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1. Game Overview

1 Executive Summary

1 Premise

1 Game Description

1 NavigatingThis Design Document

1.1 Executive Summary

ifiTake control of tr anadrombewit Upgdo Golayerstingttis ma c hi n
dynamic fighting RPG 0

Chiaroscuro: The Organic Armarts [CTOA] is a 3D fightgegme that combines
multiplayercombat, wih the skill development, player customization, and world
exploration of a Role Playing Game [RPG].
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Figure 1.1

Flgure 1.2
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1.2 Premise

Chiaroscuro merges twdistinct genres of video gamdighting and rok-playing games
[RPGs]. The deep storyline, player development, and world exploration of an RPG is
brought together with the exing fast paced combat ofraultiplayer fighting game. In
addition, Chiaroscuro focuses on replay valyénisluding many seets unlockable
content, and a completely separate vs. mode which players can enjoy outside of the
normal game.

Chiaroscuro is focused on fun and interactive gameplay where players feel as if they are
part of a larger living world.

1.3 Game Descriptbn

I n Chiaroscuro, players pilot transfor mabl

in combat to defeat opponents. Each Armarts features two distinct fon@sffensive,

one defensivewhich players can toggle between at ame. Toggling changesié

pl ayeré6s move set and capabilities. I n
of the Armarts, pilot vs. pilot, for a total of 3 complete modes of comhaaiplayers can
master (offensive, defensive, and pilot)

Players can partner withp to 3 other friends for amdventue, or go heado-head in the
Vs. mode, slugging it out in a@layer melee Players caralsoexplore the vast world of

Seda and face off against other mechsmen or they can spend their time collecting items
for money andipgrading their Armarts to advance their skiisombat

1.4 Navigating This Design Document

Quick access to all sections of the design doc is provided by a navigation tree found at
the bottom of each section.

| Updateq Table of ContentfGame Overview Feature SetGameplayl Game Modes$
| Game Story Game World Game CharacteldJser Interfacg Game Art| Game Audi¢

| Technical Design Doc | Art Bible | Sound Bibkgppendixeq
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2. Feature Set

3 Modes of Combat
Multiplayer Fighting
Armarts Customization
Dynamic Environments
World Exploration

Vs. Mode

Seda Online

U.l Variation
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3 Modes of Combat

Players can fight in three different combat modes; Armarts Form 1 (Alpha), Armarts
form 2 (Omega), and Pilot Fight mode. During an Armagstfiplayers can toggle
between the two forms known as Alpha and Omega. Both forms feature their own
abilities and special moves. Players also have several opportunities to control and fight
as the pilots of the Armarts throughout the game. This feakga@nds the replay ability

of the game by giving the player 3 modes of combat to master.

Multiplayer Fighting

In Chiaroscuro, players can control a team of up to 3 characters while facing off against
enemiesTheycan switch between these charactersoonmand them to perform specific
actions during battle. Players can also join up with other players and cooperate in an
adventure or face off in a 6 player vs. battle.

Armarts Customization

By visiting mechstations faind in various towns and citiptayers can buy, sell, and
trade parts to construct and modify their Armarts. Becdwesedan customize their
Armarts,players are given an opportunity to create a character unique to their playing
style and skill level.

Dynamic Environments

The enwronments players fight in are dynamic and change based on the ferocity of the
fight. The terrain takes permanent damage from attacks giving players the ability to
breakthrough to completely separate sections of the stage. In addition, environments
featue weather effects and other special events that take place during fights to bring a
sense of dynamism and variety.




World Exploration

There are many locations in the game world for players to explore with their party.
During world exploration players n&ommunicate with NPCs, join battle circuits, shop
for goods, or even work jobs for money. Players are also able to navigate through the
environment with an assortment of jumps, dashes, and climb maneuvers that help
augment their exploration abilities.

Vs. Mode

Outside of the normal game, Chiaroscuro features a versus mode where up to 4 players
can join in the fun and fight it out with their pilots or Armarts in-andl, 2-on-2, 3-on-3,

or custom team match. Players begin with a choice of 5 charactdithrough playing

the main game, are able to unlock over 30 characters to play with. There are also hidden
cheats and secrets to be discovered exclusively in this gameplay mode.

Seda Online

Just as all games created in the Seda universe, playersheaoptions of creating an

online presence and connecting to a community established for the game world of Seda.
Here players have many additional options and extended game modes that become
available to them. Players can trade and barter for paagsirpbnline circuits to win

prizes and participate in many other community activities.

G.U.l. Variation

As players progress through the gatheir Graphic User Interface [G.U.l.] changes to

reflect their current state or progress in the game. Thés$é @ariations take place

based on milestones and events that the player passes. Elements that change include the
|l oad/ save screens, the front end, health Db
option of customizing their GUI by selectingi a list of premade GUI elements which
they can mix and match to their liking.

| Updateq Table of ContentfGame Overview Feature SetGameplayl Game Modes$

| Game Story Game World Game CharacteldJser Interfacg Game Art| Game Audi¢

| Technical Design Doc | Art Bible | Sound Bibkpjpendixeq
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3. Gameplay

1 Gameplay Types

3.1 Gameplay Types

1 Combat Gameplay
1 Game World Gameplay

Combat Gameplay

Thecombat gameplay pits theayer against opponents, which they must daiseig

conventional fighting game mechanics (punches, kicks, and projecfilaeye battles

are active and take placeinrai me 3 D environment s. Howeve
while in combat mode is regcted to three 2D planewhich they can move between at
anytime.This system is used so that players are able to perform simple commangls, usin

the Dpad and attack buttonehichresult inthe type ofcomplexgameplay interactions

prevalent ilmodern2D-fighting games

This gameplay type includes Armartgkts and Pilot Fights. Theombat gameplay is
found throughout the Chiaroscuro and Training game modes and is the core gameplay
component used in the Vs. Mode (see Gameplay> Game Modes). Theteaation
in this gameplay type is combat.

(SeeCombat Gameplagection for more details)

Game World Gameplay

Game world gameplay takes place in the larger game world. In this gameplay type,
players can explerenvironments, work freelance jobs, upgrade and train their characters,
and interact with NPCs from the world. This gameplay type is limited to the Chiaroscuro
game mode and focuses on interaction, exploration, and player skill development as
oppose to combat.

(SeeGame Worldsection for more details)

| Updateq Table of ContentsGame Overview Feature SetGameplayl Game Modes$
| Game Story Game World Game CharacteldJser Interfacg Game Art| Game Audi¢

| Technical Design Doc | Art Bible | Sound Bibksppendixes |
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4. Combat Gameplay

Gameplay Overview
Combat Modes
Armarts Fighting

Pilot Fighting

The Basics of Combat
Move Styles
Multiplayer Combat
Player Development
Items and Enhancers
Controls
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4.1 Combat Gameplay Overview

In Chiaroscuo, players control large transfoable mechanoids called Armasaisd must
defeat opponents using attacks, items, and a roster of supportive teammates.

Chi aroscurods combat gameplay focuses o
interaction with plenty obptions and choices for the player to expldueing battle The

core gameplay component is the multiplayer combat system featuring three separate
forms for players to fight a©mega(offensive),Alpha (defensive), andeta (pilot).

4.2 Combat Modes

Using the trangfrmation ability of the Armartplayers can alternate between testinct

forms at anytime during the battle, giving each Armarts an additional move set and style
to chooseriom during combat. In additigniayers carfight as the pilot®utsideof the

Armarts adding another layer of depth to the combat experience. The controller scheme
for all three of these combats modes rermaonsistent and only the visual representation
of the moves change, allowing for the ease of use between ¢eedifferent systems.

4.3 Armarts Fighting

1 Armarts Overview
1 Armarts Transformation

12
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Armarts Overview

When fighting as the Armarts players are capable of seamlemsfdrming between
two forms calledAlpha6éandd@Omegad Players toggle between the two forms with a
simple button combination.

Apha-The pl ayerés Al pha form is equipped wit
These moves are focused more towardsaded navigatio and defensive abilities.
Thisform is defense heavy and is capable of fewer offensive attacks.

OmegaThe playerds Omega form possesses negati

abilities. This form is offense heavy and is capable of feleéensive techniques.

Each Armart sd OmReagedaheiaowdunigue pets af atfack,rspecial, and
swper moves. Although their attackary in style and appearancee thasic controls for
using themoves do not change. As an examplesumehatwhenthe player is in the
Omega form, @-orward, Down, Forward KICK ¢ o mcaasesdér Armarts to

shoot a projectile.fithe player transforms and uses aenecommand in the Alpha

form, themove performed is a ground sweep rather than &gtitj. The sequence to
perform the moves remaitise samebut the fact that they are used in different forms
changes what the move is

Regardless of the form the players chooses to fight in, the Armarts only has one life bar
and when it is depletethe Armarts breaks down (s€@embat Gameplay> Combat
System> The Basics of Combat> Character Health and Life Bar

Armarts Transformation

Armarts transformation can be initiated at any time by the playsthéArmarts is
transforming, the player is in a peative/offensive state. If playease close to enemies
in this statehey can damage them as tlagtransforning. Transformation can be used
in this way to link combinations from one form to thaet

If the player is being attacked by the enemy while transforming, depending on how far
they are into their transformation, they can cancel out incoming attacks. As soon as
players have changed forms, they are vulnerable to attacks once againoriratishs

can take place while players are airborne, standing, running, or crouching on the ground.

