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Co3manne urpsl Hlamxku B Microsoft Visual Studio
Ha si3bIKe nmporpamMvuposanus C#

Mapunuyk Anexcanop Cepeeesuu
THpuamypckuii eocyoapcmeennwiii ynueepcumem um. Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B nmanHoOl craThe ommcaH mporecc cozmanus urpel [llamkm B Microsoft Visual
Studio Ha s3p1Ke TporpammupoBanusi C#. PaccMoTpeHbl 0COOEHHOCTH peaTu3aiiu
JIOTUKH TIEPEIBIKEHUS IAIICK, 3aJlaHbl MPAaBUJIa U OMKCAHBI YCIOBHS MOOeabl. B
NPOCKTE MCHOJB3YIOTCs WINFOrMS [ist OTPUCOBKY IIAXMATHOW JOCKH, 8 BHCIIHUI
BU/I IIAIIEK TOJATPYKACTCS U3 U300PaKECHHI.
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Abstract

This article describes the process of creating a Checkers game in Microsoft Visual
Studio in the C#programming language. The features of the implementation of the
logic of the movement of checkers are considered, the rules are set and the
conditions of victory are described. The project uses winforms to draw the
chessboard, and the view of the checkers is loaded from the images.
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1. BBenenue

1.1 AKTyaJbHOCTb HCCJIEI0BAHUS

[ITamku ABJISAIOTCS TOBOJBHO CTApON UIPOM, KOTOPAsi pa3BUBAET JIOTMYECKOE
MBILIJICHUE U PACKPBIBACT CTPATETMYECKUM CKIIaa yMa. B naHHYHO Urpy Urparor
MWUIMOHBI JIFOJEW Ha IUIAHETE €XXEAHEBHO, HO Maj0 KTO 3aJyMbIBACTCS O €€
MIPOTPAMMHON peain3allid Ha TOM WJIM UHOM SI3bIKE ITporpaMMmupoBanus. CaMu 1o
ceOe MIAIKKA B BUAE KOMIBIOTEPHOM HIPbl peajn30BaHbl JOCTATOYHO JAaBHO, HO
HAUYMHAIOIIUM MPOTPaMMHCTaM CTOUT OOpaTUTh Ha HUX BHUMAaHHE, TaK KakK MpHU
HallMCaHUW JaHHOW WIPBI PACCMATPUBAIOTCA Pa3JIMYHBIE METOABI M JIOTHKA
OCYILIECTBJIEHUS XOJ0B, KOTOPBIE IOMOI'YT OTTOYUTH HABBIKU IIPOIPAMMHUPOBAHUS
U TIPUMEHUTH UX B OyIyIIEM.
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1.2  O0630p uccjeroBaHuii

B nayunoit padore 3. 3. CeitnameroBa u A. DO. lllabanoBa mpoBeaeH
CPABHUTEJIbHBIA aHAJIM3a UTPOBBIX JBUXKKOB, OMHCAHbl OCHOBHBIE KPUTEpUU Ha
KOTOpbIE CTOMT OOpallaTb BHHMaHHUE TIPU BHIOOPE HIPOBOTO JIBHIXKKA, Kak
OCHOBHOTO MHCTpyMeHTa Jis pa3padbotrku urp [1]. Y. JI. Hoek u Jlemuue B. A.
CBOIO CTaThIO IMOCBALIAIOT pa3pabOTKe KOMIMBIOTEPHOM Hrpbl Ha si3bike C# C
MOMOIIBI0  METOJIOB  OOBEKTHO-OPHUEHTHUPOBAHHOTO  IMPOTPAaMMHUPOBAHUS U
KkpoccrutargopmenHoit 6ubnamorekun Monogame [2]. R. Bourbia m ap. B cBoei
Hay4HOU paboTe pacckas3blBalOT 00 WUrpe, Iedb KOTOPOMl YIIyYIIEHUE HABBIKOB
cOOpKH KOMITbIOTEpA CTYICHTaMU B BHpTyajbHOU nabopatopuu [3]. PazpaboTky
urpsl «Ships» Ha sa3bike ¢ Sharp onuceiBaioT JI. B. bopucos u A. B. Bunorpanos,
TaKk K€ OHM paccMaTpHBAaIOT mpeumyinectBa aBmwkka Unity [4]. B pabore S.
Tesanovic u P. Mitrovic paccmatpuBaercst peanuzauus urpbl «llanau» B Microsoft
Visual Studio ¢ wucnonp3oBaHueM f3bIKAa MPOrPAMMHUPOBAHUA acceMOepa,
oubmmorek Kip Irvine's u MASM [5]. A. C. MapuH4yk B CBOEM HCCJIEIOBAaHUU
omuchiBaeT coznanue urpsl Flappy Bird B cpene Microsoft Visual Studio Ha si3bike
nporpammupoBanus C# [6]. B craree JI. }O. TazabexoBa m H.B. Byxunckoi
paccMaTpuBalOTCsl OCOOCHHOCTH pa3paboTKK 00ydarolie KOMIbIOTEPHOU UTPHI B
cpene Unity. JlanHas wrpa mnpeaHa3HaueHa Jis OOYYEHHUS IIKOJbHUKOB
uHpopmaTHKe B 3aHUMAaTEIbHOU popme [7].

