG ETTIXEIPNONG.
ApXIKd, opiCeTal TO CATNPA TG AOPAAEIAS KAl 0 POAOG TOU avOpWTTIVOU TTApAyovTa O€
auTd. 2Tn CUVEXEIQ, avalUovTal UTTAPXOUOEG Bewpieg yia TRV agIOAGYNON Kal EKTiUNON
TIG AvBPWTTIVNG CUMPTTEPIPOPAS OTA BEUATA AO@AALiag Kal opiCovTal Ol avTiOTOIXEG
METPIKEG TTOU Ba XpnolgotroinBouv atmmd To TTPOTEIVOUEVO oUOoTNUd. AKOAOUBWG,
TTOPOUCIAZETAI QVAAUTIKA TO QaIvouevo Tou gamification, ol oxedIaoTIKOi KavOVES Kal
TTPOTUTTA, avVAQEPOVTAl OPICUEVA TTAPOBEIYHOTA €QAPHOYAG TOU, TO OQEAN Kal Ol
TIPOKANCEIG TTOU OXETICOVTAl WE AUTO. 2TO TEAOG, ETTECNYEITAl AETTTOUEPWS TO
TIPOTEIVOUEVO £pyaAcio, afloloyeital wg emévOuUOn TNG €TTIXeipnong Kail yivetal Adyog

yia TO MEANOV TNG OXETIKNG £PEUVAG.

AE=EIX KAEIAIA:

20oTnUaTta  agloAdynong, 2ucoTAuata ekTmaideuong, Emixeipnolaki  aoc@dAcia,

MpoowTrikd, Gamification, Gamified epyaAcia, ETixeipAoeig.
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ABSTRACT:

This diploma thesis aims to lay the foundations for the development of a gamified tool,
used by businesses, to assess employees’ compliance with safety regulations and at
the same time, provide them with the corresponding training. At first, we define the
security issues and the role of the human factor in them. Then, we present existing
theories that analyze human behavior towards security and identify the relevant scales
and metrics, which will be used in the proposed tool. We, consequently, review
gamification as a phenomenon in detail, mentioning design methods and frameworks,
areas and examples of application, relevant benefits and challenges. In the end, we
describe the proposed tool as a company investment and discuss future research in
the area.

KEYWORDS:

Security assessment, Security training, Business security, Staff, Gamification,

Gamified tools, Business.
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KepdaAaio 1: EIZAINQrH

2TIG MEPEG PAG, O POAOG TWV UTTOAOYIOTWYV KOl TwV TTANPOPOPIOKWY CUCTNHATWY OTIG
ETTIXEIPNOEIG KAl TOUG OpYavIoUOUG Eival TTI0 ONUAvTIKOG atrd TToTE. O1 ETTIXEIPAOEIS
Baoifovtal 6A0 KAl TTEPICOOTEPO OTA TTANPOPOPIAKA OCUCTHMOTA KOl OTIG VEEG
TEXVOAOYIEG, TOOO YIa TIG ECWTEPIKES BIAdIKATIES OTTWG KAl YIa OAES TIG CUVAAAQYEG Kal
oladikaaieg aAMAnAemidpaong pe TO €EwWTEPIKO TTEPIBAANOV  (TT.X. OIKOVOMIKEG
ouvaAllayég). H véa aut) TTpaydaTikoTnTa, GUVETTAYETAlI T Onuioupyia TPWTWV
ONMEIWV KAl TNV avAayKn avTIMETWTTIONS VEWY KIVOUVWY TTOU EAAOXEUOUV GTO dIABIKTUO
Kal TIG VEES TexVoAayieg. O1 eTTixeIpAOEIC TTEVOUOUV TTAEOV yia TNV ac@AAEId Toug, TV
afloAdynon kai Tnv ekTTaideuon Twv epyalopévwy. XpnolhoTrolouvTal TToIKIAG epyaAEia
Kal uEBodoI, Twv OTToIWY OPWG N ATTOTEAEOUATIKOTNTA e€apTATAI OE PEYAAO Babud atmo
TOUG avBpPWTTOUG TTOU XPNCIUOTTOIoUV, BIaxEIpifovTal, CUVTNPOUV Kal YEVIKOTEPA EXOUV
TTPOCRACN OTOUG TTANPOYOPIAKOUG TTOPOoUG TnG £TTixXeipnong (Vroom & Von Solms,
2004). Mapda 1o TTOAATTAG Kol egeAiypéva epyaleia UAIKOU Kal AoyIoHIKOU TTou
XpnoiyotroiouvTal, N ac@aAsia Ba egapTtdtal TTAvTA Ao Tov TTIo adUvauo Kpiko, TTou
OTn CUYKEKPIKEVN TTEPITITWON, €ival o AvBpwTTog (J. M. Stanton, Stam, Mastrangelo, &
Jolton, 2005).

Eival eTropévwg ep@avig, n otroudaidtnTa Tou pOAOU TOU avBpwTTIVOU TTapdyovTda yid
TN dIaTAPENON TNG AOPAAEIAS KAl auTO £XEl WG OUVETTEIA va diveTal ueydAn onuaacia otnv
gvnuépwon Kal ekTTaideuon Twv epyalopévwy. TNa va eivalr n  ektraideuon

OTTOTEAECPATIKI KAl OTOXEUMEVN, KPIVETAI OKOTTIUO, VA £TTETAI KATAAANANG Kal akpIBoUg

afloAdynong.

H agioAdynon Twv gpyadopévwy o€ BEuaTta ac@aAgiag gival K&t TTou yivetal Adn Ue
TTapadooiakég peBddoug, aAAG TTou eu@aviCel anuavTikG TTEPIBwpPIa BEATIWONG WE TN
XPNon Kal EKUETAAEUON VEWV TEXVOAOYIWV Kal KalvoTopiwy. Mia atrd autég gival 1o

Aeyouevo Gamification, To o1moio Ba avagEpeTal TTapPaKATW Kal wg «Maixvidotroinon».
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KepdAaio2: TO ZHTHMA THX AZQPAAEIAZ ZE
OPIrANIZMOYZ KAI ENIXEIPHZEIZ

2.1. NAPOYZIAZH TOY ZHTHMATOZ

Omnwg avaeépbnke Tmapammdvw, TO0 {ATNUA TNG OGOQAAEI0G aTToTeAEl TTAéov pia
ONMAVTIKA avnouyia Twv eMXEIPACEWY, KaBwg Wia Tapafiaon ac@aAgiag ouvodeUeTal
ME TO AVTIOTOIXO TiUNMQ, TO OTTOIO PTTOPEI va gival XpnUaTIKO, aAAd uTTopEi Kal va TTAREE!
OUVOAIKG TN QAN TNG €mixeipnong. Yo auTtég TIC oUvBNKeG, eUBOKIUEL N €peuva yia
véeg HEBOOOUG Kal epyalcia TTou Bwpakiouv Kal SIAQUAGCCOUV TIG ETTIXEIPACEIG Kal
Toug opyaviopoug. O1 péBodol autoi, TTEPIANAUBAVOUV TOUG OUVEXEIC €AEYXOUG
ao@aAeiog (security auditing) Kai TIG OXETIKEG EVNUEPWOEIG KAl EKTTAIDEUCEIG — PETPO
TToU £X0UV aTTOdEIXTEI TTOAU aTTOdOTIKA. Ta avtioToixa £600a atToTEAOUV TTAEOV KOPUATI
TOU TTPOUTTOAOYIOHOU TWV ETTIXEIPACEWY KAl O OPIOUEVES TTEPITITWOEIG, ayyi(ouv TO
10% Twv CUVOAIKWYV €60dWV TOU TUAMATOG TNG TTANPOYOopPIKAG - IT (Gordon, Loeb,
Lucyshyn, & Richardson, 2004).

BéBaua, £xel TTapatnenBei pia Tdon peiwong Tou apiBuou Twy TTapapIGCEWY aoQaAEiag
TTOU dnNAWVOVTAl OTIG APXES, KATI OUWG TTOU OPEIAETAlI € ONUAVTIKO BaBud Kal oTnv
TPOCTIABEIa TWV ETTIXEIPACEWY VA ATTOKPUWOUV TETOIA TTEPIOTATIKA, WOTE VA HN
xaoouv Tnv aglomoTia Kal va diatnpAoouv aképain Tn @ripun Toug (Gordon et al., 2004).
H peiwon ogeiletal BEBaia kal otV algnon TnG evnUEPWONG, TNG ETTIYVWONG TWV

KIVOUVWV Kal TNG KIVNTOTTOINONG TwV £pYAOUEVWV.

2.1.1. YNMAPXOYZEZ ANEIAEZ KAI KINAYNOI

EvoeikTika, ava@épovral oTtn PiBAIoypa@ia TTOIKIAEG aTTEINEG Kal  KivOuvol TTou
eMoxeuouv, OTTwg eival ol didgopol 10i (trojan horses, backdoor programs, worms), n
UTTOKAOTTA KWwAIKWV 1 dedouévwy, n KaraoTpo@r] UAIkou (hardware), To spam, Ta
phishing emails, 1o EAAATTWHOTIKO AOYIOMIKO, N TTapaKkoAoUBNon Twv online evepyeiwy
Katmmoiou XpPAOTN, N XElpPaywynon XPENoTwv, n TTOPEUTTOdION ETTIKOIVWVIWY KAl
uttnpeoiwy, ol €mBéoelg DoS (Denial-of-service). BéBaia, éxel diamoTtwOei 611 TO
TEPIOCOTEPA TTEPIOTATIKA ACQPAAEIOG TTPOEPYXOVTAI €K TWV £0W. ZUYKEKPIYEVA,
oUpewva e pia épeuva amd Tnv Ernst and Young, Tédvw ammod 1a Tpia TETAPTA TWV

TTEPIOTATIKWY OPEIAOVTAI 0€ EOWTEPIKEG dPACTNPIOTNTEG, EVW TTIO TTPOCOATN £PEUVa
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diapopPwvel To TTooooTo o€ 50% (Gordon et al., 2004). Autd TTPAKTIKA onuaivel, OTI
KATToI0G £pyaléuevog TNG eTTixeipnong Ba evepynoel pe dohidTnTa f agéAcia. Etiong,
ME Bdon pia épeuva atmd Tov Furnell oxeTIk@ pe TNV evnuépwaon Twv £pyalopévwy
TTAVW OTIG UTTAPXOUCEG ATTEIAEG, OXETIKEG E TO AEITOUPYIKO ouaTtnua Tng Microsoft, n
0 dladedopévn atrelAr gival ol 10i Kal N AiyoTepn diadedopévn ival Ta phishing emails
(Furnell, Jusoh, & Katsabas, 2005). Mia emxeipnon xpeiddetal va BwpakieTal
ammévavtl o€ KGBe €idoug atelAég Kal va Traipvel 600 To duvaTtdv TTEPICTOTEPA
TIPOANTITIKA HETPA, WOTE VA ATTOTPEWEI £VOEXOUEVA TTEPIOTOTIKA AOQAALiag. €
TTEPITITWON OUWG TTEPIOPICHEVWV TTOPWY, gival OKOTTIHO va diveTal €u@aocn OTIG TTIO

O100eDOPEVEG ATTEINEG.

O1 d1a@opeg aTTEINEG EP@AVICOVTAI UE CUYKEKPIKMEVO pUBPO, avaAoya Kal JE TO €id0G TNG
ETTIXEIPNONG ) TOU OPYAVIOUOU, KOl TTOPAPEVOUV OTO TTPOOKNVIO YIA £VA OUYKEKPIKEVO
XPoviké OIdoTnua, yeyovog TTou EMTPETTEI T MoOvTeAoTToincr Toug. BéRaia, ol
TEXVOAOYIKEG €CENIEEIC Kal vEQ, eVIOXUMEVA WETPA TTOU XPNOIMOTTOIOUVTAl YIa TNV
QVTIMETWTTION TWV ATTEIAWY, 0dNyouv GTn YOVIUN €CAAEIYN UEPIKWY ATTO QUTEG, EVW)
Tautoxpova gival moavo va TTPoKUWOUV VEEC. H JovTEAOTTOINOT TWV ATTEIAWV TTAPEXEI
Mia oAokAnpwpévn €IKOVA TTOU UTTOPEI va XpNnoIdoTToiNdei yia TRy avamTuén PETPWY
QO0@AAEIOG Kal QVTIMETWTTIONG Twv KIVOUVWVY KAl yid TNV TTapakoAoudnon Tng

QaTTOTEAEOPATIKOTNTAG TOUG. (Tréek et al., 2007)

2.1.2. O ANOPQMINOZ NMAPAIONTAZ ZTA OEMATA AZOAAEIAZ

O1 1epIocdTEPEG TTEPITITWOEIG TTAPARBIAoNS Twv TTANPOPOPIOKWY CUOTNUATWY TWV
ETTIXEIPNOEWYV, OPEINOVTAI ATTODEDEIVHEVA OE ECWTEPIKEG EVEPYEIEG ATTO TNV TTAEUPE TWV
epyalopévwyv TG idlag Tng emixeipnong. Mapadooiakd, 6An n TpooTrddeia yia Tnv
aoQ@OAN XpAon Twv TIANPOPOPIOKWY CUCTNUATWY, €0TIafoTav auoTnpd oTtnv
TEXVOAOyia kai povo Ta TeAeutaia Xpovia divetal BAon oTov avBpwTmivo TTapdyovTa
(Trcek et al., 2007). Map '6Aa auTd, TTPETTEI va Yivel AvTiOToIXN TTPOCTTABEIO KAl O€ O,TI
€XEI va KAVEI JE TOV avOpwWTTIVO TTAPAYOovVTa, ToV TTIo adUVao KPIKo TNV ac@AAEIa TNG
emyeipnong A Tou opyaviopou. O avBpwTtrog 8¢ dpa pe TPOTTO TTPORAEWINO Kal N
01adIKaTia CUPNOPPWAONG TOU AvEPWTTIVOU BUVAUIKOU OTOUG KAVOVEG AOQaAEgiag ivai

Mo UTTOBEON TTEPITTAOKN, XPpOovoRdpa Kal KOoToROPa.

Eivar onuavtikd va avaAuBolv o1 CUPTTEPIPOPES KAl OI EVEPYEIEG TWV £PYAJOUEVWY,

WOTE VA MTTOPECOUME VO TIG KATOvOnoouue o€ PABOG Kal va WTTOPECOUV va
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avaTrTuxBouv KaTdAAnAeg péBodol ektraideuong kai agioAdynong. MNa Tapddeiyua, ol
OUMTTEPIPOPEG TWV  XPNOTWV TWV  TTANPOQPOPIAKWY OCUCTNUATWY JTTopolvV  va
KatnyoplotroinBouv e BAon Tn OKOTIKOTNTA (KOTA TTOCO €Xouv oKOTTO va BAGWouv
TNV €tmixeipnaon n 6xi1) kai pe BAon TIG TEXVIKEG TOUG IKAVOTNTES KAl YVWOEIG. ZUUPwva
ME QUTAV TNV KATNYOPIOTTOINON, Ol £pyagouevol uTTopoUlv va Kavouv attAd a@eAni AGon
(T1.X. Xprion aduvapou KwdIKou TTpdofaong) , aAAd Kal va TTPOKAAECOUV OKOTTIN
KataoTpo®n (TT.X. ETEUPaCN oTIG TTANPOPOPIEG dPOUOASGYNONG, WOTE va @aiveTal OTI
KATT010G AANOG £0TEINE 1] EAABE CUYKEKPIYEVA TTOKETA), va cUUBIBAZovTal aTTAd E TOUG
Kavoveg ao@algiag (TT.X. dIatApnon NG EUTTIOTEUTIKOTNTAG TWV  ETAIPIKWV
TTANPOPOPIWYV) , GAAG KAl VO TTAIPVOUV ONUAVTIKEG TTPWTOROUAIES yIa TNV €QApUOYN
TOoug (T1.X. OAOKAApWON EIBIKWY TTPOYPANPATWY ekTTaideuong) (J. M. Stanton et al.,
2005). Me Tnv KAtdAANAN evnuéPWON Kal EKTTAIOEUCT, N CUMTTEPIPOPA VOGS XPAOTN
pTTOPE Vva TTepdoel atrd TNV dia Katnyopia oTnv AAAN (TT.X. VO apxioel va XpnoIKOTTOIET
I0XUPOUC KwOIKOUG). H TTapatrdvw KaTnyopIoTToinan, JTTOPE va Qpavei xprAoiun Kai yia
TIC MEBOdOUG aloAdynong. Kpivetar okOTIMO va  ava@epBei, OTI ol ageAeig
OUMTTEPIPOPEG UTTOPOUV VA EVTOTTIOTOUV PECA aTTO AfIOAOYACEIC TTOU CUUTTANPWVOUV
ol idIo1 o1 epyalOPEVOI VIO TOUG €QUTOUG TOUG, EVW) Ol OONIEG CUNTTEPIPOPES CUVABWG
xpelaletar va avixvetovtal pge GAAa péoa (J. M. Stanton et al., 2005). Mia &AAn
KATNYOPIOTTOINON CUMPTIEPIPOPWY XPNOTWY, TTPOTEIVEI TPEIG OPAdEG avaloya Pe Thv
EUTTEIPIA TOU ATOPOU OTO BIAdIKTUO KAI TOUG UTTOAOYIOTEG, TNV KPion TOU TTAvw oTn dIKIA
TOU CUUTTEPIPOPG OTa BEéparta ac@aAciag kal TNV eKAauBavouevn otroudaidéTnTa TNG

TAPNONG Twv Kavoviouwv ac@aAeiag (Chai, Bagchi-Sen, & Morrell, 2006).

‘Exouv akopa epeuvnBei Kal avaAuBei Ta KivnTpa TTou 0dnyouv éva AToo o€ Jia oudda
OUMTTEPQIPOPWV KAl  KATA  ETTEKTOON  €TTNPEAOUV TNV EUTTIOTEUTIKOTNTA, TN
O1aBeCINOTNTA KAl TNV EXEMUBEIO TWV TTANPOPOPIAKWY CUCTAMATWY — TOUG TPEIG
TTapAyovTeG TTou opifouv TV ao®dAcia (J. Stanton, Mastrangelo, Stam, Jolton, &
Stanton, 2004). Na Tapddeiypa, ol epyadéuevol gival o moavo va KivntoTroinouv
yla va kepdioouv KATI oav emMIBpAReucn TTApd yia va ammo@Uyouv KATTola TIHwpIa
(Tversky & Kahneman, 1986). ¢ cuvduaouo JE Ta KivnTpa, £Xouv dIATTIOTWOEN Kal ol
aduvapieg TTou gu@avifouv ouxva ol epyalOuevol, OTTWG YIa TTAPAdEIYHa TO YEYOVOG
OT Ba TTPOTINACOUV va BIEUKOAUVBOUV Kal va €£0IKOVOUoouv Xpovo atrd TO va
akoAoubrioouyv Tig diladikaaieg Kal kavoveg aopaAeiag (Chellappa & Sin, 2005). OAa Ta
TTapaTTavw gival Xprioipgo va AapBdavovtal utroyiv yia TV Katavonaon Tou avepwTrivou
TTapdyovTa Kal 10iwg KATd To OXEOIOONO OTTOIOUBATTOTE EPYOAEIOU TTOU OKOTTEUEI OTO

va avaAUCEl Kal va ETTNPEEACEI TV avOpWTTIVI) CUPTTEPIPOPA.
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2.2. YINAPXONTEZ MHXANIZMOI ENHMEPQZHZ KAI
EKNAIAEYZHZ TQN EPFTAZOMENQN

Eival yeyovag, 6T Trapd T paydaia eEEAIEN TNG TEXVOAOYiIag Kal ToV Kupiapxo pOAo Twv
UTTOAOYIOTWYV Kal ToU S1a8IKTUOU OTNV KABNuUePIvOTATA, N IKAVOTNTA TWV AvOpWTTWY Va
TTPOCTATEUOUV TNV IBIWTIKOTNTA TOUG KAI VA TTAPAUEVOUV aOQAAEIG KaTA TN Xprion Tou
O1adIKTUOU Kal TWV TTANPOPOPIaKWY CUCTNHATWY, Oev £Xel eEeAxBEi pe Tov idlo pubud
(Joinson, Reips, Buchanan, & Schofield, 2010). H mpdodog auth, uTTOpEi va
emTayuvOei pe TNV KAT@AANAN evnuépwan, KatapTion kal ekmaideuon. Mia TTARpNg
evnuépwan TrepIAauBAavel Tov OpICUO TwWV ATTEIAWY, TNV £TTiyvwan UTTapéng TpoTTwv
QVTIMETWTTIONG KAl ATTOQUYHG TOUG, TOV EVTOTTIOMO KAl TRV AVOAUTIKI TTEPIYPAPT] QUTWYV
TwV TPOTTWV. H otroudaidtnTd TNG £XEI atTodEIXTEI HEOA ATTO TTOANEG £peuveg, Wia atmd
TIG oTTOiEG €ival N YeAETN Twv Kevin, McCrohan, Engel kai Harvey TTédvw oTtnv €TTIAOYN
aoQaAwv KwdIKwyY TTpocBacng (Mccrohan, Engel, & Harvey, 2010). Av dev uTTdpxel

OwOoTA Kal TTARPNG evnuépwaon dev gival EQIKTO va UTTAPEEl TTPAYHATIKA A0QAAEIQ.

2TOV ETTAYYEALATIKO TOUEQ, YiveTal TTPOOTTABEIO aTTO TNV TTAEUPA TWV ETTIXEIPACEWY VO
eKTTAIOEUOOUV OWOTA TO EPYOTIKO OUVAUIKO TOUG. [0 aUTO TO OKOTTO, £XOUV QVATTTUXBE]

TTOAAOI Kl TTOIKIAOI INXAVIOHOI.

Méxpl ofuepa, povréAa TTou otnpifovtal aTo QOBo, TTapouaidlouy 181aiTepn onuaacia
OoTNV TIPOOTIABEI0 CUPUOPPWONG Tou epyatikoU duvapikou. O @oBog Bewpeital
onuavTiko KivnTpo o¢ Bewpieg 6TTwg n PMT (Protection Motivation Theory) kai €xel
avaAubBei ektevwg (Rogers & Maddux, 1983). O cuvduaopoOg Twv HOVTEAWV TTOU
oxeTiCovTal Je TO PORO pe ETTITTAEOV OTOIXEIQ, OTTWG Eival TA OTOIXEIQ TTPOCWTTIKOTNTAG
Kal GANEG METPNOIYEG TTOOOTNTEG, UTTOPEI va odnyroel Ot TTOAAG uTtTooXOuEVA
atroteAéopaTta. ‘Exel yivel akopa Tpootrddeia va avaAuBolv ol cuvBriKeg KATwW aTro Tig
oTtToieg TTapafiafovTal Ol KAVOVIOUOi A0QAAEIag, WOTE va yivel n oUVOECH TOU KAIJATOG
KOl TWV OUVONKWY PE TNV TEAIKI) CUPTTEPIPOPA KOl va PTTOPECOUV va An@Bouv uéTpa

TT0U Va €§ao@aAifouv euvoikég ouvBnkeg (Chan, Woon, & Kankanhalli, 2005).

O1 kivbuvol TTou EAAOXEUOUV OTNV EKTETAUEVN XPHON TTANPOPOPIaKWY CUCTNUATWY, BEV
gival eQIKTO va eEAAEIPOOUV OAOKANPWTIKA HECW TNG EVNUEPWONG Kal TNG EKTTAI®EUONG
-n id1a n evnuépwaon Kai N €Tiyvwon Twv KIVOUVwY O€ CUVETTAYETAI CUPHOPPWON HE
TOUG KAVOVIOUOUG- PTTOPOUV OUWG va TTEPIOPIOTOUV HEXPI €va ONUEI0 TTOU KPIvETal

QVEKTO Kal EMITPETTTO. H evnuépwaon Kal N eKTTaideuon PTTopouV va BeATIwBoUV Kal va
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£Xouv KaAuTepa attoTeAéopara, edv TTponyeital N agloAdéynon. H agioAdynon cupBAaAAel
OTNV avixveuon Twv OaOUVAMIWY KOl PTTOPEI va 00nyAocEl OE Mia o0 OTOXEUPEVN

OTPATNYIKI EKTTAIOEUCNG KAl EVNHEPWONG.
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KepdAaio 3: MEOOAOI AZIOAOIMHzZHZ KAI
METPHZIMEZ NMOZOTHTEZX

Kpivetal XpAoigo, va avarTuxBolv epyaAsia avixveuong TpwTwv OneEiwv Kal
afloAdynong Tou avBpwTTIVOU TTaPAyovTd, € AVTIOTOIXION JE UTTAPXOVTA EPYaAEia TTOU
avixvelouv Kal aflohoyoUv TeXVIKEG aduvapieg, Xpnoipotroiwviag 1o Common
Vulnerability Scoring System (CVSS) (Evans, Maglaras, He, & Janicke, 2016).

H a&loAdynon utropei va a@opd 1000 TO KATAG TTOCGO Ol €pyalouevol TNPouv Toug
KavOveS ao@aAelag, ITTopEi va peTpdel To BaBud kal TNV TToIOTNTA EVNUEPWONG TOUG,
600 Kkai va aflohoyei TO OUVOAO TwWV CUUTTEPIPOPWY KOl XOAPAKTNPICTIKWY TNG

TTPOCWTTIKOTNTAG TOUG, ME OTOXO va TTPOLRAEPOOUV UEAAOVTIKEG CUUTTEPIPOPEG.

3.1. METPIKEZ RBS, CBS, EOS, RPS

‘Evag TpOTTOG agIoAOYynoNG Twv €pyalopévwy  Kal eKTiUNoNg Tou Katd T1éoo
OUMUOPPWVOVTOI HE TOUG Kavoveg ao@alegiag TrepIhapBdavel Téooepa PETPAOCIKA
MEYEBN/KAIHAKES: TNV KAIOKA pIyokivOuvngG CUUTTEPIPOPAG, TNV KAIJOKO oUVTNPNTIKAG
OUMTTEPIPOPAG, TNV €kBeon o€ ammelAég/emBECEIS KAl TNV KAIJaKa avTiAnyng Tou

piokou.

H kAiyaka RBS (Risky Behavior Scale), a@opd TIC PIWOKIVOUVEG CUUTTEPIPOPEG.
Pigokivouveg ouptTeEPIQPOPES BewpolvTal OAEG O evEpPyEIEG TTOU OXETICovTal ME
UTTOAOYIOTEG KAl odnyouv o€ OTTOIoUdATTOTE €idoug ammwAeleg. H kAipaka CBS
(Conservative Behavior Scale) TIPOOPETPA CUMTTEPIPOPEG TTOU  WOEAOUV TNV
ETTIXEIPNON KAl £iVOI CUPPWVEG JE TOUG KAVOVIOUOUG AOQPAAEIas. TETOIEG CUUTTEPIPOPES
MEIWVOUV TO pioKo Kal TIG TTBaveég atwAeleg. H kAipaka EOS (Exposure to Offense
Scale), petpdel v €kBeon o€ KIVOUVOUG Kal yia Tov UTTOAOYIouG Tou peyéBoug,
AapBavovtal uttéwiv T6o0 61 JOVO 0 ApIBPOG TwV OTTEIAWY, AAAG Kal Ol ETTITITWOEIS -
TO KOOTOG TOUG (Rainer, Snyder, & Carr, 1991). TéAog, n kAipaka RPS (Risk Perception
Scale) petpdel TNV avtiAnwn Tou piokou, pia €vvola TTIo TTEPITTAOKN Kal YIa TNV OTToia

UTTAPXEI EKTEVAG BIBAIOypa@ia.
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2€ OXETIKA €pEuva, Ta ATTOTEAECPATA UTTOOEIKVUOUV HIa BETIKA ox€on METAEU Twv
KAIlHdkwyv CBS kal RPS, KaBwg kai etagu Twv kKAIJakwy RBS kai EOS. H emavaAnwn
TWV PETPAOEWV Kal PETA TN Sle€aywyn ekTTaIdEUoEwWY TTAVW o€ BEuaTta ac@aAciag,
emBeRaiwvel TNV ATTOTEAECPATIKOTATA TOUG, KABWG TTapaTnpeital pavepr auénan Tou
oKop oTnv KAipaka CBS. AgiCel va onueiwBei, 0TI Ta dnuoypagikd oToiXeia Kal n 6€on
TOU KABe aTOPoU OTNV eTAIPEia A TOV Opyavioud, £TTNPEeGlouv Ta aTTOTEAéOUATA KAl

mpétel va AapBavovtar utréyiv. (Og, 2016)

3.2. PERSONALITY TRAITS - FIVE FACTOR MODEL (FFM)

EmmimmAéov, Bewpeital 6T opiopéva XapakTnEIoOTIKA TNG TTPOCWTTIKATNTAG KABIoTOUV £va
ATOMO, I OTN OUYKEKPIMEVN TTEPITITWON Tov £pyalOUEVO, EUAAWTO OE ETTIBECEIC Kal
Tapapiaceig NG IOIWTIKOTATAG. AuTd onuaivel, 0TI YéPOG TNG agfloAdynong Twv
epyalopévwy TTavw o€ BEpata ac@aAciag utropei va otnpietal kar oTnv avaAuon Kai

afloAdynon eyyEVWV XAPAKTAPIOTIKWY KOl AdUVAMIWY.

‘Exel deixTei, 6T 01 avBpwTTiveg ammo@doelg dev gival TTavTa AoyikéG aAAG KpuBouv pia
mpodidBeon (Kahneman & Tversky, 1979). Me dedopévo 6T dev UTTAPXOUV EAAEIYEIG
OTNV OXETIKA EKTTAIOEUTN KAl OTI OEV UTTAPXEI OKOTTIMOTNTA, OTTOIOdATTOTE TTapafiacn
KATTOIOU KAVOVIOUOU ao@aAgiag, opeileTal oe AdBoG ) BePlacuévn Kpion Kal atréeaon.

Tétoia AGON OXETICOVTAI UE CUYKEKPIPEVA XAPAKTNPIOTIKA TTPOCWTTIKOTNTAG.

To povTého Twyv TévTe TTapayovTwy (Five Factor Model — FFM), ival éva atrd Ta TTAEov

eupéwg d1adedopéva PYovTEAD yia TN PETPNON TNG TTPOCWTTIKOTNTAG. XPNOIUOTTOIE

TTEVTE HETPAOIPNOUG TTAPAYOVTEG:

o NeupwTiopdg (Neuroticism): O NeupwTiopdg dnAwvel pia Tdon Tou atéuou va
Biwvel évrova Ta apvnTIKA cuvalobAuaTa, OTTwG TNV evoxn, Tnv améxdeia, 1o Buud
Kal TN oTtevoxwpla. 'Eva uywnAd okop o€ autd Tov TTapAyovTda TOU HOVTEAOU,
OUVETTAYETAI OTI TO ATOWPO Eival ETTIPPETTEG O ANOYEG OKEWEIG, OTI DUOKOAA EAEYXEI
TIG TTAPOPUACEIG TOU KOl OTI OEV AVTATTOKPIVETAI KOAA O€ KATAOTACEIG TTOU TOU
dnuIoupyouv Ayxog.

o EtwoTtpépeia (Extroversion): H EEwoTpépeia £xel va KAVEL e TN ouXvOTATA KAl TV
Tdon yia aAAnAeTTidpacon pe 1o Koivwvikd oUvoro. ‘Eva dropo pe upnAd okop o€

auTév ToV TTapPAyoVTa, VIWOEI AveTa Kal ETTIOIWKEI VA £XEI ETTAPEG E TOUG YUPW TOU.
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o Avoiktétnta (Openess): Mia avoikTr] TTpocWTTIKOTNTA, TTApOoUCIdlel TNV EMIOUMIa
yla véeg eutTelpieg ‘Eva TETOI0 ATOMO, £X€EI OUVABWC QavTacia Kal gival TTVEUUATIKG
OpaACTAPIO, AVOIKTO O€ VEEG IOEEC KAl TTETTOIONOEIG.

o TepmrvoTnTa (Agreeableness): H teptrvdTnTa XapoKTnpidel GTopa cuvepydoiua,
mTP6Bbupa va Bonbrcouv O6TTou UTTAPYXEl avdykn. To XaunAd okop o€ autdv TOV
TTOPAYOVTd, UTTOONAWVEI EYWKEVTPIOUS KAl AVTAYWVIOTIKOTNTA.

o >yohaoTikdéTnTa (Conscientiousness): H oxoAaoTikétnTa uttodnAWwvEl uWnAd
QUTOEAEYXO KOl OPYaVWTIKOTATA TTOU ouvodsUovTal OUVABWG atrd duvauioud Kal
IoXUpoyvwuoouvn. BéBaia, éva upnAd okop o€ auTtév Tov TTapdyovTa, UTTopEi va

OUVETTAYETAI KOl UTTEPEPYOTIA ] EUUOVA UE TNV KABapI1odTnTa.

O1 petpAoelg Twv Tapamdvw  TTapayoviwy  yivoviar péoa amd  KatdAAnAa
EPWTNUOTOAOYIO TTOU €xouv  OdlapoppwBei avd Ta xpovia. Ta TeAikG Okop

XOPAKTNPEICOUV TNV TTPOOWTTIKATNTA £VOG ATOUOU.

‘Exel de1xO¢ei 0TI KUPiWG ATONA YE UPNAG OKOP GTNV AVOIKTOTNTA, €ival TTIO EUGAWTA O€
TTapaBidaoelg ac@aleiag (11.x. phishing emails) kai 1d1wTIKATATAG. AgiCEl VO ONUEIWOET
OTI TO QUAO (METAEU AAAWY BNUOYPOPIKWV XOPAKTNEIOTIKWYV) TTaifel onuavTikd poAo,
ME TIG YUVAIKES va eP@aviovTal TTIO ETTIPPETTEIG, EIBIKA OTAV GNPEIWVOUV UYNAG OKOp

oe NeupwTiouo kai Teptrvétnta (Halevi & Lewis, 2013).

AgiCel va TOVIOTOUV OPICPEVEG QOUUQPWVIEG TTOU €XOUV TTAPATNPENOEi 0T aTTOTEAEOUATO
EPEUVWV TTOU OUOXETICOUV TO XAPOKTNPIOTIKA TNG TTPOCWTTIKOTNTAG ME TV AOQAAEIQ.
MNa mapadeiypa, o€ €pguva ammd Toug Uebelacker and Quiel, utrodeikvueTal 0TI uPnAd
OKOp 0€ XAPAKTNPIOTNKA OTTWG N OXOAAOTIKOTATA, N AVOIKTOTATA, N TEPTTVOTNTA KAl N
eEwaTpéPela ouvavTwvTal o€ dTopa eudAwTa o€ eEwTePIKES emBéoelg (Uebelacker &
Quiel, 2014). AvTiBeTa, UTTAPYXOUV £PEUVEG, TTOU KATAARyouv OTO OTI uywnAd OKop O€
OXOAQOTIKOTNTA, TEPTTVOTNTA KAl AVOIKTOTNTA CUVOEOVTAIl UE AIYOTEPO PIYOKIVOUVEG KOl
M0 aoaleic oupTTepIopéS (Mccormac et al., 2017). AuTég oI aTTOKAIOEIG, KaBIoTOUV

OOQEG OTI UTTAPYEI N AVAYKN YIa ETTITTAEOV £PEUVA OTOV CUYKEKPIYEVO TOWEQ.

