Game Design Document for:

Retah: Tiers of Heaven

Overview

This game is a tactical strategy RPG in the same style as Final Fantasy Tactics by Squaresoft and Disgaea by Nippon Ichi Software.  An emphasis is placed on turn-based battles on a tactical grid-based level, on telling a story about unique characters in a unique world, and on the player’s ability to customize their characters to their own playing style.  The story will be told through cut-scenes and through the main character’s own exploration of the game world.  The main character will explore towns and other areas of the game world, talking to characters and discovering treasure and other secrets along the way.  This game is designed to reward a player who decides to explore as much as possible.  The rewards for exploration are reflected in the battles, in which the player will become more powerful due to extra abilities or weapons discovered.  However, the player’s skill and strategy will be the main factor that allows success in battles.  As this is an RPG, the player will mainly become more powerful through the battles by defeating enemies to gain experience and level up their characters.  The non-linear design of the battles, customization of the player-characters, and amazing storyline are designed to keep the player interested throughout the gaming experience, and to keep the player always wanting more.

This game will be made for the Playstation 3 as Sony has established themselves firmly as the number 1 seller of video game systems in the current market.  The game may also be ported to the Xbox 360 and the Revolution.

-Story and Setting-

World

Planet – Retah

Retah has 13 continents

Glen – A lush continent filled with forests and swampy lakes. When the heavens fell, Glen's local governments collected trees and plants from all the new species that now populated Retah. Unfortunately, they were nearly all sentient plants, and developed their own, sometimes parasitic, societies.

Corpulest – A semi-volcanic island chain. Much of the islands have grown together to form a large land mass. Mostly uninhabited, but does have a few cities. This area is home to various types of ores and metals that can't be found elsewhere on Retah, so there are many mines.

Rive – A large mass of land shaped like a banana. This area has thousands of pockets of indigenous peoples. After the heavens fell, they became home to other primitive peoples. They are protected by international law under the authority of Portward.

Truscent – A smaller continent, created by large chunks of the heavens. Now home to small amounts of researchers and scholars. 

Livinil – A vast desert and home to a few tribes of sand dwellers. Those who learn their magic and spear skills, are often the strongest you will ever meet.

Portward – One of the few governments that existed before the heavens fell, Portward is a mecca of travel and trade. They don't have much in the way of resources themselves, but are the richest member of the continental alliance, of which there are all continents belonging, but Truscent and Arnist.

Trinity Lakes – Once a large mass of land, Trinity Lakes was sculpted into a system of 3 gulfs with many ports. It is a hub that is the base of operations for both trade and crime.

Coastland – Heralded as Retah's largest and most beautiful beach. It has wonderful waterfalls and cities filled with laid back and happy people.

Kepsand – The other continent that connects to Trinity Lakes, where Glen is the first. Kepsand is small and relatively uninviting. There are a few towns, but most are inhabited by starving peoples. 

Arnist – All the angels in Retah congregate here. They use this once desolate land as a base of operations.

Youst – Small and home to several cave dweller peoples. They live in peace with each other and the world. Lots of mines and good miners.

Drunia – Another government that existed before the heavens fell. They are a smart and technologically advanced people. Most technology that existed before the heavens fell, came out of Drunia, or Druinian science.

Fireworth – The people of Fireworth striped down their forests and filled their lakes. They built a monument to their own waste and cover their small continent with factories and industry. Good things come from Fireworth, good things also die there.

Religious background

The universe was created by the 5 gods, Fiara (fire), Witero (water), Whisp (wind), Tido (lightning), and Ginde (earth). The gods created the 13 tiers. Tier 13 is the Underworld. Tier 12 is the mortal universe. The final 11 tiers are the Heavens. 

1 – House of the Gods

2 – Arch Angels

3 – Angels

4 – Servant Angels

5 – Ghosts of the Angels

6 – Ghosts of the Mortals

7 – Souls of the Unborn

8 – Ghosts of the Beasts

9 – Souls of the Unborn Beasts

10 – House of the Elementals

11 – House of the Servant Machines

12 – Mortal Universe

13 – Underworld

Each god created 3 Arch angels. Each Arch angel created 100 Angels. The Angels worked to create new angels who they housed in the Tier below them. They all worked to create souls. The Elementals were created by the Arch Angels to do their direct bidding. The machines are all life created by mortals at their passing. The underworld was left vacant, but was soon taken by lesser beasts and demons born of all tiers and cast away by the gods.

15 years before the start of the game, A war was fought between the Servant Angels and the Angels. The resulting battles weakened the structure of the Heavens and they fell onto the Mortal Universe. The resulting Chaos had various effects on various planets. On Retah, very few higher beings fell, so it was spared most of the problems that the Angels cause. Retah had only made advancements with steam power and electronics, They had not developed gun powder. Magic didn't exist either. When the Heavens fell, Retah was suddenly populated with the ghosts of beings from many planets, and the power of countless ancient machines. 

There are thousands of creatures and alien beings now populating Retah, so having very unique beings, people and monsters should be a hallmark of the game.

The 15 Arch Angels each have their own element:

Lava, Fire, Smoke, Ice, Water, Wave, Wind, Cyclone, Storm, Lightning, Thunder, Atomic, Rock, Metal, Meteor.

Characters

Name

Race

Age

Weapon type

Skill type

Personality

Back story

Playable Characters

Juses Christo

Human

31

Mechanical

Aiming

Reserved aloofness

Born during a period of time when the government installed 'happy' chips in the heads of its people. These chips don't function well, they merely make someone act happy and aloof. He has a deep love for his brother Sanat. He wasn't raised by his father, he was taken away and raised by the government military camps.

Sanat Christo

Human

13

Fire based non-mechanical weapons

Fire based magic

Chaotic Neutral, Dark and brooding

Born 2 years after the downfall of the government that installed the chip his brother has. He was raised by his father. He loves his brother deeply. He watched his father die 1 month prior to these events beginnings.

Ro

Robot

-

4 arms

Frigidity and full of glitches

Built by the Christos after the Heavens fell (15 years ago)

Ot

Robot

-

4 legs

Blank and cold, emotionless

Found in rubble from the 11th tier of Heaven during the game.

Serena

Lizard

200 years past death

Daggers

Ninjitsu

Wise, assassin type.

She is from a planet inhabited by lizard-like people. She lived a long time, died, and spent about 200 years worth of time in the heavens. (her age on her home planet isn't important since that planet's years are not the same as Retah, but she died young.) She was a warrior in her own day, fighting in a war on her own planet.

Arch Angel Tibanae

Arch Angel

LONG time

laws forbid him to use mortal weapons, armor, or tools. He fights with his fist and Atomic Whip.

