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1 Introduction

1.1 	Purpose of this document
This document specifies a design of a Downloadable Content (DLC) for Bioshock. This DLC pack has a prototype title “Survival Map Pack”. It is based on elements discussed and presented during meetings held since 01/04/2012 as well as based on the original Bioshock. The people responsible for this document are: Costello John, Glass Andi, Gorzycki Dariusz, Marjanski Piotr, Nabi Ansib; creators of Pipe Works Studio (PWS).

1.2  	 Receivers
This document is intended to be read by designers, artists and producers (lecturer) involved in the creation of this game.

1.3   	Style
Elements which have been discussed in a meeting are present in this document using Times New Roman font.
Elements officially were not agreed but are suggested by designers (and author) are presented in this document using Comic Sans MS.
Elements added by the producer are presented in this document using Candara in Italics and red colour.

2       Game Overview

                 2.1  Philosophy

2.1.1.  Map or Mode?
	The first question that was tackled was what is direction of this DLC? Several ideas were discussed that would have completely different narratives i.e. is it a prequel, sequel, side story, character change, location change? Each possibility was discussed and debated to see which felt the most natural to the original game feel and atmosphere. after playing through some of the original title, the “Splicer” characters were identified as being prominent enough to be instantly recognised as “the Enemy” to the whole story setting, yet replicable so they can be used in hordes and still keep the impression of feasibility, after all a “Big Daddy” horde would seem far too daunting and most likely raise more questions than it answers.

	So that’s the decision of a game mode and a starting idea of how it would work done, a survival based level set along the same time as the single player campaign in “familiar” areas of the city of “Rapture” with the player(s) being un-named surviving characters, outside of the main story.
		
2.1.2.  Here They Come!
	Once the game mode had been decided, one of three methods had to be picked to help the design of the level layout. Now that a survival mode had been decided references from other survival titles released today such as “Left 4 Dead” and “Call of Duty; Zombies” arose while discussing level layouts. In a survival level there are three primary ways of introducing the gameplay with the confrontation of the enemies. 

1. A level follows a linear path and the objective is based around moving from point A to B, fighting your way through enemies en route.

2. Having a contained playable area of any shape and have the enemies move towards the middle (or player’s location) from outside of the playable areas, as if the NPCs were descending through concentric circles.

3. The NPCs would emerge from a central point(s) and the players would be “trapped” in the surrounding playable areas, and the NPCs would fight their way towards the players in their respective directions.

Each point has its own merits and can drastically alter the feel of gameplay, each method was discussed in length and that the ideas that were arising, best suited the second method. Maps could be infinitely distorted but still maintain balance if the bare bone layout of the areas remained the same, which would also help production time and increase overall quality.
	
2.1.3.  Team Player?
	To keep the feeling of originality and distinction, the original idea was to have multiple teams playing against each other in the level. Trying to avoid each game becoming a Team Death match was proving to be difficult however, the game mode and maps would work well with two teams, each playing from symmetrical sides of the map, and both trying to beat the other team with the same objective be it kill count or reaching a target before the other. Looking further into the problems that might occur during gameplay we found that keeping the two sides separated was impossible. The idea of players not being able to inflict any damage at all to the other team was quickly discarded as any immersion into the game would be instantly lost and put players “off” the DLC.

	                

2.2 Who? What? Where?

2.2.1.  What is this DLC?
DLC stands for Downloadable Content. It is an extra package to the game with new features. This DLC is a set of new levels for the new “survival” game mode, to be played single player or multiplayer.

2.2.1.  Where is it set?
These maps are based in areas of Rapture that will be familiar to players who have played through the campaign.
2.2.2.  Who is the player?
The Players are no longer “Jack” from the main Story, but nameless surviving people of Rapture.

3.  Target systems
The original Bioshock was created seven years ago, technology has moved on but it still has the potential to add something new to it. It is not intended to add new assets or make major changes to the engine and game itself. It is powered by Unreal Engine which gives the possibility to easily implement DLC for this cross-platform game.


4.  Feature List

4.1. 		     General Features

The main feature of this DLC is multiplayer co-op, adding a new dimension to the already popular game. A story is made up by 4 players trying to escape Rapture, and fending off splicers who are trying to stop them leaving with their Adam and resources.



4.2.	Multiplayer Features

The main multiplayer feature is the possibility to play Bioshock with friends and players around the world through a different story. The upgrades and limited supplies will give to the player’s unforgettable experience of cooperative in games, where you friends can freeze enemies and with a machine gun your friend can blast frozen enemies to shards. A team member can use the tornado plasmid and you can use electric bolt to make plasmids even more deadly with multiple combinations. 

4.3.	Levels

There are 6 levels to this new story, each with a game type of its own. Each level will have between 5 - 20 minutes of a gameplay. All the levels are under water, the room and level sizes change between levels. It is up to players where and how they want to complete their goals.

4.4.	Gameplay

Like never before, players are able to combine the power of their plasmids together to take enemies out quickly. They will have to deal with up to 200 of them at once. To give Players a chance to survive, they will have to upgrade their weapons, buy different ammo types, upgrade plasmids and choose wisely which upgrades they need because they can have only three. There are still tonics which will improve the character for a mission – you can only drink two! Now you have an opportunity to upgrade yourself, it’s expensive but it helps a lot. Now you are fully charged and your only problem is ammo. You can buy it from vending machines, you can try to break through dozen of splices and try find spare ones in other rooms. Sometimes a weapon is not all you need, sometimes you will have to avoid enemies and hack doors to escape, speed and reflex is a must.

5.  The Game World

5.1.                    Overview 
The setting of this DLC is the same to the original title, at the bottom of the ocean, in the city of Rapture, built and founded by “Andrew Ryan” with the aim of creating a city where what's yours is yours and no one is oppressed or judged over what they want to achieve, giving scientists, artists and everyone who lives there freedom from morality.

5.2.                    Underwater
With Rapture being totally underwater, creating the illusion of this is achieved by a small number of windows in each main room the player enters and replicable corridors acting as link bridges between buildings, the glass used in these instances is used with a distorting moving texture, giving the appearance of refraction from the water, his method works and the play will never be on the outside. The sky dome helps this effect as well by being mostly dark shades of blue and lighter at the top, added with the glass texture it seems like the surface is far in the distance and adding the impact of the cities location.

5.3.                    Horror feeling
The lighting in Bioshock really helps the tense atmosphere and the horror genre, scenes where the lighting is blown out leaving just one spot light creates a strong sense of danger when hearing enemies nearby and only catching slight glimpses of where they are before they jump right out at the player. Using this technique and ambient noises that would build on the sense of danger and unease gives the DLC the same feeling from the original story. 
		
6.  The Physical World

6.1.                    Overview
This DLC is made up of multiple maps that will form a new kind of story line outside of main game. The narrative of each map will flow through each as though the maps are scenes. Starting with the team of people escaping and running from a collapsing tunnel (corridor) caused by the fighting between survivors and splicers. Each map will be a new location as the group of people makes their way through the story; only each map can be played individually as a multiplayer game.

6.2.                    Key Locations
There are multiple maps in this DLC, each set in a new location, and some areas are reminiscent of locations from the single player campaign and some new.
		
6.3.                    Travel
The players will be walking/running in the levels and the transitions between each level is mostly done by using the “Bathyspheres” that are a large part of the Bioshock franchise and are instantly recognizable. Some of the transitions between maps are simply cut scenes where the players walk through a final door which is then closed or blocked.
		
