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YRATEAL www.pygame.org F# Pygame, EHAERIIEME RAMGENIRA, R @dEHabl T (HA,
fRi%E Python #i%A ? BATRERAEABEXNRI T, AW HGEE2:, RiF! 3 www.python.org T#;
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1 >>>importpygame
2 >>>printpygame.ver
3 1.9.1release
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g
pygame.cdrom
pygame.cursors
pygame.display
pygame.draw
pygame.event
pygame.font
pygame.image
pygame.joystick
pygame.key
pygame.mixer
pygame.mouse
pygame.movie
pygame.music
pygame.overlay
pygame
pygame.rect
pygame.sndarray
pygame.sprite
pygame.surface
pygame.surfarray
pygame.time
pygame.transform
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1 ifpygame.fontisNone:

N

3 exit()

) Hello World

FREFF IR EATE 25— Hello world 727, (HAR R B4R H LS 1M T, IHERNRATEMRK ! S P
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print"The font module is not available!"

#!/usr/bin/env python

background_image_filename="'sushiplate.jpg’
mouse_image._filename="fugu.png’

importpygame
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frompygame.localsimport*

#SN LU I BRI &
fromsysimportexit

#17) sys BHE—AN exit BREH KIB R R

pygame.init()
#HEHL pygame, A FH T o £

screen=pygame.display.set_mode((640,480),0,32)
#OE T A EH

pygame.display.set_caption("Hello, World!")
#IEE A5

background=pygame.image.load(background_image_filename).convert()
mouse_cursor=pygame.image.load(mouse_image_filename).convert_alpha()

#INBIFF S

whileTrue:
AR E I

foreventinpygame.event.get():
ifevent.type==QUIT:
#RE IR R R R
exit()

screen.blit(background, (0,0))
#¥ s EE

X, Y=pygame.mouse.get_pos()
#ARAF AR B
X-=mouse_cursor.get_width()/2
y-=mouse_cursor.get_height()/2
#IHEOUAR A AL E
screen.blit(mouse_cursor, (X, y))
#AChRE b2

pygame.display.update()
FRI T i
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convert < AU E GHAR A A A Surface AR, FRINEGE BUE UG SN MOX A4 (F8 B BR
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EAREPH, /T pygame.event.get() ks A EAE, XK GITHRITERTA I AGBEAN o WA 18
f pygame.event.wait(), Pygame it &5 2 —ANFEAFA GRS T2, BUIHEARLE T TSR RT3 41—
FE, R— D — A — R R AN KRS, RO R A TR B SBEM s 1 54— A 7 ik
pygame.event.poll()siir—2, —HIAH, EoMRIEMAERE R E—NESLWEMS, 83— Ak
A" TRE—AEHEMHE:

24 e - < S5
QUIT F 4% T 5% PRl none
ATIVEEVENT Pygame # s 8 Fas gain, state
KEYDOWN B unicode,  key,
mod
KEYUP BB OT key, mod
MOUSEMOTION RARE Bl pos, rel, buttons
MOUSEBUTTONDOWN  #ri% F pos, button
MOUSEBUTTONUP R AR pos, button
s . .
JOYAXISMOTION gﬁﬁmjoysu(:k or pad)® joy, axis, value
JOYBALLMOTION HixkER(Joy ball)?# 3 joy, axis, value
JOYHATMOTION Je T Wi(Joystick) 25 5h joy, axis, value
JOYBUTTONDOWN W TtE joy, button
JOYBUTTONUP TiE XA joy, button
VIDEORESIZE Pygame & H4 i) size, w, h
VIDEOEXPOSE Pygame & H # 7 4 7 none
(expose)?
USEREVENT fi kT — NP S code
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<Event{4-MouseMotion {'buttons": (0, 0), 'pos': (433, 112), 'rel: (1, 2)})=
<Event(4-MouseMotion {'buttons” (0, 0, 0}, 'pos’: (435, 118), rel" (2, 6)})=
<Event{4-MouseMotion {'buttons': (0, 0, 0}, 'pos". (435, 120), rel” (0, 2)})=
|<Event(4-MouseMotion {'buttons’: (0, 0, 0}, 'pos’: {435, 123), 'rel': (0, 3)})>
<Event{4-MouseMotion {'buttons’: (0, 0, 0), 'pos’ (435, 127), el (0, 4)})=
<Event(4-MouseMotion {'buttons": (0, O) pos (436, 128), rel: (1, 1)})=>
<Event{5-MouseButtonDown {'button”: 1 pos (436, 128)})>
<Event(6-MouseButtonUp {'button': 1, 'pos” (436, 128)})>
<Event{4-MouseMotion {buttons': (0, 0, 0), 'pos”: (436, 130), 'rel (0, 2)})=
<Event(4-MouseMotion {'buttons” (0, 0, 0}, 'pos’: (435, 132), rel" (-1, 2)})>
<Event{4-MouseMotion {'buttons': (0, 0, 0), 'pos" (434, 134), rel" (-1, 2)})=
<Event{4-MouseMotion {'buttons” (0, 0, 0}, 'pos” (430, 138), 'rel" (-4, 4)})>
<Event{4-MouseMotion {'buttons’: (0, 0, 0), 'pos" (428, 140), 'rel': (-2, 2)})=
<Event(4-MouseMotion {'buttons”: (0, 0, 0}, 'pos': (426, 140), 'rel: (-2, 0)})>
<Event{4-MouseMotion {'buttons': (0, 0, 0), 'pos": (424, 142), rel: (-2, 2)})>
<Event(4-MouseMotion {'buttons": (0, 0), pus (422, 142), 'rel (-2, 0)})=
<Event{5-MouseButtonDown {'button': 1 pas (422, 142)1)=
<Event(6-MouseButtonUp {'button': 1, 'pos™ (422, 142)})>
<Event{5-MouseButtonDown {'buttan‘: 1, 'pos': (422, 142)))>
<Event(6-MouseButtonUp {button': 1, 'pos” (422, 142)})>
<Event{5-MouseButtonDown {'button’: 1, 'pos': (422, 142)})= {
<Event(6-MouseButtonUp {'button': 1, 'pos" (422, 142)})> |
\<Event(5-MouseButtonDown {'button': 1, 'pos'; (422, 142)})>
<Event(6-MouseButtonUp {'button': 1, 'pos" (422, 142)})>
<Event{2-KeyDown {'scancode': 56, 'key': 308, 'unicode': u", 'moa’s 4086})=

DDDDGO‘
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FAVXEAEH 1 wait(), PUOVKAFER AT EA R A RIRHE S5 aT L 1. 3EH 1 font BEUKR R Cy (aTH
YD, A

importpygame
1 .
frompygame.localsimport*
5 fromsysimportexit

3 pygame.init()
SCREEN_SIZE=(640,480)

4 screen=pygame.display.set_mode(SCREEN_SIZE,Q,32)
5 font=pygame.font.SysFont("arial",16);
font_height=font.get_linesize()

6 event_text=[]

7 whileTrue:

8 event=pygame.event.wait()
event_text.append(str(event))
9 AR 1) 4475

event_text=event_text[-SCREEN_SIZE[1]/font_height:]

é HIXAY) PERAEIRIE T event_text L H AR5 —AN s i 30
ifevent.type==QUIT:

1 .

1 exit()

screen.fill((255,255,255))



y=SCREEN_SIZE[1]-font_height

2 #HR—ADEEREEME, & NEITIBERERE T

1 fortextinreversed(event_text):

3 screen.blit( font.render(text,True, (0,0,0)), (0, y))
#LUE

1 y-=font_height
#ESE T

1 pygame.display.update()
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Fo BUl, IR A (R0, 0, 0)BCN(0, 255, 0), XURAEEZ M E K FRM —FE, AU, Lhril—T
HAKRE. ... ALLUEIRTE4 TS — A DUEELEEL 2 S !

RAEFEVRB SRR L T RAER, 1E3AAIE T Pygame 2 2 A KIS . AT — MR IREE
/&1 pygame.mouse.get_pos () K732 a0l BRIz E, BRI S 4FnT DUE R

KB RARE
MOUSEMOTION =i {F 1R AR fERI g k42, EH =S4

e buttons - —MEH=AEFICH, =AMESNR R, REAIGE, 1L TT .

e pos- HaAfET ...

o rel - RERTIAEIEES FU A Bbs SR BEES
A1 MOUSEMOTION 2&fel¥), #A11:25 MOUSEBUTTONDOWN 71 MOUSEBUTTONUP 751, B4
FHW B AR T IRZHE, VR AT EMIERR A TR, IRERT A BB UK (W HE
23O WHEMT . ENNSEON:

e button - BEED T A s, XAMERK TR E
e pos - Al L—#f

A ERF I
SRR TR S L AL, S KEYDOWN 711 KEYUP, A — /Mol 7ok i 5 s s sh — 28 -
background_image_filename='sushiplate.jpg’

1

2

3 importpygame

4  frompygame.localsimport*



5  fromsysimportexit

6

7  pygame.init()

8 screen=pygame.display.set_mode((640,480),0,32)
9 background=pygame.image.load(background_image_filename).convert()
10

11 x, y=0,0

12 move_x, move_y=0,0

13

14 whileTrue:

15 foreventinpygame.event.get():

16 ifevent.type==QUIT:

17 exit()

18 ifevent.type==KEYDOWN:

19 #EBHILT?

20 ifevent.key==K_LEFT:

21 T IR T7 I B, A8 X ARARYs—
22 move_x=-1

23 elifevent.key==K_RIGHT:

24 #AT7 E BN 0 —

25 move_x=1

26 elifevent.key==K_UP:

27 #EALLT

28 move_y=-1

29 elifevent.key==K_DOWN:

30 move_y=1

31 elifevent.type==KEYUP:

32 #URH FHOT 185, BsiAZES) [
33 move_x=0

34 move_y=0

35

36 # ST AR

37 X+=move_X

38 y+=move_y

39

40 screen.fill((0,0,0))

41 screen.blit(background, (x,y))

42 #AEFIALE i

43 pygame.display.update()

AIAVBATIEAFEF I, 4% J7 gt n] AU ER2 s, HR%ESE! AR AGEL —Fa—TH....K
AR TIE? L R R SINAZALE R ELE T A2 1?7 Pygame X AL A......

B, ORI R AT A S bug, [ERIMRAD, REATE TSR AL, NER—T4Rm LT,
ALK ILA? Python A B 4t iR BUZ X, ALEERHE AT E 2 L — RUNBRIBL,  EHATH CEE AT L.

KEYDOWN #1 KEYUP () S5 iR T -



o key - I FEUCETBOUTHISMA, £, sk BRAE AWTRUAE, BT Pygame s fRAT S H
Kooxx ck#&or, thins-tka e K _a, i K_SPACE fl K_RETURN %.

e mod- GETHEHERE, WHE mod & KMOD_CTRL 2 H(1ifi, /M FR4 T T Ctrl . 25
it KMOD_SHIFT, KMOD_ALT.

e unicode - U3 1% MR Unicode i, X AT s AUFEEAR, L IEULREIE SRR irdk A K H L
Ui PRI 0, AT I 7R 2 R

L SiSue

FEARE T AR AR, A R FTA ST TV I ABRBRATVGm N —FE . than, R% Wiy ot T
PRITERR, TR AR ST I, R$%et A#RAEDT 1. BAINAZE —A Ik s —Se A TANE SR )
HOE CHIRBATAT DA A HE IR B SR S, (BRI 7 VEE AL EATIRA AR NFRA I A 51, hiHETE
[T EIEESXXX ile"—RE), $411# F pygame.event.set_blocked (34442 ) k5. W54 172 St FE
g, ATLMEIS— M, il pygame.event.set_blocked([KEYDOWN, KEYUP]), Wi yr% & 2% None,
AFRERIFEARITI 7. SZAENE, FA1EH pygame.event.set_allowed () kiE T iF 4.

PR

WHEBRMAT 24, Pygame w2 EXS NSt rTEL 1, AN IO HRA 175 2R — 221k, B dnsRqR (]
JEURRII A, B TR P 1R AL 3k

N T PR, AVEE R, AR E:

my_event=pygame.event.Event(KEYDOWN, key=K_SPACE,
mod=0,unicode=u"")

#RWAT LM N IXFE S, Bl RHETEWN (HFEZ 7.0
my_event=pygame.event.Event(KEYDOWN,
{"key":K_SPACE,"mod":0,"unicode":u' '})

pygame.event.post(my_event)

A W DNH

PREZE LA AN 5e 4 H g R asii i, A RmBriis, A e s, (ONARSEDR — 1

CATONKEYBOARD=USEREVENT+1
my_event=pygame.event.Event(CATONKEYBOARD, message="Bad cat!")
pgame.event.post(my_event)

#REFRIFE
foreventinpygame.event.get():
ifevent.type==CATONKEYBOARD:
printevent.message

oONOUTL P~ WN B

RPN RRE, URER, —8E MRz BEFRSEE N EA RS 7 &8 T At Re, B
~nEERRENTES, HSHRE .
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OK, FNZUF R R A 1o e N TT LTS RE L AR T2 — e R 5 | N i B dm i AR ERI R, B o 1 el X
FFESARAT, EOLF5 A TG B e — Tk BEREATIE, AT PALEARS U3 5 2 b2

s B OSSR R T, AERARIUINE, pygame.display.set_mode(xxx) &8 & —MiiE
A, e oA

ERER

FAWEE —MEF A 7~ iEa)

1  screen=pygame.display.set_mode((640,480),0,32)

witR FEANSEHREE, BIANTHEE A S E Y FULLSCREEN I, StaefS 2 — b b v
1  screen=pygame.display.set_mode((640,480), FULLSCREEN,32)

R WERFHIFEF A4 I8, RATREHN T 2 AR R E 5B HIK T, Prel i o e o B il 4f,
A EHF

FEARET, BARATREmUIHe 7 — A, AR AT AR I M AR SR A ROHL &% S B A

1 >>>importpygame
2  >>> pygame.init()
3 >>> pygame.display.list_modes()

Bl
background_image_filename="'sushiplate.jpg'

importpygame
frompygame.localsimport*
fromsysimportexit

pygame.init()
screen=pygame.display.set_mode((640,480),0,32)
background=pygame.image.load(background_image_filename).convert()

O 0O NOULTL A~ WN B

==
= O

Fullscreen=False

=
w N

whileTrue:

==
[§ NN

foreventinpygame.event.get():
ifevent.type==QUIT:
exit()
ifevent.type==KEYDOWN:
ifevent.key==K_f:
Fullscreen=notFullscreen
ifFullscreen:

N N R B2
= O W 00N O



22 screen=pygame.display.set_mode((640,480),
23 FULLSCREEN,32)

24 else:

25 screen=pygame.display.set_mode((640,480),0,32)
26

27 screen.blit(background, (0,0))

pygame.display.update()
BATEAMERR, BRNERE I, 4207, Bt arasw Db MUk . BrmRaaEis, MizEihe
UITS P
A RST BN

BIR— BT & AR IR B R/, pygame FIBRA IR & HRAMTRY, sk b, R 29 St A
RE AR o B RN, BATR DA — S SHORSASX AN ERMT .

background_image_filename='"sushiplate.jpg'

1

2 .

3 importpygame

4 frompygame.localsimport*

5 fromsysimportexit

g SCREEN_SIZE=(640,480)

8 -

9 pygame.init()

10 screen=pygame.display.set_mode(SCREEN_SIZE, RESIZABLE,32)

1; background=pygame.image.load(background_image_filename).convert()
12 whileTrue:

15 .

16 event=pygame.event.wait()

17 ifevent.type==QUIT:

18 exit()

19 ifevent.type==VIDEORESIZE:

20 SCREEN_SIZE=event.size

1 screen=pygame.display.set_mode(SCREEN_SIZE, RESIZABLE,32)
22 pygame.display.set_caption("Window resized to "+str(event.size))
23 . .

4 screen_width, screen_height=SCREEN_SIZE

-5 # 1K HL S T

26 foryinrange(0, screen_height, background.get_height()):

>7 forxinrange(0, screen_width, background.get_width()):

28 screen.blit(background, (x, y))

29

pygame.display.update()

(€8]
o



2R ORI, SndE B B TR ), X BERAT12E S B AN Ei 4 VIDEORESIZE, T &
WN A 25

o size — ASAUUUL ENTHURHENT, size[01N, size[1]7H
e W —
e h — —HTH f 2FOEHERA, TARNT

ERTEIRR Windows 7 64bit _Figf7 I, — S8 & HoR/NgiAEZHGR H s 78 Linux Algs BIRIEW, iz R
GG (Pygame it R RE3247), A ARSI #AN 2 58 Bl s i 1R/, AN K .

ETRIBMENTE D55, B AALELNE FERRERE 1, AE5A.
Hite. BEEA

BATEA — L HAR ) Boniial, (ERDITA FERAE RGO Ol windows, &R ELEGRAT I Linux K ATHK
HRBL R, — ekt & Dt 04 5l FULLSCREEN, X2 OK .

IR MEFE R (surface RAFBUERAFR, WIMATEE RIEED, JRLIUN 25—

screen=pygame.display.set_mode(SCREEN_SIZE, HWSURFACE |
FULLSCREEN,32)

MIRARSE AT X vl (FEH) DOUBLEBUF Wi &, Xue — MBI ER T, AicfS/RE M H
pygame.display.flip()kiil#i & . pygame.display.update() 2 45 3m B 5T i Som, XA B SR

.
FABAUE— N X rRIERE, AT DU Bl BRICE St A th R, 2R AT — BB, B EREAMENS, 4

558 VM Show — PRl BRI ES, X FRBINE FZEARZIRA S BRI SR, & 2INHE A TR
() AR W SRIRAT P HRAR, AR A ARG RINE, A AR NS A8, S FEER B# R R -
B, AR AR SRBE R SERMIN R T o UG U AR AR > o DX, BRI A5 4 e 7%,
AN R AR T h FE

&4 OPENGL 3, X2 — 21 Z M KI3D g mtist. A —HEAH TiXMEX, pygame F1/1)2D
PR A ARER 1, BAN LU ST A 2

RIRIRPEARIRE , FEAG R T — N ERSHL MRS, — & A T AdE 2 Wb A
F TR TR QR mTEL, By ) ~JSEAy

F Python #1 Pygame Ejifxk-MA\[12¥EiH (4)

EIMH, 8. LA 2011

AESH BA, SIREAHE 733C, RHFEZAMENET ...

TS RREBERTW], AFHiE B4 B A EX R e
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AR F AR — L R AR
AR

BB LRV, — Nk, BEAREBUAA T, WP WITHEA ME B B B ST IR T
A A RN RN AR AT S22 1. Pygame T LLERR IR e 74k, B thn] DU TTF 524, fiA &
HUIK AR AR ETER AT 4. 9 T 714, IR A Font MR, X REH W74

1 my_font=pygame.font.SysFont("arial",16)

B—ANSHRTHL, BoAARRE KRN, — SR Arial " FATERE RGHR AR, WREAZNNE, w
S —ABOAR A, ZAABOA AR NMRER G L, RtnT LUE A pygame.font.get_fonts()k
RIFHEI ARG A W TR I8 — AL RJTRR, AR TTF B75:

1 my_font=pygame.font.Font("my_font.ttf",16)

KAERIME 7 U my _font. tef”, X ANTHEZ Fr U2 RO AR AT DS 74 SR RET Rk — 2o K, @S P
PLES BT TR E N T . —BARBIE 7> font MR, fkwl al LAMEH] render J7i2R S5 1, SRJAHLAE blit 2
IS S eE

text_surface=my_font.render("Pygame is cool!",True, (0,0,0),
(255,255,255))

BB EETHI T B oASERNMURME, DOSRREITRHEL, Hogi True MG A S tLECTE,
AT NI E A — R 5 = SHR TR, ISR S, WU ERA T R (RREE]D,
IR LA X 509 A2 5

N A TR T SO RER], A IR R RN B b, TR AR B R SO

my_name="Will McGugan"

importpygame

pygame.init()

my_font=pygame.font.SysFont("arial",64)
name_surface=my_font.render(my_name,True, (0,0,0), (255,255,255))
pygame.image.save(name_surface,"name.png")

AUl WN

BN — AR R 30, RXAEJR AR A MR ) SR UG, SRS A TS o Ak, R AR
B A M, BEEIRESR P SCTTE S0, AR50 unicode, Bl u”iSC Sy XA, & A AZE TR
SCAF BB AR SO S N B R, BARRIATELE T Python fIZAS 7T (S0 R . 28— ]

# -*- coding: utf-8 -*-

# A0fE BTRBXAT R AR, T HARAF SO g A —E
importpygame

frompygame.localsimport*

fromsysimportexit

pygame.init()
screen=pygame.display.set_mode((640,480),0,32)

O O NOUTL DA~ WN B



10 #font = pygame.font.SysFont("#{£", 40)

11 # LAJE Linux 7747, 7631 Windows 7 64bit FAMT, XP ARIEAT AT
12 #font = pygame.font.SysFont("simsunnsimsun", 40)

13 #H get_fonts()BEFEEES [ XNMFHAL, ARV ErTPLERER T
14 font=pygame.font.Font("simsun.ttc",40)

15 #XAJELGE AT, Prelid TTF SCAOR ISR

16 text_surface=font.render(u"{x%f",True, (0,0,255))

17

18 x=0

19 y=(480-text_surface.get_height())/2
20

21 background=pygame.image.load("sushiplate.jpg").convert()
22

23 whileTrue:

24 foreventinpygame.event.get():

25 ifevent.type==QUIT:

26 exit()

27

28 screen.blit(background, (0,0))

29

30 X-=2 # SCFRBIKIRIE, S AT
31 ifx <-text_surface.get_width():

32 x=640-text_surface.get_width()
33

34 screen.blit(text_surface, (X, y))

35

36 pygame.display.update()

Pygame [{j4R 403

PR 2 AR, ELtn A7 U I i Pygame slJciE N, B SUPFIRA AN AE . FEEEn R

>>>importpygame

>>> screen=pygame.display.set_mode((640,-1))

Traceback (most recent call last):
File"<interactive input>", linel,in?

pygame.error: CannotsetOsized display mode

NOoO ok~ WNH-

XA R AR 7 1

try:
screen=pygame.display.set_mode(SCREEN_SIZE)
exceptpygame.error, e:
print"Can't create the display :-("
printe
exit()

AUl WN =



szl & Python MIFRHE SRS ERR 1, SEPrriiok (BEREF) , SRR SHE KEE 1, WRR
HEERINA, Bz IRUIX— &, Pygame 2 —+£(1.

Pygame HJZEREAEIX HL, oA HHT — L m BN, N —kWiE, JUTRIFEARTE 1~

H Python fl Pygame 5i#-MA[12EE (5)

BN, 14, LA 2011
XU AL e e £, AT HIS2 REH PR S Aitip]

FRL A X A M ) T MR AL, R B SRR 2] GRAER BORBEAIL R T XANEED, IIT K& =1t
THA ARG, SRTHRBHRZ BRI AR IE AT X LR F ZEF IR e AL 5E

BREIBT

FLRoRat, REEEDIEGRH—DDRE, ZHREGER. ETREDHRNE WA HZH e, —
~1280x 10241 Eor s, AE1310720ME 3K, — K328 RGB R4, B MR R AT LUER16.7 3 it CA]
DB 51— — Kk 2] DR DR SR, AT LS — A MERFRERIX A £ F T~

1 importpygame

2 pygame.init()

3

4 screen=pygame.display.set_mode((640,480))
5

6 all_colors=pygame.Surface((4096,4096), depth=24)
7

8 forrinxrange(256):

9 printr+1,"out of 256"

10 x=(r&15)*256

11 y=(r>>4)*256

12 forginxrange(256):

13 forbinxrange(256):

14 all_colors.set_at((x+g, y+b), (r, g, b))
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15
16 pygame.image.save(all_colors,"allcolors.bomp™)

BATH A L8, IRBAZSEA R bmp BIESCH, FIOTERRCRIE CHLsealie BRI 2R RO R B D

BERBS

R MR T, TR A IR S s, FSE EARAT VAR S A it Obe=
Jit), mifERE LR =R ORAL0E  (RGB), ZERERZIMEMZ AR, FE¥ET—T GUEEFEN
PhotoShop #FEIE, VeryCD B T, VISR IRIERER) ~

AT m 256 MR8 N E 2 RGB I BE st Re AR KB e, FATR A — 4 Python BIAS N 5:iX A~ AR

1 #!/usr/bin/env python

2 importpygame

3 frompygame.localsimport*

4  fromsysimportexit

5

6 pygame.init()

7

8 screen=pygame.display.set_mode((640,480),0,32)

9

10 defcreate_scales(height):

11 red_scale_surface=pygame.surface.Surface((640, height))
12 green_scale_surface=pygame.surface.Surface((640, height))
13 blue_scale_surface=pygame.surface.Surface((640, height))
14 forxinrange(640):

15 c=int((x/640.)*255.)

16 red=(c,0,0)

17 green=(0, c,0)

18 blue=(0,0, ¢)

19 line_rect=Rect(x,0,1, height)

20 pygame.draw.rect(red_scale_surface, red, line_rect)

21 pygame.draw.rect(green_scale_surface, green, line_rect)
22 pygame.draw.rect(blue_scale_surface, blue, line_rect)
23 returnred_scale_surface, green_scale_surface, blue_scale_surface
24

25 red_scale, green_scale, blue_scale=create_scales(80)

26

27 color=[127,127,127]

28

29 whileTrue:

30

31 foreventinpygame.event.get():

32 ifevent.type==QUIT:

33 exit()

34

35 screen.fill((0,0,0))



36

37 screen.blit(red_scale, (0,00))

38 screen.blit(green_scale, (0,80))

39 screen.blit(blue_scale, (0,160))

40

41 X, Y=pygame.mouse.get_pos()

42

43 ifpygame.mouse.get_pressed()[0]:

44 forcomponentinrange(3):

45 ify > component*80andy < (component+1)*80:

46 color[component]=int((x/639.)*255.)

