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HeMHOro noBTOpMM MpoLLIbIA YPOK
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Yto bypeTt Ha ypoke cerogHAa?

[JobaBnM NrpoBoe MeHIO HacTpoum cobbiTne cMepTU UrpokKa Beayllee
B UTPOBOE MEHIO

[JobaBuMm BpaLwarowmmca hoH



Bpawawwuucs d
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Knacc ¢ (hpoHOM

Mbl y>ke ¢ BaMK co3gaBanu Kraccbl HeCKomnbko pa3. M 3gecb byoetr BCE ToO e camoe. B cBowncTBa

Heobxoammo Ao06aBUTb BCE HY)XHOE ANS BPaLLEeHUs:

import pygame
from pygame.math import Vector2

snd _dir = 'media/snd/' # [lymb 00 narnku co 38ykamu

img_dir = 'media/img/' # llymb 0o nanku co crnpatimamu

width = 1280 # WUpUHa U2p0B0O20 OKHa
height = 720 # ebicoma u2po8o20 OKHa

# Cos3daem Knacc uespoka
class Bg(pygame.sprite.Sprite):
def __init_ (self): # CneuyuanbHass pyHKuusi, 20e yKkasbieaemM 4mo bydem y u2poKa
pygame.sprite.Sprite. init (self) # Uepok - crnpatm

self.image = pygame.image.load(img_dir + 'bg.jpg')
self.rect = self.image.get rect()

self.rect.center = [width/2, height/2]

self.copy = self.image

self.position = Vector2(self.rect.center)
self.direction = Vector2(o, -1)

self.angle = ©
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Knacc ¢ (hpoHOM

[Jo6aBuTb doyHKUMIO rotate n Bbi3biBaTb €€ BHYTpU update:

def rotate(self, rotate speed):
self.direction.rotate ip(-rotate speed) # UsmeHsieM HaripasrieHue 83arisda
self.angle += rotate_speed # ViameHsiem y2051 nosopoma
self.image = pygame.transform.rotate(self.copy, self.angle) # [losopom
self.rect = self.image.get rect(center=self.rect.center) # VisameHeHue pamKu

def update(self):
self.rotate(-90.07) # Ckopocmb OormkHa bbimb MarieHbkou!
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Knacc ¢ (hpoHOM

He 3abyabte go6aBuUTb KO BCEM CripanTam B OCHOBHOM doainsie Urpbl:

bg = Bg() # Co30aem knacc 3a0Hez20 (poHa

all sprites.add(bg) # CHayana OobaerisieM (poH




ArpoeBoe MeHIo
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PYHKLUUSA BbIBOAA TEKCTA HA 3KpaH

OTO TOYHO Takasl e (PyHKUUS, Kak U B NPOLUSION Urpe, N03ToOMy NpPOoCTo AobaBnM €€ B Hall OCHOBHOM

doann urpsl:

def draw_text(screen, text, size, x, y, color):
font_name = pygame.font.match font('arial')
font = pygame.font.Font(font _name, size)
text _image = font.render(text, True, color)
text _rect = text _image.get rect()
text _rect.center = (x, y)
screen.blit(text image, text rect)

# Bbibupaem mun wpugpma 05 mekcma
# Lpucpm ebibpaHHO20 mura u pasmepa
# [NpespawaeM mekcm 8 KapmuHKY

# 3aldaem paMky KapmuHKU C MEeKCMOoM
# [lepeHocum mekcm 8 KOOpOUHambl

# Pucyem mekcm Ha 3KpaHe
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PYHKLNA UTPOBOIrO0 MEHIO

®OyYHKUMA UrpoBOro MEHK MO CyTU npeacTaBnsieT M3 cebst Habop BbLI3OBOB dyHKUMKM draw_text c
oTobpaxeHnemM onpeaernieHHoro TEKCTa B HYXXHbIX YacTsax akpaHa. Co3gaaum gaHHy OYHKLUIO NPSMO
nepen UrpoBbIM LIMKNOM U AoGaBuM B HEE CHavana BbiBO4 3agHero hoHa, a NoToM BbIBOA HYXXHOIO

HaM TeKCTa.

def menu():
screen.blit(bg.image, bg.rect) # Bkrnrodyaem 3adHul ¢poH
draw_text(screen, game_name, 128, width / 2, height / 4, WHITE)
draw_text(screen, "Arrows for move, space - fire", 44,
width / 2, height / 2, WHITE)
draw_text(screen, "Press any key to start", 36, width / 2, height * 3 / 4, WHITE)
pygame.display.flip() # Omobpaxaem codepxumoe Ha 3KpaHe
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O)XXxunpaHue Ha)XxaTtus KnaBuliu

