TeTpoMHUHO

£ Tetromina - X

Score: 2

Level: 1

Next:

Kako urpatu TeTpomMuHoO:

TeTpomuHo je konuja TeTpuca. Paznnuntm obanum 610KkoBa (CBakM HanpaB/beH 04 YETUPU KOLKMLLA)
najajy ca BpXa eKpaHa M MUrpay mopa Aa MX HaBOAM KaKo Aa ce cnywTajy Aa 6u nonyHuo pepn 6e3
pa3smaka. Kaga je nonykeH ueo pea, pes je HecTaje U CBU pefoBM U3HAL NAAAjY jedaH pen HaHUKe.
Wrpay urpa cee 0K ce He NOMNyHEe CBU peaoBM U He NOCTOju MoryhHOCT Aa ca Bpxa nagHe HOBM B/10K.

Heku ox esiemeHaTa TeTpoMuHa:
Y oBom nornassby, 0b6jacHMhemo pasnmumTe CTBapyn Nporpama 3a Hally urpy.

e Tabna(board) — Tabna je Hanpas/beHa oa 10x20 cnobogHMX MecTa Ha Koja CMeLlTaMo Halle
610KOBeE.

e KBagpaT(box)— KBagpar je nosbe yeTBpTacTor o6/1MKa Koje ce Hanasu yHyTap Tabne.

e [leo(piece) — cTBapu Koje Magajy ca Bpxa Tabne Kojy urpady potmpa v nosuumoHupa. Ceaku
[.e0 UMa cB0oj 06/1MK U cacTaB/beH 04 4 KBagpaTa.

e 06auk(shape) — 0b6a1uM cy pasnMunTK TUNOBKU AenoBa y urpuun. Hassanm cmo ux 1, J, L, O, S,
T, Z

B e

I J | 0 5 T i

e lllabnoH(template) — nncta Koja noKkasyje cee moryhe o0biuke potauumje. OBo UyBamo y
npomeHsbmee Kao wrto cy S_ SHAPE_TEMPLATE wanJ_SHAPE_TEMPLATE.

e [pusemsmeH(landed) — Kaga 061K goaMpHE AHO UKW AOANPHE HEKM APYrK 0B/IMK Taaa
KaXKemo A3 je 06/IMK NpusemsbeH. Y TOM TPEHYTKY Nounmbe Aa naga HoBM 06.aMK ca BpXa.



HN3BopHM KO 32 TeTpOMUHO

M3BOpPHM KOA MOMKEeTe CKMHYTK ca http://invpy.com/tetromino.py . MoeTe Aa KonupaTte 1 Hanenurte
Ko, ca nHKa http://invpy.com/diff/tetromino 1 ynopeaute ca Baimm Kogom.

TpebaheTe ga CKMHeTe My3MKy M ga ctasute y uctm dongep ca dajaom tetromino.py. Mysuky
MOMKETe Aa CKMHeTe ca HapeaHWX JIMHKOBA:

e http://invpy.com/tetrisb.mid

e http://invpy.com/tetrisc.mid

1 #Tetromino (a Tetris clone)

2 # By Al Sweigart al@inventwithpython.com
3 # http://inventwithpython.com/pygame

4 # Released under a "Simplified BSD" license
5
6 import random, time, pygame, sys
7 from pygame.locals import *

8
9 FPS=25

10 WINDOWWIDTH = 640

11 WINDOWHEIGHT = 480

12 BOXSIZE = 20

13 BOARDWIDTH = 10

14 BOARDHEIGHT = 20

15 BLANK ="'

16

17 MOVESIDEWAYSFREQ = 0.15

18 MOVEDOWNFREQ = 0.1

19

20 XMARGIN = int((WINDOWWIDTH - BOARDWIDTH * BOXSIZE) / 2)
21 TOPMARGIN = WINDOWHEIGHT - (BOARDHEIGHT * BOXSIZE) - 5

22
23 # R G B

24 WHITE = (255, 255, 255)
25GRAY  =(185, 185, 185)
26 BLACK =(0, 0, 0)
27RED  =(155, 0, 0)

28 LIGHTRED = (175, 20, 20)

29 GREEN  =( 0,155, 0)

30 LIGHTGREEN = ( 20, 175, 20)
31BLUE  =( 0, 0,155)

32 LIGHTBLUE = ( 20, 20, 175)
33 YELLOW = (155, 155, 0)



http://invpy.com/tetromino.py
http://invpy.com/tetrisb.mid
http://invpy.com/tetrisc.mid

34 LIGHTYELLOW = (175, 175, 20)

35

36 BORDERCOLOR = BLUE

37 BGCOLOR = BLACK

38 TEXTCOLOR = WHITE

39 TEXTSHADOWCOLOR = GRAY

40 COLORS =( BLUE, GREEN, RED, YELLOW)

41 LIGHTCOLORS = (LIGHTBLUE, LIGHTGREEN, LIGHTRED, LIGHTYELLOW)
42 assert len(COLORS) == len(LIGHTCOLORS) # each color must have light color
43

44 TEMPLATEWIDTH =5

45 TEMPLATEHEIGHT =5

46

48 L
49 '..00.",
50 .00..",
51 U
52 [....,
53 ".0..,
54 '..00.",
55 .0,
56 R ||
57

59 L
60 .00..,
61 '..00.,
62 L,
63 [
64 '.0..,
65 .00..,
66 0.,
67 |
68

69 |_SHAPE_TEMPLATE =[["..O..,

70 ".0..",
71 '.0..",
72 '.0.,

73 R




74
75
76
77
78
79

108
109
110
111
112
113

'0000.",
R ||

31 L
32 .00..",
33 *.00..",
34 )|
35

86 J_SHAPE_TEMPLATE = [[".
37 "0...,
38 .000.!,
39 L
90 w2
01 [
92 '.00.",
03 '.0..,
04 '.0..,
05 L
96 L.
97 L
08 .000.",
99 .0,
100 L
101 [,
102 '.0..,
103 '.0..,
104 *.00..",
105 )|
106

107L_SHAPE_TEMPLATE = [['

.0,
.000.',




114 '.0..,
115 '.00.",
116 )
117 ...,
118 L
119 .000.",
120 0.,
121 w2
122 [,
123 *.00..,
124 '.0..,
125 '.0..,
126 |
127
128T_SHAPE_TEMPLATE = [["......,
129 '.0..,
130 .000.",
131 L
132 N
133 [
134 0.,
135 '.00.",
136 '.0..,
137 )
138 ...,
139 L
140 .000.",
141 '.0..,
142 )
143 ...,
144 '.0..,
145 *.00..,
146 '.0..,
147 L
148

149PIECES = {'S": S_SHAPE_TEMPLATE,

150
151
152
153

'Z": Z_SHAPE_TEMPLATE,
'J': ]_SHAPE_TEMPLATE,
'L": L_SHAPE_TEMPLATE,
'I''1_SHAPE_TEMPLATE,




154 '0": O_SHAPE_TEMPLATE,

155 ‘T': T_SHAPE_TEMPLATE}

156

157

158def main():

159 global FPSCLOCK, DISPLAYSURF, BASICFONT, BIGFONT
160 pygame.init()

161 FPSCLOCK = pygame.time.Clock()

162 DISPLAYSURF = pygame.display.set_mode((WINDOWW!IDTH, WINDOWHEIGHT))
163 BASICFONT = pygame.font.Font('freesansbold.ttf', 18)
164 BIGFONT = pygame.font.Font('freesansbold.ttf', 100)
165 pygame.display.set_caption('Tetromino')

166

167 showTextScreen('Tetromino')

168 while True: # game loop

169 if random.randint(0, 1) == 0:

170 pygame.mixer.music.load('tetrisb.mid’)
171 else:
172 pygame.mixer.music.load('tetrisc.mid')

173 pygame.mixer.music.play(-1, 0.0)

174 runGame()

175 pygame.mixer.music.stop()

176 showTextScreen('Game Over')

177

178

179def runGame():

180 # setup variables for the start of the game

181 board = getBlankBoard()

182 lastMoveDownTime = time.time()

183 lastMoveSidewaysTime = time.time()

184 lastFallTime = time.time()

185 movingDown = False # note: there is no movingUp variable
186 movingLeft = False

187 movingRight = False

188 score=0

189 level, fallFreq = calculateLevelAndFallFreq(score)
190

191 fallingPiece = getNewPiece()

192 nextPiece = getNewPiece()

193




194 while True: # game loop
195 if fallingPiece == None:

196 # No falling piece in play, so start a new piece at the top
197 fallingPiece = nextPiece

198 nextPiece = getNewPiece()

199 lastFallTime = time.time() # reset lastFallTime

200

201 if not isValidPosition(board, fallingPiece):

202 return # can't fit a new piece on the board, so game over
203

204 checkForQuit()

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

206 if event.type == KEYUP:

207 if (event.key == K_p):

208 # Pausing the game

209 DISPLAYSURE.fill(BGCOLOR)

210 pygame.mixer.music.stop()

211 showTextScreen('Paused') # pause until a key press
212 pygame.mixer.music.play(-1, 0.0)

213 lastFallTime = time.time()

214 lastMoveDownTime = time.time()

215 lastMoveSidewaysTime = time.time()

216 elif (event.key == K_LEFT or event.key == K_a):

217 movinglLeft = False

218 elif (event.key == K_RIGHT or event.key == K_d):

219 movingRight = False

220 elif (event.key == K_DOWN or event.key == K_s):

221 movingDown = False

222

223 elif event.type == KEYDOWN:

224 # moving the piece sideways

225 if (event.key == K_LEFT or event.key == K_a) and isValidPosition(board, fallingPiece, adjX=-1):
226 fallingPiece['x'] -=1

227 movinglLeft = True

228 movingRight = False

229 lastMoveSidewaysTime = time.time()

230

231 elif (event.key == K_RIGHT or event.key == K_d) and isValidPosition(board, fallingPiece, adjX=1):
232 fallingPiece['x'] +=1

233 movingRight = True




234 movingLeft = False

235 lastMoveSidewaysTime = time.time()

236

237 # rotating the piece (if there is room to rotate)

238 elif (event.key == K_UP or event.key == K_w):

239 fallingPiece['rotation'] = (fallingPiece['rotation'] + 1) % len(PIECES][fallingPiece['shape']])
240 if not isValidPosition(board, fallingPiece):

241 fallingPiece['rotation'] = (fallingPiece['rotation'] - 1) % len(PIECES[fallingPiece['shape']])
242 elif (event.key == K_q): # rotate the other direction

243 fallingPiece['rotation'] = (fallingPiece['rotation'] - 1) % len(PIECES|[fallingPiece['shape']])
244 if not isValidPosition(board, fallingPiece):

245 fallingPiece['rotation'] = (fallingPiece['rotation'] + 1) % len(PIECES[fallingPiece['shape']])
246

247 # making the piece fall faster with the down key

248 elif (event.key == K_DOWN or event.key == K_s):

249 movingDown =True

250 if isValidPosition(board, fallingPiece, adjY=1):

251 fallingPiece['y'1 += 1

252 lastMoveDownTime = time.time()

253

254 # move the current piece all the way down

255 elif event.key == K_SPACE:

256 movingDown = False

257 movingLeft = False

258 movingRight = False

259 foriinrange(1, BOARDHEIGHT):

260 if not isValidPosition(board, fallingPiece, adjY=i):

