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TERMINOLOG



Kata to Oxford Dictionary (2016) w¢ mtatyvidl
oplletal apyka n Loppr aviaywvLaTikNc/auva-
VWVLOTIKNC Spaatnplotntac n abAntouou mou
rtaldetal auupwva [IE Eva aUVoAO Kavovwy.

A serious game or applied game s a game
designed for a primary purpose other than pure
entertainment

Ot Merriam-Webster (2016) op({ouv 10 mayVvidt w¢ pila WAtk 1 TVEULATIKY SPa-
aTNPLOTNTA TTOU EYEL KAVOVEC TNV ortola avBpwiiol EKTEAOUV yia euyaplatnan (pleasure),
ELTE aUTO Elval pla OUYKEKDLLIEVN EKPPaan TaVISLoU 1 eva mayvidt LeEpOC EVOC EUPU-
TENOU TUVOAOU SLaywVIOUATWY, OTIWC VLA TTAPASELYLA EVA UATC TEWIC.

The idea shares aspects with simulation generally, including flight simulation and
medical simulation, but explicitly emphasizes the added pedagogical value of fun and
competition.

To gameplay elval 0 GUYKEKPIIEVOC TPOTIOC LIE TOV OTTOLO Ol TAIKTEC aMnAemdpouv e éva mtayvidl, kat dlwe ue ta Buvreonayvidla. To
gameplay elval to potiBo mou kaBopllstal amo ToUC KaVOVEC Tou ayVISlou , Tn auvoéean LETaéy Tou AlKTN Kat ToU ayvidLoU, TwWV TIDOKAN-
JEWV KaL TNV UTTEPLaar) Touc, Tn¢ MAOKNC Kat T aUVOEDNC TOU TIALKTN LE auTl).



CATEGORIZATIT




H KaTnyopLoTolnon Twy NAEKTPOVIKWY TTALYVLIOLWY EYKELTAL OE €Va E-
VGAO (PACHQ, O TILO SNUOMANC TPOTIOC, KAl TAUTOYPOVA O TILO TIPAKTL-
KOG, €lval N KAtnyopLottolnon Pe 3aon Tou TL KAVEL O TTALKTNG O€ auTda.
AUTO TOU ELOOUC KATNYOPLOTIONON WTIOPOUE VA BpoUpe O NAEKTPO-
VIKG KATAOTNUATA TIWANONC NAEKTPOVIKWY TTALYVLIOLWY OTIWC TO Steam.
>TO store.steampowered.com oL TLTAOL TTALYVLOLWY KATNYOPLOTIOLOUVTAL
ava eldboc os: dpaong action, adventure, casual, indie, massively
multiplayer, racing, RPG, simulation, sports kat strategy.

Map’ OA’ autd, KATa pia TILo EMLOTNMOVLKN TTPOCEYYLON,
TA NAEKTPOVLKA TTALYVLSLA HTIOPOUV VA KATNYOPLOTIOL-
NOoUV pe TTOAAOUG AAAOUG TPOTIOUG.



Ol Aarseth, Smedstad, kat Sunnana (2003) avarmtuoouV eva
LOVTEAO KATNYOPLOTIOLNONC TWV TTAXVIOLWY LE 3aon Tta EL-
KOVLKA TIEQLBAAOVTA TOUC

«Ta TraLyvidla eivat to 1o mAoUOLO Kal UE TTOLKIAN
EUBEAELA £(60C EKPPATNC TTOU EYEL UTTAPEEL TTOTER

TPOTELVOLV £Va TIOAUSLACTATO POVTEAO TAELVOUNONC, TIOU
UTTIOPEL va xpnotpottotnBel yla oAa ta mayvidla, pe Baon
TN KLvNon OTO ELKOVLKO TTEPLBAAOVY, cupTiEpLAapBavoLE-
VWV TWV QUOLKWY aBANUATWY, TwV eTiTparnedlwy Kal Twy
NAEKTPOVIKWY TTALYVLIOLWY. TO HOVTEAO QVAPEPETAL KUPLWC
OTA YWPLKA TTayvidLa, aAAG UTTopEL eTTlonC va X pnOLUOTIOL-
NBel yLa TNV TA&LVOUNon Un XWPELKWY TIAXVLISLWY (TTLY. Ttal-
YVLOLA JE KAPTEC) ATMAWC ATTOKAELOVTAC TLC YWPLKEC SLAOTA-
OELC ATTO TNV PEAETN.
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n EuBUOLON Eival 0 ATTOKAELOHOG ATTO TOV PUGL-
KO KOolO
F. Bioca, 1992

N Kataataon 1n¢ auveldbnanc Orou 1 ENiyVwan TouU -
BuBL{ougvou yia Tov PUAOLKO EQUTO TOU LEWWVETAL 1) YAVE-
TaL aro TV MEPIKUKAWON €VOC auvoAou mEpLBarlovioc,
auvnBwWC TeExVNTo

J. Nechvatal, 1999

n Yevdaicbnon tn¢ umaping Tov xpnotn péoa
o€ €va ELKoVIKO tepLBdaAAov (being there)

Mel Slater
Martin Usoh, 1995

N arouovwan ToU Ypnatn amo thv atabntnplakn mn-
pOWOopPLa TOU AUETOU MELLBAAOVTOC TOU KAl TNV TPOPO-
SOTNTEL TWV aladbntnplakwy Tou KavaAlwv TToOaANYELC
L€ ouvBetika epebiouata eEoAokANpou mapayousva amo
ToV unoAoyLatn)

Anuntpng Xapitog

10 KAELWSL yla v katavonan tn¢ avarmtuénc twv UEawV,
aKoOLa KalL av n okewn upavi{etal Kamwe adtapavnc Kat

QVTIPATIKI]

Virtual Art; From lllusion to Immersion,
Olive Grau, 2004

n BabiLd cUYKEVTIPWON TWV TTALYTWYVY TNV AAAL-
AsTidpaon mov Eyouv HEow TOU TTALYVLISLOU

Patterns in Game Design,
Staffan Bjork & Jussi Holopainen, 2004



H ENNOIA TH2Z EMBYOIZHZ

n EUPUOLON OoTO YWPO TwV video g

Kata touc Staffan Bjork kat Jussi Holopainen oTo ywpo Twv TTAVISLWY, EVaC
TIALKTNC EXEL TN SLVATOTNTA VA BLWOEL TEOCEPLC TUTIOUC £pBUBLONC TTOU

. i movies
Spatlgl maneuvering
XWPLKN real-time be there
Sensory B . -

, , movies
narrative

2 UVOLOONUatkn theaters
Cogmtlve abstract FOCUS logic
AVTIANTITKN problem solving
Sensory feedback loops fullfillment
MOtOr ’ repeat Spacetime
ALG@FmpLQKn "
KL\/QI "pLa satisfaction R

Spatial immersion (Xwplkn €uBUBLON): €lval TO ATTOTEAEOUA EKTE-
TapeVNC Klvnonc Kat TAakTkne (maneuvering) o€ “mpaypatiko” Ypo-
VO TIALYVLOLOU KAl UTIOPEL Va YIveL altoBntr) kat o€ tawiec. O matytnc
VIWOEL TTWC BpLoKeTal TIPAYHATL “eKEL” KaBWC O TTAOAOUATIKOC QUTOC
KOOUOC poLladel kal AauBaveTatl we TTPayUOTLKOC.

