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Zone Exploration Game
A proposal for new complex public entertainment.

The design team:
Gorodetsky-Engel Nataly
Engel Sergey
Gorodinsky Michael

Abstract:
The project proposes conversion of 
non-functioning industrial sites into so-
phisticated entertainment complexes 
of a new type. The main attraction of 
the entertainment complex is a Game 
Maze with elements of virtual reality 
implemented in the real world environ-
ment. 

Preface
In the modern culture sights of 
abandoned factories, sombre slams 
and construction sites are recognised 
as a typical background for computer 
games and action movies. People are 
familiar with this background and 
could be triggered to discover the 
opportunity to visit and use such space 
in real time.

Abandoned factories were always an 
exiting place to visit, but what exactly 
could a person do in such a place - 
except for walking around, taking 
pictures and maybe finding some rusty 
souvenirs? Later in the 90’s   topology 
of those sites changed dramatically 
after being transferred into virtual 
space. Traps, monsters and all sorts of 
props peculiar to the computer game 
worlds enriched the dead 
environments and produced something 
we all came to know as the adventure 
worlds of computer games. It became 
dangerous, interactive and exiting. 

Developing a computer game meant - 
first of all - designing an environment 
where the action takes place, while the 
action itself was usually restricted to 
shooting enemies and proceeding to 
the next level.

Virtual games become more and more 
sophisticated, you may wear special 
devices that may give you a feeling  of 
involvement into the action, but 
there’s no substitute to the real world. 
We’re taking the computer, virtual 
substance and bringing it back to the 
reality. Pulling virtual life out of the 
computer screen is not easy. In a real 
world we meet many difficulties that 
could be solved easily in electronic 
environment. The real world is not as 
flexible and safe, you may not “save” 
or “undo”, your physical abilities are 
limited etc. There’s no way to take 
computer game back into real life as it 
is, which makes the cross between 
those substances something new. 
Many things that you couldn’t think of 
before will appear as a result of 
transferring computer, virtual reality 
back to our world, including those 
non-existing before - not in real, not in 
virtual.

The easy way of doing this should be 
simply running around at abandoned 
factory with toy guns, but we’re 
talking about constructing an 
interactive environment which itself 
will trigger a player to discover, 
struggle and play the game we design. 
We want to design the most 
sophisticated game entertainment ever 
existed.

Vocabulary: 

Zone
Conceptually, we make use of "zone" 
term as an inversion of one of the 
basic terms in urban planning. 
According to the customary meaning 
of this term, zone is characterised as 
an area with defined features like: 
function, boundaries, planning etc.

As an inversion of the previous 
meaning “Zone” represents undefined 
objects/areas, independent from their 
proposed use and existing in the 
uncontrolled world without any 
planned hierarchy. Zone is a white 
spot, an emptiness, "a no man’s land" 
in an urban structure that is being 
developed in spontaneous way and 
doesn`t  belong to anyone. The 
phenomenon of zone exists as an 
evidence of previous human activity, 
which can be found in the process of 
destruction or in the transition phase 
before receiving new function.

Originally, the term “Zone” first 
appeared in this context in 
A.Tarkovsky’s movie “Stalker” (1976).

The space of Zone could be described 
as a place that is able to change, to 
transform your perception of reality 
and to catalyse a virtual screen for 
imagination that will lead to interaction 
between a built space and yourself as 
a visitor. This is kind of perception of 
different reality one could face in 
abandoned houses, wasted industrial 
lands and construction sites.
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Background

Analysis of the previously known types 
of entertainment in the real world that 
have similarities with our project 
brings several conclusions that we are 
implementing in our concept. We’re 
not mentioning computer games here 
because our aim is to find the solu-
tions for the real world environment. 

1. Urban exploration is the 
examination of the normally 
unseen or off-limits parts of human 
civilization. Ventures into 
abandoned structures are perhaps 
the most common example of 
urban exploration. Abandoned sites 
are generally entered first by 
locals, and often sport large 
amounts of graffiti and acts of 
vandalism. Explorers face various 
risks in abandoned structures 
including collapsing roofs and 
floors, broken glass, guard dogs, 
the presence of chemicals, other 
harmful substances, most notably 
asbestos, hostile squatters and 
sometimes motion detectors. Some 
explorers wear respirators to 
protect their airways.

Many explorers of abandonments 
find the decay of uninhabited 
spaces to be beautiful; many of 
these explorers are also 
photographers. Some 
abandonments are heavily guarded 
with motion sensors and active 
security. Others are more easily 
accessible and carry less risk of 
discovery.

