[image: ]
[image: ]
[image: ]
[image: ]
[image: ]
[image: ]
[image: ]
[image: ]
[bookmark: _GoBack][image: ]
image7.png
@ Ceann paspea—Oll “Bunnja C X | M Mpurere - marjanamaricka® X <0 Petla

<« C (Y & petlja.org/biblioteka/r/lekcije/pygame-prirucnik/crtanje-cas3

, l' . . N
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o

BubvoTeKa PyGame 1 import pygame as pg
2 import pygamebg
v Uprae E
+ | isina) =
dac .- xoopaware, 60, (sirina, visina) (298,_298) # otvaramo prozor .
A % prozor = pygamebg.open_window(sirina, visina, "Cpue")
Vicnoa xaye: ockoBHa cipykTypa 6
PyGame nporpaua 7 # kvadrat
% pg.draw.polygon(prozor, pg.Color("red")
pg.draw.polygon(p: , Pg B
Uac 2 - Kpyroew, npagoyraoHLY, envnce N T(s0, 106y, (295, 322y, (222, 222), (222, Y1)
UaC 3 - MHOTOYT708H, KOMGMHOBZHE 10 # levi krug
Pkt OBK, CTUKE, TekcT 11 pg.draw.circle(prozor, pg.Color("red"), (75, 75), ???)
12 # desni krug
Uac 4 - uspauyHaBate KOOpAHETa =
Uac 5 - penatvieHo 3aassarse w
Koopauata v auvex3ia 15 # prikazujemo prozor i fekamo da ga korisnik iskljuéi
16 pygamebg.wait_loop()
Uac 6 - penamvine KoopauHaTe - s
yrephusarse 4
5 Lprare npasunkinx o6k y2 niowoh
i R
> Anmaue .
HOBOFOAVII.IJI'ba Jeska

> Aorahaju

Hanwiwy porpam Koj¥ MCUpTaBa HOBOTOANLKbY jeky.
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« o a8 .
HOBOrOAVII.IJH:a Jeska
BubnmoTexa PyGame ‘)
v Uprake
Hanuwum nporpam Kojy MCUpTaBa HOBOTOANLILY jeNky.
Yac 1 - koopauHare, 6oje, AyXin o

Vicnos xaye: ocwoska crpyxrypa

PyGame nporpama
TIOKPEHY 11POTPAM TIPUKAXM MIPUIMEP VCKOMMPA)

Uac 2 - KpyroBH, MPaBOYTAOHHLY, enunce

import math
import pygame as pg
import pygamebg

UaC 3 - MHOTOYTAOEH, KOMGBHHOBIE
pasix OBK, CrlKe, TekeT

Uac 4 - vapauywasaree KoopanHaTa
(sirina, visina) = (300, 300) # otvaramo prozor

Hacs - peraruaro anasatee prozor = pygamebg.open_window(sirina, visina, "Jenxa"

KOOpAWHETa U AUMEHIja

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

Uac 6 - penamvine KoopauHaTe -
yiephyearse

10

Lipratse npagunknx 06uka y2 nomon 11 % boje koje cemo koristiti

netin
12 ZELENA = (@, 100, 36)

> Asnmvauvje 13 BRAON = (97, 26, 9)
1

> Aerahajn 15 # krosnja

> Mpumepn urapa 16 pg.draw.polygon(prozor, ZELENA, [(56, 250), (150, 150), (250, 250)1)

7 pg.drau.polygon(prozor, ZELENA, [(75, 22?), (156, 10@), (22?2, 208)])
18 pg.drau.polygon(prozor, 222, [(100, 150), (222, 2??), (200, 2??)])
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v Caapxs]

BuGnMoTeKa PyGame

v Uprare

Uac 1 - koopaware, Goje, Ayxi

Vicnos xaye: ocwoska crpyxrypa
PyGame nporpaua

Uac 2 - KpyroBH, MPaBOYTAOHHLY, enunce

UaC 3 - MHOTOYTAOEH, KOMGBHHOBIE
pasix OBK, CrlKe, TekeT

Uac 4 - vspauyHasatse KoopauHaTa

Uac 5 - penavero sagasate
KOOpAWHETa U AUMEHIja

Uac 6 - penamvine KoopauHaTe -
yiephyearse

Lipratse npagunknx 06uka y2 nomon
netn

Annizuvje

Rorahaju

Mpumepy urapa

TIOKPEHY 11POTPAM TIPUKAXM MIPUIMEP

VCKOMMPA)

10
1
12
13
1
15
16
17
15
19
20
2
22
23
2

import math
import pygame as pg
import pygamebg

(sirina, visina) = (300, 300) # otvaramo prozor
prozor = pygamebg.open_window(sirina, visina, "Jenxa")

