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jput= Brotherhood of Steel 2 builds on the grand
of us pmdcocsspr The original Fallout:

ldi'tﬁidﬁhc first one..
gulmg a. ma_|orr

= is gomg back 10 what made the original Fallout

Points
Playstation 2
Analog Controller (DUALSHOCK™ 2), Memory Card (8MB)(for Playstation® 2)

Acnon \RPG Combm hu\) action xmxcd thhfour d:stmct characters, each with their own skill set.

& ‘v I’ = _.‘;:.,‘ AT /T_' -

gamcpla) vary? Harkcmng back t the original
Telated to two things: The Player’s Skills and the
tion. Do you want to play the game W sneaky assassin who docsn't care about morals? The
are will let you. Do you want to play the lone hero, always saving the innocent and the weak? You

3 Er 7‘ B ,L‘\).
‘~< ;l*“a 5 e

"’gghat happens later on. Remcmbcr all those
5 ies you shot down in Lubbock? Well. the
: Wi ‘men in Lone Star will remember, and
3! )j react accordingly. Not only that, but if
“*" ar feputation gets low enough, you'll get
'lgctau&smc quests from the dregs of society.

2 t!iose do-gooders wouldn't even touch,

| "And the same goes for the other cnd. If you're

known for helping old ladics across the strect,
then the Lawmen will have some jobs for you.

the main quest stays linear, what you do to get to the end is entirely up to you.



Characters

Lilith

Background: Lilith grew up in the BOS. like most recruits. She
is extremely hot-tcmpered and rash, but her range skills are
unequaled. Most of the elders in the BOS put up with her attitude
becausc of her potential.

Physical Description: Lilith is Latino, with short black hair,
green cyes and a killer body. She has no tatioos, and tends to
wear a sports bra undabertankwp She likes to wear jean
shorts, almost like Laura Croft shorts.

Weapon Preference: Lilith can use Dual Weapons, but cannot
uz-chgGuns She is fast, but her health is less than the others.

She also gets a good opening bonus for all Small Guns (Pistols
and Rifles). Cannot set traps.

Special Abilities: Fach character has three different special
abilities that the player can buy throughout the game.

1) Dual Weapons: Opens up Dual Weapons.

2) szuxy Charge: The ability to charge up energy weapons. Use
: uambtmmtocharge

'3)’Final Move Un.load Clip: Only works if the player has a
ranged Wupoil in hand. This will unload 20 bullets into the

- e m al! dual sweapons. Not available until the player
«-lod:s the Dual Weapons slull ‘

. Future Woman: Additional critical chance 1o all cnergy weapons.

. Descrt Soldier: Additional critical chance to all conventional weapons.

£ Catlike: Faster dodges and melee.
. Sadistic: Health is given when a creature dies.

G Gun Dodge: More armor against ranged weapons.

. Thrill Junkie: There arc certain situations, like if more than three cnemics are attacking, that Lilith

- becomcs a juggernaut, doing more damage to all attacks.

Woman's Best Friend: Good old doggic companion.

L

Giant Naked Molerats: Yup. the Naked Molerats from Fallout 1 are
back after a long hiatus. And they're meaner than ever. Standing over
three feet at the shoulder, and weighing in at around 200 pounds, these
cntters arc ficree and dangerous, and fen times as ugly. The only good
news is that their eyesight 1s poor in the daylight. You just don’t want

. to meet one in a dank, dark cave.




ut equipment. Guns, knives, Geiger
All things that the survivor needs 1o
asteland. Here’s a small sample of

nee in awhile, and we even have |
ng that gives us the biggest thrill
nt with a high-powered Plasma Cannon
SS0Wn the hallway. Because of this, the emphasis |
& the guns. 10 new guns will be introduced, and the

W the original are scaled back accordingly.

Bg to stay the same. Target your enemy with the shoulder button, and strafe around them,
\dadge 1o get out of the way. Some of the new weapons are: a handheld rocket launcher for
Guns, a gun that shoots a rapid spread of red-hot needles, a sniper weapon with its own

Up Close and Personal

 Although the cmphasis is on ranged combat. there are still enough
~ melee weapons for those who like getting up close and personal. Both
Maxus and Scarlet are melee specialists, and cach will have
advantages using the myriad of blades and hammers in the game.
Scarlet will be especially deadly with her various swords that only she
can use. There will also be more melee combos in the game, making
the hand to hand a little more intricate.

¥

the player will visit many locations on his way through the story. He’ll travel through

i problems, until he finally has to face Reese before the madman destroys the world with




ultiplayer

Sust like Fallout: Brotherhood of Steel, up to two players
gan play FBOS 2 at one time. The screen will be split down
middle, and the gamcplay itself will be advanced 1o
pake up for the multiple characters. All the enemies will
mave more health, and do morc damage, and more
=xpericnee points will be given.

2he addition of the different characters will mean that the
players can also help cach other through the puzzles. One
person can lockpick a door while the other stands watch,
Dne character can take oul the ranged cnemics while the
pther deals with the melee bad guys.

There will also be additional secret areas and puvzle
solutions for two players. Areas that can only be opened by
combining the skills of the multiple characters.

Shared Caps/Skill Points

For multiplayer games, the players can choose 10 split
acquired treasure and skill points equally ... or play cvery man for himsclf. When starting a multiplayer game,
players will be given the option to turn sharing on or off before starting the game. With sharing on, all acquired
‘caps and skill points arc split cvenly between the two players. With sharing off, the player who gels the caps
‘Reeps the caps: the player who gets the kill keeps the skill points (stage boss and quest rewards are still split
Ve 'V)_

Difficulty Level

The game difficulty level, in addition to affecting the strength of
creatures you'll encounter, can seriously allect how two-player
games progress. Certain difficulty-dependent settings are handled
diffcrently for multiplayer games, to offset the additional power of a
second player character (and offer more rewands as well). For
instance, in “Easy” and “Normal” difficulty modes, you can only
harm friendly creaturcs, In “Hard™ and “Extreme”™ difficulty modcs,
all attacks will harm friendly creatures — including other player
characters.
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GAME GONCEPT

INTRODUCTION

Silent Hill 2 is a 3™ person experience for the Playstation 2 console. The protagonist is
James Sunderland who is drawn to Silent Hill after receiving a letter from his dead wife Mary,
asking him to meet her there.

BACKGROUND

Silent Hill 2 will be a continuation of the franchise, a similar feel to the first game, with
entirely new technical methods of implementation. Although the game will use a brand new
custom engine, many core concepts from the Playstation predecessor will transposed into the
new engine code. The reason behind this is the previous success of the Silent Hill engine, which
allowed us to create an atmosphere truly unique for the franchise.

Many of the previous team (Team Silent) will be working on this project with the
exception of previous director Keiichiro Toyama.

DESCRIPTION

Silent Hill 2 like the first game, places the player at the floor of the town with lots of
questions and no answers. It is the players job to unravel the mystery of what happened to
attract the protagonist to the town, be that killing lots of monsters, or avoiding as many fights
as possible. The few things they cannot avoid are puzzles and the horrifying truth the game has
to offer about the circumstances of your avatars arrival.



KEY FEATURES CONCEPT ART

Silent Hill: BT
Silent Hill 2 will allow players to explore more of the original games location, ﬂ -
[ o« I 4
revealing new and disturbing areas. P ﬂ (.9 =
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Graphics: 1&\ 7 : -
With all new graphics and real to life CG movies, Silent Hill 2 will really immerse 7y AR e 27 (
players into the game, creating natural characters and breath taking environments. The game {755 — J « >

will really push for high cinematic quality in both game play and cut scenes.