261 break

262 fallingPiece['y'] +=i-1

263

264 # handle moving the piece because of user input

265 if (movingLeft or movingRight) and time.time() - lastMoveSidewaysTime > MOVESIDEWAYSFREQ:

266 if movingLeft and isValidPosition(board, fallingPiece, adjX=-1):
267 fallingPiece['x'] -=1

268 elif movingRight and isValidPosition(board, fallingPiece, adjX=1):
269 fallingPiece['x'] +=1

270 lastMoveSidewaysTime = time.time()

271

272 if movingDown and time.time() - lastMoveDownTime > MOVEDOWNFREQ and isValidPosition(board, fallingPiece)
adjY=1):




273
274
275
276
277
278
279
280
281
282
283
284
285
286
287
288
289
290
291
292
293
294
295
296
297
298
299
300
301

fallingPiece['y'] +=1

lastMoveDownTime = time.time()

# let the piece fall if it is time to fall
if time.time() - lastFallTime > fallFreq:
# see if the piece has landed
if not isValidPosition(board, fallingPiece, adjY=1):
# falling piece has landed, set it on the board
addToBoard(board, fallingPiece)
score += removeCompletelines(board)
level, fallFreq = calculateLevelAndFallFreq(score)
fallingPiece = None
else:
# piece did not land, just move the piece down
fallingPiece['y'] +=1

lastFallTime = time.time()

# drawing everything on the screen
DISPLAYSURF.fil(BGCOLOR)
drawBoard(board)
drawsStatus(score, level)
drawNextPiece(nextPiece)

if fallingPiece != None:

drawPiece(fallingPiece)

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

302def makeTextObjs(text, font, color):

303
304
305
306

surf = font.render(text, True, color)

return surf, surf.get_rect()

307def terminate():

308
309
310
311

pygame.quit()

sys.exit()

312def checkForKeyPress():




313 # Go through event queue looking for a KEYUP event.

314 # Grab KEYDOWN events to remove them from the event queue.

315 checkForQuit()

316

317 for eventin pygame.event.get([KEYDOWN, KEYUP]):

318 if event.type == KEYDOWN:

319 continue

320 return event.key

321 return None

322

323

324def showTextScreen(text):

325 # This function displays large text in the

326 # center of the screen until a key is pressed.

327 # Draw the text drop shadow

328 titleSurf, titleRect = makeTextObjs(text, BIGFONT, TEXTSHADOWCOLOR)
329 titleRect.center = (int(WINDOWWIDTH / 2), int(WINDOWHEIGHT / 2))
330 DISPLAYSURF.blit(titleSurf, titleRect)

331

332 # Draw the text

333 titleSurf, titleRect = makeTextObjs(text, BIGFONT, TEXTCOLOR)

334 titleRect.center = (int(WINDOWWIDTH / 2) - 3, int(WINDOWHEIGHT / 2) - 3)
335 DISPLAYSURF.blit(titleSurf, titleRect)

336

337 # Draw the additional "Press a key to play." text.

338 pressKeySurf, pressKkeyRect = makeTextObjs('Press a key to play.', BASICFONT, TEXTCOLOR)
339 pressKeyRect.center = (int(WINDOWWIDTH / 2), int(WINDOWHEIGHT / 2) + 100)
340 DISPLAYSURF.blit(pressKeySurf, pressKkeyRect)

341

342  while checkForKeyPress() == None:

343 pygame.display.update()

344 FPSCLOCK.tick()

345

346

347def checkForQuit():

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

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

350 foreventin pygame.event.get(KEYUP): # get all the KEYUP events

351 if event.key == K_ESCAPE:

352 terminate() # terminate if the KEYUP event was for the Esc key




353 pygame.event.post(event) # put the other KEYUP event objects back
354

355

356def calculateLevelAndFallFreq(score):

357 # Based on the score, return the level the player is on and
358 # how many seconds pass until a falling piece falls one space.
359 level =int(score / 10) + 1

360 fallFreq=0.27 - (level * 0.02)

361 return level, fallFreq

362

363def getNewPiece():

364 # return a random new piece in a random rotation and color
365 shape = random.choice(list(PIECES.keys()))

366 newPiece = {'shape': shape,

367 'rotation': random.randint(0, len(PIECES[shape]) - 1),
368 """ int(BOARDWIDTH / 2) - int(TEMPLATEWIDTH / 2),
369 'y': -2, # start it above the board (i.e. less than 0)

370 'color': random.randint(0, len(COLORS)-1)}

371 return newPiece

372

373

374def addToBoard(board, piece):

375 #fill in the board based on piece's location, shape, and rotation
376 for xin range(TEMPLATEWIDTH):

377 for y in range(TEMPLATEHEIGHT):

378 if PIECES[piece['shape']][piece['rotation']][y][x] != BLANK:
379 board[x + piece['x']][y + piece['y']] = piece['color']

380

381

382def getBlankBoard():

383 # create and return a new blank board data structure

384 board =]

385 foriin range(BOARDWIDTH):

386 board.append([BLANK] * BOARDHEIGHT)

387 return board

388

389

390def isOnBoard(x, y):

391 return x >=0and x < BOARDWIDTH and y < BOARDHEIGHT
392




393

394def isValidPosition(board, piece, adjX=0, adjY=0):

395 # Return True if the piece is within the board and not colliding
396 for xin range(TEMPLATEWIDTH):

397 for y in range(TEMPLATEHEIGHT):

398 isAboveBoard =y + piece['y'] + adjY <0

399 if isAboveBoard or PIECES[piece['shape']][piece['rotation']][y][x] == BLANK:
400 continue

401 if not isOnBoard(x + piece['x'] + adjX, y + piece['y'] + ad]Y):

402 return False

403 if board[x + piece['x'] + adjX][y + piece['y'] + adjY] != BLANK:

404 return False

405 return True

406

407 def isCompleteLine(board, y):

408 # Return True if the line filled with boxes with no gaps.
409 for x in range(BOARDWIDTH):
410 if board[x][y] == BLANK:

411 return False

412 return True

413

414

415def removeCompleteLines(board):

416 # Remove any completed lines on the board, move everything above them down, and return the number of completg
lines.

417 numLinesRemoved =0

418 y=BOARDHEIGHT - 1 # start y at the bottom of the board
419 while y>=0:

420 if isCompleteLine(board, y):

421 # Remove the line and pull boxes down by one line.
422 for pullDownY in range(y, 0, -1):

423 for x in range(BOARDWIDTH):

424 board[x][pullDownY] = board[x][pullDownY-1]
425 # Set very top line to blank.

426 for x in range(BOARDWIDTH):

427 board[x][0] = BLANK

428 numLinesRemoved += 1

429 # Note on the next iteration of the loop, y is the same.
430 # This is so that if the line that was pulled down is also
431 # complete, it will be removed.

432 else:




433 y -= 1 # move on to check next row up

434 return numLinesRemoved

435

436

437def convertToPixelCoords(boxx, boxy):

438 # Convert the given xy coordinates of the board to xy

439 # coordinates of the location on the screen.

440 return (XMARGIN + (boxx * BOXSIZE)), (TOPMARGIN + (boxy * BOXSIZE))
441

442

443def drawBox(boxx, boxy, color, pixelx=None, pixely=None):

444 # draw a single box (each tetromino piece has four boxes)

445 # at xy coordinates on the board. Or, if pixelx & pixely

446 # are specified, draw to the pixel coordinates stored in

447 # pixelx & pixely (this is used for the "Next" piece).

448 if color == BLANK:

449 return

450 if pixelx == None and pixely == None:

451 pixelx, pixely = convertToPixelCoords(boxx, boxy)

452 pygame.draw.rect(DISPLAYSURF, COLORS[color], (pixelx + 1, pixely + 1, BOXSIZE - 1, BOXSIZE - 1))
453 pygame.draw.rect(DISPLAYSURF, LIGHTCOLORS][color], (pixelx + 1, pixely + 1, BOXSIZE - 4, BOXSIZE - 4))
454

455

456def drawBoard(board):

457 # draw the border around the board

458 pygame.draw.rect(DISPLAYSURF, BORDERCOLOR, (XMARGIN - 3, TOPMARGIN - 7, (BOARDWIDTH * BOXSIZE) + 8
(BOARDHEIGHT * BOXSIZE) + 8), 5)

459
460 # fill the background of the board

461 pygame.draw.rect(DISPLAYSURF, BGCOLOR, (XMARGIN, TOPMARGIN, BOXSIZE * BOARDWIDTH, BOXSIZE *
BOARDHEIGHT))

462 # draw the individual boxes on the board

463 for xin range(BOARDWIDTH):

464 for y in range(BOARDHEIGHT):

465 drawBox(x, y, board[x][y])

466

467

468def drawStatus(score, level):

469 # draw the score text

470 scoreSurf = BASICFONT.render('Score: %s' % score, True, TEXTCOLOR)

471 scoreRect = scoreSurf.get_rect()




472
473
474
475
476
477
478
479
480
481

scoreRect.topleft = (WINDOWWIDTH - 150, 20)
DISPLAYSURF.blit(scoreSurf, scoreRect)

# draw the level text

levelSurf = BASICFONT.render('Level: %s' % level, True, TEXTCOLOR)
levelRect = levelSurf.get_rect()

levelRect.topleft = (WINDOWWIDTH - 150, 50)
DISPLAYSURF.blit(levelSurf, levelRect)

482def drawPiece(piece, pixelx=None, pixely=None):

483
484
485
486
487
488
489
490
491
492
493
494

shapeToDraw = PIECES[piece['shape']][piece['rotation']]
if pixelx == None and pixely == None:
# if pixelx & pixely hasn't been specified, use the location stored in the piece data structure

pixelx, pixely = convertToPixelCoords(piece['x'], piece['y'])

# draw each of the boxes that make up the piece
for x in range(TEMPLATEWIDTH):
fory in range(TEMPLATEHEIGHT):
if shapeToDrawl[y][x] != BLANK:

drawBox(None, None, piece['color'], pixelx + (x * BOXSIZE), pixely + (y * BOXSIZE))

495def drawNextPiece(piece):

496
497
498
499
500
501
502
503
504

505if __name__ =='_main__"

506

# draw the "next" text

nextSurf = BASICFONT.render('Next:', True, TEXTCOLOR)
nextRect = nextSurf.get_rect()

nextRect.topleft = (WINDOWWIDTH - 120, 80)
DISPLAYSURF.blit(nextSurf, nextRect)

# draw the "next" piece

drawPiece(piece, pixelx=WINDOWWIDTH-120, pixely=100)

main()




IloyeTak Koga

1 # Tetromino (a Tetris clone)

2 # By Al Sweigart al@inventwithpython.com
3 # http://inventwithpython.com/pygame

4 # Released under a "Simplified BSD" license
5
6 import random, time, pygame, sys
7 from pygame.locals import *

8
9 FPS =25

10 WINDOWWIDTH = 640
11 WINDOWHEIGHT =480
12 BOXSIZE = 20

13 BOARDWIDTH =10

14 BOARDHEIGHT =20

15 BLANK ="'

Ob6jacHnhemo noyeTHe KOHCTaHTe Haler nporpama. [pyra n Tpeha KOHCTaHTa AedUHULWY WNPUHY
nposopa Halle urpuue, AOK je KBaapaT WUMPOK u BUcoK 20 nukcena. Hawa Tabna je Bucoka 20
KBagpaTa u wupoKa 10 keagpaTta. KoHcraHTa BLANK npeactaB/ba npaH3Ha Nosba Ha Tabau.

