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import 'package:flutter/material.dart’;

class SplashScreen extends StatefulWidget {

@override

_SplashScreenState createState() => _SplashScreenState();
}

class _SplashScreenState extends State<SplashScreen>
with SingleTickerProviderStateMixin {
AnimationController? _animationController;
Animation<double>? _animation;

@override
void initState() {
super.initState();
_animationController = AnimationController(
vsync: this,
duration: Duration(milliseconds: 10090),
)s
_animation = CurvedAnimation(
parent: _animationController!,
curve: Curves.easeInOut,
)s
_animationController!.forward();
_animationController!.addStatusListener((status) {
if (status == AnimationStatus.completed) {
// 29 OfjL|Ho| 0| 2EE|H CHF SHOZ 0|5
Navigator.pushReplacementNamed(context, ‘'/home');

}



1)
}

@override

void dispose() {
_animationController?.dispose();
super.dispose();

}

@override
Widget build(BuildContext context) {
return Scaffold(
backgroundColor: Colors.white,
body: Center(
child: FadeTransition(
opacity: _animation!,
child: FlutterLogo(
size: 200,
)s
)>
)
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import 'package:flutter/material.dart’;

class SplashScreen extends StatefulWidget {
@override
_SplashScreenState createState() => _SplashScreenState();

class _SplashScreenState extends State<SplashScreen>
with SingleTickerProviderStateMixin {
AnimationController? _animationController;
Animation<double>? _animation;

@override
void initState() {
super.initState();
_animationController = AnimationController(
vsync: this,
duration: Duration(seconds: 2),

)5

_animation = CurvedAnimation(
parent: _animationController!,
curve: Curves.easelInOut,

)5

_animationController!.forward();

@override

void dispose() {
_animationController!.dispose();
super.dispose();

}

@override
Widget build(BuildContext context) {
return Scaffold(
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body: Center(
child: FadeTransition(
opacity: _animation!,
child: FlutterLogo(size: 200),
)
)>
)s
}
}
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import 'package:flutter/material.dart’;
import 'package:package_info/package_info.dart';

class SplashScreen extends StatefulWidget {
@override

_SplashScreenState createState() => _SplashScreenState();
}

class _SplashScreenState extends State<SplashScreen> {
String _appName = '';

String _version = '';

@override
void initState() {



super.initState();
_getAppInfo();
}

Future<void> _getAppInfo() async {
PackageInfo packageInfo = await PackageInfo.fromPlatform();
setState(() {
_appName = packageInfo.appName;
_version = packageInfo.version;
1
}

@override
Widget build(BuildContext context) {
return Scaffold(
body: Center(
child: Column(
mainAxisAlignment: MainAxisAlignment.center,
children: [
Text(
_appName,
style: TextStyle(fontSize: 24, fontWeight: FontWeight.bold),
)
SizedBox(height: 16),
Text(
'Version $_version',
style: TextStyle(fontSize: 16),
)>
1,
)>
)
)s
}
}
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import 'package:flutter/material.dart’;
@ 29 vl= ZAT YA YE oA CircularProgressindicator ¢S ARg-3tc}

CircularProgressIndicator(
valueColor: AlwaysStoppedAnimation<Color>(Colors.blue),

)
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import 'package:flutter/material.dart’;

class MyLoadingScreen extends StatelessWidget {
@override
Widget build(BuildContext context) {
return Scaffold(
body: Center(
child: CircularProgressIndicator(
valueColor: AlwaysStoppedAnimation<Color>(Colors.blue),
)>
)>
)s
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import 'package:flutter/material.dart’;
import 'dart:math’;

void main() {
runApp (GameSelectionApp());
}

class GameSelectionApp extends StatelessWidget {
@override
Widget build(BuildContext context) {
return MaterialApp(
title: 'Game Selection',
theme: ThemeData(
primarySwatch: Colors.blue,
)>

home: GameSelectionScreen(),

)5
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class GameSelectionScreen extends StatefulWidget {
@override
_GameSelectionScreenState createState() => _GameSelectionScreenState();

}

class _GameSelectionScreenState extends State<GameSelectionScreen> {
int _playerCount = 2;
int _questionCount = 3;
int _lottoRank = 1;
List<String> _participants = [];

