[ loorpaAMMMPOBAH
e PyGame

NAATPOPMEP



Ha4YaAO

[Taatdbopmep (platformer)— >XAHP KOMMNbIOTEPHbBIX UMD, B KOTOPbIX OCHOBHOM
4EePTOU UTPOBOTO MPOLLECCA ABAIETCH MPbIFTAHME MO NAATAOOPMAM, AQ3AHbE MO
AECTHMLLOM, CODUPAHME MPEAMETOB, ODLIMHO HEODXOAMMBbIX AASL 30BEPLLEHMS
YO OBHS.

HaBepHoOE, HE TOABKO UrPbl, AQ U BCE MPUAOXKEHMS, MCMOAb3YIOLLIME pPygame
HOYMHAKOTCS MPUMEPHO TAK:

import pygame
from pygame import *

SC_WIDTH =
SC_HEIGHT =
DISPLAY = (SC_WIDTH, SC_HEIGHT)

BG_COLOR =



OcHoBHas (yHKIHS main(), B KOTOPOUW OyIeT OCYIIECTBIATHCS 3ayCK
IpOrpaMMbl U TOAOPOrpaMm

():
init()
screen = display.set_ mode(DISPLAY)
display.set_caption )
bg = Surface((SC_WIDTH,SC_HEIGHT))

bg.fill(Color(BG_COLOR))
flag =
while flag:
for e in event.get():
if e.type == QUIT:
flag =
screen.blit(bg, ( , ))
display.update()
quit()
name__ ==
main()




YPOBEHb

A KOk 6e3 Heroe [1oA CAOBOM (YPOBEHbL) DYAEM MOAPA3YMEBATH
OMPAHMYEHHYIO OOAQCTb BUPTYOABHOIO ABYMEPHOTO MNPOCTPAHCTBA,
3AMNOAHEHHYIO BCIKOM — BCA4MHOM, U MO KOTOPOU OyAET
NepeABUraTbCq HALL MEPCOHOX.

AAS NOCTPOEHUA YPOBHA CO3ATAMM ABYMEPHbBIM MACCUB M HA N.
Kaxxaasa a4emka (m,n) OyAeT NPEACTABAATb U3 CEDA MPIMOYTOAbHUK.,
[109IMOYTOABHUK MOXKET B CEDOE YTO-TO COAEPXKATL, A MOXET U ObITb
MYCTbIM. Mbl B MPAMOYTOABHUKAOX OYAEM PUCOBATbL MAATCDOPMBI.

32
32
"#FF6262"



OTpPUMCOBKAO

CO3A0EM HOBbIM OAUA *.pY B
KOTOPOM DYAEM OTPMCOBbLIBATH
YOOBHM UMOBbI. ‘

MMMIOPTUPYEM STOT ADAMA C %;D_,

MOMOLLLBIO KOMOHADI
from <HasBaHue pamnna> import *

B doamae oTpmCoBbIBOEM
YOBEHb, B KOTOPOM 3HAK
«rnpobeA» ByaeT MyCTbiM
NPOCTPAHCTBOM, A 3HOK
«tmpen OyAetr OAOKOM
CT€Hbl. HO AQHHbBIM MOMEHT
MOKCUMYM — 25 SAEMEHTOB
B CTPOKE.




OTPUCOBKAO

B doyHKLMIO MAin HOAO MOAMRY3MTh HALLI
YDOBEHb:

Level=level1




OTpUMCOBKAO

B OCHOBHOM LIMKA AODCOBASEM CAEAYIOLLIEE:

X=y=
for row in level:
for col in row:

pf = Surface((PL_WIDTH,PL_HEIGHT))
pf.fill(Color(PL_COLOR))
screen.blit(pf,(x,y))
— x+=PL_WIDTH
y += PL_HEIGHT
X =

T.e. Mbl Nepedbnpaem ABYMEPHbIM MACCKB level, 1, eCAM HOXOAMM CUMBOA «-), TO NO
KOOPAMHATAOM (X * PLATFORM_WIDTH, y * PLATFORM_HEIGHT), rae X,y — MHAEKC B
mMmaccuree level



[lepCcoOHOX

[MToOCTO KYOUKM HO FOOHE — 3TO O4EHb CKYYHO. HOM HY>XEH HALL NEPCOHAX, KOTOPbIM
OyaeT 6erartb M NPbIrATb NO NAATAOOPMAM.

CO3A0EM KAQCC HALLETO repod. AAd YAODCTBA, OYAEM AEPXKATb HALLIEFO NEPCOHAXA B
OTAEABHOM oanAE player.py

from pygame import *
MOVE_SPEED =
WIDTH =

HEIGHT =

COLOR =

class (sprite.Sprite):
def (self, x, y):
sprite.Sprite.__init__ (self)
self.xvel =
self.startX = x

self.startY =y

self.image = Surface((WIDTH,HEIGHT))
self.image.fill(Color(COLOR))

self.rect = Rect(x, y, WIDTH, HEIGHT)




[lepcoHax OO e

AOOOBASEM HALLEMY KAQCCY 2 METOAQ.

