EZETAZXEIZ IOYNIOL 2018

Ta videogames voouvTal ¢ TExvN YOVo péoca armod
TNV §pdon Kal UTToPOLLE VA §PACOLUE Ot ALTA UOVO
HWEoa atro TOV POAO TNG/TOL TTAIKTPIAC/TTAIKTN.

Tkepreite: Ti eival éva videogame; Kai mpoo©érovrag
éva mo Deleuzian g¢potnua: Ti PTTOPOLHE VA KAVOLHE
péoa amo Ta videogames;

‘Eva T1éTOI0 avTikeipevo/maixvidl civar o Mario (Tou
Shigeru Miyamoto), éva etaipikd avatar, pia ynxavn
XPNUATWY TTOL SIEYEipEl TIC €MOLPIEC TV TTAISIQY, UIa
(KQpaon videogame oTtnv kaBapry popen Tou,
UTTOPOLWE VA OKEPTOLPE TOV Mario, TOOO W¢ eKkova
000 Kal €mMdpacn, ¢ TALTOTNTA CAAAG KAl WG
SbvapNn (KOKKIVO KATTEAO, UTTAE pOPPA) - TTNSGVTAG,
TPEXOVTAC KAl TIPOCTIEPVVTAG G CLUPVIA TTAVTA
HE TIG EMOLUNTES TNG/TOL TTAIKTPIAG/TTAIKTN.

Cremin, C., 2015. Exploring videogames with Deleuze and
Guattari: Towards an affective theory of form. Routledge.

H Becpia eival To SIaypaupa TOL HOVASIKOD AVTIKEIHEVOL OTNY AOXITEKTOVIKT.

ALTN N véa Bewpia dev amaitel véeg 166G yIa Ta KTipIA AAAG TNV SlEpebVNON VEWY
TEXVIKWOV  yia TNV emavegetaon  NTNUATWY  ATTEKOVIONG/AVTITTPOCMTIELONG,
OTTOKEIPEVIKOTNTAG, SOUNG KAl OTOAICHOUL, LAIKOTNTAG, KOK. H (IAocogia dpxice va
OKEPTETAI TA TIPOPAAUATA TNG HECK TNC APXITEKTOVIKAG KAl OXI TO AVTICTEOPO.

O1 &ibvpol Mopyor Tov World Trade Center, yia mapddelyua - &va KTipIo TTOL ATAV
avTiypago Tou 16iov - ATav Nén, otn dekaetia Tov 1960, 6Tav xTiIoTNKAV OI TTOEYOI, £va
AVTIKEIJEVO TNG UNXAVOYPAPNUEVNG, SIacLVEESEUEVNG, ETTAVAAAUPAVOUEVNG KOIVGVIAG
TTOL AvadboVTAV eKeEivn TNV ETTOXN.

Baudrillard, J. and Nouvel, J., 2002. The Singular Objects of Architecture, frans. by R. Bononno. Minneapolis:
University of Minnesota Press.

IXEAIALITE TO MEPIBAAAON A ENA VIDEOGAME:

NPQTAIQNIITHX
Napavopog MWANTAG TTPOIOVTV

ANTIKEIMENO
Kapotodki ye mpapareia

ANTINAAOI
AcTovopia, aAlol TTOANTEG, OXAHATA, KOK




EZETAZXEIZ IOYNIOL 2018

Ta videogames vooLvTal g Téxvn UOVO PEéca atrd
NV &pdon Kal PmopoLUE va Spdocovpe ot AuLTd
HOVO PECA ATt TOV POAO TNG/TOL TTAIKTPIAG/TTAIKTN.

