CHAPTER V
IMPLEMENTATION AND TESTING

5. 1 Implementation
This application has five steps that must be done, for the first step you.
Needs to input the file first. The input file here only serves to storing card data

from kartu.txt.
5.1.1 Step 1 - Storing Card Data From kartu.txt.

' 1 As;Spade;1
* 2 2;5pade;2

3 3;5pade;3
: 44;Spade;4d
© § 5;5pade;$
: 86;Spade:6
{7 7:5pade;?
; 88;Spade;8
. 99:5pade;9
;19 10:5pade; 10
111 3;5pade;lo
112 Q;5pade; 10
+13 K;Spade; 10
(14 As;Heart ;1
15 2;Meart;2
;16 J;:Heart;3
117 4;Heart ;4
118 S;Heart;$
:19 6;Heart;6
120 7;Heart;?
121 8;Hedrt ;8
122 9;Heart ;9
:23 10;Heart ;19
224 J;Heart; 10
125 Q:Heart;10
126 K:Heart; 10
127 As;Diazend;1
128 2;p1a%0nd;2
.29 3;plazend;3
;30 4;0lazond; 4
131 3;0is00nd; S
237 6:0tazand: b
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‘7 3iHeart;9

'3 10:kecart ;1€
14 J;Heart ;10
1% Q:Heart:10
B K;Heart; 10
17 As;0ioxond;}
8 2:Diamend;2
9 3;01a=end; 3
19 4:018m0nd; 4
11 S;Diarcnd;s
12 6:D1aczend; 6
13 7;Diazend; 7
14 8;:0iazend;
15 9;01azend; 9
16 10;040tend; 10
17 J;01a2¢end; 10
18 Q:0iancrd; 10
19 K;0famcnd; 10
18 As:Club:l

11 2;Club;2

12 3:Club;2

13 4;Clud;4

14 5;Cubss

13 6:Clubze

16 7;Ctub; 7

17 8:Clubs8

18 ¢:Ctub;9

19 10;Cub; 10
0 1;Clubz 1o

41 QiClub;10
1ZK;Club;1e

i
int catnivoid)
{

FILE *fp;
if(tfp=fopen{*kartu.txt","r")) == KUtl) // zesbaca kartu.txt
{

printf{“Cannot open file.\n"};
exit{l);

1a0;
while(!feot{fp})

facsnf(fp,~\a%i=; 10 *: 13 c\a, record(1].nasa, record(1]. fenis srecordit].nilad);
recordli].1a = fed;
Lee;

rangoaize cardsi);
while(p 1»4)
{

seruf);

printf(*silehkan palih eenu:”h;

scanf(~4a® 6p};

switchip)

( case 1: puntl(‘jnml\u]enlsl\(lnilau\t\n\n-);
foriisd; 1<52; ise)
{

}
prantf(=\n®);
break;

cage 2: randoaize_cards();
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fprintf(stdout, "is tAs AR record{1].nasa, recardli]. jents, record{i].nilas);



5.1.2. Step 2 - Random Card
The second step, in the second step we have to random cards in array .

Function to random cards is as follows.

oid ransenize cards(} //randen kartu

Pl
H
7
3
3
3 srand (tice{s L))
1 int r;
2 int angka deck[52]: s7untuk oendapung index Index kartu hasil rardea
3 bool kartu_terazbil[s:}; //untuk cengecek apakah kartu yang di randca sudah ada dt "angka deck’
[ for {1e8; 1<%2; iee) 7710¢piIng 52/ada tecpat kosong buat 52 hartu -
L] {
] , kartu_teranbii(1] = talse; //eenandsi bahws karty belun masuk ke dalan ‘ongka deck’ kartu terazbal =[1
7
] for {1a0; i<S?; ie+} //lcoping 32 kartu untuk cengisi ‘anghd_deck’
3
3 r o= rand{insl:
1 angka deck|1] = r;
2 while (hartu_terasbil{e) == trie) 7/looping )ika ternyata angka yang batu saja di 1andon sudah 2asuk d
teratbil saza dengan kartu yang di azbil mraka skan di randos

{

r = rand{)Nsg;
angha_decx[t] = r:

kartu terandiifr] = crun;

deck[L] = record(angka deck[i}]; //deck(1] sensapung kartu yang di randco

}

]

)

b ]

]

7

s }

? for (is6; 1<32; ieo)
]

1

2

]

4
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5.1.3 Step 3 — Game Started

The third step, the third step the game starting
: .