YToObl Halle MeHI OToOpaXkarnocb MOCTOAHHO W MCYE3NO TONMbKO B MOMEHT Ha)KaTus KnaBuLLW, HaM
npuoeTcs caoenatb OeCKOHEeYHbIM LUK BHYTPW, KOTOPbIM OyaeTr oTcrnexuBatb HaaTue KnaBuliv, a
TaKKe HaXxaTue Ha KPeCTUK OKHa (BOPYr 3aXOTMM 3aKpbiTb UFPY Tak U He Ha4vaB urpaTtb). OpraHmsauns

LMKITa OXKnaaHnAa O4eHb noxoxa Ha opraHn3auunio NnrpoBoro Uukra:

run = True

while run:
timer.tick(fps) # Tukaem uepoeol maumep
for event in pygame.event.get():
if event.type == pygame.QUIT: # Cobbimue 3aKpbimusi OKHa
pygame.quit()
if event.type == pygame.KEYUP: # Cobsbimue Haxamus mobou Krnasuuu

run = False




[lepepbiB 10 MUH




BKNoyYeHue urpb
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[IpU3HaK KOHUA Urpbil

Terlepb HaM HeobxoAMMO HEMHOIO U3MEHUTb Hall I/II'pOBOVI LMKI, TaKk 4YToObl OH B cCaMOM Hadarne

0To6pa>i<an Halle UrpoBoe MeHH. A Takxe BO3BpaLllarics BCAKUN pas, Korga Urpok ymumpari.

[ns atoro go UrpoBoro UuKra Mbl 3aBegeM MnepemMeHHYro KOoTopad 6y,El,eT onpenendatb KoHel
Urpbl. CoenaTb 970 HY>XHO OO0 UIrpoBOro uukria. N Tak kak Halia Urpa ewe He Ha4yalnacb, TO

3anuem B Heé 3HadeHue True:

game_over = True

A BHYTPW UrPOBOro LIMKMNa Mbl NPOBEpPUM €€ 3HadeHne. Ml ecnn oHa Byaet paBHa True, TO NPOCTO

BKITHO4YMM Halle Urposoe MeH, a COCToOAHUE KOHLa Urpbl nepeknynm B False:

if game_over:
game_over = False
menu ()
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CobbiTHe cMepTU UrpokKa

Tenepb ocTanocb TONMbKO HaANTU cobbITME, KOraa UrPoK YMUPAET N MOMEHATb NEPEMEHHYIO run,
KOTOpasi OTBeYaeT 3a UrPOBOWM LMKIT HA MEPEMEHHYI0 game_over, KoTopasi OTBeYaeT 3a KoHel

Nrpbi:

game_over = True
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BockpelueHune Urpoka u pecrtapt

Bceé paboTaeT oTnmM4HO, Mbl 4ENCTBUTESNBHO Nnonagaem ¢ Bamun obpaTtHo B UrpoBoe MeHto. [paBaa ectb
ofHa npobriemMa - 3aHOBO 3anyCTUTb Urpy MO BTOPOMY paldy He nosiydntcs. A BCE NOTOMY, YTO Y Hac
3Ha4yeHune 300poBbsA Urpoka Kak obino 0, Tak n octanock 0. Hy>XXHO 3TO M3BMEHUTb, AOMNCAaB HECKOSTbKO

KOMaH[, BHYTPU NPOBEPKM HA KOHELL UTPbl.

[pocTo nepecosgagum Urpoka, NPOCTO BbI3BaB Y HEro oyHKLMIO, KOTopas 3anuLleT BCe ero CBOMNCTBAa

3aHOBO.

player. init_ ()
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PecnayH mob6os

Nrpok nepepoxxgaeTtcs ¢ Hyns, a BOT MOBbl OCTalOTCA B NPEXHEM COCTOSAHUM. YTOObI 3TOro n3dexartb U
K TOMY e 006aBuTb eLle BO3MOXHOCTb NOsIBIIeHNSA HOBLIX MODOOB, Korfa 3akoH4aTcda ctapble, JaBanuTe
Hanuwem oTAeNbHY YHKLUUIO, B KOTOPOWM Mbl OyaeM NpOCTO co3gaBaTb 3TUX MOOOB 1 A0b6aBnAThL B
cooTBeTCTBYyOLWMEe rpynnbl. [lpuyem yHKumMa Oyaoetr cosgaBaTb yKasaHHOE KOonmnyectso MoOOB,

nepegaBaemMoe Yyepes napameTp. 1o MrpoBoro LUKna Hanuwem Hatly dyHKLMUIO.

