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I B #lik

LiE BR

FH CIBEAA—1TTENEFHE (Gomoku) WAL, BETFEHERE. B
KRELMF BN ZE. RFNAFRERRE, HARZLITEN Windows BJHITX MG

(.exe)o

Ih

Re

BEmR

S 155 fER FIHEEE,

WMAMEE: B (0) 58 (X) BRET

BFRE: BEIRANTYILIRHITE .

BFIEI: #. B ER RBEANEREFERRE N,
1SIRThEE: SZHFRE E—F5& T

RE/BN: ERSRERNMY, ZHFSRERFTEMATE.
FRYER: HERNATENFR.

RANRIE: MR, ESETFEFIEFERMALTIET.

54 HBMNARRTIERT, HEENL
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Riit

IS
BEFFXAERKIZT, EEDALITER:
o RIRIR . FEORTSHIA K. HEBS,
- BEREER: SFIHE. KEER. 8.
o BERZEIRR. BT BOHE. TRAE.
« BRI HLIiEREE. BERE
- FHERR:. XHRE. REFTIK.
« BARBIRR:. TSI, ARSI

SuEGstiRit
MEBRT: HREH _AFHRART:

. char board[BOARD_SIZE][BOARD SIZE]; /+* 15x15 F A x/

/* EMPTY='.', BLACK='0O', WHITE='X' x/
PIRSHEICR:
1 typedef struct {
int row;
3 int col;

. } Position;

¢ Position history[MAX_STEPS]; /x BFHAE (&%225%) =/

PRRE L E:

1 typedef struct {
) char board [BOARD _SIZE] [BOARD_SIZE];
3 int step_count;
l char current_player; /* BLACK B WHITE x/
5 char winner; /* BRZK/EMPTY */
6 int game_over;
Position history[MAX_STEPS]; /x [§#HMH =x/
} Game;

EER IR IR RN 52

& ThEEiR A
init_game IR B IR
init_board G HHEN ST
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32 ThEERPA
print_board IHIEERE (S4%1m5HEN)
print_status ERSRIECRS
print_menu EREXRE
make move EEEUESRT
is_valid_move wEEFa=E
check _win CBEEG A AR
check_direction RERE S EETH
check_draw wEEaTE
switch_player IEETEZER
undo_move TR
save_game RIFHFX RIS A
load_game MSHINEGHFRX,
get_player_input FRENBT S N\ FF AR AT
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ZDERIFRE

RS HIERE
EFHNEGHERESIATE, RERET LRI HH LREEESE HEH
" msm:

L DAHET HENES,

2 KT, EE. ER (). &R () BASEHIIG.

3. BABHBERRHRIER, SHERREHTE.

4. E—rmRitER > 5 BNk

1 int check_win(const Game *game, int row, int col)

2 {

3 /¥ AN ARE: KECEH. ERN). RBLG) */
) int dr[] = {0, 1, 1, 1};

5 int dc[] = {1, 0, 1, -1};

7 for (int i = 0; i < 4; i++) {

8 if (check_direction(game, row, col, dr[i], dc[i]) >= 5) {
9 return 1;

10 }

11 }

12 return O;

13}

check_direction ER#URIERE /5 FIERIEFRLIT:

1 int check_direction(const Game *game, int row, int col, int dr,

int dc)
2 {
3 int count = 1; /* BIEEWBLAE */
| char player = game->board[row] [coll];
7 int r = row + dr, ¢ = col + dc;
8 while (BESEE A && game->board[r][c] == player) {
9 count++; r += dr; c += dc;
10 }
11
12 /* RFEIEMR */
13 r = row - dr; ¢ = col - dc;
14 while (BASBE W && game->board([r][c] == player) {
15 count++; r -= dr; c -= dc;
16 }
17
18 return count;

19 }
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eI
MRS PR T A AR SR

1. BREFELITIFEN history[step_count], step_count HIf,
2. 'SHHEY step_count J& 1, BXH E—F %45, BHENNUBEME AT

3. PHR[El E— &,

FEITm

£ furite / fread HEFTILEN Game LAHAEISIH !