47 pygame.display.set_caption("PyGame Color Test -
48 "+str(tuple(color)))

49

50 forcomponentinrange(3):

51 pos=(int((color[component]/255.)*639), component*80+40)
52 pygame.draw.circle(screen, (255,255,255), pos,20)

53

54 pygame.draw.rect(screen,tuple(color), (0,240,640,240))

55

pygame.display.update()

AP SR T, T B E) 7 — &gk 2 AR (pygame.draw), FATLUE A4, BIETHHE. £
ZAGITE, R HARBESI=A R, AR T =HEE, THEA FREE AR, Ehmd EORar e
B2 RGB =/AMUfA.-

HEANTE T AP, B E RS RER, BRSNS KRR G R 0, A —BEEE T,
ER K, BRI, AT REHR B LIS K BRAR A 5 S R R

BRE BT

“F OIS AR RS IE U, B R R SR T U A A e AR . — ok Ui, fEEUE Y RGB
TF—MUETUA—ANT L IEN, BIEE KSR T (i RGB A5 2BHUT LA REFREIEE —T). &
AIAREE ] LS — a0t e Bt ok, B AR 1.

REZRK AT LIRS, WAl T LN, it 225, A FFECER M EUERZ 255, Fril— B,
PR EI78255 ¢ {8/ Python i A E s min, FRATUAG RSB FE, MAZ U T . WERIRIRR)Hr I
R, BHEOARE G e el e, ik T ECRI (. 1 H RGB ANH] BE 23, it LI PRI 48 R
!

BerRs

R ERATEFERG I, n—MEFERE — N RIEE SRR, ESma OB G, AN
gk, XA TR DACRILARTE, IXEHEEA T8 H 2R GH .

FATH —Fhnu i L ¢E3EE (linear interpolation)” () 7 KX HE1E . AT A FEE b a €, 347
PIX R R 5 5 — P R Z T LL— AN 0 L2 R /INEL, ARG FEIN B3R — PP Eait AT 7. W XA,
SRR RS M, 2L, SRR R TR NN S A TR .



#!1/usr/bin/env python

1

2

3 importpygame

4 frompygame.localsimport*

5 fromsysimportexit

6 .

. pygame.init()

8 screen=pygame.display.set_mode((640,480),0,32)

9

10 color1=(221,99,20)

11 color2=(96,130,51)

12 factor=0.

13

14 defblend_color(colorl, color2, blend_factor):

15 ri, gl, bl=colorl

16 r2, g2, b2=color2

17 r=rl1+(r2-r1)*blend_factor

18 g=gl+(g2-gl)*blend_factor

19 b=b1+(b2-b1l)*blend_factor

20 returnint(r),int(g),int(b)

;; whileTrue:

23 .

24 foreventinpygame.event.get():

55 ifevent.type==QUIT:

6 exit()

27 .

58 screen.fill((255,255,255))

29 .

30 tri=[ (0,120), (639,100), (639,140) ]

31 pygame.draw.polygon(screen, (0,255,0), tri)

32 pygame.draw.circle(screen, (0,0,0), (int(factor*639.0),120),10)

33

34 X, y=pygame.mouse.get_pos()

35 ifpygame.mouse.get_pressed()[0]:

36 factor=x/639.0
pygame.display.set_caption("Pygame Color Blend Test -

37 %.3f"%factor)

38

39

40 color=blend_color(colorl, color2 , factor)

41 pygame.draw.rect(screen, color, (0,240,640,240))

pygame.display.update()

FEX BT, BB/ NERURBER 2 T 7 I EE" KERIE "ATMEL 7 4% 2 [T AZ, S BuS L color 14T color2,
PREER BT P FE (i A2 1 A !



SRELUH T BREMOF, REHE, EstEn, 2ESRFPRRN, g |

F Python f1 Pygame Siftk-MA12EE (6)

BEW7s, 21, LA 2011

B TVNEER, AT DUERT SN R 2 — s ARG 17, 4, B2 B, EEURIR R AR & ~isinss RRERAN
N TR 5K E R, AE T IEEITR], 3BU—MER A S AR AR RE thah A IR, AR A R0 B
BB . X2D ik, FIGRATREE LS. MTSE, 3D Sk AR KRR

HANE IR, X BIEREDR T, ZAUK RBG KR, ElskFERAEEH RGBA K&, X4 A & alpha,
WAt R EY N, [HthZ 0~255, OfUER5EaEN], 255R EEANEY], ME100XFEINEy, RE
GrEM . ARAT SR Z Rl S Alpha sssEm [ f, B M EA A

AR EARZAF RGBT (R ARZE %0, i JPEG. PNG 55, Pygmae #FREMRUFHISCRY,
HASZHRF M E -

e JPEG (JoinPhotograhpicExperGroup) WO A, —ME%%48.)pg B . jpeg. FUESFANL. M _E
R FEAHR R XA A% 2. X — R SRS 5 3, SRR FUE A S8R, (BT 3ot R R 4
IR 2 R A SCRRE N .

. PNG(PortabIeNetworkGraphlcs) W RATHE ) — Mg, SCRRER, TfiEgd. o TM ikt
B SR TS SRR AR R I 4R

o GIF W HEHMIRZ, CREEHMZE, R HEeA256M 5, Bk - AR

e BMP Windows ERbRERIGH A, ToHEdd, REREERSRK, —RAEH

PCX

TGA

TIF

LBM, PBM

XPM

% Fl Surface %%

%t Pygameiiith, In#kE H it pygame.image.load, 43¢ — N CAELR G B4 R— surface %t %.
SN HIEG R &AHE, surface X %Fa 17X AR fRA] AKR— Surface % 3 TiRE . A5
B SR ERE . Ho b, AW HE 4 surface, pygame.display.set_mode mtiklal 7 —ANF%E surface
PO

{2 Surfaces %} %

—FO5 RN K pygame.image.load, X/ surface 15 & G AR KR FRIZit; 5 oh—Fo5 e 1
SE TR —AN 2210 surface, BRG] #1256 % 25614 %11 surface:

1 bland_surface=pygame.Surface((256,256))

WERARE RST S TBAmt B — AR R/
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REE AN ZHOTIE, 55— /2 flags:

e HWSURFACE - MU TRITHHY, B! A HiF A% E, Pygmae 7] LLE Sk,
e SRCALPHA - £ Alpha &l surface, WHRARTFEEH, #EIXMEI. XANETEHFES
ZHN32~

/NS H0E depth, A1 pygame.display.set_mode H ff—F¢, R AT IANE 32, Pygame £ Hah %A1 display
— 8. AR URE T SRCALPHA, i ¥ A320E:

bland_alpha_surface=pygame.Surface((256,256), flags=SRCALPHA,
depth=32)

¥4 Surfaces

WHEIRAHER surface BLEARN 7, A thvrs 230X surface Feiie— T AP S TERE, &0s—IF
O (AR Py r R0 8 P

background=pygame.image.load(background_image_filename).convert()
mouse_cursor=pygame.image.load(mouse_image_filename).convert_alpha(

)

A RMEN A, MHET display: & —f)2 alpha @iE R Eik . WRIR% convert 8% conver_alpha
—A> surface X RAENSE, AR SHAEN BAr Rk #e.

$ETExt R (Rectangle Objects)

R il 5 A DX {6, R TR AU, LU i 1Y) — 8 50 IZR PH . #£ pygame FRAE X RARD 9
IR ETT A A — N e s e, BEEPTS R ITc s BTN EONE FARRR, SRR AT ARR

Pygame ' —> Rect 25, HIRMEMEFIEFIE N SR (ALF7E pygame.locals #, FrLAWIRARE T from
pygame.locals import *tn] DL EF HIX NS 7)), ol

my_rect1=(100,100,200,150)
my_rect2=((100,100), (200,150))

# EFONEERIDTVE, ORI R R
my_rect3=Rect(100,100,200,150)
my_rect4=Rect((100,100), (200,150))

a »h W N =

—HA T Rect X1 4, AR LA HAMIE 2800, Eeinifsear EAKN, Hilbr— SRS AP, DEs
S A, SR ENAKAERS 0T LIZE http://www.pygame.org/docs/ref/rect.html H#83] Rect [3E4H{E S .

ByR(Clipping)

I T AR AT R R 75 Bl B 0 — Ay P B B SR L, R BRI, TRl NSRS AE T AN
RIJFAZIG BN AR tho CREF AR BN . O 1Sk IX — 51, surface AT 7 — MW & BIIX 5 €lipping area)
AP, i MER, & TR 2, Wil g LTI, A RTREAXEN GRS
BB HABKIAL B ORFFAAS, BOATEOLR, XX BRI 5 . JATHT LML set_clip Kice, i1 get_clip
SRIRAG XA XI5


http://www.pygame.org/docs/ref/rect.html

N LA 1 Qs XA EARR R AR 11X 35

1 screen.set_clip(0,400,200,600)
2 draw_map()

3 FHAEFEN FE MY

4 screen.set_clip(0,0,800,60)

5 draw_panel()

6 #AE 77 HISE FRTR

F1H (Subsurfaces)

Subsurface i /&4 —> Surface 1 HHEL— Surface, iC4E4/k4: Subsurface b % PHK)IRHE, [F R [E
RFMH FHE AF. XA LARIREH Ky, R pygame.font 1] DL SRS RASEE )7, B 2, Jiknl b
TEEEE R, XRMERT DIEEN T/ (RSO 35T & B — AN R, AN LR ik R
— 5K R i AT R KRR, AR5 R Subsurface 8RN AR TSR, BUE T X RE:

1 my_font_image=Pygame.load("font.png")

2 letters=[]

3 letters["a"]=my_font_image.subsurface((0,0), (80,80))
4 letters["b"]=my_font_image.subsurface((80,0), (80,80))
% Surface

SETEAT I AT AR —Rh s 57 354, JEAS surface 3 _E— Rt

1 screen.fill((0,0,0))

[FIRE AT DASR S — MR g SRS 8 7 GX ] DMy — M e 735D -
#tE Surface HIBR

HATREXT Surface M B AR R E — MERER T, BRBINBEAANS K AM, HIERE T .
set_at Jyiknl MM ENX — 5, E MBS ECRARPRANZI L, I 1/ BAS S BE AL 72 D7 o 1 A

1 importpygame

2 frompygame.localsimport*

3 fromsysimportexit

4 fromrandomimportrandint

5

6 pygame.init()

7 screen=pygame.display.set_mode((640,480),0,32)
8

9 whileTrue:

10 foreventinpygame.event.get():

11 ifevent.type==QUIT:

12 exit()

13

14 rand_col=(randint(0,255), randint(0,255), randint(0,255))



15 #screen.lock()  #RPURHLS AEIXP A lock AT unlock FER T

16 for_inxrange(100):

17 rand_pos=(randint(0,639), randint(0,479))
18 screen.set_at(rand_pos, rand_col)

19 #screen.unlock()

20

21 pygame.display.update()

3X/8 Surface LB%

set_at #1556 get_at AT DATERRA MO M3, EHe— AR IR [FI4E e AL bl R te. AikidfE get_at 7Exf
hardware surface #/ERIREIRNE, 145 %S 2 hardware 19, Fr VBRI N !

i Surface

24 Pygame 1f surface FIEZ FGKIE, B2 surface 8iE, DMRIEASE H MR T, ExZ b
FAS. BB Bsh k4 1, BT RHE T EEATIRAF R, i BmEper, SRm1004 5, Bams
BB 1000k, IERRAHEM AR L, HHUTER MR T i,  HSzIRBEGEHI K, BUONBLERIAL
PMERE AR, XA SR ZERIEA KGR k. ARG S o~ B 24150 N2 52 R 1)) 2

MIRFENBIIE, —EAEEILMHE, 50 pygame A ATRERR BN . B LTHKF]T T REB &, (H2
FaETR) bug AT ERE )

Blitting

blit fr) i SCRH R 28 N AN LI e, W] LRz HU%i% (bit block transfer), Hs SR> PHiff—
#i8 73B G P G B X AP I A 1 55— AP, P 2 B 9L

blit & X2 M it 2 e, BAWERTHARFH L 2B, AZUl 1 blit ica —M L, AR
ERM L, Eean @ frame_no MMERI SR, FRATAT LAEAE o (R —EI B A EALED 1 5157 4
I

1  screen.blit(ogre, (300,200), (100*frame_no,0,100,100))

RUIRPERE AL, T TR T ...

IRZUATIRERF PO, B4 R EIE T #. BERIRE REE M7y, [ERZIEnE, T
— kPR I B~



F Python f1 Pygame EiR-MNIT2EE (7)

BN, 4. 7NH 2011

AT E—AEIEH T pygame.draw H i) SEpR 8, IXMRBURIE R AR Bk B2l A EE. st b, 1R
DAAINEATATE R, RO X S kil fE— Nk (283 Asteroids /2, XA —4 HTML5S it
To WEVIHA T ? 84 Flash iE, 24318

ZESIZOCRAE R R (LM E 53, BGCE e A K~ )

pygame.draw HRE I —ANSEE L surface, ARG Bift, HiEae— RV, FEA S HEHL
BRI NS EniE, THENLERARER, (0, 0)RFEA M. MiREMER 4> Rect S5, A& T 245,
XFER AT LR 5 {58 FE S8 J AN 43 T

B fER
rect Q"%J%Eﬂ&
polygon M2l (ZAK=ALLERL
circle Q"?EJ
ellipse 2 A [
arc QA?EJI?JLK
line |2k
lines il — R 2L
aaline ﬁ%J ES LR
aalines  Zfil— &V 4

AT A TEGHBL .

pygame.draw.rect

Hi%: pygame.draw.rect(Surface, color, Rect, width=0)
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pygame.draw.rect 7f surface [ ii—/ME, BT surface fil color, rect £:52—AMETEII AR FIZE T 544,
R TR OEENE, WIHZ . TATHE — A4 M Bk ——fill 77, S REic/AmiE. 58k fill vy
Reib o th— i, B4 fill Rk 5E il

pygame.draw.polygon
Hi%: pygame.draw.polygon(Surface, color, pointlist, width=0)

polygon st &% 14T, HiERELl rect, FH—. H . HUKSEHEEMHER, KA polygon &85 —R 5144
FrIFIER, AR TN

pygame.draw.circle

Hi%: pygame.draw.circle(Surface, color, pos, radius, width=0)
IRMATE, E— AR SHARARIRE, SRR AR AR S
pygame.draw.ellipse

Hi%: pygame.draw.ellipse(Surface, color, Rect, width=0)

PRETLAE— ellipse A G — M IR, F5E b, el DA — MRS k. pygame.draw.ellipse
IR = AN EU X AR MEFETE o

pygame.draw.arc
Hi%: pygame.draw.arc(Surface, color, Rect, start_angle, stop_angle, width=1)

arc ZMEE P —#H 5 ﬁﬁuﬁﬁﬁﬁiﬁiﬂﬁﬁﬂiﬂ‘ﬁé}ﬁﬁo (EeRAE AT, FEA fill 77k, start_angle Al
stop_angle AFFUEFILE A FLE .

pygame.draw.line

Hi%: pygame.draw.line(Surface, color, start_pos, end_pos, width=1)
PAME A RIAAREE ] A

pygame.draw.lines

Hi%: pygame.draw.lines(Surface, color, closed, pointlist, width=1)

closed &2 —Mi/RAZE, 1B 57 2 H— KRR LA K G (Rl polygone —#£ 1), pointlist
FE—AN s .

FHEEPRALEA aaline A aalines, Bulfk i aE T sk (antialiasing) "2k B4 ik im i 4T H—
s, BRI A S BRI AN T, XA VAU R L R OX 5, SEOR B —F, A

AT — RS B 7R — i A AN i

1 #!/usr/bin/env python
2
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12
13
14
15
16
17
18
19
20
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22
23
24
25
26
27
28
29
30
31
32
33
34
35
36
37
38
39
40
41
42
43
44
45
46
47
48
49
50

importpygame
frompygame.localsimport*
fromsysimportexit

fromrandomimport*
frommathimportpi

pygame.init()
screen=pygame.display.set_mode((640,480),0,32)

points=[]
whileTrue:

foreventinpygame.event.get():

ifevent.type==QUIT:
exit()

ifevent.type==KEYDOWN:
# AT REERT UE B R B R AR
points=[]
screen.fill((255,255,255))

ifevent.type==MOUSEBUTTONDOWN:
screen.fill((255,255,255))
# LAY
rc=(randint(0,255), randint(0,255), randint(0,255))
rp=(randint(0,639), randint(0,479))
rs=(639-randint(rp[0],639),479-randint(rp[1],479))
pygame.draw.rect(screen, rc, Rect(rp, rs))
# EFEHLE T
rc=(randint(0,255), randint(0,255), randint(0,255))
rp=(randint(0,639), randint(0,479))
rr=randint(1,200)
pygame.draw.circle(screen, rc, rp, rr)
# IRAFHE0 RS S B
X, Y=pygame.mouse.get_pos()
points.append((Xx, y))
# AR RO B
angle=(x/639.)*pi*2.
pygame.draw.arc(screen, (0,0,0), (0,0,639,479),0, angle,3)
# AR RO B AR
pygame.draw.ellipse(screen, (0,255,0), (0,0, X, y))
# M BRI T AR G 3 i B
pygame.draw.line(screen, (0,0,255), (0,0), (X, y))
pygame.draw.line(screen, (255,0,0), (640,480), (X, y))
# 1 e
iflen(points) >1:

pygame.draw.lines(screen, (155,155,0),False, points,2)

# MPUEEEA—F, AALRMAEN, FAER, IR [
#if len(points) >= 3:



51 # pygame.draw.polygon(screen, (0, 155, 155), points, 2)
52 # AU R N — R

53 forpinpoints:

54 pygame.draw.circle(screen, (155,155,155), p,3)
55

56 pygame.display.update()

BATIRAMER, LA RS A R T EERT DLEFITIG. FIHMXA R R %A a4 HHERT,
FARATRE — MR REFP RS .

FXKOIE, SO gt BB BIBETHT T, BSERREOMEAZ 1. IR ZRRER T AE SRR
PHSRAE RIEANZEL T (GalGame K2, T UTTAR AT 21 ek b shim il -

Fl Python £ Pygame Ei#R-AATREE (8

A, 16. 73 H 2011

R LERATI TR 1o HU R AN S T XA — A EORZE0, AR A )" HiK I 5 1
VREAT, “EshRAEXT R, SRR, FREERR T, AR, i i A, SIAE A
A2 22 510 ?

KJVE VR AR U7 2 S AR AR, i 55k, WRIRAIIE, SEBORR, B AR e
Xt 1 (B Bk 17 )!

BLSRATE T K, I Sk RS A F R AR (5 iR AR e 1), mufiede, A7 Leah fEstn] ARER 1A
FEUE, Az BN, ORMEEKGZE DMEE A ATEE, AT UABR AV ek, #AE, X ADRWCR AT ... BUE
i, H7EE SRR ERNITEEh MBS OCHAZZR IR 58, —Amiasl, wlaeg EafifFE
AEF ISR AN 2l BATA ZRE LR R0, R 2@ s S, #RA BRI A s H

iR

XML T 1A, FPS (Frame Per Second) &3 kA4 ) e K IH 16, R AEZHEE T, M
5 DUF AR A AR HIE


http://eyehere.net/2011/python-pygame-novice-professional-8/
http://zh.wikipedia.org/wiki/%E5%90%83%E8%B1%86%E4%BA%BA

FORACAE LAV I & — R AL T /2 24 FPS; 30FPS B Ah] DA% Bra SR L2 (M4 48 1 ; LCD 11, 60FPS
e H AR, Pl DR AT AR i Bt et A8 LT s 4 R ZHUER AHTCIE 709 70FPS LA_E i i

g

HRE3)
FAVENRE — oI IHaE A EZGE 30, JATE I AR 7 rh B AR 26 f8 F L3l R

O O NOUL P~ WN

W W WNDNDNDNNNNNMNNRERRFRERRRRRFBRRPRRFRR
N, OUOUONOOTULPDNWNEFEFOOVUONOUPAMNWNEREO

background_image_filename="sushiplate.jpg’
sprite_image_filename="fugu.png’

importpygame
frompygame.localsimport*
fromsysimportexit

pygame.init()

screen=pygame.display.set_mode((640,480),0,32)

background=pygame.image.load(background_image_filename).convert()
sprite=pygame.image.load(sprite_image_filename)

# sprite [FEh x ALk
x=0.

whileTrue:

foreventinpygame.event.get():
ifevent.type==QUIT:
exit()

screen.blit(background, (0,0))

screen.blit(sprite, (x,100))
x+=10. H#UWRAR NS RER I LA R T BT, AT AN el h— L

# WERBINH bR 1, SR BT aah Bk St
ifx >640.:

x=0.

pygame.display.update()

HAIRRAZ FHE AT X += 10 AKAEX M BR -, A, ZAZhE R 22 D2 EIXAMEE T
FEAR T, BN AZ R, TARrHgsiE R R E, et Tk, R AZRAITEE R

K TR

A MR B3R R AT, LIS R T EiE AR, B 1R ZRNE b i 2P T 2 i,
NIRBATA RevE & BT a2 N —iH. pygame.time Bias JA 148t 17— Clock HUXt 5, fE3ATAIELIR )



1  clock=pygame.time.Clock()
2 time_passed=clock.tick()
3 time_passed=clock.tick(30)

BAT R T A Clock x¥ 8 28 “AT R RR I — D BRI (=R SB=ATA A, £
B MEATINEE, Wag tick T FINERZHORRON 1k B, SRR, Bt 2 i
PRATAT I CPU B8 1 ! (B AR o AR, FARRACR I o B2 XA 7, A LEmH bl as e REAS
A2y BCEENER RS, LRI AN BRAME, AT E— P AT R T Bk BA T3 mRCR

AT EAHEARRNIES EAE B RCR, AL A EME GIHEX MR ERER, Sprite) 1HER
P XAERITE, MG BIZ S I TR R R, RAHIRCR R R T, iRl e, ORI BRI
KlE B — R ~

EX: FEIFSEE1008E , TEERaEE TSR HrtERET=R.

100m

L

3
[

s L oy

A
SS(TEIVE (558 ) 85 . BEUERETTE , RS lsiEEs TR
BIE=A BEEE100m , SR SHESHMANE , —/E3AR.

BRI pen , EeEan,

TEMEERE | S50 ; EERCEES , SR25m,

&=

EEEL BTSS0S E RO ESTEHINEE.

ST , S L ERREEAT R EATE , A RS .

TAHE B s e SEBRR A — 1, Bk A1/ ) LR I3 25018 R, X FEES— AN bt E A2 522,560,
BAVRTFEFNIE, M E—WOFRRI £, NSO T 20858, XANERER, @R EgT 17, Wt
#£250 * time_passed_second. At EATKIKISZIH) time_passed &=, AEE TF:LI1000.0, 4583k
TR MO =8l 0.2518 %, XFEEinT DIEEER T, ANk IXRE (1038 5 5 7 A P ...

1 background_image_filename='"sushiplate.jpg'

2  sprite_image_filename="'fugu.png'

3

4 importpygame

5 frompygame.localsimport*

6 fromsysimportexit

7

8 pygame.init()

9

10 screen=pygame.display.set_mode((640,480),0,32)
11

12 background=pygame.image.load(background_image_filename).convert()



13 sprite=pygame.image.load(sprite_image_filename)
14

15 # Clock %} %

16 clock=pygame.time.Clock()

17

18 x=0.

19  # HE (BER/M

20 speed=250.

21

22 whileTrue:

23

24 foreventinpygame.event.get():

25 ifevent.type==QUIT:

26 exit()

27

28 screen.blit(background, (0,0))

29 screen.blit(sprite, (x,100))

30

31 time_passed=clock.tick()

32 time_passed_seconds=time_passed/1000.0
33

34 distance_moved=time_passed_seconds*speed
35 x+=distance_moved

36

37 # AT, XHEF640R EREINEAG M AR
38 ifx >640.:

39 x-=640.

40

41 pygame.display.update()

47, BAEAVE VRIIHLES 2 IR B AT LS AR ZEML R AOTRIRIL, ANIRE R, A [FIBE 4 ik
JEHRE BN T o IRZEREIEIRXANTE, RSO, I a2 22 R R 2

FERB3)

A A EA BT, AR RANEZEE), RSB R R, R TR, AN IR
AR VLR B, SR EORE, SRR A RIEEE R T C~ WTRRIRE A TS A, RES AT

background_image_filename='sushiplate.jpg'
sprite_image_filename="'fugu.png’

importpygame

1
2
3
4
5 frompygame.localsimport*
6 fromsysimportexit

7

8

9

pygame.init()

10 screen=pygame.display.set_mode((640,480),0,32)



11

12 background=pygame.image.load(background_image_filename).convert()
13 sprite=pygame.image.load(sprite_image_filename).convert_alpha()

14

15 clock=pygame.time.Clock()

16

17 x, y=100.,100.

18 speed_x, speed_y=133.,170.

