Kim3seha ciarainna

# Slide Puzzle

Generating new puzzle...

Kako ce urpa Kau3eha ciaaraauna

Tabna 3a urpy je mpexxa 4x4 ca neTHaecT nosba 03Ha4YeHUx bpojesuma oz 1 go 15 cnesa Ha AecHo U
jeAHUM npasHUM nosbem. BpojeBn Ha NosbUMa 3anounkby Aa ce pehajy caydajHum n3bopom, a urpay

nomepa nosba YHAOKO/10 CBE AOK NMOJ/ba HE 6yp,y NMOHOBO Y CBOM OPUTMHA/TIHOM pacnopeay.

U3BopHHU KoA K1u3ehe ciaraanne

OBaj M3BOPHWM Kofa ce MoKe npeysetu ca http://invpy.com/slidepuzzle.py . Ako gobujews Heky
NOPYKY O rpewum, nornegaj 6poj IMHUje Koju je CnomeHyT y Mopyum O rpewuy 1 NpoBepu 4a v nma
rpelaka y Kyuaky y TBOM Kody. Takohe, moxKew M Aa UCKOMMpaW M Hanenuw cBoj Kog y Beb
obpasau Ha http://invpy.com/diff/slidepuzzle aa nposepuw aa An noctoje pasnuke mamehy TBOr

KO4a U KoAda Yy KHbU3HK.

1 # Slide Puzzle

2 # By Al Sweigart al@inventwithpython.com

3 # http://inventwithpython.com/pygame

4 # Released under a "Simplified BSD" license

5

6 import pygame, sys, random

7 from pygame.locals import *

8

9 # Create the constants (go ahead and experiment with different values)
10 BOARDWIDTH = 4 # number of columns in the board
11 BOARDHEIGHT = 4 # number of rows in the board

12 TILESIZE = 80

13 WINDOWWIDTH = 640

14 WINDOWHEIGHT = 480

15 FPS = 30

16 BLANK = None



http://invpy.com/slidepuzzle.py
http://invpy.com/diff/slidepuzzle
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¥ R G B
BLACK = ( 0o, 0, 0)
WHITE = (255, 255, 255)
BRIGHTBLUE = ( 0, 50, 255)
DARKTURQUOISE = ( 3, 54, 73)
GREEN = ( 0, 204, 0)
BGCOLOR = DARKTURQUOISE

TILECOLOR = GREEN
TEXTCOLOR = WHITE
BORDERCOLOR = BRIGHTBLUE
BASICFONTSIZE = 20

BUTTONCOLOR = WHITE
BUTTONTEXTCOLOR = BLACK
MESSAGECOLOR = WHITE

XMARGIN = int ((WINDOWWIDTH - (TILESIZE * BOARDWIDTH + (BOARDWIDTH - 1))) / 2)
YMARGIN = int ((WINDOWHEIGHT - (TILESIZE * BOARDHEIGHT + (BOARDHEIGHT - 1))) / 2)

UP = 'up'

DOWN = 'down'
LEFT 'left'
RIGHT = 'right'

def main():
global FPSCLOCK, DISPLAYSURF, BASICFONT, RESET_SURF, RESET_RECT, NEW_SURF, \
NEW_RECT, SOLVE_SURF, SOLVE_RECT

pygame.init ()

FPSCLOCK = pygame.time.Clock()

DISPLAYSURF = pygame.display.set mode ((WINDOWWIDTH, WINDOWHEIGHT))
pygame.display.set caption('Slide Puzzle')

BASICFONT = pygame.font.Font('freesansbold.ttf', BASICFONTSIZE)

# Store the option buttons and their rectangles in OPTIONS.

RESET SURF, RESET RECT = makeText ('Reset', TEXTCOLOR, TILECOLOR, \
WINDOWWIDTH - 120, WINDOWHEIGHT - 90)

NEW SURF, NEW RECT = makeText ('New Game', TEXTCOLOR, TILECOLOR, \
WINDOWWIDTH - 120, WINDOWHEIGHT - 60)

SOLVE_SURF, SOLVE RECT = makeText ('Solve', TEXTCOLOR, TILECOLOR, \
WINDOWWIDTH - 120, WINDOWHEIGHT - 30)

mainBoard, solutionSeq = generateNewPuzzle (80)

SOLVEDBOARD = getStartingBoard() # a solved board is the same as the
# board in a start state.

allMoves = [] # list of moves made from the solved configuration

while True: # main game loop
slideTo = None # the direction, if any, a tile should slide
msg = 'Click tile or press arrow keys to slide.' # contains the
#message to show in the upper left corner.
if mainBoard == SOLVEDBOARD:
msg = 'Solved!'

drawBoard (mainBoard, msg)

checkForQuit ()
for event in pygame.event.get(): # event handling loop
if event.type == MOUSEBUTTONUP:
spotx, spoty = getSpotClicked(mainBoard, event.pos[0], \
event.pos[1l])

if (spotx, spoty) == (None, None):
# check if the user clicked on an option button
if RESET RECT.collidepoint (event.pos):
resetAnimation(mainBoard, allMoves) # clicked on
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#Reset button
allMoves = []
elif NEW RECT.collidepoint (event.pos):
mainBoard, solutionSeqg = generateNewPuzzle (80)
# clicked on New Game button
allMoves = []
elif SOLVE RECT.collidepoint (event.pos):
resetAnimation (mainBoard, solutionSeg + allMoves)
# clicked on Solve button
allMoves = []
else:
# check if the clicked tile was next to the blank spot

blankx, blanky = getBlankPosition(mainBoard)

if spotx == blankx + 1 and spoty == blanky:
slideTo = LEFT

elif spotx == blankx - 1 and spoty == blanky:
slideTo = RIGHT

elif spotx == blankx and spoty == blanky + 1:
slideTo = UP

elif spotx == blankx and spoty == blanky - 1:
slideTo = DOWN

elif event.type == KEYUP:
# check if the user pressed a key to slide a tile
if event.key in(K LEFT,K a)and isValidMove (mainBoard,LEFT) :
slideTo = LEFT

elif event.key in(K RIGHT,K d)and isValidMove (mainBoard,RIGHT) :

slideTo = RIGHT

elif event.key in (K UP, K w) and isValidMove (mainBoard, UP):

slideTo = UP

elif event.key in(K DOWN,K s)and isValidMove (mainBoard, DOWN) :

slideTo = DOWN

if slideTo:
slideAnimation (mainBoard, slideTo, \
'Click tile or press arrow keys to slide.', 8)
# show slide on screen
makeMove (mainBoard, slideTo)
allMoves.append(slideTo) # record the slide
pygame.display.update ()
FPSCLOCK. tick (FPS)

129 def terminate():
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pygame.quit ()
sys.exit()

def checkForQuit() :

for event in pygame.event.get (QUIT): # get all the QUIT events
terminate() # terminate if any QUIT events are present
for event in pygame.event.get (KEYUP): # get all the KEYUP events
if event.key == K ESCAPE:
terminate () # terminate if the KEYUP event was for the Esc key
pygame.event.post (event) # put the other KEYUP event objects back

143 def getStartingBoard():
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# Return a board data structure with tiles in the solved state.
# For example, i1if BOARDWIDTH and BOARDHEIGHT are both 3, this function

# returns [[1, 4, 7], [2, 5, 8], [3, 6, BLANK]]
counter = 1
board = []
for x in range (BOARDWIDTH) :
column = []

for y in range (BOARDHEIGHT) :
column.append (counter)
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counter += BOARDWIDTH
board.append (columnn)
counter —-= BOARDWIDTH * (BOARDHEIGHT - 1) 4+ BOARDWIDTH - 1

board [BOARDWIDTH-1] [BOARDHEIGHT-1] = BLANK
return board

def getBlankPosition (board) :
# Return the x and y of board coordinates of the blank space.
for x in range (BOARDWIDTH) :
for y in range (BOARDHEIGHT) :
if board[x][y] == BLANK:
return (x, V)

def makeMove (board, move) :
# This function does not check if the move is valid.
blankx, blanky = getBlankPosition (board)

if move == UP:
board[blankx] [blanky] ,board[blankx] [blanky+l]=board[blankx] [blanky+1],
board[blankx] [blanky]
elif move == DOWN:
board[blankx] [blanky] ,board[blankx] [blanky-1]=board[blankx] [blanky-1],
board[blankx] [blanky]
elif move == LEFT:
board[blankx] [blanky] ,board[blankx+1] [blanky]=board[blankx+1][blanky],
board[blankx] [blanky]
elif move == RIGHT:
board[blankx] [blanky] ,board[blankx-1][blanky]=board[blankx-1][blanky],
board[blankx] [blanky]

def isvValidMove (board, move) :
blankx, blanky = getBlankPosition (board)

return (move == UP and blanky != len(board[0]) - 1) or \
(move == DOWN and blanky !'= 0) or \
(move == LEFT and blankx !'= len(board) - 1) or \
(move == RIGHT and blankx != 0)

def getRandomMove (board, lastMove=None) :
# start with a full list of all four moves
validMoves = [UP, DOWN, LEFT, RIGHT]

# remove moves from the list as they are disqualified

if lastMove == UP or not isValidMove (board, DOWN) :
validMoves.remove (DOWN)

if lastMove == DOWN or not isValidMove (board, UP):
validMoves.remove (UP)

if lastMove == LEFT or not isValidMove (board, RIGHT):
validMoves.remove (RIGHT)

if lastMove == RIGHT or not isValidMove (board, LEFT):

validMoves.remove (LEFT)

# return a random move from the list of remaining moves
return random.choice (validMoves)

def getlLeftTopOfTile(tileX, tileY):
left = XMARGIN + (tileX * TILESIZE) + (tileX - 1)
top = YMARGIN + (tileY * TILESIZE) + (tileY - 1)
return (left, top)

def getSpotClicked(board, x, y):
# from the x & y pixel coordinates, get the x & y board coordinates

\

\

\

\




221 for tileX in range(len(board)):

222 for tileY in range(len(board[0])):

223 left, top = getlLeftTopOfTile(tileX, tileY)

224 tileRect = pygame.Rect(left, top, TILESIZE, TILESIZE)
225 if tileRect.collidepoint(x, y):

226 return (tileX, tileY)

227 return (None, None)

228

229

230 def drawTile(tilex, tiley, number, adjx=0, adjy=0):

231 # draw a tile at board coordinates tilex and tiley, optionally a few
232 # pixels over (determined by adjx and adjy)

233 left, top = getleftTopOfTile(tilex, tiley)

234 pygame.draw.rect (DISPLAYSURF, TILECOLOR, (left + adjx, top + adjy, \
235 TILESIZE, TILESIZE))
236 textSurf = BASICFONT.render (str (number), True, TEXTCOLOR)

237 textRect = textSurf.get rect()

238 textRect.center=left+int (TILESIZE / 2)+adjx,top+int (TILESIZE / 2)+adjy
239 DISPLAYSURF.blit (textSurf, textRect)

240

241

242 def makeText (text, color, bgcolor, top, left):

243 # create the Surface and Rect objects for some text.

