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Evyaprotieg

H mapodoo dumhopatikn epyacio ekmovinke vad v emifreyn tov kobnynm K.
Baoiin Movotdkn, otov onoio ogeilm 1dtaitepes evyaplotieg yo v gukopio Tov
Hov €0mwoe va acyoAndd pe éva Béua mov pe evolapépel ToAd. H kabodnynon kot ot
ocvuPovréc tov, KB’ OAn TN OdpKEw EKTOVNONG TNG €pyociog, Mrtav daitepa

oNUaVTIKES Kot Eman&av KaboploTikd pOAO GTNV EMLTLYN OAOKANP®GN TNG.

Ba NBela va euYOPIGTACH TIG KLPIEG Kol TOLG KVPIOVE OV HOL TOPOYDPNCAV TIC
ovvevievéels. Ot gumelpieg Toug kot o PudpaTd TOVG, KOV £3MGAV YPNOGULES
TANPoeopies yOpw amd to BEpa TG OImAwpATIKNG epyaciag. o Adyovug mpootaciog

TOV TPOCOTIKMV OEO0UEVOV, TOL OVOLATA TOVG £XOVV OVTIKOTACTOOEL aTd YeLI®VLLLAL.

Evyapioto amd kapdidg v otkoyévela pov Miydin, Maipn, Apteun kot Zoeia yio tnyv
dwpkn otpi&n| Ttovg OAa avtd ta xpovia. ‘Eva peydio suyapiotd opeiiw 6tov monmon
pov Koota kot ot yuoyid pov Aptepn, yio tnv aydmn toug Kot TV EUmGTocHVI TPOG

T0 TPOGMOTO LLOV.

Evyoapiot®d modd emiong v kupio Kapatld Xl yio tnv ot)pi&n Kot TV DTOUOVH TG

Katd TN OldpKeELn EKTOHVNONG TNG SIMAMUATIKNG EpYaciag Kot Oyt Hovo.

Téhog €va peydho gvxaploTd oQeil®m vo. 0OCHO GTOVS PIAOVE LOV KOl GLVOOEAPOLS
MuydAn kot Niva, yio 11 uyxdpioteg otrypéc mov nepdoape pali swfalovrag Kot tig
a&éyaoteg eumelpieg Ko’ OAn TN O1GPKELD TV CTOVOMV OGS, OALA Kot TOVS PIAOVG [ov
AmooTtOAN Kol AnpiTpn Yoo TRV ompign kot v euiMo tovg, 1 omoia dtapkel NoN

TOALG TEPLGGOTEPQ YPOHVIOL OO TN SIEPKELD TOV CTOLODV LOV.



IHHEPIAHYH

‘Eva. oOyygpovo @oawvopevo pe avENpéEVo evolopEpov Yoo UEAETN elval antd g
moyvidomoinong 1 gamification kot thg eQapUOYNHG TOV G€ SLAPOPOVS ENLYEPNOLOKOVG
Kot Oyt povo topeis. Ta vrodoylotikd Taiyvia cuvOETOVY Evav EVOALAKTIKO Oplopd TG
naryvidoroinong 1 gamification émwg £xel emkparnost. EEgtdletor 1 60vdeon Tovg e
T o violo, eva akOun yiveton EKTEVIG OvOpOpE GE OPIGHOVG, LE GKOTTO TNV TANPN
amocagnviomn tov 6pov. [Tapdrio mov to parvdpevo givar ToAVOIAGTATO, GTV TAPOVLGA
dmlopatikny epyacio e€etaleton 1 ovvdeon tov gamification pe 1 Swoiknon
avOpomvov dvvapkov. [paypatonoteitat pia BPAOYPOQIKT ETIGKOTNOT TOL £XEL OC
otoyo v Oigpevvnon tov gamification otov  Touéo TG Srayeipiong
avOpomveov toépwv. T'a tepattépm avdrvon tov Bépatog eetalovtal dSloPOopETIKES
TEPIMTOGIOAMOYIKEG UEAETEG, TOL OPOPOVV GE eTaupieg HE OLOPOPETIKO KAGOO
dpaoctnpronoinong g pog and v GAAn. H épevva mpaypatomoteitor pécwo
OLVEVTELEEMVY LE OTEAEYN ETOUPLOV, GYETIKA HE TNV €EO0IKEIMOTN TOLG HE TNV £vvola
o0V Opov gamification kot ™ ypnon tov O £pyorelo TPOGEAKLONG, EMAOYNG Kol

a&10AdYN oM TPOSMOMIKOD.



ABSTRACT

A modern phenomenon of increased study interest is the gamification and its application
in business, as well as other sectors. Computing games compose an alternative
definition of gamification. Their connection to games is also being considered, while
extensive definitions are being made, to fully clarify the term. Although the
phenomenon is multidimensional, this diploma thesis examines the connection between
gamification and human resources management. In addition, a bibliographic review is
presented, aiming to explore furthermore the role of gamification in the field of human
resources management. Finally, a deeper analysis of this concept is based upon different
case studies. These case studies represent the aspects on the matter of companies
operating in different sectors. The survey is conducted through interviews of company
executives, having as a key point their familiarization with the term of gamification and

its use as a recruitment tool.
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KEDAAAIO 1
EIZXATQI'H

1.1 O pérog T®V VTOAOYIGTIKAV TALYVIOV 6T Aloikn o1 AvOp@OmIvov
Avvopikov

Q¢ mayvidonoinon 1 gamification, OTmG €l EMKPATNGEL, AOY® TNG U e&0KelONG e
TOV EMNVIKO Opo, opileTanr ¢ M xpnon otoryeiowv moryvidoov (game elements) kot
TEYVIKOV  oyedloopod  moryvidldv (game-design techniques) oe mepidiiov un
oy vidlov (non-game contexts). 'Evo motyvidomoipévo cvotnuo €xel TOKIAES
EPAPLOYEG avAAOYQ e TOV OKOTO IOV £ELTINPETEL KOIL TO YDOPO GTOV OTOT0 EQaPUOlETaL.
Mia amd Tig moALEG epapuoyég Tov gamification eivor 1 yprion tov w¢ gpyodeio amd
EMYEPNOELS 1| OPYOVIGHOVS WHE OKOTO TNV TPOocEAKLoT, aflohdynon kol €mAOYN
npoconikod. 'Eva 1€1010 cVvoTNUO e TPOGOVOTOAMGUO TN Oloiknom avOpamvov
duVapKoD guvoel TOGO TOVS £PYOOOTEG, OGO KOl TOVG £PYALOUEVOVC. LNV TEPITTOON
oL TPOKETOL Yo JdIKOCIO ETAOYNG TPOCHOTIKOV, Ol VTOYNEOl HEGH TNG
OAANAETIOPOCTG TOVG HE TO GUOTNUO, OTOKTOVV YVAGEIS GYETIKA UE TNV etonpia,
YVopilovy Tovg mAyYEAUOTIKOVG TNG OTOXOVUG KOl £EOIKEIDOVOVTIOL HE TOV TPOTO
Aertovpyiog Kot opydveoong e. Amo v TAELPA Tov, 0 EpY0ddTNG aEL0A0YEL TO TPOPIA
TOV LIOYNPLOV, LLE YVAOUOVO TIS OPYES KOl TOV TPOTO AETOLPYiog TNng emyeipnong.
[Mapatnpeitor Aomdv o 61TTdg pOLOG TNG YPNONG TOLYVIOOTOUEVOV GCUOTHLOTOV GTOV

TOUEN TNG O101KN oG AVOPOTIVOL SVVOALIKOV.

1.2 Avtikeipevo AUTAOPOTIKTG

v Topovco SUTAMUOTIKY €pyacio yivetor ovoeopd oto otolyeio ekeiva, mov
oLVOETOLV Eva TayVISOTOMUEVO GOGTN O 1] VTTOAOYIoTIKO Taiyvio 1| gamified system.
H avédivon mov axolovBei, kaBopiler mANpmg Tov TpoOTO Acttovpyiag evOg TETOOV
ovotnuotog. [Tapdio mov ta VTOAOYIGTIKA TTatyvia Bpickovy eQaproyn G€ SLAPOPOLS
TouElg, OTNV GLYKEKPIUEVT epyacio eEeTAleTon ) ¥p1IoT TOLS WG EPYOAEin Yoo ETAOYT,
TPocéAKvoT Kot agloddynor tpocomikoV. O tpdmog mov mpoceyyiletotl to Bépa etvon

péc® PPAOYPOUPIKNG EMOKOMNONG, EVA TOVTOYPOVA TPUYLOTOTOEITOL EPEVLVA LLE TN



Bonbela ocuvvevievEewv, oxetikd pe TV €EOIKEI®ON TV OTEAEY®OV EAMNVIKAOV

enyelpNoev pe tnv évvolo tov gamification otn dioiknon avBpdTIVOVY TOPOV.

1.3 Opyavoon Kewpévov

H moapovoa Simhopatik pyacio opyavaveTol 6 TEVTE KEQAAALO.

To mpdT0 KEPAAMO OmOTEAEL LLaL E1GOYWYT 6TO OE[0 TOV TPOYLATEVETOL 1) SUTAMUATIKN

gpyacia.

210 3e0TEPO KEPALNO avOADOVTOL KATO101 BaciKol OpIGHOT GYETIKA LE TO TL Bewpeiton
Ty viol, Tt givar to Prvteomaryviot (Video game), evd Aemtopepng avopopd yiveTol ota,
dwapopetikd €idn tov video games. INapovoidletar £va GUVOTTIKO ¥POVOAOYIO TNG
€EEMENC TOVG KOl OvaPEPOVTOL EVOEIKTIKA KATOlM OTATIOTIKG OTOolXElo. 1O 1010
KEPAAOMO UEAETATOL O POLOG TV TayVIOwwV otn {on Tov avBpdmov Kot yivetor M

obvdeon Tovg e to gamification.

To tpito kepdlato amoteret va Oewpntikd vofabdpo yopw amd to gamification ko
TOV OTOlKEIWV eKEIVOV TOL GLVOETOVY €val TOLYVIOOTOINIEVO GUGTNHO. £TO KEPAAOLO
avtd mpaypotonoteitar  PiPAoypapikry emokOTNGoN, OYETIKA HE TO POAO T®V

VTOAOYIOTIKAOV ToyVimv oTr 810iknomn avOpdmTivou duVaULKOoD.

270 T€T0PTO KEPAAOLO TPOYLOTOTOIEITOL 1] EMGKOTNOT TOV EVPNUATOV TNG EPEVVAC, )
omoia €yl oegaybel péow ovvevtebie®mv pe OTEAEYN EAMNVIK®OV EMLXEPNCEW®V, UE

okomo va. depevvndei n e€okeimon Tovg pe v évvota tov gamification.

210 TMEUMTO KEPOAOO TPOYLATOTOLEITOL O GYOMAGUOG TOV OTOTEAEGUATOV TNG

€PEVVAG, TPOTAGELS Y10 LEAAOVTIKY €peuva Ko eEAY®YT) COUTEPACUATMV.



KE®AAAIO 2
OPIXMOX ITAIXNIAIOY

2.1 T givar 1o ayviol

[MToyvior M wotyvio ovopdleton pio Sopnuévn dpactnploTnTa, 1 OO0 TPOYLOTOTTOLEITON
Yoo yoyayoyio Kot amdAovon, evad akoun pmopel va ypnoipomoindel o¢ epyaieio
ekmaidevong. Xopewvo pe tov Johan Huizinga (Homo Ludens, 1944), 1o tumiko
YOPOKTNPOTIKO TOL Toyvidoloy Bo  pmopovoe vo oplotel ®g o €AedBepn
dpacTNPOTNTO, TOL dev cuvdéetarl He TN «ovvnbopuévny (on, kabog dev sivar
«oofap1)y, aAld T TOYPOVA OTOPPOPd TOV TTaikT amdAvTa. Efvon pio dpactnpiotnta
a6 TNV oToio OEV AMOKTA KOVEIS KATO10 VAIKO ayafo 1 k€pdoc. Aémetotl amd To dKd
™mg Opla YPOVOL KoL YDPOV, COUP®VO e KATO0VG TPOKOHBOPIGUEVOVS KOVOVES, EVD

aKOUN TPowBOEl TN dNUIOLPYIC KOWVMOVIKOV OUAOWMV.

Eivar yvootd oOpmg OtL tor moyviole, o€ EMAYYEAUOTIKO €Mimedo evaoyOANnomMG,
amoTeLOVV ylo KAmOovg €100¢ epyaociog, KaBdG 1 evaoyOANc TOLG UE OVTA TOVG
TPOCPEPEL KATOL0V £100VG apoP). XopaktnploTikd Tapddstypa eivor ot emayyeApotieg
abAntéc Jwpdpwv  abinudtwv, modoceaipov, KaroBoopaipiong, ToEoforlag,
TOAEUIKAOV TEYVOV KA. Emopéveog, to mouyvidww mailovion KAmoleg @OpEg Yo
yoyayoyio, GAheg Qopéc pe okomd TNy emitevén KAmolov 6TOYoL 1 TNV OMOKTINON
avtopopng. Mmopobv vo ToyTovv HELOVOUEVO OO KATOWOV TOiKTn, o€ €minedo

oudoag, Kabwg emiong kot o€ angvdeiog GUVOEST 0T0 d1adIKTLO.

O1 Baoikol mapdyovieg Tov ToyVidoL glval ol KAVOVEG, TO ETITEHYHOTA, 1| TPOKANGON
Kot 1 aAAnAenidopacn. O maikng dtav mailet, vioPdAieTon 6€ pio YoyIKN 1 COUOTIKN
d€yepon M TOAAEG popég ko Ta dVOo. Exel mapatnpnbet 6t apketd moryvidwa £xovv
HOpOY| KAmolag doknong, AAA®TE VoL EKTOLOEVTIKOV YOPAKTIPO 1 0KOUN GLUPAALOVY

OTNV AVATTLEN KATOL®V TPOKTIK®OV SEEI0TNTMV.



2.2 Biwvteomayviowo,

To 2018 &ivat to £10¢ TOL GLUTANPDOVOVTOL 56 YPOVIA OTTd TV KLKAOPOPIO TOL TPMTOV
video game pe to 6voua Spacewar (1962), kabmg Oempeitar and TOAAOVG TO TPAOTO
aAnOwoé Prvreomoaryviol. o v katavonon g Bropnyaviag tov video games kat tng
€EEMENC TOVG 0TO TEPACUA TOV XPOVOV, TPEMEL Vo omavinOet Eva factkd epdnua: «Tt
givon telkd va video gamey; Mo GUVOTTIKY OTAVINGT 6TO EpMTNUA aVTO glvar OTL
éva Prvteomoryvidtl amotedel £va GUYKEKPIUEVO 160G YNOLOKNG Yoy oy®yiog, 6To 0moio
o moiktng (gamer) oAAnAemidpd pe Eva ynelokd mePPAALOV Kol avTipeTomilet
TPOKANGELS SLOPOP®V €MV, oviAoyo pe v TAoKT Tov mayvidod. O Juul (2005)
TPOTEIVEL OTL Y10 TOV 6®GTO oplond Tov Video game mpémel va AapuBavovtol vToyy Ta,

eENG 6 YOPAKTNPLOTIKAL:

1. Kavéveg: Ta moyyviow yoapoktnpilovtat amd KovOoveg

2. Metopinté, Ymoroyicpo amotéieopa: Ta moyvidio €govv petafintd kot
LETPNOIUO OTMOTEAEG LA

3. Extipnon tov amoteréopatog: To dwapopetikd mbavd amoteléouato Tov
TOLVIO0L KOTNYOPLOTOL0VVTAL, OVAAOYO LE TIG OUPOPETIKES TOVG eKPACELS,
Beticéc N apvnTIKEG

4. Atopkn TpoondOsio waiktn: O naiktng katofdAlel TpooTAOELO TPOKEUEVOD
VoL ETNPEACEL TO ATOTEALEGLLOL

5. XvvaroOnpotikn 6OvoEsn Tov TOIKT pE 10 omotéhespa. Oetikn £xPaon
KaO16TA TOV TATKTI VIKNTN KOl «(0POVLEVOY», EVO 0TV avtifetn tepintmon oe
NTTNUEVO KO «OVGTUYICUEVOY» TOLKTT

6. ITorhamiéc ovvémereg: H evaoydinon pe to moyvidt umopet va €xel Betikd 1

OPVNTIKO OTOTELECLLATO Y10 TOV TTOAKTY

Yougpova pe tov Juul (2005) ta Tapamdve yopaKTPIoTIKA Vol YEVIKG Kot HmopodV
Vo €pOUPUOGTOVY o€ KABe TOHmo mayvidrov. Ta mapamdve yopaktpiotikd cuviétovv

emiong évav evaAlaktikd optoud yio ta Video games.



2.2.1 Eidn Tov Video Games

I'vopilovpe 6t vadpyovv maryvido @opntd (Gameboy, PSP, mayvidia kwvntov
mMAeQEOVOV), Taryvidwa koveorag (Playstation, Xbox, Wii), kabmg kot moryvidia mov
nailovton 6 NAEKTPOVIKO VIOAOYIoTH. Mepikol amd Tovg To yvmotovg thmovg video

games givau ot axoiovdot:

-Massively Multiplayer Online (MMO): Avtd to mouyvidw mailovior pécw® Tov
om0l diktHov (LAN) 1 péow S1adtktiov. Ot maikteg ¥pnoYLoTolovy Eva diKTuo Kot
OAAMAETOPOVY pE  GAAOVG ToikTeG oV aifovca TOL  EKOVIKOL oy vidlov.

SOUUETEXOVV TTOUKTEG AtO OAO TOV KOGLLO.

Ewova 2-1. World of Warcraft Ewova 2-2. Star Wars: The old Republic

Inyn: www.google.com [10/11/2018] Inyn: www.google.com [10/11/2018]



http://www.google.com/
http://www.google.com/

- Simulation Games: Iatyvidio aopipunong TG TPy UATIKOTNTOGC.

Ewxéva 2-3. Euro truck simulator Ewova 2-4. Flight Simulator

Iyyn: www.google.com [10/11/2018] ITyyn: www.google.com [10/11/2018]

- Adventure Games: TToyvidio mov akolovBovv pio 16Topia Kot TEPAAUBAvOLY

wpoPAuata yio exilvon.

Ewcova 2-5. Minecraft Ewova 2-6. Broken Sword

Iyyn: www.google.com [10/11/2018] Iyyn: www.google.com [10/11/2018]



http://www.google.com/
http://www.google.com/
http://www.google.com/
http://www.google.com/

- Real-Time Strategy (RTS): IMoyvidio otpotnyikng, mov €KTLAMOGOVTOL OF

ypIyopo pubud, cuyva mailovion pe GAlovg maikteg online.

Ewcova 2-7. Age of Empires Ewxéva 2-8. StarCraft

Iyyn: www.google.com [10/11/2018] Mnyn: www.google.com [10/11/2018]

- First Person Shooters (FPS): IMayvidie 0mov ©6KOmOG TOL maiKTn €ivol va
TVPoPoANcEL 0G0 YIVETOL TEPLGGATEPOLG GTOYOVS, MOTE VAL KEPOIOEL TEPIGTOTEPOLG

TOVTOLG 1 XPNHOTO.

Ewxova 2-9. Call of Duty Eixova 2-10. Overwatch

Mnyn: www.google.com [10/11/2018] Mnyn: www.google.com [10/11/2018]



http://www.google.com/
http://www.google.com/
http://www.google.com/
http://www.google.com/

Ta €idn tov video games dev meplopilovior pévo ota Topoumave, Kabdg vTapyovV

OPLOUEVEG KOt YOopieg Touyvidimv mov a&ilel va avapepboHv:

e Puzzle Games: [Mayvidoa Aoyikng.

e Sports Games: [Tatyvidio oL TPOGOUELDVOLY KATOI0 AOANLLOL.

¢ Role - Playing (RPG): O maiktng avolopupavel Eva yopoktipo Kot Kaddg
ekTUMOooeTOL M 1oTOpiae TpooTiBevtar véa otoyein Kot deE0OTNTEG GTOV
YOPOKTNPAL.

e Educational Games: ITayvidia to. 0moio, 40UV 6YEONOTEL Y10 EKTAUOEVTIKO
oKkomd ko Bonbovv ToV TaiKTN VO, ATOKTNGEL YVDOGELS.

e Action Games: ITavyvidia Apdong.

2.2.2 Xpovooraypappa te Iotopiog Tov Video Games

[Mopaxdto ovoeépoviar pe YPOVOAOYIKN] CEPA OPICUEVO OO TO CNUOVIIKOTEPO

emtedypata g Propnyaviog tov video games, copemwvo pe tov Wolf (2008):

1958 To meipapo tov William Higinbotham pe to mowyvidr «Tennis for Two» oto
gpyaotiplo tov Brookhaven. To meipapo mapovotdlel Tov EAeyyo Tov Ty vidlon oo

pio 006vn, av kot onpepa ToAAoi dev To Bewpohv Tpaypatikd Video game.

1962 H telikn €kdoomn Tov mayvidloy «Spacewary, to omoio Onpovpyndnke oto
MIT. Amnotéleoe éunvevon yia tov Nolan Bushnell va dnpiovpynost apyotepa (1971)

t0 Tayvior «Computer Spacey.
1966 O Ralph Baer ypaget T1¢ 10£€¢ TOV Y1 5100 pOGTIKA TOLYVidlo LECH THAEOPOOTG.

1971 Epeavieton to mayvidt tov Nolan Bushnell «Computer Space», to omoio

amouToVGE KEPUOTO Y10 VOL UTOPECEL VAL TTOHEEL KATO10G,

1972 O Ralph Baer dnuovpyei to moryviot «Magnavox Odysseyy, 1o TpdTo oKloKo
video game. ITapdrinia o Nolan Bushnell dnuiovpyet to moryvior PONG.



1973 Eexwd n Pounyovio TV NAEKTPOVIKOV TouyvidldV, KoOdS ToALEG eToupleg
apyiCovv va. dnuovpyodv video games. Mepikéc amd TIC To YVOOTEG ETOIPIEG Elvat:

Chicago Coin, Midway, Ramtek ka1 1 Kee Games, n onoio aviike otnyv gtoupio Atari.

1974 To «Tank» ¢ Kee Games &ival 10 Tp®dTo motyvidl mov amobnkevetl dedouéva
ypapikdv ce ROM towdxkt. To «TV Basketball» tmg Midway eivan to mpmdto moryvio

TOV YPNOLUOTOLEl AVOPOTIVES PLIYOVPEC.

1975 To «Gun Fighty t¢g etapiog Midway yivetor 1o 7mpdTO TOYVISL TTOL
ypnoponotel pikpoeneEepyaot. To «Steeplechase» tng Atari, 6mwg kot to «Indy 800»
g Kee Games yivovtotl ta mpdta moyvido wov mailoviot amd moAld dropa, 6 kot 8

dropo avticTotyo.

1976 Kvkhogopei 10 «Fairchild», 1o omoio amotedei to mpdrTo Video game oe
kaooéta. H Atari dnuovpyei o «Night Drivery, mov mapovctaletot amd Ty OmTIKn TV

naiktn (FPS), mapdro mov dev gixe 3-D ypapika.
1979 H gtapio Namco xvkiopopet to «Pac-Many oty lorovia.