2upTTEpacuaTikéG, éva ouoTnua agloAdynong Twv epyalouévwyv Ba utTopoloe va
EKUETOAAEUETAI TO HOVTENO TWV TTEVTE TTAPAYOVTWY, va TTPoodIopidel Kal va AapBAvel
utmOdWIv - TO  XOPOKTNPEIOTIKA  TTPOCWTTIKOTATAG TOUu  eKAoTOTE  £pyalopévou,
mpoBAéTTOVTAG TNV  mMOAVOTNTA  €UQAVIONG TTAPAPRATIKWY  CUMPTTEPIPOPWY  Kal

TTpoTeivovTag KatadAANAo ekTTaudeuTIKO UAIKG (Halevi & Lewis, 2013).
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Mépa atmd 10 HOVTEAO TwV TTEVTE TTAPAYOVTWY, TTOU ACloAOYEl TTEVTE XAPAKTNPIOTIKE,
€€l OEIXOEi OTI N TTAPOPUNTIKOTNTA OO XAPAKTNPIOTIKO, OXETICETAI O€ PeEYyAAO PaBuod ue
TN CUPHOPPWON HE TOUG KAVOVIOUOUG GOQAAEIAg Kal T CUVETH CuuTTEPIPOPA. Me Tn
xpnon tng kAigakag ABIS (Abbreviated impulsiveness scale), éxel aglohoynBei n
TTOPOPUNTIKOTNTA TWV ATOPWY Kal £XEl aTTOdEIXOEi N OXEON NG PE TTAPABIACEIS TWV
KAVOVIOUWVY ao@aAciag. Zuykekpiyéva, n ABIS, atToTeAsiTal atrd TPeIG UTTO-KAIUAKEG )
TTapdyovTeg, Toug Attention, Motor kai Non-planning. Ta atmmoteAéopara €d€iEav OTI
uwnAd okop oTIG KAipakeg Attention kail Motor, xapakTnpi¢ouv éva AToUO ETTIPPETTEG O€
AGON Kal TTapaBIGoEIC aCQAAEiAg, TTOU dEV OKEQPTETAI TTPIV EVEPYNOEL, OPA UNXAVIKA KOl
Xwpig TTpocoxn. YWnAd okop otnv Non-planning kKAigaka, utrodnAwvouv Atopa Xwpeig
Bpaxuxpdvioug Kal HaKPOXPOVIOUG OTOXOUG. & avTiBeon We TIG KAipakeg Attention kai
Motor, aTopa Kal €pyalouEVol heE XOUNAOGTEPA OKOpP, TTOU £XOuv O0TOXOUG, OPOoUV HE
TpoohAwon Kal divouv onuacia otnv KABe Toug Kivnon ME ATTOTEAECPO va

atropeUyouv AGBn o€ BEuarta Tou agopouyv Tnv ac@dAcia (Hadlington, 2017).

3.3. THEORY OF REASONED ACTION (TRA)

Mia aképa eupéwg diadedouévn Bewpia €£rynong Tng avBpwITivG CUPTTEPIPOPAG
eival n Bewpia Tng aimloAoynuévng dpaong (Theory of Reasoned Action — TRA). (Ajzen
& Fishbein, 1975) ZOpgwva pe autrlv, 600 PEYOAUTEPN €ival n OKOTIPOTATA YIa Wia
OUMTTEPIPOPA, TOCO TTIO TTIBavS €ival AuTh N CUUTTEPIPOPA va Yivel TTPAYUATIKOTNTA.
21N OUYKEKPIYEVN TTEPITITWON, 000 TTEPICCOTEPO Ol EPYACOMEVOI £XOUV OKOTTO va
OUMMOPPWVOVTAI JE TOUG KAVOVIOUOUG ao@aAgiag, Tooo TmlavoTepo €ival va TO

KOATAQEPVOUV.

H okompoTnTa Twy £pyadopévwy yia CUuuudp@waon, €xel TTpoTadei 6T dlapgopPuwveTal
aTTo TIG KUPWOEIG TTOU Ba €XEI N N CUMPOPQWOT, TNV eKTiUNon Kal aloAdynon uiag
atmelNAg Kol TG duvatoTnTag avakauwng oTrd auThyv, TNV KOIVWVIKN TTiEan, Tnv
ToI6TNTA TNG TTANPOPOPNONG OXETIKA PE TOUG KAVOVIOUOUG, TOUG TTAPAYOVTEG TTOU
OIEUKOAUVOUV TNV £QAPHOYH QUTWY TWV KAVOVIOUWYV, TIG CUVHBEIEG TOUG Kal Tn oTdon
TOUG QTTEVAVTI OTOUG Kavoviopoug. H idia n oupudpewon e¢aptatal o€ peydho Babuod
atré TN OKOMIPOTNTA VIO CUMHOP@WON KAl Ta o@EAN/ETIBPaBEUoEIC O TTEPITITWON

OUHPOPOWONG.
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ATTOTEAEOUATO OXETIKWYV EPEUVWV, ATTOBEIKVUOUV OTI N BETIKA KOIVWVIKK TTiECT €VIOXUEI
TNV mMOavoeTnTa CUPHOPPWONG, Yeyovog TToU KABIoTG onuavTikoe yia Ta OIoIKNTIKG
OTEAEXN KaI TOUG TTPOICTAPEVOUG va atroTeAoUv owaTd TTpdTuTTa. ETtiong, xpeiadetal
va e€aa@alioTel KaAr TToI0TNTA TTANPOPOPNCNGS TTAVW OTOUG KAVOVIOUOUG ao@AAciag,
vVa €ival ETTOPKEIG, EVNUEPWHEVOI, KATAVONTOI, EUKOAX Kal ypAyopa TTpocBdciyol atrd
OAoug Toug gpyalopsvoug. EmrpdoBeTa, TTApOAO TTOU N EKTINNCN TNG OTTEIANG QAiVETAI
OTI eMOPA CNUAVTIKG OTH CUUTTEPIPOPE TWV EPYACOUEVWY, YEYOVOG TTOU ETTIRERAIWVEI
yla akoun Mia @opd Tn omoudaidTnTa TNG EVNUEPWONG, N ETIPOAR KUPWOEWV

atrodeikvueTal avarroteAeoparikr (Pahnila et al., 2007).

H TRA utopei va xpnolgotroin®ei yia va epunveloel TN CUUTTEPIPOPE Twv
epyadopévwv o BEPOTA OOQOAEIAG Kal TAUTOXpova TIPOTEIVEI TTAPAYOVTEG TTOU
MTTOPOUV VO pUBUICTOUV WOTE VA ETTNPEACTEI N CUUTTEPIPOPA TOUG TTPOG TNV ETTIOUPNTA

Kateubuvaon,.

3.4. THEORY OF PLANNED BEHAVIOUR (TPB)

‘Evag akopa TpOTTog agIoAdYynong Twv £pyadouévwy gival n egapuoyr) TNG Bswpiag Twv
planned benefits (Theory of Planned Behaviour — TPB). H TPB ¢ival pia ammd Tig
ONMUAVTIKOTEPEG Bewpieg TTAVW OTIG OTTOIEG OTNPEICETAl N MEAETN TwWV avOPWTTIVWV
EVEPYEIWV. ZUPQPWVA MPE QUTH, n TAON TOU QvOPWTTOU TIPOG OUYKEKPIMEVEG
OUUTTEPIPOPEG KAl EVEPYEIEG, KABOPIleTal aTTO UTTOKEIYEVIKOUG KAVOVEG (subjective
norms), ammoé Tnv oTaon aTrévavTtl oTnv eKA0TOTE CUMTTEPIPOPA (attitude towards the
behavior) kai a6 Tov ekAapBavouevo cuuTTEPIPOPIOTIKO £AeyXO (perceived behavioral
control). H TBP, mpokeital yia pia Bswpia yevikdotepn TnG TRA, n otroia AapBavel
uTTOWIV TOV TTPAYUATIKO KAl TOV EKAQUBAVOUEVO €AEYXO TOU ATOPOU TTAVW OTIG TEAIKEG
oupTTEPIPOPEG TOu. O1 dvBpwTTol dev £€X0UV TTAVTA TOV ATTOAUTO Kail TTARPN EAEyX0 TWV
TPALEWY TOUG Kal auTrh akpIBwg Tnv aduvapuia KaAsitar va kaAuwel n TBP (Ajzen,
2020).

O1 UTTOKEIUEVIKOI KaVOVEG gival OI TTETTOIBNC0EIG KABE aTOPOU OXETIKA HE TIG TTPOCOOKIES
TTOU €XEl O KOIVWVIKOG TOU TTEPIYUPOG amTd €KEIVO, TTOU dnuioupyolv pia Pop®n
KOIVWVIKNG TTieong. O TTapdyovtag autog, Trapartnpeital ot mavel va eTnpeddel n
OUMTTEPIPOPA TWV epyalopévwy TTou epyalovTal TTOAAG Xpovia o€ KATTOoIa ETTIXEIPNON,
Kal Tn 6€an Tou TTaipvel o TTapdyovTag ‘ouvnBeia’. H atdon evog epyalopévou atTEvavTi

OTNV €KAOTOTE CUUTTEPIPOPA, ECAPTATAI ONUAVTIKA ATTO TIG ETTITITWOEIG TTOU Ba €XEl N
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OUYKEKPIUEVN EVEPYEIQ, ETTIBPAPBEUTEIC I KUPWOEIG, TNV EKTINON OXETIKA HE TO PEyEBOG
TOU KIVOUVOU Kal Tn OUVOAIKH €KTipnon pe Bdon pia avdAuon kéoToug-opéAoUg (cost-
benefit analysis). TEAoG, 0 eKAAUBAVOUEVOS CUUTTEPIPOPIOTIKOG EAEYXOG, avaPEPETal
OTIG TTETTOIOACEIC TOU OTOMOU OXETIKA PE TNV UTTapEn TTapayoviwy TTou UTTodifouv A
OIEUKOAUVOUV OPIOPEVEG CUUTTEPIPOPEG. TETOIOI TTAPAYOVTEG gival TO KATA TG00 TO
ATouo TTIOTEUEI OTI €XEI TNV IKAVOTNTA VO €KTEAECEl Wia evEPYEIA, TO KATA TTOOO N
evépyela Bewpeital T gival uttd €AeyXo K.a. (Aurigemma & Panko, 2012). Oocov agopd
TN CUPUOPPWON TWV EPYACOUEVWV E TOUG KAVOVIOPOUG ao@alciag, ue Baon v TPB,
000 TTI0 BETIKA gival TOOO N oTACN TWV £pyadopéviwy, 00 Kal Ol UTTOKEIPEVIKOI KAVOVEG
QTTEVAVTI 0€ CUUTTEPIPOPES TTOU OKOAOUBOUV TOUG KAVOVIOPOUG Kol 600 TTIO €VTOVO
€ival TO AioBNPa CUPTTEPIPOPIOTIKOU EAEYXOU TTAVW OE QUTEG TIG CUMPTTEPIPOPEG, TOOO
o MOavo gival ol epyadduevol va TTPOXWPHROOUV 0€ avaloyeg evépyeles (J. Zhang &
Reithel, 2009). Mépa ammd TOUg TPEIG TTAPATTAVW TTAPAyovTeG, n TPB ptropei va
eTTekTOBEl WOoTE va AauBdvel utTéwIv Kal To Babud agociwong Tou epyalouEvou aTnV
ao@aAgia Tou opyaviopou. O Babuog auTtdg £xel va KAVEL JE TN oxXEGN OpyavICHOoU Kal
epyadouévou, To Katd 1600 0 £pyalOUEVOC TAUTICETAI, EMTTAEKETAI KOI EVOIAQEPETAI VIO
Ta Béuarta Tou opyaviopou (Mowday, 1999). Mopei va evioxubei péoa atmd
KATAAANAEG ekTTaIOEUOEIG KAl 000 PEYOAUTEPOG gival, TOOO TOAVOTEPO €ival KAl TO va

UTTAPEEI CUPPOPPWON PE TOUG KAVOVIOUOUG.

3.5. HUMAN ERROR ASSESSMENT AND REDUCTION
TECHNIQUES (HEART), HUMAN RELIABILITY
ASSESMENT (HRA)

H €Cao@dNion TnGg ao@AAEIag O€ ETTIXEIPNOEIS KAl OPYAVIOPOUG OpIdeTal WG n
QUTOTTETTOIONON OTI 01 GTOXOI TNG ETTIXEIPNONG O€ Béuarta ao@aAciag Ba ekTTAnpwBoUv
(National Institute of Standards and Technology, 2013). [Mapadooiakd, n
autoTTETToiIONOoN AauBaveral yéoa atod TNV agloAdynaon Twv UTTAPXOVTWYV PICKWYV, UE TO
64% TWwvV ETTIXEIPACEWV VO XPNOIKMOTTOIOUV auTr) TN PEB0BO, OTTWG £BEIEE N OXETIKA
é¢peuva ammo v PWC (PWC, 2015). ANeg péBodol TTou xpnoiyoTroiouvTal gival n
METOXEIPION TWV PIOKWV YIA TV AVTIMETWITION TOUG, N dlaxeipion KIvOUvVwY, Ta TEOT
ao@alciag kai o1 €Aeyxol. Eivalr TAéov eppavAg n avaykn va BeoTnioTouv VEEG Kal TTIO
OUYKEKPIPEVEG KAl OTOXEUNEVEG PMEBODOI yIa auTd TO OKOTTO, Ol OTTOIEG va AauBdvouv
uTTOWIV TOV avBpWITIVO TTapdyovTda, Kabwg cival TTAéov atTodeKTO OTI N EKTIUNOT TOU
BaBuou ac@alciag cival egicou onuavTikn Ye TNV €MIROAR eAéyxwv. TEToia péBodog

gival n ekTipnon TnG avBpwTTivng aglotmoTiag (Human Reliability Assessment — HRA).
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H HRA xpnoiuotrolei TTOIKIAEG TTOIOTIKEG KAl TTOCOTIKEG UEBGOOUG, Ol OTToiEC £XOUV
avaAuBei ouykevTpwTikA atrd Toug Bell kair Holroyd (Bell & Holroyd, 2009). Mia até
QUTEG TIG EBODBOUG TTOU PTTOPE va Bpel Epapuoyr] oTov ToPEa TNG aoPAAEIag ival n
emmovopalouevn HEART: TeXVIKEG eKTIUNONG Kal PEIWONG Twv avBpwmvwy Aabwv

(Human Error Assessment and Reduction Techniques - HEART).

‘Exel atmodeixtei, 61 n evowpdtwon ¢ HRA otn dladikaoia ekTipnong Kivouvwy,
ETTNPEACEl TO ATTOTEAEOPATA KAl Ba ETTPETTE VA gival avaTtdoTTaoTo KOUNAT TNG (Gu,
Lu, Li, & LI, 2014). H amoteAeopatiky HRA, 6x1 JOVO CUUTTANPWVEI TNV EKTIUNON
KIVOUVWYV, ARG BonBAcl TIG ETTIXEIPAOEIS KAl TOUG OPYAVICUOUG VO avaTTTUEOUV Jia uyin

KoUuAToUpa oTa Béuata ac@aleiag (French, Bedford, Pollard, & Soane, 2011).

H péBodog HEART, civar pia péBODBOG TTOU  TTOCOTIKOTIOIED TNV  AvOPWTTIVN
OUMTTEPIPOPA, avTIoToIXiCoVvTag KABE evépyela ae Eva aTTd TOUG TTAPaKATW TUTTOUG:
e AyvwoTn OTO0 ATOMO €vEPYEIA, TTOU TTPAYMATOTTOIEITOI €V TAXEl KAl XWPIC
ETTIYVWON TWV CUVETTEIWV
e Emavagopd ) aAkayn TG KatdoTaong evog CUCTHMATOG XWpPig KaBodriynon
e Emavagopd r} aAAayr TG KaTtdoTaong evog CUCTHNATOG JE KaBodriynon
o ATTQITNTIKA £pyQoia TTOU ATTAITEI KATAVONON KAl IKAVOTNTA
e 2 XETIKA ATTAN) EPYOCIia TTOU TTPAYUOTOTTOIEITAI OTIYHIQIC
o Epyacia poutivag
o [VWOTA OTO ATOUO gpyacia TTOU €xEl EAOKNTEI KOl TTPAYHOTOTTOIEI OUXVA, ME
ETTIYVWON TWV EMTITWOEWY Kal Xpovo va diopBwbouv mbavd Adbn
o AvTidpaon o€ evTOA} TOU OUCTHUATOG

o Epyaocia Tou dev aviKkel OTIG TTAPATTAVW KATNYOPIES

Me Bdon To €idog TNG epyaciag Kal To ATOPo/TOV £pyalOUEVO TTOU TNV TTPAYHOTOTTOIE,

n péBodog HEART trpoBAétrel Tnv mBavéTnTa AdBoug (Evans et al., 2016).

Ta mapamdvw, €kTOG Tou OTI TOvi(ouv akOua pia @opd Tn oTroudaidTnTa TOU
avBpwTTivou TTapdyovTa yia TNV aoc@AAEia OTIG ETTIXEIPNOEIG, Pag odnyouv OTO
ouuTrépacpua, Ot pia oAokAnpwpévn pEBOBOG agloAdynong Twv epyalopévwy,
xpelagerar va AdauBdavel uttoywiv Kai To €id0g TNG Epyadiag XPNOIKNOTIOIWVTAG HEBOBOUG
OTTWG N HEART Kail KATAAANAEG PETPIKEG.
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3.6. ZXEZH OPI'ANIZMOY KAI EPFTAZOMENOY QZ KINHTPO
NA ZYMMOP®QZH

Ta KivnTpa TTOU £XOUV O £pYAdOUEVOI VIO VO CUUHOPPWOOUV E TOUG KAVOVIOUOUG
aoQaAgiag, TTaiouv ONUAVTIKO POAO OTIG TEAIKEG TOUG OUUTTEPIPOPEG Kal evEPYEIES. Ta
KivnTpa oxeTiovral o€ onUAvTIKe Babud pe Tov TUTTO TNG ETTIXEIPNONG, TA €PYACIAKA
KaBAkovTa Kal poAo, To BABPG IKAVOTTOINONG TOU £pYACOUEVOU PE TNV EPYATia Kal TOV
£pPYodATN TOU (TT.X. ME TO MIOBOG, UE TN OXECN TOU PE TOUG AVWTEPOUG TOU, UE TIG TTAPOXEG

TNG ETTIXEIPNONG), KABWG KAl TNV aPOoTiwaon Tou epyadopévou.

‘Exel de1xTeEl 0TI EpyalOUEVOI OE HEYOAUTEPEG ETTIXEIPNOTEIG KAl OE TOUEIG TTOU OXETICOVTAl,
METOEU GAAwv, YE TO OTPATO, T OIKOVOMIKA, TIC TNAETTIKOIVWVIEG Kal TO OladiKTUO
EUPAVICOUV TTIO ACPAAEIC CUPTTEPIPOPES OE O,TI EXEI VA KAVEI E TN DIAXEIPIoN KWOIKWY
ao@aAeiag. To avTiBeTo TTapaTnpEiTal yia Toug IEpapxiké upnAdBabuoug epyalduevoug
Kal ekeivoug TTou epyalovTal o€ dloiknTikEG Béoelc. ETmiong, o BabBudg ikavotroinong
eMOPA OeTIKA OTN CUPUOPPWON MHE TOUG KAVOVIOUOUG aogalegiag. MeyaAuTtepo
O1doTNUa Kal JoviudTnTa o€ Jia B€on, uwnAdTEPO €166dNUA, £XOUV GaV ATTOTEAECHUA O
epyalopevog va eTTEVOUEI TTPOCWTTIKA OTNV ETIXEIPNON/OpYyavioud Kal va QEPETAI

avaAoywg (J. Stanton et al., 2004) .

Ta mapatrdvw uttodeikvuouv OTI N KaTdoTaon Tou gpyalouévou Kal n Béon Tou oTnv
eTmxeipnon, cuvoudadovTal PE TOUG TTPOCWTTIKOUG KAl ATOUIKOUG TTAPAYOVTEG TTOU £X0UV
avoAuBei TTapaTTavw, Kal dIAPNOPPUVOUV TNV TEAIKN TOU CUNTTEPIPOPA. ETTTAéov, TO
KaTd TG00 0 OpYyavICHOG 1 N £TTIXEIPNON QaiveTal va epapudlel dikala Kal UVETA TOUG
KAVOVIOUOUG ao@aAciag, evioxUel TNV TTpayuatikr meavornta cupduépewaong (Willison
& Warkentin, 2013). Eival Aoimtév onuavtiké va Aaufdavovtar uttéygiv, 1600 yia TV
agloAdynon aAAG kai yia TR SIa0QANIon €MOUUNTWY CUNTTEPQIPOPWY MHECW TNG

dnuioupyiag pia eUVOIKAG KATAOTAONG Kal KAiJATOG.
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KepdAaio 4: TO GAINOMENO TOY GAMIFICATION

4.1. OPIZMOZ TOY ®AINOMENOY

4.1.1. TENIKA

O 6pog gamification (TraixvidoTToinon) ava@EépeTal o€ Yia TAon TTOU EPPAVIOTNKE TA
TEAEUTAIO XPOVIO, VO EVOWMNATWYOVTAI OToIXEia atmd Traixvidla o€ OladpaoTIKG
OuCTNMATA, JE OKOTTO va augnBei n atroTEAEGUATIKOTNTA TOUG, XWPIG OUWG TO TEAIKO
Tpoidv va utropei va BewpnBei Taixvidl (Deterding, 2012). H tTaixvidotroinon kai 1a
TTaxvidla, €ival dUo JIAPOPETIKA PYOAEIQ TTOU XPNOIUOTTOIOUVTAI UTTO TRV €UpUTEPN
évvoia Tou Traixvidotroinuévou oxedlacuou (gameful design). To gamification eival
aTroTéAEOpa TNG MEYAANG agiag TTou divouv ol dvBpwTrol oTta TTaixvidia. EidikoTepa Ta
wnelaka TTaixvidia, TTou avamTicoovTal Kal TTAnBaivouy Siapkwg Ta TEAEUTaIa Xpovia,
a1ToTEAOUV TTAEOV QVATTOCTTIAOTO KOUMATI TNG KABNUEPIVOTNTAG KAl TNG Yuxaywyiag Tng
onPavTikAG TTAglovOeTNTAG Twv avBpwttwyv. O okotdg Tou gamification, €ival n
EKMETAAAEUON TWV OQEAWV Kal Twv BeTIKWV ouvaloBnudtwy Kal KIVATPWY TTouU

OnMIoUPYOUV Ta TTAIXVIOIQ, O€ TTOIKIAOUG TOWEIG Kal hE BIaQOPETIKOUG TPOTTOUG.

‘EwWG Kal OAUEPA, N £PEUVA YIA TNV OTTOTEAEOUATIKOTNTA TOu gamification TTapapével
eEANITTAG Kal o1 atTéwelg dipopoUlpeves. MNapdho TTou yiveTanl AGYOG yia TTOIKIAG OQEAN,
Aiyeg €ival o1 peAéTeg TTOU Ta ammodeikviouv oTtnv Tpdén. To gamification £xel
eQapuooTei OGN oe TTOAOUG ToUEIG, OTTWG gival N eKTTAIdEUON, N ETTIKOIVWVIO KAl TO
KOIVWVIKG OiKTUd, N uyeia, o TTANBOTToPIoUAG, N BiwoiudtnTa, N £Viagn véwv aTOuwV
o€ pia opdda, n TANPoPopIKn, N €peuva, To marketing. QoTd00, OTIG TTEPICCOTEPEG
TTEPITITWOEIG Ol £PEUVEG QUTEG OTEPOUVTAI BewpnTikoU UTTORABPOU Kal OTATIOTIKAG
avéAuong. Etiong, yévo pia pikpA pepida Twv SI0BECINWY OTOIXEIWV TTAIXVIBIWY £XOUV
epappoaTei otnv TPAEN Kal £xouv eAeyxBei. Ta atToTeEAEOPOTA €ival YEVIKG BETIKA A
aoa@n, Kal EEaPTWVTAl ONPAVTIKA aTTO TO TTAQICIO TNG €PEUVAG KAI TOUG CUPMPETEXOVTEG.
MapdAa autd, cival KoIvWwG aTTODEKTO, OTI TTPOKEITAI yIa Wi TTOANG UTTOOXOMEVN

OTPATNYIKI TTOU ETTIPEPEI ON atToTeAéopaTa (Seaborn & Fels, 2015).
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4.1.2. NAIXNIAIA KAI ZTOIXEIA NMAIXNIAIQN

Omwg mpoavagépbnke, 1o gamification avagépetal oTnv evOWPATWON OTOIXEIWV
TTaIXvIdIWV o€ GAAa S1adpacTiKG cuoTripaTa. Ti Bewpeital duwg TTaIxVvidl Kal Trola gival

Ta OTOIXEIO TOU;

2Uhewva pe Ttov Juul (2003), éva traixvidl €xel €61 BACIKA XOpPAKTNPEIOTIKA: TOUG
KAVOVEG, KATTOIEG METABANTEG, TTOCOTIKOTTOINCIKO ATTOTEAECOUATA, ATTOTEAEGUATA TTOU
£€xouv acia, TTpooTrdBela atrd TN YEPIG TOU XPHOTN, £TTEVOUCN ATTO TN MEPIA TOU XPNAOTN
Kal OIaTTPAYUATEUCIMEG ETTITITWOEIS YIa Tov XpNoTn. ‘Eva traixvidotroiyévo auotnua,
EVOWMATWVEI £Va A Kal TTAPATTAVW ATTO QUTA TA OTOIXEIA, XWPIC OUWG VA PMETATPATTEI
10 010 o¢ Traividl. AgiCer va onueiwBei 6T Ta Opia, OTToU To cUCTNUG apyilel va
Bewpeital TTaIXVidl, TTapapévouv PPl Kal TTpdo@aTa acagr (Seaborn & Fels, 2015).

Mia rpootrddeia Tagivounong Twy oToixeiwv Twv TTaixvidiwy (5 levels of abstraction),

@aivetal TTapakdtw (Deterding, Dixon, Khaled, & Nacke, 2011):

Level Description Example

Game interface Common, successful interaction design compeonents and design solutions for Badge, leaderboard, level
design patterns a known problem in a context, including prototypical implementations
Game design Commenly reoccurring parts of the design of a game that concern gameplay Time constraint, limited resources, turns
patterns and
mechanics
Game design Evaluative guidelines to approach a design problem or analyze a given Enduring play, clear goals, variety of game styles
principles and  design solution
heuristics
Game models Conceptual models of the components of games or game experience Mechanics-Dynamics-Esthetics (MDA): challenge, fantasy, curiosity:
game design atoms; Core Elements of the Gaming Experience (CECE)
Game design Game design-specific practices and processes Playtesting, playcentric design, value conscious game design
methods

Eikdva 1: Zroixeia Maiyvidiwv

‘Exouv TTpoTaBei Kai GAAEG opadoTToINCEIG OTOIXEIWY TTaIXVISIWV ava Ta xpovia. H
Vassileva, opadoTtrolgi Ta oToIXEIO i} AAAIWG TOUG PNXAVIOUOUG TTaIXVIOIWY, WG €ENG:
Id1oKTNoia (T1.X. TTOvTOoI, dWPA, TTapAonua), EMTEUYUATA (EVOEIEEIG ETTITUXIOG), OTATOUG
(BaBuoi kai eTTiTTeda ETMTEUYPATWY), OUVEPYAOIA KAl ATTOOTOAEG (TTPOKANCEIG TTOU
TTPETTEl VO OAOKANPWOOUV OE OUYKEKPIUEVO XPOVO KAl OTTAITOUV OUYKEKPIMEVEG
IkavoTnTeg) (Vassileva, 2012). O Kapp, (2012), etriong kataypd@el yia Aiota oToIxgiwv
TTaixvidiwy, n otroia TTePIAAPPAvVEl OTOXOUG, KAVOVEG, QAVTAYWVIOPO, Cuvepyaaoia,
XPOVIKO  TTEPIOPIONO,  emBpdBeuon, emimeda  maixvidiol kKol OUOKOAIAG,
avatpoodotnon (feedback), agAynon Tng TTopeiag Tou TTaIKTN, QIGONTIKA (TT.X.

appovia). EtriitAéov, ol Hunicke, LeBlanc and Zubeck (2004), avémrTuéav 10 PHOVTEAO
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MDA (Mechanics, Dynamics, Aesthetics). O1 pnxaviouoi (mechanics), avagépovral
oTa oToIxEia TTaIxvISIoU TTou evowuaTtwyvovTal oTn dieTTan XpnoTn (user interface) kai
TOUG OXETIKOUG aAyopiBuoug. Or1 duvapikég (dynamics), avagépovial OTov TPOTTO
aAANAeTTIOpaoNG Tou XPAOTN WE TOUG INXAVIoUOUG Kal TEAOG, N aioOnTikA (aesthetics),
TEPIYPAPEl TN ouvaloBnuaTiKh avtidpaon Tou XpHoTtn oTig duvapikég (Hunicke,
Leblanc, & Zubek, 2004).

Kard Tnv evowpdtwon aoToixeiwv Ttaixvidiwyv o d1adpacTiKd cuoTANaTa, E€ivai
ONPAVTIKO VO PNV TTAPEUTTOBICETAI O aPXIKOG OKOTTOG AsiToupyiag Toug. To gamification
oToXeUEl OoTNV BeATiwon Twv cuoTnudtwy, TNV KIVNTOTTOINON TOU XPRHOoTh Kal Tnv
BeAtiwon Tng eutraipiag Tou. MNa autd Tov Adyo, Ta oToIxeia TOUu TraIXVIOIOU TTOoU
XPNOIYOTTOIOUVTAI, AVTAOUVTAI KUPIWG aTTO TO TTPWTO KAl TTIO CUYKEKPIYEVO, CUUQWVA
pe Tov Deterding, etitredo, TTou €ival Ta oToixeia Tou TrEPIBAAovToG (interface
elements) 1 aAAILOG 01 Pnxaviopoi cUugwva he To JoviéAo MDA (Lavoué, Monterrat,

Desmarais, & George, 2018).

4.1.3. ZXEAIAZTIKOI KANONEZ

Mpokeipévou va e@apuooBei To gamification, wg epyaAcio OTIG ETTIXEIPOEIG KAl GTOUG
opyaviououg, gival atTapaitnTo va yivouv katavonTd 1600 A £vvola Tou TTaixvidiou, 600
Kal ol Bagikoi oXedIACTIKOI KAvOveg TTaixvidiwy. Avd Ta xpovia, £XOouv avaTtrTuxdEi,
TpoTaBei kKal agloAoynBei TToOAAaTTAOI oxediaoTikoi kavéveg. E¢akolouBouv BERaia va
uTTapXouv OdloQwvieg MPETAlU Twv OXEDIAOTWV TTaIXVIOIWY, TTAvVW O BaoiKoug
oX€0I00TIKOUG KAVOVEG (TToIa €ival T ATTAPAITATA OTOIXEIO YIQ VA IKAVOTTOIOOUV £va

XPNoTn, TTOI0 €ival TA TTIO ATTOTEAECPATIKA KivnTpa, KTA.).

MNa mapddeypa, or Cunningham and Zichermann (2011), kataAfjyouv oTo OTI yia ThV
avamTuén evog TTaixvidioU gival ONPAvVTIKO va avaAuBei €K Twv TTPOTEPWYV TO KOIVO
XPNOTWYV OTO OTT0I0 OTOXEUEI, O TPATTOG JE TOV OTTOI0 0 XPHOTNG UTTOPEI VA Yivel TTOAU
KOAOG Kal 0 avTioTolxog Babudg duokoAiag, o TPOTTOG PUE TOV OTTOI0 EVIACOOVTAI VEO!
XpPNoTeg. lNpoTeivouv €1Tiong, Mia O€Ipd aTmapaiTATWY yid €va EMMITUXNMEVO TTAIXVidI
MNXaviopwy, ol otroiol TrepIAauBdvouy, PeTagld aAAwyv, To ouvexég feedback kai Tnv
gvioyuon Twv XpnoTwy, TNV avayvwpeion TPoTuTTwy, Tn cUAAoyn, TNV opydvwaon, TIG
eKTTAALEIG, T BWPA, TO PAEPT KAI TOV POPAVTICHO, TNV AvayvwpIoT ETTITEUYHNATWY, TNV

nyeoia, Tn @AKN Kai T d6&a, TNV npwoTroinon. H Tmapamdvw B£0n Kal ynxaviouoi 6
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yivovTal atrodekTd atrd 10 gUVOAO Twv OXEOIOOTWY TTAIXVIOIWYV, METAEU TwY OTTOIWY Kal
0 Bogost, évag atmod Toug ueyaAUuTepoug eTIKPITEG Tou gamification (Bogost, 2011).

‘Evag akoua onuavtikog TTapdyovtag TTou TTPETTEl va AauBaveral utrogilv KaTté Tov
oxedlaoud evog TTaixvidlou, gival To €id0¢ Tou KIVATPOU TTou TTPETTel va &0Bei aTov
XPNOTN WOoTE va emevduoel o€ €va Traixvidl. Me Bdaon tov Zichermann (2011), €ival
QATTOPAITNTO VA ETTIOTPATEUOVTAI TOOO £CWTEPIKA KivnTPaA (TT.X. XPNHATIKA apoifr]) 600
KAl E0WTEPIKA KivnTpa. Me Tov 6p0 e0WTEPIKA KivnTpa, UTTOdNAWVETAI N TTPOBECN £VOG
XPNOTN VA EKTEAECEI Hia EVEPYEIQ, OTN CUYKEKPIUEVN TTEPITITWON VA TTAIEEI Eva TTAIXVIDI,
€TTEION AUTO CUPQWVED JE TIG E0WTEPIKES TOU adieg KAl TOU TTPOCPEPE! IKavoTToinon. Ta
€EWTEPIKA KivNTPA, av Kal onpavTikd, Ogv gival TTavta atrd HOva TOUG APKETA YIa VO EXEI
éva TTaixvidl atrxnon. MahioTa, €xel deixBei OTI Ta CWTEPIKA KivnTpa avaoTéEANOUV Ta
eowTepIkA KivnTpa (Deci, Koestner, & Ryan, 2001). ¢ pia épeuva atrd Toug Hanus Kai
Fox (2015), eAéyxBnKe TO KivnTPO KAl TA ATTOTEAEOUATA PABNTWY, CUYKPivovTag dUo
TaEeigc padnTwy. O1 idleg péBodor ekTTaideuong xpnoipoTroinénkav kalr oTig 800
TTEPITITWOEIG, AAAG OTN Pia atrd aUTEG EVOWNATWONKAV OTOIXEIO TTAIXVIOIWV OE TTOAAEG
oladikacieg. Ta amoteAéoparta €deifav O oI paBnTég TG TAENG OTnv OTToia
eQapuoéoTNKE TOo gamification, ATav AiydTEPO KIVNTOTTOINUEVOI KOl TAUTOXPOVA TTETUXAV
XEIPOTEPO atToTEAEOPaTA OTIG TEAIKEG afloAoynoelg. Mapatnprbnke 611 n TTAPOXN
eEWTEPIKWYV KIVATPWYV (TT.X. TTOVTOI, TTapAcnua), MEIWVEI TO €0WTEPIKA KivnTpa Kal
emMOPA apvnTIKG oTnV KivnToTroinan. To idlo cuufaivel kal Je Tn oUyKpPIoN METAEU TwV
pMaBnTwyv péow katatdéewv (leaderboards) (Hanus & Fox, 2015). Mporteivetal, TTaAI
até Tov Zichermann (2011), 611 gival oKOTIHO Ta €EWTEPIKA KivnTpa va oxedidlovTal
0a va ATavV €OWTEPIKA KivnTpa. AUTO TTPAKTIKA Onuaivel, 0TI Ta eEWTEPIKA KivnTpa
TPETTEl VA PETAQPAZOVTAl KAl VO UETATPETTOVTAI O ECWTEPIKA (TT.X. TO XPNHATIKG

ETTAONO YETATPETTETAI OTNV ATTOKTNON Status).

