AvowkTto Ilavemmiotuo Kutpov

XxoAn Osetikwv kat Epappoopévov Emotuwv

MeTamtuytakn Atatpifi)
ota I[IAnpo@opraka kat Emkowvwviaka Tvotnuata

1)

Xxediaomn Gamification Xvotyuatog ywa E@appoyéc B2C (e-

shops)

F'ewpylog F'ewpyomovAog

EmpAénwv Kabnyntig
Mavoyuw g Zoyaplig

Mawog 2014



Avoikto llavemiotiuo Kompov
XxoAn Oetikwv kat E@appoopévov Emotuoyv

xediaon Gamification Xvotpatog ywa E@apuoyéc B2C (e-shops)
F'ewpylog Fewpyomoviog

EmBAtnwv Kabnynic
Mavaywwtng Zoxaplag

H apooa petamtuyiakn Statpin vrtofAnonke
T(POG PEPLKT] EKTIAT)PWOT] TWV QATIOALTIOEWV YA ATIOK T O

UETATITUXLOKOV TITAOL OTIOVS WV
ota [TAnpogoplakd Zuotuato

ato ™ ZxoAn Ostikwv kot E@appoopévwy Emotpwmv
Tov Avolktov [avemomuiov Kumpou

Mawog 2014



[lepiAnym

H mapovoa Siatpifiy peAeta ) oxediaon evog Gamification cvotiuatog yux E@appoyég B2C (e-
shops).

Ttoxog ™G StpPrg elvar 1 oxediaom €vOG CUCTHUATOG TIOU XPTOCWOTIOEL TEXVIKEG TIOU
TIPOEPXOVTAL ATIO TO XWPO TWV TAXVISIWV — ocuvaiotnuoa gvBUUING, AVTOYWVIGHOVU, VIKNG Kol
eMPBPABELOTG - KAL) EQAPLLOYT] TOV GE LA UTIAPXOVCA UTINPECIX NAEKTPOVIKOU EUTIOPIOV LLE OKOTIO
TNV KOAAEPYELL UTWV TWV OUVALCONUATWY OTO XPNOTIH Kol KAT EMEKTACT TNV EVIOXLOT TWV

Seapwv padl Tov kat v BETIKT EVEPYOTIOMOT) TWV KV TPWV TOL TIPOS TNV UTINPESIX QUTY).

Gamification &ival 1 xpnon OTOEIWV KAl UNXAVIOUWV amd T oxedlaon TayVISIwy o€
emayyeApatika mepBarlovia mov €€ oplopov Sev mepapBdvouv kapio évvola ToxviSloy, e
oKOTIO va SnpovpynBel éva aloBnua evBLUING £€TOL WOTE 1) EUTEPIX VA YIVEL TIEPLOCOTEPO

SLoKeSAOTIKN KAl ETTOVUN TN,

Méoa amd ™ BAoypa@y) avaokommor), HeEAsTape v vmtdpxovoa PiAloypagia Tévw otV
évvola Touv Gamification, T SUVOUIKN] TWV TEVIKWY TIAYVISIOU, TIS EMEKTACELS KOWVWVIKNG
SIKTVWONG TIOV AVATITUCCOVTAL KOl YIVETOL X AVOPOPA OE OPLOUEVES ETIITUXTUEVEG UAOTION|CELS
Gamification amd TOAD YVWOTEG ETAUPIEG-O0PYAVIOHOUG. MEAETWVTAL EPAPUOYEG OE UTIPEGCIES
QyOPATIWAN WY, AOANTIKWY Spactnplot)twy, Enterprise mMAat@Oppuwv oAA& Kot TAAT@OPUWY

eLearning,

Yta mlaiowx g oxedlaong touv cvotpatog avoAVeton to Octalysis Framework mouv Oa
xpnoomomBel yia tov kKaboplopd Twv Texvikwv Tov B vAomomBouv. To Octalysis odnyeitat amd
8 KUpLEG aPYES OL OTTOLEG oVOAVOVTAL AETTTOUEPWG EVW TIPOVCLAZETaL Ko 1) Sladikacior eQapproyns

Tov Framework yio v oxediaon evdg cuotiuatog.

T'vetat sloaywyn) kot eptypa@r] g epeuvntikis pebodoroylag g MeAsém Tepurtwoswv (Case
Research) mou xpnoylomon)fnke oty £pguva evew TapaAAnAa avoAVETaL 1) ap)T) TOU OXESLAGUOV E
otoxo ™MV kabodnynon g Eumepiog Xpnot). ‘Emerta yivetal po cOvVTopn ova@opd oty



OUYKEKPLIEV TIEPITTWOT Tou peEAeTONKe, €va eshop abAnTikwv eldwv pe €6pa to HpaxAewo
Kpnng kat téAog TieptypdpeTaL 1 GUAAOYT] TTANPOPOPLIV ATTO TOUG XPTOTES HECW TNG HEBOSOL TwWV

EPWTNHATOAOY(WV.

Baoel g pebodoloyiag avoAvovtal oL TGOl TOU CUCTUATOS TOU B KATAOKELXOTEL Kot
Teptypagovtal ta Skpopa User Personas ota oToia KATYOPLOTIOOUVTAL OL XPNOTEG TNG
vmpeoiag. ‘Emerta kataypd@etal g Alota mOovwv oevaplwv Xprjong ota oTola €Youv
EPAPUOOTEL oL TEYVIKEG Tov Gamification. [TapdAAnAa, kaBe oevaplo aflodoyeital e@apudlovTag Tig
apxég tou Octalysis Framework kot T€A0G, yiveTal ava@opd 6To cUCTNUN TIOU KATAOKEVAGTNKE,

0TI TEXVOAOYIEG TIOU XPNOLLOTIONBNKAV, 0AAA KOl 0TOV TPOTIO UETPNOTG TWV ATOTEAEGUATWY TOU

OUOTIUATOG,

Mia oA BaciKr) GUVEIGPOPA BEWPELTAL TO YEYOVOGS OTLT) €V AOYW EPYACIAX AVETITUEE TEXVIKES TIOU
XPNOooTomOnKav Ko aloAoy oKy ERTIEIPIKA O€ TIPOYHATIKEG CUVBTKES, EVG) UTTOPEL LE OXETIKN
QAO@AAELN VAL UTIOOTNPLXTEL OTL ATIOTEAEL aTtO TIG TIPWTES €V EAAGSL vAomonjoelg Gamification o€

eshops.



Summary
This thesis studies the design of a Gamification system for B2C applications (eshops).

The purpose of this thesis is the design of a system that uses elements coming from the game world -
playfulness, competition, winning and reward - and its application on an existing ecommerce service

in order to increase user motivation and engagement.

“Gamification” is the use of game design elements in non-game contexts, in order to make the context

more fun and desirable.

In the literature review section, we thoroughly study the definitions of Gamification, the various
game dynamics, the social motivations that arise and we analyse some well known successful
gamified services. These services include trading services, sport activities, as well as enterprise and

eLearning platforms.

The system design begins with the analysis of the Octalysis Framework that will be used as an
evaluation tool. It comprises of 8 main principles which are presented in detail. Finally, we present

the evaluation process that takes place.

Reference is made to the Case Research methodology that is used in this paper while at the same
time the User Experience Design concept is also analysed. We present the specific Case that is going
to be studied, a sporting goods eshop website and describe the evaluation of the system through the

use of questionnaires.

Based on the methodology used, we analyse the purposes of the system to be designed, we describe
the various User Personas in which the website users are categorized and also we create a detailed
list of Case Scenarios in which the Gamification tools will be inserted. Each scenario is evaluated using

the Octalysis tool.



Finally, we present the metrics collected as well as the questionnaire results and analyse them in

comparison to the cases we already studied in the literature.

One very important contribution of this paper is the fact that it developer methods that were used
and evaluated on real-world applications, and it is safe to say that it is the first Gamification system

applied to eshops in Greece.



Evxaplotieg

H moapoloa epyacio amoteAel petamtuyok Sxtplfy ota AKX TOU  HETATTUXLOKOU

Tpoypappatos «[IAnpogoplakd Zuotpator» tov Avoktov [avemomiov Kimpov.

[Ipwv TV TIAPOLVCINOT) TWV ATIOTEAECUATWY TNG TIAPOVOAS UETATITUXLOKTNG Slatplf3ng, auobdvopon
TNV UTIOXPEWOT] VAL EVXAPLOTIIOW OPLOUEVOLS ATIO TOUG AVOPWTIOUS TIOU YVWPLOW, CUVEPYAGTNKA

uadi Toug ko ooy oA oNUAVTIKO POAO GTNV TIPOYLATOTIOMOT) TG,

[TpwTov amod 6Aoug BEAW va euxaploTow Tov EMPBAETOVTA KAONYNTH TG SIMAWUATIKIS StarTpBrs,
Ap. TMavoryinm Zaxapld yior T ToAUTIUN KaBod1ynon Tov KAl TV EUTILETOCUVI Kol EKTIUNoN Tov
pov €detge. L1 ouvéyelx Ba10eda va euxaplotow Tov Stayelplot) Tov CosmosSport.gr k Touvakm
Mddn v v @oyn cuvepyacion TOu KoL TNV YpPIyopt QVTATOKPLOoN TOU OTa (THUATH IOV

TIPOEKUTITAV KATA TNV VAOTIONOT) TOL GUCTILATOG GTOV LG TOTOTIO.
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Ke@aiawo 1
Etcaywyn

Imv emoxn tov Awdiktoou kat G paydaiag e&dmiwong Twv Kowwvikwv Aiktowv, apyiel va
TIPATNPEITAL OAOEVAL KOl TILO GUXVA 1] XPT)OT TEXVIKWY KL EPYOAELWV TIOU TIPOGOUOLA{OUV GTOV
XOpaKTpa VoG Ty vidlov — Gamification - otoyebovtag ™ BeTikn Spacmprlomoimon kot cVoELEN
OXEOEWV LIE TOV XPNoTN Mg utmpeotiag. Evw 1) xpron tou Gamification eéamAwvetal o oAoéva kat
TIEPLOCOTEPEG UTNPECLEG, Bt EAEye KAVEIG OTL SEV ElVAL APKETES OL TIEPUTTWOELG OTIOV 1] KOUVOTOHA
aUTI TEXVIKY E€QPAPUOleTal o€ LTMpEsieg NAektpovikoy eumopiov (B2C) kal ouykekpuleva
NAekTpoviKd Kataotuata (e-shops). Zkomog ™G Tapovoag UETATTUXLAKNG Slatpfng eivar
oxedlaom evOG CLOTILATOG TIOL EPAPUOTEL TIG TEYVIKES ToL Gamification o€ TéToleg uTMpEaieg KaL N

a§LoAGY™ 0T TNG ELXPNOTING KAL ATTOTEAECUATIKOTITAG XUTOV TOU CUOTHULATOG.



1.1 toxoL ¢ Arxtpif3ig

Imv petartuyak SatpPn outy Ba peAemnBel oe BdBog 1 évvowx Ttou Gamification, ta
QMOTEAEOUATH TIOU EMUPEPEL TNV KABOSNYNOT TWV KWNTPWV TOU XPNoTn KaBwG Kot oL
SUVATOTNTEG EPAPLOYNG EVOG TETOLOU CUOTHUATOG OE UTMPECIEG NAEKTPOVIKOU eumopiov. To
Gamification pmopel va xpnowomomBel axopa kot o€ Tapadoolakes Texvikeés Marketing, cAAd 1)
QMOSOTIKOTEPT] UOPPNG EPAPUOYNG TOU OUVOEETAL HE TA TMAEKTPOVIKA HECH OTWG Elval Ta

Kowwvikda Atktua, mAateoppes eLearning cAAG Ko UTINPECIEG NAEKTPOVIKOU EUTIOPIOV.

Itoxog ™G SwtpPrg elvar 1 oxediaom €vOG CUCTHUATOG TIOU XPTOWOTIOEL TEXVIKEG TIOU
TIPOEPXOVTAL ATIO TO XWPO TWV THXVISIWV — cuvaioOnua gvBLUING, AVTOYWVIGHOVY, VIKNG Kol
eMPBPABELONG - KAL) EQAPLLOYT] TOV GE LA UTIAPXOVCA UTINPECIX NAEKTPOVIKOU EUTIOPIOV LLE OKOTIO
TNV KOAAEPYEL UTWV TWV CUVALCONUATWY 0TO XPNOTN KoL KAT EMEKTAOT] TNV EVIOXLOT] TWV
Seopwv padl Tou Kat TV BETIKI EVEPYOTIOMOT) TWV KIVIITPWV TOU TIPOG TNV UTpesia aut). Méow
™G HEAETNG o€ BABOG TWV TEXVIKWY TIOU 1)81 XPNCOTIOOVUVTAL OE UTNPEDIEG AAAWV Topéwy, Ba
€EAYOUUE TIC OPXES OO TIG OTOleG OEMETAL €va TETOO EMTUXNUEVO OCUOTNMX Kot Bo
T(POCTIABT|COVIE VA TIS EQAPUOCOVE 0TV LTI PETia e-shop. EmimpocBeta péow el8Ikwv epyoieinv
Ko LeTPNocwv Ba a&loAoy1|coupe TV SEKTIKOTNTA TWV XPNOTWV TIPOG TNV VEX UTINPESTA KABWE Kot

TO AMOTEAEGUATA GTNV AOENOT) TWV ETIOVUNTWV EVEPYELWV ATIO LEPOUS TOUG.

1.2 Opyavwon) ™G Alxtpiffng

H mapovoa Statpif3n opyavwvetan ota €616 Ke@AAaLo.

Y10 ke@ddawo 2 yivetat BPBAOYPoPIK avaoKOTM oY) OXETIKA e To Gamification, Twv oTtdXwV ™G
XPNOMG TOV OE LA VTINPECIO KAL TWV TEXVIKWY TIAYVISIOU TTOL evowUaTtwVeL ETiong peAstwvrat ot
EMOPAOELS TIOL EXOUV QUTEG OL TEXVIKEG TAUXVIOIOU ota Slaopwv eWwv mepBdAlovta Tov

EVOWUATWVOVTOL



Y10 Ke@AA0 3 YIVETAL MOt HEAETT) TIEPUTTWOEWY PACIOUEV] OE YVWOTEG ETITUXNUEVEG ETAUPIES-
UTMpESieg Tov evowpdTwoav emTuxws To Gamification ot Asttovpyieg Toug. AvoAvovtat ot
uéBodol ov xpnooTomOnNKav Kot avaAVoVTL T ATTOTEAECUATA TIOU ETIEPEPAV 0TI XPTON TNG

UTINPEGLaG KaL yevikdTepa otV (Sl v eToupia

Y10 Ke@dAao 4 avadvetal 1 peBodoroyia MeAémg Ilepurtwoewy Tov xprowomon|dnke otnv

SatpPr] kot yivetal wa oVvToun €MOKOTMONG TG TEXVIKIG ZxeSiaopo g Epmepiag Xprom).
Emtiong avodvetat pa ouykekpuévn IMepimtwon MeAémg.

10 Ke@dAao 5 avoAvetal Aemtopepws to ovomua Octalysis To omoio xpnowomoleital otov
OXESOUO CUOTNUATWY TIOU EVOWUATWVOUY gpyoieia Gamification kot omv a&loddynon twv

TEYVIKWV TOUG.

210 Ke@AAawo 6 Teptypa@etal 1 Sadikacia oxedlacpuov evog cvomuatog Gamification ya éva
NAEKTPOVIKO KATAOTNUX XOANTIKWY €8wV. AvaAVoVTAL 0L GTOXOL TOU CUCTIUATOG OE GXEOT) UE TO
KOTAOTNIO KOL KATAYPAQOVTAL OL EMBVUNTESG eVEPYELEG XpnoTwv. Emiong avaAvovtat ot bavol
XPNOTES TOU CLOTNUATOG KAl kataokevdlovtat User Personas. TéAog, npovpyolvtal AeTrtopepn

OEVAPLX EVEPYELWV avd Persona Kot eVowpatwvovTal oL TEXVIKEG Tou Gamification.

Y10 KEPAANIO 7 avoAVETOL AETITOUEPWG 1) E@apuoyT) Gamification Tov vVAoTomOnke otV TTapovoa
SwatpPn). [apovolaletal 1 Sopn| TG EQEAPLOYNG KAL ETIONG TIEPLYPAPOVTAL OL SIAPOPES KAKTELS

KWK IOV KATAOKEVAGTNKOY Kot 1) Soun ¢ Baong AeSopévwv mou xpnoomon]onke.

Télog, 0T0 Ke@OAao 8 ovoAVovtal To OTMOTEAECUATA TNG €PEUVOG KOl OTO KEPAAao 9
TIPOVCLAOVTAL Ol TIEPLOPLOUOL oG KABWG KAl TPOTACELS Yl UEAAOVTIKEG EPEVVEG Kol

UAOTION|OELS,



Ke@aiawo 2
BiAoypa@ikn Avackomnon

2.1 Gamification

Y oUyyxpovn €moxr Tou Internet Kot TwV KOWWVIKWY SIKTUWV 1) TIAELOVOTITA TWV EUTIOPIKWOV
ETXEPTOEWVY SPACTNPLOTIOLOVVTAL KL GTO AEKTPOVIKO EUTIOPLO EVW TIOAAEG EIVAL OL TIEPUTTWOELS
QOKAELOTIKIG online TTapovG g XwPI§ KTIPLAKES EYKATACTACELS TP LOVO (GG Y10l ATIOBNKEVTIKNY
xpnom. Avadoyn elvon kat 11 ocAdayr] KatevBuvong TG EMOTNUNG TOU HUAPKETIVYK HECW TNG
TIPOCOAPUOYNG TWV TIAPASOCIaK®WY UEBOSWY OTOUG KAVOVEG Kol TIG AgtToupyieg ouv SlEmouv 1o

Tep3dAiov tou Internet.

Mix tétolr péBodog eivar to Gamification 11 cAAwg “mayvidomoimon”. H évvola elvat oxetikd
Kovouplx cAAG Baciletal o THPASOCLOHKEG TAKTIKEG aOENONG TNG APOCIWOTG TWV XPNOTWV KAl
KaBod1ynong g ocupmepupopag tous. Eppaviotmre o BAoypapia to 2008[11] kot apyloe va
XPNOooTIoLETaL EVPEWS oTa peoa Tov 2010. AVTAEL TEXVIKES TIOU XPNOWOTIOLOVVTAL OTN oXediaom

TIOUXVISLWV KA TIG EQAPUOLEL OE ETTOYYEAUXTIKA TEEPBAAAOVTA TTOV €€’ 0plopov Sev TepAapfdvouv

4



Koo évvola mayvidov [01]. O oplopdg autdg emekTelveTal WOTE v TEPAXUBAveL Toug €816

OKOTIOVG:

Gamification elvar 1 xpron oOToElwYV KAl pnYaviopwv amd T oxedlaon TayviSwy o€
emayyeApatikd mepiBairovia mov €€ oplopov Sev meplapPdvouv Kapia Evvola TayviSlon, pe
OKOTIO va SnuovpynBel éva aioBnua evBLUING £TOL WOTE 1) EUTEPIX VA YIVEL TIEPLOGOTEPO

SaokedaoTikn kot emiBuunm[03].

Etval onuavtikd va tovicoupe 6tTL 1) TakTikn touv Gamification Sev a@opd ™V Kataokevr] evog
TIOUXVISLOV, TIAPA TV XP10T SLoiPOpwVY GTOLXEIWY TIOV TIPOEPXOVTAL ATIO TNV L6EX TOV T VISIOU Kol
TNV TIPOCBNKT AUTWV OE UTINPEGIEG TWV OTIOLWV 0 oXeSIAoHOG Sev Exel TTpoBAEYeL TV Yuyaywyia
Twv xpnotwv[02].

[TepapBavel Tov emavacxeSAoUO LG UTINPEGIAS HE OTOXO TNV KOAALEPYELX EUTIELPLOV TIAXVIOLOU
OTOV XP1OT), LE ATIWTEPO OKOTIO TNV SLLPOPOTIONOT) TNG CUUTIEPLPOPAS TOU KAL KAT ETEKTACT) TV
KOAALEpYELx ekTipmonG kot emBupiag[04]. Alapépel amd Ta TTapadosIaKA TIPOYPAUUATH APOCIWONS
(loyalty programs) pe ™V KoAAEPYeWX eUTEPWWV TOU oupBadifouv pe To Tavidl Kol
OLVALCOMUATWVY OTIWG ETIITUXIX KAL CUTOVOUIA O€ avTIBEDT LE TNV GUEOT EVXAPIOTNOT) TOV XP1IOTN
LLE XPTOT] OTITIKOAKOUOTIKWVY TIOAUHEGWV 1) OIKOVOIKWV Kviitpwv|[02]. EumAgov, to Gamification
Sev amofAETEL TNV ApEDT) KABOSIyNoT TG CUUTIEPLPOPAS TOV XPNOTI), CAAQ GTNV EMSPACT) 0T

KinTpa Ko Ti§ embupies Tov.

Etvat onpavtiko va Siaxwpiloovpe v €vvola tou Gamification oo ta “Zoapd Moyvidia” (Serious
Games). Ta “Zofapa Mayvida” €ouvv KUplO okomd TV SidackoAia KaL TNV ekmaidevon Twv
XPNOTWV TOUG HEow YPuxaywylkwv pHeBOdwv kat Oxt v SxokéSaon kot KoAAEpyela

ouvaLoONUATWVY T VISLoV.



2.1 Online moyvidia xapoaktipwv (Multiplayer online

games)

Baoel pa épevvag tov 2010 AV OTIS TEXVIKEG LAPKETIVYK TIOU XPTOLLOTIOLOVVTAL 0€ SLdpopa
Online movidia moAAwv xapaktmpwv (Multiplayer online games, MMOs) kat £xouv 0TO)X0 TV
aENoT TWV TIWANCEWV OE EIKOVIKA ayadd, TIAPOVCIALETAL X VEX TIPOOTITIKI] OTOV TOUEQ TOU
UAPKETIVYK TIOU QPOPA KAVOVIKA TIPOIOVTOL KOl UTINPEGIES: EMOVACYESIGUOG TWV TEXVIKWY TOU
UAPKETIVYK PBACEL TWV UNXOVIOUWV TOU ToxviSlov[14]. Méoa amd v avAAuon Twv TEXVIKWY
TIWANCEWV EKOVIKWOV ayabwv Tov mepapfavovtal ota MMOs kot o)énong Tou GUVOAIKOU
El00ONATOG, KATAOKEVAOTNKE €V GUVOAO UNYQVIOUWY TIOU OUVTEAOUV GTHV TIPOWONoTN Twv

TIWAT)CEWV PECA OTA TIAVIBL, 0AAG Kot 6€ GAAOUG TOUELG OTIOU PUTTOPOVV VO XPTCLUOTIOm B0 V.
Ot Svo BaoKéG TEXVIKEG TOU TIAPASOOIOKOU MAPKETWVYK, Opadotoinon (Segmentation) wau
Katmyoplomoinon (Differentiation) e@apuolovtat ot Slepyacie Twv mayviSiwv HE 0TOXO TNV
avEnom ™G GTNoNG HECW TWV TIPAKATW KAVOVWV:

e BaBuwto [epieydpevo (Stratified content)

e [leploplopdg emuméSov (Status restrictions)

e Auavopevn SuokoAia mepiexopévou (Increasingly challenging content)

e  Opulovtio Atywplopo (Horizontal gameplay)

e Kamnyopieg Avatar (Avatar types)

e Meiwomn mooomTag avtikewévwy (Item Degradation)

e Avoypnota Ztoiela [Tayvidov (Inconvenient Gameplay Elements)

e Yuvalaypa (Mediums of Exchange)



e [leploplopévol amobnkevtikol xwpot (Inventory Mechanics)
e ExdnAwoeis (Special Occasions)
o Teyvnm EAenm ayabwv (Artificial Scarcity)

e AvafBdaBuon IMepieyopévou (Alterations to Existing Content)

Baowlopevol oty TIPOoEYYLon ouTH, LTTOPEL VAL GXESIAOTEL LAl CTPATNYIKY HAPKETIVYK Yl Sidpopa
TIPOIOVTA 1] UTMPEGIEG XPNOUOTIOWVTAS TEXVIKEG Gamification OTWG opyavwUEVEG ETIAOYES,
TEPLOPLOPOVS Kot epebiopata Tov eykaBilBplovy W aAANAETISPAOTIKY] Oxéon HETAE) NG
vTmpeaiag kat tov xprot-meAam|[14]. H otpamywr) auth e@apuoletal Ue epLooOTEPT EVKOALQ OE
UTIMPEGIEG TIOL YPNOLUOTIOLOVVTAL OE NAEKTPOVIKY] TAXTQOPUN OE avTiOEOT HE TTAPASOCIOKES
UTIMPEGIES TIPOCWTIKNG eMaPNG pe tov TeAat). Epgaon mpémel va §o0el 0uwsg oto cofapd
XOPOKTNPA TIOU SIETIEL TIS UTMPECIES AUTES Kol 0TIV SUCKOALX TIOU (UTO ETPEPEL GTNV VAOTIOMOM

TWV TOAVTIAOKWV HNYOVIGHWYV TIoxviS1ov Kat emipafedoewv mov amattel to Gamification.

2.2 IIAgovekTNUATA TG SLadikaolag oy visLon

[Mopakdtw avoAVovTal Ta TAEOVEKTUATA EKEVAL TIOL TIPOEPYOVTAL ATIO TIS SLASIKAGCIES TIOU
TEPAPBAVOUV KATIOL0L €l80UG T VISL Kat TOV TPOTIO IOV AUTA UTTOPOVV VA XPNOLLOTIOm 80UV yix

va emTeLYBoUV 0L TOXOL LLG VAoTIoonG Gamification og k&mowx uTmpeaTio.

2.2.1 Avamtuén kowvotntag @idwyv (fans)

TKOTOG KAOE ETIYEIPNOTG KAL TOL SLa@NULOTH TIOL SOUAEVEL YOt VTNV VAL TO XTIOLO PG OUASAG -
online koo TAG OO “@A0OVS” KL ETTELTA VO TNV AVATITUEEL WOTE VA UETATPEYEL TOUGS “@iAovg” o€
medates. H mapadooiaxr) uebodog g Sla@nUOTIKNG KAUTIAVING UTIOPEL VO GUVELCQEPEL 0TI

Snuovpyio PG KoomTag OUwS XwPLG CTOXEVOLEVO KOLVO.



Méow ¢ Texvikng Gamification, ) Snpovpyia ™G KOWOTNTAS YIVETOL AKOUA TILO EVKOAT) KOL TX LEAT)
awBdvovtal mePLooOTEPO “Sepéva’ HE TNV ETIXEPNON OUUUETEXOVTAG OF OLAPOPES KOLVES
SpaomploTTeG. MOPAlovTaG QUTEG TIG EUTEIPIEG TOUG O PIAOLG EKTOG KOWOTNTOG KoL

TIPOCKOAWVTAG TOUG KL EKEIVOUG VO GULUETAGYOUVV, T) KOVOTNTA LEYOAWVEL LLE YPTYOPOTEPO PLOUO.

2.2.2 Avamrrvén Emyeipnong

Avm) emépyetan péoa amd ™V oENOT TWV TEAATWY SNAAST] TWV GUVOAIKWV TIWATGEWY APA Kot
€000wv. To Gamification ouveloEEpel o UTOV TOV TOUEX HE TNV aOENOT) TNG EMAPNG HE TNV
eMmxelpnon péoa amod v avénor Tov xpdvou cAAnAstiSpaong pe to website g 1 T oeAibag o€
kamoto social network. [Teplocdtepn ema) pe To brand name onuALVEL TIEPLOGOTEPT) APOGIWOT) KL

AlyOTEPES TIOAVO TN TES VA OTPAPEL € SlarPopeTikd brand.

2.2.3 KaAAiépyelax AQocimong

H a@oociwon tou meAdm o€ o emyeipnon elval MOAV ONUAVTIKO TAEOVEKTNHA Yl OUTH).
Emrtuyxaveton katd Bdon péocw cLCTUATWY avTAUOLBNG TOU TTEAQTN HE TIOVTOUG HETA a0 KAOE
ayopd HE 0TOXO TV KOAAEPYELA TOU CUVALGONUATOG TG IKAvoTIononG kot ™S BpdaBevong. Autd To
ouvaloONuo EVELVOUWVETAL AKOUO TIEPLOCOTEPO HECW TNG SLSIKAGING TOU ToxvISIoU Kot NG
SlaokedaonG. O TEAGTEG GUUUETENOLV OE SLAPOPA TAXVISIA Kol TIPOKANOELS Y va KepSioouv
TIOVTOUG KOL 1) ETUITUXNUEVY] EMAUON-VIKN QMO@EPEL OKOUN TIEPLOCOTEPY IKOVOTIOMOT Kl

evOoLO LG O aVOAGYWG K Tou BaBpol SUoKOALNS TG EKACTOTE SPACTNPLOTNTAS.

2.3 AUVOMIKT] TOV T VISLOU

To Touyvidt avtamokpivetal otV PAcIKY avayKn TOU avVOPOTIOL Y CUVAYWVICHO, AVTaOoLB3T Kal
KUPOG PETa&D TwV eTaipwv Tov. H evowpdtwon tov Gamification oe pa eappoyn/website, pmopel

VO OSNYT)OEL TOV XPNO TN OE EMOBVUNTEG CUUTIEPLPOPES IKAVOTIOLDVTAS OAEG NUTEG TG AVAYKEG.