1980 Kvukhogopei 1o «Pac-Many oty Auepikn. To mayvidl «Battlezoney sivar to

npmTo 1OV drbéTel Eva Tpaypatikd meptPdiiov 3-D.

1981 'Etog xvkhoeopiag twv «Donkey Kong» tng Nintendo kot tov «7empest» g
Atari. H Bropnyavio nhektpovik®v moyvidiov otig H.IL A @tdvet o 5 dicekatoppdpia

doldpa.

1982 To «Zaxxony g Sega elvar t0 mpdTO TOrKvidt mov dwenuiletar otnv

AEOPOOT).

1985 H Nintendo kvkhlopopei o «Super Mario Brosy, to onoio anotelel £va amd ta
KoADTEPO TTayvido OAwv TV enoymv ot moincelc. O Alex Pajitnov oyedidlel 1o

«Tetrisy.

1987 To «Manhole» tov Cyan egivar t0 mp®dTO MOLXVIGL YL VTOAOYIGTH 7OV
KukAopopnoe oe CD-ROM.

1989 Kvukhopopohv 2 @opntéc kovooreg Pivteomaryvididv, to «Game Boyy 1tng

Nintendo kot to «Lynx» tng Atari.



1991 H Nintendo kvkhogopei mv koveora «Super Nintendo Entertainment Systemy

otV Apepik).

1993 To «Mysty» tov Cyan wkvkAo@opel kol TopapéVEL TO TPOTO OTn AloTo GE

nwAnoeg uéxpt to 2002.

1994 Kvkhopopodv oty lomwvia ot koveoleg «Sony PlayStationy xat «Sega

Saturny. 'Eva ypdovo apydtepa kukroeopovv kat otig H.IT.A.
1998 Epugaviletor n popnty koveora «Game Boy Colory.

2002 Kvxhoeopeito «PlayStation 2». Tnyv idia ypovia n koveora «Game Boy Colory

&xel ptaoel 11 100 exatoppdplo. TOANGELS.

2001 Ot kovoodrec «Xbox» tng Microsoft kar «GameCube» ¢ Nintendo kédvovv tnv
enpdavion] tovg. H etoupia Sega avokowvmver 6tL dev Oo mapdyet GALEC QOPNTEC

KovGoleg Video games.

2002 To maryvior «Simsy Eemepvael 0 «Mysty kat yiveror ovtd To Tp®d®TO 0T Mot

o€ TOAGEIS OA®V TOV ETOYDV.

2004 H etarpia Sony kvkhoopei tnv kovedia «PlayStation Portabley oty loanwovia
Ko v koveora «PlayStation 2» oty Kiva. H Nintendo kvkAogopei v koveora
«Nintendo DS».

2005 To «PlayStation Portable» kvkhoopei otnv Auepikn. H Microsoft kukhlogopei
10 «XbOX 360».

2006 Kvkhogopovv ot kovodrec «Nintendo Wiix» kou «PlayStation 3» and tig etoupieg

Nintendo kou Sony avtictouyo.

2007 To mowyvidr «World of Warcrafty, to omoio eivor tomov MMO (Massively

Multiplayer Online) extudtat 0Tt £yel movo and 9 ekoToppdpLo TOIKTES TOYKOGUIMG.
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2.2.3 ZratioTika XToryeia

H mopaxdte ewova mapovotdlel 1o mocootd evniikov mov mailovv video games
ouyva N pepkés popés otig HILLA. H opadomoinon yiveton pe Bdaon to @vro, to

NAMKLKO €0pOG KoL TO EMMEDO EKTOIOEVLONG.

Men
Women
Ages 18-29
30-49
50-64

65+

Highschool or less

Some college

Bachelor's degree+

@ often @ Sometimes

Ewxova 2-11. Ilocooto evyldikwv mov wailovv video games

Inyn: www.wepc.com [10/11/2018]

Youpwvo pe tov Nielsen (2017) 1o 64% tov mAnbvouov tov H.ILA Oswpovvtar
gamers. O pécog 0poc nAkiog evog avopa gamer givor ta 33 &, evod 1 avtictoym
nlcio. otig yovaikeg eivor ta 37 étn, obuewva pe v épevvo g Entertainment
Software Association (2017). To dnuoypa@ikd yopaKTPIoTIKA Topovctdlovial 6TV

swdva 2-12.
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e 64% of the general U.S. population are gamers. (Nielsen, 2017)

i The average male gamer is 33 years old. (Entertainment Software Association, 2017)

é The average female gamer is 37 years old. (Entertainment Software Association, 2017)

Eixova 2-12. Anuoypogixd oratiotika otoysio otic HILA (2017)

Inyn: www.wepc.com [10/11/2018]

[31aitepo evdtapépov mapovotdlovv ta otkovoulkd ototyeio tmv video games. H a&ia
™mG ayopds twv Video games avapévetor oto 90 dioekatoppidplo. SoAdplo péypt to
2020, onradn avénon 11,39 dioekatoppvplo dordplo o oxéomn pe v a&ia g to
2017. Xouepwvo pe épevva mov mpaypatorodnke to 2016 (The European Mobile

Game Market) 0 ap1Budg tv gamers rtoykoopimg avépyetal ota 2,5 deeKatoppdpLa.

The video games market is expected to be worth over 90 billion U.S. dollars by 2020, from
nearly 78.61 billion in 2017. (BestTheNews, 2016)

There are more than 2.5 billion video gamers from all over the world. (The European Mobile
Game Market, 2016)

software sales. (Entertainment Software Association, NPD Group, 2017)

By investing heavily in game companies, Tencent made the most revenue from games with a
revenue of 7.4 billion U.s. dollars during the first half of 2017. Riot, Activision, and Blizzard,
are among the key investments they made. (NewZoo, 2017)

& 80% of the total video game industry's 36 billion U.S dollars revenue in 2017 belongs to

Eixova 2-13. Okovouika oratiotikd otoryeio (2017)

ITnyn: www.wepc.com [10/11/2018]
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Ta képdn amd v wdAnon tov video games, katd to ypovikd ddotnua 2015-2017,
SPEPOLY amd MMEPO GE NTEWPO. ZVYKEKPEVA, otnv Acio Tapatnpovviol To
vynAdtepa KEPOM G€ OloEKOTOUNOPLa doAdpla. XN cvvéyeln akolovbel 1 Bopewa

Apepikn, énerta 1 Evpdnn ko 1 Aepikn kot téAog 1 Aotivikn Apepikn.
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Eixova 2-14. [layxoouio képon

ITnyn: www.wepc.com [10/11/2018]

2.3 O porog TOV oL VIOLAV 6T1) {01 TOV avOpOTOoV

Exatoppopio dvBpomor e OAo tov KOGHO yontedoviow omd TO TOLViold, e
ATOTEAECHLO VO TTEPVOVV TOAD YpOvo o€ avTd. Tic tehevtaieg dekaetieg n eEEMEN ™g
TeYvoLOYiag 00N ynoe otn onpovpyio TV Pvteomaryvididv, yeyovos mov Kabiotd to
eowvopevo evacydinong tov avlpomov pe to Pvetomonyvidie eviovotepo. Ta
oy violo etvor SoUNUEVES OPaSTNPLOTNTES, Ol OTOIEG ONUIOVPYOVV LOVAIIKES EUTEIPIEG
o€ avtovg Tov mailovv, Tov umopel va givor: pia Exkpnén adpevaiivng, pio mepuméteia
N akoéun kot pio wvevpotikny mpokAnon. Idwaitepo evdoeépov mapovoidlel o
oLVGONULOTIKOG KOGHOG TV avBpdrtv ov mailovy. Ta cuvasOfpata wov Pidvouvv
elvanr éxmAnén, amoyontevon, yopd N akodun Kot Bvuog. Ta cvvacHquoto avtd
mowidovv kot enxnpedlovtal omd ™ OO TOL ToLYVIdD, TO 100G TOV, GAAG Kol TO

okomo6 tov (Kovgpov, 2015).
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Ta mouyvidie vedpyovv o (oM tov ovlpdrnov amd TV TEPIodo TOV TPAOTOV
TOATIGUAV KO 0TOTEAOVV EPYUAELD Y10 YUYy ®Yi0, EKTOIOELON KOl AVATTLEN OYECEWDV
petalyd tov moktov. H e£éME toug axolovbel Tig avdykec TOL  avOp®OTOL

KOTAANYOVTOG 0TO onpepvd Brvteomaryvidia.

Ta tehevtaio ypovie m evacydinon pe ta Prvreomoryvidww Katalopfdaver Eva
HEYAAO TOCOGTO amd TOV EAeVBEPO YPpOVO TOL KABE avOBpdmov. O GKOTAC TOVG dEV £XEL
HOVO  Yuxay@ywkd yopaKTinpo, OAAQ OTOYELEL GTNV pdOnomn kot otnv amdKInom
de€lottv kot yvocemv. O kKabe maiktng akoAovdel éva cuotnua kavoévev mov opilet
TO oy VioL Kot ovOAOYOL LUE TIG EVEPYELEG TOV 0dnYeitan gite ot vikn, ite otV ftTa. O
SOPACTIKOS YOPUKTAPOSG TOV TOYVIOIDV, G GLVOLOCUO HE TO oToyEio NG

TpOKANOTG, S10TNPOLY VYNAO TO EvdLapépov Tov Ttaiktn (Kovpov, 2015).

H peyddn amymon mov yvopisav ta Prvieomaryvioln o oxéorn pe to mTapebov,
EYKELTAL EVOEYOUEVMG OTO EVOLUPEPOV TOAADY EPELVNTOV GYETIKA LLE TOV TPOTO LIE TOV
omoio Ha propovoay va a&loTo|Gouy TV EXLPPOT| TOLG Y10 AGALOVG GKOTOVS. Méca amd

avTn TV 10éa yevvninke o 0pog ¢ Tayvidomoinong n gamification.
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KE®AAAIO 3
OEQPHTIKO YIIOBAG®PO

3.1 Opwopoc Gamification

Q¢ moyvidonoinon 1 gamification, 6mwg £xel emkpatoet, opileTol 1 xprHon oToyEiOY
mayvidlov (game elements) kot teyvikdv oyedtacpod maryvididv (game-design
techniques) oe mepiBdiiov un moaryvidov (non-game contexts). Ilpoéxinon yo o
oEO10G O KOl TNV VAOTOINGT] TOV TTALLYVIOOTOMUEVMV GUCTNUAT®V amoTerel 1 Eviadn
TOV GLGTATIKAOV, TOV AEITOVPYOVV GTOV KOGLO TOV TOLYVIODV, KOl 1] OTOTEAEGLLOTIKN
epapuoyn tovg otov mpaypatikd koocpo (Werbach & Hunter, 2012). Evailaktucol
OPICUOL TTOV GLVAVTO KOVEIG €lvol «moryvidlo Topoy®YIKOTNTICY, «GLUTEPUPOPIKA
oLy VIO, «moryviolo pe emimedoy, aKOUN Kol «EQAPUOCUEVO o vidtoy. ATO TOvG
TPOOVOPEPHEVTEG OPIGHOVE, O OPOC OV YPNOLOTOLEITAL EVPEMS eivan avTOHS TOV
gamification. ITapdro mov to gamification ypnoipomnotel oroyeio Kot YopOKTNPIOTIKA
TOV TayVidlmv (games), ot V0 EVVoles OeV TPEMEL GE KOO TEPITTMOT VO GLYYEOVTOL.
INo va emtevyBel peyardtepn e€okeimon pe v €vvola tov gamification mpémel va

avaAlvBovv ta Tpia Pacikd otoryeio Tov:

e ortouyeio mayvidlod (game elements)
o TeyviKéG Toyvididv (game-design techniques)

e mepallov un maryvidiov (non-game contexts)

3.1.1 Xroyeia mworyvidwdv (game elements)

Ta otoyelo moyviolwv opilovion ®G HIKPA Kot O1d@opo Koppdrtio, To omoio
ovykpotovv éva moryviol. ‘Eva moayyvidomompévo cvotnue 1| gamified system dev
amotelel OAOKANPOUEVO TTayVidL, ypnoiponotel Opmg Kdmola otoryeio Tov. Me Bdon
tov Werbach (2012) ta Bacikdtepa otorygio evog maryvidiov eivat: i) otdvtot (points),

i) ta euPAnuozo (badges) ko iii) o1 mivakeg katdraéne (leaderboards). Ta mapamdved
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otoyeia oynpatilovv v Aeyouevn tprada “The PBL triad” ko omoptiCovv éva

ocvotnua gamification.

i) ITovtou (points)

Yta meplocdtepa cvotnuata gamification vrdpyer oxedov mavio €va GHoOTNUW
noviov. To odotnua oVTd TOPAKIVEL TOV YPNOTN VO KOAVEL KOATOEG EVEPYELEG
TPOKEUEVOL VO GLAAEEEL TOVTOLG Kol 6T GLVEXELN Vo Tovg aélomooet. Ot mwovTol
EVOEYETOL VO OLEAVOVTAL, VO LELOVOVTAL 1] aKOUN Vo Tapopévouy otabepol pe Paon
kdmota yeyovota. O tpdmog Aettovpyiag Tov mOvImv givorl dttdg. O ypnomng €xel
duvatdtta gite va ToLG EEAPYLPDOCEL G VAIKES OoBEG 1) VINPEGTeS, eite Agttovpyovv
AVTOYOVIOTIKG ©G Tpog Tovg dAlovg ypnotec. O Werbach (2012) mporteiver 6

SPOPETIKOVS TPOTOVG XPNONG TV TOVIDV GE EVA TOLYVIOOTOINIEVO GUGTNLLOL.

1. Ot movtol dtatnpovv 10 GKop

2. Ot movrotl mpocdiopilovv ) vikn 1 kaBopilovv ta onpeio g vikng
3. Ot movtotl cuvdéovy TV TPO0do pe Kamola E@TEPIKN o

4. Ovzmdvtol mapéyovv avatpopoddton (feedback)

5. Ot movrot amodetkvovy Tpdodo

6. Ot TOVTOL TPOSPEPOLY FESOUEVE TV TULKTOV-YPNOTOV GTOVG OYEOUOTEG

TETOLOV GLOTNUATOV

Avdloyo pe TIG TPOOLOYPAPEG TOL EKAGTOTE TOLYVISOTOMUEVOD GULGTHLOTOS, Ol
oEO100TEG TOV YPNOLUOTOLOVV TOVG TOVTOLS UE VAV OO TOVG TOPATAVE® TPOTOLG.
Adyov ydpn, av 0 oKomdG TOV GLOTHLATOG EIVAL VO TPOMONGEL TOV AVTAYWOVIGUO, TOTE
01 TTOVTOL YPNGUYLOTOLOVVTOL O GKOP, EVA OV O GKOTOG Elval 1 SLopPK1G ovaTpopoddTnon
TOV XPNOTOV, TOTE 01 TOVTOL YPNOLUOTOOVVTAL MG EVOEIEN TPOOSOV, YWPIC OUMG Vo

eaiveton 1 Tpoodog TV dAlmv ypnotov (Werbach, 2012).

16



ii) Eppmpoera (badges)

Ta gpupAnpoto omoteAoVV pic OTTIKY AMEIKOVIOT) TOV EMTEVYUATOV £VOG TAIKTN LEGA
oe . moryvidomomuévn dadikacio. Xe €va ovotnuo  gamification ov 6pot
CEUPAUOTO» KO «ETITEVYUOTO» TOAAEG QOPEG TOLTILOVTOL ZOUPOVO HE TOLG
gpevvntég Judd Antin kan Elizabeth Churchill (2011), éva opbd oyxedioouévo cdotnua

amod0oNg EUPANUATOV 1 EMTEVYUATOV €XEL TAL EENG S YOPOKTNPLOTIKAL.

1. Toguppota Tapéyovy 6TdOYOVE GTOVS YPNOTES, ONUIOVPYDVTOG TOVG

KIVITPO Y10 VO TOVG ETLTVYOLV.

2. Tapéyxovv 0dnyieg oyeTIKd e TIC SVVOTOTNTES TOV EKAGTOTE GUGTNOTOC KoL

TOV TL Uopel avTd Vo KAVEL.

3. A&1tovpyovv g eVOEIEELC Yo TOV KADE ¥PNOTN, CYETIKA LLE TO EVOLAPEPOVTQL

KO TIG EMOOGELS TOV.

4. Amotehovv gwovikd cOUPoAa ta omoia mapovstalovy TV Topeio Kot TV

eumelpio TOL YPNOTN LEGA GTO TOLYVIOOTOUEVO GOGTNLLO.

5. Agrtovpyodv o deikteg opadog, kKabmg doot Exovv to idia “badges” avikovv
otV 0w opdda, pe amotélespo To EELTVOL GUGTHATO VO SNULOVPYOVV TNV

aiocOnon g TavTiong.

To Baoikodtepo yopokTnploTikd Tomv euPfinudtov (badges) eivar n sveléia tovg. To
ebpog tovg Kabopiletor pOvo oamd TN QovTacio TOV  ONUIOVPYDV  TETOL®V

TOLYVIOOTOMUEVAOV GUCTNHATOV, KAODS Kot amd TG ovAYKES TNG EKACTOTE EMLXEIPNONG.
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iii) Mivaxes Katdragng (leaderboards)

Ot wivaxeg Kotdralng amoteAodv €vo amd T Mo ONUOPIA] GTOElD €VOG GOGTA
OXEOLOGLEVOD TOLYVISOTOINEVOL cLGTNHToS. Evag mivakag amotedel ovslooTtikd o
KATATAEN TOV TOKTOV 1) XPNOTOV OVAAOYW LE TIG EMOOGELS KOl TNV TPO0dO TOVG GE
KkéBe otdoo Tov maryvowv. [apatnpeitoar oNAad” Ot o1 wivakeg Aettovpyovdv ®G
1oyLpd KivnTpa Y10 ToVg ¥PNoTES, O10TL 0 KaBe £vag Tpoomabel va ptdoel 660 mo ynid
pmopel oty Katdtosn. Xuvnbmg ot Tivakeg EUTEPLEYOVV TOGO TOLS TOVTOVG, OGO KoL TO
eupAnpata, evo evoéyetal vo Tapovotdlovy Kot dAleg TAnpopopiec. H yprion tovg oe
£Va T VIOOTONUEVO CUGTNUO TTPETEL VAL YIVETOL IGOPPOTTNUEVA, SLOTL LTOPEL vaL EYoVV
APVNTIKG OTOTEAEGLLOTOL Y10 EVOV XPNOTN. XE OPICUEVES TEPITTAOGELG, OTOV EVOG TOIKTNG
AmEXEL ONUOVTIKG 0o TIG TPMTEG BE0EIG TOV Tivaka, VidBeL OTL TO VO KATOPEPEL VL
«OKOPQOADCEY UEPIKEG OB€oelg otov mivaka eivor adbvato, HE ATOTEAECUO VO,

napovotalel Eadetym kwvntpov (Aapmpvod, 2015).

3.1.2 Teyvikég moyvidr®v (game-design techniques)

INo va Beopeitoar emroynpévo éva moyvidomompuévo cOGTNHA dgv apKovv VO To
otoyeio tov maryvidiov (game elements). Tlpémel va akolovbei éva cuyKeEKPIUEVO
mAaiclo oyedioong, dNAadn ocvykekpluévee texvikég (game-design techniques), omwmg
axpifag cvppaivel ota maryvidwa. H oyxediaon evog 1€10100 GuoTHHOTOS akoAovOet pia
GLYKEKPLUEVT] GTPATNYIKY], GYETIKA e TOV TPOTO TTOL Oa ypnoipomomBovv to ototyeio
TOLVIO0V, TPOKEUEVOL 1) EUTEIPIN TNG TOLYVIOOTOINONG VO EMPEPEL TOL EMOUNTA
aroteAéopata. To TAaiclo oyediaong Tov avapEPETUL TOPATAV® Elval Yvomoto g MAA
(MDA), and ta apyikd tov AéEemv Mnyovicpoi (Mechanics), Avvaukég (Dynamics)
ko AsOnrtikd Ztovyeion (Aesthetics). Ta otoygio vog mayvidloh Kot KoTd GUVETELL
€VOG TTOLYVIOOTOMUEVOL GLGTHUOTOC EVaL 01 KOVOVEC, TO GUOTNLO, EVOD 1 SLOICKEDNON

amoteAel TNV ££0d0 Tov apayetol (Koveov, 2015).
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W AlacockeEbSaon

Ewcova 3-1. Zroiyeio Horyvioiod (Kavoveg-Lootnua-Aiackédaon)

Inyn: Kovgod 4. (2015)

Avtictoya 660V apopd 610 Thaiclo oyediaons to oynua eivor to eENe:

ALoBnTika

ZToLXeElo

Eiwova 3-2. [1Jaicio Xyeoioons (Myyoviouoi-dvvopxés-AioOnuixe Zroyeio)

Inyi: Kovgpod 4. (2015)

Ot opot mov amaptilovv t0 TAiclo oyedicong MAA (MDA) omocagnvifovtal

axorovlwg wg e&ng (Kovpov, 2015):

a) Mnyaviepoi: ITpdkertor yio foaoikd dopikd ototygia, 0 GLVELACUOS TOV OTOIMV UE
dpopovg tpdmovg, odnyel otn Onpovpyio moAvTAoKwV dopmv. Ot pnyovicpol
0LGLUOTIKA elval apyég, oL omoieg LotalovV pe aTEG TOV O1ETOLY TO YMdPO TG PLoIKNG.

Ot duvapkég vrootnpilovtat amd TOVg UNYOVIGHOVG.

b) Avvapikéc: O kébe avBpomog eivor LOVAOIKOG, HE OMOTEAEGLO, TO. KIVIITPO TOL
KaBeVOC va gtvor S1opopeTikd. AVTo 001YEl GTO CLUTEPAGHLO OTL OEV VITAPYEL EVOG TOTOG
TOUKTN-YPNOTH. ZVVETMOG OMOLTEITOL OPOPETIKY TPOCEYYION amd TNV TAELPE TV
OXEOOOTAOV  TOV  TOLYVIOOTOMUEVOL  GLOTNUATOG Oomévavtl o€ kéBe tOHmO
TPOSOTIKOTNTAC. O POLOG TOV OLVOLUK®OV £YKELTAL GT) SLOTPTON TOL EVOLUPEPOVTOG

TOV YPNOTN, CALA KOl 6TV GTAS10KT aVENCT] TNG SLGKOAING TOL ALY VIS0V,
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C) AwOntika Xroyeia: Xe kabe AavOpomo Snuovpyeitar pio cvvoleONUOTIKY
KaTAoTaon OTav GAANAETIOPA e TO Voo, To aodnTikd ototyeio amotehovV pio
OLYKEKPILEVOTTOINGON TV OpwV OloKEdaoN Kot yoyaywyio. Ot evailaktikol dpot

pmopet va givar:

e AioOnon ( To moryvidr mapovoidleTot cav gvyapictnon)
o  Oavrtacia (To moyviot pe okond va meicel Tov TaikT™)

o Apnynon (To moyyvidt g wotopio pe TAokn)

o TIpdxinon (O maiktng mpémel va Eemepdoet epUmOOLaL)

o Xvvepyaoio (To moryvidl £xel Kovwvikn vrdoTacn)

o Avakdioyn (To moryvidt pe otdY0 TV avaKaAvym)

o 'Exogpaon (To maryvidt og e&gpevvnon Tov govtoD)

e YmoPoln (To mayvidt g péco avayvyng Kotd tov EAEL0gpo ypdvo)

Me Bdaon 1o mopomdve emMAEYOVTOL Ol OVTIGTOLYOL UINYOVIGHOL Kot OUVOUIKEG,
wote vo emrtevyfel 0 01O, OMANON CMOTY OYESIOCT TOV TOLYVIOOTOINUEVOL
ocvotuatog. H kotavonon tov moyyvioldv, ®¢ OUVOUK®OV GCLCTNUATOV KOl 1
povodikdtnta Kabe katnyopiog mwoktwv, fondd oty avanTuén TEXVIKOV Y10 GOOTN

TPOGEYYIOT Ko 6Yed10oN TETOIWV GUOTNUATOV.

