Project Set 2

CMSC 211 – Spring 1999

Guess the card: This project is to write a program to play guess the card game. The game uses three cards that is shuffled continuously and when the shuffling stops, the user is to guess where the card(s) is(are). We will be using pictures instead of cards to implement this program.

Part 1: Given three images in PBM format (Portable Binary Map) or pixmap XPM format draw these images on the graphics screen. PBM format is very easy and extremely portable. The format is to have two ASCII lines followed by the binary data. The first line is a code which should be set to “P4”, the second line contains two numbers which signify amount of row and column for the image. The rest of the data is the byte packed data. Since these are binary images a byte of information can store eight pixels and that is what happens when the data is byte packed. The XPM format is also a very easy format. It is based on the C language’s data declaration and is encoded using ASCII character set. Take a look at the image files with a text editor and figure out the data components. The first part of this project is to read the file and show the image on the graphics display. The images will be distributed via the PDG mail-list and on the course web pages.

Part 2: Using any random number generator (several random number generators are given in the book) emulate shuffling and implement the shuffling to be slow enough so that the user can see card movements. Use NOOP in a loop to insert delays. Start with three image shown, then invert all three to a simple color. Then shuffle which can be done a number of ways. One method is to use the random number to generate a number between 1 and  3. The picked number is the card that will not move. Emulate a move by tracking the left card above and the right card below the main line of cards. Another method is to have four card holders of which three holders should be occupied. The random number between 1 and 3 would signify the movement of that card to the empty slot. Pick the random number 5 (or higher) times after which ask for the user to guess where the face card is. To finish the game, signal a correct or incorrect message by writing on the screen.

