Programming Project 7

Advanced Roulette

Date Assigned:  18 November 2002
Date Programmer’s Block Due:  20 November 2002

Date Program Due:  25 November 2002
Learning Goals:

The purpose of this project is to learn how to use structures to simplify programs.

Assignment:

Background:  L. E. Vator was very pleased with the program the CEG220 class wrote to simulate a roulette game.  After viewing the C code he thought that there must be a cleaner way to solve this problem.  He also wanted to add an additional kind of bet, one between two adjacent numbers (but not between 0 and 00 or any of the other numbers adjacent to 0 and 00.  This kind of bet pays 17 to 1.  An example is that the user would choose to bet across 1 and 2.  Then if either one or two comes up on the wheel spin the user wins.  Note: you must check to make sure the numbers are adjacent to each other.

Program:

You are to modify you Assignment 6 to use structures.

Your program is to have a structure called BetEntry which is to contain the following information:

1. The kind of bet

2. The number, numbers, or odd/even

3. The amount of the bet

You are to have another structure called HistoryEntry that will contain the following information:

1. The kind of bet

2. The number, numbers, or odd/even

3. The amount of the bet

4. The result of the spin

5. The balance

The program is to have the following functions:

1. ExplainProgram

This function puts an explanation on the screen for the user.  This should include the payoffs for the different kinds of bets.

2. SpinWheel

This function generates a random number from a uniform distribution.  The range of the numbers generated will be between 1 and 40 with the number 39 representing 0 and 40 representing 00.  The function returns one number to the calling routine.  You are to seed the random number generator with the number 2406.

3. PlaceBet

This function is to query the user for the type of bet (either a straight bet, two adjacent numbers, or even/odd bet), the number(s) or even or odd, and the amount to be bet.  The bet structure is to be passed back to the calling program.  The input to the function is the current balance.  Make sure that more than the balance is not bet.

4. BetHistory

This function has as input the history array, the result of the spin and the amount won/lost, and the balance.  The history array is an array of HistoryEntry.  Since the history array only holds the 5 past bets, the oldest information is to be removed (array position 0) and the new information added (array position 4).

5. ClearScreen

This function will clear the screen

6. ShowHistory.

This function will display the history of the last 5 bets.  The history array will have values for the kind of bet, the number or odd/even, the amount of the bet, the result of the spin, the amount won/lost, and the balance in the account.  Choosing this option will cause the last 5 bets to be displayed, oldest first.  This should be displayed in a columnar format with column headings.  Make it pretty!

If the user goes broke the program will terminate and display the history.  Otherwise, the program will continue until the user requests termination.

You are to test all the options to make sure everything works per specification.  This means that you will have to place more than 5 bets to verify the history array works properly.

If the bet is for odd/even, the program is to print out the word ‘odd’ or ‘even’ not a number.

Grading:

To be acceptable all specifications in the assignment are to be met.

To be acceptable the Programmer’s Block Style Guide must be followed.

Te be acceptable all requirements from the Project Requirements guide must be followed.

