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ZT6XO0I TOU HOOAMATOG

O1 Baoikoi 0TOX0I TOU PaBrPATog gival 01 POITNTEG Va:

MTropouv va ougntouv yia TIG BIAPOPES TACEIG OXETIKA PE TA KIVATA TTaIXVidIa.

E€oikeiwBouv ue TN Xpron KIivnTwy CUCKEUWV YIia Jadnaon.

Mapouaialouv dIdQopeS OTPATNYIKES HABNONG WE TN XPON KIVATWY TTAIXVIOIWYV.

Etegnyouv didgopa povréAa avaAuong Kal oXeSIaoHoU TTAIXVISIWY KOl TTAaIYVIWdWY

EUTTEIPILV.

o >xedIACOUV KOl VO KATAYPAPOUV EKTTAIDEUTIKEG EUTTEIPIEG OXETIKEG PE TTAIXVIDIA,
TTEPIYPAPOVTAG TIG OXEDIACTIKEG TOUG APXEG.

e MrropoUv va avacToxaoTouv Kal va e¢nyrjioouv Tn diadikagia oXeOIA0HOU EKTTAIOEUTIKWV.

EUTTEIPILOV KAl TTPOIOVTWV.

MaOnoiakd atroteAéopaTa

Metd TNV oAoKANpwOoN ToU HabrpaTog, ol @oITNTES Ba cival og Béon va:

KaTtavoouv Tn Xprion TwV KIVNTWY CUCKEUWV YIO EKTTAIOEUTIKOUC OKOTTOUG
Katavoouv Tig Bewpieg oxedIO0UOU EKTTAIBEUTIKWYV TTAIXVIOIWV

2Xe0IACOUV eKTTAIBEUTIKEG OPACTNPIOTNTEG EVOWMATWVOVTAG KIVNTEG TEXVOAOYIES

b\

2xedIAfouV eKTTAIBEUTIKEG OPOOTNPIOTNTEG EVOWMATWVOVTAG TraixvidiaNa aglotroiolv 1O
BewpnTikd TOUg UTTORABPO KATA TO OXESIOONO YAWOOIKWY dpacTnPIOTATWY ME XPHRoNn
TEXVOAOYiag.
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Mepiexépevo Tou pabRuaTog

e Eicaywyn otnv Kivnt udbnon Kai ektraideuon

e Eicaywyn ota eKTadeuTIKA TTaIxVidla Kal Bewpieg pabnaong TTou uttooTnpiouv TN XPrion
TWV TTaIXVISIWYV OTN Yabnoiakr diadikagia

e  Ocewpieg HaABNONG (CUNTTEPIPOPIOHOG, OIKOOOMICHAGS, KOIVWVIKOG OIKOBOUIOHAG) Ot oxéon
ME Ta TTaIXVidIa yia yaénon

o MeAETEG TTEPITITWOEWY OXETIKA PE TA KIVNTA TTAIXVidIa (ETTIOTAWN, HOBNUATIKA, KTA.) Kal

KAIVOTOWieG oTn pdobnon.

A&loAdynon d1a@opwyv TTAIXVISIWY KAl KIVATWY TEXVOAOYIWY YIa EKTTAIBEUTIKOUG OKOTTOUG.

2XEOIAOUAG EKTTAIBEUTIKWV TTAIXVISIWV.

2xe0100 UGG Kal avAaTITUEN EKTTAIBEUTIKOU TTPOYPANMATOG KAl KIVATWYV TEXVOAOYIWV.

Xpron KivATwy TEXVOAOYIWV KAl TTAIXVIOIWVY VIa EKTTAIOEUCH SAOKAAWY.

MaOnoiakég SpaoTnPIOTNTEG/DISAKTIKEG HEBODOI

AIGAeEN, AladpaoTikd UAIKO péow Tou O1adikTUoU, BiwuaTiKG epyacTipia, ATOMIKA Kol OPadIKA

epyacia, ATopikiy KaBodriynon, AvAAucn PEAETWYV TTEPITTTWONC, MAPOUTIACEIC GOITNTWV.

MéBodoi1 A§loAdynong

Alapop@wTikr)  afloAdynon — avatpo@oddtnon, ATopik epyacia, Opadiki epyacia
TTapouaiaon, TeAIkN eEETaon.

