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Eivon EAe00¢pn:

H Awavoprn) — H avanapaywyr], Stavopr], petddoon kat mtapovaiaon tov Epyov og kowvo

Y10 tig akoAovBeg poimoBéoerg:

Ava@opa IIpoéAevoT|g — Oa TIPETEL VO AVAYVOPIGETE TNV TIPO-
€\ELOT) OTO €PYO0 COG E TOV TPOTIO TIOV EXEL OPIGEL O STHIOLPYOC

@ TOU T] TO TIPOCWTIO TIOL CKG XOPNyNoE TNV &delx (Xwpig OHWG va
a@roete va evvonBet OTL eykpivouy e OTTO1OVONTIOTE TPOTIO EAG
1] TN XP1|OM TOL €PYOVL OO £0G).

Mn Epmopikn} Xprjorn — Agv UTOPELTE VA XPTO1HOTIOCETE QLTO
TO €PYO Y10 EUTIOPIKOVG OKOTIOVG.

IMapoporwa Avavopr] — Av aAAOIQOETE, TPOTOTIOOETE 1) 61-

H10LPYNOETE KATIO0 TTXPAY®YO €pyo To omoio Pacileton 0To Ma-
POV €PY0, UTOPEITE VU OLAVEILETE TO AMOTEAEGHA HOVO HE TNV

10w 1) mapopowa pe autn Gdela.

Me v Katavornor 0t

Amonoinorn — OnolegdNmoTe amd Tg TAPATAVE GLVONKEG HTTOPOVY VU TIAPAKAHPBOVV av TIGPETE TNV GSEW TOL STPUIOVPYOD I} KATOXOL TV
TIVELHOTIK®OV SIKAMOPATOV.

AMA AIKNOPATA — € KAPIK TIEPIMTOOT T& aKOAoLBA Stk pata oag, dev ennpealoviat amo Ty Adeia:
+ H &ikoan xprion Kot aQvTIHETOMLON TOL £pYOV

* Ta NOIKG SIKAOPATA TOL CLYYPAPER
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* Ta evdeyopeva eni TOL €pyou SIKAIOUATA TPITOV TIPOCAON®V, OXETIKA LE TN XPTOT TOL €PYOV, OTIWE YA TAPASELYHA 1 STHOOLOTNTA 1)
1010 TIKOTNTA.

Ynpeiwon — INa kabe enavaypnoiponoinon 1 Siavopn, TPEMEL VX KATAOTHOETE CAPELG 0TOVG AAAOVLG TOLG OPOLG NG GdEIRG KL TOL ToL Epyovu.
O KaAUTEPOG TPOTIOG VA TO TIPAEETE KVTO, €IV VO SHIOLPYNOETE VX COVOEGHO HE TO SLASIKTLUOKO TOTIO TNG APOVONG ASELNG:

http://creativecommons.org/licenses/by-nc-sa/3.0/gr/

To BiBAio auto otokeloBetBnke oe XgIATEX. O mmyaiog kwdikag tov eivan StaBéoipog oTig Siktuakeg Tomobeoieg mov avaépovton
TXPOKATO Kol P€o® mercurial repository.

EmokegBeite 1o Siktuakd T6m0 TOL PHaBhpatog Kot Katefdote v teAevtaia €kdoom tou BiAiov kot StopBhoelg:

http://pygamegr.wordpress.com

Zmv napandve tornobeoia B Ppeite Ko OAX TX TIPOYPAPHATA TTIOL TIEPLEXOVTAL 0TO POV PiAlo KaB®DG Kot Ta 6LUVOSELTIKG apyeia (E1KOVEG
KOl IYOULG) TIOV OMOITOVVIAL YIX TNV EKTEAEOT) TOUG. L€ TIEPIMTWOT) TTPOPANHATOC XPT|O1HOTIO|OTE TO MirTor site:

http://www.freebsdworld.gr/files/python-pygame.pdf


http://creativecommons.org/licenses/by-nc-sa/3.0/gr/
http://pygamegr.wordpress.com
http://www.freebsdworld.gr/files/python-pygame.pdf

Agiepavetan otoug pabnteg pov Kovtopivn Avépéa ko T{wptlakn EVa mov vropoveTika avieéav epéva, tnv python kot 1o pygame yux pia
0AOKANpN xpovia!
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TIpoAoyog

O1 vrtoAoytoTég €yovv aAddéel Spapatika and ) dekaetia Tov 80

AvoTuX®OG 1) TEPIPN N “ELKOALL XPTIOTG” TWV OTHEPIVMOV LTIOAOYIOT®V €PEPE HACT TNG KA1 VA AVETIBVUNTO AMOTEAECHA: TO TEAOG TNG SNpLoLp-
YIKNG xpnong. Exete oke@tel mOL Kot Tw¢ XPrO1HOTOI0VVTAL Ol VTOAOYIOTEG OT)HEPQ;

- I mpdoBaon oto Internet (kon €181k& ota social media)
- INa moyvidia
- INa pouvtég epyaaieg ypagpeiov

Kdémote Opwg 0 tamevog “xpriotng” Tov LIOAOYLIOTH HTAV KOl 0 TIPOYPAHHATIOTHG Tov. TN dekaetia Tov 80 dev pofopactav Tig eVIOAEC, TO
avtifeto paAioTa — 11§ eminrovoape. O éAegyxog TOL avBp®MOL aTN PNXaVI, | SLVATOTNTA VA TIPOYPAHHATIOEL TO HNXAVIHA V& KAVEL KATL
TIPWTOTUTIO, €lT€ LITOAOYLOHO, €ite TOKVISL, 1X0, YPAPIKA NTAV I} ArOALTH TIPOKANOM.

MepiKa XpOvia HETA KO 0 TIEPIQNHOG “PETOG XPTIOTNG” XPTOHOTOLEITAL TAEOV OTIO TO HNYXAVNHO VTL VO TO XPTO1HOTIOLEL 0 15106, O1 UTTOAOYIOTEG
nailouy e Ta VeLpa TOL avTi va Tailel avTtog e TG SUVATOTNTEG ToLG. TavToxpova Exel ayopdoel TO MAPAHLOL OTL 0 LTIOAOYLOTHG Elval Hia
KOTOAVOA®TIKT] CUOKELT OTI®G 1) TNAEGPAOT) T TO PLYEIO TOL — Kot APa €IVt EDKOAOG OTN XPTOM.

Ba oag SlaPevow: 0 LIIOAOYLOTHG YEVIKNG XpNoNG SV NTAV TIOTE EDKOAOG 0TI XPNOT — Kol eLTLXAOG oVTE B yivel. Iati av yivel, dev Ba eivon
vroAoylotig (BAéne iPad). Av pia mévoa givon eva epyaieio mov peyeBovet tn puikn SOvapn, o LIIOAOYLOTHG €lval TO AVTIOTOLKO EpYOAEio yia
10 puaAo. Kat 1o pualo givatl to SuokoAOTEPO T€ Xprion epYAAEiD TOL AVBPAOTIOL €TOT KAl GAANQG.

INa va yivel Eava 0 LIOAOYL0TIG 00 SIKOG GG LTINPETNG Kot )1 To avTiBeTo, IpEMel va pabeTe va tov ipoypap patidete. Kot auto amookomovpe
péoa and avtd 1o BiAlo — dAAG e éva TPOTIO ELXAPLOTO KA AMOPEVYOVTOG TNV TIEMATNEVT: HE TIPOYPAPHATIOHO TTALXVISIOV!

Tavtdypova to BifAlo avTO givat P avadpopr| Ot XPLOT| EMOXN TOV OIKIOK®Y LTTOAOYLIOT®V KOl TOV TIPOYPAHHAT®OV TIOV KATOL0L OTO EHGG
ypaoape otnv pnpeia pac.

Ta “TTonyvidiax o Python kot Pygame” Eekivioav og pia oeipd apBpwv oto meplodiko http: //www.deltahacker.gr — aAA& nav ano
NV TPWTN oTypn olyovpo o1 Ba KukAopopovoav Kot wg BiAio.

IMati, ToAV anAd, To SiAio avTO T0 XPWOTAYa OTOV £QUTO HOL.

MavoAng Kiayiag, Zentépfplog 2012


http://www.deltahacker.gr
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Kepaiao 1

Programming; Mo I'arti;

1.1 Ewayoyn

Eipaote olyovpol 011 01 TeplocOTEPOL OO €0AG YEVVNONKATE 1) TIPOTOXPTCHOTO|CATE LIIOAOYLOTI| O€ L1 ETOXT] TIOL Ol SUVATOTNTEG TWV
HNXOVIHAT®V NTaV 10N HEYOAEG: Bewpeite UOIOAOYIKO 0 LTTOAOYIOTNG 00¢ Va Ttailel video, va kateBdlel Tavieg Kot povotkn amnd To Internet
HE HeyGAN TaxOTNTA KOl va TpEYeL Ta TeAevTtaia 3D manyvidix (aenve KAt péPog Toug eKPLAGHOVE GTOLG YOVEIG 00 VO GG AYOpAToLY TNV
TeEAeLTALO KOl TAVAKPLPT KAPTA YPOAPIKQOV).

Bewpeite 6e6opEVO OTL 0 LITOAOYIOTIG EIVOL KATL IOV XEIPL{OHAOCTE IE TO TIOVTIKL KO 01 VEOTEPOL ATIO UG OEV EXOLV Sl TTOTE 000V pie KaBoSIKO
owANva (kTG I0wg o€ Kavéva Eexaapievo epyaaTrplo oxoAeiov). Av dev vmrpxe 8e kot to BiAio TOL KpATATE OTA XEPLA 0OG, (0WE TIOTE VO NV
EIXOTE PTTEL OTOV KOTIO VO 60X0ANDOEiTe PE TN YPAPUT| EVIOA®V 1] OAX LT T iepiepya AEITOLPYIKG TTOL BEAOLV TOCO KOTIO VXX EYKATROTHOOVV
KOl TOOEG XElpOoKivTeg pubpioelg.

Ortav aprvete OAa QUTA KAT& PEPOG, 10wG Yupilete TO® oV “ao@aiela” Kat ) BoAnwpn twv Windows mov yvapilete — 10 Tp®OTO AAADCTE
A€LITOLPYIKO TIOL €idate Ko IOV pHAAAOV vopidate 0TL fTav To Hovadiko. YTnapyxouv BéPaia oTiypEg Tov oag ekveupilel: KoAAdel 1006, Kpaodapel,
koBuotepel kon povn Adom eivat va to tailete ouvexmg jie teplocotepo hardware: mo ypriyopoug §iokoug Kot enesepyaotég, mepioootepn RAM,
aKp1BoTepeg KAPTEG YPaPIK®V (Val, ol Yoveig oag kAaive o yovia Kabaog ta ypaeo autd) Kot mael Aéyovtag. [TaAL Opmg, dtav oKEPTEDTE T
oag Ipoo@epel Sev €xete va mapamovedeite: Kavel OAa auta mov B€éAeTe, propeite va Bpeite éva mpoOypappa Yo TO KAOE T1, OTL KA av OKEQTEITE
Kamolog Ba 1o €xel ypdwel. Av Sev vmdpyel eAevBepo... ep Ba Bpeite To KATGAANAO OTIHOTHPL YIX VA TO EYKATAOTHOETE. AKOHN KOL QV EXETE
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eykataAeipel ta Windows Ko xpnotponoleite KAmolo GAA0 AITOLPYIKO, eival apKeTd TOAVO Ta ETOHN TIPOYPAHATO TIOL €pXOVTaL HE auTd (N
TIOU PTIOPEITE VO EYKATHOTIOETE) VO KAADTITOLV TIG TTEPLOCOTEPEG AMATHOELG 00G. Nat, 0 LTTOAOYIOTNG €lval éVa KOUTL TTOL PTOPEL VO KAVEL TO
KGO T e To KatdAAnAo mpoypappa. Kot elote kavol va eviomioete Omolo mpoypappa xpeldleate KABe @opd Kol va T0 eyKataoTroeTe. 'Etot
Sev elva;

1.2 E 'Oy, 8ev Etvan Akp1Bor¢ Etot

Aev E€pw av To €xeTe KATAAXPEL, aAA& OAOG 0 KOOHOG givat yepaTog uoAoylotég — Kat 6ev evwow ta PC. To kKivntod oog tTAé@mvo eivat évag
vroAoylotig. H nAeopaon oag éxel péoa éva vmoAoylotr). To autokivnto oag. O povpvog HIKPOKLHAT®Y. Oa oV TElTE, §EV PUTIOPD VX TPEE®
1o LibreOffice oto @ovpvo pikpokupdtov (av Kol ey euxapiotag Ba to eymva ekel péoa). Nat, yioati OAol cUTOl 01 LTOAOYIOTEG €XOLV €V
€181KO XOpOKTNPLOTIKO:

* 'Exouv @mioytel Kot TPOypapHOTIOTEL YIX P10 CUYKEKPIHEVT £pyaia

Eivol Aowmdv vmoAoyiotég €161kod okomov. Kot mpayparti, Aiyo evéiapépov Ba giye va @TIGEOLE Eva OVPVO HIKPOKVUAT®Y TTIOL VO PIVEL KOt
apxela jpg. Aev EEPm OPMG AV EXETE TIAPATIPNOEL TOPX TEAELTHIX TL CUHPAIVEL OTO XMPO TV LTIOAOYIOTAOV “yeviKoL okomoL”: ‘Exovpe yepioet
OLOKEVEG TIOL €VQ €lva LTOAOYLOTEG £XOLV TEXVITOVG TEPLoplopovs. To iPad2 mov Bpioketon SimAa pov dev pmopei va tpé&et Timota mov dev €xel
eheyyBel amo v Apple ko bev €xel mepdoel ano to AppStore. To android Kivnto oag xperdletan jailbreak yio va tov melpd&ete T1¢ Mo e0WTEPIKEG
ToL pLBpioelg. AvT N HAVIX TOV XPTOTAOV VO XPNOTHOTOLOVY HOVO ETOHA TIPAYHOTA — G€ GUVOLAOHO HE Ta TIPOPANHATA TIOL SnHoLPYEL N
elevbepion — @ONOE TIG ETAPIEG VA TTAPAYOLV €va VEOD €160¢ LTTOAOYIOTH: TOV TEXVIITA TIEPLOPIGHEVO DTTOAOYLGTH] YEVIKNG Xpriong. Kat Aépe
TEXVNTA, Yot amAd dev EEPOVE va QTIAEOVHE EvVa LTTOAOYLOTH YEVIKIG XPTOTG TIOL VA TPEXEL HOVO OLYKEKPLHEVX TIPOYPAPHaTa. Mmopolpe
Vo QTIEEOVHE Eva E181KO LTIOAOYLOTH], OTIWG AVTOV GTO POVPVO HIKPOKVHATMV 1] GTO AUTOKIVITO. AAAG €vVOG LTTOAOYLIOTIG YEVIKTG XPTIOTG OTOV
omoio 8ev €XOLE ePELG TOV TTIAT|PT) EAEYXO, €lval 0OV VA POVPVOG HIKPOKDHAT®V TIOL GPVELTAL var PT|oel 0TI8NMOTE GAAO EKTOG MO KOTOTOLAO.
Koo yia ) Sionta pag, aAAG onjpepa BéAw va @dw pmetékia!

AvoTtuxag, ot vmoAoylotég Badidouy mpog ta ekel. Av dev pe motevete Seite 1o video Tov Cory Doctorow (Ewkova 1.1), The coming war on
general computation. ITiotevm Ba oG KAVEL va QvOLXTOETE.
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Ewova 1.1: O Cory Doctorow mapovotddel tnyv optAia tov “Coming War on General Computation” oto Chaos Communication Congress. A&ilet
va T Selte Kat va Vv epnedOoeTE:
http://www.youtube.com/watch?v=yYqkU1ly®@AYc


http://www.youtube.com/watch?v=yYqkU1y0AYc
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"‘--..___‘_‘“

| A

TI-99/4A. Av &ev eixa t000ULG servers evepyoug 24/7, SR | : i
MOTEV® OTL VT (TO TPATO POov) PNYAvNHa Ba eixe B T e e TR T
peKOp... uptime. Nau, Aettovpyei akopa.
http://www.youtube.com/watch?v=
b2aXw7xWzgQ

1.3 Xmmv Apx...

Ox1 eLOIKG, Ta Ipdypata Sev Mtav mavta €tot! Mati anAg, To PC pe ) popoen mov EEpete onpepa dev v pye otn dekaetia tov 80. H ya va to
novpe StagopeTikd to IBM PC av kot @TiayTnKe KAmov tdTe, aneuBivoviav HOvo o€ EMYEIPNOEL KX QUOIKA 1| TIHT| ToL NTav avtiotoyn. Hrav
éva 1daitepa Bapetd pNYavNpa, xopic nxo, He aompopavpr, Tpaotvi N TopTokaAl (1) 080vn Ko €ixe TOG0 evO1APEPOV OGO EVO VIOKIPAVTED
NG TNAEOPAONG TTIOL TO BAEMETE O€ EKATOOTH ENAVAANYT OTIG TIEVTE TO Tpwi. BEéBona to pnydvnpa avtd dev eixe Toug ONUEPLVOVG TEXVNTOVG
TIEPLOPLGOVG OTOV TIPOYPAHHATIOHO TOV, 0AAG PN Eexvate dev NTav S1adeSOpEVO OTOVG XOUTLOTEG TNG EMOXNG OAAK OTIG ETHIPIEG.

Ko 6Aot epeig mov Eekvnoape ota 80s Tt Xpno1HOTOI000AHE; YTIPXE HIX OAOKANPN YEVIX HNXAVIHATWV HE T omtoia peydAwoav TTOAAOL oo
TOUG TIPOYPUHHOTIOTEG TOV OTOI®V TH TIPOYPA AT XPTOILOTIOLEITE Ko oT|pepa. LTig e1koveg 1.2, 1.3 kan 1.4 Ba Seite pepikd XapoKTnploTIKA
HNXaviHoTa. Mmopeite eniong va EMOKEPTEITE TO TPOCWTIKO HOV. .. HOVCELO:

http://museum.freebsdgr.org

Koo xapaktnplotiko 0A®v TV TePomEve HNXavHAT®V:

- To povo €tolpo MPOYPUHHA TIOL EIXAV EVODHATMHEVO, NTAV 10 YADOONK TIPOYPAHATIOHOD!


http://www.youtube.com/watch?v=b2aXw7xWzgQ
http://www.youtube.com/watch?v=b2aXw7xWzgQ
http://museum.freebsdgr.org
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Ewoéva 1.3: Commodore 64, 1o pnyxdvnuo pe to pe-
KOp TwANoenV O0Awv Tev enoxwv! Kot topa n (Véx)
Commodore 1o {avafydlel. AAAG pe i7 péoa. Av tov
tpé&ete Windows Ba 1o Bewpriow 1epooviial

Katd 99%, nrav pua StdkAektog g yvwotg yAwooag BASIC. Kot autd mov ékavav 0AoL 01 XOUTHOTEG TNG EMOXTG, OAT HEPQ, NTAV VA YPAOOLV
npoypappata. Ak toug, and PiAia, and neplodikd. O MpoypappaTIoHOg PAENeTe eivan €B10TIKOC, yaTi TTEPLEXEL HETA TNV €vvolx TNG On-
Hlovpylag Kat Tov €Agyxo Tov avBp®mov Tave ot pnxavl. KAt mov ot meplocotepol €xo0uv eyKOTOAEIPEL OTIG HEPEG HOG (EXETE YPAYEL KATIOO
npoypappa yia Windows;) Kot mov t@pa ot eTaipieg mpoomaBolv va pog To anayopePouv €Tot Kot aAMQG (BAémne iPad).

1.4 Eivon Ayyapeia o IIpoypappatiopog;

1.4.1 Tt n Néa T'evia §ev MaBatver IIpoypappaticpo;

INa dgopoug Adyoug:
» Ta Bplokel OAa €Tolpa.

* H mAnpogopikr| €xel tavTioTel pe ) Sibaokaia mpoypappdtev tov tonov Word kot Excel...
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Ewova 1.4: Sinclair ZX Spectrum, 10 yVv@OTO PNYAVNHa HE TIG YOHOAdoTIXEG MANKTPa! TTOAD yvwoTo KaB®G NTav Kol o€ Tpoott Tn.
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* Ag pmovpe kaAVtepa oto Facebook/twitter/Google plus/YouNamelt social media va mep&oouvpe v @pa pog.

* Oy, dev B€A® GANO va ypao ta akatadafiotika mov k&vape oty Avantuén Epappoyav oe Ipoypappatiotikd [MepiBdAiov ato Avkero.
Ko §ev BéAw va Eavado moté v INaoooa!

1.4.2 Tt ot ITaAdot MaBovav ITpoypappatiopo;

* Agv vmnpye Tinota €totpo. 'Etot kot aAM®G 01t010¢ ayopale LITOAOYLOTH €iXe OKOTO v HABEL TPOYPALHATIOHO.

* H MS frav éva payaldkt gav 1o e@npuepldonmAeio g ywviag Kot 1) eneepyaoion KEEVOL YIVOTAV OE YPUPOUTXAVEG.

* To Internet NtV KaA& Kpuppévo ot Ovelpa Twv BSDRdwv mov oyedialav to TCP/IP.

* ‘OAot gpeig mov pabaivapie TPOYPAHHATIOHO, TO KAVARE YPAPOVTOG EVEIAPEPOVTA TIPOYPAHHATA: MEe 1)x0, Ypa@IKQ, Kivnon. ITouyvidia!

O npoypappatiopog dev propet va eivar k&t fapeto. Liyovpa, n aAyopiBpikn mov kavete oto AEIIII 1 otov avtiotoyo Aopnpévo Ipoypayp-
pHotopo twv ETTAA elvan amapaitntn. AAG dev xperaletal OAa 00¢ TA TPOYPAPHATA VA DTIOAOYI{OUVV KAIHOKWTEG XPEWDTELG O€ AOYAPIXTHOVE
AEH ko aBpoiopota aplBpov “pexpt va dwoete to pndev”. 'EAeog ma! O MPoypapHATIONOG EXEL POUTIVEG, GAAG SeV TIPEMEL e TIMOTA VO
KaTavtdael yio epdg pouvtiva. Game programming FTW!

1.5 Koalog HABate otnv Python!

Evtaéel, melomkate. Oa SOOETE GTOV TIPOYPAPHATIONO aKOpX Hio evkaipia. Apkel va pnv €xel mpoypappata mov B abpoifovv apiBpovg
kot Aoyaplacpovg AEH. BéBoa, dev yiveton va Sekivrjoovpe amo to pndév ypdoovtag killer mpoypappata. Log vmooxopaoTte Op®G 0Tt Ba
TIPOOTIAB OOV HE VA TIAHE OTO GTOXO HOG OXETIKA YPIYOPX KOl [iE GG0 TO SUVATAOV TIO EVOLXPEPOVTH TIPOYPAHHTAL.

To oynua pag oe avt v avadimon Ba eival n yAwooo python. Tnv emAégape eneldn:
+ Eilval katdAAnAn ylo ekpaBnon og npatn yAwooo mpoypopHaTiopov.
+ Eival moAy 1oyupn — mapéxel 10oeg totpeg BrfAionkeg (python modules) mov pog EMTPENOLY VA KAVOUE T TIAVTA.
» Tpéxel oe ondnnote oxedov pnopeite va gaviaoteite. Nat, akopa kot oto iPad oag. £1o PC oag. Xta Windows. 1o Linux. 1o FreeBSD.

* Tapéeyet exeivn my wpaia apecotnta g BASIC twv 80s!
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1.5.1 Eykataotaon g Python

Av ypnowpomnoteite Linux 1] FreeBSD eviexopévag v €xete NN eykateotnpévn. Av dx1, eykataotnote tnv python2.7 and to repository tng
Stavopng oag. I1.x. oe debianoeidn Aertoupyika Ba xpelaotel va ypayete KATL oav:

# apt-get install python2.7

Z1o FreeBSD pmopeite va KAVETE EYKATAOTAOT OO TO POrt:

# cd /usr/ports/lang/python27
# make install clean

Zta Windows, katefdote v ano mn oeAida http://www.python.org/download/releases. Katefaote Kol eyKATAOTNOTE TNV
teAevtaia €kdoom TG OepAG 2.7 yio CUPPATOTNTA HE QVTA TIoL Bar PTIAYXVOLE E6W.

1.5.2 Ta IIpota oag Iepapata otnv Python

H python épyeton pe éva mepiBdAAov dpeong ekteAeong evioA®y To idle, To 0Toi0 PTIOPEITE V& TO EKTEAETETE Ypd@ovTag amAwg idle 1| emAgyo-
VTOG TO TG TO HEVOD TOL AEITOLPYIKOL 00G. AKOpPX Ko av dev éxete 10 idle, pmopeite va ypaWETE 0TI YPAHHT] EVIOADV:

$ python

10 omoio dAL Bax Eekviioel v python o€ Katdotaon dueong ektédeong eviodav. I'pate exit () yx va teppatioete. Xe kabe nepintwon Oa
delte KATL oav TO MAPOKATW:

Python 2.7.2 (default, Jun 12 2011, 14:24:46)
Type "copyright”, "credits” or "license()” for more information.
>>>

IMa apyn, oG SoKIpAGooLE KATL amAdG. TNV anevbeiag eEKTEAEOT) EVIOA®V PTOPEITE VA KAVETE TIPGEELG amevBeiag:


http://www.python.org/download/releases

1.5 KaAo ¢ ' HABate v Python! 9

>>> 4/2

>>> 5*3

15

>>> 1/2
0]

Mnéév; Av Sev 1o kKataAafate, N Staipeon mov yivetan givon aképaia, kaBaog n python BAénel 6T T opiopata eival aképata. Av KAVETE €va
aplBpo Sekadiko, Ba TAPETE TNV ATMAVTNOT) TTOL TEPIHEVATE:

>>> 1/2.0
0.5

To vnmoAotno g Saipeong, o yvwotog teAeotg mod, otnyv python givon o %:

>>> 1 % 2
1

>>> 5 % 3
2

Eva av BéAete va vpooete eva aplBpod og pia Suvapn:

>>> 2%*24

16777216
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Axdpa o evéiagépov, eivar 0Tt 1 python propet va kdvel amevBeiag npdéeig oe dekaeadiko, okTadikd kot Suadiko. INa dekae&adiko, ypayte

Tov aplBpo Sexivovrag pe 0x kot yor Suadiko pe 0b:

>>> OXFF
255

>>> 0b1100
12

1.5.3 MetapAntég

Onwg mBavag Ba E€pete, pia petafBANTn €lval éva GVopa TOL AVTUTPOCMOTIEVEL HIX TIHT. XPNOIHOTOI®VTAG HETHBANTEG eivon SuvaTov va OTIX-
Eovupie MpoypapHaTa IOV AVVOLV EVa TIPOPBANHA HE YEVIKO TPOTIO, APOV HTTOPOVHE VO XAAAGCOVIE TNV TIUT) TOUG O€ K&Be EKTEAEOT| TOL TIPOYPAYL-

potog. INa mapadetypa:

>>> a=5
>>> g*5
25

>>> g**3
125

1.5.4 Eioodog ano 1o Xprot ko Epedavien oty O0ovn

Me v input pmopovpe va {NTHOOLHE A TO XPHOTN KX TN TNV OPA TIOL TO TPOYpAppa ekTeAeital. H Tiun auth pmopet va amobnkevbet

anevbeiag o€ P PETABANTH OTIWE PAIVETAL TTXPAKAT:
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>>> age=input(”What is your age? ")
What is your age? 24

>>> print age

24

Onwg kataAdBoate, 1 evIioAr] print ypnolponoteitol yio va TUTOOOLE KATL 0TV 000vh. Mmopel va eivat éva privupa (o€ e100YyOYIKK), Hlo
TN, N P petaBAnT). 'H kot ouvévacpdg tov napandve:

>>> print age,”is not too bad!”
24 is not too bad]|

1.5.5 To IIpwto cag IIpoypappa: HelloWorld!

Evtéaéel, pla mo koA napaiiayn éotw. Av xprnoipomnoteite o id1le, emAéSte and to pevov File => New Window yix va Bpebeite o€ éva
amAd editor. AAAG PTIOPELTE VA XPTO1HOTIOW|OETE Ko 01010 dAAo text editor OéAete. T'payte:

name=raw_input(”What is your name? ")
age=input(”what is your age? ")

print ”“Pleased to meet you ”,name
print age, ” is not too bad!”

Amnobnketdote 1o wghello. py. 1o idle, anAd méote F5 yia va ektedeotel 1o mpoypappa. e UNIXoe181] Ae1ToupyiKd, HTOPELTE €MONG VX
TO TPEEETE QMO TO TEPHATIKO:

$ python hello.py

Tt etvon o raw_input; IMepapatioteite faloviag okéto input kot Seite T Oa yivel. Metd, S@OTE TO OVOUO GOG O€ €l0AYWYIKA. Mmopeite
va Bpette yati oupPaivel avtd; Oa to SOOHE GTN CLUVEXELX TOV KEQAAQTIOL.



12 Programming; Ma I'artt;

Ag ypdjoujie TOPO TO TPAOTO HOG text Taiyvidt. ..

1.6 To IIpoto Tag IMoyvidi: Bpeg tov Ap1Bpo

I'pate TO MOPAKAT® Kot amoBnKeLOTE T0 WG JUESS . PY 1| OTWG aANDG BEAeTe. EXTEAEDOTE TO OTIWG TTPOTYOLHEVWG,.

#
# Bpe¢ TOV aplBud. Amomeipa 1
#
import random
thenumber = random.randint(1,50)
print "Exw okeptel €va aplBuo amoé 1o 1 w¢ TO 50.”
print ”“Mmopeig¢ va tov Bpeirg;”
guess = 0
while guess != thenumber:
guess = input(”Awnce TOV aplBuo: ")
if guess > thenumber:
print "Edwoeq peyoAUTEPO aplOuo!”
if guess < thenumber:
print "EOwoeq HLKPOTEPO aplBuo!”
if guess == thenumber:
print “Tov Bpnkeg!!'!”

[Ipoooyn! Ta keva eivon onpavtika. H python Sev €xel dykiotpa, ayKOAEG 1} 0TIONTIOTE AAAO XPNOIHOTIO0VV 01 AAAEG YADOOEG Yl var Eexmpilovv
TIOLEG EVTOAEG AVITKOULV € pla aUvOeTn evioAn. AvtiBeta, xprnoiponolel ta keva 1| ta tabs yia tov 1610 okomo. Agite yia mapddetypa 0Tt OAeG ot
EVIOAEG KATw amd ) while eivon §0o keva Staotpata o péoa: onpaivel 6Tt 6Aeg avikovy otn While. Kdtw and kabe if, n evioAn eivan
800 Swxompata Mo péoa: avnkel oty 1f. e OAeg MPOAKTIKG TIG YADOGOEG TIPEMEL VA& OTOLYI(OVHE TO TPOYPAUHA HOG OWOOTA MOTE VA EIVAL
€LAVAYV®OTO. ATTAGG 0TNV python autd eival LIOXPEMTIKO KAB®E 1 0TOiY10M €IVl HEPOG TOL GLVTUKTIKOV TNG YADOOCNC!
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1.6.1 Avaivon I'pappn — I'pappn

import random

AnAcvoupe oty python ot BéAovpe va xpnotponowmoovpe  PiAodnkn (module) random. Méoa g auTr TEPIEXOVTAL GUVAPTIOELG TIOV
Tapayouy tuxaiovg aplBpoug!

thenumber = random.randint(1,50)

Xpnowgomowovpe v randint yw va mapayovpe éva aképalo tuxaio apiBud amd 1o 1 wg to 50 kot Tov amofnkebovpe ot petafAnt
thenumber. Mapatnpnote g KaAoLpe ) cuvaptnon randint.

print "Exw okeptel €va aplBuo amdé 1o 1 wg TO 50.”
print "Mmopeig va tov Bpeirg;”

Ta yvoota pnvopata, dev xperdlovial e§nynon.

guess = 0

H apyikn pag npofAeym. H petafAnt guess Ba kpatdel tov apiBud mov divovpe k&be @opd wg pavteynd. Tng divovpe pia apyikn Tipn 0
woTe olyovpa va PNy avrnkel oto Stdotnpa 1 wg 50 mov napayet 1o npoypappa. Etol e§ac@aii{ovpe 0T N eNOpEVT EVIOA:

while guess != thenumber:

Oua ekteleotel, KabBwg Agel: “Kave ta Toapakatm, 660 o aplBpdg mov €8wae o xpnotng dev eivat 16106 (1=) pe autod mov oképtnke ) randint”.
Kot kaBag 1 apyikn tipn eivat to pndév, olyovpa to mpoypappa B mpoywproet:
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guess = input(”Awce TOV apibud: ")

Zntdel Tov aplBpo and Tov maikn.

if guess > thenumber:
print "Edwoceq peyoAlTEPO aplOuo!”

Av 0 xprjotng é6wae peyarAlTEPO aplBPO, TUTTOVETOL TO AVTIOTOLKO HIVUHA.

if guess < thenumber:
print "Edwoec H1KPOTEPO apLOpG!”

Av 0 xprotng €6woe PIKPOTEPO APlBD, TUTTOVETAL TIAAL AVTIOTOLYO HIVUHAL.

if guess == thenumber:
print “"Tov Bpnkeg!!'!”

Av o xpnotg Bprike Tov aplBpd, TUTOVETAL TO... VIKNTHPLO privupa. Tlapatnprote 0Tt 0 €Aeyx0g 100TNTAG Yivetal pe dvo ioov (==). To éva
{00V XpNO1HOTOLEITON Y10 VX SOCOVE TN O€ HETABANTY.

Le OAECG TIG TIEPUTTAOELG, TO TIPOYPAHpa emotpéPel oty While démov ekivnoe. Av Opwg o aplBpdg mov €8waoe 0 xprioTng ivat i0og pe To
thenumber, n ouvbnkn dev 10xVEL TAEOV KO TO TIPOYPAU A TEPUATICEL

Eavadiafdote Tdpa TO TPOYPANHA TTPOCEKTIKA. BAEMEeTe KATL Vo TiEPLTTEVEL; AV O)1 oKe@TeiTe Alyo To TeAevtaio 1. Xperdletan ot aAnbera;
Kabwg o Bpoxog while teppartidel povo otav o maiktng Bpet tov apBud, to tedevtaio if propel va mapaielpBel evieAmc, Kol T0 PVOHX
EMTLYIAG VO PTIEL HOVO TOV, APECKG HETA TO BpOx0. DTdvoupe €101 0TV ATIOMEIPA 2 TOL TIPOYPAHHATOG:
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#
# BpeC TOV aplBuo. Amomeipa 2
#
import random
thenumber = random.randint(1,50)
print "Exw okeptel €va aplBuo amdé 1o 1 wg TO 50.”
print ”“Mmopeig¢ va tov Bpeirg;”
guess = 0
while guess != thenumber:
guess=input (”Ance TOV apiBuo: ")
if guess > thenumber:
print "Edwoeq peEYOAUTEPO aplBuo!”
if guess < thenumber:
print "Edwoeq MLKPOTEPO aplBuo!”
print “Tov Bpnkeg!!'!”

1.7 Emnexkteivovrag to IToayvist

AkoAovBolV peEPIKEG PEATIOOELG YIX TO QA HOG TIOXVISL — OTNV TPAYHATIKOTNTA X €uKopia vo pABovpE PEPIKA OKOHX OTOLXELO TNG
python!

1.7.1 'Ovopa Xprotn ko Nikntpro Mnvopa

MrmopoUpie EDKOAN VO EMEKTEIVOVE TO MIALXVISL HOG DOTE VX PWOTAEL TO XPTOTI TO OVOHN TOL GTNV XPXT] KOl VX TO EHQAVI(EL OTO VIKT|TNPLO
pnvopa: “Zuyxapntmpla HNopyo to Pprkeg!”

IToAD amAd vopilovpe, apkel va BAAETE TNV THPAKAT® YPXHHT) TPV GO TO TIPAOTO Print:
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name = input(”Awce 10 6vopa couv: ")

Kot va aAAG&ete v teAevtaia ypoppn oe:

print "Zvuyxapntipia”, name, ”“tov PBpnkeg!”

INa ekteAéote 10 OpwG! Oa S1OMOTOOETE Pe EKTANEN OTL SeV SEXETA TO OVOLX GOG, EKTOG 0V TO SOOETE HETK O€ eloaywyka. Oxi, Sev givon 6T
n python €yel mpoowmkd padl oag. AMA®G 1 evioAn input eppnvedel Ty €10060 WG TAPAGTAOT KAl PAXVEL Vo Bpel T OVORA GOG WG KATL IOV
éxe1 non oplotel oto mpoypappal Av dooete wg ovopa to thenumber, petafAnt mov RéN €xet oprobei oto mpoypappa pag, | python Ba 1o
SexBel. Aokipdote kan Ba Seite 10 anotéAeopal

DuOoKE, oVTO Sev eivan KaTL Tov BéAovpe. Kot ovte pag apéoet n 16€éa va f&IOVHE EL0AYDOYIKK YOP® OTIO TO OVOUA HOG 1] OTOL08TTOTE AAQPQ-
PN TIKO BéAovpe va dwaoupe atny eicodo. H Avon oe auto eivoan raw_input:

name = raw_input(”Ance TO Ovopa cou: ")

Oa YpNo1HOTOI0VHE a6 €6® Kat Tépa Ty raw_input yw eicodo aA@apBunuikov

1.7.2 TIpooOnkn Metpnt Ipocrtabeiodv

Oa pooBécoupie pia petafBAnt count oty omoia B dwoovpe apyka T 0 kot k&Be @opd ov o xprotng Ba Sivel éva apBpo Ba avéavel
katd 1 (count = count + 1).Ortav o xpnotng Bpel tov aplBpo, To TPOypappa Ba TUTTOVEL KOl TOOEG TIPOOTIAOELEG XPELAOTNKE.

Kot autd eivon apketd ebkoAo. Agite Tnv TANpN Tpitn €KS0XT TOL TIPOYPAHHATOC:



10

1

12

14

15

16

17

1.7 Enexteivovtag to Iatyvidt

17

#

# Bpeg TOV aplBuo. Amomeipa 3

#

import random
thenumber = random.randint(1,50)

name

print
print
guess
tries
while

raw_input(”Awce to 6vopa cov: )
"EXw oke@tel €va aplBuo oamdé 1o 1 wg TO 50.”
"Mmopeig va tov Bpeirg;”
=0
=0
guess !'= thenumber:

tries = tries + 1
guess=input (”Ance TOV apiBuo: ")
if guess > thenumber:
print "Edwoeq peEyOAUTEPO aplBuo!”
if guess < thenumber:
print "EOwoeq HLKPOTEPO aplOBuo!”

print ”“Xuyxapntnpta”, name,

"tov Bpnkeg oeg”, tries, "mpoomabereg!”

H ypappn mov avédvel m petafAnt tries pnopei va ypagei ko €tot:

tries += 1

Eivan pia ouvtopoypagia mov Ba cuvavtioete cuxva. uotkda to 1610 pmopel va yivel Kat pe Toug GAAoLG aplBpUnTIKoLg TeAe0TEG (Y apaipeaon,
TOAAATMANOIAO PO KATT) aAAG TO TIAPATIAV® €ival TO IO GLYVO.
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1.7.3 Kprukn otpy... Ikavotnta tov IMaiktn

Oa eNEKTEIVOLE TO TIPOYPAHHA DOTE av 0 XpNoTng Ppet Tov aplBuo oe pia mpoomnabela B tov Tu@vel To prvupa “Beginner’s luck!”, av to
Bpel oe mévte 1) Aiyotepeg poomdBeieg To prvupa “Eicon ypriyopog” kot av to Bpel o€ méve amnd mévte, To pnvupa “H yuayia pov nailet mo
KOAG!”

M ipetn okéPn iowg elvat avtr| (01 YPAHHEG QUOTKA HTIATVOLY OTO TEAOG):

if tries ==
print “Beginner’s luck!”
if tries <= 5:
print "Elocaul ypnyyopog!”
if tries > 5:
print ”"H yiayid pouv moilel mio koaAa!”

"Exovpe Alyeg ypoapHéG KOSIKa, Ko 1\on €xovpie bugs. Av Bpeite Tov aplBpod ot pia mpoonadeila, Ba ndpete Svo pnvopata! “Beginner’s luck” kot
“Eioon ypriyopog!” ®voka, kaBog to 1 givat emiong ko pikpdtepo amd 5, ekteAovvtan §0o eviorég 1. ESo vndpyovv §0o mbavég Avoelg:

* Na aAAGEovpe ) Sebtepn oLVONKN OOTE va eKTeAeiTal OTav 1 tries eivon pikpdtepn amo 5 KAl TavToxpova Sa@opeTikn tov 1 (1
peyaAbTtepn tov 1)

* Na eudovpe v 1f pe té1010 TPOMTO DOTE AV EKTEAECTEL 1 GUVONKT VA PNV EKTEAEITOL KO GAAN.

Oa PHTOpPOVCALE VO TO YPAYOULHE ETOL:

if tries ==
print ”“Beginners luck!”
if (tries <= 5 and tries != 1):

print "Elcaul ypriyopog!”
if tries > 5:
print ”“H yiayid pou moidelr mio koAa!”
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Ddriaape €86 P oUVOETN GLVONKT XPTOIHOTOIOVTAG TOV AOYIKO TeAeaT) and o omoiog mpaKTIKG onpaivel 0T Ba givon aAnBng kot Ba exte-
Aeotel povo av ovpfaivouy kKot Ta §0o pépn: Kot 1o tries va eival HIkpoTePo 1) 100 amod 5 Kot St@opeTiko amnod 1o 1 (Ba prmopodoate emiong
va 1o ypdete Kat peyaAdtepo amo 1o 1). Kabag gavtaleote vmapyouv Kot ot Aoyikoi TeAeatég Or kot Not mov Ba Sovpe og mapadeiypata
apyotepa.

'Evag GAAOG TPOTIOG €Ival VO XPTO1HOTIOCOVHE HIX 1o TAT|pT Hopen g 1T, mov mepiéxet emiong 1o elif (else if, aA\w¢ av) Kol to
else:

if tries ==
print ”“Beginners luck!”
elif tries <= 5:
print "Eiocaui ypriyopog!”
else:
print ”"H yiayid pouv moidel mio koAa!”

