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EYXAPIXTIEX

Ba M0eia va exkppdowm T Pabvtatn evyvopochvny oty emPrénovca pov Ap. EAévn
Kvla, pe v omoia £x® tv T va cuvepyalopot Ta tehevtaio evvéa ypovia. H
apéplon vrootNPIEN, 1 KaBodYNoN TNG KOl 1 ETOIKOSOUNTIKY| KPLTIKN TNG GLVERaAY
KaBop1oTIKG GT1 SPOPP®SN OYL LOVO TNG TOOTNTOG Kot TNG KoTevhuveng avtng g

TP G 0ALG KOt TNG OKAOTLLOAKNG OV TOVTOTNTOG.

Eipot svyvouov otoug/otig pantég/pieg kot ortnTéG/pleg mov GLUUETEIYOY OTNV
£peuva, Yopig Toug/TIc omoiovc/ec n peAétn avtn dev Ba Tav duvaty.

Ba 0o Vo VYAPLOTICM TOVS/TIC GVVASEAPOVS/ICGES KO PIAOVG/EC LOVL TTOV TTaPEL ALY
avektipuntn pondeia ko evBappuvon. I'iavvn, T'dvvn, Avipua, Xprotidva, Evdo&ia ot

KOWVOL [LOG 0Ly DVEG KOl TO TTVEVLLO, GLVEPYAGTOS TAY TTNYN EUTVELGNG KO KIVITPOV.

Téhog, 6TV 01KOYEVELDL KOt TOVG GIAOVG OV, TTOV MTAV L0 GUVEYXNG TNYT VITOCTNPIENG

Kot evhappuvong, sipot Babid evyvoumv.
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HNEPIAHYH

Me Bdom to 6Tt 0Aoéva Kot TeplocdTEPO Bempeitat onuavtikd vo eEETaGTOVY Ot
drdkacieg pabnong 66ov apopd TNV TEYVOLOYIKA dtapesoAafnuévn pdbnon katd Tig
EKTALOEVTIKEG EMOKEYELS, EITE [LE PVOIKN TOPOVGIa EITE EIKOVIKE, GE YDPOLG
TOMTIGUIKNG KANPOVOULAG, LT 1) SIO0KTOPIKT S10Tp1Pr] GTOYXEVEL VO dIEPEVVNOEL
TEPALTEPM EAV 1) EVOOUATWOOT TEXVOAOYIDV EKTETAUEVNG TPOLYLOTIKOTNTOG KO

T VIO0Toinong EmMPeAlet TG WOXOAOYIKES KOl GUUTEPIPOPIKES AALAYEG TV
HovOavOVTOV, Kot KOT' ETEKTOOT TIC YVOOTIKES TOVg dtodikacies. H dtatpiPr vioBetel
TNV TPOGEYYLION TNG OYESOCTIKNG EPELVAG Y10l VO, SLEPEVVNOEL TIG dladikacieg Labnong
o€ GLVONKEG UN TVTIKNG HABNONG, KOTA TN YPNoT SVO ALY VIOOTOMUEVOV HOONCLOKOV
TEPPOALOVTI®V EKTETOUEVTG TTparypaTikOTNTaS. H Tpd épevva e&étace 10 fabud otov
omoio M xpNo” VOGS TALYVISOTOUEVOL TEPIPAALOVTOC ETAVENLEVIC TPOLYUATIKOTTOG
K0T T1) OBPKELN EKTALOEVTIKNG EMIOKEYNG GE £VAL YMDPO TOATIGLUKNG KAPOVOLLAG,
EMNPEOCE TN LoBNGLOKY ET{O00N Kot To. LoBNGloKd Kivitpa podntov/pov Xt 1aéng
Anpotikov. Xe ot cLUUETElYaV 59 pobntéc/piec, ol omoioveg eMOKEQTNKAV VOV
YDOPO TOMTIGHIKNG KANpovouds. Ta dedopéva cuALEYONKaY pHéca amd o Tpo-
TEPALATIKY] LEAETN UIOG ORASOG TPO-OOKIUN G/ HETa-00KIUNG. Ta amoteAéopata Tig
TOGOTIKNG AVAALGONG £€1EAV TMG 1| YPNON TALYVISOTOMUEVOV TEPIPAALOVT®V AN
EMOLENUEVNG TPAYLATIKOTNTAG KOTA T O16PKELDL EKTOLOEVTIKDV EMOKEYEDY GE YDPOVG
TOMTIGUIKNG KANPOVOULAG vioyvoe Ta KivnTpa Kot T pdonon tov padntov/puwyv. H
devTEPT £pEVVO 0KOAOVONGE EVOL TEPAUATIKO GYEOOGHO KOl SIEPELVNTIGTIS SLAPOPES
o podnotokn enidoon kot To Lonclokd Kivitpo QoitnTdV/pudv KT TNV EIKOVIKNI
EMICKEYN OE YMPO TOMTIGLUKNG KANPOVOLLAG LLE TN XPNOT EVOS TALYVIOOTOMUEVOD
TEPPAALOVTOG EIKOVIKNG TPAYUOTIKOTNTOS, GE GUYKPIoTN e Eva TEPIPAALOV EIKOVIKNG
TPOyUHaTIKOTNTOG YWPiG oTotyeln Tatyvidomoinone. To deiypa g épgvvag amotereito
amo 46 gortnTéc/pleg TpLtoPadpag ekmaidevong Kot 1) GVAAOYY dESOUEVDV TEPIAAUPavE
epOTNHOTOAOYLO T 010l 60BN KLY TPV Kal petd v mapépuPacn. Ta aroteréspota
£0e18av OTL 1) EVOOUATOOT TNG ToYVIO0TOINoNG 6€ TEPPALAOVTA EIKOVIKTG
TPOYUATIKOTNTOS UTOPEL VO CUUPEAEL GTNV DENCT] OPIGUEVOV HOBNCLOK®OV TTUYDV
KaOdG ko ot peTafoA TV TapayovT®mV Tov 0dnyobv og vyniotepa kivntpa. Ta
ATOTEAEGUOTO TNG £PEVVAG GLVEICOEPOLY 0T cu{NTNnon Yo TV aglonoinon g

