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7o Gamification lvat n xprjon otoLyelwv
Kal TEYVIKWVY gyedlaciou malyvidLou o€
business rtepiBdllovra.

Adev elvat Eva pabnuartiko
LIOVTEAO oUTE liia mpooopolwon

(I orrou kal&el(tal kdmolog va

- rraiésl o€ SeSOUEVES
dynargie KataotTdoeLg.
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H onuavtikotepn avdykn otnv orola amavtd to ANAI‘KH

gamification elvat n avgnon tng &éopeuong Twv

OUMMETEXOVTWY Katd Tn OSLAPKELA TNG EKTIALSEUTLKNG

Sltadlkaotag. H avaykn autn Beata umrpxe mavta. Auto E I AAM E;
TIOU TWPA TNV £KAVE TILO ETILTAKTLKN €lvat to Remote

Working.

MaAldtepa, kal &edopgévou OTL N ekmaidsuon Adupave

XWPA OE EVA CUYKEKPLPEVO XWPO OTIOU Ol CUPHETEXOVTEQ

glyav tnVv eukalpla va elval Kovta PE TOV €KTIALSEUTH)

OPKETEG WPEG KAL yla TIOANEG MEPEG, N SeOpEUON TWV

OUPMETEXOVTWV NTAV EQLKTN aTtO TNV apxH), yla KATIOLoUG

ALYOTEPO KAL yLa KATIOLOUG AAAOUG TIEPLOCOTEPO.

2AUEPA, AOYyw TOU Remote TmepBAAOVTIOG, N €EKTIALSEUTLKI) SLASPOMN EXEL
MEYOAWOEL Ot XPOVIKO opllovta katr €xeL SlalpeBel o€ PLKPOTEPNG SLAPKELAG
eKTIALOEVUTIKA Sessions. O XpOvog tng SLadpaong pe TOV EKTIALSEUTH] KAl Katd
OUVETIEL TNG SEOPEUONG EXEL MELWOEL SeS0PEVOU OTL OL EKTIALSEUTIKEG EVOTNTEG
SLapkouv TAgov 3 pe 3,5 wpec.

AKplBwG AOyw NG amootacnG TOU  UTIAPXEL METAEU  eKTIALSEUT)  Kal
EKTIALSEVOPEVOU, PEPOG TNG PABnong exel petagepBel ektog ailbouocag. Otav yua
Tapadelypa kamolog AapBavel pla aocknon, eva Blvteo, €va quiz TOU TIPETEL va
ATIAVTNGCEL ) VA XPNOLUOTIOLNOEL OTO TAQLOLO TNG eKTIaldeuong, Ba TIPEMEL va €XEL Eva
EMUTAEOV KLVNTPO yLa va TO KAVEL, a@ou TAéov &€ Bploketal ekelvn tn oTLypn otnv

aibouoa padl pe Toug UTIOAOLTTOUG EKTTALEEVOPEVOUG KAL TOV EKTIALSEUTI) TOU. (‘
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£€0pEVON KatA tn

EKTTal

To Remote Working ékave tnv
aA
)

EriurtAgov, oL oAogva au&avopeveg

ATIALTHOELG TWV VEOTEPWV YEVEWV
KaBw¢ kal n taon t¢ Dynargie va
akoAouBel mavta TG €&eAl&eLg tng
EMOXNG otov topea tou soft skills
training, €pyxovtat va evioxUoouv
akOpa TEPLOOOTEPO TN XPron Tou
gamification amd tov opyaviouod
Hag¢ wg Baolkou epyaieiou yla tnv
avénon tn¢ &éopeuong TWV

EKTIALSEVOEVWV .

dynargie



MOIA EINAI TA AAIAMOIZBHTHTA
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NMAEONEKTHMATA.