E&8& n ouvBnkn nov PBpioketon oto €1if (aA Mg av) Ba ekteAeotel povo av 1o tries eival pikpoTePO TOL 5, Ko Sev €xel EKTEAEDTEL TO IPATO
if. H dopn g if-elif efaopaiilel 011 poAg ekteheatel pia omoladnmote and tig ouvonkeg (eite i 1f, eite kamowx amo tig e1if - ko
Hropovpe va BaAovpe oAAég e11f) ol vmoAouteg mepTwoelg dev egetdlovtal. Av LTIAPYXOLY EVIOAEG KAT® amnd TN dopun if-elif-else,
n ektéAeon Ba ocuveyiotel ano ekel. Kabag pavtaleote, 1 evioAn else ekteleiton povo otav dev ekteAeatel kapwd and tig e 1if 1 n apykn
if.

Mrnopeite va Bpeite 10 TANpEG TPOYPAHA OTO TXPAPTNHA, O€A. 163.
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Ke@aAaio 2

Nuytepwn Ieprnetera!

2.1 Ewaywyrn otig AloTEG

[Tpwv EeKIVIIOOLE VA YPAPOLIE TO EMOPEVO PG TIaKViSL, TPEMEL va A oov e Alyo yia pia onpavtikn Sopr| dedopévav g python: Tig Aioteg.
BAénete o1 amAég petafANTEG amd pOVeEG TOLG SV elval eMapKeig yix va xeiplotovpe ANB0g dedopévav. To onUAVTIKOTEPO PEIOVEKTNHA TOVG
glvon 1L dev PMOpoLpE Vo eMe§epynoTOVHE HOQKAE KOl [E TOV 1810 TpOTO amAeg peTafANTEG IOV TiepieXoLY dedopeva oTa omoix BEAoLpE va
ekteAéoovpe v 101 Sradikaoia. I1.y. va €xoupe pla oelpd amo TIHEG TTPOTOVTWV TIG omtoieg BEAoLE OAEC va avénaoupe katd 10%.

Av 10 K&voLpE OVTO P amAEG HETAfANTEG, Bax TTpémel va €xovpe P PeTafANTA avd Tpoidv Kol va ypayoupe Tov 1610 KOSIKa 00EC PopEg eivat
Kot T TpoiovTa. IIpogavag autd dev e§umnpertet.

Y& MOAEG YAWOOEG TTPOYPAHHATIOHOD, Bao1KN SOHN Yo va eTUXOVHE PaQKn eneéepyaaia dedopévmy eivar o mivakag. H python wotdoo pag
TIAPEXEL AAAEG SOPEG KO 1A o0 TIG OT|HAVTIKOTEPEG €ivan 1 AloTa.

H Alota avrkel o€ éva eidog Sopng dedopévawv mov ovopaletat sequence 1 akoAovlia av to mpotipdre. Eival ebkoAo va @riagete pia Aiota:

shoppinglist = [ "Cheese” , "Rice”, "Coffee”, "Milk”, "Camba” ]

Ko e&loov ebkoAo va StatpéPete OAQ To OTOLXEIX TNG:
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for element in shoppinglist:
print element

Eivon akopa aoteia e0KoAo va So0pE av KATL aviKeL 0€ P AloTa 1) OxL:

shoppinglist = [ ”“Cheese”, "Rice”, "Coffee”, "Milk”, "Camba” ]
element = raw_input(”What are you buying today? ")
if element in shoppinglist:
print ”“Yes, this is on the list”
else:
print ”“Not on the list, you don’t need it”

Av €yete ouvnBioel o€ GAAeG YA®OTEG VA XpTOHOTOLELTE TNV for yix va Snpiovpyeite Bpoyo pe petpnth, oty python Ba 1o kavete wg e&§ng:

for i in [1,2,3,4,5,6,7,8,9,10]:
print 1

Avto Sev BoAevel av BEAovpe va petprioovpe péxpt To 1000, onote Ba ypaope:

for i in range(1,1001):
print i

KabBwog katadafaivete, n ouvaptnon range napdyel pia Alota pe ta ototxeia ano 1 wg 1000 (6x1 wg 1o 1001 dnwg vopilete Stafaloviag to
napaderypa). Kaho eivan va yvapilete ot pia Alota otnyv python pnopet va mepiexet ondnmote: aptBpong, aApapBpunuka, aviikeipeva (mov Ba
dovpe apyotepa) akOpa Kot GAAeg Aloteg! ExTog amo Tig Aloteg, n python mapéyet emiong kot ta tuples, To omoin vt TXPOHOLN OP®G PETA TN
Snpovpyia Toug Sev pmopovy va petafAnBovv. Xe pia Aiota propovpe 6nwg Ba Sovpe oe emopeva apBpa va pocaBécoupie Kat va Staypaovpe
OTOLYEIX KO VO EKTEAETOVE I OEIPG ATIO XPTOEG AEITOLPYiEG (T.X. Ta§vopunon).

Eipaote topa étolpol va Eekvioovpie 1o endpevo pag matyvidt: Tnv Nuytepivn Ilepitétela 1j Adventure!
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2.2 H Iepwnétera (The Adventure)

O €éxovpe Sl ®G €6® eival P HIKPT EL0NYWYN OTOV TIPOYPAHHATIONS Kot Ty python. ITio moAd BéBona ivar pio ouveldnt nmpoondbeiax
Qo HEPOLG HOG VO 0OG WBNO0oLHE LTOGLVEISTA GTOV TIPOYPAPHATIONO. AupnBeite: KOs POP& TIOL TPEXETE EVA TIPOYPAX GTOV VTTIOAOYLOTH,
eKTEAElTE KATL TOL SNpovpyNONKe and Kamowov GAAo. INati 6x1 and e0dg; Av 0 LTOAOYIOTAG ElvaL PlA TIPOYPOAUHATICOHEVT] HNYXOVI] YEVIKNG
XPTONG, YIOTL TIPETEL EUEIG VX HPT)OOVHE TO “TIPOYPAHHATICOpEVN” aTOLG GAAOLG, MNMWG eivar KaAVTEPOL amo epAC; Agv oag KpUB® OTL 6A0L
epeig mov Eexvroapie TOAD TOALX TOV TIPOYPAHHATIOHO, EIXOHE TO TTAEOVEKTI AT TNG OHECOTNTHG KOl AMAOTNTHG TV HnYavnpatey. Emiong
dev eiyape kot timota GAAo va kdvoupe pe avtd! EE’ apyng, ta eiyape ayopdoel yix va paBovpe mpoypappatiopo. Topa Opmg, péoa oto
TANB0G TV TTANPOPOPLAV, 01 LTOAOYLOTEG €xouV LTIOPBaOTEL € GUOKEVEG. Exoupe OAOL YUPIOEL 0T ETOHN TIPAYHATA EVE EXOVE OT|HAVTIKA
véa MAgoveKTHata: I'priyopa Pnyavipoata, TepAoTIEG PVIHES, agBovia eAeBepOV YAWOO®V TIPOYPAHHATIONOV Kol UOIKG To Internet yix va
Wayvoupe! @atvetar Opwg 0Tt 1 oAV agBovia BAamteL.

Evtuxag, vmdpyel n python kot guoka to BipAio mov kpatate ota xépla oag! Mati Ba pepovE KATL OO QLT TN XOXHEVN QHECOTNTA THOW,
ypdoovtag ta maAid kaAd (0e0g va ta k@vet) mayvidix otn ovyxpovn ekdoxr| toug. Ta mAgovekTipaTa Ba givat TOAAG:

* Oa pdbete va okEPTEOTE TV TPOYPAPHATIOTNG (Baoika, Ba pabBete va oképteote. TeAeia.)
* Oa pdbete Atyn python ko pygame yix va guvexioete va ypagete S1k& oag mayvidia kot mapaAAayég avtav mov Ba oug deifouye.

* Oa KOAANoeTE TOOO AOYXNHK HE TOV TPOYPALHATIOHO, TTOL Bar péVeTe OAN LEPQ OTITL OKG, SV Ba amavtdte 0T0 TNAEPWVO Kot B TpEpeaTe
OMTOKAEIOTIKA € THTOEC, KAPESEG KO AVOJUKTIKA TUTIOV KOAQL.

OK, 10 TeAevtaio iowg dev eivar 1Staitepa KaAG aAAd elpaote aityoupol OTL popeite va to eAgy&ete. TIpv ouveyioete va Stafadete To KeQAAXLo,
BePonwbeite OTL £xETE KAVEL KOl KATAVOT|OEL TIG AOKTOELG TOV TIPOTOV KEPUANIOL KL PUOTKA T TAPASelyHaTA HE TIG AMIOTEG TTOL TIAPOVOIXCAIE
TIPOTYOLHEV®OG. O Ta XPEIROTOVE KHETA.

2.2.1 Ewayoyn otg Ieputeteieg Keypévoo (Text Adventures)

Mn cag gaivetal amioTevto, To SeVTEPO HOG TayVidt — aiaBntd peyaddtepo and to number guess — eivan éva oy vidt meputetelag. Oxt pn
TdEL 0 VOU 00G O KATL pe Tplodidotata ypa@ikd tumov Final Fantasy! (auto Ba to ypayete eoeig, peta mov Ba Stafaoete auto kot moAAG(!)
axkopa BiAia). ‘Eva adventure oty amAo0OTEPT TOU HOPEN TEPLEXEL HOVO Keipevo. Ta Aeyopeva text adventures ftav TOAD TG HOSAG TPV
HEPIKEG SekaeTieg. BAénete, vmmpyav TOTE LTOAOYIOTEG IOV Sev Popovoav va Sei&ouv apd povo Keipevo atig 006veg Toug (000 GOKAPLOTIKO
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ER

Ewova 2.1: To pnyavnua oto omnoia éypayo — 10 1986 B coc Anv ke roobeaTl
— TNV MPATN €K600T TOL TIPOYPAHHATOC TIOL PAIVETAL R Bam "H

©1981

€60. Nat, to EEBaa amod TNV VIOLAGTIA KOl TO POPTOOX
(amo TNV KaoETa OMwG Qaivetal 61k, PETA amd 26 xpo-
via!) yiax xapn oag! Ko vat, §ovAevel akopa. BAémete kat
TG oeAideg tou Pixel pe 1o avriotoyo BEpa.

Kol av akovyetal auto!) AAAG Kat ekeivol Tov propovoav va 6€lE0LV ypagiKd, € §ev NTav KPS Kal... POTOYPUPIKNG TIOLOTNTOG. Xe KABe
TEPIMTMOT) EMELST) O TIPOYPANHATIOTHG SEV NTAV AMAPALTNTA KOl YpaPioTag, Ta text adventures KuplapxoLoav.

H 16éa miow and éva adventure kelpévou eivatl 0Tt o aiktng Sekvdel o€ éva Swpdatio. O LITOAOYIOTNG TUTIOVEL PIX TIEPLYPAPT] TOV XDPOU
He Tig mbaveg e€660vg (MOPTEG, OKAAEG KATT) KOl O TAIKTNG Qmo@aoilel v enopevn Tov Kivnorn. Otav e10épyeton o€ éva véo Swpdtio, N
Sadikaoia emavaAapBaveton, péxpt eite o maiktng va kepdioet (T.X. V& BpeL TO avTIKEIPEVO TTOL €IVAL 0 GTOXOG TOL TIAYVISION T VX PTAOEL OTO
KATAAANAO SwpdTo) gite va x&oel (Vo TOV TIAOEL TO TEPAG, TO alien 1§ N HOXP& TOL — TTOL OPLOEVOL BE®POVV Xe1pATEPO TEAOG KO amto To alien).
Le pepika adventures LIIAPYOLV TIEPLOCATEPOL QIO EVAG TPOTIOL Y1 va Kepdioel kKaveig Kot olyovpa vrdpxouv moAAot Tpomot va xaoel! Xe mo
e&eAypéveg popeeg, €va text adventure amontel amd o XprjoTn vo GLAAEYeL avTikeipeva Ta omoia Ba xpelaotel oe dAAa Swpatia. Kot puokd
XPT|O1HOTIOI0VVTOL TEPLOCOTEPEG EVIOAEG Y1 VO EKTIANPMOOOLY QUTO TO OKOTIO.

To adventure mov Ba ypdoupie epeig facietol ato mpwToTLTIO TIOL £i)e dnpooievbei ato dpBpo “Tlonyvidiax [Tepiméterag” tov X1dOn Evbupiov
o1o meplodiko Pixel tov Iavoudplo tov 1986! Xpnoipomolovpe Tov 1810 XdpTn Kot TIG TPOTOTUTIEG TIEPLYPAPEG TV SOHATIOV, IAAX QLOKAE TO
ypdoovpe oe python ko 6x1 oe BASIC.

Aev oag kpLUPB® 0Tt StxBdlovtag ToTe To GPBpO, APXIOA VO OKEPTOHN TG B PTOPOVOX VO TO VAOTION0®W GTOV TOTE LTIOAOYLOTH HOL. YTIPXE
BéBoa éva listing e BASIC oto meplodiko, aAAd ektog o1t Sev NTav oLHPATO pe To SIKO pHov pnxavnpa (mov BAénete otnv ekova 2.1),
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Ewova 2.2: "Eva pikp6 koppdtt amno to listing Tov apyt-
KoL mpoypappatog Adventure, © 1986! ®@aiveton emiong
KOl 1| EKTEAEOT] TOL TIPOYPAHHATOG OTIOL PAEmeTE OTL O€-
XETO KatevBuvoelg Tov Tomov 1,2,3,4.

XPT|O1HOTIOI0V0E KAl Pl AOYIKI] TIov 8V pov dpeoe 18wxitepa. Hpovv olyoupog 0Tt Pmopodoa va Bpe Hia To @paict TpOYPRHHATIOTIKG ADoT
KO TIPAYHOTLTEPAOX PEPIKEG HEPEG OKEMTOHEVOG TO TIPOPAN X oav éva background task 0to pUaAS pov (KatavadAwve apKETONE TOPOLG TTAVTKG!)
‘Eva Bpadu metdytnka and 1o kpePATt £xoviag TNV andvtnomn mov xpetaldpovv! H npatn ékdoon eixe ypagtel péxpt 1o mpot...

O 1810¢ avTOG TPOTOG — aAAG TIpoCTaPHOCHEVOG oTa Sdedopéva TG python — mapovotddetal 6®. Onwg Ba S1AMOTOCETE KATAVODOVTHG TO
TIPOYPOHHN, TIPOKELTAL OLOIACTIKA YO P HIVL POV TIEPUTETEING KAOMOG pmopeite va aAAGEeTe Tar Sedopéva HEGO OTO TIPOYPARHAX KOl VO
SNHI0VPYNOETE Pla SIPOPETIKT TIEPUTETELX.

2.2.2 0O Xaptng

Baowo onpeio ota text adventures eivot o x&ptng mov Seiyvel OAa ta o pdtio Kat Toug TpOmovg obVEeonG / emKowvaviag petadd toug. To xdptn
avTO Ba TIPEMEL vV TOV QTIAEETE TIPLV APYIOETE VX YPRQYETE TNV TIEPITETELX GOG. PLOIKG Bt EXETE OKEPTEL KO KATIOI0 GUVPTIXOTIKO GEVAPLO YO
TNV TEPUTETELN GG DOTE VA EXETE TIEPLYPAPES YIx TO K&Be dwpatio. I'eyovog eivan 0t emeldn Ba exete ypdel eoeig v mepetela pdAAov Ba
oag gival e0KOAO Kot va TV kepdioete. AAAG Sev melpdlel, Ba mai&ouv kot o1 idot oo,

O 61KdG poag XdpTNG TOPAHEVEL TIIOTOG OTO KPXIKO &pBpo Ko gaivetan otn ekdva 2.3.
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0 - KAtmog
1 3
MTTavio &= LA ATIOBMKN
|
4 - KaBioTiko
5 - Zahovi
6
T pamedapia
7 .
AI0G. ‘ 8 - Kouciva
\
12
10 9 A Acd. .
ABep@oU ‘ Lot s B (0)
11 - Fovewy P
A(3) o A(2)
N (1)

Ewova 2.3: O Xaptng g Nuytepivr|g [Tepunétetlag

ITpdkerton TPoPavag yia éva pikpoL peyéBoug adventure (aAAG pmopeite pe v ida pnyavi va @Tiaéete éva 600 peydro BéAete) kot Sradpa-
HOTI(ETON O€ éVX OTITL [E T MTAPUKATR SWHATIA/XDPOLG:
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Ap1Opog Aopatiov

Heprypaen

0

Knmog

Mrmévio

XA

Amobnkn

Koabiotko

YoAOVL

Tpoanelapia

Awadpopog

Koud(iva

OO DU B|WN|-

Enave Sitadpopog

—_
(e}

Awpatio Adepeon

—_
—_

Awpatio T'ovéwv

—_
No

A0 pag Aopatio

[Tivakoag 2.1: Ta SopaTio TNG TIEPUTETELNG

A®OTE PPAOT 0TO YEYOVOG OTL €X0VjE KOSIKOTIOMOEL Ta ST pie aplBpovg amd 1o 0 oG 10 12. AuTtd Ba TO XprO1HOTIO|COVHE PUOTKK OTO

TIPOYPOAH KA Kot B g S1EVKOADVEL TTAPA TIOAD.

2.2.3 To Xevapio

O apykdg ovyypapéag ovopaae auto To manyvidt “Nuytepivi Ilepuétela”. Me amAd Adyia to oevapio eivar 1o mapakate: Eiote évag pabntng,
HEAOG H10G OIKOYEVELQG [IE QLOTNPEG NOKES apyEG (E€PETE, amO AVTEG TTOL Ta o1& yupilouy TPV TOLG Yoveig aTo omitl. [Iptv vuytwaoel SnAadn,
oxLmpv Enpepwoel). Exete Byet Kpued t voxTa (1) Kot Tdpa TPEMEL VA EMOTPEYPETE GTO OTITL, GTO SWHATIO OOG XWPIG VA 6ag avTIAN@Oel Kaveig.
Oa TPETEL VO AMTOPVYETE TOV MATEPK TOG, TN HNTEPA GG KAL TOV. .. adePPO 0aG TIOL elvan paptupldpng kat Ba ta el 0Aa! H untépa oag eivar oto
OWHATIO TWV YOVEWYV, 0 TIKTEPAG OUG 0TO KAO1OTIKO Kot 0 adepPOg 00G 0TO SWHATIO Tov. O pémel va Bpeite T Stadpopn yix 10 SWHATIO G0
XWpig va méoete MAve og KATO0V amod auTtong. Puoika, vrotiBetat 0T Sev EEpete amo mpv ov ivat 0 kabévag! (Mia eviiapépovoa mapaAiayn
Ba NTav va kdvete o oy vidt va tomobetel avTtodg TOLG XAPAKTAPEG O KATIOWX TUXXIX SWHATIH OOTE K&Be popd mov Ba To TpéxeTe va eivan

StapopeTiko. BéBona oe moAAEG tepitTt@aelg 6ev Ba vmdpyel Avon).
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Format Run Options
print "EfodoL:",
i in destinations:
il=-1:

print directiof

possiblemoves.
index +=1
print "\n"
userinput=""
userinput t in
userinput=raw_inpu
. directions.inde

main():
# Room descriptions

rooms = [

A G 9 0 9 9 ¢ o

o1 o1 o

74 Python Shell

File Edit Shell Debug Options Windows Help
Ef0odOL: AVHTOALKAX

- - — -

ou Be¢ vo IOG;AVOTOALKA
Bplokeool oto Ywh. Mopoahiyo va OKOVIGPEL1C. TKAAX OVOTOMLKX
EfodoL: Bopelo NOTLO AVOTOALKE AUT LKA

Mou Be¢ va NOC;AVOTOALKE

BpLokeool otnv anofrkn. H atpdopolpa £ival QOOOVLKT LK. ZR&AN AUTL
k&, Movond&ti NOTLw.

EfodoL: NOTLx AUTLK&E

Mou Be¢ va nmog;NOT L
Eloot otn koulilvoa. AKoUC Qwvécg.
Efodol: BoOpeLo AUTLKA

llou 6e¢ va nag;BopeLa
Bplokeool oto oohdVvi. AKOUYETOML UOUGLKL.
EfoboL: BopeLa NOTLH AUTLKE

Mou Be¢ va Mog; AUT LKG

EQPTaoeg OT0 KaBLOTLKO. BPHKEC TOV NATEPA COU.

Exaceg! H nepinétela teheiwoe.

>>> | -
Ln: 1113 /Cok:

Ewova 2.4

: H extéAeon tov mpoypdppatog oto nepidAiov g python.
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Zav Aoyikn) eivat 1daitepa amAo:

1. O maiktng ekwvdel amod o Swpatio pe aplBpo 0 (KNmog) Kot Tov ep@avifeTan ) TEPLYPUT) TOL XOPOL Kal ot lavég €060t ae popon
katevBuvoewv (Y. NoTix).

2. O naiktng divel TNV katevBLVOT, KAl EPOCOV €ivan EyKLPT|, TO TTPOYPUHLA TOV TINYXIVEL OTO AVTIOTOLXO SWHATLO.
3. Av o naiktng Bpebet o€ Swpdtio mov kepSILeL 1] XAVEL, TUTIOVETOL TO AVTIOTOLXO HNVUHN KO T) TIEPUTETELX TEAELOVEL, OIAPOPETIKA. . .
4. ...TUTOVETOL N VEX TIEPLYPAQT] Kal ££0801 Kal EMAVEPKXOHAOTE OTO Prpa 2.

KaBag katadafaivete To KOpLo PHEPOG TOL TPOYPAUHATOC gival €vag BpOx0g Tov TUToV:

“000 o mailktng o6ev (€xaoce n kepdroe)”

2.2.4 TIpoypappatiotiki) Aoyikn

2.2.4.1 TaAopata

To €0KOAO KOpPHATL, €lval VO KOSIKOTOW GOV HE Tar SwpdTia. Oa xprotponotoovje 5@ pix Aiota ¢ python, v onoia, evgdvtacta, ovopa-
OQjE FOOMS:
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rooms = [ "Bplokeoati
"Bplokeoati
"Bpilokeoal
"Bplokeoatl
SKAAa AULTL1KA, Movormdti Notia.”,
"EQTA0EC OTO KOBLOT1KO. Bprikeg TOVv TMATEPOA cov.”,
"Bplokeoati
"Bplokeoatl
"Bplokeoati

"Eloal
"Eiloal
"Eloail
"Eiloail
"Eloal

otn

oTOoV KNmo. Mavtol okotdédl.”,

OTO umavio. AKoUG B0pufo.”,

0TO XWA. NapaAiyo va oKOVTAYPELC. ZKAAA AVOTOALKA”,
oTnv amnodnkn. H atpoo@aipa €ivatl OMOTIVIKTLKA.\

O0TO CaAGVL1. AKOUYETOl HOULGLKNA.”,

otnv tpanelapia. Ta mavta €ivol avdotata.”,
oTo dl1adpopo. Eilval okoteivda. Zkdaia Notia”,
koulilva. AKoUG Qwvecg.”,

OTOV TAvw do1adpopo. MavioL nouxia. ZKAAa Bopeira.”,

OTO
OTO
OoToO

OwHATLO TOUu adePPoL cou. 0 adeppPOg cou oe paptupal!”,
OWMATLO TWV YOVEWV CGOU. H pnTEPO OOUL O€E €miace.”,
OwpdTlLo oou. Eloat aoc@aAng.” ]

[Mapatnprote OTL £xoLjE TIEPATEL TIG TIEPLYPAPES pe TNV 101 oglpa (0-12) mov eldape mply. AVTO POG EMTPENEL VX AOBNKeLOOL|LE TO TPEXOV
dwpdtio (uTo oTo OMoio BpioKeTan 0 MATKTNG TNV dedOPEVN OTIYUT) OE pia peTaBANTA Tov Ba ovopdoovpe room. 'Etot, av o xpriotng Bpioketon
070 SWHATIO 2 (TO XWA), 01 TAPAKATK EVTIOAEG Sivouv TNV TtepLypaon:

room = 2
print rooms[room]

“Bplokecal oto XwA. MapaAilyo va okovtayelg. ZKAAA avatoAikda”

IMoTtevovpe 6T eivan apKeTd amAo va KataAdPete 6t kGBe @opd To poypappa Ba divel T 0woTH TP — HE KATO10 TPOTo 1mov B dodpe —
ot peTafAnT room kat Ba xpnotpomnotel Ty mapandve Print yia va tunover 1o pnvopa. AAAG Tog Ba KOSIKOTOGOLE TNV Kiviion oo

T0 éva SWHATIO 0TO GAAO;
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File Edit Format Run Options Windows Help

surfacecolor = (50,80,250)

screen = pygame.display.set mode((screenwidth, screenheight), 0, 32)

screen.fill (surfacecolor)

colorlist = [ (253,53,8), (23,233,9), (0,0,0), (202,228,7), (1,191,0),
(204,34,254), (255,255,255), (75,0,244), (0,239,0), Fikova 2.5: Emelsr éom OTL Béhete
(242,17,251), (249,50,0), (188,185,1%2), (108,40,251), , T n E Q ,
(253,80,0), (185,215,0), (253,47,3) ] (EVT(XEEl, T[EQCXIVETE) va Selte TG O ntav

TO ToKVil o€ “ypa@ikn” popon, Oeite

10 péow pygame. H Baoikn pnyavn givan

headerfont = pygame.font.SysFont ("Tahoma", 48) QUOKG 81, aAAG {0wG Sev pmopéoete
textfont = pygame.font.SysFont ("Tahoma", 22) VO KOTOVONOETE — Yl TNV Qpa —
header text = headerfont.render ("The Adventure!", True, (255,0,0),(255,255,0 10 vTOAOUTO. EyKaTaGTﬁGTE éH@C 0
win text = textfont.render (u"Képdiceg! H meplnétela tehelwoe."™, False, (255,
lose text = textfont.render(u"Eywosc! H meplnéteia teheiwos.", False, (255,2

# Setup some fonts and text messages

pygame ywx va 1o 1pééete (yia windows
dette  http://www.pygame.org/
download.shtml, ywx Linux qv-
OK& OTO repository TG Slvoung

rooms
| oag). Katefdote 1o moyvidt and e6w:
1e Adventure http://www.freebsdworld.gr/
. . . . files/adventure-pygame.zip

# Inif Q pygame window |¢

Eioal oo dwpdTmio Tou adeppoU oou. O abep@dc oou ot UdpTupadl
'Exaceg! H nepineTeia TeAsiwoe.

éfl.",
J
"EloOL OTO GWHATLO TWV YOVEWVY OOU. H UNTEPO OOU OF ENLOOE.,
"Eianl aoTo AnATio amt. Riow oeamoyhfe . ™



http://www.pygame.org/download.shtml
http://www.pygame.org/download.shtml
http://www.freebsdworld.gr/files/adventure-pygame.zip
http://www.freebsdworld.gr/files/adventure-pygame.zip
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2.2.4.2 Ot KatevBovoeig kot ot Ipoopiopot

Aette Eava to oxnpa Tov xaptn. Ilapatnprote 010 KAt HEPOG Ta BeAdKia Twv KatevBovoewv: Exovpe Kndikomomoel kGbe katevbBuvon pe
eva apBpo: Bopewa = 0, Nota = 1, Avatohikd = 2, Avtuka = 3. @avtaoteite Topa 0Tl BplokesTte 0TO0 SWHATIO 9 TOL €xel TEGOEPLG TOAVEG
e&ddoug:

KatevBoven | Aopdatio Ipoopropod
0 (Bopew) 7 (Awxdpopog

1 (Notx) 11 (Aowpdtio yovéwv)
2 (AvatoAika) | 12 (Aé pag SwpATio)
3 (Avtika) 10 (AwpdTtio adeppov)

[Tivakag 2.2: KatevBovoelg kot mpoopiopol amnod 10 Swpatio 9

Av dnpovpynoovpe pia AMlota pie Toug aplBpoug:
destinations = [ 7, 11, 12, 10 ]

10 otolyeio destinations[0] Oa eivar 7, o destinations[1] Ba eivan 11 kAm. IMapatnpeite katy, O Seiktng ¢ Alotag cupBoAilet
NV KatevBuvon, Kol To GMOTEAETHA TOV TTPOOPLoHO! Av Aomdyv o xprotng eivat oto Swpdtio 9, Kot emAEEel wg KatevBuvon 1o 1 10 SwPATIo
nov Ba Bpebel Ba elvau:

room = destinations[1]
KO HETA TO PHOVO TIOL HEVEL EIVAL VO TUTIWCOVE TO UTVOHL:
print rooms[room]

Ti ylveton oe mepintwon mov pia katevBuvon Sev vapyeL o€ KATO10 SwpdTio; AuTt TNV KwdikonolovLpe He to -1. EAgéyyovtag ywax To -1, dtav
dexopaoTe €l0080 QO TO XPrOTH), SEV TOL EMTPEMOVHE VX SMOEL KATeELBVVOELG IOV SEV AVTIOTOLKOVV O€ €€060 0TO SwHATLO TIoL BpiokeTat.

BéBowax 0 xpriotng kaho Ba eivan va Sivel evioAEg pe Ae€elg kat oyt aplBpoug, aAAG auTo eivan pia Aemtopépeta mov Ba ovpe apyotepa.

AvTo mov Sev eivan Aentopépela eivat 1o €16 M AloTa ONag 1) Tapamdve PTopel va KpaTtael HOvo ta Sedopéva Kiviong yia éva dwpatio. Tu
yivetan pe epag mov €xovpe 13 Swpatia;
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moves

[

[7,11,12,10],
['11'1191'1]1
[91'11'11'1]1

['11'1/'119] ]

Ayd! "Exoupe pia AMiota mov nepiéyet Aioteg! INa va §ovpe av kataAdfate T kdvape, T 0o mepiéxel to moves[9];

Oa mepiéyel TN AMOTA € TOLG IPOOPLOHOVE Yl KaBe katevBLVOT oo To SwUdTo 9, SnA:

[7, 11, 12, 10 ]

Y& omolxdNTOTE AOUTOV TIEPIMTWAT), KA1 YL OTIOLONMOTE TN 0TI HETABANTH room, TO S@HATIO S1A. IOV BPl1OKOHKOTE T SESOHEVN OTIYHN:

destinations

moves [ room ]

Ko étav o xprotng emAggel pia katevbBuvor, and 0 wg 3 v omoiax €0Tw O0TL anoBnkedetat otnv petafAnty direction, to véo Swpatio Ba

givat:

room = destinations [ direction ]

KOl ETELTA QUOTKA:

print rooms[room]

E kaBao¢ kataAaBaivete, auto eivar 6Ao! Mévouv BéPata K&moleg AeMTOpEPELEG. ..
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2.2.4.3 Aviyvevon Nikng/ Anotoyiag

Yndpyel pla Alota Winrooms mou mepLEXEL To SOHUATIN 0T OTIOLX TO TIALY VIS TEAELQVEL € VIKT) TOV TIAIKTN. £TO GUYKEKPLHEVO TIaKVidL elvan
HOVO éva, aAAG Ba pmopovoe va givol meplocotepa. Avtiotoya vrdpyel 1| Alota 10SSro0oms mov mepléxel Ta SWHATIH 0T 0TIl O TIAHKTNG
xavel! H python pmopei moAd ypriyopa va eA€y&el av KATOX TIHT LITEPYEL OE Pla AMloTa, OT®G eI6UE OTNV XPXT TOL KEYAAQIOL:

if room in winrooms:
print "Kepdioeg!”

TeAw& gtvon TIOAD omAo!

To mpOYpAL LA XPTOLHOTOLEL CLVAPTIOELG, Y1 TIG OTIOlEG B PIAT|COU|IE EKTEVMG 0TO EMOEVO KEPAAano. Exel Ba meprypdyroupie ko Tn Agttovpyia
™G ouvdptnong getInput mov Bpiokel moieg eivan o1 éykupeg KatevBovaoelg avaroya pe To SwHATIo Ko §éxeTon (Kot emaAnBevet) v 10060
TOL XPNOTH, OXL O APIOHOVG OAAK |IE KAVOVIKEG EVTOAEC,.

To POYPAPHA HOG EEKIVAEL VA eKTEAELTAN aItd TNV BAOTKT] GLVAPTHOT MAaln AOYy® TNG EVIOANG:

if _ name_ == " _ main_":
main()

Av éyete aoxoAnBei pe kamowa GAAN yAoooo poypappatiopov (C, anyone?) Ba €xeTe i0wG GLVAVTIOEL TNV CLUVAPTNOT) HE TO OVOHA M ain amo
TNV OTolar — TUTIIKG — EEKIVAEL 1| EKTEAEOT €VOG TIPOYPApHATOG. XNV python dev elpaote LTTIOXPEWHEVOL VA EXOVHE TETOLX GUVAPTNOT — Kot
OTO TPATO HOG TIPOYpappa TpdypaTt Sev eiyape. Eivol @otoco auvnBiopévo va Bdlovpie oe pia ouvaptnomn main to KOplo KoPHATL TOL KOSIKA
pog. Otav KaAOOE TO TIPOYPAPHN OO TNV YPAUUT EVIOA®V (1 TO eKTEAODUE péow Tov idle), n eldikn petafAnt) __name__ maipvel v
TIUN __Main__ emTpénoviag PHog £T01 VX KAAEGOVHE TNV KUPLX POVLTIVA TOV TIPOYPAHHATOC HOG JIE TOV TPOTO OV BAENETE TAPATIAVE.

2.2.5 To Kopuo IIpoypappa

O Baokog Bpoyog sivat:
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room = 0
endgame = False
while not endgame:
print rooms[room]
if room in winrooms:
print "KeEpdioeg! H mepimetela teAeiwoe.”
endgame = True
elif room in lossrooms:
print "Exoaceg! H mepimeteila teAeiwoe.”
endgame = True
else:
direction = getInput(moves, room)
destinations = moves[room]
room = destinations[direction]

H petafAnt) direction éyel v katevBuvon mov é6woe o Maikng, o€ popern aptBpov. To Té€A0G TOL TALKVISIOL OTHATOSOTEITAL [E TNV
petafAnt) endgame n omnoia yivetor True otav T&oovpe 6to Winroom 1 oe éva ano ta lossrooms. H petafAntm direction pmopel
va givon 0,1,2,3 avdAoya e v elcodo tov xpriot.

Mrnopeite va Bpeite 1o TANPEG TPOYPALHA OTO TTAPAPTNHA, OA. 164 I} va 10 KatePdoete ano edo: http://www. freebsdworld.gr/
files/adventure.zip.


http://www.freebsdworld.gr/files/adventure.zip
http://www.freebsdworld.gr/files/adventure.zip
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Kepaiaio 3

Yuvaptnoeig — Evoopatopéveg ko Atkeg pag!

3.1 Ewayoyn

Eipoote oiyovpol 61t to adventure mov 8npociedoapE 0TO TPONYOVHEVO Ke@hAalo cag éBaAe o akéyielg. Oyt ylati nrav SuLokoAo oTo...
gameplay, cAAG yoti eixe peydAo evol@EPOV amo TPOYPAHHATIOTIKTG droyng. Av kot 0An 1 faoikn Aoyikr) (0 aAyopiBpog av BEAeTe) mapou-
OlAOTNKE OTO TIPONYOVHEVO KEPAAXLO, QPR OajE KATOWX THRHATA TToL Oa e&etdoovpe €80, T va T e§nynoovpe Bo mpemel va PIAT|00VE Yia
€va TOAD oTHavTIKO aTtoikeio g python (kon twv meplocotepwv YAwoonv): Tig ouvaptioeig!

3.2 Xvuvaptnoeig otnyv Python

Av n Aé€n ovvaptnon oag Bupidel K&TL amd paBnpatikd, dev éxete TOAD Gdiko. BEBoia 0TI MePLooOTEPEG YADOOEG I €VVOLX TNG OLVAPTNONG
elvon Ba Aéyape o xaAapr o€ ox€on He o HoHONUOTIKA. ZTa paBnpatiKa yia Topadelypa, OKEQTOPAOTE TN CLVAPTNOT OAV Ul OXECT] OTNV
ormoia divovpe kamola Sedopéva (Eva aplBpo) kot pog divel éva amotéAeopa. Av BéAovpe va eipaote akpifeic, o GLVAPTNOT OTA PO POTIKG
dev pmopet va Sivel SIaQOopPeTIKEG TIHEG OOV ATMOTEAEGHN v SivOupE TTAVTOTE TNV 181 i oV €icodo.

Y& MOAEG YAWOTEG TIPOYPAHHATIOHOV, HTOPOVHE VX OPIOOVHE CLVAPTHOELG TIOV VO CUUTEPLPEPOVTAL HE XKPIBAOG TOV 1810 TPOTO ONWE OTA
poOnpatikd. o v akpifela, n python — o0nwg kat o1 meplocdtepeg yYAOooeg — SaBétel NéN pix PeYGAN VKA aItd GUVHPTICELS TIOL £XOLV
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¢pBel katevBeiav amo ta padnpatika. Idpte yiax mapdderypa v TeETpay@viKn pilo:

import math
X = math.sqrt(2)
print x

O mapamdve KOSIKAG Ba PG TUMOOEL TNV TETPay®VIKT pida Tov 2. 'HON amd 10 TpadTo Hag ot vidt, €xeTe S€l WG KAAOVE P10 GCLVAPTNOT KOl
TG amoBnkevove TO anoTéAeopa. Aupunbeite T ypapun:

number = random.randint(1,50)

ITpo@aveg Aoy pior cuVAPTNOTN KOAEITOL HE TX OpioHaTa HECTH OE TIOPEVOEDT] KO TO AMOTEAEGHN TO AQpPAVOLE 0TI HETAPANTH) TTOL EXOVHE
Tpv 1o ioov. [ va Xpr|O1HOTOUC0VHE CUYKEKPLHEVEG GUVAPTNOELG, TIPETEL TPAOTA V& CLHTIEPIAGBoLE TN BA00NKN IOV TIg TTEPLEXEL OMIKG
eaiveton LY. amo to import math mapanave.

INa va Tépete P 16€a TOpa To KOG Pl oLVAPTNOoT oTnV python pmopel va Stagopomoteiton amd piax kaBapd pabnpoatikn cuvaptnorn, Bupndeite
MV range mov eiyape 6€l TNV apyr| TOL TTPOTYOVHEVOL KEQAAXKIOL:

>>> X = range(1,10)
>>> print X

[+, 2, 3, 4, 5, 6, 7, 8, 9]

BAénete e6& 0T n python dev emotpégel éva amAo aplBpd — KATL TOL AVAHEVOLHE CLVIOWG KO PlK HOABNPATIKT CLUVAPTNOT — GAAG K
0AOKANpN AloTa.

BéBona akopa 110 evOlQEpoV €ival va apyicOVE Vo STIHI0VPYOVHE TIG SIKEG HOG CLUVAPTNOELG!
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3.3 Anmovpyia Tovaptnong

INa mowo Adyo va BéAovpe va kKavoupe KAt T€to10; [a va Seite mwg Snpiovpyeitot n avaykn yia tn SnHIoupyia Hlag GUVAPTNONG, OG TTAPOVHE
NV TETPAYOVIKT pida mov eidape mapandve. PaviaoTeite AOUOV OTL ] YAOOOX TIOL XPNO1HOTOI000ATE SeV €lxe KAVEVA TPOTIO VX LTTOAOYILEL
TETPAYDOVIKEG piles. Eoeilg OpmG, MG KATAMANKTIKOG KOl WOW TIPOYPXHHATIOTHG, QTIAEATE VA KOPHATL KOSIKK TToL TO Kavel. Kot topa;

Oa pmopovoate o k&Be Popd TOL GTO KOPLO TPOYPANHX TOG XPEWX{OCACTAV HIX TETPAYDOVIKT pida, VO KAVOTE aVTLypa@r — eKOAANON
€KEIVO TO 1610 KOPPATL KOSIKa (Sev elval TLXAIO TTIOL ATIO TOTE TTOL EPEVPEONKE T AVILYPAQET — EMKOAANON XAONKAV Ol TIPOYPAHHATIOTEC).
ZUviopa OAN N ovoia TOL KAVOVIKOU TIPOYPAHHATOG 00G B XGvoviav HECK OTIG... EMKOAANCELG TNG TETPAYWVIKNG pilag. Oa NTav mpoga-
VG TIPOTIHOTEPO va SivaTe [E KATIO0 TPOTIO VA OVOUN OE QLTO TO KOHHATL KOSIKA Ko Vo T0 KoAgite KaBe @opa mov BEAeTE v KAVETE TOV
LTTOAOYLOHO. Me Aty Aoyia:

Xpewaleote pua ovvaptyon!
Eivon evkoAo va kataAdfete and ta mapandve Ot

* M ouVAPTNOT TN XPTO1HOTOIOVHE OTAV XPEIACETAL VA EKTEAEGOVE TO 1610 KOPHATL KOSIKA TTOAAEG POPEC (Kot pie GAAEG EVOEXOHEVMG
TIHEG)
* M KaOAOYPOHEVT CUVAPTNOT KAVEL X OUYKEKPLHEVT] EPYAOTN KO PTIOPEL VO LG QAVEL XPT|O1HT O TTOAAG TIPOYPAH AT

* H owot xprion ouvaptroewv KAveL T0 TPOYPAHHA HOG SOUNUEVO KOl HTIOPOVHE TTOAD EVKOAX VO OKOAOLBT OOV E TN POT) KO TN AOYIKN
TOUL.

Kot kdm akdpa mov pdAAov umonTeveoTe:
+ Ot ovvaptioelg otny python 8ev epropilovrat GTOV AVGTNPO OPIOHO TNG HABNHATIKAG CLVAPTNONG.

