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SNGEREHELIFAHIERIELE,

import pygame
import random
import sys

class SnakeGame:
def init (self):
pygame.init()
self.width, self.height = 640, 480
self.screen = pygame.display.set mode((self.width, self.height))
pygame.display.set caption("RIZHEHEIK")
self.clock = pygame.time.Clock()
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» self.snake: FISRFEEES[THILIR, F— I ITERMk

# BBEEX

self.BLACK = (0, 0, 0)

self.LIGHT GRAY = (211, 211, 211)
self.GREEN = (@, 255, 0)

self.RED = (255, 0, 0)

# RS

self.block size = 20

self.snake = [(100, 100), (80, 100), (60, 100)]
self.direction = (self.block size, 0)

self.food = self.generate_ food()

self.score = 0
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SMENAERBYINEG, RIFFASIEEES,
e random.randint(): SERIEE CERAINENEEEL
« //: BRZERT, TIRUTRE block _size AYSEN

def generate_food(self):
"CHEREYAME"

while True:
X = random.randint (0, (self.width - self.block size) // self.block size) * self.block size
y = random.randint(@, (self.height - self.block size) // self.block size) * self.block size
if (x, y) not in self.snake:
return (x, y)
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def handle _events(self):
for event in pygame.event.get():
if event.type == pygame.QUIT:
return False
elif event.type == pygame.KEYDOWN:
if event.key == pygame.K _UP and self.direction != (0, self.block size):
self.direction = (0, -self.block size)
elif event.key == pygame.K DOWN and self.direction != (@, -self.block size):
self.direction = (0, self.block size)
elif event.key == pygame.K LEFT and self.direction != (self.block size, 0):
self.direction = (-self.block size, 9)
elif event.key == pygame.K RIGHT and self.direction != (-self.block size, 0):
self.direction = (self.block _size, 0)
return True
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e pygame . KEYDOWN: F&IEIE {420
« pygame .K_UP/DOWN/LEFT/RIGHT: AREEE
e self.direction != (0, self.block size): FHlLEtEREIFEES
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def update(self):
# BoiiEsk
head = self.snake[0]
new_head = (head[@] + self.direction[@], head[1] + self.direction[1])

# KREDRAE
if (new_head[@] < @ or new head[@] >= self.width or
new_head[1] < © or new_head[1] >= self.height):

return False

# IEH SiE
if new_head in self.snake:
return False
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e self.snake.insert(0, new head): EFIFRFLIFENGIEL
e self.snake.pop(): BRICE (WMRLNZEIED)

self.snake.insert (0, new_head)

# REEEIZEEY
if new_head == self.food:

self.score += 10

self.food = self.generate food()
else:

self.snake.pop()

return True
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def draw(self):
self.screen.fill(self.LIGHT_GRAY)

# ZlaE
for segment in self.snake:
pygame.draw.rect(self.screen, self.GREEN,
(segment[@], segment[1l], self.block size, self.block size))

# LHRY
pygame.draw.rect(self.screen, self.RED,
(self.food[0@], self.food[1l], self.block size, self.block size))

pygame.display.flip()
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def run(self):

running = True

while running:
running = self.handle_events()
if running:

running = self.update()

self.draw()
self.clock.tick(10) # BHIEFEXIRE

print (F"BEXRER! HERHE: {self.score}")

# A PRAREC
waiting = True
while waiting:
for event in pygame.event.get():
if event.type == pygame.QUIT:
waiting = False
self.clock.tick(30)

pygame.quit()
sys.exit()
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import pygame
import sys

class BreakoutGame:
def init (self):
pygame.init()
self.width, self.height = 8600, 6600
self.screen = pygame.display.set mode((self.width, self.height))
pygame.display.set caption("FTREERFEXX")
self.clock = pygame.time.Clock()

# BEENX

self.WHITE = (255, 255, 255)
self.BLUE = (@, @, 255)

self.RED = (255, @, 0)

self.BLACK = (@, 0, 0)

self.LIGHT GRAY = (211, 211, 211)
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 self.ball_pos: FIFRFMEEKAY x 7 y 4R E
e self.ball_speed: ¥FRFMEEKE x ¥ vy HRIZBENEE

# O SR

self.ball pos = [400, 300]
self.ball speed = [5, -5]
self.ball radius = 10

self.paddle width, self.paddle height = 100, 20
self.paddle x = 350
self.paddle y = 550
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 pygame.Rect(): GIEREIXISR, 808 (x, v, BE, BE)
« col * 80 + 5: TEIEIRAY x AR, BHEFR 80 RE=

e row * 30 + 50: [TEREIEHRAY y AR, B1TEIRE 30 &=

# QIEfER
self.bricks = []
for row in range(5):
for col in range(10):
brick = pygame.Rect(col * 80 + 5, row * 30 + 50, 75, 25)
self.bricks.append(brick)
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QIR P FF LIS IRAY AT
e pygame.mouse.get pos(): FENERFZEEIE
e max(0, min(...)): PREERNEEF=TCEN

def handle events(self):
for event in pygame.event.get():
if event.type == pygame.QUIT:

return False

# FHARER BB AR

mouse_X = pygame.mouse.get pos()[9]

self.paddle_x = max(®, min(mouse_x - self.paddle width // 2,
self.width - self.paddle width))

return True
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LBV IZ A AR,

def update(self):
# BEFIKNVE
self.ball pos[@] += self.ball speed[0]
self.ball pos[1] += self.ball speed[1]

# N FREER

if self.ball pos[@] <= self.ball radius or self.ball pos[@] >= self.width - self.ball radius:
self.ball speed[0] = -self.ball speed[0]

if self.ball pos[1l] <= self.ball radius:
self.ball speed[1l] = -self.ball speed[1]

# BRI

if self.ball pos[1l] >= self.height:
return False
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FIREIR : flbEtS

# PUNTRE SR
paddle rect = pygame.Rect(self.paddle x, self.paddle y,
self.paddle width, self.paddle height)
ball rect = pygame.Rect(self.ball pos[@] - self.ball radius,
self.ball pos[1] - self.ball radius,
self.ball radius * 2, self.ball radius * 2)

if ball rect.colliderect(paddle rect) and self.ball speed[1l] > ©:
self.ball speed[1l] = -self.ball speed[1]

# FRHREER
for brick in self.bricks[:]:
if ball rect.colliderect(brick):
self.bricks.remove(brick)
self.ball speed[1l] = -self.ball speed[1]
break
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e ball rect.colliderect(paddle rect): &N IEFERHER
« self.bricks[:]: GIERRIWIRIEIR, TEtERIARFRIERTE
e self.ball speed[0] = -self.ball speed[0]: ERERIESCIIZH
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def draw(self):
self.screen.fill(self.LIGHT_GRAY)

# 22HER

pygame.draw.circle(self.screen, self.WHITE,
(int(self.ball pos[@]), int(self.ball pos[1])),
self.ball radius)

# B

pygame.draw.rect(self.screen, self.BLUE,
(self.paddle x, self.paddle y,
self.paddle width, self.paddle height))

# LRHIREER
for brick in self.bricks:
pygame.draw.rect(self.screen, self.RED, brick)

pygame.display.flip()
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e self.clock.tick(60): IREIIETIRE N 60 Ml

def run(self):

running = True

while running:
running = self.handle_events()
if running:

running = self.update()

self.draw()
self.clock.tick(60)

# EFHAPXEAREC
waiting = True
while waiting:
for event in pygame.event.get():
if event.type == pygame.QUIT:
waiting = False
self.clock.tick(30)

pygame.quit()
sys.exit()
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