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[MTEPIAHWH

Ta moyvidww Axovotikeg Emovénuévng Ipaypoatikomrog avamtbccovior paydoio o€
ONUOTIKOTNTO. KOl TEYVOAOYIKO €MIMEdO, MPOGPEPOVTAG oL VEN O1A0TOCT Yuyaywyiog Kot
TPOGPUCILOTNTAG GTOVS TATKTEG LEG® TOL EUTAOVTIGHOD TOV TPOYHOTIKOD KOGUOL UE EIKOVIKY|
nyntikn TAnpoeopia. To Mystic Isle: in search of the golden lyre eivon avimpocmrevtikd avtig
Mg Katnyopiog moryyvidudv Kot €0TIALEL GTN TEPMYNOT OTN TOMTICUIKY] KANPOVOULE TNG
Képrvpag. To mayvidr ypnowonotet ™ texvoroyia yewtomobesiog amd ta Kivntd ThAEQPOVO TV
TOKTOV OCTE VO EVEPYOTOIEL TO KATAAANAO MyMTIKO epébioua péoa oe éva mpokabopiopuévo
HoVoTatt pe onueion evolaQEpovtog 16Topikng onpacioc. Katd m dibpkela tov maryvidoon, ot
TOAKTEG OAANAETIOPOVY WE ONUOVTIKEG 1OTOPIKEG TPOCMOTIKOTNTES, Ol OTMOIEG TOLG TUPEXOVLV
OLAPOPES TANPOPOPIEG YO TOVG E0VTOVG TOVG, Yo TV €EEMEN NG 10TOplaG OAAG Kot Yio To
wotopikd pvnueia. o v evepyomoinomn TV MyMTiK®OV YEYOVOT®V, Ol TOUKTEG TPEMEL VO
Bpiokovtotl Oyl HOVO Ge GUYKEKPIUEVOVG TOTOVS, OAAG KOl GE GUYKEKPUIEVES YPOVIKEG GTIYLLEC.
"Etot, 1 ovvnBiopévn mpaxtikn g Akovotikmg Enavénpévng Ipaypotidtntog mov xpnoipomotet
TO YMPO G GTOLYELO TOV TTALYVIO0V, GUVOVALETOL LE O KOVOTOWO TPOGEYYIOT TTOV TEPIAAUPEVEL

emiong Tov xpovo ¢ kabopiotikd mapdyovra. To MynTkd meplexOUEVO TAUICIOVETOL ATd Eva



pecaumvikd mepariov e ototyeio gavrtoaciog. Méca and v nynrtikn oAAnAenidpacn pe éva
TAOVG10 MYNTIKO VAMKO 6€ GUVOVOGHO LE 1010ATEPES KOl KOVOTOUEG NYNTIKEG Unyaviké, To Mystic
Isle mpoo@ipel o TpwTdyvopn Kot cOyypovn dadpactikny eumelpic mov Oa pmopovoe va

a&lomon el o ekTAOELTIKO Kol TOMTIGUIKO TAOIG10 YOp® amd T TOAN g Képrupoc.

AEEEILY KAEIATA

NYNTIKO TOVidl - OKOVOTIKMG ETOVENUEVT] TPOYUOTIKOTNTO - EXOVENUEV TPOYHOTIKOTNTO -
TOMTIGUIKY] KANpovould - yemtomoBesion - mymTiky oAANAETIOpaon - EKTOOELTIKO oy Vil -

KOGLOG TOV PAVTOCTIKOD - NYNTIKOS GYEOAGIOGC.
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ABSTRACT

Augmented Reality Audio Games are rapidly gaining popularity and technological advancement,

offering a new dimension of entertainment and accessibility to players by enriching the real world
with virtual auditory information. Mystic Isle: in search of the golden lyre is representative of this
category, focusing on exploring the cultural heritage of Corfu. The game utilizes geolocation
technology from players' mobile phones to trigger appropriate auditory stimuli along a predefined
path of historical points of interest (POIls). Throughout the game, players interact with significant
historical figures who provide various insights into the unfolding narrative intertwined with
information on themselves and historical landmarks. To witness the audio events players need to
be not only in specific places, but also at specific times. Thus, the common audio augmented reality
practice of utilizing space as a gameplay element is combined with a novel approach of including
time as a decisive factor as well. Last, the general audio content is framed within a medieval
environment with elements of fantasy. Through auditory interaction with sound materials
combined with unique and innovative sound mechanics, Mystic Isle offers an unprecedented and
contemporary interactive experience that could be utilized in an educational and cultural context

surrounding the city of Corfu.

KEYWORDS

audio game - audio augmented reality - augmented reality - cultural heritage - geolocation -

audio interaction - educational game - fantasy world - sound design.



EYXAPIXTIEX

®a NOeha Vo EVYOPIGTNC® TOVG YOVEIG OV, TNV OIKOYEVELD LoV Kol OAOVS TOVG PIAOLG TOV UE
ompilouv Kabnuepvd Oeiyvovtdg pov v aydmn Kot TV LIootNpiEn Tovg TOGU YPOVIK.
Juykekpiéva, Bo nbeia va evyaptotom amd kapdidg Tov Addiktopa KOplo Ztoiavo Kapoaydvn
kot tov Adaktopa kOplo Eppavovrd PoBidn yioa v apétpntn Ponbdeta, 1o evdlapépov kat tnv
EVEPYELN TOV OV £3MGAV Y10l TNV LAOTOINGT TNG SMAGUOTIKNG £pyaciog pov. Xwpig OAovg 604G
avtd 10 emitevypa dev Ba NTav Toté dvvatd va mpaypatomomBel. Eipon svyvopmv mov £y to
TPOVOLIO VO GOG £X® KOVTA OV Kot VoL d€XOaL TNV vootpign oag ot {on Hov.

Yag exTiu® Poabitato Kot 6og evyaploTd Yio OAa!

“Always remember...
Your focus determines your reality.”

Qui-Gon Jinn, Star Wars
Ep. I: The Phantom Menace.
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IIpoAoyog

Qtov oVYYPOVO KOGLO, 1| TEXVOAOYI avOiYEL VEOUG OPOLOVG Y10l TNV aVADELEN Kol O1TPN O TG
TOMTIGUIKNG KANpovodg pog. H dumhopatikn epyacio mov o Tapovsldo® Gt CUVEXELD, LE
titho "Anovpyior [oyvidod Axkovotikdg Emavénuévng Ilpoaypatikoétnrog pe Xkomd tnv
[Tepynon omv IoAtiopiky Kinpovoud g Képkvpag" amotelel Eva mapdaderypo avtig g
eEEMENG.

Koatd ) dwdpxeto autg g Epyaciog Epevvd 1O TPOTO Pe TOV Omoio M TEXVOAOYia NG
OKOVOTIKMG EMAVENUEVNG TPOAYLOTIKOTNTOS Umopel vo ypnotpomombet yia tn dnuovpyio £vog
ToVIOo0 oL TPOodysl TNV TOMTIGHIKY KAnpovoud tg Képxvpag. Me ) ypnon g
vewtonoBesiog, g wotopiag kol TG eoviaciog dnpovpynca éva TepBAAAOV OOV Ol TOIKTES
UTOPOLYV VO, CAANAETIOPOVV UE TN KANPOVOULL TOV VNGOV HECH TOV NYNTIKOV EPEOIGUATOV Kot
NG 0PNYNONG 1GTOPLAV OO GNUOAVTIKES IGTOPIKEG TPOSHOTIKOTNTES ToL éncav otn Képkvpa. H
OUTA®UOTIKY OVTH €PYACIO OVOKOAVTTEL TN GLVAVINGN TNG TOPAOOGLUKNG TOAITIGTIKNG KOl
TOMTIGUIKTG KANPOVOLULAG e TN GUYYXPOVT| TEXVOAOYID, TPOCPEPOVTUS Uit TPWTHYVMPN EUTELPiL
v v €EEMEN Ko TN dTnpNnomn G TomKNG KovAtovpag. Tavtdypova, avTimpoocwnedel TV
aQocimorn otV evioyvon g KAnpovodg kot v aélomoinorn g tEYVoOAOYiag Yo TNV
EKTTAOEVOT KO TNV Youyoywyio.

Me v eimida O6tL T0 MOPOV £yypapo Ba eumvevoel kKo Oa evBapphvel meplocdTEPEG
TPOTOPOVLAIEG TOV GLVIVALOVLY TOV TOMTIGUO KoL TNV TEYVOLOYia, Elpon ETOOG VO GO TOEOEY®
o€ éva mapdAAnio payikd kocpo g Képkupag péca amd tov o Kot n d100pacTIKY TAOKT TOV

€Y OMNUOVPYNOEL.

KoAn avéyvoon kot avaxdioyn!



1.
Elwoaywyr)

.7{ TopoVGO SUTAMUATIKN EPYACIO TPOLYLOTEVETAL TOV EDPV KO GUVAPTAGTIKO Y ®PO TV Teyvodv
ko Teyvoroyudv tov Hyov, eotidloviag otn dtodikasio avAarTuEng evog S10dpacTIKoD TALVIOo0
Axovotikee Eravénuévng Ipoaypatikotnroag (Augmented Reality Audio Game — ARAG) pe
EUOOOTN GTOV NYNTIKO GYESOGHO TOV TEPIEXOUEVOV, GTNV OAANAETIOPOCT), GTNV KOAMTEYVIKY] KO
TEXVOAOYIKY] TPOGEYyon tov vrmoypdeovia. H avdmtuén tov akovoTikdg emovénuévov
neplPdAloviog PoacicTnke oI CLYKEVIPMOOT Kol TN Onpovpyio MynTikev ototyeiov oamnd
nyxoypaenoeig mediov (In Situ Recordings) tov mpaypatikod KOGHOL KaBDS Kot 6 NY0YPUPHOELG
LE TN TEYVIKN TNG Kataokevng avarapactatikod nyov (Foley). EmmAéov, ta povowkd ctoyeio
VITAPYOVV Y10 VO EVIGYVCOVV TO cuvalcOnuatikd veoPadpo tov maryvidov. ‘Eva akdéua kupiapyo
MMTIKO epébiopa eivan kat 1 opthior (Speech), n omoio mpoépyetan Katd KOPLo Adyo amd ™ xpnHon
™ texvng vonuoovvng (Artificial Intelligence — Al), ywa tig avaykeg g evooudtoong tov
TANPOPOPLOV OV OIVOVTOL GTOLG TAIKTES OAAG KOl TV GTOWEI®V TOL QOVTIOCTIKOD KOGHOV
(Fantasy World). To épyo avtd evompotmdvel Tig tevVoAoyieg ™ Akovotikdg Emavénuévng
[Mpaypatikotnrag (Audio Augmented Reality — AAR) kat g yewtomobesiag (Geolocation) twv
AELTOVPYIKOV cvoTNUdTOV TOTOL android ywa T dNUIOVPYID TOV UNYOVIGU®V TOV ETITPETOVY
otoug ypnoteg v efepedvnon g Képkvpog kor v avakGAvymn g TOATIGTIKNG Kot
TOMTIGUIKTG KANpovoudg te. Me okond tnv evioyvon g epufvdiong ot kavotdpot unyavicpol
TOV TOLYVIOLOD EMTPEMOVY GTOVG TOUKTES VOL ELVOL O1 PWEG TNG TEPIMETELNS, Ol 0TTOT01 KaB0odYOUV
mv e&éMEn kol ™ KoTdANngn g otopiag pHéco TV amodce®v Tovg. H dvvardotnta avt
TPAYUOTOVEL £VOL O1OCKESACTIKO KO YOXOYy®YIKO Toyvidl yio TNV £E0IKEIMON TOV EMOKENTOV
aAAG KoL TOV LOVIHOV KATOTK®OV HE TO TOMTIoUO Kol TNV 1otopia Tov ynotov. Ot mpoontadeieg mov
KOTOPOAAOVTIOL OTN OWMAMUATIKY OLTH €PYOciot OmMOTEAOLV o GOYYpOvVY] KOl KOLVOTOWO
GLVELGQPOPE GTO TOUEN TG OLOTIPTONG TOV TOMTIGUIKOV TAOVTOL LEG® TOL YOV, TNG TEYXVOAOYING,

TOV OLPMYNUOTIKOD TEPLEYOUEVOD KOl TOV UNYAVICUAV TOL Ty VIO10V.



§ 1.1 Mebodoloyia

H pebodoroyia mov akorovdndnke yio v viomoinomn avtov tov ARAG Ntav apKeTd YPOopKD
oe eEEMEN. Apykd, dnuovpyndnke o pavtaotikog kéouog (Fantasy World) pe Bdon tov omoiov
Bo avamtbcoovtoy To MMTIKO Kot apnynuoatikd mepieyduevo. Emiong, kabopiotnke 1 kdpo
amootoAn tov maiktn (Main Quest), n omoia fTav 1 avalitnon evog pvbikov LOVGIKOD OpPYAVOL
pe EexploTéG WO10TNTES Kot SLVALELS, V1oL TNV EMITEVEN

™G OAOKANp®oNG Tov Toyviowov. Kabopiomnkav ta

Tpia KOpla oToL el TOV OBl SLTNPOVCAY TO EVILUPEPOV
OV ToiKTn, avtd givar n gupovOien (Immersion), n
ahonynon (Navigation) kot T0  GENYNMUATIKO
nepreyopevo (Storytelling) (Ewova 1). Mg dedopévn

mv eEokelmon Tov VIOYPAPOVTIA LE TO KOGUO TOL

EuBuUBion

N

N
/;’/Iysticl;l\«;\r

4 —

R

MAonynon

eavtaotikov (Fantasy World) kot ™ mpwtdTumn Mepiexdpevo

KatookeLv]  oevoapliov  mAokNg  amd  emtpomélio

nayvidlo porwv 6nmg to Dungeons and Dragons k.a., L. Kupiapya ororgeia rov Mystic Isle

1N £vTaEn QVTOV TOV GTOXELMV Y10, TN ONLovpYio TG TAOKNG TOL NYNTIKOD TatyVidtoD MTa EDKOAN
Ko ypryopn. 'Enerta, opiotnie n dtadpopn wov Oa akorovBovcay o1 Taikteg e 6TOYO VO TEPAGOVY
and apketég tomobeciec evtog g mwOANG g Képxvpag vy va yvopicovv ) TOMTIGUIKY|
KAnpovod . ' va emttevyBodv ta mopamdve, TporyUaToToOnKoy opkeTES O100POUES DOTE
va Bpebel avtn mov Ba eumnpetel oe peyarvtepo Pabud to KOpla otoryein EVOLUPEPOVTOS TOL
naiktn. To emdpevo oTdd10 MOV 1) E£01KEIMOT TOV VTTOYPAPOVTO LE T GVYYPOVA TEYVOLOYIKE LEGH
OV YPNOYOTOOVVTOL GE€ aVTA To Twaryviolwn. Mécsw g PipAoypagikng avalnmong, pe AEEELS
KAeW1d oxetikd pe to ARAG, oyedidotnkay ot kawvotopotr unyavicpoi (Mechanics) tov Mystic
Isle. £t cuvéyeia, TpoypoTomomdnke EpEVVa. Y10l TIC 16TOPIKES TPOCOTIKOTNTEG TOL £LNCaAV 6TO
ynot kot emAEYONKay 0p1opéveg amd avTEG Le GTOYO VO VaOEIEOVY TOL TTOAMTIGTIKA KO TTOAMTIC UKL
otoyeio g mOANg ™ Képrupag adlhd kol vo mopéyouy T amopoitnTeg TANPOPOPIES GTOVG
naikteg. ‘Emerta, Onmpovpyndnke 1o oevéplo Tov moyvidolov ouvovaloviog TIC IOTOPIKES
TPOCOTIKOTNTES LLE TOVG YOPUKTNPES OO TO KOGLO TOV (POVTACTIKOV, TOL GNUEID EVOUPEPOVTOG
ot TOANG TG Képrupag kot toug unyovicovg tov matyviotov. ['vopilovtag mAéov 1o dadpactikd
neplEYOUEVo, mpayuatomombnkav mnyoypagnoelc mediov (In Situ), owdiag (Speech) o

Kataokevng avarapactatikov fyov (Foley). Ev cuveyeio, dnuovpyndnkav to povoikd ototysio
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(Music) ka1 ot mymrikoi oyedwacpoi (Sound Designs). ‘Etot, ohokAnpdvovtag to amopoitnta
NYMTIKG ototyeio TpaypotoroOnke n wign (Mix) kot to Mastering tov Topoandvm yio To EKAoTOTE
NNt TePPAALoV TV onueimv evOLapEPOVTOS. XT0 onpeio avtd evidyOnKe 10 GKENTIKO TV 600
drapopeTikdv NynTikedv emmédwv (Audio Layers), To onoio yvwotomomnke otov voypapovta
oo TO GTASLO TNG EVPECTG TOV UNYAVICUAOV TOV TOLYVIOL00. XT1 GUVEYELD, Y10, T KATOOKEVT] TOV
Mystic Isle emidéyxbnke 10 KATOAANAO TPOYPOUUOATIOTIKO AOYIGHIKO, TO OTOI0 EMITPENEL TNV
emtdyvvon ¢ OdKaciog OoKIAY opbng Aettovpylag TOL KMOWKO, EVIACOOVTAG TOLG
UNYOVIGHOVG TOV SNUOVPYNONKOY GE TPOYEVESTEPO GTAOO GLVOVALOVTAG TOVG LE TO NYNTIKA
epebiopota. Emopévoe, péow tg mapomdve pebodoroyiog emAbe m vAomoinon OAwv TV

npoavapepOEvImv ototyeimv eOavovtag oto tehkd arotérecpa (Ewova 2).

Télog, pe okomd T didyvon ko T Pektiotonoinon tov moryvidov, to Mystic Isle

napovoidotke oto DCAC International Conference 2024 ko maiytnke 610 KNmo Tov AaoD 6N
Képkvpa amd toug emokénteg tov AVArts Live Game Hub 2024, ot omoiot andvincav og €va,
GUVTOLO EPOTNLATOAOYIO GYETIKA LLE TNV EUTEIPIA TG AKOVOTIKADG ETAVENUEVIG TPOY LOTIKOTNTOG

7oV Blwcav HECH TOL GLYKEKPIUEVOD oY VIS0V,



§ 1.2 2to)0g

H mapodoo dmhopotikny epyacio otoygvel ot dnuovpyia evog Akovotikdg Emavénpévou
Hymrwod [Moayvidion pe tpotdtumo nymrtikd (Audio) kot agnynuotikd mepieyduevo (Storytelling)
KOl L€ KOVOTOMOVG punyaviopovg Aettovpyiog (Game Mechanics). Zvvévalovtag v 1otopio Tov
TOMOL Kot 6ToLXEI®V TOL Pavtactikoy (Fantasy World) a&lomolobvtat o yog kot 1 texvoloyia e
oKomd TN TPo®ON o™ TNG TOMTIGUIKNG KANpovopdg g Képkupag péca amd éva yoyoymyukd Kot

OloKeESUOTIKO oy vidt e ekmadevtikeg dvvarotnreg (Ewdva 3).

Ta mapadotén cuvodeLTIKA apyeia g epyacia ivat:
- Apyeia Biphoypagiog.
- Eopappoyn Hoyvidiod Mystic Isle.
- Tpoypappatioticog Kaducog IMotyvidrov.
- Hymtwd Apyeio TToyvidiov.
- Ewoéveg Moy vidroo.
- TMopaptua 1: XZevapio tov Mystic Isle
- Mapdaptmua 2: DCAC International Conference 2024
- Mapdapmmua 3: AVArts Live Game Hub 2024

2Ovdeopog Awabeotudtnrag: https://osf.io/2an8t/?view only=d233526c¢82034ec09f46fa70e99f32b1



https://osf.io/2an8t/?view_only=d233526c82034ec09f46fa70e99f32b1

§ 1.3 Emoxonnon Epyaotag

210 0elbtepo  kePOAoo TG epyoaciog  yivetor  avagopd oTo  gupvTEPO  BepPNMTIKO,
16TOPIKO/TOMTICUIKO TAMIG10, 6TO 0moio aviKeL to Bépa g OwmAwpoTiKnG. Méoa oand o
BBAI0YpO@IKN 0VOGKOTNGT| OVAPEPOVTAL O1 YEVIKES TANPOPOPIES Y10l TO AVTIKEILEVO TNG EPELVAG
KOl Ol TPOCQOTES EPELVNTIKEG evEpPYeleg GAAwV  egpguvntav. Ilpayupatomoteiton 16TOpIKNn
aVOoKOTNON ¢ TPOS TNV €£EMEN Kot GUYYPOVN KATAGTOGT TOL EPEVVNTIKOV EMIKEVIPOL TNG
gpynciag. X10 0e0TEPO UEPOG TOV OEVTEPOL KEPAAAIOVL YIVETOL OVOPOPA CE EOIKOTEPO KO TO
TEYVIKA {NTNUOTO TOL GCLYKEKPIUEVOL €PELVNTIKOV TESIOL 7OV €YoVV YvmoTomomOel Kot
ypnooromBet oamd AAlovg epguvnTéc.

210 Tpito KEPAAOIO TNG €pyocio YIVETOL TOPOLGINGT TNG KOTOOKEVNG TOVL TOLYVIOIO0
Axovotik®wg Emavénuévng Tpaypatikomrog Mystic Isle: in search of the golden lyre og
APNYNUOTIKO KOl TEYVIKO EMIMESO. ZVYKEKPUEVO, YIVETOL OvaEOpd G€ OAN 1N OladiKacio
onuovpylag TOV MYNTIKOV OTOWEI®V TOL Toyvidlov, TN JOldKaGIo KOTOOKELNS TOL
PN YNUOTIKOD TEPIEYOUEVOV, TNV ETIAOYY] TOV YOPOKTNPOV 0AAL Kot Ta oTolyeia epfvBiong mov
evtayOnkav oto moryviol. ‘Emetta, yiveron Aemtopepng aviAvorn Yo TOVG pUNYOVICHOVS Kol TN
TEYVIKT] VAOTO{NOT) TOV GLYKEKPLULEVOL NN TIKOV oY VIS10V.

210 TEAELTOIO KEQPAANIO OVOPEPOVTIOL Ol OPYIKES WOEEC TOL VLANPYOV KOl TO TG
petoAAdyOnkav 1 tpomomombnKkav pe okomd vo EEmEPASTOLV SAPOPO EUTOOO KOTE TN
dnovpyia kot kotackevr tov Mystic Isle, omwg kot didpopeg pHeALOVTIKEG KaTELOHVOELS TOV
pumopovv va evtayBodv otn dnuovpyia evog ARAG. 'Etot, kaToAYOULLE GE GUUTEPAGLOTO LE
GKOTO VO aVOOEIEOVE TN ONUAVTIKT] GUUBOAN TOV TAPOVTOG EPEVVITIKOD £PYOL GTO ELPVTEPO
TA0IG10 TOL GYESUGLOV TTALYVIOUDY OKOVGTIKADG ETAVENUEVIC TPOLYUOTIKOTNTOC, TOV EEVTNPETOVV
Tapopoovg otoyovs. Iapovsialovtag ta Pacikd onueia a&romoinong g texvoroyiog Kot TV
NYNTIKOV oToyEiwV He oKomd TN dNUOLPYIL YLYOYOYIKOD TEPLEYOUEVOD LE EKTOOEVTIKES KO
TOVPIOTIKEG SUVATOTNTEG, GE OYECN HE TN OWd00N KOl TN TOPOLGIOCT TNG TOAITIGHUKNG

KAnpovodg g Képkupoc.



2.
Oewpntiko YnoPabpo

§ 2.1 O Hyog ota HAektpovika Iawyvida

Qm oLYYPOVN ETOYN TOV NAEKTPOVIKMV TOLYVIOIDV, 1] POAOS TOV NXOV ExEL EEQPETIKT onuaciol
Yo TNV Topoyn Mog asOnmnplakd mAnpoug mouyvidikng eumepiog. O yog dev avtipetomileTon
mAéov oG amAd aeOnTikd otoryelo, aAAL MG AVATOCTOGTO TUNUO TNG AELTOVPYIKOTNTOG, TMOV
UNYOVIGLL®V TOV oLy VIS0, TG EVEPYOTOINoNg TV alcOnceE®mV TOV oK, TG TAONYNONG, TNG
oGO TIKNG, TNG EMKOWVMVIOG E TO TOLVIOIKO GVGTNHA 0AAG Kot TG epuPvbionc. [a mapddetypa,
o€ Tayvidlo, OT®S oV Ta TOV TPMTOL TPochTov okomofoing (First Person Shooter — FPS) kot g
OTPOTNYIKNAG POA®V TOAMATADV TOKT®V o€ Tpaypatikd ypovo (Strategy Massively Multiplayer
Online Role Playing Games — SMMORPG), o 1fyoc dwodpopatifel {otikd poOAo, TapEYovVTas
KPIGUES TANPOPOPIES GTOV TTOUKTN Y10 TN TPEXOVOA KATAGTOCT KOl TIC EVEPYELEG TOV GTO TTALYVIOL.
Emopévmg, o Nx0g EVOOUOTOVEL EVIIUEPOTIKE GTOLYELN TOV TOLYVIOOV, TOPEXOVTAS TATPOPOPIES
v 11 B€om TV x0pdv, T SubecudTNTO TOP®V Kot dAAN onuovTikd ototyeia Tov Kabopilovv
TG OTPATNYIKEG EMAOYEC TOV ekdotote aiktn (Ng & Nesbitt, 2013).

