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A computer game is not one more channel
added to all those other media that we
constantly monitor. It is a rival package of
channels, an alternative reality that demands
total attention, a space that compresses the
logic of all other spaces into itself.

M. Wigley, Gamespace
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FRESS STAHT



rxond¢ 1Tng €peuvag

YKOTTOC TNG TTAPOLOAG EPYATIAC €ival va £EETATEI KAI VA KATATAEE TA XWPIKS
OLOTAPATA ATTO TA OTTOIA ATTOTEAOLVTAI TA Videogames, avadelkvOoVTAG Ta oAV
Eva pEco Tou amobidel, TAVE ATTO OAQ, XWPO.

MéOodo¢

H epyacia amoteAcital ammo Tpia kepdaAaia. Baoikn amd@aon eival Ta v AOYw
KEPAAQIQ va SIATPEXOVTAI ATTO Wia KaBeTOTNTA KAl va TTapouoialovy OAa padi éva
EVOTTOINTIKO TTACICIO YIa TNV avAALon TV videogames.

YTO TTPWTO KEPAAQIO, TIOETAI TO YEVIKOTEQO BedENTIKO TTACicIo avaAvong,
EXOVTAC WG APETNEIA TNV £VVOIA TOL TTAPASOCIAKOL TTAIXVISIOV KAl TNV OXEoN
NG WE TOV XWPO. liveTal avapopd Ot CLYKEKPIUEVEG BEWPNOTEIS YOPW ATTO TNV
XwPEIKOTNTA TToL atrodidel n Siadikacia Touv Tailely, eve eCeTAleTal KAl O TPOTTOG
TTOL CLVEEOVTAI ALTEG OI BEWPNOTEIG Ue Ta videogames CLYKeKPIUEVA. O OTOXOG
ALTOL TOL KEPAAQIOL eival SITTOG. AP eVOG TOTTOBETEI TNV TTAPOLOA £QYATIA OF
Hia  OLYKEKPILEVN OULANOYIOTIKA TTOPEIA, €VA TALTOXPOVA &YKABIOTA KATTOIEC
KATNYOPIOTTOINTEIC TTOL BA ATTOTEAECOLY TTAPOVOUACTES YIA TNV AVAALON TV
videogames.

Y70 6€VTEPO KEPAAQIO AVAADOVTAI Ol TIPOAVAPEPOEICES KATNYOPIOTTOINTEIC
HE KOIVO TTAPOVOPAOTH TNV XWEIKOTNTA TV videogames kail e€eTalovTal ol UeTalL
TOLG OXEOEIC. LTOXOG €6 €ival VA UTTOPECOLIE VA KATAAAPBOULE E TTOIOV TOOTTO
KABe kaTnyopia emnpedalel TOV XWPEO TV videogames Kabwg Kal ToV ToOTTO TTOL
HETAEL TOLG cLVEPYALOVTAI WOTE VA ATTOSWOOLY EVA EVICIO XWPEIKO ATTOTOTTMA.

XTO TPIiTO KepAAalo, eetaletal O TPOTTOG TTOL SIAPOPETIKA videogames
ammodiboLV  CLYKEKPIUEVA  QPXITEKTOVIKA  KATAOKELACOHATA  (eI8IKOTEPA  TOV
AQPBLPIVOO, TO KAOTPO KAl TNV TIOAN). IKOTIOG €ival va LTTAPXE EVAG KOIVOG
TTAPOVOUAOTAG PE TTapovaia oTnv aAnBivr) {wn, WOoTE VA Yivel AvTIANTITOG O
TEOTTIOC TTOL Ol TTAPATIAVE KATNYOPIOTTOINCEIG ETTNEEACOLY, HE SIAPOPETIKO TOOTTO
KABe popaq, TOV XWEO TWV videogames TTOL EVOWPATOVOLY TA TTPOAVAPEPBEVTa
QPXITEKTOVIKG KATAOKELACUATA.




Abstract

Katd tnv SIdpKeia TV TEAELTAIWY TEIAVTA €TV, TA videogames &xouv
e€eNxOei o€ éva padikd péco Slaokedaong, KAaBwe oxedov 1,2 Sioekatopuvpla
avOpwTtol Traiovy Talxvidia kaBnuepiva. IxedOv TavTOXPOVA HE TNV AVOS0
TNG SNUOTIKOTNTAG TOL PECOL, AVATITLEN YVWPEIOE KAl O AKASNUAIKOG KAGS0G
TTOL ACXOAEITAI YE TNV AVAALON TOL, LTTO TNV YEVIKN ovouacia Game Studies. H
TTAEIOWNPIA TRV TIPOCEYYIOEWY OXETIKA WE TNV AVAALON TWV videogames utropei va
KATNYOPIOTTOINGEI EiTE O€ TIEPITITOEIS TTOL TTPORAAOLY £VA AOYOTEXVIKO LTTORABPO
Kal avTigeTTTidovy Ta videogames oav £va PJECO va TTEl KAVEG Jia IoTopia, N o€
TIEQITITOEIC TTOL €0TIAJOLY OE PEYAAO PABUO OTOLG KAVOVEG TTOL SIETTOLV TA
maixvidia. Ta TeAevTaia xpovia éxel apxioel va avamTOoCETAl hid TTPOoTIA0EIa va
YEPLPWOE ALTA N SLASIKOTNTA OTIG TIPOCEYYIOEIG, KABWS OAO KAl TTEQICTOTEQOI
akadnuaikoi avayvwpEilovy OTI O TTOALTTAOKOTNTEG TTOL EVOWPATOVOLYV Ta
videogames &ev UTTopoLY va avaAbBoLyV povo e TNV Jia 1 TNV AAAN TToOCEYYIoN.
O Aarseth toviCel OTI “TO KLPIAPXO XAPAKTNEIOTIKO TWV videogames eival n
XWPEIKOTNTA", KAl QLTH N ONUEION AVTIKATOTITEIZEI Wid TTIOOCEYYION TTOL TTOOPRAAAE
WG TTAPOVOPAOCTH avaAvong Tov TPOTTO TTOL Ta videogames ammodibouy xwEo.
O Wigley, mapatneei 011 «ol oxedlaoTég videogames TTovAdve xweo. H TAnBwpa
TV SIOBECIUWY TTAIXVISIWV €ival pid  €YKLKAOTTAISEIA XWPIKWY CLOTNUATY,
EVA AETTTOMEPNG KATAOAOYOG QPXITEKTOVIKWV TOTIV. To va SIaAé€el kaveig eva
TaixVviél eivar cav va SIaAEYEl pJIa APXITEKTOVIKA.) 1A va avaAuBei auTog 0 XWPog,
XPNOIUOTIOIEITAl N £VVOIQ TNG ETEQOTOTTIAC, £vvola TTOL aTrodideTal oTovV DOLK®.
Me auToVv ToV TPOTTO avayvwEilovuEe OTI O XWEOG TV videogames bev gival eva
OMIOIOYEVEG KATAOKELAOUA, AAAG ATTOTEAEITAI ATTO SIAPOPETIKEG XWOOOETNOEIG
TOL AAANAeTISPOLY Suvapika. Na va AvVAYVWEICOLUE ALTEG TIGC XWPEOBETATEIG
OTPEPOPAOTE OTO TPIASIKO HOVTEAO ToL Lefebvre, amodiboviag amo pia 1TLXN
TOL gamespace OTIG évvoleg conceived, perceived kal lived space. AuTd Pag
ETTITPETTEI VA AVAYVWPEICOLE KAl VA KATNYOPIOTTOINCOLUE TIG SIAPOPETIKEG XWPIKES
TTOIOTNTEC TTOL SNUIOLPYOLY ToV gamespace. TEAOG, avaALOVTAlI CLYKEKPIUEVA
videogames pe TTapOVOUAOTH TIG SIAPOPETIKEG XWPIKES TTOIOTNTES TTOL ATTOSISOLY
TALTOXPOVA Ol £V AOYW XWPEOBETNCEIG, AAAG KAl TOV TOOTTO TTOL AAANAETTISPOLYV
peTad Toug.







1.1 Etepotonia

To 1967, 0 M. ®ouk®, ot Wia SIOAeEN Tou e TiTho  “Of Other Spaces: Utopias
and Heterotopias”, avagépe TS «n cLYXEOovVN eToxN HAAANOV Ba cival TTave aTr’
OAd N €TTOXN TOL XWEOL.M' H €TTOXN TNG AVTITTAPABEC NG, TOL KOVTA KAl TOL PAKPIA
KAl TOL SIACKOPTIOUOL £TNEEACEI TOV XWEO KAl TNV AVTIANYN TTOL EXOLME YIA TOV
KOOMO. ITNV ETTOXN MAG, O XWPEOG YIVETAI AVTIANTITOC O¢€ £UAG PECQA ATTO TIG OXECEIG
TTOL £XEl PE AANEC XWPOOETNTEIC, 1N OTTWS 0 POLK TIC ATTOKAAEI «Sitesy . ZOPUPWVa P
TOV DOLKW, (O XWPEOG OTOV OTToI0 {OVUE Eival £€VAC £TEQOYEVNG XWPOG.[...] ZoVLUE
O¢€ EVA TTAEYHQA OXETEWY TTOL TTEQIYPAPE XWPOOETATEIG TTOL €iVAl APEIWTES N HIA WG
TTPOC TNV AAAN KAl CLVLTTAPXOLY TALTOXPOVAN?

ITNV OULYKEKPIYEVN SIOAEEN, O DOLKW, €PELVA SVO CLYKEKPIUEVA €idn
XWPEOOETNTEWY TTOL (EVE TALTOXPOVA AVTAVAKAOLY OAEG TIG AAAEC XWPOOETATEIG
EXOLV TNV 1610TNTA VA TIG AVTITIOEVTAI KAl VA TIG SIAWeLSOLY. ALTEC Ol XWPOOETATEIG
€ival Ol OLTOTTIEC KA OI ETEPOTOTTIEC. KAl £V AvAPEPETAI OTIC OLTOTTIEG, N SIAAEEN TOL
TTEQIOTPEPETAI YOPW ATTO TNV EVVOIA TNG ETEQOTOTTIAG, £VVOIA TTOL O i8I0 £TTIVONCE.

YTTApXoLY, COUPWVAETOV DOLK®W, TEKABEKOLATOVPAKAITTONITIOUO UEQN TTOL
€ival KATI AV AVECTRAPMEVES XWPOOETATEIG, £va iSOG eVEQYOTTOINUEVNG OLTOTTIAG
HMECQ OTA OTTOIA OAEG Ol AAAEC XWPOOETATEIC TTOL PTTOPOLY VA AVAYVWPEICTOLY,
TALTOXPOVWG AVATIAPICTWVTAI, CLVAYWVICOVTAI, KAl AVATPEETTOVTAL. LTN CLVEXEID O
DOLKW ATTAPIOUEI TA XAEAKTNPIOTIKA TTOL EXOLY ALTOI Ol XWEOI, ALTEG OI ETEQOTOTTIEG
KABWG KAl TNV OXEoN TV €V AOYW XAPAKTNPIOTIKWY HE TIG KOIVRVIEC OTIC OTTOIEG
avamnTuxonkav. XLYKEKPIUEVA, TTAPATNEE OTI «TO BEaTPO Qépvel TTAVR OTOV
TTAPAANAOYP OO XWPEO TNG OKNVAG Hid OAOKANEN AAANAOLXIA ATTO XWPEOLG TTOL
gival aoLVEETOI O £vag pE TOV AANOV. Mg Tov i8I0 TOOTTO TO CIVEUd €ival dia TTOAD
TeQiEPYN TTAPAAANAOYPAUUN QiBoLOA OTNV pia AKEN TNG OTTOIAG KATTOIOG RAETTE
Evav TpIoSIAoTATO XWEO TTPORAANOUEVO TTAV® O¢ dia SiodiaoTaTtn oBovn.y Bl Na
TOV DOLKW, Ol ETEPOTOTTIEG £XOLV TNV ISIOTNTA VA £TTNEEACOLY TOV evATTOMEIVAVTA
XWPEO SNUIOLEYWVTAG £vaV «XWPEO WPeLdaiobnoNng, LTTO TO TIPICUA TOL OTTOIOL,
oMol oI aAnBivoi xwpol TTapovaoidlovtal akoua o amatnAoin Mg GAa Aoyia,

1 Foucalt, M. (1967, MapTiog). Of Other Spaces: Utopias and Heterotopias.
oTo Architecture, Mouvement, Continuité, no.5 (October 1984): 46—-49; yetdppaon

amo Jay Miskowiec (1986): 22-27.

2 Ibid.

3 Ibid.

4 Walz, S. P. (2010). Toward A Ludic Architecture, The Space Of Play And Games. Zurich: ETC Press.




Ol ETEPOTOTIIKOI XWPEOI EXOLV TNV ISIOTNTA VA TTPORAAAOLY OTOV AVOPWTIO  £va
cOOTNUA KAVOV®@YV KAl COPTTEPIPOPAG, TO OTTOIO EOXETAI O€ TTANEN AVTIOEoN e TA
OLOTAPATA TTOL I0XLOLY OTOV AANBIVO KOCUO.

1.2 O Maytxkd¢ KUkAog

O J.Huizinga oTto PiPAio Tob Homo Ludens, Trpooeyyilel avOpwTTOAOYIKA
TNV €VvOIa TOL TTAIXVISIOL. @cwpel TNV dladikaoia Tov TTAIXVISIOL WS TTOATIOUIKO
PAIVOUEVO TO OTTOIO OKOAOLOEI TO AVOPWTIIVO €i60C aTd TA TTEWTA OTASIA TNG
eEENIENG ToL. ESwOe évav amd TOLG TTPWTOLS OPICHOLGS YIA TO TI €ival  TTAIXVIbI
TTOL TTAPA TNV ATTOALTOTNTA TOL, CLUAANAPPRAVEI T€ PeYAAO PABUO TNV 161OTNTA TOL
TTAIXVISIOL va SNUIOLEYEI XWPEO. TOUPKVA Pe TO Huizinga Aoimtov, «to Traixvid (play
OTO TTIPWTOTLTTIO) Sev gival oLTE “Kavovikn" oLTE “aAnBivA” {wr. Eival, uaAlov, pia
mapékpaon amo TNy “aAndivh)” {wr), KOBWG KAVEIG PPICKETAI OE Pia TTPOCWEIVN
o@aipa 5pACTNPIOTATWY WE SIKO TNG ekTOTTIOPA. AQoL Sev cival “kavovikn” wn,
SeV £xEl OXEON ME TNV AUECN IKAVOTIOINON BEAW KAl AVAYKWYV, KOBWS TTOAYUATIKA
Slakottel TNV dladikaoia emBopiagn®l. ‘Omwg Tovilel kal o M. Wigley yia 1a
NAEKTOOVIKA TTAIXVISIQ, «Evag AvOPwTIOC TTOL TTailel TTAIKVISIA OTOV LTTOAOYIOTA TOL
Sev £xel avaykn yia gaynTto, PiAoLG N kKTAPIA. 'H yia va €ipaoTe akpIRESTEQOI, TO
TTaixViél eEaBAWVEI TO KTHPIO TTOL PPICKETAI ETOT WOTE OAQ TA AAANC KTAQIA TOL KOTOL
VA UTTOPOLY VA AtToppo@nOoLY péca oTo TTaixvidl »é. O Huizinga, TTapoAo TTov
Tovilel OTI Sev BEAel va Sdael Pia LTTEPPLOIKN SIACTACN OTNV £VVOIA, CNUEIWVEl OTI
TO TTAIXVISI «Exel OEON O€ Pia OPAIPA AVATEPN TV ALOTNEA BIOAOYIKV AEITOLEYIWY
NG TPOPNG, TNC AVATIAPAYWYNG KAI TOL EVOTIKTOL TNG avTooLVTHPNONG.» AEICE
£TTIONG VO oNEIBE OTI N £€vvola TOL TTAIXVISIOV PoIPAleTal KOIVA XOPAKTNEIOTIKA
HE AANEG, KABNUEPIVES N 1N, 5pACTNEIOTNTES KAI TTOAKTIKEC TOL AVOPWTTOL OTTWC
Ol OPNOKELTIKEC TEAETES, TA PECTIBAA, OI SIKES, KAl O TTOAEUOG.

‘Evac onuavtikdg AOyog TTou To TTaixVvidl ¢ evvola eival EexwplioTd amo TNV
«kavoVvikny {wn €ival N armohoveaon Kal N TTEPIOPICTIKOTNTA TOL TOCO WG TTPOG

5 Huizinga, J. (1949). Homo Ludens, A Study Of the Play-Element In Culture. London: Routledge & Kegan Paul Ltd., oe). 8
6 Wigley, M. (2007). Gamespace. 2to S. P. Friedrich von Borries, Space Time Play (0. 484-487). Basel, Boston, Berlin., ceX
485

7 Huizinga, J. (1949). Homo Ludens, A Study Of the Play-Element In Culture. London: Routledge & Kegan Paul Ltd., ce). 9
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TOV XPOVO AAAG KAl ToV Xwpeo. To kABe Taixvidl, Siadpauariletal avaueoa o€
OLYKEKPIUEVA OPIAXWPEOLKAIXPOVOL.TO eVOIAPELOV £5W €ivAIOTINTTEQLIOPICTIKOTNTA
KABOe TTAIXVISIOL WG TTIPOG TOV XPOVO eKPEALETAl PYE TNV ETAVAANYIUOTNTA TOUL.
«MOANIG éva traixvibl Eekivhoel va tailetal [...] yivetalr mapdadoon. Mropsi va
ETTAVAANPOE OTTOIASATIOTE OTIVUN , €ITE €ival TO AKOVLOIO TTAIXVISI EVOG TTAISIOV, €iTe
eival pia rapTtiéa okaki, N Taixvidl oe dedoueva SIaoTAPATA, oav Eva PJLoTHEIONE,

Mo €viovog, OPWG, ATO TOV TTEPIOPICUO WG TIPOC TOV XPOVO Eival O
TIEQIOPICHOG WG TTPOG ToV XWPEO. KaBe taixvidl Aaupdvel xwpa péoca o€ éva
meSio  TO OTT0IO £xel ATTO TIPIV 0PIOBETNOEI €iTe LAIKA €iTe vonTa. MNa Tov Huizinga,
0 voNTOG XWPEOG 1oL opPilel N Siadikacia Tov TTAIKVISIOL PTToPEI va SIAXWPEIOTE
atro TOV OTTOIOSATTOTE LAIKO XWEOo-play-ground kai yI auTo ToV AOYO XPNCIUOTTOIE
TNV €vvola “paylkog KOKAOG"Y! yia va amodwaoel TNV oBZeLEN LAIKOL Kal vONTOL
XWPEOUL YECA OTOV OTT0I0 AdpRavel xwpea To TTaixVvidl. O Juuls, ere€nyei OTI «O XWEOG
TTOL TO TTAIX Vil EKTOAICTETAI €ival Eva DTTOCVLVOAO TOL TTPAYUATIKOL KOCHOU, KAl O
HAYIKOC KOKAOG TTEQIYPAPEl TA OpIa ToL TTaIXVISIOVNY(EK.1) O KolvavioAdyog R.
Caillois, €ival pavepd emNEEACPEVOS ATTO TNV MEAETN TOL Huizinga aAAd eoTiAEl
MO TTOAD OTNV PLOCIKOTNTA TOL XWEOL TOVICOVTAG: KYIA VA LTTAPXE! TTAIKVISI TTETTE
TTAVTA vVa LTTAPXEl XWEOG. AnAadh, [...] TO TAUTTAO TOL OKAKIOL N TNG VTAUAG, TO
oTadlo, [..] N oknvA N apéva k.a. OmiéAmoTe AauPavel xwpad £€w attd avTda Ta OpIa
€ival TTAVTEAWG AOXETO We TO TTalXVibLy (1]

(REAL)
WORLD SPACE

-

MAGIC CIRCLE

Eik.1.1: O payikog KOKAO(

MNa Tov Huizinga, OAoI ALTOI Ol XWPEO!I JE ALTA TA XAPAKTNEIOTIKA €ival
(TTPOCWPEIVOI KOOUOI JECT  OTOV “KAVOVIKO" KOOUO, APIEQWUEVOI OTNY EKTEAECN

8 Ibid., oeh. 10

9 Ibid., oeh. 10

10 Juuls, J. (2005). Half-Real. Videogames Between Real Rules and Fictional Worlds. Cambridge, MA: MIT Press
11 Caillois, R. (1958). Man, Play and Games. Paris: Librairie Gallimard., oe\ 7
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HIAG TTOAD oLyKekplpevng TTpagng.n'? O AOyog 1oL N ev AOYw TTpAén cival “TToAd
OLYKEKPIUEVN", €ival N OTTAPEN CLYKEKPIMEVRY KAVOVWY. ALDTO CLVSEEETAI PE TNV
I810TNTA TOL TTAIXVISIOL VA SnuIoLPEYEI TAEN, N yIa TNV akpifeia va eival Taén. (Eik.2) To
TTaIXVibl, OTTG KAl OAEG O AAAEG “TEAETEG” TTOL HoIPAlOVTAl KOIVA XOPAKTNPIOTIKA
HE ALTO, «SNUICLEYEI TAENY PE TETOIO TOOTTO WOTE OE EVAV KOOUO YEUATO ATEAEIES,
KQl oTNV oLYXLON TNS KABNUEPIVAC (NG, TIOOCHOETEI Lia TIOOTWEIVA, TTEQIOPICHEVN
TeAelOTNTON.[13

MNapaTtneobue o1 TOCO N £vvola TNG £TEPOTOTTIAC ToL Foucault 6o Kal
£KEiVN TOL PAyIKOL KOKAOL ToL Huizinga polpAlovTal KATTOIA KOIVA XOPAKTNEIOTIKA
OTO TIWG TTIEPIYPAPOLY TOLC XWEOLS OTOLC OTTOIOLG avapépovTal. «O DOLK®W
TTPOCTIABEI e TOV OQO ETEQLOTOTTIA VA AVAYVWPICE TA PEEN EKEIVA TTOL PRICKOVTAI
EKTOG TNG KOIVWVIAG AANG PTTOPOLY TTap’OAa auTd va evroTTioToLY. M TOUPVa
ue Tov Huizinga ta maixvidia SNUIoLEYOLY XWPEO, TOV AeyOUEVOo “uayikd KOKAO",
TTOL TA ATTOKOTITEl ATTO TNV “Kavovikn” {wn. o Walz Bewpei o1 LTTAPXE £va €i60G
ETELOTOTTIAG TTOL 0 DOLKW eV KATEYPAWE: TNV TTAIYVIWSN (ludic OTO TTPWTOTLTTO)
£TEOOTOTTIA.

YmooTnEilel 0TI N O XWPEOC TWV TTAIXVISIV &ival SIaXWPICUEVOS aTTd ToV
KABNUEPIVO XWPEO KAI LTTO TO TTPICHA TOL DOLKEW UTTOPOVE VA TOV AVAYVWPICOLE
WG pia eTepoTOTTIA TTOL TPOPOSOTE KAl KaBPeTTIlel TNV KABNUEPIvVOTNTA. 'ETOI,
UTTOPOVME VA BePNOCOLWE TO TTAIXVISI WG Pia ETEPOTOTIKA SpaoTnpioTnTa. H
TTAPATTIAV® €ival TTOAD CNUAVTIKA TTapaTtAENon yiati dSnAwvel o1l n Sladikacia
TOL TTailelv SnuIovPYei Wia etepoToTTia. O SiaxwpEIoUOS amod TNV “kavovikn {on”
HECW EexwpPIoTwV KAvOvaV(Eik.2) aAAd kal n aAAnAemmidpacn SIapOpPETIKGDV
XWPO0OETNCEWY (sites) eival TToIOTNTEG TTOL CLVAVTOVUE OTOV ETEQLOTOTTIKO XWPEO
TOL SNUIoLPYOLYV Ta TTAIXVibIa.