Tkereite: Ti eival éva videogame; Kai mpoo6étovrag
éva mo Deleuzian epotnua: Ti propodE VA KAVOULHE
péoa amo Ta videogames;

‘Eva T1éTOI0 avTikeigevo/maixvidl cival o Mario (Tou
Shigeru Miyamoto), éva etaipikd avatar, yia pnxavn
XPNUATWY TTOL SIEYEiPEl TIG EMOLUIES TRV TTAISIQV, UId
EKQpaon videogame otnv kKaBapr| HoEEr ToU,
MTTOPOLWE VA OKEPTOLWE TOV Mario, TOCO WG EKOVA
600 Kkal emépacn, G TALTOTNTA AAAG KAl WG
Sbvapn (KOKKIVO KATIEAO, WTTAE pOpua) - TTNSWVTAG,
TPEXOVTAC KAl TTPOCTIEPVVTAG O CLUPWVIA TTAVTA
HE TIG EMOLUNTEG TNG/TOL TTAIKTEIAG/TTAIKTN.

Cremin, C., 2015. Exploring videogames with Deleuze and
Guattari: Towards an affective theory of form. Routledge.

H Becpia eival To SIaypaupa TOL HOVASIKOD AVTIKEIHEVOL OTNY AOXITEKTOVIKT.

ALTN N véa Bewpia dev amaitel véeg 166G yIa Ta KTipIA AAAG TNV SlEpebVNON VEWY
TEXVIKWOV  yia TNV emavegetaon  NTNUATWY  ATTEKOVIONG/AVTITTPOCMTIELONG,
OTTOKEIPEVIKOTNTAG, SOUNG KAl OTOAICHOUL, LAIKOTNTAG, KOK. H (IAocogia dpxice va
OKEPTETAI TA TIPOPAAUATA TNG HECK TNC APXITEKTOVIKAG KAl OXI TO AVTICTEOPO.

Or &idvpor Mvpyol Tov World Trade Center, yia mapdsdeiyua - é&va KTiplo TTOL ATAV
avTiypago Tou 16iov - ATav Nén, otn dekaetia Tov 1960, 6Tav xTiIoTNKAV OI TTOEYOI, £va
AVTIKEIJEVO TNG UNXAVOYPAPNUEVNG, SIacLVEESEUEVNG, ETTAVAAAUPAVOUEVNG KOIVGVIAG
TTOL AvadboVTAV eKeEivn TNV ETTOXN.

Baudrillard, J. and Nouvel, J., 2002. The Singular Objects of Architecture, frans. by R. Bononno. Minneapolis:
University of Minnesota Press.

IXEAIALITE TO MEPIBAAAON A ENA VIDEOGAME:

MNPQTAIQNIXITHL
Apko0&a

ANTIKEIMENO
ApPKOLSEAKI, HEMI

ANTINAAOI
AvOpoT1IOol, OXAHATA, KOK




EZETAZXEIZ IOYNIOL 2018

Ta videogames voouvTal ¢ TExvN YOVo péoca armod
TNV §pdon Kal UTToPOLLE VA §PACOLUE Ot ALTA UOVO
HWEoa atro TOV POAO TNG/TOL TTAIKTPIAC/TTAIKTN.

Tkepreite: Ti eival éva videogame; Kai mpoo©érovrag
éva mo Deleuzian g¢potnua: Ti PTTOPOLHE VA KAVOLHE
péoa amo Ta videogames;

‘Eva T1éTOI0 avTikeipevo/maixvidl civar o Mario (Tou
Shigeru Miyamoto), éva etaipikd avatar, pia ynxavn
XPNUATWVY TTOL SIEyEipel TIC €MOLPIEC TV TTAISIV, HId
(KQpaon videogame oTtnv kaBapry popen Tou,
UTTOPOLWE VA OKEPTOLPE TOV Mario, TOOO W¢ eKkova
000 Kal €mMdpacn, ¢ TALTOTNTA CAAAG KAl WG
SbvapNn (KOKKIVO KATTEAO, UTTAE pOPPA) - TTNSGVTAG,
TPEXOVTAC KAl TIPOCTIEPVVTAG G CLUPVIA TTAVTA
HE TIG EMOLUNTES TNG/TOL TTAIKTPIAG/TTAIKTN.

Cremin, C., 2015. Exploring videogames with Deleuze and
Guattari: Towards an affective theory of form. Routledge.

H Becpia eival To SIaypaupa TOL HOVASIKOD AVTIKEIHEVOL OTNY AOXITEKTOVIKT.