244 textSurf = BASICFONT.render (text, True, color, bgcolor)

245 textRect = textSurf.get rect()

246 textRect.topleft = (top, left)

247 return (textSurf, textRect)

248

249

250 def drawBoard(board, message):

251 DISPLAYSURF.fill (BGCOLOR)

252 if message:

253 textSurf, textRect = makeText (message, MESSAGECOLOR, BGCOLOR, 5, 5)
254 DISPLAYSURF.blit (textSurf, textRect)

255

256 for tilex in range(len(board)):

257 for tiley in range(len(board[0])):

258 if board[tilex][tiley]:

259 drawTile(tilex, tiley, board[tilex][tiley])

260

261 left, top = getLeftTopOfTile(0, 0)

262 width = BOARDWIDTH * TILESIZE

263 height = BOARDHEIGHT * TILESIZE

264 pygame.draw.rect (DISPLAYSURF, BORDERCOLOR, \

265 (left - 5, top - 5, width + 11, height + 11), 4)
266

267 DISPLAYSURF.blit(RESET_SURF, RESET_RECT)

268 DISPLAYSURF.blit(NEW_SURF, NEW_RECT)

269 DISPLAYSURF.blit(SOLVE_SURF, SOLVE_RECT)

270

271

272 def slideAnimation (board, direction, message, animationSpeed):
273 # Note: This function does not check if the move is valid.
274

275 blankx, blanky = getBlankPosition (board)

276 if direction == UP:

277 movex = blankx

278 movey = blanky + 1

279 elif direction == DOWN:

280 movex = blankx

281 movey = blanky - 1

282 elif direction == LEFT:

283 movex = blankx + 1

284 movey = blanky

285 elif direction == RIGHT:

286 movex = blankx - 1

287 movey = blanky

288
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# prepare the base surface

drawBoard (board, message)

baseSurf = DISPLAYSURF.copy ()

# draw a blank space over the moving tile on the baseSurf Surface.

movelLeft, moveTop = getLeftTopOfTile (movex, movey)

pygame.draw.rect (baseSurf, BGCOLOR, (moveLeft, moveTop, TILESIZE, TILESIZE))

for i in range(0, TILESIZE, animationSpeed):
# animate the tile sliding over
checkForQuit ()
DISPLAYSURF.blit (baseSurf, (0, 0))

if direction == UP:

drawTile (movex, movey, board[movex] [movey], 0, -1i)
if direction == DOWN:

drawTile (movex, movey, board[movex][movey], 0, 1)
if direction == LEFT:

drawTile (movex, movey, board[movex][movey], -i, 0)
if direction == RIGHT:

drawTile (movex, movey, board[movex][movey], i, 0)

pygame.display.update ()
FPSCLOCK. tick (FPS)

def generateNewPuzzle (numSlides) :
# From a starting configuration, make numSlides number of moves (and
# animate these moves).

sequence = []
board = getStartingBoard()
drawBoard (board, '')

pygame.display.update ()
pygame.time.wait (500) # pause 500 milliseconds for effect
lastMove = None
for i in range(numSlides):
move = getRandomMove (board, lastMove)
slideAnimation (board, move, 'Generating new puzzle...', \
animationSpeed=int (TILESIZE / 3))
makeMove (board, move)
sequence. append (move)
lastMove = move
return (board, sequence)

def resetAnimation(board, allMoves):
# make all of the moves in allMoves in reverse.
revAllMoves = allMoves[:] # gets a copy of the list
revAllMoves.reverse ()

for move in revAllMoves:

if move == UP:
oppositeMove = DOWN
elif move == DOWN:
oppositeMove = UP
elif move == RIGHT:
oppositeMove = LEFT
elif move == LEFT:

oppositeMove = RIGHT
slideAnimation (board, oppositeMove,'',animationSpeed=int (TILESIZE/2))
makeMove (board, oppositeMove)

if name == ' main
main ()

T




Behn geo Koaa je cAanMyaH OHMMa Koje CMO raedann y NpPeTxogHUM Urpama, HapouMTO KOHCTaHTe
KOje ce NoCTaB/bajy Ha NOYETKY CaMOr Koaa.

# Slide Puzzle

# By Al Sweigart al@inventwithpython.com

# http://inventwithpython.com/pygame

# Released under a "Simplified BSD" license

import pygame, sys, random
from pygame.locals import *

O J oy Ul WwN

9 # Create the constants (go ahead and experiment with different values)
10 BOARDWIDTH = 4 # number of columns in the board

11 BOARDHEIGHT = 4 # number of rows in the board
12 TILESIZE = 80

13 WINDOWWIDTH = 640

14 WINDOWHEIGHT = 480

15 FPS = 30

16 BLANK = None

17

18 # R G B
19 BLACK = ( o, 0, 0)
20 WHITE = (255, 255, 255)
21 BRIGHTBLUE = ( 0, 50, 255)
22 DARKTURQUOISE = ( 3, 54, 73)
23 GREEN = ( 0, 204, 0)
24

25 BGCOLOR = DARKTURQUOISE
26 TILECOLOR = GREEN
2’7 TEXTCOLOR = WHITE
28 BORDERCOLOR = BRIGHTBLUE
29 BASICFONTSIZE = 20

31 BUTTONCOLOR = WHITE
32 BUTTONTEXTCOLOR = BLACK
33 MESSAGECOLOR = WHITE

35 XMARGIN = int ((WINDOWWIDTH - (TILESIZE * BOARDWIDTH + (BOARDWIDTH - 1))) / 2)
36 YMARGIN = int ((WINDOWHEIGHT - (TILESIZE * BOARDHEIGHT + (BOARDHEIGHT - 1))) / 2)

38 UP = 'up'

39 DOWN = 'down'
40 LEFT = 'left'
41 RIGHT = 'right'

OBaj Kog, Ha BpXy Mporpama Camo ynpae/ba CBMM OCHOBHMM YHOCMMa MOAY/Aa U Kpeuparbem
KOHCTaHTU. UCTK je Kao nodyeTak urpe Memopujcka cnaranmua .

IlogemaBawe TacTepa

43 def main():

44 global FPSCLOCK, DISPLAYSURF, BASICFONT, RESET SURF, RESET RECT, NEW SURF, \
45 NEW RECT, SOLVE SURF, SOLVE RECT

46

47 pygame.init ()

48 FPSCLOCK = pygame.time.Clock()

49 DISPLAYSURF = pygame.display.set mode ((WINDOWWIDTH, WINDOWHEIGHT))

50 pygame.display.set caption('Slide Puzzle')

51 BASICFONT = pygame.font.Font('freesansbold.ttf', BASICFONTSIZE)

53 # Store the option buttons and their rectangles in OPTIONS.

54 RESET SURF, RESET RECT = makeText ('Reset', TEXTCOLOR, TILECOLOR, \

55 WINDOWWIDTH - 120, WINDOWHEIGHT - 90)




56 NEW_ SURF, NEW RECT = makeText ('New Game', TEXTCOLOR, TILECOLOR, \

57 WINDOWWIDTH - 120, WINDOWHEIGHT = 60)

58 SOLVE SURF, SOLVE RECT = makeText ('Solve', TEXTCOLOR, TILECOLOR, \
59 WINDOWWIDTH - 120, WINDOWHEIGHT - 30)

60

61 mainBoard, solutionSeq = generateNewPuzzle (80)

62 SOLVEDBOARD = getStartingBoard() # a solved board is the same as the
63 # Dboard in a start state.

Baw Kao v y nocneawem nornaesmby, GyHKUMje Koje ce nosmeajy npeko ¢yHKumje main() he 6utn
objawreHe y 0BOM MOrnaB/by KacHuje. 3a cafa, camo Tpeba Aa 3Hall WwTa page v Koje BpeaHOoCTH
oHe Bpahajy.

Mpeu geo main() ¢pyHKuMje he ynpas/baTu Kpenparbem nposopa, objekta Clock, n objekta Font.
dyHKuMja Kpeuparba TekcTa makeText() je aedvHMcaHa KacHuWje y nporpamy, aav 3a cafa T je
notpebHo camo fa 3Haw ga oHa Bpaha objekaT nyrame. Peut objekaT ce morxke ynoTpebuTtun 3a
Kpevpae TacTepa Ha Koje ce MoKe KIMKHYyTU. Urpa Knnseha cnaranvua he umatu Tpu Tactepa.

- Reset (MoHOBO) KOju NOHULUITABa CBE KOpPaKe Koje je urpad Hanpasuo,
- New (HoBa urpa) je TacTep Koju Kpevpa HOBY Urpy,
- Solve (Peww) Koju he pelwnTh cnaranuuy ymecrto urpada.

MoTpebHe cy Ham fgBe CTPYKType nofataka 3a Tabsy y oBom nporpamy. JegHa cTpyktypa he
npeAacTaB/baTM TPEHYTHO CTakbe urpe. [pyra cTpykTypa he MmaTu nosba y peleHom CTakby, LWTO
3HauM Aa cy cBa nosba nopehaHa no peay. Kaga je CTpyKTypy TpeHYTHOT CTakba Mrpe NoTNyHO MCTa
Kao pelleHa, TaAa 3Hamo Aa je urpay nobeamo. PelleHy CTPYKTYpy HMKaZa He MeramMo, OHa je Ty 3a
nopeheHe ca CTPYKTYPOM TPEHYTHOT CTakba Urpe.