3.1.3 Mepiparrov pun woryvidrov (Non-game contexts)

H moyvidonoinon, o6mwg yivetor ovtilnmtd omd tov oplopd mov  avapépOnke
otV evotnta 3.1, Ipaypatonoleitol o TepPaAlov un Taryvidiov (Non-game contexts).
Ot Werbach & Hunter (2012) ovagépovv 0Tt Yo T0 0®GTO GYESACHO EVOC
TOLYVIOOTOMUEVOL GLGTNUOTOC, CUAVTIKY TPoVTOOEST amoterel 1| EVoOUATOON TOV
CLGTATIKAOV TOV ToVIOIDOV KOl 1| ATOTEAECUATIKY EQAPLOYT] TOVG GTOV TPOYUATIKO

KOGLLO.

H doun tov moayyvidomomuéveov ocvotnudtov oev mepthapfPdvel 10 QOvVTOOTIKO
kOGO Tov yapoktnpilel Eva moaryvidl. Xto TAAicIo TOV EMYEPNOEDY, O GKOTOG EVOG

TETOOL GLOTHWOTOG &ivar ToAvdLdoTatog. Ot €TOIPieg YPNOIUOTOOHY TNV TPOUKTIKY|
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0T TPOKEUEVOL VO AVENCOVY TNV TOPAYOYIKOTNTE TOLG, Vo aSl0A0YCOVV TO
TPOCOTIKO TOVS, EVOUPPOVOVTOS TAPAAANA TNV KOVOTOUIO KO TIC GYECELS LETOED TOV

avOpOTIVOL dLVOLKOD TNG ETONPTOC.

INvetar avinmtd Ot ce éva ToVIOOTOMUEVO GUGTNUA ETKPATOLV GTOoLyEin
PEAMOLOD KoL Oyl pavTaciog, 6mmg cvuPaivel o Eva maryviol. [apatnpeiton dpwe To
TOLYVIDOEG 6ToLyElo, TO omoio pmopel va cuvumdpéel pe To okomd HoG emiyeipnong,
apov OpmG ypnoonobodv KatdAAnio otoyeio moryvidiov (game elements) o
teyvikéc  (game-design  techniques) vy T SpOpE®ON  £VOG  GLGTHUATOG
nayyvionoinong (Aoumpwvov, 2015). Emopéveog, 1 ovocwootikny dapopd g
oy vidomoinong amd Eva oy vidl elvarl Tl XPNGILOTOLEL YOPOKTNPIOTIKE TOLYVIOIDV,

Yopic OpmG va Bempeiton Toyviot.

3.2 Ietopwkn €€EMEN Tov Gamification

[Mapoveidletat To ypovoroyto g e&EMEng tov gamification kotd Dale (2014):

1980

[Ipaypatonoteiton n Tp®OTN EUPAVION TOV OPOL G€ emMOTNUOVIKA ApBpa ko PBifiia,
Kabmg apyilel va amoaoyolel apKeToHS EPELVNTES, OvaPOPIKE Ouwe e To gamification

OTNV EKTOAOELON.

2002/2003

O Nick Pelling ypnowonotei tov 6po gamification yio va meprypdyet tov 1pdmo mov 1
SOVAELE TOV OC UNYOVIKOG AOYICUIKOU UITOPEL var Yivel TEPIGGOTEPO OLLOKEOOCTIKT).
I5pvetan n Conudra, n omoio YTav 1N TPMOTN €TALPi0 TOV TOPELYE VN PEGIES TPOC AAAES
EMYEPNOELG GYETIKA LLE TOV TPOTO TOL UIOPOLV va papudsovy o gamification ota

TPOIOGVTO TOVG.
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2005

AnpiovpyovvTal T0 TPMOTO TOLYVISOTOMUEVO GUGTHLOTO OO TNV OUEPIKAVIKT £TOLpio
Bunchball. Zvykekpipévo, dnpovpynoe pioc oAokinpopévn miatedpua gamification
Y0 ETYEPNOELS, M omola eiye otoyeion OMwG TOvTovS, euPAnuata, aAAd Kot Tivokeg

KaTaTagng.

2011

O 6pog gamification yiveton dwitepo INUOPIANG AOY® TNG €vpeiog S1Ad00MNG TOL
Internet. To Ae&ikd Oxford avadewvidet tov 6po gamification mg AEEN TG ypOVIAS, EVD
mv B xpovid o €c0d0 amd TG gpoppoyéc tov gamification avépyovtor o 100

ekaToppHpLa SOAAPLa TOYKOGUIMG.

2014

Ta éc0da amd TIC dLapopeg epapproyés tov gamification mpofAiénetat va pTdcovV Ta

2.8 doekatoppdpila dorhapia péypt to 2016.

H dwpkng oavayvopiodmrta tov  o6pov  gamification, amnd oloéva Kot
ePLocOTEPOLS avOpdTOVC, elvar cuvémela TG £otkelmoNg ToVS e To Prvteomatyviota
Ko TN paydaio advénon g teyvoroyiag. H Propmyavia tov gamification yvopilet
TeEPAOTIO avATTLEN Kot 1 a&lo TG oVOUEVETOL OTA 5.5 d1oeKATOUIVPLO SOAAPLOL LLEYPL
to 2018. Tlopokdteo amewkoviCetor 1 €€MEn kot 1 wpdodog TV  VEMV
TEXVOAOYIOV  pE Tov Aeyopevo «Kvokho tov Gartner». To gamification £ysr mAéov

TPOKTIKY 0El0 Y10 TIG EMYEPNOELS, LEGO OO TIC SIAPOPES EPAPLOYES TOV.
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expectations T
y BigData arableUserintertaces
9 Complex-Event Processing

Natural-Language Question Answering
Internet of Things

4 Content Analytics
Speech-10-Speech Translation

In-Memory Database Management Systems
Mobile Robots Virtual Assistants
30 Scanners
Neurobusiness
Blochips

Autonomous Vehidles

Augmaenied Reality

Prescriptive Analytics Machine{o-Machine Communication Services

Precictive Analysics

*"’;’;e’;i:::‘;:? Mobie Health Monitoring PORCRA o
Volumetric and Holographic Displays 4 l&oabon lmTeIhgeM;e
HumanAugmentation e onsumer Telematics
Brain-Computer inter ace Biometric Authentication Methods
30 Bioprinting

In-Memory Analylics

SmanDust Virtual Reality
Bioacoustic Sensing A
Asof July 2013
Peak of
Innovation Trough of 2 Plateau of
Trigger Exln% o Disillusionment Slope of Enlightenment Productivity
time >
Plateau will be reached in: P

Olessthan 2years ©2toSyears @5to10years A morethan 10 years @ before plateau

Ewova 3-3. Koxlog Gartner

ITnyn: www.gartner.com [10/11/2018]

O Gartner 1o 2011 eiye mpoPAréyet ot, péxpt 1o 2014 ndve and 1400 emyepnoeig

TOYKOGHMS Bal ¥pNOYLOTO0VV KATO10VL £100VE TOLYVIOOTOUNUEVOD GLUGTHIATOS Y10, VOl

a&lohoyoHv To avBpdmvo duvaptkd Tovg. Mia 1dtaitepa onpavtikny TpdPAeyn Tov RTav

emiong 0Tt uéypt ta AN tov 2014, 10 80% TOV EMYEPNCEDY TOV YPTGUYLOTOLOVV

tétoov €idovg cvotiuata, dev Ba mpocdyyllov To emMBLUNTA OTMOTEAEGLOTO TOL

otoOYELOY, AOY® TOV KOKOD oXEdACUOD TV cvotnudtev avtodv (Koveov, 2015).
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3.3 Biphoypaguci emokonnon tov Gamification etn A.A.A

Ta tehevtaio POV OAOEVO KOl TEPIGCOTEPEG ETOUPIEG YPTOIUOTOIOVV VITOAOYICTIKA
naiyvia 1 gamified systems ot dwadikoacio TpdocAnyng epyalopévav. Ilapoio mov Eva
1€T010 GOGTNUA YapakTnpileTar omd TOALEG dSuvaTOTNTES, EAdIOTA Elval YVOOTA Yo
TNV YOUYOAOYIKN EMIOPACT) OV OLTO EMPEPEL GTN GLUTEPIPOPE TOL EKACTOTE
vroyneov. Ot Chow & Chapman (2013) mpoyuatonoincav épevva, eEetdalovtag
OepNTIKG KOl EUTEPIKE EVPNUOTO GTOV TOHEN TNG YLYOAOYiog, HE OKOmMO Vo

KOTOVOT|GOVV TOV TPOTO LLE TOV 0TTO10 Ot LITOYNEloL exnpealovtot amd to gamification.

H xotavonon tov unyovicpoy Kot Tov TpOmov e ToV 0moio e@apprdoletol  yuyoroyio
OTO VTOAOYIOTIKA Taiyvia gival 1dtaitepa onuavtiky, 010tt fonddel oto oyedaouod
TETOU®V GUOTNUATOV KOl ETIPEPEL PEYOAVTEPT] ATOTEAECUATIKOTNTO GE OLOOIKOGIES
Om®g avTy ™G TPOCANYNG Tpocomkoy. To eyyxeipnua Tov mpoovaeepfivimv
HEAETNTAOV £YKELTOL TNV V1I0BETNON OPIoUEVAOV KAAGIK®OV BE@plddv TG YuyoAoYiag, Le
OKOTO TNV KOTOVONGN Y1l TO MG £VOL VITOAOYIGTIKO TTaiyvio emdpa o€ £vo TepPaAiov

U oy vVidlon, OTmG etvat ovTd TG TPOGANYTG.

H mpocinym mpocwmikov Bempeiton pio dadikacio Katd TV omoio. o1 VTOYNPLoL
oynuoatifovv pio YeViKOTEPT EVIVDTMOGN Yl TNV €TOUPIO. GTNV OTOid a1TOvVTOL, Y10 TN
0éon epyaciog mov tovg evolopépel. Ot Chow & Chapman (2013) otv peiét tovg
eetalovv 10 poAo mov SwdpapotiCer to gamification ot cvumeppopd TV
VIOYNOL®V £pyalopevmV, Katd To 01deopa oTadio 61N OadIKaGiog TG TPOCANYNG.
210 mpdTa 6Tdo0 TG dtadtkaciog Exel TapatnpnOel mmwg o1 voyMEot dev dtabETovV
apKETEG TANPOPOpPieg Yo T B€on mov oTovVTaL, UE OMOTEAEGHO VO Elval AyOTEPO
dratebelévol va amodeyTovy TPoSPopEG Epyaciog mov pumopel va tovg tpotadovv. Evog
TpOTOG Yoo v ovénbel 1o evolaPépov Tovg elval HEC® NG TOPOYNG TEPICTOTEP®V
TANPOPOPLOY. AVTO EMTLYYAVETOL UECEH TNG TPOGOUOIMONG TOV TPOGPEPOVY T
VTOAOYIOTIKG TTatyvia. O 6moTOC GXEOACHOG TOVG KOl 01 SUVATOTNTEG TOVS ATOTEAOVV
éva YPNOIUO EPYOAEID YO TIC EMXEPNOELS KOL TOVS OPYOVIGHOVS, HE OTOYO TNV
TPOCEAKLOT HeEYOAOL €Vpovg vroymeiov. H 10éa avty coppadifer pe m Pértiom
TPOKTIKN TOL aKoAOVOEL pa dtadikacio TpocAnync tpocmmikov. Ilposéikvon dnAadn
peydAov aptBpov artovvtwv, divel peyaidtepn eveMéia o pua eTonpio, TPOKEWEVOL VL

emAécel Toug kKataAAnAdTEPOLS. Ot poavapepBivieg epevvntég Katoiryovv OtL 10
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gamification amoteAei éva mepidrrov, péca 6To omoio S1adidovial TANPOPOPIES Yia
TNV €TOLPi0, L€ GKOTO TNV TPOGEAKVGT LEYOADTEPOL PACUATOC VITOYNPI®V KO TEATKE

TNV ETAOYN TOV KATOAANAOTEP®V OO TNV EKAGTOTE ETOLPIOL.

‘Eva mopddetypo mov a&iCer vo avaeepbetl, etvar owtd g oivcidag Eevodoyeimv
Marriott Hotels, n omoia kukhopdpnoe péow tov Facebook éva vroroyiotikd maiyvio
ue 1o 6vopo MyMarriottHotel, to omoio &€dwve ™) duvoTOTNTO GTOLE TOIKTEC VL
dradpapaticovy 1o poAo evog pdvatlep Eevodoyeiov. O oKomdg NTOV Vo TPOGEAKDGEL
TPOCHOTIKO SLOPOPETIKAOV EBVIKOTT®V, TOPEYOVTAS TOVG OVTO TO EPYOAELD [LE GKOTO VaL
KOTOVONGOLV ToV TpOmo Asrtovpyiog ¢ etonpiog, OAAG Kol TIG OPUOSIOTNTES TOV

ovyKekpuévov tootov Lopez (2011).

Ot Simpson & Jenkins (2015) mpaypoatomoinoay £pguva yio. TOVG TPOTOVG UE TOVG
0m010VG UTOPOVV VO, EPAPHOCTOVV TO VITOAOYIGTIKA TTOiyVia 6TY| O10iKnoT avOp®dITIVOL
dvvaptkov. H ypnon oy vidomompuévav GUGTNIATOVY 0l TIG ETXEIPNOELS OEV EXEL OC
oTOY0 VO ONUIOVPYNOEL U0 LOVOOIKT EUTEPIO Toy VIOV GTOVG YPpNoTes. Avtifeta,
OTOYEVEL GTO VA VOappHVEL TOVG EPYALOIEVOVS VA TPATTOVY GOUPMOVO LLE TOVG GTOYOVG
™G eTopiog, EVAO GLYYPOVEOS YIVOVTOL OAOEVO. KOl KOADTEPOL GE aWTO oL Kdvouv. H
oy VIOOToiNon Aomtodv, 6Tov Topén TG dloiknong avlpomivov duvapkoy, amotelel
pio O1001Kacio e TPocavaToMopd TV 101a TV entyeipnon, v tpomOnomn g dpdong

™G Kot TV €mitevén TV 6TdY®V TNC.

Yndpyovv apketol TPOMOL HE TOVG OMOIOVG EVVOlEG TOYVIOIDV UTOPOVV Vi

ypnoporomBovv otn dtoiknomn avlpOTIVOL SVVOUIKOD:

1) Hpocérkven: Ot etaupieg avalnTtovy SLVOIKOVS VITOYNPLOVG LE SNUIOVPYIKT OKEYT
Kot woyvpn avtiinym. Qotdco, Ayeg eival eketves ot omoieg £xovv oyed1doel cOOTA TIG
SdIKOGIEC TOV OMOLTOVVTIOL YO, TNV EMAOYN TOV KOTAAANA®V vroynewwv. H
TOLVIOOTOINoN TOV OAOTKAGIAOV TNG TPOGANYNG Kol EMAOYNG TPOCOTIKOD OMOTEAEL

évav Tpdmo pe Tov 01010 ot pLdvatlep LTOPOVV VoL VLY VOPICOVY TOV 100VIKO VITOYNPLO.
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i) 'Evrogn: Ta otoyeio moryvididv €ivol ToAD amoTEAEGUATIKA, VIO THV évvola OTL
npocPépovy  kabodnynon kot avatpogodotnorn (feedback) otovg epyalduevoug
OYETIKA PE TO TL TPEmEL va kavouv. H ypriomn tétoimv ototyeiomv evBappiver ) pabnon
pe okomd TV avamtuén kavotntwv. H ypnowpomoinon evvolidv moyvidlov, o
dwadkacio g Evtaéng Tpocomikol, fondd tovg véoug epyaloeEVOVS VO KATOVOT|GOLV
TOV TPOTO A€TOLPYIOG Kol TOVG OTOYOLS TNG eToupiog, HE €vov EVYOPLOTO Kol

OlICKESAGTIKO TPOTO.

i) Mélnon & Avantvén: H ypfion Tov vToloyloTik@V Toryviov ot dtadikacio g

pélnong kot g avantuéng mpooeipel otov ePYAlOUEVO YVMGELS, LE OKOTO Vo
avartoéel T wovottéc tov. O cmoTdg OYESOUOS TOVG, EMTPEMEL GTOLG
epyalOUeEVOLS va avamTuEOVV TIC SLVATOTNTEG TOVGS, avalapuPdvovtog TpmTooviieg Kot
TOIPVOVTOG PLYOKIVOVVEG OTOPACELS, LEGO OE VA AGPALES TEPPAALOV OTMG Eival 0LTO

TOV TOLLYVIOOTOUULEVOV GUGTLLOTOG,.

iv) Evacyolnon: To moryvidia dnuiovpyodv évo cuvausOnuatikd mAoiclo yio tov
naiKtn, To omoio PacileTon 6T vooTodyia, TNV TEPEPYELD, TNV OTTIKY ELPAVIOT, OAAL
KoL 6TO €VOLOQPEPOV OV TOPOoLGLALet 0 epyalouevos. H a&lomoinon avtdv tov evwoldv
péco oto mepPPAAlOV NG €Toupiog EVIGYVEL TNV EVOGYOANCT TOV VTOAANA®V,
poPdAiovtac Toug po aichnon dtackédaong, Ady® TG GUCTNG TOV TOLYVIOOTOLLEVOD

GLOTNLOLTOG.

V) Awtipnen Evéweépovrog: H mayvidomoinon Ponbdaer ot dathpnon tov

EVOLOPEPOVTOG TOV EPYULOUEVAOV Y10 Lot OpaCTNPLOTNTO, HEGH TNG EVOAPPLVGTG TOV
TPOGPEPEL Y10 ovOANYT TPp®TOPoVvAiag. Méca 610 TEPIPAALOV EVOG TOLYVIOOTOINUEVOD

OLOTNHATOG 0 epYalOpeEVOS ekTELEl cLVNOIGUEVEG EpYaGies e SLOOPACTIKO TPOTO.

"Eva vtoroyiotikd maiyvio mpémel v oyedtdletal 6motd, avaAoyd He TOV GKOTO Tov
e&umnpetel, oAAG kou TIc avaykec ¢ etopiog. Ou Simpson & Jenkins (2015)
AVOPEPOLY EVVIA TOPAYOVTEG OV TPEMEL va. AapPdavovtal cofoapd vadyw (9P’°s of

gamification) 6to oyedlooud evog TaLVISOTOMUEVOL GUGTHUATOG:
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e Yxomdc (Purpose)

e IIpocwmikd Kivnrpo (Personal motivation)
e Emnidoon (Performance)

e TIp6odog (Progression)

e Xvupetoyn (Participation)

e Xvvepyacio (Partnership)

e Avvatotnteg (Potential)

e [laixteg (Players)

e TloMtikn etaupiag (Politics)

[Swaitepo evolopépov mapovotdler n uedétn tov Armstrong, Collmus & Landers
(2016) oyetikd pe TIGC SUVOTOTNTEG TOV VIOAOYIOTIKOV TOYViov o1 Sloiknon
avOpamvov duvaptkov. E&etalovtan T€00EpIc TOUEIS TOV 1) YPT|ON ALY VIOOTOMUEVDV
oLoTNUATOV £xEl emPEPeL BeTikd amotedéspata. Ot Topelg avTot etvar 1 TPOSANY™, 1
EMIAOYT, 1 EKTOUOELON KO 1) OlaXElPLoN TG amdO00o™G TV £pYalopuévmv. g TPOSANYN
opileton 1 dradkacio Katd tnv omoia o1 vroyNEol vtoBdAlovy aitnon yo pio 0éom
gpyaciog Kot ot GUVEXELN €lTE EMALYOVTAL, E€1TE OMOPPITTOVTAL Y10 TN GUYKEKPLUEVN
0éom. Xtov Topén NG EMAOYNG Ol €TOIPIEC TOPEXOLV YVYXOAOYIKE TECT Yo TNV
aE10AGYNOT TOV LTOYNELOV, LE GKOTO VO YPNCLULOTOMGoLV TG faboloyieg Tovg Kot
va TpoPAEYOVY LEALOVTIKEG amodOGELS Yo po BEon epyaciag. H exkmaidevon opileton
®G P GEPE OPASTNPLOTHTOV TOL 00NYEL TOVG EPYALOUEVOVS BTNV ATOKTNGT YVOGEMV
Kol 0e€loTNTOV OYETIKOV HE po. dueon M peldovtikn epyacio. H dwayeipion g
amodoong  elvar  pa  ovveyng  Owdlkacio  PETPNONG TV EMOOCEOV  TMV
epyalopevav. EAgyyer dnhadn av évag vrdiiniog copfadilel pe toug oTpaTnykods
o1oyovg ¢ emyeipnong. [apdiinio amoterel Kprtplo yu 10 av &vag epyalopevog

dtatnpet £va GVYKEKPUEVO EIMEDO OMAS00TG.

Ta vroAoyotikd matyvia epapudlovtol amoteAecpaTikd o€ KAOe €vov omd Tovg
Tapanive Téooeplg  Ttopeic. Xta mAaiown TG  Oadikaciog mwPOGANYNG, TO
TOLYVIOOTOMUEVO CLOTHHOTA ATEIKOVICOVV 018pOopES TTLYES TNG ETOUPiAG, LE OKOTTO VL
neloovVV TOLVG LIOYNEOVG v VIOPdAAoLV aitnon yw o Béon epyaciog M va
amodeyfodv pia mpospopd epyacioc. Ta vwoOAOylSTIKA Tatyvia 61 dtadkacion TG

EMAOYNG YPNOUOTOOVVTOL Y10 VO EVTOTIGTOOV Ol KOAVTEPOL LIOYNPLOL Yo TNV

27



epyaocio. H moryvidomomuévn ekmoaidevon mopéyel yvooels Kot deE10TNTEG GTOVS
VITOYNPLOVGE, O1 OTTOIEC ELVOOVV LOKPOTPOOEGLO TOGO TOV 1010 TOV £pyalOuEVO, OGO Kot
mv etopia. H mouyvidomoinon pmopel emiong va €pappoctel omnv amdoooT NG
KaOnuepvng epyociog, mapEYoviag Kivntpo oTovg ePYalOUEVOVS VO EMLTOYOLV
VyNAOTEPOLS GTdYoVC. Kivntpa amotelohv ot mivokeg KatdEng TV EMOOCEMV TOV
epyalopévav, Kabds Kot ot TOVIOL TOL ATOKTOVV Yl TO EMTEVYUOTA TOVG HECH GTNV

etaupia.

