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Updates and Revisions 

. 

 

About this documentation 
 

This sample design document was created based on an original game design that I made 

while at Liquid Moon Studios, Inc.  This design document has been developed to focus 

on the main archetypal systems of the game.  Details are to be appended to this master 

document at a later time.  I have designed and scribed all of the gameplay systems, ideas, 

and mechanics within this sample document.  Further samples of my work can be 

supplied upon request. 

 

This document is a work in progress. 

-Kasan Wright 
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Formatting of the first version of the Table Of 

Contents 
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1. Game Overview 
 

¶ Executive Summary 

¶ Premise 

¶ Game Description 

¶ Navigating This Design Document 
 

1.1 Executive Summary 

 
ñTake control of transformable combat machines and rumble with up to 6-players in this 

dynamic fighting RPG!ò 

 

Chiaroscuro: The Organic Armarts [CTOA] is a 3D fighting game that combines 

multiplayer combat, with the skill development, player customization, and world 

exploration of a Role Playing Game [RPG].   

 

  

                                   Figure 1.1 

 

 

      

 

Figure 1.2 
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1.2 Premise 

 

Chiaroscuro merges two distinct genres of video games; fighting and role-playing games 

[RPGs]. The deep storyline, player development, and world exploration of an RPG is 

brought together with the exciting fast paced combat of a multiplayer fighting game.  In 

addition, Chiaroscuro focuses on replay value by including many secrets, un-lockable 

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 Description 

 

In Chiaroscuro, players pilot transformable mechanoids known as ñArmartsò and engage 

in combat to defeat opponents. Each Armarts features two distinct forms,-one offensive, 

one defensive- which players can toggle between at anytime.  Toggling changes the 

playerôs move set and capabilities.  In addition, CTOA features the option to fight outside 

of the Armarts, pilot vs. pilot, for a total of 3 complete modes of combat that players can 

master (offensive, defensive, and pilot). 

 

Players can partner with up to 3 other friends for an adventure, or go head-to-head in the 

Vs. mode, slugging it out in a 6-player melee.  Players can also explore the vast world of 

Seda and face off against other mechsmen or they can spend their time collecting items 

for money and upgrading their Armarts to advance their skills in combat.   

 

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.   

 
 

 

| Updates | Table of Contents | Game Overview | Feature Set | Gameplay | Game Modes |   

 

| Game Story | Game World | Game Characters | User Interface | Game Art | Game Audio| 

 

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

¶ 3 Modes of Combat 

¶ Multiplayer Fighting 

¶ Armarts Customization 

¶ Dynamic Environments 

¶ World Exploration 

¶ Vs. Mode 

¶ Seda Online 

¶ U.I Variation 

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 Armarts fight, players 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 feature expands 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 

enemies. They can switch between these characters or command 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 mech-stations found in various towns and cities players can buy, sell, and 

trade parts to construct and modify their Armarts.  Because they can customize their 

Armarts, players are given an opportunity to create a character unique to their playing 

style and skill level.    

 

 Dynamic Environments 

 

The environments 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 

feature weather effects and other special events that take place during fights to bring a 

sense of dynamism and variety. 
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World Exploration  

 

There are many locations in the game world for players to explore with their party.  

During world exploration players can communicate 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 a 1-on-1, 2-on-2, 3-on-3, 

or custom team match.  Players begin with a choice of 5 characters and through 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, players have the options 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 parts, play in online circuits to win 

prizes and participate in many other community activities.  

 

G.U.I. Variation  

 

As players progress through the game their Graphic User Interface [G.U.I.] changes to 

reflect their current state or progress in the game.  These G.U.I. variations take place 

based on milestones and events that the player passes.  Elements that change include the 

load/save screens, the front end, health bars, and the playerôs menu.  Players also have the 

option of customizing their GUI by selecting from a list of pre-made GUI elements which 

they can mix and match to their liking. 

 

 

 

| Updates | Table of Contents | Game Overview | Feature Set | Gameplay | Game Modes |   

 

| Game Story | Game World | Game Characters | User Interface | Game Art | Game Audio| 

 

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

¶ Gameplay Types 
 

3.1 Gameplay Types 

 

¶ Combat Gameplay 

¶ Game World Gameplay 

Combat Gameplay  

 

The combat gameplay pits the player against opponents, which they must defeat using 

conventional fighting game mechanics (punches, kicks, and projectiles).  These battles 

are active and take place in real-time 3D environments.  However the playerôs movement 

while in combat mode is restricted to three 2D planes, which they can move between at 

anytime. This system is used so that players are able to perform simple commands, using 

the D-pad and attack buttons, which result in the type of complex gameplay interactions 

prevalent in modern 2D-fighting games.  

 

This gameplay type includes Armarts Fights and Pilot Fights.  The combat 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).  The main interaction 

in this gameplay type is combat.  

 

(See Combat Gameplay section for more details) 

Game World Gameplay 

 

Game world gameplay takes place in the larger game world.  In this gameplay type, 

players can explore environments, 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 

opposed to combat. 

 

(See Game World section for more details) 

 

 

| Updates | Table of Contents | Game Overview | Feature Set | Gameplay | Game Modes |   

 

| Game Story | Game World | Game Characters | User Interface | Game Art | Game Audio| 

 

| Technical Design Doc | Art Bible | Sound Bible | Appendixes | 
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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 
 

4.1 Combat Gameplay Overview 

 

In Chiaroscuro, players control large transformable mechanoids called Armarts and must 

defeat opponents using attacks, items, and a roster of supportive teammates. 

 

Chiaroscuroós combat gameplay focuses on skill development and active combat 

interaction with plenty of options and choices for the player to explore during battle.  The 

core gameplay component is the multiplayer combat system featuring three separate 

forms for players to fight as; Omega (offensive), Alpha (defensive), and Zeta (pilot). 

 

4.2 Combat Modes 

 

Using the transformation ability of the Armarts players can alternate between two distinct 

forms at anytime during the battle, giving each Armarts an additional move set and style 

to choose from during combat.  In addition players can fight as the pilots outside of the 

Armarts, adding another layer of depth to the combat experience.  The controller scheme 

for all three of these combats modes remains consistent and only the visual representation 

of the moves change, allowing for the ease of use between the three different systems. 

