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Summary 

 

In “Codename: Mimikry”, an asymmetrical 7 vs. 1 first-person multiplayer 

game, 6 human scientists and a supportive AI compete against a terrible 

monster with shape-shifting abilities. The goal of the monster is simple: 

escaping the facility before the self-destruct sequence is complete. This 

can be achieved by shutting down the power supply of the airlock. By 

cleverly employing its ability to take on the form of a human being by 

consuming them, it has to make its way through the facility, if possible 

unnoticed. By damaging certain important components of the facility, it can 

reduce the amount of energy provided to the airlock. If the component isn’t 

repaired in time, the damage becomes permanent and the loss of power is 

irreversible. Components can also be randomly damaged as a result of the 

self-destruct mechanism. 

  

The scientists try to prevent the monster from escaping by repairing 

damaged components throughout the facility. They are guided by the AI, the 

one player who has access to the security cameras installed in every room as 

well as a map of the complex. The scientists have to try to not give in to 

their mistrust and paranoia and work together. Only then it is possible to 

stay alive long enough to keep humanity from a gruesome fate. 

  

The Game 

.. Tagline 

 

he creature is your fault - now save humanity from it 

Don’t play god - or you will have to bear the consequences! 

 

The experiment has failed. The self-destruct sequence has been initiated. 

The only thing left to do for the few survivors is to keep the terrible 

creature inside. For the sake of their conscience. For the sake of humanity. 

 

.. Unique Selling Points 

 

Shape Shifting: One player takes on the role of a shape shifting creature. 

In its original form, the creature is fast, strong and can navigate a 

network of ventilation shafts. If the creature kills one of the scientists, 

it can take on their appearance. If it acts accordingly, it can move among 

the group of humans, without giving away its deadly secret. The creature 

can take off such a disguise at will, but this action is irreversible. 

Another human needs to be killed, in order to get a new disguise. 
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Monitoring: One player slips into the role of an artificial intelligence. 

The AI can skip through the feeds of all the cameras installed in the rooms 

of the research facility. Furthermore it has a schematic overview over the 

facility and sees if a weapon is put into lethal mode somewhere in the 

facility. Through a system of speakers it can provide the scientists with 

important information such as sightings of the monster. 

 

Control vs. Safety: The monster can damage important parts of the facility, 

and from time to time they break down without external influence, due to 

the high energy demand of the self-destruct sequence. If a such part is 

damaged, the energy barrier of the security door system is decreased. If the 

part is not repaired in time, the damage gets permanent. The door - and 

therefore way into freedom for the monster - opens, when the energy 

barrier reaches zero. The scientists have to ponder, whether to send someone 

to perform repairs and hence give the monster a good opportunity to kill 

and shift, or to give up that part and instead focus on staying together as a 

group. 

 

Paranoia: The biggest part of the players take on the roles of scientists. 

They all share the same abilities and the same goal - to keep the monster 

inside of the facility, until the self-destruct sequence is completed. Here, 

a psychological factor comes into play. The scientists can never be sure, 

whether all of them are still human. Maybe one of them is the monster in 

disguise? What if someone draws their weapon? Is it for protection? Or is it 

to do something entirely different? 

 

Gameplay Dynamic: The asynchronous character of the game leads to a very 

distinct dynamic in gameplay. Six comparatively weak scientist fight a fast 

and strong creature. The creature can move among the scientist due to its 

shape shifting abilities. This leads to paranoia and mistrust among the 

humans, albeit their need to work together to keep the monster long enough 

inside the facility. The monitoring AI can inform the scientists about 

sightings of the monster and weapons in lethal mode within the facility. 

Good cooperation between the AI and the scientist can increase their chance 

to reach their goal. 

 

.. License 

 

No license requirements. 
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.. Gameplay 

 

At the start of each round, a role is randomly assigned to each player: 6 

players become scientists, one slips into the role of the AI-System of the 

facility and one takes on the role of the monster. The scientists have to 

cooperate and keep their cool in order to prevent the monster from escaping 

the facility until the self-destruct sequence is completed. 

  

During the course of the game, random components of the research facility 

break down due to the high energy consumption of the self-destruct 

sequence. Additionally, the monster can damage them as well to put the 

scientists into more distress. If an electric circuit is damaged, the 

airlock’s power supply is reduced immediately by one energy level. Within a 

certain timespan, the scientists have the chance to repair the component and 

restore the previously dropped energy level. In case the damaged component 

is a generator, all lights in the facility are shut off. If, however, the 

component happens to be a security camera, the AI can no longer observe the 

respective room. Unlike the electric circuits, damaged generators and 

security cameras can be repaired at any given time to restore their 

functionality. 

