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Elements of game design

Gameplay
mechanics

Art/Visual
design

UI/UX
design

Multiplayer/Social
design

b

SKILLS

Story/
Narrative

Level and
world design

Balance and
progression
design
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[Tauxvidlou Kat
Avartuén
[Tawxvidlov

O 2Zxedraouog Maixvidiou £xel va KAVEI PE
TO TI B4 €ival TO TTaIXVIdI (10£0, KAVOVEG,
KAANITEXVIKI dlEUBUVON, I0TOPIA).

H Avarmrruén lNaiyvidiou agopd Tov TPOTIO
KATAOKEUNG TOU TTaIXVIOIOU
(TrpoypaupaTIoONdGS, dnUIoUPYiIa OTOIXEIWVY,
MNXavikn).



Tt ©@cAouv ol IalKTeC;

“But when | come to think more on it, the biggest reason it has become that popular is Mr. Tajiri, the main developer and creator
of Pokemon, didn’t start this project with a business sense. In other words, he was not intending to make something that would
become very popular. He just wanted to make something he wanted to play. There was no business sense included, only his
love involved in the creation. Somehow, what he wanted to create for himself was appreciated by others in this country and is
shared by people in other countries. ...And that’s the point: not to make something sell, something very popular, but to love
something, and make something that we creators can love. It’s the very core feeling we should have in making games.”

— Shigeru Miyamoto, talking about the creation of Pokemon



Tt BsAouv ot [Naiktec;

* [IpOoKANON

e Kowvwvikottoinon

e AUVOULKI HOoVaXLKN ePTIELpLa
* Na kauxtouvtal

e JuvaloONuatikn epTELpila

* E¢éepeuvnon

* Na davtaciwvovtal

* Na aAAnAettidpacouv



Tt Nepevouy ot MNalktec;

‘Eva cuveTttr) KOopo

Na Katavoroouv ToV KOOHO Tou Ttatxvidlou (tTa opla tou)
Na AeltoupyouLVv AoYLKEG AVCELG

Na éxouv pia kateVBuvon Final Fantasy X

Na oAoKANpwaoouV Jla epyacia otadlaka
EuBuBion

AVOLEVOUV KATIOLEG AVATIOOLEG

Na €xouv pla dikaln eukaipia

Aev xpeladetal va etavaiapfavovtat

Na punv KoAAnoouv

Na kavouv Kat 0xL va TtapakoAouBouv
Aev EEpouv TL BEAOULY, aAAA EEPOUV TTOTE AEITTEL AUTO TTOU BEAOULY

CREED

ASSASSING




TLpacg apeoel;

 MTTOPOUPE VA EVIOTIIOOUE TPELG ETILKAAUTITOHPEVEC KATNYOPIEC HE Baon TL
LaC apeCEL.

 Mag apeoel (N Bplokoupe dlaockedaoTikA) Ttalxvidla TTou £XOUV OTOLXELA
TTOU EUTILTITOVV O€ AUTEC TIC KATNYOPLEC:

e XWPLKOC CUANOYLOHOG (PUCIKOC XWPOC)
e Avayvwplon TpoTtuTtwy (dlavonTikog Xwpog)

e Kowwvikn dpaoctnplotnta



XWPLKOC 2UANOYLOUOG

e JUANOYLOHOCG YIa AVTIKELPEVA OTOV TPLOOLACTATO XWPEO KAl TTWE auTta Prtopet
va aAAnAsttiidpacouy (TteplAauBavel To cwpa ocag, TOV CUVTOVIOHO XEPLOU-
patiou).




Avayvwplon TipoTuTIwyV

e Avayvwplon TTPOoTUTIWY C€ OpYaVWHEVA CUVOAA OEDOHEVWY, ATIOUVHOVEUON
aAucidwVv cuvdEDEPEVWY YEYOVOTWYV TIOU £lval onUavTika.




Kowwvikoc

* E€doknon 6eéloTATWY SLATTPOCWTILKAC ETILKOLVWVIACG, avTaywVIiopog/ocuvepyaoia pe aAAAoUG
N HOVTEAOTIOINON OUVAULKWY KOWWWVIKWY KATAOTACEWV.




