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How to use this template

As a student at Breda University of Applied Sciences studying to become a professional game developer 

within the International Game Architecture and Design (IGAD) study program you are required to provide 

evidence that demonstrates your professional learning and growth during the block. This template is 

intended to provide you with a well-structured and organised format for doing this effectively. 

In the following slides, you should report what you have done for each ILO (Intended Learning Outcome) 

by collecting evidence regularly. You should show in-progress work, add screenshots and videos where 

appropriate, provide links to external documents if needed, and summarize the feedback on progress 

made.

You’re free to use more than one slide per ILO.

Please use hashtags to tag your story. This makes important information easier for teachers to find. 

For example:

• #W1 #W2 #W3 etc.– to label in which week you’ve worked on what

• #Feedback – for feedback received by staff or fellow students

• #ActionPoint – for personal action points, following from feedback or experience

• #Reflection – for your personal reflection on the block





Weekly Reflection As a developer, I plan and update my tasks so that the team can effectively collaborate.ILO 1

A note on my organization: I added my weekly reflection into ILO 1, as I felt they 

matched with the Jira sprint information as a recording of what I did over the block. 

Each sprint is split into their own section, with weekly reflections and standups first, 

followed by Jira and sprint information. I additionally placed each sprint retrospective 

after my weekly reflection, as I felt this made the most sense following my custom 

structure. This means that despite this section being called ILO 1, there is the ILO 2 

sprinkled into the mix.



Planning As a developer, I plan and update my tasks so that the team can effectively collaborate.ILO 1

Macro Planning

On the Monday of each new sprint, the leads

would gather and view the backlog to choose 

user stories for the coming sprint. This 

involved creating a Definition of Done for 

chosen user stories and time estimates for 

each subtask.

Sprint Retrospective

The team would gather after the build review 

to hold a group reflection on the good, the 

bad, and the ugly (action points).

Build Review

At the of sprint 1, 2, and 3, a 

build review was conducted 

so the team could see the 

complete project and stay up 

to date its features and any 

issues.

Daily Standups

At the beginning of every workday, each strike 

team would begin with a standup to go over 

what every member worked on the previous 

day and what they plan on working towards 

today. The standups were excellent gauges 

of how the strike team was progressing and 

if any members were blocked.

Sprint Start

When the sprint planning was finished, the 

producer Denise would start the sprint.

Micro Planning

After the macro planning, each strike team 

would take the user stories and fill them with 

subtasks. Each member would help with the 

DoD and time estimates, and if required, 

adjust the macro user story to better fit the 

direction of the strike team.
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Weekly Reflection As a developer, I plan and update my tasks so that the team can effectively collaborate.ILO 1

[#W1] Week 1: Events

Monday

• Meet the new members (three of them)

• Iteration on team contract

• Choose the leads and producer

Tuesday

• Prepare for sprint 0

• Make user stories

Wednesday

• Start sprint 0

• Research on marble runs

Friday

• Empty LD guild cause King’s Day

• Portfolio

• Level design map

Week 1: Learning

• How a sprint setup works

• User stories and subtasks, and how 

they built up the meat of a sprint

• How to use Jira, as it is my first time with 

the software

• How reliant of the level strike team was 

on the character strike team to complete 

their work

Week 1: Action Points

• [W1] Involve myself more in sprint planning, now that I 

understand the basics.

• [W1] Keep up to date with the character strike team, so 

the level strike team can give feedback and help where 

possible.



Weekly Reflection As a developer, I plan and update my tasks so that the team can effectively collaborate.ILO 1

[#W2] Week 2: Events

Monday

• Sketches

Tuesday

• Sketches

• Discussed what we could do with the 

level with LDers.

• Node graph v1

Wednesday

• Node graph v2

Thursday

• Feedback workshop

• Level sketches

• Sprint Retrospective (good, bad, ugly)

• Set up Jira dashboard

Friday

• LD guild

• Race track design

Week 2: Learning

• How much I dislike doing level sketches, 

which I think is because they feel 

worthless to future product when the 

character functionality is still unclear. I 

talk about this more in ILO 3.

• How to make a node graph

• How sprint retrospectives work

• To not underestimate the importance of 

Jira.

• Using 4 step level design

Week 2: Action Points

• [W2] Make sure I keep up with Jira instead of float along. 

Manage my Jira dashboard and what tasks are assigned 

to me, as well as generally learn the platform.

• [W2] To not feel bad about not knowing how things work 

and just ask for explanations.

• [W2] Look more into level design techniques that level 

designers use here (ie node graphs and 4 step level 

design) to understand their usefulness.

Previous Action Points

• [W1] Me and Ido kept up with the level team by going over 

and checking out what Jey and Jack were making to get a 

better understand of how the character was playing for 

out level sketches.



ILO 2 Collaboration As a team member, I seek out and give feedback so that we can improve the team’s collaborative processes.

The Good

• Great atmosphere, everyone has good 

vibes

• Meetings have gotten shorter (from last 

block)

• Completed all the user stories for the 

sprint

• Leads have planned sprint well

• Scope seems possible

• People are interested in the project

The Bad
• Subtasks were inconsistent across the 

strike teams, some needing more, some 

needing less.

• Incorrect subtasks usage in Jira

• Little communication between strike 

teams

• Lack of a solid paper trail for others to 

follow

• Lead meetings go off topic often.

• We never actually played the game

• Vision conflict (Env/LD)

The Ugly

• Cross strike team communication (make 

milestone announcements)

• People should sit in their strike teams

• Moderator for meetings that timeboxes 

and notetakes.

• Producer should present Jira pipeline to 

whole team

• Miro and discord server should be 

cleaned up.

• Definition of Done

Comments
The sprint experience was a positive one, but there is definitely room for improvement. As a level 

designer, there was a lack of what felt like to me significant progress on the LD front as our work 

hinged on a finalized character controller. This feeling may have also been the case of Ido and me 

working on separate tasks, and only reviewing each others work after it was done. I also lacked 

knowledge of what the character team was doing most of the time, which would have been 

important to know. For the next sprint I want to be more active with knowing what if happening in 

the other strike teams and also try to work more closely together with the other level designers to 

combine our brainpower for more ideation.