Dynamic Camera Angles:
Silent Hill 2 will use periodically fixed camera angles to intensify the game play,
similar to the first game. This adds to the cinematic approach the game will take.

Sound:

The game will contain a completely new soundtrack composed by Akira Yamaoka
who created the soundtrack for the first game. The game will also use S-Force technology to
create a more immersive sound.

Difficulty:

The difficulty for Silent Hill 2 will be set in 2 categories. Riddle level and Enemy

level. You can set the level respectively for each individually, using a 3 tier method.

GENRE

Silent Hill 2 like its predecessor falls neatly somewhere between survival horror and
psychological horror, though unlike the previous game, the psychological horror in Silent Hill 2
will be more apparent. This is due to the story having a more direct approach, and a more
explicit subject matter.




GAME MECHANICS

CORE GAME PLAY

The core game play in “Silent Hill 2" will be a mix of both fighting “monsters” and solving
puzzles, both of which serve your progress in the game.

Fighting — The fighting in “Silent Hill 2" will be based much around its survival horror
counterpart “Resident Evil”. What will set the combat apart from our counterparts is the overall
style and pace of the game. Unlike the previous game and much of the “Resident Evil” series,
players will be more inclined to avoid battles entirely because of the disturbing nature of their
design and sound. A slew of enemies will be roaming the streets, including back alleys and
hidden under cars. When it comes to interior exploration, enemies will be dotted around
corridors and rooms, but sparsely enough to maintain the feeling of isolation and fear. The
game works heavily on the concept that what you don't see, makes you increasingly scared. An
example of this would be to have a long dark corridor with nothing but doors to explore. The
player cannot see to the other end of the corridor, creating the fear that something is at the
end of the corridor, making the player move apprehensively to the other end. A possible way to
describe the combat in “Silent Hill 2" is to compare it to other survival horror games. For
example, in survival games such as Resident Evil, you will walk down a corridor with a sick
feeling in your stomach, and then all of a sudden a dog will jump out and attack you. You can
kill the dog and end the threat until more enemies come along, usually a horde of zombies.

In Silent Hill, you will walk down a corridor with a sick feeling in your stomach, and
nothing will happen, the threat doesn’t start and it never ends. Killing one nurse in a somewhat
abandoned hospital is not enough to know you're safe. The fixed camera angles that were a
core characteristic of the first game will return, to help intensify this feeling of isolation and
apprehension. The two main ways of detecting these mansters will be a flashlight for visual
detection, and a radio that emits static when a monster is nearby. Both these methods allow
the player to be warned of danger, but the sensory perception of the monsters mean that
danger is most certainly on its way. Incidentally, if James leaves his flashlight off in dark areas,
the screen will increasingly gain brightness, imitating the effect that his eyes are getting used to
the dark.

Puzzles — The Puzzles in “Silent Hill 2" will truly attempt to break usual puzzle solving
conventions in the genre. Opposed to the usual puzzle solving which would remove you from

CHARACTERS

Silent Hill holds many precious memories for Mary and her
husband. She enjoyed the visit so much that she made James promise
to take her back. Unfortunately that was not a possibility, as 3 years
ago she fell victim to a fatal illness. The letter James receives is
undoubtedly Marys handwriting, but dead people cant write letters,

can they?

JAMES SUNDERLAND

James is bought to Silent Hill after receiving a letter from
his dead wife of 3 years, Mary. James is not the type of person to
turn into @ mad man, he is calm and rational. Despite this he must
go to Silent Hill to understand what is going on. Plagued by his

own doubts and a small hope he may be reunited with his wife,
James ventures on into Silent Hill to attempt to uncover the
truth as to what is going on. James must now decipher what is
real and what is his imagination, in his search for Mary.

MARY SUNDERLAND

LAURA

Laura moves through the streets of Silent
Hill with no fear and fully relaxed. She is stubborn, self willed and
appears to be much older mentally than she looks physically. Laura
claims to know Mary and is constantly and obstacle in James'’
search, in order to further her own.



GAME PLAY ELEMENTS

FLASHLIGHT & RADIO

-

MONSTERS

The tables below dictate how many hits/shots it takes to vanquish each monster. “X”

means no damage can be dealt. “!” means the weapon cannot reach the enemy. “0” means the

weapon is introduced later than the monster still remains in the game.

LYING FIGURE
The flashlight helps James see in the dark, helping him to see important items and
monsters. Equally having the flashlight on makes James easier to be spotted by danger. The

radio helps James detect nearby enemies, emitting a loud static when danger is nearby. Like the

This monster ears a straight jacket and is extremely quick when it is
on the floor, crawling at phenomenal speed. When standing it hobbles flashlight, the radio can also draw attention to James. The radio does not work for normal
towards James, and spews an acid with an amiable range. transmissions.
Weapon Beginner Easy Normal Hard
Wooden Plank 2-8 5-11 9-15 16-24 JAMES® PERSONAL ITEMS
Steel Pipe 2-8 4-10 6-14 15-22
Great Knife p | 1 1 1-3
Handgun 3-6 4-10 8-14 16-24
Shotgun 1-2 1-3 1-4 4-7
Hunting Rifle 2 2 1-3 5-6

e
James’ personal items consist of a photo of Mary and a letter from Mary.



WEAPON PROPERTIES

BLUNT AND SPECIAL WEAPONS

Weapon Wooden Plank Steel Pipe Great Knife Chainsaw
Possible to move Yes Yes No Yes
whilst holding
weapon

Light attack Side swipe with Blow Side swipe with Side swipe with
limited radius large radius medium radius

Range Slight Large Large Medium

Sequence of Blows Rapid Rapid Very slow Rapid

Special Feature

Two hits in quick

James takes a

Even when your Motor needs to

succession are small step weapon is be started
possible forward at each | lowered, only very before use
blow slow movements
are possible
Heawy Attack Overhead blow Overhead blow Overhead blow Stab
Range Medium Medium Medium Medium
Sequence of Blows Rapid/medium Rapid Very slow Rapid
FIREARMS
Weapon Handgun Shotgun Hunting Rifle
Possible to move Yes Yes No
while holding the
weapon at ready
Possible to move Yes No No
while shooting
Bullets or shells per 10 6 4
magazine
1 shot every ... 0.5 2 1.5
seconds
Total quantity of High Medium Low
ammo

GAME PHYSICS AND STATISTICS

Movement — James has 3 primary speeds, walk, jog and run. The player can primarily
walk anywhere at a set pace, the act of walking long distances will not take an effect on the
avatar. The next two speeds jog and run, are determined by how “tired” James is, this will
usually be calculated by how long James has been running consistently. If James runs for a long
distance it will eventually slow into a jog, after a period of jogging James will then burst into
running until “tired” again. This cool down time can be reduced by walking as opposed to
jogging. The tactic of running then stopping just before James gets tired, then bursting into
another lengthy run, will be abolished and will be calculated on how much running James has
done on average. These 3 speeds can be further altered by being injured. Having James’ health
drop below a certain threshold will reduce the speed of usual movement. James is also able to
sidestep to the left and right, as well as perform a 180 degree turn.

Combat — The rate of combat depends on which weapon the player decided to arm
James with some close combat weapons will take longer to strike, but will inherently deal more
damage. This idea can be easily transposed to firearms by allowing the better weapons to deal
more damage, but taking longer to reload, leaving the avatar prone to attacks. When enemies
get attacked, they react to the damage depending on their current health. This can mean they
will either be stopped from moving, get pushed back or fall to the floor. When James gets hit,
there is a brief moment after that the player becomes prone to extra attacks and cannot
defend, just as if someone was pushed over in real life. James also has the ability to coup de
grace enemies that are in a prone position; he accomplishes this by stamping on them.