Tabna Ha No4YeTKy Urpe Mma pelleHy cTpyktypy. ®yHkumja GenerateNewPuzzle() nma 3agatak aa
Kpenpa HOBY CTPYKTYpY Tako wTto he um3Bpwutn 80 HaCyMUUYHUX MOKpPEeTa NomMeparba KapTuua.
YKonnKo Xenuw aa tabna 6yge jow Buwe nomelwaHa y 61— Boj n 88 - moj AMHKjKU Koga Taj 6poj
morkelw nosehatn. To he gosectn Tabay y HaCYMUYHO NMOMELLAHO CTakbe, Koje he urpad mopatu aa
pewwu wTo he ce yyBatu y Bapmjabam HasBaHoj mainBoard. GenerateNewBoard() Bpaha nuncty caumx
C/ly4ajHUX MOKpPeTa Koju Cy HauuMkbeHM Ha h0oj Koju he 6UTU cadyBaHW y Bapujaban HasBaHOj
solutionSeq.

Byau nameTaH noMohy riaynor koja

- Jlucta noTesa A0 pelleHe CTPUKTYpe

|64 allMoves = [] # list of moves made from the solved configuratiod

PewaBarbe Knusehe cnarannue moxke 6UTM Beoma HesrogHo. Moram 6u cmo ga nporpammpamo
KomnjyTep 4a To ypaau, aam b1 To 3axTeBaso of Hac 4a CXBAaTUMO anropuTam Koju MoXe Aa peLluu
Knusehy cnaranuuy. To 61 61M10 BPAO TEWKO U YK/bYYNBANO B MHOMO pasmMuiL/bakba M Hanopa Aa
Ce To CTaBW y OBaj Nporpam.

Cpehom, NocToju naklwm HaumH. MoxKemo camo a NoAecMMOo Aa padyHap 3anamTu CBe C/yvajHe
NOKpeTe Koje je HauMHMO Kaga je KPenpao CTPYKTYpY TPEHYTHOT CTakba Urpe, a oHAa ce Tabna moxe
pewwmnTn jeaHOCTaBHUM M3BONHEeHEM CyNPOTHUX NoKpeTa. C 063npom Aa je Tabna npBobUTHO Buna y
pelleHOM CTakby, MOHMLWTaBakbe CBUX NOKpeTa 61 je BpaTMAO y PeLEeHO CTakbe.




Ha npumep, y HacTaBKy CMO M3BPLUNAN NOKPET yAECHO Ha Taban Ha NeBoj CTpPaHWU CTpaHULUE, Koju
ocTaB/ba Tabay y CTakbe Koje je MPUKa3aHo Ha AeCHOj CTpaHu CTpaHuLe.

1 2 3 a 1 2 3 4

5 6 7 8 5 6 7 8

9 10 1 12 9 10 1" 12
1[G B

13 14 15 13 14 15

HakoH nokpeTa y4ecHo, ako HaYMHMMO CynpoTaH MOKpeT (MokpeT yneso) Tabna he ce BpaTuTn y
NpBOBGUTHO cTarbe. [aKkne, Aa ce BPaTMUMO Yy NPBOBUTHO CTakbe HAKOH HEKO/MKO MOKpeTa, camo
Tpeba 4a YMHMMO CynpOTHE MOKpeTe OBPHYTUM pesocnefoM. AKO CMO YUMHUAN NOKPET YAECHO, a
3aTMM joL jeaH NOKPET YAECHO, @ 3aTUM NMOKPET Ha A,0/1e, Mopaan b1 CMO Aa HAYMHUMMO NOKPET Ha
rope, y/J€BO U joW jeAaH yNeBo Kako 6U CMO MOHMLITUAM Ta NpBa TpM KopaKka. OBO je MHOTO flakwe
Hero nucarbe QyHKUMje Koja MOXKe Aa pelu OBe caaraanue camo rneaajyhu TpeHyTHO cTakbe Ha
HMMa.

I'JlaBHaA neT/ba urpe

66 while True: # main game loop

67 slideTo = None # the direction, if any, a tile should slide

68 msg = 'Click tile or press arrow keys to slide.' # contains the
69 #message to show in the upper left corner.
70 if mainBoard == SOLVEDBOARD:

71 msg = 'Solved!'

72

73 drawBoard (mainBoard, msg)

Y rnaBHOj neT/bu urpe, Bapmjabna slideTo he npaTMTh y KoM NpasLy Urpay *Keam Aa nomepu nosbe
(3anounrbe Ha NoyeTKy netsbe Kao None (HMWTA, NPasaH) M NOCTaB/ba Ce KacHKje), a msg Bapujabna
npatu wra Tpeba Aa ncnuile Ha BPXY Npo3opa. Mporpam BplumM 6p3y Nnposepy Ha AnMHMjK 70 aa BUAM
[a M CTPYKTypa TPEHYTHOT CTakba Tabsie Mma UCTy BPeAHOCT Kao U pelleHa CTPYKTypa Tabae Koja ce
Hanasmn y SOLVEDBOARD. AKo je Tako, oHAa ce msg Bapujabna memnsa y ,Solved!“ Tj. peweHo.

OBO ce Hehe NojaBUTM Ha eKpaHy A0K ¢yHKuUMja drawBoard() He 6yae noseaHa Aa TO HaupTa Ha
DISPLAYSURF Surface o6jekty (wTo ce Bpwu Ha aMHnju 73) n aok pygame.display.update() He byge
nossaHa Aa Haupta displey Surface o6jekaT Ha KOHKPETHOM eKpaHy Komnjytepa (WTo ce BPLWM HA
nvHKnjn 309 Ha Kpajy neT/be urpe).

IIpuTHCak Ha TacTep

75 checkForQuit ()

76 for event in pygame.event.get(): # event handling loop

77 if event.type == MOUSEBUTTONUP:

78 spotx, spoty = getSpotClicked(mainBoard, event.pos[0], \
79 event.pos[1l])

80

81 if (spotx, spoty) == (None, None):

82 # check if the user clicked on an option button

83 if RESET RECT.collidepoint (event.pos):

84 resetAnimation(mainBoard, allMoves) # clicked on




85 #Reset button

86 allMoves = []

87 elif NEW RECT.collidepoint (event.pos):

88 mainBoard, solutionSeqg = generateNewPuzzle (80)

89 # clicked on New Game button
90 allMoves = []

91 elif SOLVE RECT.collidepoint (event.pos):

92 resetAnimation (mainBoard, solutionSeg + allMoves)
93 # clicked on Solve button
94 allMoves = []

Mpe ognacka y net/by gorahaja, nporpam nosmea ¢pyHKuMjy checkForQuit() Ha nMHuWju 75 ga sugm ga
M ¢y KpeupaHu Hekn QUIT porahaju (M npeknga nporpam ako ux je 6uno). 3awTo MMamo nocebHy
bYHKUMjy 3a ynpasbatbe QUIT gorahajuma he 6utn objawbeHo KacHuje. For net/ba Ha AMHKUjM 76
M3BpLUABA Kog 3a ynpassbakbe gorahajem 3a 6uno Koju gpyrm gorahaj Koju je KpenpaH of Kaga je
nocnearu pygame.event.get() nossaH (Mam of Kaga je nporpam 3ano4yeo, ako pygame.event.get()
HUKaga npe Huje 6o NosBaH).

AKo je BpcTa gorahaja 6uo MOUSEBUTTONUP gorahaj (To jecT, ako je oTnywwTeH TacTep MULIa Herge
npeKko npo3opa), oHAa NywTamo KoopauHate muwa getSpotClicked() ¢yHKUMjU, Koja he BpaTUTK
KoopAMHaTe TOr mecta Ha Tabau rae ce oTnywTare goroguno. Event.pos[0] je X KoopauHaTa, a
event.pos[1] je Y KoopamHaTa.

AKO ce oTnywTare TacTep MWLWA HWje AOroAMA0 Ha jeAHOM of npocTopa Ha Tabau (anm ce
oynrnegHo Unak 4oroAmno Herae Ha nposopy, jep je MOUSEBUTTONUP gorahaj kpeupaH), oHaa he
¢dyHKumja getSpotClicked() BpaTnt None. AKo je To cnyyaj, }Keammo Aa UsBpLInMMo A04aTHY NpoBepy
Aa BUAMMO A3 /M je Urpay MoXAa KAMKHYO Ha TacTtep Reset (noHoBo), New (HoBa urpa) nam Solve
(peww) Koju ce He Hanase Ha Tabne.

KopawuHate Tactep muwa ce 4yyBajy y pygame.Rect objekat rae ce 4yBajy Bapujabne RESET _RECT,
NEW_RECT n SOLVE_RECT. Moxemo npoBepuTH KoopauHate muwa metogom coolidepoint() Koja
Bpaha True aKo ce KoopAnHaTe MMLa Hanase yHyTap Rect o6jekTa nHauve Bpaha False.

[loMepamwe no/ba noMohy MuIIa

95 else:

96 # check if the clicked tile was next to the blank spot
97

98 blankx, blanky = getBlankPosition(mainBoard)
99 if spotx == blankx + 1 and spoty == blanky:
100 slideTo = LEFT

101 elif spotx == blankx - 1 and spoty == blanky:
102 slideTo = RIGHT

103 elif spotx == blankx and spoty == blanky + 1:
104 slideTo = UP

105 elif spotx == blankx and spoty == blanky - 1:
106 slideTo = DOWN

AKo ¢yHKumja getSpotClicked() He BpaTu (None,None) oHAaa Bpaha ypeheHu HU3 ABa uena bpoja Koju
npeacras/bajy X 1 Y KoopauHate Tauke Ha Tabau roe KnnkHyto. OHaa if u elif dyHKuMje y nMHMjama
99 1 101 nposepaBajy Aa /M je Ta4Ka Ha KOjy je KAMKHYTO NoJbe Koje ce Hanasu nopeg npasHor nosba
(y cynpoTHOM nosbe Hehe nmaTtu rge aa ce nomepu).

Hawa getBlankPsition() ¢yHKuMja he npeyseTu CTpyKTypy nogataka Tabne wm Bpatutn X m Y
KOOpAMHaTe npasHor nosba Ha Tabsu, Koje yyBamo y Bapujabam blankx u blanky. Ako je mecto Ha
KOje je KOPUCHUK KNMKHYO 610 nopes Npa3Hor nosba, NocTaB/bamo BpeaHOoCT Bapujabne slideTo Ha
OHY rge nosbe Tpeba Aa ce nomepu.