Sprint 0 Retrospective



Planning As a developer, I plan and update my tasks so that the team can effectively collaborate.ILO 1

End of Sprint 1 DashboardSprint 0 Backlog End

https://edubuas.sharepoint.com/teams/2022-23DFGA2.P4-Team-PangoSkillPlatformerB/Shared%20Documents/Forms/AllItems.aspx?ga=1&id=%2Fteams%2F2022%2D23DFGA2%2EP4%2DTeam%2DPangoSkillPlatformerB%2FShared%20Documents%2FTeam%20%2D%20Pango%20%28Skill%20Platformer%20B%29%2FDocumentation%2FJira%20Screenshots%2FProduct%20Backlog%2FSprint%200&viewid=e0a83b28%2D1d95%2D45eb%2D9c87%2D81fcbf7bc51f


Planning As a developer, I plan and update my tasks so that the team can effectively collaborate.ILO 1

Epic Quality Level

Burndown Chart





Weekly Reflection As a developer, I plan and update my tasks so that the team can effectively collaborate.ILO 1

[#W3] Week 3: Events

Monday

• Sprint Planning

Tuesday

• The implementation of standup 

summaries

• Iteration on sprint 0 node graph.

• Reference images for areas

Wednesday

• Paint overs

• Windy bridge concept

Week 3: Learning

• Returning to that childlike creativity of 

reference images with paint overs and 

how fast my imagination can roam with 

just one picture to go off.

Week 3: Action Points

• [W3] Reconnect with the child brain for less filtered ideas. 

For quantity over quality. Quality can be attained 

afterwards when I review my work.

Previous Action Points

• [W1] I was more involved with the sprint planning, contributing my thoughts 

towards which subtasks would be important for the strike team and for me.

• [W2] I began to understanding more why node graphs are important for level 

designing, despite my initial dislike for them. They give an at-a-glance overview 

of what should be expected in a level, which allows other strike teams to be 

onboarded quickly.

• [W2] I have been getting more comfortable with Jira and will check up on the 

tasks assigned to me. Lukáš has been the one assigning subtasks during 

standup, as he is the one running them and VA lead.



Planning

Week 3 Stand-ups
In this new sprint, the team implemented written recordings of our stand-ups as messages into each respective strike team discord channel.

As a developer, I plan and update my tasks so that the team can effectively collaborate.ILO 1



Weekly Reflection As a developer, I plan and update my tasks so that the team can effectively collaborate.ILO 1

[#W4] Week 4: Events

Monday

• Node graph sublevel 2

Tuesday

• Testing character controller in Unreal

Wednesday

• More movement tests in Unreal

• Blockout of sketches in Unreal

• 1on1 with Nick

• ILOs

• Level & world design portfolios

Thursday

• Sprint Review/Showcase

• Sprint Retrospective

Friday

• LD guild

Week 4: Learning

• Underscope is much better and 

manageable than overscope. However, it 

is hard to know if you are too overscoped

without knowing how long the process 

will take to complete your tasks.

• Good work practices from Nick. Never 

push to perforce outside work hours.

• How much I need to still improve if I want 

a fighting chance as a level designer in 

the industry.

Week 4: Action Points

• [W4] Be aware of feature bloat before it gets too large to 

limit backpedaling. Aim for the underscope and to not let 

my excess of ideas get the best of the final product.

• [W4] Snapshot work daily/weekly for progress reports. 

Good evidence for ILOs and also to see my work grow 

over the block.

Previous Action Points

• [W2] Getting the hang of node graphs, perhaps even 

starting to enjoy them

• [W3] used the unfiltered child mind to experiment with the 

preliminary blockouts.



Planning

Week 4 Stand-ups

As a developer, I plan and update my tasks so that the team can effectively collaborate.ILO 1



ILO 2 Collaboration As a team member, I seek out and give feedback so that we can improve the team’s collaborative processes.

The Good

• Productivity & positivity
• Team support learnings 
• Character/Gameplay standups 
• Leads meetings moderated 2x 
• Positive Feedback cycle, allowing 

for better results from feedback
• Cross-team communication (LD <> 

Gameplay) 
• Level strike-team communication 
• Level standups shorter 

The Bad

• 3Cs blocked level design

• Environment overscope

• Waterfall approach

• Rolling doesn’t feel satisfying

• Difficult to take over someone else’s work

• Not asking for help

• QA was demotivating

• Late start on LD

The Ugly

• Start using placeholder assets

• Everybody should be playing the build 

during Build Review

• Update work in Miro

• Consider hours while Sprint Planning

• Work for the PRs (that is more ambitious)

• Mindful feedback

• Consider review by multiple people for 

subtasks

Comments
This sprint felt very busy compared to the last, as the character strike team was having to work 

hard to get the 3Cs functional. As a level designer, I was still blocked by having to wait for the 

character to be finalized, which resulted in me having to plan most of the sprint. I worry this 

planning will not become useless for future sprints. Receiving the character at the end of the 

sprint gave me some excitement for the next sprint because I want to start level designing, 

although I am also worried about level overscope considering we have to make a function level in 

3 weeks.

Retrospective Rundown

Sprint 1 Retrospective

https://edubuas.sharepoint.com/teams/2022-23DFGA2.P4-Team-PangoSkillPlatformerB/Shared%20Documents/Forms/AllItems.aspx?ga=1&id=%2Fteams%2F2022%2D23DFGA2%2EP4%2DTeam%2DPangoSkillPlatformerB%2FShared%20Documents%2FTeam%20%2D%20Pango%20%28Skill%20Platformer%20B%29%2FDocumentation%2FSprint%20Retrospective%2FSprint%201%2FSprint%201%20Retrospective%20written%2Edocx&parent=%2Fteams%2F2022%2D23DFGA2%2EP4%2DTeam%2DPangoSkillPlatformerB%2FShared%20Documents%2FTeam%20%2D%20Pango%20%28Skill%20Platformer%20B%29%2FDocumentation%2FSprint%20Retrospective%2FSprint%201


Planning As a developer, I plan and update my tasks so that the team can effectively collaborate.ILO 1

End of Sprint 1 DashboardStart of Sprint 1 Dashboard



Planning As a developer, I plan and update my tasks so that the team can effectively collaborate.ILO 1

Epic Quality Level

Burndown Chart

Sprint 1 Goals

Sprint 1 Backlog End

https://edubuas.sharepoint.com/teams/2022-23DFGA2.P4-Team-PangoSkillPlatformerB/Shared%20Documents/Forms/AllItems.aspx?ga=1&id=%2Fteams%2F2022%2D23DFGA2%2EP4%2DTeam%2DPangoSkillPlatformerB%2FShared%20Documents%2FTeam%20%2D%20Pango%20%28Skill%20Platformer%20B%29%2FDocumentation%2FJira%20Screenshots%2FProduct%20Backlog%2FSprint%201&viewid=e0a83b28%2D1d95%2D45eb%2D9c87%2D81fcbf7bc51f




Weekly Reflection As a developer, I plan and update my tasks so that the team can effectively collaborate.ILO 1

[#W5] Week 5: Events

Monday

• Introduction blockout

Tuesday

• sprint planning (Jira setup)

• Reviewed introduction sections

• Discussed 3Cs with character strike team

Wednesday

• Onboarding

• Iteration on introduction

• Playtesting

Thursday

• Development blockout

• Onboarding iteration

Friday

• LD guild

Week 5: Learning

• The amount of iteration it takes for even 

small sections of a level. This has been 

grossly underestimated.

