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[bookmark: _Toc41247564]Introduction

In this report I will be detailing the development of the application that I have been working on showing the information that I have gathered on the topic, I will show my work and the testing that I have down as well as the objective of my application and instruction on how the application work. At the end I will include an evaluation detailing the test data I have collected and I will reflect on my time creating my application and talk about how well I think the functionality and design of my application works.
[bookmark: _Toc41247565]Application Development Concepts

[bookmark: _Toc41247566]Cloud Gaming

Cloud gaming is a pay to play service where the a person wanting to play games would pay for a service fee to a company and then that person would get access to games on demand. Tthey would only need a controller and an internet connection to play as many games as they want, this service is comparable to other on demand services like Netflix. 	Comment by Kemi Ademoye: 
Sentence is too long. Try and break up your sentences into shorter sentences, or use commas, where the natural pause occurs when you read over the sentence.
This year the outbreak of cloud gaming services such as “Google Stadia” and “Nvidia GeForce Now “and with talks of Microsoft and Sony maybe following with their own services at some point in the future this trend as has seen a very sudden boom of popularity. 

[bookmark: _Toc41247567]AR 

AR or Augmented Reality is a mobile phone trend used in games to bring objecting in the game to the real world using the display and camera to project an object into a 3D space, t. This trend has been around for a couple of years, the biggest games to use this trend would be games like Pokémon Go and Minecraft, which are both mobile games.	Comment by Kemi Ademoye: ??

[bookmark: _Toc41247568]VR

VR or Virtual Reality is a trend that using a VR Headset, a player of a game can be put into the game making it a very immersive experience. for For games that use first person cameras, it has been a trend that lately has been making more of a push to the mainstream with games like Half-Life Alex, VR chat  and Boneworks showing that the technology behind that trend has come a long way.

[bookmark: _Toc41247569]Cross-Platform

Cross-Platform is a trend that lets users of a game to play with other users from different platforms for example PC players can now play with any of the console platforms Xbox and PlayStation, t. This trend is very useful for games that don’t have massive player pools maybe due to games being older or not being very popular, this trend has been mostly used with mass multi-player games such as Call of Duty but has also found its way into co-op games like Borderlands 3.	Comment by Kemi Ademoye: 
Avoid using contractions (shortened form of a word combination using the apostrophe (') e.g. don't, isn't)!

Reference(s):http://grammar.about.com/od/words/a/EnglishContractions.htm

[bookmark: _Toc41247570]eSports

Games built around eSports are normally team based multiplayer games that revolve around a simple objective where teams compete to win a championship, games like this have been growing in popularity rapidly with the most popular Bing things like MMOs League of Legends & Dota and first person shooters like CSGO and Rainbow Six.	Comment by Kemi Ademoye: Good overview of some of the current application development trends in the games industry, but please note the following:

You have not used any references to support your discussion. You are required to do this in your assignments.
You were also asked to select one of the trends and discuss the chosen trend in detail, but you have not done this and simply presented an overview of all trends.
In addition, you were required to look up a related research study/paper of a chosen trend and summarise the findings from the study.

[bookmark: _Toc41247571]Requirements

[bookmark: _Toc41247572]How to play:
The player controller the penguin using either AWSD, or the arrow keys for Left either ‘A’ or ‘<’ arrow with right being ‘D’ or ‘>’ arrow and then up being ‘W’ or ‘^’ arrow and then down being ‘S’ or ‘v’ arrow

[bookmark: _Toc41247573]Objective: 
The goal of the player is to make it to the end of the level by jumping from platform to platform trying to collect every gem on that level without falling off any platform.

[bookmark: _Toc41247574]Termination Conditions:

Player dies
If the player runs out of lives at any point on the level that they are on the game will end, the player will lose a life if they fall out of the map.

Player reaches end of level
The game will also end once the player has finished every level.