(see Appendix>Gameplay>Armarts Fighting>Armarts Transformation for more details)
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4.4 Pilot Fighting

1 Pilot Aght Overview

Pilot Fight Overview

Pilot fights( al s 0 c al | eark spedatbowsdhatBakieuplace putside of the
Ar mart s. Charactersdéd move sets remain the
fights take place when either an Armdvtgtle ends in a draw or when characters

challenge each other to a pilot fight duel and leave their Armarts on the sidelines.

Pilot fights differ from Armarts battles in many ways. Firstly, pilot fights make use of
environmental props that the playenasse to their advantage such as ropes, barrels,
boxes, and more.

Locations that the pilot fights take place in are more detailed and elaborate than those
found in the Armarts battles, featuring more areas to breakthrough and explore (e.g. in
the street of towns and cities).

The basic rules of combat remain the same between the pilot and Armarts fights, yet there
is enough diversity offered in each mode to merit their separate existence.

4.5 The Basics of Combat

Attack Commands

Player Navigation

Special Moves

Super Moves

Standard Abilities

Attack Combinations

Use Points

Character Health and Life Bar
Game Overnd Continuing
Fight Commentary

Time

A A2 -_48-_5_9_9_9_°2_2°_-2_-2

Attack Commands

Every character in Chiaroscuro has a base set of punch and kick commands which are the
lowest common denominators between them. Attack commands are one or two button
attacks that fall into the four basic categories of weak, strong, medndrgouble

medium. A list and description of these basic commands follows.

14




Weak Attacks

Weak attacks are the quickest and least damaging attack commands in the game. Weak
attacks are good for distracting opponents, or simply backing them off. &hemgcter
has a weak punch and weak kick command at their disposal.

Strong Attacks

Strong attacks are the slowest and most damaging attack commands. Being powerful,
they are an excellent offensive command and they also have the ability to knock enemies
back much further than other attack commands. However, strong attacks require the
longest recovery time after use.

Medium Attacks

Medium attacks are the moderate balance between the speed and strengths of the weak
and strong attacks. Medium attacks gwed for connecting and continuing

combinations. They are also useful as a basic offensive command which does some
damage at an average speed and does not have the extreme weaknesses of the other
command types.

Double Medium Attacks

Double Medium dtcks are an alternative to the medium attack. Double medium attacks
are two consecutive weak blows that offer a quick strike affect, yet equal the damage of a
medium attack. These are useful for starting combinations, but their offensive qualities
lack and they can be trumped by all other attack commands and moves in the game.
When hit with a double medium attack, an
slightly upon impact. An opponent can walk and attack straight through a double medium
attack.

(For more information see Appendix>Gameplay>Combat Basics>Attack Commands)

Player Navigation

In Chiaroscura@ombat modegplayers fight in a scrolling 2D styled environment and can
travel in 8 directions across the X and Y axis.

Forward

This movement tees the player forwards horizontally from the direction they are facing.
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Backward
This movement takes the player backwards horizontally from the direction they are
facing, however, they still continue to face forwards. This movement also seconds as a

block command. Whenever players are walking backwards and are attacked, they
automatically go into a blocking stance.

Up
Up is a jumping maneuver that takes the player vertically straight up.
Down

Down is a ducking maneuver where the player croudbes.

Up-Forwards

The upforwards movement travels in a forwards diagonal arc in the direction the player
is facing

Down-Forwards

If players press the dowhorwards direction, they walk forward. This command does not
have navigation movement as own.

Up-Backwards

The upbackwards movement travels in a backwards diagonal arc in the opposite
direction the player is facing.

Down-Backwards

Downbackwards does not move the player 1in
where plagrs assume a crouched defensive stance. While holding down backwards, there
is a thin layer of energy that is used to protect the player from both sides.

Turn
Turn is a movement command where players can switch from facing one direction to
facing the pposite instantly. Players can use this move while crouching, standing, or in

the air.

There is also one additional form for navigation that players can useddiané
Jumping@ Using plane jumping, players are able to move into the foreground and

1€
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background while fighting with or against multiple players (&ssmeplay > Multiplayer
Combat > Plane Jumgirior more details).

(For more information on player navigation see Appendix>Gameplay>QGomba
Basics>Player Navigation)

Special Moves

Using navigation commands in tandem with attack commands, players are able to
perform special moves that are more advanced than their basic attacks and movements.
Special moves are unique to each player andniall3 basic categorieQffensive,

Defensive andKinetic.

Offensive

Offensive special moves are advanced attacks that can be used against opponents (e.g.
Projectile Attack, Spinning Dive Bomb).

Defensive

Defensive special moves are used for advdmoeintering, blocking, and avoiding of
incoming attacks or other special moves (e.g. Reflect, Side Step).

Kinetic

Kinetic special moves are sophisticated navigation moves that characters may have (e.g.
Teleportation, Back flip).

(For a list of every chracter and their special moves see Appendix > Characters > Move
List.)

Super Moves

Players can perform super moves with both tAgha and Omegarmartsforms as
well asduringpilot fights.

Armarts Cell Potential

As players fight and receive dangam their Armarts, their Cell Potential Gauge

i ncreases. The Cel |l Potenti al Gauge is
indicating their ability to perform a Super Move; the most powerful attack a sole Armarts
can perform.

17
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The Cell Potential @uge hag levels Based on the level of their Cell Potential, the

player can perform a super move specific to their Armarts. When players perform a
super move, their Cell Potential is drained according to the power of the move they used.
Players cannaise a super move if they do not have the appropriate potential to exchange
for its use.

When the Cell Potential Gauge is empty, the player can no longer use super moves and
must regain their potenti al Aheremra ki ng dama
additional ways to gain cell potential during battle that are less effective. Every time
players perform a taunt, basic attack, or special move commands they gain a very small
amount of potential that is added to their gau@ell Potential can also be-gained

through the use of items, getting repaired at mech stations, or through purchasing and
equipping AuteCP upgrades (sgeombat Gameplay > Player Developnjent

Character Creative Potential

When fightirg as a pilot, the players have a Creative Potential Gauge which works in a
similar fashion as the Armarts Cell Potential Gauge (B@abat Gameplay> The Basics

of Combat>Super Moves> Armarts Cell PotentigAs players fjht and receive damage,
their Creative Potential Gauge increases. By using the energy from this Creative
Potential Gauge, pilot characters are able to perform their most advanced and powerful
moves.

The Creative Potential Gauge only Bakevelsof erergy that it can store before it

reaches its max. Based on the level of their Creative Potential, the player can perform a
super move specific to their pilot character. When players perform a super move, their
Creative Potential is drained accordingtie power of the move they used.

Players cannot use a super move if they do not have the appropriate potential to exchange
for its use. When the Creative Potential Gauge is empty, the player can no longer use

super moves and must regain their potefiitigl t aki ng damage from op
through countering and reversing an opponents mavese are additional ways for the

player to gain creative potential during battle; however these methods are less effective.
Every time players perform a taubgsic attack, or special move commands they gain a

very small amount of potential that is added to their ga@yeative Potential can also be
re-gained through the use of items, resting at hotels and inns, or through the use of magic.

Super Move Categies

Super moves for both Armarts and pilot characters fall into 3 distinct categories:
Offensive, Defensive andKinetic.

1 OffensiveOffensive super moves are powerful attacks that can be used against
opponents.

18
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1 DefensiveDefensive super moves are ctemor reflective attacks that can be
used against special moves or other super moves.

1 Kinetic-Kinetic super moves are navigation moves that can damage opponents
they come into contact with. Kinetic moves can also weaken offensive super
moves when useagainst them. Kinetic moves have weaker offensive and
defensive qualities than both of the other super move categories, yet share
characteristics of both.

Standard Abilities

Every character in Chiaroscuro has a set of standard abilities, which thegréam.
These moves do not fall into the special move or super move categories and are the same
for all characters in the game. A list and description of these moves follows:

Dash/Run
Players can dash or run back and forth on the screen. Chacacterso dash while in

mid-air. Depending on the character, air dashing can vary between a normal air dash and
a diagonal air dash.

High Jump

Characters can launch themselves into the air, traveling twice the distance of a normal
jump. A high jump came directed straight up or in the forwards or backwards direction.

Double Jump
While in mid-air, players can perform an additional jump, giving them an extra boost

upwards. This second jump players can perform vertically travels approximatelyehalf th
distance of a normal jump.

Wall Jumping

When players collide with the edge of the screen or large obstacle, they are able to push
off of it and jump in the opposite direction, gaining a slight increase in velocity. This is
known as wall jumping.

Remvery Move

When players are grabbed or thrown, they have a limited amount of time to recover.
When players successfully perform a recovery attack, they only take 20% of the damage
they would have taken had they not recovered from the move. Recovery nsavep a
smal | amount of energy from the player 6s
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Reverse Grapple

While being grabbed or thrown, players have the opportunity to quickly reverse the grab
or throw. By reversing a grab, players automaticallygoer their own grab/throw

maneuver . Reverse moves use up a small amou
Potential/Creative Potential Gauge.

Offensive Cancel

Pl ayers can nullify other playeroés speci al (o
can only peform a move cancel if they are blocking a special or super move. Cancel

moves use up a small amount of energy from p
Gauge.

Taunts

Every character has their own set of taunts that they can perform duringhtheMigst

taunts do not do damage and are unique to every character. Taunts can be used an
unlimited amount of times during a fight, but leave the character open to attacks for a
short period oftim@a nd ¢ o n &¥sePa@nt®l O( sbee GameplAsy > Use Ploi
adds to creative/cell meter.

