Enemy Types Design Document
Enemy Type 1 – Hungry Beast 
	Type - Follower
	Speed - Slow

	HP – Low / Easy to kill
	Size - Small



Abilities; 
Melee Attack – If the hit is successful, it will have a small chance to stun the player’s character. It will always speed up the enemy. This means that if the player lets the enemy attack them, the difficulty will rise to kill them. They start off easy to kill but get harder if the player lets them. 
Placement – Generally found throughout the level
[bookmark: _GoBack]Enemy Type 2; Wind Conjurer
	Type – Caster / Stationary
	
	Speed – Stationary

	HP – Low / Moderate
	
	Size – Normal 



Abilities; 
If the player gets close to the enemy, it will start to cast their teleport ability.
Wind throw – Long cast time – Wind bolt is fired in a direction towards the target (the player), if it hits the target, the target will be knocked back and damaged.
Teleport – move to a safe location relatively close to where they were. 
Placement – Near cliff edges/ traps where the player could die from the environment hazard. 
Enemy Type 3; Ranged Tank
	Type – Melee/Follower/Ranged
	Speed – Slow

	HP – Moderate/High
	Size – Large 



Abilities; 
Ranged attack – Fires a projectile towards the player, dealing moderate damage. 
Block – Blocks melee attacks with their weapon.
When their ranged weapon has broken they will switch to a melee attacker.
Melee attack – Swing arc in front of the enemy casting. Anything hit will be stunned and take moderate damage. 