6.4.                    Scale
The scale of the maps featured in this DLC varies depending on the narrative, as each level has its own story and objectives. That being said the maps do not fall under the “large” category as all are only designed to accommodate four players that will be traveling together. Much of the scale is depicted by the original title, so to achieve the same feel of gameplay all the assets and features of rooms need to be representative of the single player story.

6.5.                    Objectives
Each map has its own set of objectives; this keeps the distinction between maps and a purpose to fit the level layout.

a) Run for your Life – is a mission where players don’t have time to think, they have to act. Rapture City is underwater, where a small scratch on the glass, can become a dangerous hole. The glassy tunnel can be broken due to the fighting between survivors and Splicers; the bathysphere can crash and break a wall. Also a big piece of the building can fall and cause damage, if this happens, the water which is under high pressure quickly fills the whole level. Players have to escape and avoid Splicers, get to higher ground, on the way trying to seal doors to slow down the water.
b) A to B –survivors are starting in one point of the map and have to make their way to the point B at any cost. The best tactic for this mission is to stay together and move slowly, taking enemies on one at a time. The spawning ratio is low so the only difficulty that players should have is whether their ammunition will be sufficient for all the Splicers on the way.
c) Hold your ground! – This mission is often supported by an extra task (see below). The main objective for a team is to make their way to a specific point and hold it. For example, enemies can’t destroy a device, so someone has to protect it, where others will hack the doors or collect something, when they have finished they have to get back and face a last massive wave of the enemies. The re-spawn time for Splicers is high.
d) Push and Protect – This is the trickiest mission. Survivors have to push or terminate all enemies from one area and keep it under control for some time (i.e. Hack something or just wait until one door will close and others will open). When this will be completed they have to move to other areas and repeat it. When the team is progressing it will be harder because the team is near to completing the mission. The re-spawn time for Splicers is extremely high. In the beginning Splicers are walking in all the rooms but by the end, when most of the doors are locked, they stay close to the players. 
Additional objectives:
-Kill Boss – To precede the team must kill the Boss who is heavily armoured and can cause a lot of damage. Also they have to deal with Splicers which are always around the Boss.
-Avoid Boss – Sometimes the Boss is too powerful to deal with. The only way to survive is to escape. 
- Kill X Splicers – Players have to survive as long as they kill the necessary number of enemies. 
- Waves – The survivors will have to deal with waves of enemies with a short time between them to reload. 
- Hack – during this extra task, the aim is to hack some doors or devices to be able to proceed. 
- Time – Team needs to stay alive for s specific period of time. 
- Hunting – In a short time the team has to kill required targets.
- Treasure – Find and bring to a specific point the treasure. It can be an object to pick up in one room or kill Big Daddy to obtain the key for the doors.



6.6.                   	 Time
As Rapture is underwater, time can be a difficult thing to put across to the player, but time in relation to the single player campaign would set the DLC at a similar time, as some areas will be based on areas already in the game, the events would take place just a few hours before or after the setting in the main story.

6.7.          		 Story
The main story is about four survivors and their horror in Rapture. When Players will progress in the game the story will show background of Rapture and characters



8 Cameras

8.1                   Overview
The DLC is like the original Bioshock, it’s a First Person Shooter. The most important thing which the player will see is a cross-hair pointer and the gun, his hands and a Heads-Up Display. This is the only camera which the player can fully control. 

8.2                   Cut scene 
The scenes between missions, arrival of the team and completion of the level are in engine scenes. Cameras will have predefined animation.
 
8.3                   Dead camera
When player is dead for the first three seconds all he can see is his dead character. The camera is circling around and the vision is grey. Three seconds after this, the player can see a window where he can upgrade himself and or close it to watch the battle (see spectator camera). When the other players bring the dead character back to life, the player will see a blue glowing screen, and vision from bright blue will fade to normal view when the player is inside the Vital Chamber.

8.4                   Win camera
Most of the time the win camera will show a cut scene where the team are entering the bathysphere. Sometimes the camera will focus on an achieved goal i.e. dead Big Daddy.

8.5                   Lost camera
The lost camera will show dead bodies of the team and hordes of Splicers breaking to the level and fall of the Rapture City. 

8.6                    Spectator Camera
When the player is dead and he does not want to upgrade himself, he can watch the battle from the perspective of the others players. His vision is in greyscale and he can see only what other players are doing. He cannot communicate with live players. 

 9 Game Engine

9.1			Overview
The Game Engine will stay the same as in the original Bioshock. The Engine will be using the same static meshes, audio, most of the physics, mechanics and metrics. The changes will involve only changes in scripts – they will be completely changed but a few lines will be added and others will be adapted for this DLC. 

9.2			PhysX by Nvidia
The biggest change will be the implementation of the technology from Nvidia – PhysX engine. This will replace the existing Havok physic but the animation will stay the same (powered by Havoc). Changing the physics engine will add extra interesting features i.e. breakable environment.

9.3			Water
Water is the main feature in the original Bioshock. This time the water will be used more often, not just for a puddle combined with electric bolt, but also as missions where water will be drowning the level and players.

                   
9.4			 	Lights
The lights are the most important feature responsible for the mood and feelings in Bioshock and will be set up as the original so as not to lose this amazing theme of horror. Some levels due to the story line will require a little different light but still not too many changes will be done. 

 9.5			Assets
The assets; meshes, sound, textures, materials, will remain the same. What will change is a place where they will be on the DLC maps. There is no need to add additional assets because everything that is required already exists, and it is necessary to keep the art style and details of the assets. 

9.6			 Layout

10 Game Characters 

10.1			Overview

The main characters are four survivors from Rapture City controlled by players (or bots). On their way they will meet a small number of NPC’s (Non-Player Character) and a lot of enemies.  
                
10.2			Creating a Character

Before players start a game they should make their own character. The first stage is the name and genre of this character. For the appearance they can choose one from five faces, tone of the skin and hair colour. The last thing to customize is the colour of the uniform. The first time the player is going to buy equipment he can choose one of the six pre-sets or buy whatever he wants. 

10.3			Enemies/Monsters

Enemies are split to three tiers Tier One (T1) –weak – with greened textures; Tier Two(T2) – average- with blued textures; Tier three(T3) – dangerous- with red textures; and the last one are Bosses. The numbers of enemies for the missions varies depending on the different tasks. For example, in the wave missions, the team will have to deal with enemies in this ratio: 
1 wave 1T (40 T1)
2 wave 1T + T2 ( 25 +15)
3 wave 1T= 2T (20+20)
4 wave 1T=2T>3T (15+15+10)
5 wave 1T<2T = 3T (5 +15 + 20)
The first missions will have fewer and weaker enemies to deal with. When the team progresses in the game, the enemies become more powerful and there are more of them. Different difficulty levels will have different variations of these enemies (see Battle System for more details).