ALTN N véa Bewpia dev amaitel véeg 166G yIa Ta KTipIA AAAG TNV SlEpebVNON VEWY
TEXVIKWOV  yia TNV emavegetaon  NTNUATWY  ATTEKOVIONG/AVTITTPOCMTIELONG,
OTTOKEIPEVIKOTNTAG, SOUNG KAl OTOAICHOUL, LAIKOTNTAG, KOK. H (IAocogia dpxice va
OKEPTETAI TA TIPOPAAUATA TNG HECK TNC APXITEKTOVIKAG KAl OXI TO AVTICTEOPO.

O1 &ibvpol Mopyor Tov World Trade Center, yia mapddelyua - &va KTipIo TTOL ATAV
avTiypago Tou 16iov - ATav Nén, otn dekaetia Tov 1960, 6Tav xTiIoTNKAV OI TTOEYOI, £va
AVTIKEIJEVO TNG UNXAVOYPAPNUEVNG, SIacLVEESEUEVNG, ETTAVAAAUPAVOUEVNG KOIVGVIAG
TTOL AvadboVTAV eKeEivn TNV ETTOXN.

Baudrillard, J. and Nouvel, J., 2002. The Singular Objects of Architecture, frans. by R. Bononno. Minneapolis:
University of Minnesota Press.

IXEAIALITE TO MEPIBAAAON A ENA VIDEOGAME:

MNPQTAIQNIXITHL
Poutrotaki

ANTIKEIMENO
Kiveital madve ot podakia

ANTINAAOI
AANAQ pOMTIOT, AVOPGTTOI, KOK




EZETAZXEIZ IOYNIOL 2018

Ta videogames voouvTal ¢ Téxvn POVOo uéoca
amd TNV §pdon Kal PUTToPoLUE va §pdcovpEe Ot
auvtd povo pEca amd  Tov POAO  TNG/TOL
TIQIKTPIAG/TTaIKTN.

Ikepreite: T eivan  éva videogame; Kai
nmpooBitoviag éva mo Deleuzian epomua: Ti
HTTOPOLUE Va KAVOoLUE yéoa ammo Ta videogames;

‘Eva 1étolo avTikeigevo/maixvidi cival o Mario (Tou
Shigeru Miyamoto), éva etaipikd avatar, pia
MNXAVH XPNUATWY TTOL Sleyeipel TIG eMOLUIES TV
TTabicv, Hia ékppacn videogame otnv kaBapr
HOP®N TOL, UTTOPOVUE VA OKEPTOLME TOV Mario,
TOO0 WG €IKOVA OCO Kal EMdpACN, WG TALTOTNTA
OMA KAl WG &bvaun (KOKKIVO KATTEAO, MTTAE
@OpPuAQ) - N&VTAG, TPEXOVTAC Kal
TTOOOTIEQVAVTAC O OLPPWVIA TAVIA HE TIG
EMOLUNTES TNG/TOL TTAIKTEIAG/TTAIKTN.

Cremin, C., 2015. Exploring videogames with Deleuze and
Guattari: Towards an affective theory of form. Routledge.

H Becpia eival To SIaypaupa TOL HOVASIKOD AVTIKEIHEVOL OTNY AOXITEKTOVIKT.

ALTA N véa Bewpia dev ammaitel véeg 166G yIa Ta KTipIA AAAG TNV SlEpebVNON VEWY
TEXVIKWOV  yia TNV emavegetaon  NTNUATWY  ATTEKOVIONG/AVTITTPOCWTIELONG,
OTTOKEIPEVIKOTNTAG, SOUNG KAl OTOAICHOUL, LAIKOTNTAG, KOK. H (IAocogia dpxice va
OKEPTETAI TA TTPOPAAUATA TG HECK TN APXITEKTOVIKAG KAl OXI TO AVTIOTPO(O.

