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Meplypaen

H Biopnxavia Twv video games €kave TNV NpwTN TNG EUPavion to 1945, eva 1o 1970
€kave 101AITEPWCG alobnTr TNV Napouadia TnG oTo Kolvo. AN TOTE PEXPI Kal CAEpa
Ta video games anoTeAolv avanocnacTo KOUUATI TNG oUyXPovnG KOUATOUPAG, EVM O
apXITEKTOVIKOG OXeQIA0MOG PAivVETAl Va AOKEI EVTOVN €NIPPON 0TO game design WeE TNV
aenynon va anoTeAEi 0TO CUVOETIKO KPiko PETAEU Twv dUO KAl TO CUCTATIKO OTOIXEIO
nou vonuaTtodoTei kal evOUVAUWVEI Tn OXEON TOUG. 3TIG NMEPIOCOOTEPEG MEPINTWOEIG,
OUWC, AVAPEPOUATTE GTNV ENIPPON NMOU ACKEI 0 APXITEKTOVIKOG OXEDIACTUOC OTO game
design kai oxI 1010ITEPWG OTO AVTIOTPOPO.

H napoUoa epeuvnTikn epyacia €€etalel Tn onuacia TnG a@rynong oto game design
WG KOIVO OTOIXEIO PE TOV APXITEKTOVIKO OXEDIAONO KAl KaTd noco 6a pnopoUcape va
MIAGUE OXI Yia pia HovOnAgupn, aAAd yia pia apgidpopn Tpopodoaia peTa&u Twv duo.
H apnynon dev anoTeAei pia HovonAgupn ouvenkn, kaBwg dieyeipel Tn pavTacia TOoo
TOU a®nynTn 000 Kal Tou akpoath. Opoiwg, n agrnynon TOCO OTOV APXITEKTOVIKO
oxed1a0PUO 000 KAl 0To game design €xel WG 0TOXO va JIEYEIPEl TO VONTIKO KOGHO TOOO
TOU MopmnoU 000 Kal TOU JEKTN, EVW CUYXPOVWG AMOTEAEI TO CUVOETIKO Kpiko PETAEU
TOouG. M&oa and Tnv €KNOVNON TNG OUYKEKPIUEVNG €pyaciag népa and Tn OIAAEKTIKN
ox€on WETAEU apyITEKTOVIKOU oxedlaopou kal game design TovileTal kal n onuaacia
TOUG WG KOUMATIA MOAITIOPOU HE To id1o To naixVvidl va anoTeAei nnyr noAiTiogol ano Ta
npwTa Xpovia uNap&ng TWV KoOIVWVIWV.

NEEEIC KAEIOIQ: APXITEKTOVIKOG OXeSIA0UOG, game design, ap@idpoun Tpo®odoaia,
agnynon

Description

The video game industry made its first appearance in 1945, while in 1970 its presence
was exceptionally noticeable by the public. Since then and until nowadays video games
are an integral peace of modern culture, while architectural design seems to have a great
impact on game design with the narrative being the connecting link between the two and
the component that gives meaning and strengthens their bond. In most cases, however,
we refer to the influence that architecture has on game design and not particularly the
other way around.

This research paper examines the meaning of narrative in game design as a common
element with architecture and whether we could speak not of a one- way, but of a two-
way feed between the two.

Storytelling is not a one-sided affair, as it stimulates the imagination of both the story-
teller and the listener. Likewise, storytelling in both architecture and game design aims
to stimulate the mental world of both the sender and the receiver, meanwhile it is also
the connecting link between them. Through the elaboration of this work, beyond the di-
alectical relationship between architecture and game design, their importance as pieces
of culture is emphasized, with the game itself being a source of culture from the first
years of societies' existence.

Key- words: architecture, game design, two- way feed, narrative/ storytelling
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EI0AYWYN

Ano To 1947 pe TNV NpWTn €UPAVIOR TOUG WEXPI KAl T ONMEPIVA €noxn
Ta video games €xouv dIAUOPPMOEl Kia MOAU 10XUPA Blopnxavia ouvexwg
avanTtuooopevn. EidIkoTepa, YETA and Tn HeYAAn €kpng&n TnG dnuoTIKOTNTAG
TOUG WETA&U Tou 1970 kal 1980 kaTtéhaBav pia KaTaAuTIkr B€0n wG Hop®n
d1a0kEdAONG, VW €yivav KOWKATI TNG oUyXPovnG KOUATOUPAg oXedov o€ 6Ao
Tov KOOUO!.

KaTd Tn didpkeia TngG €EEAIENG TNG Blounxaviag peyalo poho énai&e n cupBoAn
TOU apXITEKTOVIKOU oxedlagpou. O apXITEKTOVIKOG OXedIAOUOG DV anoTeAE
MOVOo €va oknVIKO yia TNV €KACTOTE €IKOVIKN MOAN Twv video games, aAAa
€MOIWKEI va OUVOPAE! PE TETOIO TPOMO WOTE TA YNPIAKA auTd nepiBailovra
va eKnEPnouv pia 1600 auBevTikn aioBnon 000 auTh Tou npayuartikou
KOOMOU. EEAAAOU, G€ NOAAEG MEPINTWOEIG TO WNPIAKA XTIOPEVO NEPIBAAAOV
€ival ekeivo To oToIXEi0 NMou AsiIToupyei WG napdyovrag KAeidi2, GUUBAAAEI
oTnv agnynon kal kavel onoiodnnote video game a&lopvnuoveuTo Kal
ayannTto. AANwaoTe, 6nwg eEnyei kal o Thiago Klafke, oxediaoThg ynelakwv
nepIBaAOVTWY, €va Kahd oxediaopévo nepiBaiAiov €xel Tn dUvapn va Pnopei
va peTadwaoel akdua kal Tnv nio apudpn aiobnon?3.

H aprynon, Aoindv, @aivetal NwG anoTeAei To CUVOETIKO Kpiko HETASU
apxITekTovikoU oxediacuoU kal game design pe Tnv idia va nnyadel anoé auta
Kal va Ta vonuaTodoTei. STIG NEPIGOOTEPES NEPINTWOEIG OUWG aAvVAPEPOUAOTE
TNV EMIPPON MOU ACKEI 0 APXITEKTOVIKOG 0XedIAOUOG oTO game design Kai
ox! 101aITEpWCG OTO avTioTpo@o. H napouca epeuvnTikn epyacia eEeTalel
Tn onuacia TnG agnynong oto game design G KOIVO OTOIXEIO HE TOV
apxITEKTOVIKO 0XedIAONO Kal KaTd nogo Ba pnopouacaps va PIAGue oxi yia pia
HovonAgupn, aAAd yia pia apgidpopn Tpogodooia HeTau Twv duo.
MpoKeIpEVoOU va yivel KAaTavonTr n onupacia Tng aprynong wg oUVOETIKOG
Kpikog PeTA&U Twv dUOo oxediaopwy Kal Kat’ enékTacn n aAAnAenidpaacn Toug,
OTO NpWTO KEPAAalo diveTal o opIoHOG TNG apriynong €v yével, aAAa kal
oTo idlo To game design €€nywvTag Tnv avaykaidtnTd Tng otn dnuioupyia
(PavTaciak®v KOOUwV. STo JeUTEPO KePaAAalo Sigpeuvdaral n onuacia Tng
agriynong oTov apxITEKTOVIKO axedlaauo divovTag ugacn oto The image of
the city Tou Kevin Lynch. Méoa ano auto sEetaletal nwg n kKaBapoTnTa Tng
€1KOVAG TNG NOANG OTO HUAAOG €Keivou nou Tn BIWVEI PNopei va diIapopPwaoEl
Jia nio oagn agnynon. =Tn ouvéxela, HECw Tou napadeiypatog Tou Grand
Theft Auto €€etaleTal av pnopei n Bewpia Tou Lynch va edpaiwbei kal oTa
nAaopatikd nepiBdAlovra Twv video games evioxUovtag TO YEYOVOG OTI
TOUG aOKeiTal gnippor] and Tov apxITEKTOVIKO OXedIaopd Xwpig, OMwWG, va
au@iopnTeiTal To avTioTpo®o.

3 To idio.


https://en.wikipedia.org/wiki/Early_history_of_video_games
https://www.archdaily.com/938307/from-backdrop-to-spotlight-the-significance-of-architecture-in-video-game-design
https://www.archdaily.com/938307/from-backdrop-to-spotlight-the-significance-of-architecture-in-video-game-design

2.1 0 opIopdS NG APryNong

design

n agriynon oto game

“"H apnynon eivar “Texvn” Tou xpovou. Anavrad o€ epwTnuUara Tou
TUMoU "nw¢ ouvefn 1o X n “nc'uc; oupupBaivel,
ekTUAiooeTar To X”.

—. NoAiTng *

O 0pog «agnynon» €&xel epUNVEUBEl Pe BIAMOPOUG TPOMOUG. SUVENWG,
EUNEPIEXEI VA EUPU PATHA EVVOIWV NMou NoAAoi BEwpnTIKOi £X0UV NPOCEeyYIioEl
npoadidovtag diapopeTikoUG opIopoUG anod SIapoPETIKN ONTIKN ywvia Xwpig
va €oTialouv Og Pia POvVo €vvola®, aAAd o€ noikiAia autwve. MapoAa auta,
n aenynon avagepetal NPWTIOTWG 0 KABE NPo®OpIKN 1 ypanTh napabeon
npayuaTikwv n HUBoAoYyIKWV YyeyovoTwv. Asv apopd kal de ouvdEeTtal
anokAEIoTIKA PE TN AoyoTexvia kal Tn yAwooa, aAla anavTtartal og d1dpopeg
HOPPEG TEXVNG KaBwg evTonileTal kal oTnv kadnuepivoTnTa. Katd Tov Gen-
ette’ n aprynon diakpiveral Pe TpeIG dIaPOPETIKEG Evvoleg. KaTa pia évvoia,
Aoinov, n agrynon anoTeAsi Tov TPOMO yia va Neplypapei éva yeyovog n
Hia O€1pa YEYOVOTWV YPanTwG N NpopopIKwG. KaTtd pia aAAn €vvola, apopa
Tn S1adoxn YeyovoTwv, MPAyuaTikwv f MAACOPATIKOV MNOU dnoTeAoUV TO
AVTIKEIPEVO TNG aPrynong kabwg kai Tig S1APopeG OXETEIG TOUG, akoAoubiag,
avTiBeong, enavaAnyng kAn. TEAoG, n a®rynon avageperal otnv npagn
€Keivn KATd Tnv onoia Kanoliog €§IoTopei yeyovoTas.