[Tlomepame nosba nomohy Tacrarype

108 elif event.type == KEYUP:

109 # check if the user pressed a key to slide a tile

110 if event.key in(K LEFT,K a)and isValidMove (mainBoard,LEFT) :

111 slideTo = LEFT

112 elif event.key in(K RIGHT,K d)and isValidMove (mainBoard,RIGHT) :
113 slideTo = RIGHT

114 elif event.key in (K UP, K w) and isValidMove (mainBoard, UP):
115 slideTo = UP B B

116 elif event.key in(K DOWN,K s)and isValidMove (mainBoard, DOWN) :
117 slideTo = DOWN

Takohe MO)KemMo [03BO/IMTU A3 KOPWUCHWMK Momepa Mnosba Tako WTo he NpUTUCHYTU gyrme Ha
Tactatypu. If n elif PyHKumnje omoryhaBajy KopucHUKy nogewasarbe slideTo Bapwjabne 6uno
NPUTUCKOM Ha TacTepe ca cTpenumuama unnm WASD TacTtepe (buhe objalirbeHo KacHUje). CeaKa if u elif
dyHKUMja uMa 1 no3ms 3a isValidMove() kako 61 buna curypHa aa Nno/be MoXKe Aa ce NoOMepu y TOM
npasuy. (HUCMO mopanu fa Mmamo OBaj MO3WB KaZa Cy Y NUTakby KAMKOBU MULLEM, jep nposepe
cycegHOr NpasHor Nosba page UCTy cTBap).

»JeAHaKo jefHOM oA - TPUK ca onepaTopom

M3pas event.key in (K_LEFT, K_a) je camo MNajToH TpuK aa 6u Koa 6mo jeaHocTaBHMjK. TO je HauMH Aa

ce Kaxe “ npoueHu Kao True aKo je event.key jegHak jeaHom og K_LEFT or K_a”. Cnegeha aBa
M3pasa BpLUe NPOLEeHY HA ONMMCaH HauYuH:

event.key in (K_LEFT, K_a)

event.key == K_LEFT or event.key ==K_a

MoKew 3ancTa ga cavyBaw oapeheHn npocTop Kopuctehn oBaj TPMK Kaga mopall ga npoBepaBall
02 NV je BpeAHOCT jeAHAKa jegHOj o4 BULWE BPeAHOCTU. JedaH TakaB NpMMep je Aat Ha CAMUM Ucnog;:

spam == 'dog' or spam == 'cat' or spam == 'mouse’ or spam == 'horse' or spam == 42 or spam == 'dingo’

spam in ('dog', 'cat’, 'mouse’, 'horse', 42, 'dingo’)

WASD M TacTepu ca cTpe/MiaMa

W, A, S u D TacTepu ce 0BMYHO KOpUCTE Y KOMMjYTEPCKMM MUrpama Aa ypade WUCTy CTBAp Kao u
TacTepu ca CTpenLama, OCUM LUTO Urpay MOXKe A3 KOPUCTU CBOjy NIEBY PYKY YMECTO AecHe (nowTo
ce Tactepu WASD Hanase Ha neBoj cTpaHu TactaTtype). W je 3a rope, A 3a neBo, S je 3a gone, aD je
3a AecHo:




KOHKpETHO PIBOI’)EHJ@ NnomMepame 1noba

119 if slideTo:

120 slideAnimation (mainBoard, slideTo, \

121 'Click tile or press arrow keys to slide.', 8)

122 # show slide on screen
123 makeMove (mainBoard, slideTo)

124 allMoves.append(slideTo) # record the slide

125 pygame.display.update ()

126 FPSCLOCK. tick (FPS)

Capa Kaga cy csu gorahaju perynucanu, Tpebano 6u axkypupamo ogrosapajyhe sapujabne Koje he
Ham MpWKasaTM HOBO CTakbe Mrpe Ha ekpaHy. Ako je slideTo 3agaTo (buno nytem Koga 3a
ynpas/batbe gorahaja muwiem UaM NyTem TactaTtype) oHaa moxemo nossatu slideAnimation() aa 6u
CMO W3BPWWAM aHMMauMjy nomeparba. MMapameTpu cy CTPyKTypa nojaTtaka Tabne, npasal,
nomepata, NOPYyKa 3a NPMKa3 TOKOM Nomeparba Nosba U 6p3nMHa nomeparsa.

HaKkoH wWwTo ce nomepatrbe M3BplIK Tpeba Aa axkypupamo aKTyeNHy CTPYKTYpy nofaTaka Tabne (wto
ce Bpwu nomohy makeMove() ¢yHKumMje), a 3aTum aa godamo nokpeT allMoves nuctn cBux
Aocagawmbux nokpeta. To ce paau 360r Tora LWTO aKo Urpay KAMKHe Ha gyrme Reset (noHoBo) oHAaa
3HAaMO KaKo Zla MOHMLITMMO CBe NOKPeTe OBOTr Urpaya.

Crame MupoBama M npeku/ Pygame nporpama

129 def terminate():
130 pygame.quit ()
131 sys.exit()

OBoO je dyKLMja KOjy MOXKEMO Aa NO30BEMO Aa nNo3ose M pygame.quit() u sys.exit() dyHKumje. OBo je
Mano CMHTaKcM4Kor wehepa, Tako Aa YMEeCTO Aa NamTULI A3 y4YMHMW oba oBa NO3MBa, NOCTOjM Camo
jeaHa GyHKLMja KOjy MOXKEMO No3BaTW YMECTO TOra.

IIpoBepa 3a ogpehenu gorabaj u nocraB/bame gorahaja y Pygame pepa gorabhaja

134 def checkForQuit():

135 for event in pygame.event.get (QUIT): # get all the QUIT events

136 terminate() # terminate if any QUIT events are present

137 for event in pygame.event.get (KEYUP): # get all the KEYUP events

138 if event.key == K ESCAPE:

139 terminate () # terminate if the KEYUP event was for the Esc key
140 pygame.event.post (event) # put the other KEYUP event objects back

dyHKumja checkForQuit() he nposeputn ga am mma QUIT porahaja (ManM ga An je KOPUCHMK
nputncHyo Tactep Esc), a 3atum noseaTtu ¢yHKuMjy terminate() 3a npekupare. AnvM 0BO je Mano
KOMM/IMKOBAHO U 3aXTeBa HEKO 0bjalltberse.

Pygame MHTEpPHO MMa CBOjy CTPYKTypy nogaTtaka JUCTE Kojy Kpeupa 1 aoaaje joj objekte gorahaja
KaKo ce oHW cTBapajy. OBa CTPYKTypa noaaTtaka ce 3oBe pepg gorahaja. Kaga ce pygame.event.get()
dyHKUuMja no3ose 6e3 napameTapa, uena ancta ce spaha. MehyTum morKew Aa NycTUW KOHCTaHTY
Kao wTo je QUIT po pygame.event.get(), Tako aa he oHa camo Bpatutn QUIT gorahaje (ako nx nma)
KOju ce Hanase y yHyTpalwrem peay aorahaja. Octanm gorahaju he octatn y peay aorahaja kaga ce
cnepehu nyT nosose pygame.event.get().




Tpebano 6u HanomeHyTM Aa Pygame pepn porahaja yysa camo ao 127 objekta gorahaja. AKo TBOj
nporpam He NosMBa [40BOJ/bHO YeCcTo pygame.event.get(), u pea ce HanyHK, oHAa HOBM gorahaju Koju
ce gewasajy Hehe 6uTK gogatn y pea gorahaja.

Nuunja 135 ussnaum amncty QUIT gorahaja ns Pygame pega gorahaja n Bpaha ux. Ako y peay Hema
QUIT porahaja, nporpam ce npekunaa.

Nuunja 137 nssnaum cee KEYUP gorahaje 13 pega gorahaja u nposepaBsa [a /i Cy HEKM Of, HbUX 33
ayrme ESC. Ako HeKkn og gorahaja To jecTe, oHAa ce nporpam npekuga. Mehytum, mory nocrojatu
KEYUP porahaju 3a apyre Tactepe ocum 3a ESC. Y Tom cnyyajy, mopamo aa spatumo KEYUP gorahaj
Hasag y Pygame pep aorahaja. To moxemo ypaautu nomohy dyHKuUMje pygame.event.post(), Koja
Aopaje objekat gorahaja Koju joj je npocneheH Ha Kpaj Pygame peaa gorahaja.

Kpeupame cTpyKType noaaraka raéJie

143 def getStartingBoard() :

144 # Return a board data structure with tiles in the solved state.
145 # For example, if BOARDWIDTH and BOARDHEIGHT are both 3, this function
146 # returns [[1, 4, 71, [2, 5, 8], [3, 6, BLANK]]

147 counter =1

148 board = []

149 for x in range (BOARDWIDTH) :

150 column = []

151 for y in range (BOARDHEIGHT) :

152 column. append (counter)

153 counter += BOARDWIDTH

154 board.append (column)

155 counter -= BOARDWIDTH * (BOARDHEIGHT - 1) + BOARDWIDTH - 1
156

157 board [BOARDWIDTH-1] [BOARDHEIGHT-1] = BLANK

158 return board

Mopgaum cTpyKType getStartingBoard() he KpenpaTh U BpaTUTK CTPYKTYpY NoAaTaka Koja npeacTaB/ba
peweHy Tabny, rae cy cBa No/ba HYMepmUcaHa no peay, a NPasHo NoJbe Ce Hanasn y AOHEM LECHOM
yrny. To ce paam ca yrinexxheHum net/bama, 6aLll Kao LWTO je HanpaB/beHa CTPYKTYpa NofaTaka Tabne
y urpn MemoryPuzzle.

MehyTum, Tpeba 0bpaTnUTK Naxkky Aa NpeBa KonoHa Hehe 6uTK [1,2,3] Hero [1,4,7] aKo je Tabne 3x3.
To je 360r Tora wTo ce 6pojeBM Ha no/buma nosehaBgajy 3a jeaaH nayhu oy peaa, He HU3 KOJIOHY.
Nayhu Kpo3 KonoHy, bpojeBn ce nosehaBajy y 3aBUCHOCTM 0f BUCMHe Tabae (WTo je cayyBaHO Y
BOARDWIDTH KoHcTaHTH). Mu hemo Kopuctutu 6pojay Bapujabne 3a npahere bpoja Koju 6um
Tpebano pga 6yae Ha cneaehem nosby. Kaga ce 3aBpliM Hymepaumja nosba y KOJIOHW, oHAa 6u
Tpebano ga noctaBUMo 6pojay Ha 6poj Ha noyeTky cneaehe KonoHe.

