


Task one
List of problems solved from easiest to hardest
Creating a function that takes the user input
Creating an array for storing the entered values
Printing the array to test entered values exist in correct order
Printing if correct or incorrect 
breaking the loop if the guess is incorrect 
Taking user input for higher or lower and using < > operators to check if the next value in the array is higher or lower than the current position of the array
Evidence of solving the problem (pseudo code)
[image: ]

Testing 
	Test number
	What was tested
	Expected result
	Pass or fail

	1
	If user 1 input 1 is placed at array index 0
	Value to be stored at index 0 
	pass

	2
	If user 1 input 2 is placed at array index 1
	Value to be stored at index 1 
	pass

	3
	If user 1 input 3 is placed at array index 2
	Value to be stored at index 2 
	pass

	4
	If user 1 input 4 is placed at array index 3
	Value to be stored at index 3
	pass

	5
	If user 1 input 5 is placed at array index 4
	Value to be stored at index 4 
	pass

	6
	If user 1 input 6 is placed at array index 5
	Value to be stored at index 5
	pass

	7
	If user 1 input 7 is placed at array index 6
	Value to be stored at index 6 
	pass

	8
	If user two input is h check the value of the next array index to be higher than the last 
	Index 1 > index 0 
(example index values)
	pass

	9
	If user input is L check the value of the next array index is lower than the last
	Index 1 < index 0 
(example index values)
	pass



Future improvements
Could provide hints in the form of equations to be solved to figure out the next value
Could implement a series of end line statements so player two can’t see the input of player one
Could implement a more intense version of the game that has a timer, so the second user is under pressure to play faster and make faster decisions 
Error checking to see if the player has used an upper-case character or an incorrect out of bounds value into the console, breaking the code. 


Code optimisation 
[image: ]
here I’m using two arrays where I should have only used one, this oversight was not intentional and it was down to my error that it exists, ultimately I could reduce the program size by keeping it in the same array. 

Task two
List of problems solved from easiest to hardest
Collecting user input 
Creating a multi-dimensional array to handle the grid
Printing the grid
Taking user one’s inputs to the grid and giving them a value in the grid
Taking user two’s inputs and checking if a value other than 0 is at that array index. 
If there’s a value at the array index change the value to something that won’t be found again for the users next guess
Track incorrect guesses giving the users 3 lives, if they run out end the game 
If the user guesses all 3 treasures correctly, they win the game
If user 2 fails to guess all the treasures correctly, they lose the game. 
Evidence of solving the problem (pseudo code)[image: ]
Testing 
	Test number 1
	What was tested
	Expected result
	Pass or fail

	1
	User 1 selects row and column for entering the treasure 
	Places a 1 at the selected position
	pass

	2
	Grid prints correctly
	Grid is displayed with correct formatting
	Pass

	3 
	User twos guess is checked against the array position
	If the index of the guess contains anything other than 0 the user gets a point
	Pass

	4
	If user two guesses and there is a 0 in the array position lose a life
	Player loses a life for incorrect guess
	Pass

	5 
	If player runs out of lives, end the game
	Ends game when lives == 0 
	Pass

	6
	If player score is equal to three player two wins
	Ends the game if score is equal to three, and ends the game
	 Pass

	7 
	If player guesses correctly change value back to a 0 so it cant be detected again
	“”
	[bookmark: _GoBack]pass









Future improvements
I should have used two separate grids to handle player one and player two and compare the values in grid of player two to the grid of player one. This would have hidden the values entered by player one.
Error checking to make sure the users don’t enter values that are outside the scope of the array or that the user enters correct numerical values, not spaces or numbers higher than 7
Code optimisation 
[image: ]
Here I should have printed the numbers in the top row and first column should have been printed outside of the grid using strings, so the values cant be changed and reduce the size of the array. 

