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[bookmark: _Toc513020692]Introduction
There will beThis report will contain a section telling the end user the design about the game such as brief description, rules of the game, how to play, the gameplay and the gold goal of the game. There will be an implementation section about the script and screenshots of the game. There will be a section of valuation such as errors and challenges and testing table. All the texture assets were created in Microsoft paint and Piskel[1].
[bookmark: _Toc513020693]Design
[bookmark: _Toc513020694]Brief description	Comment by Kemi Ademoye: Game has been very well thought out.
The game is a very basic 2D platformer game, so this means the player can jump from one side to the other side and jump on each platform to reach the designated area such as the portal can take them to the next area. There are three levels within the game and wants once the player to completes all three levels they will go to a finish scream screen and this will allow them to return to the main menu.
[bookmark: _Toc513020695]Rules of the game
The rules of are very simple in this game all the player must do is get past the spikes and enemies within the game to reach to the portal. The player can choose to collect coins within the game to increase the score and if the player dies they will go back at to the start depending on what level they are on.
[bookmark: _Toc513020696]How to play
The controls for this game is are also very simple, for example, the player can either use the arrow keys or the a “A” and “Dd” keys to control the movement of the player to go left and right. The player can jump within the game by pressing spacebar and there is a pause feature within the game by pressing the q “Q” button key to bring up the pause menu.
[bookmark: _Toc513020697]The gameplay
The player must get his character to the next area by reaching the portal, but the player must go through enemies and obstacles within the game. The obstacles are the spikes what which will instantly kill the player if they touch it and there is some jumping platform within the game which the player must jump onto platform to make sure they don't do not hit the spikes. There's There are enemies within the game and if the player gets touched by the enemy too many times the player will die and restart at the start of the level there onthey are currently on.	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	Comment by Kemi Ademoye: 
Take care with similar sounding words/phrases.

Reference(s):http://www.grammarbook.com/homonyms/confusing-words-letter-b.asp
http://www.oxforddictionaries.com/words/commonly-confused-words
https://copywriterscrucible.wordpress.com/2009/09/01/41-commonly-misused-english-words/
http://www.scholastic.com/parents/blogs/scholastic-parents-raise-reader/top-20-most-commonly-confused-homophones
[bookmark: _Toc513020698]The goal
The goal within the game is very simple the player has to reach the end of the level to go through a portal and they have to do these t three times to complete the game.	Comment by Kemi Ademoye: 
Remember to add page numbers to your report. Also add your student number to the cover page.


[bookmark: _Toc513020699]Implementation
[bookmark: _Toc513020700]Script
Here are these lines of code that was used for developing this games attributes.	Comment by Kemi Ademoye: Improvements with references to the script classes you have reused from Internet sources.

However, again you are mostly just copying code without really showing your own knowledge or editing the code to use good practices. For example, I have repeated several times not to make your fields public:
If the fields need to be accessible in the Inspector, use the SerializeField attribute
If the fields need to be accessible by other classes, use property accessor methods.
The same thing applies to methods. Think if you could use the event system to notify listeners/observers of the event.


Another area for improvement is refactoring your code. For example, the code for buttons and levels is duplicated in different script classes e.g. the only thing that is different is the name of the Level in the case of the level classes.

In the playerLife, the “takeDamage” method referred to does not exist in this class.
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This line of code is used to return to the main menu or restart the game.
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This line of code is used to allow the camera to follow the player around and it also used to stop the camera to go out of the certain boundary areas within the game[2][3].

	[image: ][image: ]


This line of code is used for the controls for the character to allow to go left and right. This also does the movement for the character to allow the character to run across the area within the game and it gives the player the capability to allow the character to jump[4][5][6].
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This line of code is used for the point system in the game and when the player touches the certain object is delete.
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This line of code is used for the enemies to move and when the enemies hurt player the player loses some health[7].
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This line of code is used to instant kill the player once the player touches a certain object in the game.

	[image: ]


This line of code is used when the player is not jumping it stops the animation of the jump.
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This line of code is used to give the player the capability to pause the game[8][9].
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This line of code is used to give the character his lives and is used with other objects in the game to allow to kill the player.
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This line of code is used to start the game or quit the application.
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This line of code is used to return to the main menu.
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[bookmark: _Hlk512358713]This line of code is used to go to level 2 once the character completes the level.
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This line of code is used to go to level 3 once the character completes the level.
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This line of code is used to go to finish game once the character completes the level.
[bookmark: _Toc513020701]Screen shots
Here are several screenshots of the game and the screenshots shows what in the game, such as what the main menu looks like and what each level looks like.
Here is a screenshot of the main menu and the main menu contains two buttons, such as start there is used to start the game and quit there is used to quit the game.
[image: ]
[bookmark: _Toc513020706]Figure 1 - The main menu

