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ABSTRACT 

Every enchanted Fall season, a segment of the public flocks to a multitude of haunted 

Halloween attractions across the U.S., to experience fear as a form of amusement and 

entertainment. Psychologists continue to research the physiological and cognitive behaviors 

that are associated with fear and the “fight or flight” responses that are triggered when 

individuals are engaged in a heighten sense of danger. However, as guests traverse through 

these haunted attraction experiences, it’s commonplace for guests to enter into these typical 

modes of “fight or flight” behaviors very quickly. Once this response kicks in, the guests’ instinct 

is to scramble through each haunt scene as quickly as possible, in order to return to safety, thus 

rushing through and fleeing the experience.  

The most standard blueprint for these types of themed attractions, are typically in the form  

of a maze-like walkthrough floorplan. These designs and layouts, however, have become 

excessively routine and exceptionally predictable to guests, thus setting up a preconceived 

expectation of the experience to come. This enables guests to preemptively know how or what 

to expect and are likely able to predict typical scares in the attraction. This study will work to 

examine and explore a haunted attraction design that incorporates themed haunted attraction 

experiences in a series of singular rooms, as compared to the traditional walkthrough haunted 

maze layouts. This proposed design concept will also work to incorporate various ways of guest 

engagement, increased attraction intensity, and deeper depths of immersion by combining 

advancing methods of Promenade Theatre & Breaking the Fourth Wall with guests.  
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I would like to dedicate this work to all those eager to bathe in the moonlight on all 

Hollows' Eve and mingle with monsters in the dark, while braving the blood, gore, and guts 

of horror designers and creative professional’s imaginations from all around the world. 
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CHAPTER 1: INTRODUCTION 

Halloween has become the second largest holiday in the United States and approximately  

one hundred other countries celebrate the holiday as well (America Haunts, 2019). In 2021, 

consumer spending was expected to hit $10.14 billion dollars on candy, costumes, decorations, 

greeting cards and entertainment. Of which, $500 million dollars of that currency was spent on 

guests attending haunted attractions. (Stone, Sorilbran, et al., 2021). There are over 4,500 

haunted attractions in North America, which includes independent operators, amusement 

parks and charities. Ticket prices widely range, from an average of $13.00 to $65.00 or more 

per person (America Haunts, 2019). 

Every enchanted Fall season, a segment of the public flocks to a multitude of haunted 

Halloween attractions across the U.S., to experience fear as a form of amusement and 

entertainment.  As guests enter a typical haunted attraction, they physically walk through  

a maze containing differing, darkly lit scenes. As they navigate each section, scare actors can 

jump out at guests from various locations, whether it be from the sides, in front of or from 

behind the guest, or even from above or below.  

These attractions like many, are based on a “throughput” figure or THRC, “Theoretical Hourly 

Ride Capacity: a figure calculated by the number of ride vehicles per hour (the dispatch) 

multiplied by the number of guests per ride vehicle” (Younger 419). This same principle is  

used for walkthrough haunted attractions as well. Maze layouts are used most frequently  
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by attraction operators in order to get the highest guest capacity and throughput, which, 

in turn, generates more ticket sales as the capacity goes up. “Designer, John Paul Gertz,  

explains: “Designing a haunted house turns into math, eventually. You have to calculate  

each step people will take and engineer their every move. There’s nothing random about  

this” (Younger 456).   

These maze designs and layouts, however, have become excessively routine and exceptionally 

predictable to guests, thus setting up a preconceived expectation of the experience. This 

enables guests to preemptively know how or what to expect, and are likely to somewhat 

predict typical scares, while also providing them with the opportunity to rush though the 

experience. “Emergency exits (or also known as “Chicken exits”)” (Younger 456), also provide 

additional opportunities for guest to flee the attraction, as needed.      

The proposed attraction concept that will be illustrated and discussed in this study has been 

inspired by the Paris Morgue, which operated in Paris, France between 1804 to 1907. For this 

study in particular, this haunted attraction experience is based at the height of the Morgue’s 

existence in the late 1880’s. As for the guest experience, guests will be loaded onto old 

medical gurneys, then transported through an experience as an “Un-dead” cadaver. This 

includes being placed in cold storage, having an autopsy “performed,” an attempted 

cremation, and then buried alive.   
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The story and narrative follow as such; "A mysterious and unknown plague has hit the local city 

hard, and the city is in complete chaos. Dr. Adrien Boucher, the local medical examiner is 

rumored  to have been working on cadavers for a cure. The locals heard that the Doc has had a 

recent breakthrough, but it could be at all costs. Little do the locals know that instead, the Doc 

has completely lost his mind and is maddeningly performing various tests and autopsies on 

every subject he can get his hands on, dead or alive."

In this proposed concept, guests would be concentrated to a particular room or to limited  

areas. They would also be restrained in various manners, thus impeding any “fight or flight” 

behaviors, and would likewise further incorporate "Promenade Theatre," (physically moving 

the audience from scene to scene) and “Breaking the fourth wall” techniques (an imagined

“wall” separating actors from the audience) with the guests in the experience.  

This study also further addresses the case that even though scare actors may be fully aware of 

the guest and vice versa, there is still a fourth-wall barrier that exists between the story and the 

guest. The proposed attraction would incorporate and integrate options for guests to generate 

active dialog and perform active actions  with scare actors, thus tying them to the story, as 

opposed to guests taking on the traditional role as a non-active agent or passive guest (as 

where guests walk past scenes and scare actors with minimal to no dialog or actions to 

perform). This experience would also furthermore integrate underlying psychological scare 

factors into the overall design and development of the attraction spaces. 
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CHAPTER 2:  
 AGENT DETECTION 

MECHANISMS & “FIGHT OR 
FLIGHT” RESPONSES 

Animals and humans have an innate ability to detect dangerous situations, or various threat 

mechanisms. Throughout the course of evolution, individuals who developed these agents of 

detection lived longer and were passed down to future generations. “Darwin concluded that 

our fear reflexes are guided by ancient circuits deep in the human brain” (Wynn, 2019) and 

“evolutionary psychologists have proposed the existence of agent detection mechanisms – or 

processes that have evolved to protect us from harm at the hands of predators and enemies” 

(McAndrew, 2020). Today, humans and animals still maintain the ability to survive by trusting 

their instincts and their deeply rooted intuitions, especially when it comes down to a 

predisposed situation of when a “fight or flight” moment presents itself.   

 2.1 - Defining “Fight or Flight” 

David Goldstein M.D., Ph.D. of the Clinical Neurocardiology program with the Division of  

Intramural Research defines the physiological reaction of “Fight or Flight” as such: “The fight-

or-flight response is triggered by the release of hormones that prepare your body to either stay 

and deal with a threat or run away to safety” (Goldstein, 2010). In the moment that these 

hormones are released, they activate the nervous system and the adrenal grands, which then 

releases adrenaline into the body. Physical attributes may also begin to manifest such as 

dilated pupils, pale or flushed skin, a rapid heartbeat, rapid breathing, and trembling 

(Goldstein, 2010).   
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2.2 - “Fight or Flight” Responses 

For guests who attend haunted attraction experiences, it’s commonplace for most to enter 

these typical modes of “fight or flight” behaviors very quickly. However, guests are likely to 

injure themselves or sometimes worse, an attraction employee. Once “fight” responses kick 

in, the guests’ instinct is to act out by physically punching, kicking, or slapping the opponent 

and/or to “defend” themselves in some manner from the threatening creature or element 

appearing before them in the dark.  