IlogemaBame BpeMeHCKUX KOHCTAaHTH 3a IPUTHUCKake AyrMmuha

17 MOVESIDEWAYSFREQ = 0.15
18 MOVEDOWNFREQ = 0.1

CBaku NyT Kaga urpay NnpuTUCHE NeBO MM AeCHO Ayrme nagajyhu aeo ce nomepa 3a jegaH Keagpat
yNeBo uan yaecHo. MehyTum nrpay moyke UCTO TaKo Aa APXKU AyKe IeBO UM AEeCHO Ayrme Kako 6u
ce nagajyhu geo n gasbe Kpetao. KoHctaHTa MOVESIDEWAYSFREQ he 6MTK nogelleHa Tako aa Tpeba
Aa npohe 0,15 cekyHAM KaKo 61 ce eo NOMEpPKUO 3a jeaHO MeCTO.

KoHctaHTa MOVEDOWNFREQ je canyHa Kao KoHctata MOVESIDEWAYFREQ camo wTo ce nomepa 3a
jeAHO MecTo HagoNe Kaga urpad ApxKu Ayrme Hagone.

Mapruna

20 XMARGIN = int((WINDOWWIDTH - BOARDWIDTH * BOXSIZE) / 2)
21 TOPMARGIN = WINDOWHEIGHT - (BOARDHEIGHT * BOXSIZE) - 5

Mporpam Tpeba ga M3padyHa KOIMKO je mpasHor npoctopa uamehy Tabne u nposopa. KoHcTaHTa
WINDOWWIDTH npeacTaB/ba WMPUHY NPo30pa Yy NMKceaMma. Hawa tabna nma WUpUHY KOHCTaHTe
BOARDWIDTH KBagpaTa npu 4emy CBaKM KBagpaT MMa WMPUHY KOHCTaHTe BOXSIZE nukcena. Ako
WMPUHY Hawe Tabne ogy3Memo o, WMPUHE Hawer nposopa Aobuhemo npasaH npoctop usmehy
Tabne u nposopa. LnpuHa nposopa npeacras/ba KoHcTaHTa WINDOWWIDTH aok wupuHy Tabne
noburjamo Kaga BOARDWIDTH nomHoxkmumo ca BOXSIZE jep Tabna cagp»xn BOARDWIDTH kBagparta a



CBaKu KBagpaT je ayxunHe BOXSIZE nukcena. Kaga nogennmo ca 2 gobuhemo npasaH npoctop ca
jeaHe cTpaHe, Kako Cy M neBa M AecHa cTpaHa ucte uckopuctuhemo koHctaHTy XMARGIN 6umno 3a
NIeBy UK AEeCHY CTpaHy.

Moxemo M3padyHaTu nNpasaH npoctop namehy Bpxa Hawe Tabsie M BpXa NPO30pa Ha C/IMYAH HAYMH.
Tabny hemo noauhu 3a 5 nuKkcena ca gHa npo3opa, na 5 ogysnmamo og koHctaHTe TOPMARGIN.

WINDOWWIDTH

é; Tetromino - X

topmargin

xmargin xmargin

“Io—-mIsQooz— =

23 # R G B
24 WHITE = (255, 255, 255)
25GRAY = (185, 185, 185)
26BLACK =(0, 0, 0)
27RED  =(155, 0, 0)

28 LIGHTRED = (175, 20, 20)
29 GREEN  =( 0,155, 0)

30 LIGHTGREEN = ( 20, 175, 20)
31BLUE  =( 0, 0,155)

32 LIGHTBLUE = (20, 20, 175)
33 YELLOW = (155,155, 0)
34 LIGHTYELLOW = (175, 175, 20)




35

36 BORDERCOLOR = BLUE

37 BGCOLOR = BLACK

38 TEXTCOLOR = WHITE

39 TEXTSHADOWCOLOR = GRAY

40 COLORS =( BLUE, GREEN, RED, YELLOW)

41 LIGHTCOLORS = (LIGHTBLUE, LIGHTGREEN, LIGHTRED, LIGHTYELLOW)

42 assert len(COLORS) == len(LIGHTCOLORS) # each color must have light color

Moctoje 4 60je y Kojuma mory 6UTK AenoBu: NNaBa, 3e/1IeHa, LpBeHa U KyTa. Kaga HaupTamo aenose,
6uhe 3a HujaHcy ceeTamje. 36or Tora hemo HanpaBUTU CBET/Mjy NAaBY, CBETAUjy 3e/eHy, CBETAUjY
LPBEHY U CBET/INjY XKYTY.

Csaka opg, oBux 4 60ja 6uhe cknaguwTeHa y KoHctaHTy COLORS (3a HopmanHe 60je) uy LIGHTCOLORS
(3a ceeTnmje 6oje).

INoaeimaBama MIa6JI0HA 3a JeJI0Be

44 TEMPLATEWIDTH =5
45 TEMPLATEHEIGHT =5

46

47 S_SHAPE_TEMPLATE =[['.....",
48 L

49 '.00.",

50 '00..",

51 ',

52 [.....,

53 '.0..,

54 '.00.",

55 '...0.",

56 LG

57

58 Z_SHAPE_TEMPLATE = [['.....",
59 L

60 '.00..,,

61 '..00.",

62 ',

63 [....,

64 '.0..,

65 .00..,




66
67
68

69 |_SHAPE_TEMPLATE =[['..0..",

70
71
72
73
74
75
76
77
78
79

'.0..",
'.0..",

31 L
32 '.00..",
33 '.00..",
84 )
85

86 ) SHAPE_TEMPLATE = [['.
87 '0...,
88 '.000.),
89 L
90 L
01 [.....,
92 '.00.",
03 '.0..,
94 '.0..,
05 ',
96 [....,
97 L
08 .000.",
99 '...0.",
100 L,




101 ...,

102 '.0..,
103 '.0..,
104 '.00..",
105 )
106
107L_SHAPE_TEMPLATE = [['.....
108 '...0.",
109 '.000.),
110 L
111 ',
112 [.....,
113 '.0..,
114 '.0..,
115 '.00.",
116 ',
117 [.....,
118 o
119 '.000.),
120 '0...,
121 ',
122 [.....,
123 '.00..,
124 '.0..,
125 '.0..,
126 '
127
128T_SHAPE_TEMPLATE = [['.....
129 '.0..,
130 '.000.),
131 L
132 2,
133 [.....,
134 '.0..,

135 '..00.,




136 '.0..,
137 L
138 [....,
139 Lo
140 '.000.",
141 '.0..,
142 )
143 [...,
144 '.0..,
145 '.00..",
146 '.0..,
147 )

Haw nporpam mopa Aa 3Ha KaKo HacTajy o6/MuM Hawwux Aenosa, ykbydyjyhu u cee moryhe
poTtauuje. 36or Tora hemo HampaBWTM NUCTE CacTaB/beHE Of, /IUCTA KOje CafpiKe CTPUHroBe.
YHyTpalwHba IMCTA CTPMHIOBA NPeACTaB/ba jeaHy o4 poTaunjy aena, kao cnegeha:

Uudpa ,0“ npeacraBsba KBagparte 40K ,,.“ NpeAcTaB/ba NpasaH NpocTop.

Pa3zaBajame “IMHUje KoJa” npeKo BUlle JIMHHja

MoskeTe Aa BUAUTE fa Ce Halla AnCTa NPOoTeXKe Kpo3 nap /iMHuja Koga. OBo morKe Kog Python jep oH
OOK He BMAM ,]“ 3Ha Aa /MCTa jol HUje 3aBplueHa. YBiayewe Kog Python He ytuue Ha aucty. To
notephyje cnegeha nucra:

spam = ['hello’, 3.14, 'world', 42, 10, 'fuzz']
eggs = ['hello’, 3.14,
'world'

’ 42'

10, 'fuzz']




HapaBHO fa je TeWKO NpoYnTaTh Kog nof MMeHom ,eggs” Aok 61 untbmenje 6no geo Koaa nog
MMEHOM ,,Spam®.

HopmanHo, pasgBajatbe NMHMjE KOAa MPEKO BULUE NMHMjA 3axTeBa Aa Y HAlem eauTopy Ha Kpajy
NMHuje ctasumo 3HakK ,\“. 3HakK ,\“ Kaxe Python pa ,,kop ce HacTas/ba y cnegehem peay”.

Hanpasuhemo wabnoH ,CTpyKkType nogaTaka” obsmnKa Tako wWTo hemo HanpasBuUTU JIUCTY JIUCTa
HM30Ba M 4YyBAaTU MUX Yy MNpoOmMeH/bMBE Kao wTto cy S_SHAPE_TEMPLATE. Ha oBaj HauuH,
len(S_SHAPE_TEMPLATE) npeactas/ba KoanKo moryhux poTaumja noctoju 3a obank S a
S_SHAPE_TEMPLATE [0] npeacraB/ba npBy poTauujy Hawer obauka. MpetTxogHe c/ivKe Koje cagprke
_SHAPE_TEMPLATE npeacTassbajy cBe moryhe poTtauuje 3a gatm ob6auk.

3amucanTte WaxoBcKy Tabay obmKa 5x5 npu yemy cy cBa nosba 6ena. Ako xohemo fa npuKaxemo Ha
nanup aeo S 1o paauMo Ha cnegehu HauuH:

O | 2 3 4

@)

4 o g —

Y koay mu 3anucyjemo S_SHAPE_TEMPLATE[O] Kao :
S_SHAPE_TEMPLATE[Q][2][2] == 'O’
S_SHAPE_TEMPLATE[0][2][3] == 'O

S_SHAPE_TEMPLATE[O][3][1] =="O'
S_SHAPE_TEMPLATE[O][3][2] == 'O

Hawe aenose BesaHe 3a TetpomuHo y Python hemo npukasati Kao ctpuHrose v ancre. KoHcTaHTe
TEMPLATEWIDTH n TEMPLATEHEIGHT npeacTassbajy WMPUHY U BUCUHY KOJMKO je BE/IMKM Hall Aeo
npu poTaumju (Haw wabnoH je ysek 5x5).

149PIECES = {'S': S_SHAPE_TEMPLATE,

150 '7': Z_SHAPE_TEMPLATE,
151 'J': ]_SHAPE_TEMPLATE,
152 'L': L_SHAPE_TEMPLATE,
153 'I''1_SHAPE_TEMPLATE,
154 '0": O_SHAPE_TEMPLATE,

155 T': T_SHAPE_TEMPLATE}




MpomeHsbmBa SHAPES je Kao peyHUK Koja cagpku cee moryhe wabnoHe. 3aTo WITO CBakW WabsoH
cagpku cee moryhe poTtaumje 3a gatM Aeo To 3Hayu ga npomeHsbma SHAPES cagprkun cse moryhe
poTaumje y urpmum.

dynknuja main ()

158def main():

159 global FPSCLOCK, DISPLAYSURF, BASICFONT, BIGFONT

160 pygame.init()

161 FPSCLOCK = pygame.time.Clock()

162 DISPLAYSURF = pygame.display.set_mode((WINDOWWIDTH, WINDOWHEIGHT))
163 BASICFONT = pygame.font.Font('freesansbold.ttf', 18)

164 BIGFONT = pygame.font.Font('freesansbold.ttf', 100)

165 pygame.display.set_caption('Tetromino')

166

167 showTextScreen('Tetromino')

®yHKUMja Main() cnykm Ham ga Hanpasw r106anHe KOHCTaHTe M Aa MX MPWKayKe Ha NoYeTHOM
eKpaHy Npu NoKpeTaky Nporpama.

