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ABSTRACT

This study examines the relationship between the use of gamification elements and user
engagement within a digital journalism environment. In a field where maintaining reader
engagement remains a persistent challenge, the implementation of mechanisms inspired by
digital games—such as avatars, point systems, interactive buttons, leaderboards, chatbots,
and others—presents significant research interest. For the purposes of this research, a
specially designed, non-operational experimental website, News.gr, was developed,
incorporating a wide array of gamification features. Participants (both users and journalists)
were invited to navigate the website and subsequently complete a comprehensive
guestionnaire that assessed both qualitative and quantitative dimensions. The evaluation of
the website was conducted through this questionnaire, which provided a detailed
presentation of all integrated gamification elements, alongside emotional and behavioral
factors contributing to enhanced user engagement. This study is pioneering in its approach,
as no previous research has combined digital journalism with such a targeted application of

gamification elements, while simultaneously documenting their effects through an
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experimental tool. The findings aim to offer practical insights for the design of interactive
journalistic platforms employing gamification strategies, thereby reinforcing strategic

audience engagement efforts.

KEYWORDS: Online Journalism, Gamification, Engagement, Communication

EIZAMQrH
To npoBAnua tng adoaoiwaong otn cvyxpovn Ynolakn dnuocioypadia

Itnv emoxn ¢ mAnbwpag Twv MAnpodoplwy Kat tng dtapkoug Pndlakng diadpaocng, ot
XPNoTeg €xouv otn dLabeon Toug ameplopLloTeg MNYEC evnuépwong. To dadiktuo av kot
EVIOYVEL TNV MPOORACIUOTNTA KAl TNV APECOTNTA OTNV EVNUEPWOT, EXEL SNULOUPYNOEL Eval
neptBaAlov uPnAou avtaywviopoU yla TnV mpocoxn Kot tnv adoaciwan tou kowvou (Koivisto
kat Hamari, 2019). Zto mAaiolo auto, n adooiwon tTwv xpnotwyv kadiotatal kpiolpuog Seiktng
gTPPONG yLa Ti§ Pndlakeg miatdopueg dnuoactoypadikou meplexopévou (Toda et al, 2019).
H mpokAnon yla ta cuyxpova Pndlakd péoa dev ival Hovo n mPocEAKUGN TOU KOWou aAAd
KUPLWCE N Slatripnon Tou Kal N METATPOTN) TNG MaONTIKAG KATAVAAWONG TIEPLEXOUEVOU Kall
eldnoswv oe evepyn ouppetoxn (Xu et al, 2023). H napadoaotakny avtiAnn tou avayvwotn
w¢ madntikol &éktn mMAnpodoplwv €xel MAEov aAAaéel. O onuepwog xpnotng avalnta
SL0OPAOTIKEC EUTELPIEC, TIPOCWTTIOTOLNUEVO TIEPLEXOUEVO Kal SuvatoTtNTA CUPUETOXNC OTO

nieptBaAlov tng evnuépwong (Pimmer et al., 2020).

OEQPHTIKO MAAIzZIO

O opog matyvidonoinon (gamification) avadépetal otn xprion oToLleiwyv TOU TIPOEpPYOoVTaL
arno tov oxedloopo mavibliwy (omwg movrtol, Slakploelg, avtapolBEg, avatars kAm) oe
mAaiola mou 8ev oxetilovtal amapaitnTa pe malyvidla, yla mopAaSelypo 0TOV TOPE TNG
eknaidevong, oTo LAPKETLVYK 1) 0T Snuoctoypadia (O’ Brien et al., 2018). H Aoyikr tiow amno
v navidonoinon Baoiletal otnv evioxuon NG Klwvntomoinong Tou XPRotn, HEOW
HUNXOVIOHWV Ttou Snuloupyouv aiocOnon emniteuéng, mpoodou kal avtapolBng (Hogberg et al.,
2019). H mayvidomnoinon alomolel cupnepldpoplkeg kat YPuxoAoykéG Slepyaoieg mou elval

EYYEVWC OuVvOedepévec He TNV avBpwrivn avaykn yla emiBpdBeucn, CUUHUETOXN Kol

427



40 Etolo ENAnvodwvo Emotnuoviko Suvedplo Epyaotnpiwv Emkowwviag og EAAGSa kat KUmpo

H Emkowvwvia otnv emoxn tng 57¢ Biounyxavikng Emavaotaong

KOLVWVLKN olykpLlon (Schobel et al., 2020). Eldika otov Topéa TnG YndLakng emkowvwviag, n
natyvidonoinon mapouotdletol w¢ TMOANA UTIOOXOUEVO €pyaAeio ylwa tnv av&énong tng
adooilwong Twv XPNoTwy, evioxLovTag TN SLoSPaCTIKOTNTA KO LETATPEMOVTAS TNV EUMELpLa

OVAYVWONG O€ TILO EAKUCTLKA Kl CUMHETOXLKN (Gomez-Garcia et al., 2022).

