Success Criteria

e There are board positions 1 to 49
e There are two players

e Each player takes it in turn to play
e A player rolls two dice (1-6 each)
Display value of dice rolled

(0}
(0}
(0}
(0}
(0}

e Player wins by getting to square 49
0 Does not need to be exact

e Must have a start game message

e Must have a 'won' message

Board Game

Player moves that number of places

IF a double is rolled, then move back that number of spaces
Message must be displayed with dice numbers

Message must be displayed when a double is rolled

e All messages need to be stored in a text file and loaded at the start of the program
e Need to have 4 obstacles stored in a text file, along with the number of squares they move
forward or backward by. Must be loaded at the start of the game

User Interface

This is the design for the main form I'll use, there will also be message boxes used. The players will
have their own colour (red, or blue), and their position will

be shown by

These will all be individual labels, their colour. Label for messages, named
names e.g. |bl43, Ibl44. IbIMessage

43 44 45 46 47 48 | 49

42 | 41 | 40 39 38 | 37 | 36

29 30 | 31 32 33 | 34 |35 Player 1 it's your

28 17 26 25 24 | 23 | 22 turn

15 16 17 18 19 | 20 |21

14 13 12 11 10 9 8

1 2 3 4 5 6 7

Button named cmdRoll for players to

f

click to roll their dice

:

Label to show what dice rolled






Structure Diagram

This is a large program, so I've decided to do a structure diagram so | can figure out what subprograms | need and what order I'll do the work in.
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Pseudocode

PROCEDURE startGame //when startGame is clicked
//read in the text file with the messages
OPEN messages.txt
READ and store start, won and double message from messages.txt
CLOSE messages.txt

//read in the text file with the obstacles, these will be
stored in an array called obstacles, where each position is a space
in the board and it can have, or not have, an obstacle

OPEN obstacles.txt

READ and store obstacles, forward/back and noSquares from
obstacles.txt

STORE obstacles in array with labels numbers for positions

CLOSE obstacles.txt

//start the game
OUTPUT wellcome message
LOAD form with board

//global variables to stored the position of each player

PlayerlPosition = 0

Player2Position = 0

PlayersGo = 1 //to say whose go it is

LOAD playerMove //load procedure to let someone roll
ENDPROCEDURE

//the procedure that displays whose turn it is and then lets someone
roll a dice
PROCEDURE playerMove

OUTPUT PlayersGo + ""s turn. Roll the dice"

ENABLE rollButton

ENDPROCEDURE

//this procedure lets someone roll and moves them

PROCEDURE rollButton
//roll the dice
dicel = randomNumber(1,6)
dice2 = randomNumber(1,6)

//if it"s a double they need to move back
IF dicel=dice2 THEN
OUTPUT doubleMessage

//1f it"s player 1s go
IF playersGo = 1 THEN
Board at PlayerlPosition.color = blank



ELSE

ELSE

ENDIF

PlayerlPosition = PlayerlPosition — dicel — dice2

//check 1f the new position has an obstacle
IF PlayerlPosition = obstacle then

Call Obstacle(PlayerlPosition, playersGo)
ENDIF

//stops them going back further than the start
IF PlayerlPosition < 0 THEN

PlayerlPosition = 0
ELSE

Board at PlayerlPositon.color = red
ENDIF

//exactly the same but for player 2
Board at Player2Position.color = blank
Player2Position = Player2Position — dicel — dice2

IF Player2Position = obstacle then
Call Obstacle(Player2Position, playersGo)
ENDIF

IF Player2Position < 0 THEN
Player2Position = 0
ELSE
Board at Player2Positon.color = blue
ENDIF

//if it isn™t a double, they move forward
OUTPUT dicel + ™ " + dice 2
IF playersGo = 1 THEN

ELSE

Board at PlayerlPosition.color = blank
PlayerlPosition = PlayerlPosition + dicel + dice2
IF PlayerlPosition = obstacle then

Call Obstacle(PlayerlPosition, playersGo)
ENDIF

IF PlayerlPosition >= 49 THEN

OUTPUT Playerl won message

ENDGAME
ELSE

Board at PlayerlPositon.color = red
ENDIF

Board at Player2Position.color = blank
Player2Position = Player2Position + dicel + dice2
IF Player2Position = obstacle then



Call Obstacle(Player2Position, playersGo)
ENDIF

IF Player2Position >= 49 THEN

OUTPUT Player2 won message

ENDGAME
ELSE

Board at Player2Positon.color = blue
ENDIF

ENDIF

ENDIF
IF playersGo = 1 THEN
playersGo = 2
ELSE
playersGo = 1
ENDIF
ENDPROCEDURE

FUNCTION Obstacle(position)

//1it they have moved to a place with an obstacle then it needs
checking
Find position in Obstacles array
IT Obstacle movement = forward THEN
return (position + Obstacle Amount)
ELSE
Return(position — Obstacle amount)
ENDIF
ENDFUNCTION



Testing

I'm going to test the program as | create it, and when I've finished I'm going to make sure it all works
with normal, erroneous and extreme data (although most of it is button clicking so there won't be
much erroneous or extreme), these will be like this table:

Test
Number

What I'm Testing

What I'm Testing it with

What should happen

1

Start button

Click start

Welcome message

Board loads

Players are put in position 0
Obstacles are loaded
Messages are loaded
Displays player 1's go

Player 1 can roll

Player 1 clicks roll

2 random numbers generated
between 1 and 6

Outputs it’s a double, or the
single amounts

Dice roll correctly

Clicking roll

2 random numbers generated
between 1 and 6

Player can move forward

Player 1 clicks roll

The player moves forward the
number of squares they have
rolled

Player can move back

Player 1 rolls a double

The player moves backward the
number of squares they have
rolled

When I've finished testing it all I'll check it against the success criteria to make sure I've met them all

Variables and Data Structures.
These can be seen in my pseudocode (I've commented them).

Validation

The only validation is not letting them move to minus squares, because the players don't need to
enter anything else.




=Public Class Forml
Development
Dim doubleMessage As String
Dim wonMessage As String

1. Text file messages.txt made. Code reads orivate Sub Forml_Load(sender 4z Systen

. Dim objRead As New System.IO.Stre

in and outputs the 3 messages startuessage - objRead.ReadLine()
doubleMessage = objRead.Readline|
wonMessage = objRead.Readline
objRead.Close()
MsgBox(startMessage)
MsgBox(doubleMessage)
MsgBox(wonMessage)

e As System.Eventirgs) Handles MyBase.Lload
messages. txt")

End Sub
End Class
Board G. X :
oard Game
Board Game X Board Game %
‘Welcome to the best board game in the world! Are you ready? You'd better be,
because here we go... Oh dear, that is a double. Time te move backwards, “fay! Whoo! Well done! You've won ;)

It worked.

2. Made variables for players and positions, and the procedure to make a player make a move and |
made it so they can't press roll when the form loads, but when it lets a player move, they can.

a5l Formi - O X

ZPublic Class Forml
Dim startMessage As String

Dim doubleMessage As String Flayer1
Dim wonMessage As String It's player 1's tum

Dim playerlposition As Integer = @

Dim player2position As Integer = @

Dim playersGo = 1

Private Sub Forml_Load(sender As System.Object, e As System.Even
cmdRoll.Enabled = False
Dim objRead As New System.IO.StreamReader("messages.txt™)
startMessage = objRead.Readline()
doubleMessage = objRead.ReadLine
wonMessage = objRead.Readline
objRead.Close()
MsgBox(startMessage)
Call playerMove()
End Sub
EOENDHE
Private Sub playerMove()
1blMessages.Text = "It's player " & playersGo & "'s turn”
cmdRoll.Enabled = True n E
End Sub
K 5 ] 6]

End Class|

The label says it's player 1s turn, and they can press the roll button. All good.



