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Trait Permutation True Sons Outcasts Hyenas Black Tusk

Aggression Aggressive X X

Defensive X X

Organization Organized X X

Unorganized X X X

Training Untrained X

Trained X X

Highly Trained X

Tech Low X

Medium X

High X

Very High X
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Rioters Cleaners Rikers LMB LMB (Tier 2)

Difficulty
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Tutorial True Sons Outcasts Hyenas Black Tusk

Difficulty
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Long wind-up with signaling Long wind-up with signaling

High impact damage High impact damage

Marksman Rifle Bow with Explosive Arrow

Can go prone Projectile arrows

Fused damage AoE
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Hit 
Reactions

Dodging
Destructible 

Armor

Red Bar 
Preservation

Combat 
Difficulty

Weakpoints
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NPC Contextualization in
The Division
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Providing Purpose in 
The Division 2
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Contextualizing the NPCs
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Special Thanks to the teams at
Massive Entertainment and Ubisoft Annecy