Emotional immersion (>uvaloBnuatikn egpublon): Blwvetal ye tnv
AVTLUETWITILON YEYOVOTWY OTIOU OL YOPAKTNPEC €lval JePOC TNC e&¢-

ALENC pLacC apnynuatikne dopnc. Etval mapopoLla Ye tnv egBublon
[OU TIAPEYOUV Ta BLBALG, TO BEaTpOo Kal OL TAaLVLEC,

Cognitive immersion (M'vwotikn N AVTANTITIKN €pBUBLoN): Baolde-
TAL TTAVW OTNV EOTLOCN O€ Pla apnpnuevn AOYLKN KAl ETTILTUYYAVETAL
ouvNBWC LE TNV eTAUCN OUVBETWY TIPORANUATWV.

Sensory - motor immersion (ALoBntnpLakn - Kwntnpla n acdnti-
KO-KLVNTLKN €UBUOLON): elval TO aTTOTEAEOUA “KUKAWY QVATPOPOSO-
tnonc” (feedback loops) avapeoa aro emavaAapBavOUEVEC KIVNOELC
TIALYTWY WOTE VA EKTIANPWOOUY OAEC TLC EVEPVELEC KAL VA TIETUYOUV
TNV ouvaLoBNuATKn arodoaon Tou TayVLSLoU. O TTalkTtNg BLwveL ula
EVOTIOLNON TOU YWPOU KAl TOU XPOVOU KABWC OUYXWVEUETAL OTOV
IANQOUOTLKO KOOPO PEOW TNC ELKOVAC.

B W B VW el aYad W,



H ENNOIA TH2Z EMBYOIZHZ

n EUPUOLON OoTO YWPO TwV video g

Mia avtlotolyn katnyoplomolnon ylvetal kat aro tov Ernest Adams, oyedla-
0TI TIALVLIOLWY, CLYYPAPEQC, OUV-LOPUTH TNC International Game Developers
Association kal TAKTLKOC Aektopac tou Game Developers Conference, o€ tpsic

KATNYyopLEC:

Tactical actions progress
QKUKV] S engagement

Strategic mental choose mina

2 TPATLYLKN right choice

Narrative Cognitive s motional  devotion

AQNyNHATKN

DoOK |
story movie

B W B VW el aYad W,

Tactical immersion (Toktikn €uBublon): Buwvetal kata
TNV EKTEAEON TIPAEEWY TIOU ATTALTOLY SeElotnTa. Kabwg
OL TIALYTEC TEAELOTIOLOUV TIC OPACELC TIOU Ba (PePOLV TO
ATIOTEAEOUA TNC ETILTUYLAC, VIWBOLV OAO KaL TIEPLOOOTEPO
“UeoA” OTO TTALYVLSL.

Strategic immersion (>tpatnyKn euBLBLON): Elval TIEPLO-
OOTEPO EVKEPAALKI KAL OLUVEPYACETAL UE TNV VONTLKN TIPO-
KANaon. Kuplwc oL TIALKTEC OKAKLOU BLWVOUV QUTO TO L60C
euBLBLoONC otav SLaAEYOLV TNV OWOTN KLvNan eVOC OUVO-
AOU TILBavVOTNTWY

Narrative immersion (Apnynuatikol epBubilon): Blwvetal
OTAV OL TTALKTEC ETIEVOUOLV VONTIKA KAl ouvaloBnuaTika
o€ Ula Lotopla. To OUYKEKPLUEVO ELOOC POLAdEL UE QUTO
TIOU BLWVETAL OTNV avayvwaon evoc BLBALOU Kal otny Tia-
pakoAoLBONON pLac Tawlac.



UNCANNY
VALLEY




uncar

Tnv éekactia tou 70 o anmwvac POUTO-
tiotac Masahiro Mori epevpe TOV 0pO
«uncanny valley» (kolada tou avolkeiou)
nooanabwvrac va Enynaet tv onapén
OPLaKWY ONUEWY atn SUVATOTNTA OLKEL-
OTo(NaNC ToU avBpwWItou arevavil g€ Té-
YVNTA 1 ELKOVIKA OVIQ..

2Tnv Bacn tc Bewplac Bploketal n armoyn ot otav Katt d&v elval
popavwc (wvtavo/avBpwrivo, aila tou armodoBouv avBpwnivec
MTOLOTNTEC KAl YapakTnNPLOTIKA, Ta BplOKOULE TTPOOLTA Kal QITOSEKTA:
aMa av urepBalouus ae autn v arnodoan, T0 aroTEAsaua TelVeEl
va potadel we ula atern mpooopolwan mou avtidauBavetat we avn-
OUXNTLKI) KAl QITOKDOUTTIK).

O evBoualauoC Kat n ayikr SEKTKOTNTA
arrEvavil TouG, avTikataatabnke armo aro-
TOOTT) Kal... AVOLKELOTNTA.
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OIKOIOTHTA

ANOPQMINH MOP®H

>€ QUTO TO ONMELO TO QVTLKELHEVO
OeV Elval KaBoAou avBpwITOELdEC
Kat elval adlapopo atouc avBpw-
TTOUC. ETITEAEL ammAWC pla AeLtoup-
via.

AMC OTAV TOU Artod000UE KATTOLA
AvVBPWTILVA XAPAKTLPLOTIKA EQPVL-
Ka €lval TILO TIPOOLTO KAl ATTOKTA
TIPOCWTILKOTNTA.

