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Final Exam: GameMaker Options
You must do one of the following games, in the time allotted.  You’re free to work on as many as you’d like, but you can only hand in one to be graded.
Furthermore, if you did one of these for the midterm exam, you are NOT allowed to repeat that same game for this final exam – if you do hand in the same game, you will be awarded zero points for this section.  If you’ve forgotten which one you did for the midterm, please ask your instructor.

Successful completion of this section of the exam is worth 10 points.

For all the games listed below, none of the sprites may leave the screen ever, at any point (unless the game specifically states otherwise)

Game Choice  LISTNUM  NumberDefault \l 1  Bug Capture!
This game is very similar to the ‘capture the bees’ game that was done in class, except that this is to be done in C#.
In this version of the game, the player will control the net, and will try to capture the bees.  If the player captures all the bees, then the game is over.  There must be at least 10 bees on the screen, and they must be kept track of using an array.
When the game starts, the bees should each be moving, and in a different direction, and at a speed that’s not too fast.  The player’s net should be put somewhere so that the likelihood of a bee immediately running into the net is fairly low.  You do NOT have to set the speed or direction randomly – you can simply choose these, so that the game will start the same each time.
When a bee reaches the edge of the screen, it should turn around.  If a bee hits the left or right side of the screen, it should simply reverse it’s horizontal movement, but it’s vertical movement should continue.  Likewise, if it hits the top or bottom side of the screen, it should reverse it’s vertical movement, but NOT change it’s horizontal speed.  It’s ok for the bee to go partially off-screen, but it cannot fully leave the screen.
If you want to implement this game, you should use the BugCapture C# project to start your work.

Game Choice  LISTNUM  NumberDefault \l 1  Sideways Shooter!
This game is very similar to the ‘space shooter’ game that was done in class.

In this version of the game, the player will control their plane, which will be allowed to move upwards and downwards, only.  The plane will start off on one side of the walls.  In the below picture, the player’s plane is on the right side of the walls.
There are also enemy planes, that start off the game moving upwards or downwards (determined randomly), and they should be moving at a random speed.
When the player presses the ‘T’ key, the player’s plane will shoot a bullet towards the enemy planes.  However, instead of shooting directly left, the ‘T’ key will cause a bullet to be launched leftwards AND UPWARDS.  You can choose how fast the bullet moves upwards.

Similarly, if the player presses the ‘G’ key, the player’s plane will shoot a bullet leftwards, AND DOWNWARDS.  You can choose how fast the bullet moves downwards.

If the bullet hits any of the wall objects, the bullet will disappear. If the bullet hits the top or bottom of the screen, it will bounce of that edge, but will continue moving leftwards.  If it leaves the left edge of the screen, then that bullet object should be destroyed to save memory.
If the bullet hits an enemy plane, then that plane is removed from the game.  When all the enemy planes have been shot, then the game is over.
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Game Choice  LISTNUM  NumberDefault \l 1  Dodge The Bricks!
This game uses concepts from the ‘Repetition’ section of our course.

For this game, the player will control a ghost, and try to get a diamond, without getting hit by the moving bricks.  The starting setup for the game is pictured below:
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The bricks move ONLY side to side, and when they get to the wall, they turn around & go back the other way.  The player is allowed to move the ghost anywhere they want, except that the ghost is not allowed to leave the screen.  If the ghost is hit by a wall, then the game is over and the player has lost.  If the ghost gets the diamond, then the game is over and the player has won.

The only real complication to this game is that instead of creating an object_wall for each wall, you MUST create a single wall object, and have that one wall object manually draw all the other walls in the game.  As a result, you will have to manually detect if the ghost is overlapping any of the walls, using the circle-based collision detection that we looked at in class. IF YOU DO NOT USE REPEAT ACTIONS TO DRAW AND DETECT COLLISIONS, THEN YOU WILL GET ZERO POINTS FOR THIS GAME.  
There must be a total of 5 bricks on the screen, and they need to be positioned a fashion that is very similar to what is pictured above, but don’t worry if your blocks are a couple of pixels off from what’s pictured above.
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