[bookmark: _Toc41247575]Design and Implementation

PlayerControllers.cs
The main functionality of this script is it allow the player character to move as well has handle when the particle effects should be enabled and disabled allowing the player to jump, it also handles what happens when different game objects make collision with the player and as well as what happens when the player falls out off the map and tells the UI how many lives the player has.

Methods:
PlayerController.cs
Void Start used for initialization 
Void Update used for updating on the tick of the engine
Void Jump used for allowing the player to jump
Void handleParticleEffects used for switching the rocket particles on and off between player being in the air
Void OnCillisionEnter2D used for handling the player if they lose a life 
Void OnTriggerEnter2D used handling the player making collision with a Gem.
Void endGame handles what happens if a player lives goes below 0

Collectable.cs
Void Start used for setting the gameObject that the Gem will get triggered by on collision

HealthUI.cs
Void Update used for updating the Text on the UI displaying the correct number of lives

MovetoNextLevel.cs
Void OnTriggerEnter2D used for switching levels if the player reaches then end of a level and makes collision with the sign on the last platform. 
[bookmark: _Toc41247576]Evaluation


	Test case
	Preconditions
	Test steps
	Test data
	Expected result
	Actual result
	status

	Player collision with start platform (Level 1) 
	N/A
	None (Start of Game)
	N/A
	Player should not fall past the platform
	Player did not fall past the platform
	Pass

	Player collision with First platform (Level 1)
	N/A
	None (Start of Game)
	N/A
	Player should not fall past the platform

	Player did not fall past the platform
	Pass

	Player collision with Second platform (Level 1)
	N/A
	None (Start of Game)
	N/A
	Player should not fall past the platform
	Player did not fall past the platform
	Pass

	Player collision with Third platform (Level 1)
	N/A
	None (Start of Game)
	N/A
	Player should not fall past the platform
	Player did not fall past the platform
	Pass

	Player collision with start platform (Level 1) 
	N/A
	None (Start of Game)
	N/A
	Player should not fall past the platform
	Player did not fall past the platform
	Pass

	Player collision with First platform (Level 2)
	N/A
	None (Start of Game)
	N/A
	Player should not fall past the platform

	Player did not fall past the platform
	Pass

	Player collision with Second platform (Level 2)
	N/A
	None (Start of Game)
	N/A
	Player should not fall past the platform
	Player did not fall past the platform
	Pass

	Player collision with Third platform (Level 2)
	N/A
	None (Start of Game)
	N/A
	Player should not fall past the platform
	Player did not fall past the platform
	Pass

	Player collision with Forth platform (Level 2)
	N/A
	None (Start of Game)
	N/A
	Player should not fall past the platform
	Player did not fall past the platform
	Pass

	Player collision with fifth platform (Level 2)
	N/A
	None (Start of Game)
	N/A
	Player should not fall past the platform
	Player did not fall past the platform
	Pass

	Player collision with First platform (Level 2)
	N/A
	None (Start of Game)
	N/A
	Player should not fall past the platform

	Player did not fall past the platform
	Pass

	Player collision with Second platform (Level 2)
	N/A
	None (Start of Game)
	N/A
	Player should not fall past the platform
	Player did not fall past the platform
	Pass

	Player collision with Third platform (Level 2)
	N/A
	None (Start of Game)
	N/A
	Player should not fall past the platform
	Player did not fall past the platform
	Pass

	Player collision with Forth platform (Level 2)
	N/A
	None (Start of Game)
	N/A
	Player should not fall past the platform
	Player did not fall past the platform
	Pass

	Player collision with fifth platform (Level 2)
	N/A
	None (Start of Game)
	N/A
	Player should not fall past the platform
	Player did not fall past the platform
	Pass

	Player collision with Sixth platform (Level 2)
	N/A
	None (Start of Game)
	N/A
	Player should not fall past the platform
	Player did not fall past the platform
	Pass