Atraitoopeva Ai1dakTikd Eyxeipidia kai BifAioypaeia:

TitAog Zuyypa@éag EkdoTik6g Oikog ‘Etog | ISBN
2UVEPYOTIKN
Texvoloyia:
ZUOTAMATA KOl
MovTéAQ ABoupng, N.,
ouvEPYAaTiag yia Kapayiavvidng, X. KAeiddpiOuog. 2009 ggg:?60'461 i
epyacia, yadnon, & Kéung, B
KOIVOTNTEG
TIPOKTIKAG Kal
dnuioupyia yvwaong.
MpoTeivopeva AiIdakTikd Eyxeipidia kai ZuptrAnpwpatikni BifAloypagia:
TitAog Zuyypa@éag EkdoTik6g Oikog | ‘Etog | ISBN

Mobile games to foster | Ardito, C., Buono, P.,
the learning of history at | Costabile, M. F., IEEE 2007 0-7695-2987-9
archaeological sites. (In | Lanzilotti, R., &
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Visual Languages and
Human-Centric
Computing,)

Pederson, T

Interweaving mobile
games with everyday
life. In Proceedings of
the SIGCHI conference
on Human Factors in
computing systems

Bell, M., Chalmers,
M., Barkhuus, L.,
Hall, M., Sherwood,
S., Tennent, P., ... &
Hampshire, A.

ACM

2006

1-59593-372-7

The gopher game: a
social, mobile, locative
game with user
generated content and
peer review. In
Proceedings of the
international conference
on Advances in
computer entertainment
technology

Casey, S., Kirman,
B., & Rowland, D.

ACM

2007

978-1-59593-640-
0

Explore! possibilities
and challenges of
mobile learning. In
Proceedings of the
SIGCHI Conference on
Human Factors in
Computing Systems

Costabile, M. F., De
Angeli, A., Lanzilotti,
R., Ardito, C.,
Buono, P., &
Pederson, T.

ACM.

2008

978-1-60558-011-
1

Gamification: Using
Game Design Elements
in Non-Gaming
Contexts

Detering et al

CHI EA'11 CHI '11
Extended Abstracts
on Human Factors
in Computing
Systems

2011

978-1-4503-0268-
5

Location-Based Mobile
Learning Games:
Motivation for and
Engagement with the
Learning Process.
Mobile Learning
Futures—Sustaining
Quality Research and
Practice in Mobile
Learning,

Laurel Evelyn
Dyson, Wan Ng &
Jennifer Fergusson

The University of
Technology,
Sydney

2016

978-0-9875020-3-
2

Savannah: mobile

Facer, K., Joiner, R.,

Journal of

2004
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gaming and learning?.

Stanton, D., Reid, J.,
Hull, R., & Kirk, D

Computer Assisted
Learning, 20(6),
399-409.

Learning by design:
Games as learning
machines.

Gee, J. P.

Interactive
Educational
Multimedia, (8), 15-
23.

2004

Learning and games.
The ecology of games:
Connecting youth,
games, and learning, 3,
21-40.

Gee, J. P.

2008

Emerging
Technologies
Augmented reality and
language learning:
From Annotated
Vocabulary to place-
based Mobile games

Godwin-Jones, R.

Language Learning
& Technology,
20(3), 9-19.

2016

Geocaching in
Education: A Literature
Review. Online at:
http://cte6010. bgsu.
wikispaces.
net/file/view/HammLiter
ature-ReviewFINAL.
doc.

Hamm, B

Bowling Green
State University

2010

Mobile game-based
learning in secondary
education:
engagement, motivation
and learning in a mobile
city game

Huizenga, J.,
Admiraal, W.,
Akkerman, S., &
Dam, G. T.

Journal of
Computer Assisted
Learning, 25(4),
332-344.

2009

The game, the player,
the world: Looking for a
Heart of Gameness. In
Level Up: Digital
Games Research
Conference
Proceedings, edited by
Marinka Copier and
Joost Raessens, 30-45.

Juul, J.

Utrecht University

2003
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Minds in Play:
Computer Game
Design as a Context for
Children’s Learning.
Hillsdale,

Kafai, Y. B.

Lawrence Erlbaum
Associates

1995

0805815139

Motivational design for
learning and
performance: The
ARCS model approach

Keller, J. M.

Springer.

2010

9781441912497

Augmented learning:
Research and design of
mobile educational
games

Klopfer, E.

Press.

2008

9780262113151

Beyond Play: A New
Approach to Games

Malaby, M. T.

Games and Culture

2007

Making learning fun: A
taxonomy of intrinsic
motivations for learning.
In R. E. Snow & M. J.
Farr (Eds.). Aptitude,
learning and instruction.
Volume 3: Conative and
affective process
analysis. Hillsdale,

Malone, T. W., &
Lepper, M. R.

Lawrence Erlbaum

1987

Literature review in
mobile technologies
and learning
(https://Ira.le.ac.uk/bitstr
eam/2381/8132/4/[08]M
obile_Review[1].pdf)

Naismith, L.,
Sharples, M.,
Vavoula, G., &
Lonsdale, P.

