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Introduction

The objective of the programme is to use an Ai to find the shortest path through a maze. The maze must have a start point and a finish point and can have obstacles such as a key to unlock a door that the AI has to collect and walls/barriers for the AI to navigate around.

How to run the programme
Load the programme on using visual studio 2015 and run it by either pressing ctrl and f5 or by going to the Debug tab then selecting Start Without Debugging. If you wish to edit the maze open the maze1.maz file in Notepad++ make the desired changes and save the file or save the file as a new .maz format file and change the file the programme reads the maze from in the visual studio programme file.

How it works
[1]This AI programme uses a maze.maz file to store the shape of the maze as well as the start and finish point and any obstacles  the programme first try’s to open the file and if unsuccessful will display an error message. Stating that it could not open the file. To solve this, make sure the programme s looking for the correct file (case sensitive) and that the file is in the folder inside the project along with the main.cpp file.
[bookmark: _GoBack]After the programme opens the file and gets the maze layout it will try display the maze in a window and will try to find the start position x and y coordinates.  Next it will try to locate the finish point. The programme is then designed to display the location of the start and finish points x and y coordinates as text.
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Appenix

A.
 Main.cpp code for project

// reading a text file
#define WIDTH 7
#define HEIGHT 5
#include <iostream>
#include <fstream>
#include <string>
using namespace std;

int main(void) {
	char maze[WIDTH*HEIGHT];
	string line;
	ifstream myfile("maze1.maz");
	int starty;
	int startx;
	int finishy;
	int finishx;
//check to see if it can load the maze file print statement if it can't
if (myfile.is_open())
{
	int count = 0;
	while (getline(myfile, line))
	{
		cout << line << endl;
		line.copy(&maze[WIDTH*count], WIDTH, 0);
		count++;
	}
	myfile.close();
}
	
else cout << "Unable to open file";
cout << endl << endl << endl;
for (int y = 0; y < HEIGHT; y++)
{
	for (int x = 0; x < WIDTH; x++)
	{
		//if (maze[WIDTH*y + x] == 's')
		cout << maze[WIDTH*y + x];
	}
	cout << endl;
	}

for (int y = 0; y < HEIGHT; y++)
{
	for (int x = 0; x < WIDTH; x++)
	{
		if (maze[WIDTH*y + x] == 's')
		{
			startx = x;  starty = y;
		} //cout << "start located at position:(" << x << "," << y << "," << ") of maze" << endl;
			 //cout << maze[WIDTH*y + x];
	}


}
	//finding the finish location// works if in bracet abloce bt cause star location finder to break
for (int y = 0; y < HEIGHT; y++)
{
	for (int x = 0; x < WIDTH; x++)
	{
		if (maze[WIDTH*y + x] == 'f')
		{
			finishx = x;  finishy = y;
		} 
	}
cout << "start located at position:(" << startx << "," << starty << "," << ") of maze" << endl;
cout << "The Finish is located at position:(" << finishx << "," << finishy << "," << ") of maze" << endl;
	return 0;
    }
}


B. Maze File
*******
s          *
** **  *
*  *   f *
*******
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