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project 1: RPS app
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To be brief, 

RPS stands for Rock, Paper, Scissors. 
This project was made with the goal of 
producing a functioning, single-player 
game that lets the user compete against 
a computer opponent. 

There are three rules followed: 

• Rock always beats scissors.
• Scissors always beats paper. 
• Paper always beats rock.
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From the start, 

there were elements immediately apparent and 
crucial to the functionality of this app. Every project 
begins with preconceived ideas. It is understood that 
Rock, Paper, Scissors is a game of chance, so a way 
to randomize the computer’s choices was needed. 
This and other initial thoughts are written down for 
reference. They are as follows:

• The computer’s choices must be random.
• Each player needs three choices.
• There needs to be “if-then” statements.
• A message of who won is needed.

With the above statements in mind, sketches are 
drawn of what is immediately required. Buttons, text 
fields, and labels are the main elements.



To get ideas,
mapping and traditional sketching are
tried-and-true  methods. Nothing is over-
thought at this point in designing. It is a more 
subconscious string of related thoughts than a 
fleshed-out plan. Some of the best 
ideas come from unexpected connections. 

Notes within the code are also made as 
reminders of what needs to be done once the 
elements are built.
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Before form,
function is considered. The app is coded with 
a series “if-then” statements. This just means 
there are lines of code telling the program 
what action to perform when the user presses 
a button.  There are three buttons: rock, 
paper, and scissors. If one of these buttons 
are pressed, then the program will randomly 
select the computer’s choice because of the 
“random integer” function.

Alone, this is not enough. The program is 
also asked to check and see if the computer’s 
choice beats the user’s. In order to do this, a 
number is assigned to each button. More is 
added to the “if-then” statements to compare 
the results of the match. For example, if 1 
(rock) is chosen by the user, and 2 (paper) is 
chosen randomly, then a label will display. In 
this instance, the label will read “YOU LOSE” 
because paper beats rock.
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A “switch” function is a way to organize 
variables and how they will perform. 
A default is added in case an unknown 
variable is entered. The code below is 
repeated for each of the three choices 
to ensure there is always a winner or tie 
displayed. To the right, you can see what 
the app looks like at this point.



After function,
the look of the app is considered. To make the app 
easier to use, each element’s function needs to be 
obvious at a glance. Buttons need to look interactive 
and labels need to look static. 

Blocks of color separate the buttons from the rest of 
the app, and text fields are given the treatment they 
need to show that information will appear there. 
The labels are left plain to signify that they are static 
and different from the text of the buttons.

The background allows the user to see the difference 
between elements without distracting from the 
game itself.



15





17

In the end,
the app meets all requirements and 
can be played within Xcode. The 
game is single-player and can be 
played indefinitely. All rules have 
been followed and work without bugs 
according to the review of student 
graphic and digital designers.

Tap within the rectangle on the right 
to play the movie of the app in-use.