2004

Creating scalable
location-based games:
lessons from
Geocaching

Neustaedter, C.,
Tang, A., & Judge,
T.K

Personal and
Ubiquitous
Computing, 17(2),
335-349.

2013

A User-Centered
Theoretical Framework
for Meaningful
Gamification

Nicholson, S.

Paper Presented at
Games+ Learning
+Society 8.0,
Madison, WI.

2012

Understanding
geocaching practices

O'Hara, K

ACM.

2008

978-1-60558-011-
1
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and motivations. In
Proceedings of the
SIGCHI Conference on
Human Factors in
Computing Systems

Victorian snakes?
Towards a cultural
history of mobile games
and the experience of
movement. Game
Studies, 6(1).
http://gamestudies.org/
0601/articles/parikka_s
uominen

Parikka, J., &
Suominen, J.

2006

The art of game design:
A book of lenses.

Schell, J.

Morgan Kaufmann

2008

0123694965

Big issues in mobile
learning

Sharples, M

Springer
Netherland

2006

9781402098260

Towards a theory of
mobile learning

Sharples, M., Taylor,

J., & Vavoula, G.

Proceedings of
mLearn 2005, 1(1),
1-9.

2005

Games for Learning. In
Entertainment
Computing and Serious
Games (pp. 189-211)

Slussareff, M.,

Braad, E., Wilkinson,

P., & Straat, B.

Springer
International
Publishing.

2016

978-3-319-46152-
6

Designing for learning
or designing for fun?
Setting usability
guidelines for mobile
educational games
Learning with mobile
devices,

Thomas, S., Schott,
G., & Kambouri, M.

2004

Transforming Learning
with Mobile Games:
Learning with mGames.
Blended Learning:
Concepts,
Methodologies, Tools,
and Applications:
Concepts,
Methodologies, Tools,

Villanueva, K., &
Vaidya, J.

2016

9781522507833
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and Applications, 308.

Geocaching, a tool to
support environmental
education!?-An
explorative study.

Zecha, S.

Educational
Research edournal,
1(2), 177-188.

2012

Gamification by design:
Implementing game
mechanics. Sausalito,

Zichermann, G.,
Cunningham, C.

O'Reilly

2011

9781449397678

Location-Based Mobile
Learning Games:
Motivation for and
Engagement with the
Learning Process.
Mobile Learning
Futures—Sustaining
Quality Research and
Practice in Mobile
Learning

Edmonds, R., &
Smith, S.

2016

Atlottoinon Twv
WNQIAKWY TEXVOAOYIWV
ME oTdX0 TN YAbnon o€
XWPOUG TTOAITIoHOU: Wia
KPITIK) Bewpnaon
ETTIAEYHEVWV
TTAPAdEIYUATWV.
Oépata EmoTnuwy Kai
Texvohoyiag otnv
Extraideuon

MavvouToou, N.,
MTtrouvia, A.,
Pouooou, M., &
ABoupng, N.

O¢uarta EmoTtnuwy
Kal TexvoAloyiag
otnv Ektraideuon

2012

Algpedvnon XpAong
Wnoeiakwv Maixvidiwv
atré MabnTég/Tpieg
MpwTtoBdbuIag Kai
Aegutepofabpuiag
ExTraideuon.

KouTtpopavog, I'., &
NikoAotroUAou, K

O¢uarta EmoTtnuwy
Kal TexvoAloyiag
oTnv Ekmaideuon

2011

Avdartugn evog
EKTTAIOEUTIKOU
wn@loakou Traixvidiou
yla eKudonon
KOIVWVIKWYV OEEIOTATWYV
kal Anti-Bullying
OUUTTEPIPOPWV OE
oXoAeia. MNpakTIKA 40U
MaveAAnviou Zuvedpiou

Kupiadig, N., &
Zaxapidg, IM.

ApioToTéAEIO
MavemmoTAuIo
Oeocoalovikng &
MavemoTAuIo
Makedoviag,
Oeooalovikn

2015
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«Evragn twv TME otnv
EKTTQI®EUTIKN
Aladikaoia» NG
EAANVIKAG
EmoTnuovikAg ‘Evwong
TME otnv Extraideuon
(ETTIE)

O avBpwTTog Kal T0
Traixvidl. Homo Ludens.
Metdepaaon, ZTEQavog
Pocldvng, MNepdoipog
AUKIOPOSTTOUAOG.
EmpéAcia
ogipag:MNavayiwtng
KovdUAng, 1n ékdoon

XoulZivyka, I.

MNvwon

1989

960-235-634-0




