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2. Python E%]




Python L2 2

Python

e python’ o. EE -

About Downloads Documentation Community Success Stories News Events

All releases
Download for Windows

Source code e one of the
pyon s ds. Lists can be

Windows ) ) S

Note that Python 3.5+ cannot be used on Windows XP built-in

Mac OS X or earlier.
['BaNANA®, *Arr|EERE

Mot the OS you are looking for? Python can be used on
Other Platforms e s L e S e e
ther Platform many operating systems and environments.

License View the full list of downloads.
[(é, 'Banama'),

Alternative Implementations

Python is a programming language that lets you work quickly
and integrate systems more effectively. »> Learn More

“suanlab



Python S X]|

5 Python 3.7.1 (64-bit) Setup — ¥

Install Python 3.7.1 (64-bit)

Select Install Now to install Python with default settings, or choose
Customize to enable or disable features.

W Install Now
ChUsers\Suan\AppDatatLocal\Programs\Python\Python37

Includes IDLE, pip and documentation
Creates shortcuts and file associations

— Customize installation
Choose location and features

python

for Install launcher for all users (recommended)

Wlﬂd OWS [1iAdd Python 3.7 to PATH] e

. TOMOE #E AY Bt
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3. pygame S X




pygame

» pygame= SDLEO[E 22| 2|0 5 5|0 = Silliness built in.
Alga 22 ZE|OIEO o Se|A 0l =
OIS 7| 9IS QF AA IO Z2 17 | |
eI EEE] = Multi core CPPUs can be used easily.

= Uses optimized C, and Assembly code for
core functions.

= Does not require OpenGL.

= Comes with many Operating systems.
= Truly portable.

= [t's Simple and easy to use.
* Does not require a GUI to use all functions.
* Small amount of code.

= [t's not the best game library.

. THOIMOE 4 AY TS| Y7suanlab 10



L}o|Mof| pygame 20| H2{ 2] F7}

= Command Prompt 7|
= [AlE]-[2d]-and.exe

" pygame 2HO[E 22| =7+ HHO
= pip install pygame

_E_I
o
rE
|0
Hu
3
om
]
oo
ra
mn
N

BH Select ChWindows\system32icmd.exe — O >

Microsoft Windows [Version 10.0.17134.345]
{c) 2018 Microsoft Corporation. ALl rights reserved.

C:\Users\Suan>pip install pygame
Collecting pygame
Downloading https://files.pythonhosted.org/packages/3e/f5/feabd88a2856ec86166a8
97b62bTads28bte7ad4a27cbd7ebfa7Td670399/pygame-1.9.4-cp37-cp37m-win_amded.whl (4.
ZMB)
100% | N, 4. 2MB 2.5MB/s
Installing collected packages: pygame
Successfully installed pygame-1.9.4

C:\Users\Suan>

“suanlab
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10| M 0| M pygame &

x| 2ol

= Python Shell Of| A

%] 2ol

" Import pygame

y2ols

Sl pygame

| & Python 3.7.0 Shell - | X
File Edit Shell Debug Options Window Help

Python 3.7.0 (v3.7.0:1bf9cc5093, Jun 27 2018, 04:59:51) [MSC v.1914 64 bit (AMD6
4)] on win32

Type "copyright”, "credits" or "license()" for more information.

> pygame

pygame 1.9.4

Hello from the pygame community. https://www.pygame.org/contribute.html

>

Ln: & Col: 4
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gameover.way

A2E

. Tmo|Moz AEl A

&&w s ?;

3,

Expll:usu:un.png
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missile.png

fighter.png
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explosion(2.wav

explosion03.wav

@ ©

missile.wav

music.way
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ManumGothictf

ZX: freesound.org, youtube audio library
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explosiond.wav
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rock0l.png
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rock07.png
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rock19.png
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rock23.png

reckl2.png
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rock08.png
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rockld.png
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—
reck2B.png