AMEC «PUXOAOYIKES» TITUXEC

 EppBUBION
e Eva ttatxvidl 0ev eival «Ttpaypatiko», Kat
OMWCG UTTOPOUHE VA EXOUUE «TIPAYHATIKEC?
OWHATIKEG/PUXOAOYLKEC ATTOKPILOELC (BupOC,
dOBoc¢, tepndavia).

e 2uvalconuata.

e Eival o ibavo va tai§ouvpe eva takvidl, av
HUTIOPEL va paC KAVEL VA «VIWOOUHE» EVA
ouvaioOnua (va aAAAEOUE TNV ECWTEPLKN
Hag kataotaon).

e To ayxoc Kal n artoyontevon d&v eival KaAq,
aAAQ...

 H adladopia eival o artoAvtog ex6p0Oc¢.

EEEE
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AC ZEKIVNOOUPE TN 2XedLlOON EVOC
[Tauxvidlov



ATIO TIOU =EKWVAE;

 Gameplay (ti tuTtou Ttavidt eivay;)

» TexvoAoyia (Tteplopidel Tov TUTIO TOU
TtatxvidLlou)

* |lotopia

« RPG? FPS? RTS?
* Godotn Unreal;
* Apxaia eAAnvikn puBoAoyia




Alapketla MNMawxvidlov

[MT6oo cuvTopO UTTIoPEL va elval eva
Ttalxvidl wote va dlackedaow;
e EAQXLOTOC XpPOVOC yLa Ttayvidl:
 KovooAq, H/Y: 30+ Asttta
e KivnTto: OxL tEPLOCOTEPO ATIO £VA
AETTTO

* [Tooo ocuxva Ba taidel o TtalkTIng;

[Meplotaoiako rtatxvidl (casual) cuxva
onuaivel cUVTOPO TtaVidL, AAAA PTtoPEL
va exeL e€eAlypevoug pnxaviopoug!

e [Tapadewypa: Plant vs Zombies




(Akpaiec) doocoodiec NMpooeyyiong: Arynon
evavtt Mnxaviopwy

Alnynon Mnxaviopuol
* To tawxvidL adpnyeital pyia .otopia * To maxvidl adopd Toug uNXaAviopoug
* Eotialel otnv dnynon * Eotiddel oto mawvidl Kat 0Toug KAVOVER
* [Mapadooiakn doun ¢ Hdwynon sivat eAdxlotn
* MNAeovektnuarta: * [NAeovektipata:
e 2uvalocOnpaTikd cuVAPTIACTIKO * Eouddetotov maiktn
* loxupn KAAMTEXVIKA KateLBuvon * ECaipetikoi pnxaviopot
« MelovekTApaTa: * Melovektnuara:

e AelmelKivnNTPO yla ToV TTaikTn

* AUOKOAO va Eexwplioslg pEoa OTo TaXvidl (va VIWOELG
OLadOPETIKOQ) —

* O ouyypadeag kateuBUveL Tov TtaikTn
e O tpotmog makvidlov icwg va Pnv eivat Tooo KAaAog




[Teploplopoi Aoyw
ETtAoywv

* OwKovouLlka Bepata

* TexvoAoyia — NoAuywva

The Stages of Level Game Design

* O evBouolaopocg oAl ©, aAAd o xpovoc Alyog ®

Know Your Create Bubble
Limits Structure Diagrams

Stage 1 Stage 2 Stage 3

Rough Maps Finalizing the
Level Design
' Stage 4 Stage 5




Oa TPETEL APXIKA VA PWTNOETE:

1. Tielval auto o €lval TILo CUVAPTIAOTLKO O€
QUTO TO TTaLXVidL;

2. TimtpooTtaBei va TeETUXEL AVTO TO TTALXVIOL;

H EG‘[[QO’I’] 3. Tieidougepmelpla Ba £xeL 0 TTAKTNGC;
(FOCUS) TOU 4. Tt 8[50U(': ouvatoenpgta npoongest.va

