
Thank you for purchasing Slow Damage!
We, the dev team, would like to thank you from the bottom of our hearts.

This section is intended for players who have fully completed the story.
These notes include development anecdotes and story spoilers, so we strongly recommend 

you finish Slow Damage before continuing.

Enter

S l o w  D a m a g e  L i n e r  N o t e s



Scenario & Director: Fuchii Kabura

Thank you so much for playing Slow Damage! I imagine it must have been difficult to complete, and in more ways than one. 

This is a story about scars and happiness. But what is happiness? How does Towa see it, and how do the love interests see it?
This question applies to every character in the story. What is happiness to Sakaki and Maya? Can they achieve it? Should they achieve it? 
Setting aside the "what if" scenarios—for every character, happiness takes a different form.
The content of the story places scars and trauma at the forefront, and as I worked on it, I could tell that it would make a lot of people 
uncomfortable. While playing, did you ever feel disgusted, or avert your eyes? No matter how you felt about the game, you were right to 
feel that way. No wrong answers here.

During the development of this game, we struggled with severe hardships brought about by the coronavirus pandemic. A lot of our core 
staff members were missing, often resulting in a single person juggling several different jobs, none of which have a place in the game's 
credits. At one point, I honestly thought we'd have to postpone development completely. But thankfully, to my great relief, we managed to 
finish the game.

Throughout the game but especially at the climax, there are a few music tracks that feature a female chorus. Most of them were actually 
the work of a single female employee; we simply layered her voice together to create a chorus effect. She told me she studied opera in 
school, so I had her sing for us, and the end result was some truly beautiful and powerful music.
Of special note is "Control," the track that plays when Towa's on the cusp of regaining his memories at Maya's mansion. On a whim, I asked 
her to "try to sing like a witch gone mad" without any references to explain what I meant! And yet, in the face of this unreasonable request, 
she nailed it on the very first try.
Not to mention "Mint," the song—er, more like SFX—that plays downtown. Some of the voices you hear on that track are CHiRAL 
employees!
To everyone who worked on this game with me, I'd like to thank you from the very bottom of my heart.
And a big thank you to all of you out there who played it through to the very end.
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Character Designs & Artwork: Yamada Uiro

From the bottom of my heart, I'd like to thank all the people who helped me, not to mention everyone who has played the game! Thank you 
so much! 
I think Towa would make a sexy gang leader... but I guess he wouldn't be interested in the gig. Truly a shame. After all, with these four as 
his executives, he'd be unstoppable...

Yamada Uiro
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Staging: Toho Juppun

Dev Diary
Toho Juppun

The event that impacted me the most during development of Slow Damage was the story of a cat.

"One day, I spotted our lead artist, who we'll call Y, looking deeply conflicted. I figured it was work stuff as usual, but this time, Y was looking 
at a cat fostering website, murmuring and staring at one specific cat—with a single hazel eye. This one already stood out as the lone adult 
cat amid a swarm of kitten listings, but most striking of all was the missing eye, reportedly lost in an accident. 
Y had been open to the possibility of adopting another cat into the family, and just like that, there he was. He was located fairly close by, 
too. Then Y checked the details... and saw that the cat's name was Towa. It was fate. Thus, Y immediately made plans to meet him in 
person."

After a brief trial period, Y knew it was meant to be, and Towa was officially adopted! He's really, really, REALLY shy, but very attached to 
his new owner. I'm so glad these two are happy together!
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2D Graphics Secondary Director: Minamoto Satoru

Congrats on completing the game! Minamoto Satoru
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2D Graphics:  Nekokanmasshigura

Thank you for playing.
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2D Graphics & Background Illustrations: Tsuge Shinpachi

THANK YOU FOR PLAYING
SLOW DAMAGE!!

Q: How can I protect myself from COVID-19?
★By hiding indoors and playing video games!!!
★Thank you for buying our game and playing it to the very end.
★Now remember, kids, don't drink or smoke to excess just because a hot anime boy does it!

