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In this report I will be talking about my game that am creating. I will talk about what it is and how to play it, along with the functions and features. I will talk about my design and the graphical content within my game. I will also talk about my code within my game. And finally, I will talk about testing my game. 
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My game is a platforming game where you are a wizard that needs to collect gems and kill enemies to increase your score. You have 3 lives, and there is a timer. To progress to the next level, you need to touch the flag at the end. This will take you to the second level where you need to fight a boss. Once you get past the boss, you will win the game. 
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· Left arrow key to move left. 
· Right arrow key to move right.
· Up arrow key to jump.
· Space bar to shoot.
· Collect gems in game to increase your score
· Score, lives, and timer is displayed at the top of the screen
· Kill enemies to increase your score
· Enemies can kill you
· Navigate through the platforms to reach the end
· Touch the end flag castle to win
· Screen scrolls as the character moves
· Sound plays when collect gem, shoot fireball, death, enemy death
· Background music
· Intro screen before game starts
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I wanted to get a sound that made it feel good when you shoot a fireball as the player. I decided to get a fireball sound to go with the sprite, so it feels more immersive.
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I wanted a sound that was clear and communicative to the player that they had just killed the enemy. 
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Being a wizard, I wanted a death sound that sounded like a human.
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I wanted a sound that made the player feel good when they collected the gem. A satisfying and rewarding sound. 
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Finally, I wanted a music theme that fit my games sprite art. I also wanted the music to be a very chill but adventurous feeling theme. 
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	Test No.
	Action
	Inputs
	Expected Output
	Actual Output
	Test result
	Comments
	

	1
	Starting game from start screen
	ENTER key
	The game to appear
	The game did appear
	Pass
	After pressing the ENTER key it took to me the game
	

	2
	Shooting fireball
	Space bar
	A fireball to shoot from the player
	A fireball to shoot from the player
	Pass
	After pressing the space bar, a fireball shot from the player
	

	3
	Moving the wizard
	Left and right arrow keys
	The wizard to move left and right 
	The wizard did move left and right
	Pass
	Pressing the right arrow key moves right and left moves left
	

	4
	Wizard jumping
	Up arrow key
	The wizard to jump 
	The wizard can jump but he can jump infinitely
	Fail
	The wizard should only be able to jump once until he reaches ground again
	

	5
	Fireball hitting enemy 
	Space bar
	Fireball to kill the enemy
	The fireball did kill the enemy
	Pass
	Shooting the fireball kills the enemies 
	

	6
	Dying to enemy
	Collide with enemy sprite
	Player dies 
	Player died
	Pass
	After colliding with the enemy, the player dies
	

	7
	Collecting gem
	Collide with gem
	Gem disappears
	Gem disappeared
	Pass
	After the player touched the gem it disappeared
	





	8
	Score updating
	Colliding with gem, killing enemy
	Score goes up +10 for enemy killed and +20 for enemy death
	Score went up +10 for enemy killed and +20 for enemy death
	Pass
	Collecting gem gives +10 score after the player touches it and killing enemy with fireball gives +20
	

	9
	Lives updating
	Dying to enemy
	Lives go down by 1 and when hits 0 the game ends
	Lives went down by 1 and when it hit 0 the game ends
	Pass
	The lives go down by 1 when the player dies, and when he dies 3 times the game ends
	

	10
	Timer counting down
	Time goes down by 1 second 
	The time to start at 45 and go down to 0 and end the game
	The game did end when the timer hit 0
	Pass
	The time starts at 45 and goes down by 1 second until 0 and ends the game
	

	11
	Progress to next level
	Go to a new screen
	Hitting flag castle goes to a level 2 intro screen
	The game goes to the new screen after hitting the flag
	Pass
	A new screen appears after hitting the flag that tells you level 2 is about to begin
	

	12
	Projectiles kill player
	Fireball colliding with player
	The player dies from being hit
	The player does die from being hit 
	Pass
	The player dies when the fireball hits them 
	

