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BBepgeHue

MpveeT, yntatens! Mpexae Yem co3aaTth CBOK UIPY Ha NMUTOHE, MHe Bbl XOTenocb 06CyAnUTL HECKOMBbKO
BOMPOCOB:

1. «Kak yenoBeky 3aHATLCHA reMMAeBOM?»

2. 3ayeM nucaTb Urpy Ha NUTOHE, ecnu ecTb UNity u unreal engine?
O6bIYHO eCcTb ABa MyTK, Kak YernoBek nonagaeTt B renMaes:

1. YMbIWNEHHbIN NyTb. Yenosek, nrpatoLmin B Urpbl, yBAEKAETCH MU HACTOSNBKO, YTO Y HEro
BO3HMKaET XernaHne ux cosgasaTtb. Torga oH BblbupaeT, rae u kak emy yuntces. OH yuntes
paboTaTb C UrpoBbIMM ABMXKKaMU 1 n3ydaeT C-06pasHble A3bIKK.

2. MNyTb nporpammuncToB. Tak nnun nHave Besae, rae ectb Kog — ecTb Komnblotep. Lindposble
pas3BrnevYeHusi, B TOM YMCIEe Urpbl, HE MPOXOAAT MUMO TeX NoAen, KOTopble NOCTOSIHHO MULLYT KOA.

ﬂoaTomy HEKOTOPbLIM NPOrPaMMUCTaM CTAHOBUTCA MHTEPECHO NonpoboBaTh CBOU CUIbl B

paspaboTke cobeTBeHHON Urpbl. O6 3TOM NYTM Mbl 1 MOTOBOPUM.

KoHEYHO MOXXHO cKasaTb, Y4TO eciv Tbl Xo4ellb paboTaTtb — UAu y4nUChb U NOMyYaln HY>KHbIE HaBbIKU.
Ocsawvait Unity unu Unreal n pabotait B kpyTOW reiivaes-koMnanmu. B aTom ectb gons npaegbl.

OpHako, npeBpaLlatb noboe ceoé xob66u B paboTy — geno He GnaropadymHoe. BeiropaHue ckaxeTt 06
3TOM AOCTaTO4HO MOHATHO. Torga BaM MOryT NPeanoXntb caenatb NMMbo mog Ha urpy (Hanpumep, Ha.
OBVKKe Source) unu nourpatb B [pE3bl, KOTOpasd ToXe O4YeHb nonynspHa. Takon BapnaHT BromHe

noaonaeT, Ho nosiBnsieTcs HoBas Npobnema: "Bouibop BapmnaHTa paboTbl”.
Bbibop BapuaHTa paboTbl
EcTb Tpu BapuaHTta paboTbl Haa Urpon:

1. Co3gatb Urpy Ha U3BECTHOM [BUXKKE-KOHCTPYKTOpe
2. CoenaTb Mof Ha CyLLECTBYIOLLMIA OBUKOK

3. Cosgatb CBOM OBWMXKOK W HanmcaTb urpy

Kaxgblin N3 aTUX BapMaHTOB XOPOLL NO-CBOEMY, HO U UMeET psag HegopaboTok. Hanpumep, BbiGpas nyTb
co34aHus Urpbl Ha NOMyNsAPHOM OBWKKE Bbl CTONKHETECH C NpobrieMamMy camoro ABWKKa, a rnmaBHoe —
€ npobnemamu MOHeTU3aL M npoekTa. Ecnu BeibpaTe MO4ONYTe — Bbl CPa3y CTONKHETECH C TEM, YTO
He Kaxkabli OBWKOK OTKPbIT ANSA HanncaHns urp, a Takke, He Kaxabl ABMKOK MO3BONAET NpoaaBaTh
MOZ, XOTb 3a KaKy-TO LeHy. [MyTb HanMcaHusi CBOero ABWXKa BbI3bIBAET B reiMAeBe AMKWIA NPUNaaok,
mMon "[a 3a4yemM onsaTb UATU O4YEHb CINOXHO, KOrga CPOKM ropsiT, a caMm Thl eLLé He gopaboTan
KOHUenumio?". JaHHbIN NyTb BECbMa He NonynspeH Ansa obLecTsa U3-3a CroXXHOCTU peanusaumm u
npobnem ¢ Habopom XOTb KAKOW-TO KOMaHbl, BEAb €CMY Bbl MULLIETE OBWKOK, KOMY-TO C HUM paboTaTb.

Tak 3a4em BbIOMpaThb "cnoxHbIN" NyTb? Bo-nepBbiX, HE ANsi BCEX OH CrOXHeeE. JINYHO MHE CroXHee
nepentn Ha C# ¢ ncnone3doBaHnem Unity, yem HanucaTb HOBbIM NpoekT Ha Python. Bo-BTopbIX, Ntogu

He Bcerga noHMMaroT cam ABmxkok. Cendac s npenogato B MHctuTyTe "busHeca v [lusanHa". 310 ogHo

13 NepBbIX NPOUIBbHBIX YYpEeXaeHWI, rae oby4vatoT reMMmaeBy. A cnpocun y CTYAEHTOB: «3a4eM UM
ABWXKOK?». KakoBo 6bINo MOE yanBneHue, 4To Aaneko He BCce NOHMMalo, BOOOLLE 3a4eM OH HYXKEH.
Crionnep, He n3-3a NpeceToB.

3auyem BaM ABUKOK?!

Mo CyTW, OBWXOK pellaeT BCero nuilb Tpu, HO O4eHb BaXHbIX BONpoca:


af://n0
https://www.stxnext.com/blog/python-for-game-development/
https://dtf.ru/gameindustry/1033019-igrovye-studii-i-mesta-ih-obitaniya-v-rossii
https://skillbox.ru/media/gamedev/7-igr-na-source-sozdannykh-za-predelami-valve/
https://dtf.ru/games/51311-interaktivnye-grezy-kak-ustroen-redaktor-dreams-i-chto-tam-mozhno-sozdat
https://obe.ru/

1. ®u3uka. Ecnv Bbl OKOHYMITM PU3MaT, Bbl MOHUMAaETE HACKOSBbKO CITOXHO OnpeaennTb u
nponucaTb TPAeKTOPUIO NageHus CTEKMSHHOIO Lapa BECOM B 2 KunorpamMmma Ha 4ocky 13 oy6a,
KOTOpas NexuT nog yrrnom 32 rpagyca. Takke, HYXHO He 3abbITb NPONMcaTh C KaKOW BbICOThI
[OOMXeH ynacTb Lap, 4Tobbl pa3buTbcs. [BUXKOK NponuckiBaeT 3Ty pM3nKy 3a Bac, a Bbl N1LLb
obpaLlaeTech K TEM UIK NMHbIM OObEKTaM.

2. TannceTbl. Tann — 3TO ManeHbKe KapTUHKM ANs NPOPUCOBKM rpadmkm (Yalle BCero, Kapr).

I'Ipou,ecc CO3[aHunsA TannoB BECbMa SHERro3aTpaTHbLIN, a HarnoXeHne 3TUX TaumnoB OCTAaTOYHO

npocToe feno. MpocTo BbIOpaTh rae NexuT KameHb, a rae 3emne unv soga. B asmxkkax Tuna
Unreal unu Unity MoxHO BbIGpaTh Comn kKapTbl U HAPUCOBATL KMETOYKaMM1 U3 TalNTNoOB KapTy.
3. AHumaumsa. Camblii CNOPHbIN NYHKT. B ABMXKKax BCe aneMeHTbl Ha KapTe — 3TO 06beKThbl.
Kaxxabit 06bekT nmeeT hopMy Mo KOOpAUHATaM X, Y, Z 1 UX MOXHO MEHSTb MPSMO B CAMOM
OBWKKE NYyTEM NepeMeLLeHuns, CxaTus Unm pactarnBaHmsa obbekta. Ho BaxHoe yTouHeHue,
NpopucoBbLIBaTL aHUMAaLMIO MO X, Y, Z — He camasd nydwas naed. Kyaa HagéxHee, kpacusee u
BOOOLLIe NpaBurbHEE NPONUCHIBATh KaXAbIN LIar obbekTa NyTEM NepeMeLleHns no npeceTy

nepcoHaxa rno rpaguke.

NHbIMK crioBamu, cam UrpoBOM ABMXKOK — 3TO aBTOMAaTU3MpYyoLLasi cucTema, kotopasi No3BosnseT
yApocTUTh paspaboTky. OgHako, Mpy UCMONb30BaHNM ABUXKKA TEPSIETCS YacTb ’MOKOCTM B HACTPOMKaXx.
Mosi 3ajaya — onucaTb Kak MOXHO 6onee noapo6HbI MPOLLECC HAaNMCaHUst Urpbl MO CaMoMy

CroXxHoMy nyTu, xoTsl Python u ynpouaet yactb BeLlei.

A pelumnn nucatb Urpy Ha s3bike Python, NoTomy 4TO S ero XopoLUo 3Hato 1 OH A5t MeHs yao6eH. A
0603xato Urpbl, HO BblyuMBaTh HOBbIV S13bIK TOMbLKO A1 TOro, YTOObI HAaNUcaTb Urpy - Ha MOV B3rnsaA,
04YeHb MyTOpHO. CBOMM NMPUMEPOM 5 XO4y MoKasaThb, YTO HET HUYETO HEBO3MOXXHOTO. [laxe ¢ MMTOHa
MOYXHO Ha4yaTb CBOW MyTb B UIPOBYHO MHAYCTPULO!

OTa KHura 6yaeT MHTepecHa BCEM, KTO Hayan CBOé 3HaKOMCTBO C A3blkoM Python. B kHure 6yaet
00BACHATLCSA BCE BOMPOChI, KOTOPbIE 3aTparnBaoT UrPoBble MexaHuku. MuHMMmanbsHbI nopor Bxoaa Ans

NPOYTEHNS AaHHOWM KHUIMM — NpoviaeHHbIN Kypc "lNokonenne Python": kypc Ans HaunMHaLWmX.

ABTOp KHUrK - Banepuit JInHbkoB: 6onee 8 net B IT-06paszoBaHuny oT ceTel Ao 3mei!

PepakTop - AHacTacus JIuHbkoBa: bonee 7 neT 0ObsICHAET CNOXHbIE BELLM NPOCTLIMU CIIOBAMM.


https://habr.com/ru/articles/470099/
https://stepik.org/course/58852/syllabus

Ecnu Bbl HaWNM owmodkM - HanMwKTe Ha novty admin@montirovka.com . Mpuwnem Bam NpeseHT 3a

Bally BHUMATENIbHOCTb )
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NoaroroBka

CHavana co3gagum nanky npoekta. A Hassan npoekT PyZelda v B nanke npoekTa ecTb elé 4

avpekTtopuu: audio, code, graphic n map.
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[anee B nanke code co3naaum Tpu danina:

® main.py — OCHOBHOW dhairn urpsbl

e settings.py — HaCTPOMKM UIPbI: TYT Mbl YKaXKeM HacTPONKM MOMel 1 OCHOBHbIX AaHHbIX MO OKHY U
NpOpPMCOBKe.

e debug.py — daiin gebaruHra

Mepen paboTon, He 3abyabTe ckavaTb bubnuoteky PyGame (pip install pygame)


af://n43

AWINDOWS\system32\cmd.exe

Desktop\PyZelda\code via @ v3.10.11
main.py
Traceback (most recent call last):
File "C:\Users\Valery\Desktop\PyZelda\code\main.py", line 1, in <module>
import pygame, sys #
ModuleNotFoundError: No module named 'pygame’

Desktop\PyZelda\code via @ v3.10.11
install pygame
Collecting pygame
Obtaining dependency information for pygame from https://files.pythonhosted.org/packages/54/77/235d51462fae6acb3464e86
ccc254F860e03567876afb43785b4b2ce1819/pygame-2.5.2-cp318-cp318-win_amde4 .whl.metadata
Downloading pygame-2.5.2-cp310- cp31e win_amdé4.whl.metadata (13 kB)

Installing collected packages: pygame
Successfully installed pygame-2.5.2

[ ] A new release of pip is available:
[ ] To update, run:

Desktop\PyZelda\code via @ v3.10.11 took 15s

®dann main:

import pygame, sys #umnopTupyem 6ubnuoteku PyGame u Sys
from settings import * #umnopT u3 danna settings

class Game: #0OCHOBHOM KJlaCC WU pbl
def __init__(self): #co3maém KOHCTPYKTOp KJacca
pygame.init() #KOHCTPYKTOpP MCNONb3yeT KOHCTPYKUUM M3 BubnmoTeknm PyGame
self.screen = pygame.display.set_mode((WIDTH,HEIGTH)) #3abupaeT u3
HaWero MpoekTa 3KpaH B BUAE PA3MEPOB B WMPUHY M BbICOTY
pygame.display.set_caption("Pyzelda") #YcTaHaBiuMBaem Ha3BaHWEe HalWero
OKHa

self.clock = pygame.time.Clock() #a Takxe, 3abupaeT M3 npoekTa Bpems

def run(self): #dyHKkuma 3anycka urpsl
while True: #80 BbixOAQ M3 WUrpbl OHA AKTMBHA
for event in pygame.event.get(): #npocmoTp cobbiTuUn B urpe
if event.type == pygame.QUIT: #cenyac Mbl MOXEM TOJIbKO BbINTU U
npu Bbixone:

pygame.quit() #Bbi3biBaeM MeTOJ, 3aKpbITUA UIpPbI

sys.exit() #u 3aKkpbiBaeM OKHO CUCTEMbl
self.screen.fil11('green') #nomuMmo cob6bITMI, yKa3blBaeMm LBET 3KpaHa
pygame.display.update() #obHoBnsem 3kpaH
self.clock.tick(FPS) #3anpawuBaem FPS

if _name_ == '_main__"': #3anyck urpbsl TO/NbKO M3 main-tanna
game = Game() #Ecnu ¢awn main, TO cama urpa Bbi3biBaeT Kiacc. ..
game.run() #...1 3anyckaeT (yHKUMIO run mM3 kKJjacca

B danine main mbl 3anyckaem urpy. Cosgaém KoHCTpykTop Ha 6a3e PyGame 1 paboTtaem ¢ BXOOHbIMM
darnamm n gaHHbIMU.

®ann setting.py:

WIDTH = 1280 #llMpuHa 3KpaHa
HEIGTH = 720 #BbicoTa 3KpaHa



FPS =

60 #4mcno FPS

TILESIZE 64 #Pa3mep Tamna (KBaapaTa TeKCTypbl)

WORLD_MAP [ #KapTa mupa coctont n3 20x20 kBaapaToB
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B settings.py 6yayT Bce HacTpouiku nrpbl. CTaHOapTHbIE LWMPUHA U BbICOTa OKHA, a Takke Yncno FPS
(4yacToTa 06HOBEHUA OKHA) N camas MHTepecHasi YacTb — pasmep Tamnna. Kak s rosopun paHee, Tann
— 3TO KBaZpaT TEKCTYPbl U UMEHHO 3TOT KBaApaT Mbl ONUCbIBAEM pa3mepamMu. BeicoTa n lwinpuHa
Kagpa nsamepsietca B nukcensax (a ycraHosun 1280 Ha 720), Kak 1 cam Tain, HO eCTb BaXKHbIN MOMEHT
— Taunn Bceraa kBagpaTHbli. [oaToMy, Mbl MponNUcLIBaeM pa3mep KBagpara Tarna (oH y Hac 64 Ha 64
nukcens). Janee mbl co3gaém kapty mupa. Cernvac oHa 20 Ha 20 TannoB (ganee B npoekte byaem

Vo

pucoBatb BCE Tannamu). A o6o3Haumn, 4To 'x' — 3TO KOHeL, KapThl, a ',' — nycTtoe MecTo ans

nrpbi.



