
CSC 207 Assignment 9: BoggleR© Player Fall 2009Due: Wednesday 6 May 2009Topi
s: Re
ursion, trees, sear
h.Collaboration: This homework assignment may be 
ompleted individually or in pairs.Submission: Follow the instru
tions for submitting programs via P-Web and handing in a printed 
opy.Be sure to generate test 
ases and a statement justifying their su�
ien
y. One only one submission(paper and digital) per group is ne
essary.1 Introdu
tionBoggleR© is a (fun!) multiplayer game involving a 4x4 square board of letters. The letters appearing on theboard are the fa
es of sixteen 6-sided die. Thus, a board is randomly generated (with some 
onstraints).The game is essentially an amped-up word sear
h. The goal to generate words that may be found on theboard by tra
ing paths through adja
ent squares without re-using any squares. Adja
en
y 
an be verti
al,horizontal, or diagonal. Words that any two players �nd in 
ommon are eliminated, and any remainingwords are s
ored based on length.Your task in this assignment is to write the most (asymptoti
ally) e�
ient 
omputer BoggleR© playerpossible. You will square o� against programs written by your peers for the �rst (annual?) CSC207 BoggleR©Championship. We will use the o�
ial game rules as des
ribed here: http://www.
entral
onne
tor.
om/GAMES/boggle.html, with the ex
eption of the time. Sin
e 
omputers are mu
h faster than people, yourprogram will be given limited time (with as mu
h granularity as standard Java allows) to sear
h the boardfor words.2 Set-UpTwo interfa
es have been de�ned for 
oordinating game play, BoggleMaster and BogglePlayer. You willbe provided byte
ode for a BoggleMaster to test your implementation, but you will 
reate a BogglePlayerimplementation. Just four methods 
onne
t these, making the game play relatively simple.After instantiating a BogglePlayer obje
t, the tournament master will 
all the player's setWordsmethodto 
ommuni
ate the list of valid words. After this, the master 
alls the player's play method, passing areferen
e to the master. This gives the player the ability to begin sear
hing for words The player may usethe getBoard method of the master to determine the board to sear
h, and as it �nds words (sin
e time islimited), it may 
all the master's addmethod to add a dis
overed word to the list. The only other requirementis that your BogglePlayer have a publi
 
onstru
tor that takes no arguments.3 ImplementationWe 
an write a range of solutions. The following pseudo-
ode algorithm will work, but it is not very e�
ient.
B represents the set of board squares so that s ∈ B is a parti
ular lo
ation (square) on the board. Lrepresents the �lexi
on� of possible words, and V represents the set of squares that have been visited alongthe path thus far. The symbol ǫ represents an �empty� string, and ∅ represents an empty set. Thus, ∪ is theusual set union operator and + is the string 
on
atenation operator. We have 
ompa
tly noted that the sameoperation holds for ea
h adja
ent square by indi
ating a pro
edure (Adja
ent-Squares) that returns a setof neighboring/adja
ent lo
ations on the board. Sin
e the board is a square, some lo
ations will have moreneighbors than others. In summary, keep in mind that the pseudo-
ode uses mathemati
al abstra
tions. Youwill need to �gure out what 
ode representation is most pra
ti
al and/or e�
ient for your program.1