4.1.4. TYNOI NAIKTQN

Omwg  mpoavo@épbnke, TTPOKEINEVOU  va  avaTrTuxBei  €va  Traixvidl n éva
TTAIXVIDOTTOINKEVO OUCTNUA, Eival ONPAVTIKG va UTTAPXE! ETTIYVWOTN TOU KOIVOU TTAIXTWVY
OTO OTT0i0 OKOTTEUEl. H avAdAuaon Tou KOIVOU TTaIXTWY, KPIVETAI OKOTTIO VA 0UVOUAOTEI
ME TNV KATAAANAN KATNYOPIOTTOINON TWV TTAIXTWY, WOTE VO EVOWHATWVOVTAI TO
avTioToIXa OToIXEia TTaIXVIOIOU, ME TNV TIPOOTITIKI VA ETMIQEPOUV  KAAUTEPQ

atroTeAéopaTa.
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ZUh@wva ue Tov Bartle (Bartle, 1996), uttGpyouv TE0OEPIG TUTTOI TTAIXTWYV, UE BAon TNV
guTTEIpia TTOU atTodnToUV aTTd £va TTaiXVvidl:

o Killer: Ta TTapadeiypa, Killer Bewpeital o TTaixTNG TTOU TTPOTIMAEI TTAIXVIOIX
€€0AGBpeuong avTiITTdAou, pdaxng kail emmRiwong.

e Achiever: O1 Traixteg TTOU O€ €va Traixvidl BEAouv va ETMOIWKOUV VO
TTETUXAIVOUV OTOXOUG, VO OAOKANPWVOUV OTTOOTOAEG Kal va atToAdpBAvouy Thv
eMPRpPaReuon.

o Explorer: O1 Traixteg TOU atrofnTouv aTrd €va  TTaIXvidl TNV euTTEIpia
€Eepelivnong Kal avakaAuywng.

e Socializer: O1 TraixTeg TOU EMOUPOUV VO KOIVWVIKOTTOIOUVTAI HECO aTTd éva

TTaUYVidl.

Mia aképa Tagivounon traixtwy, gival n tagivopnon BrainHex (Nacke, Bateman, &
Mandryk, 2014), cUJ@WVQA PE TNV OTTOIO UTTAPXOUV £QTA TUTTOI TTAIXTWV:

o O Seeker, TTou avagntd TNV avakaAuyn Kal TNV £¢epelivnon.

o O Survivor, TTou atroAaupavel To aiocBnua Tou KivoUvou Kali TIG aTTodPACEIG.

o O Daredevil, Trou ammoAaupavel Ta pioka.

e O Mastermind, tTou amoAaufdver va AUvel ypiQoug Kal va KATAOTPWVEI

OTPATNYIKEG.

e O Conqueror, TTou atmodnTd TIG AVOUETPACEIG PE IKAVOUG aVTITTAAOUG.

e O Socializer, Tou €mOIWKEI TNV KOIVWVIKOTTOINOT ME TOUG UTTOAOITTOUG TTAIKTEG.

e O Achiever, 1ou amoAaupdavel va OAOKANPWVElI ATTOOTOAEG TTOU  TOu

avaTibevral.

H otdon evog traixTn atrévavT oTo TTaixviol, e¢aptdral o€ yeydAo Babud atod Tov TUTTO
TTQiXTn TTOU Tou avTIoTOIXEL. [Na TTapddeiypa évag Seeker Ba e¢epeuvrioel TTIO TTOAU TIG
duvaTOTNTEG KaI Ta BIABETIUa OTOIXEIa TOU KAOTOTE TTaIXVISIoU 1} cucTAaTog. ETriong,
€vag TTaiXTnNG MTTOpEi va evrdooetal o€ Trapatrdvw ammd pia katnyopies. Kdbe
KATNyopia, EKTTPOCWTTEITAI aTTO €va OUVOAO PNXAVIOUWYV TTaiXVvIdIoU, OTTWG auToi
opioTnNKav TTapaTTavw, Kal 0 TUTTOG TOU TTaixTn KaBopileTal atrd 10 evOIaQEPOV TOU yia

TNV KABE OPAda UNXAVICHWV.

2. € TTEPITITWON TTOU TO oUCTNHA OTO OTT0I0 Ba epappooTei To gamification dev oToxeUEl
o€ KATTOIOV OUYKEKPIPEVO TUTTO XPAOTN, Ba TTPETTEl VA EVOWNATWVOVTAI UNXAVIOUOI
TTOU VO PTTOPOUV va TpaBRgouv 1o evdia@épov OAwV TwV KATnyopiwy TraixTwy. Me
auTév Tov TPOTTO, dIac@aAileTal 0TI TO cUCTNUA Ba yivel amodexTd Kal Ba €xEl ATTiXNON

O0TO OUVOAO TWV gpyadopévwy TG ETTIXEIPNONG.
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4.1.5. GAMIFICATION FRAMEWORKS

Méxpl kal oApEpa, dev £xouv TTPOTABEI TTOANG BewpnTIKA TTACICIA, TTOU VA KaTeuBUvouv
TNV €Qapuoyr Tou gamification o€ cuoTAUATA, KAl AKOPA Kal T UTTAPXOoVTa Oev £XOUV
eAeyxBei otnv TPaGEN. ‘Eva atmod 1a TAaioia TTou €xouv TTpoTabei, oTnpileTal oTn Bewpia
auTtodidBeong (self-determination theory - (Ryan & Deci, 2000)) kai TTepIAauBAavel
Té00epa oTAdIA: TOV OPICKO TOu KUPIou OTOXOU TOU TraixVvidioU, Tov opioud Tou
eowTepIKOU KIVATPOU, TNV €mmAoyr, ME Bdon Tn Bewpia autodidBeong, PNXAVIOUWY
Taixvidiou TTou Ba evowpatwBouv Kal Tov OpIcUO Tou TPOTToU agioAdynong Tou

mAaiciou (Francisco, Luis, Gonzalez, & Isla, 2012).

O Blohm and Leimeister (2013),mTpoteivouv pia service-based oTpatnyikf, pe Ta
OTOIXEia TOU TTaIXVIBIOU TToU £@apuolovTal va oTnpifovTial 0To OTOXO TOU €KAOTOTE
ouoThPaTOG. AKoAouBei €vag Tivakag ammd Toug Blohm kai Leimeister (Jan &
2013),

OTOXWV/KIVATPWV.

Leimeister, ME Mia €eVvOEIKTIK QVTIOTOIXION OTOIXEIWY TTAIXVIOIWV KOl

Game element: mechanics Came element: Motives
dynamics
Documentation of behavior Exploration Intellectual
curiosity
Scoring systems, badges, Collection Achievement
trophies
Rankings Competition Social recognition

Ranks, levels, reputation points
Group tasks
Time pressure, tasks, quests

Avatars, virtual worlds,
virtual trade

Acquisition of status
Collaboration
Challenge

Development/
organization

Social recognition
Social exchange
Cognitive
stimulation
Self-determination

Eikéva 2:Zroiyeia maiyvidiou kai Kivnrpa

H ouykekpiyévn oTpatnyikf, oOTnPICETal OTNV  EKPETAAAEUON E€COWTEPIKWY KAl
€EWTEPIKWY  KIVATPWVY PEOCW KATAAANAWV OToIXEiWV TTAIXVIOIWY, ME OKOTIO va
TPaBAEouV TO evOIOPEPOV TWV XPNOTWV Kal va emMOPACOUV OTn CUUTTEPIPOPA TOUG,

KATI TTOU aTTODEIKVUETAI XPACIKNO OTOV TOPEA TNG EKTTAIdEUONG.
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Mapopoiwg, o Werbach kai Hunter (2012), TrpoTeivouv éva TTAaicio TTou TrepIAapBAvel

ouoTaTIKA  gToIXEia (components), unxaviopoug (mechanics) kai  SUVOUIKEG

(dynamics). H Trapakdrw €ikéva, atmo Toug Reiners kai Wood (Reiners & Wood, 2013),

QTTEIKOVICEI TO OUYKEKPIPEVO TTAQICIO.

U'.(’l’)

achievements
challenges
cooperation
feedback
ownership

transactions TN
stochastics “ap,
b
b
Components fun
objectives Pasgi,
targets T
&
points wation
badges A motiv?
leaderboards emotions
quests relationships
competition narratives
virtual goods storylines
gifting/sharing
levels

Eikova 3:Werbach & Hunter framework

Me Bdon 1O OUyKeKpIYEVO TTAQIOIO, yIO TO OXEDIAOWO €VOG TTaAIXVIOOTTOINUEVOU

OUCTAPOTOG, €TTIAEyovTal TA KATAAANAQ OTOIXEIQ, YNXAVIOPOI KAl OUVOUIKEG, TTOU VO

€EUTTNPETOUV OUYKEKPIPEVO OKOTTO (intention), 0 OTTOI0G TTPETTEI VA €ival OPICUEVOG €K

TWV TTPOTEPWYV. H eTIAoyn oToIXEiwy, TTEPa atrd TO OKOTTO, £€apTATAl Kl ATTO TO KOIVO

XPNOTWYV TOU CUCTANOTOG, TO BIaBETINO AoyIouIKO Kal epyaAeia. TETola aToixeia givai:

Ta mapdonua (badges), Tou atmodidovral o€ TTEPITITWON TTOU O XPNOTNG
oAokAnpwvel KaTmolo KaTopBwpa. Ta mapdonua atmoteAolv, OTTwG £xel NdN
avaepBei, KivnTpo yia TO XPAOTN, XWPEIG va uttdpXel Kal va dnuioupyeital
&ekABapoOg avTaywvIoHOG.

O1 mivakeg katatagng, TTou evBappUvouv TOV Uyif avTaywvioud HETAU Twv
XPNOTWV.

O1 ommooToAéG, TTOU  €ival KOAG OpIopéveG OOKIPMOOIEG WE OKOTTO TnV
empBpdpeuon.

O €ubUg avTaywVvIoPOG/avauETpnon HETAEU TTAIKTWV.
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Ta eikovik@ ayabd TTou BewpolvTal TTOAUTIUG KAl CUXVA TTPOCPEPOUV KATTOIO
TIAEOVEKTNG OTOV XPAOTN.

H avraAhayl dwpwv Kal TO POIpaCHa QVTIKEIMEVWY Kal £QOdIwV PETALU TwV
XPNOTWV.

Ta etrireda OUOKOAIAG, TTOU CUVEXWG BivOouv VEEG TTPOKAACEIS OTO XPNOTN.
Otav n duokoAia auéaveTal Pe TO TTEPACHA TOU XPAVou, 0 XPROTNG €ival IKAVOG

VO QVTIMETWTTIOE! TNV KABE vEa TTPOKANCN.

O1 unxaviopoi eivalr pia évvola TTO yevikr) ammd Ta OTOIXEia TToU avagépbnkav

TTapatmavw. AQopoulv Trn OXECN TOU XPAOTN WE TO TTPOTEIVOUEVO TTAQICIO KAl TNV €EEAIEN

TWV OToIXEIWV O0TO XpOvo. OpPIoHEVOI UNXAVIOHOI TTEPIYPAQOVTal TTAPAKATW:

EmTevypara. Ta emTeUyuaTa avag@EépPovTal 0TOUG OTOXOUG TTOU €XEl O XPrROTNG
Kard T1n Oldpkeia Tou TTauXVvIOIoU (TT.X. OAOKArjpwon evog ouvoAou
OpPACTNPIOTATWY, CUYKEVTPWON OPICHEVWY TTOVTWV)

MpokAAfoeig. O1 TTPOKAACEIG apopoUV KABOPIOUEVES EPYATIES, TWV OTTOIWV N
oAokAApwon atraitei TTpooTTdBeia atmmd TNV TTAEUPd Tou XPHOTN Kal €XEl WG
TTPOATTAITOUNEVA OPIoHEVA ETTITEUYUOTA.

2uvepyaaoia JETAgU TWV XPNOTWV.

Mapoxn feedback, péoa ammd mivakeg katdragng, unvopara, KTA. Méoa arré 1o
feedback, o xpAoTng éxer emiyvwon Twv AaBwv TOU Kol JTTOPEi va
QUTOREATIWVETAI KOl va TTpOCapuoleTal.

IdioKkTNCia epodiwy TToU YTToPOoUV va aTToKTNBoUV, va XpnoihoTroinbouyv Kal va
avtaAAayBouv.

Mpbdodog. H mpdodog avagépeTal o OTOIXEIA OTTWG gival ol PTTAPES TTPOOdOU
(progress bars), TTou divouv Tn duvaTdTNTA TTAPAKOAOUBNONG THS TTPOOGDOU TOU
XproTn.

2UVOAAaYEQ METAEU TWV XPNOTWV.

2T10IXEia TUXQIOTNTAG, TTOU TTP0oCodidouv aBeBaidTnTa Kal KaBIoToUv To oUCTNUA

M0 EUXAPIOTO.

O1 duvapikég givalr oI TENIKEG OUMTTEPIPOPEG KAl aAAnAemdpdoelg avapeoa OTOUG

XPNOTEG, TTOU TTPoKaAoUvTal atrd Ta TTapatTdvw OToixEia Kal pnyxaviopoug. Ol

OUVaMIKESG eEapTwvTal 0€ Peydho BaBud armmd Tov TUTTO Kal TNV TTPOCWITIKOTNTA TOU

TTAiKTN, YO auTo Kal TTPETTEl va oxedidlovTal e TPOTIO TTOU va KaBIOTA €QIKTH TNV

TIPOCAPHOYI TOUG OTOV EKACTOTE XPAOTN. AUVAUIKEG BewpouvTal;

Ta ouvaioBriuarta TTou BILVOUV 01 XPHOTEG, YIa TTAPAdEIYUa n TTEPIEPYEIA i O

QVTOYWVICHOG, Kal JTTopoUV va XPNOIKOTTOINBoUV YIa CUYKEKPIUEVO OKOTTO.
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o Q1 oxéoeig TTou KTiCouv oI XpHOTEG KAl 0dnyouv o€ cuvalioOnuaTIkKEG GUVOEDTEI
(17.X. status)

e Ta oevapla kai o1 I0TOpieg TTou Oivouv TrePIEXOUEVO Kal Oucdia aTo
TTAIXVIOOTTOINKEVO OUOTAMO KAl aTToTEAOUVTAlI ATTO OIAQOPETIKEG TTIOTEG )

emTiTTEDQ.

OAa 1a TTapatmdvw auvoualovTal Kal EEUTTNPETOUV TOV EVIAIO, YEVIKO OKOTTO TOU

OUOTHPATOG.

AvTiBeta, o Nicholson (2012), rpoTeivel pia user-based oTpatnyikr, TTou oTnpEICeTAl
QTTOKAEIOTIKG OTa €0WTEPIKA KivnTpa. Kpiveral atrapaitntn n TTPOCAPHUOYH TwV
puBuicewv Tou TTaIXVIOIOU OTOV €KACTOTE XPNoTn, €I0IKA OTav TO KOIVO OTO OTI0io
QVOQEPETAI TO TTOIXVIOI ATTOTEAEITAI ATTO GTOHA OIAPOPETIKWY £BVIKOTATWY, NAIKIWY,
QUAWYV, YVWOEWV Kal IKAVOTATWYV. Z€ TTapdpola KateuBuvaorn, avamTuxonke Eva value-
based 1TAaicI0 TTOU €TTIONG ETTIKEVTPWVETAI OTA ECWTEPIKA KivnTpa (Sakamoto et al.,
2012).

OAa T1a TTapatmavw TTAciola, &ev €xOuv TTPOG TO TTAPOV £QPAPUOCTEI KAl OOKINAOTEI
EKTEVWG OTNV TTPAEN, aTTOTEAOUV OPWG XPNOIPEG OTPATNYIKES YIA TV AVATITUEN £vOg

gamified epyaAeiou.

4.2. EPAPMOIEZ 2THN A=IOAOIHzH

To gamification €xe1 10N epapuooTei o€ CUCTANATA Kal EpyaAgia aloAdynong pe BeTIKG
N aca@rn amoTeAéopata. To KUPIOTEPO €PYAAEIO OTO OTTOIO €XOUV EVOWMPOTWOEI
oToixeia Traixvidiou gival Ta SJTs (Situational Judgement Tests), Ta OTToI0 UTTOPOUV
€UKOAQ va evioxuBouv e ypagikd, oevdpia, pnxaviopoug feedback, kTA. (Armstrong
et al., 2015). BéBaia, otroiodrmote AAAO TTapadooiakd cUoTNUA agloAdYNoNng PTTOPET
va TPOTTOTTOINOEI WOTE VO EVOWUATWVEI GTOIXEIa TTaIXVIOIWV. [a TTapAdEIyUa, EPEUVEG
KAl TEOT TTPOCWTTIKOTNTAG, UTTOPOUV VA EVOWHATWOOUV OevApIa Kal agriynorn, va
METATPATTOUV O€ I0TOPIEG, OTIG OTTOIEG OI EEETACOMEVOI €ival O TTPWTAYWVIOTEG KOl
QTTOVTOUV Of€ EPWTACEISC TTOU AQPOPOUV TIG QVTIOPACEIG TOUG OF OCUYKEKPIUEVEG
KataoTdoelg. Mrropei, €1dIkOTEpa TNV agloAdynon, va XPENOIKMOTToIoUVTAl KUpiwg

OUYKEKpPIPEVA aToixeia Traixvidiwy (T1.X. OevAapid, TTOVTOI, TTIVOKEG KATATAENG), OUWS
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utTdpxouv TTOAAG TTepIcoOTEPa BlaBéaiua, pe TTOAAG duvnTik& o@éAn (Armstrong,
2021).

2€ OXETIKA €peuva, Katd Tnv otroia eAéyxOnke n TpooBnkn TévTwy oTn diadikagia
agloAOynong dIA@OPETIKWY NAIKIOKWY OPadwy, Ogv TTapaTnPrONKe €Tidpacn oTnv
OKPIBEI0 TWV ATTAVTACEWY, AAAd oThV TaxUTNTA UTTOROANG TOUG. ZUYKEKPIYEVA, TO
dropa TTou UTTORARBNKav oTnv TTaixvISOTToINUéEVN agloAdynorn, atravioloav TTio
ypriyopa ota {nrtoupeva, yeyovog TTou TTBavwg €XEl va KAvEl PE ThV ETITTAEOV
EVEPYOTTOINON 1 KIVATOTTOINON TTOU TTPOCQPEPOUV TA OToIXEia TTaixvidiwy. ETtriong, n
TTaIXVIdOTTOINKEVN €KDOON €iXe HEYAAUTEPN ATTAXNON OTOUG CUMUETEXOVTEG, ATTO TOUG
oTToioug ¢NTrRBnke va agiohoyrioouv Tn d10dIKACIA, KAl TTAPATNERONKE AKOUA Kal Wia
MIKPI augnon Tou evolapEéPOVTOG ATTO ATOPA TTOU apPXIKA DEV NTAV KIVATOTTOINUEVA VA
OUMUETAOXOUV, N OTToia aTToTuTTWONKE Kai oTnv amoédoon Toug (Attali & Arieli-attali,
2015). ErirAéov, o€ avTioToixn épeuva atmo Tov Wang (2015), oxedidoTnke £va Kouil
ME To 6voua Kahoot, To oTToio XpnolpoTTolEl TTOVTOUG Kal KATATAEEIS. Ol CUUMETEXOVTEG
£dwoayv BeTikod feedback kair dnAwaoav 611 diackédaaav Trn HETAlU Toug aAAnAeTTidpaaon,
o1 Biwoav Tov avraywviouo kai 6T Tpdyuat égabav. (Wang, 2015) Aé Tnv aAAn, ol
Moccozet, Tardy, Opprecht and Léonard (2013), e¢€Tacav Tn xprion TTOVIWY w¢ JECO
evioxuong tng opadikOTNTAG Kal TG EVEPYOUG CUNPMPETOXNG O€ TTAATQOPPESG OPADIKNG
€PYQOiag, OTIG OTTOIEG Ta ATOUA piag opddag poipdfovTal Kal agIoAoyouv TTANPOPOPIEG.
Ta amoteAéopata @avnke va gival Tpayuar BeTikd. (Moccozet et al., 2013) T€Aog, ol
Cheong, Cheong, and Flippou (2013) xpnoigotroinocav oTn €peuvd TOug £va
TTAIXVIBOTTOINKEVO EPYOAEio PE To Ovoua Quick Quiz, TTOU XPNOIYOTIOIEI TTOVTOUG Kal
katatdgelg kai rapéxel feedback. Ta amoteAéopatd £deigav OTI TO 77% TwWV XpNOTWV
agoaciwonkav kal evdiapépBnkav aAnBiva va pdbouv kai 6T To 46 % Twv XPNoOTWV
olackédacav T dladikacia agloAdynong. ZUVOAIKA TOo 60% Twv OCUPHETEXOVTWY,
oupewvnoav Ot égabav e o atmodoTikd TpdTTo. BéBala, TTpétmel va TovioTei, 6T o€
OAEG TIG TTOPATTAVW £PEUVEG €XOUV DOKIPNOOBE HOVO OUYKEKPIPEVA OTOIXEID TTAIXVIOIWY,
O€ CUYKEKPIYEVA TTEPIBAAAOVTA KAl VIO CUYKEKPIUEVA EPYATIES, YEYOVOS TTOU GNUAiVEl
0TI e€aKoAouBoUV va UTTAPXOUV Kevd TTou XpeldleTal va eAeyxBouv peAlovtikéd (Cheong
& Filippou, 2013).

Mia atro TIG M0 OAOKANPWUEVEG EPEUVEG, TTAVW OTO gamification kal TRV eQappoyn Tou
oTov Topéa TnG agloAdynong, eival ekeivn Twv Selay Arkiin Kocadere kai Caglar
Seyma. O1 ouyypageic avémTuéav éva TTaiXvidotroinuévo oUuoTnua agloAdynong

Baoiopévo oTo Aaiolo Twv Werbach kai Hunter (2012), To 01T0i0 EVOWMATWVEI TTOAA
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OIAPOPETIKA OTOIXEIA KAl INXAVIOHOUG TTaIXVIOIWY, EAEYXONKE OPWG 0 HIKPO apiBud
OUMUETEXOVTWY. To oUuoTnua XPNOoIMOTTOINBNKE yia Tnv €Eétaon pabntwv oe éva
MABNua. ZTn oUVEXEIA, O1 HABNTEC CUPTTANPWOAV EPWTNHATOAOYIA HE EPWTHOEIG TTAVW
OTNV EUTTEIPIO TOUG. ZUNQWVA UE TA EPWTNMATOAOYIA, OI PHaBnTéG dlaoKkEdaocav TN
dladikaaoia, KIvATOTToINONKav, gixav XapnAd etritreda dyxoug Kai opiopévol atrd auToug,
€uaBav péoa atrd auth. BéBala, opIoPEVOl CUPUETEXOVTEG £EEQPOCAY TTAPATTOVA TTOU
gixav va KAVOUV HE TOUG TTIVOKEG KATATAENG, TA «KAEIBWUEVA» ETTITTEDA Kal T OIGPKEIX

NG agloAdynong. (Selay Arkin Kocadere & Cadlar, 2015)

4.3. EOPAPMOIEZ ZTHN EKIAIAEYZH

‘Eva ouoTtnua 1mou agloloyei Toug epyalopévous, UTTopei va agioAoyrioel ouaiaoTiKA
EYYEVH XOPAKTNPIOTIKA TwV aTOPWY, O CUVOUACMO HE UTTAPXOUCEG YVWOEIG KAl
OUMTTEPIPOPEG, TTPAYMATIKEG KAl O aevapia. AuTOg o TPOTTOG AsiToupyiag, KaBioTd 1o
oUoTnua  eKTiNOoNg kai ocuotnua ekmmaideuong. Otav kdBe epwtnon kar PrAua
aglohéynong, ouvodevovtail ato feedback yia Tn cwoTr amdvTnon, o epyalouevog €ite
empBeBaiwveTal, €ite pabaivel To cwaoTd Kai dlopBwveTal . H ektTaideuon gival o Topéag
oTov oT1roio To gamification, ocUu@wva pe ™ BiBAIoypagia, PPIOKEl TIG TTEPICOOTEPES
eQapuoyég. MNa TTapddeiypa, €xel dokipaoBei va kepdifouv ol pabntég «TTévToug
euTTEIpiag» Otav OAOKANPWvouv epyacieg kai ol BaBuoi va petovopaoToUv o€
«emimeda» (Tay, 2010). Axkdéua kol auty n oAAayfl TnG opoloyiag, Bewpeital
TTaIXVIBOTTOINON KAl WTTOPEI va ETTIPEPEI ATTOTEAECUATA, VO KIVNTOTTOINCEl KAl va
OleuKoAUvel TN paBnon. Mpétrel BEBaia va TovioTeil, 6Tl 0 okoTTdg Tou gamification oTnv
exTTaidoguon dev €ival va avTIKATAOTAOEl Ta TTAPAdOCIOKA CUCTANATA, OAAd va Ta
BeATiwoel, dev gival N uddnon auth kaBauTtr, aAAG N aAAayr oTov TPOTTO Hdbnong, oTn
CUMTTEPIPOPA Kal TNV oTdon amévavT otn diadikacia padnong (Landers, 2015). Eivai
TTAVTWG OKOTTIYO, va Yivel AOyog yia Tnv epapuoyr] Tou gamification o€ ouoThuoTa

EKTTaIdEUONG.

H emtuxng Aeitoupyia Ttou gamification otn diadikacia pddnong utrooTnpideTal ammo
apKeTEG Bewpieg. Ma mapddeyua, n Bswpia Tou Gamified Instructional Design,
TEPIYPAPEl avaAuTIKG TIG dUo d1adIKACIEG PE TIG OTToieg To gamification ptTopei va
emnpedoel TN padnon (Landers, 2015; Landers & Landers, 2015). O1 Bswpieg yia
MaBnon péow atmokpicewv (operant conditioning), utrooTnpifouv 6T n pdadnon

EMTUYXAVETAI JEOT QTTO TA ATTOTEAEOUATA KAl TIG ETTITITWOEIG TNG KABE £vEPYEIAG TOU
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xpnotn (Irons & Buskist, 2007). O ouykekpIuévog TUTTOG HABNOoNG, epapuoleTal OTO
gamification péoa ammd TTpooapuoouéva KivnTpa, Ta oTToia Ba utTopolcav va Eival
TOVTOl, TTapdonpa i akOua Kal XpnuaTtika £mabAa. Akoua, uttdpxel n Bewpia
Tpoadokiwy (expectancy theory) Tou Vroom (1964), n otroia TrpoTeivel OTI TO KivnTpo
€vOG aTOUOU yia pia evépyela Kal yia pabnon, eEaptdral ammo 1O av TIoTevEl 6Tl N
TPooTTABeId Tou Ba odnynoel o€ KaAf armrédoon, Ao 1o av TOoTEUEl OTI N KOAR
a1rodoon Ba ETTIPEPEI ATTOTEAECUATA KAI TEAOG, ATTO TO AV T ATTOTEAEGUATA £XOUV agia
yla ekeivo. H Bewpia TTpoodokIwy, Jag Bonbdsl va KaTavoriooule YIaTi n empRpaBeuon,
Kal 6Aa TO QvTiOTOIXO OTOIXEIQ TTaIXVIOIOU TTOU WTTOPOUV va uloBetnBouv (TTovTol,
badges, status, @nun KTA.), €ivalr onuavtikd yia va OWOOuUV KivnTpo OTOUG
epyagopévous TO00 YIa VA XPNOIKOTTOIRCOUV To oUCTNUA agloAdynong, 600 Kal yid va
MaBouv péoa atrd autd. TEAOG, n Bewpia BEoTTiong oTdXWV (e.g., Locke, 1968), Tovilel
TNV aéia Tou idlou Tou TEAIKOU O0TOXO0U YyIa TNV KIVATOTTIOINON TOU aTOuouU. TN Bewpia,
ava@épETal Kal n onuacia Tou PBabuol TTpooAAwong oTov oTéXO0, TNG UTTAPENS
punxaviopou feedback, TG TOAUTTAOKOTNTOG TNG €Pyaciag Kal Twv UTTApXOVTwY
TTEPIOPICUWYV (TT.X. XPOVOC), WOTE va aTToTeEAETEl 0 010G 0 OTOXOG ETTAPKES KivNnTpO.
ZUhQwva Aoimmév pe autd, TEpa ammd Tnv aia Twv OoToIXEiwv TTaIxvIdiou TTou
aTTooKoTToUV  oTnv  e€mpBpdfeucn, avadelkvUeTal Kal N CNUOgia  PNXaviopwyv

TTapakoAouBnong TTpoddou (TT1.X. progress bars).

AkoAouBouv avaAuTIKG O KOTNYOPIEG YVWPIOUATWY TTaIXVISIWY, TTou aglotroiolvTal
oTnv ekTaideuan, 6TTwg diapgopewdnkav amd Tov Landers (2015), otnpi{duevo 0Tn
MEAETN Twyv Bedwell, Pavlas, Heyne, Lazzara, and Salas (2012). (Bedwell, Pavlas,
Heyne, Lazzara, & Salas, 2012)
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Artribute category Definition Example of gamification

Action language The method and interface To participate in an online learning activity,

by which communication students are now required to use game
occurs between a player console controllers (e.g., a Playbtation
and the game itself cantroller)

Assessment The method by which In a learning activity, points are used to
accomplishment and game  track the number of correct answers
progress are tracked obtained by each learner as each learner

completes the activity

Conflict/challenge  The problems faced by A small group discussion activity is
players, including bath the  augmented such that each small group
mature and difficulty of competes for the “best” answer
those problems

Control The degree to which players A small group discussion activity is
are able to alter the game,  restructured such that each decision
and the degree to which made by each small group influences the
the game alters itself in next topic that group will discuss
response

Environment The representation of the A class meeting is moved from a physical
physical surroundings of classroom to a 3D virtual world
the player

Game fiction The fictional game world Lectures, tests, and discussions are
and story renamed adventures, monsters, and

councils, respectively

Hurman interaction The degree to which players Learners participate in an online system
interact with other players  that reports on their assignment

in both space and time progress to other students as they work
Immersion The affective and perceptual When learning about oceanography, the
experience of a game walls of the cdassroom are replaced with

monitors displaying real-time images
captured from the sea floor

Rules/goals Clearly defined rules, When campleting worksheet assignments
poals, and information on on tablet computers, a progress bar
progress toward those is displayed to indicate how much of
goals, provided to the the assignment has been completed
player (but nat necessarily the number of

carrect answers, which would fall under
“Bssessment”)

Eikéva 4: Karnyopies yvwpIoudrwy maixviSiwyv oTnV EKTaideuon

Ta TapatTédvw yvwpiopaTa £Xouv BETIKES ETTIOPACEIS VIO TOUG XPHOTEG OE YVWOTIKOUG,
ouvaioOnuaTikoUG Kal KOIVWVIKOUG TOUEIG, yeyovog TTou BeATiwvel Tnv attddoon NG

eKTTAIOEUTIKAG d1adIKaaiag.

Omwg TTpoava@épbnke, oTnv TEPITITWON MaAg, To ouoTnua agloAdynong Twv
epyalopévwy PTTopel w¢ éva anueio va BewpnBei kal cuoTnua ekTTaideucng Kai ol
TTAPATTAVW KaTNyopieg atrodeikvuovTal XPAOIYEG yia Tnv avdmTuél Tou. lMNa va
BewpnBei emTUXNUEVO, €ival ATTAPAITATO va ETTITUYXAVETAI N uAONon Kai n BeAtiwon
TWV EPYACOUEVWV OTOUG TOMEIG TTOU UCTEPOUV. AUTO OTTOTEAET £va €i00C OTOXEUNEVNG

MABNoNG, TTou £TTETAI TNG ASIOAOYNONG Kal UTTOPEI va evowpatwBei aTo idlo ouoTnua.
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4.4, EOAPMOIEZ zTIZ ENIXEIPHZEIZ KAl TOYZ
OPI'ANIZMOYZ

2Tn oUyxpovn €TTOXH, Ol EMXEIPACEIS KAl Ol MEYAAEG €TAIPEIEG, TTAPAKOAOUBOUV TIG
TEXVOAOYIKEG €€EAICEIG, UIOBETOUV Kal €QAPPOlOUV KAIVOTOUEG AUCEIG ATTO TIG OTTOIEG
eTTW@eAOUVTAI Je KABE duvaTd TPATTO KAl ATTOKTOUV AVTAYWVIOTIKO TTAEOVEKTNUA. EXEl
avayvwpIoTEl N agia kal Ta duvnTIKA 0QEAN TNG EVOWUATWONG CTOIXEIWY TTAIXVIDIWY O€
TTOIKIAEG OI0DIKOCIEG KOI CUOTHAUATA TTOU €GUTTNPETOUV BIAPOPETIKOUG OKOTTOUG. To
gamification £xel AdN €QAPUOOTEI Ot OPICPEVEG ETAIPIKEG OIADIKACIEG Kal N
ATTOTEAECPATIKA AEITOUpYia TOU €xel EEAKPIPWOET €A ATTO ETTIOTNHOVIKEG EPEUVEG.
2¢ pia mpooTrdBeia Tagivéunong Twy diadikaolwy autwy, ol Raftopoulos, Walz kai
Greuter, KATAAyOUV O€ [ia KOTNYOPIOTTOINGN, TTOU OTNPICETAI O€ TTEVTE TTAPAYOVTEG:
TOV KUPIO OKOTTO TOU CUCTHUATOG, TO KOIVO OTO OTTOI0 OTOXEUEl, TV TEXVOAOYia TTou
XpPnoiyoTroigital, 1o €idog TTaIXVIOIOU TTOU TO XAPOKTNPICEl TTEPICCOTEPO KOl TOUG
MNXAVIOPOUG TTaIXVIDIOU TTOU KATA KUPIO AOYO EVOWNOTWVOVTAI.
O KUpI0G OKOTTOG TOU CUCTAMATOG PTTOPEI va gival évag atrd TOUG TTAPOKATW:

e Etao@dNion alomoTiag TeAaTWV.

e Marketing, TTwWAACEIG KAl TIPOWBONOEIG.

o Ektraideuon kal TTpdoAnwn epyalouévwy.

o Kaivotopia kai emmiAucn TTPOBANKATWV.

o Evioxuon tou nBikou Twv epyadopévwv Kal KIivnToTToinon yia aoénon Tng

TaPAYWYIKOTNTOG.

e Avartuén tTng KOIVOTNTAG.

To KOIVO OTO OTT0i0 OTOXEUEI TO CUCTNUA PTTOPET VA gival:
e To TTPOCWTTIKO.
e O1 KAOe €idoug TTEAATEG.
e OiITpounOeuTéC.
e  JUYKEKPIYEVO KOIVO avdaAoya pe Tn Biopnxavia.

e H euputepn ayopd.

