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A
ssignm

ent#6:
A

rrays

W
inter

1999

(To
be

com
pleted

for
your

lab
period

February
22-23.)

O
bjective:

To
gain

experience
w

ith
the

use
and

m
anipulation

of
arrays.

O
ptionally,

to
try

out
using

graphics.

1
U

nique
Integers

W
rite

a
program

thatprom
pts

the
user

for
a

listof
ten

unique
integers,and

then
prints

the
liston

a
single

line
in

the
order

they
w

ere
entered.

If
the

userenters
an

integerthatw
as

previously
entered,

the
program

should
print“D

u
p
l
i
c
a
t
e
v
a
l
u
e
.

”
and

prom
ptforthe

integeragain.
A

n
exam

ple
ofthe

use
ofthe

program
is

given
below

.
(H

int:
U

se
an

array
to

store
the

integers;check
this

array
for

duplicates
as

each
new

integer
is

entered.)

E
n
t
e
r
1
0

u
n
i
q
u
e
i
n
t
e
g
e
r
s
.

I
n
t
e
g
e
r
1
:
1
2
3

I
n
t
e
g
e
r
2
:
4
5
6

I
n
t
e
g
e
r
3
:
7
8
9

I
n
t
e
g
e
r
4
:
-
1

I
n
t
e
g
e
r
5
:
-
2

I
n
t
e
g
e
r
6
:
4
5
6

D
u
p
l
i
c
a
t
e
v
a
l
u
e
.

I
n
t
e
g
e
r
6
:
-
1

D
u
p
l
i
c
a
t
e
v
a
l
u
e
.

I
n
t
e
g
e
r
6
:
2

I
n
t
e
g
e
r
7
:
8

I
n
t
e
g
e
r
8
:
4
5
6

D
u
p
l
i
c
a
t
e
v
a
l
u
e
.

I
n
t
e
g
e
r
8
:
1
2

I
n
t
e
g
e
r
9
:
-
1

D
u
p
l
i
c
a
t
e
v
a
l
u
e
.

I
n
t
e
g
e
r
9
:
1
0

I
n
t
e
g
e
r
1
0
:
9

1
2
3
4
5
6
7
8
9
-
1
-
2

2
8

1
2
1
0
9

1

2
T

ic
Tac

Toe

W
rite

a
program

thatadjudicates
a

gam
e

ofT
ic

Tac
Toe.

T
he

firstm
ove

belongs
to

player“X
”.T

he
program

firstprints
an

em
pty

board
and

prom
pts

the
user

for
the

“X
”

position.
T

he
program

then
prints

the
new

board
and

prom
pts

for
the

“O
”

position.
T

he
program

alternates
betw

een
“X

”
and

“O
”

untilone
side

w
ins,or

the
gam

e
is

a
draw

.
A

n
exam

ple
ofthe

running
program

is
given

below
.

Y
ou

can
m

odify
the

details
ofthe

interface
if

you
w

ish.
N

ote
that

the
program

is
not

playing
the

gam
e;

it’s
acting

as
a

referee
betw

een
tw

o
hum

an
players.

U
se

a
3x3

array
to

store
the

board
configuration.

T
i
c
T
a
c
T
o
e
.

1
2
3

4
5
6

7
8
9

X
m
o
v
e
s
.
W
h
e
r
e
d
o

y
o
u
w
a
n
t
t
h
e
X
?
1

X
2
3

4
5
6

7
8
9

O
m
o
v
e
s
.
W
h
e
r
e
d
o

y
o
u
w
a
n
t
t
h
e
O
?
6

X
2
3

4
5
O

7
8
9

X
m
o
v
e
s
.
W
h
e
r
e
d
o

y
o
u
w
a
n
t
t
h
e
X
?
2

X
X
3

4
5
O

7
8
9

O
m
o
v
e
s
.
W
h
e
r
e
d
o

y
o
u
w
a
n
t
t
h
e
O
?
9

X
X
3

4
5
O

7
8
O

X
m
o
v
e
s
.
W
h
e
r
e
d
o

y
o
u
w
a
n
t
t
h
e
X
?
3

X
X
X

4
5
O

7
8
O

X
w
i
n
s
!

Ifyou’re
am

bitious
you

can
optionally

extend
the

program
to

have
the

com
puterplay

the
gam

e,
or

you
can

optionally
im

plem
entthe

program
to

use
graphics

as
an

applet.
If

you
choose

to
im

plem
ent

the
gam

e
as

an
applet,

be
w

arned
that

you
w

ill
need

to
use

pro-
gram

m
ing

techniques
that

have
not

been
covered

in
class.

See
the

link
below

to
try

out
the

Java
applet!!

http://w
w

w
.ecf.utoronto.ca/˜lem

ieux

2


