
DEV DIARY 
 
Week 1 
 
Team formation 

● Angel 
● Yang 
● Ayaan 

 
Spitballing ideas such as tone, genre, style and art of the game.  
 
We discussed what we would use for the game engine. 

 







 



Among other things we discussed level design, gameplay mechanics, story beats and what 
some of our inspirations were. 
 
Towards the end we settled on a 2D game, with a top down camera angle and with a pixel art 
style. 
 
It will consist of: 

● A combat system 
● Stealth system 
● Navigational puzzles 

 
The story will follow a child (12-14) who joins his father to accompany him to work. Once at the 
office the child starts to explore and discovers dark secrets regarding the company. 
 
The game is a suspense/thriller genre and we want to showcase the negative effects of 
capitalism while also exploring a father son relationship.  
 
We decided on what we will need such as assets, what programming is required, music,etc. 
 
Week 2 
 
For week 2 Angel our head designer and programmer started to work on the game starting with 
getting off the ground by having a player character and the first 2 areas of the game. Using 
assets that he had previously created and assets from the following packs: 
 
https://2dpig.itch.io/pixel-office 
 

 

https://2dpig.itch.io/pixel-office


 
 

 
 
We had our head artist Yang make the tiles on the floor and walls that will be added later. 



 
 
 
Week 3 
 
For week 3 Ayaan started looking for appropriate music for the game. We decided on 
soundtracks needed for the following: 
 
Combat 
freeroam  
Sad 
Stealth  
 
Angel implemented the dialogue system in the game: 



 
 
Declaring all the variables to use. 

This helps with the 
quest system and the dialogue system it checks to see if there is a name or not then it 



won’t activate the top dialogue just the bottom portion of it. 

 
This code helps organize the dialogue and n- is for when its the players name. 
So it would go like n-Angel and display the name at the top of the box and the rest of the 
message at the bottom of the box. 
 

 



How the finished product looks. 
 
Week 4 
 
Angel implements the UI system and makes the items interactable such as health pickups and 
key cards 
 
The packs used for the UI: 
https://wenrexa.itch.io/holoui 
https://opengameart.org/content/zelda-like-tilesets-and-sprites 
 
The following is the code used for pickups/interactables: 
 
using System.Collections; 
using System.Collections.Generic; 
using UnityEngine; 
 
public class PickUpItem : MonoBehaviour 
{ 
    private bool CanPickup; 
 
    private void Update() 
    { 
        if(CanPickup && Input.GetButtonDown("Fire1") && PlayerController.instance.canMove) 
        { 
            GameManager.instance.AddItem(GetComponent<Item>().ItemName); 
            Destroy(gameObject); 
        } 
    } 
 
    private void OnTriggerEnter2D(Collider2D collision) 
    { 
        if(collision.tag == "Player") 
        { 
            CanPickup = true; 
        } 
    } 
 
    private void OnTriggerExit2D(Collider2D collision) 
    { 
        if(collision.tag == "Player") 
        { 
            CanPickup = false; 
        } 

https://wenrexa.itch.io/holoui


    } 
} 
 
We have started working on the game design with the first 3 levels already made and the 4th 
levels design confirmed. Ayaan who is the map designer drew the maps and will be 
implementing the stealth system in the game, with Angel doing the Ai and Yang doing the 
animations. 
 
The following are the drafts for level 2 and 3 respectively: 

 
 



 



 
 
What level 2 looks like. 
 
Week 5: 
 
Angel added the combat system 

 
 



 
For how damage is calculated 
 
Week 6: 
 
Added more levels to the game 

 
 
For the level with the laboratory we had to use an asset pack 
 
https://murphysdad.itch.io/sci-fi-facility 



 

 
 
 
 
 
 
 
 



Yang designed a background for the combat arena. 
 

 
 
Ayaan has written some dialogue for the game. 



 



 
 
To explain what we have so far in the story is that David (subject to change) is made aware of 
his fathers company Xenon Corps and their bad practices. While exploring the building some 
new serum being developed by them gives David powers.  
 
Week 7 
 
After receiving feedback from various people playing our game that the stealth and battle 
systems do not have much breathing room, we have decided to evolve the battle system and 
the stealth system in a way. The battle system is only triggered when facing green blobs which 
are the monsters. The regular guards will now chase after you if you go near them hence 
making the stealth more exhilarating. This was a great way to compromise on having both the 
battle system and the stealth system. The reasoning for the battle system is also given in the 
story now. 
 
Among other things we have also decided to add ‘E’ to interact with objects and people.  
 



 
 
These security guards were made by Yang along with the animations. These will chase you 
around the map. 
 
Week 8 
 
Ayaan implemented all the dialogue in the game. 
 
Angel fixed problems with the game such as typos in the dialogue and the colliders that 
prevented the player from moving freely.  
 

 
Another asset created by Yang for the final level. 
 
Through another playstesting session we changed one of the computers' colors so that the 
player can see that that specific computer is special and progresses the story. 
 
Grievances  
 
Sections of our story were affected since none of us knew how to implement cutscenes as 
shown below: 



 
We had to write around some of these bits. And adapt the story in a way we could implement it 
in our game. 
 
A more fleshed out inventory and battle system 
 
 
 
 


