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MEPIAHWH

AVTIKEIUEVO QLTAG TNG MEAETNG cival n Sigpedbvnon TwV
OXESIAOTIKQY  TTAPAPETPWY TTOL CLVEEOLY TNV APXITEKTOVIKR UE
1O video game, eEeTalovTAC TA PECA KAl TIC TEXVIKEG TTOL SIETTOLYV
TOLG SO KAASoLG. EmixelpeiTal YiIa avaAvon Kal cLYKPIoON TWV
OLVIOTWOWV TNG JPXITEKTOVIKAC CLVOEONS OTTWG TN YVWPEI(OLUE
ONUEPA KAl TNG oLVBEONC VOGS video game, e KOIVH TTIOORANUATIKN
TNV avadlntnon TNG XWPIKAG TToIoTNTAG.

APXIKA, avaAbeTal TO QAIVOPEVO TV video games kal
eTTAKOAOLOA N eEENIEN TOLG aTTd TO SICSIACTATO OTO TPICSIACTATO
TEPIBAANOV KAl TNV €IKOVIKA TTPAYUATIKOTNTA. H Siddoor Toug ot
oLvoLACUO We TNV €EENIEN TNG TEXVOAoYiag, odriyncav oTny avénon
TGV OXESIACTIKQV KAl XWEIKWY ATTAITACEWY, UE ATTOTEAECUA O game
designer va LIOOETEl APXITEKTOVIKEG EVVOIEG KAl PEBOSOLE XWPIKNG
avamapdoTaong, eCeAicooviag TAPGAANAG  Ta  TpIoSIAcTATA
AOYIOUIKA TTPOG TN SNUIOLEYIA TTPWTOYVWPEWY XWPIKWY EUTIEIPICV.
EmeiTa, mapaTiBevral Koiva Péoa avamapdotaong TV dvo Trediwv
pe TTapadeiypata, OGS KAl TEXVIKEG €vioxLoNg TNG XWPEIKAG
EUTTEIDIAG.

Ev ouvexeia, akoAovBei pia Mo evoeAexNg eétaon Twv
KAGSWY aLT@Y, LTTO TO TIPICUA TWV AICONCEWY. AlEQELVATAI N
Evvola TNG €UPLOIONG, Ol TPOTIOI PE TOLG OTTOIOLG ETTITLYXAVETAI,
KABWC KAl N OXEon TNG eUPLBICNC PE TNV ATHOCPAIPA TWV XWEIKWY
Sopav. Mapatnpobue OTI N euPLBICN £vOC XPNOTN OTO SOUNUEVO
TEPIBANNOV EXel AuEDN OXEON e TN S1Ia8PACTIKOTNTA TOU.

YTO ETTOUEVO KAl TEAELTAIO TUAWCA TNG £OYACIAG, PEAETQOVTAI
ol TpoOTToI SIa8PACTIKNG OxediaoNng KAl TNO CLYKEKPIUEVA TO €i60g
AOYIGHIKOD TTOL XONCIUOTIOIE N PlopNXAvia TwV video games yia Tn

SnuIovpyia ToLG. AvayvwPEIiCoLE OTI TA VEQ LTTOAOYICTIKA
TTOL TTAEOV eival SI0BECIUA SIABETOLY TIPWTOTTOPIAKES SLV
Ol OTTOIEG UTTOPOLY VA CLURAAAOLY BETIKG OTN BEATIOON TN
euTTEIRIag. Epopuduevol amd autd, oToXoG €ival va KATAE
TOOTTOLG E TOLG OTTOIOLCG UTTOPOLYV VA EMWPEANTOLY TO ETTAY
TOL APXITEKTOVA KAl va eviaxBoLv TOCO OTh SIaUOPPGON
QPXITEKTOVIKOL £0YOV, BCO KAl OTNV ETTIKOIVGVIA TOUL HE TO XPNOT

ABSTRACT

The subject of this thesis is fo investigate the designing poror_n'_é’r@rs“k
that associate architecture with video games, while examining the .
techniques that govern them. It attempts an analysis and compari-
son of architectural design, as we know it today, with game design,
in pursuit of spacial quality. =
Initially, the phenomenon of video game and its evolutlon
is analysed, from 2D to 3D spaces and virtual reality. Their signifi--.
cant appeal along with technological progress, erased the n_eedr
of more complicated spaces and design methods, leading game o~
designers to embrace architectural methods of space representa-
tion. Over tfime, game designhers managed to develop 3D pro—
grams for the creation of unique spacial experiences. =

Subsequently, it examines more thoroughly the Twca_ﬁe“lgg_m
considering the sence of atmosphere. The concept of mé
in a built environment arises, as well as the means to ochleve‘IH|
its connection to interaction.

The last part of the thesis studies professional software used |
by the video game industry, that has a multitude of new possibili
ties that could affect positively spatial experience in architecture. ‘ g
After studying those systems, the purpose is to manifest productive

ways to benefit not only the architect’ s creations, but also its inter-
action with the user .



EIZATQIH

Y70 eKivnua TOL 2100L AIWVA, N ETTAVACTACN TNG TEXVOAOYIAG
TV TTANPOPOpPILYV beixvel va éxel dieicdvoel oe Eva evPL PACUA
medSicov. H eVOUATWON TV WNQIAK®V TEXVOAOYIRV OTN SIASIKACIA
TNG oLVOECNG KAl AVATTAPACTACNG TOL XWEOL TEIVEI VA SIAUOPPOTEI
TO QPXITEKTOVIKO £EQYO OXI HOVO OTOV PLOIKO KOCUO, AAAG KAl OTOV
wnoelakd. O XwPOog Tou videogame aTroTeAEl xapaKTNPEIOTIKO
TAPASElyUa COYKAIONG TOL PLOIKOL KAl TOL WNPIAKOL KOTLOU.

To videogame ocvvéudadlel TNV TéXvN PE TNV TexVOAoyia
Kal TNV WLXOAOYIA TTPOKEIUEVOL VA KATACKELAOE! EUTTEIDIEG TTOL
va €UTTAEKOLY TO OULVOAO TWV AVOPWTIVRV alioBnoewy. Qg
WOXAYWYIKO PECO PETATOTTICEl TO TTAIXVISI ATTO TOV (PULOIKO XWEO
otTnv  08Ovn TOL NAEKTPOVIKOL  LTTOAOYIOTH  TTIPOCPEOOVTAG
TTPWTOYVWPEES SLVATOTNTES KAl EUTTEIRIES. H eAKLOTIKOTNTA eVOG Vvid-
eogame e€apTdaTal Aueca Ao 1o PABUO OTOV OTTOI0 KATOPOWVEI
TNV euPLBICN TOL TTAIKTN, TNV CiICONON TTapouvaoiag Tov, SnAadn,
OTOV €IKOVIKO KOOUO PE TOV OTToio Siadpa.

H Snuiovpyia evog TTePIBAAANOVTOG TTOL ETTEVEQYEI UE ALTO TOV
TOOTIO OTO ATOPO ATTAITE ATTO TOV OXESIACTH VA CLVEKTIUNCEI KAl VA
OLYKEPATEITIC CLVIOTWOEC TTOL OTOIKEIOOETOLV TNV ATUOCPAIPA VOGS
XWPEOL KAl KATA TTOCO ALTA TTIPOKAAEI Ta eMOLUNTA CLVAICOAUATA,
AVAAOYQ WE TO €i60C TOL TTAIXVISION. H XWPIKA opydvwon, N KAIWaka,
Ol AVTIBETEIG PWTOC KAI OKIAG, N OPIOOETNON UEC G TOL APXITEKTOVIKOV
AEEINOYIOL EXOLV PEAETNOEI Kal TTAEOV ATTOTEAOULV I0XLPA £pYaAEia
TV oXedlaoTROV videogames.

YTOV avTiTtoda, Ta €pYAAEia Kal Ol TIPAKTIKEG Oxediaong TNG
Blounxaviag Twv videogames £ExoLv TTOAD TTPOCPATWS EeKIVOEl va
HEAETCVTAI OE akadnuaiko emmiedo. MEakTIKEG oI oTToiegc SuvavTtal

OTO PEANOV va e€eNIEOLV TOV TPOTIO TTOL O APXITE
Kal oLvBétel, afloTTolVIAg TO OToIxEio TNG Sid
TEXVOAOYIAG AIXUNG TTPOG TN SNUIOLYIA TTOIOTIKOTER

H mapoboa gpyacia TTpayUaTevETAl TO QA
eogame, Ue YVOUOVA TA KOIVA OTOIXEID UETAEL
oxedlaopoL evog videogame kal TNG APXITEKTO
Emixeipeital n Sigpebvnon TV TOOTIWV E TOLG OTTOIC
UTTOPE VA ETTPEANDEl ATTO TN UEAETN TOL AAAOUD,
oTO XpNoTn 600 KAl OTO OoxedlaoTtn. Emera amo
TV OXESIACTIKQV PECWV KAl HEBOSWY TTOL XENOI
AuPOTEPA TA TTESIA, OKOTIOC €ival n Sle€ay@yn G
yIa TIG VEES SLVATOTNTEC TTOL UTTOPEI VA AEIOTTOINCE
TTPOC TNV AflIoAOYNON KAl REATICOCN TOL £€PYOUL TOU.



] To Video Game

H avamrtugn kar §1a600N TV NAEKTOOVIKGY LTTOAOYIOTWV
ETEPEPQAY  PETAPOAEG  HETAEL AAWV KAl OTOV  TOpED  TNG
pouxaywyiag. Ta video games, TPOoIOVTA AiXUNG TNG WNPIAKAS
TEXVOAOYIAG KAl KOLATOLPAG , £XOLV TN duvaTOTNTA VA eKPPALOLY
KAl va SIQUOPPVOLY TIG CLYXOOVEG KOIVAVIKEG TIETTOIONCEIC
KAl CLUTTEQIPOPESC OXETIKA HE TNV AVIIANWN TV XWOEWV TTOL
avanapioTouy.

EKTONICOOVTAIOTOV WNPIAKO XWPO, 0 OXESIATUOS TOL OTTOIOL
eTNEEALEl KAl XaPAKTNPEIZEl TNV TTOIOTNTA TOL TTAIKVISIOD, AVAAOYWGS
OTTWG £va KTNHPIO eTTNEEALEI TNV WLXOAOYIA KaI TN §0aoTNEIOTNTA TOL
XPNoTn ToL. To OTOoIXEIO TNG KivnOoNG TOL TTAIKTN O CLVOLACUO UE
TN S1IA80ACN KAl TNV EUTTAOKA TV AIOBONCE®Y TOL CLYKQOTOLY TNV
EUTTEIQIA TOL XWPEOV.

MNapakATw Ba eEETACOLE TO Video game WS pIA TTOADTTAOKN
SO TTOL ATTACXOAEI TTOAAD ETTIUEOOLC ETTIOTNUOVIKA KAl KAANITEXVIKA
media. ©a avaALOOLUE TA £pYAAEIa Kal TIC OTPATNYIKEG TOL video
game design o€ CLOXETIOPO [E ALTA TNG APXITEKTOVIKNG oLVOEONG
KAl ©a PEAETACOLLE TO KATA TTOCO PTTOPOLME VA avapepBoLUE OTO
video game wg £va apXITEKTOVIKO KATAOKELAOUA.
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1.1 Neprypaegn Tov Video Game

To Traixviél eival pia Aeirovpyia n otmoia avekabev cLVOSeLE
TNV avOp®TIIVN KOIVWVIA KAl XPNOIUOTIOIEITO yIa TNV yuxaywyid
Kal eKTOVWON ToL TTANBoLG. O1 KAVOVES KAl TA €N TV TTAIXVISICOV
AVTIKATOTITPICOLY TA XAPAKTNEICTIKA TV KOIVAVIWV ATTO TIC OTTOIEG
TNYAZouy. To NAEKTPOVIKO TTAIXViSI, TO ELPEWCS ATTOKAAOLEVO Video
game, aTtToTEAE TTPOIOV TNG CLYXPOVNG KOLATOVLPAC KAI TEXVOAOYIAG,
TTPOKOTITEI ATTO ALTHV KAI AVATITOCCETAI COVAPTATE TV PECWY TNG.
Me Tov 0po video game evvoeital £va eIKOVIKO TTaIxVidl, TO OTToio
amaiTel TNV AAANAETTISPACN TOL AVOPWTIOL WE KATTOIA NAEKTOOVIKN
ovokevn. O TaikTNG TTailel €iTe eVAVTIA OTNY TEXVNTH VONUOCULVN TOL
LTTOAOYICTH, €iTE evAVTIA AAA@YV TTAIKTWY, JE OKOTTO va PBIwaEl pia
WOLXAYWYIKN EUTTEIRIA, CLVABWG PECW TNG ETTITELENG EVOG OTOXOU.

To video game €ival éva uéco Yuxaywyiag N KATaoKeLR TOL
OTTOIOL  YIa VA LAOTTOINGEI ATTAITEl TN CLVEPYATIA £VOC CLVOAOUL
EMOTNUOVIKWYV TIeSicov  kal Texvav. H paydaia avamruén Ttwv
TEXVOAOYIKQV PECWV SIELPVLVEI CLVEXWG OXI HOVO TIG SLVATOTNTEG
TOL, AANG KAI TNV eTTI6PACT) TOL OTN CLYXPEOVN KOIVGVIA. TIG TEAELTAIEG
SEKAETIEC N SNUOTIKOTNTA TV videogames £xel avEnBei EvTova Kai n
Blounxavia mapaywyng Toug ival eQIPETIKA TTPOC0S0(pOPa.

Eikova 3.

1.2 Emiépaon oto oLYXPOVO AvOpwTo

Ta video games xapakrtnpifovTal Kupiwg amo tTnv 1610TNTA
TOLG VA UTTOPOLY VA YIVOLV (EBICTIKAY, KAl VA KABNAWOOLY TOV
TIAIKTN KAVOVTAG TOV Va VIWOEl PEOPOG TOL TTAIXVISIOV. MPOKEIUEVOL
VA KATAVONOEl KAVEIG TNV ETTI6PACT) TOLG OTOV CLYXPOVO AVOPWTTO
gival avaykaia n JEAETN TGV AVAYK®V TIG OTTOIEC IKavoTTOolEl. To video
game TPOoRAAAEl TOV TPOTTO PETAROANG TNG TTPAYUATIKOTNTAG, TOV
TTOAOTTAOKO SNACdA 1I0TO TNG AITIAC KAl TOL ATTOTEAECUATOG HEC
TOL OTT0IOL OAQ cLVEEOVTAI PETAEL TOLG. H avamrapdoTacn AVLTAG
TNG cLVEECNC ETTITLYXAVETAI HECW TNG e€epedvnoNng. O XPNOTNG EXE
TN SLVATOTNTA VA TTEQLINYNOE OTO XWPO, VA TTPOKAAETEI AITIEG KAI VA
TTAPATNENCE TA ATTOTEAECUATA TWV EVEPYEIRV TOU.

