Information Technology

Paper 1: Practical



GENERAL INSTRUCTIONS AND INFORMATION

1. 
This is a three-hour examination. 

2. 
Answer all the questions.

3. 
Supplied to you are Demo-Disk folders as well as a Pupil-Disk folder for each of the applications that you are to develop. You are welcome to run the Demo-Disk application to get more clarity on the problems to be solved.
4. 
If a disk or CD containing the above files was issued to you, write your name on the label.

5. 
Save your work at regular intervals as a precaution against power failures.

6. 
Save ALL your solutions in folders (Rename the Pupil-Disk) with the number of the question and your initials and surname as the name of the folder, for example Quest2_JSmith.

7. 
Type in your name and surname as a comment in the first line of each program.

8. 
Read ALL the questions carefully. Do only what is required.

9. 
At the end of this examination session you will be required to hand in the disk or CD with all the files with the work you have done or you must make sure that ALL the files with your work have been saved on the network as explained to you by the invigilator/educator. Ensure that ALL files can be read.

10. 
During the examination you may use the HELP functions of the software. You may NOT refer to any other resource material.

11. 
Make printouts of the programming code of ALL the questions. Make sure that your name and surname appears in the first line of each program as a comment. Arrange the pages of each question in the correct order and then the questions from QUESTION 1 to 2. Staple all the printouts of the questions (arranged correctly) in one batch to hand in.

12. 
All printing of programming questions will take place within an hour of the completion of the examination.

GENERAL TIPS

1. 
The approximate time allocation for Question 1 is 45 minutes and for Question 2, 2 hours and 15 minutes. 

2. 
When answering the SQL questions, first to the part of the question which you are most comfortable with. If there is a prerequisite of the SQL statement that you don’t know, rather leave that part. And return to the question later. E.g. if a query should return records matching a certain age and status, and you don’t know how to get the age, rather get the query to return the records matching the status than wasting time on the age as well.

3.
In Question 2 parts of the coding constructs have been supplied to you. Use the given constructs as much as possible. 

QUESTION 1: 
DELPHI PROGRAMMING AND DATABASE & SQL

[[40]]

Scenario:
South Africa hosted the Confederations cup successfully, and the Bafana Bafana made us proud with their performance. The data regarding the Bafana Bafana team who participated in the Confederations Cup is presented in the [image: image1.png]) KarataSocaSocaV2003



DB.

The data data to populate the tables in the DB was obtained from Wikipedia and is subject to scrutiny.

TAKE NOTE: For examination purposes, one additional player has been added. This player has no affiliation with SAFA or Bafana Bafana but is a great supporter of the game. This player is known as the Joker. 

Question 1.1










(5)

Complete the SQL statement to:  Retrieve all the records and list all the fields from the Player table of players excluding the Goalkeepers who have played at least 15 matches. The retrieved records should be sorted according to the surname of the player in descending sequence.

[image: image2.png]PlayerlD _[PlayerPos|Playetlame _|PlayerSumame _ [PlayerDOB PlayerCaps |PlayerGoals |PlayerClub| PlayerlsCaptain|
M B vanHeeden  1983/07/11 % 3 BLCAS Fakse
N 8MF Siphine Tshabalala 1984/08/25 2 3 KZROW7 False
N BMF MacBelh Sibaya 197711725 52 0 RUBKOE False
N 1M Steven Pienaar 1982/03/17 4 2 EVRTOS Fakse
N 17w Bemad Parker 1986/03/16 19 7 TWENTT False
N 190F  Buce Moon 1986/04/05 15 1 PANTI2 | False
N 4DF  Aaon Mokoena 1980/11/25 £l 1 PORMO4 | Tre
N 12MF Teke Modse 1982112/22 Ed 9 0RLPDS  Fakse
N 5MF Benson Mhiongo 1980/11/09 El 1 ORLPDS False
N 30F  Teepo Masiela 1985/05/05 2 0 MACHD3 | False
N 20F  Shoniso Gaa 1984/04/08 2 0 MMS02 | False
N 2K maBetboy  FaiTwakke  1977/08/13 100 100 JOKER1  False
N 18FW  Thembikasi  Fanteni 1984/02/02 19 2 MACH3 False
N 13MF Kegiso Dikgaco 1984711724 % 2 GOLATO Fakse
N 7MF Lance Davids 1985/04/11 18 0/SUPNT3 Fakse
14DF  Mathew Booth 19770314 24 1 MAMSDZ Fake





