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And Here Is The REAL WRITEUP 
RealityBend: CrossRoads v 0.6.0.2 
 
 The rework of this project from version 0.5.0 to version 0.6.0 involved several steps: 

 Visual tweaks 
 Change gameplay mechanics 
 Rebalancing combat system 
 Implementing new commands in combat 
 Including Win Condition 
 Recompile for all Windows users 
 Bug Fixes 

 

¶ Visual Tweaks 
I improved the visual presentation of the game slightly for a more appreciable aesthetic appeal. 

 

¶ Gameplay Mechanics 
Originally this game revolved around the idea of random events occurring with specific formulas in the background. 

After extended beta testing I realized this random event system merely frustrated the player and gave her a sense of 
hopelessness in attempting to complete the game. 

I revised my original design and determined that the best way to still keep true to that idea of random events ruling the 
battlefield yet still allow players a sense of ownership over their experience would be to allow players to determine when the 
random events happen. 

I calculated an ñRBD chargeò generator that would build up a value for the player based on how much damage the 
player has taken among other factors, allowing them to call upon the powers of random reality when their charge is high 
enough. The weight of the value then affects the outcome of the ability, whether it be a healing ability or damaging ability. 
Sometimes random events will occur that have absolutely no bearing on combat whatsoever, in which case the charge is 
discarded. This, I feel, stays true to the spirit of the game while not frustrating the player. 

 

¶ Rebalancing the combat system 
Using balance tables, I re-balanced the combat system based on universal modifiers that scale appropriately to each 

characterôs level. I also decreased the extreme modifiers that would lead to crippling critical hits during battle that would take 
the player out in one blow. 

 

¶ Implementing new commands in combat 
The Run command is now functional, as well as the new command ñReleaseò, allowing players to release their stored 

energy or ñRBD chargeò, as noted earlier. 
 

 



  

¶ Including Win Condition 
The demo can now end, as well as provide you with a Game Over screen in case you perish. How to get to the ending, 

however, I will leave a mystery. 
 

¶ Recompiling 
Previously, the game could not be played by anyone without the proper Visual Studio VC++ files installed. I finally 

figured out how to build an installer in Visual Studio which will include all the proper dll files and allow the game to be 
installed and run on any Windows computer. 

 

¶ Bug fixes 
Countless bugs were fixed in the engine, including one which would cause you to heal every time you exited battle. If 

any more bugs are encountered, please report them to andres@ortizgames.com and they will be fixed in the next version. 
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