Project 2
Due midnight, Thursday, March 3
Individually, or with one partner, write a simple interactive game showcasing your mastery of the Processing skills developed in weeks 1-9. (Please do not use additional material, except by instructor's permission.) This may be a refinement of your original game, or you may design a new game.
As a game, your project should have an objective for the player, with a change in the Processing display when the player achieves that goal.

Please include instructions for play in a comment at the beginning of your code, or as displayed text at the beginning of your code.
Grading Rubric:

· Program runs- 50 points

· Clarity of instructions to player- 10 points

· Program runs as described in the instructions to the player- 10 points

· Program is a fully-realized game- 10 points

· Code is informatively commented- 10 points

· Program uses text, arrays, or functions effectively- 10 points

· Extra credit will be awarded for particularly entertaining games, particularly good graphics, particularly good use of the concepts, or any other excellence that strikes the grader.

In class we mentioned some basic options. The player can click on, or otherwise select specific objects, stationary or in motion, to earn points. The player can avoid moving obstacles for the duration of the game. The player can avoid obstacles along a route to a goal. There are many other possibilities.

One concept that may be useful is that of a timer. You can use a counter that is incremented or decremented in the draw function to keep track of time. For example, the following structure will produce an animation that freezes when 500 frames have been drawn.
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int counter=500;
void setup(){
.

.
}
void draw(){


if(counter>0){


.


.

}

counter=counter-1;
}
} 