  qrySoccer.SQL.Text := 'SELECT * FROM Player ';                                                  



// 2

  qrySoccer.SQL.Text := qrySoccer.SQL.Text + 'WHERE PlayerCaps > 14 and PlayerPos <> "GK" ';      
// 2

  qrySoccer.SQL.Text := qrySoccer.SQL.Text + 'ORDER BY PlayerSurname DESC';                       

// 1

Question 1.2










(8)

Complete the SQL statement to:  Retrieve the records from a database which will adhere to the following specifications:  Display the PlayerID, PlayerPos, PlayerName and PlayerSurname concatenated as PlayerFullName as well as the Players Clubname of all players belonging to a South African Club. 

Observe the use of column headings. Take note: The field widths could render to big, and should be ignored.
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PlayerPos| PlayerFulName ClubName
MF Kagso Dikgacol Golden Arraws

UK AmaBerbop FaliTwakkie The Joker
MFSiphiue Tshabalals Kaizer Chiefs

6K lumeleng Khune Kaizer Chiefs

DF SibonisaGara Mamelodi Sundowns
FW  KallegaMphela Mamelodi Sundowns
DF MalthewBooth Mamelodi Sundowns
6K BrinBaloyi Mamelodi Sundowns
MF Benson Mhongo Olando Pates

M TekoMadse Ofando Piates

DF Innocent Mdede Ofando Piates

FW  Kallego Mashego Olando Pates

M Lance Davids Supersport Urited
DF  BonganiKhumslo Supersport Urited
DF  Morgan Gould Supersport United





  qrySoccer.SQL.Text := 'SELECT P.PlayerID, P.PlayerPos, 

(P.PlayerName & " " & P.PlayerSurname) as PlayerFullName, C.ClubName ';  




// 4

  qrySoccer.SQL.Text := qrySoccer.SQL.Text + 'FROM Player P, Club C';                                                             


// 2

  qrySoccer.SQL.Text := qrySoccer.SQL.Text + 'WHERE P.PlayerClub = C.ClubID and C.ClubCountry = "South Africa"';              // 2

Question 1.3










(6)

Complete the SQL statement to: Retrieve the PlayerID and the PlayerPosition, PlayerGoals and PlayerCaps as well as the PlayerStikeRate. The PlayerStrikeRate is calculated as follows:

[image: image4.emf](2 x PlayerGoals)

(¼ x  PlayerCaps)

1 ½  +


rounded to at least 2 decimals of all the Midfielder and Forward Players.

The PlayerPos field contain the values to represent the Position of the Player where:

MF – Midfielder

GK – Goalkeeper

DF – Defence

FW – Forward

JK – Joker (Once of position for examination purposes)

[image: image5.png]PlayerlD | PlayerPos| PlayerGoals |PlayerCaps |PlayerStrikeRate]

5 MF 1 El 176
N 6 MF 0 52 15
N 7 MF 0 18 15
N 8 MF 3 2 225
N 9w 6 13 519
N 10 MF 2 a3 187
N 11 MF 3 £ 23
N 12 MF El Ed 345
N 13 MF 2 % 212
N 17w 7 19 445
N 18 Fw 2 19 234

21 P 1 12 217





  qrySoccer.SQL.Text := 'SELECT PlayerID, PlayerPos, PlayerGoals, PlayerCaps, ';                                               