Otavouwcouveyloovpuevampoobe-
TOUPE avBpwTilVa YAPAKTLOLOTLKA,
(PTAVOUE O QUTN TN JEYAAN TTTW-
0N OTNV SEKTLKOTNTA, N OKOLOTNTA
VIVETLOL QVUTIAPKTN KAL TO QVTLKEL-
LUEVO (PTAVEL VA ElVAL ATTOKPOUOTL-
KO. Elval oav va katahaBalvoupe
OTL KATL TTaeL AaBoc. Ta avBpwriva
YOPAKTLOTLOTIKA TOU QVTLKELPEVOU
TpooTabouv va pac TIELOOUY OTL
elvatl (wvtavo OUWC EEPOUPE OTLTO
AVTLKELPEVO TIOU EXOUME UTIPOOTA
uac oev elvat (wvtavo, Kal autn
N AVTLPaon Pac TTPOKAAEL pla du-
o0POoPLa, pla avoLKLoTNTa.

lapON aut'a av CLVEXLOOUUE VA TIpOoBeToU-
E KAL VA TEAELOTIOLOUE Ta avBpwriva xa-
DOKTLPLOTLKA, TtEPQ ATIO TOU ONUELO TTTWONC,
TO QVTLKELPEVO ylveTal SUOKOAQ SLaXWPELOLPO
ATTO TOUC TIPAYUATIKOUC avBpwTtouc Kat n ot-
KOLOTNTA ETTAVAPEPETAL.




unca

> TNV ouola, BeAoupe ta TtatyvidLa Ttou oxedLalouEe va VAL TIPO-
OLTQ, LOLALTEPA OTITLKA, OTIOTE KATA TOV OXESLAOUO TOUC TIPETIEL VA
&youpe Béoet evav kabapd otdyo petadl twv @ kal @

AUTO pag SLVEL U0 ETTLAOYEG WG TTPOG TNV aAvaTtapacta-
o KAl ATELKOVNOoN Ttov Oa akoAouBnoceL To TtaLyvidL:

Photoreal
PWTOPEAALOPOC

Stylizati
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MOTIVATION



gesire

To Klvntpo (motivation), N dlaBeon yLa AAANAETILOPAON, ATTIOTEAEL
TNV KLvNTnpLa duvapn yLa o,TL ETTAKOAOUBEL £TTELTA KAL YL QUTO €L-
VAL ONUAVTIKO Va VAL ETILTUYNUEVA SEAEQTTLKO.

—€KLVAEL NON ATTO TNV aYload, TO UTIAVEP I TO EEWPUAAND TOU KOU-
TLOU £VOC TTALYVLOLOU Kal &€&V elval ALYEC OL (POPEC TTIOU ETILOTPEU-
OVTAL PEYAAQ OVOUATA TOU KLVNUATOYPAPOU VA TIPWTAYWVLOT-
00UV O€ UeyaAouC AAA TITAOUC TTALYVLOLWV.

To motivation SlagopoTtioleltatl amo to player engagement Kal
NV epBublvon, Kabwc a@opa TouC AOYOUC yLa TOUC OTTOLOUC O
TTalktne Ba €ektvnoeL va mtaldel cva mayvidl Evw to
APOPOUV KATAOTACELC
LE TO TIALYVLOL WC TIPOC TNV TIPOCOXT, TTPOOUAWGCN KAl
ATIOPPOPNON TOU TIAlKTN otnV dLtadpaon. AnAadn, Twe Ba Kpatn-
OOUE TOV TIALKTN OTO TTayVISL, va « ».

O xprionG UTTALVEL GTO KEV1
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gesire

‘Evag talktng 0a ummopoucs, yLa Ttapad LY, VA EXEL KLVNTPO VA APXLOEL
va Ttaldel Aoyw tng TANENG, aAAd pOVo OTaV O TTALKTNG YLVEL EvOouaoLa-
ocpevogKaLBeAeLvaouvexLloeLvaTallet, BuwveLtnv player engagement
process Kat epubLletal (immersion)



ApXLKA B HEAETNOOUE TTOLA ELVAL TA OTASLA TOU BLWHA-
TOG KL TTWG AVTLAauBavovtal aro ToV TTAalKTn KoL oTh CU-
VEXELA Ba avaAUGOUME TOV TPOTIOUG PE TOUG OTTOLOUG ETIL-
BAAeta, TIPWTOU TIEPACOUPE OTO SEVUTEPO PEPOC TIOU Elval N
Bewpla Twv semantics [Nyx Theory of Semantics] [NTS].



STAGES OF
IMMERSION



a grounded investigation of game ir

Ot Emily Brown kal Paul Cairns mtapouoctalouv ta SLagopa otadla
TOU BLWwUOTOC Plac ePBUBLOTIKNC EPTTIELPLAC PECQ ATIO pla epeuva
TTIouU ole€ayBnke TTAVwW o€ gamers.

“La TNV eTtitevén euBuBLlonc Tou KABe otadlou aralteltal N apon
KATIOLWY EUTTOSLWY. KaroLa armo autd TIpoEPYOVTAL arto Tny oLa
TNV avBpwTrivn SpactnpLOTNTA (CLUYKEVTPWON) KAL KATTOLA ATTO TO
LOLO TO TayVidL (game construction). Ta Tpla otadla elvad:

Engageme
Acopeuon
ENgrossme
ATIOPPOPNON
Total Immers
OALKN epBLBLON




STAGES OF IMMERSION

T Engagement
Aeopeuan

gUTIOOLA

1 AC Cess YEVLKN TtpO0Oeon cUKOAOC VO

[ | p C’) OBQQ n €L60G TTaLYVLOLOU TOV HaDEL
XELPLOHOG

APLEPWGCH XPOVOU

Z Investment
APoaclwaon

alocOnua evoxng emppapevon

TPOOTIABELA TIALKTEC > eveEPYELQ > va JaBouv TTwC va ttat{ouy

Otav auta ta duo epmodla apbouy, O Ttalktne apy el va atobavetal Tio eUTAEKOUEVOC. Evac eUTIAEKOUEVOC gamer EXEL UEYOAUTEPN TIAPAKLVNOoN VA OU-
VeEYLoeL va Ttallel. AUTO TTIOU AELTTEL ATTO TN OUYKEKPLUEVN EUTTELPLA ELVAL TO OLVALCONUATLKO ETILITESO TNC AYOOLWONC TO OTIOLO TIAPATNPELTAL OTA ETIOUEVA
eTieda epublonc.



STAGES OF IMMERSION

Engrossment
ATTOpPOPNON

Game Construction
OTNOLJO TIALYVLOLLOU

Graphics
"Da@LKa

Tasks
ATTOOTOAEC

Plot
[TAOKN

> € AUTO TO £TLITESO, EKTOC ATIO XPOVO KAl TIPOOTIABELq, artalteltal
ATTO TOV TIALKTN KAl oLVALOBNUATIKN AOooLlwon, KATL TTIOU TOV KPa-
TAEL Va ouveyloel va Ttallel (artoppo@non), va xaveL tnv atobnon
TOU TIEPLYUPOU TOU, KAl TO TTALYVLOL VA YLVETAL TO TILO ONUAVTLKO
KOUUATL TNC aoolwonc TOU WOTE N TIPOCOYN KAl Ta ouvalodnua-
TA TOU vVa ernpeadovtal apeaa arto TO Lo TO TtayVLSL,

Ta yepla oou artda EEpouv TL va Kavouv

AEL{EL va ONUELWOEL OTL TIOAAEG (POPEG OL LOLOL OL TTALKTEG
(PTLAXVOUV EVA LOAVLKO TIEPLBAANOV WOTE VA ETILTPEPOUV OTO
engrossment va eTteABEL, yLa TTapadeLypa 0tTav XapnAwvouv
TO (PWTLOMUO TOU SWHATLOU KAl SUVAUWVOUV TNV EVtach Tou

NXOV.



