              Stuff for

Bob Spectrum :

Path I: "The Last War of the Demon World"
An old guru (Master O-cha) is sitting on a mountain-top, meditating. Images of various people and characters go by… and in a flash of insight, the monk realizes that 'Hmm… it's closer than we ever knew…' One day later… a young man studying the ways of meditation (Toah Noboru) is sitting meditating on a flower, when suddenly a bell chimes, rousing him from his meditation. The time has come, he says… the old master is dying. He stays a moment in silence, staring at the flower, and then gets up. The player gets to say something, which determines whether the second member of their party is The player walks all the way back to the side door of the school, which is right near the monastery. (The summer closet shed where Fruitonzo was originally to be found nearby, which is notably the key to entering the plot 'Magical Toah-Chan!', though this has possibly changed.) Toah walks into the shrine, and sure enough, the monks are gathering to hear the guru speak his last words to them all. The old master is behind a curtain at the back of the shrine, with all the head monks sitting in front of the bed. Cut to back behind the curtain, where the master is arrayed on a bed, propped up by pillows. He closes his eyes and smiles suddenly, and calls for Toah to be sent in. He refers to Toah by his first name, for while Toah is only an apprentice, Master O-cha has no need for formalities, and besides, he has been a bit of a mentor to Toah in the years in which he has been studying at the monastery. Well, the monks are inwardly surprised, but they send for Toah, and Toah (somewhat surprised himself, though he does not show it) comes to the master's bedside. "Toah my boy… you know these are my last hours as well as I… but before I die… I have to warn you…" "What is it, Master?" "Toah… know that in the world on this day, certain forces are at work. Dangerous forces… forces which could potentially bring about the downfall of all life and plunge the world into darkness. Know this, Toah… know this because the job of rescuing the world from this shadow may well fall upon your shoulders. I - *cough* *cough*" "Master!" (Smiling) "It is okay, Toah… go now… back to your own life… my time has come now… I am at peace…" The master dies, and the monks bow their heads. Fade out. Cut to a little while later, with Toah walking slowly out the door of the monastery and into the small road.

Toah Noboru, our hero (noboru = ascend, rise)

Master O-cha, old guru (o-cha = tea)

Kurai the Shadow, the Demon King (kurai = dark, gloomy, grade, rank, about, some)

Princess Scream (in Japanese, Hime Himei)

Hige Osoru (shave)

Hikari (rays, light)

Hana (flower, blossom, nose)

Higeki (tragedy)

Hina (chick(en))

Wabi (apology)

Wa (circle, ring)

Shinju (pearl)

Ran (orchid)

Suki (fondness, opening)

Kiba (tusk, fang)

Kokoro (mind, spirit, heart, will)

Kodomo (child)

Jagaimo (potato)

Banken (watch dog, guard dog)

Hanran (inundation, flooding)

Hane (feather)

Kamo (wild duck)

Kumosaru ('cloud monkey')

Hakano Hackucho ('grave of the swan')

Hanabi (fireworks, firecracker)

Saboten (cactus)

Sagi (heron, fraud, cheating)

Sakana (fish)

Taiki (atmosphere, air, great talent, genius)

Ogi (fan)

Odoru (dance)

Ume (plum (tree))

Oeru (end, finish, complete)

Omoni (heavy load, burden)

Oranda (Holland, the Netherlands)

Hime (princess)

Sugaru (cling (hold on) to)

Hitomi (berry person?)

Higure (nightfall)

Rembrandt

Amadeus

Leonardo

Fruitonzo

Warui (bad, evil, wicked)

   Location names:

Various and Sundry Game Endings:

The Last War of the Demon World (Monks, Magic, and Mayhem Path):


Felicia - Toah has shown interest in Felicia



Felicia isn't sure about or likes Toah - fighting the Void - got to Void Felicia




Defeat her - she transforms into one last form and becomes the final boss: Sad Ending, Felicia's dead, Toah is left secretly wondering if there was another way, but the Void has been pressed back.




Last 10 rounds against her - then fight real final boss with Felicia on your side, and defeat the Void with your combined powers: Excellent Ending, Felicia loves Toah, the nations are at peace, everyone is friends.



Felicia dislikes Toah but Toah (at least sorta) likes Felicia: What-Could-Have-Been Ending, they fought against the Shadow Beast, Toah has saved Felicia… but Felicia walks finally out of his life… Toah watches her go with regret. But the world has been saved, and that's what matters… right?

The Toughest Fighter in the Universe (Lone Warrior Path) - the player plays as a lone warrior, mastering the art of the fighting monk (or, if you're lucky, the Sumo Wrestler!) - coincidentally, evil runs strong in the world and attacks the cities directly, but the GUKI alliance never shows up



Utterly Ruthless: Unfortunate Ending, Toah has become the baddest dude in the universe, quite litterally - after fighting the Bloodshed, the Blood Tyro, and then the First Darkness, all the strongest evil beings in the universe have been annihilated, leaving only Toah, nearly almighty in terms of physical strength, around. But all this power has come at a price… unable to resist, Toah ascends the Throne of Darkness and becomes the most evil being in the universe. Two hundred years later… a monk is sitting on a mountaintop meditating, just like in the intro. In a flash of insight, he realizes 'Hmm… It's closer than we ever knew… Toah Noboru, King of the Demons.'



