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The Study of Generic History Authoring Systems

for Chess-Like Games

Student: Chia-Chi Chen Advisor: I-Chen Wu

Department of Computer Science and Information Engineering

National Chiao Tung University

ABSTRACT

History authoring systems are- always ‘good helpers to chess-game
players. There are many history authoring systems for different chess
games currently and have many:similar functions and properties. If we
can develop a generic history authoring system for chess-like games, then
we can develop a history authoring system for each game efficiently.

This thesis studies current history authoring systems. According to
the general game model, POT, and the general data format, GAML which
are both proposed by our lab, we develop a generic history authoring
system for chess-like games. We demonstrate how to develop a history
authoring system for each game with exact examples at the end.
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T dnel) 2 oo

2.3.1 & Fai s

RS FO S R R LT B %’i‘aﬁﬂfﬁ R
o LSRR B e S - B AR o e W TR I1IE N e

4 [4]59 GOA # 3% ~ Renlib[8]:7 LIB # 5% ~ % #;% 4% % [10] < XQF
LYY TR

SEF Rk e

BT 2V Aot /T;L,E,J»J 5oL
e A o e e fﬂgg%@a@y, T D SRR A i A
k- BHFRE 4

¥ i e Jifgﬁ'# ;%-TLL”}? & Mo is L 4E 4 A
B R o
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$rr e ¥ @ %&%ﬁﬁﬁ%i%ﬁ&ﬁﬁﬁﬁﬁﬁﬂﬂ%
S gt ﬁgﬁﬂ:“iﬁgﬁééﬁ b % ,«54 BE - R kel

poave % ‘fiﬂ—m‘fﬂﬂ‘fnﬁiﬁumx&'}\#@]ﬂ’:‘IL}'Z‘J’):‘E'-Q"? t? Upﬁ
SAETE T SR Sl kB e TRt 0 G AL A ol (2

SV AR Eial LR LLE P R P YR

|~

£
B
g

A

2.3.2 i % N

|

P gt bR G e A 5 SGF[12]- ¥ 4
Ky BEL AR B A XML[4] 5 5 # e GAMLI3]E
BT kAR E 0 EA P KR B REA M N

E R fas g

J

N~

2.3.2.1 SGF

SGF[12]%_Smart Game Format méfﬁ“é, A - fAB e F s kS
gy A RSN S A s S ATRIE 1 O SRR L
Backgammon ~ Lines of Action ~ Hex ~ Amazons ~ Octi §= Gess & - H
PR s SGF TG ARt AR 0 Tt 7 0 Bl R
B3Ry L% SGF f25¢ -

SGF #4% ¥ » &5 - &gk (Node) # i ag “;7"FiB4 F
e EUARTL SRFaRlE-- BEZY Tie 2- B85 BRH
1 (Property)» # - B/E et 5 B E[BIEE] o blde

B[ki]C[Black move] ;W[Jk]

o0& B &gk — 4 ;B[ki]C[Black move] ~ ¥ - B E_ ;W[jK] - %
- B&e? & 55 B Bk ¢ C[Black move] » 4~ %47 [+ -
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233 (ki) g & Ffz: Blackmove, > ¥ - B & 2-° e W[jK]
plds TT-9 33 (j,k) % o

SGF ¥ % 3 1 s I 7 fy it i foipfaenpiia oo 4 2T
Fo e AL R E SR T R P L L E
st o

% SGF ¢ » o8 () k&7 A 4 > ¥ ik BB Preorder (8 &

%ﬂ’%*%giﬁm~ﬁFW%£ - B kT R 2-12 & 7

Bl 2-12 Rk i s e o) - 1

Rl4e2 et g L dirs C 5 g e Subtree 2 f iyt E S p

e Subtree » d 3~ C ¥ E JF’K{B T — 95 F] M A B Subtree *‘};‘Kg Vi

PRSI E A o T % 2B 6T 5 SGF Hh %

(;FE[4

Blaa
(;B[cc
(;B[ee

C[A];W([bb]C[B]
C[Cl;w([dd]C[D])
C

]
]
]
ICIE] GWIELEICIF]) (;W[lgglC[G]))

¥ebo pwm oA 3 XML[14]3% » 9 XGF ( XML Game Format) & %
FED PR A fRIER 2 NG R RS
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2.3.2.2 GAML

