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NeZ zaéneme...

Dopliikova cviceni

o Kazdy ¢tvrtek, 16:30 — 17:30
e Mistnost KN:E-310
e Jakub Kislinger, kislijakefel.cvut.cz

o Konzultace, ¥eseni problémi




Lenka
®00

Na premysleni

P¥edstavte si Zenu jménem Lenka. Je ji 33, svobodnd, upfimna, p¥imocard a velmi
bystra. Vystudovala filozofii na vysoké skole. Béhem studia se velmi zajimala o
problémy diskriminace, socidlni spravedInost a tiastnila se demonstraci proti
atomovym zbranim.

Vagim tikolem je odhadnout, co d&l3 ted. Zkuste sefadit nasledujici moZnosti od
nejvice k nejméné& pravdépodobné. Lenka je:

(a) aktivni feministka
(b) bankovni d¥ednice a aktivni feministka
(c) bankovni tfednice



Lenka
oeo

Na premysleni

Pokud vsichni studenti zvoli pro svou odpov&d velka pismena, dostane kazdy
navic 1 bod. Pokud bude alespoii jedna odpovéd tvorena malymi pismeny,
vSichni, ktefi odpovédéli velkymi pismeny, Zddné dalsi body nedostanou. Ti, ktefi
pouZili mald pismena, dostanou navic pouze 0.5 bodu.




Lenka
ocoe

Pozndmka k programovacim tloham

Nutna vlastni prace

Ulohy navrzeny tak, aby $ly vyfeSit vlastnimi silami

Zakladni koncepty z pfednasek a cviéenfi

e Zapominaci test

Pravidla samostatné prace


https://cw.fel.cvut.cz/wiki/help/common/plagiaty_opisovani

Kdmen-ntizky-papir
©0000

Kamen niizky papir

Jemny lvod do objektového programovani

Milokdy existuje jediné spravné feseni

Kédy budou po prednasce ke staZeni na Course\Ware

Uvitame bug-reporty, tipy pro zlepSeni

Kédy ve slajdech se mohou liSit od kédl ke staZeni


https://cw.fel.cvut.cz/wiki/courses/b4b33rph/prednasky/start




Kdmen-ntizky-papir

[ele] lele]

Scissors

beats paper




Kdmen-ntizky-papir
[e]ele] To)

Priibéh hry

playerl player2



Kdmen-ntizky-papir
[e]ele] To)

Priibéh hry

e e

select move select move



Kdmen-ntizky-papir
[e]ele] To)

Priibéh hry

e e

select move select move

RIP|S draw? RIPIS
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Kdmen-ntizky-papir
[e]ele] To)

Priibéh hry

YES

play again
select move select move

RIP|S draw? RIPIS

e




Kdmen-ntizky-papir
[e]ele] To)

Priibéh hry

YES
play again
select move select move
RIP|S draw? RIPIS
NO

.

evaluate




Kdmen-ntizky-papir
[e]ele] To)

Priibéh hry

YES
play again
select move select move
RIP|S draw? RIP|S
NO
evaluate

i

winner



Kdmen-ntizky-papir
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Python vsuvka
©0000

Python vsuvka

Pamé&tovd mista s daty jsou odkazovana (reference)

Typ prom&nné (a odpovidajici pam&tové misto) je p¥id&leno dynamicky

Operator pfifazeni =

P¥i ztrat& ukazatele (smazdni, konec platnosti...) se pamé&t &isti (garbage collector)

o TéméF vse v Pythonu je objekt

V Pythonu miZeme odkazovat/ukazovat na v§echno



Python vsuvka
0®000

Ptiklady z Python konzole

>>> a = 1
>>> b = 2.5
>>> ¢ = atb

(a) skon&i chybou
(b) c je typu int
(c) c je typu float




Python vsuvka

(ele] lele]

Ptiklady z Python konzole

>>> a = [1,2,3] (a) cjerovno [2,3,4]
>>> b = [1,1,1] (b) skont&i chybou
>>> ¢ = ath (c) cjerovno [1,2,3,1,1,1]




Python vsuvka

[elele] lo]

Ptiklady z Python konzole

(a) djerovno1

>>> a = 1

55> b = -a (b) d je rovno -1
>>> ¢ = abs (c) d je True
>>> d = c(b) (d) skoné&i chybou




Python vsuvka
[eelelol ]

si nejsme jisti, Python konzole to jisti

e type(variable_name)
e isinstance(variable_name, data_type)
e help(variable_name)

e kldvesa Tab — autocomplete (ve vétsing IDE)

e Vyhleddvani na internetu (pozor na plagity!)

e Python3 dokumentace


https://docs.python.org/3/tutorial/index.html

Kédmen-nuizky-papir
°

¢ Kdo ma tyto akce na starost?

s /@
play again

select move selectimove
oo {RIPIS ]
|
NO

evaluate

winner



¢ Kdo ma tyto akce na starost?

