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playerdummy.py

— —

obecna definice hrace

claés MyPlayer: docstring - popis hrace/tridy

1

2 "'"TA very dummy player (always returns R)'''

3

4 def play(self) : o VZdyvrat’ ‘R

5 return 'R'4TT o o

6 vykonej, pokud je spusteno jako hlavni program
/7 1f name == " main ":4

8 «wP = MyPlayer () # creating a player

9 “print(p.play ()

# showing what it plays

krétni hrac hraje

— —

vytvoreni konkrétniho hrace podle vzoru

Co kdyz potfebujeme chovani hrace ménit?



playerdummyp lus.py
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class MyPlaver:

if

_El = M?Playe

'"'TA dummy player on steroids''' _
def __init__(self,answer='R'):I“mﬁ”MKWOWGHU

—

self.answer = answer pfifazeni atributu objektu

def play(self):

konkrétni hrac bude hrat tak,
return self.answer

jak ma predepsano

T

name == " main ":

p2 = MyPlayer

()
print (pl.play ()
('
print (pZ2.plavy ()

)
P')
)

pl.answer = 'S' vlastnosti objektu mohu ménit
print (pl.play())

podruhé uz hraje jinak




playerdummyplusplus.py (dummy s pameti)

1 class MyPlayer:

2 '''A dummy player on steroids'''

3 def init (self,answer='R'):

4 self.answer = answer

(53 self.history = [] \ytyoreni prazdného seznamu
7 def play(self):

8 return self.answer

9

10 def record(self,move): S

; ! pridej tah na konec seznamu

%% self.history.append(move) @pend N R seznamy
13 if __name_ == "_main_":

14 pl = MyPlayer()

15 print(pl.play())

16 p2 = MyPlayer('P")

17 print(p2.play())

18

19 pl.answer = 'S’
20 print(pl.play())
21
22 pl.record('S"')
23 print(pl.history)
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Jak hrat hru?

Player
Player

Pl
P2

draw = True

while draw:
movel = pl.play
move2 p2.play
draw = (movel == move2)

result = evaluate(movel,move2)



Trida Game

1 class Game:

2 def 1init (self,pl,p2):

3 self.pl = pl Predani hracd do hry

4 self.p2 = p2 ™ —

5 self.winner = None Na zacatku zadny vitez neni
o

/ def run(self): Dokud nehraji, tak je remiza

8 draw = True

9 while draw: @ dokud jeremiza, tak hrajte dal
10 movel = self.pl.play()
11 | moveZ = self.pZ2.play/()
12 “_ . draw = (movel == move2)
13 result = evaluate moves ([movel,moveZ])
14 if result[0O]>result[l]:
15 self.winner = self.pl  Porovnejtahy podle pravidel
16 else: a pfirad viteze

17 self.winner = self.p?2

——
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def evaluate moves

L . |

compares moves
:param moves:

(moves) :

(plays)
1x2 1list

and decides about the winner
of valid moves

:return: 1x2 list with points [1,0] or [0,1]
depending on who 1s wilnner

L I |

if moves in [['P','R'],['S','P"],['R',"'S"]]:
O] Paper > Rock, Scissors > Paper,
Rock > Scissors

return [,
else:
return [0,

1] —

T
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hlavni program game.py

_ importuj hrace z moduld - souboru
import playertom playertom.py a playerdummy.py

import playerdummy

tady patfi class Game: a spal. ...

if name == " main ":
pl = playertom.MyPlayer () vytvofhrace
p2 = playerdummy.MyPlaver ()
g = Game (pl, p2) Inicializujhru, predej hrace
g.run () hra
print ('Winner 1s:',g.winner. doc

oznam Vvitéze




Pro pozdejsi analyzu vysledku, navratime index viteze

1 class Game:

2 def 1nit (self,pl,p2):

3 self.pl = pl

4 self.p2 = pZ

0 self.winner = None

o

] def run(self) :

8 draw = True

9 while draw:
10 movel = self.pl.plav()
11 moveZ = self.p2.play()
12 draw = (movel == moveZl)
13 result = evaluate moves ([movel,moveZl])
14 1f result[0]>result|[1l]:
15 self.winner = pl
16 return U«f—.___ Navratova hodnota podle toho,
17 else: .~ kdo vyhral
18 self.winner z-pZ — —

return | 4¢

L
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opakovana hra

def compute stats(winners) : o
wins = [0, 0] pooetvyher kazdého hraoe

for winner in winners: prokazdého vitéze v seznamu
wins|[wlnner] = wins|[winner]+1

return wins

if name == " main ":
pl = playertom.MyPlayer ()
pZ2 = playerdummy.MyPlavyer ()
winners = [] |n|C|aI|ZUJ prazdnv seznam
for l :Ln range 10) s mohl bych inicializaci hry presunout prea Cyklus
[rom——————eme e paK bych ale musel doplnit “vynulovani”

2 oo P bself.winner | do téla metody run. Rozmyslete.
WINnners . appen J. U ) ) pFidej vysledek na konec seznamu

. . print('Winner is:',g.winner. doc ) #;7
wins = compute_stats(winners)ETMZMC@MNéW@@%%
print(pl. doc , 'won sd times'swins[0])

P
p2. doc , 'won %d times'Swins[l])



iterative game

48 class IterativeGame:

49
50
57
58
59
60
01
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64
65
66
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69
71
72
73
74

def init_(self,pl,p2,runs=1):

self.runs = runs
self.p = [pl,p2]
self.profits = [0,0]

def run(self):
for k i1n range(self.runs):
draw = True
while draw:
moves = [None,None]
for i in range(2):
moves[i] = self.pl[il.play()

if not(is valid move(moves[i])):

raise RuntimeError
draw = (moves[0] == moves[1])

profit_increments = evaluate_moves(moves)

for i in range(2):

self.profits[i] += profit_increments[i]

celkovy vysledek hry bude v proméenné objektu




