KB

B

—HHFA + £ + FH + pygame + random + time

JRVBE 4 [ /K RV T AR R, SR AR 8, RS, R—FK AR, TR RKREE
2 AR RN . AR BRG] Python + pygame FEHSEILZIRR . AR : 7R E B
[BIPY, Buk f BT A 3 AN FIR K RBCE A — e v LUHBRIFE 53

AT H FA% O I RE S SEBL BRI R -

FEHZKERATEAT

AIERRKSRASE I SRCERR

IKERAGIEE

ARk RN

/ /{ FEE KA
SRR

7_K%;E’i% /L-"‘_\ ;‘}j?sz ROFHRAHTERS

RRSAN

SCHIEAR pygamet&iz

randomigtk

timet&iR

3.1 FF A H =

FES A MO ARIE AR, DRI 28 S AR R I B S b BRIE b . R PERRARE A, B T AT
BB XTI T, AT Python P pygame WERAHEIF & — 2k IR 258 250 ik — A R
R R R T S K, R T SR R R AR S, R
T S 4

AR F S0 A

M RSN, AR

ARSI R B

B AEBSSI BRI, ST
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4]

3.2.1

B HHTRE SRS, IR Al U E E RS
32 % % 3%+t

& IFE

ARITH HITT RS ISATHRE T -

4]
4]
]
4]
4]

3.2.2

PefE RS % Windows 10 Windows 11 & UL I,
PR T H: PyCharm 2024 ([ FIfEZ) -
JFRiES: Python 3.12.

Python N B f&Ht: sys. os. time. random.
F=J7HEEL: pygame (2.52)

Al 5537 %

FERBH G, EhedENE . il Play %480, RVATENJ R T A . 72K DU b i A 4R
HIKRTT B (ZHE) DIALE, 30 3 A —RERKRIEE R, EEERKR CGERE BIHER.
LK RIERRIAF —E B, S BRBIIERIIRR. ok, HFEREE AR AT “BER7 IRA B iR
SEIS AV BN, WERAEANFRATEE S0 A0 H fl S5mAE an i 3.1 P

3.2.3

IR HERR

ESC/Q/ K [HE R

i A

3.0 ARAHE A Rl 55 R

TheEELE#)

AIUH FThREL M C e B8 TP e, %I H SEILA BAR D REGn T -

NN NEEN

TR A A R I BEHLAE B
R R IR ST ER
IR B 7%
AR AR ACR VI

TR I R R 2K SR FR T
T RSB

B gt MR,

A HAT B RS2 B
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33 #H K g &

3.3.1 AR

M BEHLFA: {E Python W, — Y XN .py BISCIERLBRR N —MEER. @R LT, FATLAE
S € D BE A AL TR ELAE — SO Dy — M, T 7 (A AR R e AR A 3 AT
o i S —MRYUG, WEREEHNZE, R/ B R AR S S ARIAT . £ Python 4%
g rp G AR 3 EAT LU 5 R

import pygame # BN

from pygame.locals import * # AR AR

from functools import Iru_cache # FAMRPREAL

from .entity import Element, Font_Fact # PNEEXERPHENE (ERANNBER G U XHEER —EXT)
from core.handler import Manager # FANBENERFHEANE (ERONNESR S YA XEFER —EXT)

M 2K: 7£ Python t, RFRAAMFERIEMINERIN RIVES . EMAHIN, FEdw K, Ra
QUSRI S, i SRS aT AT Rl e R PR A ik . SRR 5E LA class SRBE TR A
BUH 2B T, flin, KRB R RSO E SR, AT

class Element(pygame.sprite.Sprite):
S ENES
class Font_Fact(pygame.sprite.Sprite):

28 5T T R 2

M &% £ Python ", W LMESEIIIE—DhREMIAIDE SCA—ANREL, SRSTERR BTN, BER IH A
BImr. 5 SCRREN 200 def RBE Y, Jo RS E LR E4, DLASHE CniRA) o ATH P
ZHE] T EREL B, 5 LA open_game init()BREL, SRR B BE UL HEAT WIAG 1L,
(A EL N

def open_game_init(self):

" ERE P EATE ™

# o ERAERER

Element(Element.bg_open_image, (0, 0)).draw(self.screen)

# T a4l

Element(Element.game_start_button_image, Element.game_start_button_posi).draw(self.screen)
pygame.display.flip()

M pygame tiE: pygame BiHLE— et FUEE Python WAk, ‘&3 #F Windows. Linux.
macOS SE#RIER S, HAREFKET Gk, 1 pygame BHBEATHIT A HIRAE A 3.2 P,

® ® ®

SNER MiptkEi HEEO
(import) (init()eR%L) (set_mode()iR¥r)

o o
WEREEORS <:| BEOEGESR
(BER. L3 ERIE) (Surface® %)

K 3.2 pygame FEFH KL

(s
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Blhn, THEARSE LT A pygame HiF Rk IT R HELE:

import sys

# %\ pygame K # &%
import pygame
from pygame.locals import *

SIZE = WIDTH, HEIGHT = 640, 396
FPS = 60

pygame.init()

screen = pygame.display.set_mode(SIZE)
pygame.display.set_caption("Pygame__# B ")
clock = pygame.time.Clock()

# AR TR E

font = pygame.font.SysFont(None, 60, )

running = True
# EWAET
while running:
#1. R
screen. fill((25, 102, 173))
#2. L4
for event in pygame.event.get():
if event.type == QUIT:
pygame.quit()
sys.exit()
# 3.l #r
pygame.display.update()
clock.tick(FPS)

# FHEERR

AREHFN. . KB pygame BEHEERIIRTE (Python MATTEIREE (55 3 RO ) A ELIRHHE,

X IX L HIRA KRB BB H AT LS H 12 A A . B 1 PAERNR, AR HEH] 2] 7 random FEHAT time

gL, 3XsE Python P EMIPIASFRAERLER, TR EA MR BEAT 6 ZE A

TiH .

3.3.2 random 1&EIREY{E A

AR DR 132 TT LUM) 5€ A

random FELER ] S Fh AT B D BENL B Fe g, AT DR A R A S o A R BE M LA i fEL, - nBEmLA:
JAR E O R VA P AISE . random BEHLNE FHINAE. J7VE K 2SBIINGR 3.1 FToR.

%= 3.1

random R E R INEE. F5iE R 24

I RE A&

m

random.random()
random.choices(population)

random.choice(seq)

4 B i
KEHLEL

random.randint(a,b)
random.randrange(stop)
random.randrange(start, stop[,step])

random.uniform(a,b)

random.random()
random.choices(['apple’,'orange’,'banana']))
random.choice([1,2,3,4,5])
random.choice(('1','3','5"))
random.choice(["+","-"])
random.randint(0,10))
random.randrange(5))
random.randrange(1,10)
random.randrange(20, 40, 2)
random.uniform(1.0,5.0)
random.uniform(1,5)
random.uniform(5.0,1.0)

# R[] 0.0 2 1.0 Z [AKIHENLIE H4
# BN TR TR

# MFIER A BN

# MOTHL A R LA

# BRIV -5

#0 2 10 JEFE AMBENIAES (B 100

#0 25 ZMMBENEESL, MU S

# MI[1,2,3, .8, OYFHI R [ —AFlAEL

# M[20,22, 24, ... 36, 3874 H IR Bl —MATLEEL
# TRESEONF RS

# TRESHCRAL

# 2% a KTZ50b

1)
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sk

I & B & #

K random.sample([1,2,3,4,5],3) # BEHLAERR 3 MARE R IBENLEL

SR random.sample(population,k) random.sample(['7K', ",/ 2=" X" S AR 14,3)

random.sample([["java","oracle"],["C#","asp.net"],["PHP","mysql"],["C","C++"]],2)

B L HE 51 random.shuffle(xL.random]) random.shuffle([1,2,3,4,5,6]) # AT 1~6 MBRITEL

TR ' ’ random.shuffle(["JLa"," LI MR # K 4 ASRITIIRKETEL
random.betavarlate(.alpha, beta) random.betavariate(1, 3) # A 0~1 DL beta BER 53 Ai BB LEL
random.gauss(ml.l,mgma) random.gauss(1, 3) # AR AR I RE A LAY
random.getrandbits(k) random.getrandbits(5)) # AR K R BENURLIRESL
random.normalvariate(mu,sigma) random.normalvariate(1, 3) # AL IERS /A BN LA

4 o 3001 random.lognormvariate(mu, sigma) random.lognormvariate(1, 3) # AR DA BOE S AR T EH LS

KB random.expovariate(lambd) random.expovariate(3.14) # RSB A IBENE
random.gammavariate(alpha, beta) random.gammavariate(1, 3) # AL gamma 43 A FRBEH 1AL
random.paretovariate(alpha) random.paretovariate(1) # AL Pareto /A FHIBEATEL
random.triangular(low, high, mode) random.triangular(0, 1, 0.5) # AL =T AR B
random.vonmisesvariate(mu, kappa) random.vonmisesvariate(1,3)  # £ LA von Mises i FREALEL

. . random.weibullvariate(1, 3) # AL Weibull 534 FIBEHTEL

random.weibullvariate(alpha, beta)

VAL random.seed() # BT

- random.seed(a=None, version=2) random.seed(a=1) # B

e random.seed(a='1",version=1) # AT
1. .random.getstate()3R X 24 5l 2E i o .

