
CS 7B - Fall 2018 - Assignment 4: Exploring Wumpus (Linked Rooms). Due 12/13/18

In this project we’ll build, investigate and augment the the game “Hunt the Wumpus,” as described in exercise 12
or PPP2, Chapter 18.

“Hunt the Wumpus” (or just “Wump”) is a simple (non-graphical) computer game originally invented
by Gregory Yob. The basic premise is that a rather smelly monster lives in a dark cave consisting of
connected rooms. Your job is to slay the wumpus using bow and arrow. In addition to the wumpus,
the cave has two hazards: bottomless pits and giant bats. If you enter a room with a bottomless pit,
it’s the end of the game for you. If you enter a room with a bat, the bat picks you up and drops you
into another room. If you enter the room with the wumpus or he enters yours, he eats you. When you
enter a room you will be told if a hazard is nearby:

• “I smell the wumpus”: It;s in an adjoining room.

• “I feel a breeze”: One of the adjoining rooms is a bottomless pit.

• “I hear a bat”: A giant bat is in an adjoining room.

For your convenience, rooms are numbered. Every room is connected by tunnels to three other rooms.
When entering a room, you are told something like “You are in room 12; there are tunnels to rooms
1, 13, and 4; move or shoot?” Possible answers are m13 (“Move to room 13”) and s13–4–3 (“Shoot an
arrow through rooms 13, 4, and 3”). The range of an arrow is three rooms. At the start of the game,
you have five arrows. The snag about shooting is that it wakes up the wumpus and he moves to a
room adjoining the one he was in—that could be your room.

Probably the trickiest part of the exercise is to make the cave by selecting which rooms are connected
with which other rooms. You’ll probably want to use a random number generator (e.g., rand() or
mt19937) to make different runs of the program use different caves and to move around the bats and
the wumpus. Hint: Be sure to have a way to produce a debug output of the state of the cave.

Here’s some starter code you will want to base the project on:

1

#pragma once
3

#inc lude <cmath>
5 #inc lude <c s t d l i b>
#inc lude <ctime>

7 #inc lude <iostream>
#inc lude <vector>

9 #inc lude <s t r i ng>
#inc lude <sstream>

11 #inc lude < l im i t s>
us ing namespace std ;

13

namespace Wumpus {
15

// to s e rve as re turn value from func t i on s that can k i l l p l aye r or Wumpus
17 enum Game state {

p l r sho t , no arrows , wmp dead , running
19 } ;

21 // a room in the cave
s t r u c t Room {

23 Room( ) ;
Room( i n t n , Room∗ nxt0 , Room∗ nxt1 , Room∗ nxt2 ) ;

25 i n t l a b e l ;
// vector<Room∗> next ;

27 Room∗∗ next = new Room ∗ [ 3 ] ;

http://www.cplusplus.com/reference/random/mt19937/
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bool ha s p i t ;
29 bool has bat ;
} ;

31

// to check i f two rooms are connected
33 /// bool conta in s ( vector<Room∗> v , Room∗ x ) ;

bool conta in s (Room∗∗ v , Room∗ x ) ;
35

s t r u c t Player {
37 Player (Room∗ n) ;

Room∗ l o c a t i o n ;
39 i n t n arrows ;
} ;

41

s t r u c t Wumpus {
43 Wumpus(Room∗ r ) ;

Room∗ l o c a t i o n ;
45 } ;

47 c l a s s Cave {
pub l i c :

49 Cave ( ) ;
Room∗ g e t p l a y e r l o c ( ) ;

51 Room∗ get wumpus loc ( ) ;
bool move player ( i n t l b l ) ;

53 void hazard warnings ( ) ;
void room desc r ip t i on ( ) ;

55 void b a t f l i g h t ( ) ;
void wake wumpus ( ) ;

57 Game state shoot arrow ( ) ;
p r i va t e :

59 Room∗ rooms ;
// vector<Room> rooms ;

61 Player p l r ;
Wumpus wmp;

63 Room∗ l b l t o p t r ( i n t l b l ) ; // convert l a b e l to Room ptr
} ;

65

void p r i n t i n s t r u c t i o n s ( ) ;
67

// t e s t i f route f o r arrow i s va l i d
69 bool r o u t e v a l i d ( vector<Room∗> r ) ;