Danee dann debug.py:

import pygame #CHoBa obpawaemcs k PyGame
pygame.init() #Mcnonb3yem 6a30Bbli KOHCTPYKTOP
font = pygame.font.Font(None, 30) #Yka3biBaem wpuhT

def debug(info, y = 10, x = 10): #Cama ¢yHKuuMs aebara

display_surface = pygame.display.get_surface() #Monyyaem cCbUIKYy Ha TeKylly
YCTAHOBJIEHHYI MOBEPXHOCTb OTObpaxeHus B urpe

debug_surf = font.render(str(info), True, "Red") #PeHaepum TekcT (8 cpenan
ero KpacHbIM)

debug_rect = debug_surf.get_rect(topleft = (x, y)) #Yka3biBamem MecTo
oTobpaxeHus MHObI Ha 3KpaHe (NIeBbIN BEPXHUN Yrosn)

pygame.draw.rect(display_surface, "white", debug_rect) #[enaem MUKPO-KOHCONb
B BuAe npAMoyrosibHMKa (U aa oH benvii, b6yaeT 6enas KOHCO/b C KPAcCHbIM TEKCTOM)

display_surface.blit(debug_surf, debug_rect) #Cobupaem Haluy MUKPO-KOHCONb C
napamMeTpamy TeKcCTa

B atom channe mbl cozgagum gebar urpbl. 3To None, KOTOPOe Mbl BbIBOAMM BBEPXY CrieBa 3KpaHa, U B
HEM nokasblBaeM HyXHbIi Ham TekcT. [1nsa 3anycka gebara HyxHo nMmnoptuposaTs debug B main-caiin

1 BbIBECTW YTO-TO MOCIIE OTPUCOBKM OKHA. [TpumepHo Tak (dhann main.py):

import pygame, sys #umnopTupyem bubnuoTeku PyGame u Sys
from settings import * #umnopT u3 danna settings
from debug import debug #umnopTupyem pebar <----------—-——-—-—-—-—-

class Game: #OCHOBHOM KnaccC uMrpsl
def _init__(self): #co3aaém KOHCTpPYKTOp Kjiacca
pygame.init() #KOHCTPYKTOp MCNONb3yeT KOHCTPyKUuMM U3 bubnmoTekn PyGame
self.screen = pygame.display.set_mode((WIDTH,HEIGTH)) #3abupaeT u3
Hallero NpoekTa 3KpaH B BUAE PA3MEPOB B WWPUHY W BbICOTY
pygame.display.set_caption("Pyzelda") #YcTaHaBnvMBaem Ha3BaHME HallEro
OKHa
self.clock = pygame.time.Clock() #a Takxe, 3abupaeT M3 NpoekTa Bpems

def run(self): #dyHKkuma 3anycka urpsl
while True: #p0 BbiXOAA M3 WUrpbl OHAa AKTUBHA
for event in pygame.event.get(): #npocmoTp cobbiTuii B uUrpe
if event.type == pygame.QUIT: #cenyac Mbl MOXEM TOSIbKO BbINTU U
npu Bbixoze:

pygame.quit() #Bbi3biIBaeM MeTOJA 3aKpbITUS MWIFPbl

sys.exit() #un 3akpbiBaeM OKHO CUCTEMbl
self.screen.fil11('green') #nomumo cob6bITMI, yKa3blBaeM LBET 3KpaHa
debug('Ué kak? 4 pebar!') #llebaxum <----------———————-
pygame.display.update() #obHoBnsem 3kpaH
self.clock.tick(FPS) #3anpawvBaem FPS

if _name_ == '_main__": #3anyck urpbl TO/JbKO M3 main-tpanna
game = Game() #Ecnu ¢dawn main, TO cama wMrpa Bbi3bIBAET KjacCC...

game.run() #...n 3anyckaeT (GYHKUMHO run u3 kjiacca

Mony4nm deepryeckyto Urpy LBETOB:



@ PyZelda - O X

CtapToBbit Habop thannoB AN ckaYyMBaHUS.



https://disk.yandex.ru/d/8jdGZBe3w3plAg

NMuwem ypoBeHb

[nsa Havyana Hy)kHO pa3obpaTbCs B MOHATUM "knacc" B KOHLENUMM OObEKTHO-OPUEHTMPOBAHHOMO
nporpammupoBaHug - OOI. Cenvac Mbl co3gagum knacc Level . B atom knacce ectb BCE
Heobxoanmoe ans paboTbl ¢ o6bekTamm BHYTpU. Knacc Level u ecTb Hala urpa, Tak Kak MMEHHO 3TOT
knacc cobupaet Bce cnpanTbl (Mrpok, Bparu, kapta mmpa u 1.4.). [lommmo cammx cnpanToB Hac
MHTepecyeT Habop ANEeMEHTOB, CBA3AHHbIX C MOACYETOM TEX UKW UHbIX NYHKTOB. Kak s roBopun paHee,
OBWKOK HY>KEH OIS MPONUCbIBaHNs (h13nkK, a hmsnka — 3TO0 MaTeMaTUYeCKMIn cnocob onvcatb
noseaeHne obwekTa. Takum o6pasom, Mbl B3aMMOLENCTBYEM C YACIAMU 1 napaMmeTpamMu. JTO TOXe
HaxoauTcd B knacce Level . Hanpumep, ecnu nrpoka ygapuT Bpar, TO Urpok notepsiet 5% 3qopoBbs —

3TO U eCTb HalLK napameTpbl.

Ho ecTb ogHa npobnema - 06bekToB 04eHb MHOTO. YTOObI HE UCKaTb B KOOE KOHKPETHbIM KameHb Ne67,
Oynem pasbusaTtb Koa rpynnamm o6bekToB. [nga aToro co3gaamm Ase rpynnbl: visible_sprites u
obstacle_sprites . Kak Bbl y>xe noHanu, rpynna visible_sprites oTBe4aeT 3a Bce 06bEKTHI,
KOTOpble Nonb3oBaTernb BUAUT (Hanpumep, KapTy Mnpa u nepcoHaxa), a obstacle_sprites — 370
0ObEKTbI, KOTOPbIE HYXHbI 1151 TEXHUYECKOro UCMosb30BaHus. Bce 00bekTbl MOXHO cocnaTth Ha
KOHKpETHbIe rpynnbl Uin Ha Habop rpynmn. Tak, o6bekT "KOT" MoXeT ObITb B rpynne o6bLeKTOB
OBWXYLLMXCS, HO HE B3AaUMOZENCTBYHOLLNX C UrpokoM. Ecnu xxe nobaBuTb KoTa B 06e rpynnbl, OH OyaeT
OTOBpaXEH 1 aKTMBEH.

Mpuctynum k koay. Cosgaanm HoBbiv chann level.py . [ponvwem B HEM CrnegyoLW M KOA:

import pygame

class Level: #Co3panu knacc
def __init__(self): #Ba3oBble mapameTpbl
self.visible_sprites = pygame.sprite.Group() #Co3aanu rpynny BUAUMbIX
3/1eMeHTOoB
self.obstacle_sprites = pygame.sprite.Group() #Co3manu rpynny
TeXHUYECKUX 3/1EMEHTOB

def run(self): #Co3pmanu meTon B Khacce
pass

Mbl cosganu knacc 1 B HEM 2 rpynnbl, a 3aTeM B Kracce co3anu MeTof Bbi3oBa AaHHOro Kracca.
[anee HyXHO BEpHyTbCA B Main-gann n umnoptmposaTb krnacc Level (from level import
Level ), o6bsBuTb knacc Level (self.Tlevel = Level() ), a Taxe 3anycTUTb €ro B camom run-
MeToge B main (self.level.run() ). A pewwnn noka ybpaTb gebar n3 npoekTa, Tak Kak cenyac

[ebaxnTb HeYvero 1 rHarnbHbIM Ko B main-darine BbirmaguT Tak:

import pygame, sys #umnopTupyem bubnuoTeku PyGame u Sys
from settings import * #umnopT u3 danna settings
from level import Level #+++ umnopT u3 damna level knacc Level +++

class Game: #OCHOBHOM KJlaCC WIpbl
def __init__(self): #co3maém KOHCTPYKTOp KJjacca
pygame.init() #KOHCTPYKTOp MCNONb3yeT KOHCTPYyKUMM U3 bubnmnoTekn PyGame
self.screen = pygame.display.set_mode((WIDTH,HEIGTH)) #3abupaeT u3
Hallero NpoekTa 3KpaH B BUAE PA3MEpPOB B WWPUWHY U BbICOTY
pygame.display.set_caption("Pyzelda") #YcTaHaBnvMBaem Ha3BaHWe Hallero
OKHa
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self.clock

pygame.time.Clock() #a Takxe, 3abupaeT M3 npoekTa Bpems

self.level = Level() #+++ obbEBUAN Level +++

def run(self): #dyHkuma 3anycka urpsl
while True: #p0 BbixOAQA M3 WUrpbl OHA AKTUBHA
for event in pygame.event.get(): #npocmoTp cobbiTun B uUrpe
if event.type == pygame.QUIT: #cenyac Mbl MOXEM TOJIbKO BbIATU U
npu BbiXoze:

pygame.quit() #Bbi3biBaeM MeTOJ 3aKpbITUS UIpbl

sys.exit() #u 3aKkpbilBaeM OKHO CUCTEMbl
self.screen.fill1('green') #nomMumo cobbLITUIA, yKa3biBaem LBET 3KpaHa
self.level.run() #+++ 3anyctunu dyHkumio run B danne level B knacce

Level +++
pygame.display.update() #obHoBnsem 3kpaH
self.clock.tick(FPS) #3anpawvBaem FPS

if _name__ == '_main__": #3anyck urpbl TO/bKO M3 main-danna

game = Game() #Ecnu ¢dawn main, TO cama wMrpa Bbi3bIBAET KjaCC. ..
game.run() #...n 3anyckaeT ¢GYHKUMHO run u3 kiacca

[NasaiiTe nponuiiem 4YTo-To B krnacce Level. Takum 06pa3om, Mbl cO30aaMM MOASIOKKY U3 3€MEHOM0
dboHa, a cBEpPXY HANOXNM HOBble 06BEKTLI. [ 3TOro Mbl BOCMOSb3yeMCsi MPOCTbIM METOAOM, Kak B U B

nebare: display_surface = pygame.display.get_surface() . B koage c Level oHO BbIrAAUT Tak:

import pygame

class Level: #co3panu knacc
def __init__(self): #6a3oBble napameTpsl
self.display_surface = pygame.display.get_surface() #co3aanu HOBbIA CJiOlU
0b6bekToB

self.visible_sprites = pygame.sprite.Group() #cosnanu rpynny BUAUMbIX

3/1eMeHTOoB
self.obstacle_sprites = pygame.sprite.Group() #cosganu rpynny
TeXHUYECKUX 3JIEMEHTOB

def run(self): #co3manu meTon B Knacce
pass

Cewyac HU4ero He NOMEHSIETCS, Tak Kak Mbl 0ObABUMN YTO 6yneM YTO-TO puUcoBaTb, HO HNYero He

HapucoBasnu. MpUCTynuMm K NpoLieccy OTPUCOBKM: A1s 3TOro Co3daanm HOBbIN dhann tile.py .

import pygame
from settings import *

class Tile(pygame.sprite.Sprite):
def _init__(self, pos, groups):
super().__init__(groups) #Hacneayem BCe Trpynnmbl
self.image = pygame.image.load('../graphic/box.png').convert_alpha()
#yka3biBaeM afpec KapTWUHKM
self.rect = self.image.get_rect(topleft = pos) #ykasbiBaem no3uuui

OoTpUCOBKM (J1IEBbIN BEPXHUWA YT OJ)



MHTepecHoro B aToM Kofe mano. Mbl umnopTrpyem pygame (cHoBa v cHoBa). 3 dbanna
settings.py Mbl 6epém BCto MHpOpMaLMIO MO pasMeTKe MoNs — NO3TOMY Mbl €r0 OCTaBNAeM 34ecChb.
[Hanee, Mbl co3gaém HoBbIM kracc Tile . B HEM cozgaém napameTtpbl cebs, mo3numio 1 rpynny

HacneposBaHu4. danee, komangon super() Mbl BKIKOYaem HacnenoBaHve. [lanee ykasbiBaem

KapTUHKM CaMUX NPEAMETOB U rect AaHHbIX KAPTUHOK. M3 MHTepecHoro, convert_alpha() . 9Tta
doyHKUMS Narrerima co3aaeT HOBYHO KOMUIO NMOBEPXHOCTY C XKenaeMbiM chopmaTom nukcenei. Cyposast
HeobXoAUMOCTb, YTOObI NarreiM MNOHSAM YTO Mbl Aenaem.

Takow xe kog co3gagum B hanne player.py :

import pygame
from settings import *

class Player(pygame.sprite.Sprite):
def __init__(self, pos, groups):
super() .__init__(groups)
self.image = pygame.image.load('../graphic/link.png"').convert_alpha(Q)
self.rect = self.image.get_rect(topleft = pos)

OTnnyme gaHHoro Koga nvllb B OBYX MecCTax:

e 4 cospgan knacc Player BmecTo Tile

e 3ameHunu KapTUHKY C KOPODOK Ha repost Xarpyna :)

Bce npeceTbl kapTMHOK 51 B3sin 13 npoekta NinjaAdventure. Tam ecTb cnocob ckavatb 6ecnnartHble

ceTbl rpadukn. O6pesan kapTuki B OTOLLOMNE U NOMAYYM MUHU-U300paXKeHNS.

Tenepb oToOpa3um Hally MMpoBYIO KapTy. [lenatb Mbl 3T0 byaem B channe level.py, Tak Kak UMEHHO
B HEM Mbl XpaHVUM BCIO HY>KHYH MHCpOPMaLMO NPO KOHKPETHBIN YypoBeHb. Cpasy uMnopTupyem

settings.py uobpatumcs k kapte. duHan paboTtbl OyeT BbIrMsaAeTb Tak:

import pygame
from settings import *

class Level: #co3pganu knacc
def __init__(self): #6a3oBble napameTpsl

self.display_surface = pygame.display.get_surface() #co3aanu HOBbIA C/ON
0bbekTOB

self.visible_sprites = pygame.sprite.Group() #co3aanu rpynny BUAUMbIX
3/1IEMEHTOB

self.obstacle_sprites = pygame.sprite.Group() #cosganu rpynny
TeXHUYECKUX D/IEMEHTOB

self.create_map()

def create_map(self):
for row in WORLD_MAP:

print(row)

def run(self): #co3panu meTon B Khacce
pass

Mocne 3anycka main-ganna urpa HUKaK He MOMEeHsachb, HO Mbl B TEPMUHAnNe oTnevaTanu kapTy.


https://docs-python.ru/tutorial/vstroennye-funktsii-interpretatora-python/funktsija-super/
https://younglinux.info/pygame/rect
https://pixel-boy.itch.io/ninja-adventure-asset-pack

] KomanpHas ctpoka

Desktop\PyZelda\code via
main.py
pygame 2.5.2 (SDL 2.28.3, Python 3.10.11)
from the pygame community. https://www.pygame.org/contribute.html
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Desktop\PyZelda\code

Mpo kapty. Ans ynpollieHusa paboTbl s co3gan KNeTky (HanomHo, 4To oHa pa3mepom 64 Ha 64
NUKCens), 1 ykasblBalo CMMBOMaMU YTO Kyada cTaBuThb. [octaBun kapTy A Tak: 'X' — 310 Kopobky, ',' —
nyctoe MecTo, a 'p' — 3TO HaLl repown.

370, KOHEYHO, KPYTO, HO BOT 51 XOTen Obl HapMcoBaTh KapTy B Urpe, a He B TepMuHane. [Ans atoro,
MoaepHusmpyem kog. Pabotaem Tonbko ¢ dpavinom level.py:

import pygame

from settings import *
from tile import Tile
from player import Player

class Level: #co3panu knacc
def __init__(self): #6a3oBble napameTpsl

self.display_surface = pygame.display.get_surface() #co3aanu HOBbI CJiOU
obbekTOB

self.visible_sprites = pygame.sprite.Group() #co3aanu rpynny BUAUMbIX
3/1EMEHTOB

self.obstacle_sprites = pygame.sprite.Group() #cosapanu rpynny
TEeXHUYECKUX 3DNIEMEHTOB

self.create_map()

def create_map(self):
for row_index, row in enumerate (WORLD_MAP):
for col_index, col in enumerate(row):
x = col_index * TILESIZE
y = row_index * TILESIZE
if col == "x":
Tile((x, y), [self.visible_sprites])

if col == "p
Player((x, y), [self.visible_sprites])

def run(self): #co3panu meTon B Khacce
self.visible_sprites.draw(self.display_surface)



Bcé uto g genaro — npoxoxy MaccuB OaHHbIX M YMHOXa0 3NIEMEHT Ha 64, Tak Kak pa3amep MOero

Tanna paeeH 64 nukcenam. [lanee, ecnv anemMeHT paBeH 'x' 3aMeHsito ero Ha Kopobky, aecnn 'p',
TO Ha reposi. 3atem s nponuncan B MeTOAe 3anycka MeTof, OTPUCOBKU NMons. Takke Ha kapTe S 3aMeHUI
oaHy ',

Ha 'p'. W pesynbrar:
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B main-dhaiine, 3ameHuB LBET hoHa Ha YEPHBIW, a pa3mep Tarna Ha 32 nukcens, s Nosy4Yun aTo:
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. Cpasy oroBoptocb, 4TO 0TOBpaxxeHne He COBCEM KOPPEKTHOE
n3-3a camux KapTUHOK. H He nogbusan ux K pasmepy 64 Ha 64 nukcens. Janee 9 ucnpasun 310 U

BEPHYN pa3mep Tanna B 64 Ha 64 nukcens.


https://disk.yandex.ru/d/ZYjndkgFeRALkA

Co3pnaém urpoka

Wrpok JormkeH ymMeTb nepeaBurateCsl U CTankmBaThbCsl C CyLLEeCTBYOLWMMY o6bekTamn. CHavana

3anuviiem ero ABmxeHud: nepexoamm B player.py u nponucbiBaem d)yHKLLI/IlO nepemMeLlleHund. Kog B

player.py:

import pygame
from settings import *

class Player(pygame.sprite.Sprite):
def __init__(self, pos, groups):
super() .__init__(groups)
self.image = pygame.image.load('../graphic/link.png').convert_alpha()
self.rect = self.image.get_rect(topleft = pos)

self.direction = pygame.math.vector2() #obpauaemcs K HanpaB/eHU 4Yepes
BEKTOp

def input(self): #Bapbupyem KHOMKU
keys = pygame.key.get_pressed()

if keys[pygame.K_UP]:
self.direction.y = -1
elif keys[pygame.K_DOWN] :
self.direction.y = 1
else:
self.direction.y = 0

if keys[pygame.K_LEFT]:
self.direction.x = -1
elif keys[pygame.K_RIGHT]:
self.direction.x = 1
else:

Il
o

self.direction.x

def update(self):
self.input()

TyT ¢ KOAOM JOCTaTOYHO NpocTo. B cbyHKkumn self.direction = pygame.math.vector2() mbl
3a72éM BEKTOP TO4Yke. TOYKa — 3TO Hall repou, a ero Bektop 6ontaeTca B guanasoHe ot -1 go 1.
OyHkUMA keys = pygame.key.get_pressed() no3BonsieT npodorkatb HaxaTue v Toraa, repon
OOIKEH pasroHsaTbes. Ecnn HaxaTtusa HeT — BekTop paBeH O 1 repoi TOPMO3UT. ATO OYEHb YCMOBHOE,
HO NPUNUCbLIBAHNE NHEPLUW.

Ewe B charine level.py B dyHKUMM run s 3anucan oGHOBMEHME BCEX CMPaANTOB. ATO CTpoYKa koga
BMaa:

self.visible_sprites.update()

Ewé g nepenncan B ToM Xe chaine BbI30B reposi. MHe 3T0 Hy>HO Ans rnmobanusauum no3muum reposi.
M3 cTpokmn
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Player((x, y), [self.visible_sprites])

A coenan

self.player = Player((x, y), [self.visible_sprites])

Mpopomkm NPOPMCOBKY ABMXEHUI B cparine player.py . Co3gagnm ewwé oguH napamerTp —

ckopocTb. [Ans atoro B rnobanbHble napameTpbl (__init__ ) ao6aBum cTpouky self.speed = 5

Takxke HanvwemM QyYHKLMIO move :

def move(self, speed):
self.rect.center += self.direction * speed

M B update-cyHkuuy nponuiuem ABMXKeHUS nepcoHaxa: self.move(self.speed) .

