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Wall will be static using a line to check for collision with the character, so when there is a collision with the character, certain movement of the character will be disabled so as not to allow it to walk through the wall. A line will be used for the wall to check for collision with the character box. Optimization of the wall collision is critical as there is lots of walls around therefore it may takes up high amount of computing power. An algorithm will design in order to only render walls and checks collision that is nearby characters.  
Coin will be static and using a box collision to check for collision with the character, so when there is a collision, Coin counter will be incremented and coin will be set to disappear. The collision will happen when Coin box collide with Character box.
Gem will be static and using a box collision to check for collision with the character, so when there is a collision, Gem counter will be incremented and will be set to disappear and the character will have ability to kill monster. The collision will happen when Gem box collide with Character box.
Monster will be moving around the maze at restricted area, a box collision will be use to check for collision with Character, Wall and Coin. So when there is collision with the character, character’s health will decrease and will game over character health is 0. Collision with wall will change the movement of the monster and changes its route. Collision with coin will then increment monsterCoinCounter and set coin to disappear. The monster will only move when player is nearby so as to save computing power when the character is not nearby.
Character will be controlled by player to move around the maze so using boxed collision to detect Wall, Coin, Gem and Enemy. Collision with item like coins and gems will be same as the above description. And for collision with a monster, player will deduct health and if the player have gem, it is able to kill the monster.
