Mnvuouara, 10€eg, Zuvaiodnuara
Kol Wneilaka Maiyvidia
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U.S. District Court vs. Interactive Digital
Software Association’s (IDSA)

- Atrpihiog 2002

\ entertainment

software
association

- Alocal ordinance violated the First Amendment rights of videogames - the
ordinance penalized videogame retailers for selling violent or sexually-explicit

videogames to children under 17

11/6/2015

Hpw BouAyapn
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To Aikaarnpio o¢v givai o€ Béon va d¢l TS Eva aouvnBIoUEVO TTalxVidl XwPIS TNV TTpooTacia
tn¢ lNowrtn¢ TporroAoviag, umopei EaQVviKa va yivel EKPPAOTIKO UETO OTaV N TEXVOAoyia
XPNOIUOTTOIEITAI VI VA TO TTAPOUCIACEl O€ UOPQPH «BivTEoy.

['a mapadeiyua, 1o maixvidl uréiutroA O€v gival uia Lop@n EKppaonc mou dikailoural ThvV
mooaTacia Tou EAsUBepou Adyou. oAU ouxva TepiBAiAeral arrd AOyo kai EKppacn I0EWV -
pouaikn ora dlaAgiuuara, Toug orradoug TToU OHKWVOUV TTavw UE UNvUuaTa - woTo00, QuTta Ta

EKPPAOTIKA UEoa OEV UETATPETTOUV TO TTaly Vil Tou UTTéEICUTTOA O€ “Aoyo”. Napauével, uaiiov,
auto akpiBwc TTou givai: éva traixviol.

To AikaoTipio oev Bewpei OTI UTTAPXEI KATTOIA UAYIKH HETAUOPLPWON, OTAV TO TTalXVidl TOU
utréICUTTOA TTapouaialeral o€ uopen Bivreo. O1 otdxol eéakoAouBouv va givai or idiol - va
OKOPAPOUV Ol TTAIKTEC - KaI N JOvn dlagopd gival 011 0 TTAIKTNS TTIECEI Eva KOUUTTI ) KOUVAEl éva
UOXAOG aTov uttoAoyiaTn, avri va xTutrael ue Eva EUAivo porTalo.

AkpiIBwc¢ omw¢ Mrivyko, To AikaoThpio aduvarei va karaAaBel mwe ra Bivreomraixvioia

EKPPAOOUYV TIC IOEEC, EVTUTTWOEIS, ouvaiolnuara, n rAnpo@opiss mou dev axerifovrai
ME TO idI10 TO TraAIXVIOL.

https://ecf.moed.uscourts.gov/documents/opinions/INTERACTIVE_DIGITAL_SOFTWA
RE_ASSOC _V ST LOUIS COUNTY-SNL-36.PDF
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M1ropoUV Ta WN@IOKA TTAIXVIOIO VO METAOWOOUV
MNVUMATA, I0EEC, CUVAIoONUATA;
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“This War of Mine”’

Hpw BouAyapn

11 bit studios,
Warsaw, Poland

1992-96 [NoAlopkia
2.epayepo, NoAeuog
[louykooAaiag

True Stories Ihsplred\the
 Best War Survwa'l Game

glnpers f&mn%




“This War of Mine”’

If you don | want to starve. you have 1o
do what | tell you!
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4 Sid Meier's

() 2008 Game Kingdom View Qrders Advisars wnd Cheat Civilopedia
- Sid Meier
- Turn-based strategy

ZENS.

k]
$EEEERELEE

L 30% Tax: 15 20% Lux:9
Ooon oooonoooon

—= Colossaum
Sewer System
Ze fiinpont

| Police Station
Pymarnids: R ol I IR
-3 GreaILih[aW R B it A i t e L |
1 8un Tea's War Academy s T o el AT iy e
“ Michelangelois Chapel L =
eohando's\Workshop
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Ocpa: O TTOAENOG

Mnvupua; 10€a;

Civilization vs. This War of Mine
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Kavovec + Apnynon = lNaiyviol

(Mechanics + Narrative)

11/6/2015 Hpw BouAyapn 9/59



Kavovec + Apnynon

(Mechanics + Narrative)