Tt onpaivel avtd; Onwg eidate, pmopel va emoTpeéPouy avti yia éva aptBpo, pia Alota. H iowg pio aA@apBpuntikni Tipn (€va 0vopa, Koppdatt
KEWLEVOUL N String Onwg To Aépe ouvnBwG). AAAG propel va PNy emotpe@ovy Kat... tinota! Nai, kaAd Stafdoate: timota! Ko 0x1, dev €xovpe
XAOEL TO HLAAO pag aKOpK (01 eviEADG SNAaST). Oa pov TEiTeE, TL PTIOPEL Vo XPNOIHEVOEL HIX CLUVAPTNOT TIOV O€V EMOTPEPEL TITOTA;

Ma einape 611 dev MPOKELTAL Yl ALOTNPO OPLOHO HaBnpaTiKing cvvaptnong. Pavtaoteite yia mToapadelyHa Pt CUVAPTNOT IOV TUTIOVEL KATL
otnv 0Bovn. I'a va pnv givat teAeing amAoikn, @avtaoTeite OTL TNV €X0VHE PTIAEEL MOTE VA TNG SIVOLHE WG OPLOUA TO Keipevo ov BEAOLIE Va
TUTIOCEL KL 1] GUVAPTNOT VA TO KEVIPAPEL OTa aplotepd — el mepiBwpia g 08ovne. Ti emotpégel avtn 1 ovvaptnon; Timota. Kavel pa
SOLAELK (TUTIOVEL TO PTVLHA) OAAG SEV EMOTPEPEL KATIOX TIHT] OTO KOPLO TIPOYPAHN TIOV V& TIPOKVTITEL OO KATIO10 LTTOAOYIOHO KOl V& €XEL
KGOl XpNOHOTTA.
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L& KAmoleg YAWOOEG IPOYPAHHATIOHOV, LIIAPYXEL 1] Evvola TNG Stadikaaiag 1j procedure yiax Ty MEPIMT®OT] TOL GEV LTIAPKEL ETOTPEPOHEVT] TLUT.
Zv python ®otd00, XpNOIHOTOI0V|E CLUVAPTIOELG KOl Y1 TIG VO TEPUTTMOOELG,.

IMapoakdtom gival 0 KOSIKAG Kot 1 avTioToyn SOKIun:

def centerText(thetext):
linelength = 80
textlength = len(thetext)
spaces = (linelength - textlength)/2
print spaces®” "+thetext
return

centerText(”Hello there!”)

Y10 mapanave Bewpovpe 611 10 péyeBog ypappng g 08ovng eivar 80 yapaktnpeg (€va TUMKO TePUATIKO). H 0uvApPTNOTN TUIMVEL TO PIVUHA HOG
HE TOV amapaitnTo aplBpo KeVOV oo UMPooTd MOTE va Kevipapetat. Otav Tnv KaAoLpe, 1o Keipevo “Hello there!” avtiypdgetal ovolotika
péoa ot petafAnt thetext mg ovvdptnong Ooa PMOPOVCAE EMIOTG VA TNV KAAEGOUVE KOl €TOL:

mytext = "I really love Python programming”
centerText(mytext)

Tt yiveton o€ avtr| TV nepintwon; Onwg eavialeoTe, N TIUN TOL TEPLEXEL N HeTafAnT mytext avuypdoeton oty petafAnt thetext mg
OLVAPTNOTG TNV OPU TIOV TNV KXAOVE. Znpelinote 6w 6t n petafAnty thetext g ovvdptnong eivon Tomkn ywa ) cuVAPTNOT Kol Sev
elval yvwotn €€m and avtr. Av €xete pla petafint) thetext omn ovvaptnon oag kot piax GAAn thetext é€w ano aut, avtég o1 0o dev
oyetidovtan kot 8ev pnepdevoviatl petagd toug! o va e Ko éva Brpa mapanépa, OAEG o1 HETABANTEG IOV OpilOVHE HEOA OTN CLVAPTNON
ELVOL TOTIKEG Y10t QLTI KO LTTIAPYOLV KO £X0LV VOTHO HOVO OC0 T} GLVAPTNOT EKTEAELTAL.

M epOTNOT TOL 10WG EXETE EIVAL TL YIVETKL O€ TEPIMTMOT] IOV KAVETE KATL HECN 0TI GLVAPTNOT Kol TElpdéeTe To 1810 To Optopa. ITL.y. Tt Ba
yiver av aAAGEete ) petafint) thetext. IMotedete Ba yivel kon n peta@opd avtiotpo@a (amd T GLVEPTNOT GTO KOPLO TIPOYPAUHA, OTN
mytext);

H amavtnon givat oxt. Onwg einapie, KAt TNV KAN O™ TNG CLVAPTNOTNG, AVTLYPAOETAL N TIHN TG peTaBAntgmy text omy petafAnt thetext.
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Avt givon koa n pévn aAAnAemidpaon mov vrdpyel HeTaEL TOLG Kot lvat HOVO TIPOG TN Hla KatevLOBVVOT). AUTO TO €606 TEPATHATOG TIHAV HETASD
TOUL KUPLOU TIPOYPAHHATOG KL H10G GLVAPTNONG ovopadeton kAfjon pe tiun 1j call by value av mpotipdre. e GAAeG yYADOOEG eivan mBavr Kot 1
KArjon katd avapopd 1 call by reference (mov @avtaleote Tt Kavel) aAAG oty python €xoupe GAAA... KOATIX OTO TOEMAKL HOG YIX QVTIOTOLXX
TPIK.

Kot g Ba ypaoape pia cuvaptnon mov TPAYHATL VO EMOTPEPEL HIX TIHT] 0TO KOPLO TPOYPAHHQ:

def cube(thenumber):
result = thenumber ** 3
return result

X =3
y = cube(x)
print y

print cube(3)
print cube(y)

IMotevovpe eivar mpoavég To g Aettoupyei! 1o kOpio (Bedg va To KGvel) TIpOYpappa 0aG SelYVOLHE Kol S1XQOPOLE TPOTTOLS KANOT|G TNG
oLVAPTNONG.

[Tpopavag Ba pmopoloe Ko 1] GUVAPTNOT HOG VA YPAQEL TTOAD TILO OmAQ, €M TNG OLOTNG O€ PIX YPXPHT:

def cube(thenumber):
return thenumber**3

Kot pe outo 10... crash course oTig ouvaptnoelg, eipaoTe MOTELOLE ETOHOL VX S0VE TG SOVAEVEL 1] cuvaptnon getInput mov éxovpe
0TO KATOMANKTIKO pag Adventure!
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3.4 H XZvvaptnon getinput oto Adventure

Ag ™ §00E CUVOAIKG KO VX TNV EPUTVEVOOLIE:

def getInput(moves,room):
directions = [”"Bopeia”,”Notia”, "AvaTtoAlkd”, "AvTika"]
destinations = moves[room]
possiblemoves = []
index = 0
print "E&odovr:”,
for i in destinations:
if it=-1:
print directions[index],
possiblemoves.append(directions[index])
index +=1
print “\n”
userinput=""
while userinput not in possiblemoves:
userinput=raw_input(”MNov Be¢ va mag; ")
return directions.index(userinput)

H ocuvdptnon €xel 60o opiopata, ta moves kot room. Gupnbeite 0TI TO MOVES TEPLEXEL TIG KIVIOELG OTIO TO VA SWHATIO 0TO GAAO Kol TO
room eivor o aptBpdG ToL TPEYOVTOg Swpatiov. Mn EexvATe OTL TX OVOPATA TOV HETABANTOV auT@V Ba prtopodoav va gival SIaQopeTIKE PETH
0TI GLVAPTNOT] KL §EV LTTAPXEL UTEPSEPQA [IE TO KVPLO TIPOYPAH !

Méoa oty ouvdptnon opileton pia AMiota directions mov mepiéyel ta ovopata TV KatevBovoewy. [Ipooédte 6T TV €xovpe erdéel pe
TETO10 TPOTIO MOTE 0 SEIKTNG TOL KABE oTOKEIOL VO AVTIOTOKEL 0TIV KwdKoToinoT ov €yovpe Kavel, dnA. Bopela = 0, Notia =1 KA.

H npcdytn dovAeia g ouvaptnong eivan va Bpetl Ty AMoTa TV TPOOPLOHOV OTIO TO CUYKEKPLHEVO SOHATLIO:

destinations = moves [room]
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Apéowg mapakdtw, opilovpe pix Keviy Alota possiblemoves, tun@voupe éva privopa 6To XprioTn Kol €10epXOHAOTE 0TO KVPLO Bpoyo
for:

index = 0
print "EEodovr:”,
for i in destinations:
if il=-1:
print directions[index],
possiblemoves.append(directions[index])
index +=1

O Bpoyxog Sratpéxel éva — €va ta otolyeia g Alotag destinations. Av yia napdadeypa, Bprokdpactav oto Sopdtio 7, 1o 1 Ba Sratpésel
TOULG ap1BpOVG:

[61 91 8/ _1]

Ag époupe Aomov v paTn @opd. To 1 Ba €xel v Tiun 6. Exovpe ) odykpion:

if il=-1:
print directions[index],
possiblemoves.append(directions[index])

ITpoeavag to 1 Sev eivan -1, ondte eKTEAEITOL 1] EVIOAN:

print directions[index]

Kot KaBodg to 1ndex €xet v Tipn 0 ( apXikr Tov), 10 mapandve Ba Tunooet:
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Bopeia

(To KOppa otV Gkpn TNG Print epmodidel v aAAayn ypapung.) Tavtdxpova, otn AMlota possiblemoves npootiBetal i Tipm mov tunodnke
TP ATIAVE:

possiblemoves.append(directions[index])

H append eivon pia pébodog mov epappoletar oe AioTeg yiax va mpooBécovpe éva ototyeio 0To T€A0G. MEeTd TNV mpOTN EKTEAEDT TOL poO)OUL,
n AMota possiblemoves Ba nepiéxel v mpaOTN ™G TIUR:

[ "Bopera” ]

INa g peBdSoLE Bax PIAT |00V E AVOAVTIKOTEPK O€ EMOMEVT EVOTNTA, KAAK TLOTEVOVHE KATAVOEITE TL YIVETAL. LKEPTEITE TOPX OTL TO 1610 AKPPADG
yivetat Kot yiax Tig GAAeg Tipég ov Ba aipel To 1, wote oto TéAog N Alota possiblemoves va mepiéyet:

[ "Bépera”, "Notia”, "AvatoAikd” ]

Ko von 8ev Bax mepiéyel ) Aégn “Avtikd” kabaog 1 teAgvtaia Tipr mov maipvel to 1 eivon -1. Tlpooéte 6T1 oe kKaBe kOKA0 NG FOr avéavoupe
TNV TR ToL 1Nndex Kpatdviag o gLYXPOVIOHO TO SeIKTN |E TO avTioTolKo oTokelo NG Alotag destinations.

To vTOAOUTO KOPPATL €lvon amAd. Me 1o téAog Tou Bpdxov, AAAGLOL|E YPAUKT TUTIOVOVTOG TOV EIBIKO XAPAKTNPA GAAXYTG YPOHHUNG:

print “\n”

TéMog, opilovpe piax petafAnty userinput oty onoia B amoBnkeboovpe TV €i6060 TOL XPrIOTN. APXIKA €ival KEVT], KAL ELGEPXOUNOTE OTO
Bpoyo while:
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userinput=""
while userinput not in possiblemoves:
userinput=raw_input(”Nov B6eg va mag; ")

Onw¢ katalafaivete o fpOX0g pOTREL Kl EXVAPOTAEL TO XPTOTH YIX TNV KivioT TOL PEXPL VA AGPEL piax €yKupn ama&vTnon, P andvtnon SnA.
mov va Bploketon ot Alota possiblemoves mov Snpovpynoape mponyovpévag. Me T AU €yKupng om&vTnong, N GUVAPTNOT) EMOTPEPEL
TNV TOPAKAT®. .. KPUTTTIKT] TIHT):

return directions.index(userinput)

Ko dev givar otnv mpaypoatikdtnta kaBoAov kpuntikn: Av o xpriotng édwoe “Notia”, n péBodog index emotpépel To deiktn, TN B€on SnAadn,
TOL oTolKeiov TG Alotag directions oty onoia Bpioketon n Tipr “Noétia”. AnA. to 1.

INa va 10 KataA&PeTe, TO TOHPOKATO:

print directions.index(”AvaTtoAika”)

Oa Tonwve Tov aplBpd 2. O aplBpog aVTOG EMOTPEPETAL OTO KUPLO TIPOYPANHX WG KMOTEAETHA TG cuvaptnong. Kot onwg Ba mapatnproate,
€XOLHE PTIAEEL P1Kt GUVAPTIOT) TIOL TUTIAOVEL PNVOHOTA, GEXETAL KAL EMKLPAOVEL TNV €10080 oMb TO XPHOTN KOl TEAIKK EMOTPEPEL KAL TNV TN
ETOLN Y& XpTOT) 0TO KOp1o poypappa. Onwg kataAaBaivete pia ouvaptnon otnyv python olyovpa dev mepropiletatl 0tnv KAAOIKN paBnpatikn
€vvola g ouvaptnong!

ITpopavag o tapandve Tpdmog Sev eivat emiong o povadikog mov Ba propovaoe va xpnotpomnowmnBei yia va ypagein getInput. Oa propovoape
emiong va xpnolgonomoovpe ta Aedikd 1 dictionaries g python. Emiong Ba prmopovoape va xopicovpe ) Aettovpyia g getInput oe
TIEPLOCOTEPEG GLVAPTIOEIG I} KKOUA KOl VO HETAPEPOVHE KATIO KOPHATIX TNG OTO KVUPLO TPOYPAHHA. O HTOPOVCApE TLY. V& QTIAEOVHE
Hix getMoves n onoia va emotpégel T Alota possiblemoves ko i Sayeipion g €10660vL va yivetar oto koplo mpoypappa. Kot topa
&€pete™ v doknon oog peEXPL To eMOpEVO KepdAato! Kaho Ba rjtav emiong va mtpocBéoete v centerText nov guiaéape ©OTE To PNVOHATA
TOU TIPOYPAHHATOG VX KEVIPAPOVTQL.

Ipwv mpoxwprioete 0To endpEVO KeEPAAo, S1affGoTe Kol ElpapaTioTeite. Mn EeXVATE, 0 TIPOYPAPHATIOHOG €lval Hix ouvexT|G aoxoAia. Kaio
EeKOAN !
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Kegaiao 4

EEKIVOVTAG 6T0 Pygame

4.1 Ewayoyn

Méxpt tOpa oag €xoupe dei&el amAd oy vidia mov Ba prmopovoate KAAMoTa va tailate oe eva teppatikd tov PDP11! TTpénet va opoAoynoovpe
OTL OTIG HEPEG paG éva adventure KeEVOL Sev Ba eiye Kan peydAn toxn otnv ayopd. KataAafaivete Béfana 0TL auTh 1) EL00Y@YT TTAV AmapaitnTn
ylx va pdiBete o Baoikd g python Kot UOIKG ylx var evepYOTOI|GOVHE TNV aAyoplBikn oog okéym! ITiotevovpEe OTL AUTO TO KATAPEPAE HE
To text adventure.

Eival mpo@avég (TovAdyiotov oe pag) ott dev Ba pmopodoape va EEKIVIOOLHE KATELBEIOV [E KATOIX YPAQIKT] EQUPHOYN — TTOAD amAd Oa
xpewadoviav va pabete mapa mMoOAAG oe Alyo xpovo. BAEMETE Ol ypa@IKEG EQAPHOYEG (OTIG OTIOLEG PUOIKA OVIKOLV OXeS0OV OAX Ta T Vidix)
€XOLV TTIOAD S10(POPETIKT] PLAOCOQIX OTTO TIG EPAPHOYEG KOVOOANG. L aLTO TO KEQPGAo Ba e§epevviioov e TNV SUVAHT TIOL TIKPEYEL TO pygame,
N katamAnktikn BipAodnkn 1 module g python mov poag emtpénel va puidéovpe ypa@ikd moyvidia pe oxeTKn €VKOAIX. AAAG TIPOTA Ao
OO TIPETTEL VX EYKATAOTI|COV}IE TO pygame KOl VX SOVHE PETN ammO KATIOLX A TIPOYPAH AT TL OTJHAIVEL VX PTIXXVEL KATIOL0G EQAPHOYEG IOV
TpEYOoLV O€... TapdBupa (Ox1 anapaitnta Windows, cAA& o 0mo108MOTE YPAPIKO AELITOLPYIKO).
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4.2 Eykatdactaor tov Pygame

Eivon moAU €0K0A0 VO eyKATAOTOETE TO pygame, apKel va emokePTeite T Siktuoki tov tonobeoia http: //www. pygame. org. Av xpnot-
pormoteite Windows, pmopeite va katefdoete v teAevtaia otabepr €kdoomn ywa v python 2.7 oL eyKATAOTHOATE TPONYOLHEV®OG. TN OTIyHN
mov ypdaoetan to BiAlo, n KaAvTEpN emAoyn eivat:

http://pygame.org/ftp/pygame-1.9.2a0.win32-py2.7.msi

Ko av xpnotponoteite 64bit windows ko tnv 64bit python, katefaote T SokipaoTKn €kSooT amo €8G:
http://www.1fd.uci.edu/~gohlke/pythonlibs/#pygame

Av xpnowponoteite kamowx debianoeidn dtavopr], o PTIOPECETE VX EYKATACTIOETE TO pygame e P10 EVIOAT] TOU TUTIOL:
# apt-get install python-pygame

INa to FreeBSD, n eyKat&oTOOT] YivETal E0KOAX amtd Tor ports (pie povo mpoBAnpa tnv mbavy KAIHOTK aAAayn):

# cd /usr/ports/devel/py-game
# make install clean

TéAog, yix oag Toug Kpuoug xproteg Tov OSX (to E€poupie 6Tt elote avapeoa pag!), To Lion StaBétel n6n v python 2.7 amod ... papd tov
KoL XPELRCEOTE POVO TO pygame Tov PTopEiTe va Bpeite edw:

http://www.pygame.org/ftp/pygame-1.9.2pre-py2.7-macosx10.7.mpkg.zip

Tevika Sette ) oeAiba http://www.pygame.org/download.shtml yia mbBava downloads ywa omolo8nmote AEITOLPYIKO KOl €K-
doon.

Kot topa mov €xete eykataotnoel 1o module, eivan opa va dovpe éva wpaio Hello World oe pygame.

4.3 Hello Pygame!

Aev BéNovpe va 0OG KPATHOOLHE OE AYWVIX, XPTOIHOTIOOTE TOV OUVTIAKT KEWWEVOL TNG MPOTipnong oag (N kol to idle av BéAete) kot
TANKTPOAOYNOTE TO TIAPAKATR TTPOYPAHHQ:


http://www.pygame.org
http://pygame.org/ftp/pygame-1.9.2a0.win32-py2.7.msi
http://www.lfd.uci.edu/~gohlke/pythonlibs/#pygame
http://www.pygame.org/ftp/pygame-1.9.2pre-py2.7-macosx10.7.mpkg.zip
http://www.pygame.org/download.shtml

4.3 Hello Pygame!

v #

. # pygame hello world

3 #

« # 0x1, O€v e€lvalr TOOO TMOAUTMAOKO 000 QATVETAL.
s # Mnv MECETE amO TO UTAAKOVL!

6 #

; import pygame

s from pygame.locals import *

s from sys import exit

10

u # Define app window width and height
12

3 windowsize = (320,140)

14

s def centerMessage(surface):

16 return (windowsize[0] - surface.get_width())/2
17

18 #

v # Process the event queue

0 # returns true if user clicks close
21 #

22

» def getQuit():

2 for event in pygame.event.get():

2 if event.type == QUIT:

% return True




N

7

28

29

30

31

32

33

34

35

36

37

38

39

40

41

42

43

44

45

46

47

49

50

51

50

Eekivovtag oto Pygame

def main():
# Initialize the pygame library

pygame.init()
surfacecolor = (50,80,250)

screen = pygame.display.set_mode(windowsize, DOUBLEBUF, 32)

pygame.display.set_caption(”Hello Pygame!”)
textfont = pygame.font.SysFont(”Arial”,6 48)
thetext = textfont.render(”Hello World!”, True,

# Initialize text position

textx
texty

centerMessage(thetext)
40

# Begin main loop

endprogram = False

while not endprogram:
# fill screen with bluish tint
screen.fill(surfacecolor)

# Show text message

(255,0,0), (255,255, 0))
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screen.blit(thetext, (textx, texty))
endprogram = getQuit()
pygame.display.update()

# shutdown pygame and exit program

pygame.quit()
exit()

# Start program
if _name_ == " main___
main()

" .

Oool EemepaoaTe TO COK TOV PeEYEBOLG TOL TIAPATIAVK TIPOYPAHHNATOG, HTTOPEITE VA cLVEXIOETE TIAPAKAT® — Ba oag amodei§ovpe OTL Hev eivan
1000 SUCKOAO 600 PAIVETAL KOl OTL VoL, TEAIKG TTav KoAN 16€a ov apylioate va pabaivete mpoypappatiopd, python kot pygame. I'ia doovg
€IV OKOHK O KATAOTAOT 00K, N QOBAOTE €ivat pior OTTAT] UTTOYAVKOHIO: QATE EVX GOKOAXTAKL KOl GUVEXIOV|LE.

A 1O APE AOUTTOV VPO T — YPORHT] KOt TRLTOXpOVA Bot BAETIOVIE TIG VEEG EVVOLEG OTIWG O AVTIKELLUEVOTTPAPHS TIPOYPAULATIOUOG, T ENEEEpyaTia
ovpPavtv (events) Kot 0 TPOYPAUHATIOHOG IOV odnyeiton and cupfavta (event driven programming).

import pygame
from pygame.locals import *
from sys import exit

Me Vv Ip@TN EVIOAT] LOKG SNAGVOLE T xpron TS PiA0ONKN g pygame. KabBwg pavtaleoate OTL Xpro1ponolovpe and pygame Ba exawpilel
KaB&Gg Ba elvon TG popeng pygame . <eVTOAN>. H Sedtepn evioAn xpnlel mepattépw eppunveiag: to pygame . locals mepiéyel pia oeipa
ano ovpBoAikég otabepég MTOAD XPriOIHEG OTAV XPNOHOTOOVHE To pygame. [ mapddetypa divel ovOpaTa 0TOLG KOSIKOVG TV TANKTP®V
— TOUG aPLBPOVG TIOV EMOTPEPEL O EAEYKTIG TANKTPOAOYIOU OTO AEITOVPYIKO KABDG XTUMIAHE T TANKTPA 0TV ameATdT Tpoondbela pog va
YAIT®oov e To StooTnpomAolo pog amd ta exBpikda mopda! H From pag emtpénel va kpatnoovpe 6Tt BEAovpe ano éva module — Balovtag * Aépe
OTL BEAOLIE OLOTAOTIKA VX KAVOULE iMPOrt T TIAVIX EVA TAVTOXPOVA SV Xpeldletanl TAéov va B&{ovpe amd PUmpootd to dvopa tov module
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7é hello-pygame.py - D:\Data\Desktop\3ihello-pygame.py

File Edit Format Run Options Windows Help

# pygame hello world
#

# OxL, dev givoL 1000 noAUnhcko 400 Qoivetol.
# Mnv nécoete ond To pmahkovLi!

Ewova 4.1: To hello-world oe pygame. Noat to {€poupie 0Tt Seiyvel pe- i#m'o-: rt pygame (23 Hello Pygame!

YOAO, oAAG KGVEL TTOAD TIEPLOGOTEP TIPAYHOTA OO OTL QAIVETAL HE TNV | from pygame.locals import
TPOTN HOTLA. from sys import exit

# Define app window width Hello World!
windowsize = (320,140) !l

def centerMessage (surface):
return (windowsize[0] - surface.get width())/2

- ol |

OTaV XPNOIHOTOI0VHE KATL OTO aLTO. AV TOPX AVOPOTIEGTE Y1ATL SEV TO KAVOLHE QLT TIAVTX, GOG TO KONV OOV GOKTOT.

To exit amno to module SYS 10 Xpel{OPATTE Y1 VA HTTOPOVLE VO TEPHATICOVHE OHOPOX VA TIPOYPAHHA. LE HEPIKEC TAXTPOPHES (OVOpaTa Sev
Aépe, windows Sev eiyvoupie) Ba éxete mepiepya pnvopata AdBoug kot KOANpata av dev kaAéoete Ty €Xit () oT1o T€A0g ToL POoYPANHATOG
00G.

windowsize = (320,140)

To windowsize eivon éva tuple (BupnOBeite, ta tuples poiaouv pe TG AMoTteg aAAG €X0VV KATOL0UG TIEPLOPLOHOVG) KOl TIEPLEXEL TO HEYEDOG
(mAdtog, VYoG) Tov MapaBipoL pag. TToAAEG amd TIg cuvapTRoELg Tov pygame déxovtan dedopéva ae popen tuple.

A@rvoue yix TNV @pa TNV epUNVEin TNG ouvaptnong centerMessage (mov mpenel va QavTAeTTE TL KAVEL oV EXETE PEAETNOEL TO TIPOTNYOV-
HEVO KePAAalo) ko getQuit mov Ba Sodpe pOAIG KATAVOTIGOUVE TO KOPLO HEPOG TOV TIPOYPAH HATOG:

def main():
pygame.init()
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H init eivon n mp@tn cLVAPTNOT TOL pygame TOL TIPEMEL VX KAAEGETE GTNV ApXT| TOL TIPOYPAHHATOG OOG Yl Vo apyiKomotnBel i Aettovpyia
TOL pygame.

surfacecolor = (50,80,250)

L& auTO 1o tuple opilovpie TO XPOR TNG EMPAVELNG PG, SIVOVTAG TIHEG YIX T XPOHATA KOKKIVO, TIPAGVO Kl UTTAE avtioToya. O cuvéuacpag
Sivel éva evila@epov yoAalompaolvo XpoHaTaKL ov Ba eivatl 1o @ovTo pag.

screen = pygame.display.set_mode(windowsize, DOUBLEBUF)

To mapanave dnptovpyel TV Paoikn pag emeavelx SCreen: 1o mapdBupo mov péoa oe auTo B epEavioToLy Ta avta. [Tapatnprote OTL Kat
10 péyeBog to Sivovpe o popoen tuple. To DOUBLEBUF (pia cupfoAikn otabepd mov mrpapie ano to pygame . locals) ayvonote 1o yia myv
@pa, Ba T0 GL{NTNOOLE AEMTOHEPELOKA TTAPUKATE.

pygame.display.set_caption(”Hello Pygame!”)

O TitAog Tov TapPaBOpOL. EEPETE, AVTO TO EVOXANTIKO KEIPEVO TIOV EPPAVILETAL OTNV PTAPA TOL TIAPABVPOL KAl PG EKVEVPILEL TNV WPA TTIOVL
TPOOTIABOVE VX HETAKIVI|OOVE TO TAPKOLPO |IE TO TTOVTIKL HOG.

textfont = pygame.font.SysFont(”Arial”, 48)

Ed® dnpovpyovpe éva avtikeipevo font. I'a va 1o amAovotevo0LE Alyo, OG TTOVHE OTL EMAEYOUVHE TN YPAXHHATOOEPA He TNV onoia Ba epea-
VioTel To Keipevo.

thetext = textfont.render(”Hello Pygame!”, True, (255,0,0),(255,255,0))

E8¢ dnpovpyovpe v emodvela thetext nmov nepiéyet m epdon Hello Pygame! Ta 8o tuples mov BAEMETE AVTIOTOLXOVY GTO XPAOUN TIPO-
oknviov (foreground) kot napaoknviov (background) avtiotoya. IToAD amAd, KOKKIVX yp&pHOTH TTGVG 0€ KiTpvo @dvto. To True evepyomotel
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10 antialiasing xon B pmopovoate KAAMOTA va Sokipaoete Kot pe False yux va Seite L oag diel KAADTEPX OTO PATL.

"Exovpe OpmG NN ava@épel Tig AEEE1G “emeaveln” KOl “OVTIKEIHEVO” KOl SEV TIG €XOV|E EpUNVELOEL. XT0 pygame 0Tt BEAovpe va eppavicovpe
TO SNHI0VPYOVHE TAV® O€ P emPavela. MmopoLpe va BAAOVHE P EMEAVELX TAV® o€ pioe GAAN. H mpotn pog emodvela givat 1o mapaBupo
HOG, 0T HETaBANT SCreen. M debtepn em@dvela (oL B POVTICOVHE VA PTIEL TAV® OTNV TTPAOTI) ELVAL QLT TIOL TEEPLEXEL TO HIVUHX HOG
Ko amobnkevoape ot petafint thetext.

Zag BAéno va petdte T €idoug petafAntég eivan autég o1 sScreen, thetext, thefont. Méypt otiyung éxete det petafANTéG OV IEPIEXOLY
strings, Aloteg, apiBpovg. Tt akpifwg eivon pa petafAntr| mov kpatdel pio emedvela i éva font;

KaAd epatnpa. Emtpépte pov Aowmov va 0ag €104yw 0TOV KOOHO T®V AVTIKEIHEVOV KAl TOV AVTIKELHEVOOTPAPOVS TIPOYPapHaTIopov! Nat,
TIPOKELTAL Y10 AVTIKEIEVX 1] objects. Le 0X€0T HE TOV KAXGTKO TIPOYPAHHATIOHO O AVTIKELHEVOOTPAPTG XPTOHOTIOLEL TNV €VVOLA TOV QVTIKEIUEVOU
Yl Vo ava@épetan o SopEG IOV HETAED GAA®V StaBEéTouv 1810TNTEG 1] YapakTnploTikd (attributes rj properties) KaBmG Kot S1KEG TOVG CLVAPTIOELG
ywx va xelpilovrat ta Sedopéva Toug. Eavadeite yia mapaSeypa T YPOHUN:

thetext = textfont.render(”Hello World!”, True, (255,0,0),(255,255,0))

‘Eva avtikeipevo g kAaong font Sabétel v — 6nwg mv anokahodpe — péBodo render tnv omoia kaAovpe. H render Sev eivon pia
OLVGPTNON YEVIKNG XpNONG oL amAd xpnotporotel 1o textfont wg pia akdpa mapapeTpo. Av Rtav, Ba TV KaAovoape KATKOG ETOL:

thetext = render(textfont, "Hello World!”, True, (255,0,0),(255,255,0))

H render eivon piax ouvdptnon mov opiletan yio v KAGOT TV aviikelpévav font ko kaAgiton 0nwg BAENETE e TOV TPOTO:
OVTlKETLHEVO . OvopaMeBOdoL (TIAPAPETPOL_OV_UTIAPXOULV)

Md&AMoTa 1 GUYKEKPLREVT HEDOSOG EMOTPEPEL VA AVTIKEIEVO TIOL AVIKEL 0TNV KAGOT) empdvelag (surface). Kabe kAdon pnopet va mepiéyet Tig
S1kég g peBodoug — Bor paBeTe AETTTOPEPELEG YIX TA AVTIKEIPEVA KO TOV AVTIKEIHEVOOTPAQPT] TIPOYPAHHATIOHO OTO EMOHEVO KEPAAXLO.

Ooo1 6ev PAyaTE TO COKOAATAKL TTOL AVAQEPALLE TIPOTYOLHEVAOG HAAAOV elvart dpa va To dte T@pa. 0001 To EAYATE, KPUYTE T YIX VO N QATE
0Ao 10 KouTi. Oa dbete {ayapo!
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textx = centerMessage(thetext)
texty 40

INa va epgaviotel To Kelpevo, MPEMEL va amo@acioovjie TIg ouvtetaypéveg Tov. Kabmg kataAafaivete og eva mapaBupo ypagik®y ol ypopHES
Ko 01 0TNAeg avagépovtan o€ pixels. Xe avtiBeon BéPona pe v kKovadAa Kelpévou Omov 1 eAdylotn B€omn eivat o évag xapaktipag. H ypappn
Aowutdv €8w eivan To texty evo 1o textx vmoloyileton amo n centerMessage wote 10 Prvupa va kevipaplotel. To (0,0) eivon otnv méve
aploTepn yovia g 080vng Kat ot TIHEG av&AvovTal TPog T KAT® Kot §e§1d — Ba To §00pE aLTO KAAVTEPR OHWG OE EMOUEVO TIAPASELYHA.

endprogram = False

while not endprogram:
screen.fill(surfacecolor)
screen.blit(thetext, (textx, texty))
endprogram = getQuit()
pygame.display.update()

pygame.quit()
exit()

Kot emtélovg gtdoape 0to KOp1o poxo Tov TpoypappHatos. Ag SOUHE TIPOTH AlYO TIG E0MTEPIKEG EVTOAEG Ko HET Ba KataAdPete yiati piAdpe
ywx Bpdyo, o€ Eva IPOYPAHHN IOV TO HOVO TTIOL KAVEL €ival VX TUTIOVEL €va Prvupa!

screen.fill(surfacecolor)

Av €yete IAGEL TO VONUA, aVTALEOTE OTL VA AVTIKEI|IEVO TOTIOL emQaveLng StabeTel piax péBodo Fill pe v omoia PTOPOV}IE VA TO YEPIGOVE
e xpopa. To xpopa surfacecolor Ba yepioel ny em@davela SCreen mov avIimpoo®EVEL TO Tap&Bupo pag. o va BaAov e pia em@avela
Mavw o€ P GAAN, xpnotpomnolovpe t pébodo blit. Kahwvrag:
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screen.blit(thetext, (textx, texty))

Balovpe v emoavelx thetext mdvw oty SCreen otig cuvietaypéveg textx, texty (mapatnpnote 0TI KAl avTEG Sivovial o Hopen
tuple, yior avto Ko ) mapevBeon).

pygame.display.update()

Avto kot av eivon pootrplo! Tt update; IToAD amAd: OTL Kot av KAVETE O€ OTOLASNTIOTE EMPAVELX GEV YIVETHL OpATO TIPLV KAAETeTe TNV update.
IMoati ToAL amAd 6AN ot N oXeSlNOT), TO YEHIOHA HE XPOHA, T EMPAVELX [IE TO KEIPEVO TIOL BdAaTe TAVKD amo TN screen Sev yvav amevdeing
OTNV VN TIOL AVTUTPOCWTEVEL TNV 000VN oag (T RAM SnA. ¢ K&ptag ypagik®v). Eyvav oe pia GAAN, mpoowpiviy eptoxn pvinpng (buffer)
1 OToix AVTLYpAPETAL TTIOAD ypriyopa 0T Hvrjpn 006vng. ‘Exete SnA. Snpioupynoel TANp®E To KAPE 0OG TIPLV TO EPPAVIOETE, ATOPEVYOVTUG TNV
mMOAVOTN T 0 XPNOTNG TNG EQUPHOYNG OOG VO SEL T TIEPLEXOUEVA VA OXESIALOVTAL Oy — Gy HTTPOCTA TOU (KO VO KXTNYOPEL TO TIPOYPAH K GOG
1 TO UNY&vNpa Tov yx xapnAn taxovmtal). Kot topa katadafaivete Tt onpaivel to DOUBLEBUF mov €idape mpv — Tig 00 TEPLOXES PVIHNG
TIOV XPT|O1HOTIOLOVE Yl T oXediaon g 08ovng pog!

4.4 Event Driven Programming

Av éyete ypayel éva ipoypappa yio mapaBupiko nepifairov (akopa ko ot Visual Basic n omoia kpOfel moAAég Aentopépeleg) Ba E€pete OTL
H1X OTJHOVTIKT] S1opd [E HIX EQAPOYT KOVOOAXG eival 0 XEIPIOHOG TV OLULGVTWY, 1 events.

O1 €QapHOYEG IOV YPAPOLHE OTNV KOVOOAX OEV €XOLV TNV EVVOLX TV GUHPAVI®V: EKTEAOUVTOL 1| HIX EVIOAT] HETK TNV GAAN Ko S€xovTan
€10080 QMO TO XPNIOTI HOVO OTAV LTIAPYKEL KATOK VTOAT TOTIOL input. e pia mapabupikn e@appoyr OpwG Ta TpdypaTa eival StapopeTikd. Tt
yivetan yix mapddetypa av ExQVikd o xpriotng kavel KAk oto close (X) tov mapaBipov; Towg maoTtedeTe OTL TO AEITOLPYIKO XEIPILETAL AVTEG TIG
Aertovpyieg aAAG Sev eivan akpPdg €Tol. ATTAG TO AELTOVPYIKO GTEAVEL Eva HIVUHN OTNV €Qappoyn oag “O xprotng natnoe to close, pdAiov
KATL IPETIEL VAL KAVELG i auTd”. H eappoyn oag PEMeL va eivat ETOHN avA TROA OTIYHT Vo eNeSepyacTel Ta pnvopata ov SEXETAL Ao TO
A€1ITovpyIKo — av §ev 10 KAvel Kol 0 xprjotng e§akoAovbel va matdel paviwdag To close, To Aettovpykd Ba teppatioel TV e@appoyn a@oL
peTa Selte T0 yvOOTO pRvupa “Aev amokpivetonr”. EXTO¢ QUOKE amd & PMVOHOTA IOV HOG OTEAVEL TO AEITOVPYIKO Ba IPEMEL ava TaKTA
Staotpata va StoBdovpe TLX. Kol TO TANKTPOAGYLO e TO 0Toio KatevBvvoupe o oy vidt pog. [eprocotepa yia auto Ba Sovpe oe endpeva
KeQAAQ.
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| lorbars.py - D Deskt lorbars, (== =T
76 colorbars py - DAData\Desktop\d\colorbars.py

File Edit Format Run Options Windows Help

#1/usr/bin/env python | £ pygsme window ===

import pygame
from pygame.locals imp
from sys import exit

from random import *

pygame.init ()
screen = pygame.displa

while True:
ypos=0
for ypos in range (
for xpos in rang
for event in p
1f event.typ
pygame . q
exit()
the_pos=(xpaos,
random color =
pygame.draw.re
pygame.display.upd.

Ewova 4.2: Aviiyp&yite autd 10 TIPOYPAHHATAOKL QIO TO TIAPAPTIHX
(ogA. 170) kon exteAéote 1o. 'Emerta apyiote T mapaiiayég! Ao-
KIpdote va oAAGEete 10 PEyeBOg TV TETPAYOV®V, TIG NMOOTACELS
HeTaéL TOLG N Kal To oxnpa Toug. Kavte ta mapaAAnAdypoappa 1
KOKAOLG. Agite kol oto http://www.pygame.org/docs/ref/
draw.html yux Borfeia oxetikd pe Tig evioAég oxediaong.

Not Aourov, To TPOYPAH LA HOG TPEXEL KL EKTEAEITON AKOPA KOl PETG TTOL B TuntwBei To prvupa “Hello World!”. Av teppdmtile ekel, to mapaBupo
Ba éxAeve PV KaAd KA ipoAaoupie va Sovpe To pivupa. To mpdypappa pog teppatifel HOAG 0 XprioTng Teoel To close — t0TE AapBdveTton

10 purjvopa QUIT:

def getQuit():

for event in pygame.event.get():

if event.type
return True

== QUIT:

OAa ta oupfavta mov Aapfavel To TPOYPARHN HOG KXTHANYOLV OE €va queue To €va Tiiow amo to &AAo. Ta StaBdloupie XprOHOTOIOVTAG TNV
pygame.event.get () n omnoia dnuiovpyel piax Alota amo events ta omoia emegepyalopacte éva — éva pe m For. ITapatnpnote 6T oTo0
OLYKEKPLHEVO TIPOYPApHK SV EAEYXOLHE Yia Timota GAAO kTG amo To QUIT kabmg to mpdypappa pog eivor TOAD amAo.

H eneepyaoia twv events mpémnel va yivetar ouxva. ITapatnprote 6t kaAobpe v getQuit oe kabe kOkAo mov kavel o Bpoxogwhile.


http://www.pygame.org/docs/ref/draw.html
http://www.pygame.org/docs/ref/draw.html
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4.5 Frames kot Framerate

O1 o mapatnpnTikoi ano oag Oa eidate ot 10 Keipevo “Hello World!” tuneveton ouvéxela péoa oto Bpdyxo while! Eivan anapaitnto auto;
TTooeg popég 1o SevtepOAenTo oupfaiver; Tt Ba yivel v HETAKIVI|OOVIE TIG EVTOAEG ELPAVIONG £E0 O TO BPOXO KOL XQTIOOVHE GE QVTOV HOVO
NV eNegePyaoia Twv oLPPAVI®Y;

KdBe popd mov ektedeiton o fpdyog, T0 IPOYPAHHX HOG EP@aVICel TO pvOpa oy 006vn. BE€Bana 1o pivupa pHog eivat oTatiko Kot dev BAEmovpe
KO oAAayn. Ze éva monyvidt Opwg kaBe extéAeon tov Bpdyou mepiéxel KAmola aAAayrn — Kamowx Kiviion — kot dSnpovpyet éva kapé (frame)
TOL TaKVISo0. 000 o TOAAGX Kapé apAyovTal o €va SEVTEPOAENTO, TOOO O OPOAT| €ival 1) Kiviion Tov mayvidiov. Tumkd xpelaldpaote
50 Kap€ To devTePOAENTO Yyl va €xovpe TéAeLa Kivinon. Eival auto mov ovopdlovpe framerate ko yio To omoio yivetat mavta 1d6oog AOyog o€
0ooug maifouv moyvidia first person shooters (ko £06£00VV AVTIGTOLXX EKATOVIASEG EVPA YIX KAPTEG YPAPIKDV).

Tn dedopévn oTypn 1o “monyvidl” HoG TPEXEL e TOOO KOPE TO GEVTEPOAENTO OON AVIEXEL O LMTOAOYLOTHG Hag! MmopoLje OP®G OTO pygame
TO00 VO HETPT|O0LE TO framerate OV EMTUYXAVEL TO PNXGVNHA HoG (To omoio eivon amapaitnto Onwg Ba Seite) 6oo Ko va To ePLOPiCOVE O
€V CUYKEKPLHEVO aplBpo av BEAovye.

Kot yia v amavtiiom Kot 0Tto GAAO EpATNHA 00, 0TO GLUYKEKPIHEVO TIPOYPAH M TIPAYHATL Bal HTTOPOVCATE VO HETAKIVIOETE TIG EVIOAES YA TO
Kelpevo €€m amo to fpoyxo. AAAG elvan k&t ov Sev Ba deite oe mayvidia!

