After School Club: Session 6
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 in the start menu at software/computing/java

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
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 and keeps a score of the number of completed rows. Your game progresses through a series of levels and with each one the blocks fall more and more quickly. Now we are going to look at how to detect and record high scores. We will also show you how to create a high score menu so that you can look up the highest score to date. Next week we will show you how to change the information provided to a player via the menus.
At the end of a game you need the program to check this score against the previous score and check whether this is higher. If it is then the game should prompt the player for their name.
To do this we need to set up a procedure as follows:

1. Check current score against the previous score.
2. If current score is greater than previous score, generate a message to say that they have a high score.
3. Prompt player to enter a name.
4. Store the score and the player’s name
5. When the player then looks at the high score page, their name and the new score should be displayed.
When the form asking for the player’s name appears, you can decide how it will look; think about:
1. What message will you display when a player gets a high score?

2. How will you ask the player for their name?

3. How much space will you allow for the player to enter their name? 

The following procedure in the student.java file gets the current high score and checks to see how it compares to previous scores. If this is the case the game runs the procedure called askNameAndStoreScore which gets the name of the player, stores the score and name in the database:


public void checkHighScoreStudent(){



int storedScore;



storedScore = getHighScore();



if(gameScore>storedScore){




//We have a new highscore




askNameAndStoreScore("What is your name?","Well done a new highscore of:"+gameScore+"!",30,gameScore);



}


}

The askNameAndStoreScore function is defined as follows:

askNameAndStoreScore(prompt for the user, message to display, characters allowed for the name, winning score)

STEP 3:  Updating the high score page

The next step is to update the high score page to display the score. The following procedure needs to be amended in the Tetris.java file at the end of the updateScores procedure (which starts on line 95).
HighScores.append("Player name:" + hs.name+"\n"+ "Score: "+ new Integer(hs.score).toString());

You should also now have an extra menu on your game called High Scores (or similar) which you can look at whenever you like.

Additional Notes for Teachers
As always the Game.java file needs to be updated, but ALSO so does Tetris.java.  Below are the code additions for the Game.java file (I am assuming that you will just replace the Tetris.java file).
Line 32: class Game extends Canvas implements CommandListener {

Line 62: private int studentScore=0;

Lines 418 - 477:


public int getHighScore(){



DataInputStream is;



HighScore hs = new HighScore();



try{




rs=RecordStore.openRecordStore("highscores",false);




byte[] data = rs.getRecord(1);




is = new DataInputStream(new ByteArrayInputStream(data));




hs.name=is.readUTF();




hs.score=is.readInt();




is.close();




rs.closeRecordStore();



}catch(Exception e){System.out.println("Read error!");}



return hs.score;


}


//Exercise 6 stuff


public void askNameAndStoreScore(String prompt, String message, int charSize,int score){



//This function puts a textbox on the screen to ask the user



//for their name



textbox =new TextBox(prompt,"",charSize,TextField.ANY);



textbox.addCommand(OK_COMMAND);



textbox.setTicker(new Ticker(message));



textbox.setCommandListener(this);



display.setCurrent(textbox);



studentScore=score;


}


//Exercise 6 stuff


public void commandAction(Command c,Displayable d){



//This deals with what happens when the user presses 



//the ok button after inputting their name



//



HighScore hs = new HighScore();



if(c==OK_COMMAND){




hs.score=studentScore;




hs.name=textbox.getString();




try{





//Writes the new score and name to the database





rs=RecordStore.openRecordStore("highscores",false);





ByteArrayOutputStream baos = new ByteArrayOutputStream();





DataOutputStream os = new DataOutputStream(baos);





os.writeUTF(hs.name);





os.writeInt(hs.score);





os.close();





byte[] data=baos.toByteArray();





rs.setRecord(1,data,0,data.length);





rs.closeRecordStore();




}




catch(Exception e){System.out.println("Error!!!");}




display.setCurrent(list);



}


}

Bug Fixes

Andrew has noticed one bug that Game.java file, that meant an end game was not correctly detected. To fix this you need to go to the movePiece function and change the lines starred below:


                //Bug fix



***     if(bottom || (hit && !top && pieceX!=1)){





addPieceDataToGameData();





checkForCompletedRows();





selectPiece();





repaint();




}




else{





//Bug fix

                     ***          if(hit && (top||pieceX==-1)){






gameOver=true;






t.cancel();






checkHighScoreStudent();






//display.setCurrent(list);





}





else{






pieceX=newPieceX;






pieceY=newPieceY;






repaint();





}




}

FYI: These lines used to look like:-

if(bottom || (hit && !top && pieceX>-1)){ if(hit && (top||pieceX>-1)){

Errors in the Code

If there are any strange errors that you or your students are having when you are running the code would it be possible to get in touch with Andrew?  He needs to know what the error was, plus any code that was being run. 





