rangentze cards():
while(p tad}

{
cenul};
printf{*s1ladbhan pilih aeau-*);
scant (33 ,&p);
:nluhtnl
case 1: printt{-inamai\t{jenisirtintlal) tiran™);
:ortus; 1<32; Les)
) fprintf (stdout, *“syivs\tnain®  recardfi].nana, recard{1). jenls recora{1].nita); /st
printf( in");
broak;
case 2: randanize cardst):
for (120; 1<32; 1+e)
pranté( as\tis\tNdAn® dech|1] . rana, ceck{t]. jenis. Jech[i].mlai);
}
break:
case 3: mulat malal);
breek;
case 3 prietf{-Kelusrian®);
break;
default:printf{-Salan sasukan Henutan®);
exitto);
}
}
roturn 0;

void =ulat_3atn(j)]
{

Juatah pesainty;

batas{):

bagl kartu semual3); //11ap pendyin cendapatkan 3 kartu awal
lihat kartu saln();

whilelq =6}

{

seny sainf);

printf(~silohkan pilih renu:®);
scanf("su”,ba):

:uit:hlql

case 1: )awab pesaint);
hroak;

case 2: bag: kartu sesuatld};
\ihat _kartu sain senua();
break;

case 3: urutkan karty sezua{);
Lihat kartu zain():
broak;

case 3: printfieLihat Hinuzan:\a®);
Lihat kartu sinuaan();
break;

case 5: reset kartu{):
randeoize cards():
bagi kartu sesua{d);
Lihat_kartu =ainl};
break;

case 6: printf{-Selesss saim\n-);
exit{o):
break:
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Still in the third step, the user can set the number of players and the minimum
value of the card. Function to set the number of players and the minimum value of

the card is as follows.

pemgingl).etay = )
pezain{i).junlahkarty = ¢
for {j=2; Jels; Jo-)

{
pezain]a]. kastutangan[ji.nilat = o;
)
}
}
void jurlah peralnt} f/tungsi rengatur jumlah peaain
{

player = 3;
whiletplayer » 7 |1 player « 3} /7batas player 2 saspal 7 / )Jika player lebih dari 7 atou kurang dari 2 loopin

{
prantt{ Baropy Perarrniy YFemaiic Chy
scant( na” tplayer);
L
)
void batas() //fungsi mengatus tatas minimat milal kartu
{

batas nilay = 3
while{tatas nilar > 25 || batas nilai < 20) f/batas nilal angka 20 sampai 4% ¢ jaka Batas nilal lebih dury 43 .
{

prantf (- Moschan Satan Monane Silar fartu 12005 BN

scanf (g ,Sbatas nilald:

}

void randorize cards() //7randan hartu
! . oo
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After that, each player gets three cards at random. The function of each

player receives three cards at random. This program is as follows.

)] éek peranghatil;

1)

H

) void bagi hartu{int index peeain) J7bagl kastu per index pesain

H

H penaln[lndex_peaalnl.kartutangan(penalnllndc:»pe:n:nl.)uelanhar|u|=de<k[kattu teratas|; /reesasukan karty dari

tangan pesain pada index terakhir yang nasth koscng

3 penain{irdex pezain].juzlahhartuss;

¢ kartu_teratases;

1)

i

;:o;d bagh_kartu_sesualint jualah)

Ll

2 while(juntahai)

1 {

1 cek total{):

13 for {1s8: 1<player; 1es)

%

! it (perainii).total < batas nilai} //)tka total dari pesain ter inden { kurang dari batds nilai
index 1) d1 tagikan sebanyak juslah

H

3 bagy kartula);

3 }

] }

H jusiah- |

' }

3 cek_tatal();

5}

3

?void \ghat kartu maini)

LK

1



tek _totall);
printf{*in*);
for{i=0; icplayer; iee)
{
if (<39}
[
printl{ Kartu Anda\t\t*);
else
printfi*Karty penain M\tit’, i);
}
printf{*.n*);
for(|=0; )<13; Jes}
{
for{1c0; 1<1; fee}
if (] >= pesatn{i].junlahkartu)
{
printf(-itese’):
}
else if{pecain|i}.kartutangan]j).ntiail=0}
¢
printf(*Hs\tAs\tsd\t* pesatn(i] . kartutanganl)] .na=a,pesain[i] . kartutangoniy).jenis.pes

)
printé(°\n");
}
for{i=0; L<i; 1+4}
{
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5.1.4 Step 4 - Adding cards for user(kartu anda)
Once the user reaches a minimum value of the card, the user has the right to

add the card if the card has not reached the target obtained. function is as follows.

