LipTarbe npaBuaHMX obarka y3 nomoh
neT/by

MHoru upTexu cy TakBu y Kojuma ce ogpeheHn obanum noHaes/bajy Mo HEKOM YTBPHEeHOM npuHLMNy.
TakBw nporpamu ce peannsyjy y3 nomoh netbu. Y oBoMm geny hemo ce ynosHaTtv ca TUM Ha4MHOM

LpTamsa.

KOHLUEHTPUUHM KpYyrosu

Hanvwwn nporpam Koju upTa KOHLEHTPUYHE KPYrOoBe YMjU je LieHTap Y LLIeHTPY eKpaHa, @ NoaynpeYvyHuLm
cy pegom 10, 20, ..., 100 nukcena. CBaku Kpyr HaLpTaTh LpPBEHOM JNHWjOM Aeb/bMHOM 5 nukcena.

LieHTap npo3opa ce jeHOCTaBHO M3padyHaBa Tako Ja My je KOOpAMHaTa X Ha Mosa WMpPUHE, a
KOOpAWHaTa y Ha nosa BMCUHe Npo3opa (0bpaTh Naxkkwy Ha TO Ja ce KO KpyroBa Mopajy KOPUCTUTK Liean
6pojeBun, Nna ctora Mopamo ynotTpebutn LenobpojHo aesbere). HakoH Tora, moxemo Hasectn 10 Hapeabu

3a LpTarbe Kpyrosa.

2 # bojimo pozadinu prozora u belu

* prozor.fill(pg.Color("white"))

4+ # centar kruga je u centru prozora

° centar = (sirina // 2, visina // 2)

> pg.draw.circle(prozor, pg.Color("red"), centar, 18, 5)
pg.draw.circle(prozor, pg.Color("red"), centar, 20, 5)
° pg.draw.circle(prozor, pg.Color("red"), centar, 30, 5)
° pg.draw.circle(prozor, pg.Color("red"), centar, 40, 5)
1% pg.draw.circle(prozor, pg.Color("red"), centar, 50, 5)
11 pg.draw.circle(prozor, pg.Color("red"), centar, 60, 5)
12 pg.draw.circle(prozor, pg.Color("red"), centar, 70, 5)
13 pg.draw.circle(prozor, pg.Color("red"), centar, 80, 5)
14 pg.draw.circle(prozor, pg.Color("red"), centar, 90, 5)

15 pg.draw.circle(prozor, pg.Color("red"), centar, 160, 5)



MNpeTxoAHO pellere NMa MNyHO MaHa. 3a NoYeTak, TELKO je OTKyL.aTh oBOANKN Bpoj Hapeabu. [lame, ako
6ucmo ce NPesOMUCANAN N NPOMEHUAN BPOj KPYroBa MW BEAUYMHE MOAYNPEYHMKa, NporpamM 6u
3axTeBao J0CTa KOMMANKOBaHe n3MeHe. 3agatak ce MHOro 6osbe 1 jeiHOCTaBHWje peluaBa Kaja ce
npUMeTH Aa ce NoAynpeYHuLN Kpyroea pesomM mewajy og 10 go 100 ca kopakom 10 (10, 20, 30, ..., 90,
100) n kKaga ce noaceTumo ga y MNajToHy TakBO Habpajatbe MOXe OCTBAPUTL NET/LOM:

for i in range(pocetak, kraj, korak):

[TomTo mecHu Kpaj HUje YKIbYUCH y HaOpajame (Y3UMajy ce BPEIHOCTH U3 IMOTyOTBOPEHOT HHTEpBaja

[pocetak,kraj)), na 6u nocinenmu noxynpeunux 6uo 100, 3a kpaj je motpeGHO HaBecTu BpeaHoct 101.