R |5 R A N state = random. getstate() N fIIJ ﬁiﬁﬁ% Wﬁﬂ’\iﬁ%ﬁﬂ‘]ﬁ% )

RE 2. random.setstate(state) Pk & 4= i &% random.seed() # RGRTHENART, FIGHERE

A RS

random.setstate(state)

# PR AR A RS

Blan, AT H ] T random B randint() /732 Ak ST /N7 BRBEALAS SOKER B R, ARG -

for i in range(self._height):
for j in range(self._width):
self.animalli][j] = random.randint(0, 5)

time fRIRAYfE H

time BEHSR M T Python rh %A 5 I [R] AR BEAH G RO T 1%, AZAEH 0 T i )RR i U R 3 s

3.3.3

M timestamp I [AIEK: FREZM 1970 45 1 H 1 H 00:00:00 FFAE#F0 1 B e = .

M struct_time IFf[EJCZ: A 9 NuERA. RN E. B By B 00 B0 —ABRSEILH. 4
HIELH . ZAE.

M format time k& A [A) =45 A3 A AL S5 G A ) ) B0 R mp s, f s B o SOk 2R ] e s =X

time AR5 FH vk A U BH AR 3.2 B
%= 3.2 time {ERHYE A J75E K iR AA

DI S Y ER Bk Y EA
asctime() Bl Hiliﬂjiﬂiﬁ H-AAEHRER mktime() | FZYSCHT 8] JCAL IR [m] B TE) %
24 AT T R
clock() DAV FOB0R 124 5 R I [ sleep() AR TE HORD B AR PP AR HIR A I ]
ctime() BRI TR R I FIR [B] — AN 1 E strftime() | 4 H #kE 2030 = R/ B R =
gmtime() | YA A EEFFIR ] UTC B X MR JCA | strptime() | ARHE G 52 (108 2B 9] 2 7 HR e 8 Ay B ) e 4
localtime() | WSO [BIER I [B] A< Hi i (8] R (] JG2H | time() IR [5 224 FiF A 5] Py k) 7B

(30
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B, AT H A EH time FREL strftime() 7 15 localtime() 5 15507 % (ORI, ACHS 40 R .

time_str = time.strftime("%X", time.localtime(self. TIMEOUT // 1000 - self.running_time // 1000)).partition(":")[2]

A, ARITHFIEH R T pygame B time FREEL, 1% FREIHUE pygame HEK A ) — AN TR ]
Pefbitk, 3 EIhAE L BN (AR iR (B FPS) o« AWHF EZM ST pygame.time FEHLH )
Clock() /7% get ticks() 7 ¥EM delay() /7% Hert, Clock()J5 i KB EE —/Nitotxd %, DL g s b %
KIMEZAT s get ticks() /75 FHRIRAUS (8] (AP N BAT) 5 delay() 5 i F RS FE 7 B 45— BEIS [A] . o
BRI R :

clock = pygame.time.Clock() # AR R
self.end_time = pygame.time.get_ticks() # R4 RE A
pygame.time.delay(500) #ERFEE—REE, MEREFEELH N T

34 PBEHBRIELE

FER KRS SRR /T, B e TR R a ki FAESE, SRR,
(1) 7£ PyCharm "G E K RIH W Rk H , JFEDTH H & T
1% bin. core. conf Fll static iX 4 4~ Python ., SR 7E static -6 img
A1 font i Python £, FHTA7BCEANITH Bt FH 21 8 B Fl 44 S A
(2) 1 bin BH A —A main.py X, 1EABATUH B FE 0, 1E
A T PR AL main(), 2SR A SRR AN D REE AN [F]
B0 . 1F main.py = XM S2H Pygame FEFEIF, EZIGFR 2 T TH «
T EAE, FFEE T FASUCRIESORES, NTTHATA A R #E, BRI
Kl 3.3 iR
main.py FSCHF IR RS 1 F M33 ERFEFEZRNEE
import pygame

from pygame.locals import *
import sys

def main():

H I AR R E B

return:

pygame.init() # A& B A
pygame.font.init() # FHR AT

# EXBAEE NI EENNE
while 1: # % E G
# X BB AR SRR A, ATHAT R B B 1k

for event in pygame.event.get(): # BT ER
# R b A Y B AL T
if event.type == KEYDOWN:
# H Wi P T Q#EH# ESC #
if event.key == K_q or event.key == K_ESCAPE:
sys.exit()
# Pk AR O B 2 BT
if event.type == QUIT:
sys.exit()

G
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# X EIAT AR TUW AT, T R RO A

(3) F£WIH H 3% T A& —4> manage.py X, VEAEBANIERETE SIS, 1ZSCHARS AT

__auther__ ="# H#-4"
__version__ = "master_v1"

from bin.main import main

if _name__ =='_main__"
main() # U E B
(4) 1 core A —" base.py XM, FHIEHAGIHE Base 2. &K@ L— status K5, BRIA
HR9 0, REEHRE: &N 1, WARERISRITIARE; &8 2, WK SHATERRE . R)EEd
_init_ OWFIEEMITVESAT & DIIRIAE A AR, Wi C e RAE S & A GBS & DR 1 B 55 - base.py
SCAARRE I R

import pygame
class Base:

— AN B

clock = pygame.time.Clock() # RE-ADXEK, SRR
_screen_size = (900, 600) # EFEBRA

#0: HARE, 1 BRTERES 20 #O8RA

status = 0 #ERRA

def __init__(self):
# B Ot R RE
self.screen = pygame.display.set_mode(self._screen_size)
# HEH 0 WA
pygame.display.set_caption(" & & & i 5 JiF %"

PR SE TR EHEZE N IE] 3.4 P

mingri_xiaoxiacle_master mES
bin =itE
corf BRETHE
e
static FEERste
_Init_.py
managepy EnF

K34 BrgkEHER
3.5 8 iRt
3.5.1 HBRFEwIt
TR IR V8 SR R S AR R SRR F B B B DLROCARSE, Wit A R IR T .
(1) 7£ core AN — entity.py SCAF, VEJKRIEI R RS R 1E entity.py XA I —
A~ Element 28, {3 4%k H pygame.sprite.Sprite 28, %383 LA R HlExk i H BB f, SEIARRS T .

2
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class Element(pygame.sprite.Sprite):

S %

bg_open_image = "static/img/tree.png"

bg_choice_image = "static/img/bs.png"

bg_start_image = "static/img/bg.png"
game_start_button_image = "static/img/game_start_button.png"

game_start_button_posi = (300, 250) # T4k Ui WAL AL A AT
start_button = (300, 120) # A4 A4 B KD
speed = [0, 0]

stop = 'static/img/exit.png' # Hizig
stop_position = (20, 530) # HiEsE A AR
frame_image = "static/img/frame.png" # % HAE

board_score = "static/img/task.png" # 2B E TR
score_posi = (736, 15) # 2B B R AL AR
brick = 'static/img/brick.png’ # BEHEK

# Efrmd, @36 MKkR
animal = (‘static/img/lemon.png', 'static/img/watermelon.png’,
'static/img/Grapefruit.png', 'static/img/Kiwifruit.png’,
'static/img/Nettedmelon.png', 'static/img/Avocado.png')
# HiksEE R
bling = ("static/img/bling1.png", "static/img/bling2.png",
"static/img/bling3.png", "static/img/bling4.png",
"static/img/bling5.png", "static/img/bling6.png",
"static/img/bling7.png", "static/img/bling8.png",
"static/img/bling9.png")
# BHEER R
single_score = ('static/img/good.png’, 'static/img/great.png’,
'static/img/amazing.png’, 'static/img/excellent.png’,
'static/img/unbelievable.png')
#0~9 M F MR
score = ('static/img/0.png’, 'static/img/1.png’, 'static/img/2.png’,
'static/img/3.png’, 'static/img/4.png', 'static/img/5.png’,
'static/img/6.png', 'static/img/7.png’, 'static/img/8.png’,
'static/img/9.png',)

none_animal = 'static/img/noneanimal.png’ # B HRAR
none_animal_posi = (230, 150) # B AKR R A AR
destory_animal_num = [0, 0, 0, 0, 0, 0] # OH R A KR
mouse_replace_image = 'static/img/mouse.png’ # A ESRE R
time_is_over_image = "static/img/time_is_over.png" # IR B[R] A By R

time_is_over_posi = (233, 50)
score_order_rect = (320, 125, 230, 400) # R oHATH # Rect 4t 4

def __init__(self, image_file, posi):
#1464
#OEELHAA, TNAERALERK
super(Element, self).__init__ ()
self.image = pygame.image.load(image_file).convert_alpha()
self.rect = self.image.get_rect()

self.rect.topleft = posi # A ALK
self.speed = [0, 0]
self.init_position = posi # IEFKRBE

def draw(self, screen):

