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class mapParser():
def _ init_ (self, mapfilepath, bg_paths, wall_paths, blocksize, **kwargs):
self.instances_list = self.__parse(mapfilepath)
self.bg paths = bg_paths
self.wall_paths = wall_paths
self.blocksize = blocksize
self.height = len(self.instances_list)
self.width = len(self.instances_list[0])
self.screen_size = (blocksize * self.width, blocksize * self.height)
UHEEBERELE
def draw(self, screen):
for j in range(self.height):
for i in range(self.width):
instance = self.instances_list[j][i]

if instance == 'w':

elem = Wall(self.wall paths[@], [i, j], self.blocksize)
elif instance == 'x':

elem = Wall(self.wall paths[1], [i, j], self.blocksize)
elif instance == 'z':

elem = Wall(self.wall paths[2], [i, j], self.blocksize)
elif instance == '9':

elem = Background(self.bg_paths[@], [i, j], self.blocksize)
elif instance == '1':

elem = Background(self.bg_paths[1], [i, j], self.blocksize)
elif instance == '2':

elem = Background(self.bg_paths[2], [i, j], self.blocksize)
else:
raise ValueError('instance parse error in mapParser.draw...')
elem.draw(screen)
CUURENIRE AN
def randomGetSpace(self, used_spaces=None):
while True:
i = random.randint (@, self.width-1)
j = random.randint(@, self.height-1)
coordinate = [i, j]
if used_spaces and coordinate in used_spaces:
continue
instance = self.instances_list[j][i]
if instance in ['@"', '1', '2']:
break
return coordinate
TUURYE AR IRBUTRER
def getElemByCoordinate(self, coordinate):
return self.instances_list[coordinate[1]][coordinate[0]]
TR mapsCit
def _ parse(self, mapfilepath):
instances_list = []
with open(mapfilepath) as f:
for line in f.readlines():
instances_line_list = []
for ¢ in line:
if ¢ in ['w', 'x', 'z', '@', '1', '2']:
instances_line_list.append(c)
instances_list.append(instances_line_list)
return instances_list
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CrgEg
class Wall(pygame.sprite.Sprite):
def __init_ (self, imagepath, coordinate, blocksize, **kwargs):
pygame.sprite.Sprite. _init__ (self)
self.image = pygame.image.load(imagepath)
self.image = pygame.transform.scale(self.image, (blocksize, blocksize))
self.rect = self.image.get_rect()
self.rect.left, self.rect.top = coordinate[@] * blocksize, coordinate[1] * blocksize
self.coordinate = coordinate
self.blocksize = blocksize
rEEFEEL
def draw(self, screen):
screen.blit(self.image, self.rect)
return True

class Background(pygame.sprite.Sprite):
def __init__ (self, imagepath, coordinate, blocksize, **kwargs):
pygame.sprite.Sprite. _init__ (self)
self.image = pygame.image.load(imagepath)
self.image = pygame.transform.scale(self.image, (blocksize, blocksize))
self.rect = self.image.get_rect()
self.rect.left, self.rect.top = coordinate[@] * blocksize, coordinate[1] * blocksize
self.coordinate = coordinate
self.blocksize = blocksize
rERERLE
def draw(self, screen):
screen.blit(self.image, self.rect)
return True

TUUKERE
class Fruit(pygame.sprite.Sprite):
def __init__ (self, imagepath, coordinate, blocksize, **kwargs):
pygame.sprite.Sprite. init_ (self)
self.kind = imagepath.split('/')[-1].split('.")[0]
if self.kind == 'banana':
self.value = 5

elif self.kind == ‘cherry':
self.value = 10
else:
raise ValueError('Unknow fruit %s...' % self.kind)

self.image = pygame.image.load(imagepath)
self.image = pygame.transform.scale(self.image, (blocksize, blocksize))
self.rect = self.image.get_rect()
self.rect.left, self.rect.top = coordinate[@] * blocksize, coordinate[1] * blocksize
self.coordinate = coordinate
self.blocksize = blocksize
UEIFRELE
def draw(self, screen):
screen.blit(self.image, self.rect)
return True

class Bomb(pygame.sprite.Sprite):
def __init_ (self, imagepath, coordinate, blocksize, digitalcolor, explode_imagepath, **kwargs):
pvgame.sprite.Sprite. init (self)



self.image = pygame.image.load(imagepath)

self.image = pygame.transform.scale(self.image, (blocksize, blocksize))

self.explode_imagepath = explode_imagepath
self.rect = self.image.get_rect()

# BRME

self.rect.left, self.rect.top = coordinate[@] * blocksize, coordinate[1] * blocksize

# bR (TR B KE)
self.coordinate = coordinate
self.blocksize = blocksize
# RYEFIH
self.explode_millisecond = 6000 * 1 - 1
self.explode_second = int(self.explode_millisecond / 1000)
self.start_explode = False
# BIEFS A
self.exploding count = 1000 * 1
# YERMPEREN
self.harm_value = 1
# ZSEMR B IR
self.is_being = True
self.font = pygame.font.SysFont('Consolas', 20)
self.digitalcolor = digitalcolor
rERRERLE
def draw(self, screen, dt, map_parser):
if not self.start_explode:
# BIEBI

self.explode _millisecond -= dt

self.explode_second = int(self.explode millisecond / 1000)

if self.explode_millisecond < @:
self.start_explode = True
screen.blit(self.image, self.rect)

text = self.font.render(str(self.explode_second), True, self.digitalcolor)

