Homework 1: Sudoku Game Board Creation
CS 201 - Introduction to OOP with Java
June 18, 2008
Due Date: Midnight on July 3rd (Thursday), 2008
Directions: You must submit your assignment by sending an email that contains two Java source files (Sudoku.java and SudokuGameBoard.java), which contain your completed code for the assignment. Each of these files should be modified to include comments at the top that indicate your name (please do NOT provide SSN), which is 4% of the grade!
You must send the email to BOTH zhang (at) cis.uab.edu and swethab (at) uab.edu
Honor Statement: By turning in your assignment to me, you confirm that all of the work is your own. That is, you did not take your answer and adapt it from someone else, or get detailed advice from another student on how they answered a question. You also cannot give away your answers to another student. If you use any code found on the Internet, you must inform me about your reuse of such code. You agree, by sending me the answers via email, that this is your own work.
Getting Help

In case you have problems with the assignment, please let us know if you need to meet to discuss any problems that you may have. You may also wish to consult the TA for this course (Swetha Burugupalli).

Problem Description
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The rules of Sudoku are very simply stated as:

Given an initial game board, fill all empty squares so that the numbers 1 to 9 appear once in each row, column and 3x3 box.

In this first assignment you will draw a Sudoku game board that resembles the screenshots shown above (left: initial game; right: solved game).

In this problem, you will complete the implementation of a few “skeleton” methods in order to draw a Sudoko game board and to initialize the “main” program. The directory at http://www.cis.uab.edu/cs201/summer2008/HW1/ contains several support files that you will use to complete this task. This directory contains all of the bytecode for the application so that you can see the correct execution of the assignment. The directory also contains two source files that you must complete in order to draw the game board.
Task1:

Familiarize yourself with the way the application is supposed to execute by copying the .class files and .txt files from the network drive onto your local hard drive. From a command line, simply issue “java Sudoku” to begin the application.

Task2 (38%):

The next task is to fill in the missing code of the “main” method of Sudoku application. Copy the Sudoku.java file from the network drive and look at the comments in the main program. There are several lines missing from the beginning of this method. You must add the code that will create an instance of the LoadSudokuGame class, and then call the readGameInfo method on that object. The readGameInfo method will return a Boolean value indicating whether the game board was successfully read into the application. 

The most likely cause for this method to return false occurs when the filename entered by the user does not exist. If the file name does not exist, an error message is printed to the screen and the user is continually asked for the two file names until a correct file is loaded. You must continually poll the user when a file cannot be found. A significant amount of points for this first part depend on the ability to poll the user for a correct filename.

Task3 (58%):

In the final task, you must write the method that actually draws the grid onto the canvas of the game board. The SudokuGameBoard.java file contains a skeleton of the code that you must complete. Specifically, you must provide an implementation of the drawBoard method. This method will receive as a parameter a Graphics object that is to be used to draw the grid. You must draw lines for all 81 blocks, with each 3x3 block partitioned with a red boundary. Please see the provided .class files for an example.

YOU MUST USE LOOPS TO DO THIS – you cannot write several dozen separate drawLine method calls.

Hints:

Make sure to save your work before logging off of the lab machine!

Use the provided .class files as an example of how a correct implementation should execute.

