AZKHZH PYGAME 2

Mini Arkanoid - MTdAa kail PakéTa

Mdénua: MpoypappaTiopds Egapuoywyv Python -
PyGame

Aidpkeia: 45 Aerrtd (1 dIBAKTIKA WPA)

Emimredo: Apxdaplo - Meaaio

AtraiToupeva: Python 3.x, PyGame, IDLE rj Thonny

MpoatraiToUpeva: OAokAnpwaon Acknong 1 (Bouncing Ball)

MaOnowakoi Ztoxol
MeTd TNV oAOKApwon auThg TNG doknong Ba pTTopeiTe va:

o Anuioupyeite avTiKEiyeva TTOU EAEyxovTal aTTo ToV XPRoTn (POKETA)

e YAomoigite avixveuon ouykpouong (collision detection) petagl avTiKeIipévwy
o AlaxeipieoTe OKOP Kal KaTAoTAon TTaixvidioU (game state)

o Epogaviere keipevo otnv 086vn pe Tn Xprion fonts

o YAotrolgite oUVORKN TEpUATIOPOU TTaIXVIOIOU (game over)

Ekdwvnon Aoknong

AnpioupynoTe éva atrAotroinuévo Traixvidl Tutrou Arkanoid. Mia putrdAa kiveital otnv 086vn kai avatndd
ota Tévw, aploTepd Kal eI Opla. 210 KATW WEPOG TNG 0BOVNG UTTAPXEl MIA POKETO TTOU EAEYXEI O
XPNOoTNG WE Ta BEAN (apIioTEPA/OEEIA). AV n ITTAAQ XTUTINOEI TN POKETA, AvOTTNOA TTPOG TA TTAVW KAl O
TTaiKTNG KEPDBICEI 5 TTOVTOUG. AV N ITTAAA TTEPACEI KATW OTTO TN POKETA, TO TTAIX VIOl TEAEIWVEI.

Npodiaypadég
MéyeBog TTapabupou 700 x 500 pixels
Xpwua @ovTou Maupo (0, 0, 0)
Xpwua PtrdAag N€euKo (255, 255, 255)
AkTiva ptrahag 10 pixels
Apxikf B€on umaAag x=350, y=250 (kévTpo)
Tay0tnTa PmmdAag 4 pixels/frame
Xpwua pakETag MrtrAe (0, 0, 255)
MéyeBog pakéTag 100 x 15 pixels
©¢on pakétag (Y) 480 pixels (kovTad 010 KATW 6PI0)
TaxutnTa pokETag 7 pixels/frame
MévTtol ava XTUTTNUG 5
FPS 60 Kapé avd SeuTEPOAETTTO




BApata YAomoinong

BApa 1: Baowkn Aoun Kat Apxtkomnoinon
AnpioupynaoTe éva véo apyxeio mini_arkanoid.py ue Tn Baoiki doury PyGame kai Tig HeTaBANTEG:

import pygame

# Apyxlxomnoinon PyGame
pygame.init ()

# OplLopdbc XPwuATwV

BLACK = (0, 0, 0)
WHITE = (255, 255, 255)
BLUE = (0, 0, 255)

# Anulovupyla mopadUpou

size = (700, 500)

screen = pygame.display.set mode (size)
pygame.display.set caption("Mini Arkanoid")

# MetaPBAnTég eAéyxou
done = False
clock = pygame.time.Clock ()

# Apxlxomoinon font yiLa 1o OKOP
font = pygame.font.SysFont ('Arial', 30)

BApa 2: MetaBAntéc MnaAag Kat Pakétag
MpooBéoTe TIg PETABANTEG YIa TN PTTAAQ, TN POKETA KAl TO OKOP:

# —--— MetaBAntéc pndrag ---
ball x = 350

ball y = 250

ball radius = 10

ball speed x = 4

ball speed y = 4

# ——— MetaBANTéCc PAKETOG —-—-—

paddle width = 100

paddle height = 15

paddle x = 300 # RApxLlxn 6éon X (xkévipo)
paddle y = 480 # ©féon Y (xovtd& oto kATw pépog)
paddle speed = 7

# —-—— MetoPBAntég malyxvidioy —---
score = 0
game over = False

2UpBOUAR: H pakéra civar éva opBoywvio, oTToTe XpelalouaaTe TTAGTOC Kal UWocC avTi yia akTiva.



BAua 3:'EAeyxog Pakétag pe MAnktpoAoyLo
Méoa oTnv KUpla eTTavaAnyn, TTPOcBEaTE TOV £AEYXO Kivnong TNG PAKETAG:

while not done:
for event in pygame.event.get () :
if event.type == pygame.QUIT:
done = True

if not game over:
# ——— EAeyX0C HNANKTIPOAOY(OU yLia 1n pokéto —-—-—
keys = pygame.key.get pressed()
if keys|[pygame.K LEFT] and paddle x > 0:
paddle x -= paddle speed
if keys[pygame.K RIGHT] and paddle x < 700 - paddle width:
paddle x += paddle speed

Mpoooxn: EAéyxoupe Ta Opia (paddle_x > 0 kail paddle_x < 700 - paddle_width) woTe n pakéta va
MNVv Byaivel ekTdG 086vNng!