AGIC ¢
gM Re
ft N THE REAL WORLD

Scoring a goal Kicking a ball into a net
DR, ...............................] Y )
12 Huizinga, J. (1949). Homo Ludens, A Study Of the Play-Element In Culture. London: Routledge & Kegan Paul Ltd., oeA. 10
13 Ibid., oe. 10
14 Walz, S. P. (2010). Toward A Ludic Architecture,The Space Of Play And Games . Zurich: ETC Press., oek. 142
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1.3 Gamespace kal Lefebvre

‘Omwe €xel 6N onuelwBei, Ta TTaixvidia AauPAvouy xwpea o€ Evav avoTned
KABOPIOUEVO XWEO YIa Wia Tpoadlopiopuevn tepiodo xpovou. O A. Stockburger
OLYKEKPIUEVOTTOIEl aLTO TO afiua oTa videogames: «XTnNV TIEQITITWON TWV
videogames, 0 KABOPIOUEVOS XWPOG EETTEQVA TO XWEO TTOL PAETTOLHE OTNYV 0OOVN
KABWG OTOIXEIQ OTTWG OI CLOKELEG TTOL XPNTIPOTIOIOLHE KABWC KAl O KOIVWVIKOG
XWPEOG TTOL PAG TTEQIRAAAEI OO0 TTAIOLIE Eival KAl ALTA KOPUATI TOL gaMespPAce.»
OmoTe, avayvwpilovtag TNV cLVLTTAPEN SIAPOPETIKWY HOPPLV XWPIKOTNTAG TNV
iS1a OTIYUN KAl OTO i8I0 onueio, Bewpei OTI N EVvoIa TNG ETEQOTOTTIAG (TTAPEXE! Hia
AKPIBN HETAPOPG O ALTO TO TTAdioIo. O gamespace €ival ETEPOTOTTIKOG YIATI gival
Eva OLVOAO SIAPOPETIKAV XWEOOTATCEWY TTOL AAANETISEOLY N Pia PE TNV AAAN
Suvapika.[...] Ta videogames gival avTiKeEipeva TTOL SIACTALPWVOLY SIAPOPETIKA
€N OTITIKOAKOVLOTIKNG XWPEIKAG AvATTapdoTaonG Kal Ta TTapouolialovy o€ &va
HEPOG: TNV 0BOvNL.I'¥ H gpyaoia auTtr) 6a avapEpEeTal O ALTEG TIC XWEOBOETHOEIC
Sdavelloyevn Tov 0p0o TToL xpnoldotolei kal o Stockburger, énAaén cav Spatial
Modalities.

Na tnv Siadikacia avayvopiong Kal KATnyoploTioinong auTV  TWV
Slapopetikwy spatial modalities, o Stockburger oTpé@eTal oTO TPIASIKO POVTEAO
ToL Lefebvre tepi conceived, perceived kai lived space. MNa tov Stockburger
(TTaPEXEl T KATOAANAG €pOSIa yia va aviiAngBoLPE ToV XWPEO oav &va
KOIVGVIKO PAIVOUEVO TTOL SNUIOLPEYEITAI TALTOXPOVA ATTO ALTA TTOL O AVOPWTIOI
avTiAappavovTal (perceptions of space), vouilovv (conceptions of space) kai Tig
KABNUEPIVES XWPEIKES TOLG TTPCKTIKES (lived space)nl’d

ESw Ba xpeiaoTei va KAvVOLUE Wia TTALON GTNV CLAAOYICTIKN) PJAG TTOPEIa Kal
va avagépovpe 170 €ENG. Avaueoa oToug akadnuaikovg media theorists LTTApPXeEl
Hia ETTIPLUACKTIKOTNTA OXETIKA PE TO KATA TTOCO UTTOPEI EVA TTONITIKO KEIPEVO OTTWGC
avTtd Tou Lefebvre va xpnoipomoinBei yia va avalubei éva moAimouiko artifact
OTTwG Ta videogames. Ouwg, akoun Kal of akadnudikoi TTov BewpoLy avBaipetn
yia TéTola oLVSEoN eV TTAPAPRAETTOLY TNV XPNCIWOTNTA TNG. LLYKEKPIUEVA O Adrseth
Tovilel: «Eveo Ba nTav emkivbéuvo va TmpoPailovpe TNV Bewpia Tou Lefebvre Tepi
XOPEOUL OTA videogames —¢ival GAAWOTE £Va PUECO TTOL eV TTPOEPAEWE- UTTOPE VA

15 Stockburger, A. (2006). The Rendered Arena. Modalities Of Space In Video and Computer Games.
London: London Uiversity Of The Arts, ceA.9
16 Ibid, oeA.10

13




TAPAOXEl pia XPNOIUN TTPOOTITIKY) OTNV £€0ELVA PAG.[...] AvadekvOel OTI N XWEIKN
avamapdoTacn oTa videogames eival TOOO OXETIKN UE TNV SOAANWN N TNV AVTIANWN
(0c0 kal cuvelppIkNM7TH CLYKEKPIUEVN EQYATIA AOITTOV ETTIAEYEI VA XPNOIUOTIOINCE
TO POVTEAO ToL Lefebvre avayvwpilovtag TG OTToleg diapwvieg KabBwg Bewpei OTI
o€ oLVOLACPO WE TNV EVVOIa TNG ETEQOTOTTIAG TOL POLKE TTAPEXEl £vA EVICIO KAl
EVOTTOINTIKO BeENTIKO TTACICIO VIO TNV LEAETN TV videogames.

Q¢ ek TOLTOUL, O Stockburger karnyopiomolei Ta spatial modalities TV
videogames oe oxéon Je To TRIASIKO UOVTEAO ToL Lefebvre wg £€NG. H xwpnTikOTNTA
TTOL TTPOKOUTITEl ATTO TOLG KAVOVEG KAl TO APNyNUATIKO TTAdicIo (rules and narrative
OTO TTPWTOTLTTIO) avayvwpilovTal WS conceived space, eV O AVATIAPIOTOPEVOC
XWPOC AVNKE OTNV KATNYOEIA TOL perceived space Kal 0 X®POS TToL O TTAIKTNG
BpiokeTral TNV wpa 1ou Trailel avTioToixei oTov lived space. (Eik.:())

LIVED SPACE//
USER SPACE SPATIAL MODALITY

GAMESPACE
[ ]
CONCEIVED SPACE// PERCEIVED SPACE//
RULES AND NARRATIVE REPRESENTATIONAL
SPATIAL MODALITY SPATIAL MODALITY

Eik.1.3: H katnyoplomoinan 1V Spatial Modalities

MaTov Stockburger, 0 xwpog 1wV videogames utropei va £16wOEi G ETEQOTOTTIA.
«Ta Takvidia Exouv TN 181I0TNTA VA SNUIOLEYOLY Evav EEXWPIOTO KOOUO XWPEOL KAl
XPOVOUL TTOL TTPOKULTITEI ATTO TOLG KAVOVEG TOLG. AAG KLPIWG Ta videogames gival
artefacts Tov CLYKEVTPWVOLV SIAPOPETIKA £i65N OTITIKOAKOLOTIKAC AVATTAPACTACNG
K1 Ta TTapoLoIAdloLvy o€ éva PueEpog: TNy oBovml'® (Stockburger, 2006) Ta SiapopeTIKa
spatial modalities Tov gamespace errnEeAloLy TO IS ATTOSISETAI KA ETTIKOIVAVEITAI
0 XWPOG TwV videogames aTov xpNnoTn. MoAAd traixvibia Tapouvoialouvy XWPEIKESG
SInyNoeIg TTPORAAAOVTAG OTOV TTAIKTN £vA APNYNUATIKO TTAQICIO TTOL OXETICETAI JE TO
1a€ibI N TNV e€epevbvnon. TavToxpova, SIAPOPETIKOI KAVOVEG 06NYOLV T€ SIAPOPETIKEG
XPNOEIG TOL XWPEOUL, OTTWS TO VA KLPIAPXNOEl KAVEIG O€ Yia TTEQIOXN O€ Eva TTaIXVibI

17 Aarseth, E. (2007). Allegories Of Space. The Question Of Spatiality In Computer Games, X10 S. W.
Friedrich von Borries, Space Time Play (00. 44-47). Basel, Boston, Berlin: Birkhauser.

18 Stockburger, A. (2006). The Rendered Arena. Modalities Of Space In Video and Computer Games.
London: London Uiversity Of The Arts, oeA.55
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OTPATNYIKNG ) Va TTPOOoTTaBNoEl va KIvnBEi o Ypryopda atmmd TOLG AVTITTAAOLG TOL
o€ £va TTaIXVibl ayvoy.

O Stockburger Bewpei OTI oI OxedlAOTEG TV videogames Kal Ol TTAIKTEG
polpalovTal avTIAWEIG TOL XwEOoV. (Eik.14) Ta TunuaTa Tov perceived Kal conceived
space Twv videogames avapEpovTal OTOV XWPEO TV videogames 1Tov RAETTOLUE
oTnv 0Bovn. MpokeTal oTnV  oLOIA YIA &va “TIVELUATIKO OIKOSOUNUA" TTOL PEC®
TOL APNYNUATIKOL TTACICIOL, TV KAVOV®Y KAl TNG avartapdoTaong o oxedlaoTAG
TPOOTIABE va EMKOIVVACE OToV TTaiKTN. O XWEOG TToL PAETTOLUE OTNV 0B0oVN
QTTOTEAEI OTNV OLOIA TO ATTOTOTTWUA ALTWY TV spatial modalities.

Eik.1.4: O1 oxeSlaoTés TV videogames LolipdlovTal AvTIANWEIG TOL XWEOL
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1.4 Zupnepdopata padtou Kegpoadaiou

MoANOI BewpPNTIKOI £XOLY ACXOANBEI pe TNV Evvola KAl TNV TTRAKTIKA TOL
TTAIXVISIOL oAV TTONTIOUIKO (PAIVOUEVO KAl TO £XOLV TTPOCEYYioel Ao SIAPOoPES
OKOTTIEG. X€ ALTO TO KEPAAQIO avapépOnkav o Huizinga kai o Caillois Ox1 eeidn
EXOLV SWTEI TOLG TTIO TTANEEIC OPICHOLS AANG €TTEISH KAl OF VO CLYKAIVOLY OTO
onueio 0TI éva atmod Ta PACIKG OTOIXEIQ TNG £VVOIAS TOL TTAIXVISIOL gival n Snuiovpyia
XWPEOL. ALTOG 0 XWPOG Slaxwpiletal atro TNV “kavovikn {wn” Kal yéoa o€ AuTOV
IOXOOLY CLYKEKPIUEVOI KAVOVEG. YTTO ALTO TO TIPICUA ALTO PTTOPOLE VA TTOVME
OTI N EVVOIO TNG €TEQOTOTTIAC €ival Wia aKPIPAG PETAPOPA VIO TOLG XWPEOLS TWV
TTAIXVISIV O& ALTO TO TTAQICIO. ALTO UAC ETTITEETTEI VA AVAYVWPEICOLWE TO YEYOVOG
OTI O XWPEOG TOL TTAIXVISIOL &€V €ival EvAg OPOYEVAC XWPOC, AANG ATTOTEAEITAI ATTO
SIAPOPETIKEG XWPIKES EVOTNTEG TTOL AAANAETTISPOLY UETAEL TOLG. ALTO YiVETAI AKOUQ
MO EVTOVO OTNV TTERITITON TRV videogames, OTTov, CLUPWVA We Tov Stockburger
QALTEC Ol EVOTNTEG UTTOPOLY VA avayvwploToLy oav spatial modalities. H évvola
TNG £TEQOTOTTIAC PAG PonBdAsl va avayvwPIoOLUE TO YEYOVOS OTI O XWPEOGC TWV
videogames &ev ¢ival £vag eviQiog KAl OPOYEVAG XWPOC AANG attoTeAeiTal aTmo
TTOAAEG evOTNTEG TALTOXPOVA KAl TO TPIASIKO poVTEAO ToL Lefebvre pyag PonBacel
VA AavAyVPEICOLWE KAl VA KATNYOPIOTTIOINCOLE ALTEC TIC EVOTNTEC.

H CLYKEKPIUEVN €OYATIa ETTIKEVTPWVETAI OTNV AVAALON TOL TUAPATOG TOL
gamespace 1oL PAETTOLHE TNV 0BOVN, KAl WG €K TOLTOL &ev Ba avaPePBei oTOV
XWPO ToL XpNoTn. OToTE, Ta spatial modalities TTov B6a avagepBoLY Ba eival avTa
TOL perceived Kal ToL conceived space.
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2.1 Ei.caywyq

Eik.2.1: TO TUAUA TOL gamespave oL PAETOLE OTNYV 000vVN

Y€ ALTO TO KeEPAAaIo Ba efetacBoLY Ta SiagopeTika Spatial Modalities TTou
amrapTiCoLV TOV XWPEO TV videogames TToL PAETTOLE OTNY 000VN. H TTOORANUATIKA
TTOL TTPOKUTITEl ATTO ALTAYV TNV SNAWON PTTOEE va SIaTLTTWOE WG €ENG. AV OAA TA
SlapopeTikd modadlities eival amapaitnTa yia va avriAngBovue Tov gamespace
oaV pia ovioTNTa Pe oLVOXN, TOTE TTIWC PTTOPEI KATTOIOG VA ATTOPOVGOEl KATTOIO
amd AuTd o€ “UEUOVWUEVES OTIYUES";

ALTN N EPWTNON PTTOPEI Va atravTnBOei avaibovTag TIG PACIKEG SIAPOPES TTOL
EXOLV TA v AOYw modalities. ETriong, mapatneoLue OTI o€ PePIKS TTAIXViSIA, KATTOoId
modalities xovv TTOAL IoXLEOTEPN TTAPOLCIA AT’ OTI AAAQ. TNa TTapdadelyua, oTO
Taixviél Teftris, 0 KAVOVEG TOL TTAIXVISIOV £XOLV TTOAD PEYAALTEQN ETTITTTOON OTOV
TOOTIO TTOL O TIAIKTNG XPNOIUOTIOIE TOV XWPEO atT’ OTI £Xel TO APNyNUATIKO TOL
TTAQiCIO.

TNV TTapoLoa epyacia Ba e€etacBoLy Ta Spatial Modalities Tov apopovy
TOV XWEO TV videogames Tou PAETToLpE oTnV 0Bovn(Eik..()). ETol, B6a avaAubei
TO TUAWA TOL TIOL, COLPPWVA pe Tov Stockburger, avTioToIXEl OTIC £VVOIEG
perceived kal conceived space. To Turua Tov Perceived Space avagépetal 0To
Representational Modality Tov gamespace evw 10 Tunua Tov Conceived Space
avagéperal oto Narrative and Rules Modality.
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2.2 Representational Modality

Ye ALTAV TNV LTTOEVOTNTA ©a AvaALOEI TO AVATIAPACTATIKO KOUUATI
TOL XWPEOL TwWV videogames cav spatial modality. YOupwva pe ToV
Stockburger, 10 Representational Moddality Tavtiletal pe TNV évvola ToL
Perceived Space Ttou Lefebvre. lMpokepévov va yivel O katavontn
n avaAuvon, Ba xpnolhotroinBovv Vo fevydpla evvoIWV-SITTOAWY. To
TPWTO SITTOAO €ival O AVATTAPACTATIKOG XWPEOG-APAIQETIKOG XWPEOS KAl
TO 6€VTELO  EUTTEINIKOG XWPOG-CLPPROAIKOG XwEOoG. Mpérer amd Twea va
ONUEIBE OTI O OPOI AVATTAPEACTACN KAl aPaipecn dev avalipoLy O Evag
TOV aANov. O Adams Bewpei OTI Ta TTAIXVISIA, €iTe TTOOKEITAI YIA AVAAOYIKA
EITE VIO YNPIOKA, UTTOPOLYV VA TOTTOBETNOOLY O€ £€va CLVEXEC AVAUECT
oTNV avamapdoTacn Kal TNy agaipeon.» Itnv yia akpn TG KAIHAKag éva
TTaiVvidl 6a SNUIOLPYOLOE XWEOLGS EVTEAWG APAIPETIKOVLGS, VG OTNV GAAN,
©a avarapioToLoE KAl BA TTOOCOPOIWVE TNV OWYN KAl TA XAQAKTNPIOTIKA TOL
KOOMOUL JAC AKPIRWC OTTWG Eival OTNV TTRAYHATIKOTNTA. O XAPAKTNPICHUOG
EVOG TTAIXVISIOL WG APAIPETIKOL N AvaTapacTaTIKOL &gV AvAQEPETAI
OTa TEXVOAOYIKA 6ebopEva TNG ETTOXNG TTOL dnuiovpynBnke. H McGregor
TapaTNEEl OTl OTa videogames Je EVIOvVA AVATTAPACTATIKA OTOIXEIQ,
LTTAPXE pia évrovn Siaipeon oTo TG aTmodideTal O XWPOG.? e pepikd
TTAIXViSIa O TTAIKTNG PMTTOPE VA EUTTACKE XWPEIKA PE TNV APXITEKTOVIKR) TOLG,
EVE 0€ AAND TA OTOIXEIQ TNG APXITEKTOVIKNG 1 KAl OAOKANPO TO gamespace
AEITOLPYOLY CAV AVTIKEIPEVA. ALTOG O SIAXWPICUOG eKPpPAleTAl ECA ATTO
TO SITTOAO EUTTEIDIKOG — ZOUPBOAIKOG XWPOG.

1 Adams, E. (2003). Level Up Conference Proceedings: DIGRA 2003. Avaktnon 12 Zemrepppiov, 2016,
amo http://www.digra.org/wp-content/uploads/digital-library/05150.52280.pdf

2 McGregor, G. L. (2009). Gamespace: Play & Architecture In Videogames. University Of New South
Wales, oeA126
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2.2.1
Avonopactat LKOG XOPOG — ApaLpPeT LKOC XDPOC

Mia mpaén avamapaocTtaong amodibel Ta TTPAypaATa OTTWS eival. ‘Otav kAT
gival avammapacTaTIKO OKOTIOC TOU €ival va aTrtodael TNV £KOVA N TNV opoloTNTa
KATTOIOL TTPAYMATOG. LOUPVA pe Tov Wolf, «n avarmapdaoTaon embIKel va PoIACE!
Kal va armodwael KATI eV TO VA a@aIpETEIG KATI ONUaivel va TO AtTAOTTOINCEIG.)E!
H McGregor onueicovel o1l «To TEPIRAANOV evOC videogame xapakTtneileral
oLVNBOWCS WS APAIPETIKO OTAV &gV TTAPAYEI KATTOIA OTITIKA OMOIOTNTA E TOV PLTIKO
Hag koopo M MopdayuarT, TTaixvisia otrwg 10 Tetris (Alexey Pazhitnov, 1985) kai to
Bejewelled (PopCap Games, 2001), TapOAo TToL XpNnoIJoTToloLy Tov KapTeoiavo
aova TTPOKEIUEVOL VA ATTOSWOOLY KATIOIA HOPPN XWPEOL, SEV £XOLY Kaia
aioBnon evog avamapaoTaTikoL TTePIPAAOVTOG. To Tetris xonoiyoTToleiTal Kal atro
TOV Jarvinen cav &va TToAL KAAO TTapadelyua videogame OTo OTToIo N apaipeon
gival ekénNAn. Omwg onueivel, «ol Kopol oto Tetris kal Ta koppdTia oto Othello
Sev AQvaTTAPIOTOLV TITTOTA TTEPA ATTO TOLG £€ALTOVG TOLG, TTOL OTNV OLOIA gival
TTPOEKTATEIG TWV KAVOV@Y TOL TTaIXVISIOL.NP (Eik.2.2-2.3)

-

. @@ @&
@D &
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.

Eik.2.2: Othello Eik.2.3: Tetris

3 Wolf, M. J. (2003). Abstraction In The Video Game. ¥1o B. P. Mark J.P. Wolf, The Video Game Theory
Reader (co. 47-65).,0¢A.48

4 McGregor, G. L. (2009). Gamespace: Play & Architecture In Videogames. University Of New South
Wales.,oeA.111

5 Jarvinen, A. (2002). Proceedings of the Computer Games and Digital Cultures Conference. Gran
Stylissimo : The Audiovisual Elements and Stylesin Computer Games (cc. 113 - 128). Tampere: Tampere University
Press.
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H bwnAR avamapaoTaTtikoTnNTa evOg TTAIXVISIOL Sev gival TO i610 pe TOV PEAANICUO.
Youpwva e TNV McGregor, «0 PeaNICUOG OTnV ammodoon evog gamespace
TEPIYPAPEl Eva €i60G AvaTTAPACTACNG HE OTEVH OXECN TOCO AEITOLPYIKA OCO KAl
OTITIKA PE TOV AANBIVO XWPO. AKOUA KAI TA TTIO PEAANIOTIKG Videogames TG ayopdc
TTEETTEl VO APAIQETOLY £EVA PEYAAO KOUUATI TNG APXITEKTOVIKAG TTOL LTTAPXEI OTOV
TTPAYUATIKO KOOUO.NIITN cLVEXEID, EI0AYOVTAl OPIOUEVES RACIKEG SIAPOPES TTOL
Eexwpilovy Evav avoTnEA AvVATTAPACTATIKO XWPEO ATTO £VAV APAIPETIKO. LOUPOVA
ue TNV McGregor Aoimrov ol SIapopEg eival ol ENG:

1. (Eva avamapaoTaTiko TTERIRAANOY aTTeEKoViel aTTTd TTRAYMATA, SNUIOLEYWVTAG
bia eikdva Tov Bupilel TNV TTPAYHATIKOTNTA [...] Na va Tovue OTI éva gamespace
gival avamrapacTaTiko TTEETTEI VA AVAPEQETAI, VA TTAPOLOIALE!, VA TIPOCOUOIWVEI
N Kal Ta Tpia pyadi To PLOIKO COPTIAV HPE EVAV AVAYVWPEICIUO TPOTTo. Eva éva
APAIPETIKO gamespace UTTOPEI VA avAPEPETAl OTOLS LTTOROCKOVTEG KAVOVEG
TTOL SNUICLEYOLY TOV KOOUO PAG, VA AVATIAPACTATIKO gamespace SNUIoLEYEI
Hia TTPOCOP0ICCN TOL KOTHOL TTOL {OVUE ) KIA TTPOEKTACH ALTOL.NHV!

