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CLASS - Player

SH0I0 =ch4

self. game = game
Class : F'|aI:|EF self.select_character = 'male’

Method . __init__0{), updatel), shoot(), find_rnearest_snemyl)

- update(self):

* ——init__0: WRE] T2 JB 28 keys - key_get_pressed()

H% 1 2 MEH T CHE D101t EEHIIE

OI0/AF CHE'H &L 12 WRE MDA
=2E Ja| 0I5 201E 20 1= 7RIS def shoot(self, current_time, all sprites, projectiles, enemies, on_reflect):
4 55 5 W=EL NIE 45 LERI0H if current_time - self.last shot > 588 / self.attack speed:

target = self.find_nearest_enemy(enemies, 608)

* ypdate() FEE] 0|5 4F if target:
ZSE U Dt Hatite 22 0IsEs =22 =3 projectile list = []
A ZaHH 2&ZR0H 015 2EM Ot CHE 0j0
A9 2Em R 24 0I0[AE =20 AL

def find nearest enemy(:elf, enemies, max_distance):
nearest_eneny = llone

COU2IE] D M -
* shoot() : HEE =232 &4H nin distance = float('inf')

=3 SEHa IE 2 HE HO0FEFACE &
042 Of Ak 20 OH0IEE =SE S22 SRS for enemy in enenies:
TCH O] Tt =20 2HE S0l = 2

is shield and eneny.enemy type ==

* find_nearest_enemy() : & 0}
HA =AES EHE TIE M2at? THE I
O CHol SH0(042F & 22 'HEIE HEol T



CLASS — Enemy(1)

o 20 el i TE o ) . e s
= =kl init (self, game, x, y, stage, select difficulty, enemy type="melee”, depth=28):
super().__init_ ()

is_shield =

game = game
enemy_type = enemy_type

Method : __init__0), updatel), load_images(), attack_images =
shield_images

Class : Enemy

update_animationl), melee_ behavior(), ranged_behavior(),
boss_behavior(), check_boss_statel) i . ) : NP
def update(self, player, current_time, all sprites, enemy_projectiles):
if self.enemy_type == :
self.melee behavior({pl
* __tntt__0) & 00R & 2% ME, B0 E A9 £ hp2t =235 L0 elif self.enemy_type ==

)é-lg . _self.ranged_behavior‘(lp

* update() : 2 HC| =44 BTl =5 Z2E|L2 24 2ARD OfL|HOIY L&

B QM SO0 £3T0H

* load_images() : 0|0]% EE

def update animation(self):

* ypdate_animation() . 24 BAE{D} 2E 2AEQ] QL0 2. 5F el
1f.shield images:
HA BAEID 3Q W0I, 2, 05, O] Q0| 97 L BAEE 2, 0/, i i e o 1
if self.shield_frame_counter >- self.animation_speed:

EH_” EED | %\Il:l' sel eld frame_counter

self.shield frame = (self.shield frame + 1) % len(self.shield_images)

if self.facing direction == 5
1f.image = self.shield_images_right[self.shield_frame]

1f.image = self.shield images[self.shield frame]




[ r te.sprite):
def melee_behavior(self, pla\fer‘)

self.is_moving =

- ranged_behavior(self, player, current_time, all_sprites, enemy projectiles):

* melee_behavior() : 2AES 2| =34 &= 48 & oH R
- . dx = yer.rect.centerx - self.rect.centerx
% H %EHDID{ F:.”E.FD'" gc}—Hl EiE'I I‘::.H"ﬂ:'r% )é"g UH %%ﬂl% l| %2% DI'—Hl )é" dy = player.rect.centery - self.rect.centery
ey - distance .sqri(dx ** 2 + dy ** 2)
Aot ZT| I o s O =4 87 2 22 Bl 235 oY &3 ; ’
3"[" if distance < self.attack range:
A=l self.is_moving

self.under attack

* ranged_behavior() : EAE FHC| =23 2E 43 23 B9 ¢ 2
boss_behavior(s:lf, player, current_time, all sprites, enemy projectiles):
00 2I2F OisE B0 SAHE BAH L2880 =3 89 5l 22 dx = player.rect.centerx - self.rect.centerx
- dy = player.rect.centery - self.rect.centery
P =45 B+ SO0 220 B LB 0IS0HH ZE7L0tH distance - math.sqrt(dx ** 2 + dy ** 2)

self.check_boss state()

* boss_behavior(): 24 2AE B 43 HA 2AEE 053 25

— - if Enemy.is_shield:
JB12 B MEK I 34 BY D IAS ML 3 2XL Fer8 o Sempmen
gﬁ“ _lI:_—_I'l— EE —S—_;'H :‘?—_D'" :I'SI'JLPSEHE EII_} E| | )élgﬂtll def check boss state(self

ng o]
* DhEDL{_hDEE_E{atE(] E‘)‘Dl EEHE I‘"i |‘__|'|_ ‘"Dl ”:l‘ HDD‘" h[.‘_bEF‘EEHt = int((enemy.hp / enemy.max_hp) * 1e@)
Ot 25 &g G aj 22|l THE 24ABE AESHH 850 Hep'lt
if hp_percent d no elf.has_spawned and hasattr(self,

