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EuxapioTieg

Oa nbeAa va suxapiornow tnv raipeia Cambo Agency yia Tn ouvepyaoia Kai
TNV mapaxwpenaon UAIKoU yia 1n UEAETN Tou case study, yia tnv mapouod
EPEUVNTIKN Epyaaia.

Emiong, 6a nbsAa va suxapiotnow 1ov Ko KaAoyepd yia tnv kaBodriynon Kai
TIC OUUPBOUAEC yia Thv EKTTOVNON TNS SITTAWUATIKNG UOU EPYATiac.

TéAog, Ba nbeAa va euxapiotiow Tov auluyo pou 1Tou Bpiokeral SITTAd ou o€
KABe Lou eyxeipnua, KaBwg Kai TNV OIKOYEVEIQ UOU yia TN OTHpIéN TTOU UOU
TPOCEPEPQAV KaB’ 6An 1n OIGPKEIA TOU UETATTTUXIAKOU TTPOYPAULATOG.
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MepiAnyn

To Traixvidl gival cuvu@aouévo Pe TNV avBpwTTivn @UOoN, LeTTeEpVA Ta OpIa TNG
TTaIBIKAG NAIKIAG Kal gival TTapdv akdpa Kal otnv eviAikn (wr Hog. H eicaywyn
OTOIXEIWV TTAIXVIOIWYV O& KABNUEPIVEG BPAOTNPIOTATEG, MTTOPEI VA TIG KAVEI TTIO
EVOIAPEPOUOEG, KAVOVTAG TNV OAOKARPWON TOUG TTIO OIACKEDAOTIKN). ETTITTALOV,
N TEXVOAOYia DIEUKOAUVEI TNV EVOWUATWON TWV OTOIXEIWV TTAIXVIOIWY O€ ATTAEG
0paoTNPIOTNTEG, DIVOVTAG TOUG £vav TTAIXVIOOTTOINUEVO XAPAKTAPA, OIKEIO KAl
€EAKUOTIKO TTPOG TO XPOTN.

Q¢ ouvémela TNG Onuioupyiag piag dladikaoiag Trou Kevrpidel To
eVOIA@EPOV TOU XPNAOTN, MTTOPEI va EVTOTTIOTEI TTIO €viovn €mMBuuia yia
OUMPHETOXNA Kal augnuévn O1a6son emavaAnwng oAOKARpwong TETOIOU €idOUG
OpaCTNPIOTATWV.

H agomoinon 1ng Tmapamdavw utréBeong otn digital marketing
OTPATNYIKA TWV ETTIXEIPACEWY, TTPOMNVUEl OTI N €l0aywyn TTAIXVIOOTTOINUEVWV
eQapuoywyv Ba gvioxuoel To engagement Kai 1o loyalty Twv KatavaAwTtwy, Adyw
TNG €UXAPIOTNG KOl OIKEIOG OpaoTNPIOTNTOG TIOU  €VTACOCETAI KATA TNV
ayopaoTikA diadikaaia.

Quoikd, uttdpyxouv TToAAOI TTaPAYoVTEG TTOU €TTNPEAGCOUV TNV atTédoaon
Twv gamified e@apuoywv o1 OTToiEC agloTToIoUVTAl OTN OTPATNYIKA TG EKACTOTE
ETTIXEIPNONG AIAVIKOU €UTTOPIOU, WOTOOO TO BACIKO EPWTNUA TTAPAMEVEI TO ECAG:
Mwg utropei To gamification va emnpedoel To engagement kal loyalty Tou

KaTavaAwTIKoU KoIvou;

Nééeic-kAeidia:  gamification, engagement, loyalty, digital marketing,

ETTIXEIPAOEIS AIAVIKOU EUTTOPIOU



Title

The implementation of gamification in the digital marketing strategy of
companies in Greece and its connection with the engagement and loyalty of the
consumers.

Abstract

Games are intertwined with the human nature and transcend the boundaries of
childhood, into our adult life. Introducing game elements into everyday activities
can make the latter more interesting and fun to complete. In addition,
technology facilitates the integration of game elements into simple activities,
giving them a playful character that is familiar and appealing to the user.

As a result of creating a process that stimulates the user’s interest, a
stronger desire to participate and an increased willingness to repeat the
completion of such activities can be identified.

Utilizing the above hypothesis in the digital marketing strategy of
companies, predicts that the introduction of gaming applications will enhance
the engagement and loyalty of consumers, due to the pleasant and familiar
activity that is part of the purchasing process.

Of course, there are plenty of factors that affect the performance of
gamified applications that are utilized in the strategy of each retail business, but
the key question remains: How does gamification affect the engagement and

loyalty of the consumers?

Keywords: gamification, engagement, loyalty, digital marketing, Greek

companies



KEDAAAIO 1: Eicaywyn

1.1 Napouciaon MpoBAnpaTIKAg

To Trauyvidl atroTeAei avaTtOOTTAOTO PEPOG TNG (WG TWV avOpWTTWV Kal N
evaoyxoAnon pe Traixvidla dgv TrepIOpiCeTal KATA T OIAPKEIA TNG TTAIBIKNG
NAIKIOG. ZToIXEia TTAIXVIOIWY PTTOPOUV VA EQAPPOOTOUV OE TTOANEG EKPAVOEIG
TNG KABNUEPIVOTNTAG TWV AVEPWTTWY, KAVOVTAG TNV TTIO £VOIAQEPOUOA.

H texvoAoyia e€eAicoeTal dlapKwg, KAVOVTAG EQIKTI TNV OAOKARpwon TOU
MEYAAUTEPOU PEPOUG TWV KABNUEPIVWV dPACTNPIOTHTWYV EVOG avOpWITTOU PECW
MIag €Eutrvng ouokeung. Or eTaipeieg, AOITTOV, UTTOPOUV va £pB0UV O€ ETTAQN PE
TO KOIVO TOUG MECW OIAQOPWY EQAPHOYWY, ETTITPETTOVIAG TOUG  vd
TTPAYHATOTTOINCOUV AYyOPES KAl CUVOAAQYEG, VA ETTIKOIVWVIOOUV AUETO PE AUTH
Kal va aviaAAGgouv atmoelg Kal OToIXEia PJE GAAOUG KATAVOAWTEG, PE TNV
EUKOAIO TTOU TOUG TTOPEXEl TO KIVATO i O utTtoAoyioTr Toug (Lamberton &
Stephen, 2016). I1diaitepa KATOTTIV TNG TTAVONUiag Tou Covid-19 TTou £€Qepe OTO
TIPOOKAVIO TIG online ayop€g, ol KAaTavaAwTEéG oTpEPOVTal OTO BIAdIKTUO yIa TNV
KAAUWN TWV KaBNUEPIVWV ayopaoTIKWV Toug avaykwy (Pour et al., 2021).

MNa va utrop€oouv va £Xouv Tn JeyaAuTepn duvartr aTTiXnon, Ol ETAIPEIES
ouxvd TrpooTraBouv y€éow Tou gamification va kGvouv Tn d1Adpacn PE TO KOIVO
TOUG TTIO evdIapépouaa Kal dlaokedaoTIKA. Q¢ gamification opileTal n epapuoyn
MNXaVIOPWY TTaixviOlou Kal n oAokApwan dpacTtnploTATwy ae TTePIBAAAOV
ekTOG TTaIxvIdiou (Deterding et al., 2011). H epappoyry Tou O€ ETTIXEIPAOEIG
AlavikoU euTTOpiou MTTOPEl va €xel TN Pop@nry e€mMPBPABEUCEWY TTPOG TOUG
KATAVOAWTEG HEOA ATTO TN CUPMETOXI TOUG O€ ONYOAETTTA TTaXVvidia, e TEAIKO

OTOXO EKTITWOEIG, KOUTTOVIO K.O., €VW Ol ETIXEIPNOEIG HTTOPOUV VA
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OUYKEVTPWOOUV OTOIXEIA ] XPHOIMES BIGDOUG ETTIKOIVWVIOG UE TO KOIVO TOU (TT.X.
atroktnon email list, va uadBouv 10 content TTou Toug apéael va BAETTOUV K.a..).

Méow Tou gamification o1 €TTIXEIPAOCEIG TTOPOUV va £pOoUV O€ ETTAPNA YE
TO KATAVOAWTIKO KOIVO TOUG Kal va augoouv Tn JETAu Toug diadpaon. Ol
gamified epappoyEg divouv TNV EUKAIPIa OTIG ETTIXEIPIOEIG VA TTPOCEYYIOOUV TO
KOIVO TOUG, JE OTOXO va avTIOPACEl JE AUTEG, MEOA ATTO HIA TTAIXVIOOTTOINKEVN
eutrelpia. Méow TNG TEAEUTAIAG, N ETTIXEIPNON MTTOPEI VO OUYKEVTPWOEI
0edopéva yida TO KOIVO TTOU TNV AKOAOUBEI Kal va TTPOCAPHOCEl e TOV KATAAANAO
TPOTIO TN OTPATNYIKA TNG.

O1 gamified e@apuoyég atraviwvTtal OAoéva Kal TTEPICOOTEPO OTIG
ETTIXEIPAOEIS ANIAVIKOU EUTTOPIOU, UE OKOTTO TNV TTPOCEAKUCT TOU EVOIOPEPOVTOG
TWV KATAVOAWTWY, PIA TTPAKTIKA TNV OTToia @aiveTal va acTralovtal oTadlokd
Kal ol EAAnVIKEG eTixeIproels. QoTd00, UTTAPXEI AVAYKN £€PEUVAG Kal CUYKPIONG
TwV OeOOPEVWV TTOU CUYKEVTPWVOUV Ol ETTIXEIPACEIG KATOTTIV dnuocieuong
gamified €@apuoywv Kal TNG OTITIKAG ME TNV OTToia TIG AVTIAQUPBAVETAI TO
KATAVOAWTIKO KOIVO.

H TTapouca PHeAETN TTPAYHATOTTOIEITAI WOTE VA EETACBEI N ATTOBOCT TOU
gamification oOTIG €mIXEIPACEIG AlaviKOU guTTOpiou 0TV EAAGdQ, TTWwg autd
emMOpPA OTO engagement Kal TO loyalty Twv KATAVOAWTWY TWV NAIKIOKWY
opddwv 18-40 etwv (Millennials & Gen Z) kai otnv mBavr) TTPORAEYn Twv

ETTEPXOMEVWV EEENICEWV TNG CUYKEKPIPEVNG OTPATNYIKNG.

1.2 21606 MeTamrTuxiakig Alatpiig
H dimmAwpaTiK epyaoia éxel wg oTéxo TV avadAucon Tou gamification oTo

mepIBAAAov Tou Digital Marketing. H avdAuon auth 6a yivel utré 1o TTpiopa NG
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eQapupoyng Tou gamification oTn OTPATNYIKI TWV ETTIXEIPHOEWV KAl OTOV TPOTIO
ME TOV OTTOIO £TTNPEACETAI TO engagement Kal loyalty Twv KatavaAwTwy, TTwG
ETTNPEACETAI N AyopPaOTIK dladikaoia Kal €Av audvetal n ouxvotnTa Twv
ETMOKEWYEWY TWV KATAVOAWTWY Kal n mmoTtoétnTd Toug oto brand. KaBwg T10
gamification e@appoleTal oAoEva Kal TTEPICCOTEPO O TTAAva marketing Twv
EMIXeIPocwyv otnv EANGOQ kal evroTrieTal O pia TTANBWPA  KAIVOTOUWYV
MEBODWV agloTTOINCNG TOU, Ba HEAETNOEI TTOIEG ATTO AUTEG €ival TTIO ATTOOOTIKEG
Kal yla TT010 AGYO.

21N OIMTAwATIKR Ba e¢eTaocToUV PEBODOI EQappoynG Tou gamification kai
TTOIEG ATTO QUTEG €XOuv aTTOdEIXOEl TTI0 ATTOOOTIKEG YIa TIG E€TAIPEiEG, €AV
QUEAVOUV TNV ETTICKEWYIPOTNTA KAl TIG TTWAARCEIG Tou brand, kaBwg kal n aitia
TToU ouppaivel autd. Oa peAeTnBei o TPOTTOC e ToV OTToI0 avTIAapBdavovTal ol
KatavoAwTég TIG gamified e€@apuoyég, €Av TOUG TTPOKAAEITAI €vOIQQEPOV
OUMMETOXNG O€ aUTEG 1) Av diatnpouv apvnTIKr oTdon atmrévavTi Toug. Etriong,
Ba avaAubei 11 0dnyei To KoIvé oTnV augnon Tou interaction Kai KAT& CUVETTEIQ
engagement kai 1o loyalty ye To brand. Méoa atmé Tn SITTAWPATIKA Epyacia Kal
TN MEAETN TWV TTIO OTTOOOTIKWY £QApPoywv Tou gamification Oa vyivel n
TTPOOTIABEIO va TTPOCOIOPIOTEI O TTIO ATTODOTIKOG TPOTTOG EVTAENG TOU OTn

oTpatnyikn digital marketing Twv eTaipeiwy Alavikou eutropiou otnv EAAGSQ.

1.3 Kaivotopia Tng Mertamrtuxiakig Aiatpifig
H kaivotopia TnNg Tapoloag PJETATITUXIAKAG dIATPIPRS EYKEITAI OTO YEYOVOG OTI
e€eTadel 1o ¢ATNPa TNG amédoong Tou gamification T6oo atrd TNV TTAEUPA TWV

ETTIXEIPNOEWYV, 000 Kal aTTO TV TTAEUPA TWV KATAVOAWTWV.
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AQ’ evog, Ba ouAeyouv kal avaAuBouv dedopéva atmd KAPTTAvia
emxeipnong Paoiouévn o gamified eptreipia, n otoia €xel AON OAOKANPwWOEI
KAl UTTOPEI VO €CETAOTEI TTWG OTTEOWOE OXETIKA PE TO engagement kai loyalty
TWV KATAVAAWTWV.

AQ’ eTéEpou, HEOW TNG £PEUVOAG PE EPWTNUATOAOYIO Ba TTPAYUATOTTOINBEI
MEAETN OXETIKA MPE TO TIWG QAVTATTOKPIVOVTAl Ol KATAVOAWTEG o0 gamified
EQPAPMOYEG, OTaV AUTEG TTAPOUCIAdovTal KATA TNV ayopacTiKr dladikaaia.

TéNog, Ta oupTTEpAoUaTA TTOU Ba TTPOKUWYOoUV aTrd TIG duo peBGdouG, Ba
MEAETNBOUV o€ OUYKPION, WOTE VA EVTOTTIOTOUV T OnuEia OTTOU OUYKAIVOUV N

QATTOKAIVOUV.

1.4 EpeguvnTikd EpwTtApara
Ta gpeuvnTIKA epwThPaTa TTou Ba yivel TTPooTTddeIa aTTAvInoAG TOUG OTNV
TTOPOUCA EPEUVNTIKI EPYOTIA, APOPOUV TIG ETTIXEIPATCEIG KAl TTOIA agia £XOUV Ol
gamified e@apuoyég yia Tn oTpatnyiki Toug oto digital marketing, KaBwg Kai
TOUG KATAVOAWTEG KOl TOV TPOTTO HE TOV OTTOi0 avTigeTwTTiouv TIG gamified
EQPAPMOYEG.

Mo ouykekpiyéva, Ba yivel TTpooTTABEIO OPICHOU TPOTTOU PE TOV OTTOIOI
Ol ETTIXEIPAOEIC BA KATAPEPOUV VO ATTOKTHIOOUV OUCIOOTIKI) OUVOEDN E TO KOIVO
Toug, PMéow Tou gamification. Me Ttol0 TPOTTO, AOITTOV, Ba UTTOPECOUV Ol
ETTIXEIPAOEIG Va agloTroioouv Tig gamified eQapuoyEg, yia va TOUG ATTOPEPOUV
QATTOTEAEOUATIKI) au¢non oTo engagement kai loyalty Tou KatavaAwTIKoU KoIvou;

EmimrAéov, Ba avoAuBei n cuptTEPIPOPd TOU KOTAVAAWTH KATA TNV
ayopaoTikfy Oladikaoia, woTe va €eVvTOTIOTEl N BEATIOTN €@apuoyr Tou

gamification. lMoia civar Ta KivnTpa TTOU 0dNYyoUV TOUG KATAVOAWTEG OTNV
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avadpaon Pe gamified EQapuoyEG KATA TNV TTIOKEYr TOUG OTOV IOTOTOTIO i TA
MEoQ KOIVWVIKAG OIKTUWONG TToU diatnpei n etmixeipnon; lMNMoia gival Ta oToixeia
ekeiva TTou dl1aTNPOUV TNV TTPOCOXN KAl TTPOOKAAOUV TOUG ETTIOKETITEG OF
d1Gdpaacn Kal T CUVAICOUATA TOUG TTPOKAAOUV TETOIOU £i00UG EQPAPUOYEG;

Ta mapatrdvw epeuvnTIKA EpwTANOTA Ba atravinBouv 1600 PEow TNG
BIBAIOypa@IkAG avaokOTINongG Kal TG MEAETNG case study TTou agpopouv TO

gamification, 600 Kal HEOW TNG EPEUVAG PE EPWTNHATOAOYIO.

1.5 ETiokémnon Me@odoAoyiag
H peBodoloyia Tng épeuvag Ba yivel uttd dITTAN okoTTd. Téoo atrd TNV TTAEUpPd
TWV ETTIXEIPNOEWYV AlavIKOU guTTopiou oTnv EAAGDQ, 600 kal atmmd tnv TTAsupd
TWV KATAVOAWTWY, PE TNV TTPoUTTO8e0Nn OTI Ba An@BoUV oI aTTapaiTnTEG AdEIEG
aTToO TIG ETAIPEIEG TTPOG MEAETN, YIA TN CUYKEVTPWOT Kal avaAuon 0edOPEVWV.

AT Tnv TAEUPA Twv ETAIPEIWY, OE TIEPITITWON TTAPAXWPENONGS
OedOUEVWY OTTO KAUTTAVIEG TTOU €XOuv 1Ndn OAOKANpwOEi, uTtTopouv va
EVTOTTIOTOUV OTTOOOTIKA OTOIXEIO 1) onueia TTou Xpridouv BeATiwong, Y€oa atrd
avaAuon oedouEvwy, atrd OTOIXEIO TTOU CUYKEVTPWONKAV evw ATAV EVEPYA N
gamified epappoyf Kal oUYKPIoT Toug PE TTEPIOOOUG OTToU dev agloTrolouvTav
gamified epappoyn. ETTAéov, Ba éxel IDIaiTEPO EVOIOPEPOV VA EVTOTTIOTOUV TA
metrics, péow tools 6TTwg Ta Google Analytics, avadeikviovTtag Tov TPOTIO HE
TOV OTTOIO ATTEDWOAV Ol CUYKEKPIPEVESG KAUTTAVIEG.

ATIO TN OKOTTIA TWV KATAVOAWTWY, KTTOPEI va Yivel Epeuva ayopdg KE TN
Xpron dounuévou epwTnuaToAoyiou, n otroia va e0TIAEl OTA KivnTPa KAl 0TOUG
AGYOUG €€ aITiOG TWV OTTOIWV TOUG TTPOKAAEITAI TO EVOIAPEPOV ATTO EQAPUOYEG

Tou gamification otnv kaBnuepivi Toug Cwry. Evdiagépov £xel va egeTaoBei n

14



yVwWaon Kal KaTavonaon Tou 6pou Kal Tng peBodoAoyiag Tou gamification atrd Toug
KATOVOAWTEG, KABWG €Av yiveTal avTIANTITO TO TTOU QTTOOKOTIEI QUTA N
oTPATNYIKA ammd TIG eTAIpEieG. EmMTTAEOV, MTTOPOUV va pPeAETNBOUV T
OuVvaIoOAPATA TTOU TTPOKAAOUVTAI KAl N ATTOTUTTWON QUTWY TWV EUTTEIPILOV OTN

MVAUN TOU KOIVOU.

1.6 Opydvwon Meratrtuxiakng Alatpiig

KatoTtmiv Tou €10aywyikou KepaAaiou, oto 20 Ke@daAaio Ba yivel BIBAIoypaIKn
AVOOKOTTNON ME OTOXO TN MEAETN TTAVW OTNV UTTAPYXOUCa BEwpia OXETIKA E TO
OUYKEKPIMEVO  avTIKEipevo. Bdoel NG avaokotmnong Tng Bewpiag Ba
TTPAyPaTOTTOINBEI OTO TEAOG N CUYKPION KAl N £Eaywyr] CUPTTEPACHATWY, PE TA
dedopéva TTou Ba TTpoKUWOoUV atrd To case study Kal To EpWTAPATOAGYIO.

210 30 KepdAaio Ba avaAuBei n pebodoloyia Tng €peuvag kal Ba
oplIoTOUV o1 gpeuvnTikEG uTtoBéoelg. ETtriong, Ba  vyivel avagopd oTn
OUYKEVTPWON TWV BEBOUEVWV TNG KAUTTAVIAG TOU case study TTou Ba peAeTNOEI
Kal oTn dladikacia doUNRG TNG £pEUvag HECW EPWTNHATOAOYIOU.

‘Emeira, oto KepdAaio 4 Ba yivel n avdAuon Twv dedoPéVWY TOU case
study kai Tou epwTtnuaTtoAoyiou. Ta dedouéva Tou Ba TTPOKUWOUV ATTO TIG
QTTAVTHOEIS TOU £pWTNUOTOAOYIOU Ba PEAETNBOUV PE CUOXETION avaAuong, ME
OTOXO TOV €AEYXO CUOXETIONG METAEU TWV UETABANTWY, yia TRV emBeRaiwon N
TNV aTTéPPIYN TWV UTTOBECEWY TTOU Ba OpIoTOUV.