H texvoAoyia TTou XpnOIUOTTOIEITAI, UTTOPEI Va gival:
o  Wneiakod TTaixviodl.

o  Wnoiakn TTpocouoiwaon.
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MAaT@Spua TUTTOU A (HEow TTPOoPNBeuTH, API A plugin)

MAaT@dépua TUTTOU B (custom TTAATQOPUEG)

Mepovwpéva xapaktnpioTIKG TUTTOU A PE ATTAEG TPOTTOTTOINOEIG.

Mepovwpéva xapaktnpioTiKG TUTTOU B e onuavTIKEG TPOTTOTTOINCEIG.

MaixvidoTToINUEVEG EUTTEIPIEG TUTTOU A, XWPIG ONUAVTIKA TEXVOAOYIKA EpYaAEia.

MaixvISOTToINUEVEG EUTTEIPIEG TUTTOU A, JE ONUAVTIKA TEXVOAOYIKA £PYOAEiQ.

Ta mBava €idn mTaixvidiou eival:

H atmoktnon mepIoxns/edagpouc.
H koivwvikoTroinon.

H mTpoBAeyn.

H egepelivnon kai n TAoynon oTo Xwpo.
H emBiwaon.

H karaoTpon.

H dnuioupyia Kai TO KTiGIJO.

H ouAAoyA.

To Kuvhyl A n amoQuyn.

O aywvag.

O1 avtaAAay€g Kal TO EUTTOPIA.

H emmiAuon TpoBAnudTwy, ypiewy Kai TTadA.

O1 Baaoikoi ynxaviguoi Traixvidiou eivai:

To status, n emTuyxia, n avayvwpeion.
Ta emrTevyuaTa.

O1 révrTOL.

O1 TTivokeg KOTATOgNG.

H kolvwvikoTroinon.

H 1rpdodog.

O1 guTtTeIpieg.

To oevaplo.

O1 a1TooTOAEG.

H xpnuaTikn emBpaBeucn (TTPaYUATIKA 1 EIKOVIKN).

(Raftopoulos, Walz, & Greuter, 2015)

KdaBe ouoTtnua kai diadikaoia TTou TraixvIOOTTOIEITAI OTIG ETTIXEIPATEIG, MTTOPEI UMWV

ME TOUG OUYYpaPEic, va evtaxBei otnv Tapamdvw Tagivounon.
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BéBaia, To gamification €xel Bpel peyaAUTEPN EQAPUOYT OTIG ETTIXEIPNOEIG, 1I81AITEPA OTIG
oladikaaieg NG dietBuvong avBpwTTivou duVAMIKOU, TTou PE Baon Tnv TTapatmavw
Tagivounon, £€Xouv OKOTIO TNV TTPOCANWN Kal TNV eKTTaideucn Twv epyalouévwy, TNV
gvioyuon Tou nNBIKOU TOUG Kal TNV KIVNTOTToINGN TOUG yia auénon TG TTapaywyIkOTATAG,
TNV KalvOTOdia Kal Tnv €TTAuon TTPOPANUATWY TOU EPYOOIAKOU XWPOU aTnv

KadnuepivotnTa.

‘Eva TTapddsiyua e@appoyng Tou gamification oOTIG €TIXEIPAOEIG, €ival OPICHEVA
OUCTAPOTA TTOU XPNOIdoTtrolouvTal Katd 1 diadikacia €mmAoyng Kar TpdoAnyng
arépwy. Ta oToIxEia Taixvidiwy, PTTopouv va CupPBdAlouv otnv agloAdynon Twv
ouvnTIKWY epyalouévwy Kal TNV TTPORAsWn TNG atmmédoorg Toug. Ta TTapadooiakd
OUCTAMOTA  agloAOYynoNG €GeTACOUV TNV  TTPOOWTTIKOTNTA TwV UTToYn@iwyv, o€
OUVOUOOWO HE Ta vonTmIKA XOPOKTNPIOTIKA TOUug, ME OKOTTO va TTPORAéWouv TN
OUMTTEPIQPOPA TOUG OTOV EPYACIOKO XWPEO Kal Tov TPOTTO HE TOV OToio Ba
QAVTIMETWTTICOUV TIC DIAPOPES KATAOTACEIG TTOU PUTTOPEI va TTpokUWouv. H pétpnon g
YVWOTIKAG IKAVOTNTAG, £xel OeIxOei 0TI armoTeAei Tov TTAéov akpIfRfy TPOTTO TTPORAEWNS
NG MEANOVTIKNAG amédoong evog umrownegiou (Schmitt, 2014). Ocov agopd Ta
XOPAKTNPIOTIKA TTPOOWTTIKOTNTAG, XPNOIYOTIOIEITAl TO  AEYOUEVO HOVTEAO TTEVTE
TTAPAYOVTWY, TO OTTOI0 AVOAUBNKE TTOPATTAVW. ZUYKEKPIUEVA, KUPIWG Ol TTOPAYOVTEG
NeupwTIOPOG Kal ZX0AAOTIKOTATA, MTTOPOUV VA XPNOIPOoTToiNBouyv yia Tnv TTPpORAEwnN
TNG a1TddO0NG, XWPIG AuTd va onuaivel OTI KAl Ol UTTOAOITTOI TTOPAYOVTEG OEV JTTOPOUV
va xpnoigotroinBoulv. Ze OXeTIKA €peuva Tou €Aafe xwpa otnv EAAGDa, e
OUMUETEXOVTEG VEOUG TTOU ETOIMACOVTAI VO Byouv oTnV ayopd epyaciag, CeTACTNKE N
ATTOTEAECPATIKOTATA TNG £QAapPoyAg Tou gamification ota cuoTApaTa agloAdynong. Ol
OUMUETEXOVTEG KARBNKav va TTepdcouv Tnv TTapadoaoiakr diadikagia agloAdynong, n
OTTOi0  CUMUTTANPWONKE Kal  evioxUBnke atmd éva  TTaiXviOOTToINUEVO  CUCTNHO
agloAdynong oeflotitwy. To Traixvidotroinuévo oUOTNUA TTOU  XPNOIYOTTOIRBNKE,
avaTTuxenke ammd v Owiwi (Owiwi | Gamified Psychometric Test for Better Hires) kai
oTOX€EUEl 0TNV a&loAdynon TNG TTPOCAPHOCTIKOTNTAG, TNG EUEAIEIAC, TNG AvBEKTIKOTATOG
Kal TNG IKavoeTnTag AYng amopdaoewy. H épeuva €0€1Ee OTI N uETpNoN TNG eueAICiag Kal
NG IKAVOTNTOG ANWNG aTTOQACEWY, UTTOPEi va TTPoBAEWel Ta aTToTEAéoPATA TG
auToagioAdynong Twyv utroyn@iwv o€ Béuata amoédoong. Tautdyxpova, aTToPeUYETal N
atrékpuyn Kal N d1aoTpERAWON TTPAYUATIKWY O€dOPEVWY KATA TNV auToagioAdynon,
TNV TTPOCTIABEIa TWV ATOPWY VA GavouVv KAAUTEPOI aTTd 6,TI TTIPAYMOTIKA ival. BEéBaia,
Ta TTAIXVIOOTTOINUEVA OUCTAPATA, Ogv €ival AVOYKAIO VA QVTIKATOOTAOOUV TIG

TTapadooiakég ueBOdoug, aAAd pTTopoUvV va XENOoIWoTToinBoUv CUPTTIANPWHATIKG

30

—
| —


https://owiwi.co.uk/

E@apuoyn Tou Gamification otnv EkTipnon kai A¢ioAdynon Tou BaBuou
Zuppépewong Twv Epyalopévwy oe Ocuata Aopaeiag
(Nikolaou, Georgiou, & Kotsasarlidou, 2021). ¢ pia akoua £épguva atmd Tnv Georgiou,
eAéyxBnke n amoteAeopaTikdTnTa Tou gamification otn Oladikacia  €MAOYAS
utmaAAAAwv. AvamTixbnke éva ouotnua afloAdynong tomou SJT (Situational
Judgement Test), TO oTT0i0 OTN CUVEXEIQ EUTTAOUTIOTNKE PE Ta akOAoubBa oToixEia
Taixvidiwv:  déopeucn (engagement), avarpo@oddtnon (feedback), Tpdodog,
eAeuBepia e1TIAOYNG KAl apriynon 10Topiag. ATTOBEIKVUETAI N ATTOTEAECHATIKOTATA TOU
SJT, n omoia evioxXUeTal OTnV Traixvidotroinuévn €kdoxr Tou. H Traixvidotroinon
KpiveTal ID1aiTEPA aTTODOTIKNA, EIDIKOTEPA O oXéon WE TNV AgIOAOYNoN OECIOTATWY KAl
XOPAKTNPIOTIKWY TTPOCWTTIKOTATAG, TTOU OgV PTTOPOUV va agloAoynBouv TTpakTIKA

OTTWG Ol TEXVIKEG IKavoTnTEG (Georgiou, 2019).

Me avaAoyo 1pdTTO, TO gamification YTTopEi va eQapuooTei Kal otV agloAdynon Kai
ekmraideuon Twv epyalouévwy, OTA TTAQICIO TNG OTPATNYIKAG QOQOAEiag Twv
emyeipriocwyv. OuoiaoTiKG Ta TTapadoaioKd CUCTHUATA, JTTOPOUV va eVIoXUBoUV Kal
VO OUUTTANPWOOUV HPE TOUG HNXAVIGUOUG TTaIXVIOIWV. Kal PE auTév Tov TPOTIO va

BeATIwOOUV onuavTiKa.
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KepdAaio 5: EPAPMOIH TOY GAMIFICATION ZTA
OEMATA AZDAAEIAZ

5.1. NEPIFPA®H TOY TPOIMOY E®APMOIHZ

O1 8100IKOTiES TTOU £EQAPUOLOVTAI OE Wi ETTIXEIPNON WG HEPOG TNG TTONITIKAG aOPaAEiag
TNG KAl 0 oXE0N KE TO EPYATIKO dUVANIKG, €ival N agloAdynon Twv £pyadopévwy Kal n
evnuépwon r aAAIWg N ekTTaideuct| Toug. OTTWG TTpoava@épinke, n agloAdéynon Kai n
ekTTaideuan gival OAANAEVOETA. ZUYKEKPIYEVA, O KUPIOG OKOTTOG TNG agloAdynong givai
va BeATiwoel Kol oupBaAAel otn dladikacia ektraideuong. MNa Tov Adyo autd, n
ekTTaideuon Ba TTPETTEl va gival KEVTPIKG KOUMATI TNG agloAdynong Kal Ba TTpéTrel va
UTTAPXEI ICOPPOTTIA avAPETa OTNV agloAdynon Tng ektraideuong (Tnv agloAdynon Twv
YVWOEWV Kal IKAVOTHATWY TOU atouou) kal Tnv afloAdynon yia ekmaideuon (Tnv
afloAdynon 1Tou okotrelel oTn uaddnon) (Stiggins & Chappuis, 2012). MNap ’6Aa auTd,
gival yeyovog ot divetal peyaAutepo Bapog otnv afioAdynaon Tng ektraideuong, €I0IKA
o¢ agiohoynoeig Tou BewpouvTal ONUAVTIKEG KAl  KPioIYeG. TEToIoUG  €idoug
aglohoynoeig, auédvouv TO0 AyXOG TWV CUMPMETEXOVTWV KAl OEV ONUEILVOUV KOAG
eKTTaIOEUTIKA atroTeAéopaTa. Méoa atrd Tnv epapuoyr) Tou gamification, yivetal €QIKTO
va e€ao@alioTei kal n agloAdynon yia ekmraideuon. ‘Eva aixvidotroinuévo acuoTtnua
agloAéynong, peiwvel Ta TTiTeda AyXOUGS Kal UTTopEi va divel aTo XpAoTn Tn duvaToTnTa
va paBaivel atrd Ta AGOn Tou Kal va TTavaAauBAvel KATTOIO EVEPYEIQ i} VO aTTAVTAEI €K
VEOU O€ KATTOIO £PWTNON, O€ TTEPITITWAT TTOU N TTPWTN TTPoCTTABEIa atToTuxel (Wood,
Reiners, & Gregory, 2013). Akéua, ol unxaviopoi Traixvidiou empBpdpeuong (TrévTol,
etTieda KTA.), o€ ouvduaoud pe Tnv Tapoxr feedback, £xouv onuavTikn eTidpacn Kai

€UvVOOUV TN Pdabnon (Hattie & Timperley, 2007).

Me Bdon 6Aa Ta TTaparrdvw, To gamification ptropei va xpnoigotroindei amod Tig
ETTIXEIPNOEIG 1] TOUG OPYaVIOUOUG o€ £va OAOKANPWHEVO oUCTNPO agloAdynong Tng
OUPUOPPWONG TWV £pyalopdéVWY HE TOUG KAVOVIOUOUG ao@aAgiag, To OToio va
eEuTTNEETEl KOl EKTTAIOEUTIKOUG OKOTTOUG.  Me GAAa Adyia, Ba a&loAoyouvtal ol
UTTAPXOUOEG YVWOEIG KOl Ol TTPAYMATIKEG OUMTTEPIPOPEG TWV EPYOCOPEVWY, OF
ouvOuaoud ME  PETPIKEG TTOU  avaAubnkav  Trapamrdvw Kol Ummopolv  va
XpnoiyotroinBouv yia Tnv ekTiunon kal TTPORAEWn MEANOVTIKWY CUUTTEPIPOPWY. 'ETOI
Ba SI0TTIOTWVETAI TO KOTA TTOC0 0 EKACTOTE EPYALOUEVOG EQAPUOLEI TOUG KAVOVIOHOUG,

CUMTTEPIPEPETAI CUVETA, HE TTPOCOXI KAl ACPAAEIA KOl UTTOPET VO DIOXEIPIOTET ETTITUXWG
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MEANOVTIKG TTEPIOTATIKA ao@aleiag. Tautdxpova, To cUCTNPA avayvwpilel Ta adlvaua
onueia Tou epyalopévou Kai TIG EAAEIPEIS OTO YVWOTIKO Tou UTTORaBpO Kal TTapéXEl TO
KATAAANAO ekTTaI®EUTIKO UAIKS. H UtTapén oToixeiwyv mTaixvidiwy, KaBioTd 1o cUoThua
evOIOQEPOV KOl EAKUCTIKO OTO XPNOTN, MEIWVEI TO AyXOG KATA Tn XPrAoNn Tou Kal

BeATiwovel Ta atToTEAEOUATA TNG EKTTAIDEUTIKAG AEITOUPYIKAOTNTAG TOU.

5.2. MPOETAIPHMATA

‘Exel atrodeixtei atmrd ToOAUAPIBUES £peuveg, 0TI TO gamification emdpd BeTIKA TOGO OTNV
KIVNTOTTOINON TwV XpNnoTwv, 000 Kal OTnv dIatipnon Kal agociwon Toug. Ta
OUCTAMOTA OTO OTTOI0 EVOWMPATWYOVTAI OTOIXEIO TTaIXVIOIWV Eival TTIO EAKUCTIKA KAl
O1a0KeDAOTIKA YIa TOUG XPNoTeg. ETriong, €18IKOTEPA ava@OpIKA PE TOV TOPEA TNG
ekTTaideuong, €xel maparnenBei 6T TTaixvidoTToOINUéVA €pyaAEia TTETUXAiIVOUV, OTNV
TTAEIOVOTNTA TWV TTEPITITWOEWY, KAAUTEPA atroTeAéopaTa panong. (Ricciardi, 2015)
Mo ouyKkekpipéva, OTa TTAEOVEKTAMATA TNG €QApPOYAS Tou gamification oe uia
dladikacia agloAdynong, cuykaTtaAéyovTal Kal n JEiwon Tou ayxoug Kal n duvatdtnta
agIoAGYNONG XAPAKTNPIOTIKWY XWPEig autd va yivetal avTIAnTTTé atrd Tov XprjoTn Tou
OUOTAPOTOG. TEAOG, TTPETTEI VA Yivel AOYOG YIa TO XOMNAO KOOTOG TTOU UTTOPET va €XEI N
EVOWMATWON OToIXEIWY TTaIXVIOIWV O CUCTAUATA, 0€ OXEON ME TNV TTPOCTIABEI

BeATiwoNG Toug pe GAAoUG TTapadooiakoug TPOTTOUG.

‘Ooov agopd Tnv KIvnTOTTOIiNGN KaI Ta KivnTpa, To gamification, aufdvel onuavTtika Ta
EOWTEPIKA KivnTpa, OTTWG aUTA opioTnKav Trapatmmdavw. Autd odnyei o€ PEYOAUTEPO
eVOIA@EPOV OTTO TNV TTAEUPA TWV XPNOTWV KOl HETATPETTEI KATA TO AAAG BAPETEG KAl UN
EAKUOTIKEG UTTOXPEWOEIG, OF€ TIO €EUXAPIOTEG Kal OIOOKEDAOTIKEG EPYOTIEG.
Mapadooiakd, Eva epyaleio agloAdynong/ektraideuong Twv epyalopevwy o BEuarta
ao@aAgiag, UTTORAAAEI TOUG epyalouévoug OE Wi O€Ipa EVEPYEIWV Kal EKTTAIDEUCEWV
(T7.X. epwTNUATOAGYIq, BiVTED, avayvWONUATA, EPWTNONG AVOIXTOU KAl KAEIOTOU TUTTOU),
TToU ouvhBwg BewpouvTal XpovoBopes Kal avouaieg. Or epyalduevol OAOKANpwWvouv
TIG OUYKEKPIPEVEG EVEPYEIEG OTTO UTTOXPEWGT KAl XWPIG VA aPIEPWVOUV ThV ATTaPAiTNTN
mpooox. Auti n katdotaon Oxl PHOvo €TIBapPUVEl TOUG £PYACOPEVOUG UE ETTITTAEOV
QOpPTO gpyaciag, aAAd pTTopei va 0dnyAoel o€ un akpiff ammoteAéoparta o€ 6,TI apopd
TO KOPUATI TNG agIoAdynoNg, 1 Kal o€ KaBOAou atroTeAéopaTa o€ 6,TI aQOopPd TO KOUMATI

TNG €KTTAIdEUONG.
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EmimmAéov, €peuveg deixvouv OTI N eVOWUATWAON OTOIXEIWV TTaIXVISIWY O€ éva oUCTNUA,
eCao@aAilel peyaAlTepn agociwon Twv Xpnotwyv. H agociwon Twv XpnoTwy, Kal
€I0IKOTEPO O€ epyacieg TTou Toug emIBAAAovTal, OTTWG €ival Kal n afloAdynon tng
OUMUOPOWONG TOUG WE TOUG KAVOVIOPOUG ac@akeiag, Otv eivar dedouévn Kal
EMTUYXAvVETAl BUOKOAA. H UTTapén E0WTEPIKWV KIVATPWY PECA ATTO TV EVOWNATWON
OTOIXEIWV TTAIXVIBIWY, EVIOXUEI TV OPOCiwonN TWV XPNOTWYV, 1 OTToId YiVETAI EPPAVNG
OTav ol XPAOTEG XPEIOOTEI va DIGAEEOUV avAEDa o€ Eva TTAPAdOCIOKO CUCTNHA KAl Wia
TTaixvidotToinpévn ekdoxn Tou. BéBaia, agiCel va onpeiwbei OTI N aQociwaon PEIVETAI
ME TO XpOvo, OTav ol XPAoTEG ouvnBioouv Tnv UTTApEN Twv oToIXEiwv TTaIXvidiou Kal
XAoouv 1o apxIké evdia@épov Toug. (Ricciardi, 2015) MNa autd 1o Adyo, gival onUavTiko
VQ XPNOIYOTTOIEITAI TTOIKIAIQ JNXAVIOUWYV, TTOU VA EEUTTNPETOUV BIAQOPETIKOUG OKOTTOUG
KAl va oTToQeUyETAl n PovoTovia OTo TrepleXOUEvo. To ouoTnua agloAdynong Ba
XPNOIUOTTOIEITAI avd OPICHEVA XPOVIKA OlaoTripaTta, Ba eEeTdlovTal dIAPOPETIKEG
YVWOEIC KAl METPIKEG, WOTE va eCac@aMioTei n agociwon yia 600 1o duvatov

MEYAAUTEPO XpOoVIKO dIAoTNUA.

ZXETIKA ue TIG aflohoynoeig, To gamification kaBioTd dUCKOAO TO va pavrelovTal ol
OWOTEG ATTaVTACEIG OTIG £pwTNOEIS. O1 epyaddpevol dev PTTOPOUV va avTIAn@Bouv
&ekdBapa Troia gival n BEATIOTN atrdvTnon Kal £T01 JTTOPED va atro@euxBei n UTTOBOAN
avaAnBwv aToixeiwv aTnV TTPOCTTABEId TOUG va pavouv KaAuTepol. AuTo gival KATI TTou
évag epyadouEVog UTTOPED va KAvel ouveldnTd ) acuveidnTta, 6tav Bpioketal otn B€on
va dwaoel o id1og aToixeia yia Tov eauTtd Tou. O1 apvNTIKEG CUUTTEPIPOPES KAl ETTIOOCEIG
ouvABWG aTTOCIWTTIWVTAI Kal 0Tn B€0n Toug divovTal atTavTACEIS JE BACN TN CWOTA
CUMTTEPIPOPA TTOU avapéveTal atrd Tnv eTmixeipnon. Me 1o gamification, o epyalduevog
TTapEXel Ta idla oToIXEIO PE EPUECO TPOTTO, XWPEIG va avTiAauBdvetal TAvTa Troid
CUMTTEPIPOPA Eival UTTO agIOAOYNOT, JE ATTOTEAECPATA T OTOIXEIQ va gival TTIo akpIA
Kal va avTarmokpivovtal KaAUTEPQ OTnv TTPAyMaTIKOTATA. [a TTapddeiyua, autd
ETMTUYXAVETQI YE TN XPHoN oevapiwyv. Znteital amd Toug epyalduevous va duoouv
QTTAVTACEIG YIO TIG QVTIOPACEIG TOUG O€ UTTOBETIKA Oevdpla avTi yia TTPAayUaTIKG
TTapadeiyparta atmo TNV KaBnuePIVOTNTA Kal £T01 OEV gival TTAVTA TTPOPAVEG TO TTola Ba
nrav n cwoTtA amdvinon. O1 Shute, Ventura, Bauer, & Zapata-Rivera (2009), tévicav
Kal TN onuacia Tng OuvaTtéTnTag «KapoupAapiopévng» agloAdéynong (stealth
assessment) TTou TTpoo@EpeTal atrd To gamification. Autou Tou €idoug o1 agloAoyNOEIg,
EKTIMOUV IKAVOTNTEG, QOUVOUIEG KAl XAPAKTNPEIOTIKA TOU XPHOTn, KaBwG EKEIVOG
XPNOIMOTTOIEI TO cUOTNPA agloAdynaong Kal Xwpig va yivovTal avtiAnttég (Shute, Bauer,

& Zapata-Rivera, 2009). ‘ET0l, HEIWVETAI O TTOPAYOVTAG TOU AYXOUG Kal agloAoyouvTal
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OUMTTEPIPOPEG TTOU TTPOKUTITOUV QUGIKA Kal OxI avaAoya HE TO TI BEWpPEITAl KOIVWVIKA

OTTOOEKTO.

Ava@opiké pe To KOGTOG, N TTAIXVIOOTTOINGN UTTOPEI va EQAPUOCTE aTTO ETTIXEIPAOEIG,
OpPYQVIOUOUG ] OTTOIOVONTTIOTE QPOPEX, XWPIG VA aTTaITOUVTAl onUAvTIKOi TTépol. AuTd
ouuBaivel yiaTi n TaixvidoTroinon eival pia TexvoAoyia TTou PTTOPEl va EVOWUOTWOEI
otadlokd Kal Tautdxpova eival TToAuxpnoTikr. (Armstrong, 2021) H oTtadiokh
EVOWMATWON, ava@épetal atn duvatdTnTa TTPOCONRKNG ATTAWY KAl HEUOVWUEVWV
OTOIXEiWV TTaIXVIOIOU oTa TTapadooiakd cuoTAuata (1r.X. PTTépa 1Tpoodou). ‘Eva
TTaIXVIBOTTOINKEVO CUOTAUA, dev aTTaITEITal va €xel TNV idIa TTOAUTTAOKSTNTA WE éva
oAoKAnNpwuévo Traixvidl 1 Pivreotraixvidl. Opiouéva otmrAd aToixeia utmopoulv va
EVOWMNATWOOUV pe TTOAU XaunAd KOOTOG Kal apkouv yia va BswpnBei 1o ouoTnua
TTAIXVIOOTTOINKEVO KOl yid  va  Trapatnenouv ol dldgopeg  €mdPACEIS TNG
TTaixvidotroinong. Amé Tnv AAAn, O XApaKTNPEIOWOG TTOAUXPNOTIKA, AVOQEPETAl OTO
YEYOVOG OTI n TPOOBAKN €vOg OToIXEiou Traixvidlou, MTTOpeEi va €EUTTNPETHOEI
TTapatmavw atoé évav okoTrouc. MNa Tapddelyua, éva TTivakag Kataragng, éva arrd T1a
TAéOV aTTAG OToIXEia TTaIXVIOIOU TTOU WTTOPOUV va eQapuooTouyv, TrepIAapBAvel Tn
oladikaaoia ETITEVENG oTox0U, ™ dladikaagia avTaTroKpIong (of
TTPOoKARoEIG/ouyKpouaelg, Tnv TTapoxr feedback avaAoya pe Tnv KataTagn, Kal TNV
KoIvwviKoTtroinon/aAAnAeTTidpacn pe Toug utTdAoITTouGg XProTeg. H atadiokr TTpooBrkn
OTOIXEIWV TTAIXVIOIOU TTOU OTOXEUOUV O€ CUYKEKPIMEVA QTTOTEAEOUATA, OE VA UTTAPXOV
oUOTNUA €XEI ONPOVTIKO OIKOVOUIKO OQEAOG YIa £vav OPYyaVIOPO, CUYKPITIKA PE TNV €€
oAokApou uAotroinon evég véou cuoTAPATOG 1 TTaixvidiou (Landers, 2015). ‘Eva
TTapadeiyuaTa OIKOVOUIKAG €QAPHOYAS TNG TraixvdoTroinong, eival n 1TpooBnikn
oevapiwv oe €peuveg aAAACOVTAG POVO TO KEIPEVO TWV epWTAOEWY. EVAANOKTIKA,
MTTOPOUV va TTpooTeBoUV ypa@ikd, avatars kal ynolakd Bpapeia, KATI TTOU £XEl

MEYOAUTEPEG TEXVOAOYIKEG ATTAITACEIG KAl UPNAGTEPO KOOTOG UAOTTOINONG.
Méow TOU eVTOTNIOMOU TWV AdUVOHWY Kpikwyv, gival €QIKTO va aAAdgel SpaoTIKA n

KOUATOUpPQ TOU OpyaviopoU Kol va augnBei o Babuog ac@aAeiag dpacTikd Kol JE

MEIWMEVO KOOTOG.
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5.3. MPOKAHZEIZ

5.3.1. AEKTIKOTHTA

O mio onuavTikég TTapdyovTag yia TNV ETMITUXA XPron £vog TETOIOU £pyaAgiou, OTTwWG
Kal OTToIoUdATTOTE TEXVOAOYIKOU gpyaAeiou, gival o BaBudg oTov otroio Ba yivel OekTod
atTd ToUG XproTes. OTIOATTOTE VEO Kal DIAPOPETIKO, TTPETTEI VA Yivel ATTOOEKTO, TTPOTOU
apxioel va emQEPEl XEIPOTTIOOTA ATTOTEAECHATA. ZUYKEKPIMEVA KOl avapopIKa UE Ta
TEXVOAOYIKA epyaAcia, n ammodoxr atmmo Tnv TTAEUPd TwV XPNOoTwy, TTPOUTTOBETEl OTI Ol
XPNOTEG Bewpolv Ta epyaAcia wWEENMA Kal EUKOAQ OTh Xpron, Ot ToTEUoOUV OTNnV
QTTOTEAECPATIKOTATA KAI TNV a&ia TOUG KAl TTIAEYOUV OUVEIDNTA VA APIEPLICOUV XPOVO

Kal TTpO0TTé0EIa WOTE va Ta HABoUV Kal va Ta XPNOIUOTTOINCOUV.

BéBaia, 1O yeyovog OTI OTnV TTEPITITWON TG CUMUOPOWONG HE TOUG KOVOVEG
aoQaAgiag, aTTaITEITaI EYYEVWG Hia TTPoOTTABEIO 1T TNV TTAEUPA TWV EPYACOUEVWY, OF
ouvOUaauO ME TNV TTANBWPO TWwV TEXVOAOYIKWY EPYOAEIWY TTOU UTTAPXOUV Kal TV
apepaidTNTA yIa TN OTACN TWV XPNOTWV OTTEVAVTI O€ epyaAeia TTou Oev EXouv
XPNOIKOTTOINBEI aKOPa EUPEWG, KOBIOTA BUOKOAN TNV avATITUEN JETPIKWYV OEKTIKOTNTAG
(Shropshire, Warkentin, Johnston, Schmidt, & Shropshire, 2006). Auté onuaivel, T
gival SUOKOAO va eKTIUNOE eK TwV TTPOTEPWYV KATA TTOCO N XPron vog Traixvidiou yia
TNV €KTiynon Tou BaBuou CuppdPPWONG TwV EPYOCOPEVWV UE TOUG KAVOVIOPOUG
ao@aAciag, Ba yivel atTrodekTh atTd Toug idloug Toug epyalopevoug, waTe va deigouv
TNV TTPpoBupia Kal dIABECcN va CUPHPETEXOUV EVEPYA KAl ATTOTEAEOPATIKA. KdvovTag TIg
QO0QAAEIG CUPTTEPIPOPEG Kal Ta VEQ epyaAcia Tnv €UKOAn kKai Aiydtepo XpovoRodpa
etmAoyn yia Toug epyadopévoug, eac@alifeTal yia peyaAutepn moavoTnTa va yivouv
atrodekTd (West, 1883).

5.3.2. EYKOAIA XPHZHZ

O BaBuOG BEKTIKOTNTAG TWV XPNOTWYV PTTOPEI Va eVIOXUBET péoa atrd To oXedIAOUO Tou
epyoAeiou pe PAOn OUYKEKPIUEVEG TTPOBIAYPOPEG euxpnoTiag Kai ac@aAegiag. Ol
XPNOTES Ep@avifouv pia Tdon avTioTaong/amméppIyng atmévavTl o€ OTIOATTOTE BewpeiTal
duoxpNoTOo, N oTToia PTTopEi va TTapel TTOAAEG HOP@EG, aTTd TTaBNTIKA avTioTaon, £€wg
duopnuion, adpaveia Kal apvnon ekPadnong Tou véou epyaleiou (Martinko, Henry, &
Zmud, 1996).
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YTrapxel AoImrov MTAKTIK avAykn, va BeCTTIOTOUV 01 TTPodIaypagEg euxpnoTiag, va
yivel n ammapaitntn avaluon yia TIG avaykeg KGBe epyalopévou EeXwpPIoTA Kal va
xpnoiyotroinBouv gpyaAeia kal AoyiIopIKG TTou WTTopoUvV va afloAoyfoouv Kal va
£EQ0@AAICOUV TN XPNOTIKOTNTA TOU UTTO £papuoyr] Traixvidiou (Schultz, Proctor, Lien,
& Salvendy, 2001).

5.3.3. AKPIBEIA

H 1TpdkAnon oTo {NTnua TnG akpifelag, EyKeITal aTo yeyovog OTI Ol TTANPOPOPIESG TTOU
ouM\éyovTal atreuBeiag amd Toug epyalouévoug (TT.X. HEoa ammd ePWTNHATOASYIA),
MTTOpEl va Pnv gival akpIBeic AOyw TTPOKATOAAWEWY, UTTOPXOVTWY  KOIVWVIKWV
OX£0EWV, OTTOKPUYWNG EVOXOTTOINTIKWY CUUTTEPIPOPWY Kal GAAWV  TTapayOvVTWV.
MpooeXTIK& OXeOIOOUEVEG EPWTACEIS KAl METPIKEG MTTOPOUV va PBEATIWOOUV TNV
akpifeia evog gpyaleiou agloAdynong. MNa TToapddelyua, n avwvulia Kal €UPECES
epWTNOEIC Péoa ammd oevapid, PTTOPOUV va Peiwoouv, aAAd ox1 va eCaAsiyouv
OAOKANPWTIKA, TNV €TTiOpACN TwWV TTPOKATAAAWEWYV, KAICEWV Kal TTPOTINACEWY OTaA
amroteAéopata. OTTwg TTpoava@épbnke, To gamification CUPPBAAAEI OTNV QVTILETWTTION
QUTAG TNG TTPOKANONG, N oTToia BéRala TTapapével o€ Eva BAaBPO. ZUYKEKPIPEVA, HEoa
atrod HeBOdOUG Baciopéveg 0 oevapIa, YTTOPOUV VA aVIXVEUBOUV CUUTTEPIPOPES KAl
Tapaplacelg Tou ol gpyalouevol e Ba TTapadexBolv avoikTd o€ €uBeiG, ANEDES

EPWTAOEIG, PoouuEvol ToV Kivduvo va evoxotroinBouv (Crossler et al., 2012).

5.3.4. ANIOTEAEZMATIKOTHTA

TéNog, pia akdpa TIPOKANON evromidsTtal ot dladikaoia  PETPNONG  TNG
QTTOTEAECPATIKOTNTOG TOU £pyaAgiou agloAdynong. MNa va dIEuKpIvIOTEl TO KaTd TTOCO n
aglohéynon eivar emTuxng Kalr akpIBng, Xpeiadetalr Tpoofacn o dedopéva yia TIG
TIPOAYHOTIKEG CUUTTEPIPOPEG TTOU ETTIOEIKVUOUV 01 £PYACOUEVOI, TTOU €ival OUOKOAO va
eCao@oAioTel. Ze TTPOO@ATEG €peuveG TTAVW Ot Bféuata Kal epyaAcgia aoc@dAeiag,
aglohoyeital guxvd n OKOTTIUOTATA VIO Wia cuuTTEPIPOPE Kal &I N idIa N CUPTTEPIPOPA.
AuTO gival pev katavonTé, Adyw TG OUCKOAIAG CUANOYNG TTPAYHATIKWY OEBOUEVWY YIa
TIG CUMTTEPIPOPEG, UTTOPEI OPWG va atrodeixBei TTPORANUATIKG, KABWS N OKOTIPOTNTA
0¢ ouvettayeTal Tavra TV idia TNV ocuuTtrepipopd (Shropshire, Warkentin, & Sharma,

2015). MNa Tapddeyua, TTapoAo TTou o1 epyaléuevol emOEIKVUOUV avnouyia yia tnv
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ao@AAEIa Kal TRV TTPOCTACia TNG IBIWTIKOTNTAG TOUG, TAUTOXPOVA BEV KAVOUV TTOAAG
yla Tnv e€ao@dalion Toug. lMapodAo TTou utmdpxouv €peuveg TToOU OEiXvVouv I0XUPH
OUOXETION PMETOEU OKOTTIMOTNTAG Kal TEAIKAG CUPTTEPIPOPAS (Ajzen, 2005), 0 aTTWTEPOG
OKOTTOG Ba TTPETTEl va gival n XpAoN TTPAYMATIKWY dedopévwy yia TNV agloAdynon Tng
A1TOd00NG OTTOIOUDNTTOTE EPYAAEIOU EKTINNONG CUPTTEPIPOPAG, CUNTTEPIAQUBAVOUEVOU
Kal Tou epyaAgiou agiohdynong Tou PaBuou ac@aAciag Twv epyalouévwy diag
€TTIXEipNONG.
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KepdaAaio 6: TTAPAITONTEZ MOY MPEMNEI NA
AHO®OOYN YINOWHN

6.1. KOINQNIKEZ OMAAEZ

Katd Tnv avamtuén ommoloudATTOTE CUCTHMATOC 1 EpyaAgiou, gival TTOAU onuavTiko va
AauBdvovtal uTTOWIv o1 DIAPOPETIKOTNTES TTOU EP@avi(ovTal JETAEU TwWV EPYAlONEVWV
o€ 6,Tl agopd 10 YUAO, TNV NAIKia TOug, TIC TTPOTIMACEIS Kal TO uTTORaBpd Toug (TT.X.