71 } // namespace Wumpus

73 // he lpe r func t i on to r ecove r from f a i l i n g to get an i n t from c in
void s k i p t o i n t ( ) ;

75

// read un t i l c in prov ide s an i n t e g e r
77 i n t g e t i n t ( ) ;

79 // get i n t e g e r in g iven range , prompt with gree t ing , p r i n t so r ry i f i n v a l i d
i n t g e t i n t ( i n t low , i n t high , const s t r i n g& gree t ing , const s t r i n g& sor ry ) ;

81

//−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−
83 namespace Wumpus {

85 // −−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−
// Construct a room

87 Room : : Room( ) : l a b e l (0 ) , h a s p i t ( f a l s e ) , has bat ( f a l s e ) { }

89 // −−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−
// Construct a room with po i n t e r s to three other rooms

91 Room : : Room( i n t n , Room∗ nxt0 , Room∗ nxt1 , Room∗ nxt2 )
: l a b e l (n) , next (new Room∗ [ 3 ] ) , h a s p i t ( f a l s e ) , has bat ( f a l s e ) {
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93 next [ 0 ] = nxt0 ;
next [ 1 ] = nxt1 ;

95 next [ 2 ] = nxt2 ;
}

97

// −−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−
99 //Check to see i f a room i s connected to another room

bool conta in s (Room∗∗ v , Room∗ x ) {
101 f o r ( i n t i = 0 ; i <20; ++i ) { ///v . s i z e ( ) ; ++i ) {

i f ( v [ i ] == x) return true ;
103 }

re turn f a l s e ;
105 }

107 // −−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−
// Construct a Player with a l o c a t i o n and a qu iver o f arrows

109 Player : : Player (Room∗ n) : l o c a t i o n (n) , n arrows (5 ) { }

111 // −−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−
// Construct a Wumpus with a l o c a t i o n

113 Wumpus : :Wumpus(Room∗ r ) : l o c a t i o n ( r ) { }

115 // −−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−
// Shu f f l e the rooms

117 void f i s h e r Y a t e s s h u f f l e ( i n t ∗ i a ) { // vector<int>& vi ) {
i n t r {0} , temp ;

119 f o r ( i n t i = 0 ; i < 18 ; ++i ) { // v i . s i z e ( ) −2; i++) {
r = i+rand ( )%(20− i ) ; // v i . s i z e ( )− i ) ;

121 temp = ia [ i ] ;
i a [ i ] = i a [ r ] ;

123 i a [ r ] = temp ;
}

125 }

127 // −−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−
// Construct the Cave with rooms

129 Cave : : Cave ( ) : rooms (new Room[ 2 0 ] ) , p l r (0 ) , wmp(0) {
srand ( time (0 ) ) ;

131

i n t ∗ l a b e l s = new in t [ 2 0 ] ;
133 f o r ( i n t i = 0 ; i < 20 ; ++i ) l a b e l s [ i ] = i +1;

f i s h e r Y a t e s s h u f f l e ( l a b e l s ) ;
135

// s e t up tunne l system
137 rooms [ 0 ] = Room( l a b e l s [ 0 ] ,& rooms [1 ] ,& rooms [4 ] ,& rooms [ 5 ] ) ;

rooms [ 1 ] = Room( l a b e l s [ 1 ] ,& rooms [0 ] ,& rooms [2 ] ,& rooms [ 7 ] ) ;
139 rooms [ 2 ] = Room( l a b e l s [ 2 ] ,& rooms [1 ] ,& rooms [3 ] ,& rooms [ 9 ] ) ;

rooms [ 3 ] = Room( l a b e l s [ 3 ] ,& rooms [2 ] ,& rooms [4 ] ,& rooms [ 1 1 ] ) ;
141 rooms [ 4 ] = Room( l a b e l s [ 4 ] ,& rooms [0 ] ,& rooms [3 ] ,& rooms [ 1 3 ] ) ;

rooms [ 5 ] = Room( l a b e l s [ 5 ] ,& rooms [0 ] ,& rooms [6 ] ,& rooms [ 1 4 ] ) ;
143 rooms [ 6 ] = Room( l a b e l s [ 6 ] ,& rooms [5 ] ,& rooms [7 ] ,& rooms [ 1 5 ] ) ;

rooms [ 7 ] = Room( l a b e l s [ 7 ] ,& rooms [1 ] ,& rooms [6 ] ,& rooms [ 8 ] ) ;
145 rooms [ 8 ] = Room( l a b e l s [ 8 ] ,& rooms [7 ] ,& rooms [9 ] ,& rooms [ 1 6 ] ) ;