Ha ocHOBy npeTxo/He IUCKyCHje TOIYHH HapeIHU IPOrpam.

import pygame as pg
import pygamebg

sirina, visina)} = (388, 308) # otvaramo prozor
2 3 p
prozor = pygamebg.open window(sirina, visina, "KoHuenTpw4Huu xpyroeu™)

# bojimo pozadinu prozora u belo
prozor.fill(pg.Color("white"))
# centar kruga je u centru prozora - obrati paznju na tip podataka
centar = (27?7, ?77)
# poluprecnik se menja od 18 do 168, sa korakom 18
for r in range(l1@, ??7, 10):
# crtamo krug
2

# prikazujemo prozor 1 cekamo da ga korisnik iskljuci
pygamebg.wait loop()



JeaHo og, moryhux pewerba umano 6u 06auk:

L import pygame as pg
< import pygamebg

4 (sirina, visina) = (38, 300) # otvaramo prozor
prozor = pygamebg.open window(sirina, visina, "KoHuenTpw4uu xpyrosu™)

# bojimo pozadinu prozora u belo
prozor.fill(pg.Color("white"))

# centar kruga je u centru prozora - obrati paznju na tip podatzaka
11 centar = (158, 158)

13 # poluprecnik se menja od 18 do 168, sa korakom 18
14 for r in range(1@, 101, 10):

15 pg.draw.circle(prozor, pg.Color("red"),centar,r,5)
16

17

18 # prikazujemo prozor i cekamo da ga korisnik iskljuci
1% pygamebg.wait_ loop()

A HaKOH NoKpeTawa nporpam 6u Ham ucupTtao cnegehy cauky:

KoHUeHTpUYHK Kpyrosu -

©



Mepaesune

W3menuTe HapeaHH MporpaM Tako Jia ce rpeyare MepieBUHa 1[pTajy y METJbU.

[TaxprBO MPOYUM KOje ce BPeIHOCTH MEHajy Kpo3 no3use GpyHkuuje pg.draw. line, mra je moyeTHa BpeIHOCT,

1ITa je Kpajiba BPEeIHOCT U KOJU j€ KOpakK, Ila Ha OCHOBY TOTa M030BU (DYHKIUjY range y oKBUpY MeTjbe for.

L 3 B R R

L]

|

[ Y v v i ]

peg.draw
11 # desna
12 pg.draw

import pygame as pg
import pygamebg

# leva strana

.line(prozor, pg.Color("brown"),
strana
.line(prozor, pg.Color("brown"),

14 # ovaj deo prepraviti

15 pg.draw
15 pg.draw
17 pg.draw
peg.draw
pg.draw

=
[ Y v v i

s B3 P2
=

[ %]

.line(prozor, pg.Color("brown"),
.line(prozor, pg.Color("brown"),
.line(prozor, pg.Color("brown"),
.line(prozor, pg.Color("brown"),
.line(prozor, pg.Color("brown"),

-Mepp,esuHe

(100,

(200,

(100,
(100,
(100,
(100,
(100,

(sirina, visina) = (3@@, 3@8) # otvaramo prozor
prozor = pygamebg.open_window(sirina, visina, "Mepgesune")

prozor.fTill(pg.Color("beige")) # bojimo pozadinu ekrana u bez

18), (188, visina - 18), 18)

18), (20@, visina - 18), 18)

50), (200,
100), (200,
158), (2080,
200), (290,
258), (200,

# prikazujemo prozor i fekamo da ga korisnik iskljuci
pygamebg.wait_ loop()

58), 18)
100), 10)
158), 18)
200), 10)
250), 18)

# precaga
# precaga
# precaga
# precaga
# precaga



Peweme:

import pygame as pg
import pygamebg

(sirina, visina) = (388, 3P@) # otvaramoc prozor
prozor = pygamebg.open window(sirina, visina, "Mepaeeune")

prozor.fTill(pg.Color("beige")) # bojimo pozadinu ekrana u be:z

pg.draw.line(prozor, pg.Color("brown"), (1088, 18), (100, visina - 1@8), 18) # leva strana
pe.draw.line{prozor, pg.Color("brown"), (268, 18), (280, visina - 18), 18) # desna strana

for y in range(5@, 251, 50):

pg.draw.line(prozor, pg.Color("brown"), (180, y), (208, y), 18) # precaga

# prikazujemo prozor i cekamo da ga korisnik iskljuci
pygamebg.wait_ loop()

NMpaBunHo pacnopeheHn 6pojeBun

Y oba npetxoaHa npumepa 6mno je noTpebHO Aa HabpojUMO Hekn HM3 NpaBuaHO pacnopeheHnx bpojesa.