I [
T

|
15
5
5

]
[
L]

[l
LIl |
[
[l

http://www.sogore.com/en-us/fun/tetris-game-with-parts-of-human-body.html

Tetris
10101 Kavovec. 1010 agpnynon;
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Kavoveg + Apnynon

(Mechanics + Narrative)

 [Mw¢ TTaideTal To TTaIXVidl + TI ATTEIKOVICE]
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Kavoveg

- AladpaaTIKOTNTA
* ApXEC, OTOXO!
« ETTIAOYEC TTAIKTN, AVTidOpaOon CUCTAUATOC

11/6/2015 Hpd BoUAyapn 12/59



Kavovecg

Player Verbs

' To Reload/
To Pick Up

..To Shoot

| To Switch Weapons
| To Interact i

To Duck

To Movef |
e To Cancel }

To Select}

Eikéva atrd: Worch, M. (n.d.). GDC 2013: “Talking to the Player — How Cultural Currents
Shape and Level Design.” Presented at the GDC 2013. Retrieved from
http://www.worch.com/2013/04/24/talking-to-the-player-how-cultural-currents-shape-and-level-

11/6/2015 design/ Hpw BouAyapn 13/59



Kavovecg

O —

Badges Levels Leaderboards Progress
Bar
= N\
e B
o = 2t
Virtual Awards, Challenges
Currency Trading between Users

and Gifting
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Apnynon

2T1oIXEia Apnynong ota Maiyvidia

» To TrePIBAAAOV: O KOOMOG TOU TTaIXVIOIOU
+ XapOaKTAPEG: TO OVTA TTOU (OUV OTOV KOOUO TOU TTaixVIOIou

- H emmipaveia SIETTa®NG: N EJPAVION Kal AEITOUPYIKOTNTA
TNG ETTIPAVEIAC DIETTAPNC

- Mikpo-a@pRnynon: oTiyuEC APnNYNUATIKNG POING OTO EUPUTEPOD
TTAQiCI0 TOU TTaIXVIOIOU

* H mp60060¢ TG anynong: pia o XaAapr) apnynuaTIK
por) atr' OTI OTIC CUMBATIKEC HOPPEC APNYNUATIKAG TTAOKNG,
TT.X. TTPOOOOC HECW ETTITTEOWV

- ZUVaioOnua: Ta cuvalioBnuaTa TWV XaPaAKTAPWY, T
OuUVvaIoOnNuaATa TOU TTAIKTN

11/6/2015 Hpd BoUAyapn 15/59



H Apnynon wg EpyaAegio ETTippong

- ETTidopaon oe Bewpnon KOOUOU, apXEG,
OUUTTEPIPOPEC
- AoyoTexvia, Talvieg:

* TTEPIEXOMEVO-TTAOKN, XOPOKTNPEC,
oUyKpouaon, BEuaTa, EIKOVEC

Hpw BooAyopn  16/59



BAETTW ka1 MaOaivw;

« AITIwONC UNXAVIOUOC METACU JETAOOONC IDEWYV +
aclwyv;
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Movo n Apnynon

w¢ EpyaAcgio ETTippong;

- Ta TTONYVIOIO WG METADOOTEG MNVUMATWYV:

- A@RyNonN, OTTTIKO-OKOUGTIKO TTEPIEXOMEVO, YPOAPIKA, NXOlI,
TTAOKI, XAPOKTINPEG

AANG Kal
- Kavoéveg, apxéc, oToxol

Kai

- OIKooUuoTNMA TTAIXVIOIOU (KOIVOTNTEG, ECWTEPIKEG TTNYEC,
KOIVWVIKQA QiKTUQ)

- Ta TTauyvidia Ogv gival atTAwg To dBpoicua TNG
a@nyNong Kal Twv OTTTIKWY HNVUHATWYV

11/6/2015 Hpd BoUAyapn 18/59



A1adpaCTIKOTNTA VS. A@nynMATIKN Aoun

- MuBioTopnuaTa, TAIVIEG, KATT
 [1pOOEKTIKO OXEDIQOUEVN APNYNMUATIKA OOMN
- [Taiyvidla

- AladpaoTIKOTNTA

- O €Aeyxoc Tou ouyypagea treplopiletal, EAEYXOC O€ EKEIVOV
TTOU OGAANAETTIOPA UE TO CUCTNUO

11/6/2015 Hpd BoUAyapn 19/59



A100paCTIKOTNTA VS. APnynUaTiKi Aoun

“l won't go so far as to say that interactivity and
storytelling are mutually exclusive, but | do
believe that they exist in an inverse relationship
to one another... Interactivity is almost the
opposite of narrative; narrative flows under the
direction of the author, while interactivity
depends on the player for motive power..."

