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Introduction
This report contains the instructions on how to play the game created and uploaded as required by the Assignment Brief including the basic controls, the objective of the game and what challenges the player faces that may stop them from achieving their objectives. In addition, this report also includes a write-up of the implemented classes such as the Timer that are used within the project.
The end of the report contains an evaluation where the uploaded project will be analysed for areas that could be improved upon such as the graphical fidelity, any additional challenges that could be presented to the player and general enhancements to gameplay as well as how the project might be handled better should it be developed again in the future.

Design
The name of the game is “Against the Clock”, with the objective of the game being to complete as many levels as possible before the timer runs down to 0. The player starts with 30 seconds on the first level, which is generated on a 2x2 grid and they gain an additional 20 seconds per level completed. For every level beaten, the next one generated increases its size by 2, E.G Level 1 is 2x2, Level 2 is 4x4, Level 3 is 6x6 and so on. This is to make the game more difficult as the player beats more and more levels.	Comment by Kemi Ademoye: Good idea and well thought out, but unfortunately the implementation does not work.
Your implementation of the countdown timer is not correct. A simple way to do this is to use a Timespan object and current date and time.
Also you are using the wrong finish point. Your implementation of the public needToGenerateMaze is also not a good coding practice. You should avoid making your fields/variables public and instead use a property accessor method. An even better approach is to use events.
As you submitted this report late, more detailed comments can be found on your assignment feedback sheet.
The player starts within the Start Zone and must find The Box in the End Zone. Upon finding The Box and touching it, the level is beaten and the next one is generated with the score counter in the top left incrementing by 1.
The controls are basic, allowing use of either WASD or the arrow keys. If WASD is chosen, then W moves the player in the direction the camera is facing, S moves them in the opposite direction whilst A and D strafe left and right respectively. The player can, to a minor extent, move faster if both W and either A or D are held, which is reminiscent of movement methods such as “Strafe-running” from old style games such as Quake.	Comment by Kemi Ademoye: You probably want to restrict the player character’s rotation on the y-axis.
Once the Timer has run out, a screen should be displayed that states how many levels were beaten in this run of the game. This serves a form of High-Score screen and contains a button that lets the player restart their run from Level 1 if they choose to do so.	Comment by Kemi Ademoye: Which unfortunately does not work.

Implementation
The Timer class was implemented, originally as its own stand-alone script but later adapted into the UI script due to issues that arose with trying to combine the on-screen Text readout for the timer in the top right with the actual counter itself.
The purpose of the Timer is to start counting down from a pre-set number, in this case 30, and to update the counter as it does so without using the Unity Update method to try and improve the performance of the game and increase the frame-rate whilst the game is being played. When a new level is generated, 20 seconds are added onto the counter which then adjusts the number into one that fits within a clock (You can’t display 144 in a standard MM:SS clock, but you can display 2:24).	Comment by Kemi Ademoye: 
Remember to add page numbers to your report.

A Collision class was also implemented for The Box, which is how the game knows when a level has been completed. Once the player’s collision part comes into contact with The Box, the bool for if a new level needs to be generated is toggled and the game engine begins generating the next level.
The Pre-existing classes that controlled the placement of both the Start and End positions were also adjusted from their original implementations. Where-as before the placement of them both was random (Though the player always started in the top-left) they are now placed within the Prefab sections named Start and Finish. This serves two purposes as;
1) The positions are now truly randomized and are done so in a manner that prevents issues such as spawning inside of walls or outside of the map
2) If there is an issue with level generation (Such as not placing the Finish zone or placing it in such a way as to be inaccessible) then it is much easier to derive that such a problem is occurring by looking for the Prefab in the list presented on the left, rather than trying to fly around with a camera manually.

