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BBenenue

B coBpeMEHHOM MHpE KOMIBIOTEPHBIC HIPbl 3aHUMAIOT 3HAYMTEIBHOC
MecTo B cdepe pasBieueHUN, o00pa3oBaHUS H Jaxke MPOoPECCHOHATBHON
nesTebHOCTH. OTHOW M3 KIIACCHYECKUX M IIUPOKO HM3BECTHBIX HUIP SBISIOTCS
«llaxmately, Peanmu3zarusi maxMaTHOW HWIpbl TpeOyeT KOMIUIEKCHOTO IMOAXOJA:
IPEJICTABICHUS JOCKH, MPABWI XOJOB (HUryp, IPOBEPKH IlIaxa M MaTa, a TakkKe
pa3pabOTKKU MPOCTOro, HO JIOTMYHOTO NMPOTHUBHHKA. JlaHHas paboTa MOCBSIICHA
CO3/IaHMI0 KOHCOJIFHOM BEpCHMW IaxMaT C HCIoJb3oBaHHeM s3bika C o

acceMOJIEpHOI BCTABKH JJIs1 ONTUMHU3ALUU ONIPEIeTIEHUs IBETA (DUTYPBI.

AKTYaJIbHOCTh palOTBl 3aKJIIOYAeTC B MPAKTHUYECKOM MPUMEHEHHH
METOJI0OB HUCXOJSIIEr0 MPOrpaMMUpPOBaHuUs, paboTe ¢ IByMEPHBIMU MacCHUBaMH,
peanu3anuu CI0KHOM JIOTUKH (POKUPOBKA, IPEBPAILICHUE TMEIIKH, MPOBEPKA BCEX
OpaBwi), a TakKke B JEMOHCTpallUM BO3MOXXHOCTEM  HU3KOYPOBHEBOM

OIITMMM3aIIH.

B npoekre uncnonwsizyercsa si3pik C Onaromapsi €ro MpOU3BOJUTEIBHOCTH H
BO3MOXKHOCTH  BCTaBKM  acceMOJiepHOTO  Koma. AccemOnepHas  BCTaBKa
npuMeHsiercss B QyHKIuM  1s_piece_white —  KpUTHYECKOM  YYacTKe,
OTPENICIIAIONIEM TPUHAICHKHOCTh (QUTYPHI K O€ibIM (3€IEHBIM) WM YEPHBIM
(KpacHBIM), YTO TIOBBIIIAET CKOPOCTh 00PAaOOTKM MPHU YaCTHIX BhI30BaX (IIpoBEpKa

XOJ0B, aTaKH, OLICHKU MO3UIINH ).

[Tporpamma peann3yeT MOTHOIICHHBIE IIaXMAaThl Ha JOocKe 8X8 ¢ rpadukoi B
TEKCTOBOM pexkume, mnoaaepxkkoi Unicode-cumBoIOB  Quryp, MOJACBETKOU
MOCJICTHETO XOJla U TEKYIIeW BBHIOpaHHOW KJIETKU. MITpOK copeBHyeTCs ¢ OOTOM,
KOTOPBIM BBIOMpPAET XOJ Ha OCHOBE MaTepUaIbHON OIIEHKH Mo3uluu. Bce XoJbl

3anucbiBatoTcs B aitn GAME. TXT.



1. IlocTanoBKka 3agauu

[{enmpto paboOTHI sIBISETCS pa3pabOTKa KOHCOIBHOM MaXMAaTHOW MPOTPaMMBI
Ha s3bike C C WUCHOJIB30BAaHUEM acceMOJIEPHOM BCTAaBKH, pPEaTU3YIOUICH Bce

OCHOBHBLIC IIpaBUJId IaxXMar. HCO6XOI[I/IMO 00ecreynuTh CJ'ICI[YI-OHII/Iﬁ (l)YHKHHOHaJI:

1. OToOpaxeHue maxXMaTHOM JOCKH 8%X8 c KOOpAMHATAMU M FOHUKOJHBIMU

CUMBOJIaMU QUTYD.
2. KoppekTtHble X0abl Bcex puryp:
o Jlames, cioH, dhep3b, KOPOJb, KOHb, MEIIIKA.
o HeB03MOXHOCTh X042 CKBO3b (PUTYPHI (KpOME KOHS).
o B3ssarue puryp nporuBHuUKa.
3. PoxkupoBka (KOpOTKas ¥ IJTMHHAS) C YUETOM:
o Koponb 1 n1aaps He JBUTANINCH.
o KieTku Mexay HUMH MyCTBHI.
o Kopoab He MpoXOoauT Mo/ 1IaX U HE HAXOAUTCS MO/ IIaXOM.

4. IlpeBpaimieHve mNemIKW — TPUd JOCTHIKCHUM TICIHIKOM  TOCIEIHEH
ropusoHTanu (1-#i ans u€pHbIX, 8- mjg OenbiX) OHAa AaBTOMATUYECKHU

3amMeHseTcs Ha dep3s.
5. IIpoBepka maxa, MaTa ¥ NaTa NOCJE KAKIOTO XO/a.

6. IIpoTuBHUK-00T, BHIOMpAIOMIMK XOJ] HA OCHOBE MAaTE€pPUATBLHOW OICHKU

(MakcuMH3aUs pa3HULIbI IEHHOCTH (PUTyD).
7. IloacBeTka MocJieIHEro CAeJaHHOT0 X0/a (CBETI0-royObIM (hOHOM).
8. Hoacserka BbIOpanHOi GpuUrypbl (KEATHINA DOH).

9. BbiOop uBeTa urpokom (6enbie/uépHbIC) WM CITy4alHbIN BBIOOD.



10.3anuce Bcex xo0a0B B TekcTtoBblii (aiin GAME.TXT B dopmare

axMaTHOM HOTaIuu (Harnpumep, e2e4, a s npeBpaieHus — e7e¢8Q).
11.AccembiepHasi BcTaBka JUisi (YHKIMH OINpeaeieHus IBeTa (UTypbl
(is_piece white).
12.YupaBJjieHHe C KJIaBUaTypbl: CTPEIKH I IEpEMELIeHUs Kypcopa, Enter —

BBIOOP/X01, Esc — BBIXO/I.

[Iporpamma nomxHa ObITH peanm3oBaHa Ha sibike C B cpene Microsoft
Visual Studio (murardopma x86), UCroab30BaTh KOHCOIBHBIN BBOA-BBIBOJ, WinAPI

JUISL yIPABJIEHUS KypCOPOM U LIBETOM.



2. Bb10op pelneHust

B xauectBe cpenwr paspabotku BeiOpana Microsoft Visual Studio 2022,
KOTOpasi TOJJICP)KUBAET BCTPOEHHBIM acceMOnep (cuHtakcuc MASM) wu

MIPEIOCTABIISICT MOIITHBIC CPEJICTBA OTIIAIKH.
A3bik C BbIOpaH U3-3a:
o BrICOKOI TPOU3BOAUTEILHOCTH.
o Bo3MoxHOCTH TIPSAMOTO AOCTyNA K TAMSATH U HU3KOYPOBHEBBIX OTIEPAITHIA.
o [IpocToThI MHTETpAIMN acCCEMOIEPHBIX BCTABOK.

