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ABSTRACT

The project title is “LAST CARD”. This is a Unity based game application. The main
objective of this application is to provide the entertainment to the people. So that they can
spend good time in our game. We are determined to design game application for only
mobile users. In this project we are using the latest programming language and tools for
backend and front end like blender for designing and backend we will use C-sharp
language. This product is much needed in the market right now and with proper support
we can hit the market really well and till date we have no competitors. People use this
game application and enjoy the main features of our applications like multi player and
single player. Our game is user friendly and everyone can easily use their all features. We
connect social media and share profile on it. In future we will plan to add more features
on our application and make more attractive. And we will launch our application on play
store and app store.
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1 INTRODUCTION

The project we are working on is a multiplayer cards game named Last Cards. It is a card
game involving the 52 cards deck as other card games but it is different in rules playing
sequence and its way of presenting cards, value of each card is different and scoring
strategy is different according to its rules. Maximum number of players that will be
allowed in our game will be four.

We are determined to develop this application mostly for Mobile (android) users but we
are also interested to make this game available on the ios device users like iPhone and pc
(windows) users. We have collected data about almost all similar card games and till date
we don’t have much of competition but to the most probability we will be able to hit the
market as there is no Last card multiplayer game live on play store.

1.1 Motivations

The things that motivated us at first place was the emerging era of game development
around the world. The second thing that motivated us the most is that we ourselves are
Gamers, we play games understand them better and are sure to come up with the best
way possible to make games at our best. We are motivated as we will get exposure to the
game development industry as we are keen to pursue our futures as game developers.

1.2 Project Overview

As mentioned in the introduction we are developing an entertainment a multiplayer cards
game named as Last Cards. In this game the four players will be able to play and interact
with other players. The players will be allowed to play with the Ai build in the game to
play solo and to practice their skill set according to the game rule to get more and more
scores during the multiplayer while playing with different people with different kind of
1Q levels.

1.3 Problem Statement

As most of the card games are offline or are arcade the players are only playing with the
same developed Ai always and there is no human competitor and there is no variation of
decisions his game playing skill will not improve. As internet has already become the
need of the hour and everything is going online our game will allow the players to get
entertained as there will be players coming against them from around the world and will
increase his interest in the game and his entertainment time will be in better quality.
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