rooms [ 9 ] = Room( l a b e l s [ 9 ] ,& rooms [2 ] ,& rooms [8 ] ,& rooms [ 1 0 ] ) ;
147 rooms [ 1 0 ] = Room( l a b e l s [10 ] ,& rooms [9 ] ,& rooms [11 ] ,& rooms [ 1 7 ] ) ;

rooms [ 1 1 ] = Room( l a b e l s [11 ] ,& rooms [3 ] ,& rooms [10 ] ,& rooms [ 1 2 ] ) ;
149 rooms [ 1 2 ] = Room( l a b e l s [12 ] ,& rooms [11 ] ,& rooms [13 ] ,& rooms [ 1 8 ] ) ;

rooms [ 1 3 ] = Room( l a b e l s [13 ] ,& rooms [4 ] ,& rooms [12 ] ,& rooms [ 1 4 ] ) ;
151 rooms [ 1 4 ] = Room( l a b e l s [14 ] ,& rooms [5 ] ,& rooms [13 ] ,& rooms [ 1 9 ] ) ;

rooms [ 1 5 ] = Room( l a b e l s [15 ] ,& rooms [6 ] ,& rooms [16 ] ,& rooms [ 1 9 ] ) ;
153 rooms [ 1 6 ] = Room( l a b e l s [16 ] ,& rooms [8 ] ,& rooms [15 ] ,& rooms [ 1 7 ] ) ;

rooms [ 1 7 ] = Room( l a b e l s [17 ] ,& rooms [10 ] ,& rooms [16 ] ,& rooms [ 1 8 ] ) ;
155 rooms [ 1 8 ] = Room( l a b e l s [18 ] ,& rooms [12 ] ,& rooms [17 ] ,& rooms [ 1 9 ] ) ;

rooms [ 1 9 ] = Room( l a b e l s [19 ] ,& rooms [14 ] ,& rooms [15 ] ,& rooms [ 1 8 ] ) ;
157
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// a s s i gn p laye r and hazards : randomly s h u f f l e vec to r with room numbers ,
159 // then s e l e c t the f i r s t s i x and a s s i gn to player , p i t , bats , and wumpus

f o r ( i n t i = 0 ; i <20; ++i )
161 room no . push back ( i ) ;∗/

i n t ∗ room no = new in t [ 2 0 ] ;
163 f i s h e r Y a t e s s h u f f l e ( room no ) ;

p l r . l o c a t i o n = &rooms [ room no [ 0 ] ] ;
165 rooms [ room no [ 1 ] ] . h a s p i t = true ;

rooms [ room no [ 2 ] ] . h a s p i t = true ;
167 rooms [ room no [ 3 ] ] . has bat = true ;

rooms [ room no [ 4 ] ] . has bat = true ;
169 wmp. l o c a t i o n = &rooms [ room no [ 5 ] ] ;

171 // output f o r debugging
// cout << ” P i t s : ” << rooms [ room no [ 1 ] ] . l a b e l << ” and ”

173 // << rooms [ room no [ 2 ] ] . l a b e l << ”\n ” ;
// cout << ”Bats : ” << rooms [ room no [ 3 ] ] . l a b e l << ” and ”

175 // << rooms [ room no [ 4 ] ] . l a b e l << ”\n ” ;
// cout << ”Wumpus: ” << rooms [ room no [ 5 ] ] . l a b e l << ”\n ” ;

177 }

179 // −−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−

181 // i f po s s i b l e , move p layer to room with l a b e l l b l
bool Cave : : move player ( i n t l b l ) {

183 Room∗ n = l b l t o p t r ( l b l ) ;
// see i f l a b e l e x i s t ed and move i s l e g a l

185 i f (n==0) {
cout << ”Not p o s s i b l e \n” ;

187 re turn f a l s e ;
}

189 e l s e i f ( conta in s ( p l r . l o ca t i on−>next , n ) ) {
p l r . l o c a t i o n = n ;

191 re turn true ;
}

193 e l s e
cout << ”Not p o s s i b l e \n” ;

