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Pygame TIXEEEZEDRAIFVr Y FUEE (0,0) ICHD 9, xBEAEFEARICEML. yEZIZTARBIC
EIMLEd. DX D, | (x, y) = (100, 50) FEEMSHEICIOEZ L. FICS0EZ LB L -UEZTS
LEd, BEZDBAIZIEIEILT. BRETIEELE T,

BIZIE. T+« Y RURROEFZROZICIE. 1B width DF D EES height DD THELFY (BEE
Bofc® // Z2ER) « I—FH

width, height = 640, 480

center_x = width // 2 # FRRDXEEIE
center_y = height // 2 # SPRDYEZ
print(center_x, center_y) ##5%:320240

FERDOESICLTROIEEIZE | (320, 240) B« Y RUDOHFNIIEDFET, COLSICEHBEEDRERATH
BICICBELTEEHEEZTVEL L S,

V1Y RO XADIEESE

Pygame T« ~ R (RREE) ZERT 3ICIE.  pygame.display.set_mode() REEZMRAL 9, 51
12| (18, BE) DRTINEETETIA Y RIDHAXZEI I BATIEETEEY 1, HXIE
640x480D 7 1 ~ FUZIEBICIEFRD L SICL £,

import pygame

pygame.init() # Pygame®#JHA{L

screen = pygame.display.set_mode((640, 480)) # 640x480% 1 XD 1 > R I{ER
pygame.display.set_caption("s'— L& ~IL") #To Y RUDEA FLERE (EE

FEEO— R TIE. | screen BMERR LTz« > R (Surfacex 7z k) ICHD Fd, LU, D screen
ICHEZTV. B0 3EEEFUIBETEROT s Y RIICKRMLES, Ja Y RUEBRRICT S %EY
CETHRHBABRTIE—RICHDTEEY, AIXIE. 2EEFTLEVGEIE:

screen = pygame.display.set_mode((640, 480), pygame.FULLSCREEN)

ELET, v Y FUDI YA X%ZFFRI LI WSEIL pygame .RESIZABLE 75U =fEL 9, AIXIZ:

screen = pygame.display.set_mode((800, 600), pygame.RESIZABLE)
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gL A—HF—DNRIvI LTIV RIBAZXZZTETESZLSICHED FT, ER LT screen (JHEE
HWRODSurfacer LTHAEEL £9, | pygame.display.set_mode() DED{ETH BSurfacedr T T MIHL
T, HECEGROBEZTVE T,

EJ I OiEEEE (BiF, 8%

B—Po/vILE2HE T 28DEENLRGEIE. Surfacer T2 U D set_at() XYy REFES LT,
Surface.set_at((x, y), color) DLSICEIZECBZIEETDIE. TOMBEBDEI LI EZEZFHRZIZH
TEEY, fIRIE. Do ROOEEEIEILEZBBICERETBICIIROLSICLETD,

screen = pygame.display.set_mode((320, 240))
white = (255, 255, 255)
screen.set_at((0, 0), white) # EE1Z(0,0) A&l

LHL. EJCEIZXREBICHET ZHBEIC set_at ZIL—FTHEUPHT EMEINEL D £, k.
JENBBEOCICHEIETAOY IR 7 Ay I RETEHTT, RKEQE I I EHRL IRET
3ICiE. PixelArrayzFIB 92 BFLTE £9, pygame.PixelArray(surface) Z{ERT B L. €D
Surface® B L ILERFINDBB%EBESNE T, PixelArrayZE>S . ZRTA VTV I I TEEZEEIEILIC
BZRATEET, AIRIFEEEEZRETI VA LB R Y MERRICT 356!

import random
pixarr = pygame.PixelArray(screen) # Surfacez O 7 L CTPixelArrayBUiS
for _ in range(1000):
x = random.randrange(screen.get_width())
y = random.randrange(screen.get_height())
pixarr[x][y] = (255, 0, 0) #(xy)DETEZILEIRIC
del pixarr # PixelArrayZ Hlf& L CSurfacedd O v 7 % f#FR

PixelArray4# 7o ¥ cEEM T % &R Surfacelddw 7 3. | del TPixelArray% 89 % & THIDIHE
(blitB )N TERL BB RITIFENBETT, PixelArrayDERRIE del THERL. BEOHEEBELEICRT
FOICLFET,

#HE: BICEHEARE—B8TEDORIIHEIL screen.fill(color) BEERTY, Fz. EH
B EHEBELI-VEETH. TES1T pygane.draw EZ a2 — )LD (HIXIZE=35]
<|pygame.draw.line = DEE D X LTHRY JUHE) % blit TS %A Surfacez BED 1
1T2BEDHLEEXENTRIERBVWTL & 50 BLANILBREIZIUREISFRTINERER TIE
ABEHDBETY,

E{RDFHAH EEEADREE S E
Pygame TIXEHR 7 7 1 ILDFHAHIC pygame. image. load() BEERHAWVWE T, WMHTE3 7 71 IL/INA%EF]

BUCT B L EREFiAHAH. Surfacedr TPV FE LTEIETEEY 2 , XL player.png & LS EIR
EEHRAATICIL:

player_image = pygame.image.load("player.png")
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AT player_image IXFEHMAATTEIRDSurfacelZ D £9, 7272 L. FRARAATE F TIFHEERE PR
DETRBTIRIAEWVGELHD £9. BRICHEET BICIE. AETHNUIT ATLTLALEZEILER

ICEHT B convert() XV w K. BBIBRTEPNGREDIFEE convert_alpha() XYV v RTOERETT
W&xd, flzig:

player_image = pygame.image.load("player.png").convert_alpha()

Y LTHIFIE aFvRIL (BB) (FEFTSurfaceHmBIL T . LUEOHEHIEL BD £T,

SARAATEGEEEICHRE T 51C1E. Surface® blit() XV w REfEWVWEY, EE.blit(E&Surface,
(FELx, HELY)) €T30 T BEEZICESREIE— (FUv k) LET 2, FIRIEEIFEFTREHA
A T2 player_image %z EEAZ(100,150) ICHBEI T 3 114

screen.blit(player_image, (100, 150))

L EI, COLEF (100, 150) IFEHRDELMNEEBSNZMUETT, blit IFEIROEX BB L TS
23U | player_image BIRIFEE TI&% < XEY EDSurfaceTH D, | blit TH®H TEESurfacelz I —
INFET 2, Bb. blit IFFDEEICHXELTED. F35|RIHEETEIROIER (Rect) ZIEETN
IETERO—ERIZ T ZEDFIT 2 HEEETT,

# spritesheeth SHFED A ZYID H L THET 54
frame_rect = pygame.Rect(0, 0, 64, 64) # (x,y)=(0,0)H 51 1 X64x64DFEH,
screen.blit(sprite_sheet_image, (200, 100), frame_rect)