He npaheme nnpa3He nosunuje

161 def getBlankPosition (board):

162 # Return the x and y of board coordinates of the blank space.
163 for x in range (BOARDWIDTH) :

164 for y in range (BOARDHEIGHT) :

165 if board[x][y] == BLANK:

166 return (x, V)




Kapa rog Haw Kopg Tpeba aa npoHahe XY KoopauHaTe npasHor npoctopa, ymecto npahena rae ce
Ha/1a3M NpasHO NoJsbe NOC/Me CBAaKOr MOKPEeTa, MOXKEMO CaMo Za Kpeupamo GyHKUMjy Koja nponasu
Kpo3 umTaBy Tabny v nNpoHanasu KoopauHaTe npasHor npocrtopa. BpeaHoct None ce Kopuctu y
CTPYKTYpW nopataka Tabne ga npeactas/ba npasaH npoctop. Koa y ¢yHKumju getBlankPosition()
jeaHoCTaBHO KopucTU yribexkheHe net/be ga npoHahe Koju npoctop Ha Tabau je npasaH NpocTop.

H3Bohewe nomepama Kpo3 aKypupame CTPYKType nojaTaka Taéjie

169 def makeMove (board, move) :

170 # This function does not check if the move is valid.

171 blankx, blanky = getBlankPosition (board)

172

173 if move == UP:

174 board[blankx] [blanky] ,board[blankx] [blanky+l]=board[blankx] [blanky+1], \
175 board[blankx] [blanky]

176 elif move == DOWN:

177 board[blankx] [blanky] ,board[blankx] [blanky-1]=board[blankx][blanky-1], \
178 board[blankx] [blanky]

179 elif move == LEFT:

180 board[blankx] [blanky] ,board[blankx+1] [blanky]=board[blankx+1][blanky], \
181 board[blankx] [blanky]

182 elif move == RIGHT:

183 board[blankx] [blanky] ,board[blankx-1] [blanky]=board[blankx-1][blanky], \
184 board[blankx] [blanky]

CTpyKTypa nopgaTtaka y napamertpy Tabne je 2D nucTa rae ce Hanase cBa nosba. Kag rog urpay
HanpasyX NOKPET, NporpamM Mopa fa akypupa oBy CTPYKTypy nogaTtaka. OHO WTO ce AellaBa je Aa ce
BPEAHOCT 3a NoJba 3ameHu BpeaHowhy 3a npasaH npocrTop.

®yHKuMja makeMove() He mopa Aa BpaTM HUKaKBe BPELHOCTM, jep napameTtap Tabsne Mma AuUCTy
pedepeHun npocneheHy Kao aprymeHT. To 3Hauu ga he 6110 Koja NpomMeHa Kojy YHOCMMO Ha Tabau
y 0BOj PYHKUMjKU BUTK yunHbeHA Ha INCTM BPEeAHOCTU Koja je npocneheHa go makeMove(). Moxew
Oa norneaaw KoHuent pedepeHum Ha http://invpy.com/references .

Kapa HE kopuctutu TBpAH€

187 def isValidMove (board, move) :

188 blankx, blanky = getBlankPosition (board)

189 return (move == UP and blanky != len(board[0]) - 1) or \
190 (move == DOWN and blanky !'= 0) or \

191 (move == LEFT and blankx !'= len(board) - 1) or \
192 (move == RIGHT and blankx != 0)

dyHKumjm isValidMove() je npocneheHa cTpyKTypa nogaTaka Tabsie M NOKPET KOjuU Urpad Keau aa
Hanpasu. MoBpaTHa BpeAHOCT je True ako je oBaj nokpeT moryh u False ako Huje. Ha npumep, He
MOXelW Aa NOMepUL Nosbe yAeBO CTOTMHY MyTa 3a pegom, jep he Ha Kpajy uBuue 6UTKM npasaH
npoctop u Hehe 6UTK BULWE NO/ba 3a NOMepaHLe YNEBO.

Oda nn je nokpeT Baxkehn MaM He 3aBUCK o4 Tora rae je npasaH npocrop. OBa ¢dyHKuuja ynyhyje
nosus ¢yHKUMju getBlankPosition() aa npoHahe X u Y KoopauHaTte npasHor mecTa. /IuHuje 189 ao
192 cy noBpaTHe BpeAHOCTM TBPAHE Ca jeAHUM M3pa3om. Koce upTe Ha Kpajy npBe TpuU NMHUje
rosope MNajToH Tymavy Aa TO HUje Kpaj IMHUje Koaa (MaKo ce Hanasu Ha Kpajy nnHuje). To he Ham
omoryhutu ga pasasojumo jeHy IMHKUjY KoAa Ha BULLIE IMHWja TaKOo A3 Ko4 u3rnega neno.



http://invpy.com/references

[Jenosu nspasa y 3arpazum cy NpuApPYKEeHW of CTpaHe onepaTopa, 3aTo WTO jefaH Of KX Mopa A3
6yne True ga 6u ueo m3pas 6mo True. CBaKa of OBMX Ae/0Ba NMPOBeEpPaBa LITA je HAMEpPABAHM
MOKpPeT, a OHAa rnesa fa v KoopAuHaTe npasHor npoctopa omoryhagajy Taj nokper.

Jlo6Mjame He-TaKo-C/Iy4ajHOT MOKpeTa

195 def getRandomMove (board, lastMove=None) :

196 # start with a full list of all four moves

197 validMoves = [UP, DOWN, LEFT, RIGHT]

198

199 # remove moves from the list as they are disqualified
200 if lastMove == UP or not isValidMove (board, DOWN) :
201 validMoves. remove (DOWN)

202 if lastMove == DOWN or not isValidMove (board, UP):
203 validMoves.remove (UP)

204 if lastMove == LEFT or not isValidMove (board, RIGHT) :
205 validMoves.remove (RIGHT)

206 if lastMove == RIGHT or not isValidMove (board, LEFT):
207 validMoves.remove (LEFT)

208

209 # return a random move from the list of remaining moves
210 return random.choice (validMoves)

Ha nouyeTKky urpe, noynMtemo ca CTPYKTYpOM nojataka Tabne y peweHom, ypeheHom cTaky U
Kpenpamo cnaranvue Hacymuue nomepajyhu nosba yHaokono. [a 6u cmo ogayuymnm y Kom of
yeTupu npasLa 6u Tpebano aa ce nomepumo, NosmBamo Hawy eyHKuujy getRandomMove(). MHave,
Moran 6u cmo KopuctuTtmn camo pyHKumjy random.choice() n npocneagutn joj yetsopky (UP, DOWN,
LEFT, RIGHT) kako 6u MajToH jeAHOCTaBHO HAaCyMUYHO M3abpao BpegHOCT NpaBLa 3a Hac. Anu, urpa
Knuseha cnaranvua nima mana orpaHuyera 3a Hac, cnpevaBa Hac Aa bMpamo YMCTo cay4vajaH 6po;j.

Ako cmo y Knusehoj cnarannuy nomepuan nosbe yaeso, a 3aTUM NMOMEPUIM yAeCcHo, 3aBpwnam 6u
CMO Ha NOTNYHO WUCTOj Tab/aM Kojy CMO MManuM Ha nodeTky. becmucneHo je HanpaBuTM MOKpET,
npatehu ra cynpoTHMM NOKPeToM. MCTo TaKo, aKo je NpasaH NPoCTop y AOHEM AECHOM Yry OHAa je
Hemoryhe nomepuTH NOJbE Ha FOPe UM YIEBO.

Koa y dyHKUMju getRandomMove() he y3eTn oBe paktope y 063up. a 6u ce cnpeunno aa GpyHKUMja
opabepe nocneatbM NOKPET KOjU je Hanpas/beH, No3mMBaHa GyHKUMjA MOXKe Aa Npocaeam BpeaHOCTU
npasua 3a lastMove napametap. /iInHuja 197 nountse NMCTOM CBE YeTUPU BpeaHOCTU NpaBLa Koje cy
cayyBaHe y Bapujabau validMoves. BpegHoct lastMove (ako Huje noctaB/beHa Ha None) je
yKnorweHa u3 validMoves. Y 3aBUCHOCTM o4 Tora Aa /M je npa3aH NPOCTOp Ha Kpajy Tabne, nuHuje
200 go 207 he yKNOHUTK Apyre BpeaHOCTM Npasua ca lastMove nucre.

Op BpeaHoOCTU Koje cy npeocTane y lastMove, 6upa ce jegHa HacymmnyHo nosnsom random.choice() u
Bpaha ce.

[IpeTBapame KOOPAUHATA N0JbAa Y KOOPAMHATE NUKCeIa

213 def getleftTopOfTile(tileX, tileY):

214 left = XMARGIN + (tileX * TILESIZE) + (tilexX - 1)
215 top = YMARGIN + (tileY * TILESIZE) + (tileY - 1)
216 return (left, top)

dyHKumMja getleftTopOfTile() npetBapa KoopauHaTe Tabne y KoopauHate nukcena. 3a XY
KoopAauHate Tabse Koje cy joj npocneheHe, dyHKuMja nspadyHasa v Bpaha XY KoopauHaTe nuKcena
y roptem fIeBOM Yr/y npoctopa Tabne.




l'lpeTBapal-be U3 MUKCEJI KOOpAWNHATA Y KOOpAUHATE Tab1e

219 def getSpotClicked(board, x, y):

220 # from the x & y pixel coordinates, get the x & y board coordinates
221 for tileX in range(len(board)):

222 for tileY in range(len(board[0])):

223 left, top = getlLeftTopOfTile(tileX, tileY)

224 tileRect = pygame.Rect(left, top, TILESIZE, TILESIZE)

225 if tileRect.collidepoint(x, y):

226 return (tileX, tileY)

227 return (None, None)

dyHKumja getSpotClicked() paan cynpoTtHo o getleftTopOfTile() u npeTBapa M3 NuKcen KoopauHaTa
y KoopguHaTe Tabne. YriwexheHe net/be Ha AMHUjama 221 n 222 nponase Kpo3 cee moryhe XY
KoopAnHaTe Tabne, a ako ce KoopguHaTe MUKcena Koje cy joj npocneheHe Hanase y nNpocTopy Ha
Tabnn, oHa Bpaha Te KoopguHaTe Tabse. MNowTo cBa NoO/ba MMaAjy LUMPUHY U BUCUHY Koje cy
noctassbeHe y TILESIZE KOHCTAHTK, MOXKeMO Aa Kpempamo Rect objekaT Koju npeactaB/ba NPocTop
Ha Tabau 3a gobujartbe KOOpAMHATA NUKCeNa Ha ropHem fieBy yray npoctopa Tabne, a 3atum ga
kopuctumo collidepoint() Rect HauMH Aa BMAMMO 43 /M ce KOOpAMHATe MUKCeNa Hanase yHyTap
nogpydyja Tor Rect objekra.