// 1

  qrySoccer.SQL.Text := qrySoccer.SQL.Text + ' ROUND((1.5 +(PlayerGoals * 2) / (PlayerCaps * 0.25)),2) as PlayerStrikeRate ';  // 3

  qrySoccer.SQL.Text := qrySoccer.SQL.Text + 'FROM Player ';                                                                  


 // 0

  qrySoccer.SQL.Text := qrySoccer.SQL.Text + 'WHERE PlayerPos = "FW" OR PlayerPos = "MF"';                                     
// 2

Question 1.4










(9)

Complete the SQL statement to: Return the PlayerID and PlayerSurnames, PlayerDOB and calculated PlayerAge displayed as an Integer of all the players who were born during months of which the month number is even and which surname contain an ‘a’ as the second letter.

TIP: 
Subtracting two dates in SQL results in the difference in days.


A Year has approximately 365.25 days

[image: image6.png]PlayerlD _|PlayerSumame | PlayerDOB Playerge
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  qrySoccer.SQL.Text := 'SELECT PlayerID, PlayerSurname, ';                                                 




// 1

  qrySoccer.SQL.Text := qrySoccer.SQL.Text + 'INT(((date() - PlayerDOB) / 365.25)) AS PlayerAge';          


 // 3

  qrySoccer.SQL.Text := qrySoccer.SQL.Text + 'FROM Player ';                                                




// 0

  qrySoccer.SQL.Text := qrySoccer.SQL.Text + 'WHERE Month(PlayerDOB) MOD 2 = 0'; // IN (2,4,6,8,10,12) ';   

// 3

  qrySoccer.SQL.Text := qrySoccer.SQL.Text + ' and PlayerSurname Like "_a%"';                               



// 2

Question 1.5










(6)

Complete the SQL statement to:  APPEND the string " FC" to each of the ClubNames where after an Asterisk * should be appended to the ClubName as well for all clubs that were founded before 1900.

TIP: 
Two SQL statements are to be coded and executed consecutively.
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ClubName ClubCountiy | ClubNickname ClubFoundingear| ClubGrounds ClubGroundCapaciy|
Aminia Bielfeld FC_ Gemary  Die Blauen 1905 Bielefelder Am 27300
Blackbun Rovers FC* England  Blus and Whites 1875 Ewood Park 1367,
Eveton FC* Engond  The Tolfess 1878 Goodison ParkLiverpool a7,
Golden Arrows FC SouthAfica  Abafana Besthende 1943 King Zwelthi Stadium 20000
The Jaker FC SouhAfica  AmaExamina 2003 Imaginary Park. 1
Kaizer Chiefs FC. SouthAfica | Amakhosi 1970 Soccer Ciy 34700
Mascabi Haita FC Israel The Greens 1913 Kiyat Elieze, Haifa 14000
Mamelodi Sundowns FC _ South Afica | The Brazilans 1960 Supe Stadium, Attsidgevile 28300
Ofland Piates FC SouthAfica  Buccaneers 1937 CacaCola Park 70000
Panathinaikos FC Gresce Prasii 1908 Ompic StadumAthens, Gresce 71030
Portsmouth FC* Engand  Pompey 1838 Fratton Park 20668
Flubin Kazan FC Fussia 1958 Certral Stadium, Kazan 3033
Supersport United FC SouthAfica  Matsatsarisa 1934 Supe Stadium, Attsidgevile 28300
Twente FC Holand  The Tukkers 1965 De Grolsch VesteEnschede 24000





  qrySoccer.SQL.Text := 'UPDATE Club SET Clubname = Clubname + " FC"  ';                                   


 // 2

  qrySoccer.ExecSQL;                                                                                        





// 1

  qrySoccer.SQL.Text := 'UPDATE Club SET Clubname = Clubname + " *"  WHERE ClubFoundingYear < 1900 ';       
// 2

  qrySoccer.ExecSQL; 










// 1

Question 1.6










(6)

