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Abstract

This document describes a Final Year Project with Faculty of Information Technology at
University of Akureyri. This project has been given the name DEUCE and is about
computerising a whist drive database. The student is Sveinbjorn P. Sveinbjérnsson and
supervisor is Mark O’Brien.

This report is divided into some sections. The first section is of motivation of the work
followed by description of the work and related work. Designing is next followed by
implementation and evaluation. In the end will be references and appendices.

The project started in September 2003 and has been in progress since.

At this stage the program has been written. Information can be added and the program can
work it out. None extra features have been made, but many possibilities are in the future.
All names of windows and buttons are written in Icelandic with English translation in
Appendix C. Parentheses around the name is also used to identify buttons.

Additionally, the appendices include a full list of all code belonging to this project.

i



University of Akureyri Dissertation
Faculty of Information Technology April 2004
Final Year Project Sveinbjorn P. Sveinbjornsson.

Table of contents

F N 0] 2Tt SRR 11
Table Of CONLENLS ....oooiiiiiieeie e e e e i1
Table Of FIGUIS...c..viiiiiieiie ettt et v
Motivation for the WOTK .........ccoccuiieiiiiiiiiiieeeeee e |
Description 0f the WOTK ..........ccviiiiiiiiiiicc e 3
ReIated WOTK.......eieeiiieiieee ettt 16
D TS 4 o DRSSPSR 17

Presentation (LaYer 1) ....eeciie ottt e e et e et e e e e e e nnee e 18

ENGING (LAYCT 2) ..ttt ettt ettt ettt ettt et e s st e enbeesnbeeabeesnseenbeannnes 18

Database (LAYET 3) ...oiiciieiiie ettt ettt e et e e eae e sab e e e bae e enbaeeeebeeennbeeeenneeennee 18
IMPIEMENTALION.......ciiiiiiiiiiiie et e e e e saraeeeeareeeens 20

Development TOOIS .....c.eiiiiiiiiee et ettt et et e 20

Java Development Kit........ccooiiiiiiiiiieiiecicece ettt e 20

JOTRALOT ...ttt ettt et e et e et e e et e e s bt e e s bt e e st e e e eabee e nneeenee 20

IMICTOSOTE ACCESS .eiiuutieiiiieeiiieeiiee ettt e ettt e et e e et e e s teeesiteeeaseeessaeeesaseesnseeesnseeessseeensseeennseeennns 20

MICTOSOTt FTONTPAZE.......eiiiiieiiieiieie ettt ettt et e 20
EVaAUAtION ... oottt e e e e nraeeen 21
EPIOGUE.....oieiieeee ettt et et e et e e e snrae e e nreaeen 22
BiblIOGIaPNY ...oeiineiiieeiieeeee e srae e e naeeen 23
L€ (0T F: PSS 24
316 1o PSS 25
Appendix A — DEUCE - Code lIStING .......cccviieriiieeiieeeiee e I
Appendix B — DEUCE - Presentation ...........ccccocvviieiiieieciie e II
Appendix C — DEUCE - DiCtIONAIY......cccveiiiuiiieeiiieeeeieee et eiree e e III
Appendix D — DEUCE - Storyboards ...........ccceeeeeiiieiiiieicieeeeee e v
Appendix E — DEUCE — Identified sOrtComings...........cccceevveerveenieenveenieennnens A%
Appendix F — DEUCE — Owner’s Manual / Help.......cccccoooveeeiiiiieciieeeieeee. VI
Appendix G — DEUCE - Code liStiNg .........ccceevuiiiiiiieniiieieeieeceeeeiee e VI

il



University of Akureyri Dissertation
Faculty of Information Technology April 2004
Final Year Project Sveinbjorn P. Sveinbjornsson.

Table of Figures

Figure
Figure
Figure
Figure
Figure
Figure
Figure
Figure
Figure
Figure
Figure
Figure
Figure
Figure
Figure
Figure
Figure
Figure
Figure
Figure
Figure
Figure
Figure
Figure
Figure
Figure
Figure
Figure