[kavototeitan To aiobnua ™G avtapoPng HEcw TOU CUCTIUATOS ATIOVOUNG TIOVTWY, ATOKTIONG
EKOVIKWV ayatBwv Kat avodou emumedwv. Emumpoobeta, Ta etkovika oryabd BonBovv to xprotn va
EKPPACEL TNV TIPOCWTIKOTNTA TOV KAL TNV HOVASIKT] TOU TAUTOTNTA ATEVAVTL GTOUG ETAIPOVG TOU.

H Sapopd emumedov emiong avgdvel To KOPOG KL TNV avyV@PLoT) TOU HEGA 0TV KOWVOTNTOL

[kavoToteital To aiobnua ™G emTuyiag Kat ToU KATopBWUATOG HECA ATIO TNV OAOKANIPWOT] TWV

EKAOTOTE SIOYWVIOUWV 1] EKOTPATEWWDV EVW TIXPOAANAN TIPOWOEITAL 0 CUVAYWVIOUOG KAL TO

aioBnuo ™G Vikng.

Télog, 1 SuvatdTTA AVTOAAXYNG EIKOVIKWV aryaBwv-8wpwy KHVOTIOElL TO aioBnua g

CAANAEYYUNG TOL XP1)OTH 0AAQ ETTIONG AVATITUGOEL TNV APOGIWOT) TWV TEEAXTWV.

Ta mapaonua amoteAovv TV KuploTePN TeXVIKN oto Gamification kol eivar n o ouvyva
xpnowotolovpevn texviki[07]. Bdoel g pedémg touv 2011 Ta MOPACUX GUVEIGPEPOLV TIG
TIPAKATW PUXOAOYIKES TIAPOTPUVOELS oTov Xxpriot[13]:

e [Ipoodiloplopog otoxwv

e KaBodrynon xpriong g utmpeoiag

e YmoAnym

e EmBeBaiwon

e Opadotoinom

Apketég peréteg £xouv aoxoAnBel pe Tig e@appoyég touv Gamification kat ta amoteAéopata

TIOU UTIOPEL VXL (PEPEL OE EVA ETTAYYEAUATIKO TIEPLBAAAOV.



2.4 Gamification kot Kivitpa Kowvwvikic Enidpaong

H avtamdkpilon twv xpnotwv otig texvikés Tou Gamification oe pua vimpeoia kat 1 Tpobeon va
ouveyloouv va TV XPNOOTIOUV 0AAX KL ETIITPOCHETA VX TV TIPOTEIVOUV O TPITOUG CUVSEETAL
UE TIKPAYOVTEG KOWWVIKOU XAPOKTNPA, OTWG OSIKTUOKEG OUVAVAOTPOWPES, KOLWVWVIKY
aMnAemtidpaon kat avayvwplon[10]. M SlaSiktuakn] VTMPESiat YUUVAOTIKIG TIOU XPNOLUOTIOLEL
Gamification €@aPUOCTNKE Yl TV TIapakoAoLONoN TG TPOOSoL TwV XPNOTWV KaBWSG Kot
XOPOKTNPLOTIKA KOWWVIKOTIOMonG 0mws “Likes”, oxoAa Kot EIKOVIKES TIAPOTPUVOELS TIPOG GAAOUG

XPMOTEG.

KOINONIKH

ENMIPPOH
R2=(.134

ITAGEPH
MPOTIMHEH
R2=0.598

0.398%**
0.367%%* (t=4.688)

(t=3.958

0.270%
(t=2.950)

0.773%

(t=16.377)
0.418%++
=% 7
AIAAIKTYAKH (I‘—_ '019] ANACNQPIEH ~  y ° ', EYMIIEPI®OPA
I[MPOBOAH R2=0.330 R=0.565
0.671 %%
0.584% %% (=9.321)

(1=7.845)

0.140%
(t=1.698)

\ 0.330%**

(t3.022)

AMOIBAIA
0$EAH
R2=0.446

MMPOTAEH XPHEHE
ZE TPITOYE
BI=0.451

*p< 0.1, ¥ p<0.05, *** p < 0.001]

Ewova 2.1: Kowwvikn emppor] Kat SO p@won GUHTIEPLPOPAS XPNoTH

Imv ewdva 2.1 mapovolaletal Eva GXESIAYPAUUX TWV EPEVVNTIKWY UTIODECEWV KAL TA TIOGO0TA
EYKUPOTNTAG OUYKAIONG TOUG OTWG OUTA UTIOAOYIOTNKOY OTO HETPNOEIS TIOU EYVAV OTLH
QTOVTIOELS TWV EPWTNUATOAOY(wV Tou xpnowyomontnkav. IMapatmpeitar 60Tt 11 VTGO T™NG

TtaBepng Tpotiumong vmoompiletal kata 59.8% evw vmoompileton katd 45.1% n vmoOeon

10



[Tp6Oeom yia [Ipdtaom o€ Tpitoug. Emumpoobeta, oL kowwvikol mapdyovteg ouykAivouy katd 56.5%
He MV kaBodnynomn g ZupmepLpopds amévavtl 6to cvotnua Gamification. TéAog, utoompiletain
oxeon petady Awdiktuaxns [pofoAng kat Kowvwvikig Emppong katd 13.4%, Avayvwpiong 33%

kot Apoaiwv Opedwv katd 44.6%.

To cuvumépaoua Tav OTL 1) SNUOCLOTIOMOT TWV ETUTUXLWY TWV XPNOTWV OTNV KOWOTNTA EVTEVEL
TNV KOWVWVIKT] ETIPPOT], TNV AVAYVOPLOT) TWV ETUTEVYUATWY KABWE Kl OTL OL TTHPOTPUVOELS ATIO TNV
KOWOTNTA SLOLOPPOVOUV THV CGUUTIEPPOPA TOU XPTOTI TPOG TNV LUTIMPESIO KAl auEAVouY TV
TUOVOTNTA VA GUVEXICEL VO TN XPNOWOTIOEL 0AAQ aKOUOL KO VO TIPOTEIVEL TNV XP1|OT TNG OE

Tpitoug[10].

[apatnpnOnke emiong 6T epappoyn tov Gamification, e€xptatat amd v TPOOEST) TWV XPNOTWV
VO GUUUETEXOLV OTIS SPACTNPLOTNTES KOWWVIKIG CAANAETISPAOTG IOV UTO TIPOCPEPEL CAAX Kol

amo To PEYEDOG TNG KOWVOTNTAG TIOL SNULOVPYELTAL

2.5 0 Xp1jom g oto Kévrpo tov Evalagépovtog

To emruynuévo Gamification Sivel peyoAdUtepn TPOTEPAUOTNTA OTIS OAVAYKEG TWV XPNOTWV OF
avtiBeon pe Ti§ avaykes g emxelpnong[8]. Kat' autd to tpomo Ba mpémel va §oBel faon otov
EPEOIOUO TWV ECWTEPIKWY KIVITTPWV TOU XPT|OTI OE GYECT) UE TOUG TIPAYUATIKOUG TOU GTOXOUG (DOTE
VO TOU TIPOCPEPOUVE HIA BETIKN TIPOCWTIOTIOMHEVT EUTIELPIA TTIOV Bt KATAPEPEL VO SnovpyNoEL
(o tpodidfeom yua ™ xprion g vtmpeoiag. Emiong, mpotydtal n a@aipeot Tou GUOTHATOG TWV
TOVTIwV woTe va 800el éupaon oto SaokedaoTikd koppdtt touv Gamification kot va punv
SnuovpynBet éva eEWTEPIKO KIVTPO GTO XP1OTH, AUTO TNG EMITEVENG TIOVTWY, TIOV TIPAKTIKA €fvort

AoYETO e TNV @UOT) TG UTNPESLAG.

'Opwe, 1 TTPOoOKN EVOAAAKTIKWV TEYVIKWV TIPETTEL VX A BAVEL LTIOYM TA SLAPOPA XAPAKTNPLOTIKA
TOVL KABOE XP1)0TI KAL VO TIPOCUPHOCEL LK TIOIKIALX TEXVIKWV TIOU VX KATAPEPVEL VX TIPOCEAKVGEL TNV

TIAELOVOTI TOAL TWV XPT|OTWV.
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2.6 Teyvikéc kaBodnynong

2.6.1 Oplopog
Ot teyvikég kaBodnynong opifovtal cav CUOTHUATH OXESIACHEVA UE OTOXO TNV OAAayn
OUUTEPLPOPAS M/kot TpodidBeong[66]. T TV  KOAUTEPN KATIYOPLOTIOMON TOU TEAKOU
QMOTEAEGATOG, OL TEXVIKEG XWPI{OVTAL OE TEXVIKES TIOU EXOUV WG OTOXO:

e Tovoynuatiouo

e Tnvtpomomoimon

e Tnvevioxvom
Twv mapakdtw:

e  TUUTEPLPOPWV

e Evepyewv

e EuvoikngAiaBeong

OLteyVIKEG auTEG TIEp B dvouv:

1. Tnv vmoompin ™G KPS SpactnPOMTaS (Epyaieia Tov vToonpifovv ™V Baoctkm

Aettovpylan CLUUTIEPLPOPQ)

2. Ymoompn emkowwviag avOpwmov-uToAoyloT!) (gpyodeia  Tou  evioxyouv TNV

avaTPo@oSdmoT aTto T 0 CUOTNUA)
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3. Avtnmm a€lomoTia cLOTNHATOS (EPYOAER TTOL EVIOXVOLV TNV OELOTILOTIO KOl XOQAAEL

TOL CUGTIHATOG)

4. Kowwvin emtidpaon (epyodela TOU EVIOXVOLY TaL KIVITPA TOU XPNIOTN HECK ATTO KOWVWVIKES

cAANAeTISPATELS)

2.6.2 ATIOTEAEGPUATIKOTITO

H omoTeEAEoUaTIKOTTA TWV TEXVIKWV OUTWV OTNV EMITEVE] TOU OTOXOU TNG OCAAXYNG Kot
KaB0S YN OGS TWV CUUTIEPLPOPWY KAL EVEPYELWDV TOU XPNOTN UTIOOTNPIlETAL OE I EpEVVA 1) OTIO(0
ouvéAele 95 peAéteg oL elyav B OXETIKO pe TIS TEYVOAOYieG kKaBodynong kat Slepevvnoe o€
BaBog Ta amotedéopata, TIS HEBOSOUG Kol TA CUUTIEPACUATA TIOV TIapovctalovtal o auTtés. Ta
QMOTEALCUATH TWV EMUEPOVS UEAETWV KATNYOPLOTIOMONKOY 0t BETIKA, €v pEPEL BETIKA, KAl

apVNTIKA M Xwpis amotéAeopa. Ta amoTeAéopata p@aviovTal 0TOV TTAPAKAT® TIVOKA:

OeTika 54.7%
Ev pépel Betika 37.9%
Apvntika 7.4%

Mivakag 2.1: Tuvolikd AToteAéopata

EmumA£ov kataypd@nKe 1) cuxvomTa Xprong Twv epyaieinwv kabodynong 0Twe PeEAETHONKAV OTIS

EMUEPOVG £pevveg. [TapatiBevtat Ta To cuxva epPaVI{OPEV ATTO UTA:

OTTTIKN 1 XM TN AVATPO@oSoTNoN 25
Kowwvikn emidpaot, cAANAETISpATELS, KOWVOTIOmoM 22
[Ip6odog 16
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MnviOpata kaBodnynong kot vmevBupioelg 16

Opatol otoyoL 15

Mivakag 2.2: Epyodsio kaBoSrynong

TéAog, Ta cupmEpAG AT PUXOAOYIKNG (PUOMG TIOL KATAYPAPNKAV OTIS ETIUEPOVS EPEVVES ElvaL:

Aéopevonm, evBdppuvon 28
Evioxvom ki tpwv 24
Evnuépwon 21
AwaokéSaon 14

Mivakag 2.3: Zuumepdopata YuxoAoyIKnG @UoNG

Etvat epavég amd Tig mapamavew HETPNOELS OTL OL TEXVIKEG KABOS YN0 KATAPEPVOLV VAL TIEIGOUV
TO XP1OTI VA AKOAOUOT|0EL GUYKEKPIUEVES CUUTIEPLPOPES. [Tapatnpeitan WG OTL OL TEXVIKEG AUTEG
EQAPUOlOVTAL OF TEPUTTWOELS OTIOU OL XPNoTeS elvar 16N mPOBupol va ekTeEAéooVV TG
SpaoPLOTNTES IOV eMIBUUELTAL, CAAA Yot SLAPOPOUG AGYOUG SUGKOAEVOVTAL VO EKKIVI|GOLV 1) VO
ovveyloouv TV eKTEAEOT] TOUG, OTIWG GUHPAIVEL OE TIEPITITWOELS SPACTNPLOTNTWY AOANTIGHOU KoL
ekmaidevone. Katautdv Tov TpoTo elval onpavtiko yix Evav oxedlaoT) TEXVIKwV KabBodnynong,
omwg to Gamification, va AapBdvel LTTOYM TOL AV OL CUUTIEPLPOPES TIOV ETILOVHEL VAL KOAALEPYTIOEL
oToV Xp1otn mepapfAavovtaL 1181 6Toug 6TOX0US XUTOU 1) av KABOSTYETAL TTPOG L CUTIEPLPOPE

IOV £lvall AOXETT TIPOG XUTOV, 0AAG eTILOLUN T ATTO TO OXESLACTY) LOVO.

H petafiBoaon pag oxediaotikig vAomoinong amd Eva mepBdAAov X VISIoU € Eva SLPOPETIKO

mep3dAiov, 0Twg cupPaivel oty TepimTwon tov Gamification, Sev odnyel amapaimra ota Sl
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evaopata Kvntpov[71]. H katavonon Tou Twg Kot TOTE Ta OYXESIHOTIKA 0TOLXEI TOU TTAYVISIOU
TepuAeiovy emITUXT evaiopata Kvntpov Paciletal oty avaAvor] Toug pe Baom TNV eKAoTOTE

Katdotoon.

Ta evadopata KviTpou Katdotaong eivat oL TPoUTIOBECELS EKEIVEG TIOU LKAVOTIOLOVV Ta KV TP
IOV TIPOEPXOVTAL ATIO TT CUCXETLOT) METHED TWV XAPAKTNPLOTIKWY EVOG GTOLXEIOV KAL TIG IKAVOTITES
TOU XPNOTN OTNV EKACTOTE KAT&oTaon. H kKatdotaon aut) TapEXEL OToLXElr KIVITTPOU 0AAG Kot
oymuoatiel Ta KivTpa oL TIPOEPXOVTAL ATO TO (610 TO OTOLXED OUTO. AUTA T EVOUGLATO KV TPOU
TIPETIEL VAL EUPAVIOTOVV OTO XPN)OTI WOTE VA KIVNTOTIOMBOEL TIPOG TNV EKTEAEON LG EVEPYELXG. AV

XPNOWOTomB0oUV OWOTE, IKAVOTIOLOUV TIS AVAYKES KIVIITPWV KoL £TOL EVICXVOLUV TNV cLVEXI{OUEVN

SpaoTPLOTNTA HEYPLT) VATYKT) VO LKAXVOTIOM OEL TIAT) pwG.

2.7 ANUOYPAPIKEG ETUPPOEC

Eivar onpavtikd v An@Bovv umoym ot Snpoypa@kés HETABANTEG OTOV OXESIOUO €VOG
ovomuatog Gamification 66ov a@opda Ta 0@éAN Tov TpoEpxovTal amd outd. Exel mapatnpnbel ot
0 Babpog amdAavon kat xpnodmrag Touv Gamification pewwveton 660 aEAVETaL 0 XPOVOS XP1IoNS
KL OUTO (0WG va 0PeleTaL 0TO aloBNpA KovoTopiag Tov uTtdpyeL ot apyn[67]. To @awopevo
QUTO EPPAVIIETAL CUYXVOTEPA OE VEAPOTEPES NAIKIEG XPNOTWV KAL CUVOEETAL UE TO YEYOVOG OTL OL
NAKLOKAE LUKPOL XP1OTES BaplovvTal TIo EVKOAX KAL ELPAVI(OUV GUXVOTEPA TACELS EVOAAXYTG OTIS
TIPOTLUNOELS TOUG. XNV (Slor peAETT), Bpebnkav evBEelEeIS OTL Ta 0PEAT KOWVWVIKIG OVATHONG TIOU
Snuovpyovvton ard to Gamification epavifovtal oe peyodUTepn ocuXVOTNTA OTIS YUVAIKEG EVWD
avtioToya 660 AVEAVETAL 0 XPOVOG XPNOMG TNG LTINPESLAS, Ta 0PEAT Selyvouv va xavouv v adia
TOUG YLX TO XP1OTH KL TEAOG, 1) EVKOALX Xp1)onG HEWwVeTaL 600 ovEdvetal ) nAkia Tov xpriom. ‘Oco
O WPLHOG €lval 0 XPNOTNG, TOGO AtydTtepo Selyvel var OUVELOTOTIOLEL TNV EUKOAIX XPrioNG TNG

uTmpeEciag.

AapBdvovtag autég TIg Tapatnproelg VoY, cuptepaivoupe O0tL 1 oxediaon evog Gamification

OLOTNUATOG B TIPETIEL VAL XPI|OLLOTIOOEL TIG TIXPOKATW TEXVIKEG::
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e Evowpdtwon XxapaxtploTiKwy KOWmVIKNG eTidpaong kot 8ikd dtav oL xpnotes elval

YUVQUKEG.
e [IpoomaBela TIPOGEAKLOTG XPNOTWV GTO KOWWVIKO SIKTUO 660 vwplTepa yiveTal

e [V déopevon Kot LEYOAUTEPWVY NAIKIAKA XPN|OTWV, TIPOTEVETAL 1) VAOTIOM 0T EpYaleiwv
IOV TEEPAUBAVOUV VONTIKEG KXl CWUATIKEG SPACTNPLOTITWY YLX TOV XPNOTN UE AUEDT)

aVaTPOPOSATNOT) Kol UTTOOTNPLEN,
e Emiong 1 kodigpyela Tou aoOpaTog TEmoiBnong Kot AGQEAAELAG GTOUG XPT)OTES, UTIOPEL VX
TIPOCPEPELKIVITPA YL XP1I0T) VEWV TEXVOAOYLWV O UEYOAVTEPES NAIKIES.
2.8 Evowpatwon Gamification o€ e@pappoyeg B2C

ZTOV EMYEPNUATIKO TOUEX TOV ecommerce, To Gamification agopd v Tpocapoyr evog website,
online service, portal 1 community pe yprion TEXVIKGOV ToyVISI00 e OKOTIO TV av&nom g
SSPACTIKOTNTAS KL TNG APOGiwonS Twv xpnoTwv. TeAkdg otoxog elvat 1 avamtuén otabepwv
SECUWV HE TOV KATAVOAWTI) HECW TNG KOWIG CUUUETOXTG Kot cAAnAeTiSpaon G o€ Sidpopes online
TPOWBNTIKEG evépyeleg. Méoa amd i TETol Suvapkny Spactnpldmra, ival €QIKTO va

emTELYOOVV SLAPOPOL TIPOWBN TIKOL GTOXOL EUTIOPIKNIG PUOEWS,.
0 0pog “Teyvikég TayviSlov” TepAaUBavel OAEG TIGC SPACTNPLOTNTEG KAl TIS €VVOLEG TIOU
XPNOWOTIOOUVTAL Y VO TIPOCMEPOUUE IO EUTEIPIX  TAVISIO0  OTOV  XPNoTH.  AUTEG
TepapBavouv:

e XUOTNUA TIOVTWV

e Emimeda xpnotwv

e [IpoxAnoeig/ATOCTOAEG

16



e Ewovika ayada ko Bpafeia

e [livakeg fabuoroyuwv

e AvtaAayn Swpwv

To TouyviSL TPOCPEPEL XAPA GTOV KATAVOAWT Kot KOAALEPYEL To TTHPAKATW GUVAIGOTUATH 0TV

YuyoAoyia Tou:

e Avtauofin

e Kipog

Emtuyia

ZUVOyWVIoUOG

e JYuvepyaoia

H évvola tou TouyviSiov €xel evowpatwOel og TTIOAEG TTTUXES TNG KOHOMUEPIVOTITAS TOU avOPOTIOU
aKOUA Kal 0€ SpacTnplOTTEG TOU THPASOOLHKA SV €X0UV GUOKETION UE TO TravidL Tétola
mopadetypata eivar ta Ipoypdupata Mkiwv (Frequent Flyer Programs) mou ypnouiotmolotv
oxed0V OAEG oL aePOTIOPIKES eTAUPLES. Av Padel kavels Ba Bpel TOAAA TTopaSelyLaTal TIPAKTIKWY TNG
KoOMUEPVIG NG TIOU EVOWUATWVOUV TIG TEXVIKEG TOU TIAXVISIOU LE OKOTIO VAL ETNPEAGOLVV TNV

PruxoAoyia TOU KATAVOAWTI)-TIEAQT).

YA0TtoLo0vTaL 0L TTAPOKATW TEXVIKES - TIPOCOTKES GTNV EQAPUOYT):

2.8.1 Xvotyua llovtwv

H ocuAAoyn OVTwV oL €lTe £X0UV GUYKEKPLUEVN ool - ThY UTTOPOVV VA XPNOLLOTIOmB00V yia ayopd

ELKOVIKWV ayaBwVv 1) SWpwV TPog GAAOUG XP1|OTES - lte Koo el8kn oia, elvot TIOAD oMHavVTIK Yo
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KA&Be xpnotn SL0TL TTpokaAel To cuvaioBnua ™G avTapolBng, CAAG Kat TG avoSou ATEVAVTL GTOUG

GAAOLG XPNOTES - AVTAYWVIOTEG KAL UTTOPEL VAL ATTOTEAETEL TIOAV SUVATO KIvTpO.

2.8.2 Entineda Xpnotwv

H &vodog emumedov yix Tov meAdm Tou Sivel To cuvaioBnpa ™G EKTANPWONG EVOG GTOXOU KL TOU

TIPOCPEPEL KUPOG KAL GERACHO OTNV KOWOTH T

2.8.3 Ekotparteieg - Bpafeia - Badges

[Ipoc@Epovtag oTov TEAAT SPAoTNPLOTNTEG IOV Tou Sivouv T Suvatdmra va “kepdloel” éva
BpaBeio 1 éva ufAnua (badge) to omoio pmopel va “kpepdoel” 0To TIPOPIA TOU 1] OTNV TIPOCWTIKN

ToVL oeAiba TpoodoTeital To aloBnua ™G avayvwpLomg Kot tpooArng Tou.

2.8.4 Ewcovika Aya0a

"Evag KoAGS TPOTOG e£apyVPwOoT§ TwV TIOVIWY TOU TEANTN Eval TA EKOVIKA ayaBd - un) UTIHPKTA
QVTIKE(PEVAL OTIWG POUXA, OVTIKEHEVN, XPNUATA - EVTOG TNG KOWOTNTOG TIOU WTOPEL Vo
XPNOOTIOMOEL YIX VX KATOOKEVAGEL TOV TIPOCWTILKO TOU EIKOVIKO XOPAK TP KL VA TOV TISEIEEL

OTNV KOO TO.

2.8.5 Iivakeg BaOpoAoywwv

Aivel ™ SuvatOTNTA OTOV KABE XP1)OTN VU ATTOKTNOEL MU KAl VA YIVEL YVWOTOG, 0AAG Kot va

OUYKPIVEL T AMOTEAEGUATA TOV PE QUTA TWV GAAWVY HEAWV TNG KOWVOTNTOS,

2.8.6 Alxywviopol

Ot xprioteg ouvaywvifovtal y T Vikn o€ SLA@OopPeS OHASIKEG SPACTNPLOTNTES EVW OTOUIKES

SpaoTPLOTNTEG TIPOWHOVVTAL LECH TWV TIPOKANGEWVY HETAED TIUKTWV.
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2.9 Gamification o€ pLa VTINPEGLX AYOPATIWANCLOV

Mia épeuva Suapkelag 1.5 xpovou mévw oy e@apuoyr Gamification ywx pioe vrmpeoio VAKwY
ayaBwv - oyopamwANGCIES HETOXEPIOUEVWV OVTIKEWWEVWY - XPNOLULOTIOLWVTAS TA TIXPACTLA,
QVOUPEPEL OTL OL XPT)OTES TIOL EVSLAPEPOVTAV VI TA TIKPACT)UA KoL TIoiparkoAouBovoav TOo0 Ta Stk
TOUG EMITEVYHATA, 000 KOl TWV GAAWV XPNoTwv elxav emiong peyoAltepn mOavomta va
XPNOOTIOMO0UV TIG AEITOVPYIES TNG VUTINPECING, VA AVAPTI|OOUV OVTIKELEVA Y10t AVTOAAXYT), VX

T(POCHEGOUV GXOAL GE 0y YEALES KAL TEAOG VA TIPOYXWPTIOOLV GE oryopamwAnoieg[07].

Toviletat OpwG TO YEYOVOS OTLT ATIAY) EVOWUATWOT) TWV TIHPACT)UWY, XWPLS TN GLUVELST T attodoxm)
KO(L XPT)OT) TOUG OTIO TOUS XPNOTES TG LTMPESLaG, Sev 0dnyel ae ahénom xpriong v TG oUTE KAl 6TV
aENOT KOWWVIKWV 0AANAETIIOPAoEWY. ATIOSISEL TO ATOTEAEGUA OUTO OTNV PUOT TNG UTINPECIAG
OTIOL 0 XOPOKTIPAS OyOPATIWANGCLWY QTIOUAKPVUVEL TOV XPNOTH AmMO TNV EVACYOANON UE T
TIPAOTLA KOG KOt 0TV TIOPATIPTOT OTLT] ELCAYWYT) TWV TIOPACTI LWV GTNV UTINPECIN EVG OUTH
A£LToVPYoVUoE 110N APKETO KALPO XWPI§ AUTA, (0wG va EEVICE TOUG XPNOTES TToV Sev elyav cuvnBioel

0€ KATHOTACELS TTOXVISLOV.

TUVETwG, elvat cLVETO v ANPOEl LTIOYM 1) SEKTIKOTNTA TWV UTIAPXOVTWYV XPTOTWV LG UTINPESIAS
0€ TEXVOAOYIKEG OAAAYEG O QUTIV TPV TNV EloaywyT) TexVKwv Gamification. Télog, 1 €peuva
OUVOEEL TNV XAUNAT] cUXVOTNTA XPTONG TNG LTMPECING He TNV XA cAAnAemiSpaot Tpog Ta
Tapdonua kKabws outd Pacilovtal o€ SHPKES EALYXOUG KOl HAKPOXPOVIO OTTOTEAECUOTOL
KataAnyet oy mapatipnon tin xprion Gamification o€ epmopukég umpeoies - Tov ek oxeSLAGHOV
dev TEPLEXOLVV SLOOKESAOTIKEG SLASIKAGIESG - EKTOG TN XPNION TIPACTILWV TIPETEL VAl TIEPAXUBAVEL
KO TEXVIKEG TIOU KOAALEPYOUV €val SLlaoKeSaoTIKO TrEPRAAAOV TaryVISLoU SLiPopeTIKG UTTopEL va

QTTOTUXEL OTO GTOXO TNG.

2.10 Enterprise e@apunoyeg

To Gamification ocvpfdrer omv BeAtiwon ™G cAAnAemidpaong pe tov xpnotn PAacel Twv

QTOTEAECUATWY TIOL €XEL 1] XP1ioN Tov o€ Enterprise e@appoyég 0Tov oL XprioTes KoAovvtal va
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eKTEAOUV emavodapavopeves epyacieg povotovou xapaktipal2]. Mmopel va kata@épel va Swoet

kbintpa Tov BonBovv 6TOUG XPTOTES Va EKTEAEGOUV QUTES TIG LOVOTOVEG 1] SUCKOAES EPYNTIES.

Ot teyvikég Gamification kammyoplomolovvtal og “In-game” kot “In-person” avaioya pe to medio
gPAPROYNS TouG. “In-game” teyvikég vt eKeVEG oL OTIOlEG VAOTIOLOUVTOL ATEVOEING TTIAV®W OTNV
vmmpeoia ov Asttovpyel NdN evw ol “In-person” TEXVIKEG AEITOUPYOVV GE OUCKETION HE TA
XOPOKTNPLOTIKA, TO CUVALCON AT KoL TIG EUTIELPIEG TOV XPT)OTH. ZTO GUVOAD TOUG Ol TEXVIKEG UTES

€Xouv Toug €816 KUPLOUG GTOXOVG:
e [lapakoroVBnom ™G TPodSoL ToL XP1|oT
¢ Avatpo@oSdtmoT TIANPOPOPLV

e KaBodnynon mg ocupmepipopds

Ipdodoc AvatpogodoTnon Tupmeploopd
In-game KotopBopoto Huspoumvizg Opoduer Tuvepyocio
ITovton ko bonus | EZdAziu Virality
Level up AvticTpogn netpnon
[Ipoodocg [Tvoxee Kotdroine
In-person Eheyyropevec IThnpopopizc Znian

YovoioBnuo EnuoviuoTnTog
Amopuyn Amadiaiog

Kepoouoto

Ewova 2.2: Katnyoplomoinon texvikwv Gamification

Emmpoo0eta, oL (5ot oL xprjoTeg TG LTPESIAg KATyoplomoouvtal BACEL TWV XOAPAKTNPLOTIKWY
IOV EKTILOVV TIEPLOGOTEPO OE Eva TEPLBEAAOV Ttayvidlov, o Epguvntég, Kowvwvikoug, EmBetucoug

kot Nk tég[72].
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Bdosl G TOpATAV®D KOTYOPLOTIOMONG TPOTEIVETAL I  HOVTEAOTIOMON TWV  TEXVIKWV
Gamification yia xprjon o€ VTMPEGILES, BACEL TWV XAPAKTNPLOTIKWV TWV TIOUKTWV OTIWG ERPavifeTal

OTOV TIPAKATW Tiivaka[02].