TEXVOAOYIKO).

ApXIKG, o1 emXEIPAOEIG  XpelddeTal  va  avTigeTwTtiouv TR dlaxeipion  TNG
OIAQOPETIKOTNTAG WG évav BACIKO emmixeipnolokd oTdéxo kal TpotepaidtnTa. H
OlOQOPETIKOTNTA  OTO  €PYATIKO  OUVAMIKO TWwWV  ETTIXEIPACEWY, Eival TTAéov
TTPAYUATIKOTATA KAl CUXVA OnuIoupyEiTal TO @aivouevo/aicbnua Tou atrokAEIouoU
avAuEoa oToug epyadopévous. AuTo TTPOKTIKG onuaivel, OTI opIoPEVOI EpyaddpEvol Dev
aicBdvovtal &1l atroTeAOUV Eva avaTTOoTTA0TO KOUUATI TNG eTTiXEipnong (Barak, 2000).
OTrol00nTTOTE £pYaAEio fj ouoTNUa XPNOIYOTTIOIEiTal aTTd TNV ETTIXEipNON, OPEiAel va
TepIopiCel auTtd To aicOnua. Mpétrel va uTTdpXEl OEPATHOG TNG BIAPOPETIKOTNTAS KAl vV

TIPOAYETAI N ATTODOX! KAl N IGOTIMN AVTIMETWITION OAWV TWV £PYACOPEVWIV.

Mo ouykekpigéva, Kard Tnv  avammTuén evog  TTAIXVIOOTTOINUEVOU  EpYOAEioU
agloAéynong, ol Mo GNUAvTIKOi TTapdyovTeG TToU TTPETTEI va AapBdavovTal uTtToylv, €ivai
N nAIKia Twv gpyadouévwy Kal To TEXVOAOYIKO Toug uttéRabpo. OAol o1 epyalduevol
TTPETTEI VA £X0UV TNV id1a AVTIMETWTTION, AAAG 01 CUVORKEG TNG a&loAdynong euvoouv Tn
VEOTEPN YEVIA TTOU €ival TTIO EEOIKEIWPEVN PE TN XPHON NAEKTPOVIKWY UTTOAOYIOTWYV Kal
Ta SIAOIKTUOKA KOl NAEKTPOVIKA TTaiyVvidia. H Bewpia avBpwITivou KEQaAaiou TTPOTEIVEl,
OTI UTTAPXOUV AOYIKOI TTAPAYOVTEG TTOU TTEPIOPICOUV TN dUVATOTNTA TWV PEYOAUTEPWYV
NAIKIOKA epyalopévwy  va  paBaivouv  Kal, OCUMPTTEPACHATIKA, Ol  ETTIXEIPAOEIG
aTtToBappuUvovTal aTTO TO VA ETTEVOUOUV OTNV EKTTAIDEUOT) TOUG (Becker, 1964). Ze AAAeG
TTEPITITWOEIS UTTOOTNPICETAI N UTTOPEN OTEPEOTUTTWY, OTTWG €ival n aduvapia Twv
MeyaAUTEpWY nNAIKIOKA va atrodéxovTtal vEEG 10€€C KAl KaIVOTOWieg, n dpvnon
otrolaodnToTe aAAayrg kai dAAa (Rosen and Jerdee, 1976). H atmouacia ekTTaideuong
TOUg OUWG, Ba ouvTeAéoEl OTNV evioxuon Tou UTTAPXOVTog xaouatog. Eivalr Aoimrév
ONMAavTIKO, va XTICeTal éva CUMTTAYEG TEXVOAOYIKO uTTORaBpo, péow TNG KATAAANANG

ektTaideuong. Oa péTTel va diveTal EUQach 0Toug EpyalouéVoug TTou EPavifouv Kevd
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Kal Ogv gival TTAAPWG €COIKEIWPEVOI E TA NAEKTPOVIKA TTaIXVvidla, Ol OTTOi0I avAKOUV
ouvnRBwg o€ PeyaAlTePES NAIKIGKG ouddes. Me autdv Tov TpoTTO, Ba diveTal o€ GAoug n

idla eukalpia Kal TOavoeTnTa emmTUXiag aTnv agloAdynon.

6.2. MEPIBAAAON (MOAITIZMIKOI KAI TEQIPA®IKOI
NMAPAIONTEZ)

Mépa atrd TIG KOIVWVIKEG OIOQPOPES, TO £pyaTikd OUVOUIKO Hiag eTTIXEipnong ouyvda
TTPoépXeTal OTTO  JIAPOPETIKA  TTOMITIOMIKA KAl YEWYPOPIKA TTEPIBGAAovTa. O
Tapdyovtag autdg, TPETTEl va AaupaveTtal uttéyiv 1600 yia To oxediaoud Tou

epyaAeiou, aAAG Kal yia TIG HETPIKEG TTOU XPNOIKMOTTOIOUVTAL.

Mia a1rd TIG peyaAUTEPEG aduvaieg 0TO CUVOAO TNG PEXPI TwPA £PEUvVAS TTAVW OTAV
ao@aAgla, gival To OTI N oNUAVTIKA TTAEIoWN@ia TOUG £xEl TTpayuaToTToIiNBei oTa TTAGicIa
ToUu OUTIKOU TIONITIOMOU. To onuavTikOTEPO WPEPOG Tou UTTOAOITTOU  KOOHOU
mapapBAémeTar (Crossler et al,, 2012). Ymdpxouv OUWG XAPAKTNEIOTNKAO TTou
Olapépouv PETAEU Twv OIOQOPETIKWY TTOMITICUWY Kal TTou £xouv Rdn atmodeixBei
uyioTng onuaciag otnv euplTtepPn £peuva TTavw oTa TTANpo@oplakd cuaTthuata (Lowry,
Cao, & Data, 2011; Lowry, Zhang, Zhou, & Fu, 2010; Posey, Lowry, Roberts, & Ellis,
2010; D. Zhang & Lowry, 2008; D. Zhang, Lowry, Zhou, & Fu, 2007), ygyovog TTou
KaBioTd mBaveé va gival CNUAvTIKA KAl yiIa T CUPTTEPIPOPA TWV ATOUWYV OTTEVAVTI TNV

Ao@AAEID TWV TTANPOPOPIOKWY CUCTNUATWV.

Opiopéva trapadeiyuarta, €ival n 1aon 1Tou €XOouv Ol IATTwVEG va ammo@elyouv TNV
apepaidtnTa, N TAON Twv AavVWv KAl TWV ZIYKOTTOUPIOVWY Vva avéxovTal Tnv
aBeBaidTNTA, O ATOMIKIONOG TWV APEPIKAVWY, N CUAAOYIKOTNTA TWV KivéCwy. Autd Ta
TTOANITIOUIKG XAPaKTNPIoTNKA, £XOUV TTPAYHATIKO aVvTIKTUTTO OTNV ao@aAcia. H Taon Twyv
laTTwvwy Toug KaBIoTA AlydTepo eudAwToug o€ emBéoeig phishing. H cuAAoyikdTnTa
evioyUel TNV a@ooiwaon, oTrdéTe oI epyaddpevol gival TTo mMOavo va gUPEVOUV OTOUG
KAvovIopoUg oTa TTAdiola Tou ocuvOAou, aAAd Kal va KOAUTITouV 0 évag Tov AANov o€
TepITTTwon Tapafiaong. ‘Eva aképa mapddeyua, gival T0 KaTd TTOC0 Ol EPYAOUEVOI
aT1rod£XOVTaI TNV IEPAPXIA KOl TNV KATavour e€ouaiag. Ze Xwpeg 0TTwg o Kavaddg, pe
XOUNAr atrodoxr|, ol EpYACOUEVOl CUPHOPOWVOVTAI ETTIAEKTIKA, avAAoya PE TNV Kpion
TOUG, VW O€ XWPES OTTwG N Kiva, pe uwnAr amodoxr|, N CUPKOp@Waon gival BeITr Kal
atréAutn (D. Zhang & Lowry, 2008).
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O Hofstede, poTEIVE pia CEIPA PETPIKWY TTOU TTPOCOBIOPICOUV XAPOKTNPIOTIKA OF
ETTITTEOO XWPOG Kal TTOMITIONOU. BERaia, To KABE dTopo EexwploTa ep@avilel Ta SiIké Tou
TTPOCWTTIKA XAPOKTNPIOTIKA TTOU TO SIAPOPOTIOIOUV OTTO TO TTOMITIOMIKO TTAQiCIO OTO
otroio avrkel. Mia agloAdéynon oe etiedo xwpag, 6a ATav avoTToTEAECUATIKN Kal
EANITTAG, aAAG 0 ouvduaopudg auThg TNG TTANPOYOPIAG PE Wia avaluon oe eTTiTedo

arépou ptTopei va gavei xproiun (Hofstede, 2001).
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KepdaAaio 7: TIPOTEINOMENO EPIAAEIO

Avagopikd e To gamification, Ba xpelaoTei va yivel évag oxediaouog Kal va opioTouv
OPIoHEVOI KATEUBUVTHPIOI TTAPAYOVTEG, TTPIV EEKIVAOEI N OTTOI0dATTOTE UAOTTOINGN. Oa
xpnoiuotroinBei To povtého Twv 9Ps TTou TTpoTddnke atrd Toug Simpson kai Jenkins
Kal agopd Tn oxediaon TraixvIOOTTOINUEVWY epyaAgiwy atmd To TUAUA avBpwTTIivou
QUVAMIKOU pIag eTTIXEipnong. To JovTEAO auTo TTEPIAAUBAVEL:

o Tov 2komd (Purpose). O TTapdyovTtag auTtog TTepIAAUBAvEl TOV OTOXO TTOU N
eTmxeipnon TpooTrabei va emTelel péow Tou gamification kal Tov TPOTTO HE
TOV OTT0iI0 Ba TO KOTAPEPEl. ZTOXOG TOU TTPOTEIVOUEVOU €PYAAgiou gival n
BeAtiwon Tng dladikaciag agloAdynong Twv £pyadopévwy, TOOO YIa TOUG idIoug
Toug gpyadouévoug, 600 Kal yia Tnv emxeipnon. H diadikacia Ba yivel 1o
€UXAPIOTN YIO TOUG £pYyadopévoug Kal TaUuTOXpova Ta attoTeAéoparta Ba eival
mOo oKkpIBri, KaBwg Ba ptopolv va aviXvelovTal CUUTTEPIPOPES  Kal
XOPaKTNEIOTIKG TTou ol gpyalduevol O Ba Trapadéxovrav daueoca. ‘Eva
TTPOCOETO OPEAOG YIa TNV ETTIXEIPNON, €ival N EKTTAIBEUTIKN IKAVOTNTA TTOU EXEI
éva TETOI0 cuoTnua afioAdynong - ol epyaléuevol pabaivouv atrodoTikd Kal
BeATiwvovTal KaBwg agloAoyouvTal. H atmoTeEAEOUATIKN EKTTAIOEUC OTTOTEAEI
éva ouptTAnpwpatikd otdéyxo Tou gpyaheiou. Eival onuavtikd o otdxog Tou
epyaAeiou, va euBuypappifetal Ye TOUG OTOXOUG Kal TIG €TMOuUpieg TG
emxeipnong kal Twv epyadopévwy. Mpdyuar, n €mxeipnon £mOILKEN TO
TIPOOWTTIKO TNG va €ival CwOoTA eKTTAIDEUPEVO, va evTOTTiCovTal Ta aduvaua
onueia Kal va €xel TTiyvworn Tou BaBuol CUPPOPPWaONG TwV EPYACOUEVWV PE
TOUG KavOoVIOPoUG ao@aAciog. Tautdxpova, emBUlEi, IDavIKE, va atmo@eUyel va
TOUg UTTORAAAEI O€ OTPECOYOVEG, aviapég Kal avouoleg dladikaoicg, TTpayua
TToU £TMOUPOUYV Kal o1 id101 01 EpyalOUEVOI yIa TOUG EQUTOUG TOUG.

e To lMNpoowtkd Kivntpo (Personal Motivation). Ta kivntpa mepIAauBdvouv
Toug Trapdyovieg TOU  Ba  KIvnTOTToIROOUV  Toug  epyalopévoug  va
XPNOIUOTTOINOOUV ATTODOTIKA TO €PYOAEI0. TN OUYKEKPIPEVN TTEPITITWON, N
agloAdynon PTTOPEi va gival UTTOXPEWTIKA Yia OAOUG TOUG £pyalouévoug, Kal Ta
KivnTpa agopolv To KaTtd 1TOC0o ol epyalouevol Ba mepacouv Tn diadikaoia
euxapioTa kol pe 6pegn. Mpokeral yia eOWTEPIKA KAl EIKOVIKA €EWTEPIKA
KivNTpa, TIOU TIApEXOVTAl E€YYEVWGS OTTd TOug OIAPOPOUG PNXAVIOUOUG
TTaixviSIwv TTou Ba evowpatwBouv kal Ba avaAuBolv oTn ouvéxeia.

e Tnv Amédoon (Performance). H arédoon tou epyaleiou Ba agioAoyeital kai

Ba egaptatar amd opiopévoug Trapdyovieg. O TpwTog €ivar o Babudg
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IKavoTToinong Twv epyalouévwy atrd To egpyaieio. Oa ¢ntnbei amd Toug
€PYalOPEVOUG VA CUPTTANPWOOUV EPWTNHATOAGYIA, VIO TO KATA TTO00 £UEIVAV
IKavoTToINuéVol atrd To vEO epyaAeio afloAdynaong, yia To Katd 1600 To BprKkav
€UXAPIOTO, YIO TO KATA TTOCO TA OTITIKOOKOUCTIKA HECQ, Ta yPaPIKA Kal Ta
Aoird oToIxgia TTOU  Xpnolyotroindnkav ouvéBallav oTtn BeAtiwon NG
dladikaciag  agloAoynons. O  delTepog  TTAPAYOVTOG,  AQopd TNV
QTTOTEAECPATIKOTATA TOU EPYAALIOU yIa TNV EKTTAIOEUCT TWV EPYAJOMEVWIV.
Otmrwg TpoavagEpbnke, uéow pnxaviopwy feedback, ol epyalduevol yrropouv
va yvwpifouv TTéTE pia armmdvTnor Toug gival AavBaouévn Kal Troia ATav n
OwOoTA atTdvTnon, KATI TTOU TTPOQAVWG Ic0dUVaE PE pia diadikaaia udénong.
O mapdyovTtag autdg Ba agloloyeital TOOO PHECW TOU EpWTNPATOAOYIOU, TO
oTroio Ba TrepIAapBavel epwTAoEIG auTd-agloAdynong Tou Babuol BeATiwong
TWV YVWOEWV Tou gpyadouévou, aANd kal péow Tng TTapakoAoubnong tng
a1rodoong Twv epyalouévwy o€ HEANOVTIKES aglohoynoelg. O1 epyalduevol Ba
AauBdvouv yvwaon TG amodoong Toug Katd Tnv acfloAdynon, METG Tnv
oAokApwaon T¢. Ommwg Ba douue kal TTapakdtw, Ba xpnoiyoTtroleital éva
ovuoTnua TOVTWY Kal Tivakag katdraéng. O1 epyalduevol Ba utropouv va
emavaAdaBouv Tnv afloAdynon o€ TTePITITwon TTou BEAOUV va BEATILOOOUV TNV
aT1TOd0CT TOUG ] GTNV TTEPITITWON TTOU 1 atTdéd00T ToU OV €ival IKAVOTTOINTIKH,
woTe va BewpnBei 0TI oAokApwaoav Tnv afloAdynon emruxwg. Mépa amod
autoUg TOuG OUO TTOPAYOVTEG, MTTOPEI va €AEyxeETal Kal n akpiBeia Tng
aglohéynong. MNa autd amaiteitar Tpéofaon o Oedouéva TTPAYUATIKWY
CUMTTEPIPOPWYV TWV £PYalopévwy Katd Tnv TTdpodo Tou xpoOvou, KATI TTou
OTTWG TTpoavaPEéPBnKe KaBIoTA Tov €AeyX0 TNG akpifeiag Tng agioAdéynong
OUOKOAO YIO €EWTEPIKOUG £peuvnTEG, AANG €@IKTO yia Tnv idia etmixeipnon. Ol
TIPAYMOTIKEG CUUTTEPIPOPEG, Ba TUyYKpPivOVTal HE TIG TTPOPAETTOUEVES KAl UE TO
TTPOWIA TTOU £X€1 dnUIoupynBEi yia Tov KABE epyalduevo.

Tnv mpoodo (Progression). H mpdodog agopd Tnv TTapoxrn TTPOKANCEwWV
OTOUG XPNOTEG Kal TO TTEPacHa atmmd 1o éva eTmiTTeEdO OTO ETTOUEVO, TO OTTOIO
ouvnRBwg gival auénpévng duokoAiag. ZTnv dIKIA PJag TTEPITITWON, TO EPYOAEiO
agloAéynong Ba atroTeAgital atrd yia o€ipd TTPOKANCEWY N AAANIWG OTTOCTOAWV.
KdaBe pia ammd autég Ba mTpokeiTal yia pia oAlyOAeTTTn agloAdynaon, TTEPITTou
TpIGvTa AeTrTwv. To etiredo duokoAiag Ba TTapapével To id10, aAAG Ba aAAGel
10 uttd €&ftaon UAIKOG. O gpyalduevog Ba TTPETTEl va OAOKANPWVEl pia
OTTOOTOAR, TTETUXQIVOVTAG KAl £€Va KOTWTATO OKOP, WOTE VA «EEKAEIDWVEI» TNV

ETTOUEVN, KATI TTOU TTPOCPEPEI TO QioBNua TNG TTPOOdOU.
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Tnv ouppetoxn (Participation). MNMapdAo 1Tou n cupueToxn Ba cival cuvhBwg
UTTOXPEWTIKA VyIa TOuG €PYalOpEVOUG, O OUYKEKPIMEVOS TTapdyovTag Oev
mpéTTel va ayvonBei. Eival onuavtikd 1o ouotnua va yivel S1laoKedAOTIKO yia
TOoug epyalopévoug, yia va eveappuvBOei Kal va evIoOXUBEI N CUPPETOXT TOUG.
Tig ouvepyaoieg (Partnerships). O1 cuvepyaacicg apopouv TIG AAANAETIOPACTEIG
METOEU TWV XPNOTWV Tou TraiXvidloU. 2Tn OUYKEKPIYEVN TTEPITITWON, Ba
EVOWMaTWOOUV oToIxeia (TT.X. TTivakag KAtdragng), mmou Ba evioxUuouv Tov
QVTAYWVIOHO PETAEU TWV epyalopévwy. MNépa atrd auTd, o€ TTEPITITWOT TTOU Ol
epyagoéuevol piag eTixeipnong cival opyavwpuévol o opadeg, TTapdAAnAa pe 1o
OKOp TNG aTOMIKAG a&loAdynong, Ba diatnpeital kal opdadIKe OKop yIa TV TEAIKN
kararagn. Me autév Tov TpOTTO, Ta HEAN Miag oupddag efakoAouBolv va
ouvepyalovtal, Xwpic Opwe va emnpeddeTal n ToIdTNTA TG OTOMIKNAG
afloAdynong.

Tig duvartotnTeg (Potential). Autdg o TrTapdyovTag avagEépeTal aTn CUKBOAA Tou
OUCTAMOTOG OTo  «EekAgidwua» duvaTtoTATwV TOU XPAOTN, OTTWG N
OnMIouUPYIKATATA, N @avtacia KTA. Me dAAa Adyia, Ta OTOIXEI TTAIXVIOIOU TTOU
EVOWMATWVOVTAIl, TA YPAQPIKA Kal Ol OIAQOPOol UNXAVIOMOI €UTTVEOUV TOUG
epyadopuévoug Kal Toug weelolv og BaBuTepo TTitTedo.

Toug Traixteg (Player). O mmapdyovtag autog, TrepIAauavel Tnv avaAuon Tou
KOIVOU OTO OTToio atreuBuvetal 10 ouoTnua agioAdynong, onAadn Twv
epyadopévwy NG etmixeipnong. To gpyaieio Ba avatrtuxOei pe dedopévn TNV
OIAPOPETIKOTNTA KAl TNV TTOAUTTONITIOMIKOTATA OTO avBPWTTIVO QUVAMIKO TNG
emyeipnong. Apxikd, Ba evowpatwBouv OToIxEia, TTOU va WTTOpoUV va
KOQAUWOUV Kal va IKOVOTTOIROOUV OAOUG TOUG TUTTOUG XPNOTWV KATA TNV
Tagivéunon BrainHex, mou avagépBnke Tapatmmavw. O1 agloAoynoslg, Ba gival
OTTOOTOAEG, JE TOV pyadouevo aTo poAo Tou TTpdkTopa. Oi idIEG 01 ATTOOTOAEG
IKavotrolouv  Toug  Achievers. Tautdxpova, 6a utmdpxel duvatotnTa
TTEPINYNONG OTO XWPO Kal avakAAuwng yia Toug Seekers, aiobnua kivouvou,
TTEPITTETEIOG KAl PIOKOU YIa Toug Survivors kal Toug Daredevils, n evrdmmwon
EQPAPUOYNG HAG OTPATNYIKAG Yo Toug Masterminds, n avTIUETWTTION, O€
OPICUEVEG TTEPITITWOEIG, MIOG EEWTEPIKAG OTTEIANG TTOU TTPETTEI VA UTTOTAXOE yia
Toug Conquerors (1.X. hackers). Téhog, o1 Zuvepyaoieg TTou avaAubnkav
TTapaTTavw, n UTTapgn ouadikoU KOop Kal TTivaka KaTatagng, cupBaAlAouv otnv
IKavoTroinon Twv Socializers. MNépa atrd Toug dIAPOPETIKOUG TUTTOUG TTAIXTWY,
Ba TTpétmel va An@Boulv uttéyiv Kal ol diagopeTikoi TUTTOI avBpwTtTwy. To

avOPWTTIVO BUVAMIKG MIaG ETTIXEIPNONG atToTeAEiTal atTd GToua BIAQOPETIKAG
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NAIKiag, TIONTIOMIKAG KOl YEWYPOQIKNG TTPOEAEUONG, EVOIQPEPOVTWY,
TEXVOAOYIKOU UTTORABPOU Kal, KUpiwg, dIagopeTIKOU BaBuou e€oiKeiwang YE Ta
NAEKTPOVIKA TTaIxvidia. To TTPOTEIVOUEVO €PYAAEIO, OTTWG Kal OTTOIOdNTIOTE
ovotnua  kai  Oladikacia ot oUyyxpovn €mmixeipnon, B6a oéBetar TN
OlOQOPETIKOTNTA.  Tautdxpova, €ival TOAU  onuavtikdé éva ouoTnua
agloAdynong va gival auepdANTITO Kal dikalo TTPog GAOUG, XWPIG va EuVoEiTal
OTTOI0G YIO TTAPAdEIYUA gival TTIO EEOIKEIWPEVOG UE TN XPAOT UTTOAOYIOTWYV Kal
Ta nAekTpoVIKA TTaixvidla. MNa autd 1o Adyo, n agloAdéynon Ba ocuvodeusTal Ao
éva oevdplo/apnynon Pe cageic Kal EekABapeg odnyicg, vy Tautdyxpova o
XPNOTNG Utropei ava Tédoa oTiyu va ¢ntrioel fondeia Kal va avatpégel oTov
KATAAANAO 00Nnyo, o€ TTEPITITWON TTOU OTTOIOdATTOTE Brua TNG agloAdynong o€
yivel katavonTo. H agriynon Ba yiveral, péow evog avatar TTou 8a eKTTPOCWTTET
TNV avwTtaTtn di1oiknon TNG eKACTOTE ETTIXEIPNONG Kal TTou Ba €gnyei kal Ba
ouvoOeUEl TOV TTPAKTOPA/EPYAlOUEVO OTNV KABE ATTOOTOAN TOU.
Tn vootpoTria (Politics). O TTapdyovTag vooTpoTria, apopd TNV TTONITIKN TNG
ETMIXEIPNONG OTTEVAVTI GTNV TTAIXVIOOTTOINON, TIG UTTAPXOUCES VOUOBETieC Kal
TNV UTTOOTAPIEN TTOU Ba AdBel To véo epyaleio atrd Tn d10iknon Kal TOUg GUECT
evdlapepopevous. ‘Eva TéTolI0 OUOTNPA, OTOXEUEI O€ ETTIXEIPHOEIG TTOU
evoTepvidovTal TIG TEXVOAOYIKEG €EeAiEeIg, TTou Bpiokovtal oTnv aixu NG
TEXVOAOYIOG KOl TNG KAIVOTOMIAG, TTOU €ival IKAVEG va EVOWMPATWOOUV TO
OXETIKA VEO QaIVOPEVO TTOU ovouddetal gamification oTnv TTONITIKA ao@aAgiag
TOUG, Kal HANIOTA, VO TO PETATPEWOUV OE AVATTOOTTOOTO KOMUAT Tng. Eivai
BéBaio, 0TI dev cival GAEG O1 ETTIXEIPHOEIG ETOIMEG YIA VA AVTIOTOIXO EPYAAEIO,
yia auto Kal apopd POVO €KeEVEG TTOU €XOUV BeCOTTiOEl TO ATTAPAITNTO VOUIKO

TTAQioI0 Kal £Xouv dlapopPwaoel KATAAANAG TNV KOUATOUPO TOUG.

O1 TTapatmdvw TTapayovTeg, BoriBnoav aTnv oploBETNON TOU CUCTAUATOG KAl OE £vav

YEVIKO oxedl00u6 TOU. ZTn OUVEXEIQ, Ba OPICTOUV TTIO CUYKEKPIPEVA OI HETPIKEG TTOU Ba

XPNOIMOTTOIEI TO OUOTNUA, KABWG Kal Ta OTOIXEIQ TTaIXVISIoU TTou Ba evowuaTtwBouv.

7.1. NEPIrPA®H NPOTEINOMENOY EPIAAEIOY

To epyaAcio TTou TrpoTeiveTal Ba uttooTNPICEl SU0 AAANAECAPTWUEVES KOl AAANAEVOETEG

d1adikaaoieg, Tn diadikaoia agioAdynong Tou BaBuoU CUPPOPPWONG TWV EPYACOPEVWV

ME TOUG KavOVIOPOoUG ac@aAeiag, aAAd Kal TNG IKavoTnTAG Toug va gepBouv uttelbuva,

Kal Tn diadikaoia ekTTaideuong, n oTroia PTTopPEl va evowuaTwoEel g OTTOINdNTTOTE
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agloAdynon. H agioAéynon Ba cuptrepiAapBavel dUo peBOdOUG, OI OTTOIEG OTN CUVEXEIQ
Ba ouvdudlovTal o€ éva eviaio ammoTéAeopa. H TpwTn TpoKeTal yia Tnv agioAdynon
TWV  UTTAPXOVTWY YVWOEWV Kal IKAVOTATWY, HE EPWTACEIS YVWOEWY, TEOT
OUMTTEPIPOPWY Kal avTidpdaewv. Me auth Tn néBodo, Ba uttoAoyileTal éva TEAIKO OKOP,
avaAoya PE TO TTOOOOTO CWOTWV ATTavTioEwV. H delTepn péBodOG Ba TrepIAapBavel
TN dnuIoupyia evog KATAAANAOU TTPO®IA yia Tov KABE epyaldpevo. Oa XpnaoluoTroinéouv
METPIKEG TTOU avaAuBnkav TTapatTdvw, WOoTE VA oKIAypapnOsi n TTpoowWTTIKOTNTA TOU
KABe TTaiXTn Kal va yivel €QIKTA N TTPOBAEWN PEANOVTIKWY TOU CUUTTEPIPOPWY, N
avayvwpion Twv €UEUTWY TACEWV Kal aduvapiwy Tou. O duo autég péBodol
CUUTTANPWVOUV N dia TNV AAAN Kal TITUYXAvouV £va TTI0 OAOKANPWHEVO ATTOTEAECUA.
Omrwg TTpoava@épbnke, n agioAdynon Ba atroteAcital amd TTapatrdvw amd Eva
TEOT/ATTOOTOAEG. H K&Be pia atmd autég Ba egeTAel SIaPOPETIKO YVWOTIKO QVTIKEIUEVO
N aAAiwg TNV avTidpaon o€ SIOPOPETIKOU €idOUg ATTEINA, EVW OTO TTAPACKNAVIO Ba
dopeiTal kKal To TTPOYIA Tou epyalopévou PE KATAANAEG EPWTACEIC, EVOWMATWHUEVES

oTnv TTapadoaoiakn HEBodo afloAdynong

To mpwTto okEAOG, armoTeAeiTal amd TIC TTAPadOOCIAKEG €PWTACEIS afloAdynong
YVWOEWV Kal guutrePIpopwyv. H kdBe atrooToArn Ba e€eTdlel diapopeTikd Touéa. lMNa
Tapddeiyua Ba uttdpxel Pia amrooToAn yia Tnv avixveuon phishing emails, pia Ba
ETTIKEVTPWVETAI OTNV TTPOCTACTA UANIKOU £EOTTAIOUOU, N ETTOPEVN O€ YEVIKOTEPEG HOPPEG
social engineering, KAToIa AAAN O€ TEXVIKEG OTTEIAEG i} aKOUA Kal TNV aloAGynar| TNG

avTidpaoNg O€ TTEPITITWON TTOU 0 EPYAlOPEVOG TTECEI TTPAYATI BUpa K&TToIa £TTIOEONG.

H &euTtepn péB0SOG OTOXEUEI OTO KTIOIMO £VOG TTPOPIA yIa TN YEVIKOTEPN CUUTTEPIPOPG
KAl TTPOCWTTIKOTNTA Tou XpAoTn. H pnéBodog autrh Ba evowpaTwvel OAEG TIG HETPIKES
agloAdynong TG avBpwTmivng CUUTTEPIPOPAS TTOU avaTITUXBNKAV TTaPATTAvVW, HEOW
TwWV KATAANAwy epwTAcewv Katd T didpkeia Twy aglohoyrnocwv/amootoAwyv. O
TTaiXTNG 010 POAO Tou TTPdKTOPA, Ba AapPBdvel HEPOG o€ OpIouEvEG GUCNTATEIG, OTIG
oTT0ie¢ Ba Tou diveTal N UKaIpia va ETTIAEYEl T AeyOUEVA TOU KAl TIG ATTAVTHOEIG TOU.

. Oa uttdpxouv epwTroeig oxedlaouéveg e Baon TiG kKAipakeg RBS, CBS, EOS kai
RPS, yia Tn kataypa®n Kail agloAdynon Twv PIYOKIVOUVWY CUUTTEPIPOPWV, TWV
WEEANIJWY CUPTTEPIPOPWY, TNG €KBeong o€ KIVOUVOUG Kal TnNG avtiAnyng Tou
piokou. O1 owaTéG 1 AABOG CUUTTEPIPOPEG/AVTIOPATEIG TOU TTAIXTN O€ ATTEIAEG
aAAG Kal OTNV KABNUEPIVI) TOU ETTOQN ME UTTOAOYIOTEG KAl CUMPTTEPIPOPA OTO
d1adikTuo, Ba TpoPodoTouv TIG KAipakeg RBS kai CBS. Tautdxpova, Ba divetal

OTO XPAOTN N duvaTtdTNTA, HEOCW OUZATNONG, VO OXOANIACEl TTAVW OTIG UTTAPXOUCEG
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atelNég Kal pioka. [Na Tapddelyua, va ava@EéPEl TO TTOO0OTO TwWV EPYACONEVWV
TTou TTEQTOUV BUua katTola ammelAAg ) To Tooo mMBavo Bewpei KATI TETOIO VO
oupBei oe katrolov TNG Béong Kai appodidtnTag Tou. Me autdv TOV TPOTTO
agloloyeital n €kBeon o€ PioKo Kal N avTiAnyn Tou pioKou Kal TPOPodoToUVTaI Ol
KAipakeg EOS kal RPS. 'Eva OXETIKO EpWTNUATOAOYIO €ixe avaTTTuxBei atrd Toug
Muge, Testik kai Chouseinoglou. EVOEIKTIKA, OPICPEVEG EPWTAOCEIS VI TIG
TTAPATTAVW KAIMOKEG:
Méco ocuxva xpnolpoTrolw To email pou.
Katd 600 XpnoiuoTtroloUvTal ETAIPIKOI AOyapIaooi yia TTPOCWTTIKA XpRon.
Kartd 1000 £Xw TTapouadia oTa KoIvwVIKAa dikTua.
Katé méoo poipdlopal TTpoowTrikG aToixeia online étav pou ¢nreital.
Méoo ouxva aAAGlw ToV KWOIKS Hou.
Katé 11600 XpnoIuoTTolw AoYIoUIKA TTPo0TACiag TNV KAaBnuepivdTnTd UOU.

Katd méo0 £xw KOANATEl KATTOIOV 10 GTO TTAPEABOV.

© N o gk~ w NP

Katd 1éc0o éxw XA&oel TTANPOQopies 1 XPNUATIKA TTOoA Adyw KATTOIOG
O100IKTUAKAG dpacTnpPIdTNTAG.

9. Kard méoo TTapakoAoubw TIG VEEG VOUOBEGDIEG OXETIKA WE TNV ACQPAAN
TTAorlynon oTo d1adikTuo.

10. Katd o600 Epw TI EVEPYEIEG TTPETTEI VA OKOAOUBNOW KAl G€ TTOIOV TTPETTEI
va ameubuvbw o€ TTEPITITWOoN TTou TTEOW BUa KATTOI0G ETTIBEONG.

11. Av €xw etmiyvwon Ot YTTopei va yivel Katdxpnon Twy TTPOCWTTIKWY [ou
OTOIXEIWV.

12. T1600 ac@aAcic 1 un aoQaAeic Bewpw opIoUEVES DIABIKTUAKESG EVEPYEIEG
(online ayopég, online Tpatrelikég auvahlayég, online TTaixvidia, KTA.) Kai
oplopéva TTpoypduuata i ouoTthuaTa (MS Office, epapuoyég aviaAlaynig
MNVUPATWY, KTA.)