The Designer's Notebook: Three Problems for Interactive Storytellers by Ernest Adams [Design, Designer's Notebook]
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http://www.gamasutra.com/view/feature/131821/the_designers_notebook_three_.php

Apnynon
(narrative)
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MeAETeg MNepITTTWOEWY
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“Call of Duty 4”. Eicaywyn

- “2UVTONO apicTOUpYNHO
apnynong” (Sicart,
2010)

- [1oio 1O ynvupa peoa
OTTO:

+ Kavoveg; EAeyxog ammd i gitr St e
-ITGI’KTr] y -ITI eaVég Klvr’lo-slg Call of Duty 4: Eicaywyikr) oknvn https://youtu.be/6zVDvxjOIDE?t=1m44s

- Aepnynon; ['pagika,
|I0TOPIa, ouvaiodnuarta
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https://youtu.be/6zVDvxj0lDE?t=1m44s

“Call of Duty 4”. Eicaywyn

- Kavoveg:
- Player Agency, €AeyXoc¢ aTro ToV TTAIKTN: TTEPIOPIOOG
KIVOEWV
- AioBnua aduvapiag
- AvaoToxaouog (yiati; ouvdeon YE ouvOnKeC
TTEPIBAAAOVTOG;)
- Apnynon:

- ATTPOOOOKNTO ATTOTEAECHA IOTOPIAC: KATAPPIWYN
OUMNBACEWYV — ETTAVATTPOCDIOPIOPOG TWV TTPOCOOKIWY

- ['pa@Ika: avatrapdoTacn Tou TePIBAAAOVTOG

11/6/2015 Hpd BoUAyapn 24/59



“Papers, Please”

Toutr 2o i3 sick and rieads modicivie

SRUHGE

SRLERY ()




“Papers, Please”

- “a terrifying and elegant illustration of how inhumanity is
created through systems”

- Scott Juster. http://www.popmatters.com/post/171036-papers-please/

- 2U0TNMa TTou KaBopilel TN CUMTTEPIPOPA TOU TTAIKTN “uaOE
TOUG KAVOVEG, KAl ATTOPPIYE TOUC UETAVAOTEC TTOU OEV
OUMMOpPWVovTal”

- Procedural rhetoric (lan Bogost)
- HOIKG diIAAuuaTa

- [TONITIK) pNTOPIK, AKTIBIOWOC, CUMUETOXN OTA TTOAITIKA
TTPAyuaTd
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http://www.popmatters.com/post/171036-papers-please/

“Every Day the Same Dream”

"Morning dear”

Hpw BouAyapn



“Every Day the Same Dream”

- “Every day the same dream'is a slightly existential
riff on the theme of alienation and refusal of
labor. The idea was to charge the cyclic nature
of most video games with some kind of meaning
(I.e. the “play again”is not a game over). Yes,
there is an end state, you can “beat” the game.”

- Paolo Pedercini (Molleindustria)

- H gptTeIpia dnuUIoUPYEITAlI HEOW TOU TTAIXVIOIOU, TWV
KAVOVWYV, TNG ETTIPAVEIAC DIETTAPNC, TNC
AAANAETTIOPAONG, TWV ETTIAOYWYV TOU TTAIKTN, TOU
oxedlaopou. TI UTTopEl va KAVEI O TTAIKTNG;

11/6/2015 Hpd BoUAyapn 28/59



Evouvaitnon

- AN\ayr} cupTTEPIPOPAC,
KOIVWVIKN
OUMTTEPIPOPA
(prosocial behaviour);
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NMwcg eival va {eig pe Alzheimer;

i Explf}ratiovln Vir_:ieo Cauls ‘ a ]arge... some’ti’ning‘ Not sure what it's for.
about Alzheimer's Disease