AccemM0JiepHasi BCTaBKa npuMeHsieTcs: B pyHkuuu is_piece white(char p).
Ona nposepsier Hannuue Outa 0x20 B ASCII-xone cumBomna: y Oenbix Quryp
(3aryiaBHBIC JTATUHCKHUE OYKBBI) ATOT OUT OTCYTCTBYET, Y UEPHBIX (CTpOYHBIC) —
npucyTcTByeT. AcceMOiepHas komana testal, 0x20 BBIMOJHAETCS 3a OJUH TaKT,
YTO KPUTHYECKH BAKHO MPH THICAYAX BBI3OBOB (KaXKIbIN XOJ, Kaxkaas MpOBEpKa

aTakKu).

XpaHeHue 10CKH — AByMepHbI MaccuB board[8][8] tuna char. ®@urypsl
ob6o3nauensl OykBamu: K, Q, R, B, N, P — Genrie; k, q, 1, b, n, p — uépnsie. [lycras

KJIETKa — IIpo0e.

AJroputm 00Ta — MaTepUaNIbHBIA TepedOp C OlleHKOW mo3unmu. Jls
KaXXIO0TO JIETaTbHOTO XO0Jia BPEMEHHO BBIMOJHSACTCS XOJ[, BBIUYUCISIETCS Pa3HHUIIA
CYMMapHOW ILIEHHOCTH (uryp (cBom MHUHYC uyxkwue). BoiOuparorcs Xonpl c
MaKCHMAaJIbHOM OIIEHKOM, 3aTeM CIIy4alHbINH M3 HUX. DTO 00€CIIeYMBaeT pa3yMHOE
noBezieHUe: 00T Oep€r Qurypsl, 3amUIIaeT I[IEHHbIE, HO HE HCIOJIb3YET

MO3UIIMOHHBIE (PAKTOPHI (UTO JOMYCTUMO I KYpCOBOM pabOThI).



IIpeBpainenue nmemku peaauzoBaHo B ¢yHKIMU make move: eciu Oenas
nemka gocrturaet 0-i crpoku (ty == 0) wiu uépHas — 7-i cTpoku (ty == 7), oHa
3aMeHsAeTCsS Ha (ep3si COOTBETCTBYIOIIEro IBeTa. B jor goGammsercs cyddukc
"Q,

JlorupoBanue — B aitn GAME.TXT 3anuceiBatoTcst XoAsl B popmate e2e4,
a mpu npeBpaieHuu — e7e8Q. daiin oTkpriBaeTcs B pexkume godasienus ("at"),

4TO MMO3BOJIACT COXPAHATH UCTOPUIO HECKOJIbKHUX name“I.

Nurepdeiic — TEKCTOBBIA peXuUM C ucroib3oBaHueM ¢GyHkuuii WinAPI:
SetConsoleCursorPosition g1 mo3unnonupoBanus, SetConsoleTextAttribute mis
yIpaBiieHHs BETOM ((POH KIETKH, IBET (PUTyp: 3eNEHBIN U1l OETbIX, KPACHBIN 115

y€pHbiX). KOHMKOAHBIE cUMBOJIBI huryp BoiBOsATCS Yepe3 WriteConsoleW.

Knaeuarypa nporpamma KOHCOMNb
(cTpenku, Enter, Esc (LLlaxmaTsl) (aKpaH)
GAME b
(3anuce B N3pTHIA)

Pucynoxk 1 — Cxema maHHbIX

3. Onucanue pa3padoTKU MPOrpamMmbl

Pa3paboTka Besach METOI0M HHCXOASIIET0 MPOrPAaMMHUPOBAHMS: CHAYaJIa
ompeseneHsl riaBHbie GyHkimu (main, draw_board, bot move, is_legal move),

3aTEM MOCIACAOBATCIBbHO ACTAIN3UPOBAHBI BCIIOMOT'aTCIIbHBIC.

IIporpaMMa CTpPYKTYpHO pa3felieHa Ha CIEIyIOIIME JIOTUYECKUE OJIOKU

(Mozynn), XOTs PU3NUYECKU KOJ HAXOAUTCS B OTHOM (haiisie main.cpp:

1. MoayasBBOAa/BbIBOa —  (QyHKImugotoxy, get key, draw board,

piece to unicode.



2. MoayasurpoBoiijiorukn — init board, is pseudo valid, is legal move,

make move, is_square attacked, is_in_check, has legal moves.
3. MoayasboTa —bot move, piece value.
4. MoayJabaccem0JiepHoiionTUMHU3AIUM — 1S_piece white.
5. MopayJb BeeHus Jiora — log move, OTKpbITHE/3aKpbITHE (aiiia B main.

AcceMmOneprast BCcTaBka Bo3BpamiaeT 1 misa Oenbix ¢uryp (cumBoJibI Oe3

outa 0x20), 0 myia u€pHbix. Mcnonb3yeTcss BO BceX MPOBEPKaX MPUHAMIECKHOCTH

burypsi.

PokupoBka peanuzoBana B is_pseudo valid u make move: npoBepstoTcs
YCIIOBHsSI HEPBUPOBAHHOCTH KOPOJIS | JIAJbH, YUCTOTA TUHUH, OTCYTCTBHE IIIaxa Ha

IIyTH. HpI/I BBIIIOJIHCHHUH POKHPOBKH IICPCMCIIAIOTCA U KOPOJIb, U JIaAbA.

IIpoBepka maTa/mata — T1OCJI€  KaXIOTO  XOJa  BbI3BIBACTCS
has legal moves nns Tekymiero uera. Eciau xoloB HET, a KOpoJb MO IIaXOM —

MaT, “Ha4Je Iart.
Bot paboraer criemyromum oOpazoMm:
o Ilepebupaet Bce cBoM PUTYPHI, I KaXKIOU BCE JIETAIbHBIC XO/IBI.

o Jlma Kaxmoro xoza BPEMEHHO BBIIOJHIET €r0, BBIYMCIISET CYMMAapHYIO
MaTepUaNbHYIO OLEHKY MO3UIMU (LIEHHOCTh (DUTyp CBOEro IBETa MHUHYC

LHEHHOCTh (PUTYP MPOTUBHHUKA).
e 3anmoMHMHAET XOJbl C MAKCUMAJILHOU OIIEHKOMU.
o CyyaitHO BBIOMpAET OJIUH U3 JYUIIUX XOJIOB U BBITIOJHSET €TO0.

Xon Oota compoBoxmaeTcs 3anepxkkoit  Sleep(400) nns  ymoOGcTBa

HAOJIIOJICHUS.



3anuchb x010B — B GhyHKIuu log move B daitn GAME.TXT nomnuceiBaeTcs
ctpoka Buja e2e4. [Ipu 3amycke ¢aiia oTkpbiBaeTCs B pexxume qoo6asieHus (Mat"),

YTOOBI COXPAHSIACh UCTOPHS HECKOJIBKUX MApTUM.

4. OTi1aiKa M TECTUPOBAHUE

Otnanka mpoBoawnack B Visual Studio 2022 ¢ ucnonap30BaHUEM TOUYEK
OCTaHOBAa, MPOCMOTpPA IMEPEMEHHBIX M acceMOJIepHOrO OKHa (IUIsI TPOBEPKH

BCTaBKH).
TecTupoBanue acceM0JIePHOIl BCTABKH:
o llepenaBanucek cumBosbl 'P' (Oenas nemika), 'p' (u€pnas), '' (mycro).
« IIpoBepsnocs Bo3Bpamaemoe 3HaueHue: 1, 0, 0 COOTBETCTBEHHO.

o AcceMOnepHbIii KOA ObUT BBIMOJHEH 0€3 OIIMOOK, MPOU3BOIUTEIBLHOCTH

oKazaJach Bblle, yeM aHanorudHas ¢pyukuus Ha C (mpoBepka (p >="A' &&

p <="Z)).

