BleE FEEIEET

ZIREE—IMEENNE | BB —LERD , RERY RS NEMIXERRD., FsLREIX
=3

BIHUBAREHEE LR EFNA T ERE—R B | BAAFEE—(TEE I XEF
MR, BESR 1 EMEXAMAY , SEBRN BN . WEERBAXNENEEL—MEF &
X MEFEREEER.

BRI MERATE A SRS | EXRFARENRFERINE | ©LReE% a5
TREBA ( KTFEARNWE X E/HFN , BEHREREBETORET ) .

RERS
HEA Python Bk REEZL% PyGame,

PyGame B—MEGiF K EEA Python FE , EIRHUIEIGLE. FERIKEHRT LIRS ZHIN
EBiEX PAITOEE.

10.1 T% PyGame

7R Py thon Bili M{RFEE L% PyGame, PyGame 2— MESiF 3L EEAY Python & , TifHt
SNEMEANIE. AEREEFRATLURE ZRINERE - RITHEE.

LERITEITE
o LHRA KIEREBRIFRFINRA (32 (i1/64)1%HE 32 BiFE 64 REE.
o LIPRR:RAFIALIERIA (Next->Next..) , S0 FEIFf7R

Thiz "wizard will install ppgame on your computer. Click Mest to continue or
Cancel to exit the Setup Wizard,

Pygame iz a Python wrapper module for the

SDL multimedia library. [t containg python functions and classes
that will allow you to use SDL's support for playing cdroms,
audio and video output, and keyboard, mouse and jopstick input.

Author: Pete Shinners, Rene Dudfield, Marcus von &ppen, Bob Pendlel
P?THON Author_email: ppgameisizeul.org
Description: Python Game Development
Mame: pygame
Ltl: hittp: £ A ppgame. org
Wersion: 1.9.2a0

Powered

4| 1 L2
Built Tue Mar 25 16:04:00 2014 with distutils-2.7.6
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10.2 kA

Step by step STRKIFRK
$£ 0 ¥ FTEHSRE

BIEEkAl  FE—LEGNES TR

BRTESE |, RV EOIE— N E RIS (mygame ) , & resources XK AREE!
XA | IXEHRAGEOUG A T8/ resources RIF IR, BRI QQ H= !
$—4 : ({RSMREEAY ) Hello Bunny (12, &F)

=17 IDLE FFAIMR | FTH— I A RIEE. EREERALUITNE
# -*- coding: cp936 -*-

# encoding = utf-8

# 1 - 8 PyGame &

import pygame

from pygame.locals import * #SAGBRTE

# 2 - ¥4alt pyGame FHRERTREM
pygame.init()
width, height = 640, 480

screen=pygame.display.set _mode((width, height))

# 3 - INEAREELS bunny (ERVEH

player = pygame.image.load("resources/images/dude.png")

# 4 - EIRITLATEERA9RS

while 1:
# 5 - BIRGER , EREERRES
screen. fill(0)
# 6 - LA 1e0*100 RFIX/NERE R

screen.blit(player, (100,100))



#7 - EHES
pygame.display.flip()

# 8 - MERABMSEMN
for event in pygame.event.get():

if event.type==pygame.QUIT:

pygame.quit()
exit(0)

IBERFEHRIERERT (BIRIRFER ) FanEA itgame. py, EFATERERDTLAEAES
1. S PyGame F, X—HLLRE(RAVFER FERRBEFRIRE.

2. #14att pyGame HIREERTREM.

3. NNERARAEEELS bunny ERKIEE.

4. BEIRATLATEERIAAS.

5. E4RER  BREBERNES,

6. RFZAINNEHEA] bunny Bl LA 100*100 FIX/NBRERFE L.

7. EEES.

8. MNERABMSM, RBHNE  BNEIELHBS  BEHER,

TR - 1R PyGame RIMAS | {RAEZVIA pygame . quit ()BT XA = BEIERE.

WNRIMAEETIXERARS (£ Idle EEFZ TR “Run\Run Module") , {REIZATLAB EI— N0 FRA7REY
Fs :



BB, RFRMETERSLT | FHESRMEME |
EERE—RAFEFM—RRENESE L, XTI ERRRIFABRIME, BT REMAY
BERHMEN—TIE.