Pesynbrar:

Ecnu npurnagetbces, To no gnaroHanu JInHk 6exuT 4yTb GbicTpee. [leno B TOM, 4TO OH 6eXuT no
AnaroHarnu co CKOpPOCTbIO KOPeHb U3 ABYX, YTO NpMMepHO pasHo 1.4. Mbl nponucanu CKOpoCTb BBEPX,
BHW3, BMEBO M BNPaBO paBHOM 1, a BOT NO AMaroHanu n3 npasui MateMaTuKK, MOXHO NMOHATb, YTO
OSIMHa rMNoTEHY3bl paBHa CyMMe KBaapaToB AfIMH OCHOBaHUIM KBagpaTta nod KOPHEM, TO €CTb KOPeHb
n3 (172 + 172). Vicnpaeum gaHHbIn 6ar Hopmanu3aumer ot PyGame (ga-ga, kak B Unity).

VMcnpaBneHHasa OyHKUNSA OBMXKEHNS:

def move(self, speed):
if self.direction.magnitude() != 0:
self.direction = self.direction.normalize()
self.rect.center += self.direction * speed

Tenepb BTOpasa npobnema. JInHk — TaHk. OH cbnBaeT BCE Ha CBOEM NyTWU. Ham Hy>Hbl OOBbEKTHI, C

KOTOPbIMA OH 6y,u,eT cTankmeaTbcs He 3abbiBaliTe, 4To BCce 0OBHEKTHI Y HaC — KBagpartbl Tannamu.



Cenyac ectb npobnema — anin player.py He 3HAET O HaNM4YUKU TalNoB, KOTOPbLIE OTOBpaXatoTCs
Yepes dharin ypoBHs. [NoaTomy gagmum danny HoBbIn aprymeHT. [JobaBuM ero B init M HAa30BEM
obstacle_sprites . Takke He 3a0yabTe B (hanne ypoBHS cocnatbCcs Ha obstacle_sprites B

OTPUCOBKE TOYKM uUrpoka. [ns atoro B panne level.py 3amMeHUTe CTPOKY:

self.player = Player((x, y), [self.visible_sprites])

Ha cTpoky:

self.player

Player((x, y), [self.visible_sprites], self.obstacle_sprites)

B dharine urpoka cosgagmMm MeToa CTONKHOBEHUI Nog, Has3BaHne collision . yHKUKMS:

def collision(self, direction):
if direction == 'horizontal':
for sprite in self.obstacle_sprites:
if sprite.rect.colliderect(self.rect):

if self.direction.x > 0: #aBuraem Bnpaeo
self.rect.right = sprite.rect.left

if self.direction.x < 0: #aBuraem BnNeBo
self.rect.left = sprite.rect.right

if direction == 'vertical':
for sprite in self.obstacle_sprites:
if sprite.rect.colliderect(self.rect):
if self.direction.y > 0: #aBuraem BHU3
self.rect.bottom = sprite.rect.top
if self.direction.y < 0: #aBuraem BBepx
self.rect.top = sprite.rect.bottom

B Heln BCé pasgeneHo Ha ABe KoopanHaThl. 1o ropnsoHTanbHon ocu — X, Mo BepTukansHon — Y. Ecnn
CTONKHOBEHWE NPOU30LLIIO MO roOpU3oHTanNK, To AenaemM cMeLleHus (BnpaBo nnv BneBso). Toxe camoe
no BepTMKanu, HoO Tam BHM3 1 BBepX. [locneaHuin war — pasgenuTb METOA B ABMXXEHMM Ha ABa

BapuaHTa: BepTuKarnbHbIN 1 FOpU3oHTanbHbIN. TO eCTb U3 CTPOKM:

self.rect.center += self.direction * speed

[enaem cTpyKTypy:

self.rect.x += self.direction.x * speed
self.collision('horizontal"')

self.rect.y += self.direction.y * speed
self.collision('vertical")

Monyyaem repos Xanpyna 6e3 HaknoHHOCTEN B NpuBEAEHNE:



M3 npeabigyLien rmdkn BUuaHa crnegyrowas 3agada — cosgaHve kamepbl. OTUM 1 3anmMémce. Cebinka.

Ha 3TOT 3T1ar.


https://disk.yandex.ru/d/mpG1VH3zri3ioA

Co3paHue Kamepbl

Mpepnarato co3gatb KaMepy C Y4ETOM BEKTOPa HanpaBneHus OBMKEHUsI nepcoHaxa. Mbl byaem
OBuratb Kamepy BMecCTe C nepcoHaxem. [epexoamm K dariny ypoBHs 1 co3gaéM HOBbIN Knacc.

class YSortCameraGroup(pygame.sprite.Group):
def __init__(self):
super(Q).__init_QO

Bcé, uto s caenan — cosgan HOBbIW MyCTOM KIacc ¢ HacnegoBaHnem Bcero 1 BcA. [anee npumeHsem
ero BMecto pygame.sprite.Group() B visible_sprites, gabbl He TaBTONOrMpPOBaThCS, a

ccbinaTtbcs Ha Knacc ¢ 6onee TOHKUMU HaCTpOVIKaMVI. Tenepb K TOHKOCTAM:

class YSortCameraGroup(pygame.sprite.Group):
def __init__(self):
super(Q).__init_Q
self.display_surface = pygame.display.get_surface()

def custom_draw(self):
for sprite in self.sprites():
self.display_surface.blit(sprite.image, sprite.rect) #npopucyem
HOBYK MOBEPXHOCTb M OTpUCyem eé

3aeck nobaBneHbl Te e 0TObpaXKeHUs: HOBbIX MOBEPXHOCTE B MMaBHOMO AEMOHa C HacregoBaHUeM u

CcO37aH MEeTof pyyHOM oTpmncoBkK ( custom_draw ).

JeMoH — 3To nporpaMma (Unu YacTb Nporpammbl), KoTopas 3anyckaeTcs B (DOHOBOM pexume (6e3
TepMuHana unmv norb3oBaTenbCKoro NHTepdenca), oxuaan cobbITUin U Npeanaras Kakme-To Cryxobl
AnNs VX BbIMOMHEHMs.

B kode camblii MHTepecHbIN NYHKT B display_surface.blit. Surface cosgaét HOBbIN CroO 0GBLEKTOB,
a blit otpucoBbiBaeT nx. [lanee Mbl nepefaém KapTUHKK 1 urypbl. CKOpo 1 3TO NepenuLieM, Tak Kak
HaM HYXXHbl BEKTOPbI. OTUM U1 3anmémcs. BekTop 3Hakom Bam no xoabbe JluHka. [lanee cHoBa

yINy4LLIUM Kracc;

class YSortCameraGroup(pygame.sprite.Group):
def _init__(self):
super(Q).__init_Q
self.display_surface = pygame.display.get_surface()
self.offset = pygame.math.vector2()

def custom_draw(self):
for sprite in self.sprites():
offset_pos = sprite.rect.topleft + self.offset #onpeaensaem nosuuuw
NyTEM CpaBHEHUA BEPXHEro JIeBOro yrsia C BEKTOPOM HanpaBieHus
self.display_surface.blit(sprite.image, offset_pos) #npopucyem HOBy
NOBEPXHOCTb U OTpuUcyem eé

13 HoBOroO TONbKO OAHA KOHCTPYKLUMS B MeToae. OHa HanpaeneHa Ha onpefeneHne BEpXHEro NIeBOro
yrra, OTPMCOBKY U NMOCIeayoLLy CyMMy C BEKTOPOM HanpasreHusi. [lanee B run-metoae, He 3abyasre

NMOMEHSITb OTPUCOBKY C 6a30BOI Ha Hally kKacTOMHYyto. [prMepHO Tak:
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self.visible_sprites.custom_draw()

Ecnu Bbl caenanuy Bcé BepHO, BCTABMB B BEKTOP 2 3HAYEHUsI (X U Y), Bbl yBUAUTE NEpPEMELLEHNE KapThbl.
A noctaun -150 1 -150 1 nony4mn aTo:

= (% 1 ®

OcTanocbk nepemMeLLaTbCs, 3aLenmBLUNCH 3a repos. Ero Mbl ocTaByM Mo LIEHTPY aKpaHa (ga
3gpascTByeT anoxe Dendy). Haw kog no gopaboTke:

class YSortCameraGroup(pygame.sprite.Group):
def _init__(self):

super(Q).__init_Q

self.display_surface = pygame.display.get_surface()

self.half_width = self.display_surface.get_size()[0] // 2 #cepeanHa
OTPUCOBAHHOIO 3KpaHa Mo WUpUHE

self.half_heigth = self.display_surface.get_size()[1] // 2 #cepeauHa
OTPUCOBAHHOIO 3KpaHa Mo BbICOTE

self.offset = pygame.math.vector2()

def custom_draw(self, player):
self.offset.x = player.rect.centerx - self.half_width #koopavHaTa x
JInHKa
self.offset.y = player.rect.centery - self.half_heigth #koopanHaTa y
JInHKa
for sprite in self.sprites():
offset_pos = sprite.rect.topleft - self.offset #onpeaensem nosuuui
nyTEM CpaBHEHUA BEPXHEro JIeBOro yrjia C BEKTOPOM HanpaBieHus
self.display_surface.blit(sprite.image, offset_pos) #npopucyem HoBy
NOBEPXHOCTb U OTpuUcyem eé

B 6a3oBbix AeMOHOB A06aBUnM pa3Mepbl 3KpaHa 1 LEHTP akpaHa (Haueno genvm nononam). B Hawy
KaCTOMHYI0 pMcOoBarskKy nepeaaavM KOOpAMHaThl Urpoka 1 Mo X, y odcetam BbicHnTaem nx. Ytoobel
n36aBMTbCA OT "MbsSHOM KamMepbl”, 1 BblUMTA0 BEKTOP HanpasreHus, a He npubaensto ero. He 3abyakste
run-metoge nepenatb self.player . Pesynsrart



Tenepb HyXHO pa3obpaTbes ¢ xuTbokcamu. Cenyac y Hac rpaduka n3 eHau, rae kaxabli o6bekT

CTOUT MO KOHKPETHBIM KrneTkam (Tannam). Hy>kHo aTo ucnpasutb. s Havyana nepengem K HacTponkam
Tanna v gonuilem oanH AEeMOH-3TEMEHT:.

self.hitbox = self.rect.inflate(0, -10)

Takum obpasom, Mbl ymeHbLUMM xnutboke Ha 10 nukcenen. Tak Kak OTPUCOBKA MOET U3 LEeHTPa — Mb
yMeHbLLIaeM XMTOOKC CBEPXY M CHU3Y Ha 5 nukcenen. B geMoHax urpoka nponuiiemM ToT e Ko, HO
YMeHbLUMM XUTOOKC Ha 26 nukcenewn. [anee, Halwa 3agada ABUratbCs U NPOBEPSTh KOMMM3nm Yepes
XUTBOoKChl. [1na 3T0ro 06beKThl C rect.x 3ameHum Ha hitbox.x . Torgaa move-gyHKUNS BbIrMAgUT

Tak:

def move(self, speed):

if self.direction.magnitude() != 0:
self.direction = self.direction.normalize()

self.hitbox.x += self.direction.x * speed
self.collision('horizontal"')
self.hitbox.y += self.direction.y * speed
self.collision('vertical')
self.rect.center = self.hitbox.center

MoynHuM konnunanm:

def collision(self, direction):
if direction == 'horizontal':
for sprite in self.obstacle_sprites:
if sprite.hitbox.colliderect(self.hitbox):

if self.direction.x > 0: #aBuMraem BMpaBo
self.hitbox.right = sprite.hitbox.left

if self.direction.x < 0: #pBuraem BNeBO
self.hitbox.left = sprite.hitbox.right

if direction == 'vertical':
for sprite in self.obstacle_sprites:
if sprite.hitbox.colliderect(self.hitbox):



if self.direction.y > 0: #aBuraem BHU3
self.hitbox.bottom = sprite.hitbox.top

if self.direction.y < 0: #aBuraem BBepx
self.hitbox.top = sprite.hitbox.bottom

Pesynbrar:

JIHKY OTpbIBaET LWwarnky. ATo NPONCXOAUT 13-3a TOrO, YTO M30OPaXKEHMSI XaOTUYHO HAXOAATCS Ha
noBepxHoCTU. Kakne-To BbliLLe, Kakue-To Huxe. icnpaBum 3To Yepes knacc YSort (He NpocTo xe Tak Mbl
Mbl Ha3Banu knacc YSortCameraGroup). [NonpaBmM TOMbKO OfHY CTPOKY:

for sprite in self.sprites():
Ha ctpoky:

for sprite in sorted(self.sprites(), key = lambda sprite: sprite.rect.centery):

Mol coenanun COPTUPOBKY MO y-KoopAunHaTte. I'Ipo J'IFIM6,EI,y MOX>XHO OTAEs1IbHO No4YnNTaTh, HO €CJ11 CKa3aTb

rpy6o — naméaa-yHKUMa — pyHKLUMS, KoTopasi paboTaeT ¢ aHOHUMHbLIMU (PYHKLUSIMUA.

NTor:


https://habr.com/ru/companies/piter/articles/674234/
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Cchblflka Ha 9Tan NpoekTa.



https://disk.yandex.ru/d/yQ82HKzPyOlTMw

Npaduka

MHe npuinock ocBonTb Ans cebst HoByto nporpammy. OHa 6bina o4eHb ApyKentobHOM, 1 CO BTOPOro
pasa s cMor HapucoBaTb nose urpsbl. lNporpamma HasbiBaeTcs Tiled. B Heli MOXHO Nnerko HacTpaveaTb
kapTbl. Cpasy OroBopCb, YTO 3TO MOW NEPBbLIN ONbIT PaboTbl C KapTaMu. ATO CbIrpanio Co MHOM 3Myto

wyTKy. OBaxapl.

YyTb paHee s nucan npo npobnemsl ¢ accetamu. [leno B ToM, 4TO s BbiOpan pasmep Tanna 64
nukcens. ATo CTaHOAPTHOE pa3peLleHre AN urp B psg, HO S He YYEn OMH MOMEHT — BCE acCeThl,
koTopble 6binn y Ninja Adventure 6binu B paspelueHnn 16 Ha 16 nukcenen. ATo HopmarbHO Ans
nukcenbHon rpadukn. B obuiem, 6bina 3agava nonpaBuTb 3TO pacxoxaeHue. Nonpaeka 6bina NpocTomn

— 4 yBenn4un pasmep Hy>XHblX MHE Tannos B 4 pasa B (bOTOLIJOI'Ie. B wtore, nony4ynnocb 13 aToro:

®aiin Pepaktuposanme Wsobpaxenve Crow Tekcr Beisenenme ®wuastp 3D Mpocmorp Moakniouaembie Moy OkHo Crpaska

f® Q ® Q B dfg QK 100% Mogortiars TonHsiih 3kpaH

TilesetFloorDetail.png @ 100% (Cnoii 1, RGB/8#) x
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256 nukc. x 80 uke. (72 ppi)

Cpenatb 310!

Qaiin  Pepakinposanme Wzobpaxenne Cnow Tekcr Buipenerve ®uaetp 3D [Mpocwotp TMoakmouaembie moayn OkHo Cripaka
fn Q ® Q B &g QK 100% flogorHats TonHsilt kpaH

TilesetFloorDetail.png @ 100% (Cnoii 1, RGB/8#) * x
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Caoiicraa
Koppexumn

Buauore...

100% 1024 nve. x 320 uke. (72 ppi)

[Ons oTprcoBku kapThbl, 51 B3an 3 danna (TilesetFloor.png, TilesetFloorDetails.png n
TilesetWater.png):
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YT1o-TO TMNa BOpHUHra. TyT byabTe oCTOpOXKHbLI. MHe npuLnock nepepurcoBaTh kapTy 1 caenaTb
N3 pasHbIX KAPTMHOK C Tannamu ogHy. He noBTopsiTe MOMX OLLIMGOK U CHavarna npoYnTanTe YTto

nponcxoant Hxe B pasgerne "MoHCcTpbI".

Mommmo npoyero, s co3aan 3enéxbli KBagpat 64 Ha 64 1 TakowW e KpacHbI ¢ Npo3pavHocTbio B 20%,
4YTOObI NOCTaBUTb TOYKY criayHa JIMHKa U HeBUAMMbIE CTEHbI ANs Hero. MNpUcTynMM K OTPUCOBKE KapThbl.

OTkpbiBaem Tiled v BbicTaBnsiem crieqyroLme HaCTPOKW: OPTOrOHanbHas KapTa NexuT B koopauHaTax
X MY, 4TO Ham v nopgxoamnT. Crnon Byaet BoiBOAUTECSA B hopmate CSV 1 OTpUCOBLIBaTLCS CrpaBa CHU3Y.
Pasmepbl kapTbl OyayT 80 Ha 60 Tannos, a 310 3HaumT 80 Ha 64 = 5120 n 60 Ha 64 = 3840 nukcenen.



“E" Hoeas kapra - Tiled

64 Touek
80 Taiinos 64 Touek |~

oo |2

Cosfas kapTy, NosyynMm cBoé paGouee nose v NPUCTYNUM K PUCOBaHUIO;

F° Gesemannsiiitm (PyZelda) - Tiled

Cnoti Taiinos 1

Knacc
o}
WnpyHa 80
Buicota 60
WwpwHa Taiinos 64
Buicora Taiinoe 64
BeckoHeuHan (]
[JlavHa cropo Taitna (Teke) |0
O Y
Whaexc Heuetroe
~ Hauano (0.00, 0.00)
X 0,00
Y 0,00
®DopMmar cr0ée Tainoe %
LWinpura BbIBOAHOTO 6n0Ka |16
BeicoTa BbiBOAHOTO 610Ka
MopAAOK OTPUCOBKM TaitnoB
YpoBeHs okaa

» PoHOEBBIif uBeT

Yac paboTbl u pesynbrar:




L

Ceiyac pabota oveHb rpybas. HyxxHo nobaBuTe getanei. 3anmémcs atum. BoT 4to nonyymnock
cnycTst MuHyT 20:

LN

[Hanee g no6asun Tannbl-6noku, Ytobbl 3a HUX JIMHK He Bbibpancs (kyaa x 6e3 HeBUAMMbIX CTEH).
[MmaBHOe — BCe Mors AOMKHbI BbITb 3aMKHYThI, YTOBbI JIMHK BHE3aMHO He 3anetar. Y MeHs NMony4mnrnoch

KaKk-ToO Tak:




YA

[MoTOM 51 BBIKIHOUMI AaHHbIV Crion, YToObl OH He oTBnekarn. [lanee, NnpocTaBnuM MecTa cnayHa MOHCTPOB
(6e60B) 1 rmaBHoro repos - JInHka:

[ob6aBnm napy 06bEKTOB:



KoHeuHo, KapTa MOXeT BbIThb feTanbHee npopaboTaHa, Ho 3TO He Mos 3adada. Mos 3agaya —

NpoBepPUTb Kak TaM UrPOAEB Ha 3MeViKe.
Bcto rpachumky s nepeHéc B nanky graphic, a Takke BbIrpy3urn kapTy B . csv -doopmaTte B nanky map.