H apnynon €€apTtdTal onuavTika anod To XpOvo nou Kat’ enEKTacn ovouddleral
apnynuaTikog xpovog. O Xpovog auTdg eEapTaTal and Tn oeipd Pe TNV onoia
€MIAEYEl O APNyNTNG va napoucidosl Ta yeyovoTa. 'ETol n agpriynon Baocel
XPOVOAOYIKNG OEIpAG Pnopei va ivat:

. Fpappikn n linear apriynon

3TNV NepIiNTWOn autn Ta YeyovoTa nou &§ioTopouvTal napouaialovrai
ME TN Oglpd nou yivovTtal, dnAadrn undapyel XPOVIKn oOegipd Kal aAAnAouyia
YEYOVOTWV. AUTO Onpaivel Nwg Ta yeyovoTa peranndouv and To A oto B, and
TO0 B oTO I KOK.

. Mn- ypappikin /| non- linear

Ta yeyovoTa dev napouacialovtal Ye Tn O€ipd Mou €yivav, kabwg pnopolv
va napepBailiovral avadpopég oTo NnapeABov i va yiveral Xpron kal aAAwv
HEBOSWV Nou pnopoUv va aAAGgouv TNV KAvoVviKr por TWV NpayuaTwy.

. Np63popn agriynon

Kata Tnv apriynon o apnynTnG avagEPETal €K TWV NPOTEPWV OE YEYOVOTA
nou npokeITal va ouppolv aTo PEAAOV.

4 MoAiTng, révn kai Eidn Tou Adyou- Apriynon. 2006

5 'Onwg avapéperal Exouv dobei dIaPopPETIKOi OpICHOI yia TV agrnynaon. MNa

T0 YAwoooAoOyo Viadimir Propp(1968) n aprynon opileTal wg To €idog Tou AOyou mou
npaypaTeleTal Tn peTaBacn and pia KaTaoTaon igopponiag otn pAEN Kal NaAl niow oTtnv
I0opponia. Ma To AoyoTexvikd emotriipova Algirdas Julien Gremas(1966) n agrynon anoTeAei
€va onuaivov 6Ao agou yiveral avTIANTH HECW TWV OXECEWY MOU CUVANTOUV Ta dpwvTa
npoowna.

6 ManadonouAou, Kpitripia apnynUaroAoyika oTov €Agyxo TNG LETAPPAonG
AOyoTeXVIKQV Keluévwv: H nepinTwon Twv Svevo kar Pavese. 2013: 8,9

7 Genette, Sxrjuara III. 2007: 85, 86

8 Manadonouhou, Kpitripia a@nynuatoAoyikd oTov EAEyxo TnG LETAPPAonG

AOYOTEXVIKQV KeILEVwY: H nepinTwon Twv Svevo kai Pavese. 2013: 9
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310 game design n aenynon npoadiopilel
Tn doun TNG IoTopiag Kal Ta aTolXgia nou TNV
anaptifouv, dnAadn Tn Bepatikn TNG, TNV
nAokr, TOUG XapakTApeg, TNV aiocbnon. ©a
pnopouUoe va enwbei Nnwg Ta naixvidia givai
10TOpiEG, OPWG KATa KUplo Adyo BacilovTal
0€ QUTEG AVTAMVTAG Kdl €10AyovTag OTov
nuprnva TOUuG OToIXEid and auTég. To
oKakKI €ival éva napddeiypa naixvidiou
€UPEWG YVWOTOU TO OMoio  E€XEl
OTOV nuprAva Tou HId MNOAU anAn

apnynuarikn - npocgyyion®.

Se pia enipaveia kavapou
. 8x8 nou opilel £EAvTa
U TEOOEPA TETPAYWVA

©  JlaQOopeTIKOU  XPWHATOG

evaAAa&(okakiépa)
oTAvovTar Ta Tpiavta duo niovia,
dekag€) yia kabe naiktn, Ta onoia &ivai ol
NPWTAyWVIOTEG Tou naixvidioU. To kaBéva
and auTa €xel To JIKO TOU TPOMoO Kivnong
o€ OTNAEG, YPAUMEG Kal dIAYWVIEG, O OMoiog
€pappoleTal yia kabe OpoiI6 Tou. Kanoia
€xouv Tn duvaroTnTta va kivnboluv HoOvo
NpoG TA €EMUNPOG KAl €XOUV MNEPIOPICHEVO
apibud BnuaTtwv, evw GAAa, Ta onoia
pnopolUv  va KivnBoUv €unpog, niow,
diaywvia akopa kai og popepn I, €xouv Kal
nio 10XUpO pOA0 AdYyw AUTAG TNG MoiKIAiag
KIVAOEWV OTO TApmAO. ZuyxpoOvwg, Ta
OUYKEKPIYEVA MIOVIA anoKToUV ovopacia
KAaT nou av kai 8¢ Ba nTav anapaitnTo
yia Tn diadikacia Tou naixvidiou, divel pia
véa aenynuarikn diactacn oTo naixvidl
oTPATNYIKNAG, KaBwg polalel e €va oTpaTo
nou paxerar.

9 Tiemersma, Video games and architec-
ture: An extensive account on video game theory
and the possible application of this theory in archi-
tectural design. 2014: 11

chess illustration IIT

AkOpa Kalr o fXoG Mou KAavouv Ta niovia
kabwg kivouvTal and Tn uia Béon oTnv
AAAN unopei va xapakTnpIioTei wg éva PETo
agpriynong omnou ol Mo anopacioTIKEG Kal
0iyOUpEG KIVIIOEIG KAVOUV NEPICTOTEPO MXO,
EVW Ol Mo SIEPEUVNTIKEG €ival nmOTEPWV
Tovwv. Enopévwg, n kabe véa naptida
anoTeAEl Wia véa agprnynon n onoia opilerai
ano TIG anogaceig nou Ba ndpouv ol duo
naikTeg kal Tov TPOno He Tov onoio Ba
METAKIVAOOUV Ta niovia Toug. H ioTopia Ba
eInwOei 51aPOPeTIKA yia Tov KABe naikTn
agou n guneipia Kalr o TPONog Pe ToV onoio
Tnv BiwVel Kaveig gival EexwpiaTn.



™ T

m“imnn
v YW TRN SR
Tl £ A

2.2 n diadpaon Tov gameplay
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Pac-Man gameplay 11

To gameplay anoTteAei Tn diadikacia Tou va nailel kaveig. MpdkeiTal yia Tn ogipd Twv
YEYOVOTWYV, KaBopIoPEVWY anod Toug Kavoveg, TNV NAoOKN Kal Tnv aAAnAenidpaon
TWV NAIKTOV PE TO Wn@iakd nepiBaillov Tou naixvidiol, Ta onoia gAkUOUV Tov
naikTn kal Tov wbolv va aocxoAnBei nepaiTépw pe auto®. MapodAa autd, dev eivai
To Povadikd ouoTaTiko OToIxEio evog naixvidioU. To gameplay ouvundapyel Pe To
storytelling. Eival onuavTiko, Opwg, va yivel and vwpig n diagoponoinon WeTaglu
gameplay kal storytelling, kKaBwg o€ OPICUEVEG NEPINTWOEIG OI £VVOIEG UMOPEi va
TauTifovTal 0To HUAAOG KAMOIWV KI WG €K TOUTOU NPOKUNTEl Wia ouyxuaon.

Eneidn, Aoindv, unapxel €va Peyalo kevo peTa&l Tng agnynong(storytelling) kai
Tou idlou Tou gameplay wg euneipia, To gameplay kal n 1oTopia ouvnBwg eivai
dUokoAo va ouvTaipia&ouvtl. Auto oupBaivel dI0TI OTAV NPWTN NEPINTWoN, dNAadn
auTn TNG apnynong, NPOKEITAl YIa WIa ypaupika opyavwpévn kataotaon(linear)
n onoia €ival Mo ANOTEAECUATIKN OTAV AEITOUPYEI KAT' AUTOV TOV TPOMO, EVW
n SeUTepn NEPINTWON €xel va KAVEl PE Wia pn ypauuikn katactacn(non-linear)
n onoia otoxeluel otnv aAAnAenidpacn pe To XproTn. Mpokeipgévou, Aoindv, va
undpxel €vag opalog didAoyog HeTaEU Twv dU0 NOAAEG PopEG oI game designers
oxedialouv 10Topieg Je NANBWPA EMAOYWV YIa TO TEAIKO ANOTEAECHA KAVOVTAG TO
naixvidl nio diadpacTiko. Map’ dAa auTa, pia T€Tola diadikaacia ival capws apKeTa
SUokoAn kabwg ol designers OxI WOVO MPENEl va 0pyavmoouv a@nynuaTika kai
oxedlaoTIKA TIG €MIPNEPOUC 1I0TOPIEC, aAAG Kal va divouv vonua oe kabepia ano
QUTEG TIG eMIAOYEG!Z. AKOUA Kal OTOV ApXITEKTOVIKO oxediaopd Ba ftav dUokoAo
MéXp! kal aduvaTto va npoPBAe@Bolv 6Aa Ta nmiBavd osvdapia evog £pyou Kabwg
0€ NOAAEG MEPINTWOEIS O KOOWOG (aiveTal va aglonolei kabe €pyo pe SIKO Tou
Tpono. Adyou Xapn, iowg Kai va unv nepvoUoe NOTE anod To JUAAO TOU apxITEKTOVA
nou oxediale To XWPO YIa Hia KAEIOTA Adikf ayopd nwg ev TeAel Ba a&lonolouTtav
WG XWPOoG oTaBpeUONG oxXNUATWV evog KTEA. AuTo To oevdpio 6a pnopoloe va
epunveuBel wg €va desire path!3, kabwg o1 avaykeg Tou KTEA dnuiolpynoav Tn
OUYKEKPIJEVN ouvOnKn.

