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Oa nBeAa apylkd va €uXAPLOTHOW TOV Ka-
Bnyntn kat pevropd pou, Kwvotavtivo Ouy-
yplvn, OxL HOVO yla autr) TNV TILo TPOoPatn
ouvepyaota pag ala kab' oAa Ta xpovia Twv
OTIOUSWV PoU, TIOU P BornBnaoe va Stapop@w-
OW TOV OLKO OU XapaKTNPQ KAl HE EVETTIVEL-
O€ VA VOTEPVLOTW KATL TIOU ayartw o€ 3abuo
TIOU Va TO QVaTTTUEW PEAETNOW Kal €V TEAEL
LOLPAOTW WE TOV KOGHO TIOU QuTn Tn OTLyun
Slafadel auto To prvuua.

Ertlong Ba nBeha va euyaplotrow TNV olkoye-
VELA JOU Kal Toug piAoug pou yla tnv otnpLen,
Katavonaon Kat egpuxwaon Tou LoU TIPOCEPE-
paV aTto TN OTLyHn TIOU PTINKQ 0T OYOAN.

Y Q¢ EVXaPLOTW Kal Tirmota dev Ba ftav to Lo
Xwplg 6Aoug eodc.
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INTR(

INOLOGY

Y& auto To KEPAAalo ivovtal oplopol otnv opoloyia (terminology), TTou xpnonuoToLeltat otnv
OUYKEKPLUEVN EPEUVNTLKN gpyacia. ApXLKQ, yLa TNV KAAUTEPN YEVLKA Katavonon, apouctadetat
N EPUNVELA TNG AEENG «TTaLXVISL» (game), oTNV CUVEXELA, KABWGE N EPEVVNTLKNA Epyacia oToxeVEL va
€€eTdoEL TOUC TTAPAYOVTEC TIOU KAVEL KATIOLOV va BEAEL va TtalEel Eva OUYKEKPLUEVO 1) YEVIKOTEPQ
KATIoLo TtatyvidL, xeladetal N avaluon 0pwv TWV NAEKTOVLKWY TIALXVLSLWVY (OTIWG yLa TIapadeLypa
Ta JOVTEAQ KaTnyoploTiolnong toug). TEAog, avalUovtal Kat Ttapouctddovtal, o pOAoG Kal N guon
AUTWV TWV (PUXOAOYLKWV) TTapayovwy KabBwg TIPOETOLPALETAL TO TIEPACHA OTO KUPLO PEPOG AUTAC
NG EPEVVNTLKNG epyactiag Tou Ba elvat n eTAoyNG Kal EE€Tacn KATIOLWVY amd autoug Toug Ttapa-
YOVTEG, TOUG OUVELPHOUG.

MAIXNIAI GAME

Kata to Oxford Dictionary (2016) wg tawyvidt opletal apxLlkda n Hop@n avtaywvLloTIKr¢/ouvayw-
VLOTLKAG §pactnpLotntag i abAntiopou mou mtailetal cUPPWVA PE eva 6UVOAO KaVOVWV.

AUTO TEpAaPPBAVEL CUYKEVPWOELG TIOU TIPAYHATOTIOLOUVTAL yld TNV SLekTepalwaon abANTIKwy
AyWVLOPATWY, OTIWE yla Ttapdadstypa ot OAuptiiakol Aywveg (Olympic Games) [ota ayyAikd o 0pog
«games» CULHLOPPDVETAL LE TOV EAVIKO OpO «ay®mveg»], TOV aBANTLOPO w¢ pabnpa r Spaoctnplo-
TNTA 0TO OXOAELO, KAL TNV ATI00600N £VOG ATOPOU o€ eva Ttatyvidt, omwg cupBailvel Tnv ekppacn
«bring your a game» TIoU peta@paletal ota EMNVIKA WS «BAAe ta duvatd coux». H Seltepn pun-
vela tou amoébidetal otov Opo alyvidy, elval ekeivn Tng SpactnpldTnTag TNV omola KATIOL0G KTE-
A£LyLa Aoyoug Stackedaong ) Yuxaywytag', yla mapddetypa va Tatyvist 6Tov UTIOAOYLOTH 1) N €K-
pdbnon plag &&vng yAwooag og pop@r Ynelakng epappoyns. Ot Merriam-Webster (2016) opiCouv
TO TtaLXVISL WG pPla CWPATLKA ) TIVEUPATLKA §pacTnpLOTnTa TIoU £XEL KAVOVEG TNV oTtola avBpwriol
EKTEAOUV yLa euxaplotnon (pleasure), elte auto elval pla cUyKEKPLUEVN EKPPac TTAaLVLSLoU 1 va
TTaLViSL HEPOC eVOC eUPUTEPOU CUVOAOU SLAYWVLOHATWY, OTIWE YLa TIAPASELY A €Va PATE TEVVLG.

SERIOUS GAME

Ta serious games, «coBapa mawyvidla» elvat eva 6pog 1ou anodidetal o€ atyvidia ta omola &ev
€XOUV WG PoVadLkd oKoTiO Toug TNV Slackedaon Kal tnv Puxaywyla.? AVTIBETwE, xpnonuotoLouv
autr TNV UGN TWV TIALVLSLWVY yLd va TIpodnouV TNV eKPAdnon ) Kat AAAEG CUVAWELG TITUXEC , OF
TOMELG OTIWG N Apuva, N ekmedeuon (N ekpadnon plag &evng yAwooag [Duolingo] | n ekmaideuon
08nywv Kat TAOTwV [Microsoft Flight Simulator]), n tatpikn (poopoiwon TeEPLBAMAOVTWY EKTEAE-
oNg plag evépyeLag Tiy. XLEPOUPYELO KATL.) N €MLOTNHOVLKNA Slepelivnon, n Slaxelpon KAataotdosw
EKTAKTOU avaAykKng, 0 oXeSLAOUOG TIOAEWVY, N UNXAVLKI KATL. 3

1 Yuxaywyia: H aywyn (ekkuabnon) tou véupatog (Puxn), £vag To TIVEUPATIKOC Opog yLa To “Slackedalw”.
AMwoTta ota EMNVIKA N AEEN “TtayvisL” €xeL TG pldeg TNG 0TNV apXLoeAANVLKN A&EN “raldela” Tou prjpatog “matdevw”,
TIOU 0oTa oUyxXpwva EAANVLKA £xeL AABEL TNV éwvola Tou pabdvw... ekTtaLdeuon

2 Djaouti, Damien; Alvarez, Julian; Jessel, Jean-Pierre. “Classifying Serious Games: the G/P/S model”

3 “Serious Games”. cs.gmu.edu. Retrieved 26 June 2015.
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GAMEPLAY

To gameplay elval 0 CUYKEKPLPEVOG TPOTIOC PE TOV OTIOLO OL TIALKTEG AAANAETILEPOUV E €va Ttal-
XViSL*®, kat 1&lwg pe ta Buvteomalyvidia® ’. To gameplay sivat to potifo mou kabopidetal amod toug
KAVOVEC TOU TTALYVLSLOUE %, TN oUVSeon PHETAEL TOU TTALKTN KAl TOU TIALYVLSLoU'™?, TwV TIPOKANCcEWV”
KaL TNV utepBact] Toug,'? Tng TAOKNG'? Kal tn olvdeong Tou Ttaiktn e autn'. To gameplay Twv
NAEKTPOVLKWV TtaLVLSLwy (video games) Staywpiletal amd ta ypa@Lka' '® kaL ta NXNTka otolxela
ToUuC!.'8

4 Lindley, Craig (June 24-26, 2004). “Narrative, Game Play, and Alternative Time Structures for Virtual Environ-
ments”. In Gdbel, Stefan (ed.). Technologies for Interactive Digital Storytelling and Entertainment: Proceedings of TIDSE
2004. Lecture Notes in Computer Science. 3105. Darmstadt, Germany: Springer. pp. 183-194. doi:10.1007/978-3-540-
27797-2_25. ISBN 978-3-540-22283-5.

5 Salen, Katie; Zimmerman, Eric (2004). Rules of Play: Game Design Fundamentals. Cambridge, Massachusetts:
The MIT Press. p. 3. ISBN 978-0-262-24045-1. "
6 Lindley, Craig; Nacke, Lennart; Sennersten, Charlotte (November 3-5, 2008). Dissecting Play - Investigating the

Cognitive and Emotional Motivations and Affects of Computer Gameplay. Proceedings of CGAMES 08. Wolverhampton,
UK: University of Wolverhampton. ISBN 978-0-9549016-6-0

7 Tavinor, Grant (October 5, 2009). The Art of Videogames. Wiley-Blackwell. ISBN 978-1-4051-8788-6

8 Salen, Katie; Zimmerman, Eric (2004). Rules of Play: Game Design Fundamentals. Cambridge, Massachusetts:
The MIT Press. p. 3. ISBN 978-0-262-24045-1.

9 Egenfeldt-Nielson, Simon; Smith, Jonas Heide; Tosca, Susana Pajares (February 19, 2008). Understanding Video
Games: The Essential Introduction. Routledge. ISBN 978-0-415-97721-0

10 Laramée, Frangois Dominic (June 15, 2002). Game Design Perspectives. Charles River Media. ISBN 978-1-
58450-090-2

11 Adams, Ernest; Rollings, Andrew (2003). Andrew Rollings and Ernest Adams on game design. New Riders Pub-
lishing. ISBN 978-1-59273-001-8

12 Adams, Ernest (September 23, 2006). Fundamentals of Game Design. Prentice Hall. ISBN 978-0-13-168747-9.

13 Concise Oxford English Dictionary (11, Revised ed.). Oxford University Press, USA. August 11, 2008. ISBN 978-0-
19-954841-5.

14 Laramée, Francois Dominic (June 15, 2002). Game Design Perspectives. Charles River Media. ISBN 978-1-
58450-090-2.

15 Concise Oxford English Dictionary (11, Revised ed.). Oxford University Press, USA. August 11, 2008. ISBN 978-0-
19-954841-5

16 Oxland, Kevin (2004). Gameplay and design. Addison Wesley. ISBN 978-0-321-20467-7.

17 Concise Oxford English Dictionary (11, Revised ed.). Oxford University Press, USA. August 11, 2008. ISBN 978-0-
19-954841-5

18 https://en.wikipedia.org/wiki/Gameplay
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)MOIHZH NAIXNIAIQN

H katnyopLomolinon Twv NAEKTPOVLKWY TIALXVLSLWV EYKELTAL O€ VA PEYANO PACHQ, O TILO SNPOPL-
ANG TPOTIOC, KAL TAUTOXPOVA O TILO TIPAKTLKOE, Elval n katnyoplottolnon pe BAon tou TLKAveL o Ttal-
KTNG o€ autd. Autd Tou l80ug KatnyopLottoinon PTtopoUlE va BPoUpEe 08 NAEKTPOVLKA KATAOTH-
Hata MWANONG NAEKTPOVLKWY TTALXVLISLWVY OTIwG To Steam. Xto store.steampowered.com ot T{tAol
TIaLVLSLWV Katnyoplotolovuvtal ava idog og: §pdong action, adventure, casual, indie, massively
multiplayer, racing, RPG, simulation, sports kat strategy. Map’ 6N’ autd, Kata pla Lo ETLOTNHOVLKN
TIPOOEYYLON, TA NAEKTPOVLKA Ttalyvidla urmopolv va KatnyopLototnBouv pe TIoAOUG AANOUG TPO-
TIOUG.

Ou Aarseth, Smedstad, kat Sunnana (2003) avamtuoouV €va POVTEAO KATNyOPLOTIOLNONG TWV
TIALXVLSLWY PE BAon Ta ELKOVIKA TIEPLBAAMOVTA TOUC. AvagEpPOUV OTL «Ta Tralyvidla lvat to 1o
TIAOUOLO Kal PE TIOLKIAN ePPBEAELa €(60G EKPPAONG TIOU €xEL UTTAPEEL TTOTE». (O€EA. 48 - A MULTI-
DIMENSIONAL TYPOLOGY OF GAMES), kaL n énuocieuor amookotel otnv dnuloupyta evog véou
HOVTEAOU KATNyOoPLOTIONONG TWV TTALXYVLISLWY YEVIKOTEPA.

Avapepetal OTL TIPONYOUPEVEG TIPOOTIABELEG TAELVOUNONG TIALXVISLWY CUXVA UTIOPEPOUV ATIO
TNV TpoYavr) Taon va cupTtiepAapBdvovtat uttepBoALkd TTOAAEG, auBalpeteg, cupBiBaocteg 1 emL-
KOAUTITOPEVEG KATNYopLeg. ZTnV Snuoacteuor) Toug Tipotelvouv va ToAudLdotato povtelo tadl-
vOUNoNG, TIou PTIopEL va xpnotpototnBel yla éAa ta mawyvidia, pe Baon tn Kivnon oto €LKOVIKO
TEPLBAANOV, CUPTIEPINAUBAVOUEVWY TWV (PUOLKWY ABANPATWY, TWV EMLTPATECLWVY KAl TWV NAE-
KTPOVLKWVY TTALXVLELWV. TO HOVTEAD QVAPEPETAL KUPLWGE 0TA XWPLKA Ttalxvidila, aAAd pttopel emtiong
va xpnotuotonBel yla tnv ta&lvounon pn XWpLKWY TIatxVISLwV (TL.. Ttaxvidla pe KapTeg) amAwg
aTtOKAE{OVTAG TLG XWPLKEG SLAOTACELG ATIO TNV PEAETN.

OL SEKATIEVTE AUTEG «SLAOTACELG» OPASOTIOLOUVTAL O TIEVTE KaTnyopleg: Xwpog (Space), Xpovog
(Time), Aopn Matktn (Player Structure), EAcyxog (Control) kat Kavoveg (Rules). Autol ot titAol &i-
vat amA\d katnyopleg yla SleukOAuvon TG PEAETNG Kat Sev Ttal{ouv onuavtiko pOAO OTo (8L0 To
HoVTEAOG.

O XQPOZ unopei va xwplotel otnv pootttikr)  to Doom tng Id Software, } to EverQuest twv
(perspective), tnv tomoypagia (topography) Verant/Sony, n TPOOTITIKY AKOAOUBEL €vav ou-
KaL to TEpLBAMov (environment). YKEKPLUEVO Ttalktn dBatap, TOTE N TPOOTITLKN

1) H TtpooTTTiky) (perspective) propel va xa- OEWpEeltat vagrant. *°
POKTLPLOTEL WG omni-present (mavtaxou Ta- M
pouoa) N TepuTAavntikn (vagrant). Mawyvidia N i oA
OTw¢ to Modo6owatpo [NBA 2k21, FIFA] kat Tto 381, — '
Warcraft emutpenouv otov maiktn va egepeuvn- = ;
O€L OAO TO SLABECLPO ELKOVLIKO TIEPLBANNOV, Kal
TOTE N TIPOOTITIKN Bewpeltal omni-present. e
KATIOLEG TIEPLTITWOELG N 0pATOTNTA PTIoPEL va l-
VAl PEPLKWG EPTIOSLOPEVN (YLa TIaPASELYaA OTO
«Fog of War»), aAAd yevikd o Ttailktng elvat eEAeU-
Bepog va eepeuvnoel SLAPOPETLKEG SLaSpopEG  NBA 2k21!

TOU TEPLBAAOVTOC XWPLG KATIOLA OTPATLYLKN
Tlow amd TV EMAOYN TOUC. & GAAA TTALYVL-
SLa, omwe to Crowther and Woods' Adventure,

2) H tomoypawpia (topography) svog matyvi-
SloU ptopel va Xapaktiplotel €lte WG YEWWE-
TPLKN (geometrical) TIOU ETLTPETEL TNV CUVEXN

19 Aarseth, Espen, Solveig Marie Smedstad and Lise Sunnana. “A multidimensional typology of games.” DiGRA

Conference (2003).
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€AeVBepN Kivnon, 1 TortoAoyLkr) (topological) &i-
VOVTAG OTOV TIALKTN CUYKEKPLUEVEG Kal EekABa-
PEG, HN AAANAOETILKAAUTITOPEVEG BEDELG yLa va
petakwveltal. MNa nmapadetypa oto Quake Arena,
€Va YEWPETPLKNAG ToTIoypayiag mawyvidy, o mat-
KTNG pmtopel va kwvnBel Tipog OAEG TLG KaTeuBUV-
O€LG, KaL N B€on Tou Ttaiktn 0ToV ELKOVLKO KOGHO
pTtopel va aAAAGEeL katd eAayLota tn popa. 1o
OKAKL, TIoU Bewpeltal Eva ToTToAOYLKO TtatyVisy,
TA TILOVLA PTIOPOUV va KvnBouv povo petagu
64 PN AAANAOETILKAAUTITOPEVWY BECEWV.

MayvisL ZKAKL o€ UTTOAOYLOTH?

3) To meptBaMov (environment) Stakpivetat
oe SuvapLko (dynamic) kal otatiko (static). Ze
kdroLa Tatyvidla ta mepBAAovTa Toug Tapa-
HEVOuV aueTdPAnTa kab' oAn tn SLapkela Tou
TIaLyVLSLoU (OTatikoO) EVW OE KATIoLd GAAQ PTTOo-
pouv va petaBAnBouv amd tov TakTn (Suvapt-
KO).

CONTROL (Remedy - 2019)

H &eUtepn katnyoplaoto povtéAo Taglvounong
Twv Aarseth, Smedstad, kat Sunnana elvaL o
XPONOZ. Ontwg avagepouy, 0 xpovog elvat pia
SUOKOAN Katnyopla oto va oplotel étav ava-
(PEPETAL OTA NAEKTPOVLKA TtalxVvidLa, ETELSN) KU-
plapxo otolyelo Toug elvatl o XWPog Kal YEVIKA
TO SOUNMEVO ELKOVLKO TtEPLRAAAOVY, N XPron Tou
XPOVOU WG epyalsio, SLagopoTotrtat ano mat-
XVL8L o€ Ttay Vi, 1 akdpa Kat peoa oto 6Lo to
TawyvisL. MNa mapddetypa oto Grand Theft Auto
3, TTOMEC amd TLC ATOOTOAEC [missions] (TTou
€XOUV AMEDN OXEON PE TNV TIAOKN) TOBU TtatyvL-
Sl00) elval Baolopéveg og xpovika TAalola e
SLaPOPETLKY oLVAPELQ, KATL TIOU glval akpLpwg
To avtiBeto pe to freemode (to gameplay peta-
€U amooToAwV) TIOU O TIALKTNG APAVETAL EAEV-
Bepog va €&epeuvroEL TOV ELKOVLKO XAPTN Kal
HTIOPEL aTIAG Va TIEPLPEPETAL YLA «PEPEG» XWPLG
kdmola avdpelén f eminmtwon otnv TAOKNA Tou
TawyvLdLou.

Opolwg, oLévvoleg 6TWG TOo “bullet time™2° (Max
Paine, Postal 2), iBavoév va pnv €xouv vonua
o€ éva multiplayer meptBdA\ov, kabwg Ba ntav
KATa@wpa ASLKO yLa TOUG UTIOAOLTIOUG TTALKTEG.
Katt mapopolo pe bullet time 6a pmopouoce
va emteuyBel, emPBpaduvovtag tnv taxutnta
OAWV TWV AA\WV TIALKTWY [ avTLUTdAwy, aAAa
auTo TBavov va anoSuvapwaoEeL TNV LooppoTiia
(Kal ETOMEVWG TNV aAVTIANTITH ToLOTNTA) TOU
TawyvLdLou.

O XPONOZ avaAUeTal o€ TPELG UTTOKATNYOPLEG:
to Pace, to Representation kat to Teleology.

4) Pace: Kamola mawyvidla emTpemouvy otoug
TIALKTEG va €lval evepyol kad' oAn tn Sldpkela
TOU TtalVLSLoU avegapthtwg Twv dpactnplo-
TNTWV AANAWV TIALKTWY, VW AAAA OTIWG TO OKAKL
r To EverQuest, oL TtalKteG AANAETTTLEPOLV HE
TNV AoylKn NG oeLpac.Ta mawyvidia mou agn-
VOUV TOUG TtalkTeg va §pacouv eAeuBepa Kat
oto 8kd Toug Xpodvo Kal tayxutnta, To Pace
ToUug xapaktnpiletat wg Realtime, evw ekelva
OTIOU OL KLV OELG EAEYXOVTAL KAl EVAAAGooOVTAL
OMOLOHOPYPA PETAEY TWV TIALKTWY KAl TWV AVTL-

20 To Urban Dictinary opilet to bullet time wg To @€ apyng klvnong TTou xpnoLoTIOLE(TAL O€ TIOANEG TALVIEG
kat Bwteottatyvidia, 6Twg to The Matrix kat to Max Payne. Xpnotpomolifnke apykd otnv tawia emoTnpovLKAG
pavtaoiag The Matrix, kat Twpa xpnolpotoLleitat cuxvd og TIOAAA GAAQ PEPT, OTIWG TO NAEKTPOVLKO Ttatyvidt Max
Payne, tnv tawla Mission: Impossible 2 kat o€ TTOMEG TNAEOTITIKEG EKTIOUTIEG,.
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dAwv, xapaktnpifovtat wg Turnbased?'.
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UNO (Gameloft, Mattel)*

5) Mia @A\ Tttuxn PEAETNG elval ekelvn tng
QVTLTIPOCWTIEUONG (representation) tou xpo-
VOU. Z€ KATola Ttayvidla N avILmpoowTieuon
TOU Xpovou slval auBaipetn (arbitrary) (rty. Te-
TpLg, Age of Empires), apou n &paon &gv oup-
QWVEL PE €KELVN TIPAYHATIKWY QVTLKELPEVWV.
e GMa Tayvidia omwg to EverQuest n to
Morrowind, n avamapdotaon elvat PLPNTKnA
(mimetic), a@pol 0 XPOVOG TWV EVEPYELWV OTO
Tawyvist plpeitat tov xpdvo twv avtiotolywv
EVEPYELWV OTOV TIPAYHATLKO KOGHO.

Age of Empires®

6) H teAeoloylia (teleology) oxetiletal pe tov
TEALKO OTOXO TOU TtalyVvidLou. Mepikda Ttawyvi-
Sla eV TAVOULV TIOTE OE pla oa@r VIKATpLa
kataotaon. Autd ta mawvisia €xouv AmeLpo
(infinite) teleology, evw ta mayvidla pe ocagwg
kKaBoplopéva emituynpéva anoteAéopata Bew-
pouvtal TeAeooykwg Tiemepacpeva (finite).

7) Player structure (Singleplayer, twoplayer,

multiplayer, singleteam, twoteam, multiteam).
H emopevn katnyopla mou apouaotadetal eivat

N «80pN TWV TalkTwv» (player structure) kat xw-

21 Turn = Zelpd

piletal oe singleplayer, twoplayer, multiplayer,
singleteam, twoteam, multiteam. OuoLaoTika
oL Opol ggnyouvtal amo PovoL Toug. Av &vag
TtatkTng Sev €xeL avtumdAAoug (adversaries) oto
TawyvidL, tote Bewpeltal singleplayer. tnv me-
plrtwon evog advarsary, o owotog Opog sivat
twoteam, kal 0tav UTIAPXOUV TTOAAATIAOL aVTi-
TIaAoL TOTE PAAPE yLa Eva multiplayer tacyvist.
Me to -team akoAouBeitat n t&ta Aoyikr) étav
QVTLKATOOTHOOUE TOV éva Ttalktn e pla opa-
oa.

Adversaries Individual Team
None Singleplayer Singleteam

(Tetris) Dungeonsé& Dragons
One Twoplayer Twoteam

(Chess) (Counter Strike)
Multiple Multiplayer Multiteam

(Quake Arena) | (relay race, AO)

Mivakac®

O EAErX0Oz ywptletat oc Mutability,
Savability, Determinism

8) To mutability ocuvéeetal pe tnv emPBpa-
Beuon tou Taiktn Tou Kat' emektaon Ba emnpe-
AOEL TNV CUPTIEPLYOPA TOU Ttatktn. Mawyvidia
xwplg autrv amA\d Bswpouivtal otatika (static),
Tawyvidla pe poowptvr) mutability (yla mapa-
Selypa paylkd paBsdia mou propel va Bploket
0 TIalKTNG KAl PJETA KATAOTPEPOVTAL) XPNONHO-
TIoloUV Ta AgyOpEvVa powerups, Kat Tatyvisia
TIOU N €VLOXUTLKN MPETAPBOAN TOU xapaktrpd
glvat poviun xapaktipidovtal wg Experience-
Leveling (XL)

9) H Suvatotnta amobrjkeuong tng TPoo-
Sou Tou Tawyvidlou (savability) pmopel va &t-
val avumapktn (non-saving), ava mepimtwon
(conditional), r) antepLtopLotn (unlimited).

10) O Ntetepplopog (Determinism) propel
Va XApAKTNPLOTEL WG evepyoc (deterministic) o€
gva mavidL r avevepyog (non-deterministic).
‘Eva pn VIETEPPULVLOTIKO TtalxvidL dev pmopet va
elvat amoAutwg mpoPAEPLpo, kabwg Baoile-
TAl O€ pla tuyatla AeLtoupyia yla tnv eLoaywyn
OTOLXELWV KAl KATAOTACEWV. Eva VIETEPULVLOTL-

13
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KO TtawyvisL elvat auto Tou Ttapayel to (Lo amotédeopa v n elcodog tou Ttaiktn ival (Sla.

H teAeutala katnyopla tou povtélou ival ol Kavoveg (rules). Ot Aarseth et al. (2003) uttoypap-
HLCouV OTL OL KAVOVEG ELVAL TO TILO KEVTPLKO OTOLXELO TOU TtatyVLSLoU, aAAG ivat LtéLaitepa SUOKOAO
va KatnyoplomotnBouv. Mia oAOKANPWHEVN aTOTIELPA KATNYOPLOTIOINONG TWV KAVOVWY TOU TiaL-
XVLISLOU EYKATOAELTIETAL WE PATALN KAL TIPOCWEPOVTAL TPELG ATIAEG SLAOTACELG PJETA-KAVOVWY avT
autou: n apouacia f n amoucia TOTIOAOYLKWY, XPOVOUEPLOPEVWVY KAL AVTLKELPEVIKWY KAVOVWV.

11) Ol TotoAoyLkot kavoveg (topological rules) Siemovtat and pia ocuvBnkn, yla mapddstypa n
TomtoBeoia Tou Ttalktn. Av oL Kavoveg ivat evvolaiol yia OA0 To TtatyVisL TOTE To TIatyVisL Ape OTL
S€V €XEL TOTIOAOYLKOUG KAVOVEC.

12) Ol kavoveg Baoel xpovodlaypappatog (timebased rules) sival kavoveg ou kaBopilovral
HE TNV TIApodo Tou xpovou. To GTA3 yla tapddetypa SLETIETAL ATIO TETOLOUG KAVOVEC, KaBwg To
QTIOTEAECHA PLAG ATIOOTOANG OE AUTO £€apTATAL ATIO TO TIEPACHA TOU XPOVOU.

13) TéAog, €va TtayvidL £xel avtikelpevikoUg kavoveg (objective-based rules) sav n p6o&og
e€aptatal amod pla cuykekpLuevn polnoBeon Ttou TTAnpouUTal.

T-""'ll':.,E —I--HE B‘LAME

Life is strange (Square Enix) ’

Detroit: Become Human (Quantic Dream)?

14 | Research thesis
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Opiletal n évvola tng epBuUBLoNG (immersion), OTIWC ULOBETELTE O OAO TO CWHA AUTHC TNG EPEL-
vag, Kat tapouctddetat eva cUVOAO LOTOPLKWY TIEPLITTWOEWVY TIou avaluovtal ste§odika. Me Baon
QUTEG TLG TIEPLTTTWOELG, OXNUATLZETAL £V TIPWTO GUVOAOD XWPLKWY XAPAKTNPLOTLKWY, TIOU UTIOpoUV
Va EQAPPOOTOUV OTO OXESLACHO KAl TNV UAOTIOLNGON TOU APXLTEKTOVIKOU I HETETIELTA XWPOU OTO-
xevovtag otn Blwon pla epPubLlotikng epmeLplag.

OPIZMOz

Tt elvat epBUBLoN;

+ 'Evag mpwtog oplopodg Tou Opou epavidetal oto apbpo tou F. Biocca to 1992
TIOU PLAGEL YLO TNV ELKOVLKI TIPAYHUATLKOTNTA WG VA VEO gyxeLpidlo. M autov n
gUBLBLON elval o aTtOKAELOPOG aTtd TOV (PUCLKO KOGUO.

To 1999 o J. Nechvatal otn dtatpr) Tou yLa tn oxeon avApeoa OTLG KAAALTEXVL-
KEG LOEOAOYLEC BACLOPEVEC ZTNV ELKOVLKI TIPAYHATIKOTNTA KAL 0TA TIponyoUuEVa
guBUBLOTIKA LSLwpata, opllel TNV ePBUBLON WE TNV Katdotacon NG cuveldnong
OTIoU N ETlyvwon Tou ePPUBLIOPEVOU YLA TOV (PUCLKO EQUTO TOU PELWVETAL 1] XA-
VETAL ATtO TNV TIEPLKUKAWON €VOC GUVOAOU TIEPLRAAMOVTOC, oLVABWC TEXVNTO.?

O AnunAtpng Xapitog BEtovtag To pwWTNPA €AV N ELKOVLKI TIPAYHATIKOTNTA -
pavietal wg Eva veo ocuoTNPa SLEMAYNG avBpwTIou - UTTOAOYLOTH) (| WG €Va VEO
UECO eTLkolvwviag, opilel oto Kelpevo Tou TNV €PRUBLON W¢ TNV amopdvwon
TOU Xprotn amo tnv alcbntnplakn TAnpopopia tou APecou TEPLRAAOVTOG
TOU KAl TNV TPOYOSOTNCEL TWV aLoBNTNPLAKWY TOU KAVOALWY TIPOCANYPELS PE
ouvBeTIkd epebiopata eE0AoKArpoU TTapaydpeva amd ToV UTIOAOYLOTH.2

Ertlong to 1995 o Mel Slater kat o Martin Usoh aoxoAoupevol kat autol pe tnv
ETLOTAMN TNG ELKOVLKNG TIpAyHaTIKOTNTAG, TIpoodlopidouv tnv euBublon wg tnv
Pevdaiobnon tng Umap&ng Ttou XpNoTN PECA O€ £Va ELKOVLKO TIEPLBAANOV (being
there).?*

To 2004 o Oliver Grau p¢oa amo to BYBAlo tou Virtual Art: From lllusion to
Immersion opidel TNV epBUBLON WG TO KAELSL yLa TNV Katavonon TG avATTtugng
TWV PJECWV, aKOPAa Kal av n okePn eppavideTal KATwG adlta@avng Kat aviupatt-
KM%

Tnv (&la xpovid o Staffan Bjork kat n Jussi Holopainen &ivouv to &1kd Toug opt-
OopO otnv €uBLBLoN peoa amo to BLBALo toug “Patterns in Game Design”, w¢ n
BabLd ouYKEVTPWON TWV TIALXTWY OTNV AAANAETILEpaCN TIOU £XOUV PECW TOU

TayvidLou.?

22 BAere: Nechvatal, J. (1999). Immersive Ideals/Critical Distances. A study of the Affinity between Artistic Ideolo-

gies Based in Virtual Reality and Previous Immersive Idioms. (PhD thesis, Center for Advanced Inquiry in the Interactive
Arts (CAIiA), University of Wales College, Newport, Wales, UK

23 Charitos, D. (2005). Virtual Relity: a new type of human-computer interface or a new communication medium?
Issues of Communication, No.2. Athens: Kastaniotis Publications, 3.

24 BAéme: Slater, M. & Usoh, M. (1995). Modelling in immersive virtual environments: a case for the science of VR.
In R.A. Earnshaw, J.A. Vince & H. Jones. (Eds.). Virtual Reality Applications. Oxford: Academic Press, 53-70.

25 Grau, O. (2004). Virtual Art: From lllusion to Immersion. Cambridge, MA: The MIT Press, 13.

26 Bjork S. & Holopainen, J. (2004). Patterns in Game Design, Hingham, MA: Charles River Media, 205
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E IMMERSION

XQPO TQN VIDEO GAMES

‘Otav payparototeitat éva review o eva mtatyvisdt, n immersion 6a avagépetal wg mpog To €L-
KOVLKO TIEPLBAAOV 1] TOUC ATPOCPALPLKOUG AXOUG TOUG. OUwWG SV £XEL OPLOTEL HEXPL TWPA CAPWC
Tt elvat n epBubvon kat tL TN TiPoKaAeL. MOANEG popeg paAloTa Bewpeltal OTL Sev eTLTUYYXAVETAL
KaBOAou akdpa Kat av To TatyVidL XeL PEAALOTIKO TIEPLBAAOV KaL YPAPLKA KAl ATHOCEALPLKOUG
fXoug, otolyxela Tou elval aueoca ocuoyetiloveva pe tnv egPuBLvon. O Radford kavel pla pkpn
ava@opd OTO TIWG O «XELPLOPOGC» EVOG TIALYXVLELOU €PXECAL OE CUOYXETLOMPO PE TNV PBUBLVON.

