AUDIONAUT

Game Hanual

A guicle to all things Audionadt
Yersion 0.0.2

current as of August 28, 2026
bitps:rart thief games



Contents

BT WTENY ... eeesvssessseees s ssssssss s s s s sssss s AR RS AR R RS0 1
T DL ettt ssssss s s s s sasss s s s sRssss e R SRR SRR 1
EAICK SEAIT LI ...ttt ssssssss s ssssass e 2
B L 12 OSSOSO 3
T EETIE ..oooooeeeeeeeeeeeessssssseeeessessssssssssse s s eSS sssss eSS R SRR R SRR AR AR 3
FBITKS ettt ssas s s s eSS R AR s 6
PADCILIES ...cocoo s o
THIGLEE MAOTLIES ..ooooeeee ettt ses s ss s sssaas s ssas s sssassessssaans a
PEIMEEY BOCLUIES ...ttt ss s sesss s sa s sssassssssssa s sssassesssssans 4
mECONHAEY MOULIES ...ttt sssas s essa s ss s sssasesesses 10
ACCEESOrY MOUUIEE ...ttt sssasesssssa s ssesesssssasesesses 11

| 2T aT | (o TSSOSO 11
ST FIOMY st sssss s ssas s sssss s ssssas s s s s sss s ss st 12
EZDITIEXERL ..ot ssssssss s ss s sssss s s s sR s s SRR s s s 13
o B s sssssssssss s sssssssssssasasssss e 13
N = = SOOI 14
T (T OO 15
EABEES oot RRRRRRRRRRRRRR 16
CFBELIVE WIDCIE ......ooee s s s 17
N TSSOSO 18
T | Y o OO 13



Overview

Avdionaut iz a 2D music composition spaceship autobattler. Taking
inzpiration from modular synthesis, plavers make music using the
component partzs of their ship. As vou defeat ever stronger enemies
and build a better ship, 20 too will wour composition grow, Can you
make it back to the ruinz of a shattered waorld and heal it with your

s0ongY

In Audionaut, you will connect wires to construct your ships combsat
aystems and make music with them. With each level, wou will travel
through the constellstions to rezcue a muszsical satellte, Eurydice, sent
in hopes of mending the ruins of a broken planet you once called

hame.

Control=

Left mouse button

hMowve modules, create wires,
press buttons

Fight mouse button

=towy modules, delete wires

Micldle mou=se button

hMovelzoom camera

E

Dpen inventory

E=zc

Dpen game menu

R

Fotate game module




Quick Start Guide

1.

o h

PLACE modules onto the appropriate racks by clicking and
dragging them. Look to the gquest log, toottips, and Cockpit MFD for
uzeful information on where they should go.

CONNECT these modules to each other using wires by clicking
and dragging from output jack to input jack to zend infarmation
fram module to module, and from module to system.

LISTEM ANMD EXPLORE with the help of tooltips (by mouzing over)
to dizcover what impact your changes have made on the status
of your zhip

CHECK using tooltips and the Cockpit MFD to ensure you are
ready for battle

START COMBAT and hear your ship engage with andther!

SHOP far neww modules with your well-earned scrap

RINSE AND REPEAT, keep progreszing through the constellations
until vou reach Eurydice.




Tour Ship
A.5. Orpheus

Weapon 3R

. Weapop 2%

Screens

Que=t Lug

Thiz =creen displays a helpful guide through the tasks you
have been azsigned. If yvou are unsure of what to do, thiz iz a
good place to look,

Cockpit HFD

Thiz zcreen dizplays current ship status for both you and
any enemies you might be facing.

Ship Staluz

Dizplays of the current heat and health of the ships
hidll, reactor, and weapons, When the systems blink
white, that means the weapon has fired - when they
turn red that means they have overheated and need
to cool dowwn before they can fire again.




EBotlle Lng

A log of the events that have taken place in battle. This will contain
infarmation about things like what weapons have fired and what
damage they have dealt to where.

dealt to hull.

Fired Weapon 1

1 dealt to Enemy ship';
dealt to hull.

Fired Enemy Weap

2 dealt to Player ship's systems. 2 damadg
Full.
feapon 1
o Enemy ship's systems. 1 damage de

Ready Check

If =omething i missing in your reactor or weapons that might prevent
vour wweapons from firing, this text will warn wou. If vou are unsure
what i mizzing, mousing over your racks should provide more
infarmation to help you find exactly where the problem iz, If everything
iz functional, the text should read  Ready for Combat

RERDY FOR COHERT

Shop HFD

Thiz zcreen dizplays modules that are available for purchase with
ur battles!