Player

WK

select move

R|P|S

Kédmen-nuizky-papir
°

vEs /@
play again

select move

H|

draw?

¢
LI

NO

evaluate

winner



Kédmen-nuizky-papir
°

¢ Kdo ma tyto akce na starost?

Player Player
[
YES
play again
select move select move
RIP|S 4" draw? |<——{ RI|P|S ‘
NO

evaluate

winner




Kédmen-nuizky-papir
°

¢ Kdo ma tyto akce na starost?

Player Game Player
—
YES
play again
select move select move
R|P|S #I draw? I< } RIP|S ‘
NO

evaluate

winner




Jednoduchy hra¢
[ Jelele)

Jednoduchy hra¢

playerdummy.py - hra¢, co vZdy hraje 'R’

O 0O ~NOOCT P WN -

class MyPlayer:
’?’?’A simple player that always returns R’’’

def play(self):
return 'R’
if __name__ == ' __main__
p = MyPlayer() # creating one player
print(p.play()) # showing what they played

7.



Jednoduchy hra¢
[ Jelele)

Jednoduchy hra¢

playerdummy.py - hra¢, co vZdy hraje 'R’

obecna definice hréée‘

1 class MyPlayer:

2 ’?’?’A simple player that always returns R’’’
3

4 def play(self):

5 return 'R’

6

7 if __name__ == ' _ _main__" :

8 p = MyPlayer () # creating one player

9 print(p.play()) # showing what they played



Jednoduchy hra¢
[ Jelele)

Jednoduchy hra¢

playerdummy.py - hra¢, co vZdy hraje 'R’

obecna definice hréée‘

1 class MyPlayer:

2 "7 A simple player that always returns R’’’|docstring - popis chovani
3

4 def play(self):

5 return 'R’

6

7 if __name__ == ' _ _main__" :

8 p = MyPlayer () # creating one player

9 print(p.play()) # showing what they played



Jednoduchy hra¢
[ Jelele)

Jednoduchy hra¢

playerdummy.py - hra¢, co vZdy hraje 'R’

obecna definice hréée‘

—

class MyPlayer:
"?7A simple player that always returns R”"dOCﬁﬁng-pONSCMNéM

def play(self): ‘ metoda - to co ma na starost hrag
return 'R’

’

if __name__ == ' __main__

p = MyPlayer() # creating one player
print(p.play()) # showing what they played

7.

O 00O ~NOOCTL P~ WN



Jednoduchy hra¢
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Jednoduchy hra¢

playerdummy.py - hra¢, co vZdy hraje 'R’

obecna definice hréée‘

—

class MyPlayer:
"?7A simple player that always returns R”"dOCﬂﬁng-pomschménﬂ

def play(self): ‘ metoda - to co ma na starost hrag
return 'R’

’

if __name__ == ' __main__
p = MyPlayer() # creating one player
print(p.play()) # showing what they played

’ . ‘ proved, pokud je spu$téno jako hlavni program ‘

O 00O ~NOOCTL P~ WN



Jednoduchy hra¢
[ Jelele)

Jednoduchy hra¢

playerdummy.py - hra¢, co vZdy hraje 'R’

obecna definice hrage ‘

1 class MyPlayer:

2 "?7A simple player that always returns R""docstring-popischova’m"
3

4 def play(self): ‘metoda—to co ma na starost hrag

5 return 'R’

6

7 if __name__ == ' main__ ’: ‘proved', pokud je spusténo jako hlavnfi program‘

8 p = MyPlayer () # creating one player

9 /'print(p.play()) # showing what they played

‘ vytvor konkrétniho hrace ‘




Jednoduchy hra¢
[ Jelele)

Jednoduchy hra¢

playerdummy.py - hra¢, co vZdy hraje 'R’

obecna definice hrage ‘

1 class MyPlayer:

