UTPA MEMOPHU]JE

Kako urpartu urpy memopuje

Y urpu memopuje HEKOJIMKO CAMYULA je NPeKpMBEHO Bennm KBagpaTuma. MNocToju no aBe o cBake
canumue. Urpay morke Aa KAMKHe Ha ABa KBagpaTyiha Kako 61 NpoBepuo Koje ce canymLe Hanase nsa
HUX. YKOIMKO ce cmuunue noaynapajy, Taga KBagpaTum ocTajy oTKpmeeHU. Urpay nobehyje Kaga cy
cBu KBagpatuhm Ha Taban oTkpmBeHW. [la 6u nomoram urpady, cBu Keagpatuhu cy Ha MmoyeTky
OTKPMBEHU Ha KPaTKO.
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Yrwexaene ,for” net/ne

JepHa o cTBapu Koje he ce yecto Buhatu y kogy Urpe memopuje jecte Kopuwheme for” netsbe yHyTap
apyre ,for” netsbe. OBakBKM Aes0BM Koda ce 30BY yribexaeHe ,for” net/be. OHe ce KopucTe Kaga ce
nposepasa cBaka moryha kombuHauuja ase ancte. 3a npoBepy, UCKyuajTe cneaehu kogy ,shell“-y:

== for x in [0, 1, 2, 3, 4]:
. for y in ["a", 'b", "c']:
print(x, y)

NMTwWwMhTWMNOoTWMNoTWAN oW

-

Ha Buwe mecTa y Koy 3a Urpy memopuje jaBuhe Ham ce noTpeba aa npohemo Kpos cBaky moryhy
X 1Y KoopguHaTy Ha Tabau. MpuTom hemo KOpUCTUTH yriberKaeHe NeT/be Kako 6ucmo 4o0bman cBaky
moryhy KombuHauujy koopguHata. MpumeTnmo aa he yHyTpawma ,,for” netsba (ogHocHo ,for” net/ba
KOja ce Hanasu yHyTap apyre ,for” net/be) npohu Kpo3s cee cBoje moryhe Kopake npe Hero wTto npehe
Ha HapegHW Kopak crnosbawme ,for” netsbe. AKo 3ameHUMo pepocnes osux ,for” netwu, 6uhe
oALTamMnaHe UcTe BpeAHOCTH, ann Mo gpyrauvjem pegocneny. Vckyuajte HpegHu Kog y ,shell“-y u
ynopeauTe peaocnes oAWTaMnaHMX BPegHOCTM ca pefociefoM OAWTaMnaHMX BpegHOCTU U3
npeTxo4Hor npumepa:

=»»> for y in ['a', 'b', "c']:
for x in [0, 1, 2, 3, 4]:
print(x, vy)
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H3BOpHU KoA Urpe memopuje

OBaj Ko, moskeTe npeyseTn Ha cneaehoj agpecu: http://invpy.com/memorypuzzle.py.

Mpekonupajte ueo koA y , IDLE” oKpykKeme, cauyBajTe ra nog HasMBom memorypuzzle.py n NoKpeHuTe
ra. AKo gobujete 6MNO KakBy MOPYKY O rpelwuu, nornenajte Koja AMHKUja Koda je NoMeHyTa y Toj
nopyum 1 y Toj IMHKjKU NPOBEPUTE Aa I NOCTOjM HEKA Fpellka y Kyuary. Takohe, Kog MmokeTe aa
npekonupate ny ,web” dopmu Ha agpecu: http://invpy.com/diff/memorypuzzle kako 6ucre younnum
pa3nnke namehy cBor Kofa v Kofa Koju ce Hanasu y NpupyYHUKY.

BepoBaTHo heTe TOKOM npeKyLaBakba KOAA YCBOjUTM HEKe waeje 0 TOmMe KaKo nporpam
bYHKLUMOHMLIE, a Kafa 3aBpLUMTe ca TUM, MOXKETE M Camu Aa urpate urpy.

1. # Memory Puzzle

2. # By Al Sweigart al@inventwithpython.com

3. # http://inventwithpython.com/pygame

4. # Released under a "Simplified BSD" license

5.

6. import random, pygame, sys

7. from pygame.locals import *

8.

9. FPS = 30 # frames per second, the general speed of the
program

10. WINDOWWIDTH = 640 # size of window's width in pixels

11. WINDOWHEIGHT = 480 # size of windows' height in pixels
12. REVEALSPEED = 8 # speed boxes' sliding reveals and covers
13. BOXSIZE = 40 # size of box height & width in pixels

14. GAPSIZE = 10 # size of gap between boxes in pixels

15. BOARDWIDTH = 10 # number of columns of icons

16. BOARDHEIGHT = 7 # number of rows of icons

17. assert (BOARDWIDTH * BOARDHEICHT) % 2 == 0, 'Board needs to
have an even number of boxes for pairs of matches.'

18. XMARGIN = int((WINDOWWIDTH - (BOARDWIDTH * (BOXSIZE +

GAPSIZE))) / 2)

19.

YMARGIN = int((WINDOWHEICHT - (BOARDHEIGHT * (BOXSIZE +

GAPSIZE))) / 2)

20.
21.
22.
23.
24 .
25.
26.
27 .
28.
29.
30.
31.

# R G B
GRAY (100, 100, 100)

NAVYBLUE = ( 60, 60, 100)
WHITE = (255, 255, 255)
RED — (255, 0, 0)
GREEN = ( 0, 255, 0)
BLUE - ( 0, 0, 255)
YELLOW = (255, 255, 0)
ORANGE - (255, 128, 0)
PURPLE = (255, 0, 255)
CYAN - ( 0, 255, 255)


http://invpy.com/memorypuzzle.py
http://invpy.com/diff/memorypuzzle
http://invpy.com/diff/memorypuzzle

32.

33. BGCOLOR = NAVYELUE

34 . LIGHTBGCOLOR = GRAY

35. BOXCOLOR = WHITE

36. HIGHLIGHTCOLOR = BLUE

37.

38. DONUT = 'donut'

39. SQUARE = 'square'

40. DIAMOND = 'diamond'

41. LINES = "lines'

42. OVAL = 'oval'

43.

44 . ALLCOLORS = (RED, GREEN, BLUE, YELLOW, ORANGE, PURPLE, CYAN)
45. ALLSHAPES = (DONUT, SQUARE, DIAMOND, LINES, OVAL)

46. assert 1en(ALLCOLORS) * Ten(ALLSHAPES) * 2 >= BOARDWIDTH *
BOARDHEIGHT, "Board is too big for the number of shapes/colors
defined.”

47 .

48. def main():

49 global FPSCLOCK, DISPLAYSURF

50. pygame.init()

51. FPSCLOCK = pygame.time.Clock()

52. DISPLAYSURF = pygame.display.set_mode( (WINDOWWIDTH,
WINDOWHEIGHT))

53.

54 . mousex = 0 # used to store x coordinate of mouse event

55. mousey = 0 # used to store y coordinate of mouse event

56. pygame.display.set_caption({'Memory Game')

57.

58. mainBoard = getRandomizedBoard()

59. revealedBoxes = generateRevealedBoxesData(False)

60 .

61. firstSelection = None # stores the (x, y) of the first
box clicked.

b2.

b3. DISPLAYSURF.fi11(BGCOLOR)

64 . startGameAnimation(mainBoard)

b5.

66 . while True: # main game loop

67. mouseClicked = False

b8 .

69. DISPLAYSURF.f111(BGCOLOR) # drawing the window

70 . drawBoard(mainBoard, revealedBoxes)

/1.

72 for event in pygame.event.get(): # event handling

100@



73. it event.type == QUIT or (event.type == KEYUP and
event.key == K_ESCAPE):

74 . pygame.quit()

75. sys.exit()

76. elif event.type == MOUSEMOTION:

77 . mousex, mousey = event.pos

78. elif event.type == MOUSEBUTTONUP:

79. mousex, mousey = event.pos

80. mouseClicked = True

81.

82. boxx, boxy = getBoxAtPixel(mousex, mousey)

83. if boxx !'= None and boxy != None:

84 . # The mouse is currently over a box.

85. if not revealedBoxes[boxx] [boxy]:

86. drawHighlightBox(boxx, boxy)

87. if not revealedBoxes[boxx] [boxy] and
mouseClicked:

88. revealBoxesAnimation(mainBoard, [(boxx,
boxy)1)

89 . revealedBoxes[boxx] [boxy] = True # set the
box as "revealed"

90 . 1T firstSelection == None: # the current box
was the first box clicked

91. firstSelection = (boxx, boxy)

92. else: # the current box was the second box
clicked

93. # Check if there i1s a match between the
two 1cons.

04 . iconlshape, iconlcolor =
getShapeAndColor(mainBoard, firstSelection[0], firstSelection[1])
95. icon2shape, iconZcolor =
getShapeAndColor(mainBoard, boxx, boxy)

96 .

97 . if iconlshape != icon2shape or iconlcolor
- iconZcolor:

98 . # Icons don't match. Re-cover up both
selections.

99 . pygame.time.wait(1000) # 1000
milliseconds = 1 sec

100. coverBoxesAnimation(mainBoard,
[(firstSelection[0], firstSelection[1l]), (boxx, boxy)])

101. revealedBoxes[TirstSelection[0]]
[firstSelection [1]] = False

102. revealedBoxes [boxx] [boxy] = False
103. elif hasWon(revealedBoxes): # check 1T
all pairs found

104 . gamelWonAnimation(mainBoard)

105. pygame.time.wait(2000)

106.

107 . # Reset the board



108. mainBoard = getRandomizedBoard()

1009. revealedBoxes =
generateRevealedBoxesData(False)
110.
111. # Show the fully unrevealed board for
a second.
112. drawBoard(mainBoard, revealedBoxes)
113. pygame.display.update()
114. pygame.time.wait(1000)
115.
116. # Replay the start game animation.
117.
startCGameAnimation(mainBoard)
118. firstSelection = None # reset
firstSelection variable
119.
120. # Redraw the screen and wait a clock tick.
121. pygame.display.update()
122. FPSCLOCK. tick(FPS)
123.
124.
125. def generateRevealedBoxesData(wval):
126. revealedBoxes = []
127. for i in range(BOARDWIDTH) :
128. revealedBoxes.append([val] * BOARDHEIGHT)
129. return revealedBoxes
130.
131.
132. def getRandomizedBoard():
133. # Get a list of every possible shape in every possible
color.
134. icons = []
135. for color in ALLCOLORS:
136. for shape in ALLSHAPES:
137. icons.append( (shape, color) )
138.
139. random.shuffle(icons) # randomize the order of the icons
Tist
140. numIconsUsed = int(BOARDWIDTH * BOARDHEIGHT / 2) #
calculate how many icons are needed
141. icons = icons[:numIconsUsed] * 2 # make two of each
142. random.shuffle(icons)
143.
144 . # Create the board data structure, with randomly placed

jcons.