AH 0 EE Y LT
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screen.blit(self.image, self.rect)

def move(self, speed):

%30

# it H s E

if speed[1] == 1: # T
speed[1] += 1

elif speed[0] == 1: # H
speed[0] += 1

elif speed[0] == -1: #

speed[0] += -1
self.speed = speed
self.rect.move_ip(*self.speed)
if self.speed[0] != 0: # WREEY
# AEAAS, B WIERES N —NART RN TEE
if abs(self.rect.left - self.init_position[0]) - 1 == self.rect[2]:
self.init_position = self.rect.topleft
self.speed = [0, 0]
else: # FETH
# LT A4
if abs(self.rect.top - self.init_position[1]) - 1 == self.rect[3]:
self.init_position = self.rect.topleft
self.speed = [0, 0]

(2) 1E entity.py X112 —A> Font_Fact 2%, H4%7K H pygame.sprite.Sprite 35, 1% SR vE Yuiif xk 7T
B SCAR,  SEBARRS IR

class Font_Fact(pygame.sprite.Sprite):
m g/i\%[] ;‘( ?}{% i éﬂ ,TL.F ;Lé nn

again_game_posi = (620, 160)
quit_game_posi = (620, 400)
show_time_posi = (59, 46)

# FR— R ARLATME
# R W R O AR
# Bl A A R SCR AR E

def __init_ (self, text, posi, txt_size=13, txt_color=(255, 255, 255)):

XARFI AT

:param text: F i W E FE XA
:param posi: X AWME (£ ETA)
:param txt_size: A F K A/
:param txt_color: U7ty i £,

super(Font_Fact, self).__init_ ()

self.posi = posi

self.image = pygame.font.Font("static/font/zhenggingke.ttf", txt_size)
self.image = self.image.render(text, False, txt_color)

self.rect = self.image.get_rect()

self.rect.topleft = posi

def draw(self, screen):

n 2%%]J 7‘74 5% nn
screen.blit(self.image, self.rect)

3.5.2 Xk E FF I EAISEEL

SEHLK R SRR B DU, E e @ 2 ROE W S IS, QU BRERR 0 5, JF9IaG
BEsg AR, SR)E F 201 pygame Bk G4, JFINEE B A . om0 AR, IR 5 R i

(34
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Fo BARSEHUEIRUT .
(1) 1 core B H QI —A first_eye.py X, HAE /TN pygame £, DL entity.py SCAFH HIRE R,
(NCTINE
import pygame
from .base import Base

from .entity import Element, Font_Fact
from .handler import Manager

(2) 7E first_eye.py X8I —/ Screen Manager 35, J4k7K H base.py X/ Base 35, fEi%K
f__init_ OMIET7%, A super KEEFHATSRIEHI R A4 41E T71%, DALHEAT @RIV G AR o ARSI

def __init__ (self):
# PATR K WA 46 A& 7
super(Screen_Manager, self).__init_ ()

(3) fl%E open_game init()/7¥2%, FIR&HIE WS stE A “IFUEHR” B, AREar:

def open_game_init(self):
"R E U AR AL
# oM ERNERER
Element(Element.bg_open_image, (0, 0)).draw(self.screen)
# T 4a A i 2
Element(Element.game_start_button_image, Element.game_start_button_posi).draw(self.screen)
pygame.display.flip()

(4) G mouse_select() /73, FRUEHTH I bR i 4, IFARAE “IFAATER” HA0 I 70 b A ks
I B ()2 A O “TFRaRTER” =4 anRSe, MR status IRAE 9 1, DUEAERE 7 2E Ak 0L -
mouse_select() /575 I SEIARID U0 T :

def mouse_select(self, event):
O
if self.status == 0:
if event.type == pygame.MOUSEBUTTONDOWN:
mouse_Xx, mouse_y = event.pos
# T4 Ui %A% AL
if Element.game_start_button_posi[0] < mouse_x <
Element.game_start_button_posi[0] + Element.start_button[0] and
Element.game_start_button_posi[1] < mouse_y <
Element.game_start_button_posi[1] + Element.start_button[1]:
Base.status = 1 # ERHERERA

(5) TEUER T BRI %L main()F SLA5I4L first_eye.py XA 1) Screen_Manager 25, FR7E FZHIEH i FH &
Ji# DU 2 1 7 VA B U5 main.py SCAHMESUR RIS I GER: I AR g D) -
import pygame
from pygame.locals import *

import sys
from core.first_eye import Screen_Manager

def main():
TH I AR R E
pygame.init() # kA& AR
pygame.font.init() # TR AT A
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# X EARE —ANTE LR

mr = Screen_Manager() # LU ERTREEEXNR
while 1:
# 7 BT O E M ROR A, AT AT R B B4R 1E
if mr.status == 0: # HwrExe BRA
mr.open_game_init()
for event in pygame.event.get(): # 0 T 5 R

# R P A A
if event.type == KEYDOWN:
# FIWPH P& Qs Esc i
if event.key == K_q or event.key == K_ESCAPE:
sys.exit()
# R POk AR B TR R AR
if event.type == QUIT:
sys.exit()

# X EAATR R R E A E I, TR R AR A
mr.mouse_select(event) # XHUER Y BT

HeRE B U AR W& 3.5 Frow

& KT - x

K 3.5 ke B
3.56.3 X TIEAYSEIN

IR SRR R LT, REDRX R A B R BRI, BRI RRIEAT
I 2 AR T R BT I . b, W KK R 9x9 FERERITEA, B — KR A a — g
9 50x50 CHAr: AR5 BI/NTH. 4, —I0E 6 kKR, HET (0~5) FoR, BAERFEFBEENL />0 .
SEHLIE R UL AR R R .

(1) 1E core @ H B —™ handler.py X1, FHEHH TN pygame #ibl, pygame 7 & % . §5 R K. time.

random. base.py A1) Base 555, AISUIF:

import pygame

from pygame.locals import *

import time

import random

from functools import Iru_cache # ZHFEAX

from .base import Base
from .entity import Element, Font_Fact

(2) {E handler.py {4 —/> Manager 28, 1 H k7K H base.py CAFH ) Base 28, {EiZKEMIVILG

(36
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Wik __init__ O SOUKRAERE, T IEsR A FAKCRI) —4ep3A8 & . AT

class Manager(Base):

TR E T Ay R

stop_width = 63 # E7 MR BTk
reset_layout = True # EHAAE TR NATE

cur_sel = [-1, -1] # Yprk N B, B 4R E R B
score =0 # i RAF L

def __init__(self):
super(Manager, self).__init_ ()
#RREE: FHEMNM TRFFELHNARNGHS (0~5)
#-1REFLH, 2 REEEHRKR
self.animal = [[-1 for i in range(self._width)] for j in range(self._height)]

(3) f£ base.py A1 Base K€ X 4 RAE, HITHIGHIERE S48, AUSIT .

_cell_size = 50 # MR EAN ROk 50 By IE 7 Y
“width = 9 B 45 B9 4T 5

_height =9 # AEFER 7| %

matrix_topleft = (250, 100) # ARy £ b TR AR

(4) 7E Manager 2571 5E X self.cell_xy(self, row, col)fll self.xy cell(self, x, y)PN 775, 435 KT 45 2
5 BUAE DT Ae BT R ) AR R B A B () 2R S AT A B e, ARES AN

@Iru_cache(None) # LAEH—ANS%, None RETFR
def cell_xy(self, row, col):
" TR | R oy A AE
return int(Base.matrix_topleft[0] + col * Base._cell_size),
int(Base.matrix_topleft[1] + row * Base._cell_size)

@Iru_cache(None)
def xy_cell(self, x, y):
AR L AE M R 5]
return int((y - Base.matrix_topleft[1]) / Base._cell_size),
int((x - Base.matrix_topleft[0]) / Base._cell_size)

(5) 7£ Manager ZEH il i —> start_game_init()/77%, HRWILE I 0L A BT A B v ASCAs . 5348,
I R B R R A T /K R K RS R4H . start_game_init() /7 VARSI -

def start_game_init(self):

R AL

# L TUE Y E

Element(Element.bg_start_image, (0, 0)).draw(self.screen)

# e

Element(Element.stop, Element.stop_position).draw(self.screen)

# 20 2% BT

score_board = Element(Element.board_score, Element.score_posi)

score_board.draw(self.screen)

# 24| i Tk 4 2

str_score = str(self.score)

for k, sing in enumerate(str_score):
Element(Element.score[int(sing)], (755 + k * 32, 40)).draw(self.screen)

# AN T HRERERFRA

BrickSpriteGroup = pygame.sprite.Group()