Atomic elemental magic

A very muted personality

Tibanae is the Arch Angel of Atomic power, under Tido. He relays info to you Via his elementals, but later makes himself a member of your party to help defeat a growing demon insurgency.

#8,376,329,476,834,943,435 or Frizz for short

Blob

Soul of the unborn

Uses blob weapons that amount to technological beams and lasers

Mechanical Skills

Frizz is a lesser character, found in the game. Part of a cast of many lesser playable characters who join the fight and let the player have a choice in the type of characters that they fight with. It is important to note, Not all souls of the unborn are blobs, they can be any race, this one just happens to be a soul for a blob. Unborn souls are blue and transparent, Blobs are multicolored.

NPCs

Maria Christo

Human

56

Kind and depressed

Mother of Sanat and Juses.

Jose Christo 

Human

Stricken / dead / 58

Gentle silent scientist

Was working with creating new electronic life.

Oke

Treefolk

230

Limbs

Water magic

Sage like personality

Wise old tree, leader of a gang of treefolk that terrorize the continent of Glen.

Pinez

Treefolk

150

Treefolk weapons / Limbs

Tree skills

Brash

A sturdy tree who is the newest member of the gang.

Redwud

Treefolk

170

Limbs

Tree skills

Meat headed

The 'muscle' of the gang, not very bright by any standards.

Seeder

Treefolk

200

Limbs

Smoke Magic

Wise guy

Support mage for the gang.

Maypul

Treefolk

120

Treefolk weapons

Sweety

Ninjitsu

She is a sneaky tree.

Arch Angel Lauralae

Arch Angel 

OLD

claw and lava spear 

Lava Magic

Also a muted personality

She is searching out the book of life as well, she stands as the major opposition to the player.

Storyline

The story begins with an intro about the 11 tiers and their collapse. You then meet the 3 main characters, Juses, Sanat, and Ro. Juses has just returned and is about to learn of his fathers death.

They set out on a quest to find their fathers murderer and the Book of Life

They fight the tree gang for the first time.

They meet Ot.

They fight the tree gang again some more while investigating something that sounds like the Book of Life.

They meet Tibanae's elementals and learn more about the Book of Life. It seems it is lost even to the gods. Everyone from the highest of heaven to the underworld is searching for it. The gods want the book to ensure that their plan to let the universe die out so they can rebuild will go well. Others want the book to prevent them from letting all life perish. Tibanae is in league with a faction of Angels that want to rebuild a harmonious universe without Tiers.

They go on their first assignment as knights of Tibanae. They have to clear a town of the tree gang's occupation and rescue a sage there.

They travel outside the continent of Glen for the first time, to Trinity Lakes, a smaller continent than Glen that is connected by a land bridge. Trinity Lakes has 3 large man made lakes or gulfs that make it sort of look like a biohazard sign. Trinity Lakes is a hub for trade between Glen itself and another connecting continent, Kepsand. You will have the chance to travel into Kepsand now if you wish, but there isn't much there, a few towns.

They meet with Tibanae himself for he first time.

They are sent back to Glen to fight an uprising of demons. The demons are from the underworld and you have to find and shut down their portal. While you are here, you meet Serena, the last of the PCs that you HAVE to get.

They return to Tibanae's safe house to find some elementals that tell you to take a boat to Drunia.

While en route to Drunia, you are sunk by the navy of Portward and Fireworth. There was some sort of overthrow last night and all traffic has been stopped. You wash up on Coastland.

You discover a town of ant-like beings. At this town, you learn where you are and how to get to Drunia. First you have to cross the continent and take a bridge into Rive. Then you have to follow the banana shaped Rive continent to where it connects to Drunia. Rive goes around the outside of Portward.

Portward invades Rive, and you have to fight to get to Drunia.

At Drunia, you discover that it has been overthrown by Fireworth. You meet up with Tibanae here. He tells you about Lauralae and her plans to get the Book of Life.

Tibanae escorts you out of Drunia to Arnist via his personal aircraft, the Scrooge. Arnist has a large population of angels and the only angel cities on Retah. There you get the chance to meet lots of angels and learn about how 2 Arch Angels managed to land on the same planet. Turns out that they were leading attacks against each other during the war of the angels at the moment the Tiers crumbled. You also learn that the gods frequent this planet because of them. Particularly Fiara and Ginde, who govern these 2 Arch Angels. 

You take the Scrooge to ruins of the Vaults of the Gods, a likely place for the Book of Life. They are located on Portward. You discover that the ruins have been cleaned out and there are military from both Fireworth and Portward. Perhaps they have the book?

While at the ruins, you let loose a boss. You get one of those cut scenes where the big huge boss falls from the sky to attack you. But when it lands, it's legs break, and you fight it's very immobile bulk, making the fight manageable. 

After you return, you are given a much more open game. You are given the Scrooge to fly around the world map freely, you can then visit the remaining areas of the map you have not covered and participate in any of the sidequests.

You fly to Fireworth on your own, and this will step forward the story. Tibanae joins your team for this area. You attack at the heart of the Fireworth army, hoping to eliminate them before the final assault on Portward.

You again get the chance to fly around freely and do side quests, of which, there are now more to act in.

You fly to Portward in order to get the book from them. Tibanae again joins your team. You fight to their storage rooms and find nothing, you do find a portal to the underworld. You enter the portal and regroup.

Tibanae senses the presence of Lauralae and you are sent across a long trail through the underworld, where there are several towns and side quests. The underworld takes place on the reverse continent of Portward. Drawtrop is identical to the shape of Portward but dark and inhabited by twisted demons. 

You travel to the largest port on the continent and are confronted by Lauralae's elementals. You enter another portal after the battle and wind up back in the mortal universe.

After traveling back to the Scrooge, you fly to Arnist to confront Lauralae. She runs and you take flight after her. The Scrooge gets shot and crashes on Livinil. Lauralae also crashes on Livinil.

You investigate Lauralae's ship and confront Lauralae herself. You learn that the Book has already been given to the gods, and they are all in preparation to seal the book so that no new souls will be created and those who die will never be reborn.

This requires all 5 gods to do and is going to take place on Truscent. 

You are given 1 last chance to go participate in side quests, of which there are again new ones to do.

Travel to Truscent and you begin the final battles and Tibanae joins you yet again.

First you have to fight several Arch Angels who have come with the gods to Retah.

Next you fight a score of Machines that are the personal body guards of the gods. Each machine is 1 of the elements and it isn't obvious what one they are until they attack you.

Next you fight the gods themselves, all at once.