0|0|X| &X: openclipart.org
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rockl3.png
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rock09.png

b

rockl3.png

Sl
rockd?.png

rock10.png

~gi

rockl6.png

reck22 png

e
reck2d.png

rockD3.png

A

rockl1.png
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rockl7.png

s

rock23.png
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rock2%.png

reckDE.png
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rockld.png

rock18.png
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rock2d.png

)
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reck30.png

0|0|X| &X: openclipart.org
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A =2HH 3

pygame
SYS
time sleep

BLACK = (0, 0, 0)
padwidth = 480
padHeight = 640

CEF]
M=237|

0 no
Holr Hol
rerg
1o o

o
e

initGame():

gamePad, clock
pygame.init()
gamePad = pygame.display.set_mode((padWidth, padHeight))
pygame.display.set_caption('PyShooting") # A o=
clock = pygame.time.Clock()

runGame() :
gamepad, clock
onGame =
onGame:
event pygame.event.get():
event.type in [pygame.QUITI: # Y =20 =22
pygame.quit()
sys.exit()
gamePad. fi11(BLACK) # AY SH (HE244)
pygame.display.update() # #|SIHE CtA| T2
clock. tick(60) # A|YUStHO| =t Dy UL4E eE LA
pygame.quit() # pygame Z=

initGame()
runGame()

- Ojojo = =AY T

uin

7

i

@; PyShooting
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# 71|D|:.'01| EX5H= J‘H1|E cCz29 & PyShaoting - x
drawObject(obi, x, y):
gamePad

gamePad.blit(obi, (x, y))

initGame():

gamePad, clock, |background
pygame.init()
gamePad = pygame.display.set_mode((padWidth, padHeight))
pygame.display.set caption( ' PyShooting") # AY 0|2
background = pygame.image. load( " background.png") # o4 1
clock = pygame.time.Clock()

i

runGame():
gamepad, clock, |background

onGame =
onGame:
event pygame.event.get():
event.type in [pygame.QUIT]: # Y Z2e =3
pygame. quit()
sys.exit()

drawobject(background, 0, 0) # oA g™ 72|7|

pygame.display.update() # A|YUSIHZE CIA| 2

- Ojojo = =AY T

ujn
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HEI| 97| ®

def initGame():
global gamePad, clock, background,|fighter
pygame.init()
gamePad = pygame.display.set _mode((padWidth, padHeight))

pygame.display.set caption('PyShooting") # A 0|2
background = pygame.image.load( ' background.png’) # HjA 72l
fighter = pygame.image. load( fighter.png"’) # ME7| 12

clock = pygame.time.Clock()
fighter.png

def runGame():
global gamepad, clock, background,| fighter

# MET| 37|

fighterSize = fighter.get rect().size
fighterWidth = fighterSize[0]
fighterHeight = fighterSize[1]

# dE7] 27| #A] (x%y)
X = padWidth * 0.45

y = padHeight * 0.9
fighterX = 0

. HOIMOE #& HY ST Yrsuanlab 18
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onGame = £5 PyShooting — X
onGame:
event pygame.event.get():
event.type in [pygame.QUIT]: #AY D270 =22
pygame . quit()
sys.exit()

drawObject(background, @0, 0)  # HjZA 3tH 72|7|

drawObject(fighter, x, y) # B|27|E A 31Ho| (x,y) 2= T2

. To|MoZ #E AY BHET| “suanlab
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onGame = &5 PyShooting s X
onGame:;
event pygame.event.get():
event.type in [pygame.QUIT]: #AY D270 =22
pygame . quit()
sys.exit()
event.type 1n [pygame.KEYDOWN]:
event.key == pygame.K_LEFT: # HMEV| 2AEC 2 0|5
fighterX = 5
event.key = pygame.K RIGHT: # #E7| REZO0Z 0|z
fighterX += 5
event.type in [pygame.KEYUP]:  # 27| O|H ME7| HS
event.key == pygame.K LEFT event.key == pygame.K RIGHT:
fighterX = 0

drawObject(background, @, 0) # B4 3™ 2|7

# MET| 9| HZY
x += fighterX
X < 0:
X=20
X > padWidth - fighterWidth:
X = padWwidth - fighterWidth

. To|MoZ #E AY BHET| “suanlab
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det initGame():
global gamePad, clock, background, fighter,
pygame.init()

gamePad = pygame.display.set _mode((padWidth, padHeight))

missile

pygame.display.set_caption( ' PyShooting") # A 0|2
background = pygame.image. load( background.png”) # 04 1<
fighter = pygame.image.load( fighter.png') 7| 1=l
missile = pygame.image.load( missile.png") 1=

clock = pygame.time.Clock()

