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Pa3padorka urpsl Ha Python: co3ganmne nepconaka urpoka

benuxos Anopeii I'ennaovesuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B naHHOM cTaThe OBLT PAaCCMOTPEH MPOIIECC CO3/IaHuUs IIEPCOHaKa UTPOKA Ha S3BIKE
Python. B wmccnenoBannu mcmosib3oBajach mporpamma PyCharm. B pesynbraTe
paboThI OBLT pa3paboTaH MEPCOHAXK UTPOKa JIJIs UTPHI Ha s3bIke Python.
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Python game development: creating a player character
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Abstract

This article reviewed the process of creating a player character in Python. The
PyCharm program was used in the study. As a result of the work, a player character
was developed for the game in Python.
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AKXTyaJbHOCTh CO3JaHHMs Wrpbl Ha si3bike Python oOycioBieHa Tem, 4YTo
JAHHBIN MPOIIECC MO3BOJIAET CBSI3aTh U3YUYCHUE SI3bIKA U Pa3BIICUCHUE.

[lenp naHHOW CTAaThbU, CO3/1aTh MEPCOHAXKa WTPOKA JJISI MTPHI Ha SI3BIKE
Python.

Jlist co3panust npoekTa Obuta paccMoTpeHa cratbst M. MsioBa B KoTopoif
paccMOTpEH MPOLECC CO3AaHMsI U pa3pabOTKU UTPHI Ha A3bIKE MPOTPaMMUPOBAHUS
Pyton [1]. Tax xe Ilmac JIx. Banmep omnucam BO3MOXXHOCTH S3bIKa
nporpammupoBanus Pyton [2]. A. JI. TynerynoB paccMOTpest U OKa3a MPUMEPhI
¥ METOJIbI OOyUCHHS M peajn3aliy Ha s3bIKe nmporpaMmMupoBanus Python [3]

Jlis co3manus IepcoHaxa OyJeM MCIOIb30BaTh CEPBUC NJISi PUCOBAHUS B
nukcenbHON rpaduke Pixilart. CepBuc sBisercs OecCIUIaTHBIM M TPOCT B
UCIIOJIb30BaHUU. B 3TOM cepBuce Hapucyem MylIKy Ha Mpo3payHoM (hoHe 4ToObI
UCII0JIb30BaTh €€ KaK MOJIHOLEHHOTO NepcoHaxa. BreiOupaeM 11BeT U pazMep KUCTH
U pUCyeM noaxoAsuryro moaens (Puc.l).
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Pucynok 1 — I'oTroBO€ n300paxeHue mymKu

[Tocne roroBoe u3zoOpaxkenue ummnoptupyem B PyCharm B dopmare png B

OTJIETIbHYIO TMAIKy ¢ N300pa)KEHUSIMH, TJI€ B MOCIEAYIONEM OyAyT COXPAHATCS BCE
co3nanHbie 00passl (Puc.2).

Project =

pythonProject C:\Users\addid',

rcharmProjects

Pucynok 2 — I[1anka ¢ n3o0paxxeHussMu

Jlanee B 3Ty manky InepeTrackuBaeM U300paKeHUe ¢ MyIIKOW U co3aaéM
HOBYIO NANIKy MOJ1 Ha3BaHUEM «Juny» TaM OyJIeT MPOMUCHIBATHCS MOBE/ICHUE
UTPOBOT0 NMEPCOHAXKA, @ UMEHHO €ro NnepeBuKeHue o urposomy nosmto (Puc.3).
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Project w O =

~ [ pythonProject C\Users\addid\PycharmProjects\pythonProject
? image
» venv
@ gun.py
@ space_game.py
External Libraries

Scratches and Consoles

Pucynok 3 — PacnionioskeHue manku ¢ myIikou

Jns Toro 4toObl MyIIKa MOSIBUJIACH B WUIPOBOM IOJE€ HEOOXOIUMO €€
noArpy3uth B Pygame u oOpucoBaTh €€ B rpaduueckoM oObekrte. [ns sToro
HEOOXOIMMO MMIOPTUPOBATHL Pygame B daiine «gun». UrpoByr0o MeXaHUKY U
UHUIMAIN3YIAI0  IYIIKA  IPONMUChIBAEGM  Jajieeé C  IOMOIIBI0  KOMaHJIbI
«def__init__(self, screen)». [lanple nprcBanBaeM MyIIKe U300payKEHUE TIPH 3TOM
IIPOMUCHIBAEM pacroyiokeHne (Qaiina. Pacronmokenne aiia MmokasbIBaeTcs ¢
nomoinkio komanel «Self.image = pygame.load(‘image/gun.png’)». M3o0paxenue
MYITKA HEOOXOMMO PACTIONIOKUTh Ha rpapuueckoM 00bEKTE C TTIOMOIIIBIO KOMaH bl
«self.rect =self.image.get.rect()». HeoOxomumo mOdy