GAML[3]E_4 # % % 1345 & + 3| 25804558 POT[2]#73% 3+ sh XML
HieE s o v 1% POT #5507 » it Bk i ok & ke i St
;Mwhwwi SAEER e Aok 0 2 S Bl B Y SR
gk (T Rissrptk iy 1 i AE

Yol 2-13 R ¥ K HK 0% A e i 0 2 3 R GAML sk
$ o fjedk? o AP F 1F 3] GAML ) * <PIECE>jedi# — i fid
B S RS e B R e s SR Ak

<INIT>
<BOARD>
<PIECE ID="7" POS="B7"/>
<PIECE ID="14" POS="D1"/>
<PIECE ID="7" POS="D8"/>
<PIECE ID="4" POS="EQ"/>
<PIECE ID="3" POS="E2"/>
<PIECE ID="7" POS="E7"/>
<PIECE ID="8" POS="E9"/>
<PIECE ID="1" POS="F0"/>
<PIECE ID="14" POS="F2"/>
<PIECE ID="7" POS="F8"/>
<PIECE ID="11" POS="G9"/>
<PIECE ID="13" POS="H7"/>
<PIECE ID="11" POS="H9"/>
<PIECE ID="14" POS="I6"/>
</BOARD>
</INIT>

B 2-13 ~ #5 R it i 5 0

BTk U isgk I rEFFE P 2 B 17 (Operation) e 5% ke g%
BP s T i Ae o 0 BlA T o xm PRV 1S 0 B R RS
ARSI (4oB 2-14)
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L& [8)

Bl 2-14 ~ 25kt & 17 4

#ﬂ &l
Al & GAML ¥ e i
~aAMRRES,,
<PLY>
<MOVE CMD="MOVE" ID="13" SRC="H7" DES="F7"/>
</PLY>
& GAML ¥ » § 1M<PLY>i% 5 Operation iz4&eH = - <PLY>"?
¢ 7 IRPIie- P RS B it T B
<PLY>
<MOVE CMD="REMOVE" ID="5" SRC="H0">
<MOVE CMD="MOVE" ID="13" SRC="H7" DES="H0"/>
<COMMENT> ‘=% v 2 5§ </COMMENT>
</PLY>

TEgebr f > o et

Vbt GAML ¥ 0§ 3 RS 24 LA Y] o A L et
ﬁg,u<BRANCH>1‘F’—w§é’T'—’—5’_L B 5 v g chb ko £ g
3 B2 T o 4ot B 2-15 S 6 -



B 2-15 ~ bt S f R 8 o - 2

Bl BECRIZAGDT-E > EBiig#HC->D 54

£ o GAML m"<BRANCH>z . C¥2 D m # &7 & £

FIR

¥

<PLY>

<MOVE CMD="PLACE" ID="0" DES=“A0"/>

<COMMENT> A </COMMENT>
</PLY>

<BRANCH>
<PLY>

<MOVE CMD=""PLACE' 1D=""1" DES=*C0"/>

<COMMENT> C </COMMENT>
</PLY>

<PLY>

<MOVE CMD="'PLACE'" 1D=*“0"" DES=*“DO0'/>
<COMMENT> D </COMMENT>
</PLY>
</BRANCH>
<PLY>

<MOVE CMD="PLACE" ID=“1" DES=“BO"/>

<COMMENT> B </COMMENT>
</PLY>

¥eb o & GAML ¢ & 45 e Srikie 0 2 25N Ap B R I anfR A o
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2.3.23 FEv i

SRR B 4 AT
EANANCIN

KBRS S > NP RS AR - B H R

BY f# SGF[12]& GAML[3]iz A f&7 F ciafe 5% > 3R L 49

GAML

SGF

A g T g AT

“r3 POT Games

5 4G

H=F oo - B ERAT e | - i@ B e Node #rie =
XML tree R S

GHRE > 2 HH R R O s AL SR 3
PR EAE [EE A

B2 A & TR AFET 7 | B LHENE  E&ER
PARRG HHEE- P (R RE)

R 3

%

2-1

s GAML 2-SGF et #1 £

BISEAP L6 SGE L GAML &7 A3 tht 3¢ > KR

2-12 sk H3F -

it % SGF #& 7\ ez 4o

(;FF[4]

Blaa]
(;Blcc]
(;Blee]

C[A];
C[Cl;
CIE] W

W[bb]C[B]
W[dd]C[D

1)

[££]C[F]) (;W[gg]CI[G
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# % GAML & 78 e 2 4F & 4o

