Igrica – Pet balona 

U sledećoj igrici pet balona leti po sobi i odbija se o ivice. Kada mišem kliknemo na balon, on nestaje. Igrica je gotova kada se probuši svih pet balona. 

[image: image1.png]import greenfoot.”; // (World, Actor, Greenfootimage, Greenfoot and Mouselnfo)
import java.awt.Color;

public class Label extends Actor

{
public void prikaziTekst(String tekst)

{
setimage(new Greenfootimage(tekst,20,Color.BLACK, Color. WHITE));
}
}




Klasa Label za prikaz poruke (broja balona koji nisu probušeni i poruke za kraj igrice):

[image: image20.emf]
_____________________________________________________________________________________

Klasa Balon:
[image: image2.png]import greenfoot.”; // (World, Actor, Greenfootimage, Greenfoot and Mouselnfo)

public class Balon extends Actor

{

private int vx, vy;

public Balon()
{

vx=Greenfoot.getRandomNumber(4)+1;
vy=Greenfoot.getRandomNumber(4)+1;

}




    

[image: image3.png]public void pomeri()

{
}

public boolean udarioGoreDole(int visina)

setLocation(getX()+vx.getY()+vy);

if (getY()<20 || getY()>visina-20) retum true;
return false;

}

public boolean udarioLevoDesno(int sirina)

if (getX()<20 || getX()>sirina-20) return true;
return false;

}

public void odbijanjeLevoDesno()

{
}

VXZ-VX;



    
[image: image4.png]public void odbijanjeGoreDole()
{
Vy=-vy;

}

public void act()

{
pomeri();
if (udarioLevoDesno(600)) odbijanjeLevoDesno();
if (udarioGoreDole(400)) odbijanjeGoreDole():

}
}




_____________________________________________________________________________________

Klasa Soba:
[image: image5.png]import greenfoot.”; // (World, Actor, Greenfootimage, Greenfoot and Mouselnfo)

public class Soba extends World

{

private int brBalona=5;
private Balon balon1,balon2,balon3,balon4,balon5;
private Label label;

public Soba()
{

// Create a new world with 600x400 cells with a cell size of 1x1 pixels.
super(600, 400, 1);

intxy;

=Greenfoot.getRandomNumber(560)+20;
y=Greenfoot.getRandomNumber(360)+20;
balon1=new Balon();
addObject(balon1,x.y);



        

[image: image6.png]x=Greenfoot.getRandomNumber(560)+20;
y=Greenfoot.getRandomNumber(360)+20;
balon2=new Balon();
addObject(balon2 x.y);

x=Greenfoot.getRandomNumber(560)+20;
y=Greenfoot.getRandomNumber(360)+20;
balon3=new Balon();
addObject(balon3x.y);

x=Greenfoot.getRandomNumber(560)+20;
y=Greenfoot.getRandomNumber(360)+20;
balon4=new Balon();
addObject(balon4 x.y);

x=Greenfoot.getRandomNumber(560)+20;
y=Greenfoot.getRandomNumber(360)+20;
balon5=new Balon();
addObject(balon5 x.y);

label=new Label()
label.prikaziTekst("Broj balona: "+brBalona);
addObject(label 60,370);




[image: image7.png]public void act()
{

if (Greenfoot. mouseClicked(balon1))

removeObject(balon1);

brBalona--;

label prikaziTekst("Broj balona: "+brBalona);
if (brBalona==0)

label.prikaziTekst("Kraj! Bravo!");
Greenfoot.stop();
}
}

if (Greenfoot. mouseClicked(balon2))

removeObject(balon2);

brBalona--;

label prikaziTekst("Broj balona: "+brBalona);
if (brBalona==0)

label.prikaziTekst("Kraj! Bravo!");
Greenfoot.stop();
}
}




[image: image8.png]if (Greenfoot. mouseClicked(balon3))

removeObject(balon3);

brBalona--;

label prikaziTekst("Broj balona: "+brBalona);
if (brBalona==0)

label.prikaziTekst("Kraj! Bravo!");
Greenfoot.stop();

}
}




[image: image9.png]if (Greenfoot. mouseClicked(balon4))

removeObject(balon4);

brBalona--;

label.prikaziTekst("Broj balona: "+brBalona);
if (brBalona==0)

label.prikaziTekst("Kraj! Bravo!");
Greenfoot.stop();