195 re turn f a l s e ;
}

197

// −−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−
199

// check f o r Wumpus, p i t s and bats in ne ighbor ing rooms
201 void Cave : : hazard warnings ( ) {

i f ( p l r . l o ca t i on−>next [ 0 ] == wmp. l o c a t i o n | |
203 p l r . l o ca t i on−>next [ 1 ] == wmp. l o c a t i o n | |

p l r . l o ca t i on−>next [ 2 ] == wmp. l o c a t i o n )
205 cout << ” I sme l l a Wumpus!\n” ;

i f ( p l r . l o ca t i on−>next [0]−> ha s p i t | |
207 p l r . l o ca t i on−>next [1]−> ha s p i t | |

p l r . l o ca t i on−>next [2]−> ha s p i t )
209 cout << ” I f e e l a d r a f t !\n” ;

i f ( p l r . l o ca t i on−>next [0]−> has bat | |
211 p l r . l o ca t i on−>next [1]−> has bat | |

p l r . l o ca t i on−>next [2]−> has bat )
213 cout << ”Bats nearby !\n” ;
}

215

// −−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−
217

// g ive ne ighbor ing rooms
219 void Cave : : r oom desc r ip t i on ( ) {

cout << ”You are in room ” << p l r . l o ca t i on−>l a b e l << ”\n” ;
221 cout << ”Tunnels l ead to ” << p l r . l o ca t i on−>next [0]−> l a b e l << ’ ’

<< p l r . l o ca t i on−>next [1]−> l a b e l << ’ ’
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223 << p l r . l o ca t i on−>next [2]−> l a b e l << ”\n” ;
}

225

// −−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−
227

Room∗ Cave : : g e t p l a y e r l o c ( ) { re turn p l r . l o c a t i o n ; }
229

// −−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−
231

void Cave : : b a t f l i g h t ( ) { p l r . l o c a t i o n = &rooms [ rand ( ) %20]; }
233

// −−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−
235

// wake Wumpus: s tay s in same room (P=0.25) , move to ne ighbour ing room (P=0.75)
237 void Cave : : wake wumpus ( ) {

i n t n = rand ( )%4;/// randint (4 ) ;
239 i f (n==3) return ;

wmp. l o c a t i o n = wmp. l o ca t i on−>next [ n ] ;
241

// output f o r debugging
243 // cout << ”Wumpus i s at ” << wmp. l o ca t i on−>l a b e l << ”\n ” ;
}

245

// −−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−
247

Game state Cave : : shoot arrow ( ) {
249 // get va l i d route o f arrow

in t n = g e t i n t (1 , 5 , ”No . o f rooms” , ”Must be” ) ;
251 vector<Room∗> route (n) ;

whi l e ( t rue ) {
253 f o r ( i n t i = 0 ; i<n ; ++i ) {

os t r ing s t r eam os ;
255 os << ”Room #” << i +1;

route [ i ] = l b l t o p t r ( g e t i n t (1 ,20 , os . s t r ( ) , ”Must be” ) ) ;
257 }

i f ( r o u t e v a l i d ( route ) ) break ;
259 }

261 // f o r each room , check i f tunne l e x i s t s , choose random tunne l i f not
Room∗ ar row loc = g e t p l a y e r l o c ( ) ;

263 f o r ( i n t i = 0 ; i<route . s i z e ( ) ; ++i ) {
i f ( conta in s ( arrow loc−>next , route [ i ] ) )

265 ar row loc = route [ i ] ;
e l s e

267 ar row loc = arrow loc−>next [ rand ( ) %3]; /// randint (3 ) ] ; // no connect ion
// cout << arrow loc−>l a b e l << ’ ’ ; // output f o r debugging

269

// check i f arrow in room with p laye r or wumpus ( d i e /win )
271 i f ( a r row loc==get wumpus loc ( ) ) re turn wmp dead ;

i f ( a r row loc==g e t p l a y e r l o c ( ) ) re turn p l r s h o t ;
273 }

cout << ”\n” ;
275

// reduce number o f arrows ( i f equa l s ze ro −−> d i e )
277 −−p l r . n arrows ;

i f ( p l r . n arrows==0) re turn no arrows ;
279 cout << ”\n” << p l r . n arrows << ” arrows l e f t \n” ;

re turn running ;
281 }

283 // −−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−

285 Room∗ Cave : : get wumpus loc ( ) { re turn wmp. l o c a t i o n ; }

287 // −−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−
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289 // return po in t e r to room with l a b e l l b l , and 0 i f no such room e x i s t s
Room∗ Cave : : l b l t o p t r ( i n t l b l ) {