O 0 30O W N =

10
11
12
13

14a
14b

15
16
17
18
19
20
21
22
23
24
25
26
27

MOVING Of WINNEE S ¢ v i ittt ittt eeeeeneeneeeneeneennas 1
Yool al o= T ol N 2
Main WinAOW . .. v it it ittt it it ettt et e eeeeeeeeaaans 3
1o T 4
UPP LY SINGaA ¢ e e e et et ettt ee e eeeeeeeeeeneneeeens 4
5 = 20 2 5
NYEE MOE o v e e e e e e e e e et e e e e e e ettt et 5
RY=2Y <y = I 11T oA 6
VAl @ KVOLAI v v it e e et ettt et eeeeseneeneneenennns 6
SKTA KVOILA . i o i et et e e et e et et e e eeeeneeaenenens 7
SKIrANING KOTE@ e e i i it ettt et et e eeeseneeeeneenennnn 8
NY T SPI AT T ¢ et ettt et teeeeneeeeneeeeaneesaneeeens 9
Stadfestingar GlUGGI « v e v e e e e e eeeeeeeeneeneeeennn 10
— KvO1ldlisti — NAme OFder .. .. .. ueueeeeeeeeeeeeann 11
— KvO1ldlisti — triCKS OFder e . .u e ueeeeeeeeeeneenenn 11
(o N ot= = o = 12
Lesa Saman KOIrt .. v i i ittt it ittt et e eeeeeennn 12
Télulegar UPPlYSINGaAr « v v e et eeeeeeeeeeneeeeneen 13
DTS Ko Bl =X o o o L S 13
Leldrétta KOXtaA . ue e e e i e it i e ee et teeeeeeeeenns 14
S ot e I X 1 - 15
DEUCE UPPIYSINGAL ¢ v v v ettt e et e neesoneeeeneenennas 15
System arChIiteCtUre. v v ittt et eeeeeeeeeeennn 17
Place taAblE . .u . i ittt it ettt ettt 18
Nights table .. i ittt ittt eeteeeeeeeeeeeeeens 19
Players table . .u.u . e ittt eeeeeeeeeeeeeeeeeeennn 19
Cards taAbl e . u i ittt it ettt ettt ettt 19
Evaluated . v e e e e e et et e e e eeeeeeeeeeaeeeaeaean 21

v



University of Akureyri Dissertation
Faculty of Information Technology April 2004
Final Year Project Sveinbjorn P. Sveinbjornsson.

Motivation for the work

A whist drive is a social gathering game where whist is played. Many people can play a whist
drive but on each board are two men and two women. Each board has a number. A man and a
woman play together. The winners of each hand move to different tables to play with the
losers of the previous hand, the woman to the table with higher number and the man to the
table with lower number. The man who loses, move to left and deals. This is shown in

following diagram (Figure 1).

w w W
«—— «——
M board 1 w M board 2 W M board 3 W W=Woman
R _ > —
M M M
w w W
M board 6 W M board 5 W M board 4 W M=Man
- e —
M M M
Changing
M-21 win W-31 win &—> W-41 win at board 3
M-221 board 2 |W-22 M-32| board 3 W-32 M-42| board 4 W-42 Before i.e.
loose loose loose loose loose loose round n
W-21 win M-31 win I M- fwin
V
l M-32 deals l
M-41 board 3 W-32 forehand Afteri.e.
round n+1
> W-21
Figure 1 - Moving of winners

The game takes usually one night and 24 rounds are played. To win each round, people need
to win at least seven tricks. The winner is the person with total highest score over the night.
Sometimes are played more nights (then usually three) and the winner is the person with

highest score after all these nights.
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In beginning of each night, people are handed a scorecard (Figure 2). These scorecards have
some columns where you fill in information as board number and tricks. The last column is
for signing. By signing is mean that one of the person you are playing against confirm your

score and adding.

F E L A G S \'J i S T
Nafn: Kvittur:
Heimilisfang: Flutt:
Bord | Spil Bord | Spil
numer| ndmer | Spilad | Slagir Samtals Kvittun namer, nimer | Spilad | Slagir | Samtals Kyittun
1 _Spadl : | 13 | Spadi | |
2 Hiarla | | 14 | Hjarta | |
3 Grand ! . | 15 fﬁrami
4 | Tigull . | 16 | Tigull
5 | Lauf | . | A7 | Lauf
6 | Mdlo 18 | Nolé
F i _Sp;u]i | | _ 19 _Spadi
8 |Hjarta 20 | Hjarta |
9 |Grand 21 | Grand
10 | Tigull 22 | Tigull
11 | Lauf 23 | Lauf
12 | N6I6 24 | Nolo
Flyt: ] Samtals: S

Figure 2 - Scorecard

The problem is that the scorecard is not always correctly filled out. To avoid errors, people

are asked to check, and recheck the others scorecard. But that’s not enough.

Most common error which people make is adding number of tricks wrongly. These errors are
not so difficult to spot, because by simply adding again spot these errors. But spotting errors
and which happens when wrong numbers of tricks are written down can be both difficult and

time-consuming. By reason of personal experience

The aim of this project is to store the score of players at a whist drive, spot

errors, correct errors and display information.
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Description of the work
The first thing to have in mind when writing program like this is that necessary to have it as

simple as possible. People have different computer background and what seems easy for
people who know something about computers, can be nightmare for others.