Tier One Enemy:

· Thuggish Splicer
· 50 hp – 200 HP
· Damage level 1
· Leaderhed Splicer
· 100 – 200 HP
· Pistol and melee
· Damage level 1
· Spider Splicer
· 200 – 500 HP
· Attacks: Slash-60; Hook Throw-35
· Damage level 1 



Tier Two Enemies:
· Thuggish Splicer
· 200 hp – 700 HP
· Damage level 1 or 2
· Physical Tonic – Sport Boost
· Leaderhed Splicer
· 300 – 800 HP
· Pistol and melee or Machine Gun and melee
· Damage level 1and 2
· Physical Tonic – Scrounger
· Spider Splicer
· 500 – 900 HP
· Attacks: Slash-60; Hook Throw-35; Leap n dropkick-80
· Damage level 1 and 2
· Physical Tonic – Extra Nutrition
· Nitro Splicer
· 200 – 500 HP
· Suicide and melee
· Damage level 1
· Houdini Splicer
· 250 – 350 HP
· Fireball or Iceball
· Damage level 1
· Physical Tonic – Natural Camouflage




Tier Three Enemies: 
· Thuggish Splicer
· 700 hp – 1200 hp 
· Damage level 2 or 3
· Physical Tonic – Sport Boost
· Leaderhed Splicer
· 800 – 1200 HP
· Pistol and melee or Machine Gun and melee
· Damage level 2 and 3
· Physical Tonic – Scrounger or Combat Tonic – Static Discharge
· Spider Splicer
· 900 – 1200 HP
· Attacks: Slash, Hook Throw, Leap and dropkick
· Damage level 2 and 3
· Physical Tonic – Extra Nutrition
· Nitro Splicer
· 500 – 1500 HP
· Suicide, melee, grenade, Molotov 
· Damage level 2 and 3
· Houdini Splicer
· 350 – 500 HP
· Fireball or Iceball
· Damage level 2 and 3
· Physical Tonic – Natural Camouflage


Bosses:
· Bouncer
· HP depending on number of mission and difficulty
· Attacks: Drill, Charge
· Damage level 1,2 and 3
· Rosie
· HP depending on number of mission and difficulty
· Attacks: Gun and Proximity Mine
· Damage level 1,2 and 3





11. UI

11.1			Overview
For this DLC it is necessary to change the User Interface because new mechanics have been added. It is important to make sure that the players will understand what is on screen and be able to use menus instinctively, so the basic layouts and colours will be the same.

11.2			Main Menu
	In the main menu, the player can choose from: Single Player, Multiplayer, Options and Exit. Single player and multiplayer options will have this same background where the options screen will be slightly different. After selecting ‘Exit’ a simple window will show up to choose yes or no to exit the game. 
‘Settings’ will give access to graphic, sound, gameplay and controls options. In controls the player can define his own best keys to play the game. In gameplay the settings like, size of the HUD, size of the enemy health bar can be changed to the player’s own preferences. ‘Sound’ allows setting up different volume for music, ambience and voice. ‘Graphic’ will allow the player to change the white balance for the screen and for PC versions like screen size, details of model etc.
Settings
Graphic
Sound
Gameplay
Controls

Exit
Yes
No











In ‘Multiplayer’ on the top, the player can select his preferences to the game i.e. difficulty and level. The first option is a quick mission which connects the player to the random team which needs extra players with the same preferences. ‘Join game’ will allow the choosing of one of the on-going games. ‘Create game’ is an option for team leaders to create a game lobby and invite friends or other players. The last option is ‘Leader board’ – to access statistics of the fastest and most deadly top 100 teams.
Multiplayer 

Quick Mission
Join Game
Create Game
Leader board





Singleplayer
Create Game



‘Single player’ has just a possibility to create a game – where you can set up the difficulty and choose the bots level.

 
11.3			Weapon Vending Machine
When the player interacts with the Vending Machine responsible for Weapons, they can buy weapons or upgrades (Upgrades section). On the left is a list of all the weapons, by default, pistol is selected. At the bottom of the screen there are ammunition options, where the player can unlock new ones and buy ammunition. On the middle screen is a ‘tech tree’ which is representing weapons upgrades. On the bottom of this ‘tech tree’ is a basic version of the chosen weapon which is available to buy. There are two upgrades, most of the time one increasing damage when the other increases ammunition capacity. When these two are obtained then the player has the possibility to buy a third upgrade on the top of the ‘tech tree’. Next to every upgrade is a little note which explains what this upgrade is giving to a player.



11.4			Tonics Vending Machine
The Tonic Vending Machine gives players extra abilities. All the tonics are split in to three different sections which are: Physical, Engineering and Combat. The screen will be split in to two sections. The first section is the biggest one with tabs for all types of tonics and circle icons to represent every tonic. At the top there is a bigger picture of the chosen tonic, a description of this tonic and a buy option on the right. Players can have up to two tonics at any time.

11.5			Plasmids Vending Machine
This Vending Machines allowing players to buy plasmids and upgrade them. The window for the Plasmids Vending Machine is similar to the Tonics Vending Machine but there are no tabs. Next to the plasmid picture is ‘+’ icon, which will show to the player that this Plasmid is upgraded. On the bottom right corner are two buttons. The first one is ‘UPGRADE’ or ‘BUY’ depending on which option is available after selecting plasmid and ‘EQUIP’ button to equip a selected plasmid – players can equip up to three plasmids and between missions they can change them . The top of the screen is showing selected plasmid details and what benefits will be given in a future upgrade if applicable. 

11.6			Character upgrade
The last but not least new window appearing in Bioshock: The Survival is the Character Upgrade Screen. The only way to see it and buy upgrades is to die – the player has to then be re-spawned with the new abilities. The top centre of the screen will show a name of the player and four lines. Every line will have a different name as: Max Health, Max EVE, Health Regeneration and EVE Regeneration. Next to it will be numbers showing current statistics. Further to the right are three boxes for each of this statistic to tick. When these are ticked, the player can confirm this upgrade. 





 12 Equipment

12.1			Overview
Weapons used in this DLC are the same as in the original Bioshock game. Players will start with low amounts of money which allow them to buy basic weapons. All the weapons will have the ability to be upgraded between missions. 

12.2			Weapons
[image: https://lh5.googleusercontent.com/OjkCpw3GQhoNU2UwCY2vrshFQFu_qhzVavpn0YDjpTQ0MJ9gH1TFdwuL2ATnmEsDteoKKbpDb7PzEHga7jcAXIvB_zkeifws6wFrfXb2vKzWuz2Jv30]
Wrench - is a basic weapon (for free) every player is equipped with it. 
Damage - 20 (5 vs. Big Daddies)
Damage multipliers - N/A
Magazine Size - N/A
Maximum Ammunition - N/A 
Ammunition - N/A
Price - Free
[image: https://lh6.googleusercontent.com/T6g1CGLwNse6BasZhjgVqb8677if1nVNoUvnQPf1rrnVKFK7X8JbYPTyTYXpfKcotbRSQI-_bUGUUmqFOL2BaqWLCRJgIg66Byqp4dSG5fI6qj5xrSI]
Revolver - Cheapest range weapon.
Damage - 40 piercing 
Damage multipliers - Head: 4x(splice only)
Magazine Size - 6
Maximum Ammunition - 48
Ammunition - Standard Rounds, Armour-Piercing Rounds, Antipersonnel Rounds
Price - 400$
[image: https://lh6.googleusercontent.com/aj-VxfwJKFH0p5bJlrPDNqIGg9s_A8E_R6em4zHUbUvXp_rbTzHLj7a6qCOJIyS6rW4ZStuR1oUpA2KSCNVrK1ipDpsmE0e991mxYxof00iBUeCkmz0]
Machine Gun - good for lots of enemies
Damage - 40
Damage multipliers - N/A
Magazine Size - 40
Maximum Ammunition - 360
Ammunition - Standard Auto Rounds, Antipersonnel Auto Rounds, and Armor-Piercing Auto Rounds
Price – 800