rect = text.get_rect(center=(self.rect.centerx-5, self.rect.centery+5))

screen.blit(text, rect)
return False
else:
# BRYERR AT
self.exploding_count -= dt
if self.exploding_count > O:
return self._ explode(screen, map_parser)
else:
self.is_being = False
return False
CUAMERR

def __explode(self, screen, map_parser):

explode_area = self._calcExplodeArea(map_parser.instances_list)

for each in explode_area:
image = pygame.image.load(self.explode_imagepath)

image = pygame.transform.scale(image, (self.blocksize, self.blocksize))

rect = image.get_rect()

rect.left, rect.top = each[@] * self.blocksize, each[1] * self.blocksize

screen.blit(image, rect)

return explode_area
CUTFEBRER
def _ calcExplodeArea(self, instances_list):
explode_area = []

# XU TH SN oBE AT CARR AR YR8, ELJR X i B (U7 0 Xk b PR Y5 L Y

for ymin in range(self.coordinate[1], self.coordinate[1]-5, -1):
if ymin < @ or instances_list[ymin][self.coordinate[@]] in ['w'

break



explode_area.append([self.coordinate[0], ymin])
for ymax in range(self.coordinate[1]+1, self.coordinate[1]+5):
if ymax >= len(instances_list) or instances_list[ymax][self.coordinate[®]] in ['w',
break
explode_area.append([self.coordinate[0], ymax])
for xmin in range(self.coordinate[@], self.coordinate[0]-5, -1):
if xmin < @ or instances_list[self.coordinate[1]][xmin] in ['w",
break
explode_area.append([xmin, self.coordinate[1]])
for xmax in range(self.coordinate[@]+1, self.coordinate[@]+5):
if xmax >= len(instances_list[@]) or instances_list[self.coordinate[1]][xmax] in ['w', 'x', 'z']:
break
explode_area.append([xmax, self.coordinate[1]])
return explode_area

SRPITE
class Hero(pygame.sprite.Sprite):
def __init_ (self, imagepaths, coordinate, blocksize, map_parser, **kwargs):
pygame.sprite.Sprite. _init__ (self)
self.imagepaths = imagepaths
self.image = pygame.image.load(imagepaths[-1])
self.image = pygame.transform.scale(self.image, (blocksize, blocksize))
self.rect = self.image.get_rect()
self.rect.left, self.rect.top = coordinate[@] * blocksize, coordinate[1] * blocksize
self.coordinate = coordinate
self.blocksize = blocksize
self.map_parser = map_parser
self.hero_name = kwargs.get('hero_name')
# HffE
self.health_value = 50
# VETRA A )
self.bomb_cooling time = 5000
self.bomb_cooling count = @
# BENIAEZH A A A (AT R A )
self.randommove_cooling time = 100
self.randommove_cooling count = ©
e
def move(self, direction):
self. updateImage(direction)
if direction == 'left':
if self.coordinate[@]-1 < @ or self.map_parser.getElemByCoordinate([self.coordinate[@]-1, self.coordinat
return False
self.coordinate[@] = self.coordinate[0] - 1
elif direction == 'right':
if self.coordinate[@]+1 >= self.map_parser.width or self.map_parser.getElemByCoordinate([self.coordinate
return False
self.coordinate[@] = self.coordinate[0] + 1
elif direction == 'up':
if self.coordinate[1]-1 < @ or self.map_parser.getElemByCoordinate([self.coordinate[@], self.coordinate[
return False
self.coordinate[1] = self.coordinate[1] - 1
elif direction == 'down':
if self.coordinate[1]+1 >= self.map_parser.height or self.map_parser.getElemByCoordinate([self.coordinat
return False
self.coordinate[1] = self.coordinate[1] + 1
else:
raise ValueError('Unknow direction %s..."' % direction)
self.rect.left, self.rect.top = self.coordinate[@] * self.blocksize, self.coordinate[1] * self.blocksize

return True



" BENUAT B (ATHLAR )
def randomAction(self, dt):

# A EEITH

if self.randommove_cooling_count > ©:

self.randommove_cooling count -= dt
action = random.choice(['left', 'left', 'right', 'right', ‘'up', 'up', 'down', 'down', 'dropbomb'])
flag = False

if action in ['left', 'right', 'up', 'down']:
if self.randommove_cooling_count <= 0:
flag = True
self.move(action)
self.randommove_cooling_count = self.randommove_cooling_time
elif action in ['dropbomb']:
if self.bomb_cooling count <= @:
flag = True
self.bomb_cooling count = self.bomb_cooling time
return action, flag
CUUAERER
def generateBomb(self, imagepath, digitalcolor, explode_imagepath):
return Bomb(imagepath=imagepath, coordinate=copy.deepcopy(self.coordinate), blocksize=self.blocksize, dig
rEEFEEL
def draw(self, screen, dt):
# W
if self.bomb_cooling count > ©:
self.bomb_cooling count -= dt
screen.blit(self.image, self.rect)
return True
KR
def eatFruit(self, fruit_sprite_group):
eaten_fruit = pygame.sprite.spritecollide(self, fruit_sprite_group, True, None)
for fruit in eaten_fruit:
self.health_value += fruit.value
CEH AR
def __ updateImage(self, direction):
directions = ['left', 'right', 'up', 'down']
idx = directions.index(direction)
self.image = pygame.image.load(self.imagepaths[idx])
self.image = pygame.transform.scale(self.image, (self.blocksize, self.blocksize))
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