ARTIFICIAL INTELLIGENCE

The enemies in the game will react with two basic senses, sight and sound. These two
senses will give the Al an impression of carnal attacks. Unlike the “Resident Evil" series in which
the zombies attack with a need to feed, the maonsters in “Silent Hill 2" attack with nothing more
than basic instinct.

Sight — Enemies work on a radial system primarily. The basic theory is, if James gets too
close to the enemy, the enemy will advance with intent to harm. Some enemies when hit to the
floor, will have the ahility to crawl away from James at a fast pace, exiting the players sight
from the screen. This is used as a general regrouping mechanism for the enemies, in which they
then have time to stand up and perform better attacks, as opposed to attacking from the floor.
In places of darkness, the radial system is dependent on the flashlight James carries. If the



FLOWCHARTS

The following are flow charts for the different screens and their individual data flow. The
save screen and load screen are shared so it is only included once in the start screen flow chart.

Start Screen Flow Chart

Options Screen

Start Screen
omo:y Card Enter Game
Saves Riddle Level
Y
Enter Game Enter Game

SOUND AND MUSIC

OVERALL GOALS

The overall goal of the effects direction is to remove itself from the formality of other
such survival horror games, such as the “Resident Evil” series. The intentions are to make
sounds that have a physical reaction with the player, almost like there is something crawling
underneath your skin. As opposed to the usual sounds you would hear every day being used in
a different context.

The musical composition and sound effects in the game will be entirely handled by Akira
Yarmaoka. The main theme for the game was composed before this document was made,
based entirely off the script. The rest of the musical composition will convey the true
melancholy of the script, which like the game, will use unlikely combinations to portray a
distinct feeling to the player.

SOUND EFFECTS & MUSIC

To prevent repetition many of the “mundane” sounds being used will be sampled
multiple times. For example opening a door will not always have the same opening sound, and
footsteps will be different every pace. The more unusual effects will be comprised from
numerous different sources, from synthesized sounds, to multiple overlays of samples from
animals.

The music throughout the game will have a constant motif of melancholy. There will
obviously be no upbeat, major key jingles for completing milestones in game. Even upon picking
up crucial items to progress the story, the jingle will be small and minor key. A lot of the music
could be reused during similar sequences, but also, silence will be a key contributing factor,
setting suspense and mood for the player.

Combinations of sad melodies with strong beats, abstract synthesized composition and
elegant piano pieces, will really set the tone for the game and bring out the games fragile story.
A contrast of the ugly and the beautiful, or as stated before, repulsion and attraction.



LEVEL OVERVIEW

Silent Hill consists of 2 “worlds”, the “normal” world of a derelict town and the
demonic repulsive other world. The map layouts for this demonic world to not inherently
manipulate the geometry of the surroundings, instead they unlock previously locked doors,
leading to whole new section of a building.

Below is a series of maps, each with specific events listed. As well as the puzzles
encountered within the level, and their respective solutions.

SILENT HILL

The Decor of Silent Hill is that of a derelict nature, although there is a distinguishable
essence of community about it. The fog that encases the town almost washes out any colour
the town previously had to offer. A lot of the business’ appear to be small independent
ventures, not noticeably having a huge shopping outlet. The only main attraction is the Lake
Side Amusement Park which sits behind the Hotel, though the peace and tranquillity of the
town could be seen as an attraction by many. Abandoned cars and monsters are the main
things cluttering the streets of Silent Hill now.

PUZZLES

CLOCK PUZZLE (WOODSIDE APARTMENTS - ROOM 204)

On a wall opposite a clock there is a carving in the wall with three names, Henry,
Mildred and Scott. There are lines next to each name, all pointing in different directions. There
is a document close by which has this information.

Easy — “Three different sizes, time on the run. Three young men circlin' round the sun.
Henry is short and very, very slow, Scott can't stop, he's always on the go."”

Normal and above - “Three needles stand of three different heights. The fat, the tall
and the thin. From slow to fast they move to the right. Scott rests not on three, but fifteen”

The solution is the same for both difficulties. The names depict time, Henry = Hour,
Mildred = Minutes and Scott = Seconds. The player has to move the needles on the clock to
match the line directions associated to the name.

SAFE PUZZLE (BLUE CREEK APARTMENTS - ROOM 203)

The combination to the safe is hidden in a toilet.

Easy to Normal — The numbers are randomly generated. It is opened in a padlock style
by spinning the dial in different directions. The directions to turn are depicted on the document
found in the toilet.

Hard - This is the same as easy but the numbers are partially replaced by roman
numerals.

Extra — Letters A to K replace all of the double digit numbers (10 = BA, 24 = CE).

CABINET PUZZLE (BLUE CREEK APARTMENTS - ROOM 105)

Three coins are required to complete this puzzle, an old man coin, a prisoner coin and
a snake coin. The coins will be placed in the surrounding areas. There is a cabinet with 5 holes
that will fit the coins. The inscription on the cabinet reads as follows.

Easy — “To the right is the lady / To the left is the old one / In the center draws the
other / Now just two spaces remain / But fear not for now / The puzzle is done / The puzzle is
done.”

Easy Solution - Old Man, Space, Snake, Space, Prisoner.



MARKET ANALYSIS

TARGET MARKET

Silent Hill will be developed for the Playstation 2. This platform was chosen as it has a
huge install base, which will enable to game to receive a wide reception of audiences. The
Playstation platform has proven to be the stable ground for the mature style of game. Silent Hill
released on the Playstation as well as the Resident Evil series, which did extremely well.
Continuing previous success, we believe the same consumers of these titles will have converted
to the upgraded Playstation 2 hardware, thus the install base denotes our market within that
platform. Although sales show the first Silent Hill game did not create as much hype or profit as
the Resident Evil series, numerous publishing bodies congratulated the game as being
extremely innovative. We intend to further attract the niche audience our first game created
and expand beyond that, enticing new players to enjoy the psychological horror. These new
players will be placed in the 13 to 25 age range, we chose this as younger players will revel in
the combat and gore aspect, while older players will get more enjoyment from the story and
the puzzles. Typically the game will aim at a male audience, though the standard of the art
direction could considerably influence a female audience.
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Mepocg tng Elocaywyng

Unspeakable captures the disturbing and frightening nature of the horror genre in a
compelling third-person action/adventure game. By alternating periods of tense and
cautious exploration with frenetic and stylized combat sequences, the game seeks to
create a uniquely tense and visceral gameplay experience. Though the player is well
stocked with weapons and ammo, the strength and quantity of the enemies he must
face creates a feeling of nearly insurmountable odds. In the dark world of Unspeakable,
creatures jump out of shadows, fall out of trees, and erupt out of the ground, attacking
the player in the most frightening ways possible.

Unspeakable features a continuous game universe, where the gameplay is unbro-
ken by cut-scenes or other distractions, causing the player to feel constantly
threatened and unsafe. Storytelling is kept to a minimum and is conveved through
in-game events and voice-over dialog that the player “hears” through various devices
{a voice crackling out of a disconnected speaker, voices echoing out of a quarry, the
twisted speech of the creatures themselves). The continuous game-world will be key to
making Unspeakable a thoroughly terrifying game to play.