210 KepdAaio 5 Ba TTapouciaoTei N ouvoywn NG £PEUVOG Kal T TEAIKA
ouptrepdoPaTa Ta oTToia Ba TTpoKUWouv, evw Ba yivel ava@opd OToug
TTEPIOPIOPOUG TNG OUYKEKPIUEVNG €PEUVOG KAl TIPOTACEIS O€ ETTOUEVOUG

EPEUVNTEG.
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KE®AAAIO 2: BipAioypagiki Avackotnon

2.1. Eicaywyn

To TTaixvidl ival appnkTa cuvoedePEVO PE TNV AVBPWTTIVI UON, ATTOTEAWVTAG
Baoikd Trapdyovta dlaoKEdAONG, WuXaAywyiag Kal TIVEUMATIKNAS avdtaong. To
TTaIxVidl e€eAicoeTal HEOQ OTOUG AIWVEG, TTAPAAANAQ PE TO avBpwTTIvo €id0g,
eVvw TIOAAG amd T1a TraIxvidla TTOU €XOUV KATAYPAQEI OTNV ApXaloTnTa
e€akoAouBouv va Traifovtal —ue OpIoUEVES TTAPAAAQYEG- AKOUQ Kal ONUEPA.

‘Eva 1é€1010 TTOpddeyua eival Ta {Apia, KaBws £xel avakaAupBei o€
avaokaery oto lIpav éva Ceuydapr 3,000 xpovwv. YTrapxouv, woTdC0
emTpatéqia TTaixvidla otnv AiyuTrto, Ta oTroia uttoAoyidetal o1 gival 5,000
XpPovwv. Maixvidia pe xapTid otnv Acia xpovoAoyouvTtal ueTagu 6ou Kal ou al.
M. X. KAl N TTPWTN €QEUPECN NAEKTPOVIKOU TTaIXVIOIOU XpovoAoyeital To 1947 oTIg
H.IM.A., TdvovTag oTadlakd oTn Hop@r) TTou Ta yvwpifoupe onuepa (Kumar et
al., 2020).

Eival @uoikd, Aoittdv, o avBpwtTivog eyKEPAAOG va OIEYEIPETAI PE TN
OUMPMETOXN TOU O€ TTaIXVvidla Kal TTAIXVIOOTIOINUEVES EUTTEIPIEG, AKOUA KAl O€
mePIBAAAOvVTA TTOU OE OxXeTiICovTal PE TTaIX VIOl H PEAETN TWV dNUOPINECTEPWV
TTaIXVIOIWV PTTopEl KAANIOTO va avadeigel Ta 1o deAEAOTIKA OToIXEIa yia TO
KOIVO, WOTe va KATOAAEEl KAVEIG OTn dnuioupyia HIOG TTAIXVIOOTTOINUEVNG
EUTTEIPIOG TTOU Ba TTPOCEAKUCEI TNV augnuévn dIAdpacn TwV XPNOTWV.

2€ autd 10 Ke@AAalo Ba doupe TI opifeTal wg gamification kKal TToIA
OTOIXEia TO ATTAPTICOUV. Z€ TTOIOUG TOMEIG £XEI EQAPPOOTEI £WG TWPA KAl TTWG
epapuoletal oto digital marketing, evw avaAuovtal Tola €ival Ta SOUIKA
oToixeia piag gamified e@apuoyng, Tou TNV KAvouv va dla@épel atmmo Ta

Traiyvidla. Etriong, 6a avaAuBouv o Adyor yia Toug oTtroioug ol gamified
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EQPAPMUOYEG €ival EANKUOTIKEG TTPOG TO KOIVO, KABWG Kal Ta KivnTpa TTOU
TIPOKAAOUV TN CUMMETOXI TOUG KOl TTWG OUvOEovTal PE TO engagement Kal

loyalty Twv KaTavoAwTwv.

2.2. Opiopo6g Tou Gamification

KaBwg n pébodog Tou gamification yivetal oAo€va Kal TTI0 ONPOQIANG PETALU
OPYQVIOPWYV Kal €TaIPEIV Kal agloTtroigital otn digital marketing oTpatnyikn
TOUG, £X€I dNUOOIEUBET TTARBOG EPEUVIIV TTOU APOPOUV TO CUYKEKPIPEVO CNTNUA.
Opiopéveg ammd autég Ba atroTEAECOUV QVTIKEIMEVO PEAETNG KAl Q&IOTTOINONG
KATd TN OoWr TNG SITTAWMATIKAG EPYACiag Kal TTAPOUCIACovVTal TTAPAKATW.

Bdaoel Tou opiopou Tou Deterding et al (2011, p.1), wg gamification €xel
OPIOTEI N XPHon Twv OToIXEiwv dnuioupyiag TTaixvidIwy o€ TTEPIBAAAOVTA TTOU
0e oxetiCovrar e TraIXVvidl. H ouykekpiyévn HEBODOG QTTOKTA OUVEXWG
augavouevn TTpocoxn atmmd €TaIpEieG O€ OIOPOPETIKOUG TOUEIG, OTTWG Ol
ETTIXEIPAOEIG, N EKTTAIOEUOT, AKOUA KAl N TTONITIKA Kal €XEl atTodeIXOei OTI
TTapouoIddovTal £CAIPETIKA QTTOTEAECUATA OTNV ATTOKTNON VEWV OECIOTATWY,
VEWV ouvnBeiwv Kal aAAayng ocuptrepipopds. To gamification ptTopei va
aTTOdEIXOEI 101AITEPA ATTOTEAECUATIKO OTNV EQAPPOYH TOU OE TOUEIG OTTWG N
ekTTaidEUOn, TO EUTTOPIO, N UYEia Kal n aoknon, 0TTwg avagépouv ol Wang et al
(2018).

Méoa atrd Tnv avaokdtnon Twy Rodrigues et al (2020) diagaivovTal ol
Baoikoi TTUAWVEG TNG OTPATNYIKNAG MAPKETIVYK TWV ETTIXEIPAOEWY atré 10 1990
Kal €TreITa, 61Tou eoTialav oTo TTPOIGV, TNV TIPN Kal TRV TTpowBnor] Tou. QoTdoo,
oTadloKA APXIoE va EeEXWpPICel N agia TNG oXEONG TWV ETTIXEIPAOEWV UE TOUG

TTEAATEG, 1IDIQITEPA OTN ONUEPIVH ETTOXH, OTTOU OI KATAVOAWTEG €ival EQIPETIKA
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TTANPOPOPNUEVOL, ITTOPOUV PE EUKOAIQ VA TTPOTEIVOUV DIOPBWOEIG 1] aKOua Kal
va CUMPPETEXOUV OTn O1adikacia TnG dnuIoupyiag TTPOIOVIWY, YEYOVOS TTOU
ETMTPETTEI OTIG ETTIXEIPAOEIS VA TTAPAYOUV KATAVOAWTIKA ayoBd Ta oTroia
QVTOTTOKPiVvOvTal OTIG AvAyKEG Kal TIG ATTAITAOEIS TOU Koivou Toug. To
gamification otroteAei i pgEBODO TTOU MTTOPEI VA ETTNPEEACEI BETIKA TNV
mOoTOTNTA KOl TO engagement Twv KATAVOAWTWY, WOTOCO TIPETTEL VA
MEAETNBOUV o€ BABOG Ta KivNTPA TWV KATAVAAWTWY 0T CUPPETOXN o€ gamified
d1adIKaoieg, KABWG Kal N «dECUEUCT» TOUG 0€ dIadIKATIEG OUVONUIOUPYIAG Kal
brand experience.

MNa mv KatdAAnAn dnuioupyia TEPIBAAAOVTOG TTOU KIVNTOTTOIEI TOUG
XPNoTEC 0 non-gaming TrepIBAAAoOvVTa, €ival ammapaitnTa TTOAAQTTAG oToIXEI
TTaIXVIOIOU, WOTE VA UTTAPEEl €yyEVAG KIvnTOTToinOor Toug. H aglotroinon
epappoywv gamified yapaktipa e€ival kavy AAwoTe va odnynoel o€
OUCIACTIKA YETATTOINON TWV KABNUEPIVWYV CUVNBEIWY TWV XPNOTWY, KABWS Ta
OUYKEKPIMEVA TTPOIOVTA €ival TTIO €UXAPIOTA OTN XPAON Kal EAKUCTIKA yid TO
KoIvo (Monninghoff, 2021).

O1 Tseng et al (2021), ava@épouv OTI TTONAEG ETAIPEIEG €XOUV
onuioupynoel gamified eQapuoyEg yia va cuvoeBoUV e TOUG KATAVOAWTEG TOUG,
va avatTuéouv Tn PETAEU TOUG OXEON KAl VO augrnoouv To engagement Pe TO
brand Toug, KOBWG Kal va IKAVOTTOIOOUV TIG AVAYKESG TWV KOTAVOAWTWY TOUG,
EVW au&Avouv TIG TTWANCEIS TWV TTPOIOVTWY Toug. QOTO00, TTOANEG QPOPEG Ol
OUYKeEKPIPEVOL OoTOXOI Oev emmITuyxavovTal. [a autd 10 Adyo eival eE€xouoag
onuaciag Ta oToixeia  dnuioupyiag piag gamified e@apuoyng Kal o TPOTTOG

agI0TTOINCAG TOUG, VO CUVEICQPEPOUV OUCIAOTIKA OTO engagement Twv XpnoTwy,
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KaBwg TIPpOKOAOUV TO KOIVO OTn OIOPKN XPNoNg TNG E€QAPPOYAG, TNV
OAOKARPWON Ayopwy KAl KATA CUVETTEIQ TNV TTIOTOTNTA OTN MAPKA.

MapadAAnAa, n ouvexwg augavouevn OnNUOPIAIa Twv OIadIKTUAKWV
KOIVOTATWYV €X€l AANAEEl PICIKA TN QUON TWV OXECEWV KAl AAANAETTIOpAoEWY
METACU ETTIXEIPHOEWV KAl TTEAATWY, OKOUA KAl TwV TTEAATWY JETALU TOug. Ta
MEAN TWV OUYKEKPIMEVWYV KOIVOTATWY HUTTOPOUV VO CUVEICPEPOUV OUCIAOTIKA
OTIG ETAIPEIEG KAl OTOUG UTTOAOITTOUG UTTOWNRPIOUG KATAVAAWTEG, KAVOVTAG
KPITIKN O€ TTPOIOVTA, ) KOIVOTTOIWVTAG OXOAIO KOl OTOIXEIa OXETIKG pe TO brand.
MdaAioTa, ol Leclercq et al (2020) utrooTtnpifouv OTI €ival APKETEG Ol POPES TTOU
Ol OUYKEKPIPEVEG HEBODOI PEPOUV ATTOTEAETPATA QVTIOETA TWV ETTIOUUNTWY OTIG
ETAIPEIEG, KABIOTWVTAG ETTITOKTIKI TNV avAyKn KOAUTEPNSG Katavonong Twv
KAVAAIWV TTOU XPNOIJOTTOIoOUVTal, TOV KATAAANAO OXeBIQOUO Kal TNV attddoon
agiag TTPOg TO KOIVO TOUG, WOTE va BEATIOTOTTOINCOUV ThV ammodoon Kal Tn
MaKkpoBIGTNTA TNG OTPATNYIKAG TOUG.

O1 avwTtépw avagopésg Ba Bondrioouv oTnv €peuva Kal Tn PEAETN TOU
gamification, TTpoo@EpovTag TTOANATTAEG OKOTTIEG KAl ETTIXEIPAMATA, ATTAPAITNTA

yIO TN CWOTA KOTAYPAPH TOU AVTIKEIMEVOU TTPOG UEAETN.

2.3 E@appoyég Tou Gamification oTto Digital Marketing
Ta TteAeutaia xpdévia €xoupe Ol ONOEvVa Kal TTEPICCOTEPEG E£PAPUOYEG TOU
gamification va &vOWMATWVOVTAl OTIC KOBNUEPIVEG HMOG OUVAAAQYEG JE
ETTIXEIPAOEIG KI ETAIPEIEG, AKOMA Kal av OV TO AVTIAAPBAVOUACTE TN OTIYMI TTOU
TTaipvoupue HéPog o€ katrola gamified eutreipia.

ATTAEG ETTIKOIVWVIEG KOl QVTOAAQYEG TTPOCWTTIKWY TTPOTIMACEWY OTA

social media, yTTopoUv va dwaoouv evOIOPEPOV UAIKO O€ HIa ETAIPEIA, OXETIKA
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ME TO KOIVO TTOU TNV aKoAouBEei. Ta kouiC ) o1 dnuookoTrroelg oto Facebook kai
TO Instagram atroteAoUVv pia atrAr] yop@r) gamification, 61rou p€oa atro atrAEg,
eVOIOQPEPOUOESG EPWTNOEIG PTTOPEI MIa €TTIXEIPNON va avTIAn@Oei KaAUTEpa TA
XAPAKTNPIOTIKA Kal TIG TIPOTIMATEIG TOU KOIVOU TNG Kal va TO KpaTrogl engaged
ME TO TTEPIEXOMEVO TNG, VI Aiya AeTTTG péoa OoTnV NUEPA. EAv N ouykekpiyEvn
dladikaoia eTravalaupaveral o€ efdopadiaia Bdon (T7.x. KABe ZABRaATO TTPWI),
TO KOIVO TNV TTEPIYEVEI QUTH Tn dIAdpaACN Kal gival TTIOTO OTnN CUMMETOXH TOU,
EVW ETTIOTPEPEI OTO OUYKEKPIPEVO brand yia Tig ayopég Tou, Adyw ThG oUvdEONG
TTOU TOU TTPOKaAEiTal, auédvovTtag To loyalty Tou TTpog €KEivo.

2€ AAAn TrEPITITWON, n KABe eTaipeia ptTopei va eEeAicel gamified
EQPAPMOYEG KOl VA TIG OEIOTTOINCEl OTN OTPATNYIKN KAl TO TTEPIEXOUEVO TNG OTO
BaBuo TTOU TNG EMITPETTETAI KAI UTTOPEI VA £TTEVOUCEI O€ AUTEG. To PEYEBOG TNG
eTaIpeiag Kai n eTévoucn Trou €mOupEi va kavel o€ gamified evépyeleg, Ba opioel
TO €id0¢ TNG €PApPOYAG TTou Ba dnuIoupyAoEl Kal Ba evowuaTwoel OTn
oTpatnyiki TNG. Mo atrAd Tapadeiyyara atroTeAOUV n TTPOoOAKN evog pop up
window OTO site, JE TO OTTOIO ETITPETTETAI OTOUG XPHOTEG VA «TTAIEOUV» (TT.X.
spin the wheel) i n eyypagr oTo newsletter yia va KEpOICOUV EKTTTWON, EVW N
dnuioupyia €vog app TO OTToi0 Ba PTTOPOUV O XPrOTEG va KaTERAlouV OTO
smartphone Toug, amoTeAEl 1Mo XpovoBopa kal KooToBopa etmiAoyr). OTTwg
TTapaTTdvw, £TO1 KAl € QUTA TNV TTEPITITWON Ol XPROTEG BpiokovTal evepyd O€
d1Gdpaon e 10 brand, eTw@eAoUvVTAl ATTO TN CUMMETOXA TOUG O€ Wi ATTAR
d1adIKaoia, VW N ETAIPEIA CUYKEVTPWVEI TTANPOPOPIES KAl AUEAVEI TNV ETTAPNA
Kl TNV TTIOTOTNTA TOU KOIVOU TNG TTPOG AUTH.

Méow Twv gamified evepyelwv o1 XpHoTeg cival o Tpdlupol va

MOoIPACTOUV TTPOCWTTIKES TTANPOPOPIEC —OTTWGS TO PUAO, TNV NAIKIa TOUG Kal TIG
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TIPOTIMAOEIG TOUG- OTOIXEIO TA OTTOIA N ETAIPEIQ UTTOPEI va AEIOTTOINCEI yIa va
TOUG OTOXEUOEI KOAUTEPQ, UE ETEPEG TEXVIKEG HAPKETIVYK. [a TTapadeiyua, yéoa
atro pia gamified egpappoyn, éva brand ptropei va avakaAUWel OTI TO JEYAAUTEPO
MEPOG TOU KoIVOU TOU E€ival yuvaikeg 25-34 €TWV KAl TOUG OPECEI N TTOTT
KOUATOUpPQ Kal HOUOIKN. ‘ETOl, o€ evépyeleg HAPKETIVYK Péow facebook ) google
ads, uTTopei va oToxXeUoel UE HEYAAUTEPN ETTITUXIO TO CUYKEKPIPEVO KOIVO Kal va
TO TTPOCEYYIOEl PE TTIO ATTOTEAEOPATIKEG nEBOGOOUG (BAaxotTouAou, 2019).
2UXVA, JEYAAUTEPEG ETAIPEIEG ETTIAEYOUV va €TTEVOUOUV OTN dnuioupyia
EQAPUOYWY A CUCTANATWY ETMIPPAREUONS yIa va ETITUXOUV TN OUXVOTEPN
01Gdpacn Tou KolvoU Kal va QvOTITUEOUV Tnv TTIOTOTNTA TOU TTPOG QUTEG.
XapaKTnNPIoTIKO TTAPAdEIYUA Eival TA CUCTAMOTA ETIBPAREUCNG TWV TPATTECWYV,
MEOW OUYKEVTPWONG TOVTWY atmd ouvaAllayég. O KatavaAwTég ouyva
pTTaivouv oTn dladikaaoia va aAAGgouv ouvnBeieg OTTwWG TO OOUTTEP PAPKET 1) TO
BevqIvadIKO TTOU ETTIOKETTTOVTAI, WOTE VA OUYKEVIPWVOUV TTOVIOUG dATTO
KATOOTAMATA CUMPBATA PE TO TTPOYPAUMA ETTIBPAREUONG TNG TPATTECAS TOUG.

To k@B brand ptropei va avatrTugel gamified epapuoyég TTou Bewpei
KAatdAAnAeg yia T1o idlo. H dnuioupyia piag gamified e@apuoyng TpETel va
oupBadidel Pe TO UPOG Kal TO XAPOAKTPA TOU €kAoTOTE brand, woTe va gival
aTTOdOTIKA, ETMTUYXAVOVTAG OUCIaoTIKO engagement Pe TO KOIVO TOU Kal
TTPayPaTIK augnon Tou loyalty atmrévavti Tou. Mia Tpdrmreda, yia TTapadeiyua,
Oev utropei va €xel TOOO OIOOKEDAOTIKEG £QAPUOYEG, 00O £va KATAOTNUA HE
VEQVIKA pouxa, Kabwg Oev QVTOTTOKPIVETAI OTO KOIVO TIou €TTOUuEl va
TTpooeyyioel Kal dev Ba uTTopEi va cupufadioel e Toug oTdXoUG TNG (TT.X. auénon
TNG EUTTIOTOOUVNG TWV KATAVOAWTWY TTPOG MIA 1I0XUPN KOl ac@aAf TpATTedQ).

QoT1600, pe TN dnuioupyia TNG KAaTAAANANG e@apuoyng Ba eITeUXOEi OUCIAOTIKA
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oUVOED METAEU TWV ETAIPEIWV KAl TWV KATAVOAWTWY, KABWG Ba TTpoweiTal Ox|

MOvo TO id10 TO brand, aAAd kai o1 agieg TTou 10 dIETTouV ([MeTPidng, 2019).

2.4 NMpakTIkA Tou Gamification

Otmrwg avagépouv ol Deterding et al (2011, 0. 1), «to gamification €ival pia
QVETTIONUN OPTTPEAQ OPWYV TTOU APOPOUV TN XPron OToIXEiwv atrd Traixvidia, o€
TTEPIBAAMOV TTOU Oev agopd Traixvidla, Pe oTOXO Tn PeATiwon Tou user
experience (UX) kal Tou engagement TTOU TOU TTPOKAAEITAI».

To gamification ptTopei va €xel TTANBOG epapuoywyv OTNV Uyeia, TV
ekTTaideuon, Tn diaxeipion avlpwTTIivwy TTOPWY, TO EUTTOPIO, avAAoya PE TNV
eKAoTOTE OUVONRKN Kal avaykn agloTroinong Tou. 2e KABe TEPITTTWON, Ol
TTAIXVIOOTTOINUEVEG EQAPPOYEG divouv OTO KOIVO Tn duvatoTnTa diddpaong He
TOV €KAOTOTE QOPEA, PE TPOTTO PN TTAPAdOCIOKO. 2TOV TOUED TNG UYEIQG, Ol
gamified epapuoyég Twy fitness trackers pmropouv duvnTiKG va au¢Aoouv Tn
OUMMETOXN Kal TO motivation Twv XPenoTwv O€ CWMPATIK dpacTnpidTnTa
(Monninghoff, 2021). 2tnv ekmaideuon €xel yivel katavontd Ot n gamified
TPOOEYYION TNG MABNONG ETMITUYXAVEI va KIVNTOTIOIEI TTEPIOCOTEPO TOUG
oToudacTéG Kal va dlaTnpEiTal To evOIO@EPOV TOUG HECA OfE €va QIAIKA
avtaywvioTIKO TTepIBAAAov pe dANoug otToudaoTég (Kiryakova et al., 2016).