@override
Widget build(BuildContext context) {
return Scaffold(
appBar: AppBar(
title: Text('Game Selection'),
)>
body: Center(
child: Column(
mainAxisAlignment: MainAxisAlignment.center,
children: [
ElevatedButton(
onPressed: () {
showPlayerCountDialog();

s

child: Text('1. ACt2IEtZ|"),
)
ElevatedButton(

onPressed: () {
showRouletteCountDialog();

1

child: Text('2. ST AY"),
)>
ElevatedButton(

onPressed: () {
showQuestionCountDialog();

¥

child: Text('3. 2E|& o 24"),

)
ElevatedButton(
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onPressed: () {
showLottoRankDialog();

1

child: Text('4. EE Y AY'),
)>
ElevatedButton(

onPressed: () {
showExitConfirmationDialog();

¥

child: Text('5. £&3}7]"),

)
1
)
)>
)s
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void showPlayerCountDialog() async {
int? newPlayerCount = await showDialog(
context: context,
builder: (BuildContext context) {
int playerCount = _playerCount;

return StatefulBuilder(
builder: (BuildContext context, StateSetter setState) {

7|EUSHE 22 01, 7| JH ofxl ¢ 15



return AlertDialog(
title: Text('Ql & MEH'),
content: Column(
mainAxisSize: MainAxisSize.min,

children: [
Text ('@ =5 HESINR"),
Row (
mainAxisAlignment: MainAxisAlignment.center,
children: [
IconButton(

onPressed: () {
setState(() {
playerCount = max(2, playerCount - 1);
1)
1
icon: Icon(Icons.remove),
)
Text('$playerCount'),
IconButton(
onPressed: () {
setState(() {
playerCount = min(10, playerCount + 1);
1
1
icon: Icon(Icons.add),
)
1,
)
1
)>
actions: [
TextButton(
onPressed: () {
Navigator.of(context).pop(playerCount);
Navigator.push(
context,
MaterialPageRoute(
builder: (context) =>
LadderGamePage(playerCount: playerCount),
)
)s
b
child: Text('AlZt"),
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)>
TextButton(

onPressed: () {
Navigator.of(context).pop();

1

child: Text('#|4"'),

)
1,
)
¥
)
s
)

if (newPlayerCount != null) {
setState(() {
_playerCount = newPlayerCount; // #tO| HtStz|™ 3IH AMEf GO E
1
}
}

0
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void showRouletteCountDialog() async {
List<String> participants = [];

List<String>? result = await showDialog(
context: context,
builder: (BuildContext context) {
return StatefulBuilder(
builder: (BuildContext context, StateSetter setState) {
return AlertDialog(
title: Text('QI £+ ME{'),
content: Column(
mainAxisSize: MainAxisSize.min,
children: [
Text('QlY +& MEHSIML"),
ListView.builder(
shrinkWrap: true,
itemCount: participants.length,
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itemBuilder: (BuildContext context, int index) {
return TextFormField(
onChanged: (value) {
participants[index] = value;
1
decoration: InputDecoration(
hintText: 'Z7tAF ${index + 1}',
)>
)s
¥
)
Row (
mainAxisAlignment: MainAxisAlignment.center,
children: [
IconButton(
onPressed: () {
setState(() {
if (participants.length > 2) {
participants.removelLast();
}
1)
1
icon: Icon(Icons.remove),
)
Text('${participants.length}"'),
IconButton(
onPressed: () {
setState(() {
participants.add('');
1
b
icon: Icon(Icons.add),
)
1,
)
1
)
actions: [
TextButton(
onPressed: () {
Navigator.of(context).pop(participants);
Navigator.push(
context,

EClS



MaterialPageRoute(

builder: (context) =>
)

)s

}s

child: Text('AlZt"),
)>

TextButton(

onPressed: () {
1

);
¥
)5
1
)s

Navigator.of(context).pop();

child: Text('ga"),
)

1,

if (result != null) {

setState(() {

}
}

_participants
1

// gretE 20| U™ StH HEf YHIOIE

result;
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void showQuestionCountDialog() async {
int? newQuestionCount

context: context,

await showDialog(

builder: (BuildContext context) {
int questionCount = _questionCount;

return StatefulBuilder(

return AlertDialog(

builder: (BuildContext context, StateSetter setState) {
title: Text('=9| 7H4 MEH'),