}

if (Greenfoot. mouseClicked(balon5))
{
removeObject(balon5);
brBalona--;
label prikaziTekst("Broj balona: "+brBalona);
if (brBalona==0)

label.prikaziTekst("Kraj! Bravo!");
Greenfoot.stop();
}
}




Igrica – Pčela i baloni
[image: image19.emf]U sledećoj igrici se pčela pomera strelicama na tastaturi. Pčela probuši balon kada naiđe na njega. Pet različitih balona leti gore-dole. Igrica je gotova kada se probuše svi baloni. 
Klasa Pcela:
[image: image10.png]import greenfoot.”; // (World, Actor, Greenfootimage, Greenfoot and Mouselnfo)
public class Pcela extends Actor

public boolean udario(Actor actor)

{

return intersects(actor);

}

public void act()
{
if (Greenfoot.isKeyDown("up")) move(2);
if (Greenfoot.isKeyDown("left")) turn(-2);
if (Greenfoot.isKeyDown("right")) turn(2);
}
}




_____________________________________________________________________________________

Klasa Balon:
[image: image11.png]import greenfoot.”; // (World, Actor, Greenfootimage, Greenfoot and Mouselnfo)

public class Balon extends Actor

{
protected int vy;

public Balon()
{

vy=Greenfoot.getRandomNumber(4)+1;

}

public void pomeri()

¢ setLocation(getX(),getY()+vy):

}

public boolean udarioGoreDole(int visina)

if (getY()<20 || getY()>visina-20) retum true;
return false;

}




[image: image12.png]public void odbijanjeGoreDole()
{
Vy=-vy;
}
}




_____________________________________________________________________________________

Klasa ZutiBalon:
[image: image13.png]import greenfoot.”; // (World, Actor, Greenfootimage, Greenfoot and Mouselnfo)

public class ZutiBalon extends Balon

{
public void act()

{
pomeri();
if (udarioGoreDole(400)) odbijanjeGoreDole():
}
}




_____________________________________________________________________________________

Klasa PlaviBalon:

[image: image14.png]import greenfoot.”; // (World, Actor, Greenfootimage, Greenfoot and Mouselnfo)

public class PlaviBalon extends Balon

{
public void act()

{
pomeri();
if (udarioGoreDole(400)) odbijanjeGoreDole():
}
}




_____________________________________________________________________________________

Klasa CrveniBalon:

[image: image15.png]import greenfoot.”; // (World, Actor, Greenfootimage, Greenfoot and Mouselnfo)

public class CrveniBalon extends Balon

{
public void act()

{
pomeri();
if (udarioGoreDole(400)) odbijanjeGoreDole():
}
}




_____________________________________________________________________________________

Klasa Soba:
import greenfoot.*;  // (World, Actor, GreenfootImage, Greenfoot and MouseInfo)

[image: image16.png]public class Soba extends World
{
PlaviBalon balon1,balon3;
ZutiBalon balon2,balon5;
CrveniBalon balon4;
Pcela pcela;

public Soba()

{
/I Create a new world with 600x400 cells with a cell size of 1x1 pixels.
super(600, 400, 1);

inty;

balon1=new PlaviBalon();
y=Greenfoot.getRandomNumber(360)+20;
addObject(balon1,100.y):

balon3=new PlaviBalon();
y=Greenfoot.getRandomNumber(360)+20;
addObject(balon3,300.y):

balon2=new ZutiBalon();
y=Greenfoot.getRandomNumber(360)+20;
addObject(balon2,200.y):




[image: image17.png]balon5=new ZutiBalon();
y=Greenfoot.getRandomNumber(360)+20;
addObject(balon5,500.y):

balon4=new CrveniBalon();
y=Greenfoot.getRandomNumber(360)+20;
addObject(balon4,400.y):

pcela=new Pcela();
addObject(pcela,30,200);

}

public void act()
{
if (pcela.udario(balon1)) removeObject(balon1);
if (pcela.udario(balon2)) removeObject(balon2);
if (pcela.udario(balon3)) removeObject(balon3);
if (pcela.udario(balon4)) removeObject(balon4);
if (pcela.udario(balon5)) removeObject(balon5);




Igrica za samostalan rad 

Kreirati igricu u kojoj se tri balona kreću levo desno. Baloni mogu da se probuše klikom mišem. Obezbediti u gorenjem desnom uglu prikaz broja probušenih balona. Visina cele igrice je 400 piksela, pa je zgodno balone rasporediti redom sa y-koordinatom položaja: 100, 200 i 300. Kao u prethodnom primeru Pčela i baloni, izdvojiti u nadklasu Balon sve zajedničko za balone bez obzira na boju (brzina, pomeranje, provera da li su udarili zidove, odbijanje). Obezbediti bušenje balona klikom mišem, kao i prikaz rezultata, slično kao u primeru Pet balona.  
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