Mpuctynum K kogy. [ina Havana, s CkuHyn B nanky Test Hawero JInHka n Kopobky 1 nonpasum Nyt B
npoekTe B charnax player.py u title.py . Nocne 3anycka HU4ero He NomeHsinock. [lanee s pewwnn
MONOXUTb MNOAJIOXKKON Ha YEPHBIN 3KpaH KapTy. S aKcnopTUpoBan KapTUHKY 6e3 cnayHa u
[OMONHUTENBHBIX 06 LEKTOB 1 YCTAHOBUI €€ BbILLE YEPHOrO 3KpaHa, HO HuKe JIMHka ¢ kopobkamu. [Ans
aToro B pavine level.py 51 06bsIBAMN O HAaNMUMK Taknx annos ABYMs CTPOKaMu koaa B Ae@MOHax
Knacca YSortCameraGroup :

self.floor_surf = pygame.image.load('../graphic/map+det.png').convert()
#106aBUNN 3aAHUK KapTbl

self.floor_rect = self.floor_surf.get_rect(topleft = (0, 0)) #oTpucoBKka KapThl C
N1eBOr0 BEPXHEero yrna

[anee B MeToge custom_draw BblYMCIIiEM OTPUCOBKY C ohceTamMu Ansi Kamepamu (BCE POBHO Takxke,
Kak n paHee):

floor_offset_pos = self.floor_rect.topleft - self.offset
self.display_surface.blit(self.floor_surf, floor_offset_pos)

Pesynbrar:
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lMpouncxoanT HacnoeHue cTapou KapThbl M HOBOW. VicnpasuMm 3TO: yaanum BCE B MeToAe create_map B

Tevel.py . HemMHoro nepenucas meTop, s IPUBEN ero K credytowemMy Buay:

def create_map(self):

self.player = Player((1000, 1000), [self.visible_sprites],
self.obstacle_sprites)

Bcé uTo 9 ocTaBmn — 310 OTPUCOBKY MecTa JIMHka Ha KapTe. [1pocTo ykasan KoopauHary.

Tenepb Halla 3agaya NpoB3aMMOAENCTBOBaTL € pannom tile.py Emy HyxHbl Gonee aetanbHble

HaCTPOWKM Aris MPOPUCOBKN OBGBEKTOB U KAPTUHOK KOHKPETHOTO pasmepa. Mpuctynum.



[nsa Ha4ana NnoMMMO NPOYKNX SNIEMEHTOB, JEMOHAM HY>XHO NepenaBaTb HOBbIE [Ba apryMeHTa
sprite_type u surface = pygame.Surface((TILESIZE, TILESIZE)) .[ymato, N0 Ha3BaHuo
MOHATHO, YTO OHM ByaAyT NepegaBaTth TUMN CrpariTa 1 ero pasmep 13 canna settings.py . Ewé

HeMHoro nepepaboTtaem cain 1 Nony4YMM ynpoLleHne KOHCTPYKLMM C CChINKON Ha cebst:

import pygame
from settings import *

class Tile(pygame.sprite.Sprite):
def __init__(self, pos, groups, sprite_type, surface =
pygame.Surface ((TILESIZE, TILESIZE))):
super() .__init__(groups) #Hacneayem BCe rpynnmbl
self.sprite_type = sprite_type
self.image = surface
self.rect = self.image.get_rect(topleft = pos) #yka3biBaem no3uuuio
OTPUCOBKK (NeBbI BEPXHUA YIros)
self.hitbox = self.rect.inflate(0, -10) #penaem no 5 nuckcenem cCBepxy U
CHM3Yy OT camoro obwvekTa, A0 XxuTbOKCa

BepHémcsa B creat_map . Co3gaamm HOBbIV CrioBapb Ha OCHOBE CSV-(halinos:

Tlayout = {
'boundary': dimport_csv_layout('../map/map_Block.csv")

Metoa import_csv_layout Ham He 3HakoM. Hanuwem ero B HOBOW (hanne support.py.

from csv import reader

def import_csv_layout(path):
with open(path) as level_map:
Tayout = reader(level_map, delimiter = ',")
for row in Tayout:
print(row)

import_csv_layout('../map/map_Block.csv')

B oaHHOM koge naét uteHue csv-tparna. A npu uteHun "1" — o3HavaeT, YTo 06bEeKT Tam ecTb, a "-1"
— ero Tam Her.

Pesynbtat BbiBOga support.py :
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YyTb nognpasum, 4ToGbl y Hac Ha Bbixoge Obina MaTpula (MaccuB 13 BbIBEAEHHbLIX CTPOK) U (OyHKLMA

rotToBa:

from csv import reader

def import_csv_layout(path):

terrain_map = []

with open(path) as level_map:

D)

reader(level_map, delimiter

Tayout

for row in layout:

terrain_map.append(list(row))

return terrain_map

Tenepb, BEPHEMCS K creat_map ¥ SONULIEM YHKLMIO OYEHb MOXOXYHO Ha TO, YTO ObINO paHee (He

3abyasTe MMMNoPTUPOBaThL SUPPOTrt):

def create_map(self):

Tayout = {

./map/map_BTlock.csv')

import_csv_layout('.

'boundary':

3

for style, layout in layout.items():

for row_index, row in enumerate(layout):

for col_index, col in enumerate(row):

= '-1":

if col

* TILESIZE

= col_index

X
y

* TILESIZE
'boundary':

row_index

if style

[self.visible_sprites,

Tile((x, y),

"invisible')

self.obstacle_sprites],

[self.visible_sprites],

Player((1000, 1000),

self.obstacle_sprites)

self.player

NTor:



L-‘|éprIe Kpada — 3TO HeBUOWNMbI€ CTEHbI. OcTtanocb 1x ToNbKO caenatb HEBUAUMBIMW. Yaanum

self.visible_sprites.

Cos3nagum ewwé oauH BapuaHT cTuns — objects . TyT HaM NoTpebyeTcs cpasy HECKOIbKO KapTUHOK.
YTo6bl He NepebupaTtb UX BPyYHYIO B support.py CO34aMM HOBbI METOA Noucka KapTUHOK Npu
MOMOLLM 3HAKOMbIM MHOMMM dpyHKLMK walk:

def import_folder(path):

for _, __, img_files in walk(path):

for image in img_files:
full_path = path + '/' + image
print(full_path)

Monyynm BbIBOA:

P~ KomaHpHas cTpoka

.png

.png

.png

.png

.png

.png
Frog.png
Portal.png
Rock.png
SnowRock.png
Tree.png

Desktop\PyZelda\code via
support.py
../graphic/0Objects/1.png
../graphic/0Objects/2.png
../graphic/0Objects/3.png
../graphic/0Objects/4.png
../graphic/0Objects/5.png
../graphic/0Objects/6.png
../graphic/0Objects/Frog.png
../graphic/0Objects/Portal.png
../graphic/0Objects/Rock.png
../graphic/0Objects/SnowRock.png
../graphic/0Objects/Tree.png

Desktop\PyZelda\code via &

HemHoro nepenwuiiem meToa nog pygame:



def import_folder(path):
surface_list = []
for _, __, img_files in walk(path):
for image in img_files:

full_path = path + '/' + image
image_surf = pygame.image.load(full_path).convert_alpha()
surface_list.append(image_surf)

return surface_list

MeTog OTpMCOBKM OOBLEKTOB:

if style == 'objects':
surf = graphics['objects'][int(col)]
Tile((x, y), [self.visible_sprites, self.obstacle_sprites], 'object', surf)

lMepebopom no Bcem darinam BbicTaBnsieM 00bekTbl. Ho ecTb ogHa npobnema. Ecnv 06bekTbl Obinn
OpYyr 3a OpyroM — OHM XaOTUYHO cTaBaTcA. VicnpaBum aTo B tile.py :

if sprite_type == 'object':
self.rect = self.image.get_rect(topleft
else:

(pos[0], pos[1] - TILESIZE))

self.rect = self.image.get_rect(topleft
(neBbIt BEPXHUI yron)

pos) #yka3biBaeM MO3ULMI0 OTPUCOBKMU

B 3TOM MOMEHTEe Mbl OTKIIOUNY NePeKpbITUE 06BbEKTOM APYrux 06bekToB. MiTor — JIMHK rynseT B necy!

Pesynbsrat paboThkl No cebinke. MoMuMo npoyero, ocTaensao npoekT B Tiled, yTobbl BbI camu MoOrnu

"nourparbcsa” ¢ HUM. [lanee Mbl NOroBopmMmM 06 aHMmauuu.


https://disk.yandex.ru/d/eKerCcYDe7tTqA

AHumauums JInHka

CHavana Hy>kHo no6aBuTb gencteme 1 KHonky. Ha ataky 6yget ctoaTb kHonka "lMpoben”. Mponuwem

3TO B player.py:

if keys[pygame.K_SPACE] and not self.attacking:
self.attacking = True

HenoHATHO, 4TO Takoe self.attacking. B gemoHbl harina s gobasun Tpyu napameTtpa: cTatyc ataku
(self.attacking = False), kyngayH nocrne ataku ( self.attack_cooldown = 400 ) n Bpems ataku

(self.attack_time = None).

Hobasrm BpeMs Mexay atakamu. [ocne ycnelwHom atakm co3aaamM KOHCTPYKLMIO:
self.attack_time = pygame.time.get_ticks() cpasy nocne obbsBrneHue ataku donarom True.

[anee nepengém K HacTponke HoBoro metoga cooldowns . Cam meTtog;

def cooldowns(self):
current_time = pygame.time.get_ticks()

if self.attacking:
if current_time - self.attack_time >= self.attack_cooldown:
self.attacking = False

KOHCprKLI,I/IFI OYeHb MnpocTa. Ecnn pa3Hnua BO BpEeMEHU NoCre HaXxXatua MeHbLUe KyJdayHa aTtakm (B

Moéwm crniydae 400 mc), 3anpeluatb ataky. He 3abyabre 3akvmHyTb pyHkumio cooldowns B update-
dYHKUMIO.

Hanee, nponvwem metoq import_player_assets:

def import_player_assets(self):
character_path = '../graphic/Link/"'
self.animations = {'up': [], 'down': [], 'left': [1, 'right': [],
'right_idle': [], 'Teft_idle': [], 'up_idle': [], 'down_idle': [],
'right_attack': [], 'Teft_attack': [], 'up_attack': [], 'down_attack': []}

B HéM nponncaHbl Bce BO3MOXHOCTM nepeasmkeHmnsi. OHu nexat B nanke "Link":


af://n233
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He 3abyapbTte 3akuHyTb B 6a30Bbix 4eMOHOB Player-knacca Halum acceTbl:

self.import_player_assets() . Janee, "npobexumca” no HawmmM nankam 6rnarogapsi metogy
import_folder B support.py:

for animation in self.animations.keys():
full_path = character_path + animation
self.animations[animation] = import_folder(full_path)

Ceityac Mbl MOXXEM OTKPbITb BCE (haiisibl, HO eCTb AOMOMHUTENbHAas Npobriema — Hy>XHO nponucaTb
cTaTyChbl M aHMMaLMK NPY HaXKaTUK Ha KHOmMKy. CTaTyc Mo yMOIYaHuio yKaxeM B JEMOHE 1 Mo

ymonyanuto JInHk 6yaeTt cMoTpeTb BHU3 ( self.status = 'down' ). Ho atoro mano. HyxHo nony4atb

CTaTtyc aBToOMaTn4eCKun, a 310 3HAYUT HOBbLIV MeToA;

def get_status(self):
if self.direction.x == 0 and self.direction.y ==
self.status = self.status + '_idle'

lMponuceiBaem Ha3BaHWe arna "ctoaHus" repod. CtoaHne — _idle, a ctatyc OyoeT MeHsiTbCs OT
HaxxaTusi KHoMok. 3akuabiBaem get_status() B update-metos.

|_|pOI'II/|LU6M CTaTyChbl ANA HAWWUX MeTOoO0B XOXOEHUA:

if keys[pygame.K_UP]:
self.direction.y = -1
self.status = "up'
elif keys[pygame.K_DOWN] :
self.direction.y = 1
self.status = 'down'
else:

self.direction.y = 0



if keys[pygame.K_LEFT]:
self.direction.x = -1
self.status = 'left'

elif keys[pygame.K_RIGHT]:
self.direction.x = 1
self.status = 'right'

TyT BCé gocTaTtovHO npo3payHo. [ABmkeHune = ctatycy. [Nognpasum dyHKUMIO cTaTyca:

if not 'idle' in self.status:
self.status = self.status + '_idle'

Ecnn Mbl 0TRyckaeMm KHoMKy — cTaTyc paBeH idle, a ecrnv epxXum npocTo Ha3BaHWe HanpasreHus.

Tenepb OKOH4YaTeNbHO NpoanrpeiaMM Kog ans atak u kombuHaumi ¢ "_idle":

def get_status(self):
if self.direction.x == 0 and self.direction.y == 0:
if not 'idle' in self.status and not 'attack' in self.status:
self.status = self.status + '_idle’
if self.attacking:
self.direction.x
self.direction.y

0 #koopAMHATbHl MO X
0 #koopauHaATbl MO Yy

if not 'attack' in self.status: #ecnu HeT noanucu "attack"
if 'idle' in self.status: #Ho ecTb "idle"
self.status self.status.replace('_idle', '_attack') #ybupaem

_idle, Ho ocTaBnsem _attack
else:

self.status = self.status + '_attack' #ecnu idle He 6biO, nMpocTo
cTtaBu attack
else:
if 'attack' in self.status:
self.status = self.status.replace('_attack', '') #ynansem attack npwu

3aBepleHnmn Cctartyca

HakoHeu, 3aaHumunpyem JlnHka. YcTaHoBMM OBa HOBbIX AeMoHa self.frame_index = 0 — uHOekc
NnepBON KaPTUHKM U CKOPOCTb CMEHbI KApTUHOK — self.animation_speed = 0.15. 3atem co3gagum

meToq animate() :

def animate(self):

animation = self.animations[self.status] #y3Haém cTaTyC AnA CCbUIKM HA HYXHbIN
dhann

self.frame_index += self.animation_speed #a060Bnsiem Hauy CKOpPOCTb U Koraa
nobaeutca eamHuua (M3 0.15), cMmeHsieM KapTUHKY

if self.frame_index >= len(animation): #npu BbleTe M3 Maccua

self.frame_index = 0 #Bo3Bpawaemcs K HayalibHOM KAPTUHKE U TEM CaMbIM

3aUMKAMBaEMCS

self.image = animation[int(self.frame_index)] #yka3biBaem KapTuKy

self.rect = self.image.get_rect(center = self.hitbox.center) #yka3siBaem
XUTHOKC

Ceityac Mbl Nepebrpaem Bce Hally KapTUHKM U IMaBHOE — UX 3aUMKNUTb, Kak B puncax. He 3abbiBaem
B update-dpyHkumio self.animate() .



TyT y MeHs 3anorana aHMmaLms aTakuy, Tak Kak KHornka npogorkana HaxumaTtbes. icnpasum 31o B
input-meToge:

def input(self): #Bapbupyem KHOMKMU
if not self.attacking:
keys = pygame.key.get_pressed()

if keys[pygame.K_UP]:
self.direction.y = -1
self.status = "up
elif keys[pygame.K_DOWN]:
self.direction.y = 1
self.status = 'down'
else:

self.direction.y = 0

if keys[pygame.K_LEFT]:
self.direction.x = -1
self.status = 'left'
elif keys[pygame.K_RIGHT]:
self.direction.x = 1
self.status = 'right'
else:
self.direction.x = 0

if keys[pygame.K_SPACE]:
self.attacking = True
self.attack_time = pygame.time.get_ticks()

NTor:

[anee npopucyem opyxue. ®annsl 3Toro arana.



https://disk.yandex.ru/d/VVjRMFfvxHqLHg

Opyxue repos

KapTa HeMHOro nomeHsinach, Tak kak JInHk Bpe3sarncsi B MOCTbl, KOTOpPbIE COEQUHSAT HUXKHME OCTPOBA.
NameHeHus genan HenocpeacTBeHHo B Tiles 1 coxpaHsan kapTy v csv-dainbl. YTobbl BCE Bbino
KaHOHMYHO, JIMHKY Bblgagum Med. CnpaiTbl Ha Meyn 8 Toxke oTpucoBan. OH NeXnT B narnke
weapons/sword. Tam 5 kapTuHok, rae full o6o3HavaeT cam Mey, a ocTanbHble 4 — HanpaBneHus

meya. Mpuctynum K Koay.