Here is a screenshot of what the game looks like when it's running the application, and this is what level one looks like.
[image: ]
[bookmark: _Toc513020707]Figure 2 - The level one
Here is a screenshot what level two looks like while the applic
[bookmark: _Toc513020708]Figure 4 - The level three
Here is a screenshot of when the player finished the game and in the game, it gives you only one button to return to the main menu.
[image: ]
[bookmark: _Toc513020709]Figure 5  - The finished level

Here is a close-up of the player jumping and the coins with in the game.
[image: ]
[bookmark: _Toc513020710]Figure 6 - The jamp and coin
Here is a close-up of the enemies and spikes within the game and the spikes are instant kill while the enemy decreases your health.
[image: ]
[bookmark: _Toc513020711]Figure 7 - The spikes and enemy










Here is a screenshot of the portal what takes you to the next level.
[image: ]
[bookmark: _Toc513020712]Figure 8 - The next level portal
Here is a screenshot of the pause menu for the player, such as return to main menu, restart the game, save the game and loads where are you save.
[image: ]
[bookmark: _Toc513020713]Figure 9 - The pause menu





Here is a screenshot of the health decreasing when the player gets hit by the enemy.
[image: ]
[bookmark: _Toc513020714]Figure 10 - The damage health by enemy
Here is a screenshot what level one looks like.
[image: ]
[bookmark: _Toc513020715]Figure 11 - The whole may of level one





Here is a screenshot what level two looks like.
[image: ]
[bookmark: _Toc513020716]Figure 12  - The whole may of level two
Here is a screenshot what level three looks like.
[image: ]
[bookmark: _Toc513020717]Figure 13 - The whole may of level three



[bookmark: _Toc513020702]Evaluation
[bookmark: _Toc513020703]Errors and challenges
One of the challenges within the game was doing moving platforms but this part of was found too difficult to figure out how to do so it was scrapped from a the game, because when trying to make at the moving platforms it would cause the game to glitch and crash, so therefore it was removed. Another challenge within the game was the animation was becoming weird when moving but this was resolved by fixing it in the animator window, by looking at what was done in the previous lesson in class by using help to fix this problem[reference in here].	Comment by Kemi Ademoye: Where is the reference 
[bookmark: _Toc513020704]Testing table
	No.
	Test
	Expected Results
	Actual Results
	Pass/Fail

	1.
	The jumping.
	To see if the jumping is working.
	The player is jumping.
	Pass

	2.
	Moving left and right.
	To see if the moving left and right is working.
	The player is moving left and right.
	Pass

	3.
	Collecting coins.
	To see if the collecting coins is working.
	The player is collecting coins.
	Pass

	4.
	Gaining points while collecting coins.
	To see if the point ispoints are going up by collecting the coins is working.
	The point is going up with the coin are collecting.
	Pass

	5.
	Health bar.
	To see if the health goes down with the player get hit is working.
	The health is going down with the player get hit.
	Pass

	6.
	Instant kill by spikes.
	To see if the spike kills the player is working.
	The spike kills the player.
	Pass

	7.
	Portal.
	To see if going in the portal go to next level is work.
	The portal takes the player to the next level.
	Pass

	8.
	Animations.
	To see if the player jumping, moving and stop animations is work.
	The player jumping, moving and stop animations is work.
	Pass

	9.
	Enemies animations.
	To see if the enemies moving animations is work.
	The enemies moving animations is work.
	Pass

	10.
	Portals animations.
	To see if the portal animations is work.
	The portal animations are work.
	Pass

	11.
	The pause menu.
	To see if the pause menu is work.
	The pause menu is work.
	Pass
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                 MARKING CRITERIA AND STUDENT FEEDBACK



This section details the assessment criteria. The extent to which these are demonstrated by you determines your mark. The marks available for each criterion 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 2)
	Marks available
	Marks 
awarded

	1. Research-informed Literature 
Extent of research and/or own reading, selection of credible sources, application of appropriate referencing conventions.
	
	

	[bookmark: feedbackRIL]Much better referencing for the script sources used in this assignment. (Grade mark: 80.00%)
	[bookmark: totalRIL]5
	[bookmark: markRIL]4

	
	
	

	2. Knowledge and Understanding of Subject
Extent of knowledge and understanding of concepts and underlying principles associated with the discipline.
	