2 "?7A simple player that always returns R""docstring-popischova’m"
3

4 def play(self): ‘metoda—to co ma na starost hrag

5 return 'R’

6

7 if __name__ == ' main__ ’: ‘proved', pokud je spusténo jako hlavnfi program‘

8 p = MyPlayer () # creating one player

9 /'print(p.play()) # showing what they played

‘ vytvor konkrétniho hrace ‘

‘ konkrétni hra¢ hraje




Jednoduchy hra¢
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Jednoduchy hra¢

playerdummy_plus.py - hraje vZdy to, co mu na za¢dtku nastavime
1 class MyPlayer:

2 ’?’A simple player that always returns the same answer’’’
3

4 def __init__(self, answer="R’):

5 self.answer = answer

6

7 def play(self):

8 return self.answer

9

10 if __name__ == ’~__main__":

11 pl = MyPlayer () # creating a default player
12 print(pl.play()) # showing answer of pl

13 p2 = MyPlayer(’P’) # a better player?

14 print(p2.play()) # showing answer of p2

15 pl.answer = 'S’ # pl1 changed his mind

16 print(pl.play())



Jednoduchy hra¢
0®00

Jednoduchy hra¢

playerdummy_plus.py - hraje vZdy to, co mu na za¢dtku nastavime
1 class MyPlayer:

2 ’?’A simple player that always returns the same answer’’’
3

4 def __init__(self, answer=’'R’): |konstruktor - pfi vytvoreni objektu
5 self.answer = answer

6

7 def play(self):

8 return self.answer

9

10 if __name__ == ’~__main__":

11 pl = MyPlayer () # creating a default player

12 print(pl.play()) # showing answer of pl

13 p2 = MyPlayer(’P’) # a better player?

14 print(p2.play()) # showing answer of p2

15 pl.answer = 'S’ # pl1 changed his mind

16 print(pl.play())



Jednoduchy hra¢
0®00

Jednoduchy hra¢

playerdummy_plus.py - hraje vZdy to, co mu na za¢dtku nastavime

class MyPlayer:

if

__name__ == main__

’?’A simple player that always returns the same answer’’’

def __init__(self, answer=’R’): ‘konﬂxuhnr—pﬁvyWoknfoMehu
self.answer = answer

p¥ifazeni atributu objektu

def play(self):
return self.answer

’ 7.

p1 = MyPlayer ()
print(pl.play())
p2 = MyPlayer(’P’)
print(p2.play())
pl.answer = ’S’
print(pl.play())

creating a default player
showing answer of pl

a better player?

showing answer of p2

pl changed his mind

HF OHF OHF H R



Jednoduchy hra¢
0®00

Jednoduchy hra¢

playerdummy_plus.py - hraje vZdy to, co mu na za¢dtku nastavime

class MyPlayer:

if

__name__ == main__

y )

’?7A simple player that always returns the same answer’

def __init__(self, answer=’R’): ‘konﬁxuhnr-pﬁvyWoknfoMehu‘
self.answer = answer

p¥ifazeni atributu objektu

def play(self):
return self.answer ‘ kaZdy hra¢ bude hrat podle svého nastavenl"

’

p1 = MyPlayer ()
print(pl.play())
p2 = MyPlayer(’P’)
print(p2.play())
pl.answer = ’S’
print(pl.play())

creating a default player
showing answer of pl

a better player?

showing answer of p2

pl changed his mind

HoH OH H H -



Jednoduchy hra¢
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Jednoduchy hra¢

playerdummy_plus.py - hraje vZdy to, co mu na za¢dtku nastavime
1 class MyPlayer:

2 ’?’A simple player that always returns the same answer’’’
3

4 def __init__(self, answer='R’): ‘konstruktor- pFi vytvoFem’objektu‘
2 self.answer = answer p¥ifazeni atributu objektu

7 def play(self):

8 return self.answer ‘ kaZdy hra¢ bude hrat podle svého nastavenl"

9

10 if __name__ == ’__main__

11 pl = MyPlayer () # creating a default player

12 print(pl.play()) # showing answer of pl

13 p2 = MyPlayer(’P’) # a better player?