# A ARRMRA

AnimalSpriteGroup = pygame.sprite.Group()

# 1R R AL A AR R

for row in range(self._height):
for col in range(self._width):

)
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X, y = self.cell_xy(row, col)
BrickSpriteGroup.add(Element(Element.brick, (x, y)))
if self.animal[row][col] != -2:
AnimalSpriteGroup.add(Element(Element.animal[self.animal[row][col]], (X, ¥)))
# 2N TR R A
BrickSpriteGroup.draw(self.screen)
# M N T P ARR
for ani in AnimalSpriteGroup:
self.screen.blit(ani.image, ani.rect)
# | BT KR B R W BT A AE
if self.cur_sel = [-1, -1]:
frame_sprite = Element(Element.frame_image, self.cell_xy(self.cur_sel[0], self.cur_sel[1]))
self.screen.blit(frame_sprite.image, frame_sprite.rect)
pygame.display.flip() # EHTEER, SAB
return AnimalSpriteGroup

(6) 7t Manager ZKH 61— mouse_select() /7%, I T-XF xR 0L i A ) A 24T W, ARASUT:

def mouse_select(self, event):

" ERE g ™

if event.type == MOUSEBUTTONDOWN: # BT TEH
mouse_x, mouse_y = event.pos # FREC Y AT BUAT B A AR
if self.status == 1:

# OH Wy R AR
if self.matrix_topleft[0] < mouse_x < self.matrix_topleft[0] + self._cell_size * self._width
and self.matrix_topleft[1] < mouse_y < self.matrix_topleft[1] + self._cell_size * self._height:
mouse_selected = self.xy_cell(mouse_x, mouse_y)
# T YR EAREH AN TR
self.cur_sel = mouse_selected
# AT By ER M, FEERRBHANAT A LA
elif Element.stop_position[0] < mouse_x < Element.stop_position[0] + Manager.stop_width
and Element.stop_position[1] < mouse_y < Element.stop_position[1] + Manager.stop_width:
Base.status = 2
self.reset_layout = True # AR T — AR TR
else:
self.cur_sel = [-1, -1] # A FE TR &

(7) 1 Manager ZEH Il — reset_animal() /7%, HTXHERE R /N7 SBENL 3 FL KR, ARRS 4R -

def reset_animal(self):
"R Ty N 7 R AL B KR
if self.reset_layout:
for i in range(self._height):
for j in range(self._width):
self.animal[i][j] = random.randint(0, 5)
self.reset_layout = False

(8) TEIFK T PR %L main()H SE414L handler.py SCHFH ) Manager 28, F£1E 3218 FAH A A 1) FH Ui Xk 0L
2 VAR FAT MW 754 main.py SCHF#E— B UE ARSI GER: IR A ARE 9 E B AR -

import pygame

from pygame.locals import *

import sys

from core.first_eye import Screen_Manager
from core.handler import Manager

def main():
W AR R E
return:
pygame.init() # & BRI
pygame.font.init() # TR AT A

(38
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# X AR —ANTE LR

mr = Screen_Manager() # EPIE R R EEESL
mg = Manager() # IHMERTEEELR
while 1:
# X B WA R A ROR A, A TTHAT A B R 1E
if mr.status == 0: # HW R Y ERA
mr.open_game_init()
if mg.status == 1: # H BT ER A
mg.reset_animal() # ML ETE
# LHERTE
AnimalSpriteGroup = mg.start_game_init()
for event in pygame.event.get(): # OEHNETSHER

# R b A Y B AL T
if event.type == KEYDOWN:
# HW R P AT Q#s# Esc#
if event.key == K_q or event.key == K_ESCAPE:
sys.exit()
# Pk A O A 2
if event.type == QUIT:
sys.exit()

# e EHATA R UE B E T, AT BOR B RR A
mg.mouse_select(event) # XTUER U E W E T
mr.mouse_select(event) # AR Y R E L

3.5.4 T[ERKRBEN SHRICER

TR SRR R Ay, 4 ZE b 3 AL EARFEII KSR — 2 Bk GRER# AT L B “L” “T” ik
W, THBRIXE KR, R RITEARZ R Rk S DU AR F 2 . Btk 7ESElny, #oe i BT &
—ANKRET. £ AZX3NHRAFHEEE—NHREEE n (n=2) MEAFRPFKREESHH SER—% B,
\ \_iiER
% o TR B4R R (0,0) F4bey, BREZH b L5,

S AT BRACRAS I 5 FR L TE BR AP SR AR .
(1) {E core/handler.py SCF[#) Manager Z5H R II— destory_animal num 28 fg, FSRicE KK H
RERPOKREH RSO, T E, AL

#OHBRARS R BT REAR BN
destory_animal_num =0, 0, 0, 0, 0, 0]

(2) £ core/handler.py SCAF() Manager 28 HH G —A™ clear_ele()/77%, F T3 2% /K AR RS 2R vhmT yH BR
KRR IARAS, HHARSEIARIS a1 R

def clear_ele(self):
" ERATIE LR, HEFouEkm TEE "™
single_score = self.score
self.change_value_sign = False
# M (0,0) fLE 3 i AR &
for i in range(self._height):
for j in range(self._width):
# KT A I
if self.exist_right(i, j, 5):
self.change_value_sign = True
# EANLEET, A EEELZEH

if self.exist_down(i, j + 2, 3):

(30
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# CKHRIN AR E
self.destory_animal_num[self.animal[i][j]] += 7
# XA PO R R RALEARIE -2, REAHBRRES
self.change_right(i, j, 5)
self.change_down(i, j + 2, 3)
else:
self.destory_animal_num([self.animal[i][j]] += 5
self.change_right(i, j, 5)
# AKCF Y
elif self.exist_right(i, j, 4):
self.change_value_sign = True
# ZE-_NMIERT, AFEEEE=4H
if self.exist_down(i, j + 1, 3):
self.destory_animal_num[self.animal[i][j]] += 6
self.change_right(i, j, 4)
self.change_down(i, j + 1, 3)
#E-NULERAT, AGEEEA=-%H
elif self.exist_down(i, j, 3):
self.destory_animal_num[self.animal[i][j]] += 6
self.change_right(i, j, 4)
self.change_down(i, j, 3)
else:
self.destory_animal_num[self.animal[i][j]] += 4
self.change_right(i, j, 4)
# OKF=#H
elif self.exist_right(i, j, 3):
self.change_value_sign = True
if self.exist_down(i, j, 3):
self.destory_animal_num[self.animal[i][j]] += 5
self.change_right(i, j, 3)
self.change_down(i, j, 3)
elif self.exist_down(i, j + 1, 3):
self.destory_animal_num([self.animal[i][j]] += 5
self.change_right(i, j, 3)
self.change_down(i, j + 1, 3)
elif self.exist_down(i, j + 2, 3):
self.destory_animal_num[self.animal[i][j]] += 5
self.change_right(i, j, 3)
self.change_down(i, j + 2, 3)
else:
self.destory_animal_num[self.animal[i][j]] += 3
self.change_right(i, j, 3)
# FEH HE
elif self.exist_down(i, j, 5):
self.change_value_sign = True
# HAMLBEMA, FEEZHEW
if self.exist_right(i + 2, j, 3):
self.destory_animal_num([self.animal[i][j]] += 7
self.change_down(i, j, 5)
self.change_right(i + 2, j, 3)
# FNLEEE, HFEZEH
elif self.exist_left(i + 2, j, 3):
self.destory_animal_num[self.animal[i][j]] += 7
self.change_down(i, j, 5)
self.change_left(i + 2, j, 3)
else:
self.destory_animal_num([self.animal[i][j]] += 5
self.change_down(i, j, 5)
# FEHNEH
elif self.exist_down(i, j, 4):
self.change_value_sign = True
if self.exist_right(i + 1, j, 3):