3. Wrote code to roll 2 dice, using randomnumber class. Need to check all random, and all numbers

possible.

Private Sub cmdRoll Click(sender As System.Object,

Dim dicel As Integer
Dim dice2 As Integer

dicel = randomclass.Next(l, B)
dice2 = randomclass.Next(l, &)

MsgBox(dicel & " " & dice2)

End Sub

Board Game

45

OK

Ran lots of time and didn't get a 6. Change code:

Private Sub cmdRoll Click(sender
Dim dicel As Integer
Dim dice2 As Integeﬂ

As Syst

dicel = randomclass.Mext(1l, 7)
dice2 = randomclass.Mext(1l, 7)

MsgBox(dicel & " " & dice2)

End Sub
Class

31

OK

Tested again and it's working.

Board Game

26

oK

Board Game

42

Board Game oo
34
0] 4
T



4. Checking if it's a double, need to keep rolling until get a double to check it works

Private Sub cmdRoll Click(sender As System.Object, e As System.Zwven
Dim dicel As Integer
Dim dice2 As Integer

'roll both dice and output results

dicel = randomclass.Next(l, 7)

dice2 = randomclass.Next(l, 7)
1blMessages.Text = (dicel & " " & dice2)

"check if it is a double
If dicel = dice2 Then
lblMessages.Text = lblMessages.Text & " it's a double”

Else

"it's not a double
End I

Player1

111it%s a double

43asfasaofar]asee
K2 £ (0 3 B 66

PlayerZ

4aasfasaofer]as]ao

It works




5. Changing player 1s position

‘check if it is a double
If dicel = dice2 Then
1blMessages.Text = lblMessages.Text & " it's a double”

Else

it's not a double so player moves forward

'it's player 1
If playersGo = 1 Then
playerlposition = playerlposition + dicel + dice2
MsgBox(playerilposition))
End If
End If

I Suh

Player1

Player2

Board Game

280127126 0125024123122

Correctly outputs position - but | don't know how to make it then change that label's colour because
it needs its name.

Decided to make a procedure with a very select statement to check every label and change it.



6. Wrote procedure with huge select case

for all 49 positions to change the colours
Private Sub changelabelColour(ByVal position As Integer)
Select Case position

Case 1
If playersGo = 1 Then Else
1bl1.BackColor = Color.Red "it's not a double so player moves forward
Else |
1bll.BackColor = Color.Blue ‘it’s player 1
end IF If playersGo = 1 Then
playerlposition = playerlposition + dicel + dice2
Case 2 MsgBox(playerlposition)
If playersGo = 1 Then Call changelabelColour{playerlposition)
1bl2.BackColor = Color.Red End If
Else End If
1bl2.BackColor = Color.Blue
End If This is the procedure call
Case 3
If playersGo = 1 Then
1bl3.BackColor = Color.Red
Else
1bl3.BackColor = Color.Blue
End If
Case 4
If playersGo = 1 Then
1bl4.BackColor = Color.Red

-

25

7 was rolled for player 1 (Red) and position 7 changed colour!
42]41] 4030 [az]a7] a6
293031 ]32]33 34 f3s
SFEEREEE

K53 03 i £ KB E
i frafeifiof ol
1 J2fa]a]s]o]

Rolled again and realise | hadn't made the current position change
back.

43]44 45647 4s o]
42]41]40]s0 s 7 o]
20 o0t [s2fasfae a5
282726 25 [24 [ s | 2
1sro |7 [ 1o |2o] 1)
i frzfii]iol o J 8]
112134 ]5]6




I've changed it so the procedure also takes the player, so | can tell if it's not an actual player and then

it can change the colour to white

If playersGo = 1 Then
playerlposition = playerlposition + dicel + dice2
MsgBox (playerlposition)
Call changelabelColour(playerlposition, playersGo)
End If
End If

End Sub

Private Sub changelabelColour(ByVal position As Integer, ByVal player As Integer)
"takes the position thalt needs changing colour and changes it depending whose go it is

Select Case position

Case 1
If player = 1 Then
1bl1.BackColor = Color.Red
ElseIf player = 2 Then
1bl1l.BackColor = Color.Blue
Else
1bll.BackColor = Color.White
End If
Case 2
If player = 1 Then
1bl2.BackColor = Color.Red
ElseIf player = 2 Then
1bl2.BackColor = Color.Blue
Else
1bl2.BackColor = Color.White
End If
Case 3
If player = 1 Then
1b13.BackColor = Color.Red

Player1

It still didn't change it.

I'd forgotten to call it to change the first to white

Else
'it's not a double so player moves forward

'it's player 1

If playersGo = 1 Then
Call changelabelColour(playerlposition, 5)
playeripesition = playerlposition + dicel + dice?
MsgBox(playerlposition)
Call changelabelColour(pllayeriposition, playersGo)

End If

End If

d Sub

Player1

3736




It worked this time, the first position changed

7. Added same code for the other player

LU s prayer o
If playersGo = 1 Then
Call changelLabelColour(playerlposition, 5) 'change current position to white
playeriposition = playerlposition + dicel + dice2
MsgBox(playerlposition)
Call changelabelColour(playeriposition, playersGo)
Else|
Call changelabelColour(player2position, 5) 'change current position to whits
player2position = playerZposition + dicel + dice2
MsgBox(player2position)
Call changelLabelColour(player2position, playersGo)

'change new position to red

‘change new position to red

id If

End If
Added if at bottom to change player.
41 12
43 |44 |45 |46 |47 |48 |49 43 |44 |45 |46 |47 |48 |40
P
42]41]40)39]38]37]36 42|41 403938 )37]36
P—
29 130]31]132(33]3435 29|30 ]31]32]33]34]35
282726 |25 |24 | 23] 22 28 127 126 [ 25 124 [ 23 | 22
151617 |18 |19 )20 |21 15 17118 19 120 121
14]13112111110] 9 14 [13]12[11]10] o
1]2]3]4 6|7
1l2)3]4]s5]s]~7
ROLL

ROLL

“ to white, and the new one to red.

43 |44 |45 |46 |47 | 48 |49
37136 42141 4039383736
— P—
34 29 3031|3233 |34 ]35
23 28 2726|2524 | 23] 22
20 15 17 |18 |19 20 | 21

141131211 |10] o | 8

1]213]415])s]7

ROLL

It didn't work — I hadn't told it to change whose
turnitis

It worked, both players can move on single dice
throws

MsgBox(playerlpos

Call changelabelC
Else

Call changelabelc

player2position =

MsgBox(player2paos

Call changelabelC
End I

sl

If playersGo = 1 Then
playersGo = 2
Else

End

playersGo = 1
End If



8. Added IF to see if either player has won, and closes form if they have

—— . pmmge =

If playersGo = 1 Then
Call changelabelColour(playerlposition, 5) 'change curren
playerlposition + dicel + dice2

playerlposition

‘check if playerl has won

If playerlposition >= 49 Then
MsgBox("Player 1 wins")
Me.Close()

End If

Call changelabelColour(playerlposition, playersGo) 'chang

Elsd
Call changelabelColour(player2position, 5) 'change curren
player2position + dicel + dice2

player2position

‘check if player2 has won

If player2position >= 49 Then
MsgBox("Player 1 wins")
Me.Close()

End If

Player1

Player2

mm
@
B

Board Game

2£“ﬁﬁ.. _—
28127126125 124 12322
5116 |

Rolled until someone won — message box appeared

Realise message from text file is supposed to be read, changed message text file to have two

separate messages, 1 for each player and then change the code to output that message:

1T 5 piayer 1

IT playersGo = 1 Then
Call changeLabelColour(playerlposition
= playerlposition + di

playerlpositicon =

'check if playerl has won

If playerlposition »>= 49 Then
MsgBox(plwonMessage)
Me.Close()