The urban exploration exites only 
certain type of people and  doesn’t 
offer  anything  except for visual 
enjoyment and some risk. 
Additionally it’s not always legal 
which probably makes it more 
attractive and adds an element of 
adventure. It employs the same 
environment as our project but 
doesn’t offer any “function” to it.

2. Disneyland is a theme park that 
is located at 1313 South Harbor 
Boulevard in Anaheim, California, 
USA. It opened on July 17, 1955. 
The park is owned and operated by 
The Walt Disney Company. 
Currently the park has been visited 
by more than 515 million guests 

since it opened to the public, 
including presidents, royalty, and 
other heads of state. 

Disneyland staff use theatrical 
terminology. This is to emphasize 
that a visit to the park is intended 
to be similar to witnessing a 
performance. For example, visitors 
are referred to as Guests and park 
employees as Cast Members. On 
Stage refers to any area of the 
Resort that is open to Guests.

Backstage refers to any area of the 
Resort that is closed to Guests. 
Costume is the attire that Cast 
Members who perform the day-to-
day operations of the park must 
wear. Terms such as uniform are 
not used. Show is the Resort's 
presentation to its Guests, such as 
the color and façades of buildings, 
placement of rides/attractions, 
costumes to match the themed 
lands.

The theatrical motif extends to 
aspects of the park's layout and 
design.

Other theme parks:
In addition to Disneyland there are 
many other theme parks (Efteling, 
Sea Lion Park, Bekonscot) 
developed around the same 
principle: an amusement park with 
a “theme” which may be a fairy 
tale, a cartoon motif etc. Our 
project may be seen as a theme 
park as well, with urban 
exploration and computer games 
being the theme.

3. Landschaftspark in Duisburg 
Nord, Germany. It was designed in 
1991 by Latz + Partners (Peter 
Latz), with the intention that it 
work to heal and understand the 
industrial past, rather than trying 
to reject it. The park closely 
associates itself with the past use 
of the site: a coal and steel 
production plant (abandoned in 
1985, leaving the area significantly 
polluted) and the agricultural land 
it had been prior to the mid 19th 
century. 

Peter Latz’s design was significant, 
as it attempted to preserve as 
much of the existing site as 

possible. Latz recognized the value 
of the site’s current condition. He 
allowed the polluted soils to remain 
in place and be remediated 
through phytoremediation, and 
sequestered soils with high toxicity 
in the existing bunkers. He also 
found new uses for many of the 
old structures, and turned the 
former sewage canal into a method 
of cleansing the site.

The park is a significant 
improvement of the urban 
exploration idea, also offering 
several functions such as climbing, 
skating etc. Still, these functions 
are secondary and the whole place 
functions as a landscape park and 
not an amusement park, thus 
remaining a non-commercial 
project.

4. Paintball is a sport in which 
participants eliminate opponents 
from play by hitting them with 
paintballs (spherical gelatin 
capsules containing primarily 
polyethylene glycol, other non-
toxic and water-soluble 
substances, and dye) shot from a 
compressed-gas-powered 
"marker".

Games can be played either 
indoors or outdoors and take 
various forms. Rules for playing 
paintball vary widely, with most 
designed to ensure that 
participants enjoy the sport in a 
safe environment. The sport 
requires a significant amount of 
equipment and has even developed 
its own slang. A game of paintball 
usually involves two opposing 
teams seeking to eliminate all of 
the other team's players or to 
complete an objective, such as 
retrieving a flag, eliminating a 
specific player, or other paintball 
variations. An average, non-
professional game of paintball 
usually lasts around five minutes to 
half an hour. 

Several locations offer paintball 
tournaments at abandoned 
industrial sites, but the sites are 
non-interactive and only provide 
the background.



Zone Exploration Game

total deZign, 2007.     www.totaldeZign.com/zonexploration  page 3 of 8  

The structure
The complex of the Zone Exploration 
Game is a closed site which should in-
clude the following components:

Public spaces:
1. The Maze - a site or structure 

where the game itself takes place. 
It is separated from the rest of the 
territory and has an entrance and 
an exit which may be thought of as 
the beginning and the ending of a 
game. It also has emergency exits 
and entrances which are usually 
closed and open if the game is in-
terrupted in some way. Emergency 
exits may be opened from inside of 
the maze (emergency handles) to 
allow evacuation but cannot be 
opened from outside.