4.6 Bouncing Ball - EmtéAovg I'pagika ko Kivnon!

INa va dovpe emrédovg kou Atyn kivion! To mpoypappa mov oag mapovaoidlovpe 6o gival To yvwotd bouncing ball:

#
# Bouncing ball
#

import pygame
from pygame.locals import *
from sys import exit
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Frame
Frame rate

)

- - %‘
P IION W,
POWEREA

Ewova 4.3: M eikova a&iel 600 xilieg Aééeis. TTwg Aettovpyet To buffering, oxnpotika. H 080vn oxedidileton otny evOiQpean Pvhpn Ko e
1o update petagépeton anevBeiag otn pvipn 08ovng.
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s def getQuit():
9 for event in pygame.event.get():

10 if event.type == QUIT:
1 return True
12 return False

u def main():

5 pygame.init()

16 ballimage = ’soccer-ball.png’

1 X,y = 100.0,100.0

18 xspeed, yspeed = 50,50

19 windowsize = (640,480)

2 surfacecolor = (50,80,250)

2 screen = pygame.display.set_mode(windowsize, DOUBLEBUF)
2 ball = pygame.image.load(ballimage)
3 ballwidth = ball.get_width()

2 ballheight = ball.get_height()

2 clock = pygame.time.Clock()

26

% # Uncomment the framerate line and change

2 # time = clock.tick() in main loop to

2 # time = clock.tick(framerate)

20 # to limit the animation to a specific framerate
31

2 #framerate = 30

33

3 textfont = pygame.font.SysFont(”Arial”, 24)
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#
# Main loop
#

endprogram = False

while not endprogram:
screen.fill(surfacecolor)
screen.blit(ball, (x, y))
time = clock.tick()
thetext = textfont.render(str(1000/time), True,
screen.blit(thetext, (0,0))
time = time / 1000.0
distance_x = time * xspeed
distance_y = time * yspeed
X = X + distance_x
y =y + distance_y

if (x > (640.0-ballwidth) or x<=0.0):
xspeed = -xspeed

if (y > (480.0-ballheight) or y<=0.0):
yspeed = -yspeed

pygame.display.update()

endprogram = getQuit()

pygame.quit()
exit()

n

if __name_ == " main_":
main()

(255,0,0), (255,255,0))
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EOUMCING EARLL DEMO EY TISOFT

g‘ pygame window &

Ewéva 4.4: To moAto ko to KavoLplo: Mia eikova Tov mpetotunov bouncing ball, 6nwg to éypaga 1o 1985 otov TI-99/4A. Eivon epoavag. ..
retro, aAA& QUOIKA €xel TAGKa! Tnv emoyxn exeivn n kivion dev ywvotav e kapé (6mov ouvvnBwg avaoyedialovpe 6AN v 080vn) aAAd e sprites
1 KLy on XapOoKTp®V, OTI0L OMAX HETAKIVOVLE TO AVTIKEIHEVO 0TI VEX TOL BEom Kot TO o1voupe amo TNy aAld. Aev Ba tav dAAwaote Suvatov
Yl EVa UMYV IO TNG EMOXTG VO avaoxeSiadel pia oAokAnpn 086vn 50-60 @opég to devtepdAento. Kot ovte Adyog yia... double buffering!
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INa va §ovpe pepikd eviiapépovia onpeia:

X,y = 100.0,100.0
xspeed, yspeed = 50,50

Apywn Béon ¢ pdAag Kot apyKn TaxLTNTa 0Toug SV0 GEOVEG.

ballimage = ’soccer-ball.png’
ball = pygame.image.load(ballimage)

doptwon g HndAag ano to apyeio soccer -ball. png. Anpovpyeiton pla emeavela (surface) mov avatibeton ot petafinty ball.

ballwidth = ball.get_width()
ballheight = ball.get_height()

MTMopoVE Vo pOTHCOLHE Eva avTIKEIPEVO TUTOL surface va pag mel Tig Staotdoelg tov! Tpokerton ya tig pebodovg get_width() ko
get_height().

clock = pygame.time.Clock()

To mapandve Snpovpyel éva avtikeipevo tomov clock. Méoa oto Bpoxo LTGPXEL I EVTIOAN:

time = clock.tick()

X petafAnt time Ba Ppeite o€ YIMOOTA SEVLTEPOAENTOL TO XPOVO TIOL TIEPAGE ATO TIV TIPOTYOVHEVT] POPH IOV EKTEAEGTNKE T| VTOAT]. Kabwg
ekTeAeiTon Pl popd o€ KaBe kOkAo tov while, pmopel va xpnoponowmn et yia tov voAoyopd tov framerate = 1000 / time.

IIpénel 1600 OTO Ypryopo, OG0 KAl OTO GPYO HNYAVNHA I HTGAQ va Kiveitan pe otabepny taxotnta — avedptnta and to framerate! I'a va 1o
EMTOXOVE TIPETIEL O HOVASA TOL XpOVOL (TO 1 sec) 1 andoTaoT oL KIVELTAL N PTGAN va eivan otaBepr]. Le éva ypriyopo Uny&vnpa 1 Kivnon
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Ewova 4.5: Tnv moAx kaAn(;) emoxn, 6ev vmrpyxe To
Internet yior v KatefB&oel Kaveig yv... PTGAa TG ape-
okeiag Tov oe étrolpo bitmap. Ta ypagikd oxeSialoviav
0710 x€pt (o€ apTi pe TeTpaywvakial) | o€ IpoypappaTa
TIOL OTIG PEPEC pag Bax eporadav pe icon editors. Kot evvo-
elTon OTL KO QLT TA TTPOYPAH HOTA TX YPAQAHE HOVOL HOG!
Y1 eaTo, T0 Auto Sprite Definition, pia Sikr| pov ekdoxn
o€ éva avtioTtotyo mpoypappa g Texas Instruments mov
ETUTPEMEL TN OXeSINOT] KIVOOHEV@V YPAQIK®V (Sprites) yla
noyvidix. Amelpa pacman Kot SIdGTNHOTAOLAKI €XOVV
oxedlaotel og aLTO TO TIPOYPAppA!

AUTO SPRITE DEFIMITIOM dﬁ?

Q0= N e LA 2= 0 o G B D

LITIM IO
Mo
TTMmmo
=
T
mmoaTT
— TG
CTT
—AT T~y
OommTT
Mo
ComTT

R=RUIT
EHMHTEFR
COMFIRMS
O=CLEARR
1=FILL
AEROWS
MOYE

aommcT
Z T
—OToT
=TS

=
=
m

Ba eivon wpaia kKot opoAn. Xe éva apyo opmg Ba paivetal va kavel mnénuatakia! Qotooo, N npaypatikn taxvtnta Ba eivan idia. [Mwg yiveto

avtd; Av BupnBeite Alyo T QLOIKN Cag, yiax opaAn Kivion o Tomog eivat:

Amtéotoon = TaxuTnta * Xpovog

(No, TeAikd 1 @UOIKT Sev givatl HOVO ylo va ADveTe aoKNoelg. Eival Ko yia va ypaoete oy vidia, av Kot avtd pGAAov TapEAeav va 6OG TO
mouv ot KaBnyntég oag). Kot autd axkpiwg Kavoupe Kot epeic:

time = time / 1000.0

Metatpomnn Tov xpovov o€ SeLTEPOAETTAL.

distance_x
distance_y

time * xspeed
time * yspeed

YnoAoylopdg g anmdotaong mov Kvnonke n pndAa otoug S00 GEove.
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Ewova 4.6: Ot ovvtetaypéveg Eekvave and to (0,0) oty mave opt-
0TepN Yovia g 00dvng kot av&avovtan mpog ta §e§1& Kot TpOg Ta KAT®.
Ye éva mapaBupo peyéboug 640X480, pia pnaAa otn péon Ba Bpioko-
viav 0TI ouvtetaypéveg (320,240).

POWEREd

X + distance_x
y + distance_y

< X
Il

YnoAoylopdg g veag Beong g HMAANG.

Kot guokd avtidapfaveote 6t ta 1T mov akoAovBovv avadapfavouy va avTioTpEPoLY TNV TAXOTNTH TNG HTIGANG OTAV XTUTINOEL 0€ KATOL0
Toiywpa (6nA. o border Tov mapabvpov!)

To evSia@épov eivan 0Tt To “tayvidl” pog Tonavel to framerate gty 006V, He TNV EVIOAN:

thetext = textfont.render(str(1000/time), True, (255,0,0), (255,255,0))
screen.blit(thetext, (0,0))
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Ooo o ypryopog eival 0 LIOAOYLOTIG COG Kol T KAPTA YPAPIK®OV 00G, TO00 HEYOAVTEPOG 0 aplBog mov Ba deite. Mnopolpe OpWG va Tov
neplopicovpe. BydAte 10 oxOA0 amo TN ypappn:

framerate = 30

Ko aAAGETe péoa oto Bpoxo v evioAn tick wote va Seiyvel:

time = clock.tick(framerate)

H ypappn time topa Ba mpokaiel 6on kabBuotépnon XpeIG{eTal OOTE TO TIPOYPAMHX GG VO EKTEAEITAL HE TO OLYKEKPIUEVO framerate! Ao-
KIPAoTE pe Stx@opeTikoLg aplBpovg yia va deite to amotéAeopa. ITave amno 60 kapé to deutepoAento iowg va pUn PAénete aioBntm Stagopa.
AMN\G o€ yapnAa framerates Ba fAénete kKakr) moldTnTH Kiviong. H tayxdtnta Opwg g prdAag Ba eivan ida.

Zav Goknon, SOKIHAOTE TO TIPOYPAHHN HE SLPOPETIKEG TaXLTNTEG PAANG Ko framerates. Metatpete T0 ®OTE Vo KIvOOVTOL SO HTAAEG avTi
yw pia! (Hint: propeite va kavete blit to 1610 surface og dVo Sragopetikeg Béaelg) Otav o1 600 PnaAeg ocuvavTiovvTal oTnV 080V, Kamowa
TEPVAEL TGV aTtod TNV GAAN. ITowx ko yiati; Mmnopeite va 1o Bpeite;

Z0¢ aQpnNVe TOPA VO TIHIEETE KOl 0OG TTPOKOA® VA YPAYETE Ta SIK& 00¢ A& TIPOYPAUHATAKIX animation pe B&on auta mov eidate peXpL
TOPOQ.

Oa Bpeite Ta mpoypdppata avtng g evotntag oto [apaptnua: Hello Pygame oeA. 168, Colorbars oeA. 170, Bouncing Ball oeA. 171.

4.7 TaBAénw AutAa! Avo Bouncing Balls

IMw¢ Ba petatpéPete to bouncing ball wote va €xel Svo pndieg; EAmidoupe va pn oag gaivetal SOo0KoAo. Ag §o0pe pix amAoikr Avor. Katw
QTO TNV YPOHD:

xspeed, yspeed = 50.0 , 50.0
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npooBéote:

Xx2,y2 = 50.0, 50.0
xspeed2, yspeed2= 30, 30

Bddlovpe Alyo Stapopetikn taxdTnTo yioe va KatoAafaivoupe mowar pmaAa eivat n mpatn Kat mowa i devtepn. Emiong Eekvape kot and GAAn
apyikn Béon. Aivoupe Tpa 6A0 Tov KOp1o BpOX0 TOL TTPOYPAUHATOS (APAIPECALE TX APYIKA OXOALX Y1 GLVTOHIX):

endprogram = False
while not endprogram:

screen.fill(surfacecolor)

screen.blit(ball, (x, y))

screen.blit(ball, (x2,y2))

time = clock.tick()

thetext = textfont.render(str(1000/time), True, (255,0,0), (255,255,0))

screen.blit(thetext, (0,0))

time = time / 1000.0

distance_x = time * xspeed

distance_y = time * yspeed

distance_x2 = time * xspeed2

distance_y2 = time * yspeed2

X = X + distance_x

y =y + distance_y

X2 = x2 + distance_x2

y2 = y2 + distance_y2

if (x > (640.0-ballwidth) or x<=0.0):
xspeed = -xspeed

if (y > (480.0-ballheight) or y<=0.0):
yspeed = -yspeed
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if (x2 > (640.0-ballwidth) or x2<=0.0):
xspeed2 = -xspeed2

if (y2 > (480.0-ballheight) or y2<=0.0):
yspeed2 = -yspeed2

pygame.display.update()
endprogram = getQuit()

pygame.quit()
exit()

Eivon ebkoAo, aAAa eivon ko kakoypappévo! Tati, av 1o va BdAovpe pepIKEG aKOpA HETABANTEG yix va QTIGEOVHE piax Se0TEPT PTAAX €ivat
amAod, T Ba Aéyate av oG eAeya va o @TIaEETE yix 20 pradeg; 1y 100 priddeg; Oa mpenel olyovpa va aAAdéete 1pomo okeymng! Kot puokd
0 OVTIKELHEVOOTPAPNG TIPOYPAHHATIOHAG (oL B S0OpE 0TO EMOpEVO KeEPAAao) Ba poag Bonbnoet.

A, xo Topa @uotkd mov Ba To TpEete, Ba deite Kot Mol PGAa EpVAEL TGV QIO TNV GAAT. Kot 1o amotéAeopa eivon anmoAvta Aoyiko.

KoateBdote ta mpoypdappata autov tov kegaAaiov: Hello Pygame: http://www. freebsdworld.gr/files/hello-pygame.zip,
Colorbars: http://www.freebsdworld.gr/files/colorbars.zip,BouncingBall: http://www.freebsdworld.gr/files/
bouncing.zip


http://www.freebsdworld.gr/files/hello-pygame.zip
http://www.freebsdworld.gr/files/colorbars.zip
http://www.freebsdworld.gr/files/bouncing.zip
http://www.freebsdworld.gr/files/bouncing.zip

Ke@aAaio 5

Elcaymyn otov Avukeipevootpagr IIpoypappatiopo

5.1 Ewayoyn

EAnidovpe va pn (aMotkate (TOAD) HE TIG TOOEG VEEG €VVOLEG OTO TIPOTYOLHEVO KE@PAAaio! Avtikeipeva, oupfavia, BifAodnkn pygame,
peBodot, pexprkat... Lotk Avkeiov eiyape! AAG puokd pmpog ota. .. graphics Tt elvat 0 movog. Xiyovpa eiote SrateBeipevol va kovpaoteite
Atlyo akOpo — eEGANOL TANCIALEL T] OGP YA TO TIPAOTO HOG TPAYHATIKO YPa@IKO Tty vidt. Kot puoika, dev xpeldeTon va oG TO TIELTE: TO EEPOVE
ot elote NoN ebiopévor pe v python, To MpoypappATIOHO, TO pygame Kol OAa Ta GAAX IOV 10w¢ dev MoAvKataAafBaivete akOpa. AAAG Sev
nelpddel: to EevoyTt eivan pépog g payeiag! TTape Aowmdv va eEpELVIGOVE TOV AVTIKELLEVOTTPUPT] TIPOYPAUHATIGHO.

5.2 Avukepevootpagng IIpoypappatiopog ya... Ipotapndeg

'H for Dummies B Aéyape av kpatovoape Tov AyyAKo TitAo g Snpo@iAovg oepdg PiAiov BEBoia o1 avayvooteg pog 6ev eival dummies —
K&Be GAAo pdAiota. Dummies eivat 6001 XprO1HOTIOI00V HOVO ETOHATEIOIKA TTpAyHaTa!

Eivon oxetik& 600K0AO va TAPETE 1A IKAVOTIOUTIKT QIAVTNGOT 0NV €pATNoT “Tt elvan avTiKEHEVOOTPAPT|G TIPOYPAHHATIOHOC”. Eivon pdAAov
TO €VKOAO V& TO 8€1 KAVEIG OTK TPOYPAHHATA P& Vo TpooTiabel pe éva Bewpnmikd oplopo. 0TOC0 01 TEPIOGOTEPOL CUHPWVOVHE OTA
TOPAKAT®:
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Avuiketpevo: Eival pia cuAAoyr amo Sedopéva — Pmopeite va ta TIEITE YapakTnploTika (attributes), 1610tnteg (properties) — pe v 16101Te-
POTNTQ OTL €XEL TIG S1KEG TOL CLVAPTNOELS (HEBOSOVG) Yy var Tar XelpileTat.

INa va dnpiovpynoovpie Sikd pog aviikeipeva (ov va epExouy ta dedopéva Kat Tig peBdS0vg TG eMAOYNG HOG) YPAPOLHE Hix KAGon. Le
aLTN TEPLYpA@OLHE Tar dedopeva Ttov Ba iepLExeL T avTiKeipevo poag kaBmg kat Tig peBodoug mov ta xepilovtat. Otav dnpiovpynocovpe
EVO AVTIKEIPEVO TIOL AVIKEL OTNV KAKOT] LG, autopata Ba Stabétel Ta XapaKTnploTiKa Kat Tig peBdSovg Tov opioaje.

Aev givatl Op®g HOVO auTO. XT0 KAT® — KATK B propovoate va oKe@Teite 0TL Hev aAAGlel KATL W8xitepa: AVTi var €(0OVHE CUVPTIOELG
KoL va TouG Sivoupe ta edopéva pag, Ta idia Ta dedopéva pag €xouv TG S1KEG Toug ouvapTtnoels. E kot Aomov; O avTiKEHEVOOTTPAPTG
TIPOYPOAHHATIOHOG EXEL AKOHX TPELG PAOIKEG EVVOLEG:

IToAvpopoia (polymorphism): ®avtaoteite §00 avtikeipeva amnd Sia@opeTikeég KAGOELS va StabBétouy pia péBodo pe to 1610 ovopa. Avahoya
HE TO KVTIKEIEVO TIOV XpTOHOTIOLEITAN ATV YiveTal I) KANoT, KaAeiton kdBe @opd n cwotn pebodog!

EvBuAdakwon (encapsulation): AA0 Tipaypa va ypAYELS TG SOVAEVEL EVA AVTIKEIPEVO (GTO KOPWPGTL IOV TIEPLYPAPETAL ) KAKGOT]) KOl GAAO V&
TO XPTO1HOTIOLELG HETK YIX TO KAVOVIKO GOV TIPOYPAHHA. XTI XPr|0T), 6&V HOG EVEIAQEPEL TAEOV TTWG AEITOVPYEL ECWTEPIKA TO AVTIKEIHEVO,
apKel va Kavel auto mov BéAovpe. H evBuddkmon KpOBel TNV e0WTEPIKT] TOAVTAOKOTITA TOU AVTIKEHEVOL OTAV TTAEOV Sev XpeldleTal va
Vv BAénovpe. Zke@teite 10 Kol wg €€NG: Aev E€pete TG Aettovpyel ecwtepKa N emeaveln (surface) tov pygame. Mnopeite Opmg va
XPT|O1LOTIOOETE YT TO HOVO TIOL XPELAe0TE Vo EEPETE elvat 01 AelTovupyieg TOL oaG TAPEXOLY ot HEBodot.

KAnpovopkotnta (inheritance): Me auTiv TV KXTATTANKTIKT SUVOTOTNTA UTOPEITE VA& EEKIVIOETE STIUIOVPYDVTOG LK YEVIKT KAAOT] avTi-
KEHEVAOV KL OTIO QUTH VO TIAPAYETE TIO £EEISIKEVHEVEG KAATELG [IE TIPOCOETA XAPAKTNPLOTIKK TIOL VX KANPOVOLOUY OH®G KOl TA XXPO-
KTNPLOTIKG Kot TG HeBAS0LE TG YOVIKIG TOUG KAGOTG.

E181kd& 1 KANPOVOUIKOTNTA 0€ GUVSVOCGHO [E TNV TOAVHOPPIA HOG EMTPENMOVY VA KAVOUHE 101XITEPA KAAX KOATIA. OpmG avTi v oog Tor AP
Bewpnuka, Ba oog ta Seiouvpe pe napadeiypota. Oxt tinota GAAo SnAadT, aAAG Kamotlot and eadig avap@ifoAa pEVETE Ot. .. YNIAOVUG 0pOPOLG KL
dev pmopovpe va ouveyioovpe GAAo T Bewpia. Kot mpaypatikd, v KATTIOL HOG XXOATE HE To THPATIAvVR PNV aviouyeite: 6Aa Ba SekabBapioovv
oTnV mopeia.

5.3 Ogogywd... o Hpépa!

davtaoTteite OTL €l0TE 0... 020G Ko TPOKELITH VO STjH10VPYNOETE T (Wi Tévw otn I'n. Ze python BéRoa! ‘Exete 116n aoyoAndei e puTa Ko GAAX
TETOWQ. .. PAPETA, KOl EXETE PTACEL OTH ONANOTIKA. ZKEQPTEGTE AOUTOV VA QTIAEETE P KAGOT] ONAQOTIK®V Kal omd QU] Vo TApAyeTe OTL GAAO
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xpelaleote (yateg, okOAovg, avBpwmoug and so on). IIpo@avag éva avTIKEIHEVO IOV KVIKEL GE L0 TETOLX KAXOT] EXEL SIAPOPA XAPAKTNPLOTIKK
(attributes) kon Aertovpyieg (HeBAS0LE) aAAG yia To TTapddetypa pog Bo emkevipwBoLpe o€ €va: TV opAia.

OAa ta OnAaoTika €xouv Kamolo €160¢ wvng: ot okvAot yafyidouv (bark), ot yateg vicovpilouv (meow), € Kot o1 GvOp@OTOL. .. HEPIKEG POPEG
KOADTEPX VO HaoGve apd va piAave. KabBag pavtaleote, oav Bedg Ba mpémel va ptiaéete pia pébodo speak mov otav tnv KoAgite va KAvel

TO 0WOTO, AVAAOYX HE TO {WO. XTO KAT® KAT® 6€V LIIGPXOLY OKVAOL TTIOL V& Vicovpidouy Kat yateg mou va yafyilovv!

EeKIVATE SNHU0LPYDOVTOG Hlo KAGOT| IOV TIEPLYPAQPEL TX BNAXOTIKG yeVIKA:

class mammal:
def speak(self):
print “Mpla mpla!”

H Snpovpyia piag kAaong ekvdel pe v evioAn class. INa va ypayoupe pio pEBodo mov aviKeL 0Ty KAGGT], TNV YPAPOLE OG GLVAPTNON
(ue v def mov &Epovpe NON) péoa oty kKAGon. To self mov BAénete onpaivel OTL TO TPOTO OPLOUA TNG GCLVAPTNOTG EIVAL EVO AVTIKEIHEVO
™G 1610 TG KAGoNG ov opilovye.

Mropeite TOpa v SU0VPYHOETE €va {0 NG YEVIKNG Katnyopiag mammal kot va to BdAete va piAnoet. Otav SnUoupyolE EVO AVTIKEIHEVO
TIOV AVIKEL O€ Pla KAGOT A€pe OTL €xoupie QTIASEL €va instance aLTAG TG KAGONG:

animal = mammal()
animal.speak()

To omoio BéPona B oag TuMwoEt:
Mpla mpla!

BéBona epeig dev E€poupie Kavéva (@O VO EXEL YO @@V TO MTTAX UTTAQ, OTIOTE Bt TGOV HE TOPQ TNV 181K KAGOT] YATOG KOt GKOAOU, 1| OTIoix
TIPOEpYETL QMo T mammal:
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class cat(mammal):
def speak(self):
print “Meow!”
class dog(mammal):
def speak(self):
print “Bark!”
# Anuitovpyila ydtag!
thecat = cat()
# Anutoupyia okUAou!
thedog = dog()

# OutAtia!l

thecat.speak()
thedog.speak()

dudéape pa kAdon cat ko pia dog mov poépyovtat and T mammal (to SnAGoapE aUTO YPAPOVTAG TO OVOUX TG YOVIKIG KAKONG HECT
otV napévBean) aAAd kaBepia and avtég vAomnotel Eavda tn péBodo speak. Etol pla ydta o6tav kahoOpe ) péBodo speak Sev Aéel pmia
HTIAQ, 0AAG meow Kot évag okVAog bark! Topa eipon atyovpog 011 av o yeitovag cag €xel okOAO oL yafyilel kdBe Bpadv, EEpete mowx elvon N
Aoon: Na tou ypayete pia pébodo shutup ko va v kaAéoete!

ZuvrBwg divoupe ovopaTa 0TI YATEG KL TOLG OKVAOUG HOG, OTIOTE oav Bedg Tov eiote BEAeTE va TO IpoAEPETE UTO 0TV KAGOT oag. Kavéva
TpOPANpA. Movo mov Sev XpeldleTal va T0 YPAYETE XWPLOTA Yot TO OKDAO KOl TN yata. BaAte 1o amAmg oty kAdon mammal kou Ba to
KAT|pOVOUT|00ULV:
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class mammal:
def speak(self):
print “Mpla mpla!”
def setName(self, name):
self.name = name
def getName(self):
return self.name

AoKpdoTte IPOOBETOVTAG TIC TAPAKATK YPAHHEG OTO KUPLO TIPOYPAHHA:

thecat.setName(”Catia”)
thedog.setName(”Lassie”)
print thecat.getName()
print thedog.getName()

MmnopooOpe emiong va €xovpe amevBeiog mpoofaon ota dedopéva TG KAGONG, X®PIG Vo XprOTHOTOCOVHE TIG cuvapTtroelg getName ko
setName nov pTiaéaye:

print thedog.name
thecat.name="Susan”
print thecat.name

L& MOAAEG TTEPUTTAOTELG, OTAV STHI0VPYOVLE EVa XVTIKEIEVO BEAOLIE VO €xeEl amO TNV apyT) Kamola dedopéva i) 1810tnte. [Na mapadetypa, cav
Bed¢ amopaoioate OTL OAEG 01 yaTeG Ba yevviodvTal... Hopeg Kot OAa Toe InAaoTikd Ba €xouv téooepa modia! T'a va Swoete apyIkT Katdotaon
0€ €V AVTIKEIPEVO KATA TN Snpovpyia Tov, XpeGleaTe P €101KT GLVAPTNOT) TTOL OVOUALeTAL constructor. T To TapaSelyIa poG:
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class mammal(object):

def _ init_ (self):
self.legs=4

def speak(self):
print “Mpla mpla!”

def setName(self, name):
self.name = name

def getName(self):
return self.name

class cat(mammal):
def _ init_ (self):

super(cat,self).__init_ ()

self.color="black”
def speak(self):
print “Meow!”

thecat = cat()
print thecat.color
print thecat.legs

IIpooé&te ) ovvaptnon __init__ omv kAdon mammal: Opiel 6Tt 6Aa ta ONACOTIKG €xovv... Téooepa modla. (Bedg elote 6L BéAeTe
Kavete.) AvtioTtolya, o constructor yio TG yateg opilet 0Tt 10 xpaopa toug Ba givan povpo.

Me pio TpooEeKTIKOTEPT paTid, Ba Seite 611 To class mammal gaiveton va mpoépyeton A€oV amo v yevikotepn KAdom object. Autd 1o xpela-
(OPOOTE Y10 VO AELITOVPYNOEL I] CLVAPTNON SUPET OTOV constructor Tng yatag — Kot B SO0HE TOPA TL KAVEL QUTH).

Ortav dnpovpyeite i yata, kaAgiton o constructor otnyv kAdomn . IIpooégte 0T dev KaAgiton o constructor Tov mammal, dxt avtdpata
SnAadn. Xe kdmoieg YAwooeg, 0tav SNUI0VPYOVHE Eva OVTIKEIHEVO H10G LTTOKAGONG (Subclass), KaAeital TPAOTA AVTOUATA O COnstructor Tng
YoVIKTiG kAdaong (superclass). tnv python avto dev ovpfaivel. Oa mpémnet av BEAoLE va KAAEGOL|IE TOV constructor Tng mammal va to K&voupe

péoa amd Tov constructor Tng cat. @ PmopovoE va yivel wg eENe:
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mammal._ init_ (self)

AMG& 0 véog Zwotog Tpdmog™ eivar:

super(cat,self).__init_ ()

Me v SUper ovolaoTIKA Aépe va xprnotgonowm el n kAdon and v omoia poépyeton 1) cat (6nA. n mammal).

5.4 'Eva AvuKelpevootpageg... Bouncing Ball

ZT0 TTPONYOVHEVO KEQAANLO, 00G SOTAE EVO HAAAOV KOKOYPOHHEVO KOHHATL KOSIKA TO TO omoio vAomotovoe éva bouncing ball pe §o prdieg.
Onwg Slamotooate Sev eiye ONUAVTIKEG SIAQOPEC HIE TO TPWTOTLTIO. ATl amAd, yiox 00 PTIGAEG XpeLGleoTE:

+ To 1610 ypa@iko 0o popég. EVKoAO, TO €xoupie 11éN.
* AwmAgg petafAnteg mou Setyvouv: Béon pndAag, andotaomn mov Stavdbnke, TaxLTnta ot kabe Géova.
Av npocééete ooy to listing Ba SramotaoeTe OTL 01 HETAPANTEG yiax TN Hio PTEAQ. .. KA@VOTIOLOUVTAL i Th Se0TEpN:
- O¢on MPOTNG PMAAXG: PETAPANTEG X KO Y. BEan SebTepng HTAAAG: X2 Kol Y2
- Tayomnta npeg pndAag: Xspeed kot yspeed, devtepng pndAag Xxspeed2 ko yspeed2
- Amnootaon mov Sikvuoe N mpoTn pndAa: distance_ X kon distance_y, dedtepn pndAa distance_x2 kv distance_y?2

Av Ko pmopel apyikd va oG @AVIKE IKAVOTIOINTIKN 1 AVOT, olyoupa KOAAoOTE OTav 00G (NTNOAE VO TO QTIAEETE YIX TPELG, TEVTE, OEKA
HTIAAEG. Oy 61 Sev yiveton va ouveyioete va ipooBetete HeTABANTEG, 0AAG glval TPOPAVEG OTL 1) AVOT| aLTH Sev elvat 0VTE KOUYT| OUTE YEVIKT.
Tt B popovoate va OKeQPTELTE;

"Exete kataAaBel olyovpa 6TL Otav €oupie dedopeva i810v TUTIOL, TOL BEAOVE VA Ta XEWPLOTOVHE PHadKE pe Tov 1810 TpoTo, oAeel avti va Ta
amofnKeVOOLE OE ATAEG HETAPANTEG VO XPT|OHOTIO|COVHE KATIOLX SOLT] IOV HOG TIHPEXEL T) YADOON TIPOYPAHHATIOHOV HOAG Y1 OUTO TO OKOTIO.
INa apdderypa, ot tapadooiokég yA\owooeg (0nwg  BASIC and v onoia dGAA®GTE TIpoépyeTan KAl To apXko pag bouncing ball) xpnoponolodv
mivakeg. Xtnv python onwg Ba éxete kKataAdPel faoikrn Soprn ylix avtd T0 OKOMO €ivat o1 AOTEG.
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O1 AMoTeg OTIWG KO Ol TIHVAKEG HOG EMTPEMOVY HAQKN enegepyacia Twv §edopévav KaBOG PG EMTPEMOLY Vo eKTEAEéTOL|E O K&Be oTolyeio
ToLGg TNV 181 Aettovpyia, Satpéyovtag T pe Kamowo Bpoyo. [pdypatt pia mbBavr) Avon Ba tav va SnpiovpyodoapE P AloTa IOV Vi TTePLEXEL
HEOX TIG TIHEG TV OTOLXEIWV:

[X, Yy, Xxspeed, yspeed]

Ene1dn paiota Ba xperalopaotay pio tétolx yiax Kabe pndda, Ba eixape moAAEG TéToleg AloTeg peoa o€ P GAAN (auTo Sev ivat KATL Kavouplo,
BupnOeite 10 €xovpe k&vel oto Adventure). I1.y.:

balls = [ [100.0, 100.0, 50.0,50.0],
[50.0, 50.0, 30.0, 30.0], ...]

[Ipdypatt €101 10 TIPOYpappa pag Ba yivovtav apécwng ToAD KaADTEPO: AVTi V& YPAPOLE GUVEXELNX TIG 181EG EVTOAEG e GAAX OVOHOTO PETO-
BAntwv, Ba eixape éva Bpoxo For mov Ba Siétpexe ) Alota, Ko o ekTeEAOVOE TIG EVIOAEG 08 KGBE aToLElo XwploTd. M Xapd.

M xap@, povo mov Sev eipaote ota 80s! Einape va epnmvevotodpe and ta mpoypdppata tov TI-99/4A, oyt va ta Eavaypapovpe otn BASIC
™G emoxng! O KOOoHOG pHag Puvalel aneyvoopéva 0Tt BEAeL va yivel object oriented!

Tt eivon pa pdda oav avtikeipevo; Aeite:

import pygame

from pygame.locals import *
import random

from sys import exit
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O | pygame window

Ewova 5.1: To avtuikelpevootpapég Bouncing Ball dev €xet
Kaveva TpoBANpa oto mooeg pmaieg Ba Sei&et! (amo v GAAN
lowg €xel mpOBANpa To cap&BaAo TOL XPTOIHOTOLEITE Y1X
vroAoyloTr. Xppp...) MdAwota to pévo mov xperdleton givan
v aAAaéete eva aplBpo otov kwdika. Ioto;

class Ball:
def __init__ (self, theImage, x,y, xspeed, yspeed):

self.
self.
self.
self.
self.
self.

ballimage = theImage

X = X
y =Yy

xspeed = xspeed
yspeed = yspeed

shape = pygame.image.load(theImage)

def Show(self,surface):
surface.blit(self.shape, (self.x, self.y))
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def GetWidth(self):
return self.shape.get_width()

def GetHeight(self):
return self.shape.get_height()

def Move(self, time):
distance_x = time * self.xspeed
distance_y = time * self.yspeed
self.x = self.x + distance_x
self.y = self.y + distance_y

def IsOutofX(self,xmin,xmax):
if (self.x >= (xmax - self.GetWidth()) or self.x <= xmin):
return True
else:
return False

def IsOutofY(self,ymin,ymax):
if (self.y >= (ymax - self.GetHeight()) or self.y <= ymin):
return True
else:
return False

Mn owvalete! Eival amAobotato: H pmdAa yio Tov €00TO TG KPATAEL TIG TANPOQOpieg TIov einape mpv: @fon (X ko Y), taxvtnta (Xxspeed
kot yspeed) ko v ewova (hint: 0x1 povo pnopeite va gtidéete moAAanAa bouncing balls, aAA& kGBe pmaAa va €xel kan Sk TG Hopon).
Agite Alyo tov constructor, Tn ouvapTnon SNHIOLPYIAG EVOG AVTIKELHEVOL TUTIOL HITOAXG:

def __init__ (self, theImage, x,y, xspeed, yspeed):
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O OULYKEKPIEVOG CONSLIUCtor MaPVEL KOl KATIOLEG OPYIKEG TIHEG Ol oToieg amodidovtal amevbeiag oTig HETABANTEG 110THTWV TNG HTAAXG HOG.
TumKg, yix va Snpiovpyroovpe P HTGAX 0TO KOPLO TIPOYPAHHA HOG, B yp&yovpe KATL 00V TO MOPAKAT:

MyBall = Ball(”soccer.png”,100.0,100.0,50.0,50.0)

duowda evvoeite 0Tt avti yia anevbeiag (literal) Tipég, B propovoape €6 va €xovpe peTafANTEG. AAAG yior var SOUHE TL AAAEG GLVAPTIOELG
TIEPLEXEL N KAGOT HOG — e Alyar Aoyl Tt E€pet va KAvel 1 PTdAa oG oo povn e:

def Show(self,surface):

Na Seiéel Tov eautd G o€ P emeaveln mov B g dwoovpie (pe T pébodo blit puok)

def Getwidth(self):
def GetHeight(self):

Na pag met 1o péyebog g (mAdtog ko Bog) o pixels ypnoponowoviag 1o get_width ko get_height tov pygame.

def Move(self,time):

Na xwvn0ei. TToAV Aoyikd: yvwpilel T000 TNV TaXLTNTA TNG — ONKG TN SOCAE GTOV CONSLIuctor — 000 Kol TIG TIPONYOVHEVEG OUVTETAYHEVEG
™G. OndTe TO POVO IOV XPELRLETAL Y1 TOV VTTOAOYIOHO €ival Kol 0 XpOVOG TIOV TIEPVAE WG TTAPAHETPO KO TO KUPLO TIPOYPAHHAL.

def IsOutofX(self, xmin, xmax):
def IsOutofY(self, ymin, ymax):

Na eAéyéel av €xet Byel ektdg opiwv G 000vNng, o€ onolodnmote amod toug dVo a&oveg. To povo E§Tpa ToL XpeladeTan ival GLOKA Ta 161 Ta
Op1a, T OTIOTL0 KOl TIGAL TO TIEPVAE WG TAPAUETPOVG,
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Amo ekel ko TEpa TO MPOYPAH A Elva TTOAD amA0. O SO TOCETE OTL XPNOHOTOIOVHE Pl AloTa TTOL amoBnKeveL. .. PAAeG. Xty KuploAedia,
N MOTQ aUTN TIEPLEXEL HECH AVTIKEIPEVA TUTIOV PTIAAXG, T OTIOIX TIPOCOETOLIE JIE TOV TPOTIO TTIOL PAIVETAL TAPAKATE:

balls=[]
for i in range(0,8):
balls.append(Ball(ballimage, X, Yy, xspeed, yspeed))

BAénete Béfona TV amAn ekdoxrn, yloti péoa oTo Bpoxo LIAPXOLY Kol EVIOAEG TTOL STJHIOLPYOLV Yix K&Be PmaAa véeg Tuxaieg Tipég BEong Kan
ToVOTNTAG. AEITE KOl TO LTTOAOUTO TIPOYPAPHAX KAl B TO KATaAGBeTE ApPETWG,.

def getQuit():
for event in pygame.event.get():
if event.type == QUIT:
return True
return False

def main():
pygame.init()
ballimage = ’soccer-ball.png’
balls=[]
for i in range(0,8):
X = random.randint(80,500)
y = random.randint(80,400)
xspeed = 0
while (xspeed >= -5 and xspeed <= 5):
xspeed = random.randint(-50,50)
yspeed = 0




19

20

21

22

23

24

25

26

27

28

29

30

31

32

33

34

35

36

37

38

39

41

42

43

44

45

46

5.4 'Eva Avukeyevootpageg. .. Bouncing Ball

81

while (yspeed >= -5 and yspeed <=5):
yspeed = random.randint(-50,50)
balls.append(Ball(ballimage, x,y, xspeed, yspeed))
windowsize = (640,480)
surfacecolor = (50,80,250)
screen = pygame.display.set_mode(windowsize, DOUBLEBUF)
clock = pygame.time.Clock()

# Uncomment the framerate line and change

# time = clock.tick() in main loop to

# time = clock.tick(framerate)

# to limit the animation to a specific framerate

#framerate = 30

textfont = pygame.font.SysFont(”Arial”, 24)
#

# Main loop

#

endprogram = False
while not endprogram:
screen.fill(surfacecolor)
for theball in balls:
theball.Show(screen)
time = clock.tick()

thetext = textfont.render(str(1000/time), True, (255,0,0), (255,255,0))

screen.blit(thetext, (0,0))
time = time / 1000.0
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Ewsaywyn otov Avtikeipevootpaon [poypappatiopo

for theball in balls:
theball.Move(time)
if theball.IsOutofX(0,640):

theball.xspeed = -theball.xspeed

if theball.IsOutofY(0,480):

theball.yspeed = -theball.yspeed

pygame.display.update()
endprogram = getQuit()

pygame.quit()
exit()

if __name__ == " main_":
main()

INa va avtiotpéPoupie TNV TaxOTNTA TNG HTAAAG OTav Byel EKTOG OpiwV, KAVOLHE KATL OOV TO TOPAKAT:

if theball.IsOutofX(0,640):

theball.xspeed = -theball.xspeed

Avtd pmopovpe va 10 KAvoupe, yuati ot petafAntég self g pmaiag eivon mpooPaoipeg Kat 6To KOHPLO MPOYPAHHA HOG HE TO OVOHN TOU
QVTIKEIHEVOL amd Pmpootd. AAAG Ba pmopovoate emiong v STHI0VPYNOETE GUVAPTIOELS TOL TUTIOV:

def GetXSpeed(self):
def GetYSpeed(self):
def SetXSpeed(self, xspeed):
def SetYSpeed(self, yspeed):

OéAete va 10 Sokipaoete; Aev Ba oag movpe oyt :) To TANpeG TPOYPARHA PUTTOPELTE Vo TO Bpeite eMiong 0TO MAPAPTNHA, GEA. 173.



Keoaloo 6

Graphics Match, to ITpoto pag I'pagiko ITayvidt

6.1 Ewayoyn

Ymopeivate moyvidix pe aplBpoig ko text adventures, avié€ate va pabete 100 otolyeia Kot evioAég ¢ python. Mdovo oto mponyolpevo
KEQPAAQO QAVNKE P10 LIKPT| axTida OTOG: 00G Sel&ape EMTEAOLG YPAPIKO TIPOYPAHHATIOHO Kot pygame! Xpeldotnke BéPona va pabete TOAAG
VEQ TIPAYHOTA — KL EATHI{OVE VO EXETE KATAVOTOEL TX TIEPLOTOTEPXK. AG GLVOYITOLE Alyo KAMowx faoKA:

- Ta monyvidiax o pygame eivon event driven, odnyoovton SnA. and cuppavia. Zuppav eivar otav meéoete 1o close. Zupfav eivar 6tav 10
TIPOYPOAH O OOG TIPETIEL VX AVTIATIOKPLOEL 0€ KATIO10 TANKTPO TIOV TIEGE O XPT|OTNG.

- To moyvidt amoteAeiton mavTa amd éva Paoiko PBpOxo TOL EKTEAEITH OLVEXELN PEXPL VA TO TEPHATIOOLHE. MEéon g€ auTO TO BpdYo
SNHI0VPYOVHE OPYIKK TO KAOE Kapé POG O HIX TIPOCMOPIVI] HVIHT KOl 0T GUVEXELX (L€ P10 HOVO EVTOAT) TO HETAPEPOVLE GTNV OPATH
006vn.

- TN« va yivel n peta@opd xpelalopaote TNV eVioAn pygame .display.update( ) Baowkég évvoleg otny Snpiovpyia Tou KEWWEVODL 1
TOV YPOOIK®OV péoa 0To tapaBupo pag eivon ) empavela (surface) kon i pébodog blit.

- Kd&Be @opd mov ekteleitanl o kOprog Bpoxog epgavidetar éva kKapé. 000 TOo ypryopa yiveTal 1 eEKTEAEOT] TOOX TEPLTGOTEPA KAPE TO
devtepdAento Ba Selyvoupe — eKTOG OV T TTEPLOPICOVE EHELC.