The player controls the prisoner Torque, a hardened inmate in his late 20s, sen-
tenced to die for a murder he may or may not have actually committed. Torque is around
6' 2" with black scruffy hair and a darkish skin tone, though he is of unspecified ethnic
origin. He has the hardened, muscular physical frame of a long-time prisoner, and he
wears a dirty, torn prison outfit. Torque has kept himself safe in prison by exuding a
“don’t mess with me" tough attitude, something he communicates through his wiry
build and his aggressive body language. Underneath this tough exterior hides a man
who is not quite psychologically balanced, who fears far more than he would ever admit
to. As a side effect of his mental instability, Torque has flashbacks to the events from his
past, throbbing images that depict the events that led up to the crime for which he was
imprisoned. Torque is also subject to blackouts, during which he becomes extremely
violent and the player sees him transformed into a massive monster who is a ferocious
melee combatant.
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Player Health

The player starts the game with 100 points of health. This number will be decreased by
taking damage from various sources in the game.

®  Melee Attacks: The player will be attacked by creatures throughout the course of
the game, almost all of whom will have melee attacks in which some part of their
body, a sharp blade for instance, comes in contact with the player, causing him
damage.
Projectiles: The player will sustain damage from being hit by various projectiles.
Explosions: Various objects in the game will explode and cause radius-based
damage to the player.

®  Collapsing and Falling Objects: In Unspeakable, ceilings and other objects will fall

from ahove and wound the player. Typically, these objects will do a sufficiently large
amount of damage that they will kill the player immediately.

®  [Falling: The player is able to fall off of objects a certain distance without taking
damage. After a certain point, the player will take damage relative to how far he has
fallen. Falling from a great enough height will kill the player immediately.

®  Drowning: If the player falls into water that is too deep, he will drown and will die
immediately.

Once the player's health reaches 0, the player will be dead. The player will lose control

of the game and a death animation will be played. At this point a text message will come

up, prompting the player to press a button to load from the last saved game, whether

that game is an automatic checkpoint save or a player-initiated save. (See the Saving

section of this document for more information on saving.)

Healing

The player will automatically regain health up to 20 points (20%). This health will
slowly increase, taking a full 30 seconds for the player to go from 1 health back up to 20.
While the player's health is lower than 20 points, Torque will appear to limp and will not
be able to run at full speed.

The player can regain health above the 20-point mark by collecting bottles of
anti-psychotic pills. As he picks these up, they are automatically applied to his health,
though the player's health will never increase beyond the 100-point mark. The player
will not pick up the hottles of pills when his health is already at full.
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Projectile Weapons
Pistol

This Pistol is an extremely large revolver-style handgun. On reload, the revolver's
chamber rotates outward from the body of the gun, allowing all the spent shells to be
gjected simultaneously. The Pistolis fired in an arm-extended pose. For the purposes of
Unspeakable, the reloading of the Pistol will be unrealistically fast, allowing the player
to fire his six shots with only a slight pause before being able to continue firing. The
player is also able to use two Pistols simultaneously, resulting in a slightly reduced
accuracy but with a double rate of fire. Even with two Pistols, the player can still only
target a single enemy at a time.

The Pistol will fire a single shot for each press of the Attack button, meaning the
player will have to repeatedly press the button in order to keep firing. The Pistol is the
most accurate and thereby has the longest effective range of any of the game’s projec-
tile weapons, except for the Mounted Machine Gun. The Pistol has extremely light
stopping power and no stunning capabilities.

The Pistol is the core weapon in Unspeakable, and will likely be the weapon the
player uses the most. The Pistol also has the most available ammunition.

Boss Enemies

Killjoy

Killjoy is a twisted doctor/psychiatrist dressed in garb historically appropriate for a sur-
geon from the year 1900. He is seen wearing a bloodied apron and clutching a bizarre
medical device in his right hand. Killjoy looks the most human of all the enemies found
in the game, though still twisted and disturbing. Killjoy was an adherent to radical tech-
niques that could be used to “cure” patient insanity, the lobotomy being the least grisly
of his methods. Killjoy was a hideous creature while living and he has barely been
altered in appearance for his post-death form. In the game, Killjoy appears as if pro-
jected from sepia-tone film, a proto-hologram kept alive on dirty, worn, and deteriorated
film stock, his image appearing crackled and dusty as old prints of films do when shown
in a theater.

Movement

Though Killjoy appears to look like a normal human, he is no longer able to move nor-
mally. All of Killjoy's movements are performed backward and with a unique twitching
motion. This also fits with Killjoy's ability to resurrect the dead, in fact turning back
time for those he resuscitates. Killjoy is quite fast in his movements and will be able to
easily get away from the player in most situations. Generally Killjoy tries to stay far
away from the player, preferring to have the creatures he resurrects attack the player.

Melee and Ranged Attacks
Killjoy has no attacks of any kind. He is able to damage the player only through the crea-
tures that he reincarnates and sends to attack Torque.

Behavior

The player encounters and battles Killjoy in the Asylum as the game’s first boss
encounter. Early in the game, the player gets a glimpse of Killjoy in the prison death
house as he administers a lethal injection to a man strapped to a gurney, but the player
is unable to fight him at that time.
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Ta 2votatika...

2€ oXeon Kal ye to eyypado oxediaong



[Tapadootakog Tpotog AlaxwpPLopov EVOCG
[Tawxvidlov
* Mnxavn Natxvidlov

e AOYLOULKO, dnpLloupyEiTal Ao TOUC TTPOYPAUMATIOTEG

* Kavoveg Kal pnxaviopot
e Anploupyeital aro toug oxedlaoteg, (Ue TN fondela Twv TTPOYPAUUATIOTWYV)

e Aletadn Xpnotn

e JUVTOVIOHUOCG PE TOUCG TTpoypappatiote/Karttexvec/eldiko oe HCI

* [leplexopevo kat NpokAnoelg
* Anploupyeital Kupiwg atto oxXedlAoTEC



Mnxaviopot lNawvidlov
(2T0 eyypado oxedlaong)

e TLETUTPETIETAL OTOUC TIAULKTEC VO KAVOUV
e [Mwg taidetal To Ttavidl

[MepLEXEL TO TTWC OL TTAUKTEC AMNAETILOPOUV PE TOV ELKOVIKO KOOHO:

1. Kwnoeig maiktn (kivnon oto xwpo, aApya, okuyuo, ...)

2. Mwc¢ aAAnAoeTIdPA 0 TTAlKTNG Y€ ToV Xapaktnpa (m.x., point and click)

3. MovteAo Kivnong (puoikn —Tt.X., eTtifpaduvel otnv avnpopa)

4. Av n kivnon dev eival yepog tou Ttaxvidlov teplypadite Tt 6a kavouv apxlka ot taikteg (1t.x., o€ dlaxeipion

oldnNPodpOHWY Ba TtomobeTOVY YPAUHER)

5. 2TATIOTIKA Xapaktnpa kat Tt onuaivouv (kupiwg RPGs)

6. MBavol ypidot

7. Mepypadn dladopetikwy Asttoupylwy Ttakvidlov (Asttoupyia e€epevvnong, dpacng, SLaxeipLong AVIIKELMEVWY,...)
8. Kapepa

9. GUI

1

0. O,tLdM\o xpelaletal



2 00TATIKA MnXaviopwyv
[Tawxvidou

Apdoelg + AMnAsmiidpaoelg + Kataotaon mavidiou

Apaon:
* [lepypadetal pe Phuata
* Badidw, Tpexw, NMndw, NMupoBoAw (Platformers), Kataockevalw (RTS),
AvtipetaBetw (Bejeweled), MNeplotpedpw (Tetris)

H kataotaon tou avidlou:

* ©Ogon, dUCIKA XAPAKTNPLOTIKA (BAPOC), HN-XWPLKECG TIHEC (Cwn), KABOAIKEC
TIpECG (BuoKoAiQ)

* O1dpdoelg aAalouyv TNV Kataotaon — otn ¢aon oxediaoncg dev xpelaletal
HEYAAN AETITOUEPELA OE AUTO TO oNUELo

AMnNAeTtidpaon:
* Aev eivalt dueon dpdaon Tou maikn.
* [Mapadadelypa: ZUyKpouaon
* Mrmopeiva eivat Kako (xavelg wn)
* Mrmopeiva eival KaAo (Ttaipvelg Eva avilkeipevo)
* AMNamapadeiypata: xwpikn eyyvutnta, LoS (Line-of-Sight)



Tt etvat Mnxaviopoc Nawxvidlou;

e 2XE0N HETAEL TWV OpACEWYV, AANNAETILOPACE WYV KAl KATAOTAONG
e 2UXVA AUTH N oXEon arokaAeltal «kavovae» (rule)
* To gameplay eivat n eKkdNAWGCN ALTWYV TWV KAVOVWV

Mapadetypa: Movopaxia e wyv

* PAuata: kaArtadw, tpoxwpw aplotepa-oséla
 AAA\NAeTtidpaon: 2UYKPOUGON ME AVTLTTAAO

e Kavovag: Av o avtirtaAog xtumnBel tote tebalvel



Kavovec: Super Mario Bros.

