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Game Overview
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Dybbuk is an action adventure first person shooter, and takes place in a haunted mansion.  In it the player controls the spirit of Elan Vitale as he gets freed from a spiritual prison in the depths of the mansion and tries to regain his memory of how he got there.  To find clues to his past, Elan must make his way through the mansion.  The house is now inhabited with spirits, fiends, and human scientists fighting each other.  It features the quick action of a first person shooter with puzzle and planning elements of an adventure game.  The game takes place in a chilling haunted mansion with a dark, atmospheric story that makes the game appeal to more mature gamers looking for quick action and an engaging story.

The player’s main task in Dybbuk is to navigate through the mansion defeating the groups of humans and spirits who are getting in the way of solving the puzzles that reveal the past.  The focus of the game is on the combat that takes place and defeating two different groups of enemies that are fighting each other, and the player.  In order to defeat the enemies the player will have to make use of his unique ability to possess physical beings.  Once the player has possessed a character, they will have access to that character’s particular weapons and abilities, enabling them to defeat enemies they otherwise would have no chance against. 
Throughout the levels the player will encounter puzzles that have to be solved before moving on.  The puzzles revolve around the mysterious machine that the mansion is built upon.  To help solve some of the puzzles, hints in the form of flashbacks to the time when Elan was alive, will be utilized.  In this part of the game, the focus is on solving the puzzle presented.  At these times Elan’s cat will appear and if the player spends a long enough time not completing the puzzle, will help the player out by drawing attention to the most important part of the puzzle that still has to be solved.

Once the player reaches the last level of the game, it is revealed that they were murdered, their body stolen by Tobias Dybbuk and in order to rest in peace must kill their body.  When the player finally kills Tobias an ending cinematic completes the game and shows the house and the machine being destroyed with Elan being able to rest in peace.
Game Story
Elan Vitale is a man in his prime who has a knack for repairing antiques.  It is no surprise when his reputation of being able to repair even the most complex antiquity draws the attention of the elderly Tobias Dybbuk.  Tobias entices Elan with details of a very unique machine so large, and so old that the Dybbuk Mansion is built around it.  The actual function of the machine is unknown, that information was lost at some point as the house passed down from one generation to the next.  The mystery of the machine is more than enough to entice Elan and he moves, with his cat Nyx, into the mansion.  

For months Elan studies the machine, slowly figuring out how to make it run once more.  Custom parts have to be specially designed and ordered to replace broken or missing pieces.  Large conduits, originating deep in the ground and spreading out from the house in six directions, converge on the machine.  The purpose of the conduits is the one thing that Tobias seems certain about; that they provide some form of mysterious power to the machine.  He is adamant that Elan not try and turn that power on until the machine is completely repaired.  What would happen if the power were turned on seems to frighten Tobias but he will say nothing more.  As Elan starts getting close to fixing the machine he starts noticing strange ghostly figures always just at the edge of his sight.  When mentioned to Tobias he waves them off as illusions and Elan gets the feeling they should not be brought up again.  Elan starts feeling uncertain, but continues and finishes the repairs quickly.

Tobias is excited when he hears that Elan is finished and wants to power the machine up immediately.  Elan objects, but Tobias assures him that nothing bad will happen and Elan gets the feeling that Tobias knows a lot more about the machine than he has let on.  Tobias is adamant that Elan throw the final switch to turn on the machine, and when he refuses, threatens to not pay for the repairs.  Elan reluctantly throws the switch, wanting only to get away from Tobias with his money as soon as possible.  The conduits surge with energy, the mansion shaking as the machine activates.  Before Elan can do anything, his soul is torn from his body and lifted up above the machine.  The function of the machine is now painfully clear.  The conduits funnel the spiritual energy of the ley lines directly into the machine, the purpose of which is to switch the soul of one body into the other.  Elan’s spirit sees Tobias’ elderly body empty and Tobias taking over his body before being dragged downwards into a special container below the mansion, next to the containers of the other unfortunate souls that Tobias has stolen the bodies of.