 

4.3 Armarts Fighting 

 

¶ Armarts Overview 

¶ Armarts Transformation 
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Armarts Overview 

 

When fighting as the Armarts players are capable of seamlessly transforming between 

two forms called óAlphaô and óOmegaô.  Players toggle between the two forms with a 

simple button combination. 

 

Alpha- The playerôs Alpha form is equipped with positive, constructive themed moves.  

These moves are focused more towards advanced navigation and defensive abilities.  

This form is defense heavy and is capable of fewer offensive attacks. 

 

Omega- The playerôs Omega form possesses negative, destructive themed moves and 

abilities.  This form is offense heavy and is capable of fewer defensive techniques.   

 

Each Armartsô Omega and Alpha form have their own unique sets of attack, special, and 

super moves.  Although their attacks vary in style and appearance, the basic controls for 

using the moves do not change.  As an example, assume that when the player is in their 

Omega form, a óForward, Down, Forward KICKô command causes their Armarts to 

shoot a projectile.  If the player transforms and uses the same command in the Alpha 

form, the move performed is a ground sweep rather than a projectile.  The sequence to 

perform the moves remains the same, but 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 depleted, the Armarts breaks down (see Combat Gameplay> Combat 

System> The Basics of Combat> Character Health and Life Bar).    

 

Armarts Transformation  

 

Armarts transformation can be initiated at any time by the player.  As the Armarts is 

transforming, the player is in a protective/offensive state.  If players are close to enemies 

in this state they can damage them as they are transforming.  Transformation can be used 

in this way to link combinations from one form to the other. 

 

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 again.  Transformations 

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 

 

¶ Pilot Fight Overview 

Pilot Fight Overview  

 

Pilot fights (also called óZetaô Bouts) are special bouts that take place outside of the 

Armarts.  Charactersô move sets remain the same as their Armarts for ease of use.  Pilot 

fights take place when either an Armarts battle 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 player can use 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 streets 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 Over and Continuing 

¶ Fight Commentary 

¶ Time 
 

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, medium, and double 

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

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 are good 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 attacks 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 opponentôs movements are only slowed 

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 Chiaroscuro combat mode, players fight in a scrolling 2D styled environment and can 

travel in 8 directions across the X and Y axis. 

 

Forward 

 

This movement takes 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 crouches down.  

 

 

Up-Forwards 

 

The up-forwards movement travels in a forwards diagonal arc in the direction the player 

is facing    

 

Down-Forwards 

 

If players press the down-forwards direction, they walk forward.  This command does not 

have navigation movement on its own.    

 

Up-Backwards 

 

The up-backwards movement travels in a backwards diagonal arc in the opposite 

direction the player is facing.    

 

Down-Backwards 

 

Down-backwards does not move the player in any direction.  It is an óauto blockô position 

where players 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 opposite instantly.  Players can use this move while crouching, standing, or in 

the air. 

 

There is also one additional form for navigation that players can use called óPlane 

Jumpingô.  Using plane jumping, players are able to move into the foreground and 
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background while fighting with or against multiple players (see Gameplay > Multiplayer 

Combat > Plane Jumping for more details). 

 

(For more information on player navigation see Appendix>Gameplay>Combat 

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 and fall into 3 basic categories: Offensive, 

Defensive, and Kinetic . 

 

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 advanced countering, 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 character and their special moves see Appendix > Characters > Move 

List.) 

 

Super Moves  

 

Players can perform super moves with both their Alpha and Omega Armarts forms as 

well as during pilot fights. 

 

Armarts Cell Potential 

 

As players fight and receive damage in their Armarts, their Cell Potential Gauge 

increases.  The Cell Potential Gauge is a bar at the bottom of the playerôs screen 

indicating their ability to perform a Super Move; the most powerful attack a sole Armarts 

can perform.   
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The Cell Potential Gauge has 7 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 cannot use 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 potential by taking damage from opponentôs moves. There are 

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 gauge.   Cell Potential can also be re-gained 

through the use of items, getting repaired at mech stations, or through purchasing and 

equipping Auto-CP upgrades (see Combat Gameplay > Player Development).  

 

Character Creative Potential 

 

When fighting as a pilot, the players have a Creative Potential Gauge which works in a 

similar fashion as the Armarts Cell Potential Gauge (see Combat Gameplay> The Basics 

of Combat>Super Moves> Armarts Cell Potential).  As players fight 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 has 3 levels of energy 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 according to the 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 potential by taking damage from opponentôs moves or 

through countering and reversing an opponents moves. There are additional ways for the 

player to gain creative potential during battle; however these methods 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 gauge.  Creative Potential can also be 

re-gained through the use of items, resting at hotels and inns, or through the use of magic. 

 

Super Move Categories 

 

Super moves for both Armarts and pilot characters fall into 3 distinct categories: 

Offensive, Defensive, and Kinetic . 

 

 

¶ Offensive-Offensive super moves are powerful attacks that can be used against 
opponents. 
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¶ Defensive-Defensive super moves are counter or reflective attacks that can be 
used against special moves or other super moves. 

 

¶ 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 used against 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 they can perform.  

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.  Characters can also 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 can be 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 approximately half the 

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.  

 

Recovery 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 moves use up a 

small amount of energy from the playerôs Cell Potential/Creative Potential Gauge. 
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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 automatically perform their own grab/throw 

maneuver.  Reverse moves use up a small amount of energy from playerôs Cell 

Potential/Creative Potential Gauge. 

 

Offensive Cancel 

 

Players can nullify other playerôs special or super moves using a move cancel.  Players 

can only perform a move cancel if they are blocking a special or super move.  Cancel 

moves use up a small amount of energy from playerôs Cell Potential/Creative Potential 

Gauge. 

 

Taunts 

 

Every character has their own set of taunts that they can perform during the fight.  Most 

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 of time and consume 10 óUse Pointsô (see Gameplay> Use Points). Also 

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 see Gameplay> Armarts Fighting> 

Armarts Transformation). 

