CSSE 220                       ConnectN  Grade Report       

Total  Score _____ out of 120          Name    __________________    Grader:
Grader: For the things that work (or partially work) place the score in the space before the description of each item.  Use the space at the right of and below the item descriptions for explanations and comments where less than full credit is given.  If a long explanation is needed, write it on the back of this paper or attach a separate sheet.

___
(15)
All parts of the program compile.  If not, give partial credit for this part and ignore the rest of this document.

___
(5)
The applet loads in Internet Explorer and displays a recognizable ConnectN grid.

___
(5)
The appropriate controls are displayed (drop checkers, resize, reset to begin new game) and it is clear what the user should do.

___    (15)   There are indications (visual or otherwise)of how to "drop a checker", and doing so  

                   adds a checker to the top of an appropriate column.

____
(5)
The player is not allowed to drop a checker into an already-full column.

____  
(5)
Vertical wins are recognized (and only when there really is a win).

____  
(5)
Horizontal wins are recognized (and only when there really is a win).

____  
(5)
Diagonal wins are recognized (and only when there really is a win).

____
(5)
There is a computer player that takes some action that makes it recognizable as a computer player.

____
(5)
The computer player never attempts to add a checker into to a full column.

____
(5)
If the computer player has a winning next move, it chooses that column. 

____
(5)
If the human player has a winning next move, the computer player chooses that column to block it.

____
(5)
The grid can be resized.  It maintains the N+3 by N+2 size proportion when N changes.



The program should allow at least N=3, 4, 5, 6, and 7.  It should not have a different version of the game code for each size.
____  
(5)
The program prevents shrinking the grid to less than N=3 (since N=2 is a trivial guaranteed win for the human player).  

____
(10)
 The program still recognizes wins correctly when N gets larger, and there is no major degradation of computer player performance.

____
(20)
The combination of code, organization, layout, and comments makes the program easy to read and understand. 



Magic numbers are seldom used. Appropriate variable and method names.   There is little unnecessary code duplication.

Other noteworthy features, behaviors, or aspects of the code.  These could be work that goes beyond the requirements of the assignment, quirky or unexpected behavior, artistic approaches, things in the applet or the coding style that could be improved, etc.