Tsuge Shinpachi
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2D Graphics: Ringo Kick

Congratulations on clearing!!
ringokick.
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2D Graphics: Montaro

Congrats on clearing the game! As a longtime CHiRAL fan, words cannot describe how it feels to work on one of these games and see it 
through to release day! With the increased focus on gameplay elements like Exploration and Interrogation, Slow Damage is a total blast in 
more ways than one. I encourage you to play it over and over and fully immerse yourself in the world-building!
Montaro

Thank you for playing!!
Towa's so cool and sexy.
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2D Graphics: Mendoukotetsu

Congrats on clearing the game!
Nice to meet you. My name is Mendoukotetsu.
My work on Slow Damage includes scripting, debugging, creating faceless silhouettes in the background, and other small details.
I'm not the only one who was completely infuriated by Rei's father while playing, right?! Whenever I got mad, my cats (pictured left) helped 
me de-stress.
Go to hell, Mr. Izumi...
Mendoukotetsu
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2D Graphics: Yupon
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3D Director: Ogata Gakuo

It's been 9 years since Dramatical Murder... and 16 years since Togainu no Chi...? When I stop to think about it, we've really come a long 
way. 
In Slow Damage, a portion of the background CG uses Unreal Engine 4, the same engine used in modern AAA games! 3D graphics are 
really evolving—I'd love it if you'd stop to examine these details as you play.

Ogata Gakuo
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3DCGI: Ellie DB
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3DCGI: Mr.K

Slow Damage L iner  Notes



3DCGI: zakoNE

Congratulations on 
Completing the Game!
For the first time in my life, they're putting my name in the credits of a video game...! I'm so happy I could contribute to this amazing game.
@zako_nee

As you play Slow Damage, the characters change in interesting ways from route to route... which reminds me, Towa never got a haircut in 
any of the routes, did he?

Thank You For Playing
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Background Illustrations: y.ish
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Background Illustrations & ADV Scripting: Shimashimanekoneko

Congratulations!!

Nice to meet you! My name is Shimashimanekoneko and I was in charge of background illustrations and scripting. How did you like Slow 
Damage? The game is inlaid with such an incredible amount of attention to detail, I guarantee you'll make new discoveries every time you 
play, so I encourage you to revisit it sometime!
Truth be told, when Slow Damage was first announced as an upcoming title, I never would have dreamed that I, as a fan, would get the 
chance to take part in its creation. With help from dozens of different people, I gave it my best and sincerely hope that my contributions 
have improved the game in some small way. Please continue to show Nitro+CHiRAL all your support!

Shimashimanekoneko
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Background Illustrations & ADV Scripting: Chatora

THANK YOU FOR PLAYING!!
Congrats on clearing the game! I would be honored if this game makes it into your all-time favorites.
There's a lot of appetizing food in this game and it made me hungry. If I lived in Shinkoumi, I'd want to live near Yanagawa Cafe. Gimme 
that honey toast...

Chatora
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Reporting Partner: Shimokura Vio

I had fun location scouting
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Design Work: Arima Tomoyuki

Give yourself a pat on the back for clearing the game! For this title, I handled UI and logo design. This is my third time assisting with a 
Nitroplus project, and I find myself overwhelmed by the dev team's raw passion each and every time. I just want Towa to live happily ever 
after...
For this image, I used all the different icons from the game. Making these little things always puts me at ease...
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Design Work: Miyazaki Shinichirou

Thank you!!

Miyazaki Shinichirou
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Design Work & Editorial Design: En

Congratulations!

Thank you for your purchase. I was in charge of designing the game package as well as the assets used throughout the game.

It feels like an eternity has passed since I made those insert ads back at the beginning of development. I'm so, so glad we managed to ship 
this game out to all of you. So, was the long wait worth it? Did you enjoy our latest release? I hope the hard work we put into Slow Damage 
has exceeded your expectations.

En
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Opening Video: Nanagi

Congrats on clearing the game!
My name is Nanagi and I was in charge of producing the opening video, among other things. This image is one of the mockup designs that 
never made it into the final cut! Someday, if I ever get the chance, I'd love to make an entire video with this theme. Keep it up, Slow Damage 
fandom!
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Lead Programmer: Hatsujyo Animal

Thank you for playing Slow Damage. The development of this game was impacted like never before, all thanks to a certain virus I could 
name. Despite the many snags we hit during development, I hope you all enjoyed the game.

