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Introduction

Pizza is one of America’s favorite meals. It is filling, easy to make, and is highly customizable. We classified this game as a strategy game called Pepper Pwnies.  We decided to name the game this because it alliterates with pepperoni and applies to the pizza category we wanted to classify our game as. We created this game using the programming language called Python.  Python is a simple, easy-to-learn programming language that was necessary in our limited amount of time.

Python

For the majority of the first week we learned the programming language of Python.  There are a multitude of other common languages such as Java and C++, but for the project at hand the most effective and efficient language was Python.  Other options were passed over because of their complexity for introducing the world of programming to unfamiliar students.  Python is especially efficient for less experienced programmers due to its use of simple syntax and code.  It has a standard library that is both vast and easy to comprehend.  Python is an object-oriented language used for software development.  It is compatible with various operating systems including Windows, Linux, Mac OS X, Amiga, Palm Handhelds, and Nokia mobile phones. Overall, this language worked well with our two week deadline to create a game since it is very user friendly.

Procedure 

The first few days of class time was used to learn the basics of the language of Python.  We learned how to compute simple arithmetic, apply range, create loops, use strings, and implement functions.  We also learned the use of a Boolean, which is a true or false statement.  During the learning process, we were assigned to complete short tasks using the language.  Our first task was initially difficult because we were all new to Python and many of us were new to programming in general.  Our assignment was to build a creative house using Zellegraphics.  Zellegraphics is a database of Python used to aid novice programmers in graphics.  An example of using this code is setFill(‘red’), which sets the color of the object stated.  The goal of this assignment was not to just create a house, but to create an elaborate house.  It was to have color, different shapes and sizes, a landscape or background, and possibly a moving component.  This first assignment took several hours to complete since most of the group was new to computer programming.

The next task was a click-in-the-circle game.  The goal of this assignment was to build a game where the objective was to click in the circle to win.  The tasks we had to complete increased in complexity as the class went on.  The click-in-the-circle game was one of the more simple games, 
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however, as novice programmers we struggled with it for a short time before grasping the concepts enough for application.

The third task was to make a playable tic-tac-toe game.  This task was designed to test our abilities and show all the knowledge we had learned with the Python language.   This assignment was stretched into several days to complete since it had several steps to go through.  The first was to create a three by three grid because all tie-tac-toe boards have nine squares.  This assignment was one of the most challenging assignments since it called for defining two new functions which were the drawX and drawO.  This was used to draw x’s and o’s when the player clicked on the assigned square. The most difficult part of this assignment was beginning to practice writing flexible code that could be easily manipulated to create different instances. This was necessary because we needed to make the board size variable.

After completing all the tasks and learning the language, we finally started working on our game.  It took about a day to decide which game we really wanted to create.  We brainstormed our ideas and finalized our group’s decision in the following hours.  For our Pepper Pwnies game, the first level would be used primarily as a tutorial.  It would be very slow moving and aimed at easing the player into the controls and gameplay style.  There are only two characters in the game, the chef (the player) and the customers (ponies), hence the name Pepper Pwnies.  The pony comes in and orders a pizza with a random combination of toppings.  The player moves the chef back and forth to select the pizza on the conveyor belt and selects toppings to add. When the pizza is completed, the player gives the pizza to the customer.  If the player takes too long to complete the order, the pony leaves and the player receives a strike.  When the player receives three strikes, the game is over. For the first level, the player can choose all seven of the toppings.  How rapidly the pizzas move across the conveyor depends on the level.  Since level one is very simple, the pizzas move very slowly across the conveyor belt. There are a total of ten levels. With each progressive level the number of pizzas and the number of topping combinations increases steadily, to challenge the player’s reaction time. If the player can make it through all the levels without getting three strikes on any level then they have successfully beaten the game.

Controls

To control the Pepper Pwnies game, the chef moves back and forth across the screen when the game starts.  The pizzas start moving on the conveyor belt as soon as the chef starts to move.  As the pizzas move, there is a bright green dot over the topping selected.  If you wish to change the ingredients, you must press a lettered key.  We used Q,W,E,R,A,S, and D to represent the individual toppings to place on the pizza.  Once the lettered key is chosen, the chef must move in front of the pizza to place the toppings on the pizza.  If the chef is not directly in front of the pizza, the toppings will not be placed on the pizza.  There is a time limit on the game, if the order is not completed before the time runs out, the game is over. From here the player must start over if he or she wishes to continue playing.
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Analysis

After we got started on our game, we realized that all the levels we initially discussed would be too far-fetched.  We originally wanted ten levels with level six having drinks and level eight having breadsticks.  We wanted to increase the difficulty in each level and provide more items to give to the customers.  However, our time constraints played a significant role in limiting to the number of levels we could implement in our game.

In the end, we only had time to create one level in our game.  The predicament we faced was the result of our exceedingly ambitious game concept.  Our original goal was to make an elaborate game with multiple levels and various things to accomplish to complete the game.  The code was very difficult to write since we decided to have many tasks to complete.  With the little allotted time and the difficult code for our project, we only could construct one level for our game.
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At the very end of the project, we finally had a playable game.  We just barely made the deadline for creating our game.  If we could have had more time, it could have been possible to 
create more levels.  The chef could finally move back and forth, choose pizza toppings and place the toppings on the pizza.  This was the most challenging portion of the program, to make the pizza toppings to move onto the pizza.
  	

Lessons Learned

We learned a great deal throughout the process of creating our project.  The biggest lesson being that we chose a game that was too complicated to make in only two weeks.  Considering that we learned the language the first week, we had even less time to create our program.  We decided to create a game with a code that had many different sections and operations that involved high level programming.

Another lesson we learned was how to work as a team.  Most of the classroom experience in high school deals with working as individuals, but in Catapult, one of the requirements was to work with a team.  Working in a team is essential in the work place and meeting with people in general.  This concept was necessary for our group project.  At first, we all did not know how to work as a team, but as the session wore on we started collaborating with each other.  Each member had a specific assignment to complete during the group time for us to finish creating our game.

We also learned a great deal about Python which broadened our programming horizons.  Python can also be beneficial to creating other programs as well, and we can learn from this.  Even though Python is one of the easiest programming languages, we still struggled quite a bit with the coding aspect of the game.  One of our biggest problems with our game was putting the toppings onto the pizza.  To place the toppings onto the pizza, we had to construct an indicator that returned its location and then based the selected topping on that location.

Even though we had the correct code most of the time, we normally had a comma out of place or something very small.  Learning to check everything we wrote and making the code exact was one of the most challenging aspects of learning Python as a language. This process is called debugging in the computer science world, and it is a very tedious process
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Conclusion


Overall, at the very end of the catapult session we finally finished our project.  We did not have any time to spare to spice up our game since we barely had enough time to finish level one of Pepper Pwnies.  Even though the finished project was not what we initially had hoped to
accomplish by the end of the catapult session, we still completed the game.  We did not have enough time to construct the other eight to nine levels, but we learned how to use Python for
programming computer games.  We did accomplish the most important aspect of the game and that was to make it fun and playable for all audiences.
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