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The chapter, area by area
Six areas, one rule of Kha'shul per puzzle; every arrow is a scene change with a title card or a Narrator's Note.

The Sanctuary of Orbits

Glass floor:
Caelus's fork

Carving: Rhen

The orbits
Rhen-Sael

The Touch

The escape
Mur-Duun · Kel-Duun

The window ·
end cards · credits

The Throat

Carving: Mur, Iss

The fire
Mur-Iss

Carving: Tor, Vash

The mist gap
Tor-Vash-Duun

The Black Mirror
Ghar-Oth

Annea · the Golden Drift

Landing

Vesper's grapple

Carving: Kel, Duun

Fallen bridge
Kel-Duun

Carving: Ghar, Oth

Vines recoil

Camp: the night
before the Mouth

The Icarus · prologue

Crew banter

Star chart:
read the sky

Plot the quickest
course

Title screen

Pacing
Teaching peaks alternate with rests: the
grapple and the vines between the first two
carvings, the camp between the jungle and
the Throat, the glass floor before the last
rule.

Gold nodes
Definition points: where the player speaks
Kha'shul. Night nodes are the chapter's
two emotional beats, the camp and the
Touch.

THE MOUTH OF SILENCE   ·  Flowcharts Umut Eren Demirci  ·  1



F L O W C H A R T  2

Speaking Kha'shul
From the notebook to the world. The rules are pure C# in Core; the Game layer only plays the result.

not a sentence
STATE-ROOT or STATE-

ROOT-ROOT

solution listed effect anywhere rule anything else

Open the notebook
at a glowing place

Arrange words
no word twice

KhashulParser.Parse

Lyssia names the rule broken
grammar-backwards · no-state · …

DefinitionBook.Evaluate
point + sentence

Effect plays
WorldEffect or handler

Flag solved:point
checkpoint after the reaction

Harmless effect
+ companion reaction

e.g. Tor-Sael: rooted
'Stop defining yourself as 

furniture'
Point's 'nothing' reaction

Failure is content
Every branch except the solution returns
the player to the notebook with a reason or
a reaction; nothing is lost.

Tested
Parser and evaluator run in EditMode tests
against the real Lexicon.txt  (10 words)
and Definitions.txt .
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Astromancy: the star chart
Two halves, one skill. Read a code in the sky, then use the same code on the map.

2 · Plot the course

1 · Read the sky

wrong rightno

yes: hidden · island · knowledge

no wind that way
through danger

slower route
quickest, 3 hops

Chart table

A constellation pulses
its beats write out below

Click it · pick the word
with the same beats

Why it's wrong on screen
+ a crew quip

Word shown in gold

All three read?

The fog lifts from the hidden 
island;

the map-maker's marks read as 
words

Click islands along one-way winds

Set course

Vesper: we'd drift for a week Rystak: marked danger Vesper: find a quicker wind The Icarus sets sail · Annea

After the playtest
A friend found this harder than the
language puzzles. Nothing about the rules
changed: the beats now write themselves
out, the picker shows every word's beats,
and wrong answers say why.

Solvable by test
StarChartTests  check the key is

unambiguous, the sky decodes to the
manuscript's message, and the quickest
route exists and avoids danger.
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The Black Mirror and the campfire
A riddle answered the night before. Choices at the fire set flags that change the Mirror's refusals.

The Black Mirror

The camp · night

Vesper Rystak Caelus let the fire burn down

Steel Gold
Nothing

not a thing

Ghar-Sael · Ghar-Duun · Ghar-Iss Ghar-Oth

Rest by the fire

Sit with…

a door that locks
from the inside

scars survive the paint stays on
Last watch:

the Dean's grate

Caelus's god-voice fails · learn Sael

What survives the fire?

refused · if camp-rystak:
'Scars don't open doors'

refused · if camp-caelus:
'You were listening'

refused · if camp-vesper:
'A door isn't hope'

The Academy fire:
the idea remained

Speak at the mirror

glyph flares red + reaction
Glyph white · the mirror liquefies

the Sanctuary

Branching without
branching plot
The story always reaches the Mirror; what
changes is who says what there. Six
conditional lines turn a fixed puzzle into a
personal payoff.

