2014 Semester 1 Assignment 2

Assignment 2

|Purpose: ‘Practice with C++ classes.

Problem to solve:

Write a game, named “Alice in the Wonderland”. The player must help Alice to find the Exit while
evading the Monster in wonderland. There are only limited moves for Alice to get out from the

wonderland.

Here is an example of the running program.
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Mickey Mouse 12345678 q: NW, w: N, e: ME
Donald Duck 23456780 a: W, s: stop, d: E
159.234 Assignment 2 2014 51 Albany z: SW, x: 5, c: SE
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a: W, s: stop, d: E a: W, s: stop, d: E
z: SW, x: S, c: SE z: SW, x: 5, c: 5E
Which way to move? Which way to move?
When Alice successfully found the exit,
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Well domne ! Alice Tournd Tthe exit.d
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g: NW, w: N, e: NE
a: M, s: stop, d: E
z: SW, x: §, c: SE
Which way to move? c
Moves remaining: 13
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q: NW, w: N, e: NE
a: W, s: stop, d: E
z: SW, x: 5, c: SE
Which way to move?
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When Monster get to Alice, When there is no moves left,
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Gamelver! Run out of moves!!!

Alice begins her quest from the top-left corner of the map (represented with a “A”).
She must find the exit (represented with a “E”) at the bottom-right corner. There are 3
Monsters (represented with “M”) each starting from a random location on the map
and wander at random.

In every step, the user can chose to move Alice in 8 directions (north-west, north,
north-east, west, east, south-west, south and south-east). She can also stay at the same
place. However, Alice cannot move off the map.

The 3 monsters start at random locations on the map (not at where Alice and Exit
located) and wander at random in every step. However, they can only move
diagonally (north-west, north-east, south-west, south-east). They can occupy the same
space but cannot move off the map.

The player win if Alice successfully find the exit, display a message and the program
terminate. If the monsters get to Alice, display GameOver and the program terminate.

There are only limited moves (15) for Alice to find the exit. Display the number of
remaining moves in each step. If running out of moves, display a message and the
program terminate. The map is 10 space in width and 5 space in height.

Display all Names and student ID of team members when the program first started
like in the example. You may create a displayInfo() for that,
void displaylInfo() {

Cout << "=======mm-m-o-o——————————oooo—oooommm== KL end];
cout << Mickey Mouse 12345678 " <<endl;
cout << Donald Duck 23456789 " <<endl,
cout << 159.234 Assignment 2 2014 S1 Albany " <<endl;
COut << "====================—====—=—=====—=======" << end|;
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- Marks will be allocated for: correctness, completeness, no code duplication, use of C++
tools, documentation, clear on screen output display...