145.
146.
147.
148.
149.
150.
151.
152.
153.
154.
155. def
156.

board = []
for x in range(BOARDWIDTH) :
column = []
for y in range(BOARDHEIGHT) :
column.append(icons[0])
del icons[0] # remove the icons as we assign them
board. append(column)
return board

splitIntoGroupsOf(groupSize, thelList):
# splits a list into a list of lists, where the inner

lists have at

157.
158.
159.
160.
161.
162.
163.
164. def
165.
166.
167.
168.
169.
170.
171. def
172.
173.
1/74.
175.
BOXSIZE)
176.
177.
178.
179.
180.
181. def
182.
183.
184.
185.
coords fr
186.
187.
188.

top + hal
189.
half, top

# most groupSize number of items.

result = []

for 1 in range(0, Ten(thelList), groupSize):
result.append(theList[i:i + groupSize])

return result

leftTopCoordsOfBox(boxx, boxy):

# Convert board coordinates to pixel coordinates
left = boxx * (BOXSIZE + GAPSIZE) + XMARGIN

top = boxy * (BOXSIZE + GAPSIZE) + YMARGIN
return (left, top)

getBoxAtPixel (x, vy):
for boxx in range(BOARDWIDTH) :
for boxy in range(BOARDHEIGHT):
left, top = leftTopCoordsOfBox(boxx, boxy)
boxRect = pygame.Rect(left, top, BOXSIZE,

if boxRect.collidepoint(x, y):
return (boxx, boxy)
return (None, None)

drawIcon(shape, color, boxx, boxy):
quarter = int(BOXSIZE * 0.25) # syntactic sugar
half = int(BOXSIZE * 0.5) # syntactic sugar

left, top = leftTopCoordsOfBox(boxx, boxy) # get pixel
om board coords
# Draw the shapes
if shape == DONUT:
pygame.draw.circle(DISPLAYSURF, color, (left + half,
), half - 5)
pygame.draw.circle(DISPLAYSURF, BGCOLOR, (left +
+ half), quarter - 5)



190.  elif shape == SQUARE:

191. pygame.draw.rect (DISPLAYSURF, color, (left + quarter,
top + quarter, BOXSIZE - half, BOXSIZE - half))

192. elif shape == DIAMOND:

195. pygame.draw.polygon(DISPLAYSURF, color, ((left +

half, top), (left + BOXSIZE - 1, top + half), (left + half, top +
BOXSIZE - 1), (left, top + half)))

194 . elif shape == LINES:

195. for 1 1in range(0, BOXSIZE, 4):

196. pygame.draw. 1ine(DISPLAYSURF, color, (left, top +
i), (left + i, top))

197. pygame.draw. 1ine(DISPLAYSURF, color, (left + 1,
top + BOXSIZE - 1), (left + BOXSIZE - 1, top + 1))

198. elif shape == OVAL:

199. pygame.draw.ellipse(DISPLAYSURF, color, (left, top +
quarter, BOXSIZE, half))

200.

201.

202 . def getShapeAndColor(board, boxx, boxy):

203. # shape value for x, y spot is stored in board[x][y][0]
204 . # color value for x, y spot is stored in board[x][y][1]
205. return board[boxx] [boxy][0], board[boxx] [boxy][1]

206.

207 .

208. def drawBoxCovers(board, boxes, coverage):

200. # Draws boxes being covered/revealed. "boxes"™ is a list
210. # of two-item lists, which have the x & y spot of the
box.

211. for box in boxes:

212. left, top = leftTopCoordsOfBox(box[0], box[1])

213. pygame.draw.rect (DISPLAYSURF, BGCOLOR, (left, top,
BOXSIZE, BOXSIZE))

214 . shape, color = getShapeAndColor(board, box[0],
box[1])

215. drawIcon(shape, color, box[0], box[1])

216. it coverage > 0: # only draw the cover if there 1is an
coverage

217. pygame.draw.rect (DISPLAYSURF, BOXCOLOR, (left,
top, coverage, BOXSIZE))

218. pygame.display.update()

219. FPSCLOCK . tick(FP5)

220.

221.

222 . def revealBoxesAnimation(board, boxesToReveal):

223. # Do the "box rewveal” animation.

224 . for coverage in range(BOXSIZE, (-REVEALSPEED) - 1, -
REVEALSPEED) :

225. drawBoxCovers(board, boxesToReveal, coverage)

226.



227.
228. def coverBoxesAnimation(board, boxesToCover):

229. # Do the "box cover" animation.

230. for coverage in range(0, BOXSIZE + REVEALSPEED,
REVEALSPEED) :

231. drawBoxCovers(board, boxesToCover, coverage)
232.

233.

234. def drawBoard(board, revealed):

235. # Draws all of the boxes in their covered or revealed
state.

236. for boxx in range(BOARDWIDTH) :

237. for boxy in range(BOARDHEIGHT):

238. left, top = leftTopCoordsOfBox(boxx, boxy)
239. if not revealed[boxx] [boxy]:

240. # Draw a covered box.

241. pygame .draw.rect (DISPLAYSURF, BOXCOLOR,
(left, top, BOXSIZE, BOXSIZE))

242 . else:

243. # Draw the (revealed) icon.

244 . shape, color = getShapeAndColor(board, boxx,
boxy)

245 . drawIcon(shape, color, boxx, boxy)
246,

247 .

248 . def drawHighlightBox(boxx, boxy):

249 left, top = leftTopCoordsOfBox(boxx, boxy)

250. pygame.draw.rect(DISPLAYSURF, HIGHLIGHTCOLOR, (left - &,
top - 5, BOXSIZE + 10, BOXSIZE + 10}, 4)

251.

252.

253. def startGameAnimation(board):

254 . # Randomly reveal the boxes 8 at a time.

255. coveredBoxes = generateRevealedBoxesData(False)
256. boxes = []

257. for x in range(BOARDWIDTH) :

258. for y in range(BOARDHEIGHT):

259 . boxes.append( (x, y) )

260. random.shuffle(boxes)

261. boxGroups = splitIntoGroupsOf(8, boxes)

262 .

263. drawBoard(board, coveredBoxes)

264 . for boxGroup in boxGroups:

265. revealBoxesAnimation(board, boxGroup)

266. coverBoxesAnimation(board, boxGroup)

267.

268.



269. def gameWonAnimation(board):

270. # flash the background color when the player has won
271. coveredBoxes = generateRevealedBoxesData(True)

272. colorl = LIGHTBGCOLOR

273. color2 = BGCOLOR

274.

275. for 1 in range(13):

276. colorl, color2 = color2, colorl # swap colors
277. DISPLAYSURF.fill(colorl)

278. drawBoard(board, coveredBoxes)

279. pygame.display.update()

280. pygame.time.wait(300)

Z281.

282.

283. def hasWon(revealedBoxes):

284. # Returns True if all the boxes have been revealed,
otherwise False

285. for 1 1n revealedBoxes:

286. if False in 1i:

287. return False # return False if any boxes are
covered.

288. return True

289,

290,

201, if _name__ == "__main__":

292. main()

3acayre u kopuuiheHe 6u6/110TEKE

1. # Memory Puzzle

2. # By Al Sweigart al@inventwithpython.com

3. # http://inventwithpython.com/pygame

4. # Released under a "Simplified BSD" license
5.

6. import random, pygame, sys

/. from pygame.locals import *

Ha noyeTky nporpama ce HaJsiaze KOMEHTapW O TOMe KOja je urpa y nuTakby, Ko jy je HanpaBuo, Kao 1
raoe KopuUHKK MoXKe fa Hahe goaatHe nHpopmaumje. Ty ce Takohe Hanasu n MHopmaumja aa je Koz,
OOCTyMaH 3a yMHO»KaBame nog ,,Simplified BSD” anueHuom.

OBaj Nporpam KOpUCTM MHOre QyHKUMje Koje ce Hanase y eKcTepHUM bubanoTekama Koje yBo3u y
LEeCToj AMHMjU. JIHKnja 7 Takohe npeacTas/ba ,, import” KomaHay, anu y popmary:

»,from (Hasue 6ubnmoteke) import *“,

LUTO 3aMpaBO 3HAa4YM [a HE MOPAMO A3 YKyLamo Hasue BubiMoTeKe M3a Te KOMaHge. Y KoOMaHau
pygame.locals He noctoje PpyHKUMje, anu je Ty CMELUTEHO HEKOIMKO KOHCTAHTU KOje MU KeMMOo
A3 KOpUCTMUMO, Kao wTo cy MOUSEMOTION, KEYUP mnan QUIT. Kopucrtehu oBaj popmaT KOmaHge
»import”, mu Tpeba ga ykyuamo camo MOUSEMOTION, ymecto pygame.locals.MOUSEMOTION.



Maru4Hu 6pojeBH Cy JIOIIHU

9. FP5 = 30 # frames per second, the general speed of the program
10. WINDOWWIDTH = 640 # size of window's width in pixels

11. WINDOWHEICHT = 480 # size of windows' height in pixels

12. REVEALSPEED — 8 # speed boxes' sliding reveals and covers

13. BOXSIZE = 40 L

14 . GAPSIZE = 10
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Mporpam oBe uUrpe cagp:KkM A0CTa KOHCTAHTK, @ OHe Mory BUTK jako KopucHe. Ha npumep, ymecTto aa
Kopuctnmo npomeHsbmnsy BOXSIZE y Hawem Koay, mornm 6ucmo Aa ykyuamo camo 6poj 40 agupekTHo
y Kog,. Mehytum, noctoje ABa pas/iora 3aliTo KOPUCTUMO KOHCTaHTe.