2. (Eva avamapaoTatikd gamespace XeNnoIUoTTolel To AeEINOYIO TOL PLOIKOL
TTEQLIRAANOVTOC YIA VA SNUIOLPYNTEN TOV XWEO ToL. To KACTPO OTO videogame
Adventure(AtariInc., 1980) eival TToWTOAEIO AANG GUECA AVAYVWPEICIUO, OTTWG KAl
Bouva oTto Battlezone(Atari Inc., 1980) amobopéva ce oTLOA wire-frame. (Eik.2.4-
2.5) ApQa, N APXITEKTOVIKN KAI TO TOTTIO PTTOPOLYV £EI00L VA YivOoLV AvTIANTITA UECK
TV SOUIKGOV TOLG OTOIXEIWV. TOTTOBETWVTAC TNV AVATIAPACTACN £vOC SEVIPOL
o€ £&va TTPACIVO POVTO AUECKG METATPETTEI KAVEIC £va aPalpeTiKO SLCSIACTATO
emiedo o€ Eva TTPACIVo AIRGSINE

Eik.2.4: Adventure Eik.2.5: Battlezone

6 McGregor, G. L. (2009). Gamespace: Play & Architecture In Videogames. University Of New South Wales., ceA11
7 Ibid., 0e\.120
8 Ibid.
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3. «H avayvopion e&vog avamapacTaTikoL gamespace eEapTaTtal amod Tnv
avayvwpion Tou xpNoTtn.[..] To taixviél Pong(Atari Inc., 1972) cival oe peyalo
BABOUO APAIPETIKO €V £vAG GANOG TTPOCOMOIWTAG ping-pong, To Table Tennis
(Rockstar Games 2006) civar kabapd avamapacTtaTikoN(Eik.2.6-2.7) EbSw
afifel va onueiwoovue OTI e Tov O0po “user identification”, n McGregor evvoei
TNV SLVATOTNTA VA TALTIOTE O TTAIKTNG PE Eva avatar oTov Yngpiakd KOOUO TOL
TaixVvISIoL. XwEig avTo To aiopa va eival armoALTo, Pia apalpEeTIKA TTOOROARN TOL
TIQIKTN OTOV gamespace AVTIOTOIXEI O€ Eva €V YEVEI APAIPETIKO gamespace.

a CARMEN SOLAVMAN I
e——

Eik.2.7: Tole Tennis
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4 (Evac OA\OC TPOTIOC VA KATNYOPIOTTOINCOLUE £vAV AVATTAPACTATIKO XWPEO
gival va avayvwpioovpe TNV SuvatotnTa TToL Ba eixaPe va KATOIKNOOLE ALTOV
TOoV X®PEo. Eva avamapaoTtatikd gamespace Pag Ppaivetal KATd KATTOIO TROTIO
KQTOIKNOIUO 1 avayvepioiyo ocav  TTePIPAAOV  KAToiKNoNG.[...] AVTIOETWG,
AVTIAQURAVOUAOTE TOLG APAIPETIKOLS XWPEOLS AV AKATAAANAOLG YIA KATOIKION.
O x®wpog Tou Tetris eival exBpIkOS TTPOoG TNV {wn. ATTodideTal aLOTNPECG PABNUATIKOG
N YEWUETPIKOG £V LEPEI AOYW TOL YEYOVOTOC OTI TA QVTIKEIPEVA TTOL PETAKIVOLVTAI
oTnV 060vN PpaivovTal vekpa. [...] Evag avamapaoTaTiKOG XWEOG £ival EVAG XWEOG
TTOL PTTOPOLME VA PAVTACTOLE VA KaToIKeiTal. O APAIPETIKOI XWEOI UTTOPOLY va
QATTOKTAOOLV EVA AVATIAPACTATIKO TTAQICIO avAPOPAG TOTTOBETOVTAC T ALTOVG
OTOIXEIa TTOL SEiXVOLY VA TOLG KATOIKOLY NI

9 Ibid., oeX.121
10 Ibid., 0e\122
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2.2.2
Epne 1pLkO¢ XOPoG¢ - ZUpPOALKOC XWOPOG

ITa videogames pe €vTova avartapaoTATIKA OTOIXEIQ LTTAPXEl Wia EvTovn
Slaipeon OTO TG ATTOSISETAI O XWPEOG. LE PEQIKA TTAIXVISIA LTTAPXOLY KTHPEIA TTOL
UTTOQOLPE VA PTTOLUE VA TA XPNOIUOTIOINCOLHE OTTOG Ba XPNOIUOTTOIOLCAE
Ta AvaAoyd TOLG OTNV KAVOVIKn {wn N va TTepITAavNBoLuE peca oe auTa
AKOAOLOWVTAG TOV OKOTTO TOL KABE TTAIXVISIOL. Y& OAAQ TTAIXVibia, TOCO Ta KTHPIA
OCO0 KAl O XWPOG €V YEVEI UTTOPEI VA EXOLV TTEPICTOTEQO TNV POPP AVTIKEIUEVWV.
ITNV TTPQTN TTEQITITGON «[O TTAIKTNG] TTOPEI VA KATAKTACEI TNV APXITEKTOVIKNA KAI TNV
TTPOCOU0IWON TNG OTOV XWPEO [...] €V OTNV GAAN TA KTNPIA €ival KATAOKELACUEVA
UE TETOIO TPOTIO WOTE VA PNV UTTOPEIC va CLOXETIOTEG padi Toug xwpEIkaN!!
KataAnyouue AoImov OTI, HEC® TRV SIASIKACIOV AvaTTapaoTaons KAl a@aipeong,
N APXITEKTOVIKN OTA videogames atmodibeTal €iTe WG XWEOG EITE WG AVTIKEIUEVO.

O Lev Manovich opilel TNV avamapdoTacn avTimapaBeTIKa e TNV
TTANPOPOPIA, AVAPEQOPEVOS O SLO “AVTIUAXOUEVOLG” OKOTTOLG TV ‘“VEWV
HECWV" — PeTACL TNG EUPLOICNG TOL XPNOTN O€ VA PAVTACTIKO KOOPO (Manovich,
2002) kal TNG TTApPOXNG OTOV XPNOTN TTPOCRACN C¢ emapKn TAnpo@opia.l'? MNa
TNV McGregor, 0 COPJROAIKOG KAl O EUTTIEINIKOG XWPEOG eKPPEACOLY ALTOV TOV
SlaxwpIouo. ESw mapatneoLue OTI eV O OPOI AVATIAPACTACN KAl APaipeon
AVAPEPOVTAI O€ ETTIAOYEC TV OXESIAOTWV TV videogames, 0l OPOI EUTTEINIKOGS KAl
OULUPOAIKOG XWPOC AVAPEQOVTAI OTO TIWGS Of TTAIKTES AVTIAAUPAVOVTAI XWPEOLG JE
Sedopeva ermimedba avamapAaoTaong KAl apaipeong.

To maixviél World Of Warcraft (Blizzard, 2004)(Eik.2.8) xpnoiyoTttolei tnv
APXITEKTOVIKN) 0avV XWEIKN eutTeipia.  KaBwg yia 1o Taixvidl €ival onuavTikn n
SLVATOTNTA TOL TTAIKTN VA KIVEI TO Avatar ToL PYECA OTOV XWEO TOL TTAIXVISIOU,
N APEXITEKTOVIKA TOL TTAIXVISIOL gival Sopunueévn oav &va cOVOAO ato TIANPEN Kal
KEVA. LTO OLYKEKPIUEVO TTAIXVISI TTOL O PNPIAKOG TOL KOCHOG EivVal AVOIXTOG KAl OX!
YPOAUUIKOG (open-world game), «n apxITEKTOVIKR pag Sivel TTPOCAVATONIOUO KAl
OPYAVWVEI TIG 5pACTNEIOTNTEG PAG O CAPEIG {QVEG. EXEl ALTO TTOL Ol APXITEKTOVEG
ATTOKAAOLY “TTPOYPAupa” M AVTIBETWC, N £VVOIA TNG APXITEKTOVIKAG CAV XWEOC
amouoialel TANPwWS ammo 1o TTalxvidl Lord Of The Rings: Battle For Middle Earth I
(EA Games, 2006) (Eik.2.9).

11 Ibid., 0eN128

12 Manovich, L. (2001). The Language Of New Media. London, England: The MIT Press.,ce\.17

13 McGregor, G. L. (2009). Gamespace: Play & Architecture In Videogames. University Of New South Wales.,oeX.139
14 Ibid., oe. 128
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MNpokerral yia éva real-time strategy game, o1ouv 0 TAIKTNG TTEETTEN VA
OPYAVWOEl PE TOV REATIOTO TPOTTO TOV OTPATO TOL YIA VA VIKACE TOV OTPATO
TOL AVTITTAAOL. ES, Ta KTAPIa Sev £XOLV ECWTEPIKO, POVO TTpdcoWNn. To BFME
I, apaipei amd TNV S1adIKAcia TTEOCOPOIWONG TOL XWPEOL TO ECWTEPIKO TWV
KTNEIWV. «H apxiTekTovikr ToL BFME Il §ev Aeitovpyei cav xweog aAAd diatneei évav
OULUPOAIKO CLOXETIOUO ME TIG AEITOLEYIEC KAl TIC §pACTNPEIOTNTEG TTOL OTeYAlEl N
APXITEKTOVIKN) OTOV aAnBIvo xwpeon. Na mapddeyua, 1o KThplo Tou oTteyalovTal
Ol OTPATWVEG Sev €ival &va PEQLOG TTOL HEVOLV KAl eKTTAISELOVTAI OTPATIWTEG,
AAAQ £VA QVTIKEIPEVO-UNXAVA TTOL TTAPAYEI CLVEXWG OTEATITEC AV O TTAIKTNG EXEl
padeéyel TOLS ATTAITOVUEVOLG TTOPOLG. XITNV OLOIA o€ videogames OTTwS To BFME
Il N apxITeKTOVIKA €ival éva TOPPROAO TOL £€QLTOL TNG, AVATIAPICTWVTAG TO COVOAO
EKEIVAOV TV ISIOTATWY TTOL £XEI N APXITEKTOVIK) OTOV AANBIVO KOO0,

YOUTTEQACUATIKA, OIXWEOITWY Videogames utropoLy va TOTTOBeTNOOLY TTAV®
o€ oTOoV Afova avamapAoTaonG — APaipecns o€ OTI APpopd Ta Representational
Modalities Touvg. Mapatneeital yia Siaipeon oTto TS ammodidovial oI XWPEOol Ot
videogames pe €viova avamapaoTtaTtika oToixeia. Ma tnv McGregor, auth n
Slaipeon ekppadleTal péoa amo To SITTOAO eUTTEIDIKOG KAl CLUPPROAIKOG XWEOG.
O euTTEIPIKOC XWPEOC YiveTal QVTIANTITOG OTOV TTAIKTN PECT ATTO pia Katavonon
TOL XWPEOL WS KATI TO OTTOIO PTTOPOLUE VA KIVNOOLUE YECT OE ALTO, KAl VA TO
e€epevbvnooLe. ATTO TNV AAAN, O CLUPOAIKOG XWPEOC ACXOAEITAl AlyOTEQO E TNV
OXEON TOL AVOPWTTIIVOL CWHATOG KAI TOL XWEOL KAI TTEQICTOTEPO WE TIG CUPPROAIKES

OXEOEIG TTOL O AVOPWTTOI ATTOSISOLY OTOV XWEO.

)

Eik.2.8: World Of Wdfcr le For Middle Eart

15 Ibid., 0e\.129
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2.3 Rules and Narrative

ATIO TNV OTIYUN TTOL akadnuaikoi Eekivnoav va avalbouvv Ta videogames
oav TOATOTIKO artifact, mpoekvwe évag Sixaouog avapeca ot SVO OUASEG
ueAeTnTov. O1 Narratologists Becdpovoav OT1 Ta videogames eival TTpwWTAPXIKA
£va aKOPA PECO YIa va apnynBei kaveig pia 1IoTopia, kal Ta TomroBetovoay SiTTAa
o€ OANQ PECA TTOL XPNCIPELAY OE ALTOV TOV OKOTIO, OTIWG N AOYOTEXVIA KAl O
KIVNUATOYPAPOG. ATTO TNV GAAn, ol Ludologists avtiyetcomdlay 1a videogames
oav TTAQTPOPUES TTOL TTPOCOUOIVAY CLOTAUATA. MNa ALTOVLGS, O KAVOVEG TTOL
HovTeAoTTOI0LOAV Ta videogames NTAv TTOAD TTIO CNUAVTIKOI ATTO OTTOIOSATTOTE
aApNyNUATIKO TTACICIO. AVTIAQUPBAVETAI KAVEIG OTI OTNV ONUEPIVE €TTOXN, OTTOL TA
videogames evowPaT@VoLV TTOAD TTIO JEYAAEG TTOALTTAOKOTNTEG ATTO AULTEG TTOL
EVOWUATOVAVY TIPIV €iKOOI N TPIAVTA XPOVId, Ta TTAPATIAV® HOVTEAD TTALOLY VA
OewEOLVTAI IKAVOTTIOINTIKA YIA TNV TTIEQLIYPAPN TOL PECOL. H TTapoLoa epyaacia
XPNOIUOTTOIEl TOV JOVTEAO ToL Stockburger, TTOL €voTTOIEl TOL KAVOVEG KAl TO
apnynuaTikO TTACioIo TV videogames cav Tunuarta tov Conceived Space Tou
Gamespace . ETol, 6a avagepouacTe oTNV XWEIKOTNTA TTOL TTPOKOLTITEl ATTO TO
apnynuaTikd Aaiolo cav Narrative Modality kal oe auTAyv TToL TTEOKLTTTEl ATTO
TOLG Kavoveg oav Rule Modality. Aut) n opyadotoinon pag emTEETTEl TOCO va
EEXWPICOLUETTOIEG TTOIOTNTEC TV XWPEWYV TWYV videogames avhKouy Oe TTola opdada,
AAAQ KAl VO avAyV@PICOLUE TTWS AAANAeTISpoLY waoTe padi ue To Representational
Modality va Snuiovpyhoouy ToV £TEQOTOTTIKO XWEO TWV videogames.
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2.3.1 Narrative Modality

O De Certeau onueicvel OTI TO TTWC TTEQIYPAPEN KAVEIG KATI TAAQVTEVETAI
HETAEL SVO EVAAAQKTIKGV: EITE EXOVTAG TNV YVOON KIAG KATAVOUNG TTPAYHAT®VY, €iTE
TTNYQivovTag KATToL. AnAaén, yia va TTEpIyPAWEl KAVEIG KATI, €iTe Tapouvaialel eva
“TauTAO” (“uTTAPXOULV.....") €iTe TTEPIYPAPEI KATTOIEG KIVACEIG O€ Uia OpYaAV@UEVN
oepa (“utmaiveg ekei, Tepvag , oTpiPeag ekei....”).'d Apa, coupwva e Tov De
Certeau, 0 TP@OTOG TOOTTOG SINYNONG BA UTTOPOVLCE VA TTAPOUOIACTE E VAV XAPTN
EVA 0 5eLTEPLOG Ba PTToPOLOE va CLVOLACTEI e TN Evvold TNG TTepIMAavnong.l'”! O
TEOTIOG SINYNONG TTOL CLVEEETAI PE TNV TTEQIYPAPN EVOG XAPTN, OTNV TTEPITITAON
TV videogames OxeTi(eTal AQUETA PE TNV £VVOIA TOL GLPRBOAIKOVL XWPEOU, VA ALTOG
TTOL OXETICETAI PE TNV EVVOIA TNG TTEQITAAVNONG APOPA CLVABWGS EUTTEINIKOVG
XWPEOLG. ALTOI OI VO TPOTTOI XWPEIKAG TTEQIYPAPNGS AVTITIPOCWITTELOLV TIG PACIKES
S0UEG TOL narrative space oTa videogames.

ALTOGC O SIAXWPICUOG PPICKEN EQAPUOYN OTO POVTEAO TaAfivOunong TTouL
eKTTOVNOE N Marie Laure Ryan. H cuykekpiévn ATAV atTo TOL AiyoLG BePENTIKOVLG
TTOL AVTIANPONKE OTI YIa VA PTTOPECEl VA TTEQIYPAWEN KAVEIG TO APNYNUATIKO
TTAQioclo Twv videogames &ev Ba TTPETTEN va TIPOCAPUOCEl TA TTAIXVISIA OTE va
TaIpIalovy OTIC LTTAPXOLOEG Bewpieg, AANA TO €i60G TNG APnynoNng Ba TTEETTE
VA TTPOCAPUOOCTE OTO PECO CLVESLACHO TWV EVVOILY SLO SiTTOAWY. Ta SiToAa
eivalr “Internal” kar “External Interactivity” kar “Exploratory” kai “Ontological
Interactivity”. E&6@ afilel va mapatnpnoovpe OTI N Ryan oTnNV CLYKEKPIUEVN
KATNYOPIOTTOINON XPNOIWOTTIOIE TNV AéEN Interactivity (Siadpaon), k&t TTov onuaivel
OTI, TTAPOAO TTOL AVAPEPETAI OTO APNYNHATIKO TTAQICIO TV TTAIXVISIV, AauBAvel
OTT'OWIV TNG TO SIASPACTIKO OTOIXEIO TOL PECOUL KAl SIAPOPOTIOIEITAI ATTO AAANOLG
akadnuaikoLs TToL avTIAapRAvVOVTal TNV £vvola TNG Aprynong oTa videogames
WG pia ypauuikn dladikacia.

To mmpwto fevydpl Bewpseital WG €ENG: «oTNV TIEPITTIT@ON Tou Internal
Interactivity o mmaiktng avriAapPdveral Tov €auTd TOL CAV PEPOG TOL WNPIAKOL
KOOUOU EiTE £XOVTAG LTTO TOV EAeYXO TOL éva avatar €ite avTIAauPAVOUEVOG TOV
WYNPIOKO KOOWO aTTO TIPOOTITIKA TTPWTOL TTPoowTiou (First-person perspective
OTO TTPWTOTLTTO). ITNV TTEPITITON ToL External Interactivity o maiktng ToTmoOETE

16 Certeau, M. D. (1984). The Practice Of Everyday Life. University of California Press., ceX.119
17 Stockburger, A. (2006). The Rendered Arena. Modalities Of Space In Video and Computer Games. London: London
Uiversity Of The Arts., 0el.113
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TOV €QVLTO TOL €€ ATTO TOV YNPIAKO KOoUo.»'8 (Eik.2.10)

INTERNAL INTERACTIVITY EXTERNAL INTERACTIVITY

Na 10 6eLTEPO CeLYAPI N Ryan onuEiVEl : «OTNV TTEQITTTGON ToL Exploratory
Interactivity, o TaikTNG eival EAeLBEPOG va TTEQITAQVNOEI OTOV YNPIAKO KOTHO AANG
avTA ToL N TIEPITTAAVNCON &ev AAANQCEl e KATTOIO TPOTTO TNV TTAOKN TOL TTAIXVISIOU.
(Eik.2.11) AvTiBeta, oTnv mepimmeon Tov Ontological Interactivity, o1 amogpaoceig
TOL TTAIKTN €mNEEAdoLY TNV TOXN TOL WYNPIAKOL KOCPOUL Kal TNV 0dnyoLv O€
SlapopeTika povotraTniant'?(Eik.2.12)

EXPLORATORY INTERACIVITY

Apxn) Naixvisiod ?E E“’}‘ ‘ : ‘.‘):-“. Téhog Naixvisiov

Eik.2.11
18 Ryan, M. L. (2001, July). Beyond Myth And Metaphor: The Case Of Narrative In Digital Media. Baltimore: John Hopkins
University Press.
19 Ibid.
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ONTOLOGICALINTERACIVITY

TeAog Maixvidiou 1

"

Aoxn Maxvidiod %a Teog MaixvidioL 2

p' Téhog Maixvidiov 3

Ma va pmopéoel va epapuodcel TIOAKTIKA TO TTAPATIAV® MOVTEAO, N Ryan
TTPOTEIVEI TOEIG CLYVSLACUOVLGS TV TTAPATIAVE SITTOAWV.

1.TiavateplypAwe TNy opdda Ty videogamesou rapexouy “Internal-Exploratory
Interactivity”, (Eik.2.13) eicayeTal n Evvold TNG «XWPEIKNGS Sinynong (spatial narrative
OTO TTPWTOTLTTO), TTOL ETTIKEVTPWVETAI OTNV TTEQITTAGVNON KAl TNV €E€QELVNTNY KAl
NG «8Ifynong Tou TOTTOoL (Narrative of place OTo MPEWTOTLTTO) TTOL ETTIKEVTOVETAI
TTEQICCOTEPO OTNV  AVAALTIKN €E€PELVNCN MIAG CULYKEKPIUEVNG TOTTOBECIAG KAl
Oxl TOoO n TepImAAvnon.?% O 1aikTNG o€ avTA Ta TTAIKVISIA avTIAauRAveTAl TOV
£QLTO TOL OAV PEPOC TOL KOCHPOL TOL TTAIKVISIOL AAAA N TTEPIAAVNOT TOL PECA
oTo TTalXViél 6ev aANGlel ALTOV TOV KOOWO. e AQLTAV TNV KATNYOPIa TOTTOBETOLVTAI
TTaixvidia oTws 10 Everybody's Gone To The Rapture (The Chinese Room, 2015)
TTOL OTNV OLOIA APRVEl TOV TTAIKTN EAELOEPO VA EEEPELVNTEI Uia PIKON KWUOTTOAN
HE OKOTTO VA AvakKAALWEl TI CLVERN KAl OAOI O KATOIKOI €XOLV £€APAVIOTE.

2.3y katnyopia  “External-Ontological Interactivity”(Ek.2.14) n Ryan
oovptepIAapPavel Traixvidia simulation 61wg 1o Sim City (Maxis Infogrames, 1989)
KAl ONUEIVEl OTI O TTAIKTNG O€ ALTA TA TTAIXViISIa KAAeiTal va avaAdPel Tov pOAO
KATTOIOL €i60LG SNUAPXOL N ALTOKPATOPA, Ol OTTOIOI eival EEWTEPIKOI PLOUIOTES
emeIdn bev PpiokovTal oTov i8I0 XWEO HE TA LTTOKEIUEVA TTOL KIVOOLVHP', Tia Tov
Stockburger, auvtdg o SIaxWPIoCUOS ogeiAeTal OTo Acyouevo god-like view oL

20 Ibid.
21 Ibid.
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oTnV ovaia TeplypAgel TNV BEoNn TNG KAPEPAG TToL Sev €ival OTnV BEon TWV
HATIQV TOL TIAIKTN | ATTO TOW TOL, AANG AVTIOETWG TTPOCPEQREl Mid TLVOAIKNA
ETTOTITEIA TOL XWEOL, OTIWG TTPAYUATIKA Ba TOV £RAETTE KATTIOIOG ATTO TOV 0LPAVO.
Emiong a&ilel va onueicooupe OT1 0 TTAIKTNG Sev TALTICETAI UE EVA CLYKEKPIUEVO
avatar oTov Yn@PIakd KOCPO TOL TTAIXVISIOV. Y& ALTOL TOL TOTTOL Ta TTAIXVidIa N
Ryan avriAauPaveral TNV apnynon «Ue pia o XAAapn &vvola ToL OPOL: AVTEC
Ol apnyNnoeic &ev ammoTeEAOLVTAl ATTO SIATTIPOCWTTIKEG OXECEIC OAAG aTmd dia
AAANAOLXIO HETACXNUATIOPWY TTOL ETTNEEACOLY £vVa UIKQO-TTEQIRAAOV.N?Y (Ryan,
2001)

3.Tehog, oTnv katnyopia “Internal— Ontological Interactivity” (Eik.2.15) urmopovyv va
evTaxOoLv videogames oTa OTToid 0 XPNOTNG TOTTOBETEITAI OV £vVag XAPAKTNOAG
AVAPECTO OTOLG AANOLG, O€ Evav ELPLTEPO KOCWO. e ALTAY TNV TIEQITTTWON Ol
TTEAEEI TOL TTAIKTN £XOLV ETTITITWON TOCO CTOV YNPIAKO KOTHO TOL TTAIXVISIOL OCO
Kal oToV i6l10 ToV XapakThpd. H Ryan onueiwvel 0TI o€ ALTEC TIC TIEPITITWOEIG TO
TTPEOVTTIAPXOV APNYNUATIKO TTAQICIO TTOETTEI VA AEITOLPYEI E TETOIOV TOOTTO WOTE VA
TTAPACLEEI TOV TTAIKTN VA eUPRLOICTEI OTOV WNPIAKO KOTUO TOL TTAIXVISIOL.= Attag
KAl €TTITELXOEI ALTO, N APRYNON PTTAiIVEl O€ SELTELELOLOA UOIPA KAl ATTAQ ATTOTEAE
TO LTTOPAOPO TTAVW OTO OTIOIO O TTAIKTNG AEITOLEYEL. ESG TTPETTEl VO ONUEIWOEI
OTI TA TEAELTAIA XPOVIA £XOLY KLKAOPOPENTEI TTOAG videogames TToL APrvoLy
HEYAAO KOPPATI TOL APNYNMATIKOL TOLG TTACICIOL TTPOG AvAKAALYN CTOV TTAIKTN.
Y€ QLTEC TIG TIEQITTITGOEIS TO narrative spatial modality Tob gamespace avTyV TV
TTAIXVISIV AeITovpyei o€ peyaho PaBud cav 1o background oTo 0TT0I0 O TTAIKTNG
Ba Snuiovpynoel TNV SIKIA TOL ICTOPIA KAl T& TTOAAEG TTEQITITAOEIG ©a ATTOPATIOEl
KQITNV JOIPA TOL €V AOYW PAVTACTIKOVL KOOHOL. AVTITTOOCWTTELTIKA TTAPASEIyUATA
ALTAG TNC KATNYOopPEIAG cival videogames O1wg To Fallout 4 (Bethesda Softworks,
2015) kai 1o Witcher lll: The Wild Hunt (CD Project Red, 2015).

