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FINAL GRADE

46/100
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GRADEMARK REPORT

GENERAL COMMENTS

Instructor

Exercise 1    25/  50%

Flow chart shows logical planning of  how you
intend to tackle the task and conf orms to
conventions.

Code was well presented and annotated, however
you created constants f or the highest and lowest
values, but then did not use them. Note that the
brief  said to accept values in the range 1-10,
where your code is taking values between 2 and 8.

The reason you program does not report a win
correctly is because correct will be 6, not 7, as
player 2 is given the f irst number and then
guesses about the next 6 values.  The section
where player 2 makes the guesses would have
been more ef f icient if  implemented using a loop.

Use of  f unctions would have improved readability.

In testing you should have included boundary
tests f or the player 1 values to ensure you would
take values between 1 and 10 and reject all
others, tests at 0, 1 , 10 and 11 would have
allowed you to see the issues you had with the
program.

Exercise 2     21/  30%

 

Again your f lowchart demonstrates how you
intended to tackle the problem and you have also
discussed how you developed it.

You could have used a two dimensional array f or
the coordinates of  the treasures, but better still
store them in the playing grid itself , just write code
that does not print them out.   Consider validation
of  these numbers to ensure they sit within the
treasure map range.



The numbers around the grid do not ref lect the
actual coordinates player two has entered, note
the entered coordinates (4,4) have resulted in an
X in posit ion (3,3) in your grid, this would be easily
resolved by simply changing the numbers around
the grid.

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

Exercise 3     0/ 20%

You have not attempted this exercise.
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