L -t 2 ) 17—

BIaREFERasERNERE R  TTLABEAA—H screen. blit( )RR ERIRN.
B3 AT |, BEABBERGZERINTEARS (INFEEYERS )
# 3 - NNERERLSbunny(FRENE R

player = pygame.image.load("resources/images/dude.png")

grass = pygame.image.load("resources/images/grass.png")

castle = pygame.image.load("resources/images/castle.png")

XA AERAEREGIEENETE , ARICEMNERFER L. BUNRFRERENER | /R
SRNELEEEREN 640 x 480 IR , ATLURO R HEEIE R 2B =R %

fE#e INDRIFHE (IBRFEERS LZA) | RILATMCIEE game . py (MHEAIERS ) :

# 6 - Ll1ee*100fU K/NEREH
for x in range(width/grass.get_width()+1):
for y in range(height/grass.get_height()+1):
screen.blit(grass, (x*100,y*100))
screen.blit(castle, (0,30))
screen.blit(castle, (0,135))



screen.blit(castle, (0, 240))
screen.blit(castle, (0,345 ))
screen.blit(player, (100,100))

TEAMRERI , E5EIE x AMREIT for fEEMNENE |, TEIX/MEAGHIE y ARFRMENSIE |, HERISED
EEFERBIRERM x. y #irt. ZEEN—ARBAREHRERTREL. NIEFS  TEFE
M7

FEEITXMER | (RRBERGI TSR

B=F  iLRTFEER

THIFFEMI—EEIERENITER | Lt g R,

EHERX—R , (FEELIF— DR ERB—MEEE R ZSIET. (R LESRER—
BRI EEERRIE TRE.

NI TUISE! game. py B9#2 INDER (ERIR TR SHNEEZ/E) MHEERS

# 2 - #iRPyGameHEE R RE

screen=pygame.display.set_mode( (width, height))
keys = [False, False, False, False]

playerpos=[100,100]



XERRIBEIEFERT .. A keys % WASD INFICR EMNIRE. ARSI TED N—NME |
%_/I\T?E W, %: A _J'_J'o

playerpos TEEMIEFFHIRAHIFNABREIRME., FAXNENSBNIEHEBEIARER
VE  RE—MEFHBMENETE , AR ETLIE SIG A BsH FIXMIE.
MERFERIEINERINIIRAHIHE | (ERHRY playerpos BE |, §# 6 RIER:

screen.blit(player, (100,100))
B9
screen.blit(player, playerpos)

BTk ETRLRRHIR TR H5EEE | pyGame BITIRIN event . key HHERIIRERE 2
M,

f£# 8 1Ml event. type==pygame.QUIT Z/5 , MIMXLAAE (MNRE REHRIEER S
pygame.QUIT {HEAV4EHE) HIFERYERS -

2

# 8 - BNk, MERABHEMH
for event in pygame.event.get():
# check if the event is the X button
if event.type == pygame.QUIT:
# if it is quit the game
pygame.quit()
exit(0)
if event.type == pygame.KEYDOWN:
if event.key == K_w:
keys[@] = True
elif event.key == K_a:
keys[1] = True
elif event.key == K_s:
keys[2] = True
elif event.key == K_d:
keys[3] = True
if event.type == pygame.KEYUP:
if event.key == pygame.K_w:
keys[@] = False

elif event.key == pygame.K_a:



keys[1] = False
elif event.key == pygame.K_s:
keys[2] = False
elif event.key == pygame.K_d:
keys[3] = False

£ | XEERESTAE  MRFEER If BNt ARRERM.

BB N—RE B REIR TSR, AT I MERIE FEE RN MR T EE
BRI ErEERRE | RIEREEFENARETE.

BRfa  (RFEEH playerpos TEIEIHEIZ FHIEA , XAREET,
K THHCADARINZE! game . py RIKRE ( SEFH for EIMERIAY4EEZR )

# 9 - Move player
if keys[@]:

playerpos[1l] -= 5
elif keys[2]:

playerpos[1l] += 5
if keys[1]:

playerpos[@] -= 5
elif keys[3]:

playerpos[@] += 5
XERACIBRZEEBMREIRT , RAERINEGREFRHEEN x 5 y (& (BURTETHR)RZ
Py AZE ==

BITIXNIEY , (RREERLEI—HFNAE. —TZ wAsD i, Ialg , 37 !



SBIE: EERF

B RE%R FIVER] LABEE (RAVRSERZD) (B Rk R FERENREES REAR B
FT R 2RTERAERmEE— 175, ER=ARERTI , T TENER

5.3)
z = angle to rotate character

(2:4)

atan2(diff x, diffy) =2
atan2(5-2, 3-4) =2z
atan2(3, -1) =z

LB, 205 (5,3)RBFRIME | (2,4)RIRBRFRINE | (RELUBE N REEER AR
FA atan2 ZFAREGRIGIEEAE (2). SR, —BIRAEIEER , (RAILURIERN e R F.