3.1 Take OneAlgorithm 1 Re
ursive word sear
h for a BoggleR© board.Boggle-Sear
hfor ea
h s ∈ BSimple-Word-Sear
h(s,Char-At(s),{s})Simple-Word-Sear
h(s,p,V )if p ∈ LAdd-Word(p)for ea
h n ∈ Adja
ent-Squares(s)if n 6∈ VSimple-Word-Sear
h(n,p +Char-At(n),V ∪ {n})Note that this is a re
ursive algorithm. Thus, the �rst thing we should be doing is looking for a base 
ase.When does re
ursion terminate? It is only when we try to re-visit a square that has already been visited.The result is that this algorithm sear
hes every possible path, starting from every possible board lo
ation,asking along the way whether the 
hara
ters from the beginning to the 
urrent point along the path forma word. If every path and subpath formed a word, this would be a great algorithm. The 
han
es of thathappening are pretty slim, though. A fun
tional (but non-e�
ient implementation) of this algorithm wouldprobably garner a C.3.2 Take TwoWhat we'd like to do is stop the sear
h even earlier if the path being tra
ed out 
an not form a word.Fortunately, you have a data stru
ture at your disposal from the last assignment that allows you to askquite easily and e�
iently whether a string p is a pre�x of any word in the lexi
on. How should you use thisinformation? Well, if the 
urrent pre�x is not in the trie, there's no sense 
ontinuing to sear
h along thepath, sin
e the addition of more 
hara
ters 
annot possibly transform the pre�x into a word.This is a better algorithm, but how e�
ient is it? We know that we will stop exploring paths that 
an't
ontain words, so that's an improvement. How 
ostly is it to ask whether something is a pre�x? If yourdata stru
ture is written 
orre
tly, it's O (|p|), where |p| is the length of the pre�x being 
he
ked. Well thatseems not too bad. A fun
tional implementation of this better algorithm would likely garner a B.3.3 Take ThreeAssuming this pre�x 
he
k is made about the same pla
e we ask if p ∈ L (also a O (|p|) operation), thenwhat is the di�eren
e between the 
he
k for p and the 
he
k for p+Char-At(n) made in the re
ursive 
all?Not that mu
h. In fa
t, you'd be repeating the same |p| operations as before, with one additional operationfor the extra 
hara
ter. Getting rid of this redundan
y will make your algorithm mu
h more e�
ient. How
an you do that? Well, you will need to pass around more information with the sear
h that keeps tra
k ofthe 
omputation done so far. If you have implemented the WordTrie interfa
e from the previous assignment,then you have all the data stru
ture fun
tionality you need, and it is simply a matter of putting it to use.Implementing this would likely garner an A.3.4 Final Con
ernsThe �nal question is how to maximize your e�
ien
y (remember, there is a tournament at stake here!) Youwill need to think 
arefully about how you tra
k your visited squares on the board, represent the 
urrentpre�x, and reuse your pre�x 
he
k 
omputations. With the overar
hing advi
e of �make it work FIRST,make it work fast SECOND,� I o�er the following 
onsiderations:
• Remember that you are (or probably should be) writing obje
t methods. Obje
ts are methods plusstate (variables). While the algorithm outline given above is part pro
edural (Add-Word) but mostly2



fun
tional (Simple-Word-Sear
h), you 
an 
apture some sear
h state information in member vari-ables, rather than parameters.
• String obje
ts are immutable. StringBuilder obje
ts are not. (They are ba
ked by a 
har array,and so a
t more like C's 
har* or a spe
ialized ArrayList<Chara
ter>.)
• Depending on how you take the above suggestions, you should make your 
ode easier to read andunderstand by using small (perhaps 
o-re
ursive) methods that only do one or two things. This willredu
e the 
han
es for error and make debugging easier. The overhead of fun
tion 
alls will really beminimal here and is rarely worth the bene�t to eliminate them at the 
ost of 
larity.(If you knew ahead of time what the letter 
ubes were, you 
ould also possibly do even better.) The top-performing team(s), who also keep their 
ode well-do
umented and understandable will likely garner anA+.My implementation tops out at about 100 lines (not in
luding import statements). It's not tremendously
ompli
ated, but the re
ursion and spe
ial 
ases make it very error prone, so think 
arefully!4 Pra
ti
a4.1 Getting StartedYou may �nd byte
ode for some implementations and the Java sour
e for the interfa
es on the MathLAN:~weinman/
ourses/CSC207/
ode/boggleCopy the entire dire
tory. Note that the interfa
es belong to the pa
kage boggle. That means you will haveto keep them in a dire
tory 
alled boggle.In addition, your implementation must be 
alled boggle.username.MyBogglePlayer. This meansyou must at least submit a �le boggle/username/MyBogglePlayer.java and it will belong to pa
kageboggle.username . Other �les may be submitted, but they must also be a part of that pa
kage, be
auseeverything will be pla
ed under your username dire
tory.4.2 TestingIf you wish to have the BoggleMaster run your 
ode on a board and s
ore it, you may use the Con
reteBoggleMasterprogram, as follows (be sure your present dire
tory is just above the boggle dire
tory).java boggle.Con
reteBoggleMaster wordFile [seed℄ usernameThe seed argument is optional; it should be an integer that seeds the random number generator used to
reate the board. You may �nd it ne
essary to in
rease the heap allowed by Java by using the -XmxNNNNmswit
h. Here are two examples:$ 
d ~weinman/
ourses/CSC207/
ode$ java -Xmx200m boggle.Con
reteBoggleMaster boggle/words.txt weinmanESTJPLTWSYERTLHN(Possible words: 104)S
ore for 104 words: 275$ java -Xmx200m boggle.Con
reteBoggleMaster boggle/words.txt 27 weinmanNEEABARTTIENTREF(Possible words: 130)S
ore for 130 words: 379 3



The board used is shown �rst, and the number of words found in that board from the word list is then given,along with the s
ore for those words.4.3 SubmissionSubmit your 
ode as a tar �le in
luding the entire hierar
hy, with only your Java �les. You may do this fromone dire
tory above the boggle dire
tory with the following 
ommand:tar 
f username.tar boggle
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