Elan remembers nothing when Nyx knocks the container over, freeing him from his container.  He is confused and finds his way out of the catacombs of the mansion.  Bits and pieces of his memories come back as he wanders the mansion, trying to survive in what has become a battleground.  While the machine was off, Spectres and Fiends were free to come through the ley lines and into the house.  Tobias was able to keep them at bay and out of Elan’s sight for the most part through some power of his allowing him to exert control over a limited amount of them.  Now however, the increased supernatural activity has caused scientists of the paranormal to converge on the house and investigate.  With the ensuing chaos of the scientists and supernatural beings fighting, Tobias is unable to continue to exert his control.
Game Mechanics

Dybbuk is a first-person 3D shooter game that is being developed by as a total conversion of Ritual Software’s SiN engine.
Camera

In the game, the player will be in control of their player character in a first person camera view. This view allows the player a close-up view of the world and the feeling of being the character that they are controlling.   During possession the camera will go to a third-person view to witness the possession and then enter the new possessed body.
Possession

When the player is in spirit form they are able to possess other characters except spectres (ie. It is possible to possess the cat, fiends, and humans).  When the player possesses a character, and that character dies, the player is kicked out of the body and disoriented for a few moments.  The player’s HUD changes when you possess different character types. The abilities and weapons of the possessed character are available to the player.  Possession of some characters is necessary in order to complete some of the levels.  Planning is required to make sure that characters whom might be necessary to complete the level do not die quickly, or the player, himself does not kill them.
GUI

Pre-Game Interface

The pre-game interface will be comprised of a two-dimensional menu system with images and text.  The options will include changing settings (video options, control setup, sound setup), start a new game, play a saved game, and view the credits.  The navigation of the interface will be possible using the keyboard, the mouse, or a combination of the two.
In-Game GUI

The majority of the screen will be filled with the action of the game.  A small portion of the screen on the left and right edges of the screen will be taken up with indicators for health, ammo, and which weapon you are currently using.  The look of the GUI will change when the player possesses characters.  Each type of character has a unique looking GUI to help the player be able to quickly tell which character they are possessing.
Health:  The health will be represented by an outline of the body the player is currently possessing.  The outline will be completely filled in with a solid color when that body is at maximum health.  When the body takes damage, the filled-in portion will decrease.  The body is dead and will no longer hold Elan’s spirit when the health indicator becomes an outline with no solid color.  The same system is used for Elan’s spirit’s health, except that when that health decreases to nothing the game is over and the player has lost.  The health of the player character’s spectre form is always displayed.
.

Ammo:  The ammo indicator will be unique to the type of weapon that the player currently has.  All weapons have limited ammo, and a numerical indicator will display the exact amount the player has left.
Weapon:  The weapon the player is carrying will be indicated by the weapon model visible at the bottom of the screen.  The weapon models will have animations, and be attached to the player character’s hands to better simulate a first-person view.
Possession:  The player will be able to tell if they possess a character or not by the changes in the Health, and Weapon displays.  When the player possesses Nyx, the world will be rendered in a way that mimics a cat’s view.
Weapon Charge-Up:  For the weapons that are capable of charging up, the amount of charge that has currently been built will be displayed on the weapon model in first-person, or the weapon icon in third person.  The charge-up indication will have a maximum charge which when reached will not allow the weapon to be charged up further.
In-game Menu
A menu will be available to the player while they are playing the game.  The menu will include the options to save the game at the player’s current location, load a previously saved game, change the controls for the game, change sound and video options, and exit the game to the pre-game interface.  The menu will be navigable by the keyboard, mouse, or a combination of the two.
Pausing

The only way to pause the game is to escape to the menu.  While in the menu, the game world will not be updated and once the player exits the menu, or selects the return to game option, the game will resume from where it was before the menu was entered.
Saving

The player’s progress is automatically saved between levels and at the beginning of flashbacks. It is also possible for the player to save at any time through the in-game menu.
Story
The story will be told through the use of in-game cinematics and 2d cinematics.  A voice-over narrative, and text will accompany the flashbacks and will be the voice of Elan as he pieces back together his memories.  The cinematic mode will be quickly recognized as they are presented in a letterbox mode.  Both types of cinematics will be able to be skipped by pressing either the primary fire key, or the menu key.
In-game Cinematics
In-game cinematics will be created by scripting the players in the level to accomplish specific tasks.  They will be used for flashbacks and cut-scenes at important times during levels.
2D Cinematics

2D cinematics are comprised of 2d images that get panned across and various image effects applied.  The images will complement the in-game cinematics and provide the player with extra information to engross them in the game.  Characters who do not have models will also appear exclusively in 2D cinematics.
Health

It is possible for the player to have two different types of health.  The Player Health is always present and is a representation of the condition of Elan’s spirit.  When possessing, Elan’s spirit has the protection of the body it is in, meaning that the Player Health does not go down until all of the Possessing Health is gone.  It is possible to heal Elan’s spirit from health stations located throughout the levels near the ley lines.
Player Health

As a spirit, the player will have health associated with him.  Once his health gets depleted to nothing Elan’s spirit is condemned to eternal unrest.
Possessing Health

While possessing another character, the body being possessed acts as a shield to the spirit within.  A separate indicator for this extra health appears on the GUI and no damage is applied to the spirit until the Possessing Health is completely gone.
Player Help

