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BBenenue

[{udpoBbie paspieueHrs TPOYHO BOIUIA B TOBCEIHECBHYIO IKU3Hb
COBpEMEHHOro yenoBeka. Cpen MHOKECTBA JKaHPOB KOMIIBIOTEPHBIX UTP 0CO00€
MECTO 3aHUMAIOT IUIaTGOpMepbl — HUIPHI, TpeOyloIHUe OT UTPOKa HE TOJIBKO
peakiuy, HO M MPOCTPAHCTBEHHOro MbIiuieHus. «Moon Threadsy — »3T10
JByXMEpHasi IUIaTpOpPMEHHAass Urpa, B KOTOPOM MIPOK YIPABISET TEPOEM,
MyTENIECTBYIOIIUM IO JIYHHBIM YPOBHSIM B OMCKAX CBETJISTYKOB.

Hecmotpss Ha MUHUMaIMCTHYHBIM rpaduueckuid uHTEpdenc, 3a Urpou
CKpBIBA€TCSl CTPOTasl aJrOPUTMHUYECKas OCHOBA: KOJUIM3UM OOBEKTOB, JIOTHKA
JIBIKEHUS Bparos, (hU3MKa MPHDKKOB U paboTa ¢ acceMOJIepHBIMU BCTaBKaMU IS
HU3KOYPOBHEBON 00pabOTKH NTaHHBIX. DTO JAET IEHHBIA MPAKTUYECKHUM OMBIT B
pa3pabOTKe MPOrpaMMHOI0 OOECIICUEHHUS Ha SI3bIKAX BHICOKOTO U HU3KOT'O YPOBHSI.

OTAYUTENHEHON 0COOEHHOCTHIO IAHHOTO MPOEKTA SIBJISIETCS UCIIOIb30BaHUE
sa3pika Python B cBsizke ¢ OubOnmorekoil Pygame myisi BU3yaiM3aluu, a Takke
HalMCaHUE KPUTUYECKON MO MPOU3BOAUTEIBLHOCTH (DYHKIMU JOTUPOBAHMS Ha
s3pike C ¢ acceMOJepHON BCTAaBKOM, CKOMIWJIMPOBAHHON B JUHAMUYECKYIO
oubmmortexy (DLL).

AKTyanbHOCTh PAOOTBHI OMNpEAeNIeTCs TEM, UYTO pealu3aius M0J100HOTOo
NPWIOKEHUS ~ OXBAaThIBa€T IIMPOKHM  CIHEKTp  (PYHIAMEHTAIbHBIX  3a/1a4
nporpaMMHUpOBaHus: paboTy ¢ rpadukoii, o0pabOTKy COOBITUN KJIaBUATYPHI,
MPOCKTUPOBAHUE YPOBHEW M MEXbsA3bIKOBoe B3aumojeictBue (Python + C +
Assembler).

B xauecTBe OCHOBHOTO si3bIKa pa3padboTku BeiOpaH Python (uatepdeiic) u C
(HU3KOypOBHEBas Joruka). Jig peanu3aluu ONTHUMU3AIMU IIpoliecca 3alKcu B
¢aiin u paboThl ¢ BpEMEHHBIMU METKaMu B paboTe MpUMEHsIeTCsl acceMmOJiepHas

BcTaBKa B Koje Ha C.



1. IlocTanoBKA 3a1a4u

Lenbto qaHHOM pabOTHI ABIAETCS pa3paboTKa ABYXMEPHOH MiIaT(GopMeHHON
urpsl «Moon Threads» ¢ ucnonszoBanuem o6ubimnoreku Pygame, s3pika Python, a
TaK)K€ acCeMOJICpHOW BCTAaBKM MJII HU3KOYPOBHEBOW ONTHMH3AIUUA KITIOUYEBBIX
OTIEepaLUU.
B xoxe BbimonHeHUsT pabOThl HEOOXOAUMO pEaTUu30BaTh CIEAYIOIIMIMA
byHKIIMOHAT:
1. Co3nanue urpoBoro mupa ¢ cucreMod ypoBHed (oT 0 70 6), KaxAbBIA U3
KOTOPBIX MPEJICTABIICH B BUJIE IBYMEPHOTO MacCHBa.
2. YmpaBieHuUE TIEPCOHAXXEM C BO3MOXKHOCTBIO TIpPbDKKAa (mpoOen) u
TOPU30HTAIBHOTO MEPEMEIICHUS.
3. Peanmmzarust pa3nuyHBIX THUIOB BParoB: MayKH, JETYYHWE MBIIIH, CIW3HH, a
TaK)Ke MPENITCTBUMA (IITUIIBI, TAyTHHA).
4. Cucrtema cobopa 0OBEKTOB (CBETISYKH) C MOJCUETOM OYKOB U BU3YAIbHOU
0o0paTHOM CBS3bIO.
5. Jloruka nBmxeHus miatGopM U IPOTUBHUKOB.
6. OOpaboTka 3aBepiieHHs UTPhl (CMEpPTh) W MOOEABI (MPOXOXKACHUE BCEX
YPOBHEH).
7. CoxpaHenue pe3yiapTatoB B ¢aitn game_log.txt ¢ ucmonp3oBaHHEM
acceMOJIepHOIl BCTaBKH 1J1s 00paObOTKH TaHHBIX B (opmare BpeMenu Unix.
B mporiecce peanuzanuu mpoekTa JIOJDKHBI OBITh MCIOJIB30BAHBI TPUHITUTIBI
00BEKTHO-OPUEHTUPOBAHHOTO TIporpamMmmupoBanusi[1l, 2], MoayIsHOT0 HoCTpOCHUS,
a TakKe TEXHOJOTHH MEXbI3bIKoBoro B3aumojenctBus (Python DLL).
AccemOnepHas BcTaBKa J0JKHA OBITH BhIMOTHEHa B cuHTakcuce AT&T (BcTpoena

B C xon).



