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IR 2 T pygame FE
import random

import pygame
AR 3 BCE DR ORI AR R

# JFRA G i

SCREEN_RECT = pygame.Rect(©, ©, 480, 70@)

# YFTE

Hello from the pygame community. https://www.pygame.org/contribute.html
FRAME_PER_SEC = 6@

S 4 QIR R K

class GameSprite(pygame.sprite.Sprite):

R A T2 ARG At

def __init_ (self, image_name, speed=1):
# WIS PTG 770
super().__init_ ()
# XX L1
self.image = pygame.image.load(image_name)
self.rect = self.image.get rect()
self.speed = speed

# LA

def update(self):
# (ORI EL ] L RS
self.rect.y += self.speed

U S QIR R

class Background(GameSprite):
"N AR kg R
def __init_ (self, is_alt=False):
# 1. W SCHE LIRS R 16 (image /rect/speed)
super().__init_ ("./images/background.png")
# 2. HBEGESERG. WRE HEREVENVE
if is alt:
self.rect.y = -self.rect.height
def update(self):
# 1. IHSCIEI i S
super().update()
# 2. ABEGELTFE. WREHFE. FEEYERFRN LT
if self.rect.y >= SCREEN_RECT.height:
self.rect.y = -self.rect.height

L6 FIEFHWE



class DogsandCatsGame(object):
e D AR A
def _ init_ (self):
print{"#ETNELY)
# 1. BfENRIED
self.screen = pygame.display.set_mode(SCREEN_RECT.size)
# 2. BN
self.clock = pygame.time.Clock()
# 3. WHREEIE SRAUSRAHaE
self. create sprites()
def  create sprites(self):
# BIEEFERAERA
bgl = Background()
bg2 = Background(True)
self.back group = pygame.sprite.Group(bgl, bg2)
def start_game(self):
print("HHEHE. ..
while True:
#1. REHFHE
self.clock.tick(FRAME_PER_SEC)
#2. FHREN
self. event handler()
#3. FH/8HERH
self._ update_sprites()
#4. FHES
pygame.display.update()
def _ event handler(self):
for event in pygame.event.get():
# FBE TE SR
if event.type == pygame.QUIT:
DogsandCatsGame. game over()
def _ update_sprites(self):
self.back group.update()
self.back_group.draw(self.screen)
@staticmethod
def _ pame_over():
print (" HER")
pygame.quit()
exit()

AR T BT R

if _name_ == ' _ main__ ":
# B WA
game = DogsandCatsGame()

# E AT

game.start game()

DUR 8 QIEMK, NIANEER R



class Herolbamesprite):

R

def

def

def

_init  (self):
#1., @HEEEFEZ, #Fimagelspeed
super()._ init (“./images/mel.png", @)
# 32, WEWBHHE
celf.rect.centerx = SCREENM _RECT.centerx
self.rect.bottom = SCREEN_RECT.bottom - 128
# 3. VEENRMIFRE
self.bullets = pygame.sprite.Group()
update(self):
# kK FarEEH
self.rect.x += self.speed
# BT R TR
if self.rect.x ¢ @:
self.rect.x = @
elif self.rect.right > SCREEM RECT.right:
self.rect.right = SCREEM_RECT.right
fire(self):
print("EHEFH...")
for 1 in (8, 1, 2):
#1. BYEEHER
bullet = Bullet()
#2. RERIAHNCE
bullet.rect.bottom = self.rect.y - 1 * 28
bullet.rect.centerx = self.rect.centerx
# 3. HERGmAERE
self.bullets.add{bullet}

class Bullet(GameSprite):
o |-%ﬁﬁiunn

def

def

def

_dnit (self):
# WHHETE, PEEREN, BEYBER
super(). init ("./images/bulletl.png”, -2)
update(self):
# WHIHESE, EERBEEFE LT
super() .update()
# HBTENEE CHFH
if self.rect.bottom ¢ @:
self.kill()
del (=zelf):

print("EHWHE...")
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class DogsandCatsGame{object):
R A E R
def _ init_ (self):
print ("M iE L
#1. NEREHED
self.screen = pygame.display.set_mode(SCREEN_RECT.size)
# 2. EYEIRET A
self.clock = pygame.time.Clock()
# 3. WEEBEFE, BROEREHEGE
self. create sprites()
# 4, WEETHEFHF - ¢ESHH 1s
pygame.time.set_timer{CREATE_ENEMY EVENT, 1@ea)
pygame.time.set_timer{HERO FIRE EVENT, 52@)
def _ create sprites(self):
# BEERERDERE
bgl = Background()
bg?2 = Background{True)
self.back_group = pygame.sprite.Group(bgl, bg2)
& Y AR R
self.enemy_group = pygame.sprite.Group()
# YA IR R R
self.hero = Herof)
self.hero_group = pygame.sprite.Group(self.hero)
def start_game(self):
print("FHFE...")
while True:
#1. PESHFEE
self.clock.tick(FRAME_PER_SEC)

# 2. FHEHE
self.  event_handler()
# 3. AFEES

self. check collide()
# 4. EH/EFERSE
self. update sprites()
#5 FHFEF
pygame.display.update()
def _ event_handler{self):
for event in pygame.event.get():
# HEE BN
if event.type == pygame.QUIT:
PlaneGams. game_over()
elif event.type == CREATE_EMNEMY_EVENT:
# print("shHF. ")
# BNENHIEF
enemy = Enemy{)
2 IR RIS AR R
self.enemy_group.add{enemy)



elif event.type == HERO FIRE_EVENT:
self _hero.fire()
# elif event.type == pygame.KEYDOWN and event.key == pygame.K RIGHT:
# print("HE&EHH. .. ")
= BEGAEAHFERTEIRE - KETE
keys_pressed = pygame.key.get_pressed()
# BB TR HEEINE 1
if keys_pressed[pygame.K RIGHT]:
self.hero.speed = 2
elif keys_pressed[pygame.K_LEFT]:
self.hero.speed = -2
else:
self.hero.speed = @
def _ check collide(self):
# 1. ESREFNH
pygame.sprite.groupcollide(self.hero.bullets, self.enemy_group, True, True}
# 2. B PR
enemies = pygame.sprite.spritecollide(self.hero, self.enemy_group, True)
# HEAEREAE
if len(enemies) > @:
¥ e E
self.hero.kill()
# 5B
PlaneGame._ game over()
def _ update_sprites(self):
self.back_group.update()
self.back_group.draw(self.screen)
self.enemy_group.update()
self.enemy_group.draw(self.screen)
self.hero_group.update()
self.hero_group.draw{self.screen)
self.hero.bullets.update()
self.hero.bullets.draw{self.screen)
f@staticmethod
def _ game_over():
print ("HHEFE")
pygame.quit()
exit()

A9 BT LR

if _ name_ == " main__ ":
# G AT S
game = DogsandCatsGame( )
# G

game.start_game()

T EINGFEMHT

A ZE AR LR ER 7344

def create sprites(self): BI% FT 75 B (G R FRE R AL

def _event handler(self): WEMT BT A B4, dnAR o] v e W A2 75 Ak 510 57 1 O PH <2

def update_sprites(self): 5 HTAE R BRI

def __game_over(): AT E H Xk 7 1fl R 2
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