The player will be able to possess Nyx and see the items in a room that are interactive as highlighted in a different color.  In this way, the player can tell what items might be important to the current puzzle.
Control Summary

The default control setup will be based on standard first person shooter games.  The player will use a number of different controls to maneuver around the three dimensional game-world.  The controls are designed with a keyboard and mouse in mind, but it is possible to play with only the keyboard.  The following actions are all available to the player.
Move forward/back:  The player will use these keys to move their player character forward and backward respectively, in the current direction the character is facing.
Move left/right:  The player will use these keys to ‘strafe’ their character to the left, and right respectively, relative to the direction the character model is currently facing.
Look left/right:  The player will use these keys to move the character’s viewpoint as if they were turning their head.  The player can look in a direction without changing their models orientation by using these keys.
Jump:  The player is able to make the character jump vertically or in an arc in the current direction of movement.  The character will be pulled down towards the floor once in the air by gravity.  If the player jumps as a spirit, they will float up to a maximum height and then float at a slower pace down to their normal floating height.
Crouch:  The player can crouch, thereby reducing the size of the target they present to the enemy.  While crouched, movement is slowed to compensate for being harder to hit.
Fire:  The player will hit the fire key at any point in the game and it will fire their currently selected weapon.  If they have no ammo for the weapon, or the weapon has not fully recharged from the last time it was fired, pressing the button will have no effect.  During cinematics, this key may be pressed in order to skip ahead.
Alternate Fire: The player will use alternate fire to make use of the weapon’s other means of firing.  For most weapons this is a ranged attack.

Possession: The player will use this action to possess other characters in the game. The same key is used to stop possessing a character.
Use: This key allows the user to interact with the interactive objects in a level.
Menu:  The player will be able to escape to a menu at any time to pause the game, modify their computer settings or quit. During cinematics this key may be pressed to skip ahead.
The World Layout
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First Level

Primary focus:  Tutorial level to introduce the player to the concepts of possession and basic combat.  Player will also witness a battle between the scientists and the monsters to present the idea of a larger battle waging in and around the house.

Characters used:

Spectres

Level Description:  The game starts with the player inside a stone mausoleum underneath the Dybbuk mansion.  The room is small and dark.  The only objects in the room are shelves with jars containing the souls of other people Tobias Dybbuk has stolen a body from and Elan’s cat from when he was alive.  The cat, Nyx, is seated in the only spot on the shelves where a jar is missing; the jar that contained Elan is now in pieces on the floor beneath Nyx.
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The tomb is designed imprison the souls of Tobias’s victims and has no obvious way out.  To escape the room, the player must use his possession ability to possess Nyx 
and make his way through small crack in a corner of the room.  This is the central ability of the player throughout the game and is meant to be presented here in its most basic form.  On-screen help will be provided to indicate to the player what button to push and how possession works in general.

When the player emerges from the crawl space leading out of the tomb, he finds himself in the basement of the house.  This is larger area than the tomb and is just a part of the whole underground of the house.   The area of the basement around the tomb is furnished with ancient religious symbols, obelisks, hieroglyphs and carvings in the walls.  The tomb is topped with a large piece of machinery and tubing that rises up to the ceiling, all of which stands in contrast with the ancient religion motif of the rest of the room.  

While in the basement, the player will have some time to explore before Spectres emerge to attack.  This battle will introduce the player to his weak combat abilities as a ghost, but should present no real threat to his “life”.  The battle will move the player to a separate part of the basement where the motif transitions to more like that of a traditional basement, with parts containing a furnace, ale barrels, etc
. 

The way out of the basement leads up and into
 a hallway that runs along the main hall of the house.  Through windows separating the hallway from the main hall, the player will witness a battle being waged between the scientists and the monsters before being lead into the library, which ends the first level.

Second Level

Primary focus: To outline the basic rules of the player’s ghostly state, allow the player to exercise his possession abilities in combat and to reveal more about who the player was when he was alive.  This level will emphasize the possession of the human characters and feature the first of three flashback puzzles.

Level Objectives:


Fight as a human


Provide guidelines for “life as a ghost”


Allow player to use possession in combat


Get to Elan’s quarters


Outro: reveal part of plot revolving around who the player is/was in life


Introduce Tobias

Characters used:


Light Scientist


Spectre

Level Description: In the library, the player will find a book
 on a centrally placed pedestal.  When the player approaches the book, it cues a cinematic of a pages turning in a book.  The cinematic outlines the rules of the player’s ghostly state, namely that ghosts cannot pass through stone, the ability to possess physical beings and assume their characteristics, how health and armor work, and what is the threat of “death”, etc. 

