/'l Wo C++ Ch. 10 Denp #3

#i ncl ude <i ostream h>
#include "H \ C++\ d assFil es\apstring. h"

struct Tank

{
/'l menber vari abl es
apstring col or;
int x;
int y;
int ammo;
char direction;
/1 menmber functions
voi d nove(int);
void turn(int);
/1 constructors
Tank():color("BLUE"), x(0), y(0), amp(10), direction('W){} /1 default constructor
/1 an initializer list (i.e. the stuff after the colon)
/1l is being used with the default constructor above
Tank(apstring, int, int, int, char);
Tank(apstring, int, int);
s
int main()
{
Tank pl ayerA;
Tank playerB("BLUE", 100, 100, 10, 'N);
apstring user Col or;
int userX = 0;
int userY = O;
cout << "Enter your tank's color, initial X position, & initial Y position:
cin >> userCol or >> userX >> userY;
Tank pl ayer C(user Col or, userX, userY);
cout << "PlayerA is located at: " << playerA x << ", " << playerAy << endl;
cout << "PlayerB is located at: " << playerB.x << ", " << playerB.y << endl;
cout << "PlayerCis located at: " << playerC. x << ", " << playerCy << endl;
return O;
}// end of main
/| Tank: : Tank(): col or ("BLUE"), x(0), y(0), ammo(10), direction('W)
I1{
/1 col or = "BLUE"; *xxxkxxxxx default constructor function definition is
1/ x = 0; ¥*kxk*kxk*xk** ynnecessary since an initializer list was
I y = 0; *xxkkkkxx% ysed with the function prototype in Tank's
1/ ammo = 10; *xkkxxxkkx gtruct definition
/1 direction = 'W;
/1}

Tank: : Tank(apstring nyCol or, int myX, int nyY, int nyAnmo, char myDirxn)
:color(myColor), x(nmyX), y(nyY), ammo(nyAmmo), direction(nyDi rxn)
{

/lcolor = nyCol or; *****x*x*x%* gince an initializer list is used with the
[1x = nyX; ¥*xxkxxxx%x fyncti on header, the assignment statenents
Iy = nyY,; *xxkkkxxx% in the body aren't necessary

//ammo = nmyAmo;

/ldirection = nmyDirxn;

}
Tank: : Tank(apstring nyCol or, int nyX int nyY)
{

col or = nyCol or;
X = nyX

y = vy,

ammo = 10;
direction = 'N ;



voi d Tank:: nove(int noveAnpunt)

switch (direction)

case 'N :
y -= noveAnpunt;
br eak;

case 'S':
y += noveAnount;
br eak;

case 'W:
X -= npveAnount;
br eak;

case 'E':
X += npveAnount;
br eak;

}

}
voi d Tank::turn(int turnAnmount)
{

turnAnount = turnAmount % 4;

switch (direction)

case 'N:
if (turnAmount == 1) directi
else if (turnAnmount == 2) directi
else if (turnAmount == 3) directi
br eak;

case 'E':
i f (turnAmount == 1) directi
else if (turnAnpbunt == 2) directi
else if (turnAnpbunt == 3) directi
br eak;

case 'S :
if (turnAmount == 1) directi
else if (turnAnmount == 2) directi
else if (turnAmount == 3) directi
br eak;

case 'W:
i f (turnAmount == 1) directi
else if (turnAnobunt == 2) directi
else if (turnAnpbunt == 3) directi
br eak;
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