TecTupoBanme npeBpamieHus MENIKNU:

o benas neuika c 7-it ropuzonTanu (y=6) Ha 8-1t0 (y=0) — mociie xoaa nemnika
3aMeHsIach Ha ep3sl.
o UeépHas neuka c 1-it ropusonTtaiu (y=1) Ha 2-r0 (y=7) — aHaJOTUYHO.

o B ¢aitn GAME.TXT 3anucsiBanocs, Hapumep, g2g1Q.

TECTI/IpOBaHI/Ie JIOTUKH XO0A0B:



Jns  kaxmoit QuUrypbl MpoOBEPSUIUCH JOMYCTUMBIE M HEIOMYCTHUMBIC
nepeMenieHus (Jiaibsi — Mo MPSMOM, CJIOH — IO JAWaroHajiv, KOHb — OyKBOM
I', memka — Ha 1 Bmepén, Ha 2 ¢ HAYAIBHOM MO3ULHH, B3SITHE IO

JMaroHam).
[TpoBepsitachk 01I0KMpPOBKA: GUTYPBI HE MOTYT ITPOXOJUTH CKBO3b JPYTHE.

[TpoBepsitach pOKHPOBKA: MPH TMEPEMEIICHUN KOPOJS Ha JIBE KIETKH K
Ja]be OHU 00a MepeMeNIaaich KOPPEKTHO; POKUPOBKA OJIIOKHUPOBAIIACH, ECIIH

KOPOJIb ITPOXOAHNJI IO IIax.

TecTupoBaHue HIaXa U MaTa:

CoznaBanivch UCKYCCTBEHHBIEC MO3UIMH (Hampumep, ¢hep3b + KOpoib MPOTHUB

KOpOJIsl) — mporpamMma (puKCupoBaia MatT ¥ 3aBepliasa MapTHIo.

[Tat mpoBepsIca MO3ULMEN KOPOJIb + MEIIKa TPOTUB OJUHOKOTO KOPOJISI IIPH

MPaBUILHOM OJOKUPOBKE.
TecTupoBanue 0ora:

BoT koppekTHO BBIOMpan XOJbl, HAIleJICHHBbIC Ha B3sATHE OoJee IEHHOMN

burypsi.

B no3uiuu, r71e HECKOJIBKO XOJ0B PABHOLICHHBI, OOT BBIOUpAJ CIydYalHBIN —

MOBEJACHUE CUUTATIOCH JOMYCTUMBIM.
TecTupoBanue ¢aiiia Jjiora:

ITocne maptun B GAME.TXT mnosiBAsIMCh 3allUCH XOJI0B B IPABUILHOM

dbopmare.
[Ipu mOBTOPHOM 3aIyCKe HOBBIE XOJIbI JOMMCHIBATIUCH B KOHEIT (haiisa.

HaiiieHHble OIMOKY U UCTIPABJICHMS:



o IlepBoHayanbHO MPHU POKUPOBKE HE OOHOBISIMCH ¢uiard w_rook h moved

— UCIpaBJIeHO JoOaBlieHHEM yCTaHOBKHU (praroB B make move.

« bot mor BI)I6paTB XOon, CTaBHIHI/Iﬁ CBOCTO KOPOJIA IIOA max — HCIIPAaBJICHO

ucrosib3oBanueM is_legal move Bmecto is_pseudo valid.

o Ilpu noBopoTe noCKM Mg YEPHBIX (MTPOK UIPAET YEPHBIMU) KOOPAUHATHI
Kypcopa U CTPEJIOK OTpa’KaJuCh 3epKaJbHO — BBeJeHa Koppekuus dx/dy B

3aBHCUMOCTH OT player color.

5. Onucanue nmporpaMmMbl

5.1 Cxema ¢pyHkuuu main

qDYHKI_[I/I}I main BBIIOJIHSIET HMHHUIIKWAJIW3allhu10, BBI3OB MCHIO, TJIaBHBIN M KJII

urpsl. Cxema npeacTaBieHa Ha PUCYHKE 2.
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G
:

3acTaeka W BuiGOp LBETa MrpoKka

i

pACTAHOBKA (IMIyp Ha [OCKe

i

OTKPLITHE (halina

Havano yukna while

!

OTPUCOBKa OOCKEW

aa HeT
xof 6oTa?

BHIGOP thuryp 1 o BoTa 00paboTka KNaBuLL

i

BhINONHEHWE X004

!

NpoOBEpKa Ha MaT/nart

HET

na

KOHEL] WIpkI?

3aKpuITe hain

!

BLIBO PE3YNLTAT MIpbl

l
e

Pucynox 2 — Cxema ¢pynxyuu main

(Hauano — YcranoBka kogupoBku — [loka3 MeH0 — MHUIIMaIu3anus 10CKu —

OTtkpeiTre daitna — Lk o6paboTku xon0B — 3akpeiTe Qaitia — Kownerr)
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5.2 Onucanue Moay e

BBuy MOHOJIIUTHOM CTPYKTYPBI, MOIYJIH BBIJIETIEHBI (DYHKIITMOHATIBLHO.

Monyanb 1: BcenomorareabHbleyHKIIUT (gotoxy, get key,

piece_to_unicode, clear_screen)

gotoxy(X,y) — yCTaHaBJIMBAET Kypcop B KoHcosu yepe3 WinAPIL.

get key() — cuuThiBaeT HaxaTus KiaBuil (cTpenku, Enter, Esc) ¢ momoipro

ReadConsolelnput.

piece_to_unicode(p) — npeobpasyer OykBy (pUTypbl B FOHUKOHBI CUMBOJI

nraxmar.
Moayas 2: Mannuaau3auus 1 orpucoBka (init_board, draw_board)

init board() — 3anonnser wmaccuB board HayadbHON pacCTaHOBKOM,

cOpachIBaeT (hiaru pOKMPOBKHU.

draw_board() — MHOJHOCTBIO TEPEPUCOBBIBAECT JOCKY C YYETOM IIBETa
UTPOKA, TIOJICBETKOM BHIOPAHHOW KJIETKH M TOCienHero xoaa. Mcmonb3yer
WriteConsoleW nis BeiBoma roHukoma u SetConsoleTextAttribute s

dboHa/Tekcra.
Moayasb 3: Jlornka xo10B ¥ PaBUJI

is_pseudo_valid — npoBepsieT, BO3MOXKEH JIM X0/ MO IIaXMaTHBIM MTPaBUIIaM

0e3 yuéTa 1maxa cOOCTBEHHOMY KOPOJIIO.

is_legal move — BeI3bIBaeT is_pseudo valid, 3aTeM BBINOJTHSAET BPEMEHHBII

XOJ Y ITPOBEPSIET, HE OCTAETCS JIU CBOM KOPOJIb MO IIAXOM.

make move — BBINOJHSAET XOA, OOHOBIseT (Jaru POKUPOBKH,

00pabaThIBAET POKUPOBKY.

is_square_attacked — ompezgensier, arakoBaHa JM KJIEeTKa QuUrypamu

3aJIaHHOT'O LIBETA (MCIOJIB3YETCs JIJIS 11axa U IPOBEPKU POKUPOBKH).
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is_in_check — Bo3Bpaiaer 1, eciu KOpoJib yKa3aHHOTO IIBETa HAXOAUTCS

10 IIaXOM.

has legal moves — nepebupaetr Bce GUrypsl 11BeTa U BCE KIETKH, TPOBEPSIS

HaJIM4He XOTsI ObI OJTHOTO JIETATLHOTO XO/a.
Monayas 4: bBor (bot_move, piece value)

piece_value — Bo3BpamaeT MaTepualbHYIO LIEHHOCTh (UTYpHI (memka=l,

KOHBb=3, CJIOH=3, Ja1aei=3, Gpep3b=9, kopoiab=100).

bot move — coOupaer Bce JerajabHble XOJbl, OLEHUBAET KaXKIbli IO
MaTepUalbHOMY OaJlaHCy, BBIOMPAET JIy4YIlUE U JENAET CIy4YailHbld U3 HHX.

