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		My crew decided to have me to describe how to operate the game, almost like an instruction book. All of this is about the game we have as of now, without improvements. I have to describe everything in English, so here we go.
	First off, you start as the player. That is the little orange guy. He spawns in the corner of the map without any NPC’s touching him. He has two basic methods, which let him be controlled with the arrow keys. You use the four directional keys in order to turn and move. Forward/backward is to move and left/right is to turn count-clockwise/clockwise. Another method lets us rank up through the levels of the game. This is worked by a counter. Every time we eat the next animal in the food chain, the counter goes up one, allowing us to eat the next animal in the chain all the way until we beat the game.
	For the NPC’s, they use one basic way of moving around the world. Each one just roams the world, hunting down the player class, and if the counter of the animals that the player has eaten matched the amount needed for the NPC to eat the player, then that NPC become the enemy and eats the player. This isn’t very difficult to understand, because it isn’t very difficult code. They just roam around until they are allowed to eat the player. Also, they are spawned randomly around the world. 
	For the world, we used a grass background instead of the water background just because it was much easier to see the NPC’s and the player. The world just controls how and where to spawn the computers, and hopefully how the levels progress. The methods just grab a random number and if the random number from 1-100 is somewhere between a 1-10, then use that as the x, and do the same thing just mentioned for the y coordinates of the object to be placed.
[bookmark: _GoBack]	That’s about it so far, and hopefully levels will be effectively added. I personally want to put better backgrounds in the level.   