Hatsujyo Animal
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Gameplay Scripting: Kukuruna

Kukuruna
Thank you for playing all the way through to the end of the game. I was in charge of the Exploration and Interrogation segments.

I made a lot of memories working on Interrogation. Like hey, how come I fail Asakura instantly after one choice, no matter what? How come 
I can't understand Asakura's feelings no matter how hard I try? How come Towa always ditches Asakura? Why do I get stuck in the second 
half of Asakura's euphoric episode—is that a bug or a feature? ...Looking back, most of my problems were with Asakura.

Also, during development, the Interrogations had a lot more choice points and the Explorations had more people to talk to. But it ended up 
being too wordy and repetitive, so we trimmed it down to its current size, which I think is much better.

Lastly, here's some tidbits that never made it into the Exploration segments...
CAUTION: These are dev notes, so not all of them are canonical.
PAGE 1 2
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Gameplay Scripting: Kukuruna

■ Igarashi
・No yakuza tattoos whatsoever
・He bought Sakaki a birthday present, but after Sakaki went missing, he lamented missing his 
chance to give the gift

■Junko
・Legal name: Moriya Tsuyoshi. Birthdate: March 19th
・Previously worked at a fancy foreign makeup company
・No body hair, no tattoos

■Honami
・Legal name: Ayano Kouji
・Raised by strict parents
・Wears tights that Junko picked out

■Arata
・Legal name: Fuse Arata
・Majored in music and can play the piano
・Admires Rei's leadership

■Roost Manager
・Lost a foot saving his subordinate, missing a kidney, worked as an assassin for Interpol...? All 
rumors, none of which are confirmed

■Arimura
・A good Samaritan who does volunteer work at the local tourist attractions
・Will never get with Rei

■Toono
・Allied with Kaga's faction before the internal conflict. When he joined Sakaki's side, he killed Kaga 
as a gesture of his loyalty
・Loves fine food, luxury, and coffee

■Sakaki
・Visited the cathedral on the anniversary of Maya's death
・It was Sakaki who called Ikuina
・His given name is Hideyasu （and Toono's is Masami）

■Old Lady
・Born in Aomori prefecture, where she used to work as a nightclub hostess
・Then she and her late husband moved to Shinkoumi
・Has a soft spot for Rei, who she likes to coddle

■Kotarou
・Not a hot-blooded moron—he just loves violence. He's a calm, calculated fighter
・Has a lot in common with Rei, but their lives hardly ever intersect
・Loves tattoos and bling and considers them a status symbol... but isn't actually all that choosy about 
them

■Ei j i
・Loves carby foods like ramen and potatoes au gratin
・Addicted to putting soy sauce on his eggs
・On rare occasions, can be seen working on the street as a barker

■Mayu
・Bad at math (Kotarou is the math guy)
・Copied his hairstyle from his previous anime waifu, who had blonde hair worn in a side ponytail. 
Too lazy to change it to look like Yukimi instead
・Has a tattoo from two waifus ago
・Casual anime otaku who doesn't take it too seriously
・Was originally going to make friends with Hayato"

■Misc.
・If Ikuina had never met Towa, he would have eventually murdered someone
・Kirihara is killed in every route, either by Madarame or the Takasato-gumi
・The manager at Yanagawa Cafe and the owner of Tajima's have known each other for years
・At the peak of Shinkoumi's economic prosperity, there were a lot of mysterious accidents that were 
never solved

Congrats on clearing the game!
You are Euphoria!
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Gameplay Scripting: Matsumoto Takuya

Congratulations!

I'm proud of you for completing the game! My name is Matsumoto, and I primarily handled Exploration scripting.