Bipa 4: Kivnon MnaAag kot Avanénon ota Opla
MpooBEaTe TN Aoyikn Kivnong TNG UTTAAAG KAl avaTridnong ota TTavw, apioTepd Kal OegId opia:

# --- Kivnon pnéiog ---
ball x += ball speed x
ball y += ball speed y

# Avonndnon oto nméve O6plLo
if ball y <= ball radius:
ball speed y *= -1

# Avonndnon ota mhaivé dpLa
if ball x <= ball radius or ball x >= 700 - ball radius:
ball speed x *= -1



Bipa 5: Avixveuon ZUykpouong pe tn Pakéta
MpooBéaTe Tov £AeyXo oUykpouaong PMETaEU UTTAAAG KOl pOKETAG:
# —-— EAeyxog oUYKpPOUONG HE TN POKETH ——-—
if ball y >= paddle y - ball radius:
if paddle x <= ball x <= paddle x + paddle width:
ball speed y *= -1

ball y = paddle y - ball radius # Anoguyn xO6AAnong
score += 5

EEnynon: EAEyxouue av n umdAa éprace oto Uwog e pakérac KAl av Bpiokerar opilovria uéoa oTo
TTAQTOC TNC PAKETAC.

BAipa 6: EAeyxoc Game Over
MpoaBEéaTe TOV EAEYXO VIO TEPUATIONO TOU TTaIXVISIOU OTAV N UTTAAA QUYEl aTTO KATW:

# —-—-— BEAeyxog ov n pndAa £ouye KATw (Game Over) -—-—-
if ball y > 500:
game over = True

BApa 7: Ixediaon AVIIKELMEVWV KOl ZKOP
MpooBéaTe TN oxediaon TG UTTAAAG, TNG PAKETAG KOl TOU OKOP:

# —-—-—- Zxedlaon ---
screen.fill (BLACK)

# Ixedlaon pomdAog
pygame.draw.circle (screen, WHITE, [int(ball x), int(ball y)], ball radius)

# Txedloon poxkétacg
pygame.draw.rect (screen, BLUE, [paddle x, paddle y, paddle width, paddle height])

# Epodvion oxop
score text = font.render ("Score: " + str(score), True, WHITE)
screen.blit (score text, [10, 10])

# Epodvion Game Over

if game over:
game over text = font.render ("GAME OVER! Score: " + str(score), True, WHITE)
screen.blit (game over text, [220, 250])

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

pygame.quit ()



OAokAnpwpuévog Kwdwkag
Mapakdtw BAETTETE TOV OAOKANPWHEVO KWIIKA TNG AOKNONG:

import pygame

pygame.init ()

# Xpopata

BLACK = (0, 0, 0)
WHITE = (255, 255, 255)
BLUE = (0, 0, 255)

# Topdbupo

size = (700, 500)
screen = pygame.display.set mode (size)
pygame.display.set caption("Mini Arkanoid")

done = False
clock = pygame.time.Clock ()
font = pygame.font.SysFont ('Arial', 30)

# ModAo

ball x = 350
ball y = 250
ball radius = 10
ball speed x =

Il
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ball speed y

# Paxkéto

paddle width = 100
paddle height = 15
paddle x = 300
paddle y = 480
paddle speed = 7

# Toixvidt
score = 0
game over = False

while not done:
for event in pygame.event.get () :
if event.type == pygame.QUIT:
done = True

if not game over:
# Kivnon poxkétog
keys = pygame.key.get pressed()
if keys|[pygame.K LEFT] and paddle x > 0:
paddle x -= paddle speed
if keys[pygame.K RIGHT] and paddle x < 700 - paddle width:
paddle x += paddle speed

# Kivnon pnéiog
ball x += ball speed x



ball y += ball speed y

# Avanndnon néve
if ball y <= ball radius:
ball speed y *= -1

# Avomndnon mAaivé
if ball x <= ball radius or ball x >= 700 - ball radius:
ball speed x *= -1

# TUyKpoUOon uE PUKETA
if ball y >= paddle y - ball radius:
if paddle x <= ball x <= paddle x + paddle width:
ball speed y *= -1
ball y = paddle y - ball radius
score += 5

# Game Over
if ball y > 500:

game_over = True
# Sxediaon
screen.fill (BLACK)
pygame.draw.circle (screen, WHITE, [int(ball x), int(ball y)], ball radius)

pygame.draw.rect (screen, BLUE, [paddle x, paddle y, paddle width, paddle height])

score text = font.render ("Score: " + str(score), True, WHITE)
screen.blit (score text, [10, 10])

if game over:

game over text = font.render ("GAME OVER! Score: " + str(score), True, WHITE)
screen.blit (game over text, [220, 250])

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

pygame.quit ()

Npotaosic Enéktaong (MpoatpeTKEG)
Av 0AOKANpWOoETE VWPITEPA, DOKIYAOTE TIG TTAPOKATW ETTEKTAOEIG:

1. Abgnon duokoAiag: AugnoTe Tnv TaxUTNTa TNG UTTAAQG PETA aTTO KABE ETTIOTPOPN TNG UE TN POKETA
Kata 1.

2. Restart: NpooBéoTe duvatdTnTa £TTavVEKKivnong pe To TTANKTpo SPACE.



