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HEPIAHYH

H onuaocio g épegvvag mmydaler amd tOo YEYOVOC OTL 1 EIKOVIKN TPOYLOTIKOTNTO
SLUPAAAEL OTIG TEYVOLOYIKEG e€eMEELC e TOAD YpIyOopouS puBovg TNV ekTtaidevon Kot
o pdéOnon. Mio onUovTIK TOPAUETPOG TNG EKOVIKNG TPOYUATIKOTNTOG €ivor 1
euPvbion. Qotodco, dev Erovpe TOALA EUTEPIKA Oedouéva. OGOV  apopl TNV
moyvidonmoinon kot guPodion. TKomodg TG TOPOVCOS EPELVAG NTOV 1 UEAETN TNG
EIKOVIKNG TPAYUATIKOTNTAS OGOV apopd v euPubdion tov coppetéywv petald evog
TOLYVIOOTOMUEVOL Kol U oy vidomomuévou pabnotaxod mepifdriiovtog. Eikoot Tpelg
TPOTTLYLOKOL POITNTEG cLUUETEIYOY 0TO TEPPAAAOV EIKOVIKNG TPOUYUATIKOTNTOS LE
mayvivonoinon omov meptAdpfave xpdvo Kot Baburovs, evd ot LVITOAOUTOL E1KOGL TPELS
yopic Pabpovg kot ypdvo onAadr pe un maryvidomoinomn. To mepiPdAlov €Kovikmg
TpayRaTikOTNTOG NTav Pacicpévo «Xta yvaplo TV AyyéAwv» Omov Ol YPY|OTEG
Bpiokovtav otnv ekkAncio g AyyeAOKTIOTNG KOl APOPOVGE 1GTOPIKA POLVOLEVA Y10l TO
YNEWOTO TG AYyeAOKTIOTNG. APYIKA, Ol QOITNTES KOAOVUVTOV VO, GOUTANPDOGOLV £vol
doKifo yveoooloykng katavomons. Metd doxipalav v €Qapuoyr] TG EKOVIKNG
TPAYUATIKOTNTOG KOl OTN] GLVEYEW CUUTANPOVOV TO 1010 JOKIHIO YVAOGLOAOYIKNG
Kkatavononc. Katdmv, ev cuvéyelo omavtovcay 6€ 00 EPOTNLATOAOYIO TOV OPOPOVTAUV
v euPodion kot to eovikd mepPariov. 1o éhog deayotav pa pivi cuvévievén. Ta
panotakd k€O TV eortnTdv avéndnkay kol ot 600 cuvinkes. QoTdGO, N TEAK
EMIO00T TOV POITNTAOV GTN GLVONKN TNG TAYYVIdOTOINoNG NTAY YNADTEPT GE GVYKPION LE
NV €MIO00T TOV QPOITNTAOV TOV GUUUETEIYAY GTN GLVONKN TNG KN TOYVIOOTOINoNC.
Eniong, eotidlovtog omv eufvbion, or pourtntég otn cuvOnkn tng moryvidomoinong
EEMEPAGAV MG TTPOG TNV ECTIOCT TNG TPOGOYNG KU TH POT) TOVS POLTNTES GTN GLVONKT TNG
un moayvwwomoinong. H pekétn meprlapupdver eumepikd  oedopéva pe Pdon ta
OTOTEAECUOTO LOG OMOV (QOAVETOL 1)  EUTEPIO TOV QOTNTOV 7OV 0EOTOMGOV TO

TOLYVIOOTOMUEVO TEPIPAALOV NTAV TLO ETIKEPONG A0 TAEVPAS LABNoNG Kot eUPrBiong.

A&Eelg  KAEWOWA:  eKOVIKY  Tpaypotikotta, eupobion, ekmaidevor, pdabnon,

oy vidomoinon.



ABSTRACT

The importance of research stems from the fact that reality is contributing to technological
illustrations at a very rapid pace in education and learning. An important aspect of virtual
reality is immersion. However, we do not have much empirical data regarding literacy
and immersion. The purpose of the present research was to study virtual reality in terms
of participant immersion between a gamified and a non-gamified game. Twenty-three
undergraduate students participated in the virtual reality environment with education
where time and grades were included, while the remaining twenty-three were without
grades and time, with no gamification. The environment of reality was based on "In the
Footsteps of Angels” where the depicted were in the church of Angeloktiti and related to
historical phenomena for the mosaic of Angeloktiti. First, students were asked to
complete an epistemological understanding essay. They then tested the virtual reality app
and then completed the same epistemic comprehension test. Afterward, they answered
two questionnaires about immersion and the virtual environment. In the end, a mini-
interview was conducted. Student learning gains increased in both conditions. However,
the final performance of students in the pedagogy condition was higher compared to the
performance of students who participated in the no-pedagogy condition. Also, focusing
on immersion, students in the education condition outperformed students in the no-
gamification condition on attentional focus and flow. The study includes empirical data
based on our results where it appears that the experience of students utilizing the

pedagogical environment was more beneficial in terms of learning and immersion.
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