Indenting Rules and Practice
· It is EXTREMELY important to indent code correctly as you type it in. This is true for 99% of all programming languages.

· When you type a {
you should always immediately press <ENTER> and type 

}
then go back and fill in the missing lines.
e.g.   if (a > 1) {

 
  }

· If you don’t do this, you will keep getting errors in your program because you won’t have matching pairs of { }. 
· Indenting only happens after a {
This does not apply to other brackets: ( ) or [ ] because they are never separated by many lines of code.

· Always use <TAB> to indent.  On rare occasions, you could indent with just 3 spaces.
RULES

· Every time a line ends with {   
indent everything that follows until the matching } is found.

· This is also true for lines that only have a { on them.

· } must be on a line all by themselves

· } are indented to be level with the initial line that has the matching  {  
(in other words outdent one tab stop)

· Everything after } stays lined up with that }

· The only other lines that are ever indented are long lines that are broken into two more lines for ease of reading. 
You can tell that these are all one line because there is no ; until the very end.
Example:
JOptionPane.showMessageDialog(null,
 
"You completed this level! \n Well done", "LEVEL COMPLETE", 
 
JOptionPane.INFORMATION_MESSAGE);

· if you see two } } or two { { directly above each other, you know something is wrong

· if you see { with the next line NOT indented, you know something is wrong.
· Some people put { on its own line. I tend to leave it with the previous line to save space. You can use either style.
TO DO:

Correctly indent the code on the next page using TABS 
and then print out that page (or show the teacher).

//My name is: _____
@Override

public void paintComponent(Graphics g) 

{

initGraphics(); //needed for when the screen is resized.

super.paintComponent(g);

{

Graphics2D g2 = (Graphics2D) g;

g2.setRenderingHint(RenderingHints.KEY_ANTIALIASING, RenderingHints.VALUE_ANTIALIAS_ON);

}

//Draw board (squares)

for (int i=0;i<GRID;i++) {

for (int j=0;j<GRID;j++) {



if ((i+j)%2 ==0) {

g.setColor(COLOURLIGHT);

}

else {

g.setColor(COLOURDARK);

}

if (board[i][j] == HIGHLIGHT) g.setColor(COLORHIGHLIGHT);

g.fillRect(blockX*i, blockY*j, blockX, blockY);

}

}

//draw grid over the squares

g.setColor(COLOURGRID);

for (int i=0;i<=GRID;i++) {

g.drawLine(blockX*i,0,blockX*i,jpanH);

g.drawLine(0,blockY*i,jpanW,blockY*i);

}


}

