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IHEPIAHYH

H mapovoa épgvva eEgtalet Tov poro g moyvidomoinong (gamification) otn Pertioon tov
ddkaciav dayeipiong Epymv, eotidlovtag 6To NOKO, To KivTpa Kot TV TeLpoy®yKOTI T
TV opddmv. [apdti n Bprloypaeio avadetkvietl To 0QEAN TS ToVIOOTOINGNG GTIV
evioyvon ¢ EUTAOKNG KoL TNG 0tGO00NC, TAPUUEVEL TEPLOPIGUEVT] 1) TPUKTIKT EQAPUOYN TNG

0To SYEPIOTES £PYMV GE TPAYUATIKG TEPLPAAAOVTAL.

['a v kKdAoyn avtod Tov Kevov, 1 uehétn mepthopuPdvet v avamtoén kot a&lohdynon evog
TPOTOTVTOV AOYIGUIKOD TOV EVOMUATOVEL fACIKA GTOXELN ToyVIOOTOINGNG, OTWG
UNYOVIGLOVS 0vaTPOPOoddTNONGS, TapaKoAoVONoN TPOHIOL Kot TAPUKIVNTIKES TpokAnoels. H
épevva Paciletarl oe pebodoroyia Epevvag dpdong (action research), n omoio vAoToOnKe
HEGO Ao VO EMAVAANTTIKOVS KUKAOVG YOG HLOD, SOKIUNG Kl avafedpnong Tov

TPOTOTOTTOV.

To, dedopéva GLAAEXOMKAY HEGH NUIBOUNUEVOV GUVEVTEDEEMV KOl TOPATHPNONG YPNOTAOV
Katd T S1dpketo, dokiumv gvypnotioc. H avdivon emikevipdvetot 6Ty eumeipio tov
YPNOTOV, TNV avtiinmi aio Tov gpyaieiov kot 6tov Badud pe tov omoio N Toyvidomoinom

oupuPariel ot PedTioon g EUTAOKNG Kol TNG PONG EPYACTOC.

H peiém otoyevet va cupfdiet TG0 TpakTiKd, LEGH TNG AVATTVENG EVOS AELTOVPYIKOV
TPOTOTVITOV, OGO Kol BE®PN T, TPOGPEPOVTAS EUTELPIKE TEKUNPLOUEVES KOTEVOLVTNPLEG

YPOLLES Y10 TNV EVEOUATMOON TNG TaLXVIO0Toinong ot dlayeipion Epymv.

AéEaic-khewona: Iayvidomoinon, Awyeipion épyov, [lpmtéTumo Aoyiopuikon



ABSTRACT

This research investigates the role of gamification in enhancing project management process
and outcomes, like, human resource morale, motivation, and productivity within project
teams. While existing literature highlights the potential benefits of gamified practices for
engagement and performance, limited attention has been given to how project managers can
practically implement these strategies in real-world settings. To address this gap, the study
incorporates the development of a software prototype designed to support project managers in
applying gamification elements—such as feedback mechanisms, progress tracking, and
motivational challenges—to their teams. The research aims to evaluate how such a software
tool can facilitate the structured integration of gamification into project management
processes and whether it contributes to improved team morale, workflow efficiency, and

project outcomes.
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