KaBe kivnon Tou Taiktn SIaUoP@VEl TNV TTAOKN, SivOVTAg
AVTIKPLO WA OTIC TTPAEEIG TOL KAIKABICTWVTAC TOV iSI0 EVOPXNOTEWTN
TNG eutelpiag Tou. O TTAKTNG avayvwEilel TG O ATToPATEIS TOL
emmnpealoLy TNV EKBAcn TOL TTAIXVISIOL KAl KATA CLVETTEIQ CLVEEETAI
pE aLTO cuvaloBNUATKA. O SIadPACTIKOC ALTOG XAPAKTHPAG TWV
video games eival kal 0 {DTIKOG TTAapAyovTag TNG ATTNXNONG TOLG.

H eAevBepia TTOL TTPOCPEPE ALTOL TOL €ib0LS N Sidpaon
EXEl SNUOKPATIKOTTOINCEN TN pLON TNG APHyNoNg, LTTO TO TTPICUA
TNG eVOWUATWONG TOL TIAKTN COE PIa SIASIKACIA O SNUIOLEYIKA
amo aALTAY TNG ATTANG «avayvongy. O cuvbLACPOG TOL PACIKOL
afova aprnynong Kal TWV TIPOCWITIKWY ETTIAOY@Y TOUL TTAIKTN
ETTIPEOOLY TNV TTAPAYWYN SOUIKA TTOALTIAOKOTEPWYV apnynoewy. Ol
ATTOPACEIC TTOL TTAIPVEl O TIAIKTNG EVTOG TOL EIKOVIKOL KOTHIOUL TTOAD
oLXVA ATTEXOLY ATTO ALTEG TTOL Ba ETTAIPVE OTNV TTPAYPATIKE {wn,
5PWVTAC WG O £ALTOC TOL. ALTO CLPPRAIVEN SIOTI O TTAIKTNG PTTAIVEl
oTn 660N TOL XAPAKTAPA ToV OTToIo XelpileTal. Aaveiletal SnAadn
TIC JUVAMES KAl TIC EUTTEINIEG KATTOIOL AAAOL Kal §pa CLUPWVA UE
TO VONTIKO WOVTEAO TTOL AULTEG Slapopgavouy. Ta video games

IXESIAOTIKEG AAANAETTISOATEIG

“If you
cannot
influence
the game
state in
any way
you are
not play-
ing.”!

— Jesper Juul
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TTPOCPEPOLY TN SLVATOTNTA VA TTAPEI KAVEIC PiIcKA TTOL PAvVTAloLY
aAnBivd, aAAd XWPIG TIC TTOAYUATIKEG CLVETTEIEG. Eival kI AuTO €va
HEPOG TNG IKAVOTTOINONG TTOL AVTAE Kaveic ammd avtd. Na evepyei Je
aKpaio TPOTTO Kal TTap’OAQ ALTA va VIKWOEl ACPAANG.

ITNV €TTOXN TNV OTToia SIavLOLUE TA Video games eKTTANPOLY
AVBPWTIIVEG AVAYKEG TTOL ETTI TOL TTAPOVTOG O TTPAYUATIKOG KOCUOG
Sev utTopei va IkavoTttoiNael. Moo gEPOLY UIA EDKOAN aTTOSpacn aTTd
TNV POLTIVA TNG TTPAYUATIKOTNTAG, TTAPEXOLY EMPROARELON PET W TOL
AlIoOAUATOC TNG TTPOOS0L, SIBACKOLY, EUTTVEOLYV, KABNAGVOLY, UaAg
(PEPVOULV TTIO KOVTA PE TPOTTOLG TTOL N TTPAYUATIKOTNTA ASLVATE.

Yuyxpovwg, Palouvv ToV TIAiKTN  ©oTn  Sladikacia  va
AOOEl TTIPORAAUATA TTOL PAIVOUEVIKA €gival AAvTa. H olyxpovn
Kolvavia xapaktnpiletal amo oAoéva avfavopevng cuveeTOTNTAG
TPoRAAUATA. H IKavoTNTAa evOC TTAIKTN VA €MALCEl Evav €K TTIOWTNG
oYews AALTO Ypipo, ot éva puzzle game emi TTapadeiyuar, Sivel
OTOV TIQIKTN TNV ALTOTIETTOIBNCN VA £0O&l AVTIUETWTIOC WE TA TTIO
TTEQITTAOKC TTPORAAUIATA KAl OTNV TTRAYHATIKE {odn.

H evaoxoAnon pe 1a video games eival TAEov  KATI
KABIEPWHEVO KAl KATAAQUPRAVEI ONUAVTIKO KOUUATI TOL €AELOEPOL
XPOVOL TOL CLYXPOVOL avBpwTIoL. Ta video games avTavakAoLY
TA XAPAKTNEICTIKA TOL CLYXPEOVOUL TTOAITICHOU KAl £XOLV TA UECA VA
SlapopPVoLY AICONTIKA TTEOTLTIA KAl TTPOTLTTA CLUTTEQIPOPAG.
Me ta epyaieia ou SiaBétouv emnpedalovy SPAPATIKA TN OXEON
TOL AVOPWTTIOL PE TOV KOOUO Kal CLUPAANOLY OTNV KATAVONGOH
TOV.

B

<

1.3  H&€ENEn TV XWPIKOV SoHV

Tov 200 AIVA N £PELPETN TWV NAEKTOOVIKGWY LTTOAOYIOTWOV
Kal n ETTaKOAOLON AvVATITLEN TWV NAEKTPOVIKGWV TTAIXVISIV 06AYNCE
otnV 166a OXeSIAOUOL YNPIAKWY XWEWY Yia auTd. Eva amd 1a
TTOWTA TTAIXVISIA e YnpIakr oBovn ypagikwy ATav 1o OXO, 1o
OTIOIO XPNOIPOTIOINCE TN XWEIKA opydavwon TnG TpiAilag. To Tennis
for Two TTapOoP0oI®G ATAV PIa TTPOCOP0ION TOL fennis, TTOL OUWC
TTapovaoiale To TTalkVidl Ao pia TTAAyIa own. 'ETOI TTPOKEIUEVOL VA
TTPOCAPPOCTEl oTNV SiIcSidoTatn avarmapacTtacn eEAAEIPe TOLG
TTAPAYOVTEC TNG BECONG TOL TIAIXTN OTO YNATTESO KAl TA OPIA TOL
yNTTESOL KAl €0TIACE OTNV KivNon TNG UTTAAQG O€ OXEON WE TO SixTUL.

AVTIBETG, TTAPOPOIA LETAYEVESTEQA TTAIXVISIA tennis, OTTwC
10 Tennis kal To Pong atmeikovioay TO XWEO TTAIXVISIOL PE TN AOYIKA
KATOWNG, APAIPWVTAC TO CTOIXEIO TOL LWPOLS KAl OTIALOVTAC OTNV
Kivnon TOL TTAIKTN PECA OTO YATTESO TTROKEIUEVOL VA TTOOAAPEl va
XTOTTACE TNV PTTAAA. To 1962 SnuiovpynBnke To TTaIXViSI Space-
war, To otoio diadpauaTiloétay ot pia 0Bovn, elornyaye woTdCO
TO XAPAKTNPEIOTIKO TNG KLKAIKAG OULVEXEIAG TNG 0Bdovng, OTToL
OTAV &va QVTIKEPEVO EPELYE ATTO TN MIA TTAELPA TNG 0BOVNG
ETTAVEUPAVICOTAV OTNV AAAN. AUTH N TEXVIKN, TTOL XPNOIUOTTIOINONKE
yild vad avamapacTAoe TV armmepoTtnta  Tov  SIACTAPATOG,
LIOBETABNKE ATTO LETAYEVEDTEQT SNUOPIAR TTAIXVISIA OTTWG TO As-
teroids (1979) kar To Pacman (1981) kar €6woe Tn duvatotnta
avanTuéng TTOALTTAOKOTEPOL gameplay kKal CTPEATNYIKWV TTapd
TOLG TTEPIOPICPOVLGS TOL SICSIACTATOL WNPIAKOL TTEPIBAAAOVTOG.

MNa &va PeYAAO XPOVIKO SIAoTnua TNG TTPXIUNG I0TOPIAG
TV WYnPIaKkwV gamespaces, n dpdon Adupave xwpa oe pid
000vN. To €iSWAO TOL TTAIKTN KIVEITO £TTI TO TTAEICTOV OTO KEVO, O¢€ £va
XPWHATIOTO POVTO OTTOL £VVOIA TNG APXITEKTOVIKNG Sev LQICTATO,

IXESIAOTIKEG AAANAETTISOATEIG

Eikova 6.

Eikova 7.

Eikova 5.
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EVE N Kivnon TTOAYUATOTIOIEITO HOVO O¢ Evay Afova, KLPIWGS e€atiag
TEXVIKQV TTEQIOPICHMY TOL LTTOAOYIOTA. To Pac-Man ATav éva amo
TA TIPWTA TTAIXVISIA UE VA OTOIKEIWSES ETTITTESO APXITEKTOVIKAG, TN
Hop®n ToL AaPvpivBou. Eva xpovo apyotepa, To DonkeyKong
(1981) Tng etaipiag Nintendo £oTpewe TN UNXAVIKR ToL AaRLEIVOOL
atro kATown o€ TTAAYIA OWN, TTOOCOETOVTAG KATAKOPLPEG CLVSETEIC
KAl UTTOPQVTAG 101 va &¢ifel TTAEOV TNV KATARAON TOL TTAIKTN ATTO
TO £V ETTITTESO OTO AAAO.

To Defender eionyaye 1a kLAIOUEVA TTEPIBANOVTA (scrolling
environments), ota otoia n §pacn ocuvexIlOTAV O¢ TTEPICCOTEPA
amd éva TAATN 0Bovng. To Adventure avtioToIXa QVTILETWTTIOE
TOV XWEIKO TTEPIOPIOUO TNG UIAg 000vVNG XWEI{OVTAG TOV TLVOAIKO
XWOPO OF EMPEQLOLS SWUATIA KAl TTOORAANOVTAG Eva SWUATIO TN
PopPaq, SivovTag oTov TTaikTn TN SLVAVTOTNTA VA eEEPELVNTEI ELPEIT
mepIPANMovTa Tafibeboviag amd obovn o 0Bovn. Mia akoun
HEBOSOC SNUIoLPEYIAG KAl AVATTAPACTACNC ATTEPIOPICTWY KOOUWY -
SESOUEVRIV TRV TTEQIOPICHMYV TTOL £0€TE N TOTE LTTOAOYICTIKRA SOVALN
— LT EEE N atTopdkpLVoN ATTO TA YPAPIKA TTEQIRBAAOVTA. AVT' ALTOV
N TEQIYPAPN TWV XWPIKWV TTAQICIWV eKkPEalOTaAV ATTOKAEIOTIKA e
oTolxeia kepévou (text-based games). Maixvibia o6mwg 10 Colos-
sal Cave Adventure kal 1o Zork BAcicav TNV EAKLOTIKOTNTA TOLG
oTNV APNyNUATKA TOLG SLVAUN, SNUIOLEYWVTAG PAVTACTIKOLS
KOOUOULG.

KaBws oI NAEKTPOVIKOI  LTTOAOYIOTEC KAl Ol KOVOOAEG
yivovtav 1o 1oXued, £5paimbnke N XWEIKN YAWOOod oTa video
games, KAl XpNOIUOTIOINONKE YIA VA AVATIAQACTACEI TTIO ETTEKTATIKA
TePIBANMOVTA. 'EWG TOTE N Kivnon ATAV CLXVA O HOVOG TPOTIOG
S1a6paong peETaL ToL TTAIKTN Kal ToL gamespace. X1o PONG kal
10 Pac-Man yia mapdadelyua, To JOVO TTOL ETITEETTOTAV OTOV TTAIKTN
va kavel ATav va kiveital, Abtd AAAage To 1985 pe TNV KLKAOPOpPIa
TOL Super Mario Bros, OTTOL &va TPOCOETO KOLWTT EVIOXLOE

TNV KIVNOIOAOYIa TOL TIQIKTN HE TNV IKAVOTNTA AAPATOG. Evad TO
OLYKEKPIUEVO mechanic ATav JEco dpubvag oTo apxikd Mario, gyive
TENKQA éva BeUeNSES €I60C KivNONG KAl VIO PETETTEITA TTaIXViSIa. Mg
ALTO TOV TPOTTO SIELPLVE TO XWPEO TOL TTAIXVISIOL, KATESTNOE SLVATH
TN XPNOoN MO TTOADTTAOKNG CPXITEKTOVIKAG KAl KABIEPWOE Eva VEO
€idog aikvidioy, 1o “Jump 'n Run.”

AKOMN, TO Super Mario Bros xpnoluoTroince TO OTOIXEIO TOL
side scrolling yia va dnuiovpynoel pia Siaunkn Topeia mMAoLoIa o€
EUTTOSIA, TTPOCOETWVTAG TO OTOIXEIO TWV CLVEESEUEVV SWUATIV
TOoL Adventure via TNV ATTOKAALYN HOLOTIKOV EMTTOOCOETWYV
ETITTES WV EKATEPWOEY TOL PACIKOL gamespace, TTPOCPEPOVTAG
ammoAaLon OTOLS PIAOTIEPIEPYOLS TTAiKTES. KivoLuevol oe auTd Ta
TTEOTLTTA Ol SNUIOLPYOI NAEKTOOVIKGV TTAIKVISIV TA ETTOUEVA XOOVIA
eCENIEAV TIG 166G KAl TNV AIOONTIKA TV SICSIACTATWY XWEWY e
ATTOTEAECA TTIO TTEPITTAOKA KAl KABNAWTIKA TTEQIBAANOVTA.

IXESIAOTIKEG AAANAETTISOATEIG
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MNapdAAnNAa, oTIc apxég NG Sekaetiag Tou 1980 Eekivnoav va
avanTtbooovTal Ta  TpIodidoTata  video games. MpayuaTtiki
SuvaToTNTA £€€PELYVNONG TOL WNPIAKOL gamespace £YKAIVIAOTNKE
amo Ta maixvidia mou oxediaoe o Shigeru Miyamoto. To 1986 1o The
Legend of Zelda &puye amo Tov x Afova Kal TTPOXWENOTE OE JId
véa didoTaon. AvTi va avaykaletal AoITov O TTIAiKTNG va KIVEITAl o€
HIO KATELBLYON POVO, TTAEOV UTTOPEI VA KIVEITal KATd PoLANCN OTA
TEOOEPA onueia Tov opiovta. AvTagiol SIadoxoi ToL akoAoLONoav
AVATITOOOOVTAG TO AOYICUIKO TOLG KAl SNUIOLPYWVTAG ELPVLTELOLCS
Kal Mo S1a60a0TIKOOLG KOOUOULG.