= E
= =
& Z ;-] ) s =
: s| § s 5| |9 [E | 2| |3
£ =| Bl 8| & | & = = =
4 2| 2| 8| =| €| B 2| & z =
3 =l 3| 2| 2| 2| 2| 2| G o &=
= 2l al 5| B 2| E| Tl 2| | 2 g
< gl =| 2| S| ®=| S| =| =| =| 8 o
< | <| Q| k| R| Of 2] O] R&| ke
Achiever Q O 0 0 0 0 0 0 0 0 0 O 0 9o o o
Explorer Q O 9O 0 Q O Q 9 Q 0 O O 9
Socializer Q 9 O 0 0 o0 o Q O
Killer Q O O 0 o Q O 0 Q O 9o Q 9

Ewova 2.3: Teyvikég Gamification BEoEL XAPAKTNPLOTIKOV TIXIKTOV

‘Evag oxedlaomig piag vAomoinong Gamification oe pua e@appoyn o@edel va akoAovbnoel Tig

TIOPAKATW APXES.

ZUTyETION Z0vBETn PE TpoowTTIkoUS aTo¥oUg

Zlvhean PE Pia KowdtnTa onpavTikol evblaeépoviog

Kataoksur peadamikol gevapiou

MNpogoyn o kowwvikeée embpdasic oupppalopévuy
AvTayuouac Evdiapipouoss Tpokhioeig

Opatoi atdyol

MeTTopepnc avaTpopodaTnan

MNpoooyn] o8 ampofAETITEC CUPTTERIPOPES
AuTovopio H cupueToyn givin eBehovtikn

Mathipnon autovopiag

MNpogoyn o umof&Buione atiac SpaaTnpioThTwy

Ewova 2.4: Apxég vlomoinong Gamification
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Ot eTaupieg OV EMBUVUOUV VA EPAPUOCOLV TIG TEXVIKEG aUTEG Bt TIPETEL v AdBouv vTtoYm Toug
OTPATIYKOUG TOUG GTOXOUG, TOV KOWMWVIKO TOUG XOPAKTIPX CAAX KAL TIG TIPOCWTILKEG XVATYKES Kor

TIPOTLUIOELG TWV XPTOTWV TOUG TIAPEAANAN.

2.11 MAat@opueg eLearning

H etapila Growth Engineering, oe éva dpBpo ™G ovaAVeL Tar TIAEOVEKTIHATA TIOU TIPOQEPEL 1)
epappoyn Gamification oe mAat@opues e-learning [54]. Zto dpBpo vmoompiletar O6TL TO
Gamification pmopel va av&noel v evaoyoAn ot Tov XprioTh UE TO UAONUa, va TOV TTApOTPUVEL VO
OAOKANPWOEL OAEG TIG QTIAUTIOELS TIOV OETEL 1] EKTAUSEVTIKI] SlASIKACIX KAL VX KOAALEPYT|OEL TV
TPOOEOT TOL XPNOTI KAVOTIOLWVTAS KATIOEG PACIKEG AVOPWTIVEG OVAYKEG OTIWG, OVAYKT Yl

avtapoLf), Kowwvikr) B£o), ETUTUYXIES, UTOEKPPAOT KO AVTAYWVIGUOG.
[Mapovotadetal o TapakATw oplopos yix To e-learning:

“..QIOTEAELTAL ATTO OAES TIG LOPPESG NAEKTPOVIKA UTIoBo1000pEVNG HABNoMG Kot ekTtaidevong. Etvain
HETOPOPA YVWOEWV KOl IKAVOTNTWV HE TN XPNon umoAoywot] kot Siktvov. Ta poabnipoata

QIOTEAOVVTAL CUVIOWG ATIO EKTIAUSEVTIKA TIAKETA, AOKNOELG KL alLloAOYNOELS.”[54]

Tvetat avaopd ota 3 oToE TIOL TIPETIEL VX GUVUTIAPXOLVV WOTE VX ETILTEVXOEL 1] OTOXEVOLEVT

OULUTIEPLPOPA Ao Evav xprotn[55]:
e [IpoBeon-Kivitpo (Motivation)
o Xpnowodmra (Ability)

¢ ’'Evovopa (Trigger)
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2.11.1 Entipaom otig mpoBEceLg Tou Xxprjotn

TXETIKA PE TNV EMISPaOT) OTIS TIPOOETELS TOL ¥p1io, To Gamification eival APKETA AMOTEAEGUATIKO
KOOWG IKAOVOTIOLEL UTEG TIG AVOPWTIVEG AVAYKEG TIOU UTTOPOVV VA KOAALEPYTOOUV T EMBUUNTA

KnTpa 6TOV XP1OoTH. EE(WPIJOLV OL TTHPAKATW:

e Avtauofn

e Kowwvikr O¢om

e Emitevypa

e Avutoék@poaon

o Avtaywviopog

2.11.2 Xtdyor

To Gamification mpoo@épel apketd mepOwpPLX BeATiwong oTig uebodous ekpabnong Tov
XPNOLUOTIOOVVTAL OTNV EKTIASEVON UAONTWY, POITNTWV CAAG KAl epyalopévwy [46]. TIpv opwg
UTEEL OE €@apuoyn éva oxedlaopévo TAGvo vAomoiong Gamification, mpémel va kaBoplotolv
AETITOUEP®WS OL OTOXOL TNG EKTAUSEVTIKIG Sladikaoiog Ot aTOXOL £X0UV AUEDT) EEAPTNOT ATIO TIS

(KOVOTITEG TEOV 0 EKTIAUSEVTIG ETIOVEL VOt KHAALEPYTOEL OL OTIOLES KarTryopLomolovvTal we £&ng[33]:
e T'vwon 1 omoia agopd ™V BewPNTIKY Kat TPAKTIKY Kotavonon evig BEuatog péow ™G
agopolwong  emetepyacpévwy  mAnpo@opwwv. Iy m yvwon evog Bewpniuatos ota

Moabnuata.

e ATIOKTINOTN GUYKEKPYWEV®WV SEELOTITWV KAl IKOVOTHTWV (TiY Kavotta ipdobeong 1
apalpeons aplopwv)
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e Ikavomta emiAvong TPoBANUATOV (T, £QAPUOYT] YVWOOEWV Kot Se€loTiTwv oTnv

eMmiAvoT) evag véou pabnuatikol TpoANUaTos)

e Beltiwon ovumepupopds (my. évag Sdokodog SiSdokel TOUG HABNTEG TG va

OUUTIEPUPEPOVTOL OE CUYKEKPIUEVES TIEPIOTACELG)

2.11.3 M£€0odoL

AoV éxouv kaboplotel oL oTO)XOL, TIPEMEL v emAexBovv ol ekmoudevtikol péBodol mov O
VAOTIOO0UV aUTOVG TOUG GTOXOUG Kot TapdAAnAa o ikavomtomjoouy TS 4 BACIKES apyES TG

QO TEAEGUATIKNG EKTIAUSEVTIKG Stadikaaiag [48]

e [lapovoioom TANPOPOPLWVY TIPOG Udbno.

e Emideidn wavomtag pog exudOnon

e E&doxnon
e AfloAdynom
2.11.4 E@appoyn

TéAog e@doov €xouv KaBOPLOTEL OL OTOXOL KL Ol AVAYKES TNG EKTAUOEVTIKIG Sladikaaiog pmopet o
oXeS0TG VA KATOANEEL 0TV eKTTaSeVTIKT PEB0SO TTov B XPNOOTIOMOEL Kot av TEAKA O
xpnowomomBel Gamification kot oG popeng autd Ba eival Xy emAoyn TG VAoToinong
Gamification Ba TTpémeL va ANB0oUV LTIOYM, OL LOLOTNTES EKEVES TOL TIALXVISLOV TTOL ETMPEALOVV TNV
amodoon ™G ekmadevTiknG Swdikaciag. Autés xwpllovtal oe dueca opi{ovoes Kol EUUECH
optlovoeg. I'a apadetypa o€ Eva epyactako TepBaArov, apeoa opillovoes IBLOTNTES Bewpolvtal n
BewpNTIKT) YVWOT), 1 TIPAKTIKN YV@on kot SeElota ko 1 OTapén Kivitpov [49]. Znv ekmaudeutikn
Swdkaoia ta amotedéopata kabopilovtal dueca amd TG 3 TAPAKAT®W WOIOTNTES: emBupia Kot

KovO TN T HABNomG, kKivntpo yia pudbnom kot tapoxm epyceiwv ekmaidevong.
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2.11.5 ATto80TIKT) EKTAUSEVTIK) VOOTPOTILX

Mia apketd koAl avdAvon o€ BaB0G Twv BNUATWY TIOL TIPETEL Vo akoAovBNBoUV Yo TNV EQApUOYT
Gamification og poe mMlat@opua e-Learning mapatiBetal og €va dpBpo amd v Muntean [56].
Avagépetal oav oTOX0G TNG VAOTIOMONG 1 KOAALEPYEWX [l TIO OTOSOTIKNG Kot OEAKTIKIG

EKTIOULOEVTIKI|G VOO TPOTILOG.

Ot meploplopol Tou e-learning amd madaywywkn dmoym, elvon 1 EAAem dueong EmaPng KoL M
aduvapia Snpovpylag Seowv OTwS PETAED ottt Kat kabnynt). 'Etol o mlat@oppa e-learning
KOAELTAL VO QVTTANPWOEL OG0 TO KEVO TNG oUVALTONUATIKNG cAANAeTSpaons TpooTaBwvTag va

SleyElpeL TOUG PLABNTES e AAAOLG TPOTIOUG.

H ev Adyw perém emiong Baoiletat otig 3 apyés kaBodynong cuumepipopag tou Fogg [55], mv
KINToTomon touv pabnm), v OlEukOAuvon CUUUPETOXNG oTn Sldikaoion Kot TV Topoxm
EVOUOUATWY TIOU UTIOPOUV VA TIPOKOAEGOUV €MOLUUNTEG ouuTEPUPOPES. TiveTal avaopd ota
“Serious Games”, WG TANP1 TIAXVISIX TIOL £X0UV AAAOUG GTOXOVG ACYETOUG LE TNV SlaokESaoT), Kot
Twv “Educational Games” TTov YpNoUOTIOLOVV XPKETESG TEXVIKESG OXESIATOU TIAUXVISLWOV KoL YPAPKA
o€ avtifeomn pe to Gamification 6oV YpnoyoTOOVVTAL HOVO OPIOPEVA GTOLXEIX TWV TIAYVISIWV

XWPIS va amautovvTal TOooL ToAAOL TTOPOLT] OXESIAGHOG,

Toviletaw 0Tl evwy To gamification pmopel va ypnowomomBel yix va KXAAEPYNOEL EMBUUNTES
OUUTIEPLUPOPES 1) VA SLopBWTEL 181 UTIAPXOVCES, TIPETIEL VX UTIAPEEL OWOTOG OXESIAOIOG WOTE VX
KOAALEPYOUVTAL T ECWTEPIKA KIVITPA - CUVALGOT AT TOVL PO T KO VO PNV oUVSEETaLT) ETTIBVMIA

HAaBnoNG He eEwTePKA KIVTPa - avTapOLBES.
[Ipoteivetal 1 e@apuoyr Sl@OPwV TEXVIKWY TaXVISIoU 0€ W TAaT@Opua e-Learning evog
pabnuatog Baoetl ™G oTadLAKNG ATTOKAAVYMG TIEPLEYOUEVOV OTOUG HAONTEG HECW AOKNOEWV TTIOU

ToUG avTapeBouv pe TOVTOUG:

e [lpoowmikd TPo@A yia K&Be pabn pe SuvatoTTa EMECEPYATING KAL TIPOCAPHOYNS OTIS

TIPOTLUNOELG TOV. ATTIOOKEVOT) TIPOTUNOEWY KAl HOXONUATWY TIOU £X0UV TTIAPAKOAOLOToEL
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Ko emtuyel (Sivovrtag Bapog oy emtuyia). O kaBe paBNTG UTTOPEL VO VIKEL OE SLAPOPES
OMASEG Kol v TPAKOAOUOEl VEQ, OVOKOWVWOELS Kol SLAPOPES EVNUEPWOELS YLt

SpaoTNPLOTNTES.

Eméktaon tou Slaxwplopol Twv HabnUATwY o€ KEQPAAXA, EQAPUOlOVTAS TV EVVOLX TNG
oTaSOKNG aTOKAALYMG TANpo@oplwy. To udbnua xwplletal emMMALOV O UIKPOTEPA
TUNUATA TIEPLEXOUEVOV HE OOKNOELS Kol OELOAOYNOES 1) EMAVOT Twv oToiwv Ba Tov
avtaueifel pe movroug Touv Ba TpootiBevial 0To Aoyoplaopd Tou. ETo TEAOG KAOE
ke@oAaiov aveBaivel emimedo ovidvovtag €tol v Béon Tou péoa OTOV TVAKQA

BaBporoylwv.

ZuveyNS avaTPo@POSOTIOT TWV LAONTWV CXETIKA LE TIG ETUTUXIEG TOUG KoL TNV TIPO0SO TOUG

HE xp1iom ev8elEewv TIPoOSOoL OTIWG UTIAPES [LE TTOGOGTO OAOKAT)PWONG.
AvvatoTNTa OpPLOUOY GUYKEKPIUEVWV XPOVIKWY OTLYHWV £vaping 1 MG epyaciwy,
TIPOOECUWY Kol TIPOYPAUUXTIOUEVWY CUVAVTIIOEWV HE OKOTIO va wBel Tov poabnm) va

ETMOKETTTETAL CUXVA TNV TIAXTQOP UL

Teyvikég KoWwVIKOTIOMoNG WOoTe va S0l 1) SUVATHTTA KOWVWVIKIG avayVwPLomG 0AAA Kat

AVTAYWVIOUOV Kot GUYKPLOT|G LETOED) HOONTWV.

Edikd Bpafeia yiax SUOKOAES EpyATiES KOl AOKNOELG.

[Ipowbnom ovumepupopwv cAAnAeyying omwg mn Ponbewad otoug GAAovg, amdvtnon

EPWTIOEWV KL OXOAIWV UE AVTAUOLBEG OTIWGS TIAPACT LAl KAL TIOVTOUG,

AvvatoTNTA PHETATPOTG TWV TIOVIWVY 1] TWV TIOPACTUWY OF EIKOVIKA ayafd 1) aKOUA Kot

EKTITWOELS O€ SISaKTPOL
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o ZekdBapn Tapouciaon TWV EMOUEVWV BNUATWY 0TV SLadIKaolor WOTE Vo KOAALEpYELTAL 1)
TIPOCSOKINt OAOKAT|PWOTG TOU EMOUEVOU GTOXOU KAl 1) oTaBeP pon} TG EKTIAUSEVTIKTG

Swdkaciog.

E@appolovtag auTtég TIG TEXVIKES, Eval OTUAVTIKO VO UMV UTIEPLOXVOLV T EEWTEPIKA KivTpa (
KinTpa oL WOOVV TO PABNTY VA CUUUETACXEL OTNV EKTIAUSEVTIKY SladIKACIX £XOVTAG WG GTOXO
KATIOLX avTapolfr) 1 amo@uyn TUwPLRG) Tavw amd To E0WTEPIKA KivTpa ( CUUUETOXN OTNV
ekmaudevTiKy Sladkaoia pe oto)o TV Hanom) cAA& 0 cuUVSUAOUOG TWV 2 WOTE VA ETLTUXEL

KOAUTEPES ETIISOCELG 0TV EKTIAUSEVTIKT) SLadIkaoion.

2.12 E@appoy£c vmoo Tt pLeng YUUVOGTIKTG

H xprion @opnTwVv GUCKELWV Yot TNV KATAyPOPT] ATIOTEAECUATWY KOl OTATIOTIKWV O XOANTIKES
SPaCTNPLOTNTEG UEAVETAL APKETA TA TEAELTALX XPOVIA KAL OE aUTO £xEL BonBnoeL 1) TPOodog NG
TEYVOAOYIlOG pe xpnoms epyodeiwv GPS kau mapaxoAovBnong o@uypwv. H xprion texvikwv
Gamification OTIC OUOKEVEG QUTEG UTIOPEL VX OUVEIDEEPEL OTNV evioyvon TG aOANTIKNG
SpaoPLOTN TS CAAK Eivat oNUAVTIKO va AN@OEel uTTOYM 0 TOTIOG KAL) £KTAOT) TWV TEXVIKWY TIOL Bar
XPNootomBoUV woTe va aToPeVXOEl 0 KATAYIOUOG TIANPO@OPLWDY KAL O ATIOTIPOCAVATOALCOG
Tov xpno[68]. OTws avagépeTal oV Epeuva, 5 abANTéC ouppeTeiyav oe éva Tieipapa 0Trov 3 ot
QUTOUG XPTOLLOTIOLOV00Y CUOKEUN LE TEXVIKEG Gamification (Sdpopa epyadeio avatpo@odotnong)

VW 2 XWPIG.

Ta amoteAéopata £5e1&av GTLOL XPIOTES TNG CUOKEUTG LLE TIV QVATPOQOSOTNOT TIapousiocav T&om
BeATiwoNnG TwV HETPNOEWY TOUG EVW OPLOHEVOL XPNOTEG TIAPOLVCINCAV  aKOUA KAl ovEnom otV
ToxUTTa e Vv omola £tpeyav. EmmpooOeta, 1 ovokeur] pe Gamification yapoakmpiomke wg
€UKOAT], aTAY] Kol a€loTo™, v 1) GAAN wg Bapet). To cuumépacpa ivat OTL 1] GUOKEUT] HE
Gamification £8waoe TeplocOTEPA KIVITPA XP1IONG OTOUS ABANTESG, ALK GE OPLOUEVES TIEPUTTTWOELS O

UEYAAOG OYKOG TIATPO@POPLWV EVEPYOVOE APVITIKA YIO TOUG XP1|OTES. [IpOTEVETAL L LUIVILOALGTIKNY
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TIPOGEYYLOT 0TO OXeSOUd Twv Texvikwv Gamification 6TOL HOVO OL ONUAVTIKEG TIANPOWOPILES

TIPOVCLALOVTAL OTO XP1OTI ATTOPEVYOVTOS KATALYIOHUO EIKOVWV KL KEWEVOU.

2.13 Yrmpeoieg TnAsomttikiig [IpoBoAng

O topéag ™G TAedpaon amoTeAel TPOoPopo £8a@og yia epappoyn Gamification dedopévwv twv
QVOYKWV Yl VEOUG TPOTIOUG €VPEDTG, GEGHEVONG Kal ouykpatnong Beatwv. Eyeipovrat tpio

TIPOLANLATA TIOV TIPETIEL VX AVTUETWTILOTOVV[69]:

1. E&iocoppommon peta&d abnTikol xapaKTpa TapakoAoON oG KAl EVEQYWV CUUTIEPLPOPWV
cAAnAemtidpaong

2. Alepelivon TEXVIKWYV YA tvAAVGT) TOU TNAEOTITIKOU KOWVOU

3. H xpnom badges ev eivan €§icov amoTeAeopatiKy) AGYw TNG AVOUOLOHOPEING TTIOU UTIAPXEL

HETAEL TWV BTV
ApKeTEG e@apOYEG Exouv LAOTIOMBEL TIPOG aL T TNV KaTeLBUVOT), OTIWG elvau 1 eapuoyr GetGlue.

To GetGlue yvwpileL TOV xp1io, TIS KOWWVIKEG TOU CAANAETISPACELS, TIS TIPOTIUNOELS TOU KAL TIS
SPaCTMPLOTNTES TOL OTNV TAPAKOAOVONOT OepwV. Auta Ta Sedopéva ival TIOAVTIUA Yot TOUG
TIPOXOUG TNAEOTITIKOU TIEPLEXOUEVOU KAL TOUG SN IOTES Kol KABwG, TIHpEXOVTaL EDEAOVTIKA aTtd

Tov Xprio, fonBolv oy KoAUTEPN aVAALON TWV BEXTWV.

I enilvon twv TTPoANHATWY ToL TIpoavVa@EPBNKAV PTopEl va fonBroeL 1) xprion Twv @opNnTwV
ovokevwy (tablets, smartphones)[69]. H mp6o8og g texvoAoyiag ExeL pEpeL epyadeia avoryvawplong
EKOVWV KL CXTUATWY, QVOYVWPLOTG WIS 0AAG Kot aloONTIPES KIVomG KAl oupii§ OTLS (POPTTES
ovokevée. ‘Etol autég umopovv va xpnoomomBolv oty EMTELEN X EVEPYELXG ATIO TO XPNOTN

(6mwg to checkin og pa oelpd 1 Tavia) pe EAGYIOTO KOTIO EVWD 1 AVATPOPOSATNOT UTOPEL VA YIVEL
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LE KATOL0 10 XWPIG VA TOL AMOCTIACEL TNV TIPOCOXT] A0 TNV TIapakoAovBnorn. H ebpeon véou
TNAEOTITIKOV KOWVOU PTTOPEL var SIEVKOALVOEL evioxovTag T pyoeia avakdAUmG cLoYETILOUEVOL
TeplExopévon. Mmopovv v vAomomBovv mayvidia Tapopowx pe ta Peekaboom([70] ko
Verbosity[70] yix cuT6 TO GKOTIO [IE TETOLO TPOTIO WOTE VA XLEN Bl 1 SEGEVOT) TOL XPTOTI OE WPES
un TPoBOANG TIEPLEXOUEVOL HECW TNG KOAAEPYELXG KIVIITPWVY YA TIEPALTEPW OLUUETOXN. TEAOG,
Tl viSla 0TIov 0 XpNoTNG KaAeltan va BaBUOAOYNOEL Ot EKTIOUT] 1] VO QTIAVTIOEL EPWTNOELS
OXETIKA L€ TO TIEPLEXOUEVO TG, UTIOPOVV Va Bon BN couv 6TV Kataypat} Tou Babpov cuykpatnong

TIANPOPOPLWV CYETIKA LE OUTO.

2.14 Epevvntikeg KatevOuveoeig

Metd ™mv avackotmon G PipAoypagiag Tov vTapxel oxetikd pe to Gamification, Ta
TIAEOVEKTIXTA TOU KL TIG EVEEXOUEVEG SUVATOTNTEG KOAAEPYELNG GUVAICOUATWY KOl KIVIITPWYV,
TIPATNPOVHE OTL TIPOKVTTTOVV OPLOHEVA {1 THILATA TIOU XP11{0VV ETUTPOCHETNG EPEVVITIKNG LEAETNG.

AuTta KaTorypA@ovToL THpPaKATw:

1. Tlowx elva 1 YEVIKOTEPT) OTAOT) TWV KATAVOAWTWY O€ €Va e-shop o€ GXE0T LUE TIG TIPAKTIKESG

Gamification?

2. Tloeg elvar ol KatdAnAeg TpakTikéG (o€ emimedo oxediaong kot game mechanics)

gamification yia éva e-shop?

3. Tloweg eival oL EMMTWOE OTOUG XPNOTEG —KATAVOAWTEG OGOV aPOpd TN MEYaAUTEP
ikavotoinon (motivation/satisfaction) kot d€opevon (engagement) Toug Kot TNV €V YEVEL

epmelpia xprjotn (user experience)?

4. Agpedivnon TwV XAPaKTNPLOTIKWY TG TIPOCWTIKOT TG TOU XPTOTH-TIA{KTN KAl TOU TUTIOV
Tkt PBdoel Bartle yia v kodUtepn katavonon twv PuxoAoyKwV-cuvaIGOHATIKWY

QMOTEAECUATWVY TIOL KOAALEpYoLUVTIL amtd TeXVIkEG Gamification
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5. Apelvnon oe BdBo¢ Twv KIVATPWV KAl TAEOVEKTUATWY TIOU TIPOEPXOVTIAL QO TO
TEPBAANOV TWV TIAYVISIWOV KL 1) EQPAPUOYT) TOUG OF TIOAAEG SLAPOPETIKEG KATAOTACELS
TV aTto SlPopwv el8wv TepPdAlovia. AUTO onuaivel OTL XPELAZETAL TIEPALTEPW EPELVA
Yy vAomou)oelg TTavw o€ TepBdAiovta 6mov ol emBpafeloelg Kal T avTAmToSOTIKA
KTpa lvat €iTe VAIKE, OTIWG O WA VTINPECIO EUTIOPIOV, EITE CUVALTONUATIKA OTIOV Sev

UTIAPXEL VAIKO KEPSOG.

6. EmmpocOeta véeg pedéteg Oa ipemel va epfBaBvouy OIS SLaOPOTIONCELS TIOU ETIPEPEL O
BaBuog evacyO6ANONG Twv XPNOTWV HE TNV UTmpesia. Metadd Twv TOPAUETPWY TIOV

xpewdovtal TEPALTEPW Slepevivnon tvat:

a. Hemidpaon omv agpociwaorn Tou xprio TPog ToV 0TOXO0 TIOL £XEL OPLOTEL

b. H otdon tov amévavti oTig TEYVIKES TIOL £X0UV VAOTIOMOEL

7. Tleploodtepn avdAvon ™G emidpaong oty TTpABeom XPrioNG LG LTINPECIHG aTTo:

a. AlpOopoTIOMOELS OTIS TPEXOVOESG TEYVIKEG Tov Gamification 1) 1 TTANPNG aaipeo)

TOUG QIO TNV UTMPETIX

b. Tnv awoociwon Tov xpnotn oty amokmon véwv Badges, SnAadn v a&la mov
ekelvog Sivel ota Badges kat Tig evépyeleg oTig omoieg etvat StateBeyiévos va tpoBet

LLE OKOTIO TNV ATTOKTNOT) VEWV

8. Imv mepimtwon 6mov epappoletal Gamification oe abAnTKég SpacTnploTTES, TO TESIO
TWV ETMAYYEALATIWOV XOANTWV Elval HPKETA aVOLKTO Yo VEeG peAétes. M 16€ax vAoToinomng
YW emaryyeApatieg ToSNAATES €lval 1) OTITIKI] ATIEKOVION TG SLadpPoung Tov Stoeviouv Kot
€Aeyxog ™G mpoodov tou. Emiong, mpoteivetan 1 Slepevivmon g mepimTwong xprong
aVWTATWV 0plwv 0TV abANTIKY SPACTNPLOTNTA LE OKOTIO TNV HETPNON Tov Babpol Katd
TOV OTO{0 Tl APl UTO EMITUYYAVOVTOL KL av oL TeEXVIKES Gamification BeAtiwvouv tov

BaBuo oo
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9.

10.

11.

12.

13.

Ye otpatnykes marketing xpeldlovtal Siepevvion oL pEBoSol EVEWUATWONG TwV Sladpwv
TEYVIKWV TAVISIO0 0€ avTISIGTOAT] HE TOUG TIEPLOPLOUOVG TIov eTBAAAOVTAL OO TOV
ooBapd xapaxmpa TG vimpeoiag oty gvola maxvidov. Etvar onpoavtikd va AngBet
VTIOYM OTL O XPNOTNG SEV AVAHEVEL KATIOLO £(60VG TIalYVISLOU ATTO TNV UTINPESTA KAL O TPOTIOG
TIOU QVTATIOKPIVETAL OTIS TEYVIKEG TIOU TOU TIPOUCIALETAL TOU XPEWA(ETAL TIEPAUTEPW

avaAvon).

Alepevivnon Twv Sla@opwv TAPAYOVTWY TIOU TIPOKVUTITOUV OTIO TOV TPOTIO WE TOV OT0(0 0
KAOE XP1OTNG AVTIUETWTICEL TIS TEYVIKEG TIOU VAOTIOLOUVTAL KL TV €MOpact) Tov auTol
€YOLV 0NV KOAALEPYELX TV KIVITTPWV. TEToLoL TTapdryovTeg epAapavouy Tn 0TAoT Tou
QIEVAVTL OTIG CUVALCONUATIKEG KATAGTACELS TIOU S1ILoVPYoUVTAL KoL TNV TIPOBEDT) Tou va

VI0OETMOEL TIG TIPOTEWVOUEVES EVEPYELEG/AEITOVPYIES.

[Tepoutépw HEAET TWV TAEOVEKTNUATWY TwV Badges. Alepehvnon Twv cuvaodnpATwy Tov
Snuovpyovvton amo ta Badges kat TG CUGXETIONG CUTWVY TWV ERTIEIPLWV UE AVTICTOLXES O

KATOAOTAGELS qLOEVTIKOV Tty VISLoV.

AvéAuon  QTOTEAEOPATWY Of  TPOOWTIKO KOL KOWWVIKO €mimedo  O0Tav  auTd

XPNOOTIOLOVVTAL O€ TIEPIBAAAOVTA LEYAANG KOWVWVIKIG SIKTUWOTG.

