Indie Game Development – Assignment 2	Comment by Kemi Ademoye: 
Add a Cover Page to your report as a separate page. Use the formatting features available in your word processing software to help you improve the presentation of your Cover Page. You can either create one manually or if you go to Insert menu, there is an option to have Word generate a Cover page format for you.

Reference(s):https://support.office.com/en-ie/article/Add-a-cover-page-79df80ec-266d-46d6-9382-6d70f1d13777
Kyle Thomas P142469

Table of Contents 	Comment by Kemi Ademoye: Start on a new page.


Use the formatting features available in your word processing software to help you generate a table of contents – you will probably find it a lot easier than typing up the contents manually.

Reference(s):https://support.office.com/en-in/article/Create-a-table-of-contents-or-update-a-table-of-contents-eb275189-b93e-4559-8dd9-c279457bfd72
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Introduction

This report will contain descriptions of the game designed and developed in Unity for this assignment. 






Design

Brief Description 
The Game is a third person game, where the player has to collect items without while trying to avioidavoid getting hit by obstacles.	Comment by Kemi Ademoye: Not very clear
Rules of the Game
To the play the game the player must use the arrows keys in order to navigate the player through the game world, in order to get to the end goal.

The challenge of the game is to collect as many mushrooms in the game world, before reaching the end goal, and moving on to the next level. The player will also need to avoid incoming obstacles, the more mushrooms the player collects, the higher the score the player will get.

To progress to the next level the player must cross the bridge in the game world while trying to avoid death, from the incoming npc's (obstacles). When the player achieves the end goal, a menu appears, with a button the player can click to go to the next level of the game. 






Implementation 

List of Script Classes 	Comment by Kemi Ademoye: Most of these scripts are incomplete and not really working. For example, in some instances the scripts are not attached to the correct game objects.
AgentAI – This script class is used in order to set waypoints for the in game obstacles that effect the players health, when collided with. 
ColliderScript – This is attached to the obstacles for the player, to detect when a collision occurs. 	Comment by Kemi Ademoye: The script only has a Debug.Log statement in it when the collision happens. This does not contribute to gameplay.

CrystalScript – This is attached the finish point and the end of the level, to detect when a collision occurs. 
Environment Objects – This is used in order to dynamically spawn objects within the scene, the serialized field Game Object, can be used to input game object prefabs into the game to spawn them. The Class is also responsible for spawning the object in random position within a certain area within the game. 	Comment by Kemi Ademoye: A fair attempt, but the game objects are all spawned at the same position and only on start.

HealthScript – This is script is used to detect the player’s health. 	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

Mushroom Script – This script is attached to the mushroom prefab to check for a collision with the player. 	Comment by Kemi Ademoye: Same a s ColliderScript

UI control – The script control the events with the button clicks on the game menu, so the player can pause game, continue to next level and explore more of the level when prompted by the menu. 



Evaluation 


Evaluation 
The game is not fully complete as designed, the features included such as the player health decreasing and score increasing, while colliding with objects is not included due to time constraints. The player also doesn'tdoes not progress to the next level when the player clicks the "Continue to next level button".	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: This does not work because you have not provided any logic for this to happen. You only display the menu with the buttons when the collision happens, but have not provided any code for when the buttons are clicked.
For future versions of the game, the features mentioned above should be included with the use of more scripts. Another idea for future versions of the game, would be to have a timer for the player to get to the end of the level to give the Game more of a challenge. 

References

All of the scripts for this assignment where completed from the tutorials in Class for the Indie Game Development module from my tutor Dr Kemi Ademoye.	Comment by Kemi Ademoye: Okay, but you are also expected to consult other appropriate reference sources for your assignment and 
use an appropriate referencing format for your list of references - the school recommends the IEEE/Numeric referencing format - and remember to include a date accessed for web reference sources.

Reference(s):http://www.ieee.org/documents/ieeecitationref.pdf














































































	
	
	



 
	
	
	




	
                 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]Expand the scope of references consulted to help you improve the quality of your work. (Grade mark: 20.00%)
	[bookmark: totalRIL]5
	[bookmark: markRIL]1

	
	
	

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

	[bookmark: feedbackKUS] Demonstrates a basic understanding of the concepts and principles used to build a game. Some attempt has been made to use collision detection, but the main problem is that although you manage to detect the collisions, you are simply logging debug statements or displaying a UI control with no additional functionality. The main areas for improvement are getting the basics right and understanding game object interactions, improving your understanding of events and how they can be used to link object interactions, triggers and events. (Grade mark: 30.00%)
	[bookmark: totalKUS]20
	[bookmark: markKUS]6

	
	
	

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

	[bookmark: feedbackANA][bookmark: _GoBack]A brief evaluation and discussion of the challenges faced has been provided. Generally, a more critical review and evaluation of the work is required. (Grade mark: 33.33%)
	[bookmark: totalANA]15
	[bookmark: markANA]5

	
	
	

	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 basic attempt. The main area for improvement is getting the basic mechanics right and implementing the functionality for the challenges, goals and completion/termination conditions to the game instead of just displaying debug statements. (Grade mark: 31.82%)
	[bookmark: totalPAD]55
	[bookmark: markPAD]17.5

	
	
	

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

	[bookmark: feedbackSPP]Although the report write-up is of a good standard, it lacks the required content. See your report for suggested improvements. (Grade mark: 20.00%)
	[bookmark: totalSPP]5
	[bookmark: markSPP]1

	
	
	



	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]30.5%

	
	Up to one week late
	[bookmark: fourWeeksLate]
	

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