PR

78}
79
€0 votd jawab_pemain{)
81
a2 char jawab;
a3 printi{-Anca asbil kartu? texan ¥ or 4. ")
£4 seanf(* 4¢*, §jawab):
a5 while (jawab =2 "Y' || }Jasab z='y' )
86 {
87 bagi kartu(e);
88 lihat kartu sajn():
a9
50 printf{ \naral sartu tagt> Y or v )
123
92 scanf(~ ¢, S4fawab):
93 )]
94 11hat kartu ea1nt);
951}
56
97 vold Lihal_kattu _siruzan()
98 {
99 for (1ehartu teratds: 1<32; tes)
60
ot printf(-ssithsituiin” deck{ i} nana,deck{t}. jents. deck[1].n1lath,
02 H
63}
[:3]
65 void sulat saint)
66 {
87 juslah pesain();
[ LT +.5 5 1 S [ PPN IO SO S P PRI
AT M) = PCHANEL ) JULINSURDE VW)
{
break;
} .
total = total + pemain[i}.kartutangan|)].nilai;
pemainfi}.total = total;
if (pemainfi).total > 30)
pemainf1].kalah = irue;
}
) .
cek peringkat();
}
void bagi_kartu(int index pemain) //bagi karty per index pemain
{

pemain[index_pcnain].kartutangan[penaxnlzndex pezain]. juslahkartu]=deck[kartu teratas); /
tangan pemain pada index terakhir yang masih kosong

pemain[index pemain].jumlahkartus+;

kartu teratas++;

}
void bagi kartu_sesva{int jumlah)

while{ junlah>g)
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5.1.5 Step 5 — Game Over

Once the user reaches the maximum value or the user is not willing to add

another card user can view the results. function is as follows.

)

M2

213 void bagi_hartulint index pecaini //bagi kartu per index pemain

BN

b3 pendin{ander_perain].kartutangan[pesain{index penain].juslankartu)=deck|kartu teratas}; //memasukan kartu da
tangan pesain pada index terakhir yany zasth koseng

216 penatn{index_pevain].juslahkartuse;

17 harty _teratases;

08}

219

120 void bag: hartu_serua(int jualoh)

b2 W

2 while{jualah>0)

12} {

b2l ¢ek totall);

n for {1=0; i<player: ie«e}

128

2 if (peratnft].torql < batas n1ial) //Jika total dari peoatn ber index { kufang dari batas ntl
jndex 1) di bagikan sebanyak jualah 1}

28

ny bagy kartutit;

230 }

b2} )

132 jumlah--;

233 )

234 cek totald};

1%}

236

237 void libat kartu pain()
38 (

39 ceh total();
248 prantf{-\n*}):

281 '

282 ceh total{}):

283 printf(*\n*);

283 fort1=6; i<player: tee}

285

286 it (:3=@)

287 {

288 prantt{TKarts Angaztat=l;

289 }

250 else

291 {

292 printft xarty pecain vitii®, 1}

29

254 }

29% printf(*\n");

296 for{jso; je1d; joo)

297 {

298 for{1:=3: 1<player; lee}

293 {

350 31 1) »r penatn{i].)ualankarty)

301 { &
62 printti = iaangti;

363 }

384 else ifipenain{t].hartutangarni)].nilat?=0)
322 ¢ printfieasitissiamt” pesainfi] .kartutangan{}).rasa.peaain| i).kartutangani}). jents.;
o7 }

368 }

69 printf{-\r*};

310 )

E133 for{ist; i<player; teel

14



5.2 Interface
5.2.1 Main Menu Window
Step by step for playing card samgong
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Figure 5.2.1 First menu

Step 2 : Select menu onc to see the card data
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Figure 5.2.2 Showing the cards



Step 3: Sclect menu two for random cards
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Figure 5.2.3 Random Cards

Step 4: Select menu three for starting game (mulai main)
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Figure 5.2.4 Game Started

The fourth step, the fourth step the game starts the player can sct the number
of players and the minimum value of the card. Function to set the number of

players and the minimum value. after that each player gets three cards at random.



Step 5: Take the card decks for user
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Figure 5.2.5 Add the Cards for user
Users are required to add a minimum limit of the value of the card if the card

has not been reached. provided that the addition of the card until the card at least a

minimum threshold value is met.



Step 6: See the end result

Totul Milid: Td

. Uruthan Karie
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Figure 5.3.6 End Result
If the user feels the value of the card has reached the target or the minimum

value of the card are met the user can see the final result. the final result is known
players the winning and losing

18



25

Joal
Lifat il

. Wlang
Scelwial
alkan gLbn saanst

Rariu Anta

n niarang L
[ Cluy

] indtin

fotal Hilar
Pt ingrol: 2
tILH

Step 7: Repeated game
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Figure 5.3.7 Repeated Game Samgong

The game is repeated, starting a new game again each player gets three cards

at random.
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