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IN THE NOT-TOO-DISTANT FUTURE, AVARICIOUS CORPORATIONS
FUNDED TERRORISTS TO CREATE A LARGE NUMBER OF ROBOTS TO
GOVERN AND ENSLAVE THEM AS A CHEAP LABOR FORCE. THE ROBOTS
WENT BERSERK AND BEGAN TO ASSAULT THE REST OF HUMANITY
WHILE THE TERRORISTS REVELED IN THEIR NEWFOUND RICHES AND
RESOURCES ON THE ALREADY POLLUTED AND DEVASTATED EARTH.
A NEW ROBOT CALLED THE CUSTODIAN WAS DEVELOPED BY A SMALL
BUT INCREDIBLY TALENTED TEAM OF TUM ENGINEERS CALLED

QO0OGLE, TO GUARD THE PEOPLE, DISCOVER AND PUT AN END TO THE
REAL REASON BEHIND THE INCIDENT.




THE COMBAT SYSTEM IN OUR GAME IS A HYBRID OF THE REAL TIME STRATEGY AND
TURN BASED STRATEGY GAMES. IN CONTRAST TO A REGULAR RST GAME, THE
CONTINUOUS TIME IS DIVIDED INTO A PREDEFINED TIME STEP EACH OF WHICH
LASTS A CERTAIN AMOUNT IN REAL LIFE SUCH AS A QUARTER OF A SECOND. ALL
OF THE ACTIONS ARE TRIGGERED AT A CERTAIN TIME UNIT. TIME KEEPS FLOWING
UNLESS THE GAME 1S5 PAUSED BY THE PLAYER OR AN EVENT. UNLIKE A REGULAR
TURN BASED CARD GAME, CARDS ARE PLAYED AND ACTIVATED BASED ON THEIR

SPEED.
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THE ENEMY AI SHOULD ADEQUATELY
CHALLENGE THE PLAYER IN A

REACTIVE MANNER. REGULAR GAME DIFFICULTY

SHOULD SUFFICIENTLY
CHALLENGE THE PLAYER BUT
NOT TOO MUCH TO MAKE IT
FUN FOR THE CASUAL
AUDIENCE.

HYBRID GAMEPLAY
BETWEEN AN RTS AND
TBS GAME.