	

	[bookmark: feedbackKUS]Demonstrates good knowledge of the concepts and principles used to build a game. You have mostly just found code sources on the Internet to reuse, but you have put these together well to implement a good game. I would, however, still like to see more evidence of your own work and coding ideas and also see you adopting the good practices you have been taught instead of just copying and reusing code found on the Internet. As mentioned in your last assignment feedback, avoid making class fields public but instead use the SerializeField attribute to expose these fields to the Inspector window and/or accessor property methods to expose them to other classes, as well as the use of events. Additionally, some script classes could be refactored (see examples in your report). (Grade mark: 55.00%)
	[bookmark: totalKUS]20
	[bookmark: markKUS]11

	
	
	

	3. Analysis
Analysis, evaluation and synthesis; logic, argument and judgement; analytical reflection; organisation  of ideas and evidence
	
	

	[bookmark: feedbackANA]Detailed description of the challenges faced has been provided, but you have not provided an evaluation of the implemented game or any recommendations for future improvements. (Grade mark: 26.67%)
	[bookmark: totalANA]15
	[bookmark: markANA]4

	
	
	

	4. Practical Application and Deployment
Deployment of methods, materials, tools and techniques; application of concepts; formulation of innovative and creative solutions to solve problems.
	
	

	[bookmark: feedbackPAD]A very good attempt featuring a simple game that has been given a lot of thought. The main area for improvement is being able to code your own ideas and adopt good coding practices. (Grade mark: 74.55%)
	[bookmark: totalPAD]55
	[bookmark: markPAD]41

	
	
	

	5. Skills for Professional Practice 
Attributes in professional practice: individual and collaborative working; deployment of appropriate media; presentation and organisation.
	
	

	[bookmark: feedbackSPP]The report is satisfactory, but you need to work at improving your writing style. Specific areas to take note of include grammar construction and common errors with similar sounding words. (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]62%

	
	Up to one week late
	[bookmark: fourWeeksLate]
	

	
	1st/2nd/3rd attempt?
	[bookmark: firstAttempt]
	



[bookmark: _GoBack]
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2 // This code is used for the player to move and jump

BN s
4 using System.Collections;

5 using System.Collections.Generic;

5 using UnityEngine;

7

5 public class Playertiove : MonoBehaviour {
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private Animator anim;
private Rigidbody2D body2D;

public float speediax = 3.07;
public float speed = 5.07;
public float jumpUp = 230.07;
public bool ground;

// use this for initialization
void start () {
body2D = gameObject. GetComponent<Rigidbody2D>();

// Used for the planet animation
anim = gameObject.GetComponent<Aninator>();

i

// Update is called once per frame
void Update () {
// Used to stop the movement jump animations
anim.SetBool("Ground”, ground);
anim. SetFloat("Speed”, Mathf.Abs(body2D.velocity.x));

// Change the player's position with a move Left or right
1 (Input.GetAxis ("Horizontal”) < -8.1F){
transform. localscale = new Vector3 (-1, 1, 1);
1
f(Input.GetAxis ("Horizontal”) > @.1F){
transform. localscale = new Vector3 (1, 1, 1);

i

1/ allons the player to jump
| 1F(input.cetButtondoun (“3ump") & ground){
body20.AddForce (Vector2.up * JumpUp);

¥
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// Fixed update is called once per frame
void FixedUpdate () {

Float h = Input.GetAxis (“Horizontal");

// Allows the player to move

body2D. AddForce((Vector2.right * speed) * h);

// Linits the players speed
1f(body2D.velocity.x > speed){

body2D.velocity = new Vector2 (speediax, body2D.velocity.y);
1
3f(body2D.velocity.x < -speed){

body2D.velocity = new Vector2 (-speediax, body2D.velocity.y);
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27/ This code is used for the player to gain points while destroying the object
BN

4 using System.Collections;

5 using System.Collections.Generic;

5 using UnityEngine.UT;

7 using UnityEngine;

s
9 public class Score : MonoBehaviour {
o public int count;

1 public Text scorePoine;

2

3 // use this for initialization
4 void start () {

s count = 0;

s )

7
8 // update is called once per frame
9 void Update () {

3 // Allows the player to gain points when they pick up the coins
1 scorePoine.text = (“Score: " + count);
2}

5 void OnTriggerEnter2D(Collider2D other)
s

5 if (other.gameObject. CompareTag ("Coin"))
5 {

7 other. gameObject . SetActive (false);
5 counti+;,

9 }

e}

1
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27/ This code iz used o move the enemics and hurt the player
il
4 using Systen.Collections;

5 using Systen.Collections.Generic;

& using UnityEngine;

7

8 public class Enemy : MonoBehaviour {

5" private PlayerLife playerk

o private Rigidbody20 ebodysD;

