Rush Hour

Adding Levels & Reset



char t}f‘pe[] [] — {{Iclr IC-I'- 'E', Inlr Inlr Inl}r
{'c', 'n', 'm', 'c', 'm', 'm'}
After | have created
{Iclr Inlr Inlr IC-I'- Inlr Inl}
{Iclr IC-I'- Iclr Inlr Inlr Icl}r
and tested the level, |
int car[] [] = {{8, 2, 2, 0, 0, O},
{8, 0, O, 5, 0, 0O}, 1
(e, 0, 0, 9, 0, 0}, convert It to a more
{¢, 0, O, 5, 0, O},
(¢, 1, 1, 0, 0, 5}, t f
{0, 0, 4, 4, 4, S5}}: COmpaC Orm.
char slice[] []1 = {{'f', '£f', 'b', 'm', 'mn', 'mn'},
{'II.'I',. ']:l'Ir ']1',. 'f', ']:l'Ir '11'}
{Iblr Ifll’ Iblr Imlr Inlr Inl}r
{Ifll' Inlr Inlr Iblr Inlr Inl}
{Iblr Ifl!’ Iblr Inlr Inlr Ifl}l’
{'n', 'n’', 'f'| 'm', 'b', 'b'}};
char t}f‘pe[] [] — {{Iclr IC-I'- 'E', Inlr Inlr Inl}r {Iclr Inlr Inlr Ic_lr Inlr Inl}r {Iclr IC-I'- Iclr IC-I'- Inlr IRI}F
{'c', "', "m', 'c', 'm', "m"}, {'c', 'c', 'c', 'm', 'm', 'Cc'}, {i'm', "m', 'c', 'c', 'c', 'C'}}:
int car[] []1 = {{8, 2, 2, 0, 0O, O}, {8, 0, O, 9, 0O, O}, {8, 0, 0, 9, 0O, 0O}, {6, O, O, 9, O, O}, {6, 1, 1, O, O, 5}, {0, O, 4, 4, 4, 5}};
char SliGE[] [] — {{Ifll' Ifll’ Iblr Inl Inlr Inl}r {Imlr Inlr Inlr Ifll’ Inlr Inl}r {Iblr Ifl!’ Iblr Imlr Inlr Inl}r
{Iflr Inlr Inlr Iblr Inlr Inl}r {Iblr Ifl!’ Iblr Inlr Inlr Ifl}l’ {Inlr Inlr Ifll’ Imlr Iblr Ibl}};




| created levels and

stored them in a
series of arrays

char type[] [] = {{'c", 'c', 'c', 'mn', 'mn', 'mn"}, {'c',
{'c', 'm', 'm', 'c', 'm', 'm':, {'c', ‘'c', 'c'",
int car(] []1 = {ii{&, 2, 2, 0, O, O}, {8, O, O, 5, 0, 0},

char slice[] [] = {{'f', '£', 'bB', 'n', 'n', 'n'}, {'m',

{Iflr Inlr Inlr Ihlr Inlt Inl}r {Ihlr Iflf Ihlr

Notice that level 1
and the initial

board are the
samelll

'C', 'C', 'I'l', '}C'},
Iclr "o'}d

o, {8, 1, 1, O, O, 3}, {0, O, 4, 4, 4, 3}}:

Ihlr Imlr Inlt Inl}r
Ihlr Ihl}};

fflevel 1 - a copy of the initial board set up

char typel[] [1 = {{'c', 'ec', 'c', 'm', 'm', 'm'}, {'ec',

{Iclr Inlr Inlr Iclr Inlt Inl}r {Iclr Iclr Iclr

int cari[] [] = {{8, 2, 2, 0, O, O}, {8, O, O, 9, O, O},
char slicel[] [] = {{'f', 'f', 'B', 'n', 'n', 'n'}, {'m',

{Iflr Inlr Inlr Ihlr Inlt Inl}r {Ihlr Ifll’ Ihlr
Silevel 2

char type2[] []1 = {{'n', 'n', 'n', 'm', 'm', 'm'}, {'m",

{Inlr Inlr Inlr Inlr Inlr Inl}r {Inlr Inlr Inlr

int car2[] [] = {4{0, O, O, O, O, O}, {0, O, O, 5, 0O, 0},
char =slice2[] [] = {{'n', 'm', 'm', 'n', 'n', 'n'}, {'m',

