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To MpoBAnua:

YPnAd mocootd eyKataAswpne Twv €€ QMOOTACEWG NAEKTPOVIKWY EKTMOLOEUTIKWV
TIPOYPOUUATWY OE OUYKPLON LE TA TTAPAS0CLOKA TPOCWTTO LE MPOCWTO.

- Carr, 2000; Jun, 2005; Rochester & Pradel, 2008

OL €peuvec ouvdeouv To dalvopevo tou drop-out pe tnv EAAELPN KWWATPWYV Kol TO XOLUNAQ
TLOGOOTA LKOVOTIOLNONG TWV EKTTALOEVOUEVWV .

- Jun, 2005; Lorenzo, 2012; Croxton, 2014
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IxAua 1. EvwoloAoyLlkog oplopog maiyvidomnoinong

[Moloc elvoll 0 HECOC OPOC NALKLOLC

TWV TIOLKTWV;

Jupdwva pe tnv €kBeon Horizon 2020, o pEOOG OPOG NALKLOG Twv
TIOLKTWY NAEKTPOVIKWY Touxvidlwy eivat ta 30 €tn, pe to 68% va
EVTAOOETAL OTNV NALKLOKI opada avw Twv 18 eTwv.

Ta mawvidia pmopolv va mpoodEpouv pia véa KouAtovpa padnong mio
Kovtd ota evlladepovia tng véag yevidg (Generation Alpha), twv
PndLokwv Bayevwv.

- Prensky, 2001

TL elval n ayvidomnoinon;

«Noauwyvidomoinon lval n XpRon oTolXelwv TToU cuvavTape os Ttalyvidla (game
elements) os mAaiolo ou &€ oxetileTon pLE TO TLALLXVIOLY

- Deterding, Dixon, Khaled & Nacke, 2011



O 2xebLaouoC Tou

“Save Valoria”

Live Action Role Playing Game

Matyvidt POAwv Zwvtavig Apaong




3 AOULKA 2TOLXELO
TwVv Mawvidwyv

POAWV

1. “Actors”

OL alikteg uloBeTOUV Evayv pOAo - XapaKThpa.
'/} 1/}
2. "Rules

OL maikteg akoAouBoUV GUYKEKPLUEVOUC KAVOVEC.

3. “Resources”

OL aikteg £xouv POGPaon OE TNYEG
mAnpodopnong.

Mivakag 1. Evowpdtwon Sopkwy oTolxelwv matyvidiwv poAwv {wvtavng pdaong oto Moodle LMS

Actors {T] (=13 Moodle Tools - Resources
Game Masters Moodle administration settings -

Non Player Characters . i Moodle Quiz & Assignment
Moodle activity completion rules
(Krank, Dren, Haratus)

Moodle: Label, Group choice,
Book, File, Page, URL, Label,
Glossary, Lesson, Quiz,
Journal, Certificate,
Assignment, Crossword, Level
UP, Progress Bar, Users Profile

Player Characters
(Healers, Warriors, Moodle restrict access settings
Rogues)



“Save Valoria”
RPQG
MNAaiolo
Nawyvidomoinon

Implementation of “Save
Valoria” Role Playing Game
in Moodle through

Moodle Moodle
Blocks Activities

' '

« Badges — In Game Scoring System | * Group choice - Role & Avatar Selection
« Progress Bar - In Game Navigation '+ Lesson - Dialogue interaction with Non player

* Level Up!-In Game Scoring System§ cha.racters . .
* User Profile — Character Building | * Assignment, Quiz - Boss Fights

. * Forum, Chat - In Game Communication Tools
|+ Certificate - Final Reward

Moodle
Resources

* Book - Game Manual & Learning Content
. * File, Url - Hint & Tips

e Label - Graphical User Interface —

Ixnua 2. Gamification Framework

s8U1119s SS222e 10141S3J 73 S3|NJ UoI13|dwod AlIAIDE B|POOIA




H YAomoilnon tou

“Save Valoria”

Live Action Role Playing Game

Matyvidt POAwv Zwvtavig Apaong




H AnootoAn - Quest

Me BAon TO YVWOTIKO AVTIKEIPEVO TwV Bewplwv KivATpwv (Motivation - ARCS),
LEpapxnong avlpwrnivwv avaykwv (Needs - Maslow) kal avutonpoodlopLlopov
(Aspects of Self), w¢ oupuetéxovteg oto e-course Save Valoria ot
ekmaldevopevol KaAouvtal va eUmAakoUv o€ pia oslpd SpAcewv yla TNy
EKTTANPWON TNG AOCTOANG TTOU TOUG £XEL avatebel, pe okomod va owBel to vnot