19

20 whileTrue:

21

22 foreventinpygame.event.get():
23 ifevent.type==QUIT:

24 exit()

25

26 screen.blit(background, (0,0))
27 screen.blit(sprite, (X, y))

28

29 time_passed=clock.tick(30)
30 time_passed_seconds=time_passed/1000.0
31

32 x+=speed_x*time_passed_seconds
33 y+=speed_y*time_passed_seconds
34

35 # FIEI SN e 5]

36 ifx >640-sprite.get_width():
37 speed_x=-speed_x

38 x=640-sprite.get_width()
39 elifx <0:

40 speed_x=-speed_x

41 x=0.

42

43 ify >480-sprite.get_height():
44 speed_y=-speed_y

45 y =480-sprite.get_height()
46 elify <0:

47 speed_y=-speed_y

48 y=0

49

50 pygame.display.update()

OK, XXHIzaligtii®iX e A& M, maWAdskhrprigizs) OtHE22D 0, A2
AR — T . AR EAMFIEAMES X Fy, BLERRGAR A, FREAIGIANRE, BEEHEE
EFERAT AT AT A L dH



H Python f1 Pygame Ej#xk-MN[T2¥EE (9)

W75, 18. NH 2011

ERBATHRE T &, AEARRERE MR, R Sriafiiod, FERmits mi s Hd. Xt
T EATRE, ERENFRE, JLAE iTIRAMIRER S ERIXAD, KRR NIARS .. AR EAITE
FHXFE ER ——HATBUE T R (087, Rtk 5e k1. MUK RIS, svrsile A a1 50
iR EATHE T A IS, A EMRRIE, W RE AR SR N, RIS RE, 2 ot
SR, T EBRATIECAS ? AN, B A, (HERIEAENVE TR, BT ERA T R BRI BT K
MIBAEFTE I TR, e RAREI  NIREFNE AR5 T4 4710

N IrEAT AR B TR RO TR R, AR T NOZ I ) R ?

iz 1, BEIAAICAE AR B AR R R R Bl B, AL E AR, WERIRARIEM 22 M, &
U APERIL, KRR SR I

SIARE

MV BIE i E, =HEthEAL T, iR iashi e AR =48, EmiE 4 BLUs 1Rkt~

A R AR IRIR,  (10,20) % 40050 E . Bt —IEDER R, RMERES, ERWE x THTE10, y
Ji AT 20, PrAAskR(0,0)00 ErE(10,20))5, #LElA 1 £(10,20).

I B AT DU AN R R OR, W R, A 2idia & AB 238 1 B, A& AB a2 (30, 35) - (10, 20) = (20,
15). FAIBEERERIFIE BA 272(-20, -15), LR FE AB MIAE BA, BARKE -, HET AR,

point B
(30, 35)

vector AB
(20, 15)

. point A
(10, 20)

£ Python v, 3RATAT AR — NIRRT & (RARFAEN SERE— 4 ocdl, BEROyREARZ T
B, UE FHRARSE O

1 classVector2(object):

2 def__init__ (self, x=0.0, y=0.0):

3 self.x=x

4 self.y=y

5 def__str__ (self):

6 return"(%s, %s)"%(self.x,self.y)
7

8

9

@classmethod
deffrom_points(cls, P1, P2):


http://eyehere.net/2011/python-pygame-novice-professional-9/

returncls( P2[0] - P1[0], P2[1] - P1[1])
FH#IATAT DAE FH T IR 792K B A p 2 Ja) g )
A=(10.0,20.0)
B=(30.0,35.0)
AB=Vector2.from_points(A, B)
printAB

a = PMAEFEF WORLRNRRKFHROR

JEE EART L, PREUBIR AT @ AN IR U] TR ? AR B 3E, w US55 Python (4 FE4EFS .
RIEAIR/N
e PR K/ AT A R B A ISR Sk IR B, A B PR RS 2% A SE 2R TS AT 5 T

1 defget_magnitude(self):
2 returnmath.sqgrt(self. x**2+self.y**2)

X VAIMAZININI Vector2 8L, FATHIFERZ 7 it REREE /. B, HIE TG E5I A\ math .

L AUALCT =

Ik, A EATE AR S R, B RIRN T, BATAT AR AN A T R R RS B
A7 EEARCRF R () S BRI B, R R N AL R, BRATE AT AER A 8 T AR AR T (R B R
B x Ry SEECHIRIAEHO - B A B, X B g (IERRD 46, ARDIRILRIE:

1 defnormalize(self):

2 magnitude=self.get_magnitude()
3 self.x/=magnitude

4 self.y/=magnitude

it normalize J7ALUE,  EMUK T — MM E, BAFEGHAH? RIS FES.
HRZEH

AT TE, & Bl Ak, @il AB ik, CNA B2k, @it BC #ik; CEIZM A HANIL, #fs
2 AC,



vector BC
(=15, 10)

vector AC
= AB+BC
(5,25) +

point B
(30, 35)

vector AB
(20, 15)

. point A
(10, 20)

RN R — e s Wit AC = & AB + [j& BC. [ INETHE T AN 28k H
(20, 15) + (-15, 10) = (20-15, 15+10) = (5, 25)

AT RN, BATRAR] T B INEEFEEN . RS, Bk FRE, T8 T5 R A AR, Al
PLE S fEHSIE— T o ACRER IR i

1 def__add__ (self, rhs):

2 returnVector2(self.x+rhs.x,self.y+rhs.y)
3 def__sub__ (self, rhs):

4 returnVector2(self.x-rhs.x,self.y-rhs.y)

PANTRIZES "N RS, 7F Python i — Bt 2 BB EE, WRAKIE RS T EMMB % 71:) 34
SR, THIRSIRIE — S, siesniEix B super RACE Vector2mf RS 18, Asctnit. ASidkix B R oRpift
i, Phd— T 2

ATINkiE, ASTeBRANE? A AN AR FEIRERIF AR AP A R E S, M AR BRI/ B — L
HSpr e, MERTIAE, RN/ 46/ D . i

vector A
(6.0, 5.0) AT20
(12.0, 10.0)
& @ &
/ﬂx *-0.5
(3.0, 2.5)
@

1 def__mul__(self, scalar):
2 returnVector2(self.x*scalar,self.y*scalar)
3 def__div__ (self, scalar):
4 returnVector2(self.x/scalar,self.y/scalar)

A R AE A A RS RA A LB N R RES, BB kniE —4E se M A 21 B, HhialA 101, B4



TREIRM, D B BT (B-A)/ L0V SR, R AL E N BTl T R S ?
Lk ginil e

BAWRNEM MEROEAEE T, Atk g — i n iz, HABRINCES T EINRE (FAAEh
K2 5TPEKR.... JREIG A RN ERD, BT, RER), SRFEERE LHINE T (Ar L8 H
easy_install gameobjects fij B[ & ek ). N2 —ME I

fromgameobjects.vector2import*
A=(10.0,20.0)

B=(30.0,35.0)

AB=Vector2.from_points(A, B)

print"Vector AB is", AB

print"AB * 2 is", AB*2

print"AB / 2 is", AB/2

print"AB + (-10, 5) is", AB+(-10,5)
print"Magnitude of AB is", AB.get_magnitude()
print"AB normalized is", AB.get_normalized()

O O NOOUTL A~ WN B

==
= O

# SRR

Vector ABis(20,15)
AB*2is(40,30)
AB/2is(10,7.5)
AB+(-10,5)is(10,20)
Magnitude of ABis25.0
AB normalizedis(0.8,0.6)

e N e e e =
oOoNOULTP~AWNDN

52 1) B A0 R B
KPP T 7 XA LEBATLART S A E N 2, /NaAME RS R R be A Bl sh, R

background_image_filename="sushiplate.jpg'
sprite_image_filename="fugu.png’

importpygame
frompygame.localsimport*
fromsysimportexit
fromgameobjects.vector2importVector2

O 0O NOUTL A~ WN K

pygame.init()

==
= O

screen=pygame.display.set_mode((640,480),0,32)

=
w N

background=pygame.image.load(background_image_filename).convert()
sprite=pygame.image.load(sprite_image_filename).convert_alpha()

==
[§ NN


http://code.google.com/p/gameobjects/

16
17
18
19
20
21
22
23
24
25
26
27
28
29
30
31
32
33
34
35
36
37
38
39
40
41
42
43
44
45

BARX M F BT A L R AB AR A, (HRIEHE heading TR CH, WithE Amizs), M REEA

clock=pygame.time.Clock()

position=Vector2(100.0,100.0)
heading=Vector2()

whileTrue:

foreventinpygame.event.get():
ifevent.type==QUIT:
exit()

screen.blit(background, (0,0))
screen.blit(sprite, position)

time_passed=clock.tick()
time_passed_seconds=time_passed/1000.0

# S A N IR T8 R T T

destination=Vector2(*pygame. mouse.get_pos() )-Vector2(*sprite.get_size()
)2
# AR L RO E B AR A E )
vector_to_mouse=Vector2.from_points(position, destination)
# [ ERARAL

vector_to_mouse.normalize()
# XA~ heading n UG il fTREE, (FJ2H TIXFERIZHE, IR Bt Al ol

# AR BIE RS, hisizs), @i LLENEeE . a7 AR T 5230 .
heading=heading+(vector_to_mouse*.6)

position+=heading*time_passed_seconds
pygame.display.update()

P ARAR S T~ R 12
BER S

WnASEATE 2 X2 T RSN ERRSEE, — BT Bahik, steealE e BaE NBOSHLERRCR, —AZ %

W E—F i, Frifshm, AR WLk, AXTET—WETR R A AR IR i s

A8t IR TRDA THEEL IR ) AEAN [F) PR RE (7 SN L_E3RAS— B shim Ok ;

i A EOR T SIS (i Rk AT 57 30, 423D MIfRoL N, R Vector3fErI LA 1.

AR SR T KB 1 2
6 T, AT B AR L D T e .



H Python 1 Pygame Eijxk-MAN[12EE (10)

AHIH, 26. N H 2011

A TCIIE R LRI NIE R, RO AN L BRI oy LR, A4, AR RRERE
FHA VR, ZAMRMIITREGRS AT 3C ZHAVER:, MEB AR R LR H 457, HPx e
ANUREAT, ANSERREIRE R R XN, AUAEAE S A AFTERR i, BRI R AT N R X
A, B TAEGEAL, SRR TGOS, W EH QRS S, Tl s, 2 T PLEE B
Mk, SEEFERBRIVERE, Xt GRS T FH .

BN, BAIURE 7t e LRl , BT At 2252 > — Niskh A N AR T EERS —
ATk F P R N SE I, AR AR R T 2

WRB &

DI R SR T B b R A A0 X AN R Eash s A\ o SR W] DA BR AT ORI RG22 A 3R A, T
PREE SR T TS AL B A . A XA BEE FEA R NIRRITAE, TRk P a i s it 7 5y
MR EIR N EIBEEEOR, NOAZ R B BORBEE &, B B BRI A5

B
AT MR 2 R T AR TR,
DUERE PR B, ZEACHTE QWERTY 8t (BB 7t Sf A 22 EataniE 1), RIS By HAl RSk

rssE, Hoan AZERTY B, Seabdo@B i, WsRIRBELE St i I =5 18 BIX LR R A 7 B AR B, DA
S A [P ANKIE

PLATEE 8 RSt 7 — R, AR 2 T pygame.event.get() BT A4, X4 event.type
== KEYDOWN [jiiffi, £l event.key [f#5, & AFEtiH K_a, K_b....5 3k, X BEAH
—/> pygame.key.get_pressed () k1G4 FEE, BokE—NIodH. XA TCHRM RG] RE,

XF R AR R 4% T, He i

1 pressed_keys=pygame.key.get_pressed()
2 ifpressed_keys[K_SPACE]:


http://eyehere.net/2011/python-pygame-novice-professional-10/

3 # Space key has been pressed
4 fire()pressed_keys=pygame.key.get_pressed()

2R key BN IEH R Z pREL:

o key.get focused —— MHFIEH pygame &

e key.get_pressed —— KINIfEREL T

e key.get mods —— & A EHE (Alt, Ctrl, Shift)

e key.set_mods —— fRtAT LU AL A4 3R (KMOD_ALT, KMOD_CTRL, KMOD_SHIFT)
e key.set_repeat —— W E VT pygame 52 H Kt

e key.name —— FAZEEEIR [FIEE 4

5 PR SR FE R 05 )

A7 E-mEE A, R iE e i g 1A

ke (0, -1)

(-0.707, -0.707) A (0.707, -0.707)

KierT| | P ||k riGHT

(-1, 0) ’ - (+1,0)

(-0.707, +0.707) ' (0.707, 0.707)

K_Down|| (0, +1)

RZe R AEH] ASDW 405 [FBERAZ 3N,  BA IRE — A Sbr ] 7

background_image_filename='"sushiplate.jpg'
sprite_image_filename="'fugu.png’

importpygame
frompygame.localsimport*

fromsysimportexit
fromgameobjects.vector2importVector2

pygame.init()
screen=pygame.display.set_mode((640,480),0,32)

background=pygame.image.load(background_image_filename).convert()
sprite=pygame.image.load(sprite_image_filename).convert_alpha()

H N RO OUONOUPNMNWNR

clock=pygame.time.Clock()



WO WuwhrhwWWWNWKFEFWOWUONMNONMNMNDMNOOMNMUOUONPPNWMNMDMMNMNMAPENOMNMOUF,FORFRNRFR,OFRFOUOORDMMRFEW

sprite_pos=Vector2(200,150)
sprite_speed=300.

whileTrue:

foreventinpygame.event.get():
ifevent.type==QUIT:
exit()

pressed_keys=pygame.key.get_pressed()

key_direction=Vector2(0,0)
ifpressed_keys[K_LEFT]:
key_direction.x=-1
elifpressed_keys[K_RIGHT]:
key_direction.x=+1
ifpressed_keys[K_UP]:
key_direction.y=-1
elifpressed_keys[K_DOWN]:
key_direction.y=+1

key_direction.normalize()

screen.blit(background, (0,0))
screen.blit(sprite, sprite_pos)

time_passed=clock.tick(30)
time_passed_seconds=time_passed/1000.0

sprite_pos+=key_direction*sprite_speed*time_passed_seconds

pygame.display.update()



o hrhOPNPPIOOCPPOAODPPDPDPPDPDPWPAPNDPEPE,DPPOPSDDOWOLOWN

XA AR, Bl TT R sl /M . (IR AR A TR 7, AME R AT DA AR . A I IR
AL A AL T R T 5T, AR T [ ROIEOR SRS e AR, IXFE T e MR 2, HFRZE—28
BoR: nBHETr BN, B w, AU Rl SR, 10 R TT] B 2 AR TR
ARMATER, BRI, S— THRERR, ATRERIEgR A7, mEMET T, RITEEHEL
MIHE? .. A E O~

AT HATIT LA 2], MR\ AT RSN, W1 4T7 1F1? GnR AR e 46 2 — B rT LUR S, 2
1, seker, HEsl, REARBAREE, HEFEER T Hir. BATE —TREMRIEELS:

1 background_image_filename="'sushiplate.jpg’

2  sprite_image_filename='fugu.png’

3

4 importpygame

5 frompygame.localsimport*

6 fromsysimportexit

7  fromgameobjects.vector2importVector2

8 frommathimport*

9

10 pygame.init()

11

12 screen=pygame.display.set_mode((640,480),0,32)
13

14 background=pygame.image.load(background_image_filename).convert()



15
16
17
18
19
20
21
22
23
24
25
26
27
28
29
30
31
32
33
34
35
36
37
38
39
40
41
42
43
44
45
46
47
48
49
50
51
52
53
54
55
56
57
58
59
60
61
62

sprite=pygame.image.load(sprite_image_filename).convert_alpha()
clock=pygame.time.Clock()

sprite_pos=Vector2(200,150) # WA E
sprite_speed=300. # FRTH GRS GEED
sprite_rotation=0. # VI E
sprite_rotation_speed=360.# SN MR Cd)

whileTrue:

foreventinpygame.event.get():
ifevent.type==QUIT:
exit()

pressed_keys=pygame.key.get_pressed()

rotation_direction=0.
movement_direction=0.

# HAE

ifpressed_keys[K_LEFT]:
rotation_direction=+1.

ifpressed_keys[K_RIGHT]:
rotation_direction=-1.

# ik, JEIB

ifpressed_keys[K_UP]:
movement_direction=+1.

ifpressed_keys[K_DOWN]:
movement_direction=-1.

screen.blit(background, (0,0))

# PAF— KA R I

rotated_sprite=pygame.transform.rotate(sprite, sprite_rotation)

# #nfE, B KESR, BONE RKIEARHETE, AT BEE ~ — M R
e, AMNERFHTEHD R

w, h=rotated_sprite.get_size()

# AL HIE L B OB pltc325M AT IE)

sprite_draw_pos=Vector2(sprite_pos.x-w/2, sprite_pos.y-h/2)

screen.blit(rotated_sprite, sprite_draw_pos)

time_passed=clock.tick()
time_passed_seconds=time_passed/1000.0

# VT IRR 1r) TE t A EEANAT A — 4, XN AR

sprite_rotation+=rotation_direction*sprite_rotation_speed*time_passed_se



63 conds

64

65 # PAFATHE X T WAy FraD, IXPANTE e = IR
66 heading_x=sin(sprite_rotation*pi/180.)

67 heading_y=cos(sprite_rotation*pi/180.)

68 # O PR )

69 heading=Vector2(heading_x, heading_y)

70 # BRI

71 heading*=movement_direction

72

sprite_pos+=heading*sprite_speed*time_passed_seconds

pygame.display.update()

FAnas BN Edlart/ AR, A . 4780 pygame.transform.rotate() k31 1 H ST
R, BRSETUSHERIG ., S48 ER BT IS 5ER.

RS SRR A0 XK

F Python 1 Pygame Ejfxk-MAT2EE (11)

Ai—, 4. ©tH 2011

EREATUR A T R iR, AR ARE hZ AR, HEETRENIASAELZNZ, BOYERIR
THFHL FUALBESLEHA AT AL i 7o AAURE, BUERHE FIRBAHES, AR SRR,
FEEE—Rutd ) DUORAK 84, 15 MFIR T8 Higz)1¢ 8, 1 QWERTY 72 128|204 5. =/RiX
KR T X,

m i )
Pippin ADB !‘ﬁmﬁ_l_fﬂfﬂfqr‘B_ .

Star mouse Original and ADB NeXT mouse  trackball and stylus pad  Kensington Turbo  Microsoft gamer mouse

ar .

ML, BAREE R, 5 R 1 RAREET 19644, & & 32 E g B /R B Doug Engelbart)
KW o TEEE p At S 105 WIS i S LUEAE SOSE R ORI SAF2 —, Al WX IT PR B 1
19834 R AT S AR AN % B 1 EAR, FP IR ATHEANRTE 1o IR, BT 1 Bix, 99%
MbBscEDe b BATE G A (] SRb R s BRA T K o

2 1 BAMERIER
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BATC AT BT — N ebr T, FORE A TE RARAL AR B m—ANE G 2, A9 A MOUSEMOTION &k #%
pygame.mouse.get_pos J7 kKRG AAbR. (HFRATTIE AT DA FHIX AN ALFR kA% 67 1), B ande 3D JiExkr, mr LA
i FH BRAROR A AAR o XRS5, FRATAME BARTIALE, FOARPRAT eS M o DA, FoA 18 FH R AR S
AR R . AR M, FRATRE A BRI A B R B R AT AR 1)/ L

background_image_filename='sushiplate.jpg’
sprite_image_filename='fugu.png’

importpygame
frompygame.localsimport*
fromsysimportexit
fromgameobjects.vector2importVector2
frommathimport*

pygame.init()
screen=pygame.display.set_mode((640,480),0,32)

background=pygame.image.load(background_image_filename).convert()
sprite=pygame.image.load(sprite_image_filename).convert_alpha()

clock=pygame.time.Clock()

# il pygame 5g &35 H R AR
pygame.mouse.set_visible(False)
pygame.event.set_grab(True)

sprite_pos=Vector2(200,150)
sprite_speed=300.
sprite_rotation=0.
sprite_rotation_speed=360.

whileTrue:

foreventinpygame.event.get():
ifevent.type==QUIT:
exit()
# 1% Esc NIRH L
ifevent.type==KEYDOWN:
ifevent.key==K_ESCAPE:
exit()

pressed_keys=pygame.key.get_pressed()
# X HARHUR AR 4 0
pressed_mouse=pygame.mouse.get_pressed()

rotation_direction=0.
movement_direction=0.

N UITN AN WMNDNMNNEFEFNOMNOUFEFOKRRNFRFPOFRURRDMNMNFRR WHFEHFNRFFRPRPOFR,OUONOUDNWNR



ubgoprhoOoprrNPPOOPNUAOPALAPADPDPWOPANDPPR,PPPOPLPOWOWNWOOWULWPEAWWWNWEWOWOWONONMNNNDNO

# WA WL R )
rotation_direction=pygame.mouse.get_rel()[0]/5.0

ifpressed_keys[K_LEFT]:
rotation_direction=+1.

ifpressed_keys[K_RIGHT]:
rotation_direction=-1.

# 27RO L

ifpressed_keys[K_UP]orpressed_mouse[0]:
movement_direction=+1.

# 27— bR BEE T I

ifpressed_keys[K_DOWN]orpressed_mouse[2]:
movement_direction=-1.

screen.blit(background, (0,0))

rotated_sprite=pygame.transform.rotate(sprite, sprite_rotation)
w, h=rotated_sprite.get_size()
sprite_draw_pos=Vector2(sprite_pos.x-w/2, sprite_pos.y-h/2)
screen.blit(rotated_sprite, sprite_draw_pos)

time_passed=clock.tick()

time_passed_seconds=time_passed/1000.0
sprite_rotation+=rotation_direction*sprite_rotation_speed*time_passed_sec
onds

heading_x=sin(sprite_rotation*pi/180.)

heading_y=cos(sprite_rotation*pi/180.)

heading=Vector2(heading_x, heading_y)

heading*=movement_direction

sprite_pos+=heading*sprite_speed*time_passed_seconds

pygame.display.update()
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N NO N U] A

— BATIFEAME 5 WARE AR T, FAWIEN Esc AR MIRFF, B 7 E—XKEJ7 A8, 24 5bs 2 HHEh )
I, R, $N RS A AR R, AR/ R B, EAHE R, wE TLAHERE.

XHEMEH T
pygame.mouse.set_visible(False)

pygame.event.set_grab(True)

R AR, EHERIRARA AN, WA HE pygame @ HS L, —MEITEH B2 ICIEEH RbrkH]
BT, PRS- AR AR .

N EES A (N !
rotation_direction = pygame.mouse.get_rel()[0] / 5.
KA x 7 B mAS R, BRASRATSERE— 5.
H
Imb, mmb, rmb = pygame.mouse.get_pressed()
AT T RIS, WRA —MERE T, B AXBEIE 28 True.
MEE—F pygame.mouse %
e pygame.mouse.get_pressed —— R [E[#E8#EE MEM, R EIFE—IodH, oRl (AR, e, A,

W%~ WY True
e pygame.mouse.get_rel —— REAHXMRZE, (X 77H, y J7A)#—mH

e pygame.mouse.get_pos —— iR [FIZ4FTRARMLE (X, V)

e pygame.mouse.set_pos —— EiiH N, WHERRLE

e pygame.mouse.set_visible —— ¥ B RArEhre A i

e pygame.mouse.get_focused —— WIHRFEFRTE pygame & N HRL, R\ True

e pygame.mouse.set_cursor —— & BRI BRI GHR FE, 2 A B AT ART S S B ok 172 ik
Az, TRATMEH 75156 2 S L 8ER
e pyGame.mouse.get_cursor —— AFfEFE.

KTAER RAR

AR AR T 1320, (&7E FPS o, BURADKIIE, ARPG o RTS tft, BFFICHESE GLELAIF 7. T
FEAR N TR AR BRI S RRIEN SRR, HVF R T UM St AL, v R
Fo BRI SE0, T RAR U4 T BAAERT ORI R, FFARARAT B, B AL R



SRR, R AR HAR

YRZ RO, AR A SR, Hnf s e, A 5, o S N AR 2 PR i
TR A R B B TTElR, itk k!

T E A A AR S, R TR~ T EE A FIRD R, B A, A E R
FATEAETIESHE T ...

Fl Python f1 Pygame Sif%k-MA12EE (12)

BEM=, 5. tH 2011

ZRJE R, KRR YR TWIN, pygame 175 RIUFIOFEH FSCRF pygame.joystick, ... JATES
(1 H AR AR NI, NI T A RS PRI BIR BCR 20, B 7SR SRR T .

FETI, X—5feffE, Jo I ERIERREIN. A2 7K, IR, BRI A i~ ~

.H Python 1 Pygame S iiixk- AN T2KEE (12) : FiilE, EREH

F Python fl Pygame Ejifxk-MA[12EH (13)

BN, 9. BH 2011

HAE L2 TR G, PR A AE? Bdl, A AT — A S e ie s
2B AEE? W, R

TR AR e R A i) B AR, B R B TAERDTER, BfEEEL b, Z PrEURFA RT3,
T PRI R AL E B R PG, AELA AN A D7 ok . B 2SRRI SO 2 AT Al ? 2 FRANE
fE .

