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For this assignment I had to design and implement a game of my choice. I decided to make a 2D game with enemy AI that will chase the player while they are going through different areas collecting all the items. To design the game, I will be using AGK to design the game and program it. 
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The goal of the game is for the player to collect all the items in different areas of the game while avoiding the enemy and moving around each area trying to move around the obstacles. The player will be able to move to different areas of the game by moving to the left, right and bottom of the screen which will generate different areas with different obstacles and items. If the enemy catches the player, the game will end, the current score for the player will always be displayed in the top right. If the player collects enough items and scores enough the game will end and congratulate the player.

There will be powerups in the game which if the player collects will do different things. One powerup will speed the player up when the player collects it and allow them to move faster around the map. Another powerup which the player can collect will make the enemy slower which will help give the player some more breathing room when collecting items.
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Start-up/Instruction Screen:


Area 1:




Area 2:


Area 3:



Area 4:


Game Over Screen:



Congratulasions screen:
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	Test Num
	What is the test
	Test Data
	Expected outcome
	Actual outcome

	1
	Test to see if the enemy touches the player it displays the Game over screen

	Enemy touching the player
	Game Over
	Game Over

	2
	Test to see if the Player can collect the Crystals in the areas
	Player touching the crystals
	Crystal De-spawns
	Crystal De-spawns

	3
	Test to see if when the player collects all the Crystals in the area, they score a point
	Player collecting all Crystals in the area
	Score + 1
	Score + 1

	4
	Test to see if when the player moves to the left side of the screen, they move to area 2
	Player touching the left side of the screen
	Area 2 Generates
	Area 2 Generates

	5
	Test to see if when the player moves to the bottom of the screen, they move to area 3
	Player touching the bottom of the screen
	Area 3 Generates
	Area 3 Generates

	6
	Test to see if when the player moves to the right side of the screen, they move to area 4
	Player touching the right side of the screen
	Area 4 Generates
	Area 4 Generates

	7
	Test to see if the player collides with the barriers which will be placed on the screen
	Player touching the barriers and not being able to pass through them
	Player stops when trying to pass through the barrier
	Player stops when trying to pass through the barrier

	8
	Test to see if the sound of the player collecting Crystals plays when they collect crystals
	Player touching a crystal
	Sound effect plays when the player collects the crystal
	Failed: Sound effect played and stopped the background music for the game

	9 RETEST Num 8
	Test to see if the sound of the player collecting Crystals plays when they collect crystals
	Player touching a crystal
	Sound effect plays when the player collects the crystal
	Sound effect plays when the player collects the crystal

	10
	Test to see if once the player reaches a score of 5 the Congratulations screen is displayed
	Score = 5
	Congratulations screen is displayed
	Congratulations screen is displayed

	11
	Test to see if when the player collects the red power up the enemy slows down
	Player collects red crystal
	Player speed increases
	Player speed increases

	12
	Test to see if when the player collects the blue power up the enemy slows down
	Player collects blue crystal
	Enemy speed decreases
	Enemy speed decreases

	13
	Test to see if once the blue power up has been collected that it dosent spawn in again
	Player collects blue powerup and reloads area
	Blue Crystal should not spawn again
	Blue Crystal does not spawn again

	14
	Test to see if once the red power up has been collected that it dosent spawn in again
	Player collects red powerup and reloads area
	Red Crystal should not spawn again
	Red Crystal does not spawn again

	15
	Test to see when entering Area 4 and generating a new barrier
	Player generates Area 4
	Generates area and barriers
	Error and crashes


	16 RETEST 15
	Test to see when entering Area 4 and generating a new barrier
	Player generates Area 4
	Generates area and barriers
	Generates area and barriers

	17
	Test to see if after the player collecting all the crystals that they respawn but not powerups
	Player collects all crystals in area
	New Crystals generate in the area
	New Crystals generate in the area

	18
	Test to see if the amount of crystals that spawn increases depending on the score of the player
	Player collects all the crystals in the area
	New Crystals generate in the area, more than the last amount
	New Crystals generate in the area, more than the last amount

	19
	Test to see when the player collects a powerup they move faster but not through barriers
	Player collects power and moves into wall
	Stops with collision on barrier
	De-spawns the barrier

	20 RETEST 19
	Test to see when the player collects a powerup they move faster but not through barriers
	Player collects power and moves into wall
	Stops with collision on barrier
	Stops with collision on barrier

	
	
	
	
	




Retest Num 8:

To fix the problem I had with Test Number 8 I had set the sound effect from “PlayMusic(“SoundEffectName”)” to  “PlaySound(“SoundEffectName”)”


This is what it was set to which was causing the issue with the sound overwriting the background music and stopping it.



This is what I changed it to so it will play the sound of the pickup effect and will not cutout the background music of the game







Retest Num 15:



This is the error that occured when entering the area which is caused as its trying to create a collision for the barriers which don’t exist

This is what the code looked like which was causing the error:



This is the code which was causing the issue as it was trying to create a collision for a barrier which dosent exist yet. To fix this I put a check in to make sure that it checks to see if the sprite exists. If it then exists it will create the collision

The fixed code looks like this:



This does a check to see if the sprite exists before making the collision and if it dosent it then dosent make the collision and the game continues like normal.

Rest Num 19:



This is what the code looks like for when the player collects the powerup but for some reason it was allowing the player to collect and de-spawn the barrier too.

To fix this I put a If statement at the start so once the player has collected the powerup, they will not be able to de-spawn the barrier.
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Self Evaluatiom

During the development and planning of this game I feel like it went pretty well with some minor issues and bugs that came up during the development of the game. The thing that caused me the most problems was the powerups in the game as I wanted them to be in the area and only spawn once so the player could not keep collecting them and break the game. Another issue I had with developing the game was with creating collisions with barriers that where not spawned in, or on the screen at the start. I was able to fix this issue with adding checks to see if it was on the screen and if it was not then do not create the collision.

Overall, I think the development and the planning of the game went really went with minor issues that occurred during development but was managed to get fixed with no problems.
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If I was to design and make a second version of this game, I have a few things I would improve or change to make it a bit smoother and more challenging. One thing I would change is that the powerups work from a timer so when the player picks them up, instead of them getting a permanent powerup it wears off after a couple of seconds. This will help make the game more challenging and fun as they will have to chose when they want to collect the powerup. By doing this it will allow me to spawn more then only one powerup in the game as the powerups wont stack and make the game too easy. 

Another thing I would change is make the powerups and the crystals do not spawn inside of barriers as this make it really difficult for players to collect them. Players can still collect them, but they will need to regenerate the area for the crystals to respawn in a new spot.

One more thing that I would change is that when the player enters and leaves a new area that they are moved to the opposite side of the screen so the game dosent spam spawn the crystals and makes the game look nicer and easier to navigate. In the current game when the player touches the sides the game continuously spawns crystals until the player moves back off the sides as it thinks the player is still entering the new area.
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