[image: https://lh5.googleusercontent.com/kxBs8Z38aWvDpUn3nPl7dIOKruKRhrSLt04-GAKcs87lnLBRMBXON-UD97J3-KUISxcClHPwNjXPeNNBFVhRQNpXjU5kZo38jLWWz1RjLBWwAlPtSHI]
Shotgun - good for close combat.
Damage - 35 * 8
Damage multipliers - Head : 2x (splice only)
Magazine Size - 4
Maximum Ammunition - 48 
Ammunition - 00 Buck, Electric Buck, and Exploding Buck
Price - 1400
[image: https://lh5.googleusercontent.com/Li33eWCOiht6kyCnLuAmZKfI41ME38yVqHvPue58yQZVFK2H4LVGM5BFsm45KE4CXOUqXwL7M6-lqSN3XHbK7SdpgM7r0OHoQSHBt0ldNGJ97gtZ4Q8]
Grenade Launcher
Damage - up to 350
Damage multipliers - N/A
Magazine Size - 6
Maximum Ammunition - 12 
Ammunition - Frag Grenade, Proximity Mine, and Heat-Seeking RPG
Price - 2000
[image: https://lh3.googleusercontent.com/roxsoka1IZruywBtnLdtqrHIt27QTyofCUEIJk54OyLQCiEKFiAB_no0a5Lbch4HmU6DtYnRHUbUpPrUiUvXbnRsz59PAXETmsDFcGnMLU3u6yyHSEI]
Chemical Thrower
Damage - 30 + X*
Damage multipliers - N/A
Magazine Size - 100
Maximum Ammunition - X* 
Ammunition - Napalm, Liquid Nitrogen, and Electric Gel
Price - 2200
* Depending on ammunition type
[image: https://lh5.googleusercontent.com/QfAYWf1FgdzNNu-BHG3jGktOH2Qt0LaetCxfF31p1bhHTZVg6V8iQqFVKz1krQubQz0P-3eK97xgVp0ofh_HNrfwrfiFJCOMNc0wTAvGEfuDlEdPDas]
Crossbow - 
Damage - 400
Damage multipliers - Head: 10x (Splicer only)
Magazine Size - 5
Maximum Ammunition - 48 
Ammunition - Steel-Tip Bolt, Incendiary Bolt, and Trap Bolt
Price - 2600



[image: https://lh5.googleusercontent.com/AKSfTpGYckqF04ZK3TX51FtUDy0UFjP6BWoTXj-Zip6qdtPyMaZUSeICcAkXWCMsnXL-ZLVpawbstB6DdYo-U5CJvLbGHG6WpsTNTodbvgtgDj23itg]
Research Camera - Used to collect research pictures and selling them.
Magazine Size - 10
Damage - Allowing to collect research pictures and earn additional $ after a map. Every enemy researched on the map = 30$ for a team member. Can only be bought for one person.
Price - 1700




                 

















12.3 			Plasmids

Cyclone Trap[image: https://lh6.googleusercontent.com/9Z1I_zl5AM5jqqKOP20aLNBiJvdXC8zH2HTzpns1HOR6cks4z_zWpHk18B8GYuQLA9RMVWpg4MQWCJdfAZhpLhFlekH6-OAXz6cpCZgWt4lo7Y4k8sQ]

	



Effect:
Spawns a mini-tornado which flings any Splicer who steps on it into the air
Damage Done:
Physical damage varies.
Duration:
Trap remains until triggered.
Casting Cost:
95 EVE.
Manifestation:
Small cyclone centred around Jack's index and middle finger.
Cost:
		300$

Electro Bolt
[image: https://lh6.googleusercontent.com/m7HuRxUB8EW2FWkH4zLPADj62AVgZ7LfQBj9e8_iPLFE9KMKKcgfQ-W7tOa3ij1piGnxQzMd-OoNtwTLZ2HN0CifnbNQdbkuMPHJ_q2fk38D3OdGzHk]
Effect:
Sends a bolt of electricity to electrocute an opponent, or open locked doors in Rapture.		
Damage Done:
(Approximately) 400 Electric.
Duration:
Short stun time (varies by enemy).
Casting Cost:
95 EVE.
Manifestation:
Bright-blue electrical currents surge through the veins in Jack's hand
Cost:
		300$/450/800








Enrage
[image: https://lh5.googleusercontent.com/D6JY6SIxTX0b9yCjFIzxxDtRCv4n9bkPGvsL7YIXbpWcROoc1zIMV97HVib0p43P2RZw_dYeZKrB4F26nFKBZyBeT35FFa6WkS_-i9zNBKOuV0kgD38]
Effect:		
Causes the target to attack anyone in the near vicinity
Damage Done:
N/A
Casting Cost:
30 EVE.
Manifestation:
Glowing red lesions on Jack's hand and wrist, with a luminescent red polyp appearing in his hand
Cost:
		300$


Hypnotize Big Daddy
[image: https://lh5.googleusercontent.com/H_1amRLTS3WjRNsp6x5OPGMEeWsq7PMmkDFgocMWztnfCaINVyLlf798yK73PZFFi_9wFHKXg77nHYoLpbAkvcpD03bbRzD4VC6WKzRggxjh8ZOKx1U]
Effect:
Hypnotizes a Big Daddy into thinking the user is a Little Sister, and it will protect Jack for a short time. 
Damage Done:
N/A
Duration:
90 seconds
Casting Cost:
All remaining EVE, unless Jack's EVE bar is significantly upgraded.
Manifestation:
Jack's hand and wrist become discoloured with yellow lesions, and a large, green polyp appears in his hand.
Cost:
		300$






Incinerate!
[image: https://lh6.googleusercontent.com/hfWcHBweqHNhzN7JCBEJF7cIzDQcfXDX6W2Rti7d__Ot-A50IlUYl51FAMc0-tYtJiPxd1R6OZ4wHbLO5WZrUsRHVONSU1j3Ldlp0QbLPmpaQvIbVso]
Effect:		
Sets the target on fire, dealing damage over time. Also ignites any flammable object in the     firing radius		
		
Damage Done:
Approximately 12 Fire per second.
Casting Cost:
48 EVE.
Manifestation:
Orange glows of radiating heat moving through Jack's wrists and up trough his fingers, leaving areas of burnt flesh.
Cost:
		300$

Insect Swarm
[image: https://lh6.googleusercontent.com/FgujdztSgqeUD61U37XwqtLzhJ9N-nOqZlbzFrBwn9CYqXzTZFhlbj1U20MEDaXSI4_68kzpXYaFFTY2rd8oFkShn5hmuR2KlxF0lYIO3yv5taiU-mA]
Effect:
Spawns a swarm of bees which will home in on the nearest enemy, damaging them as well as distracting them from the player
		
Damage Done:
Approximately 6 Physical per second.
Duration:
20 seconds
Casting Cost:
48 EVE.
Manifestation:
Multiple honeycomb-like pods of reddened flesh appear on Jack's hand and wrist, with half a dozen hornet-like insects crawling along them.
Cost:
		300$











Security Bulls eye
 [image: https://lh4.googleusercontent.com/Txl2Ah45yOMBtROsHRxeXvkCcpfJEpWDCTXXzXFLbKA6-KPeY2we6WAr2JlXVqYv0biZEjdS02vcn2JmsKDwaBOo_pgvjzeoGJhC1A2lHv-2FMc4j-s]
Effect:
Causes all Security Devices in the area to attack the target.
Damage Done:
N/A
Casting Cost:
30 EVE.
Manifestation:
Glowing blue lesions appear on Jack's hand and wrist, with a glowing blue polyp in his hand that emits blue waves of light. Small darts of blue light circle around it.
Cost:
		300$

