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Selection Statements
Below is an expanded set of instructions for making a cup of hot chocolate. This time it includes Selection Statements. 
Re-arrange the instructions into the correct order.
	Jumbled Instructions
	Correctly Ordered Instructions

	If kettle is not boiled then
	If kettle has no water then

	Add whipped cream on to the top of the drink
	Fill Kettle with water

	Pour boiled water from kettle into the cup
	If kettle is not boiled then

	If marshmallows needed then
	Boil Kettle

	Boil Kettle
	Spoon hot chocolate into the cup

	If the kettle has boiled then
	If the kettle has boiled then

	If whipped cream needed then
	Pour boiled water from kettle into the cup

	If kettle has no water then
	Else wait for kettle to boil before proceeding

	Else stir until it is mixed before proceeding
	If chocolate is not mixed enough then

	Else wait until cool before drinking
	Stir hot chocolate

	Stir hot chocolate
	Else stir until it is mixed before proceeding

	Add a dash of milk
	If extra milk needed then

	Drink hot chocolate
	Add a dash of milk

	Fill Kettle with water
	If whipped cream needed then

	Add mini marshmallows to the top of the drink
	Add whipped cream on to the top of the drink

	Else wait for kettle to boil before proceeding
	If marshmallows needed then

	If drink is cool enough then
	Add mini marshmallows to the top of the drink

	Spoon hot chocolate into the cup
	Wait for it cool

	If extra milk needed then
	If drink is cool enough then

	If chocolate is not mixed enough then
	Drink hot chocolate

	Wait for it cool
	Else wait until cool before drinking





What is happening here?
	Action Blocks
	Written Explanation
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	If the score is greater than 1000 then draw the caption “you win” at coordinates 0,0 else draw the caption “Game Over” at coordinates 0,0
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	If the score is greater than 1000 and if the “game_complete” variable equals true then set the score to 0 else add 10 to the score





What order should these blocks go in if ….
…when the player presses the left mouse button and the player instance exists then it removes itself from the game otherwise if the right mouse button has been pressed the player loses a life.
Using the blocks below write out the order in which this actions should run:
	5,4,1,2,3,6



	Block Number
	Action Blocks
	Block Number
	Action Blocks

	1
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	4
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	2
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	5
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	3
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	6
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GameMaker Scripting Language
GameMaker also offers the user to use their scripting language rather than the drag and drop system. Below are some snippets of the GameMaker scripting language.
Can you tell what is happening in the code snippets?
Code Chunk 1
[image: ]
Explanation:
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The value 4 is added onto the current value of the Y Coordinate. 



Code Chunk 2
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Explanation:
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An instance of object ‘obj_pop’ is create 10 times at the current position of the current object. 


Code Chunk 3
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Explanation:
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If the ‘y’ variable is greater than the current room’s height value then the object instance destroys itself else it wraps the object around to the opposite side of the room
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