The requirements are following; a simple interface, easy to fill in and handy to gain
information.

DEUCE is built up of several classes. Some classes are used to make user interface, but other
are used to write to DB and to gather information from DB. The interface is made by using

JAVA swing and windows look and feel. Its looks were similar to windows interface and

therefore should it be easier for people which are familiar with windows interface to learn to

use DEUCE (Figure 3).

& Deuce
Svh  Upphsinger  Hidl

Figure 3 - Main window

From main window is possible to open some windows which all have certain function. Other
windows are only possible to open in certain order. In main window are menu which is
always possible to get to. In the main menu are three choices; Skra, Upplysingar and

Hjalp (See also Appendix C for English translations).
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Skrd  Upphysingar — Hilp
gLt mét  ChrleN
Sawkjn mét Chl+s
HETTA Chel+-H

Figure 4 - Skra

From Skra (Figure 4)user can chose Nytt mét, Sakja mdét, and Hetta.

Skrd | Upplysingar  Hjélp
kvdldiisti Chrl+y
Makasky 4 vl
Lesa saman kort  CerHL

Figure 5 - Upplysingar

From Upplysingar (Figure 5)user can chose Kvoldlisti, Mdétaskra and Lesa

saman kort.
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Skrd  Upplysingar | Hjalp

Upplysingar um Deuce
Aaskad Chrl+4

Figure 6 - Hjalp
In Hj41lp (Figure 6) are help and information of DEUCE.
By taking menu from left to right, the first selection is Skré&. The first pick is Nytt mot.

When people are using DEUCE, they have to fill in information as; who held the tournament,

where it is held, total number of nights and date of first night (Figure 7).

k23 Félagsvist - skrdning méta

Mafn madts {eda hver heldur matia)

Hywar madtid e+ haldia?

Fidldi kwélda,

—

Dagsetning fyrsta kyildsins,

o

Stadfesta Hastta vid

Figure 7 - Nytt mot
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If (Hetta vid) button is selected the window closed without keeping information. If
(Stadfesta) button is selected the information is written into Places table in database. This
information is used to identify this special tournament and will be used later. Nytt mét

window close and Sekja mdt window opens.

[4 Félagsvist - Sarkja mit

Myttt ‘

Weldu cr liska

[

Fram Hastta via ‘

Figure 8 - Sazkja mdt

Before the user can fill in or gather information he has to do is choosing which tournament he
is going to work with. To do so is used next pick Sekja mét (Figure 8). This window has
dropdown list where user pick which tournament he wants to use. If the tournament is not in
the list, the user can choose (Nytt mdot) button and open window for new tournament
(Figure 7). At this stage the user can cancel his choosing by using (Hetta vid) button or

confirm selected tournament by choosing (Afram) button.

k21 Félagsvist - val d kvildi

Werid er ad vinna med:  Haustmat

Hvada kwild 4 ad vinna med?

Skra kvild Skra kaort

Stadfesta Til baka

Figure 9 - Val & kvdldi
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By choosing (Afram) button a new window Val & kvéldi will displays. In this
window (Figure 9) the user choose from a dropdown list which night he is working with.
How many nights number displays in dropdown list depend on previous information of which
tournament are in use. This information is gathering from places table in the database. Here
are four buttons, (Skra kvold), (Skra kort), (Stadfesta)and (Til baka). If
(Til baka) button is selected, Sekja mdt window displays again. By choosing
(Stadfesta) button DEUCE keep information to use on later stages. The two other buttons
ask for further information. (Skréa kort)opens Skraning korta windows, which is
explained later (Figure 11). (Skréa kvold) button opens kvoldupplysingar window
(Figure 10). This window is necessary to fill out for each night because date of the night,
number of players and number of boards are based on this information. From number of

players the program calculates at how many boards people are playing.

k21 Félagsvist - kvisldupplysingar

Hauskrnidk kovild e, 1

Dags, Fidldi spilara

AFram ‘ Til baka ‘

Figure 10 - Skrda kvdéld

From this window it is you can either go back to previous window by using (Til baka)
button or go to next step by using (Afram) button. Then will the program write information
to Nights table in the database, close this window and open next window which is Skraning

korta (Figure 11). This window is used to fill in information from scorecards.
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k24 Félagsvist - skrdning korta

kwild 1 Siadegsmdt Dags
[~
" KARL " KONA
3pil - pilad Slagir Spil - Spilad
1 - Spadi 13 - Spaai
2 - Hjarka 14 - Hjarta
3 - Grand 15 - Grand
4 - Tigull 16 - Tigull
5 - Lauf 17 - Lauf
6 - Mald 18 - Mald
7 - Spadi 19 - Spadi
3 - Hjarka 20 - Hjarta
9 - Grand 21 - Grand
10 - Tigull 22 - Tigull
11 - Lauf 23 - Lauf
12 - MNgla 24 - Mala
Hreinsa |