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

# boje koje cemo koristiti
ZELENA = (0, 100, 36)
BRAON = (97, 26, 9)

# kroZnja

pg-draw. polygon(prozor, ZELENA, [(50, 250), (150, 150), (250, 250)])
pg.draw. polygon(prozor, ZELENA, [(75, 2??), (150, 100), (2?2, 200)])
pg-draw. polygon(prozor, 2?2, [(100, 150), (2?22, 22?), (200, ???)1)
# stablo

2?2

# prikazujemo prozor i Zekamo da ga korisnik iskljuéi
pygamebg..wait_loop()
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pomocu Pygame,

priru¢nik za sedmi LipTatbe MHoOroyraosa

razred Tpoyrao ce Moxe HaupTaTh nomohy TP MojeanHaUHe Ayxm. Ha CIMUaH HAUMH MOXKEMO HALPTATM M GWIO KOji APYTH MHOTOYTao.

MebyTum, aKo Ce MHOTOYI0BU IpTaly Ha Taj HauwH, OHM Ce He CMaTPaly Kao LIeUHa 1 HE MOy, Ha NIpUMEP, GUTH NoNyFbeHH.
Bu6nmoTeka PyGame aaje MOTYRHOCT M 33 AMPEKTHO LPTakse MHOTOYI/I0Ba (KaXe Ce 1 NO/UZOHa).

p— a MHoroyrao ce upTa dyHKUMOM pg. draw. polygon UMU Cy NAPaMETpy PeaoM:

« Nposop Ha Kom ce upra,

- 6oja,

« NMCTa ypeheHux NapoBa Koju NPeACTa/bajy KOOpAVHATE TeMeHa MHOTOYIMa (OHa Ce 06UUHO HaBoAV y 06Ky [ (x1, y1),

BuGnoreKa PyGame
v Uprae

\ac 1- koopaukate, Goje, ayxu (%2, y2), «eny Oy ym) -
Ienoa xay6e: ocHoama cpykTypa MHoroyrao ce cactoju 04 Ay Koje Cnajajy cyceana TemeHa y HageaeHoj aucru. MoApasyMesa ce 4a je MHOTOYrao 3aTeoper, Ti. 4
PyGame nporpana MHOTOYra0 CapM u MUHUy u3Mehy NOCTEAbEr M MPBOT Temena. AKO Ce W3a IMCTE TeMeHa HaBeae Ae6/biHa, LPTa e Camo ueHUa
Usc 2 pyrosn, npasoyracK, envce MHOFOYI1a, a ako Ce Taj apryMeHT U30CTaBI WIW Ce HaBe/e HyNa, OHZa Ce MHOTOYTao MCMytbasa 60joM.

Pa3sMOTPUMO HapeaHu npumep.
Uac 3 - MHOFOYFI0BY, KOMBHHOBaFE
PasHUX OBAHKE, CAVIKe, TeKCT

Moroyrao

Uac 4~ vapauywasatee KoopanaTa

Uac s - penaTiewo 3anasaee 1 # bojimo pozadinu ekrana u belo

KOOPAVHETa Y MMz 2 prozor.fill(pg.Color("white"))

Uac 6 - penaTueHe KoopawHaTe - 2

yrephusarse 4 # temena mnogougla
5 temena = [(50, 300), (50, 150), (150, 50), (250, 150), (250, 300)]
6

Lipratee MpaBNTHLX 0OIK3 13 Moo # crtamo mnogougao popunjen crvenom bojom <
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Moroyrao
BubvoTeKa PyGame
© Lprake 1 # bojimo pozadinu ekrana u belo
2 prozor.ill(pg.Color("uhite"))
Uac 1 - koopaunate, Goje, ayxu 3
Vicnoa xaye: ockoBHa cipykTypa 4 # temena mnogougla
PyGame mporpata S temena = [(50, 300), (50, 150), (150, 50), (256, 150), (256, 300)]
& # crtamo mnogougao popunjen crvenom bojom
4aC 2 - KpYTOBM, MPaBOYTAOHMLY, eunCe 7 pg.draw.polygon(prozor, pg.Color("red"), temena)
& # crtamo crni okvir oko mnogougla
UaC 3 - MHOTOYTAOBH, KOMOWHOBaKE N . N
P sGnes e et : pg.drau. polygon(prozor, pg.Color("black"), temena, 3)
Uac 4 - vapauywasaree KoopanHaTa 1n
2
Uac 5 - penatvieHo 3aassarse 4