LE2TIE sprite_sheet_image " 5EE6AE VI EADES EEIDIKRE. BEED(200,100)ICHEE L TWLWE
ED

AR pygame.image. load() |FREDIEET A LI FUDNSOERNATT 71IILZIRLF
To Z7MIUDRODSHBVET S —ICHD D, NAIBEIFERICITVWEL £ 5, £ #
DR LESERIZS —LIIL—AT—ERIFTO—F L. ¥—LRIZFEVEITESICLTLES
W BILEGEE 7L —L load T3 DIFIEFICIHERTT,

HEORRFIE (BEEHREATINYITF7IT)

PygameTld. #EmS (blit % draw BIAY) ICLZZEEITTCICRERICRTINEFEA. HEIE—
BEmEASurface ( pygame.display.set_mode Ti§7:Surface) (X LT, BRMNICEEEHZTS
ETHHTT1 Y RUICRMEINE T, COTEAIFTILNY T 7 U T TSN, BEEEOF 5D
ZHST-HDHDTT,

BEEZEHITBHEE LT EICUTD228HD X9,

+ pygame.display.flip() : EEEC REEZANERX. 2EZEHLFTT. BEOT—LIL—TTIZF
BIL—LBBICCOBEETIVOH T THERZRRZ X O TERICKMLET,

«  pygame.display.update() : 5IEUCFERMEIE, (RectH L IZFDU X L) ZIBET D . TOEATE
TEEHFLET, 5IABELTHERE flip() CEKICEEEFCRD £,
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—RENCIES > FILE DT=8IC pygame.display.flip() ZES T EHZVWTL & S0 FmEXIEXIVIL—T
AT

while True:
. ARY MRS —LOY Y ..
screen.blit(player_image, (x, y)) # SEHEE
pygame.display.flip() # 7L —LOBERNED Z BEIC RS

DESICLEY, ChTBIL—LBELLDDODTLAV—ICRXBLSICADET,

H L flip() ° update() ZMHIFICHELERIFRITLIIBE. BNy 7 7ICEHINS LT TEEISERS
NEA. LD >T. MEELEDICABRTINAL] EVWSIBRITEEEFRUIENRN T VR VWA
LTS L,

#HE: HEEFFORELL LT, —HOS—LATEESNSRNASS ICBIMEOERIVE L
FOIBIEITEFHT 5. & Wo 8% pygame.display.update(rect) DERAHH D £7,
LA LIIDEPHEBERETIEEY flip() THRRICEHRTIAEEHEBLET, .
set_mode @7 5| pygame.DOUBLEBUF  (HFILINw T 71UV TE%)

pygame .HWSURFACE | (N—RT T 7H—T 1T R) ZI/ET S L TRELINZIBELHD F
TH. TTAIFTREEBIFBENIFLALTT,

BOiEESE (RGB, ARIfTEERLY)

PygamelC H1F 3 BIEEISBERGBD R FILTITVE T, BHIZIEHRIE (255, 0, 0) , £ (0, 255, 0) , B
(0, 0, 255) EWS&SIC. BBER(RET)Z0~2550BBETRL T, HERMOBSIRICCOZT
LWZ BT ETHEEDETHEMETD,

color = (128, 200, 255) #imLW\IKE
screen.fill(color) HEEERZZDETEDORY
pygame.draw.circle(screen, (255, 255, 0), (100,100), 30) #ZEEDOM%H<

F7-. Pygamellid pygame.Color / S XAHMAEBINTH D, XFHTEREZIEET DI CHAEETT, flx
I3 pygame.Color('red") (IFRaZER T Colord 7oV hZERL EF, T5ICPygameII a =T hR
(pygame-ce) Tld. —HBOREM TEEBRHDXFIIEIEE TSI DHBEIERD H D 9, HlZIESurfaced
fill 12 'black' ¥ WS XFHEELTERD DRLETS Z EAFRET T,

screen.fill('black') #XFFITEBIEE (pygame 2L TIZERD)

EFED LS. | pygame.Color('black') *RGBZ ZJL| (0,0,0) % FEH T & HERICEBDTITEY, pygame-
CeTIRIDES BATHFEIFROMUVHAIHESNATVET, L LXFIIEELN T R— TN ZDIE—EBX
YV RDAHED T, NABICIZRGBR 7L £ 7zl pygame.Color TEEET R EEBWLWTL &£ 3,

##. | pygame.color. THECOLORS ¥ \\5EEE(|IC—RIMAEE Y RGBABEO T Yy E VI HBESNTUVET, f
Z & pygame.color . THECOLORS[ 'aquamarine'] W&k SICT7 VR T B ML T BRGBAR TILZBE5NE T,
COBFEICIFIVOEU LOEZFHIERINTUVE T, BEIZGCTHBLTLEETL,



RGBAICDWT: 77 718 (BEBE) 25857 H5—IIRGBATIEE L £9. HIZIZFEHD
IRk (255, 0, 0, 128) DK SICABBEDOERTERE (0NTLRIFEMR. 255N FEH) ZRE
TEXY, 72720 7T 7EDNRHNH B DIESurfaceh’F 8 convert_alpha() [ ThTW3S
HBEY. HESXDaTL Y REZIFFITZBEICESNET, BANLHBE TIZRGBTH2T
EDR

pygame ICE 17 3 BENIE (BFREFFE. 7 L —LEIH)

T—LEETIE. —ERELEZHEIERLD. JL—LL—bZHIEILED TIRENHD £9, Pygame
TIIEFRIEIRIC pygame.time EXa—ILEFALET,

E E SR D7

BEDI UMEITER LD BICIE pygane. time.wait(ms) F7zI& pygame.time.delay(ms) HMEX £3, M
BCOEELAEIUMNEF OIS LER—ILETH. ZEHNDLERD FY, [wait] IZCPUZEKT S
FBEIFETESLS) F4T. [delay] IFCPUEE->THEE. LIF/-FETy 3 4, DLDEVTY
M —RICEERZ A SV IHFETHNL wait THR T, ROMEIFEEBICHFE L 2R (ms) T

EDR

pygame.time.wait(1000)  # #71000ms(1#)EZ{F1ET 5
# X
pygame.time.delay(1000) #[EL (& DIEEEL)

ezl TS DOBEBTHERL TV BEIZT —LIIL—TBHBEFELET 57D EOMISEEER P ANLE
MEEDET, ¥'—LO—REFEILEHZ ECFRBEEZRE. 7L—LL— MENCROHEEZBVEAH
ZFELUVLTTY,

