[TOPIBHAHHA IMINTEPATUBHUX, ®YHKLWOHRHAJIBHNX
TA JIOIN4YHUX MOB T1TPOI'PAMYBAHHA INPU

PEAJ'II3ALI,I'I' | PWY LLUALLKW
[Tpe3eHTaLuia 0o KypcoBoOl poboTr

XomeHko Makcum Onekcangposuy, I113-3
[‘opbopykoB Bsyecnas Bikroposuy



MeTa gocnimkeHHS

[ lOpIBHATK TP MOBU NporpamMyBaHH4, O HanexaTb 40 PI3HUX
napagurm - iMnepaTmBHOI, PYHKUIOHANbHOI Ta JIOrN4YHOI - LWNAXOM
peani3auil rpy B LWALLKK, MOPIBHATU IXHI NepeBarn Ta Hegonik1 B
KOHTEKCTI MeBHUX 3aBOaHb.
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IMNepaTnBHa napagurma
TeopeTnyHa ocHoOBa

HawncTapiwa napagurma
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[leknapatBHa napagurma
TeopeTnyHa ocHoBa

Bkasye, Wwo 3pobuntun
[leknapaTtMBHUMU €
o QyHKUIOHaANbHA

* JloriyHa
PyHKLIOHaNbHa

e OCHOBHa cuna - He3MIHHICTb
(iImmutability)

JloriuHa

 OCHOBHa cuna - norika Ha 6a3si npaBuI
(rule-based logic)
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Pure
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Functional
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baratonapagurmanbHi MOBW
TeopeTnyHa ocHoBa

e MoBu, SiKi NiATPUMYIOTb KiflbKa

napagurm

o OO'eaHYOTb KOHUEMLLI 3 HUX,
LLI0O MaKCMMI3yBaTK
OYHKLIOHANbHICTb

console.log(arr2);

e baratonapagurmanbHa MOBaA - console.log(arr2);
CBOEPIAHUN "MyNbTUTYN"




Peani3auia Irop B LUALLKY



Peanisauisi rpu B WWaLLKM Ha 6a3i iMnepaTuBHOI Napaaurmm
MoBa nporpamyBaHHA C#)
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Peanizauia rpy B LWaLLKX Ha 6a3i oyHKLIOHArNbHOI napagurmm
(MoBa nporpamyBaHHa Haskell)

app\Main.hs

3anycKac nporpamy
le Main

rt Gameplay

:: 10 ()

playGame

app\Gameplay.hs

(Daiin BIANOBIAAE 33 ITPOBMIA NPOLEC, NEPEMILLEHHRA
IIALLIKAMM | T.A.

Kop: cTBOptoe iIrpoBy AOLWIKY, IHILIANISYe CTaH rpM

- Y

playGame :: I0 ()
playGame = dc
images <- loadImages
let initState = Game5tate createInitialBoard

= = ) = S N
B (=0 [} i

i 5 E'd i B L0y e LT A

pl

(Inkindow "Checkers" (windowWidth,
windowHeight) (16, 168))

white

368

initState

(drawGameState images)

handleEvent

update

app\Userinterface.hs

(Daiin BiANOBIAAE 33 rpadiuHi enemMeHTH rpu

Kop: 3aBaHTaxye BCl NOTpibHI 300paxeHHn

loadImages
loadImages =
whiteImg <- loadBMP "images/whiteChecker.bmp”
blackImg <- loadBMP "images/blackChecker.bmp™
crownedWhiteImg <- loadBMP
"images/crownedwhiteChecker. bmp™
crownedBlackImg <- loadBMP
"images/crownedblackChecker.bmp”
whiteWinsImg <- loadBMP

app\Types.hs
(Daiin BIANOBIAAE 33 TUNKM & CTPYKTYPW AaHWUX

Koa: iHiWianizawia AoWKKW, 3anoBHeHHA 1T WalkKamm

createInitialBoard ::
createInitialBoard =
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app\Gamelogic.hs

Maiin BiANOEIAaE 3a Banigauito pyxie i NIATPMMKY Npasun
rpw

Kop: uepes handleEvent iiae nepesipka pyxis / Banigauis
| T.A.

dropPiece :: Point -» M

S : P
Board -» Playver -»> (Boar

%
7 = —JL

dropPiece mousePos (Just
let dropPos = pixelsToBoardCoords mousePos
originalPos = originalPosition sp
curPiece = piece sp
isValid = isvalidMove brd originalPos
dropPos curPiece currPlayer
in if isValid then




Peani3auisi rpu B LWaLLKM Ha 6a3i NorivYHol napagurmm

(MoBu nporpamyBaHHsa Prolog & Java)

src\view\GamelListenerjava

interface GameListener {
nid onGameEnd(5tring winner);