  

The scientists gain information about the current status of the research 

facility from the AI-Player. This player can monitor the facility with the 

help of a map which displays the status of all components as well as the 

location of all active weapons. Therefore they can keep the scientists up-

to-date on the current situation via speakers. Additionally, each room can 

be monitored through a security camera, one at a time. Thus, the AI-Player 

can inform the crew of the whereabouts of the monster, if they manage to 

catch a glimpse of it. Corridors between the rooms cannot be monitored by 

the AI. Players in close proximity can communicate directly via voice chat. 

Their voices are however distorted, so that the monster, if in human form, 

cannot be identified by its player’s voice. 

  

If the scientists split up to repair a damaged component, the monster might 

try to sneak up behind a player in order to knock them down. If the monster 

manages to remain undetected while approaching a scientist, it can kill 

them in one hit. However if the monster is detected, it can try to hit the 

player, removing one of their three health bars per successful hit. It may 

also be a wise decision to flee, either on foot or through the air shaft 

network, and start another attack in the future. The monster has the ability 

to consume any dead body in order to regenerate one health bar and take on 

their appearance. In human form, the monster can blend in with the humans 

and also use their guns, however it can no longer navigate the air shafts. 

When hit by a lethal shot, the monster loses its disguise. 
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If necessary, the scientists can defend themselves with a stun-shot from 

their gun, which can be fired instantly. The gun can also be switched into 

lethal mode, where a shot needs to be charged before it can be fired, but in 

turn removes one of the monster’s health bars. On their own the best option 

for a scientist is to stun the monster and escape to regroup. Accompanied by 

other team members however they could also try to take a significant amount 

off the monster’s health before getting to safety. 

  

A scientist returning from a repair task will almost certainly cause 

mistrust among the other players, because it is unknown whether they are 

still human or the monster in disguise. The monster has to try and outplay 

the scientists in this fashion, tricking them into distrusting and 

ultimately killing each other. 

  

If a scientist is killed, the player has the ability to take control of a 

drone that functions as an additional video feed for the station AI. The 

drone can only move at a moderate speed and is indestructible. If played 

smartly, this grants an advantage to the AI, because now it can also 

potentially monitor areas which are not equipped with a security camera, 

like the corridors. The drones can send a warning signal to the AI, to 

signal that they have detected anything out of the ordinary. However, the 

video feed of the drone works like all the other camera feeds. This means 

that the AI has to actively select the corresponding video feed to inspect. 

  

The monster wins if it manages to cut off the power supply of the airlock 

and escape the facility. The winning condition for the scientists is to 

either keep the monster inside the facility till the end of the round, or to 

kill it beforehand. 

 

.. Characters 

 

Each round the game randomly assigns each player a character. Six players 

take on the role of a scientist, one player takes control over the station AI 

and the remaining player gets to control the monster.   
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.. .. Scientists (six players) 

 

The goal of the scientists is to either kill the monster, or keep it inside 

the facility until the timer for the facility self-destruct finishes.  

Scientists have 3 life bars which represent their health, up to 2 life bars 

regenerate over time if they take no further damage within a certain 

timespan. Each scientist has a different character model and is able to 

repair damaged objects, like security cameras or electric circuits. While 

repairing damaged components the scientist cannot move or use any 

equipment. Different components have different repair times, once a repair 

attempt is interrupted the progress is lost. Furthermore scientists are 

equipped with a self-defense gun and a flashlight.  

Once a scientist is killed, the player can take control of a drone that acts 

as an additional video feed for the station AI.   

 

Following scientists are in the research facility during the incident: 

 

Dr. Garry Wilson (American: male) Dr. Philip Triggs (American: male) 

 
Dr. Merle Wolf (German: female) Dr. Lucius Svendsen (Norwegian: male) 
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Dr. Ridley Simons (American: male) Dr. Reinhilde Horn (German: female)  

 
 

.. .. Station AI - MaASAI (one player) 

 

The player-controlled station AI MaASAI (Monitoring and Alarm Sounding 

Artificial Intelligence) has a map at its disposal, with which it can monitor 

the facility’s components as well as active weapons within the complex. The 

AI also has the ability to look through security cameras of different rooms 

to spot the escaped monster. Scientists are notified by the AI about events 

through the speaker system of the station. The AI can choose between several 

predefined messages, for example that the monster was sighted in the room 

he is currently observing. The chosen message is communicated through the 

speakers immediately. Whenever a player dies and takes control of a drone, 

the station AI gains one additional video feed. The AI can receive warning 

signals from the drones and thereby gain additional information about the 

location of the monster.  

