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UI Loot Popup
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UI Loot Popup

3/22/2026
If player has not taken an action, barks will be played, if enough time has elapsed, to remind player of 
objective. 

***may cut or revisit condition, possible that prompts are too frequent and/or annoying to player.

3/22/2026
If player has not taken an action, barks will be played, if enough time has elapsed, to remind player of 
objective. 

***may cut or revisit condition, possible that prompts are too frequent and/or annoying to player.

Davina

Insert menu text

Threatening

Mine now, fucker. Now to find your 
camp. 

3/22/2026
If player has not taken an action, barks will be played, if enough time has elapsed, to remind player of 
objective. 

***may cut or revisit condition, possible that prompts are too frequent and/or annoying to player.

Davina

Insert menu text

Threatening

Not totally useless. Now how to find 
your camp? 

3/22/2026
During UI Loot State, player can choose to Loot, Exit (UI Loot State) or they may idle on 
the screen. 

***If player is able to consume and/or use any of the lootable items during this state, new 
player action conditions will be needed. Currently, this is not a feature. 
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the screen. 
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3/22/2026
During UI Loot State, player can choose to Loot, Exit (UI Loot State) or they may idle on 
the screen. 

***If player is able to consume and/or use any of the lootable items during this state, new 
player action conditions will be needed. Currently, this is not a feature. 

3/22/2026
If the player re-engages with the dead NPC more than 5 seconds after their last 
interaction, a bark plays to remind player that Speeder Key is not on body. 

Reinforcement for players who may have explored elsewhere without finding the 
Speeder key. 

3/22/2026
If the player re-engages with the dead NPC more than 5 seconds after their last 
interaction, a bark plays to remind player about current objective, encouraging player 
pace and forward momentum. 

3/22/2026
Added another condition to Number of Interactions as redundent if bark plays with every 
interaction. 

3/22/2026
Added another condition to Number of Interactions as redundent if bark plays with every 
interaction. 

3/22/2026
Added another condition to Number of Interactions as redundent if bark plays with every 
interaction. 

3/22/2026
Player is able to interact with a dead NPC an inifinite amount of times. 

If a dead NPC is related to Mission/Objectives specific mission-related barks will play when UI Loot 
Screen pops up. 
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3/22/2026
Player is able to interact with a dead NPC an inifinite amount of times. 

If a dead NPC is related to Mission/Objectives specific mission-related barks will play when UI 
Loot Screen pops up. 

3/22/2026
"Find the Key" objective unlocked only 
if player interacts with 1 of the 2 
speeders. 

3/22/2026
"Activate the Speeder" is unlocked only when player picks up 
Speeder key. 

Player may find key without unlocking "Find the Key" objective by 
obtaining the Speeder Key before they interact with the Speeder.

Furthermore, player is able to find the key in two different locations. 
See mission map for reference. 

All situations follow the same blueprint. 

3/22/2026
If player hasn't found Speeder Key or 
interacted with Speeder. 

Mission: Mission: Reach The Black 
Cross Faction Camp remains active. 

//Objective "Find the Key" is acti…

//Objective "Find the Key" is active 

//Player's first time interacting …

//Player's first time interacting with 
body  

//Player's first time interacting …

//Player's first time interacting with 
body 

//Player has interacted with the …

//Player has interacted with the body 
< 3 times. 

//Player has interacted with the …

//Player has interacted with the body 
< 3 times. 

//Player's first time interacting …

//Player's first time interacting with 
body 

Number of 
Interactions

Number of 
Interactions

Number of 
Interactions

Re-interaction Delay

Number of 
Interactions

Number of 
Interactions

Re-interaction Delay

Re-interaction Delay

Davina

Insert menu text

Seething

Bastard...

//Player has interacted with the …

//Player has interacted with the item 
>5 second before reengaging 

//Player has interacted with the …

//Player has interacted with the item 
>5 second before reengaging 

//Player has interacted with the …

//Player has interacted with the item 
>5 second before reengaging 

UI Loot Popup

Dean's Loot:

1) Health Serum

2) Barley 

UI Loot Popup

Dean's Loot:

Items dependent on what (if any) item(s) are 
stored on Dean. 

UI Loot Popup

Dean's Loot:

1) Health Serum

2) Barley 

UI Loot Popup

Dean's Loot:

1) Health Serum

2) Barley 

UI Loot Popup

Dean's Loot:

Items dependent on what (if any) item(s) are 
stored on Dean. 

UI Loot Popup

Dean's Loot:

Items dependent on what (if any) item(s) are 
stored on Dean. 

Davina

Insert menu text

Insert stage directions

Damn it, no key. 

Exit

Exit

Exit

Exit

Exit

Exit

Loot

Loot

Loot

//player loots ALL items 

//player loots ALL items 

//player loots SOME items but …

//player loots SOME items but NOT all

//player loots ALL items 

//player loots ALL items 

//player loots SOME items but …

//player loots SOME items but NOT all

//player loots SOME items but …

//player loots SOME items but NOT all

//player loots ALL items 

//player loots ALL items 

//Player exits Loot UI Pop-Up Sc…

//Player exits Loot UI Pop-Up Screen

//Player exits Loot UI Pop-Up Sc…

//Player exits Loot UI Pop-Up Screen

//Player exits Loot UI Pop-Up Sc…

//Player exits Loot UI Pop-Up Screen

Back to Exploration

Back to Exploration

Back to Exploration

Back to Exploration

Back to Exploration

Back to Exploration

Back to Exploration

Back to Exploration

Back to Exploration

Jump to:

ANNIHILATE…

Jump to:

ANNIHILATE…

Loot: "Take All" Barks

Drag & drop objects here

A series of barks for when Davina LOOTS the 
ENTIRE bank of item(s) on an NPC

Loot: "Take Some" Barks

Drag & drop objects here

A series of barks for when Davina LOOTS but 
NPC still has banked item(s) stored. 

