Name: Final Legacy

Type: Fantasy RPG

Cool gimmick: Quantum turn-based combat!

Context: It plays like a normal RPG (a story set in a world on the brink of an apocalypse and two factions fighting to control the timeline), except you argue with your enemies over which sequence of moves actually occur. Therefore, game flow is similar to a standard RPG, but there are additional rules dictating what moves occur and when. You and the opposition take turns presenting moves that could occur and one side eventually forces a decision. There is a balancing act of presenting moves and forcing a favorable decision because both actions draw on the same resource, space-time points (STP).

Gameplay: For example, two characters named Charles and Xin are battling their first boss, a mage and his slime familiar, and the mage is glowing from built-up energy for his super move.

A) Player opts to present 2 possible turns (turn1a…Charles: Triple Attack on Mage, Xin: Ultra Counter Stance) + (turn1b…Charles: Guard, Xin: Attack on Slime), some of his STPs are consumed.

B) CPU simultaneously presents 2 possible turns (turn2a…Mage: Super Magic on Xin, Slime: Attack on Xin) + (turn2b…Mage: Super Magic on Charles, Slime: Attack on Charles), some of its STPs are consumed.

C) Player sees his STP running low and has to decide between a) creating turn 3a/3b and letting the CPU decide on the actions or b) decide on the order of actions. If the CPU gets to choose, the Player can predict that it will choose turn order 1a-2b, but the Player can sneak in an extra turn for the next set…which could be a retroactive move for making: turn1a…Charles: Guard, Xin: Attack on Slime. Retroactive moves can even force recalculation of moves already executed! If the Player wants to choose, then he plans on turn order 1a-2a, but the CPU could sneak in an extra turn for the next set. 

C1) If both Player and CPU tried to settle the turn order, 1a, which both agreed upon, will become the moves for Charles and Xin and execute immediately. The STPs that both sides spent (for turns 1 and 2) return to their STP pool. Turn 2 carries over into the next set and the stakes go up as both sides must start by suggesting turn 3 and 4 (in addition to settling turn 2 with 3 and 4).

C2) If both Player and CPU tried to make an extra move, and neither now has enough STP to settle the moves, the stakes go up as turns 1 and 2 carry into the next set with 3 and 4. Both get their STPs back to begin arguing over their next turns. And if the Player made that retroactive move, his max STP for the rest of the current battle goes down.

It turns out that the Player settled 1a-2a, and they execute for Xin doing a perfect counter off the Mage and Slime’s attacks as the CPU presents its turn 4a/4b (which becomes turn 3a/3b). The Player and CPU will now present for turns 4 and 5. 

It’s a lot less complicated than it might sound.

Question: What would a game look like if magic treated space and time seriously?

Short pitch - Dictate the space-time continuum of your foes!

Long pitch - This isn’t your wimpy time-travel game where time is just part of the plot or watered game mechanic. Argue with your enemies about what actions will occur when.  Force them wide open to your strongest attacks while setting up a perfect defense against theirs and save your timeline or destroy it.

Description on RMN - A desperate magician invented magic to manipulate the space-time continuum to save the world from a prophesied soon-to-be apocalypse. All the world's nations have marveled and agreed to change history so that the oracle dies before she can deliver the prophecy. Unfortunately, if those efforts go as planned, many, including you (a descendent), will cease to exist in the past, present, and future. World war is brewing between the martyrs willing their own cessation to save humanity and the citizens of the current timeline who think humanity can survive the apocalypse.

Argue with your enemies about what actions will occur when.  Force them wide open to your strongest attacks while setting up a perfect defense against theirs and save your timeline…or destroy it.

Features
-Quantum battle system
-2 separate campaigns
-3 endings
