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About this documentation 
 

This sample gameplay appendix is part of a larger design document and appendix set that 

I worked on for the game titled Seda:X².  I have designed and scribed all of the systems 

within this sample document.  In addition, I have designed the complete combat system 

(high and low-level components) for the game and further samples of my work can be 

supplied upon request. 

 

Special thanks to Liquid Moon Studios, Inc. for the use of this documentation in my 

portfolio. 

 

-Kasan Wright 

 

 

 

 

 

 

 

 

 

Date Modified Reviser Version Sections Revised Description 

July 14, 2003 Sage 1.1 Appendix 
Formatting of the first version of the Table of 

contents 

July 22, 2003 Sage 1.2 Gameplay 
The óSwing Attackô details, along with images, 

have been added. 

July 23, 2003 Sage 1.3 Gameplay 
The óStab Attackô details, along with images, 

have been added. 

July 25, 2003 Sage 1.4 Gameplay 
Subtle but important updates made to the óStab 

Attackô details. 
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Gameplay 
 

¶ Overview of Gameplay Appendix  

¶ Combat System 

¶ Passive Resistance 

¶ Player Navigation 

¶ Level-Up System 

¶ Weapon Evolution System 

¶ Faction System 

¶ Items and Power-ups 

¶ Game Score 

 

1. Overview of Gameplay Appendix 
 

¶ Appendix Overview 
 

Appendix Overview 

 

Herein lie the appended details of the Seda: X² Design Document> Section 3> Gameplay.  

These specs have been set fourth to ensure that the lowest level game mechanics are 

considered and tested.  This appendix may further reference other specific appendix 

documentation.  Any questions, comments, or concerns about this documentation should 

be forwarded to the design lead.  

 

2. Combat System 
 

¶ Attack Archetype Details 

¶ Move Combinations 

¶ Abilities 

¶ Blocking 

¶ Environmental Aspects (Talk about high-level environ attacking elements here) 

¶ Attack Interruption 

¶ Player/Enemy Life 

¶ Hit an Defense Recover 

¶ Emergent Properties 

¶ Game Fighting Investments  
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2.1 Attack Archetype Details 
 

¶ Swing Attacks 

¶ Stab Attacks 

¶ Projectile Attacks 

¶ Jump Attacks 

¶ Special Attacks 

¶ Throwing Attacks 

2.1.1 Swing Attacks 

 

¶ Overview 

¶ Vertical Swing 

¶ Horizontal Swing 

¶ Diagonal Swing 

¶ VHD Swing Directions 

¶ VHD Swing Degrees 

¶ Vertical and Diagonal Swing Heights 

¶ Swing Attack Range 

¶ Swing Attack Speed 

¶ Swing Attack Strength 

¶ Swing Attack Notes 

¶ Swing Attack Flowchart 

 

Overview 

 

Swing attacks are attacks that travel in an arch pattern. These attacks are very effective 

against enemies without armor or enemies that have a visible weak spot (Un-shelled 

enemies). These attack archetypes are mostly used to perform combination attacks, but 

can be used as single swings as well.  They are the weakest of all the attack types. 

 

Swing attacks are separated into three major categories: Vertical, Horizontal, and 

Diagonal 

 

 

Vertical Swing 

 

Vertical swings are attacks that travel from top to bottom (or vise versa) on the óY-Axisô.  

These attacks may be used to hit enemies in any direction directly around a character.  
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Horizontal Swing 

 

Horizontal swings are attacks that travel from left to right (or vise versa) on the óX-Axisô.  

They are more effective at striking enemies at a farther distance in front of or behind 

characters.   
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Diagonal Swing 

 

Diagonal swings are attacks that travel in any direction on a tilted axis; across X, across 

Y, or between the two (from X to Y).  Diagonal swings are good for striking or 

intercepting enemies that attack at an angle. 

 

 

 

VHD Swing Directions 

 

Each swing category (Vertical, Horizontal, and Diagonal, or VHD) consists of swing 

directions.  Swing directions are simply the direction in which the swing is traveling.  

These directions provide a variety of movements to the VHD swing categories.  There are 

two major swing directions; óForwardô and óBackwardô. 
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Forward- These swings take place anywhere in front of the player. 

 

 
 

Backward- These swings take place anywhere behind the player as they are facing 

forward.   
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The óVerticalô and óDiagonalô, forward and backward categories are further sub-

categorized into two additional swing directions; Up and Down.     

 

Up- Any swing that travels up the óY-axisô. 

 
 

Down- Any swing that travels down the óY-axisô. 
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Lastly, Diagonal swings have a front and back direction that indicates whether the swing 

is traveling from the foreground to the background or from the background to the 

foreground 

 

Front- A diagonal swing that travels from the background into the foreground 

 

 
 
Back- A diagonal swing that travels from the foreground into the background 
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VHD Swing Degrees  

 

Every VHD swing has three degrees of variation: 90° (Quarter Circle), 180° (Half-Circle) 

and 360° (Full Circle).  Each swing degree has its own range, speed, and strength 

variation (see Swing Attack Range, Swing Attack Speed, and Swing Attack Strength for 

more details). Degrees are used to vary swing attackôs effectiveness. 

 

Vertical and Diagonal Swing Heights 

 

For óVerticalô and óDiagonalô swings, there are variations in swing heights.  For instance, 

a óDiagonal Forward Swing 90ºô can be executed above or below the X-axis.  These 

heights are effective against different enemy types (e.g. short enemies or airborne 

enemies).    The two heights that exist for Vertical and Diagonal swings are: High and 

Low. 

 

High- Vertical or diagonal swings that take place above the X-axis. 

 
   

Low- Vertical or diagonal swings that take place below the X-axis. 
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Swing Attack Range 

 

Swing attacks, by default, deal more than one hit depending on the distance of the enemy.  

If the enemy is very close and the attack connects, it hits more than one time. However, if 

the enemy is at range, but not close and the attack connects, it only hits once.  This makes 

it easier for swings to be linked together in combinations 

 

 
 

The amount of hits that connect when an enemy is close depends on the degrees that the 

swings cover.  If it covers 90° it hits 2 times, if it covers 180°, it hits 3 times.  Attacks 

that cover 360° can hit a total of 6 times (3 times on each side).  

 

 

 

 

 

 

 

 

 

 
 

 

 