2. Observation/support halls - a 
centre where it is possible to watch 
the game happening in the Maze 
and even take a part in the game 
by helping the player(s) and com-
municating with them.

3. The Entrance complex - the main 
public entrance and exit to the site 
where a visitor gets information, 
buys tickets etc. It should include 
all the facilities usually found in the 
entertainment structures s.a. res-
taurants, restrooms, cashier desks, 
staff offices, information booth etc.

4. Additional structures (accessible 
via the Entrance complex) which 
may include computer gaming 
rooms, amusement parks, libraries, 
museums, internet cafes, confer-
ence halls etc. These functions are 
not directly linked to the Game but 
offer other types of entertainment.

Non-public spaces:
1. The Control centre - a game ser-

ver which controls everything hap-
pening at the Game site.

2. The Maintenance facilities - 
spaces used for repairs, cleaning, 
storage and general maintanence 
of the complex. They may occupy  
up to 40% of the site.

3. The Research facilities - labora-
tories where the Game is being de-
veloped, modified, changed, where 
new elements are being made and 
tested. 

Target audience
Most probably the complex will be 
visited by teenagers used to play-

ing computer games, and it is 
more a group (rather than perso-
nal) entertainment. As the zone ex-
ploration may represent an ad-
vanced type of computer-based en-
tertainment we should expect  
ages 25 and up seeking ultimate 
experiences.

Ages: 12-30 (and up)
Sex: male mostly

Development strategy
Converting a non-functional industrial 
site into an entertainment complex is a 
process which may take several years 
to complete. The main stages of this 
process are described below.

1. The site
Finding a proper site is crucial. It 
defines what will happen in the 
game, what additional functions 
and structures may be raised etc. 
The site must be spectacular and 
must have enough space to con-
tain both the game maze and all 
the additional facilities. Urban loca-
tion of the site, it’s closeness to a 
city centre and main traffic routes  
define how successful the whole 
project will become.

2. Local urban plans
Checking urban plans for the speci-
fied site should reveal how possible 
is it to develop the project. Nego-
tiations with local authorities will 
rise additional questions and if the 
development of the site is still pos-
sible, a new urban plan should be 
prepared, substituting a new public 
function for the given territory.

3. Preliminary research
The research is intended to analyse 
the condition of the existing struc-
tures and involves consultants in 
several fields:

Construction: The constructor 
should examine if the buildings, 
their inner structures and machin-
ery may withstand further use. In 
most of the cases additional con-
structions and reinforcements are 
required. 

Safety: The safety advisor should 
consult what precautions should be 
used with the existing structures, 
what may and what may not be 
done, what additional safety con-

structions (fences, barriers etc.) 
should be raised to assure safe 
movement around the whole site. 
Factories’ and plants’ safety re-
quirements are usually lower than 
those of public buildings so a 
whole additional layer of safety de-
vices should be constructed.

Communications: The analysis 
of the existing electricity, phone, 
water, gas and other networks pro-
vides information on what parts 
should be simply restored, what  
zones are not suitable for develop-
ment and sometimes may provide 
additional ideas for developing the 
site.

4. Renovation plan
Although it is called “renovation” it 
is more a “preservation plan”, be-
cause we are interested to keep 
the site close to the original condi-
tions. Additionally, new structures 
should be built so there’s always a 
compromise what should be re-
stored and replaced and what may 
remain as it is. 
The plan is an architectural project 
which includes reinforcement of 
the original building, new accessi-
bility scheme, new infrastructure of 
communications and a base for 
new layers of game devices to be 
implemented.

5. New structures and architec-
ture
Together with the renovation of 
the old buildings new ones should 
be raised. The renovation together 
with the new construction create 
one integral architectural project 
developed and built simultaneously 
- game maze (based on the exist-
ing structures) and the new build-
ings.

6. Game development
In parallel with the development of 
the architectural plan a separate 
team of software and hardware de-
velopers work on the Maze includ-
ing a software game, which mirrors 
the game happening at the site. 
The site contains devices and sen-
sors that send data to the software 
server which conducts the game 
progress. The team of game devel-
opers analyses the site and 
chooses what type of activities may 
be implemented, what kind of ac-
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tion could be simulated and de-
signs proper machinery which ani-
mates the site and communicates 
with a player.

