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Chapter 1: 
Introduction of the Game 

Anime School Teacher Simulator is developed as a bachelor’s thesis documentation for the 

department of computer science at Superior University Lahore. The aim of this documentation 

is to show the whole concept along with development processes, implementation design, and 

structure as well as its functionalities (functional and non-functional) and others. In this project, 

Unity3D Game Engine is used to develop this action based shooting game. 

Nowadays digital games are solving queries where children cannot involve in physical activities 

because they do little to do so, space limitations, and dangers associated with these activities. 

These problems can be solved by providing them 3d games like Third person games, 

 

1.1 Background: 
 
Before starting anything we must know the background of that specific niche. If we found 

something has already been developed then we can start working on its next upgraded module. 

By knowing the background we save our lot of time by just producing existing results. In our 

project, it’s a single-player strategy-based game where game play will be dependent on the 

logical thinking and planning. Players should have a sharp mindset to overcome other players' 

actions. Good technique usually requires playing and grasping the hand movements of players. 

 

1.2      Motivation and Challenges: 

The Biggest motivation behind choosing the game development niche was a keen interest to 

learn about new technologies. Now the world is going toward digital and virtual things so it was 

the biggest motivation part for me. The biggest motivation is for us to build an audience who is 

going to play our game and after reading their reviews to do improvements in our game is the 

biggest challenge for us. Addictive game play and attractive graphics are always a challenging 

part of game development. 
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1.2.1     Addictive Game play: 
 
The long-term sustainability of the game is measured by its addictive game play. The game 

result must impress new joiners of the game because it will be helpful to increase the 

impression rate of the game. In this way, we players will be interested to come again and again.  

 

1.2.2     Fascinating Graphics: 
 
Most players’ measure game quality by good graphics and it is quite true because the first thing 

that we notice in any game is its graphics. If graphics are ultra-level then definitely attracts 

more users. So we came to a conclusion and decided to use unity for our fps game project 

because of its good community support and it provides a lot of inbuilt plug-in so we don’t need 

to work from scratch like unity has its own physics and animation components.  

 

Good graphics play an important role in any project so unity provides a superb graphics system 

by doing little improvement so we can achieve good graphics in unity. The game contains 

graphics made in both Blender and adobe Photoshop. 

 

1.2.3     Single player Functionality:  
 
The biggest challenge is to introduce Single features in our game by using a photon cloud and 

its APIs. Also, it can be played offline in a single-player mode. This is the major feature of the 

game that seems to handle difficultly as none of them have the experience to make such a 

game.  

 

Our plan is to create a lobby system for our single player game in which players can create new 

rooms and can join existing rooms to play a game. 
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1.3      Goals and Objectives: 

Our goal is to design and develop an interactive single player game for the age group of 3 to 18. 

This game combines the elements of traditional games and elements of current successful 

games available in a market.  

 

Our main goal is to make game graphics and game play so unique so if a user comes to our 

game, the player should play for maximum time. Our main menu screen will play with the 

mindset of players when they see the initial buttons screen so the UI of the button should be so 

unique so the user wants to click that and interest will be shown by the user to discover more 

areas of the game. 

 

1.4      Solution and Overview: 

 

At the start of the game, a name panel will appear where the user will insert his/her name 

which will be saved into the game database. The next screen will be the main menu where 

users see buttons of single player from where the user will go to the next screen. After the main 

menu, the next screen will be a selection menu where users can select their favorite weapons 

to use in the game. These weapons can be upgraded by spending digital currency like in-game 

dollars or coins. 

 

When the user will select the single-player button the game modes menu will appear, there will 

be a level selection mode where the user will select the desired level, and as hits the play 

button the offline game will start. During game play whenever a player will kill any enemy, 

points will be given to the player. Similarly, after pressing the multiplayer button, users will be 

able to create a lobby and can join other lobbies to play with their friends or random players. 
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Chapter 2: 
Literature 

 
2.1      Introduction of Literature: 

 
Anime School Teacher Simulator games are getting famous because of ever-growing easy to do 

actions in Android. This is all due to the smart capabilities of the Smartphone. The physics 

behavior of bullets and weapons gives the player a real virtual experience. This virtual 

experience gives a feeling that we are using our favorite weapon and fighting with our enemies 

and that too on our mobile devices. 2015 and 2016 have been the year of virtual reality and  

games are enjoying the perks of it. The effects and graphics of the games today are way beyond 

our imagination. The features are amazing and keep updating according to the need of the 

game. 

