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Level Generation
● Village generation for the main road is ready
● Only missing feature:

● Special area generation -> will be implemented before the playtesting

● Many different models (but just 2 generic houses ¯\_(ツ )_/¯ )
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Swarm AI: Rules
● Cohesion: Move closer to neighbours center position

● Seperation: Avoid moving into each other

● Alignment: Match moving direction of neighbours

● Player Attraction: Move towards players

● Danger Avoidance: Move away from danger

● Stay-Relevant: Move towards rough area of players, 
otherwise die

● Attack: Attack if in range

● (Spike Enemy): Move towards the border of the swarm

● (Winged Enemy): Keep distance from player (has min. Attack range)



  

Swarm AI: Optimization
● Optimized Swarm to allow as many as possible
● Expensive Neighbour lookup frequency and size scaled on 

likelyhood of big changes
● General code optimizations

● No unnecessary calculations, reuse data, ...
● Looked into relatively new Unity Jobs System for Multithreading

-> gave ultimatley no real improvements

-> decided against
● Preserved intended swarm behaviour as much as possible



  

Enemies: Swarm
● 3 Basic Swarm Enemies:

● Standard: 
– Bites the player.

● Spike: 
– More resilient
– Tries to protect others by going to the border of the swarm
– Extends spikes to attack

● Winged:
– Less resilient
– Stays away from players due to minimum attack range
– Powerful jump/fly attack -> explodes on player contact



  

Enemies: Bosses
● 2 Bosses:

● Golem:
– Tough melee fighter, gains ice abilities when under 50% health

● Fire Wizard:
– Cast lots of area effects

● 2 Mini Bosses:
● Ice Wizard:

– Can slow the player, making it easier for the bugs to attack
● Skull:

– Can make bugs explode in lightning to damage players
– Can spawn new, special, powerful Lighning Bugs, that survive the explosions



  

Combat: Combo System
● 3 new Weapons: Sword, Staff, Mace
● Each has a combo tree to do different moves:



  

Combat: Elements
● 3 Elements: Fire, Ice, Lightning/Shock
● Each weapon attack adds effects based on equipped element



  

Combat: Heal and Revive
Players can activate the Wisp they are escorting:

● Heal
● Heals all players in range

● Revive
● Revives a dead player
● Takes a while to activate

● Both have a cooldown time until they can be used again



  

Visual Changes
● Snow Shader
● Darkness effect (post processing)



  

Task completion
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