7. Testing
After all the construction works 
complete the Game should be 
tested thoroughly to assure all the 
possible faults are fixed. Safety and 
construction consultants should ex-
amine the site once again and as-
sure the game is safe to the public 
before the official opening.

Game components
Several elements of the game are de-
scribed below. We believe more ele-
ments may be developed in the future 
to allow creating a more sophisticated 
environment.
 

1. Differences and similarities of 
virtual and real environments
While it seem possible to recreate 
virtual environments by all sorts of 
technical means, the player himself 
could not follow behaviour models 
of the virtual world.  Virtual reality 
allows death, super-natural move-
ments, momentary healing and 
many things physically impossible 
for ordinary human being. This 
means our game scenarios may 
not copy those from the computer 
games. Player’s role should be 
more passive as we cannot allow 
the same level of aggression and 
physical danger. This should be 
seen as a positive moment urging 
us to be rather educative than bru-
tal. It is possible to copy puzzle, 
quest and adventure scenarios but 
most of the fight, arcade or other 
violent games are out of our reach. 
Certain elements, like shooting and 
being shot are possible, but they 
may contain faux experiences 
(“you are dead”) so they should be 
represented differently to avoid 
semi-virtuality.

2. Players’ quantities and game 
configurations:

Solo game: a player enters the 
Maze alone and passes a quest. 

Team game: a couple of players 
(a team) enters the Maze and per-
forms all the tasks together. It is 
possible to define certain unique 
roles and abilities for each of the 
team members.

Human against human: this op-
tion seem possible but problemati-
cal. Fake deaths, injuries etc. be-
come the aim of the game and 
players lose the real experience 
which is possible in this type of en-
vironment. Generally, it is not re-
commended.

Team support game: one (or a 
couple of players) enter the Maze, 
and a “support team” remains in 
the observation centre. The 
player(s) in the Maze communicate 
with the support team which may 
advice and direct him and even 
solve certain questions.

Competing teams: two separate 
teams of players enter the Maze 
from different sides and compete 
against each other. The team 
which gets to a certain point in the 
Maze first and captures an artifact 
wins. This game may include sup-
port teams as well. 

3. Uniform
Main function of the uniform worn 
by a player is to make him an inte-
gral element of the game. It should 
be designed to make him look 
properly; it should contain a gam-
ing interface with a small screen 
and a portable computer; it should 
contain several sensors and a sig-
nal generator which will allow the 
system to locate the player and 
communicate with him.

4. Game elements topology
A game in the real world may con-
tain different elements with each 
of them carrying a different func-
tion. Majority of these elements are 
derivatives of the virtual reality and 
should be designed and con-
structed from blank. Several basic 
element types are described below:

Gates separate different parts of 
the maze from each other. They 
may be seen as doors between le-
vels. If a certain part of the mis-
sion is completed, a gate opens al-
lowing a player to pass through 
and proceed to the new section of 
the maze. 

Robots allow mechanical move-
ment of certain parts in the maze. 
They may animate something, 

change location of devices, move 
around or even be a separate unit 
representing an enemy or a 
friendly figure. They are mechani-
cal devices controlled by the oper-
ating centre.

Informative interfaces are 
screens, signs and banners in the 
maze providing information for a 
player. They may look like compu-
ter screens, LED screens, lights 
and even simple signs.

Artifacts are separate units that 
may be found and moved around 
by a player and used for certain 
functions. They should contain sen-
sors and may either perform some 
function or be a part of a puzzle 
that a player must compose. A  
particular examples of artifacts are 
a weapon, a key or a shield.

Plugs are interfaces where a 
player may connect something to 
gain a certain effect. For example, 
he may have a plug in the uniform 
which may be plugged into another 
plug found in the maze to raise his 
“mana” level by a certain amount 
indicated on the plug. 

Mana: a virtual instance which a 
player may gather, loose and use. 
Mana is the money, the health and 
the fuel in the Game. A mission 
may demand a certain amount of 
mana to accomplish a task. It may 
be used to “fuel up” machines or 
“load” a weapon. As we’re not in-
volving terms like “health” and vir-
tual injuries usually seen in compu-
ter mazes, this alternative is not re-
lated to player’s abilities and [vir-
tual] physical conditions. A trap 
may be a pulsating beam of light 
which a player should pass without 
being “shot” by the beam. If he 
gets “shot” he looses a predefined 
amount of mana. Mana may be 
gathered from “mana plugs” that a 
player finds and connects to them 
to “drain” mana in the plug and fill 
his own virtual mana container. 
The mana plug becomes unactive 
after being “drained”.