	Players double jump
	Player is on the ground
	None
	N/A
	Player should only be able to jump 2 times before falling again
	Player was only allowed to jump 2 times
	Pass

	Players “isGrounded” variable resets when touching the ground
	Player jumps off a platform using both jumps
	Spawn and get player to jump
	N/A
	“isGrounded” should say false until player hit ground
	“isGrounded” is set to true when hitting the ground
	Pass

	Player loses lives if they fall of a platform
	Player moves off a platform
	None
	Lives = 3;
	Players lives should go down by one each time they fall of platform
	Lives went down by 1 each time the player fell off platform
	Pass

	Player lives is at 0 and they fall off a platform
	Player lowers their lives to 0
	Player falls of platform unit they have 0 left then jump off again to see the game resets
	Lives = 0;
	Player lives going under 0 should reset the game.
	The game reset sending the player back to the start of level 1
	Pass

	Player lives is at 0 and they fall off a platform
(Level 2)
	Player lowers their lives to 0
	Player falls of platform unit they have 0 left then jump off again to see the game resets
	Lives = 0;
	Player lives going under 0 should reset the game.
	The game reset sending the player back to the start of level 1 from level 2
	Pass

	Player lives is at 0 and they fall off a platform
(Level 3)
	Player lowers their lives to 0
	Player falls of platform unit they have 0 left then jump off again to see the game resets
	Lives = 0;
	Player lives going under 0 should reset the game.
	The game reset sending the player back to the start of level 1 from level 3
	Pass

	Players lives should update on the UI (Level1)
	Player starts the level with 3 lives
	Player starts level then falls of platform
	N/A
	UI should update with correct amount of lives
	UI updated, displaying correct lives 
	Pass

	Players lives should update on the UI (Level2)
	Player starts the level with 3 lives
	Player starts level then falls of platform
	N/A
	UI should update with correct amount of lives
	UI updated, displaying correct lives 
	Pass

	Players lives should update on the UI (Level3)
	Player starts the level with 3 lives
	Player starts level then falls of platform
	N/A
	UI should update with correct amount of lives
	UI updated, displaying correct lives 
	Pass

	Players lives reset after reaching next level
	Player reaches end of a level
	Player starts new level with less then 3 live s
	N/A
	Players live should reset to 3 
	Players live did reset to 3
	Pass

	Player collision with end sign taking them to next level (Level 1)
	Player reaches end of the current level
	None
	N/A
	If collision happens the player should be taken to the next level
	Player moved to next level
	Pass

	Player collision with end sign taking them to next level (Level 2)
	Player reaches end of the current level
	None
	N/A
	If collision happens the player should be taken to the next level
	Player moved to next level
	Pass

	Player collision with end sign taking them to next level (Level 3)
	Player reaches end of the current level
	None
	N/A
	If collision happens the game should end
	Game ended
	Pass

	First Gem collision with player (Level 1)
	Player reaches Gem
	Player moves into first Gem
	N/A
	Gem should run a script making is be removed
	Gem runs script and gets destroyed
	Pass

	Second Gem collision with player (Level 1)
	Player reaches Gem
	Player moves into first Gem
	N/A
	Gem should run a script making is be removed
	Gem runs script and gets destroyed
	Pass

	Third Gem collision with player (Level 1)
	Player reaches Gem
	Player moves into first Gem
	N/A
	Gem should run a script making is be removed
	Gem doesn’t get destroyed.
	Fail

	Third Gem collision with player (Level 1) (Retest)
	Player reaches Gem
	Player moves into first Gem
	N/A
	Gem should run a script making is be removed
	Gem runs script and gets destroyed
	Fail

	First Gem collision with player (Level 2)
	Player reaches Gem
	Player moves into first Gem
	N/A
	Gem should run a script making is be removed
	Gem runs script and gets destroyed
	Pass

