Encounter area List

Yeti Caves, Ruins (Bandit base),  Hawk men layer, Underling Layer, Brigand’s camp, Mines

Yeti Cave

Cave Level Flow

1. Simple cave

a. The player may move about and explore at his/her own discretion. Multiple options exist for directions to take. The player is not forced along a single scripted path.

b. Depending on the quest the player may be simply seeking out Yetis to kill or searching for something. 

2. Yeti Spawn Traps 

a. There are two spawn trap locations both triggered my player proximity to the trap. 

b. Once player is in the traps radius it will spawn Yeti to run to the trap/Trigger

c. If the Player is still in the area the Yeti will Attack, If the player is not in sight the Yeti will search for one minute then unspawn once the player is not in sight and the trap will reset.
AI: 
1. Yeti young
a. They will have a Low Alert Level. Start with Idol Animations and do not wander from initial location.

b. If they notice a player they will (run to fear point) act as alarms and seek out Adult Yeti and alert them to the player presence. The Adult Yeti will then run to the location the player was spotted.

c. They will fight if forced to, after they run to fear point or if attacked prior to reaching the fear point.
2. Yeti (Adult Yeti)
a. Normal Alert Levels as well as sense of seeing and hearing. 

b. Use claws as melee weapon

c. If any Yeti encounter another Yeti “Searching” for the player it will join in the search

d. If Not Set to patrol then they will guard the location they are located.

e. If set to patrol they will follow the Patrol path. If alerted to a player’s presence they will seek out and attack player. 

f. They will return to their patrol paths if they do not find or lose or kill the player.

g. They will have a short attention span and will not seek out the player for more than a minute.
3. Boss Yeti
a. Not a LEVEL BOSS just the Alpha male of the Yetis in the cave

b. Boss will have double hit points of adult Yetis and will do more damage with its claw attack

c. Special attack is frost breath 

i. Frost breath is a powerful attack that does 2x the damage of his claw attack damage

d. Can only use frost breath once every five minutes

e. Damage type Frost
4. Lesser AI
a. Some random placing of snakes, rats or bugs. 

b. No threat to player

c. They can be killed for the fun of it.

d. They will wander no need for set patrol paths.
Items to find

1. Quest Items

a. Ice Bloom Flowers can be found around the shallow pool

b. Dead Patrol men

c. Dead Patrols men’s report documents
2. Treasure
a. The Boss Yeti is guarding his own personal stash of “Shinny” objects he has taken from his victims.
b. 9mm Ammo (3 Boxes)

c. 2 throwing Knives

d. 1 Sword

e. 50 cal Ammo (1 Case)

f. Some Silver ore (From mines)
g. Some Iron ore (From mines)

h. Patrol Men Report Documents
Ruins
Ruins Level Flow 

3. Random Ruins area

a. The player may move about and explore at his/her own discretion. Multiple options exist for directions to take. 

b. Depending on the quest the player may be seeking out bandits to kill or to kill the Head Boss bandit. 

c. The Head Boss Bandit is in the downstairs level. It can only be accessed by using a key to unlock the door. 

d. The key is located on the second floor guarded by 2 guards.

e. Once the player has the key they can unlock the basement door and the door to the Head Boss Bandits room. 
i. This room will have a trap trigger to call the guards from across the hall to help the boss. 

ii. If the player has already killed the guards across the hall the trap trigger will be disarmed (since the guards the boss would call for help from would already be dead.)

iii.  If the player enters the Boss room first then the guards across the hall will come to attack the player.
AI: 

1. Guards

f. Normal Alert Levels as well as sense of seeing and hearing.

g. If any guard encounter another guard “Searching” for the player it will join in the search

h. If Not Set to patrol then they will guard the location they are located.

i. If set to patrol they will follow the Patrol path. If alerted to a player’s presence they will seek out and attack player. 

j. They will return to their patrol paths if they do not find or lose or kill the player.

k. They will have a short attention span and will not seek out the player for more than a minute.

l. Guards are armed with Rifles, pistols and knives and grenades.

i. 100% Rifles

ii. 50% pistols (as Backup)

iii. 50% Knives (as backup)

iv. 30% have 1-2 grenades

m. If a guard is killed 50% chance it will drop a box of ammo for the weapon it was using

n. If a guard is killed 10% chance it will drop the weapon it was using

o. If a guard is killed it will drop money

i. 10%
3-5 silver

ii. 15%
1-2 Silver

iii. 25%
50-80 Copper

iv. 50%
15-40 copper

p. If a guard is killed there is a chance it will drop a trinket with some value.

i. Trinkets like flask, carrying pouch (for inventory), map, lucky rabbits foot, bracelet or jewelry etc.

ii. Trinket value 
10%
1-2 Silver

iii. Trinket value 
15%
50-80 Copper

iv. Trinket value
25%
15-40 copper

v. Trinket value 
50%
no trinket dropped
Items to find

4. In the Key room there will be a chest which will contain the following:
a. Key to unlock basement door and boss room
b. Healing potions and medical kits (enough to restore 2 players to full health)
c. Partially used shield battery (for defense)
d. Hollow point Ammo (3 Boxes) +5 dam per bullet
e. Trinkets like flask, carrying pouch (for inventory), map, lucky rabbits foot, bracelet or jewelry etc.

i. Trinket value 
10%
1-2 Silver

ii. Trinket value 
15%
50-80 Copper

iii. Trinket value
25%
15-40 copper

iv. Trinket value 
50%
no trinket dropped
f. Money

i. 10%
12-25 silver

ii. 15%
5-10 Silver

iii. 25%
3-5 silver

iv. 50%
1-2 Silver
5. In the Boss room there will be a chest which will contain the following:
a. Letter Belonging to the Engineer at The Northern Frontier Outpost 9, Perimeter defense base

i. If player delivers Letter to the Engineer it will start a chain quest.

b. Healing potions and medical kits (enough to restore 2 players to full health)
c. Partially used shield battery (for defense)
d. 50 cal Ammo (1 Case)

e. Some Silver ore (From mines)
f. Hollow point Ammo (3 Boxes) +5 dam per bullet
g. 3 Trinkets like flask, carrying pouch (for inventory), map, lucky rabbits foot, bracelet or jewelry etc.

i. Trinket value 
10%
1-2 Silver

ii. Trinket value 
15%
50-80 Copper

iii. Trinket value
25%
15-40 copper

iv. Trinket value 
50%
no trinket dropped
h. Money

i. 10%
12-25 silver

ii. 15%
5-10 Silver

iii. 25%
3-5 silver

iv. 50%
1-2 Silver