2. Bbi0op pemenus

B xauectBe cpenpl pazpabotku Obu1 BeiOpaH Microsoft Visual Studio (mms
co3nanust DLL) u PyCharm (nns Hamuicanusi OCHOBHOM 4acTu Urpel Ha Python).
JlanHblit BBIOOp 00yciIOBIEH yAOOCTBOM OTiaAku U uHTerpauun C-koga B Python
yepes Ctypes.

Jlns  co3manust rpaduueckoro uHTEpdeiica MNpuMeHseTcs OubImoTeKa
Pygame [3], koTopas mpenocTaBisieT anmapaTHo-yCKOPSHHBIH peHICPUHT Ipad UKy,
paboTy co 3BYKOM U COOBITUAMHU. M300paskeHNs ¥ 3BYKH 3arpy Kar0TCs U3 BHEITHUX
¢aiinoB, 4To obecneunBaeT y100cTBO MOANBUKAIINKI KOHTCHTA.

KiroueBoe pemieHne — BBIHOC ONEpalUd JIOTUPOBAHUS B OTIEIIBHYIO
TuHAMUYecKyto oubmmoreky (game logger.dll). 3to no3BosseT:

1. CHu3UTh HArpy3Ky Ha OCHOBHOM MOTOK UTPHI IIPH 3aIMCH JaHHBIX.
2. Hcnonp3oBaTh acceMOJIEPHYIO BCTABKY ISl JEMOHCTPALIMUA HU3KOYPOBHEBOM

ONITUMH3AIINH.

3. Pa3nenuTh OTBETCTBEHHOCTh MEXKIY JIOTHKOW OTOOpPAXEHHSI U CHCTEMHBIMH

BBI30BaMH.

[Tpoekt CTPYKTYypHUPOBaH C MCIIOJIb30BaHUEM
MoyJeit: settings.py, levels.py, sprites.py, main.py. Takoe pa3neneHue ympouiaet

MOJIJICPKKY M paclIupeHue PyHKIIMoHaIa.



3. Onucanue pa3padoTKu NPOrpaMMbl

B ocHOBY pa3pa0oTku MONOKE€H HHUCXOAsAmMid noaxon. CHavanma Obuia
ompeiesieHa o01as apXuTEKTypa: UTPOBOH LUK, 00paboTKa COOBITHI, 0OHOBJICHUE
cupaiToB. Jlanee kaxablii KOMIIOHEHT (Tepoi, Bparu, miatr@opmbl, YpOBHHU) ObLI
JETATU3UPOBaH B OTJEJbHBIX KIaccax.

MopayJu nporpaMmsi:

1. settings.py — comepkuT Tio0aiabHBIe KOHCTAHTHI (pa3Mep 3KpaHa, IBETa,
nyTH K aiiinam) u GyHKIIUU 3arpy3Ku PECypCOB.
2. levels.py — xpanwut onucanue 7 UTPOBBIX YPOBHEH B BHJIE MATPUIL C KOJaMHU

O00BEKTOB (CTEHBI, Bparu, CBETJISIUKH ).

3. sprites.py — peaiu3yeT KJIACChl ISl HTPOBBIX CYIIIHOCTEH:
o Hero — ympasnenue gBuKEHHEM, TPHIKKAMU, AHUMAIIACH.
o Enemyl, Enemy2, Enemy3 — noruka nepeMenieHus NpoTUBHUKOB.
o Platform — monBmxHBIE ¥ HEMOIBUKHBIC TTAT(HOPMBI.
o FireFly — o0bekThI cOopa.
4. main.py — OCHOBHOM ITUKJI IMPOrpaMMbl, OOHOBJICHHE 3KpaHa, KOJUTU3UU H

B3anMoxaencTeue ¢ DLL.

5. game_logger.c— C-xox, xommwiumpyembii B DLL, comepxkamuit

acceMOJIepHY10 BCTaBKYy [4, 5].

Jloruka paéorbI:

[Ipu 3armycke main.py 3arpysaroTcs U300paKeHUs U 3BYKH,
UHUIMAIM3UPYETCS OKHO. B TTaBHOM MEHIO MOJIh30BaTENlb MOKET HaXKaTh «Starty.
ITocine 3TOrO 3arpy’Kaercs YPOBEHb 0. I'epon YIIPaBIISETCS
KJIaBuiamu «—/— u Space. COop cBeTNIIYKOB yBenuuuBaeT cueT. [Ipu kacanum
Bpara WM IIWIa MPOUTPHIBACTCS 3BYK CMEPTH, UTpa MEPEXOAHT B dKpaH «Game
Overy, u B (GOHOBOM pexume uepe3 Clypes Boi3biBaeTcs (GyHkims 0g_game u3
DLL, xoTtopas ¢ HOMOULIbIO acceMOJEpHOW BCTABKM BBIYMCIAECT W COXPAHSET

pesyabTatT. [Ipu npoxoxxaeHuu 6 ypoBHeEW OTKpbIBaeTcsa puHaANBHBINA 3kpaH «Good

End».



