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Introduction 

Concept 
The game is an apocalyptic horror whose events unfold according to the player’s psychological 
weaknesses. To gain a rapport with the player, it begins in a normal seeming urban environment that 
steadily morphs into the player’s personal Hell, and only there can they find victory.  In this way, the 
game attempts to maximize its disturbing quality, while giving the player an experience that is not only 
deeply frightening but also thought provoking. 

Key Features 
¶ Modular scenario based game flow and AI 

¶ Psychological Monitoring 

¶ “Hallucinations” 

¶ Online mod database with automatic integration into game flow 

¶ “Photo-surrealistic” visuals 

¶ Seamless interface 

¶ Death are nightmares 

¶ Detailed physics 

Basic Business Case 
¶ 82 team members 

¶ 2.5 years development 

¶ $7.5 million development cost 

¶ Large openings for expansions, spin-offs and targeted in-game advertising 

¶ Specifically targets the young adult gaming community, which is the largest market 

¶ Strong potential for large profits 
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Story 

Themes 
¶ Mystery, detective, making sense of insanity 

¶ Corruption, decay, violation, mental disturbance, death, evil 

¶ Resolution, reconstruction, redemption, good 

References 
¶ Movies: Jacob’s Ladder, 23, 1408 

¶ Games: Riven, Doom, Bioshock 

¶ Anime: Berserk, Bible Black 

¶ The Black Paintings by Francisco Goya 

Principal Characters 

The Blind Lady 
The sexy neighbour in the red dress. Unknown income, doings and motivations, but wealthy. Likes 
to play mind games with the player. Seemingly has some sort of ESP. Knows what the player’s up 
to. 

The Dog 
The demon. Violates and corrupts all who associate with it. The Blind Lady’s pet, or maybe it’s the 
other way around? They have an unusual relationship, to say the least. 

The Landlord 
Owns the apartment. Has a knife obsession/fetish. Goes insane eventually. 

The Shopkeeper 
Owns an antique shop, mysterious and clichély Asian. 

The Doctor 
Psychologist/Psychiatrist. His itineraries are the mechanism by which the initial psychological 
profile is created. 

The Dess Island Family 
Manages Dess Island, is slaughtered eventually. One of the first victims, but hardly innocent. In 
cahoots with the demon via their family dog. Abuse their son. 

The Watchers 
Eyes in the shadows, things that flitter by in an instant. 

The Rich Man 
Tried to do good in the past, but became corrupted and evil. Works for the demon now. 

"The universe shifts. Go against it and you will be smothered in the folds of its infinite blackness." 
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The Nurse 
Angelic character. Saves you from yourself. 

Locations 

The Apartment Building 
Used to be a mental institution, but the player doesn’t know that until later. 

0ÌÁÙÅÒȭÓ Apartment  
Regular old bachelor’s apartment 

The Blind LadyȭÓ !ÐÁÒÔÍÅÎÔ 
Modern and sophisticated 

4ÈÅ ,ÁÎÄÌÏÒÄȭÓ !ÐÁÒÔÍÅÎÔ 
Messy, large kitchen, food scattered about 

The Courtyard 
Open space in the center of the building, nice grass, an old non-working fountain. 

The Street 
Urban Toronto or New York style streets. Older brick buildings. 

The Antique Shop 
Dark, musty and mysterious. Contains all kinds of exotic goods. 

The Knife & Cook Store 
Clean and bright. Significant knife collection, including ornamentals. Friendly atmosphere. 

Dess Island 
Resort island not far from the city. Lots of trees, ocean and fresh air. Birds fly overhead. 

Main Lodge 
Spacious log structure with registration, hotel rooms and restaurant. Doubles as the owning 
family’s living space to some extent. 

0ÌÁÙÅÒȭÓ Cabin 
An older log structure. One of the islands original buildings. Decorated with pioneer-esque 
artefacts. 

Docks 
Modern wood docks with many expensive yachts. Runs alongside a concrete and paved 
seawall that is overhung with weeping willows in places. 
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ThÅ 2ÉÃÈ -ÁÎȭÓ 0ÁÌÁÃÅ 
Build directly into the side of a cliff, overlooking a large seaside bay, it is a glassy and elegant 
structure. Walkways extend throughout the property, and there is a network of caves. Also, a 
small village exists on the opposite end of the bay. 

Back-story 
The player begins as a young man waking up in his apartment. They are young and recently laid off from 
work. Thus, they begin the day doing a few errands and looking for new employment. 