, TIPOKAAECEL TO TTALXVIOL OTOV TTAlKTN;
I_I O.lXVlﬁlOU 5. TiBa peivel otov TTaiKTN ATIO TO TTALXVidL;

6. [Mwcgeivaltauto to taxvidl povadiko; Tt to
dladopoTtioleil Ao AAAa Ttaxvidla;

7. Tieidoug eAeyxo Ba £xel 0 TTAIKTNG OTOV
KOOHO TOU TtaxvioLlou ,

o




[Mapadeypa: To Xeweptvo Napko

To Xewepivo lMNdpko eival eva ypryopo uBpLdko taxvidl dpdacncg kat dlaxeiplong mapkou. H eptelpia tou taiktn meplotpedeTal yUpwW ATO TN
dlaxeiplon evog TTAPKOU TIOU TO BACIKO OTOLXELO €ival 0 TTAYOC, PE TOV TtAiKTN va eivatl uTtevBuvoC yla T dlatpnaon 0o To duvatov
HeyaAUTeEpPNC 0el0V, TIAPA TOV EVOEXOUEVWC PN CUVEPYACLHUO Kalpo. To Ttaxvidl poomabel va avarmapactroel Tov evOouclacpo Tou
Ttavidlov oTo XLOVL, CUMTIEPIAAUBAVOUEVNG TNG ATTANG GUGIKN G TTOU TO KAVEL DLAOKEDACTIKO, HECW EVOC KEVTPLKOU XAPAKTNPA TIOU TIPETIEL
va ePLNynBei o€ eva KATwC ETIKIVOUVO TtEPIBAAOV Kat va dlatnpel Tnv ogaAn Asttovpyia TTOAAATIAWY CUCTNHATWY TOU Ttapkou. H kupla
Tty cUyKPouong Tou Ttaiktn eivat o (dlog o kapog. To Xewpepwvo MNapko €xel evav eAadpu TOVO Ttavtou.

Akpoatnplo
To Xeweptvo lMNapko ameuBuveTal o€ TEPLOTACLAKOUG TTAIKTEG. To TtaXVvidl TTapEXEL TO ATTAOVOTEPO dUVATO CXNHA EAEYXOU, HE EvaV TTAIKTN va

xpeladetal va XpnoHOoTIooEL Eva HIKPO aplBpo TTANKTpWYV yia va rtaiéet. Ot apxaplot talkteg JTtopouyv va KataAdfouv twg va taiouv to
Travidl xwpic va dtaBacouv To eyxelpidlo, av Kat Ba mapexeTal hia Jikpr eKaldeuTIKN attooToArn. To Xeepvo lMNdpko Ba eival oxXeTika
XAHNANG oUVOALKAG BUCKOALQG, HE TOV TtalKTn va Urtopei va kabopioel To emtinedo duoKoALag oTo Ttalxvidl. AKopa Katl AcxeTol taikteg 6a
HTIOPOUV VA OAOKANPWOOUV TO TtalXVidl 0TO TILo EVKOAO eTtinedo dUOKOAILAC, av yivouv apKeTEG TipooTtadeleg. HAkieg: 9+

fpadika

To Xewepivo lMNapko dlabetel eva otttika TAov oo TteplBAAAov pe uPnAn avtiBeon. MNapd to yeyovog ot To tepBAAAoY Ba Kuplapxeitat amo to
KATIWC HOVOXPWHO XLOVL KaL Ttayo, 6a xpnotpottotnfouyv omttikad edp€ yia tn cadn diadopotoinon tTwyv dtadpopetikwy eldwy tayou. O
XQAPAKTAPAC TOU Ttaiktn padi pe Toug UTTOAOLTTOUC BAPWVECG TOU TIAPKOU Ba £X0UV EVIOVA XPWHATA PE TOV EEOTIALGHO TOUG YA TOV KPUO Kalpo
€10l wote va Eexwpidouv oto tepfarrov. To takvidl xpnototiotel pia 3D pnxavr) Ttou ETUTPETIEL OTOV TTAIKTN TNV EVKOAN OUiKpUVGON Kat
peyeBuvon oe cupBAavta oto TMAPKO, PE TNV TEXVOAoyia va eival iIkavn va arnodwaoel ypadkd OA0 TO TTAPKO ApECWC oTav xpelaletal.
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Nnrlko Dkubc