ZKOTIOG KOl EPEVVNTLKA EPWTHHOTA

H mapoloa peAétn, emixelpel va SLEPEUVNOEL KATA TOCO KOL HE TOLOV TPOTO N
EVOWMUATWON UNXOVIOUWV Ttaxvidomoinong os éva dnuoactoypadikd meptBarlov pmopei va
gvioyuoel tnv adociwon Twv xpnotwv. Méoa amd tov OXeSLOOUO €VOG TELPAUATIKOU
Pnolakov Lototomou eldnoswv (News.gr), o omoiog mepAapBAVEL TIOIKIAQ XOPAKTNPLOTIKA
natyvidonoinong, e€etaletal n aviiAnPn Twv XpnoTwV yLa TNV EUMELpla auTh, KaBwg Kat ot
OUVOLODNUOTLKEC, YVWOTIKEC KAl CUUTEPLPOPLKEG TOUG AVILOPATELC.

Ta epeLVNTIKA EpwTHATA TTOU Ba TEBOUV OTN CUYKEKPLUEVN HEAETN €lval:

e Mow eivat n avtisnPn Twv xpnotwv/dnuocloypddwv OXETIKA ME TNV
OTIOTEAEOUATIKOTNTAL  TwV  otolelwv  mayvidomoinong otnv  NAEKTPOVIKA
dnuooloypadia;

e [MMwg emnpedlel n eVOWHUATWON TWV OTOElwv Talyvidonoinong, OMwc TMIVAKEG
katataéng, molyvibl-otaupore€o KA To eminedo adooiwong Ttwv xpnotwv/
dnuooloypadwv;

e Mol givat n oxéon petaty tng amoAouaong mou BLwvet o xpriotnc/dnuoactoypddog Kat
™¢ poBupiag tou yla emavalapBavouevn aAAnAenidpacn Ue tnv eldnosoypadiki
LOTOOEALSQ;

e Ymapyouv Stadopég otnv avtiAndn twv emayyeApATIWV Snpooloypddwy Kal Twv
XPNOTWV WG Tpoc¢ tnv afloAdynon Twv otolxsiwv natyvidonoinong;

e [owa otoweia mavidbonoinong oxetilovtat pe v adooiwon  TOU
xprnotn/énuociloypadou;

e [lolol mapdayovteg ennpedlouv T Betiki anodoxn Twv otolxelwv matyvibomnoinong

oo TOUG XproTeg/dnuoacioypadouc;
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MNauwyvidonoinon kat adooiwon