• Overseeing playtests tires me out (also 

could have been a long day)

• How tricky it is to teach the player 

groundpound without a bounce pad

• How annoying it is to try and get the 

player to do what you want.

Week 5: Action Points

• [W5] Be aware of the time it takes to iterate on a level.

• [W5] Keep in mind that the players often want to try and 

outsmart the designer, so I should play into this when 

designing levels to get players to do what I want while 

also making them feel good about themselves.

• [W5] figure out a good way to playtest without become 

tired because playtests are a necessity when it comes to 

level design.

Previous Action Points

• [W2] the node graph has become pivotal in conveying level 

information fast, as well as splitting the tasks across the 

group.

• [W4] Still need to watch overscope; cut down on more 

features

https://www.youtube.com/watch?v=baY3SaIhfl0


Planning

Week 5 Stand-ups

As a developer, I plan and update my tasks so that the team can effectively collaborate.ILO 1



Weekly Reflection As a developer, I plan and update my tasks so that the team can effectively collaborate.ILO 1

[#W6] Week 6: Events

Monday

• completed first iteration development

• Reviewed development sections with 

LDers

Tuesday

• Started twist

Wednesday

• Onboarding Iteration

• Twist iteration

Thursday

• Twist combination

• Sprint Review & Showcase

• Sprint Retrospective

Friday

• LD guild

• Presented level with Finn at LD guild

Week 6: Learning

• How much better I produce ideas while 

bouncing off someone else. Taking 

someone’s base idea and building up it is 

much easier than creating my own. No 

wonder influence is of such importance.

• How much I went into autopilot this 

sprint without noticing. There was so 

much to do in 2 weeks that I put my head 

down and did stuff. This is not in an 

overwork sense but just mindless 

creation, where I didn’t come up of air to 

take a moment and think about what was 

next, which isn’t the best workflow.

Week 6: Action Points

• [W6] Not getting stuck in my own sphere of work and 

asking for feedback/ideas from others while working.

• [W6] Force myself to take breaks from working so I do not 

autopilot and let myself think. Resting and thinking make 

my ideas better.

Previous Action Points

• [W3] I reconnected with the child mind for the twist 

section when I had no where to begin. I just went with 

what was cool at the time without regard for quality. Was 

it a terrible outcome; quite. Was it an excellent 

springboard for a new iteration; absolutely!



Planning

Week 6 Stand-ups

As a developer, I plan and update my tasks so that the team can effectively collaborate.ILO 1



ILO 2 Collaboration As a team member, I seek out and give feedback so that we can improve the team’s collaborative processes.

The Good
• Immaculate atmosphere

• Setdressing has started

• Gameplay strike team finished all their 

subtasks

• Level Designers had lots of work output

• All camera systems have been 

implemented 

• Developers had positive learning 

outcomes or worked on more engaging 

tasks

• LD had better collaboration with VA

The Bad

• High stress

• Sudden work thrown at gameplay team

• Some people only worked on menial 

tasks

• People still out of the loop on what is 

going on in the project

• Barely any time for Learning Log

The Ugly

• No more content to be added, only 

iteration to be done

• Profile the game

• Look for optimizations

• Discuss ILO 5 with the team

Comments
This was a very productive sprint for level design. We were buried in our blocks for the entire 

sprint duration, making the introduction and development sections, as well as good progress on 

the onboarding. However, because of the constant work, there was little time to breathe and think, 

making me produce content on autopilot. Autopilot can be helpful at times, but being stuck in it 

for loo long makes a hollow product, one which I don’t enjoy. Despite the quantity of tasks ahead, 

I hope for next sprint to reduce the amount of autopilot work I will be doing so I can make my 

contributions to the project memorable and interesting.

Retrospective rundown

Sprint 2 Retrospective

https://edubuas.sharepoint.com/:w:/t/2022-23DFGA2.P4-Team-PangoSkillPlatformerB/EQoRi6GMGclGgzM8XI3RK80BM9Z6-Aii50bqVE7BQYu-lw?e=RHHoYe


Planning As a developer, I plan and update my tasks so that the team can effectively collaborate.ILO 1

End of Sprint 2 DashboardStart of Sprint 2 Dashboard



Planning As a developer, I plan and update my tasks so that the team can effectively collaborate.ILO 1

Epic Quality Level

Burndown Chart

Sprint 2 Goals

Sprint 2 Backlog End

https://edubuas.sharepoint.com/teams/2022-23DFGA2.P4-Team-PangoSkillPlatformerB/Shared%20Documents/Forms/AllItems.aspx?ga=1&id=%2Fteams%2F2022%2D23DFGA2%2EP4%2DTeam%2DPangoSkillPlatformerB%2FShared%20Documents%2FTeam%20%2D%20Pango%20%28Skill%20Platformer%20B%29%2FDocumentation%2FJira%20Screenshots%2FProduct%20Backlog%2FSprint%202&viewid=e0a83b28%2D1d95%2D45eb%2D9c87%2D81fcbf7bc51f




Weekly Reflection As a developer, I plan and update my tasks so that the team can effectively collaborate.ILO 1

[#W7] Week 7: Events

Monday

• ILOs

• Twist iteration

Tuesday

• Twist playtests and feedback

• Twist iteration

Wednesday

• Finished twist

• Playtesting

Thursday

• Tweaks to twist section

• Learning log

• 1on1 with Radu

Friday

• LD guild

Week 7: Learning

• Not all iteration are created equal. I found 

that I may overiterate a section of a level 

by considering all the feedback I receive, 

which can make later iterations of a 

section worse than the previous ones.

