
 

  

Week 1 – Forum Post 

Tuesday: We started with a group chat to do with the genre style and high-level game aspects as what we 

wanted to do with the game. This included ideas about story and how to portray this as well as a using a 

PCG based system. We then started to think about the requirements that it would need and the most 

challenging points in the development. One of these things for development side was the sprite creation. 

We then discussed the engine and using OpenGL and the lower-level side of the project including a room 

creation tool. Roles were then assigned, and I volunteered to be Scrum Leader. For this I will do a weekly 

recap and review of what people have been up to. 

Between Tuesday and Thursday goals for people to get knowledge able of Roguelike games was 

agreed upon. Mostly me as I have played many in my life and needed to update my knowledge on 

how they work. As well as this research into Egyptian mythology as we had discussed the story and 

theme of the game being based around the Gods and afterlife. 

 

Thursday: This was when the full team start discussing Engine Requirements and more detailed 

systems in the game. This was extremely important to get everyone on the same page of what we were 

doing. Along with more technically decision on the PCG such as room shapes and sizes and how we 

are going to make this work. As Scrum lead and Brandon being remote, I tried to lead this discussion 

and make sure everyone was getting their feedback. At the end of this day the GDD was started, and 

some roles were assigned in the Dev side of the team and the Tech Team had a separate detailed talk 

about the engine and start the TDD. 
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Friday: This was the play I produced the Pitch documentation. As there wasn’t a lot of detail to look at on 

blackboard I looked back at my Mobile Dev and replicated that format again adding the Engine 

requirements. I had some help with the Mock-ups and Colours schemes by Harvey who had made a mock-

up in Unity of what the aims for the visuals are. In the day we also created a MoSCoW document and 

placed each task into a column. 

 

Friday Afternoon: In the afternoon Shaun came through and I had a conversation about Forums and 

Documentation. After this he suggested we had a look through last years Forums to get inspiration, during 

this analysis of there forums the scope of the game really became an issue. Looking over it we had planned 

to much as the Must section and after seeing this, Me, Harvey , Brandon S and Brandon B had a late 

evening call and rediscusses the scope for the engine and the scope for the final game and the MoSCoW 

document was amended. This will now be a large discussion point on Monday’s morning meeting. 

Must Have  Should Have   Could Have   Won’t Have  

Weapons 1 melee/ 1 

range   

Classes  Unique Boss 

Mechanics  

Local Multiplayer  
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Enemies 1 melee/ 1 

range  

Multiple Bosses  Minimap  Difficulty   

Movement  Multiple Tile Sets  Money    

Abilities 2x  Tiers Of Weapon  Shop    

Passives  Loot Pools      

Map Creation  Spawn Pools      

Menus  Scaling Enemy Stats      

HUD  Boss      

Spirits        

        

  



 

Week 2 – Forum Post 

Monday: Monday started with a recap and review of the first week and as well as working out the new 

tasks and goals for the week. The programmers are now starting proper coding and now trying to bring the 

framework together and start to develop the engine UI. On Monday I first made detailed list of engine 

features that are going to the programmers to help them decide which ones they can produce in the project. 
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Tuesday : After this I start filling out the GDD documentation about the player class enemies’ weapons 

and outlining the story and the theme. This was a quick turnaround so we could start making crucial 

decisions early and support the programmers with their decisions. 

Thursday and Friday : I carried on work on the GDD now getting later into the documents about the 

control system and health as well as this a programmers needed a wireframes of the engine overall look. I 

took a lot of inspiration from the unity engine and tried to make it as basic as possible so people can use it.
 

Scrum Meeting Week 3 Summary 
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Posted February 5 

Week 3 Forum Post 

This week was the start of planning how we are going to do the game. I start by finishing the GDD finish 

all the gameplay details and outlining each weapon and classes values. After this I needed to plan how the 

game is going to run by making a UML diagram. I have been put in charge to the Player movement so Up 

,Down , Left and right. Combat so each of the weapons and how the weapons inherits there values as well 

as the upgrade system of the weapons as well as the function of attacking the player and doing damage. 
And finally the drop system that will have a weapon drop from a enemy and the player picking up and 

equipping it. This will also need a UI for which weapon the player is holding. 
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As well as this I went and found the audio we are going to need to be in the game.  

 

At the end of this week we should start to have a game engine so we can start the development of the 

game  
  

Week 4 Forum Post 

So, week 4 has started and the engine is yet to be finished. This is due to a few things taking longer than 

planned we planned for it to be done by Wednesday but it turned out even later with me not being able to 

make a branch till the Friday. This means from a dev side we have a week less meaning it will need to be 

picked up on week 5. 
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This week start with me finish the UML diagram as well as testing some inheritance and C++ in  a separate 

project to remind myself how to get it to work. This was really basic stuff as I didn’t want to invest a lot of 

time outside the engine. 

