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1.2.2 Game Logic
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1.2.3 Flow Chart
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2. SRS(Software Requirements Specification)

2.1 Functional Requirement
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2.3 High Level Design

2.3.1 Use Case Diagram
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2.3.2 Sequence Diagram

[interaction EnroliPlayer )
User Display Module Game Module

1 StartButton
2 : Displayinfo
3 : Inputinfo
1 4 : PlayerNum .

J

5 : SetPlayerProfile
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6 : Ul_Info




Game Module

7 : Calculate_Effect

2 : Check_Cardinfo

Card

I i 3 : Effect_Caluculator
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interaction Win/Lose )

User Display Module Game Module

1 : Player_Info_update

2 : message

3: lose_msg

4 : 1Player_Left

5 message

6 : victory_msg
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interaction AddNewCard J
User Card Manage Module DBMS
1 : NewCardinfo L8
—L! 2 : Checking_Overlap it
' 3: Checking_TF “l
U‘ 4 : FailMessage :
5 : Request_Add wih
6 : AddintoDB
£ U‘ 7+ RetumResul
U 8 : SuccessMessage :




2.4 Traceability
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1. Camera Controlier
2. ImageRecognition
3. Code Decryption
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1. Read Card Data
2.Add Card Data

requestFetchCard

<DBMS>
DbQuery

<GameHowControliers
RequestGraphicRender
CalculateA "

dDamage

Select_target_player(Player)
applyCardEffect(CardEffectList)
ProcessTurn
Endturn

<CardEflectiookup>

lookupCardeffect

<Player>
SetlLife

Seteffect
setTurn

<UnityController>

Rendergraphic
<UnityClass>

<CamesaController>
EnableCamera
stopCamera

<ComputerVision>

Preprocessimage
ParseTagFromimage
DecryptTag

<CardData>



3 SDS(Software Design Specification)

3.1 Architecture Diagram
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3.2 Low Level Design

3.2.1 Class diagram
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3.2.2 Component Diagram
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4 Develop Process

4.1 2D CODE &t

4.1.1 Encoding - 7t= EEE E7| @[¢ 8X8 2D CodeE TFECH.
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<AY 7IE>

4.2 Computer Vision X 2|1}

4.2.1) Android Studio Ol OpencCV library At835t7| 9|t import 28

4, import moduleE Opencv android H{FH2 2O0tFE1 dependenciesOl Al 2=2 =7t
5t OpencvE ALEE = UEE otCt F=2 0| AEE[= 2F0|EZ{2]= Imgproct

CoreO|Ct. Imgproc2 ImageProcessE ot7| fIet gt 2t0[E2{2[0[1, Corex AIRHES
= LR ot

O|OJX| ZEBHE bytebuffer, bitmap, matO] FE AIEE=0 & IZZNEO|AM ALED
OpenCVEtO|ER{Z|= 1 F0| MatZ CHELCL &2 ME5H7| s O
1 ActivityOl OnCameraFrame(inputFrame) O|2H= override® &h7F QUX|OF AH| 7HE
HOM = callback?t0| CameraDialog interface@| onFrameO|2t= =2 Of 2 Obct
=2 AFESICE onFrameQ| I2t0E{ 0| frameO] E0{7t=0Hl O|= bytebuffer2 X 2|
A1 2 ZEHEN M= Mate| AEZHE HHO FHUXEE TIAoCh Mg =Y
= ZOorE M= RGBAZ2| H|O|EH =z #OIRX|Z SHE AASHY| ?IsHM= frameS HIO|
He|gtsiof ot=0 O|F ®IsH 2AMEME|E SUH2Z 8i0f Btrt.

penCVE importdt

o2 B RIS SMH2=E inputFrame= ROIOF oLt 22f 2t0|EE|E 0| 8%
CFH  Mat m_mat = inputFramergba() O|X|Zt & ZIZZHEOME bytebuffer?|
inputFrame2 bitmap2 2 HHED 0| CHA| Mat2Z HFFLO| ALY,



MEZ MBtsty| et g mat1, mat3, COLOR BGRA2GRAY)
O|Ct. 1 IOt2t0/E{= source, 2 Lt2t0|E = destination matrix, 38 L}2t0|EH= ™2t}
7] ®lgt ZEZCE F2XE Sh= O|O|X|2] HE{O|LCt

4.2.2.2) Gaussian blur

GrayScaleEl O|O|X|2| noiseE M #3t7| {ISHA blurat’d0| EHRSICt.
mat3, mat2, new 3, 3), 2,2

ot2tojE& MU Z sre, dst, blurdt xS FHIM plyrzt £ O[T,

=

4.2.2.3) delate, erode &

O] =52 Canny2tes &M A= EFHO| LSHAE ALEEICE delates A= 22
2 MM O & QMEIZE HHYFD erodes MMEE 2&29| LO|=E 222 st
SiA BESHA siF= EYolct O|F Sdff 2/ M(contour) BEO A0l H1TH Matrix

mask MORPH_CROSS),
mat2,mat3,mask,m,3);

mat3,mat1,mask,m,3);

