
 
 

The Multi-Asset Model in Horror Entertainment​
 How haunted attractions, film production, and content ecosystems 
intersect in practice 

 

Across the haunted attraction and horror entertainment industries, most projects are still 
structured around a narrow operational window. Seasonal attractions typically concentrate their 
activity into a short fall run, after which sets are dismantled or stored, staff disperses, and 
revenue pauses until the following year. This pattern has defined the industry for decades and 
remains viable, but it also creates structural constraints that have been widely documented in 
trade reporting, operator interviews, and post-season financial analyses. 

 

In response to these constraints, a subset of operators has gradually shifted toward what can be 
described as a multi-asset model. Rather than treating the haunted attraction as a standalone 
seasonal product, these operations view it as one component within a broader entertainment 
and production system. This approach has emerged unevenly and without a single formal 
blueprint, but the underlying logic appears repeatedly in case studies across the haunt, themed 
entertainment, and independent horror film sectors. 

 

At the center of this model is the idea that physical assets do not need to serve only one 
purpose. Sets, scenic environments, props, costumes, lighting rigs, and sound design are 
traditionally built to function for a few weeks of live operation. In multi-asset operations, those 
same elements are designed with secondary and tertiary uses in mind. A corridor constructed 
for guest flow can double as a film location. A creature built for live performance can appear in 
promotional shorts, narrative content, or documentary material. The same control room or 
laboratory environment may serve live guests in one context and production crews in another. 

 

 



 

 

Industry reporting over the past decade has noted that this approach alters how build costs are 
evaluated. Instead of measuring return solely through ticket sales during a limited season, 
assets are assessed across a longer lifespan and across multiple forms of output. This does not 
eliminate risk, but it redistributes it. Costs that would otherwise be justified only by a narrow 
revenue window are spread across different activities, timelines, and audiences. 

 

Film and content production have played a significant role in this shift. Independent horror films, 
web series, behind-the-scenes documentaries, and short-form digital content have increasingly 
been produced in and around active attraction environments. This has been observed not only 
in destination haunts with permanent facilities, but also in smaller operations that retain sets for 
off-season use. Trade interviews frequently point out that the presence of a standing 
environment reduces location costs, simplifies production logistics, and allows content to be 
created incrementally rather than all at once. 

 

From a structural standpoint, this integration also affects how intellectual property develops. In 
traditional seasonal attractions, narrative elements often reset each year. In multi-asset models, 
recurring environments and characters tend to accumulate meaning over time. Researchers 
studying immersive entertainment have noted that repeat exposure across different media 
formats strengthens audience familiarity and deepens perceived continuity, even when each 
individual experience is self-contained. 

 

Revenue diversification is another commonly cited characteristic of multi-asset operations. 
While ticket sales remain central, documented examples show supplemental income derived 
from merchandise tied to original themes, digital content monetization, special events, private 
experiences, and educational or behind-the-scenes programming. Importantly, these channels 
are often interdependent rather than separate lines of business. Content promotes the physical 
attraction, while the attraction provides authenticity and material for the content. 

 

Permanent or semi-permanent facilities play a supporting role in this structure. Operators with 
year-round access to a location report lower long-term setup costs, greater control over 
maintenance and upgrades, and more flexibility in scheduling off-season activity. This does not 
inherently guarantee higher profitability, but it does change how downtime is used. Periods that 
would otherwise be dormant are frequently allocated to construction, testing, filming, and 
development.  



 

 

Within this broader context, HellVault can be understood as one example of a project designed 
around these observed industry patterns. It operates within the same economic and operational 
realities faced by other haunted attractions, while adopting a structure that reflects the 
multi-asset approach seen elsewhere in the sector. Its relevance in this discussion is not as a 
prescriptive model, but as a contemporary case operating under documented conditions that 
continue to shape the horror entertainment landscape. 

 

Taken together, the multi-asset model represents an evolution rather than a replacement of 
traditional haunted attraction structures. It builds on established practices while addressing 
long-recognized limitations related to seasonality, asset utilization, and content reach. As the 
industry continues to mature and intersect with film, streaming, and experiential entertainment, 
this model has become an increasingly visible framework for understanding how horror 
attractions can function beyond a single season without abandoning their core identity. 

 

 

 

 

 


	 
	 

