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Game idea/ description
For my game idea, I have chosen to go with the idea of a space shooting maths game. It involves a space ship that has to blast its enemies in order to progress to further levels and win. The enemies will have a maths question for example ‘6x8’ and in order to shoot the enemy, the player has to type the correct answer into the spaceship and the spaceship will shoot. As the enemies go by they get faster and faster, and if they crash into the player then they lose a life.
Overall I will be creating a game where players shoot enemies by answering maths questions, but as the enemies come faster and faster; the maths questions get harder and harder!

Sales pitch
This game is aimed for kids and young teenagers and it is suitable because although it is fun, it has an educational impact on the players, allowing them to learn and remember maths questions that they will use for the future. As a game designer the main goal would be to get the players well addicted to this game, and so I will create the game and make it so enjoyable that they will all be hooked to it.









Storyboard 





Here is a simple spaceship, and in the window you are to type in your answers to allow you to shoot your enemies
When the enemy comes forward, in order to shoot you are to enter the answer into your spaceship

When you type in the correct answer (e.g. 6) the spaceship allows you to shoot 
Once you have shot your enemy will blow up/die and your score will increase
However, if you type in the wrong answer or waste time, the enemy will get closer and closer to you 
 
If the enemy is close to you and manages to touch you, you will blow up and a life will be taken away and also lose points, and so a new enemy will appear 
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In order to get to the next level, there will be a button available to press which will direct the user to the next level

Once the button is clicked the user will still have their remaining lives and score, and will have a new question to answer

Just like normal, the user will have to answer the questions correctly to score more points, and the questions will get harder and harder as the levels go on
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This is the storyboard design for the game, and also below is the flowdiagram.


















Flow diagramLevel 1
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	Frame 1
	[image: ]Game codes listed for main frames & screenshots


	stop() ;
startButton.addEventListener (MouseEvent.CLICK, playAnimation);
function playAnimation(evnt: MouseEvent){
		gotoAndPlay (2);
}
stop();
Tutorial.addEventListener(MouseEvent.CLICK, toTutorial);
function toTutorial(e: MouseEvent){
	gotoAndStop(5);
}
var myCurrentFrame :Number = 1;
var myScore: Number =10;

	Frame 3
	[image: ]
	stop();
MMenu.addEventListener(MouseEvent.CLICK, movetoMain1);
function movetoMain1(e: MouseEvent){
	gotoAndStop(1);
}
MMenu.addEventListener(MouseEvent.CLICK, movetoMain1);


	Frame 2
	[image: ]
				
	stop()
Level1.addEventListener (MouseEvent.CLICK, startlevel);
function startlevel(evnt: MouseEvent){
		gotoAndPlay (10);
}
Level2.addEventListener (MouseEvent.CLICK, secondlevel);
function secondlevel(evnt: MouseEvent){
		gotoAndPlay (14);
}
MMMenu.addEventListener(MouseEvent.CLICK, movetoMain3);
function movetoMain3(e: MouseEvent){
	gotoAndStop(1);
}
MMMenu.addEventListener(MouseEvent.CLICK, movetoMain3);



	Frame 10
	[image: ]import flash.events.Event;

stop ()
myCurrentFrame = currentFrame;
stage.addEventListener(KeyboardEvent.KEY_DOWN,downHandler);
stage.focus = this;

//KEY_UP //downHandler //upHandler

var bullet : Bullet = new Bullet();
var HScores: Array = new Array ();

HScores.push(20);
HScores.push(30);
HScores.push(40);
HScores.push(50);
HScores.push(60);

var i :int;
HScores.sort ();
for(i=0; i<5; i++){

trace(HScores[i]);
HScores[i] = 100;
}
function downHandler(e:KeyboardEvent){

















}else if (bullet.hitTestObject(twenty1)){
		stage.removeEventListener(KeyboardEvent.KEY_DOWN,downHandler);	
		removeEventListener(Event.ENTER_FRAME, flyBullet);
		removeChild (bullet);
		myScore = myScore -10;
		scoreDisplay.text = String (myScore);
		gotoAndStop(7);
		