Bo3sspamaer 0, eciu X0q0B HET.
Moayasb 5: Accem0OiiepHasi BctaBka (is_piece_white)

OHpCIIGJIHGT OBECT (bHprBI o €€ CUMBOJY. I/ICHOJIL?:yeTC}I BC31C, I'IC HYKHO

OTJIMYUTH O€JIbIX OT YEPHBIX.
Moayas 6: MeH1o u ynpasJjenue (show_menu, riiaBHbIN HUKJI)

show_menu — BeiBoautT ASCII-ipuBeTcTBUE, 3anpamrBaeT BoIOOp 1Beta (1
— Oenble, 2 — uépHble, 3 — chydaiiHO), ycTaHaBiauBaeT player color u

bot_color, HayanbHBIE KOOPJIMHATHI Kypcopa.
OCHOBHOM LIMKJI B main:
o Pucyer nocky.
o Ecnu xon 60oTta — BeI3bIBaeT bot move, 3aTeM MEHsSIET turn.

o Ecmu xon urpoka — oOpabaThIBaeT KJIABUIIM, TEpPEeMEIIaeT Kypcop,

BbIOUpaeT purypy, aenaer xox uepes is_legal move.
o Ilocie kaxmoro xoa MpoBepsieT MaT/mar.

Moayas 7: Jloruposanue (log_move)

13



o OrTkpbiBaeT/3akpbiBaeT (aiil B main, 3amuChIBaeT XOJbI B HOTaluu Oe€3

po0eIoB.

B3aumMogeiicTBue Moynei nmokazaHo Ha pucyHke 6 (yCJIOBHO).

6. PykoBOICTBO MOJIb30BaTEJIS
6.1 3acTaBka u BbIOOp HBeTA
[Ipu 3amycke mnporpammbl otoOpakaercss ASCII-3actaBka € TEKCTOM
"CHESS". Jlns nawana urpsl HaxxmuTe Enter. 3aTtem mnporpamMma MNpemsioKUAT

BBIOpPATH LIBET:
14



o 1 — benbie (3enéubie GUTYPHI, XOIST NEPBLIMU).
o 2 —Yépurbie (KpacHble QUTYPBI, XOAAT IEPBLIMU).

o 3 — Cny4aliHbIN LIBET.

HH  HH
HH  HH
HHHHHH

HH  HH
HH  HH

PRESS ENTER TO START

Pucynox 3 — 3acmaexa npoecpammol

CHOOSE YOUR COLOR:

- White (green pieces)
- Black (red pieces)
- Random

Your choice (1

Pucynok 4 — Menio evibopa yeema

6.2 YnpaBJienue

o Crpeaxu («71]—) — nepemelnieHue Kypcopa o J0CKe.

« Enter — BriO0op durypsl (Kypcop Ha cBoeil ¢purype), moBTopHsiii Enter — xon

Ha BBIOPAHHYIO KIIETKY.
o Esc — BbIXOJ U3 UTPBL.

6.3 Urposoe noJie

Hocka oroOpaxaercs ¢ koopauHatamu (a-h mo ropusonTanu, 1-8 mo

BepTuKanu). KineTku 4epenytoTcs CBETIO-CephIM U Y€PHBIM (OHOM. DUTYPHI:

« Benble (3enénbe) - LW E & 4 &

« Uépuble (kpacHble) - R WE 2 4 £
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Tekyias BeIOpaHHas KJIETKA MOJICBeUnBaeTCs KENThIM ¢hoHoM. [Tocneanuit

CI[CJ'IB.HHBIﬁ X0 IIoACBCUYHMBACTCA CBCTJIO-FOJIY6BIM (1)OHOM.

ast move: -
four move (green). You: green - Bot: red

Pucynox 5 — Ueposoe none 6 nauane napmuu (benvie cHu3y)

6.4 Xoa urpoka u 6ora

Xoa urpoka:
CrpenkaMu HaBeCTH Kypcop Ha CBOIO QUTypY.

Haxates Enter (purypa mnoxaceTutcs, mosiBUTCS cooOiieHue "durypa

BbIOpaHa").
[TepemecTuTh Kypcop Ha IEJIEBYIO KICTKY.

Haxatp Enter — ecniu xoj neraiieH, purypa nepeMecTuTcs, 1 X0/ MepenaeT

K OOTy.
Xona 0ora:
bot nymaet okoso 0.4 cekyH/Ibl, 3aTeM JieJlaeT X0/1 aBTOMATHYECKH.

B HmxHeit yactu skpana otoOpaxkaercs "Xoz 0oTa (3enéHble/KpacHbie)...".
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6.5 IlpeBpaieHue nemKku

Ecnu nemnika nocturaet mociaeaHed TOPU3oHTAIH (7151 OCbIX — 8-51, 1711 YEPHBIX —

1-s1), oHa aBTOMaTHUYECKH MpeBpamiaetTcs B ¢hepss. B mor xomoB qodaBsercs

cybduke Q, Hanpumep, a7a8Q.

6.6 3aBepuieHne UIPHI

I/Irpa 3aKaH4YNBacTCA, CCIIN.

e Opgna wu3 cropoH mnonydaer wmaTr (cooOmenue "Mar! ... Bol

nooeavu/mpourpanu').
o Hacrynaer nat (coobmenue "llat! ... Huubs").
o MUrpok Haxxumaet Esc (BbIX0J1 B cUCTEMY).

ITocne 3aBCPHICHUA HYIKXKHO 3aKPBITb KOHCOJIb HJIM 3allyCTHUTL IIPOIpaMMy

3aHOBO.

6.7 3anuce xon0B
Bce xoawl coxpansitorcss B ¢daiin GAME.TXT B nmanke ¢ mporpaMMoi.

dopmar 3anucu:text
=== HoBas naptus (Bs1: 6enbie, bot: uépnbie) ===
e2e4 e7e5 g1f3 b8c6b flc4 ...
=== KoHen naptuu ===
[Tpu Ka)x710M HOBOM 3aITyCKe JIaHHBIE TOMMCHIBAIOTCS B KOHEI] (haiiia.

3aKJaoueHue

B xome BeIMonmHEHWs ~ KypcoBoi  paboTel  OblIa  pa3paboTaHa
noJHO(QYHKIMOHAbHAs IlIaxMaTHasg nporpamma Ha si3bike C ¢ acceMOiepHOM
BCTaBKOM. Peasin3oBaHbl Bce KJIIOYEBBIE NMPABHIIA IIaXMAaT, BKJIIOYAsl POKHUPOBKY U

IIPEBPAILCHAE TMIECIIKM, & TaKKe HWHTEJUIEKTyaJbHbId IIPOTUBHUK HA OCHOBE

17



MaTepHaHbHOﬁ OLCHKH ITIO3HMIIHUH. HpOCKT IMMO3BOJIMJI 3aKPCIHUTh CICAYIOHIUC

HaBBIKH:
« PabGorac ABYMCPHBIMH MaCCHUBAMH U CJIOKHOM JIOTUKOM.

