Internal assessment: Example 4 Student work: Appendix 1
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Appendix 1 - Scripts

1. Sprite Scripts

when clicked Rt

Sprite moves to bottorn of

go to x: Ve -120 stage and player to go I
chosen randomly

set game to m
sat plaver |to  pick random m to

if plaver = [

CEVH Cormputer to go first BT secs

EEUS vou go first click on the pot to emphy BE08 seCs

broadcast n

when I receive 0 -
. Sprite roves dockwizse ||
¥y posi

x position -

. Sprite rmoves ant-clackwise
when I receive rmo

else

i if osition < and © x position
change x by LE o B

X change x by
elsa 12 =

= set flag |to
"

broadcast

if x position

Jset ¥y to m

else

p if y position = [l]l and © x position :
change x by

%

broadcast

change = by
b
set flag |[to
b

broadcast | score

else

I broadcast last
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when I receive ™

player =
-

If player then rmove to clicked pot otherwise decide I
best computer move

repeat a

set rank
»

tom hd

far 2ach

et termp: to temp + item | temp of computer pot

It
and

if temp2 temp2 :

repeat until  tempz =i

if item (temp2 of =F or item temp2 of =

rank | by item ‘temp2 of :

by B

change
13
change ternp

else

tom

set t=

¥

replace item with | ranlk
»

change by

¥

sat =]
3

set

to
tom
tom

rank

3

sat high
»

repeat a

if item [ temp of P highest
find pot with I

sat highest |to highest scare

{3
set rank

item | temp of P

to temp

¥
change temp
=

by
I:

if rank =i

set temp
"

to pick random to a

-

repeat un not © item | temp + G of unts [0

ar choose I
- randorm pot
set temp

to pick random to B

¥

set
.

rank |to temp

h I
set fl
3

g tom
set x to -

3
sat y to
»

-
rank -
move to pot Il

broadcast
L

AN

-

find last pot to I
drop zeeds

-

calculate score |
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when I receive |

Maove finished, Chack to see if I
next player can go

to

to

temp to

repeat E

if not © item temp of =zeec nts —0
st game |to [i
13
change ternp
if game =
broadcast G: ? S

else If next player cannot go I
I garne finished

if

broadcast ™ -

Start next player move I
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2 Pot Scripts

Start of game. This pot belongs to Player. Computer pots are 7 - 12 place is the only variable
unique to each pots.
All player pots have the same scripts after place is set.

when clicked

set place [to -
thiz iz pot 1 [

go to x: |G+ EE* place - ¥:

At beginning of
arme go to I

replace item | place of = t= | with [E] Enrrectgplace.

saed count for I

thiz pot sat to 4

switch to costume seed4 -

visible with 4 I

seeds

The pot object was created and all player pots pot1; pot2 .....

when potl clicked

-

plaver clicks and
pot changes Il
colour -

; repeat until no I
set flag |[to [ zeads left
{2

say item | place of =
[ =

L2

replace item [ place of seedCounts |with | item | place of s=edCounts -
13

switch to costume | costume # - . et

— redue seeds and
. change I
change color | effect by casturme

b
set flag |to
b
set last |to

‘__
broadcast =

call ta calculate I
scare

The Computer pots start this method with

when I receive computerGo

player = IE
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when I receive

touching

change flag |[by
3

replace item
-

place of with

switch to costume
L —

costume # +

This method is identical for Computer pots

when I receive
if touching £

change flag
|

player = [i] and item [ place of : ounts

change P by item place of ounts
replace item place of

»
switch to costume
(.

player = and item | place of :

item | place of

when I receive

non visible and
end of game

This is identical for both type of pots.

item | place of

=B or

AN

-

change number
of seeds and
costume when
seed dropped

-

item | place of == & peper
cormputer and
there are 2 or 3
zeeds in pot add ||
to computer

score and empty
pot

-
zptite to go back |
-

no score on to
next player,

- 1o Counts

item | place of see
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3. Stage Scripts

when clicked

switch to background mancala

Clear scores and set background colour

when I receive Same Ouer

if PlayerScore > ComputerScore

switch to background play
L —

if ComputerScore = PlayerScore
switch to background computer win
L —

if ComputerScore = PlayerScore

.switch to background drauw
Nl

Check for a winner or a draw and change background accordingly.
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