RouletteGamePage(participants: participants),
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content: Column(
mainAxisSize: MainAxisSize.min,

children: [
Text('&2 MN+E HEsIHLR"),
Row (
mainAxisAlignment: MainAxisAlignment.center,
children: [
IconButton(

onPressed: () {
setState(() {
questionCount = max(3, questionCount - 1);
3
¥
icon: Icon(Icons.remove),
)
Text('$questionCount'),
IconButton(
onPressed: () {
setState(() {
questionCount = min(10, questionCount + 1);
})s
}s
icon: Icon(Icons.add),
)
1,
)
1
)>

actions: [
TextButton(
onPressed: () {
Navigator.of(context).pop(questionCount);
navigateToMontyHallGamePage(questionCount);

}s

child: Text('A|Zt"),
)>
TextButton(

onPressed: () {
Navigator.of(context).pop();
¥
child: Text('ga"),
)
1

EClS



);
¥
)5
1
)

if (newQuestionCount != null) {
setState(() {
_questionCount = newQuestionCount;
1
}
}

BEEAY S5 U

void navigateToMontyHallGamePage(int questionCount) {
Navigator.push(

context,
MaterialPageRoute(
builder: (context) => MontyHallGameScreen(questionCount: questionCount),
)
)5

}

void showLottoRankDialog() async {
int? newLottoRank = await showDialog(
context: context,
builder: (BuildContext context) {
int lottoRank = _lottoRank;

return StatefulBuilder(
builder: (BuildContext context, StateSetter setState) {
return AlertDialog(
title: Text('EE S MEH'),
content: Column(
mainAxisSize: MainAxisSize.min,
children: [
Text('2E 58 HHsSIHR"),
DropdownButton<int>(
value: lottoRank,



onChanged: (value) {
setState(() {
lottoRank = value!;
s
¥
items: List.generate(
5,
(index) => DropdownMenuItem(
value: index + 1,
child: Text('${index + 1}S"'),
)
)
)
1
)
actions: [
TextButton(
onPressed: () {
Navigator.of(context).pop(lottoRank);
Navigator.push(
context,
MaterialPageRoute(
builder: (context) =>
LottoGameScreen(lottoRank: lottoRank),
)
)
1
child: Text('AlZt"),
)
TextButton(
onPressed: () {
Navigator.of(context).pop();
b
child: Text('®7("),
)
1,
)
¥
)s
s
)s

if (newLottoRank != null) {
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setState(() {
_lottoRank = newLottoRank;

1
}
}
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void showExitConfirmationDialog() {

Ot

showDialog(
context: context,
builder: (BuildContext context) {

return AlertDialog(
title: Text('E& &2l'),
content: Text('HYZ ZISIA|AZLM?"),

actions: [
TextButton(

onPressed: () {
Navigator.of(context).pop();

3
child: Text('ofLR"),

)s

TextButton(

onPressed: () {
Navigator.of(context).pop();

Navigator.of(context).pop();

¥
child: Text('0]"),

)s
1
)5
}s
)s
}
b
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int playerCount = 2;

int questionCount = 3;

int lottoRank = 1;

List<String> _participants = [];
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class LadderGameInputPage extends StatefulWidget {
@override
_LadderGameInputPageState createState() => _LadderGameInputPageState();

}

class _LadderGameInputPageState extends State<lLadderGameInputPage> {
TextEditingController playerCountController = TextEditingController();

@override

void dispose() {
playerCountController.dispose();
super.dispose();

}

@override
Widget build(BuildContext context) {
return Scaffold(
appBar: AppBar(
title: Text('AICIE| A",
)
body: Center(
child: Column(
mainAxisAlignment: MainAxisAlignment.center,
children: [
Text('E0[0] &= ¥H:"),
SizedBox(height: 16),

24 - g2 22H



TextField(
controller: playerCountController,
keyboardType: TextInputType.number,
decoration: InputDecoration(hintText: 'Zg0[0{ '),
)>
SizedBox(height: 16),
ElevatedButton(
onPressed: () {
int playerCount = int.parse(playerCountController.text);
Navigator.push(
context,
MaterialPageRoute(
builder: (context) => LadderGamePage(
playerCount: playerCount,
)
)
)
¥
child: Text('CtES"),
)
1
)
)>
)s
}
}

class LadderGamePage extends StatefulWidget {
final int playerCount;

LadderGamePage({required this.playerCount});

@override
_LadderGamePageState createState() => _LadderGamePageState();