So, did you enjoy Slow Damage? During the Exploration segments, you can travel all around Shinkoumi, and when I was working on it, I 
felt a bit like a tourist.
Walking down Kouou Street and grabbing a bite to eat during the day, then enjoying the view at Shinkoumi Seaside Park at night... Other 
than the crime rate, this town really appeals to me.
As an aside, you might be able to glean a bit of info about Shinkoumi from all the TV Towa watches... There are a lot of little details slipped 
in, so I encourage you to search thoroughly! Thank you so much for playing to the very end!

—Matsumoto Takuya, February 2021
Fujieda is so dreamy...
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ADV Scripting: SatoYuu

As I was debugging the game, I thought...
WHY IS THIS GAME SO HARD?
But if you're reading this, then you must have beaten it. In which case, never in my life have I wanted so badly to tell someone:
Thank you for playing!!

I'm sincerely grateful from the bottom of my heart.
Off-topic, I think this alley is my favorite alley. Aren't alleys great?
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ADV Scripting & Public Relations: Ogami Keichi

"Seriously Slow Damage!"
Intro Video Production
OUTTAKES
[CANCELLED?!]

YouTube Link
https://youtu.be/QZ2IrGCdefI
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ADV Scripting: Shima Nagare

My name is Shima Nagare, and I had the great honor of serving as a scripter for Slow Damage. Thank you for buying and playing the game!
It was the first time in a long time that I had been asked to do scripting work, so I was unsure of a lot of things, and I really struggled... While 
I feel bad for being a burden on the rest of the dev team, at the same time, I hope I was able to contribute to the game in some small way. 
So how was it? It gives me pride as a dev to think that this game might leave a lasting impact on all your hearts.
When I first started reading the game script, I had no idea about the content going in, and a lot of scenes shocked me. I mean, I probably 
should have guessed from the title or the art, but... only after I finished reading did I realize the deep significance of scars. I had joined this 
team without thinking too hard, and I wasn't truly prepared for the intensity of the content. But by the time I realized I was an idiot, it was 
too late... and by the end, I was jonesing for a cigarette.
I think the smokers in the audience will understand, but when you have a nicotine addiction, any scene with characters smoking will activate 
that craving. It made me nostalgic for the days when you could light up just about anywhere. In fact, I'd warn smokers and alcoholics to be 
careful playing this game!
In terms of characters, I think I liked Igarashi the best. I love dogs, so I was a big fan of his puppy personality! I hope you all have favorite 
characters and scenes, too!
Lastly, I'd like to give a big thank you to everyone who played Slow Damage! I hope you'll continue to support Nitro+CHiRAL and all our 
games!
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System Scripting: usao.exe

Thank you so much for playing Slow Damage. In addition to the game itself, I encourage you to fully explore the world of Slow Damage 
through the backgrounds, production values, and new techniques we employed in the making of this game. Doing so will add to your 
enjoyment and bring sheer delight to all of us on the team. Here at Nitro+CHiRAL, we deeply appreciate your ongoing support.
usao.exe
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Sound Director, A＆R: kanzi

Please enjoy our music 'til the very last note.
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PR Manager: CHiRAL-kun

Thank you for playing Slow Damage! PR manager CHiRAL-kun here.

This title released in Japan a full 5 1/2 years since Nitro+CHiRAL Fes. was announced, and we're so sorry for the long wait! Slow Damage 
went through a very long development period, but during that time we received many warm, heartfelt messages that gave us the strength 
to carry on. Thank you so much.

Slow Damage has attracted interest not just in Japan, but all around the globe. If you look at the OP movie on YouTube, you'll see 
comments in many different languages! Not only that, but we broke 100,000 views within the first two weeks! I couldn't believe my eyes...
Slow Damage is an evolution of our previous games, incorporating more gameplay and special effects than ever before. As you enjoy 
Nitro+CHiRAL's world of twisted love, I hope you'll continue to strengthen us with your heartfelt support!

CHiRAL-kun
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Public Relations: Kurosawa Hideki

At long last, Nitro+CHiRAL has released its new game, Slow Damage. Thank you so much to everyone who has purchased the game 
despite the ongoing pandemic. So, how did you like our latest PC title after all these years?