Y10 KepdAato 5 ouveldntonomoape 6Tt | python eivot aviikelpevootpaeng YAwooo Kot BoAevel yiax oy vidia.
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LXJ

O | Graphics Match 2012

Ewova 6.1: To maAid kot 1o kavovplo Graphics Match.
daiveton SexkabBapa 6T T ypa@ikd tov 1984 amoteAov-
VIOl omO XOPOKTPEG IOV €xovpe enavakabopioel. To
dAAo mov @aiveton EekabBapa givan Ott... xdvoupe! Ka-
A0Tepa va eMeVEVOETE 0€ YPAPPATIA TOL EAANVIKOU An-
pooiov mapa va mpoonabeite va kepdioete to Graphics
Match!

Graphics Match - 2012

Score: -30
Press ISPACEI to Play, ( to quit

H vnopovn oog emtéAovg B avtapelpBei: Ba pridéoupie 10 TPMOTO HAG KAVOVIKO Ypapikd mayvidt! Eva mpoypappa mov B cuvSuddlel ToAA&
amo ouT& mov pabape péxpl twpa. H vAonoinon Béfota eivan to teAevTaio pOVO KOPHATL TOU puzzle — 10 BaOIKO €ival va OKEPTOVE TOV
aAyopiBpo kot T SedopEva HOG.

6.2 Graphics Match — H Zoyypovn Exéoyn

To mpoypappa mov Ba prid§ovpe ovopdleton Graphics Match kou eivat n oOyxpovn ekdoxn tou poypdppatog yix TI-99/4A mov vndipyet amo 1o
1981! An6 ) 9atoypagia KataAafaivete 0T TpOKeLTON Yo €va Ao manyvidt slot machine pe ppovtaxiax (kon prdpeg, Kapmaveg KAT). MoAg
HaAloTa TO TpESETE B apyioete Vo ap@IBAAAETE yia TNV €vvola TV “Tuxepv” oy vidiov. MdAAov “atuxa” Ba émpemne va ta Aéve. Nat, akOpa
Kol oty python ekdoyr| Toug, xavel kaveig ouveyela!
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6.2.1 Iotopia ko Oewpla

To “taipracpa v ypaeikav” pwtoepgaviotnke oto BiAio User’s Reference Guide tov TI-99/4A kot iowg va givatl T0 TPAOTO T Vidt Tov
(avD)éypaa moté! Zav Aoyikr| dev eivat 1diaitepa SOGKOAO KAl GUVTOHX EQTIOEN APKETA TTLO TTOAVTTAOK X TTALY VIS HOVOG [1oVL. MoV €6wae OH®G

HEPIKEG KAAEG 16€e¢ Ka e S1da&e KAMOIX TPAYHATA IOV TIPEMEL VA ATOQEVY®.

Tnv enoxn tov npwtoTuTov Graphics Match dev vnmpye Internet yix va Katefaoel Kaveig e1KOVEG Kol ypa@ika. Enpemne 6Aa va ta Snpiovpyovpe
HOVOL HOG, OTO XEPL 1] HE KATO10 S1KO Hag ipoypappa. ['a va KataAdBete, ta ypagika opifoviav oav xapaktpes. Kabéva anod ta gpoutdkia
QMOTEAOVVTAV OTIO TECOEPIG XAPAKTIPEG O€ pia Prtpa 2X2. Eiyape n Suvatdtnta va aAAGOVLIE T HOPPT) T®V XOPAKTIP®V, KATL 0OV OT|HEPLV

oxedlaon ypapHaTOoEP®V OAAG 0€ TIOAD aTAT} HOPOT).

To monyvidt pog xpnotponotet €61 oVpPOAA GUVOAIKAL.

Ap1Bpog

Yopfoiro

0

NAepovt

Mrnépa

Kepaot

Kapmavaxt

Boatépovpo

U B W N =

To 7 (un pe poTRoeTe yiaTi)

[Tivakag 6.1: Ta ypa@ikd Tov oy vidion

To gameplay €xel wg e§ng: Me v ekkiviion tov Toyvidio, Tpia oVPPoAa evaAAdacovtal ypriyopa o€ pia ypappn. Ot evaAAayEG OTHHATAVE
peTd amo 50 @opég Kat avaAoya pe Ta oVPPBOAA TTOL @aivovTtal OTn YPAPHT voAoyiletat éva score. O TPOMOG LITOAOYIOHOV €ival 0 TTAPX-

KOATW:

- Tpia opowa oVpPoAa oe pa ypappr — Jackpot! Kepédiete 75 fabpovg.

- Ta 800 mpodTa cOPPoAx OpoLa: Av elvan Aepovia, pmapeg N kepaoia kepdilete 40 Babpovg, av eivon otidnmote dAAo 10 Babpovg.

- To np®To Ka 1o Tpito ovpPoAro opowa: kepdidete 10 Pabpovg.

- To mp®TO Kat To §ebTEPO OHOK 1) TIMOTAH OO0, XGveTe 10 fabBpovg.
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Ewova 6.2: To apyiko npoypappa Graphics Match, epgavi¢eton og TI BASIC oto User’s Reference Guide tov TI-99/4A 1o 1981. Eva ano ta
npeta otyvidia mov B Sokipale kaveig va ypdel oA ayopade auto Tov moAoyloTh. X0 listing paiveton kaBapd wg opilovian ol T€coepIg
XOPOKTNPEG OV amoteAoVy KaBe oOporo. Kot va, omwg BAénete To gimp twv 80s amoutel ) yvwon dekae&adikod cuotnpatog! Xuykpivete
TO HE TIG ETOLUEG EIKOVEG TIOV XPTOIHOTOOVHE OTO KO Pag TIpoypappa. Enpeiwon: Iupiote to BifAio oo A :)
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@Davtalopot pavIEPATE TOIX TIEPIMTTM®OT] EIVAL AVTH TIOV TUXAIVEL TTEPLGGOTEPO E... :)

Topa, oe avtiBeon pe to ap)ko mpoypappa tov 1981, dev yperaletar mAEov (ELTLX®G!) VA OXESIROOLIE EPEIC T AEPOVIA, TA KEPAOLN TO
KOPTavAKLa Kol OAa auTa T aoteia oOpBoAa yevika. Tati apkel va Bpolpe avtiotoyeg elkoveg oe KataAAnAo peyeBog and to Internet. Ko
dev E€pw av To €xeTe apatnpnoel, aAAd vrdpyxouy apketa “Internet ka{ivo” amd Ta omoia HTOPOVHE va TEPOLHE Ta ypagika! [ToTéYTe e, TO
HOVO TIpAYHO IOV Ba TdpeTe TIOTE MO ALTA TK Sites elval ALTA TA YPAPIKA. Av TIEPIHEVETE AePTH, COBNKATE.

To KOAG e TIG ETOHEG EIKOVEG EIvaL OTL €X0LV OAEG TO 1610 GTLA Ko pEYEBOg a@ol TPoopilovTal ylor TO CLUYKEKPLHEVO TIAY VIS — KOl QLTO HOG
BoAevel apdvtaota. No photoshopping (1)... gimping) required!

MoAg eppaviotel to score, o xpriotng meélel 1o SPACE av BéAel va Eavamai&el 1 To Q ywx va teppartioetl 1o monyvidt. To oy vidt uokd

TeppatideTon Kat av o xpnotng kAgioel to mapaBupo ano 1o close. Egxaoa va 00 e OTL apXIKa Eekvarte pe pndév fabpotg kot eivan ToAD
mBavo dtav 1o Papebeite va @uyete pe... -1000. Av maiete mOAD wpa pmopel va xpelaoteite ko ) forjBera tov ANT yia va... EeEAacniooete

)

6.2.2 O AAyopiOpog

Eexaote kot v python kot 1o pygame yi v opa. Ag emkevipwBolpe 0To g Agttoupyel avtd To oy vidt Kot Tt Ba mepiexel o faaikog
Bpoxog o€ yevikr| popery.
Mua Kot €40VpE 1O KAVEL H1ot SUVOHLKT] EKKIVIOT) OTOV QVTIKELLEVOOTPAPT) TIPOYPAUHATIOHO OG TO OKEPTOVHE Atyo pe avtr| T Aoyikr). To nmwg
Ba v vAomooovpie givan piae GAAN oTopial
davtaoTeite AOUTOV OTL EYETE SNUIOVPYNOEL P KAGOT] YO TN YPOAHUT HE T Tpla TEPLOTPEPOpEVA @pouTaKia. Tt Ba Empene va epiéyel; Tov-
Adyrotov Tpia mpaypata:

* M ouvapTNoT) constructor mov va KATXOKELALEL €va avTiKeipevo auTtoL Tov €idoug. O constructor eival pix KA eukonpia vo opte-

OOVIE KO TIG EIKOVEG.

* Muwx péfodo Spin mov v KAVEL T GPOVTAKIX VO EVOAAAOGOVTAL TIAV® O€ P10 EMQOAVEIX OE GUYKEKPLHEVEG OLVTETAYHEVEG TTOL B
SWOOLE KOt eVOEXOHEVMG IE CLYKEKPLHEVO framerate.

* M peBodo GetScore mov Ba TNV KAAODE Yl Vo HOG EMOTPEPEL TTOTO. .. XAXOO|IE.

ITpooé&te To PHOyIKO TPIK TOPO: LTTOBETTE OTL OAX LTK TA £XOLE PTIAEEL Ko AertovpyoLv! TToto Ba rtav o mpdypapa oG GTOV KUPLOo Bpoxo
O€ YEVIKEG YPOUHEG;
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Ag vroBéooupe 6Tl €xovpe ovopdoel Ty kKAGon Spinner kot BéAovpe v SNPIOLPYNOOVHE EVA AVTIKEIPEVO QTG TNG KAdoNG. Auto Ba
yivovtav Kanwg étot:

slotmachine = Spinner ()

'Etol Ba kAnBel o constructor tov Spinner kot Ba dnpovpyndel to avuikeipevo slotmachine. Béfawx 010 ouykekpipévo constructor
Belovpe va SOOOLE KOl KATL OKOWA (TG EIKOVEG) XAAG 0UTO €lval P TeXVIKN Aemtopepela ov B povticovpe apyotepa. O kOpLog fpoxog,
0€ HOpPT — TEPITOL — YPeLSOKMEKK Bax Elvat KATL GOV TO TAPAKATW:

score = 0

endgame = False
spacepressed = True
while not endgame:

AldBace TANKTPOAOYLO KOl CLMBAvVTO
Av 0 xpnotng miece to Q N to close, endgame = True
Av 0 xpnotng mieoe SPACE, spacepressed = True
# Kave ta @poutdkia va yupidouv av €xel matnBel to SPACE
if spacepressed:
slotmachine.Spin()

# MNdape toug Babuovg
points = slotmachine.GetScore()

# AGpoxos TOUG OTO Score
sScore = score + points

Xpnoipomoinoe pia €mMi@AvELA yia vo 0e1&elg TO score

pygame.display.update()
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Ewova 6.3: TTowog oag eine o1t 1o moyvidt mepropileton povo otov TI kot oty python mov €yete pnpootd oag; O pocket vroAoyloTiG OV
BAénete pnpootd oag, to Sidonpo Casio FX-880P (and toug kaAbtepoug BASIC programmable mov €Byale mote n CASIO) éxel e€onpetikn
YAQOGO TTPOYPUHHATIOHOD KATGAANAN Y va ypdrovpe akOpa Ko oayvidia. Ko pnv avnovyeite kaBoAov: xavel kaveig pe v idia guxvotnta

KOl 0€ aUTO TO OVOTNHA!
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spacepressed = False

E€0d0¢

Aev givon oA amho; BéBona to B€pa eivat 6Tt kKamowog Tpémel va ypayel auto to Spinner class kat Tig peBodoug tou. AAAG Ta TEPLEXOHEVT
TV OLVAPTAOEDY TOL JeV eivan KATL TTOL eV €xOLHE PABEL.

6.2.3 YAomoiromn tov Spinner

Ta Baocikd cLOTATIKG Yl TO Spinner €yovv wg e&ng:
1. Oa ypelaotovpe v randint va pag Sivel tuyaia vodpepa mov Ba avTioTOKOUV OTIG EIKOVEC TIOL Ba EPEAVIGTOVV.

2. Oa xpelaotel va kavoupe b1it tpeig ekoveg, n pia SimAa otnv GAAN. Me Sedopévn pia Béon ekkiviong (otAn) X yla Ty mpoTn €1IKOVA,
n endpevn Ba epeaviotet ot Béon X + MAATOG_ElKOvog + Kdamoio_Mep1Bwpilo. INa va dovcovpe v aicbnon kivnong, Ba
enavaAdfoupe aut N Stadikacio pePIKEG POPEG AMEIKOVI{OVTAG AVTEG TIG TPLASEG TN X TTAV® OTNV GAAT.

3. O vmoAoylopog Tov score gival pix amAn Stadikaoio — amA& TipEmel va SOUE Kal V& OLYKPIVOURE HETAED TOUG T AMOTEAETHATN TNG
teAevtaiog randint.

Ag dovpe pe Bdon ta napandve, moteg Ba eivat ot peTaANTEG 0O class mov Ba mepiExovv ta Sedopéva Tov avTiKelpévoL pag. Eivan 0Aeg autég o
petapAntég mov Eexwvave pe self . ovopa_peTaBANTNC (data attributes otny opoloyia tng python). Tovilovpe o1t KGOe TéTolx petafAntm
elvan TpooTEAGOHN a6 omoladnmote ouvdaptnon (HEBodo) péoa otV KAGOT).

» To avtikeipevo pag xpetadeton va E€pet Tig eikoveg Tov. Kabag eivon €61 o apBpd, pog foAevel va Tig amobnkevoovpie oe pla Soprn oav
Alota.

* Oamnpénel va anoBnkevoov e eMiong TOVG TPELG aplBpODE TTOL AVTITPOTMTEVOLY TO TPEXOV ATMOTEAECHA TNG TIEPLOTPOPTG. Ko €6 BoAevel
V& XPTOHOTOW00VHE pPia Alota 1 éva tuple.

Ag Sovpe Aowov to Spinner class. Eekivapie amo tov constructor:
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class Spinner:
def __init__ (self,images):
self.slot=[]
for image in images:
self.slot.append(pygame.image.load(image))

Ye oyéon pe ta mapadelypoata mov Seiape mptv, 0 constructor Pog EXEL Pl HIKPT) Sa@op&: TMAipveL Kol TNV TAPAPETPO 1mages mov mePLEXEL
TO OVOHOTA TV apxelnv elkOvwv Tov Ba xpnotponomnBovv. To aviikeipevo pag 0To KUPLO TIPOYPORHN GPXLIKOTIOLEITOL KATIWE £TOL:

slot_images ("lemon.jpg’, "bar.jpg’, "cherry.jpg’,
"bell.jpg’, 'raspberry.jpg’, "seven.jpg’)

Spinner(slot_images)

slotmachine

To self.slot Ba dnuiovpyndel wg pla Alota avTikelpévwy TOTOL image, €TOLUT Yo Xprjon amnd 1o pygame. @uunbeite 6t 1o append eivat
Hla VTOAN Yl va ipocBéTovpe atotyeia oto TéAog piag Alotag. Etorto S1ot [0] Ba eivon éva Aepovy, to s1ot [1] pia prdpa K.0.K. BoAko,
yati €tot E€poupie 0T Ba xpelaxaTovEe TuXaioug aplBpovg amd To 0 wg To 5.

Ag §o0pe T@pa Ko T ouvaptnon Spin:

def Spin(self, surface, x, y, framerate, clock):
for draws in range(0,50):
self.luck = (randint(0,5),randint(0,5), randint(0,5))
X1=x
for i in self.luck:
surface.blit(self.slot[1], (x1, y))
x1 = x1 + self.slot[i].get_width() + 3
pygame.display.update()
time = clock.tick(framerate)
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LKomog ¢ SPin eival QUOTKA VA KTEIKOVIOEL TO OMOTEAET A 0TV 006V pag. Apa Ba ipEmel va yvapilel Hix EMOAVELX IOV OH®E TNV EXOVHE
0pilo€L 0TO KOPLO TTPOYPAHHN KOL TNV TIEPVAHE WG TTAPAHETPO. [ Tov 1810 Adyo Tepvape wg mapapétpoug kot to Framerate ko clock.

Ta mpdypota petd eivon amAd:

- IMapdayovpe tpradeg oxaiwv aplBpaov mov amodnkevovtal oto self . luck TonobBetovpe pe v blit Tig avriotoyeg eikdveg, T pia
SimAa oty &GAAN, pe éva Siakevo 3 pixels

- To kavoupe auto 50 Popeg SLHGOXIKA YL VO KPXTIGOVLE TO XPNOTN O XY®VIX Yyl HEPIKA SELTEPOAETTA, HEXPL VA HABEL TTOTO. .. €XOOE.

To X KOl Y TePLEXOLV QUOIKA TN OTHAN KOl TN YPappn otnv onoia Ba epgaviotel 1o aviikeipevo poag otnv 08ovn. Ag Solpe vonta o eKTe-
Aeon:

self.luck = (randint(0,5),randint(0,5), randint(0,5))

Ag vmoBéooupe 011 VTO dnpovpynoe Tig TIpEG (1,3,5)

X1 = X

IMa va pn melpd&oupe v apyIkn oA, TV anobnkevouvpe o€ P peTafBAnT n omoia B av&aveTtan yix va amelkovideTal 1 Pla eIkova SimAa
oTnNV GAAN.

for i in self.luck:

Oa dnpiovpynoet éva Bpdyo omov 1o i B Sratpééerl Tig g (1,3,5).

surface.blit(self.slot[i], (x1, y))

Oa tormobetroel TV ekova slot[1] (pmapa) oty emedavela.
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x1 = x1 + self.slot[1i].get_width() + 3

H enopevn ewova B epgaviotel tpia pixels petd 1o 1éAog g mponyovpevng. Kabng kataAafaivete n endpevn eikova Ba ivar to S1ot [ 3]
(kapmavakl) ko n teAevtaio 1o S10t[5] (1o 7). Kot guoka... xdoaote. Oy, oxt akopa. Toati 6Ao avtd Ba emavaineBel 50 gpopég, kabmg
TEPIKAEIETAN PECQ OTO:

for draws in range(0,50):

duokd, to X1 dev avédveton yia mavia: dev BéAovpe va Byovpe €€ and v 086vn! Otav deioupe pla tpidda e1KOV®V, 01 ENOHEVEG OXESIA-
Covtan and mavw. OmTe TPETEL VA EEKIVIOOLE TTAAL TO X1 amtd TNV apyIKh 0TNAN OTw¢ pag §68nke amod tov Kopio Bpdyo:

X1 = X

Aev oxoMalw kabBoAov eviolég omwe to pygame . display.update kot to time=clock.tick(framerate) ywti tig Eépete.

Eivan emiong avtovonto nwg Aettovpyei n GetScore, apkel va deite Toug kKavoveg faBpoAoyiag otov mivoka 6.1.
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6.2.4 Events kon ITAnktpoAoyio

To KOPPATL 0TOV KUPLO BPOXO0 TOL SampayHaTEVETHL TO CUHPAVTA KAL TNV GVAYVKOOT] TOL TTANKTPpoAoyiov eival To TopaKAT®:

for event in pygame.event.get():
if event.type == QUIT:
endgame = True
if event.type == KEYDOWN:
keyboardinput = event.key
if keyboardinput == K_q:
endgame = True
if keyboardinput == K_SPACE:
spacepressed = True

‘Exovpe e&nynoet nén omnv evotnta 4.4 (oeAida 56) g Ae1tovpyel T0 GVOTNHA AMOGTOANG HNVUHAT®OV QIO TO AELITOLPYIKO OTNV EQAPLOYN
Hog. Otav meoovpe o close (X) oto mapd&Bupo, amootéAAetar to prpvopa QUIT. Ti yiveton Opwg 0Tav me(OvE KATO10 TANKTPO;

Avuté avtiotoyet oe éva event TUov KEYDOWN. Av S10mioTC0LE OTL EXOVLE TETOL0 event, HTTOPOVHE VX IAPOVHE TO TIAN|KTPO TIOV TIECTIKE
[LE TN EVTOAN:

keyboardinput = event.key

Evtuyxwg yia poag, o pygame.locals Sivel oupfolikd ovopata o kaBe mANKTpo Kat Sev xpetdletal va Bupdpaote mepiepyovg KowSKoUg.
"Eto1 yia va So0pE av 0 XproTng Tieoe To g, eA€yxoupie yia 1o K_q kot yia 1o SPACE eAéyyovpe To K_SPACE. EExpetikd amAo, amoTeAEOHATIKO
KOl QUOTKQ QMOPAITTO Y1 TO EMOHEVO HOG TIonyVidt (EkmAnén).

MnV TtepIEVETE OHMG VA 00G SOO® ETTOPEVO TIALXVIOL, av 6V HOL KAVETE TIG TAPAKATW AOKNOELS (APKETA XXAXPOONATE TOL{OVTAG HE PTIOAITOEG
kot Hello World pygame):

- IIpoaBéote 10 (KpLEO) MANKTpo C oto Manyvidt yix cheat! Otav 10 méleTe, av 10 oKOp 0aG €lvor apvnTKO Ba To peTatpémnel oe OeTiko!
IT.x. to -150 Ba yivete 150. Av eivon Betiko dev Ba kdvel Timota. MaAAov eival Kot 0 povog Tpomog yia va kepdioel kaveig to Graphics
Match!
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- dndéte pla ypoppn HNVUHATOV TAVE amo T YPOH T Tou Score oL va Seiyvel OO0 €xace 1) KEPSLoe 0 xpnotng o€ k&Oe spin. T1.y. Win
10 points, Lose 10 points kAt. Bonus points av 10 kavete va mavnyvpilet yia to Jackpot.

- To 6T 1o apykd Graphics Match ypnoipomnotei tpia slots dev pag epmodidel otn ovyxpovn ekdoxn va eridéovpe éva pe 4 1 5. ATAa B
TIPETEL VO AMOQACIOETE VEOUG KAVOVEG Y1X TO TIO10 OLVSLAOHOT KepSiovv. PTIGETE TO OTIWG TO BEAETE!

- 210 Tpoypappa pag n Spin avaAapfavel n idix va oxedidoel Stadoyikd 50 QOpEG T YPAHT OTIOTE AVAYKOOTIKA XPELALETAL VO KOAEOEL
mv pygame.display.update() ko v clock.tick(framerate) ywx va ta dei&el. Towg Ba Tav okompo avtd va yivoviat
0TO KUPL0 TpOYpappa. Metatpeyte TNV ®OTe KABE Oopa TTOL KAAELTAL VO TTAPAYEL PHOVO VO AMOTEAECHX KOl HETXQEPETE TO update Kot
10 BpOX0 TV 50 eMAVOANYE®Y OTO KOPLO TIPOYPOA AL,

- AwPaote oto http://pygame. org nwg pnopeite va faiete nxo. To apyikd Graphics Match eiye nyo!

- Waéte ya feATIOCELG OTOV KOSIKK KOl EXvaypAYTE TOV CUHP®VA HE TO OIKO 0aG OTLA. L€ KAOE TPOypaHATIOTIKO TTPOBAN A LTTIPYOLY
TEPLOOOTEPEG OO Pict VAOTIONOELG.
Kot topa mov e§ac@dioa 011 B EeVuYTNOETE Y TOV EMOPEVO HIVA, COG PNV VO HEAETNOETE KOl VO TIEPAUATIOTELTE [E TNV Novyia cag.
Amo to emopevo kedAato Ba Eekiviioovpe v QTIAYVOLHE OTASIOKG TO TEAIKO TTPOYPapHa auToL Tov BifAiov.

Mrnopeite va Bpeite 6Ao 10 manyvidt oto mapdptnua, oel. 177. KateBdote 1o monyvidt ano edo: http://www. freebsdworld.gr/
files/graphics-match.zip


http://pygame.org
http://www.freebsdworld.gr/files/graphics-match.zip
http://www.freebsdworld.gr/files/graphics-match.zip
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Graphics Match, to ITpoTto pag I'pagiko Ioyvidt




KepaAiawo 7

Pygame Invaders: H Apyn!

7.1 Ewayoyn

Av giyate Eexvnoel va ipoypap patifete ota 80s, eivat alyovupo OTL Ta TPOTA 0OG TTPOYPAHHATX Ba HTAV TAPOHOLX |IE AUTK TTOL EXOVHE YPAYPEL
®¢ TOpaA. TToAAG pdAhioTa Ba ta elyate aviyp&Pel oo To eyXEIPISI0 TPOYPAHHATICHOD TOL LTTOAOYLOTH COG Kol aiyoupa Ba eiyate omataAnoet
OPKETEG DPEG YIX VO KATAVOT|OETE TIWOG AELTOUPYOVV KOl V& TIEPAHATIOTELTE O€ TAPAAAXYEG TOVG. AV HEAALOTO POG ETITPETIETE VO HOVTEYOULLE,
HETK T MPAOTA OO TIPOYPApHata Twv 5-10 ypappov, Ba eiyate ypdyel éva nipoypappa “Guess the Number” éva “Bouncing Ball” kot eva
noyvidt “Graphics Match”.

Aev &pw av ) mopeia avtr) oag Bupidel k&t aAA& pdAiov Ba mipemel! O ypdpwv Eekivioe avTypaPovTag OAG TIPOYPAHHATH OOV XUTA Kol
OLVEYLOE JE S1KEG TOL EKSOYEG KO IApAAAXYEG O1 OTIOlEG YPIIYOPQ KATEANEAV 0€ S1KA TOL TIPWTOTLTI TTPOYPAHHATH. M1 GAAN TINyT €UMVELOT|G
nNTav PLoKa ta meplodikd (Pixel, Micromad) mov Snpooievav mpoypappata (oe popen listing mov énpemne va mAnktpoAoynfovv) Kot amnote-
Aovoav aveEAvTANTN NN 10€®@V KOl AVOE®V O TIPOKTIKA BEpaTa TIPOYPAPHATIOHOV Kot aAyopiBpav (Kovag: oG o Kave T0 KXTApapEVo
SlaoTnHOMAOLAKL var Kiveltal pe ta feAdKI).

AvTo Tov BéA® va ToViow PE Ta Tapamave eivat:

- Kaveig dev yevvnOnke yvwpiloviag mpoypappatiopd, oAot tov pabape Safalovtag, melpapati{OHeVOl Kl Tai{oviag HE TOV KOSIKX
GAA®V. AVTO TIOL pHaG Xwpilel pe 6oovg dev Epabav TOTE TIPOYPAPHATIONO eivar 1 BEANOT Ko 1 o OTL B TX KATAPEPOLIE.
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- Katd  ovyypagn evog mpoypdppatog v eivat omavio va )AAGEOVHE TOV KOSIKN G TOOEG POPEG TIOL TEAIKA VX PNV EXEL KAMLX OXEOT
He Tov apykd! AvTtd dAAwaote Ba To Seite Ko KOG Bax PTidvou e TO TEAKO oG Tianyvidt — mov Eekvdiel puoka TQPA!

"Exovpe paBet Aiyo mpoypappatiopd Kot aAyoptBpikn, Aiyo and object oriented design kot QUOKE TEXVIKEG TTOL XPELALOVTOL Y10 TIOXVISIX OTIWG
avayvwon mAnktpoAoyiov. Exovpe mAéov mn yvoon kot o 8appog (1) va Sokipdoovpe va ypaPoupe Eva 0A0SIKO HaG TToyviot.

T oy vidt dpwe; Onwg eina mptv, oTIG MOAIEG KAAEG EMOYXEG TAIPVAE 16€€¢ oMb TTPOYPAHHATA GAAWV 0AAK Kot o Tionyvidia Tov BAETapE OTIG
aifovoeg pe To NAEKTPOVIKG (0LPASIKA OTIWG Tar Aéyapie ToTe). Kot Tax o moAAd amo avtd giyav va kdvouv pe elofoAn eSwynvayv, SnAadn
KAQO1K& shoot-em up.

Tprdvta kot TAEoV Xpovia HETG o1 e§myrvol dev NpBav moté (amokaAD@ONKE OTL TOLG YIIVOLG TIPETIEL VX POBOLACTE GTNV MPAYHATIKOTNTX)
A& 0 0TOXOG TAPAHEVEL: TO TIPMTO TIPAYHATIKO HAG TIonyvidt mpéemel va eivan €va shoot-em up. Kot o titAog autov: Pygame Invaders!

7.2  Xrpatnywkn: IToco AvokoAo Eival va @tiaytet 'Eva Shoot-em Up;

ITp1v oke@TOVE ALTO TO EPAOTNHA AG TIEPLYPAYOLE Alyo TO Tty vidt pog:
* Taieton og éva mapaBupo 480X640 (portrait!)
+ To uTEPOVYXPOVO SIAGTNHOMTAOLAKL HOG KIVELTaL aplotepd 6e&1& 0To KAT® PEPOG Kat mupofoAst TaydTata.
* O ewynvot epeavidovran oe KOpota otnv 086vn, pixvouy adtakpitmg, Sev eivat 1diaxitepa €§umvotl aAAG givat TepLOCOTEPOL.

* To StxotnpomAolo pog Staxbétel aomida oL pelwveTan pe KaBe BoAN TOL SeXOHNOTE KAl TO ALY VISl TEAEL@VEL OTaV yivel pndév. Kabe 100
MOVTOLG OpG Kepdiloupe pla povada aomidag. AvtiBeta o1 e§wynvol meBaivouv pe pia foAn (ovte €§umvot, ovTe avBeKTIKOL — QP oTE
TIOU TO TIPOYPOPLHX EIvan SIKO POG Kat Toug Kavoupe 0Tt BEAovpe) ko maipvoupe 10 BaBpovg yia kabe va mov... emaotpevovpe!

* To @dvTo givar Hapo pe aotépla (Tt mepipévete SNAadT, oTo Stdotnpa eivan o moyvidt vie!) Ta onoia Ba BEAape va Tar KAVOLE Kot Vi
kwovvtat (background scrolling)

* DQUOIKG TO T VIOL SIKBETEL NYNTIKA EQPE KA IOVOTKT].

Av pwtoeTe TOPA TOCO EVKOAO €1van va ypa@el avTtod orpepa o€ oxéon He maAid Ba oo mw: to 1610 e0koA0 — 1] 10w To 1610 SLoKOoAO! TToAD
amAd, pe tov eneéepyaotr) Twv 3Mhz tov 1981 ko xwpig Suvatdtnta dnpovpyiag kapé, to scrolling background yiveton éva amatAo ovelpo
(extOGg av e o€ assembly). 1o pygame Op®G HTTOPOVHE TAEOV Vo YpaPoL e T TtavTa. Oco agopd T YAwooa poypappatiopov, n BASIC
G enoyng dev 61€6ete objects. LTV KAAVTEPT TEPIMTWOT VA ElXXIE KATIOO0 LITOAOYLOTH HE SLVATOTNTA KIVIOMG YPAQIKQV (Sprites) omote
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Ba énpene va Bpovpe éva €§umvo TpOTO Vo Ta Xprolponotjoovpe. H amAobotepn YA®GGR TIPOYPAHHATIOHOV onpaivel 0Tt fev yxpelaetal va
Bupdpaote MOAOTAOKEG eVTIOAEG Kot SopEC. ATO TNV GAATN OH®G TIPEMEL CLUXVA VO KATAQPUYOLE O€ Tepiepyeg Kot avopBodoeg TexvikEG yia
VO TIETUYOVHE TO OKOTIO OG. XTO pygame HITOPOVLE VA YPAYOULHE TO TALXVISL HOG [E apKETA KaBapd Kat uOIKd object oriented Tpomo GAAG
oilyoupa n python €xet kdmoio BaBpo moAvmAokdtTnTag peyadtepo g BASIC.

7.3 'Hyog xon Pygame

To oy vidt pog Ba éxel NYNTIKG Q€ Kot HOLOTKT. ALTO €lvan KATL IOV Sev €x0VjiEe EEETAOEL 0TO pygame aKOpa Kat H&AAov 1pBe N dpa. Ydpyouv
SV0 Baokol Tpomol yix Tapaywyn Nxov:

To pygame . mixer .music xpnoiponoteital yi HouoIKT Iov TUTKG BéAovpe va akovyetat oo background. To apyeio fov mov Ba Skvaovpe
OTIG OXETIKEG EVIOAEG SEV POPTAOVETAL OAOKANPO OTN PVIAHT GAAK OLOIHOTIKG avamapayeTal HEéow streaming. To pygame . mixer .Sound
XPNOLHOTOLELTON Yo XN TIKG €0€. Mg emoTpépel éva avtikeipevo Tormov sound (Tt napa&evo) to onoio Sabétel v pébodo play. Mmnopodpe
VO TIPOETOIHACOLE o avTiKeipeva Sound xpelalOpaoTe, To KaBEVH e SIQOPETIKO NYNTIKO €QE KAl var KaAoLpE TNV play yux 1o kabBéva
0TO KATGAANAO ompeio touv monyvidio.

Ene1dn Alyeg ypappeg kadika a&ilovv 000 eKATO TIEPLYPAQEG, deite Ta mapakatm napadeiypoata kot O Preite apecw aTo VOnHa.

# Sound effects

import pygame

from pygame.locals import *

pygame.init()

clock pygame.time.Clock()

laser pygame.mixer .Sound(”laser.wav”)

laser.play()

while pygame.mixer.get_busy():
clock.tick()

Anpiovpyovpe éva avtikeipevo sound pe tnv evioAn:
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laser = pygame.mixer.Sound(”laser.wav”)

duoka 10 apyeio laser .wav npénel va givat Eva apyeio XOL 0TOV TPEXOVTN KATAAOYO.

KoaAobpe v pébodo play ko eioepxdpaote oto Bpoyo while omov amAd mepIEVOVE VA TEAEIWOEL 1] AVATIOPAY®DYT] TOV 10U

(to pygame.mixer.get_busy() Ba emotpéyel False) yux va teppatiotei ) ektéAeon. O Bpoxog amAd e10ayel pio kaBuotépnon ya va
akovoTel to laser! Xto kavoviko mayvidt dev Ba ypelaotovpe 1o pygame .mixer.get_busy() kabog éxovpe 6N 10 Paciko Bpoyo tov
T VG100 TIOV EKTEAEITAL GUVEYELA.

# Background music

import pygame

from pygame.locals import *

pygame.init()

clock = pygame.time.Clock()

pygame .mixer .music.load("”spaceinvaders.ogg”)

pygame .mixer .music.play()

while pygame.mixer .music.get_busy():
clock.tick()

[Mapopo1x Ko Yl T HOVOTKT, OAAG TopatnproTe OTLT pygame . mixer .music. load dev dnpovpyei kavéva aviikeipevo KaBOG To Kavail
Ylx streaming HOVOIKNG €Vl HOVO €va.

Kam moAb evéia@épov OpmG eival OTL HTTOPOVHE VA YPAWOLE:

pygame.mixer .music.play(6)

KoL TO TpayoldSt va emavaAneBet 6 popéc. H axkopa:

pygame.mixer .music.play(-1)
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Ewova 7.1: To nepintepo pag oty ékBeon. O original TI-99/4A pe to cartridge TT Invaders aAA& ko pe S k& pov moyvidia e BASIC ko
Extended BASIC Siaokédaoe moAd kKoopo. TeAMka 1o KAowko Sev nieBaivel moTe (Kot E181KK TO CLUYKEKPIHEVO PNXAVNHA glval QTIAYHEVO VA
avte€el yia mavta onwg eaivetat). Ae&ix paiveton atov video-mpofoAéa to Pygame Invaders to omoio guoika fjtav to hit g ékBeonc!
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omnote Ba emavadapfavetar ouvexela! TToAd xprolpo yux to mayvidt pog. Na onpeidoouvpe €60 0Tl To pygame Oev Ta TAeEL TOO0 KOAKX HE TX
mp3 OnOTE MPOTIPUNOTE apyeia 0gg (1] ACVUTIECTA WaVv YL TX YNTIKK EQE TIOL €lval PIKPQ).

7.4 Ta Avukeipeva tov Ioayvidion

"Exovtag {ekaBapioel KAMWE T& TIPAYHATA E TOV TX0, OPAX V& OKEPTOVHE Alyo Ta aVTIKEIPEVA TOL MK VIS0 Kol Tt KAGOELS Ba xpelaotel va
onuovpynoovpe. ‘Exovpe Aomov:

1. To S0 TNHOTAOLAKL HOG

2. Toug e&wynvoug

3. To laser pag

4. To laser twv e§nynivev (Hakpld and pog!)
5. To govto

Towg va PTELTE OTOV TIEPACHO VO PTIAEETE P KAGOT Y1 TO KaBéva amo autd, aAAG un fraoteite. Oyt 0Tt Ba givar AdBog av to Kavete, aA &
Ba Bpebeite va ypagpete tov 1610 Kadika SVo popeg. Tatl av To okePteite KXAVTEPQ:

* To 510 TNHOTAOLAKL HOG KO 01 EMYNIVOL OVCIXOTIKA €ival TAPOHOIX AVTIKEIPEVR KAt xpeldlovTal Tapopoieg pebodoug.
* O 81kég pag BoAgg laser eAdyiota SIXQEPOLY ATIO TV EEMYNIVMV: OLOIXOTIKA OTNV KXTeLOLVOT) NG KIVIOTG KOl GTOV... OTOXO.

Tt peBddovg xperaldpaaTe yia 10 S1KO pag okdgoc; Av peAetrioate tnv object oriented ek§oyr tov bouncing ball oto KegdAato 5, Ba propeoete
VO OKEQTEITE EVKOAX:

» Tn péBodo Show ya va amekoviletal og Pl eMEAVeLR oL B SOOOLE OG TAPAHETPO.

* Tn péBodo Move yia va Kiveitatl oty 08ovn.

* Tn péBodo Fire ya va pixvel (ok, avtd eivon konvovplo. Aev éxouvpe det movBevd bouncing balls mov va mupofioAovv)
* 'Eva constructor mov va 1o Snpiovpyet (Vo QOpTOVEL TNV €IKOVA, VA BploKEL TIG SIAOTAOELG KAT)

Tig i61eg OpwG peBddoug xpetdeton Kat o e€wynvog! H vAomoinon Ba Sapépet o opropéveg peBoGovg — dAAG oV PTIAEOVHE TTPAOTA P YEVIKT|
KA&on (vtepkAdon 1 superclass) ywa ta Sl TNHOTAOLX HTTOPOVHE HETK VO EEEIOIKEVOOVE TIG PEBOSOLG OTIOL YXpeELAlETAL.
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) A s1:1788 D.v-w:.
)

POWERE

Mapexet GQUVapTNoELS XPAOIHES Yia MALXVE

- Xpnon YPaAPIKWY , b
-Afwloupy(a kai evaihayn Kapé (frame)

- 'Hyog, ouppavra, avayvworn MnKTpoAoy!

Ewova 7.2: O padntg pag Avépéag Kovtopivng mapovaoiddel to pygame oty ExBeon Mabnuikng Anpovpyiag ITAnpogopiknig ota Xavid. O
Avépéag vmnp&e Paoikd MEPAPATOl.. €. .. beta tester yix T oglpd pabnpatewv Python Game Programming.
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7.5 H YnepkAaon Craft

Y& P Ip@T OKEYT) HTOPOVHE VA& YPAWOUE TNV TTXPAKAT:

class Craft(object):
def __init__ (self, imagefile, coord):
self.shape = pygame.image.load(imagefile)
self.ship_width = self.shape.get_width()
self.ship_height = self.shape.get_height()
self.rect = pygame.Rect(coord, (self.ship_width, self.ship_height))

def Show(self, surface):
surface.blit(self.shape, (self.rect[0],self.rect[1]))

def Move(self, speed_x, speed_y, time):
distance_x = speed_x * time
distance_y speed_y * time
self.rect.move_ip(distance_x,distance_y)

def Fire(self):
pass

Mepikeg YprYOpPEG TTXPATNPTOELG:

Avti v xpnO1HOTIO00E XWPLOTEG HETAPBANTEG YO VX KPATAE TIG GUVIETAYHEVEG TOL S1XOTNHOTAOIOL, XpNolHomolovpe To Rect class tou
pygame. Auto Snpiovpyel aviikeipeva TOTOL “TUPAAANAOYPANHO” T OTIOIX OVOIXOTIKG €ivan AMlOTEG e TEToEPQ OTOLKELQ:

[ @€on_X, ©¢on_Y, NAdatog, Yyog ]

'ETol T.Y. 1| eVIOAN:
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O | Pygame Invaders

Ewova 7.3: To moyvidt pog onwg Ba deiyvel og KAMO0 mpoxwpnHEVO
otado. Iapatnprote Toug retro €§@YNIVOLE OV TIPOEPXOVTNL ATIO TO
apXko Space Invaders Kol To 8§1KO HAG LTEEPGVYXPOVO S1OTNHOTAOLO.
Agv elvarl Tuxaio TTOL TEAMIKA TTOTE §eV KLPIELOQV TI Y1 HE QUTEC TIG HTIO-
B KotéAeg rov épyxovtav. Eat my laser alien!
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rect = pygame.Rect((240,560), (100,100))

eTrdyvel éva avtikeipevo rect to onoio ivau:

[240, 560, 100, 100]

To kaAO pe Vv kAaon Rect elvanl ot mepiExel peBoSOLE Yl Voo KIVI\OOUVHE TO OVTIKEIPEVO HOG — OLOIAOTIKA SNAadN va aAAGEovpe Tig
ovvtetaypeveg X Kot Y — oAAG Kupilag yia va So0pe av éva avtikeipevo rect Pploketon péoa oe éva iAo (hint: av égovpe xtomnOet amo to
laser)

Mrnopeite va deite ko va KataAdfete ebkoAa v kivnon otnv pebodo Move:

self.rect.move_ip(distance_x,distance_y)

OLOLOOTIKK TO TIAPATIAVE® AVTIKABIOTA TIG EVIOAEG:

X = X + distance_x
y y + distance_y

TIOL €YXOLE O€l O€ MPOoYpAH AT OMwG To bouncing ball. Av aAt kamov ypelaldpacte PHOVO TG TIHEG TV Béoewv X Kot Y PTOPOVLE VA TIG
ndpovpe and 1o rect[0] ko rect[1] avriotoya, 6w @aiveton Ko otn pébodo Show.

