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def on mouse up(pos):
if s piece != None:

e RAEFEER, RARAEE c pos WWEAER RIZKEWEHAEE, @
AL P AR LAR s name FLY AMNF I a PIRP| X g EHEE

C pos = als name]
BT RN By, AR R SATie B 5 EF442 B a3E 5

MEMEB| LB BENMEEREBRET, TABRANRE R EHIZELG xF
@3E % o yH@IES ¥ AESQOVANE, IR A E B EHAILE .,
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abs() H#
KEALGY 5T

X7 & 3E % : abs(pos[@] - c pos[0])
y 7 e $E % : abs(pos[1] - c pos[1])

BRABEHLEG, §2F pieces T A8 [BARAKXEKRS], A False &
A True , FFiZA4 R ARICAH L EFHNE

def on mouse up(pos):
if s piece != None: # A FHi£Pagssh
c pos = a[s name] # £ FAFEL FIIEF [z &
# L Lz E 5IEHZE 695E 5
if abs(pos[@] - c pos[@]) < 50 and abs(pos[1l] - c pos[1l]) < 50:
s piece.pos = c pos # & F/EF(ZE
for pilece 1in pileces:

if piece[O] == s piece and not piece[2]:
piece[2] = True # A EEHKE

BREALAHEETE count IWREHKEAR K=, WIEEN 0 . BREFHARNEA AL
G, iR E count Ar 1, BAJHRKAIPEEAINTZME, PTAE BA4EHA
global x4 F &k 58] count A4 AHX=E,

count = @ # ERHFHK PEHKEGH N BT
def on_mouse up(pos):
global count

if s piece != None: # #wFH £ FhIFEH
it abs(pos[@]-c pos [0]) < 50 and abs(pos[1l]-c pos [1l]) < 50:

for plece 1n pileces:
if plece[@] == s piece and not pilece|2]:

(i:élimt += 1 # EHKE 7 HEm—
break # HAEZLFHARN, LTk, TEZEELH
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RERZEPHRLEE, RNFLE s_piece M4 A None , FHKA
R FREFHR. NBST 2Y s_piece A2 AT =,

def on mouse up(pos):
global count, s pilece
if s piece != None: # W FHL£F4I#H
C pos = als namel

# BE LI E LG A

s piece = None # G/ H R PhgAtkl
3 ARAG

count = @ # (BFHF) 2R P IE G BN B
# (B H AR F
def on _mouse up(pos):
' global count, s piece
if s piece != None: # 4R A& FPHI#H K
C pos = a|s name]
# 1B Rl B 5 IE iz & #9585
if abs(pos[@]-c pos[©]) < 50 and abs(pos[1l]-c pos[1l]) < 50:
S plece.pos = C poS

for piece 1in pileces:
if plece|@]| == s plece and not pilece[2]:
piece[2] = True # 7#~72EEFHHKE
count += 1 # IEF K BE BT 11 25 07—
break # HKE|TEFIGAHES, #R18 T A&
s piece = None # 5/% L ajit a9k
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BFEE KK FOCEERIN, BT REAMNT
#iTFE, ALL ﬁﬂﬁ%@ﬁﬁ&%

BE, ZAMLIZE— time T 20K F TR, HiiFx i< A 1204)
time = 120 # #/ 4471/
ELALATOLFBHHGLFR?

screen.draw.text (text oS **kwargs
o textXLFHNE. posiiE XANEKLINEHR
o WMELZEAFIANALFNALE LA
St B A, H b A
« fontsize: FIRKD (VR EHFAL) . BIAEHAN : 24
+ color: XFMWAx&. HKIAMAN: white
» fontname: FHRIMH %L, FxAEE B ZdfontsL kN, FKIAE R

PG £ 2B et, £ H screen.draw.text() : _
’ e: 114
HE, 2E, F7. MEAR—IFREL Time: 114

def draw():

S 7 B AT ]

screen.draw.text(f"Time: {time}", (40, 20), fontsize=40, color="white")
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REB TR AR

HZLMNEFTHG—F, time mV1, HRAVT A B AT 4L, X2 — il F
Ay 18] 1 B A2 AR

# 07 8] )y 3
def update_time():

global time

# L AF R A

if time > O:

time -= 1

# g 1 A5 AR 695 #K
clock.schedule_interval(update_time, 1)

clock.schedule interval(callback, delay)

e A3t callback , #£2®iAHF function, K& -2/ F69HF, I
L) 2 TR 7T VAR A3
delay /X% 8] [ a9+ 2K

# Bode L X E
:time = 120 # (#H) F/#E 1

: # B R

# L HAEA S
for pliece in pieces:

# (FH) B7F2mH

|
|
|
|
|
|
|
|
|
|
screen.blit('+ HMEAX L', (0,0)) # LHHFL I
|
|
|
|
|
|
|
|
screen.draw.text(f"Time: {time}", (40, 20), fontsize=40, color="white"):

|

|
|
|
|
|
|
|
| piece[0@].draw()
|
|
|
|
|
|
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#  (BFH) i 1E] £ Bl
def update time():
global time
# 0]

if time > 0O:

time -= 1 # #ALHHEA 1

# (BFH¥) #/5 1 #5788 BT 6] 6935 3%

clock.schedule interval(update time, 1)