MK DB RER AED RRATTLAGEL, EXHMEIREOZEEFRE EATNRRA 1]
TR R e—E AR MR,


http://www.raywenderlich.com/24252/beginning-game-programming-for-teens-with-python/screenshot-3

ERBEEXNRENAEUREEY L |, AHMEIX— , {RAETLAER
PyGameSurface.rotate(BE)RE , IMEHR—T , it , z BENE.

atan2 BREE Python fY math BERL , FRrEA1E#1 L5 AMEMN ¢

import math

XIS | 1B#6 BRfG—1T ( screen.blit(player, playerpos) iX{T ) &l FEAYLH :
# 6.1 - Set player position and rotation
position = pygame.mouse.get pos()

angle =
math.atan2(position[1]-(playerpos[1]+32),position[@]-(playerpos[0]+26))

playerrot = pygame.transform.rotate(player, 360-angle*57.29)

playerposl = (playerpos[@]-playerrot.get rect().width/2,
playerpos[1]-playerrot.get rect().height/2)

screen.blit(playerrot, playerposl)

HERATRE—T LERBHNERRE. EREERNRAEIMNE | AR MNMIBELN A
atan2 K& , Zf5 , {R/E atan2 IREIRVSNERE R EEL (BN BRIl 57 .29 8 360/2n).

RARFRIiEE , ENAEBERKE. MUMETERFIRUEFHCEE RS,

BIRIE TIXANE. MRIRRZT “WASD”HE , BRARXNFERMIZINZRITcE—H , (BNRRBIIRAY
BirR i | B !

$hi : §HEE , fF!


http://www.raywenderlich.com/24252/beginning-game-programming-for-teens-with-python/screenshot-10

REFNRFELXRLIBEHRENT , RIMREEHFINESHENET. itRFI LIRS ERAE
2485 ? BAARRIBIRAIREE |

X—HMAERER , BARURICRAME SHHNE , EREMNUE. EEFEEEIN CHE
BREMRE. 8%, BN #2 N0 NERF I ENTE
acc=[0,0]

arrows=[ ]

FANLEICRIRIGTERE | F_NLEICRABE. BEEZE acc IRFERE—ME35
THEMGPRERIBATIR. REF(ITLUEAXEERETERERNBRSLL.

FETK , T section #3 fUKREMNHSEEIR :

arrow = pygame.image.load("resources/images/bullet.png")

MIELITR AEEE , SEHESTH. 7 section #8 FIREIMAUTRBIERFHEHLHER
if event.type == pygame.MOUSEBUTTONDOWN:
position = pygame.mouse.get pos()
acc[1] +=1
arrows. append(
[math.atan2(position[1] - (playerposl[1] + 32), position[@] -
(playerposi[@0] + 26)), playerposl[0] + 32,
playerposli[1] + 32])

XEABIERAERrRET  MREESENEFUE , ARERRIEEIHEHIUET EHS
AURILERE, XNIEHERETFIE arrows $AE,

ETRRREREARR LEHSET . £ section #6.1 ZFAALITHRIG

# 6.2 - Draw arrows
for bullet in arrows:
index=0
velx=math.cos(bullet[0])*10
vely=math.sin(bullet[0])*10
bullet[1]+=velx
bullet[2]+=vely
if bullet[1]<-64 or bullet[1]>640 or bullet[2]<-64 or bullet[2]>480:
arrows .pop(index)
index+=1
for projectile in arrows:
arrowl = pygame.transform.rotate(arrow, 360-projectile[0]*57.29)

screen.blit(arrowl, (projectile[1l], projectile[2]))



ERAEAN=AREETILITEE vely fl velx, 10 ESEHEE. if ETNESEHES SH
5 NRENMERZSET. B for iIEDEINT arrows B EHBEN IEFERIS L.

INHETER. RMZE—RBBERRET BRI RIS 7.

FR L EZRREARE!

YR ARE T — MBEFI LIRS s ST ERIZRE, (BD TH AR I ATEA!

|'dr' 3

(3]
LI 1

T A
-ﬂ\lﬁl“lll:r ¥ -I. f ;

(KEIRARAIRE ! )

EXNMERF (RSO BE R R R, REE I RERESAHckHEIE, Frld , 1E3d)
W FIREETEMIRE TR

1. BRI NRIEI— MBS |

2, BMEMAYENNIX MNAFCEM IESEHIERRE L

Bt B TEXERAREIRINE] section #2 [5H :

badtimer=100
badtimer1=0
badguys=[[640, 100]]



healthvalue=194

FEXEBRAEEE T —MHTES ( LURE—&E ) LUESE —RENEE G HEi— R, (e
BRIRD badtimer HF| 0, AAEMER—NHIVE,

IS FEXERAASARIMR] section #3 J5 1fi:

badguyimgl = pygame. image. load("resources/images/badguy. png”)
badguyimg=badguyimgl