AVOELC

* [MpoAntttikn oxediaon Evavil cUVOETWY CUCTNHATWY
* [MNapadewypa:'Evag ypidog pe TAAKEC TTIlECNC TTIOV TIPETIEL VA ToTtoBeTNO0LV Bdpn

* [lpoypauuatiopuog OAwv twy duvatwyv AUGEwWV r) Tpoabrkn 1d10tntag fapouc aota
avtikeiueva;

e Avaduopevn 2Zuptiepipopa
* [MoAAamAd cuoTApatTa Tou AAANAETILOPOVYV PETAEL TOUG
e JUUTIEPLPOPEC TTALKTWYV PN AVAHUEVOUEVEC
 Civilization: Rush otpatnytkn emikpatnong (HExpL tou Bynke patch ©)

* Mn-ypapulkoTnTaA
* Auynon
e [Mwc ol TtaikTteg AUVOULV pia TtpOKANGN
* H ospa pe TNV ottoia ol TtaiKTteg AUVOUV TLIE TIPOKANCELG
* H emmAoyn TwV TTPOKANCEWYV ATTO TOV TIAIKTN




AMa 2toxeia tov Gameplay

* MovteAoTtoinon MTPAYHATIKOTNTAG
* [T0o0o KovTA oTNV TIpaypatikotnta 6eAovpe va eipaocte; (Survival games)

* Ekmaidevon maktwy (Tutorials)

e Elcodoc/E&odocg (Ul)



AvaAuvon lMNawvidlov: Tetris
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[MTawvidl pidwv n Apaonc;

2uvouadel TeEAela oTolxeia Kal aro ta dvo £idn

* Mnxaviopog aro mawvidla dpaonc:
e Juvexng amelin
e KaBe mtayvidl eivat povadiko

e Talpwalel pe arcade:
 Mia oBovn
e ATIELPO TTALXVIOL
[MToAAaTAEG WEC
High scores
EUKoOAO otnv ekpabnon / amAo taxvidt
Kapia .otopia
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21333 Minten

AN
XAPAKTNPLOTIKA

e TexvoAoyia (TtoAU artAn Kaut
dev Baolidetal og auth)

e Texvnti Nonpoouvn (TtoAU
ATIAN — TUXALOTNTA)

e KAluaKoUpEVN €vTaon

e ATtAOTNTA



Narrative in Games

Awnynon lotoplag

Non-Linear Emergent

“The danger for designers is that they get hooked into their story, and they forget that storytelling is a linear P 4
narrative-type thing. And the more you flesh out the story, the more you remove the interactivity and the

more you remove the player from the game. It’s kinda like ‘Oh, the outcome has already been determined.
So, what’s the point?’”

G

— Eugene Jarvis



loTopila Tov 2XedLaoTH EvavTl
n¢ lotopiacg tou Malktn

* |loTtopia tou oxedlaoTr): TPOKABOPIoOUEVN
akoAouBia aro yeyovota

* |oTopia Tou aiktn: Tt armoPAcELC KAl ETUAOYECQ
£Kave o Ttaiktngyta va ¢taoel oTo anoteAeopa
* Command & Conquer (GDI vs Nod)

e |deatn Kataotaon: ZUyXwWveLOoN WOTE Ol
EVEPYELEC TOU TIAUKTN VA EXOLV EvaV OPAUATLKO
QVTIKTUTIO OTNV LOTOPIia XwPIic auth va xavel
TNV IToLoTNTA TNC.

* Dungeons & Dragons
e Xpnon LLMs yia Dungeon’s Master

»»»»»»

COMIIAND

CONQUER
REMASTERED




Agghh??72?