¢ Valoria and tnv katdpa tng apadsiag.
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Ewkova 1. To vnot tng Valoria

SLoEe

gwmy W Alkimio Womswm
e Kwawbwlg&cawbbfmm.d/. :
Uwfoﬂ-wnwlug, a st hay fallen into-tive
sland making learning impossible. Yow
- Ww lwfhbbaokpodofh&rbmwygow

Ewkéva 2. H amootoAn




In Game Graphical User Interface

Navigation menu | sesssnes .

. o~
Progress bar ——
Npadwkd NeppaAiov EpyaleloOnkng — Backpack Toolset o
Level up 3
Ma to ypadiko meptBailov Tou e-course xpnotpomnotBnke to Moodle Resource, ——
Moodle Label ¢ katyla tn Stapdpdwon tng epyaleloBnkng xpnotponotbnkay Latest news .
ta Moodle Tools, = Chat, lh_ Forum, |: Book kat *+, Glossary. I =
e @
User profile

———— Vo i
\ Messages . ORI ——
B oy

/ ) Maywdg kaBpémtng - Magic Mirror (Chat, Swudtio olyxpovng emikowwviag) - —
KoukouBayta - Owl, (Forum - Swpdtio acuyxpovng emtkovwviog) T - m——
HuepoAdyto - Diary, (Eyxeipidio maxvidiov) Repository files /e e

| BiBAio, (TvwoTiko eyxetpidio)

24
L‘_'E Mwooapl - Glossary, (EvvoloAoyiko Ae€LKO BACLKWVY EVVOLWV) "‘)

Ewova 3. Baowka Epyaleia tou Mawvidiov POAwy ““Save Valoria” Ewova 4. Tpadkd meptBarlov e-course “Save Valoria”

SLoEe
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Actors

Ertiloyn Xapaktripa

Ou naikteg eiyav tn duvatotnta va emAééouv PeTall TPLWV XAPAKTHPWVY, TOU
moAeulot) (warrior), tou Oepamneut) (healer) kot tou amatewva (rogue)
XPNOLUOTIOLWVTAG TO EPYAAELO 28 Group Choice

Awapdpdwon Xapaktipo

OL naikteg eiyav tn duvatotnta va eAéyxouv TN Slapopdwon Tou Xopaktipa
TOUG KaBWG KalL TLG LKAVOTNTEC TOU Xpnotuomnolwvtag to User Profile Block.

SLoEe

Ewodva 5. Non Player Characters (Xapaktrpeg Ewova 6. Katnyopieg matktwv (Character

aveu Maiktn) Classes)

- ¥ Message <= Add to your contacts

Ewova 7. MpodiA xpriotn oto Moodle LMS
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SLoEe

Ewkova 9. IKavoTnNTEG MOLKTWV

2

Rules

Z0otnpa Kavovwv

Ol maikteg eiyav tn SuvVATOTNTA VO EVNHEPWVOVTAL YLO TOUC KAVOVEC TOU
naviblol  €xovtag TmpooPacn oOTo  eyxepidlo TOUu  maXVLSLOU
XPNOLLOTIOLWVTAG TO EPYOAELD ﬁ Moodle Book.

H edopupoyn TOU CUOTAMOTOG KOVOVWV TOU Talxvidlol €ywve HE TNV
TIAPOAUETPOTIOINCN TwV puBuicewv eleyxouevng mpooBoaong - Moodle
restrict access settings.

Ikavotnteg MoAgpotn
e.g.
Level 1: Shout
Is the only class that can make questions to the tutor and receive
guidelines.

Power up:
All the abilities can be cast one more time for every Power Up.
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Old Man - My home is the mountains. | am the Mage of the Shadow Mountains and it is | who
can help you with your task. Here is my advice for your spell to work properly.

Shadow Mountains D

Resources - Hints & Tips

E€atopikeupévn Bonbela

O naikteg eiyav t duvatotnta AnYPng BonBelag, n omola ATAV MPOCAPUOCHEVN

ovaAloya HE TNV KaTnyoplo. XopoKTnpa, owpormowvtac ta Moodle -
ResounYces H lVrI]oodIe Unr\f KZL X lSIooc?IFe) F“expn H 6 “You have done a great job so far! Here is some help, to IIMPFOVE your Mindmap, that will
= increase your power and your grade. You may submit an improved Mindmap again.

