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Abbreviations

AC:Or Assassin’s Creed: Origins
E:D Elite Dangerous
FANF Five Nights at Freddy’s
GOW God of War
GTA V Grand Theft Auto V
Odyssey Assassin’s Creed: Odyssey
PoP:SoT Prince of Persia: Sands of Time
RDO Red Dead Online
RDR2 Red Dead Redemption 2
Sekiro Sekiro: Shadows Die Twice
SH2 Silent Hill 2
SMG Super Mario Galaxy
TDC That Dragon, Cancer
Isaac The Binding of Isaac
TWD The Walking Dead
W3:WH The Witcher 3: The Wild Hunt
NPC  Non-player character (an in-game character who is other to your 

avatar and controlled by the game)
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