
The thesis focuses on the development of a 2D turn-based game in Unity,
from the creation of a design document to the completion of its implemen-
tation. We are analyzing the important elements of the game genres of
Roguelike, deck-building and dungeon-crawler, and we have created a game
design document combining these gameplay elements into a single game. The
thesis also includes the utilization of procedural generation techniques. We
have performed a detailed analysis of the game design document, which,
along with the document itself, we use for the implementation of the game.
The result of the thesis is a game for the Windows operating system, which
is played on a square grid and the player navigates through it using their
player character. Enemies are fought using cards from a deck, which can be
enhanced with new cards earned from defeated enemies in the form of items.