Complete the SQL statement to: Display the number of players per club which forms part of the national team. Take note of the column headings. 
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TAKE NOTE: If your previous question did not execute correctly then FC and in some cases FC * will not appear as part of the ClubName

  qrySoccer.SQL.Text := 'SELECT C.ClubName, Count(*) as PlayersOfClub  ';                   
// 3

  qrySoccer.SQL.Text := qrySoccer.SQL.Text + 'FROM Player P, Club C ';                      
// 1

  qrySoccer.SQL.Text := qrySoccer.SQL.Text + 'WHERE P.PlayerClub = C.ClubID ';              
// 1                                               

  qrySoccer.SQL.Text := qrySoccer.SQL.Text + 'GROUP BY C.ClubName ';                        
// 1

Question (Bonus)









(4)

Study the following QUERY construct which is valid in SQL:

SELECT PlayerID, PlayerName, PlayerSurname, PlayerGoals 

FROM Player  

WHERE PlayerGoals = (SELECT MAX(PlayerGoals) FROM Player)  

Write a query that will display the name of the ClubGrounds as well as the ClubGroundCapacity of the Clubs of which the capacity is more than the average capacity of all the grounds.

[image: image9.png]ClubGroundCapacity
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  qrySoccer.SQL.Text := 'SELECT ClubGrounds, ClubGroundCapacity  ';                                   

// 1

  qrySoccer.SQL.Text := qrySoccer.SQL.Text + 'FROM Club  ';                                           

  qrySoccer.SQL.Text := qrySoccer.SQL.Text + 'WHERE ClubGroundCapacity > ';



// 1

  qrySoccer.SQL.Text := qrySoccer.SQL.Text + ' (SELECT  AVG (ClubGroundCapacity) FROM Club) ';        
// 2                                                 

· Save all files. 

QUESTION 2: 
DELPHI PROGRAMMING (OOP)

Scenario: 

You are going to use your OO programming skills to develop a card based game, utilizing an array of objects, a textflile (or database table) and logic.

The cards represent the players from the Bafana Bafana squad who have participated in the 2009 confederations cup. 

The JOKER PLAYER card which represents a ‘fanatical fictional’ supporter is included for examination purposes. 

	2.1.1
	Add an attribute named fCardWinner of the type char. 

This attribute will be used to store an A, B or X to represent that the card has been won by A for Player A, B for Player B and X (card has not been played yet)

Type TSoccerCard = class(TObject)

private

  fCardWinner : char; 




(
	1

	2.1.2
	Write a get and set method for the fCardWinner attribute.

procedure TSoccerCard.setCardWinner(CW : char);

begin

  fCardWinner := CW;





(
end;

function TSoccerCard.getCardWinner:char;

begin

  Result := fCardWinner;





(
end;


	2

	2.1.3
	Add a parameterized constructor named create, pass all the attributes as parameters except that of the fCardWinner attribute. The fCardWinner attribute should be set to an ‘X’ by default for all objects that are instantiated. 

constructor TSoccerCard.create(ID:string; Pos:string; Name:string;

                               Surname:string; DOB:string; Caps:integer;

                               Goals:integer; IsCaptain:Boolean);


((
begin

  fPlayerID := ID;

  fPlayerPos := Pos;

  fPlayerName := Name;

  fPlayerSurname:= Surname;

  fPlayerDOB := DOB;

  fPlayerCaps := Caps;





(
  fPlayerGoals := Goals;

  fPlayerIsCaptain := IsCaptain;

  fCardWinner := 'X';





(
end;
	4

	2.1.4
	Write the code for the missing method implementation of the:


function getPlayerFullPosName:string;

method.

function TSoccerCard.getPlayerFullPosName:string;

var

  PosFile : TextFile;





(
  OneFileLine : String;

  PCode, PDescription: String;

  SpacePos : Integer;

begin

  AssignFile(PosFile,'PositionsFile.txt');



