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Reward game

High Concept: Pirate Spelunkers is a Co-op top down adventure game where two players must explore several mines, destroying obstacles and enemies in their path, in order to get precious mysterious treasure hidden in the caves.


The point of the game is to do what pirates do best, find treasure, this is opposed by the fact that they must also do what pirates do worst, work with another pirate. Getting treasure can be accomplished two ways: An enemy will have a chance of dropping a piece of treasure when they die, or the player could find it hidden behind a secret compartment in a wall by attacking weak points shown in the wall. There are different types of treasure obtained within the level: gold is the most common and can be used to buy items in the shop at the end of the level, armor or weapon bonuses automatically make whichever character picked the bonus up stronger, new skins make your pirate look more fashionable, and health potions can be used when needed. In the shop each player can spend his gold on new weapons (however they can only have one weapon equipped while inside a level.)  The default weapon would be a cheap pick-ax, which takes several hits to break through secret walls. They would have the option to buy new weapons such as shovels, jackhammers, swords, or TNT.


In addition to just exploring and killing to get treasure there will be treasure hidden inside puzzle rooms. These puzzles will be simple; such as having the players work together to press buttons in the right order or destroy several objects correctly. However the player’s weapons will affect everything so in these rooms the players can actually damage each other while inside. These puzzles might also be timed, for instance, if a bridge needed to be extended across a gap the players would see monsters dragging away a pile of treasure away from the gap and if they take to long the treasure will be all gone.


A player will die inside the level as soon as they are attacked enough to run out of health. As soon as one player dies several monsters repeatedly spawn and attack the still alive player. The remaining alive player can recover the dead player by walking over to them and using a health potion (but this is a limited resource) or they can stand there and get treasure by killing the horde of fresh monsters attacking them without the other player competing for kills. Although, if at any point both players are dead then the game is over and they must restart from the beginning of that level and they lose all the treasure gained on that level. The players can win by beating all the levels in the game.


The controls and look of the game will be simple. Both players will be on the same keyboard. Each will have four movement keys and an attack key. The HUD would consist of which weapons the players have equipped, the amount of gold each player has gathered, each player’s health, and the number of health potions left.


Pirate Spelunkers will not only entice the players’ drive for gold; it will also invoke a sense of competition.  In addition, it will probably also cause physical violence if one player gets to greedy, and that’s fun too.

