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Game details

e Tactical RPG with character
customization

e Inspired by Fire Emblem and Final
Fantasy Tactics

e Character customization via card
collecting
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Design Challenges

e Path finding
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e “Combat” menu
e Enemy Behavior (AI)



Gameplay

Win Condition:  Eliminate all enemies (make them log off)

e Lose Condition: All team members eliminated
e Round based tactical combat, where each character gets one turn per round
e Character customization via cards



Stretch goals

Turn order interface element
Local multiplayer

Multiple “layers” for levels
Procedural generation for levels