(
  Reset(PosFile);






(
  Repeat

    Readln(PosFile,OneFileLine);




(
    SpacePos := Pos(' ',OneFileLine);



    PCode := copy(OneFileLine,1,SpacePos-1);


(
    Delete(OneFileLine,1,SpacePos);




(
    PDescription := OneFileLine;




(
  Until (PCode = fPlayerPos);




(
  CloseFile(PosFile);

  Result := PDescription;





(
end;
	


	2.1.5
	Write the code for the missing method implementation of the:


function getPlayerAge:Integer;

method.

function TSoccerCard.getPlayerAge:Integer;

begin

  Result := YearsBetween(Now(),StrToDate(fPlayerDOB));
((
end;
	2

	2.1.6
	Write the code for the missing method implementation of the:


function getPlayerStrikeRate:Real; method.

function TSoccerCard.getPlayerStrikeRate:Real;

Var

  PAge : Integer;

  K , F , SRate: Real;

begin

  PAge := Self.getPlayerAge; // Or age = 21 if age could not be calculated
(
  case PAge of







(
  18..20 :  begin







(
             K := 1.5;



             F := 25;

            end;

  21..24 :  begin

             K := 1.4;

             F := 30;

            end;

  25..28 :  begin

             K := 1.2;

             F := 35;

            end;

  29..31 :  begin

             K := 1.1;

             F := 40;

            end;

  else  // else case;






(
    begin

             K := 1.0;

             F := 50;

    end;

  end; // end case

  SRate := K + ((fPlayerGoals * 2) / (fPlayerCaps * F / 100));


(((
  Result := SRate;

end;
	7


2.2
Open the AmaKarataSocaSocaGameUnit which contain the incomplete program class code for the game application. Study the given code and observe the additional public attributes for the Game Unit.

	2.2.1
	Write the code for the 

procedure TfrmSKarataGame.LoadCardObjectArray;

method that will populate the card array with data from either the comma delimited textfile named Players.txt

// Add your own variable declarations below where needed

  RecCounter : Integer;





(
  PlayerFile : TextFile;

  OneFileLine : String;

  CommaPos : Integer;

  sPIsCapt : String;

begin

// Populating the Array of objects using the ADOTable component

{

ADOTablePlayers.Open;





(
ADOTablePlayers.First;





(
RecCounter := 0;






(
while not ADOTablePlayers.Eof do




(
begin

  PID := ADOTablePlayers.Fields.FieldByName('PlayerID').AsString;

  PName := ADOTablePlayers.Fields.FieldByName('PlayerName').AsString;

  PSurname := ADOTablePlayers.Fields.FieldByName('PlayerSurname').AsString;

  PPos := ADOTablePlayers.Fields.FieldByName('PlayerPos').AsString;

  PDOB := ADOTablePlayers.Fields.FieldByName('PlayerDOB').AsString;

  PIsCapt := ADOTablePlayers.Fields.FieldByName('PlayerIsCaptain').AsBoolean;
(((
  PGoals := ADOTablePlayers.Fields.FieldByName('PlayerGoals').AsInteger;

  PCaps := ADOTablePlayers.Fields.FieldByName('PlayerCaps').AsInteger;

  SoccerCardsDeck[RecCounter] := TSoccerCard.create(PID,PPos,PName,PSurname,PDOB,PCaps,PGoals,PIsCapt);

((
  Inc(RecCounter);







(
ADOTablePlayers.Next;







(
end;

}

// Populating the Array of objects using the Players.txt textfile

// 1,GK,Rowen,Fernández,1978/02/28,19,0,ARMB01,False

AssignFile(PlayerFile,'Players.txt');






(
Reset(PlayerFile);








(
RecCounter := 0;








(
while not Eof(PlayerFile) do






(
begin









(
  Readln(PlayerFile,OneFileLine);

  CommaPos := Pos(',',OneFileLine);





