[bookmark: _4coy7j99bmmv]99 Cards
[bookmark: _38fgeddyquq6]GDD

[bookmark: _47ytoeou74zo]LastName Studio


[bookmark: _4ev0ecyn30sn]CONCEPT
A real-time strategy card game where players are “god”; they do not control their units directly, Instead, they use a set of cards at their disposal to affect the environment and indirectly influence the units to change the flow of battle to their favour.
[bookmark: _ttbwjkc2lu2y]TECHNICAL
The game is in a 16:9 ratio.
Ideal resolution would be set at 1920x1080.
Game uses mouse, should have an custom, reactive cursor.
[bookmark: _au7z9fokeb69]Metrics
1 grid is equal to the size of 1 player character.
[bookmark: _taaptj2sqso]

[bookmark: _z28eaw8c3s0m]SCREEN NAVIGATION
[bookmark: _y4lw856jl875]Screenflow
The first screen that players will see is the main menu. In the main menu there will be five buttons, Play, How to play, Options, Credits and Quit.

Upon clicking the Play button, a story cutscene will play. After that, players will get to choose their preferred starting deck and enter the Overworld screen to start the level.

The Overworld screen should have several nodes that represent various levels and paths. Clicking on the nodes should show a short summary on the node’s location and objectives.
There is also a start mission button that will bring players to the Battle screen.

The Shop screen (Temple/Sanctuary) where players can upgrade their cards is located in the Overworld screen in the form of a button. In the Shop screen, players will be able to view their currency (Faith) and all the current cards in their deck. There should be an upgrade option when players click on a card individually that shows the before and after effects of upgrading the cards.

At the start of the Battle screen, players can manually set their unit’s starting location before the battle starts. They are also able to pause the game and access an options menu or choose to retreat from the battle at the cost of “Faith”.
A Success or Failure popup screen will be displayed after the battle ends and brings the players to a Battle Report screen. The Battle Report screen will indicate how much “Faith” is gained or lost by each unit after the battle and also show the rewards gained after a successful mission (Example Choose 1 of 3 cards).

[bookmark: _6eyjyq7yu2ay]

[bookmark: _wjr02bn16u37][image: ]

[bookmark: _kumioc6ej0jj]GAMEPLAY
[bookmark: _e97apqkxpi65]Overview
Players control a team of characters, up to 4 at a time, in a battlefield presented in an angled top-down perspective. They progress through the game by clearing enemies in the level.

An overworld is present and shows all the stages in the game, along with a safe hub (Temple) that players can use to upgrade their cards and recruit new allies.

Each encounter is a unique battlefield, with its own background, props and enemy theme.
Small encounters would fit exactly onto the players’ screen, requiring no camera movement.
Larger encounters would stretch on lengthwise, thus the camera would move to the right as the player progresses through the encounter. There can be multiple encounters called “Waves” within a level.

Players are able to back out of the level at the cost of “Faith” for each of their individual units that participated in that level.
[bookmark: _9s2esy6waxw6]UNITS
Units are the characters and mobs of the game. For the player, they are his loyal believers that he must help through their journey, and he is their God. They are the only way for the player to progress through the game, and he interacts with them through his cards.

The enemy units are the mobs that hinder the player’s units’ journey. They are obstacles in the players progress through the game, and thus the player must eliminate them, either by assisting his units in doing so, or by directly interacting with them. Either ways, it is all done through his cards.
[bookmark: _2e7rp73kl7be]Unit Attributes
Each unit has Attributes that define how well they do in combat, as well as how faithful and loyal they are to their God: the player. 

Note that there is a difference between Attributes and the stats of the unit. Stats are the exact numbers that define the individual components of the units. The stats are:

Attack Range: How far the unit can attack
Attack Speed: How fast the unit can attack
Move Speed: How fast the unit can move
Health Range: The range of values the unit’s health may be
Damage Range: The range of values for the amount of damage a unit may do

The player cannot edit the stats directly. The Attribute is what will be changed the most, by the player and the game. Apart from attack range, all the other stats are tied to an Attribute and are affected by it.