4. OTi1aIKa U TeCTUPOBAHUE

OTtnaaka mporpammsl ipousBoauiack B cpeae PyCharm ms Python u Visual
Studio nns C/DLL. B mpouiecce pazpaboTku TPUMEHSIINCh METOABI MOIIATOBOTO
BBITIOJTHCHUSI, KOHTPOJIb 3HAYCHHH IEPEMEHHBIX U aHAJIU3 JIOTOB.

BroisiBi1eHHbIE ¥ HCTIPABJIEHHbIE MPO0JIEeMbI:

1. Kouaau3uu ¢ njardopmMamu: epBoHaAYAIbHO Tepoi "TpoBaiuBaiics” CKBO3b
IBIDKyIIHECs maTdopmbl. MicpaBiieHO BBEACHUEM KOPPEKIIUHA KOOPUHAT U
poBepKH abS pa3HUIIBI TIOJI0KCHUN.

2. CYeT4YHK CBETJSYKOB: MPU COOpE CBETISTYKOB BO3HHKAJIA OINIMOKA, €CIH
cripaiiT yaansuics ABaxsl. McnpasneHno mobasienueM ¢uiara alive B rpymnmy
CIIPANTOB.

3. Accem0jepHas BcraBka: B C-kojie _ aSmM__ MCTOIL30BAJIACh JJIs TIEpeIavn
3HaueHMsI cyeTa B peructp eax. [lpum TectupoBanum ObUIO OOHApPYKEHO,
g10 MOVl B AT&T cuHTakcuce TpeOyeT KOPPEKTHOTO yKa3aHUs ONEPaH/IOB.
Ommbka ycTpaHeHa poBepKoi TUTIOB U jo0aBneHneM Oydepa final_score.
TecTupoBanue (paioson cucrembl: [IpoBepka OTKPBITHUSA

daiina game log.txt. Ilpu nepBom 3amycke (daitn co3maercss KOpPpeKTHO, MpHU

IIOBTOPHBIX — JAHHBIC JOITMCBIBAIOTCA.



5. Onucanue NporpamMmabl

5.1 Onucanue moay.ei

Monyns settings.py — OTBeyaeT 3a MHHIManu3anuio Pygame, onpenenenue

[[BETOB, MIPU(TOB U MApaMETPOB IKpaHa.

load images() — 3arpy»kaet u macmrabupyert Bce H300paKeHHSI.

load sounds() — 3arpy>kaeT My3bIKy 1 3BYKOBBbIC A(D(PEKTHI.

Monynsb levels.py — comep:KuT cTaTHUECKHe JaHHbIe YPOBHEI.

list world — maccuB, comeprkaruii 7 MaTpHI] ONTMCAHUS YPOBHEH.

Mopnynb sprites.py — OIpeaensieT KJIacChl UTPOBBIX OObEKTOB.

Hero — ynpaBiieHre coCTOsSSHUEM NepCOHaXa, aHuMalus XoAp0bl, 00paboTka
KOJUIM3UM.

Enemy1/Enemy2/Enemy3 — Bparu ¢ ropu30HTaJIbHBIM WM BEPTUKAIBHBIM
JIBIKEHUEM.

FireFly — craruueckuii 00beKT, mpu cOOpe yBEIHMUUBAIOIINI CUET.

Monaynbs main.py — TO4YKa BX0Jia, OCHOBHOW UTPOBOM ITUKJI.

reset_level() — cOpoc coCTOsIHUS YPOBHSI PU CMEPTH WIIH TTEPEXOJIE.
draw_text() — BcioMmorarenbHas QyHKIIUS OTPUCOBKH.

Mopnynbs game logger.c — moaKiIrouaeTcs uepes ctypes.

log game() — mosy4aeTr timestamp W CYET, BBIMOJHIET acceMOJIEPHYIO
BCTaBKY M COXpaHSET AaHHbIE B (aili.

5.2 Pazpaborka pyHkuuu Ha si3biKke Assembler

Oynkuus log game B daiisie game logger.c peanuzoBana Ha C, HO COACPKUT

6ok accemOnepHoii BcraBku B ctwiie AT&T. JlanHas BcTaBka JAEMOHCTPUPYET

HU3KOYPOBHEBYIO 00pabOTKY JIaHHBIX — OHA "3allMKJIMBACT" MepeJaHHOE 3HAUCHUE

cueTa, IOMeEIIasi €ro B PETUCTp eax 03 N3MEHEHU (JIEMOHCTPAIIUS CHHTAKCHUCA).
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"=r" (final score)

"r" (score)

: "ZSeax"
) ;
DTOT OJIOK BBIMONTHSET CICAYIOIINE TCHCTBHS:

l. movl %1, $%eax — 3arpyaeT 3HAuY€HUE TEPEMEHHOM SCOre B

PErucTp eax.

2. addl $0, %$%eax— BHINONHICT (PUKTHUBHOE CJIOKEHHE (OCTaBIsET

3HaueHue 03 U3MEHEHUS).

3. movl %$%eax, %0 — coxpaHseT pe3ynbTaTr B nepeMeHHyo final score.
Hcnonp3zoBaHue perucrpa eax mo3BoJIsieT BBITOJIHUTD OTeparuIo

MaKCUMAaJIbHO 3(h(PEeKTUBHO, O€3 HAKIIATHBIX PACXOA0B Ha BHI30B (PYHKIMI BHICOKOTO
ypoBHs. [locne BBINOIHEHUS acceMOJIEpHOM BCTaBKH PE3YJAbTaT COXpaHSIETCA B
TEKCTOBBIH (haii.