(
  PID := copy(OneFileLine,1,CommaPos-1);





(
  Delete(OneFileLine,1,CommaPos);

  CommaPos := Pos(',',OneFileLine);

  PPos := copy(OneFileLine,1,CommaPos-1);

  Delete(OneFileLine,1,CommaPos);

  CommaPos := Pos(',',OneFileLine);

  PName := copy(OneFileLine,1,CommaPos-1);

  Delete(OneFileLine,1,CommaPos);

  CommaPos := Pos(',',OneFileLine);

  PSurname := copy(OneFileLine,1,CommaPos-1);

  Delete(OneFileLine,1,CommaPos);

  CommaPos := Pos(',',OneFileLine);

  PDOB := copy(OneFileLine,1,CommaPos-1);

  Delete(OneFileLine,1,CommaPos);

  CommaPos := Pos(',',OneFileLine);

  PCaps := StrToInt(copy(OneFileLine,1,CommaPos-1));

  Delete(OneFileLine,1,CommaPos);

  CommaPos := Pos(',',OneFileLine);

  PGoals := StrToInt(copy(OneFileLine,1,CommaPos-1));

  Delete(OneFileLine,1,CommaPos);

  CommaPos := Pos(',',OneFileLine);

  PClub := copy(OneFileLine,1,CommaPos-1);

  Delete(OneFileLine,1,CommaPos);

  sPIsCapt := OneFileLine;

  sPIsCapt := Trim(sPIsCapt);

  if(sPIsCapt = 'TRUE') then

    PIsCapt := true;

  if(sPIsCapt = 'FALSE') then

    PIsCapt := false;

  SoccerCardsDeck[RecCounter] := TSoccerCard.create(PID,PPos,PName,PSurname,PDOB,PCaps,PGoals,PIsCapt);

((
  Inc(RecCounter);







(
end; // end while read file

CloseFile(PlayerFile);







(
end;
	12


	2.2.2
	Write the code for the 

procedure TfrmSKarataGame.ShuffleDeck;

method that will “shuffle” or “mix” the deck of cards.

procedure TfrmSKarataGame.ShuffleDeck;

var

  FromIndex : Integer;

  ToIndex : Integer;

  TempCard : TSoccerCard;






(
  Times : Integer;

  Counter : Integer;

begin

  TempCard := TSoccerCard.Create('','','','','',0,0,False);



((
  Randomize;








(
  Times := RandomRange(25,50);






(
  For Counter := 1 to Times do






(
   begin

     FromIndex := Random(24);

     ToIndex := Random(24);






(
     TempCard := SoccerCardsDeck[FromIndex];




(
     SoccerCardsDeck[FromIndex] := SoccerCardsDeck[ToIndex];


(
     SoccerCardsDeck[ToIndex] := TempCard;

   end;

end;
	9

	2.2.3
	Write the code for the

procedure TfrmSKarataGame.UpdateScoreLabels;

method.

procedure TfrmSKarataGame.UpdateScoreLabels;

var

  K : Integer;

begin

  PlayerAScore := 0;






(
  PlayerBScore := 0;

  CardsLeft := 0;

  for K := 0 to 23 do






(
   begin

     case SoccerCardsDeck[K].getCardWinner of



((
       'X' : Inc(CardsLeft);






(
       'A' : Inc(PlayerAScore);





(
       'B' : Inc(PlayerBScore);

     end; // end case

   end; // end for

  lblPlayerAScore.Caption := 'Player A ' + edtPlayerA.Text + ' Score = ' + IntToStr(PlayerAScore);






((
  lblPlayerBScore.Caption := 'Player B ' + edtPlayerB.Text + ' Score = ' + IntToStr(PlayerBScore);

  lblCardsLeft.Caption := 'Cards Left = ' + IntToStr(24 - (PlayerAScore + PlayerBScore));
(
end;


	9


	2.2.4
	Write the code for the
procedure TfrmSKarataGame.UpdateCardPanels;

method.

