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(RE 22} 1: ‘Game’ S22 - A|Ye| 2E HES [FEH})

import pygame, random

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("Z=Hi ZAEZ 2Otet1") # 744 #H A

# —-— Player 224 A9l (lives, safe &4 F7Jt1) ——-
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
self . lives =5

self.safe = 3

def update(self): # (Player@| updates= O|& 1t =)



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: # (&tP 2= ZHA= O|A QtMz|CHeb 2hed =
self.rect.y —= self.velocity

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

self.rect.y += self.velocity

~

# -—— Monster 222 &9l (monster type &4 Z I}
class Monster(pygame.sprite.Sprite):
# =2HE S W x, y, 010Z], 2| "ZAH SR (type)' dEE 24|
def __init_ (self, x, y, image, monster_type):

super().__init_ ()

self.image = image

self.rect = self.image.get_rect()

self.rect.topleft = (x, y)

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

self.monster_type = monster_type # O] =AEJF OfH ZF Q12 7|1 (0:0t2 1125 =)

self.dx

self.dy = random.choice([-1, 1])

random.choice([-1, 1])

def update(self):
self.rect.x += self.velocity * self.dx

self.rect.y += self.velocity * self.dy

# BAEDH SOl Y0l 23 AL 2I0rH 100T NS R S0
0

if self.rect.left (= 0 or self.rect.right >= WINDOW_WIDTH:

self.dx *= -1
# 310 9IZ 00T A 20l EE BB Of2fZ0|A 00T A 9l 2t0lo] Fou Y
elif self.rect.top <= 100 or self.rect.bottom >= WINDOW_HEIGHT - 100
self.dy #= -1
# --- 0177} 259 Z0IB! Gane SHA! ——-

class Game():

# Game S S W= 'player’ AAE = MIHFOF StH|! (S240]0] ES LOLOF StL7H)



def _init_ (self, player):
# AYe 72 dESE =7[%H
self.score = 0

self.round_number = 1

self.player = player # HEE2 S 0|0 HHE X! (LSO player.lives €S JE M)
self.round_time = 0  # A 2t2= 2l A|7F
self frame_count = 0 # 2@ == MOJA AZFS ALtSt=E O A2

# 25 M4 (CrotahFreeVersionItalic-z8Ev3.ttf Ot ZR1)

self.font = pygame.font.Font("CrotahFreeVersionItalic-z8Ev3.ttf", 24)

#o- ThH) BAE 2 MY —
# 2AE 0|0||SS 02| 2|AE0| THOLEZL (Game 2|7t 213 2a|1)
blue_monster = pygame.image.load("blue_monster.png")

green_monster = pygame.image.load("“green_monster.png")

orange_monster = pygame.image.load("orange_monster.png")

purple_monster = pygame.image.load("purple_monster.png")

self.monster_images = [blue_monster, green_monster, orange_monster, purple_monster]

# O|tH 2t2E0f 20[0F & "4 2AE" SFRE FAHZ UEM (0~3 AO| AL
self.wanted_monster_type = random.randint(0, 3
# HEiE SR0| siYote HAl 224E O[D[A&E 7tHS!
self.wanted_monster_image = self.monster_images|[self.wanted_monster_type]
# i =2AH O|0|A & ot AT S0 HEAlSH?| 2|8t rect 24!
self.wanted_monster_rect = self.wanted_monster_image.get_rect()
self.wanted_monster_rect.centerx = WINDOW_WIDTH/2
self.wanted_monster_rect.top = 35 # 20 Al 35T Al 0Oz 220f!

# Game Z4A|2| HENE YCIO|Est= HAE! (AF2 A|ZHTH AHO0|E)

def update(self):

self frame_count += 1 # Of T UOICE 7F2E 1 S7H

if self.frame count == FPS: # ZL2{|Q FL2E7F FPS(60)2F ZOMA|H? (=, 127 A|LFEH)
self.round_time += 1 # 2R S AZE 1= SO
self.frame_count = 0  # 222 7I2E= CHA| 022 =7|SH

# Game 2t FESS 3O 12j= OB

def draw(self):
# M7Z 4O (draw M[AE QHOAMBE 2AL[7F O 7[0f AN E A0}
WHITE = (255, 255, 255)



BLUE = (0, 0, 255)
GREEN = (0, 255, 0)
ORANGE = (255, 128, 0)

PURPLE = (102, 0, 204)
colors = [BLUE, GREEN, ORANGE, PURPLE] # Z=Hi Z2AE E|S2| M7=
# —— 2tTHO| HAlDZ 4Z HAE JEHS US| —

# self.score, self.round_number, self.player.lives, self.round_time, self.player.safe
# 013 A|O2 Gane A7t 7121 HWLE, Gane 27} YD U player A HEE IHHAN HAER

score_text = self.font.render(f"Score: {self.score}", True, WHITE)

score_rect = score_text.get_rect()

score_rect.topleft = (10, 10)

round_text = self.font.render(f"Round: {self.round number}", True, WHITE)

round_rect = round_text.get rect()

round_rect.topleft = (10, 40)

lives_text = self.font.render(f"Lives: {self.player.lives}", True, WHITE)
lives_rect = lives_text.get_rect()

lives_rect.topleft = (10, 70)

wanted_text = self.font.render(“Wanted Monster", True, WHITE)

wanted_rect = wanted_text.get_rect()
wanted_rect.centerx = WINDOW_WIDTH/2

wanted_rect.top = 10

round_time_text = self.font.render(f"Round Time: {self.round_time}", True, WHITE)

round_time rect = round_time text.get rect()

round_time_rect.topright = (WINDOW_WIDTH - 10, 10)

safe_zone_text = self.font.render(f"Safe Zone: {self.player.safe}", True, WHITE)
safe zone rect = safe_zone text.get rect()

safe_zone rect.topright = (WINDOW WIDTH - 10, 40)