“According to former and current professionals in the haunted house industry, it's common for 

customers to freak out from fear and bust noses, bite arms and throw punches at the people 

they've paid to scare them” (Moye, 2011). A few scare actors have shared their experiences in 

dealing with abusive guests while working in a haunted attraction: "This woman grabs my arm 

like a chicken leg and takes a big bite out of my arm."…“I was lying in a casket to pop up and 

scare people. It was too much for one teenage girl. When I sat up, she screamed in terror and 

started punching me in the stomach!” "My first season, someone tried to set me on fire, and I 

know of one day when a patron came in with a taser" (Moye, 2011). 

Guests are just as likely to injure themselves when fleeing a haunted attraction when “flight” 

modes have been activated. “In October 2011, (a guest), Scott Griffin was unexpectedly 

confronted by a final scare. This was delivered by an actor wielding a gas-powered chainsaw (no 

chain) who approached Griffin, frightened him, and gave chase when Griffin ran away. Griffin 

was injured when he fell while fleeing” (Griffin V. Haunted Hotel, inc.. Justia Law. (2015).  



6
551
081
01

“In 1996, in Mays v. Gretna Athletic Boosters, Inc., a Louisiana appeals court had before it a 10-

year-old girl who had been frightened when a character at a haunted house jumped out at 

her. She ran — directly into a cinder block wall covered with plastic sheeting” (Maniloff,2017). 

As Guests tend to scramble through each haunt scene as quickly as possible, likely keeping their 

heads down with their eyes closed, it also puts them at risk for injury.  Some guests also 

physically push their counterparts and or companions forward to rush and flee the experience, 

so they can return to safety. This type of behavior can also lead to injuries and to possibly 

creating a “mob mentality” where people begin to panic and get crushed or trampled on. 

“People tend to flow through a haunted house in groups, with one cluster of people following 

closely behind another. Each Halloween season, people are injured in haunted houses when 

groups become frightened and suddenly bolt or start running. Injuries in such situations tend  

to result from people being trampled in the process. Children are particularly vulnerable to 

sustaining injuries as a result of trampling in a haunted house” (Firm, T. D. L., 2019).  

With most haunted attractions, guests are still responsible for their own behaviors, whether  

good or bad, as to how they’re going to react and respond to fear. The Louisiana Appeals Court 

observed in 1996 that, “Patrons in a Halloween haunted house are expected to be surprised, 

startled and scared by the exhibits, but the operator does not have a duty to guard against 

patrons reacting in bizarre, frightened and unpredictable ways. Operators are duty-bound 

to protect patrons only from unreasonably dangerous conditions, not from every conceivable 

danger” (Maniloff,2017). 
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Before you even enter a haunted attraction scenario, you’re completely aware that scare actors 

will be jumping out at you in various locations. (And yes, even if they jump out at you, or even 

maybe follow you for a few seconds, you fully know that the actor(tress) will have to eventually 

go back to their original mark in the attraction). This innate knowledge lets us tell ourselves that 

we will be safe if we can just get far enough away as soon as possible, which leads us back into 

our traditional modes of fight or flight behaviors.  

 

The proposed concept of this attraction aims to develop ways of suppressing the ability to 

physically respond to any typical modes of “fight or flight” behaviors, which, in turn also aims  

to create a more intense and terrifying haunted attraction experience, while also providing  

a safer environment for the guests and attraction staff alike.    
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CHAPTER 3:  
RECREATIONAL FEAR 

As terrifying and intense as haunted attraction experiences can be, it’s important to review  

the varying stages of intensities and the different types of haunted attractions that are widely 

available across the U.S., and to also review what options are currently offered to the public.  

According to AmericaHaunts.com, there are over 4,500 haunted attractions in North America, 

which includes independent operators, amusement parks and charities. This figure does not 

include any home haunters (those who create a Halloween attraction in their very own home 

every season). With all of these haunted attraction options, the intensity and scare factors  

vary widely. Haunting.net provides a breakdown and description for each level of intensity, 

although many of their examples are related more to immersive horror theatre, rather than 

encompassing all commercial haunts, their descriptions are still very relatable.   

    3.1 - Haunted Attraction Intensity Levels 

Haunting.net provides an intensity rating of “0” on their website for the Meow Wolf – Art 

Experience (not really a haunted house per se), along with experiences such as stage shows, 

children’s hayrides or whimsical family friendly events. Home haunters and home yard displays 

rate at a “1”, whereas, Halloween Horror Nights at Universal Studios, L.A.’s Haunted Hayride,  

and Knott’s Scary Farm has an intensity rating of “3.” Attractions like the infamous Blackout  

experience in Los Angeles and New York have an 8 out of 10 intensity rating. The Victim  
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Experience rates at a full “10” as an extreme haunt, and if McKamey Manor, (an independent 

home haunt operator) was on this list, it would likely be at a rating of 10 as well. Each level 

going up on the scale of intensity may limit the age of visitors, have health restrictions and may 

also likely require a signed waiver by the participant, legally giving the attraction the option of 

doing anything to the guest including, but not limited to; physical, mental or psychological 

abuse, simulated drownings, torture, sexual contact, rape scenarios, electric shock, forced to 

eat repulsive items, exposed to harsh elements, placed in small spaces like deep freezers or 

coffins, immersed in bugs, snakes, rats or more - all without legal ramification. Additionally, 

some attractions offer a “safe word” to guests to use if needed, while others do not.  

However, the question begs to be asked, how far is too far with these extreme haunt 

experiences? “Of course, scare tactics this extreme have plenty of critics who charge that the 

houses' idea of "scary" has crossed (or will inevitably cross) into "dangerous." Even the veterans 

don't know what to expect; most houses, anticipating return customers, re-craft the experience  

every year. And while they may go too far someday, the high prices and long lines are proof  

that wherever the line is, hardcore horror fans don't think it's been crossed yet (Moss, 2015).  

For this proposed attraction, the experience intensity is likely to be within a “4 to 5” range if it 

were to be listed on the Haunting.net intensity scale. Haunting.net describes a 4-5 level of 

intensity as follows: “guests become an essential part of the story, with high interactivity and  

thrilling moments that goes beyond a jump scare…that is also “characterized by full contact  
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experiences in the immersive horror genre…this allows the audience to be touched or taken… 

and is not aggressive or forceful” (Immersive Theater Intensity Scale).  The proposed 

attraction intends to provide a thrilling and more intense experience, compared to a 

traditional walk-through maze experience, however, physical torture and or abuse is not 

intended to be included in any part of the experience and will still provide guests with the 

option of using a “safe word” to leave the attraction, as needed.   

    3.2 - Components of Recreational Fear 

Once hormones are released during a “fight or flight” response, there are other physical 

responses that occur in the human body. Sociologist, Margee Kerr notes “our breathing 

speeds up and neurotransmitters including dopamine and oxytocin – typically associated with 

feeling good – are released. Knowing that we’re not in actual danger lets us enjoy this 

elevated state (Ramsawakh, 2019). These elevated states begin to explain the phenomenon 

defined as “recreational fear.” “Recreational fear is in which people voluntarily seek out 

frightening experiences in pursuit of enjoyment” (Andersen, et al., 2020).   

