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# —*- coding: utf-8 —%-
import pygame

import sys

import random

SCREEN = pygame. Rect (0, 0, 640, 400)
FPS = 60

REST_TIME = 60

LANE_LEFT = -100

LANE_RIGHT = 740

LANE_Y = [320, 240, 160, 80]
LANE_SPEED_LOW = [-80, —40, 40, 100]
LANE_SPEED_HIGH= [-150, -80, 100, 200]
MAN_X = 320

MAN_START_Y = 370

MAN_END_Y = 10

MAN_SPEED_MAX = 150

LOOP_HEAD = 0.6

CAR_SPR_FILE = [“taxi.png”, “ktrack.png”

def ManStartPos():
global manY, manSpeed
manY = MAN_START_Y
manSpeed = 0

def CarRestart(i):
if LANE_SPEED_LOW[i] < O:
if carX[i] <= LANE_LEFT:
carX[i] = LANE_RIGHT

carSpeed[i] = random. uniform(LANE_SPEED_LOW[i], LANE_SPEED_HIGH[i]) #

else:
if carX[i] >= LANE_RIGHT:
carX[i] = LANE_LEFT

carSpeed[i] = random. uniform(LANE_SPEED_LOW[i], LANE_SPEED_HIGH[i]) #
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# 7 — AT Z 2B BEA L E T (mainfdo & 5 22T )
pygame. init ()

screen = pygame. display. set_mode (SCREEN. size)
pygame. display. set_caption(“AcrossRoadway”)
clock = pygame. time.Clock ()

sysfont = pygame. font. SysFont (None, 40)
success = failed = 0

timeHead = anmHead = anmBody = 0

restTime = 0

seRun = pygame. mixer. Sound (“run. mp3”)
seSuccess = pygame. mixer. Sound (“success. mp3”)

seFalse = pygame. mixer. Sound (“false. mp3”)

carSpeed = [0, 0, 0, 0]

carX = [LANE_LEFT, LANE_LEFT, LANE_RIGHT, LANE_RIGHT]

carSpr = []

carRect = []

for i in range (0, len(LANE_SPEED_LOW)) :
carSpr. append (pygame. image. load (CAR_SPR_FILE[i]). convert_alpha())
carRect. append (carSpr[-1]. get_rect ()
CarRestart (i)

ManStartPos ()

manSprHead = [pygame. image. load ("manHead. png”). convert_alpha ()]
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manSprHead. append (pygame. transform. f1ip (manSprHead[-1], True, False)) # ANDFED LA EEA A — OVERL

manSprBody = [pygame. image. load (“manBody. png”). convert_alpha ()]

# NOIREIR T 7 A IV DFEAIAI

manSprBody. append (pygame. transform. f1ip (manSprBody[-1], True, False)) # ADIED LS EEA A — OVERL

manRect = manSprBody[0]. get_rect ()
manRect. center = (MAN_X, manY)
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manHitRect = pygame. Rect (MAN_X — manRect.width/2, manY, manRect. width, manRect. height/2) # AMDY47=VHE (FEH)

while (True):
screen. fill (“gray50”)

pygame. draw. rect (screen, “gray32”, pygame. Rect (0, 40, 640, 320))
pygame. draw. rect (screen, “white”, pygame. Rect (0, 44, 640, 4) )
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69 pygame. draw. rect (screen, “white”, pygame. Rect (0, 352, 640, 4) ) t FoOHBEER (B DOER

70 pygame. draw. rect (screen, “orangered2”, pygame. Rect (0, 198, 640, 4) ) # PRy (L DR

71 for x in range(0, 7): # RHGRR oD i

72 pygame. draw. rect (screen, “white”, pygame. Rect (100 * x, 118,50,4)) # HfREER (A OME)

73 pygame. draw. rect (screen, “white”, pygame. Rect (100 * x, 278,50,4)) # HfREER (HQOME)

74

75 for i in range (0, len(LANE_SPEED_LOW)) : # RO EONEE T S

76 carX[i] = carX[i] + carSpeed[i] / FPS # OIS U AR S B

77 carRect[i]. center = (carX[i], LANE_Y[i]) t OO E DL E

78 screen. blit (carSpr[i], carRectl[i]) # EOHim

79 CarRestart (i) # HOHFHBLORE &5 B
80 if pygame. Rect. colliderect (manHitRect, carRect[i]): # A& OREfhECH E

81 ManStartPos () ANz AIHIALEIS

82 failed = failed + 1 B BRI

83 seFalse. play () S N e = Ra

84

85 manY = manY — manSpeed / FPS # O CHIERIEICS C CADYEEEE 2D
86 manSpeed = max (0, manSpeed — manSpeed / FPS * 4) # ANDOWIE (FefX230)

87 if manY <= MAN_END_Y: # EOBEIZEIE LIS

88 ManStartPos () ANz AIHIALEIS

89 success = success + 1 # BRI

90 seSuccess. play () # RS 2 A

91 manRect. center = (MAN_X, manY) ' NORIENEL T

92 screen. blit (manSprBody [anmBody], manRect) # AN DO % HiH

93 screen. blit (manSprHead[anmHead], manRect) # AN OOTHMm{E & Hih]

94 manHitRect. center = (MAN_X, manY + manRect. height / 4) B ANDOY= 0 HEMEETE

95

96 screen. blit (sysfont. render ("SUCCESS="+str (success), False, (0,0,0)), (10,0)) #ORAMT AR L o 1
97 screen. blit (sysfont. render ("TIME: “+str (int (restTime)), False, (0,0,0)), (260,0)) #t 7% 0 Rr o
98 screen. blit (sysfont. render ("FAILED="+str (failed), False, (0,0,0)), (460,0)) #ORAMT I RSCEL oD i
99

100 clock. tick (FPS) # 71 —A1L— (60fps)

101 deltaTime = clock. get_time() / 1000.0 # Bi7 L —ADOEFHEN S OFEFMZIH T2 GEVEESST = A —2 g D)
102 restTime = max (0, restTime — deltaTime) # 7& Y K% 7 L — ARGBEF S ST HES 3 (B/MZ0)
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if restTime == 0:
ManStartPos ()
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screen. blit (sysfont. render ("Push Enter to Start”, False, (0,255,0)), (180,200)) # 7 —ABtE2{E 4 LEERR

timeHead = timeHead + deltaTime

if timeHead >= LOOP_HEAD:
timeHead = timeHead — LOOP_HEAD
anmHead = —anmHead + 1

pygame. display. update ()

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

if event. key == pygame. K_SPACE and restTime > 0:

manSpeed = MAN_SPEED_MAX
seRun. play ()
anmBody = —anmBody + 1

restTime = REST_TIME

elif event.key == pygame. K_ESCAPE:

pygame. quit(); sys.exit()
elif event. type == pygame. QUIT:
pygame. quit(); sys.exit()
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#
elif event.key == pygame. K_RETURN and restTime == 0: t UH—2F—TH =LA ——0DHF
#
#
#
#
#