Game Arc 
¶ Player notices oddities in the environment, the first hallucinations show up. 

¶ They seek the guidance of The Doctor, who recommends a vacation. 

¶ They travel to Dess Island, where things only get worse. 

¶ There the owning family is slaughtered, player confronts an evil entity, boss fight. 

¶ Player wakes suddenly at home, as if from a nightmare. 

¶ Goes to Dess Island again, but this time in uneventful. However, later a slaughter there is 
described in the news exactly as the player experienced it. 

¶ Such uncanny events progress as things get worse and worse. Eventually, the apartment block 
relives its past as a hellish asylum. 

¶ The player escapes the city and finds a calm refuge at The Rich Man’s cliff-side palace. 

¶ However, the player soon learns that this calm is a product of The Rich Man’s allegiance with the 
evil beings. 

¶ From here, the player is sucked into evil and demonic practices, sacrificing and violating others, 
just as The Rich Man once was. 

¶ The player’s misdeeds send them to Hell where they are brutally punished in a series of twisted 
puzzles and violent games. 

¶ There, they are pushed to the limit of their morality, and if they act wisely, are given a second 
chance. 

¶ The awake in a hospital with The Nurse watching over them. They were rescued from the 
demonic ritual they engaged in. 

¶ The city has fallen into chaos and disarray 

¶ The Nurse guides the player by showing up briefly now and then, as they try to bring calm to the 
apartment neighbourhood and rebuild it. 

¶ When the player succeeds in creating peace, the game ends on a sunny day with children 
chasing butterflies through the ruins in the street. Rebuilding continues under the direction of 
the player. 

Total gameplay: 40 hours 

Gameplay 

Perspective 
The game perspective is first person. Unique identification of the main character is avoided to maintain 
a Half-Life-esque level of personalization. However, for the sake of mirrors, cut-scenes and alternative 
camera angles appropriate to the situation, a customized avatar is available. Again, nothing too specific. 
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Controls 
Basic controls are standard first person directional movement and mouse look. Additionally, the mouse 
is used to perform manipulations on nearby and held objects. 

Interface 
The interface is minimal, limited to health indicators, dialogue, inventory and interaction. Moreover, 
they are designed to be as seamless as possible. 

Health Indicators 
The health indicators represent blood loss, pulse, temperature and the like, while being 
implemented as visual and auditory cues. For example, reddening vision for blood loss, a 
pounding heart for a fast pulse, icy vision for cold, and etcetera. 

Dialogue 
Dialogue is done using a Mass Effect inspired emotional guidance mechanism. One specifies the 
intent of a communication, rather that the words themselves, which are then tailored to the 
situation. 

Inventory 
Inventory is designed to represent the physical carrying object as close as reasonable. For 
example, when accessing the backpack, it slings over as a manipulatable object whose pockets can 
be accessed by unzipping, and whose contents are represented as the actual objects taking up 
real space. In the interest of convenience, however, direct links to objects may need to be added, 
so that the player does not need to set aside objects in the way. 

Interaction 
Bioshock style, the cursor changes when it is over interactive items. At this point, the player can 
right click to bring up a menu of specific actions, or left click to execute an appropriate default 
action. This default is usually along the lines of “pick up object” or “switch the switch”. 

Death & Lose States 
These are elegantly handled by having the player seemingly awake from a slumber at a previous 
autosave location. This causes them to question the reality of what just occurred, and think it may just 
be a dream. Game flow is randomized somewhat from this point forward, so the play is not the same as 
previous, but similar enough to emulate déjà vu. 

Psychological Monitoring 
A RPG-like slate of statistics is maintained for the player. Based on the player’s actions and reactions, the 
stored values are adjusted. The values are used in determining the game flow, difficulty and more 
specific characteristics. They are not made visible to the player, but kept in the background. However, 
the player does get an indirect indication of their value via the game flow. 

This data is collected from a variety of sources. Some data comes from psychological itineraries given to 
the player covertly in the gameplay. Some is based on the choices and actions the player takes in the 
scenarios and conversations presented to them. Much is sourced from general monitoring of how the 
player moves about in the game, be it smooth or frantic, in relation to what is happening around them. 
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Altogether, the game attempts to paint a sensible portrait of the player that is can use to determine the 
specifics of gameplay. 

Progression 
The game flows such that difficulty and disturbance increases according to demonstrated player 
capability and personality. Now, while difficulty is a scaling of some attribute, increasing disturbance 
requires refining an effective set of disturbing scenarios from a larger set of scenarios. The psychological 
monitoring allows for this. 