MeAém TwV BETIKWY KAL APVNTIKWV ETPPOWV TWV OTIG KOWWVIKEG CAANAETISPACELS TNG

amokmmong Badges. Emiong pedém Asrtovpywv amovopnig Badges amd toug 5loug Toug
XPOTES,
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Ke@aiawo 3

MeA<étn [lepmtwoewv

To Gamification éyeL BpeL TTPOGPOPO £8APOG Yot EPAPUOYN GE TIOAAEG UTIMPECIES TPLYUPW LA,
Kuplotepo mapddetypa, dedopévou 0Tt Tpocopoldilel 0To poviedo tou eshop 0mov BEAoLLE va TO
XPNOWWOTIOMOOVPE otV Tapovoq, elvat 1 vtmpeoia Foursquare n omoila amovepel mapdonpa
(badges) otoug xpnoTteg TG avdAoya HE TV ouxvotTa Tou kavouv check-in oe kdmowx
tomoBeoia]63]. [Tapdpola Tak Tk akoAovBel ) vTmpeoia epwToamavtioewy (Q & A) Stackoverflow

QUTOVELOVTOS TIAPACT X GTOUG TIEPLOCOTEPO EVEPYOUG XPTOTES TNG[64].
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3.1 Samsung

Ye ovvepyaoia pe v Badgeville n Samsung vAomoinoe v kopmavia pe ovopa Samsung Nation 1)

omola €lye KVUPLO OTOXO TNV QVENON TOU TEPLEXOUEVOU TIOU SMULOUPYOUV Ol ETIOKETTEG TOU

tototomov[25]. H miat@oppa g Badgeville moapéyel epyodeia ya apakoAovBnomn Sapdpwv

CAANAETIOPACEWY TWV EMIOKETTWV OTOV LOTOTOTO OTWG TApaKoAovBnon videos, avaptmon

OXOAlwV Kal KPITIKWVY O€ TPOIOVTH 1 apBpa, GUUUETOXT) OTO TPOYPAUUN TOU GUOTHUATOS

EPWTONTIAVTIIOEWV EITE |LE TIPOOHNKT) EPWTICEWV EITE E ATIAVTION OTLS EPWTIOELS CAAWV XPNOTWV

KoL xpnomn Twv Aertoupylwv “Like”, “Share” kau “Tweet”[23][24].

You're Now a Part of
Samsung Nation

Eucova 3.1: Samsung Nation

Mow 80 | asm posety?

Our Community Whats mia?
cosenons R
Weekly =
| 1 /5 matthew smith
20,900 5is
\a v. 2 summer contreras
" 17,500 ts
3 enrique carlos
7,700
4 alf tred
7o1wﬁ‘.‘3
5 diegoliath wally
: 5,150
. 6 , @steban contreras
o 5,500
- 7 Oq._d_ Korczyn

Activities Whats mis?

diegollath wally uriocked e -
Team Aadroid Dadge lg-'

al"led rdocked he Team 30D —\
£aoge (’!‘g-“,'

N
ennque canoes iewled up to 1]
Master

diegoliath wally uriocked e
P Letter U badge

You unlocked the Team 3D 2adge /

11 memcres 350 310))]
ﬂ\‘ummmmm

b 11 munutes 950

aif fred uniocked the Earty fa\
Adopter badge '.4 J

summes contreras leveled up lo ?
Legend :

summer coatreras uniocked e
Naght Owt badge

Fouse How 05 1 aem pon?

BAoEL TwV EVEPYELWV UTWV, OL ETILOKETITES AVTANEBOVTAL LLE TTOVTOUG, EEKAEISWVOLV TIAPACTI O KO

amoKTovV B¢om o€ Tiivakes BabuoAoylwv padl e TouG AAAOUG ETIIOKETTTES,

O teyvikég Ty vidLov Trov xpnooTon)onkay 5w etvat:

e Anuovpyia mepLEXOUEVOL
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e [Iovtol

e [lapaonua

o Emimeda

e [livakeg fabporoyuwv

» o«

e  Kowwvikég cAANAemISpaoels peow twv Asttovpywwv “Like”, “Share” kau “Tweet.

Ta amoteAéopata Tov ipoypdppatog NTav 447% avénom ota oo/ KPLTIKEG TIPOIOVTWY Kot 66%
av&non NG EMOKEPIUOTNTAS 0TOV LoTOTOTO. To TIEPLEYOUEVO TIOV SMULOVPYEITAL ATIO ETIOKETITES
Tou lototomov odnynoe 34% mePLOOOTEPOLG TEAATEG oV TipooOnkn 224% ouvoAka

TEEPLOCOTEPWV TIPOIOVTWV 0TO KXAGOL TouG yix aryopa [18].

SUVEMWG UEOO QMO TIS TEXVIKEG TNG SMULOLPYING MG KOWOTTAS HETOE) TwV XPNOTWV, TNG
SuvatoTag OCAMNAETOPAONG HECW OXOAIWV KL KPITIKWV QUENONKE 1 TPOOTIAWON TWV
EMOKEMTWV &vw 1 TAat@Opua TG Badgeville mapeixe omv Bix v etapia epyoisia

TIPAKOAOVBNONG KL EAEYXOL TWV SLXQOPWV EVEPYELWV TWV XPNOTWV.

3.2 Nike+

H Nike otV mtpoomafeid mg va auénoel v a@ociowot Twv TEAaTtwv S epappooce Gamification
oTN XpN o1 TwV TIPoiovTwy ¢ [19]. Anovpynoe pa web TAaT@Oppa 6Ttov oL xproTeg aveAalouv
dedopeva amd To Tpdypappa Tpegipatog mov ekteAdovv. Ta Sedopeva autd cLAAEyovToL ATTO SEKTEG
GPS mov €xouv tomoBemBel ota Nike TamovTol TOUG KAl UTOMXTA CUYXPOVI{OVTAL HE TNV

TAXTQOPUX 0AAG Kot To iPhone toug (v €xouv).
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il AT&T = 9:43 PM

Welcome to Nike+

v
ﬁ Start a New Run

-

@ Challenge Me
——’ Take on vour last run

Settings

Ewova 3.2: Nike+

Ot teyvikég Ty vidLov Tov xpnooton)onkayv sivat [20]:

¢ ExmA\npwon oTtoxwv Kot TIpoKAT|CEWY

e Avtapolfin kot Bpafeio

e [lapakoroVbnom poodSou

e  TUVOYWVIOUOG KL GUYKPLOT) E GAAOUG

¢ Kowomoinom amoteAeopdtwy kot tpoomadewnv oto Facebook
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"ETol oL xprjoteg AoV Sev ektedovoav amAd [ pouTiva Tpegipatos. Katéypagav Tig amootaoelg
oV SLEVuaY, TOV GUVOAIKO XPOVO YUUVXOTIKNG Kot aveBdloviag Ta Sedopéva oy TAAT@OPUQ,
TpakoAovBovoay TV TPOOSO TOUG Kal TIS €MOOCEIS TOUG QMEVAVIL O GAAOUG XPTOTES.
Kowotmolwvtag Tig emSooel§ Kot 0Ta KOwVIKA SikTua, £5tvav 1 SuvatdTTa 6ToUS PIAOUG TOUGS VoL

TovG BonBrcouv Sivovtag Tou KivTpa Kot TApoTPUVOELS.

H Nike koatagepe péow ™G SuvaUKNG TOu TaVIOIOU va Kavel T Sadikaolo TPeEiuatog
TIEPLOGOTEPO SLAOKESACTIKT] YA TOUG XPNOTEG APA KAL TIEPIOGOTEPO SeAeaotikn. H e€amiwon oe
KOWWVIKG Siktua Bo11Onoe emionG - LECW TNG KOWWVIKNG ETILPPONS - OXL LOVO GTNV GUYKPATNOT| TWV
TIOUKTWV 0AAA KAL 0TIV ook ot VEwV. YToAoyiletat 0Tt amd to 2006 Tov Eekivnoe T Asttovpyia
™G,  vimpeoia apBpet 7.000.000 péAn [21]. HapddAnAa evicyVeTaL 1) avayvwploudmta tou brand
KoL 1] agociwoT) Twv xpnoTtwv Tpog autd. TéAog, SeSopuévou OTL Y VO CUUHETEYEL KATIOLOG OTO
o viSL mpémel va €xel mamoutolx Nike, yiveton avtiAnmto OTL 1) €ToUplor KATAWPEPE EVTEAEL vVl

QENOEL KAL TG TIWATOELS TWV TIPOIOVTWVY TG,

3.3 Teleflora

H apepikavikn etaipia avBomwAeiwv Teleflora epdppooe Gamification og 0AOKANPO TO NAEKTPOVIKO
NG KATAOTNHA, AVTAUEBOVTAG TOUG XPT)OTES E TIOVTOUG YL EVEPYELEG OTIWG TIPOCOKN KPLTIKWV,

OXOALXO O, ATIAVTNOT) O EPWTNOELS CAAWYV TIEAXTWV KAl KowvoToinot oto Facebook.

[Ipoc@epeL EMUTALOV TOVTOUG, GTOV TIPWTO TIEAXTN TIOU Bt YPAWEL Lot KPLTLK YL VO TIPOLOV 1) TIOU
B amovmoel o€ pa gpwtnon oto TUUa Epwtioswv/Amavtoswy. ZToug XproTEG HE TOUG
TIEPIOGOTEPOVG TIOVTIOUG, QTIOVEHOVTOL TAPACTUX TIOU TOUG QVASEKVUOUV oav KOPUQAIOUg
OXOAMOTEG €V VUTAPYEL Kot Tivakag Pabuodoywv Omou  ep@avidoviar ol mo  LmAd

BaBpoAoyovpevol xprioteg [16].
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Leaderboard
[ Searchleaderboard |

1-10 of 36401 123 45..3641 Next
Corky
1
15 0 0 0 1 151
& points -
JCD
2
2 (¢ o o o 130
¥ points -

Ewova 3.3: Teleflora

Ot teyvikég Ty vidLov Tov xpnooTon)onkay 5w etvat:

e Anpovpyia mepLEXOpEVOL

e [lovTol
o Tlapdonpua
o Emimeda

e Ilivaxes fabuoroyinv

e Kowwvikég aAMnAemidpaoelg

E@appolovrtag Tig Texvikég ayviSiol E6waoe KiviTpa 6TOUG XPNIOTES YIX TIPOGONKT) TIPOCWTIKOV
TEPLEXOLEVOL OTOV LOTOTOTIO LIE T LOPPT] KPLTIKWYV, GYOAIWV Kal epwTtamavtioswv. [Tapatprinke
10mAdoa abénom otov aplBpd @wtoypa@wy kat video ov avéBalav oL xprioTes. AuTo emé@epe
ooPWS aENOM oTNV Kivnor Tou TdTomou kat brand awareness kot engagement. Emumpoobeta,

HEOW NG EEATTAWONG 0T KOWWVIKA PEoa - virality - katdpepe va avgnoel kata 105% tov apluo
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TWV VEWV ETIOKEMTWV OTOV LOTOTOTO. TEAOG, 0 EUTAOUTIONOG TOU LOTOTOTIOU LE TIEPLEXOUEVO
SNUOVPYNHEVO aTtO TOVUG (SL0UG TOUG XPTOTESG E6WOE TIEPLOCOTEPT] OLYOUPLA KOl AOPAAELX GTOVG
eMIS0E0VG TEAdTEG Pe amoTEAEoU, va TiapatnpnOel adénon katd 92% Tou pUBUOL PETATPOTING

ETILOKETTTWV OF TIEAQTWOV.

3.4 Campusfood.com

To Campusfood.com eivat pua .otooeAiba online apayyeAwv @oynTtol yio (pormtég[27]. Amotelel
EVal EIKOVIKO HEVOU TIATWV amd mepoootepa amd 2.500 eotiatopla. E@dppoce TeXVIKES
Gamification 6ToV LOTOTOTIO TG XPNOLUOTIOLWVTAS TO epYaAeio Nitro g etaupiog Bunchball[28] pe
OTOX0 VA aUENCEL TOV aPOUO TWV TAPAYYEAIWY Kol va SnUOUPYNoEL W Yepr) Baon amo

QPOCIWUEVOUS TIEAATES.

Featured Campuses

campusfood.com’

GlickeOrdernEats

Select your state and campus
State Campus

| | 3 Sl FIND

RESTAURANTS

ORDER ONLINE FROM THE BEST LOCAL RESTAURANTS.
Campusfood is your resource for browsmng restaurants, ordenng food online, and gething
exdusive discounts from your campus favorites. MI

Who's Hungry? - Find out how Campusfood rewards you for every order. 2]

[ | Es. ° P
2 U. of Delaware just bellied up to Grazer

| Find Us Onl
| | \ /’ v s | )
[ | @ Trinity College unwrapped the Double Down badge —_—
[ |
: v‘ Deming H. Restaurant Owners

[ @ Maryland Institute College of Art unwrapped the Hang Ten badge Grow your business with

Campusfood.com

Learn More >

Ewova 3.4: CampusFood.com

38



XpnoylomomBnkav oL TapakATw TeXVIKES Tapaciuwy (badges) wote va avtapepBolv oL xproteg

IOV ETIAVEPXOVTAV OTNV LOTOCEAIS[26]:

e Amovoun TOVTWV KOl TIXPUOTUWV OF XPNOTEG TOU OAOKANPWVOULV “SLotywVIGHOUG
TIpoyyeAlog” Tov ouvSualouy EPWTNOEIS YEVIKWY YVWOEWV HE KimTpa yix Sokiun

SLLPOPETIKWV TIATWV KAOE (POPA 0AAX KL TIAPATYYEALX € SLPOPETIKES WPES TNG NUEPAS,.

e Eoaywymn touv mapaocnpov "Head of Table" (Apxnyds Tou Tpamellon) yio Toug XpriOTES LE TIG

TIEPLOCOTEPEG TIAPAYYEALEG ATIO EVAL ETIATOPLO, TIKPOWOLO HE TA TIapaoma Tov Foursquare.

¢ [lapOdTpuVON YLX KOWVOTIOMOT) TWV EMUTEVYRATWY G (PIAOUG 0TA SLAQOPA KOWVWVIKA SIKTL

KoL TIpowO1N01) TNG CUUHETOXMS OTO EPYaAElo KovwvikoTomong ¢ Bunchball, SocialLink.

To cVvomua Gamification katd@epe va kavel v Sladikacia TapayyeAiag mo “yevotiky” Kal
Swaokedaotikn. Ta mapdonua ov pmopel va kepdioet k&molog mepapfavouy to “Raw Deal” (10
TlaporyyeAieg sushi o Siaotnpa evog unva) kot “Beta Taster” (otoug pwTtoug 50 Ttou tapayy£Avouv
éva véo Tato)[27]. Emiong 1 kowoToinon Twv omoTeAsopdtwy avénoe To virality kat v
avoryvwpLooTnTa Tov brand mov o)L povo £@epe vEous TIEAGTES 0AAG Kol cLVERAAE 0T Statipnon

TWV VTIAPYOVTWV.

Ta amoteAéopaTa IOV £QEPE 1) EPAPUOYN NTAV AVENOT TWV ETTAVOAXUBAVOLEVWV ETIOKETTTWY OTOV

LotoToTo Kot 15-20%.

Etvat onpavtiko va onuelwBel 0TL 1 emITuyion ™G EQAPROYNG OE VTN TV TIEPITTTWOT OPENETAL Kort
otV SekTIKOTTA TOL target-group oTIS TeYVKEG Tou Gamification. H etoupia yvwpile 6tL ot

(POLTNTEG-TIEAATES TNG 1TV TO LBAVIKO KOO Y10t SLywVIGHOUE KAl EKTITWOELG[29].

3.5 Pepsi

H Pepsi xpnoylomoinoe po mAat@oppa KoWmvIKoTomong e xpriorn texvoloywv g Gigya [34]

Tov emtpémel otoug Beatég touv “The X-Factor” va adAnAemidpolv, va cuvaywvidovtat Kol va
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popddovtal He Toug @AoUG TOug 1 Toug GAAovg Beatég. H mAat@opua pe ovopaoio “Pepsi
SoundOff’, xpnowomotel epyodeia rayvidioy g Gigya e 6TOX0 VA TIPOCPEPEL GTOUG XPIOTESG LI

OAOKAN PWUEVT VTN PECLN KOWVWVIKOU SIKTUOV.

@ sounborr I8

OMG! | think I'm in love. | totally |
believe in Amanda now. I'm comlnetd'f.
and am a fan. Let's go #teamnicole!!l!

No way! Tiffany is the best one on the
nds down. Let's get it going

Ewova 3.5: Pepsi SoundOff

To Pepsi Sound Off, vioBetwvtag pa Sopr) Tapodpowx pe to Twitter EMITPEMTEL GTOVG XPOTES VA
ouvdebolv otov LoTotomo e Aoyaplacpud Facebook 1 Twitter, va avaptioouv oxoAlx oTO
XPOVOAGYLO XPNOLOTIOLWVTaS T Staomua o€ 06Aoug hashtags (#) kat va kavouv “Like” og dAAeg
avoPTNOELS. AUTEG oL avapToelg pmopolv va TipowBnBovv kat oto Twitter 1} oto Facebook[32]. H
OUUETOXN TWV XPNOTWV 0TI KVAPTIOELS KXL CLINTIOELS ovTapElBETaL LE TTOVTOUG, TTHPAOTLA KO
TitAoug (Y "rookie” 1) "ambassador”). Ot 4 xp1oTeS pe Toug TeplocoTePOVS fans Ba kepdicouv v

live TpofBoAn} Tov TPo@A Toug o€ éva emelcddio Tov “The X-Factor”.

Teyvicég Gamification Tov eqapuolovrau[30]:

e [lapaomua e TN HopPET) KATIOKLWV UTIOVKOALWYV (caps)
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J) (c

e Emimeda xpnotwv (mx “Pledge”, “Curator”, “Veteran”)

e [livakeg fabuoroyuwv

e Bpafeia

Me ™V Xp1o1 TwV TEXVIKWV QUTWV KOAAEpYEiTaL I agociwon Twv Beatwv Y to “The X-Factor”

KoL EMPO0OeTQ, evioyvetat To brand g Pepsi péoa amd mv cuvepyaoia pe ouTo.

3.6 GetGlue

To GetGlue eivan éva Kowvwvikd Aiktuo mov €xet Bépa ™ Bropmxavia Touv BedUaTog, amd Hovotk),
TNAEOTITIKEG OEIPES, Tavies €wg BBl ko Snpoctotoimon Wewv oty koot ta[37]. Ot xproteg
UTToPOoVV va Kavouv check-in oTI§ Tavies Kat TIS OEWPEG IOV TIAPAKOAOUOOVUY, 0AAA KAl OE LOVGIKT),
BiBAla 1) Siapopa dAra BEpata. Mtopovv va emtikpivouy pe “like” 1§ “dislike” Toug Stdpopoug TitAoug
OTOV LOTOTOTIO 1] VA SNULOVPYNO0UY AGTEG OyXTMUEVWVY YIX YPTYOPOTEPT Tpdofaot). YTIApyEL
A£LTOLPYIA TIPOTEWVOUEVWV TITAWY BACEL TWV TIPOTYICEWVY TOU XP1|OTH KL ETTIONG TIapovoLd{ovTal oL
SpaoPLOTNTEG TWV @AWV TOL XPNOTNH Of éva XPOVIKO KATAAoyo ouufdavtwv. Ot xproTeg
Kotnyoplotolovvtat facel Tov aptBpov check-in kot twv Babpoloyiwy o€ 6YOALA TOUG e Kopu@aia
Katnyopia To “Guru” og kamoto Bpa mov Sivel oTov XProTn EWOIKA SIKAWHUATA OTIWG cAAyT] TG
TEPLYPAPTIG TOV TITAOU, TNG (PWTOYPAPING 0AAQ KL TIPOGHTKT TIPOCWTIKWY GXOAlWwV. ATIOVELOVTAL
stickers aToug xproteg oL K&vouv Ta TEpLoodTEPa check-in evw vrtapyovv kat eldikd stickers ya
OUYKEKPLLEVOUG Stanulopevous titAoug [36]. Ymoompilovtal ETONG EKTITWOELS 0€ KATACTILATH

€L8WV TIOL aPoPovV Ta Stapopa Bepatal37].

Ot teyvikég Gamification Tov xpnoylomolovvtal etvat:

o [lapaonua (stickers)

e EmimedSa xpnotwv
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e [livakeg fabporoyuwv

e Kowotoinom o€ kovwvika diktua

e Avtaywviouog

e Bpafelax

Ewodva 3.4: GetCLue

'OTwg yivetal avTANTTO 0 IOTOTOTOG KATAPEPVEL VA CGUYKPATEL TOV XPTNOTI TIPOCPEPOVTAS
TANOWPA ETAOYWV KAL TIPOTIUNCEWVY EVE QUEAVEL TOV CUVAYWVIOUO TIPOWBOWVTOS TIS KOWVWVIKES
aANAETISPAOELS. OL ETIIOKETITEG TIAPOTPUVOVTAL VA LOPACTOVV ATIOYELS KAl Vo cu{nTioouy yOupw
amd 1o Bua To omoio TapakoAovBoUV. Anovpyeital SuVATOG SECUOG E TOUG ETILOKETITESG KAL 1|
TIHPAKOAOVBONON TWV BEPATWY ATOKTA TEPIOGOTEPO SliokedaoTiky Slaotaon. Méow Twv
TIPAOT)UWV EVICYVETAL 1) XP1|OT) TNG UTMPESIAG a@ov Snuovpyeital 1 embupia (podSov 6Toug
XPNOTES Ko KoAALepyelTan 1) apooiwon oto GetGlue cAAG kat ot ouvepyalopeva brands. H xpron
Twv TeYVikwv Gamification petatpémel MV MaPAKOAOVONON TAWVIWY KL GEPWV OE TAVISL
TIPOUOLO LIE EVa KLVITYL BNoaupol) GTIoL oL XP1OTES GUVAYWVI{oVTAL 6TV KAloka Twv stickers kot
TWV EMMESWV WE OTOXO TNV ETUTELE TNG KOPLPNG. ATIO TV Evapén AsLToupylag TG LT PESiag To
2010, égouv eyypagel o€ qUTNV TIAVW ATIO 4 EKATOUHVPLX XPTIOTES, EVG EVOEIKTIKA KATA TN SLIAPKELX
touv Super Bowl 2013, kataypagnkoav mévw amd 200.000 check-ins kot mavw amd 400.000

OUVOAIKEG evépyeles (0mwg likes, amavtoets, Ymoy, k.a.)[45]
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3.7 Speed Camera Lottery

Xe eva Slywviopo mov edafe xwpa to 2010 otov wototomo The Fun Theory [41] yior kouvotopeg
LB€EG TIOL TIPOGPEPOLV TPOTIOUG KL HEGK TIOU UTIOPOUV VA AAAGEOUV TOV KOO TIPOG TO KOAUTEPO,
1o Bpafeio képdloe 1 6a pe Vv ovouacia “Speed Camera Lottery” (KAnpwon dwtoypagiwv
Toxdmtag). ZOp@wva pe Vv 1I6€a auTH), OL TIOAITEG TIOL TNPOVGAV TO OPLO TAXUTNTOS, CUUUETE OV

o€ o KANpwon pe Bpafeio va ToGooTo Ao TA TIPOGTLLA TWV TIAPABATWV TWV 0PLwV ToUTN TS,

H Bpafevpévn 18éa vAomomOnke omv Zoundid Kol CUYKEKPWEVA OTI ZTOKYOAUN OTIOU
TOTIOOEMONKAV KAUEPEG OE OTPATNYIKA ONUEIX GTOVG SPOUOVG TNG TIOANG 1) OTIOIES PWTOYPAPL{aV
OAQ T OYNUOTA TIOV TIEPVOVoY Kol elyav Kot {wvtavn évieldn g taxvmtag tous Ot KAoELS
OTEAVOVTOV KAVOVIKG GTOUG TIAPAPBATES VA 0L 081yol TIoL Trpovcav T OpLal TaXUTNTAS, ETALPVAVY
HEPOG OTNV KAPWOT) OTIOV EVAG TUXEPOG KEPSILE LK ETILTOYT) LE EVOL LEPOG TWV XPTIUATWYV TIOU X0V

padevtel amo ta mpooto.[40]
Ot teyvikég Gamification tav:
e Avtauofin
e AloOnuo avTarywviopov HETAED TIOATGV

OLKAUEPES PWTOYPAPLONY CUVOAKA 24.857 oynuata o€ Siaotnua 3 nuepwv. H péon taxdmra twv
OXNUATWV ToL NTav 32 XAp/w TPV To Telpapa, pewwbnke oe 25 xAR/w Katd ™ SdpKelr Tov
TIEPAATOG, ONUELWVOVTAS Helwon Katd 22%, kablotwvtag v 8&x dkpws emtuxnuévn. Mia
gpeuva £6el€e OTL oL odnyol Ntav evBouslacpévol pe v mlavomta va kepSioouy XprHata Ve

odnyovv vopupue.[40].
TiBeton OpWG TO BEPA ™G CUUTIEPLPOPAS TWV OSNYWV HETA TNV SLAKOTI TWV KANPWOEWV KAL TNV

SLKOT) NG TPOGPOPAS Twv XpNHaTikwy Bpafeiwv. [apoéAo Tov dev UTIAPYXOUV TANPOWOPIES

OXETIKA, YIVETAL EUKOAX QVTUNTITO OTL v KATOoL odnyol Ba cuvéxloav Tov VOUWO TPOTO
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o8Mynomng, GAAOL PNV £X0VTAG TILA TO XPNIATIKO KIVITPO VO TOUG TIHPOTPUVEL UTIAPXEL TIOaVATNTA VO
OTOUATN OOV VA TNPOVV T OPLX TOXUTITOS.
3.8 Foursquare

To Foursquare eivat po pappoyr) mou “BonbaeL Toug XproTes va BPouv To TEAELO HEPOS VIO VAL TIAVE
ue @oug” [42]. Amotelel pa vrmpeoio 1 omola Sivel ™ SLVATOTTA CTOUG XPNOTES VA KAVOUV
check-in oe Slapopes ToMOBETIES, YEYOVOTO Kol eKSNAWOELG. XpnowoTolel pia amAn pop@n
Gamification 6ToV 0L Xp1)OTES TIOL KAVOUV Ta TILo cUYVA check-in, kepSi{ouv TTOVTOULG KAl TTAPAOT| AL

KO ETTTALOV, EKTITWOELS KOL TIPOOPOPES OTA KATACTI AT OTIOV KAVOLV Tat Tilo cuyva check-in.
O teyvikég Gamification ivac:

e [lovtol

o [lapaonua

e Emimeda xpnotwv

o Avtaywviouog

e Avtauoin

O xproTes eva kavovikd Sev Ba TtpoTtiovoav va “artokaAvTttouy” KABe popd v Tomobesio Toug,
N texvikn tou Foursquare petatpémel ™ Swadkacia autn) og Tayvidt 6Tov o kKAbe xprotng
ouvaywvifetal ya to vymAdtepo emimedo yux kdbe tomobeoia[29]. H vmmpeoia éyel tepdotia
emtuyio kat SeSopévou 0TLxpnooTolovoe Texvikes Gamification ard v évapér) g, oL TapaKATw

HETPLKES TO ATTOSELKVUOUV.

Metproeig ZemttepBpiov 2013[42]
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e Eyyeypappévol Xpnoteg: [avw amod 40 ekatoppoplo
e [lavw amo 4.5 Sioekatopppla check-ins cuvoAKa

A&ileL va onuelwBel 0pwg 0Ty, OTIWwG €XEL avaKOVWOEL aTtd TOUG LBVUVOVTES TNG ETAPING, OE ETTOUEVES
ekBO0ELS, oYeSLAOVV VA LELWOOUY TNV XP10T) TWV TeXVIKWY Gamification e amwTepo 0KOTO VA TI§
QTOUOKPUVOUV  EVTEAWG, KABWG OTWwG ava@epovy, "TpooTaBolpe va eE0AEOUUE TNV YEVIKT)
avtiAnym ot to Foursquare a@opd povaya tovtous kat tapaonua’. To epwtnua mov Tibeton eivay,

av oLxpNoTes Ba e&arkoAovB|COUV VA XPTCILOTIOLOVV TV UTINPECLX Kol o€ TL fabpo.

3.9 Tuykprtikoc [Mivakog

Etapla MMAaiowo xpriong Texvikég Amotedéopata
Gamification
Samsung AvEnom tov Anpovpyia teplexopévou AVEnom 66% Twv XpNOTWV
TIEPLEXOUEVOL TIOU [Tovtol TIOV EKTEAOVOAV QUTEG TIG
Snuiovpyovv ot [Mapdaonua eMBLUNTEG AeLTOUPYLieS KoL
ETILOKETITEG TOV Emimeda 447% ota oOALL/KPLTIKES
LoTATOTIOU [Mivakes BaBpoloywv TPOIOVTWV.
Kowwvikég 34% mepLocOTEPOL TEAATES
aAAnAemiSpaoelg mpocBecav 224% cuUVOALKA

TIEPLOGOTEPU TIPOIOVTWV OTO

KaAdBL Toug yla aryopa

Nike Web mAat@opua ExmAnpwon otoxwv kat 7.000.000 péAn
OTIOV OL XP1IOTES TPOKACEWV Avayvwplopotnta tov brand
aveBalovv dedopeva | Avtapoln kat Bpafeia Agociwon Twv xpnotwv
aTd To TPdypapupa [MapakoAoVBnon mpodSov AvEnon TwMoswyv
Tpekipartog mov Tuvaywviopog Kot cUYKpLom
EKTEAOVV UE AAAOUG
KowoToinon

QTIOTEAECUATWVY Kol
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mpoomadelwv oto Facebook

Teleflora Avtapon ue Anpovpyia teplexopuévou AvEnom oty kivnon tov
TOVTOUG Y [TovtoL LloToTOTOV Kat brand
EVEPYELEG OTIWG Mapdaonua awareness Kol engagement.
TpoodKn kpLTtikwy, | Emimeda Emmpdobeta, péow g
oxoAlaopo, [ivakes BaBpoloywv €EATMAWONG OTA KOWVWVIKA
am&vinon og Kowwvikég péoa - virality - eixe a’i¥non
EPWTNOELS AAAWV aAAnAemSpaoeLg katd 105% tov aplbpud twv
TEAATWV KoL VEWV ETILOKETITWY GTOV
KolwoToinom oto LoTATOTO
Facebook
Campusfood IotooeAiSa online Anpovpyia teplexopévou AvEnon twv
TAPAYYEALDV [T6vtol emavoAapfavopevwy
@aynTov yla [Mapdaonpa ETILOKETTWV OTOV LOTOTOTIO
(POLTNTEG [ivakeg BabBporoywv kata 15-20%
Kowwvikég
aAAnAemiSpaoelg
Pepsi [Mat@oppa Tov [Mapdaonpa pe tn pop@n Agpoociwon Twv Beatwv yla To

ETILTPETIEL GTOUG
Beatég tou “The X-
Factor” va
aAAnAemiSpovy, va
ouvaywvifovtat Kot

va potpadovrtat pe

KOTIAKLWV UTIOVKOALWDV
(caps)

Emimeda xpnotwv (my
“Pledge”, “Curator”,
“Veteran”)

[ivakeg BaBporoylwv

“The X-Factor”

Evioyvon tou brand tng Pepsi

TOUG Pi{Aoug TOUGT) Bpafeia

TOUG GANOLG BeaTég
Speed Camera Ot toAiteg Tov Avtapoin Meiwon ™¢ tayvtntag os 25
Lottery Tpovoav To dplo Avtaywviopdg km/w (22%)

ToyvTNTAS,
ouppeTeiyav o€ pua
KApwon pe Bpapeio
£€va T0600TO aTd TA

TPOOTILA TWV

46




TAPABATOV TWV

oplwv TaxvTag.