Week 7: Action Points

• [W7] consider the feedback before implementing it. If I am 

unsure if a change should be made, get more playtesters

and ask for internal opinion among the team.

Previous Action Points

• [W5] when a pool of playtesters are available, use them to 

their fullest because finding the playtesters is tiring for 

me, which lowers my ability to analyze their gameplay.

• [W6] I kept myself out of autopilot despite producing lots 

of work, which I think improved my output quality overall.



Planning

Week 7 Stand-ups

As a developer, I plan and update my tasks so that the team can effectively collaborate.ILO 1



Weekly Reflection As a developer, I plan and update my tasks so that the team can effectively collaborate.ILO 1

[#W8] Week 8: Events

Monday

• Retrospective (Postmortem)

• Standdown

• ILO 5 discussion

• ILOs

Tuesday

• Play Day

• ILOs

Wednesday

• ILOs

Thursday

• ILOs

Friday

• No ILOs because I finished them early :D 

(I hope, im writing this on Wednesday)

Week 8: Learning

• The feeling of producing something full 

of your blood and sweat that you can be 

proud of.

Playday Comments

I enjoyed having people play our game, despite the sizable framedrop in the jungle. It was a lot of work that I 

was finally able to show off. I think it helped mentally as well to see a large amount of people play through a 

section only I worked on. Over the past block I have been questioning whether level design is really my thing. 

Level design wasn’t something that I actively thought about outside work hours, unlike Finn who had the 

constant itch of level design in the back of his head and would come to school on Monday, full of ideas. It 

considered it more of a task which was assigned to me. I didn’t dislike it but didn’t particularly find the passion 

in it either. What made me find my level design passion was watching players perform exactly what I had 

imagined for them. My section was the twist, and the first diagonal boostpad managed to kill virtually every 

single player on their first attempt to pass it, before they figured out the solution on their next attempt. 

Witnessing this was a level of satisfaction I haven’t experienced often, perhaps only comparable to executing 

a fantastic outplay in a video game or sport. It’s the feeling of being the puppet master (or if you are cultured, 

Lelouch) who is orchestrating the entire play experience. I have to find this feeling and chase it, or at least if I 

want to be a level designer in the future, because that’s how I can make it fun for myself. And if it is fun for me, 

the player should enjoy too. If I do my job right.

Week 8: Action Points

• [W8] capturing that feeling of being the puppet 

master when level designing

Week 8: Previous Action Points

• [W5] Utilized the massive pool of playtesters, 

which was a lot of fun as they kept lining up to try 

out. I think we had 5 or 6 computers set up and 

they were almost all full for multiple hours.



Planning

Week 8 Stand-ups

As a developer, I plan and update my tasks so that the team can effectively collaborate.ILO 1



ILO 2 Collaboration As a team member, I seek out and give feedback so that we can improve the team’s collaborative processes.

The Good

• Enthusiasm

• Supportive (moral support and technical)

• Inter-strike team communication was 

excellent

• Absurd amount of work in a short week

• Individual responsibility and trust

• Lead involvement in production

The Bad

• Respecting other people’s work

• Changes without notice

• It took too long to get on our feet

• Should have worked on optimization 

earlier

• File and content management

• Large overscope

• Lead contribution felt minimal

• P4V commit messages

• General Jira confusion

The Ugly

• Start optimization earlier

• Keep Unreal Engine clean

• Tutorials for pipeline

• P4V pipeline

• Set minimum scope early in project

• Jira lecture for whole team and pipeline 

dodument

• Leads should have time for development 

too.

Comments
This sprint was gone in a rush. However, I managed to stay out of autopilot for most its duration, making thoughtful and meaningful choices in my 

work. I enjoyed the entire project through its stages. It was a fantastic learning opportunity for the whole group, and of course that may sound cliché, 

but it is the truth. My group was very helpful and fun, making working on Pango at school fun every day. Despite my initial trepidation towards our 

choice of a physics platformer, I think we handled it fairly well for how little experience we had around 3D platformers. Some takeaways from this 

project would:

• be to start projects from minimum scope and expand, instead of shrinking from already defined scope. Its easier to climb a tree than descend one.

• Really consider how the character moves before settling, because jumping towards an idea without having full thought it out can lead to hard trails.

Retrospective rundown

Sprint 3 Retrospective (Project Post-Mortem)

https://edubuas.sharepoint.com/:w:/r/teams/2022-23DFGA2.P4-Team-PangoSkillPlatformerB/_layouts/15/Doc.aspx?action=edit&sourcedoc=%7BDD81DBCC-689F-4E9E-BFFF-6102C6AF0DA1%7D&wdOrigin=TEAMS-ELECTRON.teams.chiclet&wdExp=TEAMS-CONTROL&web=1


Planning As a developer, I plan and update my tasks so that the team can effectively collaborate.ILO 1

End of Sprint 3 DashboardStart of Sprint 3 Dashboard



Planning As a developer, I plan and update my tasks so that the team can effectively collaborate.ILO 1

Epic Quality Level

Burndown Chart

Sprint 3 Goals

Sprint 3 Backlog End

https://edubuas.sharepoint.com/teams/2022-23DFGA2.P4-Team-PangoSkillPlatformerB/Shared%20Documents/Forms/AllItems.aspx?ga=1&id=%2Fteams%2F2022%2D23DFGA2%2EP4%2DTeam%2DPangoSkillPlatformerB%2FShared%20Documents%2FTeam%20%2D%20Pango%20%28Skill%20Platformer%20B%29%2FDocumentation%2FJira%20Screenshots%2FProduct%20Backlog%2FSprint%201&viewid=e0a83b28%2D1d95%2D45eb%2D9c87%2D81fcbf7bc51f




Feedback workshop

Our team had the feedback workshop with Bert on Week 2 Thursday. ​The workshop was about giving good feedback, and going over the instances for when it 

is appropriate and helpful.

The workshop began with a discussion about “how to give good feedback”, to which we gave the answers of; “feedback hamburger”, “minding your tone”, and 

“respectful, constructive feedback”. 

Following this, Bert had 4 students (Maze, Jey, Konstantin, and Jack volunteered) leave the classroom. The rest of us were instructed to follow the instructions 

on each volunteer when they entered. Each volunteer was brought in one at a time and instructed to throw 10 M&Ms into a basket while blindfolded.

