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pygame.init()

WINDOW_WIDTH = 1200
WINDOW_HEIGHT = 700

FPS = 60
clock = pygame.time.Clock()

window_surface = pygame.display.set_mode((WINDOW_WIDTH, WINDOW_HEIGHT))
pygame.display.set_caption("=AE{ S0 LIEFLICH ™) # 244 &)

class Game(): # Game =A== OF2 HIO{QUU|! (LIS AU A

pass
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# Player 2cff&= O[3 SYotCtd 7td (2 AEf)
class Player(pygame.sprite.Sprite):
def __init_ (self):
super().__init_ ()
self.image = pygame.image.load("hero.png")
self.rect = self.image.get_rect()
self.rect.centerx = WINDOW_WIDTH/2
self.rect.bottom = WINDOW_HEIGHT
self.velocity = 8
def update(self):
keys = pygame.key.get pressed()



if keys[pygame.K_LEFT] and self.rect.left > 0:
self.rect.x —= self.velocity

elif keys[pygame.K RIGHT] and self.rect.right < WINDOW_WIDTH:
self.rect.x += self.velocity

elif keys[pygame.K_UP] and self.rect.top > 0:
self.rect.y —= self.velocity

elif keys[pygame.K_DOWN] and self.rect.bottom < WINDOW_HEIGHT:

self.rect.y += self.velocity

# -—— O7|7t 259 FQIZ! Monster AZ2I0|E SefAl ——
class Monster(pygame.sprite.Sprite): # S A| pygame.sprite.SpriteS &<
# =AEHE OS O x2E, yRE, 12|31 O 0|0[22 PHE2| EE 2oty
def __init_ (self, x, y, image):
super().__init_ () # B2 2L =7[sts 4
self.image = image # {EE& O[04 = ZAE Ba A

self.rect = self.image.get_rect()

self.rect.topleft = (x, y) # AEE= x, vy ZHO| ZAE HiZ[I

# -—— ZAEUO| EHG 5HS! -
#1. 2 2AEDICE CH2 &1 (10A 5 AFO|Q] 222 ZH4)

self.velocity = random.randint(1, 5)

, MZ2(dy) Egs FARZE 2!

#2. 24 2AHOG A8 4L 7t2(dx)
= = 1 UM StLE OtF AL etz
=)

# random.choice([-1, 1]
|

# dx7t -10[H &%, 10

[

self.dx = random.choice([-1, 1]) # direction x (x= O|= HafF)
d

self.dy

random.choice([-1, 1]) # direction y (y= O|Z &g

# =AEQ| update OAE: Of 0Lt EAHE Z2/0/10
def update(self):
# AAEl &5 (velocity)@F 2SF(dx, dy)of et 2AH 22| EH0|E|

self.rect.x += self.velocity * self.dx

, ol 2E5|E @A e

self.rect.y += self.velocity * self.dy
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self.dx *= -1 # xZ Ol YEZ vtCf=1 (dxOf -1 FotH F=71 HHE)

up
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# QOteF EAEO QF E0| 3t 2ZE(0)EC0H AL Z LY,

# L= 2AECQ Of2iZE £0| StH Of2fZ (WINDOW_HEIGHT) 2L 3L

# (e ZEO|s elifZ2 Z[NUEL], 7I2/ME 8 SAl 2= (24)S DdstH 242 if2 5t
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elif self.rect.top <= 0 or self.rect.bottom >= WINDOW_HEIGHT:
self.dy *= -1 # y= 0| H8tS BI|2 |

# ... (B0/|0f 08 ¥4 ¥ 2AH & M4/F7t ZE= ot2fof)

Z|8: 2 Monster 22iA ST PlayerH pygame.sprite.Sprite® AR 2|1 init
HAEO0|A x, y, imageS BHOLA| 2AEQ| X Qx| 252 Fste !

JEM: Yetolll Player= S 2|7t D0 JAUAIBE, Monster= O+ WHOICH CHE (2|, T2 2522

LIEFE o= JEF __init_ 0N EE F0t2= #0f. d2|il Y% A0|A= F22 BI= 1 Of2fiof] U=

self.velocity, self.dx, self.dy A 0|0}!

&7|: self.velocity = random.randint(1, 5)2? random.randint()= 0| S Q2| H& o A H
AEora! O 2AHOICE 8210l= X271 10|M 5 ALO] gf2 2 Cf T2 FolfX = Ho2? ofE HA2

Lallal, of LAl )

LA SrOH random.randint(1, 5) S0 2f 24 & LIRS Dot K25 71|12 &, 12|10 self.dx
= random.choice([-1, 1]) 0|24 & AI7|5tA|? random.choice()& &HE 20| = AE SO0IA OFFAHLE
StUHE HEs== Or 0|0 07| M= -1 = 1 SO0l|A SILIE Z2kA self.dx0il A &sH.

A|3]|: dx=direction X2 2L YQI7t2? 12 dx7} -

AHUHL! dy&= ORREZERZ 2|(-1)
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CHAHHZAHR! 24 20 F2l= 2483030
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TEM: Ht= 0 ZH 2AE = EJO{E TR E AT £20t 27| 0|5 WekE 2oi¥= M| 12|11 0
HEHELS 2AF9| update() HIASO|AM AR

£7|: self.rect.x += self.velocity * self.dx O] E20|2! self.velocityOll self.dxS =aliA
XxZHEO|| G377t OHRk dx 7t -10|H £ L 02 22O 2 (x7} 10|H £ L0 22202 22/0|= AHY|2!

