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Game Overview 
 
Philosophy 
 
Casual Games 
 
 Casual gaming is a genre which has taken off in the last few years.  At the same 
time, the casual game doesn't need to be a shallow gaming experience.  Workshop 
Defense attempts to capture the casual gaming market, while at the same time presenting 
a game with deep and complex strategy for the serious gamer. 
 Tower defense games are a unique form of strategy games because one can either 
play it in a turn-based manner or as if it were an action game.  That is, players can either 
place towers between rounds in a relaxed manner, or configure their towers as the enemy 
attacks.  As a result, tower defense games make for great casual gaming because they can 
reach both the person who wants to take their time (who can play more on the turn-based 
side of the game) and the skilled player with fast decision skills (who can play more on 
the fast action side). 
 
Customizable Games 
 
 The limitation of most tower defense games is the towers that you are able to 
build.  Typically the number of different towers you can build is low, limiting a player's 
ability to build their perfect defense.  On top of that, it is often unclear how exactly a 
given tower works – even after playing a particular game, one often needs to do great 
experiments to figure out exactly how a tower will act. 
 If these limitations are removed, a tower defense game will be better suited to 
more people's playing styles, as well as being easier to understand – two points which are 
key to a successful casual game. 
 The player will also be able to configure the difficulty of a map themselves, if 
they choose to do so.  Things like the size of the map, the number of enemies, the speed 
at which the move, etc. will be configurable. 
 
Common Questions 
 
What is the game? 
 

DIY Defense is a tower defense game where the player customizes their own 
towers instead of using preset stock towers. 
 
Why create this game? 
 
 The game is intended to be easy and fun enough for a non-skilled gamer to enjoy, 
while still having the depth required to interested the strategic mastermind. 
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Where does the game take place? 
 
 You are an inventor, trying to figure out how to best defend your house.  The 
game takes place in your workshop as you work at creating the best defense. 
 
What do I control? 
 
 The player controls the building, upgrading, and selling of towers. 
 
What is the main focus? 
 
 The player must create a defense of towers which can attack and keep enemies 
away. 
 
What’s different? 
 

This tower defense game is fully customizable. 
 

Going to stop right here and make a note: I’m past the first page and I still really don’t 
have a good idea as to what this game is about. 
 
Now; I’m saying that as if I have no clue what a Tower Defense type of game is, even 
though I do and I do understand what the game is about. 
 
Think about the person that reads this that has never heard of a Tower Defense game, are 
they going to be able to visualize the gameplay in their head as they read this? You’ve 
got to grab hold of a person’s attention within the first page, two if you’re lucky, and they 
aren’t going to want to continue reading if they aren’t able to picture the potential of the 
game in their head right away. 
 
Tower Defense games aren’t ubiquitous yet; you can say “My game is like Tetris but 
with….” And people will get it, you can’t do that with Tower Defense. 
 

Feature Set 
 
General Features 
 
Customizable Turrets 
Customizable Enemy 
Share configurations with other players 
Sandbox Mode 
 
Gameplay 
 
Placing towers 
Upgrading towers abilities 
Selling towers 
Creating a maze with towers 

Comment: This question probably 
could have been left out. Unless this 
game has some sort of kooky back-story, 
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get people excited about it. If that is 
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be; it needs some work. Think of the key 
features as the bullet points on the back 
of the game box that marketing put there 
to try and sell the game. Use good action 
words, don’t be afraid of exclamation 
points; sell your game! Also limit them 
down to 4-8 key points.  
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Enemy “creeps” trying to get across the map 
Towers attacking creeps to destroy them 
Attacks that slow creeps' movement 
Attacks that temporarily stun creeps 
Attacks that deal damage to multiple creeps 
Customizable game rules 
 
 

Basic Game Mechanics 
 
Overview 
 
 The game's focus is on defending your base from attackers by building towers. 
  
Characters 
 
 You play as an inventor trying to create the perfect defense.  Your antagonists in 
the game are mechanical gnomes that you have created to test your defense.  Your only 
defense are the towers you build. 
 
Game Cycle 
 
 To grasp the game, it is important to understand the cycle of the tower defense.  
The player starts off with a small number of resources (in this game, parts).  They use 
these parts to build their initial towers.  When the first enemies attack, the towers kill 
them, and for each enemy killed the player gains more parts.  The enemies become more 
difficult, but the player keeps up by having more parts to build their defenses with. 
 