Konstantin was the first and received no instruction (he did surprisingly well despite this). Then was Jack who was berated, to which he reacted with 

annoyance. Maze was third and received only praise, which annoyed him because wanted instructions. Jenilson was last and got consistent accuracy 

because of the directions we gave him.

It was very informative to see how both negative and positive feedback was almost equally ineffective. Giving no feedback was more effective, because 

Konstantin had the ability to learn from his throws without the noise of others. And while Jey scored less M&Ms into the basket than Konstantin (he was really 

good at it, all time highest score according to Bert), Jey had an average accuracy much higher, meaning he was able to get closer much faster and for throws.

Some points from after the reflection process were:

• Ask if the person would like feedback before dishing it out.

• Give the feedback in a nice and clean way, like a wrapped gift,

with both the good and what could be improved on, together

ILO 2 Collaboration As a team member, I seek out and give feedback so that we can improve the team’s collaborative processes.



Engagement with feedback
Our team operated by using over-the-shoulder review when reviewing subtasks. During these review, the 

reviewer(s) would give thoughts and feedback. If your work was good, their name(s) would be written in 

the description of the subtask. An example is on the left.

For overall feedback, between the level designers, we would ask feedback daily from each other during 

the level design process in Sprints 2 & 3. As we sat side by side, we would constantly lean over and ask to 

try each other’s work as well as get our own work feedback. I had a learning and #action point arise from 

this in week 6, where I discovered how much better I work when bouncing ideas off someone else, rather 

than keeping all my activities to myself until I “think” they are done.

Being forced to constantly receive feedback on you work and then iterate on it can be exhausting, as I 

found myself constantly tweaking and adjusting the level to fit what other people gave as feedback. 

Through this, I also learned another #action point, which was to not accept all feedback immediately. 

While a majority of the feedback I received was helpful towards pushing my level sections forward, 

sometimes I would listen too much and change a section to be worse than it had previously been.

For our retrospectives, we chose an unorthodox style of having a discussion by throwing around a 

plushie to each speaker. This made sure one person was talking at a time so we could hear their 

opinions. Everyone was also made to interact with the retrospective by receiving the plushie at least once. 

Ronny gave us the feedback in our Sprint 2 retrospective to use sticky notes for our last retrospective, 

which we ended up doing, and everybody contributed 3 stickies to the conversation.

ILO 2 Collaboration As a team member, I seek out and give feedback so that we can improve the team’s collaborative processes.







ILO 3 Individual contributions As a developer, I develop features and content so that we can integrate it with other parts of the game. 

First Iteration – Vague direction

In sprint 0, I was tasked with creating a node graph of the first level we were 

going to make. I wasn’t too familiar with node graphs and researched them 

online. This didn’t really help, and I sought help from Ido and Finn, who showed 

me their node graphs from previous blocks. They also told me to use 4 step 

level, which I was familiar with but had never really utilized in level planning.

Second Iteration – Realized idea

With the reference Ido and Finn gave me for their previous node graphs, I 

tackled mine from a different angle. What I learned from viewing theirs is I 

needed to block out “rooms” with indication of what they contain. Because of 

Pango’s 2 movement modes, I created distinction between rooms with rolling 

and walking, adding an additional mixed type as well after I found myself 

struggling to categorize some rooms. Ido and Finn also explained I should 

indicate each room’s difficulty, so I used a 4 color system, ranging between 

safe and challenging. Because the LD team had discussed split paths, I added 

some alternative routes into the node graph. The LD team seemed to be quite 

impressed by what I had made, so I think I did a good job for my first node 

graph.



ILO 3 Individual contributions As a developer, I develop features and content so that we can integrate it with other parts of the game. 

Third Iteration -Expansion

In sprint 0, the gameplay team had been working hard on creating gameplay features 

and LD ingredient concepts, so for sprint 1, we (the level designers) went over the 

node graph I had made from last sprint and tweaking it to fit the new additions. We 

added more rooms into the introduction to accommodate each player interaction

with the two LD ingredients for this level: the bounce pad and boost pad. The art team 

also asked us to explain how the level might look, so we added indicators for temple 

buildings and caves.

Sublevel 2 First Iteration

Because the player controller was not quite 

ready yet, I went ahead and made a node graph 

for the second planned level. The gameplay 

ingredient in this was the pressure plate. I found 

the creation of this node graph much faster than 

the last one, likely because I understood the 

direction I should go towards from the very 

beginning. The second level followed the same 

structure as the first level quite closely, which 

was slightly intentional as these would be the 

two first level and would form the foundation for 

the following game. This level was scrapped in 

the next sprint due to scope.

Hub level node graph
We also made a node graph for the 

planned hub level (as we had 

planned for two levels. This node 

graph was more for LD and VA to 

be on the same page about level 

plans.



ILO 3 Individual contributions As a developer, I develop features and content so that we can integrate it with other parts of the game. 

Fourth Iteration – Scope cut

Once we had actually gotten our hands on the character and started to test 

blockout, we found that level design actually took quite a lot of time. After a 

discussion with the VA lead, we decided we needed to shorten some sections 

(although I will add that our VA lead was really trying to cut the twist entirely, 

which would have messed with the four step level design we had been 

creating this level around). I did a quick revision of the node graph, combining 

certain section to decrease their size but preserving their core.

Fifth Iteration - Final

For this last iteration, we acted upon what I had made in the previous iteration 

and combined rooms and removed alt paths. This also changed the intensity 

chart drastically, making it have only one peak.

Looking back at this last iteration postmortem, the follow through on the 

appearance of the level was not there. The visuals changed dramatically from 

what was planned. However, the overall gameplay stayed the same, which 

was the goal with the node graphs to begin with.





ILO 3 Individual contributions As a developer, I develop features and content so that we can integrate it with other parts of the game. 

Sketches

During this project, I found that I don’t really enjoy sketching levels. While I can visualize 

platforming challenges in my head, I just don’t find drawing them out on paper as effective. It 

also really showed me how I worked differently from Ido and Finn, where the only way Finn could 

vent his ideas was through sketching and Ido seemed to do them out of discipline. I tried to 

make myself sketch, but it left me unsatisfied with my work. I found that opening Blender and 

having a go with modeling instead led me to a much more satisfying conclusion. I think this 

aversion to sketching comes down to not wanting “detail”, because I enjoy the process of making 

the macro more than the micro when I know the micro will change (#W3 reflection). I think this is 

a good thing to keep in mind for later projects, so I can communicate my workflow to my group.





