P144833, Joshua Burge 	Independent Game Development	Kemi Ademoye
TABLE OF CONTENTS
Introduction – Page 2
Design – Page 2
Implementation – Page 2
Evaluation – Page 3






















Introduction:
This report contains information regarding the design and development of the game Market-opoly for Assignment 2 for Independent Game Development (Indie Game Development) as well as the “Rules” of the game surmising the controls, the gameplay factors and the overall goal of the game. An evaluation section shall then follow where I will discuss what I believe worked well, what didn’t and how I would improve the game in both terms of if it were released for the public and required further content added (Such as through Downloadable Content or Expansion Packs) and in terms of what could have been implemented to improve the core product.

Design: 
Market-opoly is an attempt to transfer a game originally intended to be implemented as a text-based game like Bureaucracy into a 3D game environment via Unity. Due to the significant differences between a text-based game and what is effectively a platformer, multiple changes to the core gameplay had to be conducted. Primarily, the player must travel between the Markets by moving their character rather than using text commands and menus whilst an AI controlled character does the same (The text-based format would have instead used an extensive randomization system).
By travelling to the Markets, the Player can buy and sell items they have bought for (hopefully) a profit. Apples may be bought at Market A for 1.22 Money each and sell at Market B for 1.27 resulting in a small, but helpful profit. However, to add a form of challenge, as things are sold to the Market the price will reduce slightly to represent Supply and Demand. The prices also change whenever the AI arrives at a Market to make it harder to plan out what the player will buy and sell.
Once the player obtains 10,000 Money the game ends with a victory. They may save during gameplay and load as and when they please although currently this does not work in-between play sessions (Exiting the game and launching it later results in all saved data being wiped).
The movement controls are the standard WASD typically used in modern PC video games, with space-bar being used for jump. Markets can be interacted with by walking close enough to them. The menu can be opened by pressing P.
Implementation:
The script “MarketStruct” is designed to act as the base template used by both the Player Character and the Markets to store the information relating to the items sold, specifically their names and cost as well as how many are currently “Owned”. This is also then used by the Save and Load system to ensure the player gets back the Inventory as it was when the save was made.
The Market script meanwhile handles the actual buying and selling that occurs within the game. Using an example, if the Player buys Item One for 1 Money, they will obtain it and 1 Money will be deducted from their wallet (Displayed in the top right of the screen) whilst the cost of buying Item One will increment by a small amount to 1.1 Money.

Also included in the Market Script is a check for if the AI has walked near the Market. If it has, then the prices are all changed by 10% to simulate it buying and selling items.
Evaluation:
One of the first problems encountered when developing Market-opoly was how to include the AI as an opponent. A complicated method involved actually enabling the AI to buy and sell items but this would require it to try and do so in an attempt to win which would require it to make smart decisions on what to trade for money. It was later decided that having the Markets change to reflect any form of trade would be a simpler and potentially fairer option.
Another issue encountered was making the AI move which unfortunately I haven’t been able to fix. The waypoints have been placed in such a way as to prevent the AI from being “snagged” on Terrain if it were to move around so that it’s always a threat to the player however the AI does not move at all, suggesting there is an issue in the form of either the script isn’t inheriting the movement code properly or there is something wrong in the implementation that causes it to not know how to move.
The collision issue from the first assignment has returned, causing the Markets to not work as intended (You can’t access the menu for buying and selling). I am unsure as to what the solution is to this issue.
Similarly, there exists no way currently to confirm if the wallet is working as intended as there exists no method to increment or decrement the value without being able to buy or sell items.
Saving and Loading currently does not work as I can’t access the player’s Inventory struct. If it were accessible, then it would work as intended. To prevent the player from “teleporting” (using the save and load function to instantly travel between Markets) the code that takes the player’s current X, Y and Z co-ordinates and stores them has been removed.
For a while, the Menu would not actually appear. This was later found to be an issue relating to incorrectly implementing the UIControl and the hierarchy of the UI elements and was fixed during a complete rebuild.
An issue with the PC being used to develop Market-opoly on outside of University hours caused the original USB stick it was stored upon to get corrupted. An attempt to rebuild the program to the same state was performed from a back-up on a separate USB stick, unfortunately the Market code does not exist within the rebuild.

I do not feel that Market-opoly is fit for purpose on a Unity platform, largely in part due to use of C# when the original implementation and planning was for C and C++. Issues concerning the accessing of Structs arose during development (All of the parts of a struct must be public from what I can tell in C# which doesn’t need to occur in C/++). If the AI movement and Market Detection issues were solved, it could work as a small-time waster in a similar vein to Minesweeper or Solitaire. However, there would be far more functionality and features implemented if it were to be the originally conceived concept of a text-based game largely in part due to my familiarity with those languages and lack of knowledge regarding C#.
Graphically, Market-opoly is bland and uninteresting with the brown terrain and poorly created grass which uses a placeholder image and is then shaded green. Attempts were made to make the terrain more visually interesting with hills and canyons, though this then lead to issues with both Player and AI navigation (The short time it worked). 
Currently, it serves as nothing more than a walking simulator rather than the small scale Supply and Demand / Stock-market trading game it was supposed to be.
If this were to be improved for future versions, it would require some form of multiplayer aspect where two people play against each other to try and get 10,000 before the other. This would be an interesting competitive game as a result because it relies less on someone’s reflexes and reaction speed, as it more typical in modern games where people compete, and more upon someone’s ability to plan ahead and make smart decisions.
Randomized elements such as different items being drastically affected by “Real world events” is another feature that could be implemented in a future version. For example, a box could pop up that says “Apples are hard to grow due to Rainbows and are in high demand” which would cause the price of apples to triple, making any that the player is currently carrying three times the value of what they were before. These random events would help make each playthrough of the game unique.
[bookmark: _GoBack]Finally, and probably most crucially a fully fledged save system would be needed. One method of implementing such a thing would be to simply save the data stored into a file that is then loaded when the game starts, or the player clicks Load in the menu. This is also the least secure method of ensuring saves between play sessions as a savvy and scrupulous fiend could edit the text file to give them what they want, requiring some form of validation or encryption to also be considered alongside the saving and loading.
