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Overview Design ODbjectives

Robo Rollers’ purpose is to ease and assist the
production workload of the Game Master in many
TableTop Role-Playing Games (TTRPG).

Through software implementation, Robo Roller
handles World, NPC, Civilization, Quest, Dungeon
and City generation, as well as use Al integration to
elaborate quest hooks further if desired. Quests

|\/|aj Or ReS U |tS evolve the world, allowing dynamic world changes.
Project design goal met. Major Results as follow, —— —

_ _ _ arketing Description
consequence tied world Interactions, N PC, Requirement # “Robo Roller must have the capability”
Dungeon, City, and World generation into a single M1 To generate/edit a tile-based world, with tiles represented

.. - : : isually with h :
tool, additionally providing a time advancing ey
. . . M?2 For World Tiles to possess land types, unique features, &
funCtlonallty for the set world over time through civilization possession. All reflected visually.
queSt genel‘a’[ion and Su bsequent reSUItS. M3 To generate/edit Non Player Characters (NPC) information.
| N PC G en eratl on M4 To generate/edit civilization information.
u I g eon & Ci ty - ——— M5 To generate/edit dungeon layouts.
i Jordan Armstrong Economy (59)
b Tomas Gibe Tie at (3526 M7 To allow user(s) to advance time. Time progression system

b Tomas Gilbert Tile at (34, 20)
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interoperable upon other RoboRoller generation features.

Conclusion & Future

e Robo Rollers completed the set design purpose to
ease and assist the creative production workload
of the Dungeon Master in TTRPGs.

e |f future work continued, main areas of focus
should be improvement of underlying generation
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A e O Tg . and visual fidelity of the graphical components.
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ENGR | Market Description Verification
Req. # | Req. #
El | M1 | Robo Roller must support maximum grid size for | Generate a world of
world generation <= 100 x 100 hexagon titles. size >100x100.
E4 | M2, Robo Roller world generation must support Display generated
M4 creation of minimum 10 civilizations world, minimum 10 ”“";‘I’“tf. .
- odification of
concurrently displayed. Associated color for visually distinct Generation Parameters: Generated Data
. . . T . . T . -World Gen - Modification of
individual civilizations & pale overlay displayed civilization X, ¥ sizes P — | al Generation Parameters
distinguishing tiles a civilization(s) owns. borders. - XY origin, landsize for land ge Mao o
- XY, featuretype for features ?p Gu::::ate d &Jor
E12 | M5 Robo Roller must have a feature to generate | Generate a dungeon 'D_“Fxgz‘)”;if::nsions y Modified World
dungeons in grid format of at least size 50x50 in grid format size - Size/Amount of TileSets to orld | World | Civilization WordMap || +—»  Map
Landmass Data Adjustment - Generated &/or
tiles. >50x50. EJ(IZ?ti;eGen Data Dungeon/City
E6 M2 M . . . . - (x, y) dimensions Map
, Provide a method of time based world Have a function which _ Amount of Buildings to place - "
3 progression, with proposed alterations generates potential Generation Assets: Generation [Results’ | Progression | ol
generated by the program. Slowest supported | changes in the world “World Gen b e
. L . . . . - Land Types
time unit iteration speed is monthly. and iterates on a time- - Places of note(Special tile features)
- Tile owners(Civilization who holds)
based system. Quest&NPC
. . - Rolls these up like Mad Libs: Choses User Input Level 0
E8 | M2 The program must allow saving/loading Save dz.zlta and load fBoun;;g:;laclilt;sgeﬂftralts Generation Assets: RoboRoller | —» Map Output
generated data- Sald data- - Dungeon Tileset or Building Tileset Generation N
Parameters:
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