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Introduction
To demonstrate understanding and skills in the development of mobile or web games using Unity I was tasked with the creation of a “Maze Game”. This document contains information on how to play the game as well as information on how it was created and errors that occurred and a self-evaluation of the created game.	Comment by Kemi Ademoye: 
Avoid writing in the first person (use of ""I"", ""my"") in academic writing unless you are writing a reflective evaluation.

Reference(s):http://www.quickanddirtytips.com/education/grammar/first-second-and-third-person?page=all, http://www.wikihow.com/Write-in-Third-Person
The design of the game had five main components. The maze had to be randomly generated, the game had to have at least three levels, and the game had to have a head-up-display or status bar interface. The game had to have a goal/objective e.g. get to the end of the maze. The game had to have randomly generated obstacles or opponents.

Design
This game has been designed as a first person shooter survival horror. The objective of the game is to get from the starting point of the maze to the finish point without being hit by the ghost that will follow the player around the maze in attempt to catch them. The finish point is highlighted by a column of light that shines in the air for the player to know which direction they need to get to. The player can navigate the maze by running, sprinting or jumping. Once the player has gotten to the end of the maze they will be teleported to a new generated maze for them to solve. The aim of the game is to see how many mazes the player can solve before getting caught. In order to help with this the player has a gun that shots shoots special bullets to fend of the ghost.	Comment by Kemi Ademoye: There is a problem with your character’s gun, where it gets displayed twice. You need to fix the cameras. Okay seen your comments below in the evaluation section.

Controls
Spacebar - Jump
W/Up key (if number lock is off 8 key on number pad) - Move forward
S/Down key (if number lock is off 2 key on number pad) - Move backwards
A/Left key (if number lock is off 4 key on number pad) - Move left
D/Right (if number lock is off 6 key on number pad) - Move Right
Left Shift (under Caps Lock) - Sprint
Mouse - Change camera direction (look around)
Left mouse click - Shoot
R key – Reload






Implementation 
To create and control the ghost a provided asset and prefab and implemented two self-coded scripts called “ToonGhostScript” and “ToonGhostContact”. The “ToonGhostScript” makes the ghost turn and try and contact the player while the “ToonGhostContact” script is used to determine when the ghost avatar comes into contact with the player and to display the message that the player has made contact with the ghost and if they have end the current game.	Comment by Kemi Ademoye: Code does not do anything beyond displaying a message in the console. It does not contribute to the game play.
[image: ] [image: ]
[image: ]
The finish point of the maze uses the “FinishScript” and is meant to recognise that the player has come into contact with the finish and display a mess saying “Level Finished” and then generate a new maze to the next level this should go continuously unless the player manually ends the game or the ghost catches the player.	Comment by Kemi Ademoye: Although this works, this is not a good way of implementing the next level. You should aim to use good coding standards and practices in your implementation.
Also note that using GameObject.Find can be computationally expensive. A better approach is to call this method once in one of the Start methods and store (cache) the result in variable.


[image: ][image: ]
There is a UI (User Interface) script called “LevelUI” that is responsible for displaying the level the player is on and the ammo amount that the players gun has ready to shoot. Currently the level number is not appearing and the amount is also not appearing.	Comment by Kemi Ademoye: This code is not working and in fact has been commented out.
[image: ]
The Majority of the code for this game can be found in the “MazeGame” script. This script has functions such as the generation of the maze, positioning of the player and finish point. And a function that allows the player to have the mouse courser cursor appear so that they can pause or stop the game.	Comment by Kemi Ademoye: Generally, the code submitted is mostly the original code given in class to start the assignment and very little original/additional work has been added.


Evaluation
When developing the game there were several issues and errors that appeared while most have been fixed there are some that still remain in the current and most updated version. Hopefully these will eventually be fixed and the game updated.
One off of the issues with the games is with the UI and that is level number is not being displayed and the amount of ammo that is in the gun ready to fire is not being displayed. This problem has not been resolved yet.	Comment by Kemi Ademoye: 
Take care with similar sounding words/phrases.