1.3 Leanp uccienoBanusi
[lempr0 maHHOM CTaThM SBJSIETCS ONMCAHME IpoLEcca CO3MAHUS HWIPbI
[Mamku B Microsoft Visual Studio Ha si3pixe nporpammupoBanust C#.

2. MeToab! MccJIeI0BAHUSA

[Mamku - Jormyeckas HACTOJbHAs Wrpa Ui JBYX HIPOKOB,
3aKJTIOYAIONIAsCS B TEPEABMKCHUM OIMPEACIEHHBIM 00pa3oM (UIIEK-IIAIIeK 0
KJIETKaM IIAIIeYHOW JOCKA. BO BpeMs MapTUU KaKIOMY HUIPOKY IPHHAJJICKAT
IIAIIKA OJHOTO IBeTa: 4€pHOro win Oenoro. Llemb Urpbl — B3STh BCE IIANTKA
COIEPHUKA WM JIMIIMTh UX BO3MOYKHOCTH X0/1a (3arepets) [8].

Jlyist Hayana ciaemayeTr co3aarh NPoeKT U Jo0aBuTh GopMmy. [lanee mepeiitu k

€e KOAy W TMOJKIIYUTh HEOOXOIUMbIe OMOIMOTEKH M OOBSBHUTH NEPEMEHHBIC
(Puc. 1).
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neric;

currentPlayer;
utton> simpl
countEat5teps
Button prewvButton;
Button pressedButton;
isContinue =
isMoving;
[,] map = [mapSize, mapSize];

Button[,] buttons

Im whiteFigure;
blackFigure;

Pucynok 1 — O0bsiBlieHHE TIEPEMEHHBIX U MOKII0YeHUE OMOIMOTEK

Janee ciieayer HanmucaTh (QyHKIHIO, CO3aroIIyto urpoBoe noie (Puc. 2).

CreateMap()

.Width = (mapsize + 1) * cellsize;
.Height = (map5ize + 1) * cell

i < mapSize; i++)
j < mapSize; j++)

n button = ne
n.Location =
button.size =
button.Click +=
if (map[i, ] == 1)
button.Image = whiteFigure;
if (map[i, j] == 2) button.Image = blackFigure;

button.BackColor = GetPrevButtonColor(button);
button.ForeColor lor.Red;

buttons[i, j] = button;

-Controls.Add(button});

Pucynok 2 — ®yuxnus CreateMap
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Teneps HanumeMm QyHKIMIO CMEHBI UTPOKa Tocie 3aBepiieHus xonaa (Puc.
3).

SwitchPlayer()

currentPlayer = currentPlayer

PrucyHok 3 — @yHKIUSA CMEHBI UTPOKA

CrnenyrommmM 1marom OyneT HamucaHwe (yHKIIUW, OTBEYAIONIEH 3a BHIOOD

TOW WJIM WHOW IIAIIKA MPH KOTOPOM OCTajJbHBIC IMAIIKH HAYWHAIOT CBETHTHCS
cepsiM (Puc. 4).