PR beE, e, Ry KE it LB Wors, EARKT Y EGRE, NELE: H
EEARG A 5, SE/NERIESEORBTE H . 32Xl A2 T SR K BARAREL, 2 ORIy Bk NAR % 5 BEAE, BN
e 2E AW 2 AL BATEIR ST R E B3 T ih T 1555 MR R4 8 T ER TS, A RICEETE
bk, HEREHOBE T ...
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-

PRATEL 2 2] 3R ) A — S, RRe, B IS — SiFRh AT (Artificial Intelligence, AT #7f8, KA
EMEREE €A ANR TR . IIFREERANTE SR, A4 NPC (nonplayer characters) We? A Al 2
e, FrLAn SRk s AR AR R AL 1M A AERE, R TERT AL X 22, BRERMREXDL, "S5 AR
3", RPN NI, ERENBUERILA LT, BATESH TR 2% 1 AL

AUFRETRAN T A8

BVHRAERESE Pygame HAIL—/> pygame.ai BER, ASIEREAN R H R BEAR AN R, AR XEME & — il
FIRER . —AMET R ThOF AN 2> AL g2y, Eeanif B Wror s, IR AT EEALK % T — AN TT A,
SRIGERCN B e STt — TV TR THuter 1, XEE AR AL (HECIEES S &5, X B AL SRR R
A%, —NEREL SR S] — BN AL A REFTIRC R, R AR S e T

S iR N TR REAR R RIS AT AN, ARl AT kA g, AL e AN A, HE AL BRI
MBS HE N F7, SRE R XRAIA 1 S22 FROIREAN RN, JoVE BRI AR PG 2 MR 5 N AN A 2

TR AL GRFEAE—FR] G, SRI2i 2 ATAUSEE AT DA A, XA AR f

PAE N RBEIRRIE AR AL R, T bl Az, Mzt N TR BE IR mm ER, B2 LHEEAR Lhe
FIAE AWM —AEE, FIUIXEMLEERE D EEM S . /EAS%, PMAHERE Mat Buckland 1) (AL
Techniques for Game Programming), iR (Ui gmfe i N TREERR) HiBEERS HRA R, RA
HH— RN EE,

AR~ ANTHERE

Y, BRATINZE N RE T AE o BN NAR R BT — S, (HOURXEZ &R — DM DI I5E
FH AR REHHEAR R N TR N i /RIBEEB N TR T VIR E X AT R R T AR
Bt ——ERERRAIR DU EFERAA AR AR AR 2. 70 55— 5 BRR G B T2 Be iRl Wi Ae: “A
TR BV BT TC QTS 80 25 FAT A REMUIN R RE A "IX et vk Se i 7 N T R SR ISR A R AR 2
AW, B ATERERM AR B RESINE, WIERA SR RN AT RS, Wtk 5% el bUE
i BN AR 1A BEREAER) A, 2 W e dndr LA THRATLA BOBE PR RE L B REAT A e | T ik
AMEAR . (HIREE LR RBRIG , F3ird, N TR aemt 2 H JERM KM NGRS 2R .



BRER A XU RIS, IR TRt JATHRER i) — LKl S5 AR 3T 1T NPC )R
i, WSk RS 7 G, Python dEHIE & H kg 5 N L fe.

ANTLERERIR

PRGOS M, IREEERE L S, BAWEHPCER BN L ERRERIEEAT, PR, BT
PIVE T aEARGE 2 CRFEINAER RO, WRBATHTIFENININEEE — T, ATRES B BIXFE A CAD:

1  self.move_forward()
2 ifself.hit_wall():
3 self.change_direction()

Ui, mniE, —EEstEsk, REEE. EHREA MRS, SR, T BEBXARE, TRk
LA B2k o

FEHLE DR THEVNEREE, SRR B2 XA KA.

ifself.state=="exploring":
self.random_heading()
ifself.can_see(player):
self.state="seeking"
elifself.state=="seeking":
self.head_towards("player")
ifself.in_range_of(player):
self.fire_at(player)
ifnotself.can_see(player):
self.state="exploring"

O OO NOOULLPA~ WNK

T THARE, BEYR. WRIEET, mbEkEs), MEURIE AR, mteRth, AR
TR i BHEEER CHbRES TIEANEEBCE KO, Ot A FIRE . XA AL BRRFHK), E2E
MBFORUAT 7 EIfER . WERBATLEIMAELZ APRES, ELEEIE, Hodkismok st fe
Lty

OK, Xt RfATF —REVHFHE, RSP

fl Python £l Pygame Ei#- AN T3EE (14)

AN, 14, BH 2011

E R T AL N TGRS, BATLAI A ARSI ARRIRESHL (i finite-state
machine, FSM), XHARAREEZIHL, FIFRIREHL, R FRaRATERREE U RAE KRS 18] (AL A 3l 24T
NIEEAER, KR 1, BATES L RIOPLEANRRES B, KB KT
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LA

PsF 2

IRERE LT A IF

o URETIEAEMAA
o FRALEITFEIR I

WEFREATRER SN (entry) MGBH(exit) i fzh(F, 2 EZ FEEE NSRS ZEER— XL 1,
tean B R, —BEEANTEDIRES, ST AT RS e (EE A, BRI ML — A N RESR TARTAESE; TR
RN 2R, BT NIR S EA I F A

AR A N BN S B3 SOR IR XM — —— DUR IS JRATTH (] B HORWITT AL DN B HREAT
PR A G, EPATERIAER, 7 = sdk(entity) S3: i Wk, 85980 52 BEpLAYHBILE
BEFRAE T, I BBl = SO, TR AE B 5 L BN, PR e e, —EHEABUT, e
SN AL Y S Rt [ 7S e ) NV

SN TN L BB, X BACHINIRZ By e i . 1 ENTE#NE KIPLEF AT T (). 155 (4
WOV BEWR (M7, IXBACHIIREE REVETREF 19 T AF

PRSI

RHEMBL Y =4 setk, BATRES MEMAEAESR, REE= 1, RNWRMA TS, WgiRirE
P iR

— AT EAEE AT, DENAE, BAs, M, DA—AER. FEsiEnr g A —MaEt (it
TARALAERE] EREE, FRAHEERIEE A0, [FINFRATE 772 EAFIR B Rt A . g —4 58
1) GameEntity 2.

1 classGameEntity(object):

2 def _init_ (self, world, name, image):
3 self.world=world

4 self.name=name

5 self.image=image

6 self.location=Vector2(0,0)



self.destination=Vector2(0,0)

self.speed=0.
self.brain=StateMachine()
self.id=0

defrender(self, surface):
X, y=self.location
w, h=self.image.get_size()
surface.blit(self.image, (x-w/2, y-h/2))
defprocess(self, time_passed):
self.brain.think()
ifself.speed >0andself.location !=self.destination:
vec_to_destination=self.destination-self.location
distance_to_destination=vec_to_destination.get_length()
heading=vec_to_destination.get_normalized()
travel_distance=min(distance_to_destination,
time_passed*self.speed)
self.location+ =travel_distance*heading

NNEFE,F NOMNOUFORNRFROFRUFR AR WRERNRRRFR,OR OO\

MEEXANIE, RIEIEIRAF A world, XIS IR — K5I, BMSEATERAESNFER . X
BRI A id, BkbrBEC, £E2IEH A brain, HUEINTEH2E U — RSP

render B8 40 FIR 211 H Q1.

process A St H self.brain.think X ARSI T ERM—LF s (Phind 55 . 82 RIS Rk s
PRFELT HFR o

B3R

BAM1E 7 —2 GameObject 1Is4A, XEFA — MRS World HRf @AM L. XEMHAATELZ TR,
AN B & — AN, FEAtAT TR SRS B e 08 T -

1 classWorld(object):

2 def__init__ (self):

3 self.entities={}# Store all the entities

4 self.entity_id=0# Last entity id assigned

5 # N T

6 self.background=pygame.surface.Surface(SCREEN_SIZE).convert()



7 self.background.fill((255,255,255))
8 pygame.draw.circle(self.background, (200,255,200),
9  NEST_POSITION,int(NEST_SIZE))
10 defadd_entity(self, entity):
11 # I In— AN S A
12 self.entities[self.entity_id]=entity
13 entity.id=self.entity_id
14 self.entity_id+=1
15 defremove_entity(self, entity):
16 delself.entities[entity.id]
17 defget(self, entity_id):
18 # @it id g5 Sk, A RIiER R None
19 ifentity_idinself.entities:
20 returnself.entities[entity_id]
21 else:
22 returnNone
23 defprocess(self, time_passed):
24 # KO S RS Sk
25 time_passed_seconds=time_passed/1000.0
26 forentityinself.entities.itervalues():
27 entity.process(time_passed_seconds)
28 defrender(self, surface):
29 # 2 R
30 surface.blit(self.background, (0,0))
31 forentityinself.entities.values():
32 entity.render(surface)
33 defget_close_entity(self, name, location,range=100.):
34 # NG SR AT SR
35 location=Vector2(*location)
36 forentityinself.entities.values():
37 ifentity.name==name:
38 distance=location.get_distance_to(entity.location)
39 ifdistance <range:
40 returnentity
returnNone

RUONEATHT #H— #5110 GameObject, i H—MIFKAFMBZR A PRRI S . AL RSB n, #2518
ARG, P DR MEH T oA A% FRATHUE H GameObject 1 id 1E v L) key, SEGIVE NN RATF
JB SRR 22 1R



! > 7N Ant(id=1)

M
y 4

I Ant(id=2)

3 > - Spider(id=3)

4 > 0 Leaf(id=4)

KEZ B IEF RG24k, el add_entity 1 remove_entity. process J5i% /& FH ki F B ol i i
process, it EATHEHTHE CHIRA: T render M HRZHIIXAME 5L, f)5 get_close_entity FkRFHHAE
WIRSIAAR, X ANT7 VR R SE bl 3

KA FEEAE R FEA T B S, (H R AR BE AR IR, T R BATAE A SRR IS SRR CIR
B

F Python 1 Pygame 5ix-MA[12EE (15)

Ai—, 18. tH 2011

FEQRELFAT AL Z kAT, 7> 5 MERTE _E& 210 A7 B = ,
TR AN T B b | HLES AR Dot ZH5E A 1 ......

i) AL XM R AT

[ i — VR T I, T B B L B I
L BT B, TR, S s s
WU SEA 8

FEFA T IEZCHE RN 21T, FAWF e MEBOEEHk, HU2 NI rIXA, M GameEntity 457K K.

1 classAnt(GameEntity):

2 def__init__(self, world, image):
3 # PATEIAHIE TS
4
5

GameEntity.__init__(self, world,"ant", image)
# OVEEPRA
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H WO WWVWNONNNONUOUNPRANWNNNENODNOFOFRNF,FOFFFUOUOFR,F PR, WRERNRERARRFAR,OROOOONDO

exploring_state=AntStateExploring(self)
seeking_state=AntStateSeeking(self)
delivering_state=AntStateDelivering(self)
hunting_state=AntStateHunting(self)
self.brain.add_state(exploring_state)
self.brain.add_state(seeking_state)
self.brain.add_state(delivering_state)
self.brain.add_state(hunting_state)
self.carry_image=None
defcarry(self, image):
self.carry_image=image
defdrop(self, surface):
# JCF carry K%
ifself.carry_image:
X, y=self.location
w, h=self.carry_image.get_size()
surface.blit(self.carry_image, (x-w, y-h/2))
self.carry_image=None
defrender(self, surface):
# JoHHEEEN render 751
GamekEntity.render(self, surface)
# Hihheztl carry_image
ifself.carry_image:
X, y=self.location
w, h=self.carry_image.get_size()
surface.blit(self.carry_image, (x-w, y-h/2))



XA Ant SRPGI T 1 ACRI__init__, #5592 Python &R AN 20t 17 FIHIAS Ble — LRSS 1, X 1k
1> carry_image A&, {RfF 7 OESBOEARGS AR EIR, B0m2 — AR, s — A k. X8
HAE 7 A5 render sEL, PUOYHATT R REE T2 M — TR I,

BRIE K

el 1ze B RASWOR P ISR, IR RE 2 08 s BA TR IR PIRAS L. IR AT, FAWT ST ixes
WESHITEAE B S H K.

R&E BME
2% (Exploring) BE B AE ] — A
194 (Seeking) IF] — e AP T2
iz (Dellivering) Wiz — Mt anl 2
F¥A%(Hunting) Yt — Higick

AT EE LIRS Z R, B T AR 2 fF. X B2 M1 (SEfR EANIED:
A BBRS

B 1 RS

A7 AR ot FiEG

AT A 25— 5K PR R B IRES L

“|IIIlIIIIIII|IIIE;Eﬁﬁp
Seeking Explorina

EfEHH EEHTES

EEET

Delivering Hunting
BEHLEF ok e

FACE BRIV AT A BRI SRS 1, AN 7T 4> State 38, RO MIRES . IR,
RfE—MET, Lhr A 2#AME:

classState():

def__init__(self, name):
self.name=name

defdo_actions(self):
pass

defcheck_conditions(self):
pass

defentry_actions(self):
pass

defexit_actions(self):
pass

O O NOUTL DA~ WN B

==
= O



SRJE R DU ST MIRESH IO E I ELPE, IXIEHL2 BAUR z02K

1 classStateMachine():

2 def__init__(self):

3 self.states={} # AR

4 self.active_state=None  # i %CIRE
5 defadd_state(self, state):

6 # WIPRA

7 self.states[state.name]=state

8 defthink(self):

9 ifself.active_stateisNone:

10 return

11 # PATHRCRESHIZNE, FHik &

12 self.active_state.do_actions()

13 new_state_name=self.active_state.check_conditions()
14 ifnew_state_nameisnotNone:

15 self.set_state(new_state_name)

16 defset_state(self, new_state_name):

17 # HECRA, PATBEN/IR HBNTE

18 ifself.active_stateisnotNone:

19 self.active_state.exit_actions()

20 self.active_state=self.states[new_state_name]
21 self.active_state.entry_actions()

SR JE W ar U i 4k 7K State @& — RIISLFOIRE T, X EREL L4 StateMachine fr ¥ R 1217
StateMachine 2 think J7 2t ST A RCIRES HHATIEMER), iR <M set_state RFEANT—
/I\qjilj‘&o

FAIRLZARYE B SRS RIS RS T, AETARIW AR 7, &2 iREt...... T ke —
MRS e AN, BIRHRELRER B — N E 2R BRI 7 RGNk~

F Python 1 Pygame Six-MA[12EE (16)

A=, 19. tH 2011

2 T KA RS AR U BT B N MBI PBK, BATATHGE T AL R (IR, SERR EFRATX
A ENINET AR o X IREIERE s — X LR SE8) TR MR, S R T2 2T
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http://eyehere.net

T gs e EANS (ERTRE gameobjects AT LUEAT, 275 il 1A &5 ):

1  SCREEN_SIZE=(640,480)

2  NEST_POSITION=(320,240)

3  ANT_COUNT=20

4  NEST_SIZE=100.

5

6 importpygame

7  frompygame.localsimport*

8

9 fromrandomimportrandint, choice
10 fromgameobjects.vector2importVector2
11

12 classState(object):

13 def _init__ (self, name):
14 self.name=name

15 defdo_actions(self):

16 pass

17 defcheck_conditions(self):
18 pass

19 defentry_actions(self):

20 pass

21 defexit_actions(self):

22 pass

23

24 classStateMachine(object):

25 def _init__ (self):

26 self.states={}

27 self.active_state=None



28
29
30
31
32
33
34
35
36
37
38
39
40
41
42
43
44
45
46
47
48
49
50
51
52
53
54
55
56
57
58
59
60
61
62
63
64
65
66
67
68
69
70
71
72
73
74
75

defadd_state(self, state):
self.states[state.name]=state

defthink(self):
ifself.active_stateisNone:
return
self.active_state.do_actions()
new_state_name=self.active_state.check_conditions()
ifnew_state_nameisnotNone:
self.set_state(new_state_name)

defset_state(self, new_state_name):
ifself.active_stateisnotNone:
self.active_state.exit_actions()
self.active_state=self.states[new_state_name]
self.active_state.entry_actions()

classWorld(object):
def__init__ (self):

self.entities={}
self.entity_id=0
self.background=pygame.surface.Surface(SCREEN_SIZE).convert()
self.background.fill((255,255,255))
pygame.draw.circle(self.background, (200,255,200),

NEST_POSITION, int(NEST_SIZE))

defadd_entity(self, entity):
self.entities[self.entity_id]=entity
entity.id=self.entity_id
self.entity_id+=1

defremove_entity(self, entity):
delself.entities[entity.id]

defget(self, entity_id):
ifentity_idinself.entities:
returnself.entities[entity_id]
else:
returnNone

defprocess(self, time_passed):
time_passed_seconds=time_passed/1000.0
forentityinself.entities.values():
entity.process(time_passed_seconds)

defrender(self, surface):
surface.blit(self.background, (0,0))



76
77
78
79
80
81
82
83
84
85
86
87
88
89
90
91
92
93
94
95
96
97
98
99
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10

10

10

10

10

10

10

10

10

11

11

forentityinself.entities.itervalues():
entity.render(surface)

defget_close_entity(self, name, location,range=100.):
location=Vector2(*location)
forentityinself.entities.itervalues():
ifentity.name==name:
distance=location.get_distance_to(entity.location)
ifdistance <range:
returnentity

returnNone

classGameEntity(object):
def__init__ (self, world, name, image):

self.world=world
self.name=name
self.image=image
self.location=Vector2(0,0)
self.destination=Vector2(0,0)
self.speed=0.
self.brain=StateMachine()
self.id=0

defrender(self, surface):
X, y=self.location
w, h=self.image.get_size()
surface.blit(self.image, (x-w/2, y-h/2))

defprocess(self, time_passed):
self.brain.think()
ifself.speed >0.andself.location !=self.destination:
vec_to_destination=self.destination-self.location

distance_to_destination=vec_to_destination.get_length()

heading=vec_to_destination.get_normalized()
travel_distance=min(distance_to_destination,
time_passed*self.speed)

self.location+=travel_distance*heading
classLeaf(GameEntity):
def__init__ (self, world, image):
GameEntity.__init__ (self, world,"leaf", image)
classSpider(GameEntity):

def__init__ (self, world, image):
GameEntity.__init__ (self, world,"spider", image)
self.dead_image=pygame.transform.flip(image,0,1)
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self.health=25
self.speed=50.+randint(-20,20)

defbitten(self):
self.health-=1
ifself.health <=0:
self.speed=0.
self.image=self.dead_image
self.speed=140.

defrender(self, surface):
GameEntity.render(self, surface)
X, y=self.location
w, h=self.image.get_size()
bar_x=x-12
bar_y=y+h/2
surface.fill( (255,0,0), (bar_x, bar_y,25,4))
surface.fill( (0,255,0), (bar_x, bar_y,self.health,4))

defprocess(self, time_passed):
X, y=self.location
ifx > SCREEN_SIZE[0]+2:
self.world.remove_entity(self)
return
GameEntity.process(self, time_passed)

classAnt(GameEntity):
def__init__ (self, world, image):

GameEntity.__init__ (self, world,"ant", image)
exploring_state=AntStateExploring(self)
seeking_state=AntStateSeeking(self)
delivering_state=AntStateDelivering(self)
hunting_state=AntStateHunting(self)
self.brain.add_state(exploring_state)
self.brain.add_state(seeking_state)
self.brain.add_state(delivering_state)
self.brain.add_state(hunting_state)
self.carry_image=None

defcarry(self, image):
self.carry_image=image

defdrop(self, surface):
ifself.carry_image:
X, y=self.location
w, h=self.carry_image.get_size()
surface.blit(self.carry_image, (x-w, y-h/2))
self.carry_image=None
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defrender(self, surface):
GameEntity.render(self, surface)
ifself.carry_image:
X, y=self.location
w, h=self.carry_image.get_size()
surface.blit(self.carry_image, (x-w, y-h/2))

classAntStateExploring(State):
def__init__ (self, ant):
State.__init__ (self,"exploring")
self.ant=ant

defrandom_destination(self):
w, h=SCREEN_SIZE
self.ant.destination=Vector2(randint(0, w), randint(0, h))

defdo_actions(self):
ifrandint(1,20)==1:
self.random_destination()

defcheck_conditions(self):
leaf=self.ant.world.get_close_entity("leaf",self.ant.location)
ifleafisnotNone:
self.ant.leaf id=leaf.id
return"seeking"
spider=self.ant.world.get_close_entity("spider", NEST_POSITION,
NEST_SIZE)
ifspiderisnotNone:
ifself.ant.location.get_distance_to(spider.location) <100.:
self.ant.spider_id=spider.id
return"hunting”
returnNone

defentry_actions(self):
self.ant.speed=120.+randint(-30,30)
self.random_destination()

classAntStateSeeking(State):
def__init__ (self, ant):
State.__init__ (self,"seeking")
self.ant=ant
self.leaf_id=None

defcheck_conditions(self):
leaf=self.ant.world.get(self.ant.leaf_id)
ifleafisNone:
return"exploring"
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ifself.ant.location.get_distance_to(leaf.location) <5.0:
self.ant.carry(leaf.image)
self.ant.world.remove_entity(leaf)
return"delivering"

returnNone

defentry_actions(self):
leaf=self.ant.world.get(self.ant.leaf_id)
ifleafisnotNone:
self.ant.destination=Ieaf.location
self.ant.speed=160.+randint(-20,20)

classAntStateDelivering(State):
def__init__ (self, ant):
State.__init__ (self,"delivering")
self.ant=ant

defcheck_conditions(self):
ifVector2(*NEST_POSITION).get_distance_to(self.ant.location)
NEST_SIZE:
if(randint(1,10)==1):
self.ant.drop(self.ant.world.background)
return"exploring"
returnNone

defentry_actions(self):
self.ant.speed=60.
random_offset=Vector2(randint(-20,20), randint(-20,20))
self.ant.destination=Vector2(*NEST_POSITION)+random_offset

classAntStateHunting(State):
def__init__ (self, ant):
State.__init__ (self,"hunting")
self.ant=ant
self.got_kill=False

defdo_actions(self):
spider=self.ant.world.get(self.ant.spider_id)
ifspiderisNone:
return
self.ant.destination=spider.location
ifself.ant.location.get_distance_to(spider.location) <15.:
ifrandint(1,5)==1:
spider.bitten()
ifspider.health <=0:
self.ant.carry(spider.image)
self.ant.world.remove_entity(spider)
self.got_kill=True
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defcheck_conditions(self):

ifself.got_Kkill:
return"delivering"

spider=self.ant.world.get(self.ant.spider_id)

ifspiderisNone:
return"exploring”

ifspider.location.get_distance_to(NEST_POSITION) > NEST_SIZE*3:
return"exploring"

returnNone

defentry_actions(self):
self.speed=160.+randint(0,50)

defexit_actions(self):
self.got_kill=False

defrun():

pygame.init()
screen=pygame.display.set_mode(SCREEN_SIZE,0,32)

world=World()

w, h=SCREEN_SIZE

clock=pygame.time.Clock()
ant_image=pygame.image.load("ant.png").convert_alpha()
leaf_image=pygame.image.load("leaf.png").convert_alpha()
spider_image=pygame.image.load("spider.png").convert_alpha()

forant_noinxrange(ANT_COUNT):
ant=Ant(world, ant_image)
ant.location=Vector2(randint(0, w), randint(0, h))
ant.brain.set_state("exploring")
world.add_entity(ant)

whileTrue:
foreventinpygame.event.get():
ifevent.type==QUIT:
return
time_passed=clock.tick(30)

ifrandint(1,10)==1:
leaf=Leaf(world, leaf_image)
leaf.location=Vector2(randint(0, w), randint(0, h))
world.add_entity(leaf)

ifrandint(1,100)==1:
spider=Spider(world, spider_image)
spider.location=Vector2(-50, randint(0, h))
spider.destination=Vector2(w+50, randint(0, h))
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world.add_entity(spider)

world.process(time_passed)
world.render(screen)

pygame.display.update()

if _name__ ==
run()

__main__":
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¥ leaf.png http://eyehere.net/wp-content/uploads/2011/07/leaf.png

iy ant.png  http://eyehere.net/wp-content/uploads/2011/07/ant.png
Wikk: spider.png http://eyehere.net/wp-content/uploads/2011/07/spider.png
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fE4 pygame 1, FATTEI3D 1 g il i v AL 2D EUE L — LN — IR DS )

PERSHIBETR

BATE PPV, AR AR, RORKZERIE T RIS AR BE RS . T ERES ™ A2, 2N
HATRIRE 2RV RA R, PIIRSSE ] &, ARSI BT AR08 e #ah o — SRR I I AR LA 25 e 2,
BIREE EIRSIE AR R B, (HEE RGN — A, HImMRAEHE A5 iR

A HE3D [ _E L, AESEE XA A, BE T AR .