B[:l ED L|,|:| EOD." %Eﬂ‘% |IH 1|” —”E% _JFP:'Iilﬁ'H:l. self.game.spawn_ e enemies()

self.has_spawned
self.fi spawn_done
ield = Tr




55 - Score Board

« & Hag MCIE HO 2«0 HO0IEYE XEE, 2IeE AHDIL 4, 2 A2ES To) =0 HLECH

def start_next_stage(self, current_time):

apsed time = (current_time - self.start_time) / 1000
elf.time left += max(®, self.stage time - elapsed time)

.enemy_kill count * (self.select_difficulty + self.stage + self.time_left)

~ H QU TP ABI0IN SEI0] TR0 242 WP 415 HAE HAER TR0

score text = . : {int(self.score)} "Ue, main.WHITE)
score rect = score text.get rect( er=| .SCREEN_WIDTH//2, main.SCREEN_HEIGHT*8.52))
: e text, score rect)




Class - Ultimate

L)

A

CHA

Class : Utimate
Method : __init__0), use_ultimate()

= use_ultimate() : Tl 2213 o] A3 A2 L8, Dl ga8kls 28 E62]]

s Ultimate():
def init (self, game):
self.game = game
pass
def use_ultimate(self, all enemies
self.is using ultimate e
self.ultimate start time = pygame.time.get ticks()

pygame.time.set timer(p 1e  USEREVENT + 1, 1@e8)

fireball = Fireball(self.game.player.rect.centerx, self.game.player.rect.top, "up”, self.game)
self.game.all sprites.add(fireball)
self.game.player projectiles.add(fireball)




5 - Explosion

LA]| S2E|A 5 Er'(}._init_(j)-

self.game = game

Class : Explosion

Method : __init__(), updatel) explosion_frames = ath.join(main.resources_path, f"effect

~ __inft__(): JE 0|0X] EE & 27| 28, IHg &3 self.frames ygame . image.load(img).convert_alp for img in explosion_frames]

self.frames transform.scale(frame, (300, 38 for frame in self.frames]
~ update() : B DILIHOKY B &, OILIHOIMO0| BLIE SR0IA 0[] cel.inage = self.franes[o]
X AP self.rect = self.image.get_rect(center=(x, y))

self.current_frame
self.last_update e.time.get ticks()
self.frame_speed

- update(self)
mem g Lo C
now = .get_ticks()
if now - self.last update > self.frame_speed:
self.last_update = now
self.current frame += 1

if self.current_frame ¢ len(self.frames):
self.image = self.frames[self.current frame]

self.kill()




5 - Fireball

ath.join(main.resources_path, "fi 11.png")).convert_alpha()

g transform.scale(original_image, image_size)
.rect = self.image.get_rect(center=( ¥))

LA]| S2E|A

==

EIaEE : F?r‘Eba” .game = game

Method : __inft__(). updatel), explodel) wdanaee = 0

.exploded =

* __Intt__0: 2% 00X 2E, £&, HE| & £3, 2Z0 Cict 001X 015 28 43

* update(): 2% 0I5 HEIS MI20tL €2 HelIE DL DO ZHEUA ACERTH &
o B QIR SREA BB O S0 el o
self.distance_traveled += self.speed
o - ¢
* EKDIDdE(] 5 %%E” %l:E”E”' | |D|_:l E% 'MI'"DI':J_ EtE” DHL”]'"DHj% )élg't”u' for enemy in self.game.enemies:
if self.rect.colliderect(enemy.rect) or self.distance traveled »= self.max_distance and not self.exploded:

. self.exploded = True
self.explode()
self.kill()

E — —
0| HPE HP £ICHHIR'S 2443 HPH 0 0I5t Tf MHEIE 24 A4S

nemies_to_remove = list(self.game.en
y in enemies_to_remove:
enemy.rect.centerx, enemy.rect.centery, self.pgame)
.add(explosion)
enemy . hp-=5@
if enemy.hp <= @:
enemy.kill()
self.game.enemy_kill count += 1