Skré ngkt kaork

Mt spilari

12.12.2004

Bvrjar & bordi nr,

Slanir

EERNRNRENRND

Laka

—

Figure 11 - Skrdning korta

At the top of this window, the program displays information as; night number [kv61d 1],

tournament name [Siddegismdt] and date [dags 12.12.2004]. This information is

gathering from previous window. Other information, which are gathering from previous

window and doesn’t display, are number of players. This is used to calculate board number as

explained later. At this stage name of players is selected from drop down list. The name list is

created from information of tournament so only names of people which have been playing at

this given tournament in previous nights are displayed. If the name is not in the list or this is

the first night (the list is empty) the official creates new by using (Nyr spilari) button
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k23 Félagsvist - skrdning spilara

Mafn
|Ar|:|n Gudmundsson

HeirnilisFarig
|\Iestursfau 16, BO3 Akureyti

Audkenni (ekki skylda ad Fylla (6
AlG

AFram Hzetta vid

Figure 12 - Nyr spilari

Then will new window (Figure 12) opens where information of the players as name, address
and identifier are filled in. Only name is required, other information are optional. Identifier
can by id number, players initials or other letters or digits. By selecting confirm button,
information are written in Names table in database, Nyr spilari window closed and
Skraning korta window opens again. The new name is first name in the name list and
displays in the window. Now is necessary to select radio button what this player is playing as
man or a woman and number of the board the player begins. After that only tricks for each
round are filled in. On the bottom of the window are three buttons. These buttons are Skra
nytt kort),(Hreinsa)and (Hetta vid). (Hetta wvid) button close the window
without keeping input information. (Hreinsa) button clean input values. By selecting
(Skrd nytt kort) button opens a new window, Stadfestingar gluggi (Figure
13).
Here displays information as name of the player, gender, number of boards, tricks and total
tricks. In Confirm window boards’ number are calculated from selected radio button. If
woman has been selected the board counter goes up for next round each time that players has
seven tricks or more. Also if man is selected the board number goes down. This information

can be compared against player’s scorecard.
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Stadfesta skraningu B|

® Vinsamlegast athugadu hvart eftirfarandi upplisingar eru réttar:

KARL
Aran Guariundsson

Bord Spil - Spilad  Slagir  Samtals  Bord Spil - Spilad  Slagie Samtals

3 1 - Spaadi 3 3 3 13 - Spadi 4 7o
3 2 - Hjarta 5 3 3 14 - Hjarta -] g1

3 3 - Grand 7 15 3 15 - Grand 3 89
2 4 - Tigull El 24 2 16 - Tigull 10 o9

1 5 - Lauf 9 33 1 17 - Lauf 7 106
5] f - Mald i} 39 i} 18 - Mald 3 114
-] 7 - Spadi 5] 42 5 19 - Spadi 3 122
& 3 - Hjarta 7 49 4 20 - Hjarta 5 127
5 9 - Grand 3 57 4 21 - Grand 6 133
4 10 - Tigull 9 66 4 22 - Tigull 4 137
3 11 - Lauf 2 68 4 23 - Lauf g 145
3 12 - Nald 3 71 3 24 - Mald 7 152

Slagir samkals 152

[Stadfestal]  Leidrétta

Figure 13 - Stadfestingar gluggi

In this window, Stadfestingar gluggi, are also two buttons, (Leidrétta) and
(Stadfesta). If (Leidrétta)is selected, window close and Skraning korta window
opens with previous information. Here is possible to change inputted information. If
(Stadfesta) button is selected in Stadfestingar gluggi, information are written in
Cards table in the database, window close and new empty Skraning korta window

displays. When all cards have been recorded the window is closed by using (Hetta vid)

button.

Next section in the menu is Upplysingar. This section is information part of DEUCE. By
choosing first pick Kvoldlisti alist displays. This list (Figure 14a)1is in name order

and display name of all players which are playing this night, gender and total score. In the title

is the name of tournament and date of night.