After they are defeated, they are absorbed into the book of life, which begins to shake and fracture. It explodes into a huge vortex that expands to engulf the universe. You are flung into a void where you meet an amalgamation of the gods, machines and arch angels you just fought. This is a huge boss, massive machine parts and devastating attacks. As you fight it, it will slowly gain power, starting with a mild amount of magic power and strength and ending with huge amounts due to the vortex taking in all life.

Defeating the boss will not cause the vortex to stop. The vortex continues to suck everything up. Tibanae runs over to the book and begins to cast a spell. Next thing you know. You are standing in a huge field. Trees and oceans begin to form. You are finally shown Tibanae continuing to cast his spell. Sanat and Juses go up to him and ask what is happening. He remains motionless. A tower begins to form under him, around which a city. Then it fades to white and fades back to show Jose Christo walking towards his house, and Maria, followed by Juses and Sanat come running out of the house and hug him.

THE END

-Game Mechanics-

Menu Screen

The menu screen will be divided into different sections.  The player can access the main menu screen at any time except during battles and during cut-scenes by pressing the Start button.  At this point the player will be given a choice of what menu section to enter by pressing X.  The player can move backwards through menus by pressing O.  The sections are as follows:

Character-where the player will view a thumbnail portrait of each character and can view all character stats.

Items- this is where the player will be able to view their items and use items on characters such as a healing item or a disease curing item.  The player can view details about their equipment in this screen (a short synopsis about the piece of equipment), view their equipment’s stats, and see a 3D representation of it. 

Equip-this is where the player will be able to equip his characters.  When a player is equipping characters, they will be able to view the stats of the character being equipped and the stat change which the equip will create.  The player will also be able to see the elemental DEF that the item being equipped will affect.

Skills- where the player can view the skills for each character.  The player will see a description of each skill, skill area of effect, the status effect this skill might have, this skill range, and MP cost.  The player can also organize the order of their skills in this menu section.

Magic-where the player can view the magic spells for each character.  The player will see a description of each spell, the area of effect, status effects, elemental property, range, and MP cost.  The player can also organize the order of their spells in this section.

Options-The player can change music volume, sound effects volume, change speed of the text shown when talking to NPCs, change battle cursor speed,

Save-The player can save their game.  The player can save on the world map and on special save spots inside of other areas.

Load-The player can load a saved game

World Map

The world map will be the access point through which the player will enter the various zones of the game.  The player will have a 3D miniature avatar of their character that they will control and move around the map with the control pad.  The world map will be modeled in 3D and will show forests, mountains, and miniature 3D representations of towns and other areas as required by the story.  Located in the upper right corner will be a mini-map of the entire game world which will show the player’s location, the location of towns, the edges of continents, etc.  The player can rotate the game map by hitting the R1 and L1 buttons, and can view a larger map of the game world by pressing Select.  The player can access menu screens at the World Map by hitting Start.

Character Stats

Following are the statistics that every character and monster in the game will have.  These statistics will determine various abilities of the characters in battle.

STR-a character’s strength.  STR determines the character’s melee weapon power.  Some examples of melee weapons are swords, maces, daggers.  STR also will determine a character’s unarmed fighting power.  Some armor and weapons raise a character’s STR

ATK-A character’s attack power.  Equip able weapons have an ATK stat and raise a character’s ATK.  A character’s total ATK is determined by their equipped weapon(s)’s ATK in addition to the character’s STR. 

DEF-a character’s physical defense.  DEF determines how much melee damage or ranged damage (not including pure magic damage) the character will be able to deflect or absorb.  DEF does not count towards deflecting or absorbing magic damage, so a character with very high defense will still be vulnerable to magic.  Armor adds to a character’s DEF.  Some weapons raise or lower a character’s DEF.

AIM-a character’s aim.  AIM determines the hit percentage of a character’s melee or ranged weapons.  Some weapons and armor raise or lower a character’s AIM.

DODGE-a character’s dodging ability. DODGE determines a character’s ability to avoid (i.e. cause the attack to miss) physical attacks (Note: characters cannot dodge pure magic attacks).  Some weapons and armor raise or lower a character’s DODGE.

SPD-a character’s speed.  SPD determines when a character will be able to take a turn in battle.  The higher the speed, the earlier the character will be able to act in battle and the more often the character’s turn will come over slower enemies. Some armor and weapons raise or lower a character’s SPD.

INT-determines the power of a character’s magical attacks and also determines the character’s number of MP (magic points).  Some armor and weapons raise or lower a character’s INT.  

MGK-DEF-a character’s magic defense.  MGK-DEF determines a character’s ability to absorb magical attacks.  Since characters cannot dodge magic attacks, if a character’s MGK-DEF is high enough a magic attack will simply do zero damage to them.  Armor will raise or lower a character’s MGK-DEF.  Some weapons also alter a character’s MGK-DEF.

Elemental DEF-every character has a certain amount of defense against each type of elemental damage in the game.  This stat will be either positive or negative, positive meaning the character is strong against an element, and negative meaning the character is weak against an element.  Elemental DEF will work in conjunction with a character’s MGK-DEF to determine damage done by an elemental spell.  Elemental DEF will work with DEF to determine damage done by an elemental weapon.  Elemental DEF will be a value between -100 and 100.  When a character has the value of 100 for an Elemental DEF, an elemental attack of that nature will heal the character.  Some weapons and armor raise and lower a character’s elemental DEFs.  The types of Elemental DEF are:

Lava DEF-defense against Lava based elemental attacks

Fire DEF-defense against Fire based elemental attacks

Smoke DEF-defense against Smoke based elemental attacks

Ice DEF-defense against Ice based elemental attacks

Water DEF-defense against Water based elemental attacks

Wave DEF-defense against Wave based elemental attacks

Wind DEF- defense against Wind based elemental attacks

Cyclone DEF- defense against Cyclone based elemental attacks

Storm DEF- defense against Storm based elemental attacks

Lightning DEF- defense against Lightning based elemental attacks

Thunder DEF- defense against Thunder based elemental attacks

Atomic DEF- defense against Atomic based elemental attacks

Rock DEF- defense against Rock based elemental attacks

Metal DEF- defense against Metal based elemental attacks

Meteor DEF- defense against Meteor based elemental attacks

MOVE-MOVE is the amount of squares that a character can move each turn.  Some armor and weapons raise or lower a character’s MOVE.  

JUMP-JUMP is the amount of squares that a character can move vertically (i.e. jumping on top of a box, a building, a tree).  Some weapons and armor raise or lower a character’s JUMP.  

MP- a character’s magic points.  Casting a spell or using a special attack will cost magic points for a character, if they do not have enough magic points they cannot cast the spell or use the special attack.  Some weapons and armor raise or lower a character’s MP.