Task three
List of problems solved from easiest to hardest
Creating a multi-dimensional array of characters was a foreign concept to me so that took some work to get used to using ‘1’ around the values and deciphering what I had done the next day.
Commenting my code became a problem because I wasn’t doing it as I wrote my code, so I had to re-go over my code to ensure correct commenting and formatting.
Taking the user input and printing it at the column selected and ensuring it is displayed on the bottom row not the top.
Printing the array in the correct order and calling it at the correct times to ensure that it gives an accurate representation of what has changed since the user input. 
Checking if the game has been won by checking the rows and columns for four equal values, then checking the diagonal going up and down from the first found value, then returning a true Boolean for a while statement that runs the code while the won bool is equal to false. 
If the game has been won setting all the variables to 0 and allowing the users to play again. 
After completing these simple problems, I began to work on implementing the additional features of blitz and time bomb mode and this is where the difficulty increased dramatically.
To start with I amended the user selection to see if they enter a column, a B or a T. 
If T print a * at the user selected column, this would then begin the timer for activating the time bomb. 
 After the user has entered the B or T it would increment a variable that tracks the amount of times it had been used, if the player has already used it, I print a value that tells them to try again because it has already been used. 
After this I created a function for blitz mode that would again prompt the user to select a column then I would print 6 times a ‘-‘  in the column selected to set them to the default position.
Next, I had to ensure that the time bomb could only fire per activation.
Finally, I created a function that basically used very similar code I wrote the checking the win, but instead of checking if the value is equal to a symbol I set it to print a ‘-‘ into the array at the values around the starting Asterix. 








Evidence of solving the problem (pseudo code)[image: ][image: ]
Testing 
	Test number
	What was tested
	Expected result
	Actual result pass/fail

	1
	Player one selecting column 
	Enters input that goes to the desired column
	pass

	2
	 Player two selecting column 
	Enters input that goes to the desired column
	pass

	3
	Player one selecting blitz mode
	User presses b and blitz mode engages
	pass

	4
	Player two selecting blitz mode
	User presses b and blitz mode engages
	pass

	5
	Player one selecting time bomb mode
	User presses t and time bomb mode engages
	pass

	6
	Player two selecting time bomb mode
	User presses t and time bomb mode engages
	pass

	7
	printGrid function
	Prints grid to the screen, with updated values
	pass

	8
	Column selection places the correct identifying symbol in the grid for the user to get a visual representation of the position.
	Places an x or and o or an * at the first empty position in the column 
	pass

	9
	Blitz mode prompts column selection
	User enters a value and that sets the column of array 
	pass

	10
	Time bomb mode prompts user to select a column
	User enters a value and that sets the column of array 
	pass

	11
	Blitz mode sets all values in the selected column to ‘-‘
	Sets all values in selected column to ‘-‘
	pass

	12
	Time bomb mode sets all values in selected column to ‘-‘ up and down from the centre point Asterix
	Sets all values in selected column to ‘-‘
	pass

	13
	Time bomb mode sets all values in selected row to ‘-‘  left and right from the centre point Asterix
	Sets all values in selected row to ‘-‘
	pass

	14
	Time bomb mode sets all values in selected incrementing row and column to ‘-‘  from centre point Asterix to set the positive and negative diagonal 
	Sets all values in selected diagonal to ‘-‘
	pass