* ExBpol
* Goombas die when stomped
* Turtles become shells when stomped/bumped
* Spinys damage Mario when stomped
* Piranha Plants aim fireballs at Mario

* [epBariov
* Question block yields coins, a power-up, or star
* Mushroom makes Mario small
* Fire flower makes Mario big and fiery




Al

[MeplypAdel TTWC 0 KOOHOC avTLOPA YEVIKA OTIC EVEPYELEC TOU TIAUKTN.

Otav o talktng dev KAVEL TITOTA TOTE Ti;

[Mwc¢ avtidpouv ot NPCs otov Ttaikn;

Mmopouv ot NPCs va oxedlaocouv dLadpouEC;

[Mwc¢ avtihapfavovtatl Tov Ttaikn (.., opaocn, akon)
‘Evag avtirtalog vttoxwpel otav n wn Tou elval XapnAg;

o0k b=

[Mw¢ ocuvepyadovtal ol HOVADEC OE £vA TTALXVIOL OTPATNYIKNG;



2towxela Mawxvidlov
e Xapaktnpeg: rteplexel oAoug toug NPCs

e AVTIKEIPEVA: ElVAL AUTA TTOU O XAPAKTNPAC UTIOPEL va TTapEL N va
xpnotlpottotnoet (T.x., otAa, eAténpla)

* Mnxaviopoti: Auta elvatl otolxela tou o Xpnotng O&v UTopEl va
TTapel aAAa prtopel va aAnAstidpaocet padi toug (.., TTOPTEC).

Aev xpeladetal va eXeTe AVAAUTIKA OTATIOTIKA Yla KaBgva aro auvta
Ta otolxeia (ouvvnBwce kabopidovtal otn daon avartuéncg)



E&EAEN MNMarxvidlov

O oxedlaotng oAl TO TtalXVvidl oTa ETIUHEPOLC YEYOVOTA TIOU O
TIAKTNG BLWVEL KAl TTWC auTta e€eAicoovtal 000 TtpoXwEA To

TTaXVviol.
e 2& TTOAAOUC TUTTOUC TTALXVIO LWV AUTO YyiveTal ava eTtirnedo (Tt.X.,
RPG, RTS, FPS)

* [la KaBe eTtirtedo MPEMEL va Kataypadei TL O avIPETWTILOEL O TtalKTNC,
TTWC TTPOXWEA N LoTopla KAl N acOnTikn Tou (Ypadika — nNxog).

 AUOKOALO eTUTTEDOUL KAL N EUTIELPLA TTOU Ba €XEL O TIAUKTNG OE AUTO TO
ettirtedo.



Dragon Age (Aladopetikol Tuttot Asttoupylag —
Modes)

Aeltovpyla E€epevvnong/Maxng Aettoupyia Alaxeiplong AVTIKEIHEVWY
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The Legend of Zelda: Adventure of Link

Aettovpyia Apaong Aettovpyia E€epevvnon
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Aletadn Xpnotn

* H dletadn kabopilel
* [Twg Kavel Ta Tpaypata o tailktng (amo malktn o€ UTtoAoyLoTH)
* [Twg o taiktng AapBavel oxoAla (aro VTTOAOYLOTH O€ TtaikTn)

e Elval KATL TtEPLOoOTEPO ATIO PNXavn + pNXaviopol
e [Teplypate TL UTIOPEL VA KAVEL O TTALKTNG
* Mnv dleuKpLlvioETE TTWC YiveTal

* OLKaKEC dleTtadEC UTTIOPOUVV Va KAaTtaoTpeEPOouV eva KAtd ta aAa
KAAO TtatXviol



Baldur’s Gate 3: Aletadn Xpnotn

CHAPEL ENTRANCE

, X:315Y:360
@) (@) () @) (T ()T )=

EARELY: :—\CCESSi v4.1.83.3931

Eldritch Blast

Evocation Cantrip

Conjure a beam of crackling energy that deals
1d10 Force.

& Attack/Save: Ranged Attack

.~ Range: 18m

Action
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2xeolaopoc Ortikneg Avatpododotnong

e 2XEOLAOUOC YA OpaoTnNELOTNTA ETIL TNE 0B0OVNC
* OLAettopepeleg emeéepyadovtal KAAUTEPOA OTO KEVTPO
* H1teplbepelakn opaon avixveLuel KUPLWCE TNV Kivnon
e OTITIKN ETILONAHAVON YUPW ATTO €0LKA aVTIKEpEVA

e 2XEOLAOUOC YIa OPACTNPELOTNTA EKTOC 0B0VNCG
 Kpatnote ta otoxeia HUD pakpla aro to KEVTPO
* AvaBoofrvel n oBovn ywaypnyopa cuppavta (m.x., XTumnuata)
e XapnAwvel n ¢wTtelvotnTa yia ocnpavtika yeyovota (1.x., XagnAn vyeia)



Witcher 3: Aletadn Xpnotn

Use your Witcher Senses to find a way
to access the secret stash.

/" 3/3 Pops’ mold antidote Sprint L

Witcher Senses

Call Horse X




AMec Mopdec Avatpododotnong

* 'Hxo¢
e O mtaiktng yrtopei va Kabopioel Tov TUTIO KAl TV ArtOoTach TOU YEYOVOTOG
* 2 OPLOPEVEC pUBULoELG, uTTOPEL VA KaBoploel TNV Katevbuvon
 KaAutepayla tn petadoon tng dpaong "ektog obovng"

e ATttikO (1t.X. Rumble Shock)
e KAAO poOvo yila eyyutnta (Kovta evavtl yakpla)
* Elte evEPYOTIOLNUEVO EITE ATIEVEPYOTIOLNUEVO (Kapia TtAnpodopia TUTIoU)
* [leplopidetal oe onuavtika yeyovota (1.x., Xturnuata)



[leplexopevo kal [MpokANoeLq

* To gameplay kaBopidel TO TTPAYHATIKO TtaLXVIdL
e 2TOXOL KOl OLVONKEC VIKNG
* ATTOOTOAECG
* AladpPaOoTIKEC ETIIAOYEC LOTOpPILACG

* To Non-gameplay teplexopevo emnpeadel TNV EPTELPLA TOU TTALKTN
e [padlka kal cut-scenes
* HXNTIKA ed€ KAl HOULOLIKN UTTOKPOULON
* Mn dLadpaoTIKn LoTopila