However, the key component to any haunted attraction and with recreational fear, is that the 

guest must, unequivocally know, feel, and understand that they will ultimately be safe and that 

it is only a simulation of a dangerous or fearful situation. According to Kerr, “to really enjoy 

being afraid, we have to have some knowledge that we’re not truly in danger…that we’re 

 not truly at risk of serious bodily harm. That sense of safety can be what turns a traumatic 
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experience into an exciting one” (Ramsawakh, 2019). Guests also gain pleasure in knowing  

that they can enjoy the experience of a threatening situation, as it provides the opportunity to 

be able to simulate how they would react or perform in a safe environment.  ““Horror media 

tend to imaginatively transport consumers into fictional universes that brim with danger, for 

example, in the forms of simulated monsters or fictional villains. Through such imagination, 

people get to experience strong, predominantly, negative emotions within a safe context. This 

experience, which serves as a way of preparing for real-world simulations. (Clasen, et al. 2020). 

3.3 - Consumer Factions within the Horror Genre 

While haunted attractions are deemed to be fun and entertaining to some, not everyone 

shares that same point of view. There are two common consumers factions of the horror genre: 

those who have a “Thrill-seeking stance” and a “Fear-avoidance stance.” Or also referred to as 

“adrenaline junkies and white knucklers” (Clasen, et al., 2019). While some individuals enjoy 

being scared and experiencing fear, others tend to reduce their exposure to fear by not 

participating in activities that are deemed as dangerous or fearful.

Clasen et al.’s studies and research found that “although adrenaline junkies report stronger fear 

experiences than white-knucklers, consumer satisfaction remains relatively similar across the 

two groups, indicating that both stances can lead to satisfying consumer experiences (Clasen,  

et al., 2019). Therefore, regardless of the individual stance that a guest has before entering a  
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haunted attraction, the likeliness of either faction (an adrenaline junkie or a white knuckler) 

having a positive and or good experience is highly probable.   

This proposed attraction concept would also be providing a different option for those guests 

who are unwilling or not interested in participating, by offering an “observation room” into 

part of the attraction experience. The observation room provides individuals with an 

opportunity to view their family and friends and provides them with a feeling of participation 

and inclusion without fully partaking in the activity themselves. However, the observation 

room would also be available to participating guests too, allowing them to peer into the 

attraction as well, thus creating anticipation of the experience to come.  
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CHAPTER 4:  
THE PSYCHOLOGY BEHIND 
WHY HAUNTED HOUSES 

SCARE US 

There are many factors as to why haunted houses scare us. Many of the reasons that contribute 

to our own individualized fears and suspicions develop in one form or another over time. Each 

instance combined has shaped our personalities and fears throughout the years. Whether it’s 

our own agent detection mechanisms, our inherent intuition, or any experience that created an 

early childhood trauma or negative incident. Even urban legends that have been passed down 

through the generations, all play into our factors of fear.  

“One can delineate a general development schedule for typical childhood fears, starting with 

specific situations in infancy, moving onto specific targets like monsters and animals in early 

childhood, while fears of accidents, injury or contagion appear in middle to late childhood,  

and social threats appear in late childhood” (Field et. Al., 2001; Muris et al., 1997) (qtd in Boyer 

et al., 2011).  

“The typical fears of early and middle childhood target monsters and other kinds of mysterious 

intruders. Most children spontaneously provide minimal descriptions of these entities with rich 

material from folktales or cartoons” (Sharon and Wooley, 2004) (qtd in Boyer et al. 2011). 

“Children’s fears seem to be much more about potential threats than actual threats – and this  

is true of adult fears too, as most of the specific fears described here begin in childhood but  
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remain present, in somewhat modified forms, throughout adult life” (Boyer et al., 2011). 

We all have our own distinct senses that tell us that were in imminent danger or that our 

trigger our personal “fight or flight “responses. But what is it specifically about haunted houses 

and attractions that makes them so unattractive? To start that discussion requires a broader 

spectrum and begins with what scares us most of all.   

According to studies performed by Hudson, Matthew, et al., out of twelve categories, the top 

three most frightening horror genres are: supernatural phenomenon (third place), real events 

(second), and psychological horror (first place) (Hudson, et al., 2020). “Psychological horror is 

a subgenre of horror. It focuses on the mental, emotional, and psychological states of a human 

being, often deconstructing their situations to frighten, disturb, or unsettle the audience. The 

characters in these stories can be unstable, unreliable, or disturbed” (Hellerman, 2020). 

4.1 – Belief in Paranormal & Supernatural Phenomenon 

According to a survey performed at Chapman University in 2018, there was an 11% rise from 

2016 to 2018 where 58% of respondents “agreed” or “strongly agreed” with the statement that 

“Places can be haunted by spirits.” A YouGov survey was also conducted in 2019, where 45% of 

Americans polled believed that ghosts “definitely” or “probably” exist (Dagnall, et al., 2020).  

Nearly over half of the American population believes in paranormal or supernatural 

phenomena, which explains why this category ranks so high on the list of genres that scare  

us the most. Real events are tragic in any shape or form, but when they’re place into a context 
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where the viewer can process and further understand the events unfolding firsthand, it creates 

additional forms of fear and anxiety. Psychological horror and movies based on supernatural  

as well as real events were rated as the most frightening. Additionally, viewing horror movies 

has been associated with the targeted emotions of fear, anxiety, & excitement. (For surveys, 

see (Hudson, et al., 2020).  

To play on these top three categories of guests’ fears, the overall concept and setting for this 

proposed attraction takes place in a time-period morgue, which applies to a “real” death 

scenario that could happen to guests in a genuine reality. “Death is inherently creepy to 

 us because of its ambiguity, and ambiguity is the soil in which horror grows” (McAndrews,  

2020).  This experience would also have specific traits related to the psychological horror  

genre, whereas mystery, suspense, and unstable characters within a distressing atmosphere 

would occur.     

 4.2 – Psychological Mechanisms 

With the understanding of what genres of horror scare us the most, we can further 

comprehend what elements provide us with the most expected feelings of unease. These 

psychological traits have been commonly used in horror literature, filmmaking, and by 

 haunted attraction operators for decades. “Places that contain a bad mix of these features  

induce unpleasant feelings of dread and fear, and therefore have become important ingredients 

of the settings for horror fiction and films” (McAndrews, 2020). American social psychologist, 

Francis T. McAndrew calls these traits “psychological mechanisms.” McAndrews lists these 
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mechanisms as such: “feeling trapped, a lack of prospect or refuge, a lack of freedom, social 

isolation (being cut off from the world), legibility (darkness), mystery, and ambiguity” 

(McAndrews, 2020).    

Many of these same psychological mechanisms would be employed into the concept of this 

attraction including but not limited to; the notion of feeling trapped – guests are restrained  

and tied down on gurneys. This act reduces a guest’s ability to enter into any fight or flight 

modes, while also creating a deeper sense of vulnerability, since the guest is required to lay 

down rather than stand up or sit. Isolation – guests are separated and might not get the 

opportunity to experience the full attraction with a friend or family member the entire time. 

There are also individual moments of isolation within the attraction itself, even if the guest is 

able to stay with their party.  