<GAML>
<PLY> <MOVE CMD="PLACE" ID="0" DES="AQ"/>
<COMMENT> A </COMMENT>
</PLY>
<PLY> <MOVE CMD="PLACE" ID=“1" DES=“B1"/>
<COMMENT> B </COMMENT>
</PLY>
<BRANCH>
<PLY> <MOVE CMD="PLACE" ID="Q0" DES=“E4"/>
<COMMENT> E </COMMENT>
</PLY>
<BRANCH>
<PLY> <MOVE CMD="PLACE" ID="0" DES=“Go6"/>
<COMMENT> G </COMMENT>
</PLY>
</BRANCH>
<PLY> <MOVE CMD="PLACE" ID="0" DES=“F5"/>
<COMMENT> F </COMMENT>
</PLY>
</BRANCH>
<PLY> <MOVE CMD="PLACE" ID="Q0" DES=“C2"/>
<COMMENT> C </COMMENT>
</PLY>
<PLY> <MOVE CMD="PLACE" ID=“1" DES=“D3"/>
<COMMENT> D </COMMENT>
</PLY>
</GAML>
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b= % W* iR kR

IR N S I AP LT SR == O - B2 S s o e
LA 3.1 ﬁf”mkji#ﬁ’ﬁﬁﬁw%wagnkﬁﬁ
SRR 0 BT R A 32 it A Al AP et 2]k Aend

L Y LA R Rl R SULIC R

WG P RE BT Ll

BT iR 5 LB S T 5 B2 4 & J2SE[15]2 b (4e )
3-1) HE R HIE L AP P RAPI kL BISER Y o m
& A g er il g el SIS S A JRA S BB A e T 5k
A S SR & Lo SRV TR AR T SR AP M e R TR 1
( 7 Game-specific 384 ) F MEEIM A chph F o AT - P UG
Bz o

Chinese Game-Specific
Go Gobang Chess Other games modules
: : ‘Generic Authoring
Generic Authoring Framework

System modules

Java J2SE

Bl 3-1~ ¥R eirg K 2%

@ Rk BT S BB e R 3-2
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— |Reader | —— |Bulder
—Il.. \\\‘
GAMIL
— T~ Authoring
SGF
History Files External History Internal History

Eepresentation Eepresentation
B 3-2~:i * HF iR LB F T Lok ‘m}ﬁ‘i’}?‘@

LR P A %k 5 F Reader 3 ~ X 3% & GAML[3]% 0
DOM[16] Tree » z_ {s £ 1% :% Builder 5+ # ¥ i DOM Tree mF\ 21
Wo 59 R BEH TP NSRBI 0 B (0 B 2 iR o NIRRT E
¢ f%?*%?u*’: 3‘31&_’“?‘%}3‘-71’@ Rorgec 2 g i o ﬁ;,] VEE s R iE iR
Filter #-7 & & 8 & 3 & nf /ﬁgf B (s 1% 18 Writer #4838 74
% 3n km’]‘é:{\ﬁﬂ Ao 1T i*ﬁ”" BRML B men ) 5 0

3.1.1 Reader 4= Writer

Bk 3P o Reader f ALk g B A 47 0 2 IR RSN e
Wik * 72 e Reader kg2 o k3P W & 32 GAML ¥ SGF[12]:z
3 fate i e Reader > pfédrd LHEE L AHEHRN TE P THK
Reader #g %] (4 3-3) -

Reader
GAML_Reader SGF_Reader Other_Reader

B 3-3 ~ Reader
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3 e cnfh 2 e Ak % G546 Reader 215 4% 4 4 S 4R

GAML 7 1 57 DOM Tree» % i fi-2_ & 7 3% % 44 i (External History
Representation ) -

¥ Reader # it 4p ¥ & <7 Writer § § #-DOM Treeﬁi%l N 5 dpTn
R E Pw i35 GAML £ SGF A f 4 en
Writer> fe tds > p 640 F L8 H & AR > 7 £ p (7 %K Writer
pw] (4r@ 3-4)-

WWiriter
GAML_\Writer SGF_Mriter Cther_\Writer

B]+3-4 ~ Wiriter

£

Yo b — Tt o bt g L it 5 GAML 5 DOM Tree - =
}_‘}"‘J’fkﬁ%&}%"&rmﬁl\fg‘% p 2': o — AL —r-" ’ éf—jz’_%%‘ f?g % H ; f
PR T MR T LA R R P L
GRS R R - A N S ;—‘aztiﬁ%/ﬁ%“ R R L L-pi<p Al B