10
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Shrd Upclfsngar  Hidp

Haustmét Listi yfir spilara 04,03.2004
Kt Hefr [ Splar sem Fitéel daga
1 Brine Arnacattic =) 157
i e EAAL [£2)
1 Eirna Blrradétt KEna ]
i Biarri Broicecn KAAL ]
1 Cavids Jtinsson KAAL 158
i Enar Enarsson KAAL 166
1 Elin Einarsditr KCha 155
i Friarida Frigjénsditmr = 161
1 Gurrar Gurnarsson KAAL €]
i Hidur Hennesdieti = 150
1 [ Indridaditt Ketia 148
1 Jén Jnszan KAAL 157
1 Earl Karlsson KAAL 155
1 Léra Leds ot (=0 196
i argrét Magnisctr KChia ]
1 i Wimazan KAAL 171
Nafnalkzs sageletl | obs |
Figure 14a - Kvéldlisti — name order

This window has three buttons, (Nafnalisti), (Slagalisti)and (Loka). By selecting
(Loka) this window will disappear. By selecting (S1agalisti) anew list will displays,
ordered by tricks (Figure 14b). This list is used to see who has highest score and who has

lowest score. (Nafnalisti) button displays the list in name order.

Sas Upelisnger sk

Haustmét Listi yfir spilara 04.03.2004
Hovtild nafr Spiar sem Fitildi daga
L Fina Bjtmsddtn (e} L7
L Pl Rimasan kAAL &
1 Barri Brgasen kAL I3
L Eher Einarasan kAAL I3
L Fridriha Frididnsdattr = 1C) T3]
L Pararét Magnizddar = 1C) |LEQ
L [ravid Jnzsan AL 2]
L [4rna Arnadsttic (=]} 5T
L 0 reson ARl [
L Eln Einarscottr (=1 L]
L Farl Ketlssan kAL |LE5
L Hicur Harnesd Gt KRG (Lsn
L [riga IndHidaditt KRG AL
L Lara LafudEtHr KEh Ld6
1 5Lrinar Garnarsaan kAAL IE3]
1 lari Jrasen kAAL ED
Hafraisd Elegalst Lok

Figure 14b - Kvéldlisti - tricks order

11
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Next pick in Upplysingar section is Motaskra (Figure 15). This list displays all

tournaments which have been filed in Places database table. This window has two buttons

B prucE - ; []=]

Shri Uopksingar  Hidl

MOTALISTI
Fyrsta b Mt | Shadewnirg | Hitlar Fiikd] bdlda [
13,02, 2004 JEEES TS (it 0 sufur 5
11,03, 2004 CETHIEN HEF e nins f]

Seeija Laka

Figure 15 - Mdétaskrd

(Szkja moét)and (Loka). (Loka) button close the window but (Sekja mdbt) opens

Sekja mét window (Figure 8).

Sked Upelisngar  Hidle

Haustmét Samanburéur d kertum 04.03.2004
Bardnr. Lirtflard | Hafr Splar derm Fiad laga
i C Bnia B fmsdatty Ectin [io .
1 It i Jonssan AL 3 =
t It Bjarn Eirgisson AL |10
1 It ina dered ety s, a
i I Dwad Xrsson KAAL ]
iz [t EfnEnarsditti &N d
i L Friarkka Prigionsoottr (=10 ]
2 [t Enar Enarsscn FARL 7
d I Inga Indridedcttir G=0 ]
3 I} GUMNa GLARATSEon FAAL *
i J Jén Jénsson AL 2
i J il Hanresddar s +
4 J Tdmi Mornasan AL B
4 L Léea Ledsdéntit [ 5
g It Targrat Megriisdéet [Ty B
4 It Ferl Katlsacn kAAL 5
1 2 Ener Enersscn kAAL 3 K4
Upalisrger Upataers lete Lekritta Loks

Figure 16 - Lesa saman kort

12
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The last pick in this section is Lesa saman kort. Here is main target of the software.
Lesa saman kort window (Figure 16) shows total tricks for each player in each round.
It also shows at which board each player was in each round and name and gender of the
player. Column in this list (and also other) can be moved as if user like to have board number
and tricks together that’s easy. This window has four buttons, (Upplysingar), (Uppfera

lista), (Leidrétta)and (Loka). (Loka) button has always the same function i.e. it

FE3 Felagsvist - Tolulegar upplysingar

04,03, 2004

Hauskmit
Fiéildi spilara
16

Fiéldi borda
4

Haesta skar
172

Lzegsta skor
134

Figure 17 - Télulegar upplysingar

close the window. The first button (Upplysingar) displays some numerical information
(Figure 17) as total players, number of boards, highest score and lowest score. Next button
(Uppfaera lista)isused to update the list if new tournament is selected or some data has

been corrected.

k23 Félagsvist - Leidrétting

Yeldu dr liska

Anna Armadottir

&Fram Hzetta vid

Figure 18 - Leidrétting

13
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(Leidrétta) button is used to correct inputted data. When this button is selected then opens
anew window Leidrétting (Figure 18) where user is asked to pick players name on the
card which should be corrected by choosing name from a name ordered list. This window has
this familiar buttons, (Afram) and (Hetta vid) which goes to next step or close the

window.