Emtilong, 6tav avagpepdpaote os TEPLBANOVTA ELKOVLKNG TIPAYHATIKOTNTAG, UTIAPXEL TO OTOLYE(O
NG «mtapouctiag» SnAadr o€ Tolo Babpd Ta avTLoNTITLKA 0pyava EVOG ATOPOU «EEyEALOUVTAL» VA
miiotePouv OTL Bplokovtal o€ €va PEPOG EKTOC TNG PUOCLKNE Toug ToTtoBeatag.?

Mapd\AnAa pe To AOYOTEXVLKO OAOTIEVE KAl TNV aywvia kat tnv €EEALEN tng Spaong péoa otov
KOOMO TOU KeELPEVOU, evtoTidetal TiapopoLla avtidpaon Kat Katd TNV eKTEAEDN VOG NAEKTPOVLKOU
Tawyvidlou (video game). MAnolddovtag o€ autod To onpelo TIEPLOCOTEPO OTA CUYVWUN §€SopEVQ,
av YVWPLLETE TTWC 0 KATIOLEG TIEPLTTTWOELG SEV TIPOKELTAL TIAEOV YLa ATAA TTaLyViSLa aAAd yLa TuApa
NG KaBnuepvng wng tou Ttaiktn. Elvat oAOKANPoL KOCHOL KATAOKEUAOHEVOL ATt TNV ELKOVQ, TIOU
TOV KaAOUV va (el «Peca» TouG. Ta €(6n elvat TIOAAA Kat olkoAOyoL Tou Ttatlktn eAeUBepn avapeoa
oe: Ttawvidla dpdong (action games), avidla dpdong- mepLETeLag (action-adventure games),
rtawvidla mepuételag (adventures games), awyvidia poAwv (role playing games), awvidia mpo-
owpolwong (simulation games), aBAnNTka Tawyvidla (sports games) kat Talvidla otpatnyLkng
(strategy games).?® ETtlong o ailktng £xeL tn duvatdTnTa va eTAEEEL Kal Sltapdpywon o (8Log to
“avatar” (eL6wA0) Tou KaBWGE KAl Ta avtikelpeva ou Ba xpelaotel katd tn SLAPKELA TOU TTaLXVISLoU,
BewpwVTag autda Kat TLG EVEPYELEG TIOU TIPAYHATOTIOLOUV AANBLVEG HECA OTOV “ELKOVLKO” KOGUO.

H euBUBLoN ota nAekTpovika Ttalxvidla emepyetat ypriyopa agpou o Taiktng mpoomnadbwvtag va
EeTEPAOEL TA OPLA TOU TTALYVLELOU XAvel o€ peyaho Babuo tnv alobnon yla to guotkd TepBaAo-
VTa YWwpo. Tautoxpovwg n Tipocoxr) TIou aratteltal, yla va avadely el og €umelpo Talktn wote va
@Tdoelg otnv emtuyia, Tou Tipokalel kavottoinon kat tov Bubidel 6A0 Kal TiLo TIOAU TOPN TIpay-
paTiko. AKOpa Kat TToAU amAd rtalyvisia omwg elvat to Minesweeper (NapKaALEUTHG), UE EAdyLota
YPaQLKA 0€ oUYKpLoNn Pe Ta e&eAlypéva tplodlaotata avidia, kep&iZouv tnv Tipoooxr Twv Tat-
KTWV PJECW YVWOTLIKWY EVIOAWV WOTE VA PNV avtidapBdavovtat moéoo Xpovo Katavalwvouy tatdo-
vTag ta.?® Qotdoo otav n egBubLlon xel emiteuyBel pE€oa oto Ttayvidt elvat TToAU eUkoAo va xabel
KAvelg kuplwg amd attieg Sldomaong TG E0TLACHEVEG TIPOCOXNG N ATIO CUVEXEC PECA OTNV PON)
TOU TtalyvLdLlol, OTwe N Petapacn o emopevn Tiiota f n egeavion €Etpa epmodlwy Kal ta Aot
Qotdoo otav n gPPUBLon exel emiteuxBel péoa oto Talyvist elvat TToAU €UKOAO va “yabel” KAveLg
Kuplwg amo attieg SLAoTIaonG TNG E0TIACHEVEG TIPOCOXNG I ATIO ACUVEXELEG PECA OTNV PON TOU
TTaLyVvLdLoU, OTwG n JetaBacn o emopevn TiLota f n ep@avion £€Tpa ePTIoSIWV KTA.

2TO XWPO TWV TIALXVLOLWV £vag TtalkTng €xeL TN SuvVATOTNTA VA BLWOEL TECOEPLG TUTIOUG EPBUOL-
ong Tou Slakpivovtat wg €€ng:>

« XwpLKn €uBUBLoN (Spatial immersion): elval To aTOTEAEOUA EKTETAPEVNG KIUN-
ONG KAt TAKTLKNG (Mmaneuvering) o€ “mpayuatikd” Xpovo TatyvisLlou Kat PTopet
va ylvel atoBntn kat o tawieg. O aiytng viwbel owg Bploketal pdypatt “ekel”
KaBwg 0 TAACPATIKOC AUTOG KOOUOG PoLddel Kat AauBAveTal wg Tpaypatikod.

27 Emily Brown kat o Paul Cairns, A Grounded Investigation of Game Immersion (2004)

28 Apperley, T. H. (2006, 6 March). Genre and game studies: Toward a critical approach to video game genres.
University of Melbourn. SIMULATION & GAMING, Vol 37 No.1 Doi: 10.1177/1046878105282278

29 Bjork, S. & Holopainen, J. (2004) Patterns in Game Design, Hingham Massachusetts: Charles River Media, 205
30 Bjork, S. & Holopainen, J. (2004) Patterns in Game Design, Hingham Massachusetts: Charles River Media, 205.
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« JuvaloBnuartikn euBUBLon (emotional immersion): Blwvetal Ye TNV AVTLPETWTIL-
on YEYOVOTWV OTIOU OL XAPAKTNPEG elval PEPOG TG EEEALENG PLAC AYNYNHATLKAG
Sopngc. Elvat tapopota pe tnv epBubLlon mou Ttapexouv ta BLBALa, To Beatpo kat
ol Talviec.

« TvwoTkA 1 AVTANTITIKN €PRUBLoN (cognitive immersion): Baoiletal mavw otnv
gotlaon og pla apnpnuevn AOyLKr Kat ETILTUYXAVETAL cuVNBWC Pe TNV eTiAuon
oUVOETWVY TIPOPBANUATWV.

« AwoBntnplakn - Kwntriipla i aiobntiko-kwvntikr euBublon (sensory - motor
immersion): elvaL To amoteAeopa “KUKAWV avatpowodotnong” (feedback loops)
avdaueoa amo eMavaAapBavOpeVEG KIVNOELG TIALXTWY WOTE VA EKTIANPWOOUV
OAEG TLG EVEPYELEC KAL VA TIETUXOULV TNV cuvaloBnuatikr) andédoon Tou TtalyVi-
8LoU. O maiktng Buwvel pla evottolnon Tou Xwpou Kal Tou XpOvou KabBwg ouy-
XWVEVETAL OTOV TIAACHATLKO KOOUO PECW TNG ELKOVAG.

Mia avtiotolyn katnyoplotoinon yilvetat kat amod tov Ernest Adams, oxedlaotr mayvislwy,
ouyypageag, ouv-1putn tng International Game Developers Association Kat TAKTIKOG AeKTOpag
Tou Game Developers Conference, o€ TpeLg Katnyopleg:®

« Taktikn epRUBLoN (tactical immersion): Buwvetal kKatd tnV eKTEAeon TIPAGEWY
TIou armattouv &e€Lotnta. Kabwg ol matyteg teAelomolovv tig Spacelg ou Ba
(PEPOULV TO ATIOTEAECHA TNG ETILTUXLAG, VIWOOUV OAO KAL TIEPLOCOTEPO “pECA” OTO
TtawvisL.

«  XTpatnylkn ePpUBLoN (strategic immersion): elval TIEPLOCOTEPO EYKEPAALKN) Kal
ouvepyadetal Pe TNV vonTikn TpokAnon. Kuplwg ol Ttalkteg okaklol Blwvouv
auto to €idog epPublong 6tav SLaAEyouv TNV OwWOTH Klvnon evog cuvoAou TiL-
Bavotntwv

. Acpr]yr]patu(r] €UBLBLON (narrative |mmerS|on) Blwvetat 6tav oL tatkteg emevou-
ouv VOf]‘ELKCl Kat ouvaLoenpatLKa oe pla LO‘EOpLO. To CUYKEKPLUEVO (60¢ poLadel
HE auto Tou Blwvetal oTnv avayvwon evog BLBAlou kal otnv tapakoAoubnon
uLag tawiag.

2TO OXESLAOUO TWV TtaXVISLwV N epBUBLoN €lval pla katdotaon Tou PTtopel SUCKOAA va Ta-
paxBel dueoa ylatl o Talktng TPETEL va YiVEL CUVEXWG TIPOCNAWHEVOG KAL VA TILOTEVEL TIWG TaA
yeyovota Tou Tatyvislol Tpwi Npbav wg amoéppola Twv SLKWV Tou eTIAOYWVY Kat Tipagewv. Etaol
ylvetal mpoomdBela epappoyng SLapopwy TEXVIKWY SLEUKOAUVOELG TNC. Evag amd autoug elval n
Suvatotnta tng eAeUBEPNG ETILAOYNG ATTO TOUG TIALKTEG, ETILTPETIOVTAG TOUG va opidouv ot (&loL Tnv
por tou Tawxvislou kat epBubidovtag Toug TauToXpova OAO KAl TIEPLOCOTEPO CUVALCONPATLKA.
Nwbw t600 TralkTnNg LKavog va eTIAEEEL avAPEoa aTtd SLAPOPETLKEC EVEPYELEC KAL OTOXOUC, ATTO-
KTA KlvnTpa yLla tnv emavainyn tou matyvidlou evw oxedlalovtag POvog TG TIPAEELG TOU HESA OTO
Tt vibL tpowBel katd oAU TNV euBUBLON KaL LELALTEPWG TNV YVWOTLKN. ETILITAEOV, ONPAVTLKOG
Ttapdyovtag yla va emitayuvBel pla tétola katdotaon lval Kat To Katd TTOooV O TIAlkTng LKavo-
Toteltat amoAuta amnod To (6WAO TOU WOTE va TO OLKELOTIOLNOEL.

ANNY VALLEY

Ztnv dekaetia tou 70 o Wamnwvag poptotiotag Masahiro Mori epelpe tov 6po «uncanny valley»
(kol\ada tou avoikelov) Tpoomabwvtag va eEnynoeL tnv UTtIapgn opLakwyv onueiwv otn duvato-
TNTA OLKELOTIOLNONG TOU avBpwTIoU aTEVAVTL O€ TEXVNTA I £LKOVLKA ovta. O {6log acxoloutav pe

31 http://designernotebook.com/Columns/063_Postmodernism/063_postmodernism.htm
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TNV KATAOKEUT pOUTIOT KAl o€ BABOG XpOVou KaTtAYepPe va Ta KAVEL OAOEva Kal TiLo avBpwtiopop-
@a. KatahaBe 6tL 600 Lo TTOAG avBpwTilva XapaKTnPLOTIKA TOUG €8LVE TOCO TILO TIOAU TIPOCEKAU-
av ToV KOOPO* autd Ta avlpwrilva XapaKTNPLOTIKA vava ta poutot o mpoottd. Epotalav pe
peyAaAa, atocoUuTiaAa Tatdld Kat auto Apece oTov KOGPOo. MNMapoN autd cuveyi{ovtag va BeALTwVEL
TNV avBpoTIOELSr) HOPYH) TOUG, TIPOCOETWVTAG YLa TIAPASELYHA CUVOETLKO SEPPA KAL OTOLYELWSELG
avBpWTILVEG EKPPATELG TTAPATHPNOE pia aAAayr) OTnNV CUPTIEPLYOPA TWV AVOPWTIWV ATTEVAVTL OTa
POUTIOT Tou. O eVvBOULCLAPOC KAL N apyLKr SEKTLKOTNTA ATEVAVTL TOUC, aVTLKATAoTABnKe amo aro-
TPOTIN KAL... AVOLKELOTNTA.

Auto oérjynoe tov Mori otnv dtatumnwon tng Bswplag tou «Uncanny Valley». Xtnv Bdaon tng &t-
ETIETAL ATIO TNV ArtoPn OTL 6Tav KATL Sev elval Tipoavwg (wvtavoe/avBpwrivo, aAAd Tou amoso-
Bouv avBpwTILVEG TIOLOTNTECG KAl XAPAKTNPLOTIKY, T BPlOKOUE TPOOLTA KAl ATTOSEKTA: AN av
UTTIEPBAAOUE OE QUTH) TNV Amod0a0n, TO ATMOTEAECUA TEWVEL va poLadel WG pia ateAn tpooopoiwon
TIOU avTIAQUBAVETAL WG AVNOUXNTLKA KAl aTtoKPOUOTLKN). OpwG 0Tav TEAELOTIOL)COUPE QuTr) TNV
amodo0on), Kat To armotéAeopa Eava TTANGLAZEL TO aVBPpWTIOHOPYPO TILO OAOKANPWTLKA AUTH TN Yopd,
N amodoxn Kat SEKTIKOTNTA £ava ETILOTPEPOLV. 32 AUTO ekQPAleTaL PETO SLTTAQVO TTApASELypa.

‘Etol BAEMOUpPE OTL OTav £va avtikelpevo Tpoavwg dev elval {wvtavo ta avBewmBva xapaktt-
pLoTKa Tou Ba exwploouv kat Ba pag tpaPngouv tnv poooxn, Ba pag eival poottd, aAAd av
TO AVTIKELPEVO glval Ttepltou aAAG 0L TIARPWE A eTiLTUXNUEVA avBpwTilvo ta MH avBpwTiva xa-
PAKTLPLOTIKA Tou Ba Eexwploouv kat Sedopgvou OTL N avBpwrivn Hop@r pag lvatl T0oo olkela
BAETIOVTAG TNV KABNPEPWVWG, katahaBailvoupe OTav KATL Sev TIAEL KAAA KAl pJag KAVEL va VIwBoupE
aBoAa.

AvBpwTILVa XapaKTNPLOTIKA &€V elval povo ta Ttpoavn OTiwe amAd n utapén S€ppPatog, Ta PaA-
Ala kat pla Baowkn kivnon. AkpLBwg To avtiBeto, otav yla Mapddelypa n HopYn KPATLETaL oTnV
MNXAVLKN TNG EUQAvLOn, BPLOKOPAOTE OTNV TpWTn Avodo TtTnG KAPTUANG OTou yivovtat oAogva
KAL TTLo Ttpoottd. Tetola mapadsiypata ivat mavtol yupw Pag. Ao Tnv pnxavr) tou ykalov Kat
TNV NAEKTPLKN OKOUTIA TTIOU TLG XELPLLOPAOTE EUELG, TNV «€EUTTVN» NAEKTPLKN okouTa Ttou Kabapidel
pOVN TNG TO OTILTL PJE TOUG aLoBNTAPEG, PEXPL TLG Voice assistants, (T.x. Google Assistant, Amazon
Alexa, Siri, Bixby k.AT.). Opwg Ttpotou eTEABN N TeEAELoTtolnoN Kat TtEpAcoupEe otnv TIARPN avlpw-
TILVN OPOLOTNTA, TIPETIEL VA YEQUPWOOUME TO XAOHA TNG «KOWAASAG» TIOU aKOAOUBEL. YTtdpyel Ao-
YOG TIOU OL TIEPLOCOTEPEG £TALPLAG E0TLACOU OTNV TEAELWTIOINON XAPAKTNPLOTLKWY OTIWG N QUOLKH
opWla TpWTa, KABWCE N OTITIKN «LlKavoTtolnon» elval eKBETLKA TILO SUCKOAN. Zavd oTo TIapAdeLy-
Ha Twv voice assistants, PAEMoUpPE OTL OUV KUPLWG OTLG TOETIEG PAG, HECA OTA KWNTd pag r oto
OTILTL pag pEoa ota nxela Kat TG TNAEOPACELG PAG. ZEPOUME OTL av elyape pla avBpwmopopen
BonBd oto otiitL pag, Ba elyape olyoupa SeUTEPEG OKEWPELG yLA TNV EVOWPATWON TOUg otnv {wn)
HOG. ZEPOUPE OTL SV ElPAOTE aKOPA €KEL, KAl EALKPLVA, HOVO N €&EALEN Tou TpoTou (wNnG Ba pag
Sel&eL av OVTwG xpeLtaletal va pooUpe 0TV OAOKANPWTLKN YEQUPWGN QUTOU TOU XAOUATOG TIoU
TIPOPAVWGE Ba PEPELG TIEPLOCOTEPA EPWTNPATA ATIO ATIAVTAOELG OTNV apx . (Avagpopd Ttatyvislou:
Detroit: Become Human).

MNwg opwg n Bewpla Tou uncanny valley cuvéeetal pe Tov KOOPO TwWV Puvteomatyvidlwy; Ot 3D
OXESLAOTEG KAL KAAALTEXVEG OTOV TOPEA TWV video games, TIOMEPAVE 0TV KOWASa TNG AvoLKoL-
OTNTAC €6W KAL TIOAAA XPpOVLA, PE APKETA PHEYAAN TIPOOS0 OTNV TOPEA TWV YPAPLKWY TIApOAAUTA,
OMWG N paxn &ev €xeL TEAELWOEL. TNV oucia, Behoupe ta mayvidia mou oxedlddoupe va elvat
TIPOOLTA, LELALTEPA OTITLKA, OTIOTE KATA TOV OXESLACHO TOUG TIPETIEL VA EXOUNE BeaeL evav kaBapo
otox0 petafl twv @ kou €. Auto pag Stvel §U0 eTAOYEC WG TIPOC TNV AVaTapAcTach Kal ameL-
KOvnon Tou Ba akoAouBr|oeL To TtaLyvidL:

32 https://www.youtube.com/watch?v=FKTAJBQSm10 | Video Games and the Uncanny Valley, Daniel Floyd
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Ze autd TO Onpeio To
avTLKELpEVO &gV elval Ka-
B0Aou avOpwToeLldEG Kal
glvat adtdpopo otoug av-
OpwTttouG. ETiLtEAEL ATTAWG
pia Aettoupyia.

_‘—

OIKOIOTHTA

AAN\G otav tou amodo-
OOUME KaroLa avOpwriL-
Va XOPAKTLPLOTLKA Ea@vL-
KA €lval TLo TtPocCLTO Katl
QTTOKTA TIPOCWTILKOTNTA.

MapoA’ aut’a av cuveyi-
OOUME va TIPOCHETOVHE Kal
va TEAELOTIOLOUMPE TO Qv-
Opwrilva  XOPAKTLPLOTLKA,
TIEPA ATIO TOU OnMELo TTW-
ongG, TO avTtlKeipevo yivetal
SUokoAa SLaxwpiolpo amo
TOUG TIPaypatikoug avlpw-
TIOUG KaL N oLKoLdtnta £ma-
Va@epETaAL.

ANOPQIMINH MOP®H

‘Otav 0pwG cuvexlooUpE va TIPOCGOETOVE av-
OpwTilva XapaKTILPLOTLKA, PTAVOUPE OE autn
TN MEYAAN TITWON OTNV SEKTLKOTNTA, N OLKOL-
otTntTa ylvetlal avuTIapKTn KAl TO AVTLKELPEVO
pTAvel va glvat amokpouotikd. Eival cav va
KataAapaivoupe OtL KAtL Ttast AaBog. Ta av-
OpwTLlva XOPAKTLPTLOTIKA TOU OVTLKELUEVOU
Tpoomtadouv va pag metoouv Ot elval {wvta-
VO OPWG EEPOUPE OTL TO AVTLKELPEVO TIOU €XOU-
ME Pmpootd pag dev elval (wvtavo, Kal autn
n avtipaon pag mpokaAeil pia ducyopla, pla

avoikLotnta.
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+ O dwrtopeallopog (photorealism)
+ To Stylization

AG EEKLVOOUPE HE TOV TIPWTO, TOV PWTOPEAALGHO. Exouv elmwOel TTOAA yl'autov kal Stkalwg:
Elvat TIoAU Tpoottdg OTITIKA, TIPOCOHOLWVEL TNV TIPAYHATIKOTNTA PE TPOTIO TIOU Elval EPPAVEC
TIOAAQ €(6n aLyvIdLwy Ba prtopolicav va emw@eAnBoUv amod autod, OPWGE TEXVOAOYLKA Sev elpaote
ekel akopa kaL auto gaivetal o€ oA Ttatyvidia. Eva amd ta Baotkd poBArpata Tou Ywtopea-
ALopoU elvat To oo eUKoAa KATL pttopel va Ttdel AaBoc. To Bactkd poBANpa Pe Evav xapaktrpa
o omola paivetal epLmou aAAa OxL VTEAWG avBpwTtvog, elval ‘OTL OAEG OL TIEPLOXEG OTLG OTIOLEG O
Xapaktrpag aduvartel, yivovtat evtova gpgaveic. Kat dev elvat anAd eva mpopAnpa pe to TpLodld-
OTATO POVTENO, TNV avaAluon A TG UPEG Tou. H kivnon emippeadel €alpeTikda APeca TOV PWTOPE-
OALOUO. ZKEPTELTE OAEG TLG POPEG TIOU PBAETIETAL VA OTLYPLOTUTIO ATIO VA TTALXVISL KAl aVapEVETAL
OTL Ba elval KaTamANKTLKO Kat PHETa otnv §pdon 0Aa aAAG{ouv yLatt (owg oL KW oeLg elval ABoAeg,
(PUOLKEC I KAKA OXESLAOUEVES. YTIApYOUV TIOAAOL AAAOL TTAPAYOVTEG TIOU PTIOPOUV va BEocouv o€
Klvéuvo TNV avBpwmoTNTA TOU XAPAKTAPA, OTIWG N ETILTTESN YWV, TA KAKA animation 1 pLa Kakr)
gpunvela aA\d onpavtikn elval emiong kat n aAMnAeni&paon Tou xapaktrpa Pe To TEPLRANOV.
TKeTElTE Evav Ttalktn Tou Ttallel Eva UTTEP-PWTOPEAALOTIKO TTaLXVISL KAl EQPVIKA O XapakTtrpag
TOU KOAAQEL PEoa o€ pla yewpetpla. «Auto elval xalo, Sev Ba KoAoUoE TIOTE KATIOLOG AvOpwTtog
ekel» KaL og GAAN otlypn, Tailel eva mayvidt Super Mario, tou cupfaivel To (6l0 TepLOTATIKO
aAAG Sev Tov evOxAnoe kaBoAou. To cupTEpacpa elvat 0Tl UTtAPYXoLV Tdod TIOAAA eTtiTeSa AeTTo-
HEPELAG TTIOU ATIALTOUVTAL YLA VA KAVOULE VAV XAPAKTPa EVIEAWG TTOOTEUTA AVOPWTILVO KAl 0TNV
TepLMTWOon 010U £€0TW Alyeg AeTttopepeleg lval off, Tote OAo n SOUAELA XAVETAL KAl «KATPAKUAJEL
Tilow oTtnV KoWadax». AuTog elvat Kat o AOyo TIOU 0 PWTOPEAALOHO Elval PLa PEYAAN OLKOVOULKN
emevéuon. Kat elval pla payn mou Xavetal eEaLpETLKA EUKOAQ OTOV KOO0 TwV AAA TTaLXVLELWV.

Mario ° Master Chief (HALO) ° Tpwtaywvioteg Final Fantasy

‘EToL ag poxwpriooupe otnv &sUtepn katnyopla, To Stylization. Avag@epopevol 0Toug TILO €U-
KOAQ avayvwpLlolPoug xapaktnpeg matyvidlwy, Mario, Master Chief (HALO) kat xapaktrpeg Tou
Final Fantasy, ool Toug elvat e§alpetikd Ttpoaottol Kat kavévag toug Sev amodidetal Pe YWTopE-
QALOTLKO TPOTIO. Zek@Bapa Sev elvat dAvBpwTioL, oToTE Ta avBpWTILVA XAPAKTNPLOTIKA TOUG EEXW-
pLlouv. AuTO KAVeL Tov Mario tooo YAUKO kat aotelo, Tov Master Chief téoo Suvaptkd Kat NPWLKo
KaL XapaKThpeg Tou Final Fantasy TO00 €ALKPLVELG Kal EKpaAOTLKOUG. AUuTd elval ta Tio avBpwriva
XCOPAKTNPLOTIKA TOUG. AEV QVAPEVOUE va KLVOUVTAL TEAELA 1) va avTLspolv oTtov kivéuvo onwg Ba
KAvapeE Pelc ) 6Tav KOAAoOUV O€ €va TElX0G 5 PETPpWV elpacte TIpdBUPOL va TO SLKALOAOYr|COUME
WG EVOXANTLKNA L&LoouyKkpaaoia Tou Tatyvidlou, avtl va @UyeL N TipocUAwOoT) pag amo to gameplay.

To BeTkd oTNV apLotepr) TMAEUPA TNG KOWNASAG elvat n €UKOALA Kal N TTANBwPA OTUA TIOU pTIO-
pel KATIOLOG Va €TIAEEEL. ATIO JWYPAPLKO PEXPL KAPTOUV KAl Kaplkatoupa. Kat emituyxavovutat

22 | Research thesis

TILO YPNYOpPQa KAl TILo pTNVA. PUCLKA OPWG
Sev elval xwplg oupBLBacpoug. Na nmapa-
Seypa pla tetola mpoogyylon Ba epAarte
TNY ePPUBLON o€ Ttalvidla TTou apopouv
TNV Tpoowpolwon TpaypatkotnTag (Ty.
GTA).

Ev katakAeidel, xoupe Vo TUTIOUG AVa-
TapAoTacnG TWV KOOPWV KAl TwV Xapa-
KTNPpWV otamawyvidia pag. Eite Ba emevdu-
OOUPE XPOVO KAl XPAHQ OTNV PEAALOTLKA,
YEVIKOTEPA aufnon tng TotdTNTAG TNG
epTELplag, KaAUTepn amodoon KWWAOEWV,
animation kat agaipeon TpoBANuATWY
OTO TTaLYVISL 1} Ba ETILYELPI)COUE TNV ATIO-
00N avOpwWTILVWV XAPAKTNPLOTLKWY OF
KN avBpwTILVOUG XaPAKTrPEG.

Aev umtapxeL owotr kat AaBog otnv ou-
YKEKPLPEVN aTtopach, OAa Kplvovtal anod
TNV §pdon Kat To gameplay Kat Tnv ou-
OLOOTLKA OLVSeaN xapaktrpa taiktn. Ta
YPAPLKA OTNV TEALKN €lval amAd pia k-
QPAcN TNG TEXVOAOYLKAG €MITELENG TNG
KABe emoxng.

Kat otig SUo TepLUMTWOoELG, N avanapa-
otaon sivat autr} Tou Ba kabopioel To BA-  Borderlands 3 (Gearbox Software & 2K Games) '3
Bog tn¢ epPUBLONG, otnpLlOpEVOL OTO TTAQ-
OpaTLKO Kat Stakvduvelovtag avd Taoa oTLypn va pi&et Tov aiktn otnv Kothada Tou avolkeLou.
ZKOTIOC TNG avamapactaong elvat o §¢ktng SlaAéyovtag to el6wWAOG Tou Kal ta avtikelpyeva Spaong
aUTOU Va EKTEAEL EVEPYELEG PEOW XELPLOTNPLWV TIOU va NG Bewpel TTPayHATIKEG SPATELG TOU €L-
SWAOU TOU, TIAPATIATAG £TOL OTO PHUAAG TOU pia TAacpatikny aknBeta. To poBAnua evtoriletal
0TO onpelo OTIoU N avamnapActacn TOCO Tou avBpwWTIoU 600 Kat Tou TEPLBAMoVTOC elval oxedov,
OAAG OXL apKETA, aAnBuvn.>

ATION // DESIRE TO PLAY

MpoToUu TIPOXWPNCOUKPE OTNV avaAucon Twv otadlwv tng eupuBLovNG, €lval onuaviko va -
onpavel otL to Blwpa Eekvagl BewpnTka TIpLV KAV UTIAPEEL kamoLla aAAnAemispaon petagu tou
XPNoN Kat Tou TatyvisLou 1 YEVLKA Tou setting. Mo cuykekpLlpeva OAa Eekvave amo tnv embupia
Tou Ttaiktn va mai&e f va apxiosl | akopa kal va ayopdoel eva malyvist. To kivntpo (motivation),
n 6tabeon yla aMnAemidpaon, amoTteAel TNV KvntipLla SUvapn yLa O,TL EMAKOAOUBEL ETtELTA Kal YL
auTo elvat onuavtko va lvat emtuxnueva SEAEQOTLKO.

H mapakivnon &ekwvdel nén amo tnv agpioq, To pravep ) 1o EWEPUANO TOU KOUTLOU EVOG TTALXVL-
SLo0. Xta teAeutala xpovia, Tou N Bropnxavia Twv BVTteoTilaxvisLwy £xouv QTACEL O £Va TIOAU
KEPLO ETTTTESO, TTOU cUVAYWVIZETAL KAL TOV KLVNPATOYPAPLKO XWPo, SV elval ALyeg oL (OpEG TTou-

33 https://www.youtube.com/watch?v=FKTAJBQSm10 | Video Games and the Uncanny Valley, Daniel Floyd
34 Epsuvntkr) Epyacia, Mmoupydavou ANeEavépa (2010) BLwUaTLKEG TIPOOEYYLOELG OTOV APXLTEKTOVLKO XWPO: N
Teplntwon tg EyRUBLong, 37-39
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ETILOTPEVOVTAL KL TIEpVAVE arod casting PeyAaAa ovopata TOU KLVNPATOypAyou yLa voice acting 1
aKOMPa KAL VA ATIOTEAECOUV €€ OAOKANPOU TOV KUPLO TIPWTAYWVLOTH TOU TIALXVLSLOU (Hop®@h, pwvn
Kat Kwnoewg). A§LloAoya mapadelypata amoteAovv to Quantum Break (Remedy) pe tov Shawn
Ashmore va TIpoo@EPEL YWV, OPOLOTNTA KAl motion capture yla Tov TTpwtaywviloth, Jack Joyce.
Ztov (6Lo TitAog aM\d kat oto Control, £xoupe TV Courtney Hope wg Beth Wilder kat Jesse Faden
avtiotolya. Zto Detroit: Become Human twv Quantic Dream kat Sony Interactive Entertainment
Tipwtaywviotel o Jesse Williams, oto Beyond: Between: Two Souls (Quantic Dream) tov Elliot Page
KaL otn oslpd Lara Croft, Tomb Raider, tnv nBotmotd Camilla Luddington va &ivel tnv @wvr] TG
otnV pwtaywviotpla kad ‘oAn tn oetpd. Mpopavwg kat Sev amoteAel KABOPLOTIKO TTapdywvta n

ELLEN PAGE

quanticiream

ToTtoB£TNON SLAcNPWV yla ayopad f n Stdbeon va maigoupe £vog matyvidlou. Mo TIoAU attooKoTiel
OTNV TIPOCEAKUCN VEOU KOLvoU Ttou Lowg &ev elvat Rén Tou XWwpou Tou gaming.

H mapakivnon pmopet emiong va amoteAet eva feedback loop amo tnv (&ta tnv mpdo&o6 pag oto
mtawyvsi. Av yla tapddetypa matoupe €va oaBBatokUplako, kat aduvatoUpe va BpoUpe Xpovo
peoa otnv Béopada, adtpovoupe va gava mat§oupe To emopevo oaBBatokUpLako. Asv BpLoko-
paote kata tnv SLdpkela TG aMnAenidpaor|g pag map’oAa autd to maxvidt pag kpatdet og pila
KATAOTAOoN TIPOOHOVAG TIoU £lval éva €(60¢ tabnTikAg epRUBLVONG. Autr TNV TTadnTkr egBUBLoN
TNV amokaAoupe motivation. Etol BAETToupe OTL N tapakivnon (motivation) SltagpopoTtioLleitatl amno
NV &¢opeuon (player engagement) kat tnv egBUBLVON, KABWG aYopd Toug AGYouUG yLa Toug oTtol-
ou¢ o Ttatktng Ba &ekwvnoel va ailel | Ba tov TpaBdet eva mavidt yevikdtepa (Stabeon). Evw
10 player engagement kat n egPUBLON apopoUV KATACTACELG EVEPYOUC SLASPacnG PE To Ttatyvidt
WG TIPOG TNV TIPOCOXT), TIPOCUAWGN KAl armoppo®non tou Taiktn otnv dtadpaocn. AnAadr), mwg Ba
KPATAOOUE ToV Ttalktn oto Talyvisy, va «ouveyioel av Ttailel». O Xpiong PTAiveL 6To KEVTPO.

‘Evag mtatktng Ba pymopouog, yLa apadelypa, va £xeL Kivntpo va apxioet va ailel Aoyw tng TAn-
&NG, A\ povo otav o aiktng yivel evBouaotaopevog kal BeAeL va ouveyioel va Ttallel, Blwvel Tnv
player engagement process kat egpubiletal (immersion).