 

2.2      Technologies Overview: 

Some of the best games developed in the past that inspire our project, we are elaborating their 

features and what makes them successful. 

 

2.2.1   Anime School Teacher Simulator: 
 
Anime High School Teacher Simulator to regulate your schoolroom by obtaining quiz take a look 

at. your anime faculty teacher and obtain excellent grades within the quiz take a look at that 

are conducted throughout the category at school life days. The virtual high school teacher 

anime girl games gets up early in the morning prepared for top school during this anime high 

school games. Multiple quizzes takes a look at what you have got to conduct from the anime 

faculty students and provides the mark per the paper try during this virtual high school teacher 

anime girl games. 

The high school teacher reaches school at the time and obtains the category frequently. The 

teacher then goes to his employees’ area and meets together with his colleagues in Anime 

School Teacher Simulator - Be the simplest student and obtain nice marks or grade A+. The 

virtual teacher starts the category attending of the varsity students during this virtual high 
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school teacher anime girl games. Get the daily quiz take a look at and learn plenty to reinforce 

your information and choose the proper answer during this Anime School Teacher Simulator. 

The anime faculty teacher began to do the introduction of the scholars within the educational 

institution teacher game. Afterward, the virtual teacher starts the teachings within the 

schoolroom. wonderful atmosphere journey alongside best faculty life days fun during this 

Anime school Teacher Simulator.  

2.2.2   Anime School Teacher Simulation (Mobile) :  

In this virtual anime high school teacher anime girl games, there are a lot of teacher simulator 

virtual activities to perform. Like some students are missing from the classroom and they are 

playing games in the high school ground instead of studying in virtual high school teacher anime 

games. So find them and give some punishment to counsel them being a responsible school teacher 

in High School girls simulator crazy teacher games. Now give lecture to the class students and solve 

their study-related problems in this anime school teacher simulator 2021. Now announce the 

surprise quiz for class students and make sure all the students participated. There are some 

students who are cheating on the quiz so find them and give punishment in this teaching life school 

game. So there is a lot of fun and joy of teacher role in this anime high school game. 

2.3      Summary: 

In this Anime School Scari Teacher Simulator game, there are plenty of teacher machine virtual 

activities to perform. Like some students are missing from the schoolroom and that they are 

enjoying games within the high school ground. Currently provide lectures to the category 

students and solve their study-related issues during this anime faculty scari teacher teacher 

simulator. Therefore there's plenty of fun and joy of scari teacher teacher role during this 

anime high school game. 
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Chapter 3: 
Requirement Analysis 

 
3.1      Introduction: 

Requirements Analysis is the process of defining the expectations of the users for an application 

that is to be built or modified. It involves all the tasks that are conducted to identify the needs 

of different stakeholders. Therefore requirements analysis means to analyze, document, 

validate and manage software or system requirements. 

Quality Function Deployment is a technique that translates the needs of the customer into 

technical requirements for software/games. It concentrates on maximizing customer 

satisfaction from the Software engineering process. 

 

3.1.1     Normal Requirement: 
 
Modules and Functions of the project usually discussed with the relevant people in the 

meeting, all these come under the Normal Requirement. 

 Normal requirements of our project are:-  

 
1. System should be user-friendly.  
 
2. Maintenance costs should be low as much as possible.  
 
3. Devices should be available in the market on which project will run.  
 
4. Project should be easy to start and understandable.  
 
5. Professional environment should be provided for the project.  
 
6. Expected completion target will be set by measuring coding and designing.  
 

3.1.2     Expected Requirement: 
 
These requirements are implicit to the system and may be so fundamental that the 

actor/gamer/ relevant people do not explicitly state them. Their absence will be a cause for 

dissatisfaction.  
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Expected Requirements are those which are not described while briefing but if we miss those it 
can be cause of dissatisfaction for them. 
 