FERBRSE— T TRIEAERE A IIEAED. ST UERE T — M REIANAETIX MAZRIKEE
BEEBIHERK,

™2 | (ROAEFHERTXMERK, B TFERIEHRIIE] section#6.2 Z/F

# 6.3 — Draw badgers
if badtimer==0:
badguys. append ([640, random. randint (50, 430)])
badtimer=100-(badtimer1*2)
if badtimerl1>=35:
badtimerl=35
else:
badtimerl+=5
index=0
for badguy in badguys:
if badguy[0]<-64:
badguys. pop (index)
badguy [0]—=7
index+=1
for badguy in badguys:
screen. blit(badguyimg, badguy)

FHRE TIXERAED , 1] B—TH8E badtimer 2575 0, L badtimer E&AIEBZIZITHIREHER |, €l
E— N AVEHFEIRIRE badtimer, 55— for BIREFTERN X 445 , FRBEREERR L. NREFBFEL
FMpRIE, S AMEIEIR A HIRTEE.

AT ELRMCIBERENEREYL , BfiIw/Rs| A random F :
import random

&G, & while EQEEAMITE—{TLIBEKLL badtimer (B 1 :
badtimer—1



BRIE TSRS CAES |, IR RSERIEEREY |, RAILAASS. o, %R, mEEE=REn

BEFF , M AT ZREERIXEEMED ? 5 EiRkE !

E#6.3 /I\TPE— MBI index += 1 ZEIFINMI T :

# 6.3.1 - Attack castle

badrect=pygame. Rect (badguyimg. get rect())

badrect. top=badguy[1]

badrect. left=badguy[0]

if badrect. left<64:
healthvalue -= random. randint (5, 20)
badguys. pop (index)

# 6.3.3 - Next bad guy

IXERACASAFR B , QISRIERT x AMRME/VT 64 , NUMIBRIXSRKAISRENLER, 5 )2 0 RBYHERIAE aHE.

(EEERAILERERERIFS L)

REIREEFEITIER (RSEEI—IEREINERER. 2R EEEENEIER SR T ERNERE.


http://www.raywenderlich.com/24252/beginning-game-programming-for-teens-with-python/screen-shot-2012-12-15-at-10-16-43-pm

pygame window

Bt ESHRE
PR AR EBIRATEIERI EN B EHTRER | R AR CRIRE ?

BIHMRILETRTLARIGE | (RA AILMRIPMRAYRER SR | B5%  (RUEMEES MR | EaERLL

FEEMUBEMERIEIEAEIVENEE 7. WNRSTHE TEURRERDE | FESEsE.

£#6.3. 1 /N SE N ™M ¢

#6. 3. 2 — Check for collisions
index1=0
for bullet in arrows:
bullrect=pygame. Rect (arrow. get rect())
bullrect. left=bullet[1]
bullrect. top=bullet[2]
if badrect.colliderect (bullrect):
acc[0]+=1
badguys. pop (index)
arrows. pop (index1)
index1+=1

XERARBEE—MEETRAMS | if BAE2E PyGame WENICEMMER/ ESHERNRE. HABEL

RER FEFRFETT.



MRS TIER | (R RIS LS EFHFRIE T,

FI\E : RNEHENHNET

IRIEHRERY  AEENTEE. WMEREFE—TL B0  BEXLR T THEEAR.

EREERATSIUERNI—NH U D (PR SRR B =mpEr R RNT. BRI M B iE R R

PTEA.

BT IRT SR, FE#7 ANTIR0NINA0 RS -

# 6.4 — Draw clock

font = pygame. font. Font None, 24)

survivedtext = font. render (str ((90000—pygame. time. get ticks())/60000)+”:”+str ((90000-
textRect = survivedtext.get rect()

textRect. topright=[635, 5]

screen. blit (survivedtext, textRect)

FEARREEBERER PyGame BNAFACEEFIFIRER TN 24, AeER=REMTEZEREL. 25

I AN FEHIZFRL.

—ERIIEmSR. ERHERRIAIFEEHNCHERE. 0 URDER 3 /IVSEER

healthbar = pygame. image. load(“resources/images/heal thbar. png”)
health = pygame. image. load("resources/images/health. png”)

B EROCEREEHREDR. S NFRESTIRERE.

