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[bookmark: _Toc513039758]Introduction
For this assignment the produced game is a three-level dungeon crawler. This report will provide the reader with a brief description of the game, such as how to play and the set rules of the game as well as the goal of the game. Further into the report an implementation section will cover what scripts are used and screenshots of the completed game. Finally, the last section is the evaluation section, where any errors or challenges encountered will be shown and the final game will be evaluated.
[bookmark: _Toc513039759]Design
The game created is essentially a dungeon crawler type game. The player, an adventurer who recently died, and by some mysterious circumstances was revived as a skeleton must travel through the dungeon. Inside the dungeon there are many other skeletons who don’t do not see you as one of them and will attempt to stop and defeat you. The game consists of three levels currently, the first level contains three rooms of enemies, while the second level contains five rooms and several enemies in the corridors, and the final level contains one boss enemy which is a larger skeleton. In this game the player isn’t is not required to kill any skeletons except the boss to complete the game, however if the player doesn’t does not defeat any skeletons then the end result will be them that they only have one point.	Comment by Kemi Ademoye: 
Avoid using contractions (shortened form of a word combination using the apostrophe (') e.g. don't, isn't)!

Reference(s):http://grammar.about.com/od/words/a/EnglishContractions.htm	Comment by Kemi Ademoye: Generally, well thought out, bit the last sentence confused me a little bit. Why are you ending the game as soon as the player attacks an enemy once (in PlayerWeapon, you load the EndGame screen)?
· How to play
· The user will use the ‘w’, ‘a’, ‘s’, and ‘d’ keys to move around in the maze.
· The camera will rotate around the player character based on mouse movement.
· To attack the enemies, the user must press the left mouse button.
· Pressing ‘q’ will pause the game.
· The gameplay
· The game consists of the playing travel through the dungeon defeating skeletons and as the skeletons are defeated the points obtained will increase.
· The goal
· The goal of each level is to find the entrance, which takes you deeper into the dungeon, while obtaining as many points along the way as possible. On the final level the game will end once the boss has been defeated. Once the boss has been defeated, the user will be given the choice of playing the game again but with their points carrying over or quitting the game.









[bookmark: _Toc513039760]Implementation
This section will go through the many different script classes created.
[bookmark: _Toc513039761]Scripts Created
CameraMouseControl
· The ‘CameraMouseControl’ script handles all camera movement. This script allows the camera to rotate around the player character in game by moving the mouse. This script also handles hiding and locking the mouse when playing[1].
Damage	Comment by Kemi Ademoye: You could have added this to the base Character class, especially as the Character class is the one that uses this property.
· The Damage script simply holds the damage that the player and each enemy will deal when attacking.
DeathTypes
· The ‘DeathTypes’ script determines which death animation to play.
EnemyWeapon	Comment by Kemi Ademoye: Good, but consider using the event system. For example, add a HitTarget event in the weapon script and respond to it in the Player class.
· The ‘EnemyWeapon’ script handles the collision of the enemy weapons. This script will check if the object colliding with the enemy’s weapon is the player and if it is, will decrease the player’s the health by one. The last task of this script is to check if the player has a died and is so will call the player’s ‘die’ function and change scenes to the ‘GameOver’ scene.
NewGame	Comment by Kemi Ademoye: Remember to remove any code/comments that may be considered offensive from your work that you may have been using to humour yourself during implementation before submitting your work, e.g. your Debug.Log statements in your NewGame script class. This is very important point to note for when you go out to work in industry.
· The ‘NewGame’ script is attached to two buttons in the ‘EndGameScene’ and one button in the ‘GameOver’ scene. The script for the first button, in the ‘game’ function will load the first level of the game again. The script for the second button, in the ‘finish’ function will quit the application (this won’t work until the game has been built).
NextLevel	Comment by Kemi Ademoye: Your level scripts (NextLevel, ToBossLevel, etc.) are essentially the same code. The only thing that is different is the name of the level they load. You do not need separate classes for this. Refactor your code into one reusable class and use a property to change which level to load.
· The ‘NextLevel’ script will check if the player has collided with the exit of the first level, which lead to the next level. If the script determines that the player has collided with the exit, the script will load level two.
Pause
· The ‘Pause’ script handles the pausing of the game. This script will check is ‘Pauses’ has become active, this will become active when the users presses ‘q’.
PlayerWeapon	Comment by Kemi Ademoye: Again, this code is the same as the EnemyWeapon script class and needs to be refactored into one reusable class. The same comments about using the event system also apply, except this time it is the Enemy that will be listening to respond to the HitTarget.
· The ‘PlayerWeapon’ script will check to see if the player’s weapon has collided with an enemy character. If the weapon has collided with an enemy, then the script will subtract one from that enemy’s health, check if the enemy has died and check if that enemy was the boss enemy. If the enemy was the boss enemy, then it will load the ‘EndGameScreen’ scene.
SaveData	Comment by Kemi Ademoye: Again, contains offensive Debug.Log statements that you should have removed.

