After School Club: Session 5 – Speed and Levels
Introduction

To make playing the game more of a challenge we are going to create a number of different levels.

Each time the level goes up the speed that the blocks fall through space will also increase!
By the end of this session your game should have several levels of difficulty and display the current level on screen.
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 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: Planning a range of levels for your game

Now that you have seen the effect of changing the block speed, the next step is to define these speeds as a series of levels which increase the difficulty of the game.

The first step is to think about when the game should change levels.  Play your game and note how quickly your score builds up.  At what score do you think you should be on each of the following levels.  Note the score on the sheet.

	Level
	Score

	0
	0

	1
	

	2
	

	3
	


STEP 3: Planning the speed for each level
To give you an idea of how the game changes when the speed increases we will first experiment with the default speed.

The speed of the game is determined by the length of time that a block remains static before moving to its new position one row lower.  It is important for you to know that:

For the purposes of our game, time is defined in milliseconds 
There are 1000 milliseconds in one second. So half a second is 500 milliseconds
How many milliseconds are there in 0.1 seconds?

How many seconds is 10000 milliseconds?

At the moment the blocks pause for 500 milliseconds at each row level. Use the following code to change the length of the pause and compile the game so that you can see the effect of this change:

setSpeed(1000);

This needs to go in the Student function(see the source code for more information)


You should try different values for the setSpeed function and make some decisions about the starting speed, the fastest speed at which it is playable, and the speed you want to have for each level.  Complete the table below with your different scores and time delays.
	Level
	Score
	Time delay (milliseconds)

	0
	0
	1000

	1
	
	

	2
	
	

	3
	
	


STEP 4: Altering the code for the new levels.
Here is an example of the code – you will need to insert the information from your table to set up your own levels.  You can add this code just before the end.

There are two preparatory steps which we must also include in the new code:
1. We need to create a new level variable using the same techniques as the last session  This should go near the start of the program:

int level = 0;
2. We also need to tell the program when to run the level function.  The best time to do this is in the procedure to checkForCompletedRows().  To do this, add the line as shown below:


STEP 5: Displaying the score as you play your game

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

To do this we need modify the graphic to display the score on the screen. 
Change the line as shown below:


STEP 6: Testing your game

Now play your game working through the levels.  If you find it is too easy or too hard then alter the code.

You might want to add more levels to the game to make it more interesting.

STEP 7: Get someone else to test your game

Get one of your friends to play your game and see what they think of it.



















	


	public void printScore(Graphics g)


	{


	g.setColor(RED);


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


	}





if(countGaps(rowNumber)==0)


			{ //Checks to see if the row is complete 


  //and if so performs the drop Array function


				gameScore = gameScore+rowValue(rowNumber);


				dropArray(rowNumber);


				checkNewLevel();





			}





class Student extends Game{





	// set initial score value


	int gameScore = 0;


	int level = 0;








	public void checkNewLevel()


	{


		if(gameScore==10){


			level = 1;


			setSpeed(500);


		}


		if(gameScore==20){


			level=2;


			setSpeed(400);


		}


	}








//PIECE DISPLAY AREA


	Student(Display d, List l)


	{


		super(d,l);


		setNumOfPieces( 2 );


		setSpeed(1000);


	}