KOOpAWHETa U AUMEHIja

Uac 6 - penamvine KoopauHaTe -
yiephyearse

Upratse npawniwx 06nka y3 noMon
nein

> Annvauue
> Rorahaj

Mpumepy urapa




image3.png
@ Ceann paspea—Oll “Bunnia C X | M Mpuwrere - marjanamarica® X | <0 Petla x

<« C (Y & petlja.org/biblioteka/r/lekcije/pygame-prirucnik/crtanje-cas3

R 1 -
<A> Petlja SKOLA  ZBORNICA UCIONICA ~ KURSEVI TAKMICENJA FORUM  BIBLIOTEKA O NAMA ~ English

a = ‘
-

BuGnMoTeKa PyGame

v Uprae
Uac 1 - koopaware, Goje, Ayxi

Vicnos xaye: ocwoska crpyxrypa
PyGame nporpaua

Uac 2 - KpyroBH, MPaBOYTAOHHLY, enunce

UaC 3 - MHOTOYTAOEH, KOMGBHHOBIE
pazkix OBTK, CAVKe, TexcT

Uac 4 - vspauyHasatse KoopauHaTa

Uac 5 - penavero sagasate
KOOpAWHETa U AUMEHIja

Uac 6 - penamvine KoopauHaTe -
yiephyearse

Upratse npawniwx 06nka y3 noMon

netn
> A R —
> Morahajn

KyhiLly CMO HaLIpTany Kao UPBEHY UCMYFseH MHOTOYTAO, @ 3aTUM CMO HoeH OKBMP HALIPTaNl Kao LPHY MHOTOYTaoHy NMHuUjy
> Mpuvepn urapa Re6MHY 3 NvKcena. /1a He GMCMO MCTY AMCTY KOOPAWHAT HABOAWAW A1Ba NYTa, YBEAN CMO NPOMEH/MBY termens.

TpoBeEpM CBOje 3Hatbe O UPTakby MHOTOYT/I0BA TaKO LT el OATOBOPUTY Ha HADEAHNX HEKOMKO NNTaka.
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BubMoTexa PyGame
v Uprawe
Uac 1 - xoopauare, Saje, Ak

Vicnos xaye: ocwoska crpyxrypa
PyGame nporpaua

Uac 2 - KpyroBH, MPaBOYTAOHHLY, enunce

UaC 3 - MHOTOYTAOEH, KOMGBHHOBIE
pasix OBK, CrlKe, TekeT

Uac 4 - vspauyHasatse KoopauHaTa

Uac 5 - penavero sagasate
KOOpAWHETa U AUMEHIja

Uac 6 - penamvine KoopauHaTe -
yiephyearse

Lipratse npagunknx 06uka y2 nomon
netn

> Annvauue
> Rorahaj

> Mpumepn uraps

Kyhiuy CMO HALPTa/M KO LIPBEHN MCMYHbeH MHOTOYTa0, a 3ATHM CMO HheH OKBU HALPTA/N KAO UPHY MHOTOYTaoHy MHUY
Re6mry 3 ukcena. [la He BUCMO UCTY MCTY KOOPAWHATA HABOAWY ABA NYT, YBE/M CMO MPOMEH/BHBY temena.
TpoBeEpM CBOje 3Hatbe O UPTakby MHOTOYT/I0BA TaKO LT el OATOBOPUTY Ha HADEAHNX HEKOMKO NNTaka.

Q-22: Xenmmo Aa HaupTamo TPoyrao. Y KoM 06Ky MOTY Aa Cé 3aAajy KOOPAUHATe Tauaka?
A pg.draw.polygon(prozor, boja, [(0, 0), (50, 100), (100, 0)])

B. pg.draw.polygon(prozor, boja, (0, 0), (50, 100), (100, 0))
C. pg.draw.polygon(prozor, boja, (0, 0, 50, 100, 100, 0))
D. pg.draw.polygon(prozor, boja, [0, 0, 50, 100, 100, 0))

MPOBEPY

Q-23: Koju1 04 HapeAHVX MOAMTOHa Ce He MOXe HaLpTaTH oMoy Bule No3uBa dyHKUMje pg. drai. 1ine?
DA, pg.draw.polygon(prozor, boja, [(0, 0), (50, 100), (100, 0)], 7)

. pg.draw.polygon(prozor, boja, [(0, 0), (0, 50), (50, 50), (50, 0)])

. pg.draw.polygon(prozor, boja, [(0, 0), (50, 100), (100, 0)])
. pg.draw.polygon(prozor, boja, [(0, 0), (0, 50), (50, 50), (50, 0)), 4)

MPOBEPY
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© Campxa a YBesx6aj UpTatbe MHOTOYTI0Ba TaKo WTO helll PeLMTH HapeAHWX HEKOAMKO 3aiaTaKa.