1 importpygame

2 frompygame.localsimport*

3 fromrandomimportrandint

4

5 classStar(object):

6

7 def__init__(self, x, y, speed):

8

9 self.x=x

10 self.y=y

11 self.speed=speed

12

13 defrun():

14

15 pygame.init()

16 screen=pygame.display.set_mode((640,480))+#, FULLSCREEN)
17

18 stars=[]

19

20 # S, E Rt

21 forninxrange(200):

22

23 x=float(randint(0,639))

24 y=float(randint(0,479))

25 speed=float(randint(10,300))
26 stars.append( Star(x, y, speed) )
27

28 clock=pygame.time.Clock()

29

30 white=(255,255,255)

31

32 whileTrue:

33

34 foreventinpygame.event.get():
35 ifevent.type==QUIT:

36 return

37 ifevent.type==KEYDOWN:
38 return

W
\e]



40 # W RUE AR R

41 y=float(randint(0,479))
42 speed=float(randint(10,300))
43 star=Star(640., y, speed)
44 stars.append(star)
45
46 time_passed=clock.tick()
47 time_passed_seconds=time_passed/1000.
48
49 screen.fill((0,0,0))
50
51 # ZHPTAR A
52 forstarinstars:
53
54 new_x=star.x-time_passed_seconds*star.speed
55 pygame.draw.aaline(screen, white, (new_x, stary), (starx+1.,
56 star.y))
57 star.x=new_x
58
59 defon_screen(star):
60 returnstar.x >0
61
62 # BN 7w, T e
63 stars=filter(on_screen, stars)
64
65 pygame.display.update()
66
67 if _name__ =="_main__":
run()

X BARIE AT LAt FULLSCREEN Jn b, B .
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fE3D [

FATC 23] 7 —MErEORR RIS, E=gEaN, HIREM =R SO RS AR e
i, XEMAH=ACRMTH IR S E T, EARES HIRAIH gameobjects 43I !

fromgameobjects.vector3import*
A=Vector3(6,8,12)

B=Vector3(10,16,12)

print"A is", A

print"B is", B

print"Magnitude of A is", A.get_magnitude()
print"A+B is", A+B

print"A-B is", A-B

print"A normalized is", A.get_normalized()
print"A*2 is", A*2

O OO NOOULLPA~ WNK

BT NEESRE, ALGER? 5, SR BOARI3D KM, Tk, IR HE AL SRS (] A iE 5]
Ak

H Python 1 Pygame ik~ MAN[12EiE (18)

A=, 9. /\J 2011

3D ZAFHEEOR, FRAEWE T2 TR, RGN A )5, ZOEEPE 22D 213D KIHE.
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ET =43

FAEM Vector3ZOk#AT3D EiHesl, 52D AR, & Fim— M7

+Y
A

int B
vector AB %0? 10)
(13, 3, 8) i Y

P i

point A g :
(-6, 2, 2) ) ,-',.-....-....-....-....-. : - . +X

I
3

g ann mn e e g -
-
LY

+Z httn/levehare nat

BN ALE(-6, 2, 2)IINIE b, HinZEFANL B(7, 5, 10), A B, FrUlASM 7—HokdE; AB, BIEFAN
FHEKHT IS BN P I RE L R, T30 RO ELUNE 1) 23 B~ ~ SERETH 5 P 2 18] R (13,
3, 8), Na LI E, XEEET IMEIES PR 1, T iR AR A 1 IR S

fromgameobjects.vector3import*
A=(-6,2,2)

B=(7,5,10)

plasma_speed=100.# meters per second
AB=Vector3.from_points(A, B)
print"Vector to droid is", AB
distance_to_target=AB.get_magnitude()

NOoO u b~ WN B



print"Distance to droid is", distance_to_target,"meters
plasma_heading=AB.get_normalized()

print"Heading is", plasma_heading
HAEH#HH BN RAEH#HRHHHH

Vector to droidis(13,3,8)

Distance to droidis15.5563491861meters
Headingis(0.835672,0.192847,0.514259)

AR, WKL N FRL,RFRL,PORFR OO®

IRIEAEEL KET I E, X AMER):
rocket_location += heading * time_passed_seconds * speed

AN BEAREHEELE pygame H2:H3D ¥k, 135652 —F P, “wife4t3D ##h2D",
3D ##
W RERIR EARNE T HIE, NiZe A ix B4, 10458 40 3RA T Wi eSS b 7 54 ) 2

BT? OK, WERJTIE UL, f7#. 153D b2 AR BE A1, EREL RIS R LA AR ST, K
N pygame T B4 Bk HCHT A 43220 Akbr, BRI, AT AHEIXEE3D 1 Askr I 212D 1A L.

PATER
R TR R T i — — SR = AR Z by 5, FHIXHE KN]SR pR St T LA

1 defparallel_project(vector3):
2 return(vector3.x, vector3.y)

SUE AR A T B OPRIE,  BATTAIAGER B utta? RORAHERE 1, AT TR 2% (Vi sz 1)
RALRIRS T, XA EFEERAIERET1, B AR E R HAR YA S s AT it (3 F X i A —
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MBER



783D Yk A E A B R AR ARG, RS 4 B NS, SRS AT @A I AAR4E /N T
W HZEMYE (foreshortening), W EEFR, SR)E T HZERNIEHRK L, BilL RBIR M H.

1 defperspective_project(vector3, d):
2 X, Y, z=vector3
3 return(x*d/z, -y*d/z)

5 AR FER S, X NMERRBOE R A d 2480 50, REITAR X,y ARl x4
d AL, RIS z Mostfi— M, S0 AR AR EAT 4

d M2 HEE (viewing distance), Wl 2k{8 k33D tH A AL FEAs AR R AL A AIFEES . ELin i,

—/ME(10, 5, 100)¥ik#esh 2] 1 (11, 5, 100), MEERZ 100/, E1E 5w EatklF s 7 11M&K, 2
WARER 2z 2100, sEYARLI00, A fersshi @ AR IMER N B, ALy, Adbud3D
PR GXHRARESMNO3D KAIE), #A R HTTIE TheE, e 2EE CAZR IR LT o281k,

XA B,

FERAT DU, MRt B AT HRS 20 R0 B2 EE RS (MR NHALD.

e

A TRATVEAEI —AUF 0 d W2 FRATS IR FT LA B SISk AF B — A, A FoA 138 7T LLd i YR (field of
view) Kt — ANk, MEF W2 E M ZIREE RN MAE . B F A BKEAIER SR, TUUERIPE
ALK R, UMEME (fov) BERMIE, d Btaiky: 1 d BIniE, HEA R 20, BeBE R T
WA T .

screen width

fov

MLEF F& HE £ 3D ] b I 2 DR P 2t i 2, SRR HNTETHE > d RPVEBIIRE, s m=MAH



w&, FATHATLA fov i 5 d, 55— N RS £5 :
7 Internet I, 1REEREHEII9% LI_EN i ZHIHIN GU I CHS . AL ERELZEE O — MY, AHHELH
CHIECAR AL, X MR~ REM L sl Fisl—F, REREHHEZ

1 frommathimporttan

2 defcalculate_viewing_distance(fov, screen_width):
3 d=(screen_width/2.0)/tan(fov/2.0)

4 returnd

fov f EE AT REMLA5~60° LKA E i, KPR EDRIRE R . SR NN AT Rl by, teln FPS (935,
fov W RELLATK T S PRI R fov # L2 BUAL/IN, IXRERT AR I 2 (AR 04« 1R 2L 75 2 AME 1922 4L fov,
BRI CS P THE OANEBLE, AW, JFHERASEsE 2 AR KRR, B2 A R

B RIGEANTE T —KRHEFIR, A KT IE~IAT T —E#AEE 2> pygame ki) 3D it 1!

F Python 1 Pygame Six-MA[12EE (19)

AW, 11, )\ 2011

3D #H57F

EFATIAET RS — 3D MR, R TR WREST IR RO TE B i RN AT 3D ih, i
AP B 3. CRIRHEE IS A J5dekEn . XA FPE — 2] A ST, RAE SR I
AR B E D EAR .

EHTLLER, IR ZI/NERRR 7 LT AR IAAN, SE I 7 A, ar DK el 57 1A A5 SO ek A
Q 1 A B AT AR KL B, 1 W 1S 2B, ax ) = MR MR A s K. fov MK,
ST AT LU, [ A AT HE K

camera= (0,0, -700)
field of view = 90

viewing distance =320.000
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ARRSRATIAT s, N T ARRE S i ORI AR I 52

1 importpygame

2  frompygame.localsimport*

3 fromgameobjects.vector3importVector3

4

5 frommathimport*

6 fromrandomimportrandint

7

8 SCREEN_SIZE= (640,480)

9  CUBE_SIZE=300

10

11 defcalculate_viewing_distance(fov, screen_width):
12 d=(screen_width/2.0)/tan(fov/2.0)

13 returnd

14

15 defrun():

16 pygame.init()

17 screen=pygame.display.set_mode(SCREEN_SIZE,0)
18

19 default_font=pygame.font.get_default_font()
20 font=pygame.font.SysFont(default_font,24)

21

22 ball=pygame.image.load("ball.png").convert_alpha()
23

24 # 3D points

25 points=[]

26

27 fov=90.# Field of view

28 viewing_distance=calculate_viewing_distance(radians(fov),
29 SCREEN_SIZE[0])

30

31 # RN — RV R

32 forxinxrange(0, CUBE_SIZE+1,20):

33 edge_x=x==00rx==CUBE_SIZE

34

35 foryinxrange(0, CUBE_SIZE+1,20):

36 edge_y=y==00ry==CUBE_SIZE

37

38 forzinxrange(0, CUBE_SIZE+1,20):

39 edge_z=z==0o0rz==CUBE_SIZE
40

41 ifsum((edge_x, edge_y, edge_z)) >=2:
42

43 point_x=float(x)-CUBE_SIZE/2
44 point_y=float(y)-CUBE_SIZE/2
45 point_z=float(z)-CUBE_SIZE/2



46
47
48
49
50
51
52
53
54
55
56
57
58
59
60
61
62
63
64
65
66
67
68
69
70
71
72
73
74
75
76
77
78
79
80
81
82
83
84
85
86
87
88
89
90
91
92
93

points.append(Vector3(point_x, point_y, point_z))

# ULz FpAefik, /AT css P z-index
defpoint_z(point):

returnpoint.z
points.sort(key=point_z, reverse=True)

center_x, center_y=SCREEN_SIZE
center_x/=2
center_y/=2

ball_w, ball_h=ball.get_size()
ball_center_x=ball_w/2
ball_center_y=ball_h/2

camera_position=Vector3(0.0,0.0,-700.)
camera_speed=Vector3(300.0,300.0,300.0)

clock=pygame.time.Clock()

whileTrue:

foreventinpygame.event.get():
ifevent.type==QUIT:
return

screen.fill((0,0,0))

pressed_keys=pygame.key.get_pressed()

time_passed=clock.tick()
time_passed_seconds=time_passed/1000.

direction=Vector3()

ifpressed_keys[K_LEFT]:
direction.x=-1.0

elifpressed_keys[K_RIGHT]:
direction.x=+1.0

ifpressed_keys[K_UP]:
direction.y=+1.0

elifpressed_keys[K_DOWN]:
direction.y=-1.0

ifpressed_keys[K_q]:
direction.z=+1.0
elifpressed_keys[K_a]:



94

95

96

97

98

99

10

10

10

10

10

10

10

10

10

10

11

11

11

11

11

11

11

11

11

11

12

direction.z=-1.0

ifpressed_keys[K_w]:
fov=min(179., fov+1.)
w=SCREEN_SIZE[0]
viewing_distance=calculate_viewing_distance(radians(fov), w)
elifpressed_keys[K_s]:
fov=max(1., fov-1.)
w=SCREEN_SIZE[0]
viewing_distance=calculate_viewing_distance(radians(fov), w)

camera_position+=direction*camera_speed*time_passed_seconds

# 2
forpointinpoints:

X, Y, z=point-camera_position

ifz >0:
X= Xx* viewing_distance/ z
y=-y*viewing_distance/z
X+=center_x
y+=center_y
screen.blit(ball, (x-ball_center_x, y-ball_center_y))

# 2tk
diagram_width=SCREEN_SIZE[0]/4
col=(50,255,50)

diagram_points=[]

diagram_points.append( (diagram_width/2,100+viewing_distance/4) )
diagram_points.append( (0,100) )
diagram_points.append( (diagram_width,100) )

diagram_points.append( (diagram_width/2,100+viewing_distance/4) )
diagram_points.append( (diagram_width/2,100) )
pygame.draw.lines(screen, col,False, diagram_points,2)

# LT

white=(255,255,255)

cam_text=font.render("camera = "+str(camera_position), True,
white)

screen.blit(cam_text, (5,5))

fov_text=font.render("field of view = %i"%int(fov), True, white)

screen.blit(fov_text, (5,35))

txt="viewing distance = %.3f"%viewing_distance

d_text=font.render(txt, True, white)

screen.blit(d_text, (5,65))



12

1 pygame.display.update()
12
2 if _name__=="__main__
12 run()
3
12
4
12
5
12
6
12
7
12
8
12
9
13
0
13
1
13
2
13
3
13
4
13
5
13
6
13
7
13
8
13
9
14
0
14
1
14
2

EHERBTE VectorSRE B B, sl AA#RILIE z ARAIOR I, IXARLE blit (9%, B EEHLLIN )
AU LA R, AR R A EE T

FE BRI ARG, 2 MRIE F S5 Sk 2 TE Uy B — — 4 PR P S, S B EARRS A 2 S e T R L B



M3D MR F2D Z2AEFER, RALZ T4 z kRAWERZE (WHEASHIT), —FER%ETrEZ ),
— R EIsE, R Vector248 T Vector3.

SRIGACHD T B 4300 . oG, SN BT ERYE camera_position BB IE, R EERK z ELOiL K, Ui
B SRR /T, T ERE ), SN RATFEE. v FERE— TR, REEX. y @AEHn ChREZ2F
B RIS RS S B, BRI R T .

WISRARGFF 25 3], 4B 7 P AT UG IE | 25— R B REINIRED G2

3D B Bg

3D &ig4 NIkl R R KR B CF— A2 ale? EBRUAK ? ), AT WRESI1, 23D 15
PRAETLLE R, A 2D 2B WELR T MRk, W& Vector2—Vector3, fHE3D [ &k 2H L&
FRE AN, FEEESS), HEEANEBASA,

{HIE, EREE %~ HEEFTARI3D W2 — 2411130 ALbn i Tl y2D m EEpls 172 R SR
SEIBANER, A4 3D BIEEK X L, X Pygame ik, JFAERI3D AR ATELERT, B4 G B IEL:
3D HH? A—NEET 2 ik#FE——0penGL, A 1 fi#HiE BT Wiki, Aid OpenGL A& Pygame i —#f
45, 1 H3D SRR N 2 SEERE S, X BRI A RN R T .

JEAT3D Gl BAMBE S, FATX LR AR R L A e A 9%, At —5E 1 #En] U 4P 5 A3D
Wk, XFEHE RS S MR HE, KPR TELTERIG, SHE KK WESREIJHE OpenGL 1A

o

e

BRI VR Pygame FRIKFS &, AT HIE A SR IRIA TIPS 5E 1)

F Python f1 Pygame Sijf%k-MA12EE (20)

AH—, 15. J\H 2011

FRERRIR L BN TCR 2, BT LA TR R BABHALR: . SR ZE A ) LA B Res AL iR S 1R 5
BRNURIZE IR RRBE S, S kil e P A S 50 24 1) AR A DR BB IR, TE— AN LR N AL IS P22 K]

SATHLES, BRI HRE SLTIE R, T E L9275 5 H A AR R U 2 e, NMITIERRTIH — 7% T
U2 Wb a2, o E 280 T AGS BATHIME fhdg A b X WL 45 3A 1 pygame 1 3§ inse b
I 1.
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HAREE?

METFIR TR T, Sk FOR A K, PR SRR O AR SRS, KFHAE G~

FERAB RS, W &R BRI B2 B BRI E AT LIRS,  Hean it — EIRATMHT R 7
RTRME PO IRS), ST Rk 3, XA iRsh 23k GEuvKhii—8ia 1, KRR —
PR, XA IRBN A HEANTATHHAE, SRR, SHEHRAIML .

PRANFIEEE (B UK, RIS MBI, X AMRAFEAR, AT T, A E WA (RN T
K ——) . IR, RIS GERD BB I A5 S T, P i) w2 A 2 2231
REENE R ER TR E, MR, PAOERZE(HZ). Ha100Hz BWE XA RS E 1M A EEAT
71007k, &R —DEERE, BdTAKMSREIRNA S e ANE, SFENEN, XINMMEREHIRS)
BICHITEIRA R E

LS IRZ P #R VP2 AR S ALETIRIT . RN P SRR N B R AR, A 2 B B
HEOR, WA RESE/N: TEANRIRIASEE Y, By ROSANR S, A ERSCR e A k. XTI 8,
AR, WA AR A BT RCR AR R IR HUB R R R M RCR . LR R AR
TR ATIT B, A8 SR IR AN AR il R ATREASR IR AT DS, Bk
RS S A, EURITANE] FEER, BONBA BUERR, A T RCRE, HBAERE T ...
AR

FEEaE  MEIRIE S, MRAMTHREUA Rty (Rt (F5, MR By fing~

(TR U B A R 2 s, RO

LABH W) WAV U], BT E U WAV A3, HUI ZE I S EIE" B sRAERRAR 17 SR)E TR,
HUIKNESE 1 BARER S A%, BORIEIN AR DI 2 1, 22 A2 52500M] (USGRATELTT, M HiXA" 2= A
ZIRICHE), IRARAAREE RSB ? R, WA R RHEARAR . PR RAE e HAb R 2 TR, ik
TR LEARBRE ORAF TR T o


http://www.yyshequn.com/kinsmann/swdman/2003/03/sizhu/jiaoshi/jiaoshi1.htm

K
: ] < ,
\/f \' \\.\j \v‘f
BIAHT il
! 5 hifpiiievenere. gt

A ERCER I, R EAR I I AR AR A AR AR AR BT 1, e AT RO, EA Z TR IO
SRR T o B E AR LR R

HUBKC SRBET T IARPRARRS T, A PRC S TR Rz . BORSH, RERIE SR RGBT 0 B s
P LBy R ARAR RS TR EERU S T ORI (Eetn, 44.1KHZ), PARFRIE T3 B A 2 T2 ARG
CEetn, 16BIT). XHE KHZ”, “BIT HMER S, R HIE BUBAF AR B .

AT L BRAMUNE WAV X —Rifrfis 75 SR, sty BRGSO ) BMP —#F, WAV 2—F 8
JEZErkg s RRRERK; 1T OGG AR PNG, RICHi ks, LU ERFERIBIA, (HRK/NCHE
I MP3, NEST IPG AR IS4

=

MEARAG A &, il o F IR, AN s LU N, B D=l OB AR v S5 A, T S Kl B
MFESEL T ...

KR BEA T LA P Sl &, kiSRS 7 Hib e A, B s, AIRZ B al LLESE, JTHIRM
Audacity g2 MRAE IR R BARRIZ EAG 17, — TR,

W EAIRZHE ERZMTEETE, TR EmE MR 22 ek, MO A4 HR A R ~ ~
Pygame HEERHIHL
K ICRAN e 28— A SEBRB FIRO5 & 1, deul— FAIE6 L.

7£ pygame 1, i mixer BIHORFEE &, AIAE LRI AT, FATFHELH pygame.mixer.init i #ck
WIEL — 2%, A SEARTF 4 E, pygame.mixer.init 2Bi# pygame.init —&#41441k, pygame Tifi
ROt T —A pygame.mixer.pre_init() KRBT B IIVIIEIL TAE, S80I .

o frequency - A ECHRIRIESR, RE SRR EICIERE, (H2 BRI KA AT LU X
44, 1KHz {758 B, B DA B0X AME e ;

o size - EILIEE

e stereo - VAAFZIE, 1: mono, 2: stereo, EAfiE google, —Mik24F T

e buffer - SR/, 255, w4096 EAZ T IR



PRI MBI AR Aa A 7 -

1 pygame.mixer.pre_init(44100,16,2,4096)
2 pygame.init()

XHESH pre_init RiIGE TS HL RS FE pygame.init ARG A RO ZR 78 .

WMRRFHEEHTRE BT ISE, IAREERPIT pygame. mixer.quit X 5 34T pygame.mixer.init, A~
o HAEE.....

F Python f1 Pygame Ei#%-MNIT2EE (21)

A=, 23. )\ 2011

BHeE LIk, BAISEKRE W e Pygame H R H¥ .

Sound &

FEAIRILA B R G, BA T LU — A F AR SCF 2] —> Sound X & 1. pygame.mixer.Sound()#%52
—ANEA, BEER AT ME A B AR SRR WAV BE OGG, PhHe !

1 hello_sound=Pygame.mixer.Sound("hello.ogg")

— HIXA~ Sound X R KT, RATLMER play JidkiEice. play(loop, maxtime) ] LIEZH NS4, loop
AR E SR E, - 1WA CRRIER, 198? 2RI, A LB KBS IXE: maxtime 215
Z /R W, IXAMBRIR . MURAME AT SHCR A %, SRS X AN S — K. — B play J7%:0
R, st£sikEl—4 Channel %, S0 HE—4 None.

Channel %%
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Channel, th 72 /518 , 7] DA 75 R VR-A G [RD R8I0 Beia it . ik o] DA RIS B350 P 8 B i A R I7), pygame
HERA S8, RATLLEE pygame.mixer.get_num_channels() 45512470 & 48 n] LAR & U0 A S, 1
—Hi#id, WA sound Xt %1 play 77ikEE 2R Fl—/ None, nRIR#fE B A ERMNIERIRZ A S, AlLLH
set_num_channels()k¥&E—F, WiF—Huhmi, FOVEFESFIEY g s &,

A4 Channel Xt GA 2 FHWE? wn FAR FOR AR B — N A, IBARAARHE XA R, A e
BUEH — SAEEBN A, W3 KA B T, A8 ARz — T A I PR, SRIE A,
Ja ik, HEEEN K. X2 Channel sef#] %% . Channel 1) set_volume(left, right) /5%
P MASEL, Rl RAE A AR I () BN, M0.0~1.0.

BRRAE5

OK, KAl ki~

A LA I B S R FLE AT o A Fsl,  WPRIASRA P 2 o 3ok HRLTRT AL AT IR 5] 75 5,
AT JUAS— AR AT BB AR, B g — AR B A7, BT A E— AN 08 TR Nk T (1

WS, AR RRGERFUGRBRR RE R, BIRAXE, (BN SR RELE BAIER
HER RS

1 SCREEN_SIZE=(640,480)

2

3 # HAOBT, Sbr b Ar BR/F R

4 GRAVITY=250.0

5 # HRE, AR

6 BOUNCINESS=0.7

7

8 importpygame

9 frompygame.localsimport*

10  fromrandomimportrandint

11  fromgameobjects.vector2importVector2

12

13  defstero_pan(x_coord, screen_width):

14 "R B B o B R E AR A IR
15 right_volume=float(x_coord)/screen_width

16 left_volume=1.0-right_volume

17 return(left_volume, right_volume)

18

19  classBall():

20 "MUNERE, SEBR ERATATLAMER Sprite k"""
21 def__init__(self, position, speed, image, bounce_sound):
22 self.position=Vector2(position)

23 self.speed=Vector2(speed)

24 self.image=image

25 self.bounce_sound=bounce_sound

26 self.age=0.0

27

28 defupdate(self, time_passed):

29 w, h=self.image.get_size()

30 screen_width, screen_height=SCREEN_SIZE



31
32
33
34
35
36
37
38
39
40
41
42
43
44
45
46
47
48
49
50
51
52
53
54
55
56
57
58
59
60
61
62
63
64
65
66
67
68
69
70
71
72
73
74
75
76
77
78

x, y=self.position
X-=w/2

y-=h/2

# RARENRHT
bounce=False

# /NEREIEEE 42

ify+h >=screen_height:
self.speed.y=-self.speed.y*BOUNCINESS
self.position.y=screen_height-h/2.0-1.0
bounce=True

ifx <=0:
self.speed.x=-self.speed.x*BOUNCINESS
self.position.x=w/2.0+1
bounce=True

elifx+w >=screen_width:
self.speed.x=-self.speed.x*BOUNCINESS
self.position.x=screen_width-w/2.0-1
bounce=True

# MRAER Rl BRI E, YRR A7 2R X L SEAR T,
# IEREIRNIZA s = 1/2*g*txt”, ARG HEN —g, 1H R~

self.position+=self.speed*time_passed
# RYEE I
self.speed.y+=time_passed*GRAVITY

ifbounce:
self.play_bounce_sound()

self.age+=time_passed
defplay_bounce_sound(self):
"I AN A R TR ) R

channel=self.bounce_sound.play()

ifchannelisnotNone:
# RBEALAAFIENSE

left, right=stero_pan(self.position.x, SCREEN_SIZE[0])

channel.set_volume(left, right)

defrender(self, surface):
# HARKE T, G%8, B Sprite 5 ™K
w, h=self.image.get_size()
x, y=self.position
X-=w/2
y-=h/2
surface.blit(self.image, (X, y))



79
80  defrun():

81 # E—IRHNE

82 pygame.mixer.pre_init(44100,16,2,1024*4)

83 pygame.init()

84 pygame.mixer.set_num_channels(8)

85 screen=pygame.display.set_mode(SCREEN_SIZE,0)
86

87 pygame.mouse.set_visible(False)

88 clock=pygame.time.Clock()

89

90 ball_image=pygame.image.load("ball.png").convert_alpha()
91

92 mouse_image=pygame.image.load("mousecursor.png").convert_alpha()
93

94 # InEE S

95 bounce_sound=pygame.mixer.Sound("bounce.ogg")
96 balls=[]

97

98 whileTrue:

99 foreventinpygame.event.get():

100 ifevent.type==QUIT:

101 return

102 ifevent.type==MOUSEBUTTONDOWN:
103 # NI SR NER, 245 —ANBEHL I R
104 random_speed=( randint(-400,400), randint(-300,0) )
105 new_ball=Ball( event.pos,

106 random_speed,
107 ball_image,

108 bounce_sound )
109 balls.append(new_ball)

110

111 time_passed_seconds=clock.tick()/1000.
112 screen.fill((255,255,255))

113 # NPT /ANRRZ, I Fdr /N BRI X AN LT 44 5
114 dead_balls=[]

115 forballinballs:

116 ball.update(time_passed _seconds)
117 ball.render(screen)

118 # A NIRI 73 fr 2 1010

119 ifball.age >10.0:

120 dead_balls.append(ball)

121 forballindead_balls:

122 balls.remove(ball)

123

124 mouse_pos=pygame.mouse.get_pos()
125 screen.blit(mouse_image, mouse_pos)

126 pygame.display.update()



127
128 if _name__ =="__main__
run()

EAAT, WAIHRET A T AE, KiET! A, BARISGRKNTE 55 R 2H mixer KETE ? XA
—ANMFER, BONE S RMEAERK, B 8 5%E, pygame F 34N T —4 pygame. mixer.music 24
S R AR, X RIAT R — IR EH N 2

KR BIRE A R LA B -

/NEREM%: ball.png  http://eyehere.net/wp-content/uploads/2011/08/ball.png
YebrE%: mousecursor.png http://eyehere.net/wp-content/uploads/2011/08/mousecursor.png

#pkA % bounce.ogg http://eyehere.net/wp-content/uploads/2011/08/bounce.ogg

H Python fl Pygame EiFxk-MN[T2EH (22)

REWT, 26. J\H 2011

FEEM ~ X GRBATRSGM pygame Hib% )G —% 1, {ERIRMEREBOFE T, pygame [2E5EFIR
A OK 7o AR R, RABRHAEREAE T, RSS2 stk &Y, &
FORE BN E 3D SAIMON 2.

fawnr Cton the Mamgr

AR R, pygame.mixer HANE GRE B I R 8 SRR, - FRATTEAT A pygame. mixer.music.

pygame. mixer.music k% MP3#1 OGG & 530, ANid MP3IFAGE A I RS HCHF (Linux BRIAFEAS
SCREMP3FEO,  FTbAsli it 2 #8H Ogg SO, FATRTLMRZ it MP3%: 40y Ogg >, HO#H—TFIE.

