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1.0 Amplitude Modulation And Demodulation 
2.0 Learning Outcomes: 
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1.0 Title  
 
Introduction of STL With C++ 
 
2.0 Learning outcomes 
 
After completing this lab, students should be able: 

1. Understand how STL work 
2. Learn how to implement all those technique in programming. 

 

3.0 Software 
 

1. Visual Studio C++/Any C++ Editor with Compiler 
2. Word Processing software 
 

4.0 Theory 
At the core of the C++ Standard Template Library are following three well-structured components: 

Component Description 

Containers 
Containers are used to manage collections of objects of a certain kind. 
There are several different types of containers like deque, list, vector, 
map etc. 

Algorithms 
Algorithms act on containers. They provide the means by which you will 
perform initialization, sorting, searching, and transforming of the 
contents of containers. 

Iterators Iterators are used to step through the elements of collections of objects. 
These collections may be containers or subsets of containers. 

We will discuss about all the three C++ STL components in next chapter while discussing C++ Standard 
Library. For now, keep in mind that all the three components have a rich set of pre-defined functions which 
help us in doing complicated tasks in very easy fashion. 

Let us take the following program demonstrates the vector container (a C++ Standard Template) which is 
similar to an array with an exception that it automatically handles its own storage requirements in case it grows: 

#include <iostream> 
#include <vector> 
using namespace std; 
  
int main() 
{ 
   // create a vector to store int 
   vector<int> vec;  
   int i; 
 
   // display the original size of vec 
   cout << "vector size = " << vec.size() << endl; 
 
   // push 5 values into the vector 
   for(i = 0; i < 5; i++){ 
      vec.push_back(i); 
   } 
 
 

   



   // display extended size of vec 
   cout << "extended vector size = " << vec.size() << endl; 
 
   // access 5 values from the vector 
   for(i = 0; i < 5; i++){ 
      cout << "value of vec [" << i << "] = " << vec[i] << endl; 
   } 
 
   // use iterator to access the values 
   vector<int>::iterator v = vec.begin(); 
   while( v != vec.end()) { 
      cout << "value of v = " << *v << endl; 
      v++; 
   } 
 
   return 0; 
} 

When the above code is compiled and executed, it produces the following result: 

vector size = 0 
extended vector size = 5 
value of vec [0] = 0 
value of vec [1] = 1 
value of vec [2] = 2 
value of vec [3] = 3 
value of vec [4] = 4 
value of v = 0 
value of v = 1 
value of v = 2 
value of v = 3 
value of v = 4 

Here are following points to be noted related to various functions we used in the above example: 

• The push_back( ) member function inserts value at the end of the vector, expanding its size as needed. 

• The size( ) function displays the size of the vector. 

• The function begin( ) returns an iterator to the start of the vector. 

• The function end( ) returns an iterator to the end of the vector. 

 

  

   



5.0 Procedures – Hangman Game (Guessing Word) 
 
1. Below are the pseudo code of the Hangman Game 
 
Create a group of twenty (20) Malay words 
Pick a random word from the group as the secret word 
While player hasn’t made not more than eight (8) guesses and hasn’t correctly 
guessed 

Tell player how many incorrect guesses he or she has left 
Show player the letters he or she has guessed 
Show player how much of the secret word he or she has guessed 
Get player’s next guess 
While player has entered a letter that he or she has already guessed 

Get player’s guess 
Add the new guess to the group of used letters 
If the guess is in the secret word 

Tell the player the guess is correct 
Update the word guessed so far with the new letter 

Otherwise 
Tell the player the guess is incorrect 

Increment the number of incorrect guesses the player has made 
If the player has made too many incorrect guesses 

Tell the player that he or she has been hanged 
Otherwise 

Congratulate the player on guessing the secret word

   



6.0 Discussion/Questions/Reports/Exercises 

 
Based on the procedures in Section 5.0, write the code with your C++ Editor (Visual C++) 
and get an output. 
 
Send all the answers on section 5.0 to my email address. 

a. Put a front cover (any – as long containing your team members name, 
matric ID, and email addresses) 

b. Send through email at h.a.sulaiman@ieee.org (ONLY TO THIS EMAIL) under 
a Subject: [Game Programming] – Lab Module 5. 

c. Deadline is before 7th November 2014 (Friday) at 10.00 am 
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