Introduction to C - Programming Assignment #5
Due Date: Please Consult WebCourses for your section
Objective

1. To give students practice writing functions.
2. To give students practice following a strict program design and editing code written by someone else.
Problem: Tea Party (teaparty.c)

Now that Arup is married, he frequently plays games with his step-daughter. One of her favorite games is Tea Party. The goal of the game is to obtain the seven following items:
0) Plate

1) Napkin

2) Tea Cup

3) Cream + Sugar

4) Sandwich

5) Fruit

6) Dessert

Players take turns in a rotating fashion. For each turn, a player spins a wheel, which randomly lands on one of eight slots. Seven of the slots are labeled with the items listed above while one slot is labeled, “LOSE A PIECE.”

If you land on a spot for an item you already have, nothing changes, since you already have that item. Alternatively, if you don’t have that item, if you land on a slot for items 0 through 3, inclusive, you obtain it. If you land on 4, 5 or 6, you are only allowed to obtain these items if you already have a plate (item 0). If you don’t have a plate, you can’t take a sandwich, since it wouldn’t be good manners to eat a sandwich without having a plate upon which to put it.

If you land on “LOSE A PIECE”, then you must choose which piece to discard. If you have no pieces to begin with, then you don’t lose anything. If you have any food items (4 – 6), then you are not allowed to discard the plate.

The first player to obtain all seven items wins the game!

Filling in the Code Scaffold

Since writing all of the code for this project is challenging, you will be provided a scaffold to fill in to complete the project. This scaffold will already have each of the functions you will use defined, as well as a fully constructed main function. Your job will be to fill in the functions, given the specifications for each of the functions. Please download teaparty-scaffold.c to edit for the assignment.
Input/Output Format
Beginning of Each Turn
Each turn should begin with a prompt with the following format:

Player X, it is your turn. Type 0 and enter to spin.

where X is the player number, starting at 1. (Note: Internally, the player numbers will start at 0, so when you print this out, just add 1 to the variable storing the player number.)

Landing on a Typical Square

After the spin is executed, if a square other than “LOSE A PIECE” is spun, a statement of the following form should be printed:

Player X, you have landed on the square S.

where S is the name of the square the spinner landed on. The names of these squares are included in the code scaffold in the constant array CHOICES.

If the player does not yet have the item and is allowed to obtain it, follow this with a statement of the form:

Congrats, you now have a S.

If the player is not allowed to obtain the item because they don’t yet have a plate, print out a statement of the form:

Sorry, you can’t obtain S because you don’t have a plate yet.

If the player lands on a square for a piece they already have, then print the following:

You already have that item.

Landing on “LOSE A PIECE”
If the player lands on this square, if the player has a piece to lose, prompt them with the question:

Which piece would you like to lose?

Follow this with a numbered list of items that are valid for the player to discard. (Namely, this list will NOT contain the plate if one of the other items on the list is a food item.) The numbering of the list should correspond to the numbering of each item listed on the previous page. Thus, the numbering won’t necessarily be sequential. For example, if the possible pieces a player can lose are the napkin, cream and sugar and a sandwich, the print out would appear as follows:

1. NAPKIN

3. CREAM AND SUGAR

4. SANDWICH

If the player enters an invalid item to discard, print out:

Sorry, that was not one of the choices.

and then ask them to re-enter their choice. Continue this process until they make a valid selection. When they do, print out a message of the following format:

You have selected the S to discard.

where S is the item to discard.

If the player has no piece to lose, then print the following:

There is no piece for you to lose. Lucky you, sort of.

Final Printout for Each Turn
At the end of each player’s turn, print out a complete list of their items. The first line will be:
Player X, here is what you currently have:
Follow this with a blank line and then a numbered list (as previously described), with each item the player currently has.
End of the Game

At the end of the game, simply print a message with the following format:

Congrats player X, you win!

Sample Input/Output

Since the I/O for this program is lengthy, several files will be posted on the course web page with transcripts of completed games.
 Deliverables

You must take the file teaparty-scaffold.c, edit the file and complete the program and save your solution as teaparty.c. This single file should be submitted over WebCourses.
Restrictions

Although you may use other compilers, your program must compile and run using gcc. Please use Code::Blocks to develop your program. Your program should include a header comment with the following information: your name, course number, section number, assignment title, and date. Also, make sure you include ample comments throughout your code describing the major steps in solving the problem.

Grading Details

Your program will be graded based upon its correctness, following the specifications for the function prototypes given, your programming style, and its compatibility to gcc in Code::Blocks.