In order to give you as much Slow Damage info as possible, we took a varied approach to PR that included magazine articles, advertising 
and promotional tie-ins at brick and mortar stores, and even a mixed media project featuring two different manga adaptations.
Thank you so, so much to the magazine companies, stores, and other companies that assisted us in our efforts!

Kurosawa Hideki
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Public Relations: maimai

Thank you for purchasing [Slow Damage game logo]
How did you like this clusterf*ck of Nitro+CHiRAL's pet fetishes...?
NOM
YUM YUM
NOM
NOM

SLUTTY UKE
KIDNAPPER SEME
SLICKED-BACK HAIR
COLLAR
GLASSES
FEMME SEME
SEX
SEX
SEX
SEX
I was in charge of PR! I screamed and writhed every day, hoping to pull you all down into this swamp with me.
I'm so glad we managed to ship the game...
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Public Relations: Moo

Thank you for playing Slow Damage!
Every character in this game is a degenerate!
But that's fine.
I hope it will be one of your favorite works.
Congratulations!!
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Public Relations: Megamori

Thank you so much for buying Slow Damage, and congratulations on completing it.
My name is Megamori, and for this project, I handled debugging, taking part in the "Seriously Slow Damage" livestreams, and other dev 
work.

So, how did you like Slow Damage? I get the sense that this is the most difficult title in CHiRAL history. The story, the art, the music, the 
gameplay—it's all so different from the previous games, and it turned out GREAT. The OP is so sexy.
The entire soundtrack is great, of course, but which tracks were your favorite? Personally, I thought ARKTA's "Keep me alive" and 
"Damaging you" were extremely cool; I fell in love from the moment they played a demo for me. I sincerely hope you get the chance to listen 
to these songs played live someday.

Another thing—this game sure pairs great with booze and smokes, doesn't it? Every time the topic came up, it gave me major cravings. 
Especially booze. Doesn't this game put you in the mood for whiskey on the rocks?! I want to try absinthe, too...
Anyway, sorry for the essay, but thank you so much for playing Slow Damage. I hope you'll support Togainu no Chi, Lamento -BEYOND 
THE VOID-, sweet pool, DRAMAtical Murder, and all of our future titles here at Nitro+CHiRAL!

Personally, I'd love a scene with Rei, Junko, Honami, and Arata where they all try to talk like gruff, manly men. I imagine they'd burst out 
laughing and say "I can't do it!"
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Public Relations: Open

Thank you so much for buying Slow Damage. My name is Open and I was an assistant for the "Seriously Slow Damage" promo livestream. 
I didn't work on the game directly, but I still hope you all had a blast playing.
Personal anecdote time: I recently tried—and failed—to quit smoking. All thanks to this hand (↑) popping up periodically, whispering in my 
ear: "You want a hit, don't you?" If you know someone who's trying to quit smoking, I encourage you to introduce them to Slow Damage so 
you can watch them slowly succumb to petty human desire.

Open

Slow Damage L iner  Notes



Website Design: Azuma Satoru

THANK YOU FOR PLAYING!!

From the teaser site's launch in February 2016 to the full website launch in October 2020, the site was updated a total of 5 times. That's a 
new record! 
As I recall, Towa was a shy boy who didn't show his face at first. 
In the beginning I thought the characters' ages skewed pretty high, but then I looked at their face icons next to each other and decided they 
weren't THAT high. (Are they?) 
Anyway, thank you for your purchase!

Azuma Satoru, February 2021
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Package Designr: OK Hazama

It appears you have completed Nitro+CHiRAL's newest game, Slow Damage... Congratulations are in order!!
I'll work hard on the merch so you can always have a piece of Slow Damage close to your heart!! Please buy some!
OK Hazama
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Package Design: CK

Hooray! Slow Damage Release Day!

A Towa Nendoroid is in the works. Stay tuned!
Who will you choose to corrupt Towa...?

CK
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Package Design: Beer-Czuru

Congrats to the team for shipping Slow Damage!! I hope we can convey all the great things about this game through its wonderful merch!! 
Everybody please buy some!!

Beer-Czuru
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Production Manager: Adamlovin

Congrats on completing the game!