Y 3apaTtky ca kpyrosuma 1o cy 6unm 6pojesu 10, 20, ..., 100, a y 3aaaTKy ca MepaeBMHama 10 cy buan

6pojesn 50, 100, 150, 200, 250.

y pewewxnMa 3a4aTtka BUaem CMO Aa jejep,aH Ha4ylH Aa Ce TO ypaau netba obanka

for x in range(x®, =Max+1l, dx):

npu Yemy je 61MN0 NOTPeHbHO 0BPaTUTK NaXKkYy Ha TO Aa AECHU Kpaj HUje YK/bydeH Yy Habpajarbe (y3umajy

ce BPeAHOCTM 13 NONyOTBOPEHOT MHTepBana [X0,XMax+1)=[X0,XMax].

[a 6u 6oswe pasymeo ynapuhemo 3a Tebe cneaehe Hu3 bpojesa ca

neT/boM:
5, 18, 15, 208, 25, 38 A 1  fori
100, 200, 300, 400, 500, 600 b 2 for i
160, 350, 600 11 3 fori

15, 3@, 45, 60, 75 bi | 4 fori

emy ogrosapajyhom

in

in

in

in

range(5, 30+1, 5)

range(180, 686+1, 108)

range(100, 6B8+1, 258)

range(15, 75+1, 15)



Jow jesaH HauvH je Aa NPOMEHJbMBY X aXXypuUpaMo KPOo3 CBaku Kopak MeT/be, Tako LWTo je yBehaBamo
3a dx.

L x = xB
2 for 1 in range(n):

1 ¥ += dx

Buaehemo ga ce Benvkm 6poj 3asaTaka ca LpTakbeM NpaBUAHO pacnopeheHnx 06amnka MoXe pewnTm
NPUMEHOM OBakBUX MET/bU.

Harnacumo jow u aa dyHKUMja range ca KOpakoM (ca Tpu aprymeHTa) npvma obaBe3Ho LesobpojHe
apryMeHTe, na y cutyalmjama Kasa Kopak Huje LenobpojaH keHo kopuwhere Huje moryhe.

Xopun3oHTasIHO N BepTUKaaHO pacnopehunBame
obauka

YecTo y npumMeHama nmamo notpeby fa pacnopesammMo objekTe Tako Aa byay jeaaH Ao Apyrora, Tako ga cy
cBM 06jeKkTn paBHOMepHO pacrnopeheHrn, Tj. Tako Ja Cy CBaka ABa y3acTonHa objekTa Ha UCTOM pacTojakby.

XOpU30HTATHO pacnopeheHu Kpyropu
Hauprtaj 10 kpyroea npeuyHuka 30 nuckena Tako aa byay paBHOMepHO pacnopeheHn WprUHOM ekpaHa 1

Aa ce mehycobHo goaunpyjy.

HapeaHux nap nutama he Tv nomohu ga pelvi oBaj 3asaTak.
AKO ce ABa Kpyra noaynpeyHuka r 4oAWPYjy, Tada je pactojatbe nimehy lHXOBWUX LEHTapa jeHaKo:
A2

B.r
C.r/2
D. 100

TauHo

Ako Kpyr nonynpeyHuka r AoAMpYje NeBY MBMLLY eKpaHa, Taja je X KOOPAWHAaTa hEeroBor LIEHTPa jeHaka:

Tauno!