HP-a character’s hit points.  Some weapons and armor raise or lower a character’s HP.  HP will be divided into various body parts of the characters

-BODY HP-base body HP will be the character’s major source of hit points.  Body HP will be the largest out of all the amounts of HP that characters have, since when a character loses body HP they are immediately KO’ed (they cannot act anymore in the current battle unless healed or repaired by another character).

-HEAD HP-base head HP is the second largest number of HP that a character has.  When a character loses all head HP they are afflicted by a concussion, meaning that they cannot act every other turn.  The concussion remains until at least 1 head HP is healed.


-L-ARM-HP, R-ARM-HP-L-ARM-HP is the HP of the left arm, R-ARM-HP is 


the HP of the right arm.  Base arm HP should be the third highest amount that a 


character has.  When a character loses arm HP their arm becomes disabled, 


meaning that any weapon equipped in that arm becomes unusable until the


arm is healed or repaired.  If a character has at least one arm with 1 HP left they 

can still use items and cast spells.  If a character has 0 hp in both arms they can only use items on themselves.  Certain spells can still be cast even when a

character has both arms disabled, such as healing and status ailment curing spells, but these spells can only be cast on the disabled character’s self. 


Any bonuses gained from equipment equipped on a disabled arm is removed 


until the arm is healed.  NOTE: Some characters may have additional arms!


-LEG HP-Leg HP is the HP of the character’s legs.  When a character loses


all leg HP they can no longer move on the battlefield.  The character can still cast


spells, attack, and use items on characters within range.  

-Any part of a character’s HP that has been reduced to 0 in battle is raised to 1 after battle

COMBO- the distance from the character that another character can be with which the character can perform a combo.  Example: a character has a COMBO stat of 3; this character can perform a COMBO move with all friendly characters 3 spaces away or less.  COMBO attacks are special and are explained later in this document.

MGK-ATK- magic attack.  MGK-ATK is NOT a character stat.  MGK-ATK is the attack power of a particular spell.  All spells have a certain amount of MGK-ATK to determine their power.  MGK-ATK works in conjunction with a character’s INT in addition to the casted-on character’s elemental resistance to determine the damage done by a spell.  MGK-ATK cannot be altered by weapons or armor (for weapons and armor to change the power of a spell they will raise or lower INT).

Status Ailments

Berserk-a character has been put in an extremely angry state.  Due to this state, the character’s STR and DEF is raised by 25%, but the character attacks randomly and cannot be given commands.

Blindness-a character’s AIM is reduced by 75%.

Confusion-a character has become confused.  The character can still be given commands, but the results of these commands are random.  A character might do exactly as commanded, but usually will choose a different target than ordered, use a different item, choose a totally different action, attack a friendly target, heal an enemy character, or the character could attack or heal themselves.

Sleep-the character has fallen asleep.  The character cannot act for 3 turns unless woken up by being hit by any attack or with an item.

Silence-the character cannot use any magic attacks

Concussion- the character cannot act every other turn.

Poison-the character receives 5% damage to body HP at the beginning of every turn.

Power Leak- (Mechanical Characters Only)-the character’s SPD is reduced by 15% at the end of every turn

Short Out-(Mechanical Characters Only)-the character will act randomly.  The character may or may not follow orders.  The character might attack allies.  This is exactly like Confusion.

Memory Wipe-(Mechanical Characters Only)-the character’s memory is wiped and they need to be reprogrammed.  To reprogram a mechanical character another character needs to stand within one square of the memory wiped character and then they will be given the option to reprogram the character.  The player’s enemies can reprogram the player’s mechanical allies, and the player’s allies can reprogram enemy mechanical characters.  When a mechanical character is reprogrammed, they join the side that reprogrammed them.  Certain characters on the player’s side are immune to memory wipe.  After battle, any reprogrammed mechanical character’s memory is returned to normal.

Shut Down-(Mechanical Characters Only) the character has been shut off.  The character cannot act until a friendly character turns it back on (gets within 1 square and uses the re-activate command)

On Fire-(Wooden Enemies Only) when a wooden enemy is attacked with a fire element attack they catch on fire.  They will take 10% damage at the beginning of each turn.  A water, wind, storm, ice, wave, or cyclone elemental attack will remove On Fire status.  NOTE: Wooden enemies have 100 Water DEF (meaning that water elemental attacks heal them) to counter their disability of being able to be set on fire

Skills and Magic by Class

Skills

Aiming

Aim – Increases hit rate

Snipe – Increases range by 2

Leg Shot – Attacks legs

Arm Shot – Attacks an arm

Head Shot – Attacks head 

Body Shot – Attacks body

Ninjitsu

Sneak Attack – Does double DMG from behind

Side Attack – Does 1.5 times DMG from the side

Throat shot – Does 1.2 times DMG from Any angle

Toss – Increases range by 1

Poison – Poisons

Clobber – Sleeps

Invisible warrior – Causes enemies to not be able to target the Ninja

Mechanic 

Deactivate – Powers down a robotic enemy

Jumper Cables – Re-programs from a distance of up to 2

Charge – Increases the power of a robotic ally

Virus – Powers down and re-programs a robotic enemy on consecutive turns

Worm – like Virus, but will move on to a random other robotic enemy 1 turn after re-programming and will continue to do so until it is dispelled or runs out of targets

Tree Skills

Leaf – Attacks at a distance of up to 3 spaces

Thorns – Grows thorns on itself that DMG all enemies within 1 space for 3 turns

Roots – Gains 20% hp each turn until healed completely at the cost of being able to move.

Sap – Makes a targets turns come up less

Seedling – Creates a weaker 'child plant'

Magic

Lava

Lava Flow – range of 3, effects target only

Lava Stream – range of 7, affects all 7 spaces in its path

Lava Wave – range of 5, effects all 5 spaces and spaces to the left and right of target space.

Vent – Affects all spaces around caster.

Volcano – effects all spaces for a range of 3 around caster

Fire

Fire Bomb – range of 3, effects 5 spaces arranged as a +

Fire Blast – range of 5, same effect as Bomb

Flare – range of 7, same effect as bomb but attacks diagonal spaces as well, 9 total spaces

Ultra Flare – range of 9, same as Flare but hits 4 more spaces outside those 9 in a +

Smoke

Cloud – range of 4, blinds

Caustic Cloud – range of 4, poisons

Tear Gas – range of 4, Confuses

Toxic Gas – range of 4, blinds and poisons

Laughing Gas – range of 4, confuses and berserks

Mustard Gas – range of 4, High DMG and poisons

Ice

Freeze – DMG and slows

Shard – DMG

Cube – DMG and slows, effects 5 spaces arranged as a +

Icicle – DMG all spaces around caster

Snow – Slows all enemies

Water

Water Flow – range of 3, effects target only

Water Bomb – range of 5, effects 5 spaces arranged as a +

Water Stream – range of 7, affects all 7 spaces in its path

Water Beam – range of 10, effects target only

Wave

Wave – range of 5, effects all 5 spaces and spaces to the left and right of target space.