 

.. .. Monster – h.u.g.O (one player) 

 

The monster h.u.g.O (huge unspecified genetic Organism) has to escape from 

the research facility before the timer for the self-destruction sequence is 

finished. In order to do so the monster player must damage enough electric 

circuits to fully drain the airlock’s power supply, which seals the facility 

from the outside world. The monster has 4 life bars and two different 

forms. 
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.. .. .. Monster-Form 

 

In the monster form it can attack scientists and try to kill them. A dead 

scientist can be consumed; this heals one life bar of the monster and 

activates the human form. After a body has been consumed, a splash of blood 

remains where the consumption happened. Benefits of the monster form are 

that the air shaft network can be used, and that the movement speed is 

increased. Attacking a human from behind results in an instant kill 

(backstab), otherwise a successful hit deals one bar of damage. 

 

.. .. .. Human-Form 

 

In the human form the monster has all abilities and equipment of the 

consumed scientist. As a result the monster can blend in with the other 

scientists. The increased movement speed and the attack are not available, 

however it can use the self-defense gun of the scientists. The form can be 

left at will but can only be reentered by consuming another human. The 

monster also sheds its human skin if it is hit by a lethal shot of the self-

defense gun. 

 

.. Game Elements   

.. .. Station Lights  

 

Rooms and corridors are lighted by artificial lights which are powered by 

several generators. Those generators can be damaged by the monster. A 

damaged generator produces no or only sporadically energy, causing the 

lights of the facility to flicker and fail. Scientists can repair a damaged 

power generator by standing nearby and holding the interaction key / 

button. The repair process takes 5 seconds.   

 

.. .. Power system of main Airlock 

 

The main airlock is powered by 8 power sources (energy level) which are 

distributed throughout the research facility. When a power source is 

damaged the energy level of the airlock is temporarily reduced by one. If 

the damage is not repaired within 2 minutes the energy level stays reduced 

permanently and the damaged power source cannot be repaired for the rest 

of the game. If all power sources are damaged, the airlock opens 

automatically and the monster has the best opportunity to escape. 
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.. .. Air Shaft Network 

 

Rooms and corridors are connected through a network of air shafts. Those 

are quite narrow so that a scientist does not fit in. However the monster is 

slender enough to crawl into the air shaft network and use it as a shortcut 

or escape route if necessary. Opened air shafts stay open as a possible 

indicator of the monster’s taken routes. 

 

.. .. Security Cameras  

 

Security cameras are used by the AI-Player to inspect rooms of the research 

facility. Cameras show the room from a specific position and angle. A camera 

can be rotated to a certain degree. Only one room can be observed at a time. 

Switching from one room to another takes 0.3 seconds. The camera screen gets 

grainy during transition and is permanently grainy if the selected room 

camera is damaged. 

 

.. .. Self-defense gun (SDG)  

 

Scientists carry a weapon called self-defense gun also known as SDG. The 

SDG has two modes; depending on the mode different projectiles are shot. 

After each shot the weapon automatically recharges power for about 1 second.  

 

.. .. .. Stun-mode 

 

In stun mode the weapon can shoot immediately and fires a non-damaging 

projectile that stuns the target for 0.5 seconds.   

 

.. .. .. Lethal-mode  

 

In lethal mode the weapon can shoot a projectile that deals damage to the 

target. To fire a shot the weapon must charge power for about 4-5 seconds. 

While the weapon is charging power a loud sound is emitted. The weapon can 

hold the charge for roughly 3-4 seconds before the shot is automatically 

released. A human hit by the projectile takes 3 damage (instant kill), the 

monster takes 1 damage. 
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.. Interface 

 

The game conveys all necessary information through natural elements. 

Therefore it doesn’t rely on any display overlays. The interfaces of the 

scientists, the monster and general information about the state of the 

facility are integrated naturally into the environment and/or equipment. 

The Interface of the AI is designed in the fashion of a computer interface. 

 

.. .. Scientists and h.u.g.O. (Monster) 

 

The scientists and the monster are controlled in first person perspective. 