}

class _LadderGamePageState extends State<LadderGamePage> {
List<String> startPoints = [];
List<String> endPoints = [];

@override
void initState() {
super.initState();



for (int i = @; i < widget.playerCount; ++i) {
startPoints.add('"');
endPoints.add("");
}
}

@override
Widget build(BuildContext context) {
return Scaffold(
appBar: AppBar(
title: Text('AtCtE] AIY'),
)
body: ListView.builder(
itemCount: widget.playerCount,
itemBuilder: (context, index) {
return ListTile(
title: Padding(
padding: const EdgeInsets.all(8.0),
child: Row(
children: [
Expanded(
child: TextField(
onChanged: (value) {
setState(() {
startPoints[index] = value;

})s
¥
decoration: InputDecoration(hintText:
)>
)
SizedBox(width: 8),
Expanded(

child: TextField(
onChanged: (value) {
setState(() {
endPoints[index] = value;
})s
¥

decoration: InputDecoration(hintText:

)s
)>
15
)s
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)s

)
¥
)
floatingActionButton: FloatingActionButton(
onPressed: () {
// 2%t 42, AZA0A U0| 2=A| F2 Ho| A=A =Sty F
£ mAE 4 Y&UL.
for (int i = @; i < widget.playerCount; ++i) {
if (startPoints[i].isEmpty) {
ScaffoldMessenger.of (context).showSnackBar(
SnackBar(content: Text('ZE A& ZHS s FAH2.")),
)s
return;
}
}
// 22 2|EE RALE A&ULC.
List<String> shuffledEndPoints = List.from(endPoints);
shuffledEndPoints.shuffle();
Map<String, String> resultMap =
Map.fromIterables(startPoints, shuffledEndPoints);
Navigator.push(
context,
MaterialPageRoute(
builder: (context) => LadderGameResultPage(
playerCount: widget.playerCount,
resultMap: resultMap,
)>
)
)
¥
child: Icon(Icons.check),
)>
)s

I AR
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class LadderGameCell extends StatelessWidget {
final String startPoint;
final String endPoint;
final bool isSelected;
final VoidCallback onTap;
final ValueChanged<String> onStartPointChanged;
final ValueChanged<String> onEndPointChanged;

LadderGameCell ({
required this.startPoint,
required this.endPoint,
required this.isSelected,
required this.onTap,
required this.onStartPointChanged,
required this.onEndPointChanged,

1)

@override
Widget build(BuildContext context) {
return GestureDetector(
onTap: onTap,
child: Container(
decoration: BoxDecoration(
border: Border.all(color: Colors.grey),
color:
isSelected ? Colors.green.withOpacity(@.3) : Colors.transparent,
)>
child: Column(
mainAxisAlignment: MainAxisAlignment.center,
children: [
TextField(
onChanged: onStartPointChanged,
decoration: InputDecoration(hintText: 'A[Z} Z|H 4=H"),
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)

SizedBox(height: 8),

TextField(
onChanged: onEndPointChanged,
decoration: InputDecoration(hintText: '=2F Z|H &),

)

1,
)>
)>
)s
}
}

TextField ¢JAo|A onChanged £4 22 onStartPointChanged®} onEndPointChanged
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class LadderGameResultPage extends StatelessWidget {
final int playerCount;
final Map<String, String> resultMap;

const LadderGameResultPage({
Key? key,
required this.playerCount,
required this.resultMap,
}) : super(key: key);

@override
Widget build(BuildContext context) {
return Scaffold(
appBar: AppBar(
title: Text('AtCra| A Zat'),
)>
body: ListView.builder(
itemCount: playerCount,
itemBuilder: (context, index) {
String startPoint = resultMap.keys.elementAt(index);
String endPoint = resultMap[startPoint]!;
return ListTile(
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title: Text('$startPoint — $endPoint'),
)s
1
)>
)s
}
¥
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class RouletteGamePage extends StatefulWidget {
final List<String> participants;

RouletteGamePage({required this.participants});

@override
_RouletteGamePageState createState() => _RouletteGamePageState();
}

class _RouletteGamePageState extends State<RouletteGamePage>
with SingleTickerProviderStateMixin {
AnimationController _animationController;
double _angle = 0.0;
int _winnerIndex = -1;
bool _isSpinning = false;

@override
void initState() {
super.initState();
_animationController = AnimationController(
vsync: this,
duration: Duration(seconds: 5),
)s
_animationController.addListener(() {
setState(() {
_angle = _animationController.value * 2 * pi;
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s
s
}