(Muge, Testik, & Chouseinoglou, 2013)

EmmmAéov, Ba evowpatwBouyv epwTroeig agloAdynong Twv TTEVTE TTAPAyOVTWY TNG
TTPoowWTTIKOTATAG, hE Baon To FFM (Five Factor Model). O1 mévTte TapdyovTeg givai
o0 Neupwtiopédg (Neuroticism), n E¢woTtpépeia (Extroversion), n Avoiktétnta
(Openess), n Tepmvotnta  (Agreeableness) kai n  ZxoAaoTKOTNTA
(Conscientiousness). Ymdapxouv TOAAG  diaBéoiya epwTnNUOTOAGYIO  TTOU
UTTOAOYICOUV TO OKOP QUTWV TWV TTEVTE TTOPAYOVTWY. EVOEIKTIKA OPICHEVEG
EPWTNOEIG:

1. Kard 17600 gipal oMIANTIKG AToUO.

2. T16o0 gukoAa aveBalw Tn 816N Twv AAAWV.
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Méoo duokoAo eival va Pe yvwpioel TTpayuaTiké KATToIoq.
Méoo eukoAa Eekivaw oulnTroEIG.

Katd méoo Bewpw 6T £xw @avtaagia.

3

4

5

6. Katd m600 pou apécouv ol PINOCOPIKEG CUCNTACEIG Kal N TEXVN.

7 Katd mméoco diaokeddlw pe T diadikaoia TG oKEWNG.

8 Katd méoo Bewpw 6T gipal KAAUTEPOG aTrd Toug AAAOUG.

9 Katd méoo @épopal pe Tov idio TpdTTo o€ OAOUG TOUG aVBPWTTOUG.

10. Kartd 600 TTPOKAAW CUYKPOUOEIG.

11. Kard méo0 £Xw atraIthoelg ammd Toug AAAoUG.

12. Katd 600 ekdikoupal.

13. Ze T BaBuo akoAouBw Ta oxEdIA OU Kal pévw TTIOTOG O€ aUTA.

14. Kard 1600 divw onuacia oTIG AETITOUEPEIEG.

15. Kard méo0 cipal epyatikdg Kal avTarmmokpivoual AUECa OTIG UTTOXPEWOEIG
MOu.

16. Kard 1600 cipal TavTa opyavwTiKOG Kal TTPOETOIUACHUEVOG.

17. Kard méoo {odelw AoKOTTa TO XPOVO HOou.

18. Kartd 11600 cipal IKavoTroINpéVOGg E TOV EQUTO UOU.

19. Tléoo ocuyva veupialw.

20. T1600 cuxva vViwBw peAayXOAIKOG.

21. Kard méoo dlatnpw TNV NPEPIa pou utrd Trieon.

21a TACiola TG agloAdynong TTapayovTwy TTPOCWTTIKOTNTAG, 6a XpnoiuoTToinOEi

Kal n KAipoka ABIS (Abbreviated impulsiveness scale) kai o1 Tp€Ig UTTO-KAIMAKES

aTTo TIG oTToieg atroTeAeiTal (Attention, Motor, Non-planning), yia Tnv ekTipnon Tng

TTAPOPUNTIKOTNTAG, TTOU ATTOTEAEI EVOEIKTIKO XAPAKTNPIOTIKO TTAPARATIKWY KAl Un

QOQOAWY CUUTTEPIPOPWYV. Oa XPNOIYOTTOINB0UV EPWTATEIS, EIBIKES VIO QUTHV TV

KAipoka, 6TTwG:

Katd o600 £€xw auTtoéAgyxo.

Katd 1600 GUYKEVTPWVOQI EUKOAQ.

Katé méoo Kdvw TTpayhaTa Xwpig va oKEPToUal.

Katd méoo Aéw TTpdypaTa XWpPig va oKEPTOoUAl.

Katd méco dpw ev BPacuw.

Katd 1mo6oo oxedIdlw TTpooeXTIKA TIG EPYATIEG POU.

N o g~ DR

Katd T6oo oKkEQTOUAI KAl ETTIKEVTPWYOUAI OTO HEAAOV.
(Coutlee et al., 2014)
Oa uttdpxouv eTmiong epwTtnoelg Poaoiopéveg OTIGC Bewpieg oxedlaouévng

oupTtrepIpopds (Theory of Planned Behaviour — TPB) kal airioAoynuévng dpaong
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(Theory of Reasoned Action — TRA). H TRA atoteAei ouciacTiké €10IKN
mepimtwon Tng TBP, kai o1 duo Bewpieg e€etdlouv TN OKOTMPOTNTA TWV
epyalopéVWY  YIO CUMMOPQWOTN, MEOW TNG METPNONG Kal avdAuong Twv
KUPWOEWV JN CUPPOPQWONG, TNG EKTINNONG TNG GOPaPOTNTAG TWV ATTEIAWY, TNG
KOIVWVIKAG TTiEONG, TNG TTOIOTNTAG TTANPOPOPNONG OXETIKA JE TOUG KAVOVIOUOUG,
TWV TTAPAYOVTWY TTOU SIEUKOAUVOUV TNV €QAPHOYN QUTWY TWV KAVOVIOUWYV, TNG
OTAONG TWV €PYOCOPEVWV ATTEVAVTI OTOUG Kavoviopoug. Or PETPIKEG TTOU
XPNOILOTTOIOUVTAl OTOXEUOUV OTNV AEIOAOYNON TWV UTTOKEIUEVIKWY KAVOVWY, TNG
OTAONG TOU €PYACOUEVOU OTTEVOVTI OTNV €KAOCTOTE CUPTTEPIPOPA KAl TOU
EKAQUPBAVOUEVOU  CUUTTEPIPOPICTIKOU  €Aéyxou. Aegv  uTTdpXouv  ETOIMA
EPWTNHATOAGYIA VIO QUTEG TIG METPIKEG, YEYOVOG TTOU OPEIAETAI OTO PHEYAAOG EUPOG
Kalr TNV  OIOQOPETIKOTATA TWwV TTIEPITITWOEWY  OTIG OTIOIEG  WTTOPOUV  va
EQPAPUOCTOUV QUTEG O Bewpieg. AvaAoya e TNV UTTO €EETACN CUMTTEPIPOPA, TNV
XPOVIKR] TTEPIOOO0 KOl TOUG OCUMPMETEXOVTEG, Ol £PWTNOEIS dIAPOPOTTOIOUVTAI
onuavTikd. (Ajzen, 2020) EvOeIKTIKA, OPICUEVEG €PWTACEIS TTOU WTTOPOUV VO
EVOWNATWOOUV YIa QUTEG TIG HETPIKEG Eival:
1. Tl6co €UkoAo civar yia eguéva va akoAouBw OAOUG TOUG KavOVveS Kal
O1adIKacieg aoPaAgiag.
2. T16oo onuavTiko gival yia Toug epyodOTEG KAl TOUG OUVADEAPOUG POU va
TNPW TOUG KAVOVEG Kal va akOAoOUBwW TIG dIadIKaoieg aoPaAEiag.
3.  Katd m6c0 oKOTTEUW va XPNOIKMOTTOINOW OAO TO eKTTAIDEUTIKO UAIKO TTOU
gival diaBéaipo.
4. Katd moéoco ¢€ival avauevouevo atmmd gUEva va  XPNOIMOTTOINOW TO
EKTTAIOEUTIKO UAIKO.
5. Katd méoo Bswpw atmmibavo va epapudlw OAOUG TOUG KAVOVIOUOUG Kal va
aKOAOUBW OAgG TIG B1adIKaoieg aoPaAciag TauTdxpova.
EmmAéov, Ba evowpatwBolv 010 ouoTnua oTtoixeia tng afloAdynons HRA
(Human Reliability Assessment). H HRA agloloyei Tn ouveicpopd TOU
avBpwTTIVou TTaPdyovTa 0TO CUVOAIKO PIOKO TTOU, 0T OUYKEKPIMEVN TTEPITITWON,
a@opd To TOPEA AOPAAEING TwV TTANPOPOpIaKwY cuoTnudTwy. MNa Tnv disfaywyn
NG HRA, ka1 avdAoya BERaia pe Tn HEBODO TTOU XPNOIYOTTOIEITAI, EKTIUATAI N
mBOavoeTnTa avBpwtTivou AdBog pe Baon €idog TnG KABe epyaciag. MpodkerTal yia
Mia agloAdynon yia Tnv otroia &gv €ival amapaitnto To input Tou epyalouévou. H
mBOavoeTnTa AdBoug utroAoyileTal yia kaBe diadikacia/epyacia (T1.x. €TIAOyN
KwOIKOU, €TTAVEKKIVNON CUCTNUATWY, OAOKARpwWON S1adIKTUAKNG GUVAAAQYAG)

Kal yla 6Aoug Toug epyaldouevoug ouvoAikd. O uttoAoyIouog yivetal aveEdpTnTa
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amoé 10 ouoTnua afloAdynong, aAAd To atmoTeAéopata PTTOPOUV €UKOAQ va
ouvduaoTouv.

° Mépog Twv epwTAoewy Ba Baciletal otnv healthcare behavioral theory kai 10
povTého health belief. To povtého health belief TrepIAapBaver TI¢ HETABANTEG:
eKAQuBavouevn emmPPETTEIN, eKAQUPavOPEVa OQEAN, eKAaupavopeva euttodia,
0TTapgn YEYOvOTWY TTOU va evBAPPUVOUV KATTOIEG CUUTTEPIPOPES, YEVIKOG
TTPOCAVATONOUOG Kal EVOIOQEPOV TOU ATOHOU YId THY ACPAAEIQ, QUTOTTETTOIBNON
TOU OTOPOU OTI €XEI TNV IKAVOTNTA VO eKTEAECEl Mia evépyeld, ekKAauBavouevn
ooBapdtnTa TwV EMTITWOEWY OE TTEPITITWON HN CUPPOPQwoNnG. OpIouéveg
EPWTNOEIG TTOU CUUPBAANOUV OTHV a&IOASGYNoN SAWY TWV TTAPATTAVW PETARANTWV
Ava@EPOVTAl TTAPOKATW:

1. Tooo mBavo cival va AddPw éva email e KakOBouAn etiguvayn.

2. Karta moéco n meavr) uttokAoTTA dedouévwy Ba gixe ooBapég CUVETTEIES yia
EMEVA KQI TNV ETTIXEIPNON.

3. Katd 1m600 opiouéveg evépyeleg eAEyxou Twv eloepxOuevwy emails, Ba
OulBaAAouv oTnv avixveuon TTBavwyV ATTEIAWV.

4.  Katd 1600 n KaAn €tmidoon o€ BépaTta acgpaAeiag Ba weeAnoel TNV eIKévVa
Kal Tn B€an pou TNV £TAIPEia.

5. Kartd mdéc0 n epapuoyr] opIoHEVWY KAVOVIGHEVWY, Bewpeital xpovoRdpa n
ATTAITATIKY €EPYQaTia.

6. Kard 1600 n eTTIXEIPNON OPYaVWVEl EKONAWOEIG KAl OMINIEG TTAVW OTNV
ao@aAcla f; oTEAvVEl evnuePWTIKA emails oToug epyalouEvoug.

7. Katd méco n acedAcia gival éva {ATNUa UPNAAG onuaaciog yia euéva.

8. Katd méco Bewpwy 6T £Xw TNV IKAVOTATA VA avIXVEUOW dia atTeIAf (TT.X.

phishing email).

MNa tnv amavrinon 6Awv Twv TTApaTTavw £pWTACEWVY Ba xpnaoipotroindei n KAipaka
Linkert. TMpokerral yia pia KAEIOTA KAiJOKA avaykaoTIKAG €TTIAOYAG, TTOU OTNV TTPAEN
TTOPEXEI OTOV XPrOTN Hia o€Ipd atTavinoewy TTOU TTYQiVOUV atré To £va AKPO OTO
GAAo. Oa xpnoigotroinBei n TTALov eupéwg dladedouévn KAipaka 1-5, pe TTapailayég
avaAoya e 1o €idog TNG epwTnong. MNa Tapadeiypa, otn dnAwon «H KaAr emmidoon o€
Bépata aopaAciag Ba weeAAoel TNV €iIkOGva Kal TN B€0n Pou oTnv €TaIpEia», n oeipd
emAoywv Ba eivar:

0. Alcpwvw atmoAUTWG

1. Alagwvw Aiyo

2. OuTe dIapwvw oUTE CUPPWVW

3. Zup@wvw Aiyo
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4. ZUPQWVW aTTOAUTWG

21n OnAwon «Eipal ikavotroinuévog pe 10 €autd POU», OI ETTIAOYEG WTTOPOUV VO

dlapopewbouv o¢:

0. KaBdAou
1. Aiyo

2. Métpia

3. TloAu

4. ECaipeTika

EVAAAQKTIKG, 0Tn dRAWoN «XpNOIKMOTTOIW ETAIPIKOUG AOYOPIACTHOUG YIA TTIPOCWTTIKH

XPNon», JTTopouyv va XpnoIUoTToinBouv ol £TTIAOYEG:

0. MMoré

1. MoAu otrévia
2. Mepikég Qopég
3. Zuxva

4. TloAU ouyva

Me tn xpron TS kAipakag Linkert, o xprioTng avagépel To BaBud oTov o1T0io dlaQwVeEi
Il CUMQWVEI, KATI TTOU TTapdyel OeOOPEVA TTOU TTAPEXOUV PEYAAUTEPN ATTOXPWON KAl
TEPIOTOTEPN TTANPOPOpIa, 1I0IWG CUYKPITIKA Je Mia atmmAf duadikn armékpion. Ol
KAipyakeg Linkert, xpnoipgotroloUvTal TTapadooiakd o€ EpwTnNUATOAGYIa yIa TN GUAAOYNA
0edopEVwY KATG TOV UTTOAOYIOUO Twv TTPoava@epBEvIwy PETPIKWY. Mia eyyevig
aduvapia Toug, EYKEITAI OTO YEYOVOG OTI Ol XPHOTEG CUUTTANPWYOUV QUTOTTPOOWTTWG
TNV QTTAvVTNON TOUG, YiVOVTdl OUCIOOTIKA KPITEG Tou eautou Toug. 'ETol, otnv
TTPOooTTdBeId Toug va dnUIoUPYACOUY [ia KAAR €IKdva yia TOUG iBIOUG Kal va KAVOUV TIG
QTTAVTHOEIG TOUG VA QaiVOVTAI KOIVWVIKA ATTOOEKTEG, UTTOPET va GAAOILICOUV OpICHEVA
oTOoIXEia, akOua Kal aouveidnTa. AuTO UTTOPEI va AVTIMETWTTIOTEN JE TNV EVOWPATWON
EPWTACEWV OE KATTOIO OEVAPIO, TO OTIOI0 OTN OUYKEKPIYEVN TTEPITITWON Eival Ol
a1TOOTOAEG TTOU Ba avaAdBel o xprotng. ETriong, k&mmoleg epwTAoEIS gival €QIKTO va
EVOWPATWOOUV OTO TTPAKTIKO KOPPATI TOU CUCTHAPATOG KAl OXI 0TOUG BIaASYoUG, Xwpig
va yivetal N 0mmapén Toug avTIANTTTh ammo 1o xprioTtn. MNa mapddeiyua, n pwrnon yia
TO KOT& TTOCO dlaTnEEiTal N NEEWia utrd TTieon, PUTTOPEI va atravinBei dtav o xpPrRoTng
KANBei va oAoKANpwoel ypriyopa Hia Kpiolun €pyacia TTou atmaitei npepia Kai
ouykévipwon  (Tm.X. oAokAApwaon evég TalA). H  duvardtnta  AAwoTE
KKOPOUQAOpPIoUEVNG» AgIOAOYNONG, AViXVEUONG XOPOKTNPIOTIKWY KAl CUUTTEPIPOPWY,
XwpPig autd va yivetal avTIAnNTTo atrod 10 UTTd agloAdynaon ATouo, aviAKel OTa TTOAAQTTAG

op£An Tou gamification.
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Mia epwTtnon Tmou atravtdel 0 XprAOTNG UTTOPEI va TPOYOodOTEl TTapATTAvVW aTtd Hia
KAiHakeg, KaBWws opiouéveg €vvoieg aAAnAemikaAutttovral. O1 epwTAoelg Ba eival
OPKETEG, WOTE VA Eival EPIKTO, HETG TNV OAOKAAPWON TWV ATTOCTOAWY, va dnuioupynBei
éva TTANPEG TTPOWIA yia To XprRoTn. To TpogiA Ba cival diaBéoiuo 1600 oTny €TMIXEipNON,
oav OTTOTEAECHA TNG QEIOAOYNONG Tou, AAG Kal oTov idI0 TO XPRon, padi pye tnv
KAatdAANAn avaAuon. O xpnoTtng Ba €xel TNV uKaIpia va €CETACEI TO ATTOTEAECUATA,
KATI TTOU TTIBavWG Ba Tou TTPEWEI VO BEATIOEI OPICUEVA XAPAKTNPIOTIKA TOU KAl VO

avaBewpAOEl OPICUEVES TTETTOIBNOEIG TOU.

O  duo péBodol  TOU  avaAuBnkav  TTapattdvw,  cuvdudlovTal  Kal

aAAnAocupTttAnpwvovTal o€ éva OAOKANPWHEVO OUCTNUA.

2Tn oUuvéxela, Ba xpelaaTei va TTepIypagoulv Kal va avaAuBouyv Ta aToixeia Traixvidiou
TToU Ba evowpaTwBoUlv OTO TTaPATTAvw cUoTnUa. @a XpnolpoTtroindei To TTAaicio TTou
mpoTeivav ol Werbach kai Hunter (2012), To otroio mrepIAaudavel CUCTATIKA OTOIXEIO
(components), unxaviopoug (mechanics) kar duvapikég (dynamics) kal avaAubnke
TapaTTavw. Oa emAEyoUV TTPWTA 01 BUVANIKES, OTN GUVEXEIQ Ol UNXAVICHOI Kal TEAOG

TA CUOCTATIKA OTOIXEIO TOU TTAIXVIOOTTOINKEVOU CUOTANATOG.

O1 duvapikég gival o TENIKEG OUMTTEPIPOPEG Kal AAANAETIOPACEIS avANEST OTOUG
XPNOTEG, OTIG OTTOiEG OTOXEUEI TO oUoTNa. Ooov agopd Ta cuvaicBruara, To cuoTnua
Ba oToxEUEl KUpiwg O€ Evav Uy avTaywvioud, aTo aiodBnua ouadikdTnTag, eubuvng,
TTEPITTETEIOG, TOV EVOOUCIOOKO, TNV IKAVOTTOINON KAl TV aioBnon emmiTeugng kai €€EAIENG
— O6Aa o€ guvduaouo6 UE Ta BETIKA ouvalioBriuaTa TTou cuvoiovTal he Tn diackédaaon. Ol
OUVORKEG TTOU TTPOKAAOUV auTd Ta cuvaloBriuata dnuioupyolvTal atrd TO 0EVAPIO TTOU
xpnoiyotroigital. To gpyaieio Ba ouvodeleTal atTtd a@nynoeig, Katd TG oTToieg Ba
avaTtiOetal oTov TraixTn n ekdoTtote aTmmoOTOAN. KdBe @opd Oa utmdpyxel KATTOI0
TTPORANPA, KATTOIA ATTEIAR A YEVIKOTEPQ Mia KATAOTAON, YIO TNV ETTIAUCH ThG OTToIOG Ba

aTraiTeital n BorBeia kai N cuyBoAr Tou TTaiXTn.

Me Bdon Tig duvapikég, Ba eTIAEyoUV OTN CUVEXEID O KOTAAANAOI UNXAVIOUOI TTOU TIG

dnuioupyouv. Oa xpnaipoTtroinouv:

. MpokAnoeig kai Emredypara. Or idieg o1 aflodoynoeig Ba €xouv Tn popen
QTTOOTOAWYV, PEUOVWHEVWY TTPOKAACEWV OTIG OTTOIEG O XProTNG Ba TTpéTrel va
avtatreEEABel. O1 TTPOKANCEIG KAl Ta ETITEUYUATA TTPOCPEPOUV TO OTOIXEIO TNG

dlaokeédaong Kal  dnuioupyolv TO aiocBnua €uBuvng, TTEPITTETEIOG KOl
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evBouoiaopou. H oAokAfjpwaon piag atrooToANg i} 1Ic0dUvapa piag TTpokAnong,
TTePINAPPBAVEl ETITEUYUOTA OTTWG N CUYKEVTPWON APKETWY TTOVIWV (Ba uTtdpXEl
OnAadn] évag eAGXIOTOG aPIBUOG CWOTWY ATTAVTACEWV/EVEPYEIWY TTOU TTPETTEI VO
TTETUXEI 0 XPAOTNG) Kal n atrdvTnon OAwV TWV aTTapaiTNTWyV EPWTACEWV.
Mpdodog. H Tpdodog Ba TrapakoAouBeital TOO0 o€ £TTITTEDO ATTOOTOANG AAAG Kal
ouvoAikd. Katd Tn dIdpKela TG ATTOOTOANG, 0 XPNRoTng Ba éxel etmiyvwon Tng
TTPOOdOU TOu KAl duvaTOTNTA  EKTIUNONG TOU  UTTOAEITTOMEVOU  XpOVou
OAOKAAPWONG. Z€ GUVOAIKO £TTITTEDO, HETA TNV OAOKAAPWON KABE aTTOOTOANG, Ba
EEKAEIBWVETAI N ETTOMEVN, HEXP! VA OAOKANPWOOUV OAEG Ol ATTOOTOAEG, TO TTPOQIA
TOU XPNOTN KAl CUPTTEPACUATIKG n agloAdynon. H 1mpoéodog dnuioupyei TV
€mMOuPNTA aiocOnon eTiTeugng, CENIENG KAl cuvTnpEEi Tov evBouoiaoud.
Mapoxn feedback. Méoa amé 1o feedback, o xpoTng €xel €TTiyvwon Twv AaBwyv
TOU KQI UTTOPEi va auToREATIWVETAI Kal va TTpocapuoleTal. Katd tn didpkeia Twv
ammooToAwyV, 0 XprRoTng Ba emPBpapevceTal kepdilovTag TTOVIOUG O€ TTEPITITWAN
owoTAG amavinong. MapdAAnAa, kdBe AavBacouévn amavrnon n avtidpaorn, Ba
OUVOOEUETAI JE Wia EVNUEPWOT YIA TO TTOIA TAV N CWOTH, AAAG Kal Th duvaToTnTa
TTapoxng TTapaTTadvw TTAnpoopiwv/aImioAdynong ™G OWOTAG
atravinong/avtidpaong. To feedback emmiong ouvinpei 10 evdiapépov Kal Tov
evBouoiaopo Kal evioxUel To aioBnua emmiTeEUENG.
Koivwvikotroinon. H koivwvikoTtroinon agopd tnv TTpocopoiwaon diIaAdyou TTou
XPNOoIJoTToIEiTal YIa TN dnIoupyia Tou TTPOPIA Tou XprioTh. Katd Tnv agioAdynon,
O TTAIXTNG KOAEITAI va atravTroel Kal éva GUVOAO TTPOCWTTIKWY EPWTHOEWY TTOU
XPNOoIJoTTolouvTal KATAANAa ammd TIG TTpoavapepBeioeg PeTPIKEG. AuTOU TOU
€idoug n KovwvikoTToinon Kal aAAnAeTTidpacn, TTpokaAoUv BeTIKA ouvalicBiuaTa
Kal KaBioTouv TO CUCTNHA TTIO EVOIQPEPOV.
Status. H Otmmapén TeAIKNG KATATAENG TWV XPNOTWV €VIOXUElI TOV PETAEU TOUG
QAVTAYWVIOPO Kal KIVNTOTTOIET TOUG XPROTEG YIa BEATIWUEVN aTTddo0N.
Zuvepyaoia peTagu Twv xpnoTtwv. H Ommapén opadikou okop Kal KATATagng,
€VIOXUOUV TO QioBnua opadikOTNTAG AAAG KOl AvTayWVIGHOU JETAEU TWV OPAdWY,

KATI TTou KaBI0Td TN diadikacia agloAdynong TTIo EuXAPIOTN KAl EvOIAQEPOUTQ.

TéANog, n emiAoyn oToixeiwy yiveral pe B&on Toug TTapaTTdvw Punxaviopous. Ta aToixeEia

TToU Ba evowpaTtwBouv eivai:

O1 mévrol. ‘Evag maiktng 6a kepdilel TTOvToug avaloya We Tov av divel CwaTEG Ol
AavOaopéveg atmmaviAoelg Kal av OAOKANPWVEl PE €TTITUXia TIG {NTOUMNEVEG
evépyeleg (1T.x. avixveuon phishing emails, cwoTtdg opioudg Twv authorizations

o€ KAatoio apxeio). BéBaia, Ba utTdpyxouv Kail Ol TIPOCWTTIKEG EPWTATEIG, YIA TIG
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oTroieg Oev uTTdpxel owaTh 11 AdBog atravinon Kal ol 0TToieg dev TTPOCEPEPOUV
TTOVTOUG.

° Ta Trapaonua (badges), Tou amodidovral o€ TTEPITITWON TTOU O XPNOTNG
oAokAnpwvel Katrolo katépBwpua. O epyalduevog Ba aTToKTA €va TTOPAC O KABE
@OpPa TTOU OAOKANPWVEI ETTITUXWG Hia aTTOOTOAN. Ta TTapdonua dev oxeTiCovTal
ME TOUG TTOVTOUG KaI OTTOTEAOUV KivATPO YIO TO XPAOTN, XWPIG va UTTAPXEI
¢ekaBapog avraywviopdg. Tautoxpova, CUPPBAAAOUvV OTO va yivel n OAn
dladikacia TTIo dIAoKESACTIKN.

° ‘Evag TTivakag Katdragng, Tou evBappUvel TOV UYIN avTaywVvIoud PETAEU Twv
XPNOTWV Kal €acPaAifel TNV aTTOKTNON KUpoug/status yia Toug XprioTeg TTou Ba
BpeBolv oTnv Kopun Tou. @a civar duvatd va utTdpxel TOOO ATOMIKA 600 Kal
opadikn katdragn.

. O1 ptrépeg Tpoddou. Me TIG uTTAPES TTPOOBOU O XPrOTNG UTTOPEL va yvwpilel ava
TTAoa OTIYUA O€ TT0I0 OnuEio TG atrooToAng/agiohdynang BpiokeTtal. O1 UTTapEg
TTPOOOOU MTTOPOUV VA €XOUV TTOAEC HOPQEC €KTOGC TNG  KUPIOAEKTIKNG,
TTapadooIakig Hop®Pnic. MNa TTapddelyua, JTTOPOUV Va £XOUV TN HOPYR CNUEiwY
o€ évav XapTn, Y€ Tov XpAOTN va yvwpilel 0TI TTIPETTEI VA £TTIOKEPBEI OAOUG TOUg
TTPOOPICHOUG, UTTOPOUV VA £XOUV T HOPPr EEAUEVWV TTOU YEUICOUV, Kal TTOAAG
GAAa.

. Ta avatars kai Ta AoIrd ypa@ikd. O id1og o xpriotng dev Ba eTTIAEyel KATTOI0 avatar
yia Tov €autd Tou, aAAd Ba xpnolgoTrolouvTal YPa@gIKG Kal avatars, Ta oTroia
avaAauBdavouv tnyv agriynon. To avatar Ba umropoUoe va €XEl TN JOPPr KATTOIoU
OTEAEXOUG TNG ETTIXEIPNONG, Yeyovog TTou Ba ouvéBaAlAe otn olvdeon Tou
epyalopévou padi Tou, 0TO aiocOnua oIKEIGTNTAG KAl 0T dnuioupyia PeyaAUTEPOU
evOIOPEPOVTOG.

. Mnxaviouoi feedback. O1 pnxaviopoi autoi TTepIAauBdavouv Ta OXETIKA YPAPIKA
TTOU dNAWVOUV €AV pia atTrdvTnon f avTidpaon gival cwaoTr) A AavBaouévn Kabwg
Kal pop-up TrapdBupa ) dIGAoyoug e TTapaATTAvw TTANPOPOPIEG OE TTEPITITWON
AdBoug. To feedback uTTopEi KaI VO EVOWMPATWVETAI OTIG EKPPATEIG KAI KIVIOEIG
Twv avatars/a@nyntwv. AuTto gival To Aeyouevo TTpoowTroTroinuévo feedback, To

OTT0I0 £X€1 aTTOdEIXTE IDIAITEPA ATTOTEAEOHATIKO.

7.2. MAPAAEIITMA E®APMOIHZ TOY EPIrAAEIOY

21N ouvéxela, Ba TTeplypa@ei avaAuTIKé o TPOTTOG XPrioNG TOU CUYKEKPIUEVOU EPYAAEIOU

aTTod Wia emixeipnon, atrd Tnv TTAEUpd Tou epyaopévou.
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ApxIKd, o epyalOuevog Ba KaAEiTal va CUPTTANPWOEI, KATTOIEG EI0AYWYIKES EPWTHOEIG
yla TovV €0UTO Tou, Tn B€0n Tou OTNV €TIXEIPNON, TNV HEXPI TWPO TTopEia Tou, TO
mepIBAAAOV Kal To uTTORaBPS Tou. Opicuéva atrd autd Ta OToIXEia gival AdN yvwoTd
oTnv emixeipnon kar Ba eivalr TpoouuTTAnpwpéva. TETolou €idoug oToIXEia €Xouv
METPAOIUN OCUUBOAR oTnv TIPORAEYwn Kal agloAdynon TNG OCUPTTEPIPOPAS TOU
epyadopévou kal Ba AauBdvovrtal uttéyiv atrd TIG QVTIOTOIXEG KAIUAKEG TTOU

avaAuBnkav TTapaTTavw.

‘Emreira, amrd TN CUPTTARPWON TwY aPXIKWY OToIXEiIwY, Ba CeEKIVATEI N €l0aywyr] Tou
epyagopévou 0TO oevAPIO TOU epyaAeiou. Oa eugpavileTal To avatar TTou 8a €xel To pOAO
TOoU aenynTh Kal Ba eényei oTov epyalduevo 10 OIkG Tou pOAo Kal To okotrd Tou. O
epyagoéuevog Ba gival ouoiaoTikKG 0 UTTAAANAOG TNG ETTIXEIPNONG TTOU £XEI ETTIAEYET yIA
va ouvopdpel TN dIoiknon o€ [ia o€Ipd aTTOOTOAWY, Ol OTTOIEG £XOUV VA KAVOUV [E TNV
QVTIMETWTTION €EWTEPIKWV OTTEIAWV, TNV QVIXVEUON €0WTEPIKWY OGOUVAMIWV Kal TOV
EVTOTTIONO TPWTWV Onueiwyv. AuTOG 0 pOAog dnuioupyei éva aioBnua €ubuvng Kai
oTToudaIdTNTAC OTOV £PYAlOUEVO, EVIOXUOVTAG £TOI TO EVOIAPEPOV KAl TOV evBouoiaoud
TOU, KaI KIVNTOTTOIWVTOG TOV Va 0AoKANpwaoel TV agloAdynaon pe BeTikG ouvaiobriuara
Kai 1a0eon. KaBe atrooToAr) Ba gival pia pepgovwuévn, autoteARg agiohdynon 1rou Ba
a@opd dia@opeTikd Topéa/attelAr). H kGBe atrooToArn Ba éxel didpkeia 30-40 AETTTWY,
avaAoya kal he Tnv TaxUTNTA QvTidpaong Tou XPHoTn, TNV €COIKEIWON TOUu ME Ta
TTaIXVIOOTTOINUEVA CUCTAUATA, KATT. ZTNV TTPWTN ATTOOTOAN, 0 apnynTiS Ba avapepOei
OTO OUVOAO Twv a&lohoynoewyv Kal Ba evnuepwvel Tov epyaldouevo yia Tn ocipd
EPYOOIWV TTOU Ba xpelaaTei va dIEKTTEPAIWTElI HEAAOVTIKA, aTa TTAQicIa TOU pOAOU TOU.
O1 €101kég 0dnyieg TTAVW OTNV €EKAOTOTE ATTOOTOAN], Ba divovTal Katd Tnv £vapén Tng.
Eival onpavTikd o maixtng va yvwpilel ek Twv TTPOTEPWYV TO OKOTTO Tou, Tn diadikaacia
Tou Ba akoAouBricel, Tov TPOTTO TTou Ba agiohoynBei kai TN didpKeld AUTAS TNG
oladikaoiag. Ae Ba UTTAPXEI EVNUEPWON OXETIKA HE TIG EPWTHOEIG TTIPOCWTTIKOTNTAG —
TIPOKEITAI VIO EPWTACEIS Ol OTToiEG B EVOWNATWVOVTAI GTOUG SIOAGYOUG Kal yia TIG
oT1Toieg eV UTTAPXEI CWOTA A AGBOG atrdvTnorn. H CUvTPITITIKA TTAEIOVOTNTA TWV OTOHWY
£xel AN €pBel o€ etTagn pe Katola kAipaka Linkert kail Toug ival oikeieg. Akdua Kal yia
KATTOIOV TTOU CUVAVTA Wia TETOIO KAIJaKa TTpwTn Qopd, gival ao@aAég va BeEwpoUpE Tov
TPOTTO XpAoNG TTOAU aTTAd kai TTpogavr). Ooov agopd TG dpacTnPIdTNTEG Kal TIG
EPWTAOCEIG TTOU €EETACOUV TIG YVWOEIG KAI TIG CUUTTEPIPOPES TwV epyalouévwy, TTEpa
a1rd TIG ApPXIKEG 0dnyieg, Oa yivovTal CUUTTANPWHOTIKEG EVNEPWOEIS KATA TN SIGPKEIQ

NG agIoAdyNONG. Z€ TTEPITITWON TTOU O XPNOTNG, XPEIOOTEI ETTITTAEOV UTTOOTHPIEN KOl
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BonBeia, Ba £xel ava TTaoa oTiyu Tn duvaroéTtnTta va Tn ¢nthoel. Téte, avdAoya Kal Pe
TO €id0¢ TNG {NTOUKEVNG PonBeiag ite Ba gu@avifeTal KATTOI0 pop-up TTapdBupo JE TO
KatdAAnAo Keipevo (T1.X. TOTTOBETNOE TOv KEPOOPA TIAVW OTO QVTIKEIMEVO TTOU
EKTTPOCWTTEI TNV EMOUNNTH ATTAVTNON KAl ETTIAEEE TO), €iTE 0 XproTNG Ba TTAPATTEUTTETAI
o€ €va TTI0 eKTEVEG QUANO 0dnyiwyv, OTTou Ba uTTopei va Bpel TTAAPN Kal avOAUTIKA
TTEPIYPAPI) TOU TPOTTOU EKTEAEONG TWV ATTAPAITNTWY evepyelwy. O XpAOTNG PTTOPEi va
nTasl PonBeia, pe éva atrAd KAIK 1} TTEPACHA TOU TTOVTIKIOU TTAvW aTTd KATTOIO
EPWTNHATIKG, OTTOTE Kal Ba gp@avideTal To pop-up TapdBupo, i YE Eva KAIK TTAVW OTO
€IKOVIOIO 0dnyIwv, yia va avakateuBuvBei oTIG 1Mo avaAuTIKEG odnyieg. AUTEG ol
TIPOKTIKEG  €ival €UPEWG XPNOIMOTTOIOUMEVEG KAl QIAIKEG TTPOG TO XPAOTN, ME
amotéAeopa n avag¢Atnon BorBeiag va amoTeAel hia eUKOAN epyacia pe TNV OTToIA Ol

XPNOTEG €ival AON EEOIKEIWMEVOL.

