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NaSou prvou ulohou tento semester bolo definovat, ¢o je to kartova hra. Ako sa ukazalo definovat kartovu hru vo
vSeobecnosti nie je vobec jednoduché a preto a pre ¢asové obmedzenia sme sa rozhodli obmedzit svoje skimanie
len na hru faradn (a potencidlne jej varianty).

Definovali sme zékladné pojmy, mechaniky a pravidla hry faradn na zaklade ktorych sme zacali implementovat herné
mechaniky v pythone. Nasledne sme naprogramovali jednoduchy konzolovy interface na hranie hry. Implementovali
sme aj niekolko pocéitacovych hracov — ndhodného, hraca, ktory vidy zahrd maximalny mozny pocet kariet a hraca,
ktory zahra najmensi zmysluplny pocet kariet. Na zaver sme implementovali hra¢a pomocou algoritmu Monte Carlo
Tree Search s ndhodnym prehladavanim (tzv. light playout).

main

randoml: DRAW 1

It's your turn.

Your cards are:
[e] ¢10
[1] @A
[2] @A

Enter suvit to which you want to change:

jakub: PLAY @A CHANGES TO &
randoml: DRAW 1
It's your turn.
Your cards are:

Enter suit to which you want to change:

unknown suit, enter 'help' for help
Enter suvit to which you want to change:

unknown suit, enter 'help' for help
Enter suit to which you want to change:

jakub: PLAY ©A CHANGES TO &
randoml: DRAW 1
It's your turn.
Your cards are:
[e] 218

jakub: PLAY £10
jakub finished.
Result:

[e] computeri

[1] computer2
[2] jakub
[3] randoml

enter "play", to start the game
enter "exit", to exit the game
enter "rules", to view game rules

Process finished with exit code @