[Touv Ba ElrtwBel n lotopla

e EKTOCG TTaU)vIoLoL (Ootav o talktng doev maldel — 1.x.,
cut-scenes — KEIUEVO — ELKOVEC — NXOC)
e JUVETIELO CUt-SCEeNnes PE LTTOAOLTTO TtalXVvidL ocov adpopa
TNV Atodoon TwV ypapikwyv

e Evtocg tawvidilou (otav o ttaiktng rtaidet — 1.x.,
ovutteptpopa NPCs, dlaioyol)

e AA\O UALKO (TT.X., TTAALA N ocuoKevaoila KaBe
TTaXvidLlou €XE Kal Eva eyXeLpidLo TTOU E0TNVE TNV
LOTOopLa — NTav To TTPWTOo Ttov dtapBalape)




[TpoowTikOTNTA
Xapaktnpa lNailktn

e Kapia tpoowrtukotnta (1.X., Super
Mario)

* AdnvelL Tov Ttaiktn va tnv
KaBopioel

e loxupn poowTtiikotnta (m.x., Geralt of
Rivia, Guybrush Threepwood)

* [ToAU TTL0 LOXUL PN LOTOPLa

* O 1taiktng yropel va TauTLoTEl
OAAQ PTTOPEL Kat OXL




Mn-Tpappikn
lotopla

* AlaKAQOWHEVEC LOTOPLEG

* Hotopia eeAiooetal
dladopeTIKA avaioya PE TIG
ETUAOYEC TOU TtaikTn

* [MeplocoTEPO TIEPLEXOUEVO
 MnypaAUUIKOTNTA OTO TtatxVviodl

e 2UVTOVIOHOC KE TO Ttawxvidt
(MNXavIoPOUC KAl oTolXEia Tou)




Eipaote eva eidog mou Bpiokoupe PuxoAoyikn
AVTApOLBr) oTnVv 0OAOKANPWON TWV CTOXWV.

Edv xpeltadetal TToAUC XpOVOC yla TNV eTtiteVén

EVOC OTOXO0U, O Ttaiktng prtopei va Bapebel, omote,
ONMULOUPYNOTE TIOAAOUC TAUTOXPOVA OTOXOUG.

[Tepl 2TOXWV
O TTaiKTNg MPETEL TTAVTA VA £XEL TOUAQXLOTOV EvaV
&ekaBapo otoxo.

‘Eva "antinto” adevtiko, eva "aduvato" aApa

UTTopEl va kataotpePeL eva Ttatyviol.




S0l

ETttAove
Yet UNCHARTED

O taikteg 6€A0ULV va TIIoTEVOULYV OTL oL ATtodACELC TOUCG EXOUV onuaoia.

* Eav dev £xete iAoy, To TtaXvidl eival amAwg pLa TtePItAoKn tapouvaciaon
dladavelwy.

AladOPETIKEC ETIAOYECG I AKOAOULBIEC EVEPYELWYV TIOU KATAANYOULV OE

TTAVOHOLOTUTIA ATIOTEAECATA ATIOYONTEVOUV TOUC TIAULKTEC.
* [Naparovayla «ypapuiko» gameplay.

[MTpoocappoyn XapakTripwy, EVAAAKTIKEG KAaTtaAnéelg, OUVAapLKN Tou
KOAOU £vavTl KAKoU.

«Jo TtaVvidL eival pla ospa aro evolapepouvoeg etAoyeg» — Meier



KAaoown lNeplrttwon o€ Mawxvidla

(lowg n KaAutepn Mexpt Twpa)

* —eKLlvA PE pia povo etioyn,
dleupuVETAL OE TIOAEC ETILAOYEC,
ETUOTPEPEL o€ Pia povo eTAoyn

e 2uvouadelL TNV eAsubepia pe Tn
YPAUHKA adnynon

* Mmtopeiva dopunBei EToL WOTE oL
Ttaikteg va BAETIOLV TO
LEYAAUTEPO PEPOC TOU TTALXVIOLOU
(golden path)