 

Items 

 

All characters can use items in battle.  Using items takes up óUse Pointsô [UP] from their 

óUse Barô. (For more information see Gameplay> The Basics of Combat> Use Points). 

 

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 more damage collectively 

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 able to create their own 

unique attack combinations. 

 

When a player performs their first move in a sequence of attacks the move has a damage 

value which stands on its own.  However, if players continue the attack sequence, each 
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successive hit that is linked to the first, gains an increase in attack damage.  This damage 

increase is determined by a pre-defined percentage that is specific to each move style (see 

Appendix> Gameplay> The Basics of Combat> Attack Combination> Move Style 

Damage List).  Since attack combinations 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 (see Combat Gameplay> Move Styles). 

 

(For more details see Appendix > Gameplay> The Basics of Combat> Attack 

Combinations) 

 

Use Points 

 

In battle, players can use items, power-ups, and other actions to enhance or give 

themselves a temporary edge in the fight.  The ability to perform these actions is 

governed by the playerôs Use Points and Use Bar.  

 

Underneath the playerôs Cell Potential/Creative Potential bar, there is a smaller green 

HUD element that acts as the playerôs use bar.  The use bar, when full, contains 100 use 

points [UP].  Every time the player uses an item, power-up, or special action, the use bar 

decreases.  The amount of points subtracted from the use bar depends on the item, power-

up, or special action used and how that item, power-up, or special action is used (see 

Gameplay> Multiplayer Combat and Gameplay> Items and Power-Ups). 

 

If the use bar is empty, or an item, power-up, 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 rate of 5% per- 2 seconds.  

At the beginning of every fight, the playerôs use bar always starts off at 100%.      

 

Character Health and Life Bar 

 

As characters fight, they receive damage from their opponentsô attacks.   This damage 

decreases energy from the playerôs life bar.  The amount of damage taken by the player is 

determined by the strength of their defense versus the strength of the attack used against 

them.  Once a playerôs life bar becomes empty, they lose or are knocked out of the battle.  

A full life bar represents 100 Health Points [HP], while an empty life bar represents 0 

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 to is 10 (1000 HP).  
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When Armarts gain an additional life bar, a small glowing orb icon appears below their 

life bar on the Heads-Up 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 their respective icons, remain.  If all of the Armartsô life bars are 

depleted, their life bar HUD explodes and the graphic element that represents the life bar 

is left smoking on the screen.  Armarts can regain health by using items, getting repaired 

at mech stations, or through equipping auto-health 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 represents 100 HP.  Characters cannot 

gain additional life bars, yet as their defensive attributes increase, they take less damage 

from attacks.  When a pilot charactersô life bar is fully depleted the life bar HUD 

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 two different ways for players to lose and continue in their game; through 

competition or through death.  

 

Competition 

 

At the very beginning of the game (during their tournament campaign), if 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 they lose the fight.     

 

Death 

 

In the second half of the game, players can be killed by the enemies they are facing.  

Thus their game must be continued from their last save location (see Gameplay> Game 

Saving/Loading).  Players are given the option to óContinueô or óQuitô from a game 

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.  This is represented by on screen text and/or 

commentary that takes place directly before the battle (see Gameplay > Fight 

Commentary).  In both cases, players have unlimited opportunity to continue their game 

if they are defeated. 
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Fight Commentary 

 

Fight commentary takes place throughout the playerôs battle and assumes the important 

role of dynamically communicating all environ issues taking place in the fight.  From the 

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

(a competition battle or a battle to the death) and the stakes (e.g. ñThis is for the bronze!ò 

òYour reputationôs at stake here!ò).   

 

While the fight is taking place, the commentator lets the player know how well they are 

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, the commentator might 

say something like ñBlock freaks are lame!  They should be tossed from the fight.ò  This 

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 and audio.  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 

ñAwesome!ò text message commentary that shows up on the screen).  Audio on the other 

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 battles to the death, yet it is always used in competition 

battles, because these fights have commentary persons present (see Game Story > World 

Facts> Armarts Tournaments for an explanation about commentators).  In Vs. Mode 

battles (see Game Modes> Vs. Mode) 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.I.> Game Menus> Game Options Menu). 

 

(For more information see Gameplay Appendix> 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 Chiaroscuro is 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 
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Armarts and pilot competition fights.  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 loudly.  Each characterôs speed is temporarily increased as well.  If a 

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 announcer screams ñVICTORY!!ò, or ñKnock 

Out!!ò  This event is called ñDynamic Zeroò and helps to make the last moments of the 

fight exciting and dramatic.    

 

4.6 Move Styles 

 

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

playersô attacks and counter attacks.  For each move there is a countermove and for each 

countermove, there is another move that can counter it. Chiaroscuroôs expanded formula 

of the rock, paper, and scissors model exists to create more interesting dynamics in fights.  

The higher the playerôs skill level, the more capable they are of knowing how to interact 

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 categorize the move 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 7 style 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 

óblueô style operates with the same checks and balances as any other move from the 

óblueô style.  Though they visually differ, their category parameters will remain the same. 

 

Interactions that fall into style categories include special moves, super moves, standard 

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 >Style Categories) 
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Style: Purple 

 

Move Type: Standing Attacks and Thrust Attacks 

 

Styles It Trumps: Aqua, Green, Red 

 

Styles It Is Trumped By:  Yellow, Blue, Orange 

 

Characteristics: These moves are usually performed in some abstract or creative manner 

and vary from average to slow speed.  These moves have some of the wildest names e.g. 

ñ52 Cent Master Pieceò, ñHeavenôs Deranged Astroturfò. 

 

 

 

Style: Blue 

 

Move Type: Low Attacks and Sliding Attacks 

 

Styles It Trumps: Red, Purple, Yellow 

 

Styles It Is Trumped By:  Aqua, Orange, Green 

 

Characteristics: Blue 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 even be done 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 Trumps: Blue, Green, Orange 

 

Styles It Is Trumped By:  Purple, Red, Yellow 

 

Characteristics: Moves are usually sky related and are named after some atmospheric 

elements e.g. ñCloud Strikeò, ñThunder Gashò.  Aqua moves are the fastest attacks out of 

all the move styles. 

