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Haunted Flood

Plot Introduction


A storm is coming that will uncover the past. As a monstrous hurricane makes landfall over a coastal town roads are flooded, communication towers and power lines go down, the town is completely cut off. Caught in this storm is Jill Burkins, a simple traveler who happened to be approaching the town just as the storm hit. Seeking shelter from the storm, she finds an eerie respite as the eye of the storm stalls above the town. However, the water continues to rise, toxic waste repositories have been flooded, and furthermore, the town appears to be deserted. But Jill can't help the feeling that she's not alone. The town has an extensive history, going past the civil war and into prerecorded history. Some have theorized the land the town was developed on was cursed. A select few know just how damned the town really is.

Plot Summary


The game follows Jill Burkins, controlled by the player. A coastal town is hit by a hurricane, flooding much of it including refuse dumps of a local coal processing plant. These pits of industrial waste had once been used to discreetly dispose of bodies. Certain parties have a continued interest in keeping such secrets buried. Not only will they stand in Jill's way as she struggles to survive the storm, but the town itself, and disturbed spirits of the dead, conspire against all living. 


Jill will have to survive the storm, but if she really wishes to put an end to the disturbed presence hanging over the town, she will need to uncover the town's secrets and bring peace to the dead. The town is full of puzzle pieces which will reveal to Jill what has taken place. Jill can choose to simply survive while ignoring the haunting, or even agree to keep the town's secrets, but to truly end the nightmare Jill will have to put every piece of the puzzle together. 

Inventory Functionality


The player can theoretically carry an infinite number of items. However, each item has a weight, and the more weight the player is carrying the slower they will move. This provides a level of realism that helps add to the tension without forcing the player to deal with limited inventory space or a heavy amount of inventory management. Certain items can used directly from the inventory, others must be equipped to be used.

Walkthrough (First 25 steps)

The game begins with your car being pushed into a flooded ditch by the hurricane. The car's engine dies and the car can no longer be driven. The car begins to flood.

1) Click on the glove compartment and open it to receive a map and flashlight.

2) Click on the passenger seat to pull out a first aid kit and flares out from under it.

These items can also be obtained at various points later in the game if you don't or didn't pick them up here.

3) Click on the driver side door to exit.

The road is flooded in the direction you came from. You must continue down the road, heading into the town.

4) Click down the road to proceed into town.

You come along a house to your right. The rain and wind begins to pick up again, reducing your view. It's a good idea to head into the house.

5) Click on the path leading to the front door of the house.

6) Click on the front door of the house. The door is locked

The wind and rain are still picking up. Large debris begin to fly by. You must find shelter!

7) The windows are also all boarded up, so click at the side of the house to go around back.

There's a cellar door beside the house, but it's locked with a rusty chain. Just as you notice this, a shed in the yard of the house is blown over. The roof of the shed is blown over your head.

8) Click over at the rubble of the shed to explore it.

9) Click on a sledgehammer to pick it up.

10) Click to go back to the side of the house.

11) Click the inventory icon, or press inventory hotkey, to access inventory and equip the sledgehammer.

12) Click on the rusty chain to smash it apart.

13) Click on the cellar doors to open them up.

14) Click on the open cellar entry to go inside.

You're now in the basement of the house. The lights are off but there's enough light coming in from the small windows along the top of the basement's walls. There's a thin layer of water along the cement floor. Drops of water are slowly dripping from the closed cellar doors, small basement windows, and the pipes along the ceiling. The whole house is creaking against the wind, as if in great pain. The basement has many clothes on hangers (laundry machines are in one corner), boxes, a table with wood and tools, lawn tools, and sports equipment. There's a stairway leading up to the first floor.

15) Click on the stairway to go up it. Foreboding music begins playing.

16) Click on the door. It's locked.

At this point you can choose to smash down the door with the sledgehammer or wait around and explore the basement until the storm calms down.

17) Choosing not to smash down the door, click back on the stairs to go down them. The water along the basement floor has become noticeably deeper.

18) Click on the rack of clothes to change out of wet clothes into dry clothes.

Suddenly a radio that's on the table comes to life, blaring an automated hurricane warning message.

19) Click on the radio. Turn it off or scan through the stations. Most are static. Station 66.6 a disturbing garbled message that can't be distinctly made out.

20) Click at the side to leave the radio.

As soon as you leave the radio the basement windows will break, allowing water to pour in. The basement begins to flood quickly.

21) Click on the cellar doors to try to leave. They will not open. Since they are above you, you also can't get good leverage to smash them open with the sledgehammer.

22) Click on the stairway to go up the stairs.

23) Click on the door to smash it open with the sledgehammer.

24) Click in the smash doorway to enter the first floor of the house.