168 while True: # game loop
169 if random.randint(0, 1) == 0:

170 pygame.mixer.music.load('tetrisb.mid')
171 else:
172 pygame.mixer.music.load('tetrisc.mid')

173 pygame.mixer.music.play(-1, 0.0)
174 runGame()

175 pygame.mixer.music.stop()

176 showTextScreen('Game Over')

lnaBHW Ko ce Hanasu y ¢yHKuMju runGame(). PyHkumMja main() cnyku ga HacymumyHo opabepe
namehy ase mysuke (tetrisb.mid mnnm tetrisc.mid) n oHga nosmea dyHKUMjy runGame() a4a NoKpeHe
urpuuy. Kaga wurpay msrybm, ¢oyHKumja runGame() ce Bpaha Ha ¢yHKUMjy main(), Koja 3aycTas/ba
MY3UKY Yy NO3aMHM U Ha eKpaHy ucnucyje ,Game Over”.

Kaga urpay nputucHe ayrme Ha TactaTtypu, yHKumja showTextScreen() Koja ucnucyje ,,Game Over”
Bpaha Ha noyeTak. Mrpa HaKoH 3aBpLUETKa ce yBeK Bpaha Ha noyeTaK urpe Kaga nsrybure.



IloyeTak HOBe urpe

179def runGame():

180 # setup variables for the start of the game

181 board = getBlankBoard()

182 lastMoveDownTime = time.time()

183 lastMoveSidewaysTime = time.time()

184 lastFallTime = time.time()

185 movingDown = False # note: there is no movingUp variable
186 movinglLeft = False

187 movingRight = False

188 score=0

189 level, fallFreq = calculateLevelAndFallFreq(score)
190

191 fallingPiece = getNewPiece()

192 nextPiece = getNewPiece()

Mpe Hero WTO UrpMLa NOYHE U OE/0BU KpeHy Aa najajy, Mopamo Aa NoAecuMo NPOMEH/bMBE Ha
noyetHe BpegHocTh. MNpomeHsbmea fallingPiece 6uhe noctas/beHa Ha Aatn nagajyhu geo Koju moxke
6UTK poTupaH og, cTpaHe urpava. MpomeHsbuBa nextPiece 6uhe nocTaB/beHa Kao 4eo Koju Aonasu
nocne nagajyher aena Tako 4a Urpay moske a naaHupa notese yHanpea.

IleT/ba urpe

194 while True: # game loop
195 if fallingPiece == None:

196 # No falling piece in play, so start a new piece at the top
197 fallingPiece = nextPiece

198 nextPiece = getNewPiece()

199 lastFallTime = time.time() # reset lastFallTime

200

201 if not isValidPosition(board, fallingPiece):

202 return # can't fit a new piece on the board, so game over
203

204 checkForQuit()

[naBHa neT/ba MUrpe ynpas/ba CBMM KOAOBMMA F1aBHOT Aefla Urpe Kaga AeflioBU Najajy ca Bpxa Ao
AHa. NpomeHsbuea fallingPiece je noctaB/beHa Ha None jep je nagajyhu geo npusemsbeH. To 3Haum
na Bapujabna nextPiece nocraje fallingPiece wto 3Haun ga cnegehu aeo nocraje nagajyhu geo a
nextPiece nocrtaje HeKM HacymmnyHu geo. HacymuuHu geo he npomssectn ¢yHKumja getNewPiece().



MpomeHsbumBa lastFallTime je BpaheHa Ha cagalrbe Bpeme TaKo Aa Bpeme nagakbe Aena je UcCto
cekyHau Kao u fallFreq.

Jdeo Koju ¢pyHKuuja getNewPiece() HacymMuHO y3Mma je nocTaB/beH oamax U3Hag Tabne anu je
HeBMA/bMB. AKO je 0Ba NosuumMja Hesaxkeha jep je Tabna nonyweHa A0 Bpxa (Y Tom caydajy dyHKUM]ja
isValidPosition() Bpaha BpeaHocT false) Taga 3Hamo Aa je Tabna nonykeHa U Aa je urpay nsrybuo.
Kapa ce oBo gecu pyHKuUmja runGame() ce Bpaha Ha noveTak.

IleT/ba 3a pykoBoheme aorahaja

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

206 if event.type == KEYUP:

MeT/ba 3a pykoBohere gorahaja o6paha naxkrwy Kag urpad potupa nagajyhu geo, nomepa nagajyhu
[le0, naysvpa urpuuy.

[lay3upame urpuie

207 if (event.key == K_p):

208 # Pausing the game

209 DISPLAYSUREF.fil(BGCOLOR)

210 pygame.mixer.music.stop()

211 showTextScreen('Paused') # pause until a key press
212 pygame.mixer.music.play(-1, 0.0)

213 lastFallTime = time.time()

214 lastMoveDownTime = time.time()

215 lastMoveSidewaysTime = time.time()

AKO urpay nputucHe ayrme ,p“ urpa he ce naysmpatu. Mopamo aa cakpujemo Tabay oa Urpaya Kaaa
naysupa urpy (y npotMsHom urpay 61 morao Aa Bapa M CTanHO Naysmpa U MUCAKU O TOMe TAe Aa CTaBu
nagajyhu geo).

Kog npasHuM nosBpwuHy ca DISPLAYSURF.fil[BGCOLOR) 1 3aycTtaB/ba My3uKy. ODyHKUMja
showTextScreen() ucnucyje TeKcT Ha ekpaHy ,Paused” n uyeKa ga urpad nputucHe ayrme aa 6wu
HacTaBwo.

Kaga nputucHemo agyrme Bpaha ce ekpaH ca urpuuom. Pygame.mixer.music.play(-1, 0.0) nyctuhe
MY3MKY UCMOYETKa ¥ No3agmMHuM. KaKo je Npolna BesMKa KOMYMHA BPEMEHA 04, KaKo CMO Nay3mpanu
urpuuy, npomersbuse lastFallTime, lastMoveDownTime u lastMoveSidewaysTime 6uhe BpaheHe Ha
Bpeme npe nayse.



Kopnmhel-be MIPpOMEH/bUBE MMOKPET 3a PYKOBAKHE€ KOPUCHHUYKOT YHOCA

216 elif (event.key == K_LEFT or event.key == K_a):
217 movingLeft = False

218 elif (event.key == K_RIGHT or event.key == K_d):
219 movingRight = False

220 elif (event.key == K_DOWN or event.key == K_s):
221 movingDown = False

Mputnckom Ha ctpenvue (ayrmmhe WASD) npomeH/bmse movingleft, movingRight 1 movingDown
[obujajy BpegHocT False (HeTauyHo), noKkasajyhu ga urpad Buwe He Keau ga nomepa nagajyhe
Aenose y Tum npasumma. Ctpenuua Harope nam ayrme W ce KopucTe 3a poTtauujy nagajyher gena a
He 3a nomepatbe Harope. 360r Tora He NOCToju NpomeH/bMBa movingUp.

[IpoBepaBame Aa JiM je KJIu3ame WIM poTHpame Moryhe

223 elif event.type == KEYDOWN:

224 # moving the piece sideways

225 if (event.key == K_LEFT or event.key == K_a) and isValidPosition(board, fallingPiece,
adjX=-1):

226 fallingPiece['x'] -=1

227 movingLeft = True

228 movingRight = False

229 lastMoveSidewaysTime = time.time()

Kaza je nputucHyTa neBa ctpennua (Mako je nomeparbe yneso nagajyher gena moryhe Ha ocHoBy
isValidPosition), Taga nomepamo nagajyhu aeo 3a jegHO MecTo y/aeBO Tako WTO oay3memo 1 opg,
fallingPiece['x']. ®yHKumja isValidPosition() 3aBucn op napamertapa adjX u adjY ®PyHKumja
ifValidPosition() npoBepaBa nosunumjy nogataka Koje npyKa Aeo objeKkTa Koju ce npocnehyje 3a apyru
napametap. MehyTum, NOHEKaZ He XeJAMMO Aa NPOBEPUMO e je KoMag TPEHYTHO sounpaH, seh
HEKOJIMKO MeCTa M3HaZ Te nosunuuje.

AKo npohemo 3a -1 adjX (KpaTKo UMe 3a nogelleH X), oHAa ce He NPOBEpaBa UCMPaABHOCT Nosnuuje y
CTPYKTYpM NofaTaka Aena, Beh Kojy 6u nosnumjy 3ayseo 4eo 4a je jeaHo mecTo yneso. [lomeparbe 3a
1 adjX o3HauaBa jegHo mecTo gecHo. MNocToju n HeobasesHM napameTap adjY. Mponasehu 3a -1 adjY
npoBepaBa jeAHO MecTo U3Haj Haller Aena rae je nosuuMoHupaH u npocnehyje spegHocT 3a 3 adjY
Aa 61 npoBepuno TP MecTa Hago1e o Haller gena.

MNpomeHs/bMBOj movingleft noaemsyjemo BpeaHoct TRUE (TauHO) 1 ga ce ocurypamo ga nagajyhu aeo
He 64 MWAao M NeBO M AecHO NpomeHs/bMBoj movingRight goaesbyjemo BpegHocT FALSE (HeTauHo).
MNpomeHsbumBa lastTimeSidewaysTime 6uhe noctaB/beHa Ha TPEHYTHO Bpeme.

OBe NPOMEH/bMBE CYy OBAKO MNOCTaB/beEHE Aa MrPay Kada 3a4pKu HEKY CTpeniLy Aeo HacTas/ba Aa ce
nomepa. AKo je npomeH/buBOj movingleft gogesbeHa BpeaHocT True, Nporpam 3Ha Aa je urpauy
NPUTUCHYO Ayrme U Aa Huje nyctmo gyrme. Ako je npowso 0,15 cekyHay oHAa nporpam 3Ha Aa
nagajyhu geo Tpeba aa nomepu yneeo.




231 elif (event.key == K_RIGHT or event.key == K_d) and isValidPosition(board, fallingPiece,
adjX=1):

232 fallingPiece['x'] +=1

233 movingRight = True

234 movingLeft = False

235 lastMoveSidewaysTime = time.time()

OBaj geo Kopga je canyaH Kao 3a Aeo Koga Kaja NpUTUCHEMO neBy cTpenuvuy (gyrme A) camo wTo
BaKM 3a AecHy cTpeaunuy (ayrme D).

237 # rotating the piece (if there is room to rotate)
238 elif (event.key == K_UP or event.key == K_w):
239 fallingPiece['rotation'] = (fallingPiece['rotation'] + 1) %

len(PIECES][fallingPiece['shape']])

MpuTCKOM Ha cTpennuy rope (ayrme W) nagajyhu geo ce potupa y cnegehy potauujy. Ce WTO Kog,
Mopa 4a ypaaum je aa noseha BpegHocT ,rotation” 3a 1 y peuHury fallingPiece. Anu ako je noseharbe
BpegHoctn ,rotation” sehe og 6poja moryhux poTaumja, oHga Tpeba npunaroguTn LEsoKynHom
6pojy moryhux potaumja gator obamka (wto je len(SHAPES[fallingPiece['shape']])) n BpaTtuth ra ga
nounme og 0.