H pébodog Fire mepiéyel pOVO pia eVIOAT:

pass

Tnv pass 1t xpnotponolovpe otnv python dtav k&mov xperaeton pio evioAr] aAAd epeig dev €xovpie KATL va ypayoupe. TIpogavag tn pébodo
Fire 6ev tnv éxouvpe okeQTel akOpa, Pdlovpe AOUTOV PASS TPOKEIHEVOL VU TNV OAOKAT|POCOLE apydTEPQ.
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And v vnepkAaon Craft Ba dnpiovpynoovpe Tig KAGOELG Yo T0 S1KO oG S1oTnHOTA0I0 0AAG Kat yix Toug eEmynvoug. Oa Eekvrjoovpe
HE P oA ekSoym:

class SpaceCraft(Craft):
pass

KaBag katarafaivete, olyovpa B mpooBésovpe mpaypata e autr TNV KAGOT 0AAG yia TV opa og S0OHE TG AeITovpyel oTnV A0V BaoiKT|
™G HOPYPT — XWPIG Kapd Stpopd amd tnv vmepKAKoT).

7.6 M KAdon ywa to Background (®ovto)

"Exovpe Bpel piax opaiot @OTo pe aAnBive aotépia Ty onoia B Xpno1HOTOICoVHE WG POVTO. MEAAOVTIKA BEAOL|IE VA TNV KAVOULLE VA GKPOAAG-

PEL KATOKOPLOQ (Kot eATII(OVE OTL HETK GTOV TTVPETO TNG HAXNG 0 KNG Sev Bax TapaTnprjoet 0Tt eivon 1) 161 elkOVa TTov emavaAap favetatl).
INa mv opa Ba apKeCTOVHE G PIX OTATIKT] KTEIKOVIOT:

class SpaceBackground:
def __init__ (self, coord, imagefile):
self.shape = pygame.image.load(imagefile)
self.coord = coord

def Show(self, surface):
surface.blit(self.shape,self.coord)

def Scroll(self, speed_y, time):
pass

Eivan e§onpetikd amAn guowkd: O constructor §€xetanl povo to dvopa apyeiov g eikovag. Exovpe gpovtioel to péyebog va eivar 1810 pe 10
napaBupo, onote n aneikovion Ba yivel ot B¢on (0,0). H pébodog Show kAaoika ep@avilel 1o @OVTO AV GTNV EMBVUNTI EMPAVEIX EVO T
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HéBodog Scroll Ba kavel To PHVTO v KUAGEL KATAKOpLEA e TNV emBupnt TaxdTnTa speed_y. Otav puokd pag €pbel n Beia emewtion va
NV YPAYOULHE, YIATi ylot TNV QP TO @OVTOo Bar elvan oTomKO.

7.7 To Kopio ITpoypappa

INa v opa gival apketd eDKOAO:

pygame.init()
screenwidth, screenheight = (480,640)

To péyeBog Tov mapabvpov pog

spaceship_pos = (240, 540)

H apykn B€omn tov Staotnpomnioiov pog

screen = pygame.display.set_mode((screenwidth, screenheight), DOUBLEBUF, 32)
pygame.display.set_caption(”Pygame Invaders”)
pygame.key.set_repeat(1,1)

Me 1o pygame . key.set_repeat (1, 1) puBpilovpe v taxdTnTa avIidpaong Kol emavaANPnG Tov TANKTPOAOYIOL G€ OGO IO YPTyopd
yiverau!

StarField = SpaceBackground(”stars.jpg”)

ANH10VPYOVE TO AVTIKEIHEVO TOL POVTOUL.
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SpaceShip = SpaceCraft(”spaceship2.png”, spaceship_pos)

ANP10VPYOVHE TO OKAPOG HOG GTNV OpXIKT| TOL BEon

clock = pygame.time.Clock()
framerate = 60

ANUIOVPYOVHE TO YVOOTO QVTIKEILEVO “pPOAOL” KOl ELOEPYOUATTE GTOV KUPLO podYo0:
NHOLPpYOLH Y K p

while True:
time = clock.tick(framerate)/1000.0
shipspeed_x = 0
shipspeed_y = 0

Mndevilovpe TNV TaXOTNTA TOL OKAPOLE. [ va KivnBel TPEMEL VX TAT| OOV E KATIO10 TTATKTPO, S10POPeTIKG Bax TTpETEL var PLéEVEL aKivTo oV
TeAevtaia yvwotr tov Béon!

for event in pygame.event.get():

if event.type == QUIT:
pygame.quit()
exit()

if event.type == KEYDOWN:
# This returns a list of True/False where the index is the
# code of the key pressed. Fortunately pygame.locals provides
# symbolics for these codes
key = pygame.key.get_pressed()
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if key[K_q]:
pygame.quit()
exit()

if key[K_LEFT]:
shipspeed_x = -300

if key[K_RIGHT]:
shipspeed_x = 300

IMa my dxyeiplon twv events, Ba xpnolponomcovpe v pygame. key.get_pressed( ). Avt emotpépel piax Aiota pe npég True /
False omov o deiktng eivan 0 KOSIKOG aplBpog Tov avtiotoyov TANKTpov. Etotl pmopodpe va Staffdoouvjie mepiocotepa amod éva TANKTPa K&be
oTypn (6nA. vo HETAKIVOUE TO S0 TNHOMAOLO KOl va pixvoupe BoAég Tautdypova). Mn Eexvdte 6t to pygame . locals Sivel oupfolka
ovopata o€ KaBe Kad1ko TANKTPOV, €11 10 TANKTPo 113 eivon 1o K_Q — 10 mANKTpo Q mov Ba pmopel va éael 0 XprioThG Y& VX TEPHATIOEL TO
monyvidt Ta va eAéyEoupie Aomov av meletat T 6eSOpEVN OTIYN:

key = pygame.key.get_pressed()
if key[K_qg]:
(o] matktng Bapébnke, maixvidi)

Evtuxag yux pag, To pygame Safadet pe tov id1o tpomo ko ta feddxkia (K_LEFT, K_RIGHT) kot 6moto dAAo mAnktpo Belete. TIpogpavag
€xoupe emAEEeL T fEAGKIN Y1 TNV KIVIOT] TOL OKAPOLG HOG.

Av meotel 1o aplotepod PeAdkt aAAalovpe Vv taxdTnTa o€ -300 kot yia To 68160 o€ 300. AvTd 10¥0EL PLOKA POVO Y10 EVO KUKAO HECH OTO
while, yiati 6nwg eidate oty apyrn tov Bpdyov n taxdTnTa pndevidetar. ‘Exovpe Opm¢ opioel To repeat ToL TANKTPOAOYIOL O€ PHEYGAN TaXOTNTA
— €101 1O S1OTNHOTAOLAKL PALVETAL VA KIVEITOL APKETH OHOAL.

SpaceShip.Move(shipspeed_x, shipspeed_y, time)
StarField.Show(screen)
SpaceShip.Show(screen)
pygame.display.update()
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Kwvoupie 1o Staotnpomholo, KaAoLpEe Tig avtioTotyeg HeBOSoug ShOW TV aVTIKEIHEVOV PG KL QUOTKA TO yvwoTo pygame . display . update()
ywx va petapepBolv 0Aa oty 086vn pag. AmAovaotarto.

AmAovotato, aAAd Sev eivan oy vidt akopa! TTov eivan ot e§wynvoy; TTov eivon T Laser; ITov eivat 0 nxog kot n povoikn; [Na autd to teAevtaio
Ba kGvoupe K&t apéons. INa ta dAAa BEPoa Ba xpelaotel va Stafaoete TIg EMOPEVEG EVOTNTEG.

7.8 Movowkn

Ag ypayoupie Pl ATTAT] CLUVAPTNON YA TN HOLOTKT TOVL TALKVIO0V:

def PlayMusic(soundfile):
pygame.mixer .music.load(soundfile)
pygame.mixer .music.play(-1)

Ko apKel va v KaAéoovpie omovdnmote Aiyo mpv to while:

PlayMusic(”spaceinvaders.ogg”)

7.9 Evtoyog 'Eyovpe... Ilpofinpata

Aev @Tavel ov peTa Biag Exovpe ypawet 70 ypappég Kadika, dpxloav ndn ta mpofAnpata:
* To StotnpomAoiakt Kiveiton aplotepd — Se&1a Kot @evyel Ko eKTOg 000vnG. Tt Tpémel va KAVOLE Yl Vo TEPLOPICOLIE TNV Kivnon;
o Tiypappég XpeldleTan yio Vo KIVEITOL KOl TIAVRD — KAT® €KTOG amd aplotepd 6e&1q;

* Twg Ba eppavidovran kat B Kivovvtal o1 e§wynvoy;
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* [wg Ba methovpE TNV KOAOT] TOL POVTOU;

Kamowx amo6 ta mopandve epotpata Ba Ta amavT|O0VHE OTIG EMOHEVEG EVOTNTEG.

7.10 Kivnon IIpog'OAeg Tig KatevBovvoeig

Apyilovpe pe 1o 8edTEPO EpOTNHA IOV BETape mponyovpévmg: TTwg Ba K&voupe To SO TNHOTAOLO VA KIVEITAL KOl TTAVG — KAT® EKTOG QIO
aplotepd — 6. Kabwg pavtaleote, auto eival apketd eKoAo, apkel va TpooBEaete TIG MAPAKAT® YPAUHEG OE EVIEADG TIPOYPAVEG OTHELD
HEoO aTOV KOpLo Bpdyo:

if key[K_UP]:
shipspeed_y = -300

if key[K_DOWN]:
shipspeed_y = 300

Na, dev BéAet timote dAAo! Tl uokd T pouTiva Kivnong TNV €X0VLHE NdT, TO HOVO TIOL XpelddeTan eival va StxBdoovpie TO TANKTPOAGYL0
KO Y10 TO TIAV® Kol KAT® BeAGKL.

E8® 6pwg praivel to mpoBAnpa tov mp@tov epwtnpatog: Iwg Ba meplopicovpe v Kivion tov StaotnpomAoiov, T0 0moio — eKTOG OTL 116N
EXEL TNV KOKN ovvnBela va Eepevyel aplotepa/de&id — Ee@elyel TAEOV KO TAVR KAT®!
Onwg @avtdleaTe 01 GUVIETAYHEVEG TTIOL EXOVHE Yia T B€om Tov StaatnpomAoiov Seiyvouv aUTH TN OTIYHT] OTNV TTAVK KPLOTEPT] YWVid ToL. Me

TNV ELKAPIN, HVTO SV eival AMAPAITNTO OTO pygame — UIOPOVLE VX OPIOOV|E KATIO0 GAAO OTHEID WG KEVTPO TOL AVTIKEPEVOL. AAAG o Ko
10 €yovpe ouvnbioel, ag ouvexiocovpe €Tol.

Eivat pdAAov epoaveég 0Tt o1 cuvTETayHEVEG QLTEG Sev Ba Tpémel va yivouy pikpdtepeg amo o (0,0) Tov avTImpoomTEDEL TNV TTAVKD OPLOTEPT|
yovia g 006vng. AAAG TL €XOLE VO TIOVE V1O TIG HEYIOTEG CUVTETAYHEVEG;

Av giote Aiyo Praotikol Ba meite 611 o1 péyloteg eivan 1o (480,640) 1} av TPOTIHATE VA TO EKQOPACOLHE OTA SeSOPEVR TOL TIPOYPAHLATOG TO
(screenwidth, screenheight). Aev éxete moAD Gdiko, GAAG OTIWG eina oTNV apyn: €lote Aiyo flaoTikoi.

BAénete, 10 onpeio (480,640) avtimpoownmevel 10 KATw €1 Gkpo Tov TapaBLPOV, VA TO OTHEID AVAPOPAG Y1 TO SIHGTIHOTTAOLO0 €ival AV
aplotepd. BéBona ko oto bouncing ball éxoupe kKGvel KATL avTioTolKo: APAPOVHE TO TAKTOG KA1 TO DIOG TOV AVTIKEILEVOU KOl TTIPOCAPHOLOVHE
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KOTAAANAQ: 0TV TIPAYHATIKOTNTO AOUTOV Ol HEYLOTEG GUVTETAYHEVEG B efvat:
(480 - mAdtoc¢_diactnuomAoiou, 640-0Yoc_dractTnuomAoiov).

Topa 10 wpaio pe Ta avTiKeipeva ivat OTL HTTOPOVHE VX OTIAEOVHE TNV KAKOT] HAG HE TETOLO0 TPOTIO MOTE VU PPOVTILEL AVTEC TIG HIKPEG OAAG
EVOXANTIKEG AETITONEPELEG E0WOTEPIKA. AgV LTIAPXEL AGYOG OTAV GTO KUPLO TIPOYPap A STHIoupYyoLjE TO iepipnpo pag SpaceShip object va
HNV TOL SWOOVHE oAV PEYIOTEG oLVTETAYHEVEG TO (480,640) Kol Vo TO XQT|OOVHE VA KATXAGPBEL HOVO TOL OTL TIPETEL VA XVOXAGPBEL VO KAVEL QUTEC
T Ipaelg avaAoya pe to peyefog tov. To pdvo touv BéPana eivon Tpdmog Tov Agyetv, KaBmg PLOKG TIAAL epeig Ba yp&iovpe TOV KOSIKA.

IMwg 6png B Tep&oovE KVTOVG TOLG TIEPLOPLOHOVG; Mia 16€a eivan va TIg SIVOULE MG TXPAHETPOVG KATK TN SNHI0VPYIX TOU AVTIKEEVOL. Th
SeSopEvn OTIYHN TO AVTIKEIHEVO POG SHIOVPYELTAL PE TNV TIHPAKAT® EVIOAT|:

SpaceShip = SpaceCraft(”spaceship2.png”, spaceship_pos)

Kol pAAAOV Topa BEAoLE KATL TETOL0:

spaceship_low = (0,0)
spaceship_high = (screenwidth, screenheight)
SpaceShip = SpaceCraft(”spaceship2.png”, spaceship_pos, spaceship_low, spaceship_high)

BAénete 0T mEpVAE TIC GLVTETAYHEVEG WG SVO tuples (Sev eivan k&t Tov Ba aAA&éoupe), amevbeiag otov constructor tov SpaceCraft class.
IMa po6 Aentd 6pwg, 1o SpaceCraft class 6ev €xel constructor: yix v akpifeia dev €xel Timota €KTOG amo €va anAo pass. Etol anAd
ekteAettar o constructor Tov Craft o onolog dev yvwpilel timota ya ovvietaypéveg low kot high! MaAAov npBe n ®pa va ypdyovpe KATL 0TV
kAdon SpaceCraft, dev vopilete; ZBNote Aowmoy 10 PasS Kot TAHE va PTIAEOLE constructor:

class SpaceCraft(Craft):
def __init__ (self, imagefile, coord, min_coord, max_coord):
super (SpaceCraft,self).__init__ (imagefile, coord)
self.min_coord = min_coord
self.max_coord = (max_coord[0]-self.ship_width, max_coord[1l]-self.ship_height)
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Kabwg BAénete, T0 mp@to mpdypa mov Ba kdvel o constructor tov SpaceCraft eivon va kaAéoel Tov avtiototyo g yovikng kAdong Craft
HE TNV EVTOAN:

super (SpaceCraft,self).__init__ (imagefile,coord)

OupnBeite 6L yiot va SovAéPel auto, Ba IPETMEL ) YOVIKT] KAGOT] Vo TIpoEpyETal amo v KAdomn object, dnwg kot mpdypatt ovpfaivet:

class Craft(object):

Ta deSopéva mov Sivovpe yia TIG EAGYIOTEG KO HEYIOTEG OLVTETAYHEVEG amobnkevovtat oTig petafAntég (tuple) self.min_coord ko
self.max_coord. I'a g eAdyioteg dev amonteitan Kapid S10p0mom, EVO Y& TIG HEYIOTEG PUOTKA YIVETAL TO YVOOTO KOATIO JIE TO TAATOG KO
VYOG TOL aVTIKEIHEVOL. AUTd Ta €xel 10N vmoAoyioel o constructor tov Craft ya epdg!

To yeyovog B€Bana 01 Sooape mePLOPITHOVG OV OTHAIVEL OTL TO SIXCTNHOTAOLO HOG TIG TNPel KIOAG. Iati Ba ipémel va Kavoupe KATL Kol 0TV
Move 1 omoix §ev EAEYXEL AV O1 TPEXOVTEG CUVTETAYHEVEG Elvanl eKTOG opiwv. Kol g va To K&vel dAAwaTe, a@ov gival povo n faocikn Move
Tov €xouvpe ypayel yia to Craft superclass. Qpa Aowndv va ptiaéovpe pla Move kot oto SpaceCraft:

def Move(self, speed_x, speed_y, time):
super (SpaceCraft,self).Move(speed_x, speed_y, time)
for i in (0,1):
if self.rect[i] < self.min_coord[i]:
self.rect[i] = self.min_coord[1i]
if self.rect[i] > self.max_coord[i]:
self.rect[i] = self.max_coord[1i]

Tt kdvoupe €60; Ma KdtL TOAD anAd ot aAnBela. Aprivoupe v MOVe g YOVIKTG KAGOTG Vo KAVEL T SOVAELX TNG Kol €MELTa BAEMOVLE TIG
OULVTETAYHEVEG TIOL TIPOEKLYV: AV €ival HIKPOTEPEG 1) HEYAADTEPEG 0T TO OP1O, ATTAK TIG PEPVOLHE OKPIB®G 0TO Oplo. IToAD amAg, av TaTe o€
Hwx dkpn TG 080vng Kot cuveyilete va méeTe 10 BeAdKl, T0 SraotnpomAolo Ba peivel ekel, akivito. No motion. No sir. Nada, nope.

"Exovtag oAokAnpwaoel ) faoiKi Kiviiomn Tov 0KAPOLE HOG, PG HEVOLY AKOUQ:
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* Ot BoAég pag
» Kdmowo g€ mov va Seiyvel 6t €xovpie xtumnBel (NynTiKO Kot OMTIKO)
* H aonida kot n pétpnon tov score

Axopa dev €xoupe ayyi&el toug e€wynvoug! Kabmg pavtadeote €xovpe apket S0VAEG aKOpa!

7.11 Mua XZovaptnor ywa tov 'Hyo

Avto eivon emiong MOAD e0KOAO:

def PrepareSound(filename):
sound = pygame.mixer.Sound(filename)
return sound

To omoio Ba pmopeite va 10 KAAEGETE KATIWG ETOL:

explosion = PrepareSound(”explosion.wav”)

Kot guoka o 1xog Ba eivon émerta SraBéoipog yio Xpriomn o€ omolod1moTe OMEL0 TOV TIPOYPAPHATOG TOV XPEIR{EDTE:

explosion.play()
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Pygame Invaders: Ready, set, fire!

8.1 Ewsayoyn

210 TIPONYOVHEVO KEQAANIO EEKIVIOALE VX YPAPOLHE TO. .. Ovelpo K&Be bedroom programmer twv 80s: éva ypriyopo Staotniko space shooter.
E18ika n Aé&n “ypryopo” Tig mePLOCOTEPEG POPEG EKELVI TNV €MOXT OTHatve OTL Ba xprotponolovoajie assembly yla TNV eKAOTOTE TARTYOPH
HOG T] OTL HOCTAV 1O TOUG TUXEPOLG TIoL SiEBete pnyavnua e hardware sprites onwg n extended BASIC touv TI-99 1 o Commodore 64.

INa Toug vdAoovg oL €ypaav ae BASIC ko mepropilovtayv o€ Kiviion xapaktipwv otnv 006vn, To Space Invaders Eexivaye iAodoéa, aAAG
YPHyopa KatéAnye o€... Space Invader a@od {TNHA €Vl V& KATAPEPVE VX KIVI|OEL TIHPATIAV® OTIO €va eE@YNIVO KABe popd Kan tautdypova
Vo xpetadetal va amelkoviel Kol va LTIOAOYILEL TOOO TIG S1KEG HOG KIVI|OELG 000 Kal TG BoAeg — grAikeg Kot exBpikég. Ko dev €xoupe axopa
(QTAOEL OTA NYNTIKK EPE KAL TNV KVIXVELOT CLUYKPOVTEWV.

Eutuxag yia pag, oxt HOVO T PNaVAHOTa Hog €ivatl T000 TTOAD TaxOTepa 0AAG S1aB€ToLE KOl P YAOOGOX TIPOYPAHHATIOHOD IOV PTTOPEL Vo
vAOTIOINOEL EDKOAN KOt KABopa OTL OKEPTOV|E.

Méxpt Tpa €xoujie Set:
- Tig faoikeg KAGOELG Y1 TO SIOTNHOTAOLO HOG KL TOLG EEWYTLVOUG

- KatevBuvon tov StaotnpomAoiov pe ta BeAdkia



118 Pygame Invaders: Ready, set, fire!

- M evieA®g Baotkn KAGON yia To pOVTO
- 'Hyo ko povoikr| ot faoikr) toug popoen

"EX0VTaG (pOpTIOEL TIG TPOYPAPHATIOTIKEG HaG Priatapieg (ko o1, ota 80s ev ouvnBidape Tig iToEG Kot KOAEG Y10t UTO TO OKOTIO) KoBAVOHKOTE
ETOLHOL VO OVTILETWTIOOV|IE TIG EMOPEVEG TIPOKAT|O€1G ToL Pygame Invaders.

8.2 Kvliopevo daovto

M amiotevTn TpokAnon yix ta 80s, T0 KUAIOHEVO POVTO 0TO SIKO pag oy vidt Sev eivon K&t T0o0 SVoKoAo Aov. TTwg dpwg Ba Snpovpyn-
OOUJE H1a KDALIOPEVT EIKOVX QIO X OTOTIKT], Kol HAAOTA Oty To péyefog g oTaTikng eivatl 660 To Tapdbupo pagc;

davtaoTeite MOAD amAd, OTL TAIPVETE TNV EIKOVA TOL POVTOL Kot 0 K&Be KApE TN HETATOTILETE TIPOG TX KAT® — HE P GUYKEKPLUEVT TOXOTNTA
(QLOTKA. Ag EEKIVIIOOVLE AOTTIOV HE KUTH) TNV ATIAT EKSOXT Va ypdovpe TNV SCrol 1, tnv omoia TNy eixape aQroel e Eva HOVOYIKO Pass:

def Scroll(self, speed_y, time):
distance_y = speed_y * time
self.coord[1] += distance_y

210 KUP10 TIPOYPAPHA HOG, B TPOoBETOLE PLOTKA KA TNV AVTIOTOLKN YPAU U Tdve and to StarField.Show(screen):

StarField.Scroll(backspeed, time)

Apkel va opioovpe kdmouv kot v emBopnt tayvtta, backspeed oe g ypappn mov Ba fdAovpe onovdnnote é§w anod 1o Paoikd Bpoyo
while tov moyvidiov pac:

# Set the background scrolling speed

backspeed = 100
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Ewova 8.1: O mpdyovog Tou mpoypapHaTog oL @Tidyvoupe e8a Ba prmopovoe va eivar to invaders mov eypoyia to 1986 otov TI-99. Invaders
B€Bana povo Kata ovopa, plag Kot HeTa Bioag EByade... éva e§nymnvo KaBe popd. Aoyiko opwg: Laser, StaotnuomAotlo, eEwynivog, Kivior, Nxog
Kot score o€... 3Mhz givon amAd Bavpa. Kot éfoa eivan ypappévo oe BASIC, pe kiviion xapoktpwyv, Xopic kav sprites... Give me a break!
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Avto eivan! Ag to Tpééoupe TOPQ, Kol KaAwoopioate aTo...

8.2.1 Python Debugging!

Onwg €yovpie noN mel, Ox1 HOVO Bt aAAGEOL|IE TOV KOSIKA PG OPKETEG POPEG HEXPL VO TIETUXOVHE TO AMOTEAEGHN TTIOL BEAOLE, AAAG Ba TTpETel
va §10pBmoLE KOl Ta TTPOBAHATH TOV, OKOHX TIEPLOCOTEPEG! AEV LTTAPYKEL KOOIKAG IOV €ival AAGVOROTOG Ao TNV TIPMTN YOPA.

Av Sokipaoate va Tpe€ete To miponyoLpevo, Ba eidarte:

Traceback (most recent call last):
File "pygame-invaders.py”, line 126, in <module>
StarField.Scroll(backspeed, time)
File "pygame-invaders.py”, line 58, in Scroll
self.coord[1] += distance_y
TypeError: "tuple’ object does not support item assignment

Me amAa Aoywa: mpoonadnoape va aAAGEovpe N petafAnt self . coord, povo mov auth v eiyape opioel 6To BAOKO HOG TTPOYPAPHA (G
tuple. ®upun0Beite, ta tuples oe avrtiBeon pe tig Aloteg dev aAA&lovv (immutable objects Ta ovopddel | python). Ag T0 aAAGEOLHE XLTO AoTOY.

Bpetite ™ ypoppn:

StarField = SpaceBackground((0,0), "stars.jpg”)

Kot aAAGETe T O€:

StarField = SpaceBackground([0,0], “stars.jpg”)

AM\G&lovtag Tig TapevOEaelg o ayKUAEG, peTatpéPaie To tuple oe Alota. Mmopovpe T@pa va TpéSoupe Eava To TPOYPAHHA.
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Ewova 8.2: Mnv a@roete Kaveva TIPOYPAHHATIOTH) VA CaG TeioeL 0T
0 K®SIKOG TOL €lval TEAELOG 1) — OKOPO XEIPOTEPA — OTL HOLAEVEL e
NV TPATN. AploTeP, Helvape amo... POVTO KaBOG Ta aoTEPIX KOAN-
oav KAT® Qo TV 000vn mpv yp&YOULHE TN pOLTIVA TTOL KAVEL TNV €1
KOVA... poAd. Avapévape 6Tt B Sovpe k&t mepiepyo BEPana. A, o
SLOOTNHOTAOLO HOG PLXVEL CLUVEXOHEVEG, KOANHEVEG HETAED TOUG BOAEG.
H apywxn pag oxediaon eixe KAmowa. .. (... HIKPOTPOBATHaTAL.
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8.3 Scrolling Background, Anoneipa II

Mn gpwvaéete “yaAx” poAig Seite 1o anotéAeopa. .. [epipévate pNmmg o payeiag To ovto va emavaAapavetar; AAd otnv Tpivr ekdoxn|
TO HOVO TIOL YiVeTal eivan vae OKPOAAGPEL Kot TEAMKG va e§a@avifeTal 0T0 KAT® PHEPOG TOL TapaBiPOL. AKOHX TIO EVOXANTIKT] €IVOL 1] YPOHHT|
TIOV HEVEL OTIO EKEIVO TO HOVOXIKO XOTEPAKL — YL VA NV TIOVHE OTL 1) KoM TOL SO TNHOTAOIOU KATAOTPEPETAL HOALG EEPAVIOTEL TO POVTO:
elval Aoyiko, KaBmG To OVTO OLOIXOTIKA “Of1vel” TO TIPONYOVHEVO KAPE TPV EPOAVIOTEL TO eMOpEVo. OTav auTo Sev yivetal AoV, T0 éva
KOPE TIEPTEL ENAVE 0TO GAAO, [LE TO COVPEXAIOTIKO amoTeAeoHa oL BAénete otnv elkova 8.2. Akopa kon o James T. Kirk Sev eixe pavtaotel
tétola kataAnén ya to USS Enterprise!

EvkoAo va to pridéoupe Opmg: L BEAovpE oty TPayHaTikOTNTA; Na KoOAA|goupe SU0 €IKOVEG POVTOU, WOTE VA PTIAEOVHE EVa “pPOAG”.

H npom ewkova anekovietan oto [0,0] kot 1) Sevtepn akpiBog mave amod autr — n devtepn dnA. Ba teAeidver oto [0,0] kot apyika Ba
etvon adpotn!

H xivnon yiveton mpog ta KAt Kot yia 1ig 00, TauTOXpova.

Ortav n mIpaT EIKOVX QTACEL 0TO KATGW GKPO TOL TapaBipovu, 1 §e0Tepn TAEOV EIKOVA €ival O€ TIAPT| ELEAVIOT| 0TO TIHp&OLPO HaG.

H Swadikaoia enavorapfdaveton amno v apyn ko Kaveig dev katadafaivel ot eivon To 1610 @ovro!

8.4 Scrolling Background, Anonepa II1

Ag Eavadovpe Adowmov v kAdon ya to background, cOH@@VA HE TO TAPATIAV®, PE OXOAX AVEHETH OTOV KOSIKA:

class SpaceBackground:
def _ init_ (self, coord, coord2, imagefile):

IMpooBéoape pia Alota coord2 mov Ba mepIEXeL TIG OCLVTETAYHEVEG TNG SeVTEPTG EIKOVAG. Apxika Ba éxer ipr [0, -screenheight],
onw¢ B opioovpe Katd T Snpovpyia ToL AvVTIKEIHEVOL Kot Ba eivon adpatn.
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self.shape = pygame.image.load(imagefile)
self.coord coord

self.coord2 = coord2

self.y_original = coord[1]

self.y2 original = coord2[1]

AmoBnkevovpe TIC ApYIKEG CUVTETAYHEVEG VPO MG Kot i TIG 600 €1koveg. H Kivion tav eiKOvVev 0AAG{EL akp1®G QVTEG TIG TIHEG KO HOALG
oAokAnpwBet éva mANpeg scroll mpémet va prmopovpe va emaveABovpie o AULTEC.

def Show(self, surface):
surface.blit(self.shape, self.coord)
surface.blit(self.shape, self.coord2)

[IpooBeoapie akopa pio ypoppn mov kavet blit ko v devtepn ewkova. Tinota to 18iaitepo.

def Scroll(self, speed_y, time):
distance_y = speed_y * time
self.coord[1] += distance_y
self.coord2[1] += distance_y

[Mapopoia, £66 mpooBEoape plo ypappn yio va Kiveiton ko 1 evtepn eikova. AAG 6Ao to oy vidt maideton e8a:

if self.coord2[1] >= 0:
self.coord[1] = self.y_original
self.coord2[1] = self.y2_original

MoAg i Sevtepn ekoOva ep@avioTtel MANPwG oty 08ovn (ptaoet dnA. oto [0,0] i AOYw. .. KEKTNHEVNG TAXVLTNTOG TO EeMepAael!), emavepyo-
HOOTE OTIG APYIKEG CUVIETAYHEVEG KA Y1 TIG SVO0 €1KOVEG. Topa av auTod Sev €ival KAUTTUA®OT] TOL XWPOXPOVOUL, Sev E€pw Tt eivan! Tpépe
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Aivotoy!

210 KUPL0 TIPOYPAPHA HOG, T) SNHI0LPYIX TOL AVTIKEIHEVOL YIX TO QOVTO YIVETOL TAEOV HE TN YPXUHT):

StarField = SpaceBackground([0,0], [0, -screenheight], “stars.jpg”)

8.5 Fire the Lasers!

"Exovtag emrtéAoug TEAEI®OEL [E To POVTOo, Npbe N ®pa va StaAboovpie Toug ewynivoug pe To Laser pag. To yeyovog 0Tt To mayvidt pag dev
deiyvel akopa e§mynvoug, ivat pia pikpr] evoxyAnuikn Aemtopépeta. Ti BeAete SnAadn, va @TIAEOVHE TPAOTA TOVG EEWYTLVOUG KL VO IV EXOVE
OTAQ; Ba PeVYATE Y1 TTOAEHO XWPIG SOKIHAOTIKEG BOAEG KOt eKTaidevon;

Taopa Aodv mov AoylkevTnKate, ag SOVHE TL Ba pEMeL va epLéxel pia kAdon ya to Laser:
- KAaowd, éva constructor. @a opilel kot pePIKEG PAOIKEG IAPAPETPOLG: APYIKEG CUVTIETAYHEVEG, XPOHA, HNKOG TNG YPAHHNAG, TOXXVTNTA.
- Show: T va epgaviotel | foAn] 0NV eMEAVELX TG EMAOYNG HOG
- Muwx ouvdptnon Move ywx v kivnon g BoAnc.
Le o mp@TN oKEYN, Iowg Ta mapandve oag eaivovial apketd. No oog poton opng: Iote e§apaviletot pia foAr); Ze 500 MEPIMTWOEILG:
1. ‘Otav XxTUNnoEeL Tov ENAPATO eXOPO pHOG
2. Otav Byet €€m amo v 086vn pog
Agv €xouvpie akopa exBpovg, aAAG xpeldleTal Vo KAVOLHE KATL yia TO (2).

XpelaOPaoTe AKOPA 1 GLVAPTNOT) IOV Va Seiyvel av 1 foAn €xel Uyl Tavm amd v 006vn. TIpoeavag, apkel va emotpépel Truen False.
A¢ K&voupEe AOUTOV {1 TPATI ATIOTIEPA.

8.6 Laser Class

ZYETIKA EDKOAX UTTOPOVE VX DVAOTIOI|GOVHE TNV KAGOT TIOL TIEPLypAYPape. AG SOVHE TOV KOSIKA HOG HE TA OYETIKA OXOALX:
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Ewova 8.3: To pnydvnpa givor o yvwotog Commodore
64, 0 LTIOAOYLOTNG HE TIG TIEPLOCOTEPEG WA OELS OADV
TV enoy®v! Av vopilete Opwg OTL To joystick mov ai-
vetat ipoopieton va ouvoebel mave tov, xaoote! Agv ei-
vat éva amAo joystick, eivan to C64DTV: nepiéyel péoa
oL éva oAdkAnpo C64 (OK, xwpi¢ T0 MANKTPOAGY0)
KOl KAPTooo Ty vidix (omd autd ov QOPTAOVAE TOTE
HE TIG Opeg) o€ pix ROM. Agttoupyel pe pmatapieg Kot
ovvéeetan anevfeiag otnv Agopaon oag. Noat, 6Aog o
C64 pe onuepvn texvoloyia xwpAael o€ 2 TOUTAKIA OTO
KATw pEPOG evog joystick! EXTANKTIKO — aAAG epeig Bé-
Bona TpoTIpdpE TN HAYEIX TOL APYIKOV. XTIV TIAV® EIKOVA
10 Sidonpo motyvidt Mission Impossible tov C64 and to
C64DTV.
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class Laser:
def __init__ (self, coord, color, size, speed):
self.x1 = coord[0]
self.yl = coord[1]
self.size = size
self.color = color
self.speed = speed

O constructor Sivel T1g apyikég ovvietaypéveg (Coord) ol omoieg pmopei va givat tuple 1 Alota, 10 xpopa (o€ poper Aiotag RGB), to pé-
yebog (size) kot v taxdnta kivinong (speed). Ot ovvtetaypéveg avatiBevion anevbeiag oe xwplotég petafAntég X1 kot Y1 yux va Tig
ene&epyalOHAOTE EDKOAN OE OAEG TIG LTTOAOUTEG CUVAPTIOELG,.

def Show(self, surface):
pygame.draw.line(surface, self.color, (self.x1,self.yl),(self.x1,self.yl-self.size),3)

H ovvaptnon Show eivan amAn: xpnotponolovpe v draw tov pygame ylia vo QTIAEOVHE P YPAHKT 0TO KATAAANAO péyeBog kot xpopa. Ot
OLVTETAYHEVEG SivovTan pe T popen Svo tuples (apyNg Kot TEAOLG YPAHHTG) Kot KXB®G BAETETE TO HOVO TTIOL KAVOLE Elval va cAAG{ovpie To Y1
yux 1o KatdAAnAo pnkog ypappng. To... puotpiadeg 3 oo TEAOG eivat 10 TAGTOG TNG YPAU TG, Tpia pixels. Av BéAape va eipaote cwoTtoTEPOL
Ba To opilape atov constructor (TnNg VOXTAG TOV KOSIKA TOV BAETEL I pépa Kot YEAQ).

def Move(self, time):
distance = self.speed * time
self.yl += distance

Aev vopilovpe 0T1 n Move ypelaetal TPOKTIKG KAmola e€nynon!
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def GoneAbove(self,y):
if self.yl<=y:
return True
else:
return False

H ovvaptnon GoneAbove Ba pag Agel av 1) foAn €xel mael Tve amd Kamolo 6pio g 08ovng — av €xet Pyet amo v 08ovn Ba mpémnel va v
ofnoovpe.

IToTtedeTe OTL €goupe Kavel KA SovAeld ko To Laser pag Oa Aettovpynoet pe tny npotn. [1oco yeAaopévor eiote. Evtuxmg mov dev oag €BaAa
aKOpa eEwynvoug, Ba oag eiyav @del Adyavo! AAMG oG HEIVOLE Aly0 OKOPO OTNV GYVOLX P0G, KOL TIAKE VO SOVHE WG B EVOOPATOOOVHE
avTo 10 — B€0G va TO KAVEL — OMAO GTO KUPLO TIPOYPOPHA HOG.

8.7 Xvvaptnon Fire oto Craft class

H BoAn eivon mpogaveg pia suvatotnta oto Craft class. Av to okegteite, dev xpetdletal va Tiagovpe StapopeTiko Laser class yia toug e§w-
YNwoug, dpa pog BoAevel va griagovpe v pébodo Fire oto superclass. @a mpénel OpwE va TPooBEGOVHE KATIOLX TTPAYLATH OTOV constructor
tov Craft:
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class Craft(object):
def __init__ (self, imagefile, coord):

self.shape = pygame.image.load(imagefile)
self.ship_width = self.shape.get_width()
self.ship_height = self.shape.get_height()
self.rect = pygame.Rect(coord, (self.ship_width, self.ship_height))
self.ship_midwidth = self.ship_width / 2
self.firecolor=(255,0,0)
self.firespeed = -800
self.shotlength = 20

IIpocBéoape Tig Téooepig teAevtaieg ypappés. To midwidth elvor akpiBcdg avto mov Aéel: 1o p1od MAGTOG ToL SraotnponAoiov. Kabdog
eavtaleote, to Laser Oa mpémel va @evyel ano tn putn tov SteotnponAoiov pag mov Bpioketal otn péon! To xpapa g PoAng Ba eivon
KOKK1vO (255,0,0) kot 1) taydtnta -800. Mn oag mapagevevel n apvnuikn Tipr: o Laser kiveiton and kdtw mpog T méve! Kot nape va dodpe
T ovvaptnon Fire:

def Fire(self):
shot = Laser((self.rect[0]+self.ship_midwidth, self.rect[1]),
self.firecolor, self.shotlength,self.firespeed)
return shot

Me to midwidth eaopaiifovpe 6T i foAn Ba Byet amo ) péon tov SraotnpomAoiov, T put Tov! H ouvdptnon emotpégel éva avukeipevo
tomov... Laser. O Adyog Ba yivel mpogavrg o€ Atyo.
8.7.1 IIpotn Anonelpa

Agixvovtag vepBOAIKT] EUMIOTOCVVI OTOV EAVTO HOG, EIHAOTE ETOLHOL VIO TNV TPAOTH SOKIHT. MEVouv HOVO KAMOLEG YPOHHEG OTO KOPLO TIPO-
YPOHHQ.
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if key[K_SPACE]:
firelist.append(SpaceShip.Fire())

davtaleote BERoa mov Bploketar avth N ypappn, cAAd Tt eivan to Firelist; Ma 1o StaotnpomAotlo pog pmopei va pigel moAAég BoAég. Aev
XpeLR{eTan va eExQavVIOTEL 1) TIponyoLu eV yia va pigoupie véa! TTwg Aotmov Ba Kpatroovpie Aoyaplacpo yia Tig foAEG TTOL TIPEMEL VA OXESIACOVE
oty emoeavewax pog; Kabe popa mov pixvovpe BoAn to avtikeipevo mov emotpépel n Fire amobnkedeton oty Alota firelist. Ipogaveg
TNV EXOVE KPXIKOTIOINOEL €€ Mo To Bpdxo while pe tnv evioAn:

firelist = []

Eivon énerta moAd e0k0A0 va TV KIVI|ooLE Kat va Ty Sei&ov e, TpooBETovTag Tig mapakdte YpappEG petd to SpaceShip . Show(screen):

for theshot in firelist:
theshot.Move(time)

INa k&Be BoAr mov €xovpe mpoaBéael ot AMoTa, TNV KIVOUE.

theshot.Show(screen)

Tnv deiyxvouye.

if theshot.GoneAbove(0):
firelist.remove(theshot)

Epevvoipe av €xel Byel mava amo v 08ovn, kot av oupPaivel avtd Ty agoipodpe and tn AloTa.

Tpé&te to Mooy ko Seite 10 anotéAecpa. Av dev BéAeTe va vipomaoteite 0To YmepyoAaktiko Xuvedpio KBavtikng TexvoAoyiag, deite amAag
v eikova 8.2. Tt eivat avtég o1 cuvexdpeveg ypappég; Epeic yia Laser Eekivroapie Kot pdAtota pe prkog 20 pixels. AAG av mélete to SPACE
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(To MANKTpO evepyomoinong) ouvéxela Ba €xeTe PiA... CLUVEXOHEVN YPORHN TIPOG Ta Tave (Bupiletl Aiyo to Parsec, o maiyvidt tov TI-99 mov
eaiveTal oty €IKOva). Mn Eexvate éxovpe puBpioel To TANKTPOAOYL0 0T HEYIOTN eMavaANYT. Tt HTOPOVE VA KAVOLIE;

8.7.2 Asgbtepn Anonelpa
Evtaéey, yia mpotn amomnelpa v T TNYQAHE TOG0 GOXNHA, TO IACKO HE TO POVTO NTAV 0APOG HEYAADTEPO. XPEIAOTNKE VX OKEPTOVHE TIOAAG
TIPAYHOTA KAl oG SIEQLYE HOVO €var:

* To StaxotnuomAolo dev pémel va pixvel véa BoAn av n mponyovpevn dev €xel “TadlééPel” pia eAGY10T AOCTAOT) OO TO KPXIKO OTHEio.