14 print(p2.play()) # showing answer of p2

15 pl.answer = 'S’ atributy existujiciho objektu miZzu ménit

16 print(pl.play())



Krokovani, vizualizace

Jednoduchy hra¢
00e0

Python Tutor: Visualize code in Python, JavaScript, C, C++, and Java

Python 3.6
(known limitations)
class MyPlayer:

def __init__(self, answer='R'):
- self.answer = answer

def play(self):
return self.answer
iT __name__ == '__main__":
pl = MyPlayer()
p2 = MyPlayer('P')
print(pl.play())
print(p2.play())

Edit this code

line that just exe
=+ next line to exec

Step 5 of 18

Customize visualization

Print output (drag lower right corner to re:

%
Frames Objects
Global frame MyPlayer class
function
MyPI
yrlayer __init_ (self, answer)

—init__ answer

__init__| default arguments:

self
Jay | function
answer PlaY | play (selt)

NiyPlayer instance

https://pythontutor.com




Jednoduchy hra¢
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Hra¢ s paméti

playerdummy_plus_mem.py - navic s paméti taht
1 <class MyPlayer:

2 >??A dummy player on steroids’’’

3 def __init__(self, answer="R’):

4 self.answer = answer

5 self.history = []

6

7 def play(self):

8 return self.answer

9

10 def record(self, move):

11 self.history.append(move)

12

13 if __name__ == ' _ _main__

14 p1 = MyPlayer () # creating a default player
15 p2 = MyPlayer(’P’) # a better player?

16 answer2 = p2.play()

17 pl.record(answer2) # pl records what p2 played
18 print(answer2)

19 print(pl.history) # check that recording works



Jednoduchy hra¢
ocooe

Hra¢ s paméti

playerdummy_plus_mem.py - navic s paméti taht
1 <class MyPlayer:

2 >??A dummy player on steroids’’’

3 def __init__(self, answer="R’):

4 self.answer = answer

5 self. history = [] kazdy hra¢ bude mit sviij prazdny seznam (list) ‘
6

7 def play(self):

8 return self.answer

9

10 def record(self, move):

11 self.history.append(move)

12

13 if __name__ == ' _ _main__

14 p1 = MyPlayer () # creating a default player
15 p2 = MyPlayer(’P’) # a better player?

16 answer2 = p2.play()

17 pl.record(answer2) # pl records what p2 played
18 print(answer2)

19 print(pl.history) # check that recording works



Jednoduchy hra¢
ocooe

Hra¢ s paméti

playerdummy_plus_mem.py - navic s paméti taht
1 <class MyPlayer:

2 >?A dummy player on steroids’

3 def __init__(self, answer="R’):

4 self.answer = answer

5 self. history = [] kazdy hra¢ bude mit sviij prazdny seznam (list) ‘
6

7 def play(self):

8 return self.answer

9

10 def record(self, move): pridej move na konec seznamu
1; self.history.append(move) append je metoda seznamu
13 if __name__ == ' _ _main__

14 p1 = MyPlayer () # creating a default player

15 p2 = MyPlayer(’P’) # a better player?

16 answer2 = p2.play()

17 pl.record(answer2) # pl records what p2 played

18 print(answer2)

19 print(pl.history) # check that recording works



e Jak pfevedeme schéma do kédu?

Player Game Player
m e m
play again
select move select move
[ RIPIS | o dawr [ RIPIS |
NO

evaluate

winner

Rizeni hry
[ Jelelelolo)



Player Game Player
m e m
play again
select move select move
[ RIPIS | o dawr [ RIPIS |
NO

evaluate

winner

Rizeni hry
[ Jelelelolo)

pseudokod




Player Game Player
m e m
play again
select move select move
[ RIPIS | o dawr [ RIPIS |
NO

evaluate

winner

pseudokod

pl
p2

Player
Player

Rizeni hry
[ Jelelelolo)




Player Game Player
m e m
play again
select move select move
[ RIPIS | o dawr [ RIPIS |
NO

evaluate

winner

pseudokod

pl

Player
Player

= True

Rizeni hry
[ Jelelelolo)




Player Game Player
m e m
play again
select move select move
[ RIPIS | o dawr [ RIPIS |
NO

evaluate

winner

pseudokod

pl Player
p2 = Player
draw = True

while draw:

Rizeni hry
[ Jelelelolo)




Rizeni hry
[ Jelelelolo)