Armarts Transformation

When playing as the Armarts, all characters have the ability to transform between their
Alpha and Omega forms. (For more information Gaeneplay> Armes Fighting>
Armarts Transformation

ltems

Al | characters can use items in battl e. Us i
6Use Bar 6. ( For Gamepla> TihewBasics oh @admbab>riJsesP9is

Attack Combinations

By using various attack commands, special moves, super moves, and standard abilities
consecutively, players can create combination attacks. Combination attacks are a
seamless string of offensive attacks that, when combined, do nmoegydaollectively

than they would as successive individual hits. Default attack combinations are pre
defined for each character. However the combat system is designed in a way so that
players with higher skill levels or modifiers from upgrades are abtedate their own
unique attack combinations.

When a player performs their fimmove in a sequence of attatcke move has a damage
valuewhich stands on its own. However, if players continue the attack sequence, each
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successive hit that is linked tie first, gains an increase in attack damage. This damage
increase is determined by a fatefined percentage that is specific to each move style (see
Appendix> Gameplay> The Basics of Combat> Attack Combination> Move Style
Damage List). Since attack comations are simply a sequence of all other attack types,
they can be broken by an opponent that uses the appropriate move style to counter or
break them (se€ombat Gameplay> Move Stydes

(For more details see Appeir > Gameplay> The Basics of Combat> Attack
Combinations)

Use Points

In battle, players can use items, powes, and other actions to enhance or give
themselves a temporary edge in the fight. The ability to perform these actions is
governed by the plae rUsesPointsandUse Bar.

Underneath the playeroés Cell Potential/l Cr e
HUD el ement that acts as the pl ajyuses use
points [UP]. Every time the player uses amitgpowerup, orspecialaction the use bar
decreases. The amount of points subtracted from the use bar depends on the item, power
up, orspecialaction used and how that item, povugr, orspecialaction is used (see
Gameplay> Multiplayer Combat and Gameplay> ltems and Ro\psyx.

If the use bar is empty, or an item, povwsgx, or action requires more use points than the

player has available in their use bar, they are not able to perform the use action. Use

points only apply to fights and automatically recharge at the rei&ogher 2 seconds.

At the beginning of every fight, the pl aye

Character Health and Life Bar

As characters fight, they receive damage fromthe opponent sé6 attacks.
decreases energy from the playeroés | i fe ba
determined by the strength of their defense versus the strength of the attack used against
t hem. Once a plsemnmyrtideylosk or re kndicleed outottlre dattle.

A full life bar represent400 Health Points [HP] while an empty life bar represeifts

HP.

Armarts Health

By default when players are controlling the Armarts, they only have one life bar that is
shared between the Alpha and Omega forms. However, by purchasing upgrades,
characters can obtain multiple life bars stacked one on top of another. The maximum
amount of life bars the Armarts can upgrade tb0ig1000 HP).
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When Armarts gain an additionée bar, a small glowing orb icon appears below their

life bar on the Headdlp Display (HUD). Once an added life bar becomes empty, the
glowing orb icon that represents it disappears from the HUD, but all life bars stacked
underneath it, and theirresg t i ve 1 cons, remain. I f all
depleted, their life bar HUD explodes and the graphic element that represents the life bar
is left smoking on the screen. Armadan regain health by using items, getting repaired

at mech statins, or through equipping autealth upgrades.

Pilot Health
When fighting as the pilots, regardless of the upgrades that they have purchased for their

Armarts, all characters only have one life bar that repred@6t$iP. Characters cannot
gain additioml life bars, yet as their defensive attributes increase, they take less damage

from attacks. When a pilotcharact s 6 | i f e bathelfelrarHUDI|I | vy depl e

elements for that character fade away. Pilot characters are able to regain health through
the use of items, staying at inns and hotels, or using magic.

Game Over and Continuing

There are twalifferent ways for players to lose and continue in their game; through
competition or through death.

Competition

At the very beginning of the game (thg their tournament campaign) players are

defeated in fights, they simply return to the game world and must repair their Armarts to
continue on. Players are not forced back to a save point and can travel and move around
the game world as soon as thege the fight.

Death

In the secondhalf of the game, players céekilled by the enemies they are facing

Thus their game must be continued from their last save locatioGéaeplay> Game
Saving/Loaling) . Pl ayers are given the option t
continue screen that appears after their defeat.

There is a clear distinction made before the match that indicates when a battle is for
competition and when it is to the death. STtsi represented by on screen text and/or
commentary that takes place directly before the battleGaegeplay > Fight

Commentary. In both cases, players have unlimited opportunity to continue their game
if they aredefeated.

22

0]

t

) f



Fight Commentary

Fight commentary takes place throughout th
role of dynamically communicating all environ issues taking place in the fight. From the

very beginning, the player is informed by the coemtator of the type of fight they are in

(a competition battle or a battle to the d
oYour reputationés at stake here! o).

While the fight is taking place, the commentator lets the player know hovthegliare

doing by giving positive or negative comments about them. Lastly, the commentator
occasionally exposes opportunities, clues, and hints to the player that may help them in

their fight. For instance, if the opponent is blocking constantly, theramtator might

say something |ike fABlock freaks are | ame!
subtly gives an indication that using throwing maneuvers may work well on the opponent

the player is facing.

Commentary takes the form of both text audlio. Text is used supportively to

emphasize the type of fight taking place and also how well the player is doing (i.e. after a

long combination or powerful attack that the player has performed, they get an
AAwesome! 0 text mes s aupen the screang rAtde prythetotheat s h

hand is more varied and takes place throughout the course of the battle. There are many
different audio commentaries that are used based on the situations present in the fight.

Audio commentary is not used in bla to the death, yet it is always used in competition
battles because these fights have commentary persons presssnGame Story > World
Facts> Armarts Tournamentsrfan explanation about commentajork Vs. Mode

battles seeGame Modes Vs. Modg audio and text commentary are available, yet the
range of commentary spoken is more objective and applies equally to all characters.
Both text and audio commentary can be turned off by the player via the Game Options
Menu(see G.U.l.> Game Menus> Game Options Menu).

(For more information see Gameplagpendix> The Basics of Combat> Fight
Commentary)

(For a list of commentary text and audio scripts and dialogue see Game Audio> Fight
Commentary)

Time

Time in Chiaroscurds a counter displaying how much time is remaining before the fight
is over. Once the time for a match runs out, the fight is declared over and the winner is
determined based on who has the most total energy remaining. Time is only used for

23

oW



Armartsand plot competitionfights. Further into the game, the time determinant is no
longer included in fights.

In the last 10 seconds of the fight, the music speeds up and the announcer begins
commentating | oudly. Each <chaawdlclitaer 6s spe
character is able to end a match in this last 10 seconds, a special effect takes place where
the camera zooms in on the last hit with a radial blur special effect and then a loud bang

is heard (resembling a sonic boom) as the announcenssreai VI CTORY! ! 0, or
Out! ! o T hi sDymamie Zeto0 iash dc ahlellepds t o make t he |
fight exciting and dramatic.

4.6 Move Styles

There are 7 different move styles in Chiaroscuro that govern the interactions between the

payer s6 attacks and counter attacks. For e
countermove, there is another move that ¢ca
of the rock, paper, and scissors model exists to create more interesting dyndigids.in

The higher the playeros skildl l evel , the n
in battle.

Style Colors

Each move style has a specific color glow assigned to it which is shown when the move
is used. These style colors categorizenttowe styles and give a visual indication of the
type of move being performed so that players can counter, defend, or trump it with
another style.

(For more information see Appendix>Gameplay>Move Style>Style Color Details)

The 7 Style Categories

The 7style categories each represent a collection of moves that fit within the set

parameters of that specific style. Each category has strengths, weaknesses, rules, and
characteristics that govern all of the moves from that style. Any one move from the
Obbusetyl e operates with the same checks an
Oblued styl e. Though they visually differ

Interactions that fall into style categories include special moves, super movdaygtan
abilities, combination attacks, and Armarts transformations. A list of the 7 move style
categories and an overview of their strengths, weaknesses, rules, and characteristics
follows.

(For more information see Appendix>Gameplay>Move Styles >Stgtedories)
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Style:Purple

Move Type:Standing Attacks and Thrust Attacks

Styles It TrumpsAqua, Green, Red

Styles It Is Trumped ByXYellow, Blue, Orange

CharacteristicsThese moves are usually performed in some abstract or creative manner
and varyfrom average to slow speed. These moves have some of the wildest names e.g.
fi52 Cent Master Piece,Hefave nds Deranged Astroturf

Style:Blue
Move Type:Low Attacks and Sliding Attacks

Styles It TrumpsRed, Purple, Yellow

Styles It Is Trumped ByAqua, Orange, Green

CharacteristicsBlue style moves tend to have patriotic or personality expressive themes.
When players use moves in the blue style, they will some how be communicating their
national alliance, or personal beliefs. This may eveddme through the voice acting, or
the name of the move itself. Blue moves vary from average to fast speed.

Style: Aqua
Move Type:High Attacks, and Air Based Moves

Styles It TrumpsBlue, Green, Orange

Styles It Is Trumped ByPurple, Red, Yellow

CharacteristicsMoves are usually sky related and are named after some atmospheric
e | e me n Clgud &trikg , Thuifider Gasb . Aqua moves are the
all the move styles.

Style:Red
Move Type:Diagonal Attacks, X attacks, and 45gdee attacks

Styles It TrumpsGreen, Yellow, Aqua
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Styles It Is Trumped ByPurple, Orange, Blue

Characteristicsked attacks are usually fierce and do the most damage of all style types.
The character shows their most anger and give their loudestywahen they perform

these attacks. The red style moves are the slowest move types and their names usually
communi cat e anger Short Fusqlndijoatiodbe adl y e. g. A

Style:Orange

Move TypesPounce Attacks and Wide Arc Attacks

Styles It Tumps:Blue, Red, Purple

Styles It Is Trumped ByGreen, Yellow, Aqua

CharacteristicsThese attacks are usually common and neutral in style. They have a

broad appeal and do not necessarily communicate anything. Their move speeds are
average andthemove names are strai gh®sidefDed war d an
fiTurtle Flipo .