4 S ALZ (free, online)
41 ne Designtand Productio | : http://www.newgrounds.com/portal/view/634905
Forget Me Knot
http://www.alexanderjamestarvet.com/#forget-m
e-knot

Ether One http://ether-game.com/
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http://www.alexanderjamestarvet.com/#forget-me-knot
http://www.alexanderjamestarvet.com/#forget-me-knot
http://ether-game.com/
http://www.newgrounds.com/portal/view/634905

[Mwg €ival va gical 0 KWHA;

MIND: A Path to Thalamus
http://mindpathtothalamus.com/
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[Mwg eival va £XEIG KATABAIYN;

Wou ore deeply depressed Even octiviie used ko ey Peld Uitle or
o reredk Fu‘\ﬂmﬁﬂﬂ‘pmm na m;%m ﬂc;?zﬁlwvw
Yo are not ourmently seeng o thencpst

Yol are net clrmently taing rmsdcdtion for cepreason

Depression Quest http://www.depressionquest.com/

i Elude http://gambit.mit.edu/loadgame/summer2010/elude_play.php
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http://gambit.mit.edu/loadgame/summer2010/elude_play.php
http://www.depressionquest.com/

MovTteAotroinon A@npnuéEvwy Evvoiwv

- Apnpnuéveg Evvolegg: 11.X. aicOnuara,
ouvaionuara, KataoAiwn, avola, EBIoUOC

- Katavonon, HEAETN TNG £VVOIAC, WS OUCTNUO
OTOIXEIWV TTOU AAANAETTIOPOUV PETAEU TOUC, TN
AEITOUPYIa TOU CUCTNMOATOG

- ZUYKEKpIMEVOTTOINON (tangibility): mr.x. ue
METAPOPEC, PUOIKEC AVATTAPACTACEIC TWV
OTOIXEIWV TNG EVVOIQC

» Moauyvidi: cuoTnua, oxl “OTTACPEVO” - OTOXOG,
AUCEIC
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2XEOI00TIKEG APXEG

- [0 oxedIOOPO, apXIKQ £0TIAON OXI O€ PUOIKES EVEPYEIEG TT.X.

“lumping”, “shooting”, aAAG o€ £vvoleg OTTwG “eATTida”, “ayartn’,
“Quaoia” (Rusch and Weise, 2008)

« [TaIxVvIOOKEVTPIKOG 2XE0IQOMOG: METATPOTIA EVVOIWY O€
KWOIKOTTOINUEVO CUCTNNA OTOXWYV, KAVOVWY, OIadIKATIWY, TTNYWV.
TI TTPETTEI VA KAVOUV Ol TTAIKTEG;

- Kave Toug TTAIKTEC va VOIOOTOUV: OPAUATIKEC KATAOTACEIC VIO
TaUTION, EVOIAQPEPOV, avNOUXia — evouvaiobnon yia ToV €IKOVIKO
XAPOKTNPA KAl YIa AAAOUC XOPAKTAPES

- Evowpatwaon TTOAAATTAWY OTITIKWYV YWVIWV: TTaIXVidl pOAWYV, VEEC
OTTTIKEG YWVIEC, DIAPOPETIKEC ATTOWEIC VIO £va BEPA, DIAPOPETIKOI
TUTTOI AVOPWTTWYV YIa AAANAETTIOPACT) ME DIAPOPETIKES IOEEC,
ATTOWEIC — OKEWN

« 2UMMETOXN €I0IKWY TTAVW OTO BEua
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2XEOI00TIKEC APXEG

yia paénon

- MaOnoiakoi oToxol: TTPoadIOPICHOG KAl TTPOTEPAIOTNTEG. TI
TTPETTEI VA HABOoUV/KATAAGBOUV Ol TTAIKTEC;

- ETioTuEeg TNG EKTTaidEUONG: CUPUETOXN ETTIOTNUOVWY TNG
EKTTAiIOEUONG OTO OXEDIAOMO - VIO TNV ETTITUXNMEVN ETTIKOIVWVIO
TWV HaONOIOKWY OTOXWV

