I 2|5{0F, 27|0H 2|7} R|h AZHl= A R[S Game SHATF SHHHM AY M HEE
BRI5tn, 4t 2AE) DM HRE ZH B2

AI5]: Ul Game S2HA7F H4-TE 12|10, 2H010F g AR = UM AR ALTAR0IR2! T

O Zl& HolR? £H] 2AEES HoH H4E

Hol5| o
T —
? 2|0 SaS oAU Y AY UV EE Mt @

IEY: 2351 S7|7F EC[0] A|YQ| 7t iyl 20|, B2 ‘Y=2t&a} Zarof tiet I =5& 7!

o |
RE52 HIZ 1 Game 224 Qtof| A2 ‘& *{2|(Collision Check) Ot 2}, Aol SE8 HIR = M2
222 AIZP, A LA HZ], A 27|58 E2 S22 7| s52 AMIe] ATHE HOF Otz| A9 22
OS1 AMTHE B Zd0p 2T
(RE 27} 1: Game 2222 ME22 58S - 252 225t AIYE 2|3I6t2H)
# (pygame.init(), WINDOW A&, FPS, clock S O )

class Game():

# __init_ O|ASO0| monster_group® HEBIE=Z HFR QU

def __init__(self, player, monster_group):
self.score = 0
self.round_number = 0 # 2f2= HS = 05E Al2F (start_new roundOf|A 10| =)
self.player = player
self.round_time = 0
self.frame_count = 0

self.monster_group = monster_group # =/E T1E5% Game ZHA|7F 200 QLA =

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

# (wanted monster 2 ZEE= O[3 FAlStEZ A2 Syl HEH AF=21)

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

# ... (monster_images, wanted monster type, image, rect 8382 =¢)

self.monster_images = [blue_monster, pygame.image.load("green_monster.png"), pygame.image.load("oranc
self.wanted_monster_type = random.randint(0, 3)

self.wanted_monster_image = self.monster_images|[self.wanted_monster_type]

self.wanted_monster_rect = self.wanted_monster_image.get_rect()

self.wanted_monster_rect.centerx = WINDOW_WIDTH/2

self.wanted_monster_rect.top = 35

o

def update(self): # Game Z14|2| update= Of ZL2fA0ICH =
self.frame_count += 1
if self.frame_count == FPS: # (&2 TE=0 600|2|0F FPSE AtE5t= 7 o =7201%7)

self.round_time += 1



self. frame_count = 0

# — 07|17t 52| 5t0|210|E F stLt &= AAF Al —-
self.check _collision() # Of L2 QOICH "SA| E 0|02 ZAE E2ESL?" 22l

def draw(self): # (draw H|AE= O#

# ... (4= L

pass # AMAH 2= 0™ REO| draw LHEO0| 070!

#-— 25 22 Y A2l Has)

def check collision(self):
# "Z2{0|0{(self.player)2t EAE & (self.monster_group)Ofl &8t 2AH S

# O StLiete =t 22487E ALY (AL O =£EHS L)

collided monster = pygame.sprite.spritecollideany(self.player, self.monster group)

if collided_monster: # TteF OffH 2AEQF = =3ICHH?
#1. ST SAHIL "pH S2AEQ} 22 SFQUIP

if collided_monster.type == self.wanted_monster_type:
self.monster_group.remove(collided monster) # ZQf2L| 2AE T1Z0|A A 7|

self.score += 100 # &4 1008 251
self.player.success_sound.play() # "A=1" A2 401 (Player ZHA|7} 42|E T12)

r

# 2rOF SOl Of2 CHE 2AEHSO0| HOFULHH?
Al S4CHE

£Q

if self.monster group: # =AE{ T1EZ0| H[0f

>

Ef"S CHAl &A!

# otHo| RE ZAHES O HACE? (22FH AF0| HIACHRH)

self.choose_new_wanted() # M= "HHf 24

else:
self.player.reset() # Z2{0/0] 2z =7|3}!

self.start_new_round() # Cfs 225 A4

s d
else:
self.player.die_sound.play() # "2If/=Z" 42| A4
self.player.lives —= 1 # =21 4
self.player.reset() # =400 22| =7|2H

# 252 O K2 ol
if self.player.lives <= 0:
# A 21 A LAl Aot OA|Z] 27|

self.pause_game(f"Final Score: {self.score}", "Press 'Enter' to play again")



#-— MZ22 "8 228" 125 HAE —-

def choose_new_wanted(self):
# A otHo| HolleE 2AHS S0 M OFRLE otLE =2t ME22F sH{H2 21
# list(self.monster group)2 2 128 2|AEZ HIROF random.choice AR Tts!
new_wanted_monster = random.choice(list(self.monster_group))
self.wanted_monster_type = new_wanted_monster.type # 1 =AE{S] =52 2H 0[]

self .wanted_monster image = new _wanted_monster.image # 1 =AE{9| O|0|Z|2 UG O|E1