Less Ruthless: Tough Ending, only Kurai the Shadow, who is (in this path of the game) the most powerful warrior to have ever lived, stands in Toah's way, and so Toah fights. Kurai teleports them both to the ruins of Toah's city, which is in ruins following a nasty attack earlier in the plot by Kurai's warrior demons, where they fight. Just as Toah is about to defeat Kurai in one final secret attack, Kurai counterattacks with a particular special move, not very powerful in itself, but simple and, in this case, lethally effective. Toah is left lying unconscious on the ground (not necessarily dead) while Kurai walks off, smiling. "You are good, Toah Noboru… but you have much to learn."

War Among the City-States (Goldern Robot Path):

Magical Toah-Chan (Magical Girl Path):


Felicia: lighthearted ending, Felicia was Toah's and Fruitonzo's rival but now she and Toah are to be married. Fruitonzo is Toah's best friend, and the world is saved. Oh, and Toah doesn't have to wear that dress anymore, either.


Fruitonzo: togetherness ending, Toah falls in love with Fruitonzo and Fruitonzo with Toah, and together they thwart evil, thwart evil, thwart 1evil, day in and day out. But they're together, so it's okay.


Evil Ashika-Chan: screwy ending, Toah has fallen in love with the evil being behind the summoning of the forces behind everything bad that's been happening. Ashika-Chan may have begun to reform, but the fact remains that Toah is going out with an evil being from another world. Fruitonzo smiles bemusedly and is puzzled. Woah.

Game Systems:

Magic / Tech Skills:


Acquired by gaining (buying, finding, etc.) the 'patterns' (energy diagrams) that the spells are based on. Some characters can also learn spells simply by leveling up, and almost every character has a certain number of Tech Skills unique to them, which are acquired either through finding the appropriate item or by leveling up. Tech Skills can be used along any path (but some are only found along certain paths), while Magic is unique to Last War of the Demon World and Magical Toah-Chan.

Mech. Power Suits:


Found, stolen, or bought, mecha power suits mostly take the place of leveling-up. Through clever use of variables, only one mech. suit can be equipped at one time, and when they are equipped they are listed under 'Degree'. The suit's stats are actually added to the statistics of the character wearing the suit, and sometimes additional suit-only (for convenience) skills are added to the character's list. Suits can be upgraded by purchasing or finding and then using upgrade items on the suits. Once the player seriously embarks upon the Mech. Suit path, monsters cease to give EXP and only yield money. The character's stats are set to certain default values, as well, and Statistic Bonus items can no longer be used. Additionally, mech. suits can only be mounted at certain save points and at certain other points in the game (like the world map, for instance). Mounting or dismounting a mechanical powered suit refreshes the character's HP and MP completely. Mech. Power Suits are unique to War Among the City-States.

Special Transformations:


Found or acquired as special transformation items and equipped in much the same way as Mech. Power Suits, Special Transformations basically serve as a magical alternative to powered suits. As such, they affect basic stats (but in this case not HP and MP), as well as Magic / Tech Skills. On the whole, Special Transformations give less statistical increase than Mech. Power Suits, but the major enemies to be faced are generally weaker and leveling up continues. Statistic Bonus items can also be used. Special Transformations are so far unique to Magical Toah-Chan.

Statistic Bonuses:


Stats normally increase by going up levels and equipping equipment, but sometimes the player can find special items (Materials) that increase the strength of the character. Normally, characters in this game never get stats over a certain number (somewhere around 100-300 for HP and MP and 25-100 for other stats), but via items much higher levels can be attained. The prime example of this is HP+100 items that are very uncommon (1-2, sometimes 3, per game) but increase HP significantly. Statistic Bonuses are so far unique to Last War of the Demon World, The Toughest Fighter in the Universe, and Magical Toah-Chan.

(Martial Arts) Training:


During certain paths Toah can train in the martial (and other) arts to one extent or another, going up in strength and learning special moves. Through completion of special skill challenges (running along racecourses in under a certain length of time, often at high speeds), fighting or outlasting difficult opponents, beating multiple or difficult opponents in under a certain length of time, remaining in a battle for a certain number of rounds against extremely powerful adversaries (who sometimes are not able to take nearly as much as they get), and forms (i.e. patterns in Tae Kwon Do, represented by timed button-pressing challenges). Often, these challenges will cost money, and therefore there is a risk involved with martial arts training. But the rewards can be very high, and often statistics and Magic (sometimes Tech Skills) can be learned. Martial Arts Training is unique to Last War of the Demon World, The Toughest Fighter in the Universe, and Magical Toah-Chan.