Ot Armstrong, Collmus & Landers (2016) miotevovv Ott 10 péEALOV T®V
o VOOTOMUEVOV cuoTHHdteV o1 dwayeipion avBpomivav mdpov mpofAémetal
QOTEWVS Kot YERATO duvatdtnteg. O 0piopog TOL TaLVIdLoD, AALY KO THG SLUCKESUGNG
AmOTEAOVV TOAVTAOKES €VVOLEC, Ol omoieg ocuintOnkav HETAED TOV UEAETNTOV Y1
apkeTég dekoetieg. O omoTOC GLVOVACUOS YAPOKTNPLOTIKAOV, OTWS €ival Ta oTotyEln
TOLYVIOLDV, O TOTOG TOL TOLYVIOLOV, ALY KoL Ol SLOPOPETIKOTL TOTTOL TOUKTMV, KOOGTA

€V0L VTTOAOYIOTIKO TO{YVIO EMLTLYNUEVO OTT| 010K oM AvOpPOTIVOL SLVAULIKOD.

H mniextpovikny mpoécAnym (e-recruitment) mpocomikod omotelel o Suvopukd
avantuocouevn péBodo, m omoia epappoleton €ite €vavil TOV TOPOUSOGLOKDV
JSOIKAGLOV TPOCANYNG, £iTe G€ GLVIVAGUO TOVS, OO EMYEPNCELS KOl OPYOVIGHLOVG,.
Ot ekTiunoelg delyvouv Ot 1) 51400061 TNG NAEKTPOVIKNG TPOGANYNG KO 1) ¥PNOT THG OG
gPYOAELD EMAOYNG TPOSOTIKOV e€apTdTon Omd TN XPNON Kot TN S1Ad0GT TOL SLOOTKTVOV
OTNV €KAGTOTE YMOPO, TNV OIKOVOUIKN KOTAGTOGN, OAAG KOlL TV KOLATOVPO 7OV

yopoaktnpilel v kabe pio etoupio.

[S1aitepo evolopépov mapovoldler n pedétn tov Wozniak (2015), mov e€etaler v
YPNON TOV TOLYVIOOTOUUEVOV GUGTNUAT®OV OTN OdlKaGio. TG MNAEKTPOVIKNG
TpOGANYNG TPoc®TKoD. Ta 0PEAN amd T XpHoN NAEKTPOVIK®V epyaieimv (e-tools)
VYNAOV EMIESOV vl TO YAUNAO KOGTOG, EVKOAOTEPN Kol TOYVTEPT TPOSPaon o€
epapuoyés, kabmg emiong Kol TPOcEYylon HeYGAOvL €0povg vmoynelwv. Ta
TOPUTAVEO  ETTVYYAVOVIOL OTNV  TEPIMTOCN TOL 1  €TOUPiO.  KATOPEPVEL VOl
eCaopaiiosl peydAn KnTikKOTNTA G6TOV 16TOTOMO TNG. Evog owovopukdg tpomog

TPOGEAKVONG XpNoTOV gival péow tov gamification.
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Onwg €xet avapepbel oe TPonyoLUEVEG TOPAYPAPOVS TNG OMAMUATIKNG £PYACiag,
oAG ko ot BipAoypoeica, To VTOAOYIOTIKE TOiyvio GLVOELOVTIOL HE TN GLAAOYN
TOVTIOV, TNV OTOKTNON EUPANUATOV Y10 TNV OAOKANP®OT] KOTOWIG OTOGTOANG KO TNV
GUYKPION TOV EMTEVYHATOV TAOV  YPNOTOV-TOUKTOV UEGA Oond  TOVG  TIVOKES
KaTAToENG. XNV TEPIMTOON TOV EMYEPNCEDV, Yo Vo Bempeitan emituynuévo Eva
VROAOYIOTIKO  Taiyvio TPEMEL O GLVOLOCUOG TV  OTOWYEIMY TAYVIOIDY, TTOL
YPNOUOTOOVVTAL, OALA KOl O OYESOGUOS TOL VO GLVAGOLV HE TO OKOTO TOL

eEumnpetel.

Yto mhoiclo TG TPOGANYNG TPOCOMIKOV dVVATOL VO YiVEL piol KATNYOPlOToinon Tev
TOLYVIOOTOMUEVOV GUOTNUATOV, avAAoYo e TO TePlEXOUEVO Tovg. [Ma mapaderypa,
OTOV TO TTEPLEXOUEVO TOV TToY VIS0 amotel amd Tov moiktn va avaldapel 1o poro evog
epyalopevou pia eTopiog, TOTE 1) GUUUETOYN OTO €V AOY® Towyvidl odnyel Tov xpnotn
vo ovomtHgel YvAoElS OxeTiKE pe 1o mEPPAAAOV NG OOVAEdG, divovtog o
peAMOTIKN avdivon g epyacioc. O maikng onAadr| ektedel epyaocies, avdioyeg e
eKEIVEC TOL TPAYHOTIKOV KOGHOV, OTMOKTOVTAG 0eS10TNTEC Kol TANPOPOPIES Yo TN
0éon epyoaciog, eved mapdAAnAa emmeeleiton Kot To 1010 TO TUAUO StoikNoNg
avOpomvov duvapkoy, oynuatiCoviag pioe mTpdTN Gmoym yu. TO TPOEIA TOV

VTOYN POV EPYALOUEVOL.

BéPato, éva onuavtikd otoryeio mov avaeépst o Wozniak (2015) eivan 6t m
CLUTEPLPOPA €VOG ToUkTN o€ £€vo. LRTOAOYIOTIKO maiyvio dgv givor amopaitnta
OVIUWTPOGMOTEVTIKN TOL TPOTOL UE TOV 0moio Oa cvuumepipepdTay otV Kadnuepivi
gpyactokn (oM. H dvvapukn tov kédbe moayvidood eivor povadikn kot o TpoOmog Ue Tov
omoio ot maikteg €KTEAOVV TO POAO TOVLG OTO ToyVidl omoteAel pio adbhvaun
TPOCEYYLON TOVL TPOTMOV He TOV Omoio Bo eKTEAOVGOV TOLG EMAYYEAUOATIKOVS TOVG
poOLovG. Autd opeidetar 61O YeYovAs OTL otV Kabnuepwv epyactokn {on ta kivntpa
Yoo emoyyeAROTIKY €EEMEN elvar vynAoTEpa, G€ oo HE QVTA VOGS TOLYVIOOD, LE
OTOTEAECUO. 1]  OMOO0CT TOV  YPNOTOV-TOIKTOV VO,  OPOPOTOLEITAL  HETOED

(QOVTOCTIKOV KOl TPOYHOTIKOV KOGLLOV.
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3.4 AvvopIKT] TOV VTOAOYIGTIKAV TOLYVIMV o€ d1E0vES eminedo

H yprion moyyvidomompévoy cuoTNUATOV 1] VTOAOYICTIK®V TOLYVIOV OEV GUVOVTATOL
puovo ot Pproypapio. Iopokdto mapovcsidletor evoskTikd éva detypo eTOpLOV
TOYKOGLIOL QNUNG, Ol OTOIEG Y PN CLUOTOLOVV TTOLYVIOOTOMUEVESG EQPUPLOYES GTOV TOUEN

¢ dtoiknong avlpoOTvemv TOpmV.

PwC Recruitment (Xpnuozoowkovouikn Etoipia)

‘Eva amd to mo onuavtikd mapadeiyporo exituyong epappoyng tov gamification sivon
avtd g etapioag PwC (PrincewaterhouseCoopers). H etopia ypnoyonotel éva
VToAOYloTIKO  Toiyvio, TOo omoio ovoudletor Multipoly. To mepifddliov tov
TOLYVIOOTOMUEVOD GVTOV GULGTNLOTOS TPOGOUEIDOVEL TO TEPIPAAAOV €pyaciog TG
ovykekpipévng etapiag. O okomdg tov moryviov etvor vo ehéyéel To  Emimedo
ETOUOTNTOG TOV LIOYNPLOV, TPOKEEVOD VO UTOPEGOVV Vo pyactovy otnv PWC. O
TePLPEPELOKOC dtevbuvtng mpooAnyewy ¢ PWC Ovyyopiag mopoatipnoe 0Tl ot
VTOYN P01, 01 0TToi0L Elyav acyoANBel pe to ev A0y maiyvio, mapovsiolay pHeyoaAdtepn
eToldT T 0TS cvvevievéels. Ot ypnotes-maikteg HEC® TNG EUmEPiOG TOVS PE TO
Multipoly Biovav o pealMoTikd eninedo TV KOLATOVPA KoL TIG 0pyEG TNG ETopiag. Amd
TOTE TOV EYKOVIAGTNKE TO GLYKEKPIUEVO TO{YV1o, 1) eToupio ovokoivowoe avénon Katd
190% o710 T0G00TO TV VTOYNELOV EpYaLOneEvmV, pe T0 78% va avapépovv OtL BEAovy
Vo LABOLV TEPIGTOTEPQ CYETIKA LLE TO MG EVOL VO, SOVAEVEL KOVEIG GTN GUYKEKPIUEVT

etoupia.

SAP SE (Exaipio Aoyiopikov)

To Sap Career City ivat o mouyvidomomuévn papuoyr, 1 omoio ETTPENEL GTOVG
veompooAn@Bévtec epyalopevovg vo mhonynbdovv e €va maryvidl mpocopeimong. Xe
avtifeon pe to Multipoly g PwWC, to Sap Career City ypnoiponoteitar and véoug
epyalOUEVOVG, LLE OKOTO VO TOVG EVNUEPMOEL GYETIKA UE TIG OPHOOIOTNTES KOl TIG

VIOYPEDGELS TNG EKAGTOTE BEONC EpyaTiOg.
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Novartis Group (®apnokevtiky Eroapia)

O elPetikdg Ouhog @apuakevtikdv etoupuov Novartis €yet dpopoloyfoel v
dNpovpyio TOYVIBOTOMUEVEOV CLGTNUATOV KOl EPOPUOYDOV LE GKOTO VO TPOGPEPEL
HEYOADTEPN €EOKEIMON OTO TPOCHOMIKO, CYETIKO He TS oleg Tng etaipioc, vo
avaPaduicel 11 peBddovg pabnong, Kabwg emiong Kot Vo TPOSPEPEL TEPIGCOTEPES

TANPOPOPIES Yia TOL TPOIOVTO TNG.

Xerox (Etowpio teyvoloyiag)

H etapia Xerox ypnoipomotei pio epapuoyn gamification, n omoio ovopdleton
Qstream, TPOKEWEVOL VO, OVTIKOTAGTAGEL TOL TOPASOGIOKA CEUVAPLL KATAPTIONG KO
eMUOPPmoNG. Elval yvwoto 6T1 T£T010V £1600¢ GELVAPLL ATOLTOVY T QUGIKN TOPOLGIN
TV £pYalopévev, 6€ £vo GUYKEKPIUEVO HEPOC, Mo Tpokabopiopuévn mpa. Me okomod
v g&otkovounon xpdvov, n Xerox avtikatésTnoe To. CELVAPLO LE TO VTOAOYICTIKO
naiyvio Qstream. H mayyvidomomuévn avt epapuoyn mopovctdlel S1ipopes EpOTNGELS
KoL TANpoPopieg, OTmG akplPog Eva emtpanéllo maryviol. Ot epyaldpevol amavtovy Tig
ePpOTOELS He Pdomn TIg YVOGCELG Kol TIG EUNEIPIES TOVS, OMOKTMVTOG TOPOAANAL pE

SO PAGTIKO TPOTO TEPIGCOTEPEG TANPOPOPIES .

Xourépoouo.

Ot eTaupieg mOL AVAPEPOVTAL GTN CLYKEKPULEVT] EVOTNTA ATOTEAOVV Vol Lkpd Oetyua,
010 omoio to cvothuoto gamification éyovv TPAKTIKY €PAPUOYH. TVYKEKPIUEVA, TO
VTOAOYIOTIKGL TTOdyvVie, PMOCLUOTOIOVVTOL KLPI®MG Yol TPOGEAKVLOTN  TPOCMIIKOV.
[Mopatnpeitor 6TL pmopovv va xpnoiporondodv 1660 ce VIOYNPLOVS ePYALOUEVOLG,
660 Kou og veompooneBévieg epyalduevovs. Me tov 1poOmO T, Ol ETONpiEg
TPOGOUELOVOLY TNV Kadnuepviy epyactoky] (on HECO TOV TALYVIOOTOMUEV®V
epopuoydv. Q¢ amotéAecpa, ol LTOYNPLOL 1 Ot veOmpocAneOévies epyaldpevol
yvopilovv kaAvtepa To avTiKeipevo g BEomg epyaciog Kot Tapovstdlovy HeyaAdTepP
eTolpdTTa. Mo axoun tpaktikny a&io Tng ¥pnong TV VTOAOYICTIKMV Toryvimv ivat
ot ™S e€otkelmong TV oTeAey®V e TG agleg Kot v KovAtovpa g etapiag. Ot
epYalOUEVOL EVILEPMVOVTOL GYETIKA LE TOV TPOTO AglTovpyiog TG Kot EE0TKEIDVOVTOL

TEPLOCOTEPO LE TOV TPOCAVATOAIGHO TG, EmimAéov, ol ohyypoveg etarpieg tetvouv va
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YPTCYLOTOLOVV TOLYVIOOTONIEVO CLGTHLLOTA Y10 AdYOLG ekmtaidevons. H mopadociok
HOPOY] T®V OCepvapiov  eKTOIOEVONG KOl KOTAPTIoNG  oviikadiotator  omd
TOLYVIOOTOMUEVES EQAPUOYEG, O1 OTTOLEC TPOCPEPOVY KOAVTEPO ATOTEAEC A, AOY® TOV

JdPOAGTIKOD TPOTOL EKUAONONC.

Ye ovvdvaopd pe Vv mapdypapo 3.3, o6mov mpaypotomoleiton PiPAoypaeikn
emiokomnon tov gamification otn doiknon avbpdmvov dvuvoutkod, Tapatnpeitol Ot
01 OpaoTNPLOTNTEG OTIG OTOIEG TO VITOAOYIOTIKG TTatyvia £(0VV UEYAADTEPT XPNOTIKN
a&io givar ot €€ng: 1) ekmaidevon TPoc®Kov, 1) TPOGEAKVON TPOCOTIKOV Kat iii)
emAoyn tpocwnikoV. Katd 1 dtadikacio g TposEAKVONG TPOSOTIKOV, 01 VTOYNPLOL
Aapavouv meplocdtepec TANPoPopiec Yoo T B€om pyaciag mov TOVG EVIOPEPEL Kol
€EOIKEIDVOVTAL TEPALTEP® LE TIG OTALTNOELS KOl TOVG 6TOYOVS NG Béonc. Lta mAaicia
™G EMAOYNG TPOCHOTIKOD €VIOTILOVTOL Ol KATAAANAOL VITOYNHPLOL, OPOV HECH TMV
VIOAOYIOTIKOV  Toyviov  efetaloviar ot deidtreg tovg (AMym  AmoQACE®YV,
TPOGOPUOCTIKOTNTA, €VEMEIR). AKOUN, N TOLVIOOTOMUEVN EKTOIOEVOT TOPEYEL
YVOOELG 6TOVG £PYALOUEVOVG, 01 OTTO1EG ELVOOVV TOGO TOVG B0V, OGO KO TIG OVAYKEG

™G eToupiog LoKpompodesa.
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KE®AAAIO 4
EMIIEIPIKH EPEYNA

4.1 Xxomog 'Epgvovag

O «Oplog oKomOG TG €pevvag €lval 1 dlEPEHVNOT TOV YVACEMV KOl EUTEIPLOV TMV
OTEAEYDV EAMVIKOV EMYEPNCEDYV, TOL 0CYOAOVVTIOL UE TN dtoiknon avOpadmvov
duvoutkov, 6cov apopd otn ypron tov gamification 1 T@v vIOAOYIGTIKGOV TaLYViKV,
o¢ epyoreia emAoyNg, Tpocéikvong kol aSloAdynong mposomkov. Ta epgvvntikd
EPOTNLLOTA TTOL TPOEKLY OV LETA TNV PLPAOYPOQIKT EMOKOTTNOT TOL BEpaTOC givat Ta

eéne:

O1_elAnvikéc emiycipnogic 1] TOPOPTHUOTO. ETOUPIMV TOYKOCUIOD QHUNC TTOD

OPOOTNPIOTOLOVVTIAL OTOV EAAADIKO YWPO, YPNOILOTOIODY TOLYVIOOTOLUEVO, CUCTHILOTO.,

O1 ovBpwrmor _mov  aocyolodviou ue t  Oioiknon  ovOpwmivov  dvvouikov

yvapilovy 11 gival To. IOy VIOOTOINUEVO, COCTHIULOTO,

Ta vmoloyiotika mwodyvio. UmopolV Vo, OVTIKOAIOOTHOOVY OAOKANPWTIKG TIC

TOPAOOCIOKEC TPOKTIKEC THC O10iknonc avBpdmivov dvvauikov

Yropyel mpoomtiky] omo TIC EAANVIKEC ERIYEPNOELC VO YPHOIULOTOINGOVY LKA, TOVC

ovatiuora qamification oo uéilov;

4.2 Mg0oodoroyia épevvag

"o ™ depedivnon kat katovonon Tov BEUATOG, GYETIKA e TO POLO TWV VTOAOYIGTIKMV
motyviov 1 gamification systems omn dioiknon  avOpdmvov  duvopKov,
ypnowomomOnke n péBodoc twv ocuvvevievtewv. H ovvévievén Oswmpeitor éva
ONUOVTIKO €PYOAEID Yl TNV AVIANGN TANPOQOPIOV KOl 7O0TIKOV VAkov. O
EPOTOUEVOS, HEC® TNG OLVEVTELENG, OLTLTTMVEL €AeLOEPO TIC OMOYES TOL Kot

AVOTTOOGEL TIG OKEYELG TOV. UG AMOTELEGA, O EPEVVITNG 1] GLUVEVTIELKTNG GLAAEYEL
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TANPOQOpies Yoo T0 BEHA TOL EVOAPEPOVTOC TOV, HECH TNG OVOTOPAGTOOTNG TMV

TPOCOTIK®OV PLOUATOV, EUTEPLOV Kol CKEYEDV TV GLVEVTEVEOLOUEVOV.

H ovvévtevén dwkpiveror oe tpio dapopetikd €idn, avaioyo pe Tov TPOTO TOV

de€dyetan:

1. Aopnuévn cuvévtevén
2. Hu-dounpévn cuvévtenén
3. Mn dounuévn cvvévienén

To cVuvoAro TV epwTNOEDV GTNV dOUNEVT GLVEVTELET elvatl KaBoploévo, EVD 1 GEPE
Kol 0 TPOTOG TOL VTOPAALOVTOL GTOVG EPWTOUEVOVG EIVOL GUYKEKPIUEVOS. TNV ML-
dopnuévn ouvévtenén o epguvnig yopakmnpiletar and peyorvtepn eveléio, KaBdS
dvvaTot vo LVTOPAAEL TIC EPMTNOELS LE OLAPOPETIKT CEPA o€ KABe cuvevTELEILOUEVO.
Axoun, dwbétel TV eMAOYT Vo TPOTOTOIEL TO TEPLEXOUEVO TOVG aVAAOYO LLE TOV
EPMTMUEVO, OAAL KoL Vo, apalpel 1] avtiototya va Tpochétel epmtioeic. Avtifeta, n un
dopnuévn cuvévtevén dev mepthopfavet Eva mpokabopiopévo TAn0og pMTNCEMV, 0ALAL
Baociletar otov TpdMO pe TOV OMOT0 AAANAETIOPOVY O GUVEVTEVKTNG LLE TOV EPOTMUEVO

v to Bépa mov culntovv (locpidng, 2003).

To peBodoroykd epyareio mov ypnoipomoOnke yio v deEaymyn g £pevvag NTov
N NU-dopnuévn cuvEVTELED, S10TL Tapeiye TV amapaitnn gvedéia, GGov aPopd 61O
TAN00¢ Kol TO TEPLEYOUEVO TMV EPOTNCEWV, TO, OMOI0. TPOCUPUOCTNKOV KOTA TN

SLIPKELN TOV GUVEVTELEEMV, AVAAOYO LLE TO TEPLEYOUEVO KOIL TN POT| TNG SLLNTNOTG.

Yto mloioclo NG mapohoos JSMAMUOTIKNG €pYyaciag TpoaypaTomomdnkoy méve
OLVEVTELEELS [LE OTEAEYN EMYEPNOEMVY, TOL ACYOAOVVTOL LE TN dloiKNoN avOpdTIVOL
dvvaptkov. Ot 1é€ooeplg  oLVEVTELEELS  TPOYHOTOTOMONKAY TNAEPOVIKA Kol
nxoypaenOnkav (PA. IMapdptnuo OTOROYVNTOQEOVNUEVOV GUVEVTEDEE®MV), EVO Hid
SeENyOn otov ePyaclaKd YMPO TOL GLVEVTELEWLOUEVOVL HE TN YPNOT CLOKELNG
KaToypagng nyov. I'ia ) d10c@aAIon TOV TPOCOTIK®Y dEGOUEVOV TOV EPOTMUEVOV,

TO TPOLYLOTIKE OVOLLOTAL £X0VV OVTIKATOOTAOEL 0O WYELODOVL L. XTOV TOPOKATE TIVOKOL
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ToPOLGIALOVTOL TO, WYELOMVLUO TOV OTOU®MV OV TOPUYMDPNOUV TIS GLVEVIEVEELS,

ovVodEVOUEVH OO TO €100¢ TNG eMyElpnoNg otV omoia epyalovtat.

Yevomvopo Xoppetéyovro Eidoc Emyeipnong
IMévvng K. [etperaixn Etaipia
Anuntpa E. Etapia Kotaokevn Ymoonpdrtov
[Tovlog X. Koartaockevaotikr Etapia

Mopia I Etapia [Ipoidoviav Opopoerig
[Inverdmn T. Acopalotikr) Etapia

ITivarag 4-1. Vevdavouo epmtopevmy koi 100G ETIYEIPNONG TOV EPYALOVTOL

[pokeyévov vo BempnBel oAokAnpopévn 1 épevva, kpidnke oKOmTUN 1| CLYKEVTP®OT)
TOV  ONUOYPUPIKAV  YOPOKTNPOTIKOV Tov  dgiypotog. Ilo  ocvykekpyéva, To

ONUOYPOPIKE GTOLYEIDL TOV GLYKEVTPOONKOY TV T EENG:

e ®VMO
e Hlwia
e Emninedo eknaidgvong

e Eidoc Emyeipnong

ATd TOVGg TEVTE EPOTMUEVOVS TOV GCLUUETEYAY GTIG GUVEVTELEELS, 01 2 TV AVOPES Kol

ot 3 yuvaikec.

H opdoda nAikidv oty omoia avijkovv kot ot 5 cuvevievElalopevot eivon petald 35-54.