Ha ocHoBy oBora, ;oNyH/ HapeAHW Nporpam:

import pygame as pg
import pygamebg

(WIS

(sirina, visina) = (608, 108) # otvaramo prozor

nop

prozor = pygamebg.open window(sirina, visina, "Xopw3ouTanHo pacnopehenun kpyroeu")

5]

]

# bojimo pozadinu prozora u belo
prozor.fill(pg.Color("white"))

# crtamo 18 krugova
11 p = 30 # poluprecnik krugova

12'x = ?2? # x koordinata centra kruga

15 for i in range(10):

14 # crtamo krug

15 pg.draw.circle(prozor, pg.Color("black"), (x, wvisina // 2), r, 1)

16 ¥ += ??? # azuriramo x tako da postane koordinata centra narednog kruga
17

1;

5 # prikazujemo prozor i cekamo da ga korisnik iskljuci
19 pygamebg.wait_ loop()

JeaHo oa moryhux peluema je:

1 import pygame as pg
import pygamebg

W pa

i

sirina, visina) = , otvaramo prozor
(siri isina) (6R@, 180) # ot
prozor = pygamebg.open window(sirina, visina, "XopuzouTanuo pacnopeheuwm kpyroeu")

%)

5]

7 # bojimo pozadinu prozora u belo
prozor.fill(pg.Color("white"))

Q
o
5

18 # crtamo 1@ krugova
1 |~

3¢ # poluprecnik krugowva
12w = 38 # x koordinata centra kruga
15 for 1 in range(10):

14 # crtamo krug

15 pg.draw.circle(prozor, pg.Color("black"), (x, visina // 2), r, 1)

16 ¥ += 68 # azuriramo x tako da postane koordinata centra narednog kruga
17

15 # prikazujemo prozor i c¢ekamo da ga korisnik iskljuci
19 pygamebg.wait_loop()

XopusoHTtanHo pacnopeheHu kpyrosu -



BepTukanHo pacnopeheHn kpyrosum

MpurKaxnmMo casia Kako MOXeMO pacnopeamnTy Kpyrose BepTUKaIHO.

Hanuww nporpam koju upta kpyrose noaynpeyHmka 10 nukcena paBHOMepHO pacrnopeheHe BepTMKaniHO
CpeavHOM eKpaHa, Tako Aa Cy UM LeHTpu yaabeHn 50 nukcena (HaupTaj CBe Kpyroee Koju ce Buge).
BucrHa ekpaHa ce Mera NPUIMKOM CBaKOr NOoKpeTaka nporpama.

OBaj 3agaTak je cAnYaH NPETXOAHOM, Y3 HEKOIMKO BaXKHWUX pa3/vka. To WTO cy KpyroBun pacnopeheHu
BEPTMKANHO YMECTO XOPU30HTaNHO HE MeHsa MyHO - CaMo je MOTPebHO 3aMEeHNUTH YAOTY X Uy KOOpAMHaTa.
Pactojarse namehy nonynpeyxuvka je oBaj nyT GpukcHo (M3Hocw 30 nukcena) n He n3padyHaBa ce Ha
OCHOBY noJsiyrnpeyHunka. KibyyHa pasanka je To WwTo 6poj Kpyrosa HuMje yHanpes 3aaat Beh je kpyrose
NoTpebHO LpTaTH CBe AOK ce bap Hekn bUXoB aenvh BUAN Ha ekpaHy. 3aTo umamo ase moryhHocTu. Nan
hemo Hekako Ha OCHOBY BMCMHE eKpaHa n3padvyHaTtn 6poj kpyrosa Koju ce Buae uam hemo ymecto

6pojauke netbe for ynotpebuTn ycnosHy netawy while. OBO Apyro moxe 6bUTH jesHOCTaBHMje.

1L import random
2 import pygame as pg
© import pygamebg

> (sirina, visina) = , random.randin s otvaramo prozor
iri 5] 1088 d dint(1508, 508)) # ot
6 prozor = pygamebg.open_window(sirina, visina, "")

# bojimo pozadinu prozora u belo
prozor.fill(pg.Color("white"))

11 p = 180 # poluprecnik krugova

12 dy = 3@ # vertikalni razmak izmedu centara dva uzastopna kruga

13y = ??? # vy koordinata centra tekuceg kruga

14 while ?77:

15 pg.draw.circle(prozor, pg.Color("red"), (sirina // 2, y), r) # crtamo krug
16 y += ?7? # centar narednog kruga je udaljen za dy od centra tekuceg kruga

152 # prikazujemo prozor i cekamo da ga korisnik iskljuci
19 pygamebg.wait_loop()



JegHo og moryhux pelwema je:

