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Objective
1.) Text-based game and 

image manipulation

2.) Text game will be a 
escape/survive game, 
choices determine path

3.) Image = 2 parts: a.) get 
user img for avatar, 
and b.) change main 
img based on time



Approach

Planning: Rough outline of ideas, including rough 
idea of steps, story, (see gDoc for breakdown)

Framework, Design: Code framework using what we 
learned by old text-adventure, and image 
manipulation and using user-given files

Graphics, Framework rework: Changing, cleaning, 
adding what worked and removing what couldn’t be  
https://github.com/TheOtterAaron/cst205final/projects/1

Debugging: Create demo, work on each section, fix 
then progress

https://docs.google.com/a/csumb.edu/document/d/1yNNUtZIcVYWb4kKU8DAw48dV40P-LL_3VwsLSrPNDfY/edit?usp=sharing
https://github.com/TheOtterAaron/cst205final/projects/1
https://github.com/TheOtterAaron/cst205final/projects/1


Results
Image Manipulation: Player can 
upload their own image for their 
avatar, background sky changes 
based on turn, indicates time of 
day. 

Player Stats: Sanity, Health, and 
Remaining Turns show. Shows 
Player’s Location.

Choices: Player can choose 
between several choices, all 
affecting the player.

Can you find secret shortcut?



DEMO
(keep clicking!)

You jumped in the moat!You got to the town and 
looked for someone to 
tend your ouchies.

You got out of the town 
and now you’re at the 
bottom of the Hill. What 
do you do?

You’re weathered, why 
not rest?
You’re rested up. Let’s 
climb the hill now!
You made it to the 
Church! What will you 
pick to defend yourself 
against Dracula?



What We Learned! - Pooja

1.) Planning takes a lot of 
time, but saves a lot 
of time when coding.

2.) Once you learn a 
coding concept, it’s 
easy to implement 
again, and even build 
upon it to make it 
more flexible.

3.) It always helps to 
have your group, if 
one person is feeling 
overburdened, others 
can help balance out 
the work. 



1.) Have a clear 
specification upfront; 
the more details you 
decide ahead of time 
the better team 
members can work 
independently.

2.) Keep the scope of the 
project in mind: what 
sounds like a little 
work on paper can 
balloon into a lot of 
code - fast!

3.) Trust your team, they 
want to succeed as 
much as you do.

What We Learned! - Aaron



What We Learned! - Steven

1.) It’s better to have a 
plan when starting a 
program. Flowcharts 
can be great when 
planning out a game.

2.) Game creation can be 
more difficult than you 
would think.

3.) Working as a team 
helps to develop great 
ideas. While working 
in a team you can 
make better ideas 
than you can on your 
own.



Link to Google Doc
https://docs.google.com/a/csumb.edu/document/d/1yN
NUtZIcVYWb4kKU8DAw48dV40P-LL_3VwsLSrPNDfY

/edit?usp=sharing

https://docs.google.com/a/csumb.edu/document/d/1yNNUtZIcVYWb4kKU8DAw48dV40P-LL_3VwsLSrPNDfY/edit?usp=sharing
https://docs.google.com/a/csumb.edu/document/d/1yNNUtZIcVYWb4kKU8DAw48dV40P-LL_3VwsLSrPNDfY/edit?usp=sharing
https://docs.google.com/a/csumb.edu/document/d/1yNNUtZIcVYWb4kKU8DAw48dV40P-LL_3VwsLSrPNDfY/edit?usp=sharing
https://docs.google.com/a/csumb.edu/document/d/1yNNUtZIcVYWb4kKU8DAw48dV40P-LL_3VwsLSrPNDfY/edit?usp=sharing


Link to Youtube Video

TBA