Avaopikd pe to eminedo gkmaidevong, ot 4 amd Toug 5 givol KATOYOl LETATTVY KMV

dumhopdtov, eve o 1 amd toug 5 etvan amdgortog AEI/TEL

O emyepnoelg otig omoieg amacyorlovvial ot 4 amd Tovg 5 cvveVTELEILONEVOLS
AVIKOVV GTNV Kot yopio «peydin enyeipnon», evo 1 1 and tig 5 etaipieg avikel oty
Katnyopio «pecaio emryeipnonm».
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4.3 Ilapovciacn TV EOPNUATOV TNG £PEVVOG

Yy mopaypago 4.2 avaeépnke 6Tt o1 uvevTELEIOLOIEVOL TPOEPYOVTOL OO ETOUPIEG,
ot omoieg dpacTNPLOTOOVVTAL GE SLPOPETIKO YdPpo M KAbe pia. T to Adyo avtd,
KPIVETOL OKOTO 1 OVAADOT] TOV EVPNUATOV TNG EPELVOG VO YIVEL LE TN LOPON TOV

TEPUTTMGLOAOYIKOV pHELET®V 1) case studies.

4.3.1 lleprrtoororoywcny Merétn I (IleTperaikny Etapia)

Mo va v opodn de&aywyn e ovvEvTELENG KPIiveTol oKOTLIO Vo EpmTNOEl apyiKd o
ovvevtev&lalopevog, o omoiog epyaletonr wg HR recruiter, yuo to av yvopilel ta
TOLYVIOOTOMUEVE GLGTHLLOTA 1) VITOAOYIOTIKE TTafyvia Kol Katd TOGO YP1GILOTO0VVTOL

otV Taupio mov gpyalerar.

O wog I'bvvng K. avagépet: «Ivopilow t eivor to moryvidomoiqueve ovotiuota...H
eroupio. Exel eCetaoer ™y mbovotnto, va evowuatwoer gamification epapuoyéc oro
KOUUATL ¢ voutidiog, alld oty mopeio amopplpOnke 1 10é0». AT TN Ty TOL O
EPOTOUEVOS YVOPIlel T elval To Oy VIOOTOMUEVE GLOTHUOTA, EXEL 1O10HTEPO
evolapépov vo eEgtaotel M mBaVOTNTA ¥PONG TOVG Y10 TPOGEAKVOT KOl ETIAOYN
TPocOnIKoV. «kog [1avvns K: Noai..Jettovpysl ¢ ovuminpouotikoé epyoieio g
OVVEVTEVENG...OnA00N av BEAODUE VoL UETPHOOVUE KATO1EG TOYKEKPLUEVES 0ELIOTHTES, OIS
eivar n avodvtikh oxéyn, o decision making xiz. oe emimedo junior Oéocwv Oo. uropoivoe
va. ypnoomoinbei Evo, t€to10 cOGTHUA, OUMS ETELON Bewpeitol Tapa TOAD TPOOIEVTIKO,
EYovv TPorplOel Evovti avtod TEAEIWS TOPAOOTLOKA COGTHUATO. UETPHONGS OECIOTHTWY, T

omoia ovvHBwcs eivou ap1Buntikod Aoyiouody.

> ovvéyelo {nmOnke omd Tov EpOTOUEVO Vo KaveL pio ekTipmon yio v mbovotnta
evoopdtmong evoc gamification cvetuatog oty gtopio Tov epydletal, To endOUEV
8 ypovia. «xog I'tavvng K: To Oswpa omiBovo...Emeion Oewpeitor game, 5 ucilov
TPOCOUELDVEL EVA. TOLYVIOL 1] 0101KNoN 0eVv T0 Aaufavel cofopa vroyiv. Tlopolo wov yio.
UEVOL EIVOL Evag TOAD ECDTVOS TPOTOG VO, UETPHOEL KAVEIS OVYKEKPIUEVES 0CIOTHTES... Ol
ETUUPIEG TOD EVOEYETAL VO EVOWUOTOOOVY EVO, TETOIO CGUOTHUO EIVOL TOYKOGUIOD

Peinverxois... Avaroyas oy Elldda eiuoote ayedov 20 ypovia miow, o€ ayéon Le TO
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eEWTEPIKO KAl TOL CVTTHUOTO. TTOV YPHOIUOTOLODUE TTNY ETAOYH TPOCWTIKOD EIVAL TOLD
TOPOOOTLOKG...2€ 8 Ypovia Kol ueTa, mov oty Evponn kou otnv Auepikn Oo Oswpeitar
Must, tote iowg LeKIVHOOVY 01 EAANVIKES ERIYEIPNOEIS VA TO EIGAYOVY OTIS TPOKTIKES
TPOGEAKDONG KO ETIAOYIG TPOCWTIKOD, EVE) KATI TETOLO OVOUEVETAL VO, YIVEL OO UEYOAES

etouplieg o€ uEyeHog Ko Oyt HIKPESH.

210 onpeio avtd yivetal avaeopd omd TOV GLVEVIEVKTH 6T0 Ttapddstypo tov Gartner
(2011) (BA. mop. 3.2), 0 omoiog gixe mpoPAréyet 6tL puéypt o 2014 t0 70% TOV ETOUPLDV
Taykoouov Peinvekovc Oo ypnoyomolovcov cvothuate gamification, aAld
mBavotnto anotvyiog Tovg Bewpeitar Wiaitepa avENpéEVN, AdY® TOL KOKOV GYEOAGLLOV
tou6. Emopévag, £évag onpovtikog mopdyovtog mov amotpénetl Kamoov HR manager amo
TO VO YPNOYOTOMGEL £VOL TETO0 GUGTNA, Elval 1) EAAEWYT EUTIGTOGVVIG OC TPOG TNV

a&10moTio TOV OTOTEAEGUATOV TOV GLGTHUATOG.

Me Bdon 1o mapaderypa tov Gartner, o cvvevtev&lalopevoc avapépetl. «To ovotnuo.
mov étpedo. TpoowmiKa ey (NTodoe amd 10 Ypnoty vo. emileéel puetald e Péltions Kou
™G yelpioTng, amo évo, TAnBog 5 emiloyav, oe eva 00bév paviaotiko aevapio. Oo nbelo.
TO DTOAOYIOTIKO TOLYVIO VO. APNVEL TH PavTacio eAe00epn vo. Opaael, ywpis TPOETIAOYES,
wote va. puetpdror owaotd to decision making rov vwoyngion, av givai vynAé 1 younlo, n

OTOPOCIOTIKOTHTO, TOD KOl 1] TPOTOPUOTTIKOTHTO, TOV OTIC ODVOKOAES KATAOTOATEIS).

210 1éAh0¢ ™G cvvévtenéng o kog [avvne K. avagépet opiopéva mpocomikd Pudpoto
amd TO XOPO NG OOVAELAS TOoV, o€ oxéon pe to gamification: «Exava eionynon ot
ooiknon yio. t ypron evoc ovotiuarog gamification, allda amoppipOnke...O Adyog frav
ot 10 AX mioteve ot dev Oa Exer amiynon oe SENIOr ateléyn, onladn av méw va
TPOTEYYIoW €V GTEAEYOS UE ODTOV TOV TPOTO, TO aredeyos Ba eupavicer apvnTiky
otaon...H omavnan g oroiknong nrov ot atny EALGdo ts kpiong, ue v avepyio va
@taver 1o 25% npoceikbovue TpoowTIKO Ko e o ayyedia, ovti yio gamified epapuoyéc

oV cVVHBWS EYOVY TO JEKATAAOLO KOTTOS ».
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LUVUTEPACNOTO TEPTTOGLOAOYIKN S neAfTne 1

ATO TIC AMOVTIOELS TOL EPOTAOUEVOL GTIC EPWTNOELS TOV TEOMKAY, eEdyovTal optopuéva
ovumepaopato ta omoio a&ilel va avapepBovv. O idoc, wg HR recruiter, yvopilel T
etval To O VIOOMOMUEVE, GLGTHHOTA Kol ep@avilel BTk oTdon 61O EVIEXOUEVO
evoopdtomong Tovg oty etatpio mov gpydletat. Oswpel 6Tt N dedopéVN OIKOVOLIKN
Katdotaon otV EALGOa Asttovpyel amotpentikd, S10TL Ot eTaipieg dgv O100£TOVV TOVG
QTP OTNTOVS OKOVOIKOVG TOPOLG Yo EPELVA KOl AVATTTUEN TETOL®Y GCLGTNUATOV, LE
OOTELECUO. VO EUTIGTEVOVTOL TIG TOPOOOCLOKES TPUKTIKEG GTNV TPOCGEAKLON Kot
emAoyn mpoocwmikoy. Axourn, emPefoidvel v memoibnon Ot N emrtvyio TV
VTOAOYIOTIKOV ToLYVIWV EYKELTAL GTOV GOGTO GYESIOGO TOVGS, LE YVMIOVOL TIC OVAYKEG

g eToupiog.

4.3.2 lleprrroororoykn Merétn Il (Erapio Kataokeong Yroonpudatmv)

H ovykekpipévn mepintoon  moapovoidlet  avénuévo  evolapEpov, O0TL 1
ovvevtev&lalopevn, n omoia epyaletar g Retail Manager oe etaipio KOTOOKELNG
vrodnpdtmv, dev yvopiletl Tt gival Ta moryvidomomuéve cuotnpato. o to Adyo avtod
0 GLVEVTEVKTNG YPNOWOTolel 2 amAd TopadElyYHOTO VITOAOYICTIK®V Toryviov kot 1
Vo0ETIKO TTaPAdEyHa SIKNG TOL emvOnoNg, oyeTIkG ue ) ypnron gamification oto

YDPO TG KOTAOKEVNG VITOONUAT®V.

To mpdTO TOPAIEY O AUPOPA YVMOSTY dAVGIO0 KATAGTNUAT®V TOL TOPUCKEVALEL TTCO
KOl OpOOTNPLOTOLEITAL GE TOYKOGHIO £Minedo. Xta TAaicto tov marketing Kataokevooe
éva ocvotnua gamification, to omoio £€61ve 6To YPHGTN TN SLVOTOTNTA VO, OTULOVPYNGEL
pio online ymoewoxn witoa. X cvvéyela tpowbovoe v mitoo oto Site Kot aviloyo pe
TIG TOANGELG Tapelye eMPPpafedoels Kot TOVToug 6To ONovpyd e (facikn Aettovpyia
TOLVIOOTOMUEVOY  GUOTHHOT®V). To Oeg0TEPO TAPASEIYUO 7OV YPNCIUOTOIEL O
GUVEVTEVLKTNG Y10 TNV TANPY OTOCAPNVICT) TOL OPOL, 0POPE GTO TAPASEIYUA TNG
evotntog 3.3 kot ovykekpiuévo g etopiog  Marriott Hotel pe titho
“MyMarriottHotel”, to onoio £€6wve Tn dLVOTOTNTO GTOVG TAUKTEG VOL SLASPAUATIGOVY TO
poAo evog pavatlep Eevodoyeiov. O oKomOG MTOV VO TPOGEAKVLGEL TPOCMOTIKO

SLPOPETIKOV  €OVIKOTNTOV, TOPEYOVTAG TOLG OVTO TO gPYOAElo pHe okOmd va
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KOTAVONGOLV ToV TpOmOo Asrtovpyiog TG etanpiog, OAAG Kol TIG OPUOSIOTNTES TOV
GLYKEKPILEVOV TOGTOV. TELOC, TPOKEUEVOD 1] EPOTAOUEVT VO KOTOVONGEL ETOPKAOS TNV
évvola tov gamification, o cuvévtevkng TpoTeivel To S1KO TOL GVGTNIA, GTO OTTOI0 Ot
VIOYNPLOL TOANTES Yo €va Katdotnua vrodnpdtwv tg etapiog Oo mpémel va
ouvovdoovy TamovToln pe povyo. O okomdg eival va SlomoTOoEL 1 €TOPia, OV O

VIOYNPLOG £pYOLOUEVOS GUUP®VEL LE TN O1KN TNG 0LGONTIKY KOLATOVPO.

Me Bdon v mopoandve avdAivon, n cuvevievElalopevn KaAEITAL Vo OOTLTOCEL TIG
amoOYELG TG, Yo To av o ypnoiporolovce évo chotnua gamification kot yio wolovg
Adyovc. Zvuykekpéva, n ko Anuntpa E. avaeépet: « Dooixd, Ovaiaotike Gélovue va
oovue yopoktipes. e uio oovévrevén maipvovue to 10% mov umopodus amd tov
DTOYN P10, KAVOVTAS TOV EpTHOELS. O DITOWNPIOS EXEL TPOETOIUATTEL, LG OIVEL KATOLEG
OTOVTNOELS, Ol OTOIEG UTOPEL EVOEYOUEVWS Vo unv €ivor oAnbeig...oev vouilw ot
koatodafoivels ae fabog to yopoxtipa tov ko1 wws Oa taipiale o€ évo puayali n oy
oovlela. yevikotepa. Nouilw 0t péoa omo pio. TETOLO. EUTEIPIQ, EVOS OGUOTHUOTOS

gamification, uropeic va kotaldfeic moALd. TEPIGGOTEPO, GTOLYELR VIO, TOV DTOYWHPLO Y.

H ovvevtev&lalopevn eugavifer Oetikn otdon oty ypnon &vog gamification
ocvotnuotog. Idwitepng onpaociog sivar n yvoun g epoOTOUEVNS, YOO TO OV TO
VTOAOYIOTIKE Talyvia Bempodvtarl €va apykd oTddlo yio vo, Eexmpicel Kavelg Tovg
KATAAANAOVG VTOYNPLOVG. « Orwoonmote, Péforo. KOTO106 UTOPEL Vo gival EUTEIPOS
TWANTIHS UE OPKETA YPOVIO. TPODTNPETLa, 0AAG OTa TOV fdleic va tpéler éva gamification
OOOTHUO. UTCOPEL VO, UNV 10, TOEL KOAA... AVTIOETO, EVOS TWANTHS UE EAGYLTTH EPYOCLOKN
EUTTELPLOL UTOPEL VO TAEL ECOLPETIKG, KOAG EKEL KO UETO. TNV TPACH VO, UV QOVEL KOTI

TETOLOY

Me Bdon v arnoym g ko Anuntpog E., o cuvevtedkng copuminpdvet 0Tt to KivTpo
eVOG £pyalOUEVOV GTNV TTPAUYLATIKY EpYOCLokn (N eivat TEAEI®MG O10POPETIKA GE GYEOT
HE TO QOVTAOTIKO KOGHO Tov moryviov. Emouéveg, n  amddoon tov oty
TOLYVIOOTOMUEVT] EQOPLOYN EVOEYXETOL VO Elvan eEAPETIKT, OAAG otV TPA&n var unv

emPefordveron Katt T€1010 1| TO AVTiBETO.
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Ye oyéon pe TOV mapdyovio eupmictoovvrg kol oaflomotiog evog gamification
OLOTNUOTOG, 1 EPOTOUEVN avapépeL. «Oyi, dev Bo sumiotevouovy £’ oloxinpov éva
T€T010 GOOTHUA.... AV UTOPODUE VO, EUTLETEVTODUE HOVO ODTO 0TI Bow 1ag dael To vail 1 To

OY1 GYETIKG, LUE TNV KOTOAANAOTHTO TOD DTOWHPLOVY.

[Maykoopiov eNung etatpieg emevolOLV GE TETOLL GLGTILOTA, GTO TANIGLO EVIGYLONG
ToL recruitment process. H aroyn tng cvvevtev&lalopevnc yio to av a&iCel o etanpia
va emevovoel g gamification cvotuata ivar n e€Ng: «Av deier o ypovog ot fonbaet
otV ETIAOYH KATOAANAWY DIOYWNPIWV Vouilwm mws olifel TOV KOO va EXEVODTEL LI
etoupia...Movo mold ueydles etaipiec mov oOgv Eyovv oikovouika mpofinuota Oo
ETEVODOOVY 0 KOTL TETOLO ... AKOVYETOL WPOLO TOV EPAPLOYY, ATAC DITGPYEL EAELYN T

OTOOEIKTIKG, GTOLYELON.

Onwg kot 6TV TEPUTOCIOA0YIKT HEAET I, €101 Kot €0, {NTNONKE OO TNV EPOTOUEVY
v OMOEL TNV TPOCMOTIKN TNG EKTIUNGT Y1 TOV €AV TPOKELTAL 1| ETOUPiol 6TV OToia
epYAleTol va ¥PNCIULOTOCEL TOLYVIOOTOMUEVE GLGTHATO TO. ETOpeva 8 ypovia. H
amdvinon mov d00nke NTav N e&Ng: «Elaptaror av Ba o Exovv ypnowomornoel uEypi
10T KOou GALeg etaupieg. TIpémel vo, doduE TO TOGOTTO ETITVYIOS TOV Y10, VO, 0KOAOVONGOVUE

KO EUEISH.

LVUTEPACNOTO TEPTTMOGLOAOYIKNC neAétnc 11

H cvvevtev&alopevn moporo mov dev yvopile Ta TOLVISOTOMUEVO GUCTHLOTO, LETA
TO TEPOC TNG OLVEVTEVENG epeavilel BeTikn] oTdom oTn XPNoN TOVS MG EPYUAEin
TPOGEAKVONG KOl EMAOYNG TPOoOTIKOV. Avapépel 0Tt gival €va mpmTo 0TAOI0 Vo
Eeympioel kavelg TOVG KOTAAANAOVG VTTOYNOLOVS, OALG og Kopio mepinTmon dev Oa
EUMIGTELOTAV OMOKAEIOTIKG £va TETOW0 cVGTNO. AKOUN, 1 1010 vTooTNPilel OTL Yo va
evoopatwdel éva tétolo cvotnuo oty gtaipia mov gpydletal, Bo mpénel TpoOTU Vo

emPBeParwbBovv 10 TOGOGTA EMTLYING TOL OO AALEC ETANPIEC.
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4.3.3 llepurtowororoyikn Merétn I (Koataokevaotikny Etarpia)

To mpdTo €pOTMUO Kol o€ avT TNV mepintwon mov efetdletor eivar ov o
ovvevtevélalopevog yvopiler T elval TO TOLVIOOTOMUEVA GULOTHUOTO KOL OV
ypnoomoovvtal ommv etapia mov gpydletan. O wog Ilavdog X. avapépet.
«Ipoowmixa yvawpilom T eival T, TaLYVIOOTOINUEVA. GOOTHILATO, AV KOl OTHV ETOIPLO. TOD
gpyadopai oev ypnoipomworovvrou. Iiotedw ot teyvoloyixd sivor o 21°° cuwdvag kar uei

ppioxduoacte ota téAn tov 19°y.

O ovveviev&oldpevog yvopilel yioo To VTOAOYICTIKA Toiyvia, €TOREVOC Kpivetan
oKOTIpOo va eptn el av Ba Ta ypnoiponolovce oty etarpio wov epyaletat. O 1610 Aéet
xapaxmpotikd: « Oyt, 010T1  pOoN TS OOVAELGS givai TETO10, TOV PPioKovUE EAGYIGTOVS
vroyniovg yia e Oéon epyaciog... Ta wepioaotepo. Epya. Ppiokoviou extos EALGOas kou
OVYKEKPIUEVO TNV EPNUO... TO faoiio pog Tpofinuo eivor 0Tt THYAIVOLY Kol GTH COVEYELO.

EYKOTOAEITOVY A0V TV dDOKOAWY GOVONKDYV THS EPYATIOCY.

O ovvevtedktng Bedpnoe OKOTIUO VO POTNCEL TOV EPMOTMOUEVO YO TO ADYO TOV
ovpPaiver to pavopevo avto. O kog [Tavrog X. avaeépet: « Eiuaote pio KatookevooTiky

gtaupia, n omolo acyoleital ue EPyo. eVios, alla kKopiws ektos EALGOOC) .

[dwaitepo evolapépov mapovotdlel n dmoyn tov cvvevievElalopevov, yio to av Oo
ypnowwonotovce €va. ovotnua gamification, ue okond vo e€etdoel GuYKEKPIUEVA
YOPOKTNPLOTIKA EVOC vIToyneLov, 6mwg sivar o decision making, to creative thinking
ko 70 flexibility. H amdvtnon mov §00nke ftav n akolovdn: «Méypt topo n droyn
eival oy1, 00Tl oTig uev vynia 1otoueves Béoeic oev Go to ypnoiuomorodooue, yioTi ot
UEYGAOL 0€ NAIKIQ OEV EIVAL YVOOTES TETOIWV GDOTHUGTWV, OTOTE B TOVG OVOKOLEVE KATL
T€T010. 2TIG 08 KPES NAIKIES, O TEAMKG. fpodue KATOLOV DTOWHPLO Kol £val 010060110
va. Ta108yel HoKpLa Aoym TS 00VAELAS, TOV Tpoaloufavovue kol fLEmovue atny Tpaln

TIG OVVOTOTHTES TOVY.
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g 0T TNV TEPUTTOCIOAOYIKT UEAETY OV €EeTdlETON, OMMC KAl GTIC TPOTNYOVUEVEG,
a&iCel va avopepBel 1 YVOUN TOL EPOTOUEVOD GYETIKA LE TNV EUMIGTOCHVN TOL Oa
£deryve amokieloTik@ oe évo gamification cvotuo évavit TOV TOPASOCIOK®V
TPOKTIKAOV 7OV YPNGLLOTO0VVTAL 6T Oloiknon avlpomveov tépwv. Mag avaeépet:
«Oy1, n ypnon T€To1mV GVOTHUATOV EIVaL 00DVOTH L0Y® TS POONS THS etoupiag. Eueic
Oélovue va dovue ovaraotikd. eite to. financial skills zov, eite o technical skills zov ra
TpoyuotiKa... Antoon eyw BGo. tov Poriw va pov @udcelr kai Vo, pov ETIAVGEL Eval
XPHUOTOOIKOVOUIKO HOVTEAO 1] VO. OV QTIGEEL Hi0. TOPOVGIOTH 1 VO OV KPIVEL Uio.
TE)VoOoIKOVOUIKT abufoon kol Oyt vo, ooyoinBet ue gamified ovotiuaro kou epapuoyéc.
AvtioToryo 010 KOTOOKEDOTTIKO KOUUATI, 0 VTOWHP10¢ Bo. Tpémel va. umopel vo. emlioel

0 OTOTIKOTHTO. HI10G KOTOOKEVHS, EITE VO, TNV OWCNOEL, EITE VA, TH PEATIOCELY.

H extipnon mov {ntOnke and tov cuvevtev&lalopevo, yio To ov vapyel ThavoTnTa
evoopatmong evog gamification cuetuartog ta endpeva 8 xpovia eivar  e&ng: «Avta
0. PAémovue omo TNV KAELOOPOTPUTO, Kol 01 TIHOVOTHTES VO EPOPUOTODUE TETOLA
ovotiuota. eivol eldyioteg. E10ikd o€ guag, mOv EIUOOTE IO TOPOOOTLOKY TOALG,
KotaokevaotTiky etaipia, éva gamification odotnua dev roupialer. Eueic eCetalovue tov
VTOYNQPLO pE GUVEVTEDLN, WUYOUETPIKG. TEGT, OAAG KOL TIC YVAOTEIS TOV GE TOAD

OVYKEKPLLEVO, TPOYUOTON.