Katd tnv 1Tapoxn Twv apxikwy odnylwv, o epyaléuevog Ba Aaupavel yvwon Kai Tou
apIBuoU Twv aTTooToAWY TToU XpelddeTal va oAokAnpwoel. H emtuxig oAokArpwon
Miag atmooToArg Ba guvodeleTal e TNV aTTOKTNON Tou avTioToixou badge. O xpriotng
Ba BAémTel avd TTAoa oTiyu oTnv 086vn Tou Ta KekTnuéva badges, woTe va yvwpilel
o€ TIOI0 ATTOOTOAN PBpiokeTal kKol TTOOEG uTroAgiTovTal. Ta badges, wg pop®n
empBpdapeuong, atroTeAoUV KivnTPO yia TO XPrOTN KAl TAUTOXPOVa XPNOIUEUOUV IO TNV
TTapakoAouBnon TG mpoddou Tou. O XpAoTNG yVwpEICel OTI TTPETTEI VA OUYKEVTPWOEI
éva ouykekpiyévo apiBud badges, woTe va oAokAnpwaoel Tnv agloAdéynon kal TO
YEYOVOG auTO, evioXUEl TO aioBnua TnG TTPOKANONG Kal TNG TTEPITTETEING. Ta badges Ba
£XOUV TNV HOP®I QVTIKEIMEVWV TTOU OXETICOVTAI JE TO XWPO EPYATiag Kal TNV EKAOTOTE
armooToAl 1 PBpaBeiwv, kAT TTOU KABIOTG Tn Oladikaoia CUAAOYAG TOug TTIO

O100KEDAOTIKN YE BAON TA TTPOTUTTA TTAIXVIOIWV.

H mTpwTtn atrooToAn agopd Ta phishing emails. O epyalduevog evnuepwveTal OTI N
OpXIK] TOu TTPOKANON €ival va eviotrioel TO ATOPO TTOU KpUBeTal Triocw atmmd Tnv
OTTOOTOAR Miag oeipdg phishing emails oTtoug uttdAoITTOUG €£pYyalOPEVOUG TNG
gmyeipnong. Kard Tnv €lcaywyrn Tou OTnv ammooToArd, B€TovTal €pwTAOEIG TTOU
TPOPOBOTOUV OPICHEVESG HETPIKEG KA OXETICOVTAI TTAVTA JE TO BEPA TNG CUYKEKPIPEVNG
a1mooTOARG. A TTapdadeiyua, 0 £pYaCOPEVOG KAALITAI va ATTAVTHOEl YIA TO €AV €XEI
éoel Oupa phishing email oto TapeABAv, yia 1o TTOOO TMOAVO Bewpei KATI TETOIO VO
OupPEl, yia To TTOCO CORAPES BEWpPET TIG ETMITITWOEIG, YIa TO TTOC0 XpovoBopa Bewpei
TN diadikacia eAéyxou evog email KTA. Mg Tov TPOTTO TTOU ava@EPBNKE TTAPATTAVW,

uttohoyiCovtal ol KAipakeg RBS, CBS, EOS kai RPS kal ol METPIKEG TTOU
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xpnoiuotroiouvTtal atré TG Bewpieg TPB (Theory of Planned Behaviour), TPA (Theory
of Reasoned Action) kai To povTtéAo health belief, og 6,11 €xel va kdvel pe Ta phishing
emails. 21n ouvéxela, Ba eAéyxetal Kal Ba aflioAoyeital N TPAYUOTIK IKAVOTNTA TOU
epyalopévou va avayvwpilel phishing emails otnv pAagn, aAA& Kai o1 yvwaoelg Tou
TTAvVW O€ auTO TO Bépa. Oa epgavideTal pia oglpd emails Kal 0 pyalouevog Ba KaAeiTal
VO TO XAPOKTNPIOEl WG AoPaAr A un ao@aAr. ZTnV TTEPITITWON TTou éva email KpIOei
WG KN ao@AAEG, TOTE 0 epyalopevog Ba TTPETTEl va eTTIAEEEI T onuEia, AEEEIG 1 PPAOTEIS
Tou utrodnAwvouv 61l 1o email TTpdKeITal yia TTpooTrdBeia phishing kal va Ta
xapaktnpioel. Opioyéva oToixeia tmou ‘mrpodidouv’ €va phishing email, eival yia
TTaPAdEIY A, O EEWTEPIKOG ATTOOTOAEQG, N UTTAPEN 0pBoyPAPIKWY AaBWvV, n dnuioupyia
TNG evTUTTWONG OTI TO email gival €TTeiyov KAl aTTaITEITAI APECT KATTOIO EVEPYEID OTTO
TOV TTAPOAATTTN, N XPAHON AGyou eutTAoUTIONEVOU e ouvaioBnua. OTav o epyalduevog
uttoBd&AAel pia atrdvtnon, 6a Aaupavel atreuBeiag feedback oxetiké pe Tnv opbéTNTA
NG aTrdvTnong Tou, TO OTToi0 Ba cUVOdEUETAI KAl UE £VO GUVTOMO KEIPEVO aITIoAGynong

NG 0pBn¢ amavinong. ‘Emeita, o epyalduevog Ba TTpoxwperoel To TOMEVO email.

Katd tn didpkeia TG atmooToArG, 0 epyalduevog Ba AauBdvel yvwan Tng Tpoddou Tou.
AuTté Ba yiveral e Tn xprion evog XapTn ME OPIOUEVESG TOTTOBETIEG ONUEIWPEVES TTAVW
TOU. ZUPQWVa JE TO OEvApIo, KABe @opd TTou Ba oAokAnpwveTal n afloAdynon evog
email, o epyafouevog @Tavel éva BAua 1O KOVTA OTOV €VTOTTIONO TOU QTOPOU TTOU
atmmooTéAAel Ta phishing emails kai petafaivel oTnv €TépeEvn ToTToBeGia oTov XAPTN.
‘ET01, 0 €pyadOPEVOG E€XEl ETTIYVWON TNG TTPOODOU TOU KAl TAUTOXPOVA EVIOYXUETAI TO
aioOnua TNG TTEPITTETEING Kal TNG €gpelivnong. KaBe petdPaon atrd 1o éva onueio oT1o
GAAO, ouvOodEUETAI [E TO QVTIOTOIXO KOPKATI TNG 10TOPIag. O agnynTrG EVNUEPWVEI TOV
epyagoéuevo OTI Ta vEQ OTOIXEIO TTOU TTPOEKUWAY UTTOdNAWYOUV OTI N atTelAf BpiokeTal
O¢ KATTOIO OUYKEKPIUEVN XWpPa, oTnv otroia kai petaBaivel. Otav oAokAnpwBei n
agloAdynon Tou email oTnv TeAeuTaia ToTToBECia, TOTE O £PYAlOUEVOG €XEI TTETUXEI TO
OKOTTO Tou Kal AauBdvel To badge NG ouykekpipévng atmooToAnS. MNa va BewpnOei 6T
€XEl ONOKANPWOEl TNV OATTOOTOAR  ETMITUXWG, TIPETTEl va  €XEl  TTETUXEl  €va
TTPOKABOPIOPEVO -OXETIKA XAWNAO- TTOCO0TO CWOTWV EKTIMACEWY Kal aKPIBWV
avayvwpicewyv Twv emails. Auto yiveral yia va eEao@aMIoTEl 0TI 0 EpyalOPEVOG EXEI
TOUAAYXIOTOV OPIOUEVEG OTOIXEIWDEIG YVWOEIG KAl avTiAnwn TTavw oTo Béua. Ze KABe
GAAN TTEPITTTWON, Ba XpeIaoTEl va eTTavaAdpel Tn CUyKeKPIYEVN agloAdynaon, EVTOG VoG
opiopévou deadline. To feedback TTou é€xel d0B¢i, cUPBAAAEI OTnV ekTTAIdEUCN TOU
epyafopévou, WOTE OE TTEPITITWON QTTOTUXIOG, O €pyalouevog va BeATIWOEl TNV

atrédoar] Tou Kata Tn deuTePn agloAdynon. MeTd Tnv 0AOKARpwWON TG ATTOCTOARG, O
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XPNoTNG EekAeidwvel To €mOPEVO ETTTTEDO/TNV €TTOUEVN OTTOOTOAN. Tautdxpova,
EVNUEPWVETAI VA TTIVOKAG KATATAENG ME TO OKOP TTOU TTETUXEI O £pyalOuEVOG aAAG
Kal TO OMadIKO OKOp — TO OKOp TnG K&Be uttoouddas. 'Ewg OTou n a1mooToAR
oAoKANpwOBei amd OAo TO epyaTikd OUVAMIKO O Trivakag Katatagng oOev eival
QVTITTPOOWTTEUTIKOG Kal TTAAPNG. ETTiong, o tivakag Katdragng €ival OUyKEVTPWTIKAG,
a@opd dnAadr To aUVOAO TWV ATTOOTOAWY Kal EVNUEPWVETAI KABE popd aBpoloTIKA. H
UTTapén diopiwwv CUPBAAAEl OTo va dIATNPEITAI CUVETTAG KATA TN SIAPKEIA EKTEAEONG TOU
OuvOAoU Twv atrooToAWV. O TEAIKOG TTivaKkag KATATAENG OIAUOPPWVETAI HETA TN

OIEKTTEPAIWAN TNG TEAEUTAIAG ATTOOTOANG aTTO GAOUG.

H de0Tepn aTOOTOAA aPOPd TO CWOTO TPOTTO dIAXEIPIONG, ATTOCTOARG, KOIVOTTOINGNG
Kal omToBAKeUoNG OedOPEVWV KAl apXEiwy, Tov OpPIoHS BIKAIWUATWY Kal adEIwv
TPOoRaonG, WoTe va dIAac@AAiCeTal 6Tl JOVO Ta ATTAPAITNTA, £5OUCIOdOTNMEVA ATOUA
£xouv TTpOCPRacn oTa avrioToixa apxeia. Katd tn didpkeia dnuioupyiag evog apxeiou,
0 epyalopevog utTopei va eTIAEEEl va TTeplopioel TNV TTpOCBacn o€ auTd Kal va dWOEl
adelo JOVO O€ OUYKEKPIMEVA ATOPA. AUTO MTTOPEI va yivel pue dlIA@opousg TPOTTOUG,
avaloya HeE TIGC avaykes. Apxik& ptropei va dnuioupynBei évag KwdIKOG, TTou va
QTTOTPETTEI TOUG PN KOTOXOUG TOU, EiTE OTTO TO VA ETTEEEPYOAOTOUV TO APXEIO, EiTE aKOua
Kal a11é TO va TO avoigouv. Nvetal akopa £va apxeio va emonuavoei wg TEAIKO, TTpdyua
TToU onuaivel o1 kayia emmTAéov emmeCepyacia O Ba eival €QIKTA, aKOPO Kal aTTd
€keivoug TTou €xouv TTpdoBaaon oTo apxeio. Etiong, utrdpxel n duvardtnTta éva apxeio
va atraitei utroypa@ég. O TTapaAqTITNG TOTE Ba TTPETTEI Va EI0AYEI pia EyKupn uTToypa®n
TToUu Ba ouvdEETal PE Mia EUTTIOTN KAl avayvwpIoPEévn apXh €KBoong TTICTOTTOINTIKWV.
Me Tnv €icaywyh TNG UTTOYPAQNG TTICTOTTOIEITAI N TAUTOTNTA TOU OTOMUOU, KATI TTOU
MTTOPE va eEUTTNPETACEI TTOIKIAOUG OKOTTOUG. Mépa atrd Tn dnuioupyia Tou apxeiou, n
Oladikagia atTo0TOANG KAl KOIVOTTOINOAG TOU, OTTWG KAl N atmooTOAR OTTOIoUdHTTOTE
EOWTEPIKOU PINVUMATOG (UE SedOMEVA I XWPIG), TTPETTEI ETTIONG VA yivovTal JE TTPOCOXN.
Katd tn oulviaén evog email, o ammooToAéag utTopei va puBuicel 10 eTTiTedO
evaioBnaiag/ac@aleiag. YTTapxel apxIka n €TIAOYA va JNv opicel kavévay TTePIoPIoUO,
KAdTa TTou ouvnBideTal 6Tav TO TTEPIEXOUEVO TOU UNVUUATOG PTTOPE va gival dIaBéaipo
010 €UpU KOIVO. EVOAAOKTIKG, TO HAVUPA UTTOPED va OPICTE WG EUTTIOTEUTIKO, AKPWG
EMTTIOTEUTIKO 1] TTEPIOPIOPEVO, HE QVTIOTOIXEG PUBUICEIS TTOU ATTOTPETTOUV VIO
Tapdadelyya TNV TTPoweNnOor) Tou i €MTPETTOUV POVO TNV €0WTEPIKA XPrOon, atmo
epyadopévoug TG idlag eTaipeiag 1 ouvePYATES. AVTIOTOIXEG PUBUIOEIG UTTAPYXOUV KOl
oTIG DIAPOPES TTAATPOPUESG ECWTEPIKAG ETTIKOIVWVIOG KAl AVTOAAQYG INVUPATWY TTOU

xpnoigotrolouvTal amod TIG eTaipeieg (.. Microsoft Teams). H xprijon autwv Twv
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epyaAciwv 0¢ Ba eCetdletal amd Tn Pacikn ékdoon Tou epyaAciou, KabBwg Oev
XPNOIUOTTOIOUV OAEG OI ETTIXEIPNOEIG KAl Ol OPYQVIOUOI TIG idleg TTAATPOPUES. TEAOG,
Kata tn dlaxeipion apxeiwv, dedoPEVWY Kal TTANPOPOPIWY, 0 EPYALOMEVOS TTPETTEI VA
yvwpiel Tou Ba TrpéTel Ta atroBnkevel (ouokeuég, USBs, hard copies, KTA.), TToiol
£XOUV TTPOCRa0N O€ AUTA KAl YIA TTO00 KaIpd Ta KpATAEl UTTO TNV KATOXI TOU. ZUuvhOwg,
n €TaIPIKN TTOMITIKA UTTayopeUel OTI Ta guaioBnTa dedopéva TTPETTEI va ouvTnpoUvTal
MOVO O€ ETAIPIKEG CUOKEUEG KAl TTPETTEN VA dlaypd@ovTal GTav TTaUoUV va £EUTTNPETOUV

KATTOI0 OKOTTO.

Katd tn deUTePN ATTOOTOA, 0 £PYACOMEVOGS KOAEITAI VA EVTOTTIOEI TO ATOMO 1) TRV OPAdA
ATOMWYV TTOU KPURETal TTiIOW aTTO TNV UTTOKAOTTA] dedouévwy TToU EAAPE Xwpa Kal
ETTANEE TNV €TTIXEIPNON. ZTNV apXH, YivOvTal EPWTACEIG TTOU APOPOUV TIG KAiJakeg RBS,
CBS, EOS kai RPS, 116 Bewpieg TPB (Theory of Planned Behaviour), TPA (Theory of
Reasoned Action) kai 1o povtéAo health belief, oe 6,11 £xel va kdvel Ye TNV acPaAsia
Oedouévwy. MNa TTapddelypa, 0 epyalOuevog KOAEITAI VO OTTAVTACE! VIO TO €AV €XEI
méoel BUPa UTTOKAOTING dedopévwy aTo TTaPeABOY, yia To TTOoO MOavo Bewpei KATI
TETOIO VO OUMPEl o€ peyaAn KAiJaka Kal va TTAREEl TNV eTalpEia, yia To TTOGO 0oBapég
Bewpei TIG EMTITWOEIG, YIa TO TTOCO XpovoRodpa Bewpei Tn diladikacia dnuioupyiag
eAEyxwv TTpOoBacng o€ éva apxeio, yia 1o TTOOO XpovoRoépa Bewpei Tn diadikacia
puUBuIoNG TNG euaioBnaoiag evdg email, yia 10 TTOCO ouxva dlaypd@el aTTd TIG CUOKEUEG
TOU TTONIG APXEia, yIa TO KOTA TTO00 XPNOIMOTIOIET KIVATEG HOVADEG aTTOBNKEUONG 1 £XEI
oTnv katoxnA Tou hard copies Twv apxeiwv KTA. ZTn ouveéxela, Ba KaAgiTal va avTiOpdoel
o€ oplopéva oevapia. MNa Tapddeiyua, va eIAEEEI TIG puBuicEIG aTTOOTOANG VoG email
ME OIKOVOUIKG dedouéva OTOUG £pYadOEVOUG TOU AoyioThpiou, va €TTIAECEI TOV TPOTTO
OTTOOTOARG KATTOIOU AKPWG EPTTIOTEUTIKOU apxEiou o€ kaTTolov d1EuBuvTh, va opioel Ta
oToIxEia atmoBrikeuong evog apxeEiou TTOU TTEPIEXEI TTIPOCWTTIKA OEDOUEVA CUVEPYATWY,
VO KOIVOTTOIACEI OTOUG CUVEPYATEG TOU TTPOCKANCN VIA Mia eTAIPIKY EKOAAWON KATT.
Katd tnv uttoBoAn piag avtidpaong, o epyalOPeEVOS EVNUEPWVETAI OTIVUIQIA yia TNV
opBATNTA TNG KOl TAUTOXPOVO TTAPEXOVTOl TTANPOPOPIEG OXETIKA HWE TN OWOTA
avTidpaon. KaBe gopd 1mou o gpyaldpevog oAoKANpwveEl Eva aevapio, cuveyilel Tnv
avalntnon Tou atéuou A TNG ouddag TTou KpuPeTal Tow amd TNV UTTOKAOTTA
0edOUEVWV KOl TTPOXWPAEI OTO  ETTOUEVO ONUEIO TOU XAPTN, OTTWG yIvéTav Kal aTnv
TTponyouuevn atmooToAr. Me Tnv oAOKAfpwon Tou TeAEUTaiou Ogvapiou o XPHOTNG
METABaivel OTOV TEAIKO TTPOOPICHO KOl OAOKANPWVEI TNV ATTOOTOAR TOU, £pOcoV BERaIa
EXEI TTETUXEI £Va ETTOPKEG OKOP KOl £XEI CUYKEVTPWOEI ETTAPKI apIBUd TTOVIWY. Z€ AUTAV

TNV TTEPITITWON, TOU OTTOVEUETAI TO AVTIOTOIXO batch kai ekAeidwvel Tnv €mopevn
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a1mooToA. TauTtdxpova, EVNUEPWVETAI O TTIVAKAG KATATAENG WE TG OUVOAIKG QTOMIKA

Kal opadikd oKkop.

H 1pitTn amooToAnl agopd Tnv emmAoyH KATAAANAWY KwdIKWY TTpACRacong Kal T OwoTh
dlaxeipior] Toug. YTTAPXOUV OpIoHUEVA TTPOATTAUTOUPEVA WOTE £vag KWOIKOG va
Bewpeital aoc@alns. Kard tn dnuioupyia Tou KwdIKOU, O £pyalduevog oQeilel va
£QAPUOCEl OAA TO TTPOATTAITOUEVA (TT.X. XPHON TTECWV KAl KEQAAQiWY, XPAOTN apiOuwy,
XPNon €1dIKWyY XapakTipwy, eAGXIOTOG aplBudg XOPOKTAPWY TTOU atTapTiouv Tov
KWOIKS). H emmAoyn SPwG evog 1I0XUPOU KWAIKO BEV CUVETTAYETAI aTTO POV TNG TV
ao@dAcia. Eival TToAO onuavTikd, va yiveral kal cwoTh dlaxeipion Twv Kwdlkwv. lMNa
Tapddelyua, eivalr IdIaiTEPA oUvNBeG va XpnolPoTTolouvTal ol idIol KwdIKoi o€
TTOPATTAVW ATTO Wi TTEPITITWOEIG KAl yIa TNV €i00d0 0€ TTOAAATTAOUG Aoyaplacuoud.
AuTté otnv TTPpdén onuaivel, OTI e pia TOAv UTTOKAOTTH OTOIXEIWV €VOG OTTO TOUG
Aoyaplaopoug (1T1.X. €TTiBeon oTov sever piag I0TooeAIdAg), diakivOUvEUETaI N ACPAAEIQ
Kal Tov UTTOAoITTwY Aoyaplaopwy. H uttokAoTr) Tou kwdikou Trpdofacng oe €va
NAEKTPOVIKO KaTAoTNMA, PTTOPEl va odnynoel otnv TTpdolacn KATToIoU KAaKOBouAou
OTa KOIVWVIKA OiKTUO TOU aTépou A akOPa Kal oTa TPATTECIKA TOU OTOIXEIO KAl TIG
OIKOVOMIKEG TOU KIVAoEIG. lMa autdv akpifwg Tov Adyo, Oev Ba Trpétrel va
XpnoigotroioUvTal ol idiol KwdIkoi TTpdoBacng o€ TTOPATTAVW aTTd Yia TTEPITITWOEIG,
1I0iWG yIa TIG TTEPITITWOEIG TTPOOBACNG O€ ETAIPIKA CUCTAUATA, OTO ETAIPIKO NAEKTPOVIKO
Tayxudpopeio KATT. ETriong, eival okOTTIPO va yivel AOyog Kal yia Tov TPOTTO atmoBikeuong
Kl KOTAYPaPnG Twv KwdIKwV. MNMapaTtnpeital cuxva 10 @aIVOPEVO KATAYPAPS KWOIKWV
ot onuelwpatdpla, KATI TTou gival eEQIPETIKA piyokiviuvo. O1 eTaIpIKOi KWAIKOI
TTPOCcRaoNG, KPiveTal OKOTTIMO Va unv Kataypdgeovtal. [Na tnv meavh erava@opd evog
KwOIKOU TTpdoacng, NTTOPOUV va XPNOIUOTTOIOUVTAI EPWTHOEIC GCQAALIAg 1) KATTOIN
TPITN ouokeur). Em Aéov, o1 kwdikoi Ba pétrel va aAAdlovTal avd TaKTAG XPOVIKA
dlacTApaTa, KATI TTou ouviRBwg emBAAAeTal ammd Tnv €miXEipnon oTo GUVOAO TOU

gpyaTikoU Tng duvapikou.

210 TAdiola TnG agloAdynong Tou epyalopévou TTAvw OTO CATAMO TWV KWOIKWY
Tpocacng, Ba e¢eTAleTal TOOO N CUUTTEPIPOPA TOU OTA TTAQICIA TNG ETTIXEIPNONG, AAAG
KAl N YEVIKOTEPN CUNTTEPIPOPA Tou 0TO d1adikTuo. H atmooToAr Tou gpyadouévou Ba
€ival va evToTTioEl TO OQPAAPATA TTOU YivOovTal OXETIKA UE TNV ETTIAOYA Kal TN dlaxeipion
KwOIKWV TTpéofacng oTo Xwpo epyaciag Tou. O oKoTTdg 6a TOU AVOKOIVWVETAI TNV
apxn TNG atrooTOANG aTrd To avatar-agnynTr). Oa KAAEITaI OTN CUVEXEIQ VO OTTAVTHOEI

EPWTACEIG TTOU apopouv TIG KAiyakeg RBS, CBS, EOS kai RPS, 11 Bewpieg TPB
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(Theory of Planned Behaviour), TPA (Theory of Reasoned Action) kai 10 povtéAo
health belief. EvOeIKTIKA Kal CUYKEKPIPEVA yia TO BEPa Twv KWAIKWY TTPocBaong,
OPIOHEVEG EPWTNOEIC Eival: TTOGO auxva aAAAleTal 0 KWBIKOG TTpdoRacng, Katd TT6C0
£xel Téoel BUPa UTTOKAOTTAG KWwdIKoU oTo TTapeABOY, Katd TTOoo Buudtar GAoug Toug
KWOIKOUG TOu, XWwpPIiG va Xpeldaletal va Tou onuelwvel, KTA. ‘Etreira, 8a apyxicel 1o
TIPOKTIKO KOWUATI TNG ATTOOTOAAG, BACIOUEVO OTO idI0 UOTIBO ME TIG TTPONYOUUEVEG
OTTOOTOAEG. Z€ QUTAV TNV TIEPITITWON, avTi yio Ta onueic oto XAPTH, 6a
XPNOIYOTToIoUVTal OI OpOPOI €VOG KTIPIOU yIa TO OKOTTO NG UTTdpag Tpoddou. O
epPyagouevos, oAOKANPWYOVTAG £va Briua TG atrooToARG Ba avePaivel OTOV ETTOPEVO
OpoPo, HEXPI va £xel eAEyEel OAO TO KTiplo. Ta BApaTa TNG ATTOOTOAAG Ba £xouv va
KAvouv pe Tn diaxeipion KwdIKWY. ApXIKA, 0 epyalOpevog Ba KaAgiTal va €TTIONUAVEI
OPIOHEVOUG KWOIKOUG a0@PaAEiag wg 10XUPoUG ) N 10XUpoUg, eTTIAEYOVTAG TOUG aTTd
éva oUVOAO AEewv Kal peTagépovtag Toug pe drag and drop oTnv KatdAAnAn
Katnyopia. Z1n ouvéxela, Ba kaAeital, £XovTag UTTPOOTA TOU TO YPAPEio Kal TNV 0846vn
TOU UTTOAOYIOTHA KATTOIOU £pYAlONEVOU (E OPIOUEVES BACIKESC AEITOUPYIES), VO EVTOTTIOEI
TUXOV TTaPABAEWEIG Kal PIYOKIVOUVES CUUTTEPIPOPES. Oa uTTopEl va KAvel KAIK TTavw
OTO CUPTAPI KAl VO TO AVOIYEl KOl OTN CUVEXEIQ VA ETTIAEYEI KATTOIO ONMEIWPA OTO OTTOIO
avaypa@etal éva KwoIKOG. Oa TTPooTTabroel va HavTéWel KATToIoV KwOIKO, PE T Xprion
UTTOAOITTWYV OToIXEIWV TToU Ba Bpel OTOV UTTOAOYIOTH (TT.X. QWTOYPAPIEG JE OVOUATO
ayatmnuévwy TTpoowTttwy). Mapatmdvw avTikeiyeva Ba umropolv va eTIAEyouv, aAAG
MOVO opiopéva atroTeAoUV TTaPARACEIS TWV KAVOVIOUWY Kal auTd gival TTou Ba TTPETTEl
VO EVTOTTIOEl O EPYOCOPEVOS, WOTE VA TTETUXEI UWNAG OKOP OE AUTHV TNV ATTOOTOAN.
Ortav Bpebei aTtov TeEAeuTaio GpoPo TOU KTIpiou, Kal PpOooV EXEl TTETUXEI TO EAAXIOTO
OKOpP, WOTE va EEKAEIDWOEI TNV ETTOPEVN ATTOOTOAR, TOU OTTOVEUETAI TO QVTIOTOIXO

TTOPACNUO KAl EVAUEPWVETAI O TTIVAKAG KATATAENG.

H 1é€1aptn amooToAr] agopd Tnv ac@aAr] Siaxeipion Twv CUCKEUWV Kal AOITTWV
epyaAeiwv. Apopd 1600 TNV UAIKA UTTOOTAON TWY CUCKEUWY, AN Kal TO AoyIoHIKG
TTOU XpnoiyoTrolgital. Eival onuavTikd oI CUOKEUEG TTOU TTEPIEXOUV ETAIPIKA dEdOMEVA
Kal gival ouvdedepéveg ae €TAIPIKOUG Aoyapiaoous, va QUAGCOOVTAl PE aOQAAEIQ.
Akoua kai Kata Tn SIGPKEIQ TNG TTAPOUCiag Tou epyalouévou OTO XWPEO TNG pyaciag
TOU, Ol POPNTEG CUOKEUEG OEV TTPETTEI VO aprivovTal EEKAEIOWTEG KAl XwpPIg ETTITAPNON
(17.X. ao@AAion, g €181KO PNXaviopo, Tou gopnToU UTTOAOYIOTA OTO Ypa®eio, KAEIdwUa
NG 006vng). Etriong, To Aoyiopiké Kail Ta TTpoypauPaTa TTOU XPNOIUOTTOIoUVTal KAl Eival
EYKATEOTNUEVA, TTPETTEI VA €IVl TTAVTOTE EVNUEPWHEVA KAl vaA TNPEOUV TIG dIAPOPES

TpodlaypaPEég TTou eMIRAAAEL N eTTIXEipNOoN. ZUVABWG, Ol TOKTIKEG EVNHEPWOEIG, TA
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TTPOYPAPUATA, Ol EQAPHOYEG KAl TO AOYIOMIKO TTOU XPNOIUOTTOIOUVTal, EAEYXOVTAI
TTEPIODIKA ATTO TNV ETAIPEIA. Z€ TTEPITITWAN TTOU EVTOTTIOTEI OTTOIAdNTTOTE TTAPATUTTIA, O
epyalouevog KaAeital va TTpoxwpenoel oTnv avrtioToixn evépyela. MapdAa autd,
evBappuveTral kalr Tpowdeital n aTtoudik €udbovn. TllapdAAnAa, o1 epyalduevol
UTTOXPEOUVTAl VO €YKABIOTOUV POVO TTIOTOTTOINMEVA, EYKEKPIUEVA OTTO TNV ETAIPEIT
TTPOYPAPUATA KAl EQPOPUOYEG, VO MEAETOUV TOUG OPOUG €EYKATAOTOONG Kal vd

emMPReRaIwvVoOUV OTI TOUG TNPOUV.

O apnynm¢ B€Tel apXIKA €PWTNOEIG, OXETIKEG ME TO BEPA TNG ATTOOTOARG, TTOU
TpoodoTouv TIG KAipakeg RBS, CBS, EOS kai RPS, 1ig Bswpieg TPB (Theory of
Planned Behaviour), TPA (Theory of Reasoned Action) kai To yovtéAo health belief.
MNa Tapddeiyua, OO0 OuxVA eKTEAEITal €AEyXOG (Scan) TwV EYKATEOTNHEVWV
TTPOYPANUATWY, TTOO0 CUXVA YIVETAI EYKATACTAON TWV EVNUEPWOEWYV, TTOCO OUXVA
XpPNolPoTToIEiTal TO €10IKO AOUKETO yIa TO KAEidWHA QOPNTWY UTTOAOYIOTWY, TTOCO
Q0QOAEC BewpeiTal 0 XWPOG epyaaiag, TTOGO CUXVA Ol ETAIPIKEG OUOKEUEG HEVOUV
XWPIG eTTIBAeWnN €KTOG OTITIOU (TT.X. € AUTOKIVNTO), TTOCO CNUAVTIKO YIa TV ac@AAgia
BewpeiTal TO va gival Ta TTPOYPAUMATA EVNUEPWHMEVA, KATT. ZTn OUVEXEIQ, O aPnynTrG
TTEPIYPAPEI TO TIPOKTIKO KOPMATI TNG aTTO0TOARG. O epyalduevog KaAeiTal va TrepInynOei
o€ £vav £PYAcIako XWPO Kal va evrioTrioel OAeg TIG aduvapieg ao@aAciag. TéTolieg Ba
pTTOpOoUCAV va gival pun ac@ANIoPEVOL @OopNTOi UTTOAOYIOTEG, EEKAEIdWTEG 0BOVEG
UTTOAOYIOTWY, PN EVNNEPWUEVEG EQAPMOYEG, XPrON TTPOYPANUATWY XWPIG AdEIN, KATT.
O xpnoTng Ba €xel TN duvaTodTNTA VA TTEPINYEITAI OTO XWPO, Va ETTIAEYEI QVTIKEIYEVA, Va
TANCIACEl TTI0 KOVTA (TT.X. O€ dia 086vn), va avoiyel €1I00TTOINCEIG KAl YEVIKA VO EKTEAEI
OAEG TIG EVEPYEIEG TTOU €ival ATTAPAITATES VIO TOV EVTOTTIOMO TWV TPWTWYV ONUEIWY Kal
PIYOKIVOUVWY CUUTTEPIPOPWY. ACPaAwG, Ba éxouv TTponynBei o1 KATGAANAES Kai
AeTTTOlEPEIG 00NYieg KATd TNV évapgn TNG aTTOOTOANAG, Kal Tautdxpova Ba gival duvatod
va avadntnBei, ava maoa oTiypn, emmAéov BonBeia. To pdAo Tng utrépag Tpoddou,
Ba €xel n umapgn opiouévwy dwuaTtiwv TPog egepeuvnon. OTav o epyalduevog
TepInyNOei e OAa Ta dwATIA Kal €TTIAEGEI oTIBNTTOTE Bewpei aduvapia acpaAeiag, Ba
MTTOPEI VO OAOKANPWOEl TNV OTTOOTOAN, UTTOBAAAOVTAG TIG ATTAVTAOEIG TOU, Ol OTTOIEG
oTn ouvéxela Ba agioAoyouvTal. Ze TTEPITITWON TTOU O £PyalOuEVOG, EVTOTTIOE 0pBda
OUYKEKPIPEVO TTOOOOTO AdUVAUIWY KAl GVW, TOU ATTOVEUETAI TO QVTIOTOIXO TTAPACTUO
Kal EEKAEIBWVEI TNV ETTOUEVN KAl TEAEUTAIO ATTOOTOAN. TEAOG, EVNUEPWVETAI O TTIVAKAG
KaTdragng, o oTroiog £xel TTAEOV DIANOPPWOE QVTITTIPOCWTTEUTIKA, a@ou TTePIAaUBAVEI

KAl ouvowiCel Ta aTTOTEAETUOTA TOUAAXIOTOV TWV TPIWV TTPONYOUUEVWY OTTOOTOAWY YIO

62

—
| —



E@apuoyn Tou Gamification otnv EkTipnon kai A¢ioAdynon Tou BaBuou
Zuppépewong Twv Epyalopévwy oe Ocuata Aopaeiag
0Aoug Toug epyalopévous. O epyalduevog €xel Tn duvatoTnTa va TrepInyndei otov

Tivaka KaTdragng, HEAETWVTAG TOOO Ta TTPOCWTTIKA 600 KAl Ta OPAdIKG OKOp.