Mechanical quests are tasks that 
should be performed by a player. A 
result of such quest must be identi-
fied by a sensor as positive or ne-
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gative. For example, a player finds 
a couple of parts that must be 
screwed together to make a useful 
artifact s.a. a weapon.

Golography may be used to gen-
erate 3D images in the maze. It 
must be the best solution for repre-
senting “monsters” because it can-
not be mechanically destroyed. It 
allows the images to appear and 
disappear and also provides a 
glowing effect that makes them 
visible in the dark.

5. Timing
Every game must have a time 
frame. One of the possibilities is 
that player(s) have to order a 
game before entering the maze. 
This could be a brief 15 minutes 
mission or a more complicated and 
longer alternative. Certain bonuses 
in the game may include time ex-
tension. 
If a mission is not complete within 
a given time frame player either 
fails or may have a chance to add  
time to his mission which may ap-
pear as an option on his portable 
interface.

6. Game scenarios.
As mentioned above, violent and 
brutal scenarios should be avoided 
because of the reason we cannot 
make them real. Most of the sce-
narios should be derivatives of the 
sites where a game will be con-
structed. Generally, all the scenar-
ios are putting a player into an ad-
venture maze where he must per-
form certain tasks to complete a 
mission. Each game mission may 
consist of several tasks, the Maze 
may be divided into levels where a 
player must complete a certain 
part of the mission to proceed to 
the next level.

7. Game tasks’ examples:

Labyrinth: a player has to find a 
certain location or a way to the 
next level. He may find a “treasure 
map” of some kind or be guided by 
his computer or a support team.

Trap: a place in the Maze impossi-
ble to pass through without taking 
some action to disable the trap or 
to pass it safely in alternative way.

Key: a player must find a key to 
open a door to the next level. The 
key itself may be composed of sev-
eral parts and the player must con-
nect them together to activate the 
key. An assembly scheme must be 
provided. There are two ways of 
detecting if the key assembly is 
correct: first, each part of the key 
may have a terminal that, if con-
nected with  other terminals, 
closes a circuit that sends an im-
pulse to a sensor responsible for 
the correct assembly detection. 
Second, a door or a device that 
should be activated with the key 
has terminals that send a positive 
signal if connected with the key’s 
terminals in a proper order. If the 
key doesn’t work a player should 
disassemble it and try to fix the as-
sembly mistake. In this case the 
key may be a passive device and 
the door - active, which is prefer-
able, considering the key is being 
carried by a player and may be 
powered by batteries only.

Password: a player must answer 
a question where the answer is a 
password opening a door. This is a 
logical task not requiring special 
technology at the site. A door may 
have a code lock or a computer in-
terface where the password should 
be submitted. 

Shooter: a player has a weapon 
and has to hit a target. The weap-
ons in the Maze should shot with 
light or laser beams to avoid real 
injuries. The target might repre-
sent an enemy and may be ani-
mated (a robot) and be able to 
shoot the player back. This task 
will work better if there’s no possi-
bility of physical contact between 
the player and the target. As men-
tioned above, if a player gets 
“shot” he looses mana. A player 
may find a shield that may be used 
to cover a sensor on the uniform 
responsible for “being shot”. Im-
portant to notice that the uniform 
should contain several sensors of 
this type and the shield may not be 
too big to cover all the sensors al-
together.

Repair: a passage in the Maze is 
destroyed or blocked, the player 

must repair/clean it to pass 
through. It may require some phy-
sical strength.

Lot: on his way through the Maze 
a player may meet a device that 
urges him to choose a certain way 
out of several options. A result is 
the scenario (or a part of it) is 
being shuffled and the player must 
go in a certain direction (a door 
opens) which may become a short-
cut or a complicated root.

Timer: activating some device 
may trigger a timer. For example, 
opening a door starts a countdown 
and a player has to run to another 
door which opens somewhere and 
closes when the countdown is 
over. Timer missions must be rea-
sonably simple.

8. Sound
Except for the obvious option of 
placing loudspeakers in the Maze 
to produce sound effects and even 
spoken messages, an accent 
should be made on providing array 
of natural sounds. This may in-
clude dripping water, squeaking 
doors, working engines, metal 
floors resonating with the player’s 
steps etc. Not background music 
but background noise may add a 
proper mood for this type of space, 
again with the noise being pro-
duced by a mechanical device, not 
a loudspeaker.