Sonic Boom
[image: https://lh6.googleusercontent.com/hUrAugXrYxQqbzPxTmWWA8ZA611U6OpIrIKjdltIi-UlBM_2hpFDBT4uil98kOeKgstLsuax6ua5Dz4g38qENr3uLzRlh3sct1wo2Gn6_n4u1wvwGP8]
Effect:		
Creates a powerful burst of air in front of the user, knocking back any enemy or object caught in the blast as well as dealing them damage

Damage Done:
Physical damage varies.
Duration:
N/A
Casting Cost:
90 EVE.
Manifestation:
N/A
Cost:
		300$






Target Dummy
[image: https://lh3.googleusercontent.com/q_Obyk4vzeAG3wtojlIIAVh8J_41GI94vfTw-WMQHD7fIW1z-Fdvyp4Ia282bPMUvvsfnWkOCCWyDl4nnWkTKhYD6YNSM54mCn9WySq5S9-qfbIpsHU]
Effect:
Spawns a ghost that distracts any enemy, allowing the user to escape
Damage Done:
N/A
Duration:
10 seconds
Casting Cost:
48 EVE.
Manifestation:
None.
Cost:
		300$


Telekinesis
[image: https://lh3.googleusercontent.com/APYh-XMISYLMoBmS2pDl_cJMuK5WauG8HNDjypGL5mAyplEA-1tSouOykyPsu5YQesvvd88UCzVEdqBYO_MFVbLNudRhwsg7ssprsmmk3ljPsbov7kg]
Effect:
Pulls the targeted object towards the user and allows them to throw it forward, dealing physical damage to anything it hits.
Damage Done:
Varies by mass and velocity of thrown object.
Duration:
Objects are held indefinitely until released.
Casting Cost:
15 EVE; only uses EVE when throwing objects.
Manifestation:
None
Cost:
		300$











Winter Blast
[image: https://lh5.googleusercontent.com/DWEpoxF4rwrTIUd_hxTKvE-rbQdlxiyGudh3U9VLSuS6OnyEKZaC2yCDk9Gj7RrxVDmf_PxLMnuKzXCY2xjppZBwFuZmzc1UWfEAH8uQVL7t44JFF8M]
Effect:
Temporarily freezes the target, allowing them to be shattered using another weapon.
Damage Done:
N/A
Duration:
Short duration (varies by target).
Casting Cost:
80 EVE.
Manifestation:
Severe, ice-covered frost burns on Jack's wrists and palms, with bloody icicles emerging from the back of his hands and knuckles.
Cost:
		300$


Rescue Little Sister
[image: https://lh3.googleusercontent.com/hZQ4wvg58IKpUbOOAUa07QEPv_5SGQnbILirVmaJFdnBCNyF4y8nWhS06lZlQHzNBnaQghgnQWOhHlxudDyCPVrtd4uVu7Z7Oa2U8oBnSWUCaPyIOVc]
Effect:
 Allows the player to rescue Little Sisters.
Damage Done:
N/A
Duration:
N/A
Casting Cost:
80 EVE.
Manifestation:
Jack’s hand glows in purple
Cost:
		300$





Healing
[image: https://lh6.googleusercontent.com/IfWCEZKzSAOeYWzorWpg-oEzVhwi131toNZ73XWWpUFEAf5Alx4esz_TAWKMBbTGkhVmmxpGGl1YVndD9iKOMYFSkcO63S1vVuvRIgJDL8zprHb7Hl8]
Effect:	
		Healing Team member
Damage Done:
Healing 10  3:1; 
2:1; 
1:1; 
1:1+area
Duration:
N/A
Casting Cost:
10 EVE.
Manifestation:
Jack’s hand glows in red
Cost:
		500$/700/1000/1000

Aggressor Irritant
[image: https://lh3.googleusercontent.com/3euEr2AO5eFmyWPF2k1TEfwP0HU3zCm8bDaar_yjB56cuB5AcE30uX6RIuOzZTh32utluRPoG_uC52ExHsBeAhhx-v7p3a2ikgpJHrRZlpk_HXC32jw]
Effect:
If the player used it on an enemy, it would have caused everyone in the area to attack it
Damage Done:
N/A
Duration:
10 seconds
Casting Cost:
48 EVE.
Manifestation:
None.
Cost:
		300$








12.4			Gens Tonics

Tonics can be bought before every mission. Every player can buy up to 2 tonics per map. If they die, effects from tonic will die with them. Every single tonic cost $200

12.3.1			Combat Tonics:


	Plasmid
	Effect
	Plasmid
	Effect

	[image: https://lh3.googleusercontent.com/6RAsCHDE20v1-sc-hhXeWwSmVwPB2KEBAm0mOlKtSeJ2_NeQmg6eo7dXq9PqFO-N6Erp4F4Umr-80thsa2ZFTu4sOK7f_j7Dg1_KXHnP5Iq88YSBxe0]
	Armoured Shell
	Prevents 15% of piercing and bludgeoning damage
	[image: https://lh5.googleusercontent.com/eGZlkL5YcaIHpzDzW2yjbroUBWM0IvZiMDfvKKfku-elRovcaACgZDorVVUByuvF16U6wd9xPppffVcFVmNYfsr1YVfe0T26FKEX2DgbTGVW6VY1maY]
	Machine Buster
	Slightly increases damage dealt to Security Devices


	[image: https://lh6.googleusercontent.com/RZmKOcysF8OnUfs9YqPIN5iWi0eSwVRFLomDaRkph8xR-2s5WC2iKEUxfnJQUDfbKvo9D2rntm0rEI27xe99nsiEdxKJ0VTCR1emm0w2GprxLVo3ji8]
	Damage Research
	Increases research damage bonuses by 30%.
	[image: https://lh3.googleusercontent.com/5bdohIXjzmbJQ3NatJ-gL7sQT-sDn5adiadgZVi5eACQIxdabicS1r954Zm0Ujep_T3WYzXLRI0OzcIkJqvyO9I7M1YCOImhwtoJG5uycM4CNPF_Rqw]
	Static Discharge
	Causes the user to emit an electric burst when struck by a melee attack. The burst does thirty points of electric damage and has a 15% chance of shocking the attacker.

	[image: https://lh6.googleusercontent.com/9eXyt9wzNtmlfBYwf-8DAIY6srVAI5Cx0YKpZlXWoTPtBU-kkmFvMsFuwBPJQxnHPJbuyNn8cODvpBASiOACGbszXQ7iFkGqqtxwCH8ad4Lmc2RQUUw]
	Electric Flesh
	Reduces electric damage received by 75% and increases outgoing electric damage by 30%.
	[image: https://lh3.googleusercontent.com/vL31cj7nmEHXS2t6QseT7z2JgaixQx6bux7xYFgFk0XRHtuEnZvxnlHElQ7unHq7xgXF2V-3lpByzOBlKNF77Fvp_VVAWTex8D1KzftPLQtMf87vGww]
	Wrench Jokey
	Increases Wrench damage by 350%.


	[image: https://lh5.googleusercontent.com/vDvUzzgdI4hj41ZaEiJYWB2gVNLpETq89NP6xqnJ193vu6lKUjI1FfyFD7WVK616sbMbFww_FPGEwzReZ50I-P4neaYVWvEq-VEqMe07BAsineNhu50]
	Frozen Field
	Reduces cold damage received by 15%. While the Wrench is equipped, it deals an extra ten points of cold damage and has a 10% chance of freezing anyone struck.
	[image: https://lh5.googleusercontent.com/A06ibnbrUViDZnuHlfXdsvlyR-9BLWApHuvUSFVCMJWFTmOgtm4j1squOwVoiHDcf0aFdzL3eSdJnwIY_2IQzTaCVMlsy-aB2SwqLoO2wwS5s_s-RJg]
	Wrench Lurker
	Increases Wrench damage by 150% against unaware or shocked opponents and quiets the user's footsteps.