There are 3 attributes that define a friendly unit.
[bookmark: _s652ypfzm3wl]Courage
Courage represents the unit’s fighting spirit, and determines how well they do in combat. 

Courage directly affects two stats: Health Range and Damage Range. The higher the Courage, the higher both the health and damage a unit will deal. Thus, the lower the Courage , the lower health and damage will be.

The value for courage directly corresponds to health, multiplied tenfold; a 15 in Courage will equal to 150 health. For damage, it gives a range of values from the Courage value, plus minus 5. To upgrade Courage, the unit’s Faith will be used up. Courage has a minimum value of 1 and a maximum value of 25.

	Courage
	Damage
	Health
	Faith Cost

	1 - 5
	1 - 10
	10 - 50
	2

	6 - 10
	2 - 15
	60 - 100
	3

	11 - 15
	6 - 20
	110 - 150
	5

	16 - 20
	11 - 25
	160 - 200
	8

	21 - 25
	16 - 30
	210 - 250
	12



Units can lose Courage throughout the game. Each time a unit takes damage, they will lose Courage equal to half the damage, rounded down. Loss of Courage is permanent, and can only be refilled by upgrading with Faith or through cards in battle.
[bookmark: _3mjv2ig5hywl]Stamina
Stamina represents the units physique in combat, and determines how fast they can move.

Stamina directly affects two stats: Attack Speed and Move Speed. The higher the Stamina, the higher the move and attack speed; the lower the Stamina, the reverse is true.

Every 5 points of Stamina corresponds to 1 less second per attack, with the slowest speed being 6 seconds per attack. Move speed increases more exponentially, with higher Stamina incrementing move speed more often. Stamina has min 1 and max 25.


	Stamina
	Seconds/Atk
	Tiles/Second
	Faith Cost

	1
	6
	1
	2

	2 - 5
	4
	2
	2

	6 - 10
	3
	2
	3

	11 - 15
	2
	3
	5

	16 - 20
	1
	4
	8

	21 - 25
	0.5
	5
	12



Units lose Stamina continuously as a level goes on, at a rate of 1 per 5 seconds. Once again, the loss is permanent, and can only be refilled by Faith, or cards in battle.
[bookmark: _w7mj9bmw0qa]Faith
Faith is the Attribute that keeps the unit with the player. It is used for upgrading Courage and Stamina and can be used to revive the unit when it has fallen in battle.

Faith is gained after every battle based on the state of the unit at the end of the battle, depending on their criteria. If the criterias are hit, the unit will gain a substantial amount of faith, else the gain would be noticeably lesser. Units can also lose faith if they end battles in unfavourable conditions, such as with very little health.

[bookmark: _6rbrc810og9a]Unit Types
All units, both players and enemies, can be categorised as a type of unit. Each type of unit would have a unique AI, unique behaviour and attack pattern. All units of the same type will share their behaviour, regardless of whether they are players or enemies.
[bookmark: _dqnkzf9xaebi]
[bookmark: _wxiqvwyjdp8r]
[bookmark: _as6t0m2r9fb4]
[bookmark: _vmawdr1q3gac]
[bookmark: _zezf90x72thn]
[bookmark: _uan6aohw7i7x]WARRIOR

Behavior: Actively seeks out and pathfinds towards the nearest unit.
Stops pathfinding and starts attacking the moment an enemy enters melee range of them.

Attack Range:  Has an attack radius around the four cardinal directions.
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Attack Speed: 1 second per attack.

Move Speed:  2 tiles per second.

Health Range: 180 - 250

Damage Range: 5-10

[bookmark: _tmfvtmp764i6]RANGER
Behavior: Actively seeks out closest unit and pathfinds to them.

Attack Range: 
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Has an attack range radius similar to a flower pattern.
Stops pathfinding and starts attacking the moment an enemy enters their attack range.
Attack projectiles travel in a straight line, thus can be blocked.

Attack Speed: 2 seconds per attack.

Move Speed:  2 tiles per second.