Legibility – many moments in the attraction will be dark, as well as a moment when the  

guest’s face is covered up with a sheet. This incident will require the guest to rely on sounds 

and ambiguous shadowing that can be seen through the sheet. Mystery would also be 

integrated throughout the attraction and used in different forms and ways in order to keep the 

guest guessing, while reducing predictability, as to what would happen next.   
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CHAPTER 5:  
PERCEPTIONS OF CREEPINESS 
– TRAITS OF SCARE ACTORS

Francis McAndrew Ph.D. and Sara Koehnke conducted an international survey to determine  

the perceptions of “creepiness.” “It is their belief that creepiness is anxiety aroused by the 

ambiguity of whether there is something to fear or not and/or by the ambiguity of the precise 

nature of the threat (e.g., sexual, physical violence, contamination, etc.) that might be present” 

(McAndrew and Koehnke, 2016).  

The survey incorporated several categories that were deemed to be determined as perceptions 

of creepiness, these included: occupations, hobbies, characteristics, and general behaviors. The 

occupations that were rated as highly creepy included: clowns, taxidermists, sex shop owners, 

and funeral directors. “It appears that occupations associated with death (taxidermy and 

funeral directors) or reflective of a fascination with sex (sex shop owners) are perceived as 

creepy; clowns were the creepiest of all.”  

Survey participants were asked to list two hobbies that were perceived to be creepy and 

consistently provided the following responses: Collecting dolls, insects, reptiles, or body parts 

such as teeth, bones, or fingernails. The second most frequently mentioned hobby involved some 

variation of “watching.” Watching, following, or taking pictures of people (especially children).  

A fascination with pornography or exotic sexual activity and taxidermy were also frequently 

mentioned.”   
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Participants also rated characteristics in the survey that were perceived as creepy, these 

descriptions came back as the top attributes: “The person stood too close to a friend,  

had greasy hair, a peculiar smile, had bulging eyes, long fingers, unkempt hair, very pale skin, 

bags under his or her eyes, and dressed oddly.” Lastly, general behaviors were also surveyed, 

and these behaviors were deemed as the top behaviors that were perceived as creepy. “The 

person licked his or her lips frequently, was wearing dirty clothes, laughed at unpredictable 

times, the person made it nearly impossible for your friend to leave the conversation without 

appearing rude. The person relentlessly steered the conversation toward one topic” (McAndrew 

and Koehnke, 2016).  

This proposed haunted attraction also plans on incorporating many of the traits listed above 

that portray “creepiness.” Characters will act in unpredictable manners with random speech, 

maniacal laughter or going off and raving at random moments. Characters will also have dirty 

clothes, greasy hair, and long fingernails. Props and set dressings would include jars of teeth, 

body parts and bones, and most of the characters will have morgue and morgue related 

occupations, which are associated with death.   
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CHAPTER 6:  
USE AND PSYCHOLOGY OF 

MAZE DESIGNS FOR HAUNTED 
ATTRACTIONS 

Merriam-Webster defines a “maze” as: A). “a confusing intricate network of passages.  

B). something confusingly elaborate or complicated. The history of the maze (or labyrinth)  

is quite elaborate and has made a mark in many cultures and locations across the globe. For 

example, the labyrinth symbol has been heavily tied into the mythology of the Palace of 

Knossos in Crete. However, “The first recording of a physically built labyrinth comes from Egypt 

in the 5th century B.C.; the Greek historian, Herodotus wrote, "all the works and buildings of the 

Greeks put together would certainly be inferior to this labyrinth" (Geiling, 2014).  

Egyptians used “mazes, moving walls, self-opening doors, traps and the use of snakes and 

insects were commonplace in preserving treasures and dead royalty…this is one of the earliest 

examples of people crafting devices and sets to provoke fear” (McKendry, 2013). Greeks and 

Romans also used many of these same elements for theatrical purposes and further developed 

the integration of special effects (McKendry, 2013). 

Mazes were also used in many other ways throughout history, including the development  

of large and elaborate hedge mazes in European gardens. “During the Middle Ages, labyrinths 

evolved from spiritual journeys to amusing pastimes. As kings and queens built up elaborate 

gardens, they would often include some sort of hedge maze as a diversion for themselves and 

guests” (Geiling, 2014). 
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“The first known mirror maze was built in 1689 in Versailles, located in the Palace of Versaille. 

Shortly thereafter a visit to the Palace, the Dutch of New Amsterdam (now New York), Peter 

Stuyvesant, built a similar version, and charged people one Dutch gulden for entry. This decision 

made the way for mirror mazes to be adopted by carnivals and amusement parks in the future” 

(Mirrormazeiraq, 2019).  

By the early 1900’s, adaptations of mazes in amusement parks were made of mirrored walls 

and used loud noises to scare guests. As haunted houses became more popular and widely 

available, the maze itself became a defaulting standard as its layout. The most common reason 

for its use, was to consistently keep the guest guessing and disoriented while experiencing the 

attraction. These types of layouts lead back to implementing the same principles of 

incorporating the psychological mechanisms of “ambiguity” and “mystery” into a haunted 

attraction.    
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CHAPTER 7:  
PREDICTABILITY OF MAZES  

IN A HAUNTED ATTRACTIONS 

Although haunted attractions began to appear as early as the 1900’s, a large majority of 

attraction operators are still implementing the same kind of maze-like floorplan over 100 years 

later. The most standard blueprint for these attraction maze designs, are typically in the form of 

a guest walk-through path layout.

“Haunted or spooky public attractions already had some precedent in Europe. Starting in the 

1800s, Marie Tussaud’s wax museum in London featured a “Chamber of Horrors” with 

decapitated figures from the French Revolution. In 1915, a British amusement ride manufacturer 

created an early haunted house, complete with dim lights, shaking floors and demonic screams” 

(Little, 2018). 

As guests enter a haunted attraction, they physically walk through a maze, which contains 

differing scenes, and for the most part is viewed in the dark. As guests navigate each section, 

scare actors can jump out at guests from various locations, whether it be from the sides, in 

front of or from behind the guest, or even from above or below.  Maze layouts are used most 

frequently by attraction operators in order to get the highest guest capacity and throughput 

quickly, which, in turn, generates more ticket sales as the capacity goes up.
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These attraction like many, are based on a “throughput” figure or THRC, “Theoretical Hourly 

Ride Capacity: a figure calculated by the number of ride vehicles per hour (the dispatch)  

multiplied by the number of guests per ride vehicle” (Younger 419). This same principle is  

used for walkthrough haunted attractions as well. “Designer, John Paul Gertz,  

explains: “Designing a haunted house turns into math, eventually. You have to calculate  

each step people will take and engineer their every move. There’s nothing random about  

this” (Younger 456).   

These maze designs and layouts, however, have become excessively routine and exceptionally 

predictable to guests, thus setting up a preconceived expectation of the experience. This 

enables guests to preemptively know how or what to expect, and are likely to somewhat  

predict typical scares, while also providing them with the opportunity to rush though the 

experience. “Emergency exits (or also known as “Chicken exits”)” (Younger 456), also provide 

additional opportunities for guest to flee the attraction, as needed. “Your typical haunted house 

might make your heart race, your skin shiver, and your knees go weak — but all in all, they tend 

to be pretty predictable. You'll see a few cobwebs, hear a few screams, and get jumped at by a 

few people wearing cheesy rubber masks” (Moss, 2015).  

