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%0 spl ay nessage that explains the rule for the user

fprintf('::::: Welcone to Connect Four :::::\n\n")

fprintf('This is a two player game where the objective is to be the
first person to connect four markers in a row \nEach player wll
select a colum to drop their marker in, the ganme will switch players
untill there is a winner or atie.\n\n')

ganeStart = input(' Are you ready to start? Enter Y to begin: ',"'s");

% ets the user read at their own place and proceed when ready

while (ganeStart ~= 'Y')

ganeStart = input('Are you ready to start? Enter Y to begin:
"'S')
end

% Constants and Vari abl e decl arati on

ROW = 6;

COLUWN = 7;

board = zer os( ROW COLUWN)
pl ayer = 1;

ganeOver = fal se;

%while oop that iterates untill the gane is over
whil e (ganeQver == fal se)

%hecks to see if there is a tie
ganeDraw = c4_drawGane(board, ROW COLUWN);
i f (gameDraw == true)

fprintf('::::: DRAW:::::\n")

br eak
end

%sks user for input then validates it

fprintf('::::: Player % :::::\n Enter a columm nunber: ',
pl ayer);

pl ayer Move = input("");

pl ayer Move = c4_i nput Checker ( pl ayer Move);

%hecks to see if the users input is in a valid colum (ie, colum
i snt
%l ready filled) , else, repronpts user, updates board with users
%sel ection
if (c4_columValid(board, playerMve) == true)
row = c4_r owFi nder (board, player Move, RON COLUW);
board = c4_updat eBoard(board, row, playerMve, player)
el se




whi | e(c4_col umVal i d(board, playerMve) == fal se)
fprintf('Invalid input. Please re-enter colum nunber: ')
pl ayer Move = input("");
end
row = c4_rowki nder (board, playerMve, RON COLUWN)
board = c4_updat eBoard(board, row, playerMve, player)
end

%hecks if anyone has won yet
ganmeOver = c4_wi nner W nner (board, player, RON COLUWN)
i f (ganeQver == true)
fprintf('::::: GAVE OVER :::::\nPlayer % wi ns!\n', player)
end

%sw t ches the player
if (player == 1)
pl ayer = 2;
el se
pl ayer = 1;
end

c:::: Welcone to Connect Four :::::
This is a two player gane where the objective is to be the first
person to connect four markers in a row.

Each player will select a colum to drop their marker in, the gane
will switch players untill there is a winner or a tie.

Error using input
Cannot call | NPUT from EVALC.

Error in c4_main (line 10)
ganeStart = input('Are you ready to start? Enter Y to begin: ','s"');
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function draw = c4_drawGane(board, RON COLUW)

%4_drawGane checks to see if the game ended as a tie, b/c connect 4
%l ternates players and the values stored are either 0,1,2, a

conpletly

%illed ""draw'" board is equal to 63 and thus checks if this nunber
is

%ever reached, returns a bool ean val ue

m = sum + board(k, i);
end

if (sum == 63)
draw = true;
el se
draw = fal se
end

end

Not enough i nput argunents.

Error in c4_drawGane (line 9)
for (i = 1: COLUWN)
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function col umNum = c4_i nput Checker ( col uimNum)

%4 _i nput Checker validates users input to make sure it is within the
range

%f 1-7 and is an integer, returns the columNum after repronpting the
user

% o input a valid nunber

while ((columNum < 1) || (columNum > 7) || (col umNum ~=
fl oor(col umNum))
col umNum = input('Invalid input. Please re-enter your colum
nunber: ');
end
end

Not enough i nput argunents.
Error in c4_input Checker (line 7)

while ((columNum< 1) || (columNum > 7) || (col umNum ~=
fl oor(col umNum))
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function valid = c4_colummValid(board, playerMve)

%4 _columValid checks to see if the users inputted colum nunber isnt
%onpletely full, returns a bool ean val ue

i f(board(1, playerMve) == 0)
valid = true;
el se
valid = fal se;
end
end

Not enough i nput argunents.

Error in c4_columValid (line 6)
i f(board(1, playerMve) == 0)
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function row = c4_rowFi nder (board, playerMve, RON COLUWN)

%4 _rowki nder finds the next available rowin the user specified
col umm
%starting fromthe bottom down, returns row nunber

for (i = 1: ROW
if (board(COLUW - i, playerMve) == 0)
row = COLUW - i;
br eak;
end
end

end

Not enough i nput argunents.

Error in c4_rowri nder (line 6)

for (i = 1: RON
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function board = c4_updat eBoard(board, ROW pl ayerMve, player)
%4 _updat eBoard updates board with the now valid user selection and
%li spl ays their playerIDin the matrix, returns and displays a matrix

of
%val ues acting as the ganeboard

boar d(ROW pl ayer Move) = pl ayer;
end

Not enough i nput argunents.

Error in c4_updateBoard (line 7)
boar d(RON pl ayer Move) = pl ayer;
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function ganeQver = c4_w nner W nner (board, player, RON COLUW)

%4_ganeOver checks to see if there are any connects fours by
%systematically checking the board horizontally, vertically, and
%li aganol |y, returns a bool ean val ue

ganeOver = fal se;

%HORI ZONTAL W N CONDI TI ONS
for (i = 1: (COLUW- 3))
for (k = 1. RON
if ((board(k,i) == player) && (board(k, i+1) == player) &&
(board(k, i+2) == player) && (board(k,i+3) == player))
ganmeQver = true;
br eak;
end
end
end

WERTI CAL W N CONDI TI ONS
for (i = 1: COLUW)
for (k = 1: (ROM3))
if ((board(k,i) == player) && (board(k+1, i) == player) &&
(board(k+2, i) == player) && (board(k+3, i) == player))
ganmeQver = true;
br eak;
end
end
end

oDl AGANOL W N CONDI TI ONS
for (i = 1. ROV 3)
for (k = 4: COLUW)
if ((board(i,k) == player) && (board(i+1, k-1) == player)
&& (board(i +2, k-2) == player) && (board(i+3, k-3) == player))
ganmeQver = true;
br eak;
end
end
end
%I ANGONAL W N CONDI TI ONS (cont.)
for (i = 1: ROV 3)
for (k = 1: COLUMN 3)
if ((board(i,k) == player) && (board(i+1, k+1) == player)
&& (board(i +2, k+2) == player) && (board(i+3, k+3) == player))
ganmeQver = true;
br eak;
end
end
end

end

Not enough i nput argunents.




Error in c4_winnerWnner (line 10)
for (i = 1:(COLUMN- 3))
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