EBo npumepa 3a npunarohaBarse 061K J, Koju ma 4 moryhe poTaumje:

>>> 0%4
0
>>> 1%4
1
>>> 2%4
2
>>> 3%4
3
>>> 5%4
1
>>> 6%4
2
>>> 7%4
3
>>> 8%4
0

>>>




240 if not isValidPosition(board, fallingPiece):

241 fallingPiece['rotation'] = (fallingPiece['rotation'] - 1) %
len(PIECES][fallingPiece['shape']])

AKo HoBM poTtupajyhu obamnk Huje moryh 360r Hekmx Apyrux obamka Ha Tabau, Taga hemo aa ra
BpaTUMO y NpBobuTaH 06amkK Tako wto hemo aga oaysmemo 1 og fallingPiece['rotation']. Moxemo aa
ra npunaroanmo u y3 nomoh len(SHAPES[fallingPiece['shape']]), 3a BpeaHocTn -1 npunarohasa ce
TaKo WTo ux Bpaha y npBobuTaH 06au1K. EBO npumepa 3a npuaarohasare HeratMBHor 6poja:

>>>-1%4

3

242 elif (event.key == K_q): # rotate the other direction

243 fallingPiece['rotation'] = (fallingPiece['rotation'] - 1) %
len(PIECES][fallingPiece['shape']])

244 if not isValidPosition(board, fallingPiece):

245 fallingPiece['rotation'] = (fallingPiece['rotation'] + 1) %

len(PIECES][fallingPiece['shape']])

OBaj Ae0 Koaa je UCTU Kao NPEeTXOAHN camo WTo objawHaBa Kaga npuTucHemo ayrme Q Koju potupa
[0 y CyNnpoTHOM CMepy y ogHocy Ha ayrme W.

247 # making the piece fall faster with the down key
248 elif (event.key == K_DOWN or event.key == K_s):
249 movingDown = True

250 if isValidPosition(board, fallingPiece, adjY=1):
251 fallingPiece['y'] +=1

252 lastMoveDownTime = time.time()

AKO urpay nputucHe ctpenuuy Hagone (ayrme S) oHga he nagajyhu geo nagatm bprke Hero
yobuuajeHo. fallingPiece['y'] += 1 nomepa aeo 3a jeaHo mecTo Hagone. NMpomeHbuea movingDown
je poperbeHa BpegHocT True u lastMoveDownTime Bpaha Ha cagawme Bpeme. OBe NpPOMeEH/bUBE
hemo NpoBepuTH KacHuje, TaKo 43 Kafa APXKUMMO NPUTUCHYTO AyrMe Hagose Aeo naga 6pKe Hero
yobuuajeHo.




Hahu gowmu geo

254 # move the current piece all the way down

255 elif event.key == K_SPACE:

256 movingDown = False

257 movingLeft = False

258 movingRight = False

259 foriin range(1, BOARDHEIGHT):

260 if not isValidPosition(board, fallingPiece, adjY=i):
261 break

262 fallingPiece['y'1 +=i-1

Kaga urpay nputncHe pasmak (Space) Taga aatv nagajyhu aeo nagHe ogmax Ha AHO KOJIMKO MOXKe
Ha Tabsau. Mporpam NpBo Tpeba Aa ofpesn KOMKO Kopaka mopa Aa npohe nagajyhu aeo fa 6u ce
npu3em/bu1o.

MNpomeH/bmBe movingDown, movinglLeft, movingRight nobwujajy BpeaHoct False o3HayaBa Aa urpad
He ApXu HujeaHo ayrme. OBo je ypaheHo jep he Kog nomepuTu A0 A0 NOTNYHOr AHA W NoYeTu Aa
cnywTa cnegehun Aeo U He KeAMMO fa U3HEeHaAMMO Urpaya Tako wro he genoBu ogmax noyetm aa
nazajy flOK OHU ApXKe CTPenuLy Hagone uan Apxe pasmak (Space).

[Ja 6ucmo NpoHaWAM KOMMKO HajAasbe MOMKe Aa MagHe Haw Aeo, NpBO NosvBamo GYHKUUjY
isValidPosition() n npocnean ueo 6poj 1 3a napametap adjY. Ako ¢dyHKuUMja isValidPosition() BpaTu
BpeaHocT False oHAa geo Buwe He mMOXe Aa Maga WTo 3Hauu Aa je Ha AHy. Ako isValidPosition()
BpaTu BpeaHocT True 3HaMO Aa Ae0 MOKe Aa NajHe 3a jolw jeAHO MeCcTo HaHMXKe.

Y Tom cnyuajy, nossahemo ¢yHKuMjy isValidPosition() ca napametpom adjY unja je BpegHocT 2. AKo
BpaTh NoHoBo BpeaHocT True oHaa no3mBamo dyHKUMjy isValidPosition() ca napameTtpom adjY uuja je
BpeAHOCT 3 U Tako gasbe. MNeT/ba For Ham cnyxu ga: nosuea ¢yHKumjy isValidPosition() aa 6um
npocneanna ueo 6poj napametpy adjY ook ¢yHKUMja He BpaTu BpeaHocT False. Y Tom TpeHyTKy
3HaMo ga je BpegHocT 6pojaya 1 3a 1 mecTo ncnog aHa. 36or Tora je fallingPiece['y'] jeaHak i-1.

BOARDHEIGHT je ctaB/beH 3a Kpajtbu oncer net/be jep je To MakcMmManaH 6poj nosba Koju Moxe aa
[OCTUTHE Aeo.

Ilomepame Kajaa 3aJp>KUMO cTpeauny(ayrme)

264 # handle moving the piece because of user input

265 if (movingLeft or movingRight) and time.time() - lastMoveSidewaysTime >
MOVESIDEWAYSFREQ:

266 if movinglLeft and isValidPosition(board, fallingPiece, adjX=-1):
267 fallingPiece['x'] -=1

268 elif movingRight and isValidPosition(board, fallingPiece, adjX=1):
269 fallingPiece['x'] +=1

270 lastMoveSidewaysTime = time.time()




Koa npomeHs/bmBe movingleft BpegHocT je noctaB/beHa True ako je urpay NPUTUCHYO CTpenunuy
HaneBo(MCTO je 1 3a NpomeH/bUBY movingRight Kaaa je nputucHyTa aecHa ctpennua). NpomeHsbuse
nobujajy BpeaHoct ®ance ako Urpay He ApKu aate ctpenunue(ayrmuhe).

OHo WwTOo ce Takohe gecuno Kaga je urpad NpUTUCHYO NeBy UAWN AECHY CTPEenULy je Aa NPOMEH/bUBA
lastMoveSidewaysTime je noctaB/beHa Ha TPeHyTHO Bpeme (Koja je 6bwuna noBpaTHa BpeAHOCT
time.time()). Ja je urpay HacTaBMO A3 APXKU NPUTUCHYTO Ayrme ca CTPe/MLOM a 4a ra Huje nycTmo
Taga 61 BpegHocT npomMmeH/buBe movingleft nam movingRight ocrana True.

AKo gpxuTte ayrme ayxe og 0,15 cekyHan oHaa he uspas time.time() - lastMoveSidewaysTime >
MOVESIDEWAYSFREQ 6uTu TauaH(True). Mpseu If cayyaj Ha npetxoaHoj canum je TadaH(True) ako
Ap*umo ayrme(ctpenuuy) n npohe 0,15 cekyHan n y Tom caydajy he geo nhu neso Uan gecHo nako
He NPUTUCHEMO AyTME.

OBO je jako KOPUCHO 3a urpaye jep je ymapajyhe ga knaukhy gyrmmhe ga 6m nomepuam geo 3a suwe
MecTa. YMecCTo Tora Mory camo Aa 3agpxe ayrme v geo he HacTasuTu ga ce Kpehe cBe AOK He
CKMHEeMo npcT ca ayrmuha.

Oa 6ucmo objacHuAM 3awTo mM3pas time.time() - lastMoveSidewaysTime > MOVESIDEWAYSFREQ
Bpaha BpeaHocT Tpye(TauHo), nokpeHuTe cnepehu nporpam:

import time
WAITTIME =4
begin = time.time()
while True:
now = time.time()
message = '%s, %s, %s' % (begin, now, (now - begin))
if now - begin > WAITTIME:
print(message + ' PASSED WAIT TIME!')
else:
print(message + ' Not yet...")

time.sleep(0.2)

OBaj nporpam MmMa 6eckoHauyHy net/by, Aa 6ucmo ra npekuHyau, nputucHute Ctrl+C. U3nas osor
nporpama he usrneaaTv oBako:

1322106392.2, 1322106392.2, 0.0 Not yet...
1322106392.2, 1322106392.42, 0.219000101089 Not yet...
1322106392.2, 1322106392.65, 0.449000120163 Not yet...
1322106392.2, 1322106392.88, 0.680999994278 Not yet...
1322106392.2, 1322106393.11, 0.910000085831 Not yet...
1322106392.2, 1322106393.34, 1.1400001049 Not yet...
1322106392.2, 1322106393.57, 1.3710000515 Not yet...
1322106392.2, 1322106393.83, 1.6360001564 Not yet...
1322106392.2, 1322106394.05, 1.85199999809 Not yet...




1322106392.2, 1322106394.28, 2.08000016212 Not yet...
1322106392.2, 1322106394.51, 2.30900001526 Not yet...
1322106392.2, 1322106394.74, 2.54100012779 Not yet...
1322106392.2, 1322106394.97, 2.76999998093 Not yet...
1322106392.2, 1322106395.2, 2.99800014496 Not yet...
1322106392.2, 1322106395.42, 3.22699999809 Not yet...
1322106392.2, 1322106395.65, 3.45600008965 Not yet...
1322106392.2, 1322106395.89, 3.69200015068 Not yet...
1322106392.2, 1322106396.12, 3.92100000381 Not yet...
1322106392.2, 1322106396.35, 4.14899992943 PASSED WAIT TIME!
1322106392.2, 1322106396.58, 4.3789999485 PASSED WAIT TIME!
1322106392.2, 1322106396.81, 4.60700011253 PASSED WAIT TIME!
1322106392.2, 1322106397.04, 4.83700013161 PASSED WAIT TIME!
1322106392.2, 1322106397.26, 5.06500005722 PASSED WAIT TIME!
Traceback (most recent call last):

File "C:\timetest.py", line 13, in

time.sleep(0.2)

KeyboardInterrupt

MpBu 6poj NnpuKasyje BpegHocT time.time() Kaga je nporpam no4yeo(oBo ce HUKag He mersa). Apyru
6poj je nocnegra BpaheHa BpegHocT time.time() (oBa BpeaHOCT ce 06HaB/ba 3a CBAaKO NMOHAB/bakbe
net/be). A Tpehu 6poj je cagawre Bpeme MUHYC NodYeTHo Bpeme. Tpehu 6poj nokasyje 6poj cekyHA U
KOju je npoluao oTKako je begin = time.time() AMHKWja Koga nsBpLUeHa.

AKo je 6poj cekyHau Behu og 4, nporpam he mcnucmeatu ,,PASSED WAIT TIME” ymecto ,Not yet”.
OBaKo Hal Nporpam MoXKe 4a 3Ha KOJIMKO je BpemeHa NpoLwsio 0 U3BpLUaBakba HEKe IMHUje Koaa.