End If

Call changelabelColour(playerlposition

Else
Call changeLabelColour(player2position

= plalyer2position + di

player2position =

'check if player2 has won

If player2position >= 49 Then
MsgBox(p2wonMessage)
Me.Close()

End If

2N 12

Yay! Whoo! Well done player 2! You'vewon :)

oK |

1413121110

It work



9. | copied the single roll code and pasted in for double. Changed the +s to —s, and changed the
check won to if it's less than 1 setting their board position back to 1 because they can't go beyond
the first space

‘check if it is a double
If dicel = dice2 Then
lblMessages.Text = lblMessages.Text & " it's a double”

'it's a double so player moves backward
‘it's player 1
If playersGo = 1 Then
Call changelabelColour(playerlposition, 5) 'change current position te white
playeriposition = playerlposition - dicel - dice2

*check if playerl has won
If playerlposition < 1 Then
playerlposition = 1

End If|

Call changelabelColour(playeriposition, playersGo) 'change new position to red

Else
Call changelabelColour(player2position, 5) 'change current position to white
player2position = playerZposition - dicel - dice2

‘check if player2 has won
If player2position < 1 Then
player2position = 1

End 1

Call changslabelColour(player2position, playersGo) 'change new position to red
End If

66it's a double

Player 1 rolled a i - double 6 and moved

34

from 16 to 4, 16 — 12 =4 so this works.

EEE

18
1211
:

Need to test they cannot go below 1. | had to set the dice to not be random to check this and set the
players starting somewhere in the middle as by chance | couldn't get it to get to that point.

| added this code

roLl BOTN @lCe and CUTPUT FesULTs
dicel = randomclass.Next(l, 7)
dice2 = randomclass.Next(l, 7)
1blMessages.Text = (dicel & " " & dice2)

You can't see it well, but it just
stays on position 1 and doesn't
go any lower so it works.

2827]26 |25 [oa [os 22
isfreft7]1s 1o fa0for

1] 1sfrz]11Jiofo s

playerlposition = 4
player2position = 4

2]af4]s]e]7)

‘check if it is a double
If dicel = dice2 Then



10. | realise the board doesn't say whose turn it is.

"change whose turn it is
If playersGo = 1 Then
playersGo = 2
lblMessages.Text = "It's player 25 go
Else
playersGo = 1
lblMessages.Text
End If

"It's player 1s go"

It works — whose turn is in top label, number rolled in bottom.

It's player 1s go

OEOERaNn
£33 2 B EE L
CDEEOE o
OEE B0

11. Now | need to do the obstacles, there must be at least 4, these are my obstacles.

Obstacle Direction Spaces
Encountered a snake Backward 10
Won a prize Forward 3
Fell down hole and broke leg Backward 5
Found magic fruit Forward 7
Found a horse Forward 2
Found a dead body Backward 1

Will put in text file, first line is obstacle, second direction, third spaces e.g.

Encountered a snake

Backward

10

Won a prize

Etc. Then | can read them all into an array.



Wrote code to loop

"read in obstacles and put in array in
Dim cbjRead2 As New System.I0.StreamReader("obstacles.txt™)
Dim cbs As Integer = @

While objRead.Peek <> -1 "read until the end of the file
obstacles({cobs, 8) = cbjRead2.ReadlLine()
obstacles{obs, 1) = cbjRead2.ReadlLine()
obstacles{obs, 2) = cbjRead2.ReadlLine()

End While
MsgBox(cbstacles{®, 8) & cobstacles(®, 1) & ocbstacles(®, 2))

Got error message

Dim obs As Integer = @
While objRead.Peek <» -1 ‘read until the end of the file
‘:'I'JStEClES(CII'JSJ, @) = fghiRead? Readline
obstacles(obs, 1) = of & ObjectDisposedException was unhandled x
oh?taclestohs, 2) = of Cannot read from a closed TextReader.
End While
MsgBox(cbstacles(@, @) & Troubleshooting tips:
Make sure you have not released a rescurce before attempting to use it, A
MsgBox(startMessage) Get general help for this exception,
Call playertove() .
1 sub -
Search for more Help Online...
lwvate sub playerMove() .
"displays whose turn it is ﬁtctlons. _
lblMessages.Text = "It's j View Detail.,
Coov exception detail to the clioboard

It was supposed to be objRead2 not objRead. Also forgot to close the file after.

DM S UL LML ELS MM ML 0 W sy
Dim objRead2 As Mew System.IO.StreamReader(“obstacles.txt")
Dim cbs As Integer = @
While objRead2.Peek <> -1 ‘read until the end of the file
obstacles(obs, @) = cbjRead2.ReadlLine()
obstacles(obs, 1) = cbjRead2.ReadlLine()
obstacles(obs, 2) = cbjRead2.ReadlLine()
End While
objRead2.Close()|
MsgBox(ocbstacles(@, @) & cbstacles(@, 1) & cbstacles(@, 2))

Board Game > It read it in ok but | didn't check all of them

Found a dead bodyBack1

OK




objRead2. Close() Code to output all of them

MsgBox(obstacles(@, @) & obstacles(@, 1) & cbstacles(e, 2))
MsgBox(obstacles(1l, @) & obstacles(l, 1) & cbstacles(l, 2))
MsgBox(obstacles(2, @) & obstacles(2, 1) & cbstacles(2, 2))
MsgBox(obstacles(3, @) & obstacles(3, 1) & obstacles(3, 2))
MsgBox(obstacles(4, @) & obstacles(4, 1) & obstacles(4, 2))
MsgBox(obstacles(5, @) & obstacles(5, 1) & obstacles(5, 2))

MsgBox(startMessage)
Call plavertove()

Board Game ot
Didn't work.

oK

ULM obS AS LNTeger = ¥
While objRead2.Peek <> -1 ‘read until the end of the fi
obstacles{obs, 8) = objRead2.Readline()
loop: obstacles{obs, 1) = objRead2.Readline()
obstacles{obs, 2) = objRead2.Readline()
obs = obhs + 1
End While
objRead2.Close()
MseBox{obstaclesi®. 8) & cbstacles(®. 1% & obstacles(@. 2}

Didn't increase variable obs in

Works now

Won a prizeForward3

n'tine

OK



12. Need to assign obstacles to spaces.

Wrote code to randomly generate 6 spaces and assign an obstacle number to that board space

'6 obstacles to assign to spaces|
For x = @ To 5

generateBoardSpace = randomclass.Next(l, 5@)

If boardSpace(generateBoardspace) = " Then
boardSpace(generateBoardSpace) = x
MsgBox(generateBoardSpace & " 1is obstacle number " & x)

Else
Xx=x -1

End If

Mext

e e e e e

i x=8To 5
generateBoardSpace = randomclass.Next(1, 58)

If boardspace (generateBoardspace) = “* Than
boardspace{generateBoardSpace) = x
MsgBox(generateBoardSpace & " is obstacly .k InvalidCastException was unhandled X
Elsex k-1 Conversion from string "" to type 'Double’ is not valid.
End If Troubleshooting tips:
e When casting from a number, the value must be a number less than infinity, ~
Make sure the source type is convertible to the destination type.
;gBox(startMessage) Get general help for this exception.
’él playertove() InnerException: Make sure your method arguments are in the right format.
i
InnerException: When converting a string to DateTime, parse the string to take the date before putting each variable into the DateTime object. |,
e Sub playertove() Search for more Help Online...

lisplays whose turn it is and lets them roll th
YIMessages.Text = "It's player " & playersGo & | Actions:
wRoll.Enabled = True
ib

View Detail...

Conv excentinn detail tn the clinhaard

Error generated — doesn't like comparison.

Doesn't like empty array, so have initialised to 9999. Also problem with array only starting at 0, but
needs to be 1, so have to add 1. Caused more problems, wouldn’t do anything.