Halloween attraction guests are looking for and expecting more when it comes to paying to be 

scared. Real-world and fictional violence is constantly at our fingertips, via the internet, social 

media, radio, and TV/cable outlets. With this constant barrage of mediums, individuals are  
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consistently exposed to various forms of violence and horror media. “When I go to a haunted 

house, I want more than just predictable jump scares and a masked creature chasing me with a 

chainsaw, which obviously doesn't have the blades attached. I mean let's be real, with all of the 

gore we see in movies and television nowadays, fake blood and a man following me down a 

dark hallway aren't going to cut it. I want something that preys on my fears” (Merchack, 2018). 

In 2021, the core demographic of adult Halloween attraction attendees ranged between the 

ages of 18-65, with the majority of those attendees ranging between the ages of 18-54 years 

old (Stone, Sorilbran, et al., 2021). “The typical haunted attraction averages around 8,000 paid 

guests. This figure grossly depends on the market and the size of the attraction. About 80% of 

the professional attractions in America, have an attendance of less than 10,000 paid guests or 

more than 7,500 paid guests. Less than 3% of haunted attractions have attendance figures over 

35,000 paid guests (America Haunts, 2019). 

Guests who are a part of the Gen X and Baby Boom generations, have continually attended 

haunted attractions throughout the years, and have already developed a preconceived 

expectation of what the haunted attraction experience will encompass. Those same 

psychological mechanisms of ambiguity and mystery have subsided, and the continuity of a 

maze designs has weakened the overall experience. “Phenomena associated with little to no 

uncertainty or surprise would render an experience boring and unmotivating” (Andersen, et al., 

2020).  
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However, the younger and enthusiastic Millennial and Z generations, highly value experiences 

over material belongings, they prefer personalization, and they are looking for unique and 

immersive experiences that they can post and share on social media. “A lot of millennials’ 

motivation has to do with distributing photos of themselves on social media. The Harris 

Poll found that factors such as a craving for recognition (for example, how many likes someone 

gets on their Instagram post), and a “fear of missing out” help drive millennials’ cravings for 

experiences (Saiidi, 2016). In addition, these younger generations have also developed a much 

shorter attention span than previous generations, therefore, replication gets boring and tired 

very quickly.  

It’s imperative for haunted attraction operators, who continue to heavily rely on walk-through 

maze designs, to frequently review and strategically develop immersive and unique experiences 

for those who would seek to avoid stagnation in the future. Either way, operators, should take 

into consideration that these experiences should attract a new and younger demographic, 

while still maintaining an experience that is appealing to traditional haunt attraction goers as 

well.  

 7.1 – Breaking the Mold 

This attraction concept will work to examine and explore a haunted attraction design that 

incorporate experiences contained in a singular room or in a series of singular rooms, as 

compared to a traditional walk-through haunted maze layout. Guests will also be concentrated 
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to a particular room or to certain areas and be restrained in various manners, thus impeding 

any “fight or flight” behaviors. Any guest restraints or concentration will be monitored and  

controlled by the attraction staff, with the incorporation of a mode of transportation, or in 

industry terms, a “ride vehicle.” In this attraction, the ride vehicle would consist of a themed 

medical gurney that the guests would be transported on. The integration of underlying 

psychological factors would still be incorporated and implemented into the overall design  

and development of the attraction spaces.  

The ultimate goal of this study is to develop an attraction concept that reduces the guests’ 

predictability by utilizing ambiguity and mystery, while completely immersing the guest into  

a haunted attraction experience. “If one is invested—cognitively, emotionally, and 

imaginatively—in the mediated world, one is likely to experience the intended emotions more 

strongly and find the experience more enjoyable (Green, et al, 2014; Clasen, et al., 2019).  
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CHAPTER 8:  
BREAKING THE 4TH WALL  
& PROMENADE THEATRE 

IN HAUNTED ATTRACTIONS 

Most haunted attractions land somewhere in the middle between a combination of 

“promenade theatre” and of “breaking the fourth wall.” Guests are essentially walking onto  

the acting stage of a haunted attraction maze experience, as they would in a promenade 

theatre setting. They walk past props, the scenery, and the scare actors that are living within 

those scenes. At these instances, guests enter in and out of fourth wall-like dimensions, as  

scare actors jump out and intermittently break the fourth wall, with the guests.  

To define both concepts, “The fourth wall is an imaginary wall that separates the story from 

the real world. This term comes from the theatre, where the three surrounding walls enclose 

the stage while an invisible “4th wall” is left out for the sake of the viewer. The audience can 

see and comprehend the story, but the story cannot comprehend the existence of the audience. 

If you break that wall, you break that accord. This is called “Breaking The 4th Wall.” It can also 

be described as the story becoming aware of itself” (Lannom, et al., 2021). On the other hand, 

“Promenade theatre, takes the audience from scene to scene, where they observe, or 

participate in the creative performance and theatrics. This theater can be site-specific, in an 

enclosed area or an open site” (Coddington, 2021). 
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To take promenade theatre (or also known as immersive theatre) to the next level, a few 

independent theatre groups are beginning to cast the guest in an active role of the story. 

As an example, Director, Peter Higgins of “PunchDrunk” – the world’s leading Immersive 

Theatre Company, explains: “we specialize in putting audiences in the center of our work and 

at the center of their own experience”. Not only does the audience move with the performance, 

they’re actually part of it, and the company aims “to lift you out of being a passive audience 

member and to make you an active agent …In promenade theatre, this experience seems to be 

largely achieved by breaking down the separation between audience and actors. As Higgin says, 

“there isn’t that divide… they’re right there with you”.  (Gouk, 2012). 

The method of “breaking the fourth wall,” is not always effective. Sometimes this method can 

come across poorly, or even break the storyline entirely, if not used judiciously. The intent of 

bringing up this subject is not meant to create a debate, however, when that fourth wall does 

break, and breaks successfully, something much more superior and profound is happening 

with the audience or with a guest in an immersive experience. “When you break the fourth 

wall, it can take you deeper into a character's psyche. Ever notice how many times it is used 

with psychopaths? It can evoke deeper emotions within the viewer. It’s a secret between only 

you and the character” (What is the Fourth Wall?, 2018).  
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8.1 – The Passive Guest Experience 

Even though scare actors and guests are both fully “aware” of each other in a haunted 

attraction, there are still “invisible lines” (or a fourth wall) that isn’t crossed. In traditional 

haunted maze experiences, the guests don’t follow the scare actor back to its hiding place nor 

does the guest make the entire journey through the maze hand-in hand with a scare actor. 

Scare actors still have their boundaries or “stage” areas, and the guest still has their defined 

“seats” in the audience (in the form of a walk-through path in the attraction).

These actor/audience lines tend not to blur much in this maze design format, thus still creating 

a passive-like bystander, or spectator experience for the guest. Even though scare actors may 

jump out and scare the guests and the guests have a reaction in this moment, this still doesn’t 

make the guest an active agent in the story.  

For example, scare jumps tend to happen quite frequently when a movie viewer reacts to 

watching a horror film, but this doesn’t provide the viewer with an active role in the story, nor 

does it make them an active participant in the movie. The guest may be immersed in the 

scenery or in the scare moment, but seeing as they do not have an active performing role or 

little to any dialog with the characters in this scenario, they’re not acting as a true active agent 

in the experience. Overall, the scare actor may be aware of the guest and vice versa, but there 

is still a fourth-wall barrier that exists between the story and the guest. 
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“The main goal of immersive or “promenade” theater is to do away with the traditional 

separation between audience and actors, to break the invisible “fourth wall” that keeps the 

actors on stage and the audience in their seats. To further give a sense of “breaking the fourth 

wall,” actors will occasionally look directly at audience members and/or ask them to complete a 

task. Some productions incorporate one-on-one encounters between actor and audience 

member, making for a more intimate and memorable experience that propagates word-of-

mouth intrigue” (Bailyn, 2019). 

