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2TV 0IKOYEVELD LoV KOl OTO TTALOLd TTOL OGYOANON KAV LLE TNV TPOCHN KT 10DV KOl SOKIU®DY TOL TALYVISI00

Mepikd dropo Tov Tpénel va ovapepbovv givat o:

Hoanrayempyiov Xpnotog (mpdtacm demv, beta tester)

Yappdc Kovotavtivog (Ypagik| enrévévon Tov main menu, tpdtacn W0emv, beta tester)
Katoapog Anpuntpiog (mpotacn 10edv, beta tester)

Zovyyovpidong [avaywntng (beta tester)

Txovtéhog ['edpyrog (beta tester)

"E&apyog Anuitprog (beta tester)

KdApag Atoviong (beta tester)

Ktuvkapiong I'ovpt (beta tester)

Mdkog O@odwpnc (beta tester)
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1. Ewoayoyn
1.1 X16y%0G TS TTUYLOKNS

2160G TNG TTLYIKNG LoV gpyaciog NTav va pabm va xepilopotl 6to £Takpov Kot 0G0 To dSuvaTOV
KOADTEPQ TIG SOVVOTOTITES TOV OV TPOSPEPEL | unyav Ypapikdv Unreal Engine 4 e cuvévacud pe
STpin pov mhve og BEpaTa TEXVITNG VOMLOGUVNG Kol ovayvadptlong Tov yapaktipa (playstyle) tov maiy
mov mailel To mayvidl omd 1o 1610 TO ML VIOl e GKOTO TNV TPOGAUPLOYT TOV GTA HETPO TOV.

1.2 XvvorTiki TEPLypoon

Oha Egxivnoay oto E' e€dunvo tng goitnorg pov otav dddynka to pnddnua I'paguct pe
YroAoyiotég Tov Kupiov ©. MvAmvd. To uaddnua avtd gixe wo epyacia, mpoalpeTikn - bonus, n omoia
énpene vo vhomomn0el pe po unyovikn ypoeikav. T vy axpifeia ntov éva mayviol First Person Shooter e
gx0poic mov Enpene va lval TANP®G AEITOVPYIKO WE KOTOL0, GTOLYEIN TOV oG ElYE TPOTEIVEL TOTE O
ddaokovtoc. Acyolnka pe v ev Adyo epyacia Kot avakdivyo Eva epyarelo TOL ElXE VO LOL TPOGPEPEL
TOALG TEPLocOTEP OO VT TV epyacio. Ot duvaTOTNTES TOV €)Xl KAOMG KOl 1) ETEKTACIULOTNTO KoL 1)
TOPUUETPOTOGELS TOV OEYETAL LLOV SNULOVPYNOAV [, TOAD KoAN gikdva. O cuvOLacHOC OA®V TV
TOPUTAvVO pe TV vrepPoiky Biproypagia (documentation) - tutorials Tov vadpyovv oTo ddiKTLO LE
onoav va yaEm meplocdtepo TV unyovi aut. Ocmv agopd v epyacio Tpocavatorletal Tpog v
vAomoinon teyvitng vonuoovvng oe tepPdilov Brvteomaryvididy. Me diia Adyia, o kB dvBpwmog mov
mailel €va oy viol eival S10popeTIKog Kol £XEL SIUPOPETIKT AVTIANYN Y10 TO TMG UTOPEL VO PTACGEL GTOV
TEPLOTICUO EVOG TaLyvidto0. Avtdg o maiytng Hropel gite va givon Told kalog gite péTprog gite MOAD KoKOG
o¢ éva ayviol. H dadikacio katd tnv omola éva oty vidl pmopet vo Tpocaplootel oTov Tpomo mov mailel o
maiyTng Tov Tpoavapipnke propel va viomoindel pe v teyvitn vonuoosvvr. Me v vAomoinomn avty
aocyolOnka pécm g pnyovis ypaeikaov Unreal Engine 4 dote va dnpovpynow éva moiyvidl to onoio o
avayvopilel kot Oa Tpocapudletal otov Tpoémo mov mailel o kibe avOpwmoc. H mpocsappoyr| tov moyvidion
UTOPEL VoL EXEL TPIG OLUPOPETIKEC TTVYEC. ApyLicd uopovv va Tpocapudlovral ot xbpoi, Al (Artificial
Intelligence) 1 miota oAAd kKo va teBovv limit 1) bonus 6tov Taiym avdAoyog 10 OG0 KOAOG 1 KakOG gival.

1.3 oAy wéag

H 1¥éa mpotabnke amd tov 1010 Tov d1ddoKovta - emPAET®Y ¢ TTVYKNG Lov. H 1éa mponpbe
petd omd cvvevvonon mwov ixe pe to EOvikd MetaoPio [Tolvteyveio. Amd TV LEPLH LLOL GE GUVEVVOT|ON UE
Tov KOp1o @. MuAwvd 0eda va VAOTOMG® OTIONTOTE EXEL GYECT LE TNV UNYAVT] YPOPIKDV TOL
mpoavapépdnke, Unreal Engine 4. O kafnyntrg pov tpoteive va acyoindd pe toug £x0pods ota
Brvteomaryvidio ko EOIKOTEPQ e TNV TEYVITN VONUOGVHVT], TPAYIO TOV EIVOL KO OVTIKEIILEVO PLEAETNG TOV.
Avoivovtag to 0&pa mov pov TpdTeLve Vo, acyoAnd ida 6Tl £xel TOAAEG TTLYEG KOt Eivat TOAD EVOlPEPOV
avtikeipevo va aoyoindm. H 18éa evog maryvidiod mov Ba tpocappolotay avaroyog to skill level tov maiy
oL TaUlEL NTaV ALTO TOV OV EAKVOE TO EVOLAPEPOV KOl Ao OnKa Le TV ev AdYo gpyacia.



2. XTouyElo TOV TOLYVIOL0V

2.1 I'evikn] ava@opd TOV 6TOLYEL®OV TOV TALYVIOL0D

To mayvidl wov dnovpynoa sivat éva horror survival game 1o omoio Tpocapudlel v duckoiia
TOV AVIAOYOC TV IKAVOTATOV TOL TtaiyTn Tov Tailel. Me dAha Aoyia To oty viot aAldel cuuTepLPOPE Kot
SdvuoKoAio GUUPVA e TO TOGO KOAOG 1 Kakdg glvat o maiyTng.

Kémowa Bacikd otoryeio Tov maryviowov givar:

¢ To health tov maiytn ({on)

e To energy tov maiytn (evépyela)

* To breath tov maiytn (avamvon dtav eivon underwater)

* To flashlight tov maiytn (paxdc)

*  To battery tov flashlight (urotapia Tov Pakov)

* 5 ¢&idn omhwv (pistol, assault rifle, shotgun, grenade launcher, sniper)
*  Health medikits (collectable) (waxéro {ong)

*  Ammunition packs (collectable) (maxéta moiepo@odinv)

* Energy packs (collectable) (makéta evépyeiag)

* Battery packs (collectable) (umatapieg)

*  Usbs (collectable) (kbp1o avtikeipevo mov yéyvel o Taiytng)
e 2 &ildn grbpwv (Rifle / Xwpic weapon) (Bots)

Ave PEPTKES OVAPOPTKES POTOYPUPIEG TMV GTOLYEIMV TOV TALYVIOI00 MGTE VO, VITAPYEL KOL LI OTTTIKT] ETAPN
LE TO, AVTIKEILEV QL.

1) Health/Energy/Battery Bars.

2) Health medikits (collectable), Ammunition packs (collectable), Energy packs (collectable), Battery packs
(collectable), Usbs (collectable).




3) 5 &ildom omAwv (pistol, assault rifle, shotgun, grenade launcher, sniper)

3a) Pistol

3b) Assault Rifle

3c) Shotgun




3d) Grenade Launcher

3e) Sniper

4) Ta. 500 €ion eOpav.




2.1.1 Menu

To oy vidl mepiéyet éva amdo pev aAld foAlko 6 menu MGTE O TALYTNG VO UTOPEL VoL TPOCUVATOMGTEL
€0KoAO TOGO PEGa 6TOo o Vidl OGO KoL KOTA TNV EKKIVI|OT) TOV Oy Vid100.

2.1.1.1 Main Menu

To main menu &ival To menu Tov PAETEL 0 TAiYTNG OTOV UTAIVEL Y10 TPMTN POPE 6TO TToyvidl. AvTd TepLEYEL
KOUUTTIG IOV GOV EMTPETOVV VO, EEKIVIGELG TO TOLYVIOL, VO AAAAEELS TOL YPOLPIKY KL TNV OVIADGT] TOL
o vIdLov, Kabdg Kol va TEPLATICEL TO AL VioL.