YOUTTEQAOUATIKA, Ba PTTOPOoLOAPE va TTOLUE OTI N diapopd TG “Internal-
Ontological” katnyopiag kar Tng “External-Ontological” éykerar otov point-
of-view TOL TQIKTN KAl OTO KATA TTOCO AICOAVETAI KOUPAT TOL KOOWOUL TTOL
TOL TTaPOLOIAlETAl OTNV 0BoOvN N Oxl. Kal oTig SVO TEPIMTWOEIG O TTPAEEIS
TOL TTAIKTN €TNEEAJOLY TNV TOXN TOL YNPIAKOL KOoPoL. H Siapopd Twv Lo
TTPOAVAPELBEVTWY KATNYOPIWV Ye TNV TTPwWTN (“Internal-Exploratory Interactivity™)
EYKEITAI OTO YEYOVOGS OTI Ol SpATEIG TOL TTAIKTN S€V €TTNEEACOLY TOV YNPIAKO KOTHO.

22 Ibid.
23 Ibid.
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H katnyoplotoinon 1oL PYOAIG TTAPOLOIACTNKE PAG TTOOCPEQE! EVAG OAPEC
KAl OPYAVWUEVO TTACICIO YIA TO TTAC TO narrative modality urropei va cLoXeTIOTE e
TO gamespace o€ Jia evpLTEPN KAIMAKA. ALTO TTOL eV TTEPIYPAPE eivaln SIadikacia
LE TIC OTTOIEC AAUPAVOVTAI CLYKEKPIUEVEG ATTOPACEIS KATA TOV OXeSIACUO TOL
EKAOTOTE gamespace KAl TTWS ALTEG CLVSEOVTAI PE TOV EKACTOTE APNYNUATIKO
Aciolo. Kolvig Kpiveral amapaitntn N avagopd o€ £va POVTEAO Tagivounong
oL Ba TTEPIYPAPEI TNV OXEON MIAG PIKPOTEPNGS KAIUAKAG TOL gamespace UE TO
narrative modality.

O Henry Jenkins Bewpei  OT1 oI game designers SnuiovpyoLV KOOUOLS
TTERLICOCOTEPO ATT OTI SNUIOLEYOLY ICTOPIES KAI OTI BA TTPETTEI VA AVTIUETWTTICOVTAI
«NIYOTEQO CQAV KATTOIO! TTOL AEVE Wia IOTOPIA KAl TTEQICCOTEQO TAV “APNYNUATIKOI
apxitekToveG" PUAvagpepeTal o auvthy TNV Sladikacia  oxedlacuol WG
“repIPalovTikny sinynon” (“environmental storytelling” oTto TETOTLTIO) KAl
IoXLPEICETAl OTI LTTAPXOLY TOLAAXIOTOV TECTEPIG TOOTIOI UE TOLG OTTOIOLG PTTOPEI
avTh n diINynon va peta@epBei otov TTaikTN. «OI XWEoI TV videogames UTmopoLy
va PEPVOLV OTNV EMMIPAVEIQ TTPOBTTAPXOVTEG APNYNUATIKOVG CLOXETIOUOLS, VA
ATTOTEAOLYV TO LTTORABPO OTTOL TO APNYNUATIKO TTAQICIO EVEQYOTTOIEITAI, UTTOPOLY
VA EUTTEQIEXOLY TTANEOPOPIA ) VA TTAEEXOLY TO TTAAICIO PECO ATTO TO OTT0IO
avadLETal TO APNYNUATIKO TTACICION® Y& aLTO TO ONUEIO TTPETTEI VO ONUEIOCOLME
OTI N Taivounon auTrh avTIETWTTICeTAl ATTO TTOANOVG AKASNUAIKOVS TTEQICTOTEQO
oav &va modus operandi Tapd cav éva POVTEAO KATNYOPIOTTOINONG TTOL
KATAPEPVEN VO CLUTTEPIAGREI OAD TA NEN APNYNUATIKWY XWPWV TTOL PTTOPOLY VA
vrapfouyv oTa videogames. Emiong mpémel va avagepBei OTI kavéeva videogame
Sev avnkel EekABapa POVO O€ pia KaTnyopia KaBwg avtd Ta OTOIXEId CLVABWGS
OLVLTTAPXOLY, TNV KABE POPA T€ SIAPOPETIKO TTOCOOTO. ATTO TIC KATNYORIEC TOL
Jenkins €6 6a avaAuBouyV ekTevECTEPA SVO ATTO TIC TEOTEPIG TTOL CLVEEOVTAI UE
Hia pIKEOTEEN KAIMOKA aTTO ALTAYV TTOL TTEPIYPAPEl N Ryan. O1 kaTnyopieg, AoITTov,
oLUPWVA W ToV Jenkins cival ol eENG:

1.Evocative Spaces

YOUPVA Pe TOV Jenkins DTTAPXOLY CLYKEKPIHEVOI XWEOI OTA videogames TTou €ival
OXESIAOUEVOI KAI AEITOLEYOLY HE TNV AOYIKN eVOG BeuaTIKoL TTAPKOL SilaokéSaong.
ALTO onuaivel OTI 01 i8I0l Ol XWPEOI Sev EXOLY OKOTTO VA TTOLVE Wia KAIVOLPYIA
I0TOPIA AANG OTNEICOVTAI O€ LTTAPXOVTEG TOTTOAOYIEC BEUATWY YIA VA KOBopIooLY

24 Jenkins, H. (2002). Game Design As Narrative Architecture.,oe\.3
25 Ibid.
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TO APNYNUATIKO TTACiCIO TOL TTAIXVISIOL. OTIWG onueiwvel 0 Jenkins, auToi ol xwEol
«loypa@ifovy TOLC KOOUOLCS TOLS HE TTOAD adpd TepIYPAUUATA Kal oTnpEiIovTal
OTOV TTAIKTN VA KAVEI TA DTTOAOITTANRY YTTO pia £vvola, OI OXESIAOTEC TETOIWV XWP WV
EXOLV LTT' OYIV TOLG OTI Ol TTAIKTEG Ba £xoLv Wia yevikn 166a yIa TO TG poldadel,
yla TTapAdelyuad, £va vNoi OTO OTTOI0 KATOIKOLY TTEINATEC KAl OXeSIAJOLY TOV XWEO
UE OKOTTO VA AVTATIOKPIVETAI 0€ ALTEG TIC TTPOOSOKiEC. Mia avTioTolxn onueicon
kKavel o E. Adams otav avagépetal oTov §eLTELELOVTA POAO TNG APXITEKTOVIKAGC
oTa videogames Kavoviag AOYO Yia “apXITEKTOVIKA KAIOE”. XapaKTnPEIoTIKA
TOVilEl «n TTAPAKATW oknvn amo 1o The Dark Age Of Camelot(Eik.2.19) éxel OAa
TQ XOPEOKTNPIOTIKA TTOL LTTOVOOULV évav Legoland pecaiwvioud (Lego-land
medievalism oTo TTPEWTOTLTTO) . YTTAPXEl O SPAKOG, TO CLUMETPIKO KACTOPO WE TA
AARapa, kal EOAIVO KTAPIO. ALTO TO PEQLOG PTTOPEI VA uNV PoIAdEl JeE KavEva OTOV
aAnBIvO KOOPO aAAd xapn oto Hollywood [...] Eépovue akpIPwg T TTPOKEITAl va
OLUPE kel NP

Eik.2.19: The Dark Age Of Camelot

2.Embedded Narrative

YTOPPWVA Pe Tov Jenkins, o0 0pog Embedded Narrative mreplypdgel «apnynUaTikéG
SOUEG TTOL XPNOIUOTTOIOLY OAOKANEO TO gamespace yia va SinynOoLy Wia iIoTopia.y
(Jenkins, 2002) YTTO QLTAV TNV EVVOIQ €O KOTWOG TOL TTAIXVISIOV UETATOETTIETAI OF
KATI oav “mraAaT yvAung™»# MNa Tov Jenkins auvTn n kaTnyopia PRioKel epapuoyn

26 Ibid.,oel.5

27 Adams, E. (2002, October 9). The Role Of Architecture In Videogames. Avaxtnon December 4, 2016, ané Gamasutra.
com:http://www.designersnotebook.com/Columns/047_The_Role_of_Architecture/047_the_role_of_architecture.htm

28 Jenkins, H. (2002). Game Design As Narrative Architecture.,ce\.9
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o€ TTAIXVISIA TTOL EXOLV VA KAVOLV HE VTETEKTIR KAl I0TOPIEC MLOTNEIOL LTTO TNV
EVVOIa OTI O XWEOG TOL TTAIXVISIOL €ivAl OTNUEVOG ETCT OTE VA LTTOVOE e SIAKPITIKO
TEOTTIO OTA £XOLV CLUPEI KTTEIV KAV EEKIVATEI TO TTAIXVISM. XAPAKTNEICTIKO TTAIXVISI
TTOL EVOWHATWVE OTOLC XWEOLG TOL ALTAV TNV AoYIKN givail To L.A. Noire (Rockstar
Games, 2011), OTTOL O TTAIKTNG AVAAAPPRAVEI TOV POANO €VOG VTETEKTIR TTOL TTRETTE
va AOOEl Eva ULOTAPIO OXETIKA pE oplopéves Sohopovieg. (Eik.2.20)

|

3
[ ]
i

Eik. 2.20: L.A. Noire

To HOVTEAO TNG Ryan AOXOAEITAI TIEQICTOTEPO [E TNV OXECN TOL TTAIKTN KAI TOL
KOOUOL oToV oTToio BpiockeTal . H Ryan e€epevvei TOV TOOTTO E TOV OTTOIO O TTAIKTNG
AVTIAQUPRAVETAI TOV £€QLTO TOL O€ OXECN HPE TOV LTTOAOITTO XWPEO TOL TTAIXVISIOV
KAl Tov PABUO OTOV OTT0IO oI TTIPAEEIC TOL €TTNEEACOLY ALTOV TOV XWPEO. AKOUQ,
UTTOPOULUE VA ONUEITOLIE OTI Ol KaTNyopieg Internal —Ontological kai Internal —
Exploratory Interactivity cuvéeéovial dueca pe TNV Evvola TOL EUTTEINIKOL XWEOL
NG McGregor. OTav 0 «XWEOG AEITOLEYEI O EVa TTPOCWTTIKO ETTITTESO KABWGS TOV
avTIAapPavouaoTe Yéoa ato Ta paTia Tov avatar pagy! 1oTe gival o €OKOAO va
TALTIOTOVUE PE EVA CAPES APNYNUATIKO TTAQICIO TToL KaBopilel Tl cLPPRaivel OTOV
WYNPIAKO KOO0 TTOL BPICKOUAOTE. ATTO TNV AAAN, NKaTNyopia External-Ontological
Interactivity cuvééetal pe TNV Evvola ToL CLUPPROAIKOL XWEOL. XE TTAIXVISIA TTOL O
TTAIKTNG AEITOLEYEI AV £vAG £EWTEPIKOG TTAPAYOVTAC TTOL £TTNEEALEI TNV PON TNG
aprynong, TO TOTHO KAl N APXITEKTOVIKI TOL XWEOL TOL TTAIXVISIOL ATTOKTOLV Wia
OLUPOAIKN AeiTovpyia amodibovTag TIG ATTAPAITNTEG TTANPOPOPIES YIa va eEEAIXOEI
TO TTAIXViSI. To poVTéAO TOL Jenkins eival TTEpIcoOTEPO Eva modus operandi kal OX|
TOOO Wi KATNYORIOTTIOINON TV XWPEWV TRV videogames. ACXOAEITAI TTEPICTOTEQO
LE TOV TOOTTO TTOL Ol XWPEOI ALTOI YiVOVTAI EOYAAEID TTOL ETTIKOIVGVOLY OTOV TTAIKTN
TO APNYNUATIKO TTAQICIO TOL TTAIXVISIOV.

29 McGregor, G. L. (2009). Gamespace: Play & Architecture In Videogames. University Of New South Wales.,oe.
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EVOCATIVE SPACES

Eik.2.25: Uncharted 4, Noughfy Dog. 2015 Eik.2.26: Prince Of Persia: Warrior Within, Ubisoft, 2004 L.




EMBEDDED NARRATIVE

Eik.2.30: Portal 2, Valve, 2011

’

4 - S \ -
Eik.2.31:The Division, Ubisoft, 2015 & : AL ARAVAY ] Eik.2.32: Dear Esther, The Chinese Room, 2012




2.3.2 Rule Modality

Or ludologists eival akadnuaikoi TTov BewpoLV OTI Ta videogames &ev gival
EVA AKOPA apnynuUAaTIKO PECO OTTAG TA PIBAIC KAl O KIVAUATOYPAPOG, AAAG OTI
«eivar EexwpIoTA PAIVOUEVA KAl OTI OF KAVOVEG TOLG TTPETTEI VA €ival TO KEVTPO TNG
TpoooxNGHEY O Frasca Bewpei o011 «Ta videogames SIapEQOLY OVTOAOYIKA
amo Ta apnynUaTika péoa yiaTti dev Pacifovial amAa oTnv avamapacTtacnyiEl
KAl oav eVOANQKTIKA TTROTEIVEI TOV OO TTPOCOWoIwaon. MNa Tov Frasca, o opIopog
TNG TTPOCOUOIMONG TTEPIYPAPE £EQIPETIKA TTWG TA TTAIXVISIa AvaTTapIoToOLV TNV
TTPAYUATIKOTNTA. L€ AVTIOEON MPE TIC PWTOYPAPIES, TIC ALEEIC 1 TOLG NXOLG, TA
TTaixvidia 6ev avammapioToLy AtTAd AAAG POVTEAOTTOIOLY £va oLOTNUA. LOUPWVA
ue Tov Stockburger, ota Adyia Tou Frasca, n TPocou0iwaon «ImTapoLoIAleTal WG
N avamapAcTAcn TNG CLUTIEQIPOPAS EVOC CLOTAUATOS COUPWVA PE KATTOIOLG
Kavoveg.ni®2

ESc avmAauPavouacTe QpXITEKTOVIKNG yiveral ekaBapn n  Sokiuaoia
mouv Padel oTov OTI yia Toug ludologists LTTAPXEl YIa OTevr Oxeon HETAEL TOL
AvaTIaPACTATIKOL KOUUATIOL TV videogames Kal TV KAVOVWY OTOLG OTTOI0LG
vmmakovouv. O Juuls, TTaPOAo oL avayvwpeilel OTI «Ta videogames eival oxedov
€€ OAOKANPOL TOTTOBETNUEVA CE evav XwpPontd 1oxvpileTal Ot gival SuvaTto va
SIaXWEICTOLV Ol KAVOVEG ATTO TA AVATIAPACTATIKA oToIXEia. NMapoAa avtd n Beon
TOL, 000 eVOIAPELOLOA KAl Va PAVTAlel JEVEl eKel Kal eV €ENYEiTAl PE TTOIOV TPOTTO
Ba utmopoLoEe va cLUPE ALTO. ALTO €ival eV UEPEI TO AVTIKEIUEVO TNG TTAPOLOAG
gpyaciag.

O Adams Ttreplypd®el O AVAALTIKA TNV OXEON KAVOVV-XWPEOUL OTa
videogames. Ta va 1o emTOXEl ALTO, OTNEIfETAl OTNV Evvold ToOL gameplay,
5nAaér oT1o TG PAloLy Ot £PAPUOYN Ol TTAIKTEG TOLG KAVOVEC TOL EKACTOTE
TAIXVISIOV. INUEIVEl OTI €O PACIKOC POAOG TNC APXITEKTOVIKAG €ival va LTTOCTNPIEE!
10 gameplayn®!  kar cuvexicel TovilovTag OTlI JECW TNG TTAIKTN TO KABE TTaIXVidI.

30 Stockburger, A. (2006). The Rendered Arena. Modalities Of Space In Video and Computer Games.
London: London Uiversity Of The Arts.,geA.31

31 Frasca, G. (2003). Simulation Versus Narrative: Introduction to Ludology. ¥1o P. B. M. J. P. Wolf, The
Video Game Theory Reader. New York: Routledge.

32 Stockburger, A. (2006). The Rendered Arena. Modalities Of Space In Video and Computer Games.
London: London Uiversity Of The Arts.,0eA.32

33 Juuls, J. (2005). Half-Real, Videogames Between Real Rules and Fictional Worlds. Cambridge, MA: MIT
Press.

34 Adams, E. (2002, October 9). The Role Of Architecture In Videogames. Avaktnon December 4, 2016,
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Na mapddelypa, avalboviag évav xaptn Ttou videogame Counter Strike
(Eik.20) TTapaTtneei OTI Ta KTHPIA UTTOPE va gival apkeTa “@uCIOAOYIKA" AANG TO
OLVOAKO OXAMA Kal SIATAEN TNG THOTAG OPEIAETAl OTNV AvVAYKN TOL TTAIKVISIOL VA
TTAPACXE OTOV TTAIKTN XWEOULG YIA KAALWYN KAl PAxN. «Eival oxeSiaoueévo e TTOAAG
QVTIKEIPEVA TTIOW ATTO TA OTTOIA PUTTOPEIC VA KPLPTEIG, ETTITOETTOVTAC AKOPOPOAIOTEG
VA £YKATAOTABOLV KAl OTIG SVO AKPES TOL XAPTN.NE

H McGregor eomialel otnv avamodn Siadikacia TTapatnE@VTag WS TO
maixvidl Thief: The Deadly Shadows (lon Storm 2004)(Eik.20) avTiyetwmilel TNV
EANEIYN PWTOC oav RPAcikO epyaleio Tov. MpodkeiTal yia eva stealth game okotog
TOL OTTOIOL  €ival VA TTPOCTTEAATEIG PUEYAAO KOUMAT TOL XWPEOL TOL TTAIXVISIOL
XWPIC va YiveEIG avTIANTITOG attd TOLG PPEOLPOLGS. O TTaIKTNG tival AdPATOC OTO
OKOTAS!I KAl 0pATOG OTO PWC. To TTaIxVidl €ival TOTTOBETNUEVO O Hid UECAIWVIKN
TTOAN TNG OTTOIAG TA KTHPIA KAEITOLPYOLY CAV PWOAIKO EMTTESWY 0PATOTNTAG. TO
va oTaB¢i 0 TTAIKTNG OTO PWG, ONUAiVEl AUECO PICKO VA TOV AVAKAALYWOULV.NE Mg

and  Gamasutra.com:http://www.designersnotebook.com/Columns/047_The_Role_of_Architecture/047_the_
role_of_architecture.htm

35 Ibid.
36 McGregor, G. L. (2009). Gamespace: Play & Architecture In Videogames. University Of New South
Wales.,oeN.77
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AAAO AOYIa, SIAPOPETIKOI KAVOVEG SNUIOLEYOLY SIAPOPETIKEG XWPEIKEC TTOAKTIKEG
TOOO ATTO TNV TTALLPA TOL OXeSIAOTH) OCO KAl TOL TTAIKTN. ALTA N SHAWON, Eival
TTOAD ONUAVTIKA ETTEISN UEPIKEG POPES PAiVETAI AV TATTAOVLOIA O€ AVATIAPACTATIKA
oTOoIXEIa TTEPIRAAANOVTA TTOL CLVAVTOLE CLXVA O videogames EXOLV ETTIAEYEN YIA
KaBapd aiodnTIKoOLG AOYOULG.

Eik.2.34: Thief: The Deadly Shadows

OTTIOTETO EPWTNUIATTOL TTOOKVTITEIKAI E TO OTTOI0 B A0XOANBEi N CLYKEKPIUEVN
LTTOEVOTNTA APOPA TO TTWG TTPOKLTITOLY KAl UTTOPOLY VA KATNYOPIOTTOINBOLV Ol
XWPEOI TV videogames pe TTAapOvVouaAoT TIC XWPIKES TIOAKTIKES (spatial practices
OTO TTPWTOTLTTO) TTOL TTPOKVLTITOLY ATTO TO gameplay ToL KABe TTalkVISIoL. KoIvag,
Ba SigpevvnBei 0 TPOTTOG TTOL TO Rule Modality eTnPedlel TOV TLVOAIKO XWPEO TWV
videogames.

H McGregor TTapéxel Eva JOVTEAO KATNYOPIOTTOINONG TTOL UTTOPEI VA eVTAXDEi
0€ ALTO TO TTAQICIO KAl «TTEQIYPAPEN TNV TTAEIOVOTNTA TV CLOXETIOMUWY HETALL
gamespace kal gameplay»®! Mpérel €miong va oNUEICOLWE KATI TTOL ToVidel
Kal n idla n ovuyypa®eag, o1 SnNAadn n MAPaKATW Katnyoplotroinon &ev givail
ammoALTN oLTE opadoTrolel SIaPOPETIKA videogames. ALTO TTOL OPASOTTOIE €ival
O TPOTTIOG TTOL XPNOIUELEl N CPEXITEKTOVIKA OTOV OXESIAOTH KAl XPNOIUOTTolETAl
atro TOV TTAIKTN O€ CLYKEKPIUEVA gamespaces. Eival maparmave amd ciyovpo oTl
TTOAAG videogames XpNOIUOTIOIOLV TNV APXITEKTOVIKA PE TTAPATIAVER ATTO £vav

37 McGregor, G. L. (2009). Gamespace: Play & Architecture In Videogames. University Of New South
Wales.,oeA. 157
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TPOTTOLG.B¥ O1 kaTNYOoPIES cival ol eENG:

1.Challenge Spaces

CHALLENGE SPACES * X@PIKO TTAA TTOL TTPETTEI

*# va emMADOEl O TTAIKTNG

YOpPVa pe TNV McGregor, X®Pol PLOIKNG TTPOKANCNG LTTAPXOLY KAl OTOV
AANBIVO KOO0, JE TNV SIapoEd OTI Eival ATTOKOUUEVOI 1) ATTOUOVWUEVOI YIA AOYOLGS
TTPAKTIKOTNTAG KAl AOPAAEIAS (evOIa@ELOLOA TTAPATHPNCN AV AVAAOYICTOVUE
TA KOIVA ONUEIA TV XWPEWY TTOL TTEPIYRAPOVTAI HE TNV EVVOIA TNG £TEQOTOTTIAC.)
MePIKOI TETOIOI XPEO! €ival ol TTAISIKES XAPES, SIASPOUES Ye epTodIa N TTIOTES YIa
aywveg TaxLTNTag.B! Ta videogames mmouv xpnoluotroioby Challenge Spaces
EUTTVEOVTAI ATTO TETOIOL €I6OLC TTPOKANTEIG KAI TIC PTAVOLY OTA AKEA. LTO TTAIXVibI
Tomb Raider, «Eva SWUATIO YETATPETTETAI O€ Wi OeIpd ATTO ACLVEXEIC TIAATPOPUES
TIC OTTOIEG TTPETTIEI VA TTPOOTIEPACEl E CLYXPOVIOUEVA GAPATA N npewida Lara
Croft»9 (Eik.2.35-2.36). Ita Challenge Spaces n apxitekTovikr BonBdel Tov TTaikTn
va AOoel Ta TpoPARUaTa 1ou n idia dnuiovpyei. O xwpog Twv Challenge Spaces
AEITOLPYE OTNV oLOTIa CaAv éva TEPAOCTIO puzzle TTOL O TTAIKTNG KAAEITAl va ALOEI.