- AglommioTia Kal AVTIKEIMEVIKEG NMANPOPOPIES: ACIOTTIOTIA,
QVTIKEIMEVIKOTNTA, YEYOVOTA VS. YVWMEG

- EugAiia xpRong: KABe 1Taiktng va £xel OIOQPOPETIKI EUTTEIPIA,
KGBe OAOKAAOC va UTTOPEI va XPNOIMOTIOINCEl TO TTAIX VIOl ME
OIAPOPETIKO TPOTTO, ONUIOUPYIKOTNTA, DIAPOPETIKOI TPOTTOI
XpNong oTnv Tagn

+ AgloAbynong Mabnong: dedopEva aTro TTAIKTES, MOVTEAQ
avaAuonc-acioAoynong
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“Brothers: A Tale of Two Sons”

——

A svidatanns --4—— ’
il [T g | 1 t.. !l“l Q.}\

(1]

Evowuarn evouvaiobnon” uéow Xeipiopou Xbox
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- Kavovec (etmINoyéc,
OUVONKEC VikNc)

Ouuic...

- HApnynon
QTTOKOAUTITEI KI GAAN
loTOPId

» O TTaiKTNG auPIoBNTE],
KPITIKA OKEWN

11/6/2015 2 PO
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“Witcher 2”

}-\ripes?"” Vhat wi
L\ B e

Vernon Roche — Temeriangp%gf the'Blue $

« AINUPOTA, ATTOPACEIC
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HOiIkEG ETTIAOYEC — AIAUMpOTA

- Na “OKOTWOEIC hia ouada 1 va CUVOUIANCEIC
uadi Tng; (Fallout 2)

- TeAIKN €mmIAoyN: dIkaloouvn N cupTtrovia; (Fear
Effect)
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HOiIkEG ETTIAOYEC — AIAAUMOTA

» Auadikn eTmiIAoyn (aoTTpo — paupo) vs. Ox1 “kaAn” n “kakn’
ETTIAOYN

« ZUVETTEIEC TTPACEWV, ETTIAOYNG;

* TO TTAIXViOI ATTAITEI CAPN KAl EJPAV) OUVOEDT METACU TWV TTIPACEWV KAl
Tou attoteAéopatoc (Rules of Play, Salen & Zimmerman, o€A. 34)

- EVBAppuvon emAOywY KAl OUVETTEIEC

* Ol TTAIKTEC ECEPEUVOUV TOV KOOUO ME DIAPOPETIKOUG TPOTTOUC KAl
ETTIAEYOUV TNV TTOPEIA TOUC (ME TOUC KATAAANAOUG TTEPIOPICUOUG),

avaTpPoPodOTNON YIA TIC ETTIAOYEC, O TTAIKTNG VO KATAVOEI TTWG N
ETTIAOYI 0ONYNOE OTIG CUVETTEIEG

- [Tapoxn TTAaiciou yia KivnTpa Kal TTP0BECEIC:

* Ol TTAIKTEC KATAVOOUV TO IOTOPIKO TTAQiCIO £TO1 WOTE VA TTPOO0OIOPICOUV
TA KiVNTPA TWV EIKOVIKWY XAPAKTIPWVY
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TauTOTNTO EIKOVIKOU XOPOKTAPO

What Would Geralt Do? Witcher 2's
Approach to Choice and Decision

by Christian Nutt [Design, Interview]

6 comments E 341 B

October 29, 2012 44 Article Start | Page 1 of 3 | Next |

The Witcher game franchise is built on the work of a Polish author called Andrzej Sapkowski -- neither of
the games are built directly from his fiction, but it's the underpinning of everything that the games are,
from their quests and story to lead character Geralt.

The PC games have gone from a cult phenomenon in Sapkowski's homeland of Poland to critical and
commercial successes across the globe. And with The Witcher 2: Assassins of Kings released for the Xbox
360 earlier this year, the developer is finding a new audience on game consoles.

Lead gameplay designer Maciej Szczesnik and

gameplay producer Marek Ziemak, both work at

developer CD Projekt RED. Here, they share their insights into how they make The Witcher series work --
why Sapkowski's books are the wellspring for the games, why it's important to have a defined lead
character, and how storytelling is the most important aspect of the franchise.