MyProject Game Preview Standalone (64-bit/PCD3D_SMS)

QUIT GAME

Oococ apopd 10 KovuTi TOV YPAPIK®V, VITAPYEL Ho TANOMPO VKA YPOPIKOV TOL UTOPEL VL TPOTOTOLGEL O
oINS MOTE TO TOLY VIOl VO TPOGOUPUOGTEL GTO GUGTNILA TOV KOl VO O0didEL KOADTEPQ

MyProject Game Preview Standalone (64 -bit/PCD3D_SM5)

SURWVIV ALISI

L mm— 46.’

b B 020 x 1080
™

Post Processing

minnes N R (- 6101480

T T T

Shadow Quality

cfmw *-

Frame Rate




2.1.1.2 In-game Menu

‘Ocov agopd o menu mov gival péca 6To TaLyviol ywpilovtal os:
* Pause menu
* Help menu

Apykd oTo pause menu o TOiXTNG EXEL TNV SLVATOTNTO VO TOYDOEL TO TOLYVIOL MGTE VAL KAVEL EvoL S1AAV LA,
va cuveyioet To alyviol 6mote 1o emBupel, va del v KaptéAa fonbetag (Ba avapepbovpe mapokdto o
aVTO TO menu), Vo, ETIGTEYEL GTO Main menu Kabdg Kot va TEPUATIOEL TO Tty viotl.

MyProject Game Preview Standalone (64-bit/PCD3D_SM5)

‘Oowv agpopd to help menu eket o maiytng uropet va det ta keybinding, kdmwota ypryopa - GUAvVTIKA tips
kaBmg kot va puBuicetl To Sensitivity Tov TovTiKoD Tov.

MyProject Game Preview Standalone (64-bit/PCD3D_SM5)

Sensitiwity .

Back To Game




2.1.2 Kotaokevt] petofAnt@v — AEITOVPYIKOTNTOG

2.1.2.1 First Person Character

Health Regen (Avaminpwon g {ong Tov mtaiyt e Kamoto rate (puOBud) mov kabopileton péca oto
oLy vioy).

= Health Regen

Current Health @

Current Health @——_

Energy Regen (Avamiipwon tng evépyelag Tov maiytn pe kdmoto rate (puOuod) mov kabopiletol péca oto
mayviol. H evépyela eivar pa petafAnt) mov kabopilel mdéco pmopet va kdvel sprint o woiymg).

e
< Branch

p ===t ”

Condition F

——
£ Branch :
» . _______ _ __ _ __ _ - &/

Condition F @ Current Energy

= SET
Is Player Moving

e —
Current Energy @ Wi R —
& >

J Get World Delta Seconds //' b Add pin 4

Return Value @

—_—lle - Add pin 4




Flashlight Decrease Rate / Flashlight Increase Rate (MetafAnt mov xabopilel To 660 d1apKel 0 pOKOG.
KaBopiletar To méc0 ypiyopa Ba adeldalet aArd Kot mdco ypriyopa Ba avaminpavel evépyeta (kabdg o
urotopieg kévouv €va LuKpo regen))

Flashlight Descrease

{EIEERlightDeEcraaes

Flashlight Increase

{FIaEhlightincreaes

On / Off Flashlight (KaBopiopoc petafAintov boolean mov pog divovv yvaon mote ivar avorytdg kot mote
KAELOTOG O POKOG MGTE VAL LTOPOVUE VO SDCOVE TIUEG OTIS TPOTYOVUEVES LETAPANTEG).

I setvigibility
When Power =0 it —
will let us repress the button
s Flaghbght On G4
When Power=10/it

willlepusrepressithe Buton




Sprinting (petafAnth pog divel yvoon mote £yl motnoet to Shift o waiytng (dnAadn tpéxet), £0M
vrohoyileTon TOco energy decay yivere Kabmg Kot T0 TOGO UEIDVETOL TO Speed TOL TTaiyTr OTaV 1 EVEPYELL
TEGEL KAT® 0o 10 eMBounTo).

< Branch

&> InputAction Sprint & 2 "o Tag——

P »
b

" Branch

L Branch
»




Player Moving (ITote o maiytng kiveital, €dd divete ko Ty otnv petafintm Footsteps).

Add Movement Input S
& Input Axis MoveForward {_Branch

Is Player Moving

BlackBoxD . Fofce £~ Sequence
SET

Is Player Moving %)

Foot Steps @

{_ Branch
True [ .{_7 Sequence
False [ S— »

ks Player Moving 5

> EnergyDecreasing Energy Decrease

Foot Steps @ =

FireRetrigger .
¥- Sequence

P —— » p—p Then 0

L Branch

L
Ther
Ther
L




Bullets Amount (ndceg opaipeg £xel 10 kdOe OTAO).

o Branch « Branch
T2 [ —— b

Zandition

Pestol Equipt

Prctol Bulets

{_ Branch
True .  ———— .

Falss [ Condimsan

-

Azsaull Equapt

Assault Bubets

{_ Branth
b

Lancher Equipt i

Lancher Bullets

1ditan
h

-
4_ Branc

{_ Branch

True [ -..___-___‘-_-_ .

i

andnsn

Ehotgun Equipt

Ehotqun Bubets

: Branch

f"
Tnue [ Candiian

=

"L Hranch
b

Falee | »

-

Snmper Bubets

{_ Branch

SET
b

Pratol Bulets

Pistal Bullets

Azzault Bullets

Astault Bulets

SET
Thus

>
y

di5e | A

Lancher Buliets

—

Lancher Buliets

SET

Enatqun Bubets

e e b

4t
shotgun Bulsts

SET
True [

Fakesa | 2 Eniper Bulletz

Sniper Bulets




Bullets Used (m6ceg o@aipec ypnoL0ToinGe 0 ToiyTng GUVOAKA 0AAG Kol TOGEG GPAIPES EYEL
YPNOULOTONGEL e TO KdbBe OTAO).

Piztol Bullste Lzad

Pretal Bullets Used Addpn 4

Azzauit Buliets Lseg

Azzault Bullets Lsed = General Buliets Lissd

| idd pin o

Gemeral Bullets Used

Lancher Bullets Usad

| hdd pmn &

| Mdd pin +

Lancher Bubets Lsad

Enotgun Bubets Usad

Ehotgun Bulets Lsed | Adapm 4

Sniper Bullets Lised




Pistol Equipt (o maiytng @dpece 10 moTOAL, OnAadn Tdtnce 10 vovuepo 1).

| set skeletal Mesh | set Skeletal Mesh

SET

Pistol Bullets Pistal Equipt B

Reinit Pose [

Pistol Bullets
letal Mesh

Assault Bullets Assault Equipt 54

Reinit Pose (=] Reinit Pose (=]

f set Skeletal Mesh [ set Skeletal Mesh

Target Target Lancher Bullets Lancher Equipt ]

Lancher Bullets

I set skeletal Mesh | set skeletal Mesh
SET
» b =P
Target Shotgun Bullets Shotgun Equipt A
h

Reinit Pose A Reinit Pose &8

Skeletal Mesh

Sniper Equipt (o maiytng popece 1o Sniper, Sniadn TaTnoe T0 VOOUEPO 5).

J set Skeletal Mesh _J Set Skeletal Mesh
[ SET
»
Sniper Bullets Sniper Equipt 9

Reinit Pose [

Sniper Bullets




Isdead (kaBopilel To mdTE 0 TayTNG €ival vekpog, OnAad1| To current health tov givan pikpotepo and o 0).

< Branch

—

» True p =— » SET

Condition False Is Dead? A

P —— " [ Addto Viewport
O
Target

—

Death Widget

e -

Current Health @

Game Time (n6c0 Aentd Tailel o maiyTng To T VidL).

= Doonce - Branch

Global Timer Widget

Game Global Timer{Minutes)

T Granch . Ghobal Tamer Widget -
»

Global Timer Minutes

Target

Game Global Tamen{Minutes) B Ghobal Temer Widget

T Granch

Game Global Timen{Seconds) < Ghobal Temer Widget

< Granch

Global Timer Seconds

I Append Target

A

Game Global Timen{Seconds) B Global Tamer Widget

(e =
b Troe - S =

ame Global Timer{Minutes) Condiion  False [

SET

jobal Timer(Minutes)

[ Branch
T b = B

False [ Conditio

[ Branch
>

Game Global Timer(Seconds)




Aiming (6tov 0 Taiyg £xElL TO equipt TO sniper Umopel va KAvel zoom).

il f et Fiekd Of View
L Granch

Undate b ——

hed

Sniper Equipt

- Ul
 add to Viewport =

Crouching (o maiytng €xetl v dvvatdtnTo TOTMOVTAS TO aplotepd control 1) To apiotepd alt va oxvyeL KAT®
mote v pmopel vo KolveBel miow amd métpec 1| GALA avTIKEIPEVA e ATOTELEGHA VO, UMV UTOPOVV VO, TOV
dovve ta bots).