* Mrtopel euKoAa va aAAAéEL TN
OUVOKOAiLQ o€ vea eTtiteda
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Tpotmot Atynonc

e Kapia emroyn O ,O ,O

 EmAoyecg tou dev emtnpealouv
TO TEAKO ATtOoTEAEOHA

e ATIELPEC ETUAOYEC HUE
OLAKAAdWOELG TTOU PTTOPEL va
unv odnyouv rtoubeva
(oTtilcBodpopunon)

WITEHER |

wn.b\ ‘HUNT

* Avaduopeveg lotopieg WOESEAY o



HEvvola tng «Pong»

* «Pon: H YuxoAoyia tng BEATIOTNG
euttelplag» tou Csikszentmihalyi
* H pon eival yla kataotaon evxapiotnong,
Babiag aicbnong amoAavonc.

e Alatnpeitnv egfLOBLON TOU TTALKTN OTO
TTaviol.

* ZEKIVNOTE UE OXETIKA XAMNAO ETUTTEDO
TIPOKANONC yla va Ttatplaéel oto apxiko
eTtirted0 Oe€lOTNTWYV. 2TN CLVEXELQ,
avénote otadlaka tnv TPOKAnon.

e APKETA YPNyopPaA Yyla VA ATIOTPEYPETE TNV
TANEN.

* Oxt téqo YPNYOPQ WOTE VA TIPOKAAECEL
artoyonteuon.




[MTawvidola NMoAAwv Maktwv

“No one on their death bed ever said, ‘| wish I’d spent more time alone o

29

with my computer.

— Dani Bunten Berry




Aev Ba Moupe MNMoAAQ

e [ToAAQTTAWYV TTALKTWYV O€ €va cuoTNHA

* Kown oBovn

* Alaxwplopevn oBovn

e ALABIKTUAKO TTALXViOL TIOAAWYV TTAUKTWYV

e 2xedlaoTIKA Bepata:

Oa TPETIEL OL TTAIKTEG VA EEPOUV TL EXOUV VA AVIIHETWTIIOOLV

To T[Cll)s\ vidL Ba TPEMEL VA EXEL UNXAVIOHOUG WOTE akopa Kat otav cbatvsrou oTL xavac va
EXELC eEATTIIOA va KepDLoELQ

Alaxeiplon armoTopnG ArtoXwEnong TTALKTWY XwPEILg va ertnpeadovtatl ol UTTOAOLTTOL
Mpoocappoyn xapaktipa (e§wteplkn epdpavion Kat OXtL HOvo)

[MAEOVEKTNUA OE CLUVEPYAODIA TTAUKTWV

[Mpootacia newbies

Mnxaviopoug Kowvwvikottoinong (1.x., chat)



Game Modes Multiplayer

Death Match/Team Death Match (Counterstrike)
Fighting (Street Fighter)

* Area control (Civilization) _‘

» Defend/king of the hill — T

- Capture the flag = S
» Race/driving (Burnout paradise) e 7 ml-“

* Team objective (It takes two)
Man vs God

Gambling

Reflex

Knowledge

* Creation

* Virtual life



[Tolo eivat to KataAAnAo MNAn6oc;

* [Mawvidt Maxnc (Street Fighter — Super smash Bros): 2-4 taikteg
* Emitpamedia rtawvidla (Uno): 4 TtaikTeg

* [Mawvidla dpaonc pe TAatdoppec (Little big planet): 4 taiktecg

* [MTawvidla Odnynonc (Burnout Paradise): 8 Ttaiktecg
-PS (Call of Duty): 16 Ttaikteg
PS (Fortnite): 100 Ttaikteg

* MMORPG (World of Warcraft): 4000 per server




2towxela Gameplay oe MMO

* Buffing * Open world structure (gating
« Character customization mechanisms to constrain the players)
» Chatting * Griefing
: * Guilds
* Crafting |
* Player housing
* Economy
Grindi * PvP
rinaing . Raids