1‘?  FIP AP ERFET - ] & g Fs_ﬁ 9 Builder #% 4] #-7 42

CUEIE o B BT i) S R BATISE Y vy 3 2R 5 b4oH] 35 ¢ 5
- e - S
= |
A (%)
|

0o
@ %

B35~ g4td Tae s 7 LF
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T RIS N
‘FB mp\ R SPOT *3_'\ P £
:sJ FHE BB F - d g

-

I R
T 0L AR %‘rmﬁ’r,};r
P PRAN IR 5 A AT

>z Y

2 L PRB T (v R »g_fw" -

3.1.3 Builder 4= Filter

ho b eyt o A & Builder &2 Filter s 4] & i@ 3 jo b
MR drenid B ODiEAE Builder #4Y B A e s £37E 2w K
i Filter #-7 3 & te&r b fli¥ ¥ v g o ARG T ok b
TG PR AT GEAGA T N T AR 2 B ek
AP IRF AT & R4 > F| o Builder {e Filter e 42 < d 2 B
éfkgf—yﬁmopﬁ&g%“*“ﬁé\mﬁl?"s \’FF x v

» 2

g ] o



T 5 IR T 0 A - % GAML % 7 DOM
Tree » g2 5 T334 i (Internal history representation) | -
PARF A A RE A L 2 Fend B o i A Builder € #7 =

R EAF I o

1:«11;3,:4 P - ko ﬂt“%ééﬁé‘ D - S A S A< 38 & A
o B FHEREEED G TR e AP E A kR
TERL TP o

Ej??ﬁ GO (B0 BT KRG lend kst g e A
%.Jz\r:& BIRASR LT s F A it (Core Module) £
% A % #ie (GUI Module )s e 3 A ic e f 3% 7 et
T RPN SRR 2 ) IR e s RN SR 5 i
TR K~ in kT da %@‘#BE@%’M\(’

BRRPOTH R R R Y FBER T 6 e
BT RBERY F A5 W 4z%;ﬁ”~+im¢ﬁ»,g
‘i*ﬁéﬁg %’“-ﬁmﬁm l.@!i;%’—lq’?& l’

g e KA G e L AT LD

._']-
¥ ?‘7}"1‘35:‘?_—"5’ e "’F'f fimfice s p E e o

;.:P

3.2.1 ¥ T e Core Module

Poo o fcked & & = g W o Editor ~ History ~ Element -
Board ~ Reader §= Writer - H ¢ Reader §= Writer # &>+ - & %k 4%

:‘5\%
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¢ o Reader {o Writer » 4 & § 3% e »~ &2 ﬁ‘*] o 14 ;I}Uﬂ bk
2] ARSI R A

€ Editor :
é‘%iéﬂl—frlﬁ‘#wﬁf1‘3—‘9°”Tp1§?‘§1§ﬁ1 o Bt
F e s (el TP B 7 A )’?Kgﬁzﬁ EdItOI" A

PR TR B i dE o

€ History :
fF AT B e TR E P A4 B o TR A
i e #1 G il f o WA d History ks e ¥k ;L_History
¢ BB R T el 8 0 I TR G eh{ AT TR
SEESW I

€ Element :
Element #f %] % /&> GAML # &0 § - % -  Element X% &%
‘?‘%ﬁ‘%ﬁaﬁwazm+%ﬁ’k%4u%%@%ﬁ@
Element 2 < Element History %] p Lr;cfgrm;j;u{u A
Element 4 i 512 = 0 % chfiit B4 0 i@ ¥ & $h P e bt
LB Ty A i 7

€ Board :
FRASEY &9 A R > 2 R | Fiesp B ok
fiog ¥ F LTS EF T - A~ 8- H B Board
SRR FERES R T L (v iR el R

PSR -

12T §_f§ ¥ ¢ Class Diagram #up 47w Foplfre @ & g w2 fF en

o8

B 7
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Core Maodule

Editar

L NN

Histary Board Reader Wiriter

Element

i8] 3-7 ~ Core Module Class Diagram
322 #* —‘ﬁ i & % GUI Module

BARRPLe TR BT RE Gl L] B 4
RIS e 50 i r BRSNS M S

Q0. 0000 @

B 3-8~ BT o B ch g S RE A6
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ENNE =S - R N dﬁ g (GUI) A faw BIRAs KLt