For x = @ To 48
boardspace(x) = 9999

Next

'6 obstacles to assign to spaces
For wx = @ To 5

generateBoardSpace = randumclass.Next(a,|4sj + 1 'adding the 1 because it starts at @

MsgBox(generateBoardSpace)

If boardSpace(generateBoardSpace) = 9999 Then

boardSpace(generateBoardSpace) = x

MsgBox(generateBoardSpace & " is obstacle number ™ & x)

Else
x =x -1
End If
Next

| Board Game it

37 15 obstacle number 0

Ok
A Board Game

23 is obstacle number 3

Board Game

Board Game

24 iz obstacle number 2

19 iz obstacle number 1

Board Game Board Game

20 iz ohetacle numbe 2 15 obstacle number 3

OK

C

It generates 6 positions for

OK

the obstacles

13. Now need to check if there is an obstacle in the positions.

End Sub

Private Sub checkObstacle(position)
Dim cbstacleNum As Integer
If beardSpace(position) <> 9993 Then
obstacleNum = boardSpace(position)
MsgBox(cbstacles(position, @))
End If
End Sub

Private Sub chaneelLabelColouriBvWal position As

Wrote procedure to check the position a
player has moved to and if there is
something there, to output what it says.







LIl WU LaLLTiiuin M Lllvege
If boardspace(position) <> 9999 Then
obstacleNum = boardSpace(position)

MsgBox (obstacles(position, B-);\

End If
ad Sub & IndexOutOfRangeException was unhandled X
rivate Sub changelabelColour(ByVal pos: Index was outside the bounds of the array.

"takes the position that needs chan{ Troubleshooting tips:

Select Case positioen

c 1 iMake sure that the maximum index on a list is less than the list size. ; ~
ase
If player = 1 Then Make sure the index is not a negative number,
1b11.BackColor = Color.f | Make sure data column names are correct.
Elself player = 2 Then Get general help for this exception, v
1bl1.BackColor = Color.g
Else Search for more Help Online...
1b11.BackColor = Color.\
End If Actions:

It didn't work, I'd used the wrong variable

Private Sub checkObstacle(position)
Dim cbstacleMum As Integer
If boardSpace(position) <> 9999 Then
ocbstacleNum = huardSpaceﬁpnsitiDnﬂ
MsgBox(obstacles{obstacleNum, @))
End If
End Sub

It's player 1s go

ooz Player hit an obstacle and it told
them.

42

. IndeslutON e

S —— x
[ et of the srv

Tronblentestion 1

29

Board Game

28

Found a horse




Added a line to get to the number of positions to move

Private Sub checkObstacle(position)
Dim cbstacleNum As Integer
Dim positionsToMove As Integer
"Check if the position the player has moved to has an obstacle in it
If boardSpace(position) <> 9999 Then
obstacleNum = boardSpace(position)
MsgBox(cbstacles (obstacleNum, 8)) ‘ocutput what the obstacle is

positionsToMove = obstacles(obstacleNum, 2) 'get the number of spaces to move

Board Game »

[Ene

OK

It output the number but then errored after someone won

Dim positionsToMove As Integer
"Check if the position the player has moved to has an obstacle in it
If boardSpace(position) <> 9393 Then

obstacleNum = beardSpace(positio

MsgBox(obstacles(obstacleNum, @))| & IndexOutOfRangeException was unhandled

‘o Ind tside the bounds of th :
positionsToMove = obstacles(cbsta i ki i il e

MsgBox(positicnsToMove)

Troubleshooting tips:
E—— Make sure that the maximum index on a list is less than the list size.
Make sure the index is not a negative number,
Make sure data column names are correct.
Sub Get general help for this exception.

vate Sub changelabelColour({ByVal positj] Searchfor more Help Online...
"takes the positicn that needs chanei

| can't figure out why at the moment.




Need to work out if it's going forwards or backwards.

"if they need to mowve back, then it's a negative mowve

If obstacles{obstacleNum, 1) = "Back"™ Then
positionsToMove = positionsToMowve * -1

End If

MsgBox(positionsToMowve)

If

.
Board Game -
It correctly converted back to a minus.
-5
Need to return new value to move.
QK

| changed it to a function to return the value to change by, or to just return 0 if there is no
movement

Function checkObstacle(position)
Dim cbstacleNum As Integer
Dim positionsToMove As Integer
"Check if the position the player has moved to has an obstacle in it
If boardSpace(position) <> 9999 Then
obstacleNum = boardSpace(position)
MsgBox{obstacles(obstacleNum, @)} 'output what the cbstacle is

positionsToMove = obstacles(obstacleNum, 2) 'get the number of spaces to move

'if they need to mowve back, then it's a negative move
If obstacles(obstacleNum, 1) = "Back" Then

positionsToMove = positionsToMove * -1
End If

Return (positionsToMove)
End If
Return ﬁ

End Function

This is the whole function



it's player 1

If playersGo = 1 Then
Call changeLabelColour(playerlposition, 5) 'change current position to white
playerlposition = playerlposition - dicel - dice2

‘check if playerl has won
If playerlposition < 1 Then
playerlposition = 1
End If
playerlposition = playerlposition + checkObstacle(playerlposition)
Call changeLabelColour(playerlposition, playersGo) ‘change new position to red

this is the new function call that adds the number returned.

| then realised that they could win with this additional movement, but it doesn't check that, so | had
to move it and that they could be on -3 and it won't let them check for an obstacle there, so changed
that as well.

Call changelabelColour(playerlposition, 5) ‘change current position to white
playerlposition = playerlposition - dicel - dice2
If playerlposition »>= 1 Then
playerlposition = playerlposition + checkObstacle(playerlposition) ‘check if there is an obstacle
End If
‘check if playerl has won

TFf nlaverinnzitinn ¢ 1 Than

Playerl

It's player 2s o

4aasfas]aearfas]4o]
4241 f40 a0 as a7 ] 30
20303132 ]33 ]34 Jas)
28|27 |20 | 5 [l 3

Player2

Before

KK KC K22 3 KR E B3
pafrsfizrfiofo | s
1 ]2]sfs]s]e]7]




Board Game

Found magic fruit

oK

Hit obstacle

Magic fruit moves forward 7 places so they should now be on 22+5+4+7 =
38 (this is the original position, plus the two dice, plus the 7)

.

OEERE B8
[0 EaE[nEa
DEEnnan
TG

| continued playing, but they both landed on the same space and it didn't show both







14. If they are both on the same space it's going to turn green.

End If
If playerlposition = player2position Then

Call changelabelColour({playerlposition, 3)
End If

Also had to change the select case for changing colours

"takes the position that needs changing colour a
Select Case position
Case 1
If player = 1 Then
1bl1l.BackColor = Color.Red
ElseIf player = 2 Then
1blil.BackColor = Color.Blue
ElseIf player = 3 Then
1bll.BackColor = Color.Green
Else
1blil.BackColor = Color.White
End If
Case 2

It changed it to green, but there was still a red one.