% W R
KM FH: B4R R FF: BFZPT A AR
time == count == len(a)

steam.fun




BAI % BKE

Bh, RAMRATEZEFHFRERGE® AL, LECMNNAESR 26970,

# o E AN
# Ao # ERE A E T

win img = Actor("m*", (WIDTH // 2, HEIGHT // 2))
lose img = Actor("%%&", (WIDTH // 2, HEIGHT // 2))

B, &A1 Edraw() R T, BAomF k2 kK H & ey XKD

# ML
def draw():

# o RO LE R, B AR KK AT B A

if time ==
lose img.draw()
if count == len(a):

win_img.draw()
R

| # BN

- # () e EHFE LR G

- win_img = Actor("m#", (WIDTH // 2, HEIGHT // 2))
. lose_img = Actor("Xx X", (WIDTH // 2, HEIGHT // 2))
| H A AR

. def draw():

# (BHA) W RFRLBR, ZEEF KX I B A
if time == 0O:

lose img.draw()
if count == len(a):

win_img.draw()

steam.fun



X KM )E, AR LI UARIEF), INFF A5 9 IE T B A
AR FZA A T RAAR AL, AFIF0F R KRG, A/ INA8 B A 33 R 7

HFMT AR E—ANT & game over LR HFXIKE., WIE{E1X E HFalse,
i 18] £ R B game over X E A True.

game over = False # IS HFRAEE LS

def update time():
global time, game over
if time > 0: # A5
time -=1
else: # A7fif 70, FHLER

game over = True

ARETENHT, AMBFREIAZERET, TaELRMNAL FH2FRIEGHER

def on mouse down(pos):
global s piece, s name
if not game over:
for plece, name, placed 1n pileces:
# &2 X GEAF I
if piece.collidepoint(pos) and not placed:
s piece = piece # LR LAEFGIHFNH
S name = name # 8RN GAL
break

steam.fun




BT AR, R AG, 5 AR
o EAA LR

DRI T AL, AR B heE BRgR. HALKE®, Wi
R B A% 5] 7 B s 4 AR Y

if time > O:
time -=1
else:
game over = T[rue

ARBAT ARG T AEIZ Bl — AN AV BT 2, S RET A A0, AF A& BRAB
count < len(a) R&EmMmEZ, Rz, WHARMELZA BT, A AEH
iV . X AEAYIE, de FAEREA], Bl RBRY .

if time > @: # G LK4ZER
if count < len(a): # 77 A# 7T a7+ 4
time -=1
else: # #7042

game over = True

Z b, RA G HF B 7 XA F AT,
Bk Pb Eb 1 AR s B BF 2 e
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# 98 RAG

# A4S (E K E
game_over = False # (B 7R TR

#t (B2) A rrdc T F1H4
def on _mouse down(pos):
global s piece, s name
if not game_over: # (#H) F/riar kKL, AP T RERT
for plece, name, placed 1n pieces:
# B E kI F K EF K E 9N
if piece.collidepoint(pos) and not placed:
s = piece # 18 RLEFGI#HN
S name = name # 7CRAEN Ak
break

it (BEK) LA F 0

def update_time():
global time, game over
if time > 0©:

if count < len(a): it () H Bk & F A
time -=1
else: # (B H¥) 142552 A
game over = True # Jrit7z

steam.fun
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# HENE, 177XK%)

a = {"e1#EEAA R " (225, 231), "@2WmEAE R ": (244, 457),
"04FH HEAA R/ " (383, 396), "O5W)IA KR ": (491, 521),
"Q7H W AR/ ": (472, 358), "@8=mA R ": (457, 621),
"10#AH A4 K " (640, 584), "11k®E R ": (586, 415),
"13EAKAE R " (859, 228), "14#dbAE R ": (654, 506),
"16 5T A K " (549, 593), "17A #HAR": (672, 446),
"19: L&A A K" (758, 392), "20.LEmAER": (650, 369),
"2 EE R . (740, 487), "2348iEAAR": (766, 609),
"25ATIZAE /" (793, 538), "26E KA KR ": (573, 525),
"286 B A" (824, 652), "29#&EHEA A" (610, 753),
"1 KEFEMSHA/": (730, 326), "32.LEAR": (818, 495)}

- 1lmport pgzrun
' import os
| import random # FAZRIEF LA LB E

| # IX _E B

I
' WIDTH = 1000

HEIGHT = 800

TITLE = 'FEBBEXRY' # XEHoHFA
| # A0S 1E X E

' s_piece = None RN S Y

s name = None # LRI G F
count = @ # ERIFK FPIEFH B EHI#AAL K&
 time = 120 # GrfRAT

game over = False # FREFFAEE TR
# I E AR K

 pleces = []

