After School Club: Session 7 – Aesthetics
Introduction

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. It also progresses through a series of levels and with each one the blocks fall more and more quickly. A page showing the highest score recorded to date along with the player who achieved it can be displayed.

This session will concentrate on the presentation of your game – you will be designing your Title and About pages, and writing your rules. By the end of this session your game should be complete. Next session we will upload your game to a website and if possible we will transfer the game to your phone.
Remember to ask the mentors if you get stuck.

We hope that you have enjoyed 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:  Time to get creative: Title Page
The first page that you will need to improve is the Title page.  This is a graphic which pops up as soon as the program is loaded. To do this open up (in any paint program) the title.png file which is stored at:

<location where the work files are stored>\<Your ID>\res\iblock\resources
It is currently just a blue square, which is a bit boring, so add your own design to make it more interesting.

Now go to the Student.java file, and find the following selection of code:

	
public static Title getTitlePage(Display d, List l){



return null;


}


It needs to be changed to look like this:

	public static Title getTitlePage(Display d, List l){



return  (new Title(d,l));


}


Now run the game, you should see your title page appear when it first runs.

STEP 3: Adding the heading to the about page.
The about page displays details of the authors of the program.  At the moment it looks like the example on the left.  We want to make it look more like the one on the right!
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First you need to create the picture for the heading where it says TETRIS.
To do this use Microsoft Paint and create a picture that is 100 pixels wide by 20 pixels high.

Write the word TETRIS in this picture and colour it in as you desire.

Then save it as a png file called heading.png.  It needs to be put it in the following directory: <location where the work files are stored>\<Your ID>\res\iblock\resources
You will need to add some code to the student.java file to display the picture just under where it says


// display the heading picture


STEP 4: Adding your name to the about page.
This is an easy one.  Just find the line which says:

// display the written by details

About.append(new StringItem("Written by:", "unknown"));

And replace the unknown person with you!

STEP 5:  Adding your picture to the about page.

You can add a picture of yourself to the about page in a similar way to the heading image.

First you need to find a picture of yourself (if you do not have one then ask for a digital camera).

Then you nee to use Microsoft Picture Manger to resize it and save it as a png file.  The file should be stored in the same location as before (<location where the work files are stored>\<Your ID>\res\iblock\resources).
Then you need to add some code to display the image. Add this just below where it says

// display the written by details


About.append(new StringItem("Written by:", "unknown"));


Note the parts of the code you need to change from the standard picture code have been highlighted for you.

STEP 6:  Editing the Rules Page

To help a new player to understand how to play your game, you will need to write a set of rules. 

For example, you might want to tell someone:

· What the purpose of the game is, ie. to complete rows by moving and rotating the shapes until they fit neatly together
· How to play the game, i.e. which keys do what

· How you can score and how much you score each time a row is completed

· How they get into the high score table.
You can add other details about the game if you like.
You need to go to the getRulePage function in the student.java file.  After the line: //Add rules here,  you may add the text of your rules.
You can use a line like:

rules.append(new StringItem("Rule Heading",""));

Each time you want a new bold title on the screen.

The bulk of your writing can be added with lines like

rules.append("Add your text to describe the game here\n");

Note that the \n makes it start a new line.
If you really wanted to you could add a picture to this section as well – perhaps a RULES title.



























about.append(ImageCreator.create("me"));





// display the heading picture


		about.append(ImageCreator.create("heading"));