4 Main Frame :
hMMHmmiﬁﬁ%mﬁfﬂ’é“ﬁﬁﬁ?‘%ﬁﬂ\ﬂﬁ%\
1Bz H e org Panel o o7y i€ * iz#;%” TR s 17 Gde
‘ﬁﬁnﬁfﬁ%ﬁvfﬁ—'ﬂ- fFI Y - % gRg EiE Main Frame H#-¢ £
BEIPpMFTHEELERGEEL o

€ Board Panel :
Board Panel ¥ ¢ = RIB it chm#itde - o 7 # ¥  $H& ondk
Tz i s g W R RS BB RHRE  @
H T UBED WA e RN e SR T O E R E
Fraz i TR RBEHEH S FRx o 20 AP g 5
|7 o ihdgph @ % chfitifedit s a2 4p e 0 T L Ak Board

Panel p¥+ @ 3| il 32 o8 3R e J2 8 * 7 enfhioer - &
*%?iﬁﬁi%@ﬁﬁﬁ%ﬁﬁ%@ii,ﬂw%g;agﬁ
FR— F 3t A P Ao R ik i h e o

4 Comment Panel :
Comment Panel ¥ 2312 % m@?—l »E BT o

€ History Panel :
BATATHGR SR A TR > RS N 5T TR S
[4] ) ehi®i2 » il BB T AL ER Y F¥ U FRER
P b AR T

)

® 3-9 £ #f H e Class Diagram P @ * & 4 & fire? & agw
Z_fF el &l
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G mModule

CommentPanel

HistaryPanel BoardPanel

.

/

mMainFrarme

i8] 3-9 ~ GUI Module Class Diagram

3.2.3 Class Diagram

GLI Madule

CommentPanel HistoryPanel

BoardPanel

S

-

mainFrame

RH\H‘

Core Module

Editar

—
LN

History Board

Reader

Wiriter

Elerment

GameBase

B 3-10 ~ i@ * 3% % ifE % LB 2 T - Class Diagram
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GUI s f e Tt E R ™ 5 46 el gl » ¥
A LSRR Y F RS B¢ 4 GameBase it B 4
B o grife AN R AR T L R B P entsg s T R
* 1 GameBase £ Wi 3Nk F T F (T3 2 2 2R R B hm ;Y

N2 > P y 2
APRAET-FP Fwanig o
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A5

~ 2, L 27
o F i RF T

hit- RAP I R ieT 3 ﬁ¢&§~§$;’ i et @ % 2 gnd
LA 0N O S O TR 8 = T R

K- 2 R AR TR AP IR B E T
f B3 H Bk SLenvsgh > U MoK GameBase i3 B #E W) ¥ % B 30
AN F e AR — B Property A KX TSR ER B TR R

#ﬁm¢ﬁ°%“PMWW%m%%&£._ﬁiﬁﬂ’»?waﬁ
(R BN TR Ry il > b pFs §i 2N gy (T o

BT RS WA AL $4cfe 42 &7 AR FRE R F 450
AR TS N 43 F g ¢ B A RS M T B e 308
i i o
4.1 5o Fof

fip- @Y AR Tl R LEBRTHL - F T
hofr BB 7 S5EN i E s S TR B 2 B ATk T envs Ak & R
B 7 &J 0 Builder &2 Filter # i 0§ 1% o
& i

d 3tk - ARV B* A Al Blde B

19%19 ~ 13x13 % 9*937};@&“ A G e i S

& Property #& 7 > ™ it ﬁvﬁ:’\;’% ook 4-1:
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Property B Y N
(2 %425 6))
GAME NAME i A Cchess
EDITER BOARD WIDTH | 4 % 9
EDITER BOARD HETGHT | 4 3 10
# 4-1 ~ 45 Property % %78 F
¢ 3
& RSV B getPiece IDs() £ getPiece count() = i &3t
AT ﬁjﬁi—? RABZ AP RS e T F_ g4

e i

® getPiece IDs() :

[

=+

2K

private static int piece id[] =

/! EFH

CchessPiece.BKING, CchessPiece.
CchessPiece.BMINISTER, CchessPiece.
CchessPiece.BKNIGHT, CchessPiece.
CchessPiece.BPAWN,

/] wH

CchessPiece.RKING, CchessPiece.
CchessPiece.RMINISTER, CchessPiece.
CchessPiece.RKNIGHT, CchessPiece.