GetPrevButtonColor(Button prevButton)

(({prevButton.lLocation.¥Y/cellSize ¥ 2) != @)

if ((prevButton.Location.X / cellSize % 2)
r
1

return Color.Gray;

h

if ({prevButton.lLocation.¥Y / cellSi
r
1

Il —

if ({prevButton.Location.X / cellSize) % 2
i

return Color.Gray;

b
-

J

return Color.White;

Pucynok 4 — ®ynkuus GetPrevButtonColor

Jlanee Hamumiem ¢ynknuto OnFigurePress, kotopas Oyaer oTBeuaTh
HETIOCPEJICTBEHHO 3a JIOTHKY TIepEABIKEHHS MIAIeK 1o urpoBomy oo (Puc. 6).
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Figurep

(prevButton |=

vButton. Bacl

ize] == currentPlayer)

cellsize,

isContinue
DeleteEaten

- . Location el
map[pressedButton. Location.Y / 5 eellsize] = map[prevBut
prevButton.Location.Y / cellSiz - - - ize] = temp
essedButton. Inage = prevBut
evButton. Inage =

ressedButton. Text
essedButton. i & . .Location
. Location

pressedButton.Enabled =

edButton;

Pucynok 6 — ®yukuus OnFigurePress

Teneps onuineM QYHKIUIO TIOKa3a BO3MOXKHBIX XOJIOB MPH BEIOOPE IHAIIKH
(Puc. 7).

isOnestep =
IsButtonHasEat

EatStep = H
.Enabled

Pucynok 7 — ®ynkius ShowPossibleSteps
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Ecnu marka gomnuia 70 NpOTUBOMOJIOKHON CTOPOHBI, TO OHA MPEBPAILIAETCS
B «IaMKy» M JIOTHKa €€ IBWXCeHHsI MeHseTcs. OmnuimeM IaHHbIE NEWCTBUS B
cienyromei pyakiuu (Puc. 8).

SwitchButtonToCheat({Button button)

if (map[button.Location.Y / cellSize, button.lLocation.X / cellSize] == 1 && button.Location.Y / cellSize

I
L

button.Text = "D";

H
if (map[button.lLocation.Y / cellSize, button.lLocation.X / cellSize] == 2 && button.Location.¥ / cellSize
{
button.Text = "D";
¥

Pucynok 8 — ®yukiusa SwitchButtonToCheat

Coro3Has mamika IIpHU KIICPCHPBIT'MBAHUN) YCPC3 BPAKCCKYIO «ChEAACT» €C

U OHa TMOKuaaeT urpoBoe mosie. OnwmimeM 3Ty Joruky B ¢yHkium DeleteEaten
(Puc. 9).

ShowDiagonal(int Icurrfigure, JeurrFigure,

= JeurrFigure + 1;

i = TeurrFigure - 1; 1 >= @; i--

1¥ (currentPlayer = a& » &5 lisContinue) break;
i1¥ (IsInsideBorders(i,

Jcurrfigure - 1;
fFor ( 1 = TeurrFigure - 1; 1

if (currentPlayer 1 &8 1sOneStep 33 !isContinue) break;
i# (IsInsideBorders(i, 1))
{
if (!DeterminePath(i, 3))
break;

j = JeurrFigure - 1;
for ( i = TeurrFigure + 1; 1

if (currentPlayer == &% neStep && isContinue) break;

if (IsInsideBorders(
{

JeurrFigure + 1;

or ( 1 = TeurrFigure + 1; 1

if (currentPlayer == 2 B& p &% !isContinue) break;
1¥ (IsInsideBorders(i, J))
{

if (!DeterminePath(i, j))

break;

Pucynok 9 — ®ynknus DeleteEaten
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Craenyromasi (yHKIUS OMKMCHIBACT JIOTUKY XOJa «IaMKH» IO JHaroHalIu.
Takke OHa MOKET «ChEeIaTh» BPAXKECKUE MIAIIKH, OCYIIECTBIASA X0 IO YIJIOM
90 rpaxycos (Puc. 10).