	15
	Test win starting at column 1 vertical 
	If 4 in row end game declaring win
	pass

	16
	Test win starting at column 2 vertical
	If 4 in row end game declaring win
	pass

	17
	Test win starting at column 3 vertical
	If 4 in row end game declaring win
	pass

	18
	Test win starting at column 4 vertical
	If 4 in row end game declaring win
	pass

	19
	Test win starting at column 5 vertical
	If 4 in row end game declaring win
	pass

	20
	Test win starting at column 6 vertical
	If 4 in row end game declaring win
	pass

	21
	Test win starting at column 1 vertical row 2
	If 4 in row end game declaring win
	pass

	22
	Test win starting at column 2 vertical row 2
	If 4 in row end game declaring win
	pass

	23
	Test win starting at column 3 vertical row 2
	If 4 in row end game declaring win
	pass

	24
	Test win starting at column 4 vertical row 2
	If 4 in row end game declaring win
	pass

	25
	Test win starting at column 5 vertical row 2
	If 4 in row end game declaring win
	pass

	26
	Test win starting at column 6 vertical row 2
	If 4 in row end game declaring win
	pass

	27
	Test horizontal win starting at column 1 row 1
	If 4 in row end game declaring win
	pass

	28
	Test horizontal win starting at column 1 row 2
	If 4 in row end game declaring win
	pass

	29
	Test horizontal win starting at column 1 row 3
	If 4 in row end game declaring win
	pass

	30
	Test horizontal win starting at column 1 row 4
	If 4 in row end game declaring win
	pass

	31
	Test horizontal win starting at column 1 row 5
	If 4 in row end game declaring win
	pass

	32
	Test horizontal win starting at column 1 row 6
	If 4 in row end game declaring win
	pass

	33
	Test horizontal win starting at column 2 row 1
	If 4 in row end game declaring win
	pass

	34
	Test horizontal win starting at column 2 row 2
	If 4 in row end game declaring win
	pass

	35
	Test horizontal win starting at column 2row 3
	If 4 in row end game declaring win
	pass

	36
	Test horizontal win starting at column 2 row 4
	If 4 in row end game declaring win
	pass

	37
	Test horizontal win starting at column 2 row 5
	If 4 in row end game declaring win
	pass

	38
	Test horizontal win starting at column 2 row 6
	If 4 in row end game declaring win
	pass

	39
	Test diagonal up starting at col1 row 1 
	If 4 in row end game declaring win
	pass

	40
	Test diagonal up starting at col 2 row 1
	If 4 in row end game declaring win
	pass

	41
	Test diagonal up starting at col 1 row 1 
	If 4 in row end game declaring win
	pass

	42
	Test diagonal up starting at col 2 row 2
	If 4 in row end game declaring win
	pass






Future improvements 
I found an issue where when I cleared a row the counters above the row didn’t fall to hit the bottom empty space, this was an issue that I will attempt to solve in future iterations of the code but for now I have my hands full with other tasks. 
Planned to add a timed mode so the players have 10 turns to win or the game randomly starts clearing rows and columns, ultimately creating a new game mode. 
A feature I could easily implement as every time the grid is printed also list how many special moves the players have remaining, so the other player doesn’t have to consciously track the uses. 
Error checking, stop the user entering a space or an invalid character type, breaking the code. 

Code optimisation 
In this shown code I didn’t use a loop to print the columns and rows, ultimately taking more time to achieve a similar goal. This could easily be solved lowering the codes footprint.
[image: ]


Task one code
#include <string>
#include "pch.h"
#include <iostream>
#include <sstream>
using namespace std;
int collectConsole();
void setValuesPlayer1(int player1Array[7]);
int printArray(int player1Array[7]);
int playerTwoGuess(int player1Array[7]);


int main()
{
	cout << "player one please enter 7 values" << endl;
	int player1ArrayO[7];
	setValuesPlayer1(player1ArrayO);
	//printArray(player1ArrayO);
	playerTwoGuess(player1ArrayO);

}
int collectConsole()
{
	string input = ""; // this function takes an input as a string and converts to a int variable called value
	stringstream stream;
	int value;
	getline(cin, input);
	stream.str(input);
	stream >> value;
	stream.clear();
	return value;
}
void setValuesPlayer1(int player1Array[7])
{


	unsigned int i = 0;

	for (; i < 7; i++)
	{
		cout << "please enter number " << i + 1 << ": "; //prompts the user to enter a value into the array, starting at index 0 up to 6. 
		int value = collectConsole();
		player1Array[i] = value;
	}
	//player1Array[7] = '\0';
}
int printArray(int player1Array[7])
{

	int i = 0;
	for (; i < 7; i++)
	{
		cout << ", " << player1Array[i];
	}
	cout << endl;
	return player1Array[i];
}
int playerTwoGuess(int player1Array[7])
{
	int fail = 0;
	cout << "player two enter if the next value is going to be higher or lower with either lowercase h or l" << endl;
	for (int i = 0; i < 7; i++)
	{
		cout << "is the value of " << i + 2 << " higher or lower than " << i + 1 << endl;
		string input = "";
		getline(cin, input);

		if (input == "h")
		{
			
			if (player1Array[i] < player1Array[i + 1])
			{
				//cout << player1Array[i] << player1Array[i + 1] << endl;
				cout << "you're right, it is higher. The The value was " << player1Array[i + 1] << endl;
			}
			else
			{
				cout << "incorrect, player 1 wins" << endl;
				break;
			}
		}
		if (input == "l")
		{
			if (player1Array[i] > player1Array[i + 1])
			{
				cout << "you're right, it is lower. The value was " << player1Array[i + 1] << endl;
			}
			else
			{
				cout << "incorrect, player 1 wins" << endl;
				break;
			}
		}
		
