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Fist to activate Mic
- Story
Set on the harsh and unforgiving prison planet of Mars, players take on the role of a skilled pilot commanding a powerful combat robot. In a
brutal and high-stakes competition, human pilots battle in colossal machines for a shot at freedom. Each victory earns a cash prize that can
be used to upgrade weapons, enhance skills, and prepare for even tougher challenges. Adding to the intrigue, the player's opponents and
NPCs are legendary figures from history, philosophy, and fiction—such as Billy the Kid, Socrates, and Severus Snape. These characters
each bring their own personalities, strategies, and wisdom to the battlefield and interactions, making every encounter unique. The ultimate

goal: win enough battles to secure freedom and escape the prison’s deadly chain.

- Theme - Chain reaction
Our interpretation of the "Chain Reaction" theme is deeply integrated into both gameplay and narrative. The player's interactions with NPCs
directly influence their Karma score. This score, in turn, affects how NPCs perceive and assist the player, including shopkeepers’ willingness
to negotiate prices and offer help. A high Karma score not only improves trade and combat abilities but also unlocks valuable information.
NPCs can provide crucial details about upcoming fights —revealing enemy weaknesses, tactics, or hidden advantages. However, if the
player's Karma is low, NPCs may withhold information or even mislead them, making battles significantly harder. Additionally, the theme
extends to the visual design of the game: our projectiles take the form of chains that explode in a cascading "chain reaction,” further

reinforcing the concept. Beneath the surface, every action sets off a ripple effect, making each decision and outcome feel connected.

: Technologies
Our game is developed using Unity, optimized for the Meta Quest 3.
3D assets, including the robots and arenas, are modeled and animated in Maya. Interactive elements such as character dialogue, shop
interactions, Karma evaluation, and opponent Al are powered by GPT-40, bringing dynamic and engaging experiences to the player. Text-to-
Speech and Speech-to-Text capabilities are integrated through Wit.ai, enhancing communication and immersion. The game leverages the
Quest's built-in speaker and microphone for sound, while hand and body motions are detected and used for control without the need for

controllers, offering a more natural and immersive experience.

" Game mechanics

Turn-Based Combat — Battles are round-based, with players choosing from five actions: Load, Shoot, Dodge (success chance influenced by

Karma), Disarm (success chance influenced by Karma), and Shield (limited uses). Each action is executed by pressing a button in the robot’s

control room.

Upgrades & Progression — Players can enhance their robot in the shop by increasing damage & improving success probabilities for various

actions. Move to the area to start a
. , . . : . ' fight!

Karma System — Karma is influenced by the player's politeness. Even in prison, manners matter—rudeness leads to chaos, while respect

earns advantages.

NPC Interaction — Speak with nearby NPCs by making a fist, activating the microphone for a more immersive and natural dialogue

experience.
Opponent Al Difficulty — Three Al difficulty levels: Basic — Ignores game stats. Mid — Analyzes game stats. Hard — Analyzes game stats and

fight history for smarter decisions
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