1 import random
import pygame as pg

P

© import pygamebg

(sirina, visina) = (108, random.randint(156@, 560)) # otvaramo prozor
prozor = pygamebg.open window(sirina, visina, "")

o i

]

ca

# bojimo pozadinu prozora u belo

9 prozor.fill(pg.Color("white"))

1a

11 r =18 # poluprecnik krugova

12 dy = 3@ # vertikalni razmak izmedu centara dva uzastopna kruga

13 y = visina-p # v koordinata centra tekuceg kruga

14 while y»=0:

15 pg.draw.circle(prozor, pg.Color("red"), (sirina // 2, y), r) # crtamo krug
16 y += -dy # centar narednog kruga je udaljen za dy od centra tekuceg kruga
17

15 # prikazujemo prozor 1 cekamo da ga korisnik iskljuci

19 pygamebg.wait loop()

L




LLTana

Jow je nakiwe ako pacrnopehyjeMo roToBe CMKe yYnTaHe U3 png uanm jpg AatoTeka.

Y wTranm xuBu neT Kpasmua. Hanuwm nporpam Koju nx pacrnopehyje Tako ga ctoje jeaHa nopes Apyre, Ha

AHY npo3opa. CanKy KpaBuLe yumTaj ns gatoteke kravica.png.

Npe Hero WTo pewunLl 3agatak, MOACETN Ce HEKOINKO OCHOBHMX GyHKLMja y BE3U ca Cankama.

Mosexu Hapeabe ca OHUM uemy cayxe.

slika.get_height() A 1 npukazueawe CAMKe Ha eKpaHy

prozor.blit(slika, (x, y)) b 2 oOYMTaBawe BUCHMHE CAMKe

slika = pg.image.load("slika.png") II 3 O4YMTaBaRe WHPHHE ClHKe

slika.get_width() | 4 y4nTaBawe CNMKE M3 OaToTeke
NPOBEPU

Tauan oarosop!

MNpe cavke ca pegHUM bpojem i Hana3m ce TauyHO i CAMKa, Na ce X KOOPAMHaTa JieBe UBULE Te CIMKe
MOXe A0BUTU MHOXEHEM LUMPUHE cinKe ca i. [MowTo cavka Tpeba aa byae Ha AHY Npo3opa, y
KOOPAWHATY HEeHOT ropH-Er IEBOT TEMEHA MOXEMO M3pauyHaTh Tako LUTO O BUCMHE NPo30pa Ofy3MeMO
BUCKHY C/VUKe.

[lonyHu HapefHW NporpamM Ha OCHOBY NMPETXOAHE ANCKYCKje.

() D

(s 0)




L import random
< import pygame as pg
° import pygamebg

5 (sirina, visina) = (750, 306) # otvaramo prozor
° prozor = pygamebg.open window(sirina, visina, "Kpaeuus")

8 # bojimo pozadinu u belo

% prozor.fill(pg.Color("white"))

18 # ucitavamo sliku

11 glika = ???

12 # ofitavamo dimenzije slike

15 (sirina_slike, visina_slike) = (slika.get width(), slika.get height())
14 # pet puta iscrtavamo sliku

15 for 1 in range(5):

16 prozor.blit(???)

18 # prikazujemo prozor i cekamo da ga korisnik iskljuci
1% pygamebg.wait_loop()

Peweme:

1 import random
¢ import pygame as pg
> import pygamebg

5 (sirina, visina) = (758, 3@@) # otvaramo prozor
& prozor = pygamebg.open window(sirina, visina, "Kpasuus")

& # bojimo pozadinu u belo

prozor.fill(pg.Color("white"))

18 # ucitavamo sliku

11 slika = pg.image.load("kravica.png")

12 % ocitavamo dimenzije slike

13 (sirina_slike, visina_slike) = (slika.get width(), slika.get height())
14 # pet puta iscrtavamo sliku

15 for x in range(8, sirina, sirina_slike):

16 prozor.blit(slika, (x, visina_slike})

15 # prikazujemo prozor i cekamo da ga korisnik iskljuci
12 pygamebg.wait_ loop()

Kpasunue n




[lpaBOyraoHa mpexa

Hanuwwn nporpam Koju ncuyprtasa npaBoyraoHy Mpexy koja ce cactoju oz 100 npaBoyraoHmx nosba,
pacnopehenunx y 10 Bpcta 1 10 KoNOHa (MCUPTaTV CAMO INHMjE MPEXE N TO XOPU3OHTaIHE NINHNje
nnaBom 60joM, a BepTMKasHe LpBEHOM, AebbuHe 5 nukcena).

