# -*- coding: utf-8 -*-
import pygame

from pygame.locals import *
import sys

import random

import math

(WIDTH, HEIGHT) = (640, 400)
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# 75— LMERAD pygame 74 77 Y
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# BABRDO T4 77

# EEORE X (B 640 v 27 L x #iE400 v 7 L)

(CENTERX, CENTERY) = (WIDTH / 2, HEIGHT / 2)# [ Ji5E
SCREEN = pygame.Rect(0, 0, WIDTH, HEIGHT)  # [H[ii ¥ 4 X D% &1l

FPS = 60

BENEFICIAL = 2
BUGTYPE =4
SUICIDE = 10
LIFETIME = 60
BUGLENMIN = 450
BUGLENMAX = 650
BUGSPEEDMIN = 100
BUGSPEEDMAX = 200
BUGRADCENTER = 1.0
SPEEDMODUSPEED = 100
RADMODURADIUS =1
SPEEDMODURAD = 12
RADMODURAD = 12
BUGDROPTIME = 1
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class Bug(): # Ho v 7R
def _init_ (self): # 1Eb n7-Er o W) L EE%EL

self.kill = False # LT SR O HIGE

self.tim = 0 # A ]

self.type = random.randrange(BUGTYPE) # HoofEsE0,1=FHh)

self.len = random.uniform(BUGLENMIN, BUGLENMAX) # I R

self.speed = random.uniform(BUGSPEEDMIN, BUGSPEEDMAX) # BEIHE

self.rad = random.uniform (0, math.pi * 2.0) # FHAROET M

self.dir = 0 # R DA X

self.x = - math.cos(self.rad) * self.len + CENTERX # W X R

self.y = - math.sin(self.rad) * self.len + CENTERY # VIR Y PR

self.rad += random.uniform(-BUGRADCENTER, BUGRADCENTER) # ET RO T

self.speedModuRad = random.uniform(0, SPEEDMODURAD) # R R A

self.speedModuSpeed = random.uniform(0, SPEEDMODUSPEED) # R S

self.radModuRad = random.uniform(0, RADMODURAD) # R R A

self.radModuRadius = random.uniform (0, RADMODURADIUS) #f A A R

def update(self, tim): # v— 7O DOILIEIE

self.tim += tim # A TE PRSI RS AL PR

tm = self.tim # FEEIRR D —IRF 22 5L

if tm >= SUICIDE: # RIGRHIKE S W7z b
self.kill = True # Ao CHE (GHZE) 75

rd = self.rad + (self.radModuRadius * math.sin(tm * self.radModuRad)) # Hifromx 281
sp = self.speed * ((100 - self.speedModuSpeed * math.sin(tm * self.speedModuRad)) / 100) # HEEH
self.x += math.cos(rd) * sp * tim # AR LD O X F5H)
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# AELEED D Y BE)
# WRom 2 EH

self.y += math.sin(rd) * sp * tim
self.dir = -90 - rd * 180 / math.pi

# 7 — LT Z Z 2 5 L F 3 (main BABO X 5 kvt d)

pygame.init() # Pygame DHIIML (pygame % {i 5 Bjic—EEIT %)
#RELEFAXTY 4 v P 2ERK

# U4V FUDEA P AEREWDIEL)

clock = pygame.time.Clock() #RELIZEZA IV TDY TAEA LIHERTE

# KEHE 7 4 v} 55%E (None 1ZEHE Y + v } TF)

screen = pygame.display.set_mode(SCREEN.size)
pygame.display.set_caption("Mosquite")

sysfont = pygame.font.SysFont(None, 40)

