


Executive
Summary

* Many students attending school'and beginners
who want to get into programming only really learn
about the basics of programming languages, such
as Java and Python. There are almost no resources
foryounger audiences to learn about Database
Management and SQL. There are very few games,
and they might not.captivate the attention of the
youngeraudience.

* Oursolution was to-make an interactive
platformerithat people can enjoy. It is to
supplement learning basic SQL, to help them
memorize the topics they have chosen to learn.






* User Story 6: Figure out how to incorporate SQL
questions to the platformer

* User Story 7: Learn howsto push the code from
unityto GitHub

o User Story 8: Design levels to create for the game
* UserStory 10: Create notes around each level to

|mp0rta Nt helpteachthe userabout SOL
User Stories * User Story 13:/Add a game over screen

User Story 14::Add a-pause button
User Story 15: Add checkpoints

User Story 16: Create the quiz screen

User Story 17: Create the notes screen
User Story 18: Add a Main Menu Screen



System Overview
& Architecture
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- currentLevel : int
- playerHealth : int
-isGamePaused : bool

+ StartGame()
+ PauseGame()
+ EndGame()
+ SaveGame()
+ LoadGame()
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+DisplayQuestion()
+CheckAnswer()
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* Organized by Unity’s default
project layout:
* Assets/ - scripts, scenes,

®
prefabs, Ul elements
e p OS I 0 ry e Scenes/-main menu, levels,
tutorial
* Scripts/—core gameplay

Structure = oo

configuration




Coding
Conventions

Written in C# using object-oriented
principles
Consistent naming:
Classes: PascalCase
(PlayerController)
Variables: camelCase
(playerSpeed)
Methods are modular and focused on
single responsibilities



N Ota b le Des ign Component-Based Design

Scripts attached to
GameObjects

Patte rns Event-Driven Behavior

Uses Unity lifecycle methods

(Start(), Update(), collisions)




TradeOffs

Used Playerprefs instead of a
database for light data storage

No backend reduces the complexity,
but it also limits scalability

Focused more on making modular
scripts for an easier debugging
process and future expansion.
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