The World Layout 
 
Overview 
 
 The game world will be the top of a workshop table. 
 
Playing Field 
 
 The world will be a rectangle, composed of a grid of squares.  A square is the size 
of an enemy creep.  A tower is four squares.  One entrance will be on the left side, with 
the exit across from it – each will be four squares high.  For a visual representation of the 
playing field, check Appendix A. 
 
 

Enemies (Creeps) 
 

Comment: I feel that this sentence can 
be extended to explain what the towers 
actually do in protecting the player’s 
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Overview 
 
 The enemies are all mechanical contraptions that the inventor has come up with to 
test his defense. 
 
Creep Movement 
 
 Creeps enter the map at one of the grid squares for the entrance.  They then move 
in the shortest path possible towards an exit square.  Creeps can only move to adjacent 
squares – no diagonal movements.  Since towers cannot be placed in a blocking manner, 
creeps are guaranteed to have a path from the entrance to the exit. 
 Some creeps can fly.  These ones will move in a straight path from the entrance to 
the exit. 
 
Creep Types 
 
 Creeps have a variety of types, presenting different challenges to the user as they 
build their defenses.  The creep types are: normal, tough, fast, anti-stun, spread, flying, 
and mixed. 
 Normal creeps exhibit no special features.  Tough creeps have extra health, and 
cannot be hurt by basic towers.  Fast creeps move faster than normal.  Anti-stun creeps 
have a lower rate of being stunned.  Spread creeps are just like normal creeps, except that 
they stagger their entrance so that splash damage is less effective.  Flying creeps fly over 
the map and are immune to mazing.  Mixed creeps are simply a combination of two or 
more creep types, providing an extra challenge in later rounds. 
 
Increasing Creep Difficulty 
 
 Each round, the creeps will become more difficult to kill.  All creeps have a base 
health and speed that will increase by a small percentage each round. 
 Certain creep types will also get additional upgrades each successive time you 
fight them.  Each time you see them, tough creeps will have extra health; fast creeps will 
move extra fast; anti-stun creeps will continue to resist stun more and more; and spread 
creeps will be more spread out.  Flying creeps get no special upgrades each time you see 
them. 
 
Creep Rewards/Punishments 
 
 When the player kills a creep, they are given a reward in two ways.  First, they 
will get a certain amount of parts from killing the creep.  Second, they will get a certain 
amount of points as well.  The amount of parts and points increase by a percentage each 
round. 
 When a creep escapes, the player loses one life and misses out on the opportunity 
for the parts and the points. 
 
Creep Rendering 

Comment: Same as the last Overview 
section; beef it up some, make it sound 
more interesting. “The Creep is a savage 
race of mechanoids created with the sole 
purpose of exterminating the very thing 
that created them!” Just a small 
example… 
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 Creeps in general are supposed to have the look of a small mechanical gnome, 
and will trot at a constant speed around the map.  Creeps will also be made to look like 
their ability – tough creeps will be bulkier, fast creeps will be on bikes, anti-stun creeps 
will be drinking coffee, and flying creeps will ride on small helicopters. 

 
Towers 
 
Overview 
 
 Towers are a player's only defense in the game.  The player places towers on the 
grid in order to attack and kill creeps.   A second strategy is to place towers in such a way 
as to “maze” the creeps, so that it takes them longer to get from the entrance to the exit.  
The attacks are highly upgradeable and customizable. 
 
Tower Building 
 
 Towers can be built at any time during the game, for a certain cost in parts.  
Towers built can either a basic tower (with no upgrades) or a saved tower (see below for 
more details).  There is no building time for any towers. 
 When built, towers occupy four squares on the grid.  A tower can be placed 
anywhere so long as the placement of the tower does not block the creeps from creating a 
path to the exit. 
 