ILO 3 Individual contributions As a developer, I develop features and content so that we can integrate it with other parts of the game. 

Movement Tests

When the character controller was nearing completion, I tested out the 

movement with some fun challenges. I wanted to keep a feel for how the 

player would feel in comparison to the Block C player, which was night 

and day. And since this player had actual physics to it, I could make some 

crazier ideas that I had from last block.

Ramps for the track builder

Through the movement tests, we found Maze’s trackbuilder tool to 

be acting incorrectly when using meshes made in Unreal. Since 

the artists were busy, I decided to making a custom track in 

Blender. This track came in three variable sizes and was used for 

the rest of the project in the blockouts.

Bonus Links
Link to all pango related videos (Playlist)

Link to my Perforce Submits (Swarm)

https://www.youtube.com/watch?v=cxGxQiRlRVA&list=PLN8XVkt6zrp_4mLrbS1741kNYt2H5ugCv&index=1
https://swarm.buas.nl/swarm3/users/Lukas226453


ILO 3 Individual contributions As a developer, I develop features and content so that we can integrate it with other parts of the game. 

Development test

This blockout was the first section I made with the completed player controller. I used the paint overs I 

had made earlier in sprint 1 as inspiration, going for aqueduct-style rolling path. I also used the ramp 

model for the track builder. While the blockout was somewhat satisfying to complete in one go, there 

wasn’t much difficulty or engagement. The sprint ended the following day after this first blockout, so I 

didn’t have time to do any major tweaks.

Development iteration

After the introduction was settled, we also decided to all make a blockout for the development. I 

scrapped my original design I had made back in sprint 1 and went for a new one, more reminiscent of 

the introduction section Ido made. Because the paintover for the development section contained a 

tower, I decided it would be an interesting landmark to design around. While Finn, Ido, and I all found 

my rolling section bland, we enjoyed the tower scaling portion, and some of the challenges were 

implemented into the development combination.

Introduction blockout

In sprint 2, we agreed to all take a stab at a blockout for the introduction. I wasn’t quite sure where to 

take it, so I designed a roaming platforming section with some bounce pads and rolling at the end. It 

also included an onboarding section, which I felt the need to include, despite not requiring it. This is 

discussed more in the onboarding section of ILO 3. Overall, this was an underwhelming blockout, and 

out strike team went with Ido’s blockout for the basis of the introduction.





ILO 3 Individual contributions As a developer, I develop features and content so that we can integrate it with other parts of the game. 

First Iteration

The first iteration of the onboarding came about unintentionally. I created it more as a way for the player to 

familiarize themselves with the bounce pad mechanic before being sent into a level despite the original 

subtask for this was to create an introduction section. I covered all the basic movement abilities with 

platforming, informing the player of their max jump height and length, as well as bounce pads with and 

without groundpound.

Second Iteration

For the second iteration, I specifically set out to design an onboarding section. I kept a lot of the layout the 

same from the first iteration, but I felt it would be better to soften the turns from 90 degrees towards 80-45 

degrees. This gives progression a smoother and continuous feel, cutting out the jarring camera rotation. I 

also added a long slope at the end to give the player a taste for rolling as well as jumping while rolling. The 

biggest struggle on this onboarding section was trying to teach the ground pound without using bounce 

pads. We (the level designers) decided to leave the bouncepads and boost pads out of the onboarding 

section, and only introduce them in the introduction section of the level. This posed a large challenge for me. 

I tried to force the player to ground pound into a narrow gap between to death blocks, but after player tests 

this was clearly not the route to go. The camera and player simply did not fit this challenge.



ILO 3 Individual contributions As a developer, I develop features and content so that we can integrate it with other parts of the game. 

Ground Pound Onboarding Iteration
After the play tests from the previous iteration, I set out to find a better 

way to onboard the ground pound.

I first tried to solve the visibility issue. Players were not able to see 

where they were going to land. The first way I found I could create 

visibility was by adding a gap to the ground below. This let the player 

know where they were going to land but did not fix the issue of the 

jump being unwieldy for the new player.

After some conversation with the other level designers, I tried a new 

method of adding death strips so the player would have to ground 

pound to stop there momentum. This worked better than the previous 

design, but still left the player with the ability to skip the section 

without using ground pound if they were skilled enough, nullifying this 

redesign.

Third Iteration

With the third iteration, I implemented the new redesign of the ground pound section as well as adding a 

ground pound section to the end of the ramp in hopes that it would teach the player how to momentum 

cancel with the ground pound. However, player tests were still unfavorable, as many players would die over 

and over on that portion, making them frustrated and confused. A lot of the confusion can be attributed to 

the ground pound not working in ball form, and despite me adding text on the pause in the slope, almost all 

did not acknowledge the information.



ILO 3 Individual contributions As a developer, I develop features and content so that we can integrate it with other parts of the game. 

Fourth Iteration

For the last of my iteration, I entirely rebuilt the onboarding section. It was a new sprint and I wanted to start 

fresh. For this, I kept in mind the setdessing and tried to style the area in an interesting manner. The new 

onboarding had similar components as the last ones, but I entirely overhauled their challenges. Most 

notably, I had become annoyed and at this point exasperated with trying to make the ground pound work 

without death and bounce pads, so I used large drops with coins to incentivize ground pound use. I also 

concluded the rolling section with an abrupt pit where the player was meant to go. While there was no 

requirement to ground pound, smacking into the wall and falling was unsatisfying, which hopefully 

incentivized the player to ground pound.

After this, I thought it best for me to move on to the 

twist as I didn’t want to think too circularly (#action 

point W6). I was a frustrated when Finn immediately 

used the bounce pad for his iteration of the 

onboarding, despite us agreeing to not utilize it. It 

felt like it could have cut back on a lot of headache 

for me if I had also been able to use the bounce pad.

However, despite all that, I felt that my onboarding 

iterations were crucial in nailing down a final 

onboarding section, laying fundamental groundwork 

for Finn, Monika, and Martien’s work afterwards.O
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ILO 3 Individual contributions As a developer, I develop features and content so that we can integrate it with other parts of the game. 

