SCRUM CYCLE


Green - Implemented and working
Blue - implemented, needs testing and refining
Black - Incomplete/ not implemented
Red - has not been started



DIEGO

	Task
	Description
	Status

	Finished up blockade system functionality
	Area’s have blockade system, which will destroy blockades once all enemies are destroyed 
	Waiting on prefabs

	Spawn trees functionality
	Ability to spawn trees procedurally in game
	Needs refining

	Shrine functionality 
	Ability to spawn shrine in procedural
	Needs refining

	Player start location
	Spawn on safe platform
	done

	Spawn enemies on solid ground
	Enemies won't fall through holes 
	Needs refining

	Invulnerability on bridges
	Safe from harm when on bridge
	done



BRIAN

	Task
	Description
	Status

	Implement GUI
	Implemented new gui assets from collin
	Not implemented

	Tweak Combat
	Attack speed, combat glitches, combat flow
	Still refining, glitches fixed

	Implemented new sword animations
	Implemented new aniamtions from nick
	complete



NEVO

	Task
	Description
	Status

	Added new ability to each enemy
	New ability for enemies 1,2,3
	Created, implemented

	Created particle effect for enemy 3 ability
	Particle effect for beepis
	Created, implemented

	Created hulk AI
	Create the controller for enemy 4
	Animations, need to add ability 2

	Implemented Sound
	Started adding basic Sounds (Dash, Attack, Hit, Death, Enemy Hit, Projectile, Abilities)
	In game - Needs testing



CONNOR

	Task
	Description
	Status

	Implement effects
	Implement effects shown last week
	created , implemented

	Make blood effect
	Added damage feedback particle effect
	Created, not implemented

	Destruction effect for Spikes and Trees
	Add feedback for spikes and trees being destroyed
	Not started

	Effects for lightning movement ability
	Add feedback for when the ability is being used (dash trail of lightning)
	Not started

	3 explosion effects 
	Beepis projectile, toad minion death and hulk smash
	Not started



JACOB

	Task
	Description
	Status

	create asset packs
	Design shaders for assets and create 4 packs for diego to use in procedural
	Complete, in unity

	Create aggro distort shader
	Create and implement shader that distorts the entirety of the scene and can increase through code
	Implemented needs coding integration






COLLIN

	Task
	Description
	Status

	Loading Screen GUI
	Updated visual for loading screen
	Implemented and working

	Sounds 
	Various sounds (see trello)
	Implemented but needs testing

	Menu UI
	Updating visuals for main menu and pause menu
	In progress...



NICK

	Task
	Description
	Status

	Redo Melee Animations
	Speed them up and make them smoother
	Implemented but still testing

	Charge animations
	Charge while idle, charge while walking, hold the charge while idle, hold the charge while walking, and release the charge
	completed

	Directional movement
	Side-step, backward walk
	In Unity, not implemented

	Stun
	Player gets hit
	In Unity, not implemented




MANNY

	Task
	Description
	Status

	
	
	

	
	
	

	
	
	

	
	
	




