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- HER2850#4: Flappy Bird. Space Invaders, #55F. 2048, EBHIAR
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KAERIGRIT, BTRES E:

 HEIR . T NCEE, MIEEEEER. AiERll, SoEa. B

« SRS DXAR/ERE (FIR) | EIRGE (FrE) | pygame.Rectfill
o MiEREER]: clock.tick(60) FRIFHE
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D AN KERER:
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o BIALLIE

- MIHEEFHSlE

- SRS
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import pygame

pygame.init()

screen = pygame.display.set mode((800, 480))
clock = pygame.time.Clock()

WHITE, BLUE = (255, 255, 255), (50, 120, 220)

ball pos, ball speed, ball radius = [400, 240], [6, 4], 10
paddle w, paddle h, paddle speed = 12, 80, 6

left y, right y = 200, 200
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AR, PRI
{58 pygame . key .get_pressed () SCHUSAEZGEIA,

keys = pygame.key.get pressed()

if keys[pygame.K _w]: left_y -= paddle_speed

if keys[pygame.K s]: left y += paddle speed

if keys[pygame.K UP]: right y -= paddle_ speed
if keys[pygame.K DOWN]: right_y += paddle_speed
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RN TESmI ISy VAL N = R G L oalU

ball pos[@] += ball speed[9]

ball pos[1] += ball speed[1]

if ball pos[1l] <= ball radius or ball pos[1l] >= 480 - ball radius:
ball speed[1l] = -ball speed[1]

left rect = pygame.Rect(40, left y, paddle w, paddle h)

right rect = pygame.Rect(800 - 40 - paddle w, right y, paddle w, paddle_h)

ball rect = pygame.Rect(ball pos[@] - ball radius, ball pos[1] - ball radius,
ball radius * 2, ball radius * 2)
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JEtRAlE 54

{5 colliderect() MNERSHEIRAlTE:
2% ball_speed[0] < 0 PlEEKEISEiRREIR S /55,

if ball rect.colliderect(left rect) and ball speed[0] < O:
ball speed[@] = -ball speed[9]

if ball rect.colliderect(right_rect) and ball speed[©] > O:
ball speed[@] = -ball speed[9]
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screen.fill((20, 20, 20))

pygame.draw.rect(screen, BLUE, left rect)

pygame.draw.rect(screen, BLUE, right rect)

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

clock.tick(60)
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- hESER: EihE BERESEH

- BIASRC: mERMTT, S8R, GEIRCEF
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« BRI : £EIFERTFETTRIER
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SRS S i
« SUREES
o mine_mask: FIEENME
o grid: TFEREIHLN
o revealed: FIEFIFFIRE
o flagged: FEIRCIAE

D

- BbidiiE: Rt E TERESEH - EH/mc—FIEER
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import random

ROWS, COLS = 10, 10
MINES = 15

grid = [[@ for _ in range(COLS)] for _ in range(ROWS) ]

mine _mask = [[False for _ in range(COLS)] for _ in range(ROWS) ]
revealed = [[False for _ in range(COLS)] for _ in range(ROWS) ]
flagged = [[False for _ in range(COLS)] for _ in range(ROWS) ]
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ERE B EME
{FH while fEIMBIRIETS

count = 0
while count < MINES:
r = random.randint(@, ROWS - 1)
c = random.randint(@, COLS - 1)
if not mine mask[r][c]:
mine mask[r][c] = True
count += 1

EZLEHIE
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WHEMES, Ftit8IPmABERIEE

dirs = [('1) -1)J ('1) @)J ('1) 1):
(@) '1)J (@J 1):
(1: '1)) (1J 9): (1: 1)]

for r in range(ROWS) :
for ¢ in range(COLS):
if mine mask[r][c]:

grid[r][c] = -1 # BfaLA-1
continue
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around = ©
for dr, dc in dirs:
nr, nc = r + dr, c + dc
if @ <= nr < ROWS and © <= nc < COLS and mine _mask[nr][nc]:
around += 1
grid[r][c] = around
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B R0RIS RS, Bl EEXE:
XRHAFIDFS (REMTEER) MA.

def flood reveal(r, c):
if revealed[r][c] or mine_mask[r][c] or flagged[r][c]:
return
revealed[r][c] = True
if grid[r][c] == 0:
for dr, dc in dirs:
nr, nc = r + dr, c + dc
if @ <= nr < ROWS and @ <= nc < COLS:
flood reveal(nr, nc)
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9.4.3 HEal E&tg

R EEBFNEE, EETSELE/INFESIEAGIIER
- Flappy Bird: EHLER. EBE%ER
 Space Invaders: E&#enn. BidhhiliE
« HEFRF . WIETPTN. RRIRIT

* 2048: MBS EFF

- HBHIGIR: SR TNE. 1TiER
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Flappy Bird

201 3F R AR EDE R Afn, ERATRENLERIE:

- Inik: _EBkER, FUEIBER
o HrLHE -

- BOEHL Be/NSE NILEE

o BRERNA : IR3LS/NS R ER#ITIRE

o BIEER: EREANENETSEEE
o fiifEREN. NSEEE. MEEFE
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Space Invaders (KZHEIEE)

1978FHANIRAEIA, SithirEAE:
 Imik: EEREEIEXRINEANE
o HrLHE -
o WMD) BINCaE), MORT R
o FNEAIHE: IR FIESEANIEFE
o RIS BB IIRBEIINR
o BEURERSE: Al FREARIAGIRAIFE
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#EF§F (Sokoban)

1982 F HAREFRESMRI T TR E

 ImiE: MR TFREIERR, ResHEAseh
o #ZILHILE :
o WIIEH: FRERIETEE)]
EER: MlEFRIDEE AT
- BiRltES: FMFiEETFEEERTRR
o RREUE: THEUAFEEDE
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2048

201 4FEEAFIFFA ZGabriele CirulliglfE:
 Inik: IBsIaHEEEF, Birahk2048
o #ZILHILE :

o MI&IBE1: JTRAIEES R

o GFRIN: tHIPEREFS

o BEHLERL: BRI ESTEIMERGR

o KWFIE: MIBE#HETTESH
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BEEHIBIR (Tetris)

198457 BATE R b7 e - MREAF R R AR A -
- Imik: EHRIGIRTE. hedk, EHiTER
o HrLHE -

- HIRTNE: ElfsREH B T

o FERE RS RGO RNERS

o iTiHRR: MNFHRERIT

c RS HiRHES, TEBIR
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1. SEEU A= AOISR S TRGEBE
2. kBREFIDHEEEIFL

3. NIEHANEEINEC e SRR ET
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1. TR E. FREFITESMEER

2. XIFECHEETT. A%tric, HA0REIFREFF
3. EIERAESERTT/RIREHNE R
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1. MFlappy Bird, Space Invaders, #Ef8F. 20488 S EiTRA{HE—FK
2. SERFZIOIH . IANTES, KEEH. ISR

3. ({niEITER, HiRFESIEENSHIEEE
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EEBK: AR, fHECN, SoEE
« 195 ISR, BB, 1BITREH
« 2888044 Flappy Bird., Space Invaders, #EfEF. 2048, HEHIALR
- HEEZE: WA, W&, HE. B3R, MR
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