5.3 I'papuueckas yactb (Cxembl)

Ha pHUCYHKE 1 NOKa3zaHa cxema JAHHBIX:
(orucanwme: IlonszoBarens — OC — [Iporpamma — YerpoiicTBa BBO1a/BhIBO/IA)

Ha PUCYHKE 2 NOKa3aHa cxema pecypcoB CUCTEMBI:
(onucanue: AnnapaTHble pecypcebl: KiaBuarypa, nuciuieil; [lporpammusie: Pygame,
Windows, DLL)

Ha PUCYHKE 3 MOoKa3aHa cxema paboThI CHUCTEMBI:
(orucanue: Mento — Bribop crapra — 3arpyska ypoBHst — [lelicTBus uTpoka —
[Tposepka komnusuit — [lodena/CmepTh)

Ha pucynke 4 mnokazaHa wepapxudeckas CTPyKTypa IPOTPaMMBbL:
(omucanme: main.py (Touka Bxoma) — sprites.py, levels.py, settings.py,
game_logger.dll)

Ha pucynke 5 rmoka3aHa cxema  B3aUMOJCHUCTBUS  IPOTPAMMEBI:
(omucanue: main.py BbI3bIBaeT (YHKIIMU W3 Sprites.py, 3arpykaer JaHHbIC W3

levels.py, obpamaercs k DLL gepes ctypes)

11



Monb3oBaTenb

. OnepaunoHHasn YCTPORCTBO
Lmcnnen CHCTEMAa BEOOA
MNporpamma
Pucynok 1 — Cxema gaHHBIX
AnnapaTtHble pecprbl MporpammHble pecypcbl
Knasmatypa MoHwTOp Aunck Pygame Windows AP| game_logger.dll

Mporpamma

OnepaunoHHas cucTema Wir

Pucynok 2 — CxemMa pecypcoB CUCTEMBI
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-

Havano

[naBHoe MeHK

Boi6op ‘Start’

3arpy3aKka yposHa 0

JeHcTBrA Urpoka

Kacanuwe spara/wmuna

!

TMpoBepKa KOAM3MH

C60op BCEX CBETNAYKOB

‘\

KocHynca Bbixoaa

3

CmepTb

Mepexoa Ha cnegytowmin YP MNo6ega

3kpaH Game Over

E

JlornposaHve B DLL

Bti6op: 3aHoBO / Bbixos

Good End

MozapaeneHne

Pucynox 3 — Cxema paboThl CHCTEMBI

Touka Bxoja

=

™

MrpoBble 06BLEKTbI

LAaHHble ypoBHe#

KoHCTaHThbI 4 pecypcbl

game_logger.dll

Pucynok 4 — HUepapxudeckas CTpyKTypa IpOrpaMMbl
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A 4

BbI3blBaeT (YHKUMM——— > sprites.py Hero, Enemies, Platforms

3arpyaet AaHHble———» levels.py MatpmLbl ypoBHEH
main.py
nonyyaeT KOHCTaHTb——  settings.py M306pakeHHs, 3BYKM
obpalaeTca Yepes ctypes—» game_logger.dll 3anucb B game_log.txt

Pucynok 5 — Cxema B3aMMOJIEHCTBUS TPOTPAMMBI
Urpa Oblna pazzeneHa Ha MOAYIW ISl JydIlled YUTAEMOCTH M JIETKOTO

OOHOBJIEHUS TPOIPAMMHOTO KOJIA.
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6. PyxkoBOICTBO M0JIb30BaTE/IA

[Iporpamma mpencraBisieT cobor wurpy-miargopmep «Moon Threadsy.
VYrpasnenue ocyuiecTBisieTcs: kiaBuatypoi. Mrpa 3amyckaetcs ¢aitioM main.py.
OcHoBHas 3a/1aya UTPOKa — coOpaTh BCEX CBETVISIYKOB Ha YPOBHE M JIOUTH

710 BBIXO/a, n30erasi BparoB U MPemsITCTBUMA.

6.1 3actaBka u MeHrio
[Tpu 3amycke OTKPBIBACTCSI OKHO C M300paKEHUEM JIYHBI i KHOTIKaMU «Starty

u «Exity (pucyHox 6).

£4 Moon Threads — X

MOON THREADS

NEW CGAME

PucyHok 6 — [ maBHOE MEHIO
Start — nauano urpsl (ypoBens 0).

EXit — BbIXOJ U3 IPOTrpaMMBI.

15



6.2 Urposoe moJie 1 npouecc urpbl

Ha pucynke 7 nuzo0paxen reimiuieit miardpopmepa.

£ Moon Threads = X

&0

Pucynox 7 — UrpoBoii npouecc

B urpe ucnons3yetcst Bus cBepxy-cOoky (ruiatdopmep).
VYmpasienue: <— (BieBo), — (BIpaBo), Space (IIPbIKOK).
CeTnsiuku (3KeNThIE TOUKH) — COOp YBEJIMYUBAET CUET.

Bparu: nayku, neTyuue M, CIU3HA — IIPU KaCAaHUH MEPCOHAXK MOTUOAET.

16



6.3 Ilo0ena u mopaxxkeHue
Ha pucynke 7 n300paxxeH 3KpaH Npu MOPaKEHUU.

Ha pucynke 8 uzo0paxkeH 3kpaH npu mnooee.