 

 

Style: Red 

 

Move Type: Diagonal Attacks, X attacks, and 45 degree attacks 

 

Styles It Trumps: Green, Yellow, Aqua 
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Styles It Is Trumped By:  Purple, Orange, Blue 

 

Characteristics: Red attacks are usually fierce and do the most damage of all style types.  

The character shows their most anger and give their loudest war cry when they perform 

these attacks.  The red style moves are the slowest move types and their names usually 

communicate anger or sound deadly e.g. ñShort Fuseò, ñIndignationò. 

 

 

Style: Orange 

 

Move Types: Pounce Attacks and Wide Arc Attacks  

 

Styles It Trumps: Blue, Red, Purple 

 

Styles It Is Trumped By:  Green, Yellow, Aqua 

 

Characteristics: These attacks are usually common and neutral in style.  They have a 

broad appeal and do not necessarily communicate anything. Their move speeds are 

average and their move names are straight forward and descriptive e.g. ñSide Diveò, 

ñTurtle Flipò. 

 

 

Style: Green 

 

Move Types: Circle, Semi-Circle, and Small Arc Attacks  

 

Styles It Trumps: Orange, Yellow, Blue 

 

Styles It Is Trumped By:  Red, Aqua, Purple 

 

Characteristics: Green 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 speed is fast. Green move style names are very life, hope, or positive oriented e.g. 

ñPerfect Circleò, ñWorld Piece (yes thatôs the intended spelling)ò.     

 

 

Style: Yellow 

 

Move Types: Vertical Attacks and Spiral Attacks  

 

Styles It Trumps: Purple, Aqua, Orange 

 

Styles It Is Trumped By:  Red, Blue, Green 
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Characteristics: Yellow 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.  Dynamic Yellow moves have exciting names e.g. 

ñFractured Nationò, ñNatureôs Fabricò while odd yellow moves have more unusual 

names e.g. ñLab Accessò, ñMourn Meò. Attack speeds for yellow moves are slow.       

 

4.7 Multiplayer Combat 

 

¶ Overview 

¶ Multiplayer vs. Single Player 

¶ Plane Jumping and Player Navigation 

¶ Character Switching  

¶ Initiatives 

¶ Team Sets 

¶ Multiplayer Super Moves 

¶ Multiplayer Character Health and Life Bar 

¶ Multiplayer Death 

¶ Attack and Defense Impact Priorities  

 

Overview 

 

Chiaroscuro allows players to control a team of up to 3 characters and face off against 

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 one-on-one fight, as well as introduce methods for controlling multiple 

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.I. or players.  The core difference between 

multiplayer and single 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 fight 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.I. controlled 

characters, is also a core element of Chiaroscuroôs multiplayer combat system.  Lastly the 

pooling of resources (e.g. the playerôs Cell Potential Gauge) for use by an entire team, 

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 move horizontally and vertically on the screen. 

However, with the plane jumping system, Chiaroscuro also provides Z-axis movement 

through three planes of depth that players can jump back and forth between.  This allows 

for multiple players to face off at the same 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 jump command and choose 

whether they would like to move up a plane or down a plane using the directional pad.  If 

players are at the bottommost plane by pressing down they move to the topmost plane.  

Conversely, if players are at the topmost plane, they can move to the 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 between 0.3-0.5 seconds to 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 plane-jumping maneuver (i.e. some characters dive to another 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 takes slightly 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 three planes of depth, the standard action camera (see GUI> Camera System) 

changes to a multiplayer camera, which tilts downwards and rises up to a ¾ birds eye 

view of the playing field so that all planes are clearly distinguishable.   The camera 

system smoothly transitions between these two variants based on the number of planes 

that are currently being used.   

 

For instance, if all characters are fighting on a single plane, then the camera toggles to the 

standard action camera.  On the other hand, if two or three planes are being used, then the 

camera tilts 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 of a single 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, players need to select the character they wish to 

switch to by holding down the óCharacter Selectô button command (see Gameplay> 

Controls).   

 

By holding the Character Select button and pressing up or down on the directional pad, 

players can switch between the different characters on their team.  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.  Players can select 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 initiatives influence the way their A.I. 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: 

 

¶ Aggressive (A.I. will Seek to Fight) 

¶ Defensive (A.I. will Seek to Defend and Run) 

¶ Protective (A.I. will Seek to protect partners) 

¶ Associative (A.I. will Seek to join in combination attacks) 

¶ Intuitive (A.I. will learn from the playerôs fighting style and mimic it) 

¶ Random (A.I. will toggle between previous Initiatives) 

 

Using these 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 fight, players have two ways in which they can assign initiatives, through using 

the óSet Initiativeô button command or by going into their Player Menu (see GUI> Game 

Menus> Player Menu).  
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To assign initiatives through the Set Initiative button command, players must first 

highlight a character, using the óCharacter Selectô command (see Gameplay> Controls), 

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 Set Initiative 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 they have 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: 

 

¶ The Set Initiative 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.        

 

¶ 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 

assigned to the character that was last highlighted.   

 

Team Sets 

 

Overview 

 

Through the use of team sets players can instantly switch out an entire 3 party team in 

exchange for another 3 party team during combat.  Players can choose the organization 

and priorities of their team sets and 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 team flips, dives, or dashes (alternates 

between the three randomly) onto 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 to be 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 arrange team sets by priority, assign characters to those teams (max 3, 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 requires 100 [UP] (100% of the playerôs 

óUse Points Barô) and 3 levels of energy from the playerôs CP gauge.  The ability to 

switch team sets is limited to 3 switches per normal battle and 6 switches per boss 

fight.  Teams that are out of battle enter the battle with full energy 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 exchange characters 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) and 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 variations 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.) 

 

If one of the playerôs characters dies in battle and the player has less than 3 additional 

members outside of the battle, 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 

set only has 1 or 2 members).  In addition, if two characters from the playerôs party fall, 

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 

super moves.  Characters can perform óDualô and óTripleô super move attacks utilizing 

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 maximum of 7 levels of energy 

to be used from the teams CP gauge.  When a triple super move is used, the fight 

pauses and the screen changes to reflect the triple super attackôs óSpecial Effects 

Characteristicsô (see Game Art> Art Direction> Special Effects Characteristics).   