Of7|M EO0|gt BEL2 getStructuringElement &=0|Ct. bluret OtXZIX|Z FEH DM

=
mask2 AFE%H MORPH_Crosse= YAMOZE MA/tEe =2 OIA3E BHELL OEH0|H= &
MECHZ src, dst, mask, SMECZ XAI2YL Point 0|, Point(-1,-1)2 7|22 2 3L},

4.2.2.4) binary img & (threshold) or 220 2} Canny &+E AL

Threshold g5 0|8310f HF ()1 MMz S0 2AAIE AMES =QlCh
siEatgel RE= CHZat ZLof

mat1,mat3,127,255, THRESH. BINARY);
ot2t0l e & =AMIHZ src, dst, threshold value1, threshold value2, ModeO|LC}.
Threshold value11} Threshold value2 AFO|Q| graydt2 #e= T2 ZFvalued| XA oxt
12 HHED 0| IPHO|A THRESH_BINARY ZE9| A2 HHO
SiMof Jite T2 sMoz DHEO0jELD Ol ¢

I mMe HFMozm

— O o—
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mat3, , , RETR_TREE, CHAIN_APPROX_SIMPLE);

contour= PointS2| T E0|M, 8tLt2| contourZt O O3 7H2| contour?t SHHOIA X
REICEH 2N, X ™Es XF XAEEL List<MatOfPoint>7} EICH 0| £0te MBS

T A EIBES MEO|OF Bhot

423.1) HE0 EEZ - 2 T 2HE9| findContour.

Contour= MatofPointAt 22| array2 MZTE[0 U=H O|F forE2lE SHLHA 7t Qt
MESICH 2 ZENMEE= MES Yo ZULE 47tX[Q] XNe2|E oot

- 1. Contour AFO|Z=7t U #=FHCH 2o @ KNATC O 2PHOM 27HX| HHAE HE
Ct.

-1.1) @O A7|2F contourl| ZO| AtO[7t LH #=FO|& 2 BF contourg M|7{SHCt.
- 12) A MRl ZOlE JtMet 2€F UECH XH2W contourE HMASH| sk
contourArea()& AHEStCt

- 2. contourZt AFZREQIX| O R0 2} & ABtCt.

- 3. ZAISIE B3l contour?t convex®tX| Of£0f| k2t K| AHSHCE

-4 3t QAUBLON HEL= contours £ ZZHMEJ} HEZk= contour?} OtY &&E

o =7| M0 LIYFE ST ZINHAXR|H A M| SO

4.2.4) MEE contour S0M 2 XTI EE HEGOF THCt. - refineMatrix( )
4.2.4.1) Hot2 H 4 JHo CHSI] 2IHSI] HS AAWTE 52 AU E

S|HSH A BE

o
m
N

OF

—

o

-

re

Ct.

public ,int x, int //%-y
double X X;
double y y;

new 0,0);



return ,

Zt contoure Otefel REE HM FH E Lt
new ;

for (int 0;

//2H0t2 BE contour Of CHSHO]

1,0//H the "t W /XS AR,
22, 0//Lh CHZE I L /IXIE 2.
double X y y X);

if 0.0) {//swap

new 0, 0);
X 1).x
y Ny
1).x 3).x;
Ny 3)y.
3).x X;
3)y y

4.2.4.2) Perspective Q! HE|E frontview 2 HEts|OF SiC},

£ ME3I0 contourE AstE ALO[=0Of GHA
HSISICE getPerspectiveTransform()2 HEFAE S dHot = warpPerspective()2 Hetot
Ct.
Ol HEf7l 27Zt0| &[0 2|A 20| EX 4= U0 ThresholdE il .
THOF  CannyXNE2|7t El frameO|2tH 2XHYUIE RO 2 242 = 87 M0
refineMatrix0 M= thresholdEl Zt= ZOIOF SICH 2 ZEMEE= 400 x 4
2 ddstrt,

getPerspectiveTransform(), warpPerspective()

new
new 0).x, 0).y),
new 1).x, 1).y),

new 2).X, 2).y),



new Point(p_point.get(3).x,p_point.get(3).y)

);

MatOfPoint2f dst = new MatOfPoint2f(

new Point(0, 0),

new Point(400-1, 0),

new Point(400-1, 400-1),

new Point(0, 400-1)

);

distMat = Imgproc.getPerspectiveTransform(src, dst); // B2 HE dst 22 HAQ H#HEH = distMat
temp1 = mat3.clone();

Imgproc. warpPerspective(mat3, temp1, distMat, new Size(400, 400));//source, dest , m, size(Z|CH width, height)

Imgproc.thresholaltemp1,temp2,127,255,Imgproc. THRESH_BINARY);

4.2.4.3) frontviewE XApA2| R EQ| ALO|=0f A 2510 HH|st= =
8x82| 2AHATEE  400x4002| frontviewE HIOIRt7| DHEO| O] EEs7| Ll
subMat(Rect(x,y))2| HENZ Xt21, O] Rect 2tO| gto| HUEIO|AO| byte arrayd| 12 Z2
12, 0 2% 022 M0 2XAJAEE MEDCE 2 ZEHMENME bitMatrixZ X

XFA
[= )
=
(L.