One of the things I found most interesting about The Witcher 2 was the decision to split the
story into two different paths, and literally, probably double the work and content. Some

http://www.gamasutra.com/view/feature/180342/what_would_geralt _do_witcher_2s_.php

11/6/2015 Hpw BouAyapn

- TauTtdTNTA EIKOVIKOU
XOPOKTNPA:
- EAgubBepia Maiktn vs.

NMpoowmikéTNTA
EikovikoU XapaKTipa
(Frasca, 2001)

James Gee (2008):
Evowpuarn
gvouvaiodnon
(embodied empahty)

AAAG kai: duvaToTnta
EKQPAONG TWV ATTOYEWV
KAl aglwV TOU TTAIKTN -
EUKQIPIEC YIA TTAIKTEC,
TTEIPAMATIONOC ME AAAEC
ApXEC, ECATOMIKEUON
EUTTEIPIAC

41/59
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Kal n ATroucia ETTiIAoywyv

- [1lpokaBopiouEVo TEAOC

- O 0IGAoyOC pE Eva ATOUO 0dNYEl O€ TTPOKABOPICUEVO
TEANOG, O,TI Kal va €TTIAECEIC (Fallout 2)

- [lapa TOUC XEIPIOPOUC TOU TTAIKTN, Ol KIVAOEIC €ival
TTpokaBopiouévec (Final Fantasy Vi)
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“Stanley Parable”

- H évvoia Tn¢ eAevBepnc BouAnong;

11/6/2015 AN




HOikoi Kwdikeg, Aiec, ApXEC;
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“World of Warcraft”

- Horde vs. Alliance

« Ox1 emmkoIvwvia JeTagu
TOUC

- Honor system yia
eMRpPABeuon
ETTIOETIKOTNTOC

* 2UVEXNGC aUug¢nong ETTITTEOWV

+ AVTayWwVIOUOG YIa TNV
QTTOKTNON QVTIKEINEVWV
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“Bioshock Infinite”

N S
POLICE W N
% DO NOT CROSS

« KoIvwVIKA, TTOANITIKA, PIAOCOPIKA pnvUPOTa —
epwTAuaTa. AAAQ...
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“Deus Ex: Human Revolution”

v

% Rt AUGMENTATIONS CREDTS 12635% NEXTPRAXS 3270 TOTALXP 1730

: CRANIUM AUGMENTATIONS - EYE AUGMENTATIONS

0/1 . 0/6 *

'

. = . ” ’b i BACK AUGMENTATIONS
=/ ‘B
{20 ) AN TEN = \;\

| i ) |

: TORSO AUGMENTATIONS 0 Vg 01 01
7 2 .

. : = * SKIN AUGMENTATIONS
03 ® o2 . 4 ;

04 03
: ARM AUGMENTATIONS A'MSTAB'L'ZEH W * LEG AUGMENTATIONS
- VIEW

AVAILABLE PRAXIS (]

)

Trashumanism, corporations, media, social riot

11/6/2015 Hpw BouAyapn




“The Sims”

- “we have to accept certain behaviors,
namely, compulsive consumerism in === 48
order to achieve social success. P s
Rebelling against this structure implies o
an immediate failure in the game, and 1
the user is relieved of her duties until
the normal architecture of power is
reestablished”

- “The Sims might be interpreted not as
a simulation of western social life, but
the means of production in post
capitalist societies. Given this
perspective, the code acts as an
propaganda machine, as well as an
enforcer of the values it has been
hardwired with.”

(Sicart, 2005)
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Kavoveg & 10€e¢g

+ 2UC0TNMA ACIWV EVOWUATWHEVO OE KAVOVEG

* TO JOVOTTATI TNGC QPETNC, TO JOVOTTATI TNG TIMNG, KATT
(Ultima V)

- Karma points, morality points: TToIEC eVEPYEIEC
emPBpaBevovtal; TTWE (EAvV) avalpouvTal Ol “KAKECS”
EVEPVYEIEC;
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[Na Evnuépwon, EvaioBnrotroinon
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Darfur is Dying http://www.gamesforchange.org/play/darfur-is-dying/

The fates of the Aid Worker, the Survivor, and the Journalist

are interdependent. While on the surface all three share similar SURVIVOR
goals, how they pursue those goals can put them into conflict.

