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An Adventurer’s Legacy is a tactical turn-based battle system demonstration inspired by the old
Fire Emblem games. This project aimed to focus on impactful decision making by incorporating
many mechanics which had large consequences to encourage the player to think tactically. The
main systems were: a class-changer, unit selection, exhaustion, limited spell uses, permadeath and
environmental interactions (such as a bridge). The largest system was the grid-based combat
system itself which utilised telegraphs, unit’s unique ranges and a turn-based system to swap
between players and enemies.

See below for a selection of screenshots that showcase some of the game systems.

Year 190
THE-TOWN OF LUCITIA WAS PEACEFUL: ANOTHER
'SUNDAY HAD PASSED AND THE STREETS VERE
. BUSTLING. "
As FREDRICK DOWNED HIS PINT IN THE SUN AS HE
DID EVERY WEEKEND, HE SENSED SOMETHING WAS
COMING. SOMETHING TERRIBLE.

Retro TRPG aesthetic with pixel art and a simplistic cutscene to set the story.
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et FoResT
DURING THE FALL OF LUCITIA,
MONSTERS CLAIMED THE
FOREST AS THEIR OWN. TAKE IT

BACK AND FREE THE FOREST
FOR GOOD.

O i i e

o To ENTER A LEVEL SELECT A LOCATION b

WITH AN ARROV POINTING TO IT.  [7 =

Level Selection: Choose the level you want to attempt and try again if you wish to improve your
skills. New levels will be available throughout the story.



L MAKE YOUR MOVE! ]

Battle System: Full of punishing systems such as permadeath and exhaustion, players need to think
tactically to complete each battle successfully.

PROVIDES STRONG DEFENCE AND
POWERFUL ATTACKS BUT IS VULNERABLE

Unit Selection: Players select their party from an array of different characters with different
skillsets such as a Barbarian, an Archer, and a Mage.