. OHTHMI/I?)aHI/I}I KPUTHYCCKHUX YYAaCTKOB KOJa C ITOMOIIBIO aCC€M6JI€pHI)IX

BCTaBOK.
« Paspabotka npocroro 1 metomom nepedopa ¢ OIICHKOM.

o Hcnonn3zoBanne WinAPI nis ynpaBieHuss KOHCOJIBHBIM BBIBOJOM (IIBET,

MTO3UIIMOHUPOBAHUE Kypcopa, FOHUKOI).
o ®DainoBbI BBOA-BBIBOI JJIs JIOTUPOBAHUS XOJIOB.

. PeaJ'IHBaI_[I/I}I y,Z[O6HOFO TCKCTOBOI'O HHTep(beﬁca C HOIICBGTKOP'I )51

aHUMaIueH.
OCHOBHBIE TOCTHKEHUSI:
o [IlonHas momneprkka BCeX MIaXMaTHBIX (DUTYP U UX XOJIOB.
« PokupoBka, mpoBepka maxa, Mara, maTa.
o [IlpeBpamienue nemku B dhep3st (3aJ10KeH MOTSHIIUAT I BBIOOpa (DUTYPHI).
o YMHBIN 00T (MaTepHaIbHBIN TIEpeOOpP) — 3HAYUTEITHHO CUIIbHEE CITyYaiHOTO.
« [Iloncerka mocneaHero xoaa v BEIOpaHHOU (PUTYPHI.
« BriOop 1BeTa UTPOKOM M MMOBOPOT JOCKH.
« 3amuch XOJI0B C YKa3aHHUEM IMpEBpaIecHUsI.
IlepcneKTUBBI yayqllIEHUS:

o Jo6aButh BeIOOp (hurypsl npu npespamienun (bhep3b, JTajbs, CIOH, KOHb) —

MOKa TOJBKO (ep3b.

o YnyudmuTth 00Ta 100aBICHUEM IMO3UIIMOHHOM OLIEHKH (KOHTPOJIb IIEHTPA,

0€30MacHOCTh KOPOJIA).
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o PeanuzoBaTh coxpaHeHue U 3arpy3Ky MapTHH.
o JloGaBuUTH pexuM "UTPOK MPOTUB UTPOKA".

HporpaMMa IIOJIHOCTBIO COOTBCTCTBYCT TCXHUYCCKOMY 3aJaHuIo,
ACMOHCTPHUPYCT pa6OTOCHOCO6HOCTL 1 MOXKET OBITh MCIOJIL30BaHa I U3YUCHUA

OCHOB IIaXMaTHOTO ITPOTPaMMUPOBAHUSI.
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Ipunoxenue A. JIMCTUHTTIPOrpaMMbI

Main.cpp
#define CRT_SECURE_NO_WARNINGS
#include <stdio.h>
#include <stdlib.h>
#include <time.h>
#include <windows.h>
#include <conio.h>
#include "game.h"
#include "bot.h"
#include "graphics.h"

#include "input.h"

void show_menu(void);

void show_menu(void) {

system("'cls");
printf(""\n\n"");
printf(" CCCCC HH HH EEEEE SSSS SSSS\n'");
printf(" C HH HH E S S\n"");
printf(" C HHHHHH EEEE SSSS SSSS\n");
printf(" C HH HH E S S\n");
printf(" CCCCC HH HH EEEEE SSSS SSSS\n'");
printf(""\n\n"");
printf(" PRESS ENTER TO START\n");

while (1) {
int key = getch();
if (key == 13) break;
if (key == 27) exit(0);

system("'cls");

printf(""\n\n"");

printf(" CHOOSE YOUR COLOR:\n\n");
printf(" 1 - White (green pieces)\n");
printf(" 2 - Black (red pieces)\n");
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printf(" 3 - Random\n\n");
printf(" Your choice (1/2/3): ");

int choice = 0;

while (choice !="'1' &&choice !='2' &&choice !="'3") {
choice = _getch();
if (choice == 27) exit(0);

if (choice == '1") player_color = 0;

else if (choice == '2") player_color = 1;

else player_color = rand() % 2;
bot_color =1 - player_color;

printf(" %c\n\n", choice);

if (player_color ==0) { cur x=4; cur y=6; }

else {cur x=4;cur y=1;}

printf(" Press ENTER to start game...");
while (_getch() !=13) {}

system("'cls");

turn = (player_color ==0) 20 : 1;

void log_move(int fx, int fy, int tx, int ty, int promotion) {
log_move_ext(fx, fy, tx, ty, promotion);

}

int main(void) {
SetConsoleCP(1251);
SetConsoleOutputCP(1251);
srand((unsigned)time(NULL));

show_menu();

init_board();

logfile = fopen(""GAME.TXT", "at");
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if (!ogfile) {
printf("Error: Cannot open GAME.TXT\n");

return 1;

fprintf(logfile, '"=== New game (You: %s, Bot: %s) ===\n"',
player_color == 0 ? "white" : "black",

bot_color == 0 ? "white" : "black");

while (1) {
draw_board();

if (turn == 1) {
Sleep(400);

int bot_success = bot_move();

if (!bot_success) {
gotoxy(0, 32);
HANDLE hOut = GetStdHandle(STD_OUTPUT_HANDLE);
SetConsoleTextAttribute(hOut, 12);
if (is_in_check(bot_color))
printf("'Checkmate! Bot lost. You win!\n"");
else
printf("'Stalemate! Bot has no moves. Draw.\n");
SetConsoleTextAttribute(hOut, 7);
break;
}

turn = 0;

if (has_legal moves(player_color)) {

gotoxy(0, 32);

HANDLE hOut = GetStdHandle(STD_OUTPUT_HANDLE);
SetConsoleTextAttribute(hOut, 12);

if (is_in_check(player_color))
printf("' Checkmate! You lost. Bot wins!\n");

else
printf("'Stalemate! You have no moves. Draw.\n");

SetConsoleTextAttribute(hOut, 7);
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break;
}

continue;

int key = get_key();
int dx =0, dy = 0;

switch (key) {
case KEY UP: dy=-1; break;
case KEY DOWN: dy = 1; break;
case KEY LEFT: dx =-1; break;
case KEY RIGHT: dx = 1; break;
case KEY_ENTER:
if (!piece_selected) {
char p = board|[cur_y][cur_x];
if (p !'=EMPTY &&piece belongs to current turn(p)) {
piece_selected = 1;
sel_x=cur_x;
sel_y = cur_y;
}
}

else {
char piece = board|sel y][sel x];
if (cur_x == sel_x&&cur_y ==sel_y) {
piece_selected = 0;
}
else if (is_legal move(sel x, sel y, cur_x, cur_y, piece)) {
make move(sel_x, sel y, cur_x, cur_y);
piece_selected = 0;
turn =1;
}
else {
piece_selected = 0;
}
}

continue;

case KEY ESC:
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gotoexit_game;

}

if (player_color == 1) { dy = -dy; dx = -dx; }
cur_x +=dx;
cur_y +=dy;

if (cur_x<0) cur_x=0;

if (cur_x>7) cur x=7;

if (cur_y<0) cur_y =0;

if (cur_y>7) cur_ y=7;

exit_game:

fprintf(logfile, '"'==— Game over ==\n\n"");
fclose(logfile);

gotoxy(0, 34);

printf("'Game over. Moves saved to GAME.TXT\n");

return 0;