£ Moon Threads - X

Pucynok 7 — DkpaH nopaxeHust
[TopaxkeHnue: mnpu KacaHWM Bpara WM 1WA WUrpa OCTaHABJIMBAETCA,
nosiBisietcs: 9kpan «The End?» c¢ xknomkamu «Try Againy» (3aHOBO C TEKYIIETO
ypoBHs) u «Exity. B ¢aiin game log.txt 3anuceiBaeTcst BpeMsi CMEPTU U KOJIMUECTBO

COOpaHHBIX CBETJISYKOB.

17



£ Moon Threads — O x

LY

CONGRA [ ULA TTOINS!

Pucynox 8 — Dxpan mooembt

[ToGena: mocne nmpoxoxkaeHust 6 ypoBHel nosBisieTcs 3kpad «Good End» ¢

no3zapaBiaeHreM U kHonkamu «Exit» u «Try Again» (HadyaTh 3aHOBO C NEPBOTO

YPOBHS).

18



3akJ/IoueHue

B xonme BbImosHEHUS KypcoBOil paboThl ObUTa yCHEIHO pa3paboTaHa

nporpamma — urpa «Moon Threads», peanuszoBannas Ha s3bike Python ¢

UCI0JIb30BaHUEM OubMoTeku Pygame u HU3KOypOBHEBOI acceMOJIepHOM BCTaBKU

B DLL na C.

> W e

OcCHOBHBIE TIOCTUKEHUS U peaTU30BaHHbIC (YHKIIUU:

Peann3oBaH MoJHOIEHHBI UTPOBOM UK C TpadUKOM, aHUMAIIMEH U 3BYKOM.
Co3gaHa cucrema ypoBHEW HA OCHOBE MaTpPHIL.

Peann3zoBaHa J10THKA KOJUTU3HI U IEPEMENIEHUS BParoB..

Pa3paborana accemOniepHas BcraBka B C s JI€MOHCTpaluU
HU3KOYPOBHEBON 00pabOTKM JTaHHBIX.

PeanuzoBana cuctema JOrMpoBaHUs B TEKCTOBBIN (haili.

[Ipoexkt mnpoaemMoHCTpUpoBan S(PHEKTUBHOCTh HCHOIB30BAHUS  CBSI3KU

Python + C + Assembler mist co3gaHusi UTPOBBIX MpHIoKeHUN. Bes 3asBienHas

(YHKIMOHAIEHOCTH peain30BaHa U paboTaeT KOPPEKTHO.

19
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Ipuaoxenune A. JIMCTHHT MPOrpaMMbl

B JaHHOM IIPHIIOKCHUU IMPCACTABJICHBI KJIIOYCBBLIC (l)paFMeHTBI HCXOAHOI'O

KOJa IIPOoIrpaMMBlI.

daiia1 main.py

import pygame

import ctypes

from datetime import datetime

from pygame.locals import *

from settings import *

from sprites import Hero, Button, NightWorld, FireFly

from levels import list world

# Vuvumanusauus Jjorrepa
logger = ctypes.WinDLL("./game logger.dll")

logger.log game.argtypes = [ctypes.c inté64,

ctypes.c int]

logger.log game.restype = None

# Barpyska pecypcos
images = load images ()

sounds = load sounds ()

# VITrpoBEHE IepeMeHHHEe
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game over = 0

main_menu = True
level = 0
score = 0

death logged = False

# CoszsmaHue TPYIN CIPAUTOB

all bats pygame.sprite.Group ()

all goos = pygame.sprite.Group ()

all spiders = pygame.sprite.Group ()
all webs = pygame.sprite.Group ()

all spikes = pygame.sprite.Group ()
firefly group = pygame.sprite.Group ()

exit group = pygame.sprite.Group ()

platform group = pygame.sprite.Group ()

# CosmaHMe cueTurKa CBETJISUKOB

score firefly = FireFly(tile size // 2, tile size // 2,

tile size)

firefly group.add(score firefly)

# Cosmanme Tepod
hero = Hero (70, screen height - 91)
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# CozsmaHme Mupa
world data = list world[level]

night = NightWorld(world data, tile size, all spiders,
all bats, all goos,

all webs, all spikes, firefly group,

exit group, platform group)

# CosmaHMe KHOIIOK

start button = Button(screen width // 2 - 165,

screen height // 2 + 35, images['start'])

exit button = Button(screen width // 2 - 165,

screen height // 2 + 190, images['exit'])

def draw text (text, font, text col, x, y, screen):
img = font.render (text, True, text col)

screen.blit (img, (x, Vy))

def reset level (level):
hero.reset (70, screen_height - 91)
all spiders.empty ()

all goos.empty ()
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all bats.empty()

all webs.empty ()

all spikes.empty ()
exit group.empty ()
platform group.empty ()
firefly group.empty ()

firefly group.add(score firefly)

world data = list world[level]

night = NightWorld(world data, tile size,

all spiders, all bats, all goos,

all webs, all spikes,

firefly group, exit group, platform group)

return night

# TJIaBHBIM MTPOBOM LMKJI
run = True
while run:
clock.tick (fps)
screen.blit (images['sky'], (0, 0))

screen.blit (images|['moon'], (75, 55))
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if main menu == True:

draw text ("Moon Threads", font, yellow,

(screen width // 2) - 320,
screen height // 2 - 100, screen)
1f exit button.draw(screen):
run = False
1f start button.draw(screen):
main menu = False
else:

night.draw (screen)

i1f game over ==
all spiders.update ()
all bats.update ()
all goos.update ()

platform group.update ()

if pygame.sprite.spritecollide (hero,

firefly group, True):
score += 1

sounds['firefly'].play ()
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draw text(str(score), font score, black,

tile size - 6, -2, screen)

all goos.draw (screen)

all spiders.draw(screen)
all spikes.draw(screen)
all bats.draw (screen)

all webs.draw(screen)
firefly group.draw(screen)
exit group.draw(screen)

platform group.draw(screen)

game over = hero.update (game over, night,

platform group, all spiders,

all bats, all webs,

all spikes, all goos,

exit group, screen,

images|['bad end'], font,

red, screen width,

screen height,

sounds ['jump'],

sounds [ 'gameover'])