@override

void dispose() {
_animationController.dispose();
super.dispose();

}

void _startSpinning() {
setState(() {
_isSpinning = true;
1
_animationController.forward(from: 0.0).then((_) {
setState(() {
_isSpinning = false;
_winnerIndex = Random().nextInt(widget.participants.length);
1
s
}

@override
Widget build(BuildContext context) {
return Scaffold(
appBar: AppBar(
title: Text('Roulette Game'),
)
body: Center(
child: Column(
mainAxisAlignment: MainAxisAlignment.center,

children: [
Container(
width: 200,

height: 200,

decoration: BoxDecoration(
shape: BoxShape.circle,
color: Colors.red,

)>

child: Stack(
alignment: Alignment.center,
children: [

Transform.rotate(
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angle: _angle,
child: Container(
width: 10,
height: 100,
decoration: BoxDecoration(
color: Colors.white,
borderRadius: BorderRadius.circular(5),
)>
)>
)
GestureDetector(
onTap: ! _isSpinning ? _startSpinning : null,
child: Container(
width: 20,
height: 20,
decoration: BoxDecoration(
shape: BoxShape.circle,
color: Colors.black,
)>
)>
)
1,
)>

)
SizedBox(height: 20),

Text (
_isSpinning
? 'Spinning...’

'Winner: ${widget.participants[_winnerIndex]}"',

style: TextStyle(fontSize: 20),

)>

1,
)s

)
floatingActionButton: FloatingActionButton(
onPressed: () {
// BHAl AYE A5t EH 27|53 2Q
setState(() {
_winnerIndex = -1;
1
_startSpinning();

}s

child: Icon(Icons.play_arrow),
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class MontyHallGameScreen extends StatefulWidget {
final int questionCount;

MontyHallGameScreen({required this.questionCount});

@override
_MontyHallGameScreenState createState() => _MontyHallGameScreenState();

class _MontyHallGameScreenState extends State<MontyHallGameScreen> {
Random _random = Random();
late List<bool> _doors;
int? _userSelectedDoor;
int? _openedDoor;
int? _finalChoice;
bool _gameOver = false;

@override

void initState() {
super.initState();
_initializeDoors();

void _initializeDoors() {



_doors = List.generate(widget.questionCount, (index) => false);

int randomCarIndex = _random.nextInt(widget.questionCount);
_doors[randomCarIndex] = true;

}

void _selectDoor(int doorIndex) {
setState(() {
_userSelectedDoor = doorIndex;
_openOtherDoor();
3
}

void _openOtherDoor() {
int carIndex = _doors.indexOf(true);
int otherDoorIndex;
do {
otherDoorIndex = _random.nextInt(widget.questionCount);
} while (otherDoorIndex == _userSelectedDoor || otherDoorIndex ==

setState(() {
_openedDoor = otherDoorIndex;

1)

void _makeFinalChoice(int doorIndex) {
setState(() {
_finalChoice = doorIndex;
_gameOver = true;
1
}

Widget _buildDoor(int index) {
bool isUserSelected = _userSelectedDoor == index;
bool isCar = _doors[index];
bool isOpened = _openedDoor == index;
bool isFinalChoice = _finalChoice == index;

return GestureDetector(
onTap: () {
if (!_gameOver && _userSelectedDoor == null) {
_selectDoor (index);
} else if (!_gameOver && _openedDoor != index) {
_makeFinalChoice(index);

. Ljte =2

carIndex);



}

b
child: Container(
width: 100,

height: 200,
margin: EdgeInsets.all(8),
decoration: BoxDecoration(
border: Border.all(width: 2),
color: isOpened ? Colors.red : Colors.white,

)>
child: Column(
mainAxisAlignment: MainAxisAlignment.center,
children: [
if (isOpened || isFinalChoice)
Icon(
isOpened
? Icons.cancel
: isCar
? Icons.car_rental
: Icons.sentiment_very_satisfied,
size: 60,
color: isUserSelected || isFinalChoice
? Colors.blue

: Colors.black,
)>
SizedBox(height: 8),
Text(
isOpened
? isCar
? 'HE
IAEIEH'