Turns out | hadn't changed playersGo to player for label 30

It's player 2= go

44 Jssfso]47as a0
4241 Jao]ss fas fa7f30
20 |0 o1 [s2 [ s fae a5
2827 |20 |5 [oa f2s 22

i5 i i i R 21
i i1 feofo s
(1]z]s]efsfe]7

2 20h dear that is a double.
ROLL Time to move backwards

Case 38
If playersGo = 1 Then
1bl3@.BackColor = Color.Red
ElseIf playersGo = 2 Then
1bl3@.BackColor = C:L:’.Bluﬂ
ElseIf player = 3 Then R
1bl3@8.BackColor = Color.Green
Else ) 43| a4 a5 |48 |47 |45 [ 4
1bl38.BackColor = Color.White
_ 42)41 403938 ]37] 36
End IT
Case 31 293031132133 )134]35
- - 28 26252423 )22
) 15116 |17 )18 19]20 |21
Now it works
141312110 o | &
1212145157

ROLL




Testing

Test | WhatI'm What I'm What should | What happened | Screenshot Comments /
No Testing Testing it happen number Corrections
with
1 Game is Loading the | Welcome Welcome 1.1 All good
started game message message loaded 1.2
Board loads Board loaded
Players are Players not on
not shown on | board
the board Displays its player
Obstacles are | 1sgo
loaded (messages loaded
Messages are | otherwise
loaded welcome
Displays that wouldn't display,
it's player 1s obstacles not
go visible)
2 Player 1 Player 1 2 random 6 and 4 rolled 2.1 When roll double
can roll clicks roll numbers Double rolled 2.2 straight away, puts
generated player on position 1.
between 1 Will set players to start
and 6 on position 1 rather
Outputsit’s a than 0.
double, or the
single
amounts
3 Both Game starts | Board Board position1 | 3.1 Worked
players position 1 is was green 3.2 Worked
start on green 33 Didn't work
position 1 3.4 Code changed
3.5 Now it works
4 Player 1 Player 1 2 numbers Numbers 4.1 Worked
moves clicks Roll displayed in displayed in label, | 4.2
forward label, red box | Red box moved 4.3
dice moves
number of
times
5 Player 2 Player 2 2 numbers Numbers 5.1 Worked
moves clicks Roll displayed in displayed in label, | 5.2
forward label, blue Blue box moved
dice box moves
number of
times




6 Player 1 Player 1 The player P1 moved back 6.1 Worked
moves rolls a moves 6.2
backona | double backward the
double number of
squares they
have rolled
7 Player 2 Player 2 The player P2 moved back 7.1 Worked
moves rolls a moves 7.2
backona | double backward the
double number of
squares they
have rolled
8 A player Play game Messages Message 8.1 Worked
can win until a saying who displayed 8.2
player gets | wonis
to the end displayed
9 Obstacles | Play game Obstacle Message stating 9 Worked
appear on | until an message obstacle output
the way obstacle is output
hit
10 All six Play All 6 appear in | All 6 appear in 10.1
obstacles | game(s) output output 10.2 Worked
are until all 10.3
loaded obstacles 104
have 10.5
appeared. 10.6
11 Obstacles | Play All move The players 11.1 Didn't work at first,
move game(s) forward or moved but the 11.2 11.3 shows some of
forward until all back correctly | wrong number of | 11.3 the changes, but now
or back obstacles places there's a new error and
the right have | can't fix it
amount appeared




11

1.2

2.1

Board Game

Welcome to the best board game in the world! Are you ready? You'd better be,

because here we go..,

o]

Player1
It's player 1's tum
Player2

EEEEEnm
EEEEEES
CEEEEEE

23 2 B £ X S
K53 K K K3 £ ) 6
paisfrafoifiofo ]|
1]2]afsfs]e ]

It’s player Zs ao

43 asasfae |47 ]as oo
42]41Jsofao Jss o7 ]3s
EESIEEEE
2827 f26 |25 |24 |20 | 22

5 K1 E K KR E BB
HEER 2l
]2 fs]afs]e]7




2.2

3.1

0im
Dim
Dim
Dim
oim

MAm

plwonMessage
pWonMessage

playersGoo =

rondnmeTacc

Back colour changed

3.2

lt's player 2s go

5] [sa o] s0
FE3 51 ) 5 Y 5
EIEIE B B EIES
OEDERRAR

EOEODRN
DEEnnan
BEEnEna

1 10h dear, that is a double.
ROLL Time to move backwards.

4z

a5z
playerlposition
playerZposition

il

o B

STring
string

-z

Ac

s player 15 tum

43444546 |47

48

49

4214140 )39]38

37

36

29130313233

34

35

28 2726|2524

23

22

20

21

ROLL

Integer
Integer

Starting positions changed

MsgBox(startMessage)
1bl1.BackColor = Color.Grien

Lk N [ ——






-ormi -

33

. . lt's player 2= go
Player 2 does not remain in space

plfolulofols
G EENE

3.4 Changed colour changing to white to an if to check if there is another player there and then leave
them there:

se
If playerlposition = playerZposition Then
Call changelabelColour{playerlposition, 1)
Else
Call changelabelColour{player2position, 5) ‘'change current position to white
End If
player2position = player2position - dicel - diceﬂ

85 Forml - o X

3.5 It worked K siyer 2500

43|44 |45 |46 |47 |48 |49

4214140393837 ]36

20130 3132333435

2827 |26 25242322

1516 |17 18192021

ROLL 25



4.1 Before movement

4U SY |38 3/ |30
i K01 £ K R ) )
HEEERA0
23]as]ofr

4.2 After roll 1-rolled 5 + 4 =9, already on 1 so move to 10

o
1]2]afsfs]e ]

4.3 After roll 2 —rolled 3 + 1 = 4 already on 10 so move to 14




5.1 Before rolled 15

5.2




6.1 P1 move before

6.2 After, rolled double 1 so moved from 20 to 18 . . m n E
6

1 10h dear, that is a double.
Time to move backwards.

7.1 Before
1516|1718 10 ]20]21]
1]1o]o s8]
1 ]2]3]e]s]e]7]

7.2 After, started on 12, rolled double 6 so moved back 12 spaces, can't go below 0 so stayed on 1

6 60h dear, that is a double.
ROLL Time to move backwards.




8.1 Before

It's player 2s go

EEEEE: D
ENMEDHE
R

DEEEDas
0 EO66
K23 K21 K2 K K1 N
TG

8.2 After

Flayerl

tt's player 1s go

Player2

43
o= ]
3031 ]a2]as]s4 ). o

28 : ———
HEEOE
ST [

Yay! Whoo! Well done player 1! You've won )

BEnEaOE



9 Obstacle appeared 43 |aa a5 |as

42|41

29130

28 |27 262524 23])22

Same
Position

Board Game

Found a dead body

=]

1 10h dear. that is a double.
ROLL Time to move backwards

10.1
Board Game ot
Found a dead body
10.2
Board Game hod
Found magic fruit
QK
10.3
Board Game ot
Encountered a snake
QK
10.4 Board Game oy

Won a prize

0K




10.5

Board Game

10.6 Board Game

Fell down hole and broke leg

QK

Found a horse

OK




11.1 Snake moved P1 back 4 spaces but should be 10 spaces

-27 262524 |23 22
15|16 |17 |18 |19 |20 =m m

141312111109 g 8

1123451617

Board Game >

0 o B Dommn
— Found a dead body
=

11.3 Changed code because it was reading the right amounts, but the game didn't show the die roll
move before moving the obstacle, so it just didn't look like it worked. But now the players
sometimes leave a colour behind, but I've run out of time and the rest still works.

L -

End If
Call changeLabelColour{playerlposition, 1)
If playeriposition »= 1 Then 'check for obstacle
obstaclemove = checkobstacle(playeripositicn)

playeriposition = playeripositicn + obstacleMove 'move obstacle amount

m

If obstaclemove » @ Then 'if they have omved
If playerlposition - obstacleMove = player2position Then "check if both were on same square
| Call changeLabelColour({player2position, 2) "if so, change r
Elze
Call changeLabelColour({playerlposition - obstacleMove, 5) 'change to white
End If

If playerlposition < 1 Then "check not off board

playerlposition = 1
End If

Call changeLabelColour(playeripositicn, 1)

End If

End If



Success Criteria

e There are board positions 1 to 49
This has been met and can be seen in all the testing screenshots
e There are two players
This has been met. The testing shows both players (red and blue)
e Each player takes it in turn to play
This has been met. The testing shows each player moving, and the words Player 1s turn, and
Player 2s turn appearing.
e A player rolls two dice (1-6 each)
0 Display value of dice rolled
These are shown in the label on the form in the screenshots
0 Player moves that number of places
Tests 4 and 5 show the movements
0 IF adoubleis rolled, then move back that number of spaces
Tests 6 and 7 show this
0 Message must be displayed with dice numbers
Label at bottom of form
0 Message must be displayed when a double is rolled
Label at bottom of form
e Player wins by getting to square 49
0 Does not need to be exact
Test 8 shows winning
e  Must have a start game message
Test 1 shows the message
e Must have a 'won' message
Test 8 shows the message
e All messages need to be stored in a text file and loaded at the start of the program
Text file:

) g

File Edit Format View Help

Helcome to the best board game in the world! Are you ready? You'd better be, because here we go...
M Oh dear, that is a double. Time to move backwards.

