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(16,) Trivia Game

In this programming challenge you will create a simple trivia game for two 'pllaYér"s._-?;
The program will work like this: - R

° Starting with player 1, each player gets a turn at answering five trivia questions.
(There are a total of 10 questions.) When a question is displayed, four possible .
answers are also displayed. Only one of the answers is correct, and if the player
selects the correct answer he or she earns a point. .

* After answers have been selected for all of the questions, the program displays the |
number of points earned by each player and declares the player with the highest |
number of points the winner. = | S

In this program you will design a Question class to hold the data for a trivia ques-
tion. The Question class should have member variables for the following data: |

e A trivia question

¢ Possible answer #1

®  Possible answer #2

® Possible answer #3

* . Possible answer #4

® The number of the correct answer (1, 2, 3, or 4)

The Question class should have appropriate Constriictor(s
functions. : | -

The program should create an array of 10 Question objects, one for each trivia ques-
tion. Make up your own trivia questions on the subject or subjects of your choice for
the objects. | B L

Accessors and Mutators

|

As mentioned earlier, it is a common practice to make all of a class’s member variables pr?i- \
vate and to provide public member functions for accessing and changing them. T-hls |
ensures that the object owning the member variables is in control of all changes being |
made to them. A member function that gets a value from a class’s member variable but l
does not change it is known as an accessor. A member function that stores a value in mem- 1{
ber variable or changes the value of member variable in some other way is known as a i
mutator. In the Rectangle class, the member functions getLength and getWidth are

~ accessors, and the member functions setLength and setWidth are mutators.




