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Assignment 0505
Our last problem-solving paradigm, backtracking, exposes you to the algorithmic version of  “if  at first you 
don’t succeed, try and try again.” 

Outcomes
This assignment will affect your proficiency mea-
sures for outcomes 1a–1c, 2a–2c, and 3a–3f. 

For Submission
Complete the maze-solving program that is pro-
vided on the course website. The program is in-
voked via the Mazecraft class and takes, as com-
mand-line arguments, Steve’s initial location (sx, sy) 
and the location of  his favorite pig (px, py): 

java Mazecraft sx sy px py 

The description of  the maze to use, formatted as 
described in class, is read from standard input (i.e., 
you type it in once the program starts). Thus, the 
maze can also be prepared in a text file, and that 
text file redirected into the maze solver via the < 
symbol on the command line. For example: 

java Mazecraft 4 8 9 2 < maze.txt 

As is, the baseline code does not do any maze solv-
ing. Your task is to implement the areWeThereYet 
method in the MazeWalker class. Data structures 
and initialization consistent with what was de-
scribed in class have been provided, but nothing 
else. You are free to define and implement addi-
tional methods to help areWeThereYet get its job 
done. You do not need to modify any other class in 
the baseline code. 
A MazeWalker is initialized with a Maze object and 
the desired destination coordinates. The overall 
program is then structured so that it repeatedly 
invokes areWeThereYet on a MazeWalker instance. 
areWeThereYet should return one of  six possible 
values, enumerated by WalkerState: One value in-
dicates that the destination has been reached, an-
other indicates that the destination is unreachable, 
and the rest indicate the next move. 

Implementation Notes
The task of  modifying or enhancing (or complet-
ing!) someone else’s code is something that you will 
likely encounter frequently in collaborative pro-
gramming situations. Thus, keep in mind: 
• Understanding how your code interacts with the 

rest of  the program may be more difficult than it 
sounds—talk to me if  needed. 

• When trying to read and understand my code, 
think of  the characteristics that make it easy or 
hard to comprehend—and keep those in mind 
when you write your own code. The need to un-
derstand someone else’s code is why we care 
about style and code presentation! 

• Some ready-made maze descriptions are included 
in the mazes folder. Of  course, you may create 
your own—the format is documented in the 
Maze class. 

Optional Enhancements
If  you finish the basic maze solver early, consider 
the following improvements to the program: 
• Make the solver speed customizable through an 

optional argument; this is currently hardcoded in 
the MouseAndCheeseMazeView class. 

• Experiment with different approaches to deter-
mining the next step in the maze walk. Options 
include a “smart” walker that picks a direction 
based on the pig’s location or a random walker 
that picks different directions at each step. Make 
the approach customizable through a command-
line argument. 

How to Turn It In
Submit your code to your GitHub repository under 
the folder mazecraft. As always, don’t forget to 
commit as you go.