ZotLt.

Mol Zto HMZst= A2 bitMatrix.get(y,x)[0]12 AFZSHCE THF 07| M rgball r ZHoi|
SO X}b SHCHH, bitMatrix.get(y,x)[3]22 StH =L 2ol XE2 bitMatrix.put(y,x,data)
2 XNEst

4.2.4.4) HHE matrix & 90 =4 3|FSIHA 2 XA A O] MolEILE RO = =Y
SigatEel ZE&= ofefet ZLCt.

public Mat (Mat src, double deg ){

Mat returnMatrix = new Mat();
if (deg == 270 ){

// Rotate clockwise 270 degrees
Core.transpose(src, returnMatrix);

Core.flip(returnMatrix, returnMatrix, 0);



}

else if (deg == 180 ){

// Rotate clockwise 180 degrees
Core.flip(src, returnMatrix, -1);

}

else if (deg == 90 ){

// Rotate clockwise 90 degrees

Core. transpose(src, returnMatrix);
Core.fljp(returnMatrix, returnMatrix, 1);

}

return returnMatrix;

}

90 =2|Ct7h g0 EXI5HH 2| Eetrt.

Mat rotation[] = new Mat[4];

rotation[0] = bitMatrix;

if (bitMatrix.get(0, 0)[0] == 1 && bitMatrix.get(0, 5)[0] == 1 && bitMatrix.get(5, 0)[0] == 1) {
RealCodeMatrix = rotation[0];

return RealCodeMatrix;

}

else{

for (intp =1, p < 4 p++) {

// rotate(rotation[p - 1], rotation[p], Core.ROTATE_90_CLOCKWISE);

double 1=90;

rotation[p] = rotateMatCW(rotation[p-1],1);

[+=90;

if (rotation[p].get(0, 0)[0] == 1 && rotation[p].get(0, 5)[0] == 1 && rotation[p].get(5, 0)[0] == 1) {
RealCodeMatrix = rotation[p];

return RealCodeMatrix;

}



4.2.5) 3|H5I| ZEZ QAME FAL byte[] Arr & XE5l1 O|F Decode ot= Y.

Rl

Decoding2td2 Encodingl| H&=2 2 ZTIAlsICt & ZZHMEO| M= byte arrayS ALEH

X2t 2XAAEQ| OBHE F7| Rl siY MM bitE YO,

425.1) 0%l RealCodeMatrix= 36bitZ=0|C} XY ZAFZO| 0, EMO| 12 NEE U

XEh 2 ZT2HEM= AFEES 12 ALES 2K JAIZEE AH8SHY| 20| O|E EHHA|A

=Lt

4252) QIAEZ HIZS HFEE HMelstH 27bitZEE THEO{FCH

4253) SiE IH O|Z f(x)Q Hst4E MM IEES 23810 22bit2 SO FLCL
O,

4.2.54) hamming code 4bitS =Qlot0] X TEHE YE= X F1, & A0 18bit

4.255) CRC codeE LCFA| XOR SHA Zf0| HHOo} HOH 42 ME0 433k, 0|0 et
10 bite| HIO|E REE 2|HDICH
4256) HOIHIZAEE (Integer)Card_IDE HFO| B2 FtEQ| Z}Z GameController0f

et

43 DB =



Monster_Card
'—I Monster ID
Monster Damage

Monster Has_Effect

Support_Card

1
e Support_Card_ID
Support_Meglect_Damages

Support_Reduce_Damage

Card_ID e Support_Heal_Life

- 1
Card_Mame Support_Pazs_Damage
Card_Type nt Support_Cure_Carse
Card_Description int

Magic_Card_ID
Magic_Type
Magic_Damage

Magic_Damage_All

Magic_Mext_Cant_Act

Curze_Mo_Monster

No_Effect Monster

No_Support_Card

Mo_Magic_Card

e Mo_Curse_Card
Curse_Tick_Damage

Curse_Absorb

1

Monster Effect Trigger

e ———
1

Monster_ID
Effect_Mo_Monster
Effect_Mo_Effect Manster
Effect_Self Damage
Effect_Add_Damage

Effect One_More_Monster

=
c=_Damage

Effect_Cure Curss

Monster_ID
Trigger_Magic_Type

Trigger_Take Damage

Trigger_specific_Card
Trigger_Cursed
Trigger_Life_Below

Trigger_Life_Above

431) 7tHEtZ 2102 FtE FYE=Z DBO| FZoto] SHE HOHE ==X &

4.4 Unity

- 8102 7tE JEE 7HX|1 8 Edt= 3D Model



Assets > Resources

1 1 2 2 3 3 4 4 5 5 6 8 7 7 8
8 9 9 10 10 n n 12 12 13 13 14 14 15 16

N

- 3D Model2 3}HO0| == 3sic}

M any ol BNy
1000 1000

SHOW MAIN SEND MSG UNLOAD

Player2

Players 1000










5.2 Azt

=
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