H TAonynon YEca OTOV gamespace PETATPETTETAI OE VAV OLVAYWVIOUO
HETAEL TTAIKTN KAl XWEOUL. AV AQAIQETEl KAVEIC TA APXITEKTOVIKA OTOIXEia atro éva
mmaixviél cav 1o Tomb Raider, agaipei TNV TTASIOYPNQIa TV PLOIKWV TTPOKANTEWY
UE TIC OTTOIEC £OXETAI AVTIUETWTTOC O TIAIKTNG. Ev OAiyoIG, OI XWPOl PpLOIKGDV
TTPOKANTEWV £XOLV ATTELOEIAG oLVSEoN e TO gameplay TTov epappoleTal OTO
TTaixviél. Ta apXITEKTOVIKG OTOIXEIQ TTOL SIAPOPPWVOLY TOV XWEO TOL TTAIXVISIOL
gival Bacika koupdatia tov gameplay. O1oTe, Ol XWPEOl PLOIKNG TTPOKANONG
SIAUOPPOVOLY evePYa TO gameplay.

38 Ibid.
39 Ibid., ceA.158
40 Ibid.
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OTwe onueiovel Kal 0 Adams, «OToIxeia Tou ‘‘TrepiepyoL TOTTIoL” TV
videogames ammoTe AoV XOAAOUATA TTOL TTPETTEN VA EETTEPATEIC, PEAXOI TTOL TTRETTEI
VA OKAPPAADTEIG KAI TTAYISES TTOL TTPEETTEI VA ATTOPLYEICH N onuelBei €6 OTI
WG TTPOKANCN O€ ALTO TO TTAQICIO £VVOEITAI KAl N TIVELUATIKA TTOOKANCN, KABWGS
TTOAQG videogames eVOWUATOVOLY OTNV APXITEKTOVIK TOL SIApopa puzzles.
Evd apketd videogames SIaBETOLY XWEOLS oAV TOLS TTAPATTIAVE, ol Challenge
Spaces mapovaoidlovy AvTd Ta eUTTOSIA CaV KLPIAPXO OTOIXEIO TOL gameplay.

2.Contested Spaces

H APXITEKTONIKH
SHEAMACHRACANEES XPHXIMOTOIEITAI QX

CONTESTED SPACES ApEva TIoL O TTAIKTNG
| " [] avnwaxerarevepoug

ITOV TTPAyUaTKO koopo, Contested Spaces BewpolvTtal TTEPIOXEG OTTWG

EUTTONEES {oveG Kal yNTTESa TToSoTPaipov. MeploxEg, SnAadr), OTToL ol AvEPWTTOI
EUTTAEKOVTAIl € AVTAYWVIOUO N Siapdxn. AvTh N Siapdxn YTToOPEI va €ival eTmionun
N avertionun, PIAIKA 1 exBpIkn. LTa videogames avtA n diapdxn ToTroBeTeiTal o€
TTOAAG emmiTreda. «[Xe mraixvidia mouv Trapovoidlovy Contested Spaces] vTdpxel
Slaudxn yia mpocPaocn o TOPOLG, [...] YIa KLpIaPXIa TTAVW O Eva KOUUATI

41 Adames, E. (2002, October 9). The Role Of Architecture In Videogames. Avaktnon December 4, 2016,
and  Gamasutra.com:http://www.designersnotebook.com/Columns/047_The_Role_of_Architecture/047_the_
role_of_architecture.htm
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| 0 OAOKANEO TOV XWPEO TOL TTAIXVISIOL [...], | LTTAEXE N pAxXN Yia empioon
QTTEVAVTI O £X0P0LG TTOL €ival EiTe TTPOYPAUPATIOUEVOI AVTITTAAOI TOL TTAIXVISIOV
(Al) eite Aol TTaikteg.n*d (Eik.2.37) O KOIVOG TTAPOVOUAOTAG TWV TTAPATTAV®
TTAPASEIYUATWV €ival N COLYKOOLON UE EVAV AVTITTAAO, OTTOL N APXITEKTOVIKN KAl TO
TOTTIO A&ITOLPYOLY oAV LTTORABPA e OKOTTO VA LTTOOTNPIEOLY ALTAY TNV SiIAUaxN.
Yo auto 1o piocua, Contested Spaces siaBétovy cLVNBWGS TA TTAIXVISIA TOTTOL
FPS, Strategy kal Ta Simulations opadikcv aBOANUATWY. e ALTEG TIC TTEQITITWOEIG,
«TO VA AQAIPETEIC TOLG TTAIKTEG €ival 0AV VA AalpEic To gameplay »4dl

Eik.2.37: The Witcher Ill: The Wild Hunt

‘Eva evélapépov mapadelypua videogame OTToL O XWPEOG TOL &V PEPEI Eivall
XWPEOG Slapdxng cival To Myth. Mpokeral yia éva strategy game omou S1abéTel
god-like view kal okoTrOC TOL TTAIKTN €ival va emTEDEl OTOV QVTITIAAO TTOUL €ival N O
LTTOAOYIOTNG ) AAAOG TTaikTNG. O Aarseth TapaTtnpei 011 «To ToTTio TOL Myth uTTOoEEI
va poldadel he XApTn AAAG TNV oLoia gival Eva oxESIO KAl ALTO YiIVETAI TTIOOPAVES AV
KOITAEOLE TIG SIAPOPES OTOLG XAPTES WETAEL single player kal multiplayer.y4 Ytnv
TTPWTN TTEPITITGON 0 XAPTNG £iVAI YN COPUETRIKOG, CLVNOWGS YOAUMIKOGS pe SiIdpopa
OTOIXEIA TTOL TTEPIOPICOLY KAl KATELOVLVOLY TNV KivNon TOL TTAIKTN. BoLva, TTOTAUIA
Kal 6evipa T1Tailouv avTov Tov POAo.(Eik.2.39) ITnv §e0TEPN TTEQITITCON, O XAPTNG
gival atmrOALTA CLUMETPIKOG YOPW ATTO £va KEVTPIKO ONUEIO e TTOANEC TTIBAVEG
SI0600PEC. H CLPPETRIKOTNTA QLT TTAPEXEN I0ES TIIBAVOTNTEG OTOLS SVO TTAIKTEG VA
PTACOLV O¢€ EVA ONUEIO LTTEPOXNG N O€ Eva ONUEIO TOL XAETN 1I8IITEENS CNUACIAG.
(Eik.2.40) H mapamdvw mmapathonon avadeikvoel TTEPICCOTEQRO TO YeEYovOg OTI Ba

42 McGregor, G. L. (2009). Gamespace: Play & Architecture In Videogames. University Of New South
Wales.,oeA.163

43 Ibid., ceX.168

44 Aarseth, E. (2007). Allegories Of Space. ito S. W. Friedrich von Borries, Space Time Play (co. 44-47).

Basel, Boston, Berlin: Birkhauser.
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puTTopovoape va avriAngBovue Touvg Contested Spaces cav pia apéva, OmTou
oTNV TTEQITITWON TTOL AVTIUAXOUAOTE AAAOLC TTAIKTEG, OI OXESIAOTEG TTPETTEl VA
TEORAEWOLY va OxeSIAooLY ALTO TO TTESIO SIaPAXNGS £TOI WOTE va polpdadel ioeg
mMOAVOTNTEG VIKNG O& OAOLC TOLC TTAIKTEG, KABWGS N TTPOKANCN &€V PPICKETAI TTAEOV

OTO TTEPIBAAAOV OAAG OTOV AVTITTAAO.

Eik.2.38: Xap1ng single player ‘ Eik.2.39: Xaptng multiplayer

3. Nodal Spaces

H APXITEKTONIKH
SPATIAL PRACTICES XPHEIMOMOIEITAI QF

NODAL SPACES KouBika onpeia mou
OpYAV@VOULV TNV §pdon
‘h‘ TOUL TTAIKTN.

Ol KOIVWVIEG TV AVOPOTIWY XPNOIUOTTOIOVY CULYKEKQIUEVA APXITEKTOVIKA
HOTIRA PECK TWV OTTOIWV Ol 5PACTNEIOTNTEC TTOL CLUPAIVOLY PECA OTA KTHPIA
OLVSEOVTAI PE TNV HOPPNA TOLG. ALTO TO WOTIRO, CLPPWVA Pe TNV McGregor
TTAPATNEEITAI O OAEC TIG KAIMOKEG, QTTO TNV KATOIKIA PEXE! TIC TTOAEIG. OToTE,
@¢ Nodal Space n McGregor xapaktnpilel TIG SOUEG EKEIVEG TOL XWEOUL TTOL
«XPNOIMOTTOIOLY KOIVAC AVTIANTITOVG CLOXETIOUOLS PETAEL §0a0TNEIOTNTAG KAl

QPXITEKTOVIKNG 1 XWEOUL )N
45 McGregor, G. L. (2009). Gamespace: Play & Architecture In Videogames. University Of New South

43




Ita videogames, ta Nodal Spaces xpnoIUoTTolouVTaAl JE TETOIO TPOTTO
@WOTE va ammodiboLy CLVEKTIKOTNTA OTOV XWPEO. Q¢ ek TovTOL, Nodal Spaces Ba
OLVAVTHOOULE TTIO CLXVA OTA Aeyopeva open-world games, SnAadr oe TTaixvidia
TTOL TO gamespace ¢&ival avolkTo Kal OXl YPAUUIKO OTTG Of TTaIXVisla oav To
Tomb Raider. Ta Nodal Spaces, yia Tnv McGregor, otnpilovTal oTo va 8IatnpoLy
KAl VO avartapdyoLy SNUOQIAEIC TTETTOIBNTEIS YIA TOV POAO TNG APXITEKTOVIKAGC KAl
TOL XwPEOoL. OTOTE, £va TTavSoxeio, yia TTapadelyua, ot Eva videogame TTpETTEl va
polAdel WG TETOIO VIO VA ETTIKOIVGVNOE TNV avTioTolXN §paoTneloTnTa. «MEéca o€
eévav Nodal Space, n apxITeEKTOVIKA gival Eéva S0xeio 5pacTNEIOTNTAG KAl AEITOLPYEI
cav éva oLPPOAO TOL TTOAITICUOL Kal TV avéoewyv Tou* Ta Nodal Spaces
ATTOKTOLV ONUACIA O& OXEON ME TA LTTOAOITTA OTOIXEIA TOL XWPEOL £VOG videogame.
AnAadn, oe éva PaBud n duvatdTNTa VOGS XWPEOL VA XaPaAKTNEIoTE w¢ Nodal
Space oTtnpiletal OTO YeyovOog OTI LTTAPXOLY AAAOI XWPEOI TTOL &gV gival. Me aLTOV
ToV TPOTO Ta Nodal Spaces amokToby CNUACIA YIA TOV TTAIKTN KAl OPYAVWVOLV
TIC 5pATEIC TOL.

Y10 videogame The Witcher lll: Wild Hunt oAOKANPEG TTOAEIC AEITOLPYOLV [E
ALTO TOV TPOTTO, KABWC AEITOLPYOLY CAV TOTTOBETIEG OTO TTAIXVISI OTTOL O TTAIKTNG
ETTIOKETTITETAI YIA VA AvaRaBuioel Tov eEOTTAIOHO TOL. ALTO EQXETAI OE AVTIOEON PE TIG

LTTOAOITTEG TTEPIOXEC LTTAIBPOL, TTOL gival £0TiEG KIVELVOUL YIa Tov TTaiKTN. (EiK.:2.40-
2.41)

e =

Eik.2.40-2.41: H TOAN G Nodd Space |

Wales..,oeA. 168
46 Ibid.,ceA.170
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‘O1mwg yiveral cagég, n évvola tou Nodal Space Tng McGregor, oxeTideTal
Aueoca pe TNV évvola Tou Evocative Space touv Jenkins. H Slapopd Toug ival o1 N
Evocative Spaces siaotacn Tov gamespace avagéperal oto Narrative Modality
Kal Aeitovpyei oTto emiedo Tou Setting, ocav éva TpiodidoTato oknvikod. H Noddal
Spaces sldcTacn ToL gamespace avagépeTal oTo Rule Modality kail Aeitovpyei
oTo emitedo Touv Ta diapopa Nodal Spaces SiapopoTrolovVTAl HETALL TOLGS YIA VA
ATTOSWOOLY OTOV XWPEO «ALTO TTOL Ol APXITEKTOVEG ATTOKAAOLY TTPOYPAUUA N
AULTO YiveTal cagég oTo Tapadelypa Tou videogame Sims. (Eik.2.42) MpokeiTal yia
éva videogame pe oxedOV avOTTAPKTO APNYyNUATIKO TTACICIO OTO OTTOIO O TTAIKTNG
avaAaupavel va kabodnynoel TNy kabnuepivr) {wn Karmolwy avatars. Autd 1a
avatars {ovv ce oTiTIa O1TOL KABEe SdcwudaTio cival eva exwploTd Nodal Space.
Ta avatars Tpwve oTnv kKovdiva, KOIWOLVTAI KAl VTOVOVTAI OTO LTTVOSWUATIO KAl
TTAEVOVTAI OTO PTTAVIO.

Y

Eik.2.42: To swpdTo wg Nodal Space

YOPTTELACUATIKA, Ta PoTiRa TToL atrodibovy Ta Nodal Spaces xpnaoiuebouy yid
va §@ooLv doun Kal va kateubvvouy To gameplay, amodidoviag pia yevikoTepn
Soun oTo gamespace.

47 Ibid.
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4. Codified Spaces

H APXITEKTONIKH
SPATIAL PRACTICES XPHEIMOMOIEITAI QF

ZOUBOAO TTOU ETMIKOIVGOVEI
OTOV TIAIKTN

TTANPO®OPIa

CODIFIED SPACES

H QpxITEKTOVIKN) PTTOPEI €TmioNg va €6wlel G éva cLOoTNUA aTrd onNuUadia.
Na tov Broadbent «OAa T1a kTNPIa TEAIKG ammodibovv vonuan* Ymd auvtd 10
TTPIoUA, LTTAPXE Mia SIACTACN TNG APXITEKTOVIKAC TTOL SeV AVAPEPETAl OE ALTO
oL ovopdlovue “AciTovpyia”™ evog KTNEIOL AAAG CE TTIO ETTOLOIWSN VONUATA
oL PTopEl va amodwoel To ekAoToTe KTAEIo. MNa TNV McGregor, «oplouéva
videogames Traipvouy auTtAv TNV CLUPOAIKA SIACTACN TNG CEXITEKTOVIKAC KAl
TNV AvamnmtboooLY oav PACIKO KOUUATI TOL gameplay »! AvTold ToL €idoLG ToV
xwpo ovoualel Codified Space. 1o videogame Age Of Empires, n ayopd &ev
gival éva pEPOG AVTAANAYNAC TTPOIOVTWY, AAANG  €va AVTIKEIUEVO TTOL SNUIOLPYEI
TO OIKOVOMIKO TTAQICIO TTOL OXETICETAI PE TO EUTTOPIO TOL KOOHOL TOL TTAIXVISIOU.
(Eik.:2.43)

i ’ ; iy by
Eik.2.43: Age Of Empires: H ayopd wg Codified Space

48 Broadbent, G. (1996). A Plain Mans Guide To The Theory Of Signs In Architecture. New York: Princeton
Architectural Press.,0eA.133

49 McGregor, G. L. (2009). Gamespace: Play & Architecture In Videogames. University Of New South
Wales.,oeA.175
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To Tomio emiong éxel TNV duvartdtnTa va Aeitovpyel cav Codified Space,
OLVNBWG e OTOXO VA ETTITOXEN EvaV ATTO TOLS SVO TTAPAKATW CKOTTOLG. Eite yia va
TTAPACKE TTANPOPOPIA OXETIKN UE TO gameplay OTovV TTAIKTN, €iTE YIA VA AETOLPYNOE
WG OPIO O¢ TTEPIOXEG TTOL O TTAIKTNG &ev €MTEETETAI va TTGel. A TTapdadelyua,
oto videogame Sid Meier's Civilization IV (Firaxis Games, 2005), To TOTTO TOL
gamespace LTTOSIaIPEITAl Ot eEAYWVIKEG TTEPIOXEG WE SIAPOPETIKEG 1610TNTEG N
KaBeuia. EEaywva mou poialouy he AIPadia Sivouy OToV TTAIKTN TTAEOVEKTNUA O€ OTI
ApopPd TNV TTAPAYWYH PAYNTOL VG AAANA TTOL POIAZOLY e COLYKAQ PEIVOLY TNV
TTAPAYWYN PAynToL KAl EMPEASLVOLY TNV KivNoN TV OTPATELUATWY. O TPOTTOG
UE TOV OTTOIO ETTITOYXAVETAI O SEVTEPLOG OKOTTOG YiVETAI PAVEQOG TE TTAIXVISIA OTTWG
10 Age Of Empires, ommou ta Bouva kai Ta TToTapia Tou landscape Tou TTaixvision
Sev eival pgpn TTPOog e€epedvNon AAAG OTNY oLCIA SOPES TTOL LTTOSNAGVOLY ARATN
meploxn. (Eik.:28a-P)

s

Eik.2.44: Age Of Empires Il ;' Eik.2.45: Sid Meyer’s Civilization 8

H Codified Space &idotacn Tov gamespace emnpealel TO gameplay
AEITOLPYWVTAG CAvV ALTO TToL ol Bjork kal Holopainen ovopdlouvv PETATPOTIEIG
(Converters oT0 TPWTOTLTIO), UETATEETTOVTAG SNAASH OTOIXEId TOL TTAIKVISION
o OA\a OToIXeia.B YTIO auTAv TNV €vvola, «n APXITEKTOVIKN eival éva cLUROAO
yla KATl TTaPATave amo Tov €auTo TNG. [...] A&Tovpyel oav éva Peco yia va
5woel XWEIKA SIdoTacn Of PN-XWEIKA TTANpogopiant!l Eival cagéc o1 1A
avamapaoTaTikd oTolxeia Twv Codified Spaces amobibovral ye cOPROAKA Kal
EVTOVA avaTIaPAOoTATIKA  OTOIXEIQ. @A PUTTOPOVCAE VA TTOLWE OTI TETOIOL €i60VLG
TTaixvidla gival ammo 1a kaALTeEpa TTapadeiyuaTa LUPPOAIKOL XWPEOU.

50 Bjork S., Holopainen J.,(2005) Patterns In Game Design. Highham, Massachussets: Charles Rivers Media
51 McGregor, G. L. (2009). Gamespace: Play & Architecture In Videogames. University Of New South
Wales.,oeA. 177
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YOUTTEQAOMATIKA, YiveTal capeg OTI Ol évvoleg Twv Contested kar Nodal
Space amavivial TOo0 o€ Eutteipikovg 000 Kal o€ TLUPOAKOVS XWPEOLGS. H Evvolia
ToL Nodal Space cuveeeTal OTEVOTEQA E XWPEOLC TTOL PICOVOVTAI EUTTEIOIKA KAl
SOLAELOLY KAALTEPA OTAV O TTAIKTNG ATTOTEAEI KOUUATI TOL XWEOUL. ATTO TNV AAAN,
n évvoia Tov Codified Space amodibetal oxedov €' 0AOKANPOL T& CLUPOAIKOVLGS
XWPEOLG.
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CHALLENGE SPACES

e

Eik.2.46: The Witness, Thekla Inc., 2016 Eik.2.47: Assassin's Creed Il, Ubisoft, 2009

Eik.2.48: Prince Of Persia: The Forgotten Sands, Ubisoft, 2010 Eik.2.49: Limbo, Playdead, 2010

Eik.2.50: Portal 2, Valve, 2011 Eik.2.51: Mirror's Edge, Electronic Arts, 2008




CONTESTED SPACES

!

ﬁ_

ik.2.52: Pong, AtariInc.,

P
Eik.2.54: The Division, Ubisoft, 2016 ...

Eik.2.57: SuperHot, SuperHot Team, 2016
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ODAL SPACES

Eik.2.58: Assassin's (fre’ed II, Ubisoft, 200§




CODIFIED SPACES

i \ i PLV
Eik.2.65: Rome: Total War, Sega, 2004

= e, ¥ Tl
Eik.2.66:Age Of Empires Il, Microsoft, 1999 3 Eik.2.67: SimCity V, Maxis, 2013
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2.4 Zupnepdopata Asutépou Kepoadaiou

1€ ALTO TO KEPAAQIO avalvBnkayv Ta Spatial Moddalities TTouv amrapTilovy ToVv
KouuaT Tou Perceived kai tou Conceived Space oe 0,11 apopd 1o Gamespace.
Qc Perceived Space, avayvwpilovial TA AVATTAPACTATIKA OTOIXEIA TV
videogames eve oG Conceived Space 10 apnynUaTiko TTACICIO Kal Ol KAVOVEG
oL Ta ATTAPTI(OLY. ITOXOC TOL KEPAAQIOL NTAV VA TTPOKVLWOLY CULYKEKPIUEVES
KATNYOPIOTTIOINCEIC YOPW ATTO ALTEG TIC £VVOIEC WOTE VA KATAOTEI OAPEC TTOIEC
TTAELPEG ALTOL TOL PECOL TTOL EVVOOULWE Videogame ogeilovTal OTA AvTiIoToIXA
modalities. YoutrepaouaTIKG, 6a PTTOPOVLCAUE VA TTOLPE OTI ATTO TNV TTAPATTAVE®
AvAALON TTEOKOTITEI OTI TA AVATIAPACTATIKA OTOIXEIA AVAPEQOVTAI OTO TG MOoIACEl
0 KABE XWPEOG TRV videogames, eva To KoppaTi Tov Conceived Space atroTeAeital
amro dvo modalities. To apnynuUATIKO TTAdicIO KaBopIlel TO TI €ival O KABE XWPEOG,
EV@ Ol KAVOVEC TO TTWC xpnaoiyotroleital. O cuVSLACUOC TV TTPOAVAPELOEVTRV
modalities amoTeAei TO COVOAO TV  SLVAPE®Y TTOL SIAUOPPWVOLY TO TUAWA
TOL gamespace ToL PAEmovue oTny 0Bo6vn. O XWPOC TWV videogames
gival TO ETEPOTOTIIKO ATTOTOTIUA TOL CULOXETIOUOL KAl TNG AAANAeTTiSpaong
TV TTaPATAvw modalities.  ITo TTapakdaTw KePAAaio B6a avaAuBei pe paon
OLYKEKPIUEVA Videogames TG avTd Ta modalities cuvepyalovTal kal arapTi(ovy
£EVA OLYKPOTNUEVO TLVOAO.
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3.1 Eicaywyq

110 RIRAIo ToL Toward A Ludic Architecture: The Space Of Play And Games,
o Walz avagépetal oe ouvykekpipeva “architectural formats” 1a omoia, cOupwva
LE ALTOV, €ival PLOIKOI XWEOI PE EYYEVEIC «TTalYVIWSEIS TTo10TNTES (ludic qualities oTo
TEWTOTLTTO)."Y Me avToV TOV O0PO, 0 Walz avagépetal oTnV 1610TNTA OPICUEVRV
XWPEWV VA ETTRETTOLY 1 VA EVOWPATOVOLY §pACTNEIOTNTES TTAIXVISIOV ) aKOUA
KAl oOAOKANPa TTaixvidia. Mpémel va onueiwdei o1l yia Tov Walz ol XWPIKES TTOIOTNTEC
avTwVv TV Ludic Architectures, 6Twg Ta ovoudadel, £xovy AUECN OXEON WE TNV
£VVOIQ TNG ETEPOTOTTIAG TOL POLKW, KABWGS OTTWGS TOVIlEl, TO TTAIXVISI £xel TNV ISIOTNTA
VA ATTOPOV@VEI ATTO TOV LTTOAOITTO KOGHO TOV XWEO OTOV OTTOI0 AAUPavVEl XwPa.