Kat’ avTioToixia, opeiloupe va e¢eTdooupe €av n eicaywyn Twv gamified
epappoywv otn oTtparnyiki digital marketing Twv eTIXEIpAcEwY  Alavikou
EUTTOPIOU PTTOPEI va QEPEI O ETTAPL TO KOIVO WE TIG ETTIXEIPNOEIG, WOTE VA

augrioouv To engagement kai loyalty Twv TTpwTWV.
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2.5 Arédoon Agiag Epappoyng Tou Gamification
To MAPKETIVYK Kal Ol ETTIXEIPHOEIG BEwpPOoUVTal BACIKOI TOUEIG EQAPUOYNS TOU
gamification, KaBw¢ Ol OUYKEKPIMEVEG EQPAPUOYEG UTTOPOUV VA €XOUV WG
atroTéAeopa TN dnuioupyia agiag TTpog Tov TEAATN/XPrRoTn. H KivnToTroinon Tou
TEAEUTAIOU CUVETTAYETAI QVA TTEPITITWOEIG TNV TPOTTOTTOINCN TNG CUNTTEPIPOPAG
TOU, WOTE VA ETTITUXEI TIG TIPOCPEPOUEVES ETTIBPARBEVOTEIG.

Méoa atrd dIooKEDAOTIKA OTOIXEIA, TO KOIVO QUEAVEI TN CUUMETOXIKOTNTA
TOU OTIG OUYKEKPIMEVEG TTAIXVIOOTTOINUEVEG  EQPAPHOYEG, ONUIOUPYWVTOG
KOIVOTIKO KAiha, OTTO TO OTIoi0 TTPOKUTITEl N aioBnon Tou QVAKEIV Kal
TTPOKAAWVTAG TNV augnuévn dIAdPAC TOU UE Mid CUYKEKPIMEVN ETAIPEIA KOl
KATA OUVETTEIQ TNV TTIOTOTNTA TOU TTPOG auTh (MeTpidng, 2019).

H 1Tapouca epyacia, yeoa atmod 1n YEAETN TwV BewpnTIKWVY dI0OTACEWY
NG ammdédoong Tou gamification OTIC ETIXEIPAOEIG KAl Tl OUYKPIOH TOUG ME
TIPOKTIKA OTTOTEAECUATA ATTO TTEPITITWOEIS EPAPHUOYNS TOUG, KABWG Kal Tnv
€peuva TTPOG TO KATAVAAWTIKO KOIVO €XEl WG OTOXO Tnv emBeBaiwon A
amoppIYn TG agiag Twv gamified epapuoywyv yia TIG ETTIXEIPNOEIG.

Méoa atrd Tnv épeuva Ba yivel TTPooTTABeIa avTiAnyng TNG €IKOVAG TToU
EXEl TO KATOVOAWTIKO KOIVO yia TIGC gamified €@apuoyég, KaBWG Kal TTwG
QVTOTTOKPIVETAI O AUTEG KAl TTOI0 CUVAICOAUOTA TOU TTPOKaAOUVTAl OTAV TIG
ouvavtd katd tn dIdpkela TNG ayopaoTiKAG dladikaciag. MEow aQuTAG TNG
dladikaoiag Ba KataoTel Mo cagég €dv ol gamified epappoyEg TTPOCBETOUV 1
OxI agia oTn oTPATNYIKN MIAG €TTIXEIPNONG, KABWG Kal e TTolIov TPOTTO €ival TO

KATAVOAWTIKO KOIVO TTIO TTIBAVO VA TIG AVTIMETWTTIOE! BETIKA.
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2.6 Baoika Aopika Zroixeia Tou Gamification

Otrwg avagépouv ol Hunicke et al (2014), Ta TTaixvidia dnuioupyouvtal atrd
TOoug designers, ue 0TOXO TNV «KATAVAAWOTN TOUG» ATTO TOUG TTAIKTEG O1 OTTOIOI
Ta ayopddouv, Ta XPNOIUOTTOIOUV KAl ETTEITA TA EYKATAAEITTOUV, OTTWG KABE AAAO
KATAVOAWTIKO ayaBo. QoTO00, 0 atTPOBAETITOC XAPAKTHPAS TNG KATAVAAWONG
TWV TTAIXVIBIWV Eival AuTO TTOU Ta KAVEL va dla@Epouv atrd AAAa yuyaywyiag,
OTTWG ival Ta BIBAIQ, oI Talvieg, HETAGU AAAWV.

O1 ouyypageic Hunicke et al (2014) utrooTtnpifouv OTI péoca atrd TO
mAaiolo MDA (Mechanics, Dynamics, Aesthetics) eivar duvard va
emonpoTtroiNBei n  karavdAwor Toug, KaBwg OlaoTTwvTag TIG gamified
EQapUOYEC oTa dlakpITd pépn Toug Rules — System — “Fun”, gival e@IkTd va
KaBopioTouv Ta oxediaoTiké oudAoyd Toug Mechanics - Dynamics — Aesthetics.

Q¢ Mechanics (Mnxavikr) TTepIypA@OVTal Ta OTOIXEID TWV TTAIXVIOIWV
TTOU a@OpoUV TNV avatrapdoTacn O0edouévwy Kal Toug aAyopiBuoug. O 6pog
Dynamics (Auvauikf) €0TIGdel OTNV QVTATTOKPION TNG MNXAVIKAG KOT& TN
OIdpKEIa EKTEAECAG TNG, N OTToIA APOPA Ta OXOAIQ TWV TTAIKTWYV KAl TN YETALU
Toug d1adpacn. TéAog, n AIOBNTIKA agopd TIG €mMOUPNTEG CUVAICONUATIKEG
avTIOPACEIG TTOU TTPOKAAOUVTAI O€ évav TTAiKTN, OTaV auTOG AAANAETIOPA UE TO
TEPIBAAAOV TOU TTaIXVIOIOU.

AvOoQOpIKA ME TO TEAEUTAIO OKEAOG TWV OOPIKWYVY OTOIXEIWV Twv
TTaIXVIBIWY, TRV AIOBNTIKA, 0 0pIoHSG VOGS TTAIXVIOIOU WG IAOKEDATTIKO UTTOPEI
va aTToTeEAECEl TTPOKANON, KOBWGS TO AECIAGYIO TTOU XPNOIUOTTIOIEITAI JTTOPEI va
TIPOKAAECEI TTAPEPUNVEIEG OTO TEANIKO OUUTTEPOCA. BAoel autou ogeiloupe va
KIVNOOUUE TTPOG TTIO TTEPIYPAPIKESG EKPPATEIG, Ol OTTOIEG JTTOPOUV VA OUOIACOUV

ME MEYOAUTEPN TTPOCEYYION TA CUVAICONPATA TWV TTAIKTWYV. TETOIEG EKPPATEIG
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MTTOPOUV va €ival Ol: «EUXAPIOTEI TIG AIOBROEIC», «AVAKEI OTOV KOOWO TNG
@aAVTACIaG», «a@NYNUATIKO», «ATTOTEAEI TTPOKANCN», «EVTACOETAI O€ KOIVWVIKO
TAQICIO», «EO0TIACEI OTNV AVAKAAUWN», «EOTIACEI OTNV TTPOCWTTIKI €KPACH»,
«€ival KaBNAWTIKO».

Ta Traixvidia ptTopoUV va  €0TIAlOUV Ot TTOPATTIAVW dATTO  évav
a106NTIKOUG OTOXOUG, UE DIAQOPETIKA ETTITTEDA YIO TOV KABEVA, XWPIG WOTOCO
vVa PTTOPEI va OPIOTEI O AKPIPNS OUVOUAOHOG ME TNV «KATAAANAN avaAloyia» Twv
d1G@opwV oToIXEIWV TTOU Ba CUPBAAAOUV OTN dNuIoUPYIa EVOG DIOCKEDAOTIKOU
TTaIxvIdIou. QoTOCO, Ol EKPPACEIS TTOU avaPEPONKaV TTAPATTAVW PTTOPOUV va
SIaQWTIOOUV TOUG TPOTTOUG KAl TIG AITIEG YIA TIG OTTOIEG £va TTAIXVIOI YTTOPEI va
EXEl QVTATTOKPION O€ OIAQPOPETIKOUG TIAIKTEG, | OTOUG idlOUG TTAIKTEG, OF€
OIaQOPETIKEG OTIYMEG. Bdaoel TnG meplypa®ng TG AloONTIKNAG, PTTOPOUV va
OpIOTOUV JOVTEAQ TTAUXVIDIWY, TA OTTOId ME TN OEIPd TOUG TTEPIYPAPOUV TN
Auvapikn kal Mnxaviki Twv Taixvidiwv (Hunicke et al., 2014).

Emopévwg, Ta cuvaioBAiuata TTou TTpokaAouvtal i €TMOUPOUUE VO
TIPOKANBOUV OTOUG TIAIKTEG, €ival autd TToU Ba opicouv Tn AuVauIKr Kal
Mnxavikr} Tou idlou Tou TTaIXVIOIoU, KABWGS HECW TNG PNXAVIKAG opileTal N doun
Kal n d1adikacia OAOKARPWONG Tou TTaiXVIBIoU Kal TNG d1ddpaong TTou Ba €xel

ME QUTO O EKAOTOTE TTAIKTNG.

2.7 Mé0odo1 E@appoyiig otn Digital Marketing ZrpaTtnyikn

O1 Zicherman kai Linder (2010) treprypd@ouv 10 gamification wg tnv TéEXvn Kai
TV ETICTAPN TOU VA METATPETTEI KAVEIG TIG KOBNUEPIVEG OUVAANQYEG TWV
TTEAATWV TOU O€ TTAIXVidIA TO OTTOIO ECUTTNPEETOUV TNV £TTIXEIpNOT Tou. Méoa atrd

TIG TTAIXVIOOTTOINUEVEG EQAPUOYEG, UTTOPOUV OI ETTIXEIPHOEIG va dOPNooUV £va
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TIAQICIO yIO TNV KIVATOTIOINON TWV KATAVOAWTWY Kal TV TPOTTOTIoINon Tng
OUMTTEPIPOPAG TOUG, ME OTOXO TNV TIPOCAPUOYR OTIG EMOIWEEIC TNG
ETIXEiPNONG, MEOW Twv emMPpaBevocwy TouG. Méow Twv OIOOKEDAOTIKWY
oToIXEiwv Twv gamified €QAPUOYWV N CUPMETOXIKOTNTA TWV KATAVOAWTWV
QUEAVETAI KOl KAT €TTEKTACN ONUIOUPYEITAI TAUTION ME TNV ETTIXEIPNON KOl
augavertal n agooiwaor] Toug o€ auth (Donna, 2015).

Katd 1n d1adpaon pe Traixvidia f traixvidotroinuéva TTepIBAAAovTa,
TTPOKUTITOUV BETIKA cuvaioBiuaTa (Deterding et al., 2011), evw n aioBnon NG
PONG, Tou alIoBruaTog dnAadr TNG aTTOAUTNG CUYKEVTPWONG KOl CUPHPETOXNG O€
MIa dpaoTnEIOTNTA PE TN PN ouveldnTtry dlaokEdAON TTOU TTPOKUTITEl KATA TN
didpkeid ™G (Ryan & Deci, 2000), TtaiCouv kKaBopioTikKG poAo oTnv
atroTeEAEOUATIKOTNTA  TOU gamification. MéEow Twv  TTAIXVIOOTTOINUEVWY
OTOIXEIWV UTTOPEI VO PUBUICTEI N CUPTTEPIPOPA TWV KATAVOAWTWYV UE EUXAPIOTO
TPOTTO, KOBWG dev Tou aokeital TTieon (Niklas, 2014), kGvovTag M0 EUXAPIOTN
TN d1adIKagia aTrd TNV TTAEUPA TWV KATAVAAWTWV.

Etriong, ye TNV avTIKATAOTAON TWV EVEPYEIWV TTOU EKTEAEI Evag XpnoTng
Karta Tnv eTTiokewr Tou o€ éva site pe gamified oToixeia kal e@appoyeEg,
ONUEIWVETAI aUENoN OTNV TTPOCEYYION VEWV TTEAATWY, Ol OTTOI0I EVOIAPEPOVTAI
yla TO site kal ouvexiCouv HeAOVTIKG va aAAnAemdpolv pe  autd
(Noorbehbahani et al., 2019).

O1 Baocikég TeEXVOAOYIEG WE TIGC OTIOIEG MTTOPEI va EQAPUOCTEI TO
gamification 010 JAPKETIVYK £XOVTAG WG 0TOXO TN BeATiwoN TNG atTdd0CG TOU
eival Ta advergames, ol gamified epappoyég, Ta gamified sites kal Ta ads-on
TTaiyvidla. Amé Ta Trapatmdvw, o diadedopéva gaivetal va gival Ta  gamified

sites, Ta OTTOIa ATTOPEPOUV ATTOTEAECUOTA O€ TOMPEIG OTTWG O TOUPIOUOG, TA
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TPOTTECIKA CUCTAMATA KAl TO PMAPKETIVYK TTWANCEWY, KAVOVTAG aTTOOOTIKI) TV
oTPATNYIKA HAPKETIVYK TTOU £pappolouv. Méow Twv gamified apps, o1 XprioTeG
evlappuvovTal VO OUPUETEXOUV OE KOUTTAVIEG WAPKETIVYK, Ol OTTOIEG TOUG
ATTOPEPOUV AYOPACTIKEG EUKAIPIES, EVW TTPOCTIBETAI agia yia Tov XprRoTn, HEoW
TOU BeATIOTOTTOINUEVOU USer experience. ATTO Tnv GAAn, Ta advergames eivai
MO a1rodoTIKA OTnVv aug¢non Tou brand awareness kal Tou engagement Twv
XPNoTwv e 10 brand kai Tnv aAAnAetidpaor Toug pe autd (Noorbehbahani et
al., 2019).

O1rwg €xel avaepBei kKal TTapatravw, To ekdoToTe brand Ba péTrel va
ETMAECEI TNV TEXVOAOYIO N OTTOIO AVTATTIOKPIVETAI KOAUTEPA OTO UQOG Kal TN

OTPATNYIKA TOU KAl EEUTTNPETEI UE TTIO OAOKANPWHEVO TPOTTO TIG AVAYKEG TOU.

2.8 AvdAuon KivATpwVv ZUPMETOXAS

Ta kivntpa 710U  TTPOKOAOUV T OCUMMETOXH KAGBe avBpwTrou o€ Mia
opaoTnPEIOTNTA PTTOPEI va diagépouy, 1 va yeTaBaAAovTtal katd trepimmtwon. H
KIVNTOTTOINON KOl CUMMPETOXI O€ OPICHPEVEG OPAOCTNPIOTNTEG, MTTOPEI VO
TTPOKUWEI TOOO AOYW E0WTEPIKWY, 000 KAl EEWTEPIKWY KIVATPWY, avAdAloya ToO
ATOMO KOl TO EVOIA@EPOV TTOU OEIXVEI YIA UIO CUYKEKPIPEVN dpaoTnpIoTnTa (Ryan
& Deci, 2000).

Q¢ eowTepIKd KivnTPOo OpPiCeTal N EKTEAEON MIOG dPACTNPIOTNTAG YIA TV
EYYEVI IKAVOTTOINON TTOU TTPOCQEPE], TTAPA yia KATTOIO DIOKPITH CUVETTEID. TO
EOWTEPIKO KivNTPO KIVNTOTTOIEI TO ATOMO yia TNV OAOKARpwon dpacTnPIOTHTWY
yia Tn d1a0KESACN Kal TNV TTPOKANCN TTou Ba Tou TTPOCPEPOUYV, TTaPd YIa KATTOoIA
auoiB TTou Ba Tou d0B¢i. To eEwWTEPIKO KivnTpo, a1Td TN GAAN, a@opd Tnv

oAOKApweon Twv OpacTNPIOTATWY TIPOKEIJEVOU Vva ETTITEUXOOUV  €Tepa
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ATTOTEAEOUATA. ZUYKEKPIYEVA, BACEI TOU £EWTEPIKOU KIVATPOU OAOKANpwvovTal
OpacTNPIOTNTEG OI OTTOIEG APOPOUV UTTOXPEWOEIG KAI KOIVWVIKEG ATTAITACEIS yIa
TA ATOPA, ME OTOXO TNV ETTITEUEN KATTOIOU EEXWPIOTOU attoTeAéopaTog (Ryan &
Deci, 2000).

H ocuppetoxny o€ dpacTtnpidTnTeG PE OKOTIO TNV €UXOPIOTNON TTOU
TPoodidouv KaBopiovtal atTTd €0WTEPIKO KivnNTPO Kal OXl KATTOIO €GWYEVEG
apvnTIKO 1 BeTIKO eTTAKOAOUBO. ETTITTA OV, TTOAAEG QOPEG N KaBOdNyoUpEvn aTTd
EOWTEPIKA KivnTPa CUPUETOX O€ dpacTnPIOTNTEG YIVETAI PE AVAYVWPIOTIKN
01GBeon, Opegn yia TTaIXVidl Kal TTPOKUTITEI aTTd TO aicONua TNG TTEPIEPYEING,
aKOua Kal av degv uttdpxel katrola €mPBpdapBeucn f avrapolfr). AANMwOoTE, n
avlpwTTIVN @UON XapakKTNPICETal ATTO TNV TTEPIEPYEIA, TNV TAOT YIA £¢EPEUVNON,
TNV €mOBupia yia TTaixvidl Kal JEoCW AUTWV Twv OIadIKACIWY TTPOXWPEAEl N
MAONoN Kal avakdAuywn vEwv OTOIXEIWY, XWpPIG va BacifovTal Ol CUYKEKPIPEVEG
d1adIKaoieg o€ €CWTEPIKA KivnTpa. AUt n TTyaia TGon atroTeAEl €va atmo Ta
BaoIka oTOIXEIO YIa TN YVWOTIKN, KOIVWVIKHA Kal QUOIKR ££EAIEN TOu aTdpou, yia
TNV €CENIEN TWV YVWOEWV Kal TwV OeCIOTATWY Tou. QOTAOO, AUTH N CUCXETION
I0XUEI TTAVTA O€ OUVOUAO O HE TNV EKACTOTE OPACTNPIOTATA KAI TNV «Agio» TTOU
auTh €xel yia To dtopo, KaBwg o1 avBpwtrol dpacTtnplotrolouvTal BAoEl
EOWTEPIKWY KIVATPWV YIO OUYKEKPIUEVEG HOVO «TTPALEIC», EVW VIO AAAEG
adlagpopouv (Ryan & Deci, 2000).

ATTO  JIAQOPETIKI) OKOTTIA, UTTAPYXOUV Ta €EWTEPIKA KivnTpa TTOU
TTPOKAAOUV TN CUHPHKETOXN TWV ATOPWY O€ OUYKEKPIPMEVES BPAOTNPIOTATEG, OTTWG
gival ol avtauolBéc A o0 @OPo¢ ETPOANG KUPpWOEewV. YTIAPXOUV OuxVva
TTEPITITWOEIG OTTOU Ol AvBpwTrol O PpPioKOUV eVOIOPEPOV OE OPIOHEVEG

OpacTNPIOTNTESG, OUWG CUUMETEXOUV O€ AUTEG ETTEION TTPOKEITAI VO AUEIPBOUV i

28



eTTeIdr) Toug €xel 00Bei aia amd TO olkoyevelakO TTEPIBAAAOV, ETTIPPON
ouvounAikwv 1 ammd v Koivwvia. H avadeign autwv Twv aglwv atrd 10
TTEPIBAANOV TOU ATOPOU UTTOPEI va €XEI TETOIA ETTIPPON, WOTE va PTACEl OTO
ONUEIO ECWTEPIKEUONG TNG CUYKEKPIPEVNG CUPTTEPIPOPAG KAl va TTPOCOETEI
«agia» oTIg OPACEIC TOU ATOUOU, XWPIG OUWG VO BEWPEITAl WG ECWTEPIKO TO
KivnTpo TToU KaBodnyei TIG TTPAEEIS TOU ouyKeKpIuévou atépou (Ryan & Deci,
2000).

EtTopévwg, KATaAYOUUE OTO CUPTTEPACHA OTI N CUPMPETOXI TOU ATOUOU
o€ dIAPOoPES OPACTNPIOTNTEG UTTOPEI VA TTPOKUWEI TTO DIAPOPETIKA KivnTpa. TN
MIa TTAEUPQ, TA E0WTEPIKA KivnTPa KAl N TTPOCEAKUCH TOU EVOIAPEPOVTOG TWV
ATOPWYV  aTmoTEAOUV  KupiapxOo Trapdyovid, O OToiog Opwg dev  gival
TTPORBAEWINOG. To evdIaPEPOV TTPOG I dPAon €ival KATA KOPOV EUPUTO Kal OV
MTTOPEI VO a@opd TO eKaTO TOIG EKATO TOU TTANBUCHOU TToU Ba TTPOCEYYIOOUUE
ME IO OUYKEKPIKMEVN dpacTNPEIOTNTA.

