Division of tasks:

1. Add GameState Structure with all the variables for the game:
Patryk

2. Change Variables inside the functions to GameState Structure:
Jasmine

3. Dynamic 2D Board Generation:

Chris and Aman

4. Printing out the Board:

Shaunak Bhardwaj



#include <stdlib.h>
#include <stdio.h>
#include <time.h>
#include <string.h>
#include <math.h>
#include <ctype.h>
#include "userinteraction.c"
#include "generate.c"
#include "placement.c"
#include "movement.c"
#include "printing.c"
#include "game_struct.h"

int main()

{
GameState Game;
welcome( ); ( 1 commu .
printf("Hello again! Please enter the number of rows and columns \n");
scanf("%d", &Game.board_width); scanf("%d", &Game.board_height);
Field *board[Game.board_height];
generate(Game, board);
print_board(Game, board);
placePenguin(Game, board);
move_penguin(Game, board);

ScoreBoard(Game);

return 0;




#ifndef
#define

typedef
{
int
int
}Field;

typedef

{
int
int
int
int
int
int
int
int
int
int
int
int
int
int
int
int

STRUCT_H_
STRUCT_H_

struct

fish_no;
player_no;

struct Game

board_height;
board_width;
coordinate_1;
coordinate_2;
coordinate_3;
coordinate_4;
player_count;
total_players;
fish_count;

score;

player;
round_number;
initial_fish_number;
current_fish_count;
starting_score;
board_score[20];

char player_name[20];

}GameState;

#endif




#i1nclude "game_struct.h"
#include <stdlib.h>
#1nclude <stdio.h>
#i1nclude <time.h>
#include <string.h>

voild generate(GameState Game, Field *board[Game.board_height])
{

int 1, Jj;

for (1 = 0; 1 < Game.board_height; i1++)

{

board[1] = (Field *)malloc(Game.board width * sizeof(Field));

i

for(i = 0; 1 < Game.board_height; 1++)
{
for(j = 0; j < Game.board_width; j++)
{
board[1][j].fish_no = rand() % 3 + 1;

board[i][j].player_ho = (0}




#include "game_struct.h"

int checkMove(GameState Game, Field *board[Game.board_height])
{

}

return 1;




#1nclude "game_struct.h"

void placePenguin(GameState Game, Field *board[Game.board_height]) {

return;




#include "game_struct.h"

void print_board(GameState Game, Field *board[Game.board_height])
{
for(int 1 = 0; 1 < Game.board_height; 1++)
{
for(int j = 0; j < Game.board_width; j++)

{

printf("%d%d ", board[i][j].fish_no, board[i][j].player_no);

}
printf("\n");




#include "game_struct.h"

void welcome()

{
}

printf("Hey there! Lets play ''HEY THAT'S MY FISH'' \n");

int ScoreBoard(GameState Game)
{

return 1;

}




#include "game_struct.h"

void move_penguin(GameState Game, Field *board[Game.board_height])

{

return;