Mnxaviopol evavtl [Neplexopevou

* To TtEPLEXOUEVO £lval N dLATAEN EVOC CUYKEKPLHUEVOU ETUTTEOOU
e Exelttou Bpioketaln ££0d0¢
e O aplBuocgKkattTa eidn Twv exBpwv

e OLpunxaviopot teplypagdouyv TL Kavouv avta
* TLovpBaivel otav o Ttaiktng pravet otnv €060
e [Twg Kwvouvtal oL exBpoi Katl epttodidouv Tov TTalkTn

e OLpunxaviopot elval N TTAAETA TOU TIEPLEXOHEVOU



Super Mario Maker naéra
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[1opotl kat Gameplay

e OLTIOpOL eival CWTLKN G onpaociacg yia Toug HNXAaviopou g «haxne»
e OLOVTOTNTEG EXOLV TIHEC TTOPWV (TT.X. LYELQ, TTUPOHAXIKA)
e [16pol EodevovTal yla va emnpeactouV AAAOL TTOPOL (TT.X. ETIIBEON)
 Mmopel va aAAA&eL TOUC TTOPOULC AUTNC TNG ovToTnTac (Tt.X. ¢nuLd)

e Tpelg BAOLIKECG KATNYOPLEG HAXNG TTOPWV
e Tug-Of-War: oL ovtotnteg maipvouyv n pia aro tnv aAAn (Dota 2 League of
Legends — 0 TtOpOC €ival 0 xaptng)
e Dot Eating: ol ovtotnteg aywvidovial yla va CUYKEVIPWOOUV
Tteploplopevoug topoue (Dune — o tOpoOC elval To spice)
* Flower-Picking: aywvag yla tn CUYKEVTPWON ATIEPLOPLOTWYV TTOPWV
(Minecraft — creative mode, amteipa blocks avtikelpevwy)



* Mnyeg: Nwg pmropei va avénbet evag mopog
* [Mapadeiypata: KAUT TTUPOHAXLIKWY,

OLlMopotLotnv

Owovopla tou akeTa Lyelag
I_I alXVl6lOU * Alappoec: NMwcg pmopel va pelwBel evag
TTOPOG
* Mapadeiypata: TupoBoAlcpog, nua

TtaikTn

v CUPHEAD
n

O

)
=
o

D N O = . * Metatporteic: ANAleL Evav TTOPO o€ evav
), s, - — AAAO
" ; * [Mapadelypa: TWANTEC

)

* Epmtopot: AvtaAAayr TTopwy petaéu
OVIOTNTWV

» Kuplwg oe taxvidla TtoAAatAwy
TTAUKTWV



Owkovopkec MNpokAnoeLg

* MTtOpEiTE VA XPNOLUOTIOLCETE TTIOPOUC VLA
e 'EAEYXO TNC TIPOODOUL TOU TtalKTNn (EpTTOodIa n mpowonon)
e TpottoTtoinonN TWYV IKAVOTHTWY TOU TTAIKTN (TtEpLlopLlopog N BeAtiwon)
e Anpoupyia HEYAAOU XWPOU EVOEXOUEVWYV (VLA TNV pn-etavaAnyuotnta)
* Anulovpyia otpatnylkoL gameplay

* Aev xpeladovtal TtoAAOL TTOpOL
e Aev eival KABe Ttavidl oTpaTNYIKNG
e 2xedOV OAQ Ta TTALXVIidLa £XOULV KATIOLA OLKOVOo Ui



H Xpnon twv Nopwv w¢ AiAnupa

e OLTTIALKTEG EKTEAOLV AVAALON KOOTOUG-0HEAOUC
e KOOTOG: N aAAayn TTopwyV OeV eival ETTWPEANC yla TOV TTAlKTN
* Odelog: aAayn TTOPpWV ETTWEPEANC yLa TOV TTALKTN

* [Tapadewypa: Survival Horror
e XpNOLlPOTIOLNOTE TTIUPOpaxIKa yia va tupofoAnoete (ot (Kootoc:
TTUPOMAXLKA)
e XpnolpoTtolote pyaxaiptyia va paxatpwoete outt (Kootog: vyeia)
 EltwdeAeiote To 1010 0€ KABE TTIEPITTWON

e OLTTIALKTECG EVEPYOUV LE TO ALlYOTEPO KOOTOCG TIPOC 0PpeA0C (O0Tav
sivat opBoioyikoi ©)



[1opol kat Noplopatottoinon

* OLTIEPLOOOTEPOL TTOPOL CUYKEVIPWVOVTAL HECA OTO TTaLXVIOL

e Oplopeva Ttaxvidla ETUTPETIOVY EEWTEPLKEC TINYEC
* AdBete TOpouC arto evav pido oto Facebook

* [TANPWOTE yLA TTOPOUC PE TILOTWTLKN KApTaA
* [VWOTO WG VOULOPATOTIOINGCN TTOPpWV

* Awpeav tavidl, TANPWHN YA AvIlKelpeva
* 'Eva cLYyXpPOVO ETIXELPNHATIKO HOVTEAO yia online Ttavidla
 AMA peyaAn duodopia (loot boxes)



Avaduopevn 2upumepldopa

H TtoAuTtAoKOTNTA TOU
TtaxvidoLov avéavel

HN-YPAUHKA

e 2UCEVYHEVEC AAANAETILOPACELG
e AUO PNXAviopoi TToL PTToPOUVV va cUPBOUYV TAUTOXPOVA
* Pruata: arpa KAl tpeélpo o €€dpa
* [Topot: toAsepiotng KAl toéotng oe eva RTS

* AAMANAETILO PACELG TTOVL £EQPTWVTAL ATIO TO TIEPLBAAANOV
e 2UVOLAOCHOC UNXAVIOHWY yia avaduon veag cupuTieplpopag
* PApata: aApa kat Tpeéluo ival glavea popdn Kivnong
e [TopoL: TToOAepLOTEG oXNUATI{OUV TOLXO Yla VA KAAUTITOUV TOUCG TOEOTER



[Tapadeypa

, , , Modern Warfare 3
2UVEXNC TIUPOPBOALCHOL UTIO

Kivhon

* OL ccbatpsc taEtésuouv o€
guBeilaypappun

* Hkivnon aAAadettny
TtpoeAevon Tn¢ odaipag

* To meprtdtnua oto TAdL
KAVEL OTIPEL

ErutAcov otoxeia:

* OuLodaipegmio apyeg arno

tnvnpayp'athomta St aflng means ShOOtlI’lg the enemy
* O xapaktnpagmio —

YPNyopOog amo tny while mov1ng laterally.
Tpaypatikotnta - ‘- ‘ (7 /
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AMo NMapdadetyua arto AAAO MaBnua




ABeBatotnta & Pioko

AUO BaoLKA HECO PLOKOUL OE £va TTALXVIOL
e TuxatotTnta
e AteAng mAnpodopia

Tuxaiwotnta pe EmAoyn
* H paxn oe RPG divetal aro tn tn pidn touv daplov Kal ertnpeadetal
arto:
e [TavottAia tou GopPAEL O APUVTIKOC
e 'OTTAQ TTOU XPNOLUOTIOLEL O ETUTIBEPEVOC
* Xpnon eAlypwy pHaxng



XCOM 2

UBJECTIVES

G,
a

.

95% to hit
- 2]
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AteAng NAnpodpopnon

e O talkTng Ymtopel va pgnv exeL TAnpogopia yia to ratxviol
* Mmtopel va pnv yvwpidel Tnv Afpn KaAtaotaon Tou TtavidLou
 Mmopelva pnv yvwpldet OAOUC TOUC KAVOVER

 Mmtopel OpwCeg va Kavel pyia ektipnon
e OLkKavoveg e€aleidpouv OPLOPEVEC DLVATOTNTEC
e [IpotuTtto PuxoAoyiag aviimaiou
 AMM\AALYOTEPO aKPLBNG atmo Tnv bavotnta




[MTapadewypa: Fog of War

Unkown
Area

Foggy

Area e

Fully Visible
Area
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make products because their c cts lie at the core of game design.

