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Sazetak

U radu se detaljno obraduje izrada programskog i1 sklopovskog dijela za racunalnu igru
,»Pong* koja se izvodi na Cetiri matri¢na pokaznika, a cijeli sustav se izvodi uz pomo¢ Arduino
UNO razvojne makete. Izrada se temelji na Arduino sustavu, S§to podrazumjeva i Arduino
razvojno okruzenje u kojem je izvrSen programski dio sustava. Dobiveni rezultat je

zadovoljavajué jer su postignuti svi ciljevi ovog rada, odnosno igra je u potpunosti funkcionalna.

Kljuéne rijeci: pong, Arduino, matri¢ni pokaznik
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Abstract

Pong game on Arduino with 4 LED dot matrix.

The paper elaborates on the development of software and hardware of a computer game
"Pong" which is performed on four LED matrix, and the entire system is carried out with the
help of Arduino development model. The design is based on the Arduino system, which includes
the Arduino development environment in which programming of the system is carried out. The
result is satisfactory because we achieved all the objectives of this paper, which means that the

game is fully functional.

Key words: pong, Arduino, LED matrix
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