	}
	

	return 0;
	main();
}


Task Two code
#include <string>
#include "pch.h"
#include <iostream>
#include <sstream>
using namespace std;
int collectConsole();
int placeTreasure(int theGrid[8][8]);
int playerTwo(int theGrid[8][8]);
int printGrid(int theGrid[8][8]);
int main()
{	
	int theGrid[8][8] =
	{
					 {0,1,2,3,4,5,6,7},
					 {1,0,0,0,0,0,0,0},
					 {2,0,0,0,0,0,0,0},
					 {3,0,0,0,0,0,0,0},
					 {4,0,0,0,0,0,0,0},
					 {5,0,0,0,0,0,0,0},
					 {6,0,0,0,0,0,0,0},
					 {7,0,0,0,0,0,0,0}
	};
	placeTreasure(theGrid);
	printGrid(theGrid);
	playerTwo(theGrid);
	return 0;
}
int printGrid(int theGrid[8][8])
{
	int col = 0;//starts col  value at 0
	int row = 0;//starts row value at 0
	for (int c = 0; c < 8; c++) //in this nested if statement the colum position will increase after the row as looped all of the way through 1-8
	{
		col = c;
		
		for (int r = 0; r < 8; r++)//this will run 8 times for every 1 time the main for loop will run 
		{
			row = r;
			cout << theGrid[c][r] << " ";

		}
		cout << endl; //after the nested for loop runs once this will end the line to start the next line below. 
	}

	return row, col;
}
int collectConsole()
{
	string input = ""; // this function takes an input as a string and converts to a int variable called value
	stringstream stream;
	int value;
	getline(cin, input);
	stream.str(input);
	stream >> value;
	stream.clear();
	return value;
}
int placeTreasure(int theGrid[8][8])
{
	for (int i = 0; i < 3; i++)
	{
		cout << "Enter the row for treasure number  " << i + 1 << " ";
		int row = collectConsole();
		cout << "Enter the column for treasure number  " << i + 1 << " ";
		int col = collectConsole();
		theGrid[row][col] = 1; //places the treasure at the designated coordinates, by setting the value to 1. 
	}

	return 0;
}
int playerTwo(int theGrid[8][8])
{
	int lives = 3;
	int score = 0;
		for (int i = 0; i < 100; i++)
		{
			cout << "Enter the row for guessing treasure number  " << i + 1 << " ";//ask the user to guess what the row will be
			int row = collectConsole();
			cout << "Enter the column for guessing treasure number " << i + 1 << " ";//ask the user to guess what the column will be 
			int col = collectConsole();
			if (theGrid[row][col] == 1 && lives > 0) //if the index positions return a value of 1 and there are more than 0 lives run the loop
			{
				score++;//increase the score and tell the player that they've guessed correctly and increased their score. 
				cout << "guess was correct, score increased by 1, score is now " << score << endl;
				
				if (score == 3) //if the second players score reaches 3 print out that they've won and show the remaining lives then break the loop
				{
					cout << "You win! You found all of the treasure with " << lives << " lives remaining" << endl;
					break;
				}
			}
			else //if the index positions returned a value other than 1 this else statement will trigger to show that the user has guessed incorrectly. 
			{
				lives--;//the player guessed incorrectly so reduce their lives by 1. 
				if (lives == 0) // if the player runs out of lives print that the game is over and break the loop
				{
					cout << "You lose!" << endl;
					break;
				}
				else //if lives are not equal to 0 then run this
				{
					cout << "guess was incorrect, lives decreased by 1,  " << lives << " lives remaining!" << endl;
				}
			}
		}
	return 0;
	main();
}