However, this scenario completely changes as the intensity rating of the haunted attraction 

increases. Haunted attractions like Blackout and McKamey Manors’ entire style are built upon 

providing full contact and full interaction in a torturous, psychological and/or abusive manner. 

But in most cases, those intense types of attractions don’t really frame the experience with 

roles, or storylines that follow any traditional theatrical norms.  

8.2 – The Active Guest Experience 

But what happens when we decide to further break the fourth wall and give guests an active 

role in the story? The intended purpose of this proposed attraction would be to provide guests 

with an active role and become an active agent in the experience. This experience would also 

work to further remove any fourth wall barriers between actors and guests by creating 

interactions and carrying on dialog with actors and performing tasks like other immersive 

theatre productions have done in the past.   
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The producers from the Boxcar Theatre’s immersive production team of “TheSpeakeasy”; Nick 

Olivero, Geoffrey Libby, and David Gluck’s “goal with the show from the beginning has been to 

give the audience a feeling that their presence mattered…the audience will feel that sense of 

participation more acutely as they get roped into storylines, asked to assist characters, and let 

in on character secrets. Olivero hopes to break the fourth wall even further by engaging with the 

audience on a deeper level. Giving a visitor a role, even a momentary opportunity to participate, 

can be a risky olive branch of power akin to saying, “now you get to be important” (Bailyn, 

2019). 

As scare actors interact and break the fourth wall with the guest, it is initiating a deeper level  

of immersion, while providing the opportunity for the guests to be more involved and engaged 

with the characters. Guests may even begin to evolve varying feelings toward these characters, 

maybe they will begin to love them, hate them or more. Hitting these heightened levels of 

immersion, can deepen their connections to the story while also conjuring deeper emotional 

ties to the experience overall. Immersion, or the sense of being “present” in a mediated world 

does appear to be crucial to the horror experience. (Thompson et al., 2018; Clasen, et al., 2019). 

8.3 – Attraction Intensity and Immersion - Does it Matter? 

So, is an intense and immersive experience what guests are even looking for? According to  

a study conducted by Clasen, et al., a sample size of 1,070 North American respondents (538  

males, 532 females) above the age of 18-years-old, were asked how frightening they wanted 
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their “horror media,” to be. (Horror media being defined as: “a form of benign masochism that  

offers negative emotional stimulation through simulation of threat scenarios. i.e.: horror films, 

horror novels, horror video games and haunted attractions”) (Clasen, et al. 2020). 21% of 

respondents in the study, preferred horror media to be not at all, or mildly frightening, 63% of 

responses, were in the moderately to highly frightening range, and 16% of respondents were in 

the extremely frightening range. These results demonstrate that 79% of horror media users are 

expecting a moderately frightening to extremely frightening experience as compared to 21% of 

respondents who preferred that their horror media would not be frightening.  

This data reveals that intensity in a haunted Halloween attraction indeed, is important to horror 

media users and that intensity does matter. However, it does seem important to note that the 

balance of intensity should still meet somewhere in the middle of the scale, instead of slanting 

towards the opposite ends of the spectrum, of not frighting to extremely frightening to 

maintain a steady level of guests who would be interested in and willing to pay for a haunted 

attraction experience.   

Clasen and the team also found “a positive correlation between sensation seeking and  

horror preference and use, and a positive correlation between the Big Five personality 

dimension of Intellect/Imagination (also sometimes called Openness to Experience) and use, 

suggesting people who seek out horror tend to desire intellectual, imaginative stimulation.  

Intellect/Imagination designates a tendency and proclivity for imaginative activity, including 

cognitive exploration and intellectual stimulation. (Clasen, et al. 2020). 
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This study also indicates on a small scale, that guests who are willing to expose themselves  

to horror entertainment, are open to new experiences and that pushing the envelope and 

maintaining a high-level of creativity and stimulation is an integral part of developing new  

and unique haunted attraction experiences. This research would also suggest that Individuals  

of horror consumption are looking to be further immersed and want to experience heightened 

levels of stimulation. This proposed attraction would be developed to cater to those guests who 

are looking to seek new ventures that include immersion with stimulating role-playing actions 

that differ from traditional theatrical norms.  
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    CHAPTER 9: 

  DISCUSSION AND CONCLUSION 

In conclusion, haunted attraction walk-through maze designs have dominated and inundated 

the haunted attraction industry for the past several decades, creating a heighted state of 

awareness and predictability to guests, thus setting up a preconceived expectation of the 

experience. The powerful psychological mechanisms of mystery and ambiguity are key 

components in an immersive horror experience. However, these two key components  

have been diluted by the overuse of maze designs throughout the years.   

The incorporation of psychological factors including childhood fears, paranormal and 

supernatural beliefs, psychological mechanisms, and creep factors all still maintain a high level 

of importance when developing a haunted attraction.  However, integrating concepts that will 

inhibit any “flight or fight” responses, such as restricting guest movement, could take a haunted 

attraction to new and heightened levels of intensity.   

Furthermore, it is critical to embrace finding ways to further break down the fourth wall, by 

incorporating radical movements such as, placing guests into a participatory role and making 

them an active agent in the story. In turn, this action can remove the fourth-wall barrier that 

exists between the story and the guest. Thus, transforming the guest into an active participant, 

and providing them with a deeper sense of immersion and engagement, in addition to 

developing a deeper connection to the story.  
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Intensity and immersion matters, as horror media users have shown that they are open to 

experiences and prefer a high level of immersion and stimulation. As guests yearn for deeper 

and more intense experiences, attraction operators, who continue to heavily rely on walk-

through maze designs, should frequently review and strategically develop immersive and 

unique experiences to potentially avoid stagnation in the future.  

Current operators should take into consideration that these experiences should attract a  

newer and younger demographic, as younger demographics will shift the paradigm for future 

experiences, whether operators want to or not. Therefore, operators need to get ahead of 

these expectations, while still maintaining an experience that is appealing to traditional haunt 

attraction goers as well.  

In order to create a Halloween attraction experience that pushes boundaries, the walk-though 

maze design can be amplified, or even broken altogether. Creating and developing innovative 

experiences that will keep the guests guessing and immersed in new and various ways. These 

new or unique ways also don’t have to involve tortuous or abusive behaviors, just so patrons 

can achieve an intensified adrenaline rush.  

This proposed attraction experience has explored the notions of breaking the ideal maze design 

into singular room experiences, including restricting guest movement, incorporating guest and 

scare actor interactions, and further breaking the fourth wall, all while integrating underlying  
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psychological factors into the overall design and development of the attraction spaces.  

This study and attraction concept overall, has worked to deliver a unique haunted attraction 

experience that would immerse guests into a story-based environment, all while creating a 

more intense, yet satisfying experience for guests, that would also not be led by preconceived 

expectations. 
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APPENDIX A: ATTRACTION CONCEPT INSPIRATION 
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ATTRACTION CONCEPT INSPIRATION 

The inspiration for this proposed attraction, illuminated from the genuine circumstances 

surrounding the Paris Morgue of 1804 - 1907. The facility was originally built to help tamp  

down on pestilence and to assist with unidentified or unclaimed individuals by placing them  

on display for public viewing, as this had especially become a problem with growing urbanism 

during the 19th century. In “1718 the Dictionaire de l’Academie defined the Paris Morgue as ‘a 

place at the Chatelet [prison] where dead bodies that have been found are open to the public to 

view in order that they be recognised’ and which was composed of ‘dead bodies found in the 

street and also found drowned’ [p49]” (Lenora,2018). 