ZL—LL— kOl

—WRBT — LI —TTlE. WEHIREATETRVESICIWEAB DD T L—LE (FPS) ZHIEL £
¥ CHIUCIE pygame.time.Clock A T2z bEMESHEDEFITT, Clock #7207 D tick(fps) | X
VY REBIL—LERZET. EON—TORITREZpSBICHIZZ CENTEEXT 5 o HIRIF60FPS
ICEE LIEWEE:

clock = pygame.time.Clock()
while running:
#o. ANV NUE - 7F—LO2 YT - iEH ..
pygame.display.flip()
clock.tick(60) # CDIL—THIFEIC60EIZBR TERITETNAEVL SEE

clock.tick(60) ZMER L. BIEID tick h'5DFBREZRD. RELSBEEICFHEL T, IL—TZ2RA60
B/MOR—HABLET 5 . BRELTTY—LOBERE— RA—EICFRN. CPULEERDINZ SN
9, tick() DIIIC0ZIBEET S EHIRZL (FHARL) &b, | tick(fps) OERDMEIFZDTL—LD
BB (ms) T,

TJL—LL— M OEE: LEEOHETIHMERRY IPCTHREPCTHS —LRAE—FIF—
EICBDET, LELTESIEAT, BBRKEICISC TRBEZZEXZBLETIL—LL—FIC
EELEVEITZ S EVERIE.  tick() ORDE RIT7L—LDI V) % get_time()
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TRONZEMEFE->THEL F 9, AR dt = clock.tick(60) / 1000.0 (FEALIDORFRE
i) ZEUS L. M08 E) % velocity * dt TITXRIE. FPSICEADSTERICAD £,

FRHfEBT > b

H5S—DODEENIET FO—FL LT —FERTIRY MZREETES
pygame.time.set_timer(event_type, interval) B’%D %7, flXIL pygame. .USEREVENT 2R DA XY b %
500msEICERT B EWD T EHERET Y, ChICED. XA VIL—TAHATRERFEZRZ CCB<E
BB Z AR MERENTRIATE £9,. BEAETRPPEETTI. Y—LART—ENHEEICHZ HIRE
BA3FEDHZE TRILIEE T,

F—HR—RANDUNIESLZE (F X2 MG, F—DREHE)

PygameTIEF —R—FANZANRY FEBITIRS HiEL. RBZEHEBVEHLEZHEDNHD X, The
NARIIGCTEVWDITE D,

F—IRY FORF

A—HHF—E LI /B LT =, pygameld 1 A ~F 21—IC KEYDOUN [E 7zi KEVUP ¥ R R ERTL %
Fo | pygame.event.get() BRETARY bZIL—FHNIETZH T, event.type == pygame.KEYDOWN %= F T v
VFBETHF—/TZRATEET,

for event in pygame.event.get():
if event.type == pygame.KEYDOWN:
if event.key == pygame.K_SPACE:
print(" ZR—F—pRINF L")
elif event.type == pygame.KEYUP:
if event.key == pygame.K_SPACE:
print(" AR—XF—HNBESNE L")

EESED &K S event.key ICIFIEINI=F—DO—RHAA>TWVWET, pygame.K_SPACE X° pygame.K_a &
WO TeERELBRTEETHRHEDF—DESHZHETE LT, FF—ICHIGT ZEIT pygame. locals
MAXRFa XY FTHRTEEYT (F: K a, K_b, K_LEFT, K_RIGHT, K_ESCAPE & ¥)

F—ARY NI TPRETEIC—ERLTRELE T, RIFLLIEIES. OSOF—UE—FREICL>TIE—
EEMRE THEBDKEYDOWNARZ ZeHH D £3 (pygameThH pygame.key.set_repeat() THF—JE—k

HEWEETRE) o BEANICIKEEDO MIH— v THEPAZa—RERY) ICCOAIRY MARERE
WEd,

F—ER (27 RXCtrla ) OBHRIE event.mod ICEY TS TA-STWET, HIZIE
pygame . KMOD_SHIFT & DAND CShiftiF FHIEN TE £ J,

F*—OREZEZEIF

HZ3EPICEDF—DRINTWBIDZHD F-WGEEIL. | pygame.key.get_pressed() B#EFEVE T, D
BRI ETOF—DREEDOED ) A FTRLET, 1T vIREF—DOERISHBHLTED., HIZIE
pyganme.key.get_pressed() [pygame.K_LEFT] 1 True B 5«F—HREMTNTUVET, BEIIUATDOELS
IC/RWET,



keys = pygame.key.get_pressed()
if keys[pygame.K_LEFT]:

playerx -= 5 #AEF—#HTHLEDTT LAV —2ENEE
if keys[pygame.K_RIGHT]:

playerx += 5 #HBF—HBTHALDTT LAV —ZENEE

COREREF—DHENTVBRET BT L —LNENTET 30, EHEBIHPENAEICEAVTULE
To FBDF—ARY FiBAEHLE. BENEREBALETZIRSNIE (1R F) RLoiIER LoFow
2 (REFTvY) #EVLVRITEERUVLTL & 5.

BTWEBEEZDMMDER

T4 RUDEALZREZ UM BENTE EIE pygane. QUIT AR LTHRNE T, F—AHA—RTIFHEWVLT
TH. F—LETHUMIBr LT if event.type == pygame.QUIT: running = False DK SICHAMLTT —L
W—TZzHKITBEL5ICLEL &£ 56

Ffee TEFRMASTARICIE pygame TEXTINPUT A XY b (F—DXFEALTRR%EB3) vHDHEJ, BAXE
ANBEERSHEIFIMEC DEHEHMRBIZHRD £TH. pygame-ce TIFZ DT DHEHITTHNTVET
(BEREED-HZ ZTIFEE) ,

RIAANDUNESE (VUv D, (IEREEY)

ROZAANDF—HR— R EERRICARY FEBEITIRDONE T, pygameTIZUATD3IDDOY T AEEA R b
HERINTULWET 6

o MOUSEMOTION : ¥ XH'EHUL\T= & FICHE, event.pos ICIRTEEELE. | event.rel [CERIH S DFER
BEFELALTVET,
o MOUSEBUTTONDOWN : ¥ U XK &R L o & TICHYE, event.button ICIRTNFmRE > DES.
event.pos |Z€ DEFDEE,
« MOUSEBUTTONUP : YU RR A >z B L 7c & EIZHYE, EABYIC MOUSEBUTTONDOWN (& FEIRkDIEEHR=F5
ER

RREVESIF—MRICINET Vv I 20FR (RA—ILEL) « 30ET U v I 4DVKRA —)L LE#R. 5h%7K
A= TFEERER>TVWEY, FIRIXEI Vv I ZRAT 35 I— Rk

for event in pygame.event.get():
if event.type == pygame.MOUSEBUTTONDOWN:
if event.button == 1: #EK2Uvo
X, Y = event.pos
print(f'"ER&Z V% 1) v o FEEZE=({x}, {y)")

