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# CIEL R

line = Actor('&4 &4 ', topleft = (20000, 163))
# Z745 1L f)g_.il

speed = 15

def draw():
A EN R

line.draw()

S RRETRXRIH3)

7:7 ﬂ » ﬁ;ﬁﬁ%ﬁ’%fj

# E
def bg move( ) :

# &L

line.x -= speed

7 R BB WIDTH - 200

B
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if line.x > WIDTH - 200:
# <EWH AT
else:

# <RI HB
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# RENR
7 R B & def line collide():

motor.x += 15

def update(): def update():

bg move()

obs move () -

R

# (BFH) ¢/ &4 54

line = Actor('4 24 ', topleft
 # G E
| speed = 15

def draw():

# (B L#/28 5 4
| line.draw()
def bg move():

# (B &A% F5)

line.x -= speed

#t () K7
~ def line collide():
motor.x += 15
it (#&)
def update():
' if line.x > WIDTH - 200:
bg move()
obs move()
else:

if line.x > WIDTH - 200: # _E /7%
bg move()
obs move()

else: # REXFH#
line collide()

= (20000, 163))

line collide() # # &7 7%)

steam.fun




Bz
RN FIH LM IEE FE?

actor.collidepoint((x, v)) RAAECRETEHRZLESLAE

« RKRNMAECREELELEHBE BT LT
o 4R ApiE, AW True , &HNiIATE False

actor.colliderect(actor) RBRRMAERZLFTEME actor 1EMIE> L4

e FBTAGCREELELEIEE actor 4EHAEF AN
e JuRiriE, BAE True , LT NiEE False

3. colliderect (B34 )

oy W
L Y B R 3 & 69 4B TS AR Ao 34 15 69 46 TS AR

A A B0 KTS, BRE/EN True

S o7 0l ) AF 5 BHAR A 30 09 AL g 7

@
Actor.collide_pixéi(actor)

. fEhpgzhelper &, 52 HLA9% % U K IR AEIEHN]
o M —NAEXZNIEERNRPAGTIS — A ZLNIEERANRT T H
¢+ R R, BE—/TA(X,y), AEIEEIEHActor s LA EIXIE R FoyIE 5
e L iz EINone

steam.fun




# FIBFAE & 5 AT 18 1
def obs_collide():

for obs 1in obstacles:
if motor.collide pixel(obs):

# <R K K>
def update():

# T HEIREAT Y
obs collide()

# RE PR
def line collide():
if motor.collide pixel(line):
# <FFR AR >
else:
motor.x += 15

I ARA

#t (BX) K577
def line_collide():
if motor.collide pixel(line):
H <35 BRI >
else:
motor.x += 15

# (B ) AIBr £ & 5 FEAFH1 8
def obs collide():

for obs 1n obstacles:
if motor.collide pixel(obs):

- # <A K B>
~ def update():

#t (B ) £ FALREFEAFY
obs collide()

steam.fun




HELE flag WRHRRE—ZITF. AF. kK
MAsler) @ , KT arRAE HATRE.

flag s o S
0 #AT P
1 )R
2 .

‘ » S
R < 48

EEiERkIN.png EEiT5=M.png
a5 IR HEAT F BAFH: RERZX KRB FA: ALF| SRS
flag = © flag = 1 flag = 2
ZANMEF AT @ ILT R TR :
1. 5T R IR S 4 Fg4ell 8 F
2. PRI A ERE, ICRBFIXRDES speed = 15
3. REBEE, WERAR LML flag = ©
4. LH|AAREH R
# RE R # FIBE & 5 AT 1818
def line collide(): def obs collide():
global flag global flag
if motor.collide pixel(line): for obs 1n obstacles:
flag = 1 if motor.collide pixel(obs):
else: flag = 2

motor.x += 15

steam.fun @




SRR H F

flag == flag ==

def draw():
#t L EEH R
bgl.draw()
bg2.draw()

if flag == 1:
screen.blit (' i w7 ",
elif flag == 2:

screen.blit('FE#x%x¥K"', (0,0)

else:
i 2%z A7
for obs 1n obstacles:
obs.draw()

i 25 EFE
motor.draw()

