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Introduction:
This report will cover what the objective of the game is and how to achieve it. The scripts used during the creation of the project and several screenshots of the working game will be also be given. The final portion of the report will cover any errors and/or challenges faced during the creation of the maze game and future solutions to any setbacks.
Design:
The maze game produced will place the character within a randomly generated maze, in which the goal is to reach the finish point, a glowing blue light that stretches into the sky, so the player can easily see it. 
In the game the player uses a pistol to fend off an orange ghost attempting to catch the player before he/she can reach the end. Should the ghost catch the player the game will end and return the player to the main menu. If the player happens to shoot the ghost with the gun, the ghost will be transported to a random location in the maze and then proceed to chase after the player once again. To make the game a little more challenging the ghost has been allowed to travel through the walls of the maze to surprise the player and because ghosts are known to travel through walls. 
When the player finally reaches the end of the maze a brand-new maze will be randomly generated around the player and they will be on the next level. The game is set up to have an infinite number of randomly generating mazes for the player to explore and complete.
Implementation:
· Scripts
· BulletNumber
· This script displays the number of bullets the player currently has before they will have to reload their weapon.[1]
· EnemyCollision
· This script will be triggered only when the ghost collides with another object, in this case it will check to see if the ghost collides with the player or a bullet. If the ghost collides with the player, then the game will end, returning the user to the main menu. If the ghost collides with a bullet, then the ghost will be teleported to a new random location in the maze.
· EnemyMovement
· This script will make the ghost turn to face the player where ever the player is on the map and then move in the direction of the player at a set speed.
· FPCharacter
· The FPCharacter script will determine the current animation to be run for the player. It will check to see if the user has pressed any keys, such as E, R, or the left mouse button. This script will check to see what the character in the game is currently doing and based on that it will change the current character state of the player. The animations that are handled are the idle, walking, running, jumping, jumping and walking, jumping and running, attacking, walking and attacking, reloading, walking and reloading, aiming, aiming and walking, aiming and attacking and finally dead animations. The actual animations are handled by Pistol-P8 animator controller.
· LevelNumber
· This script displays the current level that the player is on.[1]
· NextLevel
· This script will check to see if the player has collided with the finish point in the maze and if the player has reached the finish point then it will set the needToGenerateNewMaze Boolean to true.[2] The needToGenerateNewMaze Boolean being set to true means that a new maze will be randomly generated around the player. The QFPSMazeGame script covers the rest of the maze generation.
· QFPSMazeGame
· The QFPSMazeGame script is the longest script in the project and it runs the entire generation of the maze. Apart form generating the maze the script also adds the finish point to a random location in the maze and sets the random start position for the player and the ghost. When the player reaches the end and the needToGenerateNewMaze Boolean becomes true this code will randomly generate another maze around the player.
· StartGame
· The StartGame script is the script behind the main menu’s button. This script loads the Maze Scene, which is the actual game.
· FirstPersonController
· The FirstPersonController script will handle the actual movements and sounds for each animation as they play out. This script also handles all the movement for the player and controls for moving the player. Gravity is also determined using this scripts. 
The main menu showing the title of the game and the button to start the game, the background image is an image of the randomly generated maze only much larger.
[image: ] 
The actual game showing off the bullet counter in the top left, the level counter in the top middle and the player’s weapon as well as the randomly generated maze.[image: ]
The ghost in the maze that travels through walls to try to catch the player.
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The finish in the maze that the player is required to reach to finish the level.
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Evaluation:
Errors and Challenges
· Spawn through Ground
· There’s a rare chance that when the maze is generated that player falls through the maze and out of the world. This error was not fixed and the main cause of it is still a mystery.
· Large Bullet Size
· The bullet was not originally meant to be so large, however as this did not impact the gameplay it was felt that altering this would not be necessary.
· Ghost going through walls
· At first there was an issue with the ghost going straight through the walls of the maze to get to the player. This issue was decided to be a feature of the game as it increased the difficulty somewhat. The ghost going through walls didn’t seem to out of place since the enemy is a ghost and ghosts are known to travel through walls.
· Aiming while idle
· The animation for aiming while the character is idle doesn’t appear to be working like the other animations are. The error was never fixed due to time constraints.
· Generating another maze once the player reached the finish
· This part felt especially difficult get working, however this challenge was eventually overcome.
· Fast Idle animation
· During the development of the maze game it became known that after the character moved from the starting position, the idle animation was altered. The altered idle animation is a sped-up version of the original animation. The cause for this error was never found.
· Dead player main menu error
· After the player has died from the ghost the user is returned to the main menu. The error caused when this happens is that the mouse appears to be locked and so the user can no longer interact with the main menu. The cause of this error has been found as the mouse is required to be locked during gameplay and the mouse is never unlocked when the game is finished. This error was not fixed to time constraints.
· Enemy spawning on player
· Since the enemy’s spawn location is randomized when killed there’s a small chance that the enemy will spawn directly on top of the player. This error will trigger the game to end without the user knowing what happened. This error was not fixed because there was such a small chance that will ever happen and was deemed unnecessary to alter.
[bookmark: _GoBack]This game still contains several bugs and it’s not perfect, but it does work. In the future time management will play a much bigger role in the project as some errors couldn’t be fixed due to time constraints and the game would feel much more polished with better time management.
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