Me Bdon ta mopomdve, YVOOTEG ETOUPEIEG NAEKTPOVIKAOV TOLYVIOIOV OIVOLV HEYAAN
onuocio oto MMTKd epedicpata eviog Tov Ty vidlov gite o€ eninedo NynTikng enévovong (Sound
Design), eite oe eminedo povoikng (Music). e ovtifBeon pe ovTtég, UIKPOTEPES ETOIPEIES Kot
aveEApTNTOl TPOYPOUUOTIOTEG CLYVO OVTILETOTILOVV TEPLOPICUEVOVG TOPOLS Kot EAAEWYM
eumePpiog oToV NYNTIKO GXESACUO LE OMOTEAECLOL TO YN TIKA GTOLXELD TOV TOLYVIOLDV TOVG VOL UMV
GLVOAVTOVV TO TTOLOTIKO EMIMEDO TWV OTTIKAV EPEOIGUATOV. AVTO £YEL OC OTOTELEGHO TNV ALOVVAUT)
EVOOUATMON TOL MYOL OTOLG UNYXOVIGLOVG OPICHEVOV MAEKTPOVIKMOV TOYVIOIOV Kol OTN
onuovpyia dvcdpeotng aicOnong 6ToVg TAUKTES, KATL TOL 00MYEL GLYVA GTNV OTOGUDTOT) TOV
MOV KOTA T SIAPKELDL TG EUTEPLOG TOVG LE TO YNELoKO kOGpo Tov matyvidov (Collins, 2008: 35-
36). H avéykn yw vyning mowdtnrag mynTikés PipAiodnkeg Kot TPOGEKTIKA GYESOGUEVA
EVNUEPOTIKG MYNTIKA oTotyeio. avadelkvhouy TN CNUAGIO TOL YOV O UEPOG TOL TTOLYVIOUKOD

oxedoopov (Ng & Nesbitt, 2013).
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H évtaén nyntikadv otoryeiov ota nAekTpovikd moyvidlo a&lomotlel TeVIKES amd dipopa
nedio. TS MMTIKNG avarapdotacns dsdopévov (Auditory Display). Me 1 dadikacio g
MYNTIKNG avamopdoToong OeO0UEVOV OmOSIOOVIE OTIONTOTE WHEGH TOL MNYOL WE OKOTO Vo
TAnpoeopn el 0 maIKTNG GYETIKA LE Ta YeYOovOTOo €vTOC Tov Tayvidov (Ng & Nesbitt, 2013). ITwo
GLYKEKPLUEVA, VIAPYOVV OPKETEG TEXVIKEG €VTOG OVTOL TOL Tediov, OTMG Yol TOPAOELYHO T
nyomoinon (Sonification), n axovoetikomoinon (Audification), n mapapcTpomonuévy
nyomoinon (Parameter-Mapping Sonification), n povrehomomuévny nyomoinon (Model-Based
Sonification), n mnyomoinon yw ™ Pertioon ™G AposPaciwétnrag (Sonification for
Accessibility), n omia (Speech), ou myoenpaveeg (Earcons), ta nyntika potipo (Audio
Motives), n povoucii (Music) kot aAheg (Hermann et al, 2011) (Ewova 4). Ot teyvikég Thg NymTikng
AVOTOPAGTACNG OEOOUEVMV OV OTAGYOALOVV TAPUKAT® TO EPELVNTIKO TEPIEXOUEVO TNG EPYOTIOG
glval n nyomoinon, ot YOS UAVGELS, 1| OUIAMO, TO NYNTIKA LOTIPo Kot 1) LOVGIKY). AVTEG 01 TEXVIKEG
QOGKOTOVV ot PeATion TG HETAO0oNS TANPOPOPIDY TPOS TOV TOIKTN, €€ TPOKELTOL Yl

apnpnuéva 0edopéva, EITE Y10 TV OVTIANYT] TOV GYETIKA LE TO YNOLOKO TEPBAALOV.

Mouaikn Hxotroinon
Hyntika )
MortiBa /Axouonxorromon
Hyntikn )
Hxooruavon f'AvaTrapc'xcmor]—>”“P‘:_ll’;;ggazguivn
Aedopévwv
Oulhia \ MovrteAotroinpévn
L Hyotroinon
Hyortroinon yia
BeAtiwon
lMpooBacipdétnrag

4.1 gyvirés Hynukng Avamapdoroons Aedouévav.
H nyomoinon (Sonification), xatd tovg Barass kot Kramer, avagépetar otn ypron 1yov
Yo T petddoon mAnpopopiog ympic vo meptEyovtal otoryeior opMag. Xe PHEYUADTEPT avVATTTUEN
TOV TOPATAV® OPIGUOV 0L 13101 AVOPEPOLY TG 1| NYOTOINCoN Elval 1 HETATPOTN TOV GYECEDV

OdOUEVOV GE OVTIANTTEG OYECES HECH MYNTIKOD ONUOTOC UE OKOTO TN OlELKOALVOTN NG
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emkowvoviag 1 g epunveiog (Hermann, 2008: 1). Zta nAektpovikd motyviow 1 myomoinon
amotelel €va onuavTikd oTotyelo mov ennpedlel TV eumepio Tov TOIKTN Kot GLUPAAAEL oTNV
ATULOCPALPO, TNV OAANAETIOPOCT KOt TNV OVASEIEN TNS TAOKNG TOL TTouyViolov. vy v ektedeiton
UE TN XPNOM OPOPETIKMOV TEYVIKOV Kot eELmnpetel TOALOVG GKOTOVG OM™G Yo TOPAOELY O 1)
avadeln TG aTHOCOOIPO TOV TToY VIOV, 1 OPOUATIKY évtaor pe Pdon Kdamowo yeyovota, 1M
avadelEn evepysumv, N evldppovon/emPBpdpevon, n kKaBodYNON TOV TUKTOV KOl 1] avAdEEN
dpopwv aAlay®v £viog Tov moryvidiov (Hermann, 2008: 6-7).

H ypfion tov «qyoenpaveemv» (Earcons) mpoodidel pio. S10popeTIKT TPOGEYYIoN OTN
TOPOLGIOCT) TANPOPOPLOV GTOV TOIKTI LEGH TOV YOV 6TA NAEKTPOVIKA oy vidia. H nyoonuavon
glvar ouvBeTIKOC MY0g mov omoteleiton amd mMuitova Kot pmopel va ypnoipomomdel yioo
dnovpyia. aKovoTIK®V pnvopdtov oto motyvidwo (Blattner et al, 1989: 11-44). Avtoi ot fyot,
elvar agnpnuévor kot ovbaipetol, umopovv map’ OAo OVTA VO OVTIITPOCOTEVGOVV OLAPOPL
YEYOVOTO 1| OAANAETIOPACELS OTY| SIEMOPT TOV YPNOTN HE TO YNPLaKo mepPaiiov kot e&attiog
AVTOV TOPEYOLV TN SVVATOTITO AVATOPACTACTG TANPOPOPIOV Y®PIc va Pacilovtal 6 VONLATIKO
nepeyopevo (Blattner et al, 1989: 11-44). TTapoia avTd, Y10 Vo ETLTOYOVY Ol KATOUOKEVAGTES QT
TNV €VYPNOTIC, TPEMEL VO EKTAOEVCOVY TOVG TOIKTEG MOTE VoL avayvopilovy Kot v epunvebovV
TIg Nyoonuaveelg opbd, kdtt mwov pmopei vo amoartei ypdvo ko mpoormabeia (McGookin kot
Brewster, 2004: 130-155). 1o mAaicl0 TOV MAEKTPOVIKOV TOLYVIOIOV, Ol MYOCUAVGELS
YPNOCLOTOOVVTOL  YIOL VO EVIUEPDOGOLV TOVG TOIKTEG 7YoL  OPOpPO  YEYOVOTH UHECH
TPOEOTOMTIKAOV onpudtwv. Avtd umopet vo meptlopPdvel £100momoelg yio mBaveS evESPEC,
embéoelc, | onueia otpatnyikng cvoneipwong g opadac (McGookin kot Brewster, 2004: 130-
155). Qot660, N1 COGTN ATOKMIKOTOINGCT AVTAOV TOV NYWOV €E0PTATOL OO TN KATOVONOT TOV
TOIKTY KoL TNV EKTOIOELGT TOV OYETIKA HE TO VOMUOTIKO TOovg mepieyduevo (McGookin kot

Brewster, 2004: 130-155). EmmAéov, ou

Hyxo-gidwAa NYOCTLLAVOELS &yoovv OPLOUEVEG

vrokatnyopieg (Ewova 5), ot omoieg eivon Ta

Hyoarjuavon Hxo-oupBoAa nyo-sidowia (Representational Earcons)!, ta
nyo-covppora (Abstract Earcons) kot ot nyo-

Hxo-0eikTeg deikteg (Semi-abstract Earcons) (Blattner et

R ————_—— al, 1989: 21-23). vuvolikd, m ypnon Tov

! Ta nyo-cidwia (Representational Earcons) katd tov Gaver avagépovtol wg akovotikd gikovidio (Auditory Icons).
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NYOCNUAVOEWDY GTA NAEKTPOVIKA Ty Vidlo omontel T cLVEPYUGTo LETAED TMV ONUIOVPYDV KoL TOV
APNOTOV TPOKEEVOL VO O10GQPAAMCTEL 1| CMOTH Kol OTOTEAECUOTIKY ETKOWVOVIOL TV
TANPOPOPLOV UECH OVTOV TOV aPNPNUEVOV NyNTik®dv onudtov (McGookin kot Brewster, 2004
130-155).

370 KOGUO TOV MAEKTPOVIKOV moyvidlidv, 1 opthio (Speech) avodeikvoetar g Ko
péEB0S0C TANPOPAPNONG TV ¥PNOTAOV LEGH TOL NXoV. H Tpopopikn YAdcGa, ®¢ Kuplapyn Lopen
OKOVOTIKNG EMKOWVOVIOG, TapEyel okpPeic TANPopopies 6€ KATAGTAGELS TOV amouteiTOL YPIYOpn
avtidpoomn Kat koTovonon tov ynoetakov teptariovog (Friberg ko Gardenfors, 2004: 150-153).
H ypnon g optMog ota nAekTpovikd moryvidw oev meplopiletor uOVo GtV ovVOUETAS00T
00MYLOV TPOG TOV TOIKTY), OAAG EMEKTEIVETAL KOL YLOL TNV EVNUEPMON GE TPUYUATIKO YPOVO Yo
ONUOVTIKG YEYOVOTA £vTOG TOV Ynotokov kocpov (McGookin kot Brewster, 2004: 130-155). I
nmapadetypa, oto FPS mayvidla, ta nyntikd unvopota faciopéva oty opio ypnoionotodvton
Y10 TNV OVOUETASO0T) OKPPDOV 001 YOV GTOV TOUKTN KOTA T S1ApKELD TG HAYNG. AV KOl OTOLTOVV
UEYAADTEPT] YPOVIKT] SLAPKELD Y10l TV OVOTAPOYMYT) TOLG GE GYEoM U GAAa nymTikd epediopata,
N opMo Topéyel avVTUANTTIKEG TANPOPOPIEG Yo EMKIVOUVEG KOTAGTAGELS, VO TopdAANAQ
EMTPENEL GTOV TTAUKT va dtatnpel T mpocoyn tov oto mayvidl (Friberg xau Gardenfors, 2004:
153). Avtictoya, ota SMMORPG ta nyntika epebicpata, mov Pacifovror oty optiia, Tailovv
CoTiKd pOLO GTNV EVUEP®OGT TOL TOUKTT Y10 GNUOVTIKE YEYOVATA Kol OAAAYEG OTN KOTAGTOGT TOL
oL VIO100. AVt To UNVOLOTO ETTPETOVY GTOV TTOUKTN VO TPOYWPNGEL GE VEEG EVEPYELEG EVTOG TOV
Tarvidlon, datnpmvtag T cvvexn pon g dopaong (McGookin kol Brewster, 2004: 130-155).
2UVOAIKA, M ¥PNON TG AvVOPOTIVING POVING GTO NAEKTPOVIKA oy vidta divel T dSuvaTOTNTO GTOVG
€KAGTOTE OMNUOVPYOVS VO LETAPEPOVY GIEGO KO OTOTEAECUOTIKA TANPOPOPIEG GTOVS YPNOTES,
TOPEYOVTOG LU0, EVEPYT EUTELPIN ALY VISION KOl EVIGKVOVTAG TN povadikotntd tovg (Collins, 2008:
66).

To nymrwa potipa (Audio Motives) kor  povewkny (Music) amotelovv kpicyo ctotygio
KOTA TN oYedlaon TV MAEKTPOVIKOV Talyvioldv, kabmg enmpedlovv v eumepio Kot TV
avtiAnyn tov maiktn. H yprion mmrtikov potifov kol povcikng ekteivetor and amid mpdtumo
péYPL TOAOTAOKEG OOUES, HE OTOYO VO, TPOGPEPOLY W10 TAOVGLO KOl GUVOPTAGTIKY] EUmELPio
(Collins, 2008: 66). Eziong, ¥pnoonotodvIoL yio vo S1ovpynoovy Stigopes aTuOGOUPES Kol
cuvaloOnuatikég avtopacelc. ' Eva mapaderypa pe Bdon ta mapomdve ivol n xprion HOVGIKNG LE

£€vTovo puhud Kot pkpng dtapKelog voTeg yia va evioyvdei n aicOnomn g wieong katd v e£EMEN
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HoG payng M s kovpoong Kot tnv eEEMEN evog tpe&inatog (Collins, 2007: 277-278). Ta nyntika
potifa kot n povoikn emmpedlovv ™ cvvaucOnuatikny avtidpaon tov moiktn (Ningalei kot
Wohrman, 2018: 1-5). H ypnon HOLGIKNAG 7oL amomvéel OAyn umopel vo SNUIOVPYHOEL Hid
GUVOLCONUATIKA QOPTIGUEVT] OTUOGPALPO, EVD 1) ¥PNOT NYOV EVOOVGLOGHOD UTOPEL VO, EVICYVGEL
v aicbnon wavoroinong kot emttvyiog (Collins, 2008: 78-79, 91-95). 'Eva akdua mapdderypo
epoaviletar kot ota moryviola tpopov (Horror Games), kabmg mapdéevol kat ametintikoi Myot
YPNOIUOTOLOVVTOL Y10 V. TPOKAAEGOVY POPO kot aywvio otovg moaikteg (Collins, 2008: 65). H
YPNOT TOV NYNTIKOV HOTIPOV Kot TS LOVGTKNG a0 TOVG 6YeS00TEG 00N YEl 0TN dNovpyia VEmV
NYNTIKOV GTOLXEI®V TOL aVTIKATOTTPILOVY GUYKEKPIUEVEG GUVOLGONULOTIKEG KATAGTACELS, KATL TOV
amoteAel TPOKANGN, KOOMDS omontel T KATAVONGT TS WLYXOAOYIOG TWV ¥PNOTMOV KoL TNG AVTIANYG
TOV 6€ oyéon pe o yMTikd epebiopato (Ningalei ko Wohrman, 2018: 4-6, 12-13). Xvvoyilovtoag,
To MYNTIKE LOTiRaL KOt 1) LOVGIKY armoTeA0VV Eva SNUOVTIKO GTOLYElD 5T GYEdIOOT NAEKTPOVIKDV
TOLYVIOLOV KO LE TN KATAAANAN (p1|OT TOVS UTOPOLV Vol EVIGYOGOVVY TV eUPubion Tov mtaiktn 6To
epPEALOV TOL TOVIOD Kol Vo TPOKAAEGOVV TIG EMBVUNTEG GUVALGONUOTIKES OVTIOPACELS
(Ningalei ka1 Wohrman, 2018: 12-13).

KaBopiotikod poro 6tov tpomo e Tov 0moio avTAapBavovTol Kot 0AANAETLOPOVY O TOKTES
LE TIG TOPATAV® TEXVIKEG NYNTIKNG AVATOPASTACNS 0Ed0UEVDV TTailel 1 avOpmmvy avtidnym. Ot
TOPAYOVTEG OTMOG 1 TPOGOYN KOl 1] TPOYEVESTEPT LAONOT TOV TUKTAOV EXNPEALOVY TOV TPOTO LE
ToV 0m0i0 Ta YN TIKd epedicpata yivovrar avinmrd (Nees & Walker, 2009: 507-521). Enopévag,
N GLYKEVIP®ON TPOGOYNG TOV TOUKT®V G€ gpebicpata MyMTikng ovomapdoTtoons 0E00UEVOV
emmpedlel ™ dwdikacio eneEepyasiog Twv TANpo@opLdY wov Aapupdvouvv. H mpocoyn ota nymrikd
epebiopata pumopel vo kaBodnynoel Tov moiktn kol 1 avédiloyn Olayeipon avtdv umopel va
evioyvoet T gumelpio Tov oto mayviol (Collins, 2008: 123-136). IMap’ dAa avtd, 0md TPOGOTIKA
épeuva Kot eE0IKEIMOT TOL VTOYPAPOVTA LE NAEKTPOVIKE TOLYVIO YVOGTOV KOTOACKEVUCTIKOV
ETOPEDV OAAG Kot aveEapTNT®OV TPOYPOUUATIOTOV Exel mapotnpndel n téomn vo tovilovv og
évtaon ta Mymrikd epebdiocpota avamapdotacns 0ed0opEVEVY, To omoio BEAOVY Va TOPATPGOVY 01
TOIKTEG, e OMOTEAEGHO GLUYVA VO EMOKIALoVTOL 0AAG akoun Kot va e&agavilovtol ta nymTikd
ototyela Tov TEPPAAAOVTOG TOV T VOO0V, Ta 0moia TPosodidovv v aicOnon eupovdiong. Iop’
O\ VT, AOY® TNG AdLVOLTOG LG VO «amoKAgicoVLE» MYNTIKA EpeBicpaTa, VPIoTATOL O KivOVVOg
0 NYX0G TOV YNE1aKoL TEPPAALOVTOG VO AmOTEAEGEL TOPAYOVTO TAPEUPOANC OTNV OMAle 1 GAAES

YVOOTIKEG Asttovpyleg €vtog Tov moryviolov. Emetta, dedouévng g aveloapnoiog tov
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EPEDIGLATOV NYNTIKNAG OVOTAPAGTAONS d€d0UEVOV amtd TO TESIO TNG OMTIKNG EMAPNG, 1 SLdYLoN
TOV NYOV UTOPEl Vo GUVIGTA TTPOPANUA GE «OVOIKTOVC) YNELUKOVS YDPovg N o6& Bopufmon
ymoewka mepParlovia, Onm¢ Kamola Prounyovikd epyootdola. H mymrtikn avamopdotoom
dedopévev pmopel va unv etvarl QKT 6€ TETOEC TEPMTMOELS, Oyt e€ontiog Tov ok N TNG
gpyociag ovaeopdc, oAAd AOY® TV TPOPANUATOV TOL TPOKAAOVVIOL ONO TO OKOVGTIKO
QoWOLEVO TNG KAALYT G cvyvotitev (Masking) eéottiog tov Nywv tov tepiPdirovtoc (Walker &
Kramer, 2005: 1023). Mia emmtAéov advvapio TG NYNTIKNG avamopdoTaons 0e00UEVOV glval M
«EAEWYM O10pKOVE TOPOLGIOGH, AVAPEPOUEVT] GTO YEYOVOG OTL O Y01 OEV daTnpovvTal oTadepd
Owbéool Yoo PEAETN KOl GUYKPIOT O GYECT HE TO OMTIKA gpebiopata Tov ynoeakod
neplPdAloviog. AmO TPOKTIKAG Amoyng, M Olvoun] TOV MyNTIKOV ONUATOV TopoLcstalet
dvokoieg, KaBDG To peéyehog Kat o1 TPodIYpaES TV apyeimv amotelohv Guveyn TPOKANGN Yo

™mv MynTiky ovarapdotaon dedopévev (Collins, 2008: 9, 78).

15



§ 2.2 O Hyog ota Hyntwa Iawyvidwa
Toa mmrikd mayvidwe (Audio Games — AG) avtitpoc®nebovy £vo, CIUOVTIKO e EPELVAC KoL
avanTLENG 6TOV KOGHO TNG SL0dPUCTIKNG Yuyxaymyiog. MEow TG ¥pnong TPONYUEVOV TEYVOAOYIDV
NYov, ONUIOVPYOVV TOALOIICTOTEG EUNEIPIEC Y10 TOLG TOAKTEC, TPOCPEPOVTIOS GCLVOLICHMLLOTIKY
@OpTIon, eupovdion Kot mAONyNom oe eVOALOKTIKA emaménuéve TepPAALOVTO Kol TPOTOTLTTOVS
KOGLOVG, GYESIIGUEVOVG YOl TIG avaykes Tov ekdotote maryvidtov (Walker kon Lindsay, 2006: 265-
270). Méoa and ) xpnon OSWPOPETIKAOV TEYVIKAOV MNYNTIKNG OVATOPACTUCTG OEO0OUEVOV, OTMG
TEPPUALOVTIKOL 101, LOVGIKT, NYNTIKE EQE Kot GALOL, TOL TN TUCA TTOL VIO KO O1 YN TIKES EQAPUOYEG
EVIoYVOLV TNV aicnom g eufudiong, dnuovpydvrag Evioves cuvaucOnuatikéc epmelpieg (Montola,
2005: 103). 'Etot, 0 pOAOG TV MYNTIKOV EPOPUOYOV KoL TOLYVIOUDV EKTEIVETAL TEPQ OO OTTAEC
YOYOYOYIKES  eumelpiec, KabBmg €yovv  apyicel v XPNGOTOOVVIOL GE TOWKIAOLG TOUELS,
ocvumePAOPAVOUEV®V TNG eKTaidgvong, TG Wuyobepameiog, Kot TG KOWOVIKNG evaucntomoinomng.
[Tapdro mov ta. AG eivon Arydtepa o€ aplBpd oe chyKpion pe TIG KUKAOPOPIES NAEKTPOVIKDV
Bvteomaryviduwv, Exovv avamtuydel yior SIAPOPES TEYVOAOYIES Kol TAATPOPLES, EMOEVOOVTOS TNV
eveM&ia Toug (Kasapakis & Gavalas, 2015). Eva. a6 avtd to. AG ivon to Simon (Baer & Morrison,
1978), éva. oo Ta Tp®ToL oy vide TG Katyopiog Tov mov Kukhoedpnoe o 1978 wg gopntd moryviol
PVAUNG, £Yve £va aamd TOL TTO ETLTUYNIEVO IO VIOIOL TNG aryopas OAAG Kot £voL TOMTIGTIKO GOUBOAO TG
enoync tov . To Bop It (Bop It, 1996), éva @opntd monyvidt mov TepAdufove 100pacTIKA OVTIKEILEVQL
OMMOG KOLUMIA KOl LOYAOVS, TPOCPEPOVTOG LI OLOPOPETIKY eumelpian mayvidov. To Aoyiopikd
LETOTPOTNG KEWEVOL GE OMAILL EVOLVAUMGE TO TEPLEXOUEVO TV oy Vidldv mov Paciloviov g
apnYNoes, omd odpactikd PiPAia péyxpt monyvidww poOA®V Kol TEPIMETEING, TO OMOi0 EYVOV
npocPaoia kon o MMTIKES Lopeés. Ta petémerta ypovia eppaviotnikay o AG Boaoiopéva 6to pudud
Ko TN dpdon 6mms o Dance Dance Revolution (Dance Dance REvolution, 1998) kot to Guitar Hero
(Harmonix et al, 2005) ta omoia evemuatmoay E®TEPIKONG EAEYKTEG, TPOCHETOVTAS KIVIGLOAOYIKE.
YOPOKTNPIOTIKE 6TO oy vidl cvyypoviCovtag TIC EVEPYEIEG TV TOIKTOV HE TN Hovoikn. To
Soundvoyager (Bit Generation: Soundvoyager, 2006), o cuAloyn oo axovoTikd ol yio o Game
Boy Advance mov katadetviet 6Tt ot popntég koveores (Handheld Mini-Consoles) eivon emiong
€0POPO E60POG Y10 TYNTIKOVG UNYavIGHovs, evd To Tangible Audio Game Development Kit (Urbanek
et al, 2017: 473-479) deiyvel Tig dvvatotnteg TV AG HEGH TOV YEPIGUOD OMTIKAOV OVTIKEWWEV®Y,
TPOKTIKY IOV £YEL d1EPeLVNOEL Kot 6TV TAOTEOPLLOL POPTTAOV GLGKELMY THTTOV SMartphone kot tablets

(Rovithis et al, 2019a: 2-3). Metayevéotepo MMk maryvidwe 6mmg to SoundPacman mwopéyovv
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EVKOLPIEG Y10l TNV EVOOUATOON THG NYNTIKNG TAELPAS 6T dlodpactikn| ekmaidevon (Chatzidimitris et
al, 2016: 1-6). Xto topéa ™G Wuyobepameioc, MyNTKES epappoyés Ommg to Soundbeam, éva
TEPPAAAOV ONUIOVPYIOG LOVGTKNG LE EVOOUOTOUEVES OTTIKEG CLOKEVEG Y10 XEIPIGUO LLE KIVIIGELS, £XEL
mapotnpnOel va £xovv BepamenTik| EXIOPACT GTIS CLVOIGONUOTIKES KOl ETKOVOVIOKES 0eE10TNTES
ToUdLOV e ToAMAmAES KivnTikég duohettovpyiec (Swingler, 1998). Avtictoya, o NAVIG Bonbd ot
BeAdtimon g opoatdTTOG Kot TG TpooappootikdTnTag oto mepiPdirov (Katz et al, 2012: 253-269).
21N KowmVIKY evaucOnrtomoinom, ynTikés epapuoyés 6nme to The Audible Artefact, evboappivouv
TOVG AVOPAOTOLS VO, OAANAETOPOVV E TO TEPIPAAAOV TOVG KOl VO, OVAKOAVTTTOLY TO TOAMTIGUO TOLG
uéom tov fyov (Cliffe et al, 2019: 176-182).

H ocvvdeoipudomto pécm tov Sadikthov €xel emTPEYEL TN ONUIOVPYIN TOLXVISIOV NYOL UE
TOAAOTTAOVG TaiKTES, LEcm TG Thateoppog Memor-i Studio (Memor-i Studio, 2024). H av&avouevn
EMTVY 0L TOV T VISIOV YOV GE KIVITEG GUOKEVES, dmag To Papa Sangre? (Drossos et al, 2015) (Hugill
& Amelides, 2016) kou to Audio Game Hub (Audio Game Hub) emonuoaiver 6tt  mynTiKn
aAANAETiOpaon umopel va givor aveEdptntn and v 006V, v 0L GUYYPOVES GUGKEVES E£XOLV
avéEnuévn enelepyaotikn| w0 Ko oncnmpes. Ta AG dtevphvouv Tig duvatdTTES TS EKTAIdELOTG,
™G Oepomeiog Kot TG KOWOVIKNG CAANAETIOPAGNG, TOPEXOVTOS L1 VEQ OLACTOCT GTNV EUTELPIL TOL
naiktn (Rovithis et al, 2019a: 3).

H &&Mén tov AG avtkatomtpiler ) ToydTOoTn] TOpEion TG TEYVOAOYIOG KOl TNG
ONLLOVPYIKOTNTAG GTOV KOGHO TOV YOYOYOYIKOV EPUPUOYOV. ApyIKd, To nynTikd moryvidl nrov
AmAEG OKOVGTIKES EQOPLOYES, TEPLOPICLEVES GTN LOVOYPOUN TOAETO TV TPOTOYEVAOV NYNTIKAOV EQE
(Collins, 2008: 7-8). Me v gueavion thg TpdTng Yevidg Prvteomaryvidudv T dekaetio tov 1970, to
AG dpyroav vo, ahAAGLovV TO TOTO, TPOCPEPOVTOS VEES SUVATOTNTES OAANAETIOPAONC LEGH TOV 1OV
(Collins, 2008: 9-20). Me Vv &0ay®YN TOV TPIOOACTOTOV YPUPIKOV KOL TOV TPONYHEVOV
noyvidopnyavav (Gaming Consoles), ta AG anéktnoay pio evivamotokn oicnen aAnfoedveiog.
Avtiva gtvar amAdg £vo GuVOOELTIKO GTOLYEID, 0 YOG KO T LOVGIKA OELLOTA EYtvay Evepyd LEPT TG
nepmételns. Ta mynukd epé (Sound Effects — SFX) avolaufdvovv vo dnuiovpyncovy v
aTUOGPOIPO KOL VO LETOPEPOVY GUVOLGONUOTIKY] QPOPTICT, EVO 1) HOVOIKN TPOcHETEL TOWKIALDL Ko
puouod omy eumepia (Collins, 2008: 20-28, 34-36). Xfuepa, 0. AG ekmpocmnodv Evo EvpH PAGUOL
epappoymv oe moAhoOs topeis. ‘Eva mapddetypa eivon to AG otov KAAd0 NG €KmOidELONG, OV

ypNoomoovvTon yio T ddackaiio TotkiAwy Bepdtwv, evBappuvovtag toug padntég va pdbovv péca

2 Hymtkod maryvidt meputétetag pe Oepotiky tpopov mov Pacietar otov apnprotikd fxo (Binaural Audio).
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and Sadpaotikég Kot yoyayoywés eumepieg (Rovithis et al, 2018: 497-505). Xtov KOGHO TMV
NAEKTPOVIKGV TTayvidumv, Toe AG dnpiiovpyoldv pio ceaipa 0Tov 1) €V TOL NYNTIKOL GYESOGHOV KOt
TOV LOLGIKOV GTOLEI®MY GUVOVTOUV TN TEYVOAOYI, TPOGPEPOVINS GTOVG TOAKTEG EEYMPIOTEG KO
aitepeg eumerpieg (Byun ko Loh, 2015: 129).