(a0
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self.destory_animal_num[self.animal[i][j]] += 6
self.change_down(i, j, 4)
self.change_right(i + 1, j, 3)
elif self.exist_left(i + 1, j, 3):
self.destory_animal_num[self.animal[i][j]] += 6
self.change_down(i, j, 4)
self.change_left(i + 1, j, 3)
elif self.exist_right(i + 2, j, 3):
self.destory_animal_num([self.animal[i][j]] += 6
self.change_down(i, j, 4)
self.change_right(i + 2, j, 3)
elif self.exist_left(i + 2, j, 3):
self.destory_animal_num[self.animal[i][j]] += 6
self.change_down(i, j, 4)
self.change_left(i + 2, j, 3)
else:
self.destory_animal_num[self.animal[i][j]] += 4
self.change_down(i, j, 4)
# EHZEH
elif self.exist_down(i, j, 3):
self.change_value_sign = True
if self.exist_right(i + 1, j, 3):
self.destory_animal_num[self.animal[i][j]] += 5
self.change_down(i, j, 3)
self.change_right(i + 1, j, 3)
elif self.exist_left(i + 1, j, 3):
self.destory_animal_num[self.animal[i][j]] += 5
self.change_down(i, j, 3)
self.change_left(i + 1, j, 3)
elif self.exist_right(i + 2, j, 3):
self.destory_animal_num[self.animal[i][j]] += 5
self.change_down(i, j, 3)
self.change_right(i + 2, j, 3)
elif self.exist_left(i + 2, j, 3):
self.destory_animal_num[self.animal[i][j]] += 5
self.change_down(i, j, 3)
self.change_left(i + 2, j, 3)
elif self.exist_left(i + 2, j, 2) and \
self.exist_right(i + 2, j, 2):
self.destory_animal_num[self.animal[i][j]] += 5
self.change_down(i, j, 3)
self.change_left(i + 2, j, 2)
self.change_right(i + 2, j, 2)
elif self.exist_left(i + 2, j, 2) and \
self.exist_right(i + 2, j, 3):
self.destory_animal_num[self.animal[i][j]] += 6
self.change_down(i, j, 3)
self.change_left(i + 2, j, 2)
self.change_right(i + 2, j, 3)
elif self.exist_left(i + 2, j, 3) and \
self.exist_right(i + 2, j, 2):
self.destory_animal_num[self.animal[i][j]] += 6
self.change_down(i, j, 3)
self.change_left(i + 2, j, 3)
self.change_right(i + 2, j, 2)
elif self.exist_left(i + 2, j, 3) and \
self.exist_right(i + 2, j, 3):
self.destory_animal_num[self.animal[i][j]] += 7
self.change_down(i, j, 3)
self.change_left(i + 2, j, 3)
self.change_right(i + 2, j, 3)
else:

(@
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self.destory_animal_num[self.animalli][j]] += 3
self.change_down(i, j, 3)
return self.change_value_sign

(3) 1£ core/handler.py SCAF 1) Manager Z8H 7€ L 3 M7V, 73710 exist right(). exist down()Fl exist_lefi()s
BT A T AW R —AKR AL Nl AR B S H A S FZEAE) num-1 KR . exist_right()
exist down()Fll exist_left() /775 H SIS U0 T

def exist_right(self, row, col, num):
" $| b self.animal[|[]7 % 4 % % 4 5 3¢ & % 48 B num - 1 B
if col <= self._width - num:
for item in range(num):
if self.animal[row][col] != self.animal[row][col + item] or self.animal[row][col] == -2:
break
else:
return True
return False
else:
return False

def exist_down(self, row, col, num):
" H W self. animallJlIC % T 7 £ % %4 5 3 8 % BAATR 6 num - 1 A B ™
if row <= self._height - num:
for item in range(num):
if self.animal[row][col] != self.animal[row + item][col] or self.animal[row][col] == -2:
break
else:
return True
return False
else:
return False

def exist_left(self, row, col, num):
" | self.animal[I[17C % % 2 % 4 5 3t & & B A F B num - 1 B
if col >= num - 1:
for item in range(num):
if self.animal[row][col] != self.animal[row][col - item] or self.animal[row][col] == -2:
break
else:
return True
return False
else:
return False

(4) {£ core/handler.py ) Manager 28715 X 3 N7k, 4354 change right(). change down()Ffl
change left(), EAT A T B —AN KR L Rk 7238 num DMK RPPRE NHEBRIRE - change right().
change down()Fl change left() /5 ¥ ASLBARAS U T

def change_right(self, row, col, num):
"R AT AR R Y num A AKCER I BRR S ™

for item in range(num):
self.animal[row][col + item] = -2

def change_down(self, row, col, num):
for item in range(num):
self.animal[row + item][col] = -2

def change_left(self, row, col, num):

for item in range(num):
self.animal[row][col - item] = -2

(5) FE 3 38 A A main() I T AT T BR AR BRI 2 clear_ele(), SEBK RIHERIVRCR, BUERIE

(2
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TR SRR

PR mainOARAS I N GER: IFLARES A BEAR D) -

import pygame

from pygame.locals import *

import sys

from core first_eye import Screen_Manager
from core.handler import Manager

def main():
T K AR i R W B
return:
pygame.init() # A u RN
pygame.font.init() # FOHRUH Ak
# EXEAEE-NTAHEHNLR
mr = Screen_Manager() # Ly B TUE T E AR
mg = Manager() # LG R T TR AT R
while 1:
# A2 W B B RS, AT AT R T B AR 1R
if mr.status == 0: # KBTI R E R A
mr.open_game_init()
if mg.status == 1: # W R TR A
mg.reset_animal() # ML BT ER

# Ll R
AnimalSpriteGroup = mg.start_game_init()
mg.clear_ele() # RIBER

for event in pygame.event.get(): # BT 5 ER

# P R R A oy 4 A T R
if event.type == KEYDOWN:
# FIWrH P AT Q #s4 Esc
if event.key == K_q or event.key == K_ESCAPE:
sys.exit()
# A P ok A R TR R BT
if event.type == QUIT:
sys.exit()

# X BIEAT R R VUM A IR, N R R A

mg.mouse_select(event) # XX T = S
mr.mouse_select(event) # ek E R E ST

TR, B B LR Play $2418E NJiFxk
DU, JEaG /K SRR RS TR BRI AT B K R & B 3h
WoH I, SCRWE 3.6 Fiw.

355 KERHIEZE

K RIEFE IR AP A ACRBOH BRI, B e fE 2R ER
(IR SRTT B b il st , SR J5 A5 — D H BRACR
FIEBI ) L 05 A KRR IR T80, B AL %8 N
EIr e A AR, AR SAE RN A KR,
TR B AT R S AT I o

SR R T AR B A R B D RER 2 B0

K 3.6 kRN A

(1) {E core/handler.py 4[] Manager Z8H 6l i —> drop_animal() /732, F T SZIUKRHE M D6E .

@B
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2T, ESERE A position FIFK, FTAF KRR FES 2R i A — S BRACR BT AE (/N B 2 T Ay
AR (x, y) » BRJE BTN position FIFRAN A, MILE position 513 Fr A7t I 45— AN/ Ny B AL I Bzl ,
I BN B 2R B AR A2 Bh Ak — AT TR BR KR 5 T A KR o drop_animal () /7 i S8 BUACIS 40 T

def drop_animal(self):
" KR E K
clock = pygame.time.Clock()
position = [] # AR R R AR &
for i in range(self._width):
for j in range(self._height):
if self.animalli][j] == -2:
X, y = self.cell_xy(i, j)
position.append((x, y))
# LRI RN T SR R ERR
if position != []:
for index in range(0, 9):
# clock.tick(40)
for pos in position:
Element(Element.brick, pos).draw(self.screen)
Element(Element.bling[index], (pos[0], pos[1])).draw(self.screen)
pygame.display.flip()
for i in range(self._width):
# AT ERT R ERENARNEEE A%
brick_position = []
# WATZ ETRHEEE N ARRT R
fall_animal_list =[]
speed = [0, 1]
for j in range(self._height):
if self.animalli][j] == -2:
X, y = self.cell_xy(i, j)
brick_position.append((x, y))
for min range(i, -1, -1):
if m == 0: # H R E AR ()
self.animal[m][j] = random.randint(0, 5)
else:
X, y = self.cell_xy(m - 1, j)
brick_position.append((x, y))
animal = Element(Element.animal[self.animal[m - 1][j]], (X, y))
fall_animal_list.append(animal)
# EAKREET R PR B ETHANAEK
self.animal[m][j] = self.animal[m - 1][j]
# 1P IH BR N 7 Bl b 07 By /N T B T A B
while speed != [0, 0] and fall_animal_list != []:
# LHARNERER
for position in brick_position:
Element(Element.brick, position).draw(self.screen)
# WT#HAR
for animal_sprite in fall_animal_list:
animal_sprite.move(speed)
animal_sprite.draw(self.screen)
speed = animal_sprite.speed
pygame.display.flip()

(2) fER]THRRK R BRI 51 clear_ele()HF i drop_animal()5i%, ARASUIR:
self.drop_animal() # FRAAREEY &

(3) {E Manager ZEH15E X —~ every_animal_score #1138, HRA-MEHERAG N, QRS 40F -
# AN P R HIRE— K ARTE N K

every_animal_score = [1, 2,1, 1, 2, 1]

(a4
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(4) 7£ Manager FEH G —> cal_score() 715, AT MaiR1S M4, AW

def cal_score(self, destory_animal_num):
"G
self.score =0
for k, num in enumerate(destory_animal_num):
self.score += self.every_animal_score[k] * num

(5) 7t Manager 5[] clear_ele() /515 G 11 70 £ cal_score() 7¥2:, FFAE AR BRI B o€
IKF G, ARHEARFUIH bR AT A5 A 43 B0 L T P 22 ) AN 7] 1R 5 il 1 15 1« Manager 28+ clear_ele() /7 A 1E 25 )
ARAGUNF GER: IR AR -

def clear_ele(self):
" KRR E, BEFTERTHE ™
single_score = self.score
self.change_value_sign = False
for i in range(self._height):
for j in range(self._width):