— First Per:
X Left ctrl

[ et Capsule Half Height f SetRelativeLocation

ChechLineTrace

[ Branch f Delay °
> bl Completed

Condition a O Duration |ﬁ‘ d Aiming

Aiming?
d Aiming

|L| Add pin +

Time crouching (VTOAOYIGUOG TOV YPOVOL, GE HEVTEPOAETTA, TOV O TOLYTNG NTOV CKLUUUEVOG).

" Branch :
» R R ——— Completed p ————

Condition ( Iration |W| Time Crouching

SET

Crouching? —_—

Time Crouching

|l| Add pin +




Checkpoints Passed (yivete €éleyyog 10 T0 TOTE 0 Ty NG £)xEl TEPAoEL Kamolo omd T, checkpoint 1 €xet
otdoel otov tepuationd, pécm evog interface mov eépvet bool Tpéc amd to Level blueprint 6tav o maiytng

mepdioel Kamowo and Ta triggers).

¥ Sequence

<
»

(o
»

T Branch

(= Ootnce
P —
[ Reset

Start Closed ()
»

\"ﬂ Goonce
»

[> Reset

Start Closed ()

Branch

, SET
Completed [ =1

Time for First Checkpoint Passed

Branch =
Time Playing
Condiion  False [ ridge 2 Passed ()

, SET
Completed [ S—p

Time for Second Checkpoint Passed

Time Playing

I Eranch [ Doonce __
SET
»

»
[ Reset

Start Closed ()

Time for Third Checkpoint Passed

Time Playing

Damage Taken (kaBopiopong ¢ uidg mov £xet yivel otov maiytn péow evog interface mov gépvet pia bool
petafint anod v kAdon bots 1 fire dote va Tpootedel n Ty Tov damage oto cuvolkd damage mov £xet

yivelr otov maiytn).

[l
& Event Playhitbybot %% <
e quence

=l
add pin 4 /
/

p—— —»

BGiving value to Player Hit By Bot Variable

GivingwalueroBlayerHitByBotdananbie
“Z Branch
3

False b

Player Hit by Bat

(< Branch

£ Sequence

DamagerakenVanable

" Branch — —
SET
mep

]
/— ondition  False & Dmgtaken

== )

* (20044 n

" Granch

»

Canditian ales [

» SET

@ Dmgtaken

/

»
» [B00i4d pin 4

Add pin 4

Dmgtaken @ = @

{<C tranch
» True

Canditian alse [

SET
>
@ Dmgtaken

/

10 |aga pin 4

Dmgtaken go = @ »

P - SET .
Completed [ Se—l C_Branch —
SET
»

® Dmgtaken

Flayes Hi by Bat )

Dmygtaken @ =" @ /

* 25l g #

SET
L g
Flayes Hit by Bat )




Accuracy (1600 % amo6 ta bullets wov ypnoipomomdnkay téTvyoy Kamotov £0p0).

—_———

General Bullets on Target Accuracy

(100 dg pin +

General Bullets Used

Accuracy Grade (poses c@aipeg Egovv ypnoiponomdel e avoroyia pe ta bots wov Egovv okotwbel, ovTd
ONUOIVEL TG 00EG AYdTEPES GPUIPES EYoVV YpMoioroindel oe avaloyia pe ta bots Tov £xouv EAVEPDOVEL TO
oo headshots Eyovv yivet).

“B8 Inputs

@ Accuracy Grade

General Bullets Used

No target bullets (mdoeg cpaipeg dev £yovv meThyel kdmolov £x0po).

=13)
| ————— ..

General Mo Target Bullets

e ———

General Bullets Used

General Bullets on Target




2.1.2.2 Artificial Intelligence

Changing Location (ta bots aAralovv random tonoBecieg dtav dev fAémovv 1 dev akovVe TOV aiyTh).

[ Granch [T EBranch

L | — b (& Branch

Conditior Conditior — » 5 T

- B D = Al MoveTo

[ GetRandomPaint InNavigableRadius.

[ Branch

InRange Heard )

A TestPumoses _ F = AlMoveTo
b = b

& OnSeePawn (PawnSensing)
Pawn
 Retriggerable Del




Headshot - Bodyshot (triggers yia To mov gt ytunnoel n cpaipa Tévo ota bots, hitboxes).

<> On Component Begin Overlap (Head) "+ CastTo FirstPersonProjectile f Print String

> 2 » > - > > SET —E-» SET
overlapped Component Object Cast Failed [ gle Bodyshot [0} Headshot &)
Other Actor As First Person Projectile Development Only
Other Comp '

Other Body Ind

- [ Print String :
<> On Component Begin Overlap (Body) »+ Cast To FirstPersonProjectile " SET [ SET

> - »—>»
»P—»

Headshot (m] Bodyshot 7]
Overlapped Component Object Cast Failed [
Development.only
Other Actor As First Person Projectile v
Other Comp
Other Bc
From p

Sweep Result

Weapon Bot Firing (to bot e to weapon pmopei kot mopofoAet pe To 6TAO TOV ple oKOmo Vo Kavel damage
GTOV TalyTn).

f setacrorRotation

_f LineTraceByChannel
f GetActorLocation

Target [gaff]  Return Value @

7 F GetActorLocation

Target




2.1.2.3 Level Blueprint

Bridge Rotation (6tav dev éxet Bpet o maiyng Oha Ta usb dev pmopel vo mepAoel 6TV EXOUEVT TEPLOYN Kot
ot yépupeg eivon tilted).

_f setacton_ocation _ff 'se1 actor Enable Colligion

| Sem ol »P—»

&> Event Equip Bools
ot )
" i mridge 15l

' setactorRotation ' Sethctor ocation et Actor Enable Collision

==b -0 >—P

Checkpoints Passed values to Interface (divovpe tipéc otig bool petafintéc mote va yvopilovpe Kot 6Tig
ke KAAoELS av £xEl TEPAGEL O iy TNG KAmolog amd ta checkpoints 1 £yl teppaticetl To moyvidn).

& Check Point Passed Function | —

| Get All Actors with Interface

» .

Interface Dut Actors ——— - Target
Laptop Reached
e —————
Laptop Reached =
- = I | T Bridge 2 Passed
Bridge 1Passed S T

Bridge 3.1 Passed
il

Bridge 2Passed R T 1 e I Bridge 3.2

e - -
Bridge 3.1Passed : Bridge 3.3 Passed

e o
ssed
hsrm—
Bridge 3.3Passed




Usb Randomizer (to usb otnv devtepn meproyn Pyaivovv oe "random" meptoyéc dGTE vo, unv UTOpEl 0
maiytng va padet tig axpiPeig tonobeciec).

Retumn Valee @y —— o / _.

Return Value @y — W 0 ¢

Return Valee @ ——w—A 0/ P

(80 |E




Lights Blink (avapocfrvel To ¢dTO G L0 GUYKEKPIUEVT] TEPLOYN OTOV O TOLYTNG LTEL LECT Y10
SpopaTUKOTNTA Ko VoL SLLLOVPYNGEL YOG GTOV TTaiyTh).

& Lights Off (Campfire)

e > Lights off (Campfire) ° € Lights on (Campfire)
Delay [ Delay

» comgleted [p S B b B completed [ SR B

, Duration [G05 Targel [aif

Lights Change Color (aAAaLel ypdpo ot0 pdTA 0viloyog tov grade tov maiytn (Yivel avapopd TopoKaTo)).

[ SetLight Color J SetLight Color fSet Light Color

- SpotLight22 = - " SpotLight24

[ et Light color T Set Tight Color

Te- SpotLight23
% SpotLight16

Set Light Color

% SpotLight17 Lig : n " SpotLight172

f set Light Color = Set Light Color

" spotLights Ligh . "% spotighti 73




2.2 Xkomlg TOV TULYVIOL00

O oKxomdg TOL TOYVISLOV Eival 0 TTaiYTNG VO TEPUATICEL TO TTaLYVIdl CKOTMVOVTOG TOLG £xOpovg (bots) kat
oLAAEYOVTOG OAa To, usbs. To oty vidl eivot £Totl SoUNUEVO MGTE O TOTYTNG VA, UNV UIToPEl Vo TapaAeiyel Eva
KOUUATL TNG TTOTAG 1) VO, YPTCLLOTOIGEL AYOTEPOVG TOPOVG MGTE VAL TAPEUPEL GTNV EYKLPOTNTA TOV
dedopévav Tov cuALEXONKaY Tapakdt. H maiytng mpénet va okotdoetl Tovg exfpovg eved palevet Ta usb.
Evtoueta&d npénet va €xel 610 vou Tov TV gvépyeta, tv (o1 Tov KaBdg Kot To TOG0 pmatopia £XEL 0 POKOG
Tov. Tehevtaio oG e€icov onuavtiko gival 0T Taiytng Tpénel va divel Bacn oTig oeaipeg mov yel kabe
omho dote va unv Bpebdei oe Kamolo SOGKOAN OTIYUN.