GetGlue Check-in oe Mapdaonua (stickers ) Avvatdg Seopog pe Toug
Suapopa Bépata, Emnimeda ypnotwv ETIOKETITEG KAL T
TOLVIES, OELPEC, [Mivakes BaBpoloywv TapakoAoVONoN TWV
BiBAla KTA. KowoToinon o€ kowwvika Bepdtwy amokTd
[Ipoowmkég Aloteg | SikTva TEPLOOATEPO SLACKESATTLK
LE ayamnuéva Avtaywviopog Siaotaon.
Ynpopopieg Bpapeia [IpowBnom g vmnpeciag
Agociwon oto GetGlue aAr&
Kal oTo ouvepyalopeva
brands
Foursquare Check-in o¢ [T6vtoL Eyyeypappévolr Xprioteg:
tomoBeoieg/payalia | Mapdonua [Mavw amo6 40 ekatoppvpla
Avtapolfry twv o | Emineda ypnotwv Mavw amo 4.5
OUXVWOV XPTOTWV Avtaywviopog Siogkatoppvpla check-ins
Avtapolfin OUVOALKK

Mivakag 3.1: ZOyKpLom TEPUTTOOEWY
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Ke@aiaro 4
Me0080A0YIKOC XxeSLONOC

4.1 Elocaywyn

Imv mapovoa petartuylakt] Statpif3n xpnowomomOnke n Medem Iepumtwoewv (Case Research)
oav Kupla gpeuvnTikn pebBodog. H Medem Iepurtwoswv opiletat wg pia og dbog e&epevivnon vmod
TIOAAATIAEG OTTTIKEG, TNG TIOAUTIAOKOTITOG KOt TNG HOVASIKOTNTOAG EVOG CUYKEKPULEVOU (PALVOUEVOU,
TIPOYPAUUATOG, TIOALTIKNG 1] CUCTIUATOG O€ GUVONKES TIpaypaTKoU KOoUov[65]. Etval éva idog
EPEVLVITIKNG HEBOSOL VOAUTIKTG SLEPELVIONG EVOG (PAVOLEVOL GTO (PUGLKO TIEPLBAAAOV OTIOU UTO
EUPAVIETAL, KATA TN SIAPKEIX EVOG EKTETAPEVOV XPOVIKOU SLICTUATOS HE GTOXO TNV €Eaywyn
OUUTIEPAOUATWV CYETIKA UE TIS AITIEG KL TIS ap)EG Tov To SiEmouv. ‘Epgaocn Sivetat eplocotepo

oV SlepeElivnon KAl KATAVON 0T TOU (PALVOUEVOL QO TIOAAEG TIAEVUPESG TIAPA OTNV EEOYWYT) EVOG
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YEVIKOU GUUTIEPAOUATOG 1) GTNV KATAOKELT oG Bewpiag. ‘ETol 0 peuvnmg amoktd pua eveAi§ia
IOV TOU ETUTPETIEL VAL AVAKOAUPEL KL VAL XTIAVTNOEL SLAQOPA EPWTNUATA YUPW ATIO TO UTIO HEAETT
@awopevo. Tpoopépel ) SuvatdmTa avaKGALYMG SLPOPWY KOWWVIKWV Kol TIOAITIOTIKWY
TIPOYOVTWV OL OTI0(0L ETMMPEALOVV TO LTIO SLEPEVVIOT (PAVOUEVO OAAG SEV 1TV EK TWV TIPOTEPWV
YVWOTOL 6TOV EPELYNTI EVW EEAYEL TTAOUOLX KAL AETITOUEPT] CUUTIEPAOUATA BACEL TOU EKACTOTE
TEPIBAANOVTOG PEAETNG. Z€ O)EOM UE GAAEG EPEVLVNTIKEG LEBOSOUG, TIPOCPEPEL TO TIAEOVEKTIUA LG
OAOKANPWUEVNG KOL TIEPLIOOOTEPO QVOAUTIKIG KATAVONOTG TOU (PALVOUEVOU TIOU HEAETA YTl
TIPOOPEPEL TN SUVATOTNTA GLUAAOYNG Kot Slepeliviong TANBwPaS SeSoUEVWY IOV AYOPOVV TO

TAQ{O10 EUPAVIONS U TOV.

XpnowoTtolel Siaopeg peBOSoOUG OUAAOYNG SEBOUEVWY  OTIWG OUVEVTEVEELS, TIPOCWTIIKEG
TIPATNPOELS, EPWTNUATOAGYLD, £YYPOAQA TIOU TEPIEXOUV OXETIKEG TIANPOPOPIEG O0AAG Ko

SeutepeVlovoeg TNYEG SESOUEVWV OTIWG LETPNOELS KAL OTATIOTIKA ATOTEAECUATA.

H pébodog MeAéng Iepmtwoewv elval TEPIOGOTEPO KATAAANAT Yot SIEPEVVNTIKEG EPEVVEG TIOU
avadnToUV TIG TTIOAUTIAOKEG SlEPYQOIEG OL OTIO(EG EMMNPEA(OVV TO (PAWVOUEVO UTIO HEAETN) Kol TIG
TUOAVEG CUOYETIOELG HETAED TWV CUUTIEPACUATWY ouTwv. ETtiong, elvat katdAAnAn yix peA£teg Tov
TEPLAUBAVOUV HEYOAO OPOIO CUUUETEXOVTWY Kl SPAOTNPLOTHTWY OTIOU €lval  QmapaitnTy 1M

KOTOYPOPT] TWV EUTIELPLWV KL TWV EVEPYELWV TOUG.[63]

4.2 Me0odoAoyla

AgSopévou TOU XOPOKTIPA KOl TWV OTOXWV TG TIAPOVoAS EPEVVAS, GUUTIEPAIVOUME OTL 1)
epeuvnTikny pEBodog MeAémg Ilepumtwoewv eivat 1 kat €oxnv KatoAAnAdtepn emroyn. To
avOpEeVo Tov Ba peAetioovpe elvon va cVuotpa Gamification kot 1 oyedioon kaw e@appoyn tov
oe wa vmmpeoia B2C (e-shop). To Gamification evowpatwvel TMOAAOUG KOWWVIKOUG Kol
TIOALTIOTIKOUG TIAPAYOVTEG OO0V 0POPA TNV VAOTIOMGOT] TOU G [ UTINPES AL XPTOULOTIOLEL TEXVIKES
KOAALEPYELXG CUVALTONUATWY GTO XP1)OTH KAL Yl VX TIETUXEL AUTO TO OKOTIO XPELAETOL VO UTTAPYEL
TIANPO@POPIA CXETIKA LLE TO KOWVWVIKO UTIOBaBPO aruTv KBS KL TNV OLKOVOLLKT) TOUG KATAGTAOT),

OLKOYEVELOKI] KATAGTAOT), TO EKTIAUSOEVTIKO TOUG UTIORaBPo 0AAG KoL TNV EUTIELPIAl TOUG HE TIAPOUOLES
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TEYVIKEG. ETmpOoOeta, XprOYOTIOlEl TEXVIKEG KOWWVIKIG QVATHONG HECW TNG €VIOCXLONG TOU
QVTAYWVLIOHOV KAl TNG SnUoctag TipooAnG Twv EMITEVYHATWY Tov Xproth). TéAog, 1) a&loAdynomn tou
OUCTNUATOG AUTOV, PACIIETAL 0TV HEAETN TWV CUUTIEPLPOPWY KXl AMOPEWVY TWV XPNOTWV Kal
avadnTnon GAAWVY TAPAYOVTWY TIOU UTIOPEL VX £XOUV ETMPEAcEL TV kpilon toug. H Siepevvnom
Gamification Baciletal ot peAétn Sla@opwv YuxoAoyIKmV SIaSIKacwy OTiwG elvat Tal Kivitpa Kol
TO CUVNIOONUATA TWV CULUPETEXOVTWV. H owot) oxediaon kat €@oapuoyn Tou SIEMETAL aTO
Sapopes apxég kol Slepyaoies TI§ omoleg kaAeital va avaAvoel oe BaBog 1 Tapovoa Epeuva.
Amauteitan AETTTOPEPTIS VAAVOT) TWV SLPOPWV AELTOVPY LWV TG VTN PESLHG OTIoL Ba eykataoTtabel
KOG KAl ovOALOT) Kal KOTIYOpLOTIOon Twv XpNnoTwy Tov Ba TN xpnowomomoovy kat Oa
QTOTEAEGOLV TIYT] AVATPOPOSOTNONG TWV ATOTEAEOUATWY. ETiong amaiteitar oxeSlaopos twv
TEYVIKWV TIOL Bt LAOTIOMBOUV KAl TwV OTOXWV KAOE piag amd auTég 0AAA Kol 6wo T ETAOYT TWV
emPBpafedoewv Tov Ba Sivovtal GTOVG XP1OTEG WOTE VA SITNPELTALT) LGOPPOTIOL LETAED EVEPYELXG

Ko eMPBPABEVomnG woTe va unVv HEWVETaLT adia Twv Bpafeiwy.

Kat autdv tov Tpomo TO €peLVTIKO TPOPRANUA TNG TaPoVoAS €PEUVAG Elval 1) MEAETN TOL
Gamification o€ [0t UTNPESTIX KATW OTTO TIPAYUATIKEG GUVONKES LE HEYAAO OPLOIO CUUUETEXOVTWV
XPNOTWV. OTIWG EISAUE KAL OTO ELGOYWYIKO KEPAANLO, £XOVV KATAYPAPEL TA EPEVVITIKA EPWTIHATA
Ko €YeL OAOKANpwOEel 1 emokdTmom ™G PiAoypagiag. Oa oxediaotel éva cvommua Gamification
Baoel twv mpodlaypa@wv Tov Ba pokurouv amod T peAET ™S PAoypagiag. To choTHa auTo
Do evowpatwOel o€ emAeypéves paypatikég e@apuoyég B2C (e-shops) ou €xouv 1161 éva aptBpo
EVEPYWV XPNOTWV KAL LETA ATIO €V OPLOPEVO XPOVIKO Slaotnua Ba peAetnBovv Ta amoTeAéopata

oG NG TpomoToinong (MeAsm [epimtwong).

Ta Sedopeva ov Ba xpnoyomomBovv TV LEAETT TIPOEPXOVTOL ATIO TIG TIAPAKATW TINYES:

o [looOTIKEG PETPTOELS TIAVW OE SLAPOPES AELTOVPYIES TNG LTI PETTAG

O ZUUUETOXN XPNOTWV OTO VEO CUOTNUO

o Av&nom véwv xpnotwv
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o Av&nom mwAnocswv
o Av&nom ot evépyeleg TTov emPBPaEVOUV TOUG XPT)OTES

e Epwmuatoddyla Siepeivnong Twv EMMTWOEWY 0TA CUVNIGHTUATA TWV CUUUETEXOVTWV

KoL Tov Babpov SEouevong pe TV vTmpeioL.

H peAém twv mapamavew SeSopévwy Kot 1 avaAuoT) Twv SIEPYACLWYV TIOV XPNOLULOTIOmOnKav oo To
ovomua Ba 08NYNOEL TOV EPELVITN OTNV KATAVON o1 TOL avopévou Gamification. Emiong 6a tov
Bondnoel va emenynoel ta amoteAéopata mov Ba e€oyBolv KAl va AUTIOAOYNOEL TIOAVES

QUTOTUXTMEVES TIPUKTIKEG TIPOTEVOVTOG EVOAAAKTIKES EQPAPUOYES YL LEAAOVTIKOUG EPEVVITES.

4.3 MeAém Mepintwong CosmosSport
Website: http://www.cosmossport.gr

H mepimtwon aut) Xpnoomolel Eva NAEKTPOVIKO KATACTNUX ABANTIKWY E18WV 00V AVTIKELEVO
ueAémg. H emyelpnomn Aertovpyet 1000 pe Tapadootakd TPOTIO EXOVTAG KATACTUATX OE APKETES
Teploxég MG EAAASAG, 000 KAl NAEKTPOVIKA STnpovTag &va amd To PEYOAUTEPA NAEKTPOVIKA
kataotpata. Epmopedetat abAntikd 116n yia 0Aeg Tig NAKIES Kat i OA Tar aBANUATA, aKOP KA

T TTLO EEEISIKEVPEVQL

Y10 NAEKTPOVIKO KATAo T, VT P)XE 10N Evepyo éva ovotnua loyalty 6mou ol teAdteg cuveAdeyav
TIOVTOUG UE KAOE ayopd, TOUG OTIOIOUG HTTOPOVCAV VA XPNOLOTIONGOLV VLA VA KEPSIGOLV EKTITWON
oe emlueveg ayopés. EmAéyOnke va vAomomBel éva cvomua Gamification oe ocuvSuvaopd e To
vmapyov loyalty mpoypappo. To véo cvotua xpnowomotel Badges kot IMivaka Katataéng otov
0TIol0 Ol TIAUKTEG Katatdooovtal BAcel Tou cLVOAKOL aplBpol kepSiopevwy Badges. O evépyeleg

XpMo Kot ta avadoya badges Tov amovepovtal, eRPaviiovTal 6TOV TIOPAKATW THVOKA:
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Evépysx Badge
Eyypapn Go Starter
1n Ayopa Go Athlete
3 Ayopég Go Champ
3+ Ayopég Go Champ+
1n A&loAdynon Go Reviewer
3 AfoAoynoelg Go Top Reviewer
3+ Aflodoynoelg Go Top Reviewer+

4.4 Epmepia Xprjot

H mapovoa épeuva xpnowoTolel emiong mv uebodoroyia oxediaopot g Epmepiag Xprjom). O
oxedaopog Eumelpiog Xprjom opiletarl wg n Snuovpyia kat kaBodiynon 0Awv Twv GTOEWY IOV
ETNPEA(OVV TNV CAANAETISPLOT) EVOG XPNO TN LE KATIOLX CUYKEKPLUEVT) UTINPECIX, LLE ATIWTEPO OKOTIO
™V MSPAOT) 0TI CUUTIEPLPOPE KAl OTLS avTIAPELS TOUG. TETola oTolElx ptopel va artoteAovvTal
amd oTmMTA AVTIKEPHEVA (KoL OUOKEVAOIES), o 1Y0UG, OoKOUX Kal amd pupwdiés. Emiong
Tepapavovtal ot péBodol e TI§ OTolES 0 XPNOoTNG CAANAETIOPA e TNV LTMPESia o€ Ym@Lokd
TepBAALOVTQ, OTIWG OL LIOTOTOTIOL KAL Ol EPAPHUOYES KIVITWV TNAEQPWVWY 0AAX Kol oL SLAQOPES
KOWWVIKES ETIPPOES, OTIWG 1) HEB0S0G EMIBSPACTG 0NV ATIOPACT] TOL XPNOTI YA VA TIPOIOV LE T

XPN 0T 0ELOAOYNOEWV Kall BETIKWY GYOAIWV.

0 emruynuévog oxedaopog Epmepiag Xpnotm Baoiletar oty avdAuon Twv ETXEPTUATIKWY

OTOXWV TG UTINPESIAG, TWV OVOYK®WV TWV XPNOTWV KAl ETONG TWV TEPLOPLOUWY TIOV TBVOV Bar
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ETMNPEACOLY TNV AVATITUEN TWV AELTOVPYLWV TNG UTINPESLAG (Tt XPOVIKOL 1] TeXViKol Tteplopiopol). H
TPOVoA EPELVA APOPA LA EQAPUOYT] TIOU EXEL OKOTIO VO KOAALEPYT)OEL ML CUYKEKPLUEVT] KOl
HETPNOUN avTIBpaoN O Vo OTOXEVOUEVO KOO XPNOLOTIOWVTAS Eval KXBOPLoPEVO GUVOAO
epyadelwv (texvikég Gamification). H Eumepia Xprjotn mov o oxediaotg Ba kataokevdoel Oo

oVUPBAAEL 0NV ETIITELEN TWV TIAPAKATW CTOYXWV:

o  KoAAépyela evBLopEpovTog, cuVALEBNUATIKIG SLEYEPOTG KL KV TPWV

e Evioyvon tou conversion, SnAadn g emtuynuévns kaBodnynong Twv XpnoTtwy Tpog v

EKTEAEOM EMOLUNTWV EVEPYELWV

e Emitevdn otoyxwv g etaupiag ov kabopilovial amd OTATIOTIKEG PETPIKES, OTIWG VAL 1)

a’&N oM TWV LOVASIKWY ETILOKETTWYV OE EVAV LOTOTOTIO.

[TpwTapykng onuaciog otoleio Tov oxediaopov Epmelpiag Xpriom eival 1) Katavonor Tou (6lov
TOV XP1OTH), TWV AVAYKWV TOU Kot TwV MOL LWV Tov. ot cuTd T oKoTio Ypnopomolovvtal ta User
Personas. Ta Personas pmopoiv va Sondnoouv to oxedlaotn va SeL TV LTMPEGIA ATTO TNV OTITIKY
TOL XPNoTn Kot va ePBabOVEL O PEYAAN AETTTOUEPELX OE TIOAAEG AELTOVPYIEG TNG, TIPOGPEPOVTAS TOU
KOTQVONon TAvw OTOV XAPaKTHPA TwV XPNOTWYV, OAAQ KAl TIAVW OTIS TIPOCOOKIEG Kol
ovumepupopég toug. Ta User Personas elval TEPLypa@EG TwV TUTIKWY KATIYOPLWDV XPNOTI TIOU
UTTOPOVV VX KATAOKEVACOUV HLX EEKADPT) ELKOVO TOU TIOLOG XPTCULOTIOLEL TNV EQAPUOYT] Kol KAT
EMEKTAOT] TOV TIWG TNV XPNOWOTOLEL ‘Otav TpokUPEL KATIOW0 TPOBANMA 1] amopial GYETIKA HE TO
OXESOUO KATIOLXG AELTOLPYIOG NG €APUOYNG, Ta Personas xpnoylomolovvtal cav gyxepiolo
xp1one. Avadoya to kaBe poAnua ov TpokUTTEL O oxedloT¢ Katawevyel ota Personas ko

EMAVEL TOAVA GEVAPLA OTIWG:

e Memolov TpoTo Bt eKTEAOVOE QUTH) T <SlEPYATia> UTAG 0 <CUYKEKPLUEVOG XP1ioTNG>?

e TiBa apaTnPoEL AUTOG 0 <YPNOTNG> OE AUTIV TNV <TEPITTTWON>?
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H xataypagr) twv Personas Eekiva pe v avaryvwplor) Twv TUTIwV XP1oTWVY TIov B amtoTeAEoouY
TO KOWO TNG EQAPHUOYNG KOl GTN GUVEXELX ETIETAL 1] GLAAOYN SeS0UEVWV OXETIKA pE auToug Ot
TIANPO@OPIEG TIOL B KaTaypa@oUv eivat otnv SiKaodosiat Tou oxedloT| avaAoya HE TIS
QUTOULTIOELS TIG EQAPHOYNG, CAAX UTIAPXOUV KATIOLEG YEVIKES TIANPOPOPIES TIOV TIPETIEL VX UTIAPXOUV

o€ kaBe Persona. Zmv mapoLoq, £XOVIE ETALEEL VA KATAYPAOULE TIG TIHPUKATW TIATPOPOPIES YIal

to User Personas:
e 'Ovopa
e HAwia

e Tomog Siapovnig

e Emayyelua

e XUvtoun Boypapia

e Eminedo ekmaibevong

e  MioBoAoyIKT) KAlpaKA

e Emimedo texvikwv yvwoewv (VTTOAOYIOTES, KV TA TNAEPWVQ)

e Emimedo xprong kowvwvikwy SIKtdwv

e Kivntpaywaxpion mg epappoyns

e XTOYOL

H Swdkacia oxediaopov g Eumelpiog Xpriom 0AOKANPp@VETAL UE TNV KATACKEUT] TWV CEVAPIWV

xpnons (User scenarios) ta omoia Ba 86wooUV OTO OXESIAOTH LI YEVIKY) QTEKOVION TWV
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AELTOVPYIWV TNG EPAPUOYTG TIPLV EPPaBUVEL O oXeSIAOTIKEG AeTtTOpEPELES. To KABE oeVApLO Xpriong

B TTPETEL VAL SIVEL ATIAVTNOT OTA TIPAKATW EPWTIUATOL

e [lowog glvat 0 KEVTPIKOG XP1OTNG OE UTO TO GEVAPLO KoL TL pOAO €xel o Spaoctnplotra?

Edw xpnowomoloUvtou ta User Personas mou poava@épayie.

e Elvaw véog xypiomg ™G e@apuoyns? Av O0x, TOTE HE TL GUXVOTNTA XPNOLWOTIOEL TNV
epappoyn?

o TMwgéptaoce o xpnomg otov lototomo? [Ty mopel va xproyoTIomoe KATIoL Unyavi

avadITNoNG, KATIOoLo SLoupn o tikd banner 1} @Ak eloynom.

e [loleg elvar oL APESES AVAYKES TOU XPTOTH 0UTOV TIOU KOAEITAL VAl ETTAVOEL 1) EQAPUOYN?

[Tolog eivat 0 6KOTIOG TOL Ko Yloti?

o  OumAnpo@opleg IOV TPOVCLATOVTAL, EVAL CYETIKES LLE TNV 0VATYKT] TOL Xprioth?

o Tlow eivar 1 Sadpopn} oL B akOAOLONOEL O XP1IOTNG YIX VX OAOKANPWOEL TN

Aertovpyia?

o H Asrovpyla ovt) epmAékel kot GAAoUG XpNoTeS (TrX TMAEQPWVIKT/MAEKTPOVIKT)

vmoopLEn)? Av vay, TtwG UTToPovv aUTOL VoL ETNPEAGOLV TIS ATIOQATELS TOL XpNioT?

o YTapyel koo AEIToUpYIQ YLt TO XP1|OT AUECWS UETA TO TIEPNS TG SPACTNPLOTNTAS

Tov?
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Ke@aiawo 5

Octalysis: Complete Gamification
Framework

5.1 Baowkég Apxeg Octalysis

To Octalysis eivat éva epyodeio a&loAdynong mg amodoong Twv epyadeiwv Gamification ov €xouv
EQPUPHOOTEL OE X TIAATPOP AL ANAQST) HEGW CUYKEKPULEVWV LETPLIKWV, UTTOPEL VO UTIOAOYIOEL Eval

TEAIKO OKOP EVOEIKTIKO NG EMIBpaom§ Twv TeXVikwv Gamification oTov TeEAKO xpriom).
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~-Narrative -Beginners Luck

-Points
2 -Elitsm -Free Lunch
-Badges (Achievement Symbols) -Humanity Hero -Destiny Child g::;: :ne'coh‘::mcs
imd Action Rewards -Higher Meaning :CoCraator B usyesg Sz
-Peammss Bar -Real-Time Control
-Quest Lists -Chain Combos
-Win Prize -Instant feedback
-High-Fi -Boosters
~C::7wn'|‘:g -Blank Fills
-LevelUp Symph -Voluntary Autonomy
-Aura E:m - ~Choice Perception
“Seap-by-Scap Timortel Accomplishment  Empowerment
-Boss Fights PO
-Social Treasure/Gifting
-Virtual Goods -SeeSaw Bump
-Build from Scratch -Group Quest
-Collection Set Social -Touting
-Avatar
-Earned Lunch Influence -Bragginéoo‘
-Learning Curve -Water er
-Protection ~Thank-You Economy
-Recruitment -Mcf'\!.orship
S i Unpredictability Sacki Prod
A -Glowing Choice
Fixed ::::::Py R Avoidance -MiniQuests
: -Visual Storytelling
“Denga -Easter Eggs
“Fxiss Phceg -Random Rewards
-gwons&Pacm i -Obvious Wonder
-Patient Feedbac
-Count Down -Sunk-Cost Tragedy = Status Quo Sloth . ::du:afjm"d’
-Throtdes -Progress Loss -Scarlet Letter é -Sudden R i
-Moats -FOMO -Visual Grave eward

-Evanescence Opportunity “Weep Tune (UKACHOU  -Oracle Effect

Ewova 5.1: Octalysis Core Drives [rmyn: http://www.yukaichou.com/gamification-examples/octalysis-
complete-gamification-framework/]

EmmnpooBeta, opidovtoag Tig oktw (8) kupies apyég (Core Drives) mavw oTig omoleg faotletonn
emidpaom Tov Gamification kataokevdlel Eva 8-ywvo To 0TI0L0 AVTIOTOLXEL KABE apx1| O€ L Ywvict.
Mia cwot vAoToinomn Gamification Ba pémel va eappolel kan TiG 8 KOPLEG ApXES OTIG

SpaOTNPLOTNTES IOV KATAOKEVALEL YL VO KOAALEPYEL OTO XP1|OTT BETIKA KL TIPOry WY IKA

ouvaotnuato.

OLapy£g auTeg etva:

5.1.1 BaBitepo vonua & Kabrjkov (Meaning)
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H apxn ovt) wBel Tov xpriot va ToTevEL OTL 0L EVEPYELEG TOU £xouv éva BaBUTEPO VONUK, TIOAV
ONUOVTIKO Kol OTL €yel emdeyel el8Ikd Yl UTO TO OKOTIO HE QTOTEAECUA VO QUPLEPWVETOL

OAOKAN PWTIKA YL VAL (PEPEL EIG TIEPAG KATIOLX ATTOOTOA.

Teyvucég ov epapfdvet

e Egotopnon

e AloOnuanpwiopov

e Tuym tov Ipwtdpn (oL xproteg Bewpovv ATL eivar TuxEPOL Kat KEPSLGAV KATL TIOL 0L GAAOL

XPNOTES Sev €xouv)

o Awpedvyedua

e 'Evvola mempwpévou

5.1.2 Avantuén & Emtuyia (Accomplishment)

H apyq avt Baoiletar oy eowtepikny TGO Twv avOp®OTWVY Yo TPOodo, avaTTuEn VEwV

(KOVOTI TV KL UTIEPTENOT) EUTIOSIWV KoL TIPOKAT|CEWV.

Teyvucég o ephapPavet

e [l6vtoug

o Toapdonua (Zoppora emBpdBevorng)

e [livakes Katataing
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e Mmdpeg mpooddov

e Ekotparteieg

5.1.3 Evioxvomn ¢ Anpuovpyikdtntag & Avatpo@odadtnong (Creativity & Feedback)

Baoiletal otV avdaykrn Tou XproT YA CUTOEKPPOOT HECW SNULOVPYIKWV SpaoTNPLOTTWY Kol

TIPOLANUATWV LLE OPATA ATIOTEAEGUATA KAL VA TPOPOSOTNOM).
Teyvikég o ephapBavet

e Emruyia opdonpov

e Apeomn Avatpo@odotnon

e  WeuSaioOnon emAoyns

5.1.4 I8lokmoia & Katoyr) (Ownership & Possession)

H apxr aut) odnyeitatr amd v TAon Tou Xprio va ISIOTIOLETAL TIPAYUATA Kol Voo aleBAveTo
VTIELBLVOG YLt AUTA, TIPOOTIABWVTAG CUVEXWG OXL LOVO va T Slatnpel Sikd Tov cAAQ Kal va Ta

BeAtuwvel
Teyvucég o epapPavet
o Ewovika ayabd
e Kataokeur avTikelpéEvwy

e Anuovpyia XuAAoywv
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e AvumpoowmeuTikog online yapaxtpag (Avatar)

5.1.5 Kowwvikn Emppon & AAAnAentiSpaon(Social Influence)

ZuUTIEPAAUPBAVEL OAES TIG KOWVWVIKEG AVATACELS TIOU ETILOVHEL 0 Xp1IOTTNG OTIWGS CUVTPOPLA, ATIOS0)XT,

KaBoSN YN o™ 0AAG KA oV TAy VIO O Kat (AL,
Teyvikég o ephapPavet

e [IpocOnkn Awv

e AvtaAhayn Swpwv

¢  OHXSIKEG ATTOCTOAEG

e Avadeldn nystwv

5.1.6 Ztaviotnta & Avutopovnoia (Scarcity & Impatience)

H apym aut) éxel ) Bdiom g 0T0 YeEYovog OTL o KABE Xp1otng «BEAEL U TO TIoU SeV UTIOPEL VO EXEW.
"ETOL € TEXVIKEG XPOVIKIG KABUGTEPNONG OTNV AMOKTNON VTIKEWEVWY 1] Bpafeiwv, ausdveton 1
T(POGUOVN Ko 1 emBupio.