Kot g Ba yivel avtd; Ma guoikd B pridéovpe pia ovvaptnon mov Ba Sivel v andotaon g foAng and éva onpeio ava@opag (Tn ypappn
Tov BploKeTal 1o OKAQYOG Hag T OTypHn Tov pixvel n foAn). LTov constructor Tov Laser Ba €xovpe pix EMITAEOV TOXPAUETPO YL TNV YPOHHT|
avaQopag:

class Laser:
def __init__ (self, coord, color, size, speed, refline):

Kot B amoBnKeLOOLE TTPOPAVAEG KVTH TNV TIUT:

self.refline = refline

Ko 1) ovvaptnon pog Ba eiva:

def DistanceTravelled(self):
return self.refline - self.yl

H pébodog Fire Ba mpénel va opicel 1o refline, wg my tpéyovoa ypappr tov S1oTnHomA0IOL HOG:
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def Fire(self):
shot = Laser((self.rect[0]+self.ship_midwidth, self.rect[1]),
self.firecolor,self.shotlength, self.firespeed, self.rect[1])
return shot

Kol TEAOG 1) aviyvevomn mANKTpoAoyiov aAAdlel oG e§NG:

if key[K_SPACE]:

if firelist:
# Only fire if last shot has travelled a minimum distance
if firelist[-1].DistanceTravelled() >= 150:

firelist.append(SpaceShip.Fire())

else:
# or if there 1is no shot
firelist.append(SpaceShip.Fire())

AmAG, to StaotnpomAoto Sev pixvel av 1 teAevtaia foAn (to Tirelist[-1] moAd BoAK& pOg EMOTPEQPEL TO TEAELTAIO OTOLXELD TNG AlOTAG)
dev €xel ta&loeyel tovAdyiotov 150 pixels amo ) ypappn BoAng. Av Béfaia Sev vrdpyel kKapik BoAn (mepintwon else), to Sraotnpomioto
piyvel apéowg. AAAGlovtag to 150 Ba pmopeite va eAéyéete v “mukvotnta” av BéAete Twv BoAdv (cheat mode on!)

8.8 'Hyog BoAnc!

Xapigomyv PrepareSound, eivon ebkoAo va kavouyie to Laser pag... BopuPadeg. Ti einate, 0to Sidotnpa Sev €xel aEpa Ko &pa §ev OKOVYETAL
nxo¢; Mot P To o Tépla eivan 00 E1KOVEG KOAANHEVEG OE POAO IOV YLPILOLV; AG TAPAKAA®, HPT)OTE HE OTNV PaVTATia pov! Xe éva BoAKO
omnpeio mpv 1o faoko BpOXo YPAPOUL|LE:

laser = PrepareSound(”shoot.wav”)
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FUEL B 1 —3d 011200
N LIF 2 TOFP 002100

Ewova 8.4: Ano ta mAgov Saonpa moayvidwx o€ cartridge tov TI-99/4A, to Parsec eivat éva Staotnpiko moyviol pe side scrolling, otaBpovg
aVEQPOSIAO OV, TIOAANTIAEG TIOTEG Kol €KEIvo TO auvexopevo Laser mov katt pog Bupicel! Eva akdpa eKTANKTIKO Tpoadv Tov NTav 1 oplAla
— yla dénoov Tuxepd eiye to speech synthesizer. ['a Toug mpaypatika maAlovg ano oag, To Parsec fjtav 1o enionpo video game tov epnfikov
Aenayvidiod “Kokkivol ylyavteg, &ompotl vavol” ov BAEMHE HET PHaviag TNV KPATIKT TNAgOpaon!
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Mrmopovpe va tpoaBécoupe Tov 1xo anevbeiag otn ouvaptnon Fire tov Craft class:

laser.play()

To mouyvidt poag emreAovg apyidel va maipvel popen! ‘Exovpe to Kivodpevo @ovto, exovpie To Laser, exoupie kivnon. Mével va umodextovpe Hovo
TOUG (XapPEVOLG IO XEPL) EEMYT|LVOLG, TO omoio Ba yivel TOAD clUvTopa.

8.9 Mepikég AAég BeAtiwoelg

8.9.1 Amlovotevon tov SpaceBackground

H xAdon mov €xoupe ypaPel yix To QOVTO €ivat o TOAVTIAOKT oo 000 xpelaetal! Amopaoioape AOMOV va TNV anmAovoteboovpE KaBwg To
(OVTO TIAVTOTE EEKIVAEL TNV KVALOT] TOL QIO TNV apy1 ToL TapaBvpov, To yvwotd [0,0] ko kataAnyel emiong oto screenheight:

class SpaceBackground:
def __init__(self, screenheight, imagefile):
self.shape = pygame.image.load(imagefile)
self.coord = [0,0]
self.coord2 = [0, -screenheight]
self.y_original = self.coord[1]
self.y2 original = self.coord2[1]

Ko oto K0p1o mpoypappa pag mAEov 1 HOVI TIAPAHETPOG TIOL TIEPVALE OT0 QPOPd TIG GLUVTETAYHEVEG eivon To SCreenheight:

StarField = SpaceBackground(screenheight, ”“stars.jpg”)
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8.9.2 Beltioctomoinon Epgavieng g BoAng Laser

IMapatnprioate Kol e0€ig PUOKG OTL 1| foAr] Tov Laser dev Eekivdiel akpifog amd T poT ToL StaoTnpomAoiov, aAAd €xel offset Alyeg ypappéc.
Aoyké KaBaG yOpw amo To S1oTNHOTAOL0 HOG BploKeTal éva aOpaTO KOUTAKL TTIOL TO TIEPLEXEL KL 1] BOAT EPHPAVICETAL ATIO TNV TIAV® YPAHHT|
TOU — TIOV 8EV CUNTITITEL AVOYKOOTIKA LLE TN HUTI TOL KaVOVIoL Hag. Oa mpemnel va epgavicovpe to Laser ano Alyo mo Katw.

IMa va 10 K&voupe autd pe 0waTo Tpono™, Ba Sdaoovpe pia emmAéov mapapetpo Vof Fset (vertical offset) oto Laser poag. Mn Eexvate ot Ba
TO XPT|O1HOTIOUCOVE KO YIX TOUG EEMYTLVOLG KO €KEL Ta TTPAYHATH 10wG elvan StagopeTikd! O véog pag constructor Ba elvat KAM®G €Tot:

class Laser:
def __init__ (self, coord, color, size, speed, refline, voffset):

self.x1 coord[0]
self.yl coord[1] + voffset
self.size = size
self.color = color
self.speed = speed
self.refline = refline

Kot puotka ) kAo mou KAVOUE SIOAHOPPOVETAL KATIWOG ETOL:

shot = Laser((self.rect[0]+self.ship_midwidth, self.rect[1]),
self.firecolor,self.shotlength, self.firespeed, self.rect[1],15)

Omov QLo To payko 15 eivan to offset mov eméAeéa yia To StaoTnpomAo0 pHag. Av BEAovpie va eipaote owatoi BéRoa avtod Ba to BdAovpie
oe pwx petafAntn self otov constructor. @a pov TEITE TOPA YIATL VA IV KAVOLE KATL avTioTotyo Kot yia to midwidth. INa okegteite 1o Alyo
Kol aoyoAnBeite to andyevpa, dvte prpaBo!
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8.9.3 Anuovpyia Zvvaptnong Fire oto SpaceCraft Class

LKOMOG pag €6® €lval Vo HETAPEPOVHE TOV X0 OTIO TN YOVIKI] OLUVAPTNOT OOTE V& eEXo@aAicoLE OTL HOVO To S1KO pag (Guvatd) Laser Ba
axovyetal (Kat 01 01 BOAEG TRV KAKOHOIp®V, 0SUVOHGOV Kol XAHEVRV amd xépt eEmynivav). Kot wpaia, mmyate oto Fire tov Craft class kot
BydAate to laser.play( ). ITowx Ba eivan n cuvdptnon oto §iko pag SpaceCraft class;

def Fire(self):
laser.play()
return super(SpaceCraft,self).Fire()

Yndpyetl povo éva movnpo onpeio: Puokd Kot 0o KKAEGOVE [iE TNV SUPET TN YOVIKT oLVAPTNOT). AAAG PN EEXVATE OTL LTI EMOTPEPEL €V
avtikeipevo Tomov Laser 1o omnoio Ba xpnoHOMTOUCOVHE XPYOTEPA. AV TNV KAAEOETE AMA®G €TOL:

super (SpaceCraft,self).Fire()

n Sk pog Fire Bo emotpéPel 1o... timota. O npoobéoete petd éva avTikeipevo Tov TOMOoL. .. Tinota ot AMlota firelist nmov mepiéyel Tig
BoAég. Auto Sev eivan kaBoAou pa kaBoAou KaAo, ylati dev vdpyel CLVAPTNOT TTOL va Kvel avtikeipeva TomoL “tinota”! Aa Seite v python
VO TIKPATIOVIETAL HE TO TIHPAKAT® HTVOHQ:

Traceback (most recent call last):
File "pygame-invaders.py”, line 210, in <module>
theshot.Move(time)
AttributeError: ’‘NoneType’ object has no attribute ’'Move’

Oa pTopoLOATE PLOKK VA KaAéoeTe TV F1re kot étot:

def Fire(self):
laser.play()
theshot = super(SpaceCraft,self).Fire()
return theshot




136 Pygame Invaders: Ready, set, fire!

AN givat iepITTo va amoBnKeDOLE TNV TN TIOL SeV TTPOKELTAL VX XPTOLHOTOWCOVHE TIp& HOVO Yo To return apéocng Petad.

8.10 'Epyovtat ot... EEwynvol

"Exovpe kivnon, Laser, scrolling background. .. Koaipdg va BdAoupie kot toug e§wynivoug oto mayvidt, 6ev vopiete; Oyt timota GAAo va €xovpe
KATL V& TUPOBOAGHE GPETH OTO EMOHEVO KEQPGAao. TTape Aowmdv va Sovpe Twg Ba ToLg EPPAVICOL|LE.

Onwg giyape TEL 0TV KPYIKT TEPLYPAPT] TOL TALXVISI00, ot e€wynvol Ba épyovtal oe kOpata. KabBwg Eepnepdedovpe pe 1o éva kKOpa Ba
ep@aviletal o endpeVO. Mo amAr] oKEPT VO LOTKG TO K&BE KOPO VO €XEL VO CLYKEKPLEVO ap1Bpo amd e§mynivoug. Kabévag Ba eppavideton
o€ P toyaia Béon oty 000vn pag Kot Ba Kiveitanl pe oxeTIK& TuXieG TaVOTNTEG, KAvovTag bounce ota opa Tng 006vng (oag Bupidel katy;)
Me Bdon o Topanave, HITOPOVHE VO YPAWOUHE EDKOAX HIX ap)IKT] DAOTIOINGOT Yyl TNV KAGOT] TOUG.

1 class Alien(Craft):
2 def __init__ (self, imagefile, coord, speed_x, speed_y):

3 super (Alien, self).__init__ (imagefile, coord)
4 self.speed_x = speed_x

5 self.speed_y = speed_y

6 self.shot_height = 10

7 self.firebaseline = self.ship_height

8 self.firecolor=(255, 255,0)

9 self.firespeed = 200

10 def Move(self, time):
1 super (Alien,self).Move(self.speed_x, self.speed_y, time)

12 if self.rect[0] &gt;= 440 or self.rect[0] &lt;= 10:
13 self.speed_x = -self.speed_x
14 if self.rect[1] &lt;= 10 or self.rect[1] &gt;= 440:
15 self.speed_y = -self.speed_y

Tt napanave €xet to Alien class ano epag; ITapatnprote 0TL 0 constructor €xel amd TNV apyn TIHES VI TIG TAXVTNTEG TOV EEWYNIVOL KO GTOVG
SV0 G&oveg — OMWG einapie o1 e§wynvol Sev givat TOAD €ELTIVOL. EEKIVAVE [IE TUXXIEG TAYVTNTEG TIG OTIoieg B TaXpdyovie aTOV KOpLo Bpd)o Tov
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Ty viSiov. Agite Tt yivetat otn ouvaptnon Move. Otav tdoouv oe Kamowx opia ¢ 086vng (Ta omoia kKak®g eivat hardwired otov KOSIKA,
Kat mov Ba StopBwaete) amAwg aAA&lovv @op& kivnong (ep, auto to bouncing ball...). Epeig féBoa Ba kavoviooupie va €pxovTal yeVIKG TTpog
TO HEPOG HOG HE TIG AVTIOTOLXEG EVIOAEG OTOV KUPLO BpO)o.

ITpwv 1o while opwg, B mpémel va eTOPACOLE TG €1KOVEG IOV Ba Xprotpomnoinfoiv. Ot eEwynvot eivatl TOAAGV E16GV:

alienimage=('alienl.png’, "alien2.png’, "alien3.png’, "aliend.png’, "alien5.png’)

Opilovpe Kot piax peTafAnt mov poag empenel va kabopioovpe moootl e§mwynivot Bo vapyovv oe K&Be KOp:

numofaliens = 8

Onwg kavape pe Tig foAég Laser, Ba amoBnkevoupe ta avtikeipeva tomov Alien nmov Ba @Tidyvovpe o€ pla AMloTta, Tov apyiKd, €€ amo To
Bpoyxo, Ba givon kevn:

AlienShips = []

Méoa oto Bpoyo Twpa, Ba xpnolpomorjogovpe pia evioAr] for yia va Snplovpynoovpe 1o KOpa Tev xaloe§oynivewy. Mmnopeite va BdAete Tig
TIOPAKAT® EVIOAEG aKPIP®C KAT® amd Vv ypappun time (nmpooégte to indentation):

if not AlienShips:
# AlienShips empty means we need to create new ’wave’
AlienShips = [ Alien(alienimage[randint(0,len(alienimage)-1)],
[randint (20, screenwidth-80), randint (20, screenheight-140)],
randint(100,150), randint(100,150))
for 1 in range(0,numofaliens) ]

Av yiayvete to for, eivat Alyo kpuppévo: Xpnotponomoape pla Suvatotnta g Python mov ovopadetan list comprehension Kot pog €MTpENEL
TIOAD €0KOAQ VO STHIOLPYNOOVHE HIX AIOTA EVOWHATMOVOVTOG TNV eVTIoAn TOr pe tov tpomo mov BAénete mapanave. Oa prmopovoape BEona
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VO TO YPAYOULE JIE TOV KAXOIKO TpOTO:

for 1 in range(0,numofaliens):
Alienships.append(Alien(alienimage[randint (0, len(alienimage)-1)],
[randint (20, screenwidth-80),
randint (20, screenheight-140)], randint(100,150),
randint(100,150)))

Onwg mapatnproate, xpnolgonolovpe my randint yux va mapayovpe apxikég BEoelg kKot Tax0TNTEG yix TOLG e§mynvoug. Ot TG €xouv
emAeyel KATGRAANAQ Yot var PNy TEEQTOLY €KTOG 000VNG 0AAG Kot var Pn ePQavioTel Kaveig Tdve 0To SIaTNHOTAOLO HOG OTO KAT® HEPOG TNG
004vng.

Narti vapyet to 1f not AlienShips; Avn Alota AlienShips eivat adeia, pnopet va ovpfaivouv §vo mpaypota:

- Eite pohig Eexvnoaypie To mayvidt, onote auTo gival T0 TPMOTO KOPA E@YNIVGOV

- Eite pohig €xouyie. .. epmepdéPel e OAOLG TOLG EEWYNLVOUG TOL TIPOTNYOVHEVOL KOHATOG
Le kdBe mepintwon, onpaivel 6t dev Exovpie emyrvoug otnv 000vn, dpa oiyoupa TIPEMEL var SNHLOVPYTCOLLE TO VEO KOpa! Ko vat, cuto givon
0A0 TO BEpa pe v Snpovpyia TV e§RYIVOV.

DLOoKA, 01 €EWYNIVOL KATIOL TIPETEL VO PaVOLV Kol va KiviiBovv. Omote Ba €xovpe kot to mapakdte For. [Ipooédte 6T mpémel va eivat HETA TO
Show yw to Kivovpevo @ovto pac:

For AlienShip in AlienShips:
AlienShip.Show(screen)
AlienShip.Move(time)

Kot topa pnopeite va mepaoete HEPIKEG MPEG ELXAPLOTA TTVLPOBOAGVTAG EEWYNIVOLE TIOV. .. dEV OKOT@VOVTALl. ATIO TNV GAAN dev oag upooAovdv
KIOAQG. XapeiTe aUTH TNV TIPOCWPLVI] AVOKWYXT], YIOTL 0TO EMOPEVO KePAAato, Ba Stakorel amotopa!
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9.1 Ewsayoyr

KaBag paiveton to Pépata teAeinoav. Exovpe 10 0KAQOG PAG, TO KIVOOHEVO POVTO, TO Laser Kol 0To Tponyovpevo Ke@aAaio pag npbav pia. ..
BoAta kot o1 Tpwtol e§wynvol. Alyo S10TaKTIKOL gElG, TOUG KOITASapE, TOUG pisape Kol SlamotOoape 0Tl Sev yivetal Timota! Ma 11 Aginel
EMTEAOLG ATTO KVTO TO TIALY VIO

Av eiyate &eKivijoel 1o programming moayvViS1QV TPV HEPIKA XpOvia — TOTE Tov 1| dnpovpyia frame based shooters Ntav anmAwg amaoto
OVELPO — KO TTEPLYPAQATE TO POPANHa oG 0TO iAo oag Tov ypage ekeivn TNV enoxr to §1ko6 Tov Invaders Ba oag €Aeye §Vo Aéerg: collision
detection. H aviyvevon guykpoloewv eivan éva Baoikd Bépa (ko mpofAnpa) og 6Aa ta moyvidia Spdong. Eivatl to Turipa touv mpoypappatog
TIOL avayvwpilel Tote o0 e§wynvog 6€xTNKe TN PoAn, TOTE TO SIKGTNHOTAOLO €0KAOE TIAV® OTOV... KAKOBOLAX KIVOUHEVO HETEDPITT, TTOTE O
pacman £€Qaye T0 AVIOCHATAKL.

Mo KAOKOGKESIAGHEVT POLTIVX AVIXVELOTIG GCLYKPOVOEWV 08TYElL O€ TPayeAQPIKG aOTEAETHOTA:
- XOpOKTPEG IOV TIEPVAVE HECN ATIO. .. TOIXOLG (LOVO 0 KOSIKAG PO KA TA PAVTIACHATH TO KATXOEPVOLV QUTO)

- BoAég mov akovpmdve — 1 aKOpX XEIPOTEPO TIEPVAVE HECTK — MO XUPAKTIPEG XWPIG Vo Toug KataaTpé@ouy. Kat KaAd va gival to S1ko
HOG SIOTNHOTAOLO, TL YIVETAL [IE TUXOV... anéBavtoug e§wynvoug;



140 Pygame Invaders: H EioBoAn Apyile!

- Laser mouv KoTaoTpEéPouy IpAYHATA T 0TIoiax eV gaivovTat va €Kouv ayyi&el 1] — akopa xelpotepa — Bpiokovtot atny... GAAN dkpn g
00dvng.

Ye éva oy vidt ov Sev €xel ypagtei pe ) frame based Aoyikr) mov xpnoHomolovpe €8®, 1| AViXVELOT] CLYKPOVOEWV SV EIVaL KON TO TILO EDKOAO
TIPAYHO: QAVIAOTELTE OTL AV 1] YADOOX TIHPEYEL AVTOVOLX KIVODHEVX SPrites, TO TIPOYPAHHN HOG HTTOPEL Vo EKTEAEL OTTOLAOTTIOTE TLXALK EVTOAT|
v Opa ov Ba cLYKPoLATOLV. Av eipacTe TuxepOt, | VTOAT| oL Ba ekteAeitan Ba elvar awtr) ov Ba evromidel T ovykpouvon Svo sprites.

INa va avtipetwmotel 1o mpofAnpa avto, oe kamoleg Stadéktoug BASIC g emoyng apyioav va epgavidovtat evioAEg pie Aoyikr| events (CLp-
Bavtwv): T0 TPOYPAHHX EKTEAODVTIAV KAVOVIKA, T| YAQOOH EAEYXE ALTOHATA KATH TOKTA SIKOTHHOTA Yl GUYKPOVOELG KOl €0TEAVE éva event
0TO TPOYPUHHX TO OTOI0 PETH eMe&epyalOPAOTAV Y10 VX SOUE TL... OKOTO®ONKE. AVTA ylo TOLG Alyoug TuXEPOVG BERONa [iE TOLG AVTIOTOLKOVG
UITOAOYLO0TEG — EHEIG HAOTAV KATASIKATHEVOL VA TTUPOoAdpE Séka @opég To KaBe katapapévo UFO péxptl va eKteAeaTel | 00O TH EVIOAN!

Ko topa ov €youvpie frames 1 yivetan; Ta mpdypota €xouv amAonown et moAv! TIape va ta §ovpe.

9.2 Collision Detection, Part I — Eoymve og 'E@aya!

Pi&te Alyo pia patia oto super class Craft ko 0o Bupnbeite 611 €xovpe amobnKeVOEL TIC GLVTETAYHEVEG TOL OKAPOULG (giTe TOL S1KOV pOG ElTe
TOL EWYTVOL) O€ €va avTIKEipieVO TOTOL Rect:

self.rect = pygame.Rect(coord, (self.ship_width, self.ship_height))

To mapamdve Hag €xel 161 SIELKOAVVEL 0TV KivnoT, KABOG HTOPOVE HE VX AVTIKEIEVO Tect Vo aAAGEOVIE TIG GUVTETAYHEVEG ETMTOMOV, OTIAG
eaiveTal oy poutiva Kivnong:

distance_x = speed_x * time
distance_y speed_y * time
self.rect.move_ip(distance_x,distance_y)

Aev givan 6w povo auto: H kAaon Rect pog mapéyel v ovvaptnon collidepoint mov eAéyyel av KAMOIEG GUVTETAYHEVEG IOV SIVOLE
Bpiokovtal péoa 0to mapaAAnAoypappo (rectangle) mov eAéyyoupe. Etol, av AlienShip sivan éva avtikeipevo Tomov “e§wmyrivog” Kot pia
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BoAn Bpioketat otig ovvtetaypeveg (120,248) n evioAn:

collision = AlienShip.rect.collidepoint((120,248))

Ba emotpéPel True av vmapyel “oOyKpouon” EMTPEMOVING HOG VA KAVOLE auTO mov mavta Behape: Na Eemaotpéyovpe toug elofoAeic!
(buoTuX®OG pe P pikpn TapaAAayr Bo emTpEPEL Kol o€ aVTOVG VO EEMAOTPEYOLV EPAC). Mia apyIKT] EKSOXT] TOU KOSIKKX HTIOPEL var giva:

for theshot in firelist:
theshot.Move(time)
theshot.Show(screen)
if theshot.GoneAbove(0):
firelist.remove(theshot)
else:
for AlienShip in AlienShips:
if AlienShip.rect.collidepoint(theshot.GetXY()):
explosion.play()
if theshot in firelist:
firelist.remove(theshot)
AlienShips.remove(AlienShip)

To TIPMOTO KOPPATL TOL KOSIKK TO EEpeTe NOM: €ival UTO TIOL Kivel TG BOAEG Ko eAéyyxel av KAmowx €xel Ee@Uyel amd tnv 00dvn yx va
Staypayet ano ) Alota. Av dev éxel Eepuyet:

- Alatpéxovpe 0AN m Alota Twv AlienShips
- EAéyyoupe av n tpéxovoa BoAr (theshot) ocuykpovetan pe kamowo AlienShip (evioArj collidepoint)

- Av avtd ovpfaivel, akovyetal o NX0G NG €KPNENG (0€ MEICHN TNG PLOTKNG KA1 TOL KEVOD TOL S1ACTHHATOG), N| BOAN agaipeital amnd
AMota firelist kot o avtiotoyog e€wynivog ano ) Alota AlienShips. H S iaypaen and ) Aota onpaivel kot e§a@dvion Toug and
v 006VN 0TO XUECMG EMOPEVO KAPE!

H ovvapton GetXY eivar moAvd amAn. Avrkel oto Laser class Kot anmA®g EMOTPEPEL TIG CLVTETAYHEVEG TNG BOANG HOC:
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def GetXY(self):
return (self.x1,self.yl)

Aev oxoMdlw kabBoAov to explosion. play () mov gival éva akOpa NYNTIKO Q€ IOV TTPocBETalE.

Ko va, autd eivon 0Ao! Av tpé€ete 1o mpoypappa propeite va mapete emtéAoLg ekSiknom e€agavidoviag 0oa KOpata eEwynivov BéAete. Oco
npoAafaivete SnAadn, pia kot Sev €xouv akOpa apyioel va pixvouv.

To wpaio eivan OTL e TOV TPOTIO TTOL PTIAEAE TO TIAY VIS, KADE POpd TOL TEAELWVOLE PIE EVA KOPX EEDYTIVAV, EPOAVIETAL XKPETKG TO EMOHEVO.
Oupnbeite T0 HAYIKO HOG KOATIO:

if not AlienShips:

9.3 H Avtokpartopia (tov Xalnv) Avremtifeton!

"Eva oy vidt mov B mupofoAdipie poOvo eEmynivoug xwpic va pog avremtifevton Ba yivel fapeto moAd ovvtopa: K&t oav to Graphics Match
Omov povo xavape. HpBe n dpa outd to Yol TAAGHATA VO AOKTHO0LY Alyn a&lompéneia mpoBAAAOVTOG P KATIO avTioTaoT).

[pwv &exwvnoovpe, ag BupnBovpe Alyo Ti¢ mapapétpoug atov constructor tov Laser class:

class Laser:
def __init__ (self, coord, color, size, speed, refline, voffset):

omov ELOK& coord eivat o1 ouvtetaypéveg, Color eival o xpopa g PoAng (Slu@opeTiko Yo Tov eEwynvo), Size eival To PRKOG TG
ypoppng Laser, refline eivon ) ypappn ava@opag ekkiviong g foAng (to kdtw pépog yiax tov e§wynvo) kot Voffset eivan pa pikpn
816pBwon atov Kabeto dova g PoAng mov pdAlov dev Ba xpelaotovpe yia ta AlienShip. H cuvaptnon Fire oto Alien class Ba eivat
KATOC €TOL
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Ewova 9.1: Ta easter eggs (av Sev ta E€pete) eivarl PIKPA TIPOYPOPHATAKIO KPUPHEVA péoa ae peyoAlTepa (Ko TIOAAEG Qopég “cofapd
TIPOYPAHHOTA’) TA OTIOL EVEPYOTIOLOVVTAL HE KATIOI0 TIEPiEPYO, KPLQO TPOTO. LTIG aALEG ekdoaelg Tov OpenOffice, vmrpyxe KPLHPEVO HECT
éva oy viol pe titho StarWars (pio akopa ekdoyxn tov Space Invaders otnv mpaypotikotta). o va ekiviioel €npemne KATO10G va ypapel
=GAMES (“StarWars”) oto mpato keAl. Avotuxmg oTig véeg ekboaelg Tov openoffice kot libreoffice ta easter eggs apoipédnkav.
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def Fire(self):
theshot = Laser((self.rect[0]+self.ship_midwidth,
self.rect[1]+self.firebaseline), self.firecolor,
self.shot_height, self.firespeed,
self.rect[1]+self.firebaseline, 0)
return theshot

Evvoeitan 6 éxoupie opioel xpopa, firebaseline kon shot_height otov constructor tov Alien class.

KaAa 6Aa autd, aAAG dev onpaivel OTL o1 eEwyNvol pixvouv KIOAaG. Oa TPEMEL [le KATOW0 TPOTIO VA amo@aoilovv mote (kat av) Ba pi&et o
KaBévag Toug. Aev pokertat va fyaiouv xépila ko va xturave 1o SPACE oto mAnktpoAdyio! (ko ap@ifaAiovpe av Ba toug To divate €tot Kan
aAMAG). T GAAN piax @opd Ba pag odoel n randint:

for AlienShip in AlienShips:
AlienShip.Show(screen)
AlienShip.Move(time)
if randint(0,10)==9:
if alienfirelist:
if alienfirelist[-1].DistanceTravelled()>=100:
alienfirelist.append(AlienShip.Fire())
else:
alienfirelist.append(AlienShip.Fire())

O e&wynvog piyvel povo av to randint (0, 10) eéper v Tiun 9. Nat, 0Lo1HOTIKG 0 €E@WYNVOG. .. pixvel {apt ylo va amo@aoioel av Ba piget
n oL Ko BéPora prmopovpe va KAVOLHE TO ALY VIS o SOCKOAO YpAPOVTAG KATL AV QUTO:

if randint(0,10)>4:

omndte Kot ot foAég Ba eivan o ovyvég. To alienfirelist guokd ival n Alota mov Kpatael Tig exBpikég BOAEG KO pYIKOTIOLEITAL £E0 QMO
TO BPOXO € TNV EVTOAN:
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alienfirelist = []

Otiioydel yia T1g S1KEG pag BoAég 1oyVeL Ko yia TIg exOpikeg: Sev Eekvdel véa oA av 1) tponyovpevn dev €xel S1avOoEL i EAGXLOTI GMOCTHON
Tov €xovpe opioel wg 100 pixels ko eAéyyovpe pe v DistanceTravelled( ). Avotuywgn DistanceTravelled () onwg v éxovpe
erdéel pexpL oTypng dev Aettovpyel ocwota yuax Tig exBpikeg foAég. Mnopeite va paviaoteite yloti;

ATAQ, ot foAég aLTEG TINYRiVOLV TIPOG TA KAT® €V 01 S1KEG HOG TPOG T TIAV®. 'ETO1, 1| GLVAPTNOT MOPAYEL APVITIKEG TIHEG YA TIG EXOPIKEC
BoAég evmd oty ovoia pag evEI@EPEL I AMOALTI TIHT KUTHG TNG amOoTaonG. Kot poAg etmape v Aégn kAeldi yix 1o mpofAnua pag: n Python
HOG TTIXPEXEL TNV GLVAPTNOT AMOALTNG TIUNG abS onwg oxeddv 6Aeg 01 yA\wooeg mpoypappatiopov! ApanDistanceTravelled () Bayivel
TOpQ:

def DistanceTravelled(self):
return abs(self.refline [ self.y1)

H aAAayn avtn dev emnpeddel puokd kaBoAov tn Aettovpyia g ouvapTNoNG oTig S1kEG pag BoAég. To povo mov pével eivan va dei§ovpe Kan
VO KIVIOOLHE TG BOAEG:

def DistanceTravelled(self):
for theshot in alienfirelist:
theshot.Move(time)
theshot.Show(screen)
if theshot.GoneBelow(laserdownlimit):
alienfirelist.remove(theshot)

Avtiyia GoneAbove €youpe puoika GoneBelow kabag ot exBpikég BoAég katevBivovTan Tpog Ta K&Tw (1 tpog Ta v pag!). To laserdownlimit
T0 €Y0VpE opioel €€w amo To Paocikd Bpoxo wg:

laserdownlimit = screenheight - 40
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Kol @uoloAoyikd Ba énperne va €xovpe kan laseruplimit = O avri va eivon hardcoded péoa otov kwbika (hint: @Tid&te to!). Eipaote todpa
éva Bripa mpy ot e§wynvot yivouy emkivéuvot: pixvouv, aAAG eipaote akOpa dtpwtot oTig foAég Toug. Autd Ba aAAa&el apeoa!

9.4 Collision Detection Part IT — O BoA£g ITégtoov Bpoyr!

E&aoknBeite Aiyo 600 o1 e§wymnvor givan akivéuvol: edo Ba ypapoupie To collision detection yia 1ig BoAEG IOV TIEYTOLY OTO SIKO PG OKAPOG!
Eivon apketa 6poto pe 1o part I:

for theshot in alienfirelist:
theshot.Move(time)
theshot.Show(screen)
if theshot.GoneBelow(laserdownlimit):
alienfirelist.remove(theshot)
else:
if SpaceShip.rect.collidepoint(theshot.GetXY()):
destroyed.play()
if theshot in alienfirelist:
alienfirelist.remove(theshot)

INa k&Be exBp1kn BoAn mov ta&idevel oty 086vn pag:
- Av éyel Byel ektog 000vng eapavideton (apopeiton and m AMlota alienfirelist)
- ALPOPETIKA, OV €XEL XTLTTNOEL TO SIGTNHOMAOLO LG AKOVYETAL O T)X0G TNG €KpNéENG (destroyed) ko téAL n foAn aorpeiton amo ) Alota
- Av dev ovpfaivel timota amo ta dvo, 1 foAr] aA®G cuveyiel va Kiveitat.

IMapatmpriote BéRora 6T T0 SraotnpoémAolo pag dev Staddetan pe ) foAn, oxt epeig (Ba) éxovpe aomida! Xavoupe 6tav N aomida pog TEPTEL
010 pUndév. 000 METLYXAIVOLHE EEWYTIVOLG T KOTISA HOG O1y& — Oy eMavEP)ETAL. MeyGAo TAEOVEKTNHA VX €l0OL TIPOYPAHHATIOTNG TEAIKA:
opidelg Toug KavOVeG TOL T VISI00 (TIPOg To GLHEEPOV gov BéPatal)
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INa v opa dev €xovpe OP®G 0VTE aoTida, oVTE Kav score. Kat éxoupe éva akOpa poBANHaTakt: §ev LTIAPYXEL KXPL& €voelén otny 06ovn ot
€xoupe ytomnBel — akovyeTaL HOVO €vag NX0G. OAa LT TIPETEL PUOTKA VX TX PTIAEOV|IE.

9.5 Tnpnon Score

Avtd givan ebkoAo. Opiote pia moAL amAn kAdon yx to ScoreBoard:

class ScoreBoard:
def __init__ (self,x,y,font, fontsize):
self.x = X
self.y = vy
self.font = pygame.font.SysFont(font, fontsize)
self.score = 0

def Change(self, amount):
self.score += amount

def Show(self, surface):
scoretext = self.font.render(”Score: "+str(self.score), True, (0,0,255))
surface.blit(scoretext, (self.x,self.y))

def GetValue(self):
return self.score

def SetValue(self, score):
self.score = score

Eivon motebovpe evieAdg mpoeavrg: To Score Ba spgavidetar otnv Béon (X, y) g 006vng pe ) yvwotn pog pébodo blit. Exovpe
ovvaptoelg Change yw va npoagBéoovpe ato score v Tipn amount kon GetValue / SetValue yw va Stafdoovpe vy Tipn n va
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- chons kbl

Ewova 9.3: O ZX-81, énpuodpynua g Sinclair Research, yvootn ano 1o ZX Spectrum, eivat éva ano ta mp@ta oklaka micros pe 1Kb RAM
(ko e&wtepikn| eméktaot ota 16Kb) pe To KATAMANKTIKO XXPAKTNPLOTIKO OTLTTAV. .. KoTIpOpavpo. Me taydtnta 1MHz 1 2MHz (1o Aeyopevo...

fast mode) méAt pmopovoe va Tpééet o Space Invaders 60nwg BAEneTe 0T POTO (TIPOPAVAOG TO CLYKEKPIHEVO Elvan Ypappévo o€ assembly ko
oyt oe BASIC).
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Béoouie 1o score amevbeing o€ pia TIPT NG apeoKeing pag (AL oto cheat el 1o pLAAG G0G €;). LTO KOPLO TIPOYPApHA Hag Ba Exovpe:

Apywonoinon Score:

score = ScoreBoard(0,0,"[impact”], 32)

Xe kaBe emruyia poc:

if AlienShip.rect.collidepoint(theshot.GetXY()):
score.Change(10)

INa va §o0pE OHKOG Kot auTH TNV GOSN TIOL AEYQLLE, Y10 VO OTAPOTI|OOVHE VO IAPLOTAVOLHE TOVG. .. Highlanders!

9.6 ShieldMeter Class: Mia KAdon ywa v Acomida pog!

To ShieldMeter class eivol apketd amAd: oxedidlel pio pmapa oty 006V mov pel@veTal KaBhg MEQTeL 1) evépyela NG aomidag pag (6co
SNA. KaBOpOTE KOl TIG TP®JLE GypLX ATIO TOUG EEWYNIVOUG) T} AVEAVETAL HETA KO KATIOLEG SIKEG PG TIETUXNHEVEG BOAEG. Av 1 aoTiiSar PG TIETEL
KOt and kamowa Tipn (warnvalue) to ypopa g pndpag aAAdlel. Ipogavmg n aomida éxel pia péylotn Tipn (maxvalue) népa and myv
omoix 8ev av&dveton Kot evvoeiton ev Pmopet va el Katw amo To Hndév (oto pndév BAEmovpe noN T YNELOKE pATOVAKLN VA QUTPOVOLV OO
KAT).

class ShieldMeter:
def __init__ (self, x, y, maxvalue, warnvalue):

To poOvo evSIAPEPOV TIPAKTIKA KOMHATL 0TOV KOSIKA €ivan 1 oxedioomn pe v draw. rect, ot GAAeg cuvapTroELg €lval TOGO AMAEG OGO KAl TOL
ScoreBoard:
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SCORE 00000 HI SCORE 00000 Texas Instruments Home Computer

28808088882 e

=

sormare: COMMAND MODULE

INVARDER OPTIONS
1. MERELY AGGRESSTVE
2. DOWNRIGHT NASTY

YOUR CHOICE?

Ewova 9.4: Xto mponyolpevo kepaAato oag €de1&ax tnv 611 pov ekdoyr tov TI Invaders, e BASIC —ipv kav péBw 6t TI eixe kukAopoproet
1o Space Invaders o¢ cartridge. Ot §00 @®TO €ivan and To oK Vidt, eved BAEnete Ko Tig 0dnyieg Tov. Eivon apketd SUOKOAO KAl yiveTon aKOHO
XEWPOTEPO v TpooTiabeite va mai&ete pe ta original TT joysticks (€xouv UneloTel péoa oTa SEKA XEIPOTEPK OADV TWV ETTOXMV).
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ITHMODORA . e e‘
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Ewova 9.5: Otav Bapiopaotav to Space Invaders oelpd -
elye o Pacman. Ameipa joysticks TIPETEL var £X0UV Ol0- (NI
AuBel e€ontiag LTV TV V0 MAYVISIOV. TN QOTO E!SON

BAénete éva amd to MEPLOSIKA IOV AOKOAEITON IE Tetro —————
gaming — Kol TIPEMEL VX 00G TTANPOQPOPT|ow OTL 1| retro
oknvn kKaAd kpatel. O meploootepot BéPona xpnotpo-
TIO100V TIAE0V €SOHOIMTEG, XAAG OCO01 €xouV Ta original
pnxaviuota ev ta aAA&louy pe tinota!

TOUCH- E m

ES HA
NDHELD 5 PERFECT FOR RETRO GAMERS

€ BLACK TIGER

ISGMETR\CSHENANIMNS WITH T
HE TOUGHEST PLATFORMER THAT
ULTIMATE'S CLASSY. ADVENTURE YOU'RE EVER LIKELY TO PLAY
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def Show(self, surface):
if self.currentvalue < self.warnvalue:
self.shieldcolor (255,0,0)
else:
self.shieldcolor = (0,255,0)
pygame.draw.rect(surface, self.shieldcolor, (self.x, self.y, self.currentvalue,25))

To “payiko” 25 givon 10 OPog TG Pmapag otny 086vn. MaAAov Ba BEAeTe va K&veTe KATL Yot QLTO OTOV constructor, €10t 8ev eivay;

210 KUplo Tipoypappa, o shield apyikonoleital wg e€Ng:

shield = ShieldMeter (200,160,250, 75)

orov 10 200,10 givat o1 cuvTeTayHEVEG EPPAVIONG, TO 250 elvan N péylotn Tipn Kot to 75 1 Tipr| mpogidonoinong. Xe kabe... tuxepn BoAn twv
X0Coe&WYNVaV Xavoupe 25 povadeg aomidog:

if SpaceShip.rect.collidepoint(theshot.GetXY()):
destroyed.play()
shield.Decrease(25)

eve KaBe popd mou to score pag danpeitatl akpipag pe to 100, naipvovpe 25 povadeg aomidog:

if AlienShip.rect.collidepoint(theshot.GetXY()):
score.Change(10)
explosion.play()
if score.GetValue() % 100 ==
shield.Increase(25)

duoka péoa atov Koplo Bpdyo vrapyel n evioAr shield.Show(screen) yw va eppavideton n aomida pag otnv 006vn!



154 Pygame Invaders: H EioBoAn Apyie!

Ewova 9.6: Avixveuon OLUYKpPOUOE®WV HE TOV TAAIO KOAO (;) tpdrmo.
To sprites KivoOvTonl auTOHOTA Kol 1) oVYKpouoT Oev yivetal avTiAn-
TN ov 8EV CLUTIEGEL PE TNV EKTEAEOT] TNG EVIOANG aviyvevong. Ttnv
TI Extended BASIC, n evtoAn avt eivor n CALL COINC (omo 1o
coincidence, ocOpMT®ON) TOL @aiveton oto listing. Agite kot To MOPa-
KATw S100KeSAOTIKO video Tov Selyvel TO TIPOYPAHHK KOl CLYKPIVEL TO

T0TE pE o topa: http://www.youtube.com/watch?v=6rK7_ 220 CHLL JOY:STcol
27rauM IT=4 THEHN 190

%?D CALL MOTIOMCH#SHIP.-S5%32,1
370 CHLL KEYCl.Kl.S12

3830 IF K1<*18 THEHWN 350

290 CHLL POSITIONWNCH#SHIP.Ha%2
400 CHLL LOCATECHLASERE: x:%2:
: CALL MOTIOMC#LASER, O, 2072
410 FOE U=3 TO & i: CALL COI
HCCHLHASER - #U- 15, W2

420 IF _W=-1 THEHWN CHLL SO0OUNDC
100440, 2388 HIT=HIT+1 :: LCH
LL DELSFRITEC#U.$#LASER2>:: GO
TO_ 3250

430 MHEAT U

440 CHLL POSITIOMCH#LASER:®:Y
2i: IF Y>»230 THEMW_CHLL DELSF
RiIEi#LHSEE}:: GO0TO =50 ELSE
40 EHI
+1



http://www.youtube.com/watch?v=6rK7_2zrauM
http://www.youtube.com/watch?v=6rK7_2zrauM
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9.7 Aviyvevon Teédovg ITayvidiov

OAa ta IpAYHaTa €400V €va TEAOG KOl HO1paia KATOIX oTiypn ot e§wyrivol Ba oag eave Adyavo! To mayvidt mpo@avmg TIPEMEL VA AVIXVEVEL TO
TéA0G NG aomidag oag, va deiyvel prvopa Game Over Kot va PNy emTpenel va ouveyioete. T 1o privopa €(0upe Pl TOAD oA} 6uVapTNON
GameOverShow mov kavel blit ta avtiotoya pnvopoata:

def GameOverShow(screen):
font = pygame.font.SysFont(”impact”, 32)
gameovertext = font.render(”Game Over!”,True, (255,255, 255))
text_x = CenterMessage(screen, gameovertext)
screen.blit (gameovertext, (text_x,280))
gameovertext = font.render(”Press R to Restart”, True, (255,255,255))
text_x = CenterMessage(screen, gameovertext)
screen.blit(gameovertext, (text_x, 320))
return

Onw¢ BA€nete €xovpe mpoobéael kat v pygame ekdoxn g CenterMessage yla 1o KEVIpAPLoHA TOL KEHEVOL. XToV KOPLo BpOy0 €XOUE:

if shield.GetValue() ==
GameOverShow(screen)
GameOver = True

INa va e§ao@aiioovpe 0T To oy vidt dev nailel 60o 10 GameOver = True oAAd Kol va eMTPEYOVHE TNV EMAVEKKIVI|OT TOV HE TO TANKTPO
R, éxovpe aAAGEEL KATAAANAQ TIG EVTOAEG TNV AVIXVELOT| TOL TTANKTPOAOYiOL:

if key[K_SPACE] and not GameOver:

To SraotnpoémAolo pag pixvel povo av dev €xel enéAbBel to GameOver. Kiveitan dpwg aplotepa — 61 (demo mode!). O e§wynvor pog piyvouy,
aAAG o1 BOAEG TOLG TTEPVAVE OO HECN HAG XWPIG VA PG TIEIPAEOLY ETIELST] EXOVHE AAAGEEL TNV YPOUUT:
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if SpaceShip.rect.collidepoint(theshot.GetXY()) and not GameOver:

Téhog, mélovtag o R, o xprjotng éxel Suvatotnta va Savamnai&el. To oy vidt eivatl 1000 eMoTIKO AAADOTE, TTOL NTAV ASHVATOV VA TAPAAEIPOLE
avTo T1o... feature:

if key[K_r] and GameOver:
GameOver = False
shield.SetValue(250)
score.SetValue(0)

duoka n petafAnt GameOver apywonoleiton ¢§m ano 1o Bpdxo wg GameOver = False.

