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ABSTRACT

A new concept that is gaining ever-increasing edeis that of Gamification and its

application in various fields is now highly prevaleThis diploma thesis deals with

the concept of Gamification in the information st and all the components that
make up and support it in its implementation.

The evolution of Gamification is due to the contios development of new

technologies and the use of electronic media friinages as well as virtual reality

and 3D spaces

Gamification is applied to various sectors and canigs. Many Information Systems
use Gamification as a useful digital tool by inetgrg mechanisms and / or game
features into non-game activities with the aimiatling solutions through changing

user behavior as well as increasing participatiwh @ngagement their.

Its dissemination took place very quickly and fouredponsiveness to information

systems, such as education, health, social networddketing etc

WORDS:

Gamification, Information Systems, Distance EdwratiHealth, Industry, Marketing,

Mechanisms, Structures, Rules
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1.1 $# & + #°

( Il &'$ ' ' ! Mancala,
% $
&$" ' +& ! # # & %"
(Freudmann & Bakamitsos, 2014).

( &'$ " L + &I ,  # & '$
4 & # #
| &'$
&', , +&!! '
&' M (Seaborn & Fels, 2015).
( &% ° (% &
" " &' &'$ . (Zichermann &
Cunningham, 20116 : &% $ $
&'$ $
# 0, | : 30
$$ &$" .4
& ! $ &'$ ! '
; # $
( " ,2015).
( &'$ , & &
$ ! # & $ !

McGonigal (2011).

4 % $ &$"
(flow), (immersion) ' (presence).

+ - (immersion): ( & &' &
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& & ' & : & '
+&!!
(flow): 4 Csikszentmihalyi (2000) ! flow '
1 “wo I n
&
(presence):% ' ' ‘

&'$ , ' & ! &

& $ " . (Weibel et al, 2008)

& I$ & !I $ #n
$ n % & 1 & $ [
" $ 127 " $ L
2017 180% ! $ 2021 qewzoo,
2018
2012-2021 GLOBAL GAMES MARKET
REVENUES PER SEGMENT 2012-2021 WITH COMPOUND ANNUAL GROWTH RATES
newzoo
CAGR
@ Mobile Games 2012-2021
TOTAL
©® pecames $180.1Bn +11.0%
@ Console Games
$165.9Bn
$151.9Bn
$137.9Bn
$121.7Bn +£'OGE‘L8E%
©2018 Newzoo $106.5Bn
$93.1Bn
$84.8Bn
$70.6Bn 376-5BN
PC
+3.1%
CONSOLE
+2.3%
2012 2013 2014 2015 2016 2017 2018 2019 2020 2021
Source: ©Newzoo | April 2018 Quarterly Update | Global Games Market Report
newzoo.com/alobalgamesreport newzoo
Ho01 % & + #'(# : www.google.gr

1 + ! 1 , $ ! n
$ " , &'$ !
' " Durkin Barber (2002)
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Prensky (2001) 2 &% &,
I ' $ : , & U (puzzle),

4 Griffiths (1993) # !

1. 10 " + % ($" (Sport Simulations)
2 #' (#/#  (Racers)
3. #' $ +'$" (Adventures)
4 #' -l#  (Puzzlers): &'$ " ! +
5. &4%# + #' (Weird Games): &'$ $
& " $ L
6. Platformers: &'$ &
7. Platform blasters: Platformers,

8. Beat'Em Ups: &'$

9. Shoot'Em Ups: &'$ &
( + &'$ " # " P
& " (Action): ( &'$ " '$
& $
& (! , 2009).
$ 1& !
& $ " $,

&$" .4 1& & (
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# ! &
&$"
&'$ ' 4 &
%
&$"
&'$ 4 ' #$
& &
&'$ . 4
& "
! $ '&
$+HSE" (Adventure): . &' & $
' ' I # #
&$" . &'$ ! & $
! & & $
$ &
&% 9 $ !
&'$ -$ :
(Strategy): ( &'$ !
& + " $
4 & $ &
&9 $ ! " H ! &
$
$ & $
$ $ !
& & $ !
$ ( &'$
$$

-l#  (Puzzle): &'$ ' " I
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2 GAMIFICATION

2.1. %," Gamification
Deterding (2011)4 &% Gamification
& 2008, rool P 2010.
& ' «Gamification» #
' ' # Gamification "
" | &
$
& Nick Pelling (2011)& Gamification $3

! $ ! " !
$ $ . $ &

&' & $ " (Zicherman & Cunningham, 2011, Deterding et abDlD
Zerherman & Cunningham, 2011- Burke, 2012- Werl&é¢tunter, 2012- Nah et al ,
2014) ' & $ " (Deterding et al., 2011- Werbach & Hunter, 2012-
Burke, 2012- Huotari & Hamari, 2012- Nah et al 120
Gamification & &$"

&$" . % # & game
$ % , ! &" engagement & , !
! 1 .l
( Gamification & |/ $
& 1& & %" 1$ $
& ', &'$ & #" " !
& # &

$ (Negrua, L., et all, 2015)4 " &
Gamification : P : ' !