JonomokHuiA Listener, AKWiA NOBLAOMAAE rpy NPO NepemMoXLA

src\view\Board.java

[padika rpw

public Board{GameModel gameModel )
this.setPreferredsize(nes
Dimension{88@, 3688));

this.gameModel = gameModel;
setFocusable(true);

nid paintComponent({Graphics g) {

U .paintComponent{g);
drawTiles{g);
r

drawCoordinates(g);

|HILPaAzauA

Bzaemopia rpadikv 3 KOHTpOAEpOM

src\Main.java

|HILIaNIZawiA rpw

void main(5tring[] args) {
Swingltilities.invokeLater(({) -» {

HameModel gameModel = nes
GameModel();
Board board = new
Board({ gameModel ) ;

12w GameController(board,
gameModel ) ;

rame Trame = NeEwW

IFrame( "Checkers");
frame.add({board) ;

|HILPaAzauA

src\controllers\GameController.java

KepyBaHHA CTAHOM rpK, B3aEMOAIA rpadiky il
Norik1

public GameController({Board board,
GameModel gameModel) {
this.board = board;

this.gameModel = gameModel;
this.boardstate =
ameModel . petCurrentBoardstate ) ;
L

this.gameModel.addListener{board);

attachListeners();

IHiLIanizaLA

Bzaemogia norikK 2 KOHTPOAEpOM

src\logic\GameModel.java

Norika rpu

ublic GameModel() {

Query consult = new Query("consult™,
new Term[] {new
Atom("src/logic/game.pl™)});

if (!consult.hasSolution(}) {

e e —

I1legalStateException(“Failed to consult
game.pl™);

}

e p etBoard = ne
i ¥ L LALF - - Y

Query("initial_board({Board, PlayerTurn)}");
Map<5tring, Term> boardSoclution =
getBoard.oneSolutiond);

- =




| lopIBHANBHUX aHani3



Peani3auis doyHKLIoOHany irop

[ lopIBHANBbHUKX aHanI3

Peanizauiqa pyxy waLllky Ha iMmnepaTuUBHIA MOBI Peani3auis pyxy waLKn Ha NorivHin (aeknapaTueHin) MOBI

move checker{Board, StartRow, StartCol, EndRow, EndCol, Piece, PlayerTurn, NewBoard, NextPlayerTurn, Winner) :
valid move(Board, S5tartRow, 5tartCol, EndRow, EndCol, Piece, PlayerTurn, CaptureRow, CaptureCol),
update board(Board, StartRow, StartCol, EndRow, EndCol, CaptureRow, CaptureCol, Piece, NewBoard),
toggle turn{PlayerTurn, NextPlayerTurn),

MoveTo(

TryCapture( check_win_condition(NewBoard, Winner).

 JloriyHa (geknapaTtmBHa) peani3auis:
C

(!IsMoveDiagonal( , "BukoHau npegukaT pyxy 3 TakKuMuy napameTpamMu U NOBEPHU

' IswWithinBounds( ; :
(! && !IsMoveForward( CTaH OOLWKN NP BUKOHAHHI.

| IsTargetTileEmpty( , . . . y
O 3anexHo Big npasun i napaMeTpiB, NOBEPHU HOBUIN CTaH rpu

UpdatePosition(Row, (KOPOHYM LLALLKY YM HE NepeMMKan Xig rpaBusd, AKLWO Xig HedincHun)."

* IMnepaTnBHa peanisauis:

UpdatePosition( : | "BuKoHau cepito nepeBipoK YMOB nepen BUKOHAHHAM PyXY.
AKwo ymoBUM He BignoBigaTb BU3HAYEHUM KPUTEPIAM, aHYIION pyX.
CheckForPromotion(); |HaKLwe, BUKOHaM pyX | OHOBU OOLLUKY."
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Po3pobka rpadivyHnUX enemMeHTIB irop

[ lopIBHANBbHUKX aHanI3

[ padpivyHe npencraBneHHa rpm Ha PyHKLIOHaNbHIN MOBI [ padpivuHe npeacraBneHHs rpy Ha moBsi Java (ao

[ pachiyHe NpeacTaBrieHHA rpu Ha iMnepaTuBHin mosi C# T . .
Pacp PeA P P Haskell rnoriyHol peanisauil Ha mosi Prolog)

¥ Mlain\Winclow — O x 37 Checkers — 0 b4 i r|i—'21|'l::h»au::hc«ars - X
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HannpocrTiwa peanisauif, agxe C# | WPF TicHo CknagHiwa peanisauis Yepe3 BUCOKY abCTpaKTHICTbL MOBU [igTpyMKa rpadivyHMX KOMMNOHEHTIB Y NTOrYHOMY
IHTerpoBaHi. IMnepaTtuBHMU NigXig Aae YiTKi QUPEKTUBU Haskell, a Takox obmexxeHHa obpaHol rpadivHol nporpamyBaHHi CyTTEBO OOMeXXeHa; BUKOPUCTaHHS
LLIOOO BUMNAAY rpw. DibnioTeku IHLLOT MOBM CTano HeobXigHUM 115 PO3POOKM
IHTepdency
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| lATPMMYBaHICTb NPOrpamMHoOro koay

