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 The second part of the software development assignment is to develop a C program that will allow the user to play a version of a popular card matching game. The game is a simple concept but there are different variations and which ever one is chosen must implemented for the program to operate properly. There are also certain elements that need to be considered that will enable the program to perform effectively. Bearing all these factors in mind the approach to solving certain problems will need to be analysed that will aid a solution. 
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 The memory card game traditionally is played with a standard deck of cards that have a duplicate of card so that they can be matched when a player has spotted their locations. It is one of the child friendly games which have special decks with pictures on the cards that are easily identifiable. The set up of the game starts with a shuffle of the deck, then the cards are laid face down in a pattern usually in a grid form with a gap in between each card so there is no interruption during the pick-up point.        
  
 Typically, the youngest player goes first, on each turn, a player turns over two cards (one at a time) and keeps them if their cards match. If they successfully match a pair of numbers, that player also gets to take another turn. Once all the cards have been played the player with the most matching pairs in the lowest number of moves is the winner.
 
 Since the game is easy to play, they are some variations to make it more challenging. To make the game more difficult the players must match both numbers and colours, as opposed to just numbers.          

After looking at the details needed to create the game the main features that should implemented should include:

· Shuffle attribute
· A count system that determines how many tries a player has taken during a game.
· A point system that can declare the winner.
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The random shuffle did not work so every time a number was put in it would always be a match with the second. 

#include <stdio.h>
#include <stdlib.h>
#include <time.h>

void main()
{
	int pairs[12] = { 1,1,2,2,3,3,4,4,5,5,6,6 };
	cout << pairs << endl << endl;

	random_shuffle(pairs[12];

	cout << pairs;
}
	int youngplayer;
	int card1;
	int card2;
	int matched;

	printf("Youngest player goes first");
	scanf("%d", &youngplayer);
	
	printf("Random shuffle");
	scanf("%d", &random_shuffle);

	printf("Please select Card 1:(0-11)");
	scanf("%d", &card1);

	printf("Please select Card 2:(0-11)");
	scanf("%d", &card2);

	printf("All pairs matched");
	scanf("%d", &matched);

	if (pairs[card1] == pairs[card2])
	{
		printf("Thats a match");
		pairs[card1] = 0;//take out of the game
		pairs[card2] = 0;//take out of the game
	}
	else
	{
		printf("Sorry not a match");
	}


} 
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Jindows\SyswWoW64\sechost

ited with code @ (@xe).
(exe).
ited with code @ (@xe).
The program '[4504] Project21.exe’ has exited with code @ (0xe)

[Youngest player goes firstl

Please select Card 1:(©-11)1

Please select Card 2:(©-11)1

Thats a match

C: \Users\eddma\source\repos\Project21\Debug\Project21l.exe (process 4584) exited with code @.

To automatically close the console when debugging stops, enable Tools->Options->Debugging->Automatically close
le when debugging stops.

Press any key to close this window .