MpBO, aKo BUCMO KacHMje Kenenm Aa NPOMEHUMO BENNYMHY CBaKor KBagpatuha, mopanu 6ucmo aa
npohemo Kpo3 L,eo Nporpam 1 Aa npenpasmMmo CBAKY MHUjY rae CMo YKyuann 6poj 40. Kopuwherem
KoHcTaHTe BOXSIZE, mu Tpeba Aa uameHMmMo camo NnHUjy 13 n octatak nporpama he aytomaTcku
61T axkypupaH. OBaj HauuH je mHoro 60sbM, MOroToBO 3aTO WTO BpeaHocT 40 moXKemo Aa
WMCKOPUCTMMO M 33 jOLU HEWTO Nopes BennumHe 6enmx Keagpatuha, na Ucnpas/bakbeM CBAKe INHUje
Y Kojoj bucmo youmnnu 6poj 40 morim 6Ucmo ga n3a3oBeMo rPeLLKY Yy Hallem nporpamy.

Lpyro, oBaj NpuUcTyn YnHKM Kog npernegHujum. OBpaTuTe Naxkky Ha cnegehu cermeHT U nornegajre
NnHKjy 18. OHa nspavyHaBa KoHcTaHTy XMARGIN Koja oapehyje KoIMKo nNuKcesna ce Hanasm ca 6oYHmX
CTpaHa ynTase Tabne. M3pas Aenyje KOMMNIMKOBAHO, ann jacHo objalHbaBa Kako ce pavyHa NoMeHyTa
KOHCTaHTa.

JInHunj 18 nsrnepga oBako:

XMARGIN = int((WINDOWWIDTH - (BOARDWIDTH * (BOXSIZE + GAPSIZE))) / 2)

Kaga nuHuja 18 He 6K cagprkana KOHCTaHTe, oHa 61 U3rnegana oBako:
XMARGIN = int((640 - (10 * (40 + 10))) / 2)

Ha oBaj HaumH nocTaje Hemoryhe fJa ce pasyme LITA 3aMpaBO O3Ha4yaBa OBa KOHCTAHTa M Kako je
nobujeHa. OBu HeobjalwreHN 6PoOjeBN Y M3BOPHOM KOZY CE YeCTO HasuBajy marMdyHum 6pojeBuma.
Kapa rop yxsatute cebe ga yHocuTe marnyHe 6pojese, Tpebano 6 Aa pasmoTpute onuujy 4a ux
3aMeHWTe KOHCTaHTama. MpeTxoaHe AnHKje he pauyHapy OUTU MAEHTUYHE, anu NPOrpamepy Koju ymTa
M3BOPHM KOZ M NOKYyLIaBa Aa pasyme Kako OH QyHKLMOHWLWeE, Apyra Bep3nja AMHuje 18 Hehe umatu
HUMaNo cMucia. KoHCTaHTe fonpuHOCe NperiegHoCTM 3BOPHOT KoZa.

Ca ppyre ctpaHe, moryhe je u aa npeTtepate ca 3ameHom 6pojeBa KoHcTaHTama. [ocmaTtpajmo
cnepehu koa,:

ZERO = 0

ONE =1

TWO = 99999999
TWOANDTHREEQUARTERS = 2.75

HemojTe nnucaTtn oBakaB Kog,. Y 0BaKBMM C/ly4ajeBMMa, 3ameHa 6pojeBa KOHCTaHTama je becmucneHa.



IIpoBepa cMucaeHocTH NOMOhy KoMaH/e assert

15. BOARDWIDTH = 10 # number of columns of icons

16. BOARDHEIGHT = 7 # number of rows of icons

17. assert (BOARDWIDTH * BOARDHEIGHT) % 2 == 0, 'Board needs to
have an even number of boxes for pairs of matches.'

18. XMARGIN = int((WINDOWWIDTH - (BOARDWIDTH * (BOXSIZE +
GAPSIZE))) / 2)

19. YMARGIN = int((WINDOWHEIGHT - (BOARDHEIGHT * (BOXSIZE +
GAPSIZE))) / 2)

=~ =

KomaHga assert kojy Buammo y nnHuju 15 ocurypaBa ga ce y WWPUHU U BUCUHU Tabie Kojy cMo
03HauMAM Hanasu napaH 6poj KBagpatuha (WwTo je 6UTHO jep hemo y OBOj UrpM MmaTM napose
canumnua). MocToje Tpy Aena assert KomaHae: K/ibyyHa ped —assert, 3aTum uspas, Koju 3a BpeaHoCT
False pesyntyje npekngom nporpama, n Tpehn geo (M3a 3apesa M3a M3pasa) je HUCKa, OAHOCHO
CTPUHT, KOjW Ce nojas/byje y c/lyyajy Npekuaa nporpama 36or ,,aceptoBarba”.

KomaHaa assert 3ajegHo ca M3pasom y CylWTUHKU roBopu: ,Mporpamep TBpAM Aa OBaj U3pas mopa
61TK TauyaH, MHave ce nporpam npekmaa.”. OBo je gobap HaunH NpoBepe CMUCAEHOCTU NPOrpama, Tj.
[a OCUrypamo Aa ako U3BpLUEHe Nporpama npohe ,,acepToBarbe”, MOXKEeMOo Aa cmaTpama 4a Koj paau
KaKo je 04YeKMBaHoO.

HcnuTuBame NapHOCTH Gpoja

AKO NpousBoA, LIMPUHE M BUCMHE Tabne nogennmo ca AiBa U MPUTOM je OCTaTaK Tor Ae/beka jeHaK
Hynu (Taj ocTaTak moxemo aa gobujemo nomohy onepatopa %), Taga je Taj 6poj napaH. MapHu
6pojeBun Npu gesberby Ca ABa YBEK Aajy ocTaTak Hyna. HenapHu 6pojesu npu Aesberby ca ABa YBeK Aajy
ocTaTaK jesaH. OBO je 3roAaH TPMK 3a yNnamTUTK ako Bam 3aTpeba Kog Koju he Bam pehu ga n je Heku
6poj napaH uan HenapaH.

==> 15Even = someNumber % 2 == 0
>=> 150dd = someNumber % 2 '= 0

Y npumepy M3Hag, ako je 6poj someNumber napaH, Taga he BpegHocT npomeH/buse isEven 6utu
True. Y cayyajy Kaga 6u 6poj someNumber 6o HenapaH, Taga 61 BpegHOCT NnpomeHsbmee 1s0dd
Mmana spegHoct True.

PaHO 1 yecToO nyuame nporpamMma

Myuare nporpama je nowa cteap. To ce AelaBa Kaja Ball NPoOrpam MMa HEKUX rpeLlaka y Koay 1 He
MOXe Aa HacTaBu ca pafdom. Mnak, noctoje cay4vajeBu rge paHo nyuake nporpama crnpedvasa rope
rpeLlKe y HeroBom KacHujem pagy. AKo BpeHOCTU Koje CMO M3abpanu 3a WUPUHY U BUCUHY Tabne,
0AHOCHO BpegHoCcTn KoHCTaHTU BOARDWIDTH v BOARDHEIGHT Koje cmo oapeannu y aMHujama 15 m
16, pe3ynTyjy HenapHum bpojem KBagpatuha (Ha npumep, ako 6u WKnpuHa buna 3, a BUCKH 5), Taga
61 yBeK ocTana jeiHa Cayymua Koja He 61 nmana ceoj nap. OBo 6U M3a3Baso KBap Yy KacHUjem paay
nporpama u 6uno 61 NoTpebHO AOCTa NOC/Ie OKO HEFOBOr UCMPaB/bakba A4a bU ce Ha Kpajy Aowo g0
3aKJ/byyKa Aa ce rpeLlka Hanasm Ha CaMoM MOoYeTKy Nporpama. lMokyLajTe ga 4eo Koaa Koju ce ogHOCH
Ha ,,acepToBarbe” cTaBUTE NOA KOMEHTap (KaKo ce He 6K U3BpLLIMAA Ta KOMaHAA), a 3aTUM NnogecuTe



WMPUHY N BUCKMHY Tabne, Tj. KoHcTaHTe BOARDWIDTH u BOARDHEIGHT, ga 6yay HenapHu 6pojesu.
Kaga noKkpeHeTe nporpam, oamax he Bam ce npukasaTu rpewka y anmHuju 149 Bawer nporpama
memorypuzzle.py Koja ce Hanasu y oksupy ¢pyHKumje getRandomizedBoard().

Traceback (most recent call Tlast):

Traceback (most recent call Tast):
File "C:\bookZ2svn\src\memorypuzzle.py", line 292, in <modulex>
main()
File "C:\bookZsvni\src\memorypuzzle.py", Tline 58, in main
mainBoard = getRandomizedBoard()
File "C:\bookZ2svni\src\memorypuzzle.py", Tline 149, in getRandomizedBoard
columns.append(icons[0])
IndexError: 1ist index out of range

M3rybunamn 6ucmo aocrta spemeHa nocmatpajyhu getRandomizedBoard() ¢yHkumjy nokywasajyhu
A3 CXBAaTMMO LLUTA HUje y peay ca koM, Aa BMCMO Ha Kpajy CXBaTUAK Aa Y HOj Hema rpewaka. Mpasu
M3BOpP KBapa Hanasu ce jow y AnHMjama 15 mn 16 rae cy aedmHucaHe koHctaHTe BOARDWIDTH wu
BOARDHEIGHT.

,AcepToBare” ocurypaBa Aa ce oBaKO HELITO He gecu. AKO Hall nporpam Beh mopa aa ,MyKHe", mu
KEeMOo Ja ce TO AecuM YMM OTKpUje Aa HewTo Huje y peay, jep, y CynpoTHOM, KBap MOXKe Moctatu
BUAJ/bMB TEK MHOTO KacHKje y nporpamy. 3aTo je 60sbe ga nporpam nykHe paHuje.

MU 3anpaBo *KeaMMo Aa A043aMO KOMaHAy ,assert” Kaga rof MMamo HeKW YC/IoB y Nporpamy Koju
yBeK mopa 61Tu TavaH, Tj. A4a MMa BpeaHocT True. 3aTo je BUTHO M Aa Nporpam MyLa Yecto (ako uma
rpelwaka, HapaBHo). He Mopamo HM Aa npeTepyjemMo M 4a yBOAMMO KOMaHAy ,assert” csyga, anu
4ecTo Nyuake Nporpama ys ,acepToBare” YyMHOroMe AOMNPUHOCK OTKpMBakby NPaBor M3BOPa KBapa.