Loot: "Take Some" Barks

Drag & drop objects here

A series of barks for when Davina LOOTS but 
NPC still has banked item(s) stored. 

Loot: "Take All" Barks

Drag & drop objects here

A series of barks for when Davina LOOTS the 
ENTIRE bank of item(s) on an NPC

Loot: "None Taken" Barks

Drag & drop objects here

A series of barks for when player EXITS UI Pop-
up Screen WITHOUT looting item(s). 

Loot: "None Taken" Barks

Drag & drop objects here

A series of barks for when player EXITS UI Pop-
up Screen WITHOUT looting item(s). 

Loot: "None Taken" Barks

Drag & drop objects here

A series of barks for when player EXITS UI Pop-
up Screen WITHOUT looting item(s). 

//Resume Gameplay: once playe…

//Resume Gameplay: once player loots 
ALL items, the UI pop-up disappears 
and gameplay resumes. 

//Resume Gameplay: once playe…

//Resume Gameplay: once player loots 
ALL items, the UI pop-up disappears 
and gameplay resumes. 

//Resume Gameplay.

//Resume Gameplay.

//UI State Unchanged: gamepla…

//UI State Unchanged: gameplay does 
not resume

//Resume Gameplay: once playe…

//Resume Gameplay: once player loots 
ALL items, the UI pop-up disappears 
and gameplay resumes. 

//UI State Unchanged: gamepla…

//UI State Unchanged: gameplay does 
not resume

//Resume Gameplay.

//Resume Gameplay.

//UI State Unchanged: gamepla…

//UI State Unchanged: gameplay does 
not resume

//Resume Gameplay: once playe…

//Resume Gameplay: once player loots 
ALL items, the UI pop-up disappears 
and gameplay resumes. 

//Resume Gameplay: once playe…

//Resume Gameplay: once player loots 
ALL items, the UI pop-up disappears 
and gameplay resumes. 

//Resume Gameplay.

//Resume Gameplay.

//Resume Gameplay.

//Resume Gameplay.

//Player has not looted or exite…

//Player has not looted or exited from 
UI state. 

//UI State Unchanged: gamepla…

//UI State Unchanged: gameplay does 
not resume

//UI State Unchanged: gamepla…

//UI State Unchanged: gameplay does 
not resume

Delay of Action

Delay of Action

Delay of Action

Futher Delay of 
Action

Futher Delay of 
Action

Futher Delay of 
Action

//Player takes no action within 1 …

//Player takes no action within 1 
minute of "Find the Key" Prompt Bark 
playing. 

//Player takes no action within 1 …

//Player takes no action within 1 
minute of "Find the Key" Prompt Bark 
playing. 

//Player takes no action within 1 …

//Player takes no action within 1 
minute of "Find the Key" Prompt Bark 
playing. 

//Player takes no action after 30 …

//Player takes no action after 30 
seconds. 

//Player takes no action after 30 …

//Player takes no action after 30 
seconds. 

//Player takes no action after 30 …

//Player takes no action after 30 
seconds. 

"Activate the Speeder" Prompt: No …

Drag & drop objects here

A series of barks if player has NOT taken 
ACTION within a pre-determined time frame of 
CURRRENT Game-Play State while "Activate 
the Speeder" mission is active. 

"Find the Black Faction Camp" Pro…

Drag & drop objects here

A series of barks if player has NOT taken 
ACTION within a pre-determined time frame of 
CURRRENT Game-Play State while Mission is 
active but no objectives have been unlocked. 

"Find the Key" Prompt: "No Player …

Drag & drop objects here

A series of barks if player has NOT taken 
ACTION within a pre-determined time frame of 
CURRRENT Game-Play State while "Find the 
Key" mission is active. 

No Action Taken

No Action Taken

No Action Taken

//Objective "Activate the Speed…

//Objective "Activate the Speeder" is 
active. 

//No bark is played.

//No bark is played.

//No bark is played.

//No bark is played.

//No bark is played.

//No bark is played.

Davina

Insert menu text

Insert stage directions

Not gonna find the key here...

Davina

Insert menu text

Insert stage directions

I'll look again...

Davina

Insert menu text

Insert stage directions

I'll take a quick look. Need to move. 

Mission Status

//No objective unlocked

//No objective unlocked

Jump to:

ANNIHILATE…

Jump to:

Loot

Jump to:

Loot

Jump to:

Delay of 
Action

Jump to:

Delay of 
Action

Jump to:

Delay of 
Action

Jump to:

Loot

3/22/2026
Mission: Reach The Black Cross 
Faction Camp is active. 

Loot: "First Interaction with NPC Bo…

Drag & drop objects here

A series of generic barks used when player 
interacts with a dead NPC body, for the first 
time. 