R

scrap earned from yo




Communicator

| A =mall =creen that dizplays mez=sages from Eebel Dizpatch
with information about the task &t hand. 7hey may not have
much fo =3y FIghE rov..

Huuigutinn

Dizplays your current constellstionslevel. Each time you win
§ Or escape a battle, thiz should advance.

Stotuz Readout

A =creen that dizplays vour current situation, how many escape
modules yvou have left, and howe much scrap vou have to spend.
?
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Weaponsz

Each weapon acts as an individual
instrument. The modules placed here
will determine the damage and effects

done by your bulletz, The clock,

energy reservair, and heat dissipation
will weork together to determine when
and hove frequently your wweapon will

fire.

Energy Reservoir

Thiz iz where energy will
accumulate to power your
weapon. The amount and type
of energy available iz tracked on
the =creen. Different modules
demand different amounts and
tvpes of energy, =0 you will
want to make sure you are
supplving enough of the right
kind of energy for your modules
here. The different types of
energy tracked here are ¢ pure,
< izki, @ aubo, and e dwth.

Heal

), O
&% = pATCR
~ -END.'

Tl Energy shodld be Fouted from
the appropriate reactor modlles
and passed into the , energy ins
it fack on top of the reservolt of
the =hip you are trying to povwer,

Hodule Rack

Thiz iz where yvou will place the
modules to prepare your
weapon. The space available
varies from weapon to weapon,
=0 plan the complexity of each
chain accordingly

When weapons fire, they generate hest. In arder to mairtain
appropriate temperatures for the ships safety and functionality, it must
uze thermal control systems to keep fram overheating - this means
when a weapon gets too hot (as montored by the meter on the right),
the weapon will stop firing urtil t has cooled dowen. Thiz process can

be helped by vent modules.




Test Fire Patch End

Thiz iz on by default 20 you can Thiz iz the input jack you will
ohserve your changes while plug your completed patch into
preparing your zhip for combat, in order for your wesapon to fire,

If wou would like to anly hear a
wweapon during combat, you may
uze this toggle to pausze .

Reactor

Your reactor iz where you generate, transmute, and route
povwerfenergy to each of your ships systems. This will help you pace
and prioritize your weapons throughout combat. | is also the only rack
where escape modules are usahble.

1x Free Ix Free

Ezcape : Escope

While reactor modules should be placed here, the wires should be
routed to the energy in input jack on whatever weapon you are
trying to poveer,



Hodule=

hModules are devices to be placed on a weapon or reactor rack that
will contral the combat statz and music of your ship. They connect to
each other and vour ships systems via wires,

Trigg:r Hodule=

To make weapons fire, compute, and
evalve, we must trigger them. Trigger
modules enable us to do just that, by
pazsing along a cue to dowwnstream
modules to do some woark, which may
mean atering andfor passing along
zome infarmation.

¥
Inventory
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Clock Hodule

The most basic trigger module
wwe have iz the clock module,
Thi= will trigger dowwnstream
modules at a reqgular, steady
rate, determined by the
granularity of the clock and the
speed at which vyou can
currently move through the
constellation (your fermpo).

splitter Hodule

In cases where you want to
pasz along some trigger, power,
or infarmation, you may want to
uze a splitter module, which can
route its input to two separate
outputs [fhough zometimes at
cost=]

Combiner Hodule

The inverse of a zplitter module,
thiz allovys vou to feed two
triggers into one output. Mavbe
wou weant to trigger zomething
every time the enemys zhield iz
destroved and every eighith
note. t may go hayweire if it gets
overloaded with multiple triggers
at once though+ proceed with
caution.



S5enzor Hodule

Thiz =ends a trigger upon &
combat event, like when shields
are destroved or effects are
applied. Thiz technology is
experimental results may vary.

Swiltch Hodule

Thiz zends a trigger to varying
outputs based on the triggers
and information zent to its input.
Anaother+ experimental module,
Uze with caution.

Primary Hodulesz

Reactor Hodules -

Primary modules inthe reactor are intended to
generate and route power to the weapons,

impacting their overall arrangement.

Power Hodule

zenerates power in the reactor
for uze by weapons. Without &
converter module, the type of
the power generated iz ¢ pure.
Tl Povwer modiles oo not need
1o be trigoered, a= they are
constantly generating povwer
ard zending it oLt

Weapon Hodulez -

Cataly=t Hodule

iZenerates the baze projectile
tvpe for the weapon when
triggered. This might sound like &
different waveform ar
instrument depending on the
module, and each one has =
ovyn effect in combat.

Converter Hodule

Converts power fram epure to
another type of energy [ ¢ izki,
@ aubo, ar e dwth) far uze by
weapons., [ For best resulfs,
theze should =it dovenstream
from poweer modlies.

