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Component Diagram
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Traceability

Display Module

1. Display Controller
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Camera Module

1. Camera Controller
2. ImageRecognition
3. Code Decryption
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Game Module

1. Game Flow Controller
2.Card Data Parser

Test Case
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Card Management Module

1. Read Card Data
2. Add Card Data
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requestFetchCard

DbQuery

RequestGraphicRender
CalculateAccumulatedDamage
Select_target_player(Player)
applyCardEffect(CardEffectList)
ProcessTurn
Endturn
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