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9.2.1 EfzeawlTNgEeE

Pygame &Mt 7 FERIEZZZHITIRE:

- BRNMAER:: B, BRFisiERER

SRS 5 ReB RGBSR, TRl

FEHIEBRER

- MFRF:. EREGEELITR, £LAA (0,0), BAR NAESHE
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S EFRE

a1t Pygame FHEFEFXE .

import pygame
import sys

## Yia{LPygame

pygame.init()

screen = pygame.display.set mode((800, 600))
pygame.display.set caption("EFLEELR")
clock = pygame.time.Clock()
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SE2: EXEE

TE M {EFRY RGB EREBEE.,
RGB Efi2: 81 ERYE 0-255

#H EXFERPE (RGBEH)
WHITE = (255, 255, 255)
RED = (255, @, )

GREEN = (@, 255, 0)
BLUE = (0, @, 255)
BLACK = (0, 0, 90)
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T3 eHIERZEREN

BILREIRREY, RHIRERAIEZ,

def draw_shapes(screen):
nmn "é‘%—%ﬂ‘;}\j{?ﬂﬁ%ﬁﬁ ﬁ; mmn
# FEREE
screen.fill (WHITE)

# H|%EF2: pygame.draw.rect(surface, color, (x, y, width, height))
pygame.draw.rect(screen, RED, (100, 100, 200, 150))

# %R pygame.draw.circle(surface, color, (center x, center_y), radius)
pygame.draw.circle(screen, GREEN, (500, 200), 80)
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SH3: ERENRAP

e screen.fill(): FHECEHRERENFEERE
* pygame.draw.rect(): =EIFER, 808 (F@, @&, (x, v, BE, BE))
* pygame.draw.circle(): SHIER, S800 (F@E, @B, (Fibx, Hiby), FE&)
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T4 PEERA

TITIFRABER, LTRSS

FZRHIERZ.

#HE O ETEER
running = True
while running:

# AR

for event in pygame.event.get():

if event.type == pygame.QUIT:
running = False

# L E R
draw_shapes(screen)

# EIRR
pygame.display.flip()

# PSR
clock.tick(60)

## IRHTZFF

pygame.quit()
sys.exit()
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SHRA: RENRAA

e pygame.event.get(): $REVE

LTI SN SE

=15

. pygame.display.flip(): EFENREER, BRFELHRNS
e clock.tick(60): ¥=HEFEIEZR/ 60FPS
BITXNER, (FEEREOFRN S0 BafASRE R,
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9.2.2 HIFALIERS

Pygame RYS{HAMIER S

- BREHRM: SN
- BRiRSHE: O

- BOSHE: N

T3l JRETE N M A P Y= AR E -
HESEHET, ISR

FRARE, LIRS

BOXF, TLIBH

2
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a5l 9.2.2: EHL IR

BlEE— 1 EIRERBENEAAERF, D4R
1. 281 BEFRYREFIIZEEENX

2. PR SEFIEREN
3. I3 LHIREN

4. T]A: EHFREER

1T LEE R TEEATSRHRE 13



SB1: EFItHEEENX

et Pygame FrENX BRI EFIENE,

import pygame
import sys

## Ylia{kPygame

pygame.init()

screen = pygame.display.set mode((800, 600))
pygame.display.set caption("SE{AMEER")
clock = pygame.time.Clock()

#t EXHE

WHITE = (255, 255, 255)

RED = (255, 0, 0)

LIGHT BLUE = (173, 216, 230)

# EXBRTNEE

circle x = 400
circle y = 300
speed = 5
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TE2: FBHABERHEY

IR O RASEA BRI ERN,

def handle _events():
"SNP AR

global circle x

# ANREEAPAS] R RIS
for event in pygame.event.get():
# B OXHSEH
if event.type == pygame.QUIT:
return False

# RAMIERN
mouse_X = pygame.mouse.get pos()[9]
circle x = max(20, min(mouse x, 780))

return True
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TIR2: BHENREA

e global circle x: 7FHH circle x NEBTE, AIFRHENE

« pygame.event.get(): SRENEFHNFIFRIMEEH, IREEHIFER

* pygame.QUIT: BOXASFREEE

« pygame .mouse.get_pos(): IREXERIRIE, &RE (x, v) #imcd
» max(20, min(mouse_x, 780)): [RHEM I EEF=EEN
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HIR3: LRy

2 B A =Y AN

» screen.fill(): FHEEENBIEFTE N FRARE
e pygame.draw.circle(): EEE_HAHIER

e pygame.display.flip(): EFBRNEREER

def draw_game():
nun llg%ﬁ?u;}‘:-ﬁyjz@-@u nn
# HERE
screen.fill (WHITE)

# AR B
pygame.draw.circle(screen, LIGHT BLUE, (circle x, circle y), 20)

# EHER
pygame.display.flip()
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T4 EiFRER

EI TR EEIR, BaSHEENAHITIRE.
Z17/a, XEBER SRR,

## IR E B
running = True
while running:

# RAIBEMF

running = handle_events()

# 2HEm

draw_game()

# FEHlE
clock.tick(60)

# RHIEFF

pygame.quit()
sys.exit()
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9.2.3 Ask Al: F¥ZEPygameFHIIEe

Ei8 7 pygame NEARINEER, LA Al BIFEAEZ SRR AR
o "W{AfE Pygame FPSCINASR (Sprite) HEF? "

« "WERIIEES RN "

o "QN{EISCILER P RYREERST ?
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%3] 9.2.1: BRG]

1. QlE—MERF, SHIAREBEAA/NGY TR
2. LM MERREIRIER, BinEEITREHuE
3. FF—1RAIR, (ERAERESHIREOE
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53] 9.2.2: HHAIBGS]

1. SWE—MEERRY Bk, ARG EtR T aien)
2. SCINREARERRESER, — MEF a2 IRME R &

3. BIE—ERNSERER, SIFAEBEREL
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ARG

- 45 pygame.draw.rect(). pygame.draw.circle()
- BIBBERS: RGB =5t (R, G, B)

AR pygame.event.get(). pygame.QUIT

e I E: pygame.mouse.get _pos()

dinl
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