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Demo Video
https://youtu.be/z7lv8e03nLg

https://youtu.be/z7lv8e03nLg
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Individual Responsibilities

Krissy - Designer: recorded project demos and created almost all sprites (tank, 

birds, skyscrapers, background, explosion, pause text, game over text, and ‘press 

space to continue’ text) 

Zach - Organizer: led with management of the group and worked on group 

submissions

Josh - Main Coder: did the majority of the coding and commenting, solving errors 

and improving on some existing code from others

Chelsea - Researcher: researched versions of the game and implemented the 

game over mechanic and the pause sprite



New Features Since Midterm Presentation
● Sprites

○ The blue square is now a tank, skyscrapers are in place of the blocks, and we added duck 

enemies that can be shot

● Smooth movement
○ Multiple keys can be pressed and held at once with no troubles and the player looks less 

jerky when moving up and down

● Scoring
○ The player accumulates points when killing ducks

● Pause screen
○ When the user presses ‘escape’, the game will stop and bring up the ‘pause’ text, and then 

will resume when pressed again

● Game over screen
○ When the player dies, many images are put on screen, including the text ‘game over’



Changes From the Initial Design

● The original code was that of the game “Flappy Bird”

● The goal changed to make the game more distinct

● The game was originally going to be just a tank that dodged obstacles, but 

instead morphed into a tank that shoots ducks and dodges floating 

skyscrapers, which speed up over time



Major Challenges and Solutions

● Trying to do things with no experience

● Implementing various mechanics
○ Pause menu

○ Delay between various things (such as shooting bullets)

○ Smooth player movement

○ Score counter 



Most Fun Part of the Project

● Implementing comical elements into the game

● Playing the game

● Looking back at what we’ve learned through it and having the experience to 

apply toward future endeavors



The End...?
Improvements have been made after the semester ended!

See if you can spot all the changes!

https://youtu.be/sH3YWWQ56bo

https://youtu.be/sH3YWWQ56bo