[ lopIBHANBbHUKX aHanI3

Peanisayisi KoopanHaT irpoBol AOLUKU Ha IMNepaTMBHIA MOBI
(300pakeHHs1 MICTUTBL peanisaLlito KoopauHaTiB nuuie o psaakie)

______

PopulateCoordinates() Peani3auisi KoopgmHarT irpoBoi AOLWWKM Ha YHKLIOHaNbHIN (OekrnapaTUBHIN) MOBI
(300pakeHHs1 MICTUTBL peanisauito KoopauHaTiB i 40 PAOKIB, | 4O CTOBMYUKIB)

rowNum = 8;
colNum = 8;
draw . . Picture
Style darkTileStyle = (S5tyle) .FindResource("DarkTileStyle"); drawCoordinates = pictures $ rowCoords ++ colCoords
Style lightTileStyle = (Style) .FindResource("LightTileStyle"); where
coordscale = 8.1
xOffset = -5.8
( i =1; i <= rowNum; i++) yoffset = -5.@
i halfBoard = 4 * tileSize
| TextBlock rowCoordinate = )
{ rowCoords = [ translate (-halfBoard - xOffset [/ 2) (fromIntegral y * tileSize - halfBoard + tileSize / 2) %
' = i.ToString(), scale coordScale coordScale §
= HorizontalAlignment. ; color (contrastColor (@, 7 - y)) %

| = VerticalAlignment. text (show (1 + y))

| & |y <- [@..7] ]

SolidColorBrush tileBackground = ((i % 2 != @) ? colCoords = [ translate (fromIntegral x * tileSize - halfBoard + tileSize / 2) (-halfBoard - yOffset / 2) %
(SolidColorBrush)darkTileStyle. .HType<Setter>().First(). : scale coordScale coordScale $
(SolidColorBrush)lightTileStyle. .fType<Setter=().First(). ); color (contrastColor (x, 7)) %

rowCoordinate. = SolidColorBrush{{tileBackground. == ) ? text [colChar]

; | (colChar, x) <- zip ['A"..'H'] [@8..7] ]
);
rowCoordinate. = FontWeights. ; - rastColor :: (Int, Int) -» Graphics.Gloss.Color
rowCoordinate. = 16; contrastColor (¥, y) = if even {(x + y) then darkTileColor else lightTileColor

Grid.SetRow(rowCoordinate, rowNum - i);
Grid.SetColumn(rowCoordinate, 8);
.Add(rowCoordinate);

MMepaTUBHO NOACHIOE, AK MaltoBaTu KoopanHaTU PAOKIB [leknapye, Wo Take KoopaAnHaTKN pAaKIB | CTOBNYMUKIB

[‘pomi3aka, baraTto WwabnoHHOro Koay JTakoHivHa, BinbLl abcTpakTHa



BNCHOBKU




BCHOBKWU

[TopiBHANbHA TAabNULUS

OuiHKa napagurm Oanga peanisawil OKpeMUX CKNagoBUX MU B LLALLKA

[Tapagurma

KoMMNNeKCHICTb
peanisaduil
doyHKUIOHany rpu

CknagHicTb po3pobKu
rpadivyHoro iHTepdgeuncy

[TliaTpUMyBaHICTb
Ko4y, NpocToTa
BIONaaKu

[loTeHuian go
PO3LLUMNPEHHS
doyHKUIOHany

[1pOOYKTUBHICTb
rpu

IMnNepaTuBHa

DyHKLUIOHanbHa

JlorivyHa

3ernenHunn Konip BKasye, L0 NapagurMma rapHoO nopaeTcs 3 3aBAaHHAM; )KOBTUI BKa3ye, O BOHA aeKBaTHO NMOPAETLCH;
4YepBOHWUI BKa3ye, L0 Napagurma He peKkoMeHJyETbCA.
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BUCHOBKU
Aka napagurma Havkpatla®?

e BapTo po3ymiTK, dKka napagurMma npawre Hankpalle 3 NneBHUM 3aBOaHHAM
e 3aranom — yci napagurMmm MaroTb CBOE NPU3HAYEHHS
e [1na uyiel 3agavi HavKkpalla iMmnepaTuBHa napagurma
e YIBHe KepyBaHHA cTaHaMM rpadivyHol Ta NOrivYHOI CKNagoBMX CpPOCTUNO
npoLec po3podKn
e [ pOMI3OKICTb KOOAY HE BMABUIMACb BENMUKUM MIHYCOM



U € nutaHHa”?
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