Ol TPOG KATNYOPIOTTOINGN XWEO!I ETTIAEYOVTAl PE TTANBWPEA KPITNEIWY, Of
Hia KATaypa®r TTOL «O€ KAWia TTEQITTTON eV Ta TTEPIEXEI OAa.N? YTTO TO TIpICHa
TOL Aarseth, Ta videogames XpPNOIUOTIOIOLV CPEXITEKTOVIKEC AAANYOPIES YIa
va ammodooLY TOLS XWEOLS TOLG.B! YTV TTapovoa epyacia Ba efetTacOoLY
SIAPOPETIKG  videogames TToL XPNOIUOTIOIOLY WG CPEXITEKTOVIKA aAAnyopia
ovuykekpldéva Ludic Architectures. Ta ev Aoyw Ludic Architectures xpnoipebouv
WG pia oTaBepd OXETIKA pE TNV avAALON KAl TNV Tagivounon TV ekaoToTe Spatial
Modalities TTou CLVBETOLY TOV XWEO TWV videogames.

Ta Ludic Architectures mov 6a avaAvBolv eival avtd Tou AapuvpivOou,
ToL KaoTpov, kal TNG NMOANG. H emAoyn £yive pe 1a €ENG kpImNEIa. Mpokeral yia
TTEQLIRAANOVTA KATAOKELACUEVA ATTO TOV AVOPWTTIO, e SIAPOPETIKO OKOTIO TO
KABEva, XPOVOAOYIKG TOV CLVOSELOLY YIA PEYAAO XPOVIKO SIACTNUA KAl O€ OXEoN
be Ta vmmoAoita Ludic Architectures Tov Walz, mapatnooLue OTI AToTEAOLVTAI
amo oToIXEid TTOL AAANACETTIKOAUTITOVTAL.  [a TTapddelyua, ol TTOAEIC CLXVA
TTAaPOoLOIACOLY KOIVA XAPAKTNEIOTIKA TOCO pe aAuTa ToL AaPLPivEoL OCO Kal PE
aALTA TOL KAOTEOL. TEAOG, KATA TNV TTOOCWTIIKA POL ATTOWN, €ival CNUAVTIKO TO
YEYovog OTl Ta TTapamave Ludic Architectures éxouv 10xvpn TTApoLTia oToV
XWPO TWV videogames, KATI TTOL KAVEl TA TTPOCEXN TTAQASEIYUATA TTAIXVISICV
TTPOCITA KAl O€ KOIVO TTOL &¢V el 161aiTEPN eVAOXOANON UE TO CLYKEKPIUEVO UETO .

1 Walz, S. P. (2010). Toward A Ludic Architecture: The Space Of Play And Games. Zurich: ETC Press., OeA.
133

2 Ibid.,ceA 136

3 Aarseth, E. (2007). Allegories Of Space. 1o S. W. Friedrich von Borries, Space Time Play (co. 44-47).
Basel, Boston, Berlin: Birkhauser.
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H Aoyikn Tov Ba e€eTaoToly Ta TMapamave Ludic Architectures akoAovBei
TNV £€NG TTop¢ia. MpTa Ba Yivel avagopd OTA XAPAKTNEICTIKA KAl TIG TTOIOTNTEG
TTOL €XOLV OTOV AANBIVO KOOWO. ITNV oLVEXElId 6a avalvBei o TPOTTOG TTOL
TTEAYUATELOVTAI ALTA TA XAPAKTNPIOTIKA CLYKEKPIUEVA Videogames ue oKOTTO va
KATAOTE CAPES TG SIAPOPOTIOIOLVTAI ATTO TA AANBIVA avAAoyd Toug. TEAOG,
ue Baon TIC SlapopoToINCEg avTeg, Ba Yyivel avapopd oTta Spatial Modalities
TOL KABe videogame Kal o€ TTOIEG KATNYOPIEG ATTO ALTEG TTOL £XOLY AVAALOEI
OTO SEVTEPO KEPAAQIO PUTTOPOLY VA evTAXOOoLV. ALTH N KATNYOPIOTTOINON &€V EXEl
oKoTTO va Tovioel Toia modalities LTTepIoYVLOLY KABE POPA EvavTI TV AAADY AAAG
VA ATTOKAADWEI Jia OXECN QITIOL — ATTOTEAECUATOG OXETIKA [E TNV SIAgOopOoTToiNoN
TV XWEWV ATTO Ta aAnBIiva avaloyd ToLG KAl TIC KATNYOPIOTTOINTEIG TTOL KABE
POPA TTPOKVTITOLV.

3.2 NapopLvOog

YOUQwva e Tov Eco, uttapxouy Tpid €idn Aapupivowv:
1. 0 YPAUUIKOC AABLEIVOOC, TTOL ATTOTEAEITAI ATTO VA YOVOTIATI

2. 0 AaPvpivbog (Mmaze oTa ayyAlkA — &ev LTTAPXEN IKAVOTTOINTIKA EAANVIKN
LETAPOAOCN) TTOL ATTOTEAEITAI ATTO SIAKAQSWOEIG, KAl ATTOSISEI TTOAATTIAG UOVOTIATIA

3. 10 8ikTLO N PIWUC OTO OTTOIO KABE oNuEio PTToEE va cLVEEDEl e KABe AANO
onueio. 4

ITNV TTapoLOoa epyacia Ba efeTacBoLV Ta VO TTPWTA €idn. 1SwuéEvol aTrd
QPXITEKTOVIK) OKOTTIA, oI AARLEIVOOI €ival «KAEICTOI XWEOI TTPOG TTOOCTTEACON.
O BaCIKOG TOLG POAOG gival va KABLOTEPATOLY TOV TTEPITTAAVUEVO VA PETAREI
amod 10 onueio A oto onueio Babl O Nitsche mmapartnpei 011 oe  évav KAQOOIKO

4 Eco, U. (1984). Semiotics And The Philosophy Of Language. London: Macmillan.

5 Fernandez-Vara, C. (2007). Labyrinth and Maze. Video Game Navigation Challenges. 1o S. P.
Friedrich von Borries, Space Time Play: Computer Games, Architecture and Urbanism: The Next Level (co. 74-
77). Basel: Birkhauser Publishing., oeA. 74
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APXITEKTOVIKO AAPLPIVOO, O OTITIKEC 1610TNTEC TTOL OXeTICOVTAl PE TO OXAUA, TO
LEYEDOC, TO XPWHA TNV BEoN KAl TOV TTPOCAVATOANICHO XPNCIUOTIOIOVLVTAI JE Jid
HovVOTOVN E£TTAVAANTITIKOTNTA XWEIG va SIapopoTtrolobvTalLll Ekel, cOupva e
Tov Nitsche, éykeiral n SLoKoAia oTnv TEpINYNoN o€ évav Aapupivbo. O Walz
EXEl MIT TTIO PAIVOPEVOAOYIKN TTOOCEYYION OTAV avTIHETWTTICEl TOV AaPLpIvEo cav
ev duvapel play-ground kai Tovilel OTI T PACIKA XAPAKTNEICTIKA TOL AaBLPIVOOL
€ival «O TTEQIOPIOHOG, O EYKAEIOUOG, TA EUTTOSIA ) TECT IKAVOTATWY, KAl TTAVGK ATTO
OAQ, N e€epebvnony’! KataAnyer Siaxwpiloviag Aapvpivbo kal maze, Aéyovtag
TG N TTPWTN TTEPITITWON ATTOTEAE! «UIA XWPEIKN) CLOKELN TTOL SNUIOLPYET YO AUMIKES
EUTTEIDIEG TTOL  EUTTEPIEXOLY KATTOIO RABPO ATTOTIPOCAVATOANICUOL aAAG  ev
aTmraItoLy atod ToV TTAIKTN TTANBWPEA ATTOPATEWY YIA VA TIPOXWPENTEI OTO TTAIXVIbI,
[...] ev@d 0 maze gival Evag XWPEOG YIA PN YPOUUIKEG EUTTEIRIEC KAl £XEl WG PATIKO
KOMMATI TOL TTAIXVISIOL TNV ANWN ATTOPACE®Y e PAoN Tov Xwpo.»e Teéhog, adilel
va onueiBei o1l yia Tov Nitsche, o AapOpIvOoG TTapapével oe KAOE TTEQITITON
Evocative Space kabwg Aoyw TV ISIOTATWY TOL, O TTEPITTAAVWUEVOC EEPEI ATTO
TTEIV OTI B TTEETTEl VA £€0OEI QVTIUETWTTOC WE TTOOPAAUATA TTOOCAVATOANCHOU.

6 Nitsche, M. (2008). Video Game Space. Image, Play and Structure in 3D Game Worlds. London,
England: The MIT Press., oeA 182

7 Walz, S. P. (2010). Toward A Ludic Architecture: The Space Of Play and Games. Zurich: ETC Press., e\
191

8 Ibid., 193
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3.2.1 DOOM VS PACMAN

B
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Eik.3.1: O AapLpivBog Tov DOOM ' P ABmOn CELL 300/

O Nitsche mapatneei OTI «eTTEId 01 XWPEOoI TV videogames eapTovTtal atro
TNV 660N TNG KAWEPAC, N AVAYVRPICIWOTNTA TOL KABe AaPupivBouv eapTtaTal
€miong aTmo 10 WS S0LAeLE N kKApepa.N? To videogame DOOM (GT Interactive,
1993) (Eik.3.1) cival éva Traixvidi TToL avhkel oTny Katnyopia TwvV first-person shooter.
ALTO onuaivel OTI N KAPePa TALTIlETaAl e TO OTITIKO T1Edio ToL TTaikTn. To DOOM
Aaupavel xopa €€ oAokANPoL Ot Evav AaPLPIVOO, OTTOL O TTAIKTNG KAAETAl va
TTPOCTIEAATEl, EOXOUEVOC TTAPAAANAC AVTIMETWTTOG HE SIAPOPOLS TEQATOUOPPOLS
QVTITTAAOLG TTOL TTEETTEI VA “OKOTWOE" PE TA Yn@piaka Tov OmAa. O TTaiKTNG
TOTTOOETEITAI OTO £€0WTEQIKO TOL ACPLPEIVOOL KAl TOV AVAKAALTITEl TUAWA — TUNKQ,
eva TToTéE Sev avTIAapPaveral TNV oLVOAIKN SIATAgn ToL olkodounuaTog. H TTopeia
TOL TTAIKTN CLVEEETAI PE TNV TTEQITTAGVNON Kal TNV e€epedvnon aAAG Sev erTnpedlel
TOV YNPIAKO KOOPO. ALTO PAG 06Nyei 0TO cLUTTEPAcAa OTI To Narrative Modality
TOL TTaIKVISIoL akoAoLBei Internal — Exploratory Interactivity. Av n kGuepa ATav oe
bia B¢on TToL ATTOKAALTITE TNV SIATAEN TOL AaBLPivOoL, N doun ToL TTaIKVISIoL Ba
AAAale. AuTO cupupaivel oTo videogame Pac-Man (Atari, 1980) (Eik.3.2) otmov oTnv
oLaoia RBAETTOLUE Wi KATOWIKN TTPOROAN VOGS XWEOUL TTOL polAdlel pe AaBvpiveo,
S1aTNPWVTAC TIG APXITEKTOVIKEG 1610TNTEG TTOL aTTOSidel O Nitsche.

9 Nitsche, M. (2008). Video Game Space. Image, Play and Structure in 3D Game Worlds. London,
England: The MIT Press.
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Y€ ALTAV TNV TTEPITITWON, O TTAIKTNG, TTAPOAO TToL TaLTI(eTal pe Eva avatar
oTOV  YNPIakO  KOoWo,avTIAauPavetral e€apxnNg TNV OLVOAKA Siatagn 1oL
AapupivBou. Evedo oto DOOM 0 xwpog Tou AaBLPiVEOL CLVEEETAI TTEQICTOTEQO
ue TNV Siladikacia TG TrepIynong oto PacMan armmosibetal TrepiccoTeEQO oaV £vag
51a6pa0TIKOC XAPTNG.(EIK.3.3) IkoTOg TOL TTaikTn Sev eival va amodpdaoel ato Tny
£V AOY @ TTEPIOXA AAAG VA €TTIOKEPOE OAQ TA TUAPATA TNG OCO TTIO YPHYOPA YiveTal,
pHaleLoOVTAC TA YNPIAKA VOUIoUATa TToL Ppiockel oTov §pOUO TOU.

PACMAN

B

Eik.3.3: H slapopd otny kapepa ota 5VLO TralXVvidia

O1 xpol Tob DOOM eival SI081IA0TATES £IKOVEG ATTOSOUEVES O TPIOSIACTATN
TTPOOTITIKA. ALTA N APKETA —€ISIKA YIa TA SeS0UEVA TNG ETTOXNG- AVATIAPACTATIKN
ateikovion Sivel TNV evivTIoN evog TpIodIaoTaTtov AaBupivbou. To yeyovog oOTi
0 TaikTNG PBpiockeTal péoa oTov AaPLEIVEO Sev TOL ETITEETTEI VA AVTIANGOE TNV
TTEAYHATIKA) SOUN TOL XWPEOL. ALTO CNUAivel OTI TTAPOAO TTOL O XWPEOC divel TNV
eviommwon AaPupivbou CTOV TIAIKTN, OTNV ovoia eival oXeSIAOUEVOC oAV £vAG
«avadImAOLUEVOG SPOPOG OTTOL LTTAPXEI OTNV OLOIA Evag POVO SPOUOC va TTAE
kaveign'® ATt TNV AAn, N McGregor TapaTtnEei yia Tov Xwpo Tou PacMan oTi
(QTTOTEAEITAI ATTO YOAMPES O¢€ Hia yavpn 08ovN xwEIig LAIKOTNTA N RAB0C. Moidlel
TTEQICTOTEPO HE £V NAEKTOIKO KOKAWUA TTApd pe AaPupivBo.n Eival capég o
WG TTPOG TA AVATIAPACTATIKA TOLG OTOIXEIA, TO PacMan Tmapovaidlel Evay oapws
O APAIPETIKO XWEo ard To DOOM amobdidoviag oTov TTaikTn £vav XWEOo TTov
HOVo SlaypappaTika poladel e Aapopivoo.(Eik.3.4)

10 Gunzel S., Video Game Spaces As Architectural Metaphors, ceA.10
11 McGregor, G. L. (2009). Gamespace: Play & Architecture In Videogames. University Of New South
Wales.,oeh 112
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PACMAN

Eik.3.4: H 8lapopd otny avamapdotaon ota sVo Traixvidia

IXETIKA pe TOo Rule Modadality, mTapartnpobue ot o1 “wneiakoi Aapvpivool”
TV SVO TTAIXVISIQV XPNOIUOTIOIOLVTAI e APKETA SIAPOPETIKOLS TPOTTOLG. XTNV
mepimTwon Tov DOOM, n TTPOOTITIKA TTPWTOL TTPOCKTIOL TTOL ATTOSiSeTAl OTOV
TTQIKTN €XEl WG ATTOTEAETHA OAEG Ol PAIVOPEVOAOYIKES TTOIOTNTEG TOL Walz va eival
TTAPOLOEC. H £vvola TOL TTEPIOPICHOL, TOL EYKAEIOHOL KAl TNG e€epedvNOoNG eival
BACIKA OTOIXEIQ TTOL O TTAIKTNG AVTIACUPAVETAI KABWC KIVEITAI YECA OTOV XWPEO
TOL TTAIXVISIOL. H Sour) Tov AapvpivOou tival oxedlaouévn Pe TETOIOV TPOTTO WOTE
va KaBuoTepei TOV TTAIKTN va pTACEl ATTO TO oNEio A OTo onueio B. Yo avtry Tnv
EVVOIQ, O XWEOG TTPORAAAEI OTOV TTAIKTN TTOOKANCEIG TTOL TTRETTEI VA EETTEQATEL.
EKTOG amrd TIC TTPOKANCEIC TOL XWPEOL, O TTAIKTNG TTPETTEl VA AVTITTAPEADE! KAl TIC
TTPOKANCEIG TTOL TOL TTAPOLOIAJOLY O YNPIAKOI EXOPOI TTOL KATOIKOLY TOV
AapLPIVOO. OTTOTE 0 XWPEOG ToL DOOM xapakTnEiletal cav éva vppidio Challenge
kal Contested Space. Autda Ta diapopetika Spatial Practices Siadéxovrtal 1o éva
TO AANO avAAOYQ e TO ONEio TToL PpickeTal KABE POPG O TTAIKTNG. ALTO TTOL Sivel
ONUACIia OPWG oe ALTAV TNV SIAPOPOTTIOINCN Eival N CLVOAIKA Sour ToL AapLpivBoL
TTOL TTAEOLOIALEI OTOV TTAIKTN KA AAANAOLXIA XWPEWYV, TOTTOBETWVTAC TTAPAOETIKA
OTEVOLG SIASPOUOLG E HEYAALTEQA TTAATOHATA. Mg AAAQ AOYIQ, AV APAIPOVTAWE
atro Tov XwpPo ToL DOOM Ta KATaKOPLPA OToIXEIa TOL AaPLpivBoL Ba aAalaue
o€ YEYAAO PABUO TOCO TNV OWN AAAG KAl TOV TPOTTO TTOL XPNCIPOTIOIEITAI O XWEOG
atrO TOV TTAIKTN, METATEETTOVTAG OAOKANPO TO gamespace ot pia apéva. (Eik.:3.5-
3.6)

AVTIOETa, 0 XWPEOG TOL PacMan XPNOIUOTIOIEITAl ATTO TOV TTAIKTN OAV £VAG
XWPOC YPNYOPWV ATTOPACE®Y. H Evvola TOL €YKAEIOUOL Kal TNG €epebvNONG
armmovoIAadovy, KABWG AOYW TNG KAPEPAG O TTAIKTNG Yvwpilel €€ apxNs OAa Ta
onueia Tov AaPupivbou. O Nitsche mmapatneel O «oe evav Aapvpiveo 1oL
TTaPOoLOIALETAl O€ KATOWIKA TTOOROAN, Sev LTTAPXOLY “eKTTANEEIC™ va TTEPIUEVOLY




TOV TIQIKTN TOW atmmod TICYwvieg. H mTapovaoiaon piag §e§10TNTAC KLPIAPXEI O€
oxéon piac Aiyotepng TTEoPRAeTTOMEVNG €€€pebVNONG TOL XWPEoLN'd ALTO TTOL
£XEl ONUACIa yIa TOV TTAIKTN €ival va CLAAEEEI OAQ TO VOUIOUATA TTOOCTIAOWVTAG
TTAPAAANAC va unVv £pBel o€ emTagn PeE TA LTTOAOITTA OVTIA TTOL KATOIKOLV TOV
AQPLEIVOO Kal €ival TTOOYPAUUATIOMEVA VA TOV AKOAOLOOLY. Q¢ €k TOVLTOL, O
XWPOG ToL PacMan &xel TTOAL eviovoTepa oTolxeia Contested Space e paon Tov
TOOTTO TTOL XPNOCIYOTIOIEITAI ATTO TOV TTAIKTN. OTTwg Tapatneei kal o Gunzel, «oTtnv
TTEQITITON TOL Pac-Man, o TTaikTNG &ev xPelAleTal VA AVTILETWTTIOE TO TTPORANUA
TOL TTPOCAVATOANICHOL, KABWS OKOTTIOC TOL TTAIXVISIOL Sev gival va guyel aTTod ToV
AQPRLEIVOO, AANG va emokepBOei OAa Ta onueia ToL.M'S TLYKEKPIUEVA, OTTWS KAl
o€ Yia apéva, av apaipoboAUE ATTO TOV XWPEO ToL PacMan Toug exBpovS TOTE O
TTaikTNG Sev Ba ¢ixe TimoTa va kavel. (Eik.3.7-3.8)

12 Nitsche, M. (2008). Video Game Space. Image, Play and Structure in 3D Game Worlds. London,
England: The MIT Press.
13 Gunzel S., Video Game Spaces As Architectural Metaphors, oeA. 10
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YJOYKPIVOVTAG TOLG XWEOLS TV SVO TTIAIKVISIV, TTAPATNEOLPE OTI TO
Rule Modality kdBe XpoL £xel Auecn oxéon Pe TNV BEon TNC KAPEPAG. L éva
APXITEKTOVIKO LTTORAOPO OTTWS 0 AARLEIVOOC, N BECN TNC KAPELAG TOL TTAIKTN EXEI
TTOAD RBACIKO pOAO, OTTWG onuelwvel kal o Nitsche. AuTr n SlagopoTToinon €ival TTov
EXEl KATAAULTIKN ETTIOEON OTIG SIAPOPETIKEG XWPIKES TTIOAKTIKES TRV SLO videogames
KAl o€ Peyaho PaBuo kabopilel To gameplay. H Siapopd OTIC avaTTapACTATIKES
TOLG TTOIOTNTEG &€V CLVEEETAI TOOO TTOAL peE T AAAa SVo Modadlities, kaBwg av
0 XWPEOG ToL PacMan armobisovTav Je TTEPICCOTELO AVATIAQACTATIKA OTOIXEIQ
(OAIKOTNTA, PABOG, EMUEPOLC AETITOPEPEIEG), Aiyn eTTITTTON Ba €ixe oTOV TPOTTO
TTOL B XENOIUOTTIOIOVLTAY ATTO TOV TTAIKTN. AVTIOTOIXA, OTOLG XWEOLS TOL DOOM, n
SIAPOPOTIOINCN TWV ETTIUELOVG APXITEKTOVIKGV OTOIXEIWV € HIKPO RABO eTTnpedlel
TOV TPOTTIO TTOL O TTAIKTNG XENOIUOTIOIEI TOV XWEO. AV £vAG TOIXOG atTodISOTaV oav
HETAANIKOG 1) EOAIVOG, Aiyn onuacia Ba eixe: onuacia £xel OTi eutmodiovy TO OTITIKO
edio TOL TTAIKTN.
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3.3 Kaotpo

O Walz Bewpei OTIOTAV TATTAIKVISIA— PaAVEQA N LTTAIVIKTIKA — VO WHUATWYOLY TO
APXETLTTO TOL KACTEOL, UTTOPEI VA evvonBei OTI N SpACTNEIOTNTA TOL TTAIXVISIOL B
KIVEITAl YOO ATTO KATTOIOL €i60LG CLYKEOLON PETAEL AVTITTAAWY OPASWY. OewPEi
€miong, OTI TO KAOTPO £XEl KATTOIEC €YYEVEIC TTalyVIWSES (ludic OoTO TTPWTOTLTTO)
TTOIOTNTEG TTOL TO KABIOTOLV XPNOIUO €PYAAEi0 yia Toug game designers. Ol
TEAELTAIOI, CLXVA AVATTAPAYOLY AVLTEC TIG TTOIOTNTEG N XPNCIMOTIOIOLY TNV EIKOVA
TOL KACTPOUL YIA VA ATTOSWOOLY OTOV TIAIKTN TNV TTANEOPOPIA TTOL XPEIALZETAl.
YOupwva e Tov Walz o1 ToidtnTeg ToL KAoTPOoL cav Ludic Architecture eival ol
egNg:

1. «To KAOTPO AOYW TNG KAIWAKAG TOL, TTIPOKAAEl Bavpacuo Kal ekppadlel
SVVAUN, Oxl OVO OTOLG EICPOAEIC AANG KAl OTOLS TTANBLOPOLS TTOL oLV KOVTA
TOL, TOLG OTTOIOLG KAl EAEYXEIN'

2. NMapOAO TTOL TO KAOTPO EXeEl TTOANEG SIAPOPETIKEG TIAELPES, «eival TTAVTA
Hia EKpPAON OXLPWONG KAl EYKAEIOUOUL KAl WG €K TOLTOL Wid €ival pia popen
OTEATIWTIKAG APXITEKTOVIKAG M

3. «Ta kAoTPA CLVNBWG gival OXLEA TTOL TOTTOBETEI KAVEIG 1 EUTTOSIA TTOL
TTEETTEl VA KATARAAEL. MTTOPE va TrepioToIXilovTal attd TOIXIA HE MLTEPA TTAAOLKIA
N va eival TomoBeTnuéEVa TTow amod Ta@EoLg.y'd ESG Tovilel Tnv SLOKOAIQ TTOL
oLVAVTA KATTOIOG OTAV TTPOCTIABEI VO TTPOCEYYioEl £va KAOTPO.

