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Sprint 1 - Research
G1: I chose to join the 
design team and was put 
into the Paladin team. In 
order to design the Paladin 
I first had to research what 
a Paladin was and how it 
works in other games. This 
was my task which I 
fulfilled during the first 
sprint.

E1: I put this research onto 
the team miro so everyone 
could see my findings.

F1+F2: I had to research 
how Paladins work in other 
games in order to come up 
with new ways to 
implement the class.



Sprint 1 - Initial Design
E1+F1+G1: For the first sprint, I completed my task of designing the first 
iteration of the characters abilities based off of in person discussion with 
the design team that it was going to be a live RTS game



Sprint 1 - Feedback

Ability Problem Solution

Smite Not fun standing still n chanelling Significantly decrease time

Shield Suggestion: launch into air n 
choose loc to slam down, deal 
dmg n creating shield, can move 
around

Works, will implement as ultimate

Judgement Stun too long Nerf or change to +dmg buff

Atone Might be irrelevant depending on 
base respawn mechanic

Can switch to dmg orientated like 
deflect

Feel bad only 1 time use, 
suggestion to make that 
empowered n turn base to 
protecting ability

4th is meant to be an ultimate 
anyway will keep as is but will 
make ultimate a second go

Passive Might step on barbys toes w 
soaking up dmg

Change to supp orientated like 
dmg mitigated

F2+D1: Iteration and designing to fix based off of feedback from other people



Sprint 1: Iteration G1+D1+F2: Iterated 
the abilities based off 
of feedback.

E1: Updated them on 
the team miro for 
everyone to see.



Sprint 1: Meetings

G1+E1: As part of my role on the level and 
mechanical design team, I attended and 
contributed to meetings.

F1: Offered a change to the product 

D1: Identifying improvements based off of 
discussion.

E1+G1: Attended sprint team meeting to go over progress and present next steps



Sprint 2 - Meetings

D1: Collecting feedback to iterate upon

E1: Part of a sprint team discussion where I 
contributed improvements to the process

G1: Identifying steps needed to further the 
design process in a more efficient manner.

F2: Designing abilities based off of boss 
attacks

D2: Iterating by utilising feedback



Sprint 2 -
 Iterating

D2+F1+G1: 
Implementing 
feedback to 
iterate on the 
abilities

F2: Designing 
based off of 
enemy abilities

E1: Updated the 
miro with the 
new abilities for 
my team to see



Sprint 2 - Meetings

E1+G1+F1: Attended a meeting with the product owner 
and my sprint group, outlined what was achievable and 
set to be achieved by the end of the sprint. Attended a 
meeting with the level and mechanical design team 
where I voiced my opinions and listened to feedback.



D1: Iterated abilities based off of feedback.

F2+G1: Designed the abilities based on enemies designs and how to 
synergise with allies abilities.

E1: Updated the miro with new ability designs for team to see



Sprint 2 - Feedback 

D1: I took note of 
feedback to be used in 
iteration.

E1+G1+F1+F2: I took part 
in discussion with the 
other character ability 
designers where I noted 
problems and suggested 
some solutions to design 
issues.



E1: I took part in sprint 
group retrospective.

G1: I completed my 
work for the sprint as 
the gameplay designer.

F1: I Identified 
problems and 
suggested 
improvements to the 
sprint team work ethic.

Sprint 2 - Meetings 



Sprint 3

Meeting Notes:

- Add abilities to the GDD
- Need a separate basic attack
- Don’t have ultimate version for all abilities
- Simplify the abilities wordingE1: I Attended meetings and 

updated the GDD with the 
simplified version of the abilities.
D1: I iterated the abilities based 
off of feedback.

F2: I Designed the 
abilities as solutions 
to problems the 
bosses pose mainly 
utilising the 
‘Grounded’ effect for 
this



Sprint 3

D1+E1: I iterated 
the abilities 
based off of 
feedback and 
updated the 
gameplay design 
and sprint team 
miro’s with the 
updated designs.



Feedback product owner conversation
Doesnt think enough displacing affects (there is) list chantico+lich, could also 

have grounded be anti-cc
Need to change 
naming then

Dmg resist should be same 20% testing purposes then Combine grounded 
and dmg resist to 1

press/hold isnt think, 1 input, leaving 
shield is thematically contrasting

Remove leaving part

Passive should be x amt dmg mitigated Fine w that

Basic attack idea- applies dmg resist to 
self till next instance dmg

Works, my idea to make it 1hit 
structures too, depending on how those 
finalised

Take more dmg via atone to synergise w 
above

yep

Judgement aoe centred self rather than 
ranged, more cohesive w weakness

yes

D1: I iterated the abilities based off of 
feedback.
F2: I changed the abilities design 
based on problems bosses pose.



Sprint 4

G1: I completed my sprint tasks. 



Sprint 5
E1: I wrote 
daily standups 
so my team 
could see 
progress, and 
took part in 
retrospectives

D1: I iterated 
the abilities 
designs.