Task three code
#include <string>
#include "pch.h"
#include <iostream>
#include <sstream>
using namespace std;
int collectConsole();//collects users numerical inputs
int printGrid(char theGrid[6][6]);//used for printing the contents of the grid
int playerOne(char theGrid[6][6], int p1TB);//takes player ones input and adds it to the grid in an appropriate location
int playerTwo(char theGrid[6][6],int p2TB); //takes player twos input and adds it to the grid in an appropriate location
int winCondition(char theGrid[6][6]); //checks if either player one or player two have hit a win condition 
int blitzCol(char theGrid[6][6]); //this function controlls the blitz feature, takes user input for selection row or column then anihilates selection. 
int setTimeBomb(char theGrid[6][6]); //used for printing the * to the screen in the selected column 
int p1TriggerTimeBomb(char theGrid[6][6], int p1TurnsTaken,int p1TBUsed);//activates when the p1tb integer is higher than 1, clearing rows, columns and diaganols 
int p2TriggerTimeBomb(char theGrid[6][6], int p2TurnsTaken,int p2TBUsed);//activates when the p1tb integer is higher than 1, clearing rows, columns and diaganols
bool won = false;
int p1Anihilation = 0;
int p2Anihilation = 0;
int main()
{
	int p1TurnsTaken = 0;
	int p2TurnsTaken = 0;
	
	int p1TB = 0;
	int p2TB = 0;
	int p1TBUsed = 0;
	int p2TBUsed = 0;
	cout << "connect 4 game, press B for Anihilation mode or T for Time bomb mode! " << endl << endl;	
	char theGrid[6][6] =
	{
					 {'-','-','-','-','-','-'},
					 {'-','-','-','-','-','-'},
					 {'-','-','-','-','-','-'},
					 {'-','-','-','-','-','-'},
					 {'-','-','-','-','-','-'},
					 {'-','-','-','-','-','-'}
	};
	/*char theGrid[6][6] =
	{
					 {'x','o','x','o','x','o'}, used in testing but kept to show testing procedure 
					 {'o','x','o','-','o','-'},
					 {'-','o','-','o','-','o'},
					 {'o','o','o','x','o','-'},
					 {'-','-','-','-','-','-'},
					 {'-','-','-','-','-','-'}
	};*/
	printGrid(theGrid);
	while(won == false)//runs while the bool is equal to false, stopping the players from continuing the game once the game has been won 
	{
		
		p1TB = playerOne(theGrid,p1TB);	//runs player one that takes the input and prints it to the grid or activates other functions through user selection
		p1TBUsed = p1TriggerTimeBomb(theGrid,p1TurnsTaken, p1TBUsed);//if number of turns since activation are higher than 1 and the time bomb hasnt been used will activate this code
		winCondition(theGrid);//function that checks for four matching counters (should probably move this to the playerOne function to be called after the turn has been used. 
		p2TB = playerTwo(theGrid, p2TB);//runs player one that takes the input and prints it to the grid or activates other functions through user selection
		p2TBUsed = p2TriggerTimeBomb(theGrid, p2TurnsTaken, p2TBUsed);//if number of turns since activation are higher than 1 and the time bomb hasnt been used will activate this code
		winCondition(theGrid);//function that checks for four matching counters(should probably move this to the playerOne function to be called after the turn has been used. 
		
		if (p1TB > 0)//if player one has activated the time bomb increase the turns taken counter. 
		{
			p1TurnsTaken++;			
		}
		if (p2TB > 0) //if player two has activated the time bomb increase the turns taken counter. 
		{
			p2TurnsTaken++;			
		}
		
	}
	while (won = true)
	{
	 string newGame = "";
	 cout << "play again? type yes for a new game" << endl;
	 getline(cin, newGame);
		if (newGame == "yes") 
			{
			   p1TurnsTaken = 0; //refreshes values for the new game 
			   p2TurnsTaken = 0;//""
			   p1Anihilation = 0;//""
			   p2Anihilation = 0;//""
				p1TBUsed = 0;//""
				p2TBUsed = 0;//""
			   p1TB = 0;//""
			   p2TB = 0;//""
				won = false;//""
				main();//""
				cout << "new game " << endl;
			
