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				                         Conclusion


		Creating “Save The World” has definitely been a process, if I can say one thing that I’ve learned is that making a game from scratch by yourself is no easy task. Originally, I wanted “Save The World to be an infinite runner game where the player continues to rack up points until they collided with an enemy. Based off the fact that I’ve already been apart of the process of creating an infinite runner I decided to challenge myself and do something new. Which Is why I decided that “Save The World” would be a platformer game built by unity gaming engine for pc players.
	Once I began to create this game my first thought was how could I relate this to the real world, being that we are in the middle of a global pandemic I thought it would be cool to incorporate a mutation effect within Covid. The players Objective is to eliminate all muted humans which will essentially cure them from this disease. However, I was unable to add the population feature to prompt players of how many enemies are left. There is still a score tally that allows the player to know how much enemies he eliminated once the game is completed. In order to complete the game, the player must climb up the platforms shoot down as many enemies as possible without being touched by them and reaching the top right corner of the screen.
	During this process the most challenging parts came when I had to code the enemy spawn and behavior mechanics. I set up the code so that the enemy spawns at different spawn points with three second intervals at a random point. Another challenge I faced was with my player movement and collision issues, I believe because of the character I downloaded from the asset store had so many body parts as a child I had to learn how to move all of them simultaneously. Also, with the platforms not being the same exact distance and height apart I felt it was best if I removed the jumping mechanics and just add ladders so the player can just move up and down the Y axis. I learned that applying tags to game objects are important because unity has a layer feature that allows certain items to collide and others to pass through. I want to give a big thank you to Hosni my technical adviser for helping me understand the coding process whenever I was stumped and couldn’t figure out how to debug the issue on my own.
[bookmark: _GoBack]	This Project taught me to work on time management a little more because even though I planned everything out unexpected events do occur. I’ve also learned to depend on myself a more. Anytime I came across an issue my first reaction was read the syntax to see if I already knew what error I was receiving and if I didn’t, I’d research the error for possible solutions. Research was a big part of my project just learning more about unity and setting up games within the 2D workspace.
	Given the time scope I do feel I was a bit ambitious because I was unable to incorporate every since feature that I mentioned. This Is due to me encountering errors along the way, also being pressed for time as a full time stupid and part time worker. In the middle of a global pandemic and dealing with a lot of personal issues, I will say it made the journey through my last year with City Tech all the more interesting. An with all the challenges I’ve come across I’m beyond satisfied with how far I was able to come with this game. I will continue to work on this game to better my mechanics and scripts and also add in a lot of the features that I didn’t get a change to attack like the Menu screen and health picks. I found working on 2D platformer games fun so I plan to create a new game with a different approach to improve my skills. Eventually I would like to take skills to a company that is willing to guide new comers and further improve my abilities, Long term I would love the opportunity to work with Take-Two interactive development studios.
	