Qoté00, TA E€LWTEPIKA KivATpA MTTOPOUV VO  ETTNPEACOUV TN
OUMTTEPIPOPA TwV aTOPWY, O€ TETOIO BaBUO, WOTE VO ECWTEPIKEUOOUV TIG
€MOUiIES Kal TIG avAykeg Toug Bdoel katTrolag empBpdBeuong 1 eCWTEPIKAG
TTieong. H emBpdpeuon YTropei va gival KivnTAPIA yIa Tr CUPPETOXH TWV ATOUWV
oe TTANB0G dpacTNPIOTATWY, EVW N TTiEON yia TNV ammdédoon Toug BAcEl Twv
TTPOCBOKIWY TOU TTEPIBAANOVTOC TOUG KAl TNG KOIVWVIOG ITTOPET va TTapaBAEWEl
TNV OTTOUCIa ECWTEPIKWYV KIVATPWYV KAl VO ECWTEPIKEUCEI TNV AvAYKN TOU aTOUOU
yla amédoon O€ OUYKEKPIYEVEG OPAOTNPIOTNTEG TTOU OIAPOPETIKA BEV TOU

TTPOKAAOUV £VOIOQPEPOV.
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2.8.1 Engagement KaravaAwTwyv

To gamification €xel TTOAATTAEG EQAPUOYEG, € TTOAAOUG BIAPOPETIKOUG TOUEIG,
ME OTOXOUG TTOU PTTOPEI KATA TTEPITITWOTN va dlagEpouv. H epapuoyr Tou oTnv
EKTTAIOEUON, OTNV UYEIQ, TNV €UPECN Kal BIAXEIPION TTPOCWTTIKOU CNUEIWVEI
Non PeYAAn emruxia kal Beapatik@ atroteAéoparta. Mo Tpdoearn agiotroinon
Tou evrotriCeTal oTo digital marketing, ge oTOX0 TNV AUENON Tou engagement &
loyalty Twv KatavaAwTwy Kal TNV TTPOTPOTTA TTPOG TNV OAOKARPWON TNG ayopdg
(Pour et al., 2021).

MoAAG brands TrpooTrabouv péow gamified epapuoywy va BEATILWOOUV
TO customer experience, KAVOVTAG TO TTI0 dIOdPACTIKO KOl EAKUCTIKO YIO TOV
TTEAATN, ETMTUYXAVOVTAG MIA aTTOTEAEOPATIKA OTpaTnyik marketing, n otroia
TOUG TTPOCQPEPEI TTPORAdIoHA EvavTl TWV AVTAYWVIOTWY Toug (Schmitt et al.,
2009). AuTo 1O avTaywVvIoTIKO TTAEOVEKTNNA, WOTOCO, BpioKeTal UTTO TNV AUECN
EMMPPONA TOU engagement Twv KATavoAwTwy, o€ oxéon pe 1o brand (Kumar &
Pansari, Competitive Advantage Through Engagement, 2016).

H d1ddpaon petatu TteAatwyv kal brand Bacietar otn  diapki,
dnuUIoUPYIKA Kal apolfaia ox£on TOUG, N OTToIa EKTEIVETAI TTEPAV TWV ATTAWV
ouvaAAaywv kal ayopwv. O1 engaged TreAdTEG OpoUV WG TIPECPEIC TOU
ekdoTtote brand kai poipdlovral pe 1O TTEPIBAAAOV TOUG TTANPOYOPIES Kal
oTOoIXEiQ, TTapaKIVWVTAS KI GAAoug va To eutrioTeuBouv (Kumar, et al., 2010).

Apxikd, TO gamification e@ApPUOOTNKE WOTE va TrapéXel Auon o€
KATOOTACEIG TTOU ATTAITOUV CUUTTEPIPOPIKA aAAayr, yéoa atmmd TO engaging
TePIBAAOV  Twv  gamified e@apuoywyv. XaAPOKTNPEIOTIKEG  TTEPITITWOEIG
aglotroinong Tou gamification €ival yia TNV KATATTOAEUNON TNG TTAXUCAPKIAG, TN

BeAtiwon kal dlaTAPNON TNG WUXIKAG UYEiag, KaBWGS Kal TNV avaTiTugn vEwv
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TEXVIKWV YVWOEWV. AvayvwpiovTtag TNV atrodoon TG CUYKEKPIPMEVNG TOKTIKAG,
TTOANEG eTaIpEiEg agloTToinoav To gamification yia Tnv au¢non Tou engagement
Twv TTEAaTWyV Toug (Shankar, 2016).

AvaAuovTag To gamification atrd TN OKOTTIA TWV KATAVOAWTWY, O OPICHOG
TTou divouv ol Huotari kai Hamari (2017, p. 25) €ival o €€i1g: «n dladikaoia
EVIOXUONG MIOG UTTNPECIOG PE OTOIXEIQ TTAIXVIOOTTOINUEVNG EPTTEIPIAG YIA TNV
UTTOOTAPIEN TNG OUVOAIKNG dNUIoUPYIaG KAl TTAPOXNS A&iag TTpOg TOUG TTEAGTEGY.
Emiong, o¢ mepaimépw €€fynon TNG TTAIXVIOOTTOINUEVNG EMTTEIPIAG TNV
AVOQEPOUV WG TNV EYYEVI EUTTEIPIA TTOU KIVNTOTTOIEI TOUG KATAVAAWTEG TN OTIVUA
TTOU GAANAETTIOPOUV UE TTAIXVIOOTTOINUEVEG PUBUICEIG.

O1 gamified e@apuoyEg o1 OTToiEG TTPOCPEPOUV TO KATAAANAO ETTITTEDO
challenge oToug xpnoteg, mpooEpouv feedback, civalr d10dPACTIKEG Kal
O10BTOUV  aQUTOVOMIa, OTTOKTOUV HIO E€Yyevrhy por, n oTtoia augdvel TO
engagement Twv XpNOTWV KAVOVTAG TO TTIO TTIBAVO VA JOIPACTOUV TNV EUTTEIPIA
TOoug pE dANoug. H pory TG gamified epappoynig PTTopEi va eTnpedoel BeTIKA
1600 TO YVWOTIKO engagement pe 10 brand, 600 Kol TO ouvaloBNUATIKO

(Sangroya, Yadav, & Joshi, 2021).

2.8.2 Loyalty KatavaAwTtwyv

To gamification aglotroigital atrd eTaipeieg Katd KUPIO AGYO yia TV augnon Tou
engagement, T BeATiwon Tou loyalty Twv KatavaAwTwy Kal Tn dnuioupyia Pioag
BETIKAG «PUNG» METAEU TWV UTTAPXOVTWY Kal TTIBavwy KaTavaAwTtwy (Poncin
et al., 2019). Q¢ loyalty Twv KaTavoAwTwv opileTal n dEoPEUON YIa TNV
ETTAVAYOPA €VOG OUYKEKPIMEVOU TTPOIOVTOG 1 UTTNPECiag KaT emavaAnyn

MeANovVTIKG (Oliver, 1999). Qotdoo, n emppor] Tou loyalty Twv KatavaAwTwyv
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amdé TIGC gamified e€QapuoyéG UTTOPEl va €CETAOTEI UTTO TO TIPIOPA TOU
WQENIMIOTIKOU OQEAOUG TWV KATAVAAWTWYV Kal Tou NdovioTIKoU opEAoug (Hwang
& Choi, 2020).

H ikavotroinon 1mou TTpoo@épel N GUANOYN AVTAPOIPNG, METATPETTEI TOUG
KATAVOAWTEG O€ TTIOTO KOIVO TTPOG TIG EKACTOTE ETAIPEIEG, HEOW Twv gamified
€Qapuoywy, oAokAnpwvovtag opiopéva  tasks yia  va  €MTUXOUV  TIG
OUYKeEKPIPEVES avTapolBég (Faiola et al., 2013), evw €ival TTOAU TTI0 TTIBAVO va
OUMUETEXOUV Ot OPACEIG Ol OTTOIEG WTTOPOUV va TOUG WEQEANCOUV AUECT
(Meister & Willyerd, 2010).

Ava@opika pe To NOOVIOTIKO OQEANOG, O VEOTEPEG YEVIEG @aiveTal OTI
oupueTEXOUV 0 gamified eQapuoyEg, KaTd peydAo TTooooTo €TTEION €ival ATTAG
OI0OKEDAOTIKEG KAl TOUG ETTITPETTOUV VA EPEUYOUV OTTO TNV KABNUEPIVOTATA
(Huotari & Hamari, 2017; Mathwick et al., 2001). To ndovIoTIKO OQENOG €ival
QUTO TTOU TIPOCQEPEl TO AiOBNUA TNG IKAVOTTOINTIKAG EPTTEIPIAG KAl TNV
oAokAnpwvel o€ BABog kal €ival autd TTOU BIKAIOAOYEI TOV AQUTOOKOTTO TOU
O100KEDAOTIKOU XapakTrpa Twv gamified epapuoywv (Huotari & Hamari, 2017).

2€ OX£OTN JE TO OKEAOG TOU WPEAIMIOTIKOU OQEAOUG, N XPNOTIKN agia PG
EQPAPPOYAG KaBopIfeTal ATTO TNV ETTITEUEN TWV AVAPEVOUEVWY ATTOTEAECUATWY
(Smith & Colgate, 2007). ®uoikd, n MOTOTNTA TWV KATAVOAWTWY ETTNPEAZETAI
atmé TO WEEANIMIOTIKO OPENOG TTOU WTTOPEI va TTPOCQEPEI PIA EQAPPOYH KAl
ATTWTEPOG OTOXOG TNG XPNRong Twv gamified oToIXEiwv gival va €ITUXOUV Th
OUYKEVTPWON TWV avTapuoIBwy TTou TTpoc@épovtal (Hsu & Lin, 2016).

O1 vedtepeg yevIEG €xOouv PEYOAUTEPN ETTAQN KOl €COIKEIWON PE TNV
TEXVOAoyia kai €ival ol Bacikoi xpAoTeg Twv gamified e@appoywy, evw

eTIAEYOUV TNV OAOKANpwWaonN dIadIKaolwy KaTtd KUpio Adyo péow Tou d1adIKTUOU.
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O1  TTaIXVIOOTTIOINUEVEG EQPAPPOYEG TOUG TTPOOPEPOUV  MIa  DIOOKEDAOTIKN
eUTTEIPIO KATA TN OIAPKEIA TNG AyOoPAOTIKNG dladIKaoiag, PeE ATTOTEAEOUA va
ETMOTPEPOUV OTO OUYKEKPIMEVO brand yia emmoueveg ayopég, auédvovtag To
loyalty atrévavti tou. EmTTAéov, n TMOTOTATA TOU KOIVOU au&dveTal Otav
TIPOKUTITOUV QVTOUOIBEG aTTd TN CUMMETOXN Tou Ot gamified €@apuoyég Kal

MTTOPOUV PETETTEITA VA TIG «eCapyupwoouvy» (Shahid & Arshad, 2021).

2.9 Zuptrepdopara BiAloypagikiig Avaockotrnong

2UMTTEPAOUATIKA, ava@épBnke OTI To gamification kal o1 gamified epapuoyEg
éxouv NdON TTapouacia o€ TOMEIG OTTWG N UyEia Kal N eKTTaideuon, PE OTOXO TN
dladikaoia dpaiwong VEwV ouvnBEIWV OTO KOIVO, HECO OTTO TTAIXVIOOTTOINKEVA
mTepIBANovTa. QoTéoO0, Ta TEAEUTAia XPOvVIA EPEUVATAI TTEPICCOTEPO N
aglotroinor| Tou o€ TopEig 6TTwg 1o digital marketing. Z€ auTr Tnv TTEPITITWON, N
OUYKEKPIPEVN TEXVOAOYIQ EQAPUOZETAl JE OTOXO TNV ETTITEUEN TNG PEATIWONG TNG
OX£0NG METAEU TWV KATAVOAWTWY KAl TWV ETTIXEIPACEWV.

Méoa atrd To gamification o1 €TTIXEIPAOEIG UTTOPOUV VA AVAYVWPIoOUV Kal
VA QVTOTTOKPIBOUV JE WEYAAUTEPN ETTITUXIA OTIC AVAYKEG KAl ETTIOUMIEG TOU
KOIVOU TOUG, KAVOVTAG TEG TTIO EAKUCTIKEG TTPOG QUTO.

H ouvdeon piag TmXEipNONG JE TOUG KATAVAAWTEG TNG KAl N augnon Tou
brand engagement tTou utropei va emTeuxBei pe TIc gamified e@apuoyég, NG
divel T duvaTdTNTA CUYKEVTPWONG TTANPOPOPIWY Kal OEBOUEVWY TTOU 0dNyoUV
oTnv auénon Tng TMoTOTNTAG TOUG TTPOG aUTH. H ouvdeon ue 1o ekdoToTe brand
MTTOpEl va emTeuxBei péoa ammd TIG KOIVEG afie¢ TTOU QOTTAETal UE TO

KATAVOAWTIKO KOIVO, KABWG Kal TO aioBnua Tou avAKElV TToU VILWBE 0 XproTng
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Katd TNV aAAnAetTidpacr] Tou 1600 pe 1o brand, 600 Kal PJE TOUG UTTOAOITTOUG
KATAVOAWTEG TTOU TO EUTTIOTEUOVTAL.

Etriong, avaAuBnkav ta douikd oToixeia piag gamified e@apuoyng, ta
oTToia €ival N PNXavikh, N duvauikhg Kal n aiodnTikr). Baoel Tou TeAguTaiou,
avaeépBnkav w¢ a1oBnTIKOi OTOXOI Ta OUVAICHONUATA TTOU TTPOKAAOUVTAI N
€MMOUPOUNE va TTPOKANBOUV OTOUG XPOTEG, T OTTOIA OUCIOOTIKA Ba opicouv
Ta GAAa dUO oToIXEIQ, TN MNXAVIKA KAl TNV A100nTIKN.

EmmAéov, €yive ava@opd oOTIG JIAPOPETIKEG NEBODOUG £QAPUOYNG ME
oTOXO TN BEATIOTN atrdédoon Twv gamified epapuoywy, avaloya Pe TO €idOG Kal
TO UQOG TNG EKACTOTE ETTIXEIPNONG TTOU TA AEIOTTOIEI OTN OTPATNYIKN TNG, KABWG
KAl OTA KivATPA TTOU TTAPAKIVOUV TOUG XPHOTEG VO CUUHPETEXOUV O€ DIAQOPETIKEG
gamified e@apuoyéc. Ta €0WTEPIKA KivnTpa €ival auTd TTOU TTPOKAAOUV TNV
KIVQTOTTOINON TOU ATOMOU HE OTOXO TNV OAOKAApwon dpacTnpIOTATWY Yid
ETTITEVEN TOU QIOOANOTOG TNG €UXAPIOTNONG, E€VW TO EEWTEPIKO KivnTPO
KIVNTOTTOIEI TO XpriOoTN PACEI TOU AIOBUATOG TNG UTTOXPEWONG.

TéNog, pEOw TOUu engagement ol KatavaAwTtég Opouv wg brand
ambassadors yia Tnv £TIXEipnon, TPOOKOAWVTAG KI AAAOUG XPrOTEG va TNV
EUTTIOTEUBOUY, eV UE TO loyalty emmiTuyxavetal n déopeuon yia eTTavayopd armd
TNV idla eTTIXEIipNON.

Evrotriotnke, Aoimmov, Bdaoel TG BIBAIOYPAQIKAG avaoKOTTNONG, KE TTOI0
TPOTTO TTNPEACOUV oI gamified eQapuOYES TN CUVOECT) TWV KATAVAAWTWYV HE TIG
ETTIXEIPAOEIG KAl yIa TTOI0 AOYO. 2Ta €TTOMEVA KEPAAQIQ, Ba HEANETHOOUME
EUTTEIPIKA TOV TPOTTO UE TOV OTTOIO OI KATAVOAWTEG eKAauBdavouv TI¢ gamified

EQPAPMPOYEC OTAV TIG OUVAVTOUV KATA TNV ayopaoTikr Oladikacia Kal Troia
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OoTOIXEia €ival QUTA TTOU TOUG €AKUOUV TIEPICOOTEPO OE TETOIOU €idOUG

EQPAPHOVEG.
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KE®AAAIO 3: Me8odoMoyia Epeuvag

3.1 Eicaywyn

H épeuva dounBnke og dUOo PEPN, auTd TNG MEAETNG TOU case study Kal o€ auTo
TNG £PEUVAG PE EPWTNUATOAOYIO. 2TOXOG TOU OITTOU XOAPOKTAPA TNG £PEUVAG
gival n oUyKPION TWV OTTOTEAECUATWY PETAEU TNG TTPOKTIKAG EPAPUOYNS TOU
gamification o€ €mixeipnon AiavikoU ePTTopiou, KABWG Kal Twv dEBOUEVWY TTOU
OUYKEVTPWONKav atod To KOIVO, HECW TOU EPWTNUATOAOYIOU.

MapakdTw, Ba avaAubei o TPOTTOG PE TOV OTTOI0 CUYKEVTPWONKAV T dEdOUEVA
ammdé TNV E€TIXEipnon, KaBwW¢ Kal o TPOTIOG WE TOV OTroio dopnenke TO

EPWTNHATOASYIO.

3.2 EpeuvnTiké MovTtéAo

O1 uttoBé0E€IC TIG OTTOIEG KAAEITAI VO ECETACEI N CUYKEKPIPEVN €PEUVA, Eival Ol
€SN

o H1l: To gamification emnpedler 10 engagement kai loyalty Twv
KaTtavaAwTwyv. H geAETN TTepimmTwong TG kautraviag “Ti nisi ‘se si” Tou brand
“Sun of a Beach”.

o H2: H mapoucia gamified e@apuoywv €xel BeTkr emmidpacn oOTO
KATAVOAWTIKO KOIVO OXETIKA PE TO engagement TTpOG TIG ETTIXEIPHOEIG TTOU TIG
aglotrolouv.

o H3: H mapoucia gamified e@apuoywv €xel OeTikn €midpacn aOTO
KATOVOAWTIKO KOIVO OXETIKA ME TO loyalty TTpog TIG €ETTIXEIPAOEIG TTOU TIG
aglotrolouv.

o H4: YTTapyouv TTapAayovTeG TTOU auéAvouv Tn CUUUETOXN TOU KOIVOU O€
gamified epappoyEg.
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O1 mmapatrdvw utroBéoelg Ba peAeTnBoUv Bdaoel Twv OedOUEVWY TTOU
€XOUV OUYKEVTPWOEI atrd Tnv kaptravia Tou brand, kaBwg kai atmd Ta dedopéva
TTOU OUyKevTpwOnkav atmd 10 epwTtnuaToAdyio. ‘Etreira, Ba yivel ouykpion
METAEU TOUG, KOBWG Kal oUyKpIon PE Tn Bewpia, yia va PeAETNBOUV Ta onueia

OTA OTTOIA UTTAPXOUV CUPQPWVIEG ] OTTOKAIOEIG.

3.3 Case Study: Zuykévrpwon Aedopévwyv Kaptrdaviag

MNa TN ouykEVTPpWOon Twv dedOUEVWY TNG KauTraviag “Ti nisi ‘se si” Tou brand
“Sun of a Beach”, Trpoxwpnoa o€ emikolvwvia pe To Cambo Agency, 1o o1Toio
gixe avahaBer tn dnuioupyia kal TTpowdnon Tng Kaptaviag Ttou brand. H
ETTIKOIVWVIQ Kal TTapaxwpnon Twv 0edopévwy atrd 10 Agency £yIve PEOW
NAEKTPOVIKAG aAAnAoypa@iag Kal Trapaxwpnong PBivieo PeE Ta  OTOIXEIQ

a1TOd00NG TNG KAPTTAVIOG.

SUN of a BEACH

NN Presents S

h s se st

Take the quiz—._

to find out!
6 Play Now!

Eikéva 1: Kaptravia “Ti nisi ‘se si”

(Cambo Agency, 2020)

37



3.3.1 TautéTnTa
To Sun of a Beach €ival éva veaviké brand, 1o otroio d108€Tel ageooudp Kal
pouxa yia tn BaAacoa Kal gival atréAuTa TauTIOPEVO PE ToV NAIO, T BAGAacoa
Kal Ta EAANVIKA vnold.

O11dpuUTpIES TOU brand gekivnoav Pe Tn dnuioupyia TTETOETWY BaAdoong,
ME OTOXO TNV avdadeEIgr) TOug 0€ aggooudp POdAG, VW ETTEKTABNKAV OTADIOKA
Kal o€ GANa TTPOIGVTA, OTTWG TOAVTEG, JayIO KAl pouxa TTapaAiag, HETAEU AAAWV.
210X0G Tou brand civai n dnuioupyia TTPOIGVTWY BAAGCONSG UYWNANG TTOIOTNTAG
Kal aioONTIKAG, N TTOpAywYyr TWV OTTOIWV YiVETAI ATTOKAEIOTIKA 0TV EAAGDQ.

MapdAAnAa, 10 brand emdeikviel peydAn euaioBnrotroinon yia tnv
TTpooTacia Tou TTEPIBAANOVTOG Kal TTPAYHATOTTOIEI OPATEIS VIO TNV EVNUEPWON
Kal EuaioOnToTTOINCN YIO TA TTPOCTATEUOUEVA €idn TNG Meooyeiou. Méow NG
ouvepyaoiag Tou pe TNV WWF, éxouv OnuIoupynoel AtTOKAEIOTIKA O€lpd
TTPOIOVTWY, ME OTOXO TNV EvNUEPWON YIa TNV UTTEPAAieuon, TNV KAIUATIKA
aAayry kar T poOAuvon. MEpog Twv €00dWV TNG OCUYKEKPIUEVNG OEIPAG
diatiOetal otn WWF EAANGSOG, yia ThV EVIOXUOT TWV TTPOCTTIABEILV TOUG.