Then we waited and on Friday it was time to start. We made a Fork of the engine that we made branches 

off. I start with player movement. At this time the engine still didn’t have keyboard inputs meaning I had 

to test adding velocity to the player by changing a Enum value and relaunching the project. This was then 

changed to add IMGUI buttons to make development easier. 

 

Over the week 4 weekend I carried on with the project and got a lot of the movement system working and 

the start of the firing system. This system works off getting the keyboard inputs and changing the Enum of 

the moving direction and the facing direction, if there are no inputs the players facing direction stays the 

same but the players movement is set to stopped. The velocity is then set in the Ontick function and the 

player will the move. Finally the animation is called and it will run through the sprite sheet to make it look 

like it is walking 
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Week 5 Forum Post 

LET’S GOOOOOOOO. Time to start working on the game quickly. 

My TODO List : 

Projectile System / Firing 

Melee Combat / Attack 

Inheritance off all the weapons / Setting Up the Base Class, Melee Class, and Ranged Class 

Stats for the player / set up a bunch of Variables. 

Weapon Levelling / Set up the base stats and the Upgrade Functions to changes the stats. 

Pick Ups / Setting up some class that interacts and saves the Stats to the player 

https://staffs-daforum-1.s3.eu-west-2.amazonaws.com/monthly_2023_02/image.png.8aec590a2da946d5462dc51a47d87706.png
https://staffs-daforum-1.s3.eu-west-2.amazonaws.com/monthly_2023_02/image.png.028282aa6ebbf38a47f6e07347714099.png


Pick up UI / Some sort of UI class that displays the weapons. 

Player Class 

Added the take damage and the variables to hold the “Base Weapon Class”. Which will be shown later on 

how it works. But it literally just stores a class of the weapon on the player. 

 

Added to the player a Create UI because it is going to create the UI from the player and show which 

weapon that the player is going to hold. 

 

Apart from that lots of little bits got changed in the player such as adding an attack function to call the 

weapon attack function and adding keyboard inputs into the game. 

Base Weapon Class 

The base weapon class had been set up with all the functions and variables that are going to be attached to 

each of the weapons. I worked on splitting these weapons into ranged and melee base classes. 
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The base ranged class adds all the variables for the ranged variables so it can fire them once called 

 

This is an example of how the “Slingshot” is set up. Each of the variables are set and the attack function 
makes a projectile and passes all the values it needs into the create the projectile. The Attack and upgrades 
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are overrides due to the slight difference in each weapon. This CPP is similar throughout each weapon 

class. 

 

The melee base class is a bit different. It work by making 2 game objects one that makes the sprite and one 

that makes the collider the collider will do the damage function and the sprite just runs through the 

animations. This is because a small issue in the engine on deleting the collider but not the sprite so making 

2 very similar objects was the best way to do this. 
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Weapon Pickup System 

This weapon class works by getting a “BaseWeaponClass” set up and giving It a random int that selects 

the weapon type and weapon level. At the end of this is will display the correct sprite to the player that I 

made by taking Baileys weapons and recolouring them. This sets up all the values for the next script. 
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Weapon Pickup Behaviour 

This script is attached to the player object. When it collides with a pickup and the player presses “F” it will 

then get the objects values and apply them to the player current weapon variable and change the weapon 

that the player is holding. It then deletes the object. 
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Weapon Display UI 

The weapon UI that is made in the player gets the value of the player weapon and sets the UI sprite sheet 

to the correct weapon the player is holding. This also makes a UI Frame that goes round the object that 

makes it look like a UI element. 
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Combat 

This script is called by the projectile weapons and makes a new game object the projectile and sets all the 

variables that are passed in such as the direction the speed the damage and range and then send it on its 

way. It also contains the collision code for when it hits an enemy and delivers the damage to them.  The 

Melee works in the same way by getting everything passed into the it then delivering the damage. 
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Week 6 Forum Post 

I started this week by getting Kenny sorted to make abilities this was by editing the Base Behaviour Class 

up and setting the “Format” for abilities  to use by using the Enum that he had set up. After this  I started 

by making a roll and stun class and testing this with the player.  This on being activated and then activating 

the ability. The timer then starts and after the timer stops the ability is deactivated the ability. Then a 

cooldown starts. Which is now represented with a UI highlight. 
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Roll 
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Stun 
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I then after this added the health bar to the game. Which is a texture that get scaled to represent the players 

health in the game. This was very simple and effective, but sometimes that’s the best way. It then updates 

it every frame. 
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Adding Passives – New Pickups 

The game now needed to add passive ability. A Damage Up, Health Up and a Speed Up. I made a ability 

drop that worked exactly the same as the weapon drop and I add it to the functions to the player that 

changes there stats as well as the pickup ability function to let the player pick them up.  I also made the 

sprites for these. I’m not an artist. 
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Small Changes 

 Added Flashing back to the player after the update that changed the damage function. 