Player Game Player pseudokéd
m e m pl = Player
play again

select move select move p2 = Player

[RIPIS o] aawr e RIPIS | draw = True
\ while draw:
NO

movel = pl.play

move2 = p2.play

winner




Rizeni hry
[ Jelelelolo)

Player Game Player pseudokéd
m e m pl = Player
play again

select move select move p2 = Player

[RIPIS o] aawr e RIPIS | draw = True
\ while draw:
NO

movel = pl.play

move2 = p2.play

draw = (movel == move2)

winner




Rizeni hry
[ Jelelelolo)

Player Game Player pseudokéd
m e m pl = Player
play again

select move select move p2 = Player

[RIPIS o] aawr e RIPIS | draw = True
\ while draw:
NO

movel = pl.play

move2 = p2.play

draw = (movel == move2)

winner winner = evaluate(movel, move2)




Rizeni hry
0®0000

T¥ida Game

game_simple.py - jednoducha hra s jednim kolem

1 class Game:

2 def __init__(self, pl1, p2):

3 self.pl = p1

4 self.p2 = p2

5 self.winner = None

6

7 def run(self):

8 draw = True

9 while draw:

10 movel = self.pl.play()
11 move2 = self.p2.play()
12 draw = (movel == move2)
13

14 self.winner = self.evaluate(movel, move2)



Rizeni hry
0®0000

T¥ida Game

game_simple.py - jednoducha hra s jednim kolem

1 class Game:

2 def __init__(self, pl1, p2): —————
3 self.pl = p1 predani hraci do hry
4 self.p2 = p2

5 self.winner = None

6

7 def run(self):

8 draw = True

9 while draw:

10 movel = self.pl.play()

11 move2 = self.p2.play()

12 draw = (movel == move2)

13

14 self.winner = self.evaluate(movel, move2)



Rizeni hry
0®0000

T¥ida Game

game_simple.py - jednoducha hra s jednim kolem

1 class Game:

2 def __init__(self, pl1, p2): T .

3 self.pl = p] ‘ predani hraéa do hry ‘

4 self.p2 = p2

5 self.winner = None < . E
6 ‘ na zacatku hry neni vitézem nikdo ‘
7 def run(self):

8 draw = True

9 while draw:

10 movel = self.pl.play()

11 move2 = self.p2.play()

12 draw = (movel == move2)

13

14 self.winner = self.evaluate(movel, move2)



Rizeni hry
0®0000

T¥ida Game

game_simple.py - jednoducha hra s jednim kolem

1 class Game:

2 def __init__(self, pl1, p2): T .

3 self.pl = p ‘ predani hracd do hry ‘

4 self.p2 = p2

5 self.winner = None < . E
6 ‘ na zacatku hry neni vitézem nikdo ‘
7 def run(self):

8 draw = True ‘ dokud neza&nou hrat, je remiza ‘

9 while draw:

10 movel = self.pl.play()

11 move2 = self.p2.play()

12 draw = (movel == move2)

13

14 self.winner = self.evaluate(movel, move2)



Rizeni hry
0®0000

T¥ida Game

game_simple.py - jednoducha hra s jednim kolem

1 class Game:

2 def __init__(self, pl1, p2): T .

3 self.pl = p ‘ predani hracd do hry ‘

4 self.p2 = p2

5 self.winner = None < . E
6 ‘ na zacatku hry neni vitézem nikdo ‘
7 def run(self):

8 draw = True ‘ dokud neza&nou hrat, je remiza ‘

9 while draw:

10 f movel = self.pl.play()

11 . move2 = self.p2.play()

12 “draw = (movel == move2)

13

14 self.winner = self.evaluate(movel, move2)



Rizeni hry
00@000

T¥ida Game

game_simple.py - jednoducha hra s jednim kolem

1 class Game:

2

3

4

5 def evaluate(self, movel, move2):

6 0y

7 compare moves (plays) of the players and return the score for each player
8 does not consider draw

9 :param movel: move of pl

10 :param move2: move of p2

11 :return: reference to the winning player

12 T

13 if (movel, move2) in ((’'R’, 'S’), ('S’, "P’), ('P’, "R’)):
14 return self.pl

15 else:

16 return self.p2



Rizeni hry
00@000

T¥ida Game

game_simple.py - jednoducha hra s jednim kolem

1 class Game:

g pokracovani kédu z predchozi stranky

4

5 def evaluate(self, movel, move2):