Ripple – attacks all spaces around caster

Muddy Wave – like Wave but slows

Tsunami – attacks like a cone for a range of 5, from the caster, < 1, then 3, then 5, then 7, then 9, each consecutively weaker

Wind

Wind Flow – range of 3, effects target only

Jet Stream – range of 7, affects all 7 spaces in its path

Air Wave – range of 5, effects all 5 spaces and spaces to the left and right of target space.

Blow – Affects all spaces around caster.

Gale – effects all spaces for a range of 3 around caster

Cyclone

Spinner – range of 5, effects all 5 spaces and spaces to the left and right of target space.

Cyclone – attacks all spaces around caster

Cold blast – like Spinner but slows

Spiral Assault – attacks like a cone for a range of 5, from the caster, < 1, then 3, then 5, then 7, then 9, each consecutively weaker

Tornado – Attacks all spaces around caster for from range of 3 to 6, no dmg for the eye

Storm

Storm – DMG, effects 5 spaces arranged as a +

Tropical Storm – DMG, effects 9 spaces 3 X 3

Freezing Rain – DMG all spaces around caster

Snow Storm – Slows all

Hurricane – DMG, effects 16 spaces, 4 X 4

Lightning

Strike – range of 4

Shock – range of 5

Spark – range of 6

Electrocute – range of 7

Fry – range of 8

Thunder

Boom - range of 4, Silences

Bang - range of 6, Silences

Crumble - range of 4

Crash – range of 7

Atomic

Disintegrate – range of 4

Radiation – range of 4, confuse 

Half-Life – lowers target's HP by half its current value

Atom Bomb – range of 6

Hydrogen Bomb – range of 9

Rock

Stone – range of 4

Encase – increases target's DEF 

Boulder – range of 6

Rock hard fists – Increases target's STR 

Metal

Spire – range of 4

Harden – Increases target's Armor

Temper – Increases target's weapons Attack 

Tower – range of 6

Meteor

Falling star – infinite range

Meteorite – infinite range, attacks 5 spaces in a +

Comet – infinite range, attacks 9 spaces, 3 X 3

Moon – infinite range, attacks 16 spaces, 4 X 4

Planet – infinite range, DMGs all who take part in battle.

Battle System

Overview

All battles will take place on a 3D map which will have a grid overlay.  The battle maps will not all be the same size.  The battle maps will not be flat.  The maps will be designed to have scenery depending on the area in which the battle is taking place.  A battle in a forest will have trees, bushes, etc.  A battle in a town will have buildings, staircases, etc.  Treasure will be hidden around the battle map.  The battle map will have interactive objects that the player and the player’s enemies can use to attack or change certain parts of the landscape.  Every battle will have a win and lose condition that lets the player know what they need to do to win the battle or what they need to prevent to avoid losing the battle.

The individual body areas of each character can be targeted with every type of action.

When a character is attacked or healed the HP or MP lost or gained will appear above the character’s head in numbers in the form +/- xx “body part” HP/MP where xx is the amount of HP or MP lost or gained and “body part” is the part of the character that lost HP (if only MP was lost or gained, “body part” does not need to appear as the individual body parts do not have MP).  Losses of MP/HP will appear in red, gains of MP will appear in light turquoise green.  If an attack misses, the word “MISS” will appear in white over the character’s head.

Winning a Battle

The win condition (the way the player wins a battle), will always be displayed at the beginning of each battle.  Here are some examples of win conditions.

-KO/kill a boss character

-KO/Kill a certain character specified at the beginning of battle (not necessarily a boss character)

-KO/Kill all enemies

-Get all characters to a certain spot

-Get an item specified at the beginning of battle

-Reprogram all mechanical enemies

-Disable an enemy character(s) certain body part

Losing a Battle

The player can lose a battle in various ways.  The main way that a player will lose a battle is if all of his characters become KO’ed (lose all their body HP), this will be a lose condition for every single battle.  Various battles will also have other losing conditions according to the story.  A lose condition will always be displayed at the beginning of each battle.  Some of the other lose conditions are:

-Allowing the enemy to get an item on the battle map

-Allowing the enemy to attack a certain scenery object

-Allowing the enemy to reach a certain spot on the battle map

-Allowing the enemy to reprogram a certain mechanical ally

-Allowing the enemy to disable certain body parts on a character(s)

-Allowing the enemy to KO a particular character specified at the beginning of battle

Note: When the player loses a battle they will NOT lose all unsaved progress.  This is a major issue with many games today.  Losing unsaved progress does not add to the challenge of a game, it only adds an annoyance factor.  When the player loses a battle they will be given the option to restart the lost battle from the beginning.

Battle Start

When each battle begins the player will be shown the battle map and the win and lose conditions will be shown immediately in the center of the screen in the form of text.  The player will press X to confirm that they understand the win and lose conditions and to start the battle.  The enemy characters will already be placed on the battlefield.  The player can freely scan over the battlefield to see the layout, enemy positions, treasure, and useable objects at the beginning of each battle, and during each one of their character’s turns.  

The character with the highest SPD will take the first turn in battle.  The next turns will be taken in order of the level of character SPD.  If an enemy and friendly character both have the same SPD a friendly character will have turn priority.  If friendly characters have the same SPD than the, character with highest level will move first, if they are same level a character will randomly be chosen to go first and the other character(s) will take a turn directly after.

Friendly Character Placement

When a battle starts there will be red flashing squares on the battle map.  On each red square a friendly character will be able to be placed.  Only one character can be placed on the battle map per square.  The squares will usually be in the same general proximity, but some maps will have the squares placed in different areas of the battle map.

Turn Order

The turn order must be displayed on-screen at all times.  Again, turn order is determined by all characters’ SPD stat.  The turn order can be displayed by a thumbnail images of the characters placed vertically next to one another somewhere on-screen (it is suggested to place them in the upper-right corner).  When the player scans the battle field with the cursor, moving the cursor over a character will make their thumbnail image flash so they know where that character’s turn will come in battle.  Not all turns of the entire battle must be shown, only the next 10 turns.  

Character Commands

When each character’s turn comes, they will be given various options for actions to take.  A character can only perform 1 action per turn in addition to moving.  As long as the character is not disabled, they will be able to perform all actions usable by their class.