B dbanne setting.py, cosgaem cnosapb 13 Opyxuii. Y MeHs OyaeT TONbKO OAMH MeY, HO Bbl MOXeTe

nobaBuTb 6onbLue opyxusa. Cam crioBapb:

weapon_data = {'sword': {'cooldown': 300, 'damage': 15,
'graphic':"'../graphic/weapons/sword/full.png'}}

[anee, cosgaanm HOBbIN (hbalin C HACTOMKON OPYXNUSA weapon. py :

import pygame

class weapon(pygame.sprite.Sprite):
def _init__(self, player, groups):
super().__init__(groups)
self.image = pygame.Ssurface((40, 40)) #cama rpaduka
self.rect = self.image.get_rect(center = player.rect.center) #wmecTo

OTPUCOBKM

TyT BCé TpaamuMoHHO 1 6e3 HoBoro. Mbl LEHTPYeMCS OT CaMOro Urpoka nocrneaHen CTPoKoK B Koae.
Celtvac nocepenuHe byanet pucoBaTbes Y€pHbI kBagpat 40 Ha 40 nukcenewn. IMnopTupyem HOBbI

(oaiin B Level n cosgaém HoBLIN MeTof, create_attack .

def create_attack(self):
weapon(self.player, [self.visible_sprites])

[anee B camoll 0TpMCOBKe Urpoka, 4oGaBKM Hall METOA KaK CCbINIKy Ha Hero:

self.player = Player((1000, 1000), [self.visible_sprites],
self.obstacle_sprites, self.create_attack)

Janee nepengém B cpann player.py n Tam nepeganum create_attack n cosgagum gemora. Takxke, npu
HaxxaTum Ha npoben, gobasum metog self.create_attak() . Tenepb MOXXeM BEPHYTLCS K OTPUCOBKE

HaLLero opyxusi:

import pygame

class Weapon(pygame.sprite.Sprite):
def _init__(self, player, groups):

super() .__init__(groups)

direction = player.status.split('_")[0] #obpe3aem cTpoky no "_" 4yTobbl
NMOHMMATb KyAa OH CMOTPUT

full_path = f'../graphic/weapons/{player.weapon}/{direction}.png' #anpec
opyxus

self.image = pygame.image.load(full_path).convert_alpha() #cama rpaduka
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if direction == 'right':
self.rect = self.image.get_rect(midleft = player.rect.midright +
pygame.math.vector2(-10, 16))
elif direction == 'left':
self.rect = self.image.get_rect(midright = player.rect.midleft +
pygame.math.vector2 (10, 16))
elif direction == 'down':
self.rect = self.image.get_rect(midtop = player.rect.midbottom +
pygame.math.vector2(-15, 0))
else:
self.rect = self.image.get_rect(midbottom = player.rect.midtop +
pygame.math.vector2(-15, 0))

NHTepecHble MOMEHTbI: BO-NepBbIX, 06pe3aem CTpokKy no "_" 4Tobbl NOHATL KyAa CMOTPUT repoi

(HeBaxHo c "attack" unu Ges). 3aTem oTprcoBka. Ham HyxHO YTOOLI Mey pucoBarncs B pyke Yy JlnHka. A
BbIOpan cnegywLnii MeTod, eCnu MeY crneea, To "NMpUKNenTbes”" OH JOIMKEH cnpasa oT JIMHKa, TO ecTb
midleft = player.rect.midright + pygame.math.vector2(-10, 16) . [danee, nniocyem BeKTop

HanpasneHua 4YTOOLI MeY Obin POBHO B pykKe. [anee Bcé NOBTOPAETCA B 3aBUCUMOCTU OT HanpasIieHus.

[o6asum B player.py HOBbIX IEMOHOB:

create_attak #co3ganu aTaky
0 #Homep opyxua (ecnu y Bac byaeT HECKONbKO OPYAWUN MbITOK

self.create_attak
self.weapon_index

MOHCTPOB)
self.weapon = list(weapon_data.keys())[self.weapon_index] #Bbibpann KoHKpeTHOe

opyXume n BCe ero napameTpsbl

Tenepb €CTb MeY, HO eCTb np06nema. Meun He ucyesarort:

Cos3gagum HoBbI MeToA B level.py : destroy_weapon . [TOMUMO NpoOYEro, Hy>HO HEMHOTO
nepepabotatb kog B camoMm level.py . Co3gagnm HoBoro aemoHa self.current_attack = None, a

Takke nepepaboTaemM mMeToq create_attack.



def create_attack(self):
self.current_attack = Weapon(self.player, [self.visible_sprites])

def destroy_weapon(self):
if self.current_attack:
self.current_attack.kil1(Q
self.current_attack = None

Takum o6pas3om, Npu HanU4KMKM ataku, Mbl youBaem npoLecc 1 06Hynsem ykasaTerb ataku
(current_attak ). HyxeH ewé kyngayH. Takke, He 3abyabre cocnatbcsd Ha self.destroy_weapon B
player:

self.player = Player((1000, 1000), [self.visible_sprites],
self.obstacle_sprites, self.create_attack, self.destroy_weapon)

[Janee nponuiiem MeTog B player.py 1 BHECEM B KynaayH HOBYO (OyHKLMIO:

self.destroy_weapon() . Pesynbrar:

Dannbl aTana MOXXHO ckayaTtb 34ecCb. Tenepb HaCTPOUM MHTepdenc.



https://disk.yandex.ru/d/iNPvgc6Yu52cGg

UHTepdenc

Hawa 3agaya — cgenatb nHtepdenc nrpbl. [NepBbiM 4enoM, HYXKHO co34aTb Takue NpocTble BELLM Kak
6a3oBble napameTphbl. Y Hac yxe ecTb OAMH napameTp. ATo ckopocTb. Cenvac gonuwiemM ocTarnbHble
napameTpbl. B geMoHbl B (hanne player.py 3anvwiem criefytolimne napamerpsbl:

self.stats = {'health': 100, 'energy': 60, 'attack': 10, 'speed': 5} #Bce
napameTpbl repos

self.health = self.stats['health'] #cooTHoweHne co 340pOBbLEM

self.energy = self.stats['energy'] #cooTHoweHne C 3Hepruen

self.exp = 4221 #KonnM4yecCcTBO OYKOB

self.speed = self.stats['speed'] #ckopocTb uUrpoka

Bce napameTpbl ykasaHbl U MOXHO yAanNUTb NapameTp CKOPOCTU 13 eMoHa paHee. OCo6eHHO XOpOoLLUO,
yT1o JInHK yxe Habpan 4221 o4vka 3a NpocMoTp cebst Ha toTobe y ApTypa us Ydbl. B hanne settings.py

HobaBvM HEMHOro NapamMeTpoB OTOOpaXeHUs:

BAR_HEIGHT = 20 #TonwMHa BCex naHenek

HEALTH_BAR_WIDTH = 200 #pan1MHa naHenbKu 340pPOBbSA
ENERGY_BAR_WIDTH = 140 #AanuHa naHenbKu 3Heprum
ITEM_BOX_SIZE = 80 #pa3mep 3Hauyka noj npeameT

UI_FONT = '../graphic/font/joystix.ttf' #ocHoBHOV wpudT
UI_FONT_SIZE = 18 #kerenb wpubta

UI_BG_COLOR = '#222222' #uBeT 3ajHuKa
UI_BORDER_COLOR = '#111111"' #uBeT 06BOAKMK
TEXT_COLOR = '#EEEEEE' #uBeT TekcTa

HEALTH_COLOR
ENERGY_COLOR

'red' #uBeT 340pOBbLA

'green' #uBeT 3Heprumn

TyT camblii BaXHbI MOMEHT — A006aBuTb LIPpUdT. Camblii ero 60MbLLON NIHOC B TOM, YTO OH
nogaepXXnBaeT pyccknin A3blK. Tenepb B HACTPOMKaX YPOBHS YKakeM HOBOro gemoHa self.ui = UI()

1 UMMNOPTHPYEM cam dpaiin B NpoekT. [lobaBum B run-MeToz NpaBuio OTPUCOBKN:

self.ui.display(self.player)

Tenepb co3gaanm HOBbIN hann ui.py :

import pygame
from settings import *

class UI:
def _init__(self):

self.display_surface = pygame.display.get_surface() #npopucoBka camoro
3KpaHa

self.font = pygame.font.Font(UI_FONT, UI_FONT_SIZE) #pobaBneHue
CTaHAapTHOro wpuhTa

self.healt_bar_rect = pygame.Rect(10, 10, HEALTH_BAR_WIDTH, BAR_HEIGHT)
#naHenbKa AnA 340pOBbSA

self.energy_bar_rect = pygame.Rect(10, 34, ENERGY_BAR_WIDTH, BAR_HEIGHT)

#naHenbka ANna 3Heprum


af://n288

def show_bar(self, current, max_amountm, bg_rect, color):

pygame.draw.rect(self.display_surface, UI_BG_COLOR, bg_rect) #oTpucoeka
3aAHUKa MaHeJIbKu

ratio = current / max_amountm

current_with = bg_rect.width * ratio

current_rect = bg_rect.copy()

current_rect.width = current_with

pygame.draw.rect(self.display_surface, color, current_rect) #pucoBaHue
naHeNbKu

pygame.draw.rect(self.display_surface, UI_BORDER_COLOR, bg_rect, 3)
#pncoBaHne 0b6BOAKU MAHENbKMU

def display(self, player):
self.show_bar(player.health, player.stats['health'],
self.healt_bar_rect, HEALTH_COLOR) #obpalleHne K OTPUCOBKE MaHesu 340pPOBbS
self.show_bar(player.energy, player.stats['energy'],
self.energy_bar_rect, ENERGY_COLOR) #obpalleHne K OTPUCOBKE MaHenu 3SHepruu

N3 nHTepecHoro, TyT eCTb CTPOKW PaCCUETOB:

ratio = current / max_amountm
current_with = bg_rect.width * ratio
current_rect = bg_rect.copy()
current_rect.width = current_with

Mbl nepeBoarM 3HaYEHUS HALLEro 340POBbs B MPOLEHTLI MPOPMCOBKM B None nukcenen. Ham HyHo
nepesectn gaxe 140 odkoB 3gopoBbs B 100%. [1nsa aToro, Mbl 3anpaluMBaemM current — OYKU
300pOBbS M OEMNUM UX Ha AJIMHY HALLEero nons 340poBbs ( max_amountm ), Aarnee nepemMHoXaem 370 C
bg_rect.width ans otobpaxexus B none. A noctasun B player.py 3Ha4yeHne 3nopoBbs Ha -10 1 -50

Ha SHepruio:

self.health
self.energy

self.stats['health'] - 10 #cooTHoleHMEe CO 340pPOBbEM
self.stats['energy'] - 50 #cooTHoweHMe C 3Hepruen

Pesynerar

Hapucyewm e Hawm o4ku. MNepexoanm onaTb K ui.py M CO3hagum HOBbIM MeTog show_exp :



def show_exp(self, exp):
text_surf = self.font.render(str(int(exp)), False, TEXT_COLOR) #peHaep
wpudTa C 3KCnow, 6e3 crrnaxuMBaHus M C LLBETOM

x = self.display_surface.get_size()[0] - 20 #oTcTyn cHu3y Ha 20 nukcenen no

<
Il

text_rect = text_surf.get_rect(bottomright = (x, y)) #uennsemcs 3a HU3
3KpaHa cnpasa

pygame.draw.rect(self.display_surface, UI_BG_COLOR, text_rect.inflate(20,
20)) #uennsemca 3a HU3 3KpaHa cnpasa

self.display_surface.blit(text_surf, text_rect) #oTobpaxaem naHesnbKy

pygame.draw.rect(self.display_surface, UI_BORDER_COLOR,
text_rect.inflate(20, 20), 3) #obBoaka naHenu

W3 nHTepecHoro: TyT ctouT False B Mmetoge self.font.render . [JaHHbIi METOL BbIKMHOYAET
crrnaxusaHue, Tak Kak y MeHs MuKcenbHbIN WpudT. A Takxe, pygame caenanu KpyTorn Metos
text_rect.inflate, KOTOPbIA NOMOraeT BNUCaTb TEKCT B NaHenbky. Pesynstart yauButensHo

npekpaceH:

rm wEw

Y 4221

self.display_surface.get_size()[1] - 20 #ovcTyn cHu3y Ha 20 nukceneu no

MocnegHwii Wwar — npopucoBka Meva JlvHka. [nga Havana, Hy>KHO nponuncaTtb B 6a30BbIX JeMOHaX Hall

CIMUCOK OpPYXua. Y MeHS B HanmMunm TonbkO O4HO Opy’Kue, Tak 4TO 3TOT KYyCOK KOa MOXXHO ynpoCTUTb,

HO 51 OCTaBWIT BO3MOXHOCTb NOAGUpaTh Opyxue 1 4o6aBUTb ero B CrioBapb OPYXXWS, a 3aTeM U B 3TOT

CMNCOK:

self.weapon_graphics = []

for weapon in weapon_data.values():
path = weapon['graphic']
weapon = pygame.image.load(path).convert_alpha()
self.weapon_graphics.append(weapon)

[anee nuwem npocTon meTtopn Asis oTobpaXKeHNss NPeAMETOB:

def weapon_overlay(self, weapon_index):
bg_rect = pygame.Rect(10, 630, ITEM_BOX_SIZE, ITEM_BOX_SIZE)
pygame.draw.rect(self.display_surface, UI_BG_COLOR, bg_rect)
weapon_surf = self.weapon_graphics[weapon_index]
weapon_rect = weapon_surf.get_rect(center = bg_rect.center)

self.display_surface.blit(weapon_surf, weapon_rect)

B KoHUe He 3abyabTe fobaBuTb oTobpaxeHue opyxus B display-metoge:

self.weapon_overlay(player.weapon_index) .

Pesynbrar



dannbl NpoekTa 1 ganslue dyaem nucatb MOHCTPbI (bonee N3BecTHbIX kak 6ebbl).
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MoHCTpbI

[nsa Havana, a9 nponucan pedepeHchl Ana MOHCTPbl. OHM XpaHATcs B nanke graphic/monsters.
Takke a9 fobaBun 3BykV yaapoB M 3akMHYN X B nanky audio/attack [anee, B setting.py nponucaHbl

NX BXOAHblE OAaHHbIE:

monster_data = {

'axalot': {'health': 200, 'exp': 400, 'damage': 40, 'attack_type': 'slash',
'attack_sound': '../audio/attack/sTash.wav', 'speed': 3, 'resistance': 3,
'attack_radius': 80, 'notice_radius': 300},

'"lizard': {'health': 50, 'exp': 100, 'damage': 15,'attack_type': 'claw',

'attack_sound': '../audio/attack/claw.wav', 'speed': 2, 'resistance': 3,
'attack_radius': 100, 'notice_radius': 400},

'snake': {'health': 100, 'exp':100, 'damage': 10, 'attack_type': 'claw',
'attack_sound': '../audio/attack/claw.wav', 'speed': 4, 'resistance': 3,
'attack_radius': 80, 'notice_radius': 350},

'spirit': {'health': 150, 'exp':200, 'damage': 15, 'attack_type': 'claw',
'attack_sound': '../audio/attack/claw.wav', 'speed': 3, 'resistance': 3,
'attack_radius': 100, 'notice_radius': 400}}

Mpobexunmes no napameTpam:

e health — 300poBbe MOHCTpa

® exp — CKOMbKO OYKOB 3a CMEPTb MOHCTpa

e damage — KaKow YpOH OH HaHECET repoto

e attack_type — Tun aTtakm

e attack_sound — 3ByK ygoapa

® speed — CKOPOCTb 3BEpbKa

® resistance — Ha CKOSIbKO MOHCTP OTNIETUT MOCIe Hallero ygapa

e attack_radius — paguyc, C KOTOPOro MOHCTP OnaceH N MOXET yaapuTb

® notice_radius — paguyc 3peHus MOHCTpa

[anee, co3gaamm HOBbIV hain cylHocTen (entity.py ) n fobaBum Tyda cynep 4eMoHa ¢

HacrnegosaHuem rpynn:

import pygame

class Entity(pygame.sprite.Sprite):
def _init__(self, groups):
super().__init__(groups)

Ckonupyem metoabl move U collision u3 player.py. Tenepb ygansem ns player.py 3T¥ MeTOAbl
n Byoem ccbinaTtbCs B KNacce He Ha pygame.sprite.Sprite, aHa Entity (He 3abbiBaviTe
nMnopTmupoBatb dans). AT HeborbLUMe TaHLbl ¢ BYOHOM HYXHbI 4515 TOro, YToObl HE NepenncbiBaTb
KakObl pa3 npaBuna ABWXKEHWI ANsi HALWEro reposi U MOHCTPOB. Bce OHM — oAMHaKOBbIE CYLLIHOCTM.
Takke 5 nepeHEC AeMOHOB CKOPOCTW aHMMaLmu, dopenma n onpegeneHus Bektopa ckopoctu. Korga
BCE coenaeTe, NepenpoBepkTe, YTO BCE paboTaer.