 

All characters can still perform their own individual super moves aside from these added 

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 differences are the number of life bars shown on the screen and how 

player characterôs life bars are represented in relation to their teammates.    

 

In multiplayer combat, every character has an individual life bar.  When a character dies, 

their life bar fades away and is replaced by the life bar of any characters that are still alive 

(unless the life bar is below all other life bars).  All player characterôs life bars are 

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 

charactersô life bar shuffles to the top of the screen and replaces the previously possessed 

characterôs life bar. 

Multiplayer Death  

 

When controlling a multiplayer team, 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 character 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 

from the playerôs team set can replace the fallen character by using the switch team set 

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 defense impact 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   

 

¶ If 2 or more players hit an opponent at the exact some time, the opponent takes 
damage from all three attacks simultaneously.  When this happens the animation 

frames are cut short. 

 

Defense 

 

¶ If two or more teammates are hit by the same enemy attack, the first character hit 

absorbs 80% of damage.  From there, any other characters hit only absorb 20% of 

the damage from the attack. 

  

¶ If a player is blocking and two opponents 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 develop in stats and skills separately, both requiring their 

own focus in order to advance. 

 

Armarts Development  

 

Armarts have 2 main ways of advancing; through óUpgradesô and through óResponseô. 

 

Upgrades 

 

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

ómech stationsô.  Mech stations can be found everywhere around the world and are 

always located in towns, cities, and villages.  When players enter mech stations they are 

given a choice of upgrades which can be applied to their Armarts.  Upgrades generally 

consist of special parts, engines, or fuels that can enhance the attributes and stats of the 

Armarts in the areas of Strength, Speed, Defense, and Range.    

 

There are also more expensive upgrades that can gain the Armarts specific abilities and 

enhancements.  With these sophisticated upgrades, players can equip new special and 

super moves to use in battle.  Other high-level upgrades include abilities like 

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

the weapon class of their Armarts. The types of upgrades include: 
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¶ General- Includes enhancements in the areas of Strength, Speed, Defense, and 
Reach.  General upgrades are self-balancing and as players equip more of one 

type of general upgrade, another type is weakened (i.e. If player equip speed 

upgrades, their strength is decreased).   

 

¶ Ability - Ability upgrades give the player additional Kinetic abilities such as 

teleportation, flight and invisibility.  Every ability has its own ups and downs (i.e. 

Teleportation subtracts energy from the playerôs CP gauge). 

  

¶ 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 to replace their special move set all together.  The downside to these 

upgrades varies. 

 

¶ 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. 

 

¶ 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 for their Armarts.  Not all Armarts can upgrade their 

weapons sets. 

 

Upgrade Checks and Balances 

 

When customizing their Armarts with upgrades, players must be cautious of the effects 

that advanced upgrades have.  The most expensive parts may also be the most difficult  

moves to 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 their Armarts with 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 pre-set number of upgrades 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 upgrades.  By 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 see Appendix 

> Gameplay> Player Skill Development> Upgrades)  
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Response 

 

Armarts also advance based on the pilot playerôs core stats (Strength, Speed, and 

Defense).  If the pilot has advanced in speed, then the Armarts also has slightly faster 

speed as well.  A linking attribute called ñResponseò represents the amount of additive 

influence the pilot characterôs stats has on the Armartsô stats.  This amount is determined 

by the relative closeness the pilot characterôs stat total is in comparison to the Armartsô 

stat 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 Armarts is 50%.   

 

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 

instance, if the playerôs Armarts has a strength of 70, speed of 20, and a defense of 10, 

then the Armartsô stat total would be ó100ô.  In order to obtain the Armartsô response 

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 qualifiers follows: 

 

 

Response 

Categories 

Difference Range Response Percentage  

Very High 

High 

Average 

Low 

Very Low 

No Response 

0-15 50% 

16-20 40% 

21-30 30% 

31-40 20% 

41-50 10% 

51-> 0% 

 

     

e.g. 

 

Assume that the playerôs Armarts has a stat total of 100 (Strength 70, Speed 20, and 

Defense 10) and that the playerôs pilot character has a stat total of 60 (Strength 20, Speed 

20, and Defense 20).  The difference between the two equals 30.  Hence the Armartsô 

response would be considered óAverageô and 30% of the pilotsô stats would be added to 

the Armartsô stats.  In this case, 30% of the pilot playerôs total strength (6) plus 30% of 

the pilot playerôs speed (6), plus 30% of the pilot playerôs defense (6) would be added to 

the stats of the Armarts respectively.  The Armartsô final stats based on its 30% response 

would actually be 118 (Strength 76, Speed 26, and Defense 16).   

 

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

pilotôs stats and skills.  
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Notes 

¶ Each character has a different max value on various stats.  Super Moves also have 
special modifiers outside of the playersô skill development that determine their 

final stats.  For instance, Super moves may be double the stats of the playerôs 

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 obtain additional special 

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 points. Experience points 

are gained when 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 

called a óLevel-upô.  The maximum number of levels that each pilot player can obtain is 

20.  At the highest level, the pilot characterôs stats are at their peak.  Each characterôs 

final stats vary.   

 

Stats that increase in relation to the playerôs level include: Strength, Speed, and Defense. 

These stats dictate the value of all the playerôs Offensive, Defensive, and Kinetic moves.  

 

¶ Strength- Pilot characterôs strength stats are based off of the standard character 
life bar, which represents 100%.  The numeric value the strength stat has relates to 

the max percent of offensive damage that the playerôs moves can have.  For 

instance, if the playerôs current strength is 20, the most damage that the player 

could inflict is 20% of 100% (based on the standard character health bar).  

Because some move styles are inherently weaker or stronger than others, the true 

range of the playerôs strength varies from 0%-20% depending on the move they 

use.  