Total Imme
OAn EpuBlon

Empat N EVTATLKOTIOLN G TOU
-vouvalotnon - attachment
Atmospr N EVTATLKOTIOLNON TOU

ATuoo@aLpa game construction



THE PLAYER
ENGAGEMENT
PROCESS




objectives

affect activities

accomplishments

OA3 framework



TPOKAOOPLOGHEVOL GTOXOL TTALYVLSLOU

OTOXOL KL ETILOVUHLEG TOU TTALKTN



THE PLAYER ENGAGEMENT PROCESS

Activities
APQOTNPLOTNTEC diseng

solving mental faculties puzzles too easy too difficult repetative

sensing well designed aloOntnpLlakn a@ooiwon OTTLKA, NXLTLKA atednTtika bad desigr
Interfacing crkowwvia xpRotn - TtatxvidLou & xeLpLopo bad desigr

exploration otolycia MAOKNC KOLVOUPYLEG TIEPLTTETELEG

experimentation tpomormoinon malyviSloU YapakTipwy
creation user-generated content

destruction
experiencing the story

experiencing the characters
socializing



THE PLAYER ENGAGEMENT PROCESS

Accomplishments
TILTEVUEELC

achievements
progression

completion

preservance



agopa tTa cuvalconuata mou BLWVOUV OL TIALKTEG
OTAV EKTEAOUV HLa SpactnpLlotnTa Kat/r ETLTUY-
X¥CAVOUV KATL



THEORY



THE PLAYER ENGAGEMENT PROCESS
Flow Theory

goals
OTOYOL

feedback
AVATPOPOOOTNON

skill/difficulty balance
LOOPPOTILA SEELOTNTWV/OUOKOALWV







SEMANTICS




NYX

Y€ QUTO TO KewaAalo, Ba tpoomtabnooupe va dopn-
OOUME €va oUOTNUA KATNYOPLOTIOLNONG TWV OTOLYEL-
WV TIOU cUUBAAOUV OTNV ELoaywyn KaL dtatnpnon tng
euBUBLONC ota video games, e Evav KOO TTApAyO-
VIQA: TOV Xpnotn (user).

O Aoyoc
dev eLval
pa aAAQ €TIELS avTtBeTwe e€altia tnE TTOAUOPPLAC
TOUC, JE TNV KOTNYOPLOTIOLNON MTTOPOUHE Va Ta £E&-
TACOUME, OPYAVWHEVA, ATIO SLAWOPETLKEG OTITL-
KEG. KOBe kataotaon Ymmopw va TV €EETA0W PETPNTL-
KQ, TTAAALOVTOAOYLKQ, avBpwTtiva K.0.K. Mg auto tov
TPOTIO TNV EPUNVEVLW SLAPOPETLKA avAAOya PEcA OTO
rAatloLo, dnAadr) Ttnv KatnyopLa 1tou Bplokopat: n Ka-

tnyopLa oplleL eva cUVOAO ocuvOnKwv Kal layers.
Ta Slagopa auta layers pou Aeve ToLa Yapaktnpl-
OTLKA XpLllouv avaAuonc otnv KABe pta.

UTTOPEL VC

ouvNOwg

[MpakKTLk
Mnong T
MOLVWUE
TN aAAd EtolL
UTTOPOUPE VA XPNOLUOTIOLNOOUVUE autr tn peBodolo-
yla KAl oTnNV apyLTEKTOVLKN, OTA TtaLyVvidLa, OTLC TaLvL-
£C, 0€ Beatplka aAAG aKOpa Kal 0TO yparto Aoyo, Td

BBALa.



> TNV EQAPOVI, MEAETN KAl TIAPOUCLAON AUTOU TOU VEOU OUOTNHPATOC VAL TIOU UTTIALVEL N EVVOLA TOU game
design. ZTOV OXESLAGHO TTALXVLOLWYVY 8eV oxedLAleLg ATIAA TIEPLBAAAOVTLKA KL OTAMATAG EKEL.
N UE TOV QPXLTEKTOVIKO OXEOLAOHO OE EVOLAPEPEL MOVO O XPNOTNC, TL EXEL TIAPEL ATIO AUTO TIOU

Y€ avtlbeo
BAETTEL KAL

Va EEKLVAVE . O TTalKTNC [BpLOKETAL OTO ETILKEVTPO, KA

TOV KDATNOOUUE EKEL TIPOOELAWUEVO, ATIOPPOPN
50 WWTOWV TNAEOPQON TOU, OTO AQTTTOTT OTO SWUATLO TOU, OTO KPE
tou. Kat' emektaon AOLTTOV BAETTOUUE OTL OAOL QUTOL ELVAL XWEOL TIOU O XPNOTNC UTIOPEL va o€l ula taty

akoUOEL eva podcast n va dlaaocel eva BLBALO.

L 0XeSLACOUE PUE OKO

BLwvel. H oXESLAOTLKA SLadLKaoiLa EXEL TILA WG KEVTPO TOV XPROTN: OAQ TA XAPAKTNPLOTKA

1O VA

EVO, O€ ArtoAauon OTIoU Kat av Ttatdel: oTo OTILTL TOU JE TNV
3ATL N AKOPA KAL OTO AEWPOPELD OTO K

VNTO

!/

LA, VA



> TOV KABOALKO QPYLTEKTOVIKO OXESLAOHO TIOAEC (POPEC EEXVAUE VA CUPTIEPIAABOUUE YL TIApAdELYpa T YUY OAO-
VLKN SLaBEon TOU YpNoTn KAl TG oLVALOBNPATA POU. 2UYKEKPLUEVA, O OXEOLAOUOC £VOC SNUOCLOU YWPOoU Ba TTpe-
TIEL VA SLAYEPEL YLA TOUC €UdLABETOUC ATTO TOUC AuTtnuevouc Ypnotec. O TIPWTOC BeAEL HEYOAUTEPN AVOLYTOOLA,
Oca ylatl opapatidetal KATL. 2To game design autr) elval N Bactkr oXeOLAOTLKI AOYLKN,

SLawopeTLko Ba sival to land/soundscape Evog XWPOU TIOU ETETAL HLAG CKNVNG
SpAOcNG PE TOV AVTLOTOLXO TIOU ETIETAL HLAG OKNVNAG NPEMLAG.