However, care is taken not to take things too far too fast. Progression is done slowly to keep the player 
engaged even as they engage in corrupt and violent acts. All the while, it builds up to the climax of death 
and hellish punishment. 

After this point, the psychology works in reverse. Using the accumulated data, scenarios are presented 
that the player will likely enjoy as they rebuild their in-game society and psychological self. In addition, 
this reconstruction period introduces the high level scenario construction tools as the define tasks for 
other characters. 

Scenarios 

Structure 
Scenarios consist of gameplay elements tied to a set of prerequisites for their injection into the game 
flow. The requirements can be as simple as how the player glances across a room, to as complex as 
being based on the average of a particular player reaction across a slew of previous scenarios. When 
these requirements are met, the scenario then modifies the current game state to incorporate its 
additional gameplay. 

Also, a scenario can be adjusted according to many parameters, whose values can be from a variety of 
sources like game statistics. For example, difficulty via the number of enemies spawned can be based on 
demonstrated player ability according to their game profile. Again, they can be sources from random 
values just to add variety. 

To be clear, scenarios can range in size from a quick animation to a complex story arc. In general, more 
complex scenarios are built up out of simpler ones, to create a dynamic whole. This way, after a large 
scenario in injected into game flow, the player can interact with it at their leisure, leading to a variety of 
possible conclusions. In fact, there may even be no conclusion, with scenario elements left in game flow 
as remnants and artefacts. 

Ȱ(ÁÌÌÕÃÉÎÁÔÉÏÎÓȱ 
These are short disturbing scenes that flitter before the player for just a moment. They are implemented 
as scenarios with both contextual and perception prerequisites. That is, they are activated when the 
player has a quick glimpse or earshot of something, and they are appropriate to the context. In general, 
“Hallucinations” are a way to add fine detail to larger, more overarching scenarios. 
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Long Term Value 

Community 
A website will be build to house community forums, news, updates and user modifications. 

Mods 
Due to the plug-in nature of the scenario system, it becomes very easy for users to create both simple 
and complex modifications. These can be hosted on the community website, where they can be ranked 
and classified. The game can optionally poll the website to retrieve a list of scenarios to automatically 
download and incorporate into the player’s experience. In this case, mods are chosen based on quality 
in addition to the usual rules for scenario selection. 

Expansions 
As with mods, it is only a question of content when developing expansion packs. This allows for great 
flexibility when responding to market demands in the form of expansions. 

Conclusion 
So long as an active modification community develops, the game’s value will actually increase with time, 
similar to both The Sims and SimCity. 

Technical Architecture 

Engine 
Any engine used must be heavily customized due to unique scenario and monitoring systems. Still, the 
advantage of avoiding the cost of developing the other systems and tool chains is great enough that 
existing engine and engine components will be used.  Specifically: 

¶ Graphics, Networking, Resource Management – Gamebryo, Emergent 

¶ Physics – Digital Molecular Matter, PixeLux 

¶ Animation – Euphoria, Natural Motion 

¶ Materials – ProFX, Allegorithmic 

Software 
¶ Maya, Autodesk 

¶ ZBrush, Pixologic 

¶ Endorphin, Natural Motion 

¶ Cubase, Steinberg 

¶ Creative Suite 3 Design Premium, Adobe 

¶ MapZone, Allegorithmic 

¶ Visual Studio & MSDN Premium, Microsoft 

¶ Office Standard, Microsoft 

Graphics 
Visuals will be targeting Geforce 8800GT class hardware for maximum quality. This is appropriate given 
that the game will be released in 2.5 years time, and such hardware will be affordable. In accordance 
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with this, art asset resolution will be very high. This is appropriate to the genre given the importance of 
small disturbing details, and the high fidelity heritage of games like Resident Evil and Silent Hill. 

Scenario Processing 
This scenario processing system maintains a series of sets of scenarios spanning from the most relevant 
to the most irrelevant. Several times per second, the engine updates the various metrics it tracks, and 
based on the new data, scenarios are rebalanced. From the most relevant list, they are either injected 
into game flow, left alone or removed. If this list runs short, then the most relevant from the next list are 
moved up. The same with that list, and so on. In addition, less relevant lists are slowly processed in the 
background to catch scenarios that have become surprisingly relevant. In this way, scenarios that will 
work well with the game flow bubble to the surface, the rest are suppressed, and changes occur at a 
measured pace. 

