After School Club: Session 6 – High Scores
Introduction

By the end of this session your game should will be able to detect high scores and prompt the player to enter their name against their high score. 

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: Detecting a high score and prompting the player for their name
The basic process for adding a high score is
1. Check current score against the previous high score.
2. If current score is greater than previous score then
3. Prompt player to enter a name.
4. Store the new high score
The basic code to accomplish this is:
	public boolean checkHighScoreStudent()


{



if(gameScore>getHighScore(1))



{




storeScore(gameScore,1);




askName("What is your name?");






return true;



}



else



{



return false;



}


}



Enter this code at the end of your student.java file and then run the game to check that the high score function works.

STEP 3: Setting the second highest score
Extending the highscore procedure to cover the other high scores will really make you concentrate on those curly brackets.
The basic code for the second position is:
	public boolean checkHighScoreStudent()


{



if(gameScore>getHighScore(1))



{




storeScore(gameScore,1);




askName("What is your name?");






return true;



}



else



{




if(gameScore>getHighScore(2))




{





storeScore(gameScore,2);





askName("What is your name?");







return true;




}




else





return false;



}


}


Note how the indenting has been used to help line up the ‘if’ and ‘else’ blocks along with the curly brackets.
Using copy and paste add the code above for the second position and test it.

STEP 4: Setting up to five high scores
In a similar manner add the code to cover the other positions up to position 5.

Test each one as you write it.

As you are playing and testing your game you may decide that you need to alter the levels and the speeds to make the game playable.

You will find all these settings in the checkNewLevel procedure.





