6 0y

7 compare moves (plays) of the players and return the score for each player
8 does not consider draw

9 :param movel: move of pl

10 :param move2: move of p2

11 :return: reference to the winning player

12 r

13 if (movel, move2) in ((’'R’, 'S’), ('S’, "P’), (P, "R’)):
14 return self.pl

15 else:

16 return self.p2



Rizeni hry
00@000

T¥ida Game

game_simple.py - jednoducha hra s jednim kolem

1 class Game:

g pokracovani kédu z predchozi stranky

4

5 def evaluate(self, movel, move2):

6 0y

7 compare moves (plays) of the players and return the score for each player
8 does not consider draw

9 :param movel: move of pl

10 :param move2: move of p2

11 :return: reference to the winning player

12 r

13 if (movel, move2) in ((’'R’, 'S’), ('S’, "P’), (P, "R’)):
14 return self.pl

15 else: v8echny dvojice tahd, které vyhraje prvni hraé

16 return self.p2




Rizeni hry
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T¥ida Game

game_simple.py - jednoducha hra s jednim kolem

1 class Game:

g pokracovani kédu z predchozi stranky

4

5 def evaluate(self, movel, move2):

6 0y

7 compare moves (plays) of the players and return the score for each player
8 does not consider draw

9 :param movel: move of pl

10 :param move2: move of p2

11 :return: reference to the winning player

12 T

13 if (movel, move2) in ((’'R’, 'S’), ('S’, "P’), (P, "R’)):
14 return self.pi ‘ v8echny dvojice tahd, které vyhraje prvni hraé ‘
15 else:

16 return self.p2

‘ pokud nevyhral prvni hra&, vyhraje druhy ‘




Rizeni hry
000®00

T¥ida Game

run_game.py - hlavni spoustéci program

import playerdummy_plus
import game_simple

1
2
3
4 if __name__ == ' __main__

5 pl = playerdummy_plus.MyPlayer(’R’")
6 p2 = playerdummy_plus.MyPlayer(’S’)
7 g = game_simple.Game(pl1,p2)

8 g.run()

9 print(’Winner is:’, g.winner)
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T¥ida Game

run_game.py - hlavni spoustéci program

import playerdummy_plus

import game_simple import modult - ze soubori playerdummy_plus.py a game_simple.py

1
2
3
4 if __name__ == ' __main__

5 pl = playerdummy_plus.MyPlayer(’R’")
6 p2 = playerdummy_plus.MyPlayer(’S’)
7 g = game_simple.Game(pl1,p2)
8 g.run()

9 print(’Winner is:’, g.winner)
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T¥ida Game

run_game.py - hlavni spoustéci program

import playerdummy_plus

import game_simple import modult - ze soubori playerdummy_plus.py a game_simple.py ‘

1
2
3
4 if __name__ == ’__main__

2 p1 = playerdummy_plus.MyPlayer ('R") | yytys¥am hrace (pkistup ke kédu z modulu) ‘
7

8

9

p2 = playerdummy_plus.MyPlayer(’S’)
g = game_simple.Game(pl1,p2)

g.run()

print(’Winner is:’, g.winner)
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T¥ida Game

run_game.py - hlavni spoustéci program

import playerdummy_plus

import game_simple import modult - ze soubori playerdummy_plus.py a game_simple.py ‘

1
2
3
4 if __name__ == ’__main__

2 pl = playerdummy_plus.MyPlayer ("R") ‘vytva’Fém hra&e (p¥istup ke kédu z modulu) ‘
7

8

9

p2 = playerdummy_plus.MyPlayer(’S’)
g = game_simple.Game(p1,p2) ‘vytvéﬁnlhru,pﬁdévénlhréée‘
g.run()

print(’Winner is:’, g.winner)
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T¥ida Game

run_game.py - hlavni spoustéci program

1
2
3
4 if
5
6
7
8
9

import playerdummy_plus
import game_simple

import modult - ze soubori playerdummy_plus.py a game_simple.py ‘

__name__ == ' __main__

p1 = playerdummy_plus.MyPlayer('R") ‘vytva’Fém hrége (p¥istup ke kédu z modulu) ‘
p2 = playerdummy_plus.MyPlayer(’S’)

g = game_simple.Game(p1,p2) ‘vytvéﬁnlhru,pﬁdévénlhréée‘

g.run()
print(’Winner is:’, g.winner) ‘ odehraj jedno kolo, vypi3 vit&ze ‘
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4

