Analiziranje igre in procesov

Enota 1 lekcija 4 Aktivnost: Analiziranje igre in procesov
	
Ime: _______________________________________________________________
1. del – analiziranje ciljev, pravil in zgradbe igre
V parih igrajte igro Chase and Gather Pro: http://aka.ms/ChasePro 
Pozorno opazujte kako vi in vaš partner igrata igro.  
Zapišite vaše ugotovitve z odgovarjanjem na spodnji vprašanja. 
Kaj je cilj igre?
 
 
 
Kako deluje točkovanje? 
 
 
 
Kakšno vlogo ima štoparica v igri? 
 
 
 
Kdaj se igra konča? 
 
 
 
Kako dolgo je trajalo, da ste ugotovili smisel igre?   
 
 
 
Opišite kakšno vlogo ima hitrost v igri. 
 
     
 
Ali vam igra predstavlja izziv? Je morda pretežka?  
 
 
 
Kakšno strategijo ste razvili, da bi izboljšali rezultat? 
 
 
 
Kateri elementi igre so zabavni?  
 
 
 
STOP 
Počakaj na nadaljnja navodila.
2. del: Osmišljanje kode 
S partnerjem odgovorita na spodnja vprašanja o igri Chase and Gather Pro. 
Za vsako vprašanje najdi kodo (spodaj), za katero meniš, da je odgovorna za obnašanje. Obkroži kodo in zapiši ustrezno številko vprašanja. 
Ponovno zaigraj igro, če je potrebno. 

1. Katero dejanje igralca povzroči odziv igre?    
 
 
 
Na kakšen način se na igralčeva dejanja odziva glavna figura? 
 
 
 
Opiši kako igralec ve za rezultat. 
 
 
 
Kaj povzroča izboljšanje rezultata? Kaj povzroča poslabšanje rezultata?  
 
 
 

Ali je v igri karkoli, kar se pojavlja naključno? 
 
 
 
Naštej 3 stvari za katere meniš, da vključuje matematiko (poleg točkovanja)?  
 
  
 
 
Naštej štiri situacije, v katerih mora program sprejeti odločitev?   
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game board - on every frame do
if hero - overlaps with(target1) then

¥ game - add score(10)
€ yum yum - play
> launch(targetl, 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
D> launch(target3, target width, [ target speed)

else do nothing end if
if hero - overlaps with(target4) then

¥ game - add score(5)
€ yum yum - play
D> launch(target4, target width, [H target speed)

else do nothing end if
if hero - overlaps with(obstaclel) then

& burp - play
& game > remove life(1)
> launch(obstaclel, 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

[Hcurrent level :=lev

[H hero speed := [Hhero speed * 1.5

[Htarget speed := [Htarget speed * 2

else do nothing end if
end

€ Circus Theme - play
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time - run every(7.2214) do

€ Circus Theme - play
end
end function

private atomic function 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 - sprite > x) / math = abs(x - sprite = x)
var yspeed := target speed * (y - sprite = y) / math = abs(y - sprite = y)
sprite = set speed(xspeed, yspeed)
end function

private atomic function set angle (
ydiff : Number,
xdiff : Number,
sprite : Sprite)
do
var angle := math = atan((ydiff) / (xdiff)) * 180 / math > nt
if xdiff < 0 then

sprite - set angle(180 + angle)
else

sprite - set angle(angle)
end if
end function

data current level : Number
data hero speed : Number
data target speed : Number

art Circus Theme : Sound
with data: "https://az31353.vo.msecnd.net/pub/dztbuwii"

art burp : Sound
with data: "https://az31353.vo.msecnd.net/pub/nkpnixxs"

art cake : Picture
with data: "https://az31353.vo.msecnd.net/pub/kxjyimee"
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function main ()
var game board := € game —> start with fixed size(800, 400)
¥ game - splash("Tap the screen to change Bot's direction.\nGather the tasty stuff, avoid the rest!")
with seconds = 2

with foreground color = colors = white

with background color = colors = blue
end

{» game - start countdown timer(60)
game board = set background picture($€® clouds background)
¥ game - bounce on sides

var hero := ¢y game - create sprite($ robot)
hero - set width(50)

[H hero speed := 100
game board - on tap(tapped)
where tapped(x : Number, y : Number) is

var xdiff := x - hero - x
var ydiff :=y-hero—> vy
var hyp := math - sqgrt(math - pow(xdiff, 2) + math - pow(ydiff, 2))
var xspeed := [H hero speed * (xdiff) / hyp
var yspeed := [H hero speed * (ydiff) / hyp
> set angle(ydiff, xdiff, hero)

hero - set speed(xspeed, yspeed)
end
end

var target width := 60

[Htarget speed := 25

var targetl := game board - create picture(® candy bar)
> launch(targetl, 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, [H target speed)

var obstaclel := game board - create picture(€ tomato)
> launch(obstaclel, target width, [Htarget speed)

var obstacle2 := game board - create picture($€ carrot)
> launch(obstacle2, target width, [Htarget speed)

[Hcurrent level :=0
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