CD&SIC event.pos TV W IEEZEISTEERY 6 o FIvIBREEIRSHES. | MOUSEMOTION 1 X>
bR VREREAEDE £,  event.buttons | (pygame 2.0.1LP%) T TFHODRZ VIRER T)LHEX
N30T, |if event.buttons[0]: ... DLSICTREERSYIHOUEBEEL I ENTEE T, £
pygame.mouse.get_pressed() THRA VIR TREZERGTZHEDHD £9 ( get_pressed() (FF—DiFE
LR (&, H, B)D3BREZ SILERLETY) o
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BREDII REEIZA R bH 55 SMIC pygame.mouse.get_pos() B THEEBAFETY 7 ., THIFFEIC
RFTOIYIVRMBZRTIDT. FJL—LDEZTHFATHERFXT, #HIZ. | pygame.mouse.set_pos((x,y))

TH—VYIIBZBFINICBRESEZHTETET (BEDFESHEIIZ<HD FEAN. 7 — LERE

ICHRRIZHFE ZEHNAEETT) &

IIVAN=Y NDORTEFITET 3I1F pygame.mouse.set_visible(flag) ZEWVWE T, 5|8UICFalse®ET &
SRATLDIVAA—VIZIERRFICTEET, BRIOA—VILERZFEVWWEER LIS, A—VILZE
LTRODICEZRZEETS. LWOFIEZLED £,

REIC. YT RARA—I)ILDRIAO—)LIE MOUSEBUTTONDOWN A RX> k& L T4 (k) &5 (F) ORRVEBEST
BHTEETH. pygame 2.0LFTIZEAD MOUSEWHEEL ¥ R FHBMINTWET (event.y ICRY
O—JLEHA3B) .

FrHBL. XTRIDVWTHT/BEREIEIARY FTHED CEEL. REMEYRA R TIREIL
pygame.mouse EZa—/LOBEKRTEERETZ_LHTETEFT 8,

BRODANGE (X1 7BEDMERATETHNIE)

pygamelds' —LEADINF AT TSATSUTHD. I1IVAN (BEEE) ICOVWTUIREW RS HR—
FLDBD FEA. REFRDpygame(IRNTIET 1 I ATIHBEIZ A <. pygame 2% (pygame-ce) TSDL2®D
HEEICE DA =T FAIDYR— b INFE LTz pygame 200V -/ —bIH TRAVEFE>fcy—
LHMEN B (Audio input support)] CEEINTWETD,

LA LANS2025FRETH. Y1 IDS5DEZEIET 5@ L AN AEKIIpygamelllFBETATULEYE
Ao BEANZRZRSICIFSDL2ZOEL NILAPIZES HRENH D pygame Tl pygame._sdl2.audio €EZa—
L (RERMIASDL2T w/N—) ZE@LCTREL 9. F7=1F pygame.mixer #—EEIELTHS5SDL2OEDE
HEFESHAEICEDEFT,

pygame®YV —XIZlF. XA IVBEERELTBET3H LT audiocapture.py EWSH U TILAEFN
TWEY, COH>TILTldpygame._sdREE>TA—FT« ZANTNARERAE. Ny T 7I&ELE
#B. TNZSoundA TPV MILTBELTVLWET, BEDELARNILBEEDDH. BERARTIE/N—F
ILHBEVWTT,

EEMICHET . UTOFIBICAD 9, 1. pygame._sdl2.audio.get_audio_device_names(True) TA
ATFNAR—EBZEE L. FOTEVWTNAXE%EEIR, 2. pygame.mixer.quit() TEBEDA—Ts FHI%Z
1B | pygame.mixer.init(devicename=3EIRL 7T /\1 ) D& SIZT/INA X%ZE T U IZ38E L THIHATL LR
BE—RICT B, 3.SDL20D SDL_RecordAudio ICHETBUETNY T 7ICT—R %83 (pygamelllIE
EGEBISEL. BRITIL—T%21E3) . 4. BROWL7T/\w 7 7% pygame.mixer.Sound(buffer=data) &
TSoundft L. BEXHFEEZIT S,

JERICIEMRT=D. pygamefElF TIY AV ANZERTET—RUIZ< HD FHA. RELLT A>T
SUORBAHIIRENTS, HIZIE PyAudio % sounddevice & Wo7=S51 TS U EFEZIE. BRIV IRE
PREEBRENTEEXY, ENSTELEEFET -4 %Zpygame THELD. IEREZ7 —LICKRBMEE 3.
CWo k7 O—FHEZBNE T,

F & ®: pygame-ceTIE—IEY A IV ANDEEEICAR D £ L7ch. 1ZEAPUIEFINTULWAWE
DEELBEMHNRETT, ABHSTRSIEEZENBLDO T, BEANHNBRERIZSIEE
BoZ17Z)DHBZESELEL &£ 5.
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BEDMNEE (BGM. sIREDBE. IL—TFWNELY)

pygameDBEFEH AL pygame.mixer EZa—JLICK>TREINET, SFH—(mixen)lEH I RF ¥R
ZzBEL. IREPEREZBELE Y, EICUTO2BEOEEZRVETD,

GHIRE FEVWHUUER) (BRECI vV TIBEREDEWVWE, pygane.mixer.Sound | 5 X T/KLVE
ER

«BE (BGM) : REBIDEFRPBCGM kS v, | pygame.mixer.music EXa—JLTHRWVWET (RERH
ICIERX R —LEBX) .

4 —OUHAL

BE pygame.init() ZMER L pygame.mixer HEEWHALINET (PCRIBETIIZETEM. 7 L—3R
BETIEFEINtARERBEHD) . FNARENRETHNIFHTRHIZ pygane.mixer.init() ZEIKE

EHD FHA T7 4 FTIE44.1kHZDEE. 16EY b XATFTL A Ny T 7H 1 X4096 TR SN F

Jo

WREDBE

WAV OGGHR Y DERE 7 71 IILEMRT & L THEMATICIE pygame.mixer.Sound(" 7 71 JL/SR") ZEWL
£9, cOSoundA 7TV MEXEY LICEET—2%Z2FF L. ELELAHABETY, HAHAARLS
Sound.play() XV v RTBELZEY,

jump_sound = pygame.mixer.Sound("jump.wav")
jump_sound.play()

play() ICIFB I THRERY 7 2 — R VREZIEETETF 9, HIXIE jump_sound.play(loops=1) &g
IE1EIL—7 (D DE2EIE4E) L9,  loops=-1 ZIEET 3 L ERIIL—TBETT,

