Character Creation and Attributes:

The CD is required for the player to create a new character, and the player’s name and CD registration number are recorded in the character file.  

Appearance:

The race of the character is based upon the CD used to create it, but the player may upon its creation, customize the animation palettes to create an individual color scheme for the character, and give it a name.  These values won’t be altered later in order to keep the character’s look and name consistent throughout its lifetime.

Stats:

Upon creation the character will receive random scores in each of the basic attributes, but the total value of these initially generated values will be equal for all characters.  So while the stats may give some characters an advantage in one area over others, no new character will actually be better than any other.

· Mind:  
This score represents the character’s mental capacity, and is the basis for all Psychic Spell Forms.  In rock-paper-scissors terms, this is the sharpness of the character’s scissors. The Initial score is between 1 and 9, averaging at 5.

· Body:  
This score represents the character’s physical strength, and is the basis for all Kinetic Spell Forms.  In rock-paper-scissors terms, this is the size of the character’s rock. The Initial score is between 1 and 9, averaging at 5.

· Soul:  
This score represents the character’s spiritual power, and is the basis for all Energy Spell Forms.  In rock-paper-scissors terms, this is the brightness of the character’s paper. The Initial score is between 1 and 9, averaging at 5.

· Life:  
This score represents the character’s health and consciousness, and is used to determine when the character is Knocked Out of a competition.  The Initial score is between 80 and 120, averaging at 100.

· Will:  
This score represents the character’s zeal and endurance, and is used to power the casting of spells.  Lack of Will leaves the character stunned, and unable to cast spells.  The Initial score is between 80 and 120, averaging at 100.

· Level:  
The character’s level is a representation of overall power and is not actually used in combat.  The initial score is 1.

· Age:  
This value represents the number of weeks since the character was created.  The Initial score is 1.

Moves:

When the character is created, it also starts out knowing how to perform 6 different combat moves.  Each move is a magic spell based on one of the three basic attributes, and may include special combat effects.  3 of the initial spells are the standard set for the character’s race, and the other 3 are randomly pulled from 75 possible spells.  As the player advances, the character will have opportunities to learn more of these spells.  Each spell also has a value associated with it to represent the character’s skill in performing that spell.  The initial value of all new spells is 1.

Basic Combat:

When the character encounters another character over the net, one may issue a challenge to the other, leading to a contest of magical skill.  Each character will perform a series of magic spells that are compared against each other in a rock-paper-scissors style Match Up.  Each spell has attributes of Form, Flavor and Power.  Once the competition is begun, the players may not intervene in the character’s choices of moves, but are allowed watch how well they fare, and to decide how they might alter their tactics for greater chances of victory.  

Form:

The spell’s Form is derived from the basic character attribute upon which it is based.

• Psychic Form:

based on Mind, and beats Energy Form in Match Up. 

• Kinetic Form:

based on Body, and beats Psychic Form in Match Up. 

• Energy Form:

based on Soul, and beats Kinetic Form in Match Up. 

Flavor:
The spell’s Flavor is derived from the school or style of magic to which it belongs.  Flavor does not affect superiority in Match Up, but can alter the overall outcome. The Flavors Include:

• Dream:

6 spells of the Psychic Form

• Lotus:

4 Psychic and 2 Kinetic

• Moon:

4 Psychic and 2 Energy

• Iron:

6 Kinetic spells

• Wild:

4 Kinetic and 2 Energy

• Jade:

4 Kinetic and 2 Psychic

• Fire:

6 Energy spells

• Thunder:
4 Energy and 2 Kinetic


• Solar:

4 Energy and 2 Psychic

• Shadow:
3 Psychic and 3 Kinetic



• Ice:

3 Kinetic and 3 Energy

• Divine:

3 Energy and 3 Psychic

Also, each of the five races has a proprietary magic style:

• Racial:

2 spells of each Form, a set of standard spells of each Form, and a set of advanced spells of each Form.

Power:
The Power of the spell determines the amount of damage to Life that is dealt when it hits a character.  The spell’s power is equal to the value of the basic attribute that its form is based upon, plus the character’s skill value in the use of that particular spell.

Cost:
Each spell has a specific cost of Will to perform, and some spells may have other costs specific to their effects.  If the cost of a spell cannot be met, the spell will not be cast.  It will be important for the cost of the spell to reflect the impact it will have on combat.

Basic Combat: continued
 Match Up:
When the two spells of the opposing contestants are compared to each other, spells of the same form will result in a Push, and cancel each other out.  If one form beats the other, the beaten spell is crushed, and the superior spell breaks through to affect the caster of the beaten spell.

Timing:

Each contest can take up to 6 minutes to play out, and will be divided into 3 Rounds of 25 individual Actions.  During each round (1-2 minutes each) the characters will perform all of the spells outlined by the player on the strategy screen.  The Actions (2-4 seconds each) consist of a single spell cast by each character.  Each Action can be broken down into 8 visible animation steps (½ second each):

1
Ready: 
The characters strike a ready pose and choose the spell they will use for this Action.  If they haven’t enough Will to perform the selected spell, then they will not cast any spell and instead recover 1 Will at the end of the Action.

2
Power-up: 
The characters begin their spell-casting animations, and hold in a loop if required.

3
Release: 
The characters finish the spell-casting animation and simultaneously send the mystic energies towards each other.

4
Clash: 

The spells are compared in a rock-paper-scissors style Match Up.  Explosive special effects ensue, depending on the results of the Match Up.  If the result is a Push, and no effect will result, the Action skips to step 7. Otherwise there will be ‘breakthrough’ force on the part of the superior magic.

5
Impact: 
One character is hit with the superior magical force.

6
Effect: 

The spell’s effect is felt and the damaged character will fall down, double over or become dazed.  The other character may return to the ready pose.

7
Rest: 

The characters catch their breath, giving the players a chance to react to the Action.

8
Recover: 
If the damaged character has any Life left in him, he will get up or shake off the dizziness of other effects.  Otherwise, he is Knocked Out and the survivor is declared to be the winner of the contest.

If at the end of 3 rounds, no winner has been declared, the character that has the lowest total Life loss will be declared as the winner. 

Basic Combat: continued
Strategy:

The strategy of the game is in the Tactics that the player may coach the character in using.  The strategies may be set up individually for each round of competition.  It all boils down to the actual spells which the character can choose to cast.  For each round, the character must chose 25 spells to cast, and the player may decide which spells they are, but not the order in which they will be cast.  Each spell will be cast once, at some time during the contest, for each time it is assigned to be cast.  It could be the same Psychic Moon magic attack all 25 times, or the player could try to balance between all the Forms and/or Flavors available to them.  Some decisions could be based on the player’s knowledge of the opponent that the character will face next, and may evolve into a ‘battle of wits’ a la “the princess bride”.  Also, the Cost of the spells chosen will be another factor for the player to consider when planning their character’s strategy.  Pacing the use of Will could allow the character to have an explosive start, or to hold back until the opponent is tired before cutting loose with the devastating attacks.

Title Bouts:

The best combatants are rewarded with a Title of Championship, which can only be earned by defeating the current Titleholder.  There will be a separate Title division for each race and evolutionary stage, plus the overall supreme Title of “Mystic Champion.”

