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1.1 Introduction

Games are a fundamental part of human existence. In ancient times, human only
entertained themselves by playing with visible tools but nowadays, we can only sit still
and having fun play several of games and do activities with personal computer. The
rapid growth of computer game increased as this artificial intelligent are famous and
adorable. A 5000-year-old Mancala-like game board, carved from stone, was recently
unearthed in the Sahara. The game of Go, popular in Oriental countries, has reportedly
been around since 2000 B.C. Backgammon-like games such as Tabula and Nard are
talked about in ancient Roman scripts, and even in the Bible. And Tarot decks, initially
used to help predict the future, evolved into today's Bicycle playing cards. A decade or
two ago, the only games that people spent much time with were professional

sports, board games like Monopoly and Chess, paper and dice games such as Dungeons
and Dragons, and card games like Poker or Hearts. Some games were for heavy money,

some were bone-jarringly competitive, but most were just about good clean fun.

With the advent of computers, games entered a new era. Games became one of the main
reasons many people brought these strange beige boxes called computers into their
homes. Whether battling through a simple graphical tennis game such as Pong, or a rich,
text-only world such as Zork, these were wholly new types of games that could be
played anytime against a most formidable opponent; a game designer who had

programmed a computer, long ago, showing it how to defeat user.






























Scrabble programs would exist that exceed the abilities of the best human players,(1,2)
and backgammon and chess programs could play at a level comparable to the human
world champion. These remarkable accomplishments are the result of a better
understanding of the problems being solved, major algorithmic insights, and tremendous
advances in hardware technology. The work on computer games has been one of the
most successful and visible results of Al research. For some games, one could argue that

the Turing test has been passed .

2.2.2 History of Card Game

Card games were co-created with playing cards themselves and may have
been invented by the Chinese when they began shuffling paper money into various
combinations. Though where and when cards originated is uncertain, China does seem
the most likely place to have invented cards, and the 7th to the 10th century the earliest
probable time playing cards appeared [1].

English playing-cards are known and used all over the world everywhere where
Bridge and Poker are played. In England, the same pack is used for other games such as
Whist, Cribbage, Rummy, Nap and so on. But in other European countries games such
as Skat, Jass, Mus, Scopa, and Tarock are played, using cards of totally different face-
designs many of them with roots far older than English cards. The history of these
national and regional patterns has only recently become the concern of students and
collectors.

As many travelers to more southerly parts of Europe can tell, the familiar suits of

Hearts Spades Diamonds and Clubs give way to quite different sets of symbols: Hearts
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Leaves Bells (round hawkbells) and Acorns in Germany; Shields '‘Roses' Bells and
Acorns in Switzerland; Coins Cups Swords and Clubs (cudgels) in Spain and
Mediterranean Italy; Coins Cups Swords and Batons in Adriatic Italy. In the latter
region, in particular, local packs of cards have a decidedly archaic look about them -

which reflects the designs of some of the earliest cards made in Europe [2].

2.2.3 Other Card Game

2.2.3.1 Solitaire
1. Foundations. (Top of layout)
A. Build up in suit from Ace to King.

B. Complete these piles to win the game.

2. Tableau. (Below foundations)
A. Build down by alternate color.
B. The topmost card is available for play on the foundations, tableau or reserve
Piles.
C. Any built unit of cards can be moved to another tableau pile as long as there are
enough free reserves to hold them.

D. Empty spaces can be filled by any card, or legal group of cards.

3. Reserves. (Bottom of layout)

A. These are the "cells".
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» Time constraint

Time constraint is the major problem in developing the system. Lack of experience
in system development has caused too much time is spent on doing researches and

this has results in the time constraint problem. To overcome this problem, the time

schedule for the system development is rearranged.

» Lack of experience in developing computer game

The developer has no experience at all in developing the computer game. to solve the
problem, developer has surf the internet for information and sample. Besides that,

the developer had also been referring to Java books for better understanding on game

functions.

8.3  System strengths

The system that has been developed has some strength if compared to some other

existing system. The strengths are:

» Reusability
Since the game system was developed using an object oriented approach, most of the

classes are reusable and this can make the future enhancement easier to be

implemented.
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