Sound®7R 1 2 —LFFIEEIL Sound.set_volume(volume) TITWE T (0.0~1.0) - BEHROH IV FZEIEDHT
WE FZF Sound.stop() EMUE T, Fiow —EBICBETEZHY IV ROF v URILEIET 7 4L FTSET
3 (pygame.mixer.set_num_channelsTZEn]) , Sound.play()RFICERRF v > RIHEDAWVEE. &
WEHSELETNET, KON <HEEILZWEE.  pygane.mixer.Channel 7 S XERAWVWTF ¥ o xIL%EIE
ELTBE - FIETEEIH. BREZEFSEETHEDD T A,

% (BGM) OBXE

EEERPRVERZ 7 /LIE pygame.mixer.music Z@BLTBELF Y, 7

pygame.mixer.music. load("bgm.mp3") DKSICT 7 I/LZO— R L. €D pygame.mixer.music.play()
THEERIELE T, play() ISIFIIL—TEIHZEETE. FlZId pygame.mixer.music.play(loops=-1) &
THEEEMELETEETT oI —TBELEFT 9 (Xloops=-1TEFRIL—T) 10,

pygame.mixer.music.load("background.ogg")
pygame.mixer.music.play(loops=-1) # BGMZ f&FR/L—THE4%

BEHROERET—BHZLE - B9 35S, | pygame.mixer.music.pause() (& pygame.mixer.music.unpause()
ZHEAL £Y, =1EIE pygame.mixer.music.stop() « BZFERLIF pygame.mixer.music.rewind() TJ, A
1) 2 — L& pygame.mixer.music.set_volume(vol) THRELEY (Soundr HBEDHKRETT)


https://www.geeksforgeeks.org/python/how-to-add-music-playlist-in-pygame/#:~:text=,volume%20at%20the%20given%20time
https://www.geeksforgeeks.org/python/how-to-add-music-playlist-in-pygame/#:~:text=,volume%20at%20the%20given%20time

BEBEICOVWTEES LT, pygame.mixer.music I&F ¥ Y RIIDICRES NI VTN RSV ITH
3 TY, BHOBGMZERICHI CCIETEEEHA (KD ICSound TF v > RILZDIFNUSERBE
I$ATEE) o BGMAMERD o7& 1 2 > %1519 B 11 pygame.mixer.music.set_endevent(event_type) % #
BAddr. BERTHIEEIRY FMRIMEINET,

BV REEROHA

#ERE (Sound) ¥BGM (music) IFRIMITIH. FERHCFIARIAET Y, HAEMAHIL LT, JL—FBGM%E
FLDD. ARV NI TRIREZ play() $5. CWSEICAD £9, pygame.mixerldBEMNICHE %
TxovY (BR) LTHALTKNET,

MTFIZMRE LBGMZ G EICHA T 3T,
pygame.mixer.music.load("bgm.ogg")

pygame.mixer.music.play(-1) #BGM%Z JL—TB4%
shoot_sound = pygame.mixer.Sound("shoot.wav")

#.5—LIL—TA..
if shoot_event: # (FIRIETF—ASITHESS)
shoot_sound.play() R EEBE

CDESICTBEBGMENY VICHRBEEZBS T A TEEXT, pygameTIEIMP3, OGG, WAVA Y EER
BEIJA—Y Y bEHR=—FLTVWET (MP3IESDL_mixerDEARICIKIZT 3 71-HFTLETIEH D FE AN
pygame-ce TIFEEMEIALELTVWETY) . BEI7 7IIILOBEICE > TASBHARIRWVIIERD FIH. 7
O ZIBRUCTIREIKIFEACHD FH A

BE: pygame-ceD/N\—23 »IZ&>TIE. | pygame.mixer.music.queue("file.ogg") TRIC
BETZHMEF1 -1V TEIMEDHD T, CNIIREOHETRICBEHITROMZE
HTZRICEANTT, LAV Z2RETIHEREITERTEET,

Z DOt pygame-ce MB F 7= I34FHBV L HEBE

pygame-ce (Community Edition) IERERDpygameh S#MEHIICHE « ILRHDMZ S5NIoN—T 3> T
DS 7S5 UICIZEVPygamelIFOIEEER. pygame-ce THZISBM S NI AREEEIC DLW TV D
MENLET,

«SurfaceV 5 ADYLRMERE: SurfacelZEEPEERODOE IV LIILERZKXRT I ZXTTH. pygame-ceT
IEMEBERLEDIHDHRLBXY v REIMPRELIMTHONTWE T, FIRIE. | Surface.fill() IC&H
WTTLYRE—RZIBET S special_flags 5I1HHIRELTN. MBERPCEBELRECHEEICTEDS
EOIZHm>TWET, surf.fill(color, special_flags=pygame.BLEND_RGBA_ADD) @& 5 ICfEX I,
HEOE IV EIIEICEZINET ZMEAAEE T, £/, Pygame 2.0l Tl Surface.scroll(dx,
dy) XV RHEBIMEN. SurfaceDRNBEZERICAIVO—IIBHIEZLHTETEYT, TH5IC. 24
Ew bhZ— (RGBDH. 7ILT7 7% L) Surface®HR— kX, | Surface.blit d7ILT77TL VR
BEEARY. ZLOBELANLERECHESINTVET, 25 LAHEICELD pygame-celdFL
pygamelZ EARIEENMREX RIFNHA M EL TULWE T,

«GPUZBUN—FRI 7705 L—>a>: pygameldBEARMNICY 7 D7 L VAU Y (CPUH
H) TTH. SDL2ZMMIC K > TEH VARGPUKREZ BB T 2 EDARINTUVE T, pygame-celdA
IR TSDL2%fFE>TH D, Metal®Direct3D. OpenGLAE X EE/\— R T PAPINORIGHHES N F
L7 BIZIE.  pygame.display.set_mode() IZ| pygame.OPENGL |7 5 U % 38E 9 1LiLOpenGLO > T
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2 b EEIETE, OpenGL%E ALV -iEI% pygame U« ~ R L TITX £9, F7=. | pygame.SCALED
750 TO14 Y RUZERT 3 & RIENGEFGEESSurface'GPUTEBEHEARTIIND
E—RIZARDEYd, TDOSCALEDE—FTiE. #x1£320x2000 L b O4 — LBEE % 7 JLHDEIE ICIk
ALTHEVLILDOHRZR-T-FEFRTARET. VIV RAEERECHRTBREICEHOETEREN
£9, CNODEEEICED. pygameTH—EN—RI 7705 L—> a3 xFALIHEEY R
TV IPRBTEET, L. BREARY T —4 —FBP3DEEILpygameBIATIEHHR— A
BOT, FEMICGPUTOT S I V% T 3I55130penGLEZ ERESHENHDET 11,