Game.h
#ifndef GAME_H
#define GAME_H

#include <stdio.h>

#define BOARD_SIZE 8
#define EMPTY ''

extern char board[BOARD SIZE]|[BOARD_SIZE];
extern int w_king moved, b_king moved;

extern int w_rook a moved, w_rook h moved;
extern intb_rook a moved, b rook h moved;
extern int last_fx, last fy, last tx, last ty;

extern FILE* logfile;

extern int player color, bot_color;

extern int turn;

extern int cur_x, cur_y;
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extern int piece_selected, sel x, sel y;

int is_piece_white(char p);
int is_white_piece(char p);

int is_black piece(char p);

void init_board(void);

int is_pseudo_valid(int fx, int fy, int tx, int ty, char piece);
int is_legal move(int fx, int fy, int tx, int ty, char piece);
void make move(int fx, int fy, int tx, int ty);

int is_square_attacked(int x, int y, int attacker_color);
intis_in_check(int king_color);

int has legal moves(int color);

int piece_belongs to current_turn(char p);

void log_move_ext(int fX, int fy, int tx, int ty, int promotion);

#endif

Game.cpp

#define CRT SECURE NO WARNINGS
#include <stdio.h>

#include <stdlib.h>

#include <string.h>

#include <windows.h>

#include "game.h"

#include "input.h"

#define W_PAWN 'P'
#define W_ROOK 'R’
#define W_KNIGHT N
#define W_BISHOP 'B'
#define W_QUEEN 'Q'
#define W_KING 'K'
#define B PAWN 'p'
#define B ROOK 'r'
#define B_KNIGHT 'n'
#define B_ BISHOP o'
#define B QUEEN 'q'
#define B_KING 'k’

char board[BOARD_SIZE][BOARD_SIZE];

int w_king moved =0, b_king moved = 0;

int w_rook a moved =0, w rook h moved=0;
intb_rook a moved=0,b rook h moved = 0;

int last fx = -1, last_fy =-1, last_tx =-1, last_ty =-1;
FILE* logfile = NULL;

int player color =0, bot color = 1;

int turn = 0;
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intcur x =4, cur_y = 6;
int piece_selected =0, sel x =10, sel y=0;

int is_piece_white(char p) {
int result;
__asm {
mov al,p
test al, 0x20
setz al
movzxeax, al
mov  result, eax

}

return result;

}

int is_white piece(char p) {
return (p != EMPTY) &&is_piece white(p);
h

int is_black piece(char p) {
return (p != EMPTY) && lis_piece white(p);
H

int piece_belongs to_current_turn(char p) {
int current_color = (turn == 0) ?player_color :bot_color;
return current_color == 0 ?is_white piece(p) :is_black piece(p);

}

void init_board(void) {
char start[8][8] = {
{B_ROOK, B_KNIGHT, B_BISHOP, B_QUEEN, B_KING, B_BISHOP, B_ KNIGHT, B ROOK},
{B_ PAWN, B PAWN, B PAWN, B PAWN, B PAWN, B PAWN, B PAWN, B PAWN},
{EMPTY, EMPTY, EMPTY, EMPTY, EMPTY, EMPTY, EMPTY, EMPTY},
{EMPTY, EMPTY, EMPTY, EMPTY, EMPTY, EMPTY, EMPTY, EMPTY},
{EMPTY, EMPTY, EMPTY, EMPTY, EMPTY, EMPTY, EMPTY, EMPTY},
{EMPTY, EMPTY, EMPTY, EMPTY, EMPTY, EMPTY, EMPTY, EMPTY},
{W_PAWN, W PAWN, W PAWN, W PAWN, W PAWN, W PAWN, W PAWN, W PAWN},
{W_ROOK, W_KNIGHT, W_BISHOP, W_QUEEN, W_KING, W_BISHOP, W_KNIGHT,
W_ROOK}
}s
memcpy(board, start, sizeof(board));
w_king moved =b_king moved = 0;
w_rook a moved =w_rook h moved = 0;
b rook a moved=b rook h moved = 0;

}

intis_square attacked(int x, int y, int attacker color) {
for (inti = 0; i< §; i++) {
for (int j = 0; j < 8; j++) {
char p = board][i][j];
if (p == EMPTY) continue;
int piece_color =is_white piece(p) 70 : 1;
if (piece_color != attacker color) continue;

ntdx=x-j,dy=y-1i;
int adx = abs(dx), ady = abs(dy);
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switch (p) {
case W_PAWN:

if (attacker color == 0 &&dy == -1 &&adx == 1) return 1;

break;
case B PAWN:

if (attacker color == 1 &&dy == 1 &&adx == 1) return 1;

break;
case W_ROOK: case B ROOK:

if ((dx == 0 &&dy 1= 0) || (dy == 0 &&dx = 0)) {

int sx =(dx==10) 70 : (dx >0 ?1 : -1);
int sy =(dy ==0) 70 : (dy>0 ?1 : -1);
inttx =j + sx, ty =1+ sy;
while (tx I=x ||ty I=y) {
if (board[ty][tx] != EMPTY) break;
tx += sx; ty += sy;

if (tx = x && ty ==y) return 1;
i
break;
case W_KNIGHT: case B_ KNIGHT:

if ((adx == 2 &&ady == 1) || (adx == 1 &&ady == 2)) return 1;

break;
case W_BISHOP: case B_ BISHOP:
if (adx == ady&&adx !=0) {
intsx=(dx>0)?1:-1,sy=(dy>0) ?1 :-1;
inttx =j + sx, ty =1+ sy;
while (tx I=x ||ty I=y) {
if (board[ty][tx] != EMPTY) break;
tX += sx; ty += sy;
}
if (tx ==x && ty ==y) return 1;
}
break;
case W_QUEEN: case B_ QUEEN:

if (dx =0 &&dy !=0) || (dy == 0 &&dx !=0) || (adx == ady&&adx !=0)) {

intsx=(dx==0)?0:(dx>07?1:-1),
int sy =(dy ==0) 70 : (dy>0 ?1: -1);
inttx =j + sx, ty =1+ sy;
while (tx I=x || ty I=y) {
if (board[ty][tx] != EMPTY) break;
tx += sx; ty += 8y;
}
if (tx ==x && ty ==y) return 1;
}
break;
case W_KING: case B KING:

if (adx<= 1 &&ady<=1 && !(dx == 0 &&dy == 0)) return 1;

break;

}
b
b

return 0;

}

intis_in check(int king_color) {
int king x =-1, king y=-1;

char king_char =king color==0? W_KING : B KING;
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for (int i = 0; i< §8; i++) {
for (int j = 03§ < 8; j++) {
if (board[i][j] == king_char) {
king x =j;
king y=1;
break;
}
h
h
if (king_x ==-1) return 1;
return is_square_attacked(king_x, king vy, 1 - king_color);

}

int has_legal moves(int color) {
for (inty = 0; y <8&; y++) {
for (int x = 0; x < 8; x++) {
char piece = board[y][Xx];
if (piece == EMPTY) continue;
int piece_col = is_white piece(piece) ?0 : 1;
if (piece_col != color) continue;
for (int ty = 0; ty < 8; ty++) {
for (int tx = 0; tx< §8; tx++) {
if (is_legal move(x, y, tx, ty, piece))
return 1;

intis_pseudo_valid(int fx, int fy, int tx, int ty, char piece) {
int dx = tx - fx, dy =ty - fy;
int adx = abs(dx), ady = abs(dy);
char target = board[ty][tx];

if (tx< 0] tx>7 ] ty <0 | ty > 7) return 0;
if (target = EMPTY) {
int pc =is_white piece(piece) 70 : 1;
int tc = is_white piece(target) 70 : 1;
if (pc == tc) return 0;

