
Write Up for Part One 
 

Executive Summary 

Part two of my project is a program that intends to resemble a plinko game. The plinko 

board consists of 9 input slots and 9 output slots. The input slots (0-8) represent the starting 

location of the chip, while the output slots represent the amount of money you win for each chip. 

There are also 12 rows of pegs, with the top row having 9 pegs, and the bottom row having 8 

pegs. The chip will randomly turn to right or left when it hits the pegs.  

User can choose between three options of how to play the game. The first option is to 

drop one chip into one slot. This option will ask user to select the slot where he/she wants as the 

starting location. By the end of the game, user will be informed with the amount of money he 

won. The second option is to drop multiple chips into one slot. This option will require user to 

input both the slot and the number of chips. By the end of the game, the user will be informed 

with both the total amount of money he/she won and the average money he/she won for each 

chip. The third option is to drop a few chips into every single slot. In this case, user will only 

need to input the number of chips to drop, and the final result will be the total and average 

amount money won for each slot.  

Implementation Documentation 

 This program contains three different parts: a user form, three function procedures and 

three OK buttons connected with the user form. Every component will be explained in the 

following paragraphs.  

User Form 

1) First Tab 

When the user clicks on the project button from ribbon, a user form will pop up, looking 

like the picture below. 

 



 

There are three tabs in this user form, each represents an option of the game. The first tab 

named “One Chip” allows user to input a number that’s between 0 and 8. If the user leave the txt 

box empty when clicking the ok button, a warning will be displayed in the header as shown 

below.  

 
 

If the user clicks ok after entering a non-numerical character, the user form will display a 

different warning, as shown below. 

 

 
  

 If the user clicks ok after entering a number outside of the “0 to 8” range, another 

warning will be displayed, as shown below.  



 
 

2) Second Tab 

 When the user clicks on the second tab, he/she will see an interface like the below image. 

This option of the game allows the user to input a slot number and the number of chips to drop 

into that slot.  

 

 If the “slot” text box has a non-numerical input, is empty or is out of range, all the 

warnings shown for the first tab will be applied here. The warnings from the first tab also apply 

when the “chip number” text box either is empty or has a non-numerical input. If the user input a 

number smaller than 1 for the “chip number” text box, there will be a new warning displayed, as 

shown below.  

 



 
 

3) Third Tab 

The last tab allows user to enter one number for the amount of chips he/she wants to drop 

in to every single slot. The user form looks like the picture below. All the warnings from the 

previous two tabs are applicable here.  

 

 Whenever the “Quit” button is clicked, all the fields in three tabs are emptied. The user 

form will then hide.  

 

Three Functions 

 There are similar functionalities between the three game options, which means the codes 

can be duplicated. The purpose of this component is to avoid repetitive codes. 

 The first function takes an argument specifying the final location of the chip. It will 

return the amount of money this chip won in accordance with its location. 



 The second function takes the slot number inputted by the user as an argument. It then 

uses a loop to randomly decide the path of this chip, in order to find the final location. The codes 

within the loop also make sure that the location is always between 0 and 8.  

 The third function takes two arguments: a slot number and the number of chips; both of 

which are inputs from the user. This function then calls the second function and the first function 

multiple times (as many times as the chip number input) to calculate the total amount of money 

won from this slot.   

 

Ok Buttons 

 There is one OK button on every page of my user form, and every one of these buttons 

performs a task relevant to the corresponding game option.  

 When the OK button connected with the first game option is clicked, if the input is also 

correct, the sub connected with the button will call the second function and find out the final 

location for one chip. It will then call the first function using the result of the second function to 

find out the corresponding amount of money. This money will be printed out in excel.  

 When the user clicks the OK button on the second tab, the associated sub will take the 

user inputs and call the third function. After receiving the total amount of money, it will divide 

the money by the number of chips dropped into that slot to get the average. Both the total and the 

average will be displayed in excel.  

 When the last OK button is clicked, it again calls the third function, except this time, the 

function is called within a loop. That way, each slot’s total and average money will be calculated. 

By the end, the total and the average money won will be printed out for each of the 9 slots.  

 

Learning and Difficulties 

 The biggest difficulty I faced when writing this program is how to create a user form that 

displays different inputs once the user makes a choice between the three game options. I first 

thought of using a user form with optionbuttons, and then use input boxes to take the inputs. This 

does not give a professional user interface.  

 I then thought of creating a user form that will change according to user’s choices. 

However, this was a little bit difficult. I visited Professor Allen in his office to get some advice 

on how to create a more complicated user form. He told me that I can try putting a multipage in 

the user form. I tried that idea, and it was perfect for the purpose of this program.  

 What I learned from this is that, sometimes there are easier ways to solve a problem. Due 

to the limitation of my knowledge, I might not realize it at the moment. This is why it might be a 

good idea to experiment with things we did not go over in class during my free time.  
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