T VIO0ToINoNG 6€ TEPPAAAOVTA EIKOVIKNG TPAYLATIKOTNTAG OC pio Thavn|

TOPAUETPO TOV UTOPEL VO GUVEIGPEPEL BTNV EVIGYLON TOV KIVHTPOV TOV LoONTOV/PLdv,
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Kdvovtag ™ pndonon mo anotedespotiky. To anroteAéopato Kot Tov 000 EPELVMV
00N YNGOV GTNV AVAYVAOPLOT AVOIKTMOV EUTEPIKAOV CNTNUATOV OV 0pOPOLY GTNV
EPAPLLOYT TNG TPOGEYYIONG TNG TOLLYVIOOTOINONG KOl TEXVOAOYIDV EKTETAUEVNS
TPOYUATIKOTNTOGS Y10 LA oM Yo TV ToATIG KT KAnpovoud. H dwatpin
OAOKANPAOVETOL LE TN GLLNTNON TOV TEPLOPIGUMVY TG TAPOVCAG EPEVLVOS KOl TNV
avaPOPd LEALOVTIKADV EPELVNTIK®OV PNUAT®V, OT®G QDT TPOKVTTOVY HEGO OO TNV
épeuva aVTY).

AéEerc khewond: Teyvoroyieg Exterapévng Ipaypatikomrog, Eravénuévn
[paypatikotto, Ewkovikn Hpaypatucotra, Hayyvidonoinon, Mabnon, [ToAttiopxn
Kinpovopid



ABSTRACT

It is increasingly considered important to examine the learning processes in terms of
technologically mediated learning during educational field trips, whether physical or
virtual, to cultural heritage sites. This PhD thesis examined whether the integration of
extended reality technologies (XR) and gamification affects the psychological and
behavioral changes of the students, and by extension their cognitive processes. The
research adopted a design-based research approach to investigate learning processes in
non-formal learning conditions, when using extended reality gamified learning
environments. Through the design-based research approach, two studies were conducted
to address the research questions. The first study examined the extent to which the use
of a gamified Augmented Reality (AR) environment during an educational visit to a
cultural heritage site affected the learning performance and learning motivation of 6th
grade elementary school students. Fifty-nine students participated in this study. The data
corpus consisted of pre-and post-test questionnaires to evaluate students’ motivation and
learning gains. The results show that the use of a gamified AR learning environment
during educational visits to cultural heritage sites enhanced students' motivation and
learning. The second study investigated how the use of a gamified versus a non-
gamified Virtual Reality (VR) learning environment impacted student motivation and
learning outcomes in the context of a virtual visit at a cultural heritage site. For this
purpose, an experimental research design was adopted to analyse the experience of 46
undergraduate university students; 23 of them used a gamified version of the VR
learning environment, while 23 of them used the same VR environment without the
gamification elements. Data were collected using pre and post learning assessments,
motivation questionnaires, as well as individual semi-structured interviews. The results
showed that the integration of gamification in virtual reality environments can
contribute to the increase of certain learning aspects and can impact the factors that lead
to higher motivation levels. The results of the research contribute to the debate on the
use of gamification in virtual reality environments as a possible variable that can
contribute to enhancing students' motivation, thus making learning more effective. The
results of both studies led to the identification of open empirical issues concerning the
application of gamification and extended reality environments for learning at cultural
heritage sites. The PhD thesis concludes with the discussion of the limitations of the

studies and future research directions.
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