Ta video games, EXOUV TO |
TNV HEYAAUTEPN aLocOnTnpt

210 BiBAlo, dtaBalelc, atnv tawvia kat tnAsopaan BAETELC, ato podcast akouc, atnv abAnan n ac eva EMTpansllo mayvi-
OL, OKEQPTEDQL, ETIAUELC TTIPOBANuata Kat Kwveloal... ata video games ouwe TIPAKTIKA KAVELC OAQ Ta TIpoNYyoULEVA Kal O€ lla
ETTUYNUEVN EUBUBLTTKN Kataataan, yiveaal va e quto Kat To (€IC oav va sloat EKEL



O TPOTIOC PE TOV OTIOLO Eva TTALYVLSL
ETILOPA OTNV KATAVONGON KAl AvtiAn-
) pacg, HECA OE€ CUYKEKPLUEVA EVOL-
OAOYLKQ TTAaLloLa, ovopadlstal onua-
oLOAOYLO Kal Ta OTOLYELa TTIOU TNV
ATIOTEAOUV, CNUALVOUEVA KAl OTa
TIAQLOLATOU SEVUTEPOU PEPOUC AUTNC
TNC EPELVAC TA KATATAOOOUUE o€ 4
katnyoplec: ta logical, ta cultural,
Ta scenery Kat Ta

semantics.

logical

cultural

scenery

experiencial






LOGICAL

Ta logical semantics, Aoylka cnuawvoueva, avagepovtal
0€ AOYLKEC OXE0€LC, TTOU e€eTaldovTal PE SUO TIAPAUETPOUC,
[representative] avamapaoTaATLKA (TTOU A@OPOUV TO «Ti»
elval katl) kat [cognitive] vonTLKa (TTou a@opouV 0TO TTWC
EPUNVEVETAL AUTO).

OL AOYLKEC OXEOELC Balvouv O£ AOyLKO CUUTIEPACUOTA
TIOU KATOANYOUUE XWPLC KATIola €uBsla UTIOSELEN aAAd
ATIO Pla UTTOOUVELSNTN CUUTIEPACHATLKN dladlkaola TTou
oUPBAlVEL KATA TO BLWUA EKELVWV TWV AOYLKWY OXECEWV
TTou pac rtapouctalovtal.

KAIMAKA
TOMNOOEZIA
MPOOINTIKH

PLAYER FEEDBACK

MNMAPATHPHZH
2Y2XETIZMOZ
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BPIZKOMAI Z2THN EPHMO

AV €xWw KauNAQ, Elpal ac@aAng, xw tpocacn o€ VePO,
hueTakivnon KATL. Av dgv exw KaunAa, elpatl o€ Kivéuvo.

VOonTLKO
AVATIAPACTATLKA

H katnyopia, AoLmtov, tTwv logical pag diveL tnv
AOYLKN KOL TNV EppNVELA TWV semantics.
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KALpaka TotoBeoia ' TIPOOTITLKN oL
OXEOELC TIOU AVATITUCCOVTAL PE TOUC AANOUC YOPOKTNPEC Kal
TO TIEPLBAAOV




BPIZKOMAI Z2THN EPHMO
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MAPATHPHZH KAI ZYZXETIZMOZ

H mapatipnon (observation) clvat €va
AA\O €TITTESO TIOU UTIOPOUV VA QAVATITU-
XO0oUV AOYLKEC OYEOELC PEOW ONUALVOUE-
VWwV. O@a ptrtopoucaps yua mapadeypa va
«EESUTTAWOOUUE Ula OKNVIN XWPLE va XPELa-
oTel va 6LEOUE OUYKEKPLUEVA AVTLKELPEVA
TIou va TIpodidouv Ttov okoTto. OL LOTOPLEC
tou Sherlock Holmes €lval Eva apLoto Tta-
DASELYUA TIOU €V OTOXEVOUV OTNV avVATIA-
ODAOTACN €VOC OTOLYELOU AAAQ O€ ULa OUV-
Beon MToOAQTTIAWY KAl aUTO TIOU £XEL Katlpla
onuaocla €lval ta vonuata mou ekppalouv
KOL OL OYEOCELC TIOU AVATITUOOOUV. @EAEL
vVa EKPPACEL SdNAadr OTL OAd o€ AUTN TN
OKNVN OAa MTIOPEL VA GNMALVOUV KATL,
CUC)XETLOTLKA.

AnAadn n apnynon yLVeTaL HECW
TNG TTAPATPNONG KL TOU CUC)E-
TLOHOU
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THE LOGIC




LOGICAL RELATIONS
HIDDEN IN PLAIN SIGHT




THEORY




Onwc avagepel n Ann Marie Seward Barry oto
BLBALO tnC «Visual intelligence: Perception, image
and manipulation in visual communication», ta
uatia yac amoteAouV va mapabupo yia Tov Qu-
OLKO KOOUO. ZTEAVOUV THV TTEPLOCOTEPN, KAl TILO
vpnyopa amo kKabe aAAn aioBnon, mAnpopopia
0TO VEUPLKO ac auatnua.

AUTO TTIOU KATQYPAPOUV T pATLa Jac dev elval
ULO QVTLKELUEVIKN ELKOVA TNC TIpaypatikotnTac.
AVTIOETWC 0 EYKEWPAAOG LOC OUVEUALEL TIAN-
DOPOPLEC ATTO TA PATLA, JE EKELVEC TWV QAAWV al-
0BNoEWV UaC, TLIC EPUNVEVEL, TIC GUVOETEL, KAl
ME BAON TLG EPTIELPLEG MG, LOC OLVEL JLa ATt
AVTIANTITI €£LKOVA TOU KOOPOU TIOU BLWVOUE.




O Yuyoloyoc J. J. Gibson rou aoyoAeltat pe tnv
avtiAnyin tou avBpwriou (Perceptual Psychology),
KQVEL Evav SLaywpLouo TN¢ ELKOvA TTou TipoBaMetal
atov aupBAnatposldn pac (uia dtadtaatatn anel-
KOVLON TOU KOOLIOU), 0 OTTOLOC THV 0vOoLaadE «Visual
field», aro tnv vontn dnutoupyia mou cuvBstel tov
«visual world» ac, tov eikovi{ouevo koauo uac.

To visual field clval arrotéAeoua Tov QWTOC TOU
slocpyetat ota pyata pac. O visual world, ouwc, €p-
LUNVEVEL QuTA Ta LOTIBA GWTOC WC Lia TPAYUATIKO-
tnta. ‘Eroy, o visual world sival uia eppunveia tn¢
moayLuatkotntac aAda oyt n idta n mpayuatkotnta.



THEORY







CULTURAL

> TNV Katnyopla twv cultural avkouv OAEC OL TTOALTLOLL-
KEC OXEO0ELC TIOU pac ELOAYOUV O€ pla Kataotaon ppUoL-
onc. E€etalovtal avOpwTtoAoyLKa KAl AcoypopLKa Kal
£XOUV AUECN OXECN ME TOV TIOALTLOULKO KWOLKO TOU Y P1)-
otn.

EtoL, Topelc ava@opac yla pla ETituynUeEVN arnodoon tTwy
cultural semantics armoteAouv n avBpwrttioAoyia, n Aao-
VPAWLa, N LOTOPLA, N EEEALKTLKN ETILOTNMN KAL (PUOLKA OL
TIOALTLOTLKOL KAVOVEC TNC UOVTEPVAC KOLVWVLAC KAL O TIO-
ALTLOPLKOC KWwSLKAC TOU aTOUOU.