S OF IMMERSION

H Emily Brown kat o Paul Cairns otnv énpooieuor] toug «A grounded investigation of game
immersion, 2004», e&etadouv tnv €PRUVOBLON 0TO gaming WG TIPOG TO KATA TTO0O KAl TIWG PTIOPEL va
€QAPPOOTEL o€ ANNOUG TOHELG KaL TTapouolalouy ta Stdwopa oTadLa Tou PLWHATOG.

Metd amod pla €peuva Tou SLe€aybnke TTAVwW o€ gamers, cupTiepaivouv OtL 0 KABE €vag Blwvel
SLapopeTLKA emtimeda Staclvdeong (engagement) pe To Ttayvidt kat staxwpiouv autd ta enineda
oc engagement, engrossment Kat total immersion pe to teAcutalo va Bewpeital n o SUCKOAN
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HOp®@r TPOG €TLTEVEN, AOYW PUOLKWV EPTIOSIWV TIOU TO CWHA Pag amd POvo Tou Kablota.

MEOOAOZ

FLa va UTtapXEL JLa owoTr) SelypatoAdyLo, 0To TElpapa epwtrdnkav 7 gamers (4 AVTPEG Kat 3 yu-
vatkeg) nAkiag 18 kat avw. Toug {ntnBnke va Ttal§ouv To ayarmnuevo toug Ttatyvidt yla 30 Aemrq,
KATL TIOU €l)€ WG OKOTIO VA TOUG KAVEL VA £X0LV TIEPLOCOTEPN KATAVONGON OTO TIPOG TL TOUG APECEL
YEVIKA OTO gaming, KAl TL TOUC APECEL CUYKEKPLUEVA O€ €va TtalyvisL.

Ol ouvevTeUEELG TIEPLEAAUBavAV EPpWTHOELG OXETIKA PE TNV alobnon tng emilyvwon mapouoiag
TWV TIALKTWV N tnv atobnon tou xpovou 6co taidouv.

ANOTEAEZMATA

H epBuBLon slval évag TpoTog va PeTpriooupe Ttov Babud avapoléng tou maiktn o€ éva Tatyvi-
5L Na va @tdoel o kaBe Ttalktng og éva amo ta Tpla otadla Tou involvement xpeladovtal Kat va
EemepaoToUV SLAPOPETLKA EUTIOSLA, KATIOLA ATto aUTd amnd tnv éla tnv avBpwrivn SpactnpLotn-
Ta (OTIWC yLa TTapASdeLya n CUYKEVTPWON) Kat KATIoLa aTto To (8Lo to Ttayvist (yla mapadetypa to
game construction). Autd ta «epmdSLa» TTOAAEG YopEG uTtoBonBouv TNV SLapdPYWOon AUTWY TWV
ETUMESWV AVAPOLENG TWV TIALKTWY OTO TTaLyVidL.>>

MO ANAAYTIKA TA 3 EMIMEAA EINAI TA EZHz:

To agement sival to mpwrto emninedo (level) Tng epBuBLON kat elvat amapaitnto va £pOet
yla va akoAouBrjoouv ta aAAd.

To TpwTo €PTIOSLO TIou Ba TipemeL va apBetl yla va emiteuxBel elvat n «mtpocBacn» 1| “access”.
Ava@EpETAL 0TNV YEVLKN TIpOBEoN Tou Talktn va tat§eL eva ouykekpLpevo e(80¢ TtatyvisLou (abAn-
TLKA TtavidLa, TadA KATL), KAL OTN CUVEXELO CUVSEETAL [IE TOV XELPLOWO TOU TTaLyvLSLou (controls),
5nAadn to Katda ood MPOoPACLPO Kal EVKOAO va PABEL va to xelpidetal KAmoLog, elvat Eva Tat-
XVL6L.

To &eUTEPO €UTIOSLO TIOU CUVAVTAEL KAVEVAG KATA TNV €miteuén Tou engagement sivat n «ago-
olwon» (investment) ou SelyveL KATOLoG o€ €va TtalyvidL. O TalkTng TIPETIEL VA APLEPWOEL XPO-
VO, KATL TTIOU €lval OYETIKO avaloya PE Tov Ttalktn Kat To Tatyvidl. MoAEG popEG oL Ttalkteg 000
natdouv emektelvovtal OAO Kat TILO TIOAU OTO TtaLyVisL Kat €va evéLla@eépov elpuva tng epeuva
elvat 6tL kamolot SrAwaoav 4Tl Toug TIPoKaAel éva atoBnua evoyxnc (avti va matlouv mavidia pe
TG wpeG Ba prtopouoav va Bplokovtal €€w pe AAO KOOp0). H TpoomtdbeLa emiong Tou Kavouv ot
Talkteg Katda tn SLApKELA TOU gaming, apopa Kal TNV EVEPYELA TIOU OL (8LoL KATAVAAWVOUV WOTE
va pdbouv Twg va mailouv. TéNog, n pooTdbela oxetietal kat pe tnv emBpaBeuon, uttapyel
SnAadn n kowr| aroyn OTL avaloya pe TV TTPOoTIABELA TTOU KAVEL KATTOLOG Ba TIpETEL va Aap BAveL
KAl TLG QVAAOYEG aVTAUOLPEG.

«H mpoonAwon og eva awxvidL TEpLypAPETAL LKAVOTIOLNTLKA WG N SLABECN yLa CUYKEVTPWON.
O XpOvog, N POCTIABELA KAl N T(POCOoXH TIOU aTtaltelTat amod Tov Taiktn avfavetat os 1o ppubL-
OTNKEG EPTIELPLEG.

‘Otav autd ta dvo gumnodla apBoulyv, O maiktng apxilel va atoBavetal Tio eumAEKOPEVOG. Evag
EUTIAEKOPEVOG gamer £XeL HEYAAUTEPN Ttapakivnon va cuveyioet va maidel. Auto Tou AslmeL ano
TN OUYKEKPLUEVN ePTIELpla elval To cuvaloBnuatiké emimedo TN agoaoiwaong To otmolo apatnpel-
TaL ota eMopeva emimeda epBublong.

To emopevo emimedo epBuUBLong kata toug Emily Brown kat o Paul Cairns, elvatto rossment

35 Emily Brown kat o Paul Cairns, A Grounded Investigation of Game Immersion (2004)
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(amoppopnon). To eumddlo ywa tnv emitevén tou elval to otAolPo Tou Talyvislol (game
construction), Kat Ta JEOA TIOU XPNOLUOTIOLOUVTAL LA TNV TiTEVEN PTtopel va elval oTrTka (ypa-
LKA - visuals), evéLapepouosg amootoAsq (tasks), kal n TAokr Tou Tatyvidlou (plot). e autd
TO €MiTeS0, EKTOC aTd XPOVO Kal TIPOOTIABELa, amalteltal amd Tov Talktn Kal cuvalocOnuatikn
apocoiwaon, KATLTIOU Tov Kpatdel va cuveyioel va Ttatel (armoppognon), va xaveL tnv atobnon tou
TiEplyupou TOU, Kal TO TtaLyVisL va ylvetal To TLo oNPAVTLKO KOPHATL TNG a@ooiwaong ToU WOTE N
TIPOCOXI] KaL TA cuvaLoBnpatd tou va emnpeddovtal dueca amo to (Lo To Tawyvist. Xapaktn-
PLOTLKA KATTOLOL aTtd TOUG £€eTalOPEVOUG TIEPLEYPaa TNV KATACTAON WG Pia TIARPpWG aroppo@n-
HEVOL OTLYHM TIOU Ta XEPLA OOU aTTAd §EPOUV TL VA KAVOUV.

A&LleL va onpeLWOEL OTL TTIOAAEG POPEG OL LSLOL OL TIALKTEG PTLAXVOUV EVa LEAVLKO TIEPLBAAAOV
WOoTE va eriLtpéPouv oto engrossment va €TEABEL, yLa TTapASeLypa 0Tav XAPUNAWVOUV TO PW-
TLOPO TOU SwHatiou Kal SuVapwvouv TNV £Vtach Tou rfxou.

OAa ta Tapardvw odnyolv oto TeAsutaio emimeSo autd tng oAkn¢ supublong total

. Ta epmodLa mou TpemeL va apBoulv og auto to eminedo elval ekelva tng evouvali-

0Bnonc (empathy) kat tng atpocyalpag (atmosphere). H evouvaiocbnon elval n evtatikomoinon

NG «oLVEEONG» (attachment) TailkTn - Tat(vidLou evw n atgoo@alpa avagepatal otnv avamntuén

Tou otnolpatog tou atxvidLol (game construction). ©a TpETEL va TovioTel 0TL To attachment kat

Je TNV evouvaioBnon Sev tautiovtal, kabwg Ba propouaoe KAToLog va elvat attached / Suvapika

OUOXETL(OPEVOG HE EVaV XAPaKTPa aAa autod dev onpaivel 0Tl Ba elval kat evouvaltodnuatikog
padi tou.

H evouvaioBnon (empathy) cuvésetal kal Pe SLaYopa XapakTnpLOTIKA Tou TtatyvidLol OTwg &i-
VaL N TIPOOTITLKN (ME TNV TILo SUVLTIKA PBUBLOTLKY AUTH) TOU TIPWTOU TIPOCWTIOU - 1st person) Kat
10 €{60¢ TOU TTaLVLELOU (UE €va amo Ta To PPUBLOTIKA Ta Ttayvidla poAwv - role playing).

H atpoogpaipa (atmposphere) cuvtdostat amnod ta (dla otolyela ou Sopeltal kat To oTroLPo
Tou TtawyvidLou (game construction), ypa@ikd (visual - graphics), Aok (plot) kat nxog (sound).
AUTO OpWC TIoU TN SlagopoTiolel elval n cuoyétion (relevance). H relevance avagépetat oto katd
TIO0O0 TO A VISL EpxETaL O€ EVvapPoOvVUOn PE TLG TTPAELG Kal TNV tomoBeoia tou xapaktnpa. «O
AGYyO0G TIoU auTo elvat ocnpavtko lvat n poooxn (attention). Av o Ttaiktng xpelddetal va pooe-
XEL TAUTOXPOVA TOUG XOUC (aKon) Kal To TepBAAAOV yUpw Tou (0paon), amatteltal epLocoTepn
TipooTabeLla Katd tn SLApKeLa Tou TaLyvidLou. ‘000 TEpLocOTEPN TIPOOTIABELA KAL TIPOCOX ALE-
PWVETAL aTIO TOV TalKTn, TO0O peyaAutepn elvat kat n epBublor) tou.

Ze ekelvn TNV eplmTwon Tou o TIalkTng £XEL ATTOKOTIEL ATIO TNV TIPAYHATLKOTNTA OE TOOO PEYAAO
Babud mou to Talyvist elval to povo Tou €xel onuacta, Bewpoupe OtL Bploketal og oAkr ePPLUOL-
on (total immersion).
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.YER ENGAGEMENT PROCESS

Itnv TponyoUlpevn evotnta Elda-
ge Tola elval ta otdadla tou Plwpatog Objectives
MEXPL TNV OAKA €pPuBlon. O Henrick - /
Schoenau-Fog mpoomabel mapouoLalet
€Va OVTEANO OTO TIWG AUTO ETILTUYXAVE-

Tat.

Mo ouykekpLuéva o Henrick Schoenau-

Fog otnv énuoocieuor) tou mpooTabel { Affect
va QTagel €va Povtélo yla to player
engagement. H Siadikactia tnv omota
akoAouBel To enagement evog Tailkn
ptopel va ouvoPlotel we: o Ttatktelg Ee-
KLVAEL Eva TTaLyVvisL (motivation), kat otn p )
ouvéxela Ba AdBel pépog oe pla aro- Accomplishments
OTOAN (objective) (slte TpokaBopLopEvn : ’
TOU TTaLYVLSLoU, lte amAd pila embupia
Tou (8Lou Tou Taiktn), autr N amooto-
A Tupodotel KAToLEG SpactnPLOTNTAES
(activities) TTou o TtalkTNg TIPETIEL VA TIPAYHUATOTIOLELOEL WOTE VA ETILTUXEL TO OTOXO TOU. TN CUVE-
X€La, 600 0 engaged Talktng PooTiabel va eKTIANPWOEL TO OTOXO TOU PECW avAAoywv dpaotn-
plotATwv (activities), ocuvexilel va Tailel evepyd to TavidL péxpl ou Ba Blwoel site pla Bett-
k) (accomplishments) i pta apvntikn enidpaon (affect), avdAoya pe tnv Mpoodd tou MAvw 0To
objective.

-— [ Activities W

\, A

Relations between Objectives, Accomplishments, Activities
and Affect. (The OA3 framework)

OL amooTtoAég (OBJECTIVES) TTOU £XEL VA QVTLUETWTILOEL O TTalkTNnG elvat n Bdon otnv omola tatd-
eLyla va apyloet Stadikacta tou engagement. O Schoenaou-Fog (2011), Atakpivel Vo katnyoplec,
EKELVN TWV E0WTEPLKWVY KAL EKELVN TWV EEWTEPLKWV ATTOOTOAWV. OL eEWTEPLKEG (extrinsic) Tiephap-
Bdavouv otdx0oUG TIPOKABOPLOPEVOUG aTTO TO TtalXVisL kat Sldgopa triggers yLa va To HETadwoouv
10 engagement (CUAAOYI QVTOKELUEVWVY KATL) JE TO TILO LOXUPO TOV XpOVo o oTtolog lval Tept-
OPLOPEVOC yLa oar €ékBaon tng amooTtoAng. Ol ecWTEPLKEG (intrinsic) TieplAapBdavouv oToxoug
Kat emBupieg Ttou (8lou Tou Talktn, OTWC yLla TapAdeLlypa va QTACEL pLa TIOAN o€ €va eTBupnTo
peyebog oto SimCity.

OL Spaoctnplétnteg (ACTIVITIES) oxeti{ovTtal PE TO TL €XEL VA KAVEL O TIALKTNG ota TAaiola plag
amooToAnG. Eva oAU evSLag@épov yeyovog edw elval 0tL n pactnplotnta propetl va AdBeL xwpa
EVTOG, EKTOG TOU TtalXVLSLoU, KaBwg Katl 0TO CwHa Kal/r) vou Tou Taiktn.

OL §paotnpLotTnTeg Pmopouv va mepAapBavouv tnv emiiuon (solving) Mou avagepetat oTLg
SpaoctnpldTNTEG TTOU KAVOUV TOUG TTalKTEG va XpnolpoTiololy TiLo évtova mental faculties, MNa
va AUoouv SLagopeg Sokpaaoteg ) puzzles. Kowwg n alobnon tou «xpnoLpoTIoww TOV YKEPAAd
hou». Disengagement (amodéopeuon) ipokaAeitatl 6tav ol Sokipaocteg elval oAU SUOKOAEG
€UKOAEG KaL ETTAVOAAMBAVOEVEG.

H Blwon alobricswv (sensing) TTou aYopd TOV CWOTO KAl KAAO OXESLACHO TWV TTALXVISLWY. Me
Bdon autr) oL Ttalkteg Popouv va eLogABouv o€ pla atobntnplakn agoociwon otav BLwvouv
TA OTITLKQ, NXLTLKE, aLoBNTIKA KAl aTHoo@atplkd otolxela Tou Tatyvislol. AVTLBETWG, N KAk
oxedlaon TpokaAel amodéopeuon (disengagement).

Tn Stacuvéeon (interfacing) mou avagépeal otnv engagement tou SnuLloupyeital amd tny rmt-
Kolvwvia PETAEL xprotn - TtaVLSLoU Kal Tov XeLpLopo. O teAeutalog epAapBAVEL amod aTAEG
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KAtaywploeLg 0TO TTANKTPOAOYLO, TIOVTIKL ] XELPLOTAPLO HEXPL TILO (PUOLKEC, OTOV TIPAYHATLKO
xwpo (PlayStation Move, Microsoft Kinect, Nintendo Wii-mote). Kakr| oxeélaon apvntika aro-
TeEAEopATA.

H eEepelvnon (exploration) 6tav oL Ttaikteg e€epeuvoulv, Katd ta objectives ta Sldwopa otol-
xela Tou malyvidLoy, 0TwGg To €LKOVLIKO TIEPLBANOV Kal To setting Tou, Kal avakaAUTITOUV OTOL-
Xela TTou PETEYOLV EVEPYA OTNV AYrynaon Kat TIAOKM 1} AVAKAUTITOUV KALVOUPYLEG TIEPLTTETELEG.

Tov TteLpapatiopo (experimentation), katt Tou cupBaivel 6tav oL TTalkTeg £Xouv TNV duvato-
TNTA va TPOTIOLo0LV 1) EEATOULKEUCOUV TO TtalyViSL Kal Toug XapaKTrpeg toug (Schoenau-Fog,
2011), 6nwg elvat n dopnon Ktnplwv f N KATaoKeLr aVTlKelPEvwY ota Minecraft, Fortnite n)
Conan Exiles, n e§atopikeuon xapaktripa (ota role-playing) 6ntwg oto GTA Online, Sims.

Tn dnuloupyla (creation) 6tav Sivetal N SuvatdTNTA OTOUG TTAIKTEG Va SNLoUpyoUV SLKO TOUG
TieplexOpevo (user-generated content), OTIWG elvat ta emineda oto Little Big Planet (Schoenau-
Fog, 2011), Ta omitia oto Sims kat ot Tiioteg oto GTA Online.

H duvatotnta va katotpePeLg Kat avatvagelg aviikeipeva (destruction), yia mapdadetypa oto
Just Cause 2 pmopeic va kataotpePelg oxedov otdnmote. Opwg étav o€ €va Tavidt auto &i-
VAL TO JOVO TIOU PTIOPEL va TIPOCYEPEL, TOTE TIPOKAAELTE amtodecpeuan.

H wotopla, n mAokr §nAadn, evog matyvislou eivat eva egatpetikd omoudaio Kal ocnuavtko ep-
yaAelo otnv mpoomdbela va kpatnBel evag maiktng engaged (experiencing the story). Otav
N TIAOKT) €lval KaAd Sopnuévn Kat evsLa@épouaoa, KAVEL TOUC TIALKTEG VA PEVOUV yla va Souv Tl
Ba ylvel otn ouveyela, wg e&eAlostal To tawyvidy, Tt épxetal otnv mopeia. Otav amno tnv AAAn
elvat adlvapn kat Bapetn, o alktng odnyeltal otnv anodeUopeUon.

To mapandvw £pyetal o APecn OXEON KAl PE TOUC XAPAKNPEC TOU Ttalyvislou (experiencing
the characters) ou ag@opd tn BEANCN TwV TTAKTWY va TIal{ouv TTaPaATIAVW PE TOUG XAPAKTH)-
PEC TOU yLa va Souv TG e€eAlooovtal, Tt Ba toug cupBel k.a. ‘Otav OPWG £vag TTalKTNG SV LKa-
voTtoLle(tal KaBdAoU armd To ¥apaKTHPA TOU TtalXVLSLoU, yLa Ttapadelypa étav éva Kakod Al Toug
Xelpletal, TOTe UTIAPXEL aTtOSETELON.

Tehog elval oL §paotnpLdOTNTEG KOoWWVLKOoTIolNoNG (socializing). OL Ttalkteg eTLOTPEPOLV O€E Eva
TTaLVISL TIOAAEG (POpPEC POVO ETTELST UTtdpxEL N Suvatdtnta multiplayer. Mo CUYKEKPLUEVQ, OL
QVAPETPOELG HETAEL TIALKTWY, N TIPOCOHOlWwaon opadlkdTNTag yLa TNV MTEVEN KOWWVY OTOXWV
KAl N SLaSLKTUAKN KOLWWVLKOTIONoN Katd tn SLapKELa Tou Ttatxvislo, elval XapakTnpLoTka
auTng tng Katnyoplag.
H katnyopla twv emttevewv (ACCOMPLISHMENTS) acyoAsital pe to ti oupPaivel étav éva
0TOX0G, pla amootoAn emiteuxBolv. Bplokoupe TLg akOAOUBEG Katnyopleg:

Ta achievements (smitevypata) agopouv TV a@ooiwon €vog Taiktn otnv mpoomdbeld tou
VQ KATAKTAOEL I ATOKTAOEL KATL (ELKOVIKA XprApata, KAELSLG, eEOTALOPO, Suvatotnteg KATL). To
progression Tiepl\apBavel TNV emBupia TwWV TTAKTWV yla €EEALEN, OTIWG TNV GUAAOYT KAAUTEPOU
€EOTTIALOPOU, TIOVTWV EPTELPLlAG KaL YEVIKOTEPA TNV avaBdbunon SuvatotnTwy Toug. tnv éLa
katnyopla cupmepAapBAavetat kat N avaykn TV TAPN KAtdktnon Twv Kavovwy, Suvatothtwy,
TIEPLOPLOPWY K.a. AnAadn} va yivouv «udotep» oto Talyvidl. TeAeutala elvat n katnyopla tou
completion (teppatiopou), n omola OTwW¢ SNAWVEL 0 TITAOG oxeTI{ETAL PYE TNV LKAVOTIOLNON TWV
TIALKTWV OTav TEpPAtiCouv amooToAEG AANG Kal YEVIKOTEPQA TO TtaLyVist. H preservance sival eva
EVSLAPEPOV KOPUATL TIOU EPYETAL ETIELTA ATIO TO Teppatiopd. MoMol elval ekelvol oL Ttatkteg Tou
ETILOTPEPOUV OFE €va TtALXVISL, HETA TOV TEPUATLOPO TOU yLa VA TO EEEPEVVIICOLV OTO ETIAKPO, VA
SOKLPHACOUV OAEG TLG ATIOOTOAEG KAL APKETEG POPEG VA SWOOULV ATIAVTIOELG O SLAYOoPa EpWTNHATA
TOUG. TEAOG, TO EMiMESO SUOKOALAG KaL N oX€on PETAgL TTPOKANONG KAl SuvatoTTWV sivatl

28 | Research thesis

ONMAVTLKOL TTapAYOVTEG ELTE yLa VA Kpa-
Tr)loouv €vav Talktn engaged 1 va tov ACCOMPLISHMENT
KAVOUV Va aToXwpnoEL.

Completion

TeAeutala katnyopia eivat n AFFECT
(emi&paon), KAl agopd ta cuvalodruata
TIOU BLWVOUV OL TIALKTEG OTAV EKTEAOUV
pila Spaoctnplotnta kau/r) EMLTUYXAVOUV
KdtL. H enidpaon pmopel va elval Bett- ACTIVITY
kn (Positive affect), kat oxetietat pe to
yeyovog ott moAol xproteg mailouv
mawyvidla yla va avtipgetwriioouv ap-
VNTLKEG KATAOTAOELG, OTIWG TO AyXOG, UE Sensing
BeTkd ocuvalobrjuata, onwg o evBouaot- Exploration
QoPOC KAl N avuTtopovnola, Kat he tnv
gkpLon adpevaAivng Tou pmopel va at-
0BavBel kamolog kata tng SLapkela Tou
gameplay, énwg ywa mapddelypya otav Experimentation
KATa@ePVEL va EePUyEL ETILTUXWG aTIO T
pla «emkuvéLvn» in-game kataotaon.
Kat pla teAeutala evélagpepouoa Ttuxn
glvat otav o mailktng avamtuosl cuvat-
obrpata mpog vav xapaktipa Tou Tat-
XVLSLoU, yLa TIapAadeLypua otav moteUouy p—
OTL €XOUV KOATAWEPEL VA TIPOCPEPOULV
KATL KAAG n emiblwée pla onuavtkr) aA-
Aayn) (Schoenau-Fog, 2011). Eva xapa-
KTNPLOTLKO TIoU ep@avidetal oe oAogva Negative
KAl TIEPLOCOTEPOUG TITAOUG TtalXVLISLWV
Ta TeAevtata xpovia. Auto To pawvopevo . : —— o )

! ! ’ ! atnyopLeG Katata EOMEVONG TIALKTWV ayer engagemen
avémrugng evouvaiobnong petagy mat- ;o "E\F’)wpmgéwsq3 1(r)]ch7\d)l:;aq ne player engag

Ktr],—xapaKtt]pCt, GEtF_E Ta Bepea V,La TNV 11 0¢ éva mayvist o< kdvel va BéA<is va guveyiosis va maileig;
avaruén plag o evtovng eppublong
TIou ldape va avaAvetat kat amno toug Emily Brown kat Paul Cairns oto mponyoUpevo KEQAAaLo.

Progression

Achievement

Experiencing the Story

Socializing

Experiencing the Characters

Solving

Destruction

Creation

Positive

Absorption

0% 2% 4% 6% 8% 10% 12% 14% 16% 18%

H eniépaon opwg pmopetl va ival kat apvntikn (negative affect), omwg dtav to mayvidt ylvetal
Bapetod, EKVEUPLOTLKO, XPNEEL EVELAYEPOVTOG I KAVEL TOV Ttaiktn va Bswpel OTL xAveL Tov Xpovo
TOU €KTIANPOVOVTAC €va objective. ApKETEC PopeG pla tétola katdotaon Ba odnyroet Tov Taiktn
va otapatnoel va matldel, Tapadogwe KATOLEG PopEG Spd WG engagement trigger, yla mapadeLtypa
otav &gv Pmopel va AUOEL eva OUYKEKPLUEVO TIPOPANMA, «TIELOHWVEL Kal TipooTtabel pexpL va to
AUoeL. ETtlong TToANEG popéeg pla Spaotnpldtnta Pmopel va yivel povotovn Kat pn euxdaplotn aAAd
o0 TtatkTng Ba pelvel Wote va poxwpPnoeL Tapakdtw oto Tawyvidt (Schoenau-Fog, 2011). Omote
BAemoupe OTL Ba TpETEL va uttdpyeL petagu pila Loooportia oto xpdvo kal tn SuckoAia pLag pa-
otnPLOTNTAC. Av SnAadn eTAEEEL KATIOLOG va KAVEL pia SpactnpldtnTa apKETA SUCKOAN, OTIWC
OUMPBalVEL OTLG TEALKEG ATIOOTOAEG TWV TTALXVLSLWY, Ba TIPETEL va SNPLOUPYEL VA PLKPA X POVLKA SL-
aotnpata, «SLAAAELPATa» TNG HOVOTOVLAG TNG EKTEAEONG, KAL VA ELOAYEL TNV BETLKN €TSpacn pEow
otadlakwy emBpaBéuoewy Tou vat pev Ba ekveupilouv Tov Ttatktn aAAd Ba ToV TIELOPWVOUV WOTE
va TepPatioouv TNV amooTtoAn (Kat owg To Ttatyvisl).

210 teAog, Bplokoupe TNV amoppognon (Absorption) Ttou Ba tn SoUE TILO AVAAUTLIKA TIAPAKATW.
Txetiletal pe TNV evtUTIWOoN Tou Ttaiktn OtL Bploketal o€ AANO PEPOG, EKTOG TOU TIPAYHATLKOU KO-
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opou, e otav o TtatkTng ylvetal evag pe tov potaywviotn (Schoenau-Fog, 2011), AL Bétovtag
Ta BepeALa TG evouvalcbnong kat Tnv ePPLBLVONG oTWG avagepouv ol Brown kat Cairns (2004),
TIOU OXL HOVO EAEYXELG TOV XAPAKTHpa aAAd ylveoaL 0 xapaktrpag, Spag, OkEPToal kat atoBdveoal
oav va loat ekelvoc.3®

| THEORY

H flow (pon) elvat évag épog ou dnuloupynoe o Csikszentmihalyi (1975) yla va avagepBel o
pLa PuUyLKN KAaTAoTaon TTou BLwveTatl Katd tn SLAPKELA EKTEAECNG TIPOKANTLKWY §pactnpLloTNTWY
EVTOC TOU ouvVaLCONUATLIKOU PACHATOG HETAED «AYXOUC» KAl «TARENG», OTIOU N eKTEAOUHEVN Spa-
otnplotnTa Sev elval oUte TTOAU SUCKOAN yLa VA TIPOKAAECEL ATIOYONTEUAH, OUTE TIOAU EUKOAN
oto onpelo Tou va pnv xpetaletal mpoomdbela kat skills yla tnv emituyn ekmovnor) tne. To flow
XapakTnpLldeTal wg £va TETOLO PLWPATIKO YALVOHEVO,TIOU TIEPIAAPBAVEL TNV ATIWAELA TNG QUTO-
yvwolag (SLa@opeg oWHATIKEG avaykeg PTtopel va Tepdoouv amapatr)pnteg - dtda, avaykn yla
TOUOAETA KATL.) KAl TNV TIApapop@won Tou XpOVou (oL WPEG yivovtal AeTttd) eTELSH), OTIWG €ENYEL 0
Csikszentmihalyi (2008), oxe&6v OAoL oL TTOPOL CUYKEVTPWONG (attentive resources) elval aQLepw-
HEVOL OTNV EKTEAECN TNG SpacTNPLOTNTAC, APrivovTag Alyn r} KaBOAoU LKavOTNTA OTO UTIOKELUEVO
Va TIPOCEYEL TOV £QUTO TOU N TO TIEPACHA Tou Xpovou. To flow yapaktipidetal emiong wg «euxapt-
oto» Kat 0 Marr (2001) avag@epeL OTL N euPOopLKN autr) atoBnon katda tn Stapkela Tou Flow propet
va TIPOKUPEL armd tnv ameAeuBEPwaon VIOTIAU(VNG TTOU CUVSEETAL PE TNV Taxela Afgn amogdaoe-
WV TIOU aTtalTelTal Kata tnV eKTEAEON plag TiPOKANTLKAG Spaotnplotntag f amod tnv atobnon tou
«EAEYXOU» TIOU UTTAPXEL yiveTal avTiAnmen pia Betikn pdodog. To yeyovog OTL N eumetpia Blwong
Tou Flow @aivetal va mpoodidel euyapiotnon e€nyel ylati, dnwg avagpépouv ot Guastello, Johnson
Kat Rieke (1997), oL avBpwrioL Telvouv va a@LEPWVOLV TIEPLOCOTEPO XPOVO O SPACTNPLOTNTES
ot ottoleg Buwvouv To flow (nAadn, elval “evéoyevwg Ttapakwvnuévol” [“intrinsically motivated”]
0€ TETOLEC SpaoTnPLOTNTEC). ETteldn to flow oxetidetal pe tig PUXLKEG KATAOTATELG CUYKEVTPWONG
KaTA TN SLAPKELA EKTEAECNG EPYACLWY, EXEL EQAPHOOTEL o€ SLAopa TAailoLa Tou TepAapBavouv
TIPOKANTLKEG TIpOOTIABELEG.

H Gcwpla Pong €xeL e@appooTtel 0Tn PEAETN TOOO TWV TIALXVLISLWY 000 KAl TWV EPYACLWV OTOV
UTIOAOYLOTH. ZTNV TEPLTTTWON TWV TIAXVISLWY, oxedlaoteg ontwg o Chen (2008), o Koster (2005,
oeA. 98), oL Salen Zimmerman (2004, osA. 337-393), o Schell (2008, oA, 118-122) kat o Rouse (2005,
p. 69) peAétnoav to Flow umodelkvlovtag To TIOoN onpactia oL oxedLaoTeG TalXVLSLWY (game
designers) &slyvouv ota gyyevr) kivntpa (intrinsic motivation) kat Snuloupyoulv pla epmelpia
OUMPTIAOKNG (engaging experience). ELSikotepa, o Schell mapexel Aemtopepeic 0dnyleg yla toug
uttoPrPLoug game designers, ava@EPOVTAG CUYKEKPLUEVEG OUVONKEG TIou e&ac@aliifouv OTL oL
oxedlacpol Twv TavISLwy Toug elvat tkavol va rpokaiéoouy flow.®

‘Exouv oulntnBel TolKINeEC ouVBNKEG TTOU SleUKOAUVOULV TN TIPoOkAnon tou flow. OL Salen kat
Zimmerman (2004, ogA. 337) anaplBuouvtal TE00EPLG: «ULa TIPOKANTLKA §pactnplotnta, caeig
otoxol, oagn avadpaon» [a challenging activity, clear goals, clear feedback] kat «to mapado&o
NG Katoxng eAgéyxou o pla aBéBain kataotaon» [the paradox of having control in an uncertain
situation]. O Schell (2008, ogA. 118-119) amaplBuol emiong TE€ooepLG: «oaPelg oToxOoL, PNdauvn
amoomacn Tng Pooox g, apeon avatpowodotnon» [clear goals, no distractions, direct feedback]
KAl «oUVEXNG TIPOKANCN» [continuous challenge]. O Song kat o Zhang (2008, ogA. 511) anaptBpouv

36 The Player Engagement Process- An Exploration of Continuation Desire in Digital Games - Henrik Schoe-
nau-Fog

37 A Comparison of Computer Game and Language-Learning Task Design Using Flow Theory, Stephan J. Francio-
si, Pepperdine University, U.S.A (2011)

38 O.TL.
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Tpla: «oTdX0UC pLag SpaotnpldTnTag, cagng avatpoWoddtnon, Looppotiia Hetagy SeELOTATWVY Kal
SuokoAlag» [«goals of an activity, unambiguous feedback, and challenge-skill balance.»]To «ma-
pa&o&o» Twv Salen kat Zimmerman, n «cuvexng PoOkANon» tou Schell kat n «LooppoTtia TPOKAN-
ong-8e€loteyviac» Twv Song kat Zhang @alvetal va TepLlypa@ouy tnv (6ta 1&€a: 6Tl to otolyelo tng
TIPOKANONG elval tavta mapov aA\AG OxL o€ onuELo TTou va kataritedel To Tatktn. Emopevwg, oL TiLo
KOLVEG KL ETIOPEVWG OL TILO ONHAVTLKEG OUVONKEG patvetal va sivat:

+ otoyol (goals)
« avatpowodotnon (feedback) kat
+ Loopporttia e&lotrtwv/duckoAlwy (skill/difficulty balance).

