COSC 320 Project One: Network Battleship      Due Date: 02/26/2013
PROJECT SPECIFICATIONS
Battleship is a game for two players where you try to guess the location of five ships your opponent has hidden on a grid (12x12). Players take turns calling out a row and column, attempting to name a square containing enemy ships. In this project, you will be developing a client-server version of the Battleship game that can be played across the network (both Window socket and Linux socket networking are acceptable). 
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The basic rules of the Battleship game are:

Contents: Each player gets a board with two grids, five ships, and hit and miss markers. 

Goal: To sink all of your opponent's ships by correctly guessing their location.

Setup
Give each player a board with two grids, one of each type of ship, and a bunch of hit and miss markers. Pen and paper players should note there is one length 2 ship, two length 3 ships, one length 4 ship, and one length 5 ship.

Secretly place your ships on the lower grid. Each ship must be placed horizontally or vertically (not diagonally) across grid spaces, and can't hang over the grid. Ships can touch each other, but can't both be on the same space.

Play
Players take turns firing a shot to attack enemy ships.

On your turn, call out a letter and a number of a row and column on the grid. Your opponent checks that space on their lower grid, and says "miss" if there are no ships there, or "hit" if you guessed a space that contained a ship.

Mark your shots on your upper grid, with M marks for misses and H marks for hits, to keep track of your guesses. Keep track of misses and hits for each player.
When one of your ships is hit, put a red peg into that ship on your lower grid at the location of the hit. Whenever one of your ships has every slot filled with red pegs, you must announce to your opponent that he has sunk your ship.
Victory

The first person who sinks all opponent’s ships win. 
Salvo Variant
To speed up the game, some players play a Salvo variant where you get multiple shots per turn. On your turn, you get to take one shot for each ship you have remaining in your fleet. Once you have announced all of your shots (five, at the beginning of the game), your opponent tells you which ones were hits.

Your program should be able to perform the following operations: 
1. Establish the connection between server and client (you can use the code found over the Internet to accomplish this). Server starts without any command line argument. Client starts with the IP address of the server machine at the command line. 
2. Display the game boards (yours and your opponent’s)

3. Set up the battleship on both client and server by users 

4. Fire a shot at certain location
5. Send a feedback to your opponent (e.g., miss or hit or ship sunk)

6. Display # misses and hits.

7. Provide the option to start a new game or exit when a player wins.

NON-FUNCTIONAL REQUIREMENTS

1. Make sure that you give proper names to your variables, program files.

2. Make sure that your program is nicely indented and has meaningful header and inline comments.
3. Make sure that you will use modularity and object oriented concepts in your program.
4. Make sure that you perform necessary error checking. 

WHAT MUST BE TURNED-IN

USB or CD contains source code and your test plan and all the output generated from your testing. 