The house is well kept, but small signs of distress can be noticed in various ways. It's darker up here than it was in the basement, as all the windows have been completely boarded up. Small beams of light seep in through gaps between boards. A large open box is near the front door, which is just down the hall from the basement door. Packing material is strewn about, in the middle of which is a safe with a letter lying on top.

25) Click on the letter.

Puzzles:

Puzzle 1 -

The safe seems out of the ordinary. Instead of a simple dial lock is has four dials with letters and numbers. The letter on top of the safe reads, “I must talk to you about what comes first. To open the safe, one must simply skim this letter, its entire length. Use what's inside the safe to keep yourself safe.


“The rain might be the cause of our problems, but we'll make use of it as our solution. You'll only have so long until emergency personnel stream into town. Be sure to have everything finished before the eye of the storm passes over. Watch out for flash flooding when your getting rid of them. 


“Don't fail to complete this task. The bodies can't be traced to anyone, but they'd stall our efforts. If there's any trouble, go to the safe house at 1400 Main St. Knock seven times, 3-3-1.


“Burn this letter once your done. I shouldn't have to tell you that.” 

The first letter of every word in the first paragraph, ITDB, is the combination to deciphering the secret message. Key clues, beyond the content of the letter, is the oddly bare format of the letter (it has no formal address, no signature, nothing beyond the paragraphs of writing) and the number of paragraphs coinciding with the number of dials on the safe.

Puzzle 2 -


The player encounters a closed overpass bridge that must be accessed in order to cross a flooded street. It is near a park and there is a large park service center. A sign on the gate of the overpass bridge indicates in writing and through visual appearance that it has been closed on authority of park services, leading the player to the park service center. All doors except for the automatic sliding doors into the center are locked. 


Once in the center the player will notice several points of interest. There are signs with park information, brochures, maps, a shelf of books covering a wide range of park related topics, a computer, desk, and several bulletin boards. At the back of the service center, down a hallway and past offices, is an entrance to the park building's storage/shed room. On the bulletin board behind the desk is a note which reads, “Head over with the toolkit.” Another note reads, “Key to circuit breaker on hand for storm.” They key is in the top front drawer of the desk. 


The hall to the storage room is dim, the single hall light is flickering. The office doors are locked. The lights inside the offices are off and the offices' large glass windows are stained and murky. The player must head into the storage room. The entrance to the storage room is blocked. There's a violent gash in the ceiling and water is dripping in. Rain water has pooled in the lower half of the hall. Several wires have also fallen down into the water. There appear to be burn marks along the wall's edging and wallpaper at the edge of the water. A man's smoldering body is in the water near the end of the hall. The water appears to have electricity running through it. 


The circuit breaker is outside. The player must take note of the automatic sliding doors. The player must obstruct it while going out, before switching off power. This can be done in several ways, either with any items on hand (such as the sledgehammer, if the player still has it) or by simply dragging a chair from within the center into the doorway. Once power is switched off the player can move towards the storage room. 


The storage room door is locked. The player must search the body for the keys. Inside the storage shed is a toolbox on the table. Inside the toolbox is the overpass bridge keys. Upon finding these the player can now proceed across the overpass.

Puzzle 3 -


The player has fallen into catacombs. The catacombs are partially flooded, slowing regular movement. The player must use their flashlight to see in the dark. The place is strongly haunted, and the player's energy is slowly being drained. This is shown by the effects on the player's vision, through onscreen effects. As the player explores through the catacombs a disembodied voice echos, “You will find me where none are.” A dark figure suddenly appears near the end of the hall and simply stands there. Even if the player points their flashlight directly at the figure, it still appears shadowed. As time passes more figures appear, surrounding the player. The player's vision also continues to distort more.


Previously to coming to this area the player will have gone through an office and picked up a letter reading, “It's in the guy's face. It's on the middle one that's twice my lucky number. Pick it up and get out of there, you don't want to stick around too long. Trust me.” In this office the player will also note that many things are arranged in sets of four, and that much of the décor is square. Through this, the player can infer the character's lucky number is four, which means the player should look for the number eight.


Each column is marked with a number above it and has three cubbyholes. Upon exploring the middle cubbyhole in the eighth column player will discover a body. Something odd the player will notice is, as their vision has been changing, numbers glowing from the skulls of the buried have become visible. The skull in the middle cubbyhole of column eight actually has a number two on it. Nothing will be found in the skull of this body. In the second column is a skull with the number eight. It's in this skull that a key is hidden. 


The player will not be able to approach the door just yet, though. Approaching the dark figure standing before it will result in them being pushed back by an unseen force. The player must return the mixed up skulls to their respective place. Upon placing each skull back where it belongs, a dark figure will disappear. Once the last skull is returned to its correct place, the dark figure before the door will disappear. Now, using this key the player can escape the catacombs. The door will unlock with ease. Once out of the catacombs the player's state will return to normal.