BCHARIOT,
BGUN,

RCHARIOT,
RGUN,

BROYALIST,

RROYALIST,

CchessPiece.RPAWN

bi

public int[] getPiece_IDs () {
return piece id;

® gctPiece_count() :

private static int piece count[]

{1,2,2,2,2,2,5,1,2,2,2,2,2,5};

public int[] getPiece count () {
return piece count;

}
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€ Builder:
2 K3 R B bui ldFul IPlyO) &t o T 4 fzf »
FAHEE!, 38 BE o o R 2 FRS TR B

S T R G ARINA R iE

public PlyNode buildFullPly (PlyNode originPly) {
PlyNode newPly = new PlyNode()
for (int i = 0; 1 < originPly.getMoveCount (); i++) {
MoveNode move = originPly.getMoveNodeAt (i) ;
newPly.addMoveNode (move) ;
if (move.getMoveType () == MoveNode.MOVE) {
Point dest = move.getDestPosition();
int tar id = super.getPiecelID(dest.x,dest.y);
if (tar_id != Piece.EMPTY) {

MoveNode remove =
MoveNode.newRemovePieceMoveNode
(dest.x,dest.y, tar id, true);

newPly.addMoveNode (remove) ;

}

return newPly;

® Filter:
Tt BT o R R hS NS B T A8 Sl e R iR
_E A Jﬁﬁ%lﬂ:  RE D)W FEER D g b

public static MoveNode newPlacePieceMoveNode (int destX,int destY,

int piecelD,boolean hidden)
public static MoveNode newMovePieceMoveNode(int srcX,int srcY,int destX,

int destY,int piecelD,boolean hidden)
public static MoveNode newRemovePieceMoveNode(int srcX,int src,

int piecelD,boolean hidden)

36



4.2 f%’i’fiﬂ”/?\i

PR AP GALREBT SR RY £ LR A
= Main Frame ~ Board Panel - Comment Panel {= History Panel % % 4 »
Hoe B g B g mfrh{? 72 & % B 4% < Board Panel #7 &g
o B3 e History Panel » Flpt 357 kWi € 44 4e 0 304 (0§ T
flg o

4.2.1 Board Panel

2w 3% i 4% 7] Board Panel ¥ ¢ = RIB it chm i o ¢ 7R
* AR T 2 R S g WS AR R - A
AR PE RN % i RS duiEen N A 2 = B 2R > ¢ Board
Customization ~ Drawing Customization ¥.Operation Customization 4
W AT 2 o &P T Ak

4.2.1.1 Board Customization

oo HdE fE e 'J‘,i’ffi—? ks BRSPS o p
e: i Kot =¥ o BT pEAR AR ¥
B E G H )k AT T T e BT PR R
B L PG B § - Bk #’ AR g S T e 9 5
Fol o A kg g MATEINA & K = property B P

\
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Property T 1 B E
(1 %5 B))

EDITER BOARD PANEL WIDTH | Board Panel % & 430
EDITER BOARD PANEIL HEIGHT | Board Panel 3 & 550
EDITER GRID SIZE X A X hE B 45
EDITER GRID SIZE Y AR Y fhi B 51
EDITER IMG BOARD A Bl board. jpg
EDITER IMG PIECE S+ Bl Pieces.gif
EDITER CUT PIECE 3 B 0 14

3 B #
EDITER BOARD OFFSET X # -5 F A 3 Board |0
EDITER_BOARD OFFSET Y Panel #f & crpEdf 0
EDITER GRID OFFSET X W R R 10
EDITER_GRID OFFSET Y FEAE 11
EDITER PIECE OFFSET X ERRE e pk S L 0
EDITER PIECE OFFSET Y BB P S R gt S A Y

# 4-2 ~ Board Customization Property % z_38 P

B A R TR G OB EEA R LA Tk s H
EDITER_BOARD PANEL WIDTH ‘fr' EDITER_BOARD_PANEL_HEIGHT
& # Board Panel = -] > - %@ 3 K g L

EDITER_GRID_SIZE_X §r EDITER_GRID_SIZE_Y 2%

LR EEE X s Y W a i E e

w T

ll5g

"i’fﬁ n*é,’\/lw ,’}[’-
R

i+

o

EDITER_IMG_BOARD ’fr' EDITER_IMG_PIECE 4 %] ;jrﬂ Kfﬁx& Bl A% 22 41 5
s R -5 BB ﬂ?mﬂ:; A PEEN T P 4k

