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Overview

During combat the enemy will attack the player with a randomly selected attack set
which players must parry. Each different attack set will have a different “tell” pose which

will inform the player of how many attacks the enemy will perform.

Goals

e Create an exciting challenge that the player must overcome

e Create a sense of mastery for memorizing the different “tell” poses

Attacks

Attack Types
e Single Attack

o Quarter Note

o Full-body swing
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e Double Attack
o Double eighth notes

o One-handed swing

e Triple Attack
o Three eighth notes

o Quick light swings




Design Spec Leopold Chen | v1.0 | 10/18/2026

e Quadruple Attack
o Four eighth notes

o Bend down and rapid quadruple swings

Art Notes

e The tell poses should.be easily differentiated in a split second

UI/UX/VFX Notes

e Need sparks vfx for when parry connects

o Need different effects for the different parry types

Narrative Notes

e Enemy is a church inquisitor set on genociding the player’s people
e Evil paladin

e Swings should be heavy and brutal



Design Spec

Audio Notes

e Tell pose sfx

e Swing sfx

Tunables

e Attack speed

o Number of attacks
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