To 6Tl N SpactnPLOTNTA TIPETEL Va €XEL “oTdX0UC” (goals) UTTOVOEL OTL OL CUPMETEXOVTEC ava-
HMEVOUV va €MLTUXOULV KATL, N «avatpowodotnon» (feedback) onuaivel 0Tl oL CUPPETEXOVTEG
yvwpidouv tnv mpoodo toug TtpoG TNV ETLTEVEN. Kal N «LooppoTiia SEELOTATWY / SUCKOALWV»
UTTOSNAWVEL OTL VW €va ATOHO €xeL eva TPoUTIAPYXOV OUVOAO SEELOTHTWY ETIAPKEG YLA ETILTEVY-
pa, n arotuyta elvat emiong duvatn €av n mpoomndbela epappoyng Twy de§lotntwy mapamnadet
(6ev elvat opBn). Kat oL tpeLg ouvbrkeg (goals, feedback and skill/difficulty balance) mpokaAoUv v
Suvapel flow kat Ba tav AavBacpévo va uttoBecoupe OTL pla §pactnpldtnTa TTou TIapouctadel
auTEG TNG ouvBnkeg Ba ipokalouoe kataotaon flow og 6AN tng tnv €ktaon.*® OTwg emonuaivouv
ot Salen kat Zimmerman (2004, ogA. 339), oL agleg, Ta evLa@Epovta Kal oL amoTPOTILEG TIOU Xapa-
ktnpllouv Toug peEPOVWHPEVOUG avBpwTioug elval eEl0oU CNUAVTLKEG yLa tnv emitevén porg 600
KaL oL oUVONKEG Ttou glval yyevelg otnv (&la tn Spactnplotnta. Me aA\a AdyLa, oL CUVONKEG Twv
oTOXWV, N avatpoYoddTnon Kal n LooppoTtiia S€ELOTNTWY / SUCKOALWV UTtIopouV va BewpnBolv
XQPAKTNPLOTLKA TNG OXEONG TIOU UTIAPXEL HETAGU TNG §pactneLoTNTAG KAl TOU GUHHETEXOVTOG,
avtl va amoteAolV LELOTNTEG PLag PePOVOopEVNG 6paotnplotntag. Emopévwg, av oL oToxoL pLag
Spaotnplotntag (mawvidL i epyactia) elvat cagelc kat cuvageic, N avatpowoddtnon elvat cang
KOL OXETLKN Kal N tooppoTtiia SeELoTATWV/SUCKOALWY lval KATAAANAN yLa €V CUYKEKPLUEVO CUL-
HETEXOVTQ, TOTE PTIOPEL va avapevetal pe uPnAo Babpod mbavotntag OTL 0 CUPPETEXWV Ba BLwoel
kataotaon flow.*

39 Individual variation can be expected in goal relevance (i.e., whether the “something to be achieved” matters in
the first place), in perceptions of risk vs. reward (i.e., whether the consequences of failure are sufficiently offset by the
rewards of achieving a goal), and in pre-existing skill sets.

40 A Comparison of Computer Game and Language-Learning Task Design Using Flow Theory, Stephan J. Francio-
si, Pepperdine University, U.S.A (2011)
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2TO TIPONYOUHEVO KEQAAALO eEETACAE YEVIKA TNV EUBUOLON, TNV €vvoLd TNG KAl ToV pOAO TG oTa
video games, ta otadia pe ta omola Blwvetal amnd tov Talktn Kabwg Kat SLapopoug TPOTIOUG HE
TOUG oTtoloug eKPPAleTaL. Z€ AUTO TO KEPAAaLo, Ba Tpoomabricoupe va Sourooupe Eva ocuotnua
Katnyoplomolnong Twv otolyelwyv TIou cUPBAAOUV OTNV €Loaywyr Kat dtatrpnon tng epRLUBLong
ota video games, pe évav Koo TIapayovta: Tov Xprotn (user).

O AOYOC TIOU KAVOUHE QVaAUOELG O€ Katnyopleg Sev elval emeldn ta onuawvopeva etvat kabapodat-
Ha aAAG emteldn avtBetw  e§attia tng TOAUPOPPLAG TOUG, HE TNV KATNYOPLOTIOLNGN PTIOPOUME va
Ta EEETACOUNE, OPYAVWHEVQ, ATIO SLAPOPETLKEG OTITLKEG. KABe katdotaon Pmopw va tnv e&etd-
OW PETPNTLKA, TIAAALOVTOAOYLKA, avBpwTiva K.0.K. Me auto Tov TpOTIo TNV EpUNVELW SLAPOPETLKA
avaloya peoa oto TAailolo, SnAasdr) tnv katnyopLa ou Bplokopat: n katnyopia opiel eva cuvolo
ouvOnkwv Kat layers. Ta dLagopa autd layers Hou Agve TIoLa XapakTnPLoTika Xpldouv avaiuong
otnv KaBe pia. ‘Eva otolxelo Pmopel va €XeL TIEPLOCOTEPEG ATIO Pia KATNYOPLEG, TTOU cuvrBwg
€XEL, amAd pla ouvnBwg uttepLoyUEL.

MPakKTIKA avamtuooUE €va VEO cuatnpa ta§lvopnong tng epPubLoTikng epmelplag, pe faon
ONMAWVWHEVA (XWPLKA, OKOUOTLKA, YVWOTLKA KATL.) TIOU ATTOOKOTIEL 0TNV AVAAUGTK), HEAETN AAAG
KAL OXESLAGHO XWPWV YeVIKOTEPA. ETOL Pmtopoupe va XpnoLPOTIO|ooUpE autr) tn peBodoloyia
KOL OTNV QpXLTEKTOVLKI), OTA TaLXVidLa, oTLg Tavieg, o€ Beatplkd aANG akopa Kal oTo yparto Adyo,
ta BLBALa.

Zek\eldwvetal pla véa duvatdtnta avaluong UPLOTAPEVWY XWPWVY, [yLa TIapadelypa va eAEEoU-
ME TNV EPPUBLOTLKNA LkavoTNTa VoG Swuatiou og cupwvia pe TtV Xprion Ttou], ala Kat oxedla-
OOV VEWV XWpPwV, [oTIwG yLa tapadetypa tTnv epapoyn plag tdeead].

TNV €Qapoyr), HEAETN KAl TTapouciaon autou TOU VEOU CUCTHHATOG lval TIou pttalvel n evvola
TOU game design. ZTov oXESLAOHO TIALXVIOLWY &gV oXeSLALELG ATTAA TIEPLBAAAOVTLKA KAl OTAPATAG
ekel. Ze avtiBeon e ToV ap)LTEKTOVIKO oxeSLACHO TIOU TIOANEC POpEC oxedLdloupe AapuBavovtag
uttoPn tnv tomobeoia, TNV oUVEEDN PE TOV AOTLKO LOTO, TNV XPHON KATL OTOV OXESLACHO TtaLXVL-
SLWV O€ eVELAPEPEL O XPrOTNG, TLEXEL TIAPEL ATIO AUTO TToU BAETIEL Kal BLwveL. H oxedLaotikr SLast-
kaola Eemepvd TNV Snuloupyla plag apddag eIATpwy, oplwv Kat ETILPAVELWY SLASPACNC, OTITIKNC,
OUVSECEWV K.ATL. AAAA £XEL WG KEVTPO TOV XPrOTN: OAA TA XAPAKTNPLOTLKA va EEKLvAve armod
ekeilvov mpog ta £€§w. O Talktrg Pploketal oto eTikevTpo, Kal oXeSLACOUPE PE OKOTIO va TOV
KPATAOOUWE €KEl TIPOCEAWHEVO, ATTOPPOPNHEVO, O€ artdAaucn OTtou Kat av Ttatlel, oto oTitl Tou
pe tnv 50 vTowv TNAEOPAOT) TOU, OTO AATITOTI 0TO SWHATLO TOU, OTO KPERATL ) AKOUA KAL OTO AEW-
popelo oTo KLVNTO Tou. Kat' eméktaon AoLmtdv BAemoupe OTL OAOL auTol elvat XwpoL TIou 0 XPHotng
pTtopet va et pla tawia, va akouoel éva podcast ) va Stapdoel éva BLpAlo.

2TOV KABOALKO ApXLTEKTOVIKO OXESLAOHO TIOANEG POPEC EEXVANE VA CUUTIEPIAABOULE yla TIapd-
Setypa tn YuxoAoyLkr) dLaBeon Tou Xprotn Kal Ta ouvalcbNUata Pou. ZUYKEKPLUEVQA, O OXESLO-
OMOG €VOG SNUOGCLOU XWPOU Ba TIPETIEL Va SLAYEPEL yLa TOUG EVSLABETOUG Ao TOUG AUTINHEVOUC
xpnotec. O pwtog BEAEL peyaAUtepn avolytoold, B¢a ylatl opapatietat K.AT. Zto game design
autn elvat n Baotkr) oxeSLAOTIK) AOYLKN, TL EpTIELpla BEAW va TtapEXw OTOV XPNOoTH, WG OEAW
va Tov Kavw va atoBavBel, [ akopa Kal o€ Ti Katdotaon ELoAYETAL OE AUTO TOV XWPO- SLaYopE-
TIKO Ba elval to land/soundscape evdg XWPOU TIOU ETETAL PWlag oknvAg pAong JeE TOV avtioToLyo
TIou Emetal piag oknvng npeptiag.

‘Etol, To game design €XEL TIOAAA ONPAVTLKA TIPWTOKOAAQ TIOU PTTOPOUV Va evowpatwBouv otnv
QPXLTEKTOVLKI, TOOO OTOV OXESLACPO 000 Kal 0To Blwpd tng.

Ta video games, €(0UV TO PEYAAUTEPO EUPOCG AAANAETILEPACEWY KAl TNV HEYAAUTEPN alobntnpLa-
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Kn «katavalwon». Xto BRALo, StaBalelg, otnv tawia kat tnAedpacn BAETELG, oTo podcast akoug,
otnv abAnon r o€ eva emtparnedLlo TayVvidL, okepTeoal, EMAVELG TIPOBARPATA KAl KvEloal... 0Ta
video games opwg TIPAKTLKA KAVELG OAQ TA TIPONyOUPEVA Kal O pla emituxnpevn euBUBLOTKA Ka-
Taotaon, ylveoal éva pe auto kal to {elc oav va sloat ekel.

AOyw SAWV TWV TIPoNyoUHEVWY AoLTtov, To game design elval n To engaged katdotaon Tou
HTIOPOUME VA PEPOUE EVaV XPrOTN Apa O TILO LEAVLKOG TPOTIOG avasdel§ng autng tng EPEVVACG.

O TpOTOC Pe ToV oTolo eva Talyvidt emdpd otnv katavonon kat avtiAnyn pag, yeoa o€ ou-
YKEKPLUEVA EVOLOAOYLKA TTAAlOLa, ovopddetal onpacloAoyla Kal Ta oToLXEla TTou TNV aTtoTeAOUV,
onpawvopeva' kal ota mAaiola Tou SeUTEPOU PEPOUC AUTAG TNG £PEUVAC TA KATATAOOOUPE o€ 4
katnyoplec: ta logical, Tta cultural, ta scenery kat ta experiential semantics.

1 The way a game corresponds with our understanding, with your conceptual frames - the general interpreta-
tion - is called the semantics,
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Ta logical semantics, AOylka onpavopeVa, avapepovTaL os XEOELG, TToU e€eTalovTal PE
SU0 TtapapeTpoug, [representative] TLKA (TTOU a@opolv To «Ti» elval KATL) Kat [cog-
nitive] ((1 (TTou AYOPOUV OTO TIWCE EPUNVEVETAL AUTO). OL AOYLKEC OXETELG Balvouv o€ AoyLka
OUMTIEPACHATA TIOU KATAANYOUHE XWpPLG kamola eubeia urtddelgn aAd amod pla uttoouveldntn ou-
uTEpacpatikn Sltadlkacia mou cupBalvel katd To Blwpa eKelVWY TWV AOYLKWY OXECEWVY TIOU HaG
Ttapouactalovtat. Omwg ylveTal Katavonto amo@elyw va XPNOLUOTIOW oW pAHPATA OTIWE PAETIW N
akoUWw Kabwg autod Ba KatapyoUoE TNV EVWOLOAOYLKH onpacia Twv ox€oswv. OL OYE0ELG AUTEG BL-
WVOVTAL CUVEPYATLKA (OTIWE Ba SOUPE KAl CUVEPYATIKA SLa OAWV TWV KATNYOPLWY OTNV CUVEXELQ)
KL ava@Epovtal Tautdypova o€ OAEG TLG aloBnoelg pag. Mia amoTeLpa va KAatnyopLOTIOL)OOUKE
QUTEG TLG OXEOELG BAoEL TwV aloBroswv Tou avagepovtat Ba EBatve oto Kevo kal Ba amotlyyxave
Eavd Adyw tng pUONG TWV OXECEWV.

Av yla tapddelypa Bplokopat otnv €pnuo, To av lpat Hovog f av €xw pla kapnAa etvat pla amod
TLC TIPWTEG AOYLKEC OXETELC EVOC TETOLOU amAoU TtepBAAAovToC. H Uttapén plag kapnAag o€ pla te-
TOLA TIEPLTITWON oNUATO80TEL EPPETa TNV KATAoTaon Tou Ttaiktn. Av €xw KaunAa, eipat ac@aAng,
€XW TpdoPaocn o€ vepod, Hetakivnon KATL Av Sev €xw KaunAa, eipat og kivéuvo.

VONTLKA: TL Jag TIpoo@EPEL N KapnAa ]
AVATIAPACTATLKA: N KAUNAQ, TO XpwHd TNG, N Katdotaor TnG... ]

Av yla TIapadelypa n kapnAa eival kat @atvetat koupaopevn [ yaotatikda] Ba uttdpyel eva
penalty otig Suvatotntég Tng [vontikdal.

]V AOYLKN KaL TNV EPUNVELa TWV semantics.

H kAlpaka, TomoBeaia kAl MPOOTTLKA TOU TIALKTN, KABWC Kal oL OXECELG TIOU AVATITUCCOVTAL HE
TOUG GAAOUG XAPAKTAPEG KAl TO TIEPLBANOV €lval AOYLKEG OxEOELG. Ma TIapAdeLypa EXW KATL He-
YGAO PTIPOOTA poU [ £yW Kal auto], kpuBopat ) Hou KPURBETAL KATL [OTITLKI)/TIPOOTITLKA],
TIATAW TIAVW O€ KATL AAAO [toTtoBeoial KATL. Z€ pla oknvr) HE SUO XAPAKTNPEG TIOU O €vag elvatl
TIAVW OTO TPATeCL KAl JAGEL Kat 0 AAAOG TIiow aTto pla kapekAa Kat KpUBETaAL, 0 KUPLOG TTOU JLAdEL
ToTtofETE(TAL KEVTPLKA KAl o€ BABpo Kal TBavotata £xeL TOV EVTOVO YWTLOPO TIAVW TOU yla va
Sel&el OTL elval TILO oNPAVTLKOC O OXE0N PE EKELVOV TTOU Bploketal Tio xapnAd. Autd sival éva ou-
HTIEPACHA TIOU KATAANYOURE HOVOL Hag, XwpLg KAToLog va pag To TeL §ekabapa, amAd BLwvovtag
TNV oknvn. OL OX€0ELG TTOU AVaTTUCOoOVTAL PETAEY TOUG Kal PE TO TIEPLBANOV Elval AOYLKEG Kal Ta
OTOLYELO TTOU TLG OUYKPOTOULV (BABpo, Tomobeaia, OTITLK, TIPOOTITIK KAl KAlpaka) elval ta logical
semantics. 10 MaPaATavw TApASeLypa av £Xw TIOANATIAEG KAPNAEG, autr Ttou Ba elvat TiLo pmpo-
otd Ba elvat onpavtikotepn (logical semantics || mapandvw).

ntics
2TOV Kvnuatoypdgo, BAETTIOUPE OKNVEC TIOU N KAPEPA EXEL O TIPWTO aTIKd: TIPOOTITL-
TIAAVO €Va TNAEPWVO TIOU YTUTIAEL KAL EPXETAL O XAPAKTHPAG aTto TILow 1on Kduspic,
0 NXOG KATL. ]

Va TO ONKWOEL. ZEPOUE AUTONATWG OTL TO TNALPWVNUa autod lval on- TAEGwVO Elva
HAVTLKO - AOYLKO CUMTIEPACHQ.

Yta vontika logical semantics Tov oxedLaotr) Tov eVELAPEPEL TO «Ti»
HEXPL TNV AOYLKN ox€on TIou BEAEL va TIpooEpeL avdloya Péoa OTo
€VVOLOAOYLKO TTAQLOLO TTIOU BEAEL VA TNV TIEPACEL. LTO TIAPATIAVW TIAPASELYHA OTNV £pNUO, VTl yLa
KapnAa Ba prtiopoloape va exoupe eva 4x4 SUV. Av €XOUHE TNV KAUNAQ TO AOYLKO CUPTIEPACHA
glval 0tL n taxutnta petakivnong elvat o apyr) o€ ox€on e To 4x4.

AvamapacTatlKAa oL AOYLKEG OXEOELG ETIEKTE(VOVTAL KAL O€ TIEPUTTWOELG TIOU O TPOTIOG TIOU ATIEL-
KovileTal 0 Xapaktrpag Pmopel va amoSuvapwoel 1 evéuvapwoel Tnv upUBLon tou Taiktn (N
Beatn). Av BéAW va Sel&w TNV Appwaotn, YEPLKN KapnAa tou apxlkou mapadetypatog, dev Ba tnv
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avamapactriow Pe pla peyain, kaAoBpeppevn kal paotrpla KapnAa, aAAd pe pila Tio fpepn, adu-
vatn Kat VWyeALKN. To avtiBeto Ba emidpolos apvnTikad otnv egPUOLON Tou TtatkTn.

ZTNV GUVEXELO EXOULIE TOV HNXAVLOHO avatpoWodotnaong tAnpowpopiag otoug aikteg (feed-
back), TTou OTwC¢ E(SAPE OTO TTPWTO PEPOG, EXEL PEYAAN EPTIAOKN oTtnV eUBUBLON Tou Taiktn. Elvat
TOAU onpavtiko to feedback tou mailyvidLol mpog tov maiktn va eivat §ekabapo kat Ka-
TAVONTO KAl va Eilval 6€ CUPPWVLA PE TNV §pAcr. Z€ pla oknvn Paxng plag tawiag, yLa mapa-
SELYHA, O TIPWTAYWVLOTNC Séxetal AAETTAANAEC TLOE0ELC aTto Tov avtimalo. Ekel Ba Tpemel, yla
va elval Lo epBUBLOTLKN N ePTELpla, VA PaVEL O TIPWTAYWVLOTNAG 0AoEvVa Kat ylveTal TiLo aduvapog
Tou Ba Batvel 0To AoyLlkd cupTEPACPa OTL N €TTLBEON TTOU S€xETAL TIPOKAAEL {nNULd OTOV YapakThpa
TOU. AUTO yLa TTapASeLypa TTEpA Ao OTITIKO £pEBLOPA (TTOU PTTOPEL va yiVETAL PE KLVNOLEG Kal B0-
Awpa tng 6pacng KATE?) ya pia o aBiaotn Aoyikn oxéon, va dnAwvetat pe ta stagpopa interface
feedback. Mo cuykekplpéva av o Ttaiktng tailel pe éva controller tumou DualShock 4, DualSense,
XBOX Controller kAT, 6a pmtopovoav Ta triggers KOUUTILG, TIOU XPNOLUOTIOLoUVTAL yLa €TiBeon, va
elvat o 8UokoAa oto TAtnUa® 600 TEEPLOCOTEPO BAATITETAL O XAPAKTAPAG KAl va Sgxovtal Eva
haptic feedback (§6vnon) o€ kaBe ytuTNua.

210 TTAPASELYPA PE TNV €PNUO, AV PETAKLVELOAL ypr)yopd PE TNV KapnAa Ba TpEmeL va uTtdpyeL
évag Selktng stamina (avtoync). Otav n avtoxr tng KaunAag metel, Sev Ba TIPETEL N KauiAa va
otapatnoeL Ea@vika aAAd va Sei&el otov Ttalktn pe KAToLo TPOTIO OTL N KapnAa koupaletal. O mai-
KTNG Tbavotata amoppo@nuEVog otnv PPUBLON gV Ba TIPOCEXEL TNV UTIAPA AAAAG av N KapnAa
ETPRPASUVEL, KAVEL CUYKEKPLUEVEC KLVAOELG KAL XOUC TIOU ONUATOS0TOUV OTL £XEL KOUPAOTEL, O
TatkTng ampookoTta KataAapBalvel Kal EAATTWVEL TaxUTNTA PHEXPL VA AVAKTNOEL TNV AvTtoxH TG
KapnAag. Av n KaunAa otapatouos Eagvika, xwplg kauia postdomoinon, ya va Eavayepioel n
avtoxn tng, 6a odnyouoe o amodéoueuan TG T(POCOXNG TOU TIALKTN aTttd To TalyVvidL. Emlong yla
pia OAOKANPWHEVN ETILTUXNG AOYLKI) OXEON, AKOUA KAl HETA TO OTAPATNHA TNG N KAPNAQ Ba TipeTeL
va €xeL €va animation/kKLnoeLg TIou va SNAWVEL OTL AVAKTA TLG SUVAPELG TNG,AAALWG Ba dnuloup-
youoe pila aBoAn otuyun yla tov maiktn mou Ba elte Ba vopLle otL katdhaBe AdBog ) amAd Ba at-
oBavotav Kanwg apnxava a@ou dev Ba eKTANPWVOTAV TO AOYLKO CUUTIEPACHA TOU KAl PUOLKA SV
Ba n&epa mote Ba pmopoloe va cuvexioel (o€ Teplmtwon pn Uap&ng TtnG PTIApag).

H mtapatrpnon (observation) elvat éva d\\o emninedo mou pPmopouv va avartuxBoUv AOYLKEG
OXEO0ELC PHEOW ONPALVOUEVWY. Oa UTIOPOUCAE YLa TIAPASELYHA VA «EESLTTAWCOUPE» Pla oKnvr| XWw-
plg va xpelaotel va sel§oupe ouykekpLuEVa avtikelpeva tou va ipodi&ouv Ttov okoTto. OL LoTopLEG
Tou Sherlock Holmes lvat éva dploto mapdadetypa. Ol oKnVEG TIOU TEPLYPAPOVTAL OTLG LOTOPLEG
ToU, 8V OTOXEUOUV OTNV avamapdctacn eVog otolyelou aAd o€ pla ouvBeon TIOANATIAWY Kal
auto oV £XEL Katlpla onuacta elvat ta vonuata mou ekPPAdouv Kal oL OXECELG TIOU aVATITUCCOUV.
O€AeL va ekPpaceL SnAadr 0TL OAa o€ autr) tn oknvr 6Aa Pmopel va onuaivouv KAtL, GUCXE-
TLOTLKA.

T TNV CUYKEKPLPEVN TIEPLTITWON AVAKOUV KAL OL a@nyrosls ywpic apnynan, SnAasr TLG TIEPLITTWOELG
TIOU Ta onpawvopeva tou setting amod pova Toug AEve TNV Lotopla xwpLig va xouv kamola Kupla
B¢on ) va tovidovtal PE KATIOLO PWTLOPO OTIWG TIPONYOUHEVWE KATL. BAETIW yla Ttapddetypa pla
Tilra karvou kat kataAaBaivw emoyr, Asltel okdvn o€ éva onpelo pévo, apa KATL JeTaKLvnBnke
POOEPATA, UTIAPYXEL VA KOUTL KATIOU 0TO APAaCKAVLO KAl avaypA@EL KATL TIAVW TOU TIOU Hou Sivel

2 TILO CUYKEKPLHUEVA PTTIOPOUV VA UTIAPXOUV SLAPOPEG PETABOAEC OTLG ALOBTELG TOU XaPaAKTNPA, OTIWG BOAWUa
NG 6paong, Akouopa KapdlakoU TtaApou dtav n wr) elval og EALPETLKA XAUNAO eMiTeS0, KOKKIVIOPA TWV akpwV (0wg
Kat KarmoLa @€ atpatog mavw otnv KAPepa Kat TTOAA GAAa. To 1o Bactkd dpwg lvat ta animation Kat Twg o Taiktng
avTLdpd ota YTumniuata.

3 M{a Suvatdtnta ou Tpooépetat RSN amd ta XBOX One, XBOX Series S/X kat PS5 DualSense Controllers
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€upeoa pla mAnpopopta (ty. cargo lot number xy), kat GAAa TToAAG. AnAadn n agniynon yivetal
MEOW TNG Mapatpnong KAaL TOL CUCYETLOUOU. EXOUHE HOVO TOUG TTApAYOVTEC (CNUALVOUEVA) TIOU
ouoxetiCovtal kat Bydalouv (€va) vonua.

Yta mawvidia Aotmdy, to Logical elval auteg oL oxeoelg, Sgv e evdLapepel to location aAAd to
location o€ oxéon pe €va aiAo location, e Tov xaptn r oL akoAoUBIEG KaL oL CUCXETLOUOL TTOU
vplotavtat PeTafl TWV OVIOTATWY TIOU €XW BE0EL WE TTPWTAYWVLOTEG KAl TWV OXECEWV TOUG WE
TO YEVLKO OUVOAO ToU TtatyvidLou. MNa mapddetypa av pou Sel&eLg pila oA mepa kat ptdow o€ 5
Aetttd Sev Ba elvat pla TOAn «mépax. AUTO Ttou pag Eagviadel Kal pag KAVEL va TILOTEVOUE OTL KATL
Sev TIAEL KAAQ, Elval TTIOU pag «EUTIVAEL» KAl PaG TIETAEL €Ew aTtd Tnv euBuBLoN.

ESw Ba TpéTeL va Toviocoupe OTL eVw atvetal otL to logical elvat kabapa visual kATt tétolo Sev
LoXVEL. AG TTAPOUPE Ta TIpwta Tatyvidla tng dekagtiag tou 90. Mmopouoav va sivat toéoo gppu-
BLOTIKA 000 Kal Ta oUYXPOoVa, AAAA JE TA UTIOSEECTEPA YPAPLKA TOUG. Agv rtav to visual Tou ta
€kave va Bydalouv vonua aA\d n Aoyikn (logic) Tiow amd Toug CUCYXETLOPOUC TWV OoKNVWV. Etol
akopa Kat tawyvidia oav to Tron, To Hyperchase r) to Rez tou fjtav povo wireframe €Byalav von-
Ha, ETELSN) TO HUAAG OOV PE TOUG ETILTUXNHEVOUG CUCYETLOHOUG TIOU €KAVE, SEXOCOLV TO setting w¢
LKOVOTIOLNTLKO Kal Sev XpelalOooUV TIapamavw TIpocBetn TANpowopia. To HUAAG CUUTIANPWVE
TNV uTdAoLTin. ' auto utrpxav Kat text-based mawyvidia, Tou amoteAoUV TNV Lo Kabapn HopYn
AOyLKWV oxeocwv. To logic, n AoyLKkr, AoLTIOV, TIponyeital Twv AAAWV KATnyopLwv Kat yuU' auto
TtapoucLAdeTaL TIpwWTo.

‘Etol BAémoupe 6t ta logical semantics pag 6étouv kavdveg oto scale pe to omoto dtaBalw to
XWPO. AUTO HaG PEPVEL KAL OTNV eUpela Katnyopia AOYLKWVY OXECEWV TIOU lvat oL MaBnpatikeg
IYECELG OTIWG Ba SoUpE TIAPAKATW.

LOGICAL RELATIONS HIDDEN IN PLAIN SIGHT

AOYLKEG OXE0ELG AapBAVouV Xwpa cuvexOpeva oTo TEPLBAAMOV yUpW PaG, aKOUA Kal TEPA ato
TOV KOOHO TWV TIALXVLSLWV. YTIAPXEL EVa QALVOPEVO TIOU ovopddetal entrainment, 6Ttou 6tav loat
TIEPLKUKAWEVOG attd fxoug uhnAol pubpuou (fast-pace), TelVELG va Klveloal KAl va eKTEAELG evep-
YELEG TILO ypryopa. ETunpdoBeta augavetal kat to emimedo dyxog oou. To apado&o Aoumov eival
OTL TTOAAA payadld Ttaldouv TEToLoU (60U HOUGLKY, KAl TIPAKTLIKA «ETILTAXUVOUV» ToV KOOpo. O
HOVTEPVOG KATAVAAWTLOHOG EEPEL TIOAU KAAA OTL 0 XpOVO¢ Ttou E08UoUE o€ eva payadl elval ape-
00 OUCYETLOPEVOG HE TLG TIWANCELG KAl TO TIO00 £08£V0UPE. Mg AANA AOYLQ, AV PAG ETILTAYXUVOUV»
§odevoupe Alyotepa xpripata, KAtL ou ekdbapa &ev cupepeL To payadi.

Av gloal pla ahuoida kataotnuatwy fast food, elvat amoAUTwg katavonto. Epsuveg Ssiyvouv OTL
apa mailoupe fast pace pouaotkr otnv eotiacng, ol AvBpwToL JacAve TILo ypryopa apa pelyouv
KaL Tio ypriyopa. NMpogpavwg av eloal eva €0TLatoplo KUpoug autr) Ba ntav mapdAoyo va KAVELG
KATL TETOLo MG av eloal eva burger bar kat BeAelg ta tpamedla oou va adetalouv kabe 20 Aettda
Tieplmou, elval amoAUTwE Katavontod va EQapPOcELg Yia TETola TEXVLKA. 4

O xog £xeL T€00EPLG (4) TUTIOUG ETILSpacng otov avBpwro: Zwuatikn (Physiological) Tou
elvai n eniépaon oto cwpa pag, YuxoAoyikr) (Psychological) ou eival n emiépaon ota cuvalobr)-
patda pag. N'vwotikr (Cognitive) Trou elval n emiépaocn otnv duvatotntd pag va eneepyalopaote
TIANPOYOPLEC KaL ZuptiepLpopLkr (Behavioral) Ttou elval n emiSpacn otnv cupmepLPopd pag, KAtL
TIOAU CUUTIAVTLKO.

Ztnv meplmtwon tou ypagesiou, Aavbaopevn akoUOTLKH, YVWOTLKA, PTIOPEL va PELWOEL TNV aTo-

4 Julian Treasure, chairman of The Sound Agency - Emelo081o 34 “Muzak”, Twenty Thousand Hertz
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Soon pag oto éva tetapto (1/4) tne. Emlong av mape o€ évav Todooalplkd aywva Kat oTo oTasdlo
ETILKPATEL TIAVTEAN OLWTIN N EPTIELPLa Ba Elval avatpLyLaoTKn.

ATIO TNV AN, YWwpiloupe O0TL o€ pia BLBALOBrKN 0 YEVIKOC Kavovag Elval «000 nouyia» Kat X peL-
adOPaoTE TIEPLOCOTEPA TETOLA NOUXA PEPN YLA VA TINYAlVOUUE va SOUAEUOULE.

THEORY

Ta AOYLKA CNUALVOPEVA, AoXOAOUVTAL HUE TLG AOYLKEG OXECELG TIOU HAG ELOAYOUV oTnV euBubLon.
Topelg avagopa amotehouv ta pabnuatikd kat n visual intellligence/communication.

OL Aoylkeg oxeoeLg Bplokovtal mavtou yupw pag Kat armoteAoUV Tov KUpLo Ttapdyovta Stapop-
Pwong TG avtiAnyng Hag yLa Tov QUOLKO KOOUO aTtd ToV €YKEWAAO pag. H kuplapyn atobnon
elvat n 6paon, €tolL ta patia pag atouv Baoctko poAo ota logical semantics.

'Onwg avagépel n Ann Marie Seward Barry oto BLBAlo tng «Visual intelligence: Perception, image
and manipulation in visual communication», Ta patia pag amoteAouv Eva apdbupo yLa ToV YuaoL-
KO KOOHO. ZTEAVOUV TNV TIEPLOCOTEPN, KAL TILO YPriyopa amo kabe aA\n atoBnon, mAnpoywopia oto
VEUPLKO pag cuotnua.