H napandvw nepinTwon 6a pnopolos va napopolacTtei pe éva game glitchs,
Mpodkertal yia éva BpaxUpio AdBog og €va guoTna To onoio diopBwveTal JOVO Tou
divovTag éva véo anoTéAeoua népa and auTo yia TO OMOIo EiXE MPOypaAPMATIOTE
€€ apxnc. TéTola o@aAuaTa ival ouvnBeg PaivoUevo OTIG NEPINTWOEIG TWV video
games KaTtda Ta onoia NPokUNTEl pia véa gkdoxn Toug. 'ETOI Kal 0TO NponyoUUEVo
napadeiypa n npwTioTn 10€a avTikataoTadnke and €va véo Osvapio nou Oev eixe
npoBAepBei AAAG NPOEKUWE WG TO AMNOTEAECHA €VOC APXIKOU «OQAALATOG».
Kanoiol pnopoUv va ioxupioTouv OTI ds BacifovTtal 6Aa Ta naixvidia oe kanoia
apnynon. Kair npayupati o 10Xupiongdg autog (aiverar va eivar Bacipog. lNa
napadelypa naixvidia onwg To Tetris, To Snood, To Pac-man apopoUlv NePINTWOEIG
anA®v graphic games nou dev avapelyvlovTal Je TNV a@nynuarikn €kBeon kai
To storytelling ndn anod To oxediaouo kai €€ opiopol. BERalia dev eival Aiyeg ol
NEPINTWOEIG KATA TIG OMOIEG Ol id101 01 XPNOTEG BATEI TNG AvAYKNG TOUG yia KAMolo
apnynuaTikd undépabpo, evepyonoliwvTag Tn @avracia Toug, dnuioupyolv TIG
SIkEG TOUG ekdoxEG®. 'ETol, vonuatodoToUvTal QuTEG Ol MEPINTWOEIG MOU HEXP!
npdTivog dev €ixav va nouv pia ioTopia. Kat’ enéktaon, ol NaikTEG wG aPnynTEG
31auOpPWVOUV TNV aPrlynon nou smbupouyv.

10 Berger, Dramatic Storytelling & Narrative Design A Writer’s Guide to Video Games and
Transmedia. 2020: xviii

11 Tiemersma, Video games and architecture: An extensive account on video game theory
and the possible application of this theory in architectural design. 2014: 11

12 Schell, The Art of Game Design. 2008: 267

13 KUPIOAEKTIKG MPOKEITAl yia HOVOMATIa Ta onoia £Xouv NPokANBEi wG oUVEnEla TNG

S1aBpwWoNG Nou €xel UNOOTEI €va £3agog, kabwg éxel NepnaTnOei enavelAnuuéva ano Tov avlpwno

n kai Ta {wa €EaiTiag TNG avaykng Toug va dnIoupynoouV vEa PoTIRa Kivnaong oTo Xwpo. TN
OUYKEKPIMEVN MEPINTWON 0 OPOG XPNOIKOMOIEITAl YIa va NEPIYPAYEl Hia ouverkn nou BacileTal oTig
£KAOTOTE AVAYKEG.

14 To tumblr npo®iA No wrong way to play anoteAei éva blog nou avaptouoe didpopa
gameplays ano video games ota onoia cuvéBaivav didgopa games glitches kal npoékuntav
aouvnABIoToI TPOMOI YIa va NaIXTel To EKACTOTE NaiyVidl.

15 To Pac-man, yia napadeiypa, ival gia nepintwaon naixvidiol yia To onoio €xouv enivonoei
S1ApOPEG I0TOPIEG and TNV NAEUPA TWV XPNOTMOV.
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2.3 world creation

O1 game designers dsv a@nyouvTal anAwg I0Topieg, aAAd dnuioupyoUv KOGOHOUG.
H dnuioupyia kdéopwv npolnapxel oe BewpnTikO €ninedo AdN anod Tnv enoxn
Tou ‘Opnpou kar Tnv Oduooeia®. Tuppwva pe Tnv A. Koulounn «Ta Tonia
NG OdUOoOEIa¢ OuVIOTOUV MPOoIOV-AanOTEAEOUA MOAITIOUIKWY KATAOKEUWY TNG
diadikaoiag eavraociwong TnG UvnungG ite Tou OUnpou, ite Twv OUNPIKWV NPWWV
(Tou OdUOTEa 1) TWV AAAWV NPWWV Mou apnyouvTal JEoa OTo £rn1ogl7.)»18, Koouol
NAQOMEVOI AOYOTEXVIKA and TOUG CUYYPAYEIG YIa TIG AVAYKEG TNG APrynoNG Toug
nou anoTteAoUV ano Povol Toug SUVANIKEG OVTOTNTEG OTO MAQICIO TOU (pavTaciakou,
EVW €YOuv Tn duvaTOTNTA VA UETAPOPPWVOVTAl HE HEYAAN eueAifia. 'ETal, ol
KOOUOI auToi mou AAAoTe neplopifovrav OTn ogdipa TnG gavrtaciag anokTouv
wneiakn unoatacn. O1 KOoWol, Aoindv, MOAAEG QopEG dnuioupyouvTal yid va
unoatnpiouv TIg I0Topieg nou Ba diadpapariovTal oe auToUC®. S NpwTN PAacn
0l VEOI KOOWOI KaTa To oxedIAoUO TOUG OTOXEUOUV va nouv KATl yia autolg nou
Toug Biwvouv. Molol gival auToi ; Mwg Jouv; Ta KUpIa Kal NPWTAPXIKA GTOIXEia
auTtwv Bacifovral og auTr TN Aoyikn. MANPOQOPIEG yia TOV KOOHO auTo nou dev
eEeAiooouv anapaiTnTa Tnv I0Topia pnopoUV va GUVEIGPEPOUV OTO UPOG Kal TNV
aTpOoPalpa TOU KOOHOU akOHa Kdl OTNV €IKOVa TWV XApaKTAPWV Onwg Toug
avTIAauBaveral o napaTnPnTnGc.

H npokAnon epwTNUATWV YIa TOUG PavtaoTikoUg kdopoug dev €ival kAT nou
ouvavTaral poévo ota video games. Towg, ev TéAel, unopsi va sinwBei nwg
aenynuaTika uloBeTouv Tn HEBODO AOYOTEXVIKWV EPYWV. € £€va Keievo pia AEEn
unopei va aAAa&el oAdkAnpn Tnv aiobnon nou dnuioupyeiTal oToV avayvworn.
MNa napadeiypa, oto €pyo Tou Robert Heinlein Beyond this Horizon?!, avTi yia Tnv
€Kppaon «n NopTa €KAeIoE» XPNOIKOMOIEiTAl N EKPPaAcn «n NopTa d1acTaABnKe».
AUTO OXI HOVO UMNOVOEi Hia dIaQOPETIKN APXITEKTOVIKI MPOCEYYION, aAAd Kai Jia
KOIVWVIaQ apKETA TEXVOAOYIKA €EEAIYHEVN OMOU TETOIEG NOPTEG €ival duvaTod va

16 H OdUooeia anoTeAei éva quest narrative. MpokeiTal yia éva €idog apxaiou kai NoAu
YVWOTOU AOYOTEXVIKOU €i50UG KATA TO 0Moio 0 NPWaAg ekivael Eva Ta&idl NPokKeIPEVOU va enTeuxOei
0 0TOX0G TOU.

Howard, Quests Design, "Theory, and -History in Games and Narrative", 2008: xi

To quest narrative 8 cuvavTaral govo atn AoyoTexvia, aAAd Kai o€ MoAAG ouyxpova video games.
EvTtonileTal ouxva oe role-playing games, dnAadn naixvidia poAwv Kai oe online games noAAanA®v
naiktov (multiplayer).

17 Ourjpou Odvooeia.

18 KouZounn, '‘®YSIKA’ TOMIA THE OMHPIKHS OAYSSEIAS: AIEPEYNQNTAS TIS AOMES
KAI TA OPIA TQN [MONITIZMIKQN ENAMOOGEZEQN >THN OPEIA TOY NOZTOY TOY OAYZZEA.
2017: 17

19 Wolf, BUILDING IMAGINARY WORLDS: THE THEORY AND HISTORY OF SUBCREATION.
2012: 29

20 270 idI0.

21 Mpokeital yia €pyo nou dnpoaielTtnke o dUo pépn ato Astounding Science Fiction oTta

TeUXN AnpiAiou kal Maiou Tou 1942 kal apydTepa o€ pUBIoTOPNHA To 1948.

] ,|1@
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unapyouv?, Ki éneira npokUNTouVv KiI GAAQ €pWTAMATA KAl OKEWEIG ONwG : Mari
auTEG ol NOPTEG Kal OXI KAnoleg AAAeG; BonBouv aTtnv g€oikovounaon xwpou; Kai
iowg va pnv eival Xe1pokivnTeg aAA@ auTopaTonoinuUEVeg kal apa xpeialovral pia
nnyn evépyelag. Kai Ti €xouv va Aéve 6Aa auTa yia Toug avBpwnoug nou Jouv o€
€vav T000 eEeAIyHEVO KOOHO;

O1 qavTaaTikoi kKOoWol unooTnpilouv, evioxUouv kal ennpsalouv TIC anopAacelg
Kal TIG Npa&eig Tou naikTn. Auto, BERala, €ival eQIKTO OTav 0 KOOMOG Mou EXEl
dnuioupynBei avranokpiveral aTo story kal 8 AeIToupyei anA®G wg d1aKoouNTIKO
aToIxeio, aAAd evioxUel To pUBo. H agriynon anoteAsi To kUPIO OUCTATIKO
d6uNOoNG NOAAWV QAvTacoTIK®V KOGHWV I akOha Kal To AOyo xapn OTov oroio
unapyouv €€ apxng. MoAU cuxva ol koouol oxedialovTtal yia va Bacifovral oTnv
€KACTOTE APrynon, evw eEgAicoovTal S1apk®G KaBwg N apriynon KAIHAKOVETal.
SUyXpoOvwe, Ta acTikd nepIBAAAovTa TWV NAACHATIK®V KOOHWV AEITOUPYOUV WG
€va KaBpEPTIONA TWV EVEPYEI®V TWV NAIKTOV WECA o€ auTov. Ma napadeiyua,
avTi va nepiypagei n Xpnon €vog KTnpiou, Neplypa@ovTal ol EVEPYEIEG EVOG
aTOMOU PEDA OTO KTMPI0Z, Nwe Ba evePYNOEl O £va XWPO ME AVENAPKN QWTIOHO
N nwg 8a aiobavBei akdua kai o id1og 0 NaikTng 6Tav 0 XapakTRPag Tou MnpEnel
va nepidiaBei €va oTevd népacua yia va AaBel Ta Aagupa Tou. «Ta TexvnTd
apXITEKTOVIKA AVTIKEIUEVA apxIKd nopei va poialouv w¢G €va anAo OKnviko,
OuwG kabw¢ Ta video games e&eAiooovTal TOO0 n APXITEKTOVIKN AMOKTd LId
noAunAokoTnTa kai autovouia. To NAQouatiko rnepiBAAAov kai Ta apxITEKTOVIKA
avTikeiueva pe ta onoia aAAnAsmdpd o naiktnc nailouv onuavtiko poAo aTov
kaBopiouo TNG aTuéoPaipag Tou video game, onwg Exel Kai 0TNV NPAyUaTikoTnTa,
EVW OUYXPOVWCE EVIGXUOUV TNV a@nynon?*».

