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Lab 5

• “unnecessary variable”
– you only need variables for values that change
– (no points off, just a note)
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• conditionals questions
– #1 and #2 gave a step-by-step process for developing the sketch
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• “conditions not mutually exclusive  
insufficient”
– in #2, only considering the position of the ellipse is 

not quite enough to determine what to do at a 
given moment

• e.g. in the example, the x coordinate of all three ellipses 
is the same but it should change direction to down, move 
down, or change direction to left 

if ( at right edge ) {
  change direction to down
} else if ( at bottom ) {
  change direction to left 
} else if ( at left edge ) {
  change direction to up
} else if ( at top ) { 
  change direction to right
}

if ( moving right and at right edge ) {
  change direction to down
} else if ( moving down and at bottom ) {
  change direction to left
} else if ( moving left and at left edge ) {
  change direction to up
} else if ( moving up and at top ) { 
  change direction to right
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• #2 – changing direction on mouse click
– this is the state machine pattern – have state variable for 

direction of movement
–

the pattern discussed in class for                                      
updating the state variable is to                                              
have a branch for each value of                                                
the state variable, with the                                              
conditions being when to change                                                
to that value

clever arithmetic using mod (%) is                                          
valid (no points off), but make sure                                          
that you understand the state                                              
machine pattern

• use the patterns discussed in class
– show the TFs the relevant handouts if you are getting help from them
– if you are intentionally using an alternative solution because you understand 

the pattern and know of a better way, include a comment to that effect

void mouseClicked () {
  direction = (direction+1)%4;
}

void mouseClicked () {
  if ( direction == 0 ) {
    direction = 1;
  } else if ( direction == 1 ) {
    direction = 2;
  } else if ( direction == 2 ) {
    direction = 3;
  } else {      // direction == 3
    direction = 0;
  }
}