NMAEONEKTHMATA TOY
GAMIFICATION

EvBappuvel tnv aAAayr) otn

ouuTIEPLPOPA

Mpoopepel apeco feedback

AuEaveL tn &eopegucn Tou

EKTIALEEVOPEVOU

MapakLVEL TOV avTaywviouo

Atatnpel T mMomentum  TNG
HABnong oToV TIPOCWTILKO PUBUO

TOU KABg ouppeTEXOVTA

Augavel tn duvatotnta dLatnpnong

Kal avAkAnong tng yvwong

dynargie



MATI

AOYAEYEI TO

GAMIFICATION;

Autonomy

Ztolxela tou self determination theory

Me Bdaon to self determination theory,
UTIAPXOUV TPELG Bacikol TapAyovieg Tou
Kavouv TO gamification va amoteAel
ETILTUXNUEVO €PYaAElo OTOV TOMEQ TOU
training kat augavouv tn &&opeucn Twv
OUMMETEXOVTIWV:

1. To competence, 6nAadn to alcbnua tou
OTL Ta KATAWEPVW OE KATL. [a Ttapadelypa,
e

O OUMMETEXWV amavia o€

Kata 1t SLapkela EKTIALOEVUTLKNG
Stadpoung,
kdroLa koull AapBdavovtag aueoco feedback
yla tig duvatotnteg tou. Etal, viwbel oTL
glvat Lkavog kat OtL agLloToLel TLG YVWOELG
TIOU TIa{pVEL, YEYOVOCG TIOU TOV KAVEL va
B€AeL va Tipoyxwpnoet (motivation).

2. To relatedness, é6nA\aén to alocbnua ot

naidw padl pe AAoug Kat tpooTadw va

Competence

Relatedness

Byw TPwWTOg pEOA Ot €va OUVOAO
avBpwrwy, €lvat eva otolxelo ToOU
«XTL{E TNV KOWVWVLKI oUvEeon PETAEU
TWV CUPPETEXOVTWV.

3. To autonomy, &nAadn n autovopia
TIoU VWWOEL KAToLo¢ Otav pTopel va
avtamnokplBel og tasks pe Baon to SO
TOU XPOVO, £Xovtag O (6L0G TOV EAEYXO
NG Katdaotaorng tou, €lvat o tpltog
TIapAyovtag Tou KAvel To gamification
QTIOTEAECHATLKO.

Ag pnv E&exvape OtL 0 avBpwtiLvog
EYKEPANOG €lval TIPOYPAPPATLOPEVOG
va Aaxtapd tnv emniAucon Bepdatwy, TG
avabeoelg, TNV avatpoWodotnon, tnv

gvioyuon kat OAEG TLG €MTIELPLEC _TTOU

()
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TtapexeL To gamification.



MOTE EINAI NEPIZZOTEPO
ANATKAIO TO GAMIFICATION;

To gamification eilval amapaitnto kupiwg oe pakpag SLapkeLag trainings mou

Bé\ouv va KpaTAOOUV QUELWTO TO EVSLAWEPOV TWV CUPHPETEXOVIWV Kal
OUYXPOVWG N TIPOOTIABELA TOUG Va ElvaL HETPNOLUN KaL va Kataypagetat.
ErutA€oy, lval XprioLUo o€ €TALPLEG KAL OPYAVLOHOUG TIOU £XOUV SOKLUACEL
TIOMA OToV TOpéa Tou training kat B€Aouv KATL SLaWOPETKO Tou Ba
€VOOUOLACEL TOUG OUMHETEXOVTEG Kal Tou &g Ba otnpiletat pévo oto
KaBauTtou TIEPLEXOHEVO TNG eKTIaldeuong.

TéNog, €lval avaykaio oe pila etaipia / opyaviopo Tou elval Kovtd otn

()
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QLAOCOQLA TOU aVTAyWVLOHOoU TIou SnuLoupyet to gamification.



Ma va elvat emtuxnuévn n «ouvtayr»

Tou gamification, gxoupe evtotiosl ta

€€Ng ouotatika wg Ta 1o arapattnta:

1. Mia EekdBbapn EKTIALSEVUTLKN
Stadpopn mou Ba akoAoubricouv ot
TalKTeC.

2. Ta points (mdvtol) amédoong tou
Ba cuMeyovtal og KABe onpelo NG
SLadpoung Kat Tou &elyvouv TNV
Tpoo&o Tou KABe aiktn.

3. Ta badges Tmou amoteAolv
emPBpapevon kat BonBolv otnv
OTITLKOTIOLNON TWV  ETLTEUYHATWY
TWV TIALKTWV.

4. To QTOHLKO OKOp OAAA Kal TO

opadlkO OKOop péca  amo N

Snuloupyia opddwv.
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SIKA SYSTATIKA

5.0L BaBpoAoykol Tilvakeg

(leaderboards) Tou &eiyxvouv tnv
anodoon 0Awv kat Bonbouv oto va
Slatnpeltal n dlagavela os OAn T

SLapkeLa Tou TatyvisLou.