H dopn tov mayvidiod (map) eaiverol otny TapaKdTm OTOYPIQia.

To oy vid yopileton og 3 meployég dnwc mpoavapépdnie kot meptropfavet 2 checkpoints (pe pmie ypopa
eaivovton ta checkpoints). O ypnotng dev pmopet va tepdcet amd v meployn 1 oty mepoyn 2 kot amd v
mepoyn 2 otV TEPLOYN 3 amd TV TEPLOYN 3 GTOV TEPUATICUO YmPIc Vo GLAAEEEL TOV KaTdAANLO aplOud
usbs.

Oocov agpopd v cuAroyn| dedopévev Kot KaBopIGHO GUUTEPLPOPAS apyLKa EYOVLE TNV TPATN TEPLOYT OOV
yivete 1 cuALOYN TV dedopéEvev — peTaPAntav (8o avapepbd Topakdt® o VTG TIG LETAPANTES) BOTE VA
kabopiotel To gameplay tov user. ‘Eneita €govpe v dedtepn TTEpLoyn. TNV devTepn mepLoy dive Kovovpilo
oLUTEPIPOPA 610, bots (Do avaPEp® TaPaKAT®), LEC® UETARANTOV TOV GLAAEXONKAY GTNV TPHOTN TGTA, KoL
GLAAEY® oA oTOTIoTIKG — peTaPAnTéc. Me TV €16000 TOV GTNV TPitN TIoTO YIVETE EVTOTIGUOC TOV
gameplay tov maiytn, péow PETAPANTOV TOV LIOAOYICTNKOV OTNV deVTEPT TiOTA, Kot Sived GUUTEPLPOPE GTO
bots ka1 otV miota (dnAadn yivete axpifmg to 1610 Tpdypo ToL YiveTe Kot 6TV d0TEPT TGTA).



3. XvAloy1] AEOONEVEOV
3.1 Tpomog cvihoyng dedouEvVOV

Oroav to oy vidt £€ptace og éva 6TAd10 OOV PTOPOVGA VO, GLAAEE® TIG LeTaPANTEG ToL Bl KaBdS Kot To
Ty viol kafioTovoE SuvaTd Kol EVYEPIGTO VL UTOPEIC KATOL0G Va. TO TTaiEEL amoPacion va PAAm KATOL0Vg
@iA0Vg pov vo Tai&ovv To Ty vidl. To amoteAécpata - scores oL KPATnoo NToV auT ToL Ol oy TEG
UTOPECAV VO TEPUATIGOVV TNV TPATN 1) TNV SLTEPT TGTO TOL TALYVISL0V. ATOTLYNUEVES TPOCTADEIEG
TOPOANQON KOV V1oL TNV £YKLPOTNTO TV LETPNGEDV Lov. Ot LeTpoELS YivovTal ite 6TO TEAOG TOV TOLYVIOL00
(teppatiopédg) eite ota checkpoints gite 6tav o user to embouei (epdoov €xel mepdoet 1o TpmdTo checkpoint).

3.2 Meropintég

O1 petafintég mov cuAAEXONKay Katd TV dbpkela dteEaymyng Tav test Tov Tarvidlov apopovv Ta eENG:

3.2.1 Oocov a@opd Ta 0ra:

Total bullets used (cuvoiikég ceaipeg Tov ypnoLLOTOONKAV)

Bullets on target (ceaipec mov métvyav avtinoro)

Pistol bullets used (cpaipeg Tov pistol mov ypnoipomombnkoyv)

Pistol bullets on target (cpaipeg Tov pistol Tov TETLYAY AvVTiTAAO)

Assault Rifle bullets used (c@aipeg Tov assault rifle mov ypnoiponomOnkoy)

Assault Rifle bullets on target (cpaipec tov assault rifle mov mérvyav avtintaro)
Shotgun bullets used (cpaipeg Tov shotgun mov ypnoiponomdnkav)

Shotgun bullets on target (ceaipeg Tov shotgun mov TéTvyAY OvVTiTOAO)

Grenade Launcher bullets used (c@aipec tov grenade launcher mov ypnoiponomdnkoy)
Grenade Launcher bullets on target (coaipeg Tov grenade launcher mov métvyav avtimalo)
Sniper bullets used (c@aipeg Tov sniper mov ypMGLLOTOMONKAY)

Sniper bullets on target (cQaipeg Tov sniper Tov TETLYOV AVTITOAO)

3.2.2 Ocov apopa tov ypovo:

Time Passed Aiming (p6vog mov ctoyevet)

Time Passed Sprinting (yp6vog mov tpéyel)

Time Passed Crouching (ypdvog mov okvPet)

Time Playing (cuvoAikog ypdvog mov mailet)

Time For First Checkpoint Reached (1% Bridge) (yp6vog yio to Tpdto checkpoint)
Time For Second Checkpoint Reached (2™ Bridge) (ypdvog yio. 1o dedtepo checkpoint)
Time For Third Checkpoint Reached (End Game) (p6vog yio to Tpito checkpoint)

3.2.3 Aiyo mo yevikég petafntéc:

e Footsteps (Prpoto mov €kave GToV YMPO)
Bots Killed (exfpoi mov crotdOnkav)
e Damage Taken ({npud mwov tov kévav ot gxBpot)



3.2.4 Metafintéc svotoyioc:

Accuracy ((General bullets on target x 100) / Total Bullets Used) (gvotoyic)
Accuracy Grade (Bots killed / Total Bullets Used)

Total Bullets Missed (m6cec caipeg dev mETvYaV €X0p0)

Pistol Bullets Missed (m6ceg opaipeg Tov pistol dev méTvyav €x0po)

Assault Rifle Bullets Missed (ndceg opaipeg Tov assault rifle dev méruyav exfpd)
Shotgun Bullets Missed (mooeg opaipeg Tov shotgun dev métvyav £x0po)
Grenade Launcher Bullets Missed (moceg opaipeg tov grenade launcher dev métvoyav exfpo)
Sniper Bullets Missed (m6ceg opaipeg Tov sniper dgv méTvyav ex0po)

Total Headshots (m6cec popéc métvye KedAr)

Pistol Headshots (m6cec popéc métvye ke@dl e pistol)

Assault Rifle Headshots (m0cec popég métvye kepah pe assault rifle)

Grenade Launcher Headshots (moceg popég métuye kepdh pe grenade launcher)
Sniper Headshots (m6cec popéc métuye KEPGAL e sniper)

Na e&nynow Atyo v petafint Accuracy Grade. Ocov apopd avti v petafint v épaia dote va
pUrop® vo Bpo moca bots £xel GKOTMGEL 0 Taiyng He TIG Ayotepeg opaipes. Arydtepeg opaipeg onuoaivet
neplocdtepa headshots.



4. Avaivon Agoopévev
4.1 Weka

INa v e€aymyn Tov dE30UEVOV KOl TMV OTOTEAECUATOV LEGH OO TIG LETAPANTES TOV PO ATO TOVG
¥PNOTES OV TOiENVE TO Ty VidL LoV TIc avdAvca pe to Tpdypauua Weka. To Weka gival po cuAdoyn
adyopiOumv unyavikng padnong yio epyaciec e€0puéng dedopévav. To Weka mepthappdver epyaieia yio v
npoenelepyasio dedopévav, TV Ta&voun o, TV TAALVOPOUNGT), TNV OLAOOTOINGT), TOVG KOVOVES GUVOEGTG
Kot v ontikonoinot. Ewdikdtepa ypnotponoinoa v £kdoon 3.8.2 @GTE va £(® PO AT OTEKOVIOT TOV
dedopévav pov kabmg kat yio va dnuovpynoo trained data. Apyikd éBoio To dedopéva pov oto weka kot
éxava classify pe tov adyopiBuo J48. Me 1o classify mpa éva trained set (.model) tov aAyopiBuov 6oL pov
£0e1Ee moieg amod TIC LETAPANTEG TPEMEL VA YPTCULOTOU 0.

Xopioa v kaTnyoplonoinon tov mtorytdv o 3 Paduideg (Bad, Normal, Good) aArd pov Byaivay mold
nepiepya ta amoteAécpato oto weka Kot amopdoica vo Ao S5 fadpides.

