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VNITRO




@7 TABLE

‘def table (n) :
for 1 in range(n):
for j in range(l, n + 1):

print(j ** 1, end="' ")
print ()




@) SAME ASCII

def print same ascii(text, list char order):
‘ for 1 in range(len(text)):
if text[i1] == chr(list char order([i]):
print (text([i], end="'")




PYRAMID DICE

e T ST e R T .. .
def pyramid dice(n):
counts = [0, 0, 0O, O]
for in range (n) :

counts[randint (0, 3)] += 1

print (0 not in counts)
min count = min (counts)
for i in range(len(counts)):
if counts[1] == min count:
print(i + 1,end="' ")




@) RECURSIVE MAX

def recursive max (1) :

‘ if len(l) > 1:
maximum = recursive max (l[1:])
if maximum > 1[0]:

return maximum
else:
return 1[0]
else:
return 1[0]

pe—————TEAEE——




FILTER CHARS

e T ST e R T .. .

def filter chars(text, prohibited chars):
for char in prohibited chars:
text = text.replace(char, ''")
return text
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OOP

% Objektovo orientované programovanie je paradigma
(myslienkovy vzor) programovania postavena na 3
zakladnych principoch
o Abstraktny datovy typ
o Dedicnest—

o Poelymorfizmus



_ TRIEDA

% Trieda abstraktny datovy typ (ADT) v OOP
o Vyrobna Sablona pre nové datové Struktury
o “Vyrobny vzor” pre tzv. objekty

class Square:& TRIEDA
def init (self, a):

f

self.a = a




_ OBJEKT

% Objekt - inStancia triedy, ma svoj stav a spravanie
o Stav - uchovavané data, hodnoty atributov
o Spravanie- funkcie; metddy patriace objektu

class Square:
def init (self, a):

self.a = a

Square (10) WOBO’EKT



_ OBJEKT

% Atributy a metddy su predpisané triedou
% Triedu mdZeme pouzivat’ ako novy datovy typ
(podobne ako int, string, bool, list..)

first = Square (10)&— pry¥
print (first.a) OBJEKT

f

other = Square (5)({-»,......... DRUWY
print (other.a) OBJEKT




% Specidlna metdda na vytvorenie objektu

o Konstruktor - inicializator

o Jeho ulohou je nastavit’ hodnoty atributov
o VzZdy obsahuje jeden atribut sel f

class Square:
def init (self,

self.a = a



VWTVARANIE OBIJEKTU

% Volanie ndzvu triedy Square () zavola konstruktor
(metodu init )

o Parameter sel f sa pouziva “skryto”
m nie je nutné ho pisat pri volani

class Square:
def init (self,

self.a = a
Square (10)



% Volanie print na objekte typu Square () zavola
metédu str

class Square:
def str (self):
return "Square: side {}".format (self.a)

s = Square (10)
print (s)




_ATtriBOT

% Datova zlozka (premenna patriaca objektu)
% 0Od lokalnych premennych odlisena prefixom sel f

self.a = a
self.b =D

class Rectangle:
def init (self, a, b): ‘




_ATtriBOT

% Pristup k atriblitom cez “bodkovid” notaciu
o Vramcitriedy self.attribute
o Cezobjektobject.attribute

class Square:

def volume (self):

return self.a ** 2
1 e ]
o = Square (10)

print (o.a) _ |




_MEeTtépa

% Funkcia ktora ovplyvni objekt, na ktorom je

definovana
% MaA pristup k atribitom objektu cez self

% Je definovana nad triedou

class Square:

def volume (self):
return self.a ** 2

1o = Square (10)

print (o.a)



_MEeTODA

% Pristup k metédam cez “bodkovid” notaciu
o Vramcitriedy self.method (params, ...)
o Cezobjekt object.method (params, ...)

class Square:

def str (self):
return "Square: " + str(self.volume())
1o = Square (10)

print (o.volume () )



MEA

l

class Square:

def compare(self, square):
if square.a > self.a:

print ("Other square is bigger")
else:

print ("I am bigger square'")

= Square (10)
= Square(11)
.compare (y)
.compare (x)

ey s T S —




I et

B o hionA

* % %

Vytvorte triedu Rectangle reprezentujucu
obdiZnik a dopliite metédy na vypocéitanie obsahu
(volume) a obvodu(perimeter) a vypisu (_str_).
r = Rectangle (10, 20)

praint (ESveiatiemEsie = 2078 ()

print (r.perimeter()) => 60
prEINE GEEEE s el e a =10 b=20"



BT U BROnA 2

* % %

e
RozSirte triedu Rectangle o metodu

compare (self, rectangle), ktora porovna
obsah objektu rectangle s obsahom self a
vypiSe kto ma vacsi obsah.

r = Rectangle (10,20)

s = Rectangle(15,15)

r SCompeciiccBEENEE MG ficic e Langle 1S
bigger”
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