3arem, HakoHel, co3gaamm ann enemy.py :
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import pygame
from settings import *
from entity import Entity

class Enemy(Entity):
def _init__(self, monster_name, pos, groups):
super() .__init__(groups)
self.sprite_type = 'enemy' #HOBbIM TWM CNpaMToB — Bparu
self.image = pygame.Surface((64, 64)) #Haw TpaAMUMOHHLIN pa3mep Tawna
self.rect = self.image.get_rect(topleft = pos) #TpaauumMoHHas OTPUCOBKA

Mepeaém K HacTporike ypoBHS. [na Havana, caenaem Tak, YToObl Hall repow cnayHWUncst Tam, rge
Hago (3enéHbl kBaapaT Ha KapTe). s 9Toro, Ham HY>XHO MMMOPTUPOBATL HOBbLIW CSV-hann 13 yxe
co3faHHon KapTbl 'entities': import_csv_layout('../map/map_Spawn.csv') . N nponuwem B

MeTode creat_map HOBbIN OOBEKT:

if style == 'entities':

if col == '8":

self.player = Player((x, y), [self.visible_sprites], self.obstacle_sprites,
self.create_attack, self.destroy_weapon)

Pesynbrar Bac yameuT:
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lepoun Xarpyna pasmHoxunmck. lNMpobnema B TOM, Y4TO st NPOPMCOBbLIBAN KapTy pa3HbIMK Habopamu
3anemMeHTOB. He noBTOpAnTe MoMX OWMBOK 1 JaBaniTe BCE UcnpaensTh. [leno B ToM, YTO HOMep Tanna
aBTOMaTM4YeCcKu paccunTbiBaeTcs nporpammoii Tiles, a s ykasarn, pasHble Taisbl U Homepa
3agybnupoBanuck, Tak kak y MeHsi 6bin oTaenbHbI dhann Bebs.png ons cnayHa Bparos u
Link_and_block.png ans INuHka 1 6nokos-cTeH. Tenepb s 06beanHun asa Habopa Tanmnos U NPUCBoOMI

NUHKY HoMep 16. Pesynbrart:



JIHK Ha cBOEM 3aKOHHOM MecTe. [laBaliTe 3acnaymvMm Bparos, 4obaBmB NuLb oauH else:

else:
Enemy('monster', (x, y), [self.visible_sprites])

MoHCTpbl 0TOGPa3MnUCh, HO Tenepb HYXXHO 0TOBPa3nTb NX BepHO. PaboTaeM c pannom enemy.py :

import pygame

from settings import *
from entity import Entity
from support import *

class Enemy(Entity):
def __init_(self, monster_name, pos, groups):
super().__init__(groups)
self.sprite_type = 'enemy' #HOBbIA TUN CNpanToB — Bparu
self.import_graphics(monster_name) #obpawaemcs kK HOBOM (GyHKUMM nepebopa
KapTUHOK



self.status = 'idle' #ycTaHoBuMM 6a30BbLIN CTaTyC

self.image = self.animations[self.status][self.frame_index] #nepebupaem
HoMep dperMa B nanke M3 QYyHKUUU HUXe

self.rect = self.image.get_rect(topleft = pos) #TpaauumoHHas OTPUCOBKA

def import_graphics(self, monster_name):
self.animations = {'idle': [], 'move': [], 'attack': []} #nepebupaem
BO3MOXHble BapuaHTbl aHMMAUWUA B namkax

main_path = f'../graphic/monsters/{monster_name}/' #obpawaemcsa K MOHCTpY
no UMeHU :)

for animation in self.animations.keys(): #nepebupaem BCe KapTUHKMK

self.animations[animation] = import_folder(main_path + animation)
#nepebop 6Gnaropaps support-danny

TyT Mbl flenaem BCE POBHO TaKXKe, Kak U paHee, HO ecniu B channe level.py Mbl BHECEM UMS Ntoboro

MOHCTPA, TO NOMy4MM KapTUHKY MOHCTpa Ha KapTe:

OcTanock TonbKo nepebpaTtb MOHCTPOB MO UX HOMEpaM Talrnos Ha KapTe:

else:
if col == '0":
monster_name = 'axolot'
elif col == '4":
monster_name = 'lizard'
elif col == '8":
monster_name = 'snake'
else:
monster_name = 'spirit'

Enemy (monster_name, (x, y), [self.visible_sprites])



Tenepb, fobaBnM aprymeHT obstacle_sprites B Haly KOHCTPYKLUMIO, YTOObI MOHCTPbI MO

B3ammopeincTBoBath ¢ JluHkoM. Janee, co3gaamm update-meton Ans canna enemy . py :

def update(self):
self.move(self.speed)

[anee, HY)kHO NponMcaTh HECKOMBKO CTAaTyCOB AJ1s HAaLIMX nrnoxuiien. [lobaBuM ux B JEMOHOB
[aHHoro (hanna:

self.monster_name = monster_name #umsa MOHCTpa

monster_info = monster_data[self.monster_name] #nepexBaT AaHHbIX MOHCTpPa MO UMEHU
self.health = monster_info['health']

self.exp = monster_info['exp']

self.speed = monster_info['speed']

self.attack_damage = monster_info['damage']

self.resistance = monster_info['resistance']

self.attack_radius = monster_info['attack_radius']

self.notice_radius = monster_info['notice_radius']

self.attack_type = monster_info['attack_type']

TyT Mbl ccbinaemcs Ha cann settings.py 1 nepexasaTtbiBaem BCe NapameTpbl MOHCTPOB OTTYAa. Tenepb
Halua 3agada nponucaTb METOA ONpeaeneHusa anctaHumm 0o obbekta. A gymarn, 4To ata 3agada
HEenpocTa, Tak kak KoopanHaTbl 06bekTa paccUMUTLIBAKOTCS C BEPXHETO NIEBOTO YIMa, Y HUX eCTb CBOU
BEKTOPbI (CKOPOCTM), Aa ELLE N HYXXHa HOpManu3auus Ans npeaoTepalleHns "guaroHansHoro ynta'
(kak 310 ObIN0o Yy JIHka). CobCTBEHHO BECb METOA;:



def get_player_distance_direction(self, player):
enemy_vec = pygame.math.vVector2(self.rect.center) #koopauHaTa Bpara
player_vec = pygame.math.vector2(player.rect.center) #koopavHaTa JInHKa
distance = (player_vec - enemy_vec).magnitude() #EBKIumoBa BeIUYUHA
if distance > 0:
direction = (player_vec - enemy_vec).normalize() #BbuucneHne BekTOpa
cbnuxeHus
else:
direction = pygame.math.vector2() #Touyka, Mbl Apyr B apyre
return(distance, direction)

A nckpeHHe He oxuaan, YTo 3TO Tak NpocTo. Mo cyTn, BCE CrOXHbIE METOAbI BbluncneHus EBknnaoson
BEMWUYMHBI MO MOUCKY AMCTaHUUKN Mbl NepenoXunnn Ha pyHkuMo magnitude() , a ¢ YNTEPCKON
dyHKUMen normalize() Bbl yKe 3HAKOMbI. M 3a4eMm s yunn matemaTtuky? [lanee, nponuwiem MeTos

onpeneneHna ctatyca MOHCTpPa Nno OTHOLUEHUIO K ﬂI/IHKyZ

def get_status(self, player):
distance = self.get_player_distance_direction(player)[0]
if distance <= self.attack_radius:
self.status = 'attack'
elif distance <= self.notice_radius:
self.status = "move'
else:
self.status = 'idle'

TyT Mbl OTCEKAEM U3HYTPU BO BHE "OKPY>KHOCTU" 3peHuns (bnnsko — ataka, CpeaHsis AucTaHums —
npecnegosaxve, aaneko — idle), Ho YToGbl OHO 3apaboTarno, Ham Hy)XHO OBHOBNSATL AaHHblE B (harine

Tlevel.py:

def enemy_update(self, player):
enemy_sprites = [sprite for sprite in self.sprites() if
hasattr(sprite, 'sprite_type') and sprite.sprite_type == 'enemy']
for enemy in enemy_sprites:
enemy.enemy_update(player)

TyT camasi UHTepecHas CTpoka — CTpOKa NPOPUCOBbLIBaAHWSA CNPaNTOB ANs Bpara. TyT MOXHO Kak B
aHekgorte: "lMoTepanca atpubyT? Huuero ctpaluHoro! Beerga ecte metoq hasattr ". [lanee, B run-

MeTofie MPOMMLLEM OTPUCOBKY CNpanToB Bpara:

self.visible_sprites.enemy_update(self.player)

Tenepb Mbl CMOXXE€M 3aMKHYTb Bpara Ha Urpoka, a urpoka Ha ypoB€EHb. [nsa atoro nponuiem HOBbIN

MeTod B enemy.py :

def enemy_update(self, player):
self.get_status(player)

Tenepb, Y Hac eCTb cnocob nony4yeHna mMeTogoB, HO Mbl C HUMW He B3aVIMO,D.el7ICTByeM. MCﬂpaBVIM 3TO
HOBbLIM METOO0M:



def actions(self, player):
if self.status == 'attack':
print('attack') #TyT Mbl TONbKO NUWeEM B TepMuMHaNe aTaky
elif self.status == 'move':
self.direction

self.get_player_distance_direction(player)[1]
#HaHOXMBATb JIMHKA
else:
self.direction = pygame.math.vector2() #ocCTaHOBUTbLCA MO KOOpAMHATaM

B aTom meToae BCE Tak ke, kak bblno paHee, HO He 3abyabTe 3aKkMHYTb ero BbI30B B enemy_update -
dyHKkuno komaHgon self.actions(player) . Tetepb nponuwwem aHumaumo. OHa NONHOCTbIO

aHanorn4yHa aHmmauum Jlvuka:

def animate(self):
animation = self.animations[self.status]
self.frame_index += self.animation_speed
if self.frame_index >= Ten(animation):
self.frame_index = 0
self.image = animation[int(self.frame_index)]
self.rect = self.image.get_rect(center = self.hitbox.center)

Takke, nob6aBsTe animate B update-chyHkumio. Tenepb MOXHO NonyynTb aqmnBky: "Cobparn Bcex

YyLLNaHOB C panoHa':

A PR
-

Ho ecTb npo6nema. OHun dTaKyrT HeCHaCTHOro JInHka Tonnon 6e3 ocTaHOBKNU. DTO HY>XHO UCnpaBnTb, a

i

3Ha4YMT BPEMSI HOBOIO MeToAa M HOBOTO KynaayHa. CHavana s gobasun HOBOro JeMoHa
self.can_attack = True. 370 cnar, KOTOpbIN ByAeT ykasbiBaTb Ha TO, YTO MOHCTP MOXET MHYTb
JInHka. COOTBETCTBEHHO, HYXXHO NOAMNPaBnUTb YCOBME aTakn U NOMUMO OUCTaHLUMUK, YKa3aTb AaHHbIN
dnar. Ecnu Bbl o6aBunu corar Ha True , TO 0683aTENBHO Cpa3y HYXXHO NponMcaTb CUTyauuio, Koraa

OH GyaeT onyckaTtbes (MornoxeHne False ). 3anuwem 3TOT NyHKT B METOAE aHUMaLMK:

if self.frame_index >= len(animation):
if self.status == 'attack':
self.can_attack = False



HemHoro o6bsicHI0 nponcxoasiuee. AHMMaUWs aTaku He JoMKHa NpepbiBaTh aHMMaLuio nepexoaa 1

€CI Mbl 3aBEPLUUIN BECb LIMKI N3 NEPEXOAO0B OT KAPTUHKM K KAPTUHKE, TO TOSMbKO TOr4a MOXHO MEHATb
donar Ha onyLleHHoe cocTosiHMe. [pocTbiMK cnoBamu, BCe Bparu MOryT yaapuTb Hac Tornbko 1 pas, Tak
Kak donar He nogHMmaeTcsa obpatHo. NogHnmaTh TOT camblin donar Mbl Oyaem no KyngayHy Yepes nayay.

To ecTb, 51 fobaBnto ABa AeMOHa, koTopble ByayT 0603Ha4YaTh BpeMsi aTaku 1 KyngayH nocne ataku:

self.attack_time = None
self.attack_cooldown = 400

Tenepb nponuwiem camMm MeTo KyrngayHa no BbI4YUCIIEHUIO Pa3HULLbI TEKYLLIETO BPEMEHU N BpEMEHU

3a0EPXKKN:

def cooldown(self):
if not self.can_attack:
current_time = pygame.time.get_ticks()
if current_time - self.attack_time >= self.attack_cooldown:
self.can_attack = True

TyT camoe rnaBHoe, He 3abbiTb Nnpo MeCTO CTapTa BpeMeHU, TO eCTb NpPoO YCTaHOBKY BPEMEHU Ha

MOMEHT aTaKku:

self.attack_time = pygame.time.get_ticks()

Mocne aToro, He 3abyabTe 3akMHYTL MeTod B update-meTop. Pesynbrar:

Mbl He 3akOHUYUNIN pa60Ty C MOHCTpaMu, HO haBanTe ocTtaento 6akan npoeKkTa cenvyac n B CJ'Ie,D,yIOLIJ,EIZ

YyacTu co3gagmMm MeToabl B3auMOAENCTBUA HacC C MOHCTPaMn U MOHCTPOB C HaMMW.


https://disk.yandex.ru/d/R_we7k1uGvTW7Q

Opakn ¢ MOHCTpamu

WTak, ans Hayana cosgagvm ABa HOBbIX AeMOHa Ans atak B level.py .

self.attack_sprites = pygame.sprite.Group() #aTakywwmni cnpauiT
self.attackable_sprites = pygame.sprite.Group() #aTakyewmbi crnpauT

[ymato, no Ha3BaHUSIM MOHSATHO, YTO AEMOHbI HY>KHbI Anst 0603Ha4YeHNs npoLecca ataku. JononHum
MeTo[ Bbl30Ba BparoB NOMUMO BUAMMbIX CNPanToB, aTakyeMbiMy cripanTamu
(self.attack_sprites):

Enemy(monster_name, (x, y), [self.visible_sprites, self.attackable_sprites],
self.obstacle_sprites)

Takke, gononHum metoq create_attack aTtakytowmm cnpanTtom (self.attack_sprites):

def create_attack(self):
self.current_attack = weapon(self.player, [self.visible_sprites,
self.attack_sprites])

[anee nponuwem HOBbIN METOA C NOTMKON ataku Urpoka:

def player_attack_logic(self):
if self.attack_sprites:
for attack_sprites in self.attack_sprites:

collision_sprites = pygame.sprite.spritecollide(attack_sprites,
self.attackable_sprites, False)

if collision_sprites:

for target_sprite in collision_sprites:
target_sprite.kill1(Q)

Camas nHTepecHas cTpoka TyT, 3TO CTPOKa C METOAOM nanrerima pygame.sprite.spritecollide.
[aHHbIN MeToq NO3BONSET yAandTb CNpanT 13 rpynnbl. [epBbin apryMeHT dyHKUMM — CnpanTbl Ang
aTaku, BTOPON — rpynna cnpanTos, U3 KOTOpoi Mbl Byaem yaansaTe cnpanT, Tpetui — DoKill. Ecniny
DoKill yctaHoBneHo 3Ha4eHne True, BCe CpanThbl, KOTOpble cTankmBatoTcs, OyayT yaaneHsl n3

rpynnbl. [anee, B run-metoae nponuviem Hall meToa. Wcxoa:
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HemHoro ynydwmm metoq player_attack_logic:

if target_sprite.sprite_type == 'enemy':
target_sprite.get_damage(self.player, attack_sprites.sprite_type)

MbI cTanu conocTasnATb HaLWW CnpanTbl No TMnaM. B Moém npoekTe TUNOB TOMbLKO ABa (enemy u
weapon). A nponucan B hanne weapon.py B AEMOHe CTPOKY ANs MpUCBanBaHUSA eMy HOBOro Tuna:

self.sprite_type = 'weapon'

[anee Ham He HYXXHO yaanaTb Bpara npu yaape. Ham HyHO nponuceiBaTe EMy YPOH OT HaLlero
opyxus. Co6CTBEHHO, Tenepb HY>XHO B (hbaine enemy.py nponucaTs HOBbIV METOA — get_damage :

def get_damage(player, attack_type):
if attack_type == 'weapon':
self.health -= player.get_full_weapon_damage()

TyT Mbl nponucbkiBaem HOBbIV MeTog ( get_full_weapon_damage ), KOTOPbIN JOMKEH BbICHUTLIBATL
CYMMY ypOHa OT OpYXU1si U OT cusbl camoro JlnHka (MpsiMo kak B Dark Souls). Mponuwem ke gaHHbIN
MeTon B player.py:

def get_full_weapon_damage(self):

base_damage = self.stats['attack'] #ypoH camoro JinHka

weapon_damage = weapon_data[self.weapon]['damage'] #ypoH oT BbibpaHHOrO
opyxus

return base_damage + weapon_damage

Haxoaum v cknagbiBaeM ypOHbI U3 HALLMX CMIMCKOB. BO3MOXHO, TyT BCTaHET Bonpoc: "3a4yeM Tak
COXHO, €CNU Y HaC TOMNbKO OAMH MeY 1 BCE?". A xoTen Obl caenaTb NPOEKT Tak, YToObl Bbl MOIMK
CaMOCTOSITENBHO C HUM "nourpatbes”. COBCTBEHHO U LieNb KHUMM He HoMmHaums "Urpa roga" B The
Game Awards, a nuLb NonbITka NPOAEMOHCTPUPOBaTh paboTocnocobHOCTb A3bika Python kak
Hennoxoro ABwkka. Hy na BepHémcs k kogy. lMoMumMo ypoHa, s pelunn cpasy nponucatb KyngayH
OPY>XUS U 3aMEHWIT CTPOKY:



if current_time - self.attack_time >= self.attack_cooldown

Ha ctpoky:

if current_time - self.attack_time >= self.attack_cooldown +
weapon_data[self.weapon]['cooldown']

Hanuwem HoBbIV MeTod B enemy.py Ha NMPOBEPKY CMEPTM MOHCTpa:

def check_death(self):
if self.health <= 0:
self.ki110Q

TyT 9 gaxe He 3Hato YTO eLé NoAcBeTUTb B koae :) He 3abyabre fo6aBuTh AaHHbIM MeTof B update-
metof. Tenepb oavH yaap NpMBOAMT K cMepTun Bpara. Takum obpasom, PyGame cunTtaeT, 4To noka
OpyXve cornpukacaeTcsi C BparoM (Bbl3blBa€TCA METOA KOMMU3un), yaapbl HAHOCATCS OAWH 3a OPYrnM.
Kak ntor — JIMHK TaHK, KOTOPLIN YHUYTOXAET BCE Ha CBOEM NyTuW. Micnpasum aT1o. [Ina Havana,
CO34aaMM HOBbIX AEMOHOB enemy.py :

self.vulnerable = True #hnar yassumocTu
self.hit_time = None #Bpemsa ypaapa
self.invincibility_duration = 300 #npoAonXMTenbHOCTb HEYys3BMMOCTU

TyT 4OCTaTO4HO Npo3payHble 4eMOHbI. BaxkHbIn MOMEHT — conar ya3BmMMocTu. Ecnv oH nogHAT — Bpar
MOXET Mony4aTb YpoH. Tenepb BCTPOMM UX B get_damage :

def get_damage(self, player, attack_type):
if self.vulnerable:
if attack_type == 'weapon':
self.health -= player.get_full_weapon_damage()
self.hit_time = pygame.time

[anee Heobxoaumo OononHUTL koA cooldown-meTtona:

if not self.vulnerable:
if current_time - self.hit_time >= self.invincibility_duration:
self.vulnerable = True

TyT, KaKk g roBopun paHee, cpasy gobaensiem Bapuauyuto conara. Y Hac 6bino MecTo, rae dnar
onyckaeTcsl U Tenepb B cooldown-meToae oH NogHMMAETCS MO UCTEYEHUIO YKa3saHHOro BpeMeHU
Heys1I3BMMOCTW. Tenepb Bce Bparn yomatoTcs BecbMa NpUsTHO. Tenepb, HYyXXHO fo6aBuTe 0TOMBaHe

Bpara Ha guCcTtaHuuio, KoTopasa yKa3aHa y KaXXaoro spara. Coszgagnm ewé metog;:

def hit_reaction(self):
if not self.vulnerable:
self.direction *= -self.resistance

OcTanoch BbIMUCIUTL NONOXEHME B MeTofe get_damage :

self.direction = self.get_player_distance_direction(player)[1]



Tenepb fobasvM MepLaHne BO BpeMs yaapa, 4tobbl MOHATL YTO yaap 6bin caenaH. B PyGame Bce
curHaTypsbl (CMHycougHble yHKUMN) nexart B AvanasoHe ot -255 go 255, a no3nuyun yaobHo 6paTth 13
CUHycoua, Tak Kak uHTepnpetauus B Python 6yanet pabotatb Ha ocHoBe cTeneHen (kak 1 nobon
KanbKynsaTop), a 3atem OyaeT npoLecc NonyyYeHust TOYKM Ha crHycouae. STOT NPOLLECC A ONMUChIBar

gonblie, 4em 6y,u,eT nMcaTtbCA MeTo OTO6pa)KeHVIF| nynbcaunmn:

def wave_value(self):
value = sin(pygame.time.get_ticks())
if value >= 0:
return 255
else:
return 0

[aHHbI MeTod HanucaH B entity.py . He 3abyabTe nMnoptupoBath sin-meTtod u3 6ubnmuorekn math.