Move-A character will be able to move a number of squares on the battle map according to their MOVE stat.  A character can move and then perform another action.  A character can also perform an action and then move afterwards.  If a character has moved, performed an action, but not used all of their MOVE points, they can then move again until they have used up all of their move points for that turn.  Characters with legs disabled (LEG-HP=0) cannot move

Attack-attack counts as the character’s 1 action per turn.  When a player chooses attack, the spaces on the battle map will light up where they are able to attack.  The player will then move an attack cursor to the enemy or object that they want to attack and press confirm.  The character will then perform the attack.  A character’s attack range is based on the weapon that they are using.   Characters with an arm or both arms disabled 

(L-ARM-HP=0, R-ARM-HP=0) cannot attack with the disabled arm or at all if both arms are disabled.

Magic-magic counts as the character’s 1 action per turn.  When a player chooses magic, they are then given the choice of all that character’s magic spells to use.  The player will be able to see the effect that each spell has. Once a spell is chosen, squares on the battle map will light up that show the range of the spell.  The player will then move the magic cursor to the enemy, ally, or area they want to cast the spell in, confirm, and then the spell will be cast.  The player can choose to cast the spell on any space within range that they choose.  Every spell is given its own range and area-of-effect.  Characters with both arms disabled (L-ARM-HP=0, R-ARM-HP=0) cannot use attack spells.  

Skills-using a skill counts as the character’s 1 action per turn.  When a player chooses skills they are then shown a list of available special skills that the character has to use.  The player will be able to see the effect that each skill performs. These skills each have their own range and area-of-effect.  The player moves the skills cursor over the character which the skill can be used on, chooses confirm, and then the skill is used.  Characters with both arms disabled (L-ARM-HP=0, R-ARM-HP=0) cannot use skills except for healing skills on themselves.

Items-using an item counts as the character’s 1 action per turn.  When a player chooses items they are shown a list of the usable items that are in the player’s inventory.  In this inventory the player will be able to see the amount of each item they have, and will be able to see the effect that each item has when used.  The player can then choose an item and the item’s range will be lit up on the squares of the battle map.  The player then moves the item cursor in the item’s range to the target, chooses confirm, and the item will be used.  Characters with both arms disabled (L-ARM-HP=0, R-ARM-HP=0) cannot use items except on themselves.

Equip-characters will be able to switch out equipment during battle, but it will count as their action for that turn.  However, a player can equip things as many times as they want in a single turn.  For example, they can equip a short sword, then if they decide they want a laser sword instead they can then equip the laser sword in the same turn, but they cannot take another type of action for that turn.  The character can also equip armor during a single turn in the same manner, there is no distinction, so a character can equip a weapon and armor in the same turn.  To equip, the player chooses equip, and will then be shown the characters equipment.  The player will choose a piece of equipment and the other equipment in the player’s inventory that can be placed in that slot.  The player will also be shown the stats of the character and how changing equipment will change their stats.

Defend-when the player chooses defend for a character that character’s DEF will raise by 20%.  Defend does not raise a character’s MGK-DEF and does not raise any of the character’s elemental DEFs.  Defend counts as the character’s 1 action per turn.

Skip-choosing skip skips the character’s turn.  If the next character’s turn is a friendly character, the skipped character will take a turn directly after the next friendly character.  If the next character’s turn is an enemy, or more than one enemy, than the skipped character will take a turn after the enemy or enemies.  For example, if a character is skipped and the next two turns are turns of enemy characters, the skipped character will take its turn after both enemy characters take their turns.

End Turn-the character’s turn will officially end.  Any character that has only moved and has not used their 1 action per turn can re-do their move until End Turn is chosen.  However, characters cannot take back attacks, item usages, skill usages, or magic usages.  Characters can only take back movements, equips (equipment will go back to what it was before re-equipping and the character’s 1 action will be reinstated), and choosing defend.

COMBO- COMBO will be a command that can be used with Attack, Magic, Skills, and Items.  When a player puts the menu cursor over one of those 4 commands (attack, magic, skills, and items) and presses left on the control pad, the word COMBO will appear in the command menu.  A choice will then be given to the player for the ENGAGE and SUPPORT positions.  The player will choose which of the characters involved in the COMBO will be in each position, and will choose the action to be performed by each character.  The SUPPORT character cannot choose the Attack command, and the ENGAGE character cannot choose the Item command.  Both the ENGAGE and SUPPORT positions can choose the Skills or Magic commands.  However, Skills cannot always be used in a COMBO, some skills can and some skills cannot.  Some skills can only be used in the ENGAGE position and some skills can only be used in the SUPPORT position.  If a skill cannot be used in an ENGAGE or SUPPORT position , or even in a COMBO at all, it will be reflected in the skill’s description.

The COMBO action will be different depending on what action is being performed in the ENGAGE and SUPPORT positions.  The COMBO action will be performed at the next latest turn of the two characters involved (i.e. if the character whose turn it is now chooses to combo with a character whose turn is 4 turns away, the COMBO action will be performed at the character’s turn 4 turns away, not during the current character’s turn). 

More about COMBOS

ENGAGE-this is the character performing the attack, magic spell, skill, or using 

the item.  The character on which the COMBO is performed on must be within the ENGAGE character’s range for their chosen action.  The COMBO will have the main property of the action chosen for this character.  The ENGAGE character CANNOT use the ITEM command.

SUPPORT-this character is supporting the ENGAGE character.  In other words,

the SUPPORT character is adding the property of their action to the ENGAGE character’s action.  The SUPPORT character CANNOT choose Attack.  

A COMBO attack uses MP of both characters involved.  The MP will be used at the time that the COMBO attack is performed.  If a character is KO’ed or has a body part disabled that would not allow them to perform their chosen action in the COMBO, the COMBO will be cancelled, no MP will be used, and the surviving character’s turn will be taken as normal.  The MP used by a COMBO attack will be more than if the character performed the chosen action normally.  Even if a character chooses Item or Attack (actions that do not normally require MP) it will cost MP for them to perform the COMBO.

COMBO attacks work by taking the action chosen for the ENGAGE character and augmenting it with the action of the SUPPORT character.  For example, if the ENGAGE character chooses to Attack with their laser sword and the SUPPORT character chooses to use a Fire spell, the resulting COMBO action would be FIRE SWORD and would be more powerful than the individual Fire Spell or laser sword attack.  COMBOS will increase duration and damage done by effects and attacks.

COMBO attacks will use 50% more MP for the character that is using a spell or skill that normally takes MP.  When a character is using an Attack or Item command in a COMBO, it will use MP according to the power of that item or attack.

COMBO Names and Effects

COMBOs will follow a fairly basic naming structure.  COMBOs will also create effects in a straightforward manner.  Here’s how it works.    