Style:Green
Move TypesCircle, SemiCircle, and Small Arc Attacks

Styles It TrumpsOrange, Yellow, Blue

Styles It Is Trumped ByRed, Aqua, Purple

CharacteristicSGreen attacks are vibrant and flashy, usually surrounded by unique

glows, particles, and shines. Characters tend to yell exciting and humorous phrases when
performing these moves. Their overall tone and feeling is uplifting and empowering and
their speeds fast. Green move style names are very life, hope, or positive oriented e.g.
fiPerfect Circl® ,Woir | d Pi ece (yes thhmatés the intend

Style:Yellow
Move Types¥Vertical Attacks and Spiral Attacks

Styles It TrumpsPurple, Aqua, Orare

Styles It Is Trumped ByRed, Blue, Green

26

a

e d




CharacteristicsYellow attacks are either energetic and dynamic being very short and
sweet, or oddly performed and unexpected/ unconventional. Depending on which, the
names of the moves can vary. Dynamidldt@ moves have exciting names e.qg.

fiFractured Natiow ,Naft ur e 60s whablrei codd yel |l ow moves
names Lab Acgess ,KloiinMed. At tack speeds for yell

4.7 Multiplayer Combat

Overview

Multiplayer vs. SinglePlayer

Plane Jumping and Player Navigation
Character Switching

Initiatives

Team Sets

Multiplayer Super Moves

Multiplayer Character Health drLife Bar
Multiplayer Death

Attack and Defense Impact Priorities

A —a-_a-5_9_9_9_°_-2_-2-

Overview

Chiaroscuro allows players to control a team of up to 3 characters and fagaioft
opponent teams in combat. This is accomplished through the use of several multiplayer
specific combat systems. These systems expand the basic navigation and attacking
components of a oren-one fight, as well as introduce methods for controlimgtiple
characters on a team.

Multiplayer vs. Single Player

Multiplayer combat takes place whenever there are more than 2 characters on a single
team. These characters can be controlled by A.l. or players. The core difference between
multiplayer andsingle player combat, in terms of gameplay, revolves around the ability

for characters to plane jump (see Gameplay> Multiplayer Combat> Plane Jumping and
Player Navigation). Through the use of this plane jumping system, different characters
are able to fiht on different planes to avoid or pursue any battles taking place on the
stage.

The ability for players to switch between characters, or command other A.l. controlled
character s, I's also a core el ementlytoef Ch
pooling of resources (e.g. the playerds
adds a strategic gameplay element unique to multiplayer battles.
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Plane Jumping and Player Navigation

Overview

In a normal fight, players are able to mdw@izontally and vertically on the screen.
However, with the plane jumping system, Chiaroscuro also providessanovement

through three planes of depth that players can jump back and forth between. This allows
for multiple players to face off at thame time on different planes, while also

simplifying the controls of the fighting and movement on each plane to 2 dimensions,
similar to conventional 2D fighting games.

Performing Plane Jumps

To plane jump players must simply hold down the plane jummtand and choose
whether they would like tommove up a plane or down a plamging the directional pad. If
players are at the bottommost plamepressig downthey move to the topmost plane.
Conversely, if players are at the topmost plane, they can tadfie bottommost plane

by pressing up. In the middle plane, players can travel to the top or bottom planes by
pressing up or down respectively.

Plane Jumping Timing and Maneuvers

Plane jumping transpires quickly, only taking betw8e30.5 secondso perform. The

plane jumping system is designed in this way so that the flow of the fight is not broken
and players can swiftly navigate between the planes. Every character also has their own
distinct plangumping maneuver (i.e. some characters divartother plane, while other
characters may flip, roll, or jump). The speed at which the plane jump is performed
varies based on the maneuver the character uses and their distance from the plane they
are jumping to (i.e. jumping to a farther plane takieghty longer to get to).

(see Gameplay Appendix> Multiplayer Combat> Plane Jumping for a list of all the plane
jumping maneuvers and their respective details).

Plane Jumping Camera Details

Due to the threplanes of depth, the standard action canfsee GUI> Camera System)
changes to a multiplayer camera, which tilts downwards and rises up to a % birds eye
view of the playing field so that all planes are clearly distinguishable. The camera
system smathly transitions between these twariants lased on the number of planes
that are currently being used.

For instance, if all characters are fighting on a single pkaea,the camera toggles to the
standard actionamera. On the other hand, if two or thpégnes are being used, then the
camerdilts up to the multiplayer camera. Even when fighting on one plane, characters
from the same team do not have collision with each other and cannot do damage to their
teammates.
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Character Switching

Overview

When in fights, players assume the role sfrayle character. However, when there are
multiple characters on the team, players can switch between them taking complete
control over another character.

Switching Characters

In order to switch between characters, playesd to select the charactieey wish to

switch to by holding down the O0Character S
Controls).
By holding the Character Select button and pressing up or down on the directional pad,
players can switch between the different characters on daair.t As the player is
switching, whichever character they currently have highlighted, blinks to visually
indicate which character is being selected. Once the player releases the Character Select
button, they are able to control that character. Plagerselect the character they are
currently controlling to resume possession of that character.
Initiatives
Overview
Players are also able to indirectly control members of their team, through the use of
preset behavior initiatives. These initiativesuefhce the way their A.l. teammates
behave and operate in battle. There are a total of 6 initiatives that players can assign and
command to teammates at any time in or out of battle:
1 Aggressive (A.l. will Seek to Fight)
1 Defensive (A.l. will Seek to Deferahd Run)
1 Protective (A.l. will Seek to protect partners)
1 Associative (A.l. will Seek to join in combination attacks)
f I'ntuitive (A. 1. wildl l earn from the pl a
1 Random (A.l. will toggle between previous Initiatives)
Using trese initiatives allows the player to influence the overall actions of their partners
without needing to control them directly.
Assigning Initiatives
The player can assign initiatives to teammates during a fight or while in the game world.
During a figh, players have twways in which they can assign initiatives, through using
t h ®et ldtiative6 butt on command or by going into {

Menus> Player Menu).
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To assign initiatives through the Set Initiative button command, rdagest first
highlight a cGhamacecSelecd, cosmmmagdt feeé& Gamepl 3
whose initiative they want to set or change. Once a character is highlighted, the player
can bring up the list of initiatives by holding down the Setatiie button command and
toggling between the different initiative types using the directional pad. To set the
initiative, the player must simply let go of the Set Initiative button and whatever initiative
they have toggled to is set to the character Hasae highlighted.

To assign initiatives via the Player Menu, the player can pause the game and enter their
Player Menu; there is an option in the menu for setting initiatives (see GUI> Game
Menus> Player Menu for more details).

Notes:

1 The Set Initiatve command does not work if there are no characters selected to
use it on. Players can select the character that they are currently controlling;
however this character is not affected by the initiative until players switch to
controlling another character

1 If players highlight a character and open the Set Initiative options, even if they
stop holding the Character Select button command, the initiative options remain
open and when the player releases the Set Initiative button, the initiative is
assgned to the character that was last highlighted.

Team Sets

Overview

Through the use of team s@layers cannstantlyswitch out an entire 3 party team in
exchange fo another 3 party teanfuring combat. Players can choose the organization
and priorties of their team setnd how they are switched in and out of battles. There

are two primary ways for players to switch team sets while in a fight; by using the Switch
Team Set command, or through their Player Menu.

Performing Switch Team Set command

To use the Switch Team Set command, players need only to press the Switch Team Set
command at anytime during combat (see Gameplay> Controls). Their entire party then
runs off screen and the next 3 party member t#igs) dives, or dashes (alternates

betveen the three randomlgnto the screen to take up the fight.

To switch team sets from the player menu, players must pause the game and open their

player menu. There is an option in the player menu, which allows them to designate
which team set is tbe switched to. The team set is automatically exchanged as soon as
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the player exits the player menu and resumes the game (see GUI> Game Menus> Player
Menu).

Team Set Details

Players can aange team sets by priority, assigmaracters to those teamsaj3, min 1),

name team sets, and even prioritize the order of characters within the team set (i.e. they
can designate which character the player is to assume and in which plane the characters
are to enter the field on. Switching Team sets req@@@qJUP]( 1 00 % of t he p

O0Use Poiamtds 3Bdrew)el s of ener gy Theabiditytot he pl @

switch team sets ignited to 3 switches per normal battleand6 switches per boss
fight. Teams that are out of battle enter the battle withefugrgy in both their Life Bar
and their Use Bar.

There are also ways for players to switch out only a portion of their team. This can be
accomplished in several ways. Firstly, using an alternate Switch Team Set command,
players can choose to exchangharacters during battle based on the priority set on the
characters. These characters come from the highest priority team set the player has
outside of battle. There is a Switch Team Set command variation for characters with a
Priority of 1 (pro 1) ad characters with a priority of 2 (pro 2) (see Gameplay>Controls).

Other ways in which players can switch out a portion of their team is through cleverly
designing their team sets (i.e. players can reuse characters in several team sets and put
slight vaiations on these team sets. In this way, only a portion of the team changes
because the team set only varies by one or two characters.)

| f one of the playerés characters dies i
members outside of the liat then the fallen character can be switched out and replaced
by one of the supportive characters. The character that replaces the fallen teammate is
the character that has the highest priority within the sidelined team set (even if the team
setonyha 1 or 2 member s) . I n addition, i f
then 2 members from a team set can replace both of them.

