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I ~ Introduction :
Introduction
This system is a 2D pixel-style roguelike action game. Players

can experience it on PC using keyboard/mouse or a gamepad: explore
randomly generated levels, fight, and collect weapons while
challenging various enemies and bosses. The game adopts a “death-
returns-to-base” loop, allowing players to reorganize gear at the
base and set out again. The system provides a dialogue and pause
menu interface, integrated audio and visual effects, dual weapon
slot switching, and a chest-based weapon selection mechanic, and it
preserves data across scenes (e.g., player state).
Features

® [High replayability: Levels and drops are randomly configured, making
every run a new experience, with the core roguelike loop (explore
— fight — fall — return to base — try again).

® (ombat feel—driven: Includes multi-hit timing and sound effects;
instant switching between two weapon slots; chests present a pick-
one, risk-reward choice.

® FEnemy & boss Al: Features chasing, distance-based decision making,
flash/teleport repositioning, and an ultimate attack triggered after
a set number of normal attacks—delivering a sharp, dynamic combat

pace.