Eival cagég g n eEENIEN OTN Sour TV WYNPIAKWY game-
spaces ocuvéieTal APENKTA PE TNV AVATITLEN TNG ETIOTAKNG TWV
vTroAoyloTy. O AvaTTapPAoTACEIS TWV EIKOVIKQV KOOU®Y KAl N
SuvaToTNTA TAOAYNONC TOLG KPELPOLV TICW TOLS AVAPIOUNTEC
YPQOUUES KWSIKA, WOTOCO ATTAITOLY TIARPN XWPEIKN Katavonon. H
petapaon amod TN SIodIAcTATN OTNY TPICSIACTATN AvaTTapdoTaon,
KABWSG Kal n  avamtufn TTOALTIAOKOTEQWY  AAANAETISPACEWY
oTa TAQICIA TOL TTAIXVISIOL ALENCAV TIC ATTAITAOEIG OTIC XWPIKES
TOIOTNTEG, KABIOTWVTAG TIC CPEXITEKTOVIKEC APXEC  ETTWPENEG
€QYaAgio yia Tn dnuiovpyia gamespace. H doun Twv gamespac-
€5 0OPYAVWONKE PE OKOTTO TNV £ELTTNEETNON TWV KAVOV®Y, TV Me-
chanics kal Tou €dovg ToL TTAIXVSIOL KAl SIAPOPPWTE TN XWEIKNA
€CENIEN TV video games OTTwS TNV yvwpilovue onuepa. H mopeia
ALTAG TNG eEENIENC TTEQIAQUPBAVEI TNV LTTIEPRACN TWV TTEPIOPICURDV
TTOL £€0ETE N XPNOIUOTIOIOLUEVN TEXVOAOYIQ, SEIXVWVTAC TIWG e AITA
HEoa cival SuvaTo va EMTELXOEI EAKLOTIKO Kal evSIAPEPOV game-
space.

KaBwe ol duvartdtnTeg SNUIOLEYIAC WNPIAKOL  XWPEOL
SleLPLVONKAY O dLvATOTNTES PIWONS TTPWTOYVOPWY XWPIKOV
EUTTEINIQOV APXICAY VA EEATITOLY TO EVSIAPEPOV TOL KOIVOD, UE ATTOYEIO
TNV TTEOCMATN AVATTLEN CLOKELV EIKOVIKAG TTPAYUATIKOTNTAG.
H apxiTekTOVIKR, @épel ¢ €mmagn To XWEO, TNV Kivnon Kal TO
YEYOVOC, OTOIXEIOBETWVTAG £TOI TO LTTORABPO ToL gampelay kal
SNUIOLPYWVTAG TIC CLVONKES SIASPACNG TOL TTAIKTN KE TO YNPIAKO
TEQIBAANOV.

Eikova 12.
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1.4 A0OENON OXESIACTIKOV ATTAITNOEWYV

O1 avfavopeveg SLVATOTNTES TV TTPOT WTTIKGWY LTTOAOYICTWV
KAl TV TEXVOAOYIKQV PECWY CLVERBOAQV OTNV aAvatmTuén Kal
Siadoon Twv indie video games. H eméktaon ToL SIASIKTOLOL
ETTIETPEWE TNV ATTELOEIAG WNPIAKN Siavoun SIELKOALVGVTAG ETCT TOLG
aveEAPTNTOLG SNUIOLPYOLGS Va ek&iIGoLY, AAAG KAl TOLG XPNOTEC VA
katepalovv indie games ammd MAATPOPUES OTTWS To Xbox Live Ar-
cade kal 1o Steam.

MapAANAa, ol  ave€dpTnTol  OXeSIA0TEC  ATTEKTNOAV
ELKOAOTEPN TTPOCPRACN TE OXESIAOTIKA £pYaAgia kal TpIodiAoTATA
TooyPAUUATA, €V, Ta online tutorials ocvuveicépepay otnv
EKUABNON ALTOV TWV  TIEOYPAWUATWY KAl YEVIKOTERPA  OTNV
KATAPTION TWV OXESIAOTWV TTEQA ATTO TA OPIA TNG AKASNUAIKAG
ekTTaidevong. ‘ETol, 1O TTPWTO UICO TNG SekaeTiag Tov 2000, Ta indie
games yvopioay armoToun apllunTikn ab&non, Ue opiouéva aTo
aLTA VA YivovTal ELPEWC YVWOTA KAl va avTaywvifovTal Taixvisia
pweyaAwv oToLvTio. Minecraft, Limbo, Braid eival opiouéva amod 1a
Mo Snuo@IAn indie TTaixvidia TN TTepacuévng SEKAETIAG, N MMITLXIA
TGV OTTOIV TTAPOTPLVE OAOEVA KAl TTEQICCOTEQPOLG AVEEAPTNTOLG
TTPOYQAUUATIOTEC VA LAOTTOINCOLY TIG 1666C TOLG. ' OCOV APoPA TA
Slabeciua epyaAeia, To £pyo TV game developers SIELKOALYONKE
onuavtika OTav ol game engines ekivnoav va Sl1abétouvy TO
AOYIOUIKO TOLG e SIAdIKTLOU.

O 10XLPOC AVTAYWVICUOC TTOL TTIPOEKLWE TN BIOPNXAVIA TRV
video games ato Tn cuvexn AvENon TTPOTPOPAC KAl {NTNONG EKPIVE
avaykaia TAéov TNV e€eISiKELON OTA ETTIUEPLOLG SNUIOLPYIKA TTESIA,
OTIWC TO PWTOPPEAANICUO, TN CLYYPA®N, TNV TEXVN KAl TN XWEIKN
oLbvBeon. NMapdAANAa N SLVATOTNTA OXESIATUOL TTOALTTAOKOTEQ WV
TTAIXVISIWV KAl TTIO PECAICTIKAG AVATIAPACTACNG TOL TTEPIRAAAOVTOC
TOLG £€BeC AV LYNAOTEPA TTOIOTIKA TTPOTLTIA OCOV APOPA TO XWPIKO

G TTOL APOPOLV TIC OXETEIS KAl TNV OPYAV®ON
'_- DV XWPIKGWV SOV, ELAOYA ATTIESWOAV OTOV
O XBPOL TO POAO TOL APXITEKTOVA, KPIVOVTAG
oll ;icocr'] TOL LE TIS APXEC TNG APXITEKTOVIKAG
Ke €S1aooL.
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1.5 Level Design

To level design pmope va oploTel wg o oxeSIAoPog TOL
WNPIAKOL XWPEOL OCTOV OTIoI0 Ol TIAIKTEG SPOLV KAl KIVOUVTAL.
QuoIaoTIKA TTPOKEITAl YIA TOV OXeSIAOPO TNG Aeyouevng "mioTag”.
Kata 1n dnuiovpyikr) autr S1adIKacia, TTOOKEIPEVOL VA TTOOKOWEI
TTOIOTIKO ATTOTEAEC A, TTOETTEI VA ANPOEi LTT OWIV OXI HOVO N oxediaon
EVOG KOAQICONTOL XWPEOL, AAAG Kal N SIAUOPPWON TNG EUTTIEINIAC
TNV OToia. Ba TTPOCPEQEN OTOV TIAIKTN, KABOTI OI TTOTEC ATTO TIG
OTIOIEG ATTOTEAEITAI £va video game €ival TO TTPWTAPXIKO £0YAAEIO
ETTIKOIVAVIAG HETAEL TOL SNUIOLEYOL KAl TOL TTAIKTN.

AeSOUEVRV-ALTRV, BA UTTOPOVLOAUE VA AVAPEOOLUE TPEIG
OTOXOLG, N ETTITELEN TWV OTTOIYV 08NYEI TNV KAADTEON TTAONYNON TOL
TTIQIKTN PECA OTO XWEO TOL Video game, aAAd Kal OTnY TTAOLCIOTEPN
SLVATH) euTTIEIPIA TTOL BA PTTOPOLOE VA TTPOKLWEI PEca aTtd avTod. Ol
TOEIG ALTOI OTOXOI €ival Ol EENG:

. Moo appoyn CLUTTEPIPOPAG
. Metadoon Tov vonuaTog
. Evioxuon.ToL XWEPOL

Mpoocdpuoyrn CLUTTEPIPOPAG

H mpTapxikr A&Tovpyia piag moTag eival va LTTAYopPELEl OTOLG
TIAIKTEG TOV-TPOTIO TTAIXVISIOL. ALTO PTTOPEI VA TTPAYUCTOTIOIEITAl
UE TTOIKIAG LECQ OTNV EKACTOTE TTEPITITON, OTIWG ETT TTAPASEYUATI
HECW TNG TOTTOBETNONG euTTodiV N eXBPwV TOLG OTTOIOLG TTPETTEI
O TTAIKTNG Va EeTTepAaEl, TIPOKEIUEVOL va e€eAixBel N apriynon. Kat'
ALTOV- TOV TPOTTO, O TIAIKTNG &¢ Pabaivel HOVO va XPNOCIUOTIOIEN TIG
SIAPOPETIKEG TTISEEIOTNTES (sKills) TTOL TOL TTPOCPEPOVTAI KAI VA TIG
obvdLAClEl, AANNG emmAEoV: PBidvel Eva dicOnuUa KatopBwong Kal
IKavVOTToiNoNG.

MeAeTcovTag TN Siadikacia auTr amd  APXITEKTOVIKY  OKOTIA,
TAPATNEOLHE TTWS LTTOOTNEIZEI TTOANOVG SIAPOPETIKOVLS TOTTOLG
gameplay, KaBoTI oI APXITEKTOVEC O OAO TO €VPOC TNG I0TOPIAG
KAl TV TTONTIOUGY XPNOIUOTTIOIONCAV XWEIKES SIAPOPOTIOINTEIG e
OKOTIO VA KAB0oSNYNoOoLY TIC 5paCTNPIOTNTEG TOL XPNOTN.

XapakTnEIoTIKO TTAPASEIYUA TIDOCAPUOYNS CLMTIERIPOPAG
oTNV APXITEKTOVIKN atmoTeAél To Parc de la Villette TTou oxediaoe o
Bernard Tschumi oTa TAciocla evog Slaywviouold avapaduiong
meploxng 1o Mapiot 1o 1982, To MApKo avTd OXESIACTNKE WG HIA
éktaon  Siddpaong kal e€EpebVNONG, HECW €vOG OLOTAWATOC
PLTEPEVV  empaveiy (surfaces), onueidy avagopdg (points)
Kal TTpokaBopiouévey opiwv (lines) Tta omoia TeplypdgovTal
ammd TOV APXITEKTOVA WG “dpxéc opydavwong”. O1 afoveg Tou
oxnuaToTrolobY TA TMOAVA POVOTIATIA Kivnong &ev akoAoLBoLY
KATTOIA OPYAVWMEVN TTOPEIA, AVTIOETWCS TEUVOVTAI KAl 06nNyoLy o€
SIAQopa onueia £81APEOOVTOC £VTOG AAAG KAl EKTOC TOL TTAPKOU.
AV QTTOTEAECUA, O ETMIOKETTNG &XEl TNV QioBNOon TNG eAeLBepPIaAg
KIVAOEWYV OAOVOTI KOAOLOEI Eva cLOTNUA KABoSnyNoNG.

IXESIAOTIKEG AAANAETISOATEIG
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Meradoon vonuarog

ITn  Plognxavia TV videogames,  Snuiovpynonkayv
S5LO PACIKA PELUATA WG TIPOG TOV TPOTTO KATAVONONG TOLG, Ol
LTTOOTNPIKTES TRV OTTOIWYV CLXVA £XOLV EABEl o€ PNEN. H pia TTAcLPG
vmooTnEIlel TG TO TIAIKVISI TTPETTEl va YiveTal KaTavonTo UECW
NG i610G TNC PNXAVIKAG TOL, YVWOTOI w¢ ludologists, evid n AAAN
TTAELPA LTTOCTNPEICE! OTI TIPETTEI VA AVATITOOCE TO VONUA TOL PECW
APNYNUATIKOV HECWY, YVWOTOI w¢ narratologists. MAéov OuwG,
n Siadikaoia TTou EMKEATEN eival ekeivn TTOL CLVOLALEI CLOTAUATA
BACIOPEVA KAl O€ KAVOVEG KAl O€ APNYNUATIKEG SOUEG.

YUYKQIVOVTAG PE TOV APXITEKTOVIKO KOOUO, Ta AavedvovTa
UNVOUATA KAl O CLUPOANICUOI ATTOTEAOVY XAPAKTNEICTIKO OTOIXEIO
yIa TTOAAG SOUIKG CLOTAPATA. MEYAAO PEPOC TNG  CPXITEKTOVIKAG
I0TOPIAG £XEI BATIOTEI OTNYV KATACKELN IEDAV XDPWY, OTTOL OAOKANPEN
n oxediaon Pacicetal oTn PETAS00N TOL BEKOL UNVOUATOC [E TROTTO
O 0& OAOLG AVEEAPTNTWG HOPPRTERG.

¢ n agnynuarkr siadikacia

: SIONOY WV,
_gc.'\. Ic " : Yypa DI
‘?'F:%!: AAThms G, KCEH

[=

> il
ke A
£

mel0le]e]

Evioxvuon Tou xopouv

H petadoon vonuaTog eival Aueca ouvoedeuévn e TNV Evvola TNG
EVIOXLONG TOL XWPEOL e TTANPOPOpPIa. To level design AoITov pmopei
va TTAPAoXEl TTANPOPOPIEC OTOLC TTAIKTEG TTOL BA TOLS WONCOLY O¢
OULYKEKPIUEVES EVEQYEIEC KAl ATTOPACEIG ) BA TOLG TTPOETOIUATOLY
yia &va emEPXOUEVO  YEYOVOG. MAPOUOING, OTNV  APXITEKTOVIKN
XPNOILUOTIOIOVVTAI HOPPES I LOTIRA TTOL £XOLV ATTOKTACE GLUPBOAIKO
XAPAKTAPA PE TNV TTAPOSO TWV AIVKYV, TTPOKEIUEVOL VA YIVETAl
AVTIANTITH KATTOIA A&ITOLPEYIA TOL KTNEIOL 1 KATTOIO CLYKEKPIUEVO
pAvoLua.
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1.6 Kevrpikoi a§oveg mpooéyyiong oxediacpold

H pop®r ToL QPXITEKTOVIKOL AVTIKEIUEVOL TTPOKLTITEl ATTO
IO oepd TTAPAPETPWY TTOL  CLVTIOEVTAl ATTO TIG TTOAITIOUIKEG
ISIAITEQOTNTEG, TA YEWAOYIKA XAPAKTNEICTIKA KAl TIC TTEQIRAANOVTIKEG
oLuvOnNkeg. MoAL cLXVA Ol TTEPIOPICHOI TOL TTEPIBAAAOVTOG Eival
ALTOI TTOL CLYKPOTOLYV TO LPOC KAl TOV XAPAKTHPA TOL KTNEIOL KAl
ATTOTEAOLYV £PAATAPIO COAANWNC TNG KEVTPIKAG 16€AC.