Yay! Whoo! Well done player 1! You'we won :)

Yay! Whoo! Well done player 2! You'we won :)

Code:

'"Read im messages from text file

Dim objRead As Mew System.IO.StreamReader(“messages.txt™)
startMessage = objRead.ReadlLine(}

doubleMessage = objRead.ReadLline(}

plwonMessage = objRead.Readline()

p2wonMessage = objRead.ReadlLine()

cbjrRead.Close()



e Need to have 4 obstacles stored in a text file, along with the number of squares they move
forward or backward by. Must be loaded at the start of the game

Text file:

Mj chstacles.tut - Motepad

File Edit Format View Help

Encuuntered a snake
| Back

1@

kon a prize

Forward

3

Fell down hole and broke leg
Back

5

Found magic fruit
Forward

7

Found a horse
Forward

2

Found a dead body
Back

1

Code: ‘read im obstacles and put in array
Dim objRead2 As New System.I0.Streamfeader(“obstacles.itxt")
pim obs As Integer = @
While objRead2.Peek <> -1 'read until the end of the file
obstacles{obs, @) = objRead2.ReadLine()
obstacles{obs, 1) = objRead2.ReadLine()
obstacles{obs, 2} = objRead2.ReadLine()
obs = chs + 1
End While
objrRead2.Close()

'assign obstacles to board spaces.

Dim generateBoardspace As Integer



| have completed all of the success criteria that | identified and almost all of the program works
really well. Sometimes a player does have two pieces, but one of them is just stuck and doesn't
actually affect the game.

Code:

Public Class Forml
Dim startMessage As String
Dim doubleMessage As String
Dim plwonMessage As String
Dim p2wonMessage As String
Dim playerlposition As Integer =1
Dim player2position As Integer
Dim playersGo = 1
Dim randomclass As New Random()
Dim obstacles(® To 5, © To 2) As String
Dim boardSpace(® To 48) As Integer 'will only start at @, so need to add 1

]
=

Private Sub Forml_Load(sender As System.Object, e As System.EventArgs) Handles
MyBase.Load
cmdRoll.Enabled = False

'Read in messages from text file

Dim objRead As New System.IO.StreamReader("messages.txt")
startMessage = objRead.ReadLine()

doubleMessage = objRead.ReadlLine()

plwonMessage = objRead.ReadLine()

p2wonMessage = objRead.ReadLine()

objRead.Close()

'read in obstacles and put in array
Dim objRead2 As New System.IO.StreamReader("obstacles.txt")
Dim obs As Integer = ©

While objRead2.Peek <> -1 'read until the end of the file
obstacles(obs, @) = objRead2.ReadlLine()
obstacles(obs, 1) = objRead2.ReadlLine()

obstacles(obs, 2)
obs = obs + 1
End While
objRead2.Close()

objRead2.ReadlLine()

'assign obstacles to board spaces.
Dim generateBoardSpace As Integer

For x = @ To 48
boardSpace(x) = 9999

Next

'6 obstacles to assign to spaces
For x = @ To 5
generateBoardSpace = randomclass.Next(©, 48) + 1 'adding the 1 because it
starts at ©
If boardSpace(generateBoardSpace) = 9999 Then
boardSpace(generateBoardSpace) = x



'MsgBox(generateBoardSpace & " is obstacle number " & Xx)

Else
x=x-1
End If
Next
MsgBox(startMessage)

1bl1.BackColor = Color.Green 'both players start on position 1

Call playerMove()
End Sub

Private Sub playerMove()
'displays whose turn it is and lets them roll the dice
1blMessages.Text = "It's player " & playersGo & "'s turn"
cmdRoll.Enabled = True

End Sub

Private Sub cmdRoll_Click(sender As System.Object, e As System.EventArgs) Handles
cmdRoll.Click
Dim dicel As Integer
Dim dice2 As Integer
Dim obstacleMove As Integer = 0@

'roll both dice and output results
dicel = randomclass.Next(1, 7)

dice2 = randomclass.Next(1, 7)
1blRolled.Text = (dicel & " " & dice2)

‘check if it is a double
If dicel = dice2 Then
1blRolled.Text = 1blRolled.Text & doubleMessage

'it's a double so player moves backward
'it's player 1
If playersGo = 1 Then
If playerlposition = player2position Then
Call changelLabelColour(player2position, 2)
Else
Call changelLabelColour(playerlposition, 5) 'change current
position to white
End If
playerlposition = playerlposition - dicel - dice2 'calculate new

position
If playerlposition < 1 Then 'check not off board
playerlposition = 1
End If
Call changelLabelColour(playerlposition, 1)
If playerlposition >= 1 Then 'check for obstacle
obstacleMove = checkObstacle(playerlposition)
playerlposition = playerlposition + obstacleMove 'move obstacle
amount

If obstacleMove > © Then 'if they have moved



If playerlposition - obstacleMove = player2position Then
‘check if both were on same square
Call changelLabelColour(player2position, 2) 'if so, change
to player 2
Else
Call changelLabelColour(playerlposition - obstacleMove, 5)
'change to white
End If

If playerlposition < 1 Then 'check not off board
playerlposition =1
End If

Call changelLabelColour(playerlposition, 1)

End If

End If

Else

If playerlposition = player2position Then
Call changelLabelColour(playerlposition, 1) 'if both on same square
change to p1l
Else
Call changelLabelColour(player2position, 5) 'change current
position to white
End If
player2position = player2position - dicel - dice2

If player2position < 1 Then 'check player still on board
player2position = 1
End If

Call changelLabelColour(player2position, 2)

If player2position >= 1 Then 'check for an obstacle
obstacleMove = checkObstacle(player2position) 'call fn to check

player2position = player2position + obstacleMove 'calculate new
position

If obstacleMove > @ Then 'If there is an obstacle
If player2position - obstacleMove = playerlposition Then
‘check if both on same square before
Call changelLabelColour(playerlposition, 1) 'if both on
same square, change to player 1 colour
Else
Call changelLabelColour(player2position - obstacleMove, 5)
'if not change to white
End If



If player2position < 1 Then 'check player still on board
player2position = 1
End If

Call changelLabelColour(player2position, 2)

End If
End If

End If

Else
'it's not a double so player moves forward

'it's player 1
If playersGo = 1 Then
If playerlposition = player2position Then 'if on same space change to
player 2s colour
Call changelLabelColour(player2position, 2)
Else
Call changelLabelColour(playerlposition, 5) 'change current
position to white
End If

playerlposition = playerlposition + dicel + dice2

‘check if playerl has won

If playerlposition >= 49 Then
MsgBox(plwonMessage)

Me.Close()
End If

Call changelLabelColour(playerlposition, 1)

If playerlposition < 49 Then
obstacleMove = checkObstacle(playerlposition) ‘check for obstacle

playerlposition = playerlposition + obstacleMove 'move obstacle

amount
If playerlposition >= 49 Then
MsgBox(plwonMessage)
Me.Close()
End If

If obstacleMove > @ Then 'if there is an obstacle
If playerlposition - obstacleMove = player2position Then 'if
both were on same square
Call changelLabelColour(player2position, 2) ‘'change to p2s
colour
Else
Call changelLabelColour(playerlposition - obstacleMove, 5)
'if not, change to white
End If