‘EXELVAKAVEL PE TA EAAYLOTA X APUAKTPLOTLKATIOU
xpeLaletal eva setting yLa va mtapeyEL PLOL OUYKE-
KPLUMEVIN EUTIELPLAL.
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H katnyopla, AoLmtov, twv cultural pag divel tnv popwn twv semantics KAL GE EVA YEVLKOTE-
PO TTACLOLO UTTOPOUV VA EKPpacTOoUV oTttLKA [visual cultural semantics] n akouvotika [audible
cultural semantics].
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AIZOHTIKH KAI NOAITIZMIKOZ KQAIKAZ

[TOALTLOPLKOC KWSLKAC TOU ATOPOU ELvAL TA TIOALTL-
OTLKA AVAYVWPLOTLKA TToU £E€TACOUV TLC CUVBNKEC
TOU aTOPOU PE Baon SLAWOPETLIKEC TITUXEC, OTIWG
O TOTIOC, TO YPUAO, N YUAN, N Lotopla, N YAwoodq, o
0€EOVAALKOC TIPOCAVATOALOPOC, OL BPNOKEUTLKEC
TIETTOLONCELG, N €BVIKOTNTA KAL (PUOLKA N aLoBntt-
KN TIOU QVapEPAPE OTLC AOYLKEC OXEOELC.

R 1 S E O F T H E

: _— , , TOMB RAIDER
H epappoyn tng atoBntikng mepa aro TLG TeXVE,

ODLOKETAL KAL OE TIOALTLOTLKA QVTLKELPEVQ, OTIWC EL-
VAL OL OTAUPOL N Ta EpyaAela TNC KABE KoLvwvLac.

A ZTESC T ONATTIUWUMH : \
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AIZOHTIKH KAI NOAITIZMIKOZ KQAIKAZ
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MEAETH KAI TIEIPAMATA
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THE NAKED TRUTH

LOBBY

HOTEL LOBBY Beige LWarm Colors
HOSPITAL LOBBY Negative Tfeel ings B&l,Negative Colors
PRISON LOBBY Negative fTeel ings Black Metal lic Sounds

ROOM

PERSONAL BEDROOM
HOTEL ROOM

HOSPITAL ROOM
PRISON ROOM

AUTN N OPJOLOTNTA OTLC ATIAVTNOELC VAL AUTEC OL OUOLOTNTEC OTOV
TTIOALTLOMLKO KWOLKa Ttou payvoupe va Bpoupe






Sc

NARRATIVE SETTING ACTION

Ta scenery Ta TIEPLYPAPOUUE HE pLa AeEN TIOU AVAPEPETAL KUPLWCE OTO
OTITLKO, AAAQ OTNV TIPAYUATLKOTNTA Ta scenery semantics €lvat aueoa
ouVOESEPEVA PUE TN SLASLKOCLA TOU a@nynNUATtog KAL KATta pla aroyn aro-
TEAWVTAC EvaTIaLSL Twv AAWV KatnyopLwv. Elval To GUVOALKO GTRGLUO

TOU setting, Ttou Ttailpvel tn popwr aro to Cultural kat Ttnv AoyLKr),
arto to Logical.

Tascenery semantics, TieplAapBavouy, AoLtov, Tn SLadlkacila tou apnyn-
uatoc [ narrative KdlLTo «OKNVLKO» [setting| tou mtatyvidlou. To OKNVLKO
[setting] elval EKELVO TTOU CUVSEEL OAA TA UTIOAOLTTIO OTOLYELO TOU TTALYVL-
SLou (elements & assets) kal pe tn BonBesla tou apnynuatoc [narrative],
n §paon ylveTal pn atorn.

0 OKNVLKO [setting], BampeneLva epyetal o€ cLUPWVLA, pe Ttn dpaon [action],
WOTE Va artod0BeL N EPTIELPLA TTOU EXEL WC OKOTIO [TO setting].




Sc

NARRATIVE SETTING ACTION

TOo OKNVLKO [setting] kaiL n épacn [action]
AELTOUPYOUV KAAUTEPO CAV OXEDN.

triggers

TO OKNVLKO €VOC TTaLYVLOLOU [setting] TtepL-
AapBavel, tov opilovta, OAa ta otolyEla
TIou dLapBpwvouv r Sopouv To TEPLPAA-
AOV, TNV ATUOCPALPQA, TOUC TIEPLBAAOVTL-
KOUC NXOUC, TA ELOLKA EPE TIOU TIPOOSLE0LV
«TO BABOC» KaL OAQ TA ETIL HEPOUC OTOLYELA
TOUC [aVTaVAKAAOELG, NYNTLKA £YE, UALKQ
KATL.].
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NARRATIVE SETTING ACTION

H katnyopila, AoLTtOV, TWV scenery GTAVEL
TO OKNVLKO [setting] TTou armoteAsital Ao
ta logical kau cultural semantics.

visual scenery semantics audible scenery
semantics
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VISUAL SCENERY SEMANTICS

Y€ Ula oKnNvn TNC pEoNC avatoAng, yla mapadeLyua,
n okovn otov opilovta, Elvatl okovn otov opllovta B Ae O Z
ylatl pe Baon ta cultural semantics auto euTtimnTel
O€ pla TeEToLa avatoALKr) oknvr aAAa n UTtapén tne
eKEL €lval To scenery semantic, Ttou pag dlvel Ba-
Boc kaL otnv ocuvexela dnuLoupyel tov opilovta

TNG OKNVNG.

KAOOAHIHZH TH
APA2H2

O oupavocg €rlong, n popwn tou elvat cultural SETTI NG M H ATO”O

semantic aAAQ n UTtapEn Tou €KEL €lval scenery
semantic KaOBw¢ YwpLc oupavo n oknvn Ba epolads
OXL JOVO TTapaAoyn aAAQ Kal atoTn.
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VISUAL LAYERING THEORY (VLT)

ENEPIA ENINEAA NMAGHTIKA ENMINEAA
HIGH SEMANTIC VALUE MOTION NO MOTION
3RD ACTIVE  TREES
PROTAGONISTS
IDENTIFIERS LOCALITY ESBE&ES :
SUPPORT GENERA[ SHAPES & OUTLINES
PROTAGONISTS COCALITY e
SKY
MOTION 25 oo it ATMOSPHERE  MOUNTAINS

ON THE BG  HALL  WITH PRIMARY FAR SEA
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VISUAL IDENTIFIERS

OCCLUSION

BLUR/HAZE

SIZE

LINEAR PERSPECTIVE

SHAPE FROM SHADING
FOCUS ORACCOMONDATION
MOTION PARALLAX

ok !:.-n-l ' u
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AUDIBLE SCENERY SEMANTICS

ESw avnkouv OAoL €KELVOL OL NYOL TIOU OTIWC Kal ota visual

scenery semantics n uopn touc kabopiletalt wc audible cultural
semantic aA\a N UTtapén Toucg EKEL ATTOOKOTIEL OTNV dnuLoupyla

ULO OAOKANPWHEVNC EUTIELPLAC.
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AUDIBLE SCENERY SEMANTICS

SOUND EFFECTS
LAYER

VOICE
LAYER

MUSIC
LAYER

AMBIENCE
XOL TIOU OUVOEOLV TOV TIALKTN

e TV tomobeata.

