CS 2360 - Programming Methods & Intro to Software Engineering
Programming Assignment #4
Objective:

To give you practice using arrays. 

The Program:

You are to complete Programming Problem #1 from Chapter 12 of your textbook (page 656-657). You may design the program in any way that you want but you must use arrays in your implementation.

What to Hand In:

Email your source code files to barbara.hecker@csueastbay.edu with the subject line of [your last name] + “ – Prog4” for example, “Hecker – Prog4.”

Just in case you do not have the textbook or the current version, here is a copy of the assignment:

Problem 1 from chapter 12 of your textbook (page 656-657):

Write a program to play a game in which you try to sink a fleet of five navy vessels by guessing their locations on a grid. The program uses random numbers to position its ships on a 15 X 15 grid. The ships are of different lengths as follows:

· Frigate: 2 locations

· Tender: 2 locations

· Destroyer: 3 locations

· Cruiser: 3 locations

· Carrier: 4 locations

The program must pick one square as the starting location, then pick the direction of the ship on the board and mark off the number of squares in that direction to represent the size of the ship. It must not allow a ship to overlap with another ship, or to run off the board.

The user enters coordinates in the range of 1 though 15 for the rows and A though 0 for the columns. The program checks this location, and reports whether it is a hit or a miss. If it is a hit, the program also checks whether the ship has been hit in every location that it occupies. If so, the ship is reported as sunk, and the program identifies which ship it is. 

The user gets 60 shots to attempt to sink the fleet. If the user sinks all of the ships before using all 60 shots, then he or she wins the game. At the end of the game, the program should output the grid, so that the user can see where the shops are located.