When the player opts out of the paused state of the book, a group of light scientists enter the room
 running scared.  The player must possess and fight as one of the scientists.  If the player does not possess one of the scientists inside of 30 seconds, they will detect him and begin to fight him.  Once the player possesses one of the scientists, Spectres will begin to flood the library, igniting the first large battle of the game.  

The fight continues through the trophy room/game room and briefly outdoors before arriving at Elan’s quarters in a building off the main house.

Elan’s Quarters are where he lived and worked while he was restoring the machine in the house.  It is something like a barn, with a stable for transporting the larger pieces that he had to work on; there is a tool shed and his personal space, such as his bedroom, bath and study.  This area contains all of Elan’s personal possessions; one of them will be interactive and cue the first cinematic flashback providing background about who Elan was, how he came to be in the employ of Tobias Dybbuk and what his job was at the Dybbuk Mansion.

This area will be a cool zone, free from combat, and if the player possesses Nyx, he will be able to more easily identify the interactive object for the flashback, as well as paths to secret areas where he may recharge his ghostly health.  

Third Level

Primary Focus:  The player is encouraged to primarily possess and fight as the monsters and the machine is more clearly introduced as integral part of the house.

Level Objectives:


Reveal machine nature


Get to the ballroom


Introduce Fiends


Introduce Medium Scientist

Characters used:


Spectres


Fiends


Light Scientists


Medium Scientists

Level Description: The player moves out of Elan’s quarters to an outdoor area that quickly leads to the graveyard.  In the graveyard the player encounters the Fiend character class for the first time.  A large battle ensues, which leads the player into the hedge maze.

The hedge maze leads back to the house and the battle continues throughout, with close combat happening within the hedge maze as well as ranged fire coming from perched positions along the house.  In general, the scientists are on the run here, as the introduction of the Fiend has tilted the balance of power in the monsters direction.  There will also be scripted battles happening between the scientists and monsters to offer the player plenty of opportunities to possess and battle in whichever way he sees fit.

The hedge maze opens up to a courtyard at the back of the house.  Here the player is introduced to the second human class, the Medium Scientist.  The Light Scientists who have been getting chased all around the property are joined by their friends carrying modified blunderbusses that are much more effective against the Fiends.  The scientists retreat into the house to regroup and the monsters dissipate for the time being.

Moving into the house from the courtyard brings the player to the kitchen.  The kitchen is the first chance the player has to rest and recoup a little since he was in Elan’s quarters.  Exploration with the cat will reveal some secrets
 and there will be a health station to recoup before the battle heats up again.

From the kitchen, the player moves through the dining room and into the ballroom where a large battle occurs
 involving both Light and Medium Scientists versus Spectres and Fiends.

The ballroom is adjacent to the art gallery.  The art gallery is a large space with a number of rooms containing all the collected works of Tobias Dybbuk throughout the ages.  The battle in the ballroom opens up a breach in the wall that leads into the art gallery, where the player will have some time to explore a few of the areas and cool down before finding an object that cues the second flashback.  Interacting with the object in the gallery opens up a portal that reveals an extensive and central part of the machine, set within an ancient backdrop.  The machine spans multiple floors and goes deep into the ground.  Pipes flow in every direction.

Fourth Level

Primary Focus: To introduce the third class member of both factions, exercise the full extent of the gameplay and to reveal the sinister plan in its totality.

Level Objectives:


Reveal the sinister plan


Introduce Winged Fiend


Introduce Heavy Scientist

Characters used:


Spectres


Fiends


Winged Fiends


Light Scientists


Medium Scientists


Heavy Scientists

Level Description: The player returns from the flashback to find himself in the art gallery just as another battle is heating up.  As the battle starts to rage and the scientists have the Spectres and Fiends finished off, the first Winged Fiends to appear in the game by crashing through the ceiling of the art gallery.  Soon the ranks of the monsters are redoubled, more Spectres and Fiends appear, 
and the battle moves into the main hall of the house, that the player looked in on in the first level. 

The main hall is also designed as a major battle arena and, as was foreshadowed in the first level, that is exactly what takes place.  The scientists in the main hall are now joined by the third human character class, the Heavy Scientist.  At this point the player may possess and fight as any or all of the available characters in the game and this fight rages for some time.  The gameplay will encourage the player to exercise his new abilities with the Heavy Scientist, which would be the best strategy to dispatch all the Winged Fiends that have now descended on the house.

The best way out of the main hall as the rooms starts to clear is through a corridor and into the spa.  This path approaches the master’s quarters which are adjacent to the spa and natatorium.  The spa is a simple room, but foggy and wet, and although the battle starts to subside here, the player will not be complete sure until he reaches the master suite where Tobias Dybbuk’s bedroom, bath and personal study are located.