O1 &ibvpol Mopyor Tou World Trade Center, yia mapddelyua - &va KTiplo TToL ATAvV
avTiypago Tou 16iov - ATav Nén, otn dekaetia Tov 1960, 6Tav XTiIoTNKAV OI TTOEYOI, £va
AVTIKEIPEVO TNG UNXAVOYPAPNUEVNG, SIaCLVEESEUEVNG, ETTAVAAAUPAVOUEVNG KOIVGVIAG
TTOL AvadboVTAV eKeEivn TNV ETTOXN.

Baudrillard, J. and Nouvel, J., 2002. The Singular Objects of Architecture, trans. by R. Bononno. Minneapolis:
University of Minnesota Press.

IXEAIALITE TO MEPIBAAAON TA ENA VIDEOGAME:

MPQTATQNIITHX
Thor (0£06¢g)

ANTIKEIMENO
Ipupi (TTeTas)

ANTINAAOI
AAAa O¢oi




EZETAZXEIZ IOYNIOL 2018

Ta videogames voouvTal ¢ TExvN YOVo péoca armod
TNV §pdon Kal UTToPOLLE VA §PACOLUE Ot ALTA UOVO
HWEoa atro TOV POAO TNG/TOL TTAIKTPIAC/TTAIKTN.

Tkepreite: Ti eival éva videogame; Kai mpoo©érovrag
éva mo Deleuzian g¢potnua: Ti PTTOPOLHE VA KAVOLHE
péoa amo Ta videogames;

‘Eva T1éTOI0 avTikeipevo/maixvidl civar o Mario (Tou
Shigeru Miyamoto), éva etaipikd avatar, pia ynxavn
XPNUATWVY TTOL SIEyEipel TIC €MOLPIEC TV TTAISIV, HId
(KQpaon videogame oTtnv kaBapry popen Tou,
UTTOPOLWE VA OKEPTOLPE TOV Mario, TOOO W¢ eKkova
000 Kal €mMdpacn, ¢ TALTOTNTA CAAAG KAl WG
SbvapNn (KOKKIVO KATTEAO, UTTAE pOPPA) - TTNSGVTAG,
TPEXOVTAC KAl TIPOCTIEPVVTAG G CLUPVIA TTAVTA
HE TIG EMOLUNTES TNG/TOL TTAIKTPIAG/TTAIKTN.

Cremin, C., 2015. Exploring videogames with Deleuze and
Guattari: Towards an affective theory of form. Routledge.

H Becpia eival To SIaypaupa TOL HOVASIKOD AVTIKEIHEVOL OTNY AOXITEKTOVIKT.

ALTN N véa Bewpia dev amaitel véeg 166G yIa Ta KTipIA AAAG TNV SlEpebVNON VEWY
TEXVIKWOV  yia TNV emavegetaon  NTNUATWY  ATTEKOVIONG/AVTITTPOCMTIELONG,
OTTOKEIPEVIKOTNTAG, SOUNG KAl OTOAICHOUL, LAIKOTNTAG, KOK. H (IAocogia dpxice va
OKEPTETAI TA TIPOPAAUATA TNG HECK TNC APXITEKTOVIKAG KAl OXI TO AVTICTEOPO.

O1 &ibvpol Mopyor Tov World Trade Center, yia mapddelyua - &va KTipIo TTOL ATAV
avTiypago Tou 16iov - ATav Nén, otn dekaetia Tov 1960, 6Tav xTiIoTNKAV OI TTOEYOI, £va
AVTIKEIJEVO TNG UNXAVOYPAPNUEVNG, SIacLVEESEUEVNG, ETTAVAAAUPAVOUEVNG KOIVGVIAG
TTOL AvadboVTAV eKeEivn TNV ETTOXN.

Baudrillard, J. and Nouvel, J., 2002. The Singular Objects of Architecture, frans. by R. Bononno. Minneapolis:
University of Minnesota Press.

IXEAIALITE TO MEPIBAAAON A ENA VIDEOGAME:

MNPQTAIQNIXITHL /]
Kopitodaki v 7 4
¢
ANTIKEIMENO p ?d‘
Maixviél AoLTpIVo (Sev TrEPTTATAEl AKOMA) o g
oy P
ANTINAAOI

AvOpTTOol, OXAHATA, HNXAVAHATA, KOK 3




EZETAZXEIZ IOYNIOL 2018

Ta videogames voouvTal ¢ TExvN YOVo péoca armod
TNV §pdon Kal UTToPOLLE VA §PACOLUE Ot ALTA UOVO
HWEoa atro TOV POAO TNG/TOL TTAIKTPIAC/TTAIKTN.

