Junior Knights Course 2 - Week 4 Assignment
Two Player Game - Simplified
You will write a command-line program that will allow two players to play connect 4 against each other. Once the game has started, you should print out the state of the board for each player before they enter in their move. When a player enters in a winning move, instead of prompting his/her opponent, you should print a victory message to the screen. If the game ends as a draw instead, this should be printed to the screen at the end of the game.

Rules of Connect 4 - Simplified Version
The game board dimensions are 6x7 and the board is usually oriented vertically so that players "drop" checkers into one of the 7 columns of the board. (Thus, a player does not choose the ROW a checker is placed in. Rather, once the column is chosen, the checker will automatically drop to the lowest available row in that column.) Players alternate turns with the goal of placing 4 checkers either in a row right next to each other. (This is the simplification. In the real game, you can win by getting 4 in a column or 4 in a diagonal.) Which ever player achieves this first wins. If no player achieves this yet the entire playing board is filled, the game is a draw.
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Sarah, you win!!!

Hints and Tips
Before you start writing your program, plan out the different functions you will use and what those functions will do. Also, outline the algorithm you will use to determine whether or not a team has won the game. You may end up adding functions or making some changes to your design once you start coding. Use constants to store the size of the board:
#define ROWS 6

#define COLS 7

In your main your board will be defined as follows:

char board[ROWS][COLS];
The bottom row should be index ROWS-1 and the top row should be index 0. When a checker is dropped into an empty column, it should fall to the bottom row.

You should also keep an array that stores the current placement for a piece in each of the possible columns:

int open_squares[COLS];

This should be initialized with all values equal to ROWS-1, since this is the first empty location in an empty column.

There should be functions to:

(1) Print the board

(2) Check for a winner

Other functions may be useful as well, but these two are necessarily clear for any good program design.