def runGame():
global gamepad, clock, background, fighter,

# 97| 2\ 2|AE
missileXY = []

missile

“suanlab
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onGame = False
while not onGame:
for event in pygame.event.get():
1T event.type in [pygame.QUIT]: # AY =270 =2

pygame . quit()

sys.exit()
1T event.type in [pygame.KEYDOWN]:
if event.key == pygame.K_LEFT: # ME7| 2EOC= 0|5
fighterX = 5

elif event.key == pygame.K RIGHT: # #AEJ| LEZO=Z 0|&
fighterX += 5

elif event.key == pygame.K SPACE: # O|Ar2 ZHAt
missileX = x + fighterWidth/2
missileY = y - fighterHeight
missileXY.append([missileX, missileY])

“suanlab
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drawObject(fighter, x, y) # H|27|E AY 3HO| (x,y) =0 12 & PyShooting = X

# OJAFY 2AF 3HHO 12]7]
len(missileXy) != 0:

i, bxy in enumerate(missileXY): # O|AtY 240 CHaH g2H=ESt
bxy[1] -= 10  # 29| yZx -10 (¥=2 0[=)

missileXY[11[1] = bxy[1]
bxy[1] <= 0: # O|Af20| o}H Hr= Bi0{LIH

missileXY.remove(bxy) # O[AFY A7

len(missileXyY) != 0:
bx, by missileXY:
drawObject(missile, bx, by)

pygame.display.update() # AH|YUSIHZ= CIA| T2

. To|MoZ #E AY BHET| “suanlab
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import pygame
import sys

import random

from time import sleep

padwidth = 480 AldetHol 7t=2 37|
padHeight = 640 # AHUstHO| M =237

rockImage = [ 'rock@l.png’, 'rock@2.png’, ‘rock@3.png’, 'rock@4.png’, ‘rock@d5.png’, \
"rock@6.png’, 'rock@d7.png’', 'rock@8.png’', 'rock@9.png', 'rockl®.png’, \
"rockll.png’, 'rockl2.png’, ‘rockl3.png’, ‘rockl4.png’, ‘rockl5.png’, \
‘rockl6.png’, 'rockl7.png’, ‘rockl8.png’, 'rockl9.png’, ‘rock20.png’, \
'rock21l.png’, 'rock22.png’, 'rock23.png’, 'rock24.png’', 'rock25.png’, \
‘rock26.png’, 'rock27.png’, ‘rock28.png’, 'rock29.png’, ‘rock30.png’ ]

. HOIMOE #& HY ST Yrsuanlab 24
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# 27| 27 2|AE

missileXy = [] . % g % é% 5

I O cHE AHAM rock(1.png rock(2.png rock03.png rock(d.png rockl5.png rock06.png

O O OO

rock = pygame.image. load(random.choice(rockImage))

rockSize = rock.get _rect().size # &4 37| £

rockWidth = rockSize[0] ﬁ & Jl 279 LJ P |

rﬂEkHEight = rﬂEkSiZE'[]_] rock7.png rock08.png rock08.png reck10.png rock]l.png rockl12.png
_ _ b

# 24 27| 93| 43 n gl SN a

rockX = random.randrange(®, padWwidth - rockWidth) L % @

Fﬂﬂk‘f — E‘ rock]3.png rock13.png rock16.png rock17.png rock18.png

rockSpeed = 2

uP

<

rock19.png rock2l.png rock23.png rock2d.png
= = A A - b

s ___*' J | = s, P— &

rockZ3.png rock2B.png rock2?.png rock28.png rock29.png rock30.png

Y7suanlab 25
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r

len(missileXY) != 0: & PyShooting —~ X
bx, by missileXY:
drawObject(missile, bx, by)

rockY += rockSpeed # 24 ofzfjz 2212

# =AM0| A2 Hojzl 42
rockY > padHeight:
# ME2Z 24 (31E)
rock = pygame.image. load(random.choice(rockImage))
rockSize = rock.get rect().size
rockWidth = rockSize[0]
rockHeight = rockSize[1]

rockX = random.randrange(®, padwidth - rockWidth)
rockY = 0

drawObject(rock, rockX, rockY) # =4 112|7|

pygame.display.update() # A|2stHZS CHA| =

. To|MoZ #E AY BHET| “suanlab
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def initGame():
global gamePad, clock, background, fighter, missile,
pygame.init()

explosion

gamePad = pygame.display.set _mode((padWidth, padHeight))

pygame.display.set caption( ' PyShooting") # A< o=
background = pygame.image. load( background.png”) # vfd =
fighter = pygame.image.load( fighter.png") # HME7| O
missile = pygame.image. load('missile.png’) # O[AY 7=
explosion = pygame.image.load( explosion.png’) # =4 72l

clock = pygame.time.Clock()

def runGame():
global gamepad, clock, background, fighter, missile,

# ME7| DA 2Mo| XS EF True
isShot = False
shotCount = @
rockPassed = @

onGame = Falsel
while not onGame:

explosion

“suanlab
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OjAFZ = 24 Thfst7] @