To brand “Sun of a Beach”, Aoitmov, gival veaviko kai fun, pye aydarn yia
TN 6dAacoa, TO KOAOKaipl Kol Tn @QUON Kal PEoa ammd TIG OUAAOYEG Tou
TpooTradei va avadeifel kaBnuepiva avtikeipeva Baldoong oe ateooudp
MOdag. To Koivé OTO oTToio aTTeuBuvETAl, AOTTACETAI TIG AgiEG KAl TOV TPOTTO
okéWng kalr dpdong tou brand, pe aydmn yia Ta TTOIOTIKA TTPOIOVTA KaAl TO

KaAoKaipl.
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3.3.2 Z16)01 Kal Opapa Kaptraviag

To brand atmreuBuvbnke oto Cambo Agency yia Tn dnuioupyia TNG KAAOKAIPIVAG
Tou Kautraviag yia 1o 2020. QoT600, oI TIPORAEYEIC YIA TO OUYKEKPIYEVO
KaAoKaipl Oev ATAV IBIAITEPA EUOIWVES, AOYW TWV TTEPIOPICTIKWY PETPWYV YIA TNV
KatatmoAéunon tou Covid-19.

To ouykekpipévo dIdoTnua dev TTPORAETTOTAV 181AITEPA ATTOOOTIKO YIA TO
brand, kKaBwg ev pEOwW TNG KOPAVTIVAG TO KATAVAAWTIKO KOIVO d€ yvwpIle e
Ca@RVEIa AV Ba KATOPEPEI VA TTPAYHUOATOTTOINCEI TIG KAAOKQIPIVEG TOU OIOKOTTEG
Kal dev ATav TTPOBuPo va avalnThoel Kal va TTPOXWPNOEl 0 ayopd OXETIKWVY
TTPOIOVTWV. 110 CUYKEKPIPEVA, BATEI TWV BEDOUEVWV TNG ETAIPEIAG Ol TTWARCEIG
onueiwvav -30% peiwaon.

To brand, AoItév, cuvepydoTnKE PE TO agency yia Tn dnuioupyia piag
KAUTTAVIOG N OTToia €iXe OTOXO VO QEPEI OTO KOIVO YVWPIPEG EIKOVEG TOU
€EAANVIKOU KAAOKQIPIOU Kal VO PTTOPECEl va TO TagIOEWElI —€0TW Kal vonTd- oTa
eANVIKA vnoid. Me auTtd Tov TPOTTO TTPOEKUWE N dnuioupyia TNG KaUTTaviag “Ti
nisi ‘se si”, yia va Ptrop€oel va atreubuvOei oTo KoIvO Kal va TOU UTTEVOUIOEI
TNV £vvola Tou EAANVIKOU KaAOKaIpIoU, akOPa Kal o€ hia TOoo OUCKOAN TTEPindo.

Me autd Tov TpoTTO Ba avatrTucodTav To brand awareness Tng €TaIpEiag,
evw Ba €0ive Tnv eukalpia oTo Koivé va Tautioel To brand pe 10 €AANVIKO

KaAoKaipl.

3.3.3 Aopn kai MNepiexdpevo Kaptrdviag
H etaipeia Cambo Agency, avéAaBe Tn dnuioupyia kal dlaxeipion TNG KAPTTaviag
“Ti nisi ‘se si”, Tou brand “Sun of a Beach”. Anuioupynoe, AoIttov, éva Kouil o€

Mop@n TTaixvidlou, To OTToio KolvoTroiInenke ota social media Tou brand kai

39



KAAOUOE TO KOIVO VA CUMMETEXEL. KATOTTIV TNG OAOKANPWONG TNG CUPMETOXNAG
OTO OUYKEKPIMEVO KOUIC, e€u@avICOTaV ME TTOlI0 €AANVIKO vnoi TauTioTav
TTEPICTOTEPO O EKACTOTE XPROTNG.

O pnxaviopog Tou Taixvidiou ATav 1diaitepa amAdg. O XpAOTNG ETTPETTE
va aTTAVTACElI 0€ EPWTHOEIG TTOU aPOopoUCaV TTPOCWTTIKESG TTPOTIUACEIG UETAEU
2 mBavwv ataviiocwyv. O1 EpWTNACEIG TTPOG TOUG XPNOTEG ATAV OTTAEG Kal
KaravonTtég, OTTWG Yia TTAPAdEIYPa €AV TTPOTIMOUV TTapaAia YE aupoudid N

BoToaAa, av ammoAapBavouyv TTEPICOOTEPO TN XWPEIATIKN A TO ceviche K.a.

Cuteroom
(=

R -
: »

’

o

i

L
\ (l‘!‘ Glam room

Eikéva 2: User Experience

(Cambo Agency, 2020)

Otav 0 xpNoTng oAoKAAPWVE OAEG TIG EPWTACEIC TOU, EUPavICOTAV TO
vnoi JE TO oTToio TalpIdlel TTEPICOOTEPO. TO agency €ixe OUYKEVTPWOEI Kal
Kataxwpnoel 6edopéva oTov aAyopIBUo TNG EQAPUOYNG, O OTT0I0G UTTOAOYIZE TO

match Tou K&Be TTaikTn e TO vNoi TTou Tou TaIPIACEL.
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Eikéva 3: «AAy6pi10uog» Epapuoyng
(Cambo Agency, 2020)

‘Emeira ammé Tnv oAokAfpwaon tnG O1adikaoiag, ol XProTeG €ixav Tn
duvaToéTNTA VO KOIVOTTOIOOUV TO ATTOTEAECUA TOUG OoTa social media, woTe va
AaBouv pépog og diaywviouo, yia va kepdioouv Eva gift box pe TTpoidvra Tou

brand.

SUNoraBEACH

Trgese se st

So, that’s who | am!

Share your result and enter the draw

to win a Sun of a Beach gift box!

< Share Result

Eikéva 4: Zuppetoxn o€ Alaywviouo

(Cambo Agency, 2020)
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Me auTtd TOV TPOTTO, N EQAPUOYN MTTOPOUCE Va £XEl IDIAITEPN ATTAXNON
TTPOG TO KOIVO. AQ’ eVOG, Ta dIAOKEDACTIKA KAl KAAOKAIPIVA XAPAKTNPIOTIKA TNG
EQPAPPOYAG UTTOPOUCAV VA TTPOCEAKUCOUV TO EVOIAQPEPOV TNG CUPHPETOXNG TWV
XPNOTWV Kal a@’ €Tépou, va augnbei 10 brand awareness, péow Twv
KOIVOTTOINOEWV TWV ATTOTEAEOUATWYV TWV XPNOTWV, ETTITUYXAVOVTOG MEYIOTN

dlaoTropd.

3.4 EpwTnuatoAdyio
Aeltepo OTAdIO TNG MEAETNG €ival N OUYKEVTPWON OedOPEVWY ATTO TO
KATAVOAWTIKO KOIVO, yIa TO TTWG avTINETWTTICouv TIG gamified epappoyég, otav
TOug Trapoucidfovtal KaTd Tnv ayopaoTik Oladikacia, €dv TTPOTINOUV
KATOOTAMATA OTA OTTOIA €ixav ouvavTrioel gamified eQapuoyEg Kal yia TTo10 AGyo
OUMNMETEXOUV O€ QUTEG.

H €peuva yia Tn OUYKEKPIUEVN MEAETN TTPAYMATOTTOINONKE HE TN
onMIoupyia €PWTNUOTOAOYIOU O NAEKTPOVIKI) HOP@r Kal dlavour Tou PECW
O1adIKTUOU, yIa va EMTEUXOEi N OuyKEVTpwon OcLiyMaTog MECW TUXAIOg
delyparoAnyiag. To epwTNPATOAGYIO ATTOTEAEITAI ATTO 22 £pWTHOEIG TTOAAATTARG

ETMAOYNG Kal HECOG XPOVOG OCUUTTARPWOTG Tou uttoAoyieTal oTa 5:30 AeTTTA.

3.4.1 Aciypa

To d¢eiyua Tou gepwTnuatoAoyiou atroteAeital amd 146 &Topa, evw €XEl OPIOTEI
TTEPIOPIOPOG O OTT0I0G APOoPd NAIKIGKA KPITAPIA, KABWS N épeuva €oTidlel o€
aropa nAikiog 15-41 etwv. O OUYKEKPIUEVOSG TTEPIOPIOUOG TEBNKE yia Tnv
ETTITEUEN OUYKEVTPWONG OEIYHNATOG TO OTTOIO £XEI KAAR OXEON PE TNV TEXVOAOYiQ

Kal gival 1o OEKTIKO oTnV OAOKANPWON ayopwyv HEow diadikTuou. ETriong, yéow
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TOU TTEPIOPIOUOU ETTITPETTETAI N AVADEIEN CUPTTEPACHUATWY YIO OUYKEKPIUEVO
KATAVOAWTIKO KOIVO, TO OTTOIO €ival ECOIKEIWPEVO UE TIG VEOTEPEG TEXVOAOYIEG,
ETMIAEYEI CUXVA VA TTPAYUATOTTOIEI AYOPEG HEOW DIABIKTUOU Kal gival evepyod oTa
social media.

To dciypa TTou CUYKEVTPWONKE OEV €ival AVTITTIPOOWTTEUTIKO, KABWG dev
EXEI OUPTTANPWOEI peydAog apiBudg atraviiocwy, WoTOOO ATTOTEAEI convenient
sample, Aoyw E€ANAeiwng xpovou. To epwTnUATOAOYIO ATAV €veEPYO TTPOG
atravinon otmd To KoIVO yia 12 nuEPEG, OTIG OTTOIEG OUYKevTpwOnkav 146

QTTAVTAOEIG.

3.4.2 Aiadikacia ZUAAOYAG ZTOoIXEIWV

To epwTNUATOASGYIO doPNRONKE e TPOTTO WOTE VA CUAAEYOUV dedopéva Ta OTToid
aPOPOUV ToUuG AOYOUG CUMMETOXNG TOU KOIvoU o€ gamified epapuoyEéG Kal va
QAVEi O TPOTTOG UE TOV OTTOI0 AUTEG ETTNPEACOUV THV AyoPACTIKA dladIKacia Kal
TN ox€on Toug Je Ta brands.

O1 apxIKEG €pWTAOEIG TIOU TEOBNKAV AQOPOUV Ta dnuUOoypaPIKA
XOPAKTNPIOTIKA TOU BEIYUATOS KAl T OXEON TTOU £XEI UE TNV TEXVOAOYIA, KOBWG
Kal TG00 OUXVA TTPAYUATOTTOIEI NAEKTPOVIKEG AYOPEG.

‘Emreita, T€ONKAV €PWTAOCEIG OI OTTOIEC a@opouv To €idog gamified
EQOAPUOYWV TIOU €XEl OUVAVTAOEl TTPOOQATA, KABWGS Kal TO €id0G TwV
ETTIXEIPACEWY OTIG OTToiEG €xel ouvavTroel gamified epapuoyég 1o deiyua.
EmtrAéov, ol epwTACEIS apopoUV Toug AOYOUG yia TOUG OTToioUuG AapBavel pépog
O€ QUTEG, €AV TIGC PPIOKEl DIOOKEDAOTIKEG Kal €Av atroTeAOUV TTApAyovTa TToU

eTNPeddel TNV eTmavayopd aTmmd KATTOIO OUYKEKPIUEVO KOTAOTNPA, EVW
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UTTAPXOUV EPWTNOEIS Ol OTTOIEG APOPOUV TN CUMMPETOXN o€ gamified epappoyEg
pMéow social media.

Opiopéveg EpWTAOEIG TEBNKAV WOTE VA YiVEI AVTIANTITO AV EVOXAEITAI TO
KOIVO atro Tnv Uttapén gamified epapuoywyv o€ NAEKTPOVIKA KATACTHAUATA KOl
EQV TIPOTINA ETTIXEIPACEIG TTOU OEV TIG €XOUV EVTALEI OTNV AYOPAOTIKA
dladikagia, EvavTi AuTWY TTOU TIG agloTTolouv. TEAOG, {NTABNKE va atTavTnoEl TO
Ociyua trola gamified epappoyn Bpiokel TTIo evAIOPEPOUOA.

O1 OUYKEKPIYEVEG EPWTACEIG £XOUV OTOXO VA EVTOTTIOOUV TN OXE0N TWV
VEWV aTOpwv Pe gamified €QaPUOYEG KAl TTWG TIG AVTIMETWTTICOUV KATA T
d1dpkela TNG ayopaoTiKAG dladikaciag. Méow Tou epwTnuaTtoAoyiou Ba yivel n
TIPOOTIABEIO EVTOTTIONOU TNG ETTIPPONAG TTOU €XOouv ol gamified epapuoyég oTo
engagement kai 1o loyalty Twv KOTAQVOAWTWY MPE TIG ETTIXEIPAOEIG Ol OTTOIEG TIG
EVIAOOOUV OTN OTPATNYIKA TOUG.

Eriong, Ba yivel TpootrdBeia eUpeonG TwV KIVATPWY TTOU KIVNTOTTOIOUV
TO0 Otiyua va ocuppeTéEXel o gamified eQapUOYEG Kal €AV AUTEG ATTOTEAOUV
KaBopIOTIKO TTaPAyovTa YIa ETTIOTPOPR O€ KATTOIO KATAOTNUA TTOU TIG £XEI
eVTAgel oTnv ayopaoTikn diadikaoia r edv deixvouv peyaAlTePN TTPOTIUNON O€
KataoTAuaTa Tou 8¢ dlaBétouv gamified epapuoyEg.

Méoa atmrd Tn ouykéEVTpwon Twv OeBOUEVWY Kal TNG avaAuong Twv
OUMTTEPACHATWY TOU OUYKEKPIMEVOU epwTnuatoAoyiou, Ba yivel n ocuykpion
METALU TV eupnuATWwyY TNG PIBAIOYpaiag Kal Ba TTPOKUWEI TO CUUTTEPAC A EQV
Ta QaTmmoTeEAéoPATa TNG €PEUVAG CUPQWVOUV 1 Oev CUP@QWVOUV HE TNV
uttdpyxouoa Bewpia kai yiaTi. To epwTnUATOAOYIO ATAV TTPOCRACIUO PEOW

NAEKTPOVIKOU OUVOETHOU.
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KE®AAAIO 4: AmroreAéopara

4.1. Eilcaywyn

Ta amoteAéopara TTou TTpoékuwav atmmd Tn MEAETN Tou case study Kal TnG
€PEUVAG TOU €pwWTNPATOAOYIOU TTAPOUCIAlouv HEYAAO evOla@EépoV, TOOO
MEPOVWUEVA, OO0 Kal 0T METAEU TOUG OUYKPION.

To case study Tou brand “Sun of Beach” kal n kaptrévia yia To KaAokaipl
Tou 2020 atrodeixOnke aTTOTEAECUATIKA, 18IAITEPA AV AVAAOYIOTEI KAVEIG OTI TN
OUYKEKPIMEVN TTEPIO®O €ixav OeOoTTOTEl QUOTNPEOI  TTEPIOPICHOI  yIa TNV
KatatroAéunon NG e€GTTAwong Tou Covid-19.

H kautravia oto oUvoAd TnG atTé@epe BeTIKG atmoTeAéopaTa oTo brand,
1600 O0TO OKEAOG TOU engagement kai loyalty Twv katavaAwTwy, 600 Kal OTO
OKENOG TNG atrodoong KEPOOUG Kal au¢nong TTWANCEWY, eV TTOPAKATW Oa
avaoAuBouv Ta TTo000TA OTTWG KolvoTtToinenkav atmd to Cambo Agency, ToO
OTTOiI0 dNUIOUPYNOE Kal BIAXEIPIOTNKE TN CUYKEKPIMEVN KAUTTAVIQ.

Bdoel Twv OTTOTEAEOPATWY TOU €pwTnUATOAOYiou, TTPOKUTITEI TO
oupTTépacpa 6T oI KaTavaAwTEG Bpiokouv evdlagépov To gamification kai To
avTIgeTWTTICOUV BeTIKG OTAV TO OUVAVTACOUV KOTA TNV ayopaoTIKr diadikaaoia.
EvroUTtoIg, OUMMETEXOUV KATA KUpIo AGyo OTav TTPOKEITAI VA ATTOKTOOUV
KATTOI10 OQEAOG, OTTWG EKTTTWON | GUAAOYH TTOVTWV.

MapakdTw Ba TTapouciacTolVv avaAuTIKG Ta aTToTEAEOPOTA TNG MEAETNG

TTEPITITWONG, OGO KAl TOU EPWTNUATOAOYIOU Kal N JETAEU TOUG CUYKPIOT.

4.2 Engagement ZUPMETEXOVTWY oTnNV Kaptravia
H kautrévia “Ti nisi ‘se si”, n otroia dnuioupynbnke yia 1o kaAokaipl Tou 2020

€0Tiaoe KATA TTOAU OTIC AVAPVAOCEIS TWV XPNOTWV OXETIKA PE TO €AANVIKO
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KOAOKQIipI KOl TOUG £QEPE KOVTA OTIG OUVABEIEG TWV KOAOKAIPIVWV TOUG
dlakoTTwyv. H avaykn yia eTa@r he TIG ayatTnuéVveES TTapaddoelg TTou Bupifouv
KAAOKQipI KOl 0 CUVOUACUOG ME TNV ATTAR JOP®N TOU KOUIC Kal TNV EUKOAN XpHon
TOUu, OUVEBaAQV OTAV AQUENUEVN CUPPETOXI TOU KOIVOU.

Bdoel Twv dedopévwv TTOU cuykevTpwonkav atrd tnyv etaipeia Cambo
Agency, n oTtroia JIaxEIPIOTNKE TNV KAUTTAVIA, €ival 1I8IITEPA CNPAVTIKO TO
yeyovog 0Tl T0 95% Twv atOuwy TToU EKivnoav To KOUiC, OAOKANpwaoav Kal TIG
30 epwTnoeIG TTOU TOU TEONKAV. TO OUYKEKPIPMEVO TTOOOOTO AVODEIKVUEI TO
EVOIOQPEPOV TWV XPNOTWV TTPOG TO KOUIC, TNV EUKOAN Xprion ToU Kal TO CwoTo

oxedlaouo Tou User Experience.

OAOKANpwoEe
TO quiZz!

Ewkova 5: Nocootdo OAokApwong Quiz

(Cambo Agency, 2020)

Katd 10 didotnua Tmou Atav evepyd To Kouig, utmpgav 214.000
OupueTOXEG. ATTO auTég, ol 135.000 TTpoABav atTd XproTeG TToU BpiockovTav
otnv EANGOa, 55.000 otnv Apepik kal 10.000 atopa cupueTeixav atrd tnv

AyyAia (Cambo Agency, 2020).
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214.000 xpnoreg 130K, 55K 10K

énalcav ti n"si 'se si! ané mv EAAada ano v Apepikn ano AyyAla

Eikéva 6: Engagement Xpnotwv

(Cambo Agency, 2020)

EtTouévwg, T0 engagement Tou KOIVOU PE TO OUYKEKPIPEVO KOUIC ATAV

UYnAQG, ETTITUYXAVOVTAG JEYAAQ TTOOOOTA CUPMETOXNG KAl OAOKARPWOTNG TOU.

4.2.1 Loyalty Zuppetexoviwy otnv Kauytrdvia
O1 xpnoteg €deiEav peydAo evBouoiaoud yia TO KOui{ TNG KAUTTAVIOS Kal N
OUMMETOXN TOUG ATAV IDIAITEPQ EVEPYN.

Mepioootepor amd  15.000 OUPMETEXOVTEG — KolvoTroinoav — Td
atroTeAéopaTa Tou KouiC Toug ato TTPpo@iA Toug oto facebook (Cambo Agency,
2020). AgiCel va onueiwdei wWoTOCO, OTI TO CUYKEKPIYEVO Briua atroteAoUoe
TTPOUTTO0EON YIa CUMPMPETOXN O KAPwOn, WOTE va KePOIoOUV oI XPROTES

TTPOIOVTA TNG ETAIPEING.
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AnoTeAécpara

Mavw aro 15.000
XPHOTEG HolpdoTNKAv
TO vnoi Toug!

Eikéva 7: Shared Results

(Cambo Agency, 2020)

EmmAéov, pEOW TNG OUYKEKPIUEVNG KAPTTAVIOG OUYKEVTPWONKav
TePIooOTEPES aTTd 200.000 diguBuvoeig email xpnoTwv yia 1o brand. T€Aog,
TTaP’ OTI N CUYKEKPIPEVN XPOVIA onueiwve peiwon -30% oTig TTwAAoEIg, To brand
Katagepe KAtotmv Tou launch tng kaptraviag va onueiwoel 140% augnon oTig

TTwAnoelg Tou (Cambo Agency, 2020).

0%

Kt d\Aa artoTeAéopara

N
140% av&non

rTwANCewyv yla
10 brand!

0%

Eikéva 8: Au¢non NwARoewv

(Cambo Agency, 2020)
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To koIvé @avnke 181aiTepa loyal Tpog 10 brand, cupTrépacpa 01O OTTOI0
KaTaAryoupe géoa atro 1o TTAB0G TWV KOIVOTTOINCEWY TWV ATTOTEAECUATWY TOU
Koui(, Tou peyaAou apiBuou email TTOU OuyKevTpwONnKav, KABWG Kal TNG

EVTUTTWOIOKAG augnong Twv TTwAnoewv (Cambo Agency, 2020).

4.2.2 Zuptrepdopara Case Study

Katdmiv TnNg ouykEVTpwong Kal PEAETNG Twv Oedouévwy Tou case study,
MTTOPOUME va emMRERBAILOOOUPE TNV I0XU TNG TTPWTNG uttéBeong H1, n oTtroia
ava@épel OTI: To gamification emnpedler 1o engagement Kai loyalty Twv
KaravaAwTtwyv. Baoel TnG HEAETNG TTEPITITWONG TNG KaUTTAvIag “Ti nisi ‘se si” Tou
brand “Sun of a Beach”, To gamification €ixe BeTIkr) €TTidpaACN 0TV AUENON TOU
engagement kai loyalty Twv KaravoAwTwv TIPOG TO OUYKEKPIPEVO brand,
ATTAVTWVTAG BETIKA O0TNV UTTOBe0oNn H1.