EmtéAoug, petd and OAa auTa £X0VHE VA TIAT)PWE AELITOVPYIKO T VISt TO 011010 B paG S100KESAOEL [LE TIC OPEG, TOOO V& TO IOV E GO0 KO VXX
10 enekteivoupe! Mati YOKAE, 0 CWOTOC TPOYPAPHATIOTG SLOKESALEL TTEPLTTOTEPO YPAPOVTHG TO T VIS, mapa mailovtag to. EExAAov, 6oo
TOL{OVE AVOKOAVUTITOVHE SLVATOTNTEG KOt AeITovpyieg Tov BEAoLE Vv TTPOGBETOLE: 0 KOSIKNG HOG EPXETAL OE KOHATA (0OV TOUG E§®YNIVOLG
EVO TIPAYHO) KOL SEV TEAELWVEL TIOTE.

Ye Ayo Ba Sovpe mwg B KAveTE TO SIXOTNHOTAOLAKL HOG Vo 0AAGLEL xpwpa OTav Séxetan BOAEG — aKOLYeTOL KIAO, aAAG Ba SlamoT@oeTe OTL
xperadeton v paBete Kot vEX KOATIO Y1 V& YiVEL C0OTA. O GL{NTIO0VHE AKOHX AAAEG BEATIOTELG IOV PTIOPEITE VO KAVETE OTOV KOSIKA XAAG KO
16€€¢ Y10 v EMEKTEIVETE TO TIALKVISL, H1X TTPOKANOT] TIOL APTVE ATOKAEIGTIKA 0T XEPLX GG KAL OTNV... KAQEIVT TIOL B KATAVOADOETE.

Onwg oag amodeiéape 0 TPOYPUAHHATIGHOG OX1 HOVO deV eivat fapeTdg, aAAG avTiBeTa amoTeAel TNV TO EVEIAPEPOLON KO ST|HIOVPYIKT] HOXOAIX
o€ éva vmoloylotr|. EAmi{oupe T emiyelpnpata Hog va NTav MELOTIKA — PNy Teite oxt: B oag kuvnynow pe to Laser!

9.8 Omtikn 'Evéeiln LASER Hit

Tt koA Tov Bax 1Tav av K&Be @opd oL pag XTuTtave o1 Yoot e§mynvol va giyape o omtikr €voeln. Tn dedopévn otiypn n povn évéelén mov
€XOLpE elvan €vag NX0G (Kot QLOTKA va BAEMOLE TNV AOTIHdA POG VO TTEQTEL). L€ TTOAAG shoot-em-up Ba mapatnprjoete OTL TO SIKGTNHOTAOLAKL
avapoofnvel n aAAalel xpopa otav §€xetar pia foAn. To S1kd pag Opwg timota. Tt TPEMEL VX KAVOULLIE;
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Me Atyn okE€Yn KATOANYOUHE OTO CUHTIEPACHA OTL XPELX(OPAOTE P10 SEVTEPT EIKOVA Y1 TO SIXOTNHOTAOLO HOG, HE EVO XPOHX EAXPPDG S1aPO-
PETIKO.

H yevikn 16€a elvon mpo@avmg 0Tt amd ) oTtypr] mov Ba dextovpe pia foAn] Ba tpodAAovpie eVOAAGE TNV KAVOVIKT] EIKOVA TOL S100TNHOTAOIOU
Ko TNV Se0TEPT Y1 KATIO0 XPOVIKO S1doTnpa. AAAG vmdpyel TpoBANHa.

- TIooo ypriyopa Ba yiveton n evaAdayn; Av aAAGLovpE EKOVA avd KapE oL SNHoVpYOVHE (1] TIPOYPAHHATIOTIKG €DKOAN Abo™) Sev Ba
BAenovpe tinota! Mia aAAayn] mov yivetat 50-100 Kot mapamdve Qopeg To SELTEPOAENTO eival TPAKTIKG aopatr. (BAénete Tig Aapmeg
0TO OTiiTL 00G va avafoofrvouy;)

- Mg Ba puBpicovpe T0 GUVOAIKO XpovikO StdoTnpa TPoBoANG Tov €9€; Oa Tpemel va puBpicovpe eite Xpovo €ite GUVOAIKO aplBpO
EVOAAAYNG TOV EIKOVOV HEXPL VO EMMOTPEYOLE TNV APYLKT], HOVOXIKT] EIKOVA.

Ao amogacioape OTL §ev HTIOPOVE VO EVOAAATOOV|E EIKOVA VA KOPE KOl §eV PTIOPOVE VA BaaloToVjie 0To framerate yix To €Q€, LTTOTTELO-
HooTe OTL Ba LITAPYEL KATIO10G TPOTIOG VO TO XPOVOHETPTOOVHE. EEPOLE O T0 yVwoTo pag clock To onoio poag fonbael va kpatdpe otabepn
TNV THXOTNTA TOV AVTIKEHEVAOV PG aveE&pTNTA amo To framerate. Mnmwg BEAovPE Kat €56 KATL QVTIOTOLYO;

Evtuxag ya pag, To pygame vnootnpidel ) xprjon timers Kot pGAoTa TOAAGTTAGV. MTIOpOUE Vo OpIOOVLE €val timer e GUYKEKPIPEVO XPOVO
tick. Xe kaBe tick Tou timer Ba Adapfavouvpe éva event — apkel va IpooBEcovie PePIKEG YPAHHEG 0T Slxxeiplomn events Tov 6N EXOVHE.

9.9 AA\ayég otig Baoikég KAaoeig

"Exovtag pia yevikn 18€0 6T0 HLaAO HOG, TPtV TpooTiadnoovpie va BGAovpe Tov timer TpEmel va aooAnBove pie To. .. el Bépata. BAénete,
oMW €xoupe TIGEEL TNV KAGon Craft Sev emtpénel mapd poOvo piax €1KOVA yix KOs avTikeipevo Kot EaQvika B€Aovpe §00. Ag PETATPEYOLE
Atyo v kAaon Craft:
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class Craft(object):
def __init__ (self, imagefiles, coord):

self.shape = [pygame.image.load(imagefile) for imagefile in imagefiles]
self.ship_width = self.shape[0].get_width()
self.ship_height = self.shape[0].get_height()
self.rect = pygame.Rect(coord, (self.ship_width, self.ship_height))
self.ship_midwidth = self.ship_width / 2
self.firecolor=(255,0,0)
self.firespeed = -800
self.shotlength = 20

def Show(self, surface,imageindex):
surface.blit(self.shape[imageindex], (self.rect[0],self.rect[1]))

To self.shape eivon mAéov AMoTa Kot QOPTMOVOLHE GE AUTO OAEG TIG EIKOVEG OO Ta OVOH T apyeiwv ov miepiéxel to imagefiles ypnot-
HomolwvTag To MOAD BoAko list comprehension (1o €xovpe Eavadel, Pagte Alyo otov kUplo Bpoxo!) To imagefiles pmopel va eivon Alota iy
tuple.

[Mpénel dpwg va §ovpie Kot Tig KAGaelg mov €xouvv v Craft wg yovikn. H Alien BéBowa Ba AapBdvel povo pio e1KoOVa, OHOG QoL €XOVjE
HETATPEPEL TNV YOVIKT] KAGOT] V& xe1pileTal AloTa amo €1kOveg Tt 0o KAVOLIE;

class Alien(Craft):
def __init__ (self, imagefile, coord, speed_x, speed_y):
imagefiles = (imagefile,)
super (Alien, self).__init__(imagefiles, coord)

[Tnpape 10 éva Ovopa apyeiov eikovag mov Ba Adfel o constructor g Alien amod to KOPLO TPOYPAPHN KAl TO HETATPEYaE G tuple Tov...
€VOG OTOLXEIOL Y1 VO TO SO0V HE GTOV YoViKO constructor g Craft! H aoteia vt peTaTpomnm €yve [E TNV EVIOAT:
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imagefiles = (imagefile,)

To kOppa Seiyvel OTL Snpiovpyov e tuple pe éva povo atotyeio. Aev Ba PTTOPOVCAE VA XPNOIHOTIOIGOLE HOVOo TV apévBeon ylati n Python
dev Ba N&epe av mpoonabovpe va gTiaéovpie tuple 1 mapdotaon (6Aa T €xovv poPAgPel ma avtoi o1 Python developers!)

[Mpénel va pTIaEovpe Kat piax ouvaptnon Show yia to Alien class, To omoio péxpt Tdpa XpnooToI00CE AVTOVA10 TNV avtioTtoyn tov Craft
class:

def Show(self, surface):
imageindex = 0
super (Alien, self).Show(surface, imageindex)

TéAero! Aol 1o Alien éyel mavra otabeprn ekova, o imageindex Ba eivon mavta undév kon B Seiyvel ) P Kol HOVASIKI EKOVA
Tov €yovpe daoel. Eved 0to 81k poag StaotnpdmAoto, prmopodpe va aAAalovpe to imageindex koatd fovAnon aAA&{ovTag ToV £€T01 KOl TN

uopen.
[Méape va Sovpe Tig aAdayég oTo KOpro poypappa. ESw ano to Bpdxo opilovpe g petafAntég imageindex kon flashcount:

imageindex = 0
flashcount 0

H &nuiovpyia tov SpaceShip aAAalel eha@pa agov Aoy Ba Tov Swoovpe éva tuple pe §00 EIKOVEG:

shipimages = ('spaceship2.png’, ’'spaceship3.png’)
SpaceShip = SpaceCraft(shipimages, spaceship_pos, spaceship_low, spaceship_high, laser)

TéAog, T0 pOVO GAAO oL aAAGLel eivat 1 kAo ¢ Show yux to StaotnpomAolo pog péoa atov Kuplo Bpdyo:

SpaceShip.Show(screen, imageindex)
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9.10 IIpooOnkn tov Timer

To mayvidt pag TIPETEL TOPK VA AELITOLPYEL OTIWG TIPLV KA1 HEVEL HOVO O timer yix TNV EVOAAXYT] TV EIKOVOV. Qpa VO TOV EYKAVIAOOVLE:

if SpaceShip.rect.collidepoint(theshot.GetXY()) and not GameOver:
destroyed.play()
pygame.time.set_timer (USEREVENT+1, 25)
shield.Decrease(25)

Ortav ytunmbBovpe, ekvd évag timer o omoiog Ba otéAvel 1o event USEREVENT+1 avd 25 ythootd touv devtepoAéntov. To USEREVENT
TIEPLEXETAL KL aLTO 0To pygame. locals kot 6nwg @avtaleoTte gival N apyr HIXG OEPAG aplBp@v Tov SV XproTHOTOI0VVTAL KATIOL GAAOD
KO HTTOPOVE VO TA XPTOLHOTIOW|TOVHE Yo T SIK& Hog oLpfavia (mopolpe va exovpe USEREVENT+1, USEREVENT+2 kAm).

To povo mov pével topa givar va avaBooBrioovpe To SIOTNHOTAOLO HOG SEKO POPEG KAL HETA VO KTIEVEPYOTIOU|COVLE TO timer. Ot ypappEG
npooTtiBevian oto Bpdyxo For Sayeipiong twv cupPaviav:

if event.type == USEREVENT+1:
if flashcount < 10:
flashcount += 1

if imageindex == 1:
imageindex = 0
else:
imageindex = 1
else:

imageindex = 0
flashcount = 0
pygame.time.set_timer (USEREVENT+1,0)
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Kd&bBe popa mov Aapfavoupe éva event tomov USEREVENT+1, eAéyyoupe 1o Flashcount. Av Sev €xel tdoel akopa v tipun 10, aAAG-
Covpe 1o imageindex and 0 oe 1 1 avtiotpoea. Otav 1o flashcount yivel 10, emMOTPEPOLHE GTNV KAVOVIKT €IKOVQ, PNdevi{ovpe TO
flashcount ko guoka anevepyomnolovpe To timer Bétoviag Tov undév oto xpovo tick. ITavevkoAo!

9.11 Emnekteivovrag to ITonyvidi: Mepikég Baoikeg 18¢eg

O K@bKag gival To KaAbTepo Ty vidt! Av To TIOTEVETE KA £0€LG, OpIloTE PEPIKEG 10€€G Yl v emekTeivete To Pygame Invaders:

Kavte pepikong eEmynivoug va pixvouv Swpdkia 0tav Toug oKotavete: Power ups, abénon aomidag, mo ypriyopo Laser yia 10 oK&@Qog
oag. [Tapte 16ée¢ amo oy vidix onwg 1o Arkanoid.

Kavte ) SuokoAia Tou mayvisiov va aAAG{el 660 QLEAVOVTAL TA KOPOTO TRV EEOYIIVAOV. MTIOpEL Vo pixvouv o oLXVE, Vo KIvoLVTaL
TIO YPTYOPO T} VO £XOLV KATIO10. .. OXES10 VO 00G KATHOTPEYOLV avTi va Kavouv bounce aplotepd — 6e&1a.

[IpooBeote mioteg: Metd anmo pepika KOpata B propovoate va KAveTe €éva ypryopo warp (kKwvovpevo background exete!) kon va Bpi-
OKEOTE KATOL HE S10(pOPETIKOVG EEMYNIVOLG.

BaAte pia €€tpa mioTa pe petempiteg avti yia e€mynivoug. Aeite to Parsec tov TI-99/4A oto http://www.youtube.com/watch?
v=uCSQdOeJKQQ.

Zta e§ehypéva Staotnpikd monyvidix, oto téAog eppavideton 0 MeydAog Kakog™. dtidéte pla miota pe tov 1TepdoTio e§mynivo mov Ba
npénel va tov pisete Laser, Phasers kot 1o mepioogupa g mpoxBeoivrig mitoog yiax va meBdvet!

ITpooBéote cheats yio va maiete xopig va xavete — oe avtifBeon pie TOLG PIAOLG 0O (ETPETE VU TO EXETE KAVEL T|ON).

Z10 S100TNHOTAOLO0 HOG EXOLHE T)8T] KO KIVIOT] TAVG — KAT® €KTOG a0 aploTep — &1, Agv aviyvevovtal WG OLYKPOVOELG HETAED
TOL OKAPOULG HOG KOl TV e§@ynivav. dTiagte to!

Oa xapoL e TOAD Vo SoVE TAPAAAAYEG KOl BEATIOOELG OTO TIALYVIST HOG — KO Yot OX1 Ko To S1KG& oag oy vidia! Av BéAete pAAMOTX HTTOPOVE
va o Snpootevoovpe oto http://pygamegr.wordpress.com and omov propeite va Katefdoete Kot Tov AT Kot TEAIKO (Yo pog!)
Kodwka tov Pygame Invaders.

To listing Ba to Ppeite emiong oto mapdptnpa, oeA. 181. Mnopeite emiong va Katefdoete to mMANpeg mouyvidt and edw: http://www.
freebsdworld.gr/files/pygame-invaders.zip


http://www.youtube.com/watch?v=uCSQd0eJKQQ
http://www.youtube.com/watch?v=uCSQd0eJKQQ
http://pygamegr.wordpress.com
http://www.freebsdworld.gr/files/pygame-invaders.zip
http://www.freebsdworld.gr/files/pygame-invaders.zip
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Iapappa A

ITpoypappoata

A .1 Guess the Number

#/usr/bin/env python
#coding=utf-8
import random
thenumber=random.randint (1, 50)
name=raw_input (”Awce TO OvVOoupa cou:"”)
print "Exw okeptel €va aplBuo omdé 1 wg 1o 50”7
print ”“Mmopeig va tov Bpeirg;”
guess=0
tries=0
while guess!=thenumber:

tries=tries+1

guess=input (”Ance TOV QapLBUO:”)

if guess>thenumber:

print”Edwceg PEYAAVTEPO aApLOUO!”
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if guess<thenumber:
print”Edwoceg PLKPOTEPO aplBuo!”

print "Zuyxopntnpia ”,name,” Tov BpAkeg oeg”, tries, "nmpoomnabereg”
if tries==1:
print ”“Beginner’s luck!”
elif tries<=5:
print "Eicail ypnyopog”
elif tries<=10:
print "Eloai €vag BAdKog Kol pioog”
else:
print ”My grandmother is faster (and she is dead)”

A .2 The Adventure

The Python Adventure
Based on an idea published in Pixel Magazine
issue 18, January 1986

Download this source file from http://pygamegr.wordpress.com

HF OH OH OH H R H*

def getInput(moves,room):
directions = [”Bdpera”, ”"Notia”, "AvaTtoAikda”, "Avtika” ]
destinations = moves[room]
possiblemoves = []
index = 0
print "E&odov:”,
for i in destinations:
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if i'=-1:
print directions[index],
possiblemoves.append(directions[index])
index +=1
print “\n”
userinput=""
while userinput not in possiblemoves:
userinput=raw_input(”MNov 6eq va mag; ")
return directions.index(userinput)

def main():
# Room descriptions

rooms = [ "Bplokecol OTOov KAMO. MavtolL okoTtdadi.”,
"Bpilokeodal oTo pmavio. Akoug 60pufo.”,
"Bplokeoal oTo XwA. MapaAilyo va oKOVTAPELC. ZKAAO aAvATOALKA”,
"BplOKECAL OTNV amobnkn. H atpooeaipa €ival AMOTVLIKTLKA. ZKAAO AUTlKA, Movomdti Notia.”,
"EQTOOEC OTO KOBLOTLKO. Bprikeg TOV TATEPO cov.”,
"Bplokeodl oTOo OOAOVL. AKOUYETOLl HOLOLKA.”,
"Bpilokeoal otnv tpamnslapia. Ta mavta €ivai avaotata.”,
"Bplokeoal oto OlLdadpopo. Eilvaol okotelvda. ZKAAa Notia”,
"Eioal otn koulilva. AkoUC Qwveg.”,
"Eical otov MAvw O1ddpopo. MNavtol nouxia. Zk&Aa Bopera.”,
"Elool 0TO0 OWUATLO TOU adeEPPOL cou. O adepPOC COu OE popTLPG!”,
"E1c01 0TO OWMATLO TWV YOVEWV OOU. H pntépa couv oe €miace.”,
"Eical oto dwpdtio cou. Eloai ac@aAng.” ]

The following list contains lists :)
The list’s index denotes the current room.

#
#
#
# Each single list contains four numbers:
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# First number -> Destination room if North (0)
# Second number -> Destination room if South(1)
# Third number -> Destination room if East (2)
# Fourth number -> Destination room if West (3)
#
# Destination 1is set to -1 if it does not exist
#
moves = [ [-1,2,-1,-1],

['11'1121'1]/

[0,5,3,1],

['1181'112]1

['116151'1]1

[2,8,-1,4]

[7,11,12,10],
['11'1191'1]I
[91'11'11'111
['11'1/'119] ]

# When player reaches any of the following room(s),
# he wins the game

winrooms = [ 12 ]

# When player reaches any of the following rooms,
# he loses

lossrooms = [ 4, 10, 11 ]
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# Startup room

# Doesn’t have to be 0, but must not be a winning or losing room

room = 0

print “"The Adventure!”

endgame = False
while not endgame:
print rooms[room]
if room in winrooms:
print "Kepdiroeg! H mepimetela teAeiwoe.”
endgame = True
elif room in lossrooms:
print "Exooceg! H meplmetela teAeiwoe.”
endgame = True
else:
direction = getInput(moves, room)
destinations = moves[room]
room = destinations[direction]

# Start program
if __name__ == "_ _main__":
main()
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A .3 Hello Pygame

#
# pygame hello world
#

# 0x1, Oev g€ilvol TOOO TOAUTAOKO OGO @aiveTat.

# MnV TECETE OMO TO MIOAKOVL!
#

import pygame

from pygame.locals import *
from sys import exit

# Define app window width and height
windowsize = (320,140)

def centerMessage(surface):

return (windowsize[0] - surface.get_width())/2

#

# Process the event queue

# returns true if user clicks close
#

def getQuit():
for event in pygame.event.get():
if event.type == QUIT:
return True

def main():
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# Initialize the pygame library

pygame.init()

surfacecolor = (50,80,250)

screen = pygame.display.set_mode(windowsize, DOUBLEBUF, 32)
pygame.display.set_caption(”Hello Pygame!”)

textfont = pygame.font.SysFont(”Arial”, 48)

thetext = textfont.render(”Hello World!”, True, (255,0,0), (255,255,0))

# Initialize text position

centerMessage(thetext)
40

textx
texty

# Begin main loop

endprogram = False

while not endprogram:
# fill screen with bluish tint
screen.fill(surfacecolor)
# Show text message
screen.blit(thetext, (textx, texty))
endprogram = getQuit()
pygame.display.update()

# shutdown pygame and exit program
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pygame.quit()
exit()

# Start program
if _name_ == "_main__":
main()

A .4 Colorbars

#1/usr/bin/env python

import pygame
from pygame.locals import *
from sys import exit

from random import *

pygame.init()
screen = pygame.display.set_mode((640, 480), DOUBLEBUF)

while True:
ypos=0
for ypos in range(0,479,30):
for xpos in range(0,639,30):
for event in pygame.event.get():
if event.type == QUIT:
pygame.quit()
exit()
the_pos=(xpos, ypos, 29, 29)
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random_color = (randint(®,255), randint(©,255), randint(0,255))
pygame.draw.rect(screen, random_color, the_pos)
pygame.display.update()

A .5 Bouncing Ball

#

# Bouncing ball

# Download this source file

# and support files from http://pygamegr.wordpress.com
#

import pygame
from pygame.locals import *
from sys import exit

def getQuit():
for event in pygame.event.get():
if event.type == QUIT:
return True
return False

def main():
pygame.init()
ballimage = 'soccer-ball.png’
X,y = 100.0,100.0
xspeed, yspeed = 50,50
windowsize = (640,480)
surfacecolor = (50,80,250)
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screen = pygame.display.set_mode(windowsize, DOUBLEBUF)
ball = pygame.image.load(ballimage)

ballwidth = ball.get_width()

ballheight = ball.get_height()

clock = pygame.time.Clock()

# Uncomment the framerate line and change

# time = clock.tick() in main loop to

# time = clock.tick(framerate)

# to limit the animation to a specific framerate

#framerate = 30
textfont = pygame.font.SysFont(”Arial”, 24)

#
# Main loop
#

endprogram = False

while not endprogram:
screen.fill(surfacecolor)
screen.blit(ball, (x, vy))
time = clock.tick()
thetext = textfont.render(str(1000/time), True, (255,0,0), (255,255,0))
screen.blit(thetext, (0,0))
time = time / 1000.0
distance_x = time * xspeed
distance_y = time * yspeed
X = X + distance_x
y =y + distance_y
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if (x > (640.0-ballwidth) or x<=0.0):
xspeed = -xspeed

if (y > (480.0-ballheight) or y<=0.0):
yspeed = -yspeed

pygame.display.update()

endprogram = getQuit()

pygame.quit()
exit()

if _name_ == "_main__":
main()

A .6 Avukeypevootpapég Bouncing Ball

#
# Bouncing ball - OOP :)
#

import pygame

from pygame.locals import *
import random

from sys import exit

class Ball:

def __init__ (self, theImage, X, Yy, Xxspeed, yspeed):

self.ballimage = theImage
self.x = x
self.y = vy
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self.xspeed = xspeed
self.yspeed yspeed
self.shape = pygame.image.load(theImage)

def Show(self, surface):
surface.blit(self.shape, (self.x, self.y))

def GetWidth(self):
return self.shape.get_width()

def GetHeight(self):
return self.shape.get_height()

def Move(self, time):
distance_x = time * self.xspeed
distance_y = time * self.yspeed
self.x = self.x + distance_x
self.y = self.y + distance_y

def IsOutofX(self,xmin, xmax):
if (self.x >= (xmax - self.GetWidth()) or self.x <= xmin):
return True
else:
return False

def IsOutofY(self,ymin,ymax):
if (self.y >= (ymax - self.GetHeight()) or self.y <= ymin):
return True
else:
return False
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def getQuit():
for event in pygame.event.get():
if event.type == QUIT:
return True
return False

def main():
pygame.init()
ballimage = 'soccer-ball.png’
balls=[]
for i in range(0,8):
X = random.randint(80,500)
y = random.randint (80, 400)
xspeed = 0
while (xspeed >= -5 and xspeed <= 5):
xspeed = random.randint(-50,50)
yspeed = 0
while (yspeed >= -5 and yspeed <=5):
yspeed = random.randint(-50,50)
balls.append(Ball(ballimage, X, Yy, xspeed, yspeed))
windowsize = (640,480)
surfacecolor = (50,80,250)
screen = pygame.display.set_mode(windowsize, DOUBLEBUF)
clock = pygame.time.Clock()

# Uncomment the framerate line and change

# time = clock.tick() in main loop to

# time = clock.tick(framerate)

# to limit the animation to a specific framerate

#framerate = 30
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textfont = pygame.font.SysFont(”Arial”, 24)

#
# Main loop
#

endprogram = False
while not endprogram:
screen.fill(surfacecolor)
for theball in balls:
theball.Show(screen)
time = clock.tick()
thetext = textfont.render(str(1000/time), True, (255,0,0), (255,255,0))
screen.blit(thetext, (0,0))
time = time / 1000.0
for theball in balls:
theball.Move(time)
if theball.IsOutofX(0,640):
theball.xspeed = -theball.xspeed
if theball.IsOutofY(0,480):
theball.yspeed = -theball.yspeed
pygame.display.update()
endprogram = getQuit()

pygame.quit()
exit()

14

if _name_ == "_main__":
main()
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A .7 Graphics Match

#

# Graphics Match

# Adapted from the TI-99/4A original

# Download this source file and game support files
# from http://pygamegr.wordpress.com

import pygame

from pygame.locals import *
from random import randint
from sys import exit

class Spinner:
def __init__ (self,images):
self.slot=[]
for image in images:
self.slot.append(pygame.image.load(image))

def Spin(self, surface, x, y, framerate, clock):
for draws in range(0,50):
self.luck = (randint(0,5),randint(0,5), randint(0,5))
X1=x
for 1 in self.luck:
surface.blit(self.slot[i], (x1, y))
x1 = x1 + self.slot[i].get_width() + 3
pygame.display.update()
time = clock.tick(framerate)

def GetScore(self):
if self.luck[0] == self.luck[1l] == self.luck[2]:
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points = 75

elif self.luck[0] == self.luck[1]:

if self.luck[@] in [0,1,2]:
points = 40

else:
points = 10

elif self.luck[0] == self.luck[2]:

points = 10
else:

points = -10
return points

#
# Initialize the pygame library
#

pygame.init()

#

# Leftmost image position
#

X = 126.0

y = 100.0

#

# Define a modest window size
#

screenwidth = 640
screenheight = 480
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#

# Load slot images from files and init

# slotmachine, an object of the Spinner class
#

slot_images = ('lemon.jpg’, "bar.jpg’, ‘cherry.jpg’, "bell.jpg’, 'raspberry.jpg’, "seven.jpg’)

slotmachine = Spinner(slot_images)
#

# Initialize screen and caption

#

screen = pygame.display.set_mode((screenwidth, screenheight), 0, 32)
pygame.display.set_caption(”Graphics Match 2012")

#
# Screen color is basically blue
#

surfacecolor = (50,80,250)
screen.fill(surfacecolor)

#
# Setup some fonts and text messages
#

font = pygame.font.SysFont(”impact”, 32)
header_text = font.render(”Graphics Match - 2012”, True, (255,0,0),(255,255,0))
keys_text = font.render(”Press [SPACE] to Play, Q to quit”, True, (255,255,255))
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#
# Create a Clock object and set framerate variable for ticks
#

clock = pygame.time.Clock()
framerate = 25

#
# Show info message
#

screen.blit(header_text, (175,20))
screen.blit(keys_text, (125,350))

#

# Initialize score value and position

# Zero is actually a good score for this game,
# just play for a while and you’ll see...

#

score = 0
scorex = 120
scorey = 300

#
# Enter main game loop
#

endgame = False
spacepressed = True
while not endgame:



A .8 Pygame Invaders

181

for event in pygame.event.get():

if event.type == QUIT:
endgame = True
if event.type == KEYDOWN:
keyboardinput = event.key
if keyboardinput == K_q:
endgame = True

if keyboardinput == K_SPACE:

spacepressed = True

if spacepressed:

slotmachine.Spin(screen, x,y, framerate, clock)
score += slotmachine.GetScore()

scoretext = font.render(”Score:

pygame.display.update()
spacepressed = False

pygame.quit()
exit()

A .8 Pygame Invaders

#
#
#
#
#

Pygame Invaders
Loosely Adapted from more

than one TI-99/4A original games
Final Stage - Invasion has began!

"+str(score), True, (255, 255, 255))
pygame.draw.rect(screen, (255,0,0), (scorex, scorey, 400,40))
screen.blit(scoretext, (scorex, scorey))
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# Download this source file and game support files
# from http://pygamegr.wordpress.com

import pygame

import os

from pygame.locals import *
from random import randint
from sys import exit

# Center Message on surface, used for blitting info text

def CenterMessage(screen, surface):
return (screen.get_width() - surface.get_width())/2

# A function for the background music
def PlayMusic(soundfile):
pygame.mixer.music.load(soundfile)
pygame.mixer.music.play(-1)
# A function for the sound effects
def PrepareSound(filename):
sound = pygame.mixer.Sound(filename)
return sound
# The superclass for both our ship and the aliens
class Craft(object):

def __init__ (self, imagefiles, coord):
self.shape = [pygame.image.load(imagefile) for imagefile in imagefiles]



A .8 Pygame Invaders 183

self.ship_width = self.shape[0].get_width()

self.ship_height = self.shape[0].get_height()

self.rect = pygame.Rect(coord, (self.ship_width, self.ship_height))
self.ship_midwidth = self.ship_width / 2

self.firecolor=(255,0,0)

self.firespeed = -800

self.shotlength = 20

def Show(self, surface,imageindex):
surface.blit(self.shape[imageindex], (self.rect[0],self.rect[1]))

def Move(self, speed_x, speed_y, time):
distance_x = speed_x * time
distance_y = speed_y * time
self.rect.move_ip(distance_x,distance_y)

def Fire(self):
shot = Laser((self.rect[0]+self.ship_midwidth, self.rect[1]),
self.firecolor,self.shotlength,self.firespeed,self.rect[1],15)
return shot

#
# Alien is used to create AlienShips (really?)
#

class Alien(Craft):
def __init__ (self, imagefile, coord, speed_x, speed_y):
imagefiles = (imagefile,)
super(Alien, self).__init__ (imagefiles, coord)
self.speed_x = speed_x
self.speed_y = speed_y
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self.shot_height = 10
self.firebaseline = self.ship_height
self.firecolor=(255, 255,0)
self.firespeed = 200

def Move(self, time):
super(Alien, self).Move(self.speed_x, self.speed_y, time)
if self.rect[0] >= 440 or self.rect[0] <= 10:
self.speed_x = -self.speed_x
if self.rect[1l] <= 10 or self.rect[1] >= 440:
self.speed_y = -self.speed_y

def Fire(self):
theshot = Laser((self.rect[0]+self.ship_midwidth,
self.rect[1]+self.firebaseline), self.firecolor,
self.shot_height,
self.firespeed, self.rect[1]+self.firebaseline, 0)
return theshot

def Show(self, surface):
imageindex = 0
super (Alien, self).Show(surface, imageindex)

# The class for our ship

class SpaceCraft(Craft):
def __init__ (self, imagefile, coord, min_coord, max_coord, lasersound):
super (SpaceCraft,self).__init__ (imagefile, coord)
self.min_coord = min_coord

self.max_coord = (max_coord[0@]-self.ship_width, max_coord[1l]-self.ship_height)

self.lasersound = lasersound
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def Move(self, speed_x, speed_y, time):
super (SpaceCraft, self).Move(speed_x, speed_y, time)
for 1 in (0,1):
if self.rect[i] < self.min_coord[1i]:
self.rect[i] = self.min_coord[1i]
if self.rect[i] > self.max_coord[i]:
self.rect[i] = self.max_coord[i]

def Fire(self):
self.lasersound.play()
return super(SpaceCraft,self).Fire()

# This is the class for the scrolling background

class SpaceBackground:
def __init__ (self, screenheight, imagefile):
self.shape = pygame.image.load(imagefile)
self.coord = [0,0]
self.coord2 = [0, -screenheight]
self.y original = self.coord[1]
self.y2 original = self.coord2[1]

def Show(self, surface):
surface.blit(self.shape, self.coord)
surface.blit(self.shape, self.coord2)

def Scroll(self, speed_y, time):
distance_y = speed_y * time
self.coord[1] += distance_y
self.coord2[1] += distance_y
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if self.coord2[1] >= 0O:
self.coord[1] = self.y_original
self.coord2[1] = self.y2_original

#
# Laser class
#

class Laser:
def __init__ (self, coord, color, size, speed, refline, voffset):

self.x1 = coord[0]
self.yl = coord[1] + voffset
self.size = size
self.color = color
self.speed = speed
self.refline = refline

def Show(self, surface):
pygame.draw.line(surface, self.color, (self.x1, self.yl),(self.x1,self.yl-self.size),3)

def Move(self, time):
distance = self.speed * time
self.yl += distance

def DistanceTravelled(self):
return abs(self.refline - self.yl)

def GoneAbove(self,y):
if self.yl<=y:
return True
else:



A .8 Pygame Invaders 187

return False

def GoneBelow(self,y):
if self.yl>=y:
return True
else:
return False

def GetXY(self):
return (self.x1, self.yl)

#
# ScoreBoard - Score keeping and display
#

class ScoreBoard:
def __init__ (self, x,y, font, fontsize):
self.x = x
self.y =y
self.font = pygame.font.SysFont(font, fontsize)
self.score = 0

def Change(self, amount):
self.score += amount

def Show(self, surface):
scoretext = self.font.render(”Score: "+str(self.score), True, (0,0,255))
surface.blit(scoretext, (self.x, self.y))

def GetValue(self):
return self.score
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def SetvValue(self, score):
self.score = score

#

# ShieldMeter - Keep and display vintage style bar shield meter

#

class ShieldMeter:

def __init__ (self, x, y, maxvalue, warnvalue):

self.x = X

self.y = vy

self.maxvalue = maxvalue
self.currentvalue = maxvalue
self.warnvalue = warnvalue

def Show(self, surface):

if self.currentvalue < self.warnvalue:

self.shieldcolor = (255,0,0)
else:
self.shieldcolor = (0,255,0)

pygame.draw.rect(surface, self.shieldcolor, (self.x,

def Increase(self, amount):
self.currentvalue += amount

if self.currentvalue > self.maxvalue:

selfcurrentvalue = self.maxvalue

def Decrease(self, amount):
self.currentvalue -= amount
if self.currentvalue < 0:

self.currentvalue, 25))
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self.currentvalue = 0

def GetvValue(self):
return self.currentvalue

def SetValue(self,value):
self.currentvalue = value
if self.currentvalue > self.maxvalue:
self.currenvalue = self.maxvalue
if self.currentvalue < 0:
self.currentvalue = 0

#
# Simple function to display message for Game Over
#

def GameOverShow(screen):
font = pygame.font.SysFont(”impact”, 32)
gameovertext = font.render(”Game Over!”,True, (255, 255,255))
text_x = CenterMessage(screen, gameovertext)
screen.blit (gameovertext, (text_x,280))
gameovertext = font.render(”Press R to Restart”, True, (255,255,255))
text_x = CenterMessage(screen, gameovertext)
screen.blit(gameovertext, (text_x,320))
return

# Main function, program entry point

def main():
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# Initialize pygame library and 0S environment
#The following will center the game window on the screen

os.environ[’SDL_VIDEO_CENTERED' ]="1"
pygame.init()

# Screen size and initial spaceship position

screenwidth, screenheight = (480,640)
spaceship_pos = (240, 540)

# Initialize screen and set caption

screen = pygame.display.set_mode((screenwidth, screenheight), DOUBLEBUF, 32)
pygame.display.set_caption(”Pygame Invaders”)

# Set keyboard repeat to super fast / delay to minimum
pygame.key.set_repeat(1,1)

# Prepare Sound Effects

laser = PrepareSound(”shoot.wav”)

explosion = PrepareSound(”invaderkilled.wav”)
destroyed = PrepareSound(”explosion.wav”)

# Initialize the background and spaceship objects
spaceship_low = (0,0)

spaceship_high = (screenwidth, screenheight)
StarField = SpaceBackground(screenheight, "stars.jpg”)
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shipimages = (’spaceship2.png’, ’spaceship3.png’)
SpaceShip = SpaceCraft(shipimages, spaceship_pos, spaceship_low, spaceship_high, laser)

# Initialize fire lists (ours and aliens)

firelist=[]
alienfirelist = []

# Set the background scrolling speed
backspeed = 100

# Initialize some objects and game variables
score = ScoreBoard(0,0,”impact”,32)

shield = ShieldMeter(200,10,250,75)
laserdownlimit = screenheight - 40

GameOver = False

# Start the background music
PlayMusic(”spaceinvaders.ogg”)

# Images used for the aliens
alienimage=('alienl.png’, "alien2.png’, "alien3.png’, "aliend.png’, "alien5.png’)

# Number of aliens per ’wave’

numofaliens = 8
AlienShips = []
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# Initialize the clock object and set framerate

clock = pygame.time.Clock()
framerate = 60

# imageindex & flashcount used for alternating between normal
# and "hit’ images

0
0

imageindex
flashcount

while True:
time = clock.tick(framerate)/1000.0

if not AlienShips:
# AlienShips empty means we need to create new 'wave’
AlienShips = [ Alien(alienimage[randint(0,len(alienimage)-1)],
[randint (20, screenwidth-80),
randint (20, screenheight-140)], randint (100, 150),
randint(100,150)) for i in range(0,numofaliens) ]

# shipspeed is zeroed at every cycle of the loop
shipspeed_x = 0
shipspeed_y = 0
for event in pygame.event.get():
if event.type == QUIT:
pygame.quit()
exit()

if event.type == USEREVENT + 1:
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if flashcount < 10:
flashcount += 1
if imageindex == 1:
imageindex = 0
else:
imageindex = 1
else:
imageindex
flashcount 0
pygame.time.set_timer (USEREVENT+1,0)

I
(o)

if event.type == KEYDOWN:
# This returns a list of True/False where the index is the
# code of the key pressed. Fortunately pygame.locals provides
# symbolics for these codes
key = pygame.key.get_pressed()
if key[K_q]:
pygame.quit()
exit()
if key[K_r] and GameOver:
GameOver = False
shield.SetValue(250)
score.SetValue(0)
if key[K_LEFT]:
shipspeed_x = -300
if key[K_RIGHT]:
shipspeed_x = 300
if key[K_UP]:
shipspeed_y = -300
if key[K_DOWN]:
shipspeed_y = 300
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if key[K_SPACE] and not GameOver:

if firelist:
# Only fire if last shot has travelled
# a minimum distance
if firelist[-1].DistanceTravelled() >= 150:

firelist.append(SpaceShip.Fire())

else:
# or if there is no shot
firelist.append(SpaceShip.Fire())

# Move the SpaceShip by the specified amount
SpaceShip.Move(shipspeed_x, shipspeed_y, time)

# Show all the objects, background first (or it will erase everything else!)
StarField.Scroll(backspeed, time)

StarField.Show(screen)

SpaceShip.Show(screen, imageindex)

# Show and move the aliens

for AlienShip in AlienShips:
AlienShip.Show(screen)
AlienShip.Move(time)
if randint(0,10)==9:
if alienfirelist:
if alienfirelist[-1].DistanceTravelled()>=100:
alienfirelist.append(AlienShip.Fire())
else:
alienfirelist.append(AlienShip.Fire())
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for theshot in firelist:
theshot.Move(time)
theshot.Show(screen)
if theshot.GoneAbove(0):
firelist.remove(theshot)
else:
for AlienShip in AlienShips:
if AlienShip.rect.collidepoint(theshot.GetXY()):
score.Change(10)
explosion.play()
if score.GetValue() % 100 ==
shield.Increase(25)
if theshot in firelist:
firelist.remove(theshot)
AlienShips.remove(AlienShip)

for theshot in alienfirelist:
theshot.Move(time)
theshot.Show(screen)
if theshot.GoneBelow(laserdownlimit):
alienfirelist.remove(theshot)
else:
if SpaceShip.rect.collidepoint(theshot.GetXY()) and not GameOver:
destroyed.play()
pygame.time.set_timer (USEREVENT+1, 25)
shield.Decrease(25)
if theshot in alienfirelist:
alienfirelist.remove(theshot)

score.Show(screen)
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shield.Show(screen)

if shield.GetValue() ==
GameOverShow(screen)
GameOver = True

pygame.display.update()
# End main loop
# Start program

if name_ == "_main__":
main()
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