Scenario Management 
A scenario management program that can query the online mod database is provided. This allows the 
player to easily see the scenarios and relevant data that they have already loaded onto their system, in 
addition to finding new scenarios. Optionally, it can automatically scan the online database for 
interesting new scenarios, download them, and make them available for game flow integration. In this 
way, the game experience can be different every play-through and far more diverse in itself. 

Development 
Development lasts 2 year and 11 months, and progresses over 5 phases: prototyping, pre-production, 
production, post-launch and long-term support. The teams hired focus on the central purpose of game 
development, so all non-core services, such as accounting, human resources and auditing, are 
outsourced to 3rd parties. In particular, the internal art team is kept small and talented, working on 
critical characters and architecture, while more mundane art is outsourced to art firms around the 
world. On the other hand, no programming is 3rd partied, due to the higher level of communication 
programming requires. 

Investment and recruitment rounds separate the prototyping, pre-production and production phases. 
This is followed by a build up of marketing, which peaks around game launch as the development team 
declines after going gold. Post-launch, there is a period of bug fixing followed by ongoing long-term 
support. Testing runs parallel to all of this, building from internal to external to a public beta, which ends 
3 months before gold. 

More detailed information can be found in Appendix A: Development. 

Costs 
Prototyping $152,154.80 
Pre-Production $1,007,178.76 
Production $11,481,091.40 
Post-Launch $356,520 
Long Term Support $67,300/quarter 

Total 12,996,944.96 



Darryl Barnhart 10 17 April 2009 

Sales Projections 

Sales 
Unit price: $60 

¶ Silent Hill 2: 650,000 first month1 

¶ Silent Hill 4: 41,000/week (Japan only)2 

¶ Resident Evil: 2 million (US only)3 

¶ Resident Evil 2: 1.7 million (US only) 

¶ Resident Evil 3: 1 million (US only) 

Prediction: 2 million unit sales, $120 million revenue 

Market 
18 to 49 adult male gamer. As of 2006, they compose 47.6% of the market.4 

In-Game Advertising 
Due to the plethora of metrics already taken by the engine, the title is a perfect match for in-game 
advertising. However, this must be weighed against the acceptability of such ads to the player. If a 
review process is put in place, and ads are appropriate to the situation, then it can be a solid source of 
extra revenue. 

Business Case 

Corporate Structure 
¶ Development is done under a Limited Liability Corporation held by the development house’s 

umbrella company. 

¶ Core team members (the leaders and star performers) are employees of the corporation, and 
take part in a profit sharing agreement. 

¶ The remainder of the team is entirely employed on a contract basis. 

Financial 
Revenue $120 million 
Expenses $13 million 

Profit $107 million 

Risks 

Risk Assessment Mitigation 
Severity 
(1 to 10) 

Likelihood 
(%) 

Market 
Rejection 

Poor reviews, sales 
do not materialize 

Product Testing 10 20% 

                                                           
1
 Silent Hill 2 enjoys brisk sales, http://www.gamespot.com/ps2/adventure/silenthill2/news.html?sid=2821563 

2
 Japan Charts, http://www.gamesindustry.biz/content_page.php?aid=3681 

3
 Graphs: Resident Evil GCN Sales, http://cube.ign.com/articles/463/463614p1.html 

4
 Entertainment Software Association, http://www.theesa.com/facts/sales_genre_data.php 

http://www.gamespot.com/ps2/adventure/silenthill2/news.html?sid=2821563
http://www.gamesindustry.biz/content_page.php?aid=3681
http://cube.ign.com/articles/463/463614p1.html
http://www.theesa.com/facts/sales_genre_data.php
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Organizational 
Failure 

Deadlines not met, 
excessive politics 

Hire only experienced developers 
for management roles 

7 5% 

Facility Loss 
Office or studios 

unusable 
Move to a new office, hire a 
different 3rd party provider 

6 3% 

Equipment 
Loss 

Computers 
inoperable 

Use hardware from spares 1 90% 

Data Loss 
Content or code 
unrecoverable 

Retrieve backup from offsite 
location 

3 5% 

Hacking 
Content or code 

stolen 
Store content on a secure 

intranet only 
5 2% 

Reward 
Certainly the risks are great, as $7.5 million is not a small amount of money. However, with the aging 
gaming population clamouring for a more mature title, this title will satisfy a great demand. In addition, 
the long term value and rich possibilities for spin-offs will make this an extremely profitable title when 
the market embraces it. 