Teyvucég ov epap fdvet

e KaBopiopévn xpovikn oty amovopr] Bpafeiov

e Avtiotpogn pétpnon
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e [leploplopdg xpovou PHETAEL ETTAVOAXUBAVOLEVWY SPaCTNPLOTITWV

5.1.7 llepiépyela & 'ExiAnén (Curiosity & Unpredictability)

BaotleTau 0TV E0WTEPLKT) TAON TOL XP1OTH YA AVAKAAUYT] TOU TL KPUPBETAL 1) TOV TL TIPOKELTAL VX
eMEABeL (OTMwG T oOTov T(OYO) aKOMO KoL v UTAPXEL ouEnuévn mlavotTa opviTIKOU

QMOTEAEGUATOG,

Teyvikég o epapBavet

e Eastereggs - Kpuppéva Swpa

e Tuyaia/Mn avauevopeva Bpafeia

¢ Epgatikog oxedlaopog Kouputiwv/cuvSEoHwY (HE PAVTOXTEPA XPWUATA)

5.1.8 AnwAzwx (Loss & Avoidance)

0 xpMomG BEAEL TIAVTA VO ATIOPEVYEL KATL ApVNTIKO 1) VA TO AOTPETEL amto To va oupfaivel ‘Etol
yx Tapadetypo 0 xpriotg Sev BEAEL vl XAOEL LA TIPOGQOPA TIOU ANJYEL GE OPLGUEVO XPOVIKO
Sidotnpa yoti cnoBdvetal ot av Sev evepynoel Ba xdoel k&t ov Ba pmopovoe va eiye kepdioeL
Teyvucég ov epap fdvet

e AnwAsx TpodSov

e Kobotog e€0dov

e  Koaxn Babuoroyia
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e Evom

5.2 BaBuoAoyia Octalysis

H tedwn Babuoloyia agloddynomg evog oevapiov xpriong Gamification vmoAoyiletan amd Tto
adpolopa Twv eMPEPOUS BaBUOAOYIWY TIOU €YOUV UTIOAOYIOTEL Yiot KAOE ol amd TIG OKTwW KUPLES
apx€G Tov TpoavaépBnkav. I'a kKABe pa amd aUTES, KATaypAPOoVTAL OL LNYAVIGHOL TTaVISLOU TIoV
gxouv ypnowomomBel kot aflodoyovvtal AaufBdvovtag vmoym Kataysypaupéva  dedopéva,
EUTIEPIEG XPNOTWV Kol TIPOOWTIKT &mom). Baoel autwv, Sivetat évag Babuog amd to 1 €éwg to 10
KOL TO TETPAYWVO TOU amoTeAel v BabpoAdynon g ekaotote KUpLag apxns. To cvodo autwv

TWV TETPAYDVWV ATIOTEAEL TO CUVOALKO GKOP TOU GEVAPIOU.

AapBavovtag voym T emuépouvs Pabuoioyieg Twv Kupiwv apyxwv oe oxéomn pHE TO 8-ywvo,
UTTOPOUHE VX KATAOKEVAGOUNE LI OTITIKY) OITEIKOVIOT TG KATeLOUVOTG TOU oevapiov Xpriong
Gamification. ‘Etol, emotpégovtag oto oyxnua, Baoel g Pabuoioyiag mov £xel SoBel o kdBe pior

KOPLAL op)M], ETEKTEIVOULE TNV UTTAE TIEPLOXT] TIOV AVTIOTOLYEL GTIV QPXT) VT,

5.3 Hapadetypata xpnong

AxoAovBolv pepikd mapadelypoata  e@appoyns G @oppovAag Octalysis oe  TIporyATIKES
EQPAPLOYES. OL PETPIKES IOV LTIOAOYI{OVTL TIKPOVGIAOVTAL TIAVGW OTO OYNUAX HE UETATOTILOT TOU

UTTAE XPWHOTOG T(POG TNV TEEPLOXT HE TNV UEYOAUTEPT BapUTn T
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-Farm gecting Bigger & Better
-Difficult badges for sorts of crops
-Reward Loops

-No higher meaning besides being a farmer

-Allows the ability to “paint™ with
your farm

Meaning

-Leaderboard
-Group Farming
-Free Social Gifts
-Neighbors

Accomplishment  Empowerment

-Ownership of Farm
Virtwal Goods

Social
Pressure

Ownership |

Ocralysis Score: 414

Scarcity Unpredictability

Avoidance

“Waiting for what's next in the game

-Appointment Dynamics
-Milestone Unlock
-Real-money Only Crops
-Free Social Gifts
-Season-based Gifts

-Avoid plants withering
-Avoid losing opportunities
-Avoid Sunk-Cost Tragedy

Ewova 5.2: BaBuoAdynon FarmVille Baoer Octalysis [mmyr): http://www.yukaichou.com/gamification-
examples/octalysis-complete-gamification-framework/]

63



-Elitism
-Staying In touch with friends
-Stalking

-Sharing whatever you want
-TONS of Facebook games
-Instant feedback of friends “liking"

-Completed Profile
-More friends
-Increased likes and comments
-Aura Effect

Meaning

Accomplishment  Empowerment

Social
Pressure

facebook

Ownership

GScore; 448 -Friend Invites

-Conform
-Build from Scratch -Social ;’rclg
-Photos/Profiles
S : T . I Ti

Friends Scarcity Unpredictability ng?p é:a:;;c
-Memories -Touting
-Protection Envy
-Recruitment
-Earned lunch Avo.dance
-Monitoring

-Inner Circles

Note: (Early -Glowing Choice

Facebook has MiniQuests

HIGH scarcity -Refreshing Content

score with -Suspense

certain

universities

only) -Scarfet Letter

-Sunk Cost Tragedy

Ewova 5.3: BaBuoAdynon Facebook Bdoet Octalysis [myyn: http://www.yukaichou.com/gamification-
examples/octalysis-complete-gamification-framework/]
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-Follower Gain
-Retweets
-Responses
-Unique Information

-Character Limit
-Witty/valuable content

-Microblogging Wave

Meaning

-Friends on Twitter
-Followers
-Responses
-Companionship
-Thank You Economy

Accomplishment  Empowerment

Social

-Followers
Pressure

-Information

Ownership

Octalysis Score: 267

Scarcity Unpredictability

Avoidance

-Interesting Tweets
-Surprising content

-Will someone respond?
Quick news

-Fail Whale
-Character Limit

-Follower Count
b -Friend Loss

Ewova 5.4: BaBuoldynom Twitter Bdoet Octalysis [myn: http://www.yukaichou.com/gamification-
examples/octalysis-complete-gamification-framework/]

5.4 2° Eminedo Xpnong

Autd ntav pévo to 1o emimedo afloAdynong Pdoet Octalysis. Xto emopevo emimedo

ovumepapfavetar n évwolx Twv 4 otadiwv eumelplag TaVISIoL xprnotn Koabwg Kat 1

Katnyoplotoinon maktwv Bdoet Bartle[72].

5.4.1 Ztadwa epmelpiag oy visiov

1. Avaxdiuvym (Discovery)
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2. EmiBaon-Evapén (Onboarding)

3. EvaoyoAnom (Scaffolding)

4. OloxAnpwon (Endgame)

Discovery Onboarding Scaffolding

Ewova 5.4: 'EAeyyog Baotkmv apxmv KXTd TV Topeia Tou xprio

Socializers

Achievers

Ewova 5.5: 'EAeyyog Baotkmv apxmv ava kanyopia aikm kotd Bartle [72]
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5.5 E@appoyi) 6g B2C cvotuata (e-shop)

Txedialovtag eva oevaplo xprons Gamification yux epappoyn o€ éva eshop, to Octalysis pmopel va
XpnowotomOel yia va a&loAOYI|COVLE TIG TEXVIKEG KA TOUG UNXOVIGUOUG TIOU XPT|OLUOTIOLOUVTOL
"EToL avoAVoupe KAOE VEO PUNYaVIoHO TIOU CKOTIEVOULLE VA XPT|CLOTION|COVLE, KATIYOPLOTIOLWVTAS
TOV O¢ Uix oTo TI§ 8 KUPLEG aPXES Kol LTIOAOYI{OVTAG EUTIEIPIKA TO OKOP TIOU TIETUXXIVEL OTNV
KAlpoko Tov Octalysis. ‘Emeita ekteAoUpe TOV 0AYOPLOUO LETAKIVIONG TWV AKUWY TIOL AVTIOTOL(OVV
OTOV UNYOVIOHO UTOV KO TIAPATIPOVLE TO ATTOTEAEGUA. AV SOULE OTLTO 8ywVO YWAQLVEL OE KATIOLX
amo TIG TAEUPES TOV, TOTE SIEPEVVOULE VEOUG UNXOVIOHOUS TIoL Ba TipooBécouv UETaKivon o€
QUTIV TNV TIAEUPA WOTE VA EMEABEL LOOPPOTIX OTO OYNUX APA KAL OTO GEVAPLO EQPAPUOYNG

Gamification.
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Ke@aiawo 6
Yevapula Xpnonc Gamification

AapBdavovtag vTtoYm Toug GTOXOUG TOU UTIO OXESIAGT) CUGTIUATOS KAl T SUOYPAPIKA OTOLYEIX
TWV ETMOKETTWV TOV LOTOTOTIOV Kataokevaotnkav ta User Personas kat Case Scenarios mou

TIPOVCLAOVTAL TIAPOKATW.

6.1 AvaAvon XapoKTpLOTIK®V

6.1.1 Xtdyot

e A¥&non mwAnoewv
e Av&nom avayvwploomtag tov brand
e Eamlwon og kowwvikd Siktua

e Evioyvomn deopwv pe TTeAdTES

6.1.2 EMOuNTEC GUUTIEPLPOPES TEAXTWV
o [leplocoOTepn SLAPKELX TIOPAPLOVTG OTO Site
e Anpovpyia ePLEXOUEVOL ATO TIEAGTES (YO, KPLTIKES, OXOALN, EPWTONTIAVTNCELS)

e MeTtaTpoTH) EMOKETTWVY OF CyOPACTES
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e AU&nom emaveEPYXOUEVWY TIEAXTWV

e Kowotoinom o€ kovwvika diktua

6.2 Gamification Scenarios

6.2.1 Personas

Who is the user

Muyang, [wAnmg avtokviitwv

0 MydaAng eivar 30 xpovav, €xel ooudaoel OIKOVOUIKA Kol EPYACETAL TA TEAELTALX XPOVIX (G
TWANTNG outokvTwy. 'Exel kavomomtikd e00dnua. Tvykatokel pe 2 @douvg tou o éva
Sapéplopa 0To KEVTPO NG TOANG. ‘Exel apket) eumepia xpriong vmoAoylom Kol Bewpettar Evag
TIPOXWPNUEVOG XPTOTIG UTTIOAOYLOTH. ZTOV EAEVBEPO TOL XPOVO TaileL video games pe Aoug Tou Kal
emiong mapakoAovbel eBfSopadiaior pabnuaTa TEVIC Yt €VIAIKEG OTOV TOTIKO oUAAoyo. H
EVAOYXOANOT] LE TO ABANUAX QUTO ATIAULTEL GUXVES aryOpES ABANTIKWVY E8WV OTIWG TIATIOVTOLY, POUXOL

Ko EL81KO EOTIAO O TEVIG.

TtoyoL

e Ayopd aBANTIKWV EWGWV KAL pOUY WV

e Avadnmnon Ty yux oUyKplon

e Avadnmnon kot oryopd €L81ko) abANTIKoU eE0TIALGHOV (TTY TEVIG)

e 'EAgyX0G KPLTIKWV Y10 TIOLOTN T AOANTIKWV EL8WV
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e 'EAgyxog oxoAlwv yia oevdpla xprong e8tkol eE0TALGHOU

e Ayopd amo @epgyyva eshop yla amo@uyn| KiveUvwy EXTTATNONG KAL KAOTIG TIPOCWTIKWV

Sedopévwv

T'vvng, padnoig Aukeiov.

0 Tavvng etvar pabnm|g Avkeiov 15 xpovwv kot acyolsital pe to ABANUa Tov Todoo@aipov
evtatikd. Elvar amd Ttoug kaAUTePOUG TAUKTEG TNG OUASAS TOU Kol €Youv KePSIoEL QPKETA
TpwTaOANpata kot KOTEAAX. [ToA) ouyva, xpeldletat l8IKA TAmoUToLX Kol AAAO €EOTIALOO YIX TO
AOANUA TOV KAl PE TN GUVSPOLT] TWV YOVLWV TOU KAVEL APKETES 0ryOpEG. AoXOAELTaL TIOAD IE TOUG
UTIOAOYLOTEG KL To Internet oto omolo £yel mpooPaon amd MANBwpa cuoKELVWY €KTOG amd To PC
OTw¢ smartphone, tablet ko smartTV. Xpnowomolel cuxvd TG pNXaveS avadiTnong yu vo
AVOKOAUPEL VEX TIPOIOVTAL TIPOG ayopd, £Ttol cuvnBwg odnyeitatl katevbelov ot oeAiba evig

T(POIOVTOG € £va eshop avTi va TIeEpATEL ATt TV ap KT oeASL.

TtoyoL

e EUpeom kaAvTepOL TTPOIOVTOG

e Evpeon @Bnvotepng Tyung winong

e TuumAnpwon eiovag (look) pe mapopoa TepayLo

e Avadmmon etaipwv Pe THPOUOLX YOUT T YO AVTOAAQYT) ATIOYEWY

Mapia, Anpdoio YéAAnAo.
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H Mopia eivan 45 xpovav kat etvort tavtpepévn pe tov Zmipo kat Egouvv 2 moudid, ayopla 14 ko 16
ETWV. ZOUV O€ £Va EVOIKIACOUEVO SIUEPLOA GTNV TIOAT) KL OTTO OLKOVOLLKIG TIAELPAG, BewpouvTal
L. LEOT] KO TLKT] OLKOYEVELX TIOU SEV £XEL ATIOPUYEL TIG ETITTWOELS TG OLKOVOLLKNG Kplone. H Mapia
BeAeL va eEomAloEL T TIoUSIA TG e ABANTIKG poUXX YL T VEX OYOALKT) GE(OV CAAQX KOl VX 0ty OPACEL
€COTIALOIO Y1l TO YUHVAGTIPLO VIO EKEVIV KOL TOV GVTPA TNG KO OKEPTETAL VL AyOpPATEL aTto online
Hayadld pe oTtoXo TN MElwOoN TOU KOOTOUS, OUWS Ol YVWOELS TNG AT XP1)0T UTIOAOYIOTWV Elvart

QAPKETA TIEPLOPIOPEVES,

TToyoL

e EUpeom @BnvoTtepwv TIpoiloVTWV

e  TUVOLAONOG O TIAKETO YO A PES VTUGLULO

e 'EA£yX0G KPLTIKWV KAL GYOAIWV YO TIOLOTITA TPOIOVTOG

6.2.2 Tevapx

What/How/Why

AxoAovBouv Zevapla Xpr)ong Tov LoTOTOTOL OTIo ExeL yivel @appoyr) Game Dynamics doetl twv 8

Core Drives tov Octalysis. [62]

1) BaButepo vomua & Kabrkov (Meaning)

2) Avamtuén & Emtuyia (Accomplishment)

3) Evioxvom g Anuovpykdmroag & Avatpo@odotong (Creativity & Feedback)

4) Ilokmoia & Katoyn (Ownership & Possession)
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5) Kowwvikn Emppor) & AAnAentidpaon (Social Influence)

6) Zmaviotta & Avutopovnoia (Scarcity & Impatience)

7) Hepiépyela & 'ExmAnén (Curiosity & Unpredictability)

8) AtwAswx (Loss & Avoidance)

Tevapo 1

0 MydAng BéAel va ayopdoel PEPIKA UTAOLIAKIO TIPOTIOVNONG KaBWG Kal Kamol (euyapla
ABANTIKEG KOATOEG. META amtd GUvTOoun ovadiiTn ot oTo SladikTuo, KAtoAyeL 0To Kataotnua. ‘Exel
ETOKEPTEL TIOAAEG (POPES TO (810 KATACTNUN, 0AAG BeV £XEL TUXEL VX 0ryOPACEL ATIO E60O UEXPL TWPAL
AoV tpooHiael To PoidY 6To KAAdOL TIpoY WP oV Snpovpyia véou Aoyaplacpov. Ev cuvexeia o

MuxdAnG OAOKANPWVEL TNV TIXPOYYEALX TOU £XOVTOS ETIAEEEL TPOTIO ATIOCTOATG KAL TIAT)PWUNG.

- Me v 0AokANpwaT Snovpyiag Aoyaplacoy, To CUCTNUN LE XPKETT) ELPACT) TOV EVIUEPWVEL
otLéxeL kepSioel éva Badge (Trx Beginner) kat Tou Tapoucidel v ouVTOUIX TIANPOQOPIEG OXETIKA [E
TOUG TIOVTOUG TIOU TOU ATIOVEUOVTAL O€ SLAPOPESG TIEPUTTWOELS, TA SLAPOPA ETTTESA TIOL UTIOPEL VAL
avefel, Ta badges ou pmopel va kepSioel 0AAG KL YL TOV THVOKA KATATOENG OTIOU TIAPOUoLAloVTOL
OAoL oL TTEAATEG BACEL TOU EMITESOV TOUG. X EUPAVES ONUEID OE OAES TIG OEAIBEG TOU LOTOTOTIOV,
EUPAVIETAL VOGS LIKPOG TIVOKAG KATATAENG OTToV Ttapoustdlovtal ot Tio YmAa Babuoioyovpevol
TIEAATEG TOU KATAOTIUATOG EVW £XEL CUVOEGO TIPOG TNV GeAIS ToL KaBevAg OTIoV TTapovcLd{ovTal
OL TIOVTOL TOV, Ta ETTIES X TIOV £XEL TIPOOTIEPATEL 0AAG Ko Tar Badges mov €xel cuA£EeL Ta Emimeda
XPNOTWV ATOPEPOVY KL OLKOVOUKAE TIPOVOULX KABWG OL TIEAGTES TTIOU TIETUXAVOLV TNV GvoS80 TOUg,
KePOIJOLY EKTITWOELG O€ TIPOIOVTA Kol OAAX OLKOVOLLKA O@EAT] oTov Lotototo. EmmpocBeta tov
TIPOTPUVEL Vo TtpoTelvel To eshop (H€ow auTOUATNG amooTOANG email) oe déka @iloug Tou
kepSilovTag £Tol akOU TIEPLIOOOTEPOUS TIOVTOUG. ATovour) TovTwy yia Social Sharing [BaButepo
vonua & Kabnkov , Avamtuvén & Emtvyia , Kowvwvikny Emppor) & AAAnAeniSpaon,
I8oktnoia & Katoxi |
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- 'Otav AdafeL To Tpoidv (Y péow taxudpopeiov), va avtopato email amootéAAetat oo Inbox tou
TO OTIO(0 TOV PWTA YL TNV ATTOYN TOV YL TO TIPOIOV KOl TOV TIXPOTPUVEL VA YPAWEL pial KPLTIKT) 0AAX
Ko va to Ymeioet péoa amd pia 81K oeAida 6Tov 1oTdToTo KEPSI{OVTAG £TGL TTOVTOUGS TIOL BX TOV

Bonbnoovuv va kepdioel vea Badges.

-> [1pooB1iKn KPLTKIG

[Avartuén & Emtuyia, IStoktnoia & Katoxn |

- Mmtopel va yivel ov8eon e gravatar.com

Tevapo 2

0 MydAng BéAel va ayopdoel PEPIKA UTAOLIAKIO TIPOTIOVNONG KaBWS Kal KAmol (euyapla
AOANTIKEG KAATOEG. ‘OVTOG TOKTIKOG TEAGTNG TOU KATAOTNUATOG, EMOKEMTETAL KATEVOEIQV TOV
LOTOTOTIO OTIOV TIPWTA EAEYXEL av "TPEXEL” Kapia evOlapEépouoa TIPOCPOPX Kat ETEITA avalnTa Ta
TpoidvTa Tov emBupel. Emokentetan ) oeAiba g kamyopiog MTA0UTES Kot aov BpeL KATIOLEG
IOV TOV APECOLY, TIS EMAEYEL Y oUYKpLoT). ETerta, KatoAnyeL o€ auTr) IOV TIPOTLA KOl vOLyEL T
OeAB0 ASTITOUEPELWV OTIOV HEAETA TA XAPAKTIPLOTIKA TOV TIPOIOVTOG, TIS SIAPOPES PWTOYPAPIES
Kot SLaACEL TIG KPLTIKEG TWV GAAWVY XPTOTWV YO VX TIAPEL LA IGEX CYETIKA E TNV TOLOTNTA TNG

UTIAOUTAG QAN KO TNV EQAPHOYN TNG BACEL LEYEDOUG WOTE VA ETIAEEEL TO CWOTO PEYEDOG,

“Eva popup Tov evnuepwvel OTL €&vag XponG HOAS TPOcOece ot VEQ €PWTNOT OTO TUNUO
Epwtamavtioewv 1) oTolo aivetal va £XeL oXE0M LE TO TIPOTIOV 1) UE TNV KATNYOPIX TIPOIOVTWY TV
BAémel Twpa 0 MiydAng omoTe TOV TIAPOTPUVEL VA ATIAVINGCEL OTNV EPWTNCT AV YVwpLleL TV
amdvtnon, kepdilovtag éva aplBpud méviwv mov Ba tov Bonbnoouvv va avéfel otov Tivaka

Kotatong oaAAG kot va kepSioet to emopevo Expert Badge

-> [IpooBnkn Amavinong

[BaBVtepo vonpa & Kabnkov /Avamtvény & Emrtvyxia , Kowwviki) Emppon) &
AMnAeniSpaon]
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Opolwg kot ywr T kdAtoes ‘Exovtag Eovakdvel mapayyeAld amd To KATAOTNHA, €XxeL NN
AOYOPLAGUO GUVETIWG, ATAX TIPOCOETEL T TIPOIOVTX TIOV EMOVUEL 0TO KOAABL 0ryopwV Kot KAVOVTAS
€l00d0 pe To Aoyaplaoo tou - To cUoTNUA TOV avTapEBEL Yo TNV aQOGiwoT TOU ATMOVEUOVTAS TOU
EVal CUYKEKPLUEVO aplOUO TTOVTWVY KAL TOV EVIUEPWVEL YLX TOV aPLOUO TTIOVTWY TIOU XPELATETAL YLt

KEPAIZEI to emopevo badge mov SikaoUtan kot va avéfeL otnv X B€om oTov Tiivaka KaTatadng.

->[Ipotiunon/Emotpo®r TEAATmV

Emmpoo0eta, Tou Sivel T SuvaTOTTA Vo KOWVOTION|CEL QUTH) TT) VIKT TOU 0€ SLdpopa Siktua.

->Virality, Brand awareness

[Avamrtuén & Emtuyia, Kowvwvikn) Emppor) & AAAnAentiSpaon]

evapo (Tlposktaon #2)

Kabwg eloépyetal otov 10TOTOTO, 0 MiydAng Topatnpel otnv Kopun TG oeAidag pe évrova
ypapuata éva Banner Tou Tov EVIUEPWVEL VIO X VEX TIPOGEPOPA TOU KATAGTUATOS TIOU SIveL
EKTITWOT] YIX £V CUYKEKPLUEVO TPOioV. To onuavTikd OUwG eivor OTL ELPavIfeL Eval XPOVOUETPNTY)
IOV HETPAEL AVTIOTPOPA SIVOVTUG ETOL TIEPLOPLOUEVO XPOVO LoXVOG TNG TIPOGPOPAS Kot 0TV ANEEL 1)

EKTITWOT) TIEL VXX LOXVEL

-> 'Etol 0 TtEAdN G pumaivel o SSKaoior TOVAGYLOTOV VOt OKEQTEL TNV TIPOGEPOPG Apa Kot T ava

VO TIPOXWP1OEL OE AYOPQ.

[ATtwAgwx, EZavidtnta & Avunopovioia]

Tevapo (Tlpoektoon #2)
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AmooTtoAn email og TTEAATES EVIUEPWVOVTAS VIO L CUYKEKPLUEVT] TIPOGQOPA 1] OTIOLX OPWG LoXVEL

YLX TTIOAU TIEPLOPLOUEVO XPOVO (TTX HE 0rUPLO TO TEPWL).

-> [lwAnon

[AtwAgwx, Zmavidtnta & Avunopovioia]

Tevapo (Tlpoektoon #2)

KabBwg eloépxetal otov 10TOTOTO, 0 MixdAng Topatnpel otnv Kopun TG oeAldag pe évrova
ypapuata éva Banner Tiou Tov EVIUEPWVEL VIO X VEX TIPOGEPOPA TOU KATACTUATOS TIOU SIveL
EKTITWOT) YL VO CUYKEKPLUEVO TIPoidv. H Slapopd etvat 6T ipoc@opa Sev 1oyUeL auTr) TN oTiyun,
A& €xEL TIPOYPAUUATIOTEL VO EVEPYOTIOMBOEl O KATOEG WPEG OO TWPA - 1 O KATOL!

OUYKEKPLUEVT TUEPOLMViD/wpat - Kot Bat Elvai EVEPYN Y1 EVOL GUYKEKPIUEVO XPOVIKO SLaoTnuoL.

-> 'EtoL Sivetal kivnTpo €MOTPOo@NS OTOV LOTOTOTO apYdTEPQ UE OTOYO TOV EAEYYO NG TTPOGWPOPAC

KoL T ava i VER oty op .

[Emaviotnta & Avuniopovnoia]

Tevapo 3

0 Tavvng xpedletan Eava aAAXyT) TIATOUTOLWY TOS00@AIPOV OTIOTE avalnTd €va eshop pe ta
KataAnAa mpoidvta. To budget Tou eival TIEPLOPLOUEVO CUVETIWG EVELXPEPETAL YLX XAUNAES TULEES
KO £TGLXPTOWOTIOLEL [Lor pmxovt) avadliTnomG Yot EDPEDT) TNG LOTOCEAISOG [LE TIG XAUNAOTEPES TIES,
I'vwpilel To TamovTol o mBUHEL IAAG EIVOL AVOIKTOG O€ EVOAANKTIKEG TIPOTAGELS TIOV UTIOPEL VO
elvat KOAUTEPES 1)/KaL TNVOTEPES EVW OeV B 1TAY APVNTIKOG TNV OYOPd KoL LEPIKWY (ELYAPLWOV
KOATOWV. MeTa€) OAAWV ETIOKETTETAL TO SIKO PG KATACTNHA OTIOV 0VOLyovTag Tn GeASa Pe TO
TamoUTol Tov emBupel, Tapampel 0Tl ot Sefld oTNAN UTIAPXOLUV TIPOTEVOUEVA TIOPOHOLX

TIXTTOVTOLX O€ SLAPOPN OYESLO KL TULES, KL VX CUYKEKPILEVO TOU KEVTPIZEL TO eVSLPEPOV. Avolyel
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T OEAISO AETTTOEPELWV TOV TIATIOUTOLOV KA TIXPATNPEL L TIPOGPOPE TIOL ApOopd TNV Ttpoc Ok 2
Cevyaplwv KOAToWV Padl LE TO CUYKEKPEVO TATOUTOL 0TO KOAGOL KePSIJOVTAG EKTITWOTN OTIOTE
XOPOUVLEVOG TNV ETTAEYEL KL TIPOXWPA 0TV TANpwun. Kdvel véo Aoyaplaopd kat pe m Bondeia Tov
TIXTEPA TOU CUUTIAT|PWVEL TA ATOPALTTA GTOLXEIX KOl OAOKAT)PWVEL TNV TIXPYYEALX ETTAEYOVTOG

TIANPWUT] LLE AV TIKATOBOAT).

-To cvomua Tov amooTéAdel évar email KAAWOCOPICUATOG OTIOV TOU TIAPOVOLATEL Kol WA VEX
A£LTovpYia TOL LOTOTOTIOV 1] OTIOIA AWPOPA TNV TIKPAUETPOTIOMOT) TG GEAISHG OTA YOUOTA TOU
TEAGT SIVOVTAS TOL TN SuvATOTNTA VA ETTALEEL OPLOUEVEG KATIYOPIEG TIPOIOVTWV 17/K0L KO TILO
OUYKEKPIIEVA, HAPKEG TIPOIOVIWV TIC OTIOIEG UTOPEL v TIPOOHECEL OTNV TPWTN OEABa Tov
LOTOTOTIOV Kol 0TV KAvel €l0080 pe To Aoyaplaoud tov, B BAETEL TIPOIOVTA OTIO QUTESG TIG
Katnyopieg/papkes avtopata. EmmpocOeta tou Sivetat 1 Suvatdmta va eMAEEEL SLAQOPETIKO

oLVSLAOUO XPWUATWYV Y Tov lotoToTo (background colors etc).