291 f o r ( i n t i = 0 ; i <20; ++i )
i f ( rooms [ i ] . l a b e l==l b l ) re turn &rooms [ i ] ;

293 re turn 0 ;
}

295

// −−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−
297

void p r i n t i n s t r u c t i o n s ( ) {
299 cout << ”Welcome to ’Kara Hunts the Wumpus ’ !\ n\n”

<< ”The Wumpus l i v e s in a cave o f 20 rooms . Each room\n”
301 << ”has 3 tunne l s l e ad ing to other rooms . ( Look at a\n”

<< ”dodecahedron to see how th i s works − i f you don ’ t know\n”
303 << ”what a dodecahedron i s , ask someone . ) \n\n”

<< ”Hazards :\n”
305 << ”Bottomless p i t s − two rooms have bottomless p i t s in them .\n”

<< ” I f you go there , you f a l l i n to the p i t ( and l o s e ! ) \n”
307 << ”Super bats − two other rooms have super bats . I f you\n”

<< ”go there , a bat grabs you and takes you to some other \n”
309 << ”room at random (which might be troublesome ) .\n\n”

<< ”Wumpus:\n”
311 << ”The Wumpus i s not bothered by the hazards ( he has sucker \n”

<< ” f e e t and i s too big f o r a bat to l i f t ) . Usual ly \n”
313 << ”he i s a s l e ep . Two th ings wake him up : your en t e r i ng \n”

<< ” h i s room or your shoot ing an arrow .\n”
315 << ” I f the Wumpus wakes , he moves (75% chance ) one room\n”

<< ” or s tays s t i l l (25% chance ) . After that , i f he i s where you\n”
317 << ”are , he ea t s you up ( and you l o s e ) !\n\n”

<< ”You :\n”
319 << ”Each turn you may move or shoot a crooked arrow .\n”

<< ”Moving : you can go one room ( through one tunne l ) .\n”
321 << ”Arrows : you have 5 arrows . You l o s e when you run out .\n”

<< ”Each arrow can go from 1 to 5 rooms . You aim by t e l l i n g \n”
323 << ” the computer the room numbers you want the arrow to go to .\n”

<< ” I f the arrow can ’ t go that way ( i . e . , no tunne l ) i t moves\n”
325 << ” at random to the next room .\n”

<< ” I f the arrow h i t s the Wumpus, you win .\n”
327 << ” I f the arrow h i t s you , you l o s e .\n\n”

<< ”Warnings : when you are one room away from a hazard ,\n”
329 << ” the computer says :\n”

<< ”Wumpus − I sme l l a Wumpus!\n”
331 << ”Bat − ’ Bats nearby ! ’\ n”

<< ”Pit − ’ I f e e l a d r a f t ! ’\ n\n” ;
333 }

335 // −−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−

337 // t e s t i f route f o r arrow i s va l i d
bool r o u t e v a l i d ( vector<Room∗> r ) {

339 i f ( r . s i z e ( )<1 | | r . s i z e ( )>5) {
cout << ”Route not va l id , s t a r t again \n” ;

341 re turn f a l s e ;
}

343 f o r ( i n t i = 2 ; i<r . s i z e ( ) ; ++i ) {
i f ( r [ i ] == r [ i −2]) {

345 cout << ”Arrows aren ’ t THAT crooked − t ry again \n” ;
re turn f a l s e ;

347 }
}

349 re turn true ;
}

351

// −−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−
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353

} // namespace Wumpus
355

// −−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−
357

// he lpe r func t i on to r ecove r from f a i l i n g to get an i n t from c in
359 void s k i p t o i n t ( ) {

i f ( c in . f a i l ( ) ) {
361 c in . c l e a r ( ) ;

char ch ;
363 whi le ( c in>>ch ) {

i f ( i s d i g i t ( ch ) | | ch==’− ’ ) {
365 c in . unget ( ) ;

r e turn ;
367 }

}
369 }

cout << ”no input ” ;
371 /// runt ime e r ro r (”No input ”) ;
}

373

// −−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−
375

// read un t i l c in prov ide s an i n t e g e r
377 i n t g e t i n t ( ) {

i n t n = 0 ;
379 whi le ( t rue ) {

i f ( c in>>n) {
381 c in . i gno r e ( numer i c l im i t s<s t reams ize > : :max( ) , ’ \n ’ ) ;

r e turn n ;
383 }

cout << ”Not va l i d \n” ;
385 s k i p t o i n t ( ) ;

