A PRACTICAL INTERACTIVE CHESS BOARD WITH AUTOMATIC MOVEMENT CONTROL

ABSTRACT:
	The interactive chess board game is unlike games in its ordinary way. This board game together with tangible movements of all pieces is considered to be users attraction. Therefore, the new chessboard with an automatic moving mechanism for every piece is chosen. Initially, we have designed and developed an aluminum core structure for positioning X and Y-axis. Furthermore, a controllable magnet is deliberated for holding and moving an individual chess piece according to player manipulations. Purpose of this interactive chess board is applying technology to board game for excitement, interest, amazement, and attraction. Arduino microcontroller is used for controlling every step of piece movement. The microcontroller receives control information through the user interface and then moves the chess piece to the destination on the board. The position calculation is brought to identify the chess piece and drive accurately the stepper motors in X and Y-axis.





EXISTINGSYSTEM:
	In existing system to create an automatic chessboard system is to place the photo reflectors under the chess board to identify the position of the chess pieces. With the button to control, the players could notify their end turns to the system. The system then detects the changes between the previous and the current positions to recognize the game state. However, all positions of chess piece could be recognized and memorized if they are under control by software. Recognition technique to know the game states is required in the automatic chess board. Nowadays, the image processing is widely applied to game state recognition. Many algorithms are precise and accurate. Even image processing algorithms could recognize the game states but they require the camera and such computing power.

DISADVANTAGES:
· The design and development of such a manipulator which can carry out accurate and precise onboard movements is difficult and expensive.
· Use of passive electronic sensors such as reed switches and hall sensors.








PROPOSED SYSTEM:
	In proposed system we create the game to have more fun, realistic, and interactive with the player. This game makes an action on physical objects, not on a monitor. They are tangible and movable. This work is the chess game on the interactive board. For more imaginary, the work mimics from the Harry Potter movie that all ages could enjoy. This work is an interactive chess board, the new experience of playing chess. It consists of two systems. The first system is a game interface for getting input from players. The second is a mechanical movement of chess pieces for moving pieces automatically. Players are allowed to make their moves on a simple graphic interface which shows the game board state. A computer with touchscreen displays all the changes in position of the chess pieces. When a player commands to move a chess piece, the computer communicates to the chess board, then the selected chess piece will be moved.

ADVANTAGES:
· Players are allowed to make their moves on a simple graphic interface which shows the game board state.
· A computer with touchscreen displays all the changes in position of the chess pieces.





SYSTEM SPECIFICATION
HARDWARE CONFIGURATION:
1. Processor             -	     I5
1. Speed	           -    3 GHz
1. RAM	           -    8 GB(min)
1. Hard Disk            -     500 GB
1. Key Board		-    Standard Windows Keyboard
1. Mouse		-   Two or Three Button Mouse
1. Monitor	            -   LCD

SOFTWARE CONFIGURATION
1. Operating System: Linux, Windows/7/10
1. Tools: Anaconda, Jupyter,pycharm
1. Server side Script: Python , AIML.
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