Multiplayer Super Moves

In multiplayer fights, teammates can partner up with each other and perform devastating
supermo v e s . Char a dDtuead ddripladsuper enové aitacks utdizing

all members of the team.

Dual

Any two characters in the party can perform dual super moves. Dual super moves require
5 levels for energy from the teams CP gauge
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Triple

When all three characters from the party combine their power, they can perform a triple

super move. The use of triple super moves requires the maxaitmevels of energy

to be used from the teams CP gaugé/Nhen a triple super move is used, figat

pauses and the screen changes to reflect t
Characteristicsé (see Game Art> Art Direct

All characters can still perform their own individual super moves aside fromdhedsel
attacks.

Multiplayer Character Health and Life Bar

The life bars, for the most part, operate the same in the multiplayer mode as they do in

the single player game (see Gameplay> Basics of Combat> Character Health and Life

Bar). The core diffeences are the number of life bars shown on the screen and how

pl ayer charactero6s |ife bars are represent

In multiplayer combat, every character has an individual life bar. When a character dies,
their life bar fadesway and is replaced by the life bar of any characters that are still alive
(unl ess the |ife bar is below all/l ot her | i
represented with a special border design and are always shuffled to the top of the screen
overtop of all other life bars. Whenever the player switches to another character, that
charactersoé6 |life bar shuffles to the top o
characterdés | ife bar.

Multiplayer Death

When controlling a multiplayer &, if the player loses with one character, they are
automatically transferred to one of the other characters on their team. If all characters in

their party are defeated, then the player loses the match and must restart or continue their
game. When a ehnacter is defeated, if there are still characters on both teams alive to

fight each other, that character collapses on the spot and becomes an element of the
environment which cannot be collided with or affected by the fight. Standby members
fromtheply er 6s team set can replace the fallen
command. In this case, the fallen member is carried off screen quickly as their

replacement jumps into the fight.
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Attack and Defense Impact Properties

Attack and deferesimpact properties outline the rules and outcomes of many multiplayer
combat interactions. A list of the attack and defense impact property rules and
interaction outcomes follows:

Attack

9 If 2 or more players hit an opponent at the exact some tim@phonent takes
damage from all three attacks simultaneously. When this happens the animation
frames ae cut short

Defense

1 If two or more teammates are hit by the same enemy attack, the first character hit
absorbs 80% of damage. From there, any atharacters hit only absorb 20% of
the damage from the attack.

1 If a player is blocking and twopponents attempt to grab them at the same time,
only one of them is picked to succeed in the grab.

4.8 Player Development

The Armarts and pilot forms delop in stats and skills separately, both requiring their
own focus in order to advance.

Armarts Development
Armarts have 2 main wWagyasledo fa nadd vRaspaasénggh; o6t hr

Upgrades

Armarts can evolve in stats and skills by equippipgrades that are purchased from

dnech station® Mech stations can be found everywhere around the world and are
always located in towns, cities, and villages. When players enter mech statioasethey
given a choice of upgradeghich can be applied tiheir Armarts. Upgrades generally
consist of special parts, engines, or fuels that can enhance the attributes and stats of the
Armarts in the areas &trength, Speed Defense andRange

There are also more expensive upgrades that can gain the g\specific abilities and
enhancements. With these sophisticated upgrades, players can equip new special and
super moves to use in battle. Other Higiel upgrades include abilities like

teleportation, flight, invisibility, and fusion can be gained alayqrs can even change

the weapon class of their Armarts. The types of upgrades include:
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1 General Includes enhancements in the areas of Strength, Speed, Defense, and
Reach. General upgrades are-belfancing and as players equip more of one
type of geneal upgrade, another type is weakened (i.e. If player equip speed
upgrades, their strength is decreased).

1 Ability - Ability upgrades give the player additional Kinetic abilities such as
teleportation, flight and invisibility. Every ability has its owpsuand downs (i.e.
Tel eportation subtracts energy from t he

1 Special This upgrade allows the player to evolve their current special moves to
more advanced techniques. There are also special upgrades that give the player
the option taeplace their special move set all together. The downside to these
upgrades varies.

1 Super Upgrades that give the player the option to replace their super move set.
These upgrades are usually more powerful but are much more difficult to use.

1 Weapon The weapon upgrade allows players to exchange their weapon set,
which changes all of their basic attack commands. Depending on the weapon set
equipped by the player, they are able to choose from different general, ability,
special, and super upgrades fagithbArmarts. Not all Armarts can upgrade their
weapons sets.

UpagradeChecks andalances

When customizing their Armarts with upgrades, players must be cautious of the effects
that advanced upgrades have. The most expensive parts may also be th#ioudtst di
movesto perform and players need to strike a balance that fits well with their own

playing style. For instance, if a player upgrades their mech to fly, their average speed on
the ground is slowed. As another example, if players upgrade thearésrmith parts

that enhance their special moves, although these moves may become much more
powerful, they also become much more complicated to perform than the previous special
moves.

Upgrade Limitations

Players can only equip a pset number of upgrad at time. Each Armarts varies as to

the number and types of upgrades they can have at one time. Hence one Armarts may
only be able to equip 2 ability upgrades and one special upgrade, while another can equip
4 ability upgrades but no special upgradBg.making each Armarts different in the type

and number of upgrades they can equip, the Armarts are given advantages and
disadvantages that even out in the end.

(For the complete list of Upgrades with their description, stats, and effects seledipp
> Gameplay> Player Skill Development> Upgrades)
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Response

Armarts al so advance based on the pilot
Defense). If the pilot has advanced in speed, then the Armarts also has slightly faster

pliay

speedaswell. Alnki ng at tRespinset ¢ epalelsedchti t he amount

influence the pil ot characteros stats has |o
t

by the relative closeness the pilot char
sta total. The closer the stat totals of the Armarts and Pilot, the greater the response.
The max response percentage that can be obtained by an Arnd@8s. is

Stat totals for both the Armarts and Pilots are gained by adding the numeric values of
their Strength, Speed, and Defense together and coming up with a whole number. For

ac
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instance, I f the playerés Armarts has a st|re
then the Armartsoé stat total would be 61006.
percentage, the stat total of the pilot would need to be subtracted from the stat total of the

Armarts and the difference between the two determines which percentage category the

response falls into. A table of the response categories and qualifievgsfollo

e.q.

Assume that the player 6s dhn70peeds20,armls a st at
Defense 10) and that the playerés pilot char
20, and Defense 20). The difference bet wegen
response would be considetsed RAmtesagwed! dnie3
the Armartso stats In this case, 30% of |th
the pilot playerés speed (6), plus 30% of |th
the stats of the Armarts respectively. The mar t s6 fi nal stats based
would actually be 118 (Strength 76, Speed 26, and Defense 16).

Using this response system, players are encouraged to develop both their Armarts and

A

pilotds stats and skill s,

38




Notes
1 Each character has #fdrent max value on various stats. Super Moves also have

special modifiers outside of the player
final stats. For instance, Super moves

current stats.

Pilot Development

Pilot players develop through learning skills, training, and through gaining experience
points in pilot fights. Pilot players are able to advance in stats such as Strength, Speed,
and Defense. Through gaining skills pilot characters can also obtairoaddgpecial

and super moves.

Experience Points and Player Levels

Pilot players are able to enhance their stats by advancing in player levels. Player level
increases are granted based on the accumulation of experience prp@rience points

are ganedwhen the player wins a fight. Depending on the opponent they are facing the
amount of experience points that the player gains varies. Once players reach a pre
defined milestone amount of experience points, the player advances a level. This is
calleda Ledel-upb . T h e numdber of lewerthat each pilot player can obtain is

20. At the highest | evel, the pilot char
final stats vary.

Stats that increase i n rStrdngth SpeedantDefenseh e p
These stats dictate the value of all the

1 StrengthPi | ot characterodés strength stats
life bar, which represents 100%. The numeriti@dhe strength stat has relates to
t he max percent of offensive damage t
instance, I f the playerdés current str
could inflict is 20% of 100% (based on the standard charbetdth bar).
Because some move styles are inherently weaker or stronger than others, the true
range of the pl aye r20% degenhdingan the movevtteey i e s
use.

T SpeedPi | ot characterod6s speed statofval ue
the playerodés kinetic moves. This inc
jumpi ng. However, speed stats also d
and defensive moves transpire. Every move the player has contains a min and
max speed. Athe player obtains higher speed stats, their moves advance closer
to their max speed allowing the player to perform them faster. Because every
character has a different cap speed,
varies.
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1 DefenseThepilotcharac er 6 s defense stat arbitrate
of fensive attacks. The higher the pl ay

attacks. The amount of damage players take from attacks also depends upon the
strength of the offense being useaiagt them.

Pilot Skill Development and Training

Pilot players can obtain new special and super moves through learning skills and
developing them through training. Players can find skills all over the world tucked away

in library books, hidden in sglls, or even on fighting charts hanging on a bulletin board.
However players find skills does not matter as much as how they are able to learn and use
them.

Mentors

Once a player has a skill, they must find a mentor that can instruct them in tfehese

skill. Mentors can come in many forms and include trainers at Armarts academies,
teachers from trade schools, and even rouge mechsman from the battle circuits. When
players meet a mentor, regardless of if they have found any skills or not, ttex men
introduces themselves and their services to the player. Every mentor has a limit to the
types of skills that they can teach, so players need to search every corner of the world if
they seek to obtain all the skills in the game. Mentors also chargeayer for teaching
them skills.

When the player finds a skill and the appropriate mentor, in order to learn the skKill,

pl ayers are tested by having to perform
use of the skills and grades them basedheir performance. If the player is able to meet
the standards set by the mentor, they pass and are then able to use that skill in battle.