Health Range: 100 - 200

Damage Range: 5-10
[bookmark: _q84nyw6mcs7y]
[bookmark: _sk34pah4ngz0]
[bookmark: _4phjyy1bvq9p]Cavalry
Behavior: Seeks out the unit with the lowest health.
Once within melee range, will perform a single powerful strike, then run away for a short while.
The cavalry will then target the lowest health unit again when he is able to attack again.
Fastest unit in the game.

Attack Range: 
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Attack Speed: 3 seconds per attack.

Move Speed:  4 tiles per second.

Health Range: 80 - 180

Damage Range: 25-30
[bookmark: _p98qjbkm8d4r]

[bookmark: _x0tdx6849zw9]Mage
Behavior: Seeks out units furthest away.

Attack Range:
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Can only attack units that are at least 3 tiles away. If there is only one unit targetable left and is too close for the mage to hit, the mage will try to create more distance.
Stops pathfinding and starts attacking the moment an enemy enters their attack range.
Will always attack the unit furthest away, if it is currently attacking someone and a unit that is further away enters the range, the Mage will immediately start attacking that guy instead.

Attack Speed: 4 seconds per attack.

Move Speed:  1 tiles per second.

Health Range: 70 - 160

Damage Range: 15-25
[bookmark: _h81d2ua7n9ct]

[bookmark: _esfw7qmfbu7u]Healer
Behavior: Heals lowest health unit.

Attack Range:
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Healers cannot attack, they are only available as an enemy. This will work hand in hand with the retreat AI behaviour as enemies will try to retreat back to the healer to recover. Healers will have up to 5 tiles of healing range. The heal amount depends on the tile distance away from the one receiving the heal. Healers will generally try to heal the lowest health unit.

Attack Speed: Does not Attack. Heals instead. 1 heal per second.

Move Speed:  1 tiles per second.

Health Range: 100-200

Damage Range: NIL

Heal Range: 1 Tile away 50 Health, 2 Tile away 40 Health, 3 Tile away 30 Health
 		4 Tile away 20 Health, 5 Tile away 10 Health




[bookmark: _shnpj6jt3y73]

[bookmark: _1a4acgitzqof]CARDS
Cards play an important role in helping player units achieve victory. There are 3 different categories (Buffs, Control. Manipulation) of cards and 2 different upgrade tiers as well. Cards have different properties based on their category type and current tier. The tier level can be upgraded via a “Token of Faith”.
[bookmark: _8rs7ojn9pq2k]Buffs
These cards give stat buffs to your units, they start of as single target spells and can be upgraded to increase the duration and improve them to become AOE targeted.


	Rage

	Tier
	I
	II

	Energy Cost
	2
	2

	

Description
	Unit deals 25% more damage for 5 seconds, stacks with other Rage cards.
	All units deal 50% more damage for 5 seconds, stacks with other Rage cards.

	Target Type
	Single Target
	AOE

	Upgrade Cost
	-
	1 Token of Faith



	Fortify

	Tier
	I
	II

	Energy Cost
	2
	2

	

Description
	Unit take 25% less damage for 5 seconds, stacks with other Fortify cards.
	All units takes 50% less damage for 5 seconds, stacks with other Fortify cards.

	Target Type
	Single Target
	AOE

	Upgrade Cost
	-
	1 Token of Faith




	Haste

	Tier
	I
	II

	Energy Cost
	2
	2

	

Description
	Unit’s next attack will occur 25% faster for 5 seconds, stacks with other Haste cards.
	All unit’s next attack will occur 50% faster for 5 seconds, stacks with other Haste cards.

	Target Type
	Single Target
	AOE

	Upgrade Cost
	-
	1 Token of Faith



	Heal

	Tier
	I
	II

	Energy Cost
	2
	2

	
Description
	Recovers the Health of ONE unit by 50.
	Recovers the Health of all units by 150.

	Target Type
	Single Target
	AOE

	Upgrade Cost
	-
	1 Token of Faith


[bookmark: _pmdwg366aa8a]
[bookmark: _82oekmt97l9g]

[bookmark: _fozgbch5gbv5]Control
These cards are useful in dealing damage to the enemies as well as keeping them in check via crowd controls and debuffs.

