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CDC m_dcMem KL EWNFEDC, WXk E 5 E 5 RE R ZDCH

CDC m_dcElement JLEAFEDC

CDC m_dcMask RN EDC

CGameControl m_GameC T R A ) 2t B

R R iR

void InitBackground(); IR T 5 A BUAL EIDCH, 8 B SR T X EAE K/

virtual BOOL OnlnitDialog(); SHIEMEYIIR R L, F18 A InitBackground()
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afx_msg void OnPaint(); XHEHEWM_PAINT I S0 R R &, Bk 5 B R 4l 2065 HE 5t i
void InitElement(); WIGE IR 7T 3% A HE R
void UpdateMap(); BBk b

TR AR HIBN_CLICKENTH SN &%, FFUGHEsk, Ak, I RoRiER]

void OnClickedButtonStart(); -

SEHTIREL, AN R X PR TR 54 R B THU R, AR T M e 36 A o B AR X

void UpdateWindow(); . R
JIUAR EKZ]_\‘ )

void DrawTipFrame(int, int); LR SRR

void DrawTipLine(Vertexint) RN

void OnClickedButtonStop(); IR HIBN_CLICKENIH 2.1 oL 5 31
void OnClickedButtonTips(); “SRN"IEHIBN_CLICKENTH 121 oL R 3
void OnClickedButtonRestart(); “EHE#%41BN_CLICKENTH 2.1 3% 5K
void OnBnClickedButtonHelp(); “# B #%40BN_CLICKENTY K i 57 5 #
void OnBnClickedButtonSet(); “BE BN CLICKENTH &1 3 B 1

AT H & mCGameControl, ZRAMERMIFEHIZE, STHVEATH K3, FHAHSREIE B AR R R
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CGraph m_graph; TRAE A R B 2 i ] 0 P S5 4

Vertex m_ptSelFirst; LT — RS R

Vertex m_ptSelSec; EWRE KRBT AER

B B R 3 iR

void StartGame(void); THiGHERR, A CGamelogicRi A5t BRH, Az e Xk Hb B [T 454

int GetElement(int nRow, int
nCol);

N PR B B 25 R B T, T ST 28nRowAT . nCol3 &R Jo 3R I8

void SetFirstPoint(int nRow, int
nCol);

BEH R

void SetSecPoint(int nRow, int
nCol);

WEE AR

bool Link(Vertex
avPath[MAX_VERTEX NUM], int

&nVexnum);
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bool IsWin(int nTime); ST A 75 7E H0 5 BT 1) P B 5 B T 3R
void Reset(void); S ) 2
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Vertex RIFEEBANRE S, i, &5
m_avPath[MAX_VERTEX_NUM;

int m_anPath[MAX_VERTEX_NUM; PRAEAEBEAT EE B T I P 225 A T A

int m_nCorner; IRAEER A I L
int m_nVexNum; EZNI=E
R R R

void InitMap(CGraph &graph);

void UpdateArc(CGraph &graph, int nRow, int nCol);

bool IsLink(CGraph &graph, Vertex v1, Vertex v2);

void Clear(CGraph &graph, Vertex v1, Vertex v2);

bool SearchPath(CGraph &graph, int nV0, int nV1);

bool IsExsit(int nVi);

bool IsCornor(void);

void PushVertex(int v)/ PopVertex();

int GetVexPath(Vertex avPath[MAX_NUM]);

bool IsBlank(CGraph &graph);

bool SearchValidPath(CGraph &graph);

void ResetGraph(CGraph& graph);
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Vertices m_Vertices; —HEHH, RAFEER TR B R TR
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AdjMatrix m_AdjMatrix; TR, RAEEEF R TR

int m_nVexnum; T RN

int m_nArcnum; LHE

B R B iR

void InitGraph(); WIER L I S

int AddVertex(int ninfo); WINTR R, FHFIRIB T AN
void AddArc(int nV1Index,int nV2Index); WS INAE BRI

int GetVertex(int nindex); R ARG S

bool GetArc(int nV1Index, int nV2Index); RIEFA T A RLME R

EHTOAER, K ET RS R 515 Anindexi T A HE!

void UpdateVertex(int nindex,int info);

¥ Hinfo
int GetVexnum(); SRER ] A TR ER A3
void ClearGraph(void); TEEE
void ChangeVerex(int nindex1, int nindex2); WP AL E

NI E B4Rk Eglobal.h, FSRAFBCEATE 7 ZA e, MREIE BT &:

#define BLANK -1
#define MAX_ROW 10 G LR

#define MAX_COL 12 ek =TIk

#define MAX_VERTEX_NUM 120 11TR A 5

#define MAX_PIC_NUM 10 B R e

#define REPEAT_NUM 12 11 R A AN
#define MAP_TOP 50 113k B 22 b AL bR
#define MAP_LETF 50 1R A2 b fa R AL AR
#define PIC_HEIGHT 40 113 3% b P s

