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Abstract-Games are a fundamental way that humans interact and learn. They provide so many advantages for people of all 

interests and abilities. The main benefits of using computer games as learning tools, is related with problem solving, 21st- 

century skills, integration of learning and assessment, collaboratives and interactivity, addressing cognitive as well as affective 

learning issues, and motivation for learning. Gaming is gaining a different level of attention not only from the youngsters but 

also from different age people. It is creating a virtual world where we can virtually live our life. Gaming has gained importance 

in Desktop application as well as in Android Application. The objective of the following paper is to give information about pc-

based game designs. In this paper a 2d game generation is described. The game is “Brick Blasters”. It is a 2.0 version of this 

respective game where its background theme and many other aspects are changed. Different levels and different attraction 

have enhanced the game in a new way. 
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I.INTRODUCTION 
 

Brick Blaster is incredibly simple yet very addictive 

classic game where the player needs to break all the 

coloured bricks on each level and battle your way through 

all the levels present in the game to become a best Brick 
breaker hero champion. Brick blaster is an interesting 

bouncing game. In our project we have given a new look 

for this game, a new setup is introduced in this game with 

new powerups are introduced to make this game more 

exciting. 

 

1. Aim: 

The aim of the project is to create a 2D game in pc where 

users can access the game with ease. Today many games 

are being produced in market. But this game is a new and 

a better version of a classic popular game which will 

increase the curiosity and eagerness among the users. 
Many action games are available today in market, but they 

are lacking in problem solving skills. The major aim of 

this project is to increase the problem-solving skills among 

the users. 

 

2. Scope: 

The scope of the project is to develop a PC based 2D 

Game   The programming language which will be used to 

build this game is C and opengl. The game will be 

influenced from Brick Breaker; the game will have space 

background and theme.  Asteroids, Meteorites will be 
present as background of the game. The ball in the game is 

considered as a comet.  

 

First the player has to move the board which will be 

situated at the bottom of the screen and there will be a ball 

which will bounce after it comes in contact with the board 

and hit the bricks. Once all the bricks are destroyed, the 

level will be completed.  

 

There are Five Levels in the game at this point. There are 

three life lines which is given to the player when the ball 

does not come in contact with the board. Standard of Each 

level will be increased with increase of number of bricks 

in each level. The board will move horizontally and will 

be controlled by the keyboard. 
 

II. LITERATURE SURVEY 
 

1. Survey of Existing System: 

In the classic game, the graphics of the game was very 

underrated. By a survey conducted on 2018, it is said that 

because of bad graphics and design users find it difficult to 
concentrate on the game. In a Survey it is also noticed that 

the difficulty levels of the game are ridiculous and there 

was no synchronization in the difficulty level. It is noticed 

that the audio quality is not up to the mark. 

 

2. Limitations of Existing System: 

The Previous Systems did not have a good control engine. 

The buttons and other elements were not more 

Highlighted. The previous System didn’t have many 

moving elements in the game. Like powerups were not 

implemented at any level, paddle movements were 
restricted always. 

 

3. Survey Methodology: 

Our survey consisted of 4 multiple choice questions: 
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Fig 1. SURVEY QUESTION 1 

 

 
Fig 2.Survey Question 2 

 

 
Fig 3.Survey Question 3 

 

 
Fig 4.Survey Question 4. 

 

III.  SOFTWARE DEVELOPMENT LIFE 

CYCLE 

 
1. Software Analysis: 

The software model used in the project is Prototyping 
Model. 

 

 
Fig 5.Prototype Model 

 
Step 1: Requirements gathering and analysis 

 A prototyping model starts with requirement analysis. 

Where communication between software Engineer 

and customer meets and define overall object base and 

identify the requirements. 

 In this Project, Scope is presented as the 

Requirements of the game. 

 

Step 2: Quick design 

 It focuses on requirement which are visible to users 

on their screen. 

 In this Project, The Wireframe Model is represented 

as Preliminary Design. 

 

Step 3: Building a Prototype 

 In this phase the actual prototype is built from the 

information gathered from Quick Design Phase. 

 In this Project, the result figure is represented as an 

actual prototype. 

 

Step 4: Initial user evaluation 

 Here, the initial product is produced to the customer 
and weakness and strength of the product are 

gathered. 

 

Step 5: Refining prototype 

 If the Customer is not happy with the prototype ,then 

changes are made. 

 This phase is not complete until the changes are 

approved, once they are approved ,final product is 

implemented. 

 In this Project, the sequence diagram is represented as 

refining of the prototype. 
 

Step 6: Implement Product and Maintain 
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 Once the final product is implemented, it is delivered 
to the customer and regular maintenance is done. 

 The final application will be the required product. 

 

IV. METHODOLOGY 
 

 User Module: User can play the game here  

 Levels Module: Here levels will be given to the player 
(User) which they have cross in each stage. 

 Powerups Module: Here Player can use powerups to 

ease the level like:Speed booster powerup, Paddle-

length increase  power-up, Life increase power-up. 

 Sound: Audio will be provided whether to mute or 

increase the sound of the game. 

 Life: Player will be given few lives when they will fail 

to complete the level. 

 Instruction: Instruction about the game will be 

provided to the player. 

 Open Gl: The OpenGL specification describes an 
abstract API for drawing 2D and 3D graphics. Although 

it is possible for the API to be implemented entirely in 

software, it is designed to be implemented mostly or 

entirely in hardware. 

 

V. PROPOSED SYSTEM 
 

1. Architecture Diagram: 

 

 
 

Fig 6.Basic Architecture Diagram. 

 

This is the sequence diagram of our project. First, the 

player will open the application. Then, the Game object 

will initialize Resource Manager, Game Object Manager, 

UI Manager and Command Manager.  
 

After initialization of all these objects, menu will be 

displayed and the player will click start button to Start 

button to start the game. Then, the Rendering System will 

get initialized and it will load the game. The user will 

move the paddle horizontally with the help of arrow keys 
in the keyboard.  

 

2. Detailed Sequence Diagram: 

 

 
Fig 7.sequence diagram 

 

Then, Collision Manager will get initialized and it will 

handle the collision between different objects of the game. 

If the ball collides with the brick, then powerup will come 

up at certain time. The user can pause the game at any 

moment. There will be 3 lives and once the user loses all 

of them, the game will be over else level will be updated. 
There are total 5 levels to enhance the game. Once the 

game is end, the Score Manager will be initialized and the 

score will be displayed. Lastly, the user will get two 

options: one to Restart the game and the other to Quit the 

game. 

 

VI. RESULTS & DISCUSSIONS 
 

 
 

Fig 8.Home Page Of The Game 

 

Thus, we will have to develop a 2D game design which 

will run on PCs. The game will be a better version of the 

classic game Brick Blasters. The levels will be clearer and 

easily accessible to the users. The game will be more user 

friendly now, with better instructed rules.  

 

The powerups will produce more curiosity and 
distinctiveness among the users which will increase the 

games popularity. The game will give new background 

theme like asteroids, meteorites which will increase its 
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popularity. The graphics and audio of the game will be 
developed in a different way to reach today’s necessities. 

The Control of the game will be with more ease. The 

collision factors between the bricks and the balls will be 

increased. The user will be given three lives and after 

using his/her three lives, the game will be over for the 

user.  
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