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The software required is a game, the currently proposed game is 2D, it will have a space theme to accompany the main enemy of the game, which is asteroids, these asteroids (enemy’s) will come in 3 varying levels, becoming increasingly more challenging for the player. Asteroids at the highest level for example level 3, will take a numerous amount of hits from the players projectile. Once a certain amount of hits is reached, the asteroid will then break into multiple level 2 Asteroids which then break into many level 1 Asteroids.

The player will be able to fire at almost any angle by changing the rotation of the character, using 2 keys, the player should be able to take ‘damage’, which will visually remove lives on the players screen, this will be an icon of sorts. The player also needs to be able to jump to the opposite side of the screen if they have reached the edge of the screen. 

Powerups will be added to help the player, these powerups can come randomly but must have a high rarity to keep the game balanced and fair, powerups should also be obtainable through killing a boss or reaching key points in the game. Power ups will include a range of features such as a more rapid-fire rate from the player or multiple bullets. 
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· A way to keep track of the player health
· A high score
· Player movement (left, right, up, down)
· Player rotation(left & right rotation
· Player firing (be able to shoot)
· Collision detection between player and enemies
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Player movement
Check if player pressed A
If its pressed move the player -5 away from their original x position
If player has gone off screen
Move the player to the opposite side of the screen

Check if player pressed D
If its pressed move the player +5 away from their original x position
If player has gone off screen
Move the player to the opposite side of the screen

Check if player pressed W
If its pressed move the player -5 away from their original y position
If player has gone off screen
Move the player to the opposite side of the screen

Check if player pressed S
If its pressed move the player +5 away from their original y position
If player has gone off screen
Move the player to the opposite side of the screen

Return to main game loop

Fire Bullet
If player pressed space
Change value of fired to 1
Crate the bullet sprite
Change the sprite position to the same as player but slightly above
Continue to move the sprite in the direction the player pressed space

Return to main game loop
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Heart in the game to help the player visually see how many more hits they can withstand
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Player in game
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	Test No.
	What is being tested
	Input variables
	Expected
Result
	Actual 
Result
	Evidence (screen shots)

	1
	Sprite 12, 13 & 14
	N/A
	Display 3 heart sprites 
	Displayed 3 heart in the lkop right side of the screen 
	[image: ]

	2
	Sprite 12
	Sprite 3 hitting sprite 4
	Remove sprite 12
	Removed sprite 12
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	3
	Bullet fires
	Space bar clicked
	Crates a sprite a move it
	Created a sprite and continued movement
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	4
	Highscore
	Asteroid hitting player give 
	When player bullet his asteroid  give +13 score
	+ 13 added to the score
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	5
	Asteroid 
	N/A
	Asteroid spawns in game
	Asteroid spawned
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	6
	Asteroid AI
	N/A
	Asteroid follows player
	Followed player
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