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Introduction

This report will contain descriptions of the game designed and developed in Unity for this assignment. 






Design

Brief Description 
The Game is a third person game, where the player has to collect items without while trying to avioid getting hit by obstacles.
Rules of the Game
To the play the game the player must use the arrows keys in order to navigate the player through the game world, in order to get to the end goal.

The challenge of the game is to collect as many mushrooms in the game world, before reaching the end goal, and moving on to the next level. The player will also need to avoid incoming obstacles, the more mushrooms the player collects, the higher the score the player will get.

To progress to the next level the player must cross the bridge in the game world while trying to avoid death, from the incoming npc's (obstacles). When the player achieves the end goal, a menu appears, with a button the player can click to go to the next level of the game. 






Implementation 

List of Script Classes 
AgentAI – This script class is used in order to set waypoints for the in game obstacles that effect the players health, when collided with. 
ColliderScript – This is attached to the obstacles for the player, to detect when a collision occurs. 

CrystalScript – This is attached the finish point and the end of the level, to detect when a collision occurs. 
Environment Objects – This is used in order to dynamically spawn objects within the scene, the serialized field Game Object, can be used to input game object prefabs into the game to spawn them. The Class is also responsible for spawning the object in random position within a certain area within the game. 

HealthScript – This is script is used to detect the players health. 

Mushroom Script – This script is attached to the mushroom prefab to check for a collision with the player. 

UI control – The script control the events with the button clicks on the game menu, so the player can pause game, continue to next level and explore more of the level when prompted by the menu. 



Evaluation 


Evaluation 
The game is not fully complete as designed, the features included such as the player health decreasing and score increasing, while colliding with objects is not included due to time constraints. The player also doesn't progress to the next level when the player clicks the "Continue to next level button".
For future versions of the game, the features mentioned above should be included with the use of more scripts. Another idea for future versions of the game, would be to have a timer for the player to get to the end of the level to give the Game more of a challenge. 

References

All of the scripts for this assignment where completed from the tutorials in Class for the Indie Game Development module from my tutor Dr Kemi Ademoye.














































































 
	
	
	