{Inlr Inlr Inlr Inlr Inlr Inl}r {Inlr Inlr Inlr
filevel 3

char type3[] [1 = {{'n', 'mn', 'm', 'm', 'm', 'm'}, {'mn’',

{Inlr Inlr Inlr Iclr Inlt Inl}r {Inlr Inlr Inlr

int car3[ [] = {{0, O, O, O, O, O}, {0, O, O, O, O, O},
char =lice3[] [] = {{'n', 'm'., "', 'm', 'n', "m'"}, {'n',

{Inlr Inlr Inlr Iblr Inlt Inl}r {Inlr Inlr Inlr

Iclr Iclr Inl.r le}r
'C', "o'1d:

oy, {6, 1, 1, 0, 0, 5}, {0, O, 4, 4, 4, 5}};

Iblr Imlr Inlr Inl}r
Ihlr Ihl}};

Inlr Iclr Inlr I-:':-I}f
Inlr Inl}}:

2, {0, ¢, 0, 0, O, 0}, {0, O, O, O, O, Ok}:

|n|‘ Ihlr Inlr Inl}r
Inlr "m'}};:

Inlr Iclr Inlt le}r
Inlr Inl}};

oy, {0, o, o, 0, o, 0}, {0, 0, O, O, O, O}}:

Inlr Iflr Inlr Inl}r
Inlr Inl}}:




Some example levels:




More example levels:
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Even more example levels:
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Still more example levels:




TEST your levels
completely before

moving on.




Add these two public void copyOver (int a[] [], int b[] [1)

{
methods to your for (int i = 0 ; i < row ; i++)

program. {

for (int j =0 ; 7 < col ; j++)

{

a [1] [3]1 = b [1] [31:
}

public void copyOver (char a[] [], char b[] [])
{

for (int 1 = 0 ; 1 < row ; 1++)
{
for (int 7 =0 ; 7 < col ; J++)
{
a [1] [3]1 = b [1] [J1:
t



Add a global
variable

number to the
top of your
code

import java.awt.?*;

import java.awt.event.*;
import javax.swing.*;
import java.applet.Bhpplet:

public

{

Panel p card; //to hold all of the screens
Panel cardl, card2, card3, cardd, cardb;
CardLayout cdLayout = new CardLayout ();

//grid
int row = &;
int col = &;

//current Car information

JLabel currentPic:

int whichCar = 0;

int cur¥ = 2;

int cury = 1;

JButton al[] = new JButton [row * col]:

int number = 1;

char typel] [] = {{'c', 'c', 'c', 'n', 'n',

class RushHourGame extends Applet implements ActionListener

'n'}f



public wvoid next ()

The method { _
number++;
to move ?f (number == 2) Copy in level 2’s
copyOver (type, typel): arrays
between copyOver (car, carl):
|eve|s copyOver (slice, slice2);

1
else if (number == 3)

{

Copy in level 3’s

copyOver (type, type3): arrays

copyOver (car, car3);

copyover (slice, slice3):
1

J/add more levels here '
else Copy in level 1’s

{ arrays
copyOver (type, typel):
copyOver (car, carl):
copyOver (slice, slicel):
number = 1;

Fix up the current
redraw (): car and redraw
whichCar = 0;
cur¥X = 2;
cur¥ = 1;
currentPic.setIcon (createImageIcon ("littleO.png™)):

}




Add a next level and reset

button to the game screen

JButton nextlLevel = new JButton ("Next Level™):
nextLevel.setActionCommand ("nextLevel™):;

public void screen3 ()

{Nziiﬂjézgié?h_ nextLevel .addActionListener (this);
card3.setBackground (Color.white); JButton reset = new JButton {"REEEt"] r
JLabel title = new JLabel ("Flow Free Game"):; t tA .t' C d {"I1 .tmm] .
JButton next — new JButton ("Next"); resel.se CL1Oon.omman ese r
next.setActionCommand ("s4"); reset.addActionlLlistener (this):;
next.addActionListener (this):;
currentPic = new JLabel (createImageIcon ("littlel.png")):

JButton up = new JButton ("Up"): : .
up.setActionCommand ("up"); card3.add (title);
up.addActionListener (this); card3.add {Llp] H

JButton down = new JButton ("Down"):;

down.setActionCommand ("down™) ; Card3 . Eldd {dDWﬂ] r
down.addActionListener (this):; . "
JButton right = new JButton ("Right"): card3.add (CUIIEﬂtPlC] d
right.setActionCommand ("right"): card3i.add {lE ft] r
right.addActionListener (this); : .