Bpoyn, aEpac, to Bpolopa Twv
(PUANWV 0€ eva 6a00C, NYOL OW-
LQTLWY KATT.

FOLEY SPECIALSOUNDEFFECTS
NXNTIKA €QE TIOU TIPOEPYOVTAL INYQAVEC, OELPNVEC, EKPNEELC, TTU-
ATTO TO CWHQ, TA XEPLA, TIOSLA KAl DOBOALOPOL KAl QAAQ QVTLKEL-
DOUYXLOWO TOU XAPAKTNPQ, OTIOTE JEva TIou 0gv Bplokovtal Ttavw
KOL AUTOUATWCE £XOUV PLa (pUOL- OTOV XAPaKTNPa

KN UTIO0TaOoN.

OTLONTIOTE AKOUOTLKO ATIO APrynon, HEXPL SLAAOYOUC YOPOKTN-
DWV, PWVEC OE ELKOVLKEC ETTLKOWVWVLEC (ACOUPUATO KATL.) KOl OTO

DASLOPWVO.

EXEL TIOAATIAEC UTTOKATNYOPL-
€C OTIWC ta drums, Ta high kat
low pitched opyava, ta eyxop-
o0 KaL GAAQ.

SOUNDTRACKS Ermeldn dev exyouv oxedov Tote

(PUOLKN pPopen o€ avtiBeon
UE Ta sounds effects (NyNTKa
£(Pe), oLVOEOVTAL APPNKTA e
Vv &pdaon TNC okNvNc, OTIOTE

KAVOULV TO TILO QUECO TIEPAOHA
ota experiential  semantics
TTOU N 6pacn TalpveL TNV KU-
oLa Beon
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AUDIBLE SCENERY SEMANTICS

YTIAapyeL pla peyaAn opolotnta peta&l twv NYNTIKWY layers ota
TIaLyvioLa Kat TLE TALVLEC, Y€ pla peyaAn Stagopa: ota tatyvidia ta
TTavta elval getaBAnta kat SuvapLka e facn T SpAcELC TOU Tal-
Ktn. ETtoL avtl oAoL oL oL va glvat eva evottolnuevo soundtrack
Ttou Ttatdel kata tTn SLApKeLa TNC okNVNC (scene, setting), ottwc Ba
NTAvV O€ pila TawLla, oL oYeSLAOTEC TTaLYVISLWV Tipoypappati{ouv
XWALASEC NYOUC, WOTE VA AELTOUPYOUV CUVEPYATLKA OE TIPAYUATLKO
XPOVO.

Apa N MOUOCLKNR SNULOUPYEL TNV aTpoo®aLpd, TA NXNTLKA EPE
TOV KOOGMOG, OL (PWVEG TOUG XAPAKTNPEG KaL OAa pall cuvOETou
TO CUVALCONUATLKO BLWHA TOU TTALYVLSLOU.






[TOAAEC POPEC OL TIALKTEC KATA TNEC SLAPKELA TOU gameplay attoKAL-
VOUV arto TNV POr) TOU TTIaLYVLOLoU KAl TIPAayUatoTiolouV Kata pla
artoyn sightseeing peca oTov ELKOVLKO KOOUO

Ta YapAKTNPELOTIKA AUTWY TWV XWPWV TIOU TA KAVOUV TOCO TIPOOL-
TA €lval OAEC OL KAtNyopLleCc Twv semantics TTou exoupe SEL peXPL
Twpa.

EtoL dtakplvoupe SUo Katnyopleg experiential semantics.

1 / MaOnTLKN PTteLpia TTou To TIEPLBAANOV EpxETal
TIPOC TA EUEVA KAL ATIOTEAEL Pla cuVBEON TWV OAWV TIPONYOUUEVWV
Katnyoplwv. Elvat n dpacn tou tepLBarovtoc.

2. / EVEPYN EMTMELPLA. X€ €va TtalyVidL TIou elpal
EVEPYOC Kal TO TtepLBAAAoOV aMnAemSpa ue Baon mn 6pdon Pou
(6paon-avtidpaon). H dtadpacn evicyUeL tnv eutieLpila. Elvat n &t-
adpaocn tov TepLBailovtod.



AedopEVoU OTL O€ AUTO TO setting o Yapaktnpag &L-
VaL 0 BACLKOC SEKTNC TNC EUTIELPLAC KAL ELVAL OUVU-
(PACPEVOC PE TLC EVEPYELEC TOU TIALKTN, OTLONTIOTE
TIPAYUATOTIOLELTAL, OTNV KAtnyopla Tou experience,
eCetadetal W TIPOC TOV XAPAKTNPQ, TOV TIALKTN Kal
TNC OYEO0NC TTOU AVaTTtUooeoal PETAEL TOUC.

[La Ttapadelyua, Bplokoual o€ pyia tapaAla.

Av elpal Kkovta otnv BaAacoa, Bplokopal peoa otnv Ttapaiia dnAasdn, 8a BAETwW Kat
Oa akouw tnv BdAacoa. Oa akKoLW TOUG NXOUC TWV KUPATWY, EVa YAOQPO TIOU TIETAEL,
O0a akovw tn pouvokn arto to dLrtAa beach bar kat 6a BAeTw ta xOLAd XOUTT TTOU TTAL-

(OoLV... oTNV TIpayuatikn (wn, Oa AapuBavw HUPWSELEC ATIO TNV KAVTLVA ATIO TILoW. Eyw
HEVW TIAONTLKOG KaL TO TIEPLBAAAOV EPXETAL TIPOG TA EUEVA.



1 Opwc n eptieLpla v otapatacl ekel. ESw elval Ttou €pyetal N duvatotnta tne dtadpaocnc
OXL YLa Va SNULOUPYNOEL pla katvoupyLa katnyopla aAAQ avtlBeTwe yLa va eVIoYUOEL TNV
N&N TTabNTLKN uTtapyouoa.