k4 Félagsvist - Leidrétta kort

kwdld 1 Hauskmak Dags 04,03, 2004
Mafn
Anna Arnadattiv kKA Fialdi boraa 4
Mt mafn
Anna Arnadottid Biwrjadi & bovainr. |1_

Spil - Spilad Slagir Spil - Spilad Slagir

1 - Spadi Il 13 - Spadi la

2 - Hjarta 6 14 - Hiarta e

3 - Grand IE_ 15 - Grand IE_

4 - Tigull 7 16 - Tigul R

5 - Lauf 4 17 - Lauf [

£ - il 5 18 - el s

7 - Spadi 9 19 - Spadi 7

5 - Hiarta 5 20 - Hiarta [3

9 - Grand IE!_ 21 - Grand IE_

10 - Tigull 7 22 - Tigull 5

11 - Lauf 4 23 - Lauf 12

12 - Méld 1 24 - Méld 11

Stadfesta | My leidrétting | Pyt listi Haetta vid |

Figure 19 - Leidrétta korta

Next step opens Leidrétta kort window (Figure 19). This window displays both
information and has some fields where user can made changes. This window has four buttons,
(Stadfesta),(Ny leidrétting), (Nyr listi)and (Hetta vid). By using
(Hetta wvid) button the window close. (Nyr 11sti) button update previous list and (Ny

leidrétting)opens Leidrétting windows. (Stadfesta) button opens confirm

14
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window similar and in Skrdning korta (Figure 20).

Stadfesta skraningu E

@ Winsamlegask athugadu hvork eftirfarandi upplysingar eru réttar:

KON
Anna Arnaddtti

Bora Spil - Spilad  Slagir  Samtals  Bord Spil - Spilad  Slagir  Samtals

1 1 - Spadi 5] 3 3 13 - Spadi 3 35

1 2 - Hjarta 3} El 4 14 - Hjarta 4 a9

1 3 - Grand 3 17 4 15 - Grand 6 95

2 4 - Tiqull 7 24 4 16 - Tigull 3 93

3 5 - Lauf 4 28 4 17 - Lauf 7 105
3 f - Mald 5 33 1 15 - Mald 3 113

3 7 - Spadi 9 42 2 19 - Spadi 7 120
4 3 - Hjarta 5 47 5 20 - Hjarta &) 123
4 9 - Grand ] 55 3 21-arand 5 128
1 10 - Tigull 7 62 3 22 - Tigull 5 133

z2 11 - Lauf 4 B 3 23 - Lauf 12 145
2 12 - Mald 11 77 4 24 - Mald 11 156

Slagir samkals 156

Leidrétta

Figure 20 - Stadfesta

The last selection in menu window 1s Hj&1p. In this selection are two possibilities,

Upplysingar um DEUCE (Figure 21)and A8stod. Upplysingar um DEUCE
displays information of DEUCE and A8st0d is users help.

DEUCE forritid

@ Deuce var hannadur sem verkefni via

Upphktsingataknideild Haskalans & Akurewri,

X

Tilgangur bess er ad geyma upplysingar um
félagsvist, Finna willur, gefa maguleika &

ad |eidrétta villr og birta upplisingar,
Deuce Utgafa (version) 1.0.05

Hifundur: Sveinbjtrn b, Sveinbjétnssan,

Leidbeinandi: Mark O'Brien.

Figure 21 - DEUCE upplysingar
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Related work

Although the idea of computerise whist drive is my own, there could be another similar
software. After spending some days scanning the Internet no such systems were found. There
were a lot of programs on the Internet where you could play against the computer, offline or
online, but there were no software to keep information of players, where a tournament is held,

numbers of tricks or spot errors on scorecards.
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Design

From a high level point of view the system comprises of three separate layers. These three
layers are called Presentation layer, Engine layer and Database layer, (Figure 22). The main
purpose for dividing the structure up is to make it more manageable and each layer
independent. Each layer can be worked on separately from the other two providing that the
layers are well defined and cohesive. This structure makes the system easier to maintain, it

has the possibility to update or replace just one layer.

Graphical -
Presentation User Entity
Layer 1 Interface Objects

Engine JDBC - ODBC
Layer 2
ODBC

Database
Layer 3

= il =

Figure 22 - System architecture.