Topunepdonato teptooloroyikne peiétne 11

O ovvevtev&lalopevog yvopile Tn AEITOVPYIO TOV TOLYVIOOTOMUEVOV GUOTNUAT®V.
2V TEPINTOON OUMG TNG KATUOKEVUGTIKNG £TANPIOG, 0 10106 vrootnpilel OTL N ¥proN
TOLG OV EVOEIKVVTAL, S1OTL TOVG EVOLAPEPEL VA E€TAOOVY TOAD cvykekpiuéva SKills o
dwdkacio g mpocinyne. H e&ebpeon vmoynouwv omv etoupiac tov Bempeiton
SVGKOAT, AOY® TOV QOLTNTIKGOV cLVONKOV TG epyaciog. ['a 1o Adyo avtd, otav Ppedel
0 KaTAAANAOG vIroyne1og a&loroyeital otny Tpas&n, oNAadY| G€ TPOYLATIKEG EPYACIUKES
ouvOnkeg. O kog [Mavrog X. motevel 0TL 6TV eToupio wov epydleTon dev Taptalovv ta

TOLYVIOOTOMUEVE GUGTNHLOTAL.
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4.3.4 leprrtoororoyikn Merétn IV (Etapia [poiovrov Opoppric)

H etoupia oty omoia epydleton n cuvevtev&laloUeVT TNG TEPIMTMOCIOAOYIKG LEAETNG
III dpactnpromoleitor 610 YHPO TV TPoidvTV opopelds. Tlpoxetton yio pia etanpio
TayKOGLOL PeAnveKoVg Tov dtabétel mapdptnua Kot otnv EAAGSa. H epwtdpevn yia
™m oyéon G ue To ovotnuoto gamification, oniovel «Noi, yvwpilew rarwoio

TPOYUOTON.

Avt6 OV amacyoAel TOV GUVEVTEDKTY, OTMG KOl GTIC TPOTNYOVUEVES TEPIMTMGELS, Vol
av 1 etopio otnv omoia epyaletal 1| EPOTOUEVT], XPTCLOTOLEL VTOAOYIGTIKA ALY VL.
H xo Mopia I'. avagépet yapokmmpiotikd: «H alnbeia eivor ot dev ypnoiuomorodue
tét010, ovoTHUoTe. Exelvo mov eluoote oe d1a01kaoio vo, KOVOUUE Kal TOD Exel CEKIVHOEL
070 e£WTEPIKO TTO. KEVIPIKA THS ETOUPIOS Kol EUEIS Ba evtalovue low¢ amo v emouevy
XpoVIa, €ivol 1 Tapovaio. VOGS QVTIGTOLYOD GLOTHUOTOS, TO OTOI0 EIVAl TEPIGOOTEPO
artificial intelligence wapa gamification, yia o kouudz: tov recruitmenty. H idga mov
OVOQEPEL 1 EPOTAOUEVT] TOPOVCLALEL EVOLAPEPOV, YIO. AVTO KPIVETOL CKOTIUO V.
depevvnBet o TpOTOC e TOV omoio 1 eToupio Ba ¥PNGYLOTOMGEL VAl TETOL0 GVGTN L.
«Oo. vrapyer évog Vvisual avlpwmog og mwovue, o omoiog Oa Ponbaet oro Kouudt ™
emloyns, onloon oto okovapiouo twv CVS, mprv apyicovue eueic vo kavovue to
interviews ue tovg avlpamove. Apa ypnoioroleitor 6To KoUUdTL Tov Vo, Kavel SCreening
ta PLoypopikd wpiv pTréoovy ato ypRoty, Omov TAEOV n mopovaio. Tov recruiter eivau
exeivy 1 omoia Ba kavovicer to face to face interview. Aniaodn eivor o mpwro Step rov
screening, o omoio Ba yivetou emi ¢ ovaiog amd &vo. avBpwmouoppo computer...

Di1l000l00uE VoL TO EVODUATOCOVUE GTTO THV ETXOUEVH YPOVION.

Q¢ screening ot odwoiknomn avOpomivov duvautkod opiletar 1 dadikacio KoTd TV
omoia yivetar Ta&vounon Tev Ploypapik®mv, Hécm e Aertopepovg eE€taong tove. O
0TOY0C NG SladIKOGIOG OLTNG Elval VO EVTOTIGTOOV 01 KATOAANAOTEPOL VITOYNPLOL Y10,

pa 0éom epyaciog.

H xa Mapia I'. avaAdel Toug AOYoug Yo Tovg omoiovg KpiveTal amopaitntn 1 ypnon
€VOG TETO10L GLOTNLOTOG, GE GUVOVACUO LE TIG TOPAGOCIUKES TPAKTIKEG TNG O101KNONG
avOpomIvov duvapkob: «Avto fonbdet kotd Tolv ot ueicwon tov administration, doov

APOPa. 0TH A10YEIPLTN TV PLOYPOPIKDV, ELOIKG. O XWPES TOD EYOVY TOAD UEYGLo aplBuo
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avorytwv Géoewv, omov kdvovv application zdpo moiloi avOpwmol, omdte avto givon
TApo. TOAD Ypovofopo yio. Evay avOpmmo vo. T0 KOVeL Kol XL THS ovalag 0V Tpoobétel
tirota ato value wov Oa nleie vo. mpoopépel o kabévag amo ) Géan tov. Apa, o€ avTo T0
KOUUATI O1EVKOADVEL VO, DTLGPYEL Eva TpTo SCreen to omoio Oa eivar automated xau Oo
kotaliyovy otov Fecruiter Aryotepo. froypopikd yio vo. kGvel ) O0vAELG TOV...XTHV
ElAdoa o Adyog mov dev 1o faloue eivou emsion gueic oev Eyovue mo tooo intensive
recruitment xau tooec moAléc avorytés Géoels, wote va yperalouaote ™ Pfonbeio uiog

UMY OVAS VIO, VO, Kavovue To SCreeningy.

H endpevn amdvinon mg epotopevng oxetileton pe to Pabud eumioroohvng mov
npoopépet Eva gamification 1 automated cvotnua. «Amdlvty eumiorootvy dev Exovue,
yLati wavra Qo vrapyel, eroiko. ato kouuatt oo HR, to avlpwmivo aroiyeio, mov dvaroyws

1 EVTVYOG OEV UTOPEL VO, AVTIKATOGTOOEL OO U1OL UIYOVI Y.

Onm¢ Kot oT1g TPONYOOUEVES TEPIMTMGELS, £TGL Kol €M 1 cLVEVTELELALOUEVT] AVAADEL
TIG OKEYELS TNG Y10 TO oV TEAKA Lo etapia a&ilel va emevovoel xpriLato G EpEuva. Kot
VAL, TPOKEWEVOL VO ONUIOVPYNOEL T OIKA TNG oty Vidomoinpéva cvotnuato. H
ko Mapia I'. avaeépel: «Nou miotedw ot aliel tov komo kai Oewpm ot1 K1vobua.ote Tpog
Ta EKEL, YIOTI TAEOV UETO, OO QVTH TH O100IKAGIO. KO IE THV OVTIOTOLYH OVATTOCH TOD
digital Ocwpdd ot o1 etoupies yevikotepa, alld kar n Okid uog, Péfoira oe emimedo
KeVIPIK®YV, Oa Tpoomadnoovy TAEoV vo, fpovy Thv Karvolpyio, TOVS TAVTOTHTO UETW DTHS
™G Oladikooiag...OQcwpa ot eivar Betikny n mpooeyyion yia 10 uéllov kor ot Qo

avortoyOel Tepaitépw .

2y mepmtotoAoyikn pedétn I o epotdpevoc dnidvet o1t to. gamification cuotiuata
eVOE ETAL VO, £X0VV LEYOADTEPT amfynon o€ junior Bécelg epyaciac. H cuykekpiuévn
dmoym mopovctdlel evolapépov Kot yioo T0 Adyo avtd TéOnke ¢ £pOTNON OTNV
ovvevtev&lalopevn g neputtwotoroyikng perétng IV. H idwa avaeéper: «H amavinon
OV g1val Kot vai Kol Oyl. Z1yovpo. T0 KOUUATL TOV junior, akpifag EXEI0N avTa To. GTOLYELO,
wov Bélovue va digpevvijoovue peéow tov gamification 1 avVTiGTOLY WV TPOYPOLUUATOV
eival mepioaotepo competency related ka1 oyt technical expertise. Towg Exel ueyolotepn
amnynon exel...Kabe etoupio ovortdooel teAikd ) 01Kn THS KOVATODPO. YOp® O OA0 TO.
TPCYUOTO KOL YOP OTTO To. competencies Kol 0V Gewpm 0Tl 0V UTOPEL KATO010G EUTELPOG

ETOYYEAOTIOS VIO CUYKEKPLUEVY Béan vo mepdoel o, tétoia oladikaaio, o advanced
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oapag. Anlaon otov Oa mpooidfeis og movue évav marketing manager, wov dovieder
15-25 ypovia, dev Oa tov fdlerc oty idia diodikacio pe Evav junior. Avté ouwe dev
onuaivel ot dev Ba. uwopovoe va vapyer évo, o upgraded 7 updated strategy related

TEOT KO VO UTTOPODY VO, TO TEPATOVY AVEPOTOL TOV EIVOL TLO EUTELPOLY .

YOUTEPAGUUTO TEPTTOGLOAOYIKNC neiétne 1V

H ocvvevtev&ualdpevn g ovykekpluévng mepintmwong, n omoia epyaletor og HR
Director oty etaipia, yvopille TOAAG TPAYHOTO GYETIKA UE TO TOLYVIOOTOINUEVOL
CLGTNLOTA. ZVYKEKPLULEVA, TNV £Toupia Tov epydleton yivetal yprion evog TapdHotov
GLOTHLOTOG, TO 07010 N 1010 avapépetl wg automated system. H ypron tov e&aoparilet
xpOvo oTtovg recruiters, kabd¢ mpoypatomolel tafvounon TV  PloypoeiKov,
GLYKEVIPOVOVTOS TOVG KOTUAANAOTEPOVS VITOYNPLOVG CUUP®VO HE TIG AVAYKES TNG
etapioc. ‘Eva 1€1010 cvompa dev umopet va ypnoiponombel amokAEIGTIKA Yo TNV
eMAOY] vmoynewwv epyalduevov, aviikabiotovrtog T mpaktiké Ttov HR
management. Xtov topéa g Owoiknong avlpamivov dvvaptkol, 1 aAANAETIOpaCT
HETOED OLVEVTEDKTN KOl LIOYNEov Kpivetal amoapoitntn. ‘Evoa oakdun onupovtikod
CLUTEPACLLOL TTOL TTPOKVATEL OO TN GLVEVTELEN, APOPH GTNV ATNYNOTN TOL £XEL £val
TOLVIOOTOMUEVO GUGTNIO OTIG JUNIOr Oéoelc €pyaciag GLYKPITIKA pe TIG SEnior.
Mmopet va ypnowomombBel Ko otig dV0 TEPIMTMOELS, PE TNV TPOVHTOOeoN OTL 01N
Katnyopia. tov senior gpyaldpevomv mpémel va €xel T popen evog mo upgraded M

updated strategy teot, 6mmG SNADOVEL 1] EPOTOUEVT).
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4.3.5 Ilepurtmororoykn) Merhétn V (Acpolotucr) Etanpia)

XMV TEAEVTOi0 TEPITTMGIOAOYIKY) HEAETN TPOYUOTOTOLEITOL GLVEVTELEN HE TN
devbuviplor g doiknong avBpomvov Svvapukov (HR - Director) peyding
ac@oAloTikng etoupiag. H ovykekpyévn etoupio oabéter  kevipwkd ypageio 6To
e€mtepkd, aAld kol mapoptipato oty EAAGSa. H cuvvevtev&alopevn potmOnke
apywkd vy ™ yvoorn tng o ovotfiuote gamification i gamified epappoyéc.
Xapaxtnpiotikd n ko [Iqveddnn T. avagépel: « Nat yvaopilw to ovotjuoate avta... Xtnv
eToupia wov EPYALouol UEXPL OTIYUNG TO EYOVUE YPNOLUOTOINGEL UETW THG TAOTPOPUOS €-
learning mov diabérovue...TO ovotnue avtd ypnoioroOnke omo epyalouevovs e

eTOUPIOCH.

H ypnion tov mayyvidomompévonv cuetUaTog £ytve pe Tov akoiovBo tpdmo: «Avti va
KAVOUUE ECETAOEIS KAQOIKES 0€ €Va. TEGT, UECK TOD GUOTHUATOS ODTOD, 01 EPYALOUEVOL
oafaoave éva ovykekpiuévo vhiko yio. to anti money laundering (&érloua fpaurov
XPHIULOTOS) KOl COUUETELYOY OE EVa. TEPIPOALOY TaLyVIOL0D. AVALoYo. e TIC OTOVTHTELS TOD
olvave, TEPVOLOAY KOATOLO GTAOLG. KOL OGOl KOATAPEPAY VO, TEPUOTIOOVY DIOTIOETOL Elyay
uébet kald. 1o vaikd ko améxtnoav éve certification. H ypion tov ovotiuaros avtod

HTOW Y10 EKTOLOEVTIKODS AOYOVSH.

Extoc Ouwg amd 1t yprion tov gamification ywo ekmodevtikovg Adyovg, T,
VTOAOYIGTIKG Oy VIOl P GLULOTO0VVTOL TOGO GTNV TPOGEAKVGT), OGO KO GTNV ETAOYN
npoconikod. H ocuvveviev&alopevn yoo TNV TPOOTTIKY YPNONG CLOTNUATOV
gamification g epyakeia mpocéikvong vmoyneuwv omiovel. «Nai, 6Ho 70
xpnoipomorovoa. To mpofinuo oty ) oTryun Eival 0Tt 6TV ATPAILGTIKY 0Y0Pa, TO KOIVO
oto omoio ovviBws omevBovouaote Oev €ivar TO00 TOAD Vveoviko Tov Vo givai
eotxerwuévo ue oia avtd. Eyw vouilw ot B to nBelo. mapa mold évo. tétoto abotnua.
Toti extog omo ta skills wov umopeis vo. deig o€ emimedo ovVEVTEVENS, UETO. OO TO!

TOLYVIOOTOMUEVO, COGTIUOTO UTOPELS VO, OEIS KOl GAAO. TPAYUOTON.
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INo tov Babud epmiotochvng OMOKAEISTIKG G £val TETOLO GUGTILLO OVOPOPIKE LE TNV
EMAOYN mpocwmikov, N ko [Invelonn T. avagépel. «Mropeic uéoo omo ovto va
OLaTIOTWOTELS TOYKEKPLUEVES 0ECIOTNTES OE OVYKEKPIUEVO TEpLfallov. Eva oamo ta
TpofAnuota mov Eyovue YEVIKOTEPA 0TO recruiting eivar ta social skills, omwe eivou ta
communication skills, za negotiation skills kiAz, ta oroio dev ta fléncic uéoa arod éva

této10 ovaquo. 1o old teyvikés oel1otnTes umopel vo, kotaldfiel Kaveicy.

H eraipia oty omola epydletan 1 cvvevtev&laldpevn dev YPNOYLOTOLEL VTTOAOYICTIKA
Tatyvio 6TV TPOGEAKLON Kol ETA0YN Tpocmmikov. H epotdpevn, yia 1o av a&ilel n
etapio, otV omoia epydletor, vor €mMEVOVCEL YPNUATO YO EPELVA KOl OVATTULEN
TOLYVISOTOINUEV®OV CLUGTNUAT®Y GTOV TOUEN TOV Fecruiting, amovtd: «Av kdmota oty
aAlaloy ta Tpdyuoto Ko Eumoave ae pio. pon wov Eleya ot Exw 10 -15 mpooinyelg to
xpovo, vou Ba 1o ékava.... Etol onwg kavovue gueic mpoalnyelg 1 ue 2 drouo. to xpovo,
oe avti ™ paon ogv vouilw ot acifel va emevovBovv ypnuato. yio. T oNUIovpYio. EVOS
7610100 ovotiuatog...Eival éva emmAéov epyaieio oo assessment tools mov umopel vo,
XPNOIUOTOINOEL KAVEIS Yia. TNV M0y vmoynpiwv...Eyw Oo to ypnoyoroiovoa oe
mBovois vmoynpiovg, ovtl va uov otélvovv katevbeiav CVS Oa mpémer mparta va
XPNOIULOTOLNGOVY VO, TETOLO CUOTHUO. KOI OV TETOYODV £VA. SCOre KOl MOV, TOTE VO

TPOYWPHOOVUE TTH O10OIKOTIO, THG OCVVEVTEVEHSY .

H ka [Inveldnn T. oto 16A0g TG CLVEVTELENG OVOPEPEL KATTOLEG CKEWYELS TNG CYETIKA
LE TO ALY VIOOTOMUEVE, CLOTNHOTA. To PacKd PEIOVEKTNA EVOG TETOOL EPYOAEIOL
Bewpet OTL etvan 1 EAAELYN dedopéEVEV amd T YPNON TOV. ZVYKEKPIUEVA avaAVEeL: « Eva
UelovEKTNUO TOV Oepd 0TI Eyel Eva TETOI0 TOOTHUA EIVAL OTL OEV EYOVY TVYKEVTPMOeT
oAl data. Ovoi00TiKG TO GTHVOVY YWPIS Va EYOVV UALEWEL OTATIOTIKG, OTOLYELO, TOV VO
oov Jivovv oliomiore omoteléouare.  To kKlooikd epwTiuoToloyio. ovtifeta Kol
OVYKEKPIUEVO, TO. WOXOUETPIKG, EXOVV OTO TIOW TOPO. TWOALG YPovio UEAETHS amo

TOVETIOTHUIO. ETOUEVDG, EXOVY EVOL UEYOADTEPO ETLITEOO PEPEYYVOTNTOS KO ALIOTIOTIONN.
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LUVUTEPACNOTO TEPITTMOGLOAOYIKNE neAETNE vV

H ovvevtev&aldpevn yvopile tig oporoyiec tov gamification system 1 vmohoyiotikdv
Toyviov, Kofdg oty etatpion mov gpyaletarl YIVETOL TPOKTIKY €QPOPUOYN TETOLWV
CLUCTNUATOV Y10 EKTOOELTIKOVG oKomovg. [Tiotevel Ot1 To MOy vidoTOUéEVA
cvoTHaTa Stvouv XPNOLEG TANPOPOPIES Yol TIG TEYVIKEG 0eELOTNTES EVOG VTTOYT|PLOV
epyalouevou, aAld oe Kapio mepPImT®OoTN OEV UTOPOVV VO OVTIKOTOGTICOVV TIC
TOPAOOCIOKEG TPOKTIKEG TNG Otoiknong avOpomvov dvvapukod. H €pguva kot 1
avAmTTLEN EVOC LTOAOYIGTIKOV TOYVIOU amontel vo VITapyeL Leydlog aplipog ovoLyTmv
Oéoemv epyaciag, SPOPETIKA N SOTAVN OIKOVOLK®Y TOPMV Y1l T GYESIOOT] TOL OEV
OLVIGTATOL GE TEPIMTMOGELG TTOL Ol ETAUPIEG KAVOLV ELAYIOTES TPOSANYELS TO ¥ pdvo. Eva
OKOUN ONUOVTIKO GUUTEPACHN TOV €EAYETOL, €lval OTL TO KAOGIKA WYUYOUETPIKE
EPOTNLATOAGYLO TPOCPEPOVY LEYOADTEPO EMIMESO OELOTIOTIOG KOl EUTIGTOGVVIG, AOY®
™G YPOVIOG LEAETNG TOVG OO TOVETIGTI LA KOl OPYOVIGLOVG. To yeyovog 0Tt dev £xovv
ovykevipmbel dedopéva (big data), ommg avapipel 1 pTOUEVT, EVIGYDEL TV EALEYT
a&lomoTiog Kot pEPEYYLOTNTAG MG TPOG TO, TOLYVIOOTOMUEVO GUGTHOTA, GTOV TOUEN

NG TPOCANYNG KO ETAOYNS TPOSMOTLKOV.
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KE®AAAIO S
XYMIIEPAXMATA

Mo amd T1g ¥PNOEIS TV VTOAOYIOTIKAOV TOLYVIKV 1| ToYVIOOTOMUEVOV GUGTNUAT®V
etvar 0g emmpdcbeta epyodreic oToV TOpEN NG O10IKNONG OVOPOTIVOUL SUVAUIKOD.
Agitovpyodv cuvnlwg ©¢ CLUTANPOUATIKA Bondnuate TOV cLVEVIEDEE®DY, TMOV
YUYOUETPIKAOV TECT, OAAL Kol TOV TECT apluntikov ocvAioyiopod. Etopieg
TAYKOGUIOL BEANVEKODG YPNCLUOTOLOVV TETOL. GUGTNHLOTO GTIV TPOCEAKLO|, ETIAOYN

Kot a&loAdyNoN TPOGMTLKOV.

INo meportépm depevvnon 1ov BEPATOG AVAPOPIKE LE TN YPNOT TV VTOAOYICTIKMV
wolyviov  amd  TIC  EAMNVIKEC  EMYEPNOCES 1 TOPOPTHUOTO  ETOIPIOV OV
dpaoctnprororovvral otnv EALGSa, TparypatomomOnkay cuvevtebEelg e enayyeApaTieg
07O YMPO NG S10iknong avlpdTIVOV TOP®V. ATO TNV AVIAVCT) TOV OTAVINCEDY TOV
TEVTE GLVEVTELELOLOUEVAOV TPOEKLY AV PEPTKE EVOLOPEPOVTO CUUTEPACLLATO, TO, OO0

a&iler va avapepOBovv.

O 1é00ep1g amd TOVG TMEVIE EPMTMOUEVOVS YVOPLLoV TL €lval TO. TOLYVIOOTOUEVOL
oLOTNUOTA Kot Toleg €ival ot duvatdtnteg xpnong tove. IMapammpeitor Aowmdv 6Tt
VILAPYEL EEOIKEIMON TOV CLYKEKPIUEVMV GTEAEYDV, GE OXEON LE TIG OLVATOTNTEG TOV
AL VIOOTOMUEV®Y cuotTnudtoy. To emduevo 6tdoto g Epevvag eEeTalel Katd TOGO
yivetor  yxpnon  TETOIWV  CLOTNUATOV  OTI  €Toupiec  mov  gpydloviar ot
ovveviev&lalopevol. Tlapodro mov ot téooepig and Tig mévte etanpieg Bempodvtan
TOYKOGUIOL PN|UNG, YIVETOL XPNOTN TOLYVIOOTONUEVOV GUCTNUAT®V HOVO amd Tig 600
KOl GUYKEKPUEVE OO TNV OOQUAIOTIKY €Toupio, OAAG Kol TNV €Toipioc TOv

OpPACTNPIOTOIEITOL GTO YDPO TOV TPOTOVIWOV OLOPPLAGS.

Yy aceaiiotikn etarpio To gamification ypnoyonoteitol yio EKmadenTIKoHg AOYOoUG,
TPOKEUEVOL O1 EPYALOUEVOL TNG ETOUPLOC VO ATOKTICOVV YVACELS Kol TANPOPOPIES Yo
ovykekpéva  (ntiuoto.  Avtibeta, otn  0ebtepn mepintmorn  ypnoyLomolEital
napaiiayny tov gamification, to omoio avogéperor ¢ automated cvotnua Kot

TPOYUATOTOLEL pia Ta&vOUN O™ TV PLOYPAPIKOV GUYKEVIPOVOVTOS TOVG KATOAANAOVG

49



VIOYNPLOVG. TNV TpdTN TEpintwon to gamification ypnoponoteiton 6to mapdpmuo
NG OCQOAISTIKNG etopiag oty EALGOa, evd otn dehtepn mepintmon yiveTton ypnon
TOV OTO KEVIPIKA TNG eToupiog 6to e€mTteptkd, e mBavoTTo EVGOUATOONS TOV GTNV

EALGSO pelAovTiKA.