1. Cost should be minimal.  
 
2. Quality should be better than previously developed games.  
 
3. Game should run on low-end devices also with the same performance.  
 
4. Lag should be minimum in game. 
 
5. Ad position should be at the right place so it could not irritate the user. 
 
3.1.3     Exciting Requirement: 
 
Requirements that customer usually doesn’t demand but if we add additionally it shows your 

professionalism:  

 
1. Game cheat codes can be provided additionally for excitement.  
 
2. Extra Rewards in game for users. 
 
3. Players compete with each other.  
 
4. Update of game with new features. 
 
3.1.4     Software and Hardware Requirement: 
Here are the software as well as a hardware requirement for this project to be work  

• (a) Software  

 

    • 3d Modeling Software’s 
 
    • Adobe Photoshop  
 
    • Unity 3D (game engine)  
 
• (b) Hardware 
 
 • Game will be playable on all android devices and tablets. 
 
 • It should not be dependent on the screen resolution of each device 
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3.3      Functional Requirements: 

 

Functional requirements are those that we have to implement in our game project. 
 
• Single Player. 
 
• Target Android-based devices.  
 
• 3D platform.  
 
• Multiple levels.  
 
• Action-based.  
 
• 2d GUI and menu system.  
 
• Testing for removing all the bugs in-game.  
 
• Written in C sharp for unity.  
 
• Photon cloud.  
 
• Models.  
 
• Upgrading and Purchasing game currency.  
 
• Graphical ejects.  
 
• Sounds and music.  
 
• Time integration. 
 
3.3.1     Single modes: 
 

The game is based on single. Single-player is for offline and the multiplayer feature is added 

when the user wants to play online with others throughout the world. 

3.3.2    Android-based: 

The game is for android cell phones. We decided to make a game for android the reason that 

nowadays android phones are going to be very popular. 

3.3.3   3D platform : 
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Our game is based on the 3d platform rather than 2d. But we implement buttons and game 

cover in 2d. 

3.3.6   2d GUI and menu system : 

 

The overall game will be in 3d but the GUI menu and button are in the 2D platform. 3d buttons 

are non-functional requirements. 

3.3.7   Testing: 

The game will be tested in the proper way until every bug is removed. Bugs in the game should 

be zero. 

3.3.8   Written in C sharp: 

The game is written in c-sharp code and is integrated into the unity 3d platform. Unity also 

supports other languages like boo and JavaScript but now these are depreciated from unity. 

3.3.9 Photon cloud API: 

We will use Photon cloud API’s to integrate 3rd person features in our game. Initially, we 

decided to use Unity's own cloud but later we decided to use photon cloud to connect the 

server. 

3.3.10 Models: 

3d models are made in a blender. As blender is easily integrated into unity 3d game engine. 

3.3.11 Textures: 

The model’s textures were satisfactory, although they were not always particularly uniform. 

3.3.12 Variety of Level: 

Different varieties of weapons will be offered into the selection menu where users can buy or 

upgrade different kinds of Stages to improve their gaming experience. 

3.3.13 Visual Ejects: 

Visual Effect enhances game play graphics and gives the overall game a fascinating experience 

through which users stick to the game for more time. Unity has a built-in component called a 

Particle system which is used to make visual effects, 

3.3.14 Sounds Effects and Background Music : 

Our plan is to use good background music because it suits the action type of game. Sound 

effects like bullet, walking, and button clicking effects are popular ones. 
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3.3     Non- Functional Requirements: 

 

Non-functional requirements are those that are not necessary to be implemented in the project 

if time is found then they may be added to the project later. 

 

Following are the non-functional requirements of our project. 

 

• IOS build.  
 
• Multi-level  
 
• Creation of 3D models  
 
• Using unity cloud  
 
• Battle Royale System.  
 
