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HEPIAHYH

Me Béiom to 6Tt 0A0Eva Ko TEPIEGHTEPO Bempeital onpavTikd va e£TaGTOOV 01
dladkaoieg pdbnong 66ov apopd otV TEYVOLOYIKA dlapeGOAUPNUEVN HABNoN KATA TIg
EKTTOOEVTIKEG EMOCKEYELG, EITE LUE PVOIKN TAPOLGIQ EITE EIKOVIKA, GE YMDPOLVG
TOMTIGUIKTG KANPOVOULAS, OVTN 1) O100KTOPIKY| 01 TP1Pr) GTOYXEVEL VO S1EPEVVIOEL
TEPOLTEP® EAV 1) EVOOUATOGCT TEXVOAOYIDV EKTETAUEVTG TPALYLATIKOTNTOS KO

o V1I00Toinong ennpealel TIg YLYOAOYIKEG KOl GUUTEPLPOPIKES OAAAYES TOV
HovOavOVTOV, Kot Kot' ETEKTAOT TIG YVOOTIKEG TOLG dtadikacies. H dtatpiPn viobetel
TNV TPOGEYYLION TNG OYESIOCTIKNG £PELVAG YO VO, SIEPEVVNOEL TIC dtadikacieg pddnong
6€ GLVONKEG UN TLTIKNG PLABNONGS, KATA TN YPToN SVO ALY VIOOTOMUEVOY LoBNGLOKOY
TePPOALOVTOV eKTETOUEVTG TTpayaTikOTNTOS. H Tpdn épevva e&étace To fabpd otov
omoio 1 ypNomn VOGS TOLYVIOOTOINUEVOD TEPIPAALOVTOG EMOVENEVNG TPOYUOTIKOTNTOG
KOTA TN O10pKELDL EKTOOEVTIKNG EMICKEYNG GE £VAL YMPO TOATIGHKNG KANPOVOLLAG,
emmpéace T padnolokn enidoon kot to padnolokd Kivntpa podntov/piov T’ tédéng
Anpotikov. Xe ot cuppeTelyav 59 podntéc/pieg, ol omoiov/eg emoKEPTKOY VOV
YDPO TOMTIGHUKNG KANpovouldc. Ta dedouéva cLALEYONKaY péoa amd o, Tpo-
TEPOUATIKY] LEAETN LLOG OLASOS TPO-OOKIUNG/ HETa-00KIUNG. Ta amoteAéopata g
TOGOTIKNG AVAAVON G £€1E0V TG 1) YPTOT TOLYVIOOTOMUEV®Y TEPPOALOVTOV LABN oG
EMOVENUEVNG TPAYLLATIKOTNTAG KOTA Tr O1APKELD EKTALOEVTIKMV EMOKEYEMY GE YDPOVG
TOMTICUIKTG KANPOVOULAG evioyvoe Ta kKiviTpa Kot T pdbnon tov pobntov/puov. H
devTePN €pevva akoAoVONGE Eva TEPAUATIKO GYESAGLO Kot SIEPEVVNOE TIG SLUPOPES
o711 ponoakn enidoomn Kot To LodnoloKd Kivitpo QortnTdV/pidv KOTA TV EIKOVIKY
EMICKEYN OE YMPO TOMTIGUKNG KAPOVOLLAG LLE TN (PNOT EVOS TOLYVIOOTOMUEVOD
TEPPAAAOVTOG EIKOVIKNG TPAYUATIKOTNTAS, GE GUYKPIoTN HE £vO TEPIPAALOV EIKOVIKNG
TpayLaTIKOTNTOS YWPic oTotKEla Taryvidomoinong. To detypo g €pguvag amotereito
amo 46 eortntég/pieg TpLtofadtog ekmaidgvong Kot 1) GVAAOYN dedopévev TepAaupave
epOTNUATOAOYLO TOL 0Toia 0G0 KaY TPy Kot petd v mopépupacn. Ta anotedéopota
£0€1Eav OTL 1 EVOOUATOON TNG ToYVIO0TOiNoNG 6€ TEPPAAAOVTO ELKOVIKTG
TPAYLOTIKOTNTOS Uopel Vo GOUPAAEL GTNV AOENCT) OPIGUEVOV HLOONGLOKOV TTVYDV
KoODG Kot 6T HeTaPOAN TV TapaydvTOV Tov 0dNyodv og ymAotepa Kivntpa. Ta
AMOTELECLATO TG EPEVLVOG GLVEICPEPOLY G cv{fTon Yo TV a&lomoinon g

T VI00moiNoNG o€ TEPPAAAOVTA EIKOVIKNG TPAYLOTIKOTNTOG OC (iot Thavn

TOPALETPO TOV UTOPEL VO GLVEIGPEPEL GTNV EVIGYLOT TOV KIVTPOV TOV LoONTOV/pLodv,
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Kévovtag ) nabnon mo arotedeopatiky). To amotedéopata kot Tmv 600 pELVOV
001 YNoaY GTNV OVOYVAOPLOT] OVOIKTAOV EUTEPIKAOV {NTNUATOV TOV dpOpOVY GTNV
EPAPLLOYT TNG TPOGEYYIOTG TNG TOLYVIOOTOINONG KO TEYVOAOYUDY EKTETAUEVNG
TPAYLATIKOTNTOG Yo LdOnomn yio TV ToAMTIGUIKY| KAnpovould. H dwotpin
OAOKANPOVETAL LE TN GLENTNON TOV TEPLOPIGUDY TG TOPOVGAG EPEVLVAG KL THV
AVaPOPH LEALOVTIKAOV EPELVNTIK®V PNUATOV, OTMG AVTH TPOKLITOVY HEGOH A0 THV
Epevva oV TN.

AgEarg kKhewra: Teyvoroyieg Extetapévng [paypatikottog, Eravénpévn
[Mpaypatikénta, Etkovikn [payuatiomra, Hoyvidonoinon, Mabnon, [oAtiopikn
Kinpovopua



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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