' ' & & $

(Hamari et al., 20146 Morschheuser et al., 2017).

7 Gamification ' & & ,
+ & ' &'$

! https://developgreece.com/gamification/



$ :
(Kapp et al. , 2014).

$
Lee  Hammer (2011)

&$ ' ' %S # ' !
$ ! &
& $ I
; &
$ ! Gamification:
#" 1. % Gamification
%$ $ ! $ &
Pelling (2011) !
| $ $ 11
%$ $ & !
Zicherman & Cunningham (2011) &$" !
/! &
_ % & &' &$ " & $
Deterding et al. (2011)
& $
& & $
&$ " & $
& %" ! &$
Burke (2012)
# $#
/!
& & &$
Werbach & Hunter (2012) & $ $ &
&'$

Huotari & Hamari (2012)

$9%




H# ! $ #
&
%% $ & & $
Werbach (2014) $
! & &$" (&
# ' )
Nah et al (2014)
$ $
& ', &'$
& !
] & &$ & $
Lands & Bédard (2010)
&$" !
&
! & $
!
Marczewski (2013) »
% & ! &$" !
Graham (2012) '&
&'$
( Gamification $ U
, I +&1N &
# & Gamification &
& , #1,
& 4 Gamification & &
# game ! &'$
&'$ + & & $"
+&!! ! & &




Ho2 B Gamification
(  Gamification '
&
&
$ n
$&
| ! |
& & &
$ ' & !
' !
$$ & &'
#
& ' +&!!
+&!! #'
$ 9 & ,
& L%+ &I
$ &

: www.google.gr

& $
$ & '
&II
& &
# 1
$3
&
& M
& 1 11}
11} &
&
& &
entertainment value.






2.2 Gamification
% & & $ ! " + &I ' '
& ' "< ! "% $ I
1" , $ # & '
&'$ ' ! $
$ 18 & , ' $ ! !
&'$ : (McGonigal, 2011).
I , 1902 Lizzie Magie$ "! &'$ , The
Landlord's Gamé ' &
& ! &'$ "Monopoly" !
! , &'$ &  (Ferrara, 2013).
%$ $ &'$ & " ' I
! & & Gamification. %
& $ War Games
(1983).
% Gamification 2002
Nik Pelling, $ e
" $ % . 4 Pelling &9 $ !
" ' & $ & $ - (
'$ & Conundra,
& , Gamification =
I (Dale, 2014).
( 2005 Rajat Paharia$ " Bunchball, ' ! '&
& $ &' Gamification,
' #
( 2007 Kevin Davis Chore Wars, $ &
[ l Gamification.
To 2008 o Gamification& I Bret Terrill

(2008)



/ (engagement)

( 2009 Foursquare, ! &
. , Foursquare ' & !
"l : $! : chek in '$
$ $ 60 ;
& " r « & » ! ' (% &
$" BigDoor, & " ! &'
Gamification.
$ & &$ & 2010,
| ' ' 1 I |
. & | & " " |
$ # ;
Google. #, ' 2011, Gamification
Oxford ! # & $ & $ L
! gamification 100 " $
#' &$ , Gamification,
: ' , &
& : : . % &
! Gamification $ !
; ! $#
&$ " ' $
Gamification & , ! ,
$r : &"
= (Zac Fitz-Walter, 2015). Gamification 2020, Gartner
Gamification, $ $ & I :
& , &$ $



r / #

&' gamification! ', # 2021 #
' 123 " $
15
12.5 11.94
p 10
g 5 491
2.5
0
2016 2021+
#4404 %t &' gamification 2016 2021 ($' $ %%.
'0& ). . https://www.statista.com
230 " Gamification
( Gamification$ & ' &'$ ' !
' & $ " (non-game contexts):
/$ + # ! $%$ "#
I '
' $ & L,
&' &
4/ $ + # ‘ $$ &



00 %+$ - &" :/ : $ !

