Computer Science Unit 4 – Data Storage: Arrays, Files, Matrices 

Creating your project and programs for Unit 4 – Lab14 Battleship p. 42

We're saving our programs for Unit 4 in separate folders... Lab00 folder, Lab01 folder, Lab02 folder, etc.  We'll use 'packages' to create these new folders for our separate programs.
1.   Lab4-14 Battleship See Packets: Unit4  Data Storage: Arrays, Files, Matrices page 42

3.   Create Driver12.java, BattleshipDriver.java, Battleship.java

      Right click on Unit4Progs: Source Packages

            New – Java class

      Class Name:  BattleshipDriver
      Project: Unit4Progs

      Location: Source Packages

      Package: Lab14   ←  Don't forget this step
     Right click on Unit4Progs: Source Packages

            New – Java class

      Class Name:  Battleship 
      Project: Unit4Progs

      Location: Source Packages

      Package: Lab12   ←  Don't forget this step
3.   BattleshipDriver.java

package Lab14;

import javax.swing.JFrame;

    public class BattleshipDriver

   {

       public static void main(String[] args)

      {

         JFrame frame = new JFrame("Unit4, Project: Battleship!");

         frame.setSize(400, 400);

         frame.setLocation(200, 100);

         frame.setDefaultCloseOperation(JFrame.EXIT_ON_CLOSE);

         frame.setContentPane(new Battleship());

         frame.setVisible(true);

      }

   }
4.  Battleship.java

import java.awt.*;

   import java.awt.event.*;

   import javax.swing.*;

    public class Battleship extends JPanel

   {

      private ___________ board;  // board is a 2D array of JButton

      private __________ matrix;   // matrix is a 2D array of int 

      private int hits, torpedoes;

      private JLabel label;

      private JButton reset;

       public _____________       // the constructor for Battleship class 

      {

         _____________________;    // Set the layout to BorderLayout

         hits = 0;

         torpedoes = 20;

         JPanel north = ____________;     // create a new JPanel for norh

         north.setLayout(__________________);    // for north, set the layout to FlowLayout

         add(north, ___________________);   // add north to the NORTH part of this BorderLayout

         label = new JLabel("You have 20 torpedoes.");

         north.add(label);

         JPanel center = new JPanel();

         center.setLayout(__________________);  // set this center JPanel() to a 10 by 10 GridLayout

         add(_______________________);   //  add this center panel to the center of BorderLayout

         board =  __________________;   // board is a 2D array of Jbutton, 10 rows by 10 columns

         matrix = ________________;   // matrix is a new 2D array of int 

         for(int r = 0; _____________)    // outer loop for r, the rows of the matrix

            for(int c = 0; _______________)  // inner loop for c, the columns of the matrix

            {

               matrix[___][___] = __;      // set each cell to 0

               board[___][___] = ___________;  // make a new JButton for each board cell 

               board[___][___].setBackground(_____________);   // set the color to BLUE

               board[r][c].addActionListener( new Handler1(r, c) );

               center.add(___________);  // add the center JPas

            }

         reset = new JButton("Reset");

         reset.addActionListener( new Handler2() );

         reset.setEnabled(false);

         add(reset, BorderLayout.SOUTH);

         placeShip();

      }

       private void placeShip()

      {

         int coin = (____)(Math.random() * ____ + ___);   // get a random 1 or 2

         if(coin == 1) //vertical

         {

            int row = (int)(Math.random() * 7);

            int col = (int)(Math.random() * 10);

            for(int x = 0; x < 4; x++)

            {

               matrix[row + x][col] = 1;   // figure out how this part is working

            }

         }

         else //horizontal

         {

            int row = (int)(Math.random() * 10);

            int col = (int)(Math.random() * 7);

            for(int x = 0; x < 4; x++)

            {

               matrix[_____][_______] = 1;

            }

         }

      }

       private class Handler1 implements ActionListener

      {

         private int myRow, myCol;

          public Handler1(int r, int c)

         {

            myRow = r;

            myCol = c;

         }

          public void actionPerformed(ActionEvent e)

         {

            torpedoes--;

            if( matrix[myRow][myCol] == _____)   // This is a hit

            {

               label.setText("Hit! " + torpedoes + " torpedoes remaining.");

               matrix[myRow][myCol] = 3;

               board[myRow][myCol].setEnabled(false);

               board[_________][________].setBackground(Color.red);

               ________;     // add one to hits

            }

            else

            {

               label.setText("Miss! " + torpedoes + " torpedoes remaining.");  // this is a miss 

               matrix[myRow][myCol] = 2;

               board[myRow][myCol].setEnabled(false);

               board[________][_______].setBackground(Color.white); // set the color to white 

            }

            if(hits _______ || torpedoes == 0)   // If hits are 4 or you're out of torpedoes

            {

               reset.setEnabled(true);

               for(int r = 0; _____________)  // go through all the rows

                  for(int c = 0; c < 10; c++)      // go through all the columns

                     board[r][c]._________________;
// set enabled to False

               if(hits == 4)

                  label.setText("You sunk my battleship!");

               else

               {

                  for(int r = 0; r < 10; r++)

                     for(int c = 0; c < 10; c++)

                        if( ________________)   // if the matrix square == 1, set the board background to black 

                           board[___][__].setBackground(___________);

               }

            }

         }

      }

       private class Handler2 implements ActionListener

      {

          public void actionPerformed(ActionEvent e)

         {

            hits = 0;

            torpedoes = 20;

            for(int r = 0; r < 10; r++)

               for(int c = 0; c < 10; c++)

               {

                  board[r][c].setEnabled(true);


                  board[r][c].setBackground(Color.blue);


                  matrix[r][c] = 0;

               }

            label.setText("You have 20 torpedoes.");

            placeShip();

            reset.setEnabled(false);

         }

      }

   }