JButton left = new JButton ("Left"): Card?" L] add (Ilqht] r
left.sethActionCommand ("left"); card3.add {p] :

left.addActionListener (this):

card3.add (next):;

//5et up grid

E_’azel p= ngw Panel (new GridLayout (row, col)); | card3.add (nextLevel):; |
int move = 0;
for (int i = 0 ; i < row ; i++) { |card3.add (reset); |
for (int J =0 ; 7 < col ; J++) { "W .
//add in when you have pictures p_{:ard'add ("3 r card3);
a [move] = new JButton (createImageIcon (type [1]1 [J] +
[*" + car [i1 [§1 + "" + slice [i] [j]1 + ".png™));:

//change to be your size

a [move] .setPreferredsSize (new Dimension (90, 90)):
a [move].addhctionListener (this);

a [move].setActionCommand ("" + move):

p.add (a [movel):

move++;



public void actionPerformed (ActionEvent e)
{ //moves between the screens|
if (e.getActionCommand ().equals ("sl1"))
cdLayout.show (p card, "1"):;
else if (e.getActionCommand ().equals ("s2"))
cdLayout.show (p_card, "2"):

Add the action
command to the

actionPerformed and else if (e.getActionCommand ().equals ("s3"))
cdLayout.show (p_card, "3"):;
call the next method else if (e.getActionCommand ().equals ("s4"))

cdLayout.show (p_card, "4"):;

else if (e.getActionCommand ().equals ("s5"))
cdLayout.show (p_card, "5");

else if (e.getActionCommand ().equals ("sé"))
System.exit (0);

else if (e.getActionCommand ().equals ("up"))
moveUp ():

else if (e.getActionCommand ().equals ("down"))
moveDown ()

else if (e.getActionCommand () .equals ("left"))
moveLeft ();

else if (e.getActionCommand ().equals ("right"))
moveRight ():

else if (e.getActionCommand ().equals ("nextLevel™))
next ():

else if (e.getActionCommand ().equals ("Reset"))

TEST reset ():

else

{ //code to handle the game
Completely int n = Integer.parseInt (e.getActionCommand ()):

int x = n / col;

int y = n % col;

if (type ([x] [y] == 'c¢')
{




The reset

method

public veoid reset ()
{

if (number == 1)

{
copyOver (type, typel):
copyOver (car, carl);
copyover (slice, slicel);

1

else 1f (number == Z)

{
copyOover (type, typel):
copyOver (car, carz);
copyOver (slice, slice2);

1

else if (number == 3)

{
copyover (type, type3):
copyOver (car, car3);
copyOver (slice, slice3):

}

J/add more levels here

redraw ():
whichCar = 0;
curx = 2;
curyY = 1;

Copy in level 2’s
arrays

Copy in level 3’s
arrays

Copy in level 1’s
arrays

Fix up the current
car and redraw

currentPic.setIcon (createImageIcon ("1ittleO.png")):




public void actionPerformed (ActionEvent e)
{ //moves between the screens|
if (e.getActionCommand ().equals ("sl1"))
cdLayout.show (p card, "1"):;
else if (e.getActionCommand ().equals ("s2"))
cdLayout.show (p_card, "2"):

Add the action
command to the

actionPerformed and else if (e.getActionCommand ().equals ("s3"))
cdLayout.show (p_card, "3"):;
call the reset method else if (e.getActionCommand ().equals ("s4"))

cdLayout.show (p_card, "4"):;

else if (e.getActionCommand ().equals ("s5"))
cdLayout.show (p_card, "5");

else if (e.getActionCommand ().equals ("sé"))
System.exit (0);

else if (e.getActionCommand ().equals ("up"))
moveUp ():

else if (e.getActionCommand ().equals ("down"))
moveDown ()

else if (e.getActionCommand () .equals ("left"))
moveLeft ();

else if (e.getActionCommand ().equals ("right"))
moveRight ():

else if (e.getActionCommand ().equals ("nextLevel™))
next ():

else if (e.getActionCommand ().equals ("Reset"))

TEST reset ():

else

{ //code to handle the game
Completely int n = Integer.parseInt (e.getActionCommand ()):

int x = n / col;

int y = n % col;

if (type ([x] [y] == 'c¢')
{