Av avapwTtnBoupe akoua kal Twpd, Aoinov, Ti gival To world creation 1 aAAwg
world building pnopouUpe va To Bacicoupe aTov opioud Tou Jeff Prucher wg «7n
dnuioupyia evog pavTaoTikoU KOOLoU Kabwe kai TngG yewypapiag, tng BioAoyiag,
TNC KOUATOUPAG TOU K.d.?6», AUTOG 0 oplonOG pag napangunel otov Mark Wolf
KaTa Tov onoio o BacikOG KOOWOG XwpileTal o Téooepa Baaileia r realms?” 6nwg
Ta avagépel o id1o¢, Ye agla ava@opag os auTo TO ONMEIO TO OVOUAGCTIKO 1) nomi-
nal kal To NoAITIoTIKO 1 cultural realm. To NnpwTo Napanéunel oTo deUTEPO KABWG
«n véa yAwooa unovoei véa KOUATOUpa®», 'Eva napadelypa game nou €xel Tn
SIkn Tou yAwooa €ival n osipd naixvidiov Sims Onou ol XapakTrpeG €XOUV Tn
SIKNA Toug povadikn YAWOoOoa Kal ENopévwe 8a pnopoUoaps va noUue Tn SIKA TOUuG
KoUATOUpa Kal ouvnBeIeg.

22 Wolf, BUILDING IMAGINARY WORLDS: THE THEORY AND HISTORY OF SUBCREATION.
2012: 32

23 Totten, Game Design and Architecture, Thesis Master of Architecture. 2008: 8

24 Sabdu, Exploring Virtual Dystopias. A study of architectural stagecraft and narrative in
video games. Case study: Valve’s Half-Life 2.2020:70

25 MpokeiTal yia AeEIkoypa®o Kal ouvTakTn Tou ayyAikoU Aeg€ikoU Tng OEPoOpdng He
OPICHOUG EUNVEUTHEVOUG and TNV EMICTNHOVIKN pavTacia.

26 Prucher, Brave New Words, The Oxford Dictionary of Science. 2007: 291

27 Ta aAAa duo Baocikeia gival To uUOIKO 1) natural kal To ovToAoyIKO 1) ontological.

Wolf, BUILDING IMAGINARY WORLDS: THE THEORY AND HISTORY OF SUBCREATION. 2012: 35
28 « a new language usually implies a new culture».

Wolf, BUILDING IMAGINARY WORLDS: THE THEORY AND HISTORY OF SUBCREATION. 2012: 35
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2.4 XapTEG

"I wisely started with a map, and made the story fit."
—J.R.R. Tolkien®

SNUavTikO KouuaT ortn dnuioupyia Tou naixvidiou eival
ol xapTeG. 'ONwG KAl OTO NPAypaTikdé KOOWO €TOl Kal OTd
nAaopaTikGd nepiBdAlovTa Twv video games anapaitnTn
eival n duvaroTnTa €UKOAOU MNpooavaToAigHoU, &V VYEVEI
kivnong kar nepinynong. O1 xaptec® anoTteAolv TO WECO Yia
va eniTeuxBei KATI TETOl0. Mia g€Ipa TonoBediwV ouvdEovTal
METAEU Toug, evonoloUvTal ONTIKA Kal €TOI OUVIOTOUV TO
véo kOOp03. EminAéov, To PEoo auTd divel oTov NaikTn pia
aiobnon kAipakag Tou nepIBAAAOVTOG OTO onoio nepinyeital,
EVW napdAAnAa dSiapoppwvel Tn OIKA ToOU egpunveia yia
TO (PAvVTAoTIKO auTO KOOWO32. Z€ MIO MPAKTIKO €ninedo
OUUBAAAoUV OTnV avTiAnwn Tou XWpou kal BonBolv Tov
naikTn va okePTei nw¢ Ba dpdacel, nou Kar Nnwg Ba KivnoOsi.
'ETal, ano@eUyovTtal mbava adiggoda disukoAlvovTag Tnv
euneipia Tou naikTn, eve napdAAnAa HEIOVETAl 0 Kivduvog

guyxuong.

‘Towg, Aoindv, va ynopoloav va napopolacTouv ol XApTeG HE
€va aQaipeTIkO PHOVTEAO OKAKIEPAG TOU €KACTOTE Maixvidiou.
Akdua, npénel va onuelwBei nw¢ Kkalr ol XAapTeg Hnopouv
va kpUBouv kdmola agnynon. MNa napadsiypa, n unapén
OUVTPIMHIOV O £vd ONWEio YNOPEi va Unovoei nwg Ta HEPN
eKeiva eixav kanoTe oikodounBei, aAAd kaTaoTpdenkav. AuTtod
divel Tn duvaroTnTa oTOV NAPATnENTH, 0' AUTR TV NEPINTWON
OTOV NaikTn, va 0TOXAaoTei Kal va avapwTnOei TI €X€l nponynoei
aenynuaTika kKair nwg £xel HeTaBAnBei o XWPog aTnv Napodo
TOU XpOVoU. ZeklvavTag, Aoinodv, Pe Ta Aeyopeva Tou Tolk-
ien og NpwTN @aon pnopei va poialouv napdraipa o oxEon
pe doa éxouv npoavagepbei. Baoel Twv AOywv Tou @aiveTal
nwg n 1oTopia oTnv onoia ava@épsral NpooappOcTNKE OTO
XapTn kai 0x1 To avTioTpopo, aAAa Ba Tav eUAoyo va einwoei
nw¢g ouvnBwg npdkKeiTal yia pia aAAnAoTpo@odoTnon HeTagu

Twv duo.

XapTtng ané To video game Cyberpank 2077 17

29 O John Ronald Reuel Tolkien (1892-1973) Atav dianpenng
ayyAog @IAGAOYOG, ouyypagEag, noinTng Kal akadnuaikog yvwaTog yia

£€pya pavTacTikAG AoyoTexviag peTa&l autwv To XoumiT kai O apxovTag Twv

SaxTuAIBIQV.
30 KaTd Tov Lynch(1960) ol xapTeg anoteAoUV TO GUHBOAIKO

S1Gypappa nou Gpavepmvel NwG Ta PEPN TOU KOGHOU CUVTaIpIalouv PeTagy

31 Wolf, BUILDING IMAGINARY WORLDS: THE THEORY AND HIS-

TORY OF SUBCREATION. 2012: 156
32 Baoel Twv XapTaV 0 KABE NaikTng diapoppwVel Tn ik Tou

anown yla Tov €KAOTOTE KOOKWO OMWG Kal oTnV NePINTwaon Tou Pac-Man nou

ol naikTeg énAabav Tn dikr Toug apriynaon, To dikd Toug back-story.
33 'Onwg avageper kal o Wolf (2012: 163) péoa and noAAanAeg

aAAay£g oToug XAPTEG 01 0MOiEG UNOJEIKVUOUV TIG AAAAYEG OTO NEPACHA TOU

XPOVOU NpoadideTal Hia Xpovikn d1aaTacn oTov KOGHO Nou NePIypagpeTal.
Kata ouvéneia, unopoUle va NnoUKE NWG N XPOVIKA auTn didoTtacn
ueraTonileTal oTo agniynua.

7
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Anoondaopara xaptn and To videogame Cyberpank 2077

duty free

avapovn

emBifaon

O1 XapTeg ouPBAAAouv oTn dnuioupyia TwV KOOUWV KaBwG auToi anokTouv
TauTOTNTA Kal yivovTal nio mioTeuToi**. Akdupa kalr ora Ounpika énn yia
Ta onoia éxel yivel AOyoG napandvw HNopoUpHe va MoUPE NwG undpyel
kanola &vdelEn xaptn. H agrynon Tou Oduccéa oToug daiakeg pMopei
va Bewpnbei wg &vag nNpo@opikog XApTng He Tov idlo Tov OJduooéa va
anoTeAei éva xapToypda@o3®. Tnv nepinTwon Twv open-world games3® iowg
auTd To aiobnua aAnBogaveiag va evioxUeTal, KaBwG NPOKEITAl yid €KEIVN
TNV nepinTwon video games oTa onoia ol NaikTeg pnopolv va KivnBolv
e\eUBepa oTO WNnEIako nepiBailov, va €niCKE@BOUV onolodrnoTe onpeio
Tou oxedlaopévou XApTn Kal va eEepeuvioouv KABe NTuxn Tou. AVTIBETWC,
oTNV NePINTwon Twv linear games iowg va HPIAAGUE yia pia Oxi 191aITEPWG
aAnBogavr ouykupia, agou ol eNIAOYEG NOU NPOCPEPOVTAl OTOV MNAIKTN Yia
TNV €§€pelivnon Tou KOOHOU €ival EAAXIOTEG, EVW €V TEAEI OAEG KATAANyYOUV
oTn Hia kai povadikn 31adpopr) nou NpeEnel va akoAouBrosl Kaveic yia va Qépel
0€ NEPAg TNV anooToArn Tou¥. Towg TNV NpwTn NEPINTWON va PnopoUoape
va Tnv napopoliacoups Pe To Ta&idl o Wia véa noAn Tnv onoia eEepeuvasl
Kaveig, Kabwg eNIOKENTETAI TA €KACTOTE a§loB£aTa, EVW GUYXPOVWG BpioKel
Kal Kanolo KaAd PEPOG yia va gdasl kal va EanoaTdaoel. Tn deUTEPN NEPINTWON
Wnopei va Tn CUoXeTI{ape PE TNV Kivnon Twv avBpwnwy oTo agpodpOpIo TNG
onoiag n akohouBia check-in, £éAeyxog, duty free, avapgovn, emiiaon
gival otabepr) kal anapaAAakTn yia kA6e Tunikd agpodpdpio Kal TG onoiag n
agrynon JNopei va gival navw KAatw Koivh yia noAAoUg anod Toug niBATeG.
To PeTPO anoTeAei éva akopa napadesiypa nibavou OCUCXETIOWOU HE Tn
nepinTwon TNG ypappikdéTnTag ota video games. MNépa and Tn peraBaon
ano To onueio A oTo onueio B ge pia diadpoun nou dev NApekkAivel MoTe,
undapyel Kai n aerynon OTl auTo To HECO PETAPEPEl KAnolov X aTn SouA&ld
TOU 1| 0€ €va ATOHO Mou €MIBUMEl va ouvavThoel KI ENOPEVWG ANOKTA &va
€UXApPIOTO N BUCAPECTO XapakTnpa avaldywe Tnv ekdoxn. BEBaia npénel va
TovioTel Nwg by design To PeTpo de Ba pnopouade va kpUBRel and niocw kanoia
a&loonpeiwTn agnynon népa and To pOAO TOU va PETAQEPEl Tov €MiRATN,
onwg avapepdnke, and To onueio A oTo onueio B, aAAd kal o€ auThv Tnv
nepinTwaon n agrynon nNpokUNTEl anod TNV avaykn Tou XpRoTn va anodwoel
€va vonua o€ auto To JETAPOPIKO PETO.