 

¶ Speed- Pilot characterôs speed stat values determine the quickness and scope of 

the playerôs kinetic moves.  This includes basic navigation such as running and 

jumping.  However, speed stats also determine how swiftly the playerôs offensive 

and defensive moves transpire.  Every move the player has contains a min and 

max speed.  As the 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, the max value of characterôs speed stats 

varies. 
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¶ Defense- The pilot characterôs defense stat arbitrates the playerôs resilience to 
offensive attacks.  The higher the playerôs defense, the less they are affected by 

attacks.  The amount of damage players take from attacks also depends upon the 

strength of the offense being used against 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 scrolls, 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 the use of the 

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, the mentor 

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 charge the player for teaching 

them skills. 

 

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

players are tested by having to perform the skill under pressure.  Mentors test the playerôs 

use of the skills and grades them based on their 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 maximum of 3 skills that they can use at a time and so they 

must choose which skills they would like to equip.  However, unlike the Armarts, players 

donôt ever lose skills by un-equipping them, they simply have to switch between the 

skills they currently seek to use in their fights. 

 

When players first learn a skill from a mentor it 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 by Skill 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 Items 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 match.  Items 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 ailments).  Items 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 items in normal combat, players must hold down the óUse Itemô button command 

and toggle through their available inventory by tapping left and right on the directional 

pad.  To use the item, players simply need to release the Use Item button and whichever 

item they have toggled to is selected and used on the player.   

 

Players can also cancel the óUse Itemô command by pressing the óCancelô command 

while the óUse Item Menuô is open.  Alternatively, players can toggle to a blank space in 

the menu items list and release the óUse Itemô button, which causes no item to be used.  

In multiplayer battles, to use an item, the player must first select the character that they 

want to use the item on using the óCharacter Selectô command (see Gameplay> 

Controls).   

 

Players can also use items against the opponentôs team by selecting a character from their 

party and using the item on them.  To select a character from the enemyôs team, players 

must use the óCharacter Selectô command and toggle over to the enemyôs team.  Players 

can do this by holding down the óCharacter Selectô command and pressing left or right to 

switch between the teams. Toggling over to the opponentôs team allows the player to 

highlight enemy characters using up and down on the directional pad.  To toggle back to 

their team, players simply press left or right while holding down the óCharacter Selectô 

command. 

 

Using items in battle requires óUse Pointsô (see Combat Gameplay> The Basics of 

Combat> Use Points).  The amount of óUse Pointsô required varies per item.  Outside of 

battle items can be used at any location and 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> Items and Enhancers List) 
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4.10 Controls 

 

¶ Overview 

¶ Control Scheme 

¶ Move List 
 

Overview 

 

The primary goal for Chiaroscuroôs controller system is to provide the player with many 

complex actions and options, but to keep the interface simple.  Chiaroscuroôs control 

system also focuses on smooth response and input accuracy so that the moves and attacks 

the player performs feel natural and straight forward.  Lastly, the game 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 

 

 

 
 

 

Chiaroscuroôs controller scheme has been designed for the X-box game controller here as 

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 Movement (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 

 

óLô [Left Back]= Character Select / Turn Camera Left 

óRô [Right Back]=Plane Jump (_) / Turn Camera Right 

 

Start=Pause / Player Menu 

Select [Back]=Enter Fight or Exit Fight / Change Leader 

 

 

(_) = Must Hold To Use 

 

Move List  

 

Combat Commands 

 

 

Medium Punch- Double tap óHard Punchô quickly 

 

Medium Kick- Double tap óHard Kickô quickly 

 

Double Medium Punch- Double Tap óHard Punchô quickly followed by óLight Punchô  

 

Double Medium Kick- Double tap óHard Kickô quickly followed by óLight Kickô 

 

 

Navigation Commands 

 

Jump- Up 

 

Crouch- Down (_) 

 

Block/Walk Backwards- Back (_)  
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Dash/Run- Double tap Forwards 

 

Turn- While holding the D-pad in any direction, press left or right on another D-pad to 

face backwards or forwards.   

 

Standard Ability Commands 

 

 

High Jump- Tap Down, Up quickly 

 

Double Jump- Tap óUpô while in the air  

 

Wall Jump- When jumping against a wall or obstacle, press óUp-Backwardsô 

 

Recovery Move- Directly after being thrown press (Down, Down-Forward, Forward) + 

(Hard Punch + Hard Kick)  

 

Reverse Grapple- While being grabbed quickly press (Down, Down-Backwards, Back) + 

(Hard Punch) or (Hard Kick).  

 

Offensive Cancel- After blocking an attack press (Forwards) + (Hard Punch + Hard Kick) 

 

Armarts Transform- Tap Hard Punch + Hard Kick Simultaneously 

 

Toggle Items- Tap left and right while holding the óBlackô button 

 

Use Item- Ü Hold óBlackô button, (Choose Item), release óBlackô button 

 

Taunt- Hold the Character Select command and press the óSelectô button. 

 

 

Multiplayer Commands 

 

 

Toggle Initiatives- Tap left and right while holding the óWhiteô button 

 

Use Initiative - Ü Hold óWhiteô button, (Choose Initiative), release óWhiteô button 

 

Plane Jump- Press up and down while holding the óPlane Jumpô command   

 

Toggle Character Select- Tap up or down, while holding the óCharacter Selectô button 

 

Toggle Team Select- Tap left or right, while holding the óCharacter Selectô button 

 

Switch Character- Ü Release óCharacter Selectô button 
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Team Set Switch-º (Light Punch+ Light Kick+ Hard Punch+ Hard Kick) simultaneously   

 

Switch to Pro1 Member-º (Light Punch+ Light Kick) simultaneously   

 

Switch to Pro2 Member-º (Hard Punch+ Hard Kick) simultaneously   

 

Dual Super-º Tap the óPlane Jumpô command (CP gauge must be at level 5) 

 

Triple Super- Tap the óPlane Jumpô and óCharacter Selectô commands simultaneously 

(CP gauge must be at level 7) 

 

(_) = Must Hold To Use 

 

* Can be performed while in mid-air 

 

º After selecting a character. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

| Updates | Table of Contents | Game Overview | Feature Set | Gameplay | Game Modes |   

 

| Game Story | Game World | Game Characters | User Interface | Game Art | Game Audio| 

 

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

¶ Gameplay Modes 

¶ Chiaroscuro 

¶ Vs. Mode 

¶ Training Mode 
 

5.1 Gameplay Modes 

 

There are 3 distinct game modes that players can choose from the main menu screen: 

Chiaroscuro, Vs. Mode, and Training Mode.  A list of their core features follows: 

Chiaroscuro  

 

¶ 1-3 Players (in co-operation) 

¶ Game World Exploration 

¶ Story 

¶ Character Development 

¶ Armarts and Pilot Combat 

¶ NPC Interaction 

¶ Can unlock secrets and characters for the VS. Mode. 