THE JOURNALIST,

Experience the Haiti earthquake as a 5

Inside the Haiti Earthquake http://insidedisaster.com/haiti/experience
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“Phone Story”

- free, online http://www.phonestory.org/game.html

- Walkthrough: https://www.youtube.com/watch?v=sSMSFLAsNzc
- Atrticle:
http://www.theguardian.com/technology/appsblog/2011/sep/14/apple-phone-story-rejection
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H NMpoowrikNn loTopia Tou MNaikTn

when a player traverses a game’s
pOSSIbtllty space
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Matthia Worch. (2012) DC 2012: “Player Stories and Designer Stories.” Presented at e GDC 2012. Retrieved from

http://www.worch.com/2012/03/12/player-stories-and-designer-stories-download/
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Ytrootnpicn Mnvupgatwy

HEoW Kavovwy + Apnynong

- “most educational games have failed because
they use generic game templates (e.q., Pac
Man) rather than original game rules designed
to illustrate the rules of a system’

- Jenkins & Hinrichs, 2004, Games to Teach research
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SCORE 160 LIVES mim aim

PR PE P

o

- Space Invaders
- Edv o1 TaikTeg TTUpOBOACUCAV PN AVOKUKAWOIKA UAIKG;

« Ox11o0xup06 pAvupa yia TNV avakukAwon
- H dpdon tou tTaixvidiou (Kavoveg, TTUPOBOAICHOC) BEV TTAPEXEI MVUMA VIO TV AVAKUKAWG OTNV
TTPAYMATIKR {wr), OEV EVNUEPWVEI ETTAPKWG
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Ytrootnpicn Mnvupgatwy

HEoW Kavovwy + Apnynong

« Ox1 yovo aAAnAeTTidpacn TOU TTAIKTN PE TO ETTIPAVEIOKO
TTEPIEXOUEVO

 YTTOOTAPICN TWV MNVUPATWY JECW KAAG OXEDIOOMEVNG
precedural rhetoric

- AVATITUCN VEWV JOVTEAWYV — OXI VEO TTEPIBANUO O€
TTaAId mechanics

- ['la éva TTaixvidl ue oKOTTO (TT.X. Serious game):

dnuIoupyia mechanics TTou ETTIKOIVWVOUV EVVOIEC,
Qciec, oUOTNMA NOIKWYV KAVOVWY TTPAYUATIKOU KOOUOU
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Aopnynon + Kavoveg = |0€g¢g

« APXEC, aciec, PINOCOPIKEC I0EEC, BPNOKEUTIKEC
EVVOIEC
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- Metadoon ouvaiobnuaTtwy, evouvaiodbnong,
I0EWV, ACIWYV, JNVUPATWY METW:

- Kavovwv: 11.X. OUVONKEG vikng, NTTAG, ECEAICNC,
QVTAMOIBEC, TINWPIEC, OUVATEC EVEPYEIEC TTAIKTN,
emAoOYEC TTaiKTN (T7.X. OIAuuaTa), avadpaon
TTaixvidlou

« A@RYNONG: T1.X. YPOPIKA, EIKOVEC, BivTeo, NXOlI,
|I0TOPIA, TTAOKN, a@NYNMATIKO TTAQICIO,
TTPOCWTTIKOTNTA EIKOVIKWY XAPAKTAPWYV, METAPOPEC
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BiBAloypa@pia

- Koo, G., Seider, S. (2010). Video Games for Prosocial
Learning. In Ethics and Game Design: Teaching Values
through Play. |Gl Global.

- Sicart, M. (2010). Values between Systems: Designing Ethical
Gameplay. In Ethics and Game Design: Teaching Values
through Play. |Gl Global.

- Shooter apotheosis:
http://www.brainygamer.com/the brainy gamer/2013/04/apoth
eosis.html

- Opinion: Violence limits BioShock Infinite's audience — my
wife included
http://www.polygon.com/2013/4/2/4174344/opinion-why-my-wife
-wont-play-bioshock-infinite
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