H évvola tng adooiwong €xel LEAETNOEL OPKETA ATIO TNV EMLOTNUOVLKA KOWVOTNTA, Ao TV
apxtkn LeAETn tou Kahn to 1900, oxetlOpevn e TO epyaotako meplBailov. Ta tedevtaia
Xpovia He TNV avamtuén tng Yndlakng texvoAoyiag, n €vvola tng adooiwong Twv Xpnotwv
oto Ynolako meplBaliov €xel AaPel Wdlaitepo evdladépov (Zhang et al.,, 2017). Onwg
avadépouv ot O’ Brien kat Toms (2010) n adoociwon Twv XpnoTwv ival pia epnelpio xprotn
HE aloBnTikn, S1adpacTikoTnNTa, avTANITo EAeyX0 N omola EKSNAWVETAL TEPLOCOTEPO WG N
oUVAAAQKTLKA cupneplpopd MEpa Ao TNV ayopd (kowvr xprion mMAnpodopLwy, EMKOWVWVIR
anod oTOpO 0g OTOMA Kol cuvénuioupyia afiag). Kamolol epeuvnTEG €XOUV EO0TLAOEL OTIC
OLOTNTEC XPOTN-CUCTILATOG TTOU TTAPEXOUV Uia CUVOPTIAOTLKN EUMELPLA, N Omola ETMITPEMEL
OTOUC €PEVVNTEC va Sivouv odnyiec yio To MwWE UmopouV va BEATLWOOUV TIG EUTELPIEC TWV
XPNOTWV Kal va SLEUKOAUVOUV TNV 8La oty tnv adociwon Twv xpnotwv (Jacques, 1996 kat
O’ Brien, 2018). Akoun, Tig teAeutaieg dekaeTieg, n €pesuva yla TNV aAAnAemibpaon tou
avBpwrou kat Tou urtoAoyioth (HCI) €xel eoTldoeL oTNV Katavonaon, Tov oxeSlaoud Kat tTnv
HETPNONC TNG 0ldpOCIiwoNG TWV XPNOTWV LE UTIOAOYLOTEG, 0 SLAPOPOUC TOUELG, OMWC glval n
uyela, n ekmaidevon, ta mavidia kat ta péoca evnuépwong (O’ Brien, 2018). O
npoavapepbeioeg Epevvecg £6et€av O0TL N adooiwon Twv xpnotwy e€aptatal os peyaio Badbuo
arno to neptBaiAov (O’ Brien and Cairns, 2015). Etol, kaBe Pnodrako nepBariov €xeL To SIkO
TOU 0UVOAO TeXVOAOYLKWV SuvaTOTATWY TToU AAANAETILOPOUV E TO KIVNTPA TWV XPNOTWV WOTE
Va TIETUXOUV TOV CUYKEKPLUEVO otoyo (O’ Brien kat Cairns, 2016). Znuewwvetal otL to 2018, ot
O’ Brien et al., opilouv TNV adoociwon Twv XpNoTwv we «pia moldTNTa TNG EUMELPLAG XPoTN
mou xapaktnpiletat amd To PABOC TNC YVWOTLKAG, XPOVIKNC, OCUVOLOONUATIKAG KoL
ouuneplpoplkng emévduong evog Spwvto¢ Katd tnv aAAnAemibpoaon pe éva Yndloko
ocvotnua». O Vivek (2009) npoteivel Tpelg SLadopETIKEG SLOOTACELC yla TNV adociwan Twv
XPNOTWV: 0 €vOOUCLAOHUOC, N OUVELONTH OCUUUETOXA Kal N KOowwvikn oAAnAemibpaon.
Yroypappietal, OtL o€ autr) TV KAMOKA, N OUVELSNTI) CUUUETOXN E€lval OUGLAOTIKA N

OVTOVAKAQON TOU YVWOTLKOU oTtolxeiou otnv adociwon twv xpnotwv (Vivek, 2009).

MoAumnAokotnta Kat OswpnTIKEG SLaoTaoeLg TNG matxvidomnoinong
Itnv épeuva mou mpayuatomnoinoav ol Schobel et al (2020), otdxog Atav va yivel pia

HEAETN YUPpW Ao TNV matxvidomoinon, wote va eival o cadrc o 0pog tou gamification ka
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va avaAuBouv ot dladopeg €vvoleg Tou oOxeTilovial PE AUTO €LOIKA OTOV TOMEQ TWV
TIANPOdOPLAKWY CUCTNUATWV. Mo va emteuxbel auTtOg 0 OKOTIOG, Ol EPEUVNTEG AVETTTUEQV
pia Talvopkn Katataén Twv otolxeiwyv mou adopouv oto gamification evw tnv dLa oTLyun
nmpaypatonoinoav cuvevtelEelg amnod el81kol¢ tou kKAadou. MapaAAnla, mapeiyov otolxeia
OXETIKA UE TNV TALlVOUNON Baolopévol oe U0 MPAKTIKEG TTEPUTTWOELG: NpwTov £6€1€av MWG
n Ttafvopkn katdtafn ouvéBoAe otnv avAAUCn TWV UPLOTAPEVWV EVVOLWV Yyl TO
gamification kot SeUtepov TOVICAV WG N TAELVOUNON UIMOPEL va xpnolpomolnBel ywa va
kaBodnynoet to gamification ota mAnpodoplakd cuotriuata (Schobel et al., 2020).

Ta eupnuaTa AQUTAG TNG €PEUVAG, UIopoUlV va Bonbroouv Toug emayyeAHATIEG TOU
kAadou, va emiAéyouv Kkal va cuvdualouv owoTd TIG £VVOLEC Tou gamification ol omoleg
oxetilovtal e TIG 16€eg mou emBupoLv va avarntuéouv (Schobel et al., 2020). Emutpdobeta,
To gamification, opiletal wg n xprion otolxeiwv anod nmayvidla oe kelpeva ov dev oxetilovral
e TNV Puxaywyia €xouv OUWE WG OTOXO va TIAPAKLVAOOUV TOUG XPNOTeC val aAAafouv
ouvnBeleg kal cuunepldpopad (Schdbel et al., 2020). To gamification, €xeL Tepdotio avtiktumo

OTOUG XPNOTEG AOYW TNE paydalog avantuéng Tou oTnv maykKoouLa ayopd TnG MAnpodopLKAG.

