Problem D: Dungeon of Darkness 1

D Dungeon of Darkness Time limit: 1s

In his great quest to rescue princess Zelda and protect the king-
dom of Hyrule from the clutches of the evil Ganondorf, you,
the hero, have arrived in the Lost Woods to rescue an ancient
sage. The spirits of the woods have decided to test your wits

in a magic-infused dungeon. The dungeon consists of n doors

connecting two distinct rooms, each door marked by a glowing pictur;’;the}orest Temple in the

symbol on both sides (to simplify, each symbol is a number from Lost Woods, from The Legends of
Zelda: Ocarina of Time 3D.

1 to n). Each room is shrouded in complete darkness, making The Legend of Zelda, all characters
and locations mentioned and the

you unable to see anything other than the symbols. You enter image depicted are © Nintendo

the dungeon through a magic door that disappears upon entry,
and the sage waits for you after door n.

At the beginning of your quest, as well as every time you pass through a door, you see the
symbols of all the doors that lead to and from the room which you are in. You also need to
be quick of course, as the forces of Ganondorf do not wait. Going through doors a total of
over 5 - n times will be too slow and will cause Hyrule to fall to ruin!

Interaction

This is an interactive problem. Your submission will be run against an ¢nteractor, which reads
the standard output of your submission and writes to the standard input of your submission.
This interaction needs to follow a specific protocol:

The interactor first sends one line with an integer n (1 < n < 1000), the number of doors in
the dungeon (of darkness). After that, the following process begins:
e The interactor sends two lines:

— One line with an integer m (1 < m < n), the number of doors that connect to the
room you are in.

— One line with m integers d (1 < d < n), the symbols on each of these doors, in
ascending order.

o Then, your program should output a line with an integer ¢ (1 < ¢ < n), the door you
choose to go through.

When you go through door n, the interaction will stop.
Make sure you flush the buffer after each write.
A testing tool is provided to help you develop your solution.

Walking through more than 5 -n doors or walking through a door that does not exist in the
current room will result in a wrong answer.

Additionally, it is guaranteed that there will always be a way to get to the sage from your
current room.
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