# 2225,k A
line.draw

steam.fun




AR

| # BT K E
 Speed = 15
. flag = ©
| def dr‘aW():
' # LHELLTF
bgl.draw()
bg2.draw()
if flag == 1:
screen.blit('Fim %', (0,0))
elif flag == 2:
screen.blit('F#x XK', (0,0))
else:
# LwllEsiy, FEIE, K EX

| # RENF
' def line collide():
| global flag
if motor.collide pixel(line):
flag = 1
else:
motor.x += 15

| # FIBTAEF 5 RAF Y 15
| def obs collide():
' global flag
for obs 1n obstacles:
if motor.collide pixel(obs):

flag = 2

(FAzty i) RAKROCBEN, ACEF S, —LHWE, LHRET
VAGLAL &g 2 75 R, 7

steam.fun




1.%&% B, HxF517.1L &3
2. XALFHE
3. A FEE R, A, EREFR

ﬁMTyéﬁ%%&w%kmuﬁ#Aﬁ

-5'»\ e

def update():
if flag == ©:

1f line.x > WIDTH - 200:
bg move()
obs move()

else:
line collide() # K E/7#/

#@%%iﬁw [R %) < 5E Hi X

e#%?ﬂ& = FF 1
obs_colllde()

[% 8 XLF5%%])
ETALFEINNRZREDL S
BISER, ZAe TR TRT?

X = line.xX - motor.x

(245 % %)
M58 2T [fonts] S & A% iR Wk R 4K
/B &6 = AR |

fonts simkai.ttf

steam.fun @




def draw():

4 BB LF

X = int(line.x - motor.x) # R B IE B 9B
screen.draw.text(f'FEZA & {X} m', (50,709), fontname = 'simkai’', fontsize = 50)

BaaAa# [sounds] #=& &
[musicl ®AF, &HANVFF R A
HE AR 6 L&A
— A EF LT,
=5 KA music #97ik;
& 21E Bl sounds &7 ik music sounds

[H#x&F5F]

18 4 F M

F 5 XXM A music XHRA

music.play(name)
BB ENHET T, RBIAEK
Ii’:’ﬁ o ¢ BRBBIABEHTER, R85 5T HR A7

S R A) B E R music.stop()
M, REEBREF |, greemusiis 000

steam.fun o




def draw():

g 7 =4
# 2w FELZH &

1t flag == 1:
music.stop()
screen.blit('ZE#&m> ', (0,0))
elif flag == 2:
music.stop()
screen.blit('E#£ExK', (0,0))
else:

music.play('s2E 5%IF")
pgzrun.go()

[ ) & W5 %)

F XA A sounds XHR A

sounds.xxx.play()
XXX & 5 R X4 4% #
12 % ¥ wav Z i X

steam.fun

sounds
BEF.wav W wav




# KA TR
def line collide():
global flag
if motor.collide pixel(line):
flag = 1
sounds . BEF] .play()
else:

motor.x += 15

# FIEfE F 5 EAF 118
def obs collide():
global flag
for obs 1n obstacles:

if motor.collide pixel(obs):

tlag = 2
sounds . %X ¥ .play()

R .

édEF draw( ):
# fﬁ%%’%éfj%&ﬁ

1t flag == 1:
music.stop()
screen.blit('E#&mx ', (0,0))
elif flag == 2:
music.stop()
screen.blit('E#&EXK', (0,0))

else:
# Lu[EEEYy, B, AKX

# L85 B L F

X = int(line.x - motor.x)

screen.draw.text(f'¥E£44 &: {x} m', (50,709), fontname = 'sinkai’', fontsize = 50)

steam.fun




# 98 RAG

# REFR
| def line collide():
' global flag
if motor.collide pixel(line):
flag = 1
sounds . B F| .play()
else:
| motor.x += 15
- # PR F G A1 1E
def obs collide():
d global flag
for obs 1n obstacles:
if motor.collide pixel(obs):

flag = 2
;1,_ sounds. %k ¥ .play()
| def update():
if flag == :
if line.x > WIDTH - 200:
bg move ()
obs move()
else:

line_collide() # =E&/7#/
# IEHIEELET, FRHTGE B IR

# & AT [EAF
obs collide()

- music.play('s2E 5%IF")

| pgzrun.go()

steam.fun




T KA

import pgzrun

~import random

from pgzhelper import *
# GFAXE 2K

' WIDTH = 15600

 HEIGHT = 806

# GETFHE

' bgl = Actor(':&E%::E% "', topleft = (0,0))
4R, topleft = (1500,0))

bg2 = Actor(’
# G EEAEY

" obstacles = []
for in range(3): [ FF 73 &

X = random.randint(wIDTH, WIDTH + 1500) # /=474 4 FL 7 53 B 2R

y = random.randint (100, HEIGHT - 50)
: obstacles.append(Actor('#%&&"', (X, y)))
# G EEIE
"motor = Actor('/Zi1', (200, HEIGHT // 2))
# /T/ﬁfiff‘fﬁ 7 2 AE P K P
“motor.images = ['/Eiel', "' FEi12']
| # LR A
line = Actor('#4 =% ', topleft = (20000, 163))
| speed = 15 # #AEHEE
flag = © # #AEHIFHLHAD
~def draw():
' LB H|FELEH 7
bgl.draw()
bg2.draw()
it flag ==
music.stop()
screen.blit('Eimxz', (0,0))
elif flag == 2:
music.stop()
screen.blit('Ex&xK', (0,0))
else:
# LwlfEsfyr, FE. B RA
for obs in obstacles:
obs.draw()
motor.draw()
line.draw()
221 BB B X F
X = int(line.x-motor.Xx)
screen.draw.text(f'#e4% = {X} m', (59,700), fontname = 'simkai’, fontsize = 59)

steam.fun




T B R

# e, AR LX)

~def bg move(
bgl.X -=
bg2.X -=

1
speed
speed

if bgl.right <= @:

bgl.

left = bg2.right

if bg2.right <= 0:

bg2.
line.x -

left = bgl.right
= Speed

# L HRAF B

- def obs move
for obs

# [fE

obs.
# [z
17 ©

# R ETR
~def line col
global f
if motor
flag
soun
else:
moto

():

in obstacles:
FZ[EH w — A FE B

X -= speed

I 1y 2k S 1 F 7 SE AR IS

bs.Xx < 9:
obs.Xx = random.randint(WIDTH, WIDTH + 1500)
obs.y = random.randint(100, HEIGHT - 50)

lide():

lag

.collide pixel(line):
= 1

ds.E#|.play()

r.X += 15

# AN F G [E A 1518

~def obs_coll

' global f

for obs
if m

steam.fun

ide():

lag

in obstacles:
otor.collide pixel(obs):
flag = 2

sounds. & % .play()




T B R

def update():
' if flag == :
if line.x > WIDTH - 200:
bg move()
obs move()
else:
line collide() # # &7 7#/
# EREFEFFT, R GE 2 IR
if keyboard.up and motor.top > ©:
motor.y -= 7/
if keyboard.down and motor.bottom < HEIGHT-50:
motor.y += 7/
# & ALTE[EAF Y
obs collide()

H# Ly HEFEE T
def change image():
motor.next image()
- clock.schedule interval(change image,0.2)

‘music.play('i& & 5#E")

pgzrun.go()

steam.fun




1. YRMNBELERFRLETLFH, ERAMHKR? ( )

A. screen.show.text()
B. screen.draw.text()
C. screen.write.text()

D. screen.print.text()

2. TEFAFTETURANEIGATEEAE? ( )

A. actor.collidepoint((x, y))
B. actor.colliderect(actor)
C. actor.collide(actor)

D. actor.collide pixel(actor)

3. %% A ball.colliderect(cat) kBN ) HKREEHITH, IHEHLE
3o TR, BE{ER ( ) ?

A. True

steam.fun




4, LEFRI BT, eTE2ZETH? ( )
A. music.play(B:%)

B. music. i .play()

sounds {RiE.wav

C. sounds.'®:i& .wav.play()

D. sounds. i .play()

5. BRABFETTROLH, RERAETEFN LA FPREGE? (

images fonts music sounds

steam.fun
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