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A Multiplayer Arena Battler

Skill based, fun and a bit chaotic
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Vision

What makes it different from existing games?

-  The Phantom mechanic
- The Chaos




Initial Design
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https://docs.google.com/file/d/1n54qRqKMYDgK6Ik6926MvcgtxQ1cfJs2/preview
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Initial Design
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Design iterations
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Design iterations
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Design iterations
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Design iterations

Attack sketches



https://docs.google.com/file/d/1gO4dLTg4q1ua9GE7Y5SNX-Vpm9O7Eybt/preview
https://docs.google.com/file/d/1MtnTDRrwQ0iYQ7Jt1mtwyI6RJwbmzsYc/preview
https://docs.google.com/file/d/1Nwce7yDftubkYvtAO47iuqtojyOC1cRz/preview
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https://docs.google.com/file/d/1PU9OogNCJbHl6mU-lOb5OAn9ufH9Mrmb/preview



https://docs.google.com/file/d/1X1qicIcyecHMSGPCYDGYAVXPOBziuqVm/preview