Flags
camp-vesper , camp-rystak , camp-
caelus , mirror-asked , throat-
mirror-open .
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The Sanctuary: glass, orbits, escape
Rules in Core (GlassFloor, Escape); the scene only shows them.

The escape · Escape.Tick

trap
safe to the dais

Mur-Duun / Tor-Duun

Kel-Duun

a Sentinel arrives

yes

no

Sun-Sphere ready, 40 s

The glass's edge

E: Caelus sweeps the fork

Gold ring + C-major: safe
Red ring with a cross + D-minor: 

trap

Step

Gravity inverts · pane cracks
crew set back to the start

Carving: Rhen

Rhen-Sael at each ring

The ring's gap turns to Lyssia

The Touch: vision · the Weaver
Bleed begins · saving suspended

Sentinels close in

Notebook open?
time at 15%

Stall: 3.5 s + Expression x 0.05 Flung back to the walls

Rystak's axe: CLANG
Integrity -15

Integrity 0?

Restart the attempt
no game over

The window bursts · the jump

Readable, not only by
colour
Safe and trap panes differ in sound (C-
major / D-minor), colour and shape
(smooth ring / jagged ring with a cross).

Tested balance
SanctuaryTests: the safe route exists and is
longer than the direct one; stalls hold;
Expression lengthens stalls; the attempt
can be lost and won.
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Checkpoints and saves
One autosave slot, no per-puzzle save code.

Checkpoints

yes no

desktop web

Arriving in an area

SaveSystem.Checkpoint

A definition solved
after its reaction

First light at camp
Quit · pause T or Q
web: tab loses focus

Suspended?
the Touch to the jump

skip
SaveGame: story state snapshot

+ area + spawn or position

save.json, written to .tmp then 
swapped

PlayerPrefs + IndexedDB flush

Title: Continue

Restore story state
travel to the area

Arrive at the spawn or position

Every solved:point flag
re-applies its effect at once

Why flags, not objects
A solved bridge is the flag
solved:drift-bridge . Loading

applies the point's solve effect from
Definitions.txt , so any future puzzle

is saved for free.

Tested
SaveTests: JSON round trip, snapshots
don't change as play goes on, broken saves
are rejected, and every solvable point names
an effect to restore.
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The crew's movement
Each companion steers to a personal place beside Lyssia instead of stepping in her footprints.

yes no

yes

no

yes, after my reaction time

no, for 3.5 s+

yes
no

no
yes

Every frame · Follower.Update

Seated at camp?

Stay · face the fire
Single file?

glass floor · way blocked

Walk her footsteps · Trail

Is Lyssia moving?

Target: my slot
relative to her heading

Curious?

Wander to something
worth a look

Clear path?

Steer: arrive softly
keep apart · jog if far

Face: walking direction ·
the speaker · each other

Personalities
Vesper walks at Lyssia's shoulder and reacts
first; Rystak guards from behind, heavy
and steady; Caelus dawdles and wanders
off to look at everything.

Playtest
Before: a conga line 'like sheep'. After: a
crew that spreads, turns to whoever is
talking, and only falls into single file where
the level needs it.
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Building the game from data
Scenes, art and voices are generated; the designer edits text.

Offline

Editor toolsAssets/_Project/Data · designer-owned

Lexicon.txt

Definitions.txt

Dialogue/*.txt

Areas/*.txt

Decor.txt

StarChart.txt

AreaBuilder: terrain, cliffs,
scatter, lights

EnvArt: the Icarus, the Mouth,
the Mirror, the Sanctuary, UI

SceneBuilder: every scene

render.py: Kokoro TTS
343 voiced lines

Scenes

Core · pure C#
parser · dialogue · star chart ·

glass floor · escape · saves
56 EditMode tests

on the real data

Release builds
Windows · WebGL

Why generate
Changing a map, a prop rule or a line is a
rebuild, never a hand edit, so scenes, art
and voice stay consistent with the data.

Voice keys
Each clip is named by SHA-
1(speaker|text), computed the same way in
Python and C# (tested), so editing a line re-
renders only that line.
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