—0 ="
dyE 2021

FEX: YESHA OlsHRI0| ! 12|11 1 Of2Hof| U= if ZARSO| HIZ 2LE 751 Hoj| 2ESS [ ‘58!

A L= OHo|STt.

Z|&fl:  if self.rect.left <= 0 or self.rect.right >= WINDOW WIDTH: O] BE&£& =ZAE7J} gt
UZO0|Lt 2LEZ0| HEJCH= S£0|F? O self.dx *= -1 0[2}12 Z|O{QUEL, += -12 Ho|R?

JEM: self.dx *= 12 self.dx = self.dx * -1} £Z2 2|00}, =, self.dx2| 240l -1S &ot= HA.
DFOF self.dx7t 1(REZ2Z 0|5 3)0|UCHH -10| H 12, -1 (REL2Z 0|5 S)0|ACHH 10| =f. 2= x=
S UeS QU2 By = 0FE Q! 2O e ol —tn'—':z'ﬁlﬁ gt gee 2 A Lte AXME 20l=
HA| self.dy *= -1= DRRIZIZ| 2 y& 0|5 &S BIHF= A2,
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SH: @, £7|7h YU ofelet YRS HO|! UOL ABHY elifR £0f USD, Oiof DAE{T} 1% i}
IZ 2ol A0 RES|= EH(RIE 2 ZUH)0I2tH, 2 R if self.rect.left <= 0 U0 20|

CIO{ A dx 2 HI D dy= QF HER 4~ UOf. J12hA ZHOIM S O{MSHA 2 = | Stk 72 2 E0 M=

258 A2t SYHOZ 0I5t AICHH, &= HAY ifE elif7t OfL|2t O if2 HPY D EICCE O A

StH DM Of AAHAZA A L2 4= U2 7OF (0|H 2 AY +FsE20 2UE &elste A 2E9|

= 0| S StLEA(T)

(RS 27t 2: 2AE 2L 44 U AY FT0|M2| Hep)

# ... (Player 22i& & Monster 22iA Hol= 2o 5¢) ...

my_player group = pygame.sprite.Group()

my_player = Player()

my_player_group.add(my_player)

t—— ZAHEE S 'E /YR OtEL, 0 Ofe] 2AHE RIMSEAH ——

my_monster_group = pygame.sprite.Group() # =AE| El JpEf

# =AF 0|02 ItY O|5=2 0|2 2|AE0 EHOLFA}

monster_images = ["blue_monster.png", "green_monster.png", "orange monster.png", "purple_monster.png"]

(O] 0]o[z] mYS0| ZELt Z2 EH £& AEE =20 UA0{oF 1)

# for BFEEE2= O Of2] 2AH =71

for i in monster_images: # monster images 2/ AEO0| Q= T2 0|2 SHLHA THLEM

# T4 x, y 120, A ot 0|F (1) siYst= ol0|x= 2AE 4!
# (O|0[Z] A7|E oM 645 WU, =LE O0|X|7} 64x64Q17F BI21)

loaded_image = pygame.image.load(i) # T4 O|0|2 = £2{2 1
my_monster = Monster(random.randint(®, WINDOW _WIDTH - 64), random.randint(®, WINDOW_HEIGHT - 64), loade

my_monster_group.add(my_monster) # UI=0{2 ZAEES ZAE Bl JHHO| 2

running = True

while running:
for event in pygame.event.get():
if event.type == pygame.QUIT:

running = False

# - 3ol 12|7] —



window_surface.fill((0, 0, 0)) # H{Z 221
# =20/0f & YUl0o|Estn 12|7]|!
my_player_group.update()

my_player_group.draw(window_surface)

# 228 55k YHolEst 27| (B3 E#2!)

my_monster_group.update() # O] of =0[¥ L& 2AEIE 20HA Z40[0 22
my_monster_group.draw(window_surface) # O| SF =0|H 2= ZAE{V} SHHO| 2

pygame.display.update()
clock. tick(FPS)

pygame.quit()

Z|3]: monster_images 2|AE0| 2AH 113 OHY 0|FS €051, for BHE222 11 2|AE0| Qe OO
StLHA 2AEE BHS0{A my_monster_groupO| 27t5t= U2! O X|ZF2 402 2AKIE MZ CHE
2502 StHO0|| LIEILIO !

JEM: HEtslf! pygame.image.load(i)& 2t7| CHE 2AF O|0|Z|E 22{2tA Monster 22iA2| image
072 MY L7, Ofet 2AE, 28 2AH, 8 ZAH, 22t 2ARIF 224 OE £t Yoz
220[A &&= HA|!

£7|: 12|10 AHY 2 2to|A+= my_monster_group.update()2 my_monster_group.draw(window_sur-
face) 0| &£ 2UOE DE ZAESO0| YOtA F2I0|12, Hof €7|1, 3}HO| J24A& HREota! ATZI0|E
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