Y Hawem nporpamy , TeTpoMnHO", n3pas time.time() — lastMoveSidewaysTime 6uhe npouereH Ha
6poj ceKyHAM Kaaa je nocneptu nyT nspas lastMoveSidewaysTime nocTaB/beH Ha cafalltbe BPeEME.
AKo je oBa BpeaHocT Beha on BpegHoctn MOVESIDEWAYSFREQ oHAa nporpam 3Ha ga Tpeba ga
nomepwu nagajyhu aeo 3a jegHo mecto.

272 if movingDown and time.time() - lastMoveDownTime > MOVEDOWNFREQ and
isValidPosition(board, fallingPiece, adjY=1):

273 fallingPiece['y'] +=1

274 lastMoveDownTime = time.time()

OBaj Aeo Kopa je cnnyaH Kao MpoLwau Aeo Koga CcaMo LWTO roBOpWM O KpeTawy nagajyher gena
Hagone.



Jlo3BosIMTH Aey Ja ,,caMOCTaJIHO" maja

276 # let the piece fall if it is time to fall

277 if time.time() - lastFallTime > fallFreq:

278 # see if the piece has landed

279 if not isValidPosition(board, fallingPiece, adjY=1):
280 # falling piece has landed, set it on the board
281 addToBoard(board, fallingPiece)

282 score += removeCompletelines(board)

283 level, fallFreq = calculateLevelAndFallFreq(score)
284 fallingPiece = None

285 else:

286 # piece did not land, just move the piece down
287 fallingPiece['y'] +=1

288 lastFallTime = time.time()

Bp3nHa gena Koju ce camoctanHo Kpehe pone(naga) npatv npomeHsbmsa lastFallTime. Ako je
NpoLIO LOBO/bHO BpeMeHa 0Z Kako ce nagajyhu feo nomepuo jeaHo mecto oBaj Aeo Koga he ce
noTpyaut fa ce nagajyhv neo nomepu 3a jefHo mMmecro.

AKo je uspas izraz if not isValidPosition(board, fallingPiece, adjY=1): TauaH(True) oHga ce aeo
npusemsbmo. PyHkuunja addToBoard() Ham omoryhyje ga ce 6yayhu genosu mory npusemsbMTU Ha
npeTxoaHe npusemsbeHe genoBe Aok removeCompletelines() cnyxu ga msbpuwe pepn Koju je
nonyrEeH W CNYCTU CBe pefoBe M3HAZ 3a jeaHO mecTo. PyHKuMja removeCompletelines() Bpaha ueo
6poj y 3aBMCHOCTM KOJIMKO je peaoBa n3bpucaHo 1 Taj 6poj ce goaaje Ha yKynaH pesynTar.

MowTo ce pe3ynTaT MoX4a npomeHno, nosnsamo ¢yHKuUMjy calculateLevelAndFallFreq() Koja cnysu
3a aXKypupatbe TPEHYTHOr HMBOA M yyecTanocTu nagajyher gena. 3a Kpaj, npomeHsbunsoj fallingPiece
foaerpyjemo BpegHoct None ga 61 nokasanm ga cnegehu geo noctaje nagajyhu aeo ook cnegehu
Aeo Tpeba aa ce HacymnyHo n3abepe.

AKo ce geo Huje npusem/bMo oHAa BpeaHocT Y nosehaBamo 3a 1(nomepa 3a jeHO MecTo HaHMXKe) U
npomeHsbMBoj lastFallTime goaesbyjemo cagalltse Bpeme.



HpTal-be CBHUX [€/I0BA HA €KPAHY

290 # drawing everything on the screen
291 DISPLAYSUREF.fil(BGCOLOR)

292 drawBoard(board)

293 drawStatus(score, level)

294 drawNextPiece(nextPiece)

295 if fallingPiece != None:

296 drawPiece(fallingPiece)

297

298 pygame.display.update()

299 FPSCLOCK.tick(FPS)

Capa Kaja je net/ba urpuue pewnna cee gorahaje U cBa aypuparba, caga Tpeba Aa vcupTa cse
AeNnoBe Ha Halem ekpaHy. BehuHy upTtatba he pewnTtn gpyre ¢pyHKUMje Tako ga netsba Tpeba camo
Aa ux nosose. PyHKumja pygame.display.update() cnyxu ga ce urpuua nojasu Ha NOBPLUMHKU eKpaHa
a tick() cny»xu ga nrpmua He nge npebpso.

dynknvja makeTextObjs() koja je npeuria 3a nMcame TEKCTA

302def makeTextObjs(text, font, color):

303 surf = font.render(text, True, color)

304 return surf, surf.get_rect()

dyHKuMja makeTextObjs() Ham cay*Km Kao npeumua. C 063Mpom Ha TekcT, PoHT M 6ojy oHa nosmBea
render() u Bpaha Ham noBpwuHy (surf) m npaBoyraoHuk(rect) 3a Haw Tekct. OBO Ham camo
omoryhaBa fla He KyLamo CBakM NyT Kag Ham Tpeba nospLUMHa U NPaBOYyraoHMUK.

PyHKIMja 3a IpeKUame

307def terminate():
308 pygame.quit()
309 sys.exit()

dyHKUMja terminate() GyHKLUMOHMLLIE Kao M Y OCTAIMM NPOrpaMmmnma.



dynknuja checkForKeyPress() koja 4yeka Ja ce npUTUCHE JyrMe

312def checkForKeyPress():

313 # Go through event queue looking for a KEYUP event.

314 # Grab KEYDOWN events to remove them from the event queue.
315 checkForQuit()

316

317 for eventin pygame.event.get([KEYDOWN, KEYUP]):

318 if event.type == KEYDOWN:

319 continue

320 return event.key

321 return None

dyHKumja checkForKeyPress() dyHKuMoHMWe Tako WTo no3usa PpyHKUMjy checkForQuit() Koja
obpahyje aa am nma Hekux ,,QUIT” porahaja n 3aTBapa mx ako noctoje. KEYDOWN npegacrtaB/ba
porahaj kaga je urpay nputucHyo gyrme goKk KEYUP npeacraB/ba Kaga Urpay CKJAOHWU PYKy ca
ayrmeta. ®yHKuuja Bpaha BpegHoct None camo ako He noctoju KEYUP gorahaja.

dynkinyja showTextScreen() 3a ucncuBame TEKCTAa HA eKPaHy

324def showTextScreen(text):

325 # This function displays large text in the

326 # center of the screen until a key is pressed.

327 # Draw the text drop shadow

328 titleSurf, titleRect = makeTextObjs(text, BIGFONT, TEXTSHADOWCOLOR)

329 titleRect.center = (int(WINDOWWIDTH / 2), int(WINDOWHEIGHT / 2))

330 DISPLAYSURF.blit(titleSurf, titleRect)

331

332 # Draw the text

333 titleSurf, titleRect = makeTextObjs(text, BIGFONT, TEXTCOLOR)

334 titleRect.center = (int(WINDOWW!IDTH / 2) - 3, int(WINDOWHEIGHT / 2) - 3)

335 DISPLAYSURF.blit(titleSurf, titleRect)

336

337 # Draw the additional "Press a key to play." text.

338 pressKeySurf, pressKeyRect = makeTextObjs('Press a key to play.', BASICFONT, TEXTCOLOR)
339 pressKeyRect.center = (int(WINDOWWIDTH / 2), int(WINDOWHEIGHT / 2) + 100)

340 DISPLAYSURF.blit(pressKeySurf, pressKeyRect)




YmecTo ga HanpasBumo age pasnnymte GyHKLMje 3a MOYETHM eKPaAH M 3a Kpaj urpe, Hanpasuhemo
jeaHy onwTy GyHKUMjy noa Hasusom showTextScreen().®yHKuuja showTextScreen() he HanucaTtu
TEKCT KOju Mn Hanuuwemo. OyHKumja he ucnucatu Ha ekpaH ,,Press a key to play“(nputucHu ayrme aa
61 nrpao).

MpBK nacyc ucnucyje TekcT TamHe 60oje, AOK 4PYIM NACyC UCNUCYje UCTU Taj TEKCT camo 3 NUKcena
yneBo 1 3 nukcena Ka rope. OBako gobujamo ,, Drop shadow” edekaT Koju gaje 60/b1 U3rnen TeKCTy.
MokeTe ga BuauTe pasnnKy TakKo LWTO NPBU MNaCyC CTaBUTE Kao KOmeHTap. PyHKuMja
showTextScreen() Ham cnyKu 3a NOYETHY C/IMKY UTPULLE, 33 KPajiby CIMKY UIPULLE U 3a Nay3upaH 4eo
urpunue (Koju hemo objacHuUTH KacHuje).

342 while checkForKeyPress() == None:
343 pygame.display.update()
344  FPSCLOCK.tick()

*enmmo aa TEKCT CTOju Ha eKpaHy AOK Urpad He npuTucHe gyrme. OBa mana net/ba he HenpekuaHo
nosmeaTu oyHKumje pygame.display.update() n FPSCLOCK.tick() aok dyHkumja uxeuxkPopKeyMpecc()
He BpaTW BPeAHOCT Koja Huje None. OBO ce gecu Kaga urpay npuTucHe gyrme.

dynkyuja checkForQuit()
347def checkForQuit():

348 for event in pygame.event.get(QUIT): # get all the QUIT events
349 terminate() # terminate if any QUIT events are present

350 for eventin pygame.event.get(KEYUP): # get all the KEYUP events
351 if event.key == K_ESCAPE:

352 terminate() # terminate if the KEYUP event was for the Esc key

353 pygame.event.post(event) # put the other KEYUP event objects back

dyHKumja checkForQuit() pewasa 6mno Koju gorahaj koju xohe ga obyctasu pag nporpama. OBo ce
Aeluasa ako noctoju ,,QUIT” porahaja Koju cy y peay gorahaja unum ako je HeKo nogmrao npct ca Esc
ayrme. Urpad tpeba 61Tt y moryhHocTK ga 61no Kag nputucHe Esc gyrme aa npekuHe urpy.

dynkuuja calculateLevelAndFallFreq()

356def calculateLevelAndFallFreq(score):

357 # Based on the score, return the level the player is on and
358 # how many seconds pass until a falling piece falls one space.
359 level =int(score/10)+1

360 fallFreq=0.27 - (level * 0.02)

361 return level, fallFreq




CBaKku NyT Kaga urpay nonyHW AnHKWjy Aobuja jeaaH noeH. HakoH cakynsbeHux 10 noeHa urpad
npenasu Ha BULWIN HUBO M Naaajyhun genosu noctajy 6pxu. OBa pyHKUMja Ham cayhu 3a
n3payyHaBarbe HMBOA U PppeKBeHLMje Nagajyher aena 3a cBaku npeheHn HMBO.

