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Introduction

This report discusses the development of the Maze Game for the assignment for Indie Games Development.
The first two topic topics consists of the design of the game and how it is implemented. The game itself is unfortunately incomplete due to a lack of understanding of the coding structures and functions.
The final topic is a self evaluation of the game and what could have been improved and the added to the game to ensure completion.

Design
 The design of the game was to have a series of collectibles and a minimap which was reveals itself as the player progresses. The conditions for the exit would be full collection of the collectibles. Player would have to traverse through the maze and find the collectibles and then the exit. The collectibles were a crude square shape, red in colour and rotating on the y-axis.
The controls for the game are the same as the template:
· Mouse to look
· The directional keys to move forward, left, right and back
The player would have to exit via a blue light and the maze be regenerated and the game would have 3 levels.







Implementation
The game consisted of three scripts. The main script was templated for the assignment. The other two scripts were Jewels.cs and QFinish.cs. These class scripts containing collider functions which allowed the game the collectibles to be collected. Unfortunately the Qfinish class script was not completed because of lack of experience and knowledge.
The jewels were dynamically generated and randomly positioned despite this they would generate sometimes behind walls. 	Comment by Kemi Ademoye: Your maze size is a 10x10 maze, but you are generating your jewels in a range of 0 to 25. This is going to cause a number of problems.
The maze engine provided you with a prebuilt obstacle position function, which you could configure from the Inspector window. Did you consider using this? You implement it the same way the start position list is implemented, but now using the get obstacles position list method.
[image: ]
Screenshot of jewel prefab in game. 
[image: ]
Screenshot of console log showing collision detection effectively working the prefab would also be destroyed from game.	Comment by Kemi Ademoye: But this only displays a console message and destroys the game object. It does not add anything to the overall game functionality or experience.

[image: ]
Screenshot showing the exit collision working effectively, the exit script hasn’t been fully implemented to allow transfer to next level.	Comment by Kemi Ademoye: Same comment as before – it only displays a console message.
Evaluation
There were many problems and errors upon creating this game, the most problematic was the random position of the player this was a large struggle as knowledge of the code structure and classes was minimal. This was fixed upon using the premade code in the template to generate a random number of the start piece prefab at random positions within the maze and selecting one randomly and placing the player in one.  Amongst the several problems the other main problem was the implementation of the exit code due lack of knowledge this was not completed, and the player will never transport to the next level. With this considered the game has not been completed as it has been a difficult task to finish and with a time constraint this has disallowed full implementation of completed a game. Whilst this game is incomplete there are some noticeable features, the jewel prefab is dynamically generated and it is animated, they are also are a working collectible that destroy itself as a clone and not as a prefab.	Comment by Kemi Ademoye: You need to implement events as was done in Lecture 4.
Finish Script
In your finish script, you declare a public Unity event.
When the OnTriggerEnter event occurs (where you display your debug messages), you invoke the method called.
Maze Script
Create a public function/method to listen for the event created in the Finish script.
Respond to the event in the method created by simply setting need to generate maze to true. The maze will then be generated on the next update.
This game could have done with of lot of improvement and completion would have been a matter of time, knowledge and coding experience. Contrary to this it is still an honest effort to make a functional game.
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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 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]An extensive list of references has been presented, but note that these have not really been cross-referenced in the write-up or implementation or show evidence of helping you in producing a working game. (Grade mark: 60.00%)
	[bookmark: totalRIL]5
	[bookmark: markRIL]3

	
	
	

	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. There is very little contribution to the original code given in the class to start the assignment. The main areas for improvement are getting the basics right and understanding game object interactions, improving your understanding of events and how they can be used to link object interactions, triggers and events. (Grade mark: 40.00%)
	[bookmark: totalKUS]20
	[bookmark: markKUS]8

	
	
	

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

	[bookmark: feedbackANA]The discussion of the challenges faced is fair and does attempt to outline some of the current limitations of the implemented game. The evaluation is basic. (Grade mark: 46.67%)
	[bookmark: totalANA]15
	[bookmark: markANA]7

	
	
	

	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, but there is generally room for improvement. The main area for improvement is getting the basic mechanics right and adding goals and completion/termination conditions to the game. At the moment, the player character appears to be aimlessly wandering around the maze with no real, specific goal beyond walking into jewels and displaying console messages. There is no level progression or finish condition implemented in the game. Aim to complete the class tutorial exercises to help you improve your understanding and also start your next assignment on time. See your report for additional comments. Nonetheless, a satisfactory attempt. (Grade mark: 43.64%)
	[bookmark: totalPAD]55
	[bookmark: markPAD]24

	
	
	

	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, with some sections being a bit sparse. (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]44.5%

	
	Up to one week late
	[bookmark: fourWeeksLate]
	

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



[bookmark: _GoBack]
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