O topéag TV MYNTIKOV Tory VISV EYel PLOCEL CNUOVTIKEG KOVOTOUIES TOV £(OVV EMNPEACEL
Babd v eumepio TOV ¥PNOTOV Kot EGOoVV Sopope®cel ™V eEEMEN ™G Propmyaviog TV
NAEKTPOVIKGOV TToyvioldv. Ot KovoTopies ovtég exteivovtal amd T YpNoT TPONYUEVOV TEXVIKOV
EYYPOUPNG KOl OVOTOPOY®YNG MOV UEYPL TNV €QPapUOYn NG TexvnTig vonuoovvng (Artificial
Intelligence — Al) ko ¢ enavénuévng mpaypoatikoérag (Augmented Reality — AR) 6tov kKAGd0 TV
AG. 'Eva omd to emrtedypoto otov Topéo TNG MYNTIKNG TEXVoAoyiag eivar 1 avdmtuén g
TPLOdLAGTOTNG KoTaypapng kou ene&epyaciog tov yov (3D Audio — Binaural Audio). Avti 1 texvikn
EMTPEMEL TV akPPN KoTOypa®] TOL MYov Om®g TV avtihapuBdvetor T0 ovBpomvo ovTti,
SMUOVPYDOVTOG oL PEOMOTIKY aicBnon Tov ymdpov Kot g kiviiong yia tov axpoatn (Blauert, 1997:
369-372). 'Etol, éyel evoopatmbel o€ TOALY NyNTIKA oy vidlo, TPOCPEPOVTOG GTOVS TOHKTEG Lo
eunepio. mov mANowalel ™ QLGN aicBnom Tov Myov otov y®po. EmmAéov, n emowEnuévn
TPAYULOTIKOTNTO EYEL EIGAYEL VEEG OLOOTAGES OTNV MYNTIKN eumepio Tov moyviouwy. Ot moikteg
UITOPOVV TOPO, VO CAANAETIOPOLV LLE MYNTIKA OVTIKEIUEVO TTOL VITAPYOVY GTO PULOIKO KOGUO TOLG,
SMUOVPYDOVTOG Lo cUVOPTACTIKY Kot vorlhoktikn eumelpio (Tsepapadakis kol Gavalas, 2023: 1-4).
Avto €xet emiong avoifetl véoug opilovteg o T sV MYNTIKOV TEPPAAALGVT®V, KABMS O MM TIKESG
EMAOYEG UTOPOVV VOL TPOGUPLLOGTOVV SUVOALIKE GTO TEPIPBAAAOVTO YDPO KoL TIG EVEPYEIEG TOV TTOIKT).
Ta AG expetarievovtal Guyva T TPIGOIAGTATO YO Y10 VO, SNULOVPYNOOLY PEUAGTIKES ATUOCPOLPES
KoL VoL EVIoYOoouV TV aicnon tov mepiaiiovtoc. H kavotnto va akovetl o moiktng aviikeipeva 1
EMKEIPEVOLS KIVOUVOLG amtd dtdipopeg KatevBouvaelg pmopet va etvar kpioyn yuo v eniivon ypiemv
7N Yoo Vv amopuyn x0pmdv o moAld AG (Gil-Carvajal et al, 2016: 1-2).

& OAOLG VTOVG TOVG TOUELS, 1 €EEMEN TOV MMTIKOV oy VISV avTikatonTpilet T dhvoun
™G ONUIOVPYIKNG oOVOEOC Ko T onpasion g avOpmmivng oAANAeTiOpaomg e TN TeXvoroyio. Me )
ouvveyn e€EMEN tovg, T AG Kot ot MyMTIKES EPapOYEG cuveXiLovy va SIOUOPPOVOLY TO KOGUO TG
Yuyayoyiog Kot g EKTaidEnons, TPOSPEPOVTAS Lo TAOVGLO KOl CUVAPTOCTIKY EUTEPIN GE OGOV

AmOALLBAVOLV TN poryeiot TNG OKOVGTIKNG TEXVNG.
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§ 2.3 IIawyvidia Axovotikwg Enavinpévng Ipaypatikotnrag

Ta moyviow Axovotik®g Emovénuévng Ipaypoatuwcomtog (ARAG) amotehovv o Kotnyopio
oy vVIolv ov ovvovdlovv N teYvoloyia AR pe ™ ypnom MNyov yuw TN onuovpyio Hog
evolapEpovcag epPubioTikng epmelpiag yio toug maikteg (Chatzidimitris et al, 2016: 1). 'Eva. and
To. KOPLOL YOPOKTNPIOTIKG €ival 1 SLVATOTNTO TPOCAPHUOYNG TOVS GTO TEPIPAAAOV TOV TOIKTY).
Xpnowonowwvtag TV teYVoAoyio. maykocuiov ovotnuatog Becifeciag (GPS) kot dAlovg
aoOnmpec, 1o ARAG pmopodv vor TPOGUPUOGTOVV GTIG PUOIKES KIVI|OELS TOL TOUKTY Kol GTO
ePIPAALOV YOP® TOV, KAVOVTOG TNV gumeElpio Toyvidlon dvvapikn ko dadpactikn (Boletsis &
Chasanidou, 2018: 515-516).

Evdwopépov mapovotdlel Kot 1 EQApPUOYN TOV TAPOTAV® Ge TEPIPAALOVTO TOMTIGUIKNG
KAnpovoutds. Me mouyvidwe kot gpapuoyés onmg to The Buildings Speak About Our City
(Koutroumanos & Styliaras, 2015), to Sleuth (Drewes et al, 2000), to Guided by Voices (Lyons et
al, 2000), to SoundPacman (Chatzidimitris et al, 2016), to Audio Legends (Rovithis et al, 2019b),
to The Songs of North (Lankoski et al, 2004), to Scavenger Hunt (Fakhour et al, 2020) kot dAha,
OV YPNCLOTOOVV  OKOVGTIKMG EMOVENUEV]  TPOYUOTIKOTNTO, Ol YPNOTEG WITOPOLV  Va
OAANAETIOPOVV LE TO TOMTIGUIKO KOl TOATIGTIKO YDPO YOP® TOVGS, EVM TOPAAANAQ AmoALUPAvOLY
™V eumepia Tov ekdotote mayvidov/spappoyne (Kritikos et al, 2022).

Ot g@aployég e ta akovoTik®g eravénuéva tepipdriovta (AAR) aviimtpocwnehovv pia
oNUAVTIKY €EEMEN GTO YOPO TOV YNOLIKAOV YuYayOYIKOV epappoy®v. H 1etopia toug exteivetan
OT1G 0pYES TG dekaetiog Tov '90, dtav epevvNTES Apyioay va eEEPEVVODV TIG SLVATOHTNTEG TOV NYOL
og péco emkovaviag oe mepipdiiovra AAR. ‘Eva and avtd to tpotdtuma mepifdiiovia mov
avortoybnkav frav o Audio Augmented Reality Automated Tour Guide am6 tov Benjamin
Bederson (Bederson, 1995: 210-211). Avtd to ovotua Aettobpynoe g TpoTOTLTOG EEVOYOC,
EVEPYOTOLOVTOS NYOVG KOl pmVNTIKES 0dmyiec pe Pdomn  B€om tov ypfot o€ évav ydpo. H
TEXYVOAOYLO ALTH AVOLEE VEOLG OPOIOVS Y10 TV AVATTTLEN TTALYVIOLOV/EQPAPUOYDV oL Pacilovton
amOKAELOTIKA oTov Nyo. Kotd ™ ddpkela g emduevng dexoetiog, 1 teyvoroyia tov ARAG
e€eAlyOnke onpavtikd. Ot gpeuvntég avakdAvyay TPOTOVG VO EVOOUATMOGOVY TNV OKOVGTIKN
avtiAnym og moyvidlo Kot EQapUOYES, SNUOVPYDOVTOS £VOL TAOVGLO0 KOGLO 1OV Y10 TOVS YPTOTEG
YEUATO LE TIC amapaitnTES TANPOPOpiec mov Oa Empene va AapPdvovy avtol, Katd tn d1dpKeLo TG
O1adpacng Toug pe 1o Yynoeakd kocpo. Epevvmtég delnyayav perétn n omoila €otioce otnv

EMOPOOT TOV KOTELOLVTPLOY NYOV Y1 TIG AVAYKEG TNG TAOTYNONG TOV TUKTMV, EVIGYVOVTIS TV
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euPodion oto AAR 10 01010 OYESAGTNKE YO TIG AVAYKES TOV YNPLokoD TEPPAAAOVTOC OV glyov
dnuovpynoet (Walker ko Lindsay, 2006: 265-270). £t cuvéyela, eEETacav T0 TPOTO LE TOV OTTOT0
OLAPOPES TAPALETPOL TOV YOV, OTMG 0 YPOVOS KOl 1) AVAKANGT TOV YOV GE SLAPOPO AVTIKEILEVA,
emnpedlovv v anoteleouatikotnta ¢ mAonynong (Walker xon Lindsay, 2006: 265-270). H
TEYVOLOYIKT] TTPOOSOG GTOV TOUEN TMV OICONTAP®V Kol TOV KIVNTIKOV GUCKELMOV EMETPEYE TN
mepottépo eEEMEN tov ARAG. 'Ererta, amlomom)Onke to cOGTNHO TPOGOVATOMGHOD Yo TN
Kivnon Tov Ttoktdv péoa omd Tig dtapopeg popntéc cvokevég (Heller et al, 2014: 615-620). Méow
QLTOV TOV TEYVOAOYIK®OV €EEMEEWV, TOL OKOVOTIKMOC EMOENUEVA ToyVidlo £YvoV TEPIGGOTEPO
aAnBogavn peyolmvovtag v eumelpio eppodiong. Inuepa, o ARAG amoteAovv €va onpavTiKo
TUAUO TG Prounyoviag MAEKTPOVIKOV moryvidumv pe emikevipo 1o AR, mpoceépovioc pia
TpOTOYVoOpn aictnon ainboedvelog Kot aAinAenidpacng pe Paon tov Nyo, ovoiyoviag vEOLS
opilovteg 6T0 KOGLO TOL TTOLYVIOOV KOl TNG Yuyoy®Yiog.

Ta moyvidl 0KOVGTIKAOS EMOVENUEVNG TPAYHATIKOTNTOS ATOKTOVV VEOUS AEITOVPYIKOVG
POLOVG KOl TPOCPEPOLY L0 TPOTOTVTN EUTEPIN TOLYVIOOD GE GVYKPIOT| UE TO TOPOUOOCLOK
niektpovikd moyvidw (Ewova 6). Ot Aettovpyikoi porol owtdv TV Torvidumy, Aapfdvoviag

VILOYN TIG EMOTNUOVIKEG EPEVVES Kat TIG PAMOYpapIKES TnyEg, giva:

ARAG

MAoriynon Exmaideuon  [MOAImopikn KolvwVIKr

& & KAnpovouid Aiadpaon
Odnyieg Yuxaywyia &
Touplopdg

6. Aerrovpyixoi Poror twv ARAG.

Mhonynon & Odnyieg (Navigation & Guide): Ta ARAG mapéyovv Tlonynon HEGm Tov MoV,
00Myieg kat mAnpoopieg mov Pacifovtar otn Tonobesio Tov maiktn. ‘Epguveg deiyvouv 6Tt o1 ot
OV £YOVV GKOTO Vo KATeLOVVOLY TOVG TaKTES EMNPedlovY TNV 0TOO0GT TOVS GE OVTO TO KOUUATL,
KafloTOVTOS TO MYMTIKAE Toyvidto EENPETIKA YPNOIULN GE EPUPUOYEG TOV OTOUTOVV aKpifela ot
mionynon (Walker ko Lindsay, 2006: 265-278).

Exnadevtika & Yoyayoywka Iovyviow (Educational & Entertaining Games): To ARAG

YPNOLOTOIOVVTOL GTNV EKTOLOELGT KO GTT] YLYOY®Yi0, TPOCPEPOVTOS L0 OLOPOCTIKY LAbNom

20



pécm tov Myov. Epguvmtég mapovciocav T Oswple kot T mPAEN NG EKTOUOEVTIKNG
nayvidomoinong (Rovithis et al, 2018: 497-505), eved dlho gpevvnrtikd épyo e&etalel ) oyéon
AVALEGO GTOVE XOLG TOV Ty VidloD Kot To fabud coppetoyne tov podnty (Byun kot Loh, 2015:
129-138).

Momtiopik; Kinpovomd & Tovpwopég (Cultural Heritage & Tourism): Ta ARAG
YPNCLOTOIOVVTOL Y10, T TPOMONOT TG TOATIGUIKNG KANPOVOLLAS KOt TOL TOVPLopoD. Epguvntéc
EQAPLOCAY LI NYNTIKY EUTEIPio emavENUEVNS TPayLaTIKOTNTOG ToV PacileTon o€ GUGIKA TOTTio
(Lawton et al, 2020: 85-92), evdd dAlot e&étacav TN ypHon ™S MYNTIKNG emavénuévng
TpoypoTikOTTaG 0T ToALtiopiky kAnpovopud (Kritikos et al, 2022: 37-40).

Kowoviky Awdpaon (Socializing): Ta ARAG evioypouv 1 KOW®VIKY Stddpoon,
ONUOVPYDVTOS EVO KOWVMOVIKO YDPO HECH TNG KOWNG akpdOon§ Kot TG cuvepyacioc. Epgvvntéc
Tapovsiocay £va Tayvidl OKOVGTIKAOS EMOVENUEVIG TPAYUOTIKOTNTOS LE TPOCAPUOGTIKY UiEN
N0V, EVIGYDOVTOC TH GLUUETOYN TOV TOKTOV Kol T1 KOW®OVIKT Tovg d1ddpacn (Moustakas et al,
2020: 220-227).

"Eva axépo otoryeio mov opeidovpe va tovicovpe oyetikd pe ta ARAG givor n dnpovpyia
TPOCOTIKMV, EEATOUKEVUEVOV EPUTEIPLAOV Y10 TOV KAOE TaikTn. ZOpUemva pe épgvva, ot akydpiipot
unyovikig padnong (Machine Learning) pmopovv va avtiinebobdv ta potifo ot cvurepipopd
TOV TTO{KTI KOl VO TPOGAPUOGOLV T1 SUGKOAIN TOV TOLYVIO00 OVAAOYO E TIG TPOTIUNGELS KO TIG
wovomtég tov (Byun & Loh, 2015: 129-138). To Machine Learning emtpénet t dnpovpyio
TPOCUPLOCUEVOV TEPLEYOUEVOV GTO TayVviol, Ponbdvtag tovg moaikteg vo Pidoovv pio mo
npocomikn kot eEatoptkevpévn eunepio (Salo et al, 2016: 325-335). H avantuén avtov tov
€EATOUKEVUEVOV EUTEIPLAOV GTOV TOUEN TOV TTALYVIOLOV KOl TNG WYLXAy®Yyiog cLVOEETAL EMIONG KO
e ™ xpnomn g texvnTc vonuoovvng (Artificial Intelligence - Al). H texvnti vonpoovvny pnopei
Vo oviYveDGEL TO TPOTILMUEVA €101 TOUYVIOLOV TOL TAIKTN KOl VO TPOTEIVEL 1] VO TPOGAPUOCEL
avaroyeg epnelpies (Tsepapadakis et al, 2022: 2-5). EmnAéov, n yprion Al ota ARAG emitpénet
™ dNovpyic SLVOLKOD Kot GAANAETIOPAGTIKOD TEPIPAALOVTOG, TPOCPEPOVTAG £TGL GTOV YPNOTN
pa gpmelpio oy vidtoh Tov TPocaprOleTol OTIC TPOTIUNOELS Kot TIG evEpyelég Tov (Tsepapadakis
et al, 2022: 11). Ot mapomdve TANPOPOpPieS emoNUaivovy Tov Tpdmo pe tov omoio to Machine
Learning ot to Al emtpémovv ota ARAG va dNUIOVPYHRGOUY TPOCMTIKES, EEATOUIKEVUEVES
eumepieg yu kaOe maiktn. Xe 1otopikd mANiG10, avT 1 e£0TOUIKELOT Efvat £val POIVOUEVO TTOV

avamTOYONKe TOAD TEPIGGOTEPO LE TNV EICOYDYN TOV TPIGOAGTATOL NYOL KOl KAT EMEKTACT] TOL
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AAR. TTodaidtepa, Ta NAekTpoviKa moryvidw meplopilovtay o€ TPOKUOOPIGUEVES EUTELPIES, EVOD
ONUEPD, AOY® TNG TEYVOLOYIKNG TPOOOOV, KAOE TaikTnG Hopel va dNUIovpYNGEL TO O1KO TOL KOGHO
pe Béom T TPOTIUNOELS, TIG EMAOYEC KO TIG OVAYKES TOV. AVTO TO EMIMENO EEATOUIKEVONG EVIGYVEL
v eumepio Tov ypnot oto nePPaiiov tov AR, Tpocpépoviag Oyl LOVO U0 S10CKEIUGTIKY GAAG
Kot Bafdtepn cuVUIGONUATIKY GOVOEST) LE TO TOLYVIdL Kot TO TEPBAALOV TOV.

Me tovg mapandve tpdémove, o ARAG aAld kot ot AAR gpappoyég dtoapoppavouy o
TPOTOTLMN KOl SPOPETIKN TPAYUATIKOTNTO ToyvVidloD Kol Yyoyaywyiog, evioyboviag Tnv
EUTELPIO TOV TOUKTOV HEC® TNG KOWVOTOUIOG GTOV TOUEN TG MYNTIKNG CAANAETIOpAOG Kot TNG
ToAV-oucONTIKNG avtiAnyne. Qotdco, epeaviCetar n EAAELYT AENYNUOTIKOD TEPIEXOUEVOV CE
GLGYETIGUO LE TO oNUEin EVOLOPEPOVTOC, KATL TOV OQEIAETAL TN SVGKOAID EPAPUOYNC YPOUUKDV

KO NU-YPOUUKOV GEVOPImV o€ anTol Tov THTTOL Ta oy vidio/epappoyég (Indians et al, 2019).
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§ 2.4 Enaonpevn Ipaypatikotnra & Xpnon 'ewtonobeoiag ota
Hyntwa [Mawyvidwa

To AR avo@épetal o€ pio TEYVOAOYIKT EUTEPIO OTOL TO. TPOYUOTIKG KOL TO EIKOVIKA OTOlXELN
cuvovalovtal yio. vo dnUovpynoovy €vav evioyvpévo koopo (Azuma, 1997: 355-356). Xta
NAEKTPOVIKE TToyviola, To AR emTpénel 6TOVG TOUKTEG VO PLOGOVV L S1OPACTIKT EUTELPTIN TOV
EVOOUOTOVEL TO TPAYUOTIKE oTolyeion Tov MEPIPAALOVTOS TOLG HE EKOVIKO OTOlYEld,
ONUIOLPYDVTOG oL VE  TpaypotikotnTo. Emiong,

YPTCLOTOIEITOL Y1OL VO EUTAOVTIOEL TNV EUTEPIA TOL

naiktn, mpocOétovtag ewkovikd avtikeipeva (Virtual MepiBaiov AR

Objects), etkovikovg yapaxtipes (Virtual Characters) Wnoiaxd :

emmléov  mAnpogopieg (Extra Information) oto Amm‘j‘:“_’\ x:):c?r!::;g

apaypotikd mepifaiiov (Ewova 7). Avtd pmopel va ,," \‘\\

emtevyOel pécw KIVNTMOV GLGKELAOY, Ommc Smartphones ;: HW "2 nfmz‘i’eg

kot tablets, mov ypnowomoovV KAuEPES Yo va ,,"

AV VELGOVV TO TEPIPAAAOV Kot VoL TPOGHEGOVV ELKOVIKA e

otolyelo oe avtd. 'Eva mapddetypo givar to moryviol 1. Zroyeio Eumhovtiouoi AR
arov poyuotixo Koopo.

Pokémon Go, 6mov ot 7maikteg pmopovv va PAEmovV
ewovikd tépota (Pokémon) oto mpaypotikd KOGHO HEG® TG KOUEPHS TOV KWWNTOL TOVG
mAepdvov. H emoavénuévn mpaypatikoétnto mpochéter éva  eminedo aAnboedvelng Kot
OLOOPACTIKOTNTOG OTO TOUYVIO, EMITPEMOVTIOG GTOVS TOUKTES VoL OAANAETIOPOVV e TO Tayvidt
YOPIG VO OTTOUOVAOVOVTOL A0 TO TPOYUATIKO TOug TepBdAiov. Avt 1 texvoAoyia £xel emiong
ypnowonomBel oe exkmondevTikd moayviow yuo ) Peitioon g pdOnong kot g Katavonong
GLYKEKPUEVDV BEUATOV PHECHD PEOMOTIKMOV KOl EIKOVIK®V cuvdvacumv (Azuma, 1997: 355-356).

H evoopdtwon tov AR ota AG avtimpooonevel pio onuovtikn EEMEN otV EUTEPia TOL
¥pNoTn. MéGm NG EVOOUATOONG NYNTIKOV GTOWXEI®V 6TO Tpayurotikd mepipdilov, ta ARAG
EMTPEMOVY GTOVG TalikTeG va {oovv o véa ddotacn yoyaymyiog (Bederson, 1995: 210-211).
Me 1t ypnon g teyxvoroyiog AR, ot TaikTeg «GUVIEOVTAL TEPIGGOTEPO LE TO TEPPAAAOV TOVG
HECH TV NY®V TTOV TOLG TEPKAEiovV, amorlapupdavovtag £totl pa aicOnon eppodiong (Azuma,
1997: 355-356). Ta ARAG Aettovpyohv HEGH TNG EVOOUATMONG EIKOVIKOV YOV GTO TPOYLOTIKO
ePPAALOV TOL TTOUKTN UE AMOTEAECUA TN GVVOEST €VOC «YEVOO-0KOVGTIKOD TEPPAAALOVTOG»

(Rovithis et al, 2019b: 3). Xpnowomowdvtag Mymrtikd epebiopata, ol maikteg UmopodV vo
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avayvopilovv avtikeipeva, onueia evdropépovrog (Points of Interest - Pol) kot axdun ko
Kpoppéva povoratia oto mepiaiiov tovg (Gil-Carvajal et al, 2016: 1-2). Avtd dnuovpyei pia
GUVOPTOCTIKY EUMEPIO TOLYVIOOV, EMITPEMOVIONG OTOVG TOIKTEG VO, OAANAETMOpoHV UE TO
epIAAAOV TOVG e TPOTO TOL dgv NTav Tponyovpévas duvatov (Walker & Lindsay, 2006: 265-
267). 'Eva an6 ta facikd ticovektiuata tov ARAG givar i dnpovpyia ywv mov pmopovv va
TPOCOLOIDGOLV PUVGIKA TEPIPAAAOVTA, OTMG OAGT], TOTAMULO CALY AKOUT Kot EEWYNIVOVS KOGLLOVG
(Blauert, 1997: 347-349). Avtf 1 evioyvon tov TepIBAALoVTOg e XOVG UTOPEL VO 0N YN OEL GE
Babvtepn avaTpo@oddTn ot omd TO oLy Vidl, KaOIoTOVTOG TNV EUTELPIN TO EVOLAPEPOVTO, Y10 TOVG
naikteg (Chatzidimitris et al, 2016: 1-5). EmmAéov, 1o ARAG mpochétouv pia d1opopeTikn
OlIoTOON ATHOCPULPOS KOl GLVOICONUATOS otV eumelpia wayvidov. Ot oyedtacuévol Myot
UTOPOVV VO TPOKOAEGOLV  GLVOICONUOTIKEG aVTOPACES O©TOVG TOiKTEG, aLEAvVOVTASG TO
cuvaicOnua evBovolacrov, evOlaEEPOVTOG 1 aKOUN Kot eOov kaTd TN O1dpKELD TOV oY VIdL00
(Mcgookin et al, 2004: 130-133). e cuvolikég ypappéc, ta ARAG npoceépovy pia véa d146Tac
ot Youyoyoyio, copPOAAOVTAG OTN ONUIOLPYID EUTEPUDY TOV UTOPOVV VO KEVIPIGOLV TO
EVOLOPEPOV TMOV TOUKTOV.