H xprion ¥ndrakwv maxvisiwv and ta péoa Hallkng EVNUEPWONG yla T HETAdoon
SnuooloypadLkwv pNVupdTwy

H peAétn twv Gomez-Garcia et al (2022), aoxoAeital pe T HEoA PAlLKN G EVUEPWONC TIOU
Xpnotgomnololv Pndlakd movidio mpokewévou va PeTadwoouv Ta Snuooloypadikd
unvupoata. NMoAlot epeuvnTEG £xOUV OploeL Ta A VISLO ELOACEWVY WG TNV TOUA AVAUECA OTNV
Pnolakn dnupoacioypadio Kot otig HeEAETEC TAVW ota mavidia (Gomez-Garcia et al., 2022).
Qotéoo, AOyw TNG TOAUTIAOKOTNTAC TOU Opou, Oev eival cadég teAkd TL Bewpeital
EVNUEPWTLKO TOXVISL KaL TL OxL (GOmez-Garcia et al., 2022). H cuykeKkpLlpévn LEAETN €XEL oQV
OTOXO0 va SlepeuvnoeL Ta maLxvidla L6 cewv mou xpnoLionolouy ot dnuocloypddol, evw To
EPWINUA OTO omoio BéAelL va amavtiosl auth n €psuva adopd OTO TWE E£lval ta
dnuootloypadikd pnvipata mou mpowbouvtal péca amd T movidla el6noswv Kot
dnuootevovtal amno swdnosoypadikeg otooeAibec (Gdmez-Garcia et al., 2022). H Bswpia mou
xpnowomnoinoav ot Gomez-Garcia et al.,, (2022), otnpixtnke o€ 75 malvidia mou
dnuootevtnkav og 47 Pndrokd MME amnd 17 xwpeg. H peAétn Baociotnke o€ pia moLotikn

TIPOCEYYLON UE €vVaV EPEUVNTIKO Xopaktrpa (Gomez-Garcia et al., 2022). Ta kpltrpla He TA
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omola em\éxOnkav ta mavidlia Atav ta €€nc: a) mayvidla mou Snuoclevovtal OTLS
LotooeAibeg twv MME B) Sev cupmnepAndOnkav ta StadnuLotikad matyvidia y) matyvidia mou
OnuoolelTnKkaV Ot  ayyAlKA, LOTAVIKA, OAAavOIKA 1 TopTtoyaAlkd 1 T1ou Oev
Xpnotpomnotovoav ypamtd kot mpodopkd Aoyo 8) dnuoaoteuBbnkav amd to 2000-2019. 3to
Sdelypa mou avaAubnke emiong, mpoékuPe OTL umnpxav Toalvidla €6noewv Tou
oxedlaotnkav yla tn petadoon evog pnvupatog yvwunes. Ta 10 amo ta 75 mawyvidia mou
avaAuBnkav xapaktnpiotnkav wg yeholoypadieg. Mpokeltal yla Kwvolueva oxedla mou
XPNOolomoloUvVTal yla Ta Toyvidla €6noswv Kal adopoUv O TOALTIKA TPOCWIA.
ZNUELWVETAL OTL TOL ATIOTEAECUATA TNG EpEuvag ESeL€av OTL apkeTtd MME €xouv uloBeTrosL Ta
rayvidla el6noewv ylo va HeETadEPOUV EVNUEPWTIKA pnvUpata optAieg kat anoelc. Eto, o
o SnUodAig TUOC MAXVISLOU ATOV TO EPUNVEUTIKO PETOPTAL, TOo omolo UETESLIOE O
gUKoAa To Snuocloypadko pnvupa. NapaAAnia, afilel va avadpepBel otL MoAAG and ta
EPUNVEUTIKA pemopTAl ou avaAuBnkav otnv £épsuva twv Gomez-Garcia et al (2022), ivatl
OUOCLAOTIKA TtaLXvidla Baoclopéva oto Keipevo KATL mou oAAEC dopég odnyel og katdxpnon
TWV MANPOPOPLWV KELLEVOU KaL OL SUVATOTNTEC TWV TALKTWV Elval TEPLOPLOUEVEC. QOTOCO0, O
OUYKEKPLUEVOC TUTIOG TWV TaXVIS LWV Sev xpelaletal évav damavnpo oxedlaouo, eivat amiog
KOL KOVIA OTO TIEPLEXOUEVO TIOU £XOUV OuvnBloEL OL XPrOTEC. ITN OUYKEKPLUEVN HEAETN
avaAUBNKav aKOWN EVNUEPWTLKA TTOLXVIOLO WG AVTIKELUEVIKA peMOPTAL. AUTH N HEAETN OTIWG
avadépouv ol Gdmez-Garcia et al (2022), katdadepe va tpoodlopioet ta rayvidia elérioewv
WG EL6NOEOYPAPLKEG ELONTELG PE TN HopdN TNC evioxuong Twv ednoswy, TN¢ dwrtoypadiag
kal tou Bivteo. Z0udwva pe tov Burtons 6mwg tovilouv ot GOmez-Garcia et al. (2022), avta
T Tpla £idn Seixvouv OTL Tt malyvidia edAoswv €ival CNUOVTIKA ylo TNV Katovonon
UTTOKELUEVIKWVY {NTNUATWV A TNV ene€nynon tng Asttoupyiag dtadikaoclwv i cuotnuatwy. H
HEAETN auTr KOTESELEE OTL MO VISLO OTPATNYLKAC N ATAEG TTPOCOUOLWOELG XPNOLUOTIoLoUVTaL
yla va TTAQLOLWVOUV TIG EL6NOELG KOl UmopoUV va avtamokplBolv otnv Tmieon tou Xpovou
(Gémez-Garcia et al., 2022). ‘Eva amod ta MO CNUAVTLKA KOUUATLO QUTHE TNS EPEUVOG NTAV O
PoodLOPLOUOG evog delypatog wg malyvidla €6noewv yvwpNg, evw oL Tilo TPOodATEG
HEAETEG yla Ta VEa malyvidlia ¢aivetal va emléyouv ta Selypata toug He Baon tnv