1 private float speed = 2.0f;

2/ use this for initialization
3 void start () {

4 // Used to call the players Life

s player = GameObject.FindGameObjectiithTag ("Player”).GetComponent<Playerlife> ();
s )

7
8 // update is called once per frame
9 void Update () {

3 // used for the movement speed for the enemy
1 transform. Translate (new Vector3(speed, 0, 0) * Tine.deltaTine);
2}

4 // Used to stop the enemies going through the walls
5 void OnTriggerEnter2D(Collider2D other){

5 if(other. gameObject. tag == "Block”){
7 speed

5

o // Used to change the position while the enemy is moving Left and right
o if(speed < -0.1F){

1 transform. localscale = new Vector3 (-1, 1, 1);

2 }

3 if(speed > 0.17){

4 transform. localscale = new Vector3 (1, 1, 1);

s }

6 }

7

s // Used to hurt the player

o if(other. CompareTag("PLayer")){

o player. takeDamage (39);

1 }

2 )

5}
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27/ This code is used to kil the player

BN s
4 using System.Collections;

5 using System.Collections.Generic;

5 using UnityEngine;

7 using UnityEngine. Scenetianagement;

s

9 public class Spikes : MonoBehaviour {

@ void OnTriggerEnter2D(Collider2D other){

1 if(other. CompareTag("PLayer")){
2 // When the players health hits 0 restart Level

H Sceneianager. LoadScene (Scenelianager . GetActivescene().buildIndex);
4 }

5 )

5}
7




image8.PNG
LVIILIIIIIIIII 1111111111111 1111111111111 1117777
2 // This code is used to check the player is on the ground

BN s
4 using System.Collections;

5 using System.Collections.Generic;

5 using UnityEngine;

7

5 public class OnGround : MonoBehaviour {

9 private Playertiove player;

o

1 // While the player is on the ground not moving only the idle animations will play
2 void start () {

H

4 player = gameObject.GetComponentInParent<Playertiove>();
5 )

5

7 void OnTriggerEnter2D(Collider2d other){
s player.ground = true;

s 3

0

1 void OnTriggerStay2D(Collider2d other){
2 player.ground = true;

s}

4

5 void OnTriggerExit2D(Collider2D other){
5 player.ground = false;

7}

5

s}
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7/ This code iz used to phuse the gane
uuitiiiiiza
using Systen.Collections;

using Systen.Collections.Generic;

using Unityengine;

public class Pausetienu : MonoBehaviour {
[SerializeField]
private bool pause = false;

public GameObject Pauses;

// use this for initialization
void start () {
Pauses.SetActive (false);

i

// Update is called once per frame
void Update () {
// Button pressed down pause the game
1f(Input.GetButtonDown("Pause”)){
pause = !pause;

i

// Set the action to true to pause the game
if(pause){
Pauses.SetActive (true);
Tine.tinescale = 0;

i

// Set the active false to unpause the game
1f(tpause){
Pauses.SetActive (false);
Tine.tinescale = 1;
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2 // This code is used to set the players Lives

BN s
4 using System.Collections;

5 using System.Collections.Generic;

5 using UnityEngine. Scenetianagement;

7 using UnityEngine;
s
s

public class PlayerLife : MonoBehaviour {

@ public float curLife = 0;

1 public float maxLife = 100;

2 public GameObject lifelen;

H

4 // use this for initialization
5 void start () {

5 curLife = maxLife;

7 InvokeRepeating(“takeDanage”, 1.07, 1.07);
s healthBar();

s 3

0

1 // This function calls die and health bar
2 public void takeDamage(float dam)

s
4 Die();

5 curlife -= dam;
5 healthBar();
7}

5

9 // Sets the players health bar
@ public void healthBar() {

" Float thelife - curLife / maxtife;
2 LifeLen. transforn. localscale = new Vector3(tathf. Clamp(theLife, 0.0f, 1.0f)
5 |, LifeLen.transforn. localScale.y, lifeLen.transforn. localscale.z);
TN

5 // Once the player dies the Level start again
7 void Die(){

s f(ecurLife <= 0){
o curLife = 03

0 // When the players health hits 0 restart Level

1 Sceneianager. LoadScene (Scenelianager . GetActivescene().buildIndex);
2 }

s )
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27/ This code is used to start the ganes

BN e
4 using System.Collections;

5 using System.Collections.Generic;

5 using UnityEngine;

7 using UnityEngine. Scenetianagement;

s

9 public class Starts : MonoBehaviour {

6 // Set the buttons for the display

1 void OnGUI()

