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Practical Assessment #2  

This assignment relates to the following Course Learning Requirements:   
CLR 1:  Define, analyze, and document the logic of a solution to a given problem. 
CLR 2: Implement the solution to a given problem by writing the appropriate code in a high-level language (Java). 
CLR 7: Create documentation and a Java solution for programming problems that adhere to the submission standard identified within the timeframe given in the problem description. 
Objective of this Assignment:   
The objective of this assessment is to design a basic version of connect four board game.
Connect four is a two-player connection game in which the players first choose a color and then take turns dropping one colored disc from the top into a seven-column, six-row vertically suspended grid. The pieces fall straight down, occupying the lowest available space within the column. The objective of the game is to be the first to form a horizontal, vertical, or diagonal line of four of one's own discs. 
More information about the game can be found at the following link: https://en.wikipedia.org/wiki/Connect_Four 

[bookmark: _GoBack]Pre-Assignment Instructions: 

1. To prepare you for this assignment, read the all module content and follow the embedded learning activities. 
2. Access this assignment in Brightspace. Download and unzip any starter code files provided. 
3. You may complete the assignment locally on your machine in a plain text editor or using the Eclipse IDE. 

Assignment Steps:
1. Download the ZIP file from Brightspace containing starter code for your Practical Assessment. 
2. Extract the Java starter code files and import them into a new Project in Eclipse. 
3. Complete the program using the comments within the starter code files as guidelines. 
4. Note that some comments will appear in your Eclipse Tasks list! 
6. Your assignment is to be submitted on Brightspace as Java files. It should be submitted with the following guidelines: 
a. Include the file header using the template provided in every Java file submitted. 
b. Follow expected style guidelines: 
i. Use “Egyptian” style braces for all classes and methods. 
ii. Indent your code using 4 spaces (no tabs). 
iii. Follow naming conventions for all class, variable, and method identifiers. 
iv. Use appropriate whitespace for readability. 
v. Comment your code (no less than one comment per class, and one per method). 
c. Name the files as Ordinal.java, Column.java, Board.java, Player.java, NibbleNabble.java, Main.java. 
 	      e. Feel free to make any assumption you need to make to implement a working code. Make sure the  	      code delivers expected successful output. Highlight any assumption you may make while submitting the 	       assessment.
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