The master suite is a cool zone where the player will have some time to explore, find secrets, gain health and find another object to cue the final flashback.  The final flashback reveals the purpose of the machine and the circumstances of Elan’s death.  When Elan emerges from the flashback he finds that, like the object in the art gallery, this object has opened a passage to the machine room where the final battle begins.

Fifth Level

Primary Focus:  Kill the boss and win the game.

Level Objectives:


Destroy the machine


Chase and Kill Tobias

Characters used:


Spectres
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Fiends


Winged Fiends


Light Scientists


Medium Scientists


Heavy Scientists

Level Description: When the flashback ends and the player moves into the machine room, he finds a vast area underneath the house that contains the machine core in the setting of an ancient religious site.

A battle between the factions rages and Tobias appears to be furiously working on the machine.  The core of the machine is destroyed in the course of the battle enraging Tobias who turns his sights on the player, which initiates the boss battle.  In the machine room the player must beat the ancient spirit of Tobias out of Elan’s corpse.  Once that is accomplished, the battle continues on as Tobias fights in spirit form assuming the temporary possession ability that the player has had throughout the game.  Tobias, however, is wiser and more skilled at this technique than the player can ever be.

Tobias retreats, possessing and fighting all the way from the machine room out into the front of the house.  In this final area, with the house itself as a backdrop, the boss battle is concluded.  In this final battle, Tobias possesses and fights both human characters and monsters with a speed and dexterity that presents quite a challenge to the player.
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Characters

The characters will all be made in 3D Studio Max where they will be rigged, textured and animated before being exported to a modified SiN model format.

Elan Vitale:  
Elan Vitale is a restorer of antiquities who is the main character of the game.  The player plays the majority of the game as Elan’s spirit, trying to find out what has led him to the position he is currently in.  
Tobias Dybbuk:  
When the player reaches the final level of the game, they will be faced with the final boss, who will be Tobias Dybbuk controlling Elan’s body.  Tobias before he takes over Elan’s body is only seen in cinematics.

Nyx:  
Nyx is an Egyptian Mau cat who belongs to Elan.  Once Elan was killed and his spirit trapped in the depths of the mansion, Nyx set about trying to find Elan and rescue him.  Nyx frees the player at the start of the game, and is present throughout the rest of the game.  While the player is in spirit form it is possible for him to possess Nyx.  When the player possesses Nyx the world will be seen as though through a cat’s eyes, with a wider field-of-view and grayscale colors.  Items in the level that are interactive show up as a different color when possessing Nyx. [image: image1.jpg]Feature Creep Games
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Scientists:  
A group of scientists have been attracted to the mansion by the massive amounts of paranormal activity.  There are three different kinds of scientists who carry different sets of weapons.  Each set of weapons have different strengths and weaknesses against the various opponents.  The scientists work together to rid the mansion of supernatural beings.  While the player is in spirit form it is possible for him to possess any of the scientists.  
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Spectres:  
Spectres are spirits similar to the player character with one major exception; they do not have the special ability to possess other beings.  It is not possible for the player in spirit form to possess other spectres as there is no physicality to the spectre.  They come from the ley lines while the machine is broken and are present in the flashbacks.
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Fiends:  
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Fiends are supernatural creatures who have come out of the ley lines while the machine is broken and who are evil in their nature.  There are two major kinds of fiends each with unique attacks.  While the player is in spirit form it is possible for him to possess any of the fiends.  The winged fiend can jump further.
Weapons & Attacks
A variety of weapons and attacks are available to the player.  None of the weapons are able to be dropped, and similarly it is not possible to pick up new weapons.  The only way for a player to get different weapons is to possess a character with the desired weapon.  Some weapons have a stronger attack when used against the appropriate enemy.  Weapons that are used against characters that are the same as the possessed character are weaker than against enemies of that character.
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Blunderbuss:  

This is a specially designed rifle that has both ranged and melee attacks used by the medium scientists.  It shoots electrically charged slugs that are designed to hurt both spectres and fiends.  If an enemy gets too close it is effective to jab them with the charged barrel of the rifle.
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Water Mace: 

This is the melee attack weapon for the heavy scientists.  It is a hollow spiked mace filled with holy water.  When it strikes a foe the holy water splashes out making it particularly hurtful to Fiends.