Evaluation
During initial designs of the project, two methods were thought up as to how the start and end positions could be random. Originally, a method of just placing them using a Random Number Generator was considered but issues arose with regards to the expanding level layout and whether or not the Player or Exit was placed partially or completely within a wall. Thus it was decided that a much better solution would be to use the Start and Finish Prefabs.
A relatively minor reason for this change, in addition to those mentioned in the above Implementation section, is that Level generation should be much faster with the chosen method rather than one that relies on random generation thus avoiding any issues where the counter may continue counting whilst the level is being generated.
An audio track was intended to be used as background music, although I never looked into how to implement audio within the Unity engine. This may be done for a later project.
One large error that arose during development was trying to get the collision detection to work with the Box and Player.  Whilst the Box would correctly identify that there had indeed been a collision, updating the Bool proved to be challenging as the initial attempts resulted in an error stating that whatever it was trying to change or access was Null.	Comment by Kemi Ademoye: Please see your assignment feedback sheet for the correct solution.

In retrospect, the developed project has the most barebones of graphics used for the environment and The Box. It could be enhanced by texturing The Box and possibly giving it some form of glow, though not one strong enough to give away its position.
Gameplay wise, later levels could also facilitate the spawning of objects such as low-walls or similar obstacles that the player would be required to jump over. The reasoning as for why these would be used rather than an impassable object is that it would be much easier to implement and ensure that the level is still beatable than if sections of level were closed off.
In addition, some form of enemy could also be present that tries to chase the player around the maze until they reach the exit. If implemented, the game’s name would change to reflect the Greek Myth regarding the Minotaur.	Comment by Kemi Ademoye: No references have been listed. You are expected to consult a range of appropriate reference sources for your assignments. 
Also remember to use an appropriate referencing format for your list of references - the school recommends the IEEE/Numeric referencing format - and remember to include a date accessed for web reference sources.

Reference(s):http://www.ieee.org/documents/ieeecitationref.pdf
Joshua Burge P144833     MComp Computer Games Development     Indie Game Development 18/12/2017


	
                 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 1)
	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 a basic understanding of implementing a game from a dynamically generated game world. The main area for improvement is your understanding of events and how they can be used to link object interactions, triggers and events together. For example, when using the GetComponent method, if the script the GetComponent method is being used in is not attached to the game object with the component script you are trying to retrieve, you have to find that game object first using one of the Find methods - preferably FindWithTag. This is why assigning the temp variable in the Exit script resulted in a null reference error. The Inevitable Failure script was attached to the EngineSettings game object, so you need to find this game object first - i.e. FindWithTag("Engine").GetComponent<InevitableFailure>(). The use of public variables/fields in classes is not a good coding practice and instead you should consider exposing your fields/variables using property accessor methods. (Grade mark: 47.50%)
	[bookmark: totalKUS]20
	[bookmark: markKUS]9.5

	
	
	

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

	[bookmark: feedbackANA]Good discussion of the challenges faced, but the evaluation of the game is weak. The recommendations for future improvements are relevant and practical. (Grade mark: 60.00%)
	[bookmark: totalANA]15
	[bookmark: markANA]9

	
	
	

	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 with a well-thought-out idea and I liked the idea of increasing the size of the maze as the player moved up a level, but there is generally room for improvement as the implementation does not really work. The main area for improvement is getting the basic mechanics right. As already mentioned, although you attempted to implement the new maze level functionality, not correctly referencing the correct game object prevented this from working. At the moment, the player character appears to be aimlessly wandering around the maze with no real, specific goal. The Cube is the correct exit/finish point. The maze engine provides you with inbuilt finish point functionality, which you could have used to fix this. Some attempt has also been made to implement a clock timer, which is a good idea. The correct way to implement this is using a combination of a Timespan (e.g. called elapsedTime) and a DateTime (e.g. called startTime) object. Set the elapsedTime  to timespan zero and startTime to the current date and time (DateTime.Now) in the start method. In the update method, update elapsedTime to current date and time minus the startTime. Generally, I know you are capable of much more and I would like to see this in your next assignment. Overall, a good attempt. (Grade mark: 49.09%)
	[bookmark: totalPAD]55
	[bookmark: markPAD]27

	
	
	

	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 average standard. While the write-up is of a good standard, some sections are a bit sparse and you should also consider using the formatting features of your word processor software to improve the presentation of your reports. See additional comments in your report. (Grade mark: 50.00%)
	[bookmark: totalSPP]5
	[bookmark: markSPP]2.5

	
	
	



	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]48%

	
	Up to one week late
	[bookmark: fourWeeksLate]
	

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