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In CS2, our mid-semester project was to design and implement a scrolling game expressing creative themes by transforming the provided code into individualized projects.
This was our first opportunity as introductory students to code to our own creative impulses. From the basic starting files, each student built upon the provided code to
implement the scrolling game basic mechanics and then freely expanded the game to have its own rules, theme, and logic. This assignment not only helped improve our coding
in Java, but also launched our imaginations in programming beyond the scope of precise guidelines.
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Students worked on the project up until the deadline, not
pbecause It wasn't complete, but because they had their
own Initiative to constantly improve their project. Because
of the amount of work and creativity that went into our
games, we finished feeling very proud and excited to
share what we created. This assignment not only
challenged us creatively, but also showed us that we
developed skills that are essential to real world
applications.
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