AOTepI/IBaH)e HU3BOPHOT KOAA

21. % R G B
22 . GRAY = (100, 100, 100)
23. NAVYBLUE = ( 60, 60, 100)

24. WHITE = (255, 255, 255)
25. RED - (255, 0, 0)
26. GREEN - ( 0, 255, 0)
27. BLUE - ( 0, 0,255
28. YELLOW = (255, 255, 0)
29. ORANGE = (255, 128, 0)
30. PURPLE = (255, 0, 255)
31. CYAN - ( 0, 255, 255)
32

33. BGCOLOR = NAVYBLUE
34. LIGHTBGCOLOR = GRAY
35. BOXCOLOR = WHITE

36. HIGHLIGHTCOLOR = BLUE

MoaceTumo ce Aa cy boje y Majrejmy npeacras/beHe nomohy ypeheHux Tpojku uenmx 6pojesa og 0 Ao
255. OBa Tpu 6poja NnpeacTas/bajy KONMUYUHY LpBEHE, 3eN1eHe 1 nnase 60je, pegom, 36or yera ce ose
Tpojke n HasuBajy RGB BpeaHoctuma (Red, Green, Blue). MpumeTnmo aa je pacnopeq ypeheHux



TPOjKM, KOje BUAMMO Yy nMHMjama 22-31, TaKkaB ga ce R, G 1 B BpeaHoOCTU CBUX ypeheHUX TPOjKK Hanase
y Mo jeAHOj AnHKjK. Y MNajToHy yBNayerbe TeKCTa (MpasaH NpoCcTop Ha NOYeTKy NUHMje) mopa buTh
npewumsaH, aan pasmaum y OCTaTKy JIMHUje HUCY TOAMKO BUTHWU. YBOherem pasmaka y ypeheHum
TpojKama nocTaje iako yousbuBo nopehere RGB BpegHocTh cBake 60je.

Ha 0Baj HauMH Ko YNHUMO NpernegHUjuM 1 Nenwmm, anum He mopaTte Aa TPOLIUMTEe MHOTO BpemeHa
Ha To. Cam Koz He mopa aa byae nen ga 6u paguo.

Boheme pauyHa 0 J0BO/bHOM GpOjy C/IMYUIIA

44 . ALLCOLORS = (RED, GREEN, BLUE, YELLOW, ORANGE, PURPLE, CYAN)
45 . ALLSHAPES = (DONUT, SQUARE, DIAMOND, LINES, OVAL)

46. assert Ten(ALLCOLORS) * len(ALLSHAPES) * 2 >= BOARDWIDTH *
BOARDHEIGHT, "Board 1is too big for the number of shapes/colors
defined.”

Oda 6u nporpam Halle uUrpuue Morao ga Kpeupa cavuuue 3a cBaky moryhy KombuHauujy 6oje m
o0bnmka, mopamo ga dopmmpamo TOPKY Koja he cafpraTv cBe oBe BpeAHOCTU. ocToju jow jeaHo
,acepTtoBame” y 1nMHMjK 46 Koje he ocurypaTti Aa nocToju 40BO/bHO KOMBMHaUMja 60ja 1 06/1MKa KaKo
61 ce nonyHuna uena tabna sagate BennumHe. AKo He 6M NOCToOjaNo AOBO/BLHO KOMBUHaLM]ja, Nporpam
61 NyKao Ha nMHUjU 46 N Mmn BUCMO 3HaANM Aa — UK MOPaMO da Ao4amo jow 6oja n 0b6mKa, nan aa
CMarbMMO LLIMPUHY U BUCUHY Halwe Tabne. Ca 7 6oja n 5 ob6anka moxemo aa Hanpasumo 35 (7 - 5)
Pa3NIMUUTUX CIMUKNLA, @ NOLUTO Ham Tpebajy NapoBM OBMX CAMYMLA, TO 3HAUM Aa MOXKEMO A3 KPENPAMO
Tabny ca po 70 kBagpatuha.

YpebheHe Topke uIu JIMCTe, HEMPOMEH/bUBE UM NIPOMEH/bUBE

Mokemo npumeTntn ga cy ALLCOLORS n ALLSHAPES npomeHsbuBe ycTBapu ypeheHe TopKe ymecTo
nucte. TOpKe M nNCTe Cy UCTe MO CBEMY, CEM ABe Pa3/IMKe: TOPKe Kopucte obunyHe 3arpase ymecTto
Yyrnacrte, v YN1aHOBM TOPU HE MOTY [la Ce Metbajy (HEMPOMEH/bUBM), IOK Ce Y IMCTaMa Y1aHOBU MOTY
MeHaTh (NPoOMeH/bUBK).

Mpumepwu:

>»> listval = [1, 1, 2, 3, 5, 8]

>>> tupleval = (1, 1, 2, 3, 5, 8)

>>> listVal[4] = "hello!’

>>> listVal

[1, 1, 2, 3, 'hello!', 8]

>>> tupleval[4] = 'hello!"'

Traceback (most recent call last):
File "<stdin>", line 1, in <module>

TypeError: 'tuple' object does not support item assignment

>>> tupleVal

(1, 1, 2, 3, 5, 8)

>>> tupleVal[4]

5

Kaza nokywaBamo fa NpOMeHUMO UHAEKC 2 ¥ Topuu, MajToH Auke rpelky ca MOPYyKOM Aa TOpKa He
noaprkaea ,item assignment”.



Jenan 4naH y ypeheHoj Topuu 3axTeBa 3aneTy Koja ra npaTu

Takohe, jow jeaaH aetasb Be3aH 3a ypeheHe TopKke: ako Bam MKaaa 3aTpeba Aa HanuwieTe Ko 0 Topum
KOja MMa camo jeAHy BPeAHOCT Y H0j, TaAa je HeoNXoHo cTaBuTu npaTtehy 3aneTy Kao Ha npumepy:

oneValueTuple = (42, )

YKonunko 3abopasute 3anety, [ajtoH Hehe mohu ga pasnuKkyje ypeheHy TOpPKy M 3arpage Koje ce
KOpUCTe fia 3ameHe pefocnes onepauuja. Mpumep:

variableA
variableB

(5
(5

6)
6, )

L

[IpeTBapame usmely jimcti 1 ypeheHUX TOpKuU

Moryhe je npeTBapare MMCTN y ypeheHe TopKe n 06paTHO, Kao LTO BK NPEeTBOPUAN CTPUHT Y LLEO BPOj
1 o6paTHo. Camo je noTpebHo Aa npocneanmo speaHoct ypeheHe Topke 1ist () dyHKumMju 1 oHa he
HaM BPaTUTU NIUCTY 04, BpeaHOCTH ypeheHe TopKe. UcTo Tako, moryhe je npocneantu BpegHOCTU NCTe
oyHKumMjn tuple () v oHa he Ham BpaTMTK ypeheHy TOpKy BpeaHOCTU ucTe.

MNpobajte cneaehe komaHae y ,,shell“-u:

>>> spam = (1, 2, 3, 4)

>>> spam = list(spam)
>>> spam

[1, 2, 3, 4]

>>> spam = tuple(spam)
>>> spam

a, 2, 3, 4)

22>

CTpykType nogataka u 2D siucre

58. mainBoard = getRandomizedBoard()
59. revealedBoxes = generateRevealedBoxesData(False)

dyHKumja getRandomizedBoard() Bpaha cTpyKTypy nogaTaka Koja NnpeAcTas/ba CTakbe Ha Tabau.
generateRevealdedBoxesData() ¢ykHumMja Bpaha cTpyKTypy nogataka nomohy Koje Buaumo
Koju oa KBagpatuha cy cakpuseHu. MoBpaTHe BpeaHOCTM oBe Age yHKLUMje cy ABOANMEH3MOHANHE
NINCTE, NN INCTE NINCTW.

AKO MMamoO NUCTy cadyBaHy Y NPOMEH/bMBOj MoJ Ha3MBOM ,Spam®”, MOXemMOo Aa MPUCTYNUMO
YynaHOBMMa Te INCTe Ca YrAacTMM 3arpagama, Kao Ha npumep spam[ 2] Kako 6u npuctynuam Tpehem
ynaHy nmcTe. AKo je BpefHocT y spam[ 2] Takofhe McTa, MOXKEMO KOPUCTUTU jow jeaaH nap yrnactmx
3arpaja Kako 6y npucTynuamn BpeaHoCTn y Toj AncTu. Y Tom caydajy spam[2][4] 6w spahano nety
BPeAHOCT ¥ IMCTU Koja je Tpeha BpeaHoCT y ancTu spam. Kopuctehu 0By HOTauujy y Urpu, CaMYnum
Ha nosuumju (4, 5) 6 moram Aa npuctynumo mspasom mainBoard[4][5]. MowTo cy MKoHUUE



yyBaHe Kao ypeheHn naposu ca 06anMKom 1 60jom, LLeSIOKYMHA CTPYKTYpa nogataka je McTa UCTu
ypeheHux naposa.

EBo manor npumepa. Peummo aa tabna usrnega oBako:

©
.0

Oprosapajyha cTpyKTypa nogaTaka 6u buna:

mainBoard = [[(DONUT, BLUE), (LINES, BLUE), (SQUARE, ORANGE)], [(SQUARE,
GREEN), (DONUT, BLUE), (DIAMOND, YELLOW)], [(SQUARE, GREEN), (OVAL,
YELLOW), (SQUARE, ORANGE)], [(DIAMOND, YELLOW), (LINES, BLUE), (OVAL,
YELLOW)]]

Y mehyBpemeHy, CTPYKTypa nojaTtaka OTKPMBEHUX Mosba je Takohe 2D nncrta, oCMm LITO ce YMecTo
ypeheHunx napoBa 4yBa camo Boolean BpegHocT: True ako je kBagpatuh y (x, y) KoopauHatu
OoTKpMBeH U False yKoAMKo je cakpuBeH. Ako npocneaumo False  yHKUMju
generateRevealedBoxesData() nocraBmwamo cee Boolean BpeaHoctv na False.

OBe JBe CTPYKTYype NoAaTaka KOpUCTUMO Ja 6M MOTJIM 2 MPaTUMO CTama TabJie 3a Urpy.