H Siadikaoia Tou apPXITEKTOVIKOL OXeSIACUOL EekKIVa PE TNV
avaALbon TNG TTEPIOXNG Kal TN Snuiovpyia evog OKAPIPHUATOG
BAacel avTAC TNG avaAvong. To apxikd avTd OkiToo (parti) eivar n
OXNUATOTTOINCN TNG APXIKNG CLVOETIKNG 1I6€AC, ATTO TN WETEEEAIEN TOL
OTTOIOL TTPOKVTITOLY Ol XWPIKES TTOIOTNTEG TOL APXITEKTOVIKOL £OYOU.
ATTIO TNV AAAN, ol game designers emAéyouyv PeTald SVo afovwv
EKKIVNONG TNG XWPEIKAG opyavwong Touv video game. AvToi eival
n kevipikn 166a (motif) kal n unxavikh (mechanics). Ta video
games 1ou EekivoLy atrd kaTTolo motif TTpok\vTToLY ATTO KATTOIO
aeNyNUATIKO TTACICIO. ALTO EVEEXETAI VA Eival €iTE KATTOIO TTOWTOTLTTN
IOTOPIA  CLYYEYPAUPEVN aATTO TOLG SNUIOLPYOVLGS, E€iTE KATTOIO
IOTOPIKO YEYOVOG, KATTOIO concept paviacTiKoL KOOHOL TTOL va
TTOOEPXETAI ATTO TNV ETTIOTNUOVIKI (pAVTIACIA, TOV KIVNUATOYPAEPO N
TNV TNAcOpPaoN.

QoTOC0, OTNV PlopNXavia Ty video games N TTo TTOOCPIAAG
amo TOLG SVO ALTOVG OXeSIACTIKOVG YEVVATOPEG &ival ALTOG TTOL
TTPOKOTITEl ATTO TN PNXAVIK (mechanics). H apxn Tov “Form Fol-
lows Function” evowpaToveral kal oTo level design ue pia évvoia
YVWOTH WG “core mechanic”.? H évvoia auTr opileTal wg N PACIikn
Spdon Tou TTaikTN KABOAN TN Sidpkela ToL TTaIxVISIoL.® Eival SnAaédn
N KeVTPIKN 16€a TOL videogame, n otToia kaBopilel TNV YovadikoTnTa
TNG EPTTEINIAG TTOL TTPOCPEPE.

B

<

Na mapadeyua, 1o Super Mario Bros éxel ¢ core mechanic
TO AAUQ, TO Pro Evolution Soccer éxel To AAkTIopa, To Angry birds Tnv
mTAon. Exoviag wg agetnpia 1o “core mechanic”, o oxediaoTng
SNUIOLEYEI MIA ATTAN YEWUETPIKA TTIOTA, TNV OTTOId OTN CULVEXEID
afloAoyoLV TTAIKTEC EKTOG TNG eTAIPEIAC YEow TNG Sdiadikaaoiag play-
testing. AuTr N TTOAD amtAn yewueTpIkr S1IATagn armoTteAel 1o parti
TOL game designer kal TTPOKLTITEl ATTO TIC SLVNTIKEG EVEQYEIES KAl
KIVAOEIG TOL TTAiKTN.

Ta core mechanics, woToC0, - OXl WG OPOAOYIA AAAG WG
OTEATNYIKM OXeSIA0oNG - CLVAVTAYE KAl OTO TTESIO TNG APXITEKTOVIKNG,
KAl EVOEXOUEVC VA TTP0CSISoLY VEa vorjuaTta oTn ¢ppdon “form fol-
lows function™. ITNv apxITekToviK- ocLVOEDN, N HOPPr TOL KTNPIoL
LTTOSNAGVEl TN A&ITOLEYIA TOL. AVTIOTOIXO PE TO game design, n
EUTTEINIA TOL XPNOTN VOGS KTNEIoL ekiva aTrd Ta core mechanics
TTOL TTEQIYPAPOLY TOV TPOTTO HE TOV OTTOIO O XPNOTNG XPNCIUOTIOIE
TO XOPO. ALTO UTTOPEI VA EKPEACTEI, OTIWCS KAl OTO game design, Je
HIa AEEN, N OTTOIa TTPOKOTITEN ATTO TIG EVEQYEIEG TOL XPNOTN UECA OTO
KT PIO.

Eikova 20.
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Y116 aLTO TO TTPICUA, BA UTTOPOVLOANE VA AVAADTOLLE AKOUC
KAl LPICTAPEVA KTAPIA EVTOC £VOG VEOL TTAAITioL. MNa TTapddeyua,
10 National Assembly Building Touv Louis Kahn's oto Bangladesh
UTTOPEI VO avaALBEl HEC TNG I0TOPIAG TOL. TNy TTEPIOSO avéyepong
TOL KTNpPioL, TO Bangladesh pdxeto yia Tnv amdoxior ToL amd To
Makiotav kal TNV dnuiovpyia avtovoung dnuokpartiag. O Kahn
ETTIXEIPNOE VA eVOWUATWOE OTO OXeSIAOUO TOL KTNPIOL TNV OLOIA
NG XPNONG TOL KAl VA SNUIOLPYNOEI TIG XWPIKEC CLVONKES ATTO TIG
OTT0IEC Ba PTTOPOVLOE VA TTPOKLYEI £VAC BeCuOC.*

Baoel TNG AOYIKAGC TTOL TTEQIYPAPNKE AVWTEPW, TO Core me-
chanic Touv National Assembly Building eivail To «pn@ieivy. Mg autd
WG KEVTPIKO agova o Kahn énuiobpynoe éva oLOTNUA ATTd CLPTIAYNA
SAxTLAISIC ATTO CKLPOSEUA TTOL TTEPIBAAANOLY TNV KEVTRIKN VOUIOOETIKA
aiBovoa ot emireda. KaBe SaxTuAidI TrepIkAEiel pia aiBovoa, n otroia
Siaxwpiletal ammd TNV AAAN pe eil0050LG TToL Sev PpickovTal TTAVE
o€ évav Kolvo afova, TIPOKEIMEVOL VA evOappLVOLY TO XPNOTN VA
€CEPELVNOEI TO XWPEO YIA VA TIPOXWPENCE PABLTEOA OTO KTHPIO.

To obOTNUA ALTO E€TITEETEl OTOV  ETTIIOKETITN VA  TTAEEI
ATTOPACEIS YIa TN Sladpoun TToL Ba AKOAOLONOCE! KAl YIA TO RABUO
EI0XWPENONG TOL OTO KTHPIO. H CLUPOAIKNA TOL TITLXN €ival N EKPpPaAcN
NG SNUOKOEATIKOTNTAG TTOL AVTIKATOTITRIZETAl ATTO TNV EALLBEPN
BoOLANGCN TOL ETICKETTTN VA PICOTEI TO KTHPIO ATTAG AV TTARATNENTAS
) VO CLUPETAOYEN O€ ALTO.

Omwg mpoavagépdnke, oOtav ol level designers
SNUIOLPYOLY XWPEOLS via éva video game Pacicuévouvg oTa
core mechanics, &ekivoLyv e éva Racikd parti TToL TTPOKLTITEN ATTO
SIAYPAUUATA KIVAOEWY KAl EVEQYEIRV KI £TeiTa, Sidetal yia playtest-
ing o€ ave€dpTNTOLCS TTAIKTEG. ALTH N OTPATNYIKA EXEl SITTAO OPENOG.
MNEWTIOTWS, EMTEETTEl OTOLS  SNUIOLPEYOLS VA  KATAVONOOLY
av ol oToxol ToL gameplay cuvdadouv e TO APXIKO OxéSIo Kal
SELTEPELOVIWG VA  TTPAYUATOTIOINCOLY  €LKOAA  CGAAAYEC OTN

Bl

YEWUETPIA TOL XWPEOUL, OTTOL KPIVETAI OTI €V CLVAVTA TOLG OTOXOLG
TNG EUTTEIPIAC TTOL ETMIOLPOLY VA TTPOCPEPOLY. H Siadikacia TTov
AvVaALONKE TTAPATTAVE SIEEAYETAI TOOEC POPEG OOEG XPEIALETAl YIa
va kataAngouv ol game designers oe £va TeAIKO, TTOIOTIKO TTPOIOV.

YOVETTAYWYIKA, ALTOC O VEOG TPOTIOGC OXeSIAOTIKAG AKOAOLOIAG
SNUIOLPYEI LOPPES TTOL OXI LOVO AKOAOLOOLY TN AEITOLEYIA, AN
YiVOVTQI KAl TTOAD TTIO EOTTAQCTEG KAl EVPETARANTES YIA TOV OXESIACTH).
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1.7 Méoca avamapaoctaong

To video game design kAl n CPEXTEKTOVIKA av Kal
TTAPOLOIAOLY  APKETEC AVOUOIOTNTEG Eival kKal Ta SLo Tedia
OXeSIAoUOL. YOUPWVA PE TOV OPIoUO Twv Salen kal Zimmerman
"o oxedlaopog cival n Sladikacia KAtd TNV OTToiad O OXeSIA0TAC
Snuiovpyei Eva TTEPIBAAAOY TTPOG avakaAvywn TOL XPNOTN, ATTO TO
OTTOIO TTPOKUTITEl VA 161AiITEPO VONUA”, 0OPICUOC O OTTOIOC TTEQIYPAPEI
Kal TN S1a8IKACia TNG APXITEKTOVIKNG oLVOECNC.

Ta Bacika gpyaieia evog game designer eival Ta okitoaq,
Ol KATOWEIG, Ol TOPES, Ol OWEIC YIA TN oLVOECN TOL XWPEOL, KABWG
KAl TQ TTPOOTITIKA ) aOVOUETPIKA YId TNV avarmapdoTtacr tou. H
KATOWN ATTOTEAEl CLVNBWC TO TTPWTO PAPA TNG KATACKELAOTIKNAG
Sladikaciag, amekovilovtag Kupiwg Tn POor TNG Kivnong Kail 1a
duvNTIKA CLUPRAVTA KI ETTEITA TNV OyKOTTAACTIia. KaTtd 1o oxediaocuod
uiag motag (level) n dnuiovpyia KAToWwNG e TN popgr XapTn eival
€€EXOLOAC ONUACIAG TTPOKEIWEVOL VA YivEl AVTIANTITH N XWEIKN
SiapELBUIoN Kal va SIELKOAVVEI TNV TTAOYNON TOL TTAIKTN.

To epyaAcio TToL oe cLVSLACHO UE TNV KATOWN Ba PTTOPOLOE
va TTePIYPAWEl TOV TRICISIACTATO XWEO, £ival ol TOUES. Ol TouES OTOV
apopd ToLG level designers gival TTOAD XPNCIWES YIA TNV TTEQIYOAPN
KATAKOPLPWYV XWPIKWY SIATAEEWY KAl YIA TNV OTITIKOTTOINCN TOOTTWV
HETARAONG SIAPECOL TRV XWPEIKWY SouwV. Ocov apopd TIC OYEIG,
N BACIKA A&IToLPYIa TOLG Eival N ATTEIKOVION TNG £EWTEPIKAS HOPPNG
EVOG KTnpiov.

Eved n xpnon owewv OtV apEXITEKTOVIKA eival {WTIKNG
onuaciag, oto level design &ev LTTAPXEl TTAVIA N AvAykn yia
SNUIoLEYIATIPAYUATIKGY CLVONKWY OTTWG O AETTTOPELPNC OXESIACUOG
€€ICOL ECWTEPIKOL KAl €EWTEPIKOL XWPEOL.® AVTIOETWG, CLVABWG
oxedlialovTal HOVO Ol ETIIPAVEIEC TTOL €ival OTITIKA TTPOCPRACIUEG

oTOV TTaiKTN. QOTOCO, Ol OWEIG ATTOTEAOLY KAl OTO game design Eva
ONUAVTIKO EQYAAEIO YIA TN SNUIOLEYIA EEWTEPIKOL KTNPIWY WG PELOG
TOL TOTTIOL KAl TOL TTEPIBAAAOVTOG XWEOL.
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1.8  Texvikég Kal epyalcia

OAOKANPO TO PACHA TWV EVVOIWY TTOL SIAPUOPPLVOLY TIC
XWPEIKES TTOIOTNTEG TOL gAMESPACE UTTOPE VA CLYKEPAATIWOEI
OTa OoNUAvVTIKOTEPA €ENG: XWPEOC TMOAVOTATWY, PICKO, agrynon,
emppdPevon, tunneling, and goals. H apriynon avaAbonke
TTAPATTAV® AOYW TNG EUTTAOKNG TNG OTNV aPEXIKA OXeSIAOTIKA
oOANWN. Ta LTTOAOITIA ATTOTEAOLY TTAPAYOVTEG TTOL KPIVOLV Of
peiCova PaBuod TNV emTLXIA ) OXI TOL OXESIACHOL TOL TTAIXVISIOL
Kal gival Karrola amo Ta 1media TToL aloAoyoLVTaAl KATA TNV AKPWG
onuavTikn dladikacia Touv play-testing.

Xopog MiBavotAT®V

H évvola Tou XWPEOL TOAVOTATWY €ival oTevd oLvoedeuévn
pE auTAv TNG avaduong. ‘OT SNAadn, TTOIKIAEC eKPACEIC UTTOPOLY
va TTEOKOWOULV OTAV SIAPOPETIKA ATOUA AAANAETISPOLV e TO i8I0
oLOTNUA KAVOV®YV. Mg Tn Snuiovpyid evOg CLOTAPATOS KAVOV®Y,
ol game designers TTapdyouy &va XwEo TMOAVOTATWY, O OTToI0g
ATTOTEAEITAl ATTO  £VOEXOUEVEG KATAOTACEIC. H  TTOALTTAOKOTNTA
TOL XWPEOUL TMOAVOTATWY ALEAVETAI AVAAOYIKA PE TO TTANBOC TWV
TTAPAPETPWY TTOL €l0Ayel O oXebIAoTNG OTO oLOTNUA. Katd avTtd
TOV TPOTIO KAl O TNOAVESC KATACTACEIC TOL TEAIKOU ATTOTEAECUATOG
av&avovral.

O xowpocg TmOavoTATWY, AOITTOV, TIPAKTIKA ATTOTEAEI TO
oULVOAO TGV TMOAVGOV KATACTACEWY WETAEL HIAG LPICTAWEVNG KAl
MIAG MEANOVTIKAG ETTIBLUNTAG KATAOTAONG. LLYKEKPIUEVA, OTO video
game 1o S1IGoTNUA PETAEL TNG APXNCS KAl TOL TEAOLG TOL TTAIXVISIOL.
Ye TTEPITTAOKNG SOUNG TTaIXVISIa OTPATNYIKAG 0TI To World of War-
craft, ol TTaikTeEC TTAONYOLVTAI OTO XWPEO TOAVOTATWY HECE TWV
ETMAOYQV KAl TV §PACERDV TOLG, KAl BewPENTIKA, N TTOPEIA TTOL
AKOAOLOEI KABE TTAIKTNG gival povadIknA.