# OJArY Al St 12]7
1T len(missileXy) != 0:
for 1, bxy in enumerate(missileXY): # O|AIY @40 CHal BH=Egt
bxy[1] =10 # 29| yZtH -10 (%= 0|3)
missileXY[11[1] = bxy[1]

# O|AMO| 2ME YRS 42
1T bxy[1] < rockY:
1T bxy[@0] > rockX and bxy[@] < rockX + rockWidth:
missileXY.remove(bxy)
isShot = True
shotCount += 1

if bxy[1] <= 0: # O|AtO| 2t 8= HO{L}H
try:
missileXY.remove(bxy) # O|AFS A|A
except:

Ndss

. HOIMOE #& HY ST Yrsuanlab 28
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# NS OI= Ao

=

isShot:

O A dF
# @M 24

drawObject(explosion, rockX, rockY) # =4 =2 712|7|

-

& PyShooting - X

# ME22 24 (31E)

rock = pygame.image. load(random.choice(rockImage))
rockSize = rock.get rect().size

rockWidth = rockSize[0]

rockHeight = rockSize[1]

rockX = random.randrange(0, padwidth - rockWidth)
rockY = 0

isShot =

drawObject(rock, rockX, rockY) # =4 112|7|

. To|MoZ #E AY BHET| “suanlab
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writeScore(count):
gamePad
font = pygame.font.Font( NanumGothic.ttf', 20)

text = font.render( o}j2|5t &4 =" + str(count),
gamePad.blit(text, (10,0))

# 240| ot oriz S1fS Il

writePassed(count):
gamePad
font = pygame.font.Font( NanumGothic.ttf", 20)

text = font.render(' =2 &4 :' + str(count),
gamePad.blit(text, (360,0))

, (255,255,255))

, (255,0,0))

.'3, PyShooting

“»suanlab
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# _E_ﬂ |:_|{|'5i_ %-I_-ﬂ’*li __H__‘Ix_l & PyShooting —

writeScore(shotCount)

rockY += rockSpeed # 24 ofefjz2 222l

# 240| 272 Wojd F2
rockY > padHeight:

# M2 24 (1)

rock = pygame.image. load(random.choice(rockImage))
rockSize = rock.get rect().size

rockWidth = rockSize[0]

rockHeight = rockSize[1]

rockX = random.randrange(0, padwidth - rockWidth)
rockY = 0
rockPassed += 1

#2224 & mA|

writePassed(rockPassed)

OB #UAY ST “»suanlab



drawObject(explosion, rockX, rockY) # &4 =2 712|7|

# N2 &M (siE)

rock = pygame.image. load(random.choice(rockImage))
rockSize = rock.get rect().size

rockWidth = rockSize[0]

rockHeight = rockSize[1]

rockX = random.randrange(®, padWwidth - rockWidth)
rockY = @

isShot =

#2 M UEW 25 37

rockSpeed += 0.02
rockSpeed >= 10:
rockSpeed = 10

.f.‘ PyShooting

“»suanlab
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# Y AR 24

wr1teHe55age(text):
gamePad

textfont = pygame.font.Font( NanumGothic.ttf', 80)
text = textfont.render(text, , (255,0,0))
textpos = text.get rect()
textpos.center = (padWidth/2, padHeight/2)
gamePad.blit(text, textpos)
pygame.display.update()
sleep(2)
runGame()

# ME7|I7F 240 2E3E Of AR &
crash():
gamePad
writeMessage(' HE7| m1!")

# AY 28] 0A|R] 2o|7|
gameQver():
gamePad
writeMessage(' A2 2@8{!1")

. To|MoZ #E AY BHET| “suanlab
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#HE7| 93] A=Y
x += fighterX
X < 0:
Xx =10
X > padWidth - fighterWidth:
x = padWwidth - fighterWidth