ER
5 // et the position for the button

4 if (GUL.Button(new Rect(1000, 500, 100, 40), "Start"))
s R

s // Scenemanager is used to return to start the game
7 Scenetanager. LoadScene("Level1");

s 3

5

o // et the position for the button

1 if (GUL.Button(new Rect(1000, 500, 100, 40), "Quit™))
2 R

5 7/ This is used to quit the gane

4 spplication.Quit();

s 3

s )

7}
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2 // This code is used to return to the main menu

BN s
4 using System.Collections;

5 using System.Collections.Generic;

5 using UnityEngine;

7 using UnityEngine. Scenetianagement;

s

s

public class Buttons2 : MonoBehaviour {
o' )/ set the buttons for the disploy

1 uoid onouz()

>

5 // set the position for the button

" § (GUL.Button(new Rect(750, 560, 10, 40), “Main Henu"))
s ¢

5 // Scenenanager i= used to return to main nens

7 Scenetanager- Loadscene("Maintend");
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2 // This code is used to that the player go to Level 2

BN s
using System.Collections;

-

S using System.Collections. Generic
& using Unityengine;

7 using UnityEngine. Scenstansgenents

s

9 public class Nextlevel 5 Honogehaviour {

0 // Allows the player to go to the next Level

1 privste veid OnTriggerenterap(Collider2D other)

S

5 i (other. gameObject. tag. qusls("Flayer])

4 {

s // Scenemanager is used to close Level 1 to go to Level 2
6 Scenetianager. Losdscene("Level2");

7 3

s}

9 }
0
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27/ This code is used to that the player go to Level 3

BN s
4 using System.Collections;

5 using System.Collections.Generic;

5 using UnityEngine;

7 using UnityEngine. Scenetianagement;

s

s

public class Nextlevel2 : MonoBehaviour {
6 // Allows the player to go to the next Level

1 private void OnTriggerEnter2D(Collider2D other)

2 q

H if (other.gameObject. tag.Equals("Player”))

4 {

5 // Scenemanager is used to close Level 2 to go to Level 3
5 Scenetianager. LoadScene("Level3");
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27/ This code is used to that the player go to finished Level

BN s
using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.SceneManagement;

-

©o N o n

10
1
12
13
14
15
16
17
15
19
20

public class FinishedLevel : MonoBehaviour {
// Allows the player to go to the next Level
private void OnTriggerEnter2(Collider2D other)

{

if (other.gameObject. tag.Equals("Player”))

{

// Scenemanager is used to close Level 3 to go to finish game
Scenetianager. LoadScene("Finished");
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7/ This code is used to snain menu and rescart he gane
QL
using Systen.Collections;

using Systen.Collections.Generic;

using UnityEngine;

using UnityEngine. Scenehanagenent;

public class Buttons : MonoBehaviour {
private Playerlife player;

public int count =
public string saves = ™'

// Set the buttons for the display
void ONGUI()
{
// Set the position for the button
if (GUI.Button(new Rect(1009, 350, 150, 30), “Main Menu"))
{
// Scenemanager is used to return to main menu
Scenetianager. LoadScene(“Maintienu”);

i

// Set the position for the button
if (GUI.Button(new Rect(1000, 400, 150, 30), "Restart Game"))
{
// When the players health hits 0 restart Level
Sceneianager. LoadScene (Scenelianager . GetActivescene().buildIndex);
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2 // This code is used to follow the player and not go out of the boundary
BN

4 using System.Collections;

5 using System.Collections.Generic;

5 using UnityEngine;

7
5 public class CameraFollow : MonoBehaviour {

o [SerializeField]

o private Vector2 vec;

11

2 public GameObject player;

5

14 // a camera can't go past a certain boundary

5 public bool boundary;

6

17 // The maximun and minimun range for the camera

5 public Vector3 min;

9 public Vector3 max;

0

21 // Use this for initialization

2 void start () {

3 player = GameObject. FindGameObjectiithTag("Player”);
T

s

26 // Update is called once per frame
27 void Update () {

s Float timex - 0.05;
29 Float timey - 0.05%;

o

1 // The canera follows the player

2 Float posX = hath. SwoothDamp (transform. position.x, player.transform.position.x, ref vec.x, tineX);
3 Float pos = Vath. SwoothDamp (transform. position.y, player.transform.position.y, ref vec.y, timev);
. transform. position - new Vector3(posX, posY, transform.position.s);

s

6 // Hake sure doesn't go out of the background within the game

7 S (boundary){

s transform. position = new Vectors (Mathf.Clamp(transform. position.x, min.x, max.x)

s Jvatht. Clamp(transform.position.y, min.y, max.y)

o [ Hsth? Clamp(transform. position., min.z, max.2));
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