# s KA Ak
self.drop_animal() # PR AKREE T &
self.cal_score(self.destory_animal_num) # HEL%

# REXABFEERERBNSK, L5 F R WS EEH

single_score = self.score - single_score

if single_score < 5:
pass

elif single_score < 8: # %% Good
Element(Element.single_score[0], (350, 250)).draw(self.screen)
pygame.display.flip()
pygame.time.delay(500)

elif single_score < 10: # %% Great
Element(Element.single_score[1], (350, 250)).draw(self.screen)
pygame.display.flip()
pygame.time.delay(500)

elif single_score < 15: # %% Amazing
Element(Element.single_score[2], (350, 250)).draw(self.screen)
pygame.display.flip()
pygame.time.delay(500)

elif single_score < 20: # %% Excellent
Element(Element.single_score[3], (350, 250)).draw(self.screen)
pygame.display.flip()
pygame.time.delay(500)

elif single_score >= 20: # %% Unbelievable
PlaySound()
Element(Element.single_score[4], (350, 250)).draw(self.screen)
pygame.display.flip()
pygame.time.delay(500)

return self.change_value_sign

3.5.6 BIETHIMKRETHIZZHR

SEP R bR B K R S A K R EAT A B P IR . e AN IR, R — UK, #d Y
AT R KR IFERER Sl A5 5 BRI ACR I AERE 2R 51 AT LR DAAI W A A 40, an SRAHSE, T
JRAZHITI, CHAT R BRI KR SN, SR AR AT — R B 7K R B R R 5 BB AR 1) 9 24 BT
A K R HEFER 5]

(1) £ core/handler.py U] Manager 2871 5 X —> exchange status A2, FRVEASCHIF G & X

(a5
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— last_sel I, AR E— U RAR R O ACRRRERE R 5] . ARSI

# oM ARE, 10 RERE, 10 AX#H
exchange_status = -1
#RFE-—RFEFHAR, EHAREKT

last_sel = [-1, -1]

(2) FEJPFAR T DU S AE W 5 7% mouse_select() P iE 3¢ M R /K RAERER 5], IRKBHE E—ik

Fh K SRR RE R AR LR, AW o K SRR A AHAR, AR AHAT, IS A8 e HF 5% . Manager K11
mouse_select() FFAENSUE FARIS AT T GEE: MRS A HEr AL ) -

def mouse_select(self, event):

R ES

if event.type == MOUSEBUTTONDOWN: # RARETE M4
mouse_x, mouse_y = event.pos # ORI Y AT RAT Ay 2 AR
if self.status == 1:

# H W ey R AR
if self. matrix_topleft[0] < mouse_x < self.matrix_topleft[0] + self._cell_size * self._width
and self.matrix_topleft[1] < mouse_y < self.matrix_topleft[1] + self._cell_size * self._height:
mouse_selected = self.xy_cell(mouse_x, mouse_y)
# T LR B H AN R

self.cur_sel = mouse_selected

# ABTHE B H W E A AR ES AL
if (self.last_sel[0] == self.cur_sel[0] and abs(self.last_sel[1] - self.cur_sel[1]) == 1) or
(self.last_sel[1] == self.cur_sel[1] and abs(self.last_sel[0] - self.cur_sel[0]) == 1):

self.exchange_status = 1 # WAL, XHME

# ATy R R M, FEERRBHANATNAE LA
elif Element.stop_position[0] < mouse_x < Element.stop_position[0] + Manager.stop_width
and Element.stop_position[1] < mouse_y < Element.stop_position[1] + Manager.stop_width:
Base.status = 2
self.reset_layout = True # AR T — AL R N T F
else:
self.cur_sel = [-1, -1] # AL LR

(3) 7£ Manager ZEH 6l i — ™ exchange ele() /772, HIRSCIUK RN BAZ I GE, Z T EEH — N2,

TR FRERM . BRI, AW ST AT, B SR AN K R 7R /Ny B 70 B Tl i g A
s AR SR ) AL AR R WA AR PN K S AR AR 7 1), 3k ook R4, FRENIX PN K R Surface X5 44
Ja W B IX WA Sruface X G speed J& P, LLEEFS B 00 5, AT 2 1A /K SRAT B ) T fE - exchange_ele()
J7ESE ARG A

(46

def exchange_ele(self, AnimalSpriteGroup):
B LA TE "™
if self.exchange_status == -1:
self.last_sel = self.cur_sel
if self.exchange_status == 1:
last_x, last_y = self.cell_xy(*self.last_sel)
cur_x, cur_y = self.cell_xy(*self.cur_sel)
# AL
if self.last_sel[0] == self.cur_sel[0]: # A E 5

for animal_sur in AnimalSpriteGroup:
if animal_sur.rect.topleft == (last_x, last_y):
last_sprite = animal_sur
last_sprite.speed = [self.cur_sel[1] - self.last_sel[1], O]
if animal_sur.rect.topleft == (cur_x, cur_y):
cur_sprite = animal_sur
cur_sprite.speed = [self.last_sel[1] - self.cur_sel[1], 0]

# T A4

elif self.last_sel[1] == self.cur_sel[1]:
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for animal_sur in AnimalSpriteGroup:
if animal_sur.rect.topleft == (last_x, last_y):
last_sprite = animal_sur
last_sprite.speed = [0, self.cur_sel[0] - self.last_sel[0]]
if animal_sur.rect.topleft == (cur_x, cur_y):
cur_sprite = animal_sur
cur_sprite.speed = [0, self.last_sel[0] - self.cur_sel[0]]
# HaikR
while last_sprite.speed != [0, 0]:
pygame.time.delay(5)
Element(Element.brick, (last_x, last_y)).draw(self.screen)
Element(Element.brick, (cur_x, cur_y)).draw(self.screen)
last_sprite.move(last_sprite.speed)
cur_sprite.move(cur_sprite.speed)
last_sprite.draw(self.screen)
cur_sprite.draw(self.screen)

pygame.display.flip()

self.change_value() # RHARME

if not self.clear_ele(): # x)E, EAFERK, WAL
self.change_value()

self.exchange_status = -1 # <M R

self.cur_sel = [-1, -1] # RIEFBARBEWNAN TELHFERX

(4) FmARREHH R T —A change value() /715, %775 E XA Manager 25, H T2 #eAH AT AN 7K 2R
FIFEREAE, RIS WR:

def change_value(self):
"k R
temp = self.animal[self.last_sel[0]][self.last_sel[1]]
self.animal[self.last_sel[0]][self.last_sel[1]] = self.animal[self.cur_sel[0]][self.cur_sel[1]]
self.animal[self.cur_sel[0]][self.cur_sel[1]] = temp

(5) FEi7 A% E PR main() #3738 L2 BRIE I b i HY SEUH AP ACRAZ LA exchange ele() /7% EHU5
R mainOARES T R IS Dy g0 -

import pygame

from pygame.locals import *

import sys

from core first_eye import Screen_Manager
from core.handler import Manager

def main():
T AR R E B
return:
pygame.init() # %4 ARl
pygame.font.init() #FR AT A
# EXEA#EE - N EENT R
mr = Screen_Manager() # SEPIMGE B TEEE AR
mg = Manager() # L) LR T E AT R
while 1:
# 73X H A WO B MU ROR A, AT AT R B B R 1E
if mr.status == 0: # AW R E FR A
mr.open_game_init()
if mg.status == 1: # K WK R A
mg.reset_animal() # ML BT R

# 20 Ui 2k T
AnimalSpriteGroup = mg.start_game_init()
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mg.clear_ele() # FRitER
mg.exchange_ele(AnimalSpriteGroup)  # TLEX#:

for event in pygame.event.get(): # B KT 5ER

# PRk A o A A T
if event.type == KEYDOWN:

# AW R P T Q#EEA Esc#

if event.key == K_q or event.key == K_ESCAPE:

sys.exit()

# R POk AR B TR R AR
if event.type == QUIT:

sys.exit()
# AXEIATA R TOE B F T, AT BOR ROk A
mg.mouse_select(event) # 5t R T B E R 0 T
mr.mouse_select(event) # SRy B ESE LT

ALK 7% 25 P 3.7 .
3.5.7  “FEE" KASHIFIER

FERFCHBR SETE BRI, IF H MK R BRI JS, Wk
WA K R Re s Fa I L s e 1) 7 AT B, WRRY “AEIR
R FR “BEE” RE, WAFTERS B3R, R
AT B5 DL .