# BT I MR P BB A

Zfor filename in os.listdir('images'):

if filename[-6:] == "# K .png"':

| # ek 2 E T
win img =

"IN K EHR": (623, 203),
"6 E i AE R " (861, 122),

"09) MR "
"127 LA/
"15) RAR":
"18IT A "
"21:TTAER "
"24§—I-ff]t»5$ﬁ'| o
"27TTRAR":
"3QJb T AE R

# LT AL AR I T 6O IE Gz B

Actor("m %", (WIDTH // 2, HEIGHT // 2))

lose_img = Actor("4%M", (WIDTH // 2, HEIGHT // 2))

steam.fun

(580,
(718,
(678,
(724,
(805,
(770,
(548,
(715,

656),
330),
677),
584),
284),
462),
375),
310),

RAFEL # K .png Z2/Z 59X 14+
img = Actor(filename[:-4], (random.randint(@,WIDTH), random.randint(@,HEIGHT))) |
pieces.append([img, filename[:-4], False]) #. 7wl (2,027 % |




T B R

- # FAER

def draw():
screen.blit('tTEH®*EHF x',(0,0)) # BHHFF
for piece in pieces: # L #/& /N HFH
piece[@].draw()
# L2 R 0T ]
screen.draw.text(f"Time: {time}", (40, 20), fontsize=40, color="white")
if time == Q: # #0722 K, F KK
lose img.draw()
if count == len(a): # HFE A #HY, FFHEF)
win img.draw()
def on mouse down(pos):
global s piece, s name
if not game over:
for piece, name, placed in pileces:
# 1AL,k E R IEG K E BTN
1f piece.collidepoint(pos) and not placed:
s piece = piece # R LEHFGI#4L
S hame = name # 8RAHFN SHf
break

;E?Z ﬁ?ﬂ%’*’é f/ﬁ %‘5 ﬁ/&
def on _mouse move(pos):
# Ao R L TP HFIFAB LG O, FEE RT3
if s plece != None and 0<pos|[0]<1000 and ©<pos|1]|<800:
s piece.pos = pos # L L PN BI(ZE
def on mouse up(pos):
global count, s piece
if s piece != None: # A B H &L Fa7sk
c pos = a[s name] # £ F&H K GI.EFH (2 B
# f2HaiA & 5 IE G & 5958 %
if abs(pos[@]-c pos[0])<50 and abs(pos[1l]-c pos[1l])<50:
s piece.pos = c pos # K EF/EF(ZE
for plece 1n pileces:
if plece[@] == s piece and not piece|2]:
piece[2] = True # #2289 EEFH K E
count += 1 # LEF & 0977 3 25—
break
s piece = None # 7/% L ajit #a9st K

steam.fun
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# LA 0T
def update time():
global time, game over
if time > 0O:
if count < len(a):
time -=1
else:
game over = True # 777z %

# A 1 A LT A 4935 3
clock.schedule_interval(update time, 1)

# B B
pgzrun.go()
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1. ATHANZAEET abs () BB WEREERB? ( )

A. 1nt

B. float

C. bool

D. RAE, BMEkTFMALHKEAR

2. abs()A&Python®y N E &3, MiTabs(-1.00)EaLEANLERRE? (

A. -1.00

C. 1.0

D. 1.00

3. PIFET —AHHEE, TERNRBERAF2HIIGHR? ( )
A. clock.schedule interval(update time, 1)

B. clock.schedule interval(update time(), 1)

C. clock.schedule interval(update time, 2)

D. clock.schedule interval(update time(), 2)

steam.fun




4. T EFERLT AL FHZR? ( )

A.

time = ©

def update time():
global time
if time > ©:

time = 120

def update time():
global time
if time < ©:

time += 1 time -=1
clock.schedule interval(update time, 1) clock.schedule interval(update time, 1)
C. D.
time = 120 time = 120

def update time():
global time

def update time():
global time

it time > 0©: 1f time ==
time -=1 time -=1
clock.schedule interval(update time, 1) clock.schedule interval(update time, 1)

5. AT T EpythonRBE, WMBEERXE? ( )

A. S5#5#

B. S5#1#

C. 1#1#

D. 1#5#

steam.fun

s =1
def sums(n):
global s
s = 0
S =S +n
print(s, end="#")
sums (5)
print(s, end="#")




i schedule BFlal &, HAE%R screen )= -3 i
i interval 8] 1% fontsize AR K E

NP E: Loy 3

RAE T B B Lagi Bife @ AR, R FMNAE L2338, 5AABER, 4N
BRT AN RAITRR 09 547, DAL Z T RA &S EGTre!

= 1 [F]
' "’;,;“,
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Adb, L, T, FA, BAEID, I, Wi, REL RE. IH, LK,
. #db. FE. SR Ed. @l wl. =d. BRE, W, FE. 875
+ SAANBBK:

NEFRBERX, JTHEEAERX,

BB EX., TEEZEREKX,

MBEETRAER

¢+ ANEET:

A, REF, LEF. ERT

o 2NNHFAATECK

HBRAFATER . BITHAITHEER

Time left: 60
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