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Application JacquesNoir

® on souhaite realiser une application pour
jouer au jeu de cartes « JacquesNoir »

® |e but du jeu est d’'obtenir un maximum de
points sans depasser 2| points

® un joueur joue contre la banque



Valeur cartes

® chaque carte numerotee vaut sa valeur faciale
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® chaque figure vaut 10 points

® |e As vaut | | points
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Regles JacquesNoir

le jouer tire des cartes jusqu’a ce qu’il decide de
sarréter ou qu’il totalise plus de 21| points

s’il totalise plus de 21 points, le joueur a perdu

sinon, la banque tire des cartes jusqu’a ce qu’il depasse
le joueur ou qu’il totalise minimum 21 points

si la banque a plus de 21| points, il perd

sinon, si le joueur et la banque ont le meme nombre
de points, personne gagne

sinon, le joueur gagne



Fonctionnalites
JacquesNoir
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cenario

Demarer partie
[ (choisir nom) ]

[quit]

Choisir Jouer/Arreter . S : Mettre a jour les
[points < 21] [points > 21] scores

/N
Tirer carte
[play] >{ ]
[stop]

[Tirer cartés ]
)

croupier




Scenario
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[quit]




Deroulement




Deroulement JacquesNoir

1: Start
2: See scores

3: Exit g%;MWMMEQMMMm
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alternative

Selectionner

X

@< [exit]

Name: James Qg;%m%m“%mmh

Player [3 Spades]
1: Play

2: Stop < ,

N

[view] )[

[start)

Demarer partie

(choisir nom)

|

Choisir Jouer/Arreter ](

James : =1
Vincent : 1

Mettre a jour les ]

[points < 21) T [points > 21)

[stop)

Tirer carte
(play]

Tirer cartes
croupier
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Player [3 Spades, 6 Diamonds, 4 Diamonds, 8 Diamonds] : 21 points
Dealer [3 Hearts, 2 Spades, 4 Hearts, 9 Diamonds, 7 Spades] : 25 points



Deroulement .Jac

JacquesNoir
Version 1,0.12
Copyright 2013

{ Start ) ( HighScore ) { Exit |

Vincent <

. Play

Name: Vincent
Points :15

5 Spades

Jack

Name: Dealer
Points: 0

CPav ) ( ) -
( Play ) ( Stop ) { Quit

Selectionner
alternative

)

[exit] N

[start]

Voir les
[view] scores

Demarer partie
(cholsir nom)

[quit]

uesNoir

~~ —

Choisir Jouer/Arreter ]( <S>

[points < 21)

[points > 21)

[stop)

Tirer cartes
croupier

Tirer carte
(play]

Mettre a jour les
scores

7N

'James =1
Vincent : =1
4 . A
L QUlt y
Name: Vincent Name: Dealer
Points :21 Points :21
4 Spades 6 Spades
Ace Hearts 10 Hearts
6 Diamonds 5 Spades
Play Stop | ( Quit )
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Analyse (statique)

du domaine

HighScores . Black)ack
- highScores
0.7 | - scores 1 - game
Score Game
- name : String
- points : int
1 | -game

0..1| -player 0..1 |- dealer
N

Player

- name : String

- points : int

- deck Deck
1
0..* | - cards
- cards Card
- name : String
- value : int




Verifier coherence

En attente

\ J Demarer partie O
(choisir nom)

start / setName

\ [quit]
)f Active stop / tirer cartes croupier
L do / afficher points
y Choisir Jouer/Arreter _ o= _ Mettre a jour les
[points < 21] [points > 21] L scores

. 7N

play [points<21] / tirer carte play [points>21]
V. (play] /l Tirer carte ]
Termine

exit / mettre a r [stop]

jour les scores
Tirer cartes ]
croupier J

T




Verifier coherence

Vincent

Play

\

~

En attente g >© Demarer partie . [ 4

cancel (choisir nom) [cancell |

\ ¢ ‘
start / setName ,

[quit]
A4
>f Active stop / tirer cartes croupier
do / afficher points Choisir Jouer/Arreter : o Mettre a jour les