Level Qesign environment art

level design



2xeolaon Erurtedwv

e AuTth eival n dladlkaoia KAata TNV ottola OAEC OL CUVIOTWOECG TOU
TTaxvidlov cuvavtiovtal

 Edw eivattou epdavidovral Tuxov tpoBAnpata

* Ta arcade cuxva eixav povo eva ettirtedo (space invaders) aAAa OxlL
ravta (pacman)

e 2 evaTtodoodalpakl Ta eMied A AvIloToLXoUV o€ dladpopeTiKa ynmeda
* 2& EVA AYWVIOTLKO TTaALXViOL TO ETITEDO AVILIOTOLXEL O€ pia TtioTa

e Kupiw¢ pag adpopouyv emtimeda Tov eival Tpokatackevaopeva (oxt
procedurally generated) kalL £xouV AVTIKTUTIO OTOV TPOTIO TtALXVIOLOU.



Alaxwplopocg kat 2elpa Erumedwyv

KaBopidovtal amo:
e TexvikoUg TtEPLOPLOPOUC (N HVAUN ElvAL TIETIEPACHEVN)
e AVTIOTOLXOUV O€ DLAdOPETIKEC TIEPLOXEC, TIEPLBAAOVTA, KOCHOUG,

H oelpa twyv stutedwyv Kabopldetal armo:
* TV LoTopla
e Tov TUTTO TOUC (eTtiteda ypipwy, dpaong, ...)



Ta 2uotatika evoc Eturtedou

* Apaon (Ttoon, ov, TOoTE, ...)
 E€epevvnon

e EiAvon ypidwyv (TTAAKeEC, OLAKOTITEG, ...)
* Alnynon wotopiag

e AloBnTkN (TTPOC TO TEAOC TIEPLOCOTEPO)

[Mpemel va Bpebel pia looppoTtiia woTte To eTinedo va paivetatl KaAo, va
rtaiel KaAq, va artodidetal ypnyopa Kat va tatpltalel ot avaykeg tne
lotopiag tou tavidlov. Ol oxedlaotec eturtedou E0deVOUV TTOAU XPOVO
pabaivovtag Ta «KOATIA» TNE HNXAVIC WOTE VA UTTOPO UV VA XPNOLHUOTIOLO UV
AlyoTEPA TIOAUYWVA EVW TO ETUTTEDO PpaiveTal akOpa KAAO.



2Towxela Kaawv
ETumedwy

OLTtaikteg Oev TIPETIEL TTIOTE va
KOAAQVE O€ €va ETUTTEDO

—ekabapol uTtooTo)OL.
Opoonua.

Kpiowun dadpopn
[Meploplopevn omicBodpopunon
Ettituxia pe tnv mpwtn

2adn onpavon Twy TTEPLOXWYV OTLG
OTIOLlECG YTTOPEL VA TTAEL O TTALKTNG

EmtiAoyecg
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Aladlkaolia

Anplovpylag
Etuutedou

[MpLv EeKvroeTe: 2XED0V ETOLUOL
LNXaviopol

MNeplypappa

Avartuén BAaolKng apXITEKTOVIKNG
ETUTIEOOU

BeAtiwon apXLlTEKTOVIKNG HEXPL VA
EXEL TIAGKQ

Baolko gameplay

BeAtiwon gameplay pexplLva exel
TTAGKQ

BeAtiwon alocOnTikwyv oTolXeiwyv

‘EAeyxoc taxvidlov (playtesting)




] What Is Game Balance

Game Challenge

Eélooppotmnon
[Tawxvidlou




Tottol E€looppomnonc MNMawxvidlov

[Maiktng-evavti-MNaiktn (Player vs Player — PvP)
e Alkaloouvn: lOOL TTAUKTEG €XOULV loeg TIIBavotTnTeg va KEPOIoOLV

* BNUATIOPOG: OL TTALKTEG EXOUV «AOYIKES» TILBAVOTNTEC VA KAAUYOUV TN
dladopa

e [TOATIKA: N IKAVOTNTA TIPETIEL VA ELVAL TILO CNHAVTLIKE ATIO TIG CUMHAXLEG

[Maiktng-evavti-lNepiBarrovroc (Player vs Environment — PVE)

e KataAAnAa rtpoKANTIKO: oUTE TTOAU OUOKOAO OUTE TTOAU EUKOAO
* |COPPOTINUEVOLTIOPOL: OL EVEPYELEC DEV EivaL TTOAL «aKPLBEC»

e XwpicKuplapxn otpatnytkr: artatrtel TToANATAA OTUA TTatxvidLlou



PvE

e KAtAAANAQ TTPOKANTLKO
e 2TadlaKn avénon tng duokoAiag

* H UTtapén eVKoANGg Asttoupyiag KaAn yia rtatxvidla tov Bacidovtal oe
loTopia
* Totlo dUOKOAO dev TIPETIEL VA Elval BAPETO

* looppotnuevol [Nopot
* [MTwg o mopog avéavel (Ttaketa (wNc)
* [Twg o Ttopo¢ pelwvetal (CnuLa TtaikTn)
* E&looppoOTINON TNG OLKOVOUIAG
* Madi kaBopidouv Tnv «aéla» Tou TTOPOU
* H «aéia» tou tpeTeL va kabopidel TV LoXL TOU TTOPOU



YttotipoAoynon MNopwv

* PTNVEC KAL LOXUPEC EVEPYELEQ
e OLTTAlKTEG TIC TIPOTIUOUY
* [Teplopidel TNV TTOLKIALQ TOU TTALXVLIOLOU

* Dragon Age cold spells
e O exBpoOC yvoTayv Koppatia o Kpiown ¢nua
* OLRogues kavouv avtopata kpiopn Znua



YtteptipoAoynon MNopwv

* AKpLBEC Katl aduvapeg dpAoELG
* Hxprjon toug “tipwpeital”
e XAOLUO TOU XPOVOU TWV OXEDLAOTWYV

e Shredder ammo oto Mass Effect 2

* YIINpXav KAAUTEPOL TUTIOL TTUPOHAXIKWY KAAUTEPNC ATTOTEAECHATIKOTNTAC
Kat idlag dtabeoipotntacg



Kakn 2xedlaon kat AuoeLg

* OLdpaoelg cuvdouadovtal yla va Kavouyv Toug Ttopoug dwpeav

e —00cPTE Evayv TTOPO YLA VA ATIOKTNOETE £vav AAAO
e XpNOLIHOTIOLOTE TO VEO TIOPO Yla VA ETTAVAPEPETE TOV TTAALO

* [Mapadeypa: Dragon Age
e [Topot: Yyeia, Mavva
* MIKpn anwAesLla vyeiag > avaktnon moAU pavva
 MiIkpn antwAela pava > Beparteia peyaing ¢nuag
e Auon: Meyalog xpovog ertavaxpnotportoinong (cool-down time)



PvP: Alkatoouvn

* JUMMETPLKN: EXOLV TNV 10la Beon evapéng Kat idLoug KAVOVEC
* O EUKOAOTEPOC TPOTIOC YLa VA ETILTELXOEL dlKalOOULVN
* [Mapadeiypata: 2kakt, Monopoly, Warcraft Il

e AcVppeTpn: EeKVNOTE Kal Ttaéte pe dladpopPETIKOUC KAVOVEC
e [Tlo OUOKOAN N emitevén dikatoouvng, aAAa o evoladepov
* [Mapadeiypata: Starcratf, Age of Empires || — Atdekol

e ATtaUTEL EKTETAMEVN OOKLUN ATIO XPNOTEC



PvP: Bnuatiopog

* O Bnuatlopog eival cuvaptnon tng avatpododotnong
e Otk avatpododotnon: eTPPAPBEVEL TIC ETUTUXIEC TWV TTAUKTWV
e Apvntikn avatpododotnon: TIHWEEL TIC ETUTUXIEG TWV TIAUKTWYV

 H Betikn avatpododotnon odnyei oe pawvopevo xtovootolfadag
* MOALg o Ttaiktng Ttponyn6el, eivat dUCKOAO va Tov TIPOAABELG
* O avrtimalog Ba mapattnBei vwpig (etavampoodloplopog TNE NTTag, TNE Vikneg)

* H apvntikn avatpododotnon pumopei va odnynoet oe adleodo
* To Ttatvidl cuvexidetal yla mavta Xwpig vikntn
* AKOUN XELPOTEPQA, O VIKNTAC PUTTOPEL VA PN VIWBEL WE TETOLOG



Mario Kart — Blue Shells & Missiles




Gameplay Systems — Mo kovtd otn Gameplay Ability System
Hnxavn.

