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Big Game Algorithm

· Opening Screen Pops Up. User selects option. 

· Game begins. Objectives are assigned. 

· User can choose a class on the report card

· “Conversation” with the Teacher for that “class”

· Mini Game Begins

· If the mini game is won successfully, a grade appears on the “Report Card” and a score 

· Once the report card has been filled the game is over

· Report Card is displayed

Anagram Algorithm

· Game Begins. For the Duration of the game, this cycle repeats until 10 words are successfully done or the quit button is pressed:

· A word is chosen, scrambled and displayed onto the screen. The timer begins.

· User clicks on a blank and is allowed to type in any letter

· If the user is confused they can press the hint button

· One letter is filled in. Total score goes down by ‘2’

· The hint is only available 3 times

· The hint is not lost if the user presses “Done” and the word is incorrect

· Once a user is done, they press the “Done” button

· If the word is correct they get their score and move on to the next word, otherwise, the blanks are reset and the user has to keep trying

· After 10 words are done the score calculations and total score is displayed. Screen returns to Big Game and a stage is added to the TimeLine.

· If quit button pressed, no score is calculated, returns to Big Game

· Score: (number of Letters + (time Taken – 30) – hint Deduction) * stabilizing factor

RPS

· Uses Random in order to generate computer’s turn

· Asks user r/p/s

· Displays who won

· Determines if the wins/total turns >= 2/3 (66%)

· If yes, display “Fine, you can have an A”

· If not, display “keep trying”

· Score is 1/(number of total turns) * 1000

Teleporter

· Randomly choose which portals will be the “right ones”

· User moves right and left or up (alt)

· User pushes the UP arrow in order to teleport in front of an animal

· User is teleported to another part of the map

· If right choice, on to the next

· If wrong, back to the beginning

· User reaches the end, exits via the last portal and the teacher gives them their A

· Score: determined by how long it took to get out