ACiCel va onuelwBei OTI N CUYKEKPIPEVN KauTTavia €yive viral pe 10
OI00KEDAOTIKO Kal avAAA@PO TTEPIEXOUEVO TNG, KABWGS AvVTATTOKPIVETAI Kal
Taipiddel oTO UQPOG Tou brand kal Ta XapPOKTNPEIOTIKA TOU KOIVOU OTO OTTOIO
oTtoxevel. Méow autou avadeikvUeTal N onUAcia TOU TTEPIEXOMEVOU TWV
gamified e@apuoywv Kal n aueon ouvdeorh Toug Pe TO brand yia 1O OTT0IO

onuioupyouvTal.

4.3 AtroteAéoparta EpwrnuaroAoyiou

Katdmiv TG 0AOKAApWONG Tou dIACTHUATOS KOTA TO OTTOI0 TO £pWTNUATOAGYIO

TTOpPEUEIVE OIABECINO TTPOG ATTAVTINON, £EYyIvE N MEAETN Kal avdAuon Twv
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0edONEVWYV TTOU CUYKEVTPWONKav. Baoel Twv eQONEVWY TOU £PWTNUOTOAOYIOU
Ba TTpokUWel n emReRaiwon N amoppiyn Twv uttoBéoewyv H2, H3 kal H4.

H utréBeon H2 agopd Tnv TTapoucia gamified epapuoywy Kai T BeTIKA
ETTOPAON TIOU MTTOPEi va €XEl OTO KATAVOAWTIKO KOIVO OXETIKA ME TO
engagement TTpOG TIG ETTIXEIPACEIG TTOU TIG AlOTTOIoUV. AvTioToIXa, n uTTOBeon
H3 agopd tnv mapoucia gamified epapuoywv kai Tn BETIKA €midpaon TTou
MTTOPEI va €XEl OTO KATAVOAWTIKO KOIVO OXETIKA e TO loyalty 1mpog TIg
ETTIXEIPAOEIG TTOU TIG aglotrolouv. O1 uttoBéoelig H2 kal H3 Ba emBefaiwbouv A
Ba ammoppipBouv PéEow avaAuong ouoxETiong Twv PETaBANTwv. TEAOG, N
uttéBeon H4 agopd Tnv UTTAPEN TTAPAYOVTWY TTOU AUuEAVOUV T CUPUETOXT TOU
Kolvou o€ gamified epapuoyég, n otroia Ba arravinBei Bacel TNG TTPOTIUNONG

TTOU £0€IEAV Ol EPWTWMEVOL.

4.3.1 Anpoypa@ikd Ztoixeia Agiyparog

To epwTtnuatoAdyio atmraviriOnke ocuvoAika amd 146 daroua, 77 yuvaikeg, 68
avdpeg Kal 1 dropo 1Tou dev TTPOCdIOPIcE TO UAO Tou. Na Tnv atTdvTnon Tou
OUYKEKPIPNEVOU epwTnUOTOAOYIOU atreuBuvOnka o€ dropa nAikiog 15-41 eTwv
(Millennials & Gen Z), kaBwg €ival TTI0 £EOIKEIWPEVOI PE TNV TEXVOAOYIA Kal TIG
NAEKTPOVIKEG ayopEG. QOTOCO, TO HEYAAUTEPO PEPOG TOU deiyuaTtog gival 25-41
eTWV. Mo ouykekpipéva, 10 36,3% TOU KoIvoU avikouv oTo NAIKIakS group 25-
29, 10 33,56% civan 30-35 eTwv Kai 10 17,81% eival petagu 36-41 etwv. ETriong,
10 53,42% ToU O¢iypaTtog gival atré@oitol TEI ) AEI kai 10 33,56% €ival kaToxol

METATTTUXIAKOU.
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4.3.2 ETragn pe TexvoAoyia kai HAekTpovikég Ayopég

O1rwg BAETTOUNE OTO MpdEnua 1, TO HEYOAUTEPO TTOCOCTO TOU deiypaTos (92%)
OnAwvouv OTI €xouv KaAN ) TTOAU KaAr ox€éon PE TNV TeXVoAoyia Kal JOAIG TO
8% dnAwvel 0TI €xel PETPIO OXEON, evw OEV UTTAPEAV ATTAVTHOEIG O OTTOIEG va

ava@Eépouv OTI €ixav KAk ) TTOAU KAKr) 0X€0N YE TNV TEXVOAOYia.

Mooo KaAn oxEon €XETE UE TNV TEXVOAOYLQ;

= [ToAU kaAr} = KaArp = Métpla Kakry = MoAU kakn

Fpagnua 1: Zxéon pe Tnv Texvoloyia

Emiong, 10 64% TOU O¢iyuarog atrdvrnoe OTI  TTPAYUATOTTOIE
NAEKTPOVIKEG ayopES 1-2 @opég 1o prva. OTtwg @aivetalr oto 'pdenua 2, 10
67% TOU OUuvOAOU TOU OEiyHaTOG €XEI EYKATAOTHOEl KATIOIO EQAPMOYN

KATaoTNUATWYV AlavIKOU EUTTOPIOU OTn smartphone ocuoKeur TTOU XPNOIKOTTOIEI.
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EXETE EYKATAOTAOEL EGAPLOYEC KATAOTNHATWY ALAVIKOU
gUnopiov oto smartphone oag;

5 Nat =Oxt = Ae yvwpilw/Aev amoaviw

Fpdenua 2: Eykardotaon E@appoywyv Kataotnudrwyv

4.3.3 Engagement KatavaAwTtwyv
Bdaoel Twv Oedopévwv  TTOU  TTPOEKUWAV  ATTO  TIG  OTTQVTHOEIS  TOU
epwTnuartoAoyiou, Ba yivel avdAuon Tou engagement TwWV KATAVOAWTWY KOl
WG autd emnpedletal ammd TI¢ gamified epapuoyés. To engagement Ba
avaAuBei BAoel TNG CUPPETOXNS TWV KaTavaAwTwy o€ gamified epappoyEg, Tnv
QVTIMETWTTION TOUG TTPOG AUTEG —EAV TIG BPIOKOUV EVOIOPEPOUTEG ) EVOXANTIKEG-
KaBwg Kal TNV CUUUETOXA TOUG O ONUOOCKOTINOEIG KAl EpWTNUATOASYIa OTA
social media Twv eshops.

210 pdpnua 3 PBAémoupe OTI TO OUVOAO TWV QATTAVTIACEWV TTOU
OUMUETEXEI €0TW KAl MPEPIKEG QOpEC o€ gamified epapuoyég OTav QUTEQ

TTapouaciddovtal Katd Tnv ayopaoTikr dladikaoia, eTavel T0 65%.
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JuppeTEXeTe o€ gamified edpappoyEG, OTAV AUTEG 0OC
TIOPOUCLOOTOUV KATA TN SLAPKELO TWV AyOpWV OaC;

= Nat =0xt = Mepkég popéeg Ae yvwpilw/Aev amavtw =

Fpdenua 3: Zupperoxn oe Gamified EQapuoyég

To 64% TOoU ouvdAlou Bpiokel TIG gamified epappoyEG HETPIA WG TTOAU
evllo@Epouoeg. ZTov Mivaka 1 BAETTOUE OTI N PEoN TIUA TWV ATTAVTACEWY Eival
29,2, pe TIG atTavTAoEIG «Aiyo» Kal «APKETA» va BpiockovTal KOVTA OTn PEoN
TIuA. QoTO00, N TUTTIKN aTTOKAIon dciypaTtog @Tavel 10 18,2, TTapoucidlovTag
MEYAAN atrdkAIon atmd TNV PEON TIWA, ETTOMEVWGS AVODEIKVUETAI N avaykn yia

ETTAVAANWN TWV PETPAOEWYV, WOTE Va augnBei n akpifeid Toug.
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Mivakag 1: EvBia@épouca Aladikaoia ZuppeToxng oe Gamified
Epappoyég

Ocswpeite evdladépouoa T
Swadikacio cUppETOXAG O
gamified epappoyég kata tnv

ayopaotikr) dtadikaoia; NARBGog
KaBoAou 21
Alyo 31
MétpLa 56
ApKeTa 32
MoAU 6

Emiong, atiCel va avagpepBei 611 ouvoAikd, To 83% Bpiokel ammd PETPIO
€wg KabdAou evoxAnTikn Tnv UtTapén gamified epappoywv oTa NAEKTPOVIKA

KATOOTAMATA TTOU ETTIOKETTTETAI, OTTWG BAETTOUNE OTO MpAPnua 4.

Bpilokete evoxAntikn tnv unapén gamified epappoywv
0T NAEKTPOVIKA KATAOTHLOTO TIOU ETLOKENTECTE;

= ToAU = Apketd = Métpla = Alyo = KaBoAou

Fpdaenua 4: EvoxAnon amé Gamified EQapupoyég
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Baoel Tng avdAuong ouoxETIONG METAEU TNG CUMPMPETOXNG o€ gamified

EQPAPMOYEG KAl TO EVOIOPEPOV TTPOG AUTEG, EVTOTTICETAI OTI UTTAPXEI OUCXETION,

OTTWG BAETTOUNE OTOV livaka 2.

Mivakag 2: ZuoxéTion Zupperoxng o€ Gamified Eqapuoyég kai

Evdiagépov yia Gamified EQapuoyég

Correlations
2UJMETOXNA O€ O1 gamified
gamified EQPAPUOYEG €ival
EQAPUOYES EVOIOPEPOUTEC
2UMUETEXETE O€ Pearson 1 .627
gamified Correlation
EQPAPUOYEG, OTAV Sig. (2-tailed) <.001
QAUTEG OOG N 146 146
TTapouciooToUV
Katd TN dIdpKEIQ
TWV QYOpWYV 00G;
Ocewpeite Pearson 627** 1
evolapépouaa Tn Correlation
dladikaaia Sig. (2-tailed) <.001
OUMMETOXNG O€ N 146 146
gamified
EQPAPUOYEG KATA
TNV AYOPACTIKI)
dladikaaoia;
**_Correlation is significant at the 0.01 level (2-tailed).

H YméBeon H2 1ou avagépel 011 n TTapoucia gamified epappoywv
OXeTICeTal KOl €TTNPEACEI BETIKA TO engagement TOU KATAVOAWTIKOU KOIVOU,
yiveTal ammodekTr], KabBwg O6TTwg evroTifeTal oTov ivaka 2, n oxéon YETAEU Twv
MeTABANTWY «ZupueToxn o€ gamified epapuoyéc» kal «Or gamified epapuoyEg
gival evOIOQEPOUTEG» €ival OTATIOTIKA ONUAVTIKY, KaBw¢ To p<.001. ETtiong, n
TIUA TOU OEIKTN OUOXETIONG r Tou Pearson gival .627 kail Bewpeital 011 UTTAPXEI

METPIO OUuOXETION METAEU Twv OUo ueTaBAntwyv (Navarro & Foxcroft, 2019).
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Emopévwg, 600 augdvetal 1O €vOlOPEPOV TOU Kolvou yia TIG gamified
EQPAPMOYEG, TOOO QUEAVETAI KAI N CUMMPETOXI) TOUG O€ AUTEG.

H YmoBeon H2 vyiveral ammodekT) Kol PEOW TNG OUOXETIONG TWV
METABANTWY «ZUMPMPETOXN OE ONUOOKOTINOEIS KAl EPWTNUATOAOYIO OTa social
media Twv eshops» kai «O1 gamified epapuoyég gival evdlapépouoeg». Kal o€
QUTH TNV TIEPITITWON, N OXEON METALU Twv METABANTWYV E€ival OTATIOTIKA
ONPAavTIKA, KaBwg p<.001, evw N TIuA Tou B€iKTN CUOXETIONG r Tou Pearson givail
312 kai Bswpeital 611 UTTAPXEI adUvaPn oxéon METALU Twv PETABANTWYV, OTTWG

BAétToupe kai oTov lMivaka 3.

Mivakag 3: ZuoxéTion ZUpPETOXNG o€ AnooKoTToEIS/EpwTnUaToAdyIa
ota Social Media kai Evoiagépov yia Gamified Eqpapuoyég

Correlations

2UPUETOXNA o€
ONUOOKOTINCEIG
Kal
EPWTNUATOAGYIO O1 gamified
oTa social media EQPAPMOYEG gival
TwV eshops EVOIAQEPOUTES
2UMUETEXETE O€ Pearson 312** 1
ONUOCKOTIAOEIG Correlation
Kal Sig. (2-tailed) <.001
EPWTNUATOAGYIO N 146 146
NAEKTPOVIKWV
KATaoTANATWY OTa
social media;
Ocewpeite Pearson 1 .312%*
evolapépouaa Tn Correlation
dladikaaoia Sig. (2-tailed) <.001
OUUMETOXNG O€ N 146 146
gamified
EQPAPUOYEG KATA
TNV AYOPACTIKI)
oladikaoia;

**_Correlation is significant at the 0.01 level (2-tailed).

Emopévwg, KaTaAfjyoupe OTO CUMPTTEPACHO OTI UTTAPXEI OXEON ME TO

evOIOQEPOV TTOU BPioKOUV oI KatavaAwTég oTIg gamified epapuoyég -1600 o€
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NAEKTPOVIKA KATOOTAMATA, OCO KAl HPE TN MOPPN €pwTNUATOAOYIWV Kal
ONUOOKOTIAOEWYV OTa Social media- Kal 0T CUPPETOXH TOUG O€ AUTEG KATA TNV
ayopaoTik dladikacia, £Tnpedlovrag BeTIKA TO engagement TOUG TTPOG TIG
ETTIXEIPAOEIG TTOU TIG agloTrolouv. Me autd Tov TPpOTTO €TTIRERAIWVETAI BETIKA N

Y1ro0eon H2.

4.3.4 Loyalty KatavaAwTtwv

Mpoxwpwvtag otnv  avdAuon Twv OedOPEVWV  TOU  €pWTNUOTOAOYIOU,
EVTOTTICOUME TTWG ETTNEEACETAl TO loyalty Twv KaTavaAwTwy, OTav €VTOTTIOUV
gamified epappoyég katd Tnv ayopaoTikA diadikacia. Qg loyalty Bewpoupe Tnv
ETTIOTPOPN TWV KATAVAAWTWY O€ KATTOIO KATACTNUA KAl TTWG AUTH ETTNPEACETAI
atro TNV UTTapén Twv gamified epapuoywv.

To 45% Tou deiypaTog avéPepe OTI €0TW KAl PEPIKEG POPES ETTIOTPEPEI
0€ KATTOI0 NAEKTPOVIKO KATACTNUA €TTEION €iXE XPNOIUOTIOINCEI 1] XPNOIUOTIOIE
gamified epappoyEg.

Emiong, oto Mpaenua 5 BAETTOUPE OTI TO OUVOAO TWV ATOPWY TTOU
ETTIOTPEQPEI £0TW KAl PEPIKEG POPEG OE KATTOIO NAEKTPOVIKO KATAOTNUA, ETTEION
MéOW TNG ouppeToXNG o€ gamified e@apuoyég 1o avrapeiBel pe TOVIOUG R

EKTTTWOEIG, PTAVEI TO 72%.
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Eriotpédete o€ eshop emeldn oag avrapeiPfel pe
TLOVTOUG N EKTITWOELG KOTA TN CUUMETOXN OOG O€
gamified edpuoyeg;

5 Nat ®=0xt = Mepikég hopég Ag yvwpilw/Aev anavtw

Fpdenua 5: EmoTtpo@n og Eshop Adyw Avrauoifig

Bdoel Tng avdAuong ouoxETIONG TTOU TTPAYMOTOTTOINONKE PETAEU TwV
METABANTWYV «ZUPPETOXN O gamified epapuoyég» kal «Ayopd atmmd eshop 1Tou
oTo TTAPEABOV gixav eviaéel gamified epapuoyES», EVTOTTICETAI CUOXETION, OTTWG
BAétToupe oTov lMNivaka 4.

IMPOKUTTTEI, AOITTOV OTI N OXEON PETALU TWV YETABANTWV Eival OTATIOTIKA
onPavTikn, KaBwg p<.001 kai n TP Tou &€iKTN CUOXETIONG r TOu Pearson eivai

.316, avadeikvuovTag aduvaun oxEon.
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Mivakag 4: ZuoxéTion ZuppeToxng o€ Gamified Eqpapuoyég kai Ayopég

atrd Eshop pe Gamified Eqpappoyég

Correlations

Ayopd atré eshop
TTOU OTO TTAPEABOV

ZUMMETOXNA O€ gixav evtacel
gamified gamified
EQAPPOYES EQAPHOYEG

2UMUETEXETE O€ Pearson 1 .316**

gamified Correlation

€QapuoyEg, oTav Sig. (2-tailed) <.001

QUTEG 0ag N 146 146

TTAPOUCIOCTOUV

Katd TN dIdpKEIQ

TWV Ayopwy odag;

ETTIAéyeTE VO Pearson .316** 1

ayopAaoETE aTTod Correlation

KataoTtAuara TTou | Sig. (2-tailed) <.001

OTO TTaPEANBOV N 146 146

gixav evracel

gamified

EQAPUOYEG OTNV

QAYOPAOTIKI)

dl10dIKaoia;

**_ Correlation is significant at the 0.01 level (2-tailed).

H ouoxénon petaglu Twv  PETARANTWV

«Zuppetoxny oe gamified

eQapupoyEcy Kal «EmmoTtpogr) oe eshop Adyw avtapoifiG CUMPMPETOXNG O€

gamified eQapuoyEg, HEOW TTOVTWYV 1 EKTITWOEWV» EVTOTTICOUNE OTI €ival £gioou

OTATIOTIKA ONUAvTIKA, KaBwg p<.001, evw n TIYA Tou OEIKTN CUOXETIONG I TOU

Pearson cival .456, avadeikvuovTtag oXEon PETPIAG I0XUOG, OTTWG QAiveETal OTOV

Mivaka 5.
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Mivakag 5: ZuoxéTion Zupperoxng o€ Gamified Eqapuoyég kai
EmioTpo@nig og Eshop Adyw Avtapoifig

Correlations
EmoTpoon o€
eshop Aoyw
avTapoIBng
OUMUETOXNG O€
gamified
2UMUETOXNA o€ EQPAPMPOYEG, HEOW
gamified TOVIWV N
EQAPUOYES EKTTTWOEWV
2UMUETEXETE O€ Pearson 1 A456**
gamified Correlation
EQPAPUOYEG, OTAV Sig. (2-tailed) <.001
AuUTEG OAG N 146 146
TTAPOUCIOCTOUV
Katd TN dIdpKEIQ
TWV Ayopwy odag;
ETmIAéyeTE VO Pearson A456** 1
ayopAaoETE aTTod Correlation
KataoTtAuara TTou | Sig. (2-tailed) <.001
OTO TTaPEANBOV N 146 146
gixav evracel
gamified
EQAPUOYEG OTNV
QAyOPAOTIKI)
dl1adIKaoia;
**_ Correlation is significant at the 0.01 level (2-tailed).

TéNog, oTov lMivaka 6 BAETTOUPE TN CUCXETION METAEU TWV PETARBANTWV
«EmoTpoenr og eshop Adyw Utrapéng gamified epappoywv» Kal «EmoTpoen
o€ eshop Adyw avTauoIfric cupueToXns o€ gamified eQapuoyEg, HEOW TTOVTWV
N EKTITWOEWV» (OTATIOTIKA onuavTikr p<.001) pye YETPIO 1I0XU CUOXETIONG, ME

TNV TIMA Tou &€ikTn cUOXETIONG r Tou Pearson va gival .491.

60



Mivakag 6: ZuoxéTion EmoTtpogng oe Eshop Adyw Gamified
Epappoywyv kai Adyw Avtapoiffig ZUPMETOXAS

Correlations

EmoTpoon o€
eshop Aoyw
avTapoIBng
OUMUETOXNG O€
EmoTpoon o€ gamified
eshop Aoyw EPAPHOYEG, HEOW
umapéng gamified | TovVIWV A
EQAPUOYWV EKTTTWOEWV
EmoTpépeTe o€ Pearson 1 A491**
KATTOI0 Correlation
NAEKTPOVIKO Sig. (2-tailed) <.001
KataoTnua €meidr | N 146 146
EXEI
XPNOIUOTIOIACEI
OTO TTAPEABOV 1)
ouveyicel va
XPNOIUOTTOIET
gamified
EQAPHOYEG;
EmoTpépeTe o€ Pearson A491** 1
KATTOI0 Correlation
NAEKTPOVIKO Sig. (2-tailed) <.001
KardoTtnua €Treidn | N 146 146
0ag avtaueiper pe
TTéVTOUG
EKTITWOEIG KATA TN
OUMMETOXI 00C O€
gamified
EQAPHOYEG;

**_Correlation is significant at the 0.01 level (2-tailed).

Bdoel Twv TTOPATTAVW OCUCXETIOEWV TTPOKUTITEI N €mRERaiwon TNG
uttéBeong H3, oxeTikd pe Tn BeTIKN €Tidpaon Twv gamified eQapuoywyv OXETIKA
ME TO loyalty TOU KOTAVOAWTIKOU KOIVOU TIPOG TIG ETTIXEIPHOEIG TTOU TIG
aglotrololv. AuTO TTOU EVTOTTIOTNKE OTTO TIG TTAPATTAVW AVOAUCEIS gival OTI TO
KOIVO TTou ouppeTéxel oe gamified e@apuoyég, €TAEYEl va ETTIOTPEWElI OTA
KATOOTAMATA TTOU TIG EVIACOOUV OTNV ayopacTikr Toug diadikaacia, 181aitepa
OTav PECW aAUTWV Toug diveTal KATTOIO avTauolBy YE TR HOP®R TTOVTWV N

EKTITWOEWV.
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4.3.5 Napdyovreg Augnong Zuppetoxng o Gamified EqQapuoyég
H Ymo0eon H4 avagépel 0TI UTTAPXOUV TTAPAYOVTEG Ol OTTOIOI ETTNPEACOUV TN
OUMUETOXN TOU Kolvou o€ gamified epapuoyEg.