Tenepb BbI30BEM JaHHbI METOA NPV yAape Mo Bpary B MeTode animate :

if not self.vulnerable:
alpha = self.wave_value()
self.image.set_alpha(alpha)
else:
self.image.set_alpha(255)

Celtyac Mbl 6b€M BparoB abCcoMOTHO BEPHO M MOXEM OTCMNEAUTb KOrAa MOHCTPbI aTakyT Hac (B
TepMUHan npmuxoamT cooblueHne "attack"). Octanock caenatb MeTop, KOTOpbI AernaeT ypoH JInHKy.

Mponuwem ero B level.py:

def damage_player(self, amount, attack_type):
if self.player.vulnerable:
self.player.health -= amount
self.player.vulnerable = False
self.player.hurt_time = pygame.time.get_ticks()

[lonornHnm B create_map B CTPOKY Bbl30Ba MOHCTPOB HAHECEHWE YpoHa JIMHKY:

Enemy(monster_name, (x, y), [self.visible_sprites, self.attackable_sprites],
self.obstacle_sprites, self.damage_player)

[ob6asum B Enemy-knacc napameTp ( damage_player ) n nponuwiem HOBOro 4eMOHa —
self.damage_player = damage_player . Tenepb BMECTO NPOCTOro BbiBOAa cooblieHuns "attack"

BbIMNOJTHMM BbI30OB Hallero Mmetoaa:

self.damage_player(amount, attack_type)

[o6aBum napameTpbl TaliMepoB B IEMOHOB Hallero player-knacca:

self.vulnerable = True
self.hurt_time = None
self.invulnerablity_duration = 500



OHM aHanorn4yHbl JeMoHam B enemy . py . [lanee TpaguuUMOHHO NPONMLLEM CMEHY dorara B Halll

KyngayH-meTos;

if not self.vulnerable:
if current_time - self.hurt_time >= self.invulnerablity_duration:
self.vulnerable = True

Tenepb nponuiLem Halle mepuaHue. TyT BCE Takke, kak 1 paHee. [MponuceiBaTe Oyaem B animate-
metofe:

if not self.vulnerable:
alpha = self.wave_value()
self.image.set_alpha(alpha)
else:

self.image.set_alpha(255)

Tenepb HaM Hy>KHO BOCCTaHaBMMBaTb 3HEPruto (MoBTopMM MexaHuky 13 Dark Souls). [ins atoro
co3gagvM MeTof, energy_recover :

def energy_recover(self):
if self.energy < self.stats['energy']:
self.energy += 0.1
else:
self.energy = self.stats['energy']

Hanee nponuvwem, 4To Npu yaape y Hac Tepsietcs 10 04KOB CTaMKHbI, @ eCrin e€ He XBaTaeT — aTtaka
He NPoXoaumT:

if keys[pygame.K_SPACE]:
if self.energy >= 10:
self.energy -= 10
self.attacking = True
self.attack_time = pygame.time.get_ticks()
self.create_attak()
self.weapon_attack_sound.play()

MocneaHee, 4To 51 xoTen 6bl caenatb — [06aBUTb 3KCNy 3a youncTeo Bpara B level.py :

def add_xp(self, amount):
self.player.exp += amount

[oGaBum aTOT e MeToq ANA create_map B Enemy . [lanee NoBTOPUM BCE, YTO [ienanu paHee ¢

damage_player.

daiinbl AaHHoro Wwara TyT. MPUCTYNUM K NocrneaHemy Lary — Mysbike.
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My3bika

Mbl Ha omMHULWHONM Npsimol. B player.py [o6asvm AEMOHOB:

self.weapon_attack_sound = pygame.mixer.Sound('../audio/attack/sTlash.wav')
self.weapon_attack_sound.set_volume(0.4)

[MepBbIi AEMOH YKaXeT Ha Ha3BaHue dainna, a BTOpon Ha rpoMKocTb. [lanee, BbI30BEM 3BYK Mpu

HaXkaTuu Ha KnasuLLy:
self.weapon_attack_sound.play()
[MoBTOpPMM ycnex ¢ yaapoM OT MOHCTpa:

self.hit_sound = pygame.mixer.Sound('../audio/attack/claw.wav')
self.hit_sound.set_volume(0.4)

self.hit_sound.play()

JaHHbI MeToZ 51 BbI3Ban B get_damage nocre ycnelHoro nonaganusi. Tenepb Mbl CrbILIUM

nonagaxusa npu ygape. A MoHcTp? [do6aBum eLué napy 4EMOHOB U BbI30B:

self.attack_sound = pygame.mixer.Sound(monster_info['attack_sound'])
self.attack_sound.set_volume(0.3)

self.attack_sound.play()

BbI3oB oyHKUMM B MeTofe actions-metone B enemy . py . OCTanoch TONbKO FnaBHasi My3blka Urpbl.

Mepexogum B main.py :

main_sound = pygame.mixer.Sound('../audio/main.wav")
main_sound.play(loops = -1)

370 ABa HOBbIX AeMoHa. OTnnyne Tonbko ogHo — metog, play (loops = -1) . TyT Mbl cO30aém
My3bIKy, KOTOpas BygeT urpatb CHOBa U CHOBA BO BPEMS UrPpbl U HE 3aKOHUYUTCS 40 BbIXOAa.
B koHUe, 51 3abbIn, 4YTO Urpa He 3akaH4mMBaeTcs. A ucnpaswn ato pyHkumen final B level.py:

def final(self):
if self.player.health <= 0:

print('\n', '\n', 'JIMHK ymep. XaHa Xaunpyny')
exit()
if self.player.exp > 5000:
print('\n', '\n', 'JMHK nobeaun')
exit(Q)

TyT BCé npocTo. NMpu nonyvyeHun 6onee 5000 ovkoB — Bbl N06eamnM, MeHee — npourpanu. Hy un

KOHEYHO, BepHyn 3a0poBbe 1 aHepruto Ha 100%, a akcny Ha 0. Bee dhannel ¢ fopaboTkamu 0cTasmnito
TyT. BOT 4TO NONYyYMnocs:
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Oennown

Kak 1 nobon wenesp, Urpy AormKkeH yBuaeTb cBeT. Ecnun cenvac ckadatb Bce daninbl ¢ gopaboTkamm

— MOXHO nourpatb B Urpy, HO C HECKOMNbKMMU "HO":

1. Mbl He cmoxeMm 3anycTutb urpy 6e3 MK Ha Windows unu Linux. 3To HopmarbHO, y4nTbIBas, YTo
Mbl MUCaNu Urpy nog KomnbioTep.

2. HyxHo yctaHoBUTb python Ha mMalumnHy, a Ans 3TOro XoTb HEMHOIO NOHUMAaThb B
NporpaMMmnpoOBaHUN U He BOSATLCS TEpMUHANa U KOMaHAHOW CTPOKU. ATO yXKe BECOMBIN MUHYC.
3. HyxHo ckayaTb Bce 61bnmoTekn. Tak Kak Mbl MCMOMb30Bany TONbKO pygame, TO €€ Ham U HYXHO

ckavatb. [ns NUTOHMCTa — HUYEro CIIOXKHOIO, a BOT ANg renmepa — TPYAHOCTb U LWAHC CKUHYTb

Urpy B Ty, KOTOPYIO OH He By4eT CMOTPETb.

W3-3a aToro, 6biro NpuHATO pelueHune (cnacubo 3a naeto Ctacy PomumHy) otaennounts 3enbay Ha web-
NHTepdenc.

Hennon — 3To Npouecc BbIrpy3ku NpoekTa B ceTb VIHTepHeT. Urpbl B VIHTEpHETE yLunm ¢ yxoaom
Adobe Flash Player, Tak kak nucatb urpbl Ha driete 6bir1o 6bl rnyno, yunTbiBas, 4to Adobe 3anpetunu
NCMNomnb30BaThb UX YTUMUTY B CETU U3-3a OTCYTCTBUSI BesonacHocTu. V3-3a aToro Bce oHNamH-mrpbl
nepeLny Nnbo Ha MoBUrbHbIE YCTPONCTBA, MO0 Ha A3bIK, KOTOPbIV MPONPUETAPHO ObiN HYXXeH Ans
paboTbl ¢ Bebom (JavaScript), nnbo cTyamm nuwyT CBOK NNaTopMy 1 apXUTEKTYPY AFIS CBOMX Xe
cepBepoB. MucaTb cepBep Ha NMTOHE — HEBO3MOXHO, TaK Kak MUTOH SABNSIETCSI BbICOKOYPOBHEBbLIM
A3bIKOM MPOrpaMMMpPOBaHUs 1 HanNucaTb Apaneepa (nporpaMMbl AN paboTbl ¢ 06opyaoBaHuem) Ha
HEM HEBO3MOXHO (OaBanTe He ByaeT NbiTaTbCs 3anycTuTb Ha cTopoHHeM MK nHTepnpeTaTop, KOTOpbIi
OygeT nockinatb 3anpockl Ha acceMbnepe cepaepy). Bo3poxaaTth doneLl — Toxe He camas nydiias
nges, Tak Kak CMaxmBaeT Ha HEKPOUIMIO 1 NEPEXMUTKN TEXHOIOMUIA (UTO MEPTBO - YMEPETb HE MOXKET,
NnoaToMy Ha npocTtopax VIHTepHeTa MOXHO Bcerga HanTu Bepcum corew-nneepa). Ha JS s He xo4dy naty,
Tak Kak He No-repovcKn KOHKYPEHTOB noaaepxumeaTb. PeleHne 6bino npegoctasneHo Beb
Accambneen.

WebAssembly — 53bik nporpaMmmmnpoBaHus HU3KOrO YPOBHSI, MPU3BaHHbINA BHECTM
nporpamMmmMmnpyeMocTb Tyaa, FAe HYXXHbl KpoccnnaThOpMEHHOCTb, 3PdeKTUBHOCTL U 6e30nacHoOCTb, B
nepByto ovepenb Ha KIMEHTCKY CTOPOHY BcemupHo nayTuHbl. MporpaMMmpoBaHne naeT Ha
0ObIYHbBIX CTAaTUYECKN TUMM3UPOBAHHbIX A3blkax, Takux kak Cu, C++, C#, Rust, Go. CtekoBasi
BMPTyanbHas MalluHa, UCMOMHSIILWAs UHCTPYKUMM BrHapHOro choopmarta wasm, MOXeT ObITb 3anyLieHa
Kak B cpefe bpay3epa, Tak 1 B cepepHoli cpege. Kog Ha wasm — nepeHocrmMoe abeTpakTHoe
CUHTaKcK4ecKoe gepeBo, YTo obecneyvmBaeT Kak 6onee GbICTpLIN aHanms, Tak 1 6onee agdeKkTMBHOE

BbINOMHEHWE B CpaBHeHWM ¢ JavaScript.

Kak Bbl y>xe Mornv noHsTb, wasm Takke pabotaet ¢ Python. A 6yay 3anyckatb kog Ha cBoém MK,
wasm byzner ero nepeBoauTb B "okonobuHapHein" Bua. MNprcrtaBka"okono", Tak kak Mbl paboTtaem B
nceBOoONpPOCTaHCTBE, rAe HEBO3MOXHO NepeBecTn BCE B BMHAPHMKN, HO MOXHO Hanucatb npasuna
B3aUMOZENCTBUS C HALWMMKM CTaHgapTamu cxatus U paboTbl C BbICOKOYPOBHEBbIMY cuctemamu. bonee
TOro, Mbl JjaXKe He 3anyckaeMm Kof, a 3anyckaem oTrnevaTok, KOTopblv 3anycTurca Ha moém MK n atot
oTnevartok gennovm B Be6. ATOT noaxon "cbecT" HacTpanBaemMoCTb, HO AacT NPUMPOCT B
npoussogutensHocTu. Koa pabortaet OuicTpee, yem Ha JS (Xax!). Hy Aa xBaTuTb pa3rnaronbCTBOBaTh,
JasainTte npuctynaTtb.

MepBbIM AenoM yctaHaBnmMBaeM 6ubnuoteky pygbag.
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TyT BCé npocTo: pip install pygbag. 370 BTOpas 6Gubnuorteka, KOTOPYH Mbl UCMONb3yEM 3a BCE

BpeMsi paboTbl (He cumTasi 6asoBble). Bbl MOXeTe 3TOro He AenaTb, eCiin XOTUTE OCTaBUTL MPOEKT B

CaMOM nepBo3gaHHOM BUae. A xe Xo4y, 4TOOLI B Urpy nourpanu gpyrue norib3osaterii n BblJ10XKy eéB

CeTb.

Tenepb, Kak HaNUcaHO B 0hULINATBHOW [OKYMEHTALIMMK, MHE HYXHO nepecobpatb NpoekT no

crnenyoLwyM No3nLUsaM:

1. MepeHecTn daiin 3anycka Urpbl B KOpeHb. A pelumnn yopatb gupektoputo "code".

2. BHyTpy main-cyHKUMN HY>XHO CO3AaTb OTCEXMBaHMNE NOTOKa.

3. Hy>xHO cxaTb BCE, 4TO MOXHO CxaTb. B Moém cny4ae, a1o .wav-darnsl. VX 9 coxmy A0 .0gg.

4. MepenucaTtb BCe NyTK BHYTPY BCex hannos (camas kponotnmeaga pabota).

Mpuctynum.

Celyac mos nanka "code" BbIrMaguT Tak:

@ Cozgam ~

B Bugeo
! HoxymenTsl
b 3arpyzen

-

® Myseica

EW Pabounii cron

BB Valery

B 3101 komnero
= Cucrema (C3)

= Janneie (D)

BB Gubnnotern

TS

& Linux

W
" _ pycache_

debug
enemy
entity
level
main
player
settings
support
tile
ui

weapon

+

PyZelda

Tl Copruposats

[ata wsmenenna

Mowck B: code

Mpocmotpets =on [ Ceepenma

Tun Pasmep
Manka c paiinamm
haiin

Dal

@aiin "P

Daiin "P

Pait

Daiin

Daiin

Daiin

Maiin

Maiin

Maiin


https://pygame-web.github.io/

Manky kewa (__pycache__) MoxHo yaanutb. OHa Hy>KHa AN YCKOPEHUs 3anycka Urpbl U 3anoMmHaeT
BpeMeHHble harnbl. Cenvac oHM BCe MBMEHSATCS, Tak Kak nyTu OyayT HEAEUCTBUTENbHbI, Tak YTO OHA
HaM He HyXHa.

Tenepb arinbl NnpoekTa Bce B O4HOM MecTe:

B Pyzeida +

< = PyZelda Mowck e: PyZelda

@ Cosaam ~ Tl Copruposats ~ Mpocmotpets ~ coo (E Ceeaetus

B Bugeo Wma . [ata nsmereHna Tun

B foxymener B audio 23.04.2024 13:59 Manka ¢ haiinamm
L 3arpysen 8 graphic 23.04.2024 13:50 Manka ¢ daiinamm
£ Vsobpasern 8 map 23.04.2024 13:59 Manka ¢ daiinanm

@ Myoia debug 23.04.2024 13:59 ®aiin "PY"

B Pabounii cron enemy 23.04.2024 13:59 ®aiin "PY

B Velery entity 23.04.2024 13:59 ®aiin

level 23.04.2024 13:59 @aiin "PY"
B 370t komneror e i an

main 23.04.2024 13:59 ®aiin "PY"
== Cucrema (C:)
player 23.04.2024 13:59 ®aiin "PY"
= Janneie (D)
settings 23.04.2024 13:59 ®aiin "PY"
BB EvGanotekn
support 23.04.2024 13:59 Baiin "PY"
0 Cem
tile 23.04.2024 13:59 aiin "PY"

MaHens ynpas
ui 23.04.2024 13:59 aiin "PY"
& Linux

weapon 23.04.2024 13:59 ®aiin "PY"
B Kopsuna

m PyZelda

BB PyZeldad

3nementos: 14 |

Mpw nonbITke 3anycka, Mbl NOMyYUM CrieaytoLLee:

9] ApMmuHncTpaTop: Komanghas X + v

Microsoft Windows [version 18.8.22635.3289]
(c) Kopnopauws Maikpocodt (Microsoft Corporation). Bce npasa sauniwerbl.