Iterativni hra - na N vitéz

1 class Game:

2 def __init__(self, p1, p2, min_wins):

3 self.pl = pi

4 self.p2 = p2

5 self.min_wins = min_wins

6 self.score = [0, 0]

7 self.winner = None

8

9 def evaluate(self, movel, move2):

10 if (movel, move2) in (('R’, 'S’'), ('P', "R’), ('S’, "P')):
11 return 1, 0

12 elif (movel, move2) in (('S’, "R’), ('R’, "P’), ('P’", "S’)):
13 return o, 1

14 else:

15 return 0,0

16

17 def run(self):

18 while max(self.score) < self.min_wins:

19 round_score = self.evaluate(self.pl.play(), self.p2.play())
20 self.score[@] += round_score[0]

21 self.score[1] += round_score[1]

22

23 if self.score[@] > self.score[1]:

24 self.winner = self.pl

25 else:

26 self.winner = self.p2
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[terativni hra - na N vitézn

1 class Game:

2 def __init__(self, p1, p2, min_wins):

3 self.pl = pi

4 self.p2 = p2

5 self.min_wins = min_wins

6 self.score = [0, 0] N T, T, ’

7 self.winner = None hra si uchovava aktudlni skére
8

9 def evaluate(self, movel, move2):

10 if (movel, move2) in (('R’, 'S’'), ('P', "R’), ('S’, "P')):
11 return 1, 0

12 elif (movel, move2) in (('S’, "R’), ('R’, "P’), ('P’", "S’)):
13 return o, 1

14 else:

15 return 0,0

16

17 def run(self):

18 while max(self.score) < self.min_wins:

19 round_score = self.evaluate(self.pl.play(), self.p2.play())
20 self.score[@] += round_score[0]

21 self.score[1] += round_score[1]

22

23 if self.score[@] > self.score[1]:

24 self.winner = self.pl

25 else:

26 self.winner = self.p2
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[terativni hra - na N vitézn

1 class Game:

2 def __init__(self, p1, p2, min_wins):

3 self.pl = pi

4 self.p2 = p2

5 self.min_wins = min_wins

6 self.score = [0, 0] N T, T, ’

7 self.winner = None hra si uchovava aktudlni skére ‘
8

9 def evaluate(self, movel, move2):

10 if (movel, move2) in (('R’, 'S’'), ('P', "R’), ('S’, "P')):
11 return 1, 0

12 elif (movel, move2) in (('S’, "R’), ('R’, "P’), ('P’", "S’)):
13 return o, 1

14 else: ‘ evaluate spotita skére pro 1 kolo ‘
15 return 0,0

16

17 def run(self):

18 while max(self.score) < self.min_wins:

19 round_score = self.evaluate(self.pl.play(), self.p2.play())
20 self.score[@] += round_score[0]

21 self.score[1] += round_score[1]

22

23 if self.score[@] > self.score[1]:

24 self.winner = self.pl

25 else:

26 self.winner = self.p2



[terativni hra - na N vitézn

1 class Game:

2 def __init__(self, p1, p2, min_wins):

3 self.pl = pi

4 self.p2 = p2

5 self.min_wins = min_wins

6 self.score = [0, 0] N T, T, ’

7 self.winner = None hra si uchovava aktudlni skére ‘

8

9 def evaluate(self, movel, move2)

10 if (movel, move2) in (('R’, 'S’'), ('P', "R’), ('S’, "P')):

11 return 1, 0

12 elif (movel, move2) in (('S’, "R’), ('R’, "P’), ('P’", "S’)):

13 return o, 1

14 else: ‘ evaluate spotita skére pro 1 kolo ‘

15 return 0,0

16

17 def run(self):

18 while max(self.score) < self.min_wins:

19 round_score = self.evaluate(self.pl.play(), self.p2.play())

20 self.score[@] += round_score[0] ) ) PN ,
21 self.score[1] += round_score[1] hraje se dokud jeden z hraéi nema
22 - , 7 ,
23 if self.score[@] > self.score[1]: pOtrebny pOéEt vitézstvi
24 self.winner = self.pl

25 else:

26 self.winner = self.p2
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Diky za pozornost

Prostor pro dotazy

Na cviéeni — prvni testik
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