Conclusion 
Fear The Worst is a horror game like no other. It provides the adult market with the convincing horror 
game they have long wanted, but never received, instead getting mere shock-fests. Its novel scenario 
system, game flow architecture and compelling visuals will propel it into the public consciousness. The 
game length and easy to create modifications, coupled with an online scenario database and automatic 
game flow integration, will resound with gamers looking for lasting value in their purchase. Fear the 
Worst is a premium game with premium value, and in the uncertain world of video games, it is a rare 
sound bet.  



Darryl Barnhart 12 17 April 2009 

Appendix A: Development Phases 
Prototyping ................................................................................................................................................. 12 

Pre-Production ........................................................................................................................................... 12 

Production .................................................................................................................................................. 14 

Post-Launch ................................................................................................................................................ 15 

Long-Term Support ..................................................................................................................................... 16 

Costs ............................................................................................................................................................ 16 

Gantt Chart & Resource Usage ....................................................................................................... Attached 

Prototyping 
$152,154.80, 5 months 

Team 
¶ CEO 

¶ Lead Designer 

¶ Lead Programmer 

¶ Lead Artist 

Total: 4 Personnel 
Office Space: 320 sq ft1 

3rd Party 
¶ Legal Counsel 

Equipment 
¶ 1 high end camera (texture acquisition) 

¶ 5 workstations 

¶ 1 high end server (development) 

Software 
Secure evaluation licences 

 Pre-Production 
$1,007,178.76, 6 months 

Team 
¶ CEO 

¶ Communications Director 

                                                           
1 Office Space = (# of personnel) * (8x8 ft office space) * (125% for corridors, common areas and storage) 
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¶ Project Director 

¶ Administrative Assistant 

¶ Lead IT 
 

¶ Lead Designer 

¶ Behavioural Psychologist 

¶ 2 Senior Scenario Developers 
 

¶ Lead Programmer 

¶ 2 Senior Programmers 

¶ Web Developer 
 

¶ Lead Artist 

¶ Lead Concept Artist 

¶ 2 Senior Artists 
 

¶ Lead Sound Engineer 

Total: 19 Personnel 
Office Space: 1520 sq ft 

3rd Party 
¶ Administration 

¶ Legal Council 

¶ Recruiter 

Equipment 
¶ 1 3D object scanners 

¶ 2 high end cameras (texture acquisition) 

¶ 25 workstations 

¶ 5 desktops (assistants, misc.) 

¶ 2 high end servers (development, website) 

¶ 1 offsite backup server 

Software 
Secure full licences for engine components, and purchase software seats as follows: 
 Seats 
Maya, Autodesk 4 
ZBrush, Pixologic 4 
Endorphin, Natural Motion 2 
Cubase, Steinberg 1 
Creative Suite 3 Design Premium, Adobe 4 
Visual Studio & MSDN Premium, Microsoft 8 
Office Standard, Microsoft 22 
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Marketing 
¶ Announce the game 

¶ Launch website 

Production 
$11,481,091.40, 2 Years 

Team 
¶ CEO 

¶ Communications Director 

¶ Project Director 

¶ Legal Council 

¶ 2 Administrative Assistants 

¶ Lead IT 

¶ 3 IT Technicians 
 

¶ Lead Designer 

¶ Experimental Psychologist 

¶ Behavioural Psychologist 

¶ 2 Senior Scenario Developers 

¶ 8 Scenario Developers 
 

¶ Lead Programmer 

¶ 4 Senior Programmers 

¶ 8 Programmers 

¶ 2 Web Developers 
 

¶ Lead Artist 

¶ Lead Concept Artist 

¶ 5 Senior Artists 

¶ 20 Artists 
 

¶ Lead Sound Engineer 

¶ Composer 

¶ 3 Sound Engineers 

Total: 70 Personnel 
Office Space: 5600 sq ft 

3rd Party 
¶ Administration 

¶ Recruiter 

¶ Testing Firm 

¶ Art Firm 

¶ Motion Capture Firm 
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¶ Actors 

¶ Sound Studio 

¶ Orchestra 

¶ Marketing Firm 

Equipment 
¶ 2 3D object scanners 

¶ 5 high end cameras (texture acquisition) 

¶ 80 workstations 

¶ 10 desktops (assistants, misc.) 