Minor Skills (measured in the number of Skill items that a character has for that skill):

Cooking:


Yes, that's right, Cooking. Good for entertaining people and one's date, as well as recovering HP when necessary. Sometimes, a dish can be prepared and then added to one's inventory, in which case they can be used to restore HP and / or MP and / or to deal damage (in very rare cases) and / or to increases stats temporarily. Sometimes they raise elemental defense, as well. The awesome but too difficult to do original plan for the Cooking system (for the new plan see Revised Skill System below): A cook first selects the dish from among those dishes that they can prepare at their level, then reads the recipe (given as a directional password), and then inputs it. Each mis-pressed button costs points (unique to each dish) from the dish, which is subtracted from the dish's total possible Delish score (number of 'ingredients'). A dish at or under its Flop Level score will be rendered a Total Flop and be automatically failed out of hand, while anything above the Flop Level but below Perfect is kept at its level. But if the dish is prepared perfectly and a Perfect is scored, the dish's Delish rating is put up to its Perfect level, usually about 1.5 times the normal maximum Delish score.

Martial Arts / Weapons (Sword / Gun / Heavy Weapons / Stave …):


Weapon skills or martial arts styles, learned through Training. The leveling-up process yields Statistic Bonuses and Tech Skills, and the ability to purchase better swords, guns, heavy weapons, or staves. Also, for each skill that is raised to Level 9 by the time a certain treasure chest is opened in a certain dungeon during the latter half of the game, special super items or Tech Skills are gained.

Craft Charm / Armor, Make Steel / Natural / Mystic Weapon:


Skills concerned with building things. When the Skill Rank Item (how you know how many levels of the skill you have) is selected and used (from Items), a 'shop' pops up of items that can be made (each of which require money to make). The 'shop' list that appears depends on the skill selected and how many levels of it the player has.

Energy Control:


Skill manipulating mystic energies, including Dragon Ball Z-style super fireballs and other, more mystic powers. Using the Skill Rank Item will bring up a 'shop' list of skills that can be purchased. If the character takes the evil path (The Toughest Fighter in the Universe), the skill can also be used to destroy entire cities… but along the good path, it can be used for other, more beneficial things (like force fields or whatever).

And don't forget these:

Stat Artifacts

Elemental guards

Unique / Legendary Weapons

Portable / summonable shops

The portable workshop

Forging weapons & armor

Creating talismans, charms, & magic items

Creating items

Variable paths in terms of which dungeons are there to be explored (& their positions)

Weapons are fairly uncommon


Revised Skill System (for simplicity's sake): Buy ranks in the skill using money (for training costs, etc.), then use it as needed. Using the skill is very similar to how a Skill is used in Big Eyes, Small Mouth. That is to say: the result is ranks in (1d4 +…?) Skill (maximum Level 9) + Luck modifier (which is extremely small, 1-2 by the end of the game normally, MAYBE 3-4 for super-completists who manage to complete everything), which is measured against the difficulty of the thing one is trying to do. Here's the scale:


Difficulty Values (DVs):

0 - Automatic… there isn't any skill check needed, it automatically happens. Theoretical only.

1-2 - Some skill, but not a whole lot, is needed

3-4 - Somewhat difficult, but anyone with a few skillz should have no problemo

5-6 - Getting harder, but still doable for a talented person or specialist

7-8 - That's pretty darn hard, eh buddy?

9 - Madly difficult, only doable by someone with supa skillz

10 - Insanely hard, impossible for any mere mortal


Difficulty Values if dice rolls were included:

1-2 - The upper half of an evil blind ghost monkey could do it in its sleep

3-4 - Requires some effort, but hard to mess up

5-6 Somewhat difficult, but anyone with a few skillz should have no problemo

7-8 Getting harder, but still doable for a talented person

9-10 That's pretty darn hard, eh buddy?

11-12 Madly difficult, only doable by someone with great luck or supa skillz

13-14 Insanely hard, impossible for any mere mortal
Suggested character graphics:

asuro

breathoffire4

char120

AZNTrunks86Gundamcharaset

LE Ryethe

Archer

Switches:

(People you have talked to) 

(Things you've done)

(The treasure chests)

(Special monster encounters)

Variables:

Plot  -  yeah, the big ol' variable O' variable marking the player's position in the story

Paths  -  which path the player is on

Char2  -  2nd character in party

Char3  -  3rd character in party

Char4  -  4th character in party

MechOrTrans  -  the mechanical power suit or special transformation currently active on Toah (0 = none)

Random  -  for generating random numbers

ScenePosition  -  position within a story scene, used for controlling special effects and stuff but otherwise always set to its default value of 0

Luck  -  secret Luck modifier to Skill roles

Map # - MemPl  -  self-explanatory (for Memory Place)

X # - MemPl  -  self-explanatory (for Memory Place)

Y # - MemPl  -  self-explanatory (for Memory Place)