PRI MUREEH6.4 T (R E—5RI ) ZERSEnRERIFRL

# 6.5 — Draw health bar

screen. blit (healthbar, (5,5))

for healthl in range(healthvalue):
screen. blit(health, (healthl+8,8))

LFERRBEREHEIBNERFR , AeRIERERNTIRERSaHREE R,

MERTEFEITIER | (RET LB RIS,



Bhib - HErER

XEHA ? MRFTUS BB A |, BIERIGHEFET 0 |, iR RarEr | AMRUYRYULL , {RBIART LA
ST, XNIZITARER , (EIMEMRIXEE. (R R IIEw/mr s RmRi X Nk EET.
FTLATA I E N s SR (S BRVEE . (RAILURHEF BT HEN GRS EAIER, i iEint |
(RETLMGERFEH TRER T , AR NMENAIRE.

TEE— M IFERESTE

SNSREEIT T AIE)(90000 Zfbak 90 #)

o (FILE T

o REBFUHIERIRT

SNSRI EERRHERR T

o (FILE T

o IREFNERET

THEHERERITTE.
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¥ : {#H acc[0]*1.0 REFE acc[0]4EapY float i(ZmEh! |, MR AH , NRREEBRE—NEE

#{atean 1 8 2MAE 1.5.

K TERIEINE] game.py REE :

#10 — Win/Lose check
if pygame. time. get ticks () >=90000:
running=0
exitcode=1
if healthvalue<=0:
running=0
exitcode=0
if acc[1]!=0:
accuracy=acc[0]*1.0/acc[1]%100
else:
accuracy=0
# 11 - Win/lose display
if exitcode==0:
pygame. font. init ()
font = pygame. font. Font None, 24)
text = font. render (“Accuracy: “+str (accuracy)+”%”, True, (255,0,0))
textRect = text.get rect()
textRect. centerx = screen. get rect().centerx
textRect. centery = screen. get rect().centery+24
screen. blit(gameover, (0, 0))
screen. blit(text, textRect)
else:
pygame. font. init ()
font = pygame. font. Font (None, 24)
text = font. render(“Accuracy: “+str (accuracy)+”%”, True, (0, 255,0))
textRect = text.get rect()
textRect. centerx = screen. get rect().centerx
textRect. centery = screen. get rect().centery+24
screen. blit (youwin, (0, 0))
screen. blit(text, textRect)
while 1:
for event 1in pygame. event. get ():
if event. type == pygame. QUIT:
pygame. quit ()
exit (0)
pygame. display. flip()

XEEEBRIRIKAUIER |, (EREREHRY.



F— If EONEEEZINE , FEMERNERSHER S MTERIERR. 25, —MAEN
if IEOREIREMRAIERRN T , FEREMREIER,
SR RFEE MRS KEHIFREG |, BBAXLEGIRSTHINE. K NEAACISRNINER 3 £55RAY

g -

gameover = pygame. image. load ("resources/images/gameover. png”)
youwin = pygame. image. load (“resources/images/youwin. png”)

\ N E&#4i
# 4 — keep looping through
while 1:
badtimer—=1
XN

# 4 — keep looping through
running = 1
exitcode =0
while running:
badtimer—=1

running TEIRITIPRERLR , exitcode TEIRIFIEEmM S T2 7.

Bz , MERALASHMERESET | B ! ]



£ 10 ¥ RENEFRNETAR!

XN ERRASE  JRERER ? BARKRE 7 AR ? B R mEa el BN S
B,

PyGame MNEFHENESHGIAIEEER. BLfRERtES:s | BT :
pygame. mixer. init ()

RIEINHERNRIES | FFRESER

# 3.1 - Load audio

hit = pygame. mixer. Sound(“resources/audio/explode. wav”)
enemy = pygame.mixer. Sound(“resources/audio/enemy. wav”)
shoot = pygame. mixer. Sound (“resources/audio/shoot. wav”)
hit. set volume (0. 05)

enemy. set volume (0. 05)

shoot. set volume (0. 05)

pygame. mixer. music. load C resources/audio/moonlight. wav’)
pygame. mixer. music. play (-1, 0.0)

pygame. mixer. music. set_volume (0. 25)

R ERBHAZHEER NS IV B EN SIS 2 (BEFE pygame.mixer.music.load X—f7—

—X—TIHFRAERER , TTRESREFHES.
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TEEMECE. ] W | (R REMRI R E RIS ME SR, & NESER TR CIEREH -

# section6. 3.1 after if badrect. left<64:

hit. play ()

# section 6. 3.2 after if badrect.colliderect (bullrect):
enemy. play ()

# section8, after if event. type==pygame. MOUSEBUTTONDOWN :
shoot. play()

ZIRBITIEN , (RERIYFIEAIEERS RERETERIR SR | IFIARTEER T ! ]
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