FAMER pygame. mixer.music.load ()R In#—A~ 3, A5 H pygame. mixer.music. pIay()El%T% B, IX

BIEA =N Music IXFERIZEFIN R, RN 5ol IR — Bk RER — MNMEREBURLF T A R4 ~ AT EHE
H stop()7iERIFIERGETF 17, 2498 IR BN AR L LT pause()Fl unpause () 7%

BERRERTESSE
Sound X}
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ipr Eh

fadeout WA S, W2 (Z0) AR J9R i A
get_length AR K, Db
Igset_num_channe SRR /b Tk
get_volume K& E (0.0~ 1.0)
play FaaFE, iRE— Channel %%, &R 5] None
set_volume KEEE
stop S 1R T
Channels X
Viko = EA
fadeout e )
get_busy WA IEAERE K, IR true
get_endevent FREAE TS Bt 45 1 event, %A 4 None
get_queue IRECAZIH ()75 ¥, BEA N None
get_volume e V)
pause TR
play e
queue ¥ —A~ Sound X ZAINABAF, 7524 TR H 3G GE S 7R
set_endevent W B GE SER BT event
set_volume e V)
stop SEZS B L
unpause YR ELRR TR
Sound X %
Yipr=4 Y )
fadeout AP
get_endevent AL
get_volume FK AL
load Ina— A8 R
pause AP
play A
rewind VNS SIRGE i
set_endevent eVt
set_volume A
stop SN BT
unpause Ak SRR T
get_pos PAFHHIRIBUNALE, =T

EAMRETER, AR AR, X B AR R R 5, w2 bk, A e — m Al
AR, A RE ] pygame HHEHL LI X



Kpo>>r

fli o e |

Frian b, B TR, ARSI /MUSIC FHTA ) OGG Al MP33CfF (WERIRAN 2 Windows, HJ fE%EE f
MP3 IR, BRI, JUAMZEHIGHL, TRl G SCERAAA TR, RISk
W, A HAR S5 A A IR B 2 AEH0:

1 # -*- coding: utf-8 -*-

2 # ERE TS A2 utf-8

3 SCREEN_SIZE=(800,600)

4 # AFICE SR

5 MUSIC_PATH="./MUSIC"

6

7 importpygame

8 frompygame.localsimport*

9 frommathimportsqrt

10 importos

11 importos.path

12

13 defget_music(path):

14

15 # IS ISR 15 AR SO

16 raw_filenames=os.listdir(path)

17

18 music_files=[]

19 forfilenameinraw_filenames:

20 # As52 Windows (136, &2 Z:4s mp3iE

21

22 iffilename.lower().endswith('.0ogg')orfilename.lower().endswith('.mp3'):
23 music_files.append(os.path.join(MUSIC_PATH, filename))
24

25 returnsorted(music_files)

26

27 classButton(object):

28 "URANRR MR, B HIRIE SN R S BT Re
29 def__init__(self, image_filename, position):



30
31
32
33
34
35
36
37
38
39
40
41
42
43
44
45
46
47
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49
50
51
52
53
54
55
56
57
58
59
60
61
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63
64
65
66
67
68
69
70
71
72
73
74
75
76
77

self.position=position
self.image=pygame.image.load(image_filename)

defrender(self, surface):
# X EAER A 1
X, y=self.position
w, h=self.image.get_size()
X-=w/2
y-=h/2
surface.blit(self.image, (X, y))

defis_over(self, point):
# Wik point /£ A &GN, & True
point_x, point_y=point
X, y=self.position
w, h=self.image.get_size()
X-=wW/2
y-=h/2

in_x=point_x >=xandpoint_x < x+w
in_y=point_y >=yandpoint_y < y+h
returnin_xandin_y

defrun():

pygame.mixer.pre_init(44100,16,2,1024*4)

pygame.init()
screen=pygame.display.set_mode(SCREEN_SIZE,0)

#font = pygame.font.SysFont("default_font", 50, False)
# N T RPN KB TXAFE, BiAE oS B ocERiE B A
# T M, N & bl g Iy il 7y
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font=pygame.font.SysFont("simsunnsimsun",50, False)

x=100

y=240

button_width=150

buttons={}

buttons["prev"]=Button("prev.png", (x, y))
buttons["pause"]=Button("pause.png", (x+button_width*1, y))
buttons["stop"]=Button("stop.png", (x+button_width*2, y))
buttons["play"]=Button("play.png"”, (x+button_width*3, y))
buttons["next"]=Button("next.png", (x+button_width*4, y))

music_filenames=get_music(MUSIC_PATH)
iflen(music_filenames)==0:



78
79
80
81
82
83
84
85
86
87
88
89
90
91
92
93
94
95
96
97
98
99
100
101
102
103
104
105
106
107
108
109
110
111
112
113
114
115
116
117
118
119
120
121
122
123
124
125

print"No music files found in ", MUSIC_PATH
return

white=(255,255,255)

label_surfaces=[]

# — RINIWSCAT44 render

forfilenameinmusic_filenames:
txt=o0s.path.split(filename)[-1]
print"Track:", txt
# XA Windows IS AY, HRAE B O RS IHRE B
txt=txt.split(".")[0].decode('gb2312")
surface=font.render(txt, True, (100,0,100))
label_surfaces.append(surface)

current_track=0
max_tracks=len(music_filenames)
pygame.mixer.music.load( music_filenames[current_track] )

clock=pygame.time.Clock()
playing=False
paused=False

# USEREVENT 2414 ? 6% AR RIIE 5

# http://eyehere.net/2011/python-pygame-novice-professional-2/
TRACK_END=USEREVENT+1
pygame.mixer.music.set_endevent(TRACK_END)

whileTrue:
button_pressed=None
foreventinpygame.event.get():

ifevent.type==QUIT:
return

ifevent.type==MOUSEBUTTONDOWN:

# FIWE AL B
forbutton_name, buttoninbuttons.iteritems():
ifbutton.is_over(event.pos):
printbutton_name,"pressed"
button_pressed=button_name
break

ifevent.type==TRACK_END:
# R — MRE S T  next”
button_pressed="next"
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127
128
129
130
131
132
133
134
135
136
137
138
139
140
141
142
143
144
145
146
147
148
149
150
151
152
153
154
155
156
157
158
159
160
161
162
163
164
165
166
167
168
169
170
171
172
173

ifbutton_pressedisnotNone:

ifbutton_pressed=="next":
current_track=(current_track+1)%max_tracks

pygame.mixer.music.load( music_filenames[current_track] )

ifplaying:
pygame.mixer.music.play()

elifbutton_pressed=="prev":

# prev (A 71k

# ORI 3, MIHaE, SNk s —ih

ifpygame.mixer.music.get_pos() >3000:
pygame.mixer.music.stop()
pygame.mixer.music.play()

else:
current_track=(current_track-1)%max_tracks

pygame.mixer.music.load( music_filenames[current_track] )

ifplaying:
pygame.mixer.music.play()

elifbutton_pressed=="pause":
ifpaused:
pygame. mixer.music.unpause()
paused=False
else:
pygame. mixer.music.pause()
paused=True

elifbutton_pressed=="stop":
pygame.mixer.music.stop()
playing=False

elifbutton_pressed=="play":
ifpaused:
pygame. mixer.music.unpause()
paused=False
else:
ifnotplaying:
pygame.mixer.music.play()
playing=True

screen.fill(white)

# 5 N AATEHAG



174 label=Ilabel_surfaces[current_track]

175 w, h=label.get_size()
176 screen_w=SCREEN_SIZE[O]
177 screen.blit(label, ((screen_w-w)/2,450))
178
179 # T
180 forbuttoninbuttons.values():
181 button.render(screen)
182
183 # FUOAEEASZABNN], X BRI
184 clock.tick(5)
185 pygame.display.update()

if _name_=="__main__":

run()

RAEFF BRIRT LUSAT, IERAR TR, A PG Pk, B n B3 iont (el B, HRHE — . Binig
ENEZA EYE, $dl o A mAR AR, FATIHE DA Al 1) ME— R SR i S !

FTLATF —, ISR, A pygame 55 —ANEIER] DIBE sk, #0E s~ ~

H Python il Pygame Sj#xk-M A [12EE (py2exe &)

AHIH, 19. A 2011

XA REALIHE E 2, W0 ARAR— N AT HEIATTS R A% — 1 exe SCfF, 3XFE—2K, HPANTZE 225 python
BUATABL 1 o 3438 1 R RA — K FRehg i !

perl, python, java %4mfEiEs, FEWHH, EVEL3E, ThREs s VB BRI, IRt Lgn'S MmHEe A4 A
& AREIHTT N AILED, 7T & F P RS2 il %, — MBI R 5 « VB S& Sk SR AL 16, 7T DUR T (8 ilgm 13 (£ 2 )
Ak exe XfE. AT exe, FTA K Windows #REE ERIMEH T .

T VRS (BRI W2 AT #5223 — 4 python il pygame, HF5EES L HABEM P (Lot k-
—7iff) gameobjects), X &HFIEOO%EL I A...... T LLERATHONF AT . (84T AT AR 4%, python
RIS AR


http://eyehere.net/2011/python-pygame-novice-professional-py2exe/

perl &5 perlcc (i mER ERILE 2, perlapp (RPFARCRBAHME RIS ST H; Xt python #Kix,
py2exe A2 ik, ERREN, MEHEH RSO, BRI RERAFAELL, R T

3| py2exe (K5 21 Mss T # i, JEEEM A K python fRA.,

py2exe & i E S MNMAABTITRAERIE, M NiIX %0y pygame St A (2% py2exe H77), W
CARCR 77 (84T B8R A, VAR AT 2% BuildExe B2 4K

1 #!python

2 # -*- coding: gbh2312 -*-

3

4 # XAMHAL N pygame flifl, M py2exe T AR BH)E 2 dist H%
5 #

6 # FHPEA R, TR S £

7 # http://eyehere.net/2011/python-pygame-novice-professional-py2exe/
8 #

9 # R K:

10 # python, pygame, py2exe #fRii%%: I

11

12 # fiRT:

13 # 1: Bt scft, 45 5E 7 29T G, py A0 N EE

14 # 2: python pygame2exe.py

15 # 3: fEdist X ffk, enjoy it~

16

17  try:

18 fromdistutils.coreimportsetup

19 importpy2exe, pygame

20 frommodulefinderimportModule

21 importglob, fnmatch

22 importsys, os, shutil

23  exceptImportError, message:

24 raiseSystemExit, "Sorry, you must install py2exe, pygame.
25  %s"%message

26

27  # XAREUE RN DLL 252 RS RN (RITERARHITED


http://www.py2exe.org/

28
29
30
31
32
33
34
35
36
37
38
39
40
41
42
43
44
45
46
47
48
49
50
51
52
53
54
55
56
57
58
59
60
61
62
63
64
65
66
67
68
69
70
71
72
73
74
75

origIsSystemDLL=py2exe.build_exe.isSystemDLL
defisSystemDLL(pathname):
# W% hack —F, freetype 1 ogg 1) dll 3:4& &4 DLL

ifos.path.basename(pathname).lower()in("libfreetype-6.dll","libogg-0.dll","s
di_ttf.dll"):

returnO

returnoriglsSystemDLL(pathname)
# 4% Hack it (1) pR £ 8 S [ml 25
py2exe.build_exe.isSystemDLL=isSystemDLL

# EAHHZEME A Hack, fi#3 pygame HIERIN R 245 I
classpygame2exe(py2exe.build_exe.py2exe):
defcopy_extensions(self, extensions):

# 3K13 pygame BT

pygamedir=o0s.path.split(pygame.base.__ file_ )[0]

pygame_default_font=o0s.path.join(pygamedir,

pygame.font.get_default_font())

# IANFE NSRS R

extensions.append(Module("pygame.font”, pygame_default_font))
py2exe.build_exe.py2exe.copy_extensions(self, extensions)

# IXNFEIRATE B
classBuildExe:
def__init__ (self):

Fhmmmmm e m e mm e
#HHAH T DRI, WEESIZRIS NS0 ##4##
Fhmmmmm e m e mm e

# a6 py X
self.script="MyGames. py"

# R4
self.project_name="MyGames"
# Uik site
self.project_url="about:none"
# WA

self.project_version="0.0"

# UERRVER]

self.license="MyGames License"

# UERRIEE

self.author_name="xishui"

# KR LD
self.author_email="blog@eyehere.net"

# AR

self.copyright="Copyright (c) 3000 xishui."
# AR
self.project_description="MyGames Description
# Uk Ebr(None 11645 H pygame FIERIA ElbR)



76
77
78
79
80
81
82
83
84
85
86
87
88
89
90
91
92
93
94
95
96
97
98
99
10

10

10

10

10

10

10

10

10

10

11

11
1

self.icon_file=None

# AN ERE DU SR SO (B, EAEE)
self.extra_datas=[]

# BWANEER python 4
self.extra_modules=[]

# T EARRT python FE
self.exclude_modules=[]

# AN ESFRRE dll

self.exclude_dll=[""]

# TEIMAK py XA
self.extra_scripts=[]

# 76 Zip X4 (None ik, 765 exe Sxfhh)
self.zipfile_name=None

# Ao

self.dist_dir="dist'

defopj(self,*args):
path=o0s.path.join(*args)
returnos.path.normpath(path)

deffind_data_files(self, srcdir,*wildcards, **kw):
# IS R BT A
defwalk_helper(arg, dirname, files):
# HIRRAEH HAh I RCA ) T BA AR, e Uk
if'.svn'indirname:
return
names=[]
Ist, wildcards=arg
forwcinwildcards:
wc_name=self.opj(dirname, wc)
forfinfiles:
filename=self.opj(dirname, f)

iffnmatch.fnmatch(filename,
wc_name)andnotos. path.isdir(filename):
names.append(filename)
ifnames:
Ist.append( (dirname, names ) )

file_list=[]
recursive=kw.get('recursive', True)
ifrecursive:
os.path.walk(srcdir, walk_helper, (file_list, wildcards))
else:
walk_helper((file_list, wildcards),
srcdir,

[os.path.basename(f)forfinglob.glob(self.opj(srcdir,'*"))])



11

11

11

11

11

11

11

11

12

12

12

12

12

12

12

12

12

12

13

13

13

13

13

13

returnfile_list

defrun(self):
ifos.path.isdir(self.dist_dir):# M A pgs 51
shutil.rmtree(self.dist_dir)

# REGBNER

ifself.icon_file==None:
path=o0s.path.split(pygame.__file_ )[0]
self.icon_file=os.path.join(path,'pygame.ico')

# RIS BT R e S
extra_datas=[]
fordatainself.extra_datas:
ifos.path.isdir(data):
extra_datas.extend(self.find_data_files(data,'*"))
else:
extra_datas.append(('.', [data]))

# JFiHIT exe

setup(
cmdclass={"py2exe': pygame2exe},
version=self.project_version,
description=self.project_description,
name=self.project_name,
url=self. project_url,
author=self.author_name,
author_email=self.author_email,
license=self.license,

# BONERE R, WRFEARLmFET (debug FrEk), fH:
# console = [{
windows=[{
'script':self.script,
'icon_resources': [(0,self.icon_file)],
'copyright':self.copyright
11
options={"'py2exe': {'optimize':2,'bundle_files':1,
'‘compressed': True,
'‘excludes':self.exclude_modules,
'packages':self.extra_modules,
'dist_dir':self.dist_dir,
'dll_excludes':self.exclude_dll,
'includes':self.extra_scripts} },
zipfile=self.zipfile_name,
data_files=extra_datas,

)



13

13

13

13

14

14

14

14

14

14

14

14

14

14

15

15

15

15

15

15

15

15

15

15

ifos.path.isdir('build"): # &k build 3%
shutil.rmtree('build")

if _name__=='__main__":
iflen(sys.argv) <2:
sys.argv.append('py2exe')
BuildExe().run()
raw_input("Finished! Press any key to exit.")
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5
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6
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7
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9
17
0
17
1
17
2
17
3

I RUSE MR TG, 4 1 — RS 2R3 T =2 i xK.
— 4 Tips:

o WIREPATHIEE, &4 xxx.exe.log, ZFIXH K] log 5 BERALDITE T E .
o —JHARILUMEA console k414, XFERT LI AT AR EZ HE S,

o NP TRE AR, FEACHER T B DL LT AR GRS AE O A — T BT BT SO

o BIfE—AME/ANG py SUMF, BRAER exe SR K CRZEMENE, X BR/N.TM EA4D, F
5¢ | py2exe TEFTEIIRHESATCEA 75 ZAZE AR T iR S BURL ST M, an SRR 238 TIR B PE
(wxPython %5 ) 2 dngt . A zip 7T U5 &F B WM &E S, EAFEMNZE A
self.exclude_modules #, #&J&aT DA SO RT3l 75— AN AT DA S2 VG LN

2011/08/21 i&id:

1R %2 NAEFT A8 Font ASERm B je) 3, 3 BL 58 sdI_ttf.dll AU IER Gk, RELBE T BIAZR M
MANT . MHBEW, WREREHTCEITE N exe 1, B2RAERHARETEHK,

Bl”pygame.font.SysFont(xxx)"”, T & HFASCE, SREIT RSO 9K & —RE4TaL, XA R
MEZR 2 KR

2011/09/24 i&ic:
i blues_city &, “dist_dir”Ni%&J& T py2exe [F4#H options I A& setup 7.



AWK GAR I FF R AW oe X A

H Python £l Pygame Ei#k- M [1Z}EE (Sprite &)

DY, 21, B 2011

X X J& Pygame #FER VI —/N——0OVAL, BT pyexe ki—FE, F4N5H], BFEAZ pygame JiFakIT &
DAZBR ARV, ERENIE 1 45 KA #iad . DRI AT R iE ~

& pygame B ARIHE, 40 AR KIA 1> pygame.sprite Bk, mrEYFaim R, B8 5IAT
R RIX S, HA R XA . TR B SO BB T, X MEHOR R E T, TR TR H AR 0h B .
RSN RN N T B K2 AP, B%E 84 surface HSRE 2%, MEEEA NEAAMIEA ) FA X GR
FHA$H Sprite 20 AR B B—L CRdIX B %A GameObjects, W#H 454 HigFi~).

“sprite”, FICEHENE R, (EERkshE — et — M OIS E G R, /E pygame H, st AT LA — AN
K% (Surface) FIK/MiE (Rect) MIXI%. FRFFHESHAE OO EFH, i Python.

pygame.sprite.Sprite 2 pygame i R A, —fBokil, MERFES M H R R KUK - TERE
IINHE ErARES . 284617

importcStringlO, base64
importpygame
frompygame.localsimport*

def__init__(self, color, initial_position):
pygame.sprite.Sprite.__init__(self)
ball_file=cStringIO.StringIO(base64.decodestring(

"""I'VBORWOKGgoAAAANSUhEUgAAABKAAAAZCAYAAADEGYV]AAAAGXRFWHRTb2
10 Z0d2FyzQBBZG9iZSB]
11 bWFnzZVIIYWR5cclIPAAABBJIREFUeNQgsVj2PG1UUVfPp8XictXfHa+9mlyJCNEQRWi
12 TogACIAgGC
13 LgINIQZROIFEj8RPSIkGGooUpEWIKGhROtAAEII2tsfjjxnPjIdz7o0yDF2wSUK72yN4
14  3793z7rkf
15 Y8N2HFmbbVIiGIYiyzIpy1Isy3oHeMswzLOyXJ2tVitOVhTFAxz5Cfge+A71ZIcZmyS
16 ObQudwlIEO
17  veanraBlw/0O8I5x6D9eXy6UkSalYLBa6BvsNuAV8uY3sCQIvX4LANMOXw/Dgdhj2
18 Xm02m+K6LgPR
19 PXmeS5gmMp/PZTabyXQ6lclkosS1/QJcB+5vkthrAkoAuc4uHx//0B8MvCAIXG/5j)E
20 gOkpIkmcwX
21  icTxBIhIHWEURXoedgW4B3wIfHUBJM9yMQ3j5PTk5N7g6MjtdrrS3e9Ku90GUUvC
22  2hkdMYJIx5Ivn
23 NRC19UReRIRLR/sGeB34UUkMIBclIcHg6K4SdDvS7/el1+tIJp7MnQdCWRgMhDG
24 WZLmWCCFog9rBm
25 GBYc50rOKON4ugkSC+IQSC3moeX7N09PX/i4AwLkAoQDxeFhHziUSCCUzt6e+EF
26  Lc2QalidmFQHy

1
2
3
4
5 classBall(pygame.sprite.Sprite):
6
7
8
9


http://eyehere.net/2011/python-pygame-novice-professional-sprite/

27
28
29
30
31
32
33
34
35
36
37
38
39
40

kQLZMpME+WJF1sabdYA7Nq4jQbv90ZPs+75cgkSMYH9/X6Ph]9dpTLjruFLKBRYj
ACBd1BolLzzY8
T300IRNtIvCZDXsTThgq262CzrzmgRHU4+QEIQhAXNzZRWU1mTxfjOwvBIAOIIYNN
Wtja5bgM33mN/
sBEdx9bNPOQ1PWIqZIJdAFKoMrEI6R+9gj6t7cUl1zjKnjFvsfaybriUqlvo4ypXSKCu
d+aefpezs
703LL9s4c5U65gCrhGDDpUkgqyWIuU1STweNIJRe7nAlmA+ZaVbnmiD4KFNEWC+
3VqjB5YImDdMA+
YKONx20VgxefojRL8CzmCxkOhxLhWYy+mGIvz6RKmv096X91PErP4Byazapbs3v
ZB45bVQqTzBzQ
kjQBQSTNjx7JcDTCRSLKKNY9SbKACsttHKZdrIgHILNnGCNhoDUOgG83U5mNUVTO
KShRPYo3m8fAc
nT/S/3mMWFy2KrXKNOFbul+Rri1FvLsB731H02m2pU711Sx8pSHTLaESIZjob6nfso
2wWw77mSR3IMsN
zh4mmLOIBAKO6fjAgESdV1MYiV4kiUZHRDjD3E0Qza580D+rjsUdAQEj4fRISBwUk
qBttPeo5RIII
uB71jIASc8D+i4W8I0X8CviC5cul+JIgpLsgcF1ng6RQyaoX1o0WX1i67DTxe9w+9/
EHW9VOrngCW
ZINFpmvVWOfUzZ/mfGOHWHBz4ZV1kz8nvLUL+YPnRPDJ00J8A/j9fzrnW+sjeUbj
bP8amDyj86z+
tXL5Pwz0OC4njj4K3gavA8cazczYacLd+p/+6y8mfAgwAsRuLfp/zZVLMAAAAASUVOR
K5CYII="""))

self.image=pygame.image.load(ball_file,file").convert_alpha()

self.rect=self.image.fill(color,None, BLEND_ADD)

self.rect.topleft=initial_position

pygame.init()
screen=pygame.display.set_mode([350,350])

ball=Ball((255,0,0), (100,100))
screen.blit(ball.image, ball.rect)
pygame.display.update()
whilepygame.event.poll().type!=KEYDOWN:
pygame.time.delay(10)



i Pygame window N

M —RHERZRH, MHEME Python A SHE K], AHBAMIEEER—T base64Zwts Al Python XM [
StringlO. base64F. FRixH Al XM kAR B ioctE, HEEEIRAKE pygame.image.load 77
EAMUA AT DA BOCAE, T LSOO SR AR IR — N % FFRE 1 ? Python 842 {8 KIS &,
LS R I8 SRS T AN —— ST etk 7, (EH zipfile, FRATRZZ 5k ol AR SR SCAHT Bk, X
FEB LRI PR e 2 1 ~IX 251, LAUE AL

MAGIBAA B —NE, A TGRSR, AT DU A SRR ERIE, BORZE K. T L
I RHER TR, LSRRI AN ERARI UGS gt LUE 2R PG XSRS SRR NG KRR, IFE AT D50
ARR. ...

