STREAM - THE BEGINNING

Stream have to start at ~7:55 p.m. - 5 minutes
before the skirmish witch starts at 8:00 p.m.

Streamer 1 and Streamer 2 are in the
opposite guilds

Both streamers have to show their
perspective (stream has to feature their
gameplay from two different devices)

They welcome their guildmates and other
players from the opposing guild via the
in-game chat (slide with chat)

The streamers should encourage the people
to join the game (if there is a free spot in the
guild)




SKIRMISH - STEP BY STEP

Pick up the reward (+25 energy) on the
Home screen - it's important to highlight that
this reward is available to collect only during
the skirmish

Mention also that during the last 30 minutes
(during the skirmish) players’ attack is
increased by 15%

Both streamers activate their mounts (slide
with mount activation) - mention about getting
more attack power

Enter the battle and fight in all outposts, one
by one - but also try to surprise enemy by
making damage on random outpost.

Increase the multiplier to at least x10 (the
multiplier can be increased depending on
what happens in a battle - higher multiplier =
more points to gain :) )




IMPORTANT!

There will be around 40 players during the live battle, so it is difficult
to create a script that will be valid in 100%.

To let the audience experience the emotions from this battle is the
most essential goal. That is why it is important to make the last
outpost a decisive moment - in order to bring the greatest amount of
enjoyment and excitement among the supporting viewers.






THE BATTLE - BASICS

the bar is visualizing duration of the battle
and when the skirmish will began

¢ Each battle lasts 48 hours - during that time *
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outpost end every 3 minutes




BATTLE - THE BASICS

¢ There are different scores for defending various
outposts:

- for outposts 1-5: 1 point each @
- for outposts 6-8: 2 points each @
- for outposts 9-10: 3 points each 3w

4 The guild that scores more points wins

the battle |9 w 17

¢ All members from the opposing guild can
attack the outposts, but each outpost is
defended by only two players
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THE SKIRMISH

Skirmish is the last deciding 30 minutes at
the Battle's end

+15% bonus to attack is active during
Skirmish

During the Skirmish, subsequent outpost
defences end every 3 minutes - adding
points to the final score

You can claim free energy when logging into
the game during Skirmish

Active players have higher chances of
getting gifts during Skirmish




GAMEPLAY

The outcome of a fight depends on symbols on dice
after a roll.

Players need to focus on rolling the same 3 symbaols.
Each die consists of 7 different symbols:

4 Sword - rolling 3 symbols allows a player to attack

¢ Crit — rolling 3 symbols allows a player to perform
a critical attack

¢ Shield - rolling 3 symbols allows a player to
receive one shield

& Gift — rolling 3 symbols allows a player to send a
gift

¢ Energy —rolling 3 symbols allows a player to
collect 10 energy

¢ Coin - rolling 1 symbol allows a player to receive
gold

¢ Super coins — rolling 1 symbol allows a player to
get plenty of gold



MULTIPLIER

Players can turn on the multiplier at any time.

A bigger multiplier = more energy to spend per roll, but it
also gives a better reward in case of victory.

The multiplier depends on the amount of collected energy.

There are a few multipliers:

L
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x1, x2, x3 — they are always available & it doesn't
matter how much energy you have,

x5 — player has to have at least 100 energy

x10 — player has to have at least 200 energy

X155 — player has to have at least 300 energy
x20 — player has to have at least 400 energy

x30 — player has to have at least 600 energy

x50- the biggest multiplier — player has to have at
least 1000 energy

You can use

x30 multiplier
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Attenzione che i polacchidi Promilo stanno gid contro- 4

attaccando

Valpargius 2 manths ags

SKIRMISH b - oin . .
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paio di avamposti da siatemare coi fantocci)
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4 Bonus: "> +10%
Buration: 4:00:00
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