// Update Player A Card Panel

imgPlayerACard.Picture.LoadFromFile(SoccerCardsDeck[PlayerACardIndex].getPicFileNameAndPath);
((
lblAPlayerDet.Caption := SoccerCardsDeck[PlayerACardIndex].getPlayerName + ' ' + SoccerCardsDeck[PlayerACardIndex].getPlayerSurname;

lblAPlayerPosition.Caption := SoccerCardsDeck[PlayerACardIndex].getPlayerFullPosName;

(
lblAPlayerCaps.Caption := IntToStr(SoccerCardsDeck[PlayerACardIndex].getPlayerCaps);

(
lblAPlayerGoals.Caption := IntToStr(SoccerCardsDeck[PlayerACardIndex].getPlayerGoals);



lblAPlayerStrikeRate.Caption := FloatToStrF(SoccerCardsDeck[PlayerACardIndex].getPlayerStrikeRate,ffNumber,6,2); (
lblAPlayerAge.Caption := IntToStr(SoccerCardsDeck[PlayerACardIndex].getPlayerAge);


(
// Update Player B Card Panel

imgPlayerBCard.Picture.LoadFromFile(SoccerCardsDeck[PlayerBCardIndex].getPicFileNameAndPath);

lblBPlayerDet.Caption := SoccerCardsDeck[PlayerBCardIndex].getPlayerName + ' ' + 



SoccerCardsDeck[PlayerBCardIndex].getPlayerSurname;



(
lblBPlayerPosition.Caption := SoccerCardsDeck[PlayerBCardIndex].getPlayerFullPosName;

lblBPlayerCaps.Caption := IntToStr(SoccerCardsDeck[PlayerBCardIndex].getPlayerCaps);

lblBPlayerGoals.Caption := IntToStr(SoccerCardsDeck[PlayerBCardIndex].getPlayerGoals);

lblBPlayerStrikeRate.Caption := FloatToStrF(SoccerCardsDeck[PlayerBCardIndex].getPlayerStrikeRate,ffNumber,6,2);

lblBPlayerAge.Caption := IntToStr(SoccerCardsDeck[PlayerBCardIndex].getPlayerAge);
	7

	2.2.5
	Write the code for the
procedure TfrmSKarataGame.btnStartGameClick(Sender: TObject);

event handler.

procedure TfrmSKarataGame.btnStartGameClick(Sender: TObject);

begin

  if ((Length(edtPlayerA.Text) < 3) or (Length(edtPlayerB.Text) < 3)) then

((
   begin

     edtPlayerA.Clear;

     edtPlayerB.Clear;







(
     edtPlayerA.SetFocus;

     raise Exception.Create('Please Supply Names for the players that is longer than 3 
characters');







((
   end

  else

   begin

     pnlPlay.Visible := true;







(
   end;

end;
	6


	2.2.6
	Write the code for the
procedure TfrmSKarataGame.btnDrawCardClick(Sender: TObject)

event handler.

procedure TfrmSKarataGame.btnDrawCardClick(Sender: TObject);

var

  WinCode : char;

begin // Proc

if  rdgPlayWhat.ItemIndex = -1 then





(
 begin

   ShowMessage('You must select a Data-Item to compete with');


(


 end

else

 begin

   if CardsLeft > 0 then  // Determine to see if all the cards have been drawn

(
   begin

      Self.UpdateCardPanels;






(
      case rdgPlayWhat.ItemIndex of





(
        0 :  begin    // Comparing Goals

                if (SoccerCardsDeck[PlayerACardIndex].getPlayerGoals =

                    SoccerCardsDeck[PlayerBCardIndex].getPlayerGoals) then

                    begin

                      WinCode := 'D';








                    end;

                if (SoccerCardsDeck[PlayerACardIndex].getPlayerGoals >

                    SoccerCardsDeck[PlayerBCardIndex].getPlayerGoals) then

                    begin

                      WinCode := 'A';