ER(EZE, & 7 EEAEAK €A ER 1, XFEGEE ERH Surface 5 USRS 2 — mif AER BT
MR o BSERAAIXAEI D, (E— DERE AR, ZAERIE? AT X A5 T

1 balls=[]

2 forcolor, locationin[([255,0,0], [50,50]),

3 ([0,255,0], [100,100]),
4 ([0,0,255], [150,150])]:
5 boxes.append(Box(color, location))

6

7 forbinballs: screen.blit(b.image, b.rect)

8 pygame.display.update()

9

10 # JRABEREAH —FhsEA i E 2277 50

11  # rectlist = [screen.blit(b.image, b.rect) for b in balls]
12 # pygame.display.update(rectlist)

13 # XFEEALE, pygame R & E 44 R 1HE
14

B AL BB ARCRE T, RS A Sl

AICIEAEIEA L UKL sprite (FILFAt, sprite S KIS AT 2, X B FHZEM— T update Jiik, %4
B, AR, 3347 ITAG 4R T I AR



classMoveBall(Ball):

1 def__init__ (self, color, initial_position, speed, border):

2 super(MoveBall,self).__init__ (color, initial_position)

3 self.speed=speed

4 self.border=border

5 self.update_time=0

6

7 defupdate(self, current_time):

8 ifself.update_time < current_time:

9 ifself.rect.left <Oorself.rect.left >self.border[0]-self.rect.w:
10 self.speed[0]*=-1

11 ifself.rect.top <Oorself.rect.top >self.border[1]-self.rect.h:
12 self.speed[1]*=-1

13

14

15 self.rect.x,self.rect.y=self.rect.x+self.speed[0],self.rect.y+self.speed[1]
16 self.update_time=current_time+10

17

18 pygame.init()

19 screen=pygame.display.set_mode([350,350])

20

21 balls=[]

22 forcolor, location, speedin[([255,0,0], [50,50], [2,3]),

23 ([0,255,0], [100,100], [3,2]),

24 ([0,0,255], [150,150], [4,3])]:

25 balls.append(MoveBall(color, location, speed, (350,350)))
26

27 whileTrue:

28 ifpygame.event.poll().type==QUIT:break

29

30 screen.fill((0,0,0,))

31 current_time=pygame.time.get_ticks()

32 forbinballs:

33 b.update(current_time)

34 screen.blit(b.image, b.rect)

35 pygame.display.update()

TATHT AE BN IR IS R, RIS st Bim ok, X4 2 sprite B IEA AL . &F—1 Sprite 542
HEEEEEN, F0AH update #ia% AR HEH M E, E0EA A FE update+blit it Ll T, £F%
AR BRAE—NMEFFPRA, R UATER . Al RIS I RAIEL, RS h A HE AR R
IIN—NFIFR, ARG B A48 RIY update 773, KR T ! {4 pygame.sprite.Group 2% I, 7
BRI balls, 285 add JniEER R, A5 R FEEAA balls.update(args..)st el Bl T, IEFE
KA. FFfE FEH balls.draw() 5%, #RAJLLiE pygame R ELHRREY . HZERMEH Gedds—
™ balls.clear()77i%, SERRS— Rt FEXANT7TERH KT T ).

JUERATE S0 TR 2, WEIE R 7R R I, (HEEIEKRA4E R, pygame.sprite %2 SRS,
JZH5IZE RN Group BRINRBA RPN, T LA K R 78 55 A R5E A RIE T, fRJ7im, (FH2
> Group. f#/H] OrderedUpdates, =% 14/ LayeredUpdates, Z T HA&{# 772, HE o S0 752



Fm R, CEPMAMEE T, MEEEEHMNA T, WA ZU 7 RkE, G2, IR
Pl g~

F Python #1 Pygame 5%

U, 27. )\H 2011

MG, BRI GRSt A WEREE D JHLAMIRE, B oiREaERE Cs (EE B
HERERIE R AR AR AL 1, EREAT— 58 IR RN R . IR IR 878 76 3 LLRT Pk i) pygame
JiJ5im, WAGE PR A B, R R LR E S, BARRHE NG A FRC R ABERER, EE
R B, SCEGR BRI R T B

RS A B IRE R TG, SR SRR A IR BT T, AR RIS, AS#EA
ERFR PG MBS 2) 2B, FATR XA —NEiR, R0 Windows B H 7 IR, B ICACAR 28— i fih
LA FH T S A 15 2 BRAE AR EOR FL SRS U AR i, A BA T LEAANEZEAN R, B T8 Rdkse, at
AIBIRZ IIRE T, SEARITE KPR AR 1, R ST LLA C4 e iplae. B, fRa0T kil —4
FEHA X EE THREM T Photoshop, RJa Hitl-&4TE Tl (ke MR, A 7D ...

DIRERE R

SR, AT P R & M AR T FTiE TR SR e A BT, PRI 17 A
IEFPRER B AFE T, T HIATE 22 KK pygame, &R TTVE—BIA R~

RO RIPRE RN, WAt RARZE 1 REAE LR mE 2 1, EX . RS WEThRES MRS AE 1.
EEERIE, SEAREE EL RN, WALl HEIN— AR EE, XA R RPN %R E Y, 5
TR B 1, AL BRI LR I S 1, SR L MER G 7 R R AR B L RE R A ?
TR A U T ... OK, JHAIT!

HELR

pygame Fe/FIIHEZR AR ZEA L2 1, B ERIFATIXAREF HISEBRIER], MU AL 10— MU ZE Tl AT L T

1 importpygame

2 frompygame.localsimport*

3

4 classBrush():

5 def__init__(self):

6 pass

7

8 classPainter():

9 def__init__(self):

10 self.screen=pygame.display.set_mode((800,600))
11 pygame.display.set_caption("Painter")
12 self.clock=pygame.time.Clock()

13

14 defrun(self):

15 self.screen.fill((255,255,255))
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16 whileTrue:

17 # max fps limit

18 self.clock.tick(30)

19 foreventinpygame.event.get():

20 ifevent.type==QUIT:

21 return

22 elifevent.type==KEYDOWN:

23 pass

24 elifevent.type==MOUSEBUTTONDOWN:
25 pass

26 elifevent.type==MOUSEMOTION:
27 pass

28 elifevent.type==MOUSEBUTTONUP:
29 pass

30

31 pygame.display.update()

32

33 if_name_=='_main__":

34 app=Painter()

35 app.run()

XAARH R, ARSI, S, A AR AR, KSR 2 pygame MR TAE, WX
FREEARERL MR, EHECAm 22K AKHEER, AJVAIEAEME ) LiE: )

RENA - GEERE T, IAHEWERERIE 730, R AR ER %, CPU XUBAER. 1 H R REmR,
B Baiesiitvk, SRR, BA AT ZAR SRR .

F—URHLBERG
FEAERARIR S AE LI sh s 2R, AR EE S n] LA BX N AR
R AEs — 24 flag b
Balbs  — flag HMIEK, ERshAASR LEE T IR
WAL — 24 flag <
S ZIR I
classBrush():
def__init_ (self, screen):
self.screen=screen
self.color=(0,0,0)

1

2

3

4

5 self.size =1
6 self.drawing=False
7

8

9

defstart_draw(self):
self.drawing=True



10 defend_draw(self):

11 self.drawing=False

12

13 defdraw(self, pos):

14 ifself.drawing:

15 pygame.draw.circle(self.screen, self.color, pos,self.size)
16

17 classPainter():

18 def__init__ (self):

19 XYY

20 self.brush=Brush(self.screen)

21

22 defrun(self):

23 #RYpFHRYRY

24 elifevent.type==KEYDOWN:

25 # press esc to clear screen

26 ifevent.key==K_ESCAPE:

27 self.screen.fill((255,255,255))
28 elifevent.type==MOUSEBUTTONDOWN:
29 self.brush.start_draw()

30 elifevent.type==MOUSEMOTION:

31 self.brush.draw(event.pos)

32 elifevent.type==MOUSEBUTTONUP:
33 self.brush.end_draw()

REZEH G ARSI T, F#*#*#*#*# 8, oot He BRI .

KBRS Brush R0 17— 45T, thate RS HREI RRRREX N Th e, B TR, ATRMH 7/
ARBR B IR 7%, R A BRI R RCRIF AN WE? ATk

W, KRR T, HEBREE A NI Bl . B DR AT AL SRR L, R (A
FITRIBEARR: T Fesh 18— Ly, S flsmom B AL EGESE . WX FLIATH AT LA 2] pygame FA4 37 4
& GRANE B AN T B AR KA %) .

EaTr? EAEMRIL pygame THITIRSIA? K, IR, e MRS, mEa R, ATk
pygame JEiX A RIBERR AT 4 2

FEoWRMLERE
BB AR TR, 4 RE IR, Brush 76— VORIIR— VR 2 1A — 4 LRt 17 7 -

1 classBrush():



2 def__init_ (self, screen):

3 self.screen=screen

4 self.color=(0,0,0)

5 self.size =1

6 self.drawing=False

7 self.last_pos=None #<--

8

9 defstart_draw(self, pos):

10 self.drawing=True

11 self.last_pos=pos # <--

12 defend_draw(self):

13 self.drawing=False

14

15 defdraw(self, pos):

16 ifself.drawing:

17 pygame.draw.line(self.screen,self.color,
18 self.last_pos, pos,self.size*2)
19 self.last_pos=pos

fE__init__ flstart_draw 5007 —4), FRAGAE L —ASEALE, R)5 draw 1 iR R 5 B AR s 2k, 3%
a2 ALK, W, 527, WRIRESMERIRIE —SRiE, R CLREET, 2/0%A WS 477
T

Wi 1A Fefir BIRMEIEZNO”, N4, WERIRRIZARTRINTE, IRSLREVIR A IR AR, mlir B el B
7, ERRELRRIINEBAGH. RAEKANRHE, EATF AL,

AR BATXANBIREN S, ZAZ T, —BAEFIEER R, WA ARE: D

LA WA R 2 BB 747 BIEE BN, R HE 2. g, AMUGE
A, T H AR HR 2 ANBAR,  mHR (2R AR 28— 2RI GE, XN IRERT AL A? GF AR
R o o BAAMERIBRATH N TIUE......

AN, AnRBAT RS, AR RN 1. R AR ?



{2 Photoshop MIZERI RS BOR, REKINE £l X FE

WK Photoshop Ai, NiZaniE e B 2 &R E, 1 Photoshop i R A2 W, FANE HIE—E 2k
(1, T2 TN SRR 1, XS [ R B Witk %, R TRITRAS ER—HL.. BT, 3
AR B —F Ok b, BEREER— T~y XA ARG ERN, BESE MnEHABRRERITZEZ 4N
BEE, MERWARINMMNE S EFR TRZ!

(~7CHT18004F) KA. R, WilnZ i JLIXFRHAR, I R vE 747 ol 5 A 10 245!
(~769004F) KA. PR AIEEAR, i EANEATTUARE LT, KR —RBI &, SRR MM LR —k, AABSE SR 5o .

(A7616504F) BEA: #rfE? ! SPIR(E1 ok, HEWRXMZK, fHamaneinis!

(~7619604F) BEd: AHAZg/K? Bt AR 70 AW A7 T5 R 25", I8 REIXFH 24 7 IR 7 2 !

(AI7619954F) BEA: WA R R ITIAL J7 2 AR ARZ J e R Rl Lix—hr, SRk, WO OR —PiE R

(~7620034F) BEAE HE i Bt mioe, HrE REME IR, S5k NG KRV, kg mLIXFE AR L 578 AJCHT 18004, SCHRmtA L8 T .

IRBEFE, AR T

B=H2ERE

XIRBAVB BRI E 2, Ay AL 5 R e BA TN 2B, IR B AR AIFRA TR0 75 2 B RO 1. BT
MZEEAFF, FEESOORT, SSOME, H crce SREBAR y—MF E&: BlFiE, AT RE—
AR R SORIETE T

N HEEATH Brush k-

1 classBrush():

2 def _init_ (self, screen):

3 self.screen=screen

4 self.color=(0,0,0)

5 self.size =1

6 self.drawing=False

7 self.last_pos=None

8 self.space=1

9 # if style is True, normal solid brush

10 # if style is False, png brush

11 self.style=False

12 # load brush style png

13 self.brush=pygame.image.load("brush.png").convert_alpha()
14 # set the current brush depends on size

15 self.brush_now=self.brush.subsurface((0,0), (1,1))

16

17 defstart_draw(self, pos):

18 self.drawing=True



19 self.last_pos=pos

20 defend_draw(self):

21 self.drawing=False

22

23 defset_brush_style(self, style):

24 print"* set brush style to", style

25 self.style=style

26 defget_brush_style(self):

27 returnself.style

28

29 defset_size(self, size):

30 ifsize <0.5: size=0.5

31 elifsize >50: size=50

32 print"* set brush size to", size

33 self.size=size

34 self.brush_now=self.brush.subsurface((0,0), (size*2, size*2))
35 defget_size(self):

36 returnself.size

37

38 defdraw(self, pos):

39 ifself.drawing:

40 forpinself._get_points(pos):

41 # draw eveypoint between them

42 ifself.style==False:

43 pygame.draw.circle(self.screen,
44 self.color, p,self.size)

45 else:

46 self.screen.blit(self.brush_now, p)
47

48 self.last_pos=pos

49

50 def_get_points(self, pos):

51 """ Get all points between last_point ~ now_point. """
52 points=[ (self.last_pos[0],self.last_pos[1]) ]
53 len_x=pos[0]-self.last_pos[0]

54 len_y=pos[1]-self.last_pos[1]

55 length=math.sqgrt(len_x**2+len_y**2)

56 step_x=len_x/length

57 step_y=len_y/length

58 foriinxrange(int(length)):

59 points.append(

60 (points[-1][0]+step_x, points[-1][1]+step_y))
61 points=map(lambdax: (int(0.5+x[0]),int(0.5+x[1])), points)
62 # return light-weight, uniq list

63 returnlist(set(points))

FAWEIN T LA T, _get_points()iR ] E—A> (B BIE 2 MFTA 1 R GRS B4, draw fRR¥Ex s
RIATE



FIERATHE get_size(). set_size(Vt b T, FR B Lo M.
A, U set_style()R1 get_style(), FA AR A4 PNG B Fr/E SRR, 4 style==True
KR 1, draw RFHEH circle 97, TR 6 XA PNG £E38, 2448, SAMREst oML ZAT I, a3
1175 set_size()r, 24 size K /NI PNG 4K,

R, BAVSAELIEA PR set J5ik, 4 RELLIXEEZRPE TR R~ & —2 ) LA RN RIS, &F
ot gt A1 FIeEe BUE ARt b L, ORfE R T L B B b T~

BRI

FPAE, RATCLTER T 2EETRIPTAIIRE T . DECAA] LIESR: B E A T, (HRZERIFEE AN
BARESIB..... AT XA A8 IR EIAN AT, JR%% T

...... FUH, S OES ERRS mR e 1, BORBIERIBIE X A2, B GUI M MECERRK 1, A

UFIHAL . T RGE A7 PR I, R IR BATTHE GUI &R 200 E, st Rese ot Sl (] 7, FAT R — s blid
LINER= sl

H Python f1 Pygame Ej#x®

BN, 27. )\H 2011

FE AT BRI PRI FRAT T HIAR 5 R~

...... BZRTCHE, AHESE! PrAPRR R BERR" . B i A A, R BT I AN R (HRRE R
FEFE AT DUSE ST A0S, AN

B Brush iy, BONSEAER AL color BBk 17, BIFESERRS HIRHEA A, BEOAEATRE 1 Pt

1  defset_color(self, color):
2 self.color=color
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foriinxrange(self.brush.get_width()):
forjinxrange(self.brush.get_height()):
self.brush.set_at((i, j),
color+(self.brush.get_at((j, j)).a,))

A b~ W

AR AEBEE color IR, IUEA R B Gt 1, (HRZELRREOK Y alpha H, LSRR SR T ......
BRI

EEIFTUESR], A R E. BE RPN CAATRERD . Pt & LA L. FATH LR %
NI, HARRER RSN .

# PIateE Y

1 .
5 self.sizes=|[
3 pygame.image.load("big.png").convert_alpha(),
4 pygame.image.load("small.png").convert_alpha()
5 ]
self.sizes_rect=[]
6 . ) .
- for(i, img)inenumerate(self.sizes):
8 rect=pygame.Rect(10+i*32,138,32,32)
9 self.sizes_rect.append(rect)
0 4 wus
11 . .
for(i, img)inenumerate(self.pens):
12 s :
13 self.screen.blit(img,self.pens_rect[i].topleft)
Ly # A
16 for(i, rect)inenumerate(self.pens_rect):
17 ifrect.collidepoint(pos):
18 self.brush.set_brush_style(bool(i))
19 returnTrue

XEEACRDSE B BIXA BT S 2 RS I 0T7, F s BATHOR Sl A9 2R PG, SR Tl e 42t i S A3
AL L

ALK AHS AN AE, FEAFCRIATAL A PE, AALA S 7 MHEmE, MM T

WA NEbR, FHE bR — Rect

exfilEs o ARAEEIRT Rect i E %

RIS s AR S OO B, AR Rl W XA R S R T, AR T, MMM R E (X R
WEAZD FIRIF True. XHEM collidepoint()Z#HTH %, i Rect BREE"BE, EH— LR, s
7£ Rect W, mtiklel True, % False.

FRtt, A7 ERRRRRE, BRI ARG HURE T .

TR, O 7 IR, SRS ML I REAT 0l 13 JLAL,  AESEBR N AR A AR 22 IR T e A
FIE, THH B,



SERARIG

OK, Xm&isR 1~ THACEAMMEH K. A, TR —DFMAM—EECE, BEARREN, mH python
WEHAAH T AR R S AT R (B stk 1), B AF R

1 importpygame

2 frompygame.localsimport*

3 importmath

4

5 # 2011/08/27 Version 1, first imported

6

7 classBrush():

8 def__init__(self, screen):

9 self.screen=screen

10 self.color=(0,0,0)

11 self.size =1

12 self.drawing=False

13 self.last_pos=None

14 self.space=1

15 # if style is True, normal solid brush
16 # if style is False, png brush

17 self.style=False

18 # load brush style png

19 self.brush=pygame.image.load("brush.png").convert_alpha()
20 # set the current brush depends on size
21 self.brush_now=self.brush.subsurface((0,0), (1,1))
22

23 defstart_draw(self, pos):

24 self.drawing=True

25 self.last_pos=pos

26 defend_draw(self):

27 self.drawing=False

28

29 defset_brush_style(self, style):

30 print"* set brush style to", style

31 self.style=style

32 defget_brush_style(self):

33 returnself.style

34

35 defget_current_brush(self):

36 returnself.brush_now

37

38 defset_size(self, size):

39 ifsize <0.5: size=0.5

40 elifsize >32: size=32

41 print"* set brush size to", size

42 self.size=size

43 self.brush_now=self.brush.subsurface((0,0), (size*2, size*2))
44 defget_size(self):



45
46
47
48
49
50
51
52
53
54
55
56
57
58
59
60
61
62
63
64
65
66
67
68
69
70
71
72
73
74
75
76
77
78
79
80
81
82
83
84
85
86
87
88
89
90
91
92

returnself.size

defset_color(self, color):
self.color=color
foriinxrange(self.brush.get_width()):
forjinxrange(self.brush.get_height()):
self.brush.set_at((i, j),
color+(self.brush.get_at((j, j)).a,))
defget_color(self):
returnself.color

defdraw(self, pos):
ifself.drawing:
forpinself._get_points(pos):
# draw eveypoint between them
ifself.style==False:
pygame.draw.circle(self.screen,self.color, p,self.size)
else:
self.screen.blit(self.brush_now, p)

self.last_pos=pos

def_get_points(self, pos):
""" Get all points between last_point ~ now_point. """
points=[ (self.last_pos[0],self.last_pos[1]) ]
len_x=pos[0]-self.last_pos[0]
len_y=pos[1]-self.last_pos[1]
length=math.sqgrt(len_x**2+len_y**2)
step_x=len_x/length
step_y=len_y/length
foriinxrange(int(length)):

points.append(

(points[-1][0]+step_x, points[-1][1]+step_y))
points=map(lambdax: (int(0.5+x[0]),int(0.5+x[1])), points)
# return light-weight, uniq integer point list
returnlist(set(points))

classMenu():
def _init_ (self, screen):

self.screen=screen

self.brush =None

self.colors=[
(Oxff,0x00,0xff), (0x80,0x00,0x80),
(0x00,0x00,0xff), (0x00,0x00,0x80),
(0x00,0xff,0xff), (0x00,0x80,0x80),
(0x00,0xff,0x00), (0x00,0x80,0x00),
(Oxff,0xff,0x00), (0x80,0x80,0x00),
(Oxff,0x00,0x00), (0x80,0x00,0x00),



93 (0xc0,0xc0,0xc0), (0xff,0xff,0xff),

94 (0x00,0x00,0x00), (0x80,0x80,0x80),

95 ]

96 self.colors_rect=[]

97 for(i, rgb)inenumerate(self.colors):

98 rect=pygame.Rect(10+i%2*32,254+i/2*32,32,32)
99 self.colors_rect.append(rect)

10

0 self.pens=[

10 pygame.image.load("penl.png").convert_alpha(),
1 pygame.image.load("pen2.png").convert_alpha()
10 ]

2 self.pens_rect=[]

10 for(i, img)inenumerate(self.pens):

3 rect=pygame.Rect(10,10+i*64,64,64)

10 self.pens_rect.append(rect)

4

10 self.sizes=[

5 pygame.image.load("big.png").convert_alpha(),
10 pygame.image.load("small.png").convert_alpha()
6 ]

10 self.sizes_rect=[]

7 for(i, img)inenumerate(self.sizes):

10 rect=pygame.Rect(10+i*32,138,32,32)

8 self.sizes_rect.append(rect)

10

9 defset_brush(self, brush):

11 self.brush=brush

0

11 defdraw(self):

1 # draw pen style button

11 for(i, img)inenumerate(self.pens):

2 self.screen.blit(img,self.pens_rect[i].topleft)

11 # draw < > buttons

3 for(i, img)inenumerate(self.sizes):

11 self.screen.blit(img,self.sizes_rect[i].topleft)

4 # draw current pen / color

11 self.screen.fill((255,255,255), (10,180,64,64))

5 pygame.draw.rect(self.screen, (0,0,0), (10,180,64,64),1)
11 size=self.brush.get_size()

6 x=10+32

11 y=180+32

7 ifself.brush.get_brush_style():

11 X=X-Size

8 y=Yy-size

11 self.screen.blit(self.brush.get_current_brush(), (X, y))
9 else:

12 pygame.draw.circle(self.screen,



12

12

12

12

12

12

12

12

12

13

13

13

13

13

13

13

13

13

13

14

14

14

14

14

self.brush.get_color(), (x, y), size)
# draw colors panel
for(i, rgb)inenumerate(self.colors):
pygame.draw.rect(self.screen, rgb,self.colors_rect[i])

defclick_button(self, pos):
# pen buttons
for(i, rect)inenumerate(self.pens_rect):
ifrect.collidepoint(pos):
self.brush.set_brush_style(bool(i))
returnTrue
# size buttons
for(i, rect)inenumerate(self.sizes_rect):
ifrect.collidepoint(pos):
ifi: #1i==1, sizedown
self.brush.set_size(self.brush.get_size()-0.5)
else:
self.brush.set_size(self.brush.get_size()+0.5)
returnTrue
# color buttons
for(i, rect)inenumerate(self.colors_rect):
ifrect.collidepoint(pos):
self.brush.set_color(self.colors]i])
returnTrue
returnFalse

classPainter():
def__init__ (self):

self.screen=pygame.display.set_mode((800,600))
pygame.display.set_caption("Painter")
self.clock=pygame.time.Clock()
self.brush=Brush(self.screen)
self.menu =Menu(self.screen)
self.menu.set_brush(self.brush)

defrun(self):
self.screen.fill((255,255,255))
whileTrue:
# max fps limit
self.clock.tick(30)
foreventinpygame.event.get():
ifevent.type==QUIT:
return
elifevent.type==KEYDOWN:
# press esc to clear screen
ifevent.key==K_ESCAPE:
self.screen.fill((255,255,255))
elifevent.type==MOUSEBUTTONDOWN:
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14

14

14

14

15

15

15

15

15

15

15

15

15

15

16

16

16

16

16

16

16

16

16

if _name__==

# <= 74, coarse judge here can save much time
if((event.pos)[0] <=74and
self.menu.click_button(event.pos)):
# if not click on a functional button, do drawing
pass
else:
self.brush.start_draw(event.pos)
elifevent.type==MOUSEMOTION:
self.brush.draw(event.pos)
elifevent.type==MOUSEBUTTONUP:
self.brush.end_draw()

self.menu.draw()
pygame.display.update()

__main__":
app=Painter()
app.run()
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PO INTT AR IR it~ Sprite, AR AT LRI (EKIZ: ], (H52 Sprite 205 2N, (Rt W st
TRT FrELRREAAT . IBURACEE— NN PUEy—A Sprie, #HE WUAYN AR AIEOTE—4> Group We?
Wr R AN, (EZ A AR AR SRR, BT FIWTRERE (7 1), B URZ 5. BB R A, Bt
Wetfe SEVEW, FOTHE LB ABRAT T2 P EADR X 5 IE .

SERATRAR — iR B



JEBAWS AL AN 270530, B BERMZE RN — T pygame ML BIILH, HMmARRIE 1. 25
T RS T, A E IR MGk BRI i, R LatE TR, TR
B AEARAR, — FPer B 1 422 R (75 U ST PSR R ok TR i 1) FE 215 Ik, XHE—OK,
FERVPPEH LS, B LE B E BT U0 8, AR A BRI R 38R IR SRR .