def new_mobs(count):

for 1 in range(count):
el = EnemyLeft()
er = EnemyRight()
et = EnemyTop()
eb = EnemyBottom()
all sprites.add([el, er, et, eb])
mobs_sprites.add([el, er, et, eb])
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PecnayH mob6os

A cos3gaBaTtb Mbl UX ByaeM MMEHHO B MOMEHT OTODpaXkeHus UrpoBoro MeHt. NpaBga cHayana Ham
HeobXoOMMO OYUCTUTL FPYMNMNy OT CTapbiX CMNpPanWTOB Ha Cryyal, €Cniv OHWU TaM OCTaHyTCsl nocne

NpourpblILLIa UrpoKa:

for sprite in mobs_sprites: # Odyuwaem epynny crpaumos
sprite.kill()
new_mobs (1) # Co30aem mobos Kaxdoeo rno 1 wmyke




YPOBHU B urpe
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[lepeMeHHada C YPOBHAMMU

Cospnaetcs kak obbldHas nepemeHHas. [1o nrposoro uukna. HadanbHbln ypoBeHb paBeH 1:

level = 1
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[eHepauna Mo60B B 3aBUCUMOCTHU OT YPOBHS

[laBante nameHMM BbI30B Hallen PyHKUUIO reHepaumm MoboB Tak, YToDbl C KaxabiM YpOBHEM, MOOOB

nosiBNsinocb Bce 6onblue. [Ina 3Toro Mbl NPOCTO Oyaem nepenaBaTtb HOMEP YPOBHS B MOMEHT BbI30Ba

JoYyHKUMN:

for sprite in mobs_sprites: # Ovuwaem epynny crpalmos
sprite.kill()
new_mobs(level) # Co30aem mob08 o ypPOBHIO
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YnpaBneHue ypoBHeM

[omkHO nponcxoanTb, Korda MOOOB He ocTaHeTcH. Mioem B UrpoBoi LMK 1 cpa3y nod coObiTuem rae

dukcupyeTca nonagaHue nynv B Moba nmwem npoBepKy:

if len(mobs sprites) == 0: # Ecnu moboe e epyrine He ocmarochk
level += 1 # Yeernuyueaem ypoeeHb
new_mobs(level) # Co30aem HoebIx mMobos

Takke HaMm HeobxoamMmo cbpocuTb YpOBEHb A0 1, KOraa UrpokK YMPET U KOA NepenaeTr B Halle MEHHO.

MoaTomy nob6aBuMm ellle Tam CTPOYKY Koaa:

level = 1
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Pe3ynbtaTt

Becb NpoeKkT ¢ rotoBbIMM doannamMm MOXHO cKavaTb 34€ecChb:

https://github.com/ronmount/gb shooter/archive/refs/heads/lesson5.zip
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NTtoru

SN XXX

N3yumnim cnocobbl KOHTPOMS YXU3HWN OOBHEKTOB
[ToBTOPUMIM CNOCOO OTOOPAXKEHUSA XKM3HEM Ha DKPaAHEe
Hayumnumcbh genaTtb NOKagpoOBYO aHMMaLMIO
Ho6aBunun XXM3HM MIPOBbIM OObeKTaM

OTO6Pa3nIN 300P0BbE UTPOKA Ha IKPaHe
Co3ganu B3pbiBbl B MOMEHT YHUYTOXEHUNA MOOOB
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Ha cnepyroweM 3aHATUN:

Paspennmca Ha KoMaHgbl HauHeM rpynnosyto pa3paboTky Hag HOBOW
Nrpou



&

HeMHOro noBTOpPUM




[loueMy ong UrpoBoro MeHHo
HY>XeH 6eCKOHEeYHbIN LUKN?



MO>XHO J1I MEHATb NoJ10XKeHue m
HagMUCU UrPoBOro MeHK?



3ayeM HY>XXHO yaasiaTb BCe
cnpanTbl, KOrga urpok ymep?



KaKk pygame NOHUMAaET, YTO HY>XXHO
BKJIOUYUTb cneayrowun ypoBeHb?



Bawiu Bonpochobl




&

Cnacub6o /)|

3a BHUMaHye /



IHomMmallHee 3agaHue



3anonHu, noXxanymcrta, chopmy o6paTtHoO CBA3U NO YPOKY




HanomuHaHue pnsa npenogaBsaTtens

e [IpoBepuTb 3anosiHeHUe XXypHana
e 3anonHutb popmy T22