		}else if (bullet.hitTestObject(twenty2)){
		stage.removeEventListener(KeyboardEvent.KEY_DOWN,downHandler);	
		removeEventListener(Event.ENTER_FRAME, flyBullet);
		removeChild (bullet);
		myScore = myScore -10;
		scoreDisplay.text = String (myScore);
		gotoAndStop(7);

	switch (e.keyCode){
		case 37:// left
		 shooter.x -=10;
		break;
		case 38: // up
		shooter.y -=10;
		break;
		case 39: // right
		shooter.x +=10;
		break;
		case 40: // down 
		 shooter.y +=10;
		break;
		case 32: // spacebar
		//shooter.x
			 if(bullet != null){
		addChild(bullet);  
		bullet.x=shooter.x +30;//50;
		bullet.y=shooter.y+20; //100;
			//removeChild(bullet);
			//bullet = null;
	addEventListener(Event.ENTER_FRAME, flyBullet);
			}else {
		bullet = new Bullet();
  		addChild(bullet);  
		bullet.x=shooter.x +30;//50;
		bullet.y=shooter.y+20; //100;
	addEventListener(Event.ENTER_FRAME, flyBullet);
	}
}
}

function flyBullet (evt: Event){
	bullet.x = bullet.x +10;
	//trace(bullet.x);
	checkHits();
	
	if(bullet.x > 550){
		if(bullet.parent != null){
		(bullet.parent).removeChild(bullet);
		bullet = null;
	removeEventListener(Event.ENTER_FRAME, flyBullet);	
		}
	}

function checkHits(){
	if(bullet.hitTestObject(twenty4)){
		stage.removeEventListener(KeyboardEvent.KEY_DOWN,downHandler);	
		removeEventListener(Event.ENTER_FRAME, flyBullet);
		removeChild(bullet);
		myScore = myScore +50;
		scoreDisplay.text = String (myScore);
		gotoAndStop(6);
		
		
	
		
		}else if (bullet.hitTestObject(twenty3)){
		stage.removeEventListener(KeyboardEvent.KEY_DOWN,downHandler);	
		removeEventListener(Event.ENTER_FRAME, flyBullet);
		removeChild (bullet);
		myScore = myScore -10;
		scoreDisplay.text = String (myScore);
		gotoAndStop(7);
	}
}
}
		  
backmenu.addEventListener(MouseEvent.CLICK, movetoMain);
function movetoMain(e: MouseEvent){
	gotoAndStop(2);
}

	Frame 6
	[image: ]
	stop()
Nextq.addEventListener(MouseEvent.CLICK, movetoq2);
function movetoq2(e: MouseEvent){
	gotoAndStop(myCurrentFrame + 1);
}

	Frame 7
	[image: ]
	stop()
goback.addEventListener(MouseEvent.CLICK, movetoq1);
function movetoq1(e: MouseEvent){
	gotoAndStop(myCurrentFrame );
}

	Frame 11, 12, 14, 15 &16 
	[image: ]
	stage.addEventListener(KeyboardEvent.KEY_DOWN,downHandler);
stage.focus = this;

myCurrentFrame = currentFrame;


	Frame 13
	[image: ]
	stop ()
Level2.addEventListener (MouseEvent.CLICK, ndlevel);
function ndlevel(evnt: MouseEvent){
		gotoAndPlay (14);
}
myCurrentFrame = currentFrame;

backmenu.addEventListener(MouseEvent.CLICK, moveMain);
function moveMain(e: MouseEvent){
	gotoAndStop(2);
}

	Frame 17
	[image: ]
	backmenu.addEventListener(MouseEvent.CLICK, moveback);
function moveback(e: MouseEvent){
	gotoAndStop(2);
}






Testing the game
	Tests number
	Purpose of tests
	input
	Expectation
	Actual outcome
	Did it go well as expected?
	Comments

	1
	Getting the game to load
	Load up the game
	For the game to load up when opened
	The SWF filed loaded up well without freezing
	Yes it went well as the game loaded up well
	

	2
	Check if the start button is working
	Start button
	Direct player straight to game
	When the player clicks the button it directs them to the game immediately
	Once it clicked it directed the player to the game – yes
	