9. Light
The maze should be rather dark. A 
player may wear a weak spotlight 
(a part of the uniform) to assure 
he may walk through the maze 
without stumbling upon walls and 
other elements. The darkness 
should be sufficient to allow visua-
lising different small displays, indi-
cators and other lighted devices. 
The artifacts and items which may 
be activated should be lighted 
either by an external source of 
light aimed at it or by an internal 
led or lamp. This allows a player to 
locate the “active” elements of the 
game in the maze. An “unactive” 
device or door may stay unlighted 
until it activates. A major target 
might be strongly illuminated to 
emphasise it’s importance.
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Software achitecture and 
network.

Computer Centre (server)
The computer centre (server) runs a 
software mirror of the game. The soft-
ware game contains both mirrors of 
the real elements from the maze and 
the virtual components. 

Real components’ mirrors:
1. Active elements of the maze.
2. Maze map.
3. Player(s).

Virtual components:
1. Game scenario (mission).
2. Timer.
3. Virtual elements of the mission - 

quests, legends, mana, score etc.

Slave computers
There are several slave computers run-
ning the game. Slave computers are 
interfaces that allow watching the 
game and communication with the ser-
ver. There are four main slave compu-
ters’ types:
1. Player’s portable interface.
2. Player’s computers in the observa-

tion centre.
3. Administration computers (not ac-

cessible to the public).

4. Additional computers used for cer-
tain technical functions at the 
maze (not accessible to the public).

Each type of the slave computers 
shows it’s own interpretation of the 
game. Player’s interface should 
contain only the map, the mission 
brief and other technical informa-
tion. Observation centre computers 
may have a screen where the cur-
rent player’s location is shown etc. 
Each of the slave interfaces has it’s 
limited possibilities of affecting 
game progress, while their main 
function is communication. 

Game hardware 
architecture

Components’ functions:

1. Computer Center (server):
- sends commands to the oper-
ating centre.
- provides synchronising clock 
signals to all hardware.
- accepts location signals and 
updates scenario in the real 
time.
- accepts command completion 
signals from the Operating cen-
tre updating the map and sce-
nario.

2. Operating centre:
- Monitoring + switching: ac-
cepts command signals and 
transfers them to the applica-
tions. 
- Each application (which may 
even have it’s own sub-server) 
transfers commands directly to 
the site and receives command 
completion signal.
- Connection between the appli-
cations and the site is main-
tained by means of Ethernet or 
other protocol.

3. Site:
- Receives command signal and 
executes the command.
- Generates a command comple-
tion signal and transfers it back 
to the application.
- Sends a location signal to the 
Positioning System (PS).

4. Player(s)\Gamer(s):
- Receives signals from the Computer Centre and updates his (slave) scenario 
and map.
- Sends a location signal to the Positioning System (PS).



Zone Exploration Game

total deZign, 2007.     www.totaldeZign.com/zonexploration  page 7 of 8  

Hacks and bugs

We may not predict all the possible 
moves of a player in the Maze. He may 
invent or unintentionally produce a se-
quence of actions which may cause a 
malfunction or misinterpretation of the 
scenario by the server. In a computer 
world this may mean “hacking” a 
game - skipping a level or obtaining 
something illegally. The worst - and 
the less complicated type of a malfunc-
tion is a bug which causes a program 
to fall. 

A player doesn’t see a computer 
screen but a real environment so there 
should be a different approach to 
these events. 

In case of a bug, when a program 
falls, the game server operator may re-
load the game. In a time of reboot or 
reload the mission may be run by a 
secondary server which should have 
“safety scenarios” for each part of the 
Maze ready to be activated in case of 
the man server failure. These scenar-
ios (additional missions) should keep 
the player from proceeding to the next 
stage before the game reloads.

In case of a “hack”, when player’s ac-
tion is misinterpreted by the server, it 
may be safe to allow the game to con-
tinue. The hack should be recorded 
and later analysed by the research 
team in order to prevent it in the fu-
ture or “approve” it as a legal move.

The player should not be able to de-
tect whenever the game server func-
tions properly, his portable interface 
should be run by a separate computer 
independent from the Game server. 

Design considerations 
and additional compo-
nents of the complex

1. Total statement
The new constructions for areas adjus-
tent to the Game site  will be designed  
in a complex with the Maze develop-
ment and  based on the principle of to-
tality. It means that all components of 
the new complex will derive from one 
conceptual source (in our case it 
comes from abandoned industrial site -  
Zone as analysed data) and have cer-

tain design coherent language. Experi-
mental architectural objects, interior 
interfaces, uniforms have to be com-
bined in one complex, where connec-
tions between all elements will be visi-
ble on aesthetical design level and 
palpable on the interactive level.