H méummn kol TeAeutaia atTroOTOAN €xEl va KAVEI YE TNV AC@AAR TTEPINYNON OTO
d1adikTuo. H online cupTtrepIpopd evog epyalouévou, sival Kpiolun yia tn dico@AaAion
TNG ao@aieiog o pia emyxeipnon  opyaviopo. O epyaldpevog TTpéTTel va divel
TIPOCOX OTO €i0OG KAl TN QUON TWV ICTOTOTTWY TTOU ETTICKETITETAI, VO QTTOQPEUYEI
IOTOTOTTOUG, OTOUG OTToioUG odnyouv pop-up TTapdBupa Kal dIoQNUIcEIS Kal OTTOU
eAOXEUEI 0 KiVOUVOG aTTATNG KAl KOKOBOUAOU AOYIOUIKOU, Va €AEYXEI TIG KIVIOEIG TOU,
TO €i00G TwV BeSOPEVWV TTOU KATAXWPEI, TOV TPOTTO TTOU OAOKANPWVEI NAEKTPOVIKEG
ouvaAlayég (TT.X. ayopEg, KpaTAoelg). Oa eAéyxetal kal Ba agloAoyeital n yevikoTepn
CUMTTEPIPOPA TOU XPAOTN, N OTToia gival E€VOEIKTIKA TNG CUUTTEPIPOPAS TOU OTOV
EPYOOIOKO TOU XWPO, OAAG Kal n €I0IKOTEPN OCUUTTEPIPOPA TOU Ot OevdApla TTOU
oxetiCovTal Ye KaBNUEPIVES pyaaieg Kal OIOOIKOTIEG TTOU ATTAITOUVTAI YIa ETAIPIKOUG
okoTToU¢ (T1.X. ouvdeaon o VPN, mepifiynon o1o 81adikTuo Kal KOIVOTToiNon ETAIPIKWV
oedopévwy). EdIkOTEPpA KaTd Tn XPrion ETAIPIKWY CUCKEUWYV, N TIEPIAYNCN OTO
O1adikTUO, TTPETTEI VA YIVETOI WE TN MEYIOTN TTPOCOXN. ZTnV TIPAEN, Ol dUVNTIKEG
EMTITWOEIG HiOG PIYOKIVOUVNG CUUTTEPIPOPAG, €ival n UTTOKAOTT OedOPEVWY, N
UTTOKAOTTH KWAIKWV Kal OTOoIXEiwV TTPO0BacNG KA, CUUTTEPACHOTIKA, N EI0XWPENCN O€
TTPOCWTTIKOUG AOYapIOOHOUG, N eyKATAOTAON KOKOBOUAOU Aoyiouikou, OTTwG €ival ol
didgopol 10i (trojan horses, backdoor programs, worms) Kai Jéow TnG OTToiag YTTOPEI
va TpokAnBei n karaocTpory UAIkoUu (hardware), n TTapakoAouBnon Twv online
EVEPYEIWV KATTOIOU XPAOTN, N TTAPEUTTODION ETTIKOIVWVIWY KOl UTTNPETIWY, KOl TTOAAG
GAAQ.

Katd tnv évapgn tng amrooToAnG, 0 a@nyntAg BETel, OTTWG Kal OTIG TTPONYOUNEVES
OTTOOTOAEG, EPWTACEIC TTOU TPOPodoTOUV TIG KAipakeg RBS, CBS, EOS kal RPS kai Tig
peTpIkéG TTOU Bacifovtal oTig Bewpieg TPB (Theory of Planned Behaviour), TPA
(Theory of Reasoned Action) kai To povTéAo health belief kal a@opoUv cuykekpipéva
10 ATNMa TNG online cupTTEPIPOPAS. AUTEG Ol EPWTHOEIG OTOXEUOUV OTNV QEIOAOYNON
NG BeWpPNTIKAG YyVWOoNG Kal avTiAnyng Tou pyadopévou TTAaVw OTO ATNUA, TIG OXETIKEG
UTTAPXOUOEG Kal TTAPEABOVTIKEG TOU CUMTTEPIPOPES. EVOEIKTIKA, uTTopoUv va TeBOUV
EPWTACEIG VIO TO KATA TTOOO O XPHOTNG aTToBnKeUEl TOUG KWOIKOUG TOU OTO €KACTOTE
epyaAeio TAoAynong (etmAoyr] ‘remember me’), yia T0 KaTd TTO00 0 pYAlOUEVOG EXEI
éoel BUPa dIadIKTUOKNAG aTTdTng aTo TTapeABOY, yia To TTOCO xpovoBopa Bewpei Tn

oladikagia gAéyxou TwV IOTOTOTTWY, YId TO KATA TTOGO Bewpei mOaAvo va ‘KoAARoer
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KATTolov 10, yia 10 1600 emBAABEG pTTOPE va aTTodeIXTEl TO KAKOBOUAO AOYIGUIKO YIa
TNV €TTIXEIPNON i TOV OPYQVICUO, Kal Ta AOITTA. 2T CUVEXEIQ, O a@nynTNG EVNUEPWVEI
TOoV €pyalOUEVO YIO TO TTPAKTIKO KOWMATI TNG OTTOOTOANG, TO OTroio HoIdlel he TO
TIPOKTIKO KOMMATI TNG TETAPTNG atmmooToAnG. O epyalduevog KaAgital va TrepinynOei oe
v ypOQeio, KOl OUYKEKPIPEVA, OTIG 0BOVEC TwV UTTOAOYIOTWYV TWV UTTOAOITTWV
epyadopévwy, HE OKOTTO va OIOAOYATEI TN CUPTTEPIPOPE TOU CUVOAOU TOU £pYATIKOU
duvapikou. Na 1o okoTrd TNG PTTApag TTpoddou, Ba yiveTal Xprion Twyv dWHATIWY VoG
ypageiou. e KABE dwATIO, Ba UTTAPXOUV OPICUEVOI OTABWOI Epyaciag (UTTOAOYIOTEG)
Kal 0 XpHoTtng Ba éxel Tn duvatdTnTa va £TTIAEEEI OPIoUEVOUG ATTO AuTOUG, VA KOITAEE!
oTnv 086vn TOUug Kal va oAokAnpwaoel 1o avriotolxo task. Otav o gpyalduevog
ohokAnpwaoel Ta tasks oe OAa Ta dwMATIO TOU ypageiou, Ba Bewpeital OTI €xEl
OAOKANPWOEI ETTITUXWGS TNV AgIoAOYNON TWV CUVEPYATWY TOU, KaI, O€ TTEPITITWOTN TTOU
£xel dwoel owaoTh ammdvinon f €xel avTiopdoel owoTd OE TTAPKN apIBuo tasks, Ba
Bewpeital 6T €x€l OAOKANPWOEI ETTITUXWG TNV ATTOCTOAR Tou. ToTE, Ba TOU ATTOVEUETAI
TO avTioToIXO Trapdonuo, 1o otoio Ba cival kar 1o TeAkO. Opiopéva tasks Tng
OUYKEKPIPEVNG OTTOOTOANG, Ba gival 0 EVTOTNIONOG TWV OCQPAAPATWY Kal TwV adUVAUIWY
o€ éva uttdpyov desktop (T1.X. EAeyX0G ATTOBNKEUPEVWV KWAIKWY, AVOIXTEG UTTOTITEG
oehideg, aouvnBioteg edotToifoelg TTou TMBavwg  uttodnAwvouv Tnv  UTTapén
KakOBouAou AoyiopIkoU), n €mouavon I0TOTOTTWY WG AOQPAAEIG Kal Un ao@aAeig, n
OAOKANPWON OpPICUEVWY EpYaciwyV (TT.X. TrapayyeAia evog TTPOIOVTIOG) pE TPOTTO

ao@aAn.

Katd tn d1dpKeIa Kal Twv TTEVTE ATTOOTOAWY, EVOWUATWVOVTAlI 0TOUug BIAAGYoug Kal
EPWTNOEIG TTOU APOPOUV TO JOVTEAOD TWV TTEVTE TTapayovTwy (Five Factor Model - FFM)
Kal TNV KAigaka TapoppnTiIkOTNTAG (ABIS). OUuoiaoTiKd, o epyalduevos Ba utToBAAAETal
TTapdAAnAa Kai o€ éva TEOT TTPOOWTTIKOTATAG. Ta atmoTeAéopaTta Ba xpnaoiuoTroinbouy,
o€ ouvOuao o Kal PE TIG UTTOAOITTEG PETPIKEG, YIa TN SNIoUpYia TOU TTPOYIA TOU Kal TNV
TTPOBAeWN PeEANOVTIKWY ocupTTepIPopwy. O apnyntng ival gkeivog TTou Ba B€Tel TIg
aTmapaitNTNg epwtAoEIC. MNa Tapddeiyua, Ba dnAwvel KaTd TNV évapgn TG agioAdynong
OT1 n dielBuvoN Waxvel yia €va ATouo IKavo va Toug Bonbroel o€ Pia agipd aTTaITnTIKWV
OTTOOTOAWYV. TN ouvéxela, Ba ¢ntdel amd Tov £pyadOPEVO va atTavTrioel Pia osipd
EPWTNOEWV TTOU 0 OUVOUAOUO ATTOTEAOUV £va OANOKANPWHEVO TECT TTPOCWTTIKOTATAG.
EvoeIKTIKG, BETOVTOI EPWTACEIS YIa TO KATA TTOCO BiVel TIPOCOXN OTIG AETTITOPEPEIEG, VIO
TO KOTA TTOCO €ival TTAPOPPNTIKOG, Yia TO BaBud oTov OTT0i0 TNIOTEUEI OTI £ival KAAUTEPOG
atrd Toug AAAoug. O1 TTIo YeVIKEG €pwTNOEIS Ba £TTovTal KATAAANAWY agopuwy. lMNa

Tapdadelyua, 6a uTTdpxel OTO XWPEO €vag Trivaka {wypagIkng, TTou Ba TTUpodOTHOEI

64

—
| —



E@apuoyn Tou Gamification otnv EkTipnon kai A¢ioAdynon Tou BaBuou
Zuppépewong Twv Epyalopévwy oe Ocuata Aopaeiag
EPWTNOEIC YIa TN oxéan Tou epyalopévou e Tnv Téxvn. Me autév Tov TpdTO, Ba
aflohoyouvtal o1 {nTouuevol TTAPAYOVTEG, Ol oTroiol gival 0 NeupwTIOPOG, n
E€woTpépeia, n AvoikTétnTa, N TepTrvoTnTa, N ZXOAACTIKOTNTA Kai N MapopunTikAThTA
Tou gpyalouévou, TTapAyovTeg eVOEIKTIKOI TOOO yIa TN YEVIKOTEPN CUUTTEPIPOPA TOU,

000 Kal yIa TNV €10IKATEPN CUUTTEPIPOPA TOU 0€ BEPATA QOQPAAELiaC.

Me Tnv oAoKAfipwon TNG TTEUTITNG ATTOOTOANG, EVNUEPWVETAI €K VEOU O TTIVOKOG TNG
TEAIKAG KATATAENG KAl TTPOCEYYiCel TTAEOV TNV TEAIKA pop®r Tou. MNa va diapoppwosi
TTAAPWG O TTiVaKAG XPEIAZeTal va OAOKANPWOOUV TIG aTTOOTOAEG OAOI 01 EpyalduEvOl.
Orav yivel autd, Ba atmooTaABei evnuepwTIKG email, Kal ol epyaddpevol Ba PTTopécouV
va €xouv TTPOoBacn oTa aToMIKA Kal opadiké okop. H 0trapén Tou Trivaka Katdragng
onuIoupyei Evav BeUITO avTaywvioud, KIVATOTTOIET TOUG XPNOTEG Kal divel Tn duvaTtdTnTa
QTTOKTNONG KUPOUG (Status), KATI TTOU IKAVOTTOIEI KUPIWG OPICUEVOUG TUTTOUG TTAIKTWYV
(Conqueror, Achiever). A6 Tnv aAAn, n UTap¢n opadikoUu oKop, EVIOXUEl TO TTVEUUQ
OMOBIKOTATAG KAl EUTTAOUTICEI TO CUCTNUA PE Hid JOPPH KOIVWVIKOTTOINONG, ETTAPNS KAl
ouvepyaaoiag, KATI TTou €xel HEYAAn aTrixnon oTov TUTTO TTAIKTWY TTou BewpoulvTal
Socializers. To evnuepwTikd email, Ba TTepIAauBAavel Kai To TTPOQIA TTou dnuioupyrenke
yia Tov epyalouevo atmd To oUoTnUa. Oa UTTApXouV TTPOETTIAEYUEVA TTPOIA, avdAoya
ME TO BaBuo TTOU 0 epyaldpevog gival TTIBAVO VO GUPPOPPUWVETAI JE TOUG KAVOVIOHOUG
ao@aAgiag Kal avaAoya PE TNV TTPOoWTTIKOTNTA Tou. K&Be Tpo@iA Ba ouvodeuetal atrd
TO avTioToIXO Keipevo. MNa Tapddeyua, éva upnAd okop otnv KAipaka RBS, katatdooel
TOV epyagépevo o€ TTPOPIA pE UWPNAR TTIKIVOUVOTNTA KOl OTO KEIPMEVO avagpépeTal OTI O
ePyagouevog €TIBEIKVUEI APKETEG PIYOKIVOUVEG CUMTTEPIPOPES. ATTO TNV GAAN, o€
TEPITITWON TTOU TA ATTOTEAECHATA UTTOOEIKVUOUV OTI O €pyalOueEvog Bewpei TIg
ETMTITWOEIG N CUPPOPPWOoNG 0oBapég 1 0TI UTTAPXEI KOIVWVIK TTiEON Kal vBAappuvon
TTPOG TN CUMUOPPWON atmd Tov TTEPIYUPO Tou, KpiveTal OTI 0 epyaddpevog eival TTio
moavoe va €mdeifel aoPAAEIC CUPTTEPIPOPEG KAl TO TTPOQIA Tou OIAUOPPUIVETAI
avaAOywe. 2Tov epyagéuevo Ba atmodobei Eva TEAIKO TTPO@IA o€ pia KAipoka Babuou
OUpuOpYwaong. BéRaia, oto keipevo Ba yivetar Adyog 1600 yia Tnv KABe atmooToAn
EexwpioTd, o o1 €xel va Kavel Pe TIG kKAipokeg RBS, CBS, EOS kal RPS, Ti¢ Bewpieg
TPB kai TPA, 1o povtéAo health belief kal To TTPAKTIKG KOUUATI TWV ATTOCTOAWY, AAAG

Kal OUVOAIKG OTO OTI apopd To TEOT TTpoowTTIKOTNTAG (FFM Kai ABIS).
To evnuepwtikd email, 6a ouvodevetal Kal Ao €va €PWTNUATOAOYIO yia TNV

agloAéynon Tou epyaleiou atmod Tov epyalouevo. To epwTnUaToAdyIo Ba TTepIAAUBAVEI

EPWTNOEIC YyIa TO KATA TTOO0 Ol €PYACOUEVOI EUEIVAV IKAVOTTOINUEVOI OTTd TO VEO
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gpyaAeio afloAdynong, yia To0 KaTd TTOCO TO BpRKav UXAPIOTO, yia TO KATA TTOCO Ta
OTITIKOOKOUOTIKA MECA, Ta YPOQPIKG Kal Ta AOITTA OTOoIXEia TTOU XpPnoliJoTTroinénkav
ouvéBaAiav oTtn BeAtiwon Tng diadikaciag afloAdynong, KabBwg Kal EpPWTACEIS yIa TOV

BaBuo BEATIWOEIG TWV YVWOEWY TOUG KAl TNV OTTOTEAECUATIKOTNTA TNG UABNoNG.

O1Twg Tpoava@EpBnke, yia va oAoKANPwOEi Jia atrooToAR TITUXWGS Ba UTTAPXE! £va
€AAXIOTO OKOP TTOU TTPETTEI VA ETTITEUXOEI. 2 € TTEPITITWON TTOU TO OKOP OEV €ival ETTAPKEG
yla TNV OAOKAAPWON TNG ATTOCTOARG, TOTE 0 £pyaldduevos Ba KANBEi va Tnv eTTavaAdBel.
O epyagduevog Ba €xel T duvaTOTNTA va €TTAVOAGREl aKOPA Kal OIKEIOBEAWG dia
QTTOOTOAN, TTPOKEIUEVOU VA BEATILOOEI TO GUVOAO TWV QTTOKTNMEVWY TTOVTWVY TOU. 2€
TEPITITWON TToU KaTé T OeUTepn agioAdynon emiTeuxBei xaunAétepo okop, Ba
dlatnpeital To utTdpyov (To uwnAdTEPO €K TwV dUO0). H emavaAnyn agopd Povo To
TIPOKTIKO KOPUATI TNG OTTOOTOANG, a@oU OTo BewpnTiKO KOPUATI KATA TO OTT0io
TpopodoToUVvTal 01 BIAPOPES METPIKES YIa TN dnuIoupyia TTPpoiA kal TV agloAdynon Tng
TPoowWTTIKOTATAG, Oev UTTApXouv CcwoTéG R AavBaouéveg armavroels. MNa kdbe
OTTOCTOAR Ba UTTAPYXOUV OPICHEVEG EVAAANAKTIKEG €PWTACEIS Kal oevApId, WOTE O€
TEPITITWON ETAVAANWNG, O OTTOOTOAEC va gival eAa@pwg TpoTroTToinuéves. Ta
TTapdadelyua, Ba euygavifovral dlapopeTikd emails Tpog avayvwpion (phishing n
EUTTIOTO), OI0QOPETIKOI KWAIKOI TTPOg agloAdynaon (1oxupoi f pn), dlapopeTIKEG online
€PYaOieg TTPOG OAOKAAPWON. AUTOG O uNXaVIOUOG BIEUKOAUVEI Kal TTpoAyel Tn udbnon,
o€ ouvluaouob ME TIG TTANPOQOpPIEG TTou divovTal KaTd Tn didpkela NG agioAdynong.
Mpokeiyévou o epyadduevog va BEATILOOEI TNV aTTOBOCH TOU Kal va OAOKANPWOEl TNV
ATTOOTOAR, €ival armmapaitnto va pdbBel amd T1a AdBn TOU KOl Oev apkei va

QTTOPVNHOVEUDEI TIC CWOTEG ATTAVTHOEIG.

7.3. NAPAMETPOINOIHZH EPIAAEIOY

H exdoTote emixeipnon 1 opyaviouaog, Ba éxouv Tn duvaTtdTNTA TTAPAUETPOTTOINCNG TOU
EPYaAgiou Kal TTPOCAPPOYAG TOU OTIG UTTAPXOUCEG ATTAITHOEIG KAl OTPATNYIKA. APXIKA,
MTTOPE VO pubpicel Tov TPOTTO XPrONG Tou £pyaAgiou, TO KaTd TTOCO N agloAdynon eivai
UTTOXPEWTIKA, OAAG Kal Tn ouxvotntd Tng. [poteivetar n agioAdéynon va eivai
UTTOXPEWTIKA YIa 0Aoug Toug epyalouévoug Kail va emifdANovTal auoTtnpég dlopieg atmo
TO TUAMG avBpwTTivou Suvauikou, va atmoaTéAAovTal utrevBupioelg, kal Ta Aoimmd. Ol
gpyagoéuevol, pgéoa oTnv KaBnuepivotnTa TnNG epyaciag, dUoKoAa Ba agiepwoouv
OIKEIOOEAWG XPpOVO Kal TTPooTTdbela oe pia €CWTEPIKA €pyacia, akopa kalr €av

evBappuvovTal Kal KIvATOTTOIoUVTal JE TNV €Qappoyr] Tou gamification. MNa autd kai

66

—
| —



E@apuoyn Tou Gamification otnv EkTipnon kai A¢ioAdynon Tou BaBuou
Zuppépewong Twv Epyalopévwy oe Ocuata Aopaeiag
KPIVETAI OKOTTIMO, N afloAGynon va yivel UTTOXPEWTIKN yia OAoug. AKOPa Kal av gival
TTPOAIPETIKN, € Ba uTTdpXel £TTIAOYT OAOKAPwWONG POVO TNG Pia atmrooToAng. Edv évag
epyalouevog EeKIVAOEN TIG ATTOOTOAEG Ba TTPETTEN va TIG OAOKANPWOEI, TTPOKEIUEVOU VA
eCao@aAigTei N TTANPOTNTA KAl N AKEPAIOTNTA TOU TTivaKa KATATAENG. ATTO TNV GAAN, n
ouxvotTnNTa aeopd TO dIGoTAUA TTOU TTAPEPPAAAETalI PeTagUu TNG £évapéng KdAbe
QTTOOTOARG KaI TAUTICETAI e TO XPOVO, TNV dlopid, OAOKANPWONG Hia aTTOOTOANG. AuTd
10 dIdoTNPA dlakupaiveTal At pia efdopdda, £wg Kal évav uAva, TTpokelgévou dAol va
MTTOPEOOUV VO OQIEPWOOUV TOV QATTOPAITNTO XPOVO Yyia TNV OAOKANPwONn Tng
a1mooTOARG. H ouxvoeTNTa £TTIAEYETAI AVAANOYQ WE TIG AVAYKEG TNG EKACTOTE ETTIXEIPNONG
Kal To TMOoo oUvTopa BéAouv va OAOKANPWOoouv Tnv agloAdéynon Kal va €xouv
mpéoBacn ota amoTeAéopaTa. Tautdxpova, To dIdoTNUa TTou YeCoAaRei Oev TTPETTEI
va gival TTOAU JeydAo, WoTe 0 EPYalOUEVOG VA TTOPAMEIVEI EVTAYHEVOG OTO OEVAPIO Kal

va unv xdoel Tov evBouoiaouo Tou.

EmmAéov, Oa uttdpxel eAeuBepia emMAOYAG TNG ETIXEIPNONG, OXETIKA ME TA
XPNOIUOTTOIOUUEVA YPOPIKA, TN HOop®r Tou avatar/apnynTh Kai Tn Joper] Kal To €idog
Twv badges/TTapachiuwy TTOU OTTOVEPOVTAI O€ TTEPITTTWON OAOKAApwOoNG Hiag
ammooToAiG. To avatar Ba oxedidletar amdé tTnv apxi pe Bdon TIg {NTOUPEVEG
Tpodiaypagés. Kpivetal okOTTIO va d0B¢i hia CuyKeKpIPEVN HOP@r] Kal TO avatar va
TTAPEl TO POAO €vOG TTPAYHATIKOU aTdHoU, OTEAEXOUG TNG TTIXEipnoNnG. Me autdv Tov
TPOTTO, 0 £pyadOUEVOG TOUTICETAI TTEPIOCTOTEPO KAl AUEAVETAI O EVOOUCIAOPOG TOU Kal
TO OTOIXEIO TNG dlaokEdaong. BéRaia, Ba uttdpyer Kal n eTTIAOYT VOGS TTPOETTIAEYUEVOU
(default) avatar, améd pia utmrdpxouca cuAdoyh. Ocov agopd Ta TTapdonua, Ba
emAEyeTal TO TTOPACNUO TNG KABe aTMOOTONAG aTd pia utmdpyxouca GCUAAoyA
TTapacnuwy, n otroia Ba TTepIAaupavel TTANBwpa TTapacruwy, TG00 IO GUVTNENTIKA

(T7.X. KUTTEAAQ, PETAANIO), GO0 Kal TTIO XIOUPOPIOTIKA.

Emiong, n emxeipnon Ba €xer Tn duvatdTnTa va €mMAEEEl €Av Ba XpnNOIUOTTOINCEl TO
OMadIKO OKOpP TOU TTIVOKO KOTATAENG Kal TO TTWG Ba opioelg TIG Oudadeg. AuTO €xel
a0QOAWG va KAvel Pe To PéyeBog kal Tn dOuA TNG ETIXEIPNONG. Z& OPICHEVEG
TTEPITITWOEIG, Ol ETTIXEIPNOEIS 1] Ol opyavIoHoi dopolvTal TTAVW OE CUUTTAYEIG MIKPEG
OMGdeg, GTTOoU N XPrion Tou opadIKou OKop gival BEUITA Kal £XEI vONUA yIa TNV evioxuon
TNG OPABIKOTNTAG Kal TN dnuioupyia KAIJATOG avTaywvIOUoU PETALU TwV OPAdwWY. €
GAAEG TTEPITTTWOEIG, BeV UTTAPXEI N OOMN TNG OPAdAG, KAl N XPRoN TOU OPadikoU OKop
Oev €xel KaTTola ouaia. BéBaia, wg opdda ptmopolv va opioTolv OAGKANpa TUAWGTA
(11.x. marketing, IT, HR), kai va dnuioupynBei aviaywviouog HeTagl TuNUATWY. ETTiong,

TO opadIKO OKOP I0WG £XElI OUCIA KUPIWG O€ PIKPOTEPEG ETTIXEIPHOEIG, OTTOU 01 OUADES
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yvwpifovTtal peTatu Toug Kai uttépxel aAAnAettidopacon kai emma@r. H emAoyry NG
ummapéng 1 un opadikoU OKOop Kal 0 opIou6g Twv opddwyv avikel Kabapd oTnv

gmxeipnon, n omoia AauBdvel uTToYIv OAa Ta TTAPATTAVW.

TéNOG, Ba UTTAPYXOUV OPICUEVOI TPOTTOI JE TOUG OTTOIOUG N ETTIXEIPNON £TTEPPRAiVEI OTO
TTEPIEXOPEVO TOU gpyalegiou agloAdynong. MNa Tapddeiypa, Ba PTTopei va SIaPop@wVEl
KEiMEVA KAl va Ta TTPOCOPUOLEl OTIG AvAYKEG TNG. ZTNV TTPWTN ATTOOTOAR, N OTToid
TePINAPBAvVEl TRV avayvwpion Kal Tov evioTTiopd phishing emails, 1o Kkeipevo 1TOU
avaypdeetal ota didgopa email, prropei va diapopewdei TTARPWS atrd Tnv £TTIXEIpNON,
WOTE VO aPopd CUYKEKPIMEVA QUTAY, KAl va TTpooopoIdlel éva email TTou gival Tlavéd
Vo atmooToAEi OTOUG epyadopévoug TnNG. H TpoTrotmoinon Kal TTPOCapuUoyr Twv
KeINévwy, WTTOPEl va AABel XWwpa, o€ OTTOI0dNATIOTE OnueEio TNG agloAdynong
mepIAapBavel keipeva (TT.X. OTIC 080veg utroloyioTwy). ETmiong, 6a umdpyouv
OPIOPEVEG KEVEC EPWTNOEIG, CUYKEKPIMEVWV TTPOdIAYPAPWY, TIG OTTOIEG UTTOPEI va
EKMETAAAEUTEI N ETTIXEIPNON, WOTE VA EVOWUATWOElI KATTOIQ €10IKA TTEPITITWON OTO
epyalcio aglohdynong. O1 Kevég epwTroelg Ba gival To TTOAU dU0 o€ kKABe atmooToAn, Ba
£Xouv TTPOKABOPIGUEVO TPOTTO GUVEICPOPAG OTO TEAIKO OKOP, KOI OUYKEKPIMEVEG
0dnyieg dnuioupyiag. MNa Tapdadelyud, OTO TTPAKTIKO KOPMATI TG OEUTEPNG ATTOCTOANG,
MTTOpEl va TTpooTeBei pia epwyTNON yia TNV OTTOCTOAN aTTOPPNTOU GpPXEioU, PEOW
OUYKEKPIPEVNG TTAATQOPUAG TTOU XPNOIYOTToIEiTal aTTd TNV £TTIXEipnon. MNépa atmmod v
idla TNV gpwTnon, Ba TPETTEl va opidovTal Kal Ol TMBavVEG ATTavIAOEIG - TToIa Eival n

OWOTH Kal TTo1EG 01 AavBOaouEVEG.

7.4. AZIOAOINHzH THZ ENENAYZHZ THZ ENIXEIPHZHZ

‘Eva amdé T1a mpotepruata Tou  gamification civar To duvnTikG YaunAd KOOTOG
eQapuoyng. H taixvidotroinon PTTopEi va eQapuooTei atrd eTIXEIPATEIS, OPYAVIOHOUG
Il OTTOIOVOATTOTE POPEX, XWPIG va atraitouvTal onuavTikoi Topol. BéBaia, 1o kboTOG
eCapTdTal ammd Ta OTOIXEIO KAl TOUG PNXAVIOUOUG TraixvidioUu TTou Ba emiAeyolv. To
TIPOTEIVOUEVO €PYOAEIO, XPNOIUOTIOIEI OpICUEVA OTOIXEIWDN OTOIXEIA, Ta oTroia dev
ammaitolv KA&tola 101K} TExvOAoyia kal oxedlaoud, oTmoTe TO KOOTOG  TTAPAMEVEI
XauNAG. To peyaAuTtepo BApog kal SUOKOAIa TNG €QOPMOYAG, EVTOTTICETal OTNV
TIPOETOINACIA, OTTOU XPEIAZETAl, TWV EPYACOMEVWV YIQ TN XPAON £VOG TETOIOU £pyalEgiou
Kal oTnv BEATIOTN Kal TTARPN a&loTroinon Twv aTTOTEAEOUATWY. Z€ TTEPITTITWON TTOU Wia
gmyeipnon, xpnoigotroiei Adn KA&moio ouoTnua  agioAdynong, autd JTTopEl va

XPNOIMOTIOIEI OaV KATEUBUVTAPIA YPOUUR KAl VO JEIWOEI TO KOOTOG OKOUA TTAPATTAVW.
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H emévduon Tng emixeipnong o€ €va Tétolou €idoug ouoTnua, Ba atmodeixBei TTOAU
WEENIUN  OTnVv  €upUlTEPn OTPATNYIK ac@aAegiag Tng. To olotnua agiohoyei,
OUYKEVTPWVEI ATTOTEAEGUATA KAl dNUIOUPYED TTPOYIA, VW) TAUTOXPOVA EKTTAIBEUEI TOUG
epyadopévoug. H etmixeipnon Ba éxel TTpooBacn o€ akpIPr] OToIXEIO KAl ATTOTEAECUATA
agloAdynong yia To oUVOAO TOu €pyaTikoU duvauikou Tng Kal Ba eival oe Béon va
BwpakioTei, va Opdoel TIPOANTITIKA KOl VO OTTOTPEWEl evOEXOMEVA  TTEPIOTATIKA
ao@aAgiog. Tnv idla oTIiyur, AQUEAVETAI N IKAVOTTOINON TWV £PYOCOoPEVWV KABWG N
TTaixvidotroinon Tng diadikacoiag, oToxelel 0Tn BEATIWON TNG EPTTEIPIAG TOUG KATA TNV
agloAdynon kai auto yivetal avTIANTITO Kal eKTIATAl. H IKavoTroinon Twy epyadouévwyv
OUMBAAAel otnv BeTIkr] TTpowbnon Kal PBeATiwon TnG €IKOVAG TNG ETMIXEIPNONG.
2UMTTEPACUATIKA, gival EPQavE, OTI Wia TTIXEIpNON 1 évag OpYavICHOG, £XEI TTOAAG va
Kepdioel atro pia eTévOuon o€ €va avaAoyo epyaAEio, Xwpig TauTdXpova To KOOTOG TNG

ETTEVOUONG Va gival uwnAo.
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KepdaAaio 8: MEAAONTIKH EPEYNA KAI EFTOMENA
BHMATA

‘Evag Touéag tmou divel TTepIBwpia PEAAOVTIKAG €peuvag, gival o pOAog TTou Trailel n
Xpovikfy Oldpkeia o€ OAeg TIC UG OulATNON METPIKEG TIOU  UTTOPOUV  va
XpnoiyotroinBouv amd 1o ouoTnua. H kardoTtaon Tou epyalouévou eival duvauikr, n
IKaQVOTNTA TOU VO CUMUPOPQPWVETAI KOl va avixveuel KivOUVOUG, Ol YVWOEIS Tou,
peTaBdANovTal Kal To iBl0 cupBaivel Kal PE TIG UTTAPXOUOEG aTTEINEG. TO gpyaleio TTou
XPNOIYOTTOIEITAI YIa TV avAAucon autig TNG KaTdoTaong PTropei va eival egicou
QUVAMIKO, va aviXVveUel TIG HETARBOAEG Kal va TTpocapudleTal avaAdywg. To idIo 1oxUEl
Kal yia 70 POAO TWV ELWTEPIKWY TTAPAYOVTWY, Tou TTEPIBAANOVTOG Kal TWV
ONUOYPAPIKWY XAPAKTNPIOTIKWY TOOO OTIC WETPIKEG, OCO KAl oTNV UAOTTOINCN Kal

EQAPUOYN TOU TTaIXVIOOTTOINKEVOU CUOTANATOG.

2UYKeKpIPEVA Kal ava@opikd e TO idlo To @aivopevo Tou gamification, OTTWG
Tpoava@épdnke, n HEXPI TWPa £peuva gival ANITTAG Kal OTEPEITAI TTPAKTIKWY
meipaudtwy. Eival onuavTiko, n epapuoyn Twv TTapaTTavw METPIKWY Kal OTOIXEIWYV
TTAIXVIOIWV OTO TTPOTEIVOUEVO EPYAAEIo, va eAeyxBoUv Kal va dokigaaTouv aTnv TTpaén,
MEOW TNG EKTTOVNONG TWV AVTIOTOIXWV EPEUVWV. KaTd Tn IGPKEIQ QUTWYV TWV EPEUVWIV,
méPa atmd TNV ATTOTEAECUATIKOTNTA Kal T XpnoiuétnTa tou gamification, pétel va
eleyxBei kal 10 Katd TTOCO €ival ATTOPAITATO, KATA TTOCO UTTAPYXOUV TOMEIG KOl
o1adikaoieg OTIG oTToieg Oev TIPETTEI va €QOPPOCETal, TTolEG €ival oI BaBUTEPES
emOPACEIS TOU OTNV KOIVWVIA Kal OTn CUUTTEPIPOPA Twv avBpwTTwyv. YTTdpyxouv
0paoTNPIOTNTEG Kal OIadIKACIEG, O OTToiEG OEV PEATILOVOVTAI TTPAYMOTIKA PE TO va
yivovTal 110 d100KeBAOTIKEG. H aAAayr) TNG CUPTTEPIPOPAG KAl TNG OTAONG TWV XPNOTWV
atévavTl o€ éva gUoTNUA, JE TN XPHoN HNXAVICHWY TTaIXVIOIWY, BEwPEITal OPICUEVES
Qopéc apgileyopevn (Rapp, Cena, Hamari, Linehan, & Hopfgartner, 2016). AuTtoi ol
TTPOBANUATIONOI, TTPETTEI VO ATTOTEAECOUV PEYAAO KOPUATI TNG MEAAOVTIKAG £peuvag

TTAvVwW OTO QaIvopEevo Tou gamification.

2€ O, €X€l va KAVEl PJE TO TTPOTEIVOUEVO €PYaAgio, uTTdpxouv anPavTIKA TTEPIBWPIa
BeAtiwong kar e&€NENG. MTTopouv va dnuioupynBouv eTTITTAEOV OTTOOTOAEG, WOTE VO
KAAUTITOVTAI KOl va €€ETACOVTAI TTAPOTTAVW TOUEIG Kal EVOTNTEG ACQAAEIAG, OPICHEVES

aTTé TIG OTTOiEG Ba gival TTIBAVWG EIBIKA OXEDIAOUEVES VIO OUYKEKPIMEVEG BIOUNXAVIES
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Kal €idn emixeipocwy. Tautdxpova, PTTOPEI va €UTTAOUTIOTEI TO TTEPIEXOMEVO TWV

UTTAPXOUCWYV OTTOOTOAWY HE ETTITTAEOV EPWTHOEIG Kal tasks.

To gamification &ev eivalr Tadvta n AUon Kai n €QapuUoOyr TOU TTPETTElI va YiveTal JE
eAeyXouevo TpoTTO. MNMapdAa auTd, Ta YEXPI TWPO ATTOTEAECUATA TOU OTNV EKTTAIdEUCN,
TNV agloAGynon, Kal YeVIKOTEPO OTIG ETIXEIPACEIS €ival TTOANG uTtTooxoueva. To
TIPOTEIVOPEVO  €pYOAEio, €eKUETAAAEUETAI TO @aivouevo Tou gamification oTnv
agloAdynon KAl TOUTOXPOVA  EVOWMOTWVEI  DIAQOPEG  METPIKEG TIOU  €XOUV
XPNOIUOTTOINOET yIa TN PEAETN TNG AVBPWTTIVNG CUPTTEPIPOPAS ATTEVAVTI TNV AC@AAELIQ,

TTPOKEIUEVOU Va ETTIPEPEI KAAUTEPQ, TTIO TTAPN aTTOTEAEOUATAL.
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