-> AV&non tov Engagement kot cU0@EN OXECEWV UE TIEAGTT)

[Evioyvon ™™g Anpuovpytkothtag & Avatpo@odotnong]

Tevapuo 4

H Mapla Paxvel aBAnTiKa Tamod ol yia Toug 2 Y1oUg 6. AIVEL TIPOTEPALOTITA GTNV TIOLOTN T KO
oV Sdpkela {wi¢ Kabws ta Taudid elvat oAU SpacTipla Kot Ta TAmoUTolo TouS Beipovtal
APKETA ypnyopa. M @AevaSa ™G TpoTelvel €va eshop HE OPKETA KOAEG TIWES OTIOTE €KElvn
EMOKETTETAL TOV LOTOTOTIO KA EI0EPXETAL 0TV Katnyopia [Tamovtoia Ayopuwnv 0Tov Ta Tagvopel
Baoel xapnAdTepNG TG KL ETTALYEL Eva {ELYAPL TIATIOUTOLWYV TIOV TG OPECEL Kol avolyeL T oeASa
Aemtopepelwy. BAémeL O0TL Ta TaTOUTOWX £pXOVTAL O SLAPOPA XPWUATH OTOTE EMALYOVTAS VA
€E0LKOVOUNOEL XPOVO, ETAEYEL TO (810 (eUydpL 0AAA O SLPOPETIKO XPWUX Yo T TIoudId TG Mnv
gxovtag UEYOAN eumelpia online ayopwv, mpooTabel vou 0AOKANPWOEL TNV TaporyyeAior Le TV

TUOTWTIKT) TNG KAPTA KALALYO opyOTEPX TA KATAPEPVEL ETULTUX WG,
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- AoV TpooBEael Tar TTATOVTOLX 6TO KAAGOL, To cUOTNUA EUPAVIEL OE Eva ONUEID KATW OTTO TO
KOAGOL pua Asttovpyla “Anpovpyiag ZuAAoyng” 6TIOU KATYOPLOTIOLEL T TIPOIOVTH GE GUAAOYEG KL
TIPOVCLAJEL T TEUGYLA TNG CUAAOYTG TIOV UTIOAELTOVTAL Y10 VO CUUTIANPWOEL 1) cLAAOYN Y TOV
TeAdT. Mmopel va tepmyn el oTig SiKEG ToL GUAAOYES, 0AAX KOl 0E GUAAOYEG GAAWY XPTOTWV OTIS
oToleg pmopel va dwoel v Ym@o Ttov. Etol kdBe cuAdoyn] kat Kot €MEKTAOT O ILOKTITNG NG

KepSIZeL KaL oo eKel TOVTOUG TIOL ToV PonBave va avéReL emimedo oty yevikn Babuoloyio.

-> Av&non tov Engagement kot c0o@EN oy£0£wV U TIEAGTT

[I8okoia & Katoyr) / Evioxvon ¢ Anpuovpytkdtntag & Avatpo@odotnong /Avamtuén
& Emrruyia]

Tevapo 5

ATI0GTOAY) TUXEPWV KOUTIOVIWV OTOVUG TIEARTES JLE TOUG TIEPLOCOTEPOLS TIOVTOUG. Katd Teptdodoug to
ovomua SnUoVPYEl €va aplBd KOUTIOVIWVY EKTITWOTG QMO TA OTolal OpPLOUEVA UOVO Eival
TIPAYHATIKA VIKN@Opa (TOToU AlaSIkTuaKO ZU0TO) KAl T OTEAVEL OTOUG TEAATEG OL OTIoloL
umatvouv oty Sadikacio ™G TBavi§ vikng omaTe Kal Ta avolyouv kot av kepdioouv (aioBnua

VIKTG) €XOLV HEYAAO KIVITPO VA T XPTOLLOTIO)GOUV GTOV LOTOTOTIO.
-> Engagement, ebvolx TIEAX TV, TIWAN 0T

[BaBUtepO vonua & Kabnkov |

Tevaplo 6

To oo VTTOOTNPITEL EKTITWOELG Yot TIEAKTEG TIOU TIPOCKAAOVV VEOUG TIEAATEG OTOV LOTOTOTIO.
Kavovtag €lcodo pe 1o Aoyaplacpd tov o TeAdTnG, avotyel T oeAlba g Asltoupyiag vt OTIov
evnuepwveta Yoo ) Sadikacio. To cvotpa touv mapovctadel éva e8ikd oUvdeopo (0 otoiog

odnyel 010 (610 TO KATAGTNUA) TOV OTIOL0 UTTOPEL VO SWOEL GTOVG (PIAOUG TOU 0 TIEAATNG OUTOG Kot
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OTaV €KEVOL TO TIATIIOOUV KL (PTAGOUV OTOV LOTOTOTIO TOTE EVAL VTTOYMPLOL Y1t TNV EKTITWOT). AV

0AOKANPWCOoLVY TIaparyyeAiot TOTE KePSIZeL EXTTTWON KL 0 (810G 0 TIEAGTNG TTIOL TOUG KAAECE.

-> Brand Awareness, Engagement, [TwAnon

[Kowwvikr) Emppony & AlnAenidpaom, ISwoktnolia & Katoyn , Imoviomra &
Avvutiopovneia, Evicyvon ¢ Anuovpykdrag & Avatpo@odotnong]

Tevapo 7

AlywVvIoPOG aTIAVINONG EPWTICEWY CXETIKWV HE TIPOIOVIA TOU Kataotnuatog O xproTeg
KOAOUVTOL VO GUUIETACYOLV OE qUIZ OTIOU 0L EPWTIOELS POPOVV TNV ETILYEIPT|ON CAAG KL TIPOIOVTA
TOV KATAOTHATOG. OLVIKNTEG pmtaivouy o€ kKAjpwon pe Bpafeio Eva tpoiov.

-> Alaokedaom, Engagement, Evicyuomn kivijTpwv yia tepuiynor 6Tov Lo TOToTIO.

[Avamntuén & Emtuyia]

evapo 8

To katdomua Tpoo@épel ™ SuvatdoTNTA 0 XPNOTEG LVPIMAWY EMMESWV VA €XOUV VwpPITEPN
TPOGBaoT OE TIPOSPOPES TIOL TIPOKELTAL VAL TPEEOLV TIPLV AUTESG SnocloTomBovv 6To gvpl KOO
Tov LototoTov. ‘ETol, amootéAAovtag éva email og TIEAGTES IOV AVITKOUV € GUYKEKPULEVX ETIITTES QL
KO TIAPATIAV®, TOUG EVIUEPWVEL YLX TO TIAEOVEKTILL TIOU TOUG TIPOCPEPEL VA £XOLV TIPOGaoT) TipLV
TOUG UTIOAOLTTIOUG GTNV TIPOCPOPQ, SIvovTag Toug £ToL TN SuvATOTTA VX AyOpAGOLV VWIS TPV

egavTAnB0UV Ta TTpoidVTAL

-> Engagement, [TwAnom, [Ipoopov

[AvamTuén & Emtuyia, AnwAswx |
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Tevapo 9

Agrtovpyla Swpwv oe Pevdotuyaia emAeypPEVOUS XproTeG To KATAOTUX VA TOKTA XPOVIKA
Sotpata (Y oava 3 P VES 1] O€ YIOPTIVEG TIEPLOSOUG) ATOCTEAAEL WP GE TIOAV GUYKEKPLUEVOUG
TIEAQTEG TIOL TOUG ETIAEYEL BdoeL evog aAyopiBpov. O cdyoplBog auTdg TTPETEL VA Elval TIOAVTIAOKOG
KoL PeuSoTUXAOG WOTE VA PNV UTIOPEL VA ATTOKWSIKOTIOM OEL e AmOTEAET A VO EEPOVV OL TIEAATES TL

TIPETIEL VAL KAVOLV Yl val AdBouv To dwpo. Mmopel va TiepAapAveL TIG TTPAKATW CUVONKES, oL

0TIoleG pumopel va cuvdualovtal Leta& TOUGS e TUXALo TPOTIO:

e TUVOAIKOG aplOuOG ayopwv

e TUVOAIKOG aplOUOG oXOAlwY

e  TUVOAIKEG TIPOOKANOELG VEWV TIEAXTWV

e Katatadn xpnom

e Yuvolika Badges

e Aveivaifan oto FB

"EToL oL TtEAdTEG EEPOUV OTL TIPETEL KATL VX KAVOLV, 0AAA Sev EEpouv axplBwg TL 0TATE auEAveTaL TO

KINTPO YL XP1IOM TWV AELTOUPYLWV TOV LOTOTOTIOV.
[Avémtuin & Emtuyia, Mepiépyaia & 'ExmAngn, BaBitepo vonua & Kadkov, ISlokthoia &

Katoyn, Anuovpykdmra & Avatpo@odoton, Kowvwviki) Eppor) & AAAnAenidpaon]

Xevapo 10
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Asrtovpylae Swpwv KpuEov Teplexouévoy. To KATAOTNUA OVAKOW®WVEL OTL TIPOCEEPEL TN
SuvaTOTTA 08 SLUKEKPYEVOUG TIEAATESG VAL KEPSIGOLV Vil SWPO EKTEAWVTAG KATIOLEG EVEPYELES (
TPOGBNKT oXOAlWV, TIPOoKAN O™ HEAWY, K.o.). To TteplexOEVO TOL SwWPOL SEV ATOKOAUTITETAL TIOPA

16vo 1 &l Tov. Anovpyeital £ToL To Ao TNG TIEPLEPYELXG OAAX KOl TNG ETIITUX(AG.

[Avartuén & Emcruyia, Mepiépyeia & 'Exminén, BaButepo vonua & Kabkov |
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Ke@aiawo 7

YAomoinon E@apupoync
Gamification

7.1 Elocaywyn

Kataokeudotnke @appoyn 1 omola TpocBETEL o€ Evay UTIAPYOV Kot EVEPYO LOTOTOTIO ETIAEYUEVES

TeyVIKéG Gamification ko ouykekpéva:
e Badges
e [livaxa Katdataéng
e [Ipoowkn ceAida xpriot omov gpugavidovtar ta badges Tov €xel kepSioet

To cvoTUA €PAPHOCE TIG ESPALWUEVEG TEXVIKEG KABOSYNONG TIOV TPOKUTITOVV Ao T XP1om
Badges. H vrtoompi&n g aAANAETSpaom G LETAED XPp1i0TN KL UTINPEGIAG EVIOXVETAL AUTIO:

e  OmTIKN QVATPOPOSOTNON

[Ip6odo

e MnvOpata kaBodnynong

YtoxoBétmon
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H e@pappoyn xwpilletal o€ 2 Tppata OTWG QAIVETAL 0TO TIHPAKATW oxediaypappa. To 10 Tumpo
amoteAel To Backend kot mepiéyel kwdika oe PHP o omolog amobnkelel og pa faon dedopévwv
teyvoroylag MySQL dAa ta eSopeva mov xperadovtat To 2° tuniua g e@appoyng, to Frontend,
amoTeAeltal amo éva apxelo o€ yYAwooa JavaScript pe xprjon texvoloyiag Ajax, To omolo eloayetal
OTIS 0eAIBEG TOV LOTOTOTIOV OTIOL B eyKaTaoTabel Kot SoyelpileTal Ta SLAPOPA GTOLKEIX TTOV

EUPAVI{OVTAL OTOV TEAIKO XP1IOTN.

Backend Frontend

PHP/MySQL Javascript
—4 Ajax

Database

Ewova 7.1: Empuépous Turuata eQapuoyrs

7.2 Backend

To Tumua Backend ovopddetal £tot eTeldr] «TPEXEL OTO TOAPACKIVIO KOl EKTEAEL EVEPYELEG IOV O
TEAKOG xprioG Sev avtidapfavetal O kwdikag éxel vVAomomBel oe yAwooa PHP kat yio mv
amobnkevon Twv dedopgvwy xpnootmomOnke Baon dedopévwv MySQL.

7.2.1 KAaoeig

H vlomoinon Paociotke oto Yii PHP framework (http://www.yiiframework.com/) kou €xouv

VAOTIONOEl OL TTPAKATW KAQCELG:
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class components /

CComponent
Functions

P S

GetToplUsers(var): var
HandleAction{var, var): var
HideName{var). var
InsertLog{var}: var
MySqlGetdate(): var

Ewova 7.2: Component Functions

class controllers /

CControlier CController CController
BadgesController SiteController UserController
- account: var = false + sctionindex{): var - _model: var
- action: var = false

badge: var = false
challenge: var = false
user: var = false

sctionindex(): var
validateAccount{var): var

+ actionCreate{var): var
+ actionindex|(): var

Ewova 7.3: Controllers BadgesController, SiteController, UserController

N S S S

GetBadges(): var
GetCompletedChallenges(): var
HasBadge(var): var
HasCompletedChallenge(var): var
hashPassword(var): var
InsertAction{var): var
InsertNotification{var): var
model{var): var

relations(): var

rules): var
SetCompletedChallenge(var): var
tableName(): var
validatePassword(var): var

class models

CActiveRecord CActiveRecord CActiveRecord CActiveRecord CActiveRecord CActiveRecord

Account AccountAllowedIP Badge Challenge ChallengeActions Log
+ model{var): var + medel{var): var + model{var): var + GetActions(): var + model{var): var + model{var): var
+ tableName(): var + tableName(): var + tableName(): var + model{var): var + tableName(): var + tableName(): var

+ tableName(): var
CActiveRecord CActiveRecord CActiveRecord
MyAction Notification User

+ FindChsallenges(): var + model{var): var AssignBadge({var, var). var
+ meodel{var): var + tableNsme{): var attributelLabels(): var
+ tableName(): var CountCompletedActions{var): var

A 11 0 Unranisiarad |
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Ewova 7.4: Models Account, AccountAllowedIP, Badge, Challenge, ChallengeActions, Log,

Notification, User

7.2.2 Baon Asdopévwv

H Bdom SeSopévv TIEPLEXEL TOUG TIAPAKATW TIVOKEG:

"] account_levels ¥
id INT(11)
account_id INT(11)
level_id INT(11)
required_points FLOAT
>

| action v
id INT(8)
» account_id INT(11)
 name VARCHAR (100)
points_award FLOAT
code ¥ ARCHAR(45)
>

1 level v
id INT(8)
# account_id INT(11)
#name VARCHAR(100)
>

I notification ¥
id INT(11)
user_id INT{11)
json_data TEXT
seen BIT{1)
insert_date DATETIME
seen_date DATETIME

>

Ewova 7.5: [Tivakeg BA

"1 level_badges ¥

level_id INT{11)
badge_id INT(11)
>

"] account v

id INT{11)
> quid V ARCHAR(40)
name YVARCHAR(45)

homepage VARCHAR(245)
>

_llog v

id INT{11)
data TEXT
logdate DATETIME

user_ip VARCHAR(45)
>

| user_badges ¥

user_id INT(11)
badge_id INT(11)
challenge_id INT(11)
earn_date DATETIME
>

" account_ip v

account_id INT{11)
ip_address VARCHAR(20)
>

"] user_completed_actions ¥

id INT(11)

>user_id INT{11)

> action_jid INT(11)
complete_date DATETIME

| challenge_actions ¥

challenge_id INT{11)
action_jd INT(11)
> repeat TNT(11)

] user v

id INT(8)
»account_id INT{11)
»name VARCHAR({250)
2 points FLOAT

level_id INT{11)
> remote_id VARCHAR(245)
> deleted BIT(1)

] user_completed_challenges ¥
user_id INT{11)
challenge_id INT(11)
complete_date DATETIME

I challenge ¥
id INT(8)
*name V ARCHAR{250)
»account_id INT{11)
badge_id INT (11}
code VARCHAR(45)
>

—] badge v
id INT(8)

» account_id INT (11)

»image VARCHAR(250)
name ¥ ARCHAR(245)
required_points INT{11)
next_id INT(11)
sort INT{11)

MyAction,
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7.2.3 BaoKEG ZUVHPTIOELS

Ymapyxel pio KOpLoe CUVAPTNOT) TIOV KOAELTAL ATO OAES TIG KATOELS Kot 1) oTola Staf3ddel Ta oplopata
€1l0050V Kot KAl TV ekdoTtote ouvdptnon. H kipux cuvdpnon eivan 1 actionIndex tov Controller
BadgesController. e aut ) cuvdpmor otéAvovtat oL autioelg amod to Frontend kau Séxetan oav
oplopa HeTady O wV Kot i petoBAnT pe dvopa task ) omolia avédoya optwvel v amopaitn)

1EBoSo Tov ekTeAEl TN ActTOVPYLX TTOL XPELATETAL

7.2.4 MetafAnm task

H petafinm) task maipvel Tig mopakdTw TéG:

log

Ewoayel pia véa eyypagn| otov Tiivaka Log g faong Sedopévawv

user_badges

doptwvel ta badges evdg ouykekpévou xprotn oo T BA

Leaderboard

doptwvel tov [Mivaka Katatadng amod ) BA

set notification_seen

Op(eL pa eldomoinom oav «Safacpevn» ot BA

load_notification

doptwvel i eldomonon amo ™ BA
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get_notifications

DopTtwVEL OAEG TIG EISOTION|OELS EVOG XP1OTH aTto T BA

create_user

Anpovpyel kot amobnkedel Eva véo xpriotn ot BA

insert_action

Eloayel eyypagn vl o véa eveépyela xpriotn. KaBe popd Ttou elodryeTal o vEa EVEPYELX, EAEYXETOL
0V 1) EVEPYELX QUTY) (PEPEL WG ATIOTEAECU TNV aTtovopT| evog Badge oto xpriot kat Snpovpyel Tig
avdAoyes eyypa@ég otn BA. Emiong av xpelaotel dnuovpyel vées eilbomon|oelg «un StaBacpévec»

TIoL Ba ePLPaVIoTOVV OTO XP1|OTH.

7.3 Frontend

To Frontend Sioyepiletat o Ul TG e@appoyns kat eivat uteuBuvo yix Thv Tapousioet) OAwv Twv
QIOPALTITWV CTOLXEIWV OTOV TEAIKO XP1)OTH TOU oTOTOTIOU. AmoteAsitan amd pa BSAobnkn oe
KWK Javascript 1) ool EPTEPIEXETAL OE OAEG TIG GEAIGEG TOU LOTOTOTIOU KOl ETIKOWVWVEL LIE XP110T
™G teyvoroylag Ajax pe to Backend ywx va @optwoel ta amapaitta Sedopéva kol va ta

HeTaoyNUatioel og mANpoopia yi to xpnotn. [apakdtw avoAidovial ol cuUVAPTCELS TIOU

amapti{ouv ™ BBALONKN.

7.3.1 run

Etvail 1 ouvaptnomn ou koAgltal TpwTn yia va apyikoton)oel T PBA0OM KN HE TS amapaiTnTeg

HeTaBANTES, OTIwG To ID ToU XpP1)oTN TIoL TIEPUYELTAL VTN TN GTLY|T) TOV LOTOTOTIO.

7.3.2 showUserBadges
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Kodettat yax va poptwoet ta Badges evog xprjot amd to Backend kot va ta 8ei€el oe €va Popup

Top&Bupo.

7.3.3 showOwnBadges

Koettat yua va @optwoel ta Badges tou xprjotn mov mepujyelton auth| T 0Ty TOV IOTOTOTIO XTTO

To Backend kou va ta Sei€et o€ Eva Popup mapdBupo.

7.3.4 showInformation

Kodettar yia va gugavioel éva apabupo Pe KEPEVO TANPOQPOPLOV OXETIKA LE TOV TPOTIO

Aertoupylag Twv Badges.

7.3.5 buildLeaderBoard

Epgpavier tov IMivaxa Katataéng o éva Popup mapadupo.

7.3.6 getNotifications

DopTWVEL TIS EIGOTIONCELS TIOV UTIAPYOLV YL TOV EVEPYO XPOTI KOl TIS EUPAVIEL OE VA EPPAVES

OMUEID 0TO KATW PEPOG TNG GEAISOG.

7.3.7 showNotification

Eppavidel ua seildomoinon. Xpnowomotettow amd v getNotifications

7.3.8 setNotificationSeen

Metd ov [ el80Ton o ERPAVIOTEL 0TOV XpP1oTH, auTH oplleTal oav «SBacuEVI» HECW ™G

OUVAPTNOTG CUTIG WOTE VAL LNV ELPAVIOTEL EXVA 0TO HEAAOV.
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7.4 Meprypagn) Asttovpylog

Ka&Be @opd Tov €vag xpriomg avolyel pio 6eASa 0ToV IoTATOTO, (POPTWVEL £ToNG TNV Bi3AL001KN
touv Frontend oto Browser tou. Av o xpnotmg £xeL ouvdebel pe to Aoyaplaopd tov, TOTE OTIg
HETABANTES apxikoTroinong TS BBAL0OTKNG TS TIPOCTIBETAL KA O HOVASIKOG KWEIKOG auTOV TOU

xpnom (ID). H apywotmomon g BBAL0O KNG EKTEAEL TIS TIAPAKATW EVEPYELEG:

e ’'EAeyxog oto Backend yia ekkpepel§ £160TIONOELG TIOU TIPETEL VA ELPAVIOTOVV GTO XPNOTH

KO(L 0tV UTIAPX 0LV, TIG ERPAVIZEL KO TIS OPILEL G «SLPBACHEVESY.

e 'EAgyxog av 0 xpioG €lXe LOALG TIPLV EKTEAECEL KATIOLOL EVEPYELX TIOV ELXE WG ATIOTEAEOUA
TNV amoKon véou badge kat p@avion €81KNG 50TOMONG YL TV ATOKTIOT QUTOV TOU
badge.

e 'Evapln ouvexols avtioTpo@ou HETPNT O OTIOI0G VA TAKTA XPOVIKA SLAoTNUATA EAEYXEL

Y véeg eldoton|oeig 1) badges.

e [IpocOnkn banner otov otdtomo Yo Tov Ilivaxa Katdta&ng Me xprion texvoAoyiag
Javascript ko ™G BBA06M KNGS jQuery To ototxeio tov IMivaxka Katdtaéng mpootiBeton o
oAb

Emumpoo0eta, £xouv yivel aAAay£G 0TOV KWOSIKA TTOU S EPIETAL TIS TIAPAYYEAIEG OTOV LOTOTOTIO.
Metd omd ouvewonon HE TOUG TIPOYPOUUATIOTEG TOU LOTOTOTIOU, TPOOTEONKE KATAAANAN
AELTOVPYIKOTNTA, WOTE KABE (POPA IOV KATIOLOG XPNIOTNG EKTEAEL KATIOLX EVEPYELXL GTOV LOTOTOTIO,
TOTE TO YEYOVOGS aUTO Kataypd@etat 0to Backend. O evépyeleg mou emidexBnkav va kataypd@oviot

elvau
e Anpovpyia Aoyaplacpov

e Ayopa
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e [IpocOnkn ASloAdyNnoNG o€ TIPOIGVY

KaBe @opd mov éva yeyovog amootéAdetan oto Backend yia katorypan), ektedeital pua Siepyacio
IOV EAEYXEL AV 1) EVEPYELX OUTT) TOU XPTIOT TOU ATTOVELEL KATIOL0 VEO Badge 1) av TipokUTTEL KATOWX
Véa €160TI0N0T) TIOV TIPETIEL VAL EUPAVIOTEL KaL oV val, TOTE ldomoteitat To Frontend pe tov tpdmo

IOV TIPOAVAPEPONKE.

7.5 Elkoveg E@appoyng (Screenshots)

el|en O Aoyoproopis pou | “‘Efodog

COSMOS ppuvo apayyehiy {aamn | O]
SPORT

80l 200 8818

To N1 e-shop oBAnTkGv e1d@v otny EAAGBa To kakdbr pou | 0.00 €|

avdpikd  yuvaikeia naidikd  Ppepikd  aBAfjpata  mpoogopég  brands  adidas running boost

KaBapiopsc Shav Twv cmAoyiv | Mio mpoowareg apitec v updvion 24 mpoivTwy ¥ uﬁ*és
oo
: © ©

’ © © <«a
; ~
|
- g : « Anéxnos Ta véa adidas ps

endless
eNeryY  pagws wpina BOOST Kat §§00QaMOE
Bpeg 1n véa culoyn e6@ E.-.D..D. TN oupETOXA OOU!
55.00 € 75.00 € 55.00 € 75.00 €

Wow! Me 1y reAeutaia oou ayopd, avépnieg emimedo kai kipBioeg 10 Go Athlete Badge!
Suvéxioe duvard yia To emopevo Badge ka1 oxkap@dAwoE oY KAIOKG TwY ViIKNTuV!

Ewova 7.6: Engdvion eildomoinong yw véo Badge
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AN,

COSMOS

To N°1 e-shop aBAnTkav £idwv omnv EAAGBG

avBpikd  yuvaikeia  TGIBIKG

Sport/ AvBpikd / Mamodraia/ Nécg agig

Tho TPOOPATES APIEI

KaBopIousG SAwv Twy EmAoy

aadss
addas Originals

Arens

asics

Fila SHARK YTOAHNMA

elfen O Aoyapioopss pou | ‘EEoSos

AEQWVO TTapayyeNiiv

801 200 8818

*aote xpéuwon To kaAabi pou

abAdpata  npooopéc  brands  adidas running boost

| ewgavion 24 mpoiGvrow v

125.00 €

Top XprioTeg

. OQTEINHK.
. MIOPFOZ K.
SOFIA K.

. DavreMic N,
. Nopyoc .

. vagelis s.

. xpnotoc A.
KATEPINAT.

. Mavishng ©.
EAENH B.

THE LEAGUE

MAnpogopieg
Ta Badges pou

o .

30 [~} . » %

AnoxTnoe Ta véa adidas pe

endiess m A Texvaloy
eNergy  guos xouna BOOST Kat £6009aNOE
BpecmveaouMoynedo  (ABEOHNEER n guppsTOXA Cou!
od RIVIERAS Cf RIVIERAS CHAUSSURES RIVIERAS CHA
55.00€ 75.00€
20 aeu_ar__ae__am
9 Wow! Me ty teAeutaia gou ayopd, avéaxe emimeBo xai képdioeg 1o Go Athlete Badge!

Zuvéxioe Suvard yia 1o enbjicvo Badge kai Okap@AAWOE 0TIV KAIpaKa TWY VIKTWV!

Ewova 7.7: Avorypa IMivaxa Kartdrodng

0 xpiioTnG ®ATEINH K. Xt KepBioet Ta napaxarw Badges!

MROpE(G va Tov QTAOEIG? TUVEXIOE TiG GYOpEG 00U OTO Cost
KEPOITELG K £0U To €ndjevo Napaonuo. Kat
TIKT} Y10 EIGG KQL NPOOBETOVTAG VEES GELADY
Baduoic y1a To endpevo Badge

Top XprioTeg

. OQTEINHK.
. MOProz

. SOFIAK.

. MavreMicN.
. Ndpyogr.

. vagelis s.

. XPoTOGA.
. KATEPINAT.

THE LEAGUE

. MaviAng ©.
. EAENH B.

MANpPOopiE
Ta Badges pou
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Ewova 7.8: Epugpdvion Badges xpriom

Top XprioTeg

Top XprioTeg kat Badges DOTEINH K.

Mwg pnaivw 0T AioTa pe Toug Top XpijoTec?

vat oA £0K0MO! KepBiZovTag Kanowo ans Ta Badges Tou Go Cosmos yna
auTopaTa oTo; S Top XproTes. oo mio oAAG Badges Kepdilei

T600 o UM, BN KePBIZeS Nopyog .

THE LEAGUE

Mg kepdifw Badges . vagelis s.

6 Kat 1) Mo anAA svépyeta (6mwg mx N Eyypapn oTo CosmoSport.gr) e xenarog A.
NBaE1 va KepBioei éva Badge! EIoNG HNOpEIS va KepBioeis véa Badges KATEPINA T.
KAvovTag VEEG ay0pEg OTo CosmOSPOR.gr aAAG KaL POBETOVTG Ta OY0Ma 60U 2
TG MPOIBYTa BTNV KAPTEND AEOAOYTIOEwWY 9. Mavidhng .
EAENH B.

| Evépyeia [ Badge |

Eyypag | Go Starter
n Ayopd [0 Atniete

NMAnpogopieg
Ta Badges pou

3 Ayopég |80 champ

3+ Ayopés | Go Champe

10 AgloAéynon | Go Reviewer
3 ARMOYioEIS | Go Top Reviewsr
3+ Afwohoyoeig | Go Top Reviewers

Ewova 7.9: Epugdvion minpo@opuiov



EYELG Kepdioe! Ta napaxdrw Badges!
JUVEI0E TIC ayopeq 00v 0TO COSMOSSPOML.gr Y1a va KEPBIOELS Ki GAAG
Badges.

(2 &

Ewova 7.10: Eugdvion Badges evepyol xpriom

THE LEAGUE

Top XprioTeg

. OOTEINHK.

. [1OPFOZ K.

. SOFIAK.

. avieAic N.

. Mopyoc .

. vagelis s.

. xpnoTogA.

. KATEPINAT.
MaviAng ©.

. EAENHB.

NAnpogopieg
Ta Badges pou
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Ke@aiawo 8

AvaAvoT) ATOTEAECUATWV

8.1 MeTPNOELG LOTOTOTIOV

H mAat@dppa Gamification evowpatwbnke otov U0 HEAETN LOTOTOTIO OAA YO TEXVIKOUG AGYOUG
IOV YOV VX KAVOULV HE TNV TIOAD LEYOAT ETOKEPILOTNTA TOV eshop KT TIG HEPEG TWV YIOPTWV
touv [laoxa, 8eSopévouv OTL To cvomua Gamification Sev vmoompuwe TOOO peEYGAO OYKO

TIAN|POPOPLWV, OTAUATNOE ) AELTOLPYIX LETA OTIO 23 NUEPES.