Skill Limitations and Development

Every pilot character has a maximum3o$kills that they can use at a timed so they

must choose which skills they would like to equip. However, unlike the Armarts, players
dondt ever Hequipping theknithey ssmpllp yaveuomswitch between the

skills they currently seek to use in their fights.

When players fstlearn a skill from a mentat is at its weakest level. Players can
advance the stats of individual skills by training at various locations in the game world.
Through running track, fighting their mentors, and using the skill constantly, players are
able to develop the skill to its most powerful level. The development of skills is
governed byskill Points [SP], which are obtained from training. When players reach a
milestone amount of SP, their skills increase up a level. The number of levels for each
skill varies.

(For more information see Appendix> Gameplay> Player Development> Skills)
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4.9 Iltems and Enhancers

Overview

Players are able to use items and enhancers in battle to gain a temporary advantage over
opponents or make a comeback in the maitems are general possessions that have a
wide range of uses and include things such as food (which restores health), elemental
forces (attacking items that cause damage to opponents), and Phumi/Kali objects (items
that cure or create status ailmentdgms can be obtained from stores and shops, from
winning fights, from exploring the environment, and through story events or NPC
interactions.

Using Items

To use Iitems in nor mal c oUmsdlernd, bplta yoenr sc onmus
and toggletirough their available inventory by tapping left and right on the directional
pad. To use the item, players simply need to release thiddsbéutton and whichever
itemthey have toggled to is selected and used on the player.

Playerscanalsocancele 60 Use |t emd c onCarcebdommand pr essi n
whi | dJsetitbreMedld i s open. Al ternativel vy, pl ay
the menu items | ist and release the O0Use |

In multiplayer battlesto use an item, the player must first select the character that they
want to use t h@haracteeSeleco nc osmmagdt heeé Gamepl
Controls).

Pl ayers can al so use items against the opp
pay and using the item on them. To select
must use the 6Character Selectd command an
can do this by holding down the O0Chtracter
switch between the teams. Toggling over to
highlight enemy characters using up and down on the directional pad. To toggle back to

their team, players simply pressSkekeector rfi
command.

Using items iUsePbiatd t (ICeebat €aneplay>elke Basics of
Combat> Use Poin}s. The amount of O6Use Pointsd r e/
battle items can be used at any lomatand time, however, some items are not available
for use outside of battle.

(For a more information see Appendix> Gameplay> Items and Enhancers)

(For a complete list of all the items, their descriptions, properties, and effects see
Appendix> Gameplay ltems and Enhancers List)
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4.10 Controls

9 Overview
M Control Scheme

1 Move List

Overview

The primary goal for Chi ar o $eplayeowittsmaoyont r ol
complex actions and options, but to keep t

system also focuses on smooth response and input accuracy so that the moves and attacks
the player performs feel natural and straight forward. Lagtygame has been designed

so that players do not need to know any of the complex inputs to play through the game.
Players can get by, unobstructed, using only the primary button commands.

Control Scheme

Charaater Selest! Flane Jump{_)/
Turn Camera Left Turn Camera Right

D-Fad Movement
(Up, Down, Left, Right)/
Camera Contral

Hard Punch/Jump

Hard Kick ! Cancel

i i Light Punch/Action
Enter Fight or Exit Fight/

L‘,hanga Leader
Light Kick / Run
Pause/

Player Manu

P o
D-Pad Movement
(Up. Down, Lefi, Right)

D-Pad Movement

(Up, Down, Left, Right)/
\, J . Camera Contral
. -

Use [tami )/ Use Initiative( )/
Use Quick Item Reset Cameara

Chi aroscur o006s c oentksignédlfoethe Xmxdameroetrolleraese ap e
an example A list of all the buttons and their commands follows:
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2D Combat Controls / Game World Controls

Left D-Pad-Directional Pad Movement (Up, Down, Left, Right)
Left Analogue- Directional Pad Movemer{Up, Down, Left, Right) / Camera Control
Right Analogue Directional Pad Movement (Up, Down, Left, Right) / Camera Control

X=Light Punch / Action
Y=Hard Punch / Jump
A=Light Kick / Run
B=Hard Kick / Cancel

White= Use Item (_) / Use Quick Item
Black= Use Initiative(_) / Reset Camera

0L6 [ L efharadieaSeledt/ Turn Camera Left
O0R6 [ Ri =Prarne JuBn@ € XK Turn Camera Right

Start=Pause / Player Menu
Select [Back¥Enter Fight or Exit Fight / Change Leader

(1) = Must Hold To Use

Move List

Combat Commands

Medium PunchDou bl e tap 6Hard Punchdé quickly
Medium KickDou bl e tap 6Hard Kickoé quickly
Double Medium PuneclDou bl e Tap O6Hard Punchodo quickly

Double MediumKickDou bl e tap 6Hard KibckghguKckkyp f g

Navigation Commands

Jump Up
Crouch Down ()

Block/Walk BackwardsBack ()
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Dash/Rurn Double tap Forwards

Turn- While holding the Bpad in any direction, press left or right on anothgrdd to
face backwards or forwards.

StandardAbility Commands

High Jump TapDown, Up quickly
Double JumpTap O6Upd while in the air
WallJumpWhen jumping against -Bawhiwvhrdsdobstac

Recovery MoveDirectly after being thrown pre¢®own, DownForward, Forward) +
(Hard Runch + Hard Kick)

Reverse GrappteNhile being grabbed quickly press (Down, De®ackwards, Back) +
(Hard Punch) or (Hard Kick).

Offensive CancelAfter blocking an attack press (Forwards) + (Hard Punch + Hard Kick)
Armarts TransformTap Hard Punch Hard Kick Simultaneously

ToggleltemsTap | eft and right while holding the
UseltemU Hol d 6Bl ackod6 button, (Choose |tem),

TauntHol d t he Character Select command and p

Multiplayer Comnands

Toggle InitiativesTap | eft and right while holding t
Use Initiative-U Hol d 6Whi ted button, (Choose I niti
Plane JumpPress up and downwhiteo | di ng t he OPl ane Jumpd c
Toggle Character3ect Tap up or down, while holding t
Toggle TeamSelect ap | eft or right, while holding

Switch CharactertU Rel ease 6 Character Sel ectd butto
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Team Set Switeh(Light Punch+ Light Kick+ Hard énch+ Hard Kick) simultaneously
Switch to Prol Membét(Light Punch+ Light Kick) simultaneously

Switch to Pro2 Membé&t(Hard Punch+ Hard Kick) simultaneously

Dual Supe’Tap t he 6P| an €P jgaugemoast be at lavelebn d

Triple SupesTap t he O6Pl ane Jumpd and O6Character
(CP gauge must be at level 7)

(1) = Must Hold To Use
* Can be performed while in mialir

° After selecting a character.

| Updateq Table of ContentsGame Overview Feature SetGameplay Game Modeg
| Game Story Game World Game CharacteldJser Interfacg Game Art| Game Audi¢

| Technical Design Doc | Art Bible | Sound Bibkppendixeq
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5. Game Modes

Gameplay Modes
Chiaroscuro

Vs. Mode
Training Mode

=) £ g =

5.1 Gameplay Modes

There are 3 distinct game modes that players can choose from the main menu screen:
Chiaroscuro, ¥. Mode, and Training Mode. A list of their core featufellows:

Chiaroscuro

1 1-3 Players (in caperation)
1 Game World Exploration
1 Story
1 Character Development
1 Armarts and Pilot Combat
1 NPC Interaction
1 Can unlock secrets and characters fonBe Mode.
(For more information see Game Modes> Chiaroscuro)
Vs. Mode
1 2-4 Players (in caperation and/or opposition)
T Character Customization Options (Charac
health, items and enhancers, CP, Use Bar, time, and upgrades)
1 Stage Select
1 Can save win/loss record for each player character
1 Can unlock secrets and events for legiaroscuro game mode.

(For more information see Game Modes> Vs. Mode)

Training Mode

2-4 Players (in capperation and/or opposition)
Can record fights for playback

Combo Tracker

On Screen Move List and Move Log

Can Fght Special Training Characters
Practice Dummies and A.l. Fights

= =4 =4 -_8_9_19
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1T Character Customization Options
health, items and enhancers, CP, Use Bar, time, and upgrades)

1 Stage Select

1

the Vs Mode.

(For more information see Game Modes> Training Mode)

(Charac

Can unlock secrets, characters, and eventihe Chiaroscuro game mode and

| Updateq Table of ContentfGame Overview Feature SetGameplayl Game Modes$

| Game Story Game World Game CharactedJser Interfacé Game Art| Game Audi¢

| Technical Deign Doc | Art Bible | Sound BibleAppendixeq
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6. Story

1 Story Overview
1 Story Premise

6.1 Story Overview

Chiaroscuro propels players into a breathtaking world wheré+cmuabat is the

dominant source of public entertainment. Mastery of the Armarts can lead to fame,
fortune, and ultimate glory. Players assume the role of Everest Eastern, a talented, yet
naive pilot. Everest is forced to join the Chiaroscuro tournanmehtight for the top
prize, in order to free his masterods sch
spark rivalries and gain companions, clash with the overwhelming force of the Armarts,
and discover their innate abilities in this hystericatlle for conquest.

6.2 Story Premise

Chiaroscurodés story is a metaphor for th
both spiritually and environmentally. It focuses heavily on the theme of adaptability of
oneds psyche, u svelutionfof behavwohimooder dogyrvive a n d

widespread change.