EVNUEPWTLKI KoL EpUNVeUTIKA PpUoN Toug (GOmez-Garcia et al., 2022).
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MEOOAOAOTIA

H epeuvnTiky OTPATNYLK OXETI(ETOL UE TNV TIOCOTLKA EUTELPLKN) TIPOCEYYLON HEOW

Telpapatikol oxedlacpuou. H peBodoloyikny dour) emAEXONKe pe OTOXO TNV €vioxuon tng

EYKUPOTNTOG TWV cupmnepacpdtwy (Diamantopoulos et al., 2023).

H moootikn pacn enétpee TNV EUMELPLKNA EMKUPWON KOL TN OTATLOTIKY Slepelivnon Twv

oX€0ewvV PeTafl Twv petapAntwy. Etol, avamtixdnke éva Pndlakd mpwtotumo neplBaAlov

eldnoeoypadLkol LoToTonou He Titho News.gr, To omoio oxeSLAOTNKE LECW TOU gpyaleiou

Figma (uwa ouvepyatiky Stadiktuakny edpappoyn ywo oxedlaoud diemadwv). IKOmog Tou

oXeSL0oMOU ATAV N EVOWUATWON TARPOUG GACHATOG UNXAVIOUWYV Tatyvidomnoinong, Hetay

TwV omolwv:

JUOTNUO OUYKEVIPWONG TIOVIWV KOl OVTOMOLBWY YlO OUYKEKPLUEVEG EVEPYELEC
(avayvwaon apBpwv, oxoAlaopog kAn) (Toda et al., 2019 and Razali et al., 2020)
Ontikomolnpéva Leaderboards yla evioxuon tou avtaywviotikol otolxeiou (Mekler,
2013)

MNpoowmnomnotlnuéva Avatars xpnotwv (Razali et al., 2020)

ZTaupOAEe€o BACLOUEVO OTLG ONUAVTLKOTEPEC €N OELG TNG NUEPAC (Toda et al., 2019)
Ekmatdeutiko epyaleio evromniopol Peudwv edrioewv (Pimmer et al., 2020)

Chatbot untootrping avalntnong ewdnoswv (Toda et al., 2019)

Mnyxaviopoug emiBpaBeuong npoddou kat cuppetoxn (Toda et al., 2019)

Kouprmd aflohoynong “Mou  apéost/Ase pou oapgosl” kat “AmoBnkeupéva
apBpa’’(Osipov et al., 2015)

Ayopd movtwy (Hogberg et al., 2019)

Forum xpnotwv (Darejeh et al., 2016)

KAlpako GAMEX (Eppmann et al., 2018)

Epwtnoelg adpooiwong xpnotwv (Brockmyer et al., 2009)

Epwtnoslc yia tnv andAavon (Mullen et al., 2011)

Epwtnoelg yia tnv mpoonAwon (Lowry et al., 2013)

Epwtnoslc yla tnv otaon anévavtl oto News.gr (Keller et al., 2003 and Aylesworth,
1998)

Epwtnoelg yia tn dtaBeon enavemniokePng tng LotooeAidag (MacKenzie et al., 2011)