Shoper Hodule

=hapes the weaponsz projectile,
making it shorter ar longer and
zofter or harder, thus altering its
damage.



Pitch Hodule

Angles the
projectile, changing
the audible pitch
and the likelihood to

Harmonicizer Hodule

Adds harmonics to
the projectile,
increasing damage
and applying on-hit
effects.

Repeater Hodule

Adds a zecond,
weaker shot to the
weapons trigger,
increasing damage
dealt.

hit specific
avystems.

Secondary Hodules

=econdary modules are modules that atter the values of other
modules, Like primary modules, they need to be triggered, but they can
be triggered at different rates than the primary module if desired.

Addition/Sublraction Wodule

The addition module adds a
number ta the current value, and
the subtraction module
subtracts a number from the
current value.

LCounter Hodule

Thi= module stares a number for
the purposes of doing math - #
counts!

10

Random Hodule

Thiz module will generate a
random number within a range
when triggered

Rool Hodule

Thiz module taps into the
frequencies of the surrounding
stars to play along with the
univerze+ it wil generate the
numkber at the root of whatever
the current chord is.



Accezsory Hodules

Acceszory modules do not have inputz or outputs, but take up
meaningful space to help in combat.

Ezcape Hodule

Ezcape Modules
are lifelines that
can be sacrificed in
arder to eject you
from a battle gone
werang. Whien youl
loze a battle, one of
theze placed in the
reactor will be
shattered in order
to allow vou to
ezcape to fight
another battle.

Yent Hodule

Yent modules help
cool & weapon
dowen faster for

mare frequent use,

They increasze the
rate at which hest
iz cooled in the
weapon they are
placed on.

Armor Hodule

Armor modules are
modules that
increase your ships
overall health,
protecting wour hull
and systems from
damage at the
expenze of the
zpace they take up.

Subpatches=

=Ubpatches are condenzed versions of full patches that contain
many modules within them. They can be thought of az a bundle. They
can take up lesz space and simplify a complex idea, and usually just
have to be triggered with a clock module. They are a great way 1o
conserve space, though at the expensze of losing some contral. Inlieu
of listing all of them here, we will allowy yvou to explare these strange

devices an your own,

1



SiEnuI Flow

To understand howy patches function, it can be useful to underztand
what exactly iz flowing through the wires, and where it iz headed.

The Start

Your signal should typically start with a trigger (for wweapons or
secondary modules inthe reactor) or a pover module {in the reactor).
If neither of these iz at the start of your patch, then you are likely not
zending any information at all.

The Wire=s

Wires are like streams that carry data or information. Thiz can uzsually
be understood a= a long list of numbers, along with a trigger.

The Hodule=s

Each module adds a number ar terates on a number when sent a
trigger from upstreamis (the modules that came before i), This
number getz added to the list of numbers carried by wires
Jdowenstreamss (to the modules and systems that come after), along
with the trigger.

The End

Wires ultimately carry all thiz information to the patch end, where it
gets read by the weapon system, which forms projectiles according
to the instructions that have been sent through the wires.




Combat

Each combat encourter iz an automatic battle that unfolds according
to the decizions you made during the preparation phasze. All you need
to doiz press Start Combati and observe the encounter.

The following combat stats are some parameters you can control that

contribute to the outcome of the fight:

Stati=tic=

Howy much flat damage a
weapon can deal.

Damage type

Howy much damage a weapon
can deal specifically to the
oppozing ships hull or 2ystems,
uzually controlled by shaper
modules.

On=hit effect=

Thingz like stunz and ziphons
that are usually applied by
harmonicizer modules.

READY FOR COHBAT

Timing

Howy much heat a patch
generates against t= maximum
heat howe well t= powered, and
how frequently its triggered
contribute to howe much your
weapon can fire and how long it
needs to coal down.

S::king

Howy likely & weapon iz to hit a
specific system, usually
contralled by pitch modules.,




Strategy

Az battles get increasingly harder, you will have to think about
managing a couple key areas when preparing and expanding your
ships complexity.

Space Hanagement

with limited zpace and a building inventary, vou will have to prioritize
which elements of their patch they feel are most optimal in cambat,
and cleverly arrange modules to maximize the space available.

Smart Shopping

You are diven a amall allowance of scrap at the beginning of the game
and may find more at the end of each battle won if vou are fortunate.
You will have to think ahead when purchasing modules from the shop
to both growe guickly alongzside the enemies and be prepared for the
future. After all there are few worze feelings than realizing wou could
have spun up a newy weapon, but fell one =crap short of buvying the
clock module you needed to trigger it.

