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Design and implementation of the advanced game of whack-a-mole
SHANG Lihua
(Wuxi City College of Vocational Technology, Wuxi Jiangsu 214153, China)

[ Abstract] Based on the C # development environment, a whack—a—mole is developed which is fun, challenging, fresh and
lively. While the game runs, through the constant flashing and tapping of the hamster, the score is calculated based on the number of
hits by the player and the scores are gotten. The distinctive feature is that the number of " fields" is constantly changing by
dynamically adding controls, game level is gradually improved and the functions such as game breakthrough, game timing and score
are realized. This paper elaborates on the design and implementation of dynamically adding controls, and the main interface design
and random display of the hamster in the game are also discussed and analyzed.
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Fig. 1 Advanced whack—a—mole game interface multiple whack—-a

—mole settings and different levels of the game
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2.1 FMEITHERHFRK A BF LOGO #13E TUH #8725 57
HIVEIN B B & S48 D3 Debug H T 7R
PR rhke st i T804 S S 3l B 5, A IRT 2 R
WE 2 1> Boolean 14 J5y A8 1, 43 HIIVE A A7 R
ARANE W BE RN ARV A I BE . 7E B (b il —
™ Timer #5214, 3 ¥ H Enabled % 8 4 True, 1
timerl_Tick ZE{FACBRAR P BIAH A IS AN T

private  void  timerl_Tick(object  sender,
EventArgs e)
%
if (bAddAlpha)

if (this.Opacity < 1.0)

?
this. Opacity += 0.1;

}

else

?
bAddAlpha = false;
bSubAlpha = true;

}

if (bSubAlpha)

if (this.Opacity > 0.1)

?
this. Opacity —= 0.1;

}

else

%
bSubAlpha = false;
this.timerl.Enabled = false;
new FormMain().Show( ) ;

} }
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Fig. 2 Advanced whack—a—mole game LOGO
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class ClsBuitonX ; Button
|
bool isMouse ;
public bool IsMouse
%
get{ return isMouse; |

set { isMouse = value; |

|
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Fig. 3 Dynamical adding controls in advanced game of whack—a—mole

private void binStart_Click ( object sender,
EventArgs e)

guanNum =

ToString() ) ;

Int32. Parse(tbNum. Text.
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cellSize = pnlBody.Width / (guanNum) ;
7/ H B R
pnlBody. Controls.Clear () ;
// JETEBR pniBody 1 JFA 4 1
for (intz = 0; ¢ < guanNum; i ++)
for (intj = 0;j < guanNum; j ++)
%
Button btnMouse = new Button( ) ;
//FH4E Button AYXT 5
pnlBody. Controls.Add( btnMouse) ;
//BIEAF] pnlBody 7545 -
btnMouse.Width = btnMouse. Height =
cellSize;
btnMouse.Top =j * cellSize;
binMouse.Left = i * cellSize;
// F8RE binMouse IR/ =7

}
7/ HE R A i AR B ( B AR )
private void GenMouseCell( )
i
pnlBody.Controls.Clear () ;// J&1& % pniBody I
JEUA 4
for (intz = 0; i <= guanNum; i ++)
for (intj = 0; 7 <= guanNum; j ++)
%
ClsButtonX binMouse = new ClsBuitonX () ;
// WAL ClsButtonX (R4
pnlBody. Controls.Add( binMouse)
// BINEAEE] pnlBody 2545 I
btnMouse. Width = btnMouse.Height =
cellSize;
binMouse.Top = j * cellSize;
btnMouse.Left = 1 * cellSize;
// $85E btnMouse 1R /N B~ E
btnMouse.IsMouse = false;
7/ BN AR IR S
binMouse.Click += new EventHandler( buiton
X_Click) ;
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tmrHamster_Tick(object

private  void sender

EveniArgs e)
%
( (ClsButtonX ) pnlBody.Controls[ rdNum | ).Image
= null;
( (ClsButtonX ) pnlBody. Controls[ rdNum | ).
IsMouse = false;
// B BRIEOR b AR IC
rdNum = rnd.Next( (guanNum + 1) *
(guanNum + 1)) ;
/7 TR b B 7
( (ClsButtonX ) pnlBody. Controls[ rdNum | ).
Image = imageListl.Images[ 0] ;
( (ClsButtonX ) pnlBody. Controls[ rdNum | ).
IsMouse = true;
/7 B L BRI
}
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private  void tmrLeftTime_Tick(object sender,
EventArgs e)

%

time — —;
IblLefiTime.Text =" A BF 0] " + time.
ToSiring () ;

progressBarl.Value = time;
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// IR B 451 Value JEPE
if (time == 0)
%
if (hitMouse * 10 > ClickNum)
/i BRBOR T Blbs B sl de 208y 1710
AT —2%
%
binStart. Text =" #REL N —HK(&N)";
guanNum + +;
IbiMarks. Text =" %Y.
ToSiring () ;
cellSize = pnlBody.Width /( guanNum + 1) ;
// R T b ) RT
%

else
btnStart. Text = "4REERF(&N)" ;
tmrlLeftTime. Enabled = false;

tmrHamster. Enabled = false;

"+ guanNum.

binStart. Enabled = true;
pnlBody.Visible = false;
bt
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Fig. 4 Progress bar settings and game rankings of advanced game

of whack—a—mole
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