Epwtnoslc yia tn Stabeon dtadoong amo otopa os otopa (Homburg et al., 2015)
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O oXeSLO0UOG TOU MPWTOTUTIOU SLATAPNOE TNV LooppoTia HETAEY TNG SNUOCLOYPADLKAG
coBapotntag kat Stadpaotikdtntag, Stacdaiilovrag Tnv eykupoTnTa TOU Snuocloypadlkol
nieplexopévou (Xu et al., 2023). Akopn, to epBANNOV TTAPEUELVE EVEPYO YLA SLACTNHA TPLWV
UNvwy, mapéxovtag tn duvatotnta cuvexoug aAANAENiSpaoNG OTOUG XPrOTEC KL EMOPKEG

XPOVLKO VP0G yla TNV Kataypadr dedopévwvy.

ZuAAoyr) MOCOTIKWYV deSoUEVWV
H ouMoy twv mnoootikwv O&edopévwy mpaypatonodnke péow Sladlktuakou
€pwTnUatoloyiou Tou BacioTtnKe O€ MPOCAPUOCUEVA KAl OTOOULOUEVA LOVTEAX HETPNONG
NG eUMelplag xprotn kat tng adooiwong (Koivisto and Hamari, 2019). To epwtnuatoAoylo
aneotAaAn o U0 OpASEG CUUUETEXOVIWV:
e 150 enayyeApatieg Snuoactoypadoug
e 300 xpnoteg Stadiktuou
H dewypatoAnyia mpaypatonotnbnke péow SetypatoAniog eukoAiag, AOyw TnG avAyKng
AUEDNG KaL EVKOANG PpooBaong o€ Slabéoiueg opadec-otoxoug (Koivisto and Hamari, 2019).
Mpwv ™ padikn Sldxuon Tou epwtnUatoAoyiou Tpaypatonol}Onke TAOTIKN €épeuva OE €va
Selypa 20 atopwv ywa tnv afloAdynon tng cadnvelag TwWV EPWTHCEWV KAl TNG TEXVLIKNAG
opTLOTNTAC TOU ePLBAAAovVTOC.
ZTaTLoTIKN avaluon dedopévwy
H otatiotikn enefepyacio Twv dedopévwy SLe€nxdn Ke tn Xprion Twv AOYLOULKWV:
e Jamovi version 2.6.26

e |BM SPSS Statistics version 25

ANOTEAEZMATA

H mapolUoa HeAETN KATASEIKVUEL, HECO OO OUYKPLTIK avaAlucon SUo Slakpltwy
mAnBuoplokwy opadwy, xpnotwv Kat dnuocloypddwv OTL T oTolxela mayvidomoinong
€VIOXUOUV OUCLOOTIKA TNV aAAnAemibpaon, TNV EUMELplal XpONG KAL T OTACN ATEVAVTL OTN
dnuooloypadiky otooeAida. To amOTEAECHATA QMOKAAUTITOUV OTOTIOTIKA ONUOVTLIKEC
OETIKEG OCUOXETIOEL OVALEDA OE CUYKEKPLUEVOUG UNXAVLOMOUG Ttatyvibomoinong (0mwg n
ouA\oyn moviwy, n emPBpapevon, to like/dislike kat to saved button) kat kpiolueg petaBANTEC

OMw¢ N amoAauaon, n mpocBeon enavemniokePng, N otdon anévavit oto brand kat n Stadoon
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amno otopa o otopa (word of mouth). MNa toug dnpocloypddoug, mapoTL Ol CUCKETIOELG Eival
YEVLKA OTOTLOTLKA ONUOVTIKEG, N EVTOON TNG CUCXETLONG ME LETOPANTEC OTwG N “amoAauon”
N n “nponAwon” eudaviletal mo PETPLA, KATL TOU €VOEXOUEVWE UTIOSEIKVUEL pia TILO
ETMAYYEALATIKN 1 EpYOAELaKN) TIpoogyylon (instrumental approach) tou matyvidomnoinpévou
neptBarlovtog. Mapoha autd, n Oetiky otdon amévavtt oto brand (News.gr) kat n
oVayvWwELoN TNG AETOUPYLIKOTNTAC TWV OToLXElwv Ttatyvidomoinong mapauévouv epudavelc.
Juvoilovtag n peAéTn auth emBePalwvel Tn otpatnyilkn afla tng matyvidomnoinong wg
gepyaleiouv evioyuong tng eumelpiog xpriotn o mAatpopues Pndlakng dnuootoypadiac. H
Sladopomnoinon avapeoa oe xpnoteg kat dnuootoypadoug, kKablotd cadEg OtTL amalteitot

guBbuypapuLon Tou oxeSLAOUOU HE TIC AVAYKEC KOl Ta Kivntpa Kabe opadac.

