ECCS 166 – Programming 3 – Dr. Estell

Spring Quarter 2004

Assignment ? – "Pick a Card, Any Card…" 

Due by classtime on whenever

For your final machine problem, you are to write a card game.  You can implement any legitimate card game that requires a standard deck of 52 playing cards – this includes stripped decks (i.e. for Euchre) or multiple decks (i.e. for Baccarat).  You will find a complete set of card images (courtesy of the GNU General Public License) that you are welcome to use located in the following directory:

P:\cs\eccs166\cards

The format of the filenames is such that you can automate the process of reading in the images.  All of the standard card images are stored in individual files using filenames in the form of:

VS.gif

where V is a single character used to represent the value of the card and S is a single character used to represent the suit of the card.  

The characters used for V are: a (ace), 2, 3, 4, 5, 6, 7, 8, 9, t (for 10), j (jack), q (queen), and k (king).  

The characters used for S are: c (clubs), d (diamonds), h (hearts), and s (spades).  

Two other cards are also available: b.gif (back of card) and j.gif (joker).

All programs written for this assignment must graphically display card images.  You are also required to make effective use of the Collections framework for your data structures.  Your assignment has two parts.

Part A: 

You are to write and implement a complete Card class containing, at a minimum, the following:

	Card

	cardImage

rank

suit

	getCardImage

getRank

getSuit

toString




You will demonstrate the correctness of your class by writing a test applet that will contain a deck of cards, in which five of the cards are displayed.  The user will be able to draw a new hand of cards and have the opportunity to have the cards displayed in a sorted order appropriate to the game you intend to implement in Part B.  Figures 1 through 3 provide examples of how the test applet should operate.
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Figure 1.  Initial applet display.  Note that both the image and the corresponding string for each card is displayed.

[image: image2.png]=lofx|

Fie B Vew Fovotes Tok Hep [+ |
ik - 5 - @ [ | @seach [EFavoites @Meda B[ BN S B4 - [H ] Liks )

Aditess [ 6:\Java Progioms\Eploers Test\CardDemotatogen_CardDemo hinl -] o6

9 A 9 5

0: : 3 v: : e
“‘0 * *| .'.0 v »|
.+ LRSS

N

&) Appiet CardDemo started [ [ [y Compter




               [image: image3.png]=lofx|

Fle Edt View Favortes Took Hel

ik - 5 - @ [ | @seach [EFavoites @Meda B[ BN S B4 - [H ] Liks )

cfess[BY 5iava Progam e Tes et ogen, CartDemorint

o o8

A 5 9 9
| (] 13 [
* * v - “‘0 "‘a
M R R RS

€] Applet CardDomo stated

[ [ [y Compter

N





 

Figure 2.  A new hand is drawn.                                        
          Figure 3.  The hand is sorted.

You must submit your test applet to the instructor prior to actively coding for Part B of this assignment.

Part B:

You are to implement a card game that utilizes a standard deck of playing cards.  It is up to you as to what game to implement; however, the choice of game will affect your grade:

	Type of game
	Example game(s)
	Maximum points available

	No interaction with the cards whatsoever
	War
	100

	Can control whether an additional card is dealt, but cannot interact with cards already on the table
	Blackjack, Stud Poker
	150

	Can select, discard, move, or have other interactions with cards
	Hearts, Solitaire, Draw Poker
	200


If you are in doubt as to what category your game falls into, please talk with your instructor prior to coding!

In addition, there are opportunities for extra credit.  A partial list of extra credit opportunities include:

· Implementing the game of Klondike Solitaire (see Microsoft Solitaire for reference).  Please note that, while it appears simple, this is a difficult program to tackle.

· Including a computer player (or players) to play against.  Efforts in this area must incorporate some artificial intelligence principles in that an appropriate set of playing heuristics must be used by the computer player; i.e., its play cannot just be random.

· Playing against another person over the network.

You are to include, at a minimum, an "About" dialog box to give authorship and other brief information, and a custom dialog box to give some information on the rules of the game (they do not need to be exhaustive).  Finally, you are required to place your resultant applet on a web page.    

Resources:

1. Image files can be found on the P: drive at: P:\cs\eccs166\cards

2. Rules for many card games can be found at http://www.usplayingcard.com/ by selecting the appropriate category from the "Game Rules" dropdown menu .

Submission:

1. Turn in a hard copy of the source code for the applet and all classes developed for the program.

2. Include the URL of your applet on the cover sheet.

3. For all implementations, email all source code and image files (or place your entire project into a zip file and send that) to me at estell@onu.edu.

Example Code for reading and displaying a card image
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// Card.java - John K. Estell - 25 April 2002

// simple implementation of the Card class

import java.awt.*;

import javax.swing.*;

public class Card {

    private ImageIcon cardImage;  

    // constructor: only thing we do is pass the reference;

    // more info would be passed in a realistic implementation.

    public Card( ImageIcon foo ) {

        cardImage = foo;

    }

    // returns an Icon reference

    public ImageIcon getCardImage() {

        return cardImage;

    }

}

// CardTest.java - John K. Estell - 25 April 2002

// Simple demonstration of storing an image in an object, then 

// retrieving it for later use...

import java.awt.*;

import javax.swing.*;

public class CardTest extends JApplet {

    Card thisCard;   // our reference to a Card object

    public void init() {

        // This line prevents the "Swing: checked access to system event queue" message 

        getRootPane().putClientProperty("defeatSystemEventQueueCheck", Boolean.TRUE);

        // This code is automatically generated by Visual Cafe when you add

        // components to the visual environment. It instantiates and initializes

        // the components. To modify the code, only use code syntax that matches

        // what Visual Cafe can generate, or Visual Cafe may be unable to back

        // parse your Java file into its visual environment.

        //{{INIT_CONTROLS

        getContentPane().setLayout(null);

        setSize(426,266);

        JLabel1.setText("My Card");

        getContentPane().add(JLabel1);

        JLabel1.setBounds(108,48,141,189);

        //}}

        // create a new Card object - pass to it a instantiated subclass of an Icon

        // containing an image of a card.  Other items would be passed in a full

        // implementation of the Card class.

        thisCard = new Card( new ImageIcon( getImage( getCodeBase(), "2c.gif") ) );

        // now retrieve the image to set the display on a label.

        JLabel1.setIcon( thisCard.getCardImage() );

    }

    //{{DECLARE_CONTROLS

    javax.swing.JLabel JLabel1 = new javax.swing.JLabel();

    //}}

}
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