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let suits = [Suit.clubs, Suit.diamonds, Suit.hearts, 
Suit.spades] 
let ranks = [Rank.ace, Rank.two, Rank.three, Rank.four, 
Rank.five, Rank.six, Rank.seven, Rank.eight, Rank.nine, 
Rank.ten ,Rank.jack, Rank.queen, Rank.king]





struct RandomDeckOfCards{ 
    let cards: [Card] 
    init(){ 
        var allCards = [Card]() 
        for suit in suits { 
            for rank in ranks { 
                let card = Card(rank, of: suit) 
                allCards.append(card) 
            } 
        } 
        self.cards = allCards.shuffled() 
    } 
} 





class GameCards{ 
    let deck : RandomDeckOfCards 
    private var top = 0 
    init(){ 
        self.deck = RandomDeckOfCards() 
    } 
    func remainingNumOfCards() -> Int{ 
        return deck.cards.count - top 
    } 
    func getFiveCards() -> [Card]{ 
        let getNum = 5 
        var fiveCards = [Card]() 
        if top + getNum  <= deck.cards.count { 
            for card in deck.cards[top...top+getNum-1]{ 
                fiveCards.append(card) 
            } 
        } 
        top += getNum 
        return fiveCards 
    } 

}





    func flush() -> Bool{ 
        var setSuit = Set<Suit>() 
        for card in fiveCards { 
            let suit = card.getSuit() 
            setSuit.insert(suit) 
        } 
        return setSuit.count == 1 
    }





    func straight() -> Bool{ 
        var fiveRank = [Int]() 
        for card in fiveCards { 
            let r = card.getRank().rawValue 
            fiveRank.append(r) 
        } 
        fiveRank.sort() 
        if fiveRank[0] == 1 && fiveRank[1] == 10 && 
fiveRank[2] == 11 && fiveRank[3] == 12 && fiveRank[4] == 13 { 
            return true 
        } 
        for i in 0...fiveRank.count-2{ 
            let d = fiveRank[i+1] - fiveRank[i] 
            if d != 1{ 
                return false 
            } 
        } 
        return true 
    }



    func fourOfaKind() -> Bool{ 
        var setRank = Set<Rank>() 
        var set2Rank = Set<Rank>() 
        for card in fiveCards { 
            let rank = card.getRank() 
            if setRank.contains(rank){ 
                set2Rank.insert(rank) 
            } else { 
                setRank.insert(rank) 
            } 
        } 
        if setRank.count == 2 && set2Rank.count == 1 { 
            return true 
        } 
        return false 
    }

A rank in set2Rank 
occurs twice at least

A rank in setRank 
occurs once at least



Number of 
elements in 

setRank

Number of 
elements in 
set2Rank

fourOfaKind 2 1

fullHouse 2 2

twoPair 3 2

threeOfaKind 3 1

onePair 4 1

A rank in setRank 
occurs once at least

A rank in set2Rank 
occurs twice at least



CardGameApp: one 
player



new utility.swift 

add object-oriented codes of 
cardGame2024 to utility.swift  



func cat2string(cat: Category) -> String{ 
    switch cat.rawValue { 
    case 1: 
        return "straightFlush" 
    case 2: 
        return "fourOfaKind" 
    case 3: 
        return "fullHouse" 
    case 4: 
        return "flush" 
    case 5: 
        return "straight" 
    case 6: 
        return "threeOfaKind" 
    case 7: 
        return "twoPair" 
    case 8: 
        return "onePair" 
    default: 
        return "separate" 
    } 
}



Number of 
remaining cards in 

a deck

Button pushed to 
get five cards 

A string to show 
ranks and suits of 

the current five 
cards

Show the category 
of the current five 

cards







Content view





    var body: some View { 

}



Requirement 1: Correct 
Category. 





Requirement 1: New a Game.  
Add a button for a new game. 
All cards are shuffled and the number of 
remaining cards equals 52 





Requirement 3 : Add 
Card Images





Requirement 4 :  
Add a button to get 13 cards. 

Automatically divide 13 cards to three groups 
respectively containing 3, 5 and 5 cards. 

Display the category of each group. 

(option) Try to develop an algorithm for 3-group 
dividing and state its advantages for winning the 13-
card game when the number of players increases to 4. 


