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CILIVIE

A climbing game,
not a fighting game.







Fig 8 : This would be a tough course to complete,

Example Course o ,
containing many sections to tackle.

You've got to reach the top

Some sections may collapse
on_contact

|
Overhangs can prove to
be quite a challenge

- Choose which way io
go in the larger courses

!
A |I
Each section starts with &
a safe zone . These are !
if

areas to start from
vou fall off during play

Every course is split
into induvidual sections

Start at the bottom




Camera Angles

Fig 5: The view screen will always look
at the landscape from the bottom right
corner to the top left. If the course
changes direction, the camera will rotate
to accomodate the same view point of
botom right to top left.

Fig6:

As the camera
reaches an over-
hang, the view will
dip to show the area
more clearly.

Fig 7: Always bottom right to top left.




Game Elements
Fig 18 : Rotating circle

the circle slowly rotates as the
player is inside. The trick is not

- to fall down the hole as it
rotates.

Fig 19 : Moving blocks

Up and
down, up
and
down...

Fig 20: Escalators

Fig 21: Wind and air vents.

Bridges may collapse
if you are too heavy

Fig 23: Poles

~ You can swing on
™~ 9 these to reach far

away platforms

{ o




Duck  Punch Kick

Fig 12 : Gameplay and Control Special move fwe

Special move one

- x
<a B U J Ve

If a player jumps off the course, he will fall

/ If a player walks off a ledge, e

£ will be able to climb back up

Sliding on your back doesn't

o GIve you much control.

Sliding on your front gives A player can grab onto poles to

more control swing from.




Game Elements

Fig 13 : Collapsing paths Fig 14 : Blocks

Some parts of the landscape
may be very unstable. They

may collapse if you walk on

them.

Fig 15 : Collapsing courses

Fig 17 : Floating bridge

Floats back and for-
ward. Player has to
time his jump.