N PACCMOTPUM, YTO XKE TAKOE KAOCC M Er0 METOAbI.

(self, left, right):
It left:
self.xvel = -MOVE_SPEED
If right:

self.xvel = MOVE_SPEED
it not(left or right):
self.xvel =
self.rect.x += self.xvel
(self, screen):
screen.blit(self.image, (self.rect.x,self.rect.y))



OBObEKTHO-OPUEHTUPOBAHHOE
NPOrPAMMMPOBAHUNE

KJIACC




Toun ctoana OOTT

MpUHLUMNbI 06 bEKTHO-OPUEHTUPOBAHHOIO
nporpamMmMmpoBaHus

UHKancynsiyusi HacsedosaHue

O6beKT onucbiBaeTCA Kak OonucaHne obbeKTa/knacca
eMHoe Lefoe BMecTe Co BK/IlOYAeT B cebs cBOWCTBA W
CBOMMM CB-BaMn W OencTBuS.

AencTBusMn. Mpu onucaHnn 06 bLEKTA,
CB-Ba MOXXHO U3MEHUTb ABNALLEerocs

TO/IbKO C MOMOLLBH pasHOBMAHOCTbLIO KMacca

[encTBUi 3TOro XXe 06bekTa. MOXXHO He MOBTOPSTh
onucaHve cB-B U [1eNCTBUIA,
o6Lmx 1A Knacca.

Uemupéxyzosvnuxy

MPAMOYTONBHHK

HeTupexyronbHHK

nos1uUMopgu3m

B nporpamme Bce [JO/DKHO
MMETb CBON nMeHa. o
YMO/MAHUI0 [elcTBUS pasHbIX
06bEKTOB [0/DKHbI UMETb
pasHble uMeHa. B 06beKTHOM
nporpammupoBaHumn
nonnumopgnsm no3BonAeT
[JaBaTb aHa/I0MM4YHbIM
AeNcTBUAM pasHbIX 06bEKTOB
0MHaKOoBble UMeHa.




[lepCcOoHOX

AOOABMM HALLETO repos B OCHOBHYIO YOCTb MPOrPAMMGbI.
[epea onpeseAeHUeEM YPOBHS AODABUM OMNPEAEAEHUE TEPOS U
NepeMeEHHbIE Ero NeEPEeMELLEHMS..

hero = Player( ,

left = right =

B npoBepky cobbIThit AOOABUM CAEAYIOLLIEE:

if e.type == KEYDOWN and e.key == K_LEFT:
left =

T e.type == KEYUP and e.key == K _LEFT:
left =

if e.type == KEYDOWN and e.key == K_RIGHT:
right =

if e.type == KEYUP and e.key == K_RIGHT:
right =




[lepCcOoHOX

CaMO NepeABUKEHME BbI3bIBAETCS TAK: (AODABAIEM MOCAE MEPEPUCOBKM GOOHA M MAATADOPM)

hero.update(left, right)

hero.draw(screen)

HYT00bl CKOPOCTb MEPEMELLLEHNT BAOKA MOTAM KOHTPOAUPOBATL Mbl, AODABASEM
NOCAE OMNPEAEAEHMS YOOBHS

timer = pygame.time.Clock()

1 B HOYHOAO OCHOBHOTIO LIMKAC AODCBUM CAEAYIOLLLEE:

timer.tick( )

3anyckaem!



30BMC B BO3AYXE

AQ, HOLL repou B OE3BbIXOAHOM MOAOXKEHUM, OH 30BMC B BO3AYXE.
AOOABMM IPABUTALIMM U BO3SMOXKXHOCTU MPbIFATh.

N Tak, pabotaem B doamae player.py

AODQBMM ELLLE KOHCTAHT

JUMP_POWER =

GRAVITY =

B meToA _init_ A0DaBAIEM CTPOKM:

self.yvel =
self.onGround =




30BMC B BO3AYXE

AOOOBAIEM BXOAHOU APTYMEHT B MeTOA update
def update(self, left, right, up):
N B HOHOAO METOAO AODABAJEM:

T up:
if self.onGround:

self.yvel = -JUMP_POWER

N nepea ctpoykom self.rect.x += self.xvel
AOOABAIEM

if not self.onGround:
self.yvel += GRAVITY

self.onGround = ;

self.rect.y += self.yvel



3aBMC B BO3AYyXxe. OCHOBHASA YAOCTb
NPOrPAMMBI

[locae cTtpouku left = right = False
AOOOBUM MEPEMEHHYIO UP

up = False

B npoBepky cobbITn AOOABMM

T e.type == KEYDOWN and e.key == K_UP:
up =

it e.type == KEYUP and e.key == K_UP:
up =

N M3MEHMM BbI3OB METOAQ update, AOOOBIMB HOBbIM APIYMEHT UP:
hero.update(left, right)
HO

hero.update(left, right, up)



BCTOHb OOEMMM HOTAOMM HA 3EMAIO CBOIO.

