New Monster Overviews and Designs
Table of Contents
Mutated Enemies	2
Mutated Khazra	2
Mutated Khazra Brute	2
Mutated Khazra Trapper	3
New Enemies	4
Leshé	4
Inspiration Material	4




[bookmark: _Toc3805447]Mutated/Evolved Enemies
These enemies are all returning enemies that have been changed in some way or are different versions of returning enemies. The enemies have been mutated by Inarius’ or Lilith’s influence or have evolved to be different creatures from the biomes in sanctuary.
[bookmark: _Toc3805448]Mutated Khazra
These enemies function similarly to the khazra from the previous Diablo 3 content, but have been changed by Lilith and Inarius’ influence and gained new abilities. The mutated khazra are not individually strong but gain new powers when grouped together. Their combinations make them dangerous.
These Khazra are all part of the Forest Clan, a clan only seen in and near the Scosglen Forests.
[bookmark: _Toc3805449]Mutated Khazra Brute
Mutated Khazra Brutes are the basic frontline enemy of the Forest Clan. They have higher health than Shamans or Trappers as well as higher damage, but fight in melee combat.
Mutated Khazra Brutes can still beat Khazra Drums to affect the nearby Khazra but can now also breathe Hellfire in front of them to deal damage in a cone in front of them. 
Mutated Drums
The drums of mutated Khazra are slightly different. They provide a permanently stacking damage and health buff to the affected Khazra Brutes. This buff is applied while the drum is being used by a Brute to all brutes in its range. The buff can stack infinitely, and it does not slow khazra down, unlike the original drum. The drum can also be destroyed by attacking it, like in the base game.
Retargeting from Nets
Khazra brutes can also be told to target specific enemies by Mutated Khazra Trappers. The nets thrown by Trappers cause a specific number of nearby brutes to retarget onto the trapped target (Something akin to a taunt). However, Khazra brutes can be taunted off a netted target by spells such as the Demon Hunter’s Boar Companion or the Crusader’s Provoke spell. They will continue to target the netted enemy until the effect ends or if they are taunted off that target.
Dash Attack and Enrage
Mutated Khazra brutes become enraged if a nearby Shaman is killed. When Enraged the brutes gain damage, damage reduction, and the ability to perform a dash attack. This dash attack deals damage in a line, and has a short wind up before firing. Players can avoid this attack by moving out of the way during the wind up period.
This dash attack can only be used once enraged by the death of a nearby shaman.
Breathing Hellfire
This ability deals fire damage in a cone in front of the Khazra brute based on ticks. Every half second while inside this effect the target will take damage. The cone reaches about 15 yards in front of the Brute and is channeled ability. It can be interrupted by CC effects, including any knockback effects.
Shortened Notes
	Ability
	Note 1
	Note 2
	Note 3

	Dash Attack
	Deals damage in a line
	Short wind up, but only useable when enraged
	Ability has a medium length cooldown

	Enrage
	Only occurs when a nearby shaman is killed
	Enables use of the dash ability
	Can be triggered multiple times per khazra if multiple shamans are killed

	Retarget
	Only occurs if a target is trapped by a trapper’s net ability
	Up to 5 Khazra will retarget and rush the netted target (extra move speed)
	Only ends by being taunted away, or the effect ending

	Drum buff
	Only applied while a drum is being used by a brute
	Permanently stacks
	Buff is applied at intervals during use. (Application has a cooldown)



The mutated brutes are not a high priority target for the player during the early stages of a combat engagement. They deal little damage, and even a low skilled player can easily kite them. They do, however, become much more powerful throughout a fight if not dealt with. Their risk category is low at the beginning, and dangerous towards the later stages of a fight. However, if left alone for too long, they will become an extremely dangerous force to tackle.
[bookmark: _Toc3805450]Mutated Khazra Trapper
Mutated Trappers are generally squishier than the Brutes but can attack from a range and use special abilities. Their basic auto attack is a ranged spear throw, the same as impalers from the base game, but it deals significantly less damage.
Hunting Nets
The Mutated Trappers can throw nets at targets to temporarily mark them. Marked targets will temporarily receive extra damage whenever they receive damage from a source (so, if the player has the mark on them and receives a DoT effect, each tick of the DoT procs the extra damage from the mark) and up to 5 Khazra Brutes will retarget onto the netted enemy. This is a targeted ability with a medium length cooldown that is shared between groups of trappers, and only one trapper can throw one net at a time and only one target can be netted at a time. This means that a group of trappers will wait to throw their nets until the previous mark has expired and the cooldown has also stopped. (This includes groups of multiple players. In such cases, only one Nephalem can be netted at a time.) This prevents the trappers from throwing multiple nets and extending the duration of the mark. The trapping ability will also only target the Nephalem. If the player has any pets this ability will not target the pets.
Channeling Rods
Mutated Trappers can also throw larger spears that target a position on the ground. When landing these spears deal damage and knock back in a small area around the spear (approx. 10 yards). Khazra Shamans can use these spears as ‘lightning rods’ for one of their damaging spells, the Demonic Fire Lance ability. The spear can be targeted and killed by the player but cannot be damaged by their pets. The player must intentionally deal with these spears. The spears share a cooldown in groups of Trappers similar to the net ability, this prevents too many spears from being spawned all at once and potentially bursting a player down in combination with shamans. However, this cooldown is short when compared to the net ability.
Shortened Notes
	Ability
	Note 1
	Note 2
	Note 3
	Note 4