#define PIC_WIDTH 40 1173 P 5 P

#define PLAY_TIMER_ID 1 I1HES B ) 4 5

#define GAME_LOSE -1 B

#define GAME_SUCCESS 0 113K B



#define GAME_PLAY 1 IFFERRIEFEREAT
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/ [ RIIR AR 1 ]
void CGameLogic::InitMap(CGraph &graph){
/ /BEHLAE B
int anTemp[MAX_VERTEX_NUM];
WE 2 AN
for (int i = ©; i < MAX_PIC_NUM; i++) {
VA S-L
for (int j = ©; j < REPEAT_NUM; j++)
{
anTemp[i * REPEAT_NUM + j] = i;
}
}
srand((int)time(NULL)); //HEBERT
/I BEHERESHRAAN T
for (int 1 = @; 1 < 300; i++) {
/ / BENLAS BB A AR

int nIndexl = rand() % MAX_VERTEX_NUM;
int nIndex2 = rand() % MAX_VERTEX_NUM;
/1 ZBPAAN B
int nTemp = anTemp[nIndex1];
anTemp[nIndex1l] = anTemp[nIndex2];
anTemp[nIndex2] = nTemp;

}

/1 WIEEALTR R

for (int i = ©; i < MAX_VERTEX_NUM; i++) {
graph.AddVertex(anTemp[i]);

}

/ISR

for (int i = ©; 1 < MAX_ROW; i++) {
for (int j = ©; j < MAX_COL; j++) {
UpdateArc(graph, i, j);
}

}

}
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bool CGamelLogic::IsLink(CGraph &graph, Vertex vl, Vertex v2){
/IFRBHREIS
int nVlIndex = vl.row * MAX_COL + vl.col;
int nV2Index = v2.row * MAX_COL + v2.col;
PushVertex(nvViIndex); //EAZE—AK
[/ BIFRZ B RERREE
if (SearchPath(graph, nViIndex, nV2Index) == true) {
return true;
}
PopVertex();
if (vli.row == v2.row) {
if (vi.row == @ || vli.row == MAX_ROW - 1) {
return true;
}
}
if (vl.col == v2.col) {
if (vl.col == @ || vl.col == MAX_COL - 1) {
return true;
}
}
return false;
}
[/ EFRRERERREE I — KA REERE
bool CGameLogic::SearchPath(CGraph &graph, int nve, int nv1){
int nVexnum = graph.GetVexnum();//%5ZITH 5%k
/ /BT EHnVesT, MeFlEInvexnumFl, {E Ntruef s
for (int nVi = @; nVi < nVexnum; nVi++) {
if (graph.GetArc(nve, nvi) && !IsExsit(nVi)){
J/ENZETR, R —NE IR
PushVertex(nvi);
[/ EBABRT2 B, HBEHRFETA
if (m_nCorner > 2){
PopVertex(); /BB ENKIT A, SPushWertex(nVi) X
continue;
}
[/ AETRRARNVIE, 488 F T —AMELE HEBK TR
if (nvi != nv1) {
[/ EFETRARAERN, RREFBRENE
if (graph.GetVertex(nvi) != BLANK) {
PopVertex(); //BUHENKT A, SPushiWertex(nVi )Xt/
continue;
}
//IRAVIR—ANEHEBRI A, WHE (nvi, nvl) REEBE
if (SearchPath(graph, nvi, nv1)){
return true;
}
}
else{
return true;
}
PopVertex(); /B ENKTR A, SPushWertex(nVi)Xf i
}
}

return false;

}
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/ /R T RE LB
bool CGameControl::Help(Vertex avPath[MAX_VERTEX_NUM], int & nVexnum)
{

CGamelLogic logic;

[/ HBRERE
if (logic.IsBlank(m_graph) == true)
{
return false;
}
/1 BR—NERER AR
if (logic.SearchvalidPath(m_graph))
{
/ /BB B AR TR R
nVexnum = logic.GetVexPath(avPath);

return true;

}

return false;

}
/1R EIE
bool CGameLogic::SearchValidPath(CGraph& graph){
/ /B3I R
int nVexnum = graph.GetVexnum();
for (int 1 = ©; i < nVexnum; i++){
/1 BRIE—AFEE TR
if (graph.GetVertex(i) == BLANK){
continue;
}
/ /BRI E A F TR
for (int j = ©; j < nVexnum; j++){
if (1 != j)
{
//IRBIN FRE AN RF B
if (graph.GetVertex(i) == graph.GetVertex(j)){
[IEAE—NR
PushVertex(i);
if (SearchPath(graph, i, j) == true){
return true;
}
/ /B RN RITH By, SPushVertex (i) ;xR
PopVertex();

}
}
}

return false;

}
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/ /B S ) E

void CGamelLogic: :ResetGraph(CGraph& graph){

/ / BENLAZ 3 T A B0 2H 3 AN T R AE
for (int i = ©; 1 < 200; i++){

/ /BN EI P e

int nIndexl = rand() % MAX_VERTEX_NUM;
int nIndex2 = rand() % MAX_VERTEX_NUM;

/1 ZHFAHE

graph.ChangeVerex(nIndexl, nIndex2);

}
//BFRER

for (int 1 = ©; i < MAX_ROW; i++){
for (int j = @; j < MAX_COL; j++){

UpdateArc(graph, i, j);
}

}

}
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