MoAAG amrd Ta KTAPIA TOL |.M. Pei akoAovBolV TTAPOUOIES
APXEC YEVVEONG EUTTEIDICOV. MIa pEBOSOC TTOL AKOAOLBEITAI KATA
KOPOV OTO OXeSIAOUO TOL, €ival N AvVTIBEoN KIAC AEXIKNAG TTAVOTITIKAG
B£AGC OTO KTAPIO WE TN METETTEITA SLOXEPAVON TNG EAELBEPNC KivNoNg
OTOLG XWPEOLG. MNa Tapddeyua, oto kNP0 Rock n' Roll Hall of
Fame, O QpXITEKTOVAG HECE HIAG HWEYAANS YLAAIVNG TTLPAUISACg
TTOL ATTOTEAEI TO QIBPIO €I0OS0L, £xel OTITIKI ETTAPI e TA eKOEUATA
OTOLG ETTAVGK OPOPOLGS. MNAPOAA ALTA, OSNYEITAI YECK PIAC OKAAAG
OTOV KATW Op0PO, OTTOL LTTORAAAETAI € PIA YOAPMIKY TTOPEIA KATA
WNKOGC TNG OTTOIAG TOL SINYEITAI N I0TOPIA TNG POK UOLOIKAG, TIPWTOL
TOL ETMTEATTEI VA €EEQELVNTEI EAELOELA TOLG TTAVW OPOPOLC HE TA
ekOEuaTa. NMapOPOoIES OTPATNYIKES EPAPUOLOVTAI KAl OTOLG XWEOLGS
mMOAvVOTATWY O¢ £va video game.

IXESIAOTIKEG AAANAETTISOATEIG
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“there is

danger’®

- Katie Salen and
Eric Zimmerman

Pioko

H aiobnon kivébvou eival amapaitnTo oTolxeio Twv video
games. AVTIOETWG PE TNV CEXITEKTOVIKR), N OTTOId OTOXELEl €TTi TO
TTAEIOTOV OTOV OXeSIATUO XWPWY TTOL SNUIOLPYOLY TO AICONUA TNG
aocpaAeiag, 1o level design ammookoTtrel e XPEOLS TToL £peBIloLY
TO AioONUA TOL KIVELVOU, SIOTI COPPWVA HE TOLS Salen kal Zimmer-
ManN TO LTTEPVIKA KAVEIC TOV KivELVO TTPOOPEPE! ELXAPIOTNON.

H kavotnTa XeIpIopoL TV oLVAICONUATY TV XPNOTWV
EVOC XWPEOL €ival ONUAVTIKA YIA TNV KATAOKELH TNG EUTTEINIAC
TOLG. MAaPAYOVTEG TTOL £MEEOLY OTNV AVTIANWN TOL XWPEOUL KAl TA
oLVAICOAUATA TOL ATOPOL YI' ALTOV Eival TO PWGS, N LAIKOTNTA, TO
OWOG, 0 PABUOC TTPOCTACIAG KAl TO PEYEBOG TOL XWPEOU.

OewPNTIKOI  TNG APXITEKTOVIKAC OTTwe o Grant Hildebrand
AVAPEPOLY OTI TTOANEC TTEQITITAOEIC OTTOL TO XWPEIKO TTEPIBAANOV
Bepeital evllIapEPOV 1) €LXAPIOTO EXOLV OXEON HE TOV TPOTIO
TTOL €PEBICOLY TO EVOTIKTO PAC YIA €MPIOON. ILVETTOG, KabioTaTal
AOPAAEG TO CULUTTEQACHA OTI N KATAVONON TWY WLXOAOYIKQDV
EVOTIKTGV KAIAEITOLPYIWY ATTOTEAEl AVAYKAIa cLVONKN YIA TN BEATICOON
TOL XWPIKOL oXedlaouoL. Ta video games EXoLV eVOTEQVIOTE ALTH
TN yvaon kai xelpidovtal Nén TETola EVOTIKTA, ATTAITVTAC ATTO TOLG
TaikTeG va diatnpnoouvy To avatar Toug ev {wn. H cuvexng aywvia
TOL TTAIKTN YIA TNV KATACTACON TOL Avatar TOL TTPOKAAE SPAUATIKA
Evraon.

TOYXPOVWG, TTAPEXOVTAC  HE  EAEYXOMEVN — CoLXVOTNTA
TTANPOPOPIEG OTOV TIAIKTN, ALTOG EICAYETAl CE I KATAOTAON
KEAEYXOUEVNS AREPAIOTNTAG), OTTWC ATTOKAAETAI, KATA TN SIdpKea
TNG OTTOIAG KAAEITAI va KIvNBel TTPOG TO OTOXO TOL PECK TNG ANWNG
pIYokivoLV®Y aTToPAcEwyY. O OTOXOC CLVABWC &ival TTPOPAVNAG,
WOTOCO O TAIKTNG TIPETTEl VA AVAKAADYE PECW TTOIWY S0ACEWDY
Ba 06nNynBei oTnV €MTELEN TOL. Xe TTOANG video games o TTaikTng

TTOOKEIUEVOL VA  ATTOKTACEl KATIOIO CNUAVTIKO YId TO  TTAIXVidI
QVTIKEIPUEVO N VA QEPEI €IG TTEQAC KATTOIA ATTOOTOAN KAAEITAI VA SIEADEI
atto SLOPATEC EXOPIKES TTEQIOKES, VA AVTILETWTTIOE! IOXLEOLG EXOPVLS
N va PpeBei o OKOTEIVOLS TPOUAKTIKOOG XWPOULG.

H apxitekTovikr) Tov Le Corbusier kai Mo cuykekpipéva n Vil-
la Savoye mapdyel TNV aicBnon pickoL SI0TI N SlIapELBUICN TWV
EEDTPIKQV XOPWV EMTEETTEI OedoeIC o OAA TA oneia.’” Av KATTOI0G
OTEKETAI YIA TTAPASEIYUA OTN PAUTIA £XEl OTITIKI ETTAPI UE TN OTEYN
OANG KAl e TA XAPNAOTEPA €mmimeda. H evaAAayr] «avoIKTGY
XPwV (prospect) kal xopwyv «kataguyiovy (refugee) Aeroupyei
TTAPOPOIWS HE TNV TOTA &vOg video game OToL O XPNOTNG
KQAAEITAI VA QVTIUETWTTIOE €X000LG Kal va Bpel KAAvwn. OTav AoImmov
BpiokeTal o€ £vav UeyAAO AVOIKTO XWEO AIOOAVETAl ELAADTOSC OF
€EWTEPIKOLG TTAPAYOVTES KAl KIVOOVOULG.

‘O1g cLPaivEl KAl TNV TTPAYUATIKOTNTA, TO UEyEBOC TOL
XWEOUL PTTOEE VA TTPOKAAECEl cLVAICONUATA ATTd ATTOALTN AvVEON
WEXO! ATTEPIYPATITO PORO. H KAIUAKA TOL XWEOL CLYKPITIKA HE TO AV-
atar Tou TTaikTN AAAd Kal N SIAPOPEOTTOINCN TWV HEYEDWY TOL XWPEOL
uTTOPEl VA XpNnoluotroin®el TOCO Yia va dnuiovbpynoel OGO Kal yid
VA JEIOE TNV EVTAON 1N VA TTPOETOIMACE TOV TIAIKTN YIA ONUAVTIKEG
SIA0TALPWTEIC.

IXESIAOTIKEG AAANAETTISOATEIG
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Eikova 29.

EmpBpapedoeig

MEOoKeIPEVOL VA SIATNPENOOLY AUEIWTO TO EVSIAPEOOV TOL
TaikTn, oLXVA Ol game designers €mMAEyoLY VA TOL TIPOTPEPOLY
opIouEveS emPEARELOEIC KATA TNV €EENIEN TOL TTAIKVISIOV.E ALTEC Ol
emPpapeboeIg evoéxeTal va TTEQIAAURAVOLY KAIVOLPYIEG SEEIOTNTEC
yid TO avatar Tou TTaikTn, TTPOCRACN T& KATIOIO VEO XWPEO 1N ATTAd
TNV IKAVOTTOINCON TTOL TTPOTPEPE! N ATTOPLYH VOGS KIVEDLVOL.

YTV QEXITEKTOVIKF), QLTOI Ol TOTTOI AVTAUOIBWY UTTOPOLY
VA UETAPPEAOCTOLY Ot TOIKIAEG SpaoTnEioTnTeS. MNa Tapddelyua,
o€ £VA PUOLOEIAKO XWPEO OTTOL LTTAPXOLY TTOAAEC TNOAVEC KIVAOEIG,
XOPNOIUOTIOIVTAG TNV  AvTiBeon O JPXITEKTOVAC UTTopEl  va
«eTIROARELTEM TOV ETTIOKETTTN PE EVAAAAYEC KIVNOEWGS KAl oTAONG YIA
Eekobpaon N e TNV KABOSAYNOT) TOL PETA aTTO JIa AaRLPIVEWSEN
SIApOPPWON Ot EVAV AVOIKTO XWEO I O¢ Eva onUavTIKO £kBeua.

O apxitéktovag Tadao Ando oTo £pyo Tou «Church on the
watemn éxel oxedldoel TNV KEVTPIKN €icod0 o€ TETOIO ONuEio WaoTe va
€ival KQLUUEVN aTTO TO PAEUMA TV ETTIOKETITAOV KATA TNV TTOWTN
TPOOEYYION TOL KTNPEIOL. MPOKEIPEVOL VA EICENBEl KAVEIC OTNV
EKKANCIQ TTRETTEl VA TTOAYUATOTIOINGCEl IO TTOPEIA TTOL TTPOKAAE
TO QioBnua ToL ayvewoTov. ‘OCO O ETMOKENMTNG TTPOXWPEA TOUL
QATTOKOALTITETAI N €l0080C TOL KTNPEIOL, OUWC TIPETTEl AKOUA VA
S1ENOel Kal atmd AANOLG XWPEOLG TTPOKEIUEVOL VA €I0EADEL. MOAIC
EVTEAEl KATAANEEI OTOV XWEO AATpeiag yevvaral 1o diobnua tng
empPpapevong.

EmoTtpépovtag oo Tapddelyud Tou KTnpioL Tou Louis Kahn
TTOL AVAALONKE TTAPATTAVE®, TA YEWUETPIKA KEVA TTOL SNUIOLEYOLVTAI
amd Ta ovpTrayn SAXTLAISIA KAl N ACLVEXNG AKOAOLBIA €I0O5WY,
SiVOLV  pIa  TIEQIOPICUEVN  OTITIKI  OTOLG  ETTOUEVOLS  XWPEOULG,
€CATITOVTAC TNV TTEPIEQYEIT TOL TTEQINYNTA KAl SiVOVTAG TOL OTOXO VA
EeTepAOEl TA OTITIKA EUTTOSIA, VA EEEQELVNTEI TO KTHPIO KAl £V TEAEI VA

IXESIAOTIKEG AAANAETTISOATEIG
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Eikova 31.

Eikova 32.

Eikova 33.

Tunneling kai cTOXO0I

Or1 maikteg odnyouvTal amo TN piIa empPpdPevon oTnv
ETTOPEVN PECK EVOG CLOTAUATOC TO OTIOIO TTEPIYPAMETAl e TOV
opo “tunneling”.'”® To cLOTNUA ALTO APOPA CTO CULVOAO TWV
KAVOV@YV KATA TOLG OTTOIOLG TTPAYUATOTTOIEITAl N KABO&rynon Twv
TTAIKTWYV, £TNEEACOVTAG TNV AKOAOLBIA TV §PATEWY KAl KIVHOEWV
TOL. Mia ékgpavon Tou tunneling cival To OTITIKO €pEBICUA, OTTWG
yia TTapAdelyua N Snuiovpyia Yop@V Kal CLUROAWY TA oTToIa O
TTAKTNG paBaivel va cLOXETICEl e SIAPOPEG eUTTEIRiEG.!! ZOXVA SpOoLV
WG CNUATA YIa TOV ETAVATIPOCSIOPICUO TNG CWOTAC TTOPEIAGC,
EVQ O€ AANEG TTEQITITACEIC UTTOPEN va SpOLY KAl WG AVACTAATIKOI
TTAPAYOVTEC OTNV TTOPEIA ALTH, KLPIWG OTAV TTPOKEITAI YIA TTAIXVISIa
TPOpOoL. O KAANTEXVIKOG S1ELBLVTAG Randy Lundeen avagepel OTI
TQ ONUATA ALTA PTTOPOLY VA S0B0LV PECK TWV AVTIOECEWDY | PWG-
oKIQ, KaBapoTNTA-ACAPEIQ, PEANOTIKO-COLPPEANICTIKO. ETITTALOY,
TTEPIYPAPEI TOV TPOTIO UE TOV OTTOIO UTTOPOLY VA XPNTSIKOTTOINGOLYV
emavaAaupavopeva  oToixeia, oxnuaTtiCoviag HoTipa okicov  Kal
TTAQioIa TTOL EEATTTOLY TNV TTEQIEPYEIT I LTTOSNAWVOLY Kivnon.

Eikova 34. Eikova 35.
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2 H X pIKN EUTTEIDIO

O oxedlaouOg TOL YNPIAKOL XWEOL AVAUQIROAT SIAPEPE!
aTToO €KEIVOV TOL PLOIKOV, WG TTPOG TIC ATTAITATEIC, TOLS TTEPIOPICUOVLS
KAl TIC TTAPAMETOOLS TTOL TOV £TNEEAloLy. EviovToIg, N oxéon ToL
XPNOTN e TO TTEPIRAANOV, OI KIVACEIG, N ATHOCMAINA KAl N UVAUN
eKPOALOVTAI HECW TNG APXITEKTOVIKAG.

MNapd 10 Yeyovog Ot Ta SV0 €idn oxedlaouoL TTapovaoialovy
AVOPOIOTNTES, Ol XWEOI TTOL TTAPAYOLY PIAOEEVOLY TNV AVOPMTTIVN
SpaocTtnEidTnTa. Kal oTIC SLO TTEPITTWOEIG PPICKOLY £paPPoYn Ol
APXEC TNC APXITEKTOVIKNG Bewpiag. O XWPIKES TTOIOTNTES ETTISPOLY
OTIC EVEQYEIEG KAI TA CLVAICONUATA TOL AVOPWTTOL EiTE OTOV LAIKO
€iTe OTOV WNPIAKO KOOWO. Kal o1 S00 TOTTOI OXESIAOTWY UEAETOLV TIG
KIVAOEIG TV XPNOTWY, TIC AEITOLPYIES TWV XWEWV KAl TNV AICONTIKA
KAl Ol XWEOI TTOL TTAPAYOLY OTOXELOLY OTNV EELTTNEETNON WIAG
avaykng, otny Ricdoon HIAg EUTTEINIAG HECW TNG £URLBIONG.