Tkepreite: Ti eival éva videogame; Kai mpoo©érovrag
éva mo Deleuzian g¢potnua: Ti PTTOPOLHE VA KAVOLHE
péoa amo Ta videogames;

‘Eva T1éTOI0 avTikeipevo/maixvidl civar o Mario (Tou
Shigeru Miyamoto), éva etaipikd avatar, pia ynxavn
XPNUATWVY TTOL SIEyEipel TIC €MOLPIEC TV TTAISIV, HId
(KQpaon videogame oTtnv kaBapry popen Tou,
UTTOPOLWE VA OKEPTOLPE TOV Mario, TOOO W¢ eKkova
000 Kal €mMdpacn, ¢ TALTOTNTA CAAAG KAl WG
SbvapNn (KOKKIVO KATTEAO, UTTAE pOPPA) - TTNSGVTAG,
TPEXOVTAC KAl TIPOCTIEPVVTAG G CLUPVIA TTAVTA
HE TIG EMOLUNTES TNG/TOL TTAIKTPIAG/TTAIKTN.

Cremin, C., 2015. Exploring videogames with Deleuze and
Guattari: Towards an affective theory of form. Routledge.

H Becpia eival To SIaypaupa TOL HOVASIKOD AVTIKEIHEVOL OTNY AOXITEKTOVIKT.

ALTN N véa Bewpia dev amaitel véeg 166G yIa Ta KTipIA AAAG TNV SlEpebVNON VEWY
TEXVIKWOV  yia TNV emavegetaon  NTNUATWY  ATTEKOVIONG/AVTITTPOCMTIELONG,
OTTOKEIPEVIKOTNTAG, SOUNG KAl OTOAICHOUL, LAIKOTNTAG, KOK. H (IAocogia dpxice va
OKEPTETAI TA TIPOPAAUATA TNG HECK TNC APXITEKTOVIKAG KAl OXI TO AVTICTEOPO.

O1 &ibvpol Mopyor Tov World Trade Center, yia mapddelyua - &va KTipIo TTOL ATAV
avTiypago Tou 16iov - ATav Nén, otn dekaetia Tov 1960, 6Tav xTiIoTNKAV OI TTOEYOI, £va
AVTIKEIJEVO TNG UNXAVOYPAPNUEVNG, SIacLVEESEUEVNG, ETTAVAAAUPAVOUEVNG KOIVGVIAG
TTOL AvadboVTAV eKeEivn TNV ETTOXN.

Baudrillard, J. and Nouvel, J., 2002. The Singular Objects of Architecture, frans. by R. Bononno. Minneapolis:
University of Minnesota Press.

IXEAIALITE TO MEPIBAAAON A ENA VIDEOGAME:

MNPQTAIQNIXITHL
eaid Kupia

ANTIKEIMENO
MmacToLvI

ANTINAAOI
Oxnuara, ynxaviuara, Kok




EZETAZXEIZ IOYNIOL 2018

Ta videogames voouvTal ¢ TExvN YOVo péoca armod
TNV §pdon Kal UTToPOLLE VA §PACOLUE Ot ALTA UOVO
HWEoa atro TOV POAO TNG/TOL TTAIKTPIAC/TTAIKTN.