Mivakag 1. Anpooioypdadot: MpoonAwaon kot otolyeia matyvidomnoinong

Gamification Element Spearman's rho p-value
Chatbot 0.026 0.75

Avatar 0.035 0.671
EruBpdapevon 0.227 0.005
Ayopad névtwv 0.183 0.025
Mouyvidi-otavpoAe§o 0.02 0.806
Explore Fake News 0.31 0.001
Saved Button 0.122 0.137

Mou apéoet/Ae pou apéoet 0.096 0.241
ZuMoyn néviwv 0.168 0.04
NMivakag katdra§ng 0.025 0.758
Forum xpnotwv 0.16 0.05
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Mivakag 2. Anupocloypadol: MetafAntég mpoPAedng eumelpiag maxvidlol, eunelpia

nayvidloL, Puxoloyikol ko cupTepLdOpLKOL TAPAYOVTIEC OE OXEON HE TNV adoaciwon

ANOVA - GAMEFUL EXPE

Mean
Sum of Squares df F p
Square
ONLINE USER 58.5 44 1.328 3.51 <.001
Residuals 39.7 0.378

105

Assumption Checks

Homogeneity of Variances Test (Levene's)

F df1 df2 D

14.6 44 105 <.001

One-Way ANOVA

One-Way ANOVA (Welch's)

F dft  df2 P

GAMEFUL EXPE
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Assumption Checks

Normality Test (Shapiro-Wilk)

w P

GAMEFUL EXPE

Note. A low p-value suggests a violation of the assumption of normality

Normality Test (Shapiro-Wilk)

Statistic p

0.687 <.001

One-Way ANOVA (Non-parametric)

Kruskal-Wallis
X2 df p
GAMEFUL EXPE 81.8 44 <.001
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ANOVA

ANOVA - GAMEFUL EXPE

Sum of Squares  df Mean Square F p
ONLINE USER 58.5 44 1.328 3.51 <.001
Residuals 39.7 105 0.378

Assumption Checks

Homogeneity of Variances Test (Levene's)

F df1 df2 D

14.6 44 105 <.001

Normality Test (Shapiro-Wilk)

Statistic p

0.687 <.001

One-Way ANOVA (Non-parametric)

Kruskal-Wallis
X2 df p
GAMEFUL EXPE 81.8 44 <.001

One-Way ANOVA (Non-parametric)

437



40 Etolo ENAnvodwvo Emotnuoviko Suvedplo Epyaotnpiwv Emkowwviag og EAAGSa kat KUmpo

H Emkowvwvia otnv emoxn tng 57¢ Biounyxavikng Emavaotaong

Kruskal-Wallis
X2 df p
ONLINE USER ENGA 149 44 <.001

One-Way ANOVA (Non-parametric)

Kruskal-Wallis
X2 df p
GAMEFUL EXP PSYCH 125 44 <.001

One-Way ANOVA (Non-parametric)

Kruskal-Wallis
X df p
GAMEFUL EXP PSYCH 125 44 <.001
ONLINE USER ENGA 149 44 <.001

Mivakag 3. Xprioteg: MNpoonAwon kat otoxeia avidomnoinong

Itolxelo Mawyvidomoinong Spearman's p-
rho value

Chatbot -0.105 0.069

Avatar -0.085 0.14
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EmuBpapevon -0.089 0.124
Ayopad moviwv -0.146 0.012
MNawyvidl-otaupoAeo -0.104 0.072
Explore Fake News -0.05 0.387
'Saved' Button -0.1 0.083
'Mou  apéoel/Ae  pou| -0.116 0.045
apéoel'

JuAAoyn ToOvVTwv -0.096 0.098
Mivakag katataéng -0.046 0.432
Forum xpnotwv 0.041 0.48

Mivakac 4. Xprioteg: MetafAntég mpoBAeng epmetpiag matyvidlou, epnelpia matyvidlou,

PuxoAloyikol kat cupmepldopLKOL TTAPAYOVIECG OE OXEON HE TNV adoaciwaon

Descriptives

GAME EXPE GAME PSYCH ONLINE
N 300 300 300
Missing 0 0 0
Mean 4.34 3.24
Median 5.00 3.05
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Descriptives

GAME EXPE GAME PSYCH ONLINE

Standard deviation 1.05 0.844
Minimum 1.00 1.00
Maximum 5.00 5.00

Shapiro-Wilk W 0.687 0.918
Shapiro-Wilk p <.001 <.001

One-Way ANOVA (Non-parametric)

Kruskal-Wallis
X2 df p
GAME EXPE 175 53 <.001
GAME PSYCH 219 53 <.001

2YMMNEPAZMATA-MPOTAZEIZ

H mapouoa peA£Tn, eivat mpwtotumn kabwg dev €xel Eava yivel €peuva mou va adopd ta

otolela mawyvidomnoinong, Tig eldnosoypadkeg LoTooeAdeG KAl TNV adooiwaon TwV XpnoTwv.