AKO KoopAauHaTe nuKcena Koje cy joj npocnefeHe Hucy y 6Buno Kom npoctopy Tabne, oHaa ce
BpegHocT (None, None) Bpaha.

Iiprame nona

230 def drawTile(tilex, tiley, number, adjx=0, adjy=0):

231 # draw a tile at board coordinates tilex and tiley, optionally a few
232 # pixels over (determined by adjx and adjy)

233 left, top = getLeftTopOfTile(tilex, tiley)

234 pygame.draw.rect (DISPLAYSURF, TILECOLOR, (left + adjx, top + adjy, \
235 TILESIZE, TILESIZE))

236 textSurf = BASICFONT.render (str (number), True, TEXTCOLOR)

237 textRect = textSurf.get rect()

238 textRect.center=left+int (TILESIZE / 2)+adjx,top+int (TILESIZE / 2)+adjy
239 DISPLAYSURF.blit (textSurf, textRect)

240

DrawTile() ¢yHKUMja he HaupTaTh jeAHO HymepucaHO Nosbe Ha Tabau. Mapametpu tilex u tiley cy
KOOpAWnHaTe nosba Ha Tabnu. BpojuaHu napametap je HM3 6poja nosba (Kao ,3“ nam ,,12“). KbydHe
peun adjx n adjy napameTpa cayxe 3a BpLIEHE MatbMX NogelaBara Nosuumnja nosba. Ha npumep,
npocnehusarbe 5 3a adjx 6U yuMHMNO Aa ce Nosbe Nojasm 5 NUKcena yaecHo og tilex u tiley npocropa
Ha Tabau. Mpocnehumearbe -10 3a adjx 6M yunmHMNo Aa ce nosbe nojaBn 10 nuKcena yneso oA,
npocTopa.

OBe BpeAHOCTM nogelaBakba he 6UTM o4 KOpUCTM Kaga Tpeba ga HaupTamo Mosbe ycpen
nomeparba. AKo BpeaHOCTU HUCY nNpocneheHe 3a oBe aprymeHTe Kaga ce nosose drawTile(), oHaa ce
OHe NoApa3yMeBaHO NOCTaBs/bajy Ha Hyna. To 3Hauun Aa he nosbe 6MTU TayHO Ha NpocTopy Tabae Koju
cy ganu tilex u tiley.

Pygame ¢UHKLMje upTatba KOPUCTE Camo KOOpAMHaTe NUMKCena, Tako Aa npBa AMHuja 233 npeTsapa
KoopAauHate Tabne us tilex u tiley y nukcen koopguHate, Koje hemo yyBaTu y Bapujabnama neso u
rope (nowto getlLeftTopOfTile() Bpaha KoopanHaTte ropwer nesor yrna). LpTamo KeagpaT nosba y
nosaauHu ca no3MBom pygame.draw.rect(), a Aoaajemo adjx v adjy BpeAHOCTM N€BO M rope y caydajy
[a Kog, Mmopa [a Npuaaroam noaoKaj nosba.




NuHnje 236 1 239 oHAaa Kpeupajy Surface objekaT Koju Mma TeKcTyasHu 6poj Ha cebu. PyHKumja
drawTile() He 30Be pygame.display.update() ¢pyHKuUMjy, nowTo he nosusanay, drawTile() BepoBaTHO
’KeneTu 4a HaupTa jol Nosba 3a OCTaTak TabJsie Npe Hero WTOo Ce OHA MojaBM Ha eKpaHy.

[lojaB/bUBamb€ TEKCTA HA EKPAHY

242 def makeText (text, color, bgcolor, top, left):

243 # create the Surface and Rect objects for some text.
244 textSurf = BASICFONT.render (text, True, color, bgcolor)
245 textRect = textSurf.get rect()

246 textRect.topleft = (top, left)

247 return (textSurf, textRect)

®yHKumnja makeText() ynpassba Kpevparem Surface n Rect objekaTa 3a NO3MLMOHUPabe TEKCTA HA
eKpaHy. YMecTo Aa HaYMHMMO CBe OBe NO3MBE CBaKM NYT Kafa XeaMmo [a HanpaBMMO TEKCT Ha
€KpaHy, Moxemo camo Aa nososemo makeTexT(). To Ham cmarbyje HEONXOAHY KOMIMYMHY KyLara 3a
Hal nporpam.

Iiprame Tad1e

250 def drawBoard(board, message):

251 DISPLAYSURF.fill (BGCOLOR)

252 if message:

253 textSurf, textRect = makeText (message, MESSAGECOLOR, BGCOLOR, 5, 5)
254 DISPLAYSURF.blit (textSurf, textRect)

255

256 for tilex in range(len(board)):

257 for tiley in range(len(board[0])):

258 if board[tilex][tiley]:

259 drawTile(tilex, tiley, board[tilex][tiley])

OBa dyHKUMja ynpaB/ba LpTakeM LLE/IOKYMNHe Tabne n cBUX heHUx nosba Ha gucnnejy DISPLAYSURF
Surface ob6jekta. Metog fill() y aMHmju 251 y notnyHocTM upTa npeko 6uao yera wTo je 6mno
HaupTaHo Ha ancnnejy Surface objekTa paHuje, Tako Aa 3aN0UYNHEMO O, HYe.

JlnHunje 252 po 254 ynpassbajy Nnucakbem nNopyke Ha Bpxy npo3opa. OBo Kopuctmmo 3a ,Generating
new puzzle...” To jecT reHepucarbe HOBe cnaranvue M 6MNO KOr APYror TEKCTa KOju XKenaumo Aa
NpPUKaXKeMo Ha BpXy Npo3opa. Mmajte Ha ymy ga ycnosu if TBparby nogpasymesajy Aa je npasaH HU3
False (HeTayHa) BpeAHOCT, TaKO Aa aKo je MopyKa nocTaB/beHa Ha ‘ ‘ (jeAHOCTPYKM HAaBOAHMLN U
namehy npasaH npoctop) oHAa ycnos False u nnHuje 253 1 254 ce npeckauy.

Hame, yribexkheHe nNeT/be ce KOPWUCTE 3a LpTaktbe CBAKOr nosba Ha aucnnejy Surface objekTa
nosunsarem pyHKuuje drawTile().

Ilprame rpaHuna Tadsie

261 left, top = getLeftTopOfTile(0, 0)

262 width = BOARDWIDTH * TILESIZE

263 height = BOARDHEIGHT * TILESIZE

264 pygame.draw.rect (DISPLAYSURF, BORDERCOLOR, \

265 (left - 5, top - 5, width + 11, height + 11), 4)




NnnHuje 261 po 265 ypTajy rpaHnLy OKO Nosba. FophK neBm yrao rpaHuue he 6uTn 5 nMkcena neso u
5 nuKcena vM3Hag ropker 1eBor yrna Ha koopauHatama tabne (0,0). LUnpunHa u BMCMHa rpaHuLe ce
payyHajy y ogHocy Ha 6poj nosba ogrosapajyhe BucnHe u WwWnpuHe (Koje cy cavyysaHe y BOARDWIDTH
n BOARDHEIGHT KOHCTaHTW) MOMHOXEH ca BefMYMHOM nosba (Koja cy cavyBaHa y TUJIECU3E
KOHCTaHTH).

MpaBoyraoHMK Koju LpTaMo y AMHKUjKU 265 he nmatn aebbuHy of 4 nukcena, na hemo nomeputn
rpaHuLy 5 NMKcena yneso M U3HAA, MecCTa rae ropkba M fieBa Bapujabna nokasyjy, Tako aa aebsomHa
JMHWje He npeKknana nosba. Takohe hemo gogatv 11 wupuHK 1 ayxuHu (5 oag osux 11 nukcena
C/NY’Ke 33 HaJOKHaAy NoMepakba NpPaBoOyraoHWKa y1IEBO U Ha rope).

IIprame TacTepa

267 DISPLAYSURF.blit (RESET SURF, RESET RECT)
268 DISPLAYSURF.blit (NEW_SURF, NEW RECT)
269 DISPLAYSURF.blit (SOLVE SURF, SOLVE RECT)

KoHayHo, noBnauyMmo TacTepe MOKPeTa Ha eKpaHy. TeKCT M MOoJIoXkKaj OBMX TacTepa ce HUKaZa He
Meha, 360r Yera cy OHM cayyBaHW Y KOHCTAHTHUM Bapujabnama Ha noyeTky main() pyHKuUMje.

AHuManuja noMepama nosba

272 def slideAnimation (board, direction, message, animationSpeed):

273 # Note: This function does not check if the move is wvalid.
274

275 blankx, blanky = getBlankPosition (board)
276 if direction == UP:

277 movex = blankx

278 movey = blanky + 1

279 elif direction == DOWN:

280 movex = blankx

281 movey = blanky - 1

282 elif direction == LEFT:

283 movex = blankx + 1

284 movey = blanky

285 elif direction == RIGHT:

286 movex = blankx - 1

287 movey = blanky

MpBa cTBap Kojy Hal Kog aHUMaLmje nomepatba Nosba MOpPa A3 U3padvyHa je rae je npasaH npocTop
M rge je no/be Koje ce nomepa. KomeHTap Ha nuHMju 273 Hac noaceha ga 6u Kog Koju nosuBea
slideAnimation() Tpebano ga obe3bean ga je nNokpeT Koju npocnehyje 3a napameTtap npasua
Ba/INAaH NoOKperT.

KoopauHate npasHor npoctopa gobujamo nosmBom ¢yHKumnje getBlankPosition(). U3 Tux
KOOpAMHAaTa M NpaBLa NOMepakba, MOMKEMO 3aKk/byuuTn XY KoopauHaTte nosba Tabne Koje he ce
nomepuTn. OBe KoopanHaTte he 6BUTK cayyBaHe y movex U movey Bapujabaama.