Tower Upgrading 
 
 The key part of game strategy is tower upgrading – one cannot win without 
improving one's towers.  Each upgrade costs parts and improves a specific ability of the 
tower.  Each upgrade will increase the ability by a certain percentage of the previous 
ability (rounded down) – for example, if the initial damage is 10 per shot with a 100% 
increase per upgrade, the first upgrade will do 20 damage, the second will do 40, etc. 
 There are two types of abilities that can be upgraded: basic and special.  Basic 
abilities include damage, rate of fire, and range.  Every tower starts out with these 
attributes.  Basic abilities can be upgraded as many times as desired, though it will cost 
more each time. 
 Special abilities include splash, slow and stun.  Basic towers do not have any of 
these abilities.  These abilities augment the tower's basic attack: splash causes the attack 
to have an area effect; slow will slow creeps hit; and stun will occasionally cause creeps 
to stop entirely.  Due to the nature of these abilities, there is a limited number of times 
they can be upgraded (for example, it would be impossible for a tower to go above 100% 
stun) – however, it will be prohibitively expensive to get to this level of power. 
 Any number of special abilities can be added to a tower, but adding more than one 
special ability requires an expensive starter cost.  In other words, a tower with all three 
special abilities will cost a lot more than three towers with one special ability each. 
 



Tower Costs 
 
 Building a basic tower, as well as upgrading the tower, costs parts.  The base cost 
for a basic tower determines the cost of upgrades. 
 Basic upgrades will cost an increasing percentage of the cost thus far per upgrade 
on that ability (rounded down).  The total cost incorporates the basic cost for the tower.  
For example, the basic tower may cost 10 parts, and each upgrade will increase by 50% 
in parts each time – costing 15 for the first upgrade, then 22 parts, then 33 parts, etc. 
 Special upgrades behave in much the same way, except for the initial cost for 
adding a special ability.  Each initial cost will increase by a large percentage.  For 
example, the first special ability may cost 100 parts, with a 500% increase each time – 
costing 500 parts for the second ability added to that tower, then 2500 parts for the third 
ability. 
 Note that, besides the initial costs for special abilities, all upgrades will cost the 
same for each level of upgrading.  That is, a level 3 upgrade for damage will cost the 
same as a level 3 upgrade for anything else.  The game will be balanced such that each 
upgrade has the same overall benefit for a single tower, and it is done so that the player 
can choose which upgrade they want (rather than trying to figure out which upgrade will 
lead to the optimal upgrade of overall power). 
 Towers can be destroyed and salvaged for parts.  However, you can never fully 
recoup the parts from the originally made tower; as a result, you only make back a 
percentage of the parts you spent to build the tower. 
 
Tower Saving 
  
 A player can select a tower on the board and save its configuration (that is, the 
tower's current upgrades) into one of 13 save slots.  Once saved, this tower can quickly 
be built again and again, meaning that players don't have to go through the process of 
individually upgrading each new tower's abilities. 
 Note that in order to build a saved tower, the player must have the parts for the 
base cost of a tower plus the cost of all the saved tower's upgrades. 
 
Tower Rendering 
 
 The tower's look will be a representation of its abilities.  The basic tower will be 
very simplistic and small.  As its basic abilities are upgraded, the tower will grow in size.  
As special abilities are added, the tower will begin to take on a unique look to its special 
attack.  This will all help the user to see how they've configured their towers quickly. 
 

User Interface 
 
Overview 
 
 The game is intended to be played entirely with a mouse.  Keyboard shortcuts will 
be provided for common actions (such as building, upgrading, and salvaging towers). 

Comment: A more detailed breakdown 
of how many parts each kill nets the 
player will help put these numbers in 
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 The UI will be broken into two sections – the playing field (where all the action 
occurs) on the left, with a sidebar on the right for building controls. 
 
Board UI 
 
 The full board will be presented in the majority of the window.  It will show the 
entrance, exit, towers, and creeps on the field of play.  When building a tower, the player 
will move their mouse to where they want to put the tower down, and a click will place it.  
The player can also select built towers to upgrade by clicking on them on the board.  
Also, the player can click on a creep to find out their abilities (such as total and current 
health, speed, and special abilities). 
 The board UI will help the user as much as possible in making their decisions.  
When placing a tower, it will highlight the squares the tower will land on.  When an 
enemy is selected, it will show the creep's planned path to the exit. 
 
Building UI 
 
 The sidebar has two purposes – to display information, and to assist in the 
building/upgrading/salvaging of towers.  There is some basic information which will 
always be present, which is the player's number of lives, number of parts, and points.  
The building interface will always be present, so that one can select to build a basic  
tower or a saved tower at any time.  Besides that, the interface will shift based on what 
you have selected. 
 When one is building a tower (basic or pre-configured), the interface will show 
statistics on the abilities of the tower that is about to be built, as well as its part cost.  It 
will also provide an option to cancel the building of the tower. 
 When one has an existing tower selected, the interface will show the statistics on 
the abilities of that tower, as well as present options for upgrading the tower.  When a 
player hovers over a button to upgrade an aspect of the tower, the interface will show the 
player how the statistics of the tower will change, and the cost of the upgrade. 
 When one has a creep selected, it will show statistics on the creep. 
 