1f game over == -1:
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if not death logged:

logger.log game (

ctypes.c int64 (int (datetime.now() .timestamp())),
ctypes.c int (score)

)

death logged = True

no button = Button(screen width // 2 - 105,
screen height // 2 + 35,

images|['retry'])

yes button = Button(screen width // 2 -
105, screen height // 2 + 190,

images|['no retry'l])

if no button.draw (screen) :
score = 0
death logged = False
night = reset level (level)
game over = 0

if yes button.draw(screen) :

run = False
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if game over ==

level += 1

if level <= max level:

night = reset level (level)
game over = 0
else:
screen.blit (images['good end'], (0, 0))

good exit button = Button(screen width

// 2 - 105,

screen_ height

// 2 + 191,

images|['good exit'])

good tryagain button =
Button (screen width // 2 - 105,

screen height // 2 + 3¢,

images|['good tryagain'])

if good tryagain button.draw(screen) :
score = 0
death logged = False

level = 0
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night = reset level (level)
game over = 0
i1f good exit button.draw(screen) :

run = False

for event in pygame.event.get () :
if event.type == pygame.QUIT:

run = False

pygame.display.update ()

pygame.quit ()
daiin settings.py

import pygame

from pygame 1import mixer

# VHUUMaIM3auusa
pygame.mixer.pre init (44100, -16, 2, 512)
mixer.init ()

pygame.init ()

# DOxpaH

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

screen width = 700

screen height = 700
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screen = pygame.display.set mode ((screen width,
screen height))

pygame.display.set caption("Moon Threads")
# lpudTe
font = pygame.font.SysFont ("Castellar", 70)

font score = pygame.font.SysFont ("Castellar", 30)

# VrpoBBIE HapaMeTpEl

tile size = 35
max level = 6
# IBeTa

black = (0, 0, 0)
yellow = (255, 225, 0)
red = (255, 0, 0)

# Barpyska mMzobpaxeHun

def load images():

images = {}

images|['start'] = load and scale("start btn.png",
300, 140)

images['exit'] = load and scale("exit btn.png",
300, 140)

images['retry'] = load and scale("retry btn.png",
200, 98)

images['no retry'] = load and scale("end btn.png",
200, 98)

images|['moon'] = pygame.image.load ("moon.png")
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images|['sky'] = pygame.image.load("sky.png")
images|['bad end'] =
pygame.image.load ("bad end.png")
images|['good end'] =
pygame.image.load("good end.png")
images['good exit'] =
load and scale("good exit btn.png", 200, 98)
images|['good tryagain'] =
load and scale("good tryagain btn.png", 200, 98)

return images

def load and scale(path, width, height):
img = pygame.image.load (path)

return pygame.transform.scale (img, (width, height))

# 3Barpyska 3BYKOB

def load sounds():
pygame.mixer.music.load ("moon theme.mp3")
pygame.mixer.music.play (-1, 0.0, 5000)

pygame.mixer.music.set volume (0.1)

sounds = {}

sounds|['firefly'] = pygame.mixer.Sound ("sound-
firefly.wav")

sounds['firefly'].set_volume(0.55)

sounds['jump'] = pygame.mixer.Sound ("sound-
Jjump.wav")

sounds ['jump'].set volume (1)
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sounds [ 'gameover'] = pygame.mixer.Sound ("sound-
gameover.mp3")
sounds [ 'gameover'].set volume (0.175)

return sounds

def draw text (text, font, text col, x, y, screen):
"""BecromMoraresnpHasa QyHKLOMSA OJiA OTpMCOBKM TerkcTa'""
img = font.render (text, True, text col)

screen.blit (img, (x, Vy))

daijia levels.py

world levelO = [

(., 1, 1, 1, 1, 1, 11, 1, 1, 1, 1, 1, 1, 1, 1, 1, 1,
1, 1, 171,

(., 1, o, o, o, o0, o, o, 0, o, 0, 0, o, 0, 0, 0, O,

o, 0, 11,

r, 1, o, o0, o, o, o, o, o, o0, o, o, o, o, 0, O, O,
o, 0, 11,

(., o, o, o, o, 0, o, o0, o, o, o0, o, 0, 0, 0, 0O, O,
o, 0, 11,

o, 0, 11,
(L, o, 6, ¢, 6, o, o, %, 0, 0, 0, 0, O, O, O, O, 9,
o, 0, 11,
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1, 1, 1,
1, 1, 17,