¶ 4 high end servers (content, code, administration, website) 

¶ 1 offsite backup server 

Software 
Purchase software seats as follows: 
 Seats 
Maya, Autodesk 21 
ZBrush, Pixologic 21 
Endorphin, Natural Motion 5 
Cubase, Steinberg 4 
Creative Suite 3 Design Premium, Adobe 21 
Visual Studio & MSDN Premium, Microsoft 17 
Office Standard, Microsoft 51 

Marketing 
¶ Begin with light community engagement, such as interviews and developer diaries. 

¶ 8 months before launch, increase marketing with screen shots, movies and viral media. 

¶ 2 months before launch, maximize marketing with magazine ads and TV spots. 

Post-Launch 
$356,520, 3 months 

Team 
The team operates as a satellite group within the parent corporation. 

¶ Senior Scenario Developer 

¶ Senior Programmer 

¶ Web Developer 

¶ Marketing Firm 

Total: 4 Personnel 
Office Space: 320 sq ft 

Equipment 
¶ 5 workstations 

¶ 2 high end servers (development, website) 
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¶ 1 offsite backup server 

Marketing 
¶ Maintain strong marketing with magazine ads, TV spots, post-mortems and interviews. 

Long Term Support 
$67,300/quarter 
Support continues as long as value is contributed to the IP and brand. 

Team 
The team operates as a satellite group within the parent corporation. 

¶ Programmer 

¶ Scenario Developer 

¶ Web Developer 

¶ Community Support 

Total: 4 Personnel 
Office space: 320 sq ft 

Equipment 
¶ 4 workstations 

¶ 2 high end servers (development, website) 

¶ 1 offsite backup server 

Costs1 2 3 

Administration 
CEO $100,000/year 
Communications Director $60,000/year 
Project Director $80,000/year 
Administrative Assistant $35,000/year 
Lead IT $60,000/year 
IT Technician $40,000/year 

Design 
Lead Designer $85,000/year 
Experimental Psychologist $70,000/year 
Behavioural Psychologist $70,000/year 
Senior Scenario Developer $70,000/year 
Scenario Developer $55,000/year 

                                                           
1
 Animation Arena, http://animationarena.com/video-game-salary.html 

2
 2001 Game Development Salary Survey, http://www.gamasutra.com/features/20010715/olsen_01.shtml  

3
 Occupational Outlook Handbook, US Department of Labor, http://www.bls.gov/oco/ 

http://animationarena.com/video-game-salary.html
http://www.gamasutra.com/features/20010715/olsen_01.shtml
http://www.bls.gov/oco/
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Technical 
Lead Programmer $100,000/year 
Senior Programmer $85,000/year 
Programmer $65,000/year 
Web Developer $70,000/year 

Art 
Lead Artist $85,000/year 
Lead Concept Artist $75,000/year 
Senior Artist $65,000/year 
Artist $50,000/year 

Sound 
Lead Sound Engineer $75,000/year 
Composer $65,000/year 
Sound Engineer $60,000/year 

Office Space 
$5/sq ft/month 

3rd Party 
Administration $750/day 
Legal Council $125,000/year 
Recruiter $500/day 
Testing Firm $500/day 
Art Firm $2000/day 
Motion Capture Firm1 $5000/day 
Actors2 $75/hour 
Sound Studio $750/day 
Orchestra $10,000/day 
Marketing Firm $5000/day 

Equipment 
3D object scanner $2500 
High end camera $1000 
Workstation $2500 
Desktop $500 
High end server $2500 
Offsite backup server $100/month 

Software 
 Evaluation Full 
Gamebryo, Emergent  $150,000 
Digital Molecular Matter, PixeLux  $50,000 
Maya, Autodesk free $1995/seat 

                                                           
1
 Motion Capture, http://web.mit.edu/comm-forum/papers/furniss.html 

2
 AFTRA Interactive Media Agreement, http://www.aftra.com/contract/irates.htm 

http://web.mit.edu/comm-forum/papers/furniss.html
http://www.aftra.com/contract/irates.htm
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ZBrush, Pixologic free $630/seat 
Euphoria, Natural Motion  $50,000 
Endorphin, Natural Motion free $11,890/year 
Cubase, Steinberg  $800/seat 
Creative Suite 3 Design Premium, Adobe free $1800/seat 
ProFX, Allegorithmic  $25,000 
MapZone, Allegorithmic  free 
Visual Studio & MSDN Premium, Microsoft free $2500/seat 
Office Standard, Microsoft free $500/seat 
 