MpomeHsbmBa level(HMBO) je MHT jep cBakM 6poj nogesbeH ca 10 Koju MMa ocTaTak buhe 3a0Kpyr/beH
Ha marby umdpy. AKo je npomeHsbmBa cuope namehy O M 9 oHga he osaj n3pas 6mtn 0 M nayc 1 aaje
npsu level(HMBO) cBe AOK NpomeHs/bMBa cuope He npehe 10. Aa 6ucte cxsatuam nornegajte cnegehu

rpadumk:

Hueo = int{pesynTar /10) +1

1 3 5 7 9 11 13 15 17 19 21 23 25 27 29 31 33
pesynTart

[a 6ucte nspadyyHanu 6p3nHy nagarba aena, ysehemo npumep aa je 6psmHa 0,27 cekyHAU(CBaKUX
0,27 peo ce nomepu 3a jeaHo mecTo Ha aone). OHga Huso(level) nomHoxXMMo ca 0,02 1 oayamemo
04 0,27. AKo je HMBO NpBM oHAa bp3unHy gobujamo 0,27-(1*0,02), 3a apyrn HmMBeo 0,27-(2*0,02) 1 Tako
pasbe. 3a cBaku HMBO aeo he nagati 3a 0,02 cekyHae bp:Ke.

lpaduK Koju npuKasyje 6P3MHY 3a CBaKM HUBO:

bpamHa =0.27 - (HuBO * 0.02)
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Buanmo ga je 6p3nHa 3a 14. HMBO HeraTMBHa, ako je FPS noctae/beH Ha 25 To 3Hauyu ga he Haw
nagajyhu geo 3a jegHy cekyHAy nactu 25 mecta a Hawa Tabna nma 20 mecta y BUcKMHY. [a 6ucre
nsbernnm oo moxkete npomeHsbmsy fallFreq mspasutu osako 0,27-(score*0,01) Tj. Aa ce 6p3uHa
nosehaa Ayn/io Mare Hero NPOLAN NyT.



6pamna =0.27 - (HMeo *0.01)
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Buanmo pga 6u y oBom cnydajy 14. HUBO 6MO TerKaK Kao NpBOOUTHKU 7. HMBO. UrpuLy meramo Aa
byLe Texka UK NaKlwa MerbaktbeM jeaHaumHa y dyHKumju calculateLevelAndFallFreq().

dynknyja getNewPiece() 3a npaB/bew€ HOBUX /l€JI0Ba

363def getNewPiece():

364 #return a random new piece in a random rotation and color
365 shape = random.choice(list(PIECES.keys()))

366 newPiece = {'shape': shape,

367 'rotation': random.randint(0, len(PIECES[shape]) - 1),
368 'X": int(BOARDWIDTH / 2) - int(TEMPLATEWIDTH / 2),
369 'y': -2, # start it above the board (i.e. less than 0)

370 'color': random.randint(0, len(COLORS)-1)}

371 return newPiece

dyHKuMja getNewPiece() npaBu HacymuyHe genose Koje No3nunoHMpa Ha Bpxy Tabne. Mpso
HAaCyMWYHO BMpamo 06/MK fena TaKo LWTO NO30BEMO JIUCTY ca CBUM moryhum obanumma. OyHKumja
random.choice() 6upa HacymnyHo jeaaH o6auK. Taj 06AMK NocTaje HOBU A€0, NPU YEMY je HOBM
neo(newPiece) y 061Ky peyHuKa. ,rotation” nokasyje y Kom o6aunky potaumje he 6utn Haw geo. ,x“
HaM C/y*KM Aa Halw Aeo byae NocTaB/beH Ha CpeanHM 40K,y Ham Kaxe aa he 6utu Ha Bpxy Tabne.
,color” Ham gaje HacymnuHy 60jy Hawem nagajyhem ageny.

JloaaBame Aesia Ha Ta61y

374def addToBoard(board, piece):

375 #fill in the board based on piece's location, shape, and rotation
376 for x in range(TEMPLATEWIDTH):

377 for y in range(TEMPLATEHEIGHT):

378 if PIECES[piece['shape']][piece['rotation']][y][x] != BLANK:
379 board[x + piece['x']][y + piece['y']] = piece['color']




CTpyKTypa nogaTaka Tabsie npencraB/ba NPUKA3 Nofataka Ha NpocTopy 06/1MKa NpPaBoOyraoHUKa rae
ce Hasnase Ae/IoBU KOjU Cy MPeTxogHO Npusem/beHu. [Jeo Koju TPeHYTHO Maga Huje O3HayeH Ha
Tabnan. dyHkumja addToBoard() ysuma nopmaTke M noctaB/ba MX Ha Tabny Kaga ce npusem/bu
(obenexu kBagpaTe Koje 3ay3mMma 4e0).

For net/ba nponasu Kpo3 CBakW MpasaH NpPOCTOp CTPYKType nodaTaka Aena M ako Hahe nosbe y
npocTopy Aogaje ra Ha Tabaw.

Kpeupame HOBe CTPYKType nojataka Tabjie

382def getBlankBoard():

383 # create and return a new blank board data structure
384 board =]

385 foriinrange(BOARDWIDTH):

386 board.append([BLANK] * BOARDHEIGHT)

387 return board

CTpyKTypa nojaTtaka Koja ce KOpPWUCTM 3a Tabay je jeaHOCTaBHa: TO je IMCTA IMCTU ca BPeAHOCTUMA.
AKo je BpegHoOCT jeaHaka BpegHocTn BLANK oHAga je To npasHo nosbe. AKo je BpegHOCT ueo 6poj
OHAa TO npencTas/ba KBagpat. bpoj 0 je nnaBa 60ja, 6poj 1 3eneHa, 6poj 2 je upseHa, bpoje 4 je
KyTa.

dynknuje isOnBoard() u isValidPosition()
390def isOnBoard(x, y):

391 return x >=0and x < BOARDWIDTH and y < BOARDHEIGHT

dyHKuMja isOnBoard() cnyku ga nposepasa 4a M AaTa KOOpAWHATA oaroBapa Tabau. [a nu je xy
KOOpAMHaTa y pacnoHy og 0 Ao BUcKHe Tabne u ako jecte Bpaha True(TayHo).

394def isValidPosition(board, piece, adjX=0, adjY=0):

395 # Return True if the piece is within the board and not colliding
396 for x in range(TEMPLATEWIDTH):

397 for y in range(TEMPLATEHEIGHT):

398 isAboveBoard =y + piece['y'] + adjY < 0

399 if isAboveBoard or PIECES[piece['shape']][piece['rotation']][y][x] == BLANK:
400 continue

401 if not isOnBoard(x + piece['x'] + adjX, y + piece['y'] + adjY):

402 return False

403 if board[x + piece['x'] + adjX][y + piece['y'] + adjY] |= BLANK:

404 return False

405 return True




dyHKumju isValidPosition() je gaTa cTpyKTypa nogaTtaka Tabne u CTpyKTypa nogaTtaka gena, u spaha
BpeaHocT True ako CBM KBaApaTu y Aeny Ha Tabsim 1 He NoKaanajy ce ca 6Mao Kojum KBagpaTom Ha
Taban. OBO ce paau Tako WTO ce y3umajy XY KoopauHaTe (Koju je npeactas/beH nomohy KBagpaTa
5x5) n popaBarbem KOOpAMHATE YHYTAp CTPYKTYpPe noaaTtaka aena. EBo nap npumepa Koju noKasyjy:

0123456789 0123456789
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14
15
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Tabna ca nagajyhimm Tabna ca nagajyhimm
Aenom y samehem AEeN0oM Y Hegamehem
nonoxajy nonoxajy

Ha neBoj Tabnn geo Koju naga (ropkbyM nesu yrao) Mma KoopguHate (2,3) Ha Tabaun. Anu KBagpatu
YHYTap KoopAuHaTHOr cucTeMa nagajyher gena umajy csoje KoopanHaTe. [la 61 0BM AeN0BM HaLLAK
KoopauHate ,Tabne”, camo Tpeba ga gogamo KoopguHaTe ,Tabne” nesor nagajyher gena n geo
KoopAauHaTe KBagpara.

Ha neBoj Tabnu, kKBagpatv nagajyher gena umajy KoopaunHare:

(2,2), (3,2), (1,3), (2,3)

Kaga pogamo koopauHate (2,3) oBUM KoOpAMHaTama Aoburjamo:
(2+2,2+43), (3+2,2+3), (1+2,3+3), (2+2,3+3)

HakoH nogaBama KoopauHaTte (2,3) KBaapaTn MMajy AaTe KOopAuHaTe:
(4,5), (5,5), (3,6), (4,6)

Caga MoXemo Aa OTKpujemo KeagpaTte nagajyhux aenosa KoopAanHaTa Tabne, MOXemMo Aa BUAUMO
[a N1 ce oHe MoKAanajy ca NpM3em/beHUM AeNoBMMa Ha Tabaun. YribeaeHa net/ba NPosiasu Kpos
cBaky moryhy KoopAnHaTy Koja je Ha NpuU3emM/beHOM aeny.

*enumo ga nposepumo Aa nuv je nagajyhu geo uck/bydeH ca Tabne wam ce nokaana ca 4e/IOM Ha
Taban. NMpomeHsbuea isAboveBoard nma BpegHocT Tpye ako okBup nagajyher gena uma KoopguHate
X KOja ce NoKnana v y Tako Aa je nsHag tabne. Y cynpotHom je False.

Mckas IF nposepaBa 4a /M je NpocTop Aena u3Hag tabne uau je npasaH. Ako je 61Mno Koja BpegHocT
TayHa(True) M Nporpam HacTaB/ba ca PagoMm.



Opyrn IF nckas nposepasa Aa v je okeup nagajyher gena noumnpaH Ha 1abaun. Tpehu IF nposepasa
Aa N HWje yHyTap npoctopa Tabne noumpaH npasaH okBMp nagajyher aena. AKo je HEKM o4, OBUX
MCKa3a TayaH Hawa ¢pyHKuMja Bpaha BpegHocT Tpye.

AKo Kog npohe Kpo3 yribexaeHy netsby FOR un He Bpaha BpeaHoctn False oHaa je no3uumja gena
Baxkeha u ¢pyHKumja Bpaha BpeagHocT True.

[IpoBepa u Gpucame peJa aKo je NonymeH
407def isCompleteline(board, y):

408 # Return True if the line filled with boxes with no gaps.
409 for x in range(BOARDWIDTH):

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

411 return False

412 return True

dyHKumja isCompleteline npoBepa pes Ha OCHOBY Yy KoopauHaTe. Pes, Kaxkemo Aa je nonyweH ako
Hema npasHor KBagpaTa. [let/ba FOR nponasm Kpo3 cBakM KBagpaT y peny. AKO NOCTOjuU KBagpaT y
peay Koju je npasaH oHAa ¢yHKuMja Bpaha False BpegHocT.

415def removeCompletelines(board):

416 # Remove any completed lines on the board, move everything above them down, and return
the number of complete lines.

417 numlinesRemoved =0
418 y=BOARDHEIGHT - 1 # start y at the bottom of the board
419 whiley>=0:

dyHKumja removeCompletelines() Tparku nonyreHn peg, bpulue ra 1 cnylwTa cBe KBagpaTe 3a jeaHo
MEeCTO Koju cy M3Hag Tor pega. ®yHKumja he BpaTUTK BpeaHOCT Koja NpencTaB/ba KOJIMKO je peaa
YKNoeHo 1 gogahe Ty BpegHoCT Ha pesyaTaT(Score).

OBo ¢pyHKumMoHuwe 360r net/be While Koja npoBepa KoopauHaty y Koja Kpehe og BOARDHEIGHT-1
(omy3vmamo 1 360r Bpxa) U pagm cBe AOK Y HE MOCTaHe HeraTMBaH Leo 6poj.