}

switch (piece) {
case W_PAWN:
if (dy == -1 && dx == 0 && target == EMPTY) return 1;
if (fy == 6 &&dy == -2 && dx = 0 && target == EMPTY && board[5][fx] == EMPTY) return 1;
if (dy == -1 &&adx == 1 &&target = EMPTY) return 1;
return 0;
case B PAWN:
if (dy == 1 && dx == 0 && target == EMPTY) return 1;
if (fy == 1 &&dy == 2 && dx == 0 && target == EMPTY && board[2][fx] == EMPTY) return 1;
if (dy == 1 &&adx == 1 &&target != EMPTY) return 1;
return 0;
case W_ROOK: case B ROOK:
if (dx =0 &&dy !=0) || (dy == 0 &&dx !=0)) {
intsx=(dx==10)?0:(dx>0?1:-1);
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int sy =(dy ==10) 70 : (dy>0 ?1 : -1);
int x =fx + sx, y = fy + sy;
while (x I=tx ||y I=ty) {
if (board[y][x] '= EMPTY) return 0;
X +=8X; y += 8y,
H
return 1;
H
return 0;
case W_KNIGHT: case B_ KNIGHT:
return (adx == 2 &&ady == 1) || (adx == 1 &&ady == 2);
case W_BISHOP: case B_ BISHOP:
if (adx == ady&&adx !=0) {
intsx =(dx>0)?1:-1,sy=(dy>0) ?1 : -1;
int x =fx + sx, y = fy + sy;
while (x I=tx ||y I=ty) {
if (board[y][x] != EMPTY) return 0;
X +=sX; y +=sy;
H
return 1;
H
return 0;
case W_QUEEN: case B QUEEN:
if (dx =0 &&dy !=0) || (dy == 0 &&dx !=0) || (adx == ady&&adx !=0)) {
intsx=(dx==0)?0: (dx>07?1:-1);
int sy =(dy ==20) 70 : (dy>0 71 : -1);
int x = fx +sx, y = fy + sy;
while (x I=tx ||y I=ty) {
if (board[y][x] != EMPTY) return 0;
X += 8X; y +=8y;
H
return 1;
H
return 0;
case W_KING:
if (adx<=1 &&ady<=1 && !(dx = 0 &&dy == 0)) return 1;
if (!w_king moved&&dy == 0 && dx ==2 && !'w_rook h moved&&
board[7][5] == EMPTY &&board[7][6] == EMPTY &&
lis_square attacked(4, 7, 1) && !is_square_attacked(S, 7, 1) && !is_square_attacked(6, 7, 1)) return 1;
if (!w_king moved&&dy == 0 && dx == -2 && !w _rook a moved&&
board[7][3] == EMPTY &&board[7][2] == EMPTY &&board[7][1] == EMPTY &&
lis square_attacked(4, 7, 1) && !is_square attacked(3, 7, 1) && lis_square attacked(2, 7, 1)) return 1;
return 0;
case B KING:
if (adx<= 1 &&ady<=1 && !(dx == 0 &&dy == 0)) return 1;
if (!b_king moved&&dy == 0 && dx == 2 && !'b rook h moved&&
board[0][5] == EMPTY &&board[0][6] == EMPTY &&
lis square_attacked(4, 0, 0) && !is_square attacked(5, 0, 0) && lis_square attacked(6, 0, 0)) return 1;
if (!b_king moved&&dy == 0 && dx == -2 && b _rook a moved&&
board[0][3] == EMPTY &&board[0][2] == EMPTY &&board[0][1] == EMPTY &&
lis square_attacked(4, 0, 0) && !is square attacked(3, 0, 0) && !is_square attacked(2, 0, 0)) return 1;
return 0;
default: return 0;

}
}

intis_legal move(int fx, int fy, int tx, int ty, char piece) {
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}

if (lis_pseudo_valid(fx, fy, tx, ty, piece)) return 0;

char captured = board[ty][tx];
board[ty][tx] = piece;

board[fy][fx] = EMPTY;

int color =is_white piece(piece) 70 : 1;
int legal = !is_in_check(color);
board[fy][fx] = piece;

board[ty][tx] = captured;

return legal,

void log_move_ext(int fx, int fy, int tx, int ty, int promotion) {

if (logfile) return;

fprintf(logfile, "%c%d%c%d", 'a' + fx, 8 - fy, 'a' + tx, 8§ - ty);

if (promotion) fprintf(logfile, "Q");

fprintf(logfile, " ");
fflush(logfile);

}

void make move(int fx, int fy, int tx, int ty) {

char piece = board[fy][fx];
int promotion = 0;

if (piece == W_KING) w_king moved = 1;
if (piece == B_KING) b_king moved = 1;
if (piece == W_ROOK) {
if (fx == 0 &&fy ==7) w_rook a moved = 1;
if (fx =7 &&fy ==7) w_rook h moved = 1;
}
if (piece == B_ROOK) {
if (fx == 0 &&fy ==0) b_rook a moved = 1;
if (fx ==7 &&fy =0) b_rook h moved = 1;
}

if (piece == W_KING &&abs(tx - fx) == 2) {
board[fy][fx] = EMPTY;
board[ty][tx] = piece;
if (tx == 6) { board[7][5] = W_ROOK; board[7][7] = EMPTY; }
else { board[7][3] = W_ROOK; board[7][0] = EMPTY; }
§
else if (piece == B_KING &&abs(tx - fx) == 2) {
board[fy][fx] = EMPTY;
board[ty][tx] = piece;
if (tx ==6) { board[0][5] = B_ROOK; board[0][7] = EMPTY; }
else { board[0][3] = B_ROOK; board[0][0] = EMPTY; }
§
else {
board[ty][tx] = piece;
board[fy][fx] = EMPTY;
§

if (piece == W_PAWN && ty ==0) {
board[ty][tx] = W_QUEEN;
promotion = 1;
}
else if (piece == B PAWN && ty == 7) {
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board[ty][tx] = B_ QUEEN;
promotion = 1;

}
last_fx = fx; last fy = fy; last_tx = tx; last_ty =ty;

log move_ext(fx, fy, tx, ty, promotion);

}

Bot.h

#ifndef BOT H
#define BOT _H

int bot_move(void);
int piece_value(char p);

#endif

Bot.cpp

#define CRT _SECURE NO_WARNINGS
#include <stdlib.h>

#include "game.h"

#include "bot.h"

int piece_value(char p) {
switch (p) {
case 'P": case 'p': return 1;
case 'N'": case 'n': return 3;
case 'B': case 'b": return 3;
case 'R": case 'r': return 5;
case 'Q": case 'q': return 9;
case 'K': case 'k": return 100;
default: return O;
H