) [points < 21] [points > 21] scores

| ) 7

play [points<21) / tirer carte play [points>21)

(play)

Tirer carte ]

( Termine ]
exit / mettre a [stop]
jour les scores

Tirer cartes
croupler




Analyse (dynamique)

Game
|
1: startNewGame(name) B [ 1.1: setNotFinished
| <<create>>
_____ 1.2 newl) —3 player: Player
<<create> > L:l
_____ l3:newo 4 = croupier : Player
I
| <<create> > Ll
________________ _1____l.~4_:n_u‘.v_ll-_________r__________ deck : Deck

1.4.1: shuffle)
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Came L

player : Player

croupier : Player

deck : Deck

loop [not finishedu |

4: setWinner()

o 2: play0 bj_
I
2.1: play0 bl 2.1.1: pickCardi) : Card |
I
card
=== ——= e e e e ——
2.1.2: addCard(card) : :
I I I
I I
2.1.3: computePoints(} : :
Tf I |
I I
I I
2.2 points = getPoints() T | |
< | |
I I
'I' I I
T | I I
I I I
— | ’ i i
P [points<21] I
| I I I
o 3: stopl) >|_ | | |
3.1: playAgainsiplayer) | |
playAgains(play Dt |
loop : points>localPoints [GuIard]) |
! 3.1.1: points = getPoints() |
D‘ 3.1.2: pickCard() : Card |
| o ——— — crd TTI
I
| 3.1.3: add(card) :
| I
| I
I 3.1.4: computePoints(} |
| |
| |
| |
| |
| T
L I I I
I : I I
: . : :
: | |
I I
| |
| |
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Analyse (statique)

HighScores

+ getScore(name : String) : void
+ putScore(score : Score) : void
+ save() : void

BlackJack

0..* | - scores

Score

- name : String
- points : int

- highScores

+ startNewGame(player : Player) : void

1 - game

Game

- finished : boolean

+ startNewGame(player : Player) : void
+ play() : void

+ stop() : void

- setWinner() : void

+ isFinished() : boolean

- deck

Deck

1 | -game

0..1 | - player 0..1 |- dealer
/4

Player

- name : String
- points : int

- cards

+ pickCard() : Card
+ shuffle() : void

0..* | - cards

Card

+ play() : void
+ playAgains(player : Player) : void

- name : String
- value : int




HighScores

+ getScore(name : String) : void
+ putScore(score : Score) : void
+ save() : void

Alternative

BlackJack

0..* | - scores

Score

- name : String
- points : int

- highScores

+ startNewGame(player : Player) : void

1 - game

Game

- finished : boolean

Deck

+ startNewGame(player : Player) : void - deck
: ?tlgg(()) :_ \\,/?iccji | pickCard() : Card
- setWinner() : void + shuffle() : void
+ isFinished() : boolean
1 | -game

0..1| - player 0..1 |- dealer

A/ 0..* | - cards

Player
- name : String - cards Solic
- points : int - name : String
« | -value :int

+ play( : void 0.. valsEL

+ playAgains(player : Player) : void




public class {
private static final int SIZE = 32
private final List<Card> cards;
private int nbCards;
private Random random;
public Deck() {
nbCards = SIZE;
cards = new ArrayList<Card>(SIZE);
cards.add(new Card("2 Diamonds", 2));

we

cards.add(new Card("Ace Clubs", 11));

public Card pickCard() {
int extract = random.nextInt(this.nbCards--);
return cards.remove(extract);

public void shuffle() {
this.random = new Random();