Animacija ,Zapo¢ni igru“

61. firstSelection = None # stores the (x, y) of the first box
clicked.

62.

63. DISPLAYSURF.fi11(BGCOLOR)

64. startGameAnimation(mainBoard)

Y nnHuju 61 noctaB/bamo NpomeH/bUuBY ca HasmBom firstSelection n gogeswyjemo joj BpegHocT
None (BpegHOCT Koja NpeAcTaB/ba HeAOCTATaK CTakba). Kaga urpad KAMKHE Ha Canyuuy Ha Tabnau,
nporpam mMopa Aa MCNpaTM Aa AW je KAMKHYTHO Ha MpBY WAW ApYyry cavuuuy napa. Ako je
firstSelection None, KAMKHYTO je Ha nNpBYy MKOHWUY W cmewTamo (X, Y) KoopauHaTty vy
npomeHsbmBy firstSelection ako ypeheHu nap aea uena 6poja. Kaga ce apyrM nyT KAUKHE,
BpegHocT he 6UTH oBaj ypeheHn nap, nomohy Kora he nporpam UCNpPaTUTK Aa je y NUTaky APYIU KAKK
Ha canumuy. Y AMHMjM 63 nonyHaBamo LeIoKyNHy nogaory ca 6ojom nosaguHe. Osum notesom hemo
Takohe 060jUTK CBe LITO je NOCTOjas0 Ha NOA/I03M, Ynme A06Mjamo YUCTO ,NNATHO” Ha KOMe MOXKeMOo
ncupTasaTu rpaduyke enemeHTe.

YKonuKo cTe urpanu Urpy memopuje, npumetuheTe ga cy Ha NoYeTKy Urpe CBU KBagpaTuhu Ha Bp3nHy
CaKPMBEHW Y OTKPUBEHU HACYMMUYHO A3 b1 nrpavy omoryhmunum ga Kpamukom oka BUAM Koje cy canymue
noga Kojum kBagpatuhem. OBo ce cse gewasa y ¢yHKumju startGameAnimation(), koja he 6utm
objalwreHa KacHuje.



BUTHO je AO3BONTM MUrpaYy Aa BUAM HAKPATKO rae ce Koje CAnYuLe Hanase 3aTo WTOo Y CyNPOTHOM He
61 manu naejy raoe ce 6M10 Koja o4 canumnua Hanasu. Knmkrame Ha cneno Huje 3a6aBHO TOIMKO Kao
Kaga ce omoryhu mana nomoh.

IleT/ba urpe

66. while True: # main game loop

67. mouseClicked = False

68.

69. DISPLAYSURF.fi11(BGCOLOR) # drawing the window
70. drawBoard(mainBoard, revealedBoxes)

MeT/ba urpe je ycreapu 6ecKOHauyHa MeT/ba Koja MoYMHbe Ha JIMHUjU 66 U Koja nposasu Kpos ,for”
neT/bM CBe AOK uUrpa Tpaje. 3anamTuTe Aa net/ba Urpe ynpassba gorahajuma, merba cTakbe urpe,
UCLUPTaBa CTakbe Urpe Ha eKkpaHy.

Cratrbe urpe 3a Urpy memopuje nporpam 4yea Kpos cnegehe npomeHsbuse:

mainBoard
revealedBoxes
firstSelection
mouseClicked
mousex

mousey

Svakim prolaskom kroz petlju igre u programu, mouseClicked npomenunsa yyBa Boolean spegHoct
Koja je True yKOJIMKO je urpay KJINKHYO Npu NpoacKy Kpo3 neT/by urpe.

Ha nuHuju 69, nognora je obojeHa 6ojom nosagmHe ga 6u ce obpucano cBe WTO je NPeTXoaHOo
HaupTaHo Ha Hoj. Mporpam Taga nosuea drawBoard() fa 6u ce MCLPTaNo TPEHYTHO cTakbe Tabne.

3anamtuTe fa Hawa ¢yHKUMja 33 LpTatbe caMo UCLpTaBa y MEMOPMjY, a 3a NPUKA3 Ha eKpaHy je
noTtpebHo fa nososemo pygame.display.update(), koja ce ussplasa Ha AnHMjKu 121,

IleT/ba 3a ynpaB/bame Aorahajuma

72. for event in pygame.event.get(): # event handling Toop
73. if event.type == QUIT or (event.type == KEYUP and
event.key == K_ESCAPE):

74. pygame.quit()

75. sys.exit()

76. elif event.type == MOUSEMOTION:

77. mousex, mousey = event.pos

78. elif event.type == MOUSEBUTTONUP:

79. mousex, mousey = event.pos

80. mouseClicked = True

»For” net/ba Ha InMHMjK 72 n3BpLIaBa KoZ 3a cBaku forahaj Koju ce Loroamno oa NpeTxoaHor Nposiacka
Kpo3 neT/by urpe. OBa NeT/ba ce Ha3nBa NeT/ba 3a yNpaB/bakbe gorahajuma un Koja Nposiasm Kpos UCTy
pygame.Event objekaTta Koju cy noBpaTHa BpegHocT dyHKumje pygame.event.get().



AKo je Tmun pgorahaja QUIT wam KEYUP Esc Tactepa, Taga 61 nporpam Tpebao ga npekuHe ca
n3BpLaBareM. Y cynpoTHoMm, y cayyajy MOUSEMOTION porahaja nam MOUSEBUTTONUP porahaja,
nosuumja nokasmeaya bu Tpebana ga ce cadyysa y mousex n mousey promenljivima. Ako je dogadaj
MOUSEBUTTONUP, mouseClicked se takode postavlja na True.

Kaza cmo npuxsatuam cee aorahaje, BpegHOCTM cavyBaHe y mousex, mousey nmouseClicked he
Ham pehu Koju je ynas urpay npocnegmo. Caga je noTpebHO Aa MU3MEHMMO CTakbe UTpe M Aa UCLpTaMo
pesy/iTaTe Ha eKpaHy.

IIpoBepa u3Haj Kojer KBagparuha je nokasuBay

82. boxx, boxy = getBoxAtPixel(mousex, mousey)
83. if boxx != None and boxy != None:

84. # The mouse 1is currently over a box.
85. if not revealedBoxes[boxx] [boxy]:

86. drawHighlightBox(boxx, boxy)

dyHKuMja getBoxAtPixel() he Bpahatn ypeheHu nap uenux 6pojesa. Llenn bpojeBu npectassbajy XY
KoopAauHaTe KBagpaThha Ha Kojem ce TPeHYTHO HaJla3u noKasueay muiia. Kako pagum osa ¢pyHKUMja je
objawreHo KacHuje. CBe WTO je NOTpebHO Aa 3HAMO 3a Caja je Aa YKOMKO Cy mousex u mousey
KoopAaMHaTe M3Hag keagpatuha, ypeheHn nap XY KoopaMHaTa cy NOBPATHA BPeAHOCT GyHKUMje u
yyBajy ce y boxx i boxy. YKO/AIMKO NOKasMBay muLla Huje U3HaZ, HEKOT o KBaapatuha, y Tom ciyyajy
je nospaTHa BpeAHOCT dyHKLUMje ypeheHM nap HeaedUHUCAHUX BPEAHOCTU U THA BPeAHOCT GyHKLMje
1 yyBajy ce y None ce biti smesteno u boxx i boxy.

Mu cmo 3aMHTepecoBaHM camo ako boxXx M boxy Mmajy KOHKpeTHe BPeAHOCTU CMELUTEHE Y HbUMA.
Cnepehux nap AnMHKUja KoZa ce usBLliaBajy y 610ky if yKosMKo je To cnyyaj. Kaga rog ce nokasmeay
MWLLA Hanasun M3Hag Keagpatuha o3Haunhemo ra naasom 60jom oko KBagpatuha. bojere ce Bpmn
oyHKuMjom drawHighlightBox ().

87. if not revealedBoxes[boxx] [boxy] and mouseClicked:
88. revealBoxesAnimation(mainBoard, [(boxx, boxy)]1)
89. revealedBoxes[boxx] [boxy] = True # set the box as
"revealed"

Ha nnHuju 87 He npoBepaBaHO camo Aa N je MU M3Hag KBagpaTtuha, seh 1 Aa v je KNMKHYT. Y Tom
CNyYajy XeanMmo Aa NyCTUMO aHUMMauwujy OTKpuBaka Tor KBagpatuha Tako wrto hemo nossaTu
¢yHKuMjy revealBoxesAnimation(). Tpe6ano 6u ga obpaTMMo Naxky Aa NO3MBakbem OBe
byHKLMje camo ucupTaBaMo aHUMMALMjy OTKpPMBaHA, @ TeK Ha MHKUjM 89 nocTaB/bamo BpeaHOCT
revealedBoxes[boxx][boxy] Ha True.



Ynpas/bame KJIMKOM Ha IPBM KBajpaTtuh

90. if firstSelection == None: # the current box was the
first box clicked

91. firstSelection = (boxx, boxy)

92. else: # the current box was the second box clicked
93. # Check if there 1is a match between the two
icons.

94, iconlshape, iconlcolor =
getShapeAndColor(mainBoard, firstSelection[0], firstSelection[1])

95. iconZ2shape, icon2color =

getShapeAndColor(mainBoard, boxx, boxy)

Mpe Hero WTO ce M3BPWMW Yyaas3ak y nesy urpe, BpegHocT npomeHsbuBe firstSelection je
HeaeduHMcaHa. Haw nporpam he To npeBecTu Tako A4a HUje KAMKHYTO HU Ha jedaH KBagpaTuh, Tako
A3 YKOJIMKO je ycnoB Ha anHnju 90 True, To 3Ha4u Aa je To NpBuM oA ABa KBagpatuha. Mu kennmmo ga
noKpeHemMo aHMmauujy 3a AaTh KBagpaTvh 1 Aa Ap>KMMO To nosbe oTBopeHo. Takohe nocTaB/bamo
firstSelection npomeHsbmBy Ha ypeheHn nap KoopanHaTa 3a KBagpaTuh Koju je KAUKHYT.