	[image: https://lh5.googleusercontent.com/VfF6JQG5gRJaDXV3JzWgrjCB0de1q5swSSO6S4mLql8_avHbHCdozs6BsfdzRd7229LCBpkoOYnXHKNx_UlaTPNLX7g9aqFx7lcAwGISZV21oA_ksNA]
	Human Inferno
	Reduces heat damage received by 20%, increases heat damage inflicted by the user by 30% and causes burning enemies to take damage at a 30% higher rate.

	
	
	








12.3.2			Engineering Tonics:
	Plasmid
	Effect
	Plasmid
	Effect

	[image: https://lh6.googleusercontent.com/bCSHV5CdyTNmxtvCJ6XnIIRwJJ5TBIEzktE9B4YD6ujqS7-DKwi2cSXgiHmLNaSmCXRDj_hi9uu6bHi2pLfOSN6a_F_As4GQz-M-Itq3pMTDfxrEkdk]
	Alarm Expert
	Two fewer Alarm Tiles when hacking.

	[image: https://lh3.googleusercontent.com/8GbNR-2z3EP0G6_bOVw70fS4sdDF0zXGujA0DyTV34eYS7jWcm_iRrIHuocILnO8sOsvYTjW3Mt-Ab6sN2o2uPqFeb4VZkTDkHgjmYOMLR61h7zEbE0]
	Security Expert
	When hacking security devices, it removes up to two Alarm and Overload Tiles, one Acceleration tile, adds one Resistor tile, and the flow speed is also reduced by a half second per tile.


	[image: https://lh3.googleusercontent.com/Wr_S-nNDiBEbuG8LEXfYVFfOE6P8iT_jnVc6-Iox74HovgQPtRlIQ3JLYh24JvzVdVSyzNreajhM4YPLNzETq4SdqPEzU3ZeRTOiXgN_HRBc7ZLRZis]
	Clever Inventor
	Inventing items requires one fewer of each component, to a minimum of one.
	[image: https://lh5.googleusercontent.com/tfkWgz_SmVie0wTUv2ca7RiOodHQs7faVay7duS6039kJ38HA3-tN2ZLmrqEwv-9sVvYnCD3frNf8PHeNRpTXvP3-oLve3fSrdNofhrUpzzv7gSQnCA]
	Shorten Alarms
	Reduces the length of hostile security alarms by twenty seconds.


	[image: https://lh6.googleusercontent.com/P2J5YjGiR6P33qWwE1aX-DGsgQsth23C9MTT1srV4DJ0OeruoOVlaWCoBEeScbzQsWgW4O6PSsLfMgiiGKugRiLDnRk8lUpYrGqUkfKgpLmi9hHz6Fk]
	Focused Hacker
	Two fewer Overload Tiles when hacking
	[image: https://lh3.googleusercontent.com/LaNNiqIJQqgNquW8uOY1_I7zO2UlAmjabZvhVERfAPVWLN_DoS-KGN6qXLVmZ9ny_x9a30oA8XvfT9mw4whV_TDxy-onOFbM5D7Q0tyccD8rzGLmT4A]
	Speedy Hacker
	While hacking, it reduces the flow speed by one and a half seconds per tile.

	[image: https://lh6.googleusercontent.com/Bf-WJdA7B2GDyNIf5GOGQJt3kuBSUECf80bPUPSgxHWp7lOI_h93Pqv4W0KxaiKxpA8NsjUc-Nh_qWrDfxI_J6I0R5La3LcZ8XgPiLgBpf_mEFeqDSE]
	Hacking Expert
	One fewer alarm tile and one fewer overload tile when hacking
	[image: https://lh5.googleusercontent.com/XkP9bo3T5ihPY3WKt83LFlyoKiww93APpXdG0PeUxUfscH8wJPA5sdSyBI3NQvbIJOwZPor-v1PXgrDOWgdm_KEYY5TU4Lyn5k-1gxFGtl7J0NTfFX4]
	Vending expert
	Provides a slight reduction to prices in vending machines.

	[image: https://lh6.googleusercontent.com/0QK4Qb0KVTzZQjw_d4wZt7VkGtVd2QFQ-1AGP71PBTMcloa2gpBdxnOpxoHw_CQ3PV5K2mt3MITwM3_P4FBfS5qNjQqAkn1yFbrcy-orfyQhENJEz2Y]
	Prolific Inventors
	Doubles the amount of items produced from a U-Invent machine. They will appear out of the machine when one exits the machine menu.
	[image: https://lh6.googleusercontent.com/aV-BVpQzAXiUGnFHsE8SpFSBFVh5q4ildWi5tkSb3A9YRRRMXS7yCYEEWGxstXNPekCi_chKJxC4W2YZBIurYOq3I0Y_AV50DQV8sGEi_xUAuhc0PbE]
	Shutdown Expert
	Increases the amount of time that Security Cameras and Turrets stay hacked.


	[image: https://lh5.googleusercontent.com/iyw9TGi90qhRRzxfuQB05TCjC-xNrBj2vcCKLmlB8EKpeZWNqUHx1c7sl3R5u61vea3wE6WoYbwXNLwi2B9n5LzufailOSdzee3wJqXvcY7f4MEAexQ]
	Safecracker
	When hacking safes and combination locks, there are two fewer Alarm and Overload Tiles, one fewer Acceleration Tile, and three added Resistor Tiles. The flow speed is also reduced by a half second per tile.
	
	
	












12.3.3			Physical Tonics

	Plasmid
	Effect
	Plasmid
	Effect

	[image: https://lh5.googleusercontent.com/A7KUEMXUVz5t_JXgWh7qN3tO_QIvO5MdeujtjcsXQZAsC3Lw9D1bnDqVqcA6Bd_Cv75FOvlfOUKev0N4LFbiS_GMp7hmVaJobz7ZWqm2457osEM5eX4]
	Bloodlust
	Gain small amounts of health and EVE with each blow to enemies with the Wrench.
	[image: https://lh5.googleusercontent.com/DBsohx133kkwcKG_29XLIPp_EocHhs7aUueF0Bzg2xb2DZhSpIlsm5zKuFDmYuXEHw-l6kFcpXYjlANt4MW-S08OzHQR0p1L5EqK4K-Ie6ZiPQug0v4]
	Medical Expert
	First Aid Kits give the player 20% more health

	[image: https://lh5.googleusercontent.com/HdiqCWF-XOe2HtMhqsbAQmOiFZbdcM8YDi1a8cqoBQrOUD6p3wEccszyC_II8mp1o38HO9ht4Cqx3bDF2vNpDNEAg8fr44FEdUicTKJU7TFSRlE_adM]
	Booze Hound
	Drinking alcohol restores a small amount of EVE, rather than draining it.
	[image: https://lh3.googleusercontent.com/bXzmHb1zfbwBIZGFzDsfbpsVQRF1qiP9APmSbmVtnKrG1ThY29pq3onCIX_1wqpo66FivJU88nRhJltgBEDhRso4QvVDSYC_8kffYQ33L4c1-D8I9sA]
	Natural Camouflage
	Grants invisibility when standing still for a period of time