	Hunting Net
	Marks a target (only a nephalem) to receive extra damage whenever damage is received
	Only one netted target per group of trappers. Cooldown is also shared between members or group
	Medium length cooldown after effect expires
	

	Channeling Rods
	Targets a location on the ground and deals damage after a delay
	Deals damage and knockback around targeted area
	Combines with Shaman’s Demonic Fire lance
	Must be killed by player similarly to khazra drums



Mutated Trappers are enablers for their counterparts. They provide supportive abilities that the other mutated khazra can take advantage of. This makes them a priority target for players to deal with. However, if left alone for too long the other khazra can become very dangerous, and, if trappers are alone there is little they can actually do to a player. Skilled players can deal with Shamans or Brutes first to make the Trappers significantly less dangerous.
Mutated Khazra Shaman
The mutated Khazra shaman’s are a ranged spellcaster enemy. They mainly rely on their interactions with other mutated khazra to be dangerous, and are quite squishy. Their ranged auto attack is a small hellfire fireball.
Mutated Shamans come in two varieties: Fire and Poison. Both types have access to the Blink ability and will enrage brutes if killed, but only fire shamans can use Demonic Fire Lance, and only Poison Shamans can use Infested Pool. This is to assist with conveying what is dangerous about the current encounter to the player quickly. If the player sees no Fire Shamans, then they know they can leave the Channeling rods alone for example.
Demonic Fire Lance
This spell fires a lance of hellfire at the target. It deals some damage and targets the actual location of the target when fired. This means the lance can be dodged my simply moving out of the way or using abilities such as blood rush or teleport to dodge it. The spell passes through targets and will deal damage to each target it touches.
If any Channeling rods are currently alive on the field, the Shaman will target the nearest channeling rod instead of a player. The spell will then travel to the channeling rod, and charge inside of it for a second before firing outwards at a new target. This will be repeated until the spell has touched all available channeling rods, at which point it will fly out and target the nearest player. Each channeling rod touched will increase the movement speed of the spell and the damage. This effect does not have a cap on the number of rods a fire lance can travel through.
Blink
Mutated Shamans can blink to a nearby location to escape dangerous situations. This effect is very similar to movement abilities like Teleport or Blood Rush. During the effect the shaman cannot take damage and is moved to a nearby location. This effect is only triggered if the shaman is not currently unable to cast spells (e.g, during a stun) and the shaman’s health has dropped below 50%. This effect can only be triggered once for each Shaman to avoid annoying the player too much.
Infested Pool
The Mutated Poison Shamans can infest areas of the ground to apply a DoT to the player and suck them in slowly. This DoT functions similarly to the DoT applied by the pools that Adria creates or that are present in the Paths of the Drowned. The DoT deals high damage over time to any target it is applied to. Each Poison Shaman has their own infested pool that they must channel. This pool will be cast when the player is noticed by the enemy, and will remain until its duration expires. Once it expires, the shaman will cast it again at a new location. The pool will disappear if the respective shaman is killed. This means that there can be many pools active around the player.
The suction applied by the spell is a persistent force. It does not suck the player in similarly to how a spell like Piranahdo immediately pulls targets to its location. Rather the ability is more similar to a spell like Black Hole. While the pool is active the player is dragged toward it if they are within range. The force is small enough that it can be escaped by walking out of it, but if the player does not continually walk out of it they will be eventually pulled towards the center. To achieve this the pulling force of the pool increase proportional to the amount of base move speed increase the player has. This ensures the pool will always be pulling the player but can prevent it from being so powerful as to be inescapable. Each poison shaman wants to cast its own infested pool sufficiently far away from the other pools to avoid a situation where the player is pulled in multiple directions.
Shortened Notes
	Ability
	Note 1
	Note 2
	Note 3
	Note 4

	Blink
	Moves the Shaman away from danger
	Only cast once
	Only cast if the shaman is currently able to cast spells and their hp is below 50%
	