KAK Y3HQATb, YTO Mbl HO 3EMAE AU APYTOM TBEPAOU MOBEPXHOCTMS OTBET O4EBMAEH —
MCMOAb30OBATH MPOBEPKY HA MEPECEYEHME, HO AAT DTOTO U3MEHUM CO3AAHME MAATAOOPM.

Co3A0AMM eLLe oaMH doama blocks.py, 1 nepeHecem B HEFO ONMMCAHUME NAATADOPMBbI.

PL_WIDTH =

PL_HEIGHT =
PL_COLOR =

AQAbLLIE CO3A0AMM KAQCC, HOCAEAYICH OT pygame.sprite.Sprite

(sprite.Sprite):
(self, x, y):
sprite.Sprite.__init__ (self)

self.image = Surface((PL_WIDTH, PL_HEIGHT))

self.image.fill(Color(PL_COLOR))
self.rect = Rect(x, y, PL_WIDTH, PL_HEIGHT)



BCTAHb O0EUMUM HOTOMU HA 3EMAKD CBOIO.

B OCHOBHOM QOOMAE MPOU3BEAEM UIMEHEHMS, MEPEA ONMMCAHMEM MACCKMBA level A0OaBMM

allSpr = sprite.Group()
platforms =[]

allSpr.add(hero)

[pynna cnpamtos allSpr 6yAem NCNOAb3OBATb AAS OTODPOXKEHMI BCEX DAEMEHTOB DTOM
roynmnbl.

Maccu platforms Oyaem MCNOAb30BATb AAA MPOOBEPKM HA NEPECEYEHME C NMAATCDOPMOMN.
Aanree, OAOK

if col ==

pf = Surface((PLATFORM_WIDTH,PLATFORM_HEIGHT))
pf.fill(Color(PLATFORM_COLOR))
screen.blit(pf,(x,y))

3AMEHUM HA

ifcol==
pf = Platform(x,y)

allSpr.add(pf)
platforms.append(pf)



BCTOHb OOEMMM HOTAOMM HA 3EMAIO CBOIO.

AQAbLLE, BECb KOA FTEHEPALMM YOOBHS BBIHOCMM M3 LIMKAQ.

N TAK XXe CTPOYKY
hero.draw(screen) # otobpaxeHue
3AMEHUM HA

# omobpaxkeHue scezo




BCTOHb OOEMMM HOTAOMM HA 3EMAIO CBOIO.

PaboTtaem B dbamae player.py

YAOAsEM MeTOA draw, OH HOM DOAbLLIE HE HYXXEH. M
AODOABAIEM HOBbIM MeTOA collide

def (self, xvel, yvel, platforms):
for p in platforms:
' sprite.collide_rect(self, p):
f xvel >
self.rect.right = p.rect.left
f xvel <
self.rect.left = p.rect.right
ifyvel >
self.rect.bottom = p.rect.top
self.onGround =
self.yvel =
ifyvel <
self.rect.top = p.rect.bottom
self.yvel =




BCTOHb OOEMMM HOTAOMM HA 3EMAIO CBOIO.

PaboTtaem B dbamae player.py

Hy, 1 AAS TOTO, 4TO Obl 3TO BCE MPOUCXOAMAO, HEODXOAMMO BbI3bIBATb STOT
METOA.

SMEHUM HACAO APITYMEHTOB AAd METOAQ UP

update(self, left, right, up, platforms)

N He 3a0yAbTE M3MEHUTL €0 BbI3OB B OCHOBHOM COAMAE.
N CTPOYKM

self.rect.y += self.yvel
self.rect.x += self.xvel

3AMEHIEM HA

self.rect.y += self.yvel
self.collide( , self.yvel, platforms)

self.rect.x += self.xvel
self.collide(self.xvel, , platforms)




bOAbLLIE, HY)KHO DOOAbLLIE MECTO

OrpaHMYEeHME B PAIMEPE OKHA Mbl MPEOAOAEEM CO3AAHNEM AUMHAMMYECKOM
KOMeEpPbI.
AAS DTOTO CO3A0AMM KAOCcCc Camera

class (object):
def (self, camera_func, width, height):
self.camera_func = camera_func
self.state = Rect( , , width, height)

def (self, target):
return target.rect.move(self.state.topleft)
def (self, target):
self.state = self.camera_func(self.state, target.rect)




boOAbLLIE, HY>)KHO DOAbLLIE MECTA

D
A\ R

Aaree, AOGABMM HOHAABHOE KOHJPMIYPUPOBAHME KOMEPD! &3
S

(camera, target_rect):
l,t, , =target rect
_, _, W, h=camera
l,t=-1+SC WIDTH/ ,-t+SC_HEIGHT /

| = min( , )

| = max(-(camera.width-SC_WIDTH), I)

t = max(-(camera.height-SC_HEIGHT), t)
t=min( ,t)

return Rect(l, t, w, h)




bOAbLLIE, HY)KHO DOOAbLLIE MECTO

Co3A0ANM SK3IEMIMAAP KOMEPHDI, AODABMM nepeaA OCHOBHbIM LLMKAOM!