Holy Water Cocktail:

This is the ranged attack for the heavy scientists.  It is a concoction of holy water and chemicals contained in a special device designed to explode upon contact.  The cocktail is thrown at enemies and is particularly useful against Fiends.
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Dual Pistols: 

 Dual pistols, the light scientists’ only weapon, are designed to be most effective against spectres by firing electrical bursts.  The primary attack fires each gun in an alternating fashion.  The secondary attack fires the guns simultaneously to produce a super shot inflicting more damage.
Chill Touch: 

This is the only form of attack for spectres and requires them to get close to their enemy to be effective.  The spiritual nature of the spectres damages their opponents when they slash with their arms.  This is the melee weapon for the player when they are not possessing.
Fireball: 

 This is a ranged attack for the winged fiend.  The fiend conjures and hurls a flaming ball of spiritual energy.  It is most effective against the unarmored light scientists.  
Maul:
This is a flaming two-handed melee attack for the winged fiend that is most effective against the light scientists.
Shriek:

This is a ranged sonic attack that is most effective against the medium scientists.  It is projected out in a cone shape, affecting those closer to the fiend stronger than if they were further away.
Scratch:

This is a melee attack used when the fiend is in close proximity.  It is a toned down maul that allowing these fiends to attack at a faster rate.


Plasma Fling: 
It is a ranged attack of spiritual energy that is available to Elan’s spirit.  It is effective against all types of enemies, however the damage it causes is not as much as most of the weapons.
The following is a chart that outlines the weapons that each character has and who that weapon is strongest against.
	Scientists
	Melee
	Ranged
	Hurts

	Heavy
	Water mace
	Holy water cocktail
	Winged Fiend

	Light
	Pistol whip
	Blunderbuss
	Fiend

	Medium
	N/A
	Dual pistols
	Spectre

	Non-humans
	
	
	

	Spectre
	Chill touch
	N/A
	Heavy

	Fiend
	Maul
	Fireball
	Light

	Winged Fiend
	Scratch
	Shriek
	Medium


Music and Sound Effects

The sound effects will include the following:
	Sound Effects

	Children laughing
	Slamming

	Several wind sounds
	Cat hiss

	Hymns
	Creaking boards

	Chatting
	Cat purr

	Crickets
	Foot steps

	Flowing water
	Wind through trees

	Character catch phrases
	Faint singing

	Crackling fire
	Whispering

	Laughing
	Dogs barking

	Screaming
	Electricity noise

	Begging (“Please don’t hurt me”; “Please don’t kill me”, “No More”)
	Piano music

	Cranking
	Crying

	Banging
	Aiiiieeeeeee!!! (Fiend shriek)

	Rifle shooting
	Explosion

	Glass breaking
	Mace swinging through air

	Water sloshing
	Pistol shooting

	Ammo Shells hitting hard floor
	Mace impact

	Punch impact
	


The music will be in the background.  Slightly different music will be created for each level, giving each of them a different feeling.  Creepier music will be for the times when the player is playing as a spectre.  A more calming, classical music will be present during the flashbacks.  Dynamic music based on the different situations the player gets into.
Target Audience

The core audience for Dybbuk is for mature gamers, targeted at those who are 17 or above because of the more mature gameplay elements.  It is ideally for those gamers who like a good single player game and an interesting story.  It is for the most part a first person shooter which is one of the most popular genres in games today.  Updates to the game, patches, and a community area are all available from the Feature Creep Games website found at http://fcg.jerrith.com/ .
Marketing

Feature Creep Games will be providing plenty of resources for a marketing department.  There is an abundance of concept art and work in progress available for any special editions and promotions.  Feature Creep Games is also very open to being interviewed and contacted by the game industry media.  Additional information is available at http://fcg.jerrith.com/ .
Technical Specifications
The game is a total conversion of Ritual Entertainment’s SIN engine for Microsoft Windows.  Since the core rendering engine and game mechanics are solid, those will be left alone.  Many enhancements will be added to the graphical engine to support today’s state of the art hardware as well as making changes to the level design tool used by SIN.

Target System

	MINIMUM SYSTEM REQUIREMENTS

	Processor
	1.4 GHz Intel Pentium 3 or compatible

	Graphics Card
	ATI Radeon 8000 or OpenGL 1.2 compatible

	System Memory
	128 MB RAM  

	Hard Disk
	200 MB free hard drive space  


	RECOMMENDED SYSTEM REQUIREMENTS

	Processor
	2.0 GHz Intel Pentium 4 or compatible

	Graphics Card
	ATI Radeon 9000 or OpenGL 1.2 compatible

	System Memory
	256 MB RAM  

	Hard Disk
	400 MB free hard drive space


Development Tools

	TOOL
	NOTES

	Visual Studio .NET 2003
	Must have for development.  Already installed on all developers laptops.