(1, o, 0O,
11, 0, 17,

(1, o, 0O,
o, 0, 17,

(1, o, 0O,
1, 1, 17,

(1, o, 0O,
0o, 0, 17,

(L, o, 0O,
0o, 0, 17,

(L, o, 0O,
o, 0, 17,

(1, o, 0O,
o, 0, 17,

(1, o, 0O,
o, 0, 17,

(1, o, 0O,
o, 0, 17,

(1, o, 0O,



[ll ll ll
1, 1, 1],
[ll OI OI






world leveld =
(L, 1, 1,
1, 1, 17,
(1, o, O,



[ll ll ll
1, 1, 11,
[ll 6’ 6’



world level6 = |
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list world = [
world levelO,
world levell,
world level2,
world level3,
world leveld,
world levelb,

world levelo,

]
dajiu sprites.py

import pygame
from pygame.locals import *
from settings import draw text

settings

class Hero:

def init (self, x, y):
42

# VMmnopTupyem m3



self.reset (x, V)

def update(self, game over, night, platform group,
all spiders, all bats,
all webs, all spikes, all goos,
exlit group, screen, bad end im,
font, red, screen width, screen height,
Jump fx, gameover fx):
col thresh = 15
dx = 0
dy = 0
walk cd = 5

if game over ==
key = pygame.key.get pressed()
i1f keyl[pygame.K SPACE] and not self.jump:
jump fx.play ()
self.v.y = -10
self.jump = True
1f not key[pygame.K SPACE]:
self.jump = False
if keyl[pygame.K LEFT]:
dx -= 3
self.cntr += 1
self.drctn = -1
if key[pygame.K RIGHT]:
dx += 3
self.cntr += 1
self.drctn = 1

i1f not key[pygame.K LEFT] and not
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key[pygame.K RIGHT] :
self.cntr = 0
self.indx = 0
if self.drctn ==
self.im = self.ims right[self.indx]
if self.drctn == -1:

self.im = self.ims left[self.indx]

if self.cntr > walk cd:

self.cntr = 0

self.indx += 1

1f self.indx >= len(self.ims right):
self.indx = 0

1f self.drctn ==
self.im = self.ims right[self.indx]

1f self.drctn == -1:

self.im = self.ims left[self.indx]

self.v.y +=1

if self.v. y > 10:
self.v.y = 10

dy += self.v y

self.in air = True
for tile in night.tile list:
if tile[l].colliderect(self.rect.x +
dx, self.rect.y, self.wdth, self.hght):
dx = 0
if tile[l].colliderect(self.rect.x,
self.rect.y + dy, self.wdth, self.hght):
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if self.v y < O:
dy = tile[l].bottom -
self.rect.top
self.v.y =0
elif self.v. y >= O:
dy = tile[l].top -
self.rect.bottom
self.v.y =0

self.in air = False

for platform in platform group:
if
platform.rect.colliderect (self.rect.x + dx,
self.rect.y, self.wdth, self.hght):
dx = 0
if
platform.rect.colliderect (self.rect.x, self.rect.y +
dy, self.wdth, self.hght):
if abs((self.rect.top + dy) -
platform.rect.bottom) < col thresh:
self.v.y = 0
dy = platform.rect.bottom -
self.rect.top
elif abs((self.rect.bottom + dy) -
platform.rect.top) < col thresh:
self.rect.bottom =

platform.rect.top - 1

self.in air = False
dy = 0
if platform.move x != O:
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self.rect.x +=

platform.move direction

if pygame.sprite.spritecollide (self,

all spiders, False):

game over = -1
gameover fx.play ()

if pygame.sprite.spritecollide (self,

all bats, False):

game over = -1
gameover fx.play()

if pygame.sprite.spritecollide (self,

all webs, False):

game over = -1
gameover fx.play ()

if pygame.sprite.spritecollide (self,

all spikes, False):

game over = -1
gameover fx.play ()

if pygame.sprite.spritecollide (self,

all goos, False):

game over = -1
gameover fx.play ()

if pygame.sprite.spritecollide (self,

exit group, False):

game over = 1

self.rect.x += dx

self.rect.y += dy
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elif game over == -1:

self.im = self.dead im

if self.rect.y > 140:
self.rect.y -= 3

screen.blit (bad end im, (0, 0))

draw text ("THE END?", font, red,
(screen width // 2) - 180, screen height // 2 - 90,

screen)

screen.blit(self.im, self.rect)

return game over

def reset(self, x, y):
self.ims right = []
self.ims left = []
self.indx = 0
self.cntr = 0
for n in range(l, 9):
im right =
pygame.image.load (f"hero{n}.png")
im right = pygame.transform.scale(im right,
(28, 56))
im left = pygame.transform.flip(im right,

True, False)
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self.ims right.append(im right)
self.ims left.append(im left)
self.dead im = pygame.image.load("ghost.png")
self.dead im =
pygame.transform.scale (self.dead im, (28, 56))
self.im = self.ims right[self.indx]
self.rect = self.im.get rect()
self.drctn = 0
self.wdth = self.im.get width()
self.hght = self.im.get height ()
self.rect.x = x
self.rect.y = vy
self.v.y = 0
self.jump = False

self.in_air = True

class Button:

def init (self, x, y, 1image):
self.image = image
self.rect = self.image.get rect()

self.rect.x = X
self.rect.y =y
self.clicked = False

def draw(self, screen):
action = False
pos = pygame.mouse.get pos ()
if self.rect.collidepoint (pos) :
1f pygame.mouse.get pressed() [0] == 1 and
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self.clicked == False:
action = True
self.clicked = True
1f pygame.mouse.get pressed() [0] ==
self.clicked = False
screen.blit (self.image, self.rect)

return action

class NightWorld:
def init (self, data, tile size, all spiders,
all bats, all goos,
all webs, all spikes, firefly group,
exit group, platform group) :
self.tile list = []
dirt im = pygame.image.load("dirt.png")

