Honors CS1 Homework #6

Assigned: 11/16/00

Due: 12/4/00


You will be running a mini-casino operation. Essentially, we must implement blackjack and a simplified version of poker for this program. The user should be greeted at the beginning of the program with a menu that gives them four choices:

1) Buy poker chips

2) Play blackjack

3) Play poker

4) Cash out and quit

For option 1: Ask the user to buy “poker” chips that are good to use in the casino. There are three kinds of chips: white(worth 1 dollar), red(worth 5 dollars), and blue(worth 10 dollars). The user must enter how much money they are giving you in dollars, and you must decide how to give them their chips. Make sure to keep track of the total amount of money they spend on chips.

For option 2: The user will play the computer in blackjack for this option. A single blackjack game must be played from a single deck of cards. (This way the probabilities are exact.) Each of your cards must have a suit and a character to denote its value. You must deal two cards to each the player and the “computer”. Show the player one of the two cards you have dealt the computer. Then alternate asking the player to hit and the computer. (Show every subsequent card that the computer gets.) Once either says no, just ask the one player who is continuing to get cards whether they want another. If a player busts, you should automatically stop the round, and make the other player the winner. To deal with aces, their value should not be determined till the end of a round. Simply ask the player when he decides to stop getting cards what value he would like the aces to be. You can determine how the computer scores the aces. Keep in mind though that a player only busts with aces in hand if they bust counting all aces as 1’s. As for the betting, before a game can start, the user will be asked how much they want to wager. If they have the appropriate chips, let them play. If not, reprompt them for a new betting amount until they enter a valid one. If they beat the dealer, give them chips equal to what they wagered as winnings. If they tie the dealer, do not take any chips from them, and if they lose, take away the chips that they bet. You can choose the other specifics of your implementation.

For option 3: Deal each the user and the computer 5 cards. Each player has one chance to get new cards. First the player will go, then the computer. The player may choose to receive up to 5 extra cards. The player will add these cards into his hand, then must choose cards to discard so that he has exactly 5 cards left in his hand. However many cards the user chose to receive the computer gets as well. Then the computer must make its discard decisions. Make sure to printout all the cards the computer has after getting the extras, and then printout which cards the computer has chosen to discard. (This is to make grading for me easier...) At the end, printout each player’s hand and declare a winner based on the following hierarchy:

1. A straight flush of 5 cards (of the same suit & in order)

2. 4 of a kind

3. full house

4. three of a kind

5. 2 pair

6. 1 pair

Remember that 2 is low and Ace is high. Naturally, a pair of Kings for example, beats a pair of anything except Kings and Aces. For 2 pair and a full house, the high card of the set determines the winner. Thus, 2 Kings and 2 3s beats 2 Queens and 2 Jacks. Remember it is possible to tie. In these situations, are a push. (A push is where you don’t win or lose any chips.) Determine who wins based on this hierarchy. The betting here will work the same as blackjack. Ask the user how much they want to wager & make sure they have that in chips. If they win, give them their necessary chips. If they lose, take away the necessary chips. If they tie (say both get a pair of queens) which is highly unlikely, the user keeps his bet.

For option 4: Simply compute the amount of cash the player should receive for all of his chips. Compare this to the total amount of money the user spent on chips for option 1. Then report to the user how much money they won or lost.

I am definitely leaving quite a few things to your discretion. If you have any questions ask me and if I feel that it is an issue necessary to clarify to the group I will send email out. I do want to specify some structure to your program. So I will require the following classes for your program:

1) A card class: should store a single card, have a function to return the blackjack value of a card, and any other functionality you find useful

2) A deck class: Must contain storage for upto 52 cards. It must have a “give card” method which returns a card and deletes it from the top of the deck. (Thus the deck, once in play, must be managed like a stack. You must have a shuffle method, that randomly rearranges the cards in the deck. (Your constructor can place the cards in the deck in a deterministic manner if you wish.)

3) A hand_of_cards class: this class must contain a linked list of card objects as a data member. (Granted an array implementation would be easier, I simply want to see you all implement something using a linked list.) You should be able to add and discard cards.

4) A blackjack class: Contains most of the functionality for the blackjack game. For example, you should have a method in this class that completes a turn of blackjack. You should have a method that scores a hand of cards, etc.

5) Poker class: Contains the functionality for playing Poker...

6) Casino class: This should be the glue to your program fitting everything together...