« ",(

] A B

TR+ A3

EDITER_CUT_PIECE #F; g 3 Blah ¢ ot B o 58S

re AL

Bk T T o ¥y &

4-1) ix 8 d 14 B o7 2 aff %o T

38

o

[ e
WG ) AT B % B4 e S B A, (B
EDITER_CUT_PIECE = 14~




HHREREEEEE@EEEE

B 4-1~ 4 HE 5 BAG 8 6

Bois = BRI S Sk a4 ¢ eni= B -Board Offset 2 %
#4718 5 7| Board Panel if % cHpEdg ; Grid Offset 23 £ it 45 2 5| 4t 4z
AR enpEdE 5 Piece Offset 24 & = F & et 3 ¢ o LT {47 42 4 engEr
3o LE 42

e Board Panel #§ %
Board offset

Grid offset
4_1 Piece offset

] 4-2 ~ Board Customization 3£ Z_3.p"

FiE L b enproperty 3k 70 L SR Fg -2 BRERR e S R R
B e Biheo 4o L 5 T F BB ER T &
BAE (1,2) 93+ » 4% 6 F 99 X A& = EDITER_BOARD_OFFSET_X +
EDITER_GRID_OFFSET X + EDITER_PIECE OFFSET X + 1 * EDITER GRID_SIZE X
0+10+0+1*45 = 55 ; # % } 0 Y & 1% = EDITER_BOARD_OFFSET_Y
EDITER_GRID_OFFSET_Y+ EDITER_PIECE_OFFSET_Y + 2 * EDITER_GRID_SIZE_Y
0+1140+2*51 =113 - Flo* » R & ehm Feddh (1,2) jeic 1
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4.2.1.2 Drawing Customization
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mouseClick() & 3% » 17T % Henb|+

public void mouseClick (int x,int y, int mouse key) {

if (mouse key == Game.MOUSE KEY RIGHT) {
src = null; //F[ﬁgﬁﬁﬁ
return;
}
if (super.getMode () == Game.PlyMode)
ply(x,vy);
else if (super.getMode () == Game.MarkMode)

mark (x,y);

public void ply(int x, int y) {
Piece tar = getPiece(x,VY):
if (tar == null) {
tar = new Piece (Piece.EMPTY, x,V):

if ((src == null)){ //HUHjQ?J%f S

if (tar.getID() != Piece.EMPTY)
src = tar;
return;

}

else if (tar.isEqual (src)) {
src = null; //%ﬁﬁﬁém}‘g"§K5~deselect
return;

if (checklegalPly(src.x,src.y,tar.x,tar.y)) {

PlyNode ply = buildFullPly(src.x,src.y,tar.x,tar.y);

super.addPly (ply, PlyNode.BRANCH) ;
}
src = null;
clearHighLight () ;
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4.2.2 History Panel

7 History Panel =i ri g i & A5 0 - d 2020 i £y
GAML 7 fEieditsd » & GAML ~ A8 * 350 » Flt &8 72 F
Tpe T o B A A Y RN ERT L oy

e ¥ 1
HH N EF A o Glhe B 47 LG e T T e

3 41 T
) EEES :_|ﬁ‘!£E~E
----- 1. "HifE— o HT
----- T =- _ B
----- 2. RSiE— el
----- WIF3 H-L] B
-] B -] B
o 3 BBTES = 1"
- AES e (O HE
e 4 AEGIER = 1
H ..... OJT
L TE
..... OHE
----- FE . X
----- 4. EEZiE= e (DIB
..... 12 H- ] B

B TN - A SRR S

LA k- AR

public String getStepString(PlyNode ply,int plyNo) {
= ply.getMoveNodeAt (0) ;

MoveNode place =
for (int i = 0; i < ply.getMoveCount () ;
= ply.getMoveNodeAt (i) ;

place =
if (place.getMoveType () == MoveNode.PLACE)

1+4) {

break;

}
if (place.getPieceID() == BLACK)
" + POS.charAt (place.getDestPosition X())+" "
+ place.getDestPosition Y ();
"+POS.charAt (place.getDestPosition X ())+" "

return "e

return "o
+ place.getDestPosition Y();
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mouseClick () (32 4.2.1.3 &)

getStepString () (#2 4.2.2 &)
checkLegalBoard() (32 4.3.2 &)
getSettingPanel() (32 4.3.1 &)
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#

package Five;

import javax.swing.*;
import Gamlib.lib.*;
import Gamlib.GameBase;

import java.util.*;

public class Five extends GameBase(
public static final int BLACK = 0;
public static final int WHITE = 1;

private static int[] piece id = {BLACK,WHITE};

private static int[] piece count = {300,300};