	Stone Wall

	Tier
	I
	II

	Energy Cost
	2
	2

	

Description
	NEW: Summons a stone wall preventing movement
(3x3 block)

OBSOLETE//Encases the target with Stone Walls, preventing movement.
Stone Walls block projectiles and melee attacks from both sides. Lasts for 5 seconds.
	OBSOLETE//Encases the target with Stone Walls, preventing movement.
Stone Walls block projectiles and melee attacks from both sides. Lasts for 8 seconds.
Enemies trapped in the Stone Walls receive 5 damage per second.

	Target Type
	Tile Target
	Tile Target

	Upgrade Cost
	-
	1 Token of Faith



	Flame Grounds

	Tier
	I
	II

	Energy Cost
	2
	2

	

Description
	Engulfs tile(1x1) with Flames that deals 5 damage per second to enemies on the tile. Last for 5 seconds.
	Engulfs tiles(3x3) with Flames that deals 7 damage per second to enemies on the tile. Last for 8 seconds.

	Target Type
	Tile Target
	Tile Target

	Upgrade Cost
	-
	1 Token of Faith


[bookmark: _jl1tl82y7r5z]


	Muddy Grounds

	Tier
	I
	II

	Energy Cost
	2
	2

	

Description
	Fills a tile(1x1) with mud, causing enemy movement and attack speed to be slowed by 50%. Last for 5 seconds.
	Fills tiles(3x3) with mud,  causing enemy movement and attack speed to be slowed by 80%. Last for 8 seconds.

	Target Type
	Tile Target
	Tile Target

	Upgrade Cost
	-
	1 Token of Faith




	Deep Freeze

	Tier
	I
	II

	Energy Cost
	2
	2

	

Description
	Freezes an enemy, preventing them from moving and attacking. Last for 5 seconds.
	Freezes a target, preventing them from moving and attacking. Frozen enemies also receives 50% more damage. Last for 5 seconds.

	Target Type
	Tile Target
	Tile Target

	Upgrade Cost
	-
	1 Token of Faith



[bookmark: _30k9o9eqba28]

[bookmark: _8l2gvy75svfo]Manipulation
These cards can forcefully change a target’s position, causing them to either slam into each other or into various effects that you may have set up for them. They can also temporarily alter a target’s mind to fight for you.

	Impulse

	Tier
	I
	II

	Energy Cost
	3
	3

	

Description
	Creates a force that knocks enemies away by 2 tiles. The direction is based on where this spell is placed. Enemies who collide into the edge of the map, on obstacles, or on another enemy will receive 10 damage.
	Creates a force that knocks enemies away by 2 tiles. The direction is based on where this spell is placed. Enemies who collide into the edge of the map, on obstacles, or on another enemy will receive 10 damage. Enemies’ movement speed slowed by 50%.

	Target Type
	Tile Target
	Tile Target

	Upgrade Cost
	-
	1 Token of Faith
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	Rift

	Tier
	I
	II

	Energy Cost
	3
	3

	

Description
	Teleports a target to a random tile on the map.
	Teleports a target to a tile of your choice.

	Target Type
	Single Target
	Single Target & Tile Target

	Upgrade Cost
	-
	1 Token of Faith



	Hypnosis

	Tier
	I
	II

	Energy Cost
	3
	3

	

Description
	Turns an enemy against his allies. Last for 5 seconds.
	Turns an enemy against his allies. Last for 5 seconds.
Increases the enemy’s damage by 50% for the duration. 

	Target Type
	Single Target
	Single Target

	Upgrade Cost
	-
	1 Token of Faith


















	Focus

	Tier
	I
	II

	Energy Cost
	3
	3

	

Description
	Chooses a target to be focused. Focused target would be prioritized first by attacking units.
Last for 5 seconds.
	Chooses a target to be focused. Focused target would be prioritized first by attacking units.
Last for 8 seconds. Target takes 50% less damage if it’s an ally and 50% more damage if it’s an enemy.