First Iteration

I wasn’t quite sure what to make for the twist section. I found myself at a creative slog, in which I decided to 

just make what I wanted and see where that took me. This resulted in a fast rolling section with some skill 

jumps involved to keep the player active, which is exactly the type of challenges I enjoy in the game. I lifted 

the idea of split paths from what Ido was creating in his development section. I also made what the LD team 

came to name the “Path of Pain”, which is a reference to notoriously difficult platforming section in the game 

Hollow Knight. While in hindsight this wasn’t quite the best day of work (I was quite tired that day from some 

less optimal sleep choices the previous night), it laid some critical groundwork for me to spring off for the 

iteration.

Second Iteration

The second iteration came along much better than the first. I started fresh, only utilizing the diagonal boost 

pads from the first iteration. For this iteration, my mindset was to dial up a mechanic to the max. For 

example, the pillar cluster was a further continuation of what Ido and Finn had been creating in the 

development, but with the twist of extra “hazardous” bouncepads. The player had to understand how the 

bouncepad and groundpound worked together to complete the challenge. Another spin on a mechanic is the 

misaligned boost pad jumps. They required the player to understand how their momentum would transfer 

over when traveling diagonally across a boost pad. I had hoped that the first diagonal boost pad section 

would teach the player an understanding of directional momentum which they could then transfer to this 

section, but it seemed players found it unintuitive. This was a shame to me because I found momentum 

transfer with boostpads the coolest part of the game. I wasn’t quite sure of an ending for the section, so I 

added a fractured hall room similar to the one found in the introduction section which included a more 

thoughtful platforming section. This was the favorite portion for a lot of players.



ILO 3 Individual contributions As a developer, I develop features and content so that we can integrate it with other parts of the game. 

Third Iteration

For this iteration, I expanded on the sections I had already made, as well as adding a few more. I brought 

back the idea of split paths from the first iteration, tying it into what now had become the pillar maze. I added 

3 special pickups to the level as well, to try and engage the player into going for the challenge of collecting 

them. Players had trouble completing the boost pad on the bend in the previous iteration, so I swapped it out 

for a new section which utilized boost pads as pseudo bounce pads. While I enjoyed the mechanic, everyone 

else seemed to not understand how it worked and even when I explained it to them, they still had a tough 

time executing the jumps. Players also had a hard time on the split paths I had creating, the upper path 

having too many jumps on a curve and the lower section being confusing with the amount of boostpads. 

When making this iteration, I think I became too invested in momentum as a mechanic, which is too 

advanced for new players to be able to master in their short time of playing.

Fourth Iteration

For this last iteration, I decided to simplify what I already had. Changed the boost pad hopping section into a 

fast linear section more familiar to the player, except adding more places for failure. I tweaked some jumps 

in the pillar section, which I later found made the area play worse. I greatly changed the separate paths, now 

having one main path and the alt route being more hidden with a special pick up. I also added some QoL 

changes to the last two sections, such as a light path to guide the player through the switching boostpads

and rearranging some blocks in the final temple to allow for traversal back and forth. I am overall content 

with what I produced for this section and feel like with just a one or two minor iterations the section could be 

perfect.

The twist is a major component of 4 step level design (a whopping 25%), so my creation of the twist helped 

intertwine the level section into one cohesive level.





ILO 4 Testing and QA As a developer, I test features and content so that we can maintain build quality and create the intended experience.

Meeting all criteria in Good. The student 

has played an important role towards 

maintaining the build quality with the 

team. The student reflects well on the 

role of QA in the game development 

process.

Meeting all criteria in Sufficient. The 

student has executed test plans and 

internal reviews thoroughly. Bug reports 

have been submitted by the student to 

Jira regularly, and they are well written, 

accurate and provide reproduction 

steps.

Meeting all criteria in Insufficient. The 

student's QA work has been done 

according to a proper test plan (e.g. 

pipeline, checklist, criteria). The student 

has also executed internal reviews of 

work done by teammates, for example 

via code reviews or submission 

assessment. 

Meeting all criteria in Poor. The student 

has properly reported issues and 

defects in Jira when needed. Content 

submitted by the student has been 

tested before adding it to the build.

Some QA and testing work is 

evidenced. 

No evidence provided.

Bug Reports

I didn’t find too many original bugs as I focusing more on 

making content than testing previous content. However, I 

still stumbled upon a few. I followed our Jira pipeline when 

reporting them to the Jira kanban board. Below is a video 

on how to recreate one of the bugs I reported.

https://edubuas.sharepoint.com/:p:/t/2022-23DFGA2.P4-Team-PangoSkillPlatformerB/EcZ8yG7LE-9NlDkrcYK6Q0YBBVrcFr2Kc-lCsXtSDhAevw?e=E9phrR&nav=eyJzSWQiOjI4MSwiY0lkIjo4MDkzOTE4OTZ9
https://edubuas.sharepoint.com/teams/2022-23DFGA2.P4/Student%20Work/Working%20files/Alongi,%20Lukas%20(226453)/First%20Opportunity/2022-23D%20FGA2.P4%20Detailed%20Assessment%20Rubric%201.xlsx


Smoke test

Smoke test spreadsheet

Jenilson set up a smoke test spreadsheet for the Early Access build 

and Final Release. The team was split into groups and each group 

tackled a portion of the smoke test, playing the build on their own 

laptops. The smoke test table would be filled out and given a grade 

by how functional the game was in its current state. Below is an 

example from the v1.0 smoke test.

ILO 4 Testing and QA As a developer, I test features and content so that we can maintain build quality and create the intended experience.

Conditions of Satisfaction

CoS spreadsheet

Jenilson also set up a CoS spreadsheet for the Early Access build 

and Final Release. Below is an example of this.

https://edubuas.sharepoint.com/:x:/t/2022-23DFGA2.P4-Team-PangoSkillPlatformerB/Eckw6F5drqtJpjE5zRNcUjQB39QTkkwYcI-Pnz6RbJ3Aew?e=MAKDLM&nav=MTVfe0VDQzYwMzgxLTc0OUUtNDBFOS1BMThBLTc3MzgxMjE2OTI5NX0
https://edubuas.sharepoint.com/:x:/t/2022-23DFGA2.P4-Team-PangoSkillPlatformerB/Eckw6F5drqtJpjE5zRNcUjQB39QTkkwYcI-Pnz6RbJ3Aew?e=MX8UQN&nav=MTVfe0RGMzQ5QUI0LUNDOEMtNDI3OC05Q0YzLTAyRDg5NDY1NDgxNn0


Review and Testing

External Feedback

Play day feedback

As a level designer, I conducted multiple playtests across sprint 2 and 3. How I conducted the 

playtest by giving the player the game and then letting them learn for themselves, only stepping in 

if they were severely stuck. Some examples of playtest gameplay is on the right.

