Boss Research

Context: "As a developer, I want a prototype of the boss's attack patterns, so that I can see its behavior in engine and iterate on it"
Research Question: What variety of attack behaviours do bosses have in our reference game (Ex-Zodiac) and how do they impact challenge?

Data & Notes

Codename | Time to beat | Breakdown Screenshots Suitability for our game

Scorpion | 1:37 3 phase
it ams
2. cutting poles
. unging (2 types)
2.using tal: homing orbs
3. using heads: homing rockets

+tree cutting
2attached arms
~form

Worm 223 2pha segments
T eseh segments shoots something (3 ypes) + navigating on splines
2. once segments gone, uses big aser head 2laser beam
- movement complexity

Octopus | 2:03 2phees e g s ) + detached arms
oceis form,

1 e o 2 rms ot o e - large attack count
o

. shoot from arms (ulets an rockets)
23t tmer
< unge with hesd

. rottearms around

Totem 139 3 phases it ncessng ggresion  rasing obelisksfrom ground
types of attacks: + rocky form
P oming oes 2laser bear

-+ raising obelisks (lternating or a5 a ow) T mony atadvariants e phase
- rockets (arge count In last phase)

+ player-following laser beam

Mech 318 it points are (unjcovered through fist shape
hands have separate health +detached arm:
oot hand atack resdabity
2 phases: - hand complex

1. handls) live, using attacks:
ave / hands clap / fist punches

< laser

2 alternating:
a. rockets (reveals hit point)
b.laser beam (mmune)

Spider 054 5 hit points (head and 4 arms) 2attached arms
soft phases, seems to unlock new attacks. - unciear phases
attacks:

- row obstacles (how to theme?)
- homing orbs / rockets.

- lunging arms / rom below

- rockets create rows to dodge
+ laser beam ()

Runner | 1:03 torso s hit point
alternates attacks:
around passively (dodging, not an attack)
+ lunges arms.
- using weapon from trai

2attached arms
~run animation
- grounded 3¢s

Disc 200 first many segments, then central head
random atacks:
- segments shoots projecties (or the head)
- countindependent of segments alive
+ fire beam
- scatters shootable rocks/ roll in a path

+lunged rocks
+segments encourage aiming
2laser beam

- complex roling

Conclusions

- Bosses in Ex-Zodiac generally take 1to 2 mins to beat.
- Skilled players may skip several attacks by playing aggressively and using bombs.
- The bosses typically have 2-3 phases based on overall health or destroyed parts.
. Snme phases feature completely new attacks while others only tweak them.
. and intensity, featuring more dangemus and g epicparens.
© Each bos o 4.8 attacks, while some attacks may er phas
- Attack complexity ranges wildly, impacting scope.
their attacks and others choose
+ Random attacks require a bit for he varied Disc).
- Attack types (each boss covers -3 of these):
count and properties
" (aser) e - follows the playet, reqiring Continuous movement to dodge
- launched obstacle - requires a swift reaction
+ in-world obstacle creation - forces precise and deliberate dodging
- Hittable areas vary greatly in size, count and accessibilty.
Jost-moving the lock-on, whe areas

spamshoot.
- Some b Over time, re challenge of aiming but may reduce overallintensiy.
. Some attacks render th ible. Thi I d ol
Takeaways
+ To create an interesting boss given a limited scope, we should aim for about 2 phases and 4 varied attacks.
- We can either cycle between the attacks o aslong as they

two phases should feature different hittable areas to vary the suitable player strategies.

. Niaattack types from Ex-Zodiac are worth prototyping!
our Cc vement pi tis uncl ight it our them artists.

. The hoss should take around 90 seconds t beat e can balance ths throuh heath and verfy by plzytes(mg
- As the best reference, we should consider the Disc boss and the following attacks:

- (GIF) Disc's scattered rocks for a deep (and themed) attack with multiple solutions

- (GIF) Disc's segment projecties for how simple bullets are made interesting when shot from many angles.

- (GIF) Disc's fire beam for forcing continuous movement.

+ (GIF) Totem's rising obelisks for naturally rocky in-world obstacles.



https://imgur.com/Vq3uAzz
https://imgur.com/mMujyIL
https://imgur.com/QvGvbh9
https://imgur.com/6D4FLLx

