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Theme – 
A Mystical beast that fits the theme of all the previous enemies. But of larger scale to show that it is the thing causing all the problems you have faced prior to the fight.

When the player enters the boss room the UI will display a massive health bar that inflates. Showing the player there is a threat ahead that has a huge life bar. It also puts the player in a state of confusion as they are unsure of what is ahead. But at the same time, gives them the thought that the reward will be the best they have received yet.
The boss fight will feature 3 phases of combat. Each progressing in difficulty and mechanics. When the phases change, the boss won’t take any damage. It will show on the health bar and animation that he cannot be hit. The boss will show that it is being defeated by displaying blood or dirt over the mesh. Resetting at the start of each new phase.
Phase One
Stage one will be a simple Boss follows you dealing a basic AOE melee attack in front of the boss. Hungry Beasts will spawn around the room to help the boss.
Phase Two
Phase two is triggered by reaching a 60% health bracket. Phase two is where the boss enters a defensive state. He stands in the centre of the room surrounded by rocks which deny the player’s attacks. During this phase he will smash the ground causing the cave to create falling rocks which have massive AOE damage. If it hits the player, it will stun.
During this phase crawlers and wind enemies will spawn.
Every second ground pummel the boss will do, the rocks around him will expose the boss to be damaged by the player.
Phase Three
Phase three, the boss enters an enraged state, he will then dash around the room dealing damage to the player and stunning if it hits. Leaving lava/fire streaks in his wake. Which will deal damage to anything over it.
All types of enemy will spawn during this phase as it is the final phase. Whenever the boss hits the end of his dash, he will be open to be attacked from the player. Every 2 dashes he will go back to the centre of the room and repeat his previous mechanic.
On death it will spill lots of loot all over the floor around where it died. The exit will also be revealed to the player.
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