BATTLAIX A8, BRTHH 24, BATEYEY—A CE V5 T 17 B LI Surface, IXRERRR R 77 Z4Ex A
Surface Wi EIpEHE EAteTLL T,  AEWMBEES. WX Surface IR 75 EAEHI g Ll 53T, 58
2] DLEER W Br e ARS BL— i, P38 I A2 BdT —Ik, KR T FURTAE T« 2498, IXAME Y
PR, BATXAMBEIEAREE BIERERIET:, At —EA XA B, MEATE TR %, F5)
ANMZEFRH P2 TR T .

RIS, A AR SR, TRATEAGE AT ARG e HeAt 5 T O R BT XREE 12 ST ORI AN X,
{ER A IR R T R] AR 21K

S ) —

felmke, hAA, XS EZ R RN, A Y IBAEE W A AR, SRR, X —
BN, b AR A S IR T B s A T RRIX i, AR BEIE R IR RA IR R, AT BB
e,

RUAFRATTEL S0 ) UM A R A i 2 Wb, AR A LU W 5 FE Tyt S Sl — AN I« bR 1T e il §E
J1 AR SRAIER IS AFATCAGE ZoHAR I %, BT AR 718 M Y Rk, B A—FFaR 15 vt IR
B TR 2 17 8 A5 AR

Fhb, FREIX IR e A Ad R BRI, BAREAZ T, EmrNESE, S VN REE O

T U, BATHMGEARIELT G, Rt iE DA FE S H A RY By Butik: B Python #il Pygame 5
M- M FIREIH (SR AR ).
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i Python #1 Pygame Ej#x2

275, 10, LA 2011

FAHEA RAOX N EEIENAE A (IR Hrr B
RISHR L AL

bR IRATRE R T NI RIS ATROMESE, X L A TR python ACURSHIHESE, — ML) pygame A
2 AV

run_game.py '

lib/ game.py

menu.py

sound.py

utilpy

data/ sound/*

image/™

font/*

b, lib v pygame MIBIAS, Bk R IR, SEHIBBRSEHEREIX ;1 data st kBRI, K
B FEEFBAAEX R HIRIXRIGIFA REERUER, RTCUHIRE S8R ai kA B i) pygame
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e, b, BR TAMRTERRIBS AR ASN, BoA N AT LSRRI B R~ I 3Rae 2 I A i A i 77k
RAFTLAA S (TR

RN AT 23 7E Linux Al Windows EAE Y45 i, ARSrh8CE thaoyiors, Wik A b ey, il
F NG MR, RN IR LR S MR RS T B A, 2 py2exe ¥ —1r exe
ek, FiEfLs A2 A python NG K.

IOV R HE pygame, RZ python ARRYRIRR simh—AMd 1, SRR — T ATse A Leseim i), s
EAEN, BT, RaWBEmsscES.

TAZE, A% TR N board, ¥ 751 shape, 4% ki A tile.
FATH Nib Al A7 I LA ORI 4D -

game.py  ---- £, ZXfF=H main, menu KR ANE S
main.py  ---- WERSHE, (ECN TSR R, X B TR H tetris
menu.py  ---- SEHLAE, FURINERSE

shape.py ---- JjHffik

tetris.py ---- WAL AR, B FIANEI TS IR E B 7 P s

util.py  ---- SATHERE, Wi e

B F3cH

run_game.py 1R, 1 HEEAPTEH pygame TR AKS—FF:
#!/usr/bin/env python
importsys, os

libdir=0s.path.join(os.path.dirname(os.path.abspath(__file_ )),'lib")

1
2
3
4
5 try:
6
7 sys.path.insert(0, libdir)
8
9

except:
# in py2exe, _ file__is gone...
10 pass
11

12 importgame
13 game.run()

F lib B N R THE T, B2 AR BT
EEI M

FIBAENIE, BAAR pygame #AG —AFH, TITRATA, BIRAMBARNET. (HEZBs Rk, —i
BERB A AT A, R BRATTAT LGRS T 4R, “gksr”, “Rnln... A . pygame H ] SEELX AN ?

N pygame —JHUGIaAT, W AR ISEFEAFIFINL, i ABA TR 76 ZEAE S AFIAEA Ao T i, 2R
EEXF A s ST a0

1 defloop(self):



2 clock=pygame.time.Clock()

3 whileself.stat !="quit":

4 elapse=clock.tick(25)

5 ifself.stat=="menu':

6 self.stat=self.menu.run(elapse)
7 elifself.stat=="'game':

8 self.stat=self.main.run(elapse)

9

10 ifself.stat.startswith('level'):

11 level=int(self.stat.split()[1])

12 print"Start game at level", level
13 self.main.start(level)

14 self.stat="game"

15

16 pygame.display.update()

17 pygame.quit()

KA 1R 2 A Ui i 1 while True (197775 A8 IE B HY 53X BB T BOR K0 2 0 G HIE i ER —Fp
R, WM, RfERMPLLE E (Windows 7 64bit + Python 2.6 32bit + Pygame 1.9.1
32bit) ZIEHH, MEERARTCIEIER IR W AR 1 6441 Python #1 Pygame (JR%6417 Pygame
A, AHIARE HFHEHRM, AR IERED.

X HGE T UVNIERARAS, S FE 2 mend F'game , & S Ht—H T M. A TE IR RASEHRT 4,
ATRRAL T HAPRES KIS %, LRI RO R run J7i%, XA run 35252 — R 28, AARE SUE RSt ]
F T FET I T R o

RIS, BABEAH—Neve/ XIPRE, XA EER ISR RIS M, ALBERE N level, SERRIEX
R, OB BBAT T URM AN R )T A 3, BT DAAE R B B W P Ik, 75 ZEXAME R

AP, BT PGS EE I8 AT FOR S, BESRTRR MR YF. BIRR S B R ReR S B A m,  iF
bR SA R 28 AERRST, EHhRHARMBEARFREWENES L. B IRZIE R IGEM X
N7

Menu 3

SR 13RI, I ELAE R JEAS BOmH AT DLR S H AT IEIt (- BoR Ut 2 st ), SoRtfiErs, s

1  classMenu:

2 OPTS=['LEVEL 1','LEVEL 2','LEVEL 3','QUIT']
3 def__init__(self, screen):

4 self.screen=screen

5 self.current=0
6

7

8

9

defrun(self, elapse):
self.draw()
foreinpygame.event.get():



10 ife.type==QUIT:

11 return'quit’

12 elife.type==KEYDOWN:

13 ife.key==K_UP:

14 self.current=(self.current-1)%len(self.OPTS)
15 elife.key==K_DOWN:

16 self.current=(self.current+1)%Ilen(self.OPTS)
17 elife.key==K_RETURN:

18 returnself.OPTS[self.current].lower()

19 return'menu’

SR, KR KXY, #RRAITC AR EIR AR, 1% B NIRRT ED, 285 draw
RIS 5040 B — R AT S AN E AR IR — ek OK 1o IXHL draw it/2 /LA H S ok iR H. 22 %R 7>
AN o KRBT, LRSI, W B0

XER run HSOFH M2 elapse 28, A A BEZLEHESRLF 7, EFLS main —2, i RIEA]
T IR S L — 2 s A A 1), R T .

TREH

TR util.py BEHSEEATH 2500, AR 2 E TR /NR P, LEQist AN B 2, A B Ry
AR RE LRI, SRR EE IR PR R B, AR IR

1 _ME_PATH=o0s.path.abspath(os.path.dirname(__file_ ))
2  DATA_PATH=o0s.path.normpath(os.path.join(_ME_PATH,'..",'data"))
3

4  deffile_path(filename=None):

5 """ give a file(img, sound, font...) name, return full path name. """
6 iffilenameisNone:

7 raiseValueError,'must supply a filename'

8

9 fileext=0s.path.splitext(filename)[1]

10 iffileextin('.png’,'.bmp’,".tga',".jpg'):

11 sub='image'

12 eliffileextin('.ogg’,'.mp3',".wav'):

13 sub="sound'

14 eliffileextin(’.ttf',):

15 sub="'font'

16

17 file_path=0s.path.join(DATA_PATH, sub, filename)
18 print'Will read’, file_path

19

20 ifos.path.abspath(file_path):

21 returnfile_path

22 else:

23 raiseValueError,"Cant open file * %s'."%file_path

AR UARIEZS IS4, H CHERMAN AR, fmiknl 2z bl gtn .



KA AU 78, BRI TR BT DU RS 8, N IR B IR 15
T W T Bl AHS 1. B Python 1 Pygame SilfFk- M SIHEIE (S —: FREMPH3).

fl Python #1 Pygame Ejj

AHIH, 18. JLH 2011

BATIHE 7 W7 B SA EER 7y, R RS gL 7, ARG RSN, WER SE AN R A,
THEMNRIRZ A, B ARSI B G Bl A 744, =T 05 BRI sa mg 1, — U B IR, 152
5 fo e TR RIS A

XANE main AP Tetris 28, X ARSI 7 IRATTETE 2 UE AR T, 2B Bros Yuiesk iz ofas. AT
B, ek shape ZEkSEHIS FIY shape, < :

1 classTetris(object):

2 W=12 # board X [ 2 DT

3 H=20 # WPz DA RET

4 TILEW=20 # BT R T8 R A

5 START=(100,20)# board 7£ % LA E

6 SPACE=1000 # JTHAE L/ ZRM NV T (RAER level 1)
7

8 def__init__(self, screen):

9 pass

10

11 defupdate(self, elapse):

12 # AEWRRITEL, BRI HIXAS, FRESZ RN, SR [H
13 pass

14

15 defmove(self, u, d, I, r):

16 # PR ETT RS

17 pass

18

19 defcheck_line(self):

20 # FWCER T URPIRE, A Kill_line
21 pass

22

23 defkill_line(self, filled=[]):

24 # MBRIEGHIIAT, 7 ZE RO BRs)

25 pass

26

27 defget_score(self, num):

28 # THEAS

29 pass

30

31 defadd_to_board(self):
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32 # R R )7 BUin A2 board %4l

33 pass

34

35 defcreate_board_image(self):
36 # gt — e TR EE
37 pass

38

39 defnext(self):

40 # PET AT

41 pass

42

43 defdraw(self):

44 # AU SRR E R

45 pass

46

47 defdisplay_info(self):

48 # BoREMERE (8L FHE, M MHEF_display ***
49 pass

50

51 def_display_score(self):

52 pass

53

54 def_display_next(self):

55 pass

56

57 defgame_over(self):

58 # kA4S

59 pass

X B RPFEAAZ M python 15 S A S KCHK, pygame MNAIEAZ, FrUUAZIF . & F_init__i1
W, TR Vs, B EFRatae e 1

1 def__init__(self, screen)

2 self.stat="game"

3 self. WIDTH=self. TILEW*self.W
4 self.HEIGHT =self.TILEW*self.H
5 self.screen=screen

6 # board %41, ==~ None

7 self.board=[]

8 foriinxrange(self.H):

9 line=[None]*self.W

10 self.board.append(line)

11 # —HRERRHNER

12 self.level=1

13 self.killed=0

14 self.score=0

15 # Z/OZWESTET, MR init BEE AT (level 22—

16 self.time=self.SPACE*0.8**(self.level-1)



17 # XA E M —IRVE T R I 1]

18 self.elapsed=0

19 # used for judge pressed firstly or for a long time
20 self.pressing=0

21 # 431 shape

22 self.shape=Shape(self.START,

23 (self.WIDTH,self.HEIGHT), (self.W,self.H))

24 # shape T ZLA1E ) [l S 15

25 self.shape.set_board(self.board)

26 # XA A AR

27 self.board_image=pygame.Surface((self. WIDTH,self.HEIGHT))
28 # A LRI 21

29 self.screen.blit(pygame.image.load(

30 util.file_path("background.jpg")).convert(), (0,0))
31 self.display_info()

HEIRATX B update HiER ST LA, FHARERGF— DT L LML 10— IR UL AR BIR R
2?7 3R ZIRE ), BRI T T WA, WATI R8s, AT X —a, RATFEE
event.get f1 get_pressed IR &, IGUTF:

defupdate(self, elapse):

; foreinpygame.event.get(): # iX B 2¥EEK

3 ife.type==KEYDOWN:

4 self.pressing=1 # R, WKL T RS
5 self.move(e.key==K_UP, e.key==K_DOWN,

6 e.key==K_LEFT, e.key==K_RIGHT)

. ife.key==K_ESCAPE:

8 self.stat="menu’

9 elife.type==KEYUPandself.pressing:

10 self.pressing=0 #OWERB, R RIE T TURRAS
11 elife.type==QUIT:

12 self.stat="quit’ ‘
13 ifself.pressing: # RMIERASAFESE, ERE RS N R EE
14 pressed=pygame.key.get_pressed() # EHEEIREZL move
15 self.move(pressed[K_UP], pressed[K_DOWN],

16 pressed[K_LEFT], pressed[K_RIGHT])

17 self.elapsed+=elapse  # XHUE/EFE N A5 ik E shis

18 ifself.elapsed >=self.time:

19 self.next()

20 self.elapsed=self.elapsed-self.time

21 self.draw()

22 returnself.stat

TG — NIHERBIE S, R WER AT 1, AUAEREARAT IHER T A S R -



defkill_line(self, filled=[]):

; iflen(filled)==0:

3 return

4 # Zh)E

5 mask=pygame.Surface((self. WIDTH,self. TILEW), SRCALPHA,32)

6 foriinxrange(5):

- ifi%2==0:

8 # HWEGEW

9 mask.fill((255,255,255,100))

10 else: ‘

11 # HEAEY]

12 mask.fill((255,255,255,200))

13 self.screen.blit(self.board_image,self.START)
# 8 AEWAT BIE

14 .

15 forlineinfilled:

16 self.screen.blit(mask, (

17 self.START[O0],

18 self.START[1]+line*self. TILEW))

19 pygame.display.update()

20 pygame.time.wait(80) ‘

1 # 3K HLR A P MR A6 AT FRAE TR R AT ) 720, B sl B

o # WARE T AT PN VRIS, A SRR S

23 [self.board.pop()forlinsorted(filled, reverse=True)]

24 [self.board.insert(0, [None]*self.W)forlinfilled]

25 self.get_score(len(filled))

EANERG RGN shape HRETT, HH—HRILF move 85y, HSZRHEHAAAM T self.shape 175 i
shape MW S aT s, MSFsifE. FirF, shape BHZHH G/ F—ANEGHIEES .

1  classShape(object):

2 # shape /& H{E—ANHERE 1)

3 # BUONERATE AR, B DUERE 15 B E R 4025
4 SHAPEW=4  # IXANZEHRENITE

5 SHAPEH=4  # XMNEFEE

6 SHAPES=(

7 ( ((0,0,0,0), #

8 (0,1,1,0), # [Il]

9 (0,1,1,0), # [Il]

1 (0,0,0,0),), #

0 )

1 # EHRZEY, Hug, BAEEEED

1 )

1 )

2 COLORS=((0xcc,0x66,0x66),# %4 shape KiFith,
1

3

1

4

)

def__init__(self, board_start, (board_width, board_height), (w, h)):
self.start=board_start



0O WNWOOWUWPArWWWNWKFEFWOWUONONMNMNNDMNOMNMOOUNPNWMNMDMMNMNMAPENOMNMNORF,ORNRFEORFOU

self.W,self.H=w, h # board . U tile %
self.length=board_width/w # —/ tille K55 (1E )
self.x,self.y=0,0 # shape [iG A E

self.index=0 # 477 shape £ SHAPES W )& 5]
self.indexN=0 # ~—/ shape 7t SHAPES W% 5l
self.subindex=0 # shape & EEFER—
self.shapes=[] # 03417 shape T AEREAIR
self.color=()

self.shape=None
# XM Surface HISRAEBCAHET. F—> shape ¥ K&
self.image=pygame.Surface(
(self.length*self. SHAPEW,self.length*self. SHAPEH),
SRCALPHA,32)
self.image_next=pygame.Surface(
(self.length*self. SHAPEW,self.length*self. SHAPEH),

SRCALPHA,32)
self.board=[] # HNFUE R
self.new() # let's dance!

defset_board(self, board):

# AN ORI EH
pass

defnew(self):

# AT

# R SRR AN T AN, T R T P
# N E—AYF AT U R A

pass

defrotate(self):

# B
pass

defmove(self, r, €):

# AT TS

defcheck_legal(self, r=0, c=0):

# HAE LR move Hllbrd, “XFEMES " HmEE (e A
# BIEA LB E
pass

defat_bottom(self):

# RECEA[EH FHF T
pass

defdraw_current_shape(self):

# 2412450 shhape 1 B4
pass
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defdraw_next_shape(self):
# 24— shape B4
pass
def_draw_shape(self, surface, shape, color):
# EPAN TR SRR DT
# EER B H R H B A surface 7@ FIHIY draw 7772 blit
# AL R R L
pass

defdraw(self, screen):
# T shape 3% -
pass



ONONNNONUNPAPNWNNMNMNMNFP,NONOVOOCOONODOOOULO MO WO

HEZRUN R, —> Shape REZZA BN AR IRE CIFE T, S 1% N ZB, Tetris LUK LS
Btk Shape, R EMNZ R BIF 42 L.

IXHEA) Tetris M1 Shape BiERALE L, ARG VGRS R), TEESRBIVBNS RS,
PAPEN 40— Le 25 5y PR AR R BEaniid,  RATTSEIL — R B—3 Tt R i s, 2 /5 ZEX AT LA T

1 classTetris1(Tetris):

2 " AR P T R RIS, R REE RS check _line T,
3 AR BN IAT, TR B B A AR a4

4 defcheck_line(self):

5 self.add_to_board()

6 filled=[]

7 foriinxrange(self.H-1,-1,-1):

8 line=self.board[i]



9 sum=0

10 fortinline:

11 sum+ =1iftelse0

12 ifsum!=0: # XBE5KIAHE

13 filled.append(i)

14 else:

15 break

16 ifi==0andsum!=0:

17 self.game_over()

18 self.create_board_image()# used for killing animation
19 self.kill_line(filled)

20 self.create_board_image()# used for update

X RERANS, AFEENEEIRIR

PERRDTESRARTT Lo, TR, BEE T BRI AR N AT ARG Z50 BN M IZANR 20O, AR 4% A
FREBRD N FTBLRZABATE 7 s, W _EFRANIERRDE 7L P SEATIAE ST 7, 2 250 ) HRMHA R
ZLk

PATXIEEAACARGIELIL T, F—RHE s B USER AP 1 ] Python fil Pygame Sijiik- AA
IEREIE (SR BT ).

F Python 1 Pygame 5

B, 27. JUH 2011

BRSO RIEZ B AT ASTR T, 8 B =R, S RS, BB SR
TIEAA TR BB BRI SE I, A Sl g ARp) LAY, RS — e il e )

FR—H

SRR DI LR AR PE U — 24T 1, St FRe &8 a M, BT LMRXMES , MEAT3E Z: ST AR
& pygame, #iAEIX FHEZHAIIRT .

BAT S
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5 FUNNY TETRIS _ —

AR BARPE RIS, 27 PRI NIRCA. ... & MRS N R HRNIK3 1 584
AR L

%R E R

K%

E[SRANIpIE=R

FWFTR, T ELRRERZRTE CHIRRT LA S0
BRRO—FE, RIEZLERITT D

IEHE

[ ]
AL e

SERE Ui -

BRI T RN, RS E O R R 2k 25, Esc R [P, R PSRN HiZES
FE R0 A S T _E . ISR T, KR emEasEE.

BRI A

KR A B RGE M _EREAESR I, VETAT AR, Jf A ARFIE. ...

T SE R SRS s e 22 B KRR B R R T Hawker's song, BAE ENIZ A AU, A 4220
ZET, MHEMATRS, 3~ AERERT (5O

TR

DBank [#k http://dl.dbank.com/c017p2gtth

B E DBank _E 2R i #5 DBank AN F #2 tAR HB Fiml e N Ak, EH nTRE Sk B e, Bfem s
Rk OK 1

py2exe HPFATAUL R T, HEARESE R ATH pyexe k51, ANdisabiX R ek, 2%
290k, WA TR B, AR ANEAHCERE EA b


http://dl.dbank.com/c017p2qtth

Bg

I RAE MO i, M RCE BIX B RS € S LA, BT 2 SR br B AT s AT Seil, &5 Rt T R Bkds
WARAMRIEAN BTG . ANEERGIERIZE, HEHR IS AR R ZURR,  dEdE R 2 .

AT B 2 SRALFRATTR R 15 I T

N A —FFUEATRAE— A 5158 2 R — TPt 5] NSRS, 2 ibBRA T 5 AR Z] . R EIER R
GEARAS S I — NI RRSE , FRATA RERCIRE 5 27 R AL B . S BRATIEXS AR TEA R RZI AR, 4R
LA Lk !

LEHEER LR CERNE, AR, REEREEE, SR 55— N GRS B 5,
A REH R IR GXMUILS AR, 25 BERN 2 pygame, MiAZEMNMIG BT, HAIAEER AT 5
M),

AR IS F......

B

KTt fedora Ligf7 AR IR, G A AL fedora A 58— NN RE, B, RiFHE
(e =2 W

o] @I7E T game.py ' pre_init(44100, 16, 2, 1024*4), fedora L4d16%/), N8, =FHERIAMI-16,
AR JE R A Al 3R, AT RE 2 fedora f 75 - BXEh 6o Bl B0 PRI At 220

F Python fl Pygame 5%k

BI—, 27. JLA 2011

A5 T4E pygame 77 RIS 73, theeid AN iR ESEAL, WARERMLL 3] 7R R E
TR, A MRAMEN Python JisxkT AN fam !

B, AERRBMBIIAANIE, BRAREEAEE:! pygame X SGETA 2 B9 pygame 1B,
Pt 7 pygame 1R&E S fi— MEYIEE 7 2 K105E%, OK, B4, XUTFIEERA T KA pygame 1L #E—4
NE AT .
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RS AN T, AL RS R ED LR, B2 Tk 7. FreA eI S bt R E Z T
IRZ, KRR MR R ISR IR — N2, iR AR B A AR LRI AP, R EAGRIR B,
W — S e .

LR BB

WRe L, B AR ONEEN . FrA HARSORTERZR PG, Bl & R AT i B AR, B, Aree
A SIRATH, TR, HEYRRE 2T, A EURIER R, T ARERAK? BRI R,
EFRG, REMENSGEENEH 8, ERIEAER ST EFAETEE, AR R . SRR
FEAEIX A%, NERFRRISE Y, REKEHIETIE, RMEATTIERM . T LS — T E R R,
B SR AN R] BER AT -

RABRMONEE, EARKRMNMEL, ROITXBEAGZD R ——EA, £2%, LA ZH T (A A
REVHE AR PUAO

BR

Uef (¥ WAL AL 75 EERM OB SE N T, X AR A A SR T Ml 5 R S5 Af (B 8 A A B SR AR I Rl 2 1
EAfRe? WE#E—T,

AR — T RIRE RS, SRBVES R, Feanii— AN RBIAE, AR B, SRR
SITERAFA L XA G R . A pygame A KIE & HIXFER B 3008, 3/ 404 —mise 1 731
FETBOE . AR AT L —Mi— SO, AEERRGL BRI ALl B4R Surface BT 1 ARG, FATAT EAEIX
AW A E R, SREECEB R A T HRUBORFAAE, ARBERLS 22 N EIRET

A FEFHEFF, RBAER S — A 184N M, RAH—iK K. fFANE A A L F R s E s i, prel—H23k
IR SO 354 s Surface DL, #1841 Subsurface, 7Y, 4> BHE Sk, Bia sh& R xR
T

TR EARBATHE D BRI T ELRBE SE L. GRIFERIE, AR AA—AT, MUEPNE 1), " MEARS 5, X Bt
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1 MAIN_DIR=o0s.path.split(os.path.abspath(__file_ ))[0]
2

3 defload_image(file, width=None, number=None):

4 file=0s.path.join(MAIN_DIR, 'data/image’,file)

5 try:

6 surface=pygame.image.load(file).convert_alpha()
7 exceptpygame.error:

8 raiseSystemExit('Could not load image "%s" %s'%(file,
9 pygame.get_error()))

10 ifwidth==None:

11 returnsurface

12 height=surface.get_height()

13

14 return[surface.subsurface(

15 Rect((i*width,0), (width, height))

16 )foriinxrange(number)]

17

18 classSunFlower(pygame.sprite.Sprite):

19 _width=82

20 _height=77

21 _number=18

22 images=[]

23 def__init__ (self):

24 self.order=0

25 pygame.sprite.Sprite.__init__ (self)

26 iflen(self.images)==

27

28 self.images=load_image("sunflower.png",self._width,self._number)
29 self.image=self.images[self.order]

30 self.rect=Rect(0,0,self._width,self._height)



31

32 defupdate(self):
33 ifself.order >=self._number-1:
34 self.order=-1

self.order+=1
self.image=self.images[self.order]
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classSunFlower(pygame.sprite.Sprite):

1 _rate=100

2 _width=82

3 _height=77

4 _number=18

5 images=[]

6 def__init__(self):

7 self.order=0

8 pygame.sprite.Sprite.__init__(self)

9 iflen(self.images)==0:

10

11  self.iimages=load_image("sunflower.png",self._width,self._number)
12 self.image=self.images[self.order]

13 self.rect=Rect(0,0,self._width,self. _height)

14 self.life=self._life

15 self.passed_time=0

16

17 defupdate(self, passed_time):

18 self.passed_time+=passed_time

19 self.order=(self.passed_time/self._rate )%self._number
20 ifself.order==0andself.passed_time >self._rate:
21 self.passed_time=0

22 self.image=self.images[self.order]
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