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Abstract
This report is basically a tentative long term plan for project completition.

Checkers
Description:
We will be making a scaled down version of the game Checkers using the Java programming language.
The rst phase of the project includes the setup of the application, game logic and the rst game mode,
Player vs. Player. The second phase of the project will be dedicated to the Player vs. Computer game mode
and creating the logic for the computer to play.
Implementation (Phase 1)
We are using a series of 2-dimensional arrays to display the game board as a grid. Once the game pieces
(discs) are designed, we will set the game pieces into place over the board and display them together. Next,
we will design the game logic according to the rule of Checkers and dene the criterion for winning the game.
Game play:

1) Player 1 chooses a color
2) Player 1 is allowed to make the rst move by dragging and dropping a piece to a diagonal square.
3) The program will decide whether or not the move is valid. If it is not valid the piece is returned to its
initial place.
4) The program will then switch gameplay to Player 2 and evaluate their move until a valid play is made
5) According to the rules of Checkers jumps cannot be skipped and the program will have to force the
player to make a jump if the opportunity arises.
6) A player wins the game when the opponent cannot make a move. In most cases, this is because all of the
opponent's pieces have been captured, but it could also be because all of his pieces are blocked in.
7) The program should then display which player has won the game.
The Big Plan (Tentative)
First Phase: Display the board and pieces, Code the game logic and Player vs. Player
1)
2)
3)
4)

Create the menu and game options for the application.
Design a GUI that will allow for game piece movement and board refreshing.
Display the board with pieces.
Game Logic:
i. Each disc may only be moved one space at a time.
ii. A King may move forwards or backwards.
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iii. The program should switch between player1 and player2 to allow gameplay.
iv. Before the game is ended, the program should ensure that all of the criterion for winning are met
and display the game winner.
Second Phase: Player vs. Computer
1) Allow player1 to make the rst move by default.
2) Create the program code for the Computer to make valid plays only.
3) Do not allow the Computer to make the same move twice
Game Rules:
1. Checkers is played by two players. Each player begins the game with 12 colored discs. (Typically, one
set of pieces is black and the other red.)
2. The board consists of 64 squares, alternating between 32 dark and 32 light squares. It is positioned so
that each player has a light square on the right side corner closest to him or her.
3. Each player places his or her pieces on the 12 dark squares closest to him or her.
4. Black moves rst. Players then alternate moves.
5. Moves are allowed only on the dark squares, so pieces always move diagonally. Single pieces are always
limited to forward moves (toward the opponent).
6. A piece making a non-capturing move (not involving a jump) may move only one square.
7. A piece making a capturing move (a jump) leaps over one of the opponent's pieces, landing in a straight
diagonal line on the other side. Only one piece may be captured in a single jump; however, multiple
jumps are allowed on a single turn.
8. When a piece is captured, it is removed from the board.
9. If a player is able to make a capture, there is no option  the jump must be made. If more than one
capture is available, the player is free to choose whichever he or she prefers.
10. When a piece reaches the furthest row from the player who controls that piece, it is crowned and
becomes a king. One of the pieces which had been captured is placed on top of the king so that it is
twice as high as a single piece.
11. Kings are limited to moving diagonally, but may move both forward and backward. (Remember that
single pieces, i.e. non-kings, are always limited to forward moves.)
12. Kings may combine jumps in several directions  forward and backward  on the same turn. Single
pieces may shift direction diagonally during a multiple capture turn, but must always jump forward
(toward the opponent).
13. A player wins the game when the opponent cannot make a move. In most cases, this is because all of
the opponent's pieces have been captured, but it could also be because all of his pieces are blocked in.

http://cnx.org/content/m41221/1.1/