	Second Gem collision with player (Level 2)
	Player reaches Gem
	Player moves into first Gem
	N/A
	Gem should run a script making is be removed
	Gem runs script and gets destroyed
	Pass

	Third Gem collision with player (Level 2)
	Player reaches Gem
	Player moves into first Gem
	N/A
	Gem should run a script making is be removed
	Gem runs script and gets destroyed
	Pass

	First Gem collision with player (Level 3)
	Player reaches Gem
	Player moves into first Gem
	N/A
	Gem should run a script making is be removed
	Gem runs script and gets destroyed
	Pass

	Second Gem collision with player (Level 3)
	Player reaches Gem
	Player moves into first Gem
	N/A
	Gem should run a script making is be removed
	Gem runs script and gets destroyed
	Pass

	Third Gem collision with player (Level 2)
	Player reaches Gem
	Player moves into first Gem
	N/A
	Gem should run a script making is be removed
	Gem runs script and gets destroyed
	Pass



[bookmark: _Toc41247577]Implementation

Code: 
PlayerController.cs
using System.Collections;
using System.Collections.Generic;
using System.Dynamic;
using UnityEngine;
using UnityEngine.SceneManagement;

public class PlayerController : MonoBehaviour
{
    [SerializeField] private float moveSpeed = 5f; //defines player move speed
    [SerializeField] private float jumpForce = 10f; //defines of high player will jump
    [SerializeField] public bool isGrounded = false; //defines for player is groudned
    [SerializeField] private int extraJumpLimit = 1; //defines how many times a player can jump after the first
    [SerializeField] private Vector3 spawnPoint = new Vector3(-7.5f, -3f, 0f); //defines the players respawn point 
    //[SerializeField] private Transform lockRotation; //used to lock the rotation
    [SerializeField] public int lives; //lives the player has
    // Start is called before the first frame update
    void Start()
    {
       // lockRotation = transform; // lock rotation
        this.GetComponentInChildren<ParticleSystem>().Stop(); //stop particle system on start
        lives = 3; //set lives to 3
    }

    // Update is called once per frame
    void Update()
    {
        Jump(); //uodate
        handleParticleEffects(); //handle particle effecs
        Vector3 movement = new Vector3(Input.GetAxis("Horizontal"), 0f, 0f); //create movement vector
        transform.position += movement * Time.deltaTime * moveSpeed; //move player using movement vector
        transform.rotation = new Quaternion(0, 0, 0, 0); //lock rotation vector
        endGame(); //handle what happens if player runs out of lives
    }

    private void Jump() {

        if (Input.GetButtonDown("Jump") && extraJumpLimit > 0) { //if player hits Space bar and jump limit more then 0
            gameObject.GetComponent<Rigidbody2D>().AddForce(new Vector2(0f, jumpForce), ForceMode2D.Impulse); //apply up force to palyer
            extraJumpLimit--; // remove 1 from extraJumpLimit
        }

    }

    private void handleParticleEffects() {
        if (isGrounded == true) //if isGrounded is true
        {
            this.GetComponentInChildren<ParticleSystem>().Stop(); //stop particle system is on ground
            extraJumpLimit = 1; //reset jump limit
        } else if (isGrounded == false) { //if not on ground 
            this.GetComponentInChildren<ParticleSystem>().Play(); //play particle system is on ground
        }
    }

    private void OnCollisionEnter2D(Collision2D collision)
    {
        if (collision.collider.tag == "Respawn") //if collision with gameObject with respawn tag
        {
            this.transform.position = spawnPoint; //send player to respawn point
            lives--; // take away lives
        }
    }

    private void OnTriggerEnter2D(Collider2D collision)
    {
        if (collision.gameObject.CompareTag("Gem")) { //if collision with gameObject with respawn tag
            Destroy(collision.gameObject); // remove gameObject
        }
    }

    void endGame() {
        if (lives < 0) { // if not lives left
            SceneManager.LoadScene("SampleScene"); //Reset and load first level
        }
    }