* Instanced dungeons e Spawn camping

* ltem collection » Trading/auctions



“The cardy Dwarven eddas always speak of heroos having gone north into the moantains to slay Ghaly', bat most repeated by the take of Dvalin won of Afrigg, thind Ephor of Stomcheim®

o w M




[Tawxvidl 2tpatnyikng MNpaypatikou Xpovou
Baolopevo otnv etuituxia twv Warcraft kat Command & Conquer

H xprion 3D texvoAoyiag emtetpedPe va avadelxBouv CUYKEKPLHEVEC KALVOTOUEC
OXEOLAOTIKEG ETIIAOYECG OAAQ KA TLEPLOPLOUOL:

+ Avowon edadouc (TT.X., BaAe toug toéoteg YnAq)

+ Xpnon arnAng puoikng (otav Karolog piéel amo KATw TPOC Ta TTavw pia poAotod Tote
auvtn yupidel tpog ta ticw av dev TAcEL OTO TTAVW PEPOC Tou Aodou)

+ EAeuBepla oto XEPLOPO Kapepag (oxtL top-down r) isometric) — peyebuvon,
opikpuvon, aAAayn ywviag

— H opikpuvon dev Atav apketn Katl otav eva patch to eAvoe tote ta fps
HELWVOVTOULOoAV APKETA AOYW TWYV TTOAAWYV TIOAUYW VWYV
— H kapepa ntav OUCKOAN OTO XELPLOUO ATIO TIEPLOTACLAKOUG TIALKTEC



[Tou Ectiadel
T0 [MawvidL

* >e oxeon pe AAa RTS, dev €xel topoug, oute
KATAOKEUEG LA TN dnuloupyia vEWV HovAadwv.

* KaBe emimtedo EeKva pe TTPOKABOPLOPEVO ApLOHO
HovAdwyV TToU JOVOo va Jelwbel pmoped.

* Eotiadel amokAEIOTIKA OTNV TAKTIKI KAl 0TNn
paxn.
* EEaipetikd eeAtypevo cuoTnUA HAXNC yla
TNV ETTOXN TOU
* OLTIAIKTEG TIPETIEL VA TIPOCEXOUV KABE
povada plag kat dev yivetatl va

avtikataotabel (auto aAAalel ToV TPOTIO TOU
TtavioLou)

Siasre



Awinynon

Cut-scenes

Evnuepwon tpv amo
KABOE atmtooTOAN

Evtog tou tavidiou

e OLpyovadeg poopeEpouv
OUMBOUAEG

*’Evag NPC pmopeiva dwoaoel
TTANPOPOPIEC (TT.X., OXETIKA PE
TN tomobeaoia evog mpodotn)

Ta eminteda devovtal
loxupa petaév toug adou
TtpoXwWpPOULV TNV LoTopla.




Akpoatnplo

* ArtevBuvetal Kupiwg oe hard-core Ttalkteg ovtag eva OUOKOAO
TTaXviol
* APKETA OUOKOAOCG XELPLOPOG
* MeyaAng eAsubepiag kKapepa tou artattel e€olkeiwon
e Ta emtimeda yivovtal ypnyopa e€alpetika OUCKoOAA

* Yrtootnpidet tatxviol TToOAAATIAWY TTALKTWY PE OLAPOPOUC OTOXOUC
LE JEYAAN eTILTLXIA



Texvntn
Nonuoaouvn

“I’d basically watch the game play until | saw the Al
do something stupid, then try to correct that and
repeat ad infinitum. Over a long enough period that
produced a pretty darn good Al. | have always tried to
teach the Al the same successful strategies that | use
in playing a game.”

— Brian Reynolds, talking about the creation of the
artificial intelligence for his games Civilization Il and
Alpha Centauri




Al og MNawvidla

Kwodikag yia tov eAeyxo Twv avtirtaAwv/NPCs/0,TL Ao oTo TtatXviol.




