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Abstract:
[bookmark: _GoBack]Is this short write up I will be going through the basics of the game and how it was made. You will also be able to see screenshots of the game in progress. I will also be saying what challenged me and what I would like to add or change if I could do this again.
Design Section:
In my game, you start off in a randomly generated part of the maze that changes every time. The objective of the game is to collect the hidden sphere and that will then generate the next maze around you. It will do this 3 times then it will end the game.
The rules are simple, without cheating, find the sphere, and walk on it to progress to the next level and then the end.
The main script, generates the maze dynamically, it adds a finish segment to the game, and it positions the player randomly, hides the mouse and brings it back when escape is pressed. It also plots a place for a sphere to be randomly spawned and then spawns it.
The other script is the collision detection where it will trigger when the player walks over it.

Maze 1:					Maze 2:			This shows that the random works.
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[image: ][image: ]This shows that the map changes when you get the ball but as you can see the ball stays.
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This shows the ball de spawning but the map not changing.
Evaluation.
One of the challenges I faced were to detect that the player is on the sphere so that it would then de spawn and then generate the new maze. In the end I resolved this by creating a separate script that would handle the collision by a by name bases, if the FPSController stood on it then it would execute. The issue I had then with that was that I could get the ball to trigger and de spawn but not generate the new map, or I could keep the ball there and generate a new random map with a new random ball.
The final result is a standard find the object to get out the maze game, all the features work just not together yet. The maze is easy to navigate and see clearly. You know when the ball is in front of you as it is big enough to see. The controls are easy to us also, you can walk, run and jump if needs be.
For games that are never “truly finished” there are always things that you can add, things that you can change or fin, new ideas to be worked on and implemented, the ideas are endless. Even with a simple maze game you can make it a thousand different ways with a thousand different things going one. For me and my game I would like a HUD and something that attacks you, whether that is a static object or something that comes towards you and hunts you down. I would also like more visuals, maybe a beacon showing you where the balls are by looking to the stars.

References: 
The only reference I have is the unity help page itself, it helped my understand how to use and implement a few functions that I have used.
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