			}
	}
	return 0;
}
int collectConsole()
{
	string input = ""; // this function takes an input as a string and converts to a int variable called value
	stringstream stream;
	int value;
	getline(cin, input);
	stream.str(input);
	stream >> value;
	stream.clear();
	return value;
}
int printGrid(char theGrid[6][6])
{
	cout << "0 1 2 3 4 5 " << endl;
	for (int c = 0; c < 6; c++) //in this nested if statement the colum position will increase after the row as looped all of the way through 1-8
	{
		for (int r = 0; r < 6; r++)//this will run 8 times for every 1 time the main for loop will run 
		{
			cout << theGrid[c][r] << " ";
		}
		cout << endl; //after the nested for loop runs once this will end the line to start the next line below. 
	}
	return 0;
}
int playerOne(char theGrid[6][6], int p1TB)
{

	cout << "player one, your up!" << endl;
	cout << "Press c for column mode,  Press b for anihilation mode, Press t for time bomb mode :";
	string choice = "";
	getline(cin, choice);
	
	
	if (choice == "b" && p1Anihilation == 0)
	{
		blitzCol(theGrid);
		p1Anihilation++;
	}
	else if (choice == "b" && p1Anihilation > 0)
	{
		cout << "you've already used that. " << endl;
		playerOne(theGrid, p1TB);
	}
	else if (choice == "t" && p1TB == 0)
	{
		setTimeBomb(theGrid);
		p1TB++;
	}
	else if (choice == "t" && p1TB > 0)
	{
		cout << "you've already used that. " << endl;
		playerOne(theGrid, p1TB);
	}
	else
	{
		cout << "Enter the column for placing an x ";
		int col = collectConsole();
		for (int i = 6; i >= 0; i--)
		{
			if (theGrid[i][col] == '-')
			{
				theGrid[i][col] = 'x';	
				printGrid(theGrid);
				break;
			}
		}

	}
	return p1TB;
}
int playerTwo(char theGrid[6][6], int p2TB)
{
	cout << "player two, your up!" << endl;
	cout << "Press c for column mode,  Press b for anihilation mode, Press t for time bomb mode :";
	string choice = "";
	getline(cin, choice);
	if (choice == "b" && p2Anihilation == 0)
	{
		blitzCol(theGrid);
		p2Anihilation++;
	}
	else if (choice == "b" && p2Anihilation > 0)
	{
		cout << "you've already used that. " << endl;
		playerTwo(theGrid, p2TB);
	}
	else if (choice == "t" && p2TB == 0)
	{
		setTimeBomb(theGrid);
		
		p2TB++;
	}
	else if (choice == "t" && p2TB > 0) //if player picks time bomb but it has been used more than once already, inform user and prompt to re-select
	{
		cout << "you've already used that. " << endl;
		playerTwo(theGrid, p2TB);
	}
	else
	{
		cout << "Enter the column for placing an o ";
		int col = collectConsole();
		for (int i = 6; i >= 0; i--)
		{
			if (theGrid[i][col] == '-')
			{
				theGrid[i][col] = 'o';
				printGrid(theGrid);
				break;
			}
		}