SR SR SRR AU RS FIWT T RE R AP BR U T

(1) 1E core/handler.py 3L HJ Manager 2K & X —
death sign 5, HRIRZEGA “FEE” IRE, WIUHIEA True,
FRiRERN Y “FEE” o ARG

death_sign = True # AR

(2) 1E Manager K18 —4 is_death map()/7¥%, HT16
('J-'J7J<%%E|3$él AR N “FEE” RZS. Zomikd, RERNEA
A] DU A AR AR K R AT I BRI, SOk “FEE” FRIRHFR. is death map() 5 iESEBARS 41 R

def is_death_map(self):
" B A AR A R R A
for i in range(self._width):
for j in range(self._height):
# R B
ifi>=1andj>=1andi<=7andj<=6:
if self.animal[i][j] == self.animal[i][j + 1]:
""" b
ee
b e

K37 MR HRE R

if (self.animalli][j] in [self.animal[i - 1][j - 1], self.animal[i + 1][j - 1]] and self.animal[i]fj - 1] !=-1)
or (self.animalli][j] in [self.animal[i - 1][j + 2], self.animal[i + 1][j + 2]] and self.animalli][j + 2] != -1):
self.death_sign = False
break

ifi>=1andj>=1andi<=6andj<=7:

if self.animal[i][j] == self.animalli + 1][j]:
if (self.animal[i][j] in [self.animalli - 1][j - 1], self.animal[i - 1][j + 1]] and self.animalli - 1][j] != -1)
or (self.animal[i][j] in [self.animal[i + 2][j - 1], self.animal[i + 2][j + 1]] and self.animal[i + 2][j] != -1):

""e b
e

(8
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e
c e
self.death_sign = False
break
elifi>=1andj>=1andi<=7andj<=7:
if self.animal[i - 1][j - 1] == self.animal[i][j]:
if (self.animalli][j] == self.animal[i - 1][j + 1] and self.animal[i - 1][j] = -1)
or (self.animal[i][j] == self.animal[i + 1][j - 1] and self.animal[i][j - 1] != -1):

""" e e e b
e e
c e "™
self.death_sign = False
break

if self.animalli][j] == self.animal[i + 1][j + 1]:
if (self.animal[i][j] == self.animali - 1][j + 1] and self.animalli][j + 1] = -1)
or (self.animal[i][j] == self.animal[i + 1][j - 1] and self.animal[i + 1][j] != -1):

""" e b
e e
b e e e"
self.death_sign = False
break

GO WA HNE N IO 7 ARAS , WA AR A7 3K, 3 ANHEAT RS DU o 7£ Manager 28 Il 2 — > stop_game()
JiiE, BRI G H, AURS AR

def stop_game(self):
" EERARG R, HNHATHE N TE "
if self.status == 1:
if self.death_sign:
pygame.time.delay(500)
Element(Element.none_animal,Element.none_animal_posi).draw(self.screen)
pygame.display.flip()
pygame.time.delay(500)
Base.status = 2 # 4R AR K
self.reset_layout = True # AR T — AR L&
self.time_is_over = False
else:
self.death_sign = True

(4) 1EF K%L main()H 19IER FEIEHEAIEA TR A is_death_map()Fl stop_game() /71, SEBUFARA] “FE
K7 RS HIBT T RE . ABEUR B R mainORBS AT GER: DI AACRS AR )

import pygame

from pygame.locals import *

import sys

from core.first_eye import Screen_Manager
from core.handler import Manager

def main():
T AR R E
return:
pygame.init() # &AM
pygame.font.init() # AR AT A AL
# EXEWRE-NTAHEHNR
mr = Screen_Manager() # EOER N EEESL
mg = Manager() # SC) LR T E I AT R

(a9
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while 1:
# Aeix B WA R B ROR A, AT AT R By 4 1F
if mr.status == 0: # A Wi R E RS
mr.open_game_init()
if mg.status == 1: # T U T TR AS
mg.reset_animal() # Ml SETE

# 2 X UE
AnimalSpriteGroup = mg.start_game_init()

mg.clear_ele() # FRITE R
mg.is_death_map() # J0 A o
mg.exchange_ele(AnimalSpriteGroup) # TEXH
mg.stop_game() # SRR
for event in pygame.event.get(): # EE YT 5 E 3R

# R P b A Y B AL T
if event.type == KEYDOWN:
# B R P T Q#ERA Esc#
if event.key == K_q or event.key == K_ESCAPE:
sys.exit()
# R PR AR E O B T
if event.type == QUIT:
sys.exit()

# X EIATARTE S E LR, KRR

mg.mouse_select(event) # At R R T
mr.mouse_select(event) # XK E R = T

3.5.8 Ak EITRTHYSEER

S0 SRR R B T BRI pygame TR SRS T time MRS BLA . 4R M2 I [ 51
4 1 BN P 3.8 PR HOACR

g KBTS - x

K3.8  Tirak Iz AT ROR A

TR A T SRR (3T D e SE P BRI R .

(1) {E core/handler.py 4] Manager ZEH1 735l %€ X start_time. end_time- running_time 1 time is_over
X 4 ANAREM—/> TIMEOUT # i, 705 TR a0 IR ). S50, s A7 I e ik
JER IS (T SCAER I I 1A, ARAS 4 R

(s0
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start_time =0 # &3 AN T 4h BT
end_time =0 # 43 5 i %t 4 SR B JE]
running_time = 0 # G5 R hETEE ()
time_is_over = False # A3 Ui A A R IR AS 45
TIMEOUT = 1000 * 60 * 3 # &R AL E K

(2) 7E Manager X9 € L — judge time()/5i%, HTAIWHERIE {50, WISEEnS, IFF 5 e ek i)
HKo AT

def judge_time(self):

" SR RS
self.end_time = pygame.time.get_ticks() # O R4 A
# %7t self.status = 2 By 1§ UL T £ # self.end_time, T {# self.time_is_over == True
if self.status == 1:

self.running_time = self.end_time - self.start_time

if self.running_time >= self. TIMEOUT:

self.time_is_over = True

(3) FERF— R aa T CRIJE R IR A28 & Manager.status {54 1), 5846 — R Ik (- 4R 1A,
ZALE A WAL (R E B U Bl Play #HIN  AEHRTES TUE R R — )R HRdy, RIS mlfE
Screen_Manager 2571 (%) mouse_select() /772 Al Score Manager 5] mouse_select() /5 1% FH N U R A%HS .

# A6 AR B TT 46 B T
Manager.start_time = pygame.time.get_ticks()
(4) EF B mainO)F IR EZEMEAF AT judge time()F7%, BHURERIFEEE mainOAISI0 T
GER: IR A A )
import pygame
from pygame.locals import *
import sys

from core first_eye import Screen_Manager
from core.handler import Manager

def main():
W AR R E
‘return:
pygame.init() # LA A
pygame.font.init() # TR AT A AL
#ERXZQlAE AN E LWL
mr = Screen_Manager() # SEPIMGE BT EEE R
mg = Manager() # SC) AL R T E I AT R
while 1:
mg.judge_time() # A 7 v AR A A
# X B A TR B A BOR A, AT AT T R ey AR R A
if mr.status == 0: # HBERE FRA
mr.open_game_init()
if mg.status == 1: # T U R TR A
mg.reset_animal() # M TH

# 20 ik U
AnimalSpriteGroup = mg.start_game_init()

mg.clear_ele() # FRIRE R
mg.is_death_map() AR
mg.exchange_ele(AnimalSpriteGroup) # LEXH
mg.stop_game() # 4 RiER
for event in pygame.event.get(): # FER T 5 A

s
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# R 7 o A Y A
if event.type == KEYDOWN:
# FIBTH P A% T Q#5# Esc #
if event.key == K_q or event.key == K_ESCAPE:
sys.exit()
# A P ok AR TR R BT
if event.type == QUIT:
sys.exit()

# X EIAT AR W AT, AT RO RO S

mg.mouse_select(event) # stk T B R W T
mr.mouse_select(event) # xR Y R T

(5) TR ETHAIZH] 7% (Manager 25/ start_game_init() /572 SIS R B RS, BXU)E
(1) start_game init() /7RG W GER: IR GRS .