RIFIAVET «RIWFT1RATLA:. ERDpygameldl 2D T+ Y RILMFTELEATLE
H. pygame 2UETIIERD TV« > RUZR EHOERNTR— MAEBMENE L.
pygame.display.set_mode() THV« ¥ FUZEA LHIO VY RUDELCTLESHIRIFFR>TWL
F9gH. SDL2(D) SDL_CreateWindow FEEFES C & THEEBIER T 3 AENMBERINATVWET
(pygame._sdREZa—JLICWindowZ SRHHBD £T) o £l YILFTARXATLARETFTODY
IWRO ) —=2REDI=®HIZ| pygame.display.set_mode((0,0), pygame.FULLSCREEN, display=1) dD&
SICTARATLABEZIBEET REDEMINTUVWET, CholdFHReREREITTHD. —KEH
BT —LEETIRE—Y > RUTHEESH D £EAD. pygame-celd 25 LIHRMEICHEDHAT
WE T,

c ANTNAADILFE: pygame-ceTIFHICT —LTY bO—F (F—L/NY F) RISDRILPTIL
FRYF (RyFNRI) ADNOHEHED S5 FE LTz, HIXIE pygame. JOYBUTTONDOWN %k & DA
RA AR MR | pygame.CONTROLLERDEVICEADDED DA R kX, A hO—ZDHA FARRZ>
S, IREDGSREDHESNTVWET, £F v FICDWTIE, | FINGERDOWN ZRED A R MY
WFEYFIOLAFv—OYR— bMSDL2ZR =X THBEICHED & LTco FARY—NABRERYFR
D) —=2EHTNA X ThpygameZ i EALP TR >TVET,

« PythonEH VEEADFIG: pygame-celdBE Y FDFERES 2 —)LOPEPSEHT 1) 7R (fl
ZIE pygame. locals IC# B EHEER pygane.K_a DK S ICBRATEE) 4. Python 3ERDEEH
IZ74Y FFBR3HEMMTHORTVET, TSIC. —BWEFI— RiCCythonAABELLSNTED

(pygame-ce 7O & hB{ANC, Assembly, Cython, Python®DEETHEEINTLET) . /N
T+—XYRAALICEMLTWVWET, BARENBIEET 2 —I)L%ZCythonTE WL Tpygame L EHE T &
3 CDHOEETY, F7o. PyPy (Python®JITSEEE) Lt TpygameZEHdTHWDEAHED SN TS
D. FEBICEK D EREICPython 7 — LD EIK ATREMD H D £ 7,

cEDMDI—FT1 T+ pygameldt < HSDHEBEY LT, BETHESGUI ( pygame.font ICk3 T
FRARERR)  XURA-YVILDHRAZLFKT ( pygame.mouse.set_cursor ) « 1) w FiR— FigfE

( pygame.scrap EZa—JL) « AXZ AN ( pygame.camera EZa—JL) BEDBBATLET,
pygame-ce CHEZNSIFF | SHANTE D, —HFHEBDLINTWVET (FIXIEpygame.cameraH
Windows THEMET 2 L SEESNIFILHD £Y) o F7c. pygame.examples/\y 7 —JIZIFE
BRPTEROI—REHNFENTED.  python -m pygame.examples.playmus TEHERBET EZIEL
B3, CLWoEVWANTEET, CNSOFIEEBIKRIDOTL L S,

MED&SIZ. pygame-celdfERDpygamex R—XIZ LoD, RAWLKEEEBIMPREELARI SN TULWE

Yo BMEEIBARINTUVS D, EDpygameAI— RHEFIFENZVWTIH TADFHKEZERL
TEORELY — LR - BEMNMTZABTL &S,

IGRAM: 7= X—2 3 08
TIX=2aveld, BEEAICIGCTEELOA Tz FORE ((IE - RIcB) 2&IE3ILT

¥, pygameTT7 = X—> 3 VA ERT3EAIBIL—LS LICHRERBEES T3 chh 7, UTF
ICWKDAD T X~ 3 Y FEEBENA I RO B EHICBNLET,
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https://www.pygame.org/docs/tut/DisplayModes.html#:~:text=Pete%20Shinners

BET7=-XA—2 3> (EEEH)

BZIE. FYSIX—HDEEZETNET7A—2302EXEY, Fv 775 —EHGzDLIOBHFSELH
SHEREETSETAL—ARBHZRIRTEXT,

import pygame

pygame.init()

screen = pygame.display.set_mode((800, 600))
clock = pygame.time.Clock()

# ¥ v SR -EROTHAS EHUERTE

char_img = pygame.image.load("character.png").convert_alpha()
x=0

y = 300

v =5 #B7L—LOBEHE (EUtL)

running = True
while running:
for event in pygame.event.get():
if event.type == pygame.QUIT:
running = False

#EVSIR—DUEEZEH

X += vX

if x> 800: #EEAmZEBASERKICRT
x = -char_img.get_width()

#HHE

screen.fill((0, 0, 0)) tEEEETOUT
screen.blit(char_img, (x, y)) H#FHLWIEBICF vy I U7X —ZHE
pygame.display.flip() # BIE B

clock.tick(60) #60FPST=1T

EROBITIE. F¥ 5782 —OxEFZzEBT L —L—EETDIEP L. 800px (EEAHR) ZEBXS5EICH
DIAFETVWEY, TO5TBETHFVYIIVE—DI—TRETEZT7X—23VICBDET, K12 MR
BIL-LERZIVFZLTHSHLWMIBICHELET LT, BERZHEELBVE, Fv 378 —-1'F)
WD TR E L TR TLEVE T,

TJL—LL—bEEE
vx = 5 DMEIF1T L—LHIO5EI LB 2 FETY, 60FPSTEIEL TULWNIKIMMAIC5*60 = 300
TEILBETERIERD X, FPSHEODNIERERESEDL S0 BEICRE—EIC LIcWEHIFATT

DESIC dt TILERALEF>TEHELE T, HEAETHNIKX. FTIIFPSERE TR, BICEHFBICKE
LBEVWEIZICDOVWTERERWVWTL & S,
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ATSAbT7ZRA=2a > (EGOYIDER)

Fv3U8—DFHTRE. AVEDDTZRA—2aVICBRTSA b — b (TZXA—2a VAEGRE) =
ESHENDBD T, FIRIEHTORDINBDZIHE. TNOSZEINANTESZ. —EDTL—LTLIIR
DEFRICTIDEZTRRLED,

#4ARDBITR TS5 A beO—F

walk_images = [
pygame.image.load(
pygame.image.load(
pygame.image.load(
pygame.image.load(

: 0
walk2.png").convert_alpha()
walk3.png").convert_alpha(),
walk4.png").convert_alpha()

]

frame = 0
frame_delay = 5 # OY%YIDEZX 58 (7L —L%)

while running:
#o. AR MLIE..