The Presentation layer sits on top and contains all GUI classes and manages all interaction
with the user. Entity objects are created by this layer. In the middle is the Engine layer that
handles the connection between the GUI and the Database, loading drivers and running SQL
queries. Under this is the Database layer which contains the database that stores all data, as

well as making sure all data is valid.
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Presentation (Layer 1)

The DEUCE software will use the Java Swing package for creating graphical user interfaces
(GUIs). Swing allows the creation of sophisticated user interfaces quickly and effectively.

The GUI will have clean and consistent look and feel. Menus will be uniform throughout the
program. Storyboards have been created to outline the design of the GUI. Examples of these

storyboards are shown in Appendix D.

Engine (Layer 2)

The Engine layer has three different main functionalities. From the image above (Figure 22)
these main functionalities are named “SQLJ”, “JDBC — ODBC” and “ODBC”. The “SQLJ”
includes SQL statements, surrounded by Java code, to query the database. This is
accomplished by creating objects, from a special Java class collection, that take SQL
statements as parameters. These objects are then used on the database to run queries.
Secondly, the “JDBC — ODBC” indicates the loading of a driver. In this case a driver
provided free from Sun called JDBC-ODBC Bridge is used to partly establish a connection to
the database. Finally, the “ODBC?” is the latter part of the connection to the database. Here it
is required to set up an ODBC driver associated with a name (datasource) and a database, on

the computer using the DEUCE system.

Database (Layer 3)

The Database Management System used is Microsoft Access. Only the system administrator
has access to make changes to the database. Administrator or someone with permission can
fill in data but everybody have access to information. The database is in Boyce Codd Normal
Form, meaning that all non-key attributes are fully functionally dependent on the key, and no
transitive functional dependencies apply.

The database is designed allowing for maximum flexibility in data input. No limit is on the

number of nights and players. Figures 23 to 26 are screen dump of database tables.

B Places : Table

FirstMight TourMame WihereMame TotalMight
11.05.2004 Haustmat Heér og nina 3
13.02.2004 iddegsmit Ut og sudur 5

Figure 23 - Place table

18



University of Akureyri Dissertation

Faculty of Information Technology April 2004
Final Year Project Sveinbjorn P. Sveinbjornsson.
E Nights : Table
TourMame ToDay MumberMight | MumberOfFlayers Tables
Haustmat 04.03.2004 1 16 4
Siddegsmat 12.04.2004 1 12 3
Haustmot 10.03.2004 2 4 1
Haustmat 12.12.2004 3 32 d

Figure 24 - Nights table

EE Players : Table

TourMame MightMumber Mame Address [dMumber

__|Haustmét 1 Anna Amaddttir
___|Haustmadt 1| Birna Bjdrnsdattir

Haustmot 1/ Ari Jonsson

Haustmaot 1/ Bjarni Birgissan
__|Haustmaot 1| Elin Einarsdattir

Haustmadt 1| Fridrikka Fridjonsdattir

Haustmat 1 Einar Einarsson

Haustmit 1 Davif Jdnsson

Haustrmit 1/ Hildur Hannesddattir

Haustrmot 1/ Inga Indridadattir

Haustrmot 1 Gunnar Gunnarsson

Haustrmot 1/Jan Jansson

Haustmat 1/ Lara Ledsdattir

Haustmdt 1 Margrét Magndsddttir
___|Haustmat 1/ Karl Karlsson

Haustmot 1/ Mami Mdmasaon

Haustmot 2 bara Barisdottir

Haustmat 3 Aron Gudmundsson “Westursiu 16 AlG

Figure 25 - Players table

B Cards : Table

TourMame NightMumber Name Gender Spihb Spls Sp2b Spls
| |Haustmét 1 Anna Arnadsttir KOMNA 1 3 1 5]
Haustmat 1/ Birna Bjdrnsdattir KOMA 1 10 2 5
| |Haustmét 1 A Jénssan KARL 1 &) 1 7
Haustrat 1 Bjarni Birgisson KARL 1 10 4 5]
| |Haustmdt 1 Elin Einarsdattir KOMA 2 7 3 5
Haustrmat 1 Fridrikka Frifjdnsdattir ROMNA, 2 g 2 =
| |Haustmdt 1 Einar Einarsson KARL 2 7 1 3
Haustmidt 1 David Jonsson KARL 2 5 2 5
| |Haustmat 1 Hildur Hannesdattir KOMA 5 4 3 g
Haustrmat 1 Inga Indridaddttir KOMA =) 9 4 7
| |Haustmit 1/ Gunnar Gunnarsson KARL 5 4 3 5
Haustmat 1 Jdn Janssan RARL 3 9 2 g
| |Haustrmdt 1/ Lara Ledsddttir KOMA 4 5 4 5]
Haustrmat 1 Margrét Magndsddttir KOMA 4 8 1 7
| |Haustmét 1 Karl Karlsson KARL 4 5 4 7
Haustmat 1 Mdmi Mimasan KARL 4 g 3 =3
Haustmat 2 Mimi Mimasaon FARL 1 1 1 o
| |Haustrmdt 2 Karl Karlsson KARL 1 3 1 5
| |Haustmdt 2 Margrét Magndsdattir KOMA 1 3 1 3
Haustrmit 2 béra barisddttir KOMA 1 9 1 3