Deck

+ pickCard() : Card
+ shuffle() : void

0..* | - cards

Card

- name : String
- value : int




public class {
private final String name;
private int points;
private final int maximum; //=Deck.SIZE
private final Deck deck;
private final List<Card> cards;

public Player(String name, Deck deck,
int maximum) {
this.name = name;
this.points = 0;
this.maximum = maximum;
this.deck = deck;

Deck

. - deck
cards = new ArrayList<Card>();
+ pickCard() : Card
} 1 | + shuffle() : void
0..1| - player 0..1 |- dealer
0. | - cards
Player
- name : String - cards Card
- points : int - name : String
: « | -value :int

+ play( : void 0..
+ playAgains(player : Player) : void




GCame L

. ]
player : Player croupier : Player

deck : Deck

loop [not finishedu

2: playd

@
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2.1: play( - 2.1.1: pickCardi() : Card

2.1.2: addCard(card)

—

2.1.3: computePoints(}

.
I

‘public class

: L T
2.2: points = getPoints() N

S

public void play() {
Card card = deck.pickCard();
cards.add(card);
points += card.getValue();

4: setWinner()
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GCame U player : Player | croupier : Player i deck : Deck i
|
1 l l

-public class {
public void playAgainst(Player adversary) {
while (getPoints() < adversary.getPoints()
&& this.points < this.maximum) {

play();

[points<21]

|
|
3: stopl)
o L Pl

;
opt |
|

loop : points>localPoints [Cu?rd])
1

3.1.1: points = getPoints()
I:Iq 3.1.2: pickCard() : Card

PR |

3.1.3: add{(card)

I |

l |

| I I

3.1: playAgainsiplayer) | |
P g ! P >_ l

I

I

I

3.1.4: computePoints(}

};:]
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4: setWinner()

I
|
|
|
|
I
|
|
|
|
|
|
f
|
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I
|
|
|



public class {
private final Map<String, Integer> scores;

public HighScores() {
scores = new HashMap<String, Integer>();

HighScores }

+ getScore(name : String) : void
+ putScore(score : Score) : void

+ saveD : void public List<Score> getScores() {

List<Score> entries = new ArrayList<Score>();
for (String name : scores.keySet()) {
entries.add(new Score(name, scores.get(name)));

}

return entries;

0..* | - scores

Score

- name : String }
- points : int

public void updateScore(Score score) {
int currentPoints=0;
1f (scores.get(score.getName()) != null) {
currentPoints = scores.get(score.getName());
Immuable }
scores.put(score.getName(),
currentPoints+score.getPoints());

public Integer getScore(String name) {
return scores.get(name);



Deroulement

1: Start BlackJack bj = new BlackJack();
2: See scores boolean finished = false;
3: Exit while (!finished) {

System.out.println("1l: Start\n"
+ "2: See scores\n"
+ "3: Exit");

int choice = scan.nextInt();

switch (choice) {

Name: James case 1:
System.out.print("Name: ");
Player [3 Spades] String playerName = scan.next();
1: Play if (playerName.compareTo("q") != 0){ // cancel
2: Stop Game game = bj.startNewGame (playerName);
playGame (game) ;
}
break;

case 2:



private static void playGame(Game game) {

Scanner scan = new Scanner(System.in);
while (!game.isFinished()) {
1: Start System.out.println("1l: Play\n"
2: See scores + "2: Stop");
3: Exit int choice = scan.nextInt();
switch (choice) {
case 1:

game.play();
System.out.println("Player " +

game.getPlayer () .getCards());

Name: James break:
case 2:
Player [3./Spades] game.stop();

1: Play System.out.println("Player " + ...);
2: Stop System.out.println("Dealer " + ...);
break;

}
}
}

Player [3 Spades, 6 Diamonds, 4 Diamonds, 8 Diamonds] : 21 points
Dealer [3 Hearts, 2 Spades, 4 Hearts, 9 Diamonds, 7 Spades] : 25 points



What next !

® |nterfaces graphiques
® Persistance
® Refactoring
» quelle architecture
» quels design patterns
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