}
387 }

389 // −−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−−

391 // get i n t e g e r in g iven range , prompt with gree t ing , p r i n t so r ry i f i n v a l i d
i n t g e t i n t ( i n t low , i n t high , const s t r i n g& gree t ing , const s t r i n g& sor ry ) {

393 cout << g r e e t i n g << ” ( ” << low << ’− ’ << high << ” ) \n” ;

395 whi le ( t rue ) {
i n t n = g e t i n t ( ) ;

397 i f ( low<=n && n<=high ) re turn n ;
cout << so r ry << ” ( ” << low << ’− ’ << high << ” ) \n” ;

399 }
}

401

// Write wumpus loop ( to do ! )
403

i n t main ( )
405 t ry {

cout << ” I n s t r u c t i o n s (Y−N) ?\n” ;
407 char ch ;

c in >> ch ;
409 i f ( ch != ’n ’ ) p r i n t i n s t r u c t i o n s ( ) ;

c in . i gno r e ( numer i c l im i t s<s t reams ize > : :max( ) , ’ \n ’ ) ;
411 wumpus loop ( ) ;
}

413 catch ( except ion& e ) {
c e r r << ” except ion : ” << e . what ( ) << endl ;

415 }
catch ( . . . ) {

417 c e r r << ” except ion \n” ;
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}
419

/∗∗
421 You are in room 4

Tunnels l ead to 2 3 1
423 Shoot or move (S−M) ?

m
425 Where to ?

1
427

I sme l l a Wumpus!
429 I f e e l a d r a f t !

Bats nearby !
431 You are in room 1

Tunnels l ead to 4 6 17
433 Shoot or move (S−M) ?

m
435 Where to ?

4
437 . . . oops ! Bumped a Wumpus!

Zap − super bat snatch ! E l s ewhe r e v i l l e f o r you !
439 Tsk tsk tsk − Wumpus got you !

Ha ha ha − you l o s e !
441 Play again ?y

443

445

447 I n s t r u c t i o n s (Y−N) ?
n

449 10 4 9 16 18 15 1 8 11 7 14 17 19 2 5 6 12 20 13 3
You are in room 11

451 Tunnels l ead to 8 7 12
Shoot or move (S−M) ?

453 m
Where to ?

455 8

457 I f e e l a d r a f t !
You are in room 8

459 Tunnels l ead to 4 1 11
Shoot or move (S−M) ?

461 n
Shoot or move (S−M) ?

463 m
Where to ?

465 11

467 You are in room 11
Tunnels l ead to 8 7 12

469 Shoot or move (S−M) ?
m

471 Where to ?
12

473

You are in room 12
475 Tunnels l ead to 11 6 20

Shoot or move (S−M) ?
477 m

Where to ?
479 6

481 I f e e l a d r a f t !
You are in room 6
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483 Tunnels l ead to 1 12 3
Shoot or move (S−M) ?

485 m
Where to ?

487 3

489 I f e e l a d r a f t !
You are in room 3

491 Tunnels l ead to 5 6 13
Shoot or move (S−M) ?

493 m
Where to ?

495 6

497 I f e e l a d r a f t !
You are in room 6

499 Tunnels l ead to 1 12 3
Shoot or move (S−M) ?

501 m
Where to ?

503 12

505 You are in room 12
Tunnels l ead to 11 6 20

507 Shoot or move (S−M) ?
m

509 Where to ?
20

511

You are in room 20
513 Tunnels l ead to 14 12 13

Shoot or move (S−M) ?
515 m

Where to ?
517 13

519 I sme l l a Wumpus!
You are in room 13

521 Tunnels l ead to 19 20 3
Shoot or move (S−M) ?

523 s
No . o f rooms (1−5)

525 1
Room #1 (1−20)

527 19
Aha ! You got the Wumpus!

529 Hee hee hee − the Wumpus ’ l l getcha next time !
Play again ?

531 ∗/

To make the game more interesting:

1 \ item Add another c r ea tu r e o f your own invent i on with p r op e r t i e s the p layer would f i nd
i n t e r e s t i n g .

\ item Add SFML graph i c s .
3 \ item Add rooms .
\ item Add weapons .