Qotooo, Baociotnke pebodoAoyikd otnv épeuva twv Eppmann, Bekk kat Klein (2018) n omnoia

£xeL titho “ Gameful experience in gamification: Construction and validation of a gameful

experience scale [GAMEX]”. H épeuva emPefatwvel Kot EMEKTEIVEL TA BACIKA EUPAATA TNG

epyaocioag twv Eppmann, Bekk kat Klein (2018) yia tnv kAipaka GAMEX. Etol, Onwg KoL otnv
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apxLK HeAETN, Swamotwbnke OTL n eunelpia matyvidomnoinong oxetiletal Oetikd e
ouuneplPoplkd amoteAéopata Onwe n mpobeon emaveniokePng, n OTACNH ATEVAVIL OTO
brand kat n mpdBeon dtadoong amnod otopa o oo, QOTOCO, N MApoUCa EPEVUVA TIPOOHEPEL
Ul TIpooEyylon Tmou  elvat mo edapuoolun, e€etalovioG OUYKEKPLUEVA OTOLXELD
nalyvidomnoinong (0mwg movrtol, koupmnid aAAnAemnidpaong, mivakeg katataéng, saved button)
kat ofloloywvtag tnv emnidpaocn Toug Eexwplotd TOOO O XPNOTEC OCO KAl OfF
dnuooloypadouc. e avtiBeon Le TNV evomolnuévn HéEtpnon tou GAMEX, ta euprpata tng
napovoag HEAETNC katadelkvuouv Sladopomolnpevn AMOTEAECUATIKOTNTA OVA OTOLXELO
nalyvidomnoinong, evw mapdAAnAa amodelkvueTal OtL n PuXoAoyLlK Kol CUUTIEPLPOPLKN
eunelpia mayvidonoinong evioxvetal avaloya Pe tov Babuo tng online epumAokng. EmumAéoy,
n dtadopomnoinong peTall Twv SU0 OUASWY CUUUETEXOVIWV OVASEIKVUEL OTL OL XPrOTEC
Bwwvouv TO €viova Ta amoteAéopata Tng malxvidomoinong o€ oUYKPLONn HE TOUG
dnuooloypadoug, ol omoiol ¢aivetal va mpooeyyilouv TNV MAATGOPUA TIEPLOCOTEPO WG
epyaleio. 2ZUVOAIKA, n Tapouca UeAETN emaAnBevel T Bewpnukny  afla NG
nayvidomolnpuévng eumelpiag onwe opiletal oto GAMEX, oaAAG mapAdAAnAa UOSELKVUEL TIG
VEEC POKANCELG OTOV TopEA TwV eldnosoypadikwy otooeAibwy Kal tng malxvidonoinong.
MeA\oVTIKA, OTOXOoC €lval n €peuva vo OUVEXLOTEL Kol va emektabel mpog Siadopeg
KaTEUOUVOELS.  ZUYKeEKPLUEVA, Oa umopovocav va  avarmtuxBolv  €EATOULKEUMEVEG
TALXVIOOTIOLN UEVEG EUTIELPLEC PE TNV aflomolnon TNG TEXVNTNC vonoouvng, UE TNV Slevpuvon
Tou poAou Tng malxvidomnoinong otnv aflomiotia kat otnv avtiAndn TG AVILKELLEVLKOTNTOG
Twv ednoswv, kKabwg kat otnv efftaon Twv NOwv Kal SeovioAoylkwv opiwv TNg
nayvidonoinong otn Snuoocloypadia HECA Ao TNV EVOWUATWON EKMTOLOEUTIKWV TIOULXVLOLWV
Kal epwtnoewv afloAdynong. MapdAAnAa, blaitepn onuoocio amoktd n evioxuon tng
eknaidevong TOU Kool og Intipata  TapanmAnpodopnonc, WOTE oL  pnxaviopol
nayvidonoinong va Aeltoupyouv OxL HOVO WG UEoA evioxuong tng EUMAOKAG, adooiwaong
oANG KoL WG epyaAeia TTOU KAAALEPYOUV TNV KPLTIKN OKEPN KAl EVOUVAUWVOUV TNV UpuBuN

AeLToupyla TNG evnUEPWONG.
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