AKo je y nuTarby Apyru KBaapaTuh Ha Koju je Urpay KANKHYO, }KeNMMO Aa NyCcTMMO aHMMaunjy 1 3a Taj
KBaZpaT U @ HaKOH Tora NpoBeprMo 4a nu cy Ase camumue ucte. getShapeAndColor () ¢yHKumja
he Ham gocTaBuTK BpegHocTM 06/1MKa 1 6osbe canune.

YnpaB/bame ynapuBambeM pas3/IMuYMTUX CIMYULA

97. if iconlshape != icon2shape or tdconlcolor !=
icon2color:

98. # Icons don't match. Re-cover up both
selections.

99. pygame.time.wait(1000) # 1000 milliseconds =
1 sec

100. coverBoxesAnimation(mainBoard,
[(firstSelection[0], firstSelection[1]), (boxx, boxy)])

101. revealedBoxes[firstSelection[0]]
[firstSelection [1]] = False

102. revealedBoxes [boxx] [boxy] = False

Ha nuHuju 97 nposepaBamo aa nm cy 06/auK 1 60oja gBe canuumue pasymunTn. YKOAMKO jecy, Taga
xohemo  pa naysmpamo  uUrpy  Ha 1000  muAnceKyHAM  TakKO  WTO  MNO3MBamoO
pygame.time.wait(1000). Osum gajemo urpady BpemeHa Aa 3anamTu Koje ABe MKOHMLE Ce He
CNaXu U rae ce Hanase. HakoH Tora nokpehemo aHMMaUmjy 3a CKpuBarbe 0be canumue u meramo
CTakbe Urpe Tako Aa nokasyje Aa cy 0Ba ABa No/ba CakpuBEHa.



lepaBJbaH.e noéeaom Uurpada

103. elif hasWon(revealedBoxes): # check if all pairs
found

104. gameWonAnimation(mainBoard)

105. pygame.time.wait(2000)

106.

107. # Reset the board

108. mainBoard = getRandomizedBoard()

109. revealedBoxes =
generateRevealedBoxesData(False)

110.

111. # Show the fully unrevealed board for a
second.

112. drawBoard(mainBoard, revealedBoxes)

113. pygame.display.update()

114. pygame.time.wait(1000)

115.

116. # Replay the start game animation.

117. startGameAnimation(mainBoard)

118. firstSelection = None # reset firstSelection
variable

YKONMKO yC/I0B Ha IMHKUjN 97 HWje 3a40BOJbe, TO 3HAYM Aa Cy ABe cimuunLe ucte. NMporpam HUWTa BULWe
He MOpa Aa paaM ca AaTUM NosbuMa, NoTpebHo je Aa ocTaHy oTKpuBeHa. MehyTum, nporpam Tpeba
[a npoBepu Aa m je To 6UO NocnesrbM HEOTKPUBEHWU Nap Ha Tabau. To ce nposepasa y GyHKLMjU
hasWon () Koja uma nospaTtHy BpegHOCT True YKO/IMKO je TO CAyyaj.

YKonuKko je wurpay nobeamo, KeaMmMo 4a  NycTUMO aHMmauujy 3a nobegy nosvBom
gamWonAnimation(), 3aTum Aa Ha KpaTKo may3Mpamo M3BpLIaBarbe NMporpama M Ha nocieTky Aa
peceTyjeMo CTPYKType Kako 61 MOraun 4a 3ano4yHemMo HOBY UTpy.

Ha anHmju 117 nywutamo aHMMaumjy 3a NoYeTak urpe M3HoBsa. HakoH Tora nporpam he ce nsspliasatu
y NeT/bMl Kao 1 06MYHO, a UrPay MOXKe a HacTaBM ca UrPOM CBe AOK He m3ahe 13 nporpama.

bes o63upa ga M ce gge canuuue NoAyAapajy MAM He, HAKOH LUTO je Urpay KAMKHYO Ha Apyru
kBagpatuh noctasuhemo BpeaHocT firstSelection npomeHsbuBe Ha HegeduHUcaHo Tako aa hey
cBaKom cayyajy cnegehu keagpatuh Ha Koju vrpay KAMKHe 6MTM NPBU KBaApaT KOju je KAUKHYT.

Iiprame cTamba Urpe Ha eKpaHy

120. # Redraw the screen and wait a clock tick.
121. pygame.display.update()
122. FPSCLOCK. tick(FPS)

Y 0BOM TPEHYTHO, CTakbe Urpe ce Merba YH3aBMCHOCTM o, urpayeBor yHoca. Osae A01a3MMo A0 Kpaja
M3BplUIaBarba NeT/be uUrpe, nNa Moxemo aa nososemo pygame.display.update() Kako 6u
ncuyptann DISPLAYSURF nognory Ha ekpaHy.



Ha nuHmnju 9 cmo noctaBunm FPS KOHCTaHTy Ha uUenobpojHy sBpegHocT 30, wTo 3Haum aa hemo
ncuptasatv cBaky 1/30 cekyHae. Y Tom cayyajy ce pygame.display.update() v ueo kog netmwe
nrpe mopa ce U3BpLUTU 33 Marbe 0 33.3 muancekyHge. CBakmM HOBMjU pavypaH TO MOMKe laraHo 4a
octeapu. [a 6u cnpeumnn ga ce nporpam usspwasa npebpso, nosueamo tick() metoamy
pygame.Clock objekta ga 61 3ayctaBuam nporpam Ha 33.3 MUAUCEKYHAE.

Pravljenje ,Revealed Boxes“ strukture podataka

125. def generateRevealedBoxesData(val):

126. revealedBoxes = []

127. for i in range(BOARDWIDTH):

128. revealedBoxes.append([val] * BOARDHEIGHT)
129. return revealedBoxes

dyHKumja generateRevealedBoxesData() Ttpeba pa Hanpasu saucty Boolean BpegHoCTM.
BpegHocT he 6UTK oHa Koja je npocneheHa dpyHKUMjU Kao val napameTap. Tpebano 61 Aa 3ano4yHemo
CTPYKTYpPY Kao npasHy AucTy y revealedBoxes npomeH/buBO;j.

[a 61 HanpaBMAK CTPYKTYpYy NoZaTtaKka Koja nma ¢opmat revealedBoxes[x][y], notpebHo je aa
06e3beaMmo Aa yHyTpallkba /IMCTa MpeacTaB/ba BepTUKaNHe Ko/ioHe Tabsie, a He XOpWU3OHTasHe
penose. Y cynpoTHOM, CTPYKTypa nojaTtaka 6u umana ¢opmat revealedBoxes[y][x].

Y net/bn hemo nNpaBUTM KOMOHE, a 3aTUM MX AodaBatM Ha revealedBoxes. KonoHe ce npase
Kopuwherbem penaunkaumje ancte, Tako Aa he AMcTa KoNOHa UMaTU TOAIMKO vVal BPeAHOCTU KOMKO
joj BOARDHEIGHT po3sonu.

IIpaB/beme CTPYKType nojgaraka ta6se: Kopak 1 - /laj cee moryhe ciinuune

132. def getRandomizedBoard():

133. # Get a list of every possible shape in every possible color.
134, jcons = []

135. for color in ALLCOLORS:

136. for shape in ALLSHAPES:

137. icons.append( (shape, color) )

CTpyKTypa nogaTaka tabna je camo ancrta aMcTv ypeheHunx naposa, rae CBakv nap MMa Ase BpegHOCTH:
jeaHa 3a 60jy cavuuue u o apyra 3a 064K cavumue. AaM npaB/berbe OBe CTPYKType je mano
KomnsvKosaHuje. MoTpebHo je Aa 06e36eaMmo Aa MMamMO TayHO TOJIMKO CAMYUMLA KONMKO MMa
KBagpaTtuha Ha Tabnun n Takohe aa obe3beanmo ga NocToje ABe M CaMo ABe C/IMYULLE UCTOT TUNa.

MpBKW KOpaK je Aa HanpaBMMO JNCTY 3a cBaKy moryhy KombuHauujy 6oje n obamka. Cetumo ce aa
MMamo nCTy cBux 60ja m obnmka y ALLCOLORS u ALLSHAPES, Tako Aa yriexKaeHom NeT/boOm Ha
NMHWHKUjama 135 1 136 nponasmmo Kpos ceaku moryhy o6auK ceake moryhe 6oje. CBe 0BO je goaaTo
Y IMCTY NPOMEH/bUBE ULUOHC Ha NHKjK 137.



Kopak 2 - Memamwe ¥ ckpahvBame J1MCTe CBUX CIMYMLA

139. random.shuffle(icons) # randomize the order of the icons Tist
140. humIconsUsed = int(BOARDWIDTH * BOARDHEIGHT / 2) # calculate how
many icons are needed

141. jcons = icons[:numIconsUsed] * 2 # make two of each

142 . random.shuffle(icons)

3anamTUMo, MOXKAa NOCTOjM BULIE KOMBMHaLMja Hero nosba Ha Tabau. MNoTpebHo je ga uspayyHamo
6poj nosba Ha Tabam Tako wTto hemo nomHoxutn BOARDWIDTH u BOARDHEIGHT. 3atum hemo
nogenutn Taj 6poj ca 2 nowto hemo umatu napose cauvumua. OBaj 6poj hemo uyBatn y
numIconsUsed.

Ha nuHuju 141 Kopuctumo pesarbe NMcTe Kako 6u ysenu npsu numIconsUsed 6poj canunua us
nncte. OBa /INCTa je uamellaHa Ha AMHnju 139, Tako Aa Hehemo KOpUCTUTU UCTE CANYULE Y CBAKOj
urpu. 3aTmm je nnucta aynampaHa kKopuwherwem onepatopa * Kako 6u nocTtojane no ABe of CBake
canumue. OBa HoBa gynaunpaHa nucta he npebpucaTty cTapy AMcTy y icons npomeHsbuBoj. MowTo je
npBa No/0BUHA OBe /INCTE MAEHTUYHA ca Apyrom, nossahemo shuffle() metogy NOHOBO Kako U
M3MeLanu pegocnes camumua.