AUTO TtoU KataypAa@ouyv ta pdtia pag SV elval Pia avTLKELPEVLKN ELKOVA TNG TIPAYHATLKOTN-
TAG. AVTLOETWG 0 EYKEPAADG pag ouvEUALeL TTANPOYOPLEG ATTO TA MATLA, PE EKELVEG TWV AAAWV
aLo0noewv pag, TLG EPUNVEVEL, TLG CUVOETEL, Kal PE BAoN TLG EPTIELPLEG pag, pag Sivel pla amtn
AVTLANTITH €£LKOVA TOU KOGHOU TIOU BLWVOUMPE. AUTA N €lKOVA PAG KAVEL VA €XOUHE ETILYVWON
TWV €EKAOTOTE KATAOTACEWV KAl PHECW auTrg kaBodnyoupaote og avaAloyeg SpAcelG. MNa va pag
TapexeL pia o Eekdbapn epunvela Tou «Twg PAETIOUE», 0 PUXOAGYOC J. J. Gibson Ttou aoyoAel-
TaL Pe tnv avtiAnygn tou avBpwtou (Perceptual Psychology), kdvel évav StaxwpLopo tng lLkova
TIou TIPOBAMETAL OTOV AU@LBANCTPOELSN pag (Pia SLodlaoctatn ameLlkovion Tou KOGHO0U), 0 0Ttolog
TNV ovopaoe «visual field», ard tnv vontn dnuloupyia mou cuvBetel Tov «visual world» pag, Tov
ELKOVLLOPEVO KOGUO HaG.

To visual field elvat amoté\eopa Tou YWTOC IOV EL0EPXETAL OTa patia pag. O visual world, dpwg,
gpHNVEVEL aUTA Ta POTLRa YwTOG WG pla mpaypatikotnta. Etot, o visual world eival pla eppnveia
TNG TPAypaTlkOTNTAG aAAd 6L N idla n mpaypatikdtnta. Elval pla eikdva mou nuloupyeital
OTOV €YKEPAAS KAl SLAPOPPWVETAL ATIO TNV EVOWHPATWON TwV AOLTIWV aloBroswy, BLWPATWY Kat
TNV TIOALTLOTIKI paBnon tou atopou. Ev ouvtopia, elvat €évag mental map tou KOOPOU, OXL OPWG
0 KOOMOG.

Ma auto to Adyo akplBwg evw n pwtn apyr tou Alfred Korzybski yia ta onpawodpeva - «the
map is not the territory» - @aivetat va SnAWVeL KATL TIPoPavEC (TTolog Ba pmepSeve €vav 08LKO
XApTN PE TO TOTILO;), OTNV TIPAYHPATIKOTNTA UTIOVOEL KATL TIOAU Ttapandvw. OeTel evav BepeAlwdn
SLaywpLopo PeTagL tng avtiAnyng Kat Tng TPaypaTtikotnTag. AUTO TIOU ATTIOKAAOUME «TIPAyHATL-
KOTNTA» €lval pla vontr elkova oav Xaptng, To TeAKO Tipoldv plag Sltadikacotag mou EeKvAeL Je
TLG SLAYOPEG AVAKAAOELG TOU PWTOG 0TO TIEPLBAANOV Kal KATAANYEL PE TNV TIEPLTTAOKN Katl cUvVOETN
Sopr tou vou.

Emeldn n opaon pag slvat pla adidkomnn aloBnon, TLoTEVOUPE TILOTA O€ AUTA TIOU BAETIOULE.
ESw elvat Tou talplddel n €kpacn «Ta Qawvopeva amnatolv». O KOOHOG yUpw Hag cuykpoteltal
amo assumptions (UTTOBEOELG), TTOU KATAANYOURE O CUVAPTNON HE TLG TIPOOWTILKEG EPTIELPLEG PAG.
Autr n Stapdpwon NG avtiAnyng pag yla tov KOoo, elval pavepr) akopa kaL ota kabnuepva
nipdypata. ‘Otav dw pla kapékAa, kaBopat, ylatl epmioteopal TG alobnoeLg pou. Autr) elvat n
aopatn Kwntipla duvapn mou uttofonBact tnv e§EALEN pag.
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To visual intelligence Baocietal wg emi Twv MAelotwy ota pabnuatikd, otnv évvola tou Tl aA-
AdACw Kal TL oUCXETI{W KaL armoTEAOUV pia aro TLG LoXUPOTEPEG AOYLKEG OXECELG. TA HABNUATLKA, HE
TNV €vvoLa TwV aAyopiBpwy elval eKElVOL OL CUCYETLOPOL TWV TIPAYHATWY TIOU (PAVEPWVOULV TIWG
KATL AeLToupyel kat 08nyel o€ KATL TTOU TO PHUAAOS pou kataAaBaivel. O KOOPOG yUpw HAG aTTOTEAEL-
TaL amo potiBa (patterns). ‘O,TL lval TiLo Kovtd otn YUoN pag apéoel, yatt akoAouBel Tov growth
algorithm. Ztnv texvntr vonuoouvn, o FP-Growth Algorithm, elvat pla amoteAeopatikn péBodog
yla TNV €UpeOn TNG ouxvotnTag eppaviong potiBwv (FP-Frequent Pattern)® kat pag mapeyel pia
e€nynon oto «yatl pag apéaet n Xpuan Tour».

Ta pdatia pag, oTo TTPWTO GTASLO TG Opacng BAETTOUV YPAMHEG, SLavUopATA KAl PUCLKA
avaloyieg kat ox€oeLg. ‘Onwe avapépel o Paul S. P.°, AoyaplBuLkeg oTelpeg OTIWG N oTtelpa TG
XPUONG TOPNAG (W€ ouvTeAeoTr avamtugng to v=1.6180339887 yvwotd Kal wg n XpuUcH Toun) ou-
vavtiouvtat avtol yupw pag.” H pabnuatikr) poéAeuon tou ® pmopel va gatvetal KAanwe Pu-
OTNPLAKI, OAAA TO TILO EKTIANKTLKO TIPAYHA JE aUTO TOV aplBpo elval OTL amtoTeAel évav BepeAlwdn
«8OHLKO AlBo» TNG YuonG. Ta gutd, Ta {wa, akopn kat ot AvBpwrttol, ot yaha&ieg kat TTOAA pUOLKA
@aLvopevVa (OTWE oL AVEPOOTPORLAOL) £XOUV AVAAOYIEC TIOU CUMHOPYWVOVTAL PE ToV aplBud ® pe
arioteutn akpiBeLa. Autr) Aourtdv n emavaAnyn tou HotiBou pag Kablotd KATIOLEG CUYKEKPLUEVEG
KOTOOTAOELC OLKELEC.

Onwg avaepel o kabnyntng apxltektovikng K. A. Ouyypivng, otav BAETMOUPE €va KtrpLo, pla
OKAAQ, PEXPL KAl €va ypageio dev yvwplloupe OTL To HUAAS pag €xeL 7 otddla Katavonong tng
OPACNG KAl TO TIPWTO elval Ta gabnuatikd kat 0Tt auto Tou BAEMOUPE elval oX€0ELG Kal avaloyleg,
TIOU pag lval KATL OLKELO, KAL EKTTANCOOPAOTE, «HaG APECEL» AUTO TToU BAETOUE. ESW pmatvet kat
TO KOPMATL TNG atcBntiknc. Onwg ldape apamnavw, pe Baon tnv visual intelligence, n avtiAnyn
MAG yLa TOV KOOHO yUpW HAG KAl KAT €TTEKTAON YLd TO avtioToLyo Ktrjplo, okdAa f ypapeio, slvat
TO ATIOTEAECHA TNG OLVBEONC TwV aLoONoEWV Pag, EEATOULKEUPEVN OToV Kabgva pag pe Bdon ta
Buwpatd pac. Apa, dev uttapxel pla kabapd avtikelpevikn avtiAnyn Twy mpaypatwy, edouévou
KAl TOU OTIWG CUPTIEPALVOUE N aloBnTLkr lvat KATL TIoU €V PTIOPOUHE VA EAEYXOULE (apoU Sev
EXOUHE TOV EAEYXO TWV TIPOCWTILKWY EUTIELPLWV) OAAA €lval €va 0UVOAO KAVOVWV KAl OXECEWV
TIOU PTIoPOUV va kaboploouv To yevikd TAalolo oto otolo otn ocuvéxela Ba mpaypatomolndel
N ouvBeon Twv AloBACEWV PAG PE TA TIPOOWTILKA PaG PBLwWHATIKA epgdiopata wote va BydAoupe
€Va «AOYLKO» CUUTIEPACHA YLA TO AV KATL Jag apETEL KAl WG atobavopaote yia auto. Auto ivat
TO BACLKOTEPO EPYAAELDO yLa TNV SnuLoupyia piag XwPLKNG EPTELPLlagE, o€ Evav ELKOVLKO
KOGHoO. To «wpalo» elval o€ éva 6plo PETAEL Tou «TEPITTAOKO HEV VA TO KATAAABwW, GAAA TO Kata-
AaBaivw» Kat puoLkd, 0tav TIEPACEL £va CUYKEKPLUEVO onpelo kat apxloel va elval cuvnBLopévo
Bapeto KATT apyileL va pnv ' apgoel. Me Alya Adyla wpata lvat Tpaypata Tou PHou «tatplalouvs
KAl o€ KAmoLa pdaon ta katahaBaivw eUKoAa.

ANAEZ AIZOHZEIZ

E&w Ba mpEmeL va onuelwooupe OTL evw Sivetal Lsattepn epgpaon otnv atobnon tg 6paong, N
oUPBOAN TWV AANWV alobnocwv elvat eElo0ou ONUAVTLKEG. Ma TTapAdeLypa, auto Tou el avTL-
AQpPBaVOPAOTE WG «KAAr HOUGCLKI», EXEL VA KAVEL PE TNV CUPPWVia otnv ottola Bploketatl auto Tou
aKOUE PE TNV (KAAOLKM) appovia, TTou KaL 0€ QuTH TNV TEPLTTTWOonN €XEL VA KAVEL PE TA HaBnuatikd.

https://www.youtube.com/watch?v=yCbanklouUU

Paul S. P. (2016). Golden Spirals and Scalp Whorls: Nature’'s Own Design for Rapid Expansion

Naylor M. (2002) Golden, “v2, and @ flowers: A spiral story” Mathematics Magazine. 75(3), pp. 163-172
TIOAAEG (POPEC ATTOOKOTIOUHE 0T Snploupyla plag aBoAng epmelplag, o TpoTog Spacng pag rinyddel amd tnv
(8la Bewpla

00 N owun
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Ta suprpata siyvouv OTL TapOAo TIOU UTIAPXEL PLA PUOLKA HaBnuatikh oxeon PHETagl Twv ou-
XVOTNTWV TNG KABE «C» (VT0), 0 EYKEPAAOC, aveEaptnta amod tnv oktdBa mou mailetal n vto, ou-
VTOVIZETAL PE QUTEC TLG OPOLOTNTEG PETA aTtd AKPOAOHN POUGCLKAG BaoLOpEVN O OKTAREC, Ag€L 0 Josh
McDermott, oto Tunpa Eykepdalou katl Nwotikwyv ETtiotnpwy tou MIT.?

Ouwg uttapxel pla tepdotia Stagoporoinon otnv avtiAnyn tng HOUGCLKAG 0ToV AvBpwtto. Av &gV
elxape exteBel oTnNV KAAOOLKr OKTABLKN appovia Kat §ev elyape PEYAAWOEL JECA OTNV oUYXPOVN
Kowwvia, N avdykn pag yla tTnv gouotkr Sev Ba émaue va uttdpyxel aAa Ba akoAouBouoe dANoug
KAVOVEG 1 KAAUTEPQ TNV EAAELPN KAVOVWY, OTIWG SLATLOTWONKE 0g PUAEC LBayevwy TIoU Ttaprya-
yav JouoLKn, n ottola ota Sikd pag autid Ba xapaktnpllotav mapdewvn OPwE ota SLka Toug elvatl
€UXAPLOTN, AVEEAPTATWG PE TO aV eV TEAEL N Sladikaoia avTtiAnPng HOUOLKNG/PHEAWSLAG YeVIKOTEPA
akoAoUBel avegatpétwg To Tapandvw pabnuatikd potifo. Auto anoteAel va dploto Ttapadelypa
NG aLoBNTLKAG TIOU Ava@EPApE TIPONYOUHEVWC.

AIETEPZH TOY NEYPIKOY zY2THMATOZ ZE ENA EMBYOIZTIKO MEPIBAAAON

Q¢ &¢ktng To avBpwrilvo cwua AapBdvel epeBiopata amod to TeEPLBANOV TTOU 0T CUVEXELA TA
enegepyddetal TIPOKELPEVOU va avtidpdoel katdMnAa os autd. «H petddoon twv onpdtwy ota
SLApopa PEPN TOU CWHATOG KAl YIVETAL HEOW €VOG SLKTUOU ELSLKWVY KUTTAPWY TIou ovopadovtat
VEUPWVEG KaL AVHKOUV OTOV EUPUTEPO VEUPLKO cUoTnHa. OL VEUPWVEG elvarl eEatpeTikd eugpébLoTa
KuTTapa mou emnegepyddletal kat SLapLBAlw TLg TANPOYOPLEG P NAEKTPLKN XNHLKN onpatodotnon.
OL aLoBnTrpLoL VEUPWVEG (SENSOry Neurons) Qvtamokpivovtal otnv agr|, 6Tov fX0, 0TO PWG Kal
o€ TTOAA AM\a gpeBiopata Kal emnpeadovtag ta KUTTapa Twv alcbntnplwv opyavwy Tou otn
OUVEXELA OTEAVOUV OrUaTa OTO VWTLALO PUEAD Kal ToV eykEPAA0. OL KLVNTAPLOL VEUPWVES (motor
neurons) AauBAavouv Ta onPAavate aro ToV VWTLALO HUEAS KAl TOV EYKEPAAO, TIPOKAAWVTAG CUOTIA-
OELG TWV HUWV KAl ETINPEACHO TWV adévwv. ETol OAEC oL ELOPOEC aTtod OAEG TLG atoBroslg AapBdvo-
VTAL WG WONOELG VEUPWVWY, SlVOVTAG 0TOUG VEUPWVEG TNV EVTUTIWON PLag augnpevng alobnong»'

Ztov avBpwTilvo opyaviopo to 38% Twv VWV TIoU ELoayovtal ) a@rvouv to Kevtpilkd Neuplkd
Uotnua Bplokovtal 0To OTTLKO VEUPO, PE ATOTEAECHA va uTtoAoyiletal OTL TouAdyxLotov 75%
TWV TIANPOYOPLWV PTAVOUV OTOV AVOPWTILVO EYKEPANO HEOW TwV patwwv.' To Tapamdvw To-
000TO emLBeRalwveL eV TNV TILOTN TOU AVBPWTIOU OTA PATLA TOU OAAA TAUTOXPOVA ATIOSELKVUEL
TIWG UTTAPXOULV apPKETA TEPLBWPLA va Tipooeyylosl kavelg TNV Plwpatikn epmelpla pe ouvepyela
OAWV TWV ALOBACEWV. «ZTO OTITIKO cUCTNPA UTIAPXOUV aloBntriplol UTIOSOXELG TTAVW OTOV ap-
@LBANOTPOELSH XLTwVva ToU patlov Tou elvat tkavol va aviyveuouv XIALASEG onuela pwtog amod
TO €EWTEPLKO TIEPLPBAAOV. ITN CUVEXELQ, OL OTITIKOL VEUPWVEG AaPBAVOUV €LOPOEC aTIO OPASES
TIPWTORABPLWY VEUPWVWY, oL LPNASTEPOU ETILTIESOU VEUPWVEG AAUBAVOUV ELOPOEC aTIO OPASES
SeUTEPORABULWY VEUPWVWY, Kal oUTW KABeEN, oxnuatifovtag pla tepapyia amd otadia smegep-
yaolag. Ze kaBe otddlo, oNUAVTIKEG TTANPOYOPLEG ATTOOTIWVTAL ATIO TO CUVOALKO Orpa eVw TIAN-
powopieg nooovog onuaciag amoppimtovtal. MExpL To TEAOG TNG SLadlkaolag, Ta ELoEPYOPEVA
Ofata TouU aVTLUTPOCWTIEVOLV Ta OnUEela WTog €Xouv petatparel o pia veupikr) avamapdota-
on (neural representation) TwV AVTIKELUEVWVY TOU TEPLBAAOVTA XWPOU KaAL TWV LELOTHTWV Tou."?

TTOV TOpEQ TNE EPPUBLOTLKNAC ELKOVIKAG TTpayHatikotnTag (immersive virtual reality) ylvovtat ou-
VEXWGC EPEVVEC TIPOKELHUEVOU Va ETILTEVYOEL dpeon SLEYEPON TOU VEUPLKOU CUOTHATOG KAl ETTOLE-

9 https://www.sciencedaily.com/releases/2019/09/190919142301.htm

10 http://users.rcn.com/jkimball.ma.ultranet/BiologyPages/P/PNS.html

11 Youngblood, G. (1970). Expanded Cinema, New York, NY: E.P. Dutton and Co, 46.

12 Churchland, P.S. & Sejnowski T.J. (1990). Neural represenation and neural computation. Philosophical Per-

sprectives: Action Theory and Philosophy of Mind (4), 343-382
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vwg BERatn epPLBLON Tou xprotn. AapBdavovtag TG ELOPOEG WE TEXVNTA UTIOKLVNUEVEG WONOELG
VEUPWV, TO cuotnua Ba Pmopoloe va SEXETAL TIG EKPOEC TWV PUOLKWY WOACEWV TwV VEUPWV Kal
HE TNV EMELEPYAOLA TOUG VA ETILTPETIEL OTO XPNOTN VA AAANAETILEPA PE TNV ELKOVLKN TIPAYHATIKOTN-
1a."* OL YuOLKEG WBNon otov ERpo avaueoa oto cwpa Kat to Kevtplkd Neuplko Zuotnua Ba mipe-
TIEL va amotpamouv lMatl €tol Ba uttdp&el ocuykekpLPEvn PUYOAOYLKN €EEALEN KAL CUPTIEPLYOPA.
MapdAANAQ, HEAETWVTAG TLG VEUPLKEG WONONG TIOU AVTLOTOLXOUV O€ aLoBNOELG KAl TNG KLVNTIPLEG
wOnoNng oV AVTLOTOLXOUV O PULKEG CUOTIACELG, Ba PTopel va uTtap&eL TIANPNG EAEYXOG TOU av-
BpwTilvou cwpatog. Katd ouveéTela TOo0 oL aloBrioelg 600 Kal Ol EVEPYELEC TOU Ba elvat eAeyyo-
HEVEC Kal Ba €MLTUYXAVOUV TNV amalttoupevn KAbe wopd epBublon. BEBala pla tétola pooTITLK
€EEALENC OTO XWPO TNG ELKOVLKAG TIPAYHATLKOTNTAG KPUBEL KATIOLOUG KLVSUVOUG, a@oU HE TOV TIAN-
pn €AEyX0 TOU CWHATOC Ta eMLTEAE(TAL EAey)OpEVN avTiAnyn TTou PTtopel va 08nyroeL To Xpriotn
o€ Kataotdoelg Pevdalodroswy r| kat eBLlopod. ™

TRIGGERING CATEGORIZATION: VISUAL, AUDIO
INTERFACING SYSTEM: SCREEN/DISPLAY, SPEAKERS

13 http://en.wikipedia.org/wiki/Immersion_(virtual_reality)
14 Buwpatikég Mpooeyyloelg otov ApXLTEKTOVIKO Xwpo: N epimtwon tng Eppubilong, Mmoupyavou AAeEavspa,
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Ztnv katnyopla twv cultural avikouv OAEG OL TIOALTLOHLKEG OXECGELG TIOU HAG EL0AYOLV O pia
katdotaon eupBublong. EEetdlovtal avlpwTtoAoyLKd Kal AaoypagLKA Kal £X0uV AUECN OxXEonN WE
TOV TIOALTIOPLKO KWELKA TOU XProTN.

‘Etol, topelc avagopdg yla pla emtuyxnuévn anddoon twy cultural semantics amoteAovv n av-
BpwrtoAoyia, N Aaoypawia, n wotopla, N EEALKTLKY ETTLOTAPN KAL (PUOLKA OL TIOALTLOTIKOL KAVOVEG
NG HOVTEPVAC KOWVWVIAG Kal 0 TIOALTLOMLKOG KWSLKAG Tou atopou. Emtiong o kivnuatoypdgog Kat
N TNAEOPACN TIPOCYEPOLV PEYAAN por) TTANPOYOoPLAG 0TA TIOALTLIOPLKA onualvopeva, 0Tiwe Ba ava-
AUCOUPE OTN OUVEXELQ, KABLOTOVTAG TiLa TO ATOopo o€ Bgon va €xeL emlyvwon plag kataotaong
aKoOpa Kat av Sev va tnV €xeL BLWOEL ETIL TOTIOU AAAA POVO €E' ATTIOOTACEWC I ELKOVLKAL.

EXEL VA KAVEL PE TA EAAXLOTA XAPAKTNPLOTLKA TIOU X peLaletal €va setting yLa va mapexeL yla ou-
YKEKPLPEVN ePTIELpla. AG TTIAPOUE TO (6L0 TTapadelypa setting amo ta logical semantics, autd otnv
peEon avatoAn. Asv Ba XpnoLUOTIO oW oTolyEla OTIWG oUyXpovn HOUCLKN Kal Puxpd xpwudata.
©a akoUOW AVATOALTIKOUC NXOUC, VAPYINESEG, BEpUA XPWHATA KOVTA OTO XPWHA TNG AUHOU, Ka-
Bapog oupavaog, okovn otov opilovta, avtiotolyn evéupacia kat uolkd tnv kapnAa twv logical
semantics KATL. Agv xpeladetal va €xw (NoeL ekel 1 va €xw ETILOKEPTEL AUTO TO PEPOC yLla va EXW
oxnuatioel autn tnv €wkova. H {8la n Kowwvia, To TIOALTLOTIKO TepLBAANOV pag Kal élaitepa n
ggelypevn SLadoon TAnpowoplag Tou 210U alwva, Hag KAVEL va «uroBétoupe tnv umapén» kat va
OUVSEOUE VONTA KATIOLA OTOLXELO E CUYKEKPLUEVEG KATAOTAOELG. Eva GAAO TTapadelypa elval eva
oknVLkO otnv NopBnytla, Eava, v xpetaletal va €xeLg emloketel tnv NopBnyla yla va uttoBeoeLg
OTL £Va TETOLO OKNVLKO Ba TtepAapBAaveL opixAn, Tov JOUVTO Kalpo, TO AKOUGCHA TG YAWooag, Ta
Bouvd pe Ta XLovLa KA.

)V cultural pag divel tnv popwn tTwv semantics Kat o€ éva yevi-
KOTEPO TIAALCLO PTIOPOUV Va EKPPACTOUV oTtTLKA [visual cultural semantics] ; akouoTtika
[audible cultural semantics].

AIZOHTIKH KAI MOAITIZMIKOZ KQAIKAZ

MOALTLOPLKOG KWELKAG TOU ATOHOU £lval TA TIOALTLOTLKA aVAyVWPLOTLIKA Tou €E€TACOUV TLG OUV-
Brjkeg Tou atépou pe BAon SLAWOPETIKEG TITUXEG, OTIWG O TOTIOC, TO YUAO, N YUAR, N Lotopla, N
YAWOOQ, 0 0EEOUAALKOG TIPOCAVATOALOHOG, OL BPNOKEUTLKEG TIETIOLONOELG, N €BVLKOTNTA KaL YUOLKA
N aLoONTLKN TIOU QVa@EPAPE OTLG AOYLKEG OXEOELG. '

H alobntikn otnv meplmtwon Twv AOYLKWV OXE0EwV ek@paletat kat egetddetal Aoyika, SnAasdn
TIWG KATIOLOG TNV avtihapBavetat. Zta cultural semantics, SnAadr} oTLg TIOALTIOPLKEG OXECELG, N
aLodnTKn pag awopa wg TPog TNV avanapaotacn Kat Tn Hopern Tng, armoKTAd uttdotacn Kat Tio
kalpla onuacta otnv ouVEEon aTOPOU Kat OKNVAG.

H epappoyn tng atodnTikng Epa amod TLg TeXVeC, BPLlOKETAL KAL OE TIOALTLOTIKA AVTLKELPEVQ, OTIWG
elval oL otaupol ) ta epyaieia tn¢ k&Be kowvwviag. MNa mapadelypa, n atodnTikr) cLleVEn petagu
QVTLKELPEVWV TEXVNG KAL LATPLKWVY BEPATWV €yLve amd opANTEG TIou epyadovtal yla tnv Yrnpeoia
MAnpowoplwv twv HMA (US Information Agency)'® Ekgppaletat emiong oe medla Owg n xaptoypa-

15 https://el.wikipedia.org/wiki/[oAltiopLkr)_tautotnta
16 Giannini A] (December 1993). “Tangential symbols: using visual symbolization to teach pharmacological princi-
ples of drug addiction to international audiences”. Journal of Clinical Pharmacology. 33
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@la, Ta pabnuatikd, n yaotpovopia, n poda, kat to dladiktuo,'” 181920 21

‘EToL, Y€oa aTiO LOTOPLKEG PEAETEG PUTIOPOUE YL TIAPASELya av BPoUPE VA CUYKEKPLUEVO KO-
pATL poUXOU Va KATAAABOUE TNV €TT0XNA, N M€ TNV aloBnon tng yeuong va KATaAABOUE TNV «KOU-
Clva» kat ard Tou TipogpxETaL. ZTa AoyLkd edape To Tapddetypa tou Bpilokw pla mimna karmvou Kat
kataAaBatlvw tnv emnoxr), auto e&eTaleTal ota AOYLKA WG TIPOG TNV AOYLKN OX£0N TIOU avaTtuxOnke
KOL TO AOYLKO CUUTIEPAOHA TIOU KATAANEapE OPwE N Hop@r) KaBoploTnKe amo To TIOALTLOMLKO TTIAAL-
OLO TIOU TEONKE OTNV TIOALTLOMLKN Katnyopla yU' auto kat amoteAel kat eva cultural semantic. ‘Etot
€XOUE KAL TO TIPWTO TIAPASELYHA TIOU QVAPEPAPE OTNV ELOAywWYH) OTL Titota Sev elvatl kabapoalpo
amAd e€etddetal amo SLAPOPETLKEG TITUXEC avAAoya TNV Katnyopla.

‘Eva teAeutalo mapddetypa ou Batvel otnv atodntikn pag, kat sedopévou OTL N alobnTikn €mn-
peadetal queoa amod ta PLWPATA Kal TLG EPTIELPLEG Pag, ElVAL TO TIEPLEXOPEVO TIOU KATAVOAWVOULE
WG, yla mapadetypa, tnAeBeatec. H atobntikn elval o Adyog tou oAU omtdvia Ba armoAavcouy Ta
TOUPKLKA OLPLAA KAl YEVLKA TLG OATIOUVOTIEPEG OL VEOL. Agv Bplokouv KATL olkelo oTtdTE Sev ekpa-
Covtal ev ouveovtal, SV EMIKOWVWVEL N OELpA PE TOUG TNAEBEATEG KaL €V TEAEL XAVOUV TO EVSLA-
(PEPOV TOUG.

H aiobntikr Aoumov og autr TNV Katnyopla €pxETal Kal CUPTIANPWVEL BEPEALWSWG TNV €vvola
TOU TIOALTLOPLKOU KWSELKA VO atopou. Oa emaveABoupe o€ autd to Bepa petd tnv €€€taon Twv
TEELPaPATWY Kabwg Ba pag Bonbricouv va Katavornooupe KAAUTEPA TIWG Ta Blwpatd pag dtapop-
(PWVOULV TNV aLOONTLKN KAl KAT ETIEKTACN TOV TIOALTLOTLKO PAG KWELKAL.

MEAETH KAI MEIPAMATA

Elvat pla katnyoptla ou e€etadetal TLo TEELPAPATLKA KAL YLAUTO TIPOX WP OAKE 0TV SnuLloup-
yla 2 epwtnuatoAoyiwv OV ATTOCKOTIOUV OTNV SELYPATOANTITLKN €6£TACN TETOLWV TIEPUITTWOE-
wVv. To TIPWTO £pWTNHATOAOYLO «The Train Wagon Case» 0TOXEUE OTNV PEAETN TNG AETITOPEPELAG
utlag epmelplag mou Eepeliyel Alyo amo ta mAalola autrhg tng Katnyoplag? kal épeuvag aAld
Hag TapeXEL Eva KaAO TTAaiolo katavonong tng avBpwrivng apatrpnong?. To ssutepo «THE
NAKED TRUTH» otdxeue otnv TiLo abstract HEAETN TWV XAPAKTNPLOTIKWY TIou TIpocdibouv ot
éva setting pla epmelpla kat avtiotpoya. Mo amAd, otoxeVEL va amavtrosL To epwtnua «ota
elvat ta eAdytota ototyeia mou ypetadetat évag Ywpog yLa va Je KAvel va Blwow pia CUYKEKPLUE-
vn eumetplia;».

Me Bdon to melpapa NAKED TRUTH, e€ayoupe ouptmepdopata yla To Twg 0 AvBpwrtog
OUVATTTEL TIOALTIOPLKEG OXEOELG. To TElpapa TTEPNAUBAVEL CUPHETEXOVTEG AYVWOTOUG PeTagU
TOUG, PE SLAYOPETIKO TIOALTLOULKO uTtoRabpo (cultural background), wote va dtac@allobel n
emapkn detypatoAnyia yla tnv e€aywyr cuPTEPACPATWY. ZUPPETELYaV avBpwTtoL aro EANAGSq,
Kumpo, Mouépto Piko, Auotpahia, HMA, Itahia, Me€kd katl MoAwvia. Ot nAtkieg kupatvovtat

17 Kent, Alexander (2019). “Maps, Materiality and Tactile Aesthetics”. The Cartographic Journal. 56 (1): 1-3.

18 Kent, Alexander (2005). “Aesthetics: A Lost Cause in Cartographic Theory?”. The Cartographic Journal. 42 (2):
182-188.

19 Moshagen, M.; Thielsch, M.T. (2010). “Facets of visual aesthetics”. International Journal of Human-Computer
Studies. 68 (10): 689-709.

20 Visual Aesthetics. Interaction-design.org.
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22 KaBWG OTIWE avaEpape otnv apxr Tou kepahaiou pag apopouv Ta EAAXLOTA XAPAKTNPLOTIKA TIOU PTTIOPOUV
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23 OTIOTE KAl XPNOLUOTIOL)BNKE ETIELTA OTO TEAOG 0TO Project Promenade otnv mepimtwon tou Hedron Research

Center kaBwg kat otnV apouciaon 6ANG AUTAG TNG HEAETNG
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amo 20-50 (ue péoo 6po ta 25) kat ta 3/5 yapaktnpllouv Toug eautoug Toug Wwe Gamers.

MEoa amo €va OET CUYKEKPLUEVWY EPWTACEWV CUMEYOUPE Sedopgva yla To TEPLBANov, ta
XWPLKA XAPAKTNPLOTLKA TOU XWPOU, TA UALKQ, TA XPWHATA KAL TOUG NXouG. To elpapa elvat yw-
PLOPEVO O€ TE00EPA [4] JEPN, TIOU TIPAKTLKA ATTOTEAOUV TECOEPA SLAPOPETIKA setting. To TpWTo
apopd xwpoug avapovng [LOBBY], to eutepo xwpoug dwuatiou [ROOM], to tpito xwpoug
[CONVENIENVE STORE] kal To TETapto aotkd kevtpa [DOWNTOWN].

[LOBBY]

To [LOBBY] xwpiletal og 3 katnyoples. Ta Hospital Lobby kat Prison Lobby. ¥tnv
TIPWTN yLd TIApASELYHQ, OL AYVWOTOL PETAEU TOUG CUPHPETEXOVTEG, avapepouV To MTed wg Kupi-
apX0 XPWHQ, KAL YEVIKOTEPQA TIEPLYPAPOUV WG €TTL TO TAELOTWY BEPPA XpWHATA yLA TOV XWPO HE
Sltapopd 13-4 Beppd-Puypd. AuTtr} N OPOLOTNTA OTLG ATIAVTACELG E(VAL AUTEG OL OPOLOTNTEG OTOV
TIOALTLOPLKO KWw&LKa Ttou Paxvoupe va Bpoupe. Ztnv &eUtepn Katnyopia, cto NoookopeLo, OAOL
oL uroyr@loL yla apadelypa aveépepav apvntika cuvatobnuata kat mepteypapav kabapa
Juxpd kat acTpdpavpa cuvaltodruata. Itnv Teltn, oTnV YUAAKN, Ta apvnTkd cuvalcdnuata
TIAPAPEVOUV, N CUPPWVIA 0TOUG ACTIPOPAUPOUG TOVOUG Kal KUPLwG To pavpo evteivovtal Kat
BAemoupe pla cup@wvia otoug NXoUG. Zxedov 0AoL oL uTtoPrPLoL TtEpLEYpaPav aKOUOTIKA Eva
TIeEPLBAANOV r(OUXO, PE ATTIOUAKPUOHEVOUC HETAAALKOUG XOUC.