To ocOomua €ixe KATAOKEVAOTEL WOTE Vo AMOONKEVEL UETPNOELS KAOMUEPIVA CXETIKA HE TIG
EVEPYELEG XPNOTN OL OTIOLES ELYAV TIPOYPAUUATIOTEL VA ATIOTEAEGOUV GTOXO0 AENOTG KIVIITPWVY ATtO

™V MAat@opuc. ‘Etol, oplotnkoy oL TTapakatw PETPIOELS TIOL ATIOONKEVOVTAL ATTO TO CUCTI LA

93



Néot Aoyaplaopol

[MwAnoelg

A&lodoynoeig

Movadikol eTIOKETTES

Ot petafANTéS Kataypd@nkav yia Toug unves Maptio kot Ampillo wote va vmapyel Babuog
oUYKkplonG. Adyw NG amOTOUNG QTEVEPYOTIONONG TOU GUGTIUATOG TPV TO TEAOG TOU ATIPIAN),
LTIOAOYI{OUE KAl TOV PECO OPO MUEPAS Yot KAOE UETABANTI) WOTE VA UTTOPECOVUE ETEITA VX

vToAoyioovpe ™ UeTafoAT). Ta ATIOTEAEOUATA (PAVOVTAL GTOV TIOPAKATW TIVOKA:

Mdptiog (31) | /uépa | Ampiiiog (23) /uépa MetapoAr (%)
Néot 1440 46.5 1698 73.8 +58.7
Aoyaplacpot
MwAnoeig 1058 34.1 1385 60.2 +76.5
A&lodoynoelg 5 0.16 18 0.78 +387
Movadikol 331000 320000
Emiokémnteg

Mivaxag 8.1: Metprjoeis lotdtomou

8.2 Amavtnoeig Epowtnuatoioyiwv

EmgxOnke va amootadolv epwtnuatoddyta (Setypa tov epwmuatoAoyiov oto [apdpmpa A) o
0AovG TouG TteAdTeG ToL eixav AdBeL pépog oto ocvotnua Gamification, petd to mEPAG evAg pnva
WOTE VAL EVOIL KPKETOL OL XPT)OTEG KL VA UTIAPXEL APKETH TIANPOQOPLO. ZKOTIOG TWV EPWTIOEWV TWV
EPWTNHATOAOYIWV 1TAV 1) KATAVONOT) TWV TIPOBECEWV TWV TEEAATWY, TOU BaBpov e5oikelwong Toug

LLE TO LOTOTOTIO, TNG EVACYOAN 01| TOUG e To cVoTNUa Badges kat v amoteAsopatikdmtd autov.
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YuvoAikd 1690 xpnoteg Edafav péEPog 6To cVUGTNUA Kol 08 OAOUG ECTAAN TO EPWTIHUATOAGYLO TTOU

TIPOVCLALETAL AVOAVTIKA 0TO TIApAPTNHA A. ZUVOAIKA UTMpEav 87 amavnoelg Kot Tapoustdlovial

OTOV TINPAKATM TIVOKA.

HAwkla

<18 2.3% 2

18-30 24.1% 21
30-45 69.0% 60
>45 4.6% 4

duvAo

Avdpag 42.5% 37
Tuvaika 56.3% 50
AMo 0 0

[éoo cuyvd emokénteste To CosmosSport.gr?

Eivain 1n pov @opd! 16.1% 14
Kabnpepwva 11.5% 10
Mepkég opeg v efSopada 24.1% 21
Mepkég opEG To unva 41.4% 36
Imavia 3.5% 3
Zxedov moté 3.5% 3

II0o0ovg TOVTOUG CosmosGO £xete GLAAEEE?

Agv elpat evipepog yia to tpdypappa CosmosGO 51.7% 45
A€V CUUUETEXW 25.3% 22
Amévtnon (M.O. 30) 23.0% 20

AdBate pépog oo poypappa Bpapeiwv CosmosGO?

Not 9.4% 8

Oxt 90.6% 77
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IMowx BpaPeia CosmosGO xete kepSioer?

Go Starter 14.0% 7
Go Athlete 2.0% 1
Go Champ 0.0% 0
Go Champ+ 0.0% 0
Go Reviewer 0.0% 0
Go Top Reviewer 0.0% 0
Agv yvwpillw To TPpOYypappIa aUTO 88.0% 44
Yag apeoeL va kepdilete Bpafeia?

[Tapa ToAv 33.3% 27
[ToAv 29.6% 24
Adiapopo 25.9% 21
Afyo 11.1% 9
Kabo6ov 0.0% 0
TL0£0m £xete otov lMivaka Katataing

Aev yvwpllw/Aev CUPPETEXW 75.0% 33
Amavtnon: M.0O. 7.5 25.0% 11
OéAete va avéBete YnAotepa otov Mivaka Katdtagng?

[Mapa ToAY 23.5% 16
[ToAv 29.4% 20
Adidopo 38.2% 26
Atyo 5.9% 4
KaBdAov 2.9% 2
Ou tpooBéTate pa véa a&loA0ynon 6€ KATIOL0 TIPOiOV, e 6TOXO0 Vi kKepSiceTe
TOVTOoVUG 1] véo Bpafeio?

Nay, To €xw 161 kavel! 1.3% 1
Noa 44.3% 35
Towg 41.8% 33
Oxt 12.7% 10
T etvar avTo oL 6ag apecel 6to CosmosSport.gr o€ cOykplon pe dAAa e-shops?
Evxpnotia 31.8% 27
Aflomiotia 40.0% 34
KaAég tipeg 69.4% 59
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Avtapof3n) pe mévtovg CosmosGO 9.4% 8

Avtapo3n pe Bpafeia (Go Champ, Go Reviewer ,ka) 2.4% 2

Oa mpoteivate To CosmosSport.gr 6€ KATOW iAo cag?

Nay, To €xw 161 Kavel 54.0% 47
Nay, 8a to éxkava 36.8% 32
Towg 6.9% 6
‘Oxt 2.3% 2

Oa ovveyioete va xpnopomoleite to CosmosSport.gr ywx TG ayopés cag?

Noat 84.9% 73
Towg 12.8% 11
‘Oxt 2.3% 2

[Mivaxag 8.2: Amavtioels Epwmnpatoroyiwv

8.3 AvaAuor) ATOTEAECUAT®WV

8.3.1 Metpnoeig Iototomov

Ta amoteAéopata eival apKeTA vOAPPLVTIKA Kot UTIOoTNPICOLV TIS 16€EG OXETIKA e To Gamification
IOV UTIOoTNPIEL T €pguvaL. ‘OAES oL LETABANTES TToL ixav AN@Bel uTTOYM TTarpovGLAloUY EN oM KATA
To Siotnua 6Tov To Gamification eiye evowpatwOel o€ cUYKpLom pe To Stkopa 6oV Sev uTMPXE
Gamification. H &npuovpyio véwv Aoyaplaoiav kot ot TtwAnoelg augnnkav kata 58.7% kot 76.5%
avtioToya, evw ot agloAoynoels Tpoidvtwy kata 387%. [apatnpeltal OTL Sev UTIAPYEL ONUAVTIKT

Slpopd 6ToV ApPLBPO ETIOKETTWY Kol LAALOTA ERPavIlETaL pelwon Yo To puiva AttpiAto.

Etvar onpovtikd va AngBovv umoym Kot ot EwTepKol TaHP&yovTeS IOV (0WG Vo ETMPEACHV TO
amotéAeopa. ATO ouToUG EexwPIlOVHE TV OKOVOLLKT KATAOTAON KL TI§ OYOPAOTIKEG GUVONKES
IOV EMKPATOVCAV TNV TEPIOGO TIOV EYIVAV OL LETPNOELG. ZUYKEKPILEV, OL LETPTOELS TOU ATipthiov
TEPLEAQUBaVOY KL TIS HEPEG TWV YIOPTWV Tov [ldoya 0Tov To wPEplo TwV KATACTNHATWY lvat
ETMEKTAPEVO KAL ETILTALOV TO KATAVOAWTIKO KAIpA elvat TTapaSootakd emouénuévo Se50pEVNG KoL TG

kataffoAg Swpov IMaoxa oe WOWwTKOUG vTaAAnAoug Kat avépyous. H odEnom tou aplBpov
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TIwANoEWV PTopel o€ eva Babpd va amodobel oe autodv Tov apdyovta, cAAG pe SeSopévo OTL amd
TIG 23 Nuépeg pETpnong, Hovo 10 TepITov aViIKoUV 6TV €0PTAOTIKT Tepiodo, pmopet va BewpnOel
OTL 8ev )TV 0 POVASIKOG TIPAYOVTOG TIOV ETNPENCE TN METPNOT). MeydAn avénom mapatnpronke
otov aploud afloAoynoewv. MAAOTA OTIG APYIKES ETKOVWVIEG LE TOV SLYEPLOT TOV LOTOTOTIOU
elxe ylvel avaopd 6To cUCTNUA AELOAOYT|CEWY GOV [N AELTOUPYIKO E EAGYIOTES VEEG ELOAOYNOELS
k&Be pvo. Kata to Sidompa opwg, 6mov to cvotnua Gamification eiye evowpatwbdel otov
LOTOTOTIO, TIPOCTEOMKOV TIEPITIOV 4 (POPES TIEPIOGOTEPES AELOAOYNOELS OE TIPolovTa SnAadn adénon
Tepimov 387%. Auto, o€ GUVSUAGUO LE TO YEYOVOS OTL ToV ATipiAlo uTIpX OV ALyOTEPOL OTOV APLOUO
ETOKETTES, €Vl ONUAVTIKO EUPNUA KAHOWES 1) UETPNOT LT €V EMMPEACTNKE ATIO EEWTEPIKOVG
TIPAYOVTEG — TO AyOPAOTIKO KAUQ Sev €xel oxéom LE TV TIPOCHNKN AELOAOYTOEWY - GUVETIWS
OPEMETAL KATEEOXMV OTIG CUVONKES KABOSYNONG Kol KOAALEPYELXS KIVITPWY TIOU SULOVPYNOE TO

ovomua Gamification.

Tupmepaivoupe Aoutov OTL M evowpdtwon Gamification oto eshop, eixe ws amotéAeopa v avénon
TOU QPLOUOV EKTEAEONG TWV OTOXEVOUEVWV evepYeElwV. Mmopel va apatnpnBel pa e&aptnon
HETAED TWV TEXVIKWV TAYVISLoU KAl TG ai€nomG KIVITPoOU TOU XP1OTI TIPOG TNV EKTEAEON WLAG
EVEPYELAG TIOV SLaOPETIKA Sev Ba ekTeAoVoE. TUVETIWG BEWPOUVE OTL TO CUOTNUA ElYE EMITUXIX

OTNV KOAAMEPYEL KV TPWV OTO XPNOTN KL 0TV KatBoS1yn ot ToL TPog TIG EMBUUNTES EVEPYELES.

8.3.2 AfloA0ynon Epwthuatodoyiwy

Ot HETPNOELS IOV TIPOKVUTITOVV ATIO TI§ ATIAVTIOELS TWV EPWTNUATOAOYIWV UG Sivouv pia EKOVA
TWV TIPOTWICEWV KAL TWV OTOXWV TWV TIEAATWY TOU KATACTIUATOG 0 GUVSLAGHO UE TO CUCTNUA
Gamification. [Tapampeitat 6Tl SNUOYPAPKA, UEYOAUTEPO TTOCOOTO XPNOTWV €Vl HETAED TwWV
NAwv 30-45 kot e EAGXLOTA PHEYOAUTEPO TIOGOOTO YuValKeG. [Iepimmou ol puool atd Toug XproTeg
EMOKETTOVTAL TOV LOTOTOTIO UEPIKES POPES TNV ERSONASA 1 LEPIKES OPEG TO unva. Movo 23%
amdvtnoe OTL CUUNETEE 0TOo UTIdp)OoV Tipdypapua Loyalty Tou kataotipatog evw, povo 9.4%
amavtnoov BETIKA OTNV CUUUETOXN OTO TIPOYpaupa Twv Badges, mapdro mov 6cot edafav to
EPWTNHATOAGYLO0 glxav 110N ouppetdoyel oto Tpdypappa. Iepimov ol pool xprioteg MAwoav ATt

gxovuv kepdioel kamolo Badge evw emiong ol ool amdvtnoav 6tL dev yvwpil{ovv kav m B€or mov
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gxouv otov Iivaka Katdtaéng. 60% twv xpnotwv amdvinoe otL emBupel [ToAv 1 Mdpa MoA va
kepdiel Badges ko emtiong mepimov 54% MAwoav 6Tt emBupovv va avéouv o peyoAutepn Béom
otov Ilivaka Katataéng, 'Eva moocootd 69.4% twv xpnotwv Selyvel va TIPOTIHA TO KATACTNUO
EVaVTL CAAWVY AGYW TWV KOAWV TIHWV T, evw 2.4% SnAwvel 6TL To TTpdypappa Badges kablotd to
KaTAomua KoAUTepPo atd dAda. TéAog, Trepimov 90% Twv xpnoTwv SAwoav 0TL Ba TIPOTEWVAY TO
KATAo MU 0€ KaTolo ido Toug (54% To £xouv 1161 KAveL) Kot Tiong TTapopolo tocoato (97%),

SAwoav 0TL Ba cuveX(GOLY VL XPNOLLOTIOLOVV TO KATAGTHUA YO TIG OYOPES TOUG,

Ta cupuTEpAGHATH TIOU TIPOKVTITOUV EVAL TIOIKIAQL ZNUOVTIKOTEPO ATIO QUTA Elval To Yeyovog OTL
TIOAAOL XP1|OTES CUUPETELX OV 0TO TIPOYpappa Badges xwpls va to ouveldntomoujoouv. Eve vmmpxav
EekdBapeg omTIKEG eldoTomoels, ToAAol Sev TIG Tapatpnoav, 11 8ev Toug £dwoav onuacio.
[MopdAAnAa, Atydtepol amd Toug pioovg £8elfav va yvwpifouv Towx ouykekpyéva Badges elyov
KepSIoeL EVw oL ool TTEPITIOV aryvoovoav evteAws v UTtapén evog IMivaka Katdtadng 1 Sev néepav
™ B€om oV omoia avikav. Ta Tapamave (Cwg 0PeMOVTUL GTNV XAUNAT] ATTOTEAECUATIKOTITA TOU
oVOTNUATOG £180T0MOTG Yo KepSlopéva Badges kat oty EAATT EVIIUEPWOT TWV XPTOTWV CXETIKA

HE TNV UTIaPEn €VOG VEOUL GUOTILATOS OTIWG UTO Twv Badges.

Emumpoo0eta, peydAo tooooTto xpnotwy Sivel peydAn onuacia oty emPBpapevon péow Badges kat
Miong peyddo TooooTo xpnotwv embupel va aveBel o kadvtepn B€om otov IMivaxa Katdtaing,
EVW TIEPITIOV OL ool Bt EKTEAOVOAV KATIOW EVEPYELX [IE OTOXO TNV amoktnon véou Badge. Auto

OUMPWVEL [IE TA TIAEOVEKTILATA KL TNV EVICXVOT KWV TPWV TIOV TIPOEPXETAL aTtO T Xprion Badges
oV peAetOnke o BBAoypapial13].

TéAog, 1 yeviki] elkdva TOL KATAOTHATOS EUPAVICETAL TIOAV KOAT) Kot TTOAAOL XP1|OTEG EKPPATOLV
TO00 T S1K1) TOUG EMOVL VA GUVEX(GOUV VAL TO XPNOLOTIOLOVV 000 KAL VX TO TIPOTEVOUV GE AAAOUG
XPNOTES. Agv LTIAPXEL ApLEDT) CUOXETION pe To cVoTnUa Gamification kKaBwG pHoVO Eva HKPO TOCOGTO
Setyvel va Bewpel 0TL qUTOG €lval 0 AGY0G TIOU TO TIPOTLYOVV GE GXECT] HE TOV AVTXYWVIOUO, 0AAL
UTIOPOVE HE AOPEAELX VA UTIOBEGOULE OTL 1] VAOTIOMNOT) TOU GUCTIIATOG OTOV LOTOTOTIO, £ite Sev

ETNPEALEL EITE PEATLOVEL TNV EKOVA KL TNV ATTOS0XT] TOU KATAGTILATOS ATO TOUG XPTOTES.
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Ke@aiawo 9
Ertitdoyoc

H mapovoa Siatpifn) Siepevvnoe v vAomonon evog cuotiuatog Gamification og pua vrmpeoio
NAektpovikoL eumopiov (eshop). MeAemOnke n vmapxovoa PBAoypagia Tavw oto Bgua Kat
SlepeuvnOnke 1 oxediaon TaPOROLWY CUGTNUATWY GE SLAPOoPES TIOA) YVwoTeS LT peoies. 'Emeta
TIPOXWPNOAUE 0TV OXESIKOT TOLU CLUOTNHATOS AAUPAVOVTAS LTIOYT| TIG TIPOUTIOBECELS KAl TIS
QIIOUTIOELS WA UTINPECING MAEKTPOVIKOU eUTopiov. AvoAVONKE [ TAATPOPUA  EPYOAEIWV
oxedlaong cvomudtwv Gamification To omoio xpnowomonOnke otV VIO oxXedlaoT TAATPOPU
KOl £TOTG, TIAPOVCIAGTNKE 1 oxediaon Twv amapart)twyv User Personas kot Case Scenarios Tov
XPNOWWOTIOMONKAV 0NV EVOWHATWOT] TOU CUCTIUATOG otV UtTmpeoia. TEAog, avoAdbnkav ot

UETPNOELS TIOV £YVAV GTNV UTINPESLA LLE GTOXO TNV AVAAUOT] TWV ATIOTEAECUATWY TOU CUCTIUATOG,
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Ytoxog ™G SwtpPrg elvar 1 oxedlaom €vOG CUCTNUATOG TIOU XPNOWOTIOEL TEXVIKEG TIOU
TIPOEPXOVTAL ATIO TO XWPO TWV THXVIOWWV — ocuvaloBnuo uBUPING, AVTOYWVIoHOV, VIKNG Kol
emPBPABevong - KaL 1 EQAPLOYT] TOV GE IO UTIAPXOVCA UTINPECIX NAEKTPOVIKOU EUTIOPIOV LIE OKOTIO
TNV KOAAEPYEL UTWV TWV OCLUVALCONUATWY 0TO XPNOTH Kol KAT EMEKTAOT] TNV EVIOXLOT] TWV
Seapwv padl Tov KoL TV BETIKT) EVEPYOTIOMNOT) TWV KIVIITPWV TOU TIPOG TNV EKTEAEDT) CUYKEKPUUEVWV
EVEPYELWV. ZTNV UTMPECLA GXESIACTNKE KAL EQAPUOCTNKE Eva cvotnua Gamification faciopévo ota
Badges/Points/Leaderboard Touv oOmwg eldape amotedolv  €va  QTOTEAECUATIKO  HECO

kaBodnynong[13].

Ta amotedéopata NTAV GAPKETA EVOAPPUVTIKA KAOWE, 1) EVOWUATWOT TOU GUCTHUATOS OTHV
vtmpecia elye OETIKO AVTIKTUTIO OTNV AENOT) TWV EVEPYELWV TIOV giyav TeBel amd Tov oyedlaot).
Mia ouyKekpIEVT EVEPYELQ, T) TIPOCOTKT a€loAoyNoEwV EPPAvioe avénom 387% -Tapdpola ocvénon
OTlwG ekelvn TIov  TapatnpPnOnke oy MAat@oppa Gamification ov xpnoyomnonoe n Samsung
omwg eidape ot BPAOYpaial25] - o€ oxeon He TPV IOV oNUAIVEL OTL EMETEVXOT OE OTUAVTIKO
BaBuo6 0 0TOXOG EVICYLUONG TWV KIVITTPWV TOU XP1IOTN, TIOU CUUPWVEL LE TI§ aVOAVCELS TToV eldape

TIPATIAVW OYETIKA LLE TIG TEXVIKES KaBod1yNnong[07, 66].

"ETol, 0T £yve oty Tepimtwor) tov epyadeiov Nike+ kat Tou kataotipatog Teleflora ov eiSapie
ot BPBAOYpa@IKT avaoKOTINOT, OL XP1IOTEG TIAEOV SEV EKTEAOVOOV AAG M aXyOpd 1) TtPOocOkn
aloAdynomng, cAAG TiapakoAovBovcav TV TIPOodo Toug pEow Twv kKepSlopevwy badges kot ™G

B£0MG TOUG OTOV THVAKAX KATATHENG KAL GUYKPLIVAVY TIG ETIOOCELS TOUG ATTEVAVTL OE AAAOVG XP1|OTES.

H mapovoa Stxtpifny avoAVel Tig onUavTIKEG apxEG Kol KatevBUVOoELS TTou TrepAapfavovTat otV
oxedlaon cvomuatwv Gamification yix vrmpecieg NAeKTpoVIKOU eUTTOPiOL KAl aVASEIKVUEL TNV
QMOTEAECUATIKOTNTA TOU OTNV QVATITUEN TwV TEXVIKWV KaBodynong, evioxuong KvnTpwyv Kot

Snuovpyiag Seopwv.

Mua oAU Baoikr) cuVELGPOPA BewpElTaL TO YEYOVOGS OTLT) €V AOYw EPYACIA AVETITUEE TEXVIKEG IOV
XpnoomomonKkav Kot afloAoynOnKoy ERTIELPIKA GE TPy LATIKEG CUVOTKES, EVG) UTTOPEL LLE OYETIKN
QAO@AAELN VAL UTIOOTNPLXTEL OTL ATIOTEAEL aTtO TIS TPwTES €v EAAGSL vAoTonjoelg Gamification o€

eshops. Elvaw pia amd Tig mpwteg eumelpkés vAomonjoels Gamification e€elbikevpévn oe éva
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KOTAOTNUX aBANTIKWV €8WV 0€ TPAYUATIKEG OLVONKEG pe Tiparypatikols xpnotes. Taw User
Personas kat Zevaplx Xprjong Tou TAPOUCIACTNKAV, KOAUTITOUV o€ HEYOAO Babud OAeg Tig
TIEPUTTWOELS XPNONG YL TIAPOHUOIN KATAOTNUATA KAl UTOPOUV VA OTOTEAEGOUV 08Nyo Yl
pueMovtikés  vAomomoelg  Gamification  eumoplkoy  xapaxTipA, VW UE  WIKPES
TPOTIOTIOWOELS/TIPOCONKES UTIOPOVV VA EPAPUOCTOVV GE NAEKTPOVIKA KATAOTNUATA SLopOpwv
€WV TPOIOVTWY. Ot HETPNOEIS TwV KABOSNYOUUEVWY EVEPYELWV GE GUVSLACUO LE TIG SLKBETELS
TWV TEEAXATWV TIOV UTIOAOY(OTNKAV UECW TWV EPWTNUATOAOYIWY, SEYVOLV OTL UTIAPXEL TIPOGPOPO
E601POG YL ETILTUXTLEVT] XPTON TWV TEXVIKWY UTWV TOOO G€ NAEKTPOVIKA KATAGTNUXTA OG0 KAl GE
SLAPOPEG AAAEG NAEKTPOVIKEG UTINPEGLES, OTIWG TTAXTQOPLES eLearning, EMXEPNOELS IOV ETOVUOVV
VA EVIoYVUO0LV TNV TIAPAYWYIKOTNTA TWV VTIOAANAWY TOUG 0AAQ KAL OE ETIYEPNOELS EGTINONG Kol

SlaokedSaong.

MeTa) TWV TEPLOPIOUWVY TIOV TIAPOVCLAGTNKAV OTIV TIAPOVCA £PELVA, ONUAVTIKOTEPOS 1JTAV TO
LKPO XPOVIKO SIACTNHA EQAPUOYTG TOU CUOTNUATOG oV online utmpeaio. ‘OTws avapEpbnke, yx
TEYVIKOUG AGYOUG TO OUCTNUA NTAV EVEPYO UOVO yix 23 MUEPES KAl BewPoUUE OTL HEAAOVTIKES
EPEVVEG Bar TIPETEL VAL EPAPUOCOVV TO CUOTNUA YIX £V SIACTNUA TOVAGXLOTOV 60 MUEPWY Yl
€YWY OAOKANPWUEVWV ATOTEAECUATWY Kol S£S0UEVOL KL TOU OUENUEVOU KATAVOAWTIKOU
KAlpatog kata Tig nuépeg tou Idoxa, mpoTelveTal va VTApXEL SLupopoTomon oTIS TEPLOSOVG

EPAPUOYTG.

EmumA£ov, Sev vAomomBnkav 6Aa ta Levapla Xprjong Tov TapouctaoTnKav. AGyw TEPLOPLOUWY TIOV
TéOnKav 1000 AGyw NG TiiEoT|G XPOVOU 000 KL ATIO T CUVEPYACIA LE TNV ETIXEPN 0T, EVW Elxav
oXESOTEL HPKETA CEVAPLA BACIOUEVA TIAVW GE QUTOV TOV TUTIO EUTIOPIKOV KATAOTIHATOS, UT&
dev vAomomOnkav. ‘ETol, HEAAOVTIKEG EPEVVEG, UTTOPOVV VX XPTNOLLOTIONCOUV QUTA TOL GEVAPLX K

va ta e§eAIEoLV, aVaTTUOo0OVTOG AKOPX TIEPLOGOTEPO T oXediaom evog Gamification cuoTipATOS.

Txetwkd pe tn oxedlaon twv User Personas, évag mapdyoviag Tov dev xpnolomombnke eivat 1
KOTIYOopLoTIoon Twv Xpnotwv Bdoet Tou kavova Bartle[65] cAAG ko 1) xprjon Twv Snuoypa@kwy
XOPOKTNPLOTIKWY OE PEYOAUTEPO BaBo oty oxediaom Twv Zevapiwv Xpriong[67] .
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EmmpooOeta, T0 clvomua 8ev eVOWUATWOE KIVITPA KOWWVIKNG OAANAeTiSpaong, OTwg
KOWOTIOMomn o€ KOWwvIK& Siktua, avtodrayn “Likes” ko oyoAlwv oAAd kot Snpovpyla opdSwv
KOWOU €VELPEPOVTOG, TIOU OTIWG EdapE EVIOYUOLV AKOUA TIEPIOCOTEPO TNV OUVOECT] LE TOV
mieAd[10]. [IpotelveTal o PEAAOVTIKEG EPEVVES, YIX LEYOAUTEPT SEGUEVOT) TIEAXTWV KL EVICYUOT
KOWWVIKNG €EAMAwONG Tov brand name, va evowpatwBolv XopaKTPLOTIKA KOW®VIKOTIOMOoNS

omwG “Likes”, oyOAla KAl EIKOVIKEG TIAPOTPUVOELS TIPOG AAAOUG XPT|OTES.

'OTwg eldape oTNV VAAVOT) TWV EPWTNUATOAOYIWY, LTIPEE XAUNAT] AVTATIOKPLOT TWV XPNOTWV
omv amnodoxn Twv Badges toug kat oty entyvwon g Bgong toug otov IMivaka Katatagng kat
aUTO amoS0BNKe oV EAAT) evnuEPwOon Kal eldoTioinon toug. IIpoTeivetatl AoV o€ HEAAOVTIKES
VAOTIOWOELS, 1) KAAUTEPT) EVIUEPWOT] TWV XPTOTWV YLX TNV UVAOTIOMON €VOG VEOU CUCTIUATOS GTOV
vTapyovta lototomo. Emmpoodeta, Oewpovpe onuoavtikd va BEATIwOEL 0 TpOTIOS EISOTIOMOEWY TWV
XPNOTWV OXETIKA HE ™V omovoun] Véwv Badges t000 pe TV EUEAVION EUEATIKOTEPWV
EI50TOMOEWY, AN (0WG KL [E TN XPNION EVIUEPWTIKWY emails touv Ba otéAvovtan KABe popd Tov
o xpnomg kepdilel pa véa emPpafevon. Kat' emeéxtaom, pmopel va amooTEAAETAL VA TOKTA
XPOVIKA SlaoTipata Vo eVUEPWTIKO email pe TAnpo@opleg oxeTkd Pe TV B€om Tou xprioT oTov
IMivaka Katdotaong, Ta kepSiopéva Badges, 0AAG KAl TIPOTAGELS Y10t EVEPYELEG TTIOU UTTOPOVV VX TOU

QTOPEPOLV VEES eTPBPAPBEVOELS.

TéAog, TpoTelveTal o HEAAOVTIKEG EPEVVEG, VU EQAPIOCOVV TNV VAOTIOMOY| TOUG OE TIEPLOCOTEPA
amé éva kataomuata ([epimtwoelg Xprong) woTe va GUAAEEOLV LEYOAVTEPT) TIOIKIALXL LETPT)OEWY
Kot a§loAoynoewv. Auto Ba Bonbnost oy KOAUTEPN aVAAUOT] TWV TASOVEKTNUATWY KAl TWV
LELOVEKTNUATWVY NG oxedlaomg, v B 0dnynoel o€ TIEPLOCOTEPO EGELSIKEVIEVEG VAOTIO|OELS |IE
peyoAvTepn amotedeopatikdmra. Emiong, cuviotdtal va cupmepA&Bouv LETPIOEL OXETIKA LLE TOV
aplOud emokePewv ot ceAlda eppavions twv Badges tou kdBe xpriom, cAA& kat ot ceAida
TIANPOPOPNONG OXETIKA pe To oot Badges kabwg elvon onpavtikod va vmoAoylotel o BaBpog
€50KElWOMNG KoL EVaoXOANCTG TV XPNoTwv HE auTtd Sedopévou 0Ty, 0mwg elbape [07], xwpis ™
ouveldnT amodoxn Kol XPrion TOUG O TOUG XPNOTES TNG UTMPESING TA ATIOTEALCUATA TOU

ovoTuatog vofaduilovral
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