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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
This game is modelled after many “infinite runner” games, providing the player with a never-ending string of platforming to complete. As the player progresses further and further into their run, the number of points they have increases.	Comment by Kemi Ademoye: You were told many times in class not to submit the class tutorial exercise(s) as your assignment. I will, however, accept it on this occasion as you have made some minor modifications to it.
The player’s health is displayed in the top left corner, while the current score is displayed in the top right.
Touching too many ghosts will drain the player’s health and falling down a pit at the bottom of the screen will instantly kill the player.
The controls are as follows:
A – Move left
D – Move right
SPACE – Jump
M – Pause Game
This game is intended to test a player’s platforming skills, encouraging them to engage in large stretches of repetitive platforming. Various obstacles and bonuses pass by the player, tempting them to make a jump at the wrong time in exchange for some points or to avoid losing health.
The game constantly tracks the player’s position, checking if they are progressing forward. If they are, then points are awarded for doing so. Touching the fish floating by will award additional points. The game is over once the player’s health has been reduced to zero. This happens either by colliding with the ghosts that appear, encouraging appropriate risk taking to complete some jumps or to earn some extra points from a fish.
At the end of a run the score is displayed, and the game can be quickly restarted, allowing for an easy experience when trying to beat one’s own high score.	Comment by Kemi Ademoye: Okay, I am not sure about the points for just moving along though . 
3.0 Implementation
3.1 Scripts	Comment by Kemi Ademoye: As already mentioned, a number of these scripts were part of the class tutorial exercise.
The following scripts were created to implement the desired solution. Scripts included here were completed or modified for the purpose of this project; any scripts used that are not listed here have come from elsewhere, such as Unity’s standard assets.
BlockGenerator - This script, attached to player character, handles the generation of each chunk of the level, using prefab assets. It also handles generation of additional ghosts and the fish found within the game. 
CameraFollow – In order for the camera to properly follow the player character, this script was created. 
CustomUnityEvent – Extends the Unity Event handlers.
Enemy – This script is attached to any entity that can cause damage to the player. Handles collision and if conditions are met, triggers an event to cause the player’s health to change.
EnvironmentObject – Script containing information of an environment object, used by BlockGenerator to spawn environment objects.
Fsh – Handles the bonus fish objects. Detects collisions with the player and triggers an event to update the score. Also handles movement of the fish.
Health – Handles the player’s health, triggers events for the health changing and health expiring.
killPlaneController – Script handling the collider at a set distance below the play area. Moves along with the player and will collide with them if they fall through a pit in the stage.
penguinController – Named as such after the penguin originally planned to be used, before discovering the current player sprite in the Unity standard assets. Handles the actual value changes that occur to the health of the player. Handles updates to score additions gained through making distance through the game.
UIControl – Handles updates to the HUD and the menus. Watches for a press of the M key and tracks menu status.
3.2 Screenshots
[image: ]
Fig.1: The game at it’sits start. A wall blocking the player from progressing left is present.	Comment by Kemi Ademoye: 
Take care with similar sounding words/phrases.

The correct word/phrase is "its"  (belonging to/relating to) and not "it's" (contraction for it is or it has).

Reference(s):http://www.grammarbook.com/homonyms/confusing-words-letter-b.asp
http://www.oxforddictionaries.com/words/commonly-confused-words
https://copywriterscrucible.wordpress.com/2009/09/01/41-commonly-misused-english-words/
http://www.scholastic.com/parents/blogs/scholastic-parents-raise-reader/top-20-most-commonly-confused-homophones
[image: ]
Fig.2: The player, after having progressed some distance. Note the updated score in the top right.
[image: ]
Fig.3: A bonus fish, which can be collected for 100 points.
[image: ]
Fig.4: A pit that can instantly kill the player.
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Fig. 5: One of the randomly generated ghosts that can appear.
[image: ]
Fig.6: The player, after having touched the ghost. Note the health in the top right.
[image: ]
Fig.7: The pause menu.
[image: ]
Fig.8: The menu after death, displaying the score.

4.0 Evaluation
This game is aptly suited for a mobile release, being quick to play and providing replay value with it’s its randomness and scoring system. Adding the ability to save high scores or access a leaderboard would enhance this.
While only a small selection of possible platforming sections were created, adding different platforming challenges would increase the interest of this game. Things such as pools of water, spring boards, ice physics and moving platforms would be suitable.
The UI is simple, however, some care should be taken with the element position in future iterations, as the health bar is placed as far into the corner as it will go, creating the possibility of some screens cutting it off. The menus are simple to navigate, however a unique identity could be created for the game with some more UI graphic designs.
While only two obstacles appear in this iteration, there is scope for others to be easily added, providing new challenges for the player to face.  


	
                 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]Unfortunately, there is no evidence of the use of appropriate reference sources. The submitted work does not include a reference list or bibliography.  (Grade mark: 0.00%)
	[bookmark: totalRIL]5
	[bookmark: markRIL]0

	
	
	

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

	[bookmark: feedbackKUS]Demonstrates satisfactory knowledge of the concepts and principles to build a game. The main problem with this assignment submission is that it is a submission of the class tutorial exercise which you were warned not to submit with some minor modifications. (Grade mark: 45.00%)
	[bookmark: totalKUS]20
	[bookmark: markKUS]9

	
	
	

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

	[bookmark: feedbackANA]A fair evaluation with some relevant recommendations has been provided. (Grade mark: 40.00%)
	[bookmark: totalANA]15
	[bookmark: markANA]6

	
	
	

	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 fair attempt featuring a simple game, but as already mentioned the assignment is a submission of the class tutorial exercise. As such, it does not really demonstrate your knowledge and understanding and additional implementation effort is minimal. (Grade mark: 43.64%)
	[bookmark: totalPAD]55
	[bookmark: markPAD]24

	
	
	

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

	[bookmark: feedbackSPP]The report is of a good standard, but needs more detail in some sections. (Grade mark: 60.00%)
	[bookmark: totalSPP]5
	[bookmark: markSPP]3

	
	
	



	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]42%

	
	Up to one week late
	[bookmark: fourWeeksLate][bookmark: _GoBack]
	

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