Technical Documentation
Slots
The slots game is written in JavaScript. It uses a JavaScript function with JavaScript functions inside it to create the ability to have public and private methods. The object or function that contains on the other functions is created by placing it in a variable. This is done after all other JavaScript code. 

Methods within Slots():

· createXMLHttpRequest() (private)
· updateChips(change) (private) - change is the integer value that the users chips should be modified by. 

· startgame() (public)
· reelstop(reelNo) (private) – reelNo is an integer value which corresponds to one of the 3 reels. 

· changeInterval(reelNo) (private) - reelNo an integer value which corresponds to one of the 3 reels.
· endgame() (private)
· spin(reelNo) (public) - reelNo an integer value which corresponds to one of the 3 reels.

Variables within Slots():

· started – used as a Boolean to say whether the game has started or not.

· chips – used as an int to hold the amount of chips the user has.

· noOfTimesSpan – used as an int to hold how many images the reel has span through.

· containerA, containerB, containerC – used as an array to contain html div elements.

· timeOutSpeed – used as an array to hold the speed at which the spin method is called for each reel. This allows each reel to slow down individually. 

· Stopped – used as an array of Booleans to say whether a reel has finished spinning or not.

· Slowreel – used as an array of Booleans to say whether a reel is slowing down or not.

· Value – used as an array of ints to say what image a reel is currently on.

· Spins – used as an array of ints to say how many times a reel should spin.

· Images – used as an array of html image elements.

createXMLHttpRequest():

This method creates an XML Http Request for different browsers. 

 If it is successful it returns an object which is an XML Http Request.

If it fails it returns null.

updateChips(change)
This method modifies the amount of chips a user has by the value in change using an XML Http Request. 

If it is successful it returns true.

If it fails it returns false.

startgame()
This method initialises the start of a game. It makes sure that as game has not already started and then sets the variable start to show that a game is started. It also populates the arrays in variables containerA, containerB, containerC. It then uses Math.random() to decide how long each reel should spin for and sets the reels spinning. 

This method is a void method. (Does not return anything)

reelstop(reelNo)
This method changes the state of a spinning reel to a slow spinning reel. It does this by modifying the slowreel variable for the reel in question. To do this is actually stops the reel spinning and then sets it off spinning again at a slower speed. 
This method is a void method. (Does not return anything)

changeInterval(reelNo)
This method changes the interval of the reel spinning to slow it down further from what is already is. It also tests to see if the reel has gotten too slow and if it has it sets the stopped value of that reel to 1 and stops the reel spinning. If that reel happens to be reel 3 it calls the endgame method. 

This method is a void method. (Does not return anything)

endgame()
This method calculates any winnings and call the updateChips method to update the users chip values. It also resets all variables so that another game can be started straight after.

This method is a void method. (Does not return anything)

spin(reelNo)
This method actually spins the reel. Each time this method is called the reel is spun by 5 pixels. This method will then call the reelStop or changeIntervals methods when required and also updates the noOfTimesSpan value for the reel every time one full image has spun by past. 

This method is a void method. (Does not return anything).

