Random Natural Events
A Type Of SkyWind Random Encounter

Abstract:
Morrowind’s Vvardenfell is a volcanic island, and could be expected to have a dynamic geology and climate.  As the Player travels through Morrowind he/she may experience localized natural phenomena of various types: earthquakes, cracks in the earth suddenly opening, rock falls, the sudden and random appearance of poisonous fumes in swamps, intense sandstorms that obscure vision and damage health over time, flashfloods, and the like.

Encounter Purpose:
1. Provide random encounters in wilderness cells and possibly within cities/interior cells.
2. Provide encounters that are not related to any creature or NPC.
3. Place the Player under sudden stress, punishing those not agile or hearty or prepared.
4. Take advantage of abilities of the Skyrim game engine which can support dynamic events such as earthquakes and rock falls.

Basic Encounter Description:
As the Player travels through Morrowind he/she may occasionally experience localized natural phenomena/events which could cause disruption, injury, and/or possibly even death.  These are random events not related to, and are not caused by, any activity of the Player (such as triggering a trap). These natural events might be experienced in any area (even cities or indoors), or be seen only in unique environments or under unique circumstances:
	Possible Locations
	Types of Natural Events Experienced

	All exterior areas
	- Earthquakes/tremors
- Sudden sandstorms/high winds.
- Blinding fogs/thick clouds.
- Cracks opening in the ground. (fire?)

	River bottoms
	- Flashfloods.

	Swamps
	- Poisonous vapors/fumes.

	Mountains and narrow spots
	- Rock falls.
- Ice storms.

	Exterior bodies of water, caves, or wet interior spaces.
	- Whirlpools.
- Sudden water level changes (up/down).

	Cities, Indoor areas
	- Earthquakes/tremors knocking things about.





Impact On The Player:
These natural events could have at least two major impacts on the Player: 1) disorientation and/or disruption (such as trapping the Player or disrupting/preventing movement), and 2) physical injury (from burns, drowning, poisons, exposure, etc.).
	Impact On Player
	Types of Natural Events Experienced

	Disorientation and/or Disruption
	- Earthquakes/tremors (disorient)
- Sudden sandstorms/high winds (disorient)
- Cracks opening in the ground. (disrupt movement)
- Blinding fogs/thick clouds (disorient)
- Flashfloods (disorient and disrupt movement)
- Whirlpools (disorient and disrupt movement)
- Sudden flooding or water level changes. (disrupt movement )

	Physical Injury
	- Sudden sandstorms/high winds. (Not blight disease, but injury simply from sustained exposure to high winds)
- Cracks opening in the ground. (burns, fall)
- Flashfloods. (drown)
- Poisonous vapors/fumes. (poison)
- Rock falls. (crushing)
- Ice storms (exposure)
- Whirlpools (drown)
- Sudden flooding or water level changes. (drown)




[bookmark: _GoBack]Note: I don’t know if the time/effort necessary to create these effects would be worth it.  In fact, I don’t know if it would even be possible to create some of these. I do know that the Skyrim game engine can do some of them, such as earthquakes and rock falls (often seen in traps).