• In-app purchases.  
 
• Google play services 
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4.1     Introduction 

 

Adaptation of methodology in Game Development is necessary as it teaches us by which 

techniques our project should go next. By keeping this in mind we have to select the right 

process model for our project because success of the project will be dependent on the right 

process model. We have to see a few things before selecting any process model. 

 
● Estimated Time and Resources for our current Project. 
● Can we expect other requirements to be added later on. 

 

4.1.1   Development Process: 

 

The purpose of the development process is to ensure that our product will fulfill specific 

qualities such as product should be able to handle Robustness, usability and dependability etc. 

To have these qualities we have to choose the right development software model which 

provides proper strategies to handle and gain these qualities. 

 

4.1.2   Software Process Model: 

 

There are so many software process models which companies use to make the quality product. 

With these development life cycles, our process of designing, developing and testing any 

product goes smoothly at every stage. 

 

4.1.3  Software Development Life Cycle : 

 

Popular Game Studios go through SDLC for making game projects. By keeping in mind the steps 

of SDLC. we develop, maintain and alter qualities of specific projects. There are certain methods 

that are followed during the process of following it. Popular stages are: 

 

● Analysis of Requirement : 
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In SDLC, the most vital phase is analysis of requirements. First of all, the requirements of the 

project are analyzed. The reason is to judge the economical, technical and risk factors. If we 

calculate these things at start then the success ratio of the project increases with good 

numbers. 

● Planning : 

 

Once we are done with the analysis of requirements then further we have to be part of the 

product and document explanation where we will mention all requirements and details about 

our project. 

 

● Modeling or Product Design: 

 

The Final design is being selected at this stage  Now selected design will represent the complete 

architecture and flow of communication which we will be using later on in our project. 

 

● Implementation: 

 

Now it is the stage where our actual project will be implemented according to all proposed 

requirements from previous stages. The code guide lines will be followed by project developers. 

According to our project, a suitable programming language will be chosen for the project. 

 

● Product Testing: 

 

In SDLC, products are done in all stages but specifically at this stage testers usually identify the 

bugs and defects in the product and process it continuously until desired results do not come 

out. 

 

● Maintenance and Distribution: 

 

Once the standard and quality of product is according to desire, now the product distribution 

process continues under the company itself. Customer Value and feedback gathered by 

company teams which help them to improve the product in the next update. 
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4.1.4  Incremental Process Methodology: 

 

In an incremental process,  we can enhance the product qualities and function with time until 

all project is implemented. In this process, there are no specific requirements that we need to 

give at the start of the project, it can be modified with the implementation of the project. All 

modules are independent of each other, so new functions and modules can be added until we 

meet the desired requirement. 

 

Importance of Incremental Model: 

 

● When all the partial components are made then by connecting all these we get our final 
system. 
 

● Priority based a lot in this model, top priority components are handled first then moves to 
others. 

 

4.1.4  Current Project Model: 

 

After studying the incremental process model, we decided to choose this model for our current 

Anime School Game. The main reason to choose this model was the size and duration of our 

project. In a short time, we wanted to add the maximum amount of features that we could add 

in our game. 

 

After deciding our model, we divided our project into four phases. We assign the first phase for 

project planning, the second phase for game designing, third phase for game coding and the 

final phase for game testing. 

 

 

● First Phase (Game Planning) : 

 

Project success depends on the planning, if your planning is right and going in the right 

direction then there are more chances of your success. So our project plan was clear to give 

users a good experience and add a maximum amount of features in less time. 
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● Second Phase (Designing of Game) : 

 

Design is the thing which users see first in your project, if your design is interactive, user 

friendly and has good graphics then there are maximum chances users will not get bored or 

leave your project early. We, as group members, discussed a lot of ideas but we were not able 

to  decide which design should be picked. So after a lot of conversation, we got an unique idea: 

why not design our university map where players can move around and can see university 

buildings. Everyone liked this, and we decided to go with this. 