2TO0XOL Al o€ b # ¥
Nawvidla R R I

N
As¢raining progresses, the new main agent (in.green) has learned how*o

B s Lo o e o e & S

, , AlphaStar is an intriguing and unorthodox player — one with the reflexes and speed of the best pros but strategies and
[ PO K)\l'] Oon OoToV TtalKtTn (Doom VS a style that are entirely its own. The way AlphaStar was trained, with agents competing against each other in a league,
Sta rc raft | |) has resulted in gameplay that’s unimaginably unusual; it really makes you question how much of StarCraft’s diverse
possibilities pro players have really explored. — DIEGO "KELAZHUR" SCHWIMER, PROFESSIONAL STARCRAFT Il PLAYER

Na pnv eivat xadn

Na eival artpoBAern (Tetris)

A HIDEO KOJIMA GAME

, , , ' 2 " THE PHANTOM PAIN
Na ponBa tnv apnynon tngLotoplag X .

Na divel tnv eviumtwon evog wvtavou N N N A e
KOOHOU ) s




Al (n AS — Artificial Stupidity) vs
[TalkTng

 H Al tpettel va EEPEL O, TLKAL O TTAIKTNG 1) OXL;

* Qa empetie o€ eva ttaxvidl N Al evog taiktn va tpoocopoladel tn
ouuTteplpopa evog vonuova avlpwrov; Noco tpaypatikotnta
BeAoupe; (John Wick???)

* Al Kal To TtEPIBAAOV TOU TTALXVIOLOU — 2Xedlaon ETumed wy

* [Ipodlayeypappevecg ocupumepldopec (Scripted behaviors)



Eudueic Ovtotntec

* [paktopec Mawyvidilou

OTO ELKOVLKO TtEpLBAAAOV.
— NPCs

e ELKOVLKOC TTalKTNC

— Kawvel 0,TL KAVEL Kol 0 avBpwrvoc TTailkTnc.

* JKAKL
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Infected

\

Runner Stalker Clicker

Type

Medium
Blind

Uncommon

Speed Fast Fast

Vision Limited Limited

Common Uncommon

Attack in
groups

Rarity

Combat Ambush in Melee frenzy,

limited melee
vulnerability

dark areas

* Humans with the parasite
* No personality, no compassion, no self-preservation
* Only instincts of fungus

e Behavior: chaotic and alien

* All infected are relying primarily on hearing

HOW DO WE KILL THEM?

Bloater

STALKER. BLUAJ'EH
ql RUNNER : ’A ' CLICKER
ow Vo ol ;
¢ % W g %7 o
Blind . el Z }
: ‘n AR // S
Rare W ﬁ {(&,\ e /’)
Armored, ranged Ca & :
attack, invulnerable X P 4 §
to melee ) > ’

THE
LAST
OFUS



Sounds

* Logical sounds (messages) instead of in-game actual sound
* More freedom to designers to change things while on development

* Designer: radius of sound (e.g., small for logical breathing)
* The radius scales with the speed of the player

* To inform the player, the infected transition to an agitated state when starting
hearing a sound

* Failure: Echolocation for clickers (hard to develop)

. Fun-glLllided decision (among others): smoke bombs affect the infected
as we



Skills and Behaviors

Runner Stalker Clicker Bloater
On-fire On-fire On-fire On-fire
Chase Ambush Chase Throw
Search Sleep Search Chase
Follow Wander Follow Search
Sleep Sleep Follow
Wander Wander Sleep

Wander




Human Enemies

How do we make the player believe that
their enemies are real enough that they
feel bad about killing them?

e | ethal
e Coordinate
e Communicate




Perception System

* The exposure map covers
anything the NPC can see

Seen player

NPC




Lethal but Human Enemies

* Every shot can take away a lot of life
* Every shot leaves Joel incapacitated for a bit

* An NPC will always try to shoot while others run to cover or flank

* If disarmed, an NPC will beg for his/her life



Ellie: The Buddy Al

Should not annoy or frustrate the player. She
must also bond with the player and make the
player sympathetic towards her.

* Keep the buddy close to the player

* She helps player with combat and
exploration behavior

e Can enemies see Ellie?

* No. Sometimes she passes in front of enemies
“unseen’”.

* Design decision in order not to frustrate the
player
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