420 if isCompleteline(board, y):

421 # Remove the line and pull boxes down by one line.
422 for pullDownY in range(y, O, -1):

423 for x in range(BOARDWIDTH):

424 board[x][pullDownY] = board[x][pullDownY-1]
425 # Set very top line to blank.

426 for x in range(BOARDWIDTH):

427 board[x][0] = BLANK

428 numLinesRemoved +=1

429 # Note on the next iteration of the loop, y is the same.
430 # This is so that if the line that was pulled down is also
431 # complete, it will be removed.

432 else:

433 y -= 1 # move on to check next row up

434 return numLinesRemoved

dyHKumja isCompleteline() Bpaha BpeaHocT True 3a AaTy BPeAHOCT y aKo je pea nonyweH. Y cayyajy
Aa nporpam Tpeba Aa Konvpa BpeLHOCTU 3a CBaKM pes, Koju je u3Haa obpucaHor pesa.

Mornepajmo cnepehu npumep. a 6ucmo cavysanun npoctop nokasahemo camo NpBMX NeT pesosa ca
Bpxa. Pea 3 je nonyreH na ce 6puile M NoBNayYn cBe KBagpaTe Koju Cy M3Hag 3a jegHo mecto. Tabna
[eCHO NoKasyje Kako he nsrnefaTn HaKoOH NOMepakba:

0123456789 0123456789

MoBnayere Hafo/e NpeacTaB/ba KOMMpakwe BPEAHOCTU pefoBa W3Hag M npebauyje ux Ka gone.
HakoH Konupatba peg 2 Ha pea 3, pea 1 ce npebauyje Ha pea 2 n pea 0 ce npebauyje Ha peg, 1:

0123456789 0123456789
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Pen O Hema pef, M3Hag Aa Konupa Ha cebe. Peg O u He Tpeba To, AOBO/BHO je Aa ueo peq byae
npasaH. HakoH Tora Tabna he HanpaBUTM NPOMEHY Kao LITO je Ha CAMUM UCnoA;
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HpeﬁaunBaH)e Ca KOOpAUHATA TabJie Ha KOOpAHUHATE NMUKCEJI

437def convertToPixelCoords(boxx, boxy):
438 # Convert the given xy coordinates of the board to xy
439 # coordinates of the location on the screen.

440 return (XMARGIN + (boxx * BOXSIZE)), (TOPMARGIN + (boxy * BOXSIZE))

OBa ¢yHKuMja Ham omoryhaBa ga npaTMMo KoopauHate Tabne Ha KoopauHate nukcen. WUcto
byHKUMOHMLWe Kao u npebaLumBatbe y NPeTX0AHMM NOrias/buMa.

IIprame KBaJpaTa Ha TaGJIU U HETJle Ha eKpaHy

443def drawBox(boxx, boxy, color, pixelx=None, pixely=None):
444  # draw a single box (each tetromino piece has four boxes)
445 # at xy coordinates on the board. Or, if pixelx & pixely
446 # are specified, draw to the pixel coordinates stored in
447 # pixelx & pixely (this is used for the "Next" piece).

448 if color == BLANK:

449 return

450 if pixelx == None and pixely == None:

451 pixelx, pixely = convertToPixelCoords(boxx, boxy)

452 pygame.draw.rect(DISPLAYSURF, COLORS[color], (pixelx + 1, pixely + 1, BOXSIZE - 1, BOXSIZE -
1))

453 pygame.draw.rect(DISPLAYSURF, LIGHTCOLORS[color], (pixelx + 1, pixely + 1, BOXSIZE - 4,
BOXSIZE - 4))

dyHKuMja drawBox() cnyku 3a upTatbe KBagpaTa Ha Tabau. PyHKUMjU Aajemo napameTpe boxx u
boxy KoopauHaTe Tabne rae Tpeba 6UTKM HaupTaH KBagpaT. MehyTum ako cy napameTpu pixelx n
pixely HaBegeHe(ogpeheHe) oHaa he oHe HagjayaTn napameTpe boxx u boxy. pixelx u pixely cny:<e 3a
upTakbe oKkBUpa cnegeher gena Koju Huje Ha Tabau.

Ako napameTpu pixelx u pixely Hucy noctas/be Taga he wuxoBa BpeaHocT 6uTH None jep Tako paau
dyHKUMja Kag ce nokpeHe. ®yHKuUMja convertToPixelCoords() he ogpeantn BpegHoctu pixelx u pixely
Ha oHcoBy BpegHocT boxx 1 boxy.

Koa Hehe nonyHuTM uenun npoctop 6ojom. pygame.draw.rect() Ham omoryhaea ga »mamo nuHuje
nsmehy KBagpara.




IipTame 10 eKpaHy
456def drawBoard(board):

457 # draw the border around the board

458 pygame.draw.rect(DISPLAYSURF, BORDERCOLOR, (XMARGIN - 3, TOPMARGIN - 7,
(BOARDWIDTH * BOXSIZE) + 8, (BOARDHEIGHT * BOXSIZE) + 8), 5)

459
460 # fill the background of the board

461 pygame.draw.rect(DISPLAYSURF, BGCOLOR, (XMARGIN, TOPMARGIN, BOXSIZE *
BOARDWIDTH, BOXSIZE * BOARDHEIGHT))

462 # draw the individual boxes on the board
463 for x in range(BOARDWIDTH):

464 fory in range(BOARDHEIGHT):

465 drawBox(x, y, board[x][y])

dyHKumja The drawBoard() cayxu 3a upTatbe MBULe Tabne 1 KBagpaTta yHyTap Tabne. MpBo ce upTa
mBmua Tabne Ha DISPLAYSURF, na ce 60ju nosaauHa Tabne. dyHkumja drawBox() Ham cayku 3a
LpTarbe KBagpaTa yHyTap Tabne.

IIucame pesysTaTa 1 HUBOA

468def drawStatus(score, level):

469 # draw the score text

470 scoreSurf = BASICFONT.render('Score: %s' % score, True, TEXTCOLOR)
471 scoreRect = scoreSurf.get_rect()

472 scoreRect.topleft = (WINDOWWIDTH - 150, 20)

473 DISPLAYSURF.blit(scoreSurf, scoreRect)

474

475 # draw the level text

476 levelSurf = BASICFONT.render('Level: %s' % level, True, TEXTCOLOR)
477 levelRect = levelSurf.get_rect()

478 levelRect.topleft = (WINDOWWIDTH - 150, 50)

479 DISPLAYSURF.blit(levelSurf, levelRect)

dyHKumja drawStatus()cny»Ku 3a NnpeacTaB/batbe pesynTata U HUBOA Y TOPHEM AECHOM YIY.



HpTa}be A€JIOBA 10 €EKPAaHY

482def drawPiece(piece, pixelx=None, pixely=None):

483 shapeToDraw = PIECES[piece['shape']][piece['rotation']]

484 if pixelx == None and pixely == None:

485 #if pixelx & pixely hasn't been specified, use the location stored in the piece data structure
486 pixelx, pixely = convertToPixelCoords(piece['x'], piece['y'])

487

488 # draw each of the boxes that make up the piece

489 for x in range(TEMPLATEWIDTH):

490 foryin range(TEMPLATEHEIGHT):

491 if shapeToDraw([y][x] != BLANK:

492 drawBox(None, None, piece['color'], pixelx + (x * BOXSIZE), pixely + (y * BOXSIZE))

dyHKumja drawPiece()upTa oKBMpe AenoBa Npema CTPYKTYpU nofaTaka Koja um je npocneheHa. OBa
byHKUMja Ham cnyku 33 upTarbe nagajyher gena u 3a uptarbe cnegeher nagajyher gena. MNowTo
CTPYKTypa NnojaTtaka o Aeny caapu cee nHbopmaumje o 06auky, nosmumje, potaumje n 6oje, HUWTa
APYro ocMm CTPYKType nofaTtaka o aeny He Tpeba ga npocneamn GyHKLMjN.

Mehytum cnepgehun geo Huje HaupTaH Ha Tabau. Y OBOM caydyajy, MrHopuwemo MHpopmaumje o
NnosioXKajy yHyTap CTPYKType nogaTaka o Aeny u ymecto Tora ¢yHKuuja drawPiece()npocnehyje
aprymeHTe 3a napameTpe pixelx i pixelykako 6u ogpeamnu rae Ta4yHo Aa ce HaupTajy AeN0BW.

MeT/be FOR Ham cayke 3a upTakbe KBagpatvha Ha HaWKnM AenoBuMa Koje Tpeba HaupTaTty.

Lprame caegeher gena

495def drawNextPiece(piece):

496 # draw the "next" text

497 nextSurf = BASICFONT.render('Next:', True, TEXTCOLOR)
498 nextRect = nextSurf.get_rect()

499 nextRect.topleft = (WINDOWWIDTH - 120, 80)

500 DISPLAYSURF.blit(nextSurf, nextRect)

501 # draw the "next" piece

502 drawPiece(piece, pixelx=WINDOWWIDTH-120, pixely=100)

503

504

505if __name__=='_main__"
506 main()

dyHKumja drawNextPiece()upTa cnegehm geo Koju ce Hanasu y ropkwem gecHom yray. Lptamo ca
dyHKuMjom drawPiece()Kojoj npocnehyjemo aprymeHTe nuuenty v nuueny.



OBo je nocneama ¢yHKUMja. Mocnearn nacyc Ham CAYXKM @ HaKOH LWTO cy cBe PyHKUUje U3BLLIEHE
oHza dyHKuMja main() nokpehe rnasHM Nporpam urpuue.

Pe3ume

TeTPoOMUMHO je urpmua y Kojoj 6,10koBM Nagajy ca Bpxa Tabne u urpay nx nomepa v poTupa Tako ga
nonyHu ped. Pen Hectaje u cBe 610KOBM Nagajy Koju cy usHaa. Urpa ce 3aBplaBa Kaga 6/10K0oBU
nonyHe cpeavHy A0 Bpxa.

OpUrMHaNHy Urpuuy Hamnpasuo je 4YoBeK No umeHy ,Anekc MajutHos” n3 CosjeTckor caBesa 1984
roauHe. Urpuua je 3abasHa, jegHocTaBHa M 3apas3Ha. Urpuua je jeaHa of, HajmonynapHUjuUX Urpuua
MKaga npogaHa y 100 muamnoHa npnumepaKka v Mma A40CTa CBOjMUX Bep3uja.

M cBe To je HanpaBuna jeaHa ocoba Koja 3Ha Aa nporpamumpa.

AKO MMmaTe uaeja U HEKO OCHOBHO 3Hakbe Mporpamuparba MOXKeTe Aa HanpaBuTe HEeBepoBaTHO
3abaBHy urpuuy. Ca mano Bexbe MoxeTe Balle uaeje 3a Urpuue Aa NpeTsopuTe y nNpase nporpame
KOjX MOry NOCTaTV NO3HATK Kao 1, TeTpuc”.

3a Bexbarbe Nporpamuparba uauTe Ha AnHK http://invpy.com/buggy/tetromino

MocToju pocta Bapujauuja urpuue TeTpomnHo. Heke op wux cy ,Pentamino” rge cy moaenu
cacTaB/beHM of 5 KBagpata. MocToju n , Tetromino for idiots” rge cy cBM mogenn HanpaB/beHU Of
jegHor KBagpara.

OsBe Bapujauuje moxKeTe CKMHYTM Ha IMHKOBeE:

e http://invpy.com/pentomino.py
e http://invpy.com/tetrominoforidiots.py
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