
Name: Ethan Randell
P Number: P150496
Course: Video Games Development
Year of Study: 2 


Contents Page
Page 1: Contents Page
Page 2: Introduction
Page 2: Game’s Design
· Description of the Game
· How to play the Game?
· Controls
· Player Centric challenges and the goals to progressing and completing the game

Page 3 - 7: Implementation of Code 
Page7- 8: Evaluation
[bookmark: _GoBack]Page 8 - Bibliography























Introduction
In this report it will show what the student has learned in the Indie Games Development Module in the form of creating a three dimensional maze game with objects for example enemies or barriers the maze must dynamically generate when the game has started, the game must have an objective whether it be a finish zone or go to the next level or it could be two objectives for example get to the finish zone and collect coins on the way for points.  The student must also create a HUD for the game as well e.g. photo of character, health bar etc. 
In this report will be screenshots of the code that the student has used to script the game using the C# coding language and of the game itself and at the end of the report will be an evaluation of the game what was done well and what could be improved upon. 

Game’s Design 

The game that the student has created is a maze game, users will control the character named Sassy and the user will have to find their way through the maze and try to reach the next level while avoiding either enemies or obstacles that will be blocking the user’s way and can also hurt Sassy and will have to get to the finish point. 
How to play the game? 
To play the game the user must try and reach the next level by going through the maze and looking for the finish point while avoiding all enemies and obstacles if the player gets hit by these enemies or obstacles they must restart the game and try to have to complete the maze again. 
Controls 
The controls that the user has assigned to the game character is very basic the W key moves the character forward the S key moves the character the A key moves the character left and the D key moves the character right. 
There is no jumping so that the user cannot cheat by trying to jump up onto the maze walls and cheat their way to the finish point also there is no crouching because the obstacles are so close to the ground there is no way to crouch pass them. 
There is no health system if you get hit by an object you have to restart the whole level again (due to time constraints this element of the game was not implemented into the final build).
 Player centric challenges and the goals of progressing and completing the game
The challenges for the player are try and avoid all obstacles or enemies to stop them from restarting the level (due to time constraints there would be more challenges like collecting an objective e.g. coins or an item to open the finish zone). The main goal of the game is to get to the finish point which will send the player to the next level once they complete all three levels the game will finish. 



Implementation of Code  


    
[image: ]

This is a screen shot of the first part of the QFPC Maze Game script the first bit of code is used for to help the finish point script generate a new maze once the player has entered the finish point.

[image: ]

This part of the QFPC script is the generate new maze class it checks if the maze engine has been specified and it will destroy any existing maze it will add the finish point to the maze and will position the player in the maze.
[image: ]
This part of the script adds the finish point in the maze it loops through the finish point every time the maze is generated it uses the finish prefab as a game object. 
[image: ]
This part of the script positions the player inside the maze at a fixed point due to the student not understanding the game will not spawn the character at a random point inside the maze. 
[image: ]
This part of the code is not really special to the script all it does is get rid of the cursor while the user is playing the maze game.
[image: ]
This part of the script was just a test to see if when the character walks into the finish point inside the game it will write respond to finish and was trying to generate a new maze.
The next set of screen shots come from the finish point script inside the maze game.
[image: ] 
This the only part of the finish point script what it does is it calls the Qmaze game object component QFPC maze game and from that component it calls the need to generate new maze from the QFPC script once the player has collided with the finish point and will generate a new maze [1].
This is the last set of screenshots from the Cylinder or also known as the objects script 
[image: ]
In this script it uses two floats min and max these values are used to help make the objects move the transform code sets how far the objects will move [2] The Ping-Pong code is used to move the objects back and forth within a 5 second time frame [3].


The next of screen shots is of gameplay of the maze game with annotations of what’s going on in the game.
[image: ]
In this screen shot it shows the player inside the maze on the top left hand side of the screen it shows the character that the user is playing as (due to time constraints and lack of understanding the user could not input a health bar). In front of the player it shows an obstacle that comes up to the user and tries to block their path. 
[image: ]
In the screenshot above it shows that the user has successfully made it to the finish zone. Once the player walks through the zone without stopping the game will automatically generate a new maze and finish zone for the player to find.

Evaluation
Errors that happened during the implementation of the game
During the implementation of this game the student had many errors one of the prime examples was trying to stop the objects phasing through the character the error was caused because the student forgot to attach a rigid body onto the objects the student has fixed this error and the objects stop phasing through the character. 
Another challenge was when the plyer hits the spawn point it would then start a new level the student did overcome this by adding the generate ne maze script in the finish point script [1]. 
Another error was that the player could not find the finish point inside the maze due to there was no prefab connected to the finish point object but the student fixed this by adding the halo prefab in the assets folder which makes finding the end point much easier to find. 
There were also errors that sadly the student could not overcome for example when the object hits the player they will not restart the game but be pushed back by the object. Also the student couldn’t include a health bar to the character also there is no level system once the user reaches the third finish point the game will carry on. 
Evaluation of the completed game 
Considering the game is not fully complete most of the game does still work and works will the maze can randomly generate itself and can make it very tough for the user to find the finish point which makes the game more interesting and more fun to play but can also be a little bit frustrating when the maze doesn’t generate a way to the finish zone, the objects are really hard to pass due to them pushing the user back. The look of the game is really good as well the maze walls look good not life like but good for unity based game. 
Improvements for future versions of the game 
There are many improvements that the student can do for this game first is obviously to create a health system and level system then it can be called a good completed game but there are other things that can be improved on more enemies instead of objects that would follow you during the maze, also implement some traps that could destroy the monster for a short period of time and spawn back in. 
Another improvement could be the objective for the game for example instead of just reaching the finish point maybe the player has to go and find an object e.g. a key or scroll to unlock the finish point and go onto the next level of the game. Also to add to the player’s experience add teleporters around the maze so if the maze is expanded it could make it much easier to try and navigate the maze. 
Maybe another feature that could be I implemented into a future version is a power up system which makes you immune from enemies or allows you to destroy them. 
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