4. TENOG, TOViCel OTI TA KACTPA CLXVA EXOLY OTO ECWTEPIKO TOLG KUNXAVICHOVLGS
Siladpaonon.l'l Ye authv TNV katnyopia o Walz amobibel mayideg, cuothuarta
oLVAYEPUOL KAl KPLUUEVOLC SIASPOUOLG, TTOL OKOTTIO £XOLV VA KAVOLV TNV
TTEQITTAAVNON KATTOIOL TTOL &gV YVWEIlEl TO £€0WTEPIKO 161aiTEPa SLOKOAN. YTTO
ALTAV TNV £vvolad, TO KAOTPO polPAdleTal TTOAAA KOIVA e Tov AaBLpIvOo.

14 Walz, S. P. (2010). Toward A Ludic Architecture: The Space Of Play and Games. Zurich: ETC Press.,oeA
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15 Ibid., oeh 284

16 Ibid., oeA 285

17 Ibid., oeh 286
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3.3.1 ICO VS Age Of Empires

Eik.3.10: Ta kaoTpa Tov Age Of Empires

To videogame ICO (Sony Computer Entertainment, 2001) éxel oxebiaoTei kal
eival e€ OAOKANPOL PACICUEVO OTNV APXITEKTOVIKA AAANYOPIA TOL KAOTPOL(EIK.3.9).
Mpokeral yia éva action-adventure game oTo OTToio O TTAIKTNG EAEYXEI Eva QYOI
TO OTTOIO €ival TTAYISELUEVO O€ £va KAOTPO KAl OKOTTOC TOL  gival va Eerepdoel
OAEG TIG TIDOKANCEIC TTOL TIPOKOTITOLY OTN TTOPEIA TTIDOKEILUEVOL Va Bpel TNV £€060.
H mmaparmdve mapathpnon & cLVSLACHO UE TO YEYOVOS OTI N TTEQITTAAVNON TOL
TTQIKTN HECT OTO KAOTPO SEV EXEI ETIITITAOTEIG OTOV KOO TOL TTAIXVISIOV, UAG 08N yEi
oT0 cvutépacpa ot To ICO akoAovBei Internal — Exploratory Interactivity.

YTO OULYKEKPIMEVO TTAIXViISI, T CLOTAPATA TOL TTAIXVISIOL gival APPENKTA
OLVEESEUEVA UE TNV APEXITEKTOVIKA TOL KAOTPOL. XOUP®VA We TOV Juuls, «Tto
evoIa@EPOV O¢ Eva oLOTNPA CAV KAl ALTO, APOPA TN OXEON TNG AVATIAPACTACNG
KAl TV KAVOVWV Yia va amodobei o cuvdvacuog tov materialn® To ICO
aTroTeAel éva TTapadelyuad yia 1o TS To Rule Modality Tou mmaixvidiob gival dueca
ouvéedepévo e To Representational Modality.O xwpog Tou KAoTpoL aTmodidetal

18 Juuls, J. (2005). Half-Real, Videogames Between Real Rules and Fictional Worlds. Cambridge, MA: MIT
Press., el ¢
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ue 1810iTEPa AvATIAPACTATIKA OTOIXEIA KAl €ival éva TRIoSIACTATO KATACKELATHUA
TTOL ATTOTEAEITAI ATTO PIA AAANAOLXIA KAEICTWY KA AVOIXTV XWPEWY TTOL O TTAIKTNG
emokémTeTal. 181aitepn mpoooxn éxel 500¢i oTNV ATTOS00N TNG YEWMUETPIAC KAl TNG
LDAIKOTNTAC TV OYKWYV, £V TA ETTIUEQLOLS SWUATIA SIAPOPOTTOIOVLVTAI PETAEL TOLG
HECW SIAPOPETIKWY XWPIKWYV TToIOTATWY. O X@wpeog Tou ICO, éxel Gueon oxeon
pe auTo oL N McGregor ovopddel EUTTEINIKOC XWPOG KABWS O TTAIKTNG PETK TOL
avatar TTov eAEYXEl, EUTTAEKETAI XWPEIKA e TO olKodounua.(Eik.3.11) O1 gumeipikoi
XWPEOI, AVAPEPE], «TTAPAYOVTAl OaV £va OIKOSOUNUA PYECA OTO OTTOIO O TTAIKTNG
eupLOBICeTal KAl ATTOSISOLY TNV APXITEKTOVIKN oav éva Soxeio TTou Sivel peyaAn
onuacia oTov TPOTTIO TTOL TA KTAPIA KAl Ol SOUES TOL £5APOLES EUTTEQIEXOLY KAl
amodidovv xwpo .

To ayOpI TTOL EAEYXEI O TTAIKTNG EQXETAI AVTIMETWTTO WE TIC XWPIKES TIOOKANTEIG
TTOL EUTTEPIEXEI N APXITEKTOVIKA TOL KACTOOUL KAl TTRETTEI VA TTOOREI 0€ TLYKEKPIUEVES
EVEQYEIEC TTPOKEIUEVOL va TIG Eemepdael. OTOTE 0 XWPEOG ToL ICO ¢ival oTny ovaia
¢évag Challenge Space, dnAadn, omwg mapartneei o Davidson, «&va TepAcTIO
XWPEIKO TTAlA aTmd TO OTTOIO O TTAIKTNG TTPETTEl VA ATTOS0ACEl OKAPPAADVOVTAG,
KAOVOVTAG AAUATA, TPAPRWVTAC HOXAOLG KAl OTTPWXVOVTAG KIBWTIAN?) To
oIKOSOUNUA, OTA PATIA TOL TTAIKTN, ATTOTEAEITAI ATTO SIAKPITA CNUEIT KAl YEWUETPIES
TQ OTToIa TTPETTEl VA OLVELACE UE TIG KATAOANAEG evEQYEIEG YIa va PTACEl OTO
onueio oL B¢Ael. (Eik.10) H bywnAn avamapacTaTiKOTNTA ALTWY TWV CTOIXEIWY ival
pueEYAANG onuaciag otov PABPO TTOL ETTIKOIVAVE OTOV TTAIKTN TTWG AEITOLEYEI TO
KAOE TUNUA TOL gamespace.

To ICO xpnolyotolei g PaACIKO OTOIXEIO TOL gameplay Ta oToIxeEia ToL

19 McGregor, G. L. (2009). Gamespace: Play & Architecture In Videogames. University Of New South
Wales., oeA138
20 Davidson, D. (2008). ICO. Holding Hands In A Castle. 10 S. P. Friedrich Von Borries, Space Time Play.

Computer Games, Architecture and Urbanism : The Next Level (0o. 54-55). Basel: Birkhauser Publishing.
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EYKAEIOUOL KAI TV euTTOSIWV TTOL TTAPATNEE 0 Walz yia va atmodwael TOLG XWEOLG
TOL. TO KAOTPO €ival OTNV OLCIA Wia PLACKA ATTO TNV OTTOIA O TTAIKTNG TTEETTE VA
SpaTtreTeLOEl.

Eik.3.12: ICO: To kaoTpo wg Challenge Space

ATIO TNV GAAN, oTn oelpd videogame Age Of Empires(Ensemble Studios,
Big Huge Games, Robot Entertainment, 1997-2007) 10 KAOTEO XPNCIUOTIOIEITAI JIE
Evav TeAEIG SIaPOPETIKO TPOTTO. lMpoKeTal yia real — fime strategy maixvidia otmou
O TTQIKTNG TTEETTEI VA PTIALEl KAl VO OpYAV@OEl TOV OTPATO TOL TTPOKEIUEVOL VA
KQTATTOAEUNOEl TOV OTEATO TOL AVTITTAAOL. ALTO TO TTETLXAIVEI KATAOKELAZOVTAG
KTHPIA TTOL TO KABEVA £xel SIAPOPETIKES AEITOLPYIEG OXETIKA e TNV €MMRION TOL
TTaikTn oTO TS0 paxNG. O1 OTPATWVES ETMTPETTOLY OTOV TIAIKTN TNV TTAPAYWYN
OTPATITWY, TA AIUAVIA TNV KATAOKELI TTAOIWV KAl O OXLEWMATIKOI TTOPYOI
AEITOLPYOLV CAV POVASEG AULYVACG TNG PACNG TOL TTAIKTN. Z& ALTO TO TTAQICIO, TO
KAOTPO, eival éva akOpa KTAPIO — AVTIKEIUEVO TTOL CLUUTTLKV@VEl TTAV®W OTO TTEdio
HMAXNG TTANPOPOPIEC OXETIKEG HE TNV ISIOTNTA TOUL.

O TaiKTNG €xel pia CLVOAKKN — ETTOTITEIQ EVOG XWPEOUL TToL arodibeTal oe
aoVouETPIKA TTPOROAN Kal £XEl EVTOVA XAPAKTNPICTIKA ALTOL TToL N McGregor
ATTOKAAE CLUPOAIKOG XWPOG. OTTWG TTAPATNEEI N i61a, O ALTEG TIG TTEQITTTATEIC TA
KTNpla kKABovtal TAvw OTo TOTio OmwG Ta fevodoxeia o€ &va TAUTTAO




Monopoly.2'(Eik.3.13)

To KAOoTPO, ATTOdibeTAl CAV EVA AVTIKEIUEVO PECA OTOV gaMESPACE TO OTTOIO EXE
HOVO TTpOoOWN Kal OXI E0WTEPIKO. O AOYog TToL cupPRaivel ALTO gival OTI TETOIOL
giboug TTalxvidia TPowBoLY TNV YPrnyoEN ANWN ATTOPACEWY & OXECN WE ia TTIo
AeTITOpEEN £€EPELVNON TOL XWPOL. H McGregor vTTooTNPEICE! OTI YUIa TTEPIOPICUEVN
XWPEIKOTNTA LTTOCTNPEICEI TNV ATTAOTTOINCN KAl APAVEI TOV TTAIKTN VA APOOIwOE OTO
gameplay.»n? Apa CLUTTEQAIVOLE OTI GE TETOIOL €i6OLG TTaIXVIdIA, O XWPEOI TOLG
SlagoppavovTal o€ Jeyaho Pabud amod 1o Rule Modality.

Eik.3.13: Age Of Empires: To KAOTPO WG CLHBOANIKOG XDPOG R 5

To KAOTPO CO€ ALTAV TNV TIEPITITWON XENCIUOTIOIEITAlI ATTO TOV TTAIKTN Cav
Codified Space, «OTToL N APXITEKTOVIKN AEITOLPYE TAV Eva PECO ATTAOTTOINCNG TTOL
OULMTTOKVGVEI TTERITTAOKA OTPWHATA TTANPOPOPIAC O€ £va KATtavontd cLUROAO.N
TNV TepimTwon Tov Age Of Empires, To kAoTpo cLUPROAILEI TNV TTPOCPRACN O€
Eva PEVOL TTOL ETTITEETTEI OTOV TTAIKTN VA ICXLEOTIOINTEI TNV MIANITAQIOTIKY) SLVAUN
TOL OTPATOL TOL. LEPVOVTAG TO TTOVTIKI TOL TTAV® ATTO TO KTAPIO AVTIKEIUEVO KAl
EMAEYOVTAG TO, €uPaAViCovTal KATTOIEG ETTIAOYEG OTOV TTAIKTN TTOL OXETICOVTAl E
TO gameplay Kal oLV va KAVOLV N JE TNV TTAPAYWY OTEATELUATWV N YE TNV
avaPabuion kamolwy amo Ta vmapxovTa. To Age Of Empires, dpa, ev xpnOIUOTTOIEi
TNV APXITEKTOVIKI) AAANYOPIA TOL KACTOOL CAV EVA PECO EYKAEIOUOL OTTWG TO ICO
AAAQ Sivel Eupaon oTnV JINTAPICTIKA TOL AEXITEKTOVIKA KAl TNV XPNOIUOTIOIEl oAV
OLUPOAO YIO VA ETTIKOIVVATEI OTOV TTAIKTN TTANpogopia.(Eik.3.14)

21 McGregor, G. L. (2009). Gamespace: Play & Architecture In Videogames. University Of New South Wales.,
oeN126

22 McGregor, G. L. (2009). Gamespace: Play & Architecture In Videogames. University Of New South
Wales., 0eA133
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ELITE UNIQUE  TRE
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Eik.3.14: Age Of Empires: To kaoTpo wg Codified Space

YOUTTEQAOMATIKA, Ta SVO TTAIXVISIA TTOL TTAPOLOIACTNKAY EVOWUATWVOLY
TNV QPXITEKTOVIKA AAANYOPIia TOL KACTOOL HE SIAPOPETIKOVLS TPOTTOLS. BaAoIKOG
TTApPAYyOVTAG ALTAG TNG SlaP@opoTToinoNG eival To Rule Modality Teov S0 TTakVISIGV
Kal ev oLvexeia n BEon TNG KAWEPAG ) TA AVATTAPACTATIKA XAPAKTNPIOTIKA.
To kaoTpo oT1o ICO JeTAQEPETAl OTOV TTAIKTN WG XWPEIKN EUTTEIpia pe KATTOIa
OLYKEKPIUEVA XAPAKTNPIOTIKG evad oTo Age Of Empires g ocbupoAo TTou cuvééetal
HE OLYKEKPIUEVEG EVVOIEC TTOL Ol AVBPWTTOI ATTodiSoLY OTOV XWEO.




3.4 IdéAgq

170 BIBAio Tov The Image Of The City, o Kevin Lynch Sigpevva euteipika TG
ol AvBpwTTol avTIAaupavovTal Kal ¢avtalovtal TNV XWPIKN TTANPOPOopIia KaBws
TTEQITTAAVOLVTAI OTOV ACTIKO XWPO. Napd 10 Yeyovog OTI e0TIALEl O€ TPEIG TTOAEIG TNG
AUEPIKNG, O Lynch ekTTovei Eéva oLOTNUA ATTO CTOIXEIA TTOL Bewpei OTI armapTi(ovy
TIC TTEQICOOTEPES TTOAEIG. 'ETOI, Snuiovpyei eva Ae§IAOYIO, TTOL ATTOTEAEITAl ATTO TA
TTAPAKATW OTOIXEIQ:

1. Movortrama (Paths oto mpwtoTuTo): OI §pouol, o1 TTECOSPOUOI, T COKAKIA, TA
KAVOAIQ, Kal OAAG “aoTIKG KAOVAOAIQ" HECE TWV OTT0IWY Ol AvOPWTTOI eETARAivVOLY
aTTo TO £VA ONUEIO OTO GAAO.

2. Akpecg (Edges oto mmpwtoTLTto): OI TOiXOI, Ol PEAKTEG, Ol AKTEG, KAl OAAQ OpIa
TTOL LTTAPXOLV «OE€ OXETIKA €LOEtIEC ypauuegy (Walz, 2010) Siaxwpilovrag n
OLOXETICOVTAG TTEPIOXEG.

3. Mepioxeg (Districts oTO TTEWTOTLTTO): MEYAALTEQA TUNUATA TNG TTOANG, TTOL
Slaxwpilovral amd TIGC SIAPOPETIKEC TALTOTNTEG TOLG (TTEPIOXEG  KATOIKIAG,
BIOUNXAVIKES TTEQIOXEC K.Q.)

4. Koupol (Nodes o10o TTPWTOTLTIO): ETTiKEVTOQ/ECTIOKG ONuEid OTTWC PEYAAES
SIACTALPWOTEIG, TTAATEIES, O16NPOSPOUIKOI OTABUOI K.Q.

5.Tomoonua (Landmarks oTO TIPWTOTLUTIO): APECO  AVAYVWPICIUA  onueia
AvaPoPAG YEcA TNV TTOAN (T1.X. O TTOPYOGS TOL AlpeA oTO Mapict).

O Walz éxovtag wg avTikeipevo PEAETNG TNV Bevetia, TTapartnpei OT1, evad amod
HAKPIA €ival TTOAD XAPAKTNEICTIKA KAl QVAYVQPICIUN, OTAV EVAG TTEQITTAAVUEVOS
Bpioketal o€ éva amod Ta oTeVA COKAKIA TNG, N TTOAN «eival évag evOoLoIaoTIKOG
AapLEIVOOG. QG AOTIKA euttelpia, o AAPLPIVOOC TNG Bevetiag, eival ammodekTog
ETTEISN) O€ KABE OTPOPN LTTAPXEI TTAVTA KATI KAIVOLPYIO YIA VA BALUACEl KAVEIG.y 2
KataAnye BewpavTag TNy Beveria Tnv ammoAutn aoTikn play-ground, KOBwWS AOyw
TNG HOPPNG TNG TTPORAAAEI OTOV ETTICKETTTN TTOAAEG KAl SIAPOPETIKEG TTOOKANTEIC.

23 Walz, S. P. (2010). Toward A Ludic Architecture, The Space Of Play And Games. Zurich: ETC Press., OeA
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3.4.1 Assassin’s Creed VS SimCity

O Bonner Tovilel OTI «OI TTOAEIG KAl Ol APXITEKTOVIKEG TOLG PpPicKOVTAl OAO
KQl TTEQICCOTEQPO OTO ETTKEVIPO TOL game designy?! kal To e€nyei Yeow TOL
YEYOVOTOG OTI N ATHOCPAIPA TWV TTOAEWDV KAl Ol XWPEIKES TTIOOKANCEIG TOLG €ival
I5AVIKO LTTORABPO YIa va SNUIOLPYNCOLY OTOLG TTAIKTEG PN YPAUMIKEG EUTTEIRIEG
KAl €TC1 VA QVTIKATAOTAOOLY TNV YPAUUIKA aprnynon TV “mmapadooiakotepwy”
videogames. H cgipd mraixvidicv Assassin’s Creed Aappavel Xpa o€ SIAPOPETIKEG
TTOAEIG TOL KOOPOL AVAAOYQA UE TO ICTOPIKO TTAQICIO. N TTapadelyua, TO Assassin's
Creed Il (Ubisoft, 2009) ektuAicoetal otnv Avayevvnoiakn ITaAia Kal OTIG TTOAEIG
NG Bevetiag, TN PAwpevTiag kal TNG Popng, eva 10 Assassin’s Creed Unity
(Ubisoft Montreal, 2014) exTuAicoeTal oTto MNapiol kata TNV SiIapKeia TNG TAANIKNG
Emavactaong. Auta Ta videogames avnkouv oTnv KaTnyopia Twv open-world
games TapoLolalovTag OTOV TTAIKTN £vav XaeTn KAl a@rnvovTiag TOV O€ JEYAAO
BaBUO €AeLBEPO va TTEPIMAAVNOEl O ALTOV, XWEIC ATTAPAITNTA VA TIPETTEl VA
AKOAOLONOCEI Pia YOAUUIK TTOPEIA YeyovoTwyY. ALTA Ta TTalxvidia otnpilovyv TNV
OTTAPEN TOLG OE PeYAAO PABPO oTnV “AeiTovpyia” TNG eAeLBePNG e€epedVNONG.
O TaikTNG Yéow ToL avatar TToL KAaBodnyel eUTTAEKETAI O¢ pia pdxn avaueoda
oe 50O OPYAVWOEIC KAl AvaAauPAvel TNV SIEKTTEQQIWON ATTOCTOAWY TTOL €ival
SIECTIAPUEVEG HECT OTNV TTOAN.

O AOYOG TTOUL ETTEAEYN N CLYKEKPILEVN CEIPA TTAIXVISIQV €ival OTI ATTOTEAOLY
eva Kaho mapdadelypa Tou TTs 1o Narrative Moddality ummopei va emnpedoel Tov
gamespace. Ta Taixvidia Assassin’s Creed evowpat@voLy avtd Tov o Jenkins
ovoudadlel Evocative Spaces, 0po oTov OTT0i0 ava@ePBNKAUE OTO TIPONYOLHEVO
KEPAAQIO. YTTO QULTAV TNV £VvOId, Ol X®PEOoI ToL Assassin's Creed &ev ExoLv OKOTTO
va TToLVE pia KAvoLpyla IoTopia AAAG oTnpEIlovTal O¢ LTTAPXOLOES TOTTOAOYIES
OeudTV yIa va Kabopioouvv To aPnynuatikd TAciclo Tou TaixvISion.? Ta
povotraTia, SnAadn ol SO0l Ta OTEVA KAl T COKAKIA TNG TTOANG AQTTOTTVEOLY HE
HEYOAN akpifeia TNV aTpOC@aIPA KABE TTEQIOXNG, Kal Sivouv Tnv wevdaiocObnon Ot
eivar yeuata {wn. O maiktng dev xpeliadetal va exel EMOoKePOei TNV Avayevvnoiakn
DAWEEVTIA YIA VA PTTOPECEl VA TTAONYNOEI OTOV XWOEO TOL TTAIXVISIOL, APKE va EXEl
Hia auudpn evTOTIWON YIA TNV £V AOYW XPOVIKN TTERIod0. O1 XwEOol TOL TTAIXVISIOV

24 Bonner, M. (2015). The Philosophy Of Computer Games Conference. Ambiguous Play Pattern: A
Philosophical Approach To The Prospect-Refuge Theory. Berlin., oeA.1
25 Jenkins, H. Game Design As Narrative Architecture, oel.6
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AEITOLPYOLV CAV “eVIOXLTEG” ALTAC TNG EVTOTIAONG YIA VA avaTTuel TO TTAIXVISI TO
SIKO TOL APNYNUATIKO TTAqicI0.(Eik.3.15-3.17 )

Eik.3.15: ®AwpevTia, 1512

Eik.3.16: Aovéivo, 1868

Eik.3.17: Napiol, 1789 74

H moAn oto Assassin’s Creed cival évag éviova avamapaoTaTiKOC
TPI081IA0TATOC XWPEOG. H Eupacn otnv AeTTTopéPEId SIATTEPVA OAEG TIC KAIUAKES
atrd ALTAV TNG TTOANG HEXP! QLTAV TV KTNEIWY, JE HEYAAN TTPOCOXN Va éxel 500k
oTNV Amrodoon TV OYPEWVY KAl TNG LAIKOTNTAG ALTWV. TA APXITEKTOVIKA OTOIXEIA KAl
PELUATA KABE eTTOXNG TTOL LTTOTIOETAI OTI AvaPicovel KABe TTAIXViISI ExoLv TTEPAOTEI
OTOV YNPIAKO KOCUO O PEYAAO PABUO. EISIKA TO XOPAKTNEICTIKOTEQT KTAPIA KABE
TTOANG POoIAloLY JE TTIOTEC YNPIAKES AVATIAPACTACEIC TV aAnBivayv. O Bonner
TapaTnEE o1 «oTo Assassin's Creed Unity, mou Aappavel xopa oTto MNapict TNg
FaAANKAG ETTavaoTaong, TO MO XAPAKTNPEIOTIKO KOWUATI TNG TTOANG cival To lle de
la Cite. MepIAapPavel eva TTokvO SiKTLO ATTO TOTTOCNUA, KAl SNUOCIOLE XWPEOULG,
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omwg TNV Notre Dame, Tnv Place Dauphine, to Palais de la Cite kal 6uT o
KABeENCHPIALTOL TOL €I6OLG N AVATTAPACTACN ATTOTLTIWVEl TNV TTPOCTIABEId
TV game designers va armodaoouy TNV TTOAN oav £vav akOUd XApaKTHea TOL
TTAIXVISIOV, TTIO CNUAVTIKO KAl atTd TOLS AVOPTTIIVOLG.?!

