Othello Movement

canGo Right



Set Up Board to Test Well P —

//Game screen Othello current Tun: @
JLabel turnPic: Y

int turn = 1;

//grid Q O

int row = 8; . Q Q

int col = 8;

JButton al[] = new JButton [row * col]; QO OO
int b1 I[1 = {{1, 2, O, O, O, O, O, O},
{0, 0, 2, 2, 0, 0, O, O}, .:.
{0, 1, 2, 2, 0, 0, 0, O},
{0, 0, 0, 0, O, O, O, O},
-[_21, 2'. 2_'. _21, D.I" D.I" D.I’ D]‘ I Again Instructions Settings
{0, 0, 1, 2, 2, 0, 0, O},
{0, 0, 0, 1, 0, 0O, O, O},
{0, 0, 0, 0, O, O, O, O}}; Othello2 runing..




In ActionPerformed

J/TO DO: Fill this comment 1n
else

{

int n = Integer.parseInt (e.gethctionCommand ());
int x = n / col;
int vy n % col;
showStatus ("" + canGo (X, V));
if (canGo (%, vy))
move (X, V)7
else
showStatus ("Sorry, You can't move there.");
redraw ()



CanGo Method

public boolean canGo (int =, int vy)
{ //This checks 1f a turn 1s wvalid
if (b [x] [y] = 0)
return false;
else if (canGolLeft (%, y) == true)
return true;

//TO DO: other directions here

else
return false;



Move Method

public void move (int x, int vy)
[ //Place the plece, swap the middle ones.
b [x] [y] = turn:

if (canGolLeft (%, v))

{
swapLeft (x, y):;

}



public boolean canGoLeft (int =, int y)
{ // Checks 1f a player can go 1n (X,y) based on 1it's left side
int me = turn;
int them = 1;
if (turn == 1) Can Go Left
them = 2;

//at edge, can't go

if (v - 1 < 0)
return false;

//nothing to left, can't go

else if (y - 1 >= 0 && b [x] [y - 1] == 0)
return false;|

//my piece to left, can't go

else if (y - 1 >= 0 && b [x] [y - 1] == me)
return false:;

JS/them to left, need to check further left
else

{

int ycopy =y - 1;

while (ycopy >= 0 && b [x] [ycopy] == them)

{

: yocopy——7

//them all the way to the edge

if (ycopy < 0)
return false;

//them all the way to a blank

else if (ycopy >= 0 && b [x] [ycopy] == 0)
return false;

//them all the way to me

else if (ycopy >= 0 && b [x] [ycopy] == me)
return true;

}

return false:
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public boolean canGoLeft (int =, int y)
{ // Checks 1f a player can go 1n (X,y) based on 1it's left side
int me = turn;
int them = 1;

if (turn == 1) Can Go Left 2

them = 2;

//at edge, can't go

if (v - 1 < 0)
return false;

//nothing to left, can't go

else if (y - 1 >= 0 && b [x] [y - 1] == 0)
return false;|

//my piece to left, can't go

else if (y - 1 >= 0 && b [x] [y - 1] == me)
return false:;

JS/them to left, need to check further left
else
{
int ycopy =y - 1;
while (ycopy >= 0 && b [x] [ycopy] == them)
{
} ycopy——+
//them all the way to the edge
if (ycopy < 0)
return false;
//them all the way to a blank
else if (ycopy >= 0 && b [x] [ycopy] ==
return false;
//them all the way to me
else if (ycopy >= 0 && b [x] [ycopy] == me)
return true;

0)

}

return false:
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public void swapLeft (int x, int vy) Swap Left
{// This swaps the pieces on the left side

int me = turn;
int them = 1;
if (turn == 1)

them = Z;

int ycopy = vy - 1;

while (ycopy >= 0 && b [x] [ycopy] == them)

{ & Othello2 - O e £ Othello2 - O X
b [x] [Y{:DPF] = ey Othello current Tum: @ Othello current Tum: @
F{:DPF__ r X ] > 0 @

1 (X ox6)

] 000 0000
000 000
CX X ) e X X X