H ouykekpipyévn utroBeon Bewpoupe OTI yiveTal aTTOOEKTH, KABWG TO
KOIVO @aiveTal va TIPOTINA va OCUPUETAOXEI o€ OladIKaoieg TTou Ba Tou
QTTOPEPOUV KATTOIO OPeAOG, OTTWG ONAwoe TO0 46% TO OTToI0 €TMOUMPEI TN
oul\oyny Katrolag EKTTTWong, evw To 19% aTTOOKOTIEl OTN CUYKEVTPWON

TTOVIWY, OTTWG QaiveTal Kal oTo Mpdenua 6.

Mo rtolo Adyo cuppetexete o gamified epapuoyEg;

= JUYKEVTPWON TOVIWV = JUA\OYI EKMTTWONG
= Mou apéoet/Mepvaw KaAd Mo va mw tn yvwpn pou/Aivw feedback
= AAAO

Fpdenua 6: Adyol ZuppeToxng o Gamified E@apuoyég

IS1aiTEPO EVOIAPEPOV €XOUV Ol ATTAVTHOEIG TOU KOIVOU O OXEON HE TN
OUMMETOXA TOUG 0€ ONUOOKOTTACEIG Kal epwTnUaTOAdyIa oTa social media.
O1rwg @aivetal oto MNpaenua 7, 10 53% AapBavel JEPOG UE OKOTTO va TTEl TN
yvwun Tou f va dwoel feedback, eviy POANIG TO 27% OUMMETEXEI yIO TN

OUYKEVTPWON TTOVTWYV Kal TN GUAAOYN EKTTTWONG.
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JUUUETEXETE OE SNUOOKOTINOELG KOL EPWTNHOTOAOYLA
NAEKTPOVIKWY KATAOTNUATWY ota social media;

5 Nat ®=0xt = Mepikég hopég Ag yvwpilw/Aev anavtw

Fpdenua 7: Zupperoxn og Anpookotrnoeig/EpwrtnuaroAdyia ota Social
Media

ETtiong, 61TTwg avagEpetal atov lNivaka 7, n gEoN TIMA TwV ATTAVTACEWY
@TAvEl TO 29,2, OXETIKA PE TO €AV Ol XPOTES Bpiokouv evoxAnTIKr TNV UTTAPEN
gamified e@apuoywv oTa NAEKTPOVIKA KOTAOTAUATA TTOU €mOKETTTOVTAL. Ol
amravtioelg «KaboAou» kai «Aiyo» Bpiokovral TTOAU KOvTa OTn PEON TIUA,
WOTOOO N TUTTIKI aTTOKAION O€iypaTog @TAvEl TO 21,2, KpivovTag avaykaia Tnv

ETTAVAANWN TWV PETPAOEWV, YIA Tn YEIWOT TOU OTATIOTIKOU AdBouc.
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Mivakag 7: EvoxAnon amé Gamified Eqpapuoyég

Bpiokete eEvVOXANTKN TV
unapén gamified epappoywv
OTa NAEKTPOVIKA KATAOTHOTO

TIOU EMULOKENTEOTE; MARBGog
KaBdAou 32
Alyo 26
MétpLa 63
Apketa 19
MNoAU 6
2YNOAO 146
ME2H TIMH 29,2
AIAKYMANZH NMAHOYZMOY 360,56
TYNIKH AMNOKAIZH MAHOYZMOY | 18,98841752
AIAKYMANZH AEITMATOZ 450,7
TYNIKH ANOKAIZH AEITMATOZ 21,22969618

TéNog, agiCel va onuelwBei 611 amo TI¢ gamified e@apuoyég, TO0 KoIvo
Bpiokel o evdla@épouca TN ZuykéEvipwaon Toviwy (45,21%) kal akoAouBouv
ol Epapuoyéc/maixvidia (22,6%), evw oto Npaenua 8 BAETTOUPE AQVOAUTIKA TIG

TTPOTIMAOCEIG TOU KOIVOU OTIG didg@opeg gamified eQpapuoyEg.

Mola gamified epappoyn Bplokete o
evladépouoa;

|
Q Q & ) o
& & > N < R
o8 X & &8 &9 <\<\° & &
N ¢ S N &® © N\
@o < &K ) < S &
& L v NS L
o o & v Q

M Mowa gamified ebapuoyn Bpiokete mio evbladépouoa;

Fpaenua 8: Evliagépouoca Gamified EQapupoyi
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Emopévwg, kal n Yré0eon H4 £xel emBePaiwBei, KaBwWG 1O KoIvd Oeix Vel
oaQn TTPOTIUNON O&€ OUYKEKPIUEVEG EQAPHUOYEG, TA XAPAKTNPIOTIKA TWV OTTOiWV

€TTNPEACOUV TN CUPMPETOXI) TOU O€ QUTEG.

4.4 2UykpIion KAl ZUPTTEPACHATA

Baoel NG £peuvag TTou TTpayUaTOTTOINONKE, YTTOPOUUE VO EVTOTTIOOUNE ONUEIQ
OTTOU Ta ATTOTEAEOUATA TOU case study Kal ToU EPWTNPATOAOYIOU CUUTTITITOUV.
QoT1600, TIPOKUTITOUV OPICUEVEG TTOPATNPNAOCEIG, Ol OTroieg agilel  va
onueIwBoUV.

Toéoo 10 case study, 600 Kal Ta QTTOTEAECPATA TOU €PWTNPATOAOYIOU
avédelgav OTI n uTTapgn gamified epapuoywyv TTnNEedlel BETIKA TO engagement
Kal To loyalty Twv KatavaAwTwyv atrévavTl OTIG ETTIXEIPACEIG TTOU TIG EVTACOOUV
OTn OTPATNYIKA TOUG.

Katd tnv peAétn Tou case study, woTtdoo, evrotrioaue o1 T0 brand
KATAPEPE va augnoel To engagement kai To loyalty Tou eyxwpiou KaTavaAwTIKOU
KOIVOU, OAAG Kal va €TTEKTABEI N KAUTTAVIO PE ETTITUXIO KAl O€ XWPESG TOU
eCwrepIkoU, augdvovtag dpauaTikd To brand awareness. Etriong, n kautmavia
ME TO gamified quiz KATAQEPE VA QTTOPEPEI KAl OIKOVOMPIKO OQEANOG OTNV
ETTIXEIPNON, AQUEAVOVTAG KATAKOPUPA TIC TTWANCEIG TNG, O€ WIa TTOAU SUCKOAN
XPOVIKA TTEPindO.

ATO Ta aTToTEAEOPATA TOU €PWTNPATOAOYIOU, EVTOTTICOUME MIa BETIKN
TTPodIdBeon TOu Kolvou atrévavTl oTIG gamified e@apuoyég Kal TNV augnon Tou
engagement kai Tou loyalty Toug TTpog TIg €TTIXEIPHOEIG. QOTOCO TO TTPOCWTTIKO
TOUG OQEAOG €ival aUTO TTOU TO KIVNTOTTOIEI VO CUMMETEXEI O€ TETOIOU €idOUG

d1adIkaoieg. H ouyKekpIpéVn TTAPAPETPOG CUUPWVE Kal e TO BewpnTIKG OKEAOG
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TNG £PEUVAG, OXETIKA UE TN CUPMETOXH O€ DIAdIKATIEG TTOU TTAPAKIVOUVTAl ATTO
eCwrepikd kivntpa (Ryan & Deci, 2000).

To koivo, Aoimmov, eivalr Olatebeiyévo va oupueTéXel o€ gamified
EQPAPMOYEG, YE TNV TTPOUTTOBeon OTI Ba apeipBei ammd autd. H ouykekpipévn
TTOPAPETPOG, AAAWOTE, uioTaTal €V PEPN Kal 0TO case study, OTToU yia va
MTTOpECEl va AGBEl Kaveig HEPOG OTNV KARpwaon yia dwpedv TTpoiovTa atrd 10
brand, £mpetme va KolvoTToIOEl TO QTTOTEAEOPA Tou. H  OUYKEKPIPEVN
TTOPAPETPOG PorBnoe TOAU TO virality TnG KAPTTAvIog, €vw TAuTOXpova
KIVNTOTTOIOUCE TO EGWTEPIKO KiVNTPO TWV CUPHPETEXOVTWV.

Emopévwg, ol gamified e@papuoyEG PTTopouv va eTnPEACOUV BETIKA TO
engagement kai 1o loyalty Tou KaTavaAwTIKOU KOIVOU TTPOG TIG ETTIXEIPAOEIG TTOU
TIG aglotrolouv oTn digital marketing oTpaTtnyikfi TOUG, EVW TAUTOXPOVA UTTOPOUV
Va TTPOKUWOUV ETTITTAEOV OPEAN, TOOO ATTO TNV TTAEUPA TWV ETTIXEIPNOEWY, 600

Kal atré TNV TTAEUPA TWV KATAVOAWTWV.
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KE®AAAIO 5: supmrepdopara kai Eukaipieg

5.1 Zuptrepdopara

Méoa atmd TNV TTPAYPATOTTOINON KAl OAOKANPWON TNG TTapOoUCas €PEuvag
TTPOKUTITOUV APKETA £vOIAQEPOVTA OTOIXEIO TTOU aPopouv To gamification, Tnv
aglotroinor Tou ato TIG €MIXEIPAOEIG oTnv EAAGda Kal TTwg eTTnEedleTal TO
engagement kai loyalty Twv KaTtavaAwTwV TTPOG QUTEG.

O1 epapuoyég Tou gamification otnv EAAGOa atroTeAoUV €wg onuepa Eva
TTPWTOTUTTO OTOIXEIO, 1IBIaiTEPA OTAV AEIOTTOIOUVTAl OTO NAEKTPOVIKO E€UTTOPIO,
EVW Ol KAaTavoAwTEG O @aiveTal va €xouv avTiIAn@Bei TTANpwS Tnv agia TTou
MTTOPEI VA TOUG TTPOCPEPEI OTNV ETTAQPN KAl OXEON TOUG ME TNV EKACTOTE
ETTIXEIPNON.

Ta ammoteAéoparta Tou case study atrodeixBnkav 1Id1aiTepa eVvOAPPUVTIKA,
ME TN CUPMETOXN Kal TN dIAdPACN TWV XPNOTWV Va EETTEPVOUV TIG TTIPOODOKIES
Tou brand. To kKoivo BpAke TOOO evdIAPEPOUCA TN CUYKEKPIUEVN KAPTTAVIA,
WoTe TNV €Kave viral PE TN OUMPMETOXH TOU Kal TIG KOIVOTIOINOEIS TWV
QATTOTEAECUATWV.

Quoikd, agiCel va onueiwBei 0TI n ouykekpipévn gamified epapuoyn
OnNUIoUPYAONKE KATOTTIV PEYAANG €PEUVAG KAl O XOPAKTAPOASG TNG EQPAPUOYNAS
QVTATTOKPIVOTAV OTO UPOG Kal Ta XAPAKTNPIOTIKA Tou brand. ETropévwg, 10
KOIVO ATav o€ B€on va avTIANeBei TN CUCXETION PETAEU TG KAUTTAVIAG KOl TOU
brand, yeyovog tTou ouvéBaAe oTnv emmiTuxnuévn oAOKANpwon TNG.

Ev avriBéoel, 6Tav €pwTtriBnke TO KATAVOAWTIKO KOIVO HECW TOU
EPWTNUATOAOYIOU, TO HEYOAUTEPO UEPOG TOU OEIYUATOG ATTAVTNOE OTI BPIOKEI TIG

gamified eQapuoyEg evdiapépouces, woTdoO éva €€’ ioou PeyadAo TT0000TO O€
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eTTOMEVN €pWTNON aveédeIEe TN OUAAOYN EKTTTwoNG wg 10 Bacikd Adyo
OupuETOXNG Tou o€ gamified eQapuUOYEG.

AvTIAapBavopacTe, AoITTOV, OTI TO KATAVOAWTIKO Kolvd oTnv EAAGda
mOavwg dev €xel oIkeloTToINBEl TTANPWGS TN «AoyikA» TTiow atd TIg gamified
EQPAPMOYEG TTOU AGIOTTOIOUV Ol ETTIXEIPNOEIS AlavikoU euTTopiou. EvrouToig, €ival
TIPOBUUOI VO CUUUETEXOUV OE QUTEG, €9’ OCOV Ba TOUG ATTOPEPOUV KATTOIO
KEPDOG, Aueoca N EPPEDA.

Quoikd, utrpéav Kal apKETEG ATTOKAICEIG JETAEU TWV ATTAVTOEWY TOU
Koivou. ‘Eva pikpd 1T0000TO TOU KOIVOU -ThG TAZEWS Tou 15%- TaxOnke UTTEP
Twv gamified e@apuoywyv Kal aTTAvinoe OTI CUPMPETEXEI OE QUTEG ETTEION TOU
apéoel Kal TTepvael KaAd. QoTtdoo, UTIIPEAV Kal Ol TTIO «AKPAIEG» ATTAVTAOEIG
OTIG OTTOIEG TO KOIVO avépepe OTI O AapBavel pépog oe gamified epapuoyEg, A
TIG BswpEi XAoIHOo Xpdvou.

AapBdavovtag uttdYiv Ta TTAPATTAVW, UTTOPOUME va avTIAn@Oouue OT1 Ol
gamified epapuoyEG oTIG EANNVIKEG ETTIXEIPACEIC TTAPAPEVOUV €va KAIVOTOUO
QAIVOUEVO KOl VW TO KATAVAAWTIKO KOIVO gival BETIKA TTPOCKEIMEVO QTTEVAVTI

TOUG, TOU AEITTEl OKOPA N £COIKEIWON PE QUTEG.

5.2 OQswpnTIKN Zuveiopopd Epeuvag
H Bewpia TTou avaAuBnke oTnv TTapouoa £peuva, TTEPIEypa®e TNV agia gamified
EQAPUOYWV 0€ OlaPOPOUG TOWEIGC OTTWG N UYEIQ Kal n eKTTAidEUOn Kal TTWG
MTTOpOUV va aglotroinBouv OTO €UTTOPIO, AUEAvVOVTag TO engagement Kal TO
loyalty Twv KaTavoAwTwv.

Omwg avagépbnke, ol TTAIXVIOOTTOINKEVEG EUTTEIPIEG DIEYEipOUV TOV

avOpWTTIVO €YKEPAAO Kal UTTOPOUV va PBeEATIWOOUV Tn OXEOn METALU TwV
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ETTIXEIPACEWY KOl TOU KATAVOAWTIKOU KoIvou, €TTnpeddovrag OeTikd TO
engagement kar loyalty Twv KaravoAwTwv, pEoa atmd  OIODIKACIEG
ouvdnuioupyiag kar brand experience (Rodrigues et al., 2020). EmitTAéov,
TTOAAEG eTaIpEiEG ETTIAEyOUV va dnuioupyricouv gamified eQapuoOyEG, UE OTOXO
TN OUVOEON PE TOUG KATAVAAWTEG TOUG KAl TNV TTEPAITEPW AVATITUEN TNG METAEU
TOUG OX€ONG, WOTE VA IKAVOTIOINOOUV TIG AVAYKEG TWV TTEAATWYV TOUG VW
augavouv TIG TTwANoeIg Toug (Tseng et al., 2021).

Ta TTaixvidoTroInuéva otoixeia Bonbouv oTn pUBUICN TNG CUUTTEPIPOPAS
TWV KOTAVOAWTWY PE EUXAPIOTO TPOTTO, XWPIG VO TOU QOKEITAI TTIECT), KAVOVTAG
O €UXAPIOTN T OUYKEKPIMEVN OIadIKaoia yia TOUG KATAVOAWTEG, €V
ONUEIWVETAI AUENOT OTNV TTPOCEYYION VEWV TTEAATWYV TWV OTTOIWV KEVTPICETA
TO €VOIOPEPOV Kal ouvexiCouv va aAAnAemmdpouv pe 1o brand (Niklas, 2014,
Noorbehbahani et al., 2019).

H 1Tapolca €peuva oCup@wVEi Kal eTIRERAIWVEI TNV TTAPATTAVW Bewpia,
ID1I0ITEPA PE TA ATTOTEAEOPATA TTOU TTPOEKUWAY atrd TN YEAETN Tou case study.
Ta d1a0KedAOTIKA XAPAKTNPIOTIKA TNG EQAPUOYNS dlaTripnoav TO0 evOIOPEPOV
TWV XPNOTWV KAl KOIVOTTOINOQV TNV EUTTEIPIA TOUG, YVWOTOTIOIOVTAG TNV O€
OKOUA TTEPICOOTEPOUG XPAOTEG, CUVEICPEPOVTAG OTNV avadelgn Tou virality Tng.

EmmAéov, oT0 OewpnTikd pEPOG avaAlBnkav Ta KivnTpa TTOU
KIVNTOTTOIOUV TOUG KATAVAAWTEG 0TNV OAOKARpwaon dpacTnPIoTATWY, Ta OTToid
dlaKpivoVTal 0€ EOWTEPIKA KAl EEWTEPIKA. Ta EOWTEPIKA KivnTpa KIVATOTTOIOUV
TO ATOHO YIa TRV OAOKARpwon dpacTNPIOTATWY AOYW TNG diIackEdAONG TTOU TOU
TTPOOPEPOUY, €V TA ECWTEPIKA KivATPa AQOPOUV Tnv  OAOKAApwWON
OpPACTNPIOTATWYV VIO TNV ETTITEUEN KATTOIOU EEXWPIOTOU QTTOTEAECHATOG, OTTWG

katrola apoiBi A empBpdBeuon (Ryan & Deci, 2000).
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2UPQWVA PE TNV Epeuva eTTIBERAILOVETAI KAI N TTOPATTAVW Bewpia, KABWG
TO case study Tng kauTraviag “Ti nisi ‘se si” Tou brand “Sun of a Beach”, avédeige
TO EOWTEPIKO KivnTPO Kal Tn CUMMPETOXN oTn gamified e@apuoyr) AOyw Tou
OIa0KEDAOTIKOU XOPAKTAPA W TNV aItia aAAnAeTTidpaong pe auto. H eyyevig
IKOVOTTOINON TTOU TTPOKANBNKE OTOUG XPHOTEG OUVEICEQPEPE OTNV augnuévn
OUMMETOXI TOUG KAl OTNV KOIVOTTOINGN TWV ATTOTEAEOUATWYV, HE ATTOTEAECUA TNV
ETTITUXIA TNG KAUTTAVIAG.

Emiong, Ta ammoteAéouaTa TOU E£PWTNUATOAOYIOU CUP@QWVOUV UE TO
MEPOG TNG Bewpiag TTOU avagépel TO EEWTEPIKO KivnTPO yIa TNV KIVATOTTOINON
Tou Kolvou. To Oceiypa €0€1Ee oapwg OTI KPITAPIO TNG CUMPMUETOXNG TOU O€
gamified e@apuoyEég ATAV N CUYKEVTPWOTN TTOVTWV KAl N CUANOYR EKTTTWONG.
Emopévog Ta  €€WTEPIKA KivATPa KAl N ETTITEUEN KATTOIOU  EXWPIOTOU
ATTOTEAEOUATOG, NTAV QUTA TTOU avéDEIEe TO Oeiyua WG Kupiapyxa yia Tnv
OAOKAAPWON TNG CUPMPETOXNG Tou o€ gamified dadIKaTieg.

H mmapouca epyacia, AoImmdv, CUPPWVEI HE TNV UTTApXouoa Bewpia Kai
emPBeBaiwuvel TNV 1I0XU TNG OTOV TOMEQ TOU EUTTOPIOU KAl TOU KATAVOAWTIKOU

KoIvou oTnv EAAGOQ.

5.3 MpakTikn Zuveicpopd Epguvag
H oAokAnpwon Tng Tmapouoag €peuvag Exel IDINITEPO evdIaQEPOV Kal agia,
Kabwg Trapoucidlel Tnv aglotroinon Kal TIG duvatotnTeG Twv gamified
EQOAPUOYWV OTO EUTTOPIO KOl  €VTOTTICEl TNV aAvTidpacn Tou €AANVIKOU
KATavaAWwTIKOU KOIVOU.

Ta aTToTEAECUATA KOI TO CUUTTEPACUATA TTOU TTPOEKUWAYV ATTO TN MEAETN
Tou case study Arav 181aiTEPA EVBAPPUVTIKA Kal atrédeigav Trn SUVAUIKA TTou
MTTOPEI Va €xel pia KapTTavia Baoiopévn o€ gamified epappoyr, akOua Kal Katd
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TN OIGPKEI MIOG ECAIPETIKA OUOKOANG TTEPIOdOU. QOTOCO, TA XAPAKTNPIOTIKA KAl
n OouN TNG EQAPUOYNG TNV £Kavav 1I8IAITEPA AyaTTNTr TTPOG TO KOIVO, TO OTT0I0
NnTav TTPOBUO VO CUUUETEXEI EVEPYQA, TOOO OTNV OAOKANPWHPEVN ATTAVTNON TOU
KouiC, 600 Kal OTNV KOIVOTTOiNON TWV ATTOTEAEOUATWYV TTOU TTPOKUTITAV.