The current health of the scientists as well as the monster is visualized on 

wrist bands. Information about the SDG weapon status is displayed on the 

weapon itself (changes shape / color). 

 

.. .. Facility 

 

Information about the current state of the energy barrier of the security 

door system is conveyed through light bars on the door itself, as well as on 

monitors spread throughout the facility. These monitors also hold 

information about the remaining time until the destruction of the facility. 

Additionally, the AI automatically announces the remaining time in fixed 

intervals through the speaker system. 

 

.. .. MaASAI (AI-Player) 

 

The interface of the AI is as a 2D top-down map, showing the structure of 

the research facility and all essential components represented by signal 

lights. Undamaged components are shown as green lights, damaged ones as red 

lights and permanently damaged components are grayed out. This way the AI 

can see at a glance how much energy is left to supply the main airlock. 

Additionally if a weapon is drawn it is also displayed on the map, colored 

blue if in stun mode, and orange if in lethal mode. Symbols on the map can 

be selected with the cursor. After selecting a gun symbol, the scientists can 

be informed about the weapon’s mode and location by the press of a button. A 

red component symbol is used to inform the scientists about the location of 

a damaged component. When the AI-Player selects a room on the map, the 

respective view of the camera is displayed automatically in a corner of the 

screen, until another one is selected. By the press of a key / button the AI-

Player can bring up a selection wheel. Here they can select a phrase that 

they want to communicate to the scientists via speakers. These phrases, like 

the monster being sighted, are in reference to the selected room. 
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.. Online Highlights 

 

Match-Lobby and simple player progression system. Through the progression 

system players can unlock new skins for in-game characters and weapons. 

 

.. Tech Highlights 

 

The game supports voice-chat. To prevent the monster-player from giving 

themself away through their voice when in human form, all voices are 

distorted. Furthermore, conversations - just like any sound - can only be 

heard for certain distances. Therefore, voice-chat only works between 

players that are within certain proximity to each other. 

 

.. Art & Audio Design 

 

The game conveys the same feeling of isolation and hopelessness as the John 

Carpenter movie The Thing. However, as opposed to the movie, the interior 

look of the research facility is sterile and clinical, mostly kept in bright 

colors such as white. This generates a nice contrast to all the blood and 

gore, like the snow/blood combination of the movie 30 Days of Night, and 

provides a recognizable look.  

The scientists are dressed in coats, that are tailored sharp and streamlined. 

The color scheme of the coats is mostly white, with some colored highlights. 

  

The sound design of the game consist of appropriate ambient sounds such as 

the humming of generators, the draught produced by air vents or the peeping 

of various machines. The remaining time until the self-destruction of the 

facility is regularly announced through the speaker system of the facility. 

This, and other announcements of the AI through the speaker system sound 

like they should - a voice through a speaker. Voices of the players are 

distorted, in order to prevent the recognition of the players among 

themselves just by their voices.  

Killing and consuming actions of the monster produce gruesome sounds, to 

underline their visual impact. Actions of the scientists produce sounds as 

expected. 

 

.. Hardware 

 

Every modern Mid-Range Gaming PC should be able to run the game at 60fps.  

OS:  Windows 7/8.1/10 (x64) 

CPU:  Intel Core i5-2400/AMD FX-8320 or better 

RAM:  4 GB RAM 

GPU:  NVIDIA GTX 670 2GB/AMD Radeon HD 7870 2GB or better 

Storage: 5GB 
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Game-World  

.. Background Story 

.. .. The research facility 

 

The research facility is a highly secure construction with self-sustaining 

power supply located 10 kilometers under the ground. It is equipped with 

top-of-the-line scientific instruments for the execution of biological 

procedures, providing ideal prerequisites for the experiment. The whole 

complex is kept in a very sterile and clinical manner. 

An artificial intelligence, MaASAI, is supervising the scientists’ work and 

every move of the shapeshifters. 

 

.. .. The experiment 

 

The scientists in the research facility are experimenting with the genetic 

manipulation of multiple organisms as contracted by the US-military. They 

have been hired to develop an organism that can alter its appearance.  

Their latest creature, known under the codename h.u.g.O. is the most 

promising result of the scientists’ research to date. This creature is 

genetically based on a human, however it has been severely genetically 

modified in order to allow it to change its appearance. 

 

.. .. Previous Incidents 

 

Although the organisms are locked up permanently, some of the experiments 

tried to break free. Thus, the scientists are additionally equipped with a 

special weapon called SDG (self-defense gun) which has been barely used yet. 