	3
	Does the tutorial button work?
	Tutorial (how to play) button
	Takes the player to the tutorial page where they learn how to play
	When clicked the player is taken to the tutorial page
	Yes, when the button is clicked the player is directed to the tutorial page
	

	4
	To check if the back to menu button directs player to the menu screen
	Back to menu button
	Should direct the player back to the main menu when clicked
	After being clicked it directs the player back to the start page
	Once clicked it goes straight back to the main menu, so yes
	

	5
	If the ship is moving
	Shooter
	When the player uses the arrow keys the shooter  that is to be controlled should move either up, down, left or right
	As the arrow keys are being pressed, the shooter moves up,  down, left or right as directed
	Yes, using the arrow keys made the shooter move as expected
	

	6
	Testing whether the bullet that comes out of the shooter directs user to another frame when they hit the right or wrong answer
	Hit test
	If the bullet that comes out of the shooter hits either both answers, it directs the user to a right or wrong answer page
	When the bullet has been shot and lands on either answer, it  successfully goes to the frame it has been coded to go to
	Everything went well as expected 
	

	7
	For the next button to work 
	Next button
	After the first question is answered correctly, the user would have to click “next” to get to the 2nd question
	When the button is pressed it takes the player to the next question
	Yes, as expected when the next button is clicked it directs the player to the next question
	

	8
	When the spacebar is hit, a bullet will shoot out of the shooter
	Bullet
	When the player presses the spacebar key, the bullet will fly out
	The bullet appears when spacebar is hit
	It went well as planned
	

	9
	On the levels menu, whichever level button the player presses, it shall direct the player to either one
	Levels menu
Buttons leading to other levels
	For all buttons to work; to direct players to the levels they select
	When buttons are hit they move from the frame that they are on, to the frame of whichever level is selected
	Yes it went as expected
	


















image4.jpeg




image5.jpeg




image6.jpeg




image7.jpeg




image8.png




image9.png




image10.jpeg




image11.jpeg




image12.jpeg




image13.jpeg




image14.jpeg




image10.png
" Creately - Draw, Share, V=' X

€ - C [B Cinergix Pty Ld [AU]] hitps://creately.com/app/?templD=gc7 qupsj1&login_type=demo#
Google | [ Suggested Sites| () Howto usethe Win.. s WWE- Free WWE, . ) [ Microsoft Bxchange... [ Howto get Flssh on... () Watch Videos Onlin... [1] 10 Programming Ls..

Apps

m en °

Opm  New Tenpbte See  Paste
Q

Basic Shapes.

Arraws
Black Shapes
Stars And Balloons.

People Silhovettes

- N
m ¢
Document. sﬁ:f‘es

+Get More Objects

com

You are using Creately in Demo Mode. To save your diagrams, please Login or Sign Up.

X 00 A

(h Unda o

New Open Me First - Getting Started

¥ Meinttens e

)

Has the.
tutorial bution been
pressed?

Show tutoral

Tas the back
button been presse?

\

e ot <

“Document 1

Has the.

pressed?

Startbutton been

e

Start game

-

Bulet s shot
atNPC and it
exploges.

Score.
display.

© i @ to @ shae

NPC provides.
question

Has the player
entered the correct

Next

leveligame.
continues.

0%

NPC moves closer
ifplayer continues.
toanswer
incortectly

===y

ITHPC gets 100 close|
to player ves are

lost

‘Game ends fall
ves are lost

Share {)  Comments @  Notes [  Properties B A

Ip @  Publsh




image11.png
’  Creately - Draw, Share, V' x |5 define obtained - Google X

€ - C |@ Cinergix Pty Ltd [AU]| https://creately.com/app/?templD=gc7qupsj1&login_type=demo# %0 @ =
Apps [ Google [ Suggested Sites Q) Howto use the Win... s WWE- FreeWWE, T... ) [ Microsoft Exchange... [Y] Howto get Flash on... () Watch Videos Onlin... [I] 10 Programming La... (3 Other bookmarks

