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CONCEPTS: Upon completion of this assignment the student will be able to introduce multi-levels to a game program, allow the program to increase in difficulty with each new level, load a new maze for play, reduce flicker, and add color to objects and the background.

INSTRUCTIONS: Add at least two more levels of play to your Programming Assignment #8 game.  In one of the new levels, you must load a new maze[ ][ ] game matrix file.  Also, incorporate some of the following concepts into you program:

1. Add more ghosts to increase difficulty.

2. Add more Treasures (possible numbered) making the player cover more of the maze.

3. Create a point system relative to time, player moves, and/or Treasure amounts.

4. Provide immunity ‘pills’ that allow the player to move for a short period of time without being killed by ghosts.

5. Provide a ‘power’ pill that allows the player for a short period of time to kill ghosts.

6. Allow the ghosts to multiply when they run into each other or an icon.

7. Speed up the play by decreasing the Sleep( ) time.  This can only be used in conjunction with another difficulty concept since it is easy to implement.

8. Allow the ghosts to travel through the walls.

9. Allow the player to travel through the walls for a short period of time after encountering a ‘power’ pill.

10. Allow the ghosts or players to ‘wrap around’ by exiting one side of the maze and entering the opposite side through the use of portals.

11. Have the Treasure move either randomly like a ghost or ‘jump’ randomly to a new location after a designated amount of time.

12. Make the ghosts smarter so they move toward the player, not randomly.

13. Speed up the ghosts so they move more than one maze location per turn.  For instance, generate two random numbers, one for row movement and one for column movement for each ghost for each cycle.

14. Allow the player to enter his/her name as the player with the highest score at the end of the game.  Keep the highest score in a file and write to it when a new high score is achieved.  Display the highest score and player name at the end of each game.  

15. Incorporate concepts of your own design.

Game play should continue from one level to the next when the player completes a level, without restarting the game.  Pause between each level and allow the player to ‘Press any key to advance to the next level.’  If you are incorporating a points system, display the points accumulated as the game is being played.  As you add these new concepts, think of adding the code into new or existing member functions within the Maze class.  Also, any new variables should become data members of the Maze class.

When you have finished your program, print off the driver and class files.  Also, allow the instructor to demo you program.  You will receive credit for programs six through nine.


