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Crede afolder “PG5” in theroot of your shared folder. Put all files pertaining to this projed in
thisfolder. Place apassbly empty) file cdled “DONE” in this folder when you are ready to
have it graded.

For this projed, youwill write a ¢assthat INHERITS from your NDimBoard class Your Board
and NDimBoard classes sioud solve the exad same problemsthat it did before:

public dassNDimMoveBoard extends NDimBoard;
It shoud na be necessary to make anew position classfor this assgnment.

The diff erence between NDimMoveBoard and NDimBoard is that in NDimMoveBoard, a user
can spedfy how a piecemoves; the knight move is nolonger hardcoded.

The move(s) will be spedfied as atwo-dimensional array (array of array) of integer. Each row of
the aray will spedfy adifferent legal move that can be made by that piece For example, atwo-
dimensional knight's move would be spedfied as:

1 2
2 1
-2 -1
-1 -2
-1 2
2 -1
1 -2
2 -1

There ae aght rows indicating to which eight squares a knight can move. The integersin eah
row spedfy the off set in ead dmension d the next square relative to the present square. A
threedimensional knight's move would be spedfied as:

1 2 0
2 1 0
-1 2 0
-2 1 0
1 -2 0
2 -1 0



-2 -1 0
-1 -2 0
1 0 2
2 0 1
-1 0 2
-2 0 1
1 0 -2
2 0 -1
-2 0 -1
-1 0 -2
0 1 2
0 2 1
0 -1 2
0 -2 1
0 1 -2
0 2 -1
0 -2 -1
0 -1 -1

Some pieces with very simple moves have afairly large matrix. Here is how a two-dimensional
gueen's matrix would look, considering that a queen can move any number of squaresin any
diredion.
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However the moves, simple or complex, it is now the user's job to describe them, na yours. It is
your job to emulate them.

NDimMoveBoard shoud contain a new loadBoard (int[] dim, bodean[] data, int[][] move); it
shoud throw a MaformedBoardException (as usual) if there's a problem with any of the
parameters. In particular, arow of all zerosin move shoud trigger the exception. Left
uncheded, that row could cause your program to enter an infinite loop.

NDimMoveBoard shoud contain NEITHER anew |oadlniti al Position() nor anew solve(). Y our
Board, NDimBoard, and NDimMoveBoard shoud contain nocode that is essentialy the samein
more than ore of these dasss. If you have @mde in Board, for example, that looks an awful ot
like codein NDimBoard, take it out of NDimBoard and inherit from Board. Code that is



structured the same way and daes pretty much the same thing but contains diff erent variables or
minor code differencesis considered “essentially the same.” Grades are based na only on
functionality, but also oneleganceof design. It is perfedly OK to go badk and messwith your
previous code so that the inherited classes work. In fad, youwill probably HAV E to dothis!
However, when you're dore fidding with it, PG3 and PG4 shoud still work corredly under their
own rules.

Methods that other people shoud be @leto access fioud be pubic. Internal methods used to do
atask shoud be private (or proteded if it needsto be inherited). All datafields soud be private
or proteded. Each class $iodd beinitsownfile.