'check if playerl has won

If playerlposition >= 49 Then
MsgBox(plwonMessage)
Me.Close()

End If

Call changelLabelColour(playerlposition, 1)

End If
End If

Else 'p2
If playerlposition = player2position Then
Call changelLabelColour(playerlposition, 1) 'if both on same square
change to p1l
Else
Call changelLabelColour(player2position, 5) 'change current
position to white
End If
player2position = player2position + dicel + dice2

If player2position >= 49 Then
MsgBox(p2wonMessage)
Me.Close()

End If

Call changelLabelColour(player2position, 2)

If player2position >= 1 Then 'check for an obstacle
obstacleMove = checkObstacle(player2position) 'call fn to check

player2position = player2position + obstacleMove ‘calculate new
position

If player2position >= 49 Then
MsgBox(p2wonMessage)
Me.Close()

End If

If obstacleMove > @ Then 'If there is an obstacle
If player2position - obstacleMove = playerlposition Then
‘check if both on same square before
Call changelLabelColour(playerlposition, 1) 'if both on
same square, change to player 1 colour
Else
Call changelLabelColour(player2position - obstacleMove, 5)
'if not change to white
End If



If player2position >= 49 Then
MsgBox(p2wonMessage)
Me.Close()

End If

Call changelLabelColour(player2position, 2)

End If
End If

End If
End If

‘check if both are in the same position, if so change it to green
If playerlposition = player2position Then

Call changelLabelColour(playerlposition, 3)
End If

'change whose turn it is
If playersGo = 1 Then
playersGo = 2
1blMessages.Text = "It's player 2s go"
Else
playersGo = 1
1blMessages.Text
End If

"It's player 1s go"

End Sub

Function checkObstacle(position)
Dim obstacleNum As Integer
Dim positionsToMove As Integer
'Check if the position the player has moved to has an obstacle in it
If boardSpace(position) <> 9999 Then
obstacleNum = boardSpace(position)
MsgBox(obstacles(obstacleNum, ©)) ‘output what the obstacle is

positionsToMove = obstacles(obstacleNum, 2) 'get the number of spaces to
move

'if they need to move back, then it's a negative move

If obstacles(obstacleNum, 1) = "Back" Then
positionsToMove = positionsToMove * -1

End If

Return (positionsToMove)
End If

Return ©
End Function

Private Sub changelLabelColour(ByVal position As Integer, ByVal player As Integer)
'takes the position that needs changing colour and changes it depending whose
go it is
Select Case position
Case 1 'if it's board position 1



If player = 1 Then

1bl1l.BackColor = Color.

ElseIf player = 2 Then

1bli.BackColor = Color.

ElseIf player = 3 Then

1bl1l.BackColor = Color
green

Else
1bli.BackColor = Color

End If

Case 2
If player = 1 Then

1bl2.BackColor = Color.

ElseIf player = 2 Then

1bl2.BackColor = Color.

ElseIf player = 3 Then
1bl2.BackColor = Color
Else
1bl2.BackColor = Color
End If
Case 3
If player = 1 Then

1b13.BackColor = Color.

ElseIf player = 2 Then

1bl3.BackColor = Color.

ElseIf player = 3 Then
1bl3.BackColor = Color
Else
1bl3.BackColor = Color
End If
Case 4
If player = 1 Then

1bl4.BackColor = Color.

ElseIf player = 2 Then

1bl4.BackColor = Color.

ElseIf player = 3 Then

1bl4.BackColor = Color
Else
1bl4.BackColor = Color
End If
Case 5

If player = 1 Then

1bl5.BackColor = Color.

ElseIf player = 2 Then

1bl5.BackColor = Color.

ElseIf player = 3 Then
1bl5.BackColor = Color
Else
1bl5.BackColor = Color
End If
Case 6
If player = 1 Then

1bl6.BackColor = Color.

ElseIf player = 2 Then

1bl6.BackColor = Color.

ElseIf player = 3 Then

1bl6.BackColor = Color.

Else
1bl6e.BackColor = Color
End If
Case 7
If player = 1 Then

Red

Blue

.Green

White

Red

Blue

.Green

White

Red

Blue

.Green

.White

Red

Blue

.Green

White

Red

Blue

.Green

.White

Red

Blue

Green

White

'if it's player 1
'if it's player 2

"if both same position change to

'if resetting change to white



1b17.BackColor = Color.
ElseIf player = 2 Then

1bl7.BackColor = Color.
ElseIf player = 3 Then

Red

Blue

1bl7.BackColor = Color.Green

Else

1bl7.BackColor = Color.White

End If
Case 8
If player = 1 Then
1b18.BackColor = Color.
ElseIf player = 2 Then
1b18.BackColor = Color.
ElseIf player = 3 Then

1bl8.BackColor = Color
Else
1bl8.BackColor = Color
End If
Case 9

If player = 1 Then
1bl9.BackColor = Color.

ElseIf player = 2 Then
1b19.BackColor = Color.

ElseIf player = 3 Then

1bl9.BackColor = Color
Else
1bl9.BackColor = Color
End If
Case 10

If player = 1 Then

1bl1e.BackColor = Color.

ElseIf player = 2 Then

1bl1@.BackColor = Color.

ElseIf player = 3 Then

1bl1e.BackColor = Color.

Else

1bl10.BackColor = Color.

End If
Case 11
If player = 1 Then

1bl11.BackColor = Color.

ElseIf player = 2 Then

1bl11l.BackColor = Color.

ElseIf player = 3 Then

1bl11l.BackColor = Color.

Else
1bli11.BackColor = Color
End If
Case 12
If player = 1 Then

1bl12.BackColor = Color.

ElseIf player = 2 Then

1bl12.BackColor = Color.

ElseIf player = 3 Then

1bl12.BackColor = Color.

Else
1bl12.BackColor = Color
End If
Case 13
If player = 1 Then

1bl13.BackColor = Color.

ElseIf player = 2 Then

Red

Blue

.Green

White

Red

Blue

.Green

.White

Red

Blue

Green

White

Red

Blue

Green

.White

Red

Blue

Green

White

Red



1bl13.BackColor = Color.

ElseIf player = 3 Then

1bl13.BackColor = Color.

Else
1bl13.BackColor = Color
End If
Case 14
If player = 1 Then

1bl14.BackColor = Color.

ElseIf player = 2 Then

1bl14.BackColor = Color.

ElseIf player = 3 Then

1bl14.BackColor = Color.

Else
1bl14.BackColor = Color
End If
Case 15
If player = 1 Then

1bl15.BackColor = Color.

ElseIf player = 2 Then

1bl15.BackColor = Color.

ElseIf player = 3 Then

1bl15.BackColor = Color.

Else
1bl15.BackColor = Color
End If
Case 16
If player = 1 Then

1bl16.BackColor = Color.

ElseIf player = 2 Then

1bl16.BackColor = Color.

ElseIf player = 3 Then

1blil6.BackColor = Color.

Else
1bli6.BackColor = Color
End If
Case 17
If player = 1 Then

1bl17.BackColor = Color.

ElseIf player = 2 Then

1bl17.BackColor = Color.

ElseIf player = 3 Then
1bl17.BackColor = Color
Else
1bl17.BackColor = Color
End If
Case 18
If player = 1 Then

1bl18.BackColor = Color.

ElseIf player = 2 Then

1bl18.BackColor = Color.

ElseIf player = 3 Then
1bl18.BackColor = Color
Else
1bl18.BackColor = Color
End If
Case 19
If player = 1 Then

1bl19.BackColor = Color.

ElseIf player = 2 Then

1bl19.BackColor = Color.

ElseIf player = 3 Then
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1bl19.BackColor = Color.
Else
1bl119.BackColor = Color
End If
Case 20

If player = 1 Then

1bl20.BackColor = Color.