Reference(s):http://www.grammarbook.com/homonyms/confusing-words-letter-b.asp
http://www.oxforddictionaries.com/words/commonly-confused-words
https://copywriterscrucible.wordpress.com/2009/09/01/41-commonly-misused-english-words/
http://www.scholastic.com/parents/blogs/scholastic-parents-raise-reader/top-20-most-commonly-confused-homophones
There is an issue with the cameras as there is a second player just in front of the actual camera view that the player controls. While attaching a bullet to be able to be fired from the gun, the bullets although attached to the gun that is in the camera that is the player, fires from the second cameras gun and when the second camera is removed some function such as the shooting and as well as the jump, guns aiming and sprint are removed. This has not been resolved yet.	Comment by Kemi Ademoye: 
Add commas where the natural break/pause occurs when you read over the sentence.

Reference(s):http://www.thepunctuationguide.com/index.html	Comment by Kemi Ademoye: 
Sentence is too long. Try and break up your sentences into shorter sentences, or use commas, where the natural pause occurs when you read over the sentence.
The gun code is not finished, making the gun fire automatically and reload automatically and the bullets do not collide with the ghost. Due to time constraints on the creation of the game and problem solving the other issues this has not been resolved yet. A collision detection function should allow the bullets to hit the ghost and additional code to prevent it from automatically firing and what happens when the bullets collide with the ghost.
There was an issue with the finish collision where it would not recognise the player had reach reached the finish point. After further testing and problem troubleshooting and placing the script in several different game objects, the solution was to attach the script to the finish prefab.
Another issue that was occurring during the creation of the game was that the maze would spawn the player in the same spot at the game start and the first maze would be the same. This has been somewhat as the player still starts the game in the same corner but the maze is now randomly dynamically generated and once the player reaches the finish point a new maze is created around the play with the player staying where the previous finish point was.	Comment by Kemi Ademoye: Incomplete sentence so it is difficult understanding your point here
While coding the game I made use of various sources to help code the game these sources can be found in the references section.

Reflection
Most games especially casual web or mobile device games are created and released as full versions. However there is a steady growth of Beta versions releases which I feel my game is currently at. For future version of this game I would recommend that the unresolved issues to be resolved. Another recommendation would be to add score boards to record which level the player manged to survive to. Thirdly I would recommend making the enemy be able to move faster the higher the level and possible making more enemies spawn on later levels. A functioning menu would be a recommended improvement to pause the game as well as add a buttons that will take you to the score boards and to quit and restart the game instead of pressing the “Esc” key and to get the mouse cursor back and using that to pause or quit the 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]A basic reference list has been provided. Expand the scope of references consulted to help you improve the quality of your work. (Grade mark: 40.00%)
	[bookmark: totalRIL]5
	[bookmark: markRIL]2

	
	
	

	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 and improvements could also be made to the little code added.  (Grade mark: 45.00%)
	[bookmark: totalKUS]20
	[bookmark: markKUS]9

	
	
	

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

	[bookmark: feedbackANA]A good evaluation of the game, identifying its limitations and some of the challenges faced. The recommendations for future improvements are fair. (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, 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 being transported to the next level. There is no finish condition in the game. Aim to complete the class tutorial exercises to help you improve your understanding and also start your next assignment on time. Please see your report for additional comments. Nonetheless, a satisfactory attempt. Well done. (Grade mark: 45.45%)
	[bookmark: totalPAD]55
	[bookmark: markPAD]25

	
	
	

	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 satisfactory. See your report for additional comments. (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]47.5%

	
	Up to one week late
	[bookmark: fourWeeksLate]
	

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



[bookmark: _GoBack]
Page 7 of 7

image2.png
B 11 > [& ] [Account - Layers - | | Layout
€ Game
Display 1 +|| Free Aspect Masimize On Play | Mute Audio | Stats | Gizmos -

Callision




image3.png
ux Standalone <DX11>

GameObject Component  Mobi

91+ EEAE]CEmaaE [T - o)
1 Level Ammo
3

i ~ NG 1315
A O B W Dy e R





image4.png
< unit a y A e  Stand - o

File Edit

(N o i o e o AR e B Ao i

NG 1315
v o T

A e





image5.png
ux Standalone <DX11>

GameObject Component  Mobi

€ Game
Masimize On Play | Mute Auin |
Level Ammo
~
M
-

i ~ NG 1323
A O B W Dy o R





image6.png
Q unity

P =Y

€ Game
Display 1

!
-
B
A B
i
- ‘\
e -,
¢
i F ENG 1317
LS O 4 B W A oy B





image1.png
Q unity

File Edit

NG 1239
UKX 13/12/2017

A e




