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# (#H) F \Pgzero/
import pgzrun

# (BFH) 7 F 5o
WIDTH = 1500 # Bk is

#t (BrH) B2
pgzrun.go()
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# L?{/g ;?L 5 }/ﬁ L%
bgl = Actor('i#%::E@ 3% ', topleft = (0,0))
bg2 = Actor(':&%w@ 3% ', topleft = (1500,0))

def draw()'
B ELET R
bgl.draw()
bg2.draw()
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# G K E
speed = 15

# H R
def bg move():

bgl.X -= speed

bg2.x -= speed

def update():
bg move()
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def bg move():

if bgl.right
bgl. left
if bg2.right
bg2.left

<= 0:
bg2.right

= O:
bgl.right

| I N |




A F — P XA .

import pgzrun

WIDTH = 1500 # & 7477
HEIGHT = 800 # 74 7772
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#t () ¢/ Z2HFHE

bgl = Actor('#H%ZE ",

bg2 = Actor('i#%:id

#  (BFH) #ds it X &
speed = 15

# (BH) =7
def draw():

bgl.draw()
bg2.draw()

# (BFH) 75

def bg move():
bgl.Xx -= speed
bg2.X -= speed

if bgl.right <= 0:

bgl.left =

bg2.right

if bg2.right <= @:

bg2.left =

# o (BH)
def update():
bg move()

/5 )5 X
pgzrun.go()
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import random
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obstacles = []

for _ in range(3):
X = random.randint(WIDTH, WIDTH + 1500)
y = random.randint (100, HEIGHT - 50)

obstacles.append(Actor('% &', (x, y)))

BELVERYD

def dr-aw( ) :
# BHELT
bgl.draw()
bg2.draw()
# SHEAY
for obs 1n obstacles:
obs.draw()
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def obs move():
for obs 1n obstacles:

obs.x -= speed # FHNEIFWAFM T X —LEZ)

if obs.X < O:

obs.x = random.randint(WIDTH, WIDTH + 1500)

obs.y = random.randint(100, HEIGHT - 50)
def update():

bg move()
obs move()
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import pgzrun
import random # (FH)

# (FH) ¢/ EREAZY

obstacles = []

for _ in range(3):
X = random.randint(WIDTH, WIDTH + 1500)
y = random.randint (100, HEIGHT - 50)

obstacles.append(Actor('%E', (x, y)))

# TG K E
speed = 15

def draw()'

# (BH) L wIEAZY

for obs in obstacles:
obs.draw()
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# (BFH) BHREFWE

def obs move():
for obs 1n obstacles:

obs.x -= speed # FHJFEAFHAEH 7 —ALFF

if obs.x < O:
obs.x = random.randint(WIDTH, WIDTH + 1500)
obs.y = random.randint(100, HEIGHT - 50)

def update():
bg move()

obs move() it (BH)

pgzrun.go()
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# GIEEIEE
motor = Actor('/AZ41', (200, HEIGHT // 2))
def draw():

# 22w /EFE

motor.draw()
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# FApgzhelper &
from pgzhelper import *

motor = Actor('/ZF41',(200,HEIGHT//2))
# HEERFRETIEP
motor.images = ['B31', ' F2"]

# LA
def update():

motor.next image()
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Actor.1images
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Actor.next image()
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def update():

motor.next_image() l

def change image():
motor.next image()
clock.schedule interval(change image, 0.2)
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# LT &5 #EH It Z)
def update():
it keyboard.left:
cat.x -= 10
elif keyboard.right:
cat.x += 10
elif keyboard.up:
cat.y -= 1€
elif keyboard.down:
cat.y += 10

ZHRERXLTHI, RBEAD
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def update():
bg move()
obs move ()

# ETIEERST
if keyboard.up and motor.top > ©:

motor.y -= 7
if keyboard.down and motor.bottom < HEIGHT-50:

motor.y += 7

steam.fun
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# (BrH) ¢/ FHLE

motor = Actor('AE#1', (200, HEIGHT // 2))
# (B HFEHERFRETIEN
motor.images = ['AE#1', ' Fi#2']

speed = 15

def draw():
# LHEET 7

# 225 [EEFY

# (FH) Lwn/ B

motor.draw()

# A
def update():
bg move()
obs move()
# () EFEFEZ, RFTLEHFK
if keyboard.up and motor.top > ©:
motor.y -= 7
if keyboard.down and motor.bottom < HEIGHT-50:
motor.y += 7

# () ndeeX
def change image():
motor.next image()
clock.schedule interval(change image,0.2)

steam.fun
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~import pgzrun

import random

from pgzhelper import *
H# A EH 7K

'WIDTH = 1500

- HEIGHT = 8600

# T EEE

'bgl = Actor(':E%1E %', topleft = (0,0))
' bg2 = Actor('#%iE "', topleft = (1500,0))

# AR

- obstacles = []

' for in range(3): # FEFUKF

X = random.randint (WIDTH, WIDTH + 1500)
y = random.randint(100, HEIGHT - 50)

_ obstacles.append(Actor('% &', (x, y)))
# G EEIEF

‘motor = Actor('&41', (200, HEIGHT // 2))
H IE I R TP E

'motor.images = ['Ei1l', "' FEi2']

# IS KX E

' speed = 15

~def draw():

# RHELET T

bgl.draw()

bg2.draw()

# 2% [EAF

for obs in obstacles:
ObS.dPaw()

# ZHE

motor.draw()

if bgl.right <= ©:
bgl.left = bg2.right

if bg2.right <= 0:
bg2.left = bgl.right

steam.fun
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def obs move(): # /7471717 &
for obs 1n obstacles:

obs.x -= speed # [FAZMIEH F—AZ 5
if obs.x < O: # [ZEE Ay A L T S AR P

obs.x = random.randint(WIDTH, WIDTH + 1500)
obs.y = random.randint(100, HEIGHT - 50)

def update():

bg move()

obs move()

# EHRERET, REITGE IR

if keyboard.up and motor.top > ©:

motor.y -= 7/
it keyboard.down and motor.bottom < HEIGHT-50:

motor.y += 7/
def change image():

motor.next image()
clock.schedule_interval(change_image,0.2)

pgzrun.go()

steam.fun
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2. RARFRABKR, bglmaBHFEEE, HALEFEGHEM, ZHME

. Actor('®H&EF"', topleft

. Actor('# #F"', center

KA ( )

A.

R »

if bgl.left <= ©:
bgl.left

if bgl.right

$= B:

. Actor('#&%F"', bottomleft

. Actor('#&%&F"', (100, 300))

= (100, 300))

(100, 300))

(100, 300))

B.
= bg2.right

L)

bgl.left = bg2.right

. bgl.x -= 10
. bgl.x -= 15
. bgl.x -= 20
. bgl.x -= 25

steam.fun

3. TERNLER, BENVERARER®E? (

if bgl.left >= 0:
bgl.left

if bgl.right >= 0©:
bgl.left

)

(

bg2.right

bg2.right

)




4. TEHHRNBLTUARTRAUNREETHHE? (
A. keyboard.left

B. keyboard.right

C. keyboard.up

D. keyboard.down

5. TEFANBLSTABAERRT? ( )
A. motor.next_image()

B. motor.images

C. motor += 1

C. motor += 1

steam.fun
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