#T7-A—> 3> T L—LOEH

frame += 1

if frame >= len(walk_images) * frame_delay:
frame = 0

HFIRERTINEIAVETE

img_index = frame // frame_delay

current_img = walk_images[img_index]

# fEE
screen.fill(bg_color)
screen.blit(current_img, (x, y))

pygame.display.flip()
clock.tick(60)

LETIE frame_delay=5 £ LT, 57 L —LZCIRDERICTIDE DS LSICLTVWET, 60FPSHSIL1
O HDH0.083MWRTINZHETT, frame h VA TEB T L —LEZERD., % frame_delay
TES/CBEERT VT v IRELTVWET, RBIFIIL—TLTRVOERICRZTHEATT,

BELRDIF. ToRA=23YDRALZIVJEETY, 7L —LETITISAEDOMIC.
pygame.time.get_ticks() TRBRE(ms)ZEIE L TRETEERIZCDHTEET, LE5ICEL. —F
B CEGREE LEXA THBETA L TANTIX—2a UARRTEEX T,

TPA=2 3 ICHT3EER

R AL—=T VY PygameldEV ZILR—IBDO T, BRMICITBREZTENLET. HLO-
KOBEMIBNLIEVWEEE. 17L—LOBHEZIEICLILEKBICLTHHRIZBICRAFEA
(B7L—LEDEVWIL—LHEBZET) . BEDIEEBKRTZLS5FPSE LIF2H. KELEE
ETHHMHE LIEERFICHEB T 20 aERITRIABRETY, BEIL30~60FPSHNIE+RITBESH
T

ATV MER EHAT A -2 3 > TlE, B - FRE - BRRCE 7ONTA IR TST+
9S5Z2%FEZHZL. update() AV v R TREEH. draw() XV v RTHE. WoltTHIUICT
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BrEBLYP LD FT, pygame.sprite.Sprite/ S X = MEA L TIMER 751 FEED.
pygame.sprite.Group T—IEEH - WE T2 HELHD £,

« 24 XY Pygamed time.set_timer() T—ERETARNY FZRLETH, Enz bUH—ICTZ
A= o EDZIFEHDET, Y—LATORBEERIIEBLAT77O-FHHZ0T. BHIZKE
CTEVWRIFTLREE L,

ISR HichRE (GEfZ. AL Y)

T—LTIIEMOBEERNE (HDHE) MHEH L 9, pygameTIIEFREZRHEKED VLW ONAR
SNTVERTH FTERCRZ5ER (OAF) BXeAERLORHERZEICOVTESRL E I,

e E T OERAE

HEROHDHEIE pygame.Rect 7 7P 0 b ZERT S LB T, Rect I&(x, y, width, height) TALE
EHA X FRFTZUS5XT. TNETOEEIE rectl.colliderect(rect2) XV w RTHIETEEYT 12,
ZDOAYV Y RIFEEHER > TUNIELTrueZRLET 18,

player_rect = pygame.Rect(player_x, player_y, player_width, player_height)
enemy_rect = pygame.Rect(enemy_x, enemy_y, enemy_w, enemy_h)
if player_rect.colliderect(enemy_rect):

print("&Z2 | ")

FEROKSIC. EF TPV bDMUEBE RETIH SRectZED. | colliderect EMERTZF T,
colliderect [FMHH'E & SEERDBEITEREARBTIAVAISEELTLIETWL B3 (ERbENIEILE
L ETTruelc D £9) o RectATDHIEIZIERICEERLRD T, ZL DT —LTIOAEIMEODNE T,

pygame®RectiZ (& fticH collidepoint(x, y) | (%2 RDEEFRICZH ZHHIE) .
collidelist(list_of_rects) (BHOEFLOEEEZFEHTHE) REFMBXYV Y RAHDFT 1
15, FIZIERTRD )y IRIEHRR VRect INFEER T 5 & W o T FIRIC| collidepoint HM&IIBE £ 95

ARELOERAE

M HOEZEHIE IEpygamell BFOBEIZH D FEAD. BENICO Y TILTT, 2ALEHREL TV S EHF
& TZOoOEOFDERENFEOFMUTTH S 1 TY, EEEESd = \sqrt{(x_1-x_2)*2 + (y_1-y_2)*2}$%
HEL. d<rl+r2 B5ERCHELET,

import math
# M1 0 (exl, cyl), FF rl
#2: Bl (cx2, cy2), FE r2
dx = cx1 - cx2
dy = cyl - c¢y2
distance = math.hypot(dx, dy) # sqrt(dx*dx +dy*dy) B
if distance < rl + r2:
print("MEEILAEZE | ")

L5 D math.hypot(dx, dy) (&(dx,dy)DEEEE%E KD ZEH T, BEIAEDTEMHSFARER->T
HIBVWEETA. COFEIIANTK TAHBZIBETHLIEI—TTHAEOLEEHETZ/EITROT. £h
IZFrELL<HD FHAO
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https://www.pygame.org/docs/ref/rect.html#:~:text=colliderect
https://www.pygame.org/docs/ref/rect.html#:~:text=colliderect%28Rect%29%20
https://www.pygame.org/docs/ref/rect.html#:~:text=colliderect%28Rect%29%20
https://www.pygame.org/docs/ref/rect.html#:~:text=pygame
https://www.pygame.org/docs/ref/rect.html#:~:text=pygame

EDMOFRP BELHIE

B CEHUNCD. RLABEOERAENH D £, ZAFXPLZHFEELOERE. ERLOER. RrEH
FRE, ZAIHBERMADOEH T, pygameldZ  F T—RRNAHESEISRELTLEEAD. EVEL
BHUTOEEAE (WbwaEIEIILN—T 0 MIE) #1735 pygame.mask EZa—ILHH D F£9, Mask
ISBERA/RFBHDOE Y by TEEZX B LR FERTARALHAEL > TVWNIEERCHETT £, B
BER BIZIEFvSI72—DOEZOEF) OBFRHEE LIEWESIZ. BEHD SMaskzED.
mask.overlap()  CERD ZRARBZHENMER £ T,

T 5. pygame.sprite ZfES &, SpriteV S ARTOERE I I —TEMUTHET S 1—T1 )T+
( pygame.sprite.collide_rect |, |collide_mask &¥) HEEINTHDO. WRMICZHODA TS U ME
BEZHETETET,

FTIFELLAOEAZREIZ. BEICBLTINSRELRHEFEREC LRV TL & S,

A RNy TRRT—IREADEFRE

L bO%2D7 —LPRPGHRETIFE. RANIYTEHENZARTRT—Y (Yv) #EELET, 21
WY T Tl FORBLINSREG (21)L) ZRFRICERBZCETRIRTY TZ2RELE D,
pygameZE > THAEBRRIANILIY Y TERETIHEZBNLET,