	}

	return p2TB;
}
int winCondition(char theGrid[6][6])
{ 
	for (int r = 0; r < 6; r++) //in this nested if statement the colum position will increase after the row as looped all of the way through 1-8
	{
		for (int c = 0; c < 6; c++)//this will run 8 times for every 1 time the main for loop will run 
		{
			if (theGrid[c][r] == 'x' && theGrid[c + 1][r + 1] == 'x' && theGrid[c + 2][r + 2] == 'x' && theGrid[c + 3][r + 3] == 'x')//checks the diaganol going up the rows
			{
				won = true;
				cout << "player one has won the game!" << endl;
			}
			else if (theGrid[c][r] == 'x' && theGrid[c + 1][r - 1] == 'x' && theGrid[c + 2][r - 2] == 'x' && theGrid[c + 3][r - 3] == 'x')//checks the diaganol going down the rows
			{
				won = true;
				cout << "player one has won the game!" << endl;
			}
			else if (theGrid[c][r] == 'x' && theGrid[c][r - 1] == 'x' && theGrid[c][r - 2] == 'x' && theGrid[c][r - 3] == 'x') //checks accross the row
			{
				won = true;
				cout << "player one has won the game!" << endl;
			}
			else if (theGrid[c][r] == 'x' && theGrid[c - 1][r] == 'x' && theGrid[c - 2][r] == 'x' && theGrid[c - 3][r] == 'x')//checks down the columns
			{
				won = true;
				cout << "player one has won the game!" << endl;
			}
			if (theGrid[c][r] == 'o' && theGrid[c + 1][r + 1] == 'o' && theGrid[c + 2][r + 2] == 'o' && theGrid[c + 3][r + 3] == 'o')//checks the diaganol going up the rows
			{
				won = true;
				cout << "player two has won the game!" << endl;
			}
			else if (theGrid[c][r] == 'o' && theGrid[c + 1][r - 1] == 'o' && theGrid[c + 2][r - 2] == 'o' && theGrid[c + 3][r - 3] == 'o')//checks the diaganol going down the rows
			{
				won = true;
				cout << "player two has won the game!" << endl;
			}
			else if (theGrid[c][r] == 'o' && theGrid[c][r - 1] == 'o' && theGrid[c][r - 2] == 'o' && theGrid[c][r - 3] == 'o') //checks down the row
			{
				won = true;
				cout << "player two has won the game!" << endl;
			}
			else if (theGrid[c][r] == 'o' && theGrid[c - 1][r] == 'o' && theGrid[c - 2][r] == 'o' && theGrid[c - 3][r] == 'o')//checks accross the columns
			{
				won = true;
				cout << "player two has won the game!" << endl;
			}
		}
	}
	if (won == true)
		main();
	return won;
}
int blitzCol(char theGrid[6][6])
{
	cout << "enter c for column mode or r for row mode. " << endl;//lets the user choose between row or column mode for anihilation
	string choice ="";
	getline(cin, choice);
	if(choice == "c") //if choice is column mode execute this code
	{
		cout << "Enter the column for anihilation :";
		int col = collectConsole(); //take input into variable called col
		for (int i = 0; i < 6; i++) 
		{
			cout << "boom " << endl;//extra fun feature.... prints a boom and displays the grid as it loops through
			if (theGrid[i][col] != '-')//if the i position is not equal to '-' print a '-' at the location and display the grid
			{
				theGrid[i][col] = '-';
				printGrid(theGrid);

