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Pygame

01.py

#*- coding:sjis -*-
i nport pygane
frompygane. |l ocal s i nport *

def nain():
pygane.init() # pygane
screen = pygane. di spl ay. set_node( (640, 480) ) #
pygane. di spl ay. set_caption(' Hell o pygane' ) #
pygane. di spl ay. flip() #

while 1:
for event in pygane.event.get(): #
if event.type = QIT: #
return
if (event.type = KEYDOM and
event.key — K ESCAPE): # EC

return
if _nane_ —'_main_': nain()
python 01.py
def main()

C Python main

main
if _name__ == _ main__:

1




# -*- coding:sjis -*-
i nport pygane
frompygane. |l ocal s i nport *

def nain():
pygane.init() # pygane
screen = pygane. di spl ay. set_node( (320, 240) ) #

pygane. di spl ay. set_caption(' Hello pygane' ) #

pl ayer Rect = pygane. Rect (0, O, 40, 10)
pl ayer Rect . center = (160, 200) #
pygane. draw rect (screen, (0, 255,128), pl ayerRect) #

bal | Rect = pygane. Rect (O, 0, 10, 10)
bal | Rect . center = (160, 100) #
pygane. draw el | i pse(screen, (255,128,0), bal | Rect)#

vhile 1

pygane. di spl ay.flip() #
for event in pygane.event.get(): #
if event.type = QIT: #
return
if (event.type = KEYDOM and
event.key — K ESCAPE): # EC

return
if _nane_ —'_main_': nain()
#end of file
pygame.draw
Rect ellipse line  circle

pygame.transform.scale2x()
scale2x



class

# -*- coding:sjis -*-
i nport pygane
frompygane. |l ocal s i nport *

cl ass H ayer:
def _init_ (self, scr): #
sel f.rect = pygane. Rect (0, O, 40, 10) # pl ayer
self.color = (0, 255, 128) # pl ayer
sel f.rect.center = (160, 200) # pl ayer Xy

self.scr = scr #

def Drawl nage(self): #

pygane. draw rect (sel f.scr, self.color, self.rect) #

def SetPos(self, x, y): # X, Y
self.rect.topleft = (x,y)

class Ball:
def _init_ (self, scr): #
sel f.rect = pygane. Rect (0, O, 10, 10) # ball
self.color = (255, 128, 0) # ball
sel f.rect.center = (160, 100) # pl ayer Xy

self.scr = scr #

def Drawl nage(self): #

pygane. draw el | i pse(sel f.scr, self.color, self.rect) #

def SetPos(self, X, y):
self.rect.topleft = (x,y)




def nain():

pygane.init() # pygane

screen = pygane. di spl ay. set_node( (320, 240) ) #

pygane. di spl ay. set _caption(' A ass Repl acenent') #

pl ayer = H ayer (screen)
bal | = Bal | (screen)

vhile 1:
pl ayer. Draw nage()
bal | . Orawt nage()

pygane. di spl ay.flip() #
for event in pygane.event.get(): #
if event.type = QIT: #
return

if (event.type = KEYDOM and

event.key — K ESCAPE): # EC

return
if _nane_ —'_main_"': nain()
#end of file
class Python
def __init__(self):
Python C++
class X { class X
publ i c: data = 0;
int data;

void func(int a){ data = a; }

def func(self, a):
self.data = a

data data
this

self




# -*- coding:sjis -*-
i nport pygane
frompygane. |l ocal s inport *

class H ayer:
def _init__(self, scr): #
sel f.rect = pygane. Rect (0, O, 40, 10) # pl ayer
self.color = (0, 255, 128) # player

self.rect.center = (160, 200) # pl ayer Xy
self.scr = scr #

def Drawl nage(self): #

pygane. draw rect (sel f.scr, self.color, self.rect) #

def SetPos(self, x, y): # X,y
self.rect.topleft = (X,y)

def MveKeyin(self): #
keyi n = pygane. key. get _pressed()
mx =0
if keyin[K LEFT]: nx = -2
if keyinfKRGI: nx =2
#
#

if self.scr.get_rect().contai ns(self.rect.nove(nx,0)):
sel f.rect. nove_i p(nx, 0)

pygane. key. get _pressed()
1 if TRUE




class Ball:

def _init_ (self, scr): #
sel f.rect = pygane. Rect (0, O, 10, 10) # bal |
self.color = (255, 128, 0) # ball
self.rect.center = (160, 100) # pl ayer Xy

self.scr = scr #
sel f.scrRect = scr.get_rect() #
self.vx =2 #X

self.vy =-2#vy

def Drawl nage(self): #
pygane. draw el | i pse(sel f.scr, self.color, self.rect) #

def SetPos(self, X, y):
self.rect.topleft = (x,y)

def Move(sel f):
m = self.rect. nove(sel f.vx, self.vy) #
if self.scrRect.right <mm.right or self.scrRect.left > nn.left:

rect

self.vx = -self.vx # x
if self.scrRect.bottom< nr.bottomor self.scrRect.top > nr.top:

self.vy = -self.vy #y
sel f.rect. nove_i p(sel f.vx, self.vy)

Pygame

Rect rectA.contains(rectB) # rectA  rectB True
Rect rectA.colliderect(rectB) # rectA  rectB 1

rectA True

Rect rectA.collidepoint(x,y) # (x,y)

contains

True

collide



def nain():
pygane.init() # pygane
screen = pygane. di spl ay. set_node( (320, 240) ) #
pygane. di spl ay. set _caption(' G ass Repl acenent') #

pl ayer = H ayer (screen)
bal | = Bal | (screen)

cl ock = pygane.tine. d ock()

vhile 1:
cl ock. ti ck(60)

pl ayer. Draw nage()
bal | . Draw nage()

pygane. di spl ay.flip() #

screen.fill((0,0,0)) #
pl ayer. MoveKeyi n()
bal | . Mbve()
for event in pygane. event.get(): #
if event.type = QT #
return
if (event.type = KEYDOM and
event.key — KESCAPE): # EC

return

screen.fill( (0,0,0) )
screen.fill( color, rect) rect

Player,Ball Move



Ball main

class Ball:
def _init__(self, scr, vx, vy): #

sel f.rect = pygane. Rect (0, O, 10, 10) # bal |
self.color = (255, 128, 0) # ball
self.rect.center = (160, 100) # pl ayer Xy
self.scr = scr #

sel f.scrRect = scr.get_rect() #

self.vx = vx # X

self.vy =vy #vy

def Refrect(self, plRect):
if self.rect.colliderect(plRect): # pl Rect

self.vy = -self.vy

def nain():

pl ayer = H ayer (screen)
balls =[]
for i in range(5):

bal | s. append( Bal | (screen))

vhile 1:
cl ock. ti ck(60)

pl ayer. MoveKeyi n()

for i in range(5):
bal I s[i]. Mve()
bal | s[i].Refrect(pl ayer.rect)
bal I s[i]. Draw nage()

pl ayer. Draw nage()

pygane. di spl ay.flip() #




Main for

class Ball:

def _init__(self, scr, vx, vy): #

self.refcnt =0 #

def Refrect(self, plRect):
if self.rect.colliderect(plRect): # pl Rect
self.vy = -self.vy
self.refcnt = self.refent + 1

return sel f.refcnt

for i in range(len(balls)):

if balls[i].Refrect(player.rect) >5: balls.pop(i); break

append()
pop() pop  push,pop  pop
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