I int save_game (const Game *game) {
2 FILE *xfp = fopen("gomoku_save.dat",
furite(game, sizeof (Game),

1 fclose (fp);

7 int load_game (Game *game) {

8 FILE *fp = fopen("gomoku_save.dat",
9 fread(game, sizeof (Game),

10 fclose(fp);
11}

Ilwbll);

Ilrbll);

o
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WIFSITEA exe

Linux / macOS FIR{RmIF

# IR IF
gcc -o gomoku gomoku.c -Wall -02 -1m

# 1B17
./ gomoku

# BIE
make clean

Windows IEHIFE (MinGW)

# £ MinGWw-w64 ZRiF

gcc -o

# 17
gomoku . exe

gomoku.exe gomoku.c -Wall -02 -1m

Linux F3ZXEFE Windows exe
FEELRE MinGW-w6td XX RFTEEE:

# LE MinGw-w64

sudo apt install mingw-w64

# 3T X4 IE
x86_64-w64-mingw32-gcc gomoku.c -o gomoku_win64.exe -Wall -02 -1m

# £ P gomoku_win64.exe, B TE Windows L HIEIETT

M EZH T 522 Makefile, SIFUTHL:

{EH Makefile
make #
make run #
make clean #
make exe-win #

make

exe-mingw#

ANb 2k

1. ERARXIFER gomoku_win64.exeo

Hi¥ Linux KR 2

WIFFHIET

BEREFYNE™

XX MiE Windows exe (FE mingw—w64)
MinGW RERIF exe
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2. ¥ exe ME— RIS HFA,
3. BiE: A UPX [E48 exe {&F5,
4. BXHFITENR zip £fo
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DRI EA

BEI5RE
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EFIRE
WRINSIR (1T 5D 7 7
RINESR 7178 7 & TF. HETSHYSERENA 1-15
HHGS
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o -1 -1 — fRF: BERIPRSEREFEIXMH
o -2 -2 — R REME (EZXHIN.

SEE TG
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Rt

VST S{E

bl

1. HEERESXRERA | 159

HELRTIER, LirmTE, FEEN

2. BFIEESRARE | 55D

EWET, BREZEERE, EEEFRET

3. B HIERE 20 3

A | R FIERR NS

4. 1EtEINEE 10 9

IEHRE E—F, MEHBRKSHIRTRR

5. fR17/I0%ThEE 10 &7 XHEEIER, RexERERRS
6. TRk 59 HE RN EWAIETE

7. RS S XK 10 99

BRI, SRALE, FRRED

8. EFERH 10

SEEALE, F=pE%, APRTAYH

9. ITEA exe 5493

B Ih#RI¥/I Windows F & exe AIHITXH

| 25 100 &3 |

|

FVER WM BA
1. HBERS5ZERE (15 )

549 15x15 HHBIFHRETR, 175 SHEBinF=E,
59 EMEMAEGERERRATSEMX D,
59 REGREEE, HFHRSERE (HaihixX. T LBEH,

2. BFERSWARE (15 2)

597 BEIEM WA AHEIEEMNESR o

59 MHFRLIRHITR AR T

5 97 NERHEFHNUEHITRINHRTRLES.

3. BMOHIERE (20 99)
549 KEF BRI FERRCNIER,
549 BEEARAFEFRCNIER,

59 ERAR () EFEBKRSNIER.
59 R#EAR (\) BFERCIER,

4. {EIRINEE (10 93)
54 BEIEMARIEl E—%%&F

597 WEEHmRERYIR, THAISRERET.

5. {R1F/INFTHEE (10 )

593 (RIFINEELEM, BEAERTFIEXXHo
593 NNEINEEIEM, REVRE FeEEREICIRSHLRNEL .
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6. FRHER (5 2)
549 HHE FPRBEMIEIIHR SR ERAIERTR.
7. RIBEMERE (10 92)
49 REESRR S EIE, KBERMT.
3590 TEGZIE, BN, AEAHRYR,
397 REBRHBERSIERREA,
8. St (10 %)
49 BEWAN GEF. HHFR) TSREFAR.
39 FRBERIEEBERRINAFRT.
397 IRERERRIARNE, BHLIEIRERE,
9. $T8H exe (5 )
39 MIHER exe ATHIT

2 93 exe AJTE Windows _EIFEIETT, THEEIER,
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R BifHE

FS 510 wn 59
1 | HEERSXER@ | 15
2 | BEFIMEERARE | 15
3 BEARHIERE 20
4 TEtEIhRE 10
5 Rz /INEIhaE 10

6 R SEL 5
7 AL S XA 10

8 EFeEk 10
9 FTEH exe 5
8BS | [ 100 |

RSFRR 5 :

« 90-100 %3: IThaEec®, RBBMFE, T Bug, REKT.

. 75-89 4. TNEEEATE, BH/NREEZLINEESR, KIEHE.
. 60-74 3. EETHEERRIETT, A NEEHRIRE.

« 60 BMTF: TEIET1T. ZOINEEERKIVE,

VR

iR HA:
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