[ROOM]

210 8eUTEPO PEPOG, eKElVo TOU [ROOM], £XOUHE TLG TECTEPLG KATNYOPLEG aTtO TIPLV (AWPATLO =Z€-
vodoyetou, Awpatio Noocokopeiou, Awpdtio PUAAKNG - KEAL) OPWG TIPOSBETOUPE TNV Katnyopla
TOU TIPOOWTILKOU uTIVoSwpatiou. To 0T epWTACEWY TIApapEVEL (Lo (oTolyela, UALKO, xpwua
KAl AX0G) KAL OL ATTIAVTHOELG TWV CUPHETEXOVTWY yLa AAAN pia @opad cUPPWVOUV ApKETA. Opwg
autn Tt @opa PAETOUPE KAL TNV XPrON TNG YAWOOAG TWV CUPHETEXOVTWY Va £EATOULKEVETAL
oTo KAB¢ setting. To SWHATLO TIEPLYPAPETAL WG PWTELVO, {EGTO KAL PEYAAO. BAeoupe OpWG
yla apadetypa OTL 0TO TIPONYOUHEVO PEPOG, OTNV Katnyopia tou Lobby ®uAakng, pe upnAa
apvntika amnoteAécpata oto feelings board?, kat To Lobby meplypdg@nke wG GKOTEWVO, KPUO
Kal PLKPO. MapoAo Tou pepikol avBpwtiol pmopel va ayarmolv to KpUo 1 va TPoTLHoLV va
XOAQPWVOUV OE VA XAPNAA QWTLOPEVO TIEPLRBAANOV N Va £XOUV £Va APKETA PLKPO SWHATLO,
BAETIOUPE OTL QUTEG OL AEEELG - KPUO KL OKOTELVO - OTLG TIEPLTTTWOELG TOU VOOOKOHELOU Kal £L6L-
KOTEPA TNG PUAAKNG, XPNOLUOTIOW)BNKav Je apvnTkd vonua, Kat tapoAo Tou va lobby @uAa-
KWV glval TTPaKTLKA HEYQAUTEPO ATIO TO UTIVOSWHATLO PAG, TO TIEPLYPAPOUHE WG PLKPO KAl TO
uTVoSwATLo pag sivat peydho. Xto (8lo SeUTEPO PEPOG OTNV TETAPTN KATnyopla Tou o Xpn-
otng Bploketal o €va KeAl w¢ YUAakLopévog BAEToupe akpLBwC To (Slo potifo.

AIZOHTIKH > EEATOMIKEYMENH ANTIAHWH > MOAITIZMIKOZ KQAIKAZ

BAETOUPE AOLTTIOV OTL EVW OTA AOYLKA semantics €XOUPE HOVO TNV €vvola TG alodntikng, ota
cultural €xoupe éva akopa eldoug eEatopLkeupévng avtiAnng, e tov (8Lo TpdTo TIoU OTIWG £i-
Sape oto TponyoupEVo Kepalato o J. J. Gibson Staxwpidel Tig €vvoleg tou visual field kat visual
world, yta va avagepbel otnv apamnoinon mou umokewvtal n avtiAndr) pag. Otav plAape yLa eva
KeAL QUAAKNG Kal étav PAAPE yla To SWPATLO pag, To xdopa otnv anodoon tng avtiAnyng pag
elval tepdotio. Ekel elval mou pmaivel o TOALTLOPLKOG kwdLkag. Evw ota logical semantics avtn
TNV TTapAToincn TNV armoKaAoUHE amAd atedntikn ota cultural semantics tnv amokaAoUpe
MoALtiopikd Kwdika. ESw Sltaywpiloupe Tov 0po MOALTLOPLKY Tautdtnta TIoU ava@EéPETal o€

24 TILVAKQ ava@opag cuvalodnpatwy Ttng avagopdg Tou TIELPAPATOC
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€Va YEVIKOTEPA CUVOAO TIOALTIOHPIKWY KaVOVwy, pla tautotnta, Tou SLETEL pJla 0OAOKANPN KOWW-
via ) opada, pe Tov 0po MOALTIOPLKO KwéLka TTou ava@epOPacTe 0TO ATOUO KAl TNV TIPOCWTILKN
avtiAnyn tou yla tov KOGpo.

Mpo@avwg akdOPA KAl 0TOV TIOALTIOPLKO KWSELKA, OTIWGE KAL OTNV AloBNTLK), OL T(POCWTILKES EUTIEL-
pleg €xouv To onuavtikotepo poAo. H SLdBeon kat n emkalpotnTa elvat petagl aAAwv. ‘0co yLa Tig
TIPOCWTILKEG EUTIELPLEG, AV yLA TIAPASELYHA EVa ATOHO SeV ElXE KAAEG QVAPVNOELG, ) gV glxe pla gu-
xapLotn maldkn nAtkia, &ev Ba mepleypae €va eotod, KaBapd SWHPATLO YeVIKOTEPA. EKTOC Kal av
fTav o XWwpog SLawuyng Tou amd TNV apvnTLKY KATtdoTaon TIoU ETILKPATOUCE OTO OTILTL, KAL (PUOLKA
avaloya pe tov Babpd autrg tng YEVIKOTEPNG APVNTLKNG KATAotaong, o Xprotng 6a napouciadle
€vav 0xL TO00 EVXAPLOTO XWPO I TOUAdyLoTov Ba xapaktnpLlotav o oudEtepa.

O oKOTIOC AUTNG TNG €peuva Sev Elval va 0ploEL AUTEC TLG TIEPLYPAPEC Kal avTIANPELG AAAG VA TLG
HEAETNOEL yLA VA TNE XPNOLUOTIOLNOEL PET ETIELTA OTOV OXESLAOPO. AUTO OVTAC £va aTd Ta TTPWTO-
KOA\a Ttou to Game Design Ba pmtopoloe ev SUVAEL Va TIEPATEL OTNV APXLTEKTOVLKN, £pXOVTal OE
olV&eon PE TNV duvatdtnTa vOg gamer va oxeSLACEL Evav XWPO PESA OTO TtalyvisL.

Q¢ PEPOC aUTNG TNG €peuvag, utopeite va PBpelte tnv avagopd (report) Tou Telpapatog THE

WG TTAPAPTNHA yLa va PHEYOAUTEPN KATAVONON TOU TIELPAPATOC Kal TwV CUUTIEPQ-

OpATWVY tou. Opwg auto Tou Byalvel WG KOO CUPTIEPACHA YL TOV XapaKTNPLopo Twv Cultural

Semantics, €lvat To TWG oL AvOpWTIOL TEVOUNE, HECW TOU TIOALTLOTIKOU pag KWALKA, va oxnuati-
Coupe n va emnpeadoupe TNV avtiAnyn pag yla Eévav xwpo rj katdotaon.

MNapakdtw Ba Soupe TTWC AUTr N €V yéveL TAon Pag va avitdpoupe oe Sltagopa epebiopata pro-
pel va xelpaywynBet wote va SnuloupynBel pla epBublotikn umetpla.

SPOOKY SOUNDS

Av Kal 0 X0G avnkel BewpnTLkA ota scenery semantics TTou 6a SoUE TTAPAKATW, OTNV TEPL-
Ttwon Twv cultural egetaletal wg pla ToALTIOpLK) oxeon Petagu maiktn kat oknvng. O Dallas
Taylor g&etaoelg otnv ekmoptr) tou Twenty Thousand Hertz (emeltodéLo #27 | Spooky Sounds)
TIWG KAL YLOTL CUYKEKPLUEVOL X0, OTIWG eva Ttapa&evo yéALo, high pitched pwveg, Stapopa pou-
OlKA Opyava (TT.X. TO NAEKTPLKO HOUCLKO Opyavo theremin), r) fXOL A0 CUYKEKPLUEVEG TALVIEG
OTIWG O OTATLKOG NX0G TNG tnAedpaong amo to The Ring ] To soundtrack amo tnv tawvia Hallow-
een tou John Carpente, pag tpokaAoUv autopata pia Suoyopla.

H Snuloupyla fxwv TIoU TIPOKAAOUV €VTAON AVAPEPETAL OTO TIAALOLO Kal TNV avtutapdbeon
OKNVNAG - Beatr). EXEL va KAVEL PE TO TO TIOU BEAELG va €0TLALEL TO KOWVO KATA TN SLAPKELA TNG
KopLUPWonG.

A TIAPOUE yla TIAPASELya TOV XWPO ToV Tawlwy. ‘Omwg eEnyetl o Trevor Gates, supervising
sound editor kat sound designer otnv Formosa Group

‘Otav mapakoAouBeig pia tawvia, eva mpaypatika TPOUAYTIKO KOPPATL lval 0tav o€ €va TIoAU
ouxo onuelo, IOV TO KOWO elval amoppo@nuévo otn TapakoAouBnon, Eapvikd akouyestal
€vag €VTovoC NXOG TIOU TIPOKAAEL auTto TTou ovopudloupE «jumpscare». AUTr) n avtlmapadeon
OLWTING - EVTaonG elvat TIoAU onpavtikr. A TApoUpE yla tapadetypa tnv tawia Deep Blue Sea,
Tou 0 Samuel Jackson &ivel évav Adyo, kaBapd yLa va onynoeL oTnv oKNvr) TIou €vag Kapxapi-
ag SpaTeTeVEL KL TOU eTLTBETAL.

‘Opwg To jampscare, gV ETILTUYXAVETAL HOVO amod TNV avtinapdbeon nouxlag-evtaonc. Evag
AAAOG TPOTIOG va eTtLteuyBet elvat pe tnv avtiBeon petagu pia amAr), cuvnBlopevng IpAagng kat
TNV 8LaKOoTIA TNG aTto KATL €vtovo. MNa tapddetypa otnv tawia Get Out, ol SU0 TIPWTAYWVLOTEC
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elval oto apdéL kat pthave 6co odnyouy, Kat Ea@vika TIETAYETAL €Va EAQYPL PTIPOOTA TOUG Kal
SLaKOTITN (JE évtaon) TNV amAr} cuvouAla TTou Ttpaypatotoloutav.

Mepa amo ta jumpscares, oTLg TAWVieg BPLOKOUYE KaL OKNVEG TIAPATETAPEVNG AywViag TTou UTIo-
BonBouvtal amd avdAoyoug NxouG. NMoAAEG POPEG O AUTEG TLG TIEPUITTWOELG XPNOnUOTIOLELTAL
avaloyn POUGLKM, TIapOAQUTA PAETIOUE OTNV Tiepittwon tng tawviag Ouija, o Gates, xpnotuo-
Tolnog Povo TEPLBAANOVTLIKOUG NXOUG Kata tnVv &edimAwor) plag tétolag mapateTapevng okn-
VNG aywviag (soundscapes). ZUyKeKpLUEVA OTIWG avaepeL o (8Log, xpnolpomoinoe tov fxo
€VOC POAOYLOU, TOV oTtolo PeTERaAe avaloya wote va emBpaduvetal eAdyLota KABe SeutepOAe-
TITO KaL 0€ oUVSUACHO PE NXOUG BNHATWY KAl avarvowy aro TtnVv Tpwtaywviotpla snuoupyn-
O€ TNV KATAMNAN atpoopalpa.

TEAoG, UTTApXEL akOpa pia TexVLKN Tou oL sound designers XpnoLUOTIOLOUV yLd va SnPLoupyr-
ooLV PORo, Kal aywvia kat TEpAAPBAVEL ATIOKPOUGTLKOUG NXOUG OTIWG UaXALPLES, OTIACLUO
KOKAAWV Kal TeTaypata alpatog,

What | want to know now is why do we react to certain sounds with fear? What's going on in our
brain?

O Dan Blumstein, kaBnyntr¢ oto tunua Ecology and Evolutionary Biology oto UCLA, Ste€dyel
pla €peuva OXETIKA TIOU PEAETAEL WG €PELG 1) Ta {wa avTLOPOUPE OE CUYKEKPLUEVOUG MXOUG.
Ma mapddeypa, umopelc va kataAdBelg amd to yaBylopa evog okUAOU av lval XapoUUEVOC,
TPOPAYHEVOC I OTEVAXWPNHEVOC

‘Otav ta {wa glvat Tpopaypeva, Kavouv fxoug TIou SLapopoTIoLoUVTAL OTNV TOVIKOTNTA. AUTH
n élagpopotolncn otnV TovikoTnTa TPoKaAsl Stapopa cuvaloBrpata. e pla GA\n €peuva
Tou Sle€ryaye o Blumstein, petd amo tn Se€aywyr) akouoTIKWY Qaouatoypapnuatwy (audio
spectrograms) o€ eva TANB0¢ TawLwy, TIPOEKUYPE Eva KOLVOG TTapAyovTag: oL fxoL UPnAng to-
vikotntag (high pitched), cuvécovtal dppnkta pe Tov oOLo. Omnwg cupPalvel yla tapadetypa
otnv &ldonun tawtia tou Alfred Hitchcock, Psycho, otnv €lkoVLKA OTLydr} OTO PTIAVLO.

O Aoyog Tou petaBaivoupe o€ pla Kataotaon €ToLUOTNTAC OTAV AKOUHE TETOLOU £(60UC YOUG
EXEL VA KAVEL JE TO EVOTLKTO TNG eMLPBlwong.

Aev glval povo ol kKpavyEg. Kabe suvatog, mapapwvog 80puBog pag eLS0TIOLEL yLa ETEPXOPEVO
KlvBuvo Kal evepyoTtoLel Tov oo oto PUaAS pag. Omwg avagepel o Blumstein, o Adyog Ttou
autol oL BopuPol elval téoo uttoBANTLKot lvat yltatt onuatodotouv OTL KATIOLOG eKEL €W elvat
TPOHOKPATNHEVOG Kal TtBavotata o€ kivéuvo Kal OTL TIPETEL KaL €0V VA TIPOCEXELG YUPW GOV
KaL va SLaTiloTWOoELG TL oUPBatvel, Pe To va augnoeLg To eTimedo amelArg 00U yLa va eAEyEELG aV
UTTAPXEL KATL TIOU aTELAEL TNV CWHATLKA 00U akepaldTnTa. AUTOG £lvat o AGyog yLa Tov oTtolo
T jumpscares cuxva akoAouBouvTal amo £vav EVIOVO NXO - OTIWG TA YPEVA TOU AUTOKLVATOU
KaBbw¢ XTutd éva eAdgL oto Get Out 1} To o@UpLypa Ttou akoupe étav o Arthur Dallas avtikpilet
TO TEPAG oTnV tawvia Alien.

H avtiépaon o€ duvatolg, TapaPwvoug NXoug Tpopou eivat oto DNA pag. Ot poywvol pag
TIoU gV AVTATIOKPIVOVTAV OTLG KPAUYEG TPOHOU AAAWY (wwv, TiBavotata etyav pla oAU Kakn
KataAnén.

2TLG TALWVIEG UTEAPXOUV Kal AAAOL OpWG RXOL TTOL GUVSEovTaL PHE ToV aicOnon tou popou
(Tt.X. €va §UALVO Tatwpa N pia Topta mov tTpidel), ou oxetidovral eMioNG PE TO EVOTLIKTO
¢ emBlwonc. Omwg e€nyel o Blumstein, Ta {wa elvat e€atpetikd evatobnta Kat Pe AANOUG Tie-
pLBaMovTiIkoUG Axous. Mapadelypatog xdpn, o Nxog omacipatog evog KAadLoU, oxetiletal pe
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TNV TBavr) eyyutnta VO apTiayTikou I YEVIKOTEPA OTL KATIOLOG KATEUBUVETAL TIPOG TA £0€VA.
‘ETOL 0 YOG €VOC TTATWPATOC TIoU TPLLeL, pag Sivel tnv aloBnon otL kamolog Bploketal ekel £Ew
KAl OTL TIPETIEL VA TIPOCEX OUE.

Emteldn Aourtdv autol oL Ayot oxetidovtal Pe To EVOTLIKTO TG eMPBIwoNg pag, evag ouvexng, Su-
VaTtog rX0g TIoU TOUG TIVIYEL, OTIWE TO évtovo BpoLopa Ttou avepou, elval emiong avatpLyLaoTLko.

YTIapXEL OPWE KAl AAAN pia katnyopla Axwv TTou SnuLloupyel oo Kat cuvdeetal Pe tnv emLpi-
waon pag. ‘Hyot xapnAng cuxvotntag telvouv va Snuloupyouv Tieplocotepn Sucopia. O KupL-
0G AOYOG OXETLCETAL PE TO YEYOVOG OTL 000 PEYAAUTEPO £va (WO TOOO TILO XAUNANG cuxvoTNnTag
AX0 Ttapdyel, Kal €Teldr to peyebog evog (wou oxetiletal e TNV MKPATNON, €vVag XAPNANG
ouxvotntag nxog mbavotata mapdyeTal amo eva HEYOAUTEPO amo gpeva {wo, apa KWVEUVELW.

ETOL o€ TIApa TIOAAEG TALVIEG TPOHOU BAETIOUPE CUXVH XPNON, XAKNANG ocuxvoTnTa NXWV TIOU
Sev Tipogpyovtal amd KATOLO aVTLKE(PHEVO aANd Bpilokovtal kabapd ekel va dnuloupyricouv
autr tn duowopla. (alien tripods from War of the Worlds)

There's another low frequency technique film sound designers use to direct our emotions.
Infrasound is playing a frequency less than 20 hertz, so low it can’'t be heard by the human ear.
Though we can't hear infrasound, one study in the UK showed it can induce anxiety, sorrow,
heart palpitations, and shivering in some people. The 2007 box office smash Paranormal Activity
reportedly used this technique to terrify audiences.

On a conscious level, we understand that we're sitting on a couch or in a theater watching a film,
but the sounds and sights of that movie activate an unconscious survival instinct that makes
us feel fear. It's why you hear people who love horror movies sometimes say that it is fun to
be scared. They get all the thrills and adrenaline rush of a life-threatening situation without the
actual threat to life.

TRIGGERING CATEGORIZATION: AUDIOVISUAL
INTERFACING SYSTEM: SCREEN/DISPLAY & SPEAKERS/HEADSET

55



SCENERY

Sc




SCENERY [ 5¢]

Ta scenery Ta TIEPLYPAPOUME PE PLa AEEN TTIOU AVAPEPETAL KUPLWE OTO OTITIKO, AAAA oTNnV TIpay-
patkotnTa ta scenery semantics elvat aueca ocuvdedepeva pe tn dladlkacia tou agnynuatog
TIou &emepvasl tn AoyLkn Twv logical, kaL tn poper) Twv cultural, katd pila anon amoteAwvtag eva
Tawst Twv AWV Katnyoplwv. Etvat pyla akoAoubia, To a@riynua, Y€ PLa oX€on TIOU TO €va €pYETal
HETA TO AAAO Tou Bydalouv gva vonpa. To vonua auto lval To CUVOALKO OTHOLUO Tou setting, TTou
maipvel Tn pop@r amo ta cultural kat tnv Aoyikr, snAadr epunvevstal, ano ta logical.

Ta scenery semantics, teptAapBdavouy, AoLttoy, Tn dtadikacia Tou a@nynpatog [ ] kat
TO «OKNVLKO» [ ] Tou Ttawyvislou. To scenery, avagepetat otnV Stadltkaoia Tou aQnynuatog

[narrative] kaL 0L 0to (810 to arynua [narration]. To oknVLKO [setting] elvat ekeivo Ttou cuvEEeL

OAa Ta uttoAoLTia otolyeia tou TatyvidLou (elements & assets) kat pe tn BorBela Tou agpnynpatog
[narrative], n §pacn yivetat pn atomn.

E€aptwpevol AoLtdv amod ti epmelpia OEAovpe va tepAcoupe otov xprotn, 6a oxedidooupe
Kat avaAoya. Na mapadstypa av (o€ eva mayvidl) @tiayvw €va setting TTou N AKOUOTLKN) Tou Ba
EXEL onpaota, kat BéAw va dwow Tapadelypatog xapn tnv alobnon tou kevou Swuatiou, Ba xpn-
OLJOTIOLOW UALKA OKANPA Kat £Tot oL nBottotot [actors & assets] Ba exouv peyaAuTePn avAakAaon
TOU NXO0U Kal Katd cuvemela Ba pou ivouv ekeivn tnv atobnon tou Bdbouc. Evw av BaAw KATL TTLo
soft xavw tnv Blwon Tou nXou aAAd pe eEuttnpetel avtiotolya og KAt AAA0. To OKNVLKO [setting]
Kat n §paon [action] AeLtoupyoulv, AoLTtdv, KAAUTEPA cav GXEON.

210 mapddelypa amnod mavw, N anodoon tng NXw oTo SWHATLO elval €va povadlkod scenery otoL-
xelo. Opwg o€ €va oOAOKANPWHEVO TIALXVISL £XOUHPE VA KAVOUUE HE TNV CUVEPYELA TIOAAATIAWY
scenery otolyelwv [triggers] TTou og cuvduacopo PE To narrative, amodiSouv pia oAOKANPWUEVN
gPTELpla TTOU aTtookoTiEl TNV €PBUBLON ToU XproTN.

To OKNVLKO €vOg Ttalyvidlou [setting] ovtag pia aAnAouyxia TAnpo@opLwy, TEpAapBAvEL, Tov

, OAQ Ta otolxela ou StapBpwvouv N , TNV , TOUG TiE-

pLBAAOVTIKOUC XOUG, TA £LSLKA £QE TIoU TTPpoadidouv «to BABoc» Katl OAa ta Tl pépoug otolyela
TOUG [QVTAVAKAAOCELG, NXNTLKA EQE, UALKA KATL.].

Ta xwpiloupe og VO peydAeg Katnyopleg: ta visual (otrtikad) kat ta audible (aKOUOTLKA) scenery
semantics

VISUAL SCENERY SEMANTICS

Ta otttikd scenery semantics elvat ekelva ta otolyela ou pag divouv tnv alobnon tou Baboug,
kaBo&nyouv tnv pdon f BETOLV TO YeVLKO TIAALOLO KAl KAVOUV TNV OKNvN PN atotn®. e pla okn-
VI TNG HEONC avatoAng, yla apadetypa, n okdvn otov opidovta, elval okdvn otov ylatl
pe Bdon ta cultural semantics auto epTiinTel og pla TETOLA AVATOALK) oKV aAAd n uttapgn g
ekel elval To scenery semantic, ou pag divel KaL 0TNV oLVEXELA SnULoupyel Tov opilovta
N¢ oknvnc. O oupavog emiong, N popr) Tou elvat cultural semantic aAA@ n UTtap&r tou kel elval
scenery semantic kKabwg xwpig oupavd n oknvr Ba €uolale OxL povo Tapdloyn aAAd Kat Ato-

25 HEXPL Twpa BAETIapE HOVO OXECELG, OTA Scenery yLd Tipwtn Qopd ELOAYETAL KAL N €WWoLd TNG SPACELG TTIOU KAVEL
N yépupa ouvdeong yla tnv emdpevn katnyopla, experiential
26 NG PooSiSouv SNAASH pla XWPLKNA uTtdoTaon, N HopWYn TINyAdeL amo tnv Katnyopla cultural
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[ sc ]

min. Elval Aowtdv autr) oelplakry tapouciaon [array], visual TAnpogoplag mou, vat Pev n Hopen
TwVv otolxelwv NG elval cultural semantics, n TOUG OTO KABE setting elval kaBapa scenery
semantics. Ot okoTtol SLaeEPouV aAAG 0 TEALKOG TTapayovtag ivat o (6Log: n emiteugn tng epBuBL-

ong Tou Xprotn.
VISUAL LAYERING THEORY (VLT)

To epyaotr)plo TIE tng Zx0ANRg ApXLTEKTOVLKNAG Tou MoAutexveiou Kprtng (TUC) elodyel tnv Vi-
sual Layering Theory (VLT) mpoo@épovtag eva cuotnua taglvopnong twy visual layers katd tnv
Blwon plag epBublotikng epmelplac.

H VLT Staxwpilet ta omtikd otolxela (visual elements) og U0 KUPLEC KATNYOPLES - TA EveEpPyA
(active) kal ta tabntikd (passive). Ta evepyd eplAapavouv OAa ekelva ta visual elements pe
uPnAr onuactoloytkn agta (high semantic value), Tou Tpafouv evepyd tnv pocooxn Tou Xpr-
OTn HEOW TNG KLvnong, tng aAAnAemiSpacng Kat Twv onuatodotwy (signifiers) toug. Apopouv
OTLG YVWOTLKEG AELTOUPYLEG (cognitive functions) TTou amattouv ypriyopn TIPOCOoxT] KAt UTtopouV
Va €MNPEACOUV SUVAPLKA TN CUMPTIEPLPOPA pag. Ta evepya layers xwpifovtatl og 3 UTIOETTL-
meda. To TPWTo evepyo emimedo mepAapBavel ekelva ta otolyela mou yapaktnpidovtatl wg
TIPWTAYWVLOTEG «protagonists». OL protagonists elval ta omtikd otolyela Tou slatnpouv tnv
VPNAGTEPN ONPACLOAOYLKH TLUA OAOKANPNG TNG ELKOVAG KAl N KATAotaon Toug kabopidetat amo
ula oelpd avayvwplotikwy (identifiers) 0Twg to péyebog Kat N KALPAKA, 0 WTLOPOC, N okiaon,
n €otlaon Kat n emkAaAuvyn, wg mpog AAa evepyd otolxetia. Autotl ot identifiers Ba avaAuBouv
oTnV €MOpEVN €vOTNTA TwV visual scenery semantics. To 8eUTePO evepyod emimedo mepAapBa-
VEL Ta oTolXela Tou «uttootnPifouv» TOUG TIPWTAYWVLOTEG. MECW TOU (8LOU CNUACLOAOYLKOU
Tlvaka avayvwplotikwy (identifiers), Ta umooTnPLKTIKA autd otolyela elvat SLakpLTikd, aAAa
n onpaocta toug oxetidetal QUeEsa PE T CNUALVOHEVO OTOLXELQ, TOUG TIPWTAYWVLOTEG. To Tpito
evepyo emimedo mepAapBavel dAa ta otolyela Tou lval Klvoupeva, epocov elval otnv active
katnyopla, aAAG Sev elval Aueoa cUOYXETLOPEVA PE TA KUPLA EVEPYA OTOLXELQ TNG okNvNG. Ma-
pexouv, dnAasdn), éva TAaiolo oto omolo n oknvn e€eAlooetal, Onwg yLa tapddetypa évag Spo-
HOG, Eva XOA ) éva cafe.

Ta madntika repthapBdavouy ta ToTika otolyela ota omtola AdapBavel xwpa n Spacn. Xwpido-
vtal eniong o€ tpia umoemimeda. To TPWTO TABNTIKO eminedo cuvdéetal oteva e To Tpito
evepyo. Mep\apBdvel Ta kUpLA oToLXela TTou TtapEXouV TNV atobnon tou ToTou. Oswpouvtat
TA oTolYELa OTIOU TIPAYHATOTIOLELTAL N TIapouciacn NG SpactnpldTnTag, OTIWS SévTpa, KTipla,
TIAateleg kaL oUTw KaBeENG. Mapexouv emiong avaloyieg kKALpakag Kat elvat TToAU {WTLKNG onpa-
olag yla to pawvopevo apdAAagng mou dnuloupyel Tnv atobnon tng kivnong kat tou Babouc.
To 8gUtepo TABNTIKS emtimeSo TepN\apBAVEL EkElva Ta oToLyela TTou Snuloupyolv tnv altobnon
TNG OUVOALKNG TIEPLOXNG/TOTIOU. KatavoouvTtal KUpLwG WG YEWHETPLKA OXAHATA, TIEEPLYPAUHATA,
amoxpwoeLg kat BoAd otolyela, 6w 0 opldovtag Twy KTLpiwy, oL AdYoL, Ta SEvTpa Kal oUTw
KaBe&nc. To tpito mabntikd otpwpa elval autd mou umopel kKavelg va meplypadel wg atpo-
opaLpa: 0 oUPAVOC, TA Pakpva Bouvd, n Balacoa. Av kal elvatl To OTITLKO oTolyelo Tou TIpo-
OEAKUEL TN ALyOTEPN TIPOCOX N, £XEL amodelyBel amapaitnto yla tnv pooAn tng atobnong tou
TOTIOU, KaBWC oL aAAayEg Tou emnpealouv Babutata tov Beatn).

H VLT &ev otapatd pe Tnv avaAucon Kat Tnv Ta§lvopnon Twy OTITIKWY OTOLXELWV, AAAA Ta xpnot-
poTtoLel yLa va SLEUKOAUVEL pLa eupuTEPN avtiAnyn Kat Katavonon PLag oTttLikhG oknvAg. Meta-
tomidovtag evepyd KaL Ttabntikd otolyela oe StapopeTikd mimeda avtiotolya, o Beatrg Pmopel
va avayvwplogL, va KatavonoeL KAl VA avaKaAECEL TIOAU TIEPLOCOTEPEC TIANPOYOPLEG. ETILTIALOVY,
XPNOLUOTIOLWVTAG TILO APNPNHEVEG TIAPACTACELG, 0 BEATAG CUPMETEXEL OTNV OAOKANPWON TNG
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OTITLKAG OKNVNG PE TLG SIKEG TOU avTIAAPELS, SNULOUPYWVTAG UL TILO TIPOCWTILKI KAl HOVASLKN)
eumeLpla. Tehog, mpoodidovtag pla eAawpld kivnon ota otolyela, Ymopouv va tapoucLacTouV
SLAPOPETLKEC APNYNOELG, SNULOUPYWVTAC VA ETILTTAEOV KivNTPo yla tnv agociwaon tou Beatn.

Elvat onuavtiko va onuelwBel 6Tt aAAovTag TNV TN TWV XAPAKTNPLOTIKWY TWV ONPAcLoAo-
ylkwv identifiers, n eotlaon Twv oMTKWY TIANPOYopPLWV PTIoPEL va avadiatayBel, mapexovtag
pla HETaBaAOpEVN €lkOVA XwPLG va aAAAleL TNV OTITLKA 1) Tov aplBpd Twv OTOLXELWV OE pLa
oknvn, av&avovtag €TolL oNPAVTLKA TNV ETILKOLVWVLAKI TOU (UON Kal Tn YELWoN TNg avaykatod-
TNTAG yLa TIOANATIAEG ELKOVEG.?’

* VISUAL IDENTIFIERS ZTHN AMOAOZzH BAGOYz

YTtdpxouv Suo BaolkEG cLVONKEG TTIoU 0 AvBpwTtog avtidapBavetat BA6og kat armdotaon e TNV
XPron Twv patiwy, n Binocular vision tou agopad tnv xprion Kat Twv U0 0PBAAPWY [PUOLKOG
KOOMOG, ELKOVLKN Tipaypatikotnta (VR), emauvgnuévn mpaypatikotnta (AR)] kat n monocular vi-
sion TTou AYopPA TNV XPron HOVO Tou evog o@wBaApoU ) otnv TepITTwaor pag Katd tnv TpoBoAn
8Lo8LA0TATOU TIEPLEXOHEVOU.

Me Baon to BLBALo tng Dr. Jennifer M. Groh, Ph.D., kaBnyrjtpla Neuposmiotrpung oto Mavert-
otnpto Duke tng Bépetag Kapoiivag, Making Space: How the Brain Knows Where Things Are, otnv
Binocular vision évag apxtkog apayovtag, lvat n ywvia mou oyxnuatidetal amod ta pdrtia pag
OTaV KOLTAWE €va AVTLKELPEVO, auth N ywvia ovopddletal Convergence angle (] vergence an-
gle) kat elval o TLo amAog TPOTIOC IOV 0 eYKEPAAGG pag kataAaBaivel Tnv amootaon evog avtl-
KeLpEvou. ‘000 TILo Kovtd BploKeTal To avtikelpevo TTou TtapakoAouBoupe, Tooo Tilo auBAsian
ywvia mou oxnuatiletat anod tn B€on Tou QVTLKELPEVOU Kal Ta Slaviopata Kateubuvoewg tng
0paong pag (ELkova).

H Convergence angle Asttoupyel cuvepyatikd pe pla GAAN SuvatdTnTa TToU £XOULE, TIOU OVOUA-
{eTal “ZTEPEOCKOTILKI) Opaon” (Stereovision). TNV 0TEPEOOKOTILKI OPACH, CUYKPLVOUUE TLG €L-
KOVEG TTIoU AapBavouv ta SUo pAtia yla va KataAdBoupE TIou lvat Ta avilkeipeva. Auto Tipay-
patotoleltat pe tnv avtiAnyPn twv SLapopwy OTLG OXETIKEG BECELC TWV AVTIKELPEVWY PETAEU
TwV SU0 €LKOVWV TIOU BAETIOUV TA PATLA PAG.

Mia epappoyr) texvntig Snuloupyilag autol TOU PALVOUEVOU BPILOKOUUE OTOV KLVNPATOYpAYo
KAL TNV ELKOVLKN Tipaypatikotnta (VR).

