Prehistoric Tower Defense (Working Title)
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A. Overview
Prehistoric Tower defense is a casual freemium third-person game where players play as cavemen defending their hard earned food against hordes of invading prehistoric monsters.  Players must wisely allocate their primitive currency and strategize the best place to put defensive huts around the map to save their meal. In addition, players can also upgrade existing defenses or use well-timed powerful god abilities that affect all the monsters on the map. As levels progress in difficulty, players will unlock new defensive huts and abilities & must perfectly master a level in order to advance to future stages. 

B. Game Details

Game

	Genre:
	Real-time multiplayer freemium game

	Play Elements: 

	Placing & upgrading defensive structures, collecting currency, using god abilities

	Theme:
	Cute Prehistoric, casual tower defense

	Game References:
	Pixel Junk: Monsters, Ninjatown, Jelly Defense

	Style References:
	Pixel Junk: Monsters, Gesundheit, Plants vs Zombies, 


	Player:
	1-2 players




Technical

	Form: 
	2D

	View: 
Orientation:
	Isometric
Horizontal

	Platform:
Size:
	iPad/Tablets
Under 20 MB


					
C. Target Market
	Our audience is casual gamers who enjoy Plants vs. Zombies looking for a charming and accessible tower defense games to play cooperatively with friends. They do not have to be familiar with the tower defense genre. Our main target range is young adults from 15-35, both male and female.  

GAMEPLAY STAGES 
A. Menu 
The player chooses whether to play single player or multiplayer here. They can also access and set all options. 
B. Level Map Selection/Difficulty
This is a big map that displays all the levels and how many stars a player has earned on each one. Players can tap to start a level. 
C. Score Screen
After a level, the player sees how much food they lost and how many stars they earned.

GAMEPLAY ELEMENTS

Main Cavemen
Players will play as cavemen, which they directly control on screen. These cavemen dictate all the action and must run around the map collecting pebbles, placing defensive structures and upgrading. If the cavemen touch a monster while running, they will lose a percentage of their pebbles. 

Food/Main Hut
The main hut is where the food is stored. The food is the main map objective and always at the end of the map; it’s what the animals are after and what the cavemen are trying to protect .Any time an animal reaches where the food is kept, the cavemen lose 1 food. Each level starts with 10 food and the level is over when all the food is eaten by the animals. If the cavemen can successfully protect any food from being eaten, they win the level. The number of food remaining at the end of a level also determines how well the player did. The main hut will display how much food is remaining throughout the level. 

Defensive Huts
Defensive huts are placed by cavemen on the map to defend against the animals. Each hut comes with 2 cavemen fighters that specialize in different areas. These fighters all have a level, range of attack, damage amount, speed, & HP points. If a fighter’s HP is drained to 0, they will disappear and regain health while resting in the hut. They will reappear after a certain time has passed (15 seconds). Fighters heal between waves as well & regain full strength. While purchasing a hut, the player will see the cost & a short bio on the strengths of the hut. Once placed, players can sell or upgrade these huts.  
Types of Huts:
i. Regular (Normal Cavement)
ii. Hard Hitter/Slow (Brute Cavemen)
iii. Fast/Lite (Agile Cavemen)
iv. Range Air (Cavemen with slingshots)
v. Range Air & Ground (Cavemen with spears)
vi. Ice 
vii. Fire (Cavemen with torches)
viii. Splash (Cavemen throwing big rocks)
ix. Hive (attacks anywhere on map)

Defensive Hut Upgrades
Defensive Huts can be upgraded up to 5 levels. Each level affects the hut’s range of attack, damage amount, speed & HP points. Hut levels are shown through different colored flags or markers on top of the defensive hut. Each level takes longer to achieve or is more expensive. Players stand near a hut to see a vertical upgrade meter that displays how much XP it will take to achieve the next level.  Upgrading can be done 3 ways:
1. Animal kills – each time an animal is killed by a certain hut, it gains XP. 
2. Standing near the hut & chanting – XP will continuously be gained while player is chanting. Two players standing by the same hut & chanting will double the speed. 
3. Spending Flowers to  instantly upgrade