If the transformation of warehouses-
zones into “computer games in real 
time” will work as an attraction for visi-
tors, the design for game industry area 
as a place for events ought to expand 
Zone Game concept into the most so-
phisticated entertainment that can be 
described as multilayer experience of 
built environment.

The components for game industry 
area will derive from Zone concep-
tually and will support each other 
aesthetically. The principle of totality 
in design becomes crucial in order to 
create a place , where all elements will 
be connected in such way that visitor 
should experience an anticipating ef-
fect of the surrounding and himself as 
a reflective part of the complex.
  
The conditions of the Zone such as: in-
visible labyrinthian spaces, uncanny ef-
fect of rusty details, random move-
ment of erosion process; all those ele-
ments that make abandoned ware-
houses - zones attractive in the eyes 
of visitors in terms of self identification 
with environment will be transformed 
into real design for the whole project.

2. Kinetical component
Kinetical, manual devices become in-
evitable within the frame of game 
event that gives an opportunity to ex-
perience non static, movable environ-
ment from the “first hand”. For in-
stance, vehicles should replace certain 
structures; machinery devices will 
change the character of static objects 
and prospond a gaming interactive ele-
ment into built environment. The ma-
chinery elements with their ornamenti-
cal industrial effect will build the aes-
thetics of the Zone Game event.

3. Uncanny component. 
The uncanny component  becomes im-
portant in terms of supporting the in-
tellectual character of entertainment in 
Zone exploration area that is able to 
change one’s perception of reality. The 
research laboratory that will work in 
the frame of game industry will adapt 

and develop  different environmental 
devices as well as right combinations 
of materials, supporting the uncanny 
atmosphere of Zone exploration in a 
very intelligent way. For example, the 
disturbing effect of functionless details 
- readymades from an  industrial site  
could be adapted and transformed into 
new structures while the uncanny ef-
fect should be preserved.

4. Labyrinth component. 
The labyrinthian component as a deri-
vative of Zone site will be implemented 
in design to support the changeable 
character of the area. Hidden details, 
invisible corridors, changeable inter-
faces, layers will  be set  in order to 
encourage a visitor to “decode” the se-
crets that are concealed between the 
layers/ details and build up the Zone 
exploration area. A person can be tri-
gerred to understand the invisible 
traces, layers, details to make his own 
conclusions. This situation will bring 
the observer an illusion of conscious 
perception of environment and con-
nection to the place. 

The reference of such situation can be 
done on the example of interface for 
an interior that can be changed ac-
cording to a function, while the con-
nection with a previous function is 
maintained.

5. Uniform component. 
A uniform component in Zone game 
design will reinforce the desired con-
nection between visitor and built 
object. The main goal of the uniform 
approach is to create interior and cloth 
as a complex that is reflecting the prin-
ciples of changeable and variable 
surrounding. An example could be 
done on the uniform with a protecting 
layer that will react with Zone game 
interface.

6. Boundary component.
The boundary aspect should be set in 
Zone event as a desired trigger to pro-
voke visitors’ curiosity. Zone explora-
tion area should remain hidden and 
protected from exposure. For example, 
a  boundary can be implemented in 
design as a real wall or as a multifunc-
tional complex for offices, showrooms, 
libraries etc. that will service the whole 
area of experimental entertainment.
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7. Fragmentation. 
The aspect of fragmentation in Zone 
game event will create a complex full 
of fragile details, nostalgical features 
and industrial ornaments. The frag-
ments in design ought to refine the 
machinery aesthetic of Zone explora-
tion area in order to emphasise the 
naturalistic/ornamentical character of 
proclaimed by nature, decaying ele-
ments that build up the Zone reality. 
The fragments will create a diverse 
field for inspiration that points straight 
to somebody’s memory associations.

All above mentioned aspects - mobi-
lity, changeability, protection, frag-
ments will build Zone Game environ-
ment as a derivative of the real Zone 
situations providing material that can 
be transformed into interdisciplinary 
design of one integral complex. The 
conceptualised aspects of Zone game 
give an opportunity to visualise the fu-
ture development for public building of 
a new type, where the entertainment 
has more sophisticated effect on visi-
tors` perception. Public spaces and 
events on the base of Zone-game de-
sign can serve visitors as an experi-
mental intellectual investigation into 
the world of unfixed, unexpected, mul-
tilayer environment. 