ZALINI Y TDT—2 KRR

2AIT Y FIZREBRIICIZ2RTES (177)) TRLE T, BIOKERDZAMIILOBEZRIIDICHE>TE
D, 7OV LLETENZHRAR > THIGY 2EERZHBEL £, AlELTUATOLSWNSBIYY TZ2EX
x£9,

#5X5D R Iy TeXFHTER (‘#"5, " IK, P 7LV —RBiIE)
level_map = [

MR

"#. P#",

#oH"

"# E#",

A"

CHISHREDEE(# ). BHR(. ). PHIEICT LAV —. EiSICECHOR DBy TR LET, BE5
level_map DA VTV IRADBEDEFET Y T EDEIZEICHIE L ET ( level_map[y][x] Hi(x,y)EZIL DA
) o

21 ILERD %S
FTNENORSICHINT 2/NER (21)L) ZHAELE. FIXIFERIC wall.png , FREIC floor.png|, 7

L —HIC player.png , B/HOMIC enemy.png RETY, XY A XIHE—SNFEAF (Hl: 32x32
Eotll) ICLET,

TILE_SIZE = 32
wall_img = pygame.image.load("wall.png").convert()
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floor_img = pygame.image.load("floor.png").convert()
player_img = pygame.image.load("player.png").convert_alpha()
enemy_img = pygame.image.load("enemy.png").convert_alpha()

CC T, BENERZAIL (BEPR) |F convert() TERA LESREBEAIC. FvS>742—HHE21IL (FL
14V —%#) & convert_alpha() T:&E@EHDEHRE LTO—RLTWLWETD,

B PALL L]

BAELT level.map EZEIIL—TTEEL. BEILNIH L2 ILEGE blit LTLWEET,

for row_index, row in enumerate(level_map):
for col_index, cell in enumerate(row):
x = col_index * TILE_SIZE
y = row_index * TILE_SIZE

if cell == "#"
screen.blit(wall_img, (x, y))
elif cell == ""
screen.blit(floor_img, (x, y))
elif cell == 'P":

screen.blit(floor_img, (x, y))
screen.blit(player_img, (x, y))
elif cell == 'E":
screen.blit(floor_img, (x, y))
screen.blit(enemy_img, (x, y))

CDESIC. Ry TZEDSTA EDSENEBLABDS LM ZRELES, TLAV—PHOMET
B FICKRZAILBHEELTE L ERMETTEATY (EOI—RTIE 'P' ® 'E' DEEIKRDERHEE
LTLWEY) o

ANy T2HET ZHEOERR: - Yy T2EPEELODATVEE. —EIC2THET % L EiHH1'%<
BOET, REIFRA (AAF) ICA>TWVWBEAIILETZRHET BDHHEMNTT, FIRIERIO0-ILTH
Ry T35 RIBEDOZAIINEEZHBE L TEORMALITIN-TTBLIICLET, fe. BEBHIC/NE
BREBEIIZVIFMETHI VINICLEZRE T3 ADDIDPTVTL LS. - XAIUYAX - BEY A
ZICE>TRETEILBUTEDYNGWVWI EDAHD T, X7O—-ILEICHENH S CHEETNANES 50D
T, EFRNICIFEERY A XZ 21T XTEDYNBEICT 5D BEABREZIXTZIBENHD XY,

HIcDHEADER

RN Y FFEEEIT TR, F'—LAOP v Y (BEIPCHEHZEHE) ICHFBINET, FIXIELERED
RYTTTLAVY—DE<EE. | level_map # BB L TRDOMUBEHLE(#)RSBHEILEDH D L Vo= AT
BETY, EFEMICIE. FLAV—EBEERAINDIRTA VT v I RICE#REL, | if level_map[next_y]
[next_x] == '#': BE OLSIHELET,

ANy T2V a Iy T LTERIE. REDOEF TV U bZ@RICRect TEIET S LD

HIUTINTY, 1720, RODERIVWEEMRERCILT Uy FIZTHEDBEVWERIZEFRRAETY, €05
&IZERICRectZ BE T 3. FIdiDpygame.maskB ¥ EIEIR—IFEEFES CICRDET,
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RF—SBEHIZOWT

RF=IFHA U TOTFLRICEIEESACMIC. NI 7D STHARATHEL M TI,
CSVRTFHFRETYyTZEER L. OV FLDNENZFHAN> TEIMISEL LIAL T, 7OV 5 L%E
EETICRT =T —RETELBRZUNTEEY, SHICHEICARD L. Tiled (21IILIYYyTIT+r
R) BEERY T RTI Y TEZERL. EOENT 71 ILISONRTMX%A ) % pygame Taed+»AA THIEA T
B3T—RbLHDFT,

HEENTHNE. TTRBELXFIRITIY Y TZ2ED. ZMILZLARZETEIHSHRHZERVNT
L& BNTELST 7N SHRAREARICKERIES LT, T—2RBNBIT—ORFHERT
TEY

k. pygame-cez AW —LEMEICRE T 2RB L E Y I LICRBIZMBENICHBL £ Lic. BEAMARE
WHADS—SHARTFREAEFTRLELEZOT, HERETOIOY IV IHMP. BES —LEARDS
EZLBNUTEVTY, TORBRICO—RFZEHLENS. pygameTODT —LIEDZR LATLIEE L,

Sources: 1 2 5 6 9 12

1 PyGame Tutorial - How to Build a Bouncing Ball Game

https://www.freecodecamp.org/news/pygame-tutorial-build-a-bouncing-game/

2 3.19: Drawing Images with pygame.image.load() and blit() - Engineering LibreTexts
https://eng.libretexts.org/Bookshelves/Computer_Science/Programming_Languages/
Making_Games_with_Python_and_Pygame_(Sweigart)/03%3A_Pygame_Basics/
3.19%3A_Drawing_Images_with_pygame.image.load()_and_blit()

3 4 5 pygame.time — pygame v2.6.0 documentation
https://www.pygame.org/docs/ref/time.html

6 7 8 Pygame Mouse Events

https://www.tutorialspoint.com/pygame/pygame_mouse_events.htm

9 10 How to add Music Playlist in Pygame? - GeeksforGeeks
https://www.geeksforgeeks.org/python/how-to-add-music-playlist-in-pygame/

11 Pygame Tutorials - Setting Display Modes — pygame v2.6.0 documentation
https://www.pygame.org/docs/tut/DisplayModes.html

12 13 14 15 pygame.Rect — pygame v2.6.0 documentation
https://www.pygame.org/docs/ref/rect.html
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