This script’s functionality shows some basic attempt to use player preferences to persist state between play sessions.
· The ‘SaveData’ script handles the saving and loading. This script is attached to two buttons on the pause menu. When the user presses the save button, the ‘SavDat’ function will run, saving the player character’s current position. When the user presses the load button, the ‘LoaDat’ function will run, loading the player character’s saved position.
ToBossLevel	Comment by Kemi Ademoye: Please see my earlier comments for the NextLevel script.
· The ‘ToBossLevel’ script will check if the player character has collided with exit of the second level in the dungeon, and if the player has collided will load the third level, the boss level.	Comment by Kemi Ademoye: Also note you had an error in your code where you created an Animator field in the parent Character class as well as the child Player class. In object oriented programming inheritance, the child classes inherit the properties and fields from their parents, meaning you only need to define it once in the parent.

[bookmark: _Toc513039762]Screenshots of the Completed Game
(Figure 1) is a map of the first level of the dungeon game.
[image: ]
[bookmark: _Toc513039874]Figure 1 - Level 1 Map










(Figure 2) is a map of the second level of the dungeon game.
[image: ]
[bookmark: _Toc513039875]Figure 2 – Level 2 Map
(Figure 3) is a map of the boss level of the dungeon game.
[image: ]
[bookmark: _Toc513039876]Figure 3 - Boss Level Map





(Figure 4) demonstrates the starting of the game on level one and the User Interface in the game.	Comment by Kemi Ademoye: Is the camera perhaps a bit too far behind the player?
[image: ]
[bookmark: _Toc513039877]Figure 4 - Start Game and UI
(Figure 5) shows the player character attacking.
[image: ]
[bookmark: _Toc513039878]Figure 5 - Player Attacking Animations








(Figure 6) shows the enemy attacking the player.
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[bookmark: _Toc513039879]Figure 6 - Enemy Attacking the Player
(Figure 7) shows the door way that the player character must reach in order to progress to the next level.
[image: ]
[bookmark: _Toc513039880]Figure 7 - Exit for each level




(Figure 8) shows the start area for the boss level.
[image: ]
[bookmark: _Toc513039881]Figure 8 - Start of the Boss Level
(Figure 9) shows the boss enemy, which is much bigger than the player character, next to the player character.
[image: ]
[bookmark: _Toc513039882]Figure 9 - Boss Enemy Next to Player Character



(Figure 1) shows the pause menu for the game, which has a save button, load button and a quit button.
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[bookmark: _Toc513039883]Figure 10 - Pause Menu
(Figure 11) shows the screen which the player will see when they have beaten the boss.
[image: ]
[bookmark: _Toc513039884]Figure 11 - End Game Screen





(Figure 12) demonstrates the game over screen the player will see when their character dies.
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[bookmark: _Toc513039885]Figure 12 - Game over Screen



















[bookmark: _Toc513039763]Evaluation

[bookmark: _Toc513039764]Errors
· Enemy instant kill
· Currently the enemies will kill the player in one hit some times. This issue is caused by the collider on the weapons, as long as the player is in contact with the weapon they will continuously lose health.
· Player can kill without animation
· The player is able to damage the enemy by simply turning so that the player’s sword is colliding with the enemy and the enemy will continuously lose health until they die.
· Enemy attack animations don’t do not repeat
· When the enemy gets close enough to the player to attack, it will play the attack animation, but it won’t will not do it again until the player moves away from it.
· Enemies travel backwards
· Several of the enemies would travel backwards and chase the player character with their back facing the player. This error was resolved as it was a simple mistake of rotating the enemy skeletons instead of the enemy object.
[bookmark: _Toc513039765]Gameplay
At times the game doesn’t provide the difficulty I was hoping for as the enemies don’t always attack correctly, while at other times the game is too difficult as the enemies can defeat the player character in essentially one hit. There are not obvious game breaking errors that interfere with the user playing so the game can always be completed.
[bookmark: _Toc513039766]Future Versions
There’s a multitude of way in which the game can be improved upon. In future developments the weapon hit boxes could be altered so they don’t appear until the attack animation has been triggered and disappear after the attack animation. This will stop the player from killing the enemies by just running into them.
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                 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]Expand the scope of references consulted.  (Grade mark: 10.00%)
	[bookmark: totalRIL]5
	[bookmark: markRIL]0.5

	
	
	

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

	[bookmark: feedbackKUS]Demonstrates good knowledge of the concepts and principles used to build a game. Good use of property accessor methods, but aim to also use the event system for interaction between game objects. Refactor repeated code into reusable methods or classes. Also note that inheritance in object oriented programming means that the child classes get to inherit the properties, methods, etc. from their parents - see the comment about your Character and Player classes in your report. (Grade mark: 60.00%)
	[bookmark: totalKUS]20
	[bookmark: markKUS]12

	
	
	

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

	[bookmark: feedbackANA]A good description of the current limitations of the game and evaluation the game play has been provided, but you could expand on the recommendations for future versions. (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 very good attempt at a game that has been well thought out. I think ending the game (or showing the end game screen) as soon as the player manages to attack an enemy, even though they do get to carry their points over if they choose to continue, needs to be rethought. Please see the additional comments in your report about the Debug.Log statements that some people might find offensive that you left in your submitted work (New Game and Save Data scripts). (Grade mark: 70.00%)
	[bookmark: totalPAD]55
	[bookmark: markPAD]38.5

	
	
	

	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. See your report for suggested improvements. (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]63%

	
	Up to one week late
	[bookmark: fourWeeksLate]
	

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