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this is the downloadable project for chapter 12  1

Downloadable exercise: Animal match boss batt le
If  you’ve played a lot of  video games (and we’re pretty sure that you have!), then you’ve had to 
play through a whole lot of  boss battles—those fights at the end of  a level or section where you 
face off  against an opponent that’s bigger and stronger than what you’ve seen so far. We have 
one last challenge for you before the end of  the book—consider it the Head First C# boss battle.  

In Chapter 1 you built an animal matching game. It was a great start, but it’s missing... 
something. Can you figure out how to turn your animal matching game into a memory game? 
Go to our GitHub page and download the PDF for this project—or if  you want to play this 
boss battle in Hard mode, just dive right in and see if  you can do it on your own.

The rules of the boss battle
Your job is to turn your animal matching game from Chapter 1 into a memory game. Here’s how it will work:

1.	 When the game starts, all of  the animals are hidden. The timer works exactly like it did in Chapter 1.

2.	 The player clicks pairs of  hidden animals. When the first hidden animal is clicked, the game reveals it.

3.	 When player clicks the second animal, if  it’s a match then both animals stay displayed. If  it’s not a 
match, then both animals are hidden again.

4.	 The game is over when all pairs have been found and displayed. At the end of  the game, all of  the 
animals will be displayed.

5.	 When the player starts a new game, the animals are shuffled and hidden again.

one more challenge
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animal match boss battle

This is a project for you to do on your own!
If  you go to the GitHub page for the book, you won’t see any code for this project, 
because we want to give you the freedom to tackle this project in any way that you see fit.

However...

Sometimes it really helps to have some hints. Luckily, we have some very creative readers! 
Here are two of  their solutions, one WPF version and one ASP.NET Blazor version.

Here’s an ASP.NET Blazor version from another one of  our readers. 
GitHub user Pan (bodow) made some significant improvements to 

the ASP.NET Blazor version of  the game. In the default mode, it keeps 
track of  the high score, encouraging you to beat your best time. And 

more importantly, they also added a “memory” version where the 
animals are hidden, and only appear when you click them. You can get 

the source code here: https://github.com/bodow/BlazorMatchGame

Here’s a WPF version from one of  our readers. GitHub 
user charl4ee turned the WPF version of  the game 
into a memory game, and also adding a great effect 

where unmatched animals are displayed for an extra 
second before disappearing. You can get the source 
code here: https://github.com/charl4ee/ImageMatch
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downloadable project: hide and seek

Get creat i ve!
We started the book with the animal matching game because it’s a great platform for you to get 
creative. There are so many “even-better-ifs” that you can try out. Here are a few ideas:

	≥ Can you figure out how to add rows or columns to your game?

	≥ Create a version where the player has to match three animals, not two.

	≥ Make the timer count down, not up. Add extra rounds with shorter timers.

	≥ Instead of  matching animals, try matching pairs of  related icons (like a fish 🐟 and a 
fishing rod 🎣).

	≥ Make the game more challenging by hiding some of  the pairs the player previously 
found if  too much time has elapsed.

Looking for more inspiration? Check out this blog on the Visual Studio Blog written by one of  
our authors, Andrew Stellman, that highlights creative work by other Head First C# readers: 
https://devblogs.microsoft.com/visualstudio/head-first-csharp-contest-got-some-truly-creative-entries/

Did you come up with a creative or interesting version of the 
animal matching game? If you did, then we want to hear from 
you! Publish your code to GitHub, then contact us via Twitter 
at @HeadFirstCSharp – our DMs are open – and send us a link to 
your project. We may even include it in this PDF to help provide 
inspiration and encouragement to other readers.

And f inally... thank you for reading our book!
It means so much to us that we’ve helped you on your C# learning journey. If  you feel like this 
book helped you, we hope you consider leaving a five-star review for our book on Amazon: 
https://www.amazon.com/Head-First-CSharp/dp/1491976705/

You’d be surprised at how much even a one-sentence review 
with five stars helps us out, so we’d really appreciate it! 
(Weirdly, reviews with four stars actually work against us.)

- Jenny and Andrew