Initially, the morgue displayed dead bodies to enlist the help of the public in identifying the 

deceased individuals. In addition to placing the corpses on display “Morgue workers draped 

the corpses’ clothing on pegs next to the bodies” (Walters, 2018). 

However, by the late 1800’s the continual display of dead bodies, had turned into a spectacle 

and became a dark form of entertainment to the masses, as well as with tourists. French 

newspapers, journals, and tourist guidebooks featured the morgue on a reoccurring basis.  

“A visitor to the new morgue in the 1860s would have been in for a grand spectacle of everyday 

drama.  If the body on display was a cause for celebration, a visitor might have to queue for 
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hours to gain entrance. In a single day tens-of-thousands of men, women, children, of all 

classes, might come to view the latest media sensation” (Lenora,2018). 

It became such a grand spectacle, that it was quickly becoming a problem for the city. On 

August 5, 1886, “The Morgue had grown so massive that it spilled into the street. Traffic 

stopped. Parisians were so eager to get inside that they frequently broke into skirmishes.  A 

newspaper at the time reported, “The mob rushes the doors with savage cries; fallen hats are 

tromped on, parasols and umbrellas are broken, and yesterday, women fell sick, having been 

half suffocated.” At that point, over 150,000 people had visited the Morgue” (Walters, 2018). 

In the 1870’s the use of photography was being used to identify corpses that were no longer 

suitable for display (Lenora,2018). By the 1880’s, the morgue had installed refrigeration and 

installed electric lighting, but continued to display corpses for identification. “The Morgue was 

finally closed in 1907 due to concerns with moral hygiene and a desire to professionalize the 

morgue and its functions” (Lenora,2018). 

https://books.google.com/books?id=CC-S13Hx59UC&pg=PA301&lpg=PA301#v=onepage&q&f=false
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APPENDIX B: STORY NARRATIVE/GUEST EXPEREINCE 
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STORY NARRATIVE/GUEST EXPEREINCE 

Attraction Name & Logo: 

Narrative: 

A mysterious and unknown plague has hit the local city hard, and the city is in complete chaos. 

Dr. Adrien Boucher, the local medical examiner is rumored to have been working on cadavers 

for a cure. The locals have recently heard that the Doc has had a breakthrough, but it could be 

at all costs. Little do the locals know that instead, the Doc has lost his mind and is maddeningly 

performing tests and autopsies on every subject he can get his hands on, dead or alive.  

Guest Experience: 

As for the guest experience, guests will be loaded onto an old medical gurney, then transported 

through an experience as an “Un-dead” cadaver. This includes being placed in cold storage, 

having an autopsy “performed,” an attempted cremation, and then buried alive.  
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In recognition of "Promenade Theatre" and "Breaking the Fourth Wall,” guests will also be 

asked to freely participate and interact with actors in certain activities, respond to questions, 

or perform certain functions upon request by the actors throughout the experience.  

 Experience Setting: 

Time period: Industrial Revolution, Mid’ 1880’s. 

Location: Paris City Morgue 

Overall Experience: 

Queue:  

Guests walk into a covered, exterior vestibule themed like the original Paris Morgue. The large 

glass casement windows are lined with bodies out on display for identification. Various articles 

of 18th & 19th century period clothing can be seen hanging in the background. As guests make 

their way around the building, they can see makeshift graves all around the back of the 

property.  

Loading docks:  

As guests arrive closer to the loading docks, a couple of different activities may be seen, such  

as areas being washed down, wood coffins being stacked, articles of clothing are being 

collected, marked, and sorted. Bodies can be seen arriving in wooden carts. Makeshift, tattered 

signage proclaims the availability of a cure to the local townsfolk.  Once guests arrive at the 

entrance of the loading dock, they are taken behind a wall and a Diener (a morgue attendant) 
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individually loads each guest onto a dingy metal gurney. Once the guest is laying down, their 

arms and feet are loosely restrained (guests can easily remove restraints (breakaway straps) 

themselves, which would easily detach, in the event of an emergency), an identification tag 

with a small bell is attached to the ankle of the guest.  

At this time, guests are told by the Diener that things aren’t exactly what they seem. They’re 

also told that the doctor has gone completely mad and that he’s begun experimenting on live 

subjects, and that they’re next. At this point, alternating guests are provided with differing 

behavioral instructions - some may be told to either be completely quiet, act crazy or to 

scream as much as possible - in order to possibly survive the ordeal. (They may also possibly be 

given a  safe word or some type of “key” to use for a safe “escape”- if they get too scared and 

want to  leave the attraction.) Lastly, as they get wheeled down the hallway, their entire face 

and body is covered up with a sheet.  

Waiting Mortuary:  

Guests are wheeled into a very large dingy and dirty room with multiple bodies (other guests) 

waiting on gurneys (possibly with a few fake bodies as well). Faint electric saws, drilling noises 

and screams are coming from a nearby room. Wind, strange creaking noises, and whispers can 

also be heard. There will be a few scare moments provided while guests are waiting here. For 

example, a crazy morgue attendant whispers in the guests’ ears about all the bizarre things the 

doc is going to do to them, or maybe an “escaped” test subject is running around the room 

yelling and screaming, just trying every door and window to get out. At this point in time, 

guests are unable to see anything, so sounds and other effects are of the upmost importance.  
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Cold Storage: 

After a few minutes, the Diener comes and pulls the sheet back to reveal the guest’s sight. The  

guests are then pushed on the gurneys into the cold storage drawers, where they will be kept 

at a brisk 55°F for a few minutes. Inside it’s very dimly lit with a red glow. Lying above the 

guests are additional drawers of bodies lying on metal trays above them. The guests can hear 

moaning coming from above, an arm falls from a tray above, scaring the guests. The electric 

saws, drilling noises and screams are a little louder now, and Opera music can also be heard 

playing in the background along with intermittent maniacal laughter.  

Autopsy Room: 

The storage doors open from the opposite end, and the gurney is pulled out of the storage by 

the attendants and into the autopsy room. The Autopsy room is where the guests finally get to 

meet Dr. Boucher. He’s an odd and gangly fellow. He has slicked back greasy hair; his glasses are 

filthy, and his eyes are barely legible behind the glass. His clothes are grungy and stained with 

multiple splatters of faded old and new blood.  

The doc stops the autopsy on his current cadaver to check the tags of his new patients (uses the 

guests’ names at that time). He makes some smart remarks to each guest…” You’re going to be 

a fun one,” Ah, this one looks fresher than the last,” Oooo, you brought a live one,” etc. The doc 

goes back to finishing his autopsy, but then one of his current cadaver experiments sits up 

straight with his insides falling to the floor and begins to scream. The attendants hold him back 

down to sedate him further.  
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The attendants begin to prep the newly brought in subjects for dissection. Getting tools out, 

moving the overhead lamps, checking the straps, moving large, bizarre surgical items over  

them, telling them that they will be “sedated.” Once the guest is “prepped,” the Doc comes 

over and spins a saw over the top of the guests’ head, wet, with fake blood as it passes by, and 

may spatter onto another guests’ face.  A couple of other scare moments with other tools may 

happen as well, like having organs “pulled” from the guests’ stomach, (like infamous and 

religious “psychic surgeons” perform). The doctor, may get upset and agitated at times, yelling 

“No, no no!” “This isn’t right, it’s not working!” He may go into a ranting, or a raging fit and 

then move onto the next subject / or guest.  