ElseIf player = 2 Then

1bl20.BackColor = Color.

ElseIf player = 3 Then

1bl20.BackColor = Color.

Else
1bl20.BackColor = Color
End If
Case 21
If player = 1 Then

1bl21.BackColor = Color.

ElseIf player = 2 Then

1bl21.BackColor = Color.

ElseIf player = 3 Then

1bl21.BackColor = Color.

Else
1bl21.BackColor = Color
End If
Case 22
If player = 1 Then

1bl22.BackColor = Color.

ElseIf player = 2 Then

1bl22.BackColor = Color.

ElseIf player = 3 Then

1bl22.BackColor = Color.

Else
1bl22.BackColor = Color
End If
Case 23
If player = 1 Then

1bl23.BackColor = Color.

ElseIf player = 2 Then

1bl23.BackColor = Color.

ElseIf player = 3 Then
1bl23.BackColor = Color
Else
1bl23.BackColor = Color
End If
Case 24
If player = 1 Then

1bl24.BackColor = Color.

ElseIf player = 2 Then

1bl24.BackColor = Color.

ElseIf player = 3 Then
1bl24.BackColor = Color
Else
1bl24.BackColor = Color
End If
Case 25
If player = 1 Then

1bl25.BackColor = Color.

ElseIf player = 2 Then

1bl25.BackColor = Color.

ElseIf player = 3 Then

1bl25.BackColor = Color.

Else

Green

White

Red

Blue

Green

White

Red

Blue

Green

White

Red

Blue

Green

White

Red

Blue

.Green

White

Red

Blue

.Green

White

Red

Blue

Green



1bl25.BackColor = Color
End If
Case 26
If player = 1 Then

1bl26.BackColor = Color.

ElseIf player = 2 Then

1bl26.BackColor = Color.

ElseIf player = 3 Then

1bl26.BackColor = Color.

Else
1bl26.BackColor = Color
End If
Case 27
If player = 1 Then

1bl27.BackColor = Color.

ElseIf player = 2 Then

1bl127.BackColor = Color.

ElseIf player = 3 Then

1bl127.BackColor = Color.

Else
1bl27.BackColor = Color
End If
Case 28
If player = 1 Then

1bl128.BackColor = Color.

ElseIf player = 2 Then

1bl28.BackColor = Color.

ElseIf player = 3 Then

1b128.BackColor = Color.

Else
1bl128.BackColor = Color
End If
Case 29
If player = 1 Then

1bl29.BackColor = Color.

ElseIf player = 2 Then

1bl129.BackColor = Color.

ElseIf player = 3 Then
1bl29.BackColor = Color
Else
1bl29.BackColor = Color
End If
Case 30
If player = 1 Then

1bl30.BackColor = Color.

ElseIf player = 2 Then

1bl3@.BackColor = Color.

ElseIf player = 3 Then
1bl3@.BackColor = Color
Else

1bl30@.BackColor = Color.

End If
Case 31
If player = 1 Then

1bl31.BackColor = Color.

ElseIf player = 2 Then

1bl31.BackColor = Color.

ElseIf player = 3 Then

1bl31.BackColor = Color.

Else
1bl31.BackColor = Color
End If
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Case 32
If player = 1 Then

1bl32.BackColor = Color.

ElseIf player = 2 Then

1bl32.BackColor = Color.

ElseIf player = 3 Then

1bl32.BackColor = Color.

Else
1bl32.BackColor = Color
End If
Case 33
If player = 1 Then

1bl33.BackColor = Color.

ElseIf player = 2 Then

1bl33.BackColor = Color.

ElseIf player = 3 Then

1bl133.BackColor = Color.

Else
1bl33.BackColor = Color
End If
Case 34
If player = 1 Then

1b134.BackColor = Color.

ElseIf player = 2 Then

1bl34.BackColor = Color.

ElseIf player = 3 Then

1bl34.BackColor = Color.

Else
1b134.BackColor = Color
End If
Case 35
If player = 1 Then

1bl35.BackColor = Color.

ElseIf player = 2 Then

1bl35.BackColor = Color.

ElseIf player = 3 Then
1bl35.BackColor = Color
Else

1bl35.BackColor = Color.

End If
Case 36
If player = 1 Then

1bl36.BackColor = Color.

ElseIf player = 2 Then

1bl36.BackColor = Color.

ElseIf player = 3 Then
1bl36.BackColor = Color
Else
1bl36.BackColor = Color
End If
Case 37
If player = 1 Then

1bl37.BackColor = Color.

ElseIf player = 2 Then

1bl37.BackColor = Color.

ElseIf player = 3 Then

1b137.BackColor = Color.

Else

1bl37.BackColor = Color.

End If
Case 38
If player = 1 Then
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1bl138.BackColor = Color.

ElseIf player = 2 Then

1b138.BackColor = Color.

ElseIf player = 3 Then

1b138.BackColor = Color.

Else
1bl38.BackColor = Color
End If
Case 39
If player = 1 Then

1b139.BackColor = Color.

ElseIf player = 2 Then

1bl39.BackColor = Color.

ElseIf player = 3 Then

1bl39.BackColor = Color.

Else
1b139.BackColor = Color
End If
Case 40
If player = 1 Then

1bl40.BackColor = Color.

ElseIf player = 2 Then

1bl40.BackColor = Color.

ElseIf player = 3 Then

1bl40.BackColor = Color.

Else
1bl4e.BackColor = Color
End If
Case 41
If player = 1 Then

1bl41.BackColor = Color.

ElseIf player = 2 Then

1bl41.BackColor = Color.

ElseIf player = 3 Then

1bl41.BackColor = Color.

Else
1bl41.BackColor = Color
End If
Case 42
If player = 1 Then

1bl42.BackColor = Color.

ElseIf player = 2 Then

1bl42.BackColor = Color.

ElseIf player = 3 Then
1bl42.BackColor = Color
Else
1bl42.BackColor = Color
End If
Case 43
If player = 1 Then

1bl43.BackColor = Color.

ElseIf player = 2 Then

1bl43.BackColor = Color.

ElseIf player = 3 Then
1bl43.BackColor = Color
Else
1bl43.BackColor = Color
End If
Case 44
If player = 1 Then

1bl44.BackColor = Color.

ElseIf player = 2 Then
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1bl44.BackColor = Color.

ElseIf player = 3 Then

1bl44.BackColor = Color.
Else
1bl44.BackColor = Color
End If
Case 45

If player = 1 Then

1bl45.BackColor = Color.

ElseIf player = 2 Then

1bl45.BackColor = Color.

ElseIf player = 3 Then

1bl45.BackColor = Color.
Else
1bl45.BackColor = Color
End If
Case 46

If player = 1 Then

1bl46.BackColor = Color.

ElseIf player = 2 Then

1bl46.BackColor = Color.

ElseIf player = 3 Then

1bl46.BackColor = Color.
Else
1bl46.BackColor = Color
End If
Case 47

If player = 1 Then

1b147.BackColor = Color.

ElseIf player = 2 Then

1bl147.BackColor = Color.

ElseIf player = 3 Then

1bl47.BackColor = Color.
Else
1bl47.BackColor = Color
End If
Case 48

If player = 1 Then

1bl48.BackColor = Color.

ElseIf player = 2 Then

1bl48.BackColor = Color.

ElseIf player = 3 Then

1bl48.BackColor = Color
Else
1bl48.BackColor = Color
End If
Case 49

If player = 1 Then

1bl49.BackColor = Color.

ElseIf player = 2 Then

1bl49.BackColor = Color.

ElseIf player = 3 Then

1bl49.BackColor = Color
Else
1bl49.BackColor = Color
End If
End Select

End Sub
End Class

Blue

Green

White

Red

Blue

Green

.White

Red

Blue

Green

White

Red

Blue

Green

.White

Red

Blue

.Green

White

Red

Blue

.Green

White