 

● Third Phase (Coding of Game) : 

 

Third Phase was dedicated to coding of game for which we used microsoft Visual Studio for 

coding c# langage. Unity Engine use c# language and we were quit comfortable with that 

because we had understanding of c# before. 

 

● Fourth Phase (Testing of Game) : 

 

Testing was the vital part of our game project because later on we could face a lot of bug issues 

in our game. We tried to test and debug games many times so we can reduce the risk of bugs 

on mobile devices. We make a test scenario for testing our game which we have discussed in 

our next chapters. 

 

4.2     Architectural Design: 

 

Our FPS Shooting Game have four main conceptual frameworks that are demonstrated below: 

 

● Computational Intelligence 

● Development Tools 

● Photon Cloud 
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4.2.1 Computational Intelligence: 

 

Our player are using Artificial Intelligence for intelligent behavior. 

 

Intelligent Agents:  

 

Intelligent Agents are those players who act like intelligent people who can identify where our 

target is, when we should move, which path is short and when to shoot our opposite player. In 

our online mode, we don’t need these agents because on every end there will be real players 

but in offline mode, we will have these agents on every level which can us if we go close to 

them or study them. 

 

Artificial Intelligence:  

 

AI is computer based calculation of tasks that human intelligence can perform at any specific 

point so we implemented some techniques in enemies where their behavior will be like some 

real human is playing but in reality it will be computer techniques. 

 

whenever ray will hit any obstacle the enemy will start moving into the opposite direction. 

 

 



ANIME SCHOOL TEACHER 

 

4.2.2 Development Tools: 

 

These are the following tools that we are using to build our Anime School Game: 

● Unity 3D Game Engine 

● Microsoft Visual Studio for C# 

● Adobe Illustrator and Photoshop 

● Blender for Modeling 

4.2.3 Photon Cloud: 

 

Unity 3D Photon Cloud API used to interact with other client side players. Currently this is a free 

version of photon cloud which allows 20 CCU means 20 users can play at same time . Our plan is 

to buy premium after uploading on Play store or App store.  

 

4.3     Detailed Design: 

 

As we were working on a multiplayer game, as we were proceeding new unique ideas came to 

our mind and we started implementing them side by side. 

 

4.3.1 Initial Concept: 

 

So our first idea was to create a single player game where users can play without the internet 

and by completing each level will get a reward with new guns that can be unlocked. It was quite 

simple and boring because now users want to play against each other so we moved toward our 

second concept. 

 

4.3.2 Second Concept: 

 

In the second concept, we thought of adding a multiplayer function because the internet is 

easily accessible nowadays so it can be a good option for our game where players can compete 

against each other and can play from any place around the world. 
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4.3.3 Final Concept: 

 

In our final concept we decided to implement both modes single player and multiplayer if the 

internet is available then users can play against each other or if there is no internet access still 

the game can be playable due to single player mode where users can complete exciting levels 

and earn reward. 
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4.4     Data Flow Diagrams: 
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4.4..1    Class Diagrams: 
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4.5     Use Cases Diagrams: 

 

 

 

Use case diagram for teachers  
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Use case for school system 
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4.6     Activity Diagrams: 

 

For student   
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For teacher  
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4.7     System Requirements: 

 

System must have following requirements: 

 

● Android Minimum OS  = 5.0 

● At Least 1 GB Ram 
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Game Design  

                            and  
Implementation 
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5.1     Screen Shots and Working: 

We have added screen shots of our Anime School Teacher Simulator Shooting Game in this 

section and explaining the working and functionality of the game. 
5.1.1   Main Menu : 

 

When the game will start, the first scene that will appear is the Main Menu. At the top of the 

scene, the game name will appear which is “Anime School Teacher Simulator Shooting”. 

 

 
 

 

All these buttons are intractable and have next scene loading data behind. On pressing the 

Single Player button the gun selection menu will be open, the multiplayer button will take us 

to the Lobby and the Quit button is used to exit from the game. 
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5.1.4   Level Selection Menu : 

 

On pressing the next button in the gun selection menu, a new level selection menu will be 

loaded. There are multiple levels all locked except the first level as you clear the first level. The 

next level will be unlocked which now you can access and the lock icon will be removed from 

this, similarly the process goes on. 