	[image: https://lh3.googleusercontent.com/J0cxvtPNqvN6SElf_BXpCYvVkeYtiX2GL1ay9JvmAP7wHxZpPqhxTwEFZoTzTzGk_FBUTMfhWUs1cyFLJkMxwDrsuGo2reG82UspWID_8nX8Q5UbiWY]
	EVE Link
	First Aid Kits also give a small amount of EVE.
	[image: https://lh5.googleusercontent.com/m_tLXRchwU7tmH-x07BVkdrQoufXlynIp2GuRJi3BMI-buKecEpX1_XivQtfOQQYio_YPSiH4gOq9NPgYkQJV5I_rFaOHWnxFpxlhMArsTt2xnMRqIw]
	Scrounger
	Search corpses and containers a second time to get different loot

	[image: https://lh6.googleusercontent.com/FRBWmG-TZ9nlYbNE3-MiY-cqDF9LasdPJfwmqFe8UBUH1cI_98dYlkJdi1nr6cByXy8IZbSeAQt-qO411bsHtMq_m_WgceY48mYlkVB_H0ss0t44sLU]
	EVE Saver
	Reduces EVE consumption of all Plasmids.
	[image: https://lh4.googleusercontent.com/XgBUSW_ol31QkqxJYm-J2JuJamusoqlyfs7N2GyRjpnU2N_Zodw-kD8i3f1crulwUwnVKTaj6RGS5CWcI6oQZsOinB-w2pgl2uWIk1D2oNmRJMN3XQ8]
	Security Evasion
	Security Cameras and Turrets take two seconds longer to track the player.

	[image: https://lh3.googleusercontent.com/J_MJEHloICa_AKSSXXHqcJxA8yXOzrgkRSjGt-MRkNtT0CBN86UIYe8lLwA1e01kvkL9-ELt0AUcNk-hLv6IqGaAHJ6zIeelrBQYDomqYSzZ7sDDk20]
	Extra Nutrition
	Gain a small increase in health from bandages, drinks, and food
	[image: https://lh3.googleusercontent.com/cgAFMk6zV-UyjBuhvBf54iot0vQOw9f0lFZjT8ARYfFxCGw0WEn9FL90RcufOQYurLn3_AOvg16AwmlGSAWOSdE7QlqZUWaZIb6fsIAXhCB93mEX5eY]
	Sport Boost
	Movement speed increased by 10% and Wrench swing speed increased by 25%.

	[image: https://lh3.googleusercontent.com/mTp1X3gVje5GN3IBkgDsVMpiQ47Fu3tMWNFFx8cFW4nDeuxV9PPs_y_UB1zvx9lSph3KQFVwZ0V8VRyw5if9BdR1h9_KjnWu5jHKyM4Ve03x3iHiq1U]
	Hacker’s Delight
	A small amount of health and EVE are gained after a successful hack.
	[image: https://lh3.googleusercontent.com/KneloPer0kgtpO1Uyn4OSakSC9fP35brknqXqN17LAzjUm7JGBM5Zm93h0VHOuuuNM1SUcuEb5a93P3l6RAfMm86_ZDm6U4yc9L-ZW-Cov4EhLpEpSA]
	Organic Pockets
	Allows the player to have double the normal capacity for ammunition, First Aid Kits and EVE Hypos



13. Upgrades

13.1			 Weapons 
For a multiplayer game the mechanics of weapons upgrades will slightly change. When weapons are bought, they have just basic statistics. When the player collects enough dollars they have the possibility to upgrade the weapons. Like in the original Bioshock, the player can first choose one of the two options. Each upgrade will improve three or four basic statistics of this weapon, for example, one upgrade will give to a player better damage and another will give improved ammunition clip. When the first two upgrades are bought, the player will have the opportunity to upgrade the weapon once more. It costs a lot more, but in addition gives incredible improvements. For details of all upgrades for weapons see table below.
Please note:
- the first level of each weapon is the level when the player is buying it
- all upgrades are for all ammunition types but in the table normal ammunition is used for example.




	
	Wrench
	Pistol
	Machine Gun

	level
Stats
	1
	2
	4
	1
	2
	3
	4
	1
	2
	3
	4

	Damage
	40
	+10%
	+10%
	40
	+10%
	5%
	+15%
	40
	12%
	+12%
	+3%

	Accuracy
	N/A
	N/A
	N/A
	100%
	+10%
	0
	+5%
	100%
	+18%
	+5%
	+5%

	Speed
	100%
	+10%
	+10%
	100%
	+10%
	0
	+5%
	100%
	+10%
	0
	+5%

	Max Ammo
	N/A
	N/A
	N/A
	48
	0
	+8
	+8
	360
	0
	0
	+90

	Magazine Size
	N/A
	N/A
	N/A
	6
	+2
	+4
	+4
	40
	0
	+5
	+5

	Price
	
	
	
	
	
	
	
	
	
	
	





	
	Crossbow
	Research Camera

	level
Stats
	1
	2
	3
	4
	1
	2
	3

	Damage
	400
	+20%
	+20%
	50% to go through enemy and kill another
	30
	+5
	+5

	Accuracy
	100
	0
	0
	Extra bolt
	Range 100%
	+10%
	+20%

	Speed
	100
	+10%
	+10%
	0
	100%
	+20%
	20%

	Max Ammo
	48
	0
	+4
	+4
	10
	10
	10

	Magazine Size
	5
	+1
	+1
	+1
	10
	15
	15

	Price
	
	
	
	
	
	
	







	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	











13.2			Ammunition Type

When players are preparing for the mission and buying all the weapons upgrades, they can buy ammunition types as well. The basic ammunition is received after every mission for free. The special types of ammunition, players have to pay for, to unlock them (and receive first full ammunition capacity for free) but when they use special ammunition they have to buy it. Ammunition is not easy to get in missions. Players most of the time will have to buy ammunition from vending machines during combat, because the enemies are not dropping it often. The table below shows ammunition types, price and rate of dropping.
	
	Max Ammo
	Magazine size
	Damage
	Bonus
	Price to unlock
	Price per Magazine
	Drop rate

	Standard Pistol Rounds
	48
	6
	40
	Standard
	N/A
	$5
	12%

	Armor-Piercing Pistol
	24
	6
	+40 vs Big Daddy
+80 vs machines
	
	$100
	$8
	9%

	Antipersonnel Pistol Rounds
	24
	6
	+200 vs Splicers
	
	$125
	$10
	7%

	Standard Auto Rounds
	360
	40
	40
	
	N/A
	$12
	10%

	Antipersonnel Auto Rounds
	180
	40
	+50
	
	$150
	$18
	6%

	Armour Piercing Auto Rounds
	180
	40
	+60vs splicers
+20vs Big daddy
	
	$160
	$18
	5%

	00 Buck
	4
	48
	35*8
	
	N/A
	$15
	9%

	Electric Buck
	4
	24
	35*8
	Double if target in water
	$200
	$20
	6%

	Exploding Buck
	4
	24
	50*8
	+6 ps. if enemy in fire
	$200
	$20
	5%

	Frag Granade
	12
	6
	350
	
	N/A
	$20
	7%

	Proximity Mine
	6
	6
	450
	
	$250
	$25
	5%

	Heat-Seeking RPG
	6
	6
	450
	+12 ps. if enemy in fire
	$280
	$30
	4%

	



	
	
	
	
	
	
	

	Napalm
	400
	100
	30+1.2 per second if enemy on fire
	
	N/A
	$30
	5%

	Liquid Nitrogen
	200
	100
	0
	Freezes enemys
	$300
	$40
	4%

	Electric Gel
	200
	100
	+25 vs Splicers
+70 vs machines
	Double damage if enemy is in water
	$320
	$40
	2%