§

int bot_move(void) {
int moves[200][4];
int count = 0;
int best_score = -9999;

for (inty =0; y <8&; y++) {
for (int x = 0; x < 8; x++) {
char piece = board[y][x];
int pcol = is_white _piece(piece) ?0 : 1;
if (piece == EMPTY || pcol !=bot_color) continue;

for (int ty = 0; ty < &; ty++) {
for (int tx = 0; tx< 8; tx++) {
if (lis_legal move(x, y, tx, ty, piece)) continue;

char captured = board[ty][tx];
board[ty][tx] = piece;
board[y][x] = EMPTY;

int score = 0;
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for (int i = 0; i< §; i++) {
for (int j = 05 j < 8; j++) {
char pc = board[i][j];
if (pc == EMPTY) continue;
int val = piece_value(pc);

if ((bot_color == 0 &&is_white_piece(pc)) ||
(bot_color == 1 &&is_black piece(pc)))

score += val;
else
score -= val;

board[y][x] = piece;
board[ty][tx] = captured;

if (score >best score) best_score = score;

if (count < 200) {
moves[count][0] = x;
moves[count][1] =y;
moves[count][2] = tx;
moves[count][3] = ty;
count++;

if (count == 0) return 0;

int best[200], bestn = 0;
for (int i = 0; i< count; i++) {

int x = moves[i][0], y = moves[i][1];
int tx = moves[i][2], ty = moves[i][3];
char piece = board[y][X];

char captured = board[ty][tx];

board[ty][tx] = piece;
board[y][x] = EMPTY;

int score = 0;
for (inta=0;a<8§; att) {
for (intb=0; b <8; b++) {
char pc = board[a][b];
if (pc == EMPTY) continue;
int val = piece_value(pc);
if ((bot_color == 0 &&is_white piece(pc)) ||
(bot_color == 1 &&is_black piece(pc)))

score += val;
else
score -= val;

}
}

board[y][x] = piece;
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board[ty][tx] = captured;

if (score == best_score) best[bestn++] = i;

}

int idx = best[rand() % bestn];
make move(moves[idx][0], moves[idx][1], moves[idx][2], moves[idx][3]);
return 1;

H
Graphics.h

#ifndef GRAPHICS H
#define GRAPHICS H

void draw_board(void);
wchar tpiece to unicode(char p);
void gotoxy(int x, int y);

#endif

Graphics.cpp

#define CRT SECURE NO WARNINGS
#include <stdio.h>

#include <windows.h>

#include "game.h"

#include "graphics.h"

#define CELL W 9
#define CELL_H 3

void gotoxy(int x, int y) {
COORD ¢ = { (SHORT)x, (SHORT)y };
SetConsoleCursorPosition(GetStdHandle(STD_OUTPUT HANDLE), c);

}

wchar_tpiece to_unicode(char p) {

switch (p) {

case 'K": return L'\u2654";
case 'Q": return L"\u2655";
case 'R": return L'\u2656';
case 'B': return L"\u2657";
case 'N': return L"\u2658";
case 'P': return L"\u2659';
case 'k'": return L"\u265A";
case 'q': return L"u265B';
case 'r": return L"\u265C";
case 'b": return L"\u265D";
case 'n'": return L"\u265E';
case 'p': return L"\u265F";
default: return L' ';

}
}

void draw_board(void) {
HANDLE hOut = GetStdHandle(STD_OUTPUT _HANDLE);

gotoxy(0, 0);
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SetConsoleTextAttribute(hOut, 7);

wprintf(L" ");
for (int j = 0; j < 8; j++) {

int col = (player_color==0)?j:7 -j;
wchar t letter =L'a' + col;

int pad = (CELL W -1)/2;

for (int k = 0; k < pad; k++) putchar(' ");
putchar(letter);

for (int k = 0; k < CELL_W - 1 - pad; k++) putchar('");

}
putchar("\n");

for (int row = 0; row < 8; row++) {
int i = (player_color == 0) ?row : 7 - row;
for (int sub = 0; sub < CELL_H; sub++) {
SetConsoleTextAttribute(hOut, 7);
if (sub == 1) printf(" %d ", 8 - 1);
else printf(" ");

for (int col = 0; col < 8; col++) {
int j = (player_color ==0) ?col : 7 - col;
char ¢ = board[i][j];
int is_cursor = (i == cur_y&& j == cur_Xx);

intbg=((1+]j)%2==0)?7:0;

if (!is_cursor&&last fx !=-1) {
if (1==last_fy&& j==last fx) || (i==last_ty&& j ==1last_tx))
bg=11;
}

if (is_cursor) bg = 14;

int fg;

if (c=="") fg=Dbg;

else if (¢ >="A' && c <="Z") fg = 10;
else fg=12;

wchar tcell CELL W + 1];
wchar t symbol = piece to unicode(c);

if (is_cursor) {
if (sub==0 || sub == 2) {
cell[0] = L'}
for (intk=1; k <CELL W -1; k++) cell[k] =L'";
cel[CELL_W - 1]=L1"";
H
else {
cell[0] =L cell[1]=L""; cell[2] =L'";
cell[3]=(c=="")?L"": symbol;
cell[4]=L'"; cell[S]=L""; cell[6]=L'";
cell[7]=L""; cell[8] = L'
H
h

else {
if(c=""{
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for (int k =0; k < CELL W, k++) cell[k] =L"";
H
else {
for (int k = 0; k < CELL_W; k++) cell[k] =L"";
if (sub == 1) cell[4] = symbol;
H

}
cell[CELL_W] = L"0';

SetConsoleTextAttribute(hOut, (bg<< 4) | fg);
WriteConsoleW(hOut, cell, CELL. W, NULL, NULL);

}

SetConsoleTextAttribute(hOut, 7);
if (sub == 1) printf(" %d", 8 - 1);
printf("\n");
}
h

SetConsoleTextAttribute(hOut, 7);
wprintf(L"  ");
for (intj = 0; ] < 8; j++) {
int col = (player _color==0)7?j:7 -j;
wchar t letter = L'a' + col;
int pad = (CELL W -1)/2;
for (int k = 0; k < pad; k++) putchar('');
putchar(letter);
for (int k = 0; k <CELL_W - 1 - pad; k++) putchar("");
h
putchar("\n');

if (last_fx !=-1)

printf("Last move: %c%d%c%d\n", 'a' + last_fx, 8 - last fy, 'a' + last tx, 8 - last_ty);
else

printf("Last move: -\n");

if (piece_selected)

printf("Piece selected (%c%c). Choose target.\n", 'a' + sel_x, '8' - sel y);
else if (turn == 0)

printf("Your move (%s). You: %s - Bot: %s\n",

player color ==0 ? "green" : "red",

player color ==0 ? "green" : "red",

bot _color ==0 ? "green" : "red");
else

printf("Bot move (%s)...\n", bot_color == 0 ? "green" : "red");

}

Input.h

#ifndef INPUT _H
#define INPUT _H

#define KEY UP 1
#define KEY DOWN 2
#define KEY LEFT 3
#define KEY RIGHT 4
#define KEY ENTER 5
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#define KEY ESC 6
int get key(void);
#endif

Input.cpp

#include <windows.h>
#include "input.h"

int get key(void) {
HANDLE h = GetStdHandle(STD_INPUT_HANDLE);
INPUT_RECORD ir;
DWORD read;

while (1) {
ReadConsolelnput(h, &ir, 1, &read);
if (ir.EventType == KEY EVENT &&ir.Event.KeyEvent.bKeyDown) {

WORD vk = ir.Event.KeyEvent.wVirtualKeyCode;
switch (vk) {
case 0x26: return KEY UP;
case 0x28: return KEY DOWN;
case 0x25: return KEY LEFT;
case 0x27: return KEY RIGHT;
case 0x0D: return KEY ENTER;
case 0x1B: return KEY ESC;

default: return 0;

}
}
}
b
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