H 1otopio twov ARAG mov ypnoyonotovv to chotnua g yemromodesiag (Geolocation)
Eexvd kupimg amd tov 210 aidva, pe v eEEMEN TS TEXVOAOYING TOV KIVITAOV GUCKEVMV KOl TNV
avénon g dwbecipudtnTag g texvoroyiag GPS. Oimpdteg epappoyég AR mov ypnoiponotodeay
yewtomobesio Ntav kvpiog mepmynTikég (Location-Based AR Applications), mpoceépovtag
mnpoeopieg yw. Pol tov mpaypatikod kdéopov. H yprion g yewtomobesiog ota ARAG
OVTUTPOCMOTEVEL Lo, CNUAVTIKY €EEMEN oToV Topén TG Yyuxaywyioc. H evooudtoon avtng g
TEXYVOAOYIOG EMTPENEL GTOVG ONUIOLPYOVS VO TAPOVGIAGOLY £VOL TEPLEXOUEVO TOV Elvarl oTEVA
GUVOEDEUEVO LLE TO PLGIKO TEPIPAALOV TOV TOUKTN. AVTO TO EMTPENEL 1) SLVOATOHTNTA AVOYVDOPLOTG
g 0¢ong tov pe yprion GPS kot dAA®V TEXVOLOYIDOV TOV TPOGPEPEL L0, GVYYPOVY] GLGKELT] Kot
mov Bonbd 610 TPOGOOPIGUSO AVTAG, OTMG Ol cONTpEg emTdyvLVoNg Kot 1 Toéida. To 2008, 1
KukAoopio Tov iPhone 3G e evoopatopévo GPS dvoi&e véoug opilovtec 610 kOopo tov AR
epapuoyav. H mpot onuavtikn epoappoyn AR mov ypnoipomolovce yemtonobesio fitav to Layar,
ov kKukAo@opnce 10 2009. Avti 1 €QUPUOYN EMETPENE GTOVG YPNOTEG VAL SOLV TANPOPOPieg
GYETIKA [LE 6TIOTOPLO, KOTAGTLLOTO Kot GALO onpeia EVO10PEPOVTOG ATV 006VN TOV KIynTov TOVG
Bacilouevol ot yewypapikn toug 0éon (Jegers, 2007: 120-121). Ztn cuvéyela, Pe TNV ELEAVION
¢ teyvoroyiog ARKIit (ARKIt) and tv Apple ka1 ARCore (ARCore) amo v Google, ot
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dvvatomteg tov ARAG evioydOnkav onuovtikd. Avtég ot texvoAoyieg EMETPEYAV GTOVG
TPOYPOUUUOTIOTEG Vo, dnpovpyncovy epapuoyés AR mov Bacilovtar otn yewypapikn B€on Tov
ypnom. ‘Etot, mayvidio énwg to Pokémon Go kot to Zombies, Run! éywvav eEaupetikd dnpo@iin,
EMTPEMOVTIOG OTOVG TOIKTEC VO OAANAETIOPOVV UE EIKOVIKOVG
YOPOKTNPES KOl  OVTIKEIHEVA OTOV  TPAYHOTIKO  KOGLO,
YPNOLOTOLDVTOG TN Ye®YPaPIkn Tovg tomobecio (Kasapakis kot
Gavalas, 2015: 215) (Ewova 8). Méow avtig g Te)voloYyiag, Ta
ARAG pumopodv vo mop€yovv eEEPEVVNTIKEC EUTEPIEG TOL
Bacilovtal otn TWPAYHOTIKY YE®YPOUQIKH OEoM TOV TOKTOV
(Bederson, 1995: 210-211). 'Eva and ta Boctkd TAEOVEKTLOTO
g xpNong yewtomobesiog etvar  dnpovpyia evog 6100pacTIKOD
nepPaALovVTOG, OOV 01 TaiKTEG UITOPOVV VO AAANAETLOPOVV LLE TOL
otolyela Tov o Tpayuatikd xpoévo. H Béon tov maiktn pmopet va

YAPNOCLOTOMOEL Y10 VoL EVEPYOTOMGEL NYNTIKG GEVAPLA 1) YEYOVOTOL

otav 0 moikInG TANGLALEL OE GUYKEKPUUEVEG YEWYPUPIKES

8. Amnoroppo O0ovng 1:
Ewovik6e Xapoxtipog otov epoyec. Avtd ompovpyel pa oiocBnon evaAloKTiKng O1doTaong
Ipoypotiko Koopo

Yop® omd Tov Taikn, mpocbitovtag Pabog kot pealopd otV
eumelpioc tov MynTkov mayvidov (Bederson, 1995: 210-211). IMépav g avénong g
aAMAETIOpAON S Kot TOL pealopol, 1 yewtomobesio pmopel va ypnotponombei emiong yu
oNUovpyio TPOCAUPUOCUEVOV EUTEPLOV TTaLXVIdlo0. AvAAioyo e tn meployn mov Ppioketal o
ToikTNG Umopohv va  evepyomonBovv  SlopopeTkd MYMTIKE oToyeia, OMuovpydvIag £va
€EATOUIKEVUEVO TIEPLEXOLEVO GTOV €KAGTOTE XPNOTN PAcEl TG YeWYpAPIKNS Tov BEéonc. Avtd
umopel va 00NYNGEL € Lo EVIGYLIEVN aicOnom cuvdeciudrag pe 1o mepariov, avEdvovtag
TNV EUTAOKT TOL TTAUKTY 1e avTd Kot PEATIOVOVTAG TN GLVOAIKN EUTEPia TOV oy vidtov (Azuma,
1997: 335-336). Emiong, éyovpe v epedavion AG mov mpowBodv v eEepebivnon Ttov
nepBaiiovioc. Ot TOUKTEG UTOPOVV VO OVOKOAVTTOLV VED HEPT KOU VO ETOUDKOLV
GLYKEKPIUEVOVG GTOYOVG He Bdomn T yeoypaeikr] Toug Béomn. Avtd to mepieyoduevo pmopel va
ONUIOVPYNCGEL CLVOPTOCTIKEG TEPIMETELES Y10, TOLG TOIKTEG, AAAQ emiong mpowbel T yvdo™ TOV
nepifdriovtog kot g totopiag tov tomov (Chatzidimitris et al, 2016: 1-2)(Kritikos et al,
2022: 37-40). ZvvoAikd, n xpnon g yewtonobeoiog ota Location-based ARAG avoiyet véoug

opilovieg o1 OOPACTIKY YuXAYWYid, TPOGPEPOVTAS OlUOPACTIKEG KOl ESATOUIKEVUEVEG
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EUTEPIES GTOVE TAKTES, EVIGYVOVTOG £TGL TN SNUOVPYIKOTNTO KoL TV avOp@OTIVY] GUVOEST LE TN
TEYVOLOYiD Kol TO PUGIKO TTEPPAALOV.

‘Eva axopa Oetikd otorgeio tov ARAG mov ypnowyomolovv 1n TteXvoAoyio g
vewtomobesiog sival ol cvvepyaTikés spmelpisg woryvidrov (Co-operative — Co-0Op) mov umopei
va €xel évag ypnotg e évav dAlov. Me Alya Adyta, n dnpovpyia TpokAncemv eviog tov AG mov
amaLTovV GLVVEPYUGio LETAED TUKTMV oL PpickovTol atov id1o mpaypatiko yodpo (Montola et al,
2009: 140, 184). X¢ éva. Location-based ARAG ot maiktec umopei vo 6uvepyastovy yio vo ADGOUV
vpipovg Tov amoutohv ToALUTALG B€oelg oToV TpayHatikd kKOGHo. Mropel va {ntnBel amd maikteg
Vo GUVEPYAGTOUV Y10, VO, BPOVV KPUQA OVTIKEILEVA 1] VO TPOGEYYIoOVV GLYKEKPLUEVES TOTTODEGTES
Y vo Tpoywpnoovy 6to mayvidl. Ot maikteg pmopel vo xpelootel var GuvePYOsTOHV Yo Vo
cLAAEEOVY  avTikeipevo o Otbpopeg tomoBeoiec. H
duvatodHTNTO VT OV OMovpYel HOVO o TO KOWVMOVIKN Licahon bared
gumepio Toyvidrov, aAld gvioyvel emiong v aicOnon g ARAG
kowotnrag (Community) kot ™ orliniemidopaong

petold Tov nawktdv (Player Interaction)(Benford et al, Suvepyami

2005: 54) (Ewova 9). Kobng ot maikteg arAnienidpodv I'Ilixl:;;gfo
Kot GLVEPYALOVTOL GTO TPAYUOTIKO KOGHO, dnuiovpysiton J ‘
po gumepio evrovotepn omd o puéypt topa AG. Avto to : ‘i‘
. ; ] : ) . AioBnua AMnAeTTidpaon
€100C CLVEPYATIKOV EUTEPLOV TOLXVIOOL avoiyel VEOLG Kovémtag MoKtV

OpOLOLG Yo TN OMoLPYio. KOWOVIKOV OIKTO®V Kot TNV

. , , . 9 2vvepyaoio Iaikrdv oo
avantuén g Kowwvikng otdotaong tov Location-based Location-based ARAG.

ARAG.
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§ 2.5 Avadeln [Tohttiopikng KAnpovopiag Méow Hynrikov
[Tawyvidwwv

H moltiopikny kAnpovopa (Cultural Heritage — CH) avodvetoar o¢g évo onpoviikd medio
eEepedivnong péow twv ARAG. Avti 1 Tpocéyyion cuvovaletl To TOMTIGUO TOV EKAGTOTE TOTOL
UE TIC VEEG TEYVOAOYIES, EVIOYDOVTAG TNV EKTOOEVTIKY EUTEPIA TV OVOPOT®V Kot GVUPEALOVTOG
oTn dTHPNoN Kot TPodONoT TG MOMTIOTIKNG Kol TOAMTICUIKNG kAnpovouds. Ta ARAG
TPOCPEPOVY EKTTALOEVTIKEG EVKOUPIEG HECH TPOTOTLTOV KOl OOCKESACTIKMOV OPUCTNPLOTHTMV,
OOV Ol GUUUETEXOVTEC OAANAETIOPOVV UE TO TEPPAALOV TOVG, EUMAEKOVTOL GE 1OTOPIES Kot
ekmoudevovtol péoa amd TV eumelpio toug oty emavénuévn mpaypotikoétra (Tsepapadakis &
Gavalas, 2023: 4-5). H evoopdtwon g moMticpukng kinpovopudg ota ARAG gmitpénel otovg
YPNOTES VO OVOKOADTTTOVV 1GTOPIKOVG TOTOVGS, TOPAOOCELS KoL TEYVES LLE VAV SLUCKESUCTIKO Kot
exkmoudevtikd tpoémo (Cliffe et al, 2019: 176-177). Avtéc or €QuppOYEC €VIGYOLOLV TN
GULVELONTOTTOINGT TOVL KOOV YOl T TOATIGUIKY TOKIAOHOPPia Kot cupPdAiovy ot Tpodhinon
TOV TOATIoHOY ToV gkdotote Tomov (Fakhour et al, 2020 :1-2). EmmAéov, ta AG Bonbodv ot
ONUOLPYIDL  CLVEPYOUTIKMV  EKTOLOEVTIKMOV — EUTMEPLOV, EMIPEMOVING OTOVG MOIKTEG VO
AAANAETIOPOVY KOl VO GLVEPYALOVTOL KOTA TN SLAPKEL TOV ToyViddV. Avtd S1EVKOADVEL TNV
EKTOOEVTIKY OtadtKacia, Kaddg ot maikteg pmopodv va paboaivouv amd 1n cvvepyacio Kot v
aAAniemidpacth tovg (Coenen et al, 2013: 5).

Mo wpoun epedvion tov AAR gpappoydv pe EUeacn ot TOMTIGHIKY KANpOvoULd
vpye Katd ™ oekoetio tov 2000. Ilpmdteg mpoomabeieg dnpovpyiog avTOV, £0TiOGOV GTNV
avokaivym uynueiov pe ™ xpnon AR kot nymrik®@v 0dnydv (Tour Guides) (Coenen et al, 2013:
1-2). Avtég o1 €QaPLOYES TPOGPEPOVYV GTOVG EMCKENTES UL TAOVGLOL TTEPUYNOT| LE TANPOPOPiES
Y10 LOTOPIKA YEYOVOTO, KOl TOMTIOTIKA aproTovpynuoto (Kritikos et al, 2022: 37-40)(Haahr, 2017:
313-314). Katd t dexaetio tov 2010, dliec CH Location-based AAR gpoppoyéc enéktevay
YPNOM TNG EVIGYVUEVIC TPOAYLOTIKOTNTOG KOl TOV oeONTpoV Yewypapikne tomodesiog pe okomd
Vo OMUOVPYHCOVY aPNYNUATIKA TEPIBAALOVTO. AVTEG Ol EQUPLOYEG EVERVEVCAY TNV OLTOLOTY
TPOCAPLOYY| TNG EKTAOEVTIKNG OladIKaciog otov kdbe padnt Eexympiotd. Avtd onpaivetl 6Tt T0
TEPLEYOUEVO KOL Ol dpAcTNPOTNTEG TPOCUPUOLOVIOL OTIC OVAYKES, TIC IKOVOTNTEG Kol TIG
npotiunoelg Tov kabe pabnt (Kritikos et al, 2022: 37-40), kabmg mapEyovy 6TOVG YPNOTES
EKTTOOEVTIKEG EUTEIPIEG TOV AVAOEIKVOOLV TNV 10TOPI0 KOl TO TOMTICUO HEGH APNYCEDV KOt

dpactplomtov Pacicpévov o 1otopikd yeyovota (Coenen et al, 2013: 1-4). 1o 610 mvedua, n
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TPOCHNKN TG SLOOPACTIKNG TEXVOAOYIOG GTO TOLYVIOO EXETPEYE GTOVG TAIKTES VO OAANAETLOPOVV
HLE EIKOVIKOVS YDPOVG, VO OVOKOADTTOUV KPUUUEVO, LUGTIKE KOl VoL EEEPELVOVV TN TAOVGLA IGTOPTN
TOV TEPLOoY®V Tov emtokéntovtay (Haahr, 2017: 315-316).
nuepa, o MARCH (Mobile Augmented Reality for Cultural Heritage) éxouvv e€ehiyei o€
TOALTAOKOTEPES EQPAPUOYES. AVOTTOOOOVTOL OC EKTOOEVTIKE moryvidtw mov eotidlovv oe
GLYKEKPLUEVA IGTOPIKA YEYOVOTO, KO TOAITIGUIKE
a&obéata, mpooeépoviag o€ pobNTEG Kol
MoAmop6g

EMOKENTEC TAOVGLO0 Kol aAnBopavég mepipaiiov
ywo. e€epevvnon (Choudary et al, 2009) (Ewdva
L 10). H evoopdtwon tov teyvoroyiov Al kar AR
MARCH npocBETel oTa o vidlo AT vEES O100TAGELS Ko
E¢epeuvnon Suvatdtreg (Cliffe et al, 2019: 178-182). IIi£ov,
ol Toikteg UmOpobV Vo GAANAETIOPOVV  E
S EIKOVIKOVG YOPAKTIPES, VO ADVOLV YPIpOvG Kot val
eupabiovouy oty 1oTopict Kot TO0 TOMTIGUO TTOL
10-pfory v MARCH. emBopovv va yvopicovv (Cliffe et al, 2019: 180-
182). Emiong, ta moryvidle ovtd TPooeEépovy pia gvkapion Yoo TV ovATTLEN] CNUAVTIKOV
Oe&loTNTOV, OTMOC 1 CLVEPYASIX, N KPITIKY] OKEYN Kol 1] MY OT0QPAGEMY, KOONDS Ol TOUKTES
TPEMEL VO GLVEPYOGTOVV Y10 VO EMAVCOVV T TPOPANUOTO 7OV OvTIHETOTILOVV €VTOS TOL
moyyvidov (Fakhour et al, 2020 :1-3). Zvvolikd, To MARCH avartoccovv pa véa emoyn yu v
EKTOIOEVOT), TPOCPEPOVTAG 0L CLVOPTAGTIKT EVKOPIO YLl TNV OVOKAALYN KOl TV TOPOVGIOGT

KOl S10T PN O TNG TOMTIGUKNG KANPOVOLLAS TOV £KACTOTE TOTOV.
Ta ARAG mov eotidlovv 6T TOMTIGHKT KANpovould dtadpapatilovv onuavtikd poro
TN TPOMONGN TOV TOVPIGUOV, £VOUPPVUVOVTAG TOVG TOVPIGTES VO EEEPEVVIICOVV TTEPLOYES LE
TAOVGL0. TOMTIGHIKT KA povould Kot wotopio (Boletsis kot Chasanidou, 2018: 515-520). Avtd ta
O VIOL TPOGPEPOLY U0 LOVAOTKY| EUTTEPIN TOVPICHOD TOL GLVOVALEL TNV EKTOIOEVOT Ko T
Yyoyoyoyio, evioyLovVTag TNV EAKLOTIKOTNTO TV TPooplopmy. Ot tovpioteg Hmopovv va
AVOKOADYOLV TNV 16Topia, Toug pvbovg, Tic mapaddcers, ™ téxvn kot Aaoypaeia (Folklore)
QoG mePoyng péoa amd ovtd To moryviown, Kévoviag To Tafidl Tovg aKOp o EVOLUPEPOV

(Tsepapadakis xor Gavalas, 2023: 1-3). Ot TOMTIGUIKOL TOVPIGTIKOT TPOOPICUOL UTOPOVV VO

TPOGEAKVGOLVV TOGO TO TOTIKO TANBVGUO 0G0 Kol Tovg O1EBvelg ToLVpioTEG TOL EVIIOPEPOVTAL VO
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pébovv mEPIGGOTEPQ Y10 T TOMIKT] KOLATOVPA Kot 16Topic. AvTd UTopel va EYEL OIKOVOLLKA OQEAN
Y10 TG TOTKEG KOWMVIES LEGM TOVPICTIKAV dOTOVAV, EVIGYVOVTAS TN TOoTKN otkovopia (Du Z et
al, 2022). IMapdiinia, ta. ARAG umopodv va. cuufariiovy otn SPHCT TOV TOMTIOTIK®OV
otoyeiov pog mepoyns. Ot tovpioteg mov Lovv pa emavénuévn eumepio HEC® OVTOV TOV
T VISlOV etvor mBavd vo Aoy BeTIKA Yia TO TPOOPIGUO GTOVG PIAOVG KOl TV OIKOYEVELA
TOVG, TPOCEAKVOVTOG €Tol meplocdtepovg emokéntec (Du Z et al, 2022). 'Eva akoun Oetiko
otolyeio tov MARCH givar n mepiparrovriki) svorsOnromoinen (Environmental Awareness),
OTO{0l VTITPOCMTEVEL U0 KPIGIUT TTLUYN OTNV AVATTLEY EKTOOEVTIKMV TPOYPUUUATOV GYETIKA
HE TNV evnuépmon kail T dweTipnon ™S @vong kot tov mepipdrlovrog (Conservation of
Nature). Ta Eexwpiotd MyMTIKG TEPIPAAAOVTA TOV ONUIOVPYOVVTOL HEGEH OVLTMOV TOV TOLYVIOIDV
pumopovy va punfodv euotkodg Myovg kot mePPUALOVIIKEG GUVONKES, TPOGPEPOVTIOS GTOVG
TOAKTEG 0L EVIVTTOOIOKY eumelpios Tov gvoucOntomotel Ko EVUEPDOVEL TOVS YPNOTES YO TN
TOKIAOHOPQio. TS @OoNG kat T onuoacio g dwtnpnong ¢ (Lawton et al, 2020: 85-87).
[Tepoutépw, avtd to AG pmopodv va evomUATOGOLV otoreion Tov mpowbBohv 1 Prodciun
avartoén (Sustainable Development), 6nwg 1 avaxvkloorn kot 1 g&okovounon evépyelag,
TPOCPEPOVTOG GTOVG MAIKTEG TPUKTIKEG EUTEPiES Yo TV LwoBETNoN TEPBarlovTikd VELOLVEOV
ovunepipopdv (Lawton et al, 2020: 86-87). Ta moaryvidia avtd umopodv va TPOoPEPOLY pid
EVOLLPEPOLGO KOl EKTTALOEVTIKT EUTEPia, EVOOPPOHVOVTAG TOVS TATKTEG VO CKEPTOVV KPITIKA TIG

TPOKANGELS TOL TPOKLATOLY amd TN KAWATIKY aAloyr. EmmAéov, pmopovv va evicydoovv v

Biwowun Aiamripnon
Avamuén MNepiBaAioviog

Tomikn s ' _ NepiBaAdovTikn
Oikovopia % | EvaioBnromnoinorn

' Tomkn Téxvn
Mapadoosic ~~ : : W = & )
/ oypagia

Totmkoi

ompid Mdor

11. Gcuxa Zroyyeio. twv MARCH.
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EVNUEPMOOT] OYETIKA HE TN PLOTOIKIAOTNTA KOl VO €VOUGHNTOTOGOVY TOVG YPNOTEG Yo TN
onuocio ¢ dtutpnong g oto mhavitn pag (Lawton et al, 2020: 85-86). Méoa amd avtd ta
AG, o1 Taikteg UmopovV Vo EKTOLOEVLTOVV GYETIKE [LE TOL €101 TOV AMEIAOVVTOL KOl TOL LETPOL TTOV
umopoHv va Aneodv yia m datnpnon toug. Xuvorikd, oo MARCH péoa and to mpicpa e goong
evBappOvouy Tovg TaikTeg, Oxl HOVo va eEepevvicovy éva VEO TOMTIGHO, OAAG Kol Vo TO

TPOGTATEVGOLV Y10 TG EMOUEVESG YEVIEG (Ewcova 11).
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3.
Mystic Isle: Zyedraopog & Avarmtodn

Ol TPpOTEG oKEYELS Yia T dnpovpyia evog ARAG Eexivnoav to Mdptio tov 2022. To évovcua

Y10, T TTPOLYLLOITOTTOIN OGN EVOG TETOL0V EYYEPHLOTOC TPONADE amd T ypror Tov Taryvidtov Pokémon

Go, 1o omoio Aettovpyel pe Paon T teYVoAOYio. mayKkOGHIOL cvotiuatog BeciBesiog (Global

Positioning System — GPS) kot tov AR mepipariovtog (Kasapakis kot Gavalas, 2015: 215).

Enopévmg, té0nkav opiopéva epoTAOTo TOL SUUOPPOCAY 6T GNUEPIVH TOL Hopen To Mystic

Isle: in search of the golden lyre.

*

Avtd

ITewg Oa Moy evar oy vidt emavEnpevN TOXYUATIMOTYTAG TTOL VX ECTIALEL GTOV 7](O AL VX TOV
7aOLoTé nevTEO GTOLYELO TG EUTIELQLAG TOL TTaIUNTY;

Oa umToEOLEE ALTO TO NYNTHO TaLYVidL Vo xavet ypvon g teyvoroyiag GPS nat va
a€lomotnlel apNyNUATIUE WOTE Vo TAOYYYOEL GWOTA TOL TAIUTEG UECH ATIO TY] TAOUY);

Xe éva tétoto mayvidt Bo pmopoLoe 0 TAUINTNG Vo TNYUIVEL O GNUAVTING OYUEL TOALTIOUINNG
nAnpovoptds, wote vo Bpebel oe éva meEtBAALOY tLag dAANG eTOYNG, var YuyarywynOel ahkd xat v
nAneoyopenbet ylx v LoTopla TOL TOTOU;

[Tora Ba Nty 7 aAANAETIS QUGN TWV MY NTUWY GTOUYELWY PE TO TaiKTY] 1ot TO TEPLRIAAOY OTX
TALOL TNG EMXLENUEVYG TOXYUATINOTYTAG;

[Tw¢ umopodv ctoryeio amd TO YAVTACTING HOGUO Vo eVowPaTwdody Yo var evioyboovy 11 Spaor
%0 TY] TAOXT] TOL TTaLYVLOLOD;

ITeg propet o uabe maint)g v TEOCAEUOCEL TO NYNTILO Tl VO GTLG AVAYHES AL TLG

npotpnoelg Tov (dbAnom, Eevaynon, emBinoy, avaxaiudr, Aor yolewy x.o.);

To EPOTAHOTO Ol LOVO TOMOBETNGOV TIC TPAOTES GKEYELS GE WO ELPVTEPT] EIKOVO, TOL

nepleyopévou oAAG Porncav ot dNUIOLPYIKN SOOIKOGIO KOl GTOV AEITOLPYIKO POAO TOV

oy vidlov. Erouévog, vmpye amd v apyn n embopia yio ™ dnpovpyia evog ARAG pe ototyeia

TOV QOVTOGTIKOL KOCUOV Tov Ba mapovsiole T TOMTICUIKY) KANPOVOULWL €vOC TOTOL, TO

ocvykekpipéva g Képkvpag, ko Oa éxave yprion g teyvoroyiag GPS yia ™ mhonynon twv

TOKTOV Ko TV €£EMEN TOL TTALY VIS0V, TPOGUPUOGUEVT] GTIC OVAYKEG TOV EKAGTOTE XPNOTH.
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A7d 10 TpdTO PripaTo yio T dSnuovpyio tov Mystic Isle fitav o oxedioopdc tov facikod
otoyov (Main Quest) mov Oa giye o maikg evrog tov maryvidd (Ewdva 12). Apov mpoimipye 1
eEoKEI®ON TOL VTOYPAPOVTIO UE OLAPOPE GEVAPLO. OV GLVOVTA Koveic oe emrtpamélio M
niextpovikd moryvidia RPG o610 kdouo tov pavtactikod (Dungeons & Dragons, Pathfinder, Elder
Scrolls, Dragon Age k.0.), KOTOOKEVAGTNKE £€vo, TPMTO OYEOI0 NG TAOKNG KOl TMV
Swdpopatiodéviav tov moryvidlov. Ot maikteg yio va olokAnpdcovy to Main Quest kot kat’
EMEKTOON TO TOViol O Empene vor KEPOICOLV TOV KOKO LAYO OV OMEIAEL VO KOTAGTPEYEL TN
TpaypatikdtTd pog. o va o Kataeépovv avtd ol maikteg Oa mpémel va fpovv 10 HOVOSIKO
OVTIKEIPEVO OV UTOPEl VO VIKNGEL QVTO TO HAY0o, €vo LubiKd HoVsiKO dpyavo, Tn XPven Avpa
(Golden Lyre). Apov mAéov vipye To Main Quest, evtdaydnkov Kot o GTolyEin TOV PAVTAGTIKOD
KOGLOV, 0 KakOC pdyog (VESperus) kot o adepeog Tov m¢ kaldg payog (Lamptirus).® H emhoyn
TV ovopdteVv dev givar tuyaia Kabdg o Vesperus, wg Kakdg pnéyog, eivar avtodg mov Ba pépet to
oKOoTAdl 6e avtiBeon pe tov adep@Pd Tov Tov Pondd EUUECH TOVE TAUIKTES VO OAOKANPDOGOLV TO
woyvidl. Edo Eexivnoe 1o otddo g €510TOPNONG TOV YEYOVOTOV KOL TMOV OONYNLOTIKOV
otoyeimv (Storytelling) pe Aemtopépeleg amd T0 KOGHO TOL PAVTOOTIKOV, KaO®OG pe PAon avtovg
TOV YOPOKTNPES OYENACTNKE Kol TO TEPIPAAAOV oL Ba dradpapatiCetar To maryvidl. Dvowd, yia
VOl YOVLLE TO GTOLYEIO TNG EMAVENUEVIC TPAYLATIKOTNTOG EXPETE TO TEPPAAAOV TOL TOLYVISIOV VOl
€xel AUEST) GLOYETION LE TOV TTPAYUATIKO KOGHO TTov Oa BprokoTay o ekdotote Taiktng. Emouévac,
0 KEVTPIKOG KOPUOG TG toTopiag eivar éva Talidn 6 pa aAln dwaotaon (Interdimensional Travel)

7oL KAvel 0 maiktng Eekvavtog o mayviol. POdavovtag oto Mystic Isle, péoa amd ovty ™