Vector nextPlys;

public void init () {
nextPlys = null;

}

/IR o

public int[] getPiece IDs() {
return piece id;

}

/ /S

public int[] getPiece count () {
return piece_count;

}

//F%@E:%ff%‘é“f?*ﬁ‘ ‘a‘ﬁ:{ﬁ@

public JPanel getSettingPanel () {

return new FiveSettingPanel (this);
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/ /88 R R
public boolean checkLegalBoard() {

return true;

I

//repaintEﬁ%ﬁﬂﬁ}?ﬁmfﬁﬂﬁﬁﬁf id

public void refresh () {

-+

clearHighLight () ;
nextPlys = super.getNextPlys();

for (int 1 = 0; i < nextPlys.size(); 1i++) {
PlyNode ply = (PlyNode)nextPlys.elementAt (i),
MoveNode move = ply.getMoveNodeAt (0) ;
for (int j = 0; Jj < ply.getMoveCount (); Jj++) {
move = ply.getMoveNodeAt (j);
if (move.getMoveType () == MoveNode.PLACE)
break;

}

int x

move.getDestPosition X ();

int y move.getDestPosition Y ();

super.setHighLight (x,vy,1);

}

/IR R0

public String getStepString (PlyNode ply) {
MoveNode place = ply.getMoveNodeAt (0);
for (int 1 = 0; i < ply.getMoveCount (); i++) {

place = ply.getMoveNodeAt (i) ;

if (place.getMoveType () == MoveNode.PLACE)
break;
}
if (place.getPiecelID() == BLACK)
return "e " + POS.charAt (place.getDestPosition X ())+" "

+ place.getDestPosition Y ();
return "o "+POS.charAt (place.getDestPosition X ())+" "

+ place.getDestPosition Y();
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{

public void mouseClick (int x,int vy,

int mouse key)

/ /T BT e )

if (mouse key Game .MOUSE KEY RIGHT) {

return;

/ / BBAS =
if ((getMode () == Game.ViewMode) && (nextPlys != null)) {
i++) {

for (int 1 = 0; 1 < nextPlys.size();

(PlyNode)nextPlys.elementAt (i) ;

PlyNode ply

MoveNode move
for (int j = 0;
ply.getMoveNodeAt (J) ;

== MoveNode.PLACE)

ply.getMoveNodeAt (0) ;

j < ply.getMoveCount (); J++) {

move =
if (move.getMoveType ()

break;
}
1if ((x ==

&& (y ==
super.gotoPlyNode (ply) ;

move.getDestPosition X())
move.getDestPosition Y()))

ass =
else if

/ /L[,fliif"ﬁjg' Elij {j?lj\ﬂ:gﬁfé
if (getPiecelD(x,y) != Piece.EMPTY)

(super.getMode () == Game.PlyMode) {

return;
PlyNode ply = new PlyNode()

if ((getCurrentPlyNo()%2) == 0){
ply.addMoveNode (MoveNode.newPlacePieceMoveNode

(x,vy,BLACK, false));

}

else{
ply.addMoveNode (MoveNode.newPlacePieceMoveNode

(x,y,WHITE, false));

}
this.addPly (ply, PlyNode.LEGAL) ;
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// %F.;c'ﬁ?“
else 1f (super.getMode () == Game.MarkMode) {
int tar id = getPiecelID(x,Vy);
int index = getCurrentMarkMenulndex () ;
if (tar_id == BLACK)
index = 2*index;
else
index = 2*index + 1;

super.addMark (x, vy, index) ;

/ JEEA
public PlyNode buildFullPly (PlyNode originPly)

return originPly;

{

€ Property 2% 4

#3EN £
GAME NAME = Five

$HEARA ]
EDITER_BOARD_WIDTH =15
EDITER_BOARD_HEIGHT =15

#Board Panel 7]

EDITER BOARD PANEL WIDTH = 500
EDITER BOARD PANEL HEIGHT = 530

B R ] TR

EDITER BOARD OFFSET X = 20
EDITER BOARD OFFSET Y = 20
EDITER PIECE OFFSET X = O
EDITER PIECE OFFSET Y = O
EDITER GRID OFFSET X = 8

EDITER GRID OFFSET Y
EDITER GRID SIZE X = 30
EDITER GRID SIZE Y = 30
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