After School Club: Session 4 – Scoring 
Introduction

By the end of this session your game should be able to keep a score of your completed rows and display this score as you play the game.
Remember to ask the mentors if you get stuck.

We hope that you enjoy taking part in the club!

STEP 1: Running the program.

1. Run the ktoolbar program which is found as an icon on the desktop.
2. Click on the “Open Project” button.

3. Find your ID number and click OK, then click on the “build” button, then click on the “run” button.

Any problems? Ask your mentors!

STEP 2: Setting up the scoring system for your game
You should now have a program that generates a series of blocks at random which you can rotate and move to the left and right as they fall through space. Your game also detects and deletes complete rows. To make playing the game more of a challenge we will now create a scoring system to record how many rows you have completed and deleted. This session will show you how to write the code to do this. Next week we will show you how to create different levels for your game.

Before we start, we need to think about how computers first store and then update numbers.
Each number is defined as a “variable”.

The variable has a name, here it is “gameScore”.

The variable has a value, here it will be a whole number or “integer”.

At the beginning of the game the variable “gameScore” has a value of zero. We must tell the computer that this is the case by inserting the following code:

// set initial score value

int gameScore =0; 
This must go near to the start of the program just after the start of the class as shown below:

Now we must set the value by which the variable gameScore increases each time a row is completed.
Assuming that completed rows may have different values this should be done using a line like
gameScore = gameScore + rowValue(rowNumber); 
This line should be inserted into the routine to check for completed rows as shown below.


The function to work out the value of a row must also be written.  You will need to copy this complete routine in just above the routine to check for completed rows.


Step 3: Displaying the score as you play your game

Now, when playing the game it is useful to see the score on the screen in real time. 

To do this we create a “graphic” to display the score on the screen.  This routine can be placed just after the one above.

STEP 4: Check your code so far...
You should now be able to test your scoring system by playing the game and completing the bottom row.

STEP 5: Additional ways to customise your game
There are a number of extensions below that you might want to try out.

a)
Change the colour of the text for your scoring system?
b)
Change where the graphic appears on your game?

c)
The code below replaces the routine to work out the value of the row 

Replace your rowValue routine with this one and complete this routine so that it gives a different score for each of the different colours that a block could be:

RED; BLUE; YELLOW; WHITE; GREEN; PINK; ORANGE; PURPLE; BLACK

Extension Activities
1)
You might like to take the row number into account when scoring.  The higher up the screen the row is the harder it is to complete the row.  Can you see how to make the score depend on the row number?  Try your ideas out by altering the code.

2)
If you complete more than one row at a time you might like to change the scoring process so that two rows completed together scores extra points. 
Have a go at writing the code for this extra function.

You mentors will be able to provide advice about this.



















public int rowValue(int i)


	{


		int count = 0;


		for(int j=0;j<ARRAY_WIDTH;j++)


		{


			if(gameData[i][j]==Block.BLUE)


				count = count+1;


			if(gameData[i][j]==Block.RED)


				count = count+2;


		}


		return count;


	}








public void printScore(Graphics g)


{	g.setColor(Block.RED); 


	g.drawString("Score:"+gameScore,0,0,Graphics.TOP|Graphics.LEFT);


}





public int rowValue(int i)


{


return 1;


}





public void checkForCompletedRows()


{


	// check the bottom row on the screen


	int rowNumber = ARRAY_HEIGHT-1;


	


	for(rowNumber=0; rowNumber<ARRAY_HEIGHT; rowNumber++)


	{


		if(countGaps(rowNumber)==0)


		{ //Checks to see if the row is complete and if so 


Increases the score and performs dropArray function


		gameScore = gameScore+rowValue(rowNumber);


		dropArray(rowNumber);





		}


	}


}





class Student extends Game{





	// set initial score value


	int gameScore = 0;