MNapakatw Ba efetdoovue Tov O0pOo TNG uPLBIONG OTIC
XWPIKEG SOUEC KAl Ba SlEPELVACOLUE TA OTOIXEIA TTOL CLVTEAOLYV
otnv emiteLE TNG. AKOPN, B©d PEAETHOOLUE TOV CLOXETIOUO TNG
EUPLOIONG WUE TNV KATAOKELN TN ATUOCPAINAG TOL XWPEOL, AAAA KAl
TOV TPOTIO [E TOV OTTOIO TA Video games ermTuyxAavouy TNy eupviion
TGV TTAIKTAV.
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2.1 H évvola Tng eupLOIoNg

EupvBion (immersion) eival n wevdaicbnon Tou éxel © XPNOTNG
AVAPOPIKA PE TNV LTTAPEN TOL PECA O VA TTAACUATIKO TTEPIBAANOV
KAl TTOAKTIKA TTpooeyYileTal S 0 PABUOG OTOV OTToIo £éva oLOTNUA
ETTITOYXAVEI VA ATTOUOVTEI TO XONOTN ATTO TO PLOIKO TOL TTEPIBAAAOV
KAl VA TOV TTPOETOINAOEl va §exO¢ei oplouéva gpebiouaTa.

YTn Rlopnxavia Tev video games n eupLOICNH avTIPeTWTTIETAl
WG OToIXeio peilovog onUAciag, PIAG KAl €ival TO ATTOTEAECUA HIAG
ETTITLUXOVLC EUTTEINIAG EUTTAOKNG TOL TTAIKTN OTO TTaIXVibl. MNapéxovTtag
HIO CLVEXN PON EPEBICUATWY, TA NAEKTPOVIKA TTAIXVISIA KAVOLY TOLG
TTAIKTEG VA UETAPEPOVTAI VONTIKG OTOV TTOORAANOUEVO KOTO KAl VA
€oTiIAloLYV TE ALTOV OAN TOLG TNV TTPOCOXN.

H eutreipia 1ng epPuBiong dev cuvavTtaTtal Yovo oTo video
game. To 6¢aTpo, O KIVNUATOYPAPOC, N AoyoTexvia aAAd kal n
QPXITEKTOVIKN €ival TEXVEC TA PECA TGV OTTOIV £XOLY TNV IKAVOTNTA
VA PAG KABNAGVYOULY KAl VA PJAG EI0AYOLY OTOV KOTO TTOL TTAGB0ULV.

-

2.2  EuBLOIoN oTnV APXITEKTOVIKNA

110 PBIPAI0 TOL Paul Valéry «ELTTOAVOG O APXITEKTWV) O
LKPATNG ATTeLBLVOUEVOG OTOV PAiISPO Atel:

«Mia Cooypaid, Qile pov Paibpo, oKkerTalel UOVO WIAV OPICHEVN
EM@AVEIQ, ETE oav gKOva, €ite oav Tolxoypaia. [...] AAAG évag
vaog, oLVSLACUEVOG UE TA TTERIYLEA TOUL, ) KAl TO ECWTEPIKO EVOC
vaouL, QTTOTEAE] yIa UAG éva OAOKANPWUEVO UEYEOOG, TTOL UECA TOL
Covue... [...] Za v’ avarmvéope ekei uéoa Tn BEANCN Kail TNV TTPOdipETN
TOL AvBPWTTOL! MAg TIAvel KAl UAG KLBEPVAE UETA OTIG AVAAOYIEC
TTOL SIAAEEE. AeV UTTOPOUVE VA TOL EEPUYOULEN'?

O Valéry, ebw, Sla oTOUATOC TOL IWKEATN WIAGEN YIA TO
TG PE TNV TTAPEVLPECT PAC O€ £va KTHPIO {OVWE, KIVOLUAOTE KAl
EvammoBéTove TNV LTTAPEN PAg OTN BEANON Kal TO £PYyO €vOg
avhpwtov. H LTToROAN avth oTn PoLANCN TOL APXITEKTOVA
Ba UTToPOLOE VA PETAPPACTE WG N ATTOPEOPNCH PAG ATTO TO
KATAOKELATUEVO TTEQIBAAAOV.

H katoiknon cav avBpwtivn TTpdén eival n amoppola TNG
avAyYKNG KAG yIa gPLOIoN KAI TTOAKTIKA ATTOTEAEI TNV AVTIKATACTAON
TOL PLOIKOL TTEPIBAANOVTOG ATTO TO SOUNUEVO. O OIKEIOBEANG §€COC

IXESIAOTIKEG AAANAETTISOATEIG
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TOL AVOPWTIOL e TO SOUNUEVO TTEQIRAAAOV TTOAYUATOTIOIEITAI HECW
TNG EMAOYNG TOL XWPEOUL EVTIOC TOL OTTOIOL VIKOEl OIKEIQ KAl OTOV
oTToio PtTopel oTav «RuBicTen va atmallaxBei TTpocwpEIva atrd Ta
KaBNUePIVA TOL TTEOPRANUIATA KAl VA VIWOE YAANVN.

MNapoP0oI®G, KTHPIA OTTWSG BPNOKELTIKOI VAOI, HOLOEIA, AAAG

mm
IIFIEH
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snumnsm mmA“nIn
- KAl EUTTOPIKA KEVTOA ATTOTEAOLY TTAPASEIYUATA XWPWY TTOL PECW
.-."mlh‘u';'.'mi} TOL OXeSIACPOL TOLC PTTOPOULV VA EXOLV IoXLPEN E£MiSPACNH CTO

BESEALE T ovvaioONUA TOL XENOTN KAl VA ETTTLYXAVOLY TNV OAOKANPEWUEVN
i pafiveE LS ED Bicoor ToL."® YTIO aLTO TO TIPICUA, N AEXITEKTOVIKA Ba PTTopoLOE VA
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EKPOAOTEN WS N KATAOKELH EUTTEINIAC, CLVETTS KPIVETAI avaykaia
N UEAETN TV OTOIXEIV TA OTTOId CLVTEAOLY OTNV IKAVOTNTA £VOG
oLOTNUATOG va euPLBicel TO XPAOTN TOUL.

2.3  Eupvlion oto Video Game

H eupubion wg PRidua eival kaipldg onuaciag yia va
atmroAavoel 0 XPNOoTNG éva video game. H amoudvwon Tou amo
TO PLOIKO TIEQIRAANAOV KAl N AvTIANWr ToL OTI €ival PELOG TOL
EIKOVIKOL TTEPIBAANOVTOG eival Evag atrd ToLG KLPIAPXOLS OTOXOLCS
TOL OXedlaouoL. O TTAIKTNG €ival HOVOG TOL KAl AVTIMETWTTOC WUE TOV
KOOMO TOL TTAIXVISION, TALTICETAI PE TOV XAPAKTHOA TTOL XelpileTal KAl
OLUTTACYEI UE ALTOV, PICVOVTAC £TCI TNV EUTTEIDIA TOL TTAIXVISIOL OTO
ETTAKPO.

To yeyovog OTI O TTaiXTNG €ival JOVOC TOL KAl AVTIUETWTTOC E
TOV KOTO TOUL TTAIXVISIOL €ival 0 AOYOG TTOL CLVABWC XAPAKTNPEIZETAI
évavideo game wg KaBNAWTIKO. H euPLBICN TOL TTAIKTN ETTITOYXAVETAI
HMEC TRV OTOIXEIYV TTOL CLVOETOLY TO TTAIXVISI, SNACSH TA YPAPIKJ,
TNV TTAOKN), TO CeVAPIO KAl TN UOLOIKN £TTEVOLON. ITOIXEIA, TA OTTOId
ExoLv OKOTIO va TPAPNAEOLY TNV TTIPOCOXN TOL XPNOTN KAl VA TOV
oénynoouy va emmevéboel akOUa TIEPICOOTEPA CLVAICONUATA OTO
TTAIYVidI.

Me TNV TTPWTN €TAPN PeE TOV KOOUO TOL TTAIXVISION, O
TTAIKTNG OLVSEE! TIG EIKOVEG TTOL TOL TTPOPRAANOVTAI, avTIAauRAveETAl
TIC OLVONKES TOL PAVTACTIKOL KOOUOL KAl oxXNUaTIlEl Eva vonTIKO
HMOVTENO TOL. H aTpOCpaIpa ToL TTAIXVISIOL ival Aueca oLVSESEUEVN
HE TO cLVAICONUA TTOL SNUIoLEYEITAI ATTO TOV 181AITEPO TLVSLAGO
EKOVWYV, NXWV, APrynong KAl CLUUETOXIKAG SIASIKATIAg. ATTOTEAE
EKEIVO TO OTOIXEIO - KAEISI TTOL 0dnyel OTO CioBNuA TNG euPLBIONG.
Méow NG cuLvLTTAPENG TWV KATAANA®Y OToIXEIWY, éva video
game éxel TN duvaTtoTnTa va SiElcdLoEl OTO LITOCLVEISNTO KAl va
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ATTEAELOEPWTEI TN PAVTATIA TOL TTAIKTN.

Mookeyévov  va  TTapaueivel TTOOONA@PEVOG Ot Ooa
SiadpapatiCovial 0 PAVIACTIKOG KOOUOG TTOL TOL TTPORAAAETAI
opeilel va xopoKTnpiCeTm amo pealiopo. Oxl OU@S TO pso)\lcuc') ps
TNV CLVAON £vvoia, AAAG ALTO TTOL BA ATTOKAAOVLOAUE“TTIOTOTNTA"
oT1o game world. AnAaér, kT TToL BewpeiTal AOYIKO ) PEANIOTIKO
Oxl 070 SIKO UAG KOOUO, AN OTOV KOOUO TTOL SNUIOLPYEI TO Vid-
€0 game. Av Ta OTOIXEIA TTOL CLYKEOTOLY TO Video game £xouvv
OLVOXN LETAEL TOLG KAl TLVASOLY LE TOLS VOLIOLG TOL PAVTACTIKOV
KOOPOUL, TOTE REATIOTOTIOIEITAI N ATHOCPAINA KAl KATA CLVETTEIA N
EUPLOICN TOL TTAIKTN.

EmmAéoyv, £va kaAo video game emitoyxavel TNV eupLOIoN e
TNV AVTILUETWTTION TOL TTAIKTN OAV EVEQYO KAl ATTAQAITNTO OTOIXEIO YIa
TNV €EEANIEN TOL TTAIXVISIOL. O CLUUETOXIKOG TTAPAYOVTAG gival KAl TO
qQiTIo TTOL éva video game oLVNBWGS TTPOKAAE LeyaADLTEON euPLOION
amo yia Tavia n éva [5|B)\io ®a uﬁopoboous va 1o0XLPICOoLUE OTI
oTNV 0LOIA O cmuovnKOTapog rrcupoyovmg epBLBIONG ot £va video

3 game eivai n (povmmo TOUL iSI0L TOL rron<m Qorooo n Pa acia
\ TTAIKTN A&iTovLpyei Ba )\syous oav svog {covr /O i

Jookelévon va rropouava E\ggpyn péXpol TO ‘.‘.‘{&JL.

\

opooreiial it véa otoela, o}q ka1 va_ayamvéel, Bpio _ == L\
pg aava bxea % e " 1

I

o ?povrspvo wdeq_q :
Llé' KAl TO PWTOPPEANCHS
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| )\ Tioovv To evIaPEPO
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QC avTITTPOCWTTELTIKA ETITUXNUEVA Video games UtTopoLy
va avapepbouyv 1o “Inside” n 1o “Journey”. Kai 1a Svo ETuxav
TAYKOOUIAG AvVAYV@EIoONG YIA TNV eVOIAPELOLOA ATHOCPAIPA TTOL
SNUIOLPYOLYV, XWPEIG TN XPNON EVTLTTIWOIAKWY YOAPIKWY OTOIXEIWYV.
To “Journey” képbioe apketd PpaPeia 1o 2012 TTOL KLKAOPOPNOE,
ylQ TNV OTITIKA KAl AKOLOTIKA TOL TéxvN. Baaciletal 1epiccdTEQO
OTO QIoONTNEIAKO KOPUATI KAl TNV EUTTEIRIA TTOL SNUIOLPYE OTOV
TAIKTN PECW TNC ATUOOPAINAG KAl AIYOTEQO OTO APNyNUATIKO.
EmmpoooBeta, kai Ta SV0o SisoLv TTOAD KAAA cicONGoN TOL XWPEOL KAl
TNG KAIUOKAG, EVE OLYKEKPIUEVA OTO “Inside”, To OTToio KLKAOPOPNTE
10 2016, LTTAPXOLY TTOANOI OKOTEIVOI XWPEOI OI OTToIoI EpEBICOLY TNV
IKAVOTNTA TOL TTAIKTN VA TTPORAAAEI TTAVE TOLG TN PAVTATIA TOUL.

EIKOVA 39.
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Eikova 42.

2.4  AioOnTnpiakn mpootyyion

O xwpocg ovvriBetal amo  SIAPOPOLS TTAPAYOVTEG KAl
TTAPOLOIALETAl WS £VA  TTOIOTIKO, OAKO  (PAIVOUEVO TTOL Avabibel
évav  evigio xapakthpa. O XapakTApag auTdg, PTTopEl va
HETEQUNVELOEI CLVOTITIKA WG N “aATUOCPAIPA™ TOL XWPEOUL. H évvoia
TNG ATUOCQAINAC €ival AUECA CLVEESEUEVN WE TNV EUPRLOICN TTOL
Oa TTPOKAAECEl OTOV €KAOTOTE XPNOTN, ME KATAANKTIKO OTOXO TNV
SnUIoLPEYIA EUTTEIDICOV.

YOUPWYA Pe Tov Peter Zumthor n atpdo@aipa umopei va
yivel avTIANTIT WS PIa EVVOIa TTOL AVAQEQETAI OTNYV APXITEKTOVIKA
TOI0TNTA.

MNa Tov Wigley n atpoc@aipa @aiveral va Eekivael akpIRwg
EKEI TTOL OTAUATA N KATAOKELN. TlEPIBAAAEI TO APXITEKTOVNUA KAl
TNyadel amo avto. H atpdo@aipa evog KTNEIioL TTapdyeTal atro T
PLOIKA TOL POP®N Kal CLVTIOETAl ATTO TO PWG, TN BePUOKPATIA,
TNV LAIKOTNTA KAl TIG LPES, OTOIXEID TTOL EKAQUPAVOVTAI SIAPOPETIKA
amo KABe AvOPWTTO AvaAoyd e TNV I6I00LYKPACIA 1) TIG EUTTEIDIES
TOL. Eival n TTepITTAOKN Oxéon PETAEL avBPWTTOL KAl XWEOL — WId
oxEon AOYIK AAAG KAl CWUATOTIOINWEVN, TTOL EUTTEQIEXEI OIYT) AAAG
Kal eVEQYEID, DAIKA KAl VONTIKA OgueNIOUEVN.