Znueia m i

. g aviopoi

el il Exappones n';)l(xvﬁlgﬁ
Xpuon
Baoikog 216x06 /{L pan

Mystic Isle
Tagid oe GAheg -
Siacaiine EIKOVIKOi E;)é?;:l(:m
XapakTipeg

12. Main Quest zov Mystic Isle.

3 Ta ovopato avtd £xovv petoppactel amd tv edAnviky poboroyia. Vesperus = Eonepoc, Lamptirus = Eoc@opoc.
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dudotaon pabaivel TAnpo@opieg Yo ToV KOGHO TOV TOyVIooh GAAG KOl Y10 TV OTOGTOAT OV
TPENEL VAL PEPEL €1G TTEPAG MGTE VoL fondnoel GAoVg avToHS oL £ovV TaydevTel ekel Kot BEAovY
Vo EMOTPEYOVV TGM TNV €MOYN TOLS. Katd ) didpKelo TS TEPUETELNS Ol TAUKTES GLVOVTOVV
dapopovg yapaktipes mov Tovg Bonbovv (Non Player Characters - NPC), dAlot éxovv 0 poro
tov aenynty (Narrator), dAlot tov kvvnyov (Enemy) kot Gidor empPpafedovv (Progression &
Reward) divovtag avtikeipeva mov Bonbovv va olokinpwbel n amootorn). dvoikd, 1 mopdriinin
épevva 610 medio Tov ARAG kot tov AR mouyvididv frav kafopioTikh Yo avtd to otédo.?
BAénovtog 1o oxediooud dAlwv epguvntov, odnyndnke to Mystic Isle: in search of the golden lyre
OT1 TEMKT TOL Hope1| o€ oyéon pe v évtaén tov CH ototygiov, To nymtiko wepreyépevo (Audio
Content), to. apnynpatikd otovysio (Storytelling) aAld kot Tovg pnyaviepovs Aertovpyiag tov
naryvidod (Mechanics). ‘Exovtog gpguvioetl to medio amd TN HEPLE TOV MOUKTY, EVIOTIOTNKOV
punyovicpoi, Aettovpyiec, NyMrTikod mepleyorevo K.o. mov Ba epappoloviav 1 o amoppintoviay yio
10 01kd pog ARAG. ‘Eva mapdderypa yio ta mopondve mov epoappootnke oto Mystic Isle kot
TPpoNAOe 1 10€a amd aAlo waryviotl eivor 1 peyadvtepn gppéreta oto onpa tov GPS tov maiktn yio
va gvepyomomoetl éva Pol. Onwg @aivetor kot oty gikdvo 13, 0 kevipkodg Npwog €xel Lo
mePLpepEloKT] epPéreta v va evepyomomoet ta Pol mov €yovv
tonobetnoet o1 dnuovpyoi tov waryvidrv. ‘Etotl kaw oto Mystic
Isle, ywo va evepyomonbei 1o enduevo Pol, o maiktng mpénet va
TAnocdoel og o andotaot, tepimov 10 pétpmv, kot oyt va Ppedel
o€ £va. LOVOo cuykeKpLévo ornueio. Av eplopiotel ) eppéreta yo
mv evepyomoinon evog Pol, umopel vo dvokolevtel apketd o
ToikTNG N Vo eUQOVICTEL apyoTEPO MG £va €100G KOVOUPYLOV
punyovicpod Agttovpyiag yioo vo. LEYOADGEL 1 SLVOKOAID Kol Ol
OMOITAGEL YL TNV OAOKANP®ON €VOC  Yypipov N oG
ocvykekpipévng avalnmons. Emopévog, n épevva eite avapeoa

oTO aKOINUATKA cvyypdupata, eite ota ARAG kot AR matyvidwa

™G ayopds TPOPOSOTNGE TIC AMOPOITNTEG TANPOPOPIES AAAG Ko

10€€G yo. TNV ohokAnpmaon tov Mystic Isle: in search of the golden 1'3_ Amdmopia OB6ve 2: E'ﬂ ﬁ;g;

4 Mepucd omd Ta ARAG on AR maryvidio tng ayopdg etvor: Pokémon Go, Harry Potter: Wizards Unite, Zombies
Run!, Monster Hunter, Ghostbusters World «.a.
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§ 3.1 Ztowyeta I oAttiopkrig KAnpovopiag

Ta oroyeio TOMTIGTIKNG KANpOVOULAG oV avadeiyOnkav péoa amd to Mystic Isle ntov ktipuo ko
a&lo0éato evtog TG TOANG, TO OO0 EMMOKENTETAL O EKACTOTE TOUKTNG, AL Kot 1 S1ddpaoT e
1GTOPIKEG TPOCOMIKOTNTEG TOL £XNncav N dStEpevay yuo éva dtdotnua ot moAn g Képkupac. [a
TNV OPIOTIKOTOINGN TNG OOPOUNG TOV ALY VIOo0 peydAo poro Emau&ov ta agloféata TG mOANG
Kot 1 6€1pd Tov B PToPOVGAV AVTAE VO TOPOVCIAGTOVV GTOVS TAUKTES He Pdon To aenynuaTiKd

nepleyouevo kat to Main Quest. Ze avtd to onpeio vanpyov opiopéva Pol mov ftav ciyovpo mwg

TG 1eyvng
RO
. 109 Sir Frederick Adam

2oy

Mystic X

CM :/"

14. Sxeieréc wwv Pol wov Mystic Isle.

TPEMEL VoL GLUTEPIAOUPAVOVTOL 6T S10OPOUT TTOV TPaypatorolovy ot taikteg (Ewdva 14). Avtd
ntov 0 opehickog Tov Ntovykha (the Douglas Obelisk), to cuykekpipévo a&robéato emhéydnke
€€’ apyng xabdc m emppon tov oferickwv oto fantasy world eivor évtovn oe emimedo
ATOKPLPICUOV Kot aveENyNTOV poyik®v yeyovotwv. 'Eva axopa onueio ftav to Tpio. 6pOa
ayéipata TEPPETPIKG TG TAoTEing Tmavade®, ovtd emhéyOnkav koOdc M yxpHom TS

apBuoroyiag Tov «3» Tpocédide éva akoua eninedo epPpvbiong oto storyline Tov payikod K6cUOL

5 1) 1o dyaipa tov Imévvn Kanodiotpia, ii) to dyeipo tov Sir Frederick Adam, iii) to dyoApo tov x6pn Von Der
Schulenburg.
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tov Mystic Isle. AAAo éva Pol fitav to ktpio g @rhappovikis Etapeiog Képkupag, g omoiag
1 LOVGIKY IGTOPIKT CNUACIO Y10 TOV EXTAVNGLOKO KOl YEVIKOTEPA TOV EAANVIKO YDPO givorl TOAD
onuovtikny. ‘Eva aképo otoyeio etvar 6t1 610 ovuPord ¢ eppaviCetar 1o {nroduevo Tov
o vIoLoL, T yPpvot] Aopa. Ta ototyeia mTov cuunepAapBAvovTol GTOV LAKO KOGLO Kot LTOPOVUE
Vo To cLGYETIcOVHE 6TO emaLENUEVO TTEPIPAALOV €Y0VV TNV TAGT VA TPOGOIdOLY peyaALTEPN
eupoudion yia tov maiktn (Azuma, 1997: 354-356). Ta televtaia Pol ntav n Iévieg Akadnpio kot
10 poveoeio Actatikng TExvne, ta omoia emA&yOnkov Adyo TG 6mTovOAins IOTOPIKNG ONUUGTOG
oL £yovv Ko dgv Ba Ty duvatdv va un Ta emokePTel o maiktng. Emopévoc, o autd to otddio
vnpye o0 okehetdg pe ta Pol mov Ba emiokentoTaY 0 ekdoToTE YPNOTNS. ME BAon To oM yNUOTIKO
meplexOLEVO opiotnke 10 T€A0G TG S10dpouUnG TO 0moio lval 6To TeEAELTAio OpBlo dyoipa, TOL
k6un Von Der Schulenburg ¢€® and 1o [Taiaid @povpro g Képkvpac. Avtd mov élene ftav o
onueio évapéng tov moryvidod kot ta evolduecsa Pol mov Bo gumiovtilav 10 meplexdEVO TOL
Mystic Isle ko Oa e&umnpetodoay ta yeyovoto tov Storyline. I'a va Bpebdei to onueio évapéng tov
oy vidon, Tapdnke 1o Evavoua amd to 1N vrdpyov Storyline. Te avtd PAETOLUE TOVE TTOIKTES
va Eekvdve amd T cOyypovn enoyn mov {ovve Kot va TaEebOLY HEGH amd Uit LAYIKT TOAN GE

évo, Fantasy World mepipdirov mov Ovpiler pecaiova. Emopéveg, aeold ot maikteg o

Anadnpio &
{ ¥ AyoMuo Tov
Twavvn Koaresdiototo

ChMstic

Apyalohoynd : )
Movoeio b Chp

15. Pol zov Mystic Isle.
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0AOKANPOGOLV TO TayViol ot modotd mOAn g Képxvpag, dnhadn oe €va mepifdiiov mov

avadEIKVOEL TO TAPEAOOV TG TOANG, £T01 eMADE 1 oKéEYN va TomoBe Ol 1) Evapén Tov Taryvidloh

GTO KEVIPIKO OMpEl0 TG VES TOANG, TOV givon N TAaTelo LapoKo. X11 cLVEYELN, TPOSTEOKAY TOL

evolauesa Pol, mov fonbovv otn Tapovsioon TOV arapaitnT®V TANPOPOPIOV TPOS TOV TTAIKTY,

KOUL TOL ETTAEOV IGTOPIKA GNUEID TOV VTAPYOLY GTN TOAN, T 07010 BPICKOVTOV KOVTA GTO OKEAETO

pe ta mpmta Pol (Ewodva 15). Ta emmdéov Pol mov evtdybnkav oto moryvidt égovv e€icov

Pol

MoNmopiky N, EIKoviKoi
KAnpovopid XapakTipeg
Hxnrika |\ . Mnxaviopoi
EpeBiopata ‘ Maixvidiou
[MAnpo@dpnon - > Znueio EAéyyou

16. Aerrovpyixoi Péioi rwv Pol zov Mystic Isle.

ONUOVTIKT] TOMTIOTIKT] KOl TOAITIGUIKY ONUOGio
Kot eEumnpetodhv  gite otV TOPOLGINOT NG
otopiog e Képxupag, ite o1 mapovsioon twv
NPC tov moyvidov, eite oty efoikeimon tov
TUKTOV pHe To. MynTikd ko ta Mechanics tov
ALY VIO0V, EITE GTN TANPOPOPNGT TOV TOUKTAOV Y10
T TOPAAAN A YEYOVOTO 6T0 KOGUo Tov Mystic Isle,
glte yio vo dobel egvkapio 0TOVG TOUKTEG VO
CTOMOTAGOLV Yo Afyo Kou va  EEKOLPAGTOVV
(Ewova 16). Eropévag, to kabe Pol Aertovpyet kot

oav onueio ghéyyov (Checkpoint). Ta Pol mov

eMOKENTETAL O TTaKTNG €ivon (Katd Gepd ELPAVIoNG):

1) Zapoko, ii) Aewpdpog Alelavopag (Hyog Telddpopov), iii) Adewep. Aleéavipos &

Piloorootav Bovievtawv loviov Bovlig, IV) Aewg. Alelavipas & Kaloayovpoo, V)

Aewg. Alelavipag & Nrivov Ocotéxn, Vi) OPeliorog tov Nrovykla, Vii) Ofelioxog

tov Nrodyrla & Aewg. Aquokpatiag, Viii) Aewg. Anuorpotiog (Hyog Apyooroyikon

Movoeiov), iX) Ayatuo Iwavvy Komodiotpio, X) Zmovdada (IleptotoAlo TOL

Maithovr), Xi) [Teviopdvapo, Xil) @idapuovikn Etoupeio Képrvpog, Xiii) Iepoc Naog

Ayiov Zrvpidwva, XiV) Movaeio Aaiotikng Téyvng / Ayatua oo Sir Frederick Adam,

XV) Knmog tov Aaod, xvi) Knmog Durrell / Mmookéro, Xvii) Knmog Durrell /

Mrmookéro (cwtpiave 1), xviii) Knmog Durrell / Mrookéto (owtpifave 2), Xix)

Ayaduo kéun Von Der Schulenburg.

[Ma v emAoyn TV EIKOVIK®V YopaKTnpoV Tov Oa epeaviCovior 6tn 01dpKela TNG TAOKNG

TPOYLLOTOTTOI ONKE 1GTOPIKT £PEVVA Y10 TIG ONULAVTIKEG TPOSOTIKATNTEG TTOL Elncav otn Képkupa.

Kotd m tedikn emioyn Toug eAeOn vwoyn To aeNYNUATIKO TEPLEXOUEVO GE UIKPO/LOKPOJOKO

eninedo aAld Kot To onpeio evolapépovtog mov Ba avakaivmtovtol otn mopeia. Ot xapoKTPES
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ov gueavifovtar Katd T OdpKeE TOL TOLYVIdL0D
dwdpapatiCouv daeopovg pOAOLS, OTMG AENYNTES
(Narrators), ka@odnyntéc yo o enduevo Pol ©§ v
oAoKANpwon kdamolag Oadpacnc (Guides & Info
Givers), smppafevtig (Reward Givers),
Kovnyoi/eyxBpoi (Enemies), 1 akdun Kot dEVTEPEVLOVTES
YOPOKTINPES TOL OCLUPAAAOLY oIV evioyvorn 1T1Ng
eupovdionc otov mymtikd koéopo (Environmental Voices)

(Ewova 17). Metd to mépag NG KOTOOKELNG TV

Aenyntég
KaBodnyntég
Pohol |
Eikovikwv < < EmBpaBeutég
XapakTipwy |
Ex6poi
HxnTikd
MNepiBaAAov

17. Péror Xapaxtipwy rov Mystic Isle.

NYNTIKOV GTOYEIWV, 0KOAOVONGE 1) EVEOUATMOGN TOVE GTO TPOYPOUUUATICTIKO Koppdtt Tov ARAG.

H Aota pe 11g d1béoipes 16topikég mposmmikdtnTeg KATEANEE Vo vt opkeTd LeYAAT o€

oyxéon pe 1o dwbéoo apBud v Pol. Avtd elye og anotélespo vo TEPLOPIOTEL 1] TOPATOVE®

Mot pe yvoOpOve, TNV 1GTOPIKH ONUAGIH TNG

€Kaotote TpocomkOTNTAS Yoo T Képrvpa aArd

AlaXwpIouog
EIKoVIKOV KoL Y10 TOV E0PUTEPO EAAAOIKO YDPO LOG Kot OEV
quqKTr']pwv Bo umopovicav va TapovslacToHy OAOL EVTOS TOV
] Ty vidlo0. Apyikd, £ywve €vog dlay®PIoHOS TV
/\oyoTtéxveg - - - Mouaikoi TOPATTAV® HE  YVOUOVO TNV 1810TNTE  TOLG
(rodtwkoi [politicians] / hoyotéyveg [writers] /
MoMiTikoi . q)avmoT'Ko' povokoi [musicians] / gavtactukol yopaxTipes

XapaKTipEeS

[fictional characters]) (Ewova 18). Avtég ot

18. Miaywpiouéc NPC zov Mystic Isle.

téooeplg katnyopieg Ponnoav apydtepa otV

e&EMEn tov Storyline, d16tt vapyovv NPC mov opyavdvouy kat kabodnyodv T KIVNOES TV

TouktOV (rolTikoi), Bonbodv vo amokpurtoypaenbodv didpopa Aektikd ototysio (AoyoTé ves) 1

TapEXOVV GTOYELN Kol TANPOPOPIEG HEGA aTd TOV YO Kot TN Lovotkt| (povekoi). Eropévac, ta

NPC mov cuvavtobv ot maikteg evtog tov Mystic Isle kot tovg Bonbovv va mpoywpricovy 610

endpevo Pol givan (katd oelpd epepaviong):

1) Avipéas Movatolions (molitixog), i) lwdvvng Kamodiopiag (molitikog), i)

Teddpyrog Zouoptlie ((wypdpos - wovoikdg), V) Arovioiog Lolwuog (Aoyoteyvig),

V) Zmopidwv Evviog (oovlétng - povoikog), Vi) Nikoiaog Xodikiomoviog —

Mavilopog (oovBétng - povowkog), Vii) Xrvpidwv Zoudpos (oovlétns - 1ovoikog),
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Viii) I'ewpyroc Ocotorng (moritikdg), iX) Avtokpdreipa Elicdfer (Xior) e Avotpiog

(ToM1TIKOG - L0YOTEYVHG).
Orav ot maikteg cuvavtovv ta mapardve NPC, tépa and Tig TAnpopopiec Tov TV divouy GYETIKA
pe 1o mayvidly, pobaivouv kol opiGHEVES TANPOPOPIES Yio. avTovS, OMMG YloL TOPAOEYLD TNV
W010TNTA TOVG OALG KOl CIUOVTIKG EMTELYHATO 0VTOV. ETouévmg, mapovstaloviotl moAMTIoUIKA
KOl TOMTIOTIKG oTolyEgion oTovg maikteg, mov umopet va un yvoplav, péow tov NPC. M
Srapopetikn katnyopio NPC givar avt tov poborthactik@v yopoaxktipmv (Fictional Characters)
eumvevopévol and to Fantasy World, mov @épovv 1o otoygio tov eompaypatikod oto Mystic Isle.
Avtoi o1 yopoktpeg vapyovv eite oto Ambient Layer tov mmrtikov epebiopdtov yo va,
gumiovticovv tnv euPvdion tov maikm, gite oto Action Layer yia va fondfcovy v e£EMén tov
Storyline 1} ta. Mechanics tov mayvidiov. Opiopévol and tovg pOOTAAGTIKOVS XOPAKTNPES TOL
o vIoLoL gtvan (Katd oelpd epeaviong):

i) kataoromor (Chasers - action layer), i) zeipatéclmepaotixoi (environmental voices

- ambient layer), iii) ayd/uora (Quides & info givers - action layer).
210 emOpEVO OTAdOWL £YvE £€VOG GLUGYETICUOC TOV TOPATAVD Yopoktpov pe o Pol ko
pocdopiotnray to onueio mov Ba eppaviCoviav ta NPC. O tpocdiopiopdg avtdc £yve pe faon
TV 1510TNTA TOV EKAGTOTE YAPAKTAPA AALE KOL TO AQYNUATIKO TEpiexOpevo.® Tta mpdta Pol
EMPETE VO TAPOVGLOGTOVV OPKETEG TANPOPOPIES GTOV TAUKT GYETIKA e ToV kOopo tov Mystic Isle
o6mmg ka1 o Main Quest tov mayvidiov, enouévac N emthoyn twv NPC Mpbe and ) Aiota tov
TOMTIKOV. Apyotepa, oe Ao Pol o maixktng 6o ypelootel Ponbeia amdé NPC yu va
QTOKPVLTTOYPUPTGEL TOVS GTIYOVS EVOS TPAYOLII0V OV akovEL, ot emA&yOnke NPC and ) Alota
TOV LOLGIKAV. Avtictolyo, og dAlo Pol n amokpurtoypdenomn evog mOMLOTOS TPOyLOTOTOLEITOL
pe t Ponbeta NPC, emopévmg emiéybnke évog yopaktipag ond t Alota tov Aoyoteyvov. Ev
TéAeL, To Topoamdve otoyyeio, Pol kot NPC, eivat avtd mov evooUaT®VOUY Kot 0VOSEIKVIOVV TN

TOMTIGLUKT] Kot TOMTIOTIKY KAnpovopud g Képrupag péoa and to Mystic Isle.

® Mapaderypa: ota Pol pe otopio moAtikod mepieyopévov, émmg M I6viog Akadnpic, tomodetiOnke NPC pe v
W10t Ta TOV TOATIKOV, Onmg o lodvvng Karodiotplac. Avrtictorya, Pol pe povowkn wotopia, 6nmg 0 KTHPO NG
Duivappoviknc Etarpeiog Képkupag, tomobemOnke NPC pe v ddtta tov cuviétn/povcikov, 6nmg o Nikoraog
Xolkiomovroc Mavtlopoc.
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§ 3.2 Awadwaota Avarnrtodng & Kataokeonig Hyntuoo

ITeprexopevoo

To Mymrikd mepeyduevo tov Mystic Isle givar avtd mov Pondd eEolokAnpov Tov moikTn va

oAokANpmoel to Main Quest ko kot enéktoot to moryviol. Méoa amd avtd Tapovotdaloviol

oTolyeia TNG TOMTIoHIKAG KAnpovouldg aAld kot tov Fantasy World npocdidovtag éva akopa

1oYLPO YAPOKTNPLOTIKO Yo TNV eMiteLEN TG emBountng epPpoubiong. Emopévacg, cuvomoloyilovrog
TO OPNYNUOTIKO TEPLEYOUEVO OAAL KO TIG TEXVIKEG
ATOLTOELG ONUIoLPYRONKaY 0VO NYNTIKG eTimeda

Aiadpaon

(Audio Layers), to omoia e&Eumnpetodv TIC avaykeg

HxnTik&
Etritreda

tov mayvidy (Ewova 19). To mpdto eminedo

MepiBaAiov givan éva otafepé nymrTiko wepipailov (Ambient

19, Hipreuds Bnirad ov Mystic Isle. Layer) mpocappocpévo otic avéykec tov Pol.” To

ogutepo  emimedo  €xel évo OLOOPUOTIKG

yopokTipa kot tepropfaverl tig opriec tov NPC pali pe omotadnmote dpdon avtmv (Action

Layer). Avtq n owmAf mpocéyylon Swotnpel TO OTOLTOVUEVE YOPAKTNPIOTIKG TTOL TEOMKaV

napondve. To a&oonueioto €0® eivar 10 medio TOV TEYVIKOV YOPOKTNPIOTIKOV TOL £0e0e
oplopéveg katevhiveelg yio to pnéyedog twv apyeiwv aAld Kot To TEPLEYOUEVO TOVC.

To Action Layer yvopilape nog 0o mpénet vo avomopoybel pio gopd pe okomd va,
TOPOVGLAGTOVY TOL OTOPOiTNTA GTolEl oToVG maikTec?, oe avtifeon pe To Ambient Layer, to
omoio Ba mpémetr va vapyeL kB’ OAN TN SLUPKELD TOV TTOLY VIOV, TOVAGYIGTOV Y10, T GTLUEIR TOV
0 TTaiKTNG pével evtog g mpokaboplouévng dwadpounc. Emopévac, to Ambient Layer, to onoio
mailet Yo apketn opa, dev umopel va elval Eva eviaio apyeio, kabmg €161 B vtapEet TpdPAnua pe

° "Eto,

TOV OMOLTOVUEVO OTOONKELTIKO YDPO TOV HECOVL OVOTOPAYOYNG TOVL  TOLYVIOLOV.
kataAnéape ot owedikacsia tng emavainyng (Loop) tov Ambient Layer, kdtt mov emitpémet tnv
OmopEN  KPOTEPNG O1BPKEING OAAG Kol HIKPOTEPOL peyEéBouvg myntikav apyeiov. o va
Aertovpynoet N emavainyn tov Ambient Layer yopic va yivetal coBnto to onueio ekkivion tov

nyNTKov apyeiov tomobetnONKav Alyo mptv 10 TEAOG TOL apyeiov TO NYNTIKO TEPLEYOUEVO TTOV

"Tapaderypa: onpeio evdiapépovtog dinha otn 0dracco tepthapBavel To ovtictoyo mymTikd otoryeio mov Stotnpel
TOVG NYOVG TOVL VEPOL MGTE TO, OTTIKA KoL ToL NYNTIKA epEBiopa va cvpfadilouv.

8 Térowr mymtcd otorgeia sivar ot opdieg twv NPC, Sipopeg dpdoelg avtdv (BRuata, KWAGELS, YEWPOVOUIES),
OVOTOPOY®YT HLOVGIKNG KA.

® Ta peyoldtepo NyNTiKd apyeio 0dNyovV o6& peYOADTEPES AVAYKES AOONKEVTIKOD YDPOV.
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VILAPYEL GTNV APYN TOV 1010V apyElOL LE AMOTEAEG O VOL UTAEKEL 1] apyT| KoL TO TEAOG TOV EKAGTOTE
Ambient Layer, ka1t wov giye 0G OTOTELEGHLO VOL UMV YIVETOL AVTIANTTO TO GNUELD TNG EMAVAANYNG.
To 1610 to Ambient Layer to dwywpiotnke oe 600 VTOEVOTNTEC, GUVEXOUEVO Kol Ppoyd
aepipariov (Constant & Fast Environment). To cuveyouevo tepipdilov mepiéyet nyntikd otoryeio
mov dev otopatovvi®, og avrifeon pe To Mk ototyeion omd To Bpoyd meptPEAlov Ta omoia stvol

cVVTOpO G dldpreta ko sppavilovton eldyiotec popéct?.

' ' ' MepiexOpEVO
I'vopilovtac o6Ao ta Pol wor 10 o oTiKd
o P HYNTIKWV ZTOoIXEIWV
TEPLEYOUEVO EVTOTIGTNKAY TO NYNTIKE GTOLYEl IOV YpEtdlovTav _‘ Ambient Layer
Ambient Layers (Ewoéva 20). O : 5 4T
Yo To yers (Ewova 20). Opiopéva omd avtd ntav T

nNyotomia (Soundscapes), GAlo fTay NyNTIKA oTolYXEl0. TO OTTOT0!

, , , ~— < AvarrapaoTtarikoi H
Oa KaracKsuaCO\/tow ue ™m TEYVIKN KOTUGKELTG X

avarapootoTik®Ov MNyov (Foley) kot dllo Mtov mymrikd e Blﬂkﬁgﬂl'(ic“; XoU
otolyeia ta omoia Bo KoTaoKeLALOVTAV HEGH amO YNOLOKES . ®iAtpa Emegepyaoiag
MoOKES 1 i iog oi VST ——
Brprodnkes fyov kot Qiktpa emelepyaciog onpotog ( , i Hyoypagrioeic
Plug-ins). Apywkd, KoToypaenkav To  NYOTOTiO. 7OV EAeyxouevou Xwpou

, , 20. Lepigyouevo Hynuikav 2roryeiov
SH(P(IVICOVT(H EVTOG TOL = ﬁﬁhlﬁﬂ“ ayer

Ty vidlov. Me Béor To TEPLEYOUEVO OVTMV TOV NYOTOTIMV
npaypotonomdnkay  nyoypaenoss mediov (In - Situ
Recordings) (Eucova 21).12 2t cuvéyeta, «codapiotiroyy»
OUTEG Ol MYOYPOPNGCES Omd TEPLTTEG GLYVOTNTEG TN
avemBOumTa. MYMTIKE YOPOKINPIOTIKA HEGH  OPOPOV
oiltpov  emséepyaciac MynTikod ofpotoc.”  ‘Emetta,
TPOYUOTOTOWONKOY MNYOYPAPNCES HE TN TE(VIKN TNG

KOTOOKEVTG OVOTOPOCTOTIKAOV NY®V, TPOSTAOdVTAS Vo

.

' 21 djmo‘;pawo, Y/l' ' pipnBovpe yovg mov yperdlovral evids Tov moryvidtol Kot
Lirovpienon Hediov. TOUG Omolovg dev PTMOPOVUE VO, MNXOYPUPHCOVUE GTO

TPAYHOTIKO TOVS TEpPariov.t* TELOC, KOTOOKEVAGTNKAY TO LVITOAOUTA TYNTIKG GTOXEID YioL Ta!

10 Térora nymrikd otoyeia ivar o Myoc g Bdraccag, movddkio va keromdovv, 80pvPog acTiKoD TEPIBAALOVTOG KAT.
1 Térow mymrikd ototyeio etvor ot dpakeg mov mePVAVE, PTEPOLYIGHATH IO TOVAGKLO, BHLOTO TEPASTIKOV KAT.

12 To nymrikd TEPIEXOLEVO OVTMOV TOV NYOYPUPNICEMY NTav 0oTicdg 06pvPoc, Pruota/opilies tepactikdy, S1dpopot
Nyot Ldwv (YAdpot, KOKOpPES, TOvAGKLA K.0.), KOLATO TG OAANCCOG KOt KOUTAVES EKKANGLOC.

