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1.0 Introduction
This report outlines the rules and controls of the submitted project. A summary of the scripts implemented, and a brief description of their purpose is provided. An evaluation of the submitted progress and potential future developments of the design and implementation concludes the document.

2.0 Design
The game presents the player with a simple challenge – navigate their way through a maze towards a goal, marked by a glowing beacon. Each maze is randomly generated, providing a new challenge on every attempt. As the player completes mazes each maze – by stepping into the beacon’s glowing light - the maze will start to fill with deadly spheres, which will damage the player and eventually kill them. Complete all mazes to complete the game!	Comment by Kemi Ademoye: I would have liked to see a more dynamic approach rather than using pre-saved mazes.	Comment by Kemi Ademoye: 
Use apostrophe (') to indicate possession.

Reference(s):http://www.thepunctuationguide.com/index.html, http://www.eng-lang.co.uk/apostrophe_rules.htm, http://www.apostrophe.org.uk/page2.html
The player’s health is displayed in the top right corner, along with any important messages regarding their status.
The controls are as follows:
W – Move forwards
A – Move left
S – Move backwards
D – Move right
R – Restart maze
The player’s awareness is tested when spheres are prone to emerge from walls as they pass, requiring them to always be patient and aware. It is advised to avoid rushing through the maze, being sure no sphere is approaching the player from a wall you’re you are rushing past.	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
The game has two primary conditions that it tracks – Whether the player is alive, and whether the player has touched the goal beacon. If the player is dead, i.e. their health is zero, then player control is disabled, and the player is sent spinning up into the sky. A message appears notifying the player that they are dead. From here they can press R to try again. When the player touches the goal beacon, if the maze is not the last maze, the game will look for the next maze in the game and load it. If the maze is the last maze, a message is displayed letting the player know that they have beat the game and they are sent upwards in celebration.	Comment by Kemi Ademoye: Very good. You have given the game play a lot of thought and added in appropriate challenges.
3.0 Implementation
3.1 Scripts
The following section outlines the scripts created for this submission, their goal and how they reach their goal. Scripts completed as part of the module are omitted, except where they have been modified.
AdditionalInputControl – This script looks for when the R key is pressed and reloads the current maze. It achieves this by storing the current scene name on start and using that and Unity’s scene management libraries to load the scene over.
HealthControl – This script monitors the player’s health. It has a public health variable and a public boolean to track if a player is dead or not. It also uses the UIControl scripts win variable to check if it should send the player shooting upwards. It will also check the player’s collision with the sphere obstacles. 	Comment by Kemi Ademoye: Please note my earlier comment about using property accessor methods instead. This is better programming practice. In addition, consider using an event to notify interested listening scripts of when the health changes.
PortalCollider – This script controls interaction with the glowing beacon goals. This checks if any collider that enters it’s own is the player’s and will either send them to the next maze or activate the win state.	Comment by Kemi Ademoye: Please see my earlier comment about using pre-saved mazes.
SphereControl – This script controls how the spheres move in the maze. It will move the sphere to a target position until it is a certain distance away, and then begin to move to a different position before returning again.
UIControl -  This script handles displaying the UI. It will take the health value from HealthControl and displays it in a adequate format. It will also check the death and win states and display the relevant message when the conditions are met.
3.2 Screenshots
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Fig.1: The maze has been generated, along with the goal beacon
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Fig.2: Some spheres blocking the way in a corridor
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Fig.3: The same corridor as seen in Fig.2, now with one less sphere after the player collided with it. Note the UI has updated to show the correct health.
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Fig.4: The player being shot into the sky, now dead. The UI has updated to tell the player that they are dead.
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Fig. 5: As you reach new mazes, the spheres begin to travel in different patterns.
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Fig.6: The player completing the final maze and being sent upwards with the message “You Win!” displayed in the top right corner.

















4.0 Evaluation
This maze game succeeds in creating replay value – since the maze will be different each time, a new path must always be found. However this could be further enhanced through casual competitive features – a timer, for example, would encourage players to play again and again just to beat their best time. The logical expansion on this concept would be to also include a leader board too.	Comment by Kemi Ademoye: But as you are using pre-saved mazes, the player may eventually learn the path. Granted, the mazes are quite large and complex 
The design of the maze and its obstacles is a little lacking, both in feature and design. As the game progresses through development, a unique style should be adopted, allowing for spheres to become perhaps flaming blasts from wall canons within a dark gritty dungeon, or perhaps two cats tossing a ball of yarn between them in a colourful maze built in a park. Along with this, the style may also help dictate further concepts for obstacles by presenting new movement patterns for obstacles – a swarm of mosquitos for example should move differently to achieve believability.
The user experience is satisfactory, however further work should be taken to improve the UI somewhat, and to improve feedback for when a player takes damage. 



	
                 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 1)
	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]Unfortunately, there is no evidence of the use of appropriate reference sources. The submitted work does not include a reference list or bibliography. (Grade mark: 0.00%)
	[bookmark: totalRIL]5
	[bookmark: markRIL]0

	
	
	

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

	[bookmark: feedbackKUS]Demonstrates very good knowledge of implementing a game in Unity. There is room, however, room for improvement in your coding techniques. For example, implementation of good coding practices, such as not making class fields public but instead making use of the SerializeField attribute to expose these fields to the Inspector window and accessor property methods to expose them to other classes, as well as the use of events. The main area for improvement is your understanding of events and how they can be used to link object interactions, triggers and events together. (Grade mark: 65.00%)
	[bookmark: totalKUS]20
	[bookmark: markKUS]13

	
	
	

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

	[bookmark: feedbackANA]A good evaluation with relevant and practical recommendations for future improvements has been provided. There is no discussion of the challenges faced during the implementation. (Grade mark: 56.67%)
	[bookmark: totalANA]15
	[bookmark: markANA]8.5

	
	
	

	4. Practical Application and Deployment
[bookmark: _GoBack]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 generally been given a lot of thought. Although there are some issues and the game world is not generated dynamically, overall it implements a good range of scripting concepts. I would have liked to see a more dynamic approach to the generation of the levels. PLEASE also aim to improve your time management for your assignments and aim to hand in your assignments on time as you are capable of so much more and achieving better grades. (Grade mark: 65.45%)
	[bookmark: totalPAD]55
	[bookmark: markPAD]36

	
	
	

	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 well-written and presented, but see your report for some minor comments. (Grade mark: 80.00%)
	[bookmark: totalSPP]5
	[bookmark: markSPP]4

	
	
	



	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]61.5%

	
	Up to one week late
	[bookmark: fourWeeksLate]
	

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



Note that as this is a RESIT attempt, the mark is capped at 40%.
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