}

Collectable.cs
using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Collectable : MonoBehaviour
{

    private GameObject Player;

    private void Start()
    {
        Player = gameObject.transform.parent.gameObject;
    }

}

MovetoNextLevel.cs
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.SceneManagement;

public class MovetoNextLevel : MonoBehaviour
{

    [SerializeField] private string nextLevel; //next  level string

    private void OnTriggerEnter2D(Collider2D collision)
    {
        if (SceneManager.GetActiveScene().name == "Level3") // if level 3 end instead of reloading level
        {
            Application.Quit(); //exit program
        }
        else { 
            SceneManager.LoadScene(nextLevel); //load next level
        }
        
        
    }

}

HealthUI.cs
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.UI;

public class HealthUI : MonoBehaviour
{

    [SerializeField] public GameObject player; //get the player
    [SerializeField] public Text displayText; //text that will be displayed

    private void Update()
    {
        displayText.text = player.GetComponent<PlayerController>().lives.ToString(); // set text to lives and convert to string
    }

}

[bookmark: _Toc41247578]References
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                 MARKING CRITERIA AND STUDENT FEEDBACK



This section details the extent to which the assessment criteria are demonstrated by you, which in turn determines your mark. The marks available for each category of skill are shown. Lecturers will use the space provided to comment on the achievement of the task(s), including those areas in which you have performed well and areas that would benefit from development/improvement.

	[bookmark: assessmentComponent]Common Assessment Criteria Applied  (Assignment 1)
	Marks available
	Marks 
awarded

	1. Engagement with Literature Skills 

	
	

	[bookmark: feedbackRIL][bookmark: _GoBack]A satisfactory, brief, summary overview of current application trends in games, but you have not discussed any of these trends in detail as you were asked to. In addition, the discussion does not really demonstrate your engagement with appropriate literature, as you have not included any references in your discussion. Overall, a more in-depth discussion is required as well as the required background from a relevant peer-reviewed study. Expand the scope of reference sources consulted to improve research tasks. (Grade mark: 44.00%)
	[bookmark: totalRIL]25
	[bookmark: markRIL]11

	
	
	

	2. Knowledge and Understanding Skills

	
	

	[bookmark: feedbackKUS]
	[bookmark: totalKUS]
	[bookmark: markKUS]

	
	
	

	3. Cognitive and Intellectual Skills

	
	

	[bookmark: feedbackANA]A good set of test cases has been documented, but as mentioned below, the submission did not include the completed game. The submitted work did not include a reflective evaluation of the implemented game, but as mentioned below the fully implemented game was not submitted. (Grade mark: 35.00%)
	[bookmark: totalANA]20
	[bookmark: markANA]7

	
	
	

	4. Practical Application Skills

	
	

	[bookmark: feedbackPAD]A satisfactory attempt. You have simply submitted script files and not a fully implemented game. The main area for improvement is the implementation of the code and not just relying on and copying tutorial code from online/other sources. Also, learn how to use best practices, such as events, caching game objects and/or game components in the start method instead of retrieving this in every frame update. (Grade mark: 44.00%)
	[bookmark: totalPAD]50
	[bookmark: markPAD]22

	
	
	

	5. Transferable Skills for Life and Professional Practice 

	
	

	[bookmark: feedbackSPP]The report is satisfactory. Please see your report for suggested improvements. (Grade mark: 40.00%)
	[bookmark: totalSPP]5
	[bookmark: markSPP]2

	
	
	



	Assignment Mark (Assessment marks are subject to ratification at the Exam Board.  These comments and marks are to give feedback on module work and are for guidance only until they are confirmed. )
	Late Submission Penalties (tick if appropriate)
	[bookmark: totalMark]42%

	
	Up to 1 week late (40% Max)
	[bookmark: fourWeeksLate]
	

	
	Over 1 week late (0%)
	[bookmark: firstAttempt]
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