 

(For more information see Game Modes> Chiaroscuro) 

Vs. Mode  

 

¶ 2-4 Players (in co-operation and/or opposition) 

¶ Character Customization Options (Characterôs name, game controls. colors, 
health, items and enhancers, CP, Use Bar, time, and upgrades) 

¶ Stage Select 

¶ Can save win/loss record for each player character 

¶ Can unlock secrets and events for the Chiaroscuro game mode. 
 

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

Training Mode   

 

¶ 2-4 Players (in co-operation and/or opposition) 

¶ Can record fights for playback 

¶ Combo Tracker 

¶ On Screen Move List and Move Log 

¶ Can Fight Special Training Characters 

¶ Practice Dummies and A.I. Fights 
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¶ Character Customization Options (Characterôs name, game controls. colors, 
health, items and enhancers, CP, Use Bar, time, and upgrades) 

¶ Stage Select 

¶ Can unlock secrets, characters, and events for the Chiaroscuro game mode and 
the Vs Mode. 

 

(For more information see Game Modes> Training Mode) 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

| Updates | Table of Contents | Game Overview | Feature Set | Gameplay | Game Modes |   

 

| Game Story | Game World | Game Characters | User Interface | Game Art | Game Audio| 

 

| Technical Design Doc | Art Bible | Sound Bible | Appendixes | 
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6. Story 
 

¶ Story Overview 

¶ Story Premise  

 

6.1 Story Overview 

 

Chiaroscuro propels players into a breathtaking world where mech-combat 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 

naïve pilot. Everest is forced to join the Chiaroscuro tournament and fight for the top 

prize, in order to free his masterôs school from its debts.  On their journey, players will 

spark rivalries and gain companions, clash with the overwhelming force of the Armarts, 

and discover their innate abilities in this hysterical battle for conquest.   

 

6.2 Story Premise 

 

Chiaroscuroôs story is a metaphor for the universal ecology issues that humanity faces 

both spiritually and environmentally.  It focuses heavily on the theme of adaptability of 
oneôs psyche, use of technology, and evolution of behavior in order to survive 

widespread change. 

 

The main character, Everest Eastern, embarks into the world of Seda to compete in the 

Chiaroscuro tournament and collect money to pay for his schoolôs debts.  As the story 

progresses Everest will 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 

life form known as Genome.  In the end, Everest truly evolves and prevents the óError 

Catastropheô of Luca by ingesting Genome and ending the universal war of the Ur-gene 

(war of the first gene).    

 

 

| Updates | Table of Contents | Game Overview | Feature Set | Gameplay | Game Modes |   

 

| Game Story | Game World | Game Characters | User Interface | Game Art | Game Audio| 

 

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

¶ Overview 

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

¶ Stages Mechanics 
¶ Game World Gameplay  

¶ Key Locations  

7.1 Overview 

 

From the very beginning, players are set 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 world, such 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 

 

ñThis Section Is Workingò 

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 events and 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 distant background 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 circuits, the 

Chiaroscuro tournament, and through óconflict areasô in the game world. 

 

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 

(depending on which direction the enemies are; see GUI>Camera>Combat Mode). 

Screen boundaries are drawn and the playerôs combat H.U.D. elements fade in.  Lastly, 

on screen G.U.I. 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-Defined Conflict Areas 

 

Conflict areas are sections of the game world where enemies are actively seeking to 

combat the player.  Most conflict areas in Chiaroscuro are predefined in a style similar to 

Chrono Trigger [Square-Enix].  When players are traveling in conflict areas, there are 

two main ways that they can enter into fights: Enemy Sight and Triggers. 

¶ Enemy Sight- All enemies in conflict areas have a sight which they can use to 
identify the playerôs character and pursue them.  Enemy sight is designed as a 

limited cone view originating from the center of the character and facing in 

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. 

 

   An enemyôs sight can be blocked by objects and environmental obstructions.  

After a predetermined amount of time, if the enemy loses sight of the player, they 

cease in their pursuit (for more details on enemy AI and sight see 

Appendix>Game Characters>AI). 

¶ 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 spawn vary widely per enemy 

category).  Triggers are used when enemies surprise attack players. 

 

Players can avoid confrontation with many triggers and enemies in these environments by 

carefully analyzing their surroundings.  Since most enemies are visible to the player in 

the game world, there are usually more roundabout ways of avoiding enemies through 

navigating the environment.  For 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 route and 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 locations such as battle circuits, schools, mech stations, or 

tournaments where the player has the choice of approaching and challenging opponents.   

 

Exiting Fights 

 

The four ways 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 in-game event.  

 

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.I. elements appear and show players 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 confrontation and all combat HUD 

graphics fade away (see GUI>Camera>Combat Mode for more details). 

 

Losing a Fight 

There are two ways in which the player can lose a fight: through competition or through 

death.  Depending on which way they lose, the method in which the fight is exited varies. 

 

¶ Competition-If players are defeated by opponents in a competition fight, the 
camera turns towards their opponents who perform their victory poses.  The 

camera then scrolls to the playerôs team doing their defeated animations.  On 

screen 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 details).  

 

¶ Death-If players are defeated by enemies in a fight to the death, the camera zooms 

out overtop of their body as the game over screen fades in, transitioning with a 

ócool effectô (like a zoom out, radial blur, Seda and the gene being absorbed and 

changing color etc.).  At this point they 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, players can also run away from fights.  Only certain characters 

have this ability however.  When the player seeks to run away from a fight, a special 

yellow track bar appears at the top of their screen. Players have to press the attack buttons 

rapidly (at a rate of 1 tap per 0.2-0.8 seconds) without getting hit in a specific 

timeframe. 