------------------------------------------------------------------------------------------------------------

When ENGAGE character is using: Attack

And SUPPORT character is using: Magic

The COMBO action will be called: “Name of Magic Spell” “Name of Weapon” where the name of the weapon is the weapon being attacked with.  

The effect of the COMBO is: the element of the magic spell is added to the weapon attack, in addition to the effects of the magic spell occurring as if the magic spell was being cast on the spot where the attack is taking place.

EXAMPLE:  

ENGAGE: Attacks with Whip

SUPPORT: Casts Snow (slows all enemies)

COMBO:  Snow Whip - the ENGAGE character attacks with an ICE elemental Whip attack and all enemies in the area of effect are slowed.  

------------------------------------------------------------------------------------------------------------

When ENGAGE character is using: Attack

And SUPPORT character is using: Skill

The COMBO action will be called: “Name of Skill” “Name of Weapon” where the name of the weapon is the weapon being attacked with.  

The effect of the COMBO is: the effect of the skill is added to the attack of the weapon, in addition to any effects of the skill occurring as if the skill was being used on the spot of the attack

EXAMPLE:

ENGAGE: Attacks with Spear

SUPPORT: Uses Clobber (causes sleep)

COMBO: Clobber Spear – the ENGAGE character performs a Spear attack that also causes the enemy to fall asleep

------------------------------------------------------------------------------------------------------------

When ENGAGE character is using: Attack

And SUPPORT character is using: Item

The COMBO action will be called: “Name of Item” “Name of Weapon” where the name of the weapon is the weapon being attacked with.  

The effect of the COMBO is: the effect of the item is added to the weapon attack, or changes what the weapon does, in some cases making the weapon not attack at all  

EXAMPLE:

ENGAGE: Attacks with Dagger

SUPPORT: Uses Potion

COMBO: Potion Dagger – the dagger does not cause damage, but rather heals instead.  This may seem strange to the average RPG gamer, however the Potion Dagger COMBO will heal much more than a simple Potion Item would because it heals with the power of the ENGAGE character’s STR and ATK power.

------------------------------------------------------------------------------------------------------------

When ENGAGE character is using: Skill

And SUPPORT character is using: Magic

The COMBO action will be called: “Name of Magic Spell” “Name of Skill”

The effect of the COMBO is: the effect of the skill being used gains the element of the spell being cast.  The skill will be altered to have the effects of the spell according to the spell used and the skill being used.  Not all skills can be used in the ENGAGE position of a COMBO.

EXAMPLE:

ENGAGE: Arm Shot

SUPPORT: Hydrogen Bomb

COMBO: Hydrogen Bomb Arm Shot- the character will attack their enemy’s arms with an Atomic elemental attack

------------------------------------------------------------------------------------------------------------

When ENGAGE character is using: Skill

And SUPPORT character is using: Skill

The COMBO action will be called: “Name of SUPPORT skill” “Name of ENGAGE skill”

The effect of the COMBO is: the range and area-of-effect of the COMBO is of the ENGAGE skill being used, and the SUPPORT skill only adds its effects.

EXAMPLE:

ENGAGE: Leaf

SUPPORT: Deactivate

COMBO: Deactivate Leaf-the character can deactivate an enemy at a distance of 3 spaces away

------------------------------------------------------------------------------------------------------------

When ENGAGE character is using: Skill

And SUPPORT character is using: Item

The COMBO action will be called: “Name of Item” “Name of Skill”

The effect of the COMBO is: the skill is altered and now has the effect of the item

EXAMPLE:

ENGAGE: Sneak Attack

SUPPORT: Potion

COMBO: Potion Sneak Attack-the character will heal another character from behind for twice the normal value of a potion

------------------------------------------------------------------------------------------------------------

When ENGAGE character is using: Magic

And SUPPORT character is using: Magic

The COMBO action will be called:  “Name of SUPPORT magic spell” “Name of ENGAGE magic spell”

The effect of the COMBO is: the range and area-of-effect of the COMBO is of the ENGAGE spell, and the element and effects of the SUPPORT spell are added 

EXAMPLE:

ENGAGE: Lava Stream

SUPPORT: Cloud

COMBO: Cloud Lava Stream-All enemy characters in a path of 7 spaces are attacked with a Lava and Smoke elemental attack, and are blinded

------------------------------------------------------------------------------------------------------------

When ENGAGE character is using: Magic

And SUPPORT character is using: Skill

The COMBO action will be called:  “Name of Skill” “Name of magic spell”

The effect of the COMBO is: the range and area-of-effect are that of the magic spell, with the effects of the skill added

EXAMPLE:

ENGAGE: Volcano

SUPPORT: Poison

COMBO: Poison Volcano-all spaces in a range of 3 around the ENGAGE character are hit with a Volcano elemental attack which also poisons all targets in range

------------------------------------------------------------------------------------------------------------

When ENGAGE character is using: Magic

And SUPPORT character is using: Item

The COMBO action will be called: “Name of Item” “Name of magic spell”

The effect of the COMBO is: the range and area-of-effect are of the magic spell, with the effects of the item changing the effect of the spell

EXAMPLE:

ENGAGE: Encase

SUPPORT: Antidote

COMBO: Antidote Encase-target’s defense is increased and target will also be cured of poison

------------------------------------------------------------------------------------------------------------

Experience Points

Whenever a character performs an action, they will gain experience points.  Characters will gain experience for all actions excluding Equip, Defend, and Skip.  So, characters will gain experience for attacking, using items, casting magic spells, using skills, and performing COMBOs.  COMBOs will give much more experience than a non-COMBO action since they cost MP to perform and are more powerful.  The amount of experience given to the character is directly related to the amount of damage done, the amount of damage healed, the power of the skill used, and the power of the item used.

Leveling up

When a character levels up, their stats will rise.  Maximum level will be 125.  MOVE and JUMP will only improve by one point at levels 25, 50, 75, 100, and 125.  Leveling up will allow certain characters to gain skills and magic spells specified levels.  

Battle Options

The player will have access to a menu screen by pressing Start at anytime except in the middle of an enemy’s turn in battle.  The menu screen will have the following options:

Friendly Characters-this option will allow the player to easily cycle through their own friendly characters, and also through any friendly characters not part of the player’s own party located on the battle field.  This option will be useful for the player to see their characters’ HP, equipment, stats, defense, and anything else related to their character including skills, magic.

Enemy Characters-this option will allow the player to cycle through the enemy characters on the battlefield and to view their basic stats, class, level, hit points, and magic points.

Items-this option will not allow the player to use items, but will allow the player to view the items and equipment in their possession.

