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FIGURE 1

film € "Godzilla vs. Kong"
year € 2021

OUTPUT "Please guess a letter"
letter €& USERINPUT

FIGURE 2

1 num € USERINPUT

2 IF NOT (num > 1) OR num > 20 THEN
3 OUTPUT "False"

4 ELSEIF num > 1 AND num < 15 THEN
5 OUTPUT "Almost"

6 ELSEIF num MOD 5 = 0 THEN

7 OUTPUT "True"

8 ELSE

9 OUTPUT "Unknown"

10 ENDIF
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FIGURE 9

USERNAME PASSWORD
Yusufb 33kk
Mary80 afbr
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FIGURE 10

column

row 1| ] '/ 0

FIGURE 11

0

of 1

row 1| 4
2| 7/
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FIGURE 14

If getTile(l, 0) = 0 Then
move (2, 0)

End If

If getTile(2, 0) = 0 Then
move (2, 1)

End If

displayBoard/ ()
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FIGURE 15
column
0 1 2
ol 1 | 8 | 3
7 | 5
2 4 | 2 0
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FIGURE 16

Dim refl, ref2 As Integer
For 1 As Integer = 0 To 2
For ] As Integer = 0 To 2

If getTile(1, jJ) = 0 Then
refl = 1
ref2 = j
End If
Next

Next



FIGURE 17

21

row 1

2

3
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FIGURE 21

e The player starts at position O in a row of cells.

e The aim of the game is for the player to reach the
end of the row.

e At each turn the player must enter either 1 or 2

- if the player enters 1, the player’s position
increases by 1

— if the player enters 2, the player’s position
increases by 2

o If the player’s position goes beyond the end of the
row or contains an X:

- the message Bad move is displayed
- the player goes back to position O

e These steps are repeated until the player reaches
the end of the row.

e If the player reaches the end of the row the game is
finished.




27

FIGURE 22

Dim pos As Integer = 0
Dim lastPos As Integer = row.Length - 1
While pos < lastPos

END OF DIAGRAM BOOKLET
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