Analiza igre in programske kode
Poglavje 1

	
Ime in priimek: ________________________________________________________
DEL 1 – Analiza igre – pravila, program, struktura
S sošolcem odigraj igro Chase and Gather Pro game: http://aka.ms/ChasePro 
Pogovorita se o igri (kaj vama je bilo všeč).  
Zapišita odgovore na vprašanja v zvezi z odigrano igro: 
Kaj je cilj igre?
 
 
 
Kako poteka točkovanje v igri (kdaj dobimo točke)?
 
 
 
Koliko časa imamo, da lahko začnemo igro? 
 
 
 
Kdaj se igra konča?
 
 
 
Koliko časa sta porabila, da sta ugotovila pravila igre?
 
 
 
Opišita hitrosti v igri.
 
     
 
Je igra zanimiva, ali je prezahtevna?
 
 
 
Kaj sta morala narediti, da je bil vajin rezultat boljši?
 
 
 
Kateri  elementi s seznama objektov, ki ste jih dodajala na zaslon pri začetnih urah (“ustvari kolaž”), so bili prisotni v tej igri?

 
NASLEDNJI DEL: DEJAVNOSTI ZA UČENCE

S sošolcem odgovorita na naslednja vprašanja o igri:
1. Kaj naredimo, da lahko začnemo igrati?
1. Kako se figura "hero" premika glede na naše klikanje?
1. Opišite, če lahko vidimo, kakšen je trenutni rezultat igre, koliko točk smo zbrali in koliko življenj nam je ostalo?
1. Kaj moramo narediti, da se rezultat poveča, in kdaj, oz. ob katerem dogodku, se nam točke zmanjšajo?
1. Kaj se v igrici naključno spreminja?
1. Naštejte tri dejstva, za katera menite, da so povezana z matematiko in so poleg točkovanja uporabljena v tej igri.
1. Naštejte 4 primere, v katerih moramo v programu sprejeti določeno odločitev.

 
 


Programska koda za omenjeno igro:
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func%on!main!()
var*game!board!:=!♻ game →!start!with!fixed!size(800,!400)
♻ game →!splash("Tap!the!screen!to!change!Bot's!direcDon.\nGather!the!tasty!stuff,!avoid!the!rest!")



with*seconds!=!2
with*foreground!color!=!colors →!white
with*background!color!=!colors →!blue



end
♻ game →!start!countdown!Dmer(60)
game!board →!set!background!picture(✿ clouds!background)
♻ game →!bounce!on!sides
var*hero!:=!♻ game →!create!sprite(✿ robot)
hero →!set!width(50)
◳ hero!speed!:=!100
game!board →!on!tap(tapped)



where*tapped(x!:!Number!,!y!:!Number)!is
var*xdiff!:=!x!T!hero →!x
var*ydiff!:=!y!T!hero →!y
var*hyp!:=!math →!sqrt(math →!pow(xdiff,!2)!+!math →!pow(ydiff,!2))
var*xspeed!:=!◳ hero!speed!*!(xdiff)!/!hyp
var*yspeed!:=!◳ hero!speed!*!(ydiff)!/!hyp
▷ set!angle(ydiff,!xdiff,!hero)
hero →!set!speed(xspeed,!yspeed)



end
end
var*target!width!:=!60
◳ target!speed!:=!25
var*target1!:=!game!board →!create!picture(✿ candy!bar)
▷ launch(target1,!target!width,!◳ target!speed)
var*target2!:=!game!board →!create!picture(✿ donut)
▷ launch(target2,!target!width,!◳ target!speed)
var*target3!:=!game!board →!create!picture(✿ french!fries)
▷ launch(target3,!target!width,!◳ target!speed)
var*target4!:=!game!board →!create!picture(✿ cake)
▷ launch(target4,!target!width,!◳ target!speed)
var*obstacle1!:=!game!board →!create!picture(✿ tomato)
▷ launch(obstacle1,!target!width,!◳ target!speed)
var*obstacle2!:=!game!board →!create!picture(✿ carrot)
▷ launch(obstacle2,!target!width,!◳ target!speed)
◳ current!level!:=!0
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game!board →!on!every!frame!do
if!hero →!overlaps!with(target1)!then
♻ game →!add!score(10)
✿ yum!yum →!play
▷ launch(target1,!target!width,!◳ target!speed)



else!do!nothing!end*if
if!hero →!overlaps!with(target2)!then
♻ game →!add!score(10)
✿ yum!yum →!play
▷ launch(target2,!target!width,!◳ target!speed)



else!do!nothing!end*if
if!hero →!overlaps!with(target3)!then
♻ game →!add!score(5)
✿ yum!yum →!play
▷ launch(target3,!target!width,!◳ target!speed)



else!do!nothing!end*if
if!hero →!overlaps!with(target4)!then
♻ game →!add!score(5)
✿ yum!yum →!play
▷ launch(target4,!target!width,!◳ target!speed)



else!do!nothing!end*if
if!hero →!overlaps!with(obstacle1)!then
✿ burp →!play
♻ game →!remove!life(1)
▷ launch(obstacle1,!target!width,!◳ target!speed)



else!do!nothing!end*if
if!hero →!overlaps!with(obstacle2)!then
✿ burp →!play
♻ game →!remove!life(1)
▷ launch(obstacle2,!target!width,!◳ target!speed)



else!do!nothing!end*if
var*lev!:=!math →!floor(♻ game →!score!/!75)
if!not!(lev!=!◳ current!level)!then
◳ current!level!:=!lev
◳ hero!speed!:=!◳ hero!speed!*!1.5
◳ target!speed!:=!◳ target!speed!*!2



else!do!nothing!end*if
end
✿ Circus!Theme →!play
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Dme →!run!every(7.2214)!do
✿ Circus!Theme →!play



end
end*funcDon



private*atomic*func%on!launch!(
sprite!:!Sprite,
target!width!:!Number,
target!speed!:!Number)



do
sprite →!set!width(target!width)
sprite →!set!pos(math →!random!range(0,!800),!math →!random!range(0,!400))
var*x!:=!math →!random!range(0,!800)
var*y!:=!math →!random!range(0,!400)
var*xspeed!:=!target!speed!*!(x!T!sprite →!x)!/!math →!abs(x!T!sprite →!x)
var*yspeed!:=!target!speed!*!(y!T!sprite →!y)!/!math →!abs(y!T!sprite →!y)
sprite →!set!speed(xspeed,!yspeed)



end*funcDon



private*atomic*func%on!set!angle!(
ydiff!:!Number,
xdiff!:!Number,
sprite!:!Sprite)



do
var*angle!:=!math →!atan((ydiff)!/!(xdiff))!*!180!/!math →!π
if!xdiff!<!0!then



sprite →!set!angle(180!+!angle)
else



sprite →!set!angle(angle)
end*if



end*funcDon



data!current!level!:!Number



data!hero!speed!:!Number



data!target!speed!:!Number



art!Circus!Theme!:!Sound
with!data:!"h`ps://az31353.vo.msecnd.net/pub/dztbuwii"



art!burp!:!Sound
with!data:!"h`ps://az31353.vo.msecnd.net/pub/nkpnlxxs"



art!cake!:!Picture
with!data:!"h`ps://az31353.vo.msecnd.net/pub/kxjyimee"
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