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ProcC tedy dalsi e obsah bud neni plné

sachova aplikace? pristupny zadarmo
. e lekce jsou neuplne

e nebo jsou appky neprehledne




]ak Zlepgit e prehlednost - vse potrebne je
nedostatky?

vidét hned v menu




e paywall - lekce jsou plhe
pristupne bez jakekoliv platby

Openings Pin Quiet Moves Corresponding
Squares
This simple lesson Pins are one of the most Beginners try o brute
teaches the basics of important tactics in the force their combinat

openings middle game, learn to use but this course teaches
them to your avantage! moves that don't lead to

Beglnner Intermediate




e mnozstvi - lekce budou
pridavat hlavne uzivatele
(jeding, co je nutné a chybi)




Implementace




Struktura lekce e Starting FEN - FEN string
uklada pozici, hra string

precte a postavi figurky
e je mozne delat “prazdne
kroky’, tedy jen text bez tahu
e Highlight - zvyraznéni policka,
lze 1 vice najednou
e Expected Move a Enemy
Move potrebuje jen policka
odkud tahnout kam

1ad




Jak funguje pohyb?

id TryMoveTo(souradnice targetTile)

souradnice fromTile = selectedPiece.currentTile;

Vector2Int target = Vector2Int(targetTile.x, targetTile.y);
if (lcurrentLegalMoves.Contains(target)) return;

RegisterMove(r Move

{

piece = selectedPiece,

from = fromTile,

to = targetTile,

capturedPiece = targetTile.occupiedPiece

1
MovePiece(selectedPiece, targetTile);

HandleSpecialMoves(selectedPiece, fromTile, targetTile);
FinalizeMove(selectedPiece, fromTile, targetTile);
SwitchTurn();

CheckGameState();



Co pra_vidla? jednoduse fe¢eno se pouziva
vektoru

dokud jsou tahy na
sachovnici, pouziji se vektory
Vector2Int(e, 1), ~ ~
sl o ve vsech smeéerech a do

Vector2Int(-1, @)

seznamu tahu se pridavaji

e tahy, dokud "nenarazi’ na

while (IsInsideBoard(checkX, checkyY))

v o
{ Piece target = board[checkX, checkY].occupiedPiece; n e_] a ko u ﬁ g u r ku

List<Vector2Int> RookMoves(Piece piece, souradnice[,] board)
List<vector2Int> moves 5

X = piece.currentTile.x;
y = piece.currentTile.y;

if (target != i v v
_ priklad - tahy veze
if (target.color != piece.color
oves.Add Vector2Int(checkX, checky));

break;

ol IsInsideBoard(int x, int y)

s.Add Vector2Int(checkX, checky));

move (
checkX += dir.x;
checky += dir.y;
}

return x >= 0 && x < 8 && y >=0 && y < 8;




IsInCheck ng color, souradnice[,] board)

Vector2Int kingPos = Vector2Int.zero;
for (i X = @; X < 8; X++
for y =0; y < 8; y+t+
if (board[x, y].occupiedPiece != null &&
board[x, y].occupiedPiece.type == "King
board[x, y].occupiedPiece.color == color
kingPos = new Vector2Int(x, y);

enemyColor = color ==
for (i X = 0; X < 8; X++
for y =0; y < 8; y++

Piece piece = board[x, y].occupiedPiece;
(piece != 8& piece.color == enemyColor)

List<Vector2Int> moves = GetLegalMovesRaw(piece, board);

if (moves.Contains(kingPos

return -

return Se;

u vsech figur se jestée musi
kontrolovat, jestli nahodou
nejsou v sachu nebo dane
tahy nejsou v sachu

List<Vector2Int> GetLegalMoves(Piece piece, souradnice[,] board

List<Vector2Int> raw = GetLegalMovesRaw(piece, board);
List<vector2Int> legal = 3

Vector2Int move in raw

Piece originalOccupant = board[move.x, move.y].occupiedPiece;
souradnice fromTile = board[piece.currentTile.x, piece.currentTile.y];

board[move.x, move.y].occupiedPiece = piece;

fromTile.occupiedPiece = 5

Vector2Int originalTile = Vector2Int(piece.currentTile.x, piece.currentTile.y);
piece.currentTile = board[move.x, move.y];

if (!1sIncheck(piece.color, board))
legal.Add(move);

piece.currentTile = board[originalTile.x, originalTile.y];
fromTile.occupiedPiece = piece;
board[move.x, move.y].occupiedPiece = originalOccupant;

piece.type == "King"
legal.AddRange(GetCastlingMoves(piece,board));
1 legal;




Priklad jedné lekce

Hil Welcome to a short chess
lesson talking about pins. A
pin is a powerful chess
tactic where an attacking
piece (bishop, rook, or
queen) restricts an
opponent’s piece from
moving because doing so
would expose a more
valuable piece—usually the
king or queen—behind it.

In this position, the bishop
on g5 is pinning the knight on
6, because behind it is the
black queen. The black knight
can't move, because white
would then take the queen,
resulting in a winning
position.




Now that it's white’s turn, Great! Now the knight is

find a move to create more defended only by the pawn

pressure on the pin! on g7 and queen on d8. Let's
see what happens after a
common move from black.




The bishop on e6 does That's right, taking with the
absolutely nothing against bishop is the strongest

us taking the knight. What move! Now black has a weak
piece would you take with to king, while white has a very
create a huge advantage? strong knight on dS.

Lesson complete!




Problémy na o pokryti celého policka
vyreseni

figurkou a zaroven stejne
velikosti (povedlo se vzdy jen
jedno..)

e custom highlight - dulezité
zejmena pro lekci
korespondujici pole




lepsi grafika
editor lekcli

nahravani a stahovani lekci
hrani s pocCitacem nebo s
realnym souperem

o Idealné na cas
e adalsi.

Co do budoucna?