>TO Tapadelypya pe tnv Ba-
AQOOQ v O TIALKTNG oNKWOEL
Kal kKlvnBel tpog tn 6aAhacoq,
KAl aroacioel O0tL BEAEL va
UTTEL JECQ OTO VEPO TO TTALYVL-
oL Ba TOU TTAPEXEL TNV EUTIEL-
pLa Tou

'VICO SPIGOLA

[Tawyv
TOTNT
AVTLK
KLVNO
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PART 4 VMIATRIX




Welcome

> TO TETAPTO PEPOC TIpooTiaboupe va padehoupe OAN TNV Bewpla TTou SNULOUE-
vNOnNke kata to Project Nyx, Kal va TNV 0pyavVWOOUUE O€ EPYAAELO WOTE VA UTIO-
PEL VA XPNOLUOTIOLELBEL yLa TOV ATIWTEPO OKOTIO TNC EPEUVAC TIOU £LVAL N AVO-
AUCN UQPLOTAPEVWYV KaL O OXESLACHOC VEWY XWPWV.

Me tnv yvwaon tou Project Nyx o oxedLaotn ¢ r apxLTeKTovac exeL Nén TNV duva-
TOTNTA VA AVOAUCEL KAl OXESLACEL YWPOUC UE Baon tnv Nyx Theory of Semantics
(NTS) aA\a ota mAailola tou Proejct Promenade, To tape eva Bnua maparnepa
LUE TNV CUYPWTNUEVN dnuLoupyLa EPYAAELWV OXESLAOUOU KAl avaAuong JUE TNV
uoppn ptac oxedlaotikne YAwooac (Design Language), tnv . To ovopa
rinyadeL amo TLE YVWOTEC TALVLIEC KAL TNV BEpatoAoyLac Toug EQOCOV N Xpnon
TNC YAWOOAC ELVAL N ETILTUYNC ATtOS00N PLAG EPPUBLOTLKNG EUTIELPLAC TTOU ATTIOP-
DOPAEL TOV XPrOTN O€ pla vea TEXVLTN TIPAYUATLKOTNTA.

Onwc eldape, N xpron TNC KUUALVETAL ATIO OV YPATITO AOYO UEYPL TOV OXESLA-
OUO TIALYVLSLWY, TALWVIWVY KAl (PUOLKA APXLTEKTOVLKNC.

KaAwonpBate otnv



TUTORIAL

technical view

light

direction
light

X-object

Input

function
object

white
light
RGB
blinking
light
fast
rate fast
blink
variable input

oright

intensity
white

low
opaaty — oW
Intensity

bright

Cu
Sc
simple view \
Xp
light
‘ + A\ ¥
*<>*
X-object



TUTORIAL

compact view puzzle view

whit
color intensity
white
light )
opacity
blinking blinking
light
*
X-object
to X-object thus its generic, can
refer to a category
X-object

this node indicates a towards dual function
(See next page) which in this case is a combina-
tion of logical and scenery

Cu

Yo




TUTORIAL

Important call

for example, here, the goal be-
longs to the Lg category, as we are
trying to make a logical conec-
tion of the call, its importance, the
phone, and the person

light

person
* ok
running
soun:

background

fast

running

increas-

ing

volume

—————

camerda

telephone

ringing
sound

direct
direction

bottom
left

framing

rec
color

Lg Cu

\_ _J \_
( R
Yo Xp
\_ _J
get red
color —

As we saw above, in compact view the input is embe-
ded to the funtion represetation. In that example the
color red is a cultural category input (generally inputs
are predominanently cultural as they are refering toe
the form and appereance of the semantics) and get
color is a scenery function as it shapes the view of
the scenery/setting witht he help of the cultural forms,
but functionally serves in a scenery way as we have
established by now. That way, in the compact view of
MATRIX we combine them and we shows the cultural
“color” in the middle with bold and the category col-
or and the scenery function “get color” as the outer
box. In that essence, the input is the child of the parent
function get color.

*k

this is a dual function, “running” which has two at-
tributes. It is a LOGICAL semantic, connoting the im-
portance of the call and an EXPERIENCIAL by being an
olailelg}

Furthermore, in that specific case, the sound function
(a seperate one) is an immidiate child of the parent
running function and belongs to the cultural category
thus we indicate it with bold letters (funtion) and cate-
gory color inside the parent for the compact view.

Ak A

towards

Indicates direction of the funtion in space and the col-
or of the node indicates the category of the action.
Most of the times it will be a normal dual logical/scen-
ery function. Logical for the meaning this funtion ex-
pressed and scenery for the placement in space. In
compact view this function



TEST CHAMBER

profiling

lights placement color
monitors %-a mera 322;22 glass window viewing test area
ootage
control room
blue on
color placement desk i
walls orienta-
. tion video
(whiteboards
( mugs
(boards or (Lnotes
placement
(papers
tv

orienta-

displa
Puid tion video

calcula-
tions




This IS

OAN autn tn TANPOWYOPLA TN CUYKPOTOULIE
LBALOBNKN 0LUVAPTNOEWVY, XWPLOWE-
VEC UE BA0N TLC KATNYOPLEC TIOU AVIKOULV.

oc pLa

> KEPTELTE TO 0QV VA ULKPO AEELKO TTOU OU-

VEXWC €

npoypd
AOTLKNN

KOL OLVOETIKN YAwooa

UTtAouTidetal. Omwe OTLC YAWOOEC
JUQTLOPOU €T0L KAl Otnv oYedl

|

BLBALOBNKN €lval To onuelo avagopa via

TNV AeLtoupyla Kat ypnon

TNC KAL ATTOTEAEL

EVA EPYOAELO OXESLACPOU KAl VA UEOCO OU-
VKPOTNHEVNC UEAETNC TNC.



FUNCTIONS LIBRARY

logical culture

, [Xxx| most inputs
framing o
Materials
XXX references
viewing in 5¢ &
functions

variables with Lg anad/or Cu
qualities that amplify their im-
portance and logical semantic
(variab/e ) value

quantity
functions

variable

variable

variable

scenery

get XXX XXX
color 4@ get color get material

display
XXX

XXX location
In S¢ functions

L g/5¢C pure 5¢
direction direction

Xp direction
towards which comes
after an ac-
tion Xp func-
tion. e.g.

XXX

placement

towards

simply as a
dual func-
tion

XXX

{ XXX

functions
that indicate
an action



H o€ kaula neplmtwan dev Bewpeitat oAokAnpwuevn, map’ oA" auta 0w PAavNKEe KAt aro 1o Proj-
ect Promenade, ewvat o€ Bean va ypnauuorolelBel anotedeauatika. O OKoroC autou TOU TETAPNTOU UEPOUC
WC KatarkAelda tnc epeuvac ekvwvtac aro to Prokect Nyx ueaw tn¢ Nyx Theory of Semantics (NTS) &wC
0 Project Promenade, lval va Beast ta Bepedia yia UETETETa UeAETn Kat avamtnén voc mpoypauLatoC
VLa TNV areikovnan kKat TeAtkn xpnan tnc MATRIX, Tou mooc To mapov EEPEVYEL amo Ta 0pLa QuTrC TN¢
£pEVVAC.
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