
2 D  P I X E L  

E - L E A R N I N G  G A M E



• EVERY   GAME   WILL   START   

WITH   SIMPLE   MENU

• YOU   CAN  EITHER   CHOOSE  

:   PLAY    

:   SETTINGS

:   QUIT



• HERE WE   CAN   ADJUST   OUR   

RESOLUTION   OR   MAKE   IT   

FULL   SCREEN

• THE BOTTOM BUTTON

ALLOWS   US TO GO BACK TO

STARTING MENU



• AFTER   HITTING   THIS   

BUTTON   WE   WILL   JUMP   TO   

LOGIN   AND   REGISTER   

CREATOR   PAGE

• : UCZEN IS A TOGGLE WITCH

PERMITS TO SELECT

BETWEEN   STUDENT   OR   A   

TEACHER



• NOW THE FUN BEGGINS   WE   

CAN   CHOOSE   HOW   OUR   

INDIVIDUAL  WILLL  LOOK  IN  A   

GAME   



• THIS   WILL   BE   PLATFORM   

FOR   TEACHER   LETTING   HIM   

ADD   QUESTIONS   AND   

ANSWERS   TO   THE   GAME

• AFTER ACCEPTATION.  FIELDS   

WILL  CLEAR THEMSELVES.   

THAT  WAY WE  CAN   EASLY   

ADD  ANOTHER   QUESTION



• HERE   WE   HAVE 

:    TIMER 

:   4ANSWERES   FIELDS  

:    QUESTION. 

• IF   PLAYER   STANDS   IN   A   

CORRECT   ANSWER   FIELD   

AFTER   THE   COUNTER  HITS  0   

HE   WILL  GET   POINTS.   

AFTERWARDS   NEXT  

QUESTION   WILL  APPEAR   ON   

THE   SCREEN.



• OUR GOAL IS TO CREATE ”CITY” WITH   MANY   OPTIONS   FOR   TEACHER  TO 

INTREST   AND  TEACH   STUDENTS.  PROVIDING  ENTERTAINING   SPACE   FOR   

STUDENTS   TO   WALK  AND   DISCOVER   PIXEL   WORLD   WHICH   WILL   HAVE  

MANY   SIGNS   AND  SCULPTURES  WITH  SUITABLE  DESCRIPTION.

• AS YOU CAN SEE WE MENAGED TO MADE  PROTOTYPE   OF   SIMPLE AND

INTRESTING QUIZ. OTHER IDEAS   WE HAVE   IN   MIND   ARE   GAMES   BASED   

ON   QUIZES   BUT   WITH   MORE   COMPETETIVE   ACTIVITIES   FOR   PLAYERS   

THAT  EVERY  OTHER   GAME   WILL  SEEM   DIFERENT  THAN  PREVIOUS.





:     KACPER   PYRZANOWSKI

: BARTEK    DABROWSKI

: KUBA   DUDEK

:     SZYMON BANKIEWICZ