Heat and Energy Honagement

With the push and pull of competing resources, and certainly the allure
of firing a= guickly as possible to deal maximum damage, you will have
to consider each weapons dovwrtime caused by inadeguate energy
generation or overheating. Blasting away is fun until vou get gqunned
dowwn because all of your weapons were cooling dowen while the
enemy chipped away at your health. With thoughtful timing and
planning, yvou can find efficient damage profiles by playing with
balancing rhythims.

14



Prngr:ssiun

With each battle won or ezcaped, you advance through the
constellations towvward your shattered hame planet, and the enemies
vou face grow stronger. Every step forward is a preparation for the
final battle at the core of the shattered earth to retrieve Eurydice,
The constellations follow the 12 constellations of the zodiac.

4. Cancer A

. A
7. Libra 7\ 8. Scorpio

—~

v
LT 7

10.Capricorn -/ M. Aguarius &7

15



currently, there are three guests assigned to you at the beginning of
the game: tweo tutorial gquests that quide vou through preparing your
=hip and entering battle, and one meta quest to advance through the
constellations and reach the end of the run. You might refer back to
the tutorial gquests here after completion in case yvou need a refresher.

If any step of these quests i= not marked complete, t may be becauze
of a zeqguencing izsue. Simply re-complete the step and proceed.

Power Your Weapon

o place a povwer module fram your inventory into the reactor

o place a converter module from your inventory inta the reactor
o plugthe povver module [QUT] inta the converter module [TRIG]
o plug the converter module [OUT] into Weapon 1's [ENERGY IM]

Prepare For Eottle

o place a clock module fram your inventory into Weapon 1

o place catalyst module fram your inventory into Weapon 1

o plug your clock module [QUT] inta yvour catalyst module [TRIG]
o plug your catalyst module [OUT] into Weapon 1's [PATCH END]
o press Start Combat

o wvin the battle

o apenthe shop and buy something

16



Creative Hode

If wou dont care for combat, want to explore the music systems more
meaningfully, ar just want to focus on creating music in the game, you
can play in Creative Mode. To access this mode, press Esc to access
the game menu and select | Creative Mode 2.

Fuit to Menu

Restart Run

Creative Mode

Mote: Once this game mode Iz selected it cannot be undone vitholt
restarting the garme.

17



Story

In Audionaut, you are playing as a member of a revalutionary faction
formed long zince humans fled to space from their shattered planet.
You are tasked with rescuing Eurydice, a lone zatellte st the center of
the planet (Zea), by piloting your musical ship, 8.5, Orpheus.

The satelites healing song cannot work alone, and revolutionary
forces hope that by going to rescue her, they can heal Zea o it might
be reclaimed from the corporatocracy run by megacorp SHADE.

Concept Art

Yame Select Uiew Help
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Glos=ary

oAubo - sounds and energies that are round or bubkbly.

Cockpit - the part of A5 Orpheus yvou currently occupy! This iz where
vou patch together your modules for cambat.

Control (input jacks) - & specific type of input jack designed to receive
information like numeric values to contral the parameters of a given
module. Far example, a pitch module receiving the number 7 through its
contral jack might play the pitch of the zeventh =cale degree in the
current mode

eDwth - sounds and energies that are thudss-y, hollow, or sguare.
Hest - a measurement of the rizing temperatures that threaten the
function of vour ship if not managed appropriately

Input - a jack through which information can be received by a module
or rack. Theze can be contral or trigger inputs,

2IzZki - zounds and energies that are sharp, poirted, sizzly, or sibilant.
Jack - a round connection point that wires can plug into. These can be
inputs (cortral or trigger) and outputs,

MFD - Multi-functional display. In other words, a screen that dizplays
various information

Module - a device to be placed on a weapon ar reactor rack that will
control the combat stats and music of your ship. They connect to each
ather and vour ships systems via wires.

Qutput - a jack through wwhich infarmation can be sent by a module or
rack.

Power/Energy - the resource needed to fuel your weapons

¢ Pure - z=ounds and energies that have the potential to become izki,
aubo, ar dwth.

Fack - a space that can hold modules

=crap - the currency won in battle by looting destroved ships that can
be spert in zhops to buy new modules

Tempo - a musical term for the zpeed at which samething is played or
done. Inthiz case, your tempo iz 2et by which constellation vou are in
- thearetically, the zpeed at which you are maving through the level.

19



Trigger (input jacks) - & specific type of input jack designed to simply
receive atrigger that tellz a given module 1o update the patch
infarmation. Far example, a clock module may be paszed into a trigger
jack to tell & catalyst module to begin attempting to fire a bullet of its
tvpe, or it may be paszed into an addition module to tell it to add a given

number to a value.
Wire - a line that carries infarmation betvween modules and racks.

20