&
m &0 I X 9 A\ > F © o Qo @ o x

O New Tempz Swe  Ple Gy Ca Unio Tet  tne gt
a, New Open Me First - Getting Started “Document 1 “Document 1 [ 100% <
Basic Shapes : B
Arrows 3
£
Block Shapes g
Player &
Stars A Ballons Button appears to remains on
direct player to e G
People Sihouettes the next level
i —MNo—= P
Flow charts Score and lives. £
hich were acheived z
= e o in previous level
- . L o Yes remains the same. L]
level £
s/t o £
&
- S
New level .
appears with <
new and e
Process Deciion o 2
questions
[ H
z
Vertial 2
Docurment Vertial continues e
. as normal
B

+Get More Objects





image12.png
ESSENTIALS ~ | [0 CSLive [=]= )
Fie Edit View Insert Modfy Ted Commands Control Debug Windaw Help
= - > L usRaRy |
Scene 1
L4 r
L Waths Spacesesees
=10/ x| L
Fie view Canirol Debug Y
o
0 400 px . =
1 N
v =X
Clear e
14fosi2015 11:20 7,
13/05(2015 13100 v
st 127 2
o)
Instructions d
® nstructions e
1w have a math question for
ufe you answer each question corrctl in order 0 scoro asgauch pMints posgibll @
K d a
e | GHONERION
. m . -, 7
a0 How to play O
3 Folder 1 | ) >
4 Rightjrong .o O
al m| =
4 Layer | ] s
4 Levell o =
4 Tutaril 5] @
U Levek o L
U Startpage o
40§ |
= a 1125
Prstare| T B G yempns E





image13.png
ESSENTIALS ~ | [0 CSLive (=l )

File Edit View Insert Modfy Tet Commands Control Debug Window Help

£ scone 1 B & v o @
. =

< L umRary | =

Document

-

Maths Spacesesese

=T

Fle Vew Control Debug

Score 3

. -
.
. O

o

0400 px it
]

v

Clear

Lejospe0ts 1120
«Use the arrow keys tg 13(05/2015 13:00
move ship towart wolosizots 1257
answer
. Press the spacebar to

shoot bullet,

ANOSGANDO /83200

i | MOTON ETOR

® f

Main Menu
5 Folder 1 .

4 Righirong .
4 Levelz .
4 Laer 1 .

u Levell
u Tutorial

B es o[\ R

u Levels

2l 7

E: ]

R IEICIEL

o
o
o
]
o
=]
O

fre
BB yospns =





image14.png
ESSENTIALS ~ | [0 CSLive [=l= )

File Edit View Insert Modfy Tet Commands Control Debug Window Help

& scene 1 £ & =~ @
R
JSLTE
Fie View Control Debug =
- : . e
= 4.
0
AN
x| & 0o,
o |2
sound selected v
oL
o)
»
a
V)
Q
MoToN e >
b Main Menu 0
5 Folder 1 . . 5
QR
4 Levelz . I.:I
4 Layer L . &
2 Levell . g
ol 7 Ol [
" Lovls ]
2 statpage .
al oA fs. s

GG PR





image15.png
ESSENTIALS ~ | [0 CSLive [=l= )

File Edit View Insert Modfy Tet Commands Control Debug Window Help

mRARy | =

) [
-lojx|

Fle Vew Control Debug

e 1 2. & [oon o

0400 px it
]

v
Clear
14fosi2015 11:20
1352015 13:00
1posiz0ts 1257

ANOSGANDO /83200

V]

i — =
] o 2
30 =]

s Back to menu 2
so O

@ .

m

K}
o] @™ 0@ e e




image16.png
ESSENTIALS v | [O Ocsiie [=]e s

File Edit View Insert Modfy Tet Commands Control Debug Window Help

 Scene 1 e b g | mBmar. | =
. Documet
_ il Fl Maths Spaceseseee
=T |

0

0400 px it
]

v
Clear
14fosi2015 11:20
1352015 13:00
1posiz0ts 1257

ANOSGANDO /83200

V]
Q
v
O
ot 5
3 Riahtirong &
3 Leveiz =
g Laver | .
5
3 Tutoral m

u Levels
4 Start page . .of
R ] AL oNT)

e PG

ks 03s





image17.png
ESSENTIALS v | [O Ocsiie [=]e s

File Edit View Insert Modfy Tet Commands Control Debug Window Help

mRARy |

5 Scene 1

R 6 i Document
| E Maths Spaceeeeeee.