(
                    end;

                if (SoccerCardsDeck[PlayerACardIndex].getPlayerGoals <

                    SoccerCardsDeck[PlayerBCardIndex].getPlayerGoals) then

                    begin

                      WinCode := 'B';






(
                    end;

             end;   // end 0

        1 :  begin     // Comparing Caps

                if (SoccerCardsDeck[PlayerACardIndex].getPlayerCaps =

                    SoccerCardsDeck[PlayerBCardIndex].getPlayerCaps) then

                    begin

                      WinCode := 'D';

                    end;

                if (SoccerCardsDeck[PlayerACardIndex].getPlayerCaps >

                    SoccerCardsDeck[PlayerBCardIndex].getPlayerCaps) then

                    begin

                      WinCode := 'A';

                    end;

                if (SoccerCardsDeck[PlayerACardIndex].getPlayerCaps <

                    SoccerCardsDeck[PlayerBCardIndex].getPlayerCaps) then

                    begin

                      WinCode := 'B';

                    end;

             end;   // end 1

        2 :  begin    // Comparing StrikeRate

                if (SoccerCardsDeck[PlayerACardIndex].getPlayerStrikeRate =

                    SoccerCardsDeck[PlayerBCardIndex].getPlayerStrikeRate) then

                    begin

                      WinCode := 'D';

                    end;

                if (SoccerCardsDeck[PlayerACardIndex].getPlayerStrikeRate >

                    SoccerCardsDeck[PlayerBCardIndex].getPlayerStrikeRate) then

                    begin

                      WinCode := 'A';

                    end;

                if (SoccerCardsDeck[PlayerACardIndex].getPlayerStrikeRate <

                    SoccerCardsDeck[PlayerBCardIndex].getPlayerStrikeRate) then

                    begin

                      WinCode := 'B';

                    end;

             end;  // end 2

      end; // end case

      if WinCode = 'A' then





((
        begin

          ShowMessage('The winner is Player A');

          SoccerCardsDeck[PlayerACardIndex].setCardWinner('A');

          SoccerCardsDeck[PlayerBCardIndex].setCardWinner('A');

        end;

      if WinCode = 'B' then

        begin

          ShowMessage('The winner is Player B');

          SoccerCardsDeck[PlayerACardIndex].setCardWinner('B');

          SoccerCardsDeck[PlayerBCardIndex].setCardWinner('B');

        end;

      if WinCode = 'D' then

        begin

          ShowMessage('It is a draw');

          SoccerCardsDeck[PlayerACardIndex].setCardWinner('A');

          SoccerCardsDeck[PlayerBCardIndex].setCardWinner('B');

        end;

      PlayerACardIndex := PlayerACardIndex + 2;



(
      PlayerBCardIndex := PlayerBCardIndex + 2;

      Self.UpdateScoreLabels;

  end // end else PlayerACardIndex < 22

else

  begin

   ShowMessage('The last cards have been played ');

   // Determining the winner

   if (PlayerAScore = PlayerBScore) then

     begin

        ShowMessage('The Game is a Draw');



(
     end

   else

     begin

       if (PlayerAScore > PlayerBScore) then

         begin

            ShowMessage('The winner is Player A ' + edtPlayerA.Text + ' with ' + IntToStr(PlayerAScore) + ' points against ' + IntToStr(PlayerBScore));



(
         end

       else

         begin

            ShowMessage('The winner is Player B ' + edtPlayerB.Text + ' with ' + IntToStr(PlayerBScore) + ' points against ' + IntToStr(PlayerAScore));

         end;

     end;

  end;   // end else

end;   // end else

end;  // Proc
	12


TOTAL: 120[image: image10.png]












INFORMATION TECHNOLOGY P1 (Practical)





LIMPOPO





MEMO





 PRELIMINARY EXAM PAPER AUGUST 2009









































PAGE  
Page 2 