Elocaywyn o€
2uotnuarta
[Taxvidolwyv




Avatopla evog Elkovikou
Kéopou

e >Tolxela:
e Auvapika (Ttio akpia)
e Jtatka (ponva)

Dynamic Eoreground




Tunuata Eltkovikou
Kéopou

Chunk 2

Ta emtimeda mou Acyape...

e APXIKA 0 povadIKOC TOUC OKOTIOG fTav yla
HEYAAUTEPN TIOLKIALQ OTOV TPOTIO TTALXVIOLOU
dedOPEVWYV TWV TIEPLOPLOPWYV PVAHNG

e [pappikn dopur aAAa kat AAAWY TUTIOU OOMER
(TT.X., AOTEPQ, OTIOU UTIAPXEL EVA KEVTPLKO
HEPOC ATTO TO OTIOolo PTTopEite va
TIPOCTIEAACETE TA UTIOAOLTIA — auBaipeTo
ypadnua, K.a.)

e AMOLXPNOCIHOTIOLOUV AVOLKTOUG KOOHOUG Kal
xpnowgottotovuv LOD texvikeg yla va
HELWOOULV TIC ATIALTHOELG OE PVAMN Kal
UTTOAOYLOHO




Pon Mawvidlov

H pon evog tavidlov opilel pla akoAoubia, devrpo nypadpnua Twy oTOXwV TOU Ttaiktn.
Ol otoxol ovopadovtal HePIKECG dopEC KaBnkovta, otadla, emirteda N Kupata (eav to
TTALXVIOL EXEL OTOXO KLPLWC va viknoel opdecg aro €xBpouc). H porn uPnAou erumedou
TIAPEXEL ETILONC TOV OPLOKPO TNE ETILTLXIAC YA KABE 0TOXO (TT.X. KaBapiote OAOUC TOUG
eXBpoUC KAl TTAPTE TO KAELDL) KaL TNV TIOLVI O€ TIEPITTTWON ATrtoTU)Xiac.

Chapter 1 Chapter2
Objective 1A Objective 2A Chunk 4
un
Chunk 1 Objective 2B
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MegBodocC

Basics...



[ToAAa 2ZTouxeia NoAv Nwpig

e XpNOLUOTIOLOTE TO UIKPO £yypado eotiaong yla tnv dnuLlovpyia evog
TIPWTOTUTIOU — KAVTE TO ATtAQ...

* YtoBeoelg yla Tov TPOTIO TtaXvidlou amodelkvuovtal eoPaAPEVEC OTNV
vAoTtoinon Kat dev eival EVKOAO va eTtavadpeEPETE TO TTALXViOL.

e Kataokeun mtawvidlou

1. Emoyn pnxavng
2. Awaxwplote To oxedL0 o€ BepeAlWdELC EpYAOIEC KAl OAOKANPWOTE TIC pla-pia
(unxaviopoi TtavidLov).

3. ®tidéte pla tePLOXN TOU KOCHOU TTOU €ival TTARPNG.

4. Mnv poBaocte vatetaéete N va aAAA&eTE KATL TTOU OV DOUAEVEL KAAQ OTO
Ttaxvidl oag.



Opoonua

Nondigital | Gameplay Technical Alpha Release

Completed
Game Engine

Mechanics
(Implementation)

Interface (Polishing)

Content



Eva Movteho lMNaiktn-MNawvidiou

-

PLAYER GAME
= >
Mechamics Interface System
- -

~




[TowTOoTUTIO

Video game prototyping...




Tt etvat to lNpwtotuTo;

* Eva nuiteAeg povteAo Tou TtaXvidLlou oag
* YAOTIOLEL EVA PULIKPO UTTOCUVOAO TWV TEALKWYV XAPAKTNPELIOTIKWY
e Ta XapakTNPLOTIKA TTOU ETUAEYOVTAL Elval TA TILO CNUAVTIKA Twoa

* To TPWTOTUTIO 0AC BonBa va oTttikoTioloeTe To gameplay
* '‘Evac Tpotog yia va OOKIHACETE VAV VEO UNXAVIOUO
* 20C ETUTPETIEL VA OUVTOVIOETE TIC TIAPAUETPOUC TWV HNXAVIOH WV
* Mmopel eTtiong va OOKIHAoTOUV dLladOPETIKECG dleTtadPEC XPNOTN



Tt kavel eva [NpwTtoTtutto

* Eva tpwtoTtuTto oag fonba va OoTtTIKOTIOCETE LTTOCUOTHUATA
* [Ipocappoopevol aAyoplBuotl dwTlopou
* [lpocappoopevn unxavn GUoLKNG
* Emtirtedo emkowwviag OlLKTuou

e Tarptaletl puoika pe to SCRUM sprint
* [Ipocdlopiote TOV BACLIKO HNXAVIKO/UTIOOUOTNUA TIPOC OOKLUN
e Avarmtuén uTTooUVOTNHATOC EEXWPLOTA OTO sprint
* EQv elval ETIUTUXEG, EVOWHATWOTE TOV OTOV KUPLO KWOLKA



ToTtoL
[TowTtoTUTIWV

Nametaua...
* To mpwTtotuTto Ba aroppldBei peta Tn
Xxpnon
e Juxvadnuloupyeital ye evOLAUECO
AoytoptKélapyaAaio TIPWTOTUTIWYV 1 Kal
oTo XapTl

e Xpnowo ylwa to gameplay

E&eAlktikn MNpwTtotutomoinon
e 2TIBAPO TTPWTOTUTIO TTOV EVICXUETAL UE TNV
TTapod0 ToU XPOVoU

* O KWOLKACG TEAKA EVOWHATWVETAL OTO
TEALKO TIPOTIOV




Greybox Prototyping

* ApxLkn dokKiun (primitive
testing).

e XpnolpoTttoleital yia tn doKLIUN
TNC MNXAVLIKNC KAl TNG PUOLKNG
TTALXVIOLWYV XWPLC oToLXEla
TtaxvidLou (textures, sprites,

..r)

e JUXVA ATTAWC artoteAeiTaL aro
TplodlaotTata oxpata mou
EXOULV OAEC OXEOOV TLG
eTIOLUNTEC ASLITOVPYIEG.




Wolf settings

| ferr—
e e —t

H

wolves
50

grass
323

populations

time

D sheep
. wolves

M grass / 4

100

Eva lNapadeypa
amo aAAo Mabnua

* Wolf-sheep predation
* To mpwTtotumo ce NETLOGO (aplotepq)

 Hmpooopoiwaon og Unity (de&la)
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