	Demonic Fire Lance
	Targets thee location a player is at and deals damage to all targets it passes through
	Gains damage and move speed by traveling through Channeling Rods
	No cap on amount of rods traveled through
	Only castable by Fire Shamans

	Infested Pool
	One pool per poison shaman
	Recasted upon expiration and removed upon shaman’s death
	Channeled ability (can be interrupted by cc)
	Slowly sucks the player towards the center, proportional to their move speed



Ialtag
Ialtags are large bat creatures and are an evolved version of the carrion bats from acts I, II, and III. Ialtags spawn from nests and in large numbers but instead of poison damage they deal fire damage. They function as a large-scale fodder enemy to be mowed down by the player.
Ialtag is the Scottish-gaelic word for bat.
Ialtag Nest
The Ialtag nest continually spawns Ialtags as long as it is alive. It is an evolved version of the Carrion Nest from acts I, II, and III. If the player does not kill the nest it will slowly overwhelm the player with sheer attrition.
[bookmark: _Toc3805451]New Enemies
These enemies are all new to this expansion.
[bookmark: _Toc3805452]Yeshé
Inspired by the Leshy from Slavic folklore. Yeshés are sedentary plant-like enemies that must draw the player towards themselves with something tantalizing for the player. Yeshés create a false resplendent chest to draw the player in with the promise of loot. Yeshés need corpses to fertilize their roots and the roots of nearby creatures that they live in a symbiotic relationship with.
They have high health pools and lack a basic auto attack instead fighting with abilities and their symbiotic creature or plant partners. Yeshés are very solitary creatures and do not live among their own kind, they will only ever be encountered as a single Yeshé with other monsters nearby. They are intended as a small ‘miniboss’ encounter out in the field.
[bookmark: _Toc3805453]Inspiration Material
“The Leshy is a male woodland spirit in Slavic mythology believed to protect wild animals and the forests. They usually appear as tall men but have the ability to change size and shapeshift into any form, animal or plant. Leshies have beards made of living grass and vines, and are often depicted with a tail, hooves, and horns. The Leshy has pale white skin and dark green eyes. They are the lords of the forest and hold close bonds with gray wolves, bears, and all animal life. When a leshy is in human form it looks like a common peasant, although its eyes glow. The creatures can shrink themselves to the height of a blade of grass or grow to the size of the tallest trees. It is commonly understood that leshies will lead peasants astray, make people sick, and even tickle them to death. The creatures are terribly mischievous and have horrible cries. However, Leshies can also imitate human voices and often times lure lost wanderers to their caves. They aren’t always evil but enjoy misguiding humans and kidnapping young women.”
False Resplendent Chests
Yeshés create these to lure travelers into their traps. The Yeshé does not begin to attack the player unless the player opens the chest. Upon opening this false chest disappears and the Yeshé will open with Ensnaring Roots.
Ensnaring Roots
This ability does no damage and is only cast when a player activates a false resplendent chest. This will snare the player for a few seconds and gives the nearby creatures time to spawn in before the player can move.
Seed Burst
Yeshés can drop their seeds to burst and deal AoE damage. These seeds are flung from the Yeshés body and land on the ground where they explode immediately. The Yeshé can throw 5 seeds in a single barrage, and this ability functions on a short cooldown. (Very similar to the Mortar Elite Affix).
Drain Life Force
The Yeshé can drain the life force of other nearby monsters to heal itself. It will send roots to stun and ensnare up to 3 nearby monsters and rapidly heal itself based on the number of monsters grabbed. This ability can heal up to 33% of the Yeshés maximum HP, with each monster contributing up to 11%. The roots can be destroyed by the player and can be damaged by AoE and single target damage.
Summon Monsters
The Yeshé summons 5 monsters when this ability is cast. It will 4 fodder class monsters and 1 threat class monster. It cannot summon another Yeshé.
These monsters are summoned in at full health and will play a spawning animation. This ability has a medium length cooldown.
Beó Crann
Beó Cranns are living trees (basically Ents) that value the life of the forest around them. They are mostly mindless creatures functioning on basic instinct. If something endangers the plant life they will become enraged and begin lashing out to defend the plant life. The arrival of Inarius and his subsequent rampage has caused the Beó Cranns to react by becoming enraged and impossible to calm down until Inarius is killed.
[bookmark: _GoBack]Beó Cranns use a large AoE swipe of their roots as their basic attack when in melee range. 

Monster Classifications
Fodder
· Mutated Khazra Brute
· Mutated Khazra Trapper
· Ialtag

Threat
· Mutated Khazra Shaman
· Yeshé
· Ialtag Nest
· Beó Crann
Boss

Beast
· All khazra
· Ialtag
· Ialtag Nest
· Yeshé
