Week 4 Project – Hangman Game – 100 points

Description
The point of this project is to put together several of the concepts that we have been practicing.  We will be implementing functions, random numbers, reading from and writing to files, looping, getting input from user and validating that input, displaying information to the user, using if/else if statements, and becoming more familiar with Visual Studio.

Hangman is a game where the user is presented with a word that has a specific number of letters.  The user cant see the letters and is asked to make guesses until either they run out of guesses or they guess the word correctly.

For our project we will be implementing the basic concepts of the game by presenting the user with a word that contains all asterisk, tell them how many guesses they have left, allow them to enter a guess, and if they guessed a letter that IS in the word, redisplay the word with the correct letters shown while all other will still be asterisk.
Requirements
1) User will be presented with a Main Menu that will look like the following(making sure that they can only enter the available options, or the main menu just redisplays itself)
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2) If user selects to play hangman

a. Generate a random number between 0 and 19

b. Keep Reading the HangmanWords.txt file until you get to the nth word(n represents the random number that was generated)

c. Display the game board
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d. Get the users guess

e. Validate the input to make sure it is a letter(keep in mind it should work regardless of upper or lower case letters)

f. Check the word to see if it contains the users guess

g. Decrement the number of guesses user has left

h. Redisplay game board with any correct guesses shown as letters
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i. Keep LOOPING and displaying the game board until either the player guesses all the letters of the word OR the player runs out of guesses

j. If they guess all the letters then display a message about how they have won the game and how amazing they are

j.i. You need to keep track of what their best game was.  The formula for best game is:  numGuessesLeft * numberLettersInWord

j.ii. If their new score is better than the best so far, then store the word, the score, and numGuesses

k. If they run out of guesses then let them know that they have lost and they should feel ashamed.

3) Once they win or lose, go back and redisplay the Main Menu.

4) If user presses 2  on Main Menu then display their best game info(score, numGuessesLeft, and word)

5) If user presses 3 on Main Menu, then print their best game info to a file called HangmanBest.txt (its ok if it keeps adding new entries to the file...its like a running history of your best games)

6) If user presses x, exit the loop and quit the program

Things to keep in mind
· I will be providing you with a starter file that will have some of the basic methods and variables setup

· To generate a random number use #include <cstdlib>

Call   srand(time(NULL))

Then get the random number like this   myNum = rand()

· You will want to have 2 variables for the word they are to guess.  1 that contains the actual word, and 1 that contains all asterisk.  As the user guesses letters, you will need to search the actual word for that letter, see what position it is in, then replace the asterisk in the other variable with the letter.

· P. 841-842 explain some of the string functions you may need.  Specifically find(), length(), and replace()

· You can validate by using the isAlpha() function.  You will need to #include <cctype>

For example, if you had a user input string variable called input then it would look something like  if( isAlpha(input.at(0))) ……

isAlpha() only takes a char inside and input.at(0) gets the first char from the input string