# ——— Q5012 HAEQL "L =AE" O|0Z|E 2tHO| 2[7]1 ---
window_surface.blit(score_text, score_rect)
window_surface.blit(round_text, round_rect)
window_surface.blit(lives_text, lives_rect)
(

window_surface.blit(wanted_text, wanted_rect)



window_surface.blit(self.wanted_monster image, self.wanted_monster rect) # Z=Hif = AE{ 0|02
window_surface.blit(round_time_text, round_time rect)

window_surface.blit(safe_zone_text, safe_zone_rect)

# -—— "FH| 2AE" FHO| HF2] OHF7|1 (M2 24 SR YA ——
pygame.draw.rect(window_surface, colors[self.wanted_monster_type], self.wanted_monster_rect, 2)

# -—— 2t of2fof "QtMACH" HF2| ddF7[1 (2428 X S0He X)) —

# (0, 100) 2=2/0A Zt=2 WINDOW_WIDTH, MIZ (WINDOW_HEIGHT - 200) 37|2| Atz&!
pygame.draw.rect(window_surface, colors[self.wanted_monster_ type], (0, 100, WINDOW_WIDTH, WINDOW_HEIC

# ... (2010 25 & 2248 OF 49, Gane 43| 49, Y FL ZE& Ofefol])
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JEM: Y1 Game 2EHATE SHHO| UIARE R} QIEHIO|A )2 A 722 AlZHH 22 B0, Monster
SefAs O F2I(QHAX|C)0f| UZM S20|== HAHE Aok O|F A 2t SeiA7t 27| S 2 sjuiH
ST AUZ AHAH2 = ot 4 JTCE

(RE 27} 2: 24| M L AIY Fo0A2| 2322 &F))

# ... (Player, Monster, Game 22iA Hol= 2t 59)

my_player group = pygame.sprite.Group()

my_player = Player() # Player ZHA| T 0OF= 01

my_player_group.add(my_player)

# Game A S = W, I0M 2= my_playerS HE3HF OF 3!

my_game = Game(my_player) # |2 23| S21

# =AE ZE Al

my_monster_group = pygame.sprite.Group()

# monster_images 2|AE &= O|A| Game ZA|7F 7HX|11 oL, O4 AtEsHOF & 2 20}

# (e ZEOME Y BHEX Y monster_imagesE HHE =0, Game A2 HE 2A=2H o ZBSIAE?)
# 07| M= e REQ| SE2 27| Qo XY monster_images/t UCHD 4@ st ZHSH
# StA|Ot O £2 MA= my_game.monster_imagesE AtE3t= A QUL|CH

monster_images_for creation

za22 A
STT=

monster_type_index = 0 # =AE]

for img in monster_images_for creation: # Zf O|O0|2|0FCt

[pygame.image.load("blue monster.png" ) , pygame.image.load("green monster.pr
=MUZ 2057 fIst YAl &

3 o

el 2= giS)

HA O

# =AHE OE 0, ¥ #a O|0[X| QX (monster_type) = &HH HEI
# (M2 ZE0 M= Monster A Al monster_typeOf S4F 18 YU, AXHZ= O|0|R[0| LA L O{F 0k
# 07| M= Y22 monster_type_indexES AtESHM 0, 1, 2, 38 B0t JHEIE2H 2

my_monster = Monster(random.randint(®, WINDOW_WIDTH - 64),

my_monster_group.add(my_monster)

monster_type_index += 1 # Ct2 EAEE= CF2 EIQY 22
running = True
while running:
for event in pygame.event.get():
if event.type == pygame.QUIT:
running = False
# —— AY MALel 2= AE YOOIEStL d2le &M —

random.randint(101, WINDOW_HEIGHT - 165), in



window_surface.fill((0, 0, 0)) # 1. HiZ2 O A2

# 2. =2i0[0 & ¥Ho|Est e|7|!
my_player_group.update()
my_player_group.draw(window_surface)
# 3. 24 2H YHO|Est e 7!
my_monster_group.update()

my_monster_group.draw(window_surface)

# 4. AY 222 (Game A= 27| & L st7|1 (FYE O2(11, AlZt YOO|EL)
my_game.draw()  # Game ZHA|V} V2l AE =2 SHHO| 1245
s= YO0OIE oiF!

my_game.update() # Game ZHA| S| A[Zf

pygame.display.update() # 5. %
clock.tick(FPS) #6. Al

pygame.quit()
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