The main character, Everest Eastern, embarks into the world of Seda to compete in the
Chiaroscuro tournament acdllectmoneyto payf or  h i sdebssc As the $todys
progresseg&verest wil be forced into conflict with the Armarts technology, its affect on
his own psyche, and the challenge of adapting to survive the situations he is presented
with.

Everest finally comes into the high level challenge of protecting the species of Luca (the
Last Universal Common Ancestor), the source code of all existence, from the invading

|l ife form known as Genome. I n the end,
Catastrophedo of Luca by ingesting-gé&enome
(war of the first gene).

| Updateq Table of ContentfGame Overview Feature SetGameplayl Game Modes$

| Game Story Game World Game CharacteldJser Interfacg Game Art| Game Audi¢

| Technical Design Doc | Art Bible | Sound Bibkgppendixeq
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7. Game World

Ovewiew

The Physical World (Map, Overview of Seda, Terrain Types)
Stages Mechanics

Game WorldGameplay

Key Locations

= —a _a —a _a

7.1 Overview

From the very beginning, players aet free to explore the vast 3D world of Seda where
they can engage in all sorts of activities. In the game world, players mainly seek to travel
to locations and accomplish goals. However, they are provided with many additional
options in the game worlguch as facing independent mechsmen to build a reputation,
working a job using their Armarts to gain cash, or visiting schools, libraries and temples
to train and obtain skills. Upgrade stations and item shops can also be found in the game
world.

While traveling, players can have a party of up to 3 characters, which they can switch
between and control. Depending on whom the player is controlling when they are
interacting with NPCs and the game world, the outcomes of events can be dramatically
affected.

7.2 The Physical World Map

AThis Section I s Workingo

7.3 Stages Mechanics

Overview

Within the large game world players navigate, combat takes place on various stages and
areas that are designed specifically for battle. Game stages in Chiaroscuro are
damageable, and allow players to break through walls and barriers within the stage to
expand the combat field. Each stage has at least 2 additional sections within it that can be
broken through during the heat of battle.

Stages also feature special eveartd weather changes that add variety and randomness

to the fight. For instance, during battle, a special event may occur where a crazed
paratrooper lands in the middle of the field and disrupts the flow of the fight or a

hurricane takes place in the distdackground while fighting on the beach. Stage events
are rare to occur, but add an element of change every so often that makes the game more
interesting.
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Entering Fights

Players can enter into combat mode through NPC interaction, battle citlogiits,
Chiaroscuro tournament, and through &éconfl

When players are approached and confronted by enemies, the control over their character
pauses as the camera view shifts and locks to the left or right side of the player

(dependng on which direction the enemies are; see GUI>Camera>Combat Mode)
Screen boundaries are drawn and the player
on screen G.U.l. commentary informs the player of the type of fight they are entering into
(competition or to the death) and gives them a moment to prepare. At this point the

player has officially entered into a fight and they are free to control their character in

battle.

Pre-DefinedConflict Areas

Conflict areas are sections of the game world wkesmies are actively seeking to

combat the player. Most conflict areas in Chiaroscuro are predefined in a style similar to
Chrono Trigger [SquarEnix]. When players are travelimg conflict areas, there are

two main ways that they can enter into figlisemy SighandTriggers

1 Enemy SightAll enemies in conflict areas have a sight which they can use to
identify the playeros character and pur
limited cone view originating from the center of the character anddani
whichever direction their eyes are positioned. Enemy sight varies in size and
scope for each enemy type. In the case of a spider for instance, the enemy would
have four sight cones (one for each eye) merging to form its total sight area.

Aneneny 6s sight can be blocked by objects
After a predetermined amount of time, if the enemy loses sight of the player, they
cease in their pursuit (for more details on enemy Al and sight see

Appendix>Game Characters>Al).

1 Triggers- Triggers are present in specific sections of conflict areas. If players
collide with these triggers, enemies appear and they are automatically entered into
combat mode (the methods that enemies use to spawnvidely per enemy
category). Triggers ae used when enemies surprise attack players.

Players can avoid confrontation with manggers ancgenemies in these environments by
carefully analyzing their surroundingSince mostenemies are visible to the player in

the game world, there are usuathpre roundabout ways of avoiding enemies through
navigating the environmengor instance, if there are two guards standing at the front of

a gate, players can be spotted when they step into their view. However, if players were to
take an alternate rouéand climb the gate wall in an area where they are more
inconspicuous, conflict with the guards can be avoided.
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Other Conflict Areas

In all conflict areas that are not predefined, the player has the option of entering into
combat. This is usually in lotians such as battle circujtschools, mech stations,
tournaments where the player has the choi@ppfoaching andhallenging opponents.

Exiting Fights
The fourways that players can exit a fight once combat mode has been initiated are:

by winning the fight,

by losing the fight,

by retreating; or

through an irgame event.

= =4 -4 9

Winning a Fight

When players are successful in defeating enemies the camera turns to their team as they
perform their victory poses. On screen G.U.l. elements appeahawdotayers what
experience, money, and items they gained from the fight. From here, players are prompt
to press any button to return to game world mode. Once they concur, the camera returns
to the original position it assumed prior to the confrontagioa all combat HUD

graphics fade awafgee GUI>Camera>Combat Mode for more details)

Losing a Fight

There are two ways in which the player can lose a ftghdugh competitiomr through
death Dependingn which way they lose, the method in whibk ight is exited varies.

1 Competitionlf players are defeated lmpponents in a competition fight, the
camera turns towards their opponents who perform their victory poses. The
camera then scrolls to the playeroés tea
saeen GUI elements appear to let the player know the experience, gold, and items
they received from the fight. The camera then resets to its default position in the
game world and player are free to move once again (see GUI>Camera>Combat
Mode for more deits).

1 Deathlf players are defeated by enemies in a fight to the death, the camera zooms
out overtop of their body as the game over scredesfin, transitioning with a
&ool effecb(like a zoom out, radial blur, Seda and the gene being absorbed and
changing color etc.). At this poitihey are prompt to continue their game or
return to the main menu of the game to restart.
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Retreating From a Fight

While in combat mode,layers caralsorun away from fights. Only certain characters
have this abilityhowever. When the player seeks to run away from a, fagtpiecial

yellow trackbar appearat the top of their screenlayers have to press the attack buttons
rapidly (at arate of 1 tap per 0.20.8 secondswithout getting hit in a specific

timeframe

The timeframe varies based on the speed of
performing the retreat ability. Characters with higher speed can exit the fight quicker

than characters with low speed. If players are successful, thaplar® run away fro

the fightand their entire team exits from combat mode (uBash bomis, smoke, oll

etc.) However, every enemy has a chase eaargd players must get out of that range

before their enemies recovieom their retreat. If players do not get out of ttaage in

time, they are entered the fight once again.

RetreatingNotes

1 When there are 1 to 2 players on a teadayess can run away in the direction
directly behind themHowever, when there are three characters on a team,
whichever side of the seen the majority of the party is on, this is the sid# t
characters run off.

1 If players run form one fight, they may get caught up in andthere is no
invincibility time).

91 If enemies run away, they run off screen and disappear from the game.

Breaking Through Environments

In conflict areas, when players perform super moves they can damage the area directly
around them. Certain stage elements (e.g. floors, rock faces, walls etc.) are separated
from the game world and have spedii@alth Point (HP) properties that allow them to

only take damage from super moves. When these elements are destroyed, they can open
up and reveal a completely new section of the conflict area, which characters can
continue to fight through, back and forth. As sooa éiseakthrough occurs, the camera
zooms to show the wider portion of the stage (about a screen and a half distance)

Many locations in conflicareas can be expagualor broken through. This is especially
true in areas where large or important fights (sasboss fights) take place.
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Breakhrough Notes

1 When a section of a conflict area is broken into where ottenies are present,
those enemies can join against the playef there is enough room from them in
the opposing party. If there is not elgh roomthe enemies cawnait on the
sidelines until there is room and then joint® the fight (1sing a team set switgh
This can only be done by certatlasses oénemies. Not all enemig@n each
other in battle.

Stage Intros

During competitiorbattles, tournaments, or vs. mode fights, a brief prologue/introduction

to the stage takes place. This stage intro varies for each location, but lasts between 2 to 3
seconds. Once the stage intro has initiated, the player can press attack command to skip
it.

World Traveling

Pl ayers navi gat elotaionblapgh Ther gameevaat ot al
location map typediVorld Map Region MapandArea Map

World Map The world map is the broadest map type and allows the player to navigate

the entie globe (the 8 continents of Seda). Each continent contains many regions that
can be accessed from the world map. Players must catch an airplane or have an Armarts
capable of flight to access the world map. If players take an airplane from a town or ci
they have the option of purchasing tickets to specific destinations.

If players have an Armarts capable of flying however, they are able to navigate the world
map on their own. In order to access the world map with an Armarts, players need to be
on aregional map (see Game World> World Traveling>Region Map). From a region
map, players can select their Armarts flying mode and enter into the world map (see
Game World> World Map for more details).

Region Map The region map is a middle ground betwé#emworld and area maps. A

region is a small section of a continent which contains many area maps. Players can
access a region map from the world map by landing on a region with their Armarts. They
can also enter regions through area maps when thegreaitea (see Game World>

Region Map for more details).

Players are able to navigate region maps with either their pilot characters, vehicles (see
Game World> Vehicles), or their Armarts.
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Area MapsArea maps are the most robust and specific map tymkalkw players to
navigate places within a region. Areas are individual cities, towngcalities which

contain many smaller OLocation Typeso6 (e.
player can only access area maps through the regional map.

Players are able to navigate area maps with both their Armarts and pilot characters,
however, there are some location types which only allow one or the other (see Game
World>Area Maps for more details).