18 Opiopéva amd ta piktpa mov ypnoomomOnkay frav EQ, Compression o Noise Gate.

14 Térow mymrikd oTotyeio etvor ot ApaEec, ol IKPEC KOUTAVES KoL TO TPIEO TMV TEPATIKOY TAOImV.
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Ambient Layers péoo ynerokdv Biprodnkdy ypnoiorolidvog ) TeXVoLoYio Tp®TOKOA®Y
YneLoknig tacHvdeonc povetkdv opydvev (Musical Instrument Digital Interface — MIDI).%
Kvpiapyo otoryeio ko ota 600 nyntikd enineda (Ambient kou Action Layer) ivai i opihia
(Speech). H Baocikn dtopopd g optliog oto NNtk eninedo givol T0 VONUOTIKO TEPIEXOUEVO.
Emopévac, n opdia oto Action Layer £xet 1oxvp0o VONUoTikd TEPIEXOUEVO GE GXECT LE TNV OMIAIL
tov Ambient Layer. Avto cvpaivel 610tt oto Action Layer mapovcialoviot OAEG o1 TANPOQOpIES,
o1 Ponbeteg, Ta oTOLYEIO OALG
KOl O TPOGOVATOAGUOG OV
ypedletanr o maiktng yu va
petakivnOel anod to éva Pol
oto emopevo. [ TOLG

Tapondve Adyovs, n optiio

200 300 500 1 20k 20k 5. 10,0k, Moustoxydis

oto Action Layer &ivaw
22. EQ, Volume xaz Pan Apnynwi — Action Layer.

VYNAOTEP o€ €vtaom,

evioyvuévn otig vyniég ovyvotnteg (High Frequencies) kot 6to KEVTIpo TG 6TEPEOQ®VING HE
okomd va Egywploel 6€ oyEo e TO LTOAOUTE NYNTIKG cToLyElo KO vaL glvat €01y oo TOV TodKTY
Kk’ 6An 1t dudpketo (Ewdva 22). Avtifeta, n optkio. oto Ambient Layer eivar amhopévn ot
GTEPEOPMVIA, GE YOUUNAOTEPN £VTAOT] KO LE TEPLOPIGHUO TOV VYNADV GLYVOTNTOV. To Topamrive
YOPOUKTNPIOTIKA TPOGOHIO0VY €va aKOUO YOPAKTNPICTIKO Y10 TNV OTOTEAEGLATIKOTEPN eUPOOIoN
Yopic va Tapepmodilel Tov TaikTn vo 0KOVGEL KOL VO KATOVONGEL TO VONUOTIKO TEPIEXOUEVO TOV

Action Layer (Ewkova 23). T'o TV 0AOKANp®GN T®V NYNTIKOV GTOYEI®V TOL TEPLEYOVY OUIAIN,

ypnoworomdnke oe peydro Pabuod n texvoroyia g TEYVIKNG VONUOGUVIG pnETOfdAilovTag TO

/ 1) o I )

23. Volumes xa: Pan ®avractidv Xapartipwy - Ambient Layer

15 Térowo mymrikd otoyeio eivar 1 povskn mov axobyetar kotd T Sidpkelo, Tov TaryVidon arld Kol 0 cuVEVAGHOg
KOLLOTOHOPPOV Y10 Tr] 6UVOEST Kol dNpovpyic dS1UQopmv NYNTIKGOV EPEOIGUATOV.
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ypomTo keipevo o€ ophia (Al - Text to Speech

)_16

Ta ymricd apyeio Tov dnpovpynOnKay omd

t0 Al n0ehav Aot nymrikn eneepyacio amd HePLEg Hog MOTE va YiVouv KATAAANAL Yo PO

evtog tov Mystic Isle. Eta onueio pe neplocdOTEPES POVES, LE XOPOUKTNPLOTIKY TPOPOPA 1| UE TTLO

évtova cuvoncOniaTa, TpayHoToTomONKay NYoypapicsls pe nlomorovg (Voice Actors).t’ Tty

ewovo 24 avorypaeovtan ovaAvTIKG Ta NYNTIKA ototyeio tov Mystic Isle.

Hynriké
ZToIyEio

Oopupog AoTikoul
lNepipaAioviog

Odaacoa

MG

KeAaidiopara
Mikpwv [NouvAov

DOyhaywyia AvepwiTwy

Bripara AvOpuammwv

Kapo / Apata

Kaopmava EkkAnaiag

Bripara & XApivipiopa
Aldyou

Kartnyopia
Hxoypdgnong

Hyoypaenon lediou

Hyoypaenon lediou

Hxoypagnon lNediou

Hxyoypagnon lNediou

Hxoypaenon lediou

Hxoypagnon lNediou

Hxoypagnon lediou
&
Karaokeur] Avamapaotankou
Hxou

Hxoypaenon lNediou

Hxoypagnon lediou

Mepioxn: Aipvn MNMapponda, lwavviva.

Mepioxn: dacog Kaotavitwv, Kopmiton

NMepioxn: KapméAo, Képrupa (étpa) &

Meproxn: kapmovapo Ay. NikoAdou, Trapadic

AeTrTOpépEIEC
Hxoypdenong

Stereo Recording (XY).
NMeproxn- mharsia Zapoko, Képkupa.

Stereo Recording (XY).
Mepioxn: Tapaia Ay. Nikohdou,
Aopppaiva Bowwriag.

Stereo Recording (XY).

Stereo Recording (M/S).

Képkupac.

Mono Recording (Shotgun).
Meproyn: Tyéc Axépovia &
Appavitoa, Edxiovag Bolwriag.
Stereo Recording (XY).
NMeproxn- Kapmého, Képkupa.

Mono Recording (Shotgun).

Mavrolx, Képkupa (xwpa).
Stereo Recording (XY).
NMeproxn: Imavada, Képkupa &
Mono Recording (Shotgun).
My E0Aivn ahanépa
(Time Stretch + Piich Down)
Stereo Recording (XY).
Mepioxn: kapmovapo Ay. Zupidwva,
Kapymého Képrupag &

Ay. NikoAdou, AopBpaiva BowwTiag.

Mono Recording (Shotgun).

Meproxn: Immik6g ABANMIKGE DpiAog,
Bapumaradeg Képrkupac.

16 To Al — Text to Speech Generator mov ypnowomowdnke eivar to PlayHT, https:/play.ht/.
17 Térowa onueia eivar  oyopd Temv TEPOTOY Kol 01 GLINTAGELS OPICUEVOV TEPUCTIKMV.
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MNameg, Xveg, Noupouvia,
Kareg & Kokopeg

Hyo1 ZuAoupyikwv
Epyaocuav

Tpeyoipevo Nepd
ZuvTtpipaviol

Tpidowvia, I'poiol, KoukouBayisg,
Mmougoi & Aidgopol Hyor
Nuyaepiviig MNavidag

TpiEipara MNepankowv
KapaBiv

Mikpéc Kapmmaveg
MNapankwy Kapapiwov

Mouaikr Pol 2
(Azwe. Aketavdpac)

Mouoikr Pol 5a & 5b
(lapitoa - Pirate's Layer)

Mouaikr) Pol 9
(Mevrogavapo)

Mouaikri Pol 14b & 14c¢
(Mmookéro)

Mouoikn Pol 15a & 15b
(Eioodog MNaimon $poupiou)

MoAn Xpovou
(Pol 1)

Hynmnko Mepipaihov OmAiag
TwV AyaAparwwv

OpAisc XapakTrjpuv

Hxyoypagnon lediou

Hxoypaenon lediou

Hxoypaenon lediou

Hxyoypagnon lNediou

Karaokeur] Avamapactankoy
Hyou

Karaokeur] AvamapasTankol
Hxou

Wnpakég BifAobrikec Hyou

Wnpakég Bifhobrikeg Hyou

Studio Recording

Wneiakéc Biphobrikec Hyou

Wneakég BifAobrikeg Hyou

Wngakég Bifhobrikeg Hyou

Wnpakég BifAobrikec Hyou

Al Text to Speech &
Studio Recordings

Mono Recording (Shotgun).
Mepioxn: Aopppaiva Bowwtiag.
Mono Recording (Shotgun).

Etwrepikéc Oodopikég Epyaoieg

Mepioyn: Mavorikl Képkupacg.
Mono Recording (Shotgun).
MNeployR: cuvipidaw TAarsiag
Mavrtoukiou, Képkupa.
Stereo Recording (XY).
Mepioxn: AopBpaiva Bowriag &
ApBavitoa, Edkwvag Boiwriag.

Mono Recording (Shotgun)

Mnym: o ipi€iparog £E0Aivou Tafaviol &

EUAIVOU TIATWPATOC.
Mono Recording (Shotgun)
Mnyr: xTommpa o Kpo Kammaki

KaroapoAag PE HETAAMKG QVTIKEIHEVO.

VST: Epic World - Engine 2

VST: Epic World - Engine 2

KiBapa- Stereo Recording (AB)

®wvn: Mono Recording (Cardioid)

VST: Miroslav Philharmonic 2

VST: Miroslav Philharmonic 2

VST Omnisphere 2

VST: Omnisphere 2

Al: PlayHT

Qwvn: Mono Recording (Cardioid)

24, Ilivaxag Hynnixdv Zroiyeicv rov Mystic Isle.
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TéAog, 0OV GLYKEVTPOONKAV OAN T ATOPOITNTO NYNTIKA GTOYELD, TPOYLOTOTOONKE N
pién (Mixing) tov nyntikov mepieyouévon Tov ekaotote Pol. Xe avtd To onpeio opiotnke & apyng
N oot Ta TV NYNTIKoOV apyeiov (44.100Hz Sample Rate kou 24bit), 1 onoia eivon idto pe avtn
TOV NYOYPUPNOEDV TOV TPOYUATOTOMONKAY GE TPONYOOUEVO GTAO0 OAAGL KOl TOV MYNTIKOV
apyeiov mov dnuovpyndnkav ard to Al Text to Speech. TomoOethOnkav ypovikd o NyNTIKA
otolyeia kat gv cuveyeia mapapeTporomOnkay diipopa yopaKTNPIoTIKE, 6mwe £viaot (Volume),
otepeoovikn 0éom (Pan), eidtpa ypagikodv cootabuiotov (EQ), aviqynon (Reverb) k.a. To
evolapépoV o€ avtn T pién sivan mog £ywve eneepyacio tov Action Layer tavtdypovao pe 1o
Ambient Layer 610 1610 apygio. Avtod €lxe ¢ OAmMOTELEGLO VO VITAPYEL 1) SUVOTOTNTO VO OKOVYETOL
TO TEMKO MYMTIKO OTMOTELEGLOL TOV PTAVEL GTO VTLA TOV TTOAKTY), KATL TOL €EVANPETEL APKETE GTO

vo, dnuiovpynBel pa kakn woppomia peta&d tmv dvo Mmrikov emmédwv (Ewova 25).

O 2 Alexandeas Strest [modified] - REAPER v7.11 - Registered to Alexander Koumplis (Licensed for personal use) - 8 X
Fie £ Tk s

. OWOORO‘:O“O“_O“

Apybtepa, a@od ohokAnpdOnke 1 dwdikacio g HENG, €PapuOGTNKE o TEAgvTAin

eneEepyacia yio va eEopaivviodv kot va eEteoppornBodv Ta nymrTikd 6ToryEio 6T0 GHVOAD TOVG
aAAd Ko va dnuovpyn et 1o TeMk amotérespno (Mastering) Tov NyNTIKOV apyei®v TOL EKACTOTE
Pol. Z& avtd 10 oTdd10 Ypnopworombnkav eiktpa 6mwg EQ, Compression, Saturation, Stereo
Imager kou Limiter pe oxond va emttevyodv ta mpoavapepHévta (nTodueva YopaKTPIGTIKA Y10

o MMTIKG apyeio Tov Mystic Isle. dvowkd dnog avaeépbnke mopandvm, dnuovpyndnkay
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Eeymprotd nymrika opyeia yio to Ambient kot to Action Layer. Eropévamg, kKotd tn dtadtkooio g
egayoyng (Export) tov mmrikdv opyeiov yio to ekdotote NMYNTIKO eminedo emdéydnkav va
axovyovtot ta Kavaio (Tracks) mov 0éhape va eEdyovpe, pe Ty emhoyn ¢ amopdvoong (Solo)
TOV €KA0TOTE KOvaAloD. Avti 1 dwadikacio fondnce apketd 6To 6Tdo10 TNG EVTAENG TOV NYNTIKOV
apyel®v evtOg TOL KOJKA TOV TOYVIOL00, d10TL Ta apyeia Elval IGOPPOTNUEVO KL GUYXPOVIGUEVA
peta&hd tovc. Emopévmg, dev ypetdotnie kdmota dAAn puduion and peptdg pHog 6to otéoto avto.
A&1o avapopdc 0m eivarl TG Katd T dladtkacio TG eEAymyNS 0 TVTOG TV EE0YOUEVOV apyEimV
nrav OGG. Avti 1 emAoyn mpaypatoromonke EexdBapa vtd To Kprtpro tov 6t T OGG apyeia
elvar pikpd og péyebog, kdtt mov Nrav {ntovpevo €€ apync, Kot dSotnpodV [ NYNTIKA TOLOTNT
o€ duvapkég Kot Bdbog apketd kovida oe avt tov WAV apyeiov. ‘Enetto, amd 10 6Tddo g

eEaymyng tov opyeiov eMADE 1 KATAGKELT TOL KMOOLKO TOL TOLYVIOOV.
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§ 3.3 M yaviopot tov Mystic Isle

[TopdAAnio e TNV EMCTNHOVIKNY £pEVVO, TOV dlevepyNnOnke, evtdyOnioay emimpdcOeta dS1odpacTiKd
otolyeia. oty €€EMEN Tov moyvidiov. H mymruky mhofynen (Audio Navigation), n emilvon
ypipowv (Puzzle-solving), n owdpaocn tov smovénuévov pe 10 TPUYROTIKG TEPLPAIIOV
(Augmented Reality Markers & Environmental Interactions), n emfpapevon ywo v €EEMEN Tov
apnynuatikov zwepeyopévov (Progression & Rewards), o pnyoviepog ypovog (Time
Mechanics), n avalitnon kot 1 avakdioyn ToOv onpeiov evéwmeipovrog (Location-based
Challenges & Exploration) amotélecav toug pnyoaviepods Tov Mystic Isle, ot omoiot dtapodppmocay
™ 7ok Tov mayvdd o€ pikpodopkd emimedo (Ewodva 26). Xto mouyvidt ot kupiopyot
pnyoaviopol givor n mymrtiky TAonynon kot - avalnmon/avakdivyn tov Pol. Ot vrdéroumot
punyoavicpol epeavifovtol oe GLYKEKPLLEVA ONLELd, KOTE TN S1APKELD TOV ToLYVIdL0V, LE GKOTO VO

EUTAOVTIGOVV KOl VO EVIGYVGOVYV TO 0PN YNUOTIKO TEPLEOUEVO.

Xpovog Hynmikn NMAorynon
Avolfimon & EmiAuon
A‘é‘:}';i?:“l”“ _ Mnxaviopoi = - Mpipwy
Evdiagépovtog . Mystlc Isle e
““““““““““ AR, l [ - Miadpaon MMaikn
EmBpaBeuon & Avapeoca oo
EgENEN i | Emaugnpévo kai
Aonynuartikot Mpaypartiko
Mepiexopévou MepiBdaAiov

26. Myyoviouoi o Mystic Isle.

H mymrwn ahonynon (Audio Navigation) sivor évog pnyoviopog Tov EMTPEMEL T
dnpovpyia epPodiong kot moAvdidotatng evovvaumong g epmepiag tov moiktn (Rober kot
Masuch, 2005: 93). Mg Vv €@aproyn NYNTIKOV TEYVIKAOV, OTMG 1) KATACKEVT] MYOTOTI®V Kot 1)
OLVOUIKT NYNTIKN AITOK®OIKOTOINGT, Ol TOUKTES LITOPOVY VO AVTAOVY GTLOVTIKEG TANPOPOPIES Yia
T0 eMOENUEVO TEPIPAALOV TOVG Kol VoL KOBOONYOUVTOL EVTOG TOL T VIOoD He BAomn To MynTKo
TEPLEXOUEVO. AVTOG O UNYOVIGHOG EVICYDEL TNV AicONGT TOL YOPOL KoL TNV TOPOVGIK TOL TAKTY
péca oto emavénuévo mepiaiiov. Emiong, mapéyet tn dvvatdotnta vo eEumnpeTnost Kot g Eva

16YVPO EPYAAELD Y10 TNV AVATTTLEN TOUYVIOI®V TTOL Elval TPpocPacipa e dtopa e SVCAELTOVPYiES
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Opaong, TPO®OOVTAG TNV £VIAEN KOL TNV TOAVLOPPI0 GTOV YDPO TOV YNELoK®V Toryvidiov. Kotd
CLVETELN, 1] MYNTIK] TAONYNOM, ®G UNXAVIGUOS, OVOOEIKVOETOL GE £vav TLAMVO Ylo. TNV
EUTAOVLTIOUEVT] OAANAETIOpaOT LETAED TTOUKTY Kol TTayVIdlon, KoM Kot Yo TNV eVioyLon g
YVOOTIKNG KOl GLUVOLGOMUOTIKNG EUTAOKNG UE TO aPNYNUATIKO Tepleyopevo. Ta ototyeio g
NYNTIKNG TAOYNONG evTdyOnkav pHéca ota NNTIKAE apyeio Tov KATOOKEVAGAUE GE TPONYOVUEVO
614010. Etopévmg, omotadnmote katehBvvon 1 tAnpoeopio OEAovpe va d00el oTov TaikTn, oYETIKA
pe 1o emavénpévo mepBarlov, £xetl eviaybel noM Katd T dNUovpyio Kot KOTAGKELT TOV NYNTIKOV
apyeiov. ' tovg TpoavapepBEvieg Adyovg, 1 NYNTIKN TAONYNoN €lval Evag UNoviGog Tov Oev
B umopovoe va Asiyet amd to Mystic Isle.

Me v évtaén tov punyovicpod yo v emidven ypipwv (Puzzle-solving) mpoceépeton
otov moikTn po gpmelpion Tov GLVOLALEL TNV KOWMVIKY O0140pact), TNV €KTaidgvon Kol TN
dloKEdaoN HEG® TNG MYNTIKNG oAAnAenidpaons. Emopévmg, cvppdilovpe ot Peitioon twv
YVOOTIK®V 0£E10TNTOV TOV TOUKTOV, OTWG 1 LWVIUN, ] CLYKEVIPM®OT] Kol 1] 01001KaoTIKY okéyn. H
evooudTmon TG emilvong yplowv, ®G UNXOVIGUOS €VTOG TOL TOLyVIdoD, EVIGYLEL TNV
eKTadEVTIKY a&io Kot T SadpacTikOTNTO, TPOGPEPOVTAS LK OLVOUIKT TPOKANGT LE OTADTEPO
okond vo gumAovTticel Ty pmepio tov maiktn. Eviog tov Mystic Isle éxovv evtoyfei pikpoi ypipot
Katd TN S1dpKeEL TOV TOLVIdLoD, O omoiot petd amd Atyo Avvovtot pe ) Pondeia tov NPC. Ze
avtifeon pe Ta TPONYOVUEVE, GTO TEMKO YPiPO O TaiKTNG TPEMEL v SOAEEEL LOVOG TOV TNV
amdvinon, yopic kapio tepartépm Bondeta amd Toug NPC. Xe avtd T0 onpeio kpivetat ko 1 TeEAMK)
éxPaom tov Ty vidd, Kaddg ov o maiktng emMAELEEL GOOTA Kot AVGEL TO YPipo, VIKA TOV KoK
UAyo Ko EMGTPEPEL GTO GNLEPD, EVA OV OEV KATAPEPEL VO AVGEL TO YPIpo Kot emAEEEL T AdBog
amavtnon tote eyKAwBileton yio mdvto o€ ekeivo 10 kOGH0. ETopévmg, Yo toug mapamdve Adyoug,
M enilvon ypipov givar évag onuavtikdc punyoviepog tov Mystic Isle.

H dwadpaon petald tov emavénuévov ko 1ov mpaypatikov nepifdiiovroc, omoteiet
évav axoun unxavicpd Tov Toryvidov. MEcm TG EVOOUATMOOTG OKOVGTIKMV CTOLXEI®MV LE PLGTKE
avtikeipeva kol mePPAALOVTO, ONUIOLPYNONKE o SUVOIKY eUmEpia, 1 OTOloL EVICYVEL TNV
aiocOnon g eupubiong Kou ™ aAnAeniopaong pe o moryviol. o va emtevyBel avtd o€ TOALA
Pol o maiktng dev Ba cuvavtovoe kdmolov dvOpwmo v Tov PAGEL GTO TPAYHOTIKO TEPBEALOV,
epeig evtd&ape toug NPC. Avtd éxel og amotélecpo vo vrapyel (o otafeprn 014opacn Tov
emoavENUEVOL pe TO TPaypatikd mepaiiov. duoiwkd, mpaypotomomOnke kot 1 oavtibetn

ddkacia. Xe cvykekpiuévo Pol o maiktng akovel Tov o omd to puotkd mepBAilov €161 OOTE
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VO KOTAQEPEL VO EVEPYOTTOMGEL TO €mOLEVO POl ko va mpoywpnoel 10 apnynuatikd TeplexOUevo
oV ayvidoV. 'Etot, n 61adpacn tov emavénpévon pe o Tpayuatikod teptpdiiov oto Mystic Isle
avoiyet véovg opilovteg otnv e€epedhivnon g aAANAETiOpaocn g HETAED TOUKTN KOl oLy Voo,
TPOGPEPOVTOG LU0 SUVOLKT Kol OL0dPACTIKNY EUTELPTQL.

H emppdapevon yro v €£EMEN TOV a@NYNRATIKOD TEPLEXOUEVOV OTOTEAEL Evav aKOUN
UNYOVIGHO TOL TToyvidlon, KafOTL EVIGYVEL TNV EUTAOKT KOl TNV EUTEPIO TOL okt pEoa omd
£vav dLopK KOKAO ovVTOUOIPOV Kot ETTEVYUATOV. AVTOC 0 UNYavIoHOg EuTnpeTel dvo Pactkoie
GKOTOVG EVTOG TOL TOLYVIO0V: APEVOS EVOAPPVVEL TOVG TTAUKTES VOL GLVEYIGOVVY TNV EEEPEVLVOT| Kot
NV OAANAETIOpacT HE TO TTOLYVIdL, QQETEPOL TPOGPEPEL £val aicOnua emitevéng Kot TPoOdov.
Méom tov punyoavicpov g emPpafevons evicyvetol n pdbnon Kot 1 Katavonon Tov Kovovmv Tov
Ty volon, kobmg mpowbeitar kot 1 OMUOLPYIKOTNTO HECE® TNG €EEPEVVIONG SLOPOPETIKMV
OTPOTNYIKOV Kot Aoewv. Xt0 mAaicto tov Mystic Isle evoopatddnke o pnyoviopodg avtdg dvo
@opéc. Tn TpdTN Popd divovtal 6To TAlKTN 01 YOPdEC TG YPVONG AVPaS Kot T dEHTEPT POPE TOVL
dtvetan 1 ypvon AOpa £T0L MOTE VO GLVIVAGEL TIC YOPOEC TOL TNPE TPONYOLUEVMS KOl VO TIG
Kovpdicel o€ enduevo Pol, dote v katagépel va 0AOKANp®OGEL pe emttuyio to Main Quest. ‘Etot,
AVTOC O UNYOVICHLOG TTPOGPEPEL L0l SLAOPACTIKT EUTELPIN TTOL deyEipel T pavTacio Kot Tpokalel
NV TEPLEPYELD TOV TOLKT).

H avalitnon, eepedvnon kol avokaivoyn TOV onUEiOV EVOLOQEPOVTOS LECH TOV
npokAncewv mov Pacilovton oty tomobecio (Location-based Challenges) amotehobv KeVIpIKO
UNYOVIGHO TOov oy vidotov. Me ) ypnom Tov evBappOVOVTOL Ol TOUKTES VO OAANAETOPOVV LE TO
TPy LoTikd TEPIPAAAOV HEG® NYNTIKOV EPEOICUATOV TOV ETOVENUEVOL KOGHOV. AVTI 1) SLVOLLKT
TPOocPEPEL peyahvtepn epPobion, kabmg ot maikteg KahovvVIoL va TPOSUPUOGOVY TNV Kivnom Kot
TNV TAONYNGN TOVG GTOV (QUGIKO KOGHO, OVOKOAVLTTOVTOG VEN OMUEl €VOLNMEPOVTOS Kot
EKTANPAOVOVTOG OMOCGTOAES pHe Pdom 1t yewypagikny touvg Béon. KaB’ 6Ain 1 odpkewn tov
oL VIO00 01 TANPOeOpieg divovial 6Tov maiktn péca amd o Ntk otoryeio. 'Etot kot £d®, o
ToikTnG TAnpogopeital yio to enduevo Pol kon yio 10 g Oa gtdoet exel péoa amd tor yNTIKAE

ototyeio. tov Mystic Isle. A&o avagopdg oe avtd 10 onueio givarl 6TL 0 TaikTNG o aKOVGEL TIC
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AmOPOLTNTEG TANPOPOPIES Y10 TO OV Ppicketan To emduevo Pol
uévo pio @opd. Emopévoe, oe mepintmon mov o moiktng dgv
TOPOATNPACEL TO MYNTIKO TEPLEYOUEVO, TOTOOETHONKOY OOV
ADON EKTOKTNG OVAYKNG O1 GLVTETAYUEVEG TOV EndpevoL Pol oto
v HEPOC TG 006VNG TAVTOYPOVA. LLE TIG GUVIETAYUEVEG TOV
Bpioketar o maiktng. Etol, amogedyetor n mepintwon o maiktng
va xafel kol vo ta mapatnoel, dtvovtdg tov T Ponbeta evog
€100VG «LEIdAG», MOTE VO TAONYEITE OE TETOEG TEPIMTMOELG LE
AndTEPO 6KOTO VoL OMOKANPpdoeL TO oy vidt (Eucova 27). Avtog
0 UNYOVIGHOG Ol LOVO EVIGYVEL T GUVIECIUOTNTO LETOED TOL
YNOLUKOD KoL TOL TPOYLOTIKOD KOGLOV ALY Kol evBappOVEL TN
QLGIKY dpactnproTTa Kot tnVv e€gpedivnon. H epappoyn avtod
TOV PUNYOVICHOD TPOAYEL TNV EKTOOEVTIKY] a&ial, TNV KOWVOVIKY

aAANAETIOpaON Kot TNV OLENUEVI] TPOCMOTMIKY] EUTAOKT TOL

_r,amude’ 39.625274 :
:Longitude: 19.9054801 |

- Target Latitude: 39.6352309 -

ARSI R OND
27. Anéropuo O06vie 3: Evieiln

- 2ovestapuévoy - Mystic Isle.

woikTn pe P apeom e€epevvnTikn epumepio evrog Tov moyvidov. Emopévmg, 6Aot o1 mapamdvem

pnyxaviopol gtvor avtoi mov gumiovtiCovv kot {@VTAVELOVY TO APMYNUOTIKO TEPLEXOUEVO TOV

Mystic Isle.