Flexibility
From the world of computer games we 
learn that the most successive virtual 
environments are non fixed, randomly 
generated sites that are being com-
posed from pre-designed elements. 
This makes the game “new” every 
time a player starts it. From the other 
side, the recent history of the Disney-
land teaches us that at a certain point 
people get bored from visiting the 
same attraction, no matter how good 
it is. Disneyland looses money not be-
cause it is badly designed but because 
there’s no way to refresh or renew the 
old attractions. The only way is build-
ing new attractions, but that’s not eco-
nomical.

Our Zone Game complex may not gen-
erate random mazes because the en-
vironment is fixed. Instead, it is possi-
ble to rearrange the path through the 
maze, change traps, activate certain 
devices and disable others. Some por-
table elements may be relocated. A 
player may receive a different mission 
every time he enters the maze. The 

maze may contain multifunctional in-
terfaces and their function should 
change randomly. It is possible to cre-
ate a couple of traps and activate only 
one of them during one game, so the 
player will not be able to experience all 
the traps at once. There might be a 
certain device that is rarely being, 
making a game similar to a lottery, 
and it may be very easy or very hard 
to pass the same corridor during dif-
ferent games. The mission, functions 
for multifunctional devices, activation 
and disabling of machinery, all the 
possible changes should be randomly 
generated by the computer centre 
which maintains the game.

The most important part of the com-
plex should be the Research lab. The 
research crew will develop new ele-
ments, interfaces and devices for the 
game. It may even be a small prop 
which does a minor function in the 
Maze, but after a certain device is de-
veloped it may be implemented at the 
other sites as well, it could be added 
to the game database so the mission 
generated adds a new possibility to 
the scenario. The computer model of 
the game should be a flexible skeleton 
so when a new element is added to 
the database it may be (or may be 
not) featured in the next scenario.

It should become the feature of the 
Zone game that new things appear 
from time to time and a player who 
enters the Maze may not have a clue 
what awaits him. New functions 
should not be advertised but secretly 
added to the system. 

Future entertainment 
industry.
As it was stressed above, multilevel  
game could be useful while 
approaching a positive future for 
industrial functionless sites as itself 
and its derivatives for new public 
space development. In addition the 
factory lands could serve as a 
"laboratory" for creating different 
situations for real games as events’ 
areas. Such area may contain offices, 
workshops, showrooms focusing on 
creating new  real "virtual" games, 
searching for other sites and analysing 
new game devices.
Zone Game applicable metaphor as a 

simulacra of computer game could 
prospond more grown-up form of ex-
perience for visitors in public space of 
a new type  than it is suggested  in 
virtual world entertainment. Unknown, 
invisible spaces, terrifying details, use-
less structures in real will embody 
rather apocalyptical perception of 
environment as background proposed 
in computer games or movies. In real 
Zone Exploration Game area the stress 
could be done on educative effect that 
can be described as awareness of a 
player in metaphysical existence, 
which is not  beyond our control and 
consciousness.

After the first Zone Exploration Game   
site is complete the next site may be 
developed etc. Each site has it’s own 
peculiarities so each Game developed 
at a specific site will not be similar to 
another. Every new location will enrich 
the vocabulary of the Zone Exploration 
and  give the research team new 
directions and possibilities. After all,  
this game is about exploring new 
places and getting into situations 
never seen before. New devices  
developed at the new site may be also 
implemented at the old location(s) 
allowing the desired refreshing and 
flexibility.

Additional directions for developing the 
Zone Exploration Game area are, of 
course,  software releases based on 
each specific site. As soon as a 
computer model of each Maze has to 
be made to allow conducting the Zone 
Exploration Game as it was described 
above, it is easy to use it as a ready 
environment for a computer game. It 
doesn’t have to follow the same 
scenarios as the real Game, but 
possibility to enter the same maze 
both in real and in virtual should be 
exiting. Someone may spend time 
playing in the virtual maze and 
studying it to get more prepared for 
the “real” game. 

Zone-game experimental design can 
be a base for new relations in public 
spaces, where the entertainment 
should make an educative effect in 
terms of serving the knowledge about 
the world, which is comparable to 
nature, is in a permanent motion 
between elements that can’t be 
explained in a logical way but through 
a way of self-experience in this reality. 


