
Introduction
Hi, I’m Mohamed Fawzy, a solo indie game developer working under the name Rare Castle. My 
current game project is titled Off the Grid: Bad Dream.

While the game is in development, I currently refer to it as Project Escher—a working title that will 
make more sense as you progress through this presentation, you’ll learn more about this exciting 
project, I believe you'll see the potential opportunity this project has to offer.

I hope you enjoy the journey of discovering more!

----------------
www.rarecastle.eu.org
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3. The Rise of a Healing Counter-Genre: Mystery without the Fear
I’ve always been drawn to the emotional depth and thrill of mystery in games like silent hill, 
particularly in the horror genre. But what if we could take that same sense of mystery and intrigue—
without the fear, anxiety, or discomfort that traditionally accompanies it? What if a game could evoke 
the thrills of discovery, the joy of exploration, and still leave the player feeling healed, empowered, 
and at peace?

This isn’t about replacing or ending horror games—those have their place and their fans. But I believe 
there’s room for something new—a counter-genre that provides a thrilling, mysterious experience that 
promotes healing and emotional well-being instead of fear and dread.

Now, here’s where it gets exciting: If done the right way, with the right vision and execution, 
this idea has the potential to define itself organically, without needing to label or market it as a “new 
genre.” The experience would speak for itself. The combination of mystery, peace, and emotional 
growth could resonate with players in such a way that the genre will naturally emerge, without us 
having to force it or define it up front. It would be a new form of gameplay that simply feels right—
and people would know it when they play it.

This could be the beginning of something fresh and transformative, a genre that redefines what a 
“mystery game” can be, offering not only an engaging narrative but a healing journey that stays with 
the player long after the game ends.
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4. Healing and Empowering Through Narrative (Soul Emotions Alchemy)
Transmuting low vibrational emotions to precious ones

In a world where so many people are battling sadness, depression, fear, and anxiety, I feel a 
responsibility to create something that can offer a positive shift. Horror games often tap into darker 
emotions, amplifying feelings of fear and discomfort.

But what if we could create a game that helps people process and shift those feelings? What if a game 
could show players that they have the power to change their lives through their thoughts and 
beliefs? 

because beliefs and thoughts creates physical reality which is a reflection of one inner 
world. Through storytelling, narrative arcs, and gameplay, I want to create something that empowers 
players to understand the power of positive thinking, the value of healing, and how shifting from 
limiting beliefs to empowering ones can transform thier life. I want this game to be a source of hope, a 
pathway to peace, and a way to reconnect with things like love, nature, and harmony. I want to give 
people who are struggling a tool, a sense of peace, that could help them find balance, even if just for a 
moment.
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5. A Passion-Fueled Dream
The more I think about this game—the world I’m building, the characters, the ideas—the more alive it 
makes me feel. It excites me on a level I can’t fully describe. The process of working on it, day in and 
day out, has been a dream, and it’s only just beginning. The joy I get from pouring hours into this 
project is something I want to share with others—not just in terms of gameplay, but in terms of the 
experience it will create for them.
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What Makes This Game Project Unique?

1. The Concept of “Off the Grid”
The title Off the Grid carries profound significance—both literally and philosophically. I chose this 
name because it encapsulates themes of escape and longing: the desire to break free from the 
constraints of modern life and the artificial systems that define our world. It speaks to the human urge 
to reconnect with nature, with the wild, and to leave behind the toxicity of modern, city-based 
existence.

But it goes beyond that. It also taps into a deeper, 
existential longing that many people feel—the sense 
that something is missing, an emptiness that no 
amount of achievement or success can fill. It’s a 
feeling of alienation from the world as we know it, 
the sensation that we don’t truly belong here on 
Earth, and that perhaps there is another place beyond 
space and time where we might find our true home.

The game explores this theme in a way that’s not just 
about survival or escape, but about transcendence ..  
a search for belonging, meaning, and connection to 
something greater than ourselves.
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