# HEZ|171 2410 S53M=4] A2
y < rockY + rockHeight:
(rockX > x rockX < x + fighterWidth) \
(rockX + rockWidth > x rockX + rockWidth < x + fighterWidth)

crash()

drawObject(fighter, x, y) # B|&7|E AY 3tHo| (x,y) = 212

rockPassed = 3: #&4 37 =x|H AHYL2H
gameOver()

L3 D A TI

writePassed(rockPassed)

El A2 oS 7| EPSUCII’ﬂCIb
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padWidth = 480 # AHlegtHe| 7237

padHeight = 640 AledgtHo| M =237

rockImage = [ 'rock@l.png’, 'rock@2.png’, ‘rockd3.png’, 'rock@4.png’, ‘rock@5.png’, \
‘rock@6.png’, 'rock@7.png’, ‘rock@d8.png’, 'rock@9.png’, ‘rockl@.png’, \
'rockll.png’, 'rockl2.png’, ‘rockl3.png’, ‘rockl4.png’, 'rockl5.png’, \
"rockl6.png’, 'rockl7.png’', 'rockl8.png’', 'rockl9.png’', ‘rock2@.png’', \
"rock21.png’, 'rock22.png’, ‘rock23.png’, ‘rock24.png’, ‘rock25.png’, \
‘rock26.png’, 'rock27.png’, ‘rock28.png’, 'rock29.png’, ‘rock30.png’ ]

explosionSound = ['explosion@l.wav', 'explosion@Z.wav', "explosion@3.wav', 'explosion@4.wav' ]

‘% suanlab
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det initGame():
global gamePad, clock, background, fighter, missile, explosion, |missileSound, gameOverSound

pygame.init()
gamePad = pygame.display.set _mode((padWidth, padHeight))
pygame.display.set caption( ' PyShooting") # A o]2

background = pygame.image. load( background.png”) #
fighter = pygame.image.load( fighter.png") #
missile = pygame.image.load( missile.png") #
explosion = pygame.image.load( explosion.png’) # =8 72l
#
#
#

1 =
pygame.mixer.music. load( 'music.wav") Hi4d 3ot
pygame.mixer.music.play(-1) HiZ4d S92 AjfAl
missileSound = pygame.mixer.Sound( 'missile.wav’) OJAY AR E
gameOverSound = pygame.mixer.Sound( gameover.wav') # H Y @t AIZC
clock = pygame.time.CLock()

det runGame():
global gamepad, clock, background, fighter, missile, explosion,|missileSound

elif event.key == pygame.K SPACE: # O|AFSQ! ZFAL
missileSound.play() # O|AY AFZE A
missileX = x + fighterWidth/2

missileY = y - fighterHeight
missileXY.append([missileX, missileY])

. HOIMOE #& HY ST Yrsuanlab 36
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# A HAIA] &4
def writeMessage(text):

global gamePad, r
textfont = pygame.font.Font( N
text = textfont.render(text, True, (255,0,0))

gameQverSound

textpos = text.get rect()
textpos.center = (padWidth/2, padHeight/2)
gamePad.blit(text, textpos)

pygame.display.update()

anumGothic.ttf', 80)

pygame.mixer.music.stop()
gameoverSound. play()

# H 8

=
tAY eH MEE

sleep(2)

pygame.mixer.music.play(-1) # B4 =2 A

runGame()

L]
# 24

rock = pygame.image. load(random.choice(rockImage))
rockSize = rock.get _rect().size

rockWidth =

P

rockSize[0]

rockHeight = rockSize[1]

=

oMo Or= ]
TL_—-IIE = “?::r—l—

1T 1sShot:

O A{ IEH}
# =4 2

drawObject(explosion, rockX, rockY) # &A1 =db
H

destroySound.play()

S =of A[
# A =5 A

# 22 24 ()

rock = pygame.image. load(random.choice(rockImage))

rockSize = rock.get rect().size
rockWidth = rockSize[0]
rockHeight = rockSize[1]

rockX = random.randrange(0, padWidth - rockWidth)

rockY = 0

destroySound = pygame.mixer.Sound(random.choice(explosionSound))

1sShot = False

destroySound = pygame.mixer.Sound(random. choice(explosionSound))

“suanlab
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