"2 ${index + 1}',

style: TextStyle(
fontWeight: FontWeight.bold,
fontSize: 16,

)>

)
1,
)>
)
)s



Widget _buildGameBoard() {
return GridView.builder(
shrinkWrap: true,
physics: NeverScrollableScrollPhysics(),
gridDelegate: SliverGridDelegateWithFixedCrossAxisCount (
crossAxisCount: 2,
crossAxisSpacing: 16,
mainAxisSpacing: 16,
)>
itemCount: widget.questionCount,
itemBuilder: (context, index) {
return _buildDoor(index);
s
)5
}

Widget _buildResult() {
bool isCarBehindFinalChoice = _finalChoice != null && _doors[_finalChoice!];

return Column(

children: [
SizedBox(height: 16),
Text(

AY Za,
style: TextStyle(

fontSize: 20,

fontWeight: FontWeight.bold,
)

)>
SizedBox(height: 16),

Icon(
isCarBehindFinalChoice
? Icons.sentiment_very satisfied
: Icons.cancel,
size: 60,
color: isCarBehindFinalChoice ? Colors.green : Colors.red,
)>
SizedBox(height: 8),
Text(
isCarBehindFinalChoice ? "M&"' : "Aloj"',
style: TextStyle(
fontWeight: FontWeight.bold,
fontSize: 16,
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)s
)>
1,
)

@override
Widget build(BuildContext context) {
return Scaffold(
appBar: AppBar(
title: Text('Monty Hall Dilemma'),
)>
body: Center(
child: Column(
mainAxisAlignment: MainAxisAlignment.center,
children: [
if (!_gameOver)
Text (
= MEStNL ",
style: TextStyle(fontSize: 18),
)>
if (_gameOver) _buildResult(),
_buildGameBoard(),
if (_gameOver)
ElevatedButton(
onPressed: () {
setState(() {
_initializeDoors();
_userSelectedDoor
null;
null;
false;

o
(L

null;

_openedDoor
_finalChoice

_gameOver

})s
¥
child: Text('M A AlZ"),
)>
1,
)s
)
)5
}
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class LottoGameScreen extends StatefulWidget {
final int lottoRank;

LottoGameScreen({required this.lottoRank});

@override
_LottoGameScreenState createState() => _LottoGameScreenState();

class _LottoGameScreenState extends State<LottoGameScreen> {
Random _random = Random();
int _consecutiveSuccess = 0;
int _remainingAttempts = 0;
bool _gameOver = false;

@override

void initState() {
super.initState();
_initializeGame();

void _initializeGame() {
switch (widget.lottoRank) {
case 1:
_remainingAttempts
break;

23;

case 2:

_remainingAttempts = 20;
break;

case 3:

_remainingAttempts = 15;
break;

case 4:
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_remainingAttempts = 9;
break;

case 5:
_remainingAttempts = 5;
break;

void _checkAttempt(bool isSuccess) {
setState(() {
if (isSuccess) {
_consecutiveSuccess++;
_remainingAttempts--;
} else {
_gameOver = true;

}

if (_consecutiveSuccess == widget.lottoRank) {
_gameOver = true;

}
s
}

Widget _buildGameBoard() {
return Column(
children: [

Text(
‘AL MZ Bl4: $_consecutiveSuccess',
style: TextStyle(fontSize: 18),

)

SizedBox(height: 16),

Text(
‘2o 220 Sl4: $ remainingAttempts’,
style: TextStyle(fontSize: 18),

)

SizedBox(height: 32),

if (!_gameOver)

Row (
mainAxisAlignment: MainAxisAlignment.center,
children: [
ElevatedButton(
onPressed: () {
bool isSuccess = _random.nextBool();
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_checkAttempt(isSuccess);
¥
child: Text('0"),
)>
SizedBox(width: 16),
ElevatedButton(
onPressed: () {
_checkAttempt(false);
¥
child: Text('X"),
)>
1,
)
if (_gameOver)
Text(
AY 4,
style: TextStyle(fontSize: 20, fontWeight: FontWeight.bold),
)
1,
)s
}

@override
Widget build(BuildContext context) {
return Scaffold(
appBar: AppBar(
title: Text('Lotto Game'),
)>
body: Center(
child: Padding(
padding: EdgelInsets.all(16),
child: _buildGameBoard(),
)>
)>
)s
}
}
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void main() {
runApp (
MaterialApp(
title: "HHAY', // ¥ 0|5 4F
home: MyHomePage(),
)>
)
}
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