#-— MZ A2EE MMt DlAs)

def start new_round(self):

self.round_number += 1 # 2t2E WS 1 S}
self.round_time = 0 # 2}2E A7 =7|5H
self.frame_count = 0 # 22 7F2E Z=7|g}
# QA 2t2E YIS 2 SR 2AHSE M2 A O80 71!
# 2tR 7 SetEass 2248 7 FE ORI UH! (H0l: AS51)
for _ in range(self.round_number): # 4= UHE SI40F o5t 42 OF £ 0f ARZ
(e ZEO M= iE AAITH, 7§ e & A0 Q)
# 4SFO 2AEE 4 2RE £UE I (5, 12125 4012, 222 = 80t2

self.monster_group.add(Monster(random.randint(®, WINDOW_WIDTH - 64), random.randint(101

|
N
=
N~—"
N

self.monster_group.add(Monster

random.randint(0, WINDOW_WIDTH

|
()]
.|>
SN—
~

( (
self.monster_group.add(Monster(random.randint(0, WINDOW_WIDTH

( (

( (

self.monster_group.add(Monster(random.randint(®, WINDOW_WIDTH

|
(@))
B
SN—"
N

self.choose new wanted() # MZ& 2f2 = A|2F Al £H 2AELE MZ #010F2| 1 (el 2=

—

# - AYS LAl FA5t BARE B0 HAE! —

def pause_game(self, main_text, sub_text):
global running # A HAHE HZHLE AHA[ZSHHADH running B14E HHYOF StL| global ¢!
WHITE = (255, 255, 255)
# (main_text, sub_text RIS 2| BE&

# ... (425 L.

rlo

O]t A

main_text_render = self.font.render(main_text, True, WHITE) # 10 HZA
main_rect = main_text_render.get_rect()

main_rect.center = (WINDOW_WIDTH/2, WINDOW_HEIGHT/2)

sub_text_render = self.font.render(sub_text, True, WHITE) # B4 HZA
sub_rect = sub_text_render.get_rect()

sub_rect.center = (WINDOW_WIDTH/2, WINDOW_HEIGHT/2 + 40)

random.randint(101,
random.randint (101,

random.randint(101,

, WINDOW_HE]

WINDOW_HE]
WINDOW_HE]
WINDOW_HE]

o1z|at 0

HA [



window_surface.fill((0,0,0)) # 2tH= AAH ZotL
window_surface.blit(main_text_render, main_rect) # O/ A|A| HA|
window_surface.blit(sub_text_render, sub_rect)

pygame.display.update() # StP 2H 0=

is_paused = True
while is_paused: # "2A| 2" X1 7| HZ J|CtE

for event in pygame.event.get():

-

r

s

if event.type == pygame.QUIT: # Zf ol 2t#5 =2
is_paused = False
running = False
elif event.type = pygame .KEYDOWN: # 7|7} =%l =0
if event.key == pygame.K_RETURN: # 17| "QIE{" Z[2tTH?
is_paused = False # "YA| 2" FTL= ZL{0

self.reset_game() # # LS =7| HEi= 2|4l

# — AY HAHE 27| JEIZ &f=Z2= Hars! —
def reset_game(self):
self.score = 0 # (2} ZE socre REF) AL 0A!

self.round_number = 0 # 2t2E 5% 05 E (start new rounddf|Af 10| =)

v

self.player.lives = STARTING_PLAYER_LIVES # (&r4=7t QICHH =177 Of7|M Q9|2 5)
self.player.safe = 3 # (A 4=7} QICHH =772 O7| 4 2o|2 3)
self.player.reset() # =2{0|0] A= HE2= ]

# 2= ZLHE YOI M2 A[AS{OF StL, 24 &S HI|FAH

7

self.monster_group.empty() # (O] £F0| =21)
self . start_new_round() # 12|10 AZF 2t (AFAEA A AR A2

2|5]: Game 22429 _ init_ S EL{7t O|A monster_group® &1 112 Game 2|7+ S2f/0|0{ &0t
OtL{2t &30 U= 2= 2AHEL EE Y £ U &= AHE !

DM ZoSl | Game SEHATEAHIY MAL Aol 2& A2 Y1 U0{0f, “S2i|0]017} O Z2AE Y 2=
2

[=]
= 32% HHS W & AMA? 2|1 ame S2H22| update() BAE 2FOA self. check_colli-

sion()0[2t= AMZ2E &S Of Z2fYOIC ==5t2 A0, 0| BI= 2= 0[0f7|2] sy & SHLtOf!

n

£7|: check collision() O|&E Q2 ELU7t collided monster = pygame.sprite.spritecol-
lideany(self.player, self.monster group) 2t= %S 2= &£71 AL 0|AH HURL? spritecol-

lideany2tH|, ©7} AZ2t0|E7|2| £E =4 &Qlst= 27t?

