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H éyxpion g mruylaxng epyacioc and to Tpuqua Exikowvoviog kot Zmovddv Atadiktiov Tov
Teyxvoroywov Iavemotnuiov Kompov 6ev vmodnA®VEL OTapatT)T®MG Kol 0rodoyn TV

ATOYEMV TOV/TNG GLYYPaPEN €K LEPOLS Tov TunuaToc.



Oa Nfeha va exepdom T eMKpveis pov gvyaplotieg mpog dAoVS OGoVS GLVEBoAaY GtV
0AOKANPMGT TNG TOPOVGAS TTVYLOKNG EPYOCING KO OTNV EMITEVEN T®V 6TOY®V TNG. Oa 0k
WOITEPMOC VO ELYOPIOTNOW® TNV eMPAETOVGH KaONyHTPLa pov, Ap. I6An NikoAdidov, yio tnv
TOALTIUY KalBOOYNOT KOl TNV ETOKOSOUNTIKY OVAOPAOT] TOV TOPELYE KOTA TN SIUPKELD TNG
TPAYLOTOTOINONG VTG TG £pYacioc. Tovg exmaidevticods Kot Toug pLabntég mov cuppeteiyov
OTN UEAETT KOt TOPELY OV TIC TOADTYLES TTANPOPOPIES KOl OVOTPOPOOHTION TTOL ATULTOVVTOV Y10
™V 0AOKANp®o™ NG épgvuvag. Tnv opdda Tov Movaceiov Nepob, mov mapeiye Tnv amapaitnt
ouvepyasio Kot Tn SuvaTdTNTO TPAYUOTOTOINonG TG LeAéTne. Tnv otkoyévela Kot Toug eiAovg
pov mov pe otnpiéav kot Kab' OAn ) didpkeld TV omovd®V pov. TéLog, guyoploTd TO
Teyxvoroykd Ilavemomuo Kompov yi v mopoyn tov omopoithtov mopmv Kol Tnv

VROGTNPIEY TOL KATA TN SLEPKELD AVTNG TNG LEAETNG KOl TOV GTOVOMV LOV.



HEPIAHYH

H mapodoa mruylaxn epyacio eoTidlel 6TV EXIOPACT) TOV YNOLOKOV TOLYVIOIOV 6TV pdonon,
peretovtag v eumepia pontodv nikiog 10-12 etdv oto Movoeio Nepod Agpecod pécm
evog SodpacTikoy Yynelokov matyvidolov. O okomdg g épevvog ivar 1 aglohdynon g
EMOPOONG ALTOV TOV EKTOOEVTIKOD TTOLYVIOOV OTN LAONGT GYETIKA LE TO VEPO, TV HLoONT®OV
A'-21'" Anupotikod, kabmg ko m agloAdynon g evypnotiog tov maryvidwov. H €psvva
Tpaypatoromonke pécsm 31 aTopK®V GUVEVTEVEEMV LE TTOdLA A-XT TAENS amd S SL0POPETIKEG
té&erg Anpotikdv oyoreimv g Kompov mov emoképOniov 1o Movoeio kot émoiéov to
mayviol. Ta amoteléopato TG TOWOTIKNAG ovaAvoNg KatédelEav BTk KOl 1KOVOTOMTIKY
eumepio TV IOV, KaOOG ETioNg KoL TNV amOKTNON YVOGEMV Kol TNV EVEPYN CLUUETOYN
TOVG GTO HOVOEID HEC® TOV Tayviolov. H mieiovomta tov Toadidv oméKTNoe YVAGELS Kot
KOTOVONGE TIC TANPOPOpieg mov mapeiye to matyviol. Ta wodid Nrav o BEon va avayvopicovv
o Opyovo HETPNONG VEPOV, Vo €ENYNOOLV TS AETOVPYIEG TOVG KOU VO AVAPEPOLV
GLYKEKPLUEVES AEMTOUEPELEG IOV EUaBaY HEGH TOV TOYVIOOV, VITOOEIKVDOVTOGS TNV KATAVONoT
TOV TANPOPOPLOV OV TOVG d06ONKav. H mapovoa £pguva avadetkvieL T OTULOVTIKOTNTO TG
YPNONG YNOLOIKDOV TOLYVIOUDY GTNV EKTOUOELON Kot TNV gvioyvon ¢ pabnong. Ta svprjuata
™G £PELVOG TPOCPEPOLV EIGNYNGELS Yo TN PEATIOON TOV EKTOOEVTIKOV TPOKTIKMOV KOL TN

dnpovpyio TEPIGGATEPO SLOOPACTIKMV KOl OMOTEAEGUATIKOV EKTOUOEVTIKOV TEPPAALOVTOV
HEG® TNG YPNONGS TEXVOLOYIOG KO YNPLOKDV EPOPLOYDV.

A&Eerg KAewda: ynolakd Toyvidla, pdnon, povoeio, evypnotio, podntéc.



ABSTRACT

The present thesis focuses on the impact of digital games on learning, examining the experience
of 10-12 -year-old students at the Limassol Water Museum through an interactive digital game.
The research aims to evaluate the effect of this educational game on water-related learning for
students in grades 4 to 6 of primary school, as well as to assess the usability of the game. The
study was conducted through interviews with 31 students from 5 primary school classes in
Cyprus who visited the museum and played the game. The results of the qualitative data analysis
indicated a positive and satisfactory experience for the children, as well as knowledge
acquisition and active engagement in the museum through the game. The majority of the
children gained knowledge and understood the information provided by the game. They were
able to recognize water quality measurement instruments, explain their functions, and mention
specific details they learned through the game, demonstrating comprehension of the provided
information. This research highlights the importance of using digital games in education and
enhancing learning. The findings offer suggestions for improving educational practices and
creating more interactive and effective learning environments through the use of technology

and digital applications.
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