O1 BaBpidec mov £xm Aowrov givar ot €Eig:

Very Bad (VB)
Bad (B)

Normal (N)
Good (G)

Very Good (VG)

‘Emerta éxava test to povtédo mov pov Efyare kon pe Supplied test set kot pe Cross-validation Folds 10 éywve
KOTYOPLOTOINGT TOV TOLdIDV TOL TaiENVE TO O Vidl LoV OTIS S KaTyopies.

O petafintéc mov pov £fyoie o J48 va ypnoypomonjom frav ot e&ng:

Accuracy

Time Playing
Damage Taken
Accuracy Grade

Ta dgdopéva Tov cVALEONKAY 06 TOVG TaiYTES WOV ISUVE TO TTALViOL BpickovTar 6To google drive
Y0 TNV KEAVTEPT OTELKOVIGT] TOVG.

Ta dgdopéva TG TPAOTNS TGTAC.
Ta dgdopéva TG dEVTEPN S TTioTAC.


https://docs.google.com/spreadsheets/d/1wHjbzMx5OrI1tk3rCXWR7fqMnJcT48vcVp3hR-uz1P4/edit?usp=sharing
https://docs.google.com/spreadsheets/d/1AE03hzFVZSm0brs1527lO83vCtdQpmi-Lei46XF7BYs/edit?usp=sharing

4.2 Decision Table

O wivakeg amo@aoev ival o OTTIKN AVOTOPAGTOOT Y10 TOV TPOGOIOPICUO TV EVEPYELDY OV TPETEL VoL
EKTEAEGTOVV avaAoya pe Tig dedouéveg cuvinies. Ot técoepic avtég petaPintég (accuracy, damage taken,

accurace grade, total time playing) mov avagépOnkav Tapandve yopilovial oe dvo parts To 0woio aPopovy
TNV TPOTN TEPLOYN KOL TNV OEVTEPT TEPLOYT AVTIGTOLYA.

Area 1 (redirect oto google drive ywo 1o KaTOVONTN ATEIKOVION)

Damage Taken Accuracy Accuracy Grade | Total Time Playing PlayerlS
114 - © 0-20 0-0.2 365 - VB
94-113 21-40 0.21-04 325 -364 B
74 - 93 41 -60 0.41-0.6 285 -324 M
54 -73 61 -80 0.61-0.8 245 - 284 G

0-53 81-100 0.81-1 0-—244 VG
Area 2 (redirect oto google drive ywo 10 KATOVONTN ATEKOVION)

Damage Taken Accuracy Accuracy Grade | Total Time Playing PlayerIS

232 - 0-20 0-0.2 903 - 0 VB
212 - 231 21-40 0.21-04 803- 902 B
192 - 211 41 - 60 0.41-0.6 703 - 802 M
172 - 191 61 -80 0.61-0.8 603 - 702 G

0-171 81-100 0.81-1 0—-602 VG

Me dAha Aoyl £xovpe Téooepig LETAPANTEC 01 oTtoieg Oa pog dDGOVV OTOTELEGHATO OGOV APOPE OV O
APNOTNG vt TOAD KOKOG, KOKOG, LETPLOG, KAAGG N TOAD KaAGS. O cuvovacuOg TV TV Tov damage taken,
TOV accuracy, Tov accuracy grade kot tov total time playing pog divel wg amoTELESUO OV O TOUYTNG OVIKEL GE
Kamota amd Tic wévte Kornyopieg. Ot petafintég avtég o LeTappacTOV GE KOJIKO GTO, TOPAKATO

KEPAAOLAL.



https://docs.google.com/spreadsheets/d/1lDuRPFihPzO8BDV7cB1I-r6fzSKJKFXwa5swxYuSk9c/edit?usp=sharing
https://docs.google.com/spreadsheets/d/1IUcDD6TFRD6Jcq2BzRuGcUKjphffnS-E5mwt8NPKD54/edit?usp=sharing

4.3 Anpovpyio KOOKO
4.3.1 YevookOoKag

Epocov Bynkav ot kavoveg mov Oa kabopilovv Tnv GuUTEPLPOPA ETPETE VO, YIVEL ATEIKOVIOT TOVG HECO TNV

Unreal Engine 4. 'Eypaya apytkd Toug Kavoveg o€ WYeLdOKMOIKA Kot £TELTO TOVG TEPACO LLE GTNV UNYOVY|

ypaokdv. H petapopd twv dedopévav amd Tov Tivoke amopacemy 6€ KMOIKO VAOTOONKE apyLKd GE
YeLdoKMOKa Kot £merta petapépOnke otny unreal engine.

O yevdoKOOKAG Yo TNV TPMTN TEPLOYN (TPMTN KATIYOPLOTOINGe™ TALT®V ).

1@if (damage taken »>= 114 && accuracy <=20 && accuracy grade <= 0.2 && total time playing > 365) { Playerls

2@if (damage taken >= 94 && damage taken <= 113 &s&

4 accuracy »>=21 && accuracy <=40 &&

5 accuracy grade >= 0.21 && accuracy grade <= 0.4 s&&
total time playing >= 325 && total time playing <=

S@if (damage taken >= 74 && damage taken <= 93 &&

© accuracy >=41 && accuracy <=60 &&

10 accuracy grade >= 0.41 && accuracy grade <= 0.6 &&
total time playing »>= 285 && total time playing <=

13@if (damage taken >= 54 && damage taken <= 73 s&&

14 accuracy >=6€l && accuracy <=80 &&

15 accuracy grade >= 0.61 && accuracy grade <= 0.8 &&
16 total time playing >= 245 && total time playing <=

10@if (damage taken <= 53 && accuracy >=81 && accuracy grade

364)

324)

264)

{ Playerls

{ PlayerIs

{ Playerls

= B}

= M}

= G}

>= 0.81 && total time playing < 244)

O yevudok®OKAG Yo TNV deVTEPN TTEPLOYN (OEVTEPT KATYOPLOTOINOT TALYTAOV).

{ Playerls

1@if (damage taken >»>= 232 && accuracy <=20 && accuracy grade <= 0.2 && total time playing > 803) { PlayerIs

J@if (damage taken »= 212 && damage taken <= 231 &&
4 accuracy >»>=21 && accuracy <=40 &&
accuracy grade >= 0.21 && accuracy grade <= 0.4 &&
total time playing >= 803 && total time playing <=
S@if (damage taken >= 192 && damage taken <= 211 &&
accuracy »>=41 && accuracy <=60 &&
10 accuracy grade >= 0.41 && accuracy grade <= 0.6 &&
11 total time playing >= 703 && total time playing <=

12 @if (damage taken »>= 172 && damage taken <= 191 &s&

14 accuracy >=6€l && accuracy <=80 &&

15 accuracy grade >= 0.61 && accuracy grade <= 0.8 &&
total time plaving >= 603 && total time playing <=

902)

802)

702)

{ Playerls

{ Playerls

{ Playerls

15 @if (damage taken <= 171 && accuracy >=81 && accuracy grade >= 0.81

= G}

&& total time playing < 602)

{ PlayerIs

VB}

G}

VB}

G}



4.3.2 Unreal Engine 4

E@ocov 610 Tponyodpevo Ke@aAnlo onpovpyninke o Yeudokmdkag ETpene va LetapepOel 0 KMOKOG ovTdg
otv Unreal Engine. Onwg mpoavapépOnke £xovpe katnyoplonoinomn tov maiytn mov nailel To matyvidl o
TEGGEPLS KATNYOPLES.

Ocov agopd tnv TpdTn Katnyopica, SNAad avTi) TOL TOAD KOKOV TAlY TN £YOVLE TNV TOPUKAT® VAOTOINOT
og kddwa oty unyovn ypagikov Unreal Engine:

—

| VeryBad Player

Ocov agopd tnv devtepn Kotnyopia, SNAadN AVt TOL KOKOV ALY T £XOVLUE TNV TOPOKAT® VAOTOINCT| GE
KOO oty unyovn ypapikov Unreal Engine:

BadPIayer




Ocov agopd tnv Tpitn Katnyopic, SNAAT CUTH TOV HETPLOV AT EYOVUE TNV TOPAKAT® VAOTOINGT G
KOoKa oty punyavn ypaewav Unreal Engine:

Medium Player

bl 2k

Oocov agopd tnv TéTapt Katnyopio, SnAad ovT TOV KAAOD Ol TN EYOVUE TNV TOPAKAT® VAOTOINGT G
KddKa oty unyovn ypapikov Unreal Engine:

JE——,

Good Player:




Ocov agopd tnv méum Kotnyopia, ONAad outh TOV TOAD KOAOD TaiyTn EYOVUE TNV TAPAKAT® VAOTOINGN
o€ KOO otV punyovn ypaeikov Unreal Engine:

Very\Good|Player:




5. E€ayoyn Xvopnepoocpdtoy
5.1 Bapotto perafintov

Aivo Bapitnrteg oty kdbe petafint) oote va unv propei va fyet kdnorog tavtdypova Good kot Medium
Player.

O1 BapitnTeg mov dive otig petafintéc civon ou gnc:

Merafint Bapitnra
Accuracy 1
Damage Taken 0,75
Time Playing 0.2
Accuracy Grade 0.1

ZOpeova Pe autov Tov TpOmo PoVo av Evag maiytng £xetl ToAd kaAd Damage Taken, Time Playing kot
Accuracy Grade dote va pmopet va tepdoet kdmolov og Babpoioyio mov £xel kaAd Accuracy.

Av 0 maiytng éxel cuvoAkd score TAV® omd 1 ToTe pumaivel o€ po amd Tig S Pabuideg (Very Bad, Bad,
Medium, Good, Very Good).

5.2 Agoopéva Kol KaTyopromoinon

"EBaia ta ototiotikd mov udleya amd toug users kot to decision table oto weka kot pov £pyoaie to
TOPOKATO YOPOKTNPLOTIKA.

Area 1
Damage Taken Accuracy Accuracy Grade  Total Time Playing PlayerIS
57 26 0.1185 431 B
102 77 0.5185 326 G
130 35 0.2903 277 B
171 39 0.2708 524 B
56 65 0.4 281 G
73 36 0.2608 195 B
58 29 0.2702 197 B
93 37 0.2888 271 B
9 61 0.3888 117 G
94 72 0.4827 249 G
99 72 0.5454 252 G
117 74 0.5185 321 G
42 36 0.3469 397 B
150 29 0.1392 539 VB
68 71 0.5714 304 G
35 93 0.7333 206 VG



Area 2

Damage Taken Accuracy Accuracy Grade  Total Time Playing PlayerIS
216 28 0.1361702128 1004 B
242 64 0.4561403509 686 G
132 47 0.3595505618 773 M
221 71 0.5869565217 551 G

5.3 Alhayéc copmepupopag
Yndapyovv 2 €ion bots:

*  ’Eva bot mov tpé€yet mpog tov £xBp0d Kot kbvel damage Tov maiytn Katd v emoen. (1)

* 'Eva bot mov &gl 6mho ko TopoPoirel Tov Taiyn omd andctacn. (2)

Ot petaPintéc mov ennpedlovral avardywg g Pabuidac tov maiytn (Very Bad, Bad, Medium, Good, Very
Good) etvar o1 petafAntég mov agopovv Tov TaiyTn, ot LETAPANTEG TOV apopohV T OTTAN TOL TTaiyT,
UETAPANTES TOV APOPOVV Ta bots Kot 01 LETAPANTEG TOL APOPOVV TNV THGTA.

5.3.1 IIpocappoyn Tov waiytn
MerapAntég mov apopovv Tov maty:

*  Health Regen tov maiym

*  Energy Decay (n6co ypryopa kovpdlete o maiytnc)

* Energy Regenerate (m6G0 ypijyopa avamAnpmVvel EVEPYELLL)

» Flashlight Decrease Rate (m6co ypryopa adeidlovv ot pratapies)

* Flashlight Increase Rate (m6co ypriyopa goptilovv ot uratapieg av eivar 6fnotoc o eaxods)
MetafAntég Tov apopohv To OTAN TOL Ty TN:

* Pistol Damage (m6co {nuid xével 1o OTAO TOL)

* Assault Rifle Damage (t6co {nud kévet to assault rifle Tov)

e  Shotgun Damage (t6c0 {nud kdévet to shotgun tov)

* Grenade Launcher Damage (t6c0o {nud kavel to grenade launcher tov)

*  Sniper Damage (1600 {npd kdvet To sniper Tov)



5.3.2 Ilpocappoyin tov Al

MetafAntéc mov apopovv ta bots:

LOSHearing Threshold (Range mov cg axovv ta bots)

Hearing Threshold (Range mov 6 akobv ta bots)

Sight Radius (Range mov cg BAémovv ta bots)

Damage To Player by Normal Bot (1) (m6c0 {nuié tov kdvovv ta normal bots)
Damage To Player by Weapon Bot (2) (t6c0 {npid tov kévouvv ta bots pe omia)
Walk Speed (n taydtra mov tpéyet)

Bot Health (m6on (on éxovv ta bots)

Bot Health Regenerate (mdco ypriyopa avorinpavouvy {on to bots)

5.3.3 IIpocappoyn Ty mictog

MetafAntég mov apopovV TNV TioTA:

Light Control (aAAéCel TOV @OTIGHO otV TTioTA)

5.4 Xvvaptnon AlRules

O1 petafAnTéc mov TpoavaeépOnKaY TOGO Yo TNV TPOGAPLOYT TOV AT OGO Y10, TV TPOCUPLOYT TMV
bots kabdg kot g mioTog yivovtar update kdOe popd mov aAhalet o maiytng meployr| (dNradn 2 opég KaTd
NV SLAPKELN TOV Ty Vid10v). Avtd yivetar kabdg Tpémel va Exovpe aueon evnuépmaon tov Al av &yovpe
aAdoyn Tng cvumepLpopdg Tov xpnotn. Ewdwdtepa n cvvaptmon AlRules givar pia cuvdptnon mov Exo
OMUOVPYNCEL MOTE VO, UTOPD Vo AALAL® TOTOYPOVA OAES TIC TPOOVOPEPHEY LETAPANTEC LOAIG EYOoVE
aAiayn eproyns. Ot Tiuég mov maipvel  cuvaptnon eival dapopeTikés kot kabopilovtal pe Bdorn tov
Babuob mov €xet o maiytng (Very Bad, Bad, Medium, Good, Very Good). AvoAvTikOTEPO O1 TYHEG TMV
HETAPANTOV ovTdV Paivovtor KaATepa otV amewdvion e KARong v cuvaptnong oty Unreal Engine.

H ocvvdptnon avt kakeitat kaOe opd pe SopopeTIKES TIUES 0vaAOYmG To grade Tov Taiy:

Very Bad : VB
Bad: B

Normal : N
Good : G

Very Good : VG
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« Lancher Damage |
Sniper Damage [

Damage to Player b

[eo]




H «\fon ¢ napovoag cuvaptnong yivete péoa otnv kKAdon (class) tov kdbe avtikepévon mov Bélovpe va
TPOTOTO|GOVLE TNV GUUTEPLPOPE.

Ewdwotepa mopabétm v dadikacio KAoNG TG GuVEAPTNONG Yo TV OAAXYT) GUUTEPLPOPAS TOV TaiyTY).

© Event AlRules

»
,..
»
,..
3
-
»
-

(X Goonce

— P

) Event AlRules




Mopokdto PAémovpe TNV dtadtkacio KAYOTG TNG CLUVAPTNONG YO CAAAYT] GUUTEPIPOPAS GTA dVO bots.

[—
= DoOnce

& Event Check Point Passed Function il

» Completed [
(S Completed B 74

Laptop Reached

€ Event AlRules

® Sight Radius

Target

Then 0
Then T

© Event AlRules

Add pin +

@ Sight Radius
Target

77—‘\_\ 4 b -
@ Damage to Player by Weapon Bot

Kat o115 dvo epumtmaoelg Egovpe éva custom event to omoio mpoépyetal péca amd Eva interface to onoio
yivete update ka0e popd mov o maiytng tepdoet £va amod to, dvo triggers (bridges). Xtnv cuvéyela Eyovpe Eva
dm once node 10 0moi0 pOG EMITPETEL VO EXOVUE dlapopeTikd opicpata. Tédog Exovpe £va 8w once node to
omoio yivete reset kdbe popd mov kaAeitan  cvuvaptnon AlRules dote va Eyovpe oAlayn GLUUTEPLPOPES
whvo and po, eopd. (2 checkpoints)



6. Score System (Scoreboard)

Epdcov o maiytng £xet ohokAnpmoet gite 10 Tp®MTO KOUWATL TOL Ay vidloL (Area 1) gite to de0TEPO KOUUATL
TOV Tl VooV (Area 2) gite 0AOKANPO TO MO VidL TOV EVNUEPDV® LE TOV Pabuod mov €xel dote va, yvopilet
OTL TO oy VidL YiveTte EVKOAOTEPO 1) SUCKOAOTEPO avaAioyogs Tov skill Tov.

6.1 Ep@avion tov fadpod tov maiytn

Ortav o maiyng £xel OAOKANPMOGEL TO TPAOTO KOUUATL TOL TTatyvidtol epeaviletatl oty 086vn éva pivopa 0Tt
70 oy vidt el TPOGOPLOCTEL Kot onuetdveTal o fabuog Tov oty mhve de&ld yovia.

MyProject Garme Preview Standalone (64-Bit/PCO3D_SM) ==

[: GEAY GOOD

MyProject Game Preview Standalone (64-bit/PCD3D_SM5)

210 onpeio avtd kaBopiletar n cvpmepipopd mov Ba et 1 miota Kot ta bots kKabdc Ko ta limitations n
bonuses mov Oa £yet o maiytng. H cvumeprpopd mov Oa Exovv to moparndve kabmg kot ta limits/bonus wov Oa
umobve atov maiytn kabopilovtat amd v mpoavapepbeica cuvaptnon AlRules.



Otav 0 Taiymg £xel OAOKANPMGEL TO TPAOTO Kol OEVTEPO KOUUATL TOL Toyvidlo0 eppaviletal moil va
TOPOUOL0 UV TTOL TOVL OVAKOWVMVEL TOV Pafid Tov koG EMioNG OMUEIDVETOL KOL QVTO TO SCore GTNV
nave 6e&1d yovia.

2TV TEPITT®OM oL 0 TaiyTNg otV apyn nTav moAd Kahoc (Very Good) kot Adyo T oAhayng g
oLUTTEPPOPAS TV bots Eytve pétplog (Medium).

MyProject Game Preview Standalone (64-bit/PCD30_SM5) =E=

VERY GOOD
F: NORMAL

H nepintmon mov o maiytng oy npmdtn meployn (Area 1) rav pétproc (Medium) aArd petd £yve ToAd
kakog (Very Bad).

MyProject Game Preview Standalone (64-bit/PCD3D_SM5) =13

Efy GRADE: NORMAL
VERY BAD




6.2 Epg@avion tov Score Tov maiytn

Otav 0 Taiyng KoTapEPEL VoL TEPLOTIOEL TO oY VIOL 1] Yio KATOL0 AGYO OEV UTOPECEL VO, TO OAOKAT|POCEL
vrapyet pia Péon dedopévav mov kpotaet scores. To score e&aptdton amd To Accuracy mov giyxe, 10 Accuracy
Grade tov, to Playing Time tov kabdg kot amd to Damage Taken. Eidikotepa ot petaffAntég avtég
TPOKVTTOVV HECH KATOLOV TPAEEMY TOV POIVOVTOL GTA TAPUKATM screenshots.

Accuracy
2000 4 pin 4+ Add pin #
fTruncme
Acouracy Grade @—— @ > — [ Return Value

O [500000) g piny 4

l:ld pin +

Time Playing

J Truncate

= » A Return Value
Dmgtaken @ —07—89 ™ o

'] addpin 4

< Branch

Bridge 1 Passed

Baidge 2 Passed

4 Branch

Laptop Reached
2| add pin +




Anpiovpynoa éva omAd Scoreboard oto omoio ametkovilovtan Ta scores.

MyProject Game Preview Standalone (64 -bit/PCD30D_SM5)

HLUREEUARD
UBERMAME OU0RE DATE

RiLL 1,710,614 £8/6/2018
NICH 1,690,)26 cB/6/2018
TONNY 1,268,092 ch/6/2018
JONNY 1.210,676 cB/6/2018
DEGIL 1,040,676 ch/6/2018
fiNNf 93¢, 626 £8/6/2018
BiLLY 99026 £8/6/2018
Jivy 674,626 ca/6/2018
GEORGE 306,720 ch/6/2018
JOHN 165176 ch/6/2018
DENNIG 714 ch/6/2018
i 4914 £8/6/2018

1
g
3
4.
a.
E.
7.
8.
9.

_: STRTISTICS - * MRIN MENU * |

To, scores amofnkedovTal ToTKA 6g Eva apyIko .sav

AuTog o umohoywoTng Tomkog Suokog () UE4 Main On 4,19 Saved SaveGames

]

Ovopa D OLNVIT TOOTE... Vg8
moAoyu op Hpzpopnvic Tpom Tomoe MéyeBog

m

wa 3D sCoresavesav 28/06/2018 22:01 Apyeio SAY 3K



6.3 Ep@avion meprocotEp®V GTUTIGTIKOV

[1épa amd To score VITAPYOLY AVIAVTIKE GTOTICTIKA TO. OTtolo LTopel va Sl 0 oty TG OTaV TEPUATIOEL TO
mayviol N mebavetl. Ta otatioTikd avtd yopiloviol 6€ GLVOMK(A GTOTICTIKE, GE CTATIOTIKA TPDTNG TEPLOYNG
(Area 1) ka1 otatiotikd dgvTepng TEPLOYNG (Area 2).

Y1atioTikd Tpong miotog (Area 1).

GTATIRTICD
PULETS . o ARCURAY GTATD

T5 USED / ON TARGET: 35 / £9

YrotioTikd devtepng mictag (Area 2).

OTATIGTIG
muete o, TEERALGTATD ACCURAY 6TATE

C ‘l'l:lTHl-?TﬂT: ) ( FIRST ARERSTATS ) ( RRCK TOSCORES )




Yvvolikd otatiotikd (Total).

GTATIHTICS
meg oo ‘ ARCURALY 6TATS

Lc FIRSTARERSTATS + SECONDARERSTRYS  BRCK TOSCORES - |




7. Screenshots — Evoeiktikéc Eikoveg

Evdeiktikd screenshots mov detyvouv ta amoTeAEGHOTO TOL GVAAEYONKAY Ao To TodLd OV ToUEave TO
LY VIOL.

TEHT BLOCK

TERT BLOCK
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JIT HEADSHOTS: 8
N HEADSHOTS: 0

SECOND CHE
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{EADSHOTS: £
DSHOTS: 0




JIT HEADSHOTS: 8
N HEADSHOTS: 0

SECOND CHE
THIRD CHE

ik Gl & g
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DSHOTS: 17
DSHOTS: 7
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CHER HEADSHOTS: 0
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BOT KILLED: 2
TENT BLOCK

HEADSHOTS: 0
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i‘*ﬁ' KILLED: Eé
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8. Game-play Video

‘O00 Kol avaALTIKN VO YIVETOL 1] AVAAVOT] LEGM TOL KEWEVOL Kol TV EKOVMV €va video Oa mepiéypape
TANP®G TNV EKOVA TOV ALY VIS100 KaBDG Kot TIG S1APOPES AELTOVPYIKOTITEG TOL £XEL. TNV TEPITTMOON EVOC
Brvteomaryvidiov éva gameplay Bivieo pmopel va dei€el mOAD KOADTEPA TOV YAPAKTIPO TOV Ty VIdLo0 Kabmg
KO LEPIKEC AEMTOUEPELEC TTOV avaPEPON KOV Alyo 1 Kol KOBOAOL GTNV TOPATAV®D avapopd.

Me dAha Aoyia, To video ivat avTtd Tov EPYETaL VO KOADYEL TO KEVA TG avapopds Tov dnpovpynonke
KaOdG Kot v, S1UOVPYNCEL Ld TTLO GPALPIKT Aoy TEPT TOV TOLY VIS0V,

To gameplay video umopeite va 1o Ppeite 610 YouTube oty mapakdtom dievduvon:
https://youtu.be/RLQsihdLsp8


https://youtu.be/RLQsihdLsp8

9. MelhovTiKEG TPOGONKES

Kéamoieg Bacikég pedhovticég mpostnkeg mov Ba pmopovoay va gisoyBodv 6to mayvidt wov dnovpynca Ha
LA

*  Bektiotomoinon tov tpdmov avtidpaong tov exfpmv (bots)
*  Metogopd TV scores mov anobnkevovtat o cloud server

*  MeyoAvtepn AELTOVPYIKOTNTA KOl AVTIOPOOT TNG TOTOG

Edwotepa 660v apopd 10 tpdto (PeATioTonoinon Tov Tpomov avtidpacng Tov exfpav) ol gxfpoi
Ba propovoa va kpivovtal 0tav o Taiytng ival o€ pPeydAn andoTact Kot avaAoyog To OTAO TOL KPOTAEL VO
Kkpivovtol miow omd Kricpoata n GAAL avTiKeipeva dote vo Tpoototevfovy. Ouoikd ovto Ba yvotay pe
SLPOPETIKO TpOTO avdAoyog Tov Pabpod Tov maiytn (very bad, bad, normal, good, very good). [Tépav to 611
Ta bots B pmopovca va kpivovtal Ba propovce va, dSnpovpynbei unyaviopoc (behavior tree) kotd 1o onoio
otov 0 alyTng ivorl eDAAMTOC T bots var TpEYOLV TAV® TOV ALL OTOV SEV UTOPOVV VO TOV GKOTMGOLV VOl
nmpootatevoval. To okenTikd Tiow amd avtd eitvar dtav o maiytng etvor moAd kKaAdg Bo Tpémel va AaPet
VIOYV TOV TOVG £XOp0VG AEG Ko TAV KOVOVIKOT Tty TEC.

Ocov agopd tnv HeyaAdTEPN AEITOLPYKOTNTO, KOl AVTIOPAOT] TNG TIGTOS O10pPOPETIKE GTOV KAbE
waiytn wov mailel Oa pmopovoay vo dnpovpynHovv aviioyog Tov Paduov tov waiytn kdmola side-levels ta
omoia o petépepay Tov TaiyT o€ GAAO EMIMEGO MOTE VO TOAEUNGEL TEPLGGOTEPOLS XOpovG (E4V givar
KaAOg) M o€ avtiBetn mepinTmon va vapyovv side-ways 6mov Bao pTopovGE 0 TaLYTNG VA ATOPVYEL EYOPOVG
(edv gtvon kakOG-péTplog). Mia dAAn Asttovpyucodtnta g miotag Oa pmopovce va gival interactive gates
omov B EkAevav Tov dpOUO GTOV TaiyTn Kol avTog B Enpene va Ppel VEOLS TPOTOVE Y10, VO TEPLOTIGEL TO
T VIOL.

[MopdAinia 1 peta@opd Twv scores KaBdE kat oAdkAnpov Tov ranking system 6o pmopotvoe va
petaeepBel og cloud server dote va vapyel dSuvatdTrTo TOAAOL TAlYTEC VO £pYOVTIUL GE AVTITAPAOEST Kot
VO GLYKPIVOLV TOL Scores TOVG e okomod Vo dnpovpyndet aviayoviopds. O avtayoviopog avtdg Ba Kavel
TOVG Oty TEG KOADTEPOLG KU LLE TEPIOCOTEPT Opeln va BELovY va teppaticovy To maryvidt Le 660 To
dvvatdv KaAvTepo TpdTO.

Aoufavovtog Koveic vyt Tov OAL T TOPATAVE® EDKOAO UTOPEL VO EEAYEL TO GUUTEPUGO. OTL VITAPYOVY
TOALEG KO OLLPOPETIKEG LEALOVTIKEG EMEKTAGELS AVAAOYOS TNV OTTIKTY Y®Via Tov Kabe avBpodmov. Kdmowa
updates Oa pmopovcav va givor amd Pacikég AEITovpyIKOTNTES, OTMS TAPUSETYLLATOC Yéptv O TPOTOG
YEWPLGUOD TOV OTAMV £0¢ Kol TNV PeAtioon g Teyvitng vonuoovvng Tov artificial intelligence pe andtepo
GKOTO TNG dNUIOVPYING VOGS TatyVidtoD oL Bo KOAVTTEL TANPWOC £Va TOAD HEYAAO HEPOG TOL KOVO.



10. Biyrroypagio
10.1 YouTube Tutorials

Restart Level when Player Dies: https://youtu.be/W1c7tsacXTg

Setting Up Al Roaming & Destinations: https://youtu.be/xPb3sV41ZuY
Basic Flashlight: https://youtu.be/PO0QNPMXZGE

Flashlight Power via Button Press: https://youtu.be/Xmd7xC98yPU
Flashlight Power via Natural Recovery: https://youtu.be/DmD8sSaQ0uM
Flashlight Power via Batteries: https://youtu.be/ZFwnysMa9Y0

Battery Power UMG: https://youtu.be/SPNIRZhizn0
A Grenade & Projectile: https://youtu.be/w_j8BMg27u8

Pickup Object With Scoring: https://youtu.be/f- -LyXhW9s

UI Minimap: https://youtu.be/9ENVIM_OHmU

Main Menu 1: https://youtu.be/U DY 1lmHbLc
Main Menu 2: https://youtu.be/FoCQ_OxO sQ

Damaging the Enemy: https://youtu.be/4YMISRhHVxs

Character Death Animations: https://youtu.be/wr68qY Ytmq8
Equipping and Unequpping a Weapon: https://youtu.be/Y3AiWhoBxeo
Adding Interaction: https://youtu.be/WwfsWr4A894

Titanic Games YouTube Channel: https://goo.gl/87LNMX
In-game Pause Menu: https://youtu.be/12d713nTZrA

Pause Menu: https://youtu.be/iyOw_uDO0cdI
Interactable Button: https://youtu.be/CflZnd4u33g
Press Key To Read Letter: https://youtu.be/z6Kml 66Ut8

Screamers / Jumpscares: https://youtu.be/UZrjJkBFYSY
In-game Pop-up Text: https://youtu.be/ SsvSGrah5c

Use Keycard to Unlock Door: https://youtu.be/16D4R10G_yY
Automatic rifle: https://youtu.be/i2ZtpmP2490

Actor visible through walls: https://youtu.be/c1-wOvEkSdA

Crouching: https://youtu.be/LIgMMv_kh34
Basic Enemies In Blueprints: https://youtu.be/11tpeVIcaGI

Al Behaviour Tree: https://youtu.be/h0Kb420CoYg
Setting Up Advanced Al: https://youtu.be/NZZtMNdJkSo
Minimap (Advanced): https://youtu.be/Z6qzaT4ZOh0
Save and Load: https://youtu.be/VqdjnLxCkyk

Game Instances: https://youtu.be/ffQ-imKkO4U


https://youtu.be/ffQ-imKkO4U
https://youtu.be/VqdjnLxCkyk
https://youtu.be/Z6qzaT4ZOh0
https://youtu.be/NZZtMNdJk5o
https://youtu.be/h0Kb42oCoYg
https://youtu.be/l1tpeVIcaGI
https://youtu.be/LlqMMv_kh34
https://youtu.be/c1-wOvEk5dA
https://youtu.be/i2ZtpmP2490
https://youtu.be/16D4R1OG_yY
https://youtu.be/_SsvSGrah5c
https://youtu.be/UZrjJkBFYSY
https://youtu.be/z6KmI_66Ut8
https://youtu.be/CflZnd4u33g
https://youtu.be/iyOw_uD0cdI
https://youtu.be/12d7l3nTZrA
https://youtu.be/12d7l3nTZrA
https://goo.gl/87LNMX
https://goo.gl/87LNMX
https://www.youtube.com/channel/UCdoWGpMQK_L29bWXoDeIItw
https://youtu.be/WwfsWr4A894
https://youtu.be/Y3AiWhoBxeo
https://youtu.be/wr68qYYtmq8
https://youtu.be/4YMI5RhHVxs
https://youtu.be/FoCQ_OxO_sQ
https://youtu.be/U_DY1lmHbLc
https://youtu.be/9ENV1M_OHmU
https://youtu.be/f-_-LyXhW9s
https://youtu.be/w_j8BMg27u8
https://youtu.be/5PNlRZhizn0
https://youtu.be/ZFwnysMa9Y0
https://youtu.be/DmD8sSaQ0uM
https://youtu.be/Xmd7xC98yPU
https://youtu.be/P0oQNPMXZGE
https://youtu.be/xPb3sV4lZuY
https://youtu.be/W1c7tsacXTg

10.2 Documentations

UMG Mini-Map: https://wiki.unrealengine.com/UMG Mini-Map
Disable input only for an specific input: https://goo.gl/fTUDAXM
CGTrader: https://www.cgtrader.com/3d-models/exterior

Horror Game Monster: https://goo.gl/cNFndX

Free3D: https://free3d.com/

Weka: https://www.cs.waikato.ac.nz/ml/weka/

Weka Documentation: https://www.cs.waikato.ac.nz/ml/weka/documentation.html

Unreal Engine 4 Getting Started: https://docs.unrealengine.com/en-US/GettingStarted

Unreal Engine 4 Editor Manual: https://docs.unrealengine.com/en-US/Engine/Editor

Unreal Engine 4 Engine Features: https://docs.unrealengine.com/en-US/Engine

Unreal Engine 4 Programming Guide: https://docs.unrealengine.com/en-US/Programming

Unreal Engine 4 Blueprints Visual Scripting: https://docs.unrealengine.com/en-US/Engine/Blueprints
Unreal Engine 4 Gameplay Guide: https://docs.unrealengine.com/en-US/Gameplay

Unreal Engine 4 Forums: https://forums.unrealengine.com/


https://forums.unrealengine.com/
https://docs.unrealengine.com/en-US/Gameplay
https://docs.unrealengine.com/en-US/Engine/Blueprints
https://docs.unrealengine.com/en-US/Programming
https://docs.unrealengine.com/en-US/Engine
https://docs.unrealengine.com/en-US/Engine/Editor
https://docs.unrealengine.com/en-US/GettingStarted
https://www.cs.waikato.ac.nz/ml/weka/documentation.html
https://www.cs.waikato.ac.nz/ml/weka/
https://free3d.com/
https://goo.gl/cNFndX
https://www.cgtrader.com/3d-models/exterior
https://goo.gl/rUDAXM
https://wiki.unrealengine.com/UMG_Mini-Map