Figure 26 - Cards table

To make the interface Java swing is used and windows look and feel.
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Implementation

Development Tools

DEUC was developed on DELL Latitude D800 Notebook computer with

* Mobile Intel Pentium M Processor at 1.6GHz

* 512 MBRAM

*  Windows XP Professional operating system
The programming language used was Java. The development environment used was JCreator
2.5 LE from Xinox Software running JDK 1.3.1 for all Java coding. The student followed the
Java Code Conventions from Sun Microsystems.

The database management system used was Microsoft Access XP.

Java Development Kit

The Java Development Kit 1.3.1 can be downloaded from
http://java.sun.com/j2se/1.3/download.html where an installation package is available for

almost all platforms. The site also holds all documentation and installation instructions.

JCreator

JCreator is an integrated development environment (IDE) which can be downloaded for free
at http://www jcreator.com. This editor does not require any special settings to simply edit
and compile the source code. The only requirement is that all the classes are within the same

directory.

Microsoft Access

MS Access is a commercial database management program. It has a graphical user interface
for creating and manipulating database tables. More information about Microsoft Access can

be found at http://www.microsoft.com/office/access/evaluation/default.asp.

Microsoft FrontPage

MS FrontPage is a Hypertext Markup Language (HTML) editor. It allows direct manipulation
of text and graphics as well as a “WYSIWYG” interface. More information can be found at

http://www.microsoft.com/frontpage/evaluation/guide.htm.
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Evaluation

DEUCE has been tested by changing input values. While writing this report, all ideas which
popped up were tried and if bugs were found, they were fixed. An example of an error is that
when Kvo1dlisti was chosen all names in the first night of all tournaments was displayed.
This error happened because when gathering information form the database only night
number was used in the where clause. It was fixed by added tournament name in the where
cause. Another example of error is that when the confirm window was displayed after filling
out the card window, the boards number didn’t change right. That was solved by changing
gender back to zero after writing information in confirm window to database. Also I had to
redesign windows and their functionality in some cases. More confirm windows and error
message windows should be a good idea. The software was tried against real data. A whist

drive with 16 players was evaluated both by using hands and by using DEUCE (Figure 27).

The time is minutes

C

a

|

c

u

| D

a E

t U

o C

r E
Writing names 0 10
Filled in tricks / calculated 6 8
Recalculated 5 3
Comparing together 97 5
Total time 108 26

Figure 27 - Evaluated

As shown it took 26 minutes to fill in minimum information and compare cards by using
DEUCE but using calculator (the old way) it took 108 minutes to do same thing.

Problems and not fixed errors found in these tests are shown in Appendix E.
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Epilogue

I didn’t receive any technical assistance while writing this program. At this point DEUCE
works almost as expected. I have tried DEUCE with real information which included errors.

The result was super. It took much less time to use DEUCE than calculator.

At this moment DEUCE is not finished. There are a lot of possibilities to expand it. As
example DEUCE lists all rounds and boards so it is always possible to see who each player is
playing against. In this moment the user has to scan this list, compare and spot errors. Next
step is to make this scanning automatic. It will also be good idea to add more confirmation
windows and error checking, but it depends on how DEUCE will be increased.

DEUCE is designed to run on one computer. This program has many possibilities to be

expanded in the future and the plan is to do so.
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Glossary

A Whist Drive A social gathering game played by cards with certain rules.

DEUCE The name of the software system, which is writing.

JDBC Java Database Connecttivity.

Microsoft Access A Microsoft Database Management System.

ODBC Open Database Connectivity.

Round One round is when four people are sitting around a board and playing

cards. Playing cards are taken and deals, each person have 13 cards and
when all cards have been used, the round is finished.

SQL Standard Query Language.

SQLJ SQL-Java, regular Java code and embedded SQL statements according to
a set of rules.

Trick When playing in whist drive, four cards are one trick.

Scorecard A form where score are added on (in whist drive tricks).
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Appendix B — DEUCE - Presentation
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Appendix C — DEUCE - Dictionary

Appendix C

DEUCE
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English — Icelandic
Dictionary
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Appendix D — DEUCE - Storyboards
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Appendix E — DEUCE - Identified sortcomings
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Appendix F — DEUCE — Owner’s Manual / Help
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