M BT pygame.sprite.spritecollideany()= Ot ££6t OMH F20|0F, “Z HHAY QIRIZ2

MN



AID2L0|E(07| M= self.player)Zl, & HA| QA2 & A }OI E J&(H7|Me self.monster_group)
Ol

ot U= OffH A 2lo| EQf T SiLf2tE SEHLI?” 2t S0{E= O PteF S S3HCHH, 1 S5t 24
ZHH|2 collided monsterOi| EHOFR 1, OFRQtE 2 E51R| ARt fD# None (OF2 A= %)% £247|.

Al5]: 2f! O~ if collided_monster: O] ZAZ2 “Ctet 2007} O 2AHYT FHRYCIH?” Ol2t=
olH|2! 2|2 1 QoM if collided_monster.type == self.wanted_monster_type: O|ZA| siAM “1

cc
X
HO3| A7 EA| 2|7} 2HH £ 2AEL?” 2t &915t= M1

= =L T

IEM: Yot O|aZHO| ! BHek b EAEE AHCHE ZUCHH, 0 SAEE SHHO A SO (self . monster_group. remove(c
H4E IA 21, ‘4817 2= LRI 2|2 0rek 30| T2 2AES0| OF2l HotQICtH

0o
self.choose_new_wanted()S Z2iM M= £Hi 2AEE CHA| &0 Btk RE 2AHE O

YACHH? self.start_new_round()E SE0HA Tt 22 E2 HO{7H= Of!

&7|: BreF ASot 2AEZ BEI5(H “MOj1” A2|7t Lt 250| tLE SEUR! @ 2|2 22)0]0
2|2 = self.player.reset()22 {2 2f2|2 SO/t Q| OHoF 243 CF AH(self. player.lives <= 0)

of
self pause_game(...) &7t T2 0| H AHQUO| H2= HIP?

o

FER: SO0t pause_ game() HAEE 71|9:.'E YAl =1 “2|F Y472 “THA| 5T QY 7| & £ 2EMK”

g 7|EFE_EH4 QlE 9|7f =2|®? self. reset_game() S8 SEGHA HYUL 2E HEHE MR
SO 2 £|F2| 1 CHA| Al &= AHZA|!

Z|8]|: start_new_round() HAEE EL|7} 225 HSIt 2

ber): O|ZH shA 2AEE O 20| AtSO{UHL! 1220 SZEZ 1012|4(Z 4012]), 222*E0=
ZSY= 20124 (2 80t2])! EH 022!

S2tZ42 for _ in range(self.round_num-

IS O HEZ O] Al 20| S otLiR|! 2kl JIdELSE =X pA|7F 50{L= Hof, 2|1

reset_game() HIAEO|ME e, 2t2E, FH 0|0 =5, I[EC OtL 2t self.monster_group.empty()S

SEGM O|H 2t2EL| 2 2AHE TRSHA Q0T A S26l. AFX| Zo® 0| 22t 2AES0|
i

22 E0|E A& LGOS HIL7H
(Player 22|22 M2 HS) [ EM: 2}, 2|10 22| Player SHA0 = B 712 M2 HS0| 420!

class Player(pygame.sprite.Sprite):
def __init_ (self):

self.lives =5

self.safe = 3

self.success_sound = pygame.mixer.Sound("success.mp3")
self.die_sound = pygame.mixer.Sound("die.mp3")

self.safe_zone_sound = pygame.mixer.Sound("safe_zone.mp3")



# update HlAEE =&

# -— Z20/0f X2 3o &SsalE Has) -
def reset(self):
self.rect.centerx = WINDOW_WIDTH/2
self.rect.bottom = WINDOW_HEIGHT

# - "H[RM"2 20| SShE (FH49]) TIAE! ——
(O] safe_zone OAE= A HY FTLOM ALO|AHIE £F28 SEHEF U
def safe_zone(self):
if self.safe > 0: # 'Qtd" 7|2[7} HOtQUCHH
self.safe == 1 # 7|3 18 ALZ1
self.safe_zone_sound.play() # "CHAA[CHI" S 0tE

self.rect.bottom = WINDOW_HEIGHT # =2{0|0|= tP off Ofefi= (QHHsh o= JHE?)

£7|: Player =2i& M| self.livesE self.safe 7t 421, success_sound, die_sound &2
A2|SE Player?t A1 7t 2 QUI2! 1 Game 22§ A0 A self.player.success_sound.play() O|ZH|
=20]0{2] A2|E AHEAIZ & A2

2l5]: reset() OlAE= Z2(0|0] /122 HE22 SF= A1, safe_zone() 04 self.safe 7|3|7t
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