# ! $
(Werbach & Hunter, 2012).

24 % gamification

2417 & $ + #'(# (Game Elements)

Gamification &

# I &' !
&$ gamification, ' &
$ !
& $& & ' $ !
: . | &' | "
gamification. 9 &'
$ [ ' & & Il & .7
&' " Gamification
$! # ' " & & '
&' & $" (game
elements)’ ' " P &'$ .
' : &' & $ "

Seaborn & Fels (2015):

#" 2 % + #'(# .Seaborn & Fels (2015)

$ %," 800%" #% $"
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$ (
"l
$ ! # :
#
"l
4 $'& *
$
$ $
!
( , #
$
$ll
$ &
: & , , $
&I
0 ( , &
&
2.4.2. + I1# S/ " % " Gamification
I & ' M& & !
&' Gamification. 4
# " &' '$ ' , & 3
'$ I . 4 Zicherman & Cunningham (2011)
Werbach & Hunter (2012), ', ' '$
$ . $ ! , & (&
) $.4 Zicherman Cunningham
&$ " & $ MDA- mechanics, dynamics and aesthetics
O -& ' % ) (Hunicke et al., 2004% Deterding et
al. (2011) ', ', ' ' $
# 7 $ &' &$"
% & " & $ $ &$"

(Blohm & Leimeister, 2013).



#" 3 +

1# $HE " % " Gamification Blohm &
Leimeister, 2013
$# "N $ + # $ %
H ' $ L] $ ] '
& 1
#
| , ! , H
Zicherman & ) $ 3 , :
Cunningham ! "l P
(2011) , o, #
b 1 ! b
] + H H
I
! , 'S (avatars), ,
& I ,
] I H & H
# '$ & . $ ;!
# 1 b b 1
$
Werbach &
Hunter (2012) , &, ! :
He : $ /I$ :
&
1 ! b
!
I H L ! ]
) # , &
&$
, # , ' $
Deterding (2012)| )
I &$ " I & L 1




& !
$ &$" &
& &%
&$"
MDA, , ! , |
&$"
CEGE
$ &$ $ &$" & $
&$" &$
! ;
| , #H ! $
&
$ ! , &
Blohm &
, '3 (avatars),
Leimeister (2013
$ I I
) I
# /! '
2430 $ %. + #'(# MDA
&$ &$ & #
&9 !
&

& 2004 % &9 & $ - (
&$ ! ) (MDA,
& # & (Mechanics) - (Dynamics) -

&'  (Aesthetics).) $
& $
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& $ ' ' &$"
9 , , &'$
- , $ &
&
$ $ &$
& ' m ! & $
! !
& & &'
# " 4 gamification # $+ $4 : Zichermann, G., &
Cunningham, C. (2011).
# %,"
#
'$
!
4%
(
& :
)
/
1# &
1&
&
'l
1

$9%

gamification



#" 5 #% gamification, +$ - + '$ % $- % "
Zichermann, G., & Cunningham, C. (2011).
# %," $ -
II! & n
& %
&
& & $ "
# 3" & 4"
# # &'$ .
& &
+ o
& " ' &
" $
M ' & &'$
++$' 4 :
' ! ' & $
' &'$
)$ s
% % $ ' # "
$
%+$ &'$ $!" "
"%
I I I
+ -
$ $ '
' & '$
$-4
& '$
$" (Avatars) . & : & %"
' &
#E&H# (Appointment) ! ' ' ! '
' &
1$ % (Deadline) ! ' ' !




&'$ .

(&

2.4.4. +0 Gamification /# Werbach Hunter
Gamification, Gamification "
$ &'$ &
&' & $ &'
"H# Werbach (2012),
& $ (points), (badges)
# (leaderboards), $ PBL (PBL Triad).

. % +,# I#
( &$ Gamification.4
(points) & &

! !

Gamification &
$
"$
$ &$"
&
& $9% &3 & $"
4
! $ "
$ '$ (Werbach & Hunter,
2012).
&$ Gamification
&




& ! ! &
# 1 $ # 1 I
(& ' ) (&
).
1 & I
$ & & |
$
& $!
'$
(Duggan & Shoup, 2013): ! &,
'$ & . $! , # &
& &
$ " ! Quora
StackExchang ' # 1"
&

A
78
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H 5 # %!/ 000%+"' " # . : Google.com




& % (Badges)

( Badges
Gamification (Werbach & Hunter, 20126 &
Badges ,
'$ $ Mozilla Khan Academy9 $!
& & ' ' Foursquare, $
& ! : " $
& & $ $ check in,
Badges9 $ ! $ Badges &
# & 1 , 2015):
& & &
$r &
&
& $'# ! & & $
$
&
(A $' $ & '$ Badges
$ 3 . $ ' " #"
$
( !
" # & (
Gamification &$ Gamification
& !
: '$
4 I I I
H 4 ! & & &
& $



+ $4 JH 14 $& ! 1&
& $ $
00 1 %# 1%. +#/MH# . 4

Gamification ' I

Gamification&

# ! ! ' $ &
.5 Gamification
"l ' "H# &
"&
$ & $ ! !
4 &
! .4
& & $" $ !
&:
" $+3 3%. %"
0o - (& &$" , )
o7 (& #$, |, $ $ ).
# " $+3 3%5.8"
0o &% (Badges):( " $
! , : '$
# &'
, Gamification
0 ($" (Credits): 4
M , $&
& | | | | 5
$! ' ' $
&
Gamification.
o ,% (Milestones):

& ! to



[ Gamification$

Score System. $ $ &
'$ & . % '$ &
&' Gamification Zichermann
Cunningham ( 2011), ' $ ' & $
$ '$ $ &$ &$" $
'$ & & $ !
&$
xperience point reward systems% $ &
&'$
& $ I ' $ '$
Item granting system rewards. ! $ ' $
&'$ : $3 &'$
$ $ &
! " & $, ' !
&
Resources. I $
$ &$"
Zichermann& Cunningham (2011) ' &
$ ! ' " - (
$ ! & & $" . (Zichermann&

Cunningham, 2011).
Achievement systems. !
&'$ & " !

Feedback messages. " & &
$ ! & &
&'$



Plot animations and pictures. ! ' -animation
i) ) ! I$ )

Unlocking mechanisms. ' ! &
$, &' #

# 6 3 Gamification. : www.google.gr
( &' Gamification $ & &'$
! ,  $ blog &'
# & 9 & $ &
$$ + & |
" $ &
$ & 4
$ &
$, &', & &
4
$ &% Gamification " +
B ! ' blog. ( $!

+ ! ! '$ !



# 3" & 4" (Leaderboards)

( &' $ PBL " ' # (Leaderboards)
& " ! # ! $
$ &$" .9 ' #
| | '$ #
!
# 4 #
&' & Gamification.
Gamification $ & & ' ' #
# , $
$ $! & ' #
! L, &
# $ &
& ' $ $ Facebook
Instagram.
( &' $ PBL, &'
&$" & " $ &'$ .5 , $
&' " & " " Gamification.

++$'  (Levels)

9 &' " '$ (Levels).
Gamification & $ $
$ ! " , &' $
'$ " &$
$ I ! -
& " # $
Gamification.4 $ $ !
! !
! $ & $ #



Werbach

'$
.5
- (
&$
& $$
"#
&

Hunter (2012).



The Game Element Hierarchy

Dynamics
are the big-picture
aspects of the gamified
system that you have to
consider and manage but
which can never directly enter
into the game.

Mechanics
are the basic processes that drive the
action forward and generate player engagement.

Components
are the specific instantiations of mechanics and dynamics.

H T3 1# $H o+ #'# . : Werbach & Hunter (2012)
245 #% "
4 $ $
! & #
" ' 4 ' #&
! (& # : , #
4 ) $ &$
SRR | | d $
$ & $ $
'$ | $ ! o
# & , I & $
, % ' $,

&$" ' .48 ' " &'$ $



, &$ $ &$"
&
$ $ " Gamification.
Werbach & Hunter (2012) $
& $
1. # 1% (Emotions): &
! | |
# &$ ! &
2. !'$" (Relationships): $
S ' . &,
. &
3. - %" /¢ (Narratives/Storylines): &'
! ' & &'$ . &
& o, & ' !
$ &
246 #1I" (Mechanics)
4 & ' $$ $ I
' & & ',
# ! $ &
& $ " 4
& $ ! &
! : &'$ #' :
$ , &
% ' ! & & $ Werbach &
Hunter (2012).
1. "l (Achievements): & !
&$" .9 "l
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%

*$

&

'$ 9 !
(Challenges): &
M (puzzle) L' . 4
! &
# & (User Cooperation)& !
$ :
& ).
(Feedback): ' &
$
!
(Ownership of resources): &
, &
$ !
(Storyline Progression): $
$
% $
&' ! &
(Transactions) #"
& $
&' &' & $" ' &
$ 3
& ' ! &'
(Werbach & Hunter, 2012).
(Components)
& ',
$ & - & !
). 5 & &
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+ .
(Werbach & Hunter, 2012):
H# !
# # & $
& % (
&
& .
! &
&' ! '
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