Virtual Pet System (struct + method concept)

Description

You are asked to design a simple virtual pet system.
Each pet has the following attributes:

e name: the pet's name (no spaces)
*  happiness: an integer between 0 and 100
e  energy: an integer between 0 and 100

In addition to these data fields, each pet must also support two actions.
These actions must be implemented using function pointers inside the struct, simulating the
idea of “methods” in object-oriented programming.

Action 1: play
*  happiness increases by 10
e energy decreases by 5
e values must remain within the range 0—100
Action 2: rest
e  energy increases by 10
*  happiness decreases by 2
e values must remain within the range 0—100
You must use the following struct (fields may not be removed):

struct Pet {
char name[50];
int happiness;
int energy;
void (*play) (struct Pet* p);
void (*rest) (struct Pet* p);

}i

After reading each pet's data, you must assign the play and rest function pointers to your
implemented functions.



Input Format

The first line contains an integer N.

Each of the next N lines contains:

name happiness energy action

where action is either:

* play
b rest
Output Format

After performing the specified action on each pet, print:

name happiness energy

Ex. Input

3

Mimi 60 70 play
Kuro 80 40 rest

Pipi 50 50 play

Ex. Output
Mimi 70 65
Kuro 78 50

Pipi 60 45
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struct Pet {
char name[50];
int happiness;
int energy;
void (*play) (struct Pet* p);
void (*rest)(struct Pet* p);
}i
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Mimi 60 70 play
Kuro 80 40 rest
Pipi 50 50 play

Mimi 70 65
Kuro 78 50
Pipi 60 45