34 MpoKeITal yia CUPNEPACHA TNG CUYYPAPEWG MOU MPOEKUWE ano To £pyo Tou Wolf
(2012) oTo onoio diveral HEyAAn €ugacn oTn oNUacia Twv XapTv yia Tn ouvoxn Kai Tn
OUVENEIa Nou Npenel va diEnel £va GavTaoTIKO KOOHO.

35 KouZounn, '@YZIKA’ TOMIA THE OMHPIKHE OAYSSEIAS: AIEPEYNQNTAS TIS
AOMEZ KAI TA OPIA TQN IMOAITIZMIKQN ENAMOGEZEQN XTHN [MOPEIA TOY NOXTOY TOY
OAYZ3EA, 2017: 4

36 QuolaoTika Ta open-world games oxedialovTal wg Kn ypauuika r non-linear
games wg npog To GTUA Tou gameplay kai xapakrnpidovrar and EAAEIYn opiwv wg nNpog Tn
duvaToTnTa Tou NaikTn va €Eepeuvnoel To NEPIBAAAOV TOU WNPIaKoU KOGHOU Tou naixvidiou.
37 MoAAEG POPEG auTr N GUON TWV games anoTeAEl Kal AVTIKEIMEVO apvnTIKAG
KPITIKNG €K HEPOUG TWV NAIKTMV.

Just like "repetition" - linearity is now a popular thing to condemn a game for [...]

[...] Why is "this game is linear" considered a problem now? Maybe "This game is too linear,
it isn't dynamic enough"[...]



https://forums.escapistmagazine.com/threads/this-game-is-so-linear-linear-games-are-boring-linearity-is-it-the-cool-thing-to-hate-now.6167/
https://forums.escapistmagazine.com/threads/this-game-is-so-linear-linear-games-are-boring-linearity-is-it-the-cool-thing-to-hate-now.6167/
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3.1 n TOAN kaI N apriynon

o

Siaou

N agriynon oTov APXITEKTOVIKO OXE

ApxIKd, yia TO KEPAAAI0 auTd HEAETHONKE TO €pyo Tou noAeodopou Kev-
in Lynch The image of the city, oto onoio €EeTaleTal TI onuaivel n Hop®n
HIag mOANG yia TOuG KaToikoug TnG. € OTI apopd Tn oxedlaopévn noAn
UnopoUpe va WIAGUE yia TNV agnynon Tou apxITekTovikoU oxediaguou
o€ Mia PeyaAUTepn kAipaka. 'Onwg avagepel AAAwoTe Kal o id1og o Lynch
«OMNwG £€va apxITEKTOVIKO EPYO, N NOAN €ivai Lia KATAoKeUr) OTO XwWpPO, dAAd
yia peyaAng kAiuakag, éva npdyua nou yiveralr avriAnnTo povo o€ peydAa
Xpovikd diaornuata®®*». H ndAn ouvioTa To oKnNVIKO aTo onoio diadpapaTieral
n aenynon. S0pewva pe 1o Lynch, npokeital yia éva 6éapa oTo omnoio o
KATOIKOG dev anoTeAei évav anAd napatnpnTr, dAAa paldi Je Toug unoAoinoug
KATOIKOUG OUVOPANOUV Ot auTo?. SuyXpovwe, napopolalel To oxediaouo
NOAEWV WG HIa XPOVIKRA TEXVN*!. Mia TEXvn Tnv onoia €Xouv €niXeIproel va
HIHNBOUV AAAEG TEXVEG, ONWG O KIVAUATOYPA®OG | Kal To game design.
Mava unapxouv duvaToTnNTEG APrynonG oTo XTIOUEVO NEPIBAAAOV HIAG PUTIKNG
noAng anapaitnTn €ival n &kdbapn eikova Tng, Kabwg n agnynon nnyalel
WG anoTEAETHA auTng TNG €iIkovag. KAt TETolo PnopoUpE va CUUNEPAVOULE
Kal and Ta Aeyopeva Tou Lynch OTI «éva kaAo@Tiayuévo pEpog*|...Jevioxuei
kdBe avBpwnivn dpacTnpioTnNTa nou oupPaivel oe auto, Kai evlappuver Tnv
KkardBeon €vog ixvoug pvnung*3». Autd nou pnopoUpE va KaTtaAaBoups,
Aoinov, ivail 0TI uéow KaBe dpaaTnpIOTNTAG NOU KAVEI 0 AvBpwnog Kail BIWVEI
TO XWPO TOU, OE QUTAV TNV NEPINTWAN TNV NOAN Tou, dNUIOUPYEi Jia avauvnon
Kal KaT’ eNEKTacn Pia aprynon yia To Xwpo auTd. Mg Bimvel Kaveig Eéva Xwpo;
AUTO, €V TEAEI, €XEI va KAVEI PE TO BaBPO OIKEIOTNTAG NOU avanTUCGCEl PE TOV
ekdOTOTE XWPO Npdayua nou nnyalel and Tnv kabapdtnTa Tng €ikdvag* nou
€XEl OXNMATIOEI OTO PUAAO TOU. «H €IKOVa HIaG opIoUEVNG NPayUarikoTnTag
unopei va diagpoporioleital onuavTika HeTa&u dIaQOoPETIKWY NapaTnpnTwv*®».
AUTO Pag napanéunel NAaAl oTnV NePINTwaon Tou Pac-man nou €xel avapepOei
OTO KEPAAAIO TNG aprynong oto game design pe Tn diagopd Nwg O AUTRHV
TNV NepinTwon o kabévag avriAappaveral To nepiBailov Tou Bacel dIKAG Tou
epunveiag. Mmg KiveiTal kaveig eUKOAa 0To XWPO, Nola pJovondTia eniAéyel va
akoAouBnoel, undpxel pia kai yovadikn Siadpoun n kaBe popa anoTelei éva
VvEO gyxEipNUa NepINAGvNONG Kal avakaAuyng; TNV NepinTwon nou IoXUEl n
TeAeuTaia ekdoxr Ba pnopoUoapE va GUOXETIOOUWE TNV Kivnon oTnv NoAn e
€va open-world game, To onoio o€ NpwTN QAacn idape OTI avTAei €unveuon
and To QUOIKO KOOWO. SuyXpovwe, OUwG, anoTeAei Tnv unevbupion yia va
Biwoel kaveig pia Npayparikn nepineteia €§epelivnong Tou nepPIBAAAOVTOG
yUpw Tou. Apa, kataArfyoupe ndAl oTo cupnépacpa OTI nNPOKEITal yia dia
kataoTaon ap@idpoung Tpogodociag MWeTa&l @uaoikoU Kal nNAAopaTikou
KOOMOU, HETAEU apXITEKTOVIKNG Kal game design.

38 'Towg Ba ATav onuavTiko va SoUKE ETUPOAOYIKA NWG NPOKUNTEI N A&EN apnynon.
Apriynon, oUvBeTn A£EN, ano+ nyoupal, dnAadn eigal nyeTng Kal wg NYETNG €ipal yNpoaoTa Kai
deixvw To dpopo. Enopévwg, n agriynon anotelei To dpopo nou Ba akoAouBnoel ) Tov NUA®va
navw oTov onoio pnopei va BaacioTei pia 18éa.

39 « Like a piece of architecture, the city is a construction in space, but one of vast
scale a thing perceived only in the course of long spans of time.»

Lynch, The image of the city. 1960: 1

40 3710 id10, 0gA.2

41 «City design is therefore a temporal art»

Lynch, The image of the city. 1960: 1

42 KalogpTiaypevo, r) well-knit, Onwg ava@éperal oTo Keigevo, ano anown
kaBapoTnTag TnG Ikdvag kal {wvTaviag Tng TautoTNTAG TNG.

43 « [...] a well-knit place [...] in itself enhances every human activity that occurs
there, and encourages the deposit of a memory trace.»

270 idI0

44 AuTO Ba oploTei KAl NapakaTw BACEl TWV NEVTE OTOIXEIWV TOou Lynch nou kavouv

£ekABapn TNV avayvwaon TnG eKA0TOTE NOANG KAl CUVEN®G TNG EEKABapPNG €IkOVAG MOU anokTa
KQVEIG yI' auTnv.

45 «Thus the image of a given reality may vary significantly between different ob-
servers».

Lynch, The image of the city. 1960: 6

3.2 way- finding katd Lynch

To napandvw cupnépacpa Pnopei va evioxuBei e NpwTN GAcn Kai yia pia
akopa popd and Ta Aeyopeva Tou Lynch nepi euehi&iag Tng EEMIENG TNG NOANG.
«Eva Tomnio Tou onoiou KABs NeTpa A€l yia 10Topia Iowe va KAvel SUOKOAN
Tn dnuioupyia véwv IoTopiwv*e». Baosl auToU pnopei kaveig va kataAapel ot
avagEpetal oTn duvaToTNTa cuveXoUG NEPAITEPW AVANTUENG Kal eEENIENG Tou
(PUCIKOU KOOMOU Kal MI0 OUYKEKPIYEVA TWV NOAEwV nou Tov anapTilouv. H
noAn dev NpENel va oUVIOTA WIa KATAOTACN HE €va OpIoUEVO TEAOG, AAAG pia
ovTOTNTA Nou d1apk®G PeTaBaiAeTal. O nAaouarikoi kKOopo! Twv video games
NPOCYPEPOUV E PEYAAN €UKOAIa auTrv Tn duvaToTNTA PETAOYXNHUATIOHOU Kal
€EENIENG TNG NOANG. € NepinTwaon nou n nNoAn 6a pnopolos va AEITOUPYROEI
kaBauTd Tov TPoOno Ba NTav eUAOYOG 0 CUCXETIONOG TNG HE €va Procedurally-
Generated Game?®’. AuTd agopa Tn dnuioupyia Tou XapTn €vog naixvidiou
o onoiog de oxedialetal XsipokivnTa, aAAd PECW €VOC OST KAVOVWV Mou
aAyopiBuika dnuioupyolV AUTOHATWG KEYAAa MOCOOTA MEPIEXOUEVOU OE €va
naixvidi*e. Enopévwg, av n noAn gival pia ovrotnTa aAyopiBuika opyavwpevn
Ba eEeAiooeTal dlapk®G NPOCPEPOVTAG VEEG OUVONKEG KAl KATA CUVENEIA VEA
agnynuara.