2y mepintmon TG METPEAATKNG Kol KOTAGKELOOTIKNG etaipiog dev mapatnpeiton
YPNOT TOLYVIOOTOMUEVOV CLUGTNUATOV. ZVYKEKPIUEVA, 1 YPNOT TOLYVIOOTOUUEVOV
CUGTNUATOV 0V EVOEIKVLTOL OTNV TEPITTOON TNG KATOOKELOOTIKNG eToupiag. H
OLYKEKPIUEV  eTaupio. YPNOLUOTOLEL OLPOPETIKA TEST, HE TPOCAVATOAGUO TO
EMAYYEALLDL TOV UNYAVIKOV, TPOKEUEVOL VoL ELEYEEL TIG 0eE10TNTES T®V £pYalOUEVOV TG,
VoYMV Kol Un. Avtifeta, otnv metpehaikn etaipio M 10€0 evoopudToong evog

VTOAOYLIGTIKOV TToyVviov TPog TO POV £xel amopplpOel.

H avédivon tov epotiosov odnyel oe éva axoun onuoavtikd cvumépooua. Ot
ovvevtevllalopevol  TOTEVOLV  OTL  TO  TOLYVIOOTOMUEVO GUOTHUOTO  divouv
TEPLGGOTEPO. oTOLKElD Yiow TG 0e510TNTEG €VOC LIOYN POV €pyalopevoy. Xe Kopio
TEPINTOOTN OUWOS OEV UITOPOVV VO, AVTIKOTAGTIIGOVV TIC TOPAOOCIUKES TPOKTIKEG KOl TO
gpyorelat TOV XPNGLOTOIOVVTOL O TAOPA 6TN dtoiknon avBpdmvov dvvapikov. To
TEAEVTOIO EPELVNTIKO EPMTNUA OPOPA GTNV TPOOMTIKY YPNONG ALY VIOOTOMUEVDV
CLOTNUATOV o TIG ETOPiEG 0TO LEAAOV KOl GLYKEKPIUEVA G OLAoTNHA 8 XPOV®V amd

onNuUEPL.

Ye OheC TIG MEPMTOGIOAOYIKEG UEAETEC, €KTOG TNG KOTOOGKEVAOTIKNG €Toupiog, ot
ovvevtevilalopevol  ava@Eépovy  OTL Yo. VO KAVOLV  YPNOT|  TOLYVIOOTOMUEV®V
CLOTNUATOV GTO UEAAOV, OVOUEVOLV VO OOVV TOL TOGOOTA EMLTVYING TOV OO ETOLPIES
¢ Evponng kot g Apepiknc. To yeyovdg 6t dev €yl ouykevipwBOel peydhog aptBpde
OEOOUEVMV IOV VO, POVEPOVEL TNV amOd00N TETOLMV CLGTNUATOV dNpovpyel Eva
aioOnua avac@arelog wg TPog TNV a&loTIeTio TOV VTOAOYIOTIKOV Toryviov. Eva akdun
eloov onpavtikd otoryeio g Epevvag deiyvel Ot yio vo Yivel ¥pr o VTOAOYIGTIKMV
Toyviov ond etaipie oty EALGSa, amorteiton dnpovpyia peydiov apibpod Bécemv
epyociag, SLPOPETIKA 1 ETEVOVLOT Yo EPELVO Kol OVATTVEN TETOW®V GLGTNUATOV

Oempeiton paronn.

50



O1 dpaoctmpiotreg ¢ dtoiknong avOpmmvov duvakov 6Tig omoieg To gamification
Qoivetal v, €xel HEYOADTEPN £@apuoyn eivar ot €€Ng: i) TPOGEAKVOT TPOCHOTIKOD,
EKTOOEVON TPOSOTIKOV Kot iii) TpocAnym/emhoyn tpocwmnikov. To coumépacuo avtod
e€dyeton cLVOVAGTIKA Ao TN PPAIOYPAPIKY| EMGKOTNGT TOV TPOYUATOTOLEITAL GTIV
evomra 3.3, and To Jelypo €TPL®V TOYKOGUIOL @ONUNG OV TOPOLGLALETAL GTNV
evotra 3.4, aAAQ KoL omd TV EUTEPIKT] £PEVVA TTOL TPAYLLOTOTOLEITOL GTO KEPAANLO
4. Emopévac, to. vtoloylotikd maiyvia eE€TAlovv TiG 0eE10TNTES, VIOYNPL®V KOl U,
epyalopévav Otav YPNGLULOTOIOVVTOL Y10 TPOGEAKVLOT TPOSHOTIKOV. Evicyvovv Tig
YVOGES TOVG € d1dpopa CNTAHOTO HECH TOL EKTALOEVTIKOD TOLG YOPOKTHPO, EVED
aKoUT AeLTOVpYoLV mG TpOGheTa epyaieia 61N Sadikacia TG EMAOYNG, TOEWVOUDOVTOG
TOVG KOTAAANAOTEPOVG VTOYNPLOVS, CUUPMVA LE TIG OOLTNOELS NG eKdoTote BEomg

gpyaciog, aAld Kot pe Baon To emBountd eninedo TpocOvIwV Tov avalntd 1 eTapio.

Ta amotedéopoto G eUmMEPKNG €pevvog ovvoyilovior o€ 5 SloQOPETIKES
TEPUTTMOIONOYIKEG peréteg N case studies. INa mepartépm diepevvnon tov BEpatoc
TPOTEIVETAL 1| GUYKEVTPWOOT UEYOAVTEPOV aPlOLOD TEPIMTMOGEMY, ONANOY ETOPLOV EK
Tov omoiwv kabe pio dpactnplomoteitor oe dapopetikd ympo. H cvAroyn peydiov
aplOpoy dedopévmv Kot PEAETOV dlvel otépeeg Pacelg yio 01e£odikn avdAvon Kot
KATavONson TV VTOAOYICTIKOV Toryvimv, g gpyaieia tng droiknong avBpdmivov
dvvaptkov. Ia 10 Adyo owtd, M TPOONTIKY €mMEVOVONG TOPOV OTNV AVATTLEN
TOLVIOOTOMUEV®OY  GLUOTNUATOV Kot gpappoydv, Oo  AdPer vrmoctaon Otav

emPeforwbovv ta T0G0oTd EMtTLYING TOVS O ETAPiES TOV EEMTEPIKOV.
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IHAPAPTHMA

Anouayvntooovnon I (ITerpehaixn Eroipin)

EPQTHIH 1: H emuyeipnon nou epydlecBe xpnotpomoLel mayviSononéva custhpata
n gamified systems;

Oxt. ExeL e€etaoel tnv mBavotnta va evowpatwoel gamification epappoyég oto
KOUUATL TNG VauTAlag, aAAd otnv opeia amoppidhOnke n béa.

EPQTHZH 2: Eosig yvwpllete TL lval Ta Moy vISOmo eV CUCTNLOTA;

Nat, yvwpilw Tt elvat Ta maviSomoLnéva GUOTAUATA.

EPQTHZIH 3: Oa xpnowomnowovoate €va cuotnua gamification otnv emthoyn kot
TIPOCEAKUGT TOU TIPOCWTILKOU;

Nai, 6Aa autd ta cuothipota €xouv U0 xpnoels. H mpwtn eival tng emloyng
TIPOOWTILKOU Kal AELTOUPYEL WG CUUMANPWHATIKO €PYAAELO TNG OUVEVTEUENG KAl TO
AGAAO €lval ylo ECWTEPLKEG UETAKIVAOELG. AUTO NTAV TO CUUTIEPOOHA TIOU TIPOEKU P E
and tnv opada tou Tunpatog HR otav e€etdoape €va tétolo cuotnua. AnAadn av
B£AOUE VO LETPAOOUE KATIOLEC CUYKEKPLUEVEG SELOTNTEG, OMWG ElvVaL N AVOAUTIKN
okén, to decision making ktA. oe enimedo junior Bfécewv BOa pmopouce va
xpnotwuoroinBel éva Tétolo ovotnua. Opwg, emeldn) BOswpeital mapa TOAU
TIPOOSEUTIKO €XOUV TIPOKPLOEL €vavTtlL AUTOU TOU CUOTNUATOG TEAEIWS TapadooLlakd
ocuotnuata pEtpnong de€lotritwy, Ta omola cuvnOwe eival aplOUNTIkoU AoYLoUOU.

EPQTHZH 4: EKTlpudTte OTL OTNV €talpio mou epydlecbe Ba €xel evowpatwOel kamolo
ocvuotnua gamification ta emopeva 8 xpovia;

To Bewpw amibavo. Evw eival mapa moAU kaAo, duotuxwg emeldn eival téoo
pPNEIKEAEUOO KOl KALVOTOUO, TPOUALEL Kal EL8IKA O TPOTIOC LLE TOV OTOLo TTaPOoUCLAlEL
Ta anoteAéopata tou. Emeldn Bewpeital game, r} LAAAOV TPOCOUELWVEL Eva TtaLxVvidt
n 6toiknon &ev to AapPavel cofapd vmoPv. NapdAo mou yla péva gival Evag moAu
€EUTVOG TPOTIOG VA LIETPrOEL KOAVELG OUYKEKPLUEVEG LKOVOTNTEG. OL ETOLPIEG TTOU
eVOEXETAL VA EVOWHATWOOUV €va TETOLO oUOoTNHO Elval Taykooplou BeAnvekoug.
Avotuxwg otnv EAAGda eipaote oAU miow oxedov 20 xpovia, O OXEON HE TO
€€WTEPLKO KOL TO CUCTALOTA TIOU XPNOLUOTIOLOUHE OTNV €MIAOYN TIPOOWTILKOU €ival
TOAU mapadootakd. Tnv teAeutaia SeKAETIO £XOUV APXLOEL KOL £XOUV TIOAU HEYAAN
xprion ta PuxoueTpkd epyodeia. Av kdavape tv dta oculitnon to 2006 yla
napadelypa Ba Stamotwvape 6Tl To Hovadiko epyalelo yla TNV EMAOYT TTPOCWTTKOU
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ATAV N CUVEVTEUEN KOL OE OTIAVLEG TIEPLITTWOELG KATIOLA TECT ApLOUNTIKOU AOYyLoMOU.
Onoloénmote AA\o €pyaAeio XpnNOLUOTIOLOUVTAV HOVO amo TOo 2% TwV ETALPLWV.
Motebw OTL N €MOMEVN Yevid Xpnotwv Ba apxioel va XpnolUOTOLEL cuoThuaTA
gamification, 6nAadn oe 8 xpovia Kal HETA mou otnv Eupwrnn kat otnv Apepikn Ba
Bewpeital must, ToTe low¢ EEKLVACOUV OL EAANVIKEG ETILXELPAOELS VOL TO ELOAYOUV OTLG
TIPOKTLIKEG TIPOCEAKUONG KAl ETAOYNC TIPOCWTIILKOU, VW KATL TETOLO QVOUEVETAL VO
VIVEL 0TtO peyaAeC eTalpleg og peyeBoCg Ko OXL UKPEC. H EANGSa Opwg amapTiletal kat
g€oxnVv amod UIKPEG ETUXELPNOELS. AUCTUXWC N EAANVLIKA olkovouia €xel aAAAgel Kal
OPKETEG TIOAUEBVIKEC ETALPLEC LE UTIOKATAOTLATA £XOUV TTAEOV OTTOXWPNOEL OO TNV
EAAGSa.

EPQTHZIH 5: ‘Exete XpnolMOMOLOEL TOTE KaAmowo gamification olotnua 1
UTTOAOYLOTIKO TOlLYVLO;

To olotnuo Tou £Tpefa MPOOWTIKA gyw {NTOUCE OO TO XPNOTh va €TAEEEL TN
BéATioTn Kal T Xeilplotn, amo éva mARBog 5 emloywyv, o éva 600€év pavtaoTiko
oevaplo. Oa nBelka to UTOAOYLOTIKO Ttaiyvio va adnivel T pavtaoia eAevBepn va
Opaoel, xwpic mpoemAoyég, WOTE va UETPATOL owotd To decision making tou
uroPndiou, av eivat vPnAd [ xaunAo, n anodacLOTIKOTNTA TOU KoL N
TIPOCAPHOCTLIKOTNTA TOU 0TI SUOKOAEG KATOOTAOELG.

Avegaptnta oxOAla tou cuvevtev§lalopevou: e S1adopeg oUVEVTEUEELC TTOU Elxal
TAeL oto mapeABov kapia eTalpia dev xpnouomnolovoe gamification cuotriuata, mapd
HOVO UXOUETPLKA gpyaleia Kol TEOT aplOuntikou Aoylopou, ite online, site otnv
napadoolakn Xewpoypadn popdr TouG. TNV TwPLVA LOU EpYacia €Kava L0 ynaon otn
Slolknon yla tn xpnon evog gamification cuvotuatog, aAAG amnoppidpBnke. O Adyog
Atav OtL To A mioteue OtTL Sev Ba eixe amnxnon o€ peyala oteAéxn. OtL SnAadn av
TIAW O€ €Va OTEAEXOC UEYAAOU EMUTESOU VO TO IPOCEAKUOW KATA AUTO TOV TPOTIO, TO
otélexog Ba sudaviosl apvntikn otdon. tnv EAAGda tng kplong pe tnv avepyia va
QVEPXETOL OTO 25% MPOCEAKUOU LE TIPOOWTTLKO KL LE Lol ayyeAia avTi yia gamification
epappoyEg, Tou ouvnBwg €xouv To SekamAAoLlo KOOTOG (amavinon tng dloiknong).
Oewpw OTL PE TN XPNoN TETolwV cuoTtnuatwy ¢tiaxvel To employer brand, S10TL £xel
TIPOOTITIKY KOl TIPOCEAKUEL OKOUA HEYOAUTEPO aplOud attouvtwy. O etalpieg dev
enevéUOoUV o€ TETOLA CUOTHUATA AOYw Tou uPnAoy KOOGTOUC.
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Amouayvntoomvnon Il (Etoupio Katackeuonc Yrnodnudtmv)

EPQTHIH 1: H emyeipnon mou epyalecBe xpnowuomolel matyvidomolnuéva
ouotnuata;

OxL

EPQTHZH 2: Eosic yvwplleTe TL elval Ta tatyvidomotnuévo GUCTAOTO;

OxL

EPQTHZIH 3: Me Bdon autd mou cag avédepa Ba xpnolponololoate Eva cUoTNUO
gamification otnv mpocéAkuaon Kal MAOYI POCWTILKOU KAl AV VAL LA ToLo AGYo;

Quowkd. Ouolaotikd BEAoupe va SOUUE XAPAKTAPEG. Z€ Uia CUVEVTEUEN TIALLPVOUE TO
10% mou prnopoupe and tov urntoPridlo, Kavovtag Tou epwtNoeLs. O urmoPridlog €xet
TIPOETOLUOOTEL, pag SIVEL KATIOLEG ATIAVTHOELG, OL OTIOLEG UIMOpPEL EVOEXOUEVWG VA LNV
elval aAnBeig, emopévwg Sev vouilw otL katalaBaivelg os BaBog To xapakTipa Tou
Kal mw¢ Ba taiplale og éva payall  otnv SouAeld yevikotepa. Nopilw OtTL péoa amno
Hlo TETOla eumelpia evog ouotriuatog gamification pmopeic va kataAdPelg moAAd
TEPLOOOTEPA OTOLXELA YL ToV uTtoPdLo. MNa mapddelypua, KATLTTOU HOU OPECEL EPEVA
va Kavw, otav Bpilokw éva umoynolo, elvatl va mpoteivw otoug umelBuvoug Twv
KQTOOTNUATWY Vo Tov SOKLUAoOoUV yla plat wpa kat vo douv tov tpdmo mou Ba
ouunepldpepbel. OuolaoTika, otnv MPaén daivetol o AvOPwWMOC yla oUTO ETUAEYOUE
autn tn LEBodo kal otn cuvéxela anmodaciloupe av eival Kat@AAnAoL i OXLyL auTh ™
Bcon.

EPQTHZH 4: Oswpeite dnhadn OtL €ival éva apxko otddlo yla va Eexwploete Toug
katdAAnAoug urtoyrdloug;

Onwodénmnote, BERala KATOLOG UMOPEL va elval EUMELPOG TIWANTAG LE APKETA XPOvLA
npolnnpeoia, aAAd otav tov BAAelS va tpé€el éva gamification cuotnua pnopet va
NV Ta MAsl KaAd (taiploopa mamoutola pe pouxa). AvtiBeta, €vag MwANTAG UE
€AAXLOTN EPYOOLAKI EUTELPLO TTOU TO €XELTIOAU E QUTA TA CUCTAATA, UTTOPEL va TTAEL
€€aLPETIKA KOAQ €KEL KL PETA oTNV TIPAln, SnAadn otnv mwAnon va pnv davei Katt
TETOLO. Zlyoupa MAVIWC €va TETOo ouotnpa Oivel TeEpLOCOTEPO OTOLXEld yla va
emAé€oupe Tov KataAAnAo urtodnduo.
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EPQTHIH 5: Ecei¢ mépa amd T mMapadOCLOKEG TPOKTIKEG TNG OUVEVTEUENG Ba
gumiotevooaoctayv € oAokANpou €va TETOLO CUOTNUQ;

Oy, 6ev Ba gumioteuopouy €€ 0AOKNPOU €va TETOLO cUOTNHO. Oswpw OTL gival éva
oUOTNUA TIOU UIopEel va oou Swoel eploootepeg MANpodopies yla tov urtoPridlo,
OAAG 6EV UTIOPOUE VA EUTILOTEUTOUE POVO QUTO, OTL Ba pag SwaoeL To val 1 To OxL,
OXETIKA HE TNV KaTtaAAnAotnta tou urtoyrdlou.

EPQTHZH 6: MNiotelete OTL afilel ToV KOO va €MevOUOEL Lo ETALPLO OE €Val TETOLO
cvuotnua;

AUTO vouilw Ba to deitel To BaBOC TOU XpOVOU Kal auTo Tou BEAW va w lval OTL Qv
BAETOULE TAL TTOCOOTA AUTWY TIOU  €XOUV XPNOLLLOTIOLHOEL QUTO TO CUCTNUA OTL £XO0UV
OWOTO MPOOWTIKO Kol &ev pelyouv oL epyalopevol, eneldn €xouv TNV KATAAANAn
B€on kat ival evxaplotnUéVeG Kal oL 2 TIAEUPEG. Av Seifel o xpovog oTL BonBdel otnv
emmidoyn KatdAAnAwv uropndlwy, voullw mwe ailel tov KOTO va emevbUoeL pia
gTalpila. Aut tn oTyun gival pia SOKLUAOTIKNA TEPLOSOG KAL TILOTEVW OTL LOVO OL TTIOAU
HEYAAEC eTalplec mou Sev €xouv olkovopLKA TpoBAnpoata Ba emevdéUoouv e KATL
TETOLO KOl OUCLOOTIKA PECW aUTWV Ba Byouv Ta amoteAéopata Kot Ba eloTouV Kal ot
HLKPOTEPEC ETULXEIPNOELS. OUCLAOTIKA OKOUYETAL WPOio oav epapuoyn, armAd UTIAPXEL
ENeWpn oe anodelkTikd otolxela. Av o xpovog beiel 6tL ta gamification cuotiuata
Aewtoupyolv ocwotd, tote Ba uloBetioouv TOAAEG etalpieg tn HEBOSO auth wg
epyalelo yla mpooéAkuaon Kot EAOYK TIPOCWTTILKOU.

EPQTHZH 7: Miotelete 6tL otV €Talpia mou epyalecBbe Ba xpnolponolnBel Eva TETolo
oUOTNUA TO EMOUEVA 8 XPOVLQ;

E€aptatal av Ba to €xouv Xpnolpomoliosl AAAeC etalpieg. Mpémel va dolpe TO
TLOOOOTO TNG EMLTUXLAC YA va akoAouBrjcou e Kal epeic. Omote Sev amdavtaw oUTE val
oUTE OXL KOl VOUI{W oUTO oV €ilval AP TTOAU GNUAVTIKO €lval: ylol LEVA TO KOOTOG
elval tepdoTio og pia etalpio 6tav MPocAapUBAVELS TIPOCWITILKO, TO EKTTALSEVELG TTIOU
OUGCLOOTIKA TOUC TTPWTOUC 3 pnveg dev oou Sivel SouAeld, ecl £06eVElg evEpyeLa yLa
To KABe dtopo Kat Eadpvikd oou pevyel. Auta Ta mopadeiypata eival Amelpa onote av
QUTO TO oUOTNUA TPOooTIABoUCE VO EAAXLOTOTIOLROEL UTO TIOU CUMBALVEL OAEPA KOL
SLoAEyaEe TOUG CWOTOUG aAVOPWIOUG KoL ATAV TTOAU EUXAPLOTNEVOL LE T BEoN TOUG
KOl TOUuG Kpatdyape. OuolaoTkA auTto ival pla emévduon mou Ba cou amodwoel.
Autn Ba eival n peyaAn emtuyia eVOg TETOLOU CUOTHMOTOG, YLaTL OAEG OL €Talpleg
UTtoPEPOUV OO AUTO, EKTTALSEVUOVTAG TIPOCWTTILKO TIOU PEUVYEL.
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Amouoyvntoomvnon I (Katackevaotikny Etoipio)

EPQTHIH 1: H emyeipnon mou epyalecBe xpnowlomolel malyvidomotnuéva
ouoTnuarta;

(0)'(1
EPQTHZH 2: N'vwplilete tL elval ta matyvidomnonuéva cuoTHUaT;

Nat kat paAlota to culntnoa pe tn dteubuvtpla tou TURUatog HR kat motelw OTL
glval 0 210¢ alwvag TexVOAOyLKA Kal EUELC Bplokopaote ota TEAN Tou 190u.

EPQTHZH 3: Oa xpnolomolouoate €va TETOLo CUCTNUA OTNV €TOLpla 00G;

Oy, 810tL n puon tnNg SouAeLdg eival TéTola ou Bpiokoupe eAdylotoug uroPrdloug
yia pla 0éon epyaciag. Eivat SUokoAo va pmopouv va avitaneéEAOouv oOTig
KOTOOTAOELG, AOyw TOU OTL Ta TEpPLoootepa €pya Bplokovral ektdg EAAASOC kot
OUVKEKPLUEVA O0TNV £pnuo. Me peyaAn duokoAia Bpiokoupe kooud pe dabson va
SOUAEPEL XIALASEG XIALOETPA LaKPLA aTtO TO oTtitL Tou. To Baotkd pag mpoBAnpa eivat
OTL TNyailvouv Kal OTn OUVEXELX €yKATAAElmouv AOyw Twv SUCKOAWV cuvlnkwv
epyoaoiag.

EPQTHZH 4: Auto cupfaivel A\Oyw Tou ldouc tTn¢ etatpiog mou epyaleobs;

Not elpOoTE KATAOKEVAOTLIKN €TALPLA N oTola aoXoAeitaL e peyaha £pya VTOC, aAAd
KUpLlw¢ ektdg EANASQC.