49



§ 3.4 Mnyaviopog Xpovoo

O ypbévog wg unyovicpds (Time Mechanics) tov Mystic Isle evoopatdverl évo duvapikd ototyeio
mieong oA Kol OTPOTNYIKNG OTNV eumelpio Tov maiktn, avédvovtag v euPvbion kot
npdxkAnon. Méow NG ¥pNoNG YPOVOUETPNUEVOV EKONADGEMV 1] YPOVIKA TEPLOPLOUEVEOV
emokéYe®V o€ éva Pol, evBoppivovtal ot ToUKTEG VO EKTANPMGOVY GUYKEKPIUEVOVG GTOYOVG 1|
va. ADGovV yYpipovg evtdg TPOKOOOPIGUEVOV YPOVIKOV TANIGI®V, TApEYOVTAG Mol ovEnuévn
aiocBnon tov KvdHVoL 1 TS aVAYKNG Yo GTPOTNYIKN oKEYT. AVTOL TOL €100VE Ol TEPLOPICHOL
&ovv evoopotmwbel péoa oto  aENYNUOTIKO  TEplEXOUEVo, Tpochitoviag €va  emimedo
TOALTAOKOTNTAG OTN JLodIKAGIoL OAOKANP®ONG Tov moyvidwov. H avdykn ywo taydnta kot
OTOTELECUATIKOTNTO OTNV EKTANPWOOT TOV GTOX®V UTOPEL VO 001 YNGEL O EVIOVEG Kol SQUVOUIKES
gumelpiec oy vidlon, TPOKOADVING TOVG ToiKTEG Vo PBEATIOGOLV TIG 0e£10TNTEG TOLG KOl VO
avamTOEOVV VEES GTPATNYIKEG TTPOKELLEVOL VO TPOGUPLLOGTOVV KO VAL ETLTVYOVV VLG THEST).

Avtog 0 pnyovioudg ovvavtdtor ovyvd oe ARAG vrd 1o mAaiclo €vOg TEPLOPIGHOD
aVTIGTPOPNG YPOVOUETPNONG, £TGL MOTE O TAIKTNG VA KAVEL KATL YPNyopa 1| va TAEl G KATOL0
onueio gvtdg tov ypovikod mhatsiov. Xto Mystic Isle, cuppaivel kTt étoto vad mpoimobésels.
['a va gvepyomomoet 0 ToikTng avTd TO UNYOVIGUO TPETEL VO TOPATNPTGEL TO NYNTIKO TOV TPITOL
Pol, dote va gvepyomomaet 1o mo dadpactikd tpokadopiopévo povomdtt. Avtd copfaivel poig
o maiktng etdoetl oto tpito Pol. Exel unopel va mapatnpnoet opiopévoug yibBvpovg. Av otabel oe
exeivo o onueio Bo aKOVGEL OPIGUEVEG TANPOPOPIES ATO TOVG PPOVPOVS TOL KAKOL HAYOL UE
amoTéEAESHA LET 0md Alyo va. TOV avTIANEOOVV Kol V. TOV KUVIYTICOVV GTO WNPLaKO TEPPAAAOV.
Emopévaog, pe ™ npotpomn tov NPC Ba mpémet va mhel ypiyopa oto emopevo Pol. Av oe mepintmon
oL 0 TOIKTNG OV TAPATNPNGEL TO MYNTIKO OVTO Kol TPOYMPNCEL Alyo moapokdtm, tote Oa
evepyomomBel 10 6e0TEPO MPOKABOPIGUEVO LOVOTATL TOV TOLXVIOOD OV OEV TEPLEYEL OVTO TO
UNYXAVIGUO TOV YPOVIKOV TEPLOPIGULOD.

O 1010¢ uNYavIoHOG UITOPEL VoL £XEL KO GTPATNYIKO YOPOKTPO TPOCPEPOVTUS LEYUAVTEPT
aiocOnon eppubiong otov maiktn. Mia T€tolo ¥proN AVTOV TOV PUNYAVIGLOV TNV CUVAVTAUE EVTOG
TOV o vidLow dVo eopéc. [a va Katapépel va evepyomomoet To £BOopo kot évato Pol Ba mpémet
va to emokePBel Ppdov kot mpwi, avtiotorya. 'Eva 1€1010 €100 UNyovIGHOD GUVAVTATOL KOl GE

dAa onyvido.® Exel vmdpyet 1 emthoyl] TOL TOiKTN VoL GyVONGEL GVTO TO UNYAVIGHO Kol v

18 Mopéderypa: oto Pokémon Go yw vo midost o maiktng kémowo pokémon-gavtacpo Qo mpémer vo maifet
OTOKAEIGTIKA TIG PPodvEC MPEG.
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ovveyioel v e£EMEN tov mayvidod. Avtibeta, oto Mystic Isle o maiktng dev pmopei va
TPOYWPNCGEL 6TO Ty Vidl av dev emokePBel T ovykekpyéva Pol eviog tov mpodv mov €xovv
npokafop1oTel Kot ToL TaPoVSIALovTal LEGH OO TO QPN YNUATIKO TEPLEXOUEVO.

Mia akdun xpnorn Tov GLYKEKPIUEVOL pNyavicpol gviog tov Mystic Isle eivon ) avtibetn
HopeN amd avTN TG OVAYKNG Yo YPYYOPES EMAOYEG KOL YPYOPN TAONYNOY| TPOG TO EMOUEVO
onueio evolopEépovtog. Avarvtikdtepa, oto 6ékato Kot dékato tpito Pol o maiktng mpémel va
TEPLUEVEL £VOL TPOKAOOPIGUEVO YPOVIKO OIACTNHO YPIg vo peTakivnBel 6to emdpevo onueio, £Tot
MOTE VO OAOKANP®OEL TO KOVPIIGHO TOV YOPIMV Kol 1] TEMKN ETAOYN Y10 TV OAOKANP®OGT TOL
T VISlo0, avTioTolyo. AVTN 1 aVTICTPOPN LOPPN EUEAVICNG TOL YPOVIKOD TEPLOPIGLOV HOG
EMTPENEL VOL OMCOVUE GTOV TOUKTN TV IKOVOTNTO TG ETAOYNG XWPIG VO YPTCILOTONGEL TNV 006V
Tov Kvnrov/tablet oALd kot vo Tov kabvotepricovpe NOeAnpéva e 6Komo vo EEKOVPUCTEL Kot va.
TAPOTNPNOEL KOADTEPQ TN TOALTIGUIKT] KANpovopd oto onpeio mov Bpiokerar. 'Etot, ot ypovikol
TEPLOPICUOL, GE OTOLONTOTE HOPPY] TOVS, AEITOVPYOLV MG £VOG CNUOVTIKOG UNYXOVIGUOG Yol TN
dNuovpyio EUTAOVTIGUEVNS Kot SLOSPUCTIKNG EUTEIPIOG TOL TToikTn £vTog Tov Mystic Isle (Ewova

28).

MHXANIZMOZZ XPONQY

MEeTakivnon ot EMOUEVO
Pol evrog pukpou
XpovikoU SiaoTrUaToG.

¥

Evepyotmoinon
OiadpaoTiKig
TpokaBopiopévng

dladpopric.
(Pol: 3a)

¥

Aladpaomkr) epmeipia.

Emioxkewn Pol evrog
CUYKEKPDIMEVWOV WLV
(TT.X. VUXTEPIVEG WPEC)

FuvEyion Tou Trangvidiol
&
EmpBpaBeuon Tou traikim
amo 1a NPC.

(Paol:- 7)

¥

AigBnon sypobionc.

Mapapovn ot Pol

¥

OhokAnpwon Side Quest &
Afyn amégaong yia 1o
ammoTEAE0 A TOU TTanvidiod
amo ToV TaiKTm).

(Paol: 10, 13)

¥

ArreAeuBEpwon ammd my
0Baovn
&
Etaropikeuon.

28. Xoparxtnpiotikd Myyavicuod Xpovoo.
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§ 3.5 Kataokeor)] Epappoyrg

To emduevo Prina eivor N KOTAGKELT TOV AOYIGUIKOD KOl 1] GLYYPOP] TOL K®OKa. H katdAAnin
TPOYPOUUUOTIOTIKY YADGGO KOl TO KOTAAANAO TPOYPOLLLLO. Y10 VOL YPOPTEL 0 KOOKOG EIVOL KATL TTOV
opeileTal vo cLVLTOAOYIOTEL amd Vopis, KaOdc por AdBoc emAoyr umopel vo 0dNyNoEL GE Un
Aertovpykn doun tov mouyvidwov. o va Ppebel m Aon oe avtovg Tovg TPOPANUATIGHOVS
AVOYVOPIGTNKOY TO TEXVIKO YOPAKTNPIGTIKG TOV TotVISo0 Kol EVIOTIGTNKE TO OVOTOPAY®OYIKO
puéco avtov. Emopévoc, katavomvtog tnv avaykn yuo Lo TPOYPOUUATIOTIKY] YAMGGH GUUPOT e
smartphones/tablets, evtoriotnke to Android Studio. To gv Ady® AOYIGHIKO TPOYPOUUATIGHOD
EMTPETEL TNV OVATPOPOSHTNGN TOV KMOSIKO GE TPUYUATIKO XPOVO OGTE VO Pavel 1) opbn Aettovpyia
avtob péco amd éva ewovikd smartphone (Ewova 29). Avtd e&ummpetel apketd, kabdg
napovotdletarepapuoletor n copPatdétnta pe to androids oAld kot 1 opbn Aettovpyio Tov
Geolocation og ovtd. ‘Eva akopa 0etikd otoyyeio eivat kat o xpdvog mov kepdnnke pe tn ypnon
NG EIKOVIKNG Agttovupyiog Tov Taryvidod, Kabde amopedydnke 1 dtadikacio g pOPTOONG TOV
T vVid1o0 6To Kivntd Kabe gopd mov mpocapuolotay Eva Kavohpylo onueio evolapépovtog Kot
énpene vo mpoypatonomnBel eniokeyn og mpaypatikd yodpo Kot ypdévo twv Pol yuo va @avel

oMOTN AglTovpyio TOL KOSIKOL.

29. Mépog Kdxduxa rov Mystic Isle.
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Emopévmg, ohokANpmvovTag T cuyypaey Tov KOS TEPO amd TNV EIKOVIKN Asrtovpyio
nov mpoopépel To Andoid Studio, «poptdOnke» to Mystic Isle 6to smartphone pog kot «étpeex»
GE TPOAYLATIKO YDPO KoL ¥pOvo, Tl MoTE Vo emPBePatmbel N 6o Aettovpyio OA®V TOV NYNTIKOV
€PENICUATOV KL TOV UNYOVIGLOV TOV TOLYVIO00.

Kotd t dwdikacio g cuyypoaeng Tov KMOKe EUEOVICTNKE 1 1060 TNG KOTOOKELNG
OPIOUEVAOV OTTIKOV pebicpdtov e okomd v emmAéov emPefainon mpog 10 mTaiktn Tmg £xEl
OAMOKANPMOGCEL PE EMITVYIO TN OLAOPACT) TOL GTO EKAGTOTE GNUEID EVOLOPEPOVTOG KO TS UITOPET
TAéov va Ttpoywpnoel oto emoduevo Pol. T'a va emitevyBel avtd ypryopa Kot amoTEAEGUATIKA,
ypnooromOnke n texvntn vonpocsvvn (Al - Text to Image) yua ) KatackeL TOV EKOVOV TOL
AVTIGTOLYOVV OTO CTUELN EVOLOPEPOVTOC, KAOMDS Kol TO EEMPLVALO TOL TTaYVIO10V. AVTA T OTTIKA
epebioploTo eVvoOUOTOOMKAY, GTN GUVEYELD, GTO TPOYPOULUATICTIKO HEPOG TOV TOLYVIOOD Kot
gumlovtifovy ™V epedvion tov motyvidon.t T vo emtevydsi o opotopop@io. 6To OMTIKO
OTOTEAEG LA, TTAPOMKAY POTOYPOPIES Om TO TPOUYUOTIKA OMUEiR KOl LETAPOPTOONKAV GV KON
avaeopd oto Al, ypnoomoldvtog Toantdypova TG 101eg AEEEIG KAEWWA. YTPYOV TEPITTOCELS
6mov 1o amotédeoua MBele d10pbwon. Emopévog, e t ypnon Photoshop Eemepdotnkav ta
onodNmote otk TpoPAnpata tpoékvyav (Euova 30).

Téhog, oloxAnpmbnke o kmddwkag tov Mystic Isle: in search of the golden lyre
EVOOUOTOVOVTAG OAQ TO OTTIKOAKOVGTIKA GTOLYELD TTOV KATOGKELAGTNKAV, POAVOVTOS GTO TEAKO

eMBLUNTO aMOTEAEG LA

19 To AI - Text to Image Generator mov ypnoiponoticape givar to Leonardo Ai, https://leonardo.ai/.
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4.
Zopnepaopata

Kowd TN O1dpKEL TOV GYEOOUOD, OVIUETOTICTIKOV
OPKETE TPOPANUOTO TOV ATALTOVGOV SNUIOVPYIKES AVGELG.
‘Eva amd oavtd o@opovce Tov KeVIpkd AG&ova Tov
apnynuoatikod mepeyopévov. H Adon emibe cHvtopo
kabhg éva and to onpeio evolapépovtog Ba NTav Kot To
kmpo g Ouappovikng Etapiog Képxvpag. Katd v
eMIOKEYN GTO KTNPLO TOPATNPNONKE 6TO AOYOTLTO TNG

QULOPUOVIKNG VO EpPavieTon umpootd amd dALL LOVGIKA

opyava o xpvon Avpa, KéTL Tov £melta £yve TO KOPLO
otoyeio tov Main Quest yw ™V OAOKANP®GN TOL
moyvidloy (Ewova 31). ‘Eva axdpa mpdfAnua nTov 1 emKivouvotTnta Yio TOUG TOIKTEG, KOODC
avtoi Oa epurhavovvtav kat Oa d1Eaylov Tovg dpdovg TS TOANG TG Képrupag, pe petmpévn
duvaTOHTNTO 0KONG TOV PLGIKOV TTePBaALovtog. H Avom yia avtd To mpdPAnpa eveopatminke 6to
APNYNUOTIKO TEPLEYOUEVO HE TN TPogwomomtiky avagopd tov mpdtov NPC yw v
EMKIVOLVOTNTO TOV dPOUMOV KOl TN TPOTPOTI TOV TPOG TOV TOAKTN VO KOITAEL TPOGEKTIKA KO
GYOALUOTIKA TPV SlocyiceEL €vav OTOL0ONTOTE OPOLO, EXOVTAG G OKOOAOYIN T Umopel ot
KATAGKOTOL TOV KOKOV [LAYOV VO TOVG EVIOTIGOVV, £T01 MGTE va un xabet n eppvbion oto Kécuo
g emovénuévng Tpoypatikdmrag Tov moryvidrod. Télog, avtipetoniomKe 10 TPOPANUA TG
andotacng mov Ha dtviGovY o1 TaUKTES Yo va, EMGKEPOOVV T oMUEID EVOLOPEPOVTOG TNG TOANC.
‘Eva and avtd sivor kou 1o Tladod @povpro g Képkupac. Edd vanpée oe peydro Padbud to
EUTOJI0 TNG ATOCTUGNG LLE AVNPOPTKN KANON LEYPL TN KOPLON TOV PPOoLPiov AL Kot TO EIGITNHPLO
Y10 VoL EI6EADEL 0 TOUKTNG OTIS £YKATACTAGELS TOL Ppovpiov. H Abon 660nke pe ) ypnon tov tpudv
opbwv oAdcoumv ayoiudtov mov Ppiokovior oto KEVTIPO TG TMOANG. Me Pdon
TPOOLALYEYPAUUEVT] OLOPOUN O TTAIKTNG TEPVA atd TOL arydApaTa Tov Ppickovrol EEm amd v lovio
Axaonpio kot to Movoeio Actatikng Téxvng, €Tl doTE AVTIGTOIYMG Vo 0KOVGEL EVOV YPNGUO.

KoataAryovtog oto dyaipo mov Bpioketal € and to [Taiaid @podptlo g mOANG, TPOCUPUOCTNKE
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TO OPNYNUATIKO TTEPLEYOUEVO (ote ekel va dadpopatiletar N TeMK) EKEOVON NG 16TOPING TOV
Mystic Isle, aropebyovtag Tic Tapandvm SvoKoAiES.

H mapovoa epyacio avadeikviel T GNUOVTIKY] CUVEIGPOPE GTOV GYESOGUO MYNTIKOV
TOLVIOL0V AEI0TOIMVTOG TN TOATICUIKT KAT|POVOULA EVOC TOTOV HEGM TNG EPUPUOYNG TPONYUEVDV
TEYVOLOYLDV KOl YOV. ZVYKEKPUUEVA, 1) EPYOCTO OVETTLEE Eva SLOOPACTIKG oY VIOL OKOVGTIK®MG
emovénuévng mpaypotikdttos (ARAG), To 0moio EVoOOUOTOVEL TEXVOAOYIEG KOL YOPOUKTNPLOTIKA
OmmC:

o T'swtomoBeoia, n omoia eMLTPENEL TN SVVOLIKT EEEPELYVNOT TOL YDPOV, TPOCPEPOVTOS LU0
TPOCUPLOCLEVT KO OLOOPUGTIKY EUTELPIR TOV EVOUPPVVEL TNV EVEPYN GLUUETOYN KoL TN
TEPUIYNON GTNV 1GTOPINL KOl TOV TOATIGHO TOL KEVTPOL NG TOANG TS Képrupac.

e Hynmtuknq Eneepyoocio, n omolo pe TV €VOOUATOGN NG OKOLGTIKMOG ETOVENUEVNC
TPAYUOTIKOTNTOG LE TN XPNOT TPOYUATIKAOV NYNTIKOV CTOLXEI®V 0 NYOYPOPNCELS TEdiov
aALG KOl TEYVIKEG KATOOKELNG/ovuvOeong mMMTIKOV epebiopdtov  onpovpyel o
epuPoubiotikn eumepia yio tov moikn.

o Ilpoypoppatiopdg Agttovpyik®ov Mnyoviep@v Ilayvidrod, o omolog gumiovtilel Ko
ovvtovilel OAa ta oTotyeio Tov KatackevaoTnKay Yo To Mystic Isle og éva Aettovpyiko,
SdPUCTIKO KOt EKTOUOEVLTIKO AOYIGHLKO.

o  Aopnynpatikd Iepreydpevo, Paciopévo e GNUAVTIKEG IGTOPIKES TPOSOMIKOTNTEG OAAA
KOl (QOVTOGTIKOVG XOPOKTAPES He dvvapikn mpocsOnkn otoyeiov tov Fantasy World,
dnuovpyet o epPpubiotikny eumeipio, avadewkvoovtag to Mystic Isle wg Evav kovotdpo
TPOTO AAANAETIOPOONG LUE TOV TOMTICUIKO TAOVTO £VOG TOTOV.

e IMomtiopki) Kinpovomd, to Mystic Isle omotelel éva mapdderypa ¢ emtuyovg
a&l0moinong TV VEMV TEXVOAOYLOV Yol TN ST PNoN Kol T1 TPOROAT| TG TOMTIGHIKNG
KAnpovopdc. H yprioteg yivovtar ot kevipikol pmes TG O1KNG TOVG TEPUTETELNG EVTOG TOV
16TOPKOD Y®POL NG TOANG ™S Képrupag, kdtt mov £xel ®g AmoTEAEGHO TO ToY VIOl AVTO
Vo GUUPAALEL OTNV eKTTAIOELOT) Kl 6T TPOMONGN TG KANPOVOULAS LLE EVOV TPMOTOTVTO,
S100KedAOTIKO Kot duvapkd tpomo. Emmiéov, to Mystic Isle dpa w¢ éva epyoleio yia tnv
evioyvon g eupudiong Kot g oAANAenidpaong tov enavénuévon teptPEALovVTOg e TOV
TPOAYUATIKO KOGLO.

[Tépa amd To TAPATAVED VITAPYOLY SLVATOTNTEG TEPALTEP® EUTAOVTIOUOV ToL Mystic Isle

Kol pe GAAo ototyeia, Ommg yio moapddetypo pe v epappoyn Al ot onpovpyio MynTIK®OV
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TEPPOALOVI®V TOV EMTPEMEL TN TPOGUPUOGTIKOTNTO KOL TV OVTOVOUIO TOV GUGTNUATOV GTO
oy vidla. H texyntn vonpocsvuvn Urnopet vo Tpocsaprocel SUVOLLKA TNV NYNTIKN pmelpio avaioya,
UE TIG EVEPYEIEG KO TIG OVTIOPACEIS TOV TOIKTY, KoOoTOVTAG peyoAvTep TNV oicOnomn g
gupvbionc oto exdotote mepPdirov (Ningalei ko Wohrman, 2018: 4-6, 12-13). Avtfq 1
TPOcEYYLon EYEL O1EVPVHVEL Ta OPLOL TNG ONLOVPYIKOTNTAG GTO TOHEN TNG GVVOESC LOVOIKNG Kot
NTIKOV €p€ ota moaryvidwn. ‘Eva akdpo ototyeio mov pmopel va mpootebel elval o unyoaviopog
SAPOPWV YEPOVOULOV TV TOUKTOV He To Smartphone/tablet, £1o1 dote va avipetonicovy kdmola
mOava eumdole. 0to  emavénuévo mEPPAAAOV TOVG Kol VO, EMNPEACOVY TO  OPNYNHATIKO
nepleyopevo. Télog, umopel va dnpiovpynOel Lo GLVEPYOTIKT EUTELPIQ Y10 TOV TOUKTES e OKOTO
va evoBovuv dote var AVoovv Evav TOAVGLVOETO YPIPo 1 VO OVTILETOTIGOVY &va TOVTOYPOVO
YEYOVOG €VTOC TOL Toyvidoy Omm¢ pia palikn enibeon amd tovg Ppovpovs TOL KOKOL Lyou.
dvuowkd, ot mopamdve 10€eg TPoHTOBETOLY Eva PLeYaADTEPO YPOVIKO TEPB®PLO ot O1dbeon pag
Y v TparyatonomBovy ta oTade TG EPEVVAG, TNG MEAETNG KOl TNG OVATTTLENG £VOC TETOLOL
O VIO100.

2vvoyilovtag, avt M OWA®UATIKY gpyacio mapéyel éva ONUAVTIKO Prpo Tpog
Kkatavonon kot v avantuén tov ARAG, Tpoceépovtag TapdAAnio pio KOVOTOUO TPOGEYYIoT
pe otdyo TNV evioyvon NG MOPOLGINCNE, JITNPNONG KOl TN TPO®ONOoT TNG TOATIGHIKY
KAnpovopd €vog TOTOL HE EKTOUOEVTIKES OLVOTOTNTEC, avoilyovtag vEOuS OpOUOVS Yo TNV
e€epedivnon kot v aAANAETiOpaoT Le TOV TOMTIGUO Kot T QovTacio LECH TNG TEXVOAOYiaG Kot

TOVL 1N(OV.
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[Tapaptnpa 1: Zevaplo too Mystic Isle

Hyntwko 1 - Zapoko

Moustoxydis - Welcome traveler, I'm Andreas Moustoxydis, a historian - a philologist and a
politician from Corfu. You can call me Andrea. As it seems you have traveled through a portal into
an alternate dimension as me. Fortunately for us, the place here looks very much like the town of
Corfu island. I’ve been here for some time and I can tell from your outfit that this world must be
far away from your own. | could help you in this extraordinary adventure, if you could help me and
many others, trapped in this enchanted realm, to escape. Let us move on and we’ll talk about it on
our way to freedom.

Oh! Before we go | must warn you about the dangers of this realm. You might encounter
some strange creatures along your way. I’ve heard that there is a great wizard, called Vesperus,
who lives at the top of the Old Fortress of this town. He must have opened many different portals
and as it seems those creatures came here to help him conquer the worlds by destroying all the
timelines ever existed and therefore their history. Be aware! We must travel on a certain path
otherwise we will fall into the VVoid of Forever as many others did where you only hear some
strange indeterminate sounds.

Let’s go find my dear friend loannis Kapodistrias, he must be at the pillar of Douglas! He
told me he knows something about a powerful weapon that can stop the mad wizard. Follow me
and we might have a great chance to save our worlds and escape from this nightmare!

We must go down to Alexandras road, beware though who might see us. Always take a good look
before crossing the streets, the enemy has many spies hidden in the most unlikely places.

Let’s go! [oe avtd 10 onueio o yog divel v aicOnon 6t 0 npc £yl amopakpvvOei]

Hymtiko 2 - Aew@. Are€avopag (mepimov Vyog Tel60popov)

Moustoxydis - | thought you fell into the Void for a moment but | must be mistaken. No one who
fell into the Void of Forever came back... or perhaps there is something really special about you.
In any case, we must stay on this path until we reach the bay of Garitsa. There we will find my dear

friend Kapodistrias at the Pillar of Douglas. Strange how he chose such a weird spot. Maybe he
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finds cover and refuge underneath the pirates' deeds. I hope he knows what he’s doing. Strangely,
those pirates often help us escape from the spies of Vesperus... This world is indeed a strange

place.

Hymtiko 2.5 - Acw@. Are€avopag (Prloomactdv Bovievtdv loviov Boviic)

Moustoxydis - See that road on our left? This road leads to the lonian Academy, where many
travelers like us gather to find a way to escape from this place. In my world lonian Academy is an
iconic neoclassical structure and served as the primary educational institution for the lonian Islands,
making it one of the earliest centers of higher education in Greece. Throughout its history, the
building has been recognized as a protected monument due to its historical significance and
architectural value. lonian Academy has evolved into lonian University. However, the original
building still stands as a prominent landmark in the town of Corfu. It continues to serve as a symbol

of the rich cultural and educational heritage of the lonian Islands.

[Z10 tpito o1Ev0 6T Acwpopo AreEdvdpag (Kalooyobpov) poiig tepdaoet o maiktng o akovoet
yiBvupovg mov Ba cuintdve. Av GTALATNOEL VO AKOVGEL OAO TO NYNTIKG, B GLYKEVTIPMOGEL TANPOPOPiEg
Kol o 0KOAOVONGEL TO TPMTO AP YNLLATIKO LOVOTATL OO TO EMOUEVO CNUEID EVOLOPEPOVTOG LUE LIKPES

Sl0(POPOTONCELS, OTMG £VEL O SLUSPACTIKO TOLYVIdL LE TEPIGGOTEPOVG KKIVOHVOLCH. AV OEV GTUUATNOEL,
Ba axolovBnoet To deHTEPO APNYNUOTIKO LOVOTATL TTOV EIVOL TTLO OTAO LLE AMMTEPO GKOTO Lo PEUN

BoAta otn AN pe TAnpoeopies yia ta a&lobéata. ]

Hymtiko 3a - Aew@. AreEdvopoag (Karooyovpov)

Ex6pog 1 - (whispering) We are very close to find those rebels. We know that they’re hiding in the
pirates' lair. Yesterday we found Lamptirus. He created the Golden String and hid it somewhere in
the city! We must stop anyone who wanna find the Golden String and use it with the Golden Lyra.
Ex6poc 2 - (whispering) The Golden Lyra is just a myth. No one knows where it is.