MeTtoaa copy() Surface

289 # prepare the base surface

290 drawBoard (board, message)

291 baseSurf = DISPLAYSURF.copy ()

292 # draw a blank space over the moving tile on the baseSurf Surface.
293 movelLeft, moveTop = getLeftTopOfTile (movex, movey)

294 pygame.draw.rect (baseSurf, BGCOLOR, (moveLeft, moveTop, TILESIZE, TILESIZE))




Copy() metoaa Surface objekta Bpaha HoBK Surface objeKaTt KOju UMa UCTY CIMKY HaLpTaHy Ha cebu.
Anu, To cy ABa oagojeHa Surface objekta. HakoH nosusa copy() meToae, ako LPTamMO Ha jeHOM
Surface objekty nomohy blit() uan Pygame ¢yHKumja 3a upTtarbe, TO Hehe NMPOMEHUTU CAUKY HA
apyrom Surface o6jekty. OBy Konujy Yysamo y BaseSurf sapunjabam Ha amHnjm 291.

[asbe, 60jumo jow jeaaH npasaH NPoCcTop M3Hag nosba Koje he ce nomepuTn. To je 3aTo WITO Kaaa
LPTamMo CBaKM Kagap aHMmaumje, LpTamo MoJbe Koje ce NoMepa NPeKo pasandmTux aenosa BaseSurf
Surface objeKkTta. AKO He YKJIOHMMO MoJbe Koje ce nomepa Ha BaseSurf Surface, oHaa he oHo 1 game
6uTN Ty AOK UPTaMo MNosbe Koje ce nomepa. Y Tom cnydajy, BaseSurf Surface 6u Tpebano ga usrneaa
OBaKo:

# Slide Puzzle

Click tile or press arrow keys to slide.

Reset
New Game
Solve

A 3aTm 61 Tpe6ano Aa n3rnega oBako ako HaupTamMo nosoe 9 KakKo ce nomepa Ha rope:

# Slide Puzzle

Click tile or press arrow keys to slide.

Reset
New Game
Solve

296 for i in range(0, TILESIZE, animationSpeed):

297 # animate the tile sliding over

298 checkForQuit ()

299 DISPLAYSURF.blit (baseSurf, (0, 0))

300 if direction == UP:

301 drawTile (movex, movey, board[movex][movey], 0, -1)
302 if direction == DOWN:

303 drawTile (movex, movey, board[movex][movey], 0, 1)
304 if direction == LEFT:

305 drawTile (movex, movey, board[movex][movey], =i, 0)
306 if direction == RIGHT:

307 drawTile (movex, movey, board[movex][movey], 1, 0)
308

309 pygame.display.update ()

310 FPSCLOCK. tick (FPS)




[da 6 cmo HaupTann KagposBe aHMMalUMje Momeparba, Mopamo Aa HaupTtamo BaseSurf Surface Ha
ancnnejy Surface, a 3aTm Ha CBaKOoM Kagpy aHMMaumje Aa HaupTamo Nosbe Koje ce nomepa cse
6/1M}Ke KOHa4YyHOoj No3uunju, rae je npeobuUTHO 6MO NpasaH npoctop. MpocTtop namehy ABa cyceaHa
noJba je UcTe BeJIMYUHE Kao jeHO Nosbe, Kojy cmo cadysanaun y TILESIZE. Koa kopuctu netby Aa nae
oA, 0 go TILESIZE.

To 61 MHaye 3Hauymnno aa hemo HaupTaT nosbe 0 NUKceNna U3Hag, a 3aTUM Ha cnegehem Kagpy nosbe
1 nuKcen usHag, 3aTum 2 nukcena, na 3, u Tako gasbe. CBakM of, 0BMX Kagposa 6um 3ayseo 1/30
cekyHae. AKo je TILESIZE nogelueH Ha 80 (WITo je TO y nporpamy y 0BOj KkbM3U Y NNHUjK 12) oHaa 61
nomepame Nnosba TPajasno NPEKo ABE U N0 CEKyHAE, LWITO je 3anpaso Cnopo.

Jakne, ymecto Tora, umamo for net/by nssegeHy og 0 go TILESIZE no HEKOIMKO NUKcena y CBAaKOM
Kagpy. bpoj nuKcena Koju npeckaye ce YyBa y animationSpeed, wTto ce npocnehyje Kaga ce nosose
slideAnimation(). Ha npumep, ako je animationSpeed nogeweH Ha 8 u KoHcTaHTa TILESIZE je
noctas/beHa Ha 80, oHga he for net/ba u range (0,TILESIZE, animationSpeed) noctaBuTn Bapujabay
Ha BpegHocTu O, 8, 16, 24, 32, 40, 48, 56, 64, 72, (He ykbydyjyhu 80 jep range() dyHKUMja nae Ha
rope, aiv He yK/bydyje v gpyry rpaHuuy). To 3Haum ga he uenoKynHa aHMMauuja nomeparba 6UTK
yunrbeHa y 10 kagposa, wto 6u 3Haumno aa he ce nsspwmtn y 10/30 cekyHam (Tpehn aeo cekyHae),
nowTo urpa pagm Ha 30dnc KagpoBsa y CeKyHAM.

JNinunje 300 go 307 obesbehyjy Aa HaupPTamo Nosbe Koje ce NoMepa y UCnpaBHOM NpaBsLy (Ha ocHOBY
OHOra WTO je BpeaHOCT Bapujabae npasua). HakoH wro ce 3aBplim aHMMaLmja, Bpaha ce dyHKUMja.
Ob6paTy naxKky Aa AOK ce aHMMauMja gewasa, 6UN0 Kojum gorahajuma KpeuvpaHUM of CTpaHe
KOPUCHMKA ce He ynpas/ba. OBum porahajuma he ce ynpas/baTv Kaga cneaehu nyT usspluere
aocturHe nannujy 70 y main() dyHKumjmu nam kog y checkForQuit() dyHkumju.

Kpeupame HOBe ciiaraauue

313 def generateNewPuzzle (numSlides) :

314 # From a starting configuration, make numSlides number of moves (and
315 # animate these moves).

316 sequence = []

317 board = getStartingBoard()

318 drawBoard (board, ''")

319 pygame.display.update ()

320 pygame.time.wait (500) # pause 500 milliseconds for effect

GenerateNewPuzzle() dyHKUMja he BUTK No3BaHa Ha NOYETKY cBake HoBe urpe. To he cTBOpUTM HOBY
CTPYKTYpY NoAaTtaka Tabne nosmsarbem getStartingBoard(), a 3aTMm HacymUYHMM mewwarbem. MpBux
HEKOMKO NnHKja generateNewPuzzle() yaumajy Tabny, a 3aTum je LpTajy Ha eKpaHy (3amp3aBarbem
Ha Mona cekyHAe Kako 61 nrpay Buaeo HoBy Taby 3a TPEHYTaK).

321 lastMove = None

322 for i in range(numSlides) :

323 move = getRandomMove (board, lastMove)

324 slideAnimation (board, move, 'Generating new puzzle...', \
325 animationSpeed=int (TILESIZE / 3))
326 makeMove (board, move)

327 sequence. append (move)

328 lastMove = move

329 return (board, sequence)

MapameTap numSlides he nokasaTh GpyHKLMjM KONMKO OZ, TUX C/Iy4ajHUX NOKPETa Aa ce Hanpasu. Kog,
3a obaB/batbe c/yyajHor nokpeta je getRandomMove() nosus y aMHnju 323 ga 6u ce gobuo cam
NnokKper, a oHaa ce no3mea slideAnimation() ga n3eplIM aHMMaLMjy Ha eKpaHy.




MowTo BplIEHE aHMMALMje MOMepaka 3aMnpaBO He axypupa CTPYKTypa nofataka Tabne, mwu
arkypupamo Tabny nosmsom makeMove() y aivHuju 326.

Mopamo ga NpaTMMO CBAKM 04 CAydajHMX NMOKPETa KOjU je HanpaB/beH TAaKO Aa Urpad MOXKe KacHuje

A3 KAWKHe Ha ayrme Solve u aa nporpam MOHUIWITK CBe OBe c/iydajHe nokpete. (Oaesbak ,butn
namertaH nomohy raynor Koga“ rosopu 0 TOMe 3allTO M Kako 0BO paammo). [lakne, Taj NOKpeT je
004aT HA IMCTY NOKPETA Y HU3Y Y INHUjK 327.

3aTMm 4YyBaMoO C/ay4vajaH MOKpeT y Bapwnjabam 3BaHoj lastMove Koja he 6utn npocneheHa go
getRandomMove() npu cnegehem nssohery. OBo cnpevasa Aa cnegehm cayvajaH NOKPET NOHULITU
C/ly4ajaH NOKPET KOju CMO YNPaBO HaNpaBuaun.

Cse 10 Tpeba aa ce gecn numSlides 6poj nyTta, Nna cmo ctaBuan anHunje 323 po 328 y for net/by. Kaga
ce 3aBpLIM Mellare Ha Tabau, oHAa Bpahamo CTpyKTypy nogataka Tabsie, Kao M AUCTY Cay4vyajHUX
NMOKpeTa Hamnpas/beHWUX Ha HO)j.

AHuMaInMja NOHOBHOT NMOJAeNIaBamba TabJie

332 def resetAnimation (board, allMoves):

333 # make all of the moves in allMoves in reverse.

334 revAllMoves = allMoves[:] # gets a copy of the list
335 revAllMoves.reverse ()

336

337 for move in revAllMoves:

338 if move == UP:

339 oppositeMove = DOWN

340 elif move == DOWN:

341 oppositeMove = UP

342 elif move == RIGHT:

343 oppositeMove = LEFT

344 elif move == LEFT:

345 oppositeMove = RIGHT

346 slideAnimation (board, oppositeMove,'',animationSpeed=int (TILESIZE/2))
347 makeMove (board, oppositeMove)

Kapa vrpay knvkHe Ha Reset unm Solve, nporpam mrpe Knuseha cnarannua Tpeba ga noHMWTM cBe
NoKpeTe Koju cy Hanpae/beHW Ha Tabnu. Cnucak BpegHOCTM npaBaua 3a nokpete he 6utn
npocneheHn Kao aprymeHT 3a napameTtap allMoves.

JNnHuja 334 KopucTK oaceLare IMCTE 3a Kpenpake Aynamkata ancre allMoves. Mmaj Ha ymy Aa ako
He HaBegel 6poj npe : oHAa MajToH NpeTnocTas/ba Aa Taj Aeo Tpeba ga ce HAaCTaBM 4O Camor Kpaja
nucte. Tako allMoves[:] kpenpa geo untase allMoves nucte. To cTBapa KONWjy akTyesHe MCTe Koja
he <ce wuyBatu y revAllMoves, a He camo Konuja snucte pedepeHue. (Bugm
http://invpy.com/references 3a aetasme ).