Location Map Mechanics

In each location map typedte are specific options that players have the ability to use.
These options exist to aid the player in navigating through the game world environments.

All Maps

1 Compass MapAny time the player is in the game world, they have the option of
switching heir compass map on or off. The compass map displays a miniature
2D map in the lower left hand of the screen showing where the player is in
relation to the area directly around them.

The compass map also features arrows pointing towards the 8 geographi
directions (North, South, East, West, Northwest, Southwest, Northeast, and
Southeast) which constantly change their position based on the course the player
is traveling (see GUI>Game World> Compass Map for more details).

1 Player Menu Accesd he player avays has access to their player menu while in
any of the location map types. This makes it easy for them to check their status or
take care of organizing team sets, move etc. while they are out and about.

Region/World Maps

1 Geographic Boarderdn theworld and region map types, players are able to
activate a special G.U.l. feature that allows them to see the names of the regions
and continents that they are currently around (see GUI>Game World>Geographic
Boarders for more details). This aids playiarBnding specific locations.

1 Location Quick ListOnce players have visited a region or continent it is added to
their location quick list. The location quick list can then be brought up while on
the world or region map and the player can selectatetibn. This automatically
takes the player to that location. In this way, much needless travel time can be
saved.

1 Entering theRegionMap- When players are using their Armarts on the world
map and want to enter into a region, they must choose to.dm ®rder to
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transition to a region map from a world map, players must descend over the

region. They are prompted by a dialogue box and asked if they would like to land

in AXxO0 region (X representing the regiao
fades to black and transitions quickly to the region which they have chosen to

land in. If they select no, however, then their Armarts ascends and they remain in

the world map, free to travel again.

This systerhas been established to assure that plaje@rst make mistakes
about the region they seek to travel to as the transition from world to region map
takes up loading time.

1 Entering theWorld Map When players are using their Armarts on the region map
and want to enter into the world map, theynaustt i vat e t heir Ar mar
mode (see Game Play> World Map Control for details). Once the Armarts flight
mode has been activated, players are automatically taken to the world map and
positioned directly above the region from which they came. This sriakarly
quick and easy for them to get to the world map from the region map.

Region/Area Maps

1 Entering/Exiting Region and Area Malayers enter and exit between region
and area maps automatically. Once players get to the exit of an areagthey ar
automatically taken to the region map. Conversely, from the region map, if
players walk close enough to an area, they are automatically transitioned to that
area map (see GUI> Location Map Transitions for details).

Since area and region exit/entrammints are straight forward, this

implementation is the simplest as the player knows when they are near the end of
an area or region and need not be reminded as they are on the world map. In
addition, because players travel between these two locatiprymas more

frequently, it becomes less of a hassle to the player to make the transition between
them automatic.

Area Maps

1 Entrance/Exit Point&Exclusive to area maps, when players are in an area, they
are able to activate an entrance/exit point Giddture. This feature highlights
all enterable/exitable areas in the location using markers which allows them to
quickly see all of the routes they can navigate in their area instead of having to
search.

(See Appendix>Game World>Map types for specifitade about each map type)
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Area Types

There are sever#éinds ofareas that can be found in the regional game map. These areas
are archetypal and include variations in t
(see Game World> Location TypesEach area type provides a different quantity and

kind of gameplay opportunity. In addition, they visually diversify the game world.

Kingdom/Republie The largest area type, Kingdoms/Republics can be twice the size of
cities in scale and have veryabbrate architectural features (see Art>Art Direction>
Kingdoms or Republics). Kingdoms/Republics are more likely to feature every location
type found in the game world (see Game World>Location Types).

Kingdoms/Republics are used as settings wherentire esection of the game takes place.
They are designed to easily encapsulate specific stories or missions into one general area.

Cities The second largest area type, cities vary in appearance, but have the most unique
urban design features in compango other area types (see Art>Art Direction> Cities).
Cities are at least twice as large as towns and have most location types within them (see
Game World>Location Types).

Cities are the most i mportant f orCitas pl ayer
feature locations such as mech stations, libraries, schools, etc. Cities are also the only
areas in which players can work a job to gain money.

TownsThe third largest area type, towns are essentially settlements with dense
population, yet theyack the coverage of cities. Towns feature less location types than
cities, but more than villages.

Towns are significant resting places where players can settle during a longer journey.
Towns also have more rare items and enhancers than cities. tiomddiwns feature a
surplus of minigames and sidguests for players to explore.

Villages-Villages are rural settlements which are smaller than towns in population and
scale, but feature similar location types.

Villages are scarce, yet players camfivery valuable items, enhancers, and mentors in
these | ocations. Villages are often used
order to accomplish a higher level objective.

HamletsThe smallestural area which contains a humble populoud atleast three
critical location types (i.e. a school, market, or inn), but usually no more than 6.
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Hamlets are similar to villages in their benefits, but usually have more personality.
Hamlets may consist of friendly or fearsome NPCs that playerstzact with. The
pl ayerds visit to a hamlet group most ofte

SepulcherA stand alone area which has been used as a tomb or for sacred ritual
purposes. Sepulchers are area types that are scarcely populated and can varylfrom sma
to town sized.

Sepulchers are rare, yet provide the player with desired information, rewards, or story
content. Sepulchers provide hints to many of the secrets that can be discovered within
the game. Side quests are also featured in sepulchers.

Forest An area with a dense growth of trees which covers a wide section of the land
(includes rain forests and jungles). Forests are typically stand alone conflict areas with
paths and routes in which players can travel through to get to another locatkedoby

the forest.

Forests are good locations for players to practice and develop their skills in combat. They
also act as a challenge to weaker players trying to reach certain areas prematurely.

Ground PathsThere are many areas in the world whichsist of geological paths.
These include everything from mountain trails and grassy hills to coral reefs and barrier
islands. Ground paths can be conflict areas, but this is not always the case.

Ground paths differ in their gameplay objectives basethe location. Navigating

through an environment searching for an item or object is just one example of the type of
gameplay that can be experienced on ground paths (see Appendix> Game World> Area
Types> Ground Paths for more details).

PlainsWide opertields of any terrain type (snow, sand, grass etc.) which are separate
and specific areas within a region. Plains may or may not be conflict areas.

Similar to ground paths, plains have a variety of uses in the game. They can act as
conflict areas, lodsons relating to story, or as areas which have secondary gameplay
functions (see Appendix> Game World> Area Types> Plains for more details).

Locations Types

There are severalrchetypal locations that can be found in each area and are of
importance to gme world gameplay.

Shops

Mech Stations
Inn/Hotels
Libraries
Schools
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Shops

Shops are locations where players can go to buy, sell, or trade goods. Shops range from
large superstores to small hatethe-wall shacks. The kinds of items availablesach

shop vary, but can include: weapons and armor, enhancer items, health items, and other
special goods (such as bus passes). Each area type also differs in the type of shop set up
that it has (automated purchase machines or store clerks and cashiers).

The most interesting thing about shops in Chiaroscuro is that players can find additional
items, which are not displayed in the default buying menus, by searching the store isles.
Once players find these hidden items lying around the store, they appedarh e st or e 6

default buying menu and players are able to purchase them (for more information see
Appendix>Game World>Location Types> Shops).
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8. Game Characters

Overview

Player Characters
Enemy Characters
Non-Playable Characters

= === =

8.1 Overview

There are 3 classifications of characters in Chiaroscuro; Player Characters, Enemy
Characters, and NelRlayable Characters [NPCdplayer Characters are human or Al
controlled and have robust animation, state, and controller systems. Enemy characters
are controlled sole by Al and have much simpler animation and state systems than those
of player characters. Enemy character clasags ho controller other than Al. Lastly,

NPCs are also Al controlled, yet have the most limited animation, and state systems.
NPCs do not interact in combat and so they do not have the dynamic logic of enemy
characters. Their interactions are simple stnaight forward.

These three categories encapsulate Pilot, Armarts, and other miscellaneous characters
types (such as animals) that can be found in the game world. A thorough break down of
each character classification and the inherent propertiesitli@ed in the sections

following.

8.2 Player Characters

Properties

Standard Animations

Standard Controls

Standard Logic and Use Cases
Player Character List

= =] =) = =

8.3 Enemy Characters

1 Properties

9 Standard Animations

i Standard Logic and Use Cases
1 Enemy Charder List

8.4 NonPlayable Characters
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Properties

Standard Animations

Standard Logic and Use Cases
NPC Character List

= == == =]
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9. Graphic User Interface (G.U.l.)

Overview

Front End (Introduction, Title Screen, Main Menu, Transitions)

Combat GUI (Health, Time, Combo Tracker etc.)

Game Wold GUI (Message box, Compass, Maps etc.)

Game Menus (Inventory, Options, Team Options, Game Over, Continue Game)
Vs. Mode GUI (Specifics and Changes)

Training Mode GUI (Specifics and Changes)

Camera System (Camera Modes, Screen Ratios, Single Playaplajeit)

= == == = == == gl =
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10. Game Art

I Art Direction
1 Special Effects Characteristics
1 Lighting and Perspective

10.1 Game Art Direction

AThis Section IsWo r ki ng o
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11. Game Audio

AThis SectionIsWor ki ng o

1 Sound Design (Mood and Atmosphere, Style, Voice and Sound Variation,
Dynamics, Highlevel Sound Goals, Sound Testsc&¢ Sounds, Alternate
Sounds)

1 ReferencesEscaflowneandAmelia soundtrack. The instruments tell the story
outside of the visuals. Based on locations, characters, situations etc.

Orchestration and contrast/harmony between instruments. So simpleyate
speaking a separate voice that when it all gets put together makes beautiful sense.
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