Tkepreite: Ti eival éva videogame; Kai mpoo©érovrag
éva mo Deleuzian g¢potnua: Ti PTTOPOLHE VA KAVOLHE
péoa amo Ta videogames;

‘Eva T1éTOI0 avTikeipevo/maixvidl civar o Mario (Tou
Shigeru Miyamoto), éva etaipikd avatar, pia ynxavn
XPNUATWVY TTOL SIEyEipel TIC €MOLPIEC TV TTAISIV, HId
(KQpaon videogame oTtnv kaBapry popen Tou,
UTTOPOLWE VA OKEPTOLPE TOV Mario, TOOO W¢ eKkova
000 Kal €mMdpacn, ¢ TALTOTNTA CAAAG KAl WG
SbvapNn (KOKKIVO KATTEAO, UTTAE pOPPA) - TTNSGVTAG,
TPEXOVTAC KAl TIPOCTIEPVVTAG G CLUPVIA TTAVTA
HE TIG EMOLUNTES TNG/TOL TTAIKTPIAG/TTAIKTN.

Cremin, C., 2015. Exploring videogames with Deleuze and
Guattari: Towards an affective theory of form. Routledge.

H Becpia eival To SIaypaupa TOL HOVASIKOD AVTIKEIHEVOL OTNY AOXITEKTOVIKT.

ALTN N véa Bewpia dev amaitel véeg 166G yIa Ta KTipIA AAAG TNV SlEpebVNON VEWY
TEXVIKWOV  yia TNV emavegetaon  NTNUATWY  ATTEKOVIONG/AVTITTPOCMTIELONG,
OTTOKEIPEVIKOTNTAG, SOUNG KAl OTOAICHOUL, LAIKOTNTAG, KOK. H (IAocogia dpxice va
OKEPTETAI TA TIPOPAAUATA TNG HECK TNC APXITEKTOVIKAG KAl OXI TO AVTICTEOPO.

O1 &ibvpol Mopyor Tov World Trade Center, yia mapddelyua - &va KTipIo TTOL ATAV
avTiypago Tou 16iov - ATav Nén, otn dekaetia Tov 1960, 6Tav xTiIoTNKAV OI TTOEYOI, £va
AVTIKEIJEVO TNG UNXAVOYPAPNUEVNG, SIacLVEESEUEVNG, ETTAVAAAUPAVOUEVNG KOIVGVIAG
TTOL AvadboVTAV eKeEivn TNV ETTOXN.

Baudrillard, J. and Nouvel, J., 2002. The Singular Objects of Architecture, frans. by R. Bononno. Minneapolis:
University of Minnesota Press.

IXEAIALITE TO MEPIBAAAON A ENA VIDEOGAME:

MNPQTAIQNIXITHL
Ffopyova

ANTIKEIMENO
Ovpd yapiobL (HEca OTO VEPO)

ANTINAAOI
AANAeG YOpyOveg, ueydAa yapia




EZETAZXEIZ IOYNIOL 2018

Ta videogames voouvTal ¢ TExvN YOVo péoca armod
TNV §pdon Kal UTToPOLLE VA §PACOLUE Ot ALTA UOVO
HWEoa atro TOV POAO TNG/TOL TTAIKTPIAC/TTAIKTN.

Tkereite: Ti eival éva videogame; Kail mpoo©irovrag
éva mo Deleuzian g¢potnua: Ti PTTOPOLHE VA KAVOLHE
péoa amo Ta videogames;

‘Eva T1éTOI0 avTikeipevo/maixvidl civar o Mario (Tou
Shigeru Miyamoto), éva etaipikd avatar, pia ynxavn
XPNUATWVY TTOL SIEyEipel TIC €MOLPIEC TV TTAISIV, HId
(KQpaon videogame oTtnv kaBapry popen Tou,
UTTOPOLWE VA OKEPTOLPE TOV Mario, TOOO W¢ eKkova
000 Kal €mMdpacn, ¢ TALTOTNTA CAAAG KAl WG
SbvapNn (KOKKIVO KATTEAO, UTTAE pOPPA) - TTNSGVTAG,
TPEXOVTAC KAl TIPOCTIEPVVTAG G CLUPVIA TTAVTA
HE TIG EMOLUNTEG TNG/TOL TTAIKTEIAG/TTAIKTN.

Cremin, C., 2015. Exploring videogames with Deleuze and
Guattari: Towards an affective theory of form. Routledge.

H Becpia eival To SIaypaupa TOL HOVASIKOD AVTIKEIHEVOL OTNY AOXITEKTOVIKT.