Kopak 3 - IlocaB/bame c/IMYMLIA HA Ta6Iy

144, # Create the board data structure, with randomly placed icons.
145. board = []

146. for x in range (BOARDWIDTH):

147. column = []

148. for y in range(BOARDHEIGHT):

149, column.append(icons[0])

150. del icons[0] # remove the icons as we assignh them

151. board.append(column)

152. return board

Capa je noTpebHO [a@ HaMpPaBMMO JIUCTY JIUCTY CTPYKTypa 3a Tabny. OBO MOXKeEMO ypagutu
yribexXaeHMM neT/bama Kao Kog generateRevealedBoxes () ¢yHKUMje. 3a CBaKy KONOHY Ha Tabau,
Hanpasuhemo AncTy Hacymu4yHo n3abpaHux camunua. Kako byaemo aonasanu camumue KoJoHaMa Ha
NHKju 149, Takohemo mx bpucaTi ca noyeTka icons aucre Ha AMHKUjK 150.



IM

[a 6u objacHuum oBo 6osbe, yKyuajte cnegehu Koa y ,shel
myList nucry.

-u. MpumeTuTe Kako del KomaHaa merba

>>> mylList = ['cat', 'dog', 'mouse', 'lizard']
>>> del myList[0]

>>> myList

['dog', 'mouse', '"lizard']
>>> del myList[0]

>>> myList

['mouse', 'lizard']

>>> del myList[0]

>>> myList

['lizard']

>>> del myList[0]

>>> myList

[]

==

Je/beme JIUCTe Y JIUCTY JIMCTU

155. def splitIntoGroupsOf(groupSize, thelList):

156. # splits a list into a 1list of lists, where the inner Tists have
at

157. # most groupSize number of items.

158. result = []

159. for i in range(0, len(thelist), groupSize):

160. result.append(thelist[i:i1 + groupSize])

161. return result

®yHKkumja splitIntoGroupsOf() aenn AUCTy Ha AUCTY NUCTM, FAe YHYTpalHe UCTE MMajy
groupSize 6poj enemeHata y tbMma.

Oervere nncte Ha iMHMjn 160 ca thelist[i:I + groupSize] npasu aucte Koje ce Aoaajy pacynt
nnctu. Kpos ceaku nponas rae je n 0, 8 n 16, oBaj U3pas 3a Aesbere ancte 6u 6muo thelist[0:8],
na theList[8:16] y apyrom nponacky, u theList[16:24] y Tpehem nponacky.

MpumeTMO Aa Mako 6u Hajsehu uHAEKC y Hawem npumepy 6muo 19, thelist[16:24] He 6u
n3baumBana rpewwky mako je 24 sehe og 19. Camo he HanpaBUTK €0 ANCTE Ca OCTAaTKOM CANYUNLA Y
MCTU. Je/berbe INCTU He YHULITABa UM Mehba NPBOBUTHY NUCTY cavyBaHy y thelList. Camo Konupa
HEeH AEe0 1 NpaBu BpeLHOCTU HoBe nncTe. OBa HOBa /IMCTA je goaata Aanctu result n a anHnjmn 160.
Tako fga Kaga Bpatumo result Ha Kpajy dyHKUmje, Bpahamo AncTy anctu.



[[e(l)m{nca}be KOOpAWUHATHOI CUCTEMa

164. def leftTopCoordsOfBox(boxx, boxy):

165.
166.
167.
168.

# Convert board coordinates to pixel coordinates
Teft = boxx * (BOXSIZE + GAPSIZE) + XMARGIN

top = boxy * (BOXSIZE + GAPSIZE) + YMARGIN
return (left, top)

EBO c/nvKe urpe n gBa pasnMumta KoopauHaTHa cuctema Koje Kopuctumo. Mpo3sop je wupok 640
nuKkcena n sucok 480 nukcenam Tako aa je (639, 479) je KoopanHaTa gower AecHor hollika, AoK je

roptsu
nesu (0, 0).

Pixel coordinates
(70, 65) (110, 65)

© )/ (10 (@ 0)

MUODEEESEEN
| AAAEEEEEEN
Gy HEEEEEEEEEE

EEEEEEEEEE
Y)Y pEEEEEEEEEN
EEEEEEEEEE
EEEEEEEEEY

(946) (639, 479)

leftTopCoordsOfBox() ¢yHKuMja he npummnTM KoopamHaTe KBagpatnha u BpaTUTM KoopauHaTe y
nukcennma. MowTo KBagpaTuh 3ay3nma BuLE NUCKeNa Ha eKkpaHy, yBek hemo Bpahatn KoopamHaTe
nuKcena ropker feBor yraa keagpatuha. Osa BpegHoct he ce Bpahath Kao ypeheHa aBojka. [aTa
dyHKUMja he yecTo 6UTK Kopuwhera 3a UcupTaBakbe 0BUX KBagpaTtuha.



HDETBapaH:e U3 MUKCEeJI KoopAuHATa y KBaﬂpaTHh KOoOpAHUHATE

171. def getBoxAtPixel(x, y):

172. for boxx in range(BOARDWIDTH):

173. for boxy in range(BOARDHEIGHT):

174. Teft, top = TeftTopCoordsOfBox(boxx, boxy)

175. boxRect = pygame.Rect(left, top, BOXSIZE, BOXSIZE)
176. if boxRect.collidepoint(x, y):

177. return (boxx, boxy)

178. return (None, None)

Buhe Ham noTpeba ¢pyHKUMja Koja he npeTBapaTV NMKcen KoopamHaTe y KoopauHaTte KBagpatuha.
O6jekTM Tuna npasoyraHuk umajy metoay collidepoint() kojoj mozemo proslediti X Y
KoopamHaTe 1 oHa he Ham BpaTuTK True ako Cy KoopAMHaTe yHyTap NpaBoyraoHMKa.

[a 6y npoHawnu Ha Kom KBagpaTuhy ce Hanase KoopAuHaTe MoKasMBaya muilia, mopahemo Aga
npohemo Kpos ceaku KBagpatuh n aa nososemo collidepoint() ca TMm KoopauHaTama Kao
napametpuma. Kaga metog spatv True 3Hamo Aa CMO NPoHaLWAM KBaapaTuh Ha KOjUu je KANKHYTO
WM Ha KOjem ce Hasla3n MoKasmBay MuLLa, Na moxKemo Hahu 1 KoopauHaTe KBagpaTuha. YKoMKo ce
TO He Jecu, TO 3HauM Aa ce MOoKasuBay He HanasM HU Ha jeaHom KBagpaTuhy u oHaa Bpahamo
HeaedUHUCaHe BpeaHOCTU.

LlpTal-be C/INYUIA U CHHTAKTHYKH mehep

181. def drawIcon(shape, color, boxx, boxy):

182. quarter = int(BOXSIZE * 0.25) # syntactic sugar

183. half = int(BOXSIZE * 0.5) # syntactic sugar

184.

185. left, top = leftTopCoordsOfBox(boxx, boxy) # get pixel coords

from board coords

®dyHKkumja drowIcon() he upTaTm caMuUMULY Ha MecCTy umje Cy KoopauHate gate y boxx u boxy
napametpuma. Ceaku moryhu 06amnk nosmsa apyrauvje MNajrejm ¢yHKUMje, TaKo Aa MOPaAMO MMaTK
Be/INKKU bpoj if n elif Hapenbu ga 61 ux KopucTUaw.

KoopauHatama X 1 Y roptbe 1 fieBe rpaHuue KBagpatuha ce mory gobutu nosmsarbem dyHKLMje
lefTopCoordsOfBox(). WupnHa n BucuHa kBagpaTuha cy aedpuHucanm y BOXSIZE KOHCTaHTH.

OBaKBe NpoMeH/bUBE Cy NPUMEP CUHTaKTUUKOr wehepa. CMHTaKTUYKK wehep je Kaga 4o4ajemo Koz
KOju 61 MOrao HanucaH gpyrauuje, anv aav omoryhasa ga U3BOpHU Kog byae unt/bmnenju. KoHctaHTe
Cy jepaH BuA cuHTakTMYKor cehepa. Hema notpebe Aa MMamo MPOMEH/bMBE 3a YETBPTUHY W
NOJIOBMHY, aln Kaja WX MMAMO YMHUMO KOZ YMT/bMBUjUM. Ko Koje /lak 3a uuTarbe je /akK 3a
nebaroBatbe U Merbarbe y byayhHocTu.



186. # Draw the shapes

187. if shape == DONUT:

188. pygame.draw.circle(DISPLAYSURF, color, (left + half, top +
half), half - 5)

189. pygame.draw.circle(DISPLAYSURF, BGCOLOR, (left + half, top +
half), quarter - 5)

190. elif shape == SQUARE:

191. pygame.draw. rect (DISPLAYSURF, color, (left + quarter, top +
quarter, BOXSIZE - half, BOXSIZE - half))

192. elif shape == DIAMOND:

193. pygame.draw.polygon(DISPLAYSURF, color, ((left + half, top),

(Teft + BOXSIZE - 1, top + half), (left + half, top + BOXSIZE - 1), (left,
top + half)))

194, elif shape == LINES:

195. for i in range(0, BOXSIZE, 4):

196. pygame.draw.1ine(DISPLAYSURF, color, (left, top + i),
(left + 1, top))

197. pygame.draw. Tine(DISPLAYSURF, color, (left + i, top +
BOXSIZE - 1), (left + BOXSIZE - 1, top + 1))

198. elif shape == OVAL:

199. pygame.draw.ellipse(DISPLAYSURF, color, (left, top + quarter,

BOXSIZE, half))

CuHTakTU4uKu mehep ca y3auBameH 06/1MKa U 60je CJAMYUILa Ha Ta6JIn

dyHKumja getShapeAndColor() uma camo jeaHy AvHMjy Koaa. MoskeTe ga ce nuTaTe 3aWTO OHAA
KOpUCTUMO GYHKUM)Y YMECTO Aa CaMO MUCKyLaMO Ty /IMHUMjy Koda CBaKW NyT Kag Ham Tpeba. To ce
Takohe KopuUcTn pagm YMT/bUBOCTM Koaa.

NaKko je 3ak/byunTyn WTa Kog Kao shape, color = getShapeAndColor() paau. Aan ako 6u
rneganu koga Kao shape, color = board[boxx][boxy][@], board[boxx][boxy][1], 6uno
61 Mano KoHoy3HO.