	Visual SourceSafe
	File version control software.  To be used for all assets (code, art, and levels).  Already installed on a central server and set up for the development team.

	Photoshop 7.0
	Must have 2D art software.  Already installed on all artist and level designer laptops.  Programmers do not have but do have Paint Shop Pro 8.0, which will meet all of the needs for the project.

	3DS Max
	Must have 3D art development tool.  Artists will use 3DS for all models and animations.  Already installed on all developers laptops.

	SinEd
	Level Editor used for SIN.  All source code and binaries came with the engine and game source code.  We will be modifying this tool to work with the added technology.


Engine & Middleware

The engine being used is the SIN engine, which is a total conversion of the Quake 2 engine.  See Error! Reference source not found. for a detailed explanation and analysis of engine enhancements.

Rendering Enhancements

All lighting is done with light maps that are calculated in the map editor bsp compile process.  These light maps are loaded into the renderer and then every texture drawn is combined with these light maps.  While this system worked great for it’s time, it does not deliver the type of effects and stunning graphics of today’s games.

The table below lists the enhancements that are planned for the engine.
	RENDERER ENHANCEMENT
	COMMENTS

	Per Pixel Lighting
	Per pixel lighting is a fairly involved change to the engine but will greatly enhance graphics.  This includes both diffuse and specular lighting.

	Shadows
	Shadows add extreme realism to games.  Shadows can be very expensive to accomplish depending on which method used.

	Reflections and Environment Mapping
	Reflections are something many games don’t do well and can add a lot to the feel of the game.  This includes reflections in objects as well as mirrors.


A.I.

The A.I. will be modified to increase the believability of the spirits and humans fighting each other, and take into account the unique weapon classes.  A response to fire at possessed characters of the same group will also be added.
Level Editor

The existing SinEd level editor will be updated to allow for TGAs as the preferred format for textures.  Support for SiN’s .wal and .swl formats will be disabled to ensure that no existing content is used.  The editor will be updated to make it more familiar to the level designers who have an existing familiarity with QERadiant for Quake III and the major features that are missing from SinEd will be added to increase productivity.
Asset List

Concept Art

Characters 

For each character there will be a quick concept, model sheet, color study, associated weapons, and their attacks.

	Characters

	Elan Alive
	Light Scientist 

	Elan Ghost
	Medium Scientist 

	Spectre
	Heavy Scientist 

	Fiend
	Nyx

	Winged Fiend
	Tobias


Environmental

For each area there will be a main room, the key focus(es), a lighting study, color keys, and the objects that will be in that room.

	Environments

	Basement
	Front Courtyard

	Library
	Hallways

	Elan's Quarters
	Garden

	Main Hall/ Art Gallery
	Crawlspace

	Graveyard Hedgemaze
	Bedrooms

	Masters Quarters
	Baths

	Machine
	


3dStudio Models

Characters
For each model there will be a first-person model, a third-person model, a UV Map/Unwrap, and a rigged biped.
Elan Alive

Spectre

Fiend

Light Scientist 

Nyx

Modified Models

The following are a list of models that are game characters, but are a modification of another model.
	Models

	Game Character
	Modified Model

	Elan Ghost
	Spectre

	Winged
	Fiend

	Medium Scientist
	Light Scientist

	Heavy Scientist
	Light Scientist

	Tobias
	Elan


World Objects

Furniture

Machinery

Lights

Artwork & Antiques

Textures 
Each Character, World Object, and Level asset needs a Texture Map, Normal Map, Specular Map, and Alpha Map.

Animation
Each Character will have its own animation set with the following animations:

	Animations

	Walk
	Attack –L button 02

	Jump
	Death

	Crouch
	Suicide

	Use Item
	Strafe L

	Impact
	Strafe R

	Attack –R button 01
	Idles

	Attack –R button 02
	Lean R

	Attack –L button 01
	Lean L


Development Milestones

Milestone 1: Game Prototype

Completed: March 16, 2004

This will be a bare bones prototype with all of the essential game play.  The idea here is to get a playable version of the game up and running so that game play issues can be found and resolved.  This is the last stage to make drastic changes to the game play and game design if something just isn’t working or isn’t fun to play.

All rendering engine enhancements will be functional and working in the engine at this point.  This is because it gives the programmers enough breathing room to fall back on alternatives if these enhancements can not be achieved by this deadline.

All the level designers and artists will be working on game assets during this time.  A decent library of textures and models will be completed as well as preliminary levels for the game.

Milestone 2: Alpha

Completed: May 11, 2004

All game play features are implemented.  All levels complete and are at most only missing some assets and small details to polish the level.