 

 

5.1.5   Single Player Scene : 
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This is the single player gameplay scene where the player is holding a gun in his hand and can 

shoot enemies. 

 

5.1.6   Player Controls GUI: 

 

 
 

 

There is a joystick on the screen with which we can move our player. 

 

JoyStick Up :  Player will run in forward direction. 

JoyStick Down :  Player will run in backward direction. 

JoyStick Left:  Player will move in the left direction. 

JoyStick Right:  Player will move in the right direction. 

 

There are other buttons on screen by pressing them, allowing the player to perform different 

actions. 

 

Jump Action : Player will move upward as the jump button presses. 
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Camera Movement : On a touching screen, the camera will rotate around in 360 degrees. 

5.1.7   Game Sounds: 

 

There are multiple game sound used in this game list of these are mentioned below: 

 

Background Music : At the load of every menu scene, attractive background music will be 

played which will please users to stick to the game for a long time. 

 

Button Click Sound : At the press of any button, there is a specific click button that will be 

played each time, it will show our player is interacting with the button. 

 

Level Complete Sound :  Whenever the player will complete, then a cheerful sound will be 

played which will give the user a feeling that he has achieved something. 

 

Level Failed Sound :  If a player fails to complete any level then an interesting sound will be 

produced which will give the feeling to play again this level. 

 

Player Waik Sound : Whenever the player will waik on ground, then the waking sound will play, 

that is the real world waik feel for game users. 

 

Fire Sound : On pressing gun fire button, bullet fire sound will play. 

 

Damage Sound : Whenever any bullet will hit our player, a hurt sound will play which will 

conscious our game user. 

 

5.1.8   Enemy AI: 

 

There are Single AI agents added in different levels of games that have capability to make 

decisions according to the situation. They use ray casting to identify what they are going to 

interact with. If on the front any collision comes, they can change their direction in the opposite 

direction. If there's a player near them, they will move toward the player and start shooting 

them. If a player goes out of the range they can start patrolling again between their waypoints.  



ANIME SCHOOL TEACHER 

 

 

 
These AI are capable of doing these: 

 

● Patrolling 

● Following 

● Collision Detection 

 

5.2     Important Scripts: 

 

Here are the few important scripts from the game. 
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5.2.1   Player Movement: 
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5.2.1   AI Movement: 
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Chapter 6 
                                            Test 

Cases 
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6.1     Upgrade Menu: 

 

 

Test Case ID 
 

Upgrade Menu 

 

Use Case Reference 
 

2 

 

Purpose 

 

Upgrade Menu is opening properly 

 

Environment 

 

Unity 3D 

 

Pre Requirement 

 

Click on Single Player Button 

 

Expected Result 

 

After Clicking on Upgrade it should work  

 

Actual Result 

 

Upgrade Event work successfully 
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6.2     Gun Purchase and Selection: 

 

 

Test Case ID 
 

Gun Purchase and Selection 

 

Use Case Reference 
 

3 

 

Purpose 

 

Buy and Select 

 

Environment 

 

Unity 3D 

 

Pre Requirement 

 

Click on Single Player Button 

 

Expected Result 
Player will move by clicking button 

 

Actual Result 

 

Player is Selecting Successfully 
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6.3     Single Player: 

 

 

Test Case ID 
 

Single Player Menu 

 

Use Case Reference 
 

1.1 

 

Purpose 

 

Open Single Player Menu 

 

Environment 

 

Unity 3D 

 

Pre Requirement 

 

Click on Game Icon 

 

Expected Result 

 

After Clicking Single Player Button  
 
Selection Scene should Open 
 

 

Actual Result 

 

Scene is Opening Successfully 
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6.4     Multiplayer Player: 

 

 

Test Case ID 
 

MultiPlayer Lobby 

 

Use Case Reference 
 

4 

 