	Target Type
	Single Target
	Single Target

	Upgrade Cost
	-
	1 Token of Faith



[bookmark: _c52cpbk943vl]
[bookmark: _ii5xxsopppye]
[bookmark: _lxn65w82twz7]
[bookmark: _5kmqppd6of98]
[bookmark: _bz9f0h4rv58e]
[bookmark: _84y1rqupkepm]

[bookmark: _x8qfduajurhg]GRID
[bookmark: _h6yxw0b5ralw]Grid Layout
There are three types of battlefield sizes, they are small, medium and large.

Small: 5x15 grid size

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	


 
Medium: 15x15 grid size

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	






Large: 15x15 grid size

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	










[bookmark: _14ikb73vl1h0]
[bookmark: _xp6vccll3ah7]CHARACTERS

	
	Elena the Priestess (Main)

	Attributes

	Courage
	5

	Stamina 
	3

	Faith
	6

	Stats

	Health
	50

	Damage Range
	1 - 10

	Attack Range
	At least 3 Tiles Away

	Seconds/Atk
	4

	Tiles/Second
	2

















	
	Raisa the Warrior (Starter)

	Attributes

	Courage
	7

	Stamina 
	5

	Faith
	3

	Stats

	Health
	70

	Damage Range
	2 - 15

	Attack Range
	1

	Seconds/Atk
	4

	Tiles/Second
	2






	
	Dragos the Ranger (Starter)

	Attributes

	Courage
	5

	Stamina 
	2

	Faith
	5

	Stats

	Health
	50

	Damage Range
	1 - 10

	Attack Range
	Flower Pattern

	Seconds/Atk
	4

	Tiles/Second
	2



	
	Vasile the Cavalry (Starter)

	Attributes

	Courage
	6

	Stamina 
	5

	Faith
	3

	Stats

	Health
	60

	Damage Range
	2 - 15

	Attack Range
	1

	Seconds/Atk
	4

	Tiles/Second
	2






	
	Vladimir the Warrior (Side)

	Attributes

	Courage
	8

	Stamina 
	10

	Faith
	5

	Stats

	Health
	80

	Damage Range
	2 - 15

	Attack Range
	1

	Seconds/Atk
	3

	Tiles/Second
	2



	
	Casimir the Cavalry (Side)

	Attributes

	Courage
	7

	Stamina 
	10

	Faith
	4

	Stats

	Health
	70

	Damage Range
	2 - 15

	Attack Range
	1

	Seconds/Atk
	3

	Tiles/Second
	2






	
	Creanga the Ranger (Side)

	Attributes

	Courage
	6

	Stamina 
	12

	Faith
	6

	Stats

	Health
	60

	Damage Range
	2 - 15

	Attack Range
	Flower Pattern

	Seconds/Atk
	2

	Tiles/Second
	3



	




[bookmark: _h8vyg1cygd1b]

[bookmark: _mcc08mggvd2o]LEVELS
Each “Stage” represents a single node in the overworld. Each “Stage” will have a varied number of waves in which enemies will spawn in. Waves can either spawn when the previous wave is fully defeated or spawn after a timer is up.

	Stage
	Waves
	Enemies
	Token of Faith
For Initial Clear
	Additional Characters Unlock

	1
	1
	Wave 1: 2 Warrior, 2 Ranger
	1
	None

	2
	2
	Wave 1: 2 Warrior, 2 Ranger
Wave 2: 2 Warrior, 2 Ranger, 1 Calvary Mini Boss
	1
	None

	3
	3
	Wave 1: 2 Warrior, 2 Ranger
Wave 2: 3 Warrior, 2 Ranger
 Wave 3: 3 Warrior, 2 Ranger, 2 Calvary, Final Boss
	1
	None

	Side Stage 1
	2
	Wave 1: 2 Warrior, 1 Ranger
Wave 2: 1 Warrior, 1 Ranger, 1 Calvary 
	1
	Vladimir the Warrior (Side)

	Side Stage 2
	2
	Wave 1: 3 Warrior, 2 Ranger
Wave 2: 2 Warrior, 2 Ranger, 2 Calvary 
	1
	Creanga the Ranger 

	Side Stage 3
	3
	Wave 1: 2 Warrior, 2 Ranger,1 Calvary
Wave 2: 2 Warrior, 2 Ranger, 2 Calvary 
 Wave 3: 3 Warrior, 3 Ranger, 3 Calvary

	0
	Casimir the Cavalry (Side)



Natural Obstacles: Natural obstacles can be present in battlefields. They should appear differently from the obstacles created via the “Create Obstacle” spell card.