The timeframe varies based on the speed of the speed of the playerôs character 

performing the retreat ability.  Characters with higher speed can exit the fight quicker 

than characters with low speed.  If players are successful, they are able to run away from 

the fight and their entire team exits from combat mode (using flash bombs, smoke, oil 

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

before their enemies recover from their retreat. If players do not get out of this range in 

time, they are entered in the fight once again.  

 

Retreating Notes: 

¶ When there are 1 to 2 players on a team, players can run away in the direction 
directly behind them.  However, when there are three characters on a team, 

whichever side of the screen the majority of the party is on, this is the side that 

characters run off. 

 

¶ If players run form one fight, they may get caught up in another (there is no 
invincibility time).   

 

¶ 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 special Health 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 soon as a breakthrough occurs, the camera 

zooms to show the wider portion of the stage (about a screen and a half distance)  

Many locations in conflict areas can be expanded or broken through.  This is especially 

true in areas where large or important fights (such as boss fights) take place. 
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Breakthrough Notes 

¶ When a section of a conflict area is broken into where other enemies are present, 
those enemies can join in against the player if there is enough room from them in 

the opposing party.  If there is not enough room, the enemies can wait on the 

sidelines until there is room and then joins into the fight (using a team set switch). 

This can only be done by certain classes of enemies.  Not all enemies join each 

other in battle.  

Stage Intros 

 

During competition battles, 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 

 

Players navigate through the game via óLocation Mapsô. There are a total of three 

location map types; World Map, Region Map, and Area Map. 

 

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

the entire 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 city, 

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 a regional 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 between the world 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 they exit an area (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 Maps-Area maps are the most robust and specific map types and allow players to 

navigate places within a region.  Areas are individual cities, towns, or localities which 

contain many smaller óLocation Typesô (e.g. shops, mech stations, caves etc.).  The 

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 type there 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 

 

¶ Compass Map- Any time the player is in the game world, they have the option of 
switching their 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 geographic 

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). 

 

¶ Player Menu Access- The player always 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 

 

¶ Geographic Boarders- In the world and region map types, players are able to 

activate a special G.U.I. 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 players in finding specific locations. 

  

¶ Location Quick List- Once 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 select the location.  This automatically 

takes the player to that location.  In this way, much needless travel time can be 

saved.  

 

¶ Entering the Region Map- When players are using their Armarts on the world 
map and want to enter into a region, they must choose to do so.  In order 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 ñxò region (x representing the regionôs name).  If they select yes, the screen 

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 system has been established to assure that players do not make mistakes 

about the region they seek to travel to as the transition from world to region map 

takes up loading time.  

 

¶ Entering the World Map- When players are using their Armarts on the region map 
and want to enter into the world map, they must activate their Armartsô flight 

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 makes it fairly 

quick and easy for them to get to the world map from the region map. 

 

 

Region/Area Maps 

 

¶ Entering/Exiting Region and Area Maps- Players enter and exit between region 
and area maps automatically.  Once players get to the exit of an area, they are 

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/entrance points 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 location map types more 

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

them automatic. 

 

 

Area Maps 

 

¶ Entrance/Exit Points-Exclusive to area maps, when players are in an area, they 

are able to activate an entrance/exit point G.U.I. feature. 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 specific details about each map type) 
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Area Types 

 

There are several kinds of areas that can be found in the regional game map.  These areas 

are archetypal and include variations in transportation, urban design, and ólocation typesô 

(see Game World> Location Types).  Each area type provides a different quantity and 

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

 

Kingdom/Republic- The largest area type, Kingdoms/Republics can be twice the size of 

cities in scale and have very elaborate 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 where an entire section 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 comparison to 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 important for a playerôs advancement and skill development.  Cities 

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. 

 

Towns-The third largest area type, towns are essentially settlements with dense 

population, yet they lack 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.  In addition, towns feature a 

surplus of mini-games and side-quests 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 can find very valuable items, enhancers, and mentors in 

these locations.  Villages are often used as a ñgo toò location that players must find in 

order to accomplish a higher level objective.   

 

Hamlets-The smallest rural area which contains a humble populous and at least 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 players can interact with.  The 

playerôs visit to a hamlet group most often involves story motives. 

 

Sepulcher- A 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 vary from small 

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 location blocked by 

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 Paths- There are many areas in the world which consist 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 based on the 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). 

 

Plains-Wide open fields 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, locations 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 several archetypal locations that can be found in each area and are of 

importance to game 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 hole-in-the-wall shacks.  The kinds of items available in each 

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 appear in the storeôs 

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 Non-Playable Characters [NPCs].  Player Characters are human or AI 

controlled and have robust animation, state, and controller systems.  Enemy characters 

are controlled sole by AI and have much simpler animation and state systems than those 

of player characters.  Enemy character classes have no controller other than AI.  Lastly, 

NPCs are also AI 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 and straight 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 properties are out lined 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 

 

¶ Properties 

¶ Standard Animations 

¶ Standard Logic and Use Cases 

¶ Enemy Character List 
 

8.4 Non-Playable Characters 
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¶ Properties 

¶ Standard Animations 

¶ Standard Logic and Use Cases 

¶ NPC Character List 
 

ñThis Section Is Workingò 
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9. Graphic User Interface (G.U.I.) 

¶ Overview 

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

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

¶ Game World 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 Player, Multiplayer) 
 

ñThis Section Is Workingò 
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10. Game Art 
 

¶ Art Direction 

¶ Special Effects Characteristics 

¶ Lighting and Perspective 
 

10.1 Game Art Direction 

 

 

ñThis Section Is Workingò 
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11. Game Audio 
 

 

ñThis Section Is Workingò 

 

 

¶ Sound Design (Mood and Atmosphere, Style, Voice and Sound Variation, 
Dynamics, High-level Sound Goals, Sound Tests, Secret Sounds, Alternate 

Sounds) 

 

¶ References: Escaflowne and Amelia soundtrack.  The instruments tell the story 

outside of the visuals.  Based on locations, characters, situations etc.  

Orchestration and contrast/harmony between instruments.  So simple, yet they are 

speaking a separate voice that when it all gets put together makes beautiful sense. 
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