       CS100J Spring 2004: Project 3 Grading Guide

Scores

·  c and s stand for correctness and style; see table below.

·  Give bonus point(s) for exemplary work.


General
(s0a) proper code indentation

(s0b) using named constants, appropriate comments, and meaningful variable names

(s0c) line length limited to 70 characters

(s0d) appropriate code header comments

1.  Dice class

(c1a) roll() correct

(c1b) trickRoll() correct

(s1a) Comments for methods

(s1b) Specification modified, i.e. names of method changed

+1 bonus point for moving code using Math.random() to one method – to reduce redundancy

2.   Player class
(c2a) Dice and name initialized in constructor

(c2b) play() – outcome and count instantiated correctly

(c2c) play() – outcome filled correctly

(c2d) play() – count filled correctly

If any of errors is repeated in trickPlay(), no additional points are taken away. On the other hand, if the error occurs only in trickPlay(), the point is taken away.

(c2e) meanCount() correct

(c2f) faceMaxCount() correct

(c2g) stats correct in report(), all stats shown – frequencies for all outcomes, avg frequency and the face with highest frequency

(c2h) Instance fields private

(s2a) Comments for fields

(s2b) Comments for methods

(s2c) Stats neatly displayed.

(s2d) Inefficient code. 

3.  Simulator
(c3a) Asks for number of sides and number of rolls in a meaningful way

(c3b) Conducts player1 simulation correctly

(c3c) Conducts player2 simulation correctly 

4. Analysis

(c4a) Correct answers in 1, 2, 3.

(c4b) 4. Sensible explanation – connecting the weight (3) for 1 with the result.

(c4c) 5. Correct answer – with reasonable attempt for the explanation.
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