The Furnace:  

Once the doc has “finished,” it’s time for the guest to be cremated. The gurney is pushed into 

a large faux cremation oven where it begins to get very warm, and faux flames can be seen. 

However, the guest is pulled out of the flames at the last minute by the cemetery 

groundskeeper. He tells the guest that he’s going to rescue them. But before he can, one 

of the morgue attendee’s yells at him and tells him to bury the subject immediately.  

The Grave:  

The gurney is then pushed into a dark grave by the groundskeeper, with the promise that he 

will return to rescue them. The grave has a coffin-like setting all around. From the guest’s 

point of view, as they are being “lowered” into the ground, they can see mourners standing at 
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the top of the grave from above and looking down at them. They get further and further away 

as the coffin is lowered through a tunnel of dirt. Shovels of dirt begin to fall into the grave, and 

the light begins to fade. With the last shovel of dirt, all goes to complete darkness. (The guest 

will essentially be looking through a clear LED monitor for the dirt (media) effect, with an 

additional LED screen beyond that, showing the mourners above for the overall effect).

Escape:  

The guest is then rapidly pulled out of the grave by the groundskeeper, who is this time, 

frantically trying to be quick with his actions, while not getting caught. He hurries to unstrap 

the guest from the gurney and tells them how to get out quickly. The attendant tells them, 

“No matter what happens just keep going and don’t look back.” A morgue attendant meets 

them at the end of the tunnel to safety, they pose a warning to the guest that they were a 

failed experiment and that they will never be the same again. If they dare to speak of this to 

anyone, they will regret the consequences.  
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APPENDIX C: ATTRACTION SCENE MOOD BOARDS 
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FIG C.1: 172-PARIS LA MORGUE FIG C.2: THE MORGUE AT PARIS FIG C.3: N/X GRAVEYARD 

FIG C.4: PARIS MORTUARY FIG C.5: VUE INTERIEURE DE LA MORGUE FIG C.6: CEMETERY ACCESSORIES
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WAITING MORTUARY

FIG C.13:  ABANDONED ASYLUMS 
FIG C.14: COVERED HUMAN CORPSES

FIG C.15: WORKER OF MORTUARY
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AUTOPSY ROOM
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FIG C.25: PHILIPPINE HEALER
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FIG C.30: ERAS OF CREMATION

FIG C.32:VIEW INSIDE THE CREMATOR

FIG C.31: CREMATORIUM FURNACES

FIG C.33: VIRTUAL REALITY EXPERIENCE
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THE GRAVE
FIG C.35: CREATIVE CEILING ARTFIG C.34: VIEW FROM THE GRAVE

FIG C.36: BURIED ALIVE

FIG C.37: FROM THE TOMB
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THE ESCAPE

FIG C.38: MENTAL HOSPITAL
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FIG C.39: DARK HALLWAY
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APPENDIX D: BUBBLE DIAGRAM
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APPENDIX E: ATTRACTION FLOORPLANS, TIMING & THROUGHPUT
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 APPENDIX E II: LABELED ATTRACTION FLOORPLAN 
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QU04 (1) - 9 SECS 
QU04 (2) - 42 SECS 
(1) TOTAL: 2.3 MIN
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(2) TOTAL: 2.9 MIN

V=VARIABLE TIME
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4 MIN

APPENDIX E V: ATTRACTION TIMING STUDY 
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APPENDIX E VI: THEORETICAL & ACTUAL THROUGHTPUT 

THC: Theoretical Hourly Capacity – How many guests can theoretically be loaded in one hour. 

(This occurs when everything runs perfectly and smoothly between the load operators and the 

guests, and the attraction is operating at 100%, which is difficult and rare to achieve).   

AHC: Actual Hourly Capacity - How many actual guests would be loaded in one hour. (This 

instance is more typical, as issues can occur when loading, some guests take more time than 

others or there might be some small operator issue. This is a more common and realistic figure, 

as the attraction would not typically operate at 100% efficiency all the time.)   

# OF SEATS* DISPATCH INTERVAL** THC @ 90% AHC @ 80% AHC 

1 14.4 Sec’s 250 225 200 
2 14.4 Sec’s 500 450 400 

THC = # of Seats x 3600 (seconds in 1 hour) ÷ dispatch interval (or seconds to load) 

90% AHC = THC x 0.9 

80% AHC = THC x 0.8 

*“Seats,” in the instance of this specific attraction is a medical gurney, or 1 medical gurney per 

person. Since there are two loading areas for this attraction, there would be 2 “seats” 

available every 14.4 seconds for guests to be loaded on to a gurney."

 **"Dispatch,” would be the allotted time it takes to load the individual guest onto a gurney 

and leave the loading area.  
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APPENDIX E VII: ESTIMATED GROSS REVENUES 

Using the estimated THC & AHC figures, gross estimated revenues would be based on the 

number of operating hours during the Halloween season and on ticket prices, which in this 

example starts at $30.00 to $35.00.  There are multiple variables that could occur, including, 

ticket prices could be more or less, as well as the number of operating hours, in addition to the 

number of actual guests visiting the attraction, all of which would affect the overall actual 

revenues generated for one season. A full estimate of the facility including show sets, props, 

media, AV etc., and operational costs would need to be developed to provide a more accurate 

estimate of actual net profits.  

31 Hours of Operation Between September - October Revenues 

# Of 
Guests/Hr. 

Operating 
Hours/week 

Total 
Guests/week 

Ticket 
Price 

100% THC 90% AHC 
(450pp) 

80% AHC 
(400pp) 

500 31 15,500 $30.00 $465K $418.5K $372K 

500 31 15,500 $35.00 $542K $488.2K $434K 

5 weeks of operation @ $30 per person $2.325M $2.092M $1.860M 
5 weeks of operation @ $35 per person $2.710M $2.441M $2.170M 

42 Hours of Operation Between September - October Revenues 

# Of 
Guests/Hr. 

Operating 
Hours/week 

Total 
Guests/week 

Ticket 
Price 

100% THC 90% AHC 
(450pp) 

80% AHC 
(400pp) 

500 42 21,000 $30.00 $630K $567K $504K 

500 42 21,000 $35.00 $735K $661.5K $588K 

5 weeks of operation @ $30 per person $3.150M $2.835M $2.520M 
5 weeks of operation @ $35 per person $3.675M $3.307M $2.940M 
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APPENDIX F: RENDERED ATTRACTION IMAGES
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APPENDIX G: ATTRACTION ELEVATIONS 
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APPENDIX H: COLORBOARDS



103



104



105



106



107

551

081

01

APPENDIX I: PHYSICAL SAMPLES 
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APPENDIX J: MATERIAL/TEXTURE BOARDS
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APPENDIX K: PROPS LIST 
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APPENDIX L: SCENIC FINISHES LIST



118

551

081

01 

 

 
 



119

551

081

01 

 

 



120

551

081

01

APPENDIX M: THESIS DEFENSE PRESENTATION
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