University of Washington Tacoma

TCSS 342

Data Structures
Spring 2007







Moshe Rosenfeld

Project Objectives

· Use design tools (UML) to develop a simple project

· Design a project interface and implement it.

· Manipulate collections, linked lists, stacks, iterators, graphs
· Reinforce good programming practices (comments, good variable names, indentation, etc.)

Project Name: save the “voyager” space-ship.
 .The voyager space-ship is floating out of control in space. Its fate is in your hands. Your mission is to save it.
Description: the space-ship is a 5x5 square grid. The command center is in the center square. The commander, as well as 4 – 5 other crew members are secured in their own cells. The crew members can leave their cells and travel along a row or a column. Unfortunately, due the loss of control, if there is no other crew member in their track they will fall off the voyager. Only the commander knows the code to reactivate the controls located in the command center. Your mission is to direct the crew member and safely bring the commander to the control center.

Objects to be designed and used by the program:

1. A space-ship
2. A crew member
The game starts by placing 5 – 6 crew members randomly in the 25 cells of the voyager. 
Design the program so that it knows whether this configuration can “save” the voyager.

Final implementation:

Create a manual game (user inserts a commander and crew members).

“Save” the space-ship using the smallest number of moves.

What to Write

1. A UML for project.

2. An interface for your design.

3. An implementation of the interface.

4. You may use any code provided by the textbook (go to his web site). If you don’t like the book’s code, you may write your own implementation, or use the Java API.
In general, you may copy any code from the text, or any other source.  You must reference any copied code. 
You may form teams, 2 students per team.
