Purpose 

 

Multiplayer Lobby View 

 

Environment 

 

Unity 3D 

 

Pre Requirement 

 

Click on Multiplayer Button 

 

Expected Result 

 

After Clicking MultiPlayer Button  
 
multiplayer Lobby should be Open 
 

 

Actual Result 

 

Lobby is Opening Successfully 

 

 

 

 

 

 

 

 



ANIME SCHOOL TEACHER 

 

 

6.5     Play Game: 

 

 

Test Case ID 
 

Play Game 

 

Use Case Reference 
 

1 

 

Purpose 

 

Play Game View 

 

Environment 

 

Unity 3D 

 

Pre Requirement 

 

Click on Game Icon 

 

Expected Result 

 

After Clicking Game user should  
 
Play Game 
 

 

Actual Result 

 

User is capable of Playing Game 
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6.6     Exit Game: 

 

 

Test Case ID 
 

Exit Game and student Reward 

 

Use Case Reference 
 

5 

 

Purpose 

 

Getting Reward and skills 

 

Environment 

 

Unity 3D 

 

Pre Requirement 

 

Join Any Single Player Level 

 

Expected Result 

 

After Exiting Game user should  
 
Get Reward 
 

 

Actual Result 

 

User is getting Reward 
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9     Level Clear: 

 

 

Test Case ID 
 

Level Clear 

 

Use Case Reference 
 

6 

 

Purpose 

 

Clearing of Level 

 

Environment 

 

Unity 3D 

 

Pre Requirement 

 

Must have clear previous Level 

 

Expected Result 

 

After Killing all enemies level should be  
 
completed 
 

 

Actual Result 

 

Level Completion is working perfectly 
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6.10     Create Room: 

 

 

Test Case ID 
 

Create Room 

 

Use Case Reference 
 

7 

 

Purpose 

 

Creating of Room 

 

Environment 

 

Unity 3D 

 

Pre Requirement 

 

Must have Joined Lobby 

 

Expected Result 

 

Class Room Should Create with name 
 

 

Actual Result 

 

Class Room is creating successfully 
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6.11     Join Room: 

 

 

Test Case ID 
 

Join Room 

 

Use Case Reference 
 

8 

 

Purpose 

 

Joining of  Class Room 

 

Environment 

 

Unity 3D 

 

Pre Requirement 

 

Multiplayer Menu 

 

Expected Result 

 

Existing Rooms Should be joined successfully 
 

 

Actual Result 

 

Existing Room is Joining successfully 
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6.12     Play Field: 

 

 

Test Case ID 
 

Play Field 

 

Use Case Reference 
 

9 

 

Purpose 

 

Play Field Working 

 

Environment 

 

Unity 3D 

 

Pre Requirement 

 

Level Selection or Room Joining 

 

Expected Result 

 

Play Field Should work properly 
 

 

Actual Result 

 

Play Field is working 
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                                          Chapter 7                                                 
            Conclusion and Future Work 
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7.1     Conclusion: 

 

The End product of the game looks similar to what we had thought before starting the project. 

We played with our friends and family members. Almost everyone loved our product so it's kind 

of a little success for us too before releasing it into the market. We tried our best in making this 

game by using the latest technologies and after analyzing trending games in the market. 

Although nothing in this word can be perfect so with time we will try to improve it more 

according to the users demand.  

 

7.2     Future Work: 

 

There is a lot of work that can be done to improve the game which we could not do because of 

the time limit. New features like flying mode and new maps can be added to make it more 

interesting. After reading the users data, we will try to optimize it more such as on which 

devices the game is lagging and crashing. Game Retention is an important concept in the app 

and game industry so we will be looking into how we can increase retention rate. New Bugs 

that we would face, it will be in our priority list to optimize them so users can enjoy a smooth 

and reliable experience of the game. 

 

7.2.1   Number of Users: 

 

Currently we are using a free version of photon cloud in our game for multiplayer purposes in 

which 20ccu users can play at one time. As the number of users will increase, the number of 

limits would also increase. 
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