deltaTime = elapsedTime = lifeTime = hit = miss = 0
attack = playing = False
(px, py) = (0, 0)
bug = []
seHit = pygame.mixer.Sound("hit.mp3")
seMiss = pygame.mixer.Sound("miss.mp3")
swatterSpr = pygame.image.load("smasher.png").convert_alpha()
swatterRect = swatterSpr.get_rect()
bugSpr = [pygame.image.load("bug01.png").convert_alpha()]
bugSpr.append(pygame.image.load("bug02.png").convert_alpha())
bugSpr.append(pygame.image.load("bug03.png").convert_alpha())
bugSpr.append(pygame.image.load("bug04.png").convert_alpha())
while (True):

screen.fill("gray")

if playing:

elapsedTime += deltaTime
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if (elapsedTime >= BUGDROPTIME): # WA I Z IC TN
elapsedTime -= BUGDROPTIME # DA Z B EZRL
bug.append(Bug()) # HoFLE

lifeTime -= deltaTime # 7 — LR IR Z S 3

if lifeTime <= 0: # WRrfEITIa s ?
lifetime = 0 # R~ A FRIChbR VLI
playing = False # F—LTLADKRT
bug = [] # oz il i g AL

else: # 7= Lt —N=T 0

screen.blit(sysfont.render("Push R-Click to Start", False, (0,255,0)), (190,200)) # 7 — L Bth % fid 3 CELR
screen.blit(sysfont.render("TIME:"+str(int(lifeTime)), False, "blue"), (20,0)) # %% b FR#f o 4]

screen.blit(sysfont.render("HIT:"+str(int(hit) ), False, "green"), (260,0)) # HEREREL o ff1]
screen.blit(sysfont.render("MISS:"+str(int(miss)), False, "red"), (460,0)) # [EE W [RIE O fiE|
clock.tick(FPS) # 7L —2.L— b (60fps)
deltaTime = clock.get_time() / 1000.0 #HI7 L —LDHEF O ORGEE N 23 %
for b in reversed(bug): # 2 TCoHROYEL —F
if b.kill: # M2 o OHIFRESS DHERD
bug.remove(b) # H oD BB (KIS Le
bug.append(Bug()) # ot
else: # O D HIBREGS 23 T L1308 H LB
b.update(deltaTime) # B EBENED H UL
rotSpr = pygame.transform.rotate(bugSpr[b.typel, b.dir) # F&) /5 [\ [B]ds U 72 EiR4 K
rotRect = rotSpr.get_rect() # HHEFETZAE R
rotRect.center = (b.x, b.y) # BRI OALIE % B E
screen.blit(rotSpr, rotRect) # o
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if attack & pygame.Rect.colliderect(swatterRect, rotRect): # HNI Z il L 7272 &

attack = False # WEOMRGFED CHRLZWALa XV T Y T 3)
if b.type < BENEFICIAL: # ERRD
hit+=1 # FH KRR % ST
seHit.play() # BRBRAKIDE o FAE
else: # w7
miss+=1 # FlE W B BT
seMiss.play() # BXPRARHGE o
bug.remove(b)# del(b) # o BB (I ) JLeg
bug.append(Bug()) # HoFxt
attack = False # W DRk
swatterRect.center = (px, py) # HID & o AL EZS
screen.blit(swatterSpr, swatterRect) # il % o g
pygame.display.update() # 7 — L O EHT 21T D
for event in pygame.event.get(): #FAXV I ERTHRT L7
if (event.type == KEYDOWN and event.key == K_ESCAPE) or event.type == QUIT: #RTARY D
pygame.quit(); sys.exit() # #& T ALER
elif event.type == MOUSEMOTION: # v RADBEA RV P D
PX, Py = event.pos # ~ v ADME % S
if event.type == MOUSEBUTTONDOWN: # 2V v ARV D
if playing and event.button == 1: # F—LHpThERZ VD
attack = True # WET S
elif playing == False and event.button == 3: # T LA —N—THEZ Vb
playing = True # 7 — LT 5
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lifeTime = LIFETIME # R %2 2 » b
elapsedTime = hit = miss = 0 # Ak & BXERE DI E
bug.append(Bug()) # B Do—ICkFE
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