Programmers will work on fixing bugs, optimizing code, and any small feature additions and enhancements to the game.  Artists will continue to work on assets for the game but will have the majority of the assets complete.

Play testing begins to try and break the game and find game design flaws.

Milestone 3: Beta

Completed: June 01, 2004

This means all game play features and assets are complete.  No changes are made and just bug fixes and extensive bug testing is done.  Any build here could potentially go gold as long as no bugs arise.

Milestone 4: Gold Master


Completed: June 08, 2004

Cheers echo throughout the halls of the Guildhall because the game has gone gold!
Milestone 5: Special Developer Presentation


Completed: June 22, 2004

A special presentation of the game by the developers to an elite group of VIPs invited for the unveiling of the game.  This unique event takes place on the eve of the game being put on shelves across the country. 
Development Plan

Documentation:

Start: 01/15/04 Finish: 06/01/04
Concept Doc – Greg, Adam, Ryan, Kevin, & Jon
Start: 01/15/04 Finish: 01/29/04?
Technical Design Doc – A.R., Aaron, Nick, Ryan, & Jon

Start: 01/29/04 Finish: 02/06/04

Design Doc – Adam, Kevin, Nick & Jon
Start: 01/29/04 Finish: 02/19/04
Asset And Dev Plan – Everyone
Start: 02/12/04 Finish: 02/27/04
Level Design Doc – Adam, Andy, & Greg
Start: 01/29/04 Finish: 02/19/04
Game Manual – Jon

Start: 05/11/04 Finish: 06/01/04
Art Development Plan:

Start: 02/01/04 Finish: 06/08/14
Kevin & Tim 

Weapon Concept Art

Start: 02/01/04 Finish: 02/27/04

Weapon Model

Start: 03/01/04 Finish: 04/01/04
Weapon Art

Start: 03/01/04 Finish: 04/01/04
Textures

Start: 02/20/04 Finish: 05/15/04

Character Models

Start: 02/01/04 Finish: 05/15/04
Level Design Development Plan:

Start: 02/01/04 Finish: 06/08/14
Adam, Andy & Greg
Level Design Doc

Start: 02/02/04 Finish: 02/23/04 

Game Prototype
Start: 02/02/04 Finish: 03/16/04
All Level Layouts Complete
Start: 02/23/04 Finish: 05/04/04
Scripting & Cinematics Complete

Start: 03/16/04 Finish: 05/18/04

All Levels Complete
Start: 02/23/04 Finish: 06/01/04

Play Test and Adjustment

Start: 03/16/04 Finish: 06/08/04

Programming Development Plan:

Start: 02/01/04 Finish: 06/08/14
Aaron, A.R., Nick, Ryan, & Jon
Core Graphical Enhancements
Start: 02/02/04 Finish: 02/27/04
Game Prototype
Start: 02/02/04 Finish: 03/16/04
Animated Model Exporter/Importer

Start: 03/15/04 Finish: 04/23/04

AI Changes Completed (still tweaking left)
Start: 03/15/04 Finish: 05/11/04

Complete Graphical Enhancements
Start: 02/27/04 Finish: 06/01/04
Gameplay Changes
Start: 03/02/04 Finish: 06/01/04
Development Team
Andy Burk -- Level Designer / Marketing Lead
Nick Chinnici -- Programmer / GUI Designer
Aaron Cole -- Programmer / QA Lead
Ryan Conlon -- Programmer / Producer
Kevin Dobler -- Lead Artist
Tim Evans -- Artist / Cinematic Lead
Adam Higdon -- Lead Level Designer
A.R. Schleicher -- Lead Programmer / Sound Designer
Greg Stone -- Level Designer / Game Designer
Jon Wilsdon -- Programmer / Technical Writer
Legal

All applicable material is copyrighted and protected by the Guildhall at SMU (http://guildhall.smu.edu/).  
Everything else is copyrighted by Feature Creep Games 
(http://fcg.jerrith.com/).

�Nyx should animate in some way to show he’s available for possession, and shriek and kick you out when spectres appear.


�We need a concept drawing here and more comprehensive list of contents.


�What’s the room that connects these two areas?


�This paused state book could have tabs and be accessible throughout the game?


� (We’re going to need great character speech sounds for this.  Like Marathon Bobs)


�Without pickups, what exactly are we hiding in these secret areas?


�The FLOW-ERS are STILL STAND-ING!


�The more I type, the more it seems like there should be timer that determines whether or not the teammates figure out that one of their own is possessed.  I think it will keep the player on his toes, moving from body to body and fighting constantly, which will help in the scripting of the rooms.


�The industry is going to dog us for mixing these themes without it explaining them better…although, fuck ‘em because we know what we’re doing and it will look cool.
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