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Games / Casino Session

Freiwillige Aufgabe – jedoch sehr empfohlen vor allem für
Programmier-Anfänger!! Für eine Variante, die Requirement 3 nicht
erfüllt, können Sie bis zu 5 Bonuspunkte erwerben, für die volle Vari-
ante gibt es bis zu 10 Bonuspunkte.

• Your task to implement a console-based computer game. A list of possibilities is given below.
You can also choose a different game.

• Make sure a player understands how to play the game. Give instructions regarding the rules
and make clear that the menu is understandable.

• Your program has to provide the possibility to register the name of a user after a game and
add it to a highscore list. After the program is quit, the highscore list has to be saved in a file.
When you start your program, the highscore list has to be loaded.

Requirements

1. Your code should model parts of the game as objects wherever appropriate.

2. Users should be modeled as objects. New players can register as users, and pick a password.

3. Each ‘game’ played should also be an object, which contains the current state of the game. This
allows for pausing a game and starting another one. When quitting the program, the current
game should be saved, and when starting again, each user should have the possibility to continue
his or her current game. (It is sufficient if each user who logs in can either start a new game or
continue a saved one, if there is any.)

4. Your program has to provide the possibility to register the name of a user after a game and
add it to a highscore list. After the program is quit, the highscore list has to be saved in a file.
When you start your program, the highscore list has to be loaded.

5. Think about what else could be modeled as an object (e.g., the board, ...).
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IDEAS FOR GAMES:

• Guess My Number: The computer thinks of a number between 1 and 100. The users then
has at most 10 guesses. After each guess, the computer shows whether his number is greater or
less than the number the user entered.

• BlackJack: For one player only (easy) or for any number of humans players who play against
the cashier (a little harder).

• Connect-4 / 4 gewinnt: You don’t have to implement an AI. The computer can simply choose
a ’column’ randomly. (Hint: With this simple computer opponent, you can make the game more
interesting if the user wins if he is able to create a tie in a 7x6 board ;))

• MasterMind: Check the explanations on Wikipedia. You can represent the patterns using
strings instead of colors.

• Minesweeper

• ...

Documentation

• Submit a PDF containing a documentation of your game. This documentation should consist
of two parts:

1. A documentation for players: How do you start the game? (Python commands, at most
1/2 page)

2. A documentation for programmers: Provide UML diagrams for your classes, and explain
how everything works together. (at least 1 page, at most 2 pages, UML diagrams don’t
count towards these pages)

Useful hints:

import random

# Generate a random integer number between 1 and (including) 6:

x = random.randint(1,6)

If you already have a lot of programming experience and want to have some fun, consider using
the pygame framework and create a graphical user interface!
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