LipTare kBagpaTuha

208. def drawBoxCovers(board, boxes, coverage):

209. # Draws boxes being covered/revealed. "boxes" is a Tist
210. # of two-item 1ists, which have the x & y spot of the box.
211. for box in boxes:

212. Teft, top = TeftTopCoordsOfBox(box[0], box[1])

213. pygame.draw.rect (DISPLAYSURF, BGCOLOR, (Teft, top, BOXSIZE,
BOXSIZE))

214. shape, color = getShapeAndColor(board, box[0], box[1])
215. drawIcon(shape, color, box[0], box[1l])

216. if coverage > 0: # only draw the cover if there is an
coverage

217. pygame.draw.rect (DISPLAYSURF, BOXCOLOR, (left, top,
coverage, BOXSIZE))

218. pygame.display.update()

219, FPSCLOCK. tick(FPS)

dyHKumja drawBoxCovers () uma Tpu napameTpa: CTpyKTypy Tabne, namcty (X, Y) uredenih parova za
svaki kvadrat koji treba da se nacrta, i prostor koji treba da prekrije kvadrat.

MowTo Kennmo fa KOPUCTUMO MCTM KOZ 3a LpTare 3a cBaku KBaapatuh, Kopuctuhemo netby Ha
NMHMjK 211 TaKo Aa U3BpLUABa UCTU KO, 33 CBAKK KBagpaTtuh. YHyTap net/be, Kog 6m Tpebao aa paau
Tpy cTBap: upta 60jy nosaauHe, UpTa MKOHWULY, M KBagpaT KOju MOKPMBA MKOHULY. 3a upTakbe
kBagpatuha hemo Kopuctutn pygame.draw.rect(). YKoAMKo ce He 3a40B0O/bW YCA0B Ha IMHUjU
216, Hehemo nosusaTh GyHKUMjy 3a LpTare KBaapaTmha.

dyHKumnja drawBoxCover() he 6uTh nosmsaHa 3 3acebHe net/be. 360r Tora, mopa 4a MMa CBOj
nosus pygame.display.update() n FPSCLOCK.tick() ma 6v npukasao aHMmaLmjy.

Yupas/bamkbe aHUMALMjOM OTKPUMBaka U CaKpUBakha

222. def revealBoxesAnimation(board, boxesToReveal):

223. # Do the "box reveal"” animation.

224 . for coverage in range(BOXSIZE, (-REVEALSPEED) - 1, -
REVEALSPEED) :

225. drawBoxCovers(board, boxesToReveal, coverage)

226.

227.

228. def coverBoxesAnimation(board, boxesToCover):

229. # Do the "box cover" animation.

230. for coverage in range(0, BOXSIZE + REVEALSPEED, REVEALSPEED):
231. drawBoxCovers(board, boxesToCover, coverage)

CeTMmo ce Aa je aHMMaLMja CaMO NPUKA3MBAHLE PA3IMUYNTUX CIMKA Y KPATKMM TPEHYLIMMA, U TaKo ce
UMHKM aa ce cTBapu Kpehy no ekpaHy. revealBoxesAnimation() u coverBoxesAnimation()
camo Tpebajy Aa HaupTajy MKOHULY Ca PasanMyMTUM NOKpUBarbem b6enor kBagpaTa. MoXKemo HanmcaTtu
jeaHy oyHKUMjy 1 HaseaTh je drawBoxCovers() Koja moxe Aa o6asu To, a A3 Halwa aHMMauwmja
nosunea Ty GyHKUMjy 3a CBaKM ppejm aHMmaumje.



[a 6u ypaannu oso, noctasuhemo net/by ca ysehaBatbem Uan cmarbnBajem LioBepare NpoOMeH/MBE.
Ha nuHumjn 12 cmo noctasunm koctaHTy REVEALSPEED Ha 8, wTto 3Haum pa he ce kBagpatuh
cmarbuBaTu/nosehasat 3a 8 NMKcena y CBakoOM NpPoaacky Kpos netsby.

LipTame nese Tad/ie

234. def drawBoard(board, revealed):

235. # Draws all of the boxes in their covered or revealed state.
236. for boxx in range(BOARDWIDTH):

237. for boxy in range(BOARDHEIGHT):

238. Teft, top = leftTopCoordsOfBox(hoxx, boxy)

239. if not revealed[boxx] [boxy]:

240. # Draw a covered box.

241. pygame.draw.rect (DISPLAYSURF, BOXCOLOR, (left, top,
BOXSIZE, BOXSIZE))

242. else:

243, # Draw the (revealed) 1icon.

244, shape, color = getShapeAndColor(board, boxx, boxy)
245. drawIcon(shape, color, boxx, boxy)

drawBoard() ¢yHKumja nosmesa drawIcon() 3a ceaku kBagpatuh Ha Tabau. YribexgeHa net/ba Ha
NMHMjama 236 n 237 he ce BpTeTn Kpo3 cBaky moryhy X 1 Y koopauHaTy 3a KBagpatuhe, n uam he
HaLPTAaTV MKOHY Ha JIOKaUMju aun HaupTaTty 6env kBagpatuh ymecrto Tora.

LipTame o6esieKkaBama

248. def drawHighTightBox(boxx, boxy):

249, left, top = TeftTopCoordsOfBox(boxx, boxy)

250. pygame.draw.rect (DISPLAYSURF, HIGHLIGHTCOLOR, (left - 5, top - 5,
BOXSIZE + 10, BOXSIZE + 10), 4)

[a 6v nomornu urpayy Aa pasasHa Aa Mory fia KNIUKHY Ha KBagpaTtuh aa 6u ra otkpuau, Hanpasuhemo
NNaBu OKBUP OKO KBaapaTuha aa 6u ra obenexkuaun. OKBMp uutamo nosmsom pygame.draw.rect()
£a 6u HanpaswAKM KBaApPaT ca LWMPUHOM 4 NuKcena.



AHuManuja noyeTKa urpe

253. def startGameAnimation(board):

254. # Randomly reveal the boxes 8 at a time.

255. coveredBoxes = generateRevealedBoxesData(False)
256. boxes = []

257. for x in range(BOARDWIDTH):

258. for y in range (BOARDHEIGHT):

259. boxes.append( (x, y) )

260. random.shuffle(boxes)

261. boxGroups = splitIntoGroupsOf(8, boxes)

AHMMAaUMja Koja ce NpuMKasyje Ha NOYETKY MUrpe Aaje urpady many nomoh o Tome rae ce Hanase Koje
canumue. [a 61 HanpasMAM OBY aHMMALMjy MOPAMO [a CaKpMBaMoO M OTKMBAMO rpyne Keagpatuha
jepHy no jegHy.

Otpusahemo 8 no 8 kBagpatuha pegom. [a 6u npomeHnnm keagpatuhe cBaku NyT Kag uUrpa nouHe,
kopuctuhemo random.shuffle() ¢yHkumjy. Aa 6u nobuan ancty oa 8 keaapatuha, nosmsahemo
slitIntoGroupsOf() u npocnehmsahemo joj 8 u nucty kBagpatuha. Jiucty ancte Koja he 6utn
nospaTtHa BpeaHocT hemo cmecTuTh y boxGroups.

OTKpHUBame U CaKpHBame rpyna kpagparuha

263. drawBoard(board, coveredBoxes)

264. for boxGroup in boxGroups:

265. revealBoxesAnimation(board, boxGroup)
266. coverBoxesAnimation(board, boxGroup)

Ha noyeTky, HaupTamo Tabay. MowTo je cBaka BpeaHocT y coveredBoxes nocras/beHa Ha False,
nosus drawBoard() he uptatn camo kBagpatuhe Koju NMoKpuBajy. AHMMaLMje ca OTKpUBakbE U
caKpuBatbe he LpTaTh NpeKo mecta Tux 6enmnx Keagpatuha.

Met/bom hemo npohu Kpos CBaKy 0Of, YHYTpaWHUX AUCTU aucte boxGroups. ®yHKuMjama 3a
aHMMaumje he NPUKA3MBaTK CAUYMLLE CKPUMBEHE UCNOA, OAHOCHO CakpUBaTK UX 6ennm KBagpaTuhmuma
KOju ce wupe.



Anumanuyja ,Ilo6eguau cre”

269. def gameWonAnimation(board):

270. # flash the background color when the player has won
271. coveredBoxes = generateRevealedBoxesData(True)
272. colorl = LIGHTBGCOLOR

273. color2 = BGCOLOR

274.

275. for i in range(l13):

276. colorl, color2 = color2, colorl # swap colors
277. DISPLAYSURF.fi11(colorl)

278. drawBoard(board, coveredBoxes)

279. pygame.display.update()

280. pygame.time.wait(300)

Kaga je urpay oTKpro cBa Mosba M ynapumo MX, Keaumo a My 4ecTUTamo Tako WTo hemo meratu
nosaamnHcky 6ojy. Y for netbu hemo ucuprasati 60ojy y colorl npomeH/buBoj 3a 60jy nosagmHe u
OHZa upTaTh Tabny npeko we. MehyTuma npu cBakom NPoaacky Kpos netsby, BpegHoctu colorl u
color2 he ce merwatn mehycobHo Ha NHKUjK 276. OBako he nporpam cMmerMBaTU 60jy NO3aanHe m
Tabne.

OBa ¢yHKUMja mopa aa nosose pygame.display.update() ga 6u aHMmauujy nNpuKkasanm Ha
eKpaHy.

CaonmraBame Urpady Aa je mnoéesuo

283. def hasWon(revealedBoxes):

284. # Returns True if all the boxes have been revealed, otherwise
False

285. for i in revealedBoxes:

286. if False in 1i:

287. return False # return False if any boxes are covered.
288. return True

Urpau je nobeano y urpu Kaga je ynapuo cee camumue. Moxemo npohu Kpo3 cBako nosbe Ha Tabau u
yKo/nKo y revealeadBoxes He Hauhemo Ha False BpeaHoOCT, To 3Hauu Aa je urpay nobeguo.

MowrTo je revealedBoxes nncta nncte, netsba Ha AMHUjK 285 he NOCTaBUTM NapameTap yHyTpallkbe
JIUCTe Kao BpeaHOCTM oa i. Ann moxemo fa KopucTMomo in onepaTtop ga npoHahemo False
BPEAHOCT y LieNoj yHyTpaLlH0j IMCTU. Ha oBaj HaunMH Hehemo mopaTu Aa A0AajeMo joLl jeHY NeT/by.

for x in revealedBoxes:
for y in revealedBoxes[x]:
if False == revealedBoxes[x][vy]:
return False