Fle Vew Control Debug

0

0400 px it
]

v
Clear
14fosi2015 11:20
1352015 13:00
1posiz0ts 1257

ANOGSGANO /832 (0Q

V]

Q

GUTEUR] GTIONEXTOR P

®an0! O

g Folder 1 .. »

U Layer 1 .. -

Q Levell .. =

3 Tutoril .. @
Q Levels ..
U Startpage ..

3 SRR 1\
R [P7 - Maths spacee - Microsoft Word] iv

. T
L B G e B





image18.png
Fil

ESSENTIALS v | [0

5 Live [=]&

crons- m
M ctonsert 5.0 — | epsev T % 3 8 cote suppets W, @
=] 5
BT T = J
Bl tevel  rame 11 5 R
5 ) scene 1 =} K
B Ripbrong  Framee | Fie Viw Gontrol_Debug .
&l Rightfwreng : Frame 7 =)
G tevel2: Frame 13 8
G tevel2: Frame 14 5 =
@ tevel2: Frame 15
[ Leveiz: Frame 16 N
o Levelz : Frame 17 o
B Levelt : Frame 10 2
@ tevelt s Frame 11 Y
G tevelt s Frame 12 5
@ Ttonl: Frames
@ tovels: Frame2 2.
& startpage : Frame 1 o,
4 Symbol Definiton(s) 2
g
V]
. Q
= J
o tJ
&
[ e 1 of5, Gl 1 O
-
0 E
s »
60
K} }

i@

1157

B G e B




image19.png
W M ’_‘ o8

Wome | et Pagelaout  Reterences  Maings  Revew  View | Desgn layout - @
ESSENTIALS v | [ O csive ==  #h Fna -
b Repiace
Paste File Edit View Insert Modify Text Commands Control Debug Window Help fae Rep!
7¢ < Format Pain g setect~
. Watns Spacesseee
Clipboard PROPERTIES |BRARY] Editing
B scme 1 & & [0 5
L T Document. [l
| | Maths Spaceeeeeee
-
Fle Vew Contol Debug 2.
50400 ED b
- Score ’ - N
B 1 I8 =)
g t's IVISIOI1 tlme z
- 14052015 1432 &,
- 14/05/2015 11:55 4
- 14/05/2015 11:20 Z
<| a
V)
: Q
o
g i3
o -
H TmeN: [OUEun [
- [
Rl .. @
E 4 Right/Wr. « » Ob ok
B Qleez . .@E BBR
, R 1
RN g8
g " Toonal g
2 Levels
3 st page
Al o F 0.00fs 04s
°
Pege:8 015 | Words 79 | B o ®

e A PR e,




image20.png
Table; o@ R

Inset  Pagelayout  References  Mailngs  Review  View | Design  Layout o
[ ESSENTIALS v | [© csu

Paste Fle Edit View Insert Modify Text Commands Control Debuy Window Help

=@ fna -
by pevice

3 Select+

S Fomat P
v Maths Spaceeeeeee (X)
& & & o o @ =
3 5 pustisn
B < oropees .
E -lolx 2
T
B N
3 - . =X
g 7
B . ) .
) . 7
H A 2 £
] . . otal score . 2
B . »
E ) 2
V]
B Q
B Back to menu -
E 5
B |
E . »
O | Backtomeny B
E 2 Tla50.asopLayt 12 SpLATUDI ST ATEIESTUDI ST 1)
at Function/<anonymous> () m
3 at Machssp MainTimeline/flyBullet ()
5 TypeError: Error $2007: Parameter nitTestObject must be nom-null.
g at flash.display::DisplayObject/_hitTest()
B at flash.display::DisplayObject/hitTestObiect ()
at Function/<anonymous> ()
at Macnssp £1a::MainTimeline/fiyBullec()
K}
& o
Page:8 0110 | Words: 06 | <5 > 5

e A PR e,




image1.png




image2.png




image3.jpeg