The playtests helped a lot more than receiving written notes from someone else, as I was able to 

watch the player play the game, instead of getting a secondary source to recount the playtest. It 

was also helpful to view the mannerisms of the person playing, as they may not always let on in 

words as to how they feel. If a playtester is slouching, it can mean they don’t care or aren’t trying 

very hard, which can be a good indication for the vibes of a level.

I gained learning and an #action point from conducting playtests for the first time. I found that 

trying to find playtests was a tiring task for me.

ILO 4 Testing and QA As a developer, I test features and content so that we can maintain build quality and create the intended experience.

https://edubuas.sharepoint.com/:w:/t/2022-23DFGA2.P4-Team-PangoSkillPlatformerB/Ebt-eBQtXx1EpJrvliEFDr8Bp3kTuixhp_fTHA4QuPKqwA?e=Fiy5WQ
https://edubuas.sharepoint.com/:w:/t/2022-23DFGA2.P4-Team-PangoSkillPlatformerB/EXXUVSEw_idBg8jiv6jxersBV8Lci4nrpyyHXYqtsS1dyQ?e=cfziQu




Game Deliverable

The Itch Page contains the screenshots, 

trailer, and download instructions for playing 

the game. The game can also be found of the 

Project Archives.

Community Engagement

Twitter TikTok

Instagram LinkTree

The game was brought to Rotterdam for an 

indie targeted event called Test & Play, where 

we received feedback.

We also received a plethora of feedback from 

Play day (link).

ILO 5 Team deliverable As a team, we publish and promote the game so that the public can download and play it.

Meeting all criteria in Good. The game 

has been iterated upon regularly with 

feedback from external parties, 

including play testers. The student 

reflects well on the established 

learnings of publishing a game.

Meeting all criteria in Sufficient. The 

game has received multiple updates 

with proper release notes. The team's 

engagement with the community is 

clearly evidenced in the Learning Log.

Meeting all criteria in Insufficient. The 

game was published in early access and 

received at least one proper update with 

bugfixes. The project has been 

submitted to the project archive.

Meeting all criteria in Poor. The game 

was published with proper marketing 

assets, including 3 screenshots, a 

trailer, and instructions.

The game has been published on 

itch.io.

No evidence provided.

Extra Links

Devlog (and builds to go along with updates)

Miro Marketing section

Marketing Plan Document

Release Game Trailer

Early Access Build

Reflection
Having published another larger scale game before hand, this wasn’t my first rodeo. However, it might 
have well been considering how different the experience was. Compared to my previous project Starless,
which consisted of 5 developers doing a variety of tasks, having a team of 17 with defined roles was 
refreshing. It was nice to show up for the day and only have one task on my mind and not have to shift 
gears between different disciplines. However, while sticking to my one role was nice, I had less 
awareness in what else was happening in the group.

I also learned from this project how little marketing really matters to me. Of course, I want my game to 
be a widely known as possible, but I could not care less for the way it gets visibility. I, instead, want to 
focus on making as best a product as possible. This would be an important #actionpoint for the future, 
where I should try and associate with people who enjoy marketing to allow me to focus entirely on the 
game.

https://buas.itch.io/pango
https://edubuas.sharepoint.com/:x:/s/CMGT9/Edn46BP-QoNJoiObVPvCln4B0TVzQwzdKjSR0AA0FTq8fw?e=S76rFl
https://twitter.com/PangoCJS
https://www.tiktok.com/@pangocjs?lang=en
https://www.instagram.com/pangocjs/
https://linktr.ee/pangocjs
https://edubuas.sharepoint.com/:w:/t/2022-23DFGA2.P4-Team-PangoSkillPlatformerB/Ebt-eBQtXx1EpJrvliEFDr8Bp3kTuixhp_fTHA4QuPKqwA?e=Fiy5WQ&wdLOR=cEFEB1335-38BE-44DA-AC52-EDD14414DDC2
https://edubuas.sharepoint.com/:w:/t/2022-23DFGA2.P4-Team-PangoSkillPlatformerB/EXXUVSEw_idBg8jiv6jxersBV8Lci4nrpyyHXYqtsS1dyQ?e=cfziQu&wdLOR=cF136A7A2-6D7B-4D5D-88DA-05EA3663C020
https://buas.itch.io/pango/devlog
https://miro.com/app/board/uXjVMPo5UBE=/?moveToWidget=3458764555886924243&cot=14
https://edubuas.sharepoint.com/:w:/t/2022-23DFGA2.P4-Team-PangoSkillPlatformerB/EV_Zw-5XdQREmkLTxNQFAAEBXLq_XAqcbP2VGaGX5VN7UQ?e=HaFPFv
https://www.youtube.com/watch?v=t0mXBEkEn84&feature=youtu.be
https://buas.itch.io/pango/devlog/542799/early-access-build




My self-assessment grade is:

Reflection on this self-assessment grade How I plan to improve next block

Since I am not here next block, I will use this as a general improvement 

reflection towards any future workplace.

This block has taught me to keenly pay attention to the pipeline in place 

from the start and to make sure I understand it before I start working. 

Tracking work is just as important for a large project as doing the tasks, 

because understanding what is occurring within the group is necessary for 

a cohesive project. An army of 54,492 wins against an army of 100,000 

because those soldiers know exactly how many men they have while the 

second army has an estimate. The small army is smaller, but they have 

everything accounted for. Therefore, I need to improve my paper trail and 

stay on top of the pipeline before it gets out of hand and causes issues.

7.8



Block reflection

My most significant achievements this block My most difficult challenges this block The most important lessons I learned

• I need to find the fun in level design 

when making a platformer.

• Give myself time and space to think 

about iteration. It will make a better 

project in the long run.

• Give more time for setdressing on a 

level.

• As a level designer, I should repass 

over the setdressed level to make 

sure everything functions correctly.

• Understand the pipeline before 

starting a project.

•

•

•

• Learning the Jira pipeline.

• Getting a late start on level design 

and having to produce a fully 

playable level in a 3-week period.

• Continuous iteration without space 

to think.
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