			}
			else
			{
				printGrid(theGrid);//extra fun feature, prints this when the grid is equal too - so it doesnt just spam boom.
			}
		}
	}
	else
	{
		cout << "Enter the row for anihilation";
		int row = collectConsole(); 
		for (int i = 6; i >= 0; i--)//if the i position is not equal to '-' print a '-' at the location and display the grid
		{
			cout << "boom " << endl;
			if (theGrid[row][i] != '-')
			{
				theGrid[row][i] = '-';
				printGrid(theGrid);
			}
			else
			{
				printGrid(theGrid);
			}
		}
	}
	return 0;
}
int setTimeBomb(char theGrid[6][6]) 
{	
	cout << "time bomb mode engaged, will cause chaos in two turns!" << endl;	
	cout << "please enter a column to start with :";
	int col = collectConsole();	
	for (int i = 6; i >= 0; i--)
	{
		//extra fun feature.... prints a boom and displays the grid as it loops through
		if (theGrid[i][col] == '-')//if the i position is not equal to '-' print a '-' at the location and display the grid
		{
			theGrid[i][col] = '*';
			printGrid(theGrid);
			break;
		}
	}	
	return 0;
}
int p1TriggerTimeBomb(char theGrid[6][6], int p1TurnsTaken,int p1TBUsed)
{
	if (p1TurnsTaken > 1 && p1TBUsed < 1)//if the turn count is higher than 1 and the time bomb hasnt been used before this code will run 
	{
		cout << "player one time bomb firing " << endl;
		for (int col = 6; col >= 0; col--) //in this nested if statement the colum position will increase after the row has looped all of the way through 0-6
		{
			for (int r = 6; r >= 0; r--)
			{
				if (theGrid[col][r] == '*') // if the position contains a * set that column, row and diaganol to - to set it back to clear.
				{
					theGrid[col][r] = '-'; //should have probably ran another loop here for the rows and columns 
					theGrid[col][r + 1] = '-';
					theGrid[col][r + 2] = '-';
					theGrid[col][r + 3] = '-';
					theGrid[col][r + 4] = '-';
					theGrid[col][r + 5] = '-';
					theGrid[col][r - 1] = '-';
					theGrid[col][r - 2] = '-';
					theGrid[col][r - 3] = '-';
					theGrid[col][r - 4] = '-';
					theGrid[col][r - 5] = '-';
					theGrid[col + 1][r] = '-';
					theGrid[col + 2][r] = '-';
					theGrid[col + 3][r] = '-';
					theGrid[col + 4][r] = '-';
					theGrid[col + 5][r] = '-';
					theGrid[col - 1][r] = '-';
					theGrid[col - 2][r] = '-';
					theGrid[col - 3][r] = '-';
					theGrid[col - 4][r] = '-';
					theGrid[col - 5][r] = '-';
					theGrid[col + 1][r + 1] = '-';
					theGrid[col + 2][r + 2] = '-';
					theGrid[col + 3][r + 3] = '-';
					theGrid[col + 4][r + 4] = '-';
					theGrid[col + 5][r + 5] = '-';
					theGrid[col + 1][r - 1] = '-';
					theGrid[col + 2][r - 2] = '-';
					theGrid[col + 3][r - 3] = '-';
					theGrid[col + 4][r - 4] = '-';
					theGrid[col + 5][r - 5] = '-';
					theGrid[col + 6][r - 6] = '-';
					printGrid(theGrid);
					p1TBUsed++;
					break;
				}
			}
		}
	}
	return p1TBUsed;
}
int p2TriggerTimeBomb(char theGrid[6][6],int p2TurnsTaken, int p2TBUsed)
{
	if (p2TurnsTaken > 1 && p2TBUsed < 1) //if the turn count is higher than 1 and the time bomb hasnt been used before this code will run 
	{
		cout << "player two time bomb firing " << endl;
		for (int col = 6; col >= 0; col--) //in this nested if statement the colum position will increase after the row has looped all of the way through 0-6
		{
			for (int r = 6; r >= 0; r--)
			{
				if (theGrid[col][r] == '*') // if the position contains a * set that column, row and diaganol to - to set it back to clear.
				{
					theGrid[col][r] = '-'; //should have probably ran another loop here for the rows and columns 
					theGrid[col][r + 1] = '-';
					theGrid[col][r + 2] = '-';
					theGrid[col][r + 3] = '-';
					theGrid[col][r + 4] = '-';
					theGrid[col][r + 5] = '-';
					theGrid[col][r - 1] = '-';
					theGrid[col][r - 2] = '-';
					theGrid[col][r - 3] = '-';
					theGrid[col][r - 4] = '-';
					theGrid[col][r - 5] = '-';
					theGrid[col + 1][r] = '-';
					theGrid[col + 2][r] = '-';
					theGrid[col + 3][r] = '-';
					theGrid[col + 4][r] = '-';
					theGrid[col + 5][r] = '-';
					theGrid[col - 1][r] = '-';
					theGrid[col - 2][r] = '-';
					theGrid[col - 3][r] = '-';
					theGrid[col - 4][r] = '-';
					theGrid[col - 5][r] = '-';
					theGrid[col + 1][r + 1] = '-';
					theGrid[col + 2][r + 2] = '-';
					theGrid[col + 3][r + 3] = '-';
					theGrid[col + 4][r + 4] = '-';
					theGrid[col + 5][r + 5] = '-';
					theGrid[col + 1][r - 1] = '-';
					theGrid[col + 2][r - 2] = '-';
					theGrid[col + 3][r - 3] = '-';
					theGrid[col + 4][r - 4] = '-';
					theGrid[col + 5][r - 5] = '-';
					theGrid[col + 6][r - 6] = '-';
					printGrid(theGrid);
					p2TBUsed++;
					break;
				}
			}
		}
	}
	return p2TBUsed;
}
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