EPQTHZIH 5: Y& éva umoBetikd oevaplo, av BEAate va €€TACETE OCUYKEKPLUEVA
XOPOKTNPLOTIKA evO¢ uTtoridlou epyalopevou, dnAadn to decision making, creative
thinking kat flexibility 8a pmopouoate va AaBete un’ oYv éva TETOLo cUCTNUA YLO VO
Eexwploete kamoloug untoPndloug;

MéxpL Twpa n amoyn eivat oxL, dLotL otig pev uPnAd Lotdpeveg Béoelg dev Ba to
XPNOLUOTIOLOUOOME, YlaTL ol peyaAlol ot nAwkia Sev elval yvwoteg TETOLWV
OUOTNUATWY, OMOTE Ba TOUC SUGKOAEUE KATL TETOLO. 2TIC 6 XaUnA£EC NAKiEC, av TEAKA
BpolLpue kamolov umoPndlo kat eivatl dtabéoipog va TagldePel pakpld AOyw tng
60oUAeLag, Tov mpooAapBavoupe Kot BAEMOUUE TAVW OTNV IPAEN TLG SUVATOTNTEG TOU.

EPQTHIH 6: EMOpéVWG OTNV KATOOKEUQOTIKN €tatpia mou epyalecBe Ba nrtav
QTOTEAEGUATIKA N EPAPUOYH EVOC TETOLOU CUCTHHOTOC;

Oy
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EPQTHIH 7: Av émnpemne va fexwploete évav umoyndlo Ba epmiotevocactav €€’
0AOKARpOU £va TETOLO cuoTNUA KN AapBavovtag umtoPLy TIC Mopado0LaKES TIPOKTLKEG
tou HR;

OxL, n xprnon Tétowwv cuotnUATwy eivat aduvatn Adyw ¢ duong tng etalpiag. Epeig
B€Aloupe va Soupe ovolaotika eite ta financial skills tou, €ite Ta technical skills Tou Ta
TPAYUATIKA. To BOOWKO KOUUATL TO omoio BEAoupe va eAéyEoupe sivat Sika tou skill
sets. AnAadny eyw Oa tov PBAAw va pou Ppriafel kal va pou €mAUCEL €va
XPNHUOTOOLKOVOULKO HOVTEAO N va pou GTIALEL pia apouciaon 1 va Lou KpIvel pla
TEXVOOLKOVOUIKN) oUUPBacn kat Oxt va acxoAnbel pe gamified cuotiuata kat
epapuoyEC. AvtioTolxa, OTO KATAOKEUAOTIKO Koppdtl o urmtoyndlog Ba mpémnel va
UTOPEL va eMAUCEL TN OTATIKOTNTA ULOG KOTAOKEUNG ELTE va TNV AUENOEL lTe val TN
BeAtwwoel. Autd ouaotlaotikd eéstaloupe oav etatpia. OUCLAOTIKA, KAVOUUE Xpron
HOVTEAWV UE TPAYHUATA OPWE TTAVW OTNV €pyaoia Hag.

EPQTHZH 8: Miotevete OTL Ta eMoOpevVa 8 xpovia Ba evowpatwOel éva Tétolo cuotnua
otnv eTalpia oag; Awote pou pia ektipnon.

AuTO yla va yivel Ba ipémel ol avBpwrmol ou eival otn yevid twv 30 va yivouv 40-45
KOLL TOTE VO TO EVOWMOTWOOUV. MPETEL va £XOUV TNV yVWaon ylo va avéBouv oe eminedo
rankings otnv etatpia. Autd ta BAEMOUE OO TNV KAELSOPOTPUTIA KOl OL TILOAVOTNTEG
va epapUOCOUE TETOLA CUOTHATA Elval EAAXLOTEG. ELOIKA o€ EQAC IOV €lpOOTE pia
mapadooloKr TOALQ KATOOKEUAOTIKA €Talpia, €va gamification olotnua Sev
talplalel. Epeic e€etalovpe tov untoPndlo pe cuvevteuln, PUXOUETPLKA TEOT, AAAQ
KOLL TLC YVWOELG TOU O€ TIOAU GUYKEKPLUEVA TIPAYHATA.
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Amouoyvntooemvnon IV (Etoupio Ipoidoviov Ouopotdc)

EPQTHZH 1: Nvwpilete tL elval Ta gamification cuotuata;
Nat, yvwpilw KAmola mpaypota.

EPQTHIH 2: Itnv ctalpla mou epyalecBe xpnolpomnoleite matyvidomolnpéva
ouothuata;

H aAnBela elval OTL SV XpNOLLOTIOLOUE TETOLOL CUCTH AT TIPOG TO TtapoV. Ekeivo mou
elpaote og Sladikacia va KAVOUE KOL TTIOU €XEL EEKLVIOEL OTO EEWTEPLKO OTA KEVTIPLKA
NG etalpiog kal epeic Ba eviaoupe lowg amo tnv eMOUEVN XpovLd, elval n mapouoia
€VOG aVTLOTOLXOU CUOTHUATOC To omoio sival meplocdtepo artificial intelligence mapa
gamification, yla to Koppdtl tou recruitment. AnAadn, Ba umdpxeL €vag visual
avBpwrtog ag mou e, o onoilog Ba BonbasL 0TO KOUUATL TNG EMAOYNG, OTO OKAVAPLOUA
Twv CVs mpLv apxiooupe gpeic va KAVOUUE Ta interviews pe Toug avBpwroug. Apa
XPNOLLLOTIOLELTAL OTO KOMUATL TOU VA KAVEL screening ta Bloypadikd npv ¢tacouv oTo
Xprotn, 0mou MA£oV n opoucia Tou recruiter ival ekeivn n omoia Ba kavovicel To
face to face interview. AnAadn, elvat To mpwto step Tou screening to onoio Ba yivetal
€MLTNG ouoiag amo éva avBpwnopopdo computer. AuTO TO TIPOYPAUA EXEL EEKLVIOEL
d€tog mhotika og dladopeg xwpes Tng Eupwnng, aAAd otnv EAAGSa Sev To €xoupe
evepyomotoel akopo. odofole OUWE VoL TO EVOWUOTWOOUUE OO TNV EMOUEVN
XpovLd.

EPQTHZH 3: MNa molwo Adyo Bewpeltal amapaitntn n xprion tTou otnv €talpia cag o
ouvlUAOUO HE TIG TOPASOCLAKESG TIPOKTIKESG TOU HR;

Auto BonBael kata oAU T peiwon tou administration 6cov adopd otn dlaxeiplon
TwV Bloypadlkwy, eLGIKA O€ XWPEC TTOU £X0UV TIOAU HeyaAo aplBpd avolytwyv BEcswy,
omou kavouv application mapa moAAol avBpwmol, omdte autd eival mapo TOAU
XpovoPopo yla évav avBpwIo va To KAVEL KOl €L TNG ouoiag dev MpoobEtel Timota
oto value mou Ba Beke va npoodEpel o kabévag anod tn B€on tou. Apa, G€ AUTO TO
KOUUATL SLEUKOAUVEL va UTIAPXEL Eva TIPWTO screen To omoio Ba sivat automated kat
Ba kataArnyouv otov recruiter Alyotepa Bloypadikd yia va Kavel tn SouAeLd Tou. Omwg
elma, £xel kamolo value og YWPEG MOV £XOUV TIOAU HEYAAO aplBUO avolytwy BEcewy.
Itnv EAAada o Adyog mou Sev to Bahape sival emeldr epeic Sev £(oupe ma TOCO
intensive recruitment kal tOooeg MOAAEC avolxteg B€oelg, wote va xpelalOUaoTE TN
BonBela plag Lnxavig ylo vol KAVOUE To screening. Mo auto Kat Sev to BaAape pétog,
TOU XPOVOU OUWG MUmopel kal va To PAAOUUE, TIEPLOCOTEPO yla v SOUUE TWG
Aeltoupyel Kol O TEPUTTWOEL OC TIOUME TIOU €XOUME TIOAAEC QUTAOELS OO
uroPndlouc. Oa BEAAUE OUWE TIPWTA VOl SOUUE TTWC AElToupyEel 0 AANEG XWPEG Kal
LETA VO TIPOXWPNOOUUE OTN XPron Tou.
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EPQTHZH 4: Eosi¢ wg HR manager Ba epmiotevocaoctav €€ oAokAnpou éva TEToLo
ocvuotnua, ite eival gamification, eite artificial intelligence;

AmMOAUTN epumiotoouvn Sev €xoupe, yloti mavta Ba umdapyel, €6IKA 0TO KOUUATL TOU
HR, to avBpwrivo otolxeio, mou duotuxwe f eutuXWC eV Umopel va avtikataotabel
anod pa pnxavn. Apa Ba gival Bguitd cav Bripa tng Stadikaciag yla va Pmopécel éva
Koppatt Slaxelplotikng SouAeLdg, mou dev mpoodEpet value va dpUyeL amod tn Héon,
oA\a oe kapia mepimtwon 6ev apyilel kat teAsewwvel n dadlkacia o auto TO
automation. Mavta Ba umdpxel yla péva Kat éva next step.

EPQTHZH 5: Evvoeite 61l n mapadootakn mpaktiky Tou HR mou eivat to face to face
elval amapattntn;

YTO KOMUATL TOU recruiting Bswpw mwg eivat anapaitntn. Kot to face to face Sev eivat
ovaykn va elvat ywpotalkn dtadkaaoia, e TNV £vvola OTL UMopEl va eivatl interview
ue skype, interview face to face | pe @GA\a péoa, amAd To va UTTAPXEL EVa TIPOOWITO
miiow amd TNV etalpia mou oe mpooAappavel Bewpw TOUAAXLOTOV yla TO EMOMEVA
Xpovia ) Touldxlotov yla T Sk oG Aoylkr oav etalpia otL elval anapaitnto.

EPQTHZIH 6: Atilel pua etalplo va emMEVOUOEL XPrUATA OE €PEUVOL KOl QVATTTUEN
TIPOKELUEVOU va Snuoupynoet ta SIKA TnG cuotnuata gamification;

Not motelw OTL a&ilel Tov KOTO Kol BEwpw OTL KIVOULLOOTE TIPOG TO £KEL, yLaTl TAEOV
pHéoa anod auvth tn Stadikacia kal e TV avtiotown avamntuén tou digital, Bswpw oOTL
oL eTaLpieg KaL n Skla pag, BERata ot enimedo kevipikwy, Oa mpoonadrjoouv MAEov
va Bpouv TNV KalvoUpyLo TOUC TAUTOTNTA, HECW aUTAG tnNe Stadikaoiac. Eipaote otn
Sladkaoia mou kavoupe recruiting péow Linkedln, eipaocte otn dwadikacia mou
Baloupe kawoupyla tools yla va pumop£coupe va afloAOyr|CGOUKE TOUC avBpwIoug
TipLv kav €pBouv yla cuvévteuén face to face kal Bewpw OTL elval BeTIkN N Tpooéyylon
yla to LéEAAoV Kal OtL Ba avartuxBel mepaltépw.

EPQTHZH 7: Jupdwveite pe tnv anoPn ot éva gamification clotnua £XeL peyaAUTtepn
amnxnon o€ junior B€ceLg epyaoiog mapd os senior;

H amavtnon pou ival kat val kat oxL. Ziyoupa To KOUUATL TOU junior, akplPwg MeLdN
outa Ta otoleio mou B€éAoupe va Olepeuvriooupe PEow Tou gamification n
avtiotolywv MpoypappATwy, eival meploodtepo competency related kot oxt technical
expertise. lowg €xeL peyaAUtepn amnxnon ekei, ylatl telvoupe va moteUoupe OTL oL
AavBpwrmoL PETA oMo KAmola Xpovia mpolmnnpeoiag, otav €pyxovral va aAAafouv
SoulAeld cav va HAGEL yla autoUC oG TIOUUE N TIPONYOUHEVN gumelpla Toug. Kabe
etalpla avantuooel TEAKA TN 81K TNG KOUATOUPO YUPW amo OAd Ta TPAYUATA KOl
yUpw amo ta competencies kat dev Bewpw OTL eV UMOPEL KATIOLOG EUTELPOG
enayyeApatiag, yio ouykekpluévn B€on, va mepdoel pla tétola Stadikacia, Mo
advanced cadws. AnAadn, étav Ba mpooAdfelg ag mouue €vav marketing manager

62



mou SouleleL 15-25 xpovia ev Ba tov Balelg otnv dla dladikaoia pe €vav junior.
AUTO Opwc Sev onpaivel 0tL ev Ba pmopovoe va untdpxel Eva mio upgraded i updated
strategy related teot kol va pmopouv va TO MEPACOUV AvBpwIoOL Mou €lval 1o
EUMELPOL.

EPQTHZH 8: Oa émpemne 6nAadn va eival customized avaloya pe Tnv MePIMTWON TOU
uroyndlou;

Nat, Bswpw OtL Ba €mpeme va eival customized avaloya pe To level kat To TL {NTAEL N
kaBe etatpia. AnAadn oto entry level Ta KOPUATIO OG TTOUE TNG TTPOCWTILKOTNTAG KLl
OXL TNG eumelpiag mailouv MePLOCOTEPO POAO OXETIKA HE TO WS Ba evtaxBel kamolog
otnv etalpia, ywati toug entry level n etalpio Toug maipvel KoL TOUG AVOMTUCGOEL
TOUTOXPOVA. 2TOV EUTELPO AvOpwTo TIPEMEL va elval TIOAU EekdBapo, va afloloynOel
TL value dpével autdg oe pia statpia, mou adopd to strategy, tn Sloiknon avBpwnwv
KATL. Apa Sev Bplokw AOYOo vo Unv UMopEic va ta a€LoAOYNOELC KAl OUTA MECW TWV
avtiotolywv epyaleiwv mou avadEpape.
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Amouoayvntoomvnon V (Acoolotikn Etoipia)

EPQTHIH 1: Nvwpilete TL elval Ta malyviSomolnUéva CUOTAUATA I} UTTOAOYLOTIKA
naiyvia;

Na.

EPQTHIH 2: Itnv etawpia mou epydlecbe yxpnolpomolouvtal TayviSomotnueva
ocuotnuata f gamification systems;

MéxpL OTLYUNG TO £XOUUE XPNOLUOTIOOEL PECW TNG TAATPOpUAC e-learning mou
€xoupe Onuoupynoel, oav €va eido¢ malyvidlol Katavonong tou e-learning
HOBOAMOTOC TTOU EXOULIE.

EPQTHZH 3: To oUotnua mou pou avadéparte, xpnoonotdnke and unodrdloug n
ano epyoalOUEVOUG;

Xpnotuormnowtnke amno epyaloUevou Tng etatpiac.
EPQTHZH 4: Eceig TL BEAate va TTETUXETE WE TN XPNON EVOG TETOLOU CUOTAUATOG;

Avti va Kavoupe €EETAOELG KAOOIKEG O€ €va TEOT, HEOW TOU CUOTHHATOG QUTOU, Ol
epyalopevol SlaBaocave £€va CUYKEKPLUEVO UALKO yla To anti money laundering
(EEmAnuo BpwHIKOU XPNUATOG) KoL CUMMETEYOV ot €val TepLBAAAOV TaiyviSLoU.
Avdloya pe TG amavtioelg mou Sivave, mepvoloav KAmola oTtadla Kal O0col
Katddepav va tepUATioouy, uTtotiBetal gixav HaBel KaAd To UAKO KOL amoktouoav
€va certification. H xprion Tou cuoTANATOG AUTOU ATAV YLO EKTTALSEUTIKOUG AGYOUG.

EPQTHZH 5: Ecsic Oa xpnouomnololoate va o VIS OTIOLNEVO CUCTNA WC EPYAAELO
yla TNV TPooEéAKUON Kal ETUAOYH TTPOCWTILKOU;

Nat, Ba to xpnotwuomnotovoa. To MPOBANUA aUTA TN OTLYUN oTNV aodaALloTIKA ayopda,
TO KOWO oto omoio ocuvnBw¢ ansvBuvopaote dev eival T6oo MOAU veaviko, TIou va
elvat e€olkelwpévo pe OAa autd. Eyw vouilw otL Ba to nBeha mapa moAU €va TETolo
ocvuotnua, ylati ektog amno ta skills, mou pmopeic va delg oe eninedo ouvevteuéng, HEoa
oo Ta TaYVISOTOLNUEVO CUOTAHATA UITOPELC va SELC Kol GANQ TIPAYLOTOL.
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EPQTHZH 6: 2e éva t€Tolo matyvidomnolnuévo cvotnua évag urmodrndlog epyalOUevos
Umopel va amodwoel oAU KaAUTEpA amod OTL 0TNV TIPAYUATIKA Epyaciakn {wr, yotl
Ta Kivntpa eilval teAeiwg Oladopetikd otnv pio kAl otnv AAAn Teplmtwon.
Jupdwveits;

Elvat virtual 6Ao 1o mpaypa. Exet va kavel kat pe alha skills emde€lotntag ag moups,
0TO va mailel kamolog mavidia. Av cuykpivoupe yla mapadelypa €vav avBpwro
nAkiag 40-50 kal évav véo nAwklokd 24-35, o XpOVOC OTOV OTOL0 O VEOG UIMOopPEL va
KAvel respond oe kamola epebiopata eival MOAU TO YpryopoOG O OXEON HE TOV
HEYOAUTEPO O€ nAtkia. Autd yivetal emeldn o véog ouvnBwg eival e€0LKELWUEVOG PE
€va T€tolo meplBarlov. MNa auto, eyw TETOLO cuoThpata Ba Ta xpnoLlonolovoa ce
OUYKEKPLUEVA TIPOPIA, Omou to Selypa Twv epyalopévwy €ival opoloyeveée. Ma
napadeypa, av nOsAa va npooAdfw developers Ba to xpnotpomnotovoa yla va dw
TOLOG €ilval 0 KAAUTEPOC. Aev Ba TO XpnoLomoloUoa Yo Vol GUYKPIvw €vav utaAAnAo
vpadeiouv 20-25 xpovwv.

EPQTHIH 7: Emopévwg n xprion €vog TETOLOU CUOTHMOTOG €aPTATAL KAl A0 ThV
nAkia tou urtoPrdlou, aAAd kat anod tnv BEon mou atteital;

Nat, onwodnmote val.

EPQTHZH 8: Oa suniotevocaotav €’ 0AOKANpOU £va TETOLO CUCTNUQ;
E€’ oAoknpou OxL.

EPQTHZH 9: lNa molo AOy0 TO TIOTEVETE QUTO;

Mmopei¢ péoa and auto va SLATILOTWOELG CUYKEKPLUEVEG SEELOTNTEC, OE CUYKEKPLUEVO
niepBaAlov. Eva amo ta mpoBARUATA TTOU EXOULE, YEVIKOTEPO OTO recruiting, elvat ta
social skills, 6nwg elvat communication skills, negotiation skills kAmt, Ta omoia dev ta
BAEMelG péoa amd éva TETOlo cuoTnUa. Mo MOAU TeXVIKEG de€lOTNTEG UMopel va
KaTtaAdBeL KaVELG.

EPQTHZH 10: Motevete OTL N eTalpia mou epyalecBe afilel va emevOUOEL XprLaTa O
€va TPOypappa €peuvag Kal oavamtuéng, wote va dnuloupynoel €va 8kO NG
gamification system;

Av kamola oty aAlalav ta MPAyUOTa KoL EUTALVO OE Lo PO, TIoU EAEYQ OTL EXW
10-15 mpooAnyelc to xpoévo, val Ba to €kava. Kot emeldry mAéov B€Aoupe va
SoKlpdooupe Kol QAN TPAYHATA, €KTOC amo TIC MopadoolokEC HopdEg, SnAadn
TAEOV TAME OTO va SoKIHAlelG avBpwrmoug, va €XoUV OXEOn HE TNV €talpila oe
Slaxeiplon €pyou. AnAadn Aeg, Ba mdpw 2-3 va LoU KAVOUV €VO CUYKEKPLUEVO €pYO.
Ekel, Ba pe evblédepe va xpnolpomnolow €va Ttétolo clotnua, ylati Ba nbeia va
TIApw Tov KOAUTEPO o€ BEpata texvoloyiag KAT. EToL ,0mwe KAVOUUE EUELG TPOoANYN
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1 pe 2 atopa, o€ auth TNV dpaon dev vouilw otL ailel va emevdéubBouv XprpaTa yLa T
Snuioupyio evog TETOOU ouoTApOTOC. Asv Bswpw OTL €lval TPwTtn HOU
TIPOTEPALOTNTA. 2€ EMIMESO OUWG KEVIPIKWY TNG eTalplag e€etalouv TNV mepintwon
auty. Elvar éva emumAéov epyaleio ota assessment tools mTou pmopel va
XPNOLUOTIOOEL KaVElS ywa tnv emdoy unoyndiwv. Emiong, etalpieg mou
XPNOLLOTIOLOUV TETOLA CUCTHHATA TIPOCEAKUOUV VEOUG avBpwTouc. To mpwTo eninedo
otn dadikaoia tou recruiting mpv KaAécou e KAmolov oto ypadeio, Ba pnopolvoe va
elval n ouppetoxn tou untoPndiou oe Eva game, oTo omolo Oa EMpemne va METUXEL Eva
score. To SeUtepo otadlo, Ba pmopovoes va sival iowg éva skype call kot to TeAko
eninedo Ba Atav n cuvévteuén Ue puOLKN apouasia.

Avegaptnta oxoAla tng ouvevteu§Lalopevng: Na to Eekabaplopa twv CVs, To MpwTto
screening To KAVOUUE ME TNV eumelpia. Eyw Ba 1o xpnolponololoa os mibavoug
uroPndloug, avii va pou otéAvouv KateuBelav CVs, Ba mpémel mpwta va
XPNOLLLOTIOL 00UV £Vl TETOLO CUOTNHO KOL OV TIETUXOUV £Val score Kol TAavw, TOTE va
npoxwpnooupe otn Stadikacia tng cuvévteuénc. Eva tétolo cvotnua Ba pnopouoe
va xpnoluomnolnBet and Toug opyaviooUg KoL TLG ETUXELPAOELS, WOTE va BAAouV Toug
avOpWTMOUG TOUG, va TIPOOEYYIOOUV TI TILO ONUAVTIKEG afiec tng etalpiag. Eva
HUELOVEKTNHUAO TIOU Bewpw OTL £XeL €va TETOlO oUOTNUO €ival OtL Sev €xouv
ouYKevTipwOel mMoAA data. OuOLOOTIKA, TO OTAVOUV XWPELG va €xouv paléPel
OTATIOTIKA oOTolxela, mou va cou 6ivouv aflomiota amoteAéopata. Ta KAQAOLKA
EPWTNUATOAOYLO OVTIOETO KOl CUYKEKPLUEVA TA PUXOUETPLKA €XOUV amod Miow mapa
TIOAAQ XpOvLa LEAETNC Ao TtavemoTApLa. Emopévwg, €xouv éva peyalutepo enimedo
depeyyuoTTAC KAl afLoTioTiag.

EPQTHZH 11: Mwotelete OTL o BaBoc¢ 8 xpovwv n etalpio mou epyalecBe Ba £xel
evowpoatwoel gamification systems ota otadia tng mpdoAnyPng MPOCwWILKOU;

Nat, av kat Sev Ba eivat to Baoikd epyaleio, olyoupa Ba umtapxeL.

66