	13
	Last flag
	Player collides with flag
	Game goes to screen then ends
	Game went to screen then ends
	Pass
	The player wins 
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function checkForCollisionWithEnemy()

if GecSpriteCollision(fireballSprite, ghostSprite2)

playsound (ghostdeathSound)
scoze = scoreslo

fired = 0

fireballX=-50 :fireballY
DeleteSprite (ghostSprite2)

endif

if GetSpriteCollision(fireballSprite, ghostSprite

PlaySound (ghostdeathSound
scoze = scoreslo

fired = 0

f£ireballX=-50 :fireballY
DeleteSprite (ghostSprite)

endif

endfunction




image16.png
function shootFireball ()
//1f user presses space bar and fireball hasnt been fired then create it
if GetRawKeyState(32) = 1 and fired = 0
//Create firepall sprite and play the sound
fireballsprite = CreateSprite (fireballlmage.

playsound (fireballSound)

//Fire the firepall
fired = 1

//Wnere to place the firsball sprite from the wizard sprite
fireballX = GetSpriteX (wizardSprite) + GetSpriteWidth(wizardSprite) /2-GetSpriteWideh(fireballSprite) / 2
fireballY = GetSprite¥ (wizardSprite) +40

endif
SetsprivePosition (fireballSprite, fireballX, fireball)

endfunction

fanction checkFireball()

if fired = 1

if GecSpriteExists (fireballSprite) = 1
fireballX = fireballX + 10
//If the fireball goes off screen then delete the sprite and reset the fired flag

if firepallX > 3000
Deletesprite (fireballsprite)

fired = 0
else
SetsprivePosition (fireballSprite, fireballX, fireball)
endif
enaif
endif

endfunction
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//Checking for collision with wizard and ghosts
fanction checkForCollisionWizardandEnemy ()

if getspritecollision(wizardsSprite, ghostSprite
//3et death sound and place wizard sprite after he dies
PlaySound (wizarddeathSound)

setSpritePositionsyOffset (wizardsprite, 1700, SO0

//Reduce lives by 1 and if it hits O then the game ends
lives = lives -1

if lives = 0
end
enaie
enaie
if getspritecollision(wizardSprite, ghostSpritez)
//5et aeath sound and place wizard sprite after he dies
PlaySound (wizarddeathSound)

setSpritePositionsyOffset (wizardsprite, 1700, SO0

//Reduce lives by 1 and if it hits O then the game ends
lives = lives -1

if lives = 0
ena
enaif
enaif

endfunction
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function checkForEnemyBulletCollision()

for 1

to ¢

if GecSpriteCollision(110+1, wizardSprite2) = 1

PlaySound (wizarddeathSound)

SetSprivePositionByOffset (wizardSpritez, 3000, SO0

lives = lives - 1

if lives = 0

Delecerllsprites()
Deleceliusic (backgroundiusic

gosub losescreen

endif

endif

next 1

endfunction
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function wizardMovement ()

Jump = GetRawKeyPressed (3%)

if jump > 0 and canjump = 0
setSprivePhysicsVelocity (wizardSprite, getSpritePhysicsVelocityX (wizardSprite),-jump*wizardsprite)
canjump = 1

enaif

if GetSpriteXByOffset (wizardSprite) < 3 or getSpriteXbyOffset(wizardSprite) > 3300
setSpritePhysicsVelocity (wizardSprite, 0, 200)
enaif

if GetSprite¥ByOffset (wizardSprite) < 3 or getSpriteYbyOffset(wizardSprite) > 1025
setSpritePhysicsVelocity (wizardSprite, 0, 200)
enaif

if getSpriteXbyOffset (wizardSprite) > 3 or getSpriteXbyOffset(wizardSprite) < 1024
setSprivePhysicsVelocity (wizardSprite, (GetRawKeyState (39) -GetRawkeyState (37)) ‘wizardSpeed, getSpritePhysicsVelocity¥ (wizardSprite))

enaif

endfunction
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