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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 – by stepping into the beacons 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!
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 rushing past.
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.
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. 
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.
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.
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.
[bookmark: _GoBack]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. 
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