O Frank Lloyd Wright Becopoboe Tov €aLTO TOL APXITEKTOVA
TNG ATUOCPAIPAC KAl LTTOCTAPIZE TTIWCS N SLVAWN TNG APXITEKTOVIKAG
EYKEITAI O€ ALTO TTOL &€V PUTTOPEI VA Yivel ELOEWCS AVTIANTITO. ETTITTAEOV,
OTI pIa KAA aTuOOo(aIPa TIAPEAYETAl PE TNV evoTtoinon KaBe
EEXWPIOTAC AETITOUEPEIAC CUUPWVA TTPOG £VA JOVASIKO OPAua.

ITNV ETTOXN WAG LTTAPXE EVTOVN N AvAYKN €maAypLTTVNONG
TV AVOPWTIVRV AIoBNoewy. H apxITekToVIKr &ev XapaAKTNEIZETAl
ATTOKAEIOTIKA  ATTO  TIC  AEITOLPYIKEC TNG 1810TNTEC, KABWG O
QPXITEKTOVIKOG XWPOC PICOVETAI KAl YiVETAI AVTIANTITOG WECHD TWV

alodbnoewy. O AvOPWTOC AVTIAQURAVETAI TO XMOPO YLPW TOUL,
OTTWG KAl KABE AANO €EWTEQIKO £pEBIOUA, PECE UIAC TTOADTTAOKNG
S1a8IKaoiag, TTOL EUTTAEKEI TO CUVOAO TV AICBNCEWY, TNG Kivnong,
TNG ouLveidbnoNng, AMdA kal Tov aocuveidntov. H aioBnTnEiakn
TTPOCEYYION TNG CEXITEKTOVIKNG OTOXELEI OTO OXESIACUO EUTTEIDICOV
HMECW TOL XEIPIOUOL TWV LAKQV, TOL PWTOC KAl TNG OKIAG KAl [E
YyVUOVvaA TNV EMdpacn ALtV OTIC AVOPMTIIVEC AIOBNCTEIG.

Ta video games, OMWC aAvaQéEONKe KAl TTAPATAV®,
ATTOTEAOLV TNV KATAOKELN MIAC euPOBIONG. AvAAoya e TNV
TTEOOWTIIKOTNTA KAI TN SIGB0N TOL TTAIKTN N EUTTEIRIA ALTH SIAPEEEI,
Sev TTALOLY OUWC VA ETTEVEQPYOLY T€ ALTHY OAEC Ol ATTOPATEIC TTOL
EXoLV ANPOel amd To SNUIOLEYO KAl CTOIXEIOBETOLY TOV CLVOAIKO
XWEO TOL TTAIXVISIOV.

Eikova 43.
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NMnyég eikovav Kepalaiov_2

Eikdva 37. ATTO TTOOCWTTIKY) CLAAOYN

Eikova 38. Imypiotomo amod 1o video game “Assassin’ s Creed”
Eikova 39. Imyuiotomo armod 1o video game “Inside”

Eikova 40. Concept Art amo 1o video game “Journey™

Eikova 41. Peter Zumthor, Therme Vals, http://tyylit.com/the-
therme-vals-by-peter-zumthor-working-with-the-natural-sur-
roundings/

Eikova 42. Frank Lloyd Wright, Palmer house, ammod TTpoowTTIKNA
OLANOYN

Eikova 43. Concept Art amo 1o video game “Splinter Cell”
Eikova 44. hitps://www.artstation.com/artwork/september-45

B

Napamoumnég Kepahaiov_2
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petappaon A.-Chr. Engels-Schwarzpaul, Arch+, 2006, 1¢.178
(lobviog), oeA. 63.
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3

AI0SPACTIKA YECO
oxedlaouoL

O1 péBodol YnPIakNG oxediaong Kal YEVIKOTEQA Ol VEEG
TEXVOAOYIEC AvaTTapAoTAONG KAl ETTIKOIVAVIAG OTNY APXITEKTOVIK),
EXOLYV €60 KAITTEPITTOL TREIG SEKTETIES ETTNOEATEIKABOPIOTIKATO WA
NG QPXITEKTOVIKNG TTRAKTIKNG. 'ETOol, oTAdIaKd SIAUoQPVETAl HIa
VEQ KATAOTAON APXITEKTOVIKAG, TTOL EXEl (G KEVTRIKO XAPAKTNEIOTIKO
TNV £UPACN OTNV ETEEEPYATIA TNG TTANPOPOPIAG.

H peTaToTmoNn avTr PRICKETAI AKOUN O€ EEAIEN KA £XEI APONKTN
oxéon de Ta €idn Kal TIC SLVATOTNTEC TWV VEWV LITOAOYIOTIKGOV
€QYaAEidV. To €60C AOYIOUIKOL TTOL XPNOIUOTIOEI N Plounxavia
TV video games yia Tn dnuiovpyia Tovg, SIABETEN TTOWTOTTOPIAKES
SLVATOTNTEG KAl UTTOPEN va aTtodexTel ISIAITEPWS XPNOIWO YIA TNV
QPXITEKTOVIKN) oLVOEDN.

MNapakATw, Ba eCETACOLIE TIC SLVATOTNTEG AULTEG, KABWC
KAl M€ TTOIOLG TPOTTOLG PTTOPE N SIASPACN TTOL TTPOCPEPOLY VA
OLUPBAAAEl OTN SIAUOPPWON TOL TEAIKOD CPXITEKTOVIKOL £OYOU.
EmmAéov, Ba Sigpevvnoovpe Av kal oe TTol0 RaBud n xpnon
TETOIV TEXVOAOYIV SLvaTal va eviagel ToV XpNoTn otn Siadikacia
XWPIKNG oLVOEONG AANG KAl VA XPNOILELOEl OTNV ASIOAOYNON TNG
AEITOLPYIKOTNTAG EVOG XWPEOU.
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3.1 Eicaywyn oTig Game Engines

Omwe avaeépdbnke Kal TTAPATIAVE, PNXAvh TTaixvISion
(game engine), ovopadletal éva cOOTNPA AOYIOUIKOL OXESIAOUEVO
yia TN édnuiovpyia kal TNy avamnTtuén video games. OLCIACTIKA,
TTOOKEITAl VIO &va OAOKANPWUEVO €QYaAEio yia TN Snuiovpyia
S1Ia60aCTIKOU TTEPIEXOUEVOD.

O game engines TAPEXOLY  HIA  €LENIKTN KAl
ETTAVAXPNOCIUOTIOINCIUN TTAATPOPUA AOYIOUIKOL N OTIOoIA TTOPEXE!
OAN TNV KEVTPIKN AEITOLPYIKOTNTA TTOL ATTAITEITAl YIA TNV AVATITLEN
HIa S1Ia6pACTIKNG EPpAPPOYNC. H A&IToLPYIKOTNTA QLT TTEQIAQUPBAVEI
HIa TTANBWEA PNXAV@YV TTOL APOPOLY TNV PpwToaTddoon (render-
er), T YpAPIKA, TOV EVTOTTIIOUO CLYKPOLOEWY, TOV NXO, TNV Kivnon
(animation), TNV TexvnTr vONUOGLVN KATT.

RN I b

Eikova 45.

B
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EKTOC ammd TNV KATAOKELN MIAG WLXAYWYIKAC EUTTEIDIAC, Ol
game engines pmmopoLy va TIPOCREOPOLY KAl JIA EVTOVN EUTTEIDIA
ETTAYYEAUATIKOD OXESIATHOUL OTOV EIKOVIKO X P 0. KaB g nTexvoloyia
TV game engines wpeIuadel, To YOAPIKO TTEQIBAANOY TOLG YIVETAI TTIO
ONOKANPWUEVO KAl PINIKO TTIPOG TOV XPNOTN. EToI, Ta TeEAeLTaiIa XpovIia
N EQAPUOYN TV game engines éxel SievpLVOE KAl XPNOIUOTTOIEITAl
YIQ IATPIKEG, EKTTAISELTIKEG I OTPATIWTIKEG EEOUOICTEIG, AANA KAl YIA
UOVTEAOTTOINCEIG OTOV TOUED TNG APXITEKTOVIKNAC.

3.2 O1 Game Engines wg §1a5paoTIKO TTEPIBAAAOV

H xpnon Tov game engines yid TNV avamapdoTtaocn
KAl TNV TTAPOLCIACN TOL APXITEKTOVIKOL £0YOUL EXel EEKIVIOEl va
ATTOTEAEl TTPAKTIKA YIA OAOEVA KAl TIEQICCOTEQA  APXITEKTOVIKA
ypapeia. Or game engines UmopoLy va §GooLY TTVOr OTo oxédio,
Siveovtag mn SuvatotnTa OTO XPNOTN VA TEPITTAAVNBEl péoa o€
EVA PWTOPPEANIOTIKO OKNVIKO HE PLOIKO PWTIOPO KAl PEANICTIKN
LDAIKOTNTA KAl VA AAANAETISOATE UE ALTO. ETTIITTAEOV, N TEXVOAOYIT TTOL
SIABETOLV ETTITPETTEI OTO OXESIACTH VA TTAPATNENTE TTWG VA LAIKO
OULUTTEQIPEPETAI AVAAOYA UE TOV PWTIOUO KAl TIC AVTAVAKAACEIG.

Mepvadvtag amd TO  OTATKO  HOVTEAO 1 TO  Bivieo
TTOOKABOPIOUEVNG TTOPEIAG OTO SIASPACTIKO TTEPIRAANOY  YiveTal
AVTIANTITH TTAEOV N ATHOCPAIPA TOL KTNEIOL T TTEAYUATIKO XPOVO
KAl BIVETAI OTO ETTAKPO N EUTTEIDIA TOL XWPEOL. ETAINEIEC AOYIOUIKOD
oxediaong €xouv  apxicel va avamtboooLV  EPAPUOYEC e
AVTIOTOIXEG SLVATOTNTEC ALTWYV TTOL TTPOCPEPOLY Ol gaMme engines,
ue mpdoparto mapddeyua 1o “Stingray” tng Autodesk, To ottoio
ETMTEETTEI TNV EI0AYWYN MOVTEADV ATTO TPIOSIAOTATA TTPOYPAUUATA
oxediaong omwe 1o “3ds Max” kai To “Maya”.

IXESIAOTIKEG AAANAETTISOATEIG
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Xe JIATWV TNG EIKOVIKNG
TTOAYUATIKOTI KA EPIKTO TO VA VIWOEN KAVEIG
OTI OTEKETAI | ¢ ol0 &ev ExeEl KATAOKELAOTEI
akoun. Erol, n ® UiovbpyoL oToV iSI0 ToV XWPOo
TOV OTTOI0 OXeSIALE! OTITIKI) TOL WEANOVTIKOL XpNoTn Sev
Tepiopidel TIS SLVATOTNTEG HIOC game engine PJovo oTo oTadio
NG avamnapdoTacng. H eupvlion Ttov apxTéktova pEca OTO
XOPO TTOL SNUIOLEYEI PTTOPEI vVa EeKAEISOE SLVATOTNTEG TTOL
agpopoLyv TN dladikacia TG ISIag TNG cLvBeong. MepinyoLUEVOCS
UECO OTOLG X@WEOLS CAV EMMIOKETTNG Kal £mMe€epyAlOVTAC TOLG
KAB'OAN TN SIAPKEIA TNS SNUIOLEYIKNG SIASIKATIAG O APXITEKTOVAG
aTTOKTA CAPEDTEPN BE®EPNON TNS KAIUOKAG, TNG OLPUETRIAC, TNG
ATHOCPAIPAG KAl Toov .)\. IV, BEATIOVOVTAC ONUAVTIKA TO EPYO
TOV. -

i
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3.3  IvpueTOXNA TOL XPAOTN

Ta PWTOPPEANOCTIKA APXITEKTOVIKA PUOVTEAA Kal Ta video
TTEQINYNONG TOL XWPEOUL €ival TTAEOV ELPEWS Sladedouévol TPOTTOI
TAPOLOIACNG UIAG PEAETNG. TO ETTOUEVO PAKA AOITTOV gival ALTEG Ol
TTEQINYNOEIG VA CLUTTIEQIACURAVOLY KAl TO OToIXEIo TNG Siadpaong,
TTOOOPELOVTAG I0WG OTOV TTEAATN TOV TEXVOAOYIKO €EOTTAICHO TTOL
Ba EMTPETTEI TOV XEIPIOUO TOL UOVTEAOL KAl TNV eVEEAEXT e€epebVNON
T0L. Ta VR GLOTAUATA, PTTOPOLY VA TIPOCPEOOLY ALTA TN SIAdpaon
KAl va OLVTEAECOLY OTNV  AvaPABUIon TNG EMKOIVAVIAG TOUL
oxedlaaoTn YE TOV TTEAATN.

MoAoVOTI N TExvoAOYia TTOL ATTAITEITAI YIA TO OXESIACUO UECT
o¢ £va S1a6paoTIKO TRICSIAOTATO TTEPIRAANOY LTTAPXEI ONUEPA, Ol
QPXITEKTOVIKEG TTOAKTIKEG AEITOLPYOLY AKOUA EAAPEWS SICTAKTIKA
OTO VA LIOBETACOLY ALTO TTOL BA PTTOPOLOE VA AANAEE APdNV TIC
S1adikaoiec oxedlaouov.

Ol JPXITEKTOVEG ONUEQPA  KAAOLVTAI va OKETITOVTAl O€
TTAYKOOUIA KAIMAKA, AOVOVTAC APEXITEKTOVIKA TTOORANUATA £LPEIAG
S1A0TACNG, WE ETTAKOAOLOO TNV AVAYKN YIA XPNON VEWY £OYOAEIWY.

Baoliopévo o€ auTéc TIC BewpNnoelg eival éva KaivoLpyio
Tavidl Touv  kKukAopoOpnoe To studio “Plethora project” TouL
apxitéktova kal game developer Jose Sanchez, kar ovouddletal
“Block'hood".

To ouykekpIpyévo video game 1mpoodidel pia véa SidoTacon
HETAEL APXITEKTOVIKNG KAl gaming, SIOTI avamTOCOETAl YE TNV ApXN
oTl &va Traixvidl dev xpeddetal va €ival ATTOKAEIOTIKA UNXAVIOUOGC
SIa0KESAONG. AIQBETOVTAC TN SVVAUN VA £URLBICEI TOLS TTAIKTEG O€
HIQ WNQIAKN apriynon, emMTEETTEN TNV aVATITLEN CLANOYIKAG OKEWNG
HECW TNG SNUIOLEYIAG EIKOVIKDV KOIVOTATWY HE OLYXPOVOULG
APXITEKTOVIKOLG OPOLG KAl CLUPRAAAEI OTNV KATAVONON CLYXPOVWV
ACTIKQV AVAYK®YV OxI JUOVO aTrd €TTAYYEAUATIEG AAAD Kal aTro
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TO KOIVO. EmmAéov, 1o “Block'hood” emiTpémel oTov ¥pnotn va
KATAVONOEl TG N HOPPN UETAANACTETAI AVAAOYA e TTOAAATTAOLG
TTAPAYOVTEG.