 

.. Goals 

.. .. Scientists 

 

They are determined to prevent that their creation escapes the research 

facility, in order to save the rest of humanity. In order to accomplish this, 

they have activated the self-destruct sequence of the facility and are 

determined to prevent the monster from leaving, even if it costs their lives. 

 

.. .. Artificial Intelligence (MaASAI) 

 

MaASAIs highest priority is to keep the facility sealed until the self-

destruction sequence is finished. Therefore it will assist the scientists as 

long as they prove useful to achieve this goal, but all human assets are 

expendable. 

 

  



Treatment | Codename: Mimikry 

Page | 15   

.. .. Monster (h.u.g.O) 

 

h.u.g.O. is angry at the entire human race after what the scientists have 

done to it. Its only desire is therefore to escape from the facility and get 

revenge. h.u.g.O’s only desire is to escape from the facility. 

 

.. Character Descriptions 

.. .. Scientists 

 

The 6 scientists in the research facility are some of the top biologists and 

chemists in the world. The contract by the US-military was very convenient 

for them, as they had always wanted to try their hands at genetic 

manipulation. Upon the escape of the monster, although they are proud of 

their research, they see what damage this beast can do and are determined to 

sacrifice their own lives to make up for the atrocities they committed 

against life. The scientists are each equipped with a self-defense gun (SDG), 

that they can use to stun or weaken their creation. 

 

.. .. Artificial Intelligence (MaASAI) 

 

The AI MaASAI (Monitoring and Alert Sounding Artificial Intelligence), 

originally created by Dr. Wolf has developed a certain degree of 

personality and self-awareness over the years. Today its purpose is to 

watch over all experiments that are conducted at the facility. 

 

.. .. Monster (h.u.g.O) 

 

The monster h.u.g.O. (huge unidentified genetic Organism) is a Shapeshifter 

with enormous strength and cleverness. It is, for example, cunning enough 

to comprehend the talk of the scientists and patient enough to wait for the 

humans to make any mistakes. It lurks in the dark until a worthy prey shows 

up - it fights only in emergency situations. By consuming a human, it can 

transform into its prey’s shape and imitate its behavior, even communicate 

with the other scientists. When h.u.g.O is not transformed, it can slip 

through very small holes, like ventilation shafts, by deforming its body, 

allowing it to quickly traverse the facility.  
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.. Mission- / Story-Progress 

 

Each match starts with the initiation of the facility’s self-destruct 

sequence. While the sequence counts down, the monster tries to damage 

important components in the facility, to lower the energy barrier of the 

security door system. Ultimately it tries to escape through that door, if the 

barrier reaches zero. The scientists, with the help of the AI, try to prevent 

the monster from escaping, by sacrificing their own lives. They can achieve 

this by either repairing the components in time to increase the energy 

barrier of the security door or confronting the monster. However, if the 

monster succeeds, humanity is destined to meet a very grim fate. 

 

.. Concept Arts / Screenshots 
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Game Controls 

.. Controller Layout 

.. .. Scientist 

 
 

.. .. Monster (h.u.g.O.) 
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.. .. Artificial Intelligence (MaASAI) 

 
 

 

 

.. Mouse and Keyboard 

.. .. Scientist 

.. .. .. Mouse 

 

Move   rotate character 

Click left  fire stun shot 

Hold left  charge lethal shot 

Release left abort charge / fire fully charged shot 

Wheel   change SDG mode 

 

.. .. .. Keyboard 

 

WASD   move the character 

Space   jump 

E   interact with objects 

Q   toggle flashlight 

Ctrl / C  toggle crouch 

 

  



Treatment | Codename: Mimikry 

Page | 23   

.. .. Monster 

.. .. .. Mouse 

 

Move   rotate character 

Click left  use attack 

Click right  consume knocked down scientist 

 

.. .. .. Keyboard 

 

WASD   move the character 

Space   jump 

E   interact with objects 

Ctrl / C  toggle crouch 

 

.. AI player 

.. .. Mouse 

 

Move   move cursor / rotate camera 

Press left  activate message menu on selected object 

Release left select message 

Press right  enable camera rotation, disable cursor 

Release right disable camera rotation, enable cursor 

 

.. .. Keyboard 

1 – 9   quick select room 1 - 9 
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Production 

.. Developers 

 

_Atzlinger Herwig | programmer 

Student at University of Applied Sciences Salzburg MultiMediaTechnology - 

GameDev & Mixed Reality, 4th term 

C#, C++, intermediate knowledge of Unity 5 

 