total_level width = len(level[0])*PL_WIDTH
total_level height = len(level)*PL_HEIGHT

camera = Camera(camera_configure, total_level width, total level height)

3AMEHMM CTPOYKY
allSpr.draw(screen) # otobpaxeHue
Ha

camera.update(hero)

for e in allSpr:
screen.blit(e.image, camera.apply(e))




Py[y]! ABMXKYLLIMMCA MOAMOYTOABHMK — HE
KpacmBo!

ACBANTE HEMHOTO MPUYKPACKUM HALLIYY UTPY.

HavyHem Cc nAaatdoopm. AAd a1oro B doamae blocks.py caeraem HeEOOAbLLIME
M3MEHEHMS.

3AOMEHUM 3AAMBKY LIBETOM HA KAPTUHKY, AAS DTOTO CTPOYKY
self.image.fill(Color(PLATFORM_COLOR))

||

image.load(

seffimage -

B doaMA C UIPOKOM AODABAIEM KOHCTAHTBI AAS AHUMALMM M MOAKAKOYMM
BMOAMOTEKY pyganim. BMmecTo *.png HY>XHO AOBABUTL CBOM KAAPLI AHUMA

from pyganim import *
ANIMATION_DELAY =
ANIMATION_RIGHT =[( )(
ANIMATION_LEFT =[( )(

ANIMATION_JUMP_LEFT =[(
ANIMATION_JUMP_RIGHT =[(
ANIMATION_JUMP =[( , )]
ANIMATION_STAY =[( 0,1

G



Py[y]! ABMXKYLLIMMCA MOIAMOYTOABHMK — HE
KpacHBoO!

Tenepb AOOOBUM CAEAYIOLLLEE B METOA __init__

self.image.set_colorkey(Color(COLOR))

boltAnim =[]

for anim in ANIMATION_RIGHT:
boltAnim.append((anim, ANIMATION_ DELAY))

self.boltAnimRight = pyganim.PygAnimation(boltAnim)

self.boltAnimRight.play()

boltAnim =[]

for anim in ANIMATION_LEFT:
boltAnim.append((anim, ANIMATION _DELAY))

self.boltAnimLeft = pyganim.PygAnimation(boltAnim)

self.boltAnimLeft.play()




Py[y]! ABMXKYLLIMMCA MOIAMOYTOABHMK — HE
KpacHBoO!

[TOOAOAXKOEM 3AMNOAHITE METOA __init__

self.boltAnimStay = pyganim.PygAnimation(ANIMATION_STAY)
self.boltAnimStay.play()

self.boltAnimStay.blit(self.image, ( , ))

self.boltAnimJumpLeft= pyganim.PygAnimation(ANIMATION_JUMP_LEFT)
self.boltAnimJumpLeft.play()

self.boltAnimJumpRight=

pyganim.PygAnimation(ANIMATION_JUMP_RIGHT)
self.boltAnimJumpRight.play()

self.boltAnimJump= pyganim.PygAnimation(ANIMATION_JUMP)
self.boltAnimJump.play()




OCTAAOCH B HY>XHbIM MOMEHT MOKA3ATb HY>KHYIO
AOHUMALLMIO.

AODQABMM CMEHY OHMMALLMM B METOA Update.

T up:
It self.onGround:
self.yvel = -JUMP_POWER
self.image.fill(Color(COLOR))
self.boltAnimJump.blit(self.image, ( , ))
T left:

self.xvel = -MOVE_SPEED
self.image.fill(Color(COLOR))
T up:

self.boltAnimJumpLeft.blit(self.image, ( ,
else:

self.boltAnimLeft.blit(self.image, ( , ))




OCTAAOCH B HY>XHbIM MOMEHT MOKA3ATb HY>KHYIO
AOHUMALLMIO.

OCTAAOCbH HEMHOTO!

' right:
self.xvel = MOVE_SPEED
self.image.fill(Color(COLOR))
i up:
self.boltAnimJumpRight.blit(self.image, ( ,
else:

self.boltAnimRight.blit(self.image, ( , ))
'f not(left or right):
self.xvel =
if not up:
self.image.fill(Color(COLOR))
self.boltAnimStay.blit(self.image, ( ,