Python Code




first line = [ 'T"',
second line =

List E[AE
045 = HIOEE & +

Al EHOIE =i 248 CIAE

e_image®, 'file name’': "angry_pig_idle png ‘size': 128},
{ : re_image®, 'file_name': ‘angry_pig mo ‘size': 120},
EOIE =412 22 4 =ME WOz 4 22| C|AEH "SR

attack _image’, "file name": *

{ ‘projectile’, ‘file name’: "flash_bomb.png"’,
EN &Rl 2288 M

‘s "file _name': ‘'effe

8l.png’}

“trunk_m
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Python Code

Dic SAML{C|
eyt value b &7 PO S0 MOo2 2METIEAE

= =

KAl 2AE(angry pig)

|-
(AL
[I=
=
il
b
1
=
O
1t
i
1
1
1
an
Il=!
—
M
0z
HI
i
-
1
0%

ng', ‘info': (36, 3@, 16), 'si

g', 'info': (36, 39, 3),

''eize’t 151
iE"! k] 5178 . 1J_“

effect’, 'file name’: ‘effe

13



Python Code

if, elif, else £28
A0 Tic ZEE Al
AL - AEOFE] &g hpdE O(01X

AEO[EFE 0] =F i ABOITIE &&®atl? s0j40| s ™
He Sty =REOE MEEILL

SCI0I0E] HSH CHE 23 hefl EIE E045=-E= hpbt 0|0]
AME CHEH L&ELE

it self.stage
self.boss

t self.stage
Eelf.game_5tate

if self.player.hp == self.player.max hp:
hp _image = self.hp image@l

elif self.player.hp > self.player.max_hp
hp_image = self.hp_image82

elif self.player.hp > self.player.max_hp

hp_image = self.hp_image&3

elif self.player.hp
hp_image
elif self.player.hp
hp_image = self
elif self.player.hp
hp _image = self
alce:
hp image

> self.player.max_hp

F.hp_imageg4

> self.player.max_hp

.hp_image85s

> self.player.max_hp

.hp_ imageB6

.hp image@7

14



Python Code

for, while g8 &

. ICE b= Almigle o

Al - & =35, Hg o=
N, & HC| =38 H9| =

—17] _H
SO00 H=0] o0 =2 Hg 20/

J ifES A0l ST

WS 4mtte S0 3P0 HEIS QH0IERD 2 0IHES
ypg & QY whileBS ALST) MEWCH

= pygane. sprite.spritacoll 1dv(sel+ player, self.enenies, False) =2

for eneny in hits: ¢ E
if eneny. eneny type == "nelee’
self.player.hp -= enemv attack damage *91 !

if self.p Llayur hp ¢= €: 5

Punning = True

hhl_ﬂ running: #
current_ _time

selft _draw{current_time
pygame.display.flip()
self.clock.tick(FPS)

15



Python Code

Module B &

= = ] - &
B4, BA, SEIAS 2D U I

Al : mainpy

MainZ =AM HE H&EE 2ol pygame, os, random,

math, enums AETD HE SH0IE Flof EClole =

o)y =8 E=& ASTLE

import pygame
import os
import random
import math

from

from
from
from
from
from
from
from
from
from
from

enum import Enum

modules import monster
modules import player
modules import portal

modules import gameover

modules import menu

modules import difficulty
modules impor

modules impor

modules import music
modules.object import Object

16



F th E d der tind neanest eneny(self, enenies, nax distance):

nearest enemy = lone # /15 /12 £
min distance - float('inf') § 32 Ad) (Tl
function g4

for- eneny in enendes: # 2= 301 G
e [ S8 s JdHole Mi= sttt 25 &5

HA : R & &

- | =

if nonster, Encny. s shield and eneay.enemy type == 'boss":
(Ontine

HEtoiM HILE = T+ distance = math.sqrt( # 52008 5 1% A AN

(eneny.rect,centerx - self.rect. centerx) ** 2 +
(eneny.rect, centery - self.rect. centery) ** 2

if distance ¢ nin distance anc distance (= max distance: ¢ i
nin distance = distance § 22 Ac] ]

neapest eneny = enemy ¢ /15 /1T 5 2

return nearest ey /15 /1TE 5
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Python Code

Class, object SCIA 2 AH|

 SEIAE AN MNE RIE MY

SHE 2 o IS == L =k L R
MEE HE0f 04cq |2 AHE Bts += TILL
e SCHAE Sof AYE LH0[04 SciAHM Z2E 54
A HAMEE I S22 W OICH
Al i) - Explosion
Q&I A= Al LIEHLHE |EE SCiA 2 M0 LEE I OfL |
UidsE MERZE EETLL 0] SCIAE CIE 2T lsHM
explosionl|Cle AH S MMa) AsTCH

super()._
self.game = game

explosion_frames = [os.path.join(main.resources_path, f"effe

ng”) for i in range

# 0|0O/F] 2E
self.frames =

ygame.image.load(img).convert_alpha() for i
self.frames = [p

() for img in explosion frames]
.transform.scale(frame, (368, 38@)) for frame in self.frames]

self.last_upaate =
self.frame_speed = 5@

ef update(self):
= QHLIB|O|M S O|E "
now = pygame.time.get ticks()
if now - self.last update > self.frame speed:
self.last update = now
self.current_frame += 1

if self.current_frame < len(self.frames):

self.image = self.frames[self.current frame] # L[5 =22
else:

xelf game. all SpPltES add(vxp1051un)
enemy.hp-=5@ # HP -58
if enemy.hp ¢= @
enemy.kill()
self.game.enemy kill count += 1

18
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