ExOpo¢ 1 - (whispering) Lamptiros knows!

Ex6poc 2 - (whispering) Where do they keep Lamptiros?

Ex0poc 1 - (whispering) They keep him at ....

Ex6poc 2 - (Shouting) Hey! Who are you?

Ex6poc 1 - (Shouting) Rebel Spies!

ExOpog 1&2 - (Shouting) Get them!
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Moustoxydis - Time to go! Hurry up! We will find cover in the pirates’ lair at Garitsa bay.

Hymtwko 3b - Asw@. AreEavopac (NTivov OeoTokn)

Moustoxydis - | think I should inform you about some things. That evil wizard, Vesperus, has a
brother named Lamptirus. Lamptirus was helping us until his brother found out, then he imprisoned
him somewhere inside the Old Fortress. Hopefully for us, Lamptirus was collaborating with lots of
respectful personalities around here, like Kapodistrias and many others. You will meet them and
they’ll help you defeat Vesperus. Recently we were informed about a powerful musical instrument
that can stop that evil wizard. A Golden Lyra, I don’t know much about it but I’'m sure my friend
will tell us everything we need to know. There it is! The Pillar of Douglas. I think I see

Kapodistrias, let’s go talk to him.

Hymtiko 4a - Oferhickog Tov Ntovykio

Moustoxydis - There it is...the pirates’ lair. Let’s hide in their market to avoid those creatures and
try to find my friend Kapodistrias.

Kapodistrias - psst! pssst! Andrea! Come! They can’t find us here! Catch your breath for a moment.
I’m glad you’re ok Andrea. So, you must be the new adventurer everyone is talking about. Nice to
meet you, ’'m loannis Kapodistrias, a politician and a diplomat. As it seems we’re all trapped in
this place but we now have some information that can help us escape and stop Vesperus. But first,
Andrea, you must go somewhere safe for now. The part of the town, our friend here, must travel
to, is a known place for a friend of mine I met here. Georgios Samartzis will guide you from now
on. He is a painter and a musician. He is waiting for you on the second aley you’ll find towards the
Old Fortress. You’ll be safe in the pirates’ market. Samartzis will tell you where you have to go
next to help us.

Moustoxydis - | must say goodbye, my friend. | need to rest. It was a pleasure to meet you, | hope
you’ll succeed in this quest so we can all go back to our time and place. Stay brave!

Kapodistrias - From now on you’ll be closer to the Old Fortress and therefore the dangers will be
everywhere. You must be alert all the time! From the moment you’ve arrived it seems that everyone
around here is talking about the prophecy of the Golden Lyra, the only thing that VVesperus is afraid
of.  haven’t met the mad wizard but I have met his brother, Lamptirus. He told me lots of things

about his brother and the most important thing is that there is a special musical instrument in this
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town which can stop Vesperus. That instrument is a Golden Lyra. | know you might have heard
that this is only a myth but that’s not true. The Golden Lyra is hidden inside The Philharmonic
Society building. In order to stop Vesperus you must gather some other things, too. Besides the
Golden Lyra, you’ll need to find the Golden Strings and the music sheet. Then you’ll be able to
use it and stop him once and for all. My friend Samartzis will inform you about the rest.

Ex6poc 1&2 - There they are! Get them!

Kapodistrias - They found us! We must hurry! Go find Samartzis, I’ll try to stop them. RUN!

Remember, only you can stop Vesperus and save us all!

[®a vrdpyet Eva gpovikd TePIBDPLOo TOL Bo TPETEL VO PTAGEL 0 TaKTNG 0o To 4a péypt 1o 4,5 Yo Vo TovV

VaYKAOEL VO, ThEL YPNYOPpOTEPD OOTE Vo d00el 1 aicBnomn Tov KuvnynTov]

Hymtwko 4b - OBehiokog Tov NTovykia (amévavTl, AE®Q. AfpokpaTtiog)

Kapodistrias - Always glad to see you Andrea! I hope you didn’t have any unpleasant surprises on
your way here.

Moustoxydis - Hopefully we were fine! Let me introduce you to this brave adventurer.
Kapodistrias - So glad to finally meet you. I’'m Ioannis Kapodistrias, a politician and a diplomat.
Everyone around here is talking about you and they put their faith in you to save them, as | do. As
it seems we’re all trapped in this place but we now have some information that can help us escape
and stop Vesperus. But first, Andrea, you must go somewhere safe for now. The part of the town,
our friend here, must travel to, is a known place for a friend of mine I met here. Georgios Samartzis
will guide you from now on. He is a painter and a musician. He is waiting for you on the second
aley you’ll find towards the Old Fortress. You’ll be safe in the pirates’ market. Samartzis will tell
you where you have to go next to help us.

Moustoxydis - | must say goodbye, my friend. | need to rest. It was a pleasure to meet you, | hope
you’ll succeed in this quest so we can all go back to our time and place. Stay brave!

Kapodistrias - From now on you’ll be closer to the Old Fortress and therefore the dangers will be
everywhere. You must be alert all the time! From the moment you’ve arrived it seems that everyone
around here is talking about the prophecy of the Golden Lyra, the only thing that VVesperus is afraid
of. I haven’t met that evil wizard but I have met his brother, Lamptirus. He told me lots of things

about his brother and the most important thing is that there is a special musical instrument in this
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town which can stop Vesperus. That instrument is a Golden Lyra. The Golden Lyra is hidden inside
The Philharmonic Society building. In order to stop Vesperus you must gather some other things,
too. Besides the Golden Lyra, you’ll need to find the Golden Strings and the music sheet. Then
you’ll be able to use it and stop him once and for all. My friend Samartzis will inform you about
the rest. I’ll try to distract all the spies of Vesperus so you will have a safe passage through the
town. Go find Samartzis now and remember, only you can stop Vesperus and save us all! I have

faith in you! Good Luck!

Hymtiko 4.5 - Aew@. Anpokpartiog (mepimov Vyog Apyaroroyikod Movogiov)

Samartzis - Hey, you must be the friend of mr. Kapodistrias. He told me to wait for you here. I’'m
Georgios Samartzis, nice to meet you. I saw you passed through the pirates’ lair so you must be
already familiar with what is going on in this strange place and all its dangers. Luckily for me |
found refuge in a building that seems to be the Archaeological Museum of this town. It’s up the
street on your left. In it you can find a large exhibition of the huge Gorgon pediment of the Artemis
temple, excavated in Paleopolis in the beginning of the 20th century. Some new acquisitions are
from the recent excavations of the old town and the cemetery of Garitsa Bay. Also, there are
exhibits that came from an old collection of unknown origin, excavations of the ancient town of
Corfu, the ancient town of Cassiopi in northern Corfu and some excavations from Thesprotia on
the opposite coast of Epirus. Unfortunately for now, we should move on. Nevertheless, you should
visit sometime and see for yourself all the history of this place. Let’s move on towards the Old
Fortress, on our way we’ll find a friend of mine. He told me earlier today he has something
important to give you. He'll be waiting for us up the hill at Kapodistrias statue opposite the lonian

Academy.

Hymtwo 5 - Ayoipa Iodvvn Komodictpra

Samartzis - I can’t see my friend anywhere around the statue. Something bad must have happened,
he isn't used to being late or not showing up at all. We should wait a little bit, maybe he was delayed
or something like that. See the details on this statue of Kapodistrias. If you look closely beneath
the legs on its front side, you might see a symbol. The three stars combined as a bigger one. This
must be the deeper meaning of the three statues we have in this area. We will visit all of them and
hopefully this will unlock the secret power of the Golden Lyra so it will be sounded everywhere in
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this domain and free us all from Vesperus’ evil plan. I should check around for any clues from my
friend, you should rest for a bit. Don’t go far away, this place still has many spies around during
the daylight.
Statue 1 - { In shadows deep, three hearts unite,

against the dark, they shine so bright.

Hand in hand, music and soul,

for good and right, they’ll give their all. }
Samartzis - Ooh what’s that?! A note. It says “Dear friend, you’ll find me in Spianada when the
sun is sleeping and the enemies are drinking. I’ll be at the Peristyle of Maitland. I’'ll explain
everything. Your friend D.S.” This must be a message from my friend. We should come at night
as he says. The meeting point is opposite from here at the beginning of Spianada square, the biggest
square in the balkans. What’s wrong my friend? You seem like you saw a ghost or something. Is
everything ok?

We definitely need some rest... Come back at night and I’ll be there with my friend waiting

for you.

Hymtiko 6 - mavado (voyta, [leproToiio Tov Maitiavt)

Samartzis - There you are, | hope you had some rest. Let me introduce my friend Dionysios
Solomos to you. He is a poet from Zakynthos and he’s considered to be Greece's national poet. He
is best known for writing the Hymn to Liberty, which was set to music by Nikolaos Mantzaros and
became the Greek and Cypriot national anthem in 1865 and 1966 respectively.

Solomos - Nice to meet you. As | was saying to my friend Samartzis, | was delayed for our morning
meeting by the guards of Vesperus and I’m so sorry for not showing up. Now it’s the perfect time
to give you something Lamptirus gave me to keep it safe. For coming all that way, you must be a
worthy adventurer and | think you should have it. Here are some strings for the Golden Lyra.
Lamptirus told me that the original Golden Strings were destroyed by his brother. So Lamptirus
created new ones. The only problem is that the strings must be enchanted in order to be used with
the Golden Lyra. | can think of only one place in the town where you could succeed at something
like that. The Holy Church of Saint Spyridon. You must go there to create new Golden Strings. |
really hope this works! | need to ask you something else. | found some old archives at the library
inside the Old Fortress, in which they were talking about a hero that could hear and activate the
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Mens of Stone. | suppose those men are the three statues. As the text says, that hero is the only one
that could use the Golden Lyra against any great evil. The statues then, will awake to create a magic
field of sound that will suppress that evil inside a sonic wall of force. In order to awaken the statues,
they must speak to that hero and be heard by him. Is there a chance that you heard anything weird,
like a poem or a riddle, from the statue of Kapodistrias when you were near it?

Samartzis - I think you did... remember that moment near the statue of Kapodistrias when you
were frozen? You seemed to me like a ghost had spoken to you.

Solomos - Those are some great news! My friend, you are the hero! You must not stop now! You
should go to the Pentophanaro where you’ll find a bard singing for you. Then you’ll know what to
do next. I have to go now, as well! Best of luck to both of you!

Samartzis - Ok, let’s go find that bard. Pentophanaro is down the Spianada Square on our left.

We’ll find a five-sided streetlight. Is where the lovers meet and share their secrets.

Hymtiko 7 - Ilevropavapo (voyta)

Samartzis - There, someone is playing guitar. Let’s move closer so we could listen better. (mepvdve
2” pe 3””) Oh my god! The bard who’s playing guitar is Spyridon Xyndas, a composer and virtuoso
guitarist and a student of Nikolaos Mantzaros. Xyndas and Liveralis participated in the founding
of the Philharmonic Society of Corfu, an institute in which Xyndas was to teach for several years.
Xyndas also composed the first full-scale opera in Greece and for that he is known as the "father
of Greek opera".

Xyndas - Bb D

Within a realm of melodies bright,

Bb D

where skilled conductor wields his might.

Bb D

At break of day, seek harmonies grand,

Bb D C

where golden strings rest in gifted hands.
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At hallowed halls, a master's sway,
where symphonies weave their grand display.
Now listen close to whispered lore,

where ancient tunes guard a treasure's door.

In music's embrace, a journey takes flight,

through notes and rhythm, secrets ignite.

Let fate's sweet melody be your guide,

where the Golden Lyra doth reside.
Samartzis - I haven’t heard that song before and those lyrics were quite something new. Wow!
Wait a minute! I think this song was a message for us. Do you remember the lyrics? “where skilled
conductor wields his might”, that “skilled conductor” must be Mantzaros. After that he said “At
break of day, seek harmonies grand” that means we should go find Matzaros sometime in the
morning and not now. “At hallowed halls, a master’s sway”, I think the place of our meeting is the
building of the Philharmonic Society. At the end he said “where the Golden Lyra doth reside”.
Mantzaros must have the Golden Lyra! That’s great! So, we must go find Mantzaros at the
Philharmonic Society building sometime in the morning in order to give us the Golden Lyra! To
find the building of the Philharmonic Society you must walk from here on Liston street, which is
behind us and it's a wide and straight pedestrian street, for many is considered the heart of Corfu
island. Then you should take the first turn on your left. After 50 meters you’ll find it on your left

hand. I’1l be waiting for you there, but for now, we should go have some rest.

Hynmtwoé 8 - Grrappoviki Etapeio Képkopag

Samartzis - Hello, I'm glad you’ve made it. Here is mr. Nikolaos Chalikiopoulos Mantzaros, a
Greek-Italian composer born in Corfu and a major representative and founder of the so-called
lonian School of music. He also composed the first Greek concert aria in 1827, called the Aria
Greca, and set music to Dionysios Solomos' poem 'Hymn to Liberty," which became the national
anthem of Greece and Cyprus, as | told you yesterday.

Mantzaros - I was hoping you’d show up! I’ve heard many things about you! Lamptirus gave me
the Golden Lyra in order to keep it safe. The only place I could think of was here... at the
Philharmonic Society building were the first Greek music academy was organized on European
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prototypes and many students had the opportunity to be taught by professional musicians and
teachers basic music theory, harmony, counterpoint, instrumentation, composition, as well as
piano, vocal music, string and wind instruments. Now it’s your time to play your music and save
us all. Take the Golden Lyra and use it well! The only problem is that its strings are destroyed. |
know that you have a new set of strings to put on it.

Samartzis - Yes, we will visit the Church of Saint Spyridon in order to enchant those strings.
Mantzaros - That’s a great idea! Then you should move on! Go back to Liston street and continue
left. Nearly at the street's end, on your left, look up and you should be able to see the bell tower of
the church. Best of luck!

Hymtwoé 9 - Ayrog Ervpidmvag

Samartzis - Here is the Church of Saint Spyridon, a Greek Orthodox church which was built in the
1580s. It houses the relics of Saint Spyridon. It is a single-nave basilica and its bell tower is the
highest in the lonian Islands. It is the most famous church around here. Inside the church there is a
crypt to the right of the iconostasis where the remains of the Saint are kept in a double sarcophagus.
The front of the marble iconostasis resembles the entrance of a barogue-style church. Inside, the
church ceiling is divided into segments depicting scenes from Saint Spyridon's life and miracles.
Originally painted by Panagiotis Doxaras in 1727. The paintings decayed over time and were later
replaced with copies by Nikolaos Aspiotis. The only remaining trace of Doxaras's work is the
gilded border of the iconography. I know a lot of things about this church but I don’t know how to
enchant the set of strings you have...

Samaras - Let me help you with that! Hello friends, I'm Spyros Samaras. I'm a composer
worldwide known for my operas and for my composition of the Olympic Anthem, on lyrics of
Kostis Palamas. My teacher, Xyndas, sent me to help you. To enchant these strings, you must await
the toll of at least one bell from this tower. Should fortune favor you with more than one ring, stand
still until the melody fades. For with each toll, the enchantment upon the strings gains strength.
Samartzis - Thank you so much mr. Samaras. We shall wait until we hear those bells ringing. After
that we can go back to Liston street and continue left until we reach the Palace of the Archangel
Michael and Saint George, which are situated on the north side of Spianada. That Palace was built
at the request of the then British Lord High Commissioner, Sir Thomas Maitland, to become his

own luxurious residence and to house the High Commissioner’s administrative headquarters.
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However, from as early as 1919, negotiations were underway for the creation of the first, and still
by today unique, Museum of Asian Art in Greece. At its courtyard, inside a pond, we’ll find the
second statue we must visit. The Statue of Sir Frederick Adam. There you’ll be able to activate the

second statue as planned.

Hynmtwoé 10 - Movoeio Acwatikng Téyvng
Samartzis - Here is where | must say goodbye, my friend. From now on mr. Georgios Theotokis
will help you. He is a distinguished politician, having served as Prime Minister of Greece on four
occasions, and as the mayor of Corfu island twice. I leave you in good hands! We’re all counting
on you!
Theotokis - I’'m glad I finally meet you. Mr. Kapodistrias told me what you have to do and for that
I’m here to assist you. As you see here is the Statue of Sir Frederick Adam. He was one of the most
famous English Commissioners of the lonian Islands, as he was one of those who left behind a
charitable project for the island of Corfu. The statue of Adam was built in 1837, supervised by the
Corfiot sculptor Pavlos Prosalentis who created many artworks for the Palace of St. Michael and
St. George.
Statue 2 - { In shadows deep, three hearts unite,

against the dark, they shine so bright.

Beside the fountains, songs entwine,

a choice to make, fate's grand design. }
Theotokis - Furthermore, the statue of Adam features a distinct hand gesture, reaching towards the
cascading water in the surrounding small lake, which is believed to directly allude to the significant
aqueduct constructed under his commission in Corfu. This aqueduct masterfully addressed the
city's water supply issue, solidifying its importance in history. There are also two other small
fountains nearby, inside the Boschetto Garden. What’s wrong? You seem frustrated... Maybe we
should go first to the Public Garden and rest for a bit. Facing the Old Fortress from where you stand
you’ll see by the corner of the Palace’s courtyard the stairs for the Public Garden. In there, you’ll

be able to calm down.

Hyntwoé 11 - Kfjmog 100 Aaov
Theotokis - Deeper in the Public Garden is the Municipal Art Gallery of Corfu and there are often
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exhibitions of various artists and events, such as the Audiovisual Arts Festival held by the
Department of Audio & Visual Arts, in collaboration with the ERIME Lab — Department of Music
Studies, of the Ionian University. The Festival’s influence has gradually expanded, aiming to
provide an ideal meeting point for artists and researchers through media art events, workshops and
academic conferences all over the town. The view of the sea and the small island of Vidos is
exceptional from here.

Sisi - Greetings.

Theotokis - Ohh! Your majesty... Let me introduce you to my friend. Here is Empress Elisabeth
of Austria and Queen of Hungary.

Sisi - It's truly a delight to meet our hero, the one everyone is talking about. Isn't it strange? Last
night, I dreamt of this very moment. In my dream, we spoke of a choice you must make to save us.
Suddenly, the bells of Saint Spyridon Church roused me from my slumber. In the waking world, |
visioned home, in a familiar time and place, far away from this strange realm and the malevolent
wizard, Vesperus. It was a comforting vision, a respite from the unknown. In your presence, my
joy finds its sole delight and my soul fills with hope. May fortune favor your quest, and may you
find success in all your endeavors. Have a great day!

Theotokis - Thank you, your highness. We should move on. In order to move to the last statue safe
and sound we have to pass through the Boschetto Garden. We have to go through there to avoid
the partols of Vesperus’ guards. They’re looking everywhere for you. Boschetto Garden is opposite
the Public Garden as we exit. First you’ll see a playground, the garden is next to it. Cautiously, we

shall proceed into the garden through the next opening, situated 80 meters ahead.

Hymtwo 12a - Kijrog Mrookéto

Theotokis - Here is the Boschetto Garden. Upon entering, to your left stands the statue of
Konstantinos Theotokis, a novelist of the realist school, whose clear and pure use of Demotic Greek
language was flavored by Corfiot idioms. In addition to his classic short stories and longer
narratives, he crafted various translations. Among his literary works is the novel "Slaves in Their
Chains", set in Corfu during a transformative era, which portrays the fading old aristocracy clinging
to a bygone way of life and the newfound wealthy people seeking to secure social standing.
Opposite the entrance you see the Statue of Guilford. The philhellene Lord Frederic North, also
known as Lord of Guilford. A British politician, colonial administrator who lived in Corfu and left
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behind a great work primarily in terms of art and letters. Among his notable achievements, he
played a pivotal role in re-establishing the lonian Academy.
Statue Narrator -  { In the realm where fountains sing their lay,

a riddle’s test, a choice to sway.

Two music pieces, fountains' embrace,

listen close, let your heart chase.

Among their melody's gentle plea,
a subtle clue for you to see.
Stand beside your chosen flow,

a moment's wait, before you go.

Yet heed the riddle's cryptic call,
choose wisely, learn one song.
With strings of hope, dreams intertwine,

embrace the journey, your destiny define. }

Hymtwoé 12b - Zvvrpifave 1

[ mepiéyet povo povokn]

Hymtwo 12¢ - Zvvrpipav 2

[ mepiéyet povo povokn]

Hymtwko 12d - Kieidopa emhoyng

Statue Narrator - { When music sounds, secrets concealed,
the chosen song, the quest unsealed.
In harmony's grace, last man’s heart awaits,
give him your song and let him play,

will you set all free or doomed right away? }

Hynmtwé 13a - Ayaipa Xyorepfovpyov
Statue 3 - (Correct choice) { The Golden Lyre, its magic soars,
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evil suppressed, peace restores.
Through melodies' dance, hearts set free,

a harmonious future, for all to see. }

Theotokis - You did it!!! Thanks to you we’re all safe now! We’ll return to our time and place!

Thank you so much!

Hymtkoé 13a - Ayoipa Xyoreppovpyov

Statue 3 — (False choice) { With strings of darkness, chaos unfolds,
the chosen path, despair enrolls.
In music's realm, a dirge will rise,

the wrong choice made, the light demise. }
Theotokis - Oh, no!!!! What’s happening?! The golden strings turn to black!!! We are doomed!

Vesperus won! We’ll be trapped in this place forever unless... you do it all from the beginning and

make the right choice...
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Summary

This paper presents the Augmented Reality Audio Game (ARAG) "Mystic Isle: in search of the
golden lyre", which focuses on the exploration of the cultural heritage of Corfu. It was developed
as the author's MA dissertation under the co-author's supervision for the Postgraduate Program
"Arts and Technologies of Sound" offered jointly by the Department of Music Studies and the
Department of Audiovisual Arts of the lonian University. The game employs geolocation
technology on players' mobile phones to trigger appropriate audio stimuli along a predefined path
of historical points of interest (POIs). Throughout the game, players interact with significant
historical figures who provide various insights into the unfolding narrative intertwined with
information on themselves and historical landmarks. To witness the audio events players need to
be not only in specific places, but also at specific times. Thus, the common Audio Augmented
Reality (AAR) practice of utilizing space as a gameplay element is combined with a novel approach
of including time as a decisive factor as well. Last, the general music context mirrors a medieval

setting enriched with fantasy elements. This paper focuses on describing the design process in
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terms of creating the storyline, composing the audio content, and shaping the game's audio-based

mechanics.

Background

In video game design, audio plays a vital role by providing players with critical information about
their in-game state and actions (Ng & Nesbitt, 2013). Diegetic and non-diegetic sounds facilitate
the spatial and emotional perception of the game world and thus contribute significantly to player
immersion (Grimshaw & Schott, 2007). The need for the game industry to consider carefully
designed, high quality audio content has been highlighted by researchers since the early 21st
century (Collins, 2008). However, in the design of location-based games visual information is
dominant, pushing the audio aspect to the margin of the design process (Chatzidimitris, Gavalas &
Michael, 2016).

Location-based games fall under the broad category of Augmented Reality (AR)
applications. When sound is utilized as the main or even the sole carrier of information, then the
field of Audio Augmented Reality (AAR) emerges. AAR applications are typically used as
interactive guides for cultural and/or tourist purposes by facilitating two main functions:
exploration and navigation (Boletsis & Chasanidou, 2018). User freedom appears to be the
keyword for an AAR experience: modern mobile technology has lightened the burden of the
previously necessary heavy equipment, and communication/interaction via the auditory channel
has removed the need to consult the mobile device's screen and thus be distracted from
experiencing the surroundings. But still, in order to make the experience playful, AAR designers
need to include a third function of sound besides exploration and navigation: they need to shape
gameplay mechanisms based on audio interaction.

Methodology

The methodology responsible for the game's design comprises the following stages. They are
briefly mentioned here and will be extensively analyzed in the paper's full version.

1. Literature research regarding similar approaches in ARAG design for cultural purposes.

2. Formulation of the game's storyline based on research on the cultural history of Corfu.

3. Collection and/or creation of the audio content from real-world in-situ recordings, as well as

Foley recordings.
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4. Composition of the musical elements to provide the historical and fantasy background and
enhance the game’s emotional aspect.

5. Creation of the speech sound stimuli mainly via the use of Artificial Intelligence (Al) software
6. Shaping the game mechanics through AAR and Geolocation technologies of android operating

systems.

Conclusion

This work aims to demonstrate the potential of ARAGs to disseminate a place's cultural and
historical character through an interactive, playful experience. Sound’s functions of exploration
and navigation are coupled with storytelling and gameplay, whereas a novel practice for shaping
audio-based mechanics has emerged through the combined utilization of spatial and temporal
parameters. The authors are aware that further, targeted research is needed for the evaluation of the
game's impact in terms of its immersive and educational efficacy. Nevertheless, they are hopeful
that this work will inspire future ARAG designers and contribute to the preservation and
enhancement of Corfu's cultural heritage.
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§ Evpnjpata Epotnpatoloyioo

‘ 1. How would you rate the game experience?
8
7 (70%)
6
4
2 2 (20%)
0 (0%) 0 (?%) 0 (?%) 1(10%)
0
0 1 2 3 4 5
2. How easy was it to understand the game instructions?
8 8 (80%)
6
4
2
0(0%) 0 (%) 0 (%) 1(10%) 1.(10%)
0
0 1 2 3 4 5
3. How would you rate the audio quality?
100 10 (100%)
75
5.0
25
0 (0%) 0 (0%) 0 (0%) 0 (0%) 0 (0%)
0.0 | J \ I J
0 1 2 3 4 5
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4. How challenging was the gameplay?

5 (50%)

3 (30%)

0 (0%) 1(10%) 1 (10%) 0 (?%)

5. Did you encounter any bugs or glitches? If yes, please describe them.
1. Some audios stopped and had some glitches when revisiting the same spots.
2. Some audios stopped even when | was at the right coordinates.
3. Upon opening, the audios from the last Pol start playing for a few seconds.

4. Some audios overlapped with other audios making it difficult to understand what was going on.

6. What did you like most about the game?
1. The exploration element.
2. The music.
. The ambience sounds.
. The exploration around the town.
. The historic characters and the information about themselves and the city.
. The narration. The blend between the real and the fictional characters.
. The audios were clear and easy to understand!

. The narration, the voices and the audio quality.

© 00 N o o b~ W

. The blend of cultural heritage information with the fantasy world elements.
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7. What did you like least about the game?
1. The long distance without audio in the background.
2. The tone of voice of the dialogue.
3. That the audios stopped without fading out.
4. The distance between the points of interest was big.
5. That the audios did not have fade out upon they’re stop.

6. Between the Pol there was no music or something.

8. Do you have any suggestions for improving the game?

1. Add some audios in the background while traveling or even music and add some audios to stop
us from going to totally wrong direction.

2. Voice acting from professionals.

3. More interactive side quest for the player.

4. Maybe add some more music elements in it or in the loading screen.
5. Maybe something even more interactive for the player.

6. Maybe the Pol should be closer to one another in order to have the player listen to something
all the time.

7. Add some multiplayer action.

8. Add some audios between Pol and maybe some more side quests.
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