Problem 6—Find aCLU

There are many copies of the CLU program running around inside the video game world. Y ou must find out how many
non-overlapping copiesthere are.

Imagine the video game world isaredangular grid containing capital letters. You aretolook for instances of the word
CLU. CLU will be mntiguous, but not necessarily linear. Thisisto say that the letters of CLU are anneded
horizontally, vertically, or diagonally (C adjoinsL; L adjoins U), but the word may change diredion within the grid.

Y ou are to indicate how many non-overlapping instances of theword CLU are present. In the event that thereis more
than one way to seled non-overlapping CLU's, you are to find the method that seleds the maximum number of non-
overlapping CLU's,

INPUT SPECIFICATION. Eachinput case mnsists of two unsigned positive dedmal integers lessthan or equal to
10 separated by one space and foll owed by <EOL N>, representing the number of rows and columns (r and c),
respedively in the grid. Following thiswill ber lines consisting of ¢ capital | etters each, foll owed by <EOLN>. The
last input case will be followed by “0 O<EOL N>".

OUTPUT SPECIFICATION. Theoutput cases should appear in same order astheinput. Each output case should be
of theform “Case c: There are n independent CLU(S) on the board.” where nisthe desired answer. Each output case
should be foll owed by two <EOL N>'s.

SAMPLE INPUT.

1-3 <EQOLN>
CLWKEOLN>
2-3 <EOLN>
LCL<EOLN>
UXWKEOLN>
0-0 <EQLN>
<EOF>

SAMPLE OUTPUT.

Case-1:--There-are-1-independent-CLU(s)-on-the-board. <EOQLN>
<ECLN>
Case-2:--There-are-1-independent-CLU(s)-on-the-board. <EOLN>
<ECLN>

<EOF>