Clink v1.6.12.5cd618

Copyright (c) 2812-2818 Martin Ridgers

Portions Copyright (c) 2028-2824 Christopher Antos
https://github.com/chrisant996/clink

in ~
Desktop\PyZelda\

in ~\Desktop\PyZelda via @ v3.12.3
} main.py
pygame 2.5.2 (SDL 2.28.3, Python 3.12.3)
Hello from the pygame community. https://www.pygame.org/contribute.html
Traceback (most recent call last):
File "C:\Users\User\Desktop\PyZelda\main.py", line 27, in <module>
game = Game() #Ecnu ¢aitn main, To caMa Wrpa BbisbiBAeT Knacc...
ARAAAA
File "C:\Users\User\Desktop\PyZelda\main.py", line 11, in __init__
self.level = Level() #+++ obbEBUNN Level +++
AAAAAAA
File "C:\Users\User\Desktop\PyZelda\level.py", line 13, in __init__
self.visible_sprites = YSortCameraGroup()
ARAAAAAAAAAAAAAAAA
File "C:\Users\User\Desktop\PyZelda\level.py", line 187, in __init__
self.floor_surf = pygame.image.load('../graphic/map+det.png').convert() #no6aEeunM 3agHUK KapTbl

AAAAAAAAAANAAAAAAARAAAAAAARAAAARAAAAAARARAAA

FileNotFoundError: No file '../graphic/map+det.png' found in working directory 'C:\Users\User\Desktop\PyZelda'.

J v3.12.3

Mpobnema c nytamu. HyxxHo Bce nytn ¢ " . ./ " (NpegbiayLlas OUPEKTOPUS), MOMEHATb Ha TEKYLLYIO
OVPEKTOPUIO, Tak Kak Aris 3anycka daiina, paHblUe HaM HY>KHO ObINo NOAHATLCSA U3 nanku "code" B

KOpeHb 1 OTTyAa CnyCcTUTLCS, Hanpumep B anpektoputo "graphic”, Tenepb e -- NpocTo CNyCTUTLCS B

Avpektoputo "graphic". Ctrl+F Ham B noMoLLb. Y MeHs1 UcnpaBnsTe NPULLNOCH daninbi:




e weapon.py

e enemy.py
e level.py
® main.py
e player.py

e settings.py

lMocne Bcex ucnpasneHni, 3anycTumMm main.py W BCE JOMKHO paboTtatk. Tenepb 3aMmeHUM Bce hansbl

3BYKOB C .wav Ha .ogdg . He 3abyabTe 3aMeHWTb pacluMpeHusi B kode, YToObl He Mony4nTb 3TO:
v AOMMHWCTpAETOp: KomaugHaa X +

pygame 2.5.2 (SDL 2.28.3, Python 3.12.3)
Hello from the pygame community. https://www.pygame.org/contribute.html

took é4s

) E i
pygame 2.5.2 (SDL 2.28.3, Python 3.12.3)
Hello from the pygame community. https://www.pygame.org/contribute.nhtml
Traceback (most recent call last):
File "C:\Users\User\Desktop\PyZelda\main.py", line 27, in <module>
game = Game() #Ecnu ¢aitn main, To caMa Wrpa Bbi3biBaeT KAacc...

File "C:\Users\User\Desktop\PyZelda\main.py", line 11, in __init__
self.level = Level() #+++ obuEBunu Level +++
File "C:\Users\User\Desktop\PyZelda\level.py", line 19, in __init__
self.create_map()
File "C:\Users\User\Desktop\PyZelda\level.py", line 54, in create_map
Enemy(monster_name, (x, y), [self.visible_sprites, self.attackable_sprites], self.obstacle_sprites, self.damage_play
er, self.add_xp)
File \Users\User\Desktop\PyZelda\enemy.py", Lline 34, in __init__
self.hit_sound = pygame.mixer.Sound('audio/attack/claw.wav"')

AAAAANAAAANANAAANARANARAANRANAAAARAARAARARA

FileNotFoundError: No file 'audio/attack/claw.wav' found in working directory 'C:\Users\User\Desktop\PyZelda'.

da via ¢

£ 3ameHsn oopmat 3ByKOB B CriedytoLmx amnax:

® enemy.py
e main.py
e player.py
e settings.py

Korga 3ameHa npon3ongEeT, Bbl HE NOYYBCTBYETE pasHMLbl B 3ByYaHun, HO doannel "yxxanucs" B 10 pas.

Hy>kHO 3TO GbINo A4Nns rpaMoTHOM paboThl Beba.

Ocranocbk caenaTb oTCnexunBaHne NoToka B main-gavine B main-gpyHkumm. Cenvac Haw koa B channe

main.py BbIrMAguT Tak:



t pygame, sys #umnopTu
m settings import
m level i t Level #++

#0
1 KOHCTPYKTOp Knacca
pygame. ) KoHCTP
.screen = pygame.display. ((WIDTI )3 ero npoekTa 3KkpaH B BUAe )8 B WHPUHY U Bb
pygame.display. 1d #Yc
.clock = pygame.time. a Takxe,
.level () #+++ 06 1

main_sound = pygame.mixer.
main_sound.play(loops = -

r event in pyga . "
if event.type == pygame 8 L > B v BbIXOAE !
pygame. 1

MCHpaBI/IM HEeCKOJIbKO MOMEHTOB:

e mnopTtupyem 6ubnmoteky asyncio
® run-meToq Aenaem NoTOKOBbLIM
e 3aBepLUeHnss JaHHOro MeToda — await -yHKUmua

e [lpoBepky if-oM 3aMeHMM Ha aCUHXPOHHBIN 3anyck MeToaa

#o

pygame.
.screen = pygame.display. >a awero mpoekTa 3kpaH B BAge )8 B WAPMHY U Bbl
pygame.display. 1d
.clock = pygame.time.
.level = () #+++ 06
main_sound = pygame.mixer.
main_sound.play(loops = -1)

urpe
TONbKO BHIATUA M Npu
pygame. PLITUR Mrpbl
sys.
.screen.
.level.
pygame.display.
.clock.
t asyncio.

28  asyncio.run( (OB ())l

BbubnnoTteka asyncio no3BonsieT yBUOETb NOTOKM OaHHbIX. B BeOe, 60MbLIMHCTBO (MOXHO CckasaTb
"Bce'") MOTOKOB aCUHXPOHHBI, @ OTCNeXmnBaTh Ux Hy>Ho no PID'am (Process IDentificator). BoT atum Mbl
n 6ynem 3aHumaTtbes. PyHKLMSA OTCNEXMBAHUSA — run B KInacce Game , TaM e Mbl Oyaem xaatb
3aBepLUeHns onepaummn. Camu NpoLecc Mbl He AOMKHbI 3anyckaTb, kak Obiro ¢ if-om, a nepegaém aty
3apadvy noTokoBoMmy npoueccy (asyncio.run(Game() .run()) ). lMpu 3anycke HUYEro He AOMKHO
NMOMEHSATBLCS.



Tenepb B KOMAHOHOW CTPOKE (MW TEpMUHAIIE) NePeXOaMM Ha OUPEKTOPUIO Bbille U 3arnyckaem
pygbag aupekTopun (B MoéM criyyae, aTto "PyZelda"). Takum o6pa3om, 13 aMpekTopuv Mbl AenaemM
XOCTUHI CepBep, KOTOPbI B NpoLecce nHnuynanusauum dyaet cobupartb Bce NOTOKM B NCEBAOOUTDLI U

KelnpoBaTb BCE, YTO BO3MOXHO.

B moém npoekTe nony4dmnocs 132 danna:

G AgMMHWCTpaTOp: KomaHaHnas X +

C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
c:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
c:\Users\User\Desktop\PyZelda :

packing 132 files complete

graphic\0Objects\5.png
graphic\Dbjects\é.png
graphic\0bjects\Frog.png
graphic\Dbjects\Portal.png
graphic\0bjects\Rock.png
graphic\0Objects\SnowRock.png
graphic\Objects\Tree.png
graphic\SeparateAnim\Attack.png
graphic\SeparateAnim\Dead.png
graphic\SeparateAnim\Idle.png
graphic\SeparateAnim\Item.png
graphic\SeparateAnim\Jump.png
graphic\SeparateAnim\Speciall.png
graphic\SeparateAnim\Special2.png
graphic\SeparateAnim\Walk.png
graphic\Test\box.png
graphic\Test\link.png
graphic\weapons\swordidown.png
graphic\weapons\sword\full.png
graphic\weapons\swordleft.png
graphic\weapons\sword\right.png
graphic\weapons\sword\up.png
map\map_Block.csv
map\map_Details.csv
map\map_Floor.csv
map\map_0bjects.csv
map\map_Spawn.csv

caching template https://pygame-web.github.io/archives/8.9/default.tmpl
cached locally at C:\Users\User\Desktop\PyZelda\build\web-cache\489f66f53e526d7118d2d34527229eca.tmpl
result files will be in C:\Users\User\Desktop\PyZelda\build\web

urllib.request.urlretrieve("https://pygame-web.github.io/archives/6.9/default.tmpl”, "C:\Users\User\Desktop\PyZelda\buil
d\web-cache\489f66F53e52607110d2d34527229eca Ltmpl™)

YyTb nogoxaas (MprMepHo, 2 MUHYThI), TepMUHAN NpeanoxuT nepeitn Ha localhost:8000. 31o

CO3[aHHbIN cepsep.

o] ApmmwHwcrpaTtop: Komangnas X +

C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
c:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :
C:\Users\User\Desktop\PyZelda :

packing 132 files complete

graphic\SeparateAnim\Idle.png
graphic\SeparateAnim\Item.png
graphic\SeparateAnim\Jump.png
graphic\SeparateAnim\Speciall.png
graphic\SeparateAnim\Special2.png
graphic\SeparateAnim\Walk.png
graphic\Test\box.png
graphic\Test\link.png
graphic\weapons'\sword\down.png
graphic\weapons\swordyfull.png
graphic\weapons'\swordyleft.png
graphic\weapons\swordyright.png
graphic\weapons\sword\up.png
map\map_Block.csv
map\map_Details.csv
map\map_Floor.csv
map\map_Dbjects.csv
map\map_Spawn.csv

caching template https://pygame-web.github.io/archives/8.9/default.tmpl
cached locally at C:\Users\User\Desktop\PyZelda\build\web-cache\489f66f53e526d7110d2d3452722%eca.tmpl
result files will be in C:\Users\User\Desktop\PyZelda\build\web

urllib.request.uriretrieve("https://pygame-web.github.io/archives/6.9/default.tmpl”, "C:\Users\User\Desktop\PyZelda\buil
d\web-cache\489f66F53e52607110d2d34527229eca Jtmpl™)
urllib.request.uriretrieve("https://pygame-web.github.io/archives/6.9/favicon.png", "C:\Users\User\Desktop\PyZelda\build
\web-cache\38e82d124325c756243ee99a92e528ed. png")

caching icon https://pygame-web.github.io/archives/8.9/favicon.png
cached locally at C:\Users\User\Desktop\PyZelda\build\web-cache)38e82d124325c756243ee99a92e528ed.png

WARNING: wasm mimetype unsupported on that system, trying to correct
Not wsing SSL
Serving HTTP on 127.8.8.1 port 8888 (http://localhost:8888/) ...




MepenguTe 1 Tam BygeT NycTon 3KpaH, Aanee nonaéT cbopka Bcex pyHKUMIA. Tenepb MOXHO NOUTH

nonuTb Yan, KOd)e U 4TO NoKpenye, BeAb XXAaTtb NpeacTtonT MUHYT 5, noka Bce BapunaHTbI cobbITui

OynyT npourpaHsbl. [loxXamMTeck Koraa Ha akpaHe HadyHETCA urpa. MNpoLecc MOXHO 3aBepLUNTb

3aKpbITUEM TEPMUHAITA UMK COYETaHNEM Ctrl+C.

Tenepb, B Narke ¢ NPOEKTOM, Bbl OGHapYkMTe HOBYIO AvpekToputo build . 3To Kak pas ToT 6ung,

KOTOpbI Mbl cobupanu n3 npoueccoB. BHyTpu anpekTopun ewwé ase: web 1 web-cache, a Takke

(panin ¢ Bepcuen cooplumka. B nanke web nexut BCé Ans Aennos npoekTa. A ke peLuuwn Bbirpy3uTb

ero Ha itch.io. YtoBbl 3T0 Aenatb, s co3gan .zip -apxuB nankv web 1 BbIFPY3uI MPOEKT C TaKUMK

HacTponKamu;

m Browse Developerlogs Jams Dashboard Feed Community — Searchforgames or creators
Dashboard

Create a new project

aeqpasy

*Z Babaika2s Vv

You don't have payment configured - Ifyou set a minimum pric

Make
Review

Title

PyZelda

Project URL

https://babaika25.itch.io/ pyzelda

Short
Show

Game by Montirovka.com

Classification
What are you uploading?

Garmes — A piece of software you can play

Kind of project

HTML — You have a ZIP or HTML fle that will be played in the browser

anyof

Release status.

Released — Proj

Daics

will be able to. ur project.

Gameplay video or trailer
Provide a link to YouTube or Vimeo.

eg. https://wwwyoutube.com/watch?v=5JEaA47sP.

Screenshots
Optional but highly recommended. Upload 3 to’5 for
best results.

Addscreenshots

Tenepb Bbl CMOXETE HacnagnTbea AaHHbiv Bennynem!



https://itch.io/
https://montirovka.itch.io/pyzelda

NTorm

B pesynktaTte paboTbl Mbl co3ganu urpy Ha ronom Python Toneko ¢ 6ubnuotekon PyGame. Bbinu
MCNonb30BaHbl ELLE Napoyka Ansg obxona ANPEKTOPUIA, HO MOXHO ObINo 1 6e3 HKX. BbiBoabl AaHHOM
cTaTbW, KOTOpble § XOTen 6bl caenaTb He 3aKmnioyaloTcsl B nogvépkmMBaHum Toro, 4to Python ckopo
3ameHuT C# ¢ Unity n Unreal. Llenb cTaTbn — NpoaeMoHCTPUpOBaTh BO3MOXHOCTbL paboTsbl ¢ Python
KaK C ABWKKOM ANsi nporpaMMumpoBanHns urp. B Poccun, 5 gymato, STOT BapuaHT HanncaHus urp oyaet
nonynspeH. He n3-za World Of Tacks, koTopblii HanvcaH Ha Python, a u3-3a mynstunnatopmMeHHOCTH
WHTEPNPETMPYEMOTO si3blKa NporpamMmmmnpoBaHus. [JaHHbIA Kof, s MOry CMOKOMHO 3anyckaTb 13 Mmool
Unix-cuctembl 1 3T0 KpyTo. HO BCTAéT napa BONPOCOB:

1. HackonbKo CroXHO HanucaTb Urpy caMmomy € Hyna? Ecnu Bbl TONbKO BXOAMTE B reiMaes 1
BOOOLLE HE MOHMMAETE YTO NPOUCXOAUT C UrpaMm — He UCNONb3YNTe MUTOH. [laHHbIN CekTop
cenyac oYeHb Y30K 1 BPSIA N Bbl CMOXETE ObICTPO HanTy paboTy (Kak 1 BoobLLe B reiMaese).
BoibupanTte Unity. OH npolie Unreal Engine, Ho npu aTom Becbma paboTtocnocobeH. Ecnu xe Bbl
NoHMMaeTe A3bIK NporpaMmmupoBaHns Python n xotuTe caenatb urpy — genante eé Ha Python.
HeT cMbicna BblyunBaTh HOBbIN 513bIK TOMbLKO A5t co3aaHus urpbl. Python Ha mHoroe cnoco6eH. B
KayecTBe [oKa3aTenbCTB MOMUX CIOB, MOTy COCNaTbCs Ha Urpbl HanucaHHble Ha Python, a mory n
Ha 3D-aBMXOK, KOTopbI HabupaeT obopoTkl nof Ha3BaHne HARFANG. OH HuyeMm He xyxe Unity.

2. Hy a kak 6bITb ¢ onbiToM pa3paboTunkoB? Ha Unity n Unreal mHoro npecetoB. 310 npasaa.
Ho u Ha Python He meHbLue. A He reiimaeBep, Kak MOXHO ObIfo NOHATL U3 BBEAEHNS B CTaTbio. H
CUCTEMHbIN aAMUHUCTPATOpP co 3HaHueM Python Ha +/- Middle-ypoBHe (ga npocTaT MeHs
pa3pabsbl). A nucan kog Ans onTMmMusauny paboTbl B CETAX, @ BOT C UrpaMu 3HAKOM TOMbKO Kak
UFPOK CO CTaXeM WS NPOrpaMMuCT KPECTUKOB-HOMMKOB. Bcé 4To A caenan — s Havan udydatb
BOMpOC. M KakoBO ObINO MOE yAMBIEHME, YTO eCTb Ky4ya Mtoden, KOTopble MOMOralT HanncaTb
urpy Ha Python. JluuHo st nonb3oBancs rangamu ot Clear Code (4yBak oueHb nogpobHO
pacckasbiBaeT Ha Kakue bubnmotekn B PyGame ccbinatbes), COBCTBEHHO, OULIMaIbHbIM
MaHyanom no PyGame u kHuro Making Games with Python & Pygame (BHyTpu 6a3oBble

mMaTemMaTmnyeckne KoHuenunm VII'p). o1n TpW 3nemMmeHTa No3BoJInIIN MHe HanncaTtb Urpy MeHbLle

4YeM 3a MecaAl.

KoHeuHo, Mo npoekT no MNy3enbae MoxHO Aonro aopabatbiBatb. MoXHO caenatb OOoH U3 AepeBbLEB,
4YTOObI 3KpaH He OCTaBancs YepHbIM, [O6aBUTb OpYxus, Noabupaembix npeameToB. MoxHO coenaTb
6onbLumx 6occoB. MoOXHO co3aaTh MEHIO C Nepe3anyckoM U BbIXO4OM U3 Urpbl. B o6Liem, ecTb MHOro
ToYek pocTa. Becb NpoekT g ocTaBnsa BaM Ha 06CyxaeHNe U BO3MOXHbIe AopaboTku. Hagetoch Obino
MHTepecHO! 3aKoHYY KaK OAMH U3BECTHbIN BbIMYCKHMK 13 LUKOMbI.

Nnnnnnnnmmmmmmmmmmmnnnnnnnm nomuute! NMutoH — urpueasa aves!


af://n552
https://www.harfang3d.com/en_US/
https://www.youtube.com/@ClearCode
https://www.pygame.org/
https://disk.yandex.ru/d/6FQ_XjY2nwg5LQ
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