Subnucrexs pyGame Cpue

U1 - oopasare 5o ape Haniwum nporpam Koju MCupTasa upaero cpue. A

Vicnoa xaye: ockoBHa cipykTypa
PyGame nporpana Cpuie MOXeMo HaupTaTh M nomohy jeaHor KEaAPaTa i ABa Kpyra.

Uac 2 - KpyroBH, MPaBOYTAOHHLY, enunce

UaC 3 - MHOTOYTAOEH, KOMGBHHOBIE
pasix OBK, CrlKe, TekeT

Uac 4 - vspauyHasatse KoopauHaTa N

Uac 5 - penavero sagasate
KOOpAWHETa U AUMEHIja

Uac 6 - penamvine KoopauHaTe -
yiephyearse

Lipratse npagunknx 06uka y2 nomon
netn

> Anmauue

> Rorahaj

I — MpeTnocTasumo Aa ce uenTap Keaapara (rauka O) Hatasu y UEHTPY ekpana (koopauHare cy joj (100, 100)) v npetnocrasumo Aa cy
BUCMHA W WMPUHA KBAAPATA (3MPaBO Herose Aujaronane) jeanake 100 nukcena. Ha OCHOBY TOTa MOXeW jeAHOCTABHO W3pauyHaTH
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« o a

BuGnMoTeKa PyGame

v Uprare

Uac 1 - koopaware, Goje, Ayxi

Vicnos xaye: ocwoska crpyxrypa
PyGame nporpaua

Uac 2 - KpyroBH, MPaBOYTAOHHLY, enunce

UaC 3 - MHOTOYTAOEH, KOMGBHHOBIE
pasix OBK, CrlKe, TekeT

Uac 4 - vspauyHasatse KoopauHaTa

Uac 5 - penavero sagasate
KOOpAWHETa U AUMEHIja

Uac 6 - penamvine KoopauHaTe -
yiephyearse

Lipratse npagunknx 06uka y2 nomon
netn

A
Rorahaju

Mpumepy urapa

MpeTnocTasumo Aa ce uenTap Keaapara (rauka O) Hatasu y UEHTPY ekpana (koopauHare cy joj (100, 100)) v npetnocrasumo Aa cy
BUCMHA W WMPUHA KBAAPATA (3MPaBO Herose Aujaronane) jeanake 100 nukcena. Ha OCHOBY TOTa MOXeW jeAHOCTABHO W3pauyHaTH
nonoxaje Temena Keaapara (Hnp. Tauka A uma koopanHare (50, 100)). MoWTo KE3APaT HUje MOCTAB/beH Tako Aa MY CTPaHWLE 6yAy
napanente 0CaMa, He MOXEMO ra upTaTh momohy pg. drau. rect, Beh nomoRy pg. draw. polygon. LieHTpw kpyrosa ce Hanase Ha
CpeawHaMma CTpanMUa KBaapaTa. CpeawILTE AyXy ce (3607 CIMUHOCTH TPOYIIOBa) HANA3 M XODMIOHTANIHO 1 BEPTUKANHO Ha
CpeawHI M3MEDY TemeHa AYKH, W Ha OCHOBY TOTa My /1aKo MOXEMO OADEAUTH KOOpAUHAT (Ha MpuMep, koopauHare Tauke M cy
(75,75)). Ha kpajy ocTaje 4 ce 0ApeAv NoAYNpeuHyK Kpyra. To MOXEMO YPaauTH eKCepuMEHTaHO (TaKo WTO Mcnpo6asamo
pasHe BPEAHOCTH CBe 40K AOK He A06UjeMO 3a40B0/baBajyNy CMKY), MEDYTUM, MHOTO j& 60/be IPUMEHUTH 3Hatbe 13 MATEMATHKE M

nonynpeuHyk u3pauyHaTy. oAYRPEUHUK Kpyra je NonoBMHa CTpaHMLie KeaapaTa. MowTo je d = ay/2, Baxw a je a 2 Lyxura

avjaronane je 100 nukcena, na je 3aTo nosynpeuHmk oko 35 nukcena.

TIOKPEHY 11POTPAM TIPUKAXM MIPUIMEP

VCKOMMPA)

import pygame as pg
import pygamebg

(sirina, visina) = (200, 200) # otvaramo prozor
prozor = pygamebg.open_window(sirina, visina, "Cpue")

# kvadrat
pg.drau. polygon(prozor, pg.Color("red"),
[(se, 100), (222, 222), (222, 222), (2?2, 222)])

1
2
3
a
s
6
7
5

10 # levi krug
11 pg.draw.circle(prozor, pg.Color("red"), (75, 75), ???)

English [ utocusse




