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Summary
A game prototype focusing on X-com style player movement & turn system as well as chess inspired enemy movement with a focus on spawning and creating versatile systems.
Features/Mechanics
Below is a list of the core mechanics present in the prototype:
· Map Spawning System – Spawning full maps using data table stored layouts.
· X-com Style Movement – Tile base movement powered by an in-depth breadth first search system.
· Chess Based Movement – Tile based movement powered by a breadth first search system.
· Turn system – An action point-based turn system.
· Upgrade system – A simple series of upgrades to improve the players abilities.
· Attack functionality – 2 simple tile-based attacks to kill enemy pawns.
· Block functionality – a system to block incoming attacks using the tile system.
Target Platform
The prototype is only playable on PC and works best with a 1920x1080 resolution.
Technical Requirements and Design
Made using Unreal Engine 4 (4.26.1)
Game Play & Design
Win Condition(s)
The player wins the level by killing all enemy pawns.
Lose Condition(s)
The player loses by being killed by an enemy
Gameplay Overview 
The player moves around the board to kill enemy pieces while avoiding being killed themselves. They can also unlock upgrades which allow them to be more powerful against the enemies.
Art Style          
The prototype has a very minimalist art style with some more detailed chess pieces representing the player and enemies.
[image: Executive Staunton Chess Pieces Sheesham 3 Inches [RCP1568] - £96.99 - Chess  Sets UK, The UK's Number One Chess Set Retailer]
Particularly the Pawn, Bishop, Rook & Queen.
Sound
The game will have some very basic Sound effects to help give some audio feedback to the players on the effects of their actions.
· Player & Enemy Movement
· Missed Attack
· Blocked Attack
· Death
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