[a 61 ce NnoHMWTUAM cBM NoKpeTK y allMoves, mopamo aa 06aBMMO CynpoTHE NOKpeTe 04, NOKpPeTa
y allMoves, u obpHyTMM pegocnegom. MocToju meToga /McTe Koja ce 3oBe reverse() Koja he
NPeoKPEeHYTU peaocnes CTaBKkM y IMCTU. To No3nBamo Ha amctu revAllMoves u amHujn 335.

For net/ba Ha nMHMjKM 337 ce M3BOAM NPEKO INCTE BPEAHOCTM NpaBaLa. 3anamMTy, XKXelMmMOo CynpoTaH
nokpert, Tako aa if u elif TBparwe nuHnje 338 go 345 nopelwasajy McnpaBHY BPeaHOCT npasua y
Bapujabnn oppositeMove. 3atum 3oBemo slideAnimation() 3a Bplwere aHMmaunje, 1 makeMove() 3a
aXKypupare CTPYKType nogaTtaka Tabe.

350 if name ="'
351 main ()

main



http://invpy.com/references

baw kao y urpu Memopujcka cnaranmua, HakoH WTo cy cee def TBpArbe no3BaHe Aa Kpeupajy cse
dyHKUuMje, nosneamo main() pyHKLMjy Aa 3aN0YHe rNaBHM 4eo nporpama.

To je cBe wTO ce TM4Ye nporpama Knmseha cnarannua. Anu, xajae fa pasroBapamo 0 HEKMM ONWTUM
NPOrpamMCcKMM KOHLLEMTMMA KOjUu Cy Ce NOjaBU/IN Yy OBOj UTPW.

KoMmnpomucu - Bpeme Hacynpot Memopuje

HapaBHO, NOCTOjM HEKONMKO Pa3IMYMTUX HAUYMHA Aa ce Hanuwe urpa Knuseha cnarannua Tako aa
n3rnega M QPyHKUMOHMILUE Ha NOTAYHO WMCTM HayMH, MAKo je Kog pApyrayuju. [loctoju mHoro
PasANYUTUX HAaYMHA HA KOjU NPOrpam Koju pagm 3afaTak MoXKe Aa ce Hanuwe. Hajuewhe pasnuke cy
npas/berbe Komnpommca nsamehy BpemeHa nsspLierba U Kopuwherba memopuje.

O6uyHo, WTO HpXKe Nporpam Moxe Aa pagu, To je 6osbe. OBo ce NocebHO 0AHOCK HA Nporpame Koju
6u Tpebano ga m3BpLE MHOrO payvyHarba, 6e3 063Mpa Ha TO Za /M CY HAy4YHU BPEMEHCKMU
CUMYNATOPU UAW UTpe Ca BEJMKOM KOMMYMHOM aeTasbHe 3D rpaduke Kojy 6u Tpebano HaupTtaty.
Takohe je [OO6PO KOPUCTUTM Hajmarby Moryhy KonmunHy memopuje. LLITo nma suwe Bapunjabam u wTo
cy Behe ancTe Koje Haw nporpam KOpWUCTU, TO OH BUWE MemMopuje 3ay3uma. (Moxew aa casHall
KaKo fAa M3Mepul KOAMKO Memopuje 3ay3uma TBOj Mporpam, Kao M Bpeme Mu3Bpllera Ha
http://invpy.com/profiling .)

Cafa, nporpamu y oBOj KHM3W HUCY AOBO/BHO BEJIMKU M KOMIMJIMKOBAHW rae mopaw Aa 6puHew o
O4YyBakby MEmMopuje UM ONTUMU3AUMU BPEMEHA M3BPLLEHA. AN, TO MOXKe BUTU HEeWTo O Yemy
MOXelW Aa pasmMULL/ball KaJa NocTaHew BewTuju nporpamep.

Ha npumep, pasmotpumo dyHKumjy getBlankPosition(). OBoj dyHKLMjM je noTpebHO Bpeme aa paau,
jep nponasu Kpos cee moryhe KoopanHate Tabae fa npoHahe rae je npasaH NpocTop. YMecTo Tora,
MOXEeMOo camo Aa umamo blankspacex n blankspacey Bapujabne Koje 61 umane ose XY KoopgmuHaTe,
TAaKo Aa He MOpPaMO Aa MPeTparkyjemo yuMTaBy Tabay CBaKM MyT Kaga *KeJIMMo fa 3HamMo rae je.
(Takohe Ham je noTpebaH M Kopg Koju axypupa blankspacex n blankspacey Bapujabne kag rog ce
HanpaBu nokpeT. OBaj Koa moxe ga uae y makeMove().) Kopuwhere oBux Bapnjabnm moxke aa
3ay3me BMILEe Memopuje, anu by ywTeneno Ha BpemeHy M3BpLIEeHa, Na 61 TBOj Nporpam paavo
6pKe.

Opyrv npumep je Aa 4yBamo CTPYKTYpy nogaTtaka Tabne y peweHom cTaky Yy Bapujabau
SOLVEBOARD, Tako Aa MoXKemo Aa yrnopeammo TpeHyTHy Tabay ca SOLVEBOARD aa Buanmo aga nu
je urpay pewmo cnarannyy. CBaku NyT Kaga b1 cMo XTenu ga ypagmmo oy NpoBepy, MOXKEMO CamMo
Aa nososemo PpyHKuUMjy GetStartingBoard() n ynopegmmo spaheHy BpeaHOCT ca TPeHYyTHOM Tabaom.
OHpga Ham SOLVEBOARD Bapwjabna He 61 6buna notpebHa. To 61 Ham cayyBano Mano MeMopMUje,
anM oHAa 6u Hawem nporpamy Tpebano Bule BpemeHa Aa paaMm, jep OHAA MOHOBO Kpeupa
CTPYKTYpYy NofaTaka Tabsie y peleHoM CTakby CBaKM NyT KaZa BPLIKMMO OBY NpoOBepy.

MocToju jegHa cTBap KoOjy MnaKk Tpeba 3anamtuTu. MNucarbe Koda Koju je YMT/bUB je BeoMa BarkHa
BelWwTMHA. Kog Koju je YNT/bMB je KOA KOoju je NaKo pa3ym/bMB, HAPOYMTO OZ, CTPaHe nporpamepa Koju
HUCY NMUCann Kog. AKO HEKW ApyrvM Nporpamep MOXKe Aa norsiefa U3BOPHM Kog TBOF mMporpama u
CXBAaTW WTa OH paan 6e3 mHoro npobnema, oHAa je Taj Mporpam BEOMA YMUT/bUB. YUT/BUBOCT je
BaXKHa, jep KaZa Kenuw Aa NonpasuLl KBAapOBe MW AoAall HOBe dyHKLMje nporpamy (M KBapoBU U
naeje 3a Hoee QyHKUMje ce yBEK MNOjaB/byjy), KO, YAT/bMBOT NPOrpama ce OBM 3a4aLM MHOrO flaKLue
obaBsbajy.


http://invpy.com/profiling

Hukor Huje 6pura 3a caMo HEKOJIMKO 6ajToBa

Takohe, NocToju jegHa CTBap Koja MOXe u3rnegatm mMasio CMELIHOM A Ce KaXKe Yy OBOj KHbu3n, jep
n3rnena ounrneaHo, aim MHOTU Jbyan ce nNuTajy y Besu ca TumM. Tpebano 61 aa 3Haw aa kopuwherbe
KpaTKMX HasmMBa Bapujaban Kao X MAWM num yMecCTO AYKWX, Ha3uBa Bapujaban Koju Bulie onucyjy,
Kao wto cy blankx nam numSlides He wWTean HUMANO Mmemopuje Kaga TBOj NPOrpam 3anpaBo paau.
Kopuwhere oBUx Ay*Knx Ha3mBa Bapujabau je bosbe, jep he yYnHUTU TBOj Nporpam YNT/bUBUUM.

Moraa ce Takohe ceTull HEeKMX NAaMETHUX TPMKOBA KOju WwTeae HEKOMKO 6ajToBa memopuje Ty U
Tamo. JegaH TpUK je Aa Kaga TV Bapujabna Buwe Huje noTpebHa, MoXKell NMOHOBO A3 UCKOPUCTULL
HasMBe Te Bapujabne y pasnmMuuTe CBpPXe, ymecTo Kopuwhera fABe pasNyMTO MMeEHOBAHe
Bapujabne.

MoKyLwaj ga o4010W MCKywerwy A3 TO y4MHUW. OBUYHO OBU TPUKOBU CMakbyjy YMT/bUBOCT KoAa U
oTerKaBajy OTK/Matbatbe KBapoBa TBOr Mporpama. MoaepHu padvyHapu umajy munuvjapge 6ajtosa
Memopumje, a ylTeeTM HEKOIMKO 6ajToBa Ty M TamMo 3aMcTa HWje BpeaHO Tora Aa ce Kof Hanpasu
36yryjyhum 3a sbype nporpamepe.

Hukor }mje 6pnra 3a HEKOJIMKO MUJIMOHA HAHOCEKYHAU

CAnyHo ToMe, MOCTOje CUTyaumje Kada MoXKell Aa Npeypeamil CBOoj KoA Ha HEeKM HauuH, Tako Aa ra
HanpaBuLL HeWwTo HPKMM 33 HEKOIMKO HaHoceKkyHANU. OBU TPUMKOBM Takohe 06UYHO UYMHE Ko Texe
ynTbuBMM. Kaga yamew y 063vp Aa je HEKOZIMKO MUANjapAM HAHOCEKYHAM NMPOLLIO 3a BpemMe Koje
T je NOTPebHO Aa NPOoYMTALL OBY PEYEHULY, YLUTeAETU HEKOJIMKO HAaHOCEKYHAM BPEMEHA U3BPLLEHA
y cBOoMm nporpamy Hehe 6utn npumeheHo og cTpaHe urpava.

Ilpersep,

OBO nornae/be HUje yBeNo HUKAaKBe HOBe Pygame nporpamcke KoHuenTe Koje urpa Memopujcka
Cnarannua Huje Kopuctuaa, ocum Kopuwhera copy() metope Surface objekata. Camo nosHaBare
HEKOJIMKO PasNnunTUX KoHLenaTa he TM omoryhutu ga Kpempawl NoTnyHO pasnyumTe urpe.

3a Bexbarbe, MoKew JAa npeysmell Jyae Bep3umje nporpama Knuseha cnaraamua  ca
http://invpy.com/buggy/slidepuzzle .
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