	Steel-Tip Bolt
	48
	5
	400
	
	N/A
	$30
	5%

	Incendiary
	24
	5
	600
	+12 ps. if enemy in fire
	$400
	$40
	4%

	Trap
	24
	5
	400 – Trap Bolt
700 electric tripwire
	
	$400
	$40
	2%










13.3			Plasmids upgrade
Players can have up to 3 plasmids equipped during mission, the change is possible between missions.
When players buy plasmids they receive a level 1 plasmid. The prices for plasmids and upgrades are:
Unlock plasmids : $300
Upgrade to level 2: $450
Upgrade to level 3: $ 800
Healing have a different price
Unlock: $500
Upgrade to level 2: $700
Upgrade to level 3: $1000
Upgrade to level 4: $1000

	
	EVE cost
	Damage
	Bonus\ additional info

	
	1
	2
	3
	1
	2
	3
	

	Cyclone Trap
	95
	120
	150
	Standard
	+20%
	+35%
	Size of cyclone increase 2lvl + 20% lvl 3 + 35%

	Electro Bolt
	7/s
	11/s
	12/s
	400
	1600
	8000
	Stun for short time
Additional damage when enemy in water

	Enrage
	30
	40
	-
	Duration 20s
	Duration 35s
	-
	-

	Hypnotize Big Daddy
	90
	125
	-
	Duration 90s
	Duration 180s
	-
	-

	Incinerate!
	30
	40
	50
	12 p/s
	24 p/s
	48 p/s
	-

	Insect Swarm
	48
	65
	80
	6 p/s
Duration 20s
	12 p/s
Duration 25s
	24 p/s
Duration 30s
	-

	Security Bulls eye
	30
	35
	-
	Duration 20s
	Duration 40s
	-
	-

	Sonic Boom
	90
	120
	120
	Physical
Single target
	Physical Small Angle
	Physical Large Angle
	Can hit up to 6 targets

	Target Dummy
	50
	80
	120
	Duration 10s
	Duration 15s
	Duration 15s creating two dummy’s
	

	Telekinesis
	70
	-
	-
	-
	-
	-
	-

	Winter Blast
	80
	90
	110
	Freeze duration 5s
	Freeze duration 10s
	Freeze duration 12s
Can freeze 2 targets
	-

	Aggressor Irritant
	40
	50
	-
	Duration 10s
	Duration 15s
	-
	-

	Rescue Little Sister
	80
	-
	-
	-
	-
	-
	-

	Healing
	30
	20
	10
	10
	Healing 10
	Healing 10
	Healing 10
	Healing 10 on area
	Short range
There is 4th upgrade witch allow to upgrade all alliance at a short range
500/700/1000/1000





13.3			Injections 

eve injections
- Players can buy them in vending machines cost $200
- Can be found sometimes in the levels
Health injections:
- Can be bought at vending machine cost $250
- Can be found sometimes in the level

13.4			Character upgrade
In the game there is a possibility to upgrade character. There are not many upgrades and there are expensive. Unfortunately to upgrade character player have to die, so when he is waiting to be received by Vital Chamber, he can quickly upgrade himself. The possible upgrades are as follow:


	
	Lvl1
	Lvl2
	Lvl3

	Max HP
	+10%
	+15%
	+20%

	Regen HP
	+10%
	+10%
	+15%

	Max EVE
	+10%
	+15%
	+20%

	Regen EVE
	+10%
	+10%
	+15%

	Cost
	500
	800
	1300




14. Battle System

14.1 			Overview
The battle system for the Bioshock DLC is allowing four players to fight in one battle against evil from Rapture City. Four players equipped with guns, plasmids and tonics is a team of mass destruction which is required to kill numbers of Splicers, to be more precise; thousands of them. 

14.2 			The Fight
If the team wish to accomplish the mission they will have to co-operate. The idea behind fighting is to find a way that everyone will balance their own characters, which will meet to the team’s needs. Players have to be careful with the equipment they choose. One hero can’t kill all the enemies on his own. In example in the ‘Run’ missions they will have to shoot in all directions to make sure Splicers don’t get any team mates. If in another map, conventional weapons are not working, try to use plasmids. Two players can use ‘Tornado trap’ where the others will shoot, using ‘Electric Bolt’ and “tornado” will deal extreme damage. The other strategy to deal with Splicers is three members of the team are using ‘Winter Blast’ to freeze enemies and the remaining one using Machine Gun will blast frozen enemies. 

14.3 			Summoning
The way enemies show up in the map, depends on the mission. ‘Run for your life’ and ‘A to B’ have pre-define numbers of the enemies. In ‘Hold you Ground’ and ‘Push and protect’ enemies will re-spawn in certain position on the map and they will try to kill team in waves. 

14.4 			Difficulty level
Players creating a game can choose one of the three difficulty settings: Easy, Medium and Hard.

Easy:
· Splicers have basic statistics on the beginning 
· After completing each mission Splicers are receiving +5% to statistics
· Time in timed missions is normal
· Every killed Splicer is giving $2 for each player
· After finishing mission each player receive $400
· Price for character upgrades is normal 
· Players starts with 120 HP and 120 EVE
· EVE cost for plasmids is decreased by 20%

Medium:
· Splicers have basic statistics on the beginning 
· After completing each mission Splicers are receiving +8% to statistics
· Time in timed missions is down by 15%
· Every killed Splicer is giving $2 for each player
· After finishing mission each player receive $300
· Price for character upgrades are 10% more expensive
· Players starts with 100 HP and 100 EVE
· EVE cost for plasmids is decreased by 10%

Hard:
· Splicers on the beginning have +10% to statistics
· After completing each mission Splicers are receiving +10% to statistics
· Time in timed missions is down by 20%
· Every killed Splicer is giving $2 for each player
· After finishing mission each player receive $200
· Price for character upgrades are 12% more expensive
· Players starts with 100 HP and 100 EVE
· EVE cost for plasmids is normal

14.5 			Vita Chambers
The Vita Chambers have a limited time of use. However they can be recharged if players will found power cells on the level. Splicers are likely to destroy Vita Chambers if they get bored.


 


15.  The Game

15.1.                    		Overview
These maps are designed to be player with 4 players, these players can be put together in game through matchmaking, split screen and private groups.

15.2.                    		Players
The players can be random and never met before using matchmaking, if this is the case all players will have to utilise the lobby menus to be put into a group together.
	
Before other options to matchmaking include private local or internet groups, which can be setup by one player inviting friends to join in the respective manners.

If less than 4 players are in a group the remaining player numbers will be replaced with AI bots, this way there are always four players in the game, using the single player option all three other places are used the same way. This does however have drawbacks such as lack in communication, repetitive play and sometimes stupid mistakes.

15.3.                    		Save and load 
As the DLC is made up of multiple maps, that are treated much like a multiplayer games, the progress of each player is saved upon completion of a map. a player just starting the DLC will have to go through a player selection process and start from the first level. Once the level is complete the next will be started, with the same group of player, players can exit the game and picked up again later by selecting any previously completed level.


 Extras
                   Overview 
This section contains additional information which did not fit into others categories.

[bookmark: _GoBack]All the assets for this DLC were taken directly from the original title, this was a design choice, a sense of familiarity provides a strong connection to the original gameplay and feel. Using these assets allowed us to ensure the work would be of high quality and speed up production time.


PLEASE REMEMBER TO STORE ALL REFERENCES AND BIBLIOGRAPHY.
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