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FINAL GRADE
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GENERAL COMMENTS

Instructor

Exercise 1    38/  50%

Flow chart shows logical planning of  task and
conf orms to conventions taught, just ensure all
paths have yes or no on them when coming f rom
decision box.  The original brief  did not specif y that
player one could not repeat a number, only that they
numbers they entered were between 1 and 10,
however you have successf ully implemented this
f eature.  An if  statement with the range guess>0 &&
guess <8 would have been a more ef f icient check
than a switch, and the use of  f unctions could have
aided development, maintenance and readability of
code.  Complete testing of  ranges by using
boundaries, eg test at 0,1,7 and 8, if  you get
successf ul results f rom these tests, you can be
sure your code will be successf ul f or all numerical
input, although a test f or a negative number and
very large number is also usef ul.

Exercise 2    23/  30%

Flow chart shows logical planning of  task and
conf orms to conventions taught, it is almost
logically correct (very end- both paths going to
player 1 wins?)  although you may also have
considered testing player 2’s input was also within
the valid range (as you have already implemented
this f or player 1 you can reuse code- particularly if
this is implemented in a f unction!)

Again as f or previous exercise consider the use of
f unctions.

Exercise 3   6/   20%

You have not completed this exercise but have been
able to implement some basic f eatures, such as
dropping counters until the column is f ull and
checking column input is a valid one.  Further marks
would have been gained f or completing this exercise.
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