. Ta Stapopetika enineda (levels) tou

TIaLYVLSLoU TIOU QVTLOTOLXOUV OTLG

EKTIALOEVUTLKEG EVOTNTEG.

. Ta xpovika opia (time constraints)

TIou TtepLopifouV TOUG TIALKTEG WOTE
va armavtouv o€ assignments peoa
OE €VOd  OUYKEKPLUEVO  XPOVLKO

opifovta.

. H apvntikn BabpoAdynon (negative

scoring.

POINTS & BADGES
feQ@ ]

TOYGAMIFICATION:;




NQz TO EOAPMOZEI H DYNARGIE;

Katd tn stapkela Twv trainings tng Dynargie kABe cuppeTEXWVY KEPSIZEL
badges kat points Sivovtag cwotég anavtroslg o€ assignments/ tasks péoa

0€ OUYKEKPLUEVO XPOVO.

Ta €lén Twv tasks yla ta omoia Babpoloyeital kamolog eivat:
H Ttapouoia Tou oTLg EKTTALSEVUTLKEG EVOTNTEG
Testyvwong / kould

EpwtnuatoAdyLa

Yuppetoxn oe Digital Games

Nano learning assignments

o vk~ N~

Anpuwoupyla mpoowTitkol TTAGVoU avamtuéng kat TapakoAouonaor) Tou

Héoa armo tnv PneLakn TAat@opua tng Dynargie (DPlatform)
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. TEAMS

RANKING
v

TéAog, nuloupyettat Eva
concept pe Bdaon to omolo

xTiletal va PneLako
TiePLBAANOV TTOU armtoTeAel
TNV «EVOAPKWON»
(visualization) tou

gamification.



EMMNOAIA &
MAPATONTE2
ENITYXIA2

Ta Baolka epmodla Tou KANBrkape va
AUCOUIE KAl TO KATAWEPAE HE TLTUX LA
Atav Kuplwg VouLka tpoBArpata ou
oxetilovtal Pe TNV LELWTLKOTNTA KAL TO
VOHOBETLKO TTAQLOLO yLa TNV TIPOOTACLA TWV
TIPOCWTILKWYV SE60UEVWV KOBWG €TTLONG KaL N
ETMLTUXNUEVN SNULoupyla vog aAyopLlbuou
TIou uTtootnpilel Eva oAOKANPWHPEVO Kal
OWOTA OTNHEVO score system Tiiow aro to

gamification.

OL mapayovteg emttuyiag elvat:

1. H &nuloupyia atopikol aAAd kal opadikol okop. Exel

TapatnenBel 6TL oL AvBpwWTIOL TTAPAKLVOUVTAL TIEPLOCOTEPO \ y |
OTaV TIPOKELTAL VA CUVELCPEPOUV OTNV opada Toug, TOCO yLa
AOyoug social pressure 600 kat yLa Adyoug team spirit.
2. H énuloupyia SLag@opetikwyv BabuoAoylkwV TILVAKWY
(leaderboards) yLa kABe ekmalSeutikr evotnTa AeLToUpyel
TIAPAKLVNTLKA YLa TOUG CUMPHETEXOVTEG OKOPA KAl aV SEV £XOUV
TIAEL KAAQ O€ OAEG TLG BEPATLKEG EVOTNTEC. ETLITAEOV, UTIOpOUV
va BAEMOUV avd TTAoa GTLYr) To GUVOALKO ranking kat va

€xouv dpeon avatpowoddtnon yLa tnv pooTtdbeld Toud.
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Takis Morfis dyna rgie

Managing Partner Dynargie Greece