H aAAnAeTTidpacon atrd 1o KOIVO Kal N Jadikr) KOIVOTToinon TNG KAUTTAVIOG
evioxuoe 10 engagement kai loyalty pog 10 brand Tou otroiou au&nenkav ol
TTwANCE€IG, KaBwg kal To brand awareness, T6co otnv EAAGdA, 600 Kal 0TO
eCwTEPIKO.

Quoikd, éxer 101aitepn onuacia n atArp dour, TOo euxdpioto User
Experience kal 0 d1a0KedAOTIKOG XAPAKTAPAG TNG EQAPPOYNGS. T CUYKEKPIPEVA
XOPAKTNPIOTIKA £TTAICAV KABOPIOTIKO POAO OTNV ETTITUXIO TG KAUTTAVIAG KAI TNV
ETTITEUEN TWV OTOXWV Tou brand.

ATO Ta atmmoTeAéopaTa TOU gpwTnpaToloyiou €xouv peydAn adia Ta
OUNPTTEPACUATA TTOU aPOPOUV TOUG AOYOUG KIVATOTTOINONG KAl CUPMETOXAG TOU
Kolvou oe gamified epapuoyéS. To KOIVO KATEOTNOE OAQPEG OTI TO €EWTEPIKO
KivNTpO KaI N atrOKTNon OIKOVOMPIKOU O@EAOUG €ival Ol TTapAYOVTEG TTOU
KIvnNTOTTOIOUV Trn OUupueTOoXf Tou oe gamified diadikaoieg. H ouykekpipgévn
TTOPAPETPOG eTMIREBaIOVETAI Kal aTTd TO case study, pe Tnv TPOUTTO0Eon TNG
KOIVOTTOINONG TWV ATTOTEAECPATWY, WOTE O XPAOTEG va AdBouv YEPOG OTO
dlaywviouod yia Ta TTpoidvTa Tou brand.

Etriong, atmdé 1a ammoTeAéoPOTA TOU EPWTNUATOAOYIOU, TO KOIVO €KAVE
OaQEG OTI KTOG aTrd TN CUAAOYH TTOVTWYV PE OTOXO TNV EKTTTWON, TIPOTIUG TIG
gamified epapuoyég o€ popery app N TTaixvISIWV Kal Ta Kouid epwTrioewv. Ol
gamified €@apuoyég TNG HOPPAG «BNUOOKOTTACEIG val/OXI» «spin the wheely,

«ETTIAOYA METAEU 2» KAl «EPWTAOEIC avoixTou TUTTOU» Oev gixav 101aiTEPN
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armixnon. ETmopévwg o1 XpAOTEG TIPOTIMOUV TIG EQPAPPOYEG TIOU  TOUG
TIPOCPEPOUV KATTOIO EUTTEIPIA, PE TNV OTTOIA UTTOPOUV VA OIACKEDACOUV.

2 UUTTEPAOUATIKA, Ol BACIKEG TTPOUTTOBECEIG TTOU Ba TTPOTEIVOVTAV VIO TNV
TIPOKTIKI) €QAPPOYH Kal aglotroinon Tou gamification oe etaipeieg Aiavikou
euTropiou otnv EAAGSQ, Ba nTav apxikd otn dnuioupyia epapuoyng TTou Ba
TTapEixe KATTOIO evdlapépouca euTTeIpia oTo XprioTn. Me autd Tov 1pdT1TO, Ba
augavoTav n CUPPETOXNA Kal TO engagement TOU KOIVoU.

Emiong, Tmpoteivetal va ecival pia ammAf diadikacia, pe aptio User
Experience, wWoTe 0 XpPAOTNG VA PTTOPEI Kal va €TTIOUMEI va TNV OAOKANPWOEL.
duaoikd, n epapuoyn TTou Ba dnuioupynBei Ba TTPETTEl va gival TUPPWVN Kal Va
avadeIKvUEl TO UQOG Kal TIG agieg Tou brand Kal va OxeTICETAI JE TIG UTTNPECIES
TA TTPOIOVTA TTOU TTPOCPEPEL.

TéNOG, KaAd Ba ATav va UTTAPXEl KATTOIO TTPOOTITIKI APOIBAS yIa TOUG
XPNOTEG TTOU CUppETEXOUV oTn gamified diadikacia. H apoifry ptropei va
QTTOTEAEITAI ATTO TTOVTOUG, CUMMETOXH O€ dIaywVIOUO, KOUTTOVI EKTTTWONG KOl
GAAEG HOop@EG eMIBPABEUONG TOU KOIVOU TTOU CUMMETEXEI.

To gamification armoteAei éva «eEpPyOAgio» TO OTTOI0O PE TN OWOTH
dlaxeipion MUTTOPEi va aTTOdEIXOEI ECAIPETIKA ATTOBOTIKO YIA TIG ETTIXEIPAOEIG
Alavikou eutropiou otnv EAAGSA. H duvapikr) Tou JTTOpEi va GUVETTAPEI TO KOIVO,

QpPKEi va dnuioupynBei utrd TIG KATAAANAEG TTPOUTTOBETEIG.

5.4 MeAAovTikég KateuBuvoeig yia ‘Epeuva
ATTO TnV TTapouca PEAETN TTPOEKUYAV EVOIAPEPOVTA CUUTTEPACHATA TA OTTOIA
MTTOPOUV VA TTPOCPEPOUV MIa TTPWTN €IKOVO OXETIKA PE TNV atTOdoon Tou

gamification o€ emxelpriocig otnv EANGSa, Paociouéva oe dedopéva TTou
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TponABav 1600 aTmd KauTTavia eAANVIKAG ETTIXEipnong, 600 Kal atmo TIG
ATTAVTIOEIG TOU KATAVAAWTIKOU KOIVOU, NECW TOU epwTnuartoAoyiou. QoTooo,
oTnNV £PEUVA UTTAPXOUV OPIOHUEVEG EUKQIPIES VIO TTEPAITEPW PEAETN, O OTTOIEG Ba
TIPETTEI va ANPOBOUV UTTOWIV aTTO ETTOUEVOUG EPEUVNTEG.

ApxIkd, TTPETTEl va Yyivel OA@EG OTI TA QTTOTEAEOUATA TNG £PEUVAG
TIPOEKUYAV WG EUTTEIPIKEG ATTEIKOVIOEIG, Ol OTT0iEG PBacioTnkav ota dedouéva
€VOG case study TTou HEAETABNKE Kal OTIG ATTAVTACEIG TOU EPWTNUATOAOYIOU, PE
ociypa 146 artopwyv. O CUYKEKPIPEVEG ATTEIKOVIOEIG ATTOTEAOUV EVOEICEIG, AOYW
TOU TTEPIOPIOPEVOU XPOVOU KATA TOV OTTOIO ETTPETTE v OAOKANPWOEI N €peuva.
EmirA€ov, TTpETTel va AngBei uttdwn OTI N €peuva TTPAYUOTOTTOINONKE KATA TN
d1dpkela recovery phase amé tnv Tavonuia Tou Covid-19, eTmm@épovTag
EMMITTAEOV TTEPIOPICHOUG OTNV OAOKARPWOT TNG.

2.€ ETTOPEVO OTADBIO, Ol EPEUVNTEG Ba TTPETTEI VA HEAETAOOUV TTEPICCOTEPO
case studies, WOTE VO CUYKEVTPWOOUV TTEPICCOTEPA OEOOUEVA AVAPOPIKA UE
KapTTavieg TTou €xouv BaoioTei o€ gamified epappoyEg. H peAETN avTioToIXWwV
case studies Ba aTTOQEPEl TNIO EYKUPA OTTOTEAEOUATA QVAQPOPIKA ME TIG
TTOPAPETPOUG OI OTTOIEG €ival ATTODOTIKEG O€ TETOIOU €iOOUG KAUTTAVIES, VW Ba
EVTOTTIOTOUV TA ChEIa OTa OTToia Ba TTPETTEI va E0TIAOOUV Ol ETAIPEIES YVIA TN
dnuioupyia Toug.

Etriong, o€ emmdpevn épeuva Ba TTPETTEI VO OUYKEVTPWOEI HeEYAAUTEPOG
ap1Buédg ATTAVTACEWV epwTnuaToAoyiou, yla ™ OUYKEVTPWOTN
QVTITTIPOCWTTEUTIKOU BEIYUATOG, TO OTTOI0 Ba aTTOQEPEI TTIO 0O ATTOTEAEOUATA
OXETIKA WYE TNV AVTIMETWTTION TwWv gamified epappoywv amd 1o KoIvo. 2Tnv
TTapouca épeuva Ta aTToTEAEOoUATa dopndnkav BAcel evog WIKpoU, BOAIKOU

ociyparog, Adyw Treplopiopévou diabéaipou Xpdvou oAOKARpwOoNG TNG MEAETNG.
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EmmrAéov, TTpéTTel va yivel oa@Eg OTI o1 EVvoIEG TOU engagement Kal TOU
loyalty €ival TToAudIGOTATEG KAl XPEIAZETAI va avaAUBOUV UE TTIO AETTTOUEPEIG
EPWTNOEIG KAl UTTAPXEI TTIBavVOTNTA EpEUVNTIKOU AdBoug, Adyw Tng online puong
TNG £PEUVAG PE EPWTNUATOAGYIO KAl TOU TTEPIOPIOPEVOU BIABETINOU XPOVoU
oAokANApwong Tng. Emoduevol  epeuvntéc  ptTopouv  va  AglOTTOIO0UV
WUXOMETPIKA €pyaAgia Kal €peuva PE QUOIKA TTAPOUCIA, WOTE VA UTTAPXEl N
duvaToTNTA YIa ETTEENYNOEIG TTPOG TOUG EPWTWHEVOUG.

TéNog, agiCel va ava@epBei 0TI To gamification atToTEAEI JIa TIPAKTIKA TNV
OTTOIx AVTIMETWTTICEI JE APKETO EVOIAPEPOV TO KATAVAAWTIKO KOIVO, 101AITEPA Ol
VEOTEPEG YEVIEG, Ol OTIOIEG E€TMICNTOUV KOBNUEPIVA VEEG eUTTEIpiEG OE KABE
OpacTnPIOTNTA TOUG. ETTOEVWG, a&iel va HEAETNOET TTEPAITEPW N EQAPPOYH TOU
OoTOV KAAOO TWwV ETTIXEIPAOEWY 0TV EAAGDA, KOBWGS avTATTOKPIVETAI ETTITUXWG

OTIG ATTAITHOEIG TOU KATAVOAWTIKOU KOIVOU.
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7. MapdpTnua

EpwTtnuaroAdyio:

To Gamification ka1 n oxéon Tou pe To Engagement & Loyalty Twv
KATAVOAWTWYV

To TTapov EPWTNUATOAOYIO ATTOTEAEI HEPOG £PEUVAG OTA TTAAICIA EKTTOVNONG
ArmAwpaTikAG Epyaciag Metatrtuxiakou mrpoypdauparog Digital Marketing Tou
MavemmoTtnuiou NedtroAig Magou, pe otdxo TN MEAETN TOu gamification Kal TTwWG
£TTNPEAClel TO engagement kai loyalty Tou KaTavaAwTIKOU KOIVOU TwV
ETTIXEIPNOEWV AIAVIKOU EUTTOPIOU.

Q¢ gamification opiCeTal N epappoyn PNXAVICPWY TTAIXVIOIOU hE OTOXO
TNV OAOKANpwOn dpacTnPIOTATWYV OE TTEPIBAAANOV EKTOG TTAIXVIOIOU.
XapakTnpIioTiK aglotroinon Tou gamification atro TIG TTIXEIPAOEIG, ATTOTEAOUV
Ol EVEPYEIEG CUYKEVTPWONG TTOVTWYV JECW £QAPUOYWV/TTAIXVIOIWY, UE "auoiBn”
KATTOIO TTO00O0TO EKTTTWONG 1} KATTOI0 dWPO.

H ouykekpiyévn €épeuva HEAETA €AV Kal PE TTOI0 TPOTTO TO gamification
eTnpeddel To engagement kai loyalty Twv KatavaAwTwyv nAIKiag 15-41 eTwv
(Millenials & Gen Z) o€ eTTIXeIpi0€I§ AIAVIKOU EUTTOPIOU KATA TNV QYOPOOTIKNA
dladikaoia péow diadikTuou. Méoa atrd Tnv épeuva Ba peAeTnBei N agia TTou
TTpoodidouv ol gamified eQapuoyég TTPOG TO KATAVAAWTIKO KOIVO nAikiag 15-41
ETWV, O€ KATAOTHHATA NAEKTPOVIKOU EUTTOPIOU KAl CUYKEKPIPEVA, €AV Ol
KATAVOAWTES AVTIMETWTTICOUV BETIKA TIG OUYKEKPIUEVEG EQAPUOYEG KOl EAV
QUTEG QTTOTEAOUV TNV aITia TOoTOTNTAG KAl oUVOEONG WE Ta brands.

H ouppeToxn oag gival atrapaitnTn yia TNV OAOKARpwon TNG €PEUVOG
KAl Ta OTOIXEIO TTOU Ba KATAXWPEAOETE €ival EUTTIOTEUTIKA Kal n agloTroinon

TOUG Ba yivel aTTOKAEIOTIKA yIa AOyoug €peuvag Kal avaAuong.

79



To epwTNUAToAdyIO aTToTEAEITAI ATTO 22 £PWTACEIG KAl N dIAPKEIN

oAOKAApwOTN G Tou utrohoyideTal oTa 7-10 AeTTTA.

Me ekTipnon,

Maupikakn EAévn

1.®uAo (Atraiteital atrdvrnon. Mia emmAoyn.)

e [uvaika
e Avdpag
e AANO

2.HAKKia (Amraiteital amravrnon. Mia eTTiAoyr).)

15-19
20-24
25-29
30-35
36-41

3.01koyevelakn KatdoTaon (Amaiteital aravrnon. Mia etmAoyn.)

Ayapog/n
‘Eyyapog/n
Alaleuypévog/n
XApog/a

AAANO

4 Etritredo ekmraideuong (Atraiteital amravrnon. Mia etmAoyn.)

Ato@oITog AnuoTIKOU
ATtrogoiTog N'upvaaoiou
Atté@oITog Aukeiou
®oirntig/dPoitATpIa
Atrogoitog TEI/AEI
KdaTtoxog MetatrTuxiakou
KdaTtoxog AidakTopikou

AANO

5.EmrayyeApaTiki karaotaon (Atmaiteital ammavrnon. Mia emmAoyn.)
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Avepyog

Anpoéoiog uTTAAANAOG

[O1WTIKOG UTTAAANAOG

Mn epyalopevog
AuToaTTa0X0AOUUEVOG/EAEUBEPOG ETTAYYEAUATIAG
AAO

6.Mnviaio g1l06dnua (Atraiteital arravrnon. Mia emmAoyn.)

0-500€
501-800€
801-1000€
1001-1500€
1501€-2000€
2001€ kai dvw
AAAO

7.M6oco KaAn oxéon éXeTe pe TV TEXVOAoyia; (Atraiteital arravrnon. Mia
€TTIAOY.)

MoAU kaAR
KoAR
MéETpia
Kakn)
MoAU kakn

8.Mé0c0o cuxVvd TTPAYMATOTTOIEITE NAEKTPOVIKEG ayopEg; (ATTauTEiTal
atravtnon. Mia etmAoyn.)

1-2 popég/unva
1-2 @opécg/Tpiunvo
1-2 popéc/eEdunvo
1-2 popéc/xpodvo

9."EXeTE EYKATAOTAOEI EQAPHOYEG KATAOTNHUATWY AlOVIKOU EUTTOPIOU OTO
smartphone oag; (Atraiteital amravrnon. Mia tmAoyn.)

e Nai
e Oy
o Ag yvwpilw/Agv atTavtw

10.Mola atrd TiIg TrTapakdTw gamified epapuoyEG EXETE CUVAVTAOEI
mwpoéo@ara; (Atraiteital amravrnon. Mia etmAoyn.)

e JUYKEVTPWON TTOVTWV
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Spin the wheel

Quiz epwTAoEWV

EmAoyn petagu 2 (this or that)

Epwtnoeig avoixtou TUtTou (YpAWTE TNV atTdvTnon oag)
AnpookdTtnon vai/oxl

Eg@appoyég/TMaixvidia

AAO

11.2€ 11 €idOUG KATAOTHMATA/ETTIXEIPAOCEIG EXETE ouvavToel gamified
gpappoyég; (Atraiteital arravrnon. Mia etmAoyn.)

KaraoTthpata pouxiopou

KataoTtruarta/ETaipeieg TExVoAoyiag

KaTtaoTiuarta Tpo@ipwy (CoUTTEP JAPKET)

MAaT@bOpuEeg dlavoung gaynTou (efood, wolt K.a.)

KaTtaoTtruara pe mpoidvta aiodnTikAG & TTPOCWTTIKAG ¢POovTidag
(sephora, hondos center k.a.)

KataoTtuara pe €idn omrtiou (IKEA, Jumbo K.a.)

AANO

12.ZuppeTéxete oe gamified e@appoyég, OTaV AQUTEG OGS TTOPOUCIACTOUV
Katd Tn didpkeia Twv ayopwyv oag(Atraiteital amrdvrnon. Mia etmAoyn.)

Nai

Oxi

MepIkEG QopEG

Ag yvwpiCw/Agv atTaviw

13.Edv ouppeTéxeTe o gamified e@apupoyég, yia Toio AGyo TO KAVETE;
(Mia etmiAoyn).)

2UYKEVTPWON TTOVTWV

2UAN\oyn EKTTTWONG

Mou apéael/Tepvaw KaAd

MNa va Tw 1N yvwun pou/Aivw feedback
AANO

14.0ewpcite evdlagépouoa Tn Siadikacia cupueToxXng o€ gamified
£QApPMOYEG KATA TNV ayopaoTIKh diadikacia; (Atraiteital amravrnon. Mia
€TTIAOYN.)

MoAu
ApkeTda
MéTpia
Niyo
KaBdAou
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15.ETIOTPEQPETE O KATTOIO NAEKTPOVIKO KATAOTNMA ETTEION £XEI
Xpnoipgotroinoel oto TrapeAOOV ) ocuveyilel va xpnoipotroisi gamified
gpappoyég; (Atraiteital amravrnon. Mia etmAoyn.)

Nai

Oxi

MepIKEG QopEg

Age yvwpilw/Agv atTaviw

16.ZUPMETEXETE OE ONUOOCKOTTAOEIG KOOI EPWTNHATOAOGYIO NAEKTPOVIKWV
KaraoTnUATwy ota social media; (Amaiteital atrdvrnon. Mia etmiAoyn.)

Nai

Oy

MepIkEG QopEG

Age yvwpilw/Agv atTaviw

17.EQv CUPMETEXETE O€ ONUMOOKOTTAOEIG KAl EPWTNHATOASYIO OTa social
media, yia Tro1o Adyo To KaveTe; (Mia etmAoyr).)

2UYKEVTPWON TTOVTWYV

2 UAN\oyYN EKTTTWONG

Mou apéoel/TTepvaw KaAd

MNa va Tw TN yvwun you/Aivw feedback
AAN\O

18.BpiokeTe evoXAnTIKA TV UTTapén gamified epappoywv ota
NAEKTPOVIKA KATAOTAHMATA TTOU EMIOKETTEOTE; (ATTQITEITAI ATTAVTNON. Mia
€TmIAOYN.)

MoAu
ApKeTa
MéTpia
Niyo
KaBoAou

19.ETIOTPEPETE O€ KATTOI0 NAEKTPOVIKO KATAOTNHA ETTEION COG
AVTOMEIREI ME TTOVTOUG ) EKTITWOEIG KATA T CUMHETOXN oag o€ gamified
gpapuoyég; (Amraiteital atrdvrnon. Mia etmiAoyn.)

Nai

Oxi

MepikEG QopEG

Ag yvwpiCw/Agv atraviw
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20.MpoTipdre Ta KATACTAMATA TTOU &€ d1aBéTouv gamified epapupoyég
KaTd TNV ayopaoTiKi diadikacia; (Atmraiteital amravrnon. Mia emmAoyn.)

MoAu
ApkeTd
MéTpia
Niyo
KaBdAou

21.EmIAEYETE VA AYOPAOCETE ATTO KATAOTHMATA TTOU OTO TTAPEABOV gixav
evragel gamified epappoyég oTnv ayopaoTiki diadikaoia, oe oxéon ME
KaraoTAaTta Tou dev gixav; (Atraiteital amravrnon. Mia emAoyr.)

Nai

Oxi

MepIkEG QopEG

Age yvwpilw/Agv atTaviw

22.Moia gamified epappoyn Bpiokete 1TI0 evdla@épouoa; (ATTaiTeiTal
atravtnon. NMoAAaTTAR €TTIAOY.)

2UYKEVTPWON TTOVTWV

Spin the wheel

Quiz epwWTACEWV

EmAoyn petau 2 (this or that)

Epwtroeig avoixtou TUTToU (YPAWTE TNV ATTAVTNGCH 0aG)
AnPooKoTIAOEIG Val/oxI

Eg@appoyég/raixvidia

AAO
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