def start_game_init(self):
"R T EAE "
S N T
Element(Element.bg_start_image, (0, 0)).draw(self.screen)
# LY et
Element(Element.stop, Element.stop_position).draw(self.screen)
# 0 2% B AR
score_board = Element(Element.board_score, Element.score_posi)
score_board.draw(self.screen)
# L i 22
str_score = str(self.score)
for k, sing in enumerate(str_score):
Element(Element.score[int(sing)], (755 + k * 32, 40)).draw(self.screen)
# AN T HRERERFRA
BrickSpriteGroup = pygame.sprite.Group()
# QAR R A
AnimalSpriteGroup = pygame.sprite.Group()
# 1R R AL AR R
for row in range(self._height):
for col in range(self._width):
X, y = self.cell_xy(row, col)
BrickSpriteGroup.add(Element(Element.brick, (x, y)))
if self.animal[row][col] != -2:
AnimalSpriteGroup.add(Element(Element.animal[self.animal[row][col]], (x, ¥)))
# SH N TR R A
BrickSpriteGroup.draw(self.screen)
# 5N 7 B B AR
for ani in AnimalSpriteGroup:
self.screen.blit(ani.image, ani.rect)
# R RAR T E AR R B R AR
if self.cur_sel !=[-1, -1]:
frame_sprite = Element(Element.frame_image, self.cell_xy(self.cur_sel[0], self.cur_sel[1]))
self.screen.blit(frame_sprite.image, frame_sprite.rect)
# 2% %) 3T Bt R R
if not self.time_is_over:
if self.running_time <= self.TIMEOUT:
try:
time_str = time.strftime("%X",
time.localtime(self. TIMEOUT // 1000 - self.running_time // 1000)).partition(":")[2]
Font_Fact(time_str, Font_Fact.show_time_posi, 43, (0, 0, 0)).draw(self.screen)
except Exception as e:
pass
else:
time_str = "00:00"
Font_Fact(time_str, Font_Fact.show_time_posi, 43, (0, 0, 0)).draw(self.screen)

pygame.display.flip() # EHAELA, LR

(2
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return AnimalSpriteGroup

(6) 7E core/handler.py 4] Manager J5f) stop_game() /7L, ISIN24 A2 RGBS I, Y kiR H )
B, BFR R B A MURRERIRES . EANHTRE DU . B KRR AR O
o BHUSI stop_game() VARG W GER: I PARIE B ARS) -

def stop_game(self):
" ERARG R, EANFAEETE
if self.status == 1:

# R I

if self.death_sign:
pygame.time.delay(500)
Element(Element.none_animal, Element.none_animal_posi).draw(self.screen)
pygame.display.flip()
pygame.time.delay(500)
Base.status = 2 # AR
self.reset_layout = True # AR T — AR L&
self.time_is_over = False

else:
self.death_sign = True

# YR AR

if self.time_is_over:
pygame.time.delay(1000) # HERF—BEHHA
# LRl E R

Element(Element.time_is_over_image, Element.time_is_over_posi).draw(self.screen)
pygame.display.flip()

pygame.time.delay(2000) # HERF—BE N, #% "game over” E i — R it
Base.status = 2 # ERAKG IR
self.reset_layout = True # HRT—HBERE TR

self.time_is_over = False

3.5.9 EMHHTE IE ARSI

U ARAL T E UL, RIS a7 U A N AR AR 4L, AT DA R N AT RS D
Z I S AR R 708, AR R TS U T P B

TR AR T SRR AT B DU SE P BRI .

(1) R DU ) AR T ik B e oot A fidy 1 “IBR Y $e4H, iR Oy, eSO iR )
A JEIRAS AR i Base.status N 2, FEEFARRAKRHE. RIS

Base.status = 2 # FEY Basestatus B E N 2, UWELER AU R, EHARARERE

(2) 7 core/handler.py SCAF) Manager 8H 61— score_list 7113, F RGBS 70, LAY
W
score_list =[] # HOBFH>HI X

(3) #£ Manager ZEH I —1> record_score() /7%, H TER—miFiB RS, W E8R DB INA R
TR A3 AR
def record_score(self):
R RAS
if self.score != 0:
self.score_list.append(self.score)
self.destory_animal_num = [0, 0, 0, 0, 0, 0]
self.score = 0 # ABEMEE
(4) 1E core B H QI —A sort_score.py A, F TSR HEAT 155 T A G DhRE . 1Zo0fFh, Bk
F N pygame Fl pygame H HJE . sys. AF R AL SRR DU A B Manager, A5 00— A

3
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Score_ Manager 25, FH T2l R HATB% oL A S W A 15 4F . sort_score.py ARS8 3 ARSI R

import sys

import pygame

from core.base import Base

from core.entity import Font_Fact, Element
from core.handler import Manager

class Score_Manager(Base):

e Sk HEAT A T T B A 2R
def __init__(self):
super(Score_Manager, self).__init_ ()

def choice_game_init(self):
" R HEATRE T W AT AE
if self.status == 2:
# & E L
Element(Element.bg_choice_image, (0, 0)).draw(self.screen)
li = sorted(Manager.score_list, reverse=True)
for k, item in enumerate(li[:8]):
Font_Fact(str(item) +" Score", \
(Element.score_order_rect[0] + 50, Element.score_order_rect[1] +
k * 50), 35, (0, 0, 0)).draw(self.screen)

pygame.display.flip()

def mouse_select(self, event):
"R ATR T W R
if event.type == pygame.MOUSEBUTTONDOWN:
mouse_x, mouse_y = event.pos
if self.status == 2:
# "ok — R BRI
if Font_Fact.again_game_posi[0] < mouse_x < Font_Fact.again_game_posi[0] + 200 and
Font_Fact.again_game_posi[1] < mouse_y < Font_Fact.again_game_posi[1] + 60:
# U IR TR A
Base.status = 1
# 2#EO
Manager.destory_animal_num = [0, 0, 0, 0, 0, 0]
# A4 LU 3R TT 46 B B
Manager.start_time = pygame.time.get_ticks()
# RO U R A T
elif Font_Fact.quit_game_posi[0] < mouse_x < Font_Fact.quit_game_posi[0] + 200 and
Font_Fact.quit_game_posi[1] < mouse_y < Font_Fact.quit_game_posi[1] + 60:

sys.exit()
if event.type == pygame.MOUSEBUTTONUP:
pass

(5) fE bin/main.py 4 A S AL HEAT 155 DU TH & #E 2K Score Manager,  F7E iiff % 32 1% #0 FA A 340 Wby 24317
MRS AHEATBS DUHARAS I, A FHET 8% Ui AR A 7%, IF HLR W HEAT 1% D T 6 SRR . B a1
bin/main.py SCHACKL AN (GEE: IR N FHEARD) -

import pygame

from pygame.locals import *

import sys

from core first_eye import Screen_Manager
from core.handler import Manager

from core.sort_score import Score_Manager

def main():

TH T AR R E B B

(54
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return:

pygame.init()
pygame.font.init()

# EX EAl#E A TUE £ R
mr = Screen_Manager()

mg = Manager()

ms = Score_Manager()

while 1:
mg.judge_time()

# WA AR
# TR AT AR

# SO fE B TUE A
# S 98 X T R X R
# LPIHAHETERE R

# B e %A R

# A B WL B RS, AT AT R R AR 1R

if mr.status == 0:
mr.open_game_init()
if mg.status == 1:
mg.reset_animal()
# 25 i Xk U
AnimalSpriteGroup = mg.start_game_init()
mg.clear_ele()
mg.is_death_map()
mg.exchange_ele(AnimalSpriteGroup)
mg.stop_game()

if ms.status == 2:
mg.record_score()
ms.choice_game_init()

for event in pygame.event.get():
# P R A oy A T T
if event.type == KEYDOWN:
# AW P T Q# A Esc i

# HIWT I R A

# W7 U TR A
# HHLL BT R

# ARIE
# Ju A B
# LR
# &Rk

# A B R TR A
# LA UEREL, HSKRE

# BRI 5 A

if event.key == K_q or event.key == K_ESCAPE:

sys.exit()
# PR R O A AR B
if event.type == QUIT:
sys.exit()

# X TR B S E U, MR A

mg.mouse_select(event)
ms.mouse_select(event)
mr.mouse_select(event)

PRHEAT A5 DU R R &) 3.9 P

# RFER T 0 P
# R RHATE TOH b 1o
# R B0 P AT

& rRETERL - X
- *" C\
'as ‘
- U5 Score B s
>

=
. \ \ %
e "

K 3.9 xR HET S DU
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3.6 I H & A7

AT, B IFSERR T KR RIER” WU TR, N B AT IR, Rk R AT
KA. Wi 3.10 Fow, £ PyCharm (72T H 258 o & TF A RUFH SRl 300 H SCAF, AR ik
manage.py SCIF, i BRARATRE, 7R REESCA AL FE Run 'manage'ar &, RIAT NI4T IZI0H -

ZATRE XA, —RBRRANELZ LT pygame A3k, 4o RiEA %5, #1447 pip install pygame

PR R R R LT ] 3.11 B

~ [ MingRi_XiaoXiaoLe_master
[EJ bin
[E3 conf
[EJ core
[E] static
& _init__.py

# manage.py New

= requirements.

[E1 MetMusic &= Cut Ctrl+X
M Test.py Delete... Delete
Il thtos. bt Override File Type

£+ Debug 'manage’

K13.10 PyCharm 350 H S K301 Rzt e
AEAE pygame BLERBLT 7 — D IhBESEE HIK R RIER, HPEZEM T pygame HIILEL Hf
R WRA. FARITEEOR . SRR, 50 SR SRR A R A XA LK SEBL iR, I %
12 pygame LRI KR KE RALKFEAF I SEHORE LB A A A8 A ik

3.7 B oA T O

BARA T TRANB AR 7 AT g se Bl “ACRIEH SRR MIADIhEE, (HE AR
R B ARG . N 7O EERE S, AR 7 e BIHE S, Ba 0=
YERSEN AR 3

(56