Music and Sound Effects 
 
Overview 
 
 There will be music playing while the game is played (which can be turned off), 
as well as sound effects for the different pieces on the map. 
 
Sound Design 
 
 The towers will make a sound every time they attack.  The sound will change 
slightly as a tower is upgraded in particular ways.  For example, there will be deeper 
“boom” sound if the tower does lots of splash damage. 
 The creeps will make a few sounds to indicate their status.  They will make a 
dying sound upon death, as well as a cheery sound upon escaping the map.  They will 

Comment: I thought the actual building 
of a tower was instantaneous? How can 
the player cancel it if it happens 
instantly? 

Comment: As evident by the fact that 
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also talk from time to time, making funny but ridiculous statements (such as, upon 
escaping, saying “Honey, I'm home!”). 
 The inventor that you play as will occasionally make funny statements regarding 
the play of the game.  For example, if all the creeps start escaping, he may get frustrated 
that he's better at creating enemies than he is at defending himself from them. 
 
 

 



Single-Player Game 
 
Overview 
 
 The game is round based, with each game having a specified number of rounds.  
Each round, creeps will try to move from their entrance to their exit.   
 
Round Play 
 
 Creeps are released to the map in waves on the player's command.  The creeps try 
to safely make it from the entrance of the map to the exit of the map.  If a creep escapes 
the map, the player loses a life.  If the creep is killed the player gets points and parts.  At 
the end of each wave, the player gets extra points for leftover parts, so that there is extra 
strategy involved with getting a top score. 
 
Game Modes 
 
 There are many aspects of the game which will be customizable.  This level of 
customization is not for every user, so there will be a number of stock game modes 
provided, such as easy, medium and hard difficulty.  However, the player will also be 
able to start a custom game where they can tweak many aspects of the way the game 
plays. 
 Players will be given the option of saving game modes so that they can share 
challenges with other users. 
 
Story 
 
 The premise for the game is that the player is an inventor, attempting to plan his 
defense against anyone who would attack him.  He has created mock attackers of 
mechanical gnomes in his workshop.  The player attempts to stop these gizmos with a 
superior defense. 
 
Game Time 
 
 The length of a game varies based on the number of rounds, but a typical game 
should last from half an hour to an hour. 
 
Victory Conditions 
 
 The player wins when he survives all the rounds. 
 
 

 



Workshop Sandbox 
 
Overview 
 
 There will be a sandbox mode provided so that a player can try out their defenses 
without the pressure of the game.  The sandbox will be almost identical to normal play, 
except that there are no points, parts or lives involved. 
 
Additional Controls 
 
 The player will be able to send creeps at will, so that they can test the ability of 
the towers.  The player will be able to specify all the rules for the creeps (in the same way 
that they can define custom game rules), as well as specify which round they want to 
fight against. 



Appendix A: UI Graphics 
These are some early examples of what the layout of the UI will be.  The number of 
quares on the grid may increase. s 
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(Sidebar UI on next page.) 



This is the sidebar UI.  

Appendix B: Customizable Rules 
The following is a list of the aspects of the game that can be customized by a user.  Note 
that there are stock settings, so a casual player need not delve into this complexity.  The 
option is presented solely for the advanced user. 
 
Cost for basic tower 
Percentage increase for each upgrade 
Initial cost for a special ability 
Percentage increase for each additional special ability on a tower 
Percentage of parts recovered when salvaging a tower 
 
Initial points given per creep killed 
Percentage increase in points given per creep killed per round 
Initial parts given per creep killed 
Percentage increase in parts given per creep killed per round 
Initial levels for creeps' basic abilities 
Percentage increase in creeps' basic abilities per round 
Initial levels for creeps' special abilities 
Percentage increase in creeps' special abilities per round 
 
Number of rounds in the game 
Order of special creeps appearances 

Comment: An example in cell 2 and 3 

Comment: Toss some bullet points at 
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would be nice. 
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