threal );
.Collide(}}

currentShape. Movelawn( ) ;

timerl.Interval = H
¥ currentShape. R
Collide{})

I ClearMap(];
timerl. T t {ler{update);
timerl. 5
Init{};

I .Merge();
Imvalidate();

Pucynoxk 10 — @yHKIMA JIOTUKU JBUXKEHUS «TAMKH

Jlanee omnucanbsl ABe (GYHKIUMU, OTBEYAIOIIME 3a «CHEIAAHUE)» COIO3HOU
MIAIIKON HECKOJBKUX BPAKECKUX IIamieK. EciM TakoBbIE XOJbI HUMEIOTCS, TO
ocTayibHbIe X016l O10Kupyrotcs (Puc. 11).

DeterminePath( ti, ti)

if (map[ti, tj] == @ && !isContinue)

{
buttons[ti, tj].Backfolor = Color.Yellow;
burt tons » tj].Enabled =
simpleSteps.Add(buttons[ti, tj]);

elsg
if (map[ti, tj] !'= curremtPlayer)
Button. Text =

ceduralEat(
ProceduralEat(ti,

CloseSimpleSteps(List<Button> simpleSteps)

if (simpleSteps.Count > @)

{

for ( i=8; i« simpleSteps.Count; i++)
{

simpleSteps[i].BackColor = GetPrevButtonColor(simpleSteps[i]);
simpleSteps[i].Enabled =

Pucynok 11 — @ynkuu DeterminePath u CloseSimpleSteps
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Tpu cnenyromue GyHKIMHM OMUCHIBAIOT PAMKU XOJa IIMAITKHA, YTOOBI OHA HE
MOTJIa BBIMTH 32 HTPOBOE TOJIe, aKTUBAIIMIO IIAIICK MPH CHATHUH BBIOOpA ¢ (pUTyphI
U neaktuBanuio marek (Puc. 12).

IsInsideBorders( ti,

if{ti>=map5ize Ej »= mapSize

ActivatesllButtons()

for ( i =8; 1 < mapSize; i++)
{
for j = 8; j « map5ize; j++)
{
buttons[i, j].Enabled =

DeactivatedllButtons()

for i=8; i« mapSize; i++)

{

for ( j = 8; j « mapSize; j++)
{
buttons[i, j].Enabled =

Pucynok 12 — ®yHKIIUK paMOK 1011, aKTUBAIIMU M JICAKTHUBAIIMH ITAIIEeK

C mnomompio ¢ynkiuu InitializeComponent npugagum  durypam Bua
IIAlIeK, WCIOJB3Yys 3apaHee TMPUTOTOBJICHHBIC u300paxenus. B Init
NPOMHUIMATM3UPYEM TPOEKT W 3allyCTHM €ro, co3jaBas IOJie C IaliKaMu,
pacIoyioEeHHBIMU Kak B MaccuBe Map. Taroke HanwimeMm (QyHKIHIO pecTapTa
urpsl (Puc. 13).
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Initializecompe

whiterigure =
blackFigure =

Init()

Pucynok 13 — Mnunuanuzanus npoekta U GyHKIHS pecTapTa UTPhI

3aIyCcTUM MPOEKT U IIOCMOTPHUM Ha BHEITHHM By urpsl (Puc. 14-15).

o Warkn

E B B

H B B B

Pucynox 14 — Bua roToBoii UTphl IIPU 3aMlyCKE MPOEKTa

@
@
@
@
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Pucynok 15 — Bug urpsl ipu BeIOOpe MIAIIKe

©

©)

3. BeIBOABI

Takum o6pa3om, Obi1a Hanrcana urpa [llamku B Microsoft Visual Studio va

A3bIKe TIporpaMmupoBanus C#, pacCMOTpEeHa JIOTHKA NEPEABMIKCHHS IHAIIEK,
OMMCaHbl YCIOBUSA «ChEIAHUS» BPAKECKUX (UTYp U MPEACTaBICHbI METOJbI
ITOCTPOEHUS UTPOBOTO TOJIA.
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