Object drop rates for the weapons. So now that wood and stone drop at a high percentage and Bronze Iron 

and Gold drop at a much lower rate. 

 And added a Maxhealth variable to set the players current health. 

Finally fixed the bomb to call the correct function. 
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Wall Collisions with the player 

Wall collisions work for a box collision on the player and checking it is a wall. It then run a function that 

calls an inverse force as well as setting the player back to there last frame. This took a lot of trial and error 

throughout a long night of test and this was the best it come out as. Functionally it works but does look a 

bit framey. This later down the road cause a lot of issues when implementing the room loader but a 

Thursday Fix solved all these problems. Thanks to Mathew helping me out. This was a to do with the 

collider code being a pain to implement. 

 

 

  

https://staffs-daforum-1.s3.eu-west-2.amazonaws.com/monthly_2023_02/image.png.d68de2f92ac48315a7959c3745c72215.png
https://staffs-daforum-1.s3.eu-west-2.amazonaws.com/monthly_2023_02/image.png.7fc932a219f8d6caee744c0d04a0106a.png


  

Adding a Chest 

Added a chest that when the player attacks will spawn a weapon drop. This will later be added to the Tile 

editor so the developer can place them into the level, as part of the design. This literal set up a sprite and 

then when a open function is called to in a collision will open the sprite as well as spawn a new object. 

 

 

  

Finally there was the Room making in the tool that had been made. This was a not a fun experience but 

needed doing. Props to Kenny for getting a majority of the rooms made. We made 6 on Thursday but a lot 

got reset in later build so he did go back and make more. 

Me and Harvey sat and did the weapon balancing making sure the damage and abilities all had the correct 

stats throughout all of the weapon level, making the cooldown correct on the ability and passives adding a 

fun amount. 

Friday 

A good handful days of not sleeping, I added a pause menu and a reset on the players death this uses the 

same sort of code and waits for a keypress to carry on. This is set to K to respawn and ESC to pause the 

game. This was done by using the “Chris Method” which was teleporting the door to the player to generate 

the new room and then resetting the stats of the player. This functionally works and was the only way not 

to have some sort of memory issues, and as it was the day the time way wasn’t an issue. I also helped 

bailey with some of the Boss Stuff, just some collisions issues and magic to get it work. 
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Critical Evaluation to come bright and early on Friday afternoon. 
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Critical Reflect 

The final project as a whole is now completed, the game has got many floors in the system and potential 

crashes, but we spent the last night ironing them out. The main crash now is to do with the sound engine 

which is impossible to fix due to the problem being in the DLL in Irklang library. Which it to late to 

explore. Looking at the project as a whole I’m proud of what the team has produced, it is still under the 

scope which we set out but development time for each feature was ridiculously late with the whole engine 

not being ready till the 30
th
 of January. This meant dev time was squeeze and meant Harvey and Me on the 

dev side a handful of all nights and many 18 hours+ days of just coding to get things to work. 

The engine has many floors and holes in how it works and many design decisions where not taking into 

account from the start. This is due to none of us ever working on an engine before and not understanding 

the small details from the start. I’m not going to bring anyone from the engine team down as everything 

they made in there is beyond my scope. If you left it to me to make an engine id have a box spinning and 

nothing else. So, anything is better than nothing. 

The game also has some glitches and not intended features such as the player flash not working and the 

rooms all being extremely similar as the tool had to be fixed and files got reworked but the fundament 

mechanics of a rouge like are there such as melee combat, ranged combat, 25 unique weapons, abilities 

and passives which add to the complexity and depth of the game. The room selection is the best we could 

do with 48 hours left till the hand ins as the tool literal was done Thursday night. It we had more time Id 

love to make more and implement a better system, but it was out of my hands. 
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My performance in the project was a new level. I stopped living and become one with for the last week or 

so. I learnt many new things about C++ openGL teamwork and Github. I personally wish that there was 

more time but the time I had was used and structured to the best of my ability and constantly pushing the 

boundaries of the engine and the game. The player and all the upgrades for the weapon upgrades, abilities 

and passives which I worked on all hit the original scope and I’m proud of myself for that, even taking 

other people jobs that they weren’t going to finish such as the in game UI the pause menu and wall 

collision which was all not originally my to work to do. 

I’ve had a good time on this project, but I don’t want to look at code for a good week now and want to 

sleep. 

 