Sound-the player can change music and sound effects volume

Win and Lose Conditions-the player can view the win and lose conditions for the battle

Give Up-choosing this option will allow the player to end a battle and to restart the game.  Any unsaved progress in the game will be lost and the player will be warned about this.

Destroyable Objects and Scenery

Nearly all objects on the battle field should be destroyable.  This is a major strategic component of the battles.  Here are some examples:

-walls made of certain materials should be able to be broken.  Stone, wood, clay, mud, and even metal walls should be destroyable by some type of attack.  When the player scans the battle field and puts the cursor over a wall, its stats will pop up and they will see what types of attacks it is immune to and what it is weak to (walls will have DEF, in addition to elemental DEF).  For example, metal walls should be immune to all types of attacks except for powerful heat spells.  Stone walls could simply have high hit points yet be weak against all types of attacks.  Clay walls should be very weak except to ice attacks which would freeze and make the wall stronger (which the enemy or player could use to their advantage).

-a chandelier could be hanging from the ceiling attached to a rope on the ground.  When the rope is attacked the chandelier falls and damages all characters underneath.  The chandelier will cast a shadow below it so the player knows the area that it will drop on exactly

-a barrel marked “Explosive” could be placed somewhere on the battlefield.  If the barrel is attacked it will explode and do damage to any character within range of the explosion. (It would be smart for the player to attack the barrel with a ranged or magic attack)

-a wooden bridge could be on the battle map.  If a fire spell is cast on the bridge it will catch on fire, and in 3 turns the bridge would burn and break.  In this case the bridge would have HP that the player could view, and it would also take a turn.  During each turn the bridge would exhibit the damage it was dealt by the fire.  When the bridge breaks it the characters that need to cross the river or chasm it was over have to venture into the river or chasm, which takes more turns that simply taking the bridge

-a berserk monster could be loose behind a gate.  The control for this gate is on the wall directly next to the gate.  When the player or enemy attacks the control, the gate opens.

Item List

Healing Items

-Potion- heals 25% character body part HP

-Mega-Potion- heals 50% character body part HP

-Ultra-Potion- heals 75% character body part HP

-Elixir-heals 100% character body part HP

-Rejuvenate-heals 25% of all character body part HP

-Total Regen-heals 100% of all character HP 

-Ether-restores 25% of character MP

-Mega-Ether-restores 50% of character MP

-Ultra-Ether-restores 75% of character MP

-Magic-Powder-restores 100% of character MP

Status Curing Items

-Antidote-cures Poison

-Tranquilizer-cures Berserk

-Eye drop-cures Blindness

-Smelling Salt-cures Confusion and Sleep

-Lozenge- cures Silence

-Battery-cures Power Leak

-Rewiring Kit-cures Short Out

Stat Raising Items

-HP Boost-raises max and current character HP by 25% for 5 turns

-MP Boost-raises max and current character MP by 25% for 5 turns

-DEF Boost- raises DEF by 25% for 3 turns

-AIM Boost- raises AIM by 25% for 3 turns

-DODGE Boost- raises DODGE by 25% for 3 turns

-SPD Boost- raises SPD by 25% for 3 turns

-Run Boost-raises SPD by 100% for 3 turns

-INT Boost- raises INT by 25% for 3 turns

-MGK-DEF Boost- raises MGK-DEF by 50% for 3 turns

-Lava DEF Boost-raises Lava DEF by 50 for 3 turns


-Fire DEF Boost- raises Fire DEF by 50 for 3 turns

-Smoke DEF Boost- raises Smoke DEF by 50 for 3 turns

-Ice DEF Boost- raises Ice DEF by 50 for 3 turns

-Water DEF Boost- raises Water DEF by 50 for 3 turns

-Wave DEF Boost- raises Wave DEF by 50 for 3 turns

-Wind DEF Boost- raises Wind DEF by 50 for 3 turns

-Cyclone DEF Boost- raises Cyclone DEF by 50 for 3 turns

-Storm DEF Boost- raises Storm DEF by 50 for 3 turns

-Lightning DEF Boost- raises Lightning DEF by 50 for 3 turns

-Thunder DEF Boost- raises Thunder DEF by 50 for 3 turns

-Atomic DEF Boost- raises Atomic DEF by 50 for 3 turns

-Rock DEF Boost- raises Rock DEF by 50 for 3 turns

-Metal DEF Boost- raises Metal DEF by 50 for 3 turns

-Meteor DEF Boost- raises Meteor DEF by 50 for 3 turns

-All E-Boost-raises all elemental DEF to 100 for 1 turn

-Universal Boost-raises all stats by 100% for 1 turn

Attack Items

-Time Bomb-bomb with a range of 5 that will detonate and cause DMG after the next 3 character’s turns on any character within 2 spaces

-Mine-item that when a character moves and stops on will detonate and cause DMG to that character

-Flamethrower-one use item that will shoot a jet of Fire elemental attack at all characters in a cone shape (this is not a magic attack and can be dodged)

-Sleep Dart- shoots a dart at an enemy that puts them to sleep

Weapon Types

-Sword

-Laser Sword

-Spear

-Mace

-Hammer

-Axe

-Scythe

-Polearm

-Dagger

-Whip

-Claw

-Gun

-Bow

-Crossbow

-Staff

-Wand

-Fist/Unarmed

Base* Weapon Ranges

*some weapons are given special ranges regardless of their type

Sword, Laser Sword, Hammer, Axe, Dagger, Mace, Claw-1 space from the attacking character (not including diagonally)

Staff, Spear, Whip, Scythe, Polearm- 2 spaces from the attacking character

Bow, Crossbow, Wand- 3 spaces from the attacking character

Gun- 4 spaces from attacking character

Fist/Unarmed-range is based on the individual character

Armor

Armor will be able to be placed on each body part of each character.  In the case of mechanical characters, their body parts will be completely replaceable instead of them using armor.

Armor Types

-Body Armor-covers the body

-Leg Armor-covers the legs

-Head Armor-covers the head

-Dual Arm Armor-covers both arms

-Single Arm Armor-covers one arm only, so characters can wear two type of single arm armor, one on each arm.

-Chip Implant-(Mechanical Characters Only)-a chip implant is the head armor of a mechanical character, since heads are not replaced

-Mech Arm-(Mechanical Characters Only) these are the arms of certain mechanical characters, which can be replaced

-Mech Legs-(Mechanical Characters Only)-these are the legs of certain mechanical characters, which can be replaced

-Body Core-(Mechanical Characters Only)-mechanical characters will have replaceable cores.  These cores can have an elemental property, which would give the mechanical character elemental attacks.  These cores could also add to the mechanical character’s stats or skills.
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