AN TL ylvetal Opwe étav TPaypatoToLelTal 6pacn POVo amd To €va PATL I} 0TV Tepimtwon
TWV TTALXVLSLWV £xoupe pla Afpn Stodldotatng amelkoviong Xtnv Monocular vision o eykEga-
AOG XpNoLUOoTIOLEl AANEG TEXVLKEG YLa va SnuLoupynoel pia tplodldotatn avtlAnmer elkova. H
TIPWTN TEXVLKN TIOU XpnotpoTiolel elvat n Occlusion n otota StEmetat amod tov amAo kavova, OTL
elval TLo KoVTA ETILKAAUTITEL OTL €lval TiLo pakpla. H deutepn texvikn elval to Blur/Haze, ou
avagepeTal Kuplwg o€ amelkovioelg tapaoknviou (cuvnBwg e pla PTAE amoxpwon), Kat autod
TO “€€” OYETLLETAL PE PAKPLVEG ATTIOOTACELG. ' AUTO KLOAQG av €va TtalViSL Sev €xXEL yLa TTapa-
Selypa auth T XapakTtnpLloTLkr opixAn opidovta, dgv pag @atvetal AoyLlkd Kal PTopel va pag
TeTA&eL EaVika aTo £Ew armo tnv eyPUBLON. TNV cuVEXELA £XOUME TNV KALpaka (Size), Ttou 6oo
TILO POKPLA €Va AVTIKELPEVO TOOO PLKPOTEPO TO HEYEBOC Tou. AUTO €pxetal og Apeon ouvSeon
W€ TNV TpooTttLkr) (Perspective - Linear Perspective), Tou a@opd TNV ametkovion YpaPpwy Kat

27 Paterakis, lasonas & Manoudaki, Nefeli & Christoulakis, Marios & Liapi, Marianthi & Oungrinis, Konstanti-
nos-Alketas. (2020). VISUAL NARRATIVES A METHODOLOGY FOR LAYERING AND DECONSTRUCTING DIGITAL PROJEC-
TIONS. | S- ARCH - 2020
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YWVLWV. Mpappég Tou elval tapaANAEG oto YUOLKO Xwpo (physical space) gaivetal va cuykAL-
VOUV 0TnV amnootaon). Eva tutiko mapddeLlypa autol ToU (paLvVopEVoU £lval oL oLENPOSPOULKES
YPAMMEG TNG SLITAQVNG ELKOVAC. Evag KAAALTEXVNG TIOU XPNOLUOTIOLEL APKETA TNV TIPOOTITLKNA OTa
€pya tou elvat o M. C. Asher pe to Waterfall.

AN\O £Va OTOLYELO TTIOU XPNOLUOTIOLEL O EYKEPAAOG YLA VA KATAAABEL TNV ATIO0TAON ELval n UTIO-
Beon tng mNynG Tou YwWTtocg (Zkiaon - Shape from Shading). (to puaAd pag utoBetel autopata
OTL TO PWC EpXETAL attd TTAVW, SNAASH Tov AALD). AG TIAPOUPE yLa TIAPASELYHA AUTEC TLG TPELG
TeAeleg. Pailvovtal va slval kolAn - kuptn - KolAn. Kat oTLg TPELG TIEPUTTWOELG TO PWG EPXETAL
armo Avw OTIOTE EKELVA Ta oXpata ou Tipoegexouv Ba pwTtidovtal oTo Tavw PEPOG Tou Kat Ba
okLladovtal oto KAtw. To akplBwg avamnodo Ba cupBel pe Ta avtikeipeva ou elvat kotAa. AAG
av avarmodoyuplooupe TNV £LkOVA, N avTiAnyn pag wg pog To TtoLa teAela elval kotAn kat oLa
KUPTI QVTLOTPEWPETAL.

H eotlaon (Focus | Accommodation) xsL e€locou Apeon cuoyEtion PE TNV anootacn. Avage-
PETAL OTNV OLVONKN TOU Katd TTOCO KATL BplokeTal os eotlaon Kal ylvetal amod pepLac pag ya
va €pBelg otnv avtibetn mepimtwon. Otav éva avtikelpevo Pploketal oe peydAn amootaon,
0 (PaKOC TOU TOU patlov Ba petaBdAel avaloya To oXAuUa TOU yla va TIPoRAAEL E0TLaoPEVA
TO QVTLKE(PEVO OTOV ap@LBANCTPOELSH Xltwva. Oc0 TILo KOVTd pag BPLoKETAL €va aVTLKELPEVO
TOOO TILO OTPOYYUAO €lval TO OXNHA TWV PAKWY TOU JATLOU, KAL O EYKEPAAOG avTioTolya “Kata-
YPAPEL" TLG KLVAOELG TWV PAKWV TIOU TIPAYHATOTIOW)ONKav amo Toug HUEG TWV HATLWV.

Kat to teAeutaio otolxelo avtiAnyng tng amdotacng, a@opd TG L8LEG TLG Ky oeLg pag (Motion
Parallax). Otav KlLvoUpPQOoTE OTO PUOLKO KOOHO, N TIPOBAAOPEVN ELKOVA OTOV AP@LBANOCTPOEL-
&M peTaBANETAL PE TETOLO TPOTIO TIOU SLaopoTtoteltal avdAoya e TnV arnootach. H tpoBoAn
TWV QVTLKELPEVWY TIOU BplokovTal TiLo Kovtd pag PeTaBAAETAL TIEPLOCOTEPO ATIO TNV TIPOBOAN
TWV HAKPLVOTEPWV.

Opwg Tepa amod tnv 6paocn ota Scenery semantics UTTAPXEL KAL N akon Tiou elvat e§loou onpavtt-
KM yla pla oAOKANPpWHEVN XWPLKN ePTIELpla 0TOV PN@LAKO XWPO.

AUDIBLE SCENERY SEMANTICS

ESw avrikouv OAoL keElVOL OL fXOL TIOU OTIWG Kal ota visual scenery semantics n pop@n Toug Ka-
Bopiletal wg audible cultural semantic aM\d n UTtapgn toug kel amookoTtel otnv dnuloupyla pia
OAOKANPWHEVNG EUTIELPLAG. ZTO TIPONYOUHEVO TIAPASELYHA PE TO OKNVLKO TNG PEONG aVATOANG, Ba
aKOUOOUPE NYOUG aTtd avatoALTIKn HOUGCLKNA Kal TNV apafikr) yAwooa yupw pag. To TIEPLEXOHEVO
AUTWV TwV TIEPLBAMOVTIKWY NXWV anoteAel cultural semantic, aA\d n UTtapér toug ekel, audible
scenery semantic, pge okotd va pag Swoouv TNV alobnon o0tL BpLoKOpacTE o€ pla ayopd r o€ va
XWPO KAELOTO K.0.K. ‘OTwG akpLBwE Kat 0To TPWTO TapAdeLlypd tng Katnyoplag, Ye To Xwpo Tou
BeAape va silvel tnv atoBnon tou kevou, xpnoluomolioape tnv nxw [cultural] aAAa €€ apxng n
XPron Tou nxoug Ntav ekeivo to Baotkd otolyeio yla tnv dnuloupyia ekelvng tng epmelplag. Eva
KEVO SWUATLO TO BAETIELG KAl KataAaBatvelg 0Tt elvat kevo, aAAd TL ylvetal av n opatotnta frav
TIEPLOPLOPEVN 1 AVUTIAPKTN (OKOTEWVO SwpATtLo). Tote Bact{Opacte €€ OAOKANPOU OTNV QKON) PAG.
H nxw elvat cultural aAAG o X0¢ 0To CUYKEKPLPEVO SwdTLo glval scenery semantic, KaBwg xwpLg
autov dev Ba elyape tnv avtiotolyn atobnon tou BABoUC Kat TNG KEVOTNTAG.

‘Onwg ota visual €tol kat dw akoAouBeital pia mapopola tagvopnon ocav tnv VLT pe ta tpita
eniireda; Sound Effects, Voice kat Music.

EDAPMOrMH 2TON XQPO TQN VIDEO GAMES
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TUpwva pe tov technical sound designer Damien Kastbauer, o xog ota mawyvidia TpakTika
Snuloupyel pla emkowvwvia petagu tng emlyvwong tou Ttomou Kat tng Blwong cuvatobnudtwv. O
NX0G EVLOXUEL TNV EUTIAOKN TOU TtalkTn Kat uttofonBagt TNV €mikolvwvia Pe to mayvist.

Me aM\a AoyLa, cupmAnpwvel o Dallas Taylor oto emelco6lo Level Up tng ekmopmng tou, Twenty
Thousand Hertz?, ot RX0OL TWV TALXVLELWV oXeTL{ovTaL TTANPWG HE TNV EPPLOLON. ZwoTol Kat
SnuloupyLkol fxoL og eva TayvidL, kavouv Tov Ttaiktn va SLELoSUEL 0TNV TIAOKN TOU TtaLVLSLoU
KAl VO EVOWHATWVETAL PE TO XaPaAKTrPa, 1 TiLo amAd va Buwvel evauvaiadnan. OL ol ivat eket-
VO TO OTOLYE(O TWV TTaL(VLSLWV TIOU PTIOPOUV Va XAPAKTNPLOTOUV W «orpa Katatebev» tou. MNa
TapAdeLypa, TpooTabrioTE va QavTtaoTelTe TI000 SLaopeTikr Ba ATtav N avtiAnyr pag ya to mat-
XVi8L Pac-Man, xwplg, 1 e SLa@opeTLKoUG TOUG XaPAKTNPLOTLKOUG TOU rXOUG, Katd TNV ekkivnon,
TV ANYn évtwy, 1 tTnv cUYKPOoUOon PE KATIOLO pAavtacpa.

Fast forward 30 ypdvia petd kat eivat amioteuto To emiedo engagement TIOU TIPOCYEPEL TTILA O
Nxog ota Tawyvidia. Eva soundtrack, PTiopel va TepLEXEL TTOANATIAA NYXNTIKA «eTiiTieSa» (layers).

ApXLKa €xoupe TNV Ambience TIoU TIOAEG POPEG amokaAeitat «meptBarlovTikol fxow». Ambience
glval 6AoL ekelvol oL oL TTou cUVEEOLV ToV Ttatktn pe TNV Totobeotia. TEtoloL ot ivat n Bpoxn,
0 agpagc, To BpoLopa Twv PUAWV o€ €va 6Acoc, NxoL dwuatiwy, 1 oTLNATIOTE AAO SLAPOPPWVEL
TO ELKOVLKO TIEPLBAAOV AKOUOTLKA.?

‘Eva a\\o audio layer gival to Foley. Elval 0Aa ekelva ta nYNTKA £@E TIOU TIPOEPYXOVTAL ATIO TO
OWUQ, TA XEPLQ, TIOSLA KAL POUXLOUO TOU XAPAKTNPA, OTIOTE KL AUTOPATWG £X0UV i (PUOLKN) UTIO-
otaon. To epmAtnUa, To TEPTATNUA o€ EEpA PUAAQ, TO TOAAAKWHA €VOG XAPTLOU OTA XEPLA PAg
aKOMPa KAl TO PTEPVLIOHA.

To teAeutalo layer lval ta tétkd nyntika e, ) amAa special sound effects OTiwg pnxaveg, ost-
pAveg, ekpngeLg, upofoAlopol kat GA\a avtikeipeva Tou gv Bplokovtal TAvw OTOV XapakKTrpa,
OTIWG TO BPOLOPA TWV PUAWV.

Ta foley kat special sound effect eivat o rjyo¢ ae améAutn cuppwvia pe tv Spdaon. Ti¢ TEPLTTOTEPES
(POPES EYOLV KaL pualkr urtdatacon n orola lvat opatr) atov maiktn N tn Staxeipiletat kat ekelvog. Eivat
npaktika n mvorj mou &lvet {wi To setting katL Epyovial o€ Auean axéan pe thv Plwpatikn eumeipla katd
NV ouvepyaoia Tou ota experiential semantics.

Kat oL TpELg auTég Katnyopleg evtdooovtal oto yevikotepo Sound Effects Layer. YTiapxeL emiong
10 Voice Layer Tiou TiepAApBAVEL OTISATIOTE AKOUOTLKO ATtO a@rynon, HexpL SLAAOYoUG Xapaktn-
PWV, PWVEG O ELKOVLKEG ETILKOWVWVIEG (ACUPHATO KATL.) KL 0TO padLoYwvo. Kat ev téAeL To Music
Layer

To Music Layer povo, £xeL TIOMATAEG UTTOKATNYOpLeC 6TIWE Ta drums, ta high kat low pitched 6p-
yava, ta eyxopda kat aAAa. Ta soundtracks slvat kaBapd audible scenery semantics, oupfdAouv oto
VTUOLLO TNG OKNVIG QKOUTTIKA Kal QrrooKoTTouV atnv evduvapwan tne Blwong tng eumeiplag. Emetdn
b€V Eyouv axeSOV moté QUOLKN popn o€ avtiBean pe ta sounds effects (NxnNTikd £@é), ouvdéovrat
dppnkta pe tnv §pdon tngG oKV, OmoTE KAVOUV TO TILO dUECO TTEPATiA ata experiential semantics
mou n 8pdan maipvel v kUpta Béon. e pla oknvr) paxng yla mapadsypa, dev Ba akouooupe
NPEUN HOUOLKA aAAd €vTovn Ttou Ba pag Snuloupyel aywvia kat tpoonAwaon. Zuvnbwg Bewpeitat
kaBapod passive layer® scenery semantic kat 6a To avaAUCOUPE TIEPALTEPW TIAPAKATW KAl OTNV
EMOPEVN Katnyopla.

28 Eretoddio 25 “Level Up”, Twenty Thousand Hertz
29 Eretodélo 25 “Level Up”, Twenty Thousand Hertz
30 KaBwg amoteAel KATL avTioTolyo TNG aTpoOoWaLpag ota visual
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YTIapxEL pla peydAn opoldtTnTa PETAL Twv NYXNTIKWY layers ota malyvisla Kat TLg Tawvieg, e pla
HeyaAn SLagopadr ota mawyvidia ta mavta eivat getaBAnTa Kat SuvapLka pe Baon tig SpAceLg Tou
rtaiktn. Etol avti 6AoL oL xoL va givat eva evotolnpuévo soundtrack ou maidel kata tn Stapkela
NG okNVn¢ (scene, setting), 6Tiw¢ Ba ntav og pla tawvia, oL oxeSLAOTES TIALXVLSLWY TIPOYPAUHATL-
CouV XIALASEG NYOUG, WOTE VA AELTOUPYOUV CUVEPYATLKA OE TIPAYHUATLKO XPOVO.

Onwg avagepel o Kastbauer, og pla tawia katd tn SLAdpkeLla Tou KATIOLOG TIEPTIATAEL, Ba xpnot-
HOTIOLNOELG £Va NYXNTLIKO £@E Bnudtwy og KaBe Spaon kat §EpeLg OTL dpa yuploelg Tiiow og auto To
onpeto otnv tawla, Ba akouotouy ta (Sla Brjpata otny la Xpovikr otyun amd tov (8lo xwpo,
KaBw¢ wg Beatng Sev £XELG TOV EAEYXO TNG TAXUTNTAG TIOU TIEPTIATAEL O XAPAKTHPAG yLa TIAPASELY-
pa.

Ta mawvidla xouv Amelpeg TILBAVEG EKSOXEG AKOUOTIKWY ATOTEAECHATWY. Mia popd pmopel va
amoYacoloeLg va TiepTathoeLg otnv koullva, va TLaceLg pia @Autddva Tou Kae, va TILELG €va TIOTO
KaL va BYELG aTo Tnv Tiiow TIOPTaA KAl akOUGCELG TOUG YPUAOUG ota §EvTpa oto BABog. Kamoia aAAn
Popa, oto (6Lo Ttayvidt, pmopel va eTUAEEELG va KATOELG O pia KapEKAQ KAl va akoUoELG To Bounto
Tou Yuyelou. Kat emetdry n Spaon eivat Aowdv petaBAntr, akéua kat otav yuplooupe o€ éva mponyou-
HEVO UEPOC Pmopel TNV mpwtn popd va elyape pla paxn arda twpa va elvat Npeun Kat va UmopECOULE
apxtkd va meptmAavnBoupe o EUKoAQ Kat KUPIWGE va akoUaoupE Toug yUpw NYOoUS TToU TTPLV yavovtay,
Kal akéua kat to soundtrack mou Ba mailel Sev Ba elvat autd To EVEPYNTIKG TTOU akouyoTav Katd tn SLdp-
KeLa TG pdyns ardd (owg éva o oUSETEPO generic 1 o€ TEPITTTWAN TTOU TO £YOUV OYESLATEL Eva NPELIO
g€aroutkeupévo yLa autrj t oknvn.

a Toug sound designers, TO «NXNTIKO VTUOLPO» TWV TIALXVLSLWV glval KATL Ttapamndvw and amid
TNV €UPEDN PEAALOTIKWV NXWV Kal TN TOTIoB£TNoN Toug oTo TtatyVvist. ExeL va kKavel pe tn nuloup-
yla Twv KAatdAANAWV NXNTIKWV EPE TIOU KAVOULV TOUG TIAlKTEG va Sevovtal Pe TNV Lotopia kat tn
Sedopgvn otypn mou Ttatouv. MNMou Toug KAveL va atoBavovtat «kAT», amod TOo TILo XapOoUPEVO 0TO
TILO ATTOKPOUOTIKO cuvailodnua.

O Zachary Quarles, Audio Director and Sound Designer yla tn Microsoft Game Studios, avagépet
«LWOW TILO AVETOG KAl TILO TIAPAYWYLKOG OTIOTE SNPLOUPYW KOOHOUG. Elte autod elval évag pealt-
OTLKOG OXESLAOPOG NYou N evtehwg stylized®', apkel 0Aa va Stemovrtal and tnv mpaypatikotnta
TOU TTALXVLSLOU».

Kat 6oov agopd TLg pwveg (Voice Layer) ota Ttawyvidia, elvat dppnKta CUVEESEPEVES E TNV ETIL-
TUXN SLapopPYwon Twv xapaktipwv. O Quarles avaepeL OTL TIPLV EEKLVAOEL TO voice dressing Twv
XAPaKTpwy, TipooTiadel va St mwg Kiveltal o aiktng, kat mwg o maiktng dtaxelpiletal to Bapog
TOU WOTE VA avTANBOEeL TNV KALPaKa Kat TNV KATavour tng evepyeLac.®

Apa N HOUGLKN SNULOUPYEL TNV ATHOCYALPA, TA NXNTLKA EQE TOV KOGHOG, OL (PWVEG TOUG Xapa-
KTAPEG Kat OAa padi cuvBEtou to cuvalodnuatiko Blwpa tou Tatyvislou.

SOUND MANIPULATION AROUND US

31 TIPWTO PEPOG, uncanny valley, photorealism and stylization
32 Before I really get started | like to see how the player moves and how the player carries their weight so | can get a
sense of scale and sense of kind of, distribution of energy throughout. Where they hold their energy and everything.
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Ag e&etdooupe pla oknvr eotlatopiou kat evog ypageiou. Ma tnv emituxn oxedlaon toug, oxL
pOVOo ota Tavisia aAAd Kal oTLG TAWVIEG akOPa KAl OTNV TIPAYyPATLKOTNTA, TIPETIEL VA AQBOUME
UTTOYPLY TNV LELWTIKOTNTA. L0 CUYKEKPLUEVA TNV LOOPPOTILA PETAEL LELWTIKOTNTAG Kat BopUBou.

Agv BEAW va akoUW TL AEEL KATIOLOG OTO TNAEPWVO Ttou BploKeTal otnv AAAN akpn Tou ypayeiou,
eMELdN OTO setting Tou ypaweiou BEAW va eTLkpaTEL CUYKEVTPWON?32. Xto Selmvo BEAW Eva OTOLYEL-
W&EC amOPPNTO OTNV CUVOUIALO TIOU TIPAYHATOTIOWW OTO TPATIECL HOU. AV UTIOPW VA AKOUOW TOUG
yUpW HOU, onpatvel OTL PTIopouV va PE akoUoOUV Kal EKE(VOL Kal QUTO PE KAVEL va ViwOw dBoAa.
Y€ €va e0TLatoOpLo xpetadopaote Alyo 80puo yLa va kaAUPoupE TG CUVOPIALEG AAAWY avBpWTIWV.
AuTO elval eva Audible Scenery Semantic Ttou to TIEPLEXOPEVO Kal N popyn tou kabopiletal amo
ta Cultural Semantics. Mg tnv po060 tNG TEXVOAOYLaG PTIOPOUKE VA XELPLOTOUHE TOUG SLAPOPOUG
AXOUG PE KATaTANKTLKOUG TPOTIOUE, OTIWG e tnv xpron DSP (Digital Signal Processing: emegepya-
ola Ynelakou orypatog), UTTopoUE va eTKAAUPOUPE 1) BOAWOOUPE CUVOUIALEG amd AAAa TpaTE-
{La WOTE va PNV €lvat Katavonto TL AEVE, AAAA TAUTOXPOVA KAVOVTAG TLG SLKEG 0AG CUVOUIALEG TILO
KaBapEg Kal katavonteg. Ta mapamnavw Tapadslypata avikouv otny Katnyopia twv ambience
sounds kKaBwg amote oV TIEPLBAANOVTLKOUG NXOUE, KAl N TOTIOBETNOr) TOUG O€ OXE0N PE TOUG AA-
AouG pE€oa oto TepLBarov/setting, HEAETATE OTNV Katnyopia Tou scenery.

TeAoG 6w avrKouv eTLONG KAl Ta TTapadelyata mou EETACTNKAV 0TA AOYLKA onpawvopeva «Log-
ical relations hidden in plain sight», pe To Twg SnAadr) xpnoLUOTIOLELTAL N HOUGCLKN O SLAYOPOUG
XWPOUC yLla va pag emnpeacouv. O oKoTiog TtNG Xpnon tTnNg elvat kabapd AoyLlko onPavouEVO aAAG
n €€€taocr) TNG 0To CUVOAO TOU XWPOU Kal 0 CUYKPLON PE TOUG UTIOAOLTIOUG HXOUG WG TIPOG TNV
amnodoon tng ePPUBLoNG, elval scenery semantic.

33 EPXETAL O€ oUPPWVLA PE TNV OKNVI| HOU
34 Eretooélo 34 “Muzak”, Twenty Thousand Hertz
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MOAAEG (POPEG OL TTAlKTEG KATA TNG SLAPKELA TOU gameplay amokAlvouv armo tnv por Tou TaLyVvL-
SloU Kal Tipaypatotololy Katd pia aroyn sightseeing péoa otov LKOVIKO KOOHO. Z€ AUTr) TOUG
TNV TIApEKKALON, 1} SuvatdTnTa Tou Ttayvislol étav autd sivat open world Tawyvidila, ot TalkTeg
e€epeuvoLy ta SLagopa locations Tou €LKOVLKOU KOGHOU. Zta pn open world, o tatktng mpoomabet
va €EEPEVVIOEL TO OUYKEKPLUEVO location kat va TtdeL avtiBeta otnv por) tng Lotoplag. Autr n &pd-
on Toug elval apKETA oUXVA TOCO EUBUBLOTLKNA TIOU TOUG KAVEL va pabaivouv tnv petapaocn o eva
HEPOC att €€w, xwplg va xpelddetal o XApTng Tou Ttayvislou, i iTtopolv va avayvwpioouy otav
Bplokovtal o€ CUYKEKPLPEVEC TIEPLOXEG I AKOMA KAL VA ATIOKTOUV ayartnpéva PEpn Tou, ELSLKA o€
online mmo mawyvidia, 6mou padevovtal pe AAOUG TTAKTEG KaL... xaAapwvouv. OAn autr) n §paon
elval pla ekppaon tng evouvalobnong mou BLwveL o Ttalktng katd tn StapkeLa tou gameplay. Kat
OTWC elbape 0TO TIPWTO PEPOG, eV pTtopel va uTtapéel epBublon xwplc evouvaicbnon.

Ta XapaKTNPLOTIKA QUTWY TWV XWPWV TIOU TA KAVOUV TOCO TIPOOoLTA slval OAEG oL Katnyopleg
TWV semantics Tou €x0oUpE el PEXPL Twpa. H avalrtnon oto moLa eivat ekelva ta otolyeia ou Ba
Tiapexouv pla epmeLpla avhikeL otnv eupuTEPN Katnyopia Tou experience, Kat Ta otolyela autd &i-
val ta experiential semantics. Ta experiential semantics, Aotrtdv, anmookotmouv oto va BAAouv Tov
TatkTn p€oa otnv ePmeLpla, wg Tpog to T AapBavw amod to mepLPAAAOV Kal TO TL KAVW PEa o€
auto. ELadyouv 6nAadn tnv dpdon oto gameplay. O\a ta first person mawvidia yla mapadetypa
elval évtova onpacloAoyLKA O€ QUTH TNV Katnyopla, AOyw Tng TPOOTITIKNG TIOU XPNOLUOTIOLOUV
WOTE VA TIPOCYEPOLV Pia TILO AUEDN CUVSEEDT TOU TIALKTN HE TOV ELKOVLKO KOOHO.

‘Etol Stakpivoupe dUo katnyopleg experiential semantics.

1. Perceived / MaBntkn epmeLpla ou to TEPLBANOV £pXETAL TIPOG TA EPEVA KaL ATTOTEAEL
pila ouvBeon Twv AWV TIponyoUPEVWY Katnyoplwv. Elvatl n §pdon tou mepLBaiAovtog.

2. Interactive / Evepyn) epmelpla. Z€ éva mtalyvidt mou elpat evepydg kal To TEPLBAAOV aA-
AnAemidpd pe Bdon tn §paon pou (§pdon-avtipaon). H Stadpacn evioy Vel Tnv epTeLpia. Etvat n
SLadpaon tou epLBAAAOVTOG.

Mo avaAuTLkd, otnv Tpwtn Katnyopia o matktng v mapayeL KATIOLO €pyO0 Kal TO TEPLRAAAOV
elval ekelvo TIou €pxETal TIPOG Ta EKE(VOV. ZTNV TIPWTN KATNYyopLa avrkouv OAa ekelva ta otolxela
TIOU CUPPBAAOUV WOTE Va ETILTUXOUV VA ATIOSWOOULV Pia CUYKEKPLUEVN KatdoTtaon Kat epTelpia. O
TPOTIOC OPWG TTOU SLaywpiletal amod TLg TPOonNYyoUHEVEG KATNYOpPLEG Elval TTOU TNV KAVEL EEXWPLOTH).
Elvat n olvBeon dAwv twv Katnyoplwv. AutA n cuvBeon elval to experience, Kal n Spdon Twv
empEPoUG [ logical-cultural- ] semantics eivat ta experiential semantics.

Ma apddetypa, Bplokopal o pla mapaAia. Mowa givat skelva ta otolyela IOV TNV AVTLTPOOoW-
TeUoLV autn TNV eumelpla apeoa kat mwg ekppadovrar; H Ekppaon lval éva amno ta onpavilko-

TEPA PEPN TWV experiential semantics. Aedougévou OtL o€ auto To setting o yapaktnpag elvat o
Baolkodg §ektng NG epmelplag KAl lval oLUVUEACPEVOC PE TLC EVEPYELEC TOU TIALKTN, OTLONTIOTE
Tpayyatoroleital, oty Katnyopia Tou experience, eEeTACETAL WG TIPOG TOV XAPAKTAPQA, TOV TIai-
KTN KaL TN¢ oX£0NC TTOU avamtuooeoat PeTafu touc. Emopévwg, av elpat kovtd otnv 6alacoaq, Bpl-

okopat péoa otnv tapaiia dnAasdr, Ba BAEnw kat Ba akoVw tnv BdAacoa. Av elpat €€w amd tnv
TiapaAia f KATou amopakpuopEvVa (Tt €va Bouvo) Kat £xw opatotnta otnv apalia, n 6adkacoca
Ba akouyetal Alydtepo €wg kabBoAou avtiotolya aAd tautoxpova Ba prmopovoa va Slatnprow
TNV OTITLKN TNG UTtap&n oTo setting, TTou e TN oglpd Tou Ba SnAwvel OtTL Bplokopal og vnot ) kovtd
KaTA KATIOLO TPOTIo 0 Bahdooia ipdofaocn. Av elyape AAeG TTAnpowopieg Ba propouios va onua-

35 TIX. TO OTI(TL TOUG o€ pia elkovikr) TIOAN - GTA Online 1} To p€Pog Tou pTopouy va avaBabpioouv Tov OTIALOPO
Tou¢ - Shadow of the Tomb Raider
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TOS0TEL TOV TTPOCAVATOALOPO (agpag > Kivnon QUAAWPATWY SEVTpwV 1 0 AALOC yvwpilovtag TV
WPA TNG NUEPAC KATL.) KAt oUTw KaBeENG.

Opwg, ag moupe OTL BPLOKOPAOTE PEoA OTNV TIAPaAAla, o€ autr) tnv mepimtwon €&etalw av n
epmeLpla mou AapPBavel o maiktng elvat Apepn N mo Spactr)pla. Av BEAOUPE va TIPOCPEPOUE
pla Npepn, eLSUAALOKN ePTiELpla, Ba TTapaklvoUoaE TOV Ttaiktn va KATOEL KATIOU, TIApaSelyatog
xdpn o€ pla awwpa, Kat oL povol fyot Ba Atav ot teptBalovTikol.

[ Hxog tn¢ BdAacoag Kat Twv KUPATWY, YaunAou agpa, pia xpovikn atlyur) mou metdet évag yAdpog, pia
XPOVIKI OTLyUn TToU arto iow akouyovtat KATL. ].

Y& KABe TEPLTITWON N HOPWPH TWV OTOLXELWV TIOU aTtapTtouV To TEPLBAAOV (setting) egetddetal
armo tnv cultural katnyopla

Tporikd Kat vnol - mapabaidaaia |
0 TPOTIOG EL0AYWYIG TOUC OTNnV oknvn amo tnv logical

ATt BVTWC UTTApYOULV 1Yol - TO KUUQ OKAEL - 0 AEPAC (PUOAEL - Kat dTav elvat JEPA KAVEL TILO TTOAU (€aTn KATL. ]
KaL 0 oKOTIOG UTIAPENG Toug ekel amd tnv scenery

ue Baan tn VLT - n 6dAacoa Ba anpatodotel tov opilovta, 10 SEvipo tnv Snutoupyia «uiac pwAtdc» ard
10w Wate ywplc TV opatdtnTa o naiktng va Wwpllet my 0Tt SevV KWSUVEUEL, avTioToya Kat e TOUC 1YOUC
K.O.K.

Av BENoUPE va TIPOCWEPOUE pia TiLo SpactrpLa eutelpla, vat pev Ba uttapxeL o xog tng BAAao-
0ag aAAd Ba Tviyetat amd Toug fXoug Twy avBpwTwy yUpw, TNG xaBavedLkng HOUGCLKAG, TOU XOUAQ
XOUTT TTOU YUPLLEL, TOU @PIOPTIL TIOU TIETAEL KATL. AV BEAOUE VA TIPOCPEPOUE TNV LEEA OTL UTTAPXEL
KATTOLO Pivi beach bar kdamou ekel SLAQ, avaAoyn pouotkn kal akoAouBeital n tdta AoyLkn.

Y& OAQ Ta Tapandvw apadelypata o maiktng PEVEL Atpayog Kat To TepLBAAAovV elvat auto Tou
EPXETAL TIPOC TA EKE(VOV KaL ToV «BopBapdilew» pe epebiopata avtiotolya tng epmeLplag Tou BEAEL
va epaoel. Opwg N epmelpla dev otapatdel ekel. ESw elval tou €pyetal n Suvatdtnta tng Sladpa-
ong OXL yla va SnPLoupynoeL pila kawvoupyla katnyopia aAAd avtlBeTwg yLa va eVvioxUoeL TV AéN
TIabnTLKr UTIApXoUCaA. XTO TIapAdeLypa Pe TNV BAAacoa av o Tatktng onkwOel kat klvnBel tpog tn
BdA\aooaq, kal armo@aciosl OTL BEAEL va PTIEL HECA OTO VEPO TO TTALXVISL Ba TOU TIAPEXEL TNV EPTIEL-
pla Tou «umalvw ato vepd». Ze €va 0pBA oXeSLACPEVO ELKOVLKO TIEPLBAANOV OTaV O TIAKTNG MTIEL
pEoa oto vePO, Sev Ba Bublotel amAd to TodL Tou, aA\d n B&dhacoa Ba apéxel éva feedback, pe
KAroLeg KNALSEG lowg Kat appoug Ttou avamnndouv peoa amo tov BaAaooLvo vepo Kal yupw amo ta
TIOSLa TOU XapPaKTAPQ, WOTE VA ONPATOS0TC0UV OTL 0 TIAlKTNG «UTIAKE 0TO VEPS». Mia TOC0 PLKpN
aAAayr ymopel va evtrveL Tpopepd TNV ePPUBLOTLKN ePTIELpia. AV 0 Yapakthpag HeTd tnv €€060
TOU aTIO TO VEPO Elval e Bpeypeva pouxa akOpa TILo TIOAU, KAt av Ta pouxa elval Bpeypeva pexpL
TO onNUELO TIOU PTIAKE OTO VEPO AKOMA TILO TIOAU KAl AV auTO YIVEL Kal 0Ta PJAAALA TOU o€ TtepimTw-
on Tou Boutnge peoa akOpaA TILo TIOAU Kat TtaeL Aéyovtag. Etol BAETOUPE OTL KATL PLKPO (KNALSEG)
MEXPL KATL HEYAAO (8€VTpa - KOOPOG) UTtopolV va BewpnBoulv experiential semantics, omTikd Kat
aKouoTLKA. Eva Ao Ttapadelypa, otnv awwpa mou Ba kabetat, av o aiktng exeL TNV duvatotnta
Va TILEL €va TTOTO TIOU TO AKOUUTIAEL SUTTAa Tou, elval emiong experiential semantic, 0L To TOTO,
aAAA n Suvatdtnta Kal Stadtkaola Tou va TiiveL.

Mawvidla émwg to Just Cuase kat to Control Sivouv tnv SuvatdtTnTa oTOUC TTAKTEG VA AAANAETTL-
5pAoouv pe OAa oxeSOV TA AVTLKELPEVA TNG OKNVIG, aTtd TO AtAd va Ta OTipWEOUV N PETAKLVIOOUV
HEXPL VA Ta avatlva&ouv. H Suvatdtnta Tou amoKTw w¢ tatktng, N §pdon PHou va PTtopel va emn-
PEAOEL TO TIEPLBANOV, attd TO Va TILAVELG €Va TIOTHPL JE TO TIOTO TOU XAPAKTNPA, HEXPL TNV avati-
vagn plag oAokANpNng oAukatolkiag eival experiential semantics. H otolxewwdn kivnon, mndaw,
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OKAPPOAWVW, EAEYXOC TayUTNTAG TIEPTIATIUATOG, HETAKIVNON TIpayHATWV KAT, elval KAt €TTEKTAON
experiential semantics kat yLauto av 8gv TipoypapPATLOTOUV KAAA UTTIopoUV va §pACcOUV apvnTIKA
otnv eYPUBLON Tou TtaikTn. Av yla TIAPASELYHA O YXELPLAHOG EVOG TIALXVLSLOU 1) N PETAKivnon tng
KApepag elval SUOKOAN A Ttapaioyn Prtopel va KAVEL ToV Ttatktn va anodeopeVTEL Kal TBavwg va
pnVv emotpePel oto TalyvidL, oTwe eldape oto TPWTo PEPOG. ETopévwg BAEMoupE OTL oTnV Ka-
Tnyopla TG aAnAeniSpacng eumimel kat n SLAdpacn €KTOG TOUG ELKOVIKOU TIEPLBAAovVTOG. Ma
napddelypa oto Life is Strange €xeLg tnv Suvatotnta va TPAEELS JE EVaV CUYKEKPLPEVO TPOTIO TTIOU
Ba emnpedoel TNV TPEXOUCA KATACTACN AAAA KaL TNV CUVEXELA TOU TtalyVLSLou. Kat ev otapatdet
ekel, aueowg peta amod pla kplowun amdgaon, Ymopeig va XpnoLPOoTIONoELG TNV duvatotnta Tou
TIatkTn va yupvdaeL Tov Xpovo Tilow Kat va avalpeceLg tnv TeAeutala oou evépyela. Autr n Sladpa-
OTLKOTNTA KAl Suvatotnta eAEyXou TNG €KPaong tou malyvislol eival éva kabapd experiential
semantic, xwpig XwpLKr uttootaon.

LYMMNEPAZMATA

‘Otav autég ol SUo katnyopleg (Perceived kat Interactive) AELTOUPYOUV ETILTUXNHEVA CUVEPYATLKA,
€XOoUpE pla poPepr) amdSoon TOU ELKOVLKOU KOOHOU, TIANPWG EPBUBLOTLKI KAl TIPOGOLTr) 0TOUG Ttat-
Kteg. Elvat, Aoumoy, pla olvBeon Twv otolyelwv Tou, TipogpxOUeVa aTtd OAEG TLG KATNYOPLES, UALKA
KaL QUAQ, TTOU SNPLOUPYOUV TNV EPTIELPLA, WOTE O TTalkTnG otadlaka epBubiletal 6Ao Kat TtepLoco-
TEPO O€ AUTOV. TO GKNVLKO GUVNYOPEL 0TO vVa VIWoW £yw pia katdotaon. Kat TIoOAEG popEG auth
N katdotaon slval toéoo évtovn Tou Pmopel va pag emnpedoel Kal otnv mpaypatiky {wry. Omnwg
avaepeL o KaBnyntng ApXLTEKTOVLKNG Kwvotavtivog A. Ouyypivng, «av KATIOTE OVELPEVUTELG KATL
aTto €VAV ELKOVLIKOG KOO0, [0 ELKOVLKOG KOOHOG] £XEL KAVEL KATATIANKTLKY SOUAELQ, yLatl oou Snut-
oUpynoe pla alobnon 6Tl autod OVTWCE To £XELG {oeL. AnAadn 0 EYKEPAAOC OOU TO xeL KaTaxwploet
WG ePTELpla wote va dnuloupynoel episodic memory. MOAAEG POPEG av KATOELG Ba SeLg OTL EXELG
QVTANOEL ePTIELpleG amd To TaLyVisy, [ou TG Agg otn] {wr) cou oav va givat aAnBLveg spmeLple.
MaALota, eTELSH) EEPELG OTL lval ToU TtalyVLSLoU PTtopel va pnv BAAELG TTANpoopleg pEoa WOTE va
pNV @avolv utoBLBacpeved.». Emlong TIOAEG PopEG, TTatyvidla LOToPLKA, OTIWG yLa TIapadeLypa
10 Assassin’s Creed Lo amAd oTwg to MedEvil Ttapéxouv Lotoplkd otolxela, Omwg Tt poidvta
TIapryayav, Twe Atav ot TIOAELG, WG Tav oL SpopoL ) ot AvBpwTtor®®. M'VWOELG TTou o€ eTtnPeAlouV
o€ TIOAAA Ttpdypata, oto Babud Tou propel va ta polpddeoal Kal va apeAelg va ava@epeLg otL
Ta €Pabeg and to mayvidl. Me Alya AdyLa, to setting, pag Badel va oupe tnv emoxn () 6Tl AA\o
avagéepel To Tayvidl) oto Babuo mou Ba pmopovoape SuvnTikd va culnNTHOOUPE yLd AUTHV TNV
ETIOXN KAL PE EVAV LOTOPLKO 0aV OTavV £XOUHE SEL €va VTOKLPavTep. To apadogo lval 6tL autda ta
Tawyvidla, otnv teAlkn) elval strategy, ev @TLAyTNKAV yla auto To AOYo Kat SV £XOUV OKOTIO Va
TIAPEXOUV LOTOPLKEG YVWOELG, OUTE va 0€ «TAELSEPOUV», OPWE dvtag Ttavidla, xpnolpormolouv
OTOLXELQ, YLa VA CUPTIANPWVOUV TN OKNVH, KAl yLa Va CUPTIANPWOOUV TV eumelpla [experience].
'OAa auta ta otoleia elvat ta experiential semantics.

THE PASSIVE LAYER AUDIBLE SEMANTIC THAT GOES EXPERIENTIAL

A@OopdA TNV YEVLKN HOUGCLKN Tou Ttayvislou (ambient music and soundtracks) ou oTwg eldape
amoteAel To Tpito emimedo twv audible scenery semantics. ‘OAa ta awyvidla €Xouv PHOUGCLKN O€
KAOe emtime&0 TOUC, AKOPA Kal 0To KEVTPLKO pevoU. ‘Otav Sev UTtdpyEL Elval OKOTILUO KAl ATTOCKOTIEL
oTNV SLAPOPPWON PLAC CUYKEKPLUEVNG EUTIELPLAC TTOU amaltel autr TNV KEVOTNTA OTOV NXO KATL
Tou elvat egatpetikd omavio.

36 AOYLKA KAl KaBapd TIOALTIOPLKA onpawvépeva
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Onwg avagepel o Kastbauer, N HOUGCLKA 0Ta OUYXPOVA TTALXVISLA £XEL ATTOKTACEL PLA TIOAUTIAOKO-
nta egattiag tng petaBAntotntag tng aAnAeTi&paong tou Tailktn. H pouotkn amaptidetat amnod
SLapopa otoLyela, Hepn f OTPWHATA... WOTE TO TIAXVISL va eAEyxEL TV akoAouBia KatL tnv avarna-
paywyn Ye Bdaon tou tL cupPaivel Tnv Sedopévn otiypn. «Elval oav va €XELG €va PLKPOOKOTILKO
oLVBETN o€ €va Kouti TTou AéeL ota BLoALd va Egkivrjoouv OTav o0 NPWAg PTalvel JEoa oTo SWHATLO
aTo TNV TOPTA ) SIVEL OrPA OTLG TPOMTIETEG HOALG O SPAKOG TIETAYETAL ATIO T OTtNALA.3’

H yevikrj pouatkn tou amoteleitat amd Stdgpopous ambient Nyoug KatL amd Ta ypappéva yia to mayvist
Kopudtia (soundtracks). Ti¢ TepLoOOTEPEG POPEC BAETOULE StapopeTika soundtracks yla kdBe emimedo
aAAd kat yia kdBe yapaktipa, wote avdAoya tn aknvh (setting) kat Tov Yapaktipa akoUyetat To avdAoyo
soundtrack. Onwg kaBe gamer Ba yvwp(lel, 6¢ev elvat pla pouaikn mou akouvystat évtova, aAdd ato ma-
PATKNVLO KAl O€ CYETIKA LLKPN évtaon. Autog elvat kat o Adyog mou Bewpeitatl éva mabntikd akouoTiko
scenery onpawvouevo. AAAd avrikel emiong otnv katnyopla twv experiential kabBw¢ elvat {WTkod yia tnv
amédoon tn¢ auvolikig umelplac kat eivat autd amd to omolo Eekwvave kat avagépovtatl 6Aot ot umo-
Aotrtot fjyot tou mawyvidtod.

H pouotkn otig tawvieg ypdpetal pe TANpn eAeuBepla, eTELS) KABE Yopd TIOU avamapayetal,
Ba elvat akplBwg n dla. Qotodoo, emonuaivel o Dallas Taylor, n pouolkn yla Tayvidia mpemet
va ypagetat o PYkpa pepn, (modularly)... kat OAa autda ta PLkpd Pepn TIPETIEL Va Elval @TLaypeva
va Pmopouv va SouAePouv cuvepyatikd. H o Baotkny apBpwtr) poper} Snuloupylag HOUGCLKNAG
TIaLVISLWyY elvat Eekwvwvtag pe pla pouatkn ekkivnong (music start), éva emavaiauBavouevo Ba-
oLk potifo (loopable main theme) kat eva tédog (ending). Matyvidla Tou elval pakputepa Kat TILO
niepimAoka pmopet va €xouv 30 1} 40 evotnteg Tou Slaxwpilovtatl Bepatika f pe Baon tnv evopxn-
otpworn). ETOL OUCLAOTIKA, £VA KOPHATL YPAUHLKAG HOUGLKNG 10 AETITWY PTopEl va petatparel o
OUPPWVLA 2 WPWV KATA TN SLAPKELA EVOG TTALXVLSLOU.®

O¢étet emiang tnv sound design language, 5nAadrj To aTUA ToU NYNTIKOU VTUC{UATOo¢ TOU atyviSLoU Kat
yevikotepa lvat o Nyog mou cuvdéstal ato YuaAd pag, kabws ouvnBioupe pe to matyvidl, Pe OUYKE-
KPLUEVEG KATAOTATELG TOU TatyvidLloU - udyn, Kivéuvog, AUtpwan, Vikn, xaudg kAT - 6nAadn av éyouue
KAELOTA Ta pdtia pag pmopoupe va kataAdBoupe Tt ylvetat ato mayvibt ekelvn t otyun. Mpemet va elvat
1000 amAd Kkat metoTiko. Elvat kel yia kpatdet tov malktn mpoonAwpévo aAdd ywplc va tov armoomndet amod
TNV 8pdaon tou matyviéloU Kat tnv arrootoAr tou. lNpémet emiong va unv elvat evoxAntikn katva unv eivay,
ToUAdyLoToV Oyt pavepd, emavatauBavouevn, mapd povo og aknvEg mou B¢ va elvat avayvwplown yia
karoto Adyo amd tov maiktn

AUTOG O PLKPOOKOTILKOG ELKOVLKOG OUVOETNG, avapepel o Damien, Snuloupyel autd To PHOUGCLKO
Tottio (soundscape) amo ta «Pepn» POUGCLKNAG TIOU £xouv TtapaxBel yla To Ttatyvidl Kal KUPLOAEKTL-
KA VTUVEL HOUCLKA TNV uTeLpla yla tov Ttalktn pe fAon auto TIou cUpBatvel ekelvn Tn oTLyun, T
Spdon. Qg pouaotkdg ouvbeTng, BeAeLg va BeBalwBelg OTL N HOUCLKN TIoU ypawelg v Ba yepdoel,
Sev Ba ylvel Bapetr. OEAELg va VTUOELG KATAANAQ JOUGCLKA AUtV TNV eumelpla yla tov maikn,
aveEaptnta armo to mooo Kalpod xpeladetal yla va diaocyioel, mapadelypatog xapn, to 6Acog. X
OUVEXELQ, OTAV PTACEL OTOV SPAKO, TO CNUATOSOTEL JE TPOTIO TIOU PEPVEL TA SPANATIKA oTolxEla
otnv eumelpla.®

Evw Aourtdv oL rxoL amod povol toug elval logical [oxéon], cultural [popn] kaL scenery [totmoBe-
ola], ota mavidia autr n PeTaBANTOTNTA KAl TIPOCAPUOOTLKOTNTA avAAoya Pe tnv §paacn lvat
€va kabapd experiential semantic.

37 Eretoddio 25 “Level Up”, Twenty Thousand Hertz
38 Eretodéio 25 “Level Up”, Twenty Thousand Hertz
39 Emeloo8io 25 “Level Up”, Twenty Thousand Hertz
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DUST

AG €€ETACOUPE CUUTIEPACHATLKA TIWG PTTaivel n experiential tdtotnta o U0 semantics Tou ta
eldape og OAeg TLG TTpoNyoUPEVEG EVOTNTEG, TN Meon AvatoAn.

H ZKONH
g | Aoywkn] | pakpLa amd oAn / xapevn opatotnta
“u | pop®n | elval okovn ETELSH €pNUOG, HECT AVATOAN
| TomoB£tnon | opiovtag, Babog

Xp |obvBeon | SUokoAa egetadetat HOVO TOU eva Xp semantic OTwG eTape aAAAG 0TV CUYKEKPL-
pévn mepimtwon Ba sival n bavr) kivnon tng okovng otov opidovta, Kat WG PTtopel va Epxetat
TILO KOVTA pag (SnAwvovtag (owg KATIOLO AAANO AOYLKO CUUTIEPACHQ).

CONTROLLERS AND HAPTIC FEEDBACK

O XELPLOPOG (ELKOVLKOG KaL atttog) lval amod ta o onPavtikda experience semantics. O ELKOVLKOG
a@opa ta animations Kat TLG YEVLKEG KLVINOELG TOU Xapakthpa. Ooa o TLo owoTtd e@appoletal Tooo
o epBUBLOTIKG yivetal To Ttavidt. H peydhn oulrtnon yivetat otov amtd xeLpLopo Tou agopd
TO PECO HE TO OTIolo 0 TAlKTNG AAANAETILEPA PE TO TTaLXVisL.

ATIO TNV amapyr Twv video games, SEKAETIEG TIPLY, O XELPLOPOG peTaBAAAeTal Kat egeAloosTal.
To 1972, to Odyssey tng Magnavox xpnolPOTIOLOU0E KATIOLEG AETITEG SLAYAVEG ETILPAVELEG HIE TU-
TIWHEVO TTAVW TOUG TO environment Tou Ttatyvislou. OL xprjoTeg TNG TipookoAAoUoav otnv 08ovn
NG TNAEOpaoNG Kat xetpidovtav To TatyVidl HECW KATIOLOG XELPLOTNPLWV TIOU 0TOUG GUYXPOVOUG
naikteg potddouv... amioteuta. Koutld pe oAU Baotkeg Asttoupyleg Kat TeAelwg SLaQOpPETLKO in-
terface amo twv olyXpPOoVWV. ATIAA €va KUKALKO KOUPTIL Kal pia poSeAa.

Me tnv TIapodo tou Xpovou, Katd tn Sekastia Tou ‘80 0 HOYAOC KAVEL TNV TIPWTN EUPAVLON TOU
0tnG arcade TIALXVLEOPNXAVEG TIOU OAPWOAV KUPLOAEKTIKA OTO SLafa toug. AvawepOacTe o€
auTA Ta TEPAOTLA KOUTLA PE TLG peydAeg CRT 0806veG Toug Kal Ta Lo nostalgic matyvidia mou pro-
pel kdamolog va okeptel. Aev Ba pmopoloe va UTIApXEL KAAUTEPO TtapAdelypa amo to Pac-Man.
Mepvape otnv emopevn dekaetia (90s - 6n yevid) kat n ayopd KupLeVETAL amo TG Sega (Saturn,
Dreamcast) kat Nintendo (Nintendo 64) kat ta pwta controllers pe Tnv oUyxpovn Hop@r) KAVouv
NV gPavior touc. To Nintendo 64 slodyel tnv atobnon t¢ d6vnong to 1996. AkoAouBoulv n
Sony kat n Microsoft pe to PlayStation 2, kat XBOX avtiotolya. To 2006 kukhopopel to Nintendo
Wii, e controller tou kataAaBatlvel KLVrogLg 0Tov XWpo, TIpooBETOVTAG Eva ETILIPOCOHETO KALVOTO-
go layer 8taépaong pe to mawyvidl. dtavovtag olyd olyd otnv dekaetia tou 2010 Tou ol triggers
0Ta XELPLOTHPLA TiLa Tipocappodovtal oto tatnpa (adaptive triggers) pe to XBOX One Controller
Kal otnv teAeutala yevid kovooAwv PlayStation 5 kat Xbox Series S/X pe to DualSense tng Sony
va TIpooépeL Tétola akpiBela oto haptic feedback mou o Ttaiktng Blwvel Slagopetiko controller
feedback avdAoya pe tnv emupavela.

Tehog £xoupe To PC Gaming Tou oL TtaiKTeg KATdA TNV CUVTPLITTLKA TIAELoVOTNTa Tatlouv P TNV
XPron MANKTpoAoylou Kat TTovTLkou.

‘Eva kowo 0AwV Twv Tiponyoupevwy; ‘OAa AapBavouv xwpa prpootd anod pia o8ovn, akopa Kat
otnNV TeplMTWon TWV PopNTWV KoVooAwv OTwg ta Game Boy, 3DS, PlayStation Portable, Switch
KATL. ZTnV Tepinmtwon opwg tou VR Gaming, pmaivelg peoa oto mayvidt kat Eapvikd o XELpLopog
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TIPETEL va lval 000 TILO KOVTA 0TV Tipaypatikotnta yivetal. Ta meplocotepa VR Headsets €pyo-
vtat padi pe el8ka hand controllers, ou xpnotpoToloUvtal yla TG SLaopeg AAANAETILEPATELC
ELOAYOVTAG £TOL £VAV KALVOUPYLO TPOTIO aAANAETSpaong Pe ta maxvidia. Zagvika pmopeic va
«TILAOELG» QVTLKELPEVQ, Va yuploelg TTOPOAA Kal va onpatodotroelg o tagl va otapatrioouv. OAa
autd elvat oAoéva Kal TILo ETILTUXNHEVEC EKPAVOELG experiential semantics.

Mpog to TTapoV XPNOLUOTIOLOUHE JOVO TNV Opach KAl TNV Akor| Kat EAAXLoTa TNV nNer) JE TNV véa
yevLd. To emOpEVO BewpnTiko Bripa elvat n eLoaywyn kat AAwV altoBroewv oTov XELPLOPO Kal TO
Blwpa, dnAadn to experience. davtaoteite va pmopoloate va HUPLOETE TO XopTapL Tou ALBa-
SLoU TIoU BplokeoTte, va yeuteite To Pwpl TTOU POALG ETOLUACATE 1) VA VIWOETE TNV KATAPPAKTWSEN
Bpoxn kat kpUO OTo &EPPa oag eMeLS 0ag TETAgav £EwW amod TO OTITL 0ag OTO TaLyVidL. AKOpa
Kal o€ auth tnv mepimtwon n Aoywkn Ba diemodtav amo ta logical semantics yia va oénynboupe
0€ AOYLKA CUPTIEPACHATA, N JOPYN) KAl TiLa HUpwSLA Katl Beppokpactia amo ta cultural ((€otn otn
HEON avatoAn) Kal n tomoBeTnon amod ta scenery (KATL TIou ylvetat nén meplmou Pe TeEXVOAOYLEG
OTWG to stereo sound, binaural sound, Dolby Atmos). AAAG PE auTr| TNV Katdpynon tng YPAppng
TOU oplou ToU B€TEL TO YUaAL TNg 086vVNG, Katd TNV oUVBECT) TOUC OTO GUVOALKO Blwpa SnAasdr
TO experience, Ba amoteAoVoav TNV TILo Suvatr EKYPAon TwV experiential semantics, To Tawyvist
Ba ywotav o Tpayuatikotnta Kat Ta poBArpata mou tapeAbovtog Ba €Svav tn B€on toug o€
Kawvoupyla Tou Ba potddouv Tio oAU e gkelva tng Tpaypatikotntac: Istwtikétnta, Al Intelli-
gence, Yyela, AlaxwpLopog petagu aAnBvou Kat TExVNTOU KOOPOU KATL. OPWG auta lval pia aAAn
Eexwplotr oulrtnon.

SYNTHESIS

AG TTAPOUPE yLa TTapadelypa pia oknvn paxng. Tnv wpa mou dtadpapatidetal o aiktng BopPap-
Sletal tautoxpova amnd TANpoYopleg TOAWY TIAPAYOVIWY PECW TIOANATIAWV interfaces. ApLKa
€xoupe ta visual triggers, Tou TeEpAAPBAVOUV TO OKNVLKO (scenery), TNV atpoo@alpa (scenery)
KAl TNV TIPOOTITLKN (experiencial). Ztnv 6la katnyopia cupmepAapBavovtal Kat Ta OTITKA EPE,
OTIWG SLdwopa dwpata otnv 08dvn ) orHaTa TToU UTIOSELKVUOUV aTIO TIOU TIPOEPXYETAL EVA XTUTINHA
(scenery), kat tautdypova pia visual avatpowodotnon (feedback) oTov TIALKTN OXETIKA PE TA OTA-
TLOTLKA Tou (Cwn, stamina KATL). Z&€ oAa auTtd BewpoUpE WG Kowo interface tnv 0Bovn.

OAa autd £pxovtal va cUPTANpwBOoLY, amo KATIoLd akoUoTLIKA epeBiopata (triggers), Tou TepL-
AapBavouy, pla évtog HouoLKkr uTtokpouaon (scenery), Stawopa sound effects (scenery) Ttou uTto-
SelKVUOULV TLG SPACELG TTou €lte ekTEAOUVTAL £(TE S€xovTal ATIO TOV TIAIKTN/XPOTN KAl PUOLKA
karola emnpoobeta background chatter/effect, ou otnv ouykekplpevn epimtwon Ba slval pw-
VEC Kal TIUPOPBOALoHOL KaBw Kal TIOAEULKEG EVTOAEG aTtd KATIOU ATIOPAKPUCHEVA WoTe va Slvetal
OVTWC N EVIUTIWGN TOU TIOAEOU.
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H SumAwpatikr) (Project Promenade)
TIatdel TTAVW oTa XVapLa Ttou xapa&e n
gpeuvntLkn (Project Nyx) kat xpnotuo-
TtoLel tnv peBodoroyia (Nyx theory of
semantics) KaL tn oxeSLAOTLKN YAwooa
MATRIX Ttou Ba e&etacoupe oto €MO-
LEVO PEPOG. Elval Tpaktikd n epappo-
yn NG £pELVAG.

Omwg, AoLttov, avagepape otnv apxn
TOU 20U PEPOUG, N KAAUTEPN TIAATYOP-
Ua yla mapouciacn autrg Tng EpEUVAC
elval ta nAektovikd mawyvidla (video
games) a@ou €XOUV TO MEYAAUTEPO
€UPOC AAANAETILEPACEWV KaL TNV PEYa-
AUTEPN aLoBnTnpLaKn «KATAVAAWGN».

Apopa eva Epeuvnuikd Keévtpo, to
HEDRON Research Center, mou 6a
“avol&el tig¢ mopteg” tou kat Ba ma-
POUCLACEL TOUC XWPOUG TOU PECA aTto
TNV Lotopla evog xapaktrpa, tou Max,
TIOU ATTOPACLOE VA gyypapel wg SOKL-
LUOG OTO €PEUVNTLKO TOU TIPOYPAMMA.
H wotoptla Ba avadelkviel tnv apel-
TIAEUPN 1 KAl TIOAUTIAEUPN LKAVOTNTA
TWV XWPWV (LLOC XWPOC, SLAPOPETLKN
guTiElpla o€ SLAWOPETLKN OTLYUN) TIOU

Snuloupyndnkav pe Bdaon tnv pebo-
SoAoyla tou Project Nyx, kat Ba Tpo-
opepeL pla epmelpla og popwn game/
Bivteo péoa amod tnv TpooTabeLa Tou
Xpnotn va EgpuyeL amo pia oAogva Kat
TILO AyXWTLKN Kataotacn. To mawyvi-
8L, Ba mapouclactel OxL WG eva amAo
gameplay, aA\d wg pla pive tawia/Bi-
VTeo, TepAapBavovtag sound design
Kal cutscenes.

2TO EMOPEVO Ke@AAaLo, Ba teBouv ta
Bepella yla tnv dnuloupyla plag pe-
Bodoloyia, plag y\wooag oxedlacpou
(Design Language), tnv MATRIX, pe tnv
ottola 0 xprioTNng apxLTeKTovag, Tal-
KTng, game designer, game developer
KA Ba pmopouv 1. va avaAucouv
XWPLKEC ePTTELpleg pe Bdon To Tpoa-
vapepBbev ocvotnua tagvopnong n/
KaL 2. va PITtopouV va oxeSLAcouV amo
TOV PNV TLG SLKEC Tou epTeLpleg. H
MATRIX glvat eva e€aLpeTiko epyaleio
yla Ta Tapamdavw Kal To UTIEPHPAVO
aTOTEAECPA OANG AUTNG TNG €PELVAC,
KaL EQAPHOYNG TNG.
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Welcome

Y TO TETAPTO PEPOC TIpooTtaboupe va palepoupe OAN TV Bewpla ou Snut-
oupynBnkKe kata to Project Nyx, Katl va TNV 0pyavwoOoUUE OE Epyalela WOTE
Va UTopEL va XpnoLUOTIOLELBEL YLa TOV ATIWTEPO OKOTIO TNG EPEUVAC TIOU
£lval N aVAAUCN UPLOTAUEVWY KAl O OYXESLACHOC VEWY XWPWV.

Me tnv yvwon tou Project Nyx o oxeblaotng n apyLteKTovag xeL Nén tnv
SuvatoTnTa va avaAUoeL Kal oyeSLaceL Ywpoug Pe Baon tnv Nyx Theory
of Semantics aA\d ota TAALoLa Tou Proejct Promenade, To Ttape eva Brjua
TaPATENA E TNV OLYPWTINPEVN SNULOUPYLA EPYOAElWY oxeSLACPOU Kal
avaAuong PE TNV popen plag oxedlaotikng yaAwaooag (Design Language),
v . To ovopa mnyadel amo TLC YWWOTEC Tavleg kal tnv Beuato-
AOyLaC TOUC £OCOV N Xpron TS YAwooag elval n emtuxng anodoon plag
EUBUBLOTIKNC EUTIELPLAC TTIOU ATTOPPOPAEL TOV XPNOoTn o€ pla vea texvln
TIPAYLATIKOTNTA.

Onwc eldape, N xpnon Tng Kupalvetat amo ov yparto AOYO LEXPL TOV OXE-
SLACPO TIALVLSLWY, TAWVLWY Kal (PUOLKA APXLTEKTOVIKNC.

KaAwaonpBate otnv



According to Project Nyx in order to examine or
create an experience we have to analyze its inher-
ited semantics into four (4) categories. The Logical,
Cultural, Scenery and Scemantics.

This does not mean that one semantic exclusively
belongs in just one category. We do not analyze ex-
periences in categories thinking that things are uni-
laterals. The exact oposite, our world and therefore
our experiences consist of multifaceted semantics
that constantly shape our reality and our percep-
tion of it.

We utilize this categorization system in order to
showcase semantics and ultimately study them
from different points of view. It is easier if you think
about these categorires as

or simply different points of view to examine one
same thing.

logical

cultural

scenery

experiencial



Y€ AUTO To PEPOG Ba SoUpE TOUG SLAYOPOUC TPOTIOUC UE TOUG OTIOLOUG
UTIOPOUPE VA avaTtapaoTr)COUUE TNV LE TNV Popyn €vog Tuto-
rial. Méoa amo auto to tutorial aA\a kat ta tapadelypata mou Ba ako-
AouBricouyv, Ba apoucLactouv Kat ot SLAWopeC AsLtoupyleg (functions)
NG YAWOoOoQG Kal TG auteg epapuolovtal. To tutorial mapouoialetal
yUpw amo tnVv amAovotatn evépyela «get attention» SNAAdN va tpeRn-
EOUPE TNV TIPOCOXN TOU XPHoTN

ApxLka £xoupe tnv technical view:

technical view

(. )
hite pr/ght )
W B | .
/ ight Imt;lﬁeenSIty bright
— L J
light Clow . )
| B S opacity — low
bImkmg intensity
light ~
[direction]
light

| ];a;tte fast n tec,hr,lical view Tpa-
X-object blink KTLKA ELVaL N TILO ava-
AUTIK  popen TG,
(pavepwvovtag OAo
TO TEYVLKO PEPOC TNG
KaL OAa epyaAeia tng,
input yla Tapadelypa TG
functlon variable input HETABANTEG Kal TNV
object eKyXwpnoteg (sliders,

RGB TILVAKEC KATL.).

Ytnv ouveyela Bplokoupe tnv simple view Tou xpnotportolet infograph-
iCS yla TNV oUVTOMN ATIELKOVLON TwV AELToupylwyv. Mla tetola popen
uTtopel SUVNTLIKA va oxeSLAoTEL Kal PE TO XEPL XwpPLg TNV Xprjon UTtoAo-
ylotn lowg ocuvodelovtag KamoLa concept arts.

simple view
light *
| +
[ . ] b
|
X-object



TeAOC £XOUPE TNV compact view, TIOU €lval KaL autr TIOU TIPOTELVETAL
yla commercial use, ivel OAa ta amapaitnta otolyela oTov KAAUTEPO
SUVATO XWPO Kal Elval TILo ypryopa Katavontr) otn Xprnon Kat avayvw-
on. Elvat n popyn mou Ba xpnonuoTIoLooUKE Kal ota Ttapadslypata
TIAPAKATW.

compact view
whi

color intensity

light
[ opacity

blinking
[
*
X-object
to X-object thus its generic, can

refer to a category

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

Mia honorable mention elval n puzzle view, elval L0 EUKOAWG KATAVO-
Nt O€ VEAPEG NALKLEC KaL KAVEL TNV OxeSLACPO TtalyVidL, autog Ba pTo-
pouoE va elval emiong Eva sLadpacTtikog TPOTIOC OxeSLACPOU OE VEOUG
(POLTNTEG APXLTEKTOVLKNG I game design.

puzzle view

o v

5
O e
L)

blinking

X-object



important call

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

light

person

*A

running
soun¢

less - - background
whit
color
ok
fast
. . o- telephone
bottom
left
- framing
INCreas- . .
|ng camera r|ng|ng
volume sound
|
direct loud
direction volume
Lg Eu Sc Xp

red
color

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.

*%

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
action.

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.

kA 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/
scenery function. Logical for the meaning this funtion
expressed and scenery for the placement in space. In
compact view this function



TEST CHAMBER
profiling

I_ - __| white
lights /-[ placement certe o ]
monitors —[%;angera ;?/c?c?n:,eﬁt ]— glass window —[viewing} test area
ootage
tv
blue on
I-[ color placement desk i
walls orienta-
0

| tion vide

on
placement

control room

(whiteboards

tv
- : ever -
display orienta- wh ere
calcula- tion video audible
tions :

Lg Cu Sc Xp




This IS

OAn autr) tn MAnpogopla tn cuykpotoupe os pla BLBAL-
06rKN cUVAPTNCEWY, XWPLOPEVEC E BAoN TLC KATNyopleg
TIOU QVNKOUV. ZKEPTELTE TO 0QV eVa PLKPO AEELKO TIOU CUVE-
XW¢ epmAoutidetat. Onwe oTLC YAWOOEC TIPOYPAPUATIOUOU
£TOL KAL OTNV OXESLACTLKN KAl CUVBETLKN YAWwooa

N BLBAL0BNKN elval to onuelo avagopd yia tnv Aettoupyla
Kal XPrjon TNg Kat amoteAel eva epyalelo oyedlacpou kal
£Va UECO OUYKPOTNHEVNC PEAETNG TNG.
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H oe kapla meplmtwon dev Bewpeltal oAokAnpwpevn,
Tap’ ON auta OTWC PAVNKE Kal arto To Project Promenade, ewvat
o€ Beon va yxpnoldomolelBel amoteAeopatika. O OKOTIOC auToU
TOU TETAPTOU PEPOUC WE KATAKAELSQ TNC EPELVAC EEKLVWVTAC ATTO
10 Prokect Nyx peow tng Nyx Theory of Semantics (NTS) €wg To
Project Promenade, elval va Beoel ta BepeAla yia YETETIELTA UE-
AETN Kal avamtnén evog TIPOYPAUATOC yld TNV aTelKovNon Kat
TEAKN xpnon tng MATRIX, TTou TIPOC TO TIAPOV EeeUVEL aTto Ta
OpLa AUTNC TNG £pEUVAC.
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