ALTN N véa Bewpia dev amaitel véeg 166G yIa Ta KTipIA AAAG TNV SlEpebVNON VEWY
TEXVIKWOV  yia TNV emavegetaon  NTNUATWY  ATTEKOVIONG/AVTITTPOCMTIELONG,
OTTOKEIPEVIKOTNTAG, SOUNG KAl OTOAICHOUL, LAIKOTNTAG, KOK. H (IAocogia dpxice va
OKEPTETAI TA TIPOPAAUATA TNG HECK TNC APXITEKTOVIKAG KAl OXI TO AVTICTEOPO.

Or &idvpor Mvpyol Tov World Trade Center, yia mapdsdeiyua - é&va KTiplo TTOL ATAV
avTiypago Tou 16iov - ATav Nén, otn dekaetia Tov 1960, 6Tav xTiIoTNKAV OI TTOEYOI, £va
AVTIKEIJEVO TNG UNXAVOYPAPNUEVNG, SIacLVEESEUEVNG, ETTAVAAAUPAVOUEVNG KOIVGVIAG
TTOL AvadboVTAV eKeEivn TNV ETTOXN.

Baudrillard, J. and Nouvel, J., 2002. The Singular Objects of Architecture, frans. by R. Bononno. Minneapolis:
University of Minnesota Press.

IXEAIALITE TO MEPIBAAAON A ENA VIDEOGAME:

MNPQTAIQNIXITHL
Npooceuyag

ANTIKEIMENO
Smartphone, pikp6 cakidio (ug oikoyéveia)

ANTINAAOI
®dOAaKeg, TToTAUIa, 6AAaocoq, KOK




EZETAZXEIZ IOYNIOL 2018

Ta videogames vooOvTal ¢ TExvN WOVO péoa arod
TNV §pdon Kal UTToPOLUE VA §pACOLPE OE ALTA POVO
HWEoa atro TOV POAO TNG/TOL TTAIKTPIAC/TTAIKTN.

Tkereite: Ti eivan éva videogame; Kai mpooOérovrag
éva mo Deleuzian gpcotnua: Ti yropoldE va KAVOLLE
péoa amo Ta videogames;

‘Eva T1éTOlo avTikeipevo/maixvidl cival o Mario (Tou
Shigeru Miyamoto), éva etaipikd avatar, pia ynxavn
XPNHATWY TTOL SIEYEiREl TIC EMOULUIES TV TTAISICV, HIA
ékppaon videogame oTtnv kaBapr) pop®n Tou,
WTTOPOLWE VO OKePTOLUE TOV Mario, 1600 WG eKOvVa
600 kal emibpacn, ¢ TALTOTNTA AANG KAl WG
Sbvapn (KOKKIVO KATIEAO, PTTAE Opua) - TTNSWVTAC,
TPEXOVTAC KAl TIOOCTIEPVAVTAG O€ CLPPWVIA TTAVTA
HE TIG EMOLUNTEG TNG/TOL TTAIKTEIAG/TTAIKTN.

Cremin, C., 2015. Exploring videogames with Deleuze and
Guattari: Towards an affective theory of form. Routledge.

H Becpia eival To SIaypaupa TOL HOVASIKOD AVTIKEIHEVOL OTNY AOXITEKTOVIKT.

ALTN N véa Bewpia dev amaitel véeg 166G yIa Ta KTipIA AAAG TNV SlEpebVNON VEWY
TEXVIKWOV  yia TNV emavegetaon  NTNUATWY  ATTEKOVIONG/AVTITTPOCMTIELONG,
OTTOKEIPEVIKOTNTAG, SOUNG KAl OTOAICHOUL, LAIKOTNTAG, KOK. H (IAocogia dpxice va
OKEPTETAI TA TIPOPAAUATA TNG HECK TNC APXITEKTOVIKAG KAl OXI TO AVTICTEOPO.