OCHOBHM 3agaTak je 0ApeanTN KOOPANHATE X BEPTUKANHUX IHM]a U KOOPAMHATE Y XOPU3OHTaNHNX
NnHWja. WnpurHy jeaHOr NpaBoyraoHMKa MOXeEMO OAPEeANTUN Ae/bereM LLUMPUHE Npo3opa Hpojem KosoHa
(y Hawem cnyyajy 1o je 10), AOK BUCKHY jeiHOT NPaBOYyraoHMKa MOXeEMO OAPeANTUN Ae/bereM BUCUHE
npo3opa 6pojem BpcTa (To je noHoBo 10). O3HaumMo Te guMeH3nje ca dx n dy. BepTukanHe anHuje ce
OHZa Hanase Ha pacTojarby dx, 2dx, 3dx, ..., 9dx nukcena oz nese mMBMLE NPO30pa (TO Cy UM KOOPAMHATE X).
MowTo ce Te AHMje NPOCTMPY OA BpXa A0 AHa NPO30pa, KOOPAMHATE Y CYy UM jeAHaKe HY/W, Of4HOCHO
BMCUHW Npo3opa. [ToHaB/bare LpTara JMHWja OCTBapyjeMo, HapaBHO, ynoTpebom netbe for, npu yemy
je Hajbosbe pa ce 6pojay i kpehe o4 jesaH A0 AeBET, jep ce Taja y Kopaky i ypTa AvHWja o4

Tauke (i*dx, @) go Tauke (i*dx, visina).LllpTare XOpM3OHTaNHMX NHWM]ja OCTBApPYjeMO BEOMa

C/INYHO, Y HE3aBUCHOj NeT/bM for y KOjoj ce upTa MHMja o4 Tavke (0, i*dy) go Tauke (sirina, i*dy).

import pygame as pg
import pygamebg

(sirina, visina) = (409, 308) # otvaramo prozor
prozor = pygamebg.open window(sirina, visina, "Mpaeoyraona mpexa")

[ O O T o R

53]

|

# bojimo pozadinu prozora u belo
prozor.fill(pg.Color("white"))

brojPodecka = 18
11 dx = sirina / brojPodecka
12 dy = 27?7 # izracunaj razmak izmedu podecka po visini

14 # crtamo horizontalne linije
15 for i in range(l, brojPodecka):
16 pg.draw.line(prozor, pg.Color("blus"), (@, i*dy), (sirina, i*dy), 5)

15 # dodaj kod koji crta wvertikalne linije crvenom bojom
19 p?

21 # prikazujemo prozor 1 cekamo da ga korisnik iskljuci
22 pygamebg.wait_ loop()



Peweme:

2| dy

import pygame as pg
import pygamebg

(sirina, visina) = (480, 308) # otvaramo prozor
prozor = pygamebg.open window(sirina, visina, "lpasocyracHa mpexa”)

# bojimo pozadinu prozora u belo
prozor.fill(pg.Color("white"))

brojPodecka = 18
dx = sirina / brojPodecka
visina / brojPodecka # izracunaj razmak izmedu podecka po visini

# crtamo horizontalne linije
for i in range(l, brojPodecka):
pg.draw.line(prozeor, pg.Coler("blus"), (8, i*dy), (sirina, i*dy), 5)

% # dodaj kod koji crta wvertikalne linije crvenom bojom
' for i in range(l, brojPodecka):

pg.draw.line(prozor, pg.Color("red"), (i*dx, @), (i*dx, wvisina), 5)

# prikazujemo prozor i cekamo da ga korisnik iskljuci
pygamebg.wait loop()

MNpaBoyraoHa mpexa -