General Rule: As a general rule, maps should be created in one of those three sizes. Grids can be removed to create unique designs from these template sizes but grids should not be added.

[bookmark: _n819wrvvs49v]Class Based Cards
We will have two main characters in our game, the ranger and the warrior. They will provide class cards that will be removed from the deck and hand if they were to die in battle. 
[bookmark: _t8ti52t02an9]Warrior
	Strike

	Energy Cost
	2

	

Description
	Attacks an enemy unit with a large swing.
Enemy takes 20 damage and is stunned for 3 seconds.

	Target Type
	Single Target


[bookmark: _s8kafwu7661]
	Taunt 

	Energy Cost
	2

	

Description
	Forces an enemy unit to target you instead for 10 seconds. You take 50% less damage from all sources during the taunt duration.

	Target Type
	Single Target


[bookmark: _1ieqsvo8cxps]
	Rally

	Energy Cost
	3

	

Description
	Increase attack speed and attack of all units for 5 seconds.

	Target Type
	AOE






	Ultimate: Whirlwind

	Energy Cost
	0

	

Description
	Spins rapidly for 8 seconds, damaging all nearby enemies for 10 damage per second.

	Target Type
	Single Target



	AOE

	AOE

	AOE


	AOE

	Warrior
	AOE


	AOE

	AOE

	AOE




[bookmark: _ykxm8236e5l]
Ranger
	Snipe

	Energy Cost
	3

	

Description
	Fires a deadly shot at an enemy target,
Dealing 80 damage.

	Target Type
	Single Target


[bookmark: _h8p1u8reldsa]
	Mark

	Energy Cost
	2

	

Description
	Chooses a target to be focused. Focused target would be prioritized first by attacking units.
Last for 5 seconds.

	Target Type
	Single Target


[bookmark: _g5c9bm9u76yw]
	Entrap

	Energy Cost
	2

	

Description
	Fills tiles(3x3) with traps,  causing enemy movement and attack speed to be slowed by 80%. Last for 8 seconds.

	Target Type
	Single Target


[bookmark: _3dneyoe72arx]


	Ultimate: Piercing Shot

	Energy Cost
	0

	

Description
	Attacks all unit in a single row.

	Target Type
	Tile Target


[bookmark: _eev3u79xz6rr]God Cards
	Stone Wall

	Energy Cost
	2

	

Description
	NEW: Summons a stone wall preventing units from passing through
(3x3 block)

	Target Type
	Tile Target




	Rift

	Energy Cost
	3

	

Description
	Teleports a target to a tile of your choice.

	Target Type
	Single Target & Tile Target





	Deep Freeze

	Energy Cost
	2

	

Description
	Freezes an enemy, preventing them from moving and attacking. Last for 5 seconds.

	Target Type
	Tile Target




	Fireball/Flame Grounds

	Energy Cost
	4

	

Description
	Fires off a fireball dealing 30 damage and Engulfs tiles(3x3) with Flames that deals 7 damage per second to enemies on the tile. Last for 8 seconds.

	Target Type
	Tile Target


[bookmark: _5roihou7h0hu]


[bookmark: _rn1nt8dvz8ie]

[bookmark: _clk4j1o32bh1]IMPROVEMENTS
Have a sleeve appear beside the card when mouse over to say what it does.

Have the card flip over on mouse over to say what it does.

Reduce HUD. Maybe have a circle HUD, around the class icon.

Have a more obvious time difference between attack animation start and damage dealt.

Have the grid blink to show who is attacking who.

Discard and reshuffle function.

Research card games for card tactics.

Commands. Either in cards or on the units.

Parry, stun card.

Feedback when energy regen and is used.

Start battle with enough energy for one card, frustrating to have to wait for energy.

Environmental modifiers, like Sudden Death, for every round.
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