O TTaiKTNG avTIAapPAaveTal OAa ALTA TA XAPAKTNPEIOTIKA TNG TTOANG CAV £vVaAC
XCOPOKTAPAC AVAPECT OTOLG LTTOAOITTOLS TOL TTAIXVISIOL. H TALTOTTOINCT TOL HE
Eva avatar oe TTPOOTITIKA TEITOL TTPOTWTTOL TOV KABIOTA TUAKA TOL KOCUOL TOL
gamespace.(Eik.3.18) H silapopd e maiyvidia omrwg 1o ICO, EyKeITal OTO YEYOVOGS
OTI Ol TTPAEEIC TOL TTAIKTN EXOLV ETTITITAON OTOV YNPIAKO KOTHO TOL TTAIXVISIO.
‘Otav o TaiktNg &ekivael To TTAIXViSI, Ol TTEPIOXEC TNG TTOANG €ival LTTO TNV KATOXN
TOL AVTITTOAOL. Me TNV TTEPITTAAVNCN OTNV TTOAN, SivovTal ELKAIPIEG OTOV TTAIKTN
VA ATTEAELOEPWTEI AVTEC TIG TIEPIOXEG MEC T ATTO CLYKEKPIUEVEG evEQYEIES. Eival oTo
XEQI TOL TTAIKTN AV OTO TEAOG TOL TTAIXVISIOL Ol TTEPIOXEC TOL TMapiciod Ba tival
ATTEAELOEPWUEVES N LTTO KATOXN. H TTaPATTAvVW TTAPATAPNCN KATNYOPIOTTOIE TO
Narrative Modality Tou mmaixvibiob w¢ Internal — Ontological Interactivity.

IXETIKA PE TO TTWG XPNOIWOTTOIEITAl N TTOAN ToL Assassin’s Creed Unity ammo
TOV TTQIKTN UTTOPEOLVE VA TTAPATNENCOLMHE TA £ENG. ALTO TTOL BA PTTOPOLCAUE
va xapaktnpiocovpe ¢ Challenge Space didoTtaon Tov gamespace, oxeTideTal,
oLUPWVA e TOV Bonner pe 10 yeyovog OTI «H WnNPIaKr APXITEKTOVIKN TNG TTOANG
AeITovpyel cav &va oOVOAO QTO OnuEia TTEOCTIEAAONG KAl KATAKOPLEPOUL
OKAPPOADPATOC M (EiK.3.19-3.21) Mg TPOTIO TIAPOUOIO HE  ALTOV  TTOL
TapovoldoTnke 010 ICO, 0 TTAIKTNG CLVSLALEI CTOIXEIA TV OWEWV TWV KTNPIWV UE

26 Bonner, M. (2015). The Philosophy Of Computer Games Conference. Ambiguous Play Pattern: A
Philosophical Approach To The Prospect-Refuge Theory. Berlin., oeA.10

27 Zeller O. (2012). Doing entire Worlds. Viktor Antonov reveals his motivations as a designer of fictional
worlds. In MARK. Another Architecture, No. 40, October/November, 168-175.

28 Bonner, M. (2015). The Philosophy Of Computer Games Conference. Ambiguous Play Pattern: A
Philosophical Approach To The Prospect-Refuge Theory. Berlin., oeA. 4
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OKOTTO VA PETAREI OTIC OPOPEG TOLG, KATI TTOL YiveTal ApKETA oLXVA. O AOYOG TTOL
YiVETQI QPKETA CLXVA OXETICETAI PE TO YEYOVOCG OTI EYAAO KOUUATI TOL gameplay
TTEQICTPEPETAI YOPW ATTO TO TIWG O TTAIKTNG Ba ATTOPLYEl TA OTPATELUATA TWV
EXOPWV TTOL TTEQIPELOVTAI OTNV TTOAN.

AULTO Pag 0ényei oTov SeLTEPO TPOTTO [E TOV OTTOIO XPNOCIUOTIOIEITAI N TTOAN
oto Assassin’s Creed, dnAadny cav éva Contested Space, pia apéva o1ov o
TTAIKTNG AVTIUAXETAI TIG TTEQITTOAOLG TTOL PPICKOVTAI OTA COKAKIA KAl TIG TTAQTEIEG.
Y€ QUTEC TIG TTEQITITACEIG, N TTOAN ATTO TTPWTAYWVIOTAG UETATRETIETAI € OKNVIKO

OTTOL AUPAVEl XPA N JAxXN.

TeNog, a&icel va avapepBboLue ota Nodal Spaces Tou maixvidiov. To Assassin's
Creed, OTT®C TTpoAvVaPEQONKE, eival éva open-world game, SnAadr o TTaikTnG eival
EAELOEPOC VA TTEQITTAQVNOEI OTOV XWPO TNG EKAOTOTE TTOANG. KaTd TNV SIPKEIA TNG
TTEQITTAAVNONG TOL, CLVAVTAEI CLYKEKPILEVA KTAPIA TTOL £XOLV SIAPOPETIK ONUACIA
atro Ta LTTOAOITTA. ALTA TA KTHPIA O€ PEYAAO PABUO OPYAVVOLY TIC KIVATEIG TOL
TTAiKTN KAl atrodidovy Sour OTOV XWEO TOL TTAIKVISIOL PECA ATTO TIG AEITOLEYIES
TOLG. O TTAIKTNG PTTOPEI VA eTTIOKEPOE hayadid yia va evIoXLOE TOV OTTAICHO TOL N
va aA\G&el evéupuaaoieg kal Tavéoxeia yia va AaRel yepog oe emTeaTtedia Traixvidia.
Ta TOTTOCNUA TV TTOAEWV AEITOLPYOLV PE TOV i8I0 TEOTTO, APOL POAIG O TTAIKTNG
avePei oTNV KOPLPM TOLG, KE TO TTATAKIA EVOG KOLUTTIOV, ATTOKAALTITEI TTANOOPOPIES
OXETIKA 6paoTNPEIOTNTEG TTOL €ival SIaBEaiueg yéoa otnv TTOAN. Ta Nodal Spaces
o710 Assassin’s Creed ammodidouvv dour oTov XWwEOo Kal Sivouv XWEIKA £vvola OTIG
SIAPOPETIKEG EVEPYEIEG TOL TTAIKTN, OTTWCS OTNV Kavovikn {wn.(Eik.:())
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ATIO TNV AAAN, oTo videogame SimCity, o TTaikTnNG SNUIoLEYEI O I8I0C TNV TTOAN.
To SimCity avnkel otnv KaTnyopia TV simulation games. Autd Ta Traixvidia &ev
aoxoAoLVTAl Pe TNV dpacon N TNV e€epebvNon, AAAA POVTEAOTTOIOVY Eva cLOTNUA
TO oTToi0 &éxeTal inputs kal outputs.??! 110 CLYKEKPIUEVO TTAIXVISI TO CLOTNUCA ALTO
gival n moOAn. Emmiong, oto SimCity, o aiktng &ev TavTideTal e kKATTOI0 avatar aAAd
avaAapPavel TOV POAO eVOG «EEWTEPIKOL PLOUICTHY . IKOTTOC TOL TTAIXVISIOL €ival
VA KATAOKELAOE O TTAIKTNG Pia TTOAN TTOL Va €ival BICTIUN, AEITOLPYIKA KAl VA PNV
XPEOKOTTNCEL. MeYAAN onuaacia éxel N €MAOYN TNG KATAAANANG TTEPIOXNG, (Eik.3.22)
Ol KAIUATIKEG OLVONKES, TO AVAYALPO KAl N OXETIKA 0pOOAOYIKA Siavoun Twv
TTPOG KTIOIUO TTEQIOXWY. H TTapamave mapathonon Uag odnyei 0To CLUTTEQACUA
o1 o mraixviéa cav 1o SimCity, o TTaiktng Slagoppvel ot peyalo Babuod o idiog
TO APNYNUATIKO TTAQicIO, emTnpedlovtag eva TepIRaAov. OmoTe, 1o Narrative
Modality TéToicov TTaixvibicov akoAovBei External - Ontological Interactivity. O
TTAIKTNG KATAOKELALEI TNV SIKIA TOL TTOAN OTTOL KAl OTIWC O 610G ETOLEI.

Eik.3.23: SimCity: MepIoxEG TTOL O TIAIKTNG UTTOPEI VA KATACKELATEI TNV TTOA

O xwpog tou SIMCity éxel TTOAAG Aoiva pe autd TTov N McGregor ovoudadel
“OLPPROAIKOG XwWEOG", dnNAAdM TOTA KAl KTHPIA Pe TA OTToia O TTaikTng &ev
EUTTAEKETAl XWPIKA. ALTOI O XWEOoI &gV Eival KATAOKELACUEVO! PE OKOTTO va
EUPLOBICOLY TOV TIAIKTN OTOV KOOUO TOL TTAIKVISIOD, AVTIOETWS POVASIKOG TOLG
OKOTIOC €ival va TTAPEXOLY OTOV TIAIKTN OCO TIEQICTOTEQN TTANEOPOPIA YiveTal
OTOV HIKOOTEPO XPOVIKO SIAcTNUA. Ta KTAEIA §EV £XOLY ECWTEPIKO, KAl OTNV OLCIA
gival TpiodiaoTateg “TaptreAeG”.H AemTopépeia TToL ATToSiSovTal TA ETMPUEQOVLG
APXITEKTOVIKA XAPAKTNPIOTIKA PTAVEl UEXOI TO ONUEIO OTO OTTOIO Va gival €TTAPKNG
YIQ VA ETTIKOIVWVAOEI TNV AeiIToLpyia KaBe kTnpiov. (Eik.3.24)

29 Thomas, D. (2007). SimCity: Simulating Nothing. ¥to S. P. Friedrich Von Borries, Space Time Play.
Computer Games, Architecture and Urbanism: The Next Level (co. 210-211). Basel, Switzerland.
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H 1oAn touv SimCity, xpnolgotoiital kupiwg cav Codified Space. H
McGregor onueicvel OTI O TETOIEG TTEQITTTATEIG «N APXITEKTOVIKN €ival Eva COPRBOAO
yla kAT TTapaAmave amod Tov €auTto TS Agtovpyei, SnAadn, cav éva péco
yla va daael xwpikn SIdoTacn o€ Yn XwEIKN TTAnpo@opia. Ta TuAuaTta amo 1a
oTT0Ia ATTOTEAEITAI N TTOAN, (S5NACQSK TG HOVOTIATIA, Ol AKPEG, OI TIEPIOXEG, O KOUPOI
Kal TG TOTTOONUA) avamapioToLy OTNV oLoia Ta eEAPTAUATA VOGS TTOADTTAOKOL
CLOTAPATOG OTTOL TO Eva eTTNEEALEI TO AAANO. ZOPPVAa e Tov Thomas, To SimCity
AvaTmapIoTd TO evOIAPELOV TOL AVOPWTIOL «va TTAPATNEEN Kal va éxel SiIadpaon
pe ovoTthuata.[...] EmTpémer SNAadr) oToLG TTAIKTEG VA SOKIUACOLY BewpPieg Kal
VA KATAOKELACOLY BEWPENTIKA POVTEAD EVOG KQLUWEVOL CLOTAPIATOG N H OTITIKA
“emKAALYN" ALTOL TOL CLOTAPATOG HE TNV £VVOIA TNG TTOANG, ATTOSISEI OTOV TTAIKTN
€va TTAaiolo ava@opdg kal, o€ évav Rabuo, eplopilel TIG SLVATOTNTEG ALTOL TOL
OLOTAMPATOG. Me GAAa Aoyia, oTo SIMmCity, N APXITEKTOVIKA TNG TTOANG A&IToLPYEI caAv
£Eva PYECO ATTAOTIOINONG TTOL CLYKEVTPWVEI TTERITTAOKA OTPWUATA TTANPOPOPIAg
O€ £va OLYKEKPIPEVO onudél. EE ou kai n évvola Tou Codified Space. H siapopd
TOL XWPOoL ToL SIMCity pe avtov Tov Age Of Empires, £ykeiTal OTO Yeyovog OTl
OTO TTPWTO TA SIAPOPETIKA THAUATA TNG TTOANG AAANAETTISPOLY Kal £TNEeAloLY
TO €va TO AANO €VQ OTO SeLTEPLO OAA TA TUAMATA TOL XWEOUL “abpoilovTal” yia
va BonBnoouy Tov TTAIKTN va MTOXEl Eévav OKOTTO. XTnV TEQITTeon Tou Age Of

30 McGregor, G. L. (2009). Gamespace: Play & Architecture In Videogames. University Of New South
Wales, oeA. 193

31 Thomas, D. (2007). SimCity: Simulating Nothing. ¥to S. P. Friedrich Von Borries, Space Time Play. Computer
Games, Architecture and Urbanism: The Next Level (co. 210-211). Basel, Switzerland.
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Empires, TO KTNPIO-AVTIKEIUEVO €ival KOSIKOTTOINWEVN £VVOIQ, £V OTNV TTEQITITOON
ToL SIMCity, n TOAN AeiITovpyel cav KWSIKOTTOINUEVO oboTNua.(Eik.3.25) H
KATAOKELI TTOAGV §POUWY ATTO TOV TTAIKTN £XEl WG ATTOTEAECA TNV ALENCN TWV
TIHWV TWV AKIVATWYV TTOL PPICKOVTAlI OTNV €V AOYW TTEPIOX AAAG Kal TNV abénon
TV €mMTESWY PYoOAvvong. To kadlivo avepadel Ta XpnUATIKA £€006a, AAG avfavel
KQI TO TTOOOOTO TNG EYKANUATIKOTNTAG KAI TO LEPAYWYEIO KAVEI XAPOVEVOLS TOLG
KATOIKOLC AAAG Qv TOTTOOETNOE O€ KOKO ONUEIO EXEl AVTIOETA ATTOTEAECUATA.

Eik.3.25: Sim City: H TTOAN @G K@SIKOTTOINUEVO cLOTNUA

YOUTTEQAOMATIKG, HECA ammod TNV oLYKPION TV 600 OCULYKEKPIUEV®
videogames kal TV XOPEwVY TToL armodidovy, TapaTNEOLUE OTI EKTOG ATTO TNV
©¢on TNG KAUEPAG Kal ToL Rule Modality TToL EVOWUATWVOLY PEYAAO POAO TTaIEl
kal To Narrative Modality. Xtnv mepimtoon tou Assassin’s Creed, TO apnynuUaTiko
TTAQiCI0 €ival N KuEiIapxN SLVAUN TTOL SIAPNOPPHVEI TO gamespace KABWS OI TTOAEIG
TTOL AVATIAPICTWVTAI EiVal ATTOSWUEVEG E TETOIO TROTTO WOTE VA euRLBICOLY TOV
TIQITKTN OTO I0TOPIKO TTAQICIO TNG EKACTOTE £TTOXNG. AVTIOETA, OTNV TTEQITITON TOL
SimCity, o TraikTnG eival armodecuELUEVOG ATTO OTTOIOSATTOTE ICTOPIKO TTACICIO KAl
SNuIoLPYEI O 810G pia SIAPOPETIKN 1I0TOPIa KABE popd. MNa va To emMTLXEI ALTO,
peTaxelpifetar Ox1 amapaitnTa TNV TTOAN KaB' evat) aAAG Ta CLOTAPATA TOL
aixvidioL. Ta eEapTAPATA TNG TTOANG EVNPELVOLYV TOV TTAIKTN YIA TIG SLVATOTNTEG
KAl TQ OPIA TOL €V AOYW CLOTAUATOC.
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3.5 Zupnepdopata Tpitou Kepadaiou

Ye ALTO TO KEPAAQIO avaivBOnkav Tpia SiapopeTika Ludic Architectures kai
O TPOTTIOG TTOL ATTOSISOVTAl O CLYKEKPIUYEVA videogames. IKOTTOG ALTNAG TNG
oLykKpIoNg NTav va avadexBei o TpoTTog 1oL Ta diagopeTika Spatial Modalities
ouvepyalovTalkal amapTiCoLy ALTO TTOL OVOPA{oLE gaMespPACce. LLUTTEPAIVOLE
OTI O€ TIEPITITWOEIG TTOL O TTAIKTNG TOTTOBETEITAI JECA OTOV KOGHO TOL TTAIXVISIOU,
Ol QPXITEKTOVIKEG TTOIOTNTEG TOL KOOWOL ALTOL TPORAAANOVTAI O UIKPOTEQLO N
HEYOALTEPO BABUO WG eumodia yia ToV TTAIKTN. H ammoTTpoocavaTtoANIoTIKN 1610TNTA
TOL AARLPIVOOUL, N MINITAPICTIKN APXITEKTOVIKN TOL KAGTPOUL KAl N TTOALTTAOKOTNTA
TV OYERV JIAg AvayevvnolaknG TTOANG €ival yid TOV TTAIKTN XWEIKA TTAlA TTPOG
€MALON. ALTOI Ol X(WPEOI CLVOSELOVTAI ATTO £EVTOVA TPICSIACTATA AVATIAPACTATIKA
OTOIXEIO TTOL OKOTTO €XOLV VA TOVICOULV TIG TTOIOTNTEG ALTOL ToL TAlA ) va
TTEORAANOLY EVa -ACAPES OE TTPWTN PACN- APNYNUATIKO TTACICIO YIa TOV TTAIKTN.
Y€ TTEPITITATEIG TTOL O TTAIKTNG TOTTOOETEITAI TAV £EWTEPIKOG TTAPAYOVTAG O OXEON
LE TOV KOOUO TOL TTAIXVISION, Ol XWEIKES TTOIOTNTEG TOL KOCHUOL TOL TTAIKVISIOV
TTAipvoLV Pia CLUROAKKA SIACTACN KAl OKOTIOG TOLC Eival VA ETTIKOIVWVATOLY
OTOV TTQIKTN PMECW TWV CLUPOANICHGY TOLG KATTOIA TTANPOPOPIA. ALTO CLUPAIVEI
€TTEISN N TAXLTNTA £EENIENG TV YEYOVOTWY OTA TTAIKVISIA ALTA SeV ETTITPETTEl OTOV
XPNOTN VA €UTTACKEI XWPIKA PE TA KTAEIA TOL TTAIXVISION. H QpXITEKTOVIK O¢ auTd
TQ TTAIXVISIA A&ITOLPYEI TAV Eva EQYAAEIO TO OTTOIO O TTAIKTNG PETAXEIPICETAI EXOVTAG
atroALTN e€ovoia TTAvVE o€ ALTO PE OKOTTO VA ETITUXEI TOV OTOXO TOL. OE L€ TETOIOL
€i60LC TTaIKVISIa, TO APNYNUATIKO TTACicIO KaBopiletal o€ ueyaAo Pabud amod Tov
TaiKTN.
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4.1 Avti EmiAdyou

Ta videogames Eekivnoav va avalbovial oe akadnuaikd emimedo 1A
TeAeLTAIA 30 XPOVIA . XTNV SIAPKEIQ ALTWV TV ETAWV SNUIoLEYNBNKAY SLO “OxOAES”
avaivong, ol Narratologists kai ol Ludologists. H kGBe oxoAr QvTIUETOTI(E TO YECO
puovotAevpa. O Narratologists Bewpodoav Ta videogames éva akOua PECO YIa
va TTEl KAVEiC pia 1oTopia, O11wg ol Tavieg kal Ta RiPAia. Qg ek TovTOUL, YIA VA TA
AVAALOOLYV, XPNTIUOTTOIOVCAY OPOAOYIA TTOL EPAPPOLETAI OTOV KIVNUATOYPAPO
KAl TNV AOYOTEXVid, KAl JE ALTO TOV TPOTTO AdLVATOLOAV VA CULUTTEPIAGROLY
10 S1Ia6PAO0TIKO OTOIXEIO TTOL TIPOOPEPOLY Ta videogames. Or Ludologists
avtiyeTmlay Ta videogames oav &vav ocLvsLACHO CLOTNUATWY TTOL SEXETAI
inputs kal emoTpépel outputs, cav £va €ibog TTPocouoIWwONG. ALTH N TTPOCEYYION
uTTopEl va Teplypdgel TOLG LTTOPOCKOVTEG KAVOVEC TWV CLOTNUATWV TTOL
HovTeAOTTOIOLY TA videogames, aAG aduvaTel va cLANGREN TOLG TPOTTOLS TTOL
ALTA TA CLOTAUATA EUTTAOLTICOVTAI ATTO EVA APNYNUATIKO TTAQICIO. TNV TeAeLTAIQ
SekaETia Exel YepLPWOE avTA N SIAPOPA e TTOAAOLG akadnuaikoLg va Tovifovy
OTI (KLPIAPXO XAPAKTNPEIOTIKO TV videogames gival N xweikoTnTa.

H &vvola TNG £TEROTOTTIAC AEITOLPYE AV HIA HETAPOPA YIA VA AVAYVWDPICOLE
TO YEYOVOG OTI O XWPEOG TwV videogames &V eival OUOIOYEVAG AAAO ATTOTEAEITAI
atro SIAPOPETIKEC XWPOBETNTEIC. To TPIASIKO HOVTEAO TOL Lefebvre, pag PonBdel
VA avayvePIiooLPE ALTECG TIG XWPEPOBETNOEIC oav spatial moddalities. Ta modalities
TTOL AVTIOTOIXOVV OTIC £VVOIEC perceived kal conceived space avagépovTal
OTO TIVELHATIKO OIKOSOUNUA TTOL O XWPEOG TwV videogames TpooTabei va
ETTIKOIVAVNOEl OTOV XPNOTN. To TUAUA TOL gamespace TToL PAETTOLHE OTNY 0OOVN
ouvTiBeTal amod Ta modalities, TTov gival To XWEIKO ATTOTOTTIUA TOL TTVELUATIKOL
OIKOSOUNUATOG ETTAV® O€ EVA EVOTTOINTIKO TAUTTAO/TTACiCIO”. To ev A0y TTAQICIO
umopel va BewpnBel g pia “adlapoppwtn etepoTomia’, &vag “eUPEULIKOC
XWPEOC" TTOL TTEPIPEVEI TNV KATAOAANAN TTANPO@OPIa yia va evepyoTroinBei. AuTh
n TANPO@OPIa TTOOKLTTEl ATTO TO TIVELUATIKO KATACKELACWA TTOL TTAPEXOLY
OTOV XPNOTN Ta TUAUATa ToL conceived kal perceived space. H Slapopd NG
PINOCOPIKNG ETEQOTOTTIAG ATTO ALTAV TWV videogames £YKEITAl OTO YEYOVOGS OTI N
TTPWTN ATTOTEAEITAI ATTO XWPEOOETATEIG TTOL T€ PEYAAO PABUO avadIapOPPVOVTA
amro TNV AAANAETTIOPACH TNG HE TOV XPNOTN, EVG N Se0TEPN €ival OTNV OLCIA £va
TETEAEOUEVO YEYOVOG. H euPLBION TOL TTAIKTN OTNV €TEQOTOTTIA TWV videogames
e€apTaTtal ammod TO KATA TTOCO EKTTANPGVETAI N “LTTOOXECN™ TTOL ETTIKOIVWVEI OTOV




TTQIKTN TO XWPIKO ATToTOTTGUA TRV modadalities Tou perceived kal conceived space.
OtroladnmoTe “acuvexeld” OTO TIVELUATIKO OIKOSOUNUA  TTOL ETTIKOIVGVOULV TA €V
AOY® modalities SiakoTTel TNV euRLOICN TOL TTAIKTN KAl AKLEWVEI TNV ETEQOTOTTIA.
Apa, e€etalovTac Ta videogames pe TTAPOVOUAOTH TO XWEIKO ATTOTOTTWUA TWV
spatial modalities TTov Ta amapeTiovy, PTTOPOLVE OXI HOVO VA T AVAADCOULUE e
£VA EVOTTOINTIKO TTAQICIO, AAAG TTAPAAANAG Kal va afloAoyHooLpE KATA TTOCO TA
TO TIVELHUATIKO OIKOSOUNUA TTOL aTTodiSoLY OTOV XPNOTN PECK TNG 0BOVNG Eival
OULVEKTIKO.

YOUTTEQACUATIKA N TTAPOVLOA £€0YACIA KATAAAYE OTO YEYOVOG OTI N avAAvon
TV videogames pPe TTapOVOUAOTH TV XWPEO TTOL atrodidovy OTov XpNoTn &ival
EVa eVOTTOINTIKO POVTEAO TTOL CULUTTEQIAAURAVEN KAl AVASEIKVOEI ONEC EKEIVES TIG
XWPIKES TTOIOTNTEG TTOL EVLTTAPXOLY OTOV gamespace.
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