Or &idvpor Mvpyol Tov World Trade Center, yia mapdsdeiyua - é&va KTiplo TTOL ATAV
avTiypago Tou 16iov - ATav Nén, otn dekaetia Tov 1960, 6Tav xTiIoTNKAV OI TTOEYOI, £va

AVTIKEIJEVO TNG UNXAVOYPAPNUEVNG, SIacLVEESEUEVNG, ETTAVAAAUPAVOUEVNG KOIVGVIAG
TTOL AvadboVTAV eKeEivn TNV ETTOXN.

Baudrillard, J. and Nouvel, J., 2002. The Singular Objects of Architecture, frans. by R. Bononno. Minneapolis:
University of Minnesota Press.

IXEAIALITE TO MEPIBAAAON A ENA VIDEOGAME:

MNPQTAIQNIXITHL
ITpaTtog

ANTIKEIMENO
‘OnAa (o010 TTapeAOOV)

ANTINAAOI
AANOG OTPATOG




EZETAZXEIZ IOYNIOL 2018

Ta videogames voouvTal ¢ TExvN YOVo péoca armod
TNV §pdon Kal UTToPOLLE VA §PACOLUE Ot ALTA UOVO
HWEoa atro TOV POAO TNG/TOL TTAIKTPIAC/TTAIKTN.

Tkepreite: Ti eival éva videogame; Kai mpoo©érovrag
éva mo Deleuzian g¢potnua: Ti PTTOPOLHE VA KAVOLHE
péoa amo Ta videogames;

‘Eva T1éTOI0 avTikeipevo/maixvidl civar o Mario (Tou
Shigeru Miyamoto), éva etaipikd avatar, pia ynxavn
XPNUATWVY TTOL SIEyEipel TIC €MOLPIEC TV TTAISIV, HId
(KQpaon videogame oTtnv kaBapry popen Tou,
UTTOPOLWE VA OKEPTOLPE TOV Mario, TOOO W¢ eKkova
000 Kal €mMdpacn, ¢ TALTOTNTA CAAAG KAl WG
SbvapNn (KOKKIVO KATTEAO, UTTAE pOPPA) - TTNSGVTAG,
TPEXOVTAC KAl TIPOCTIEPVVTAG G CLUPVIA TTAVTA
HE TIG EMOLUNTES TNG/TOL TTAIKTPIAG/TTAIKTN.

Cremin, C., 2015. Exploring videogames with Deleuze and
Guattari: Towards an affective theory of form. Routledge.

H Becpia eival To SIaypaupa TOL HOVASIKOD AVTIKEIHEVOL OTNY AOXITEKTOVIKT.

ALTN N véa Bewpia dev amaitel véeg 166G yIa Ta KTipIA AAAG TNV SlEpebVNON VEWY
TEXVIKWOV  yia TNV emavegetaon  NTNUATWY  ATTEKOVIONG/AVTITTPOCMTIELONG,
OTTOKEIPEVIKOTNTAG, SOUNG KAl OTOAICHOUL, LAIKOTNTAG, KOK. H (IAocogia dpxice va
OKEPTETAI TA TIPOPAAUATA TNG HECK TNC APXITEKTOVIKAG KAl OXI TO AVTICTEOPO.

O1 &ibvpol Mopyor Tov World Trade Center, yia mapddelyua - &va KTipIo TTOL ATAV
avTiypago Tou 16iov - ATav Nén, otn dekaetia Tov 1960, 6Tav xTiIoTNKAV OI TTOEYOI, £va
AVTIKEIJEVO TNG UNXAVOYPAPNUEVNG, SIacLVEESEUEVNG, ETTAVAAAUPAVOUEVNG KOIVGVIAG
TTOL AvadboVTAV eKeEivn TNV ETTOXN.

Baudrillard, J. and Nouvel, J., 2002. The Singular Objects of Architecture, frans. by R. Bononno. Minneapolis:
University of Minnesota Press.

IXEAIALTE TO MNMEPIBAAAON TA ENA VIDEOGAME: f
MNPQTAIQNIXITHL i >
‘Evropa i '
ANTIKEIMENO i
duvA\apdkia (kepaieg, Todapakia) )
ANTINAAOI %‘t ‘ ,
AANAa évropa e ) .
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