Ye mapopola Aoyikr ue 1o “Block’hood”, umopovue va
WEAETAOOLIE KAl £V TTAACIOTEQO Video game TToL OUWS YVWPILE!
AKOUA PeYAAN aTIixNon, To “Minecraft”, oTo oTroio ol TTaikTeg KTiCoLY
TOV KOOUO YOPGW TOLG TOTTOOETOVTIAG KAl APAIPOVTAG KOUUATIA
o€ £vav KavoVviko kavvapo. H diadikaoia autr ummopsi IoTopIKA va
TAPAANNAIOTE Pe Eva AANO €i6oLG SNUIOLPYIKOL TTAIXVISIOD, TOL
Lego. Méow TOL Lego, TTOAAOI APXITEKTOVEG AVIANCAV EUTTVELON
oav Taidid. H yn@Iakr) poeer) ToL AOITTOV €ival hid TTNYN EKPOAoNG
KAl €UTTVELONG TWV OLYXPOVWY TAISIV. Od PTTOPOLOAUE VA
IOXLPIOTOLUE akopa OTl To “Minecraft” cival icwg 10 TP®OTO
TTAPASEIYUA PEAAIOTIKIG QPXITEKTOVIKAG TTOL OXESIAOTNKE OF; Eval
TTAYVidI. b
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Baoiouévo oto “Minecraft” eival To mpoypauua “Block by
Block”, TTou Tmpoékuwe amd TNV CLVERYATIa TNG eTAIPEIAg EK6ooNg
TOL TTAIXVISIOL Kal Tov UN-Habitat. To mpoypauua autd XonoIUOTTOIE
10 “Minecraft” wg epyaleio CLUUETOXIKOD ACTIKOL OXESIACTUOL KAl
XPNUATOS0TE TNV KATAOKELH) SNUOTIWY £OYWYV O AVATITOUOTOUEVES
Xwpeg. Ale€dyel workshops ava Tov KOO0, OTA OTToId veapd AToua
oxedIAloLY XWPEOLS TLANOYIKG YECT OTO video game.

H mBavotnta va KTioTel KATI aKpIPWC PE TN POPPr TTOL
oxedialetal oTo video game bev gival ApKeETA I0XLET, WOTOCO OLTE
Kal Bguitr). To TOPICUA TTOL TIPOKOTITEl ATTO ALTEG TIG EVEQYEIES €ival
OTI KATTOIA VED £PYAAEIC UTTOPOLY VA EUTTVELCOLY VEES SIASIKATIES
YIQ TNV ApXITEKTOVIKY). O OXeSIA0UOC UECa o€ £va video game cav To
Minecraft Sivel uia SIapopETIKA TTOOOTITIKH OTN SIASIKATIA CLYKPITIKA
HE TA TTAPASOOIAKA €pYAAEid, KABWCS eicAyel TN CLVIOTAUEVN TOL
TTOWTOL TTPOTMTIOL KAl TNG AVOPMTIIVNG KAIUOKAG, 08NYywVTAG O¢€
KAAOTEPN AVAYVWON TOL XWEOL TTPIV ALTOC OAOKANPWOEI.

O PACIKOTELOC OTOXOG TTOOYPAUMATWY OTTWC TO Block'hood
gival va emave€etdoouvy TO0O TNV évvold TNG YeaTovidg Ooo Kal
NG TOANG UE EUPACN OTN CLUUETOXN TWV XPNOTWYV. ITO UEAAOV
Tapopola TEPIRAANOVTA I0WCS ATTOTEAECOLY I0XLEA EQPYAAEIT YIa
TNV KATAvONoN TTOADTTAOKGY ACTIKWY {NTNUATWY £vOappLVOVTAG
TN cLVEPYATIA PETAEL APXITEKTOVWYV KAI KOIVOTATWY TTROC KAADTEQES
OXESIAOTIKEG ADOEIC.

“Games aren’t just fantasy worlds to explore,
they actually amplify our powers of
imagination.

Instead of leaving player creativity at the door,
we are inviting it back in to help build, design
and populate our digital worlds.” ™

-Will Wright
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3.4  Play-testing

‘Ooov apopd TN AETOLEYIKOTNTA TOL APXITEKTOVIKOL £QYOU,
ol game engines PtmopoLyV VA XpNOIPELOOLY WOTE VA TTPOANPOOLY
ONUAVTIKEG ACTOXIEC KAI TIPORANUATA PECE TNG TIPOCOOIWONG.

E€epeLvavTAG TNV  CEXITEKTOVIKA ULTTO TN OKOTIA  TOUL
ATTOTEAECUATOG, PAETTOLIE OTIHOWG O CNUAVTIKOTEQOG TTAPAYOVTAG
gival n amodoon ToL XPENOTN HECA OTO XWPEO. YTTAPXEl &vag
aKadNUaikog KAASOC PACIOUEVOG OTNY AfIoAOYNON TOL XWEOUL WETA
TNV KATAOKELH TOL, TTOL ovopadletal post-occupancy-evaluation
(POE). Map’oT 0Aol avayvwpilovy OTI gival Evag TTOAD CNUAVTIKOG
TTAPAYOVTAG TTOL ATTOTPETTEI TA ISIA UEAAOVTIKA AABN, eAAXIOTOI Eival
Ol APXITEKTOVEC TTOL AKOAOLBOLY ALTA TN Sladikaacia, AOYw KOGTOLG
AAAG KAl apvNTIOPOL ATTéEvavTl oTny MOavOoTNTA VA XAPAKTNEIOTE
WG PN AEITOLPYIKOG O XWPOC TTOL OXediacayv.

AV AOITTOV TTOAYUATOTIOIEITAI IO TTIOOCOUOION TOL XWEOL
KaI TNG KivnoNnNg MPECA O€ ALTOV TIPOTOL dPXICEl N KATACKELN,
auTo pmopei va aAlla&el. O apxitektovag Alvise Simondetti, éxel
TTPAYUATOTIOINTEl EVA KAIVOTOUO project Tou avTipeTwidel Aueca
TA TAPATTAVE TPEOPANUATA OTa TTAdQicIa TOL post-occupancy
evaluation preconstruction (POEPC), piag diadikaciag mapouoiag
pe autnv Tou play-testing. OTtav Tov avaTédnke va TMPooBicel SVO
ETMTTAEOV YPAUUECG OTO O16NP0SpouIKO oTaBud Tou Hong Kong,
Xpnolyotroinoe éva TPIOSIACTATO UOVTEAO TOL OTABUOL KAl MId
game engine yid va SnUIoLPYNOEl Eva PEANICTIKO TTEQIBAAAOV HE
TTOANNG  TTEQIPEQOUEVA  avatars, TTPOKEIUEVOL VA TTOOCOPOIWTE!
OLVONKEC CLVWOTIOPOL. 'ETTEITA, €YKATEOTNOE &va OLOTNUA TTOL
ETTIETPETTE OTOLG XPNOTEG VA KIVACOULV e joystick Ta avatar Siapécou
TOL OTABPOL.
Méow auTAg TNG S1IadIKaciag, TO YPAPEIO PEAETNOE TIC TIOOTEIVOUEVEG

onNUAvVOoEIC KAl TIC TTOPEIEC KIvNONG O€ TTPAYUATIKEG OULVONKEGS,
KATOPBWVOVTAG va e€Ayel TTOALAPIOUA TTPAKTIKA CLPTIELACUATA.

‘Eva amd auvtd Atav, yia mapddelyud, n dnuiovpyia £viovou

OLVWOTIOPOL OTN PACN PIAG €K TV KLAIOUEVWDV KAIUAKWY.

TOppwva pe 10 Simondetti, e€etaloviag TIC onuAvoEg
oe SlodlaoTtaTta oxédia, OAa @aivoviav owoTd. ‘OUwS Ol EIKOVIKOI
XPNOTES UTTEQSELOVTAV KA ETEIVAV VA OTAUATOLY OTO OLYKEKPIUEVO
onueio. Av bev eixe xpnoiuotoinBei AoImov O TTPOCOUOIWTACG, Ol
aAnBIvoi XpNoTeg apyoTepa Ba dSnuiovpyoLOAV TTPORAAUATA OTNV
KLOKAOpOpIa. MNMapopoiwg, avth N PEBOSOC XPNOIUOTIOINONKE KAl
oTOV OXeSIAOUO £vOG VOO OKOWEIOL. ALTH TN POopPd OUWC TA joystick
TA XEIPIOTNKAV OI {6101 O ETTAYYEAUQATIEG TTOL ETTPOKEITO VA EQYACTOLY
kel kal evromioTnkayv e€icoL oNUAVTIKA TTPAKTIKA BEuaTta, OTTWS N
HMAKPIVA aTmooTAon atrd TA XEIPOLEYEIA OTIC TOLAAETEG, OTTOL Ol
XEIPOLPYOI ETTPETTE VA £XOLY AUECN TTPOCRACN ETTEITA ATTO TTOAVWEES
ETEUPAOEIC.

IXESIAOTIKEG AAANAETTISOATEIG

Eikova 48.

Eikova 49.

Eikova 50.
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Eikova 45. ImyuioTtotmo oxediaong video game otnyv Unreal Engine,
http://www.cgmeetup.net/home/unreal-engine-4-visual-effects-
gpu-parficles-particles-lights-and-other-vix-part-1/

Eikova 46. https://medium.com/studiotmd/virtual-reality-us-
es-in-architecture-and-design-c5d54b7c1e89

Eikdva 47. Block'hood, https://www.plethora-project.com/block-
hood/

Eikova 48, 49, 50. "POE" https://redshift.autodesk.com/post-occu-

pancy-evaluation/

Napamoumnég Kepahaiov_3

14. Wright, Will, Dream Machines, Wired Magazine, April, 2006.
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IvumepAcHaATa

To video game €ival éva pEco Pouxaywyiag Je peyain
amnxNon otov cLyXPovo AvBpwTio. O SoUES Kal oF SLYATOTNTEG
TOL eEeANiICOOVTAI TTAPAAANAD PE TA TTOOCPEPOUEVA TEXVOAOYIKA
HECA KAl N SNUIoLPYIA TOL ATTAITEI TNV CLVEPYATIA EVOG TLVOAOL
EMOTNPOVIKWY KAl KAOAATEXVIKGV TTESIcV. OI level designers éxouv
WEAETACEI EKTEVAC TIC APXITEKTOVIKEG HEBOSOLS OXeSIATUOL KAl TIG
EXOLV EVOWUATWOE OTIC TTOAKTIKEG TOLG TTPOCAPUOLWVTAC TIC OTIC
AVAYKEG TTOL LTTAYOPEVOLY Ol ISIAITELOTNTEG TOL WNPIAKOV XWEOL.

O1 £vVOoIEC TTOL SIAUOPPHVOLV TIG XWEIKES TTOIOTNTEC
TOL Video game £xouv TTPOKLWEI ATTO TN PEAETN TNG OXEONG TNG
QPXITEKTOVIKAG HE TNV WLXOAOYid, KaBOTI TO video game pnv
OVTAC TTAPAYWYIKO PECO ATTOCKOTTIEN AUIYWS TNV TTPOKANCN
ouvaliocOnuatwy. O xwpPog oTov oTroio dladpauarifetal To vid-
€0 game &ival LRPISIKOG, APOoL O TTAIKTNG PLOIKS TTAPICTATAI
OTOV TTPAYHATIKO KOCHO AAAG OI EVEQYEIEC TOL ETTISPOVLY OTOV
EIKOVIKO KOOO. H TTPOROAN TNG HETARANTOTNTAC TOL EIKOVIKOUL
TTEPIRAANOVTOC EXEl WG ATTOTEAECUA TNV EUPLOICN TOL TTAIKTN,
O OTT0I0G vOoNTA ATTOCTIATAI ATTO TOV TTIPAYUATIKO KOTUO KAl
TTPOCNAWVETAI GTOV KOTUO TOL TTAIXVISIOL PBICOVOVTAC OTO ETTAKOO
TNV EUTTEINIA TOL XWPEOUL TOV.

O emMTEAECTIKOC XAPAKTAPAG TTOL EXEl AGREI N APXITEKTOVIKA
XAPIC OTNV ALEAVOUEVN TEXVOAOYIA TV WNPIAKWY PECWV EXEI
ETMPEPEI OXI HOVO TNV avalATNoN VEWY SLVATOTATWY OTOV
APXITEKTOVIKO OXESIATUO, AANA KAl TN JEAETN TOL XWPEOL OX!
APIYWG HE OPOLE OTPATNYIKAS XWEOBETNONG, AAAG e0TIAlOVTAC
oTNV eVTOTION, TNV ATUOCPAIRA KAl TN §0A0N OTO SOUNUEVO
TTEPIRAANOV. H apxITEKTOVIKA Kal TO game design ammoTe oLy SV
SNUIOLPYIKOVLG KOTHOLG TTOL Ba PTTOPOVLCAY VA ETTWPEANBOLY

KAl VO avaTmTtuxOoLyV PJEC UIAC apoIpaiag avTalAayng: TG
EKUETAANELONG, SNACSH, TV TTOADTTIAOKWY AVTIANWEWY KAl 1660V
TNG APXITEKTOVIKNG OXETIKA UE TOV OXeSIATUO KAl TNV 0PYAVWON TOL
XWPOUL, XPNOIUOTIOIVTAC WS EQYAALIA TNV AAANAETTISpAoN, TNV
EUPLOION OTO XWPEO KAI TNV WPLXAYWYIA TTOL TTPOCPEPEI TO game
design.

O apxITEKTOVAG Pe TN PoNBeia TV £pyaAeiy TOL game
design puTropel va XpnoIUOTTOINCEl TA LTTOAOYIOTIKG CLUCTAUATA WG
TTAQTPOPUA WNPIAKWYV TTEIRAUATRV, VA CLAAEEEI TTANOOPOPIES,
va ermaAnBeboel TIG ETMADOEIG APXITEKTOVIKQDV TTOORANUATWY KAl
VA avayvwoel TNV avOp@TIIVN CLUTTEQIPOPA EVTOG TV XWPIKWV
Sopav. EmMmAéoy, n évtagn Touv OToIXEIOL TNG diIAdpaoNg OTNY
Siadikaoia TNg oLVOEoNC PECW TWV game engines Utropei va
avapabpuion TNV £TMIKOIVGVIA TOL APXITEKTOVA WE TOV XPNOoTN,
EVTAOOOVTAG TOV SELTERO OTN SNUICLPEYIKA dladkaaia Tov
oxedlaouoL.

O1 game designers kail oI APXITEKTOVEG UTTOPOLY va
TTAGCOLY TO PEANOV TNG XWPIKACS KAI XOOVIKAG TTRAYUATIKOTNTAG
WG UIa HoPPN SIadpACTIKOL XWEOL, KAl ALTO UTTOPE va
TTPAYUATOTTIOINBEI KAl OTOV YNPIAKO KAl OTOV LAIKO, APXITEKTOVIKO
KOOUO.

IXESIAOTIKEG AAANAETTISOATEIG
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