Thank you so much for playing Slow Damage. It has been 10 years since I first joined Nitroplus as an ordinary production manager. In other 
words, to me Slow Damage is a game that we released purely to celebrate my 10-year anniversary! Woooo!!
I wanted to take this opportunity to look back over the past 10 years of Nitro+CHiRAL. All of these hold sentimental value for me, whether 
it's brand-new titles or special-priced editions. I hope you'll continue to show your support for Nitro+CHiRAL!

Adamlovin
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Additional Assistance: Noritarou

Congrats on completing Slow Damage!

My name is Nori Tarou, and I'd like to talk about the new, untested marketing promotions we tried our hand at with this release.
First, this digital-only manga adaptation. A HUGE thank you to both Sumimoto-sensei and Misaka Nium-sensei!
Secondly, product listing ads. If you caught a glimpse of this banner at any point from November to December 2020, consider yourself 
lucky! It was a small-scale promotion, and not a single employee here ever managed to encounter it...
I pray for our fans' continued safety during this pandemic, and I hope you will all support Slow Damage and the rest of Nitro+CHiRAL for 
many, many years to come.
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Project Manager: Arudonte

Congrats on clearing the game!

And thank you for battling your way through the complex Interrogation and Exploration scenes in order to make it this far.
There's a lot I could say about the story or the gameplay, but most importantly, this game in particular has some really nuanced characters. 
Did you have a favorite? Personally, I like these two Takasato yakuza. In particular, I really love Toono's "one-note villain" energy... but in 
Fujieda's route, he gets killed off in an instant... Plus, Sakaki has a great voice, and he gives Towa money... These two are just... so, so 
good...

Arudonte
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Assistant Director & ADV Scripting: Chiyoko Reito

Thank you for playing Slow Damage. For this title, I handled ADV scripting.

Mostly I coded all the sex scenes, and there was one point where I was like... "Wait, what? Isn't this the same as Minikui Mojika no Ko?" 
And when I checked, there was a note that said "It's framed differently, so it's okay." I guess in BL, they only use white flashes for taking a 
punch.
And when I looked at the scenes without sexual content, I thought to myself: "Oh! This uses Mojika's internal thoughts! The macro's been 
rebuilt!" Regardless of framing, it's important to know how to reuse assets, I guess.
As I could feel myself getting close to the climax, encountering Inada during the final Exploration was, uh... memorable (in a debugging sort 
of way).
That reminds me: during development, I kept pointing out how weird certain characters were. (There are no normal characters...) And every 
time, I'd get "It's okay!" or "It's a feature, not a bug" in response.

Thanks to the pandemic, our use of chat software skyrocketed, and online conversations far outstripped those held in person. I don't think 
that would have happened if it wasn't for the coronavirus.
It was during that time that I truly realized just how powerful someone's voice can be. Voice actors are so talented! They really breathe life 
into their characters. One time I remember I was so overwhelmed by an amazing song that I reflexively started gushing about it in the work 
chat. I'm glad I was around to experience it.

I hope you enjoyed your time with the game!

Memories of Slow Damage
by Chiyoko Reito
February XX, 2021
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Producer: Digitarou

From the bottom of my heart, I thank all of you who have played Slow Damage. We released this game in Japanese on February 25th, 2021, 
16 years since our debut work Togainu no Chi released back in 2005, and Fuchii Kabura and the rest of the team have used every last bit 
of knowledge gained over that time in order to bring Slow Damage into the world. This is also the first title that features our longtime CHiRAL 
artist, Yamada Uiro, as the art director.
If this game made you feel something deep in your heart, then I couldn't be prouder. With your support, we can take our dreams even 
farther.

16 years ago, no one would have guessed that the world of BL would ever grow to be this large. As someone who first discovered BL culture 
40 years ago, took an interest in it, and has served as a producer of BL content for years since, words cannot describe the way it makes 
me feel. Going forward, I will do my utmost to support my staff as they work hard to push the boundaries of what BL is and can be. 
I only ask that you continue to offer your love to Slow Damage and the rest of Nitro+CHiRAL.

Digitarou
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