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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 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. 
[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.
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Screenshot showing the exit collision working effectively, the exit script hasn’t been fully implemented to allow transfer to next level.
Evaluation
There 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 animated, they are also are a working collectible that destroy itself as a clone and not as a prefab.
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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