grass 1im = pygame.limage.load("grass.png")

row count = 0
for row in data:
col count = 0
for tile in row:
if tile == 1:
im =
pygame.transform.scale (dirt im, (tile size, tile size))
im rect = im.get rect ()
im rect.x = col count * tile size
im rect.y = row count * tile size
tile = (im, im rect)

self.tile list.append(tile)
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if tile ==
im =
pygame.transform.scale (grass im, (tile size,

tile size))

im rect = im.get rect()

im rect.x = col count * tile size
im rect.y = row count * tile size
tile = (im, 1im rect)

self.tile list.append(tile)
if tile ==
spider = Enemyl (col count *
tile size, row count * tile size + 15)
all spiders.add(spider)
if tile ==
platform = Platform(col count *
tile size, row count * tile size, 1, 0, tile size)
platform group.add(platform)
if tile ==
platform = Platform(col count *
tile size, row count * tile size, 0, 1, tile size)
platform group.add(platform)
if tile ==
web = Web(col count * tile size,
row count * tile size + (tile size // 2), tile size)
all webs.add(web)
if tile ==
firefly = FireFly(col count *
tile size + (tile size // 2),
row_count *

tile size + (tile size // 2), tile size)
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firefly group.add(firefly)
if tile ==
exit = Exit(col count * tile size,
row count * tile size - (tile size // 2), tile size)
exit group.add(exit)
if tile == O9:
bat = Enemy2 (col count * tile size,
row count * tile size + 15)
all bats.add(bat)
if tile == 10:
spike = Spike(col count *
tile size, row count * tile size + (tile size // 2),
tile size)
all spikes.add(spike)
if tile == 11:
goo = Enemy3(col count * tile size,
row_count * tile size + 15)
all goos.add(goo)
col count += 1

row count += 1

def draw(self, screen):
for tile in self.tile list:

screen.blit (tile[0], tile[l])

class Enemyl (pygame.sprite.Sprite):
def init (self, x, vy):

pygame.sprite.Sprite. 1init (self)

self.image = pygame.image.load ("enemy.png")
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self.rect = self.image.get_rect()
self.rect.x = x

self.rect.y = vy

self.move drctn = 1

self.move cntr = 0

def update (self):
self.rect.x += self.move drctn
self.move cntr += 1
1f abs(self.move cntr) > 35:
self.move drctn *= -1

self.move cntr *= -1

class EnemyZ2 (pygame.sprite.Sprite):
def init (self, x, y):
pygame.sprite.Sprite. 1init (self)
self.image = pygame.image.load ("bat.png")

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

self.rect = self.image.get rect()
self.rect.x = x

self.rect.y =y

self.move drctn = 1

self.move cntr = 0

def update (self):
self.rect.y += self.move drctn
self.move cntr += 1

if abs(self.move cntr) > 35:
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self.move drctn *= -1

self.move cntr *= -1

class Enemy3 (pygame.sprite.Sprite):

def

__init (self, x, y):

pygame.sprite.Sprite. 1init (self)

self.image = pygame.image.load ("goo.png")

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

(60, 60))

def

self.rect = self.image.get rect()
self.rect.x = x

self.rect.y = vy

self.move drctn = 1

self.move cntr = 0

update (self) :

self.rect.x += self.move drctn

self.move cntr += 3

1f abs(self.move cntr) > 50:
self.move drctn *= -1

self.move cntr *= -1

class Web (pygame.sprite.Sprite):

def

init (self, x, y, tile size):

pygame.sprite.Sprite. init (self)

img = pygame.image.load("web.png")

self.image = pygame.transform.scale (img,

(tile size, tile size // 2))
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self.rect = self.image.get_rect()
self.rect.x = x

self.rect.y = vy

class Spike (pygame.sprite.Sprite):
def init (self, x, y, tile size):
pygame.sprite.Sprite. 1init (self)
img = pygame.image.load ("spikes.png")
self.image = pygame.transform.scale (img,
(tile size, tile size // 2))
self.rect = self.image.get rect()

self.rect.x = x

self.rect.y =y

class FireFly(pygame.sprite.Sprite):
def init (self, x, y, tile size):
pygame.sprite.Sprite. 1init (self)
img = pygame.image.load("firefly.png")
self.image = pygame.transform.scale (img,
(tile size, tile size))
self.rect = self.image.get rect()

self.rect.center = (x, V)

class Exit (pygame.sprite.Sprite):

def init (self, x, y, tile size):

pygame.sprite.Sprite. 1init (self)

img = pygame.image.load ("exit.png")

54



self.image = pygame.transform.scale (img,
(tile size, int(tile size * 1.5)))

self.rect = self.image.get rect()

self.rect.x = x

self.rect.y = vy

class Platform(pygame.sprite.Sprite):
def init (self, x, y, move x, move y,
tile size):
pygame.sprite.Sprite. 1init (self)
image = pygame.image.load("m platf.png")
self.image = pygame.transform.scale (image,
(tile size, tile size // 2))
self.rect = self.image.get rect()
self.rect.x = x
self.rect.y =y
self.move counter = 0
self.move direction = 1

self.move X = move X

self.move y = move y

def update (self) :
self.rect.x += self.move direction *
self.move x
self.rect.y += self.move direction *
self.move vy
self.move counter += 1

if abs(self.move counter) > 35:
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self.move direction *= -1

self.move counter *= -1

daiis game_logger.dll
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