Ma tnv npoocPaocn ota Hint & Tips xpnowuonotionkav oL pubuioelg eAeyXOUEVNG
npooBaonc - Moodle restrict access settings. ® Nice fo see you again! O

gloce

¢ MG MO Ewkova 10. Hint & TIpS



Confront Dren and save the castl. & Use Educational Scendrio..

Motivation Action

Feedback
king - You saved my castle. rhank you.

Ewkova 11. KukAog 6¢opevong (Engagement Loop)

Hunt the thief

Atternpts allowed: 3
Grading method: Highest grade

Arternpts: 64

Ewova 12. Eukatpieg vikng (Win States)

gloce

= MG RO

Resources - Boss Fights
(Edu-Activities)

Apxnyoi Emunédwv — EKmaldeuTIKEG ApaoTNPLOTNTES

OL paxeg evavtiwv Twv apxnywv kabe emumédou avrtotolyovoav O€
EKTIALOEVUTIKEG SpaoTNPLOTNTEC Kol UAoTIoLOnkav xpnotpomnowwvtag ta Moodle
Activities Moodle Assignment kat v Moodle Quiz.

OL MaKTEC €lyov TNV EVKALPLO VO CULLUETEXOUV OE ELOAYWYLKEC SPACTNPLOTNTEG
(warm-up activities), pue tn duvatdtnta moAAwv npoonaBelwy (attempts), wote
va evioxuBel n automemoibnorn toug avedptnta aAmd TO YVWOTIKO TOUG
eninedo, Ye TN XPNon Twv PubUicEwv OAOKANPWONG TwWV SpAOTNPLOTHTWY
- Moodle activity completion rules.

OL dpaoctnplotnteg oxedlaotnkav pe Baon to tpimtuxo mPOkAnon - dpdon
- avatpododatnon, xpnolponotwvrtag 1o Moodle Recourse, Moodle Label.
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y/ | Huntthethief  (GroupsOnly)

You - Stop where you are and give back what you
have stolen.

Krank - You think you can defeat me? | have the
chest, | have the knowledge! Come on and try!

Kranklost  (Groups Only)

But how did you do it?

Pt | knew it wouldn't work anyway, Haratus is making a misfake, you cannot steal the knowledge.

Go to the school of Knowledge to make yourself a smart person. What will you do know?

You will make
| will collect berries and sell them to the cities.

You will make good coin, bye.

Ewova 13. AtdAoyog petadu xapaktipa aveu naiktn (NPC) kal matktwv

Resources - Interaction between
Non Player Characters & Players

AAANnAenidpaon Noawktwv & NPCs

H oAAnAenibpaon HETAEU TWV TIALKTWV KOl TWV XOPOKTHPWVY AVEU TIALKTN
(Non Player Characters), unmootnpixfnke alonowwvtag to epyaleio Moodle
Activity = Moodle Lesson.
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Eumnelpia Matyvidlov

“Save Valoria”

Live Action Role Playing Game

Mawyvidl POAwvV Zwvtavig Apaong




Ocetkn Enidpaon — Positive Affect Ikavomoinon Matktwv

O mnapayovtag Oetikn emibpaon®*, afloloynBnke omd tOo epyoaleio

To Slookedaoa 16% 48% 31% amnotipnong tng eumelpiag mayvidbtol Game Experience Questionnaire —
GEQ (Poels et al., 2007) xpnotpomnowwvtag to Moodle Activity € | Moodle
Eviwoa KaAd 39 21% 44% 26% Feedback.

Eviwoa xapoUUEeVOg

‘Htav Staokedaotikod

81% ‘Eviwoayv moAU £wg mapa oAU LKOVOTIOLNHEVOL.

Eviwoa LKavoToLnUévVog

0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%

KaBohou mAiyo ®Métpia EToAU M MNdpa moAu

Mpadnua 1. Nocootd emni ToLC % TwV AMAVIACEWY TWV TIALKTWY YLa TOV TTapdyovTa 80(y ‘Htav moAv £wg napa oAU SLaoKeSAOTLKO.
BeTikn enmidpaon NG eumeLpiag maxvidlou 0

*Aslypa: 80 Npomrtuytakol poltnTtég tng Emoting YmoAoylotwy

SLoEe
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Gamification is the process of using Game Thinking and Game
Dynamics to Engage Audiences and Solve Problems.

- Gabe Zichermann
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