Christopher Enderle 6/15/09


Haunted House: A Tower Defense Game

Theme



The theme of the game is fear and surprise. How to dispense and profit from it. The player must run a haunted house effectively from the standpoint of maximizing the amount of fear that can be delivered to the most amount of people within the space provided.

Basic Mechanics


The game follows the common tower defense setup: Enemies originate at point A and slowly move to point B, facing obstacles put in their way by the player. Enemies in this game are paying guests, come to put the newly established haunted house to the test. Guests have a fortitude meter which starts full and is diminished as they are scared during their progression through the haunted house. Once the meter is depleted the guest will panic and run out to the exit of the house. Guests usually appear in small, separated groups. Guests have a visual cone and an audible sphere.
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There are three primary methods through which the player may frighten their guests: Contraptions, which scare and surprise, placed along the customers path, décor of the room, which usually doesn't outright scare or cause a panic but does diminish fortitude, and the player herself, directly confronting customers, which basically has the same effect as contraptions. 


Contraptions include grandfather clocks, cuckoo clocks, moving eye paintings, shaking chandeliers, self lighting/extinguishing fireplace/candles, lamps/lights flashing on/off, creaky/rumbling floor boards, fake falling ceilings, flying books, fake mirrors, and hirelings. Most contraptions cause an initial hit to fortitude and some also cause fortitude to slowly diminish for a short time after being initially triggered. After contraptions are triggered they begin to reset. Contraption reset takes a certain amount of time and any guests that pass by the contraption before it has reset will not be scared by it. Décor themes include bloody, crime scene, dusty, burnt, too normal, and clowns. Décor gradually reduces a guests fortitude while the guests are within that room. Proprietor costumes include being a ghost, werewolf, clown, vampire, swamp monster, mummy, zombie, and masked murderer.


The player controls the proprietor of the haunted house. The player can move their proprietor avatar along hidden passageways and trapdoors to quickly move ahead of progressing guests. The player can hide behind certain objects and surprise approaching guests. As the game progresses the player can buy new costumes and switch between then on the fly. The player's life is based on reputation, how scarey their haunted house is considered to be. If enough guests pass through the house without being scared the player's reputation will drop to 0 and their haunted house will go out of business. 


The path guests take can also be effected by the player. Trap doors, turning walls, and other path changing traps can be bought and set in the path. These traps not only extend the time it takes for guests to pass through the house, but they also decrease the guests fortitude as they cause an initial scare when they are triggered.


With each round the player earns money for everyone who entered their house. Players can use this money to buy contraptions, décor kits, and costumes. Objects can be placed along the guests routes between rounds. Route changing items, such as door locks and turning walls, can also be bought and placed on existing doors/walls. Décor will change the look of one entire room.

Marketing Pitch


People would be compelled to download and try the game primarily due to the fun inherent to scaring people. For anyone that's ever been to a haunted house and has thought of ways to do better, this game will provide them a way to act out that fantasy. A game such as this is especially compelling come Halloween. Also the unique take on the Tower Defense template and evolution of its basic design will pique the interest of genre enthusiasts.

Key Features:

Different maps including corn mazes, hedge mazes, dungeons, forests, parks, sewers, museums, and mansions.

Maps containing multiple floors.

Change the route customers can take by using trap doors, locks, and turning walls.

Controllable and upgradable hero character.

Contraptions and décor cause to scare guests in multiple ways. Cause panic trains, where one scared guests runs out, freaking out everyone along their path.