Monsters
The monsters are the enemies in the game and their main goal is to get the food. If engaged by a defensive hut fighter, they will stop and fight. If they win, they will continue down the map path. Monsters have different HP, speed and damage amount. Monsters do not directly fight the main cavemen characters. Monsters appear in waves of all 1 kind of monster. Each wave lasts around 30 second – 1 min. 
Types of Monsters:
i. Regular
ii. Strong/slow (Wooly Mammoth)
iii. Weak/fast (Dodo)
iv. Airborne 
v. Airborne/fast
vi. Airborne/Strong/Slow
vii. Split into two when killed (Bug)
viii. Poisonous
ix. Slow effect

Currency
The game will have two types of currency - Pebbles & Flowers. Killed monsters leave pebbles & flowers scattered on the screen. The player must run around collecting pebbles & flowers quickly because they disappear after a short period. When a player stands closely to pebbles or flowers they will gravitate towards him. All items purchased in the game are with pebbles or flowers.
· Pebbles (soft coin): Earned frequently when monsters are killed, selling a hut or through converting Flowers in game. They are used to build new defensive huts and character upgrades. Pebble value resets after every level. 
· Flowers (hard coin): Earned rarely when monsters are killed or through IAP. They are used to upgrade towers instantly, unlock new towers, or use God Abilities. Players can use them in the Level Map to unlock levels earlier. Flower value is persistent throughout levels. 

Store
There are two stores in the game, the Main Hut Store and the Defensive Hut Store. 
· Main Hut Store: Players run to the main hut to access this store. This is where players unlock new defensive hut types and purchase character upgrades such as increased speed, faster chanting. All these upgrades & unlocks reset at every level. 
· Defensive Hut Store: Players run to any available slot to access the defensive hut store. This is where players buy/place a defensive hut and where they upgrade or sell their defensive huts. All defensive huts are built at Level 1. 

God Abilities
God Abilities are abilities the player can use at any time to affect all the monsters on screen. Some examples of god abilities are: encourage all defensive huts within an area to fight faster/stronger, blow back enemies down the path, a remote bomb that detonates in a specified area or slow down all enemies in a certain area. These are purchased right off the main game screen and can be purchased any time. 

Maps
Maps take up the full screen of the iPad and are designed as mazes with predetermined slots where defensive huts can go. They have a definitive path that monsters follow and the food/main hut is at the end of the path. At the bottom of the map, it will show which wave the player is currently on and what monsters will be coming in the next two waves. It will also display the pebble & flower balance and what god abilities can be purchased. 

GAME MECHANICS
Objective
The primary objective is to protect your food against waves of prehistoric monsters and advance to harder and harder levels. Players can also gain access to new defensive huts & god abilities and strategize cooperatively with friends. 

Gameplay Systems
Level Grade & New Levels
Depending on how well a player does on a level, they get 1, 2 or 3 stars. Players must have enough stars to advance to new levels. Otherwise they can pay flowers to instantly unlock a level.

Controls
Tap to get a character to move to that location.
Hold & drag to continuously move character 
Tap to Access Menus 
Tap & Hold to Build
Tap & Drag ability icons to use God Abilities 

Settings
Music On/Off
Pause
Toggle all upgrade bars/health bars
Help – Forum, Brief Description of how to Play, Turn on/off location notifications
About


FEATURES
MVP
· Integrated Tutorial Level
· Character Movement
· Main Hut Store/Defensive Hut Store 
· Defensive Hut Stats/Placement/Upgrade/Selling
· Monsters Stats & Pathing
· Map UI 
· Pebbles/Flower Collection System
· IAP 
· 5-10 Map/Level Design

Future
· Level Star System 
· God Abilities
· Settings
· Local Notifications
· Rate Us
· Universal App
· Rankings Board

In game UI
1. Pebble/Flower currency counter
2. Monster path (one entrance)
3. Main Hut (with food counter)
4. Defensive slots (trees/rocks/slots)
5. Wave Counter (#/# Wave) & Next Wave Monster
6. Level Timer
7. God Ability Menu
8. Main Hut Menu
9. Defensive Hut Menu
10. Upgrade Menu

Music & SFX
Battle Music: 3-4 looped tracks that vary by level
SFX: running sound, coin collection, tap confirmation, building noise, battle sfx, upgrade complete, stealing food, killing monsters, God abilities

Further Questions/Considerations
· Monster Shields 
· Modifier Buildings 
· Defensive Hut Rally Points
· Ranged - target weak, strong, closest.
· Bosses
· Loading Areas have tips

