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Project Objectives

· Use design tools (UML) to develop a simple project

· Design a project interface and implement it.

· Manipulate collections, linked lists, stacks, iterators

· Reinforce good programming practices (comments, good variable names, indentation, etc.)

Project Description

Collections, linked lists, stacks are great ADT’s for writing programs that implement card games. In this project we shall implement the card game “Last Card”. The rules of the game can be found below.

This project will implement a 2-person version of the Last Card game. More precisely, one user playing against the computer.

Objects to be designed and used by the program:

1. A card

2. A full deck of cards (52 cards)

3. A “hand”

4. The discard pile
5. The stock
The game starts by shuffling the deck and dealing 4 cards to the player and computer. 

Dealing: deal one card to user one card to computer repeat 4 times. Once 4 cards are dealt to the user and computer, the next card is exposed and becomes the top of the discard pile.

Play proceeds until one player manages to discard all his cards. The “loser” counts his penalty points and adds them to his current penalty points. The deck is shuffled again and the game restarts. If during a game, the stock is empty, then the top of the discard pile is retained, all cards below the discard pile are removed, shuffled and become the stock. 

The player whose penalty points reaches or exceeds 250 points loses the match.

What to Write

1. A UML for the Last Card game.

2. An interface for your design.

3. An implementation of the interface.

4. You may use the bags, linked list, stack, cards or any other code provided by the textbook (go to his web site). If you don’t like the book’s code, you may write your own implementation, or use the Java API.
In general, you may copy any code from the text, or any other source.  You must reference any copied code. 
1. The program BlackJack demonstrates a GUI for a card game. You may  modify it to your specification or write your own GUI.

2. Add all the methods needed to implement the game.  

At any given time only the top card of the discard pile should be exposed.
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Last Card

Based on information from Mark Alexander 

Mark Alexander reports that this variation of Crazy Eights (for 2 to 6 players) has been traced back to Walla Walla prison in Washington State, USA in the 1980's. Another correspondent tells me that she remembers playing it in the state of Maine, USA in the 1970's. 

A standard deck of 52 cards is used. The dealer deals four cards to each player. The next card is placed face up to start the discard pile and the undealt cards are placed face down beside it, to form the stock. Play is initially clockwise, and the turned up card is considered to have been played by the dealer, so the player to dealer's left will play next, unless the initial turned up card has a special effect. 

Normally each player in turn must either play a card to the discard pile, matching the previous top card in number or suit, or draw the top card from the stock. The object is to have no cards left in your hand. 

Certain cards have special effects as follows: 

	Two
	The next player must draw tow cards from the stock, and is not allowed to play a card.

	Three
	If you play a three you may in the same turn play any card on top of it. This is called "stacking".

	Four
	Playing a four causes a "melee"; the player of the four is the "aggressor" (attacker) and the next player in turn is the "aggressee" (defender). If the defender or any other player has the five of the same suit they may play it; the player of the five then becomes the aggressor and the previous aggressor becomes the aggressee. After the five, the “aggressee” may play the six of the same suit and so on up. If no one plays the next card, the current aggressee must draw from the stock a number of cards equal to the pip value of the card played by the current aggressor. 
Example: A plays the [image: image1.png]


4; B plays the [image: image2.png]


5; no one plays the [image: image3.png]


6; A must draw five cards and the next player in turn after A can then play.

	Five, Six, Seven
	No special effect except as part of a melee begun by a four.

	Eight
	Can be played on any card except a special effect card. The player announces a suit and the next play should be in the announced suit.


A player who has only one card left must say "last card". When a player gets rid of all their cards the play ends. 

The “punishment” for any misplay or failure to call "last card" is to draw one card from the stock. 

At the end of the play, anyone who has cards scores penalty points for the cards in their hand: face cards and tens are 10, aces are 15, eights are 25 and other cards are 5. Any player whose penalty points reaches or exceeds 250 points goes bust (this is called "going busto"). The last player left in is the winner. 



Return to General Index of Card Games site 
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