_Lang Andreas | programmer 

Student at University of Applied Sciences Salzburg MultiMediaTechnology - 

GameDev & Mixed Reality, 4th term 

C#, C++, basic knowledge of UE4, intermediate of Unity 5 

 

_Lechner David | programmer 

Student at University of Applied Sciences Salzburg MultiMediaTechnology - 

GameDev & Mixed Reality, 4th term 

C#, C++, intermediate knowledge of Unity 5 

 

_Zobl Ralf | programmer 

Student at University of Applied Sciences Salzburg, Multimediatechnology - 

GameDev & Mixed Reality, 4th term 

C#, C++, intermediate knowledge of Unity 5 
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.. Estimated Costs 

 

6 months pre-production: 

4 programmers   á 500 €/month gross 

2 3D artists   á 500 €/month gross 

1 sound artist   á 500 €/month gross 

 

Total pre-production costs: 21.000€ 

 

4 months development: 

4 programmers  á 750 €/month gross 

2 3D artists   á 750 €/month gross 

1 sound artist  á 750 €/month gross 

 

Total development costs: 21.000€ 

 

10 months of rent: 

 

Shared office space á 250€/month 

 

Hardware 

 

Development PCs:  8x (á 1.000€) 

Drawing Tablets:  2x (á 500€) 

Xbox360 Controller: 4x (á 30€) 

Dualshock4 Controller: 4x (á 50€) 

 

Total hardware costs: 9.320€ 

 

Software 

 

3D Modeling:  2x Autodesk Maya (185$/month) / Blender (free) 

Texturing, Concept Art: 3x Photoshop (29.99€/month) / Gimp2, .NET Paint (free) 

Sound:   FL Studio (189€) / Audacity (free) 

Programming:  Visual Studio Community (free) 

 

Total software costs: 189€ 

 

Steam release cost 100$ = 88.82€ 

 

Total costs: 54.097.82€ 
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.. Project Plan 

.. .. Implementation 

 

Unreal Engine 4, C++, DirectX 11, Windows 

 

.. .. Preproduction: 07.2017 - 02.2018 

 

1. Development of a multiplayer prototype 

2. Acquisition of preliminary assets 

3. Assign development responsibilities of team members 

4. Define project milestones (Roadmap) 

 

.. .. Development: 03.2018 - 06.2018 

 

March to mid of April 

1. Basic multiplayer functionality  

2. Basic gameplay mechanics for all characters 

3. Basic world interaction features (open doors, power system, repair objects) 

 

Mid-April to end of May 

1. Scientist SDG features 

2. Monster consume feature 

3. Monster travel through air shaft feature 

4. MaASAI user interface 

5. Security cameras 

6. Scientist death spawns playable drone 

 

June 

1. Balancing  

2. Feature polishing  
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Competition 

 

Deceit 

Friday the 13th: The Game 

Evolve 

White Noise 2 

Daemonical 

Last Year 

  

.. Highlights 

 

All of these games are asymmetrical multiplayer horror-games featuring a 

group of humans that have to flee from a menacing and powerful monster. 

All monsters have special abilities that enable them to kill the humans more 

easily, in Deceit the monster is a shapeshifter that can assume the players’ 

forms. 

In each game, the survivors have to flee from the monster and in order to 

accomplish that, they have to complete certain tasks, like restoring a phone 

(Friday the 13th) or starting up a generator (Dead by Daylight). 

  

.. Difference 

 

In our game, the goal of the players is inverted: The monster has to escape 

and the scientists have to try and prevent this. Unlike in Dead by Daylight, 

Last Year or Friday the 13th: The Game, where the survivors have to complete 

tasks in order to escape, in Codename: Mimikry, the monster has to complete 

the tasks in order to eventually leave the facility. 

Furthermore, our game introduces the Artificial Intelligence-Player 

MaASAI, which can assist the humans by providing information of the 

whereabouts of the monster. 

Of all examined games, only Deceit features a shapeshifting monster that 

can take on the humans’ form. However, this game plays very differently, as 

humans keep respawning and victory is decided by score at the end of the 

round. 

A core element of our game which seems not so apparent in the other games is 

the psychological aspect of not knowing who the monster is. Due to the 

distortion in the voice chat, players are unable to find out the monster by 

its voice, it can suggest being one of the survivors, and mistrust between 

the humans can arise. 