'Onwg enionuavlnke oTo nponyoUHeVo KEPAAAIo yia va nepinyndei kai va
npooavaToAIoTel Kaveig oTo nepIBAAAOV TOU ONEAVTIKN €ival N CUKBOAR TwvV
XapT®V, ouvapa WPe TIG nivakidsg oTo dpodpo, TIC dIeuBUVOEIG 0dWV aKOMa
Kal TIG OVOMACIEG OTIG OTACEIC TWV AEWPOPEIWV I TOU PETPO. SUYXPOVWG, O
Lynch evioxuel auTtr Tn Bewpnon wg Npog Tn duvartoTnTa TwV PRIV OVTWV
va npooavaTtoAifovtal Bacel kal AAAWV ouvONKWV NMou €XO0UV va KAVOUV WE
TO WG, TO OXAKA KAl TO XpWHA TwV Npayhdtwv nou avriAauBaveral Kaveic,
Kabwg Kalr Tnv 00@penon, TNV akon kai Tnv aen*. Me auTég TIG TEXVIKEG
npooavaroAiopoU®® Kaveic opyavwvel OTO VOU Tou KaAUTepa Tnv eikdva
TNG NOANG TOU KI €NOUEVWG KaTopBwvel va npooavaTtoAioTei gUkoAa. la
napadelypa, EPNEIPIKA Kal NAEovV PEoa anod Wia oeipd onueiwv avagopdg nou
B&Tel kKaveig 0TO PUAAOG Tou yia To NEPIBAAAOV TOU PMOPEl va evTonioel NOAU
nio €UKOAQ TO ONITI EVOG (PiIAOU Mou €xel emokePBsei NON piIa Qopd. AuTth n
diadikacia dev €ival kal NoAU diagopeTikn and auto nou cupBaivel kalr oTa
video games open- world TUnou. O NAikTNG NPOKEIPEVOU VA NPOCAVATOAICTEI
oTo nepIBAAAovV Tou Kal va €MIOTPEWEI O €va ONMEIO ONUAVTIKO yia Tnv
€KAOTOTE ANOCTOAN TOU NEPaA ano Tn GUPBOAR Tou XapTn BETel kanoia onyeia-
kA&181a nou opifouv, Adyou xapn, av Ba npénel va oTpiyel de€1d N apioTepa
yld va pTacel oTov TEAIKO NPOOPICHO TOU.

MapoAa autd, o Lynch &ev nepiopileTal o autoUG TOUuG TPOMOUG
npocavatoAiopoU. 'Onwg £xel avapepBei kal Napandvw OnPAavTiko KOUWATI
Tou npoaavatoAiopoU yI’ auTov eival n kaBapdTnTa Tng €IkOvVaAg evog acaTikoU
10ToU. 'ETOl, &ekiva kal evtonilel névTe SIAKPITA OTOIXEIA Mou opifouv TNV
noAn kai Tnv Kavouv avayvaaoiun.

ApXiKa, ol 1adpopEG | povonaTia®! anoteAolv To oUCTATIKO OTOIXEIO TNG
noAnG. =€ auTEG 0 MEPINATNTNAG KIVEITAl SNUIOUPYWVTAG Kanoia druna poTiBa
nepinAdvnong oto xwpo. O1 diadpopeg dev €XOUV MIA HOVO OUYKEKPIMEVN
Hop®n. Mnopolv va eival dpopol, napadpopol, kavalia, Aew@odpol,
01dnpodpopol KTA. OuciacTika ol J31adpopEG opyavwvouv To XWPOo Kal
Kat’ enékTaon TNV Kivnon oTov XWpo. MEow auTng Tng Kivnong otnv noAn
dlapopPwVveTal BIWUATIKA N €IKOVA TNG NoU NPokUNTel wG oUvOeon auTwv
TWV ENIPEPOUG OTOIXEIWV.

46 «A landscape whose every rock tells a story may make difficult the creation of
fresh stories».

270 idI0

47 'Eva ano Ta yvwaoToTepa naixvidia autou Tou €idoug eival To Minecraft. Mépa and

auTo undapxel noikiAia autwv. MPoKeINEVOU va yivel Mo KaTavonTo auTto To €idog napatibeTal o
napakaTw cUVOETHOG O 0M0oiog NApadETel pia YKAWA TETOIWV Naixvidiwv népav Tou Minecraft.

48

49 Lynch, The image of the city. 1960: 3

50 O id10g TIG ovopalel techniques of orientation.
51 1. Paths, 6nwg ava@épovTal oTo KEIPEVO.

Lynch, The image of the city. 1960: 47
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https://www.thegamer.com/best-procedurally-generated-games-minecraft/
https://en.wikipedia.org/wiki/Procedural_generation
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To {ATnua Twv akpwv>? piag ndAng napouacialel 1Idiaitepo evdiapepov. Ta
AaKkpa ot NpWTN PAacn iowg kalr va anoteAolv pia apnpnuévn €vvola yia
Tov avBpwnivo vou. Av avaAoyioToUWE, OJwG, nola €ival ev TEAEI ekeiva Ta
oTolXgia Nnou pnopouv va AaBouv To poAo evog AKPOUG IMNOpPEi auTr n évvola
va yivel noAU nio &ekabapn. Enopévwg, pnopolv va xapaktnpiotolv wg
«Ta Opia avdueoa o€ OUO PAOEIG, YPauuIKA OIGAEIATA TNG OUVEXEIAGS»
HE TIG NPOKUMAIEG, Ta aGkpa avanTugng® piag nNoAng akopa Kal Ta Teixn
va anoTtelolv TETolou €idoug oToixeia. AkOWa Kal oTolxeia vepou Onwg
noTapia f napanoTapol Ynopouv va Bswpnbolv Quaoika akpa. H onuacia
TWV AKPWV YId TOUG KATOIKOUG WIag NOANG €XEl va KAVEI PE TNV avaykn Toug
va pnopoUv va nepIopicouv Kai va npocdiopicouv To nepIBAAAOV TO onoio
Biwvouv. Enopévwg, iowg Ta dkpa va pnopoucav va neplypapouv Kai wg 1a
UAIKG®® 6pia piag noANnG. MapdAa autda, o OPICHEVEG NEPINTWOEIG XApn OTNV
onTikn digigduon TnG piIag NdANG oTnv aAAn niBavwg va AsIToupyouv wg €va
€VOMNOINTIKO OTOIXEI0 Napd wg éva anAd 6pios.

Ol NEPIPEPEIEGY’ anOTEAOUV HIKPEG NPOG HEYAAEG EKTACEIG TNG MOANG OTIG
onoieg o0 NePINATNTAG WNopei va €10éABel, aAAa kal va €EEABel. SuvhnBwg
0 XapakTApag Toug €ival apkeTd €udiAKPITOG €ITE 0 NEPINATNTAG BpioKeTal
OTO €0WTEPIKO QUTWV E€ITE OTO €EWTEPIKO TOUG Kal AEIToupyoUV wG Onpeio
avagopdag yia Tnv kivnon otnv noAn. MoAAéG noAeig dopouvTal kaBauTo
TOoVv TpOno, dnAadn Pdacel nepipepeiwv. Q¢ TEToleG Ba pnopoucav va
XAPAKTNPIOTOUV Ol YEITOVIEG, TA OIKOJOMIKA TETPAYWVA Kal GAAEC NEPIOXES
TNG NOANG KE €UdIAKPITA XAPAKTNPIOTIKA.

O1 kKOMBOI® €xouv Kal auToi To OIKO TouG poAo. lMpodkeiTal yia onueia
oTPATNYIKAG ONnuaciag yia pia noAn, kabwg xapakTtnpifovral wg MHEPN
31aKOMNAG TWV CUYKOIVWVIWV I CUYKEVTPWONG KAl CUVEVWONG TWV EMNIPIEPOUG
diadpopwyv. Q¢ TETola onueia Ba ynopoloav va XapakTnpioTouV ol NAATEIEG
€vOG aoTIKoU 1I0TOU. H €vvola Tou KOUBOU CUVOEETAl UE AQUTH TWV Jovonariwy,
agoU To MPWTO MPOKUNTEl WG OUYKAION Tou JeUTEpOU. Av Kal OE MpWTN
@daon gavtalouv anAwg wg Tn diodo yia va JeTagepBei Kanolog ano r npog
€va onueio, v TEAel polalel va anoTeAoUv ONPavTiké napdyovTa yia Tnv
apnynon TnG KalnuepivoTnTag TNG acTIKNG {WNG. & NOAAEG NEPINTWOEIG
anoTeAoUV TO KUPIapXo OTOIXEIO yia TNV €1KOVA TNG NOANG.

ZNUavTIKO XapakTnNPIGTIKO GTOIXEIO TNG NOANG KAl TNG €IKOVAG TNG AnoTEAOUV
Ta TONOONHA*®, Ta onoia dev €ival anapaitnTa peydAa Kai kKpauyaAEa
oToixeia. AVTIBETWG, noIkiAAoUV Kal Wnopei va agopouv avBpwniva
dnuioupynuaTa ONwgG KTipia Kal TIG MPOCOWEIG TOUG, (PUOIKA OTOoIXEia
onwg Bouva kal dEvTpa HEXP! ANAEG MIvakideg f KATI TOGO WIKPO 00O TO
nopoAo piag noptag. To onuavTiKOTEPO OToIXEio nou napouacialouv eivai
n 6€on otnv onoia TonoBeTouvTal, n onoia eival kpioiun. M’ auto Kkai n
KAipgaka Twv Tondéonuwv dev €xel 1I81aiTEPN onuacia av auTtd dev kabioTavTai
€UKoAa opatd, kabwg o Baaikog Toug pOAOG gival va Aeitoupyolv wg onueia
avagopdag oTto Xwpo. Enopévwg, AauBavouv To poAo piag uaikng nu&idag
npooavaTtoAlogoU nou Kat’ €nEKTacn npoo@epel Tn duvaTtdTtnTa £UKOANG
Kivnong oTov acTike XWpo. AnoTeAouv a&lopvnuoveuTa oTolxeia kal auTtod
eival nou Ta Eexwpilel. Nwpitepa €ixe €Enynbei Nwg ol naikTeg Twv vid-
eo games opifouv kdanoia onpeia- KA€IOIG OTO €IKOVIKO nepIBAAlov yia
va Pnopouv va npooavatoAloTouv eukoAdTepa. TETola onpeia pnopei va
eival oToixeia nou €xouv dnuioupynBei €€ apxng ano Toug designers yia
va anoteAoUv Tondonua TNG €KACTOTE NOANG Tou naixvidioU ) €v TEAEI va
anokTouv To pOA0 auTo Bacel NAAI TNG avaykng TWV NAIKTWV vad Td 0picouv
¢ TETOIA.

52 2. Edges kata Tov Lynch.

270 idI10.

53 “"the boundaries between two phases, linear breaks in continuity”

=70 idl0.

54 O Lynch avagépel Tov 6po edges of development, o onoiog xpnoiUonoliTal yia va

nepIypayel eKEIVEG TIG NEPIOXEG YUPW and TIG MNTPOMOAEIG MOU AOYw TNG CUCTWPEUONG VEWV
EMMOPIKWV UMOSOUMYV, UNOBONMV WYuxaywyiag KTA. 0 aQuTEG NPOKUNTEl N aTadiakn avanTugn
TOUG.

55 XpnoldonoIgiTal N CUYKEKPIPEVN AEEN yiaTi wg Opla Ba pnopoloav va Bewpnbolv
Kal Ta eyxwpia ouvopa, Ta onoia Opwe de yivovTal onTIKA avTIANATA Kal KaTt’ enekTaon de
HnopoUv va AEIToupynoouv wg onpeio avapopag kai npoagavaTtoAiopoU yia TNV KaBnuepivn

aoTikn {wn.

56 Lynch, The image of the city. 1960: 100
[An edge may be... sewn together].

57 3. Ta kaTa Lynch districts.

Lynch, The image of the city. 1960: 47

58 4. Ta katd Lynch nodes.

270 idI0.

59 5. Ta dika Tou landmarks.

370 idI0, OEA. 48

3.3. OTOIXEIA TOL APXITEKTOVIKOV
oxedlaopoL video games: n TEPITTON
Tou Grand Theft Auto

Anodonaopa xaptn and To videogame Grand Theft Auto V

20 Enypagpn VINEWOOD

"... playing a videogame is like experiencing
architecture.

[...] Architecture is the art form closest to the
gaming experience.

Only architecture completely enfolds us as
thoroughly as gaming."

-M.Gust®®

To Grand Theft Auto V anoteAei napadeiypa evog open world game. AuTd
KATA OUVENEId onuaivel Nwg n agnynon Tou Oev eival ypauuikn n lin-
ear, NnpokaBopIopEvn, KE WIa TUMIKA Kal TETPIMPEVN akoAouBia Bdacel Twv
enBupiov Twv game designers, aAAG SIQPOPPWVETAl ANO TOUg idIOUG TOUG
naikteg. O1 €EMAOYEG TOUG Opyavwvouv diapkwg véa oevaplia oTto naixvidl,
Kabwg ol NAIKTEG TPEXOUV ANO TO €va PEPOG OTO AAAO YIa va OAOKANPWCTOUV
€ni YEPOUG anooToAEG N anA®G KATa Tnv NEPINAAVNOR TOUG OTNV EIKOVIKI
noAn. Zuyxpovwg, To world creation Tou Los Santos, TngG €IKOVIKAG NOANG,
BaoileTal katd kUplo Adyo oTnv noAn Tou Los Angeles pe xapakTnplioTikod
TO oToixeio TNG eniypapng VINEWOOD nou pigeiTal évrova Tnv eniypagn
Tou HOLLYWOOD. 'Towg n avaykn yia Pignon Tng GUYKEKPIMEVNG NOANG va
npokUNTel and Tnv eniBupia yia €va aiodnua xAI3Ng, To onoio anoTunwveTai
a100nNTa OTIG KATOIKIEG KAl Ta OXNKATA TNG €IKOVIKNAG NOANG. Kabwg, Aoinov,
UNApXEl €va OUYKEKPIMEVO HOTIRO MOANG KI ENOPEVWG KOIVWViag Ba Aéyape
nwg 1o naixvidl akoAouBei Ta cultural patterns Tng €€n¢ koivwviag pe €va and
auTd va gival Kai n xapakTnpIioTIKr NOAUMNOAITIOUIKOTNTA nou 8a evTonioTei
Kal NapakaTw.

Mpénel va enionuavBei nwg n xprAon Tou XapTn, aAAd kai Twv mini map
€ival akpwg onuavTikn katd tn diapkeia Tou gameplay, kabwg o naiktng
unopei va evroniosl kal va peTafei eUkoAa oTnv TonoBecia nou eniBuUpEi
NPOKEIMEVOU VA OAOKANPWOEI TNV EKACTOTE AMNOCTOAN TOU. SUYXPOVWG, Xapn
oTn oUpBOAN Kanoiwv og@aiupaTtwyv n glitches Tou naixvidiol npokUuNTOUV
véol Tponol d1adpaaong Ke To nepiBailov dnou o NaikTng pnopei va Bpebei
KATw ano Ta 0pia Tou oXeSIAOUEVOU KOOWOU Kal va ouveyioel va aAAnAenidpa
pe auTdv npoodidovTag pia véa undoTacn oTnv agrynon Tnv onoia gixav
npoypappariosl ol game designerse!.

60 Gust, Room with a Grue. 2009
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https://www.youtube.com/watch?v=9MRt1eGONqc&ab_channel=GRAVESIGHT

LS A

>Tnv nponyoUMEvVn €vOTNTA nNaparednkav Ta XApakTnpioTiKd nou
0pYavwvouv TNV €lkOva Kdl Kata CUVEMEId TV TAuToTNTa TNG NOANG KaTd
TOV apXITEKTOVIKO oxedlaoud. Z€ auTd To onpeio, Aoinov, NPokKUNTEl To €ENG
epwTtnua. Eivar duvartdv va evronioToUv TETOIA OTOIXEIQ Kal oTo game de-
sign; EEeTalovtag To ouykekpigévo napadelypa video game, epeuvaral av
Kal nwg evroniovTal GToIXEia TOU apxITEKTOVIKOU axedlaopou o€ auTo.

22

STiypioTuna glitch anoé To
videogame Grand Theft Auto V

/ \‘x \

STiypiéTUno and To video game Grand Theft Auto V 2

To kUpIO XapakTnpIoTIKO TNG NOANG, kata Lynch, §
dnAadn Ta povondTia, ol diadpopeg deonolouv
oTnv noAn Tou naixvidioU, eV OUuyXpovwg ¢
Tn dlapopPwvouv opifovTag Ta Kevda Kal Ta
nAfpn. Apopol, YEQUPEG, unépyeieg diaBAcelg
eEunnpeToUV KAl OPyavwvouv Tnv Kivnon
TOU AOTEWG. ZUYXPOVWG, OKOTEIVA povondaria
evioxUouv Tnv agnynon, Kabwg npokaAeiTal
To aioBnua Tou KkivdUvou. AuUTO @aivetal Kal
0TO napakdtw napadeiypa. [lMpokeipgévou va
0AOKANPpwBOUV 01 anooToAEC Tou naixvidiou
npokUNTel €va TuXaio yeyovog kata Tn didpKeia
Tou gameplay. Mia konéAa oc éva OOKAKI
paivetral va fnta BonBesia. MAnaiadovrag Tnv
0 naiktng odnyeital, v TéAel, og €va adig€odo
onou aneiAeiTal Tooo and Tnv kKonéia 00O Kai
ano To OUVEPYO TNCe2.

STiypidTUno and To video game Grand Theft Auto V 25

= 23
W = STiypioTuna glitch ano To

M videogame Grand Theft Auto V

STIypioTUNA and To video garr*,rand Theft Auto V 25


https://www.ign.com/wikis/gta-5/Luring_Girl_Into_Alley
https://www.ign.com/wikis/gta-5/Luring_Girl_Into_Alley
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. ZTiypidTUna and To video game Grand Theft Auto V 28

STnv noAn Tou Los Santos pnopei kaveic va @Taocel
OoTNV NpoKupaia Kkdl va nePNATnoel kKatd WRAKog
auTnG. H napdkTia auTr neploxn anoTeAei éva ano
Ta dkpa TnG nNOANG kai BETel €va (UOIKO Oplo TNV
noAn. Akopa kal Ta nAaopartika nepiBaiiovTa,
ENOPEVWG, OTAv €MIdIWKOUV va yivouv aAnBogavn
Bétouv Opla. Mépa Opwg and €va Oplo OTO
nepiBAAAov TnNG €IkoVIKNAG NOANG opilel kal éva TEAOG
oTo idI0 To naixvidl, kabwg de yiveral o naikTng va
nepinynBei népa and auTd, TOUAAxioTov OXl HETW
Twv npokabopiopévwy by design Tponwv. Méxpi kal
ol idIEG o1 OWEIG TWV KTIpiwv pnopolv va BewpnBolv
opia.

Katd To gameplay petaBaivovrag and nepioxn
o€ nepioxn napartnpeitalr €vrovn diagoponoinon
OTO XapakTApa Tng KaBe yerroviag. Kabe yerrovia
opiCel Mo nepipépeld, KABWG auTEG UIOBETOUV
KOIVA XapaKTnpIOTIKA OTOIXEid. £’ auTod TO OnuEio
NPOKEINEVOU va YiVEl Mo KATavonTn n &vvola Tng
NePIPEPEIAG WG YEITOVIAg anapaitntn 8a nAtav n
xpnon xdaptn. MNa napddeiypa, ornv MepIOXr Tou
Elysian Island nou diaypdgeral pe To okoUpo HwB
XPWHA ouvavTtatal pia Blognxavikn nAgupa Tng
noAng, evw otn Little Seoul pe 1o BIOAETI Xpwua
€vTONi{OVTal OTOIXEIA TNG KOPEATIKNG KOUATOUPAG
onw¢g KopeaTika Pavillions kalr kataotnuarta pe
KOPEATIKEG eNypa®eg. H diagoponoinon auTn kai
0 €VTOVOG KOPEATIKOG XAPAkTnPag Tng NePIOXAG
aenynuartika  unovoouv  Hid  MOAUMOAITICUIKN
TAUuTOTNTA YIa TNV EIKOVIKR auTh noAn.

O1 kOpBol AsitoupyolV WG ONUEIO EKTOVWONG TNG
€vTovNG ouykolvwviag. 'Eva onueio ouvévwong Twv
31apopwyv povonaTi®v, Onw¢ dIacTAUPWOEIC,MoU
0e MOAAEG nepINTwoelg pubupilel Tnv Kivnon Tou
€kAoToTE OxnMatoc. MapaAAnAa, ouviotoUv €va
onueio napaTtipnong npog kabe nAsupad.

.ZTIyui6TUNG and To video game Grand Theft Auto V 31

Stnv ndAn Tou Los Santos cuvavta Kaveig Tov
nupyo Tng Maze Bank, Ta kTipia Twv opoonovdIakwv
KuBepvnTikwv unnpeoiwv  FIB  kar  IAA, ToO
ouvlikaAioTikd anoBetnpio kai To Mile High Club
To onoio iowg va eival kalr To nio aglopvnuoveuTo,
kabwg poldlel va BpiokeTal und KATAOKEUNRG yiad
Xpovia. To OUYKEKPIPEVO OUYKPOTNHa KTipiwv Ba
pnopoloe va BewpnBei kalr €va Tondéonuo yia Tn
OUYKEKPIYEVN NOAN, agou TOCO N XApaKTNPIOTIKA
YEWHETPIA TOUG, aAAd Kal To avoAoKANpwTn (uUaon
TOou &vOGg Ta kabBioTtoUv aflonpdoekTa Kal onueio
avagopdag yia apkeToUG TOUAAXIOTOV NAiKTEG.
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OLPTTELACUATA

Suvoyilovtag, katd TNV €kndvnon auTAG TNG €pyaciag npoEkuwav
KANoIEG NApaTnPnOEIG Kal NPOoKARBNKav kamnolia €pwTnpaTd, Td ornoia
anoTéAECav a@opun yia Ta TEAIKA CUMNEPAOUATA. ZEKIVOVTAG, AOIMOV,
ME TNV €vvola TnNG aprynong napatnpndnke nwg auTn naifel ouoiaoTiko
pOAO TOOO OTOV APXITEKTOVIKO oxedlaopd 000 kal oTo game design.
H agriynon, n onoia unopsi va sival ypappikn n e\euBepn kar nou
opilel To game design, pnopei va ouvavtartar kKaBauto Tov TPOMo Kdal
OTNV apxITEKTOVIKN a@nynon. AuTO (aiveTal Kal OoTo napadeiypa Tng
YPAUMIKOTNTAG TOU aspodpopiou OMOU Kaveig Kiveital npoaxediacuéva
ano To onueio A oTo onueio B ) katd Tnv eAelBepn Kivnon oTnv noAn,
onou Ta oegvapia aAAnAenidpaong pe To nepIBaiAov noikilouv. 'ETal, n
okéwn OTI IOWG Kal va €iyaoTe NAIKTEG TOU PUOIKOU KOOHOU va pnv €ival
Kal TeAeiwg AaBepévn. Emiong, onuavTikd €ival va onueiwBei 0TI 6nwg
Ta «OPAAMATA» TWV games, €V TEAEl, £XOUV OONYNOEl OE €va EVTEAWG
VEO Kal anpoadoknTo anoTéAeopa mbavmwg Kal KaAUTEPo, €TOI KAl OTOV
apXITEKTOVIKO OXeSIAOPO N aprynaon nou €xel npooxediaoTei Pnopei va
aANa&er Aoyw Tng idlag TnG kabnuepivoTnTag Kai va npokUWouv vea
oevapia. MapaAAnAa, PEow TnNG avayvwong Tou €pyou Tou Kevin Lynch
The Image of the City d00nKke To €p€BIONa yia Tn PEAETN EKEIVWV TWV
OTOIXEIWV NMOU KATA TOV ACTIKO APXITEKTOVIKO OXedIAONO BonBouv oTnv
0pyavwan Tng €IKkOvag TG NOANG yia Tov EKACTOTE KATOIKO.

3Tn ouvéxela, pe Tn PBonBeia Tou video game Grand Theft Auto V
emdiwyBnKe va svronioToUv Ta NaApanavw OTOIXEid. ZEKIVOVTAG ano Tnv
€vvola TNG a@rynong- n onoia NAAICIOVEl Kal dIAPOPPWVEl TNV EUNEIpia
Tou gameplay- yiverar E&ekabapo OTI akdupa kai Ta open world games
Ta onoia dev €xouv HIa MPOOXeEdIACKEVN aAPrynon katopbwvouv va
diapoppwoouv d1apopa oevapia ONwe NPOKUMTEl KAl OTO (PUGIKO KOOMO.
Xwpig, BERala, va Eexvape OTI akopa kal To world creation agopuarai
anod autdv aflonoi®vTag oToIXEia yvwpiga otnv kabnuepivortnTa. 'Eva
ano auTa Ta oTolxEia Onwg idape ival ol XApTeG ol onoiol pnopolv va
agrvouv Kal unovoouUpesva yia Unapén npoTtepng {wng r onolacdnnoTe
AAANG dpaocTnpIOTNTAG OTO €KACTOTE ONMEio. ZuyXpOvwg, Ta OTOIXEia
kata Lynch nepi Tng opyavwong Tng ndANG nou evronioTnkav Kair ornv
nAaopaTikr NoAn Tou Los Santos Tovifouv MepaiTépw Tn €nippor Tou
game design anod To PUOIKO KOOHO Kal TOV apXITEKTOVIKO OX£3IACHO.
'Onwg avagéperal kar oto BiBAio NARRATIVE ARCHITECTURE: a De-
signer’s Story kaBe avBpwnivo ov yvwpilel navra BAcel TNG gUNeIpiag
TOU Tn onpacia Tng agnynong, kabwg autn dieyeipel TN gavTacia TO00
Tou agpnynTtn 600 Kal Tou akpoaTn®3. Kata Tn diéyepon TnG Qavraciag
dnuioupyeiTal €vag 1d1aiTEPOG VONTIKOG XWPOG OTOV OMoio 0 XpOvog
BiwveTal wg népacpa aAAd kai wg diapkeia. Kal péow auTng Tng 181aitepng
euneipiag yiverar aképa no aigbnTry n avahoyia peta&u ypanThg/
NPOQOPIKAG Kal ApXITEKTOVIKAG aprynong, Kabwg OAEC ol NEPINTWOEIG
KivouvTal ano Tn vonTikn dUvaun Tng gavraciagt yia 1o TI 6a pnopouos
va npokUwel. Kal To ev duvapel anoTéAeoya ival n dnuioupyia TnG nOANG.
'Onwg Aéel o Debord, aAAwaTEe, «Eivar yvwoTo 0TI apxIKd 0l KATAoTAoIaKol
nBeAav TouAdxioTov va xTioouv nMoAeig, To katdAAnAo nepiBdAAov yia Tnv
anepiopioTn €NEKTAON VEwv nabwve®» dnou véa nadn 100duvapouyv He
VEEC apnynoEIg.

Me Tn yevikOoTeEpn €vvoid To naixvidl diahop@Vel NONITIONO KOUUATI
TOU onoiou €ival Kal apxITEKTOVIKA Tou. O MNOAITIONOG (aiveTal nwg
nnyadel péow Tou naixvidiou Rdn and Ta NPWTA XPOvia TWV KOIVWVIQV.
AKOMa Kal dpacTnplOTNTEG NMOU ATAV aNapaitTnTeEG yia TNV KAAuwn Twv
BIOTIKWV avaykwv Onwg AOyou xdapn Tou Kuvhyl anotehoucav Wia
Hop®n naixvidiouss. 'ETOlI NpokUNTEl NWG n axeon PETA&U noAImiopoU Kai
naixvidioU €ival apkeTA NpoPavng.

Akdua kal n suxapiotnon nou kpUBRetal oTo naixvidl dev eival TeAsing
napdartaipn and auTthv TnNG ApXITEKTOVIKAG. Me Tn euxapiotnon oTnv
apXITEKTOVIKN €Xel aoXoAnBei, paAiora, kai o Bernard Tschumi.

«H apxITeKTOVIKN UMOPEl va AgIToupynoel uovo oav anodeKTNG EOA OTOV
oroio o1 eNBUUIEG oou Kai ol ENIBUIES ou, avTikaTonTpifovrail. EToi €va
EPYO TNG apXITEKTOVIKING OEV €ival ApXITEKTOVIKO MEId yonTeUEl 1 ENeIdr)
EKNANPAWVEI KANoIa XpNOTIKI) AIToupyia aAAd eneidn BETel o€ AsiToupyia
TOUG UNxaviopoug TnNG anonAdvnong Kai To unoouveidnTo®.»

AAM®OTE Kal 0l KATAoTACIAKOI opapaTioTnKav To naixvidl w¢ onuavTtiko
ouoTaTiko TnG Zwng anaAlayuévng anod Tnv Tupavvia Tou xpovou Kal
TnG douAeiags®, Baciopévol otn Bewpia Tou Huizinga yia Tnv a&ia Tou
naixvidiol G KOIVWVIKO (aivopevo kal Bdon Tou noAImiopoU®®, pe
Tov homo ludens”, dnAadr Tov avBpwno Tou naixvidioU va anoTeAei
ONUAVTIKO KOMMATI auToU Tou MoAITIOPoU. TEAOG, Ol KATaoTaoiakoi
avapepbnkav o €va veo 6po, TNV «eviaia noAeodopia» (unity urbanism)
N onoia KATEPPINTE TN HEXP! NPOTIVOG yVWOTH HEBODO 0pyavwaong Tng
noANG Kai opyavwve €va Opapa yia TNV €vonoinon Tou XWPou Kai Tng
ApXITEKTOVIKNG HE TO KOIVWVIKO Kal To avBpwnivo cwua’. 'Eva opaua
nou @avtaloTav «To acTiko nepIBallov wg éva ynnedo naixvidiol oTo
0noio CUHHETEXEIT?».,

Baoel OAwv Twv napanavw, Aoinodv, KaTaArfyoulEe OTO CUNNEPATHA NWG N
apnynon €ival éva avandonacTo KOPHATI TNG KaBnuepIvoTNTAG TO OMnoio
SIaUOPPWVEI EPNEIPIEG KAl NOAITIONO, KOUUATI TOU OMoioU anoTeAei Kal
n idla n apXITEKTOVIKN. AUTN WE Tn O€Ipd TnG BETEl Wia TAEN NpaypdTwyv
YIa TO UOIKO KOGKHO Kal TNV KaBnuepIvoTnTa, aAAa ackei kai pia évrovn
enipporn oTto game design To onoio nNAdBel véeg npayuaTikOTNTEG Kal
€UNAEKEI TNV €vvola Tou idlou Tou naixvidioU cuoTaTikoU OTOIXEIOU TNG
Kolvwviag. BEBala og autd To onueio npénel va onueiwbei nNwg eival
oUVNBOEG avTIKEIHEVO PEAETNG Kal NOAAEG epyaaieg agopouv oTn onuaaia
TOU apXITEKTOVIKOU oxedlaopoU oTo game design. ZTn OGUYKEKPIYEVN
nepinTwon, OPWG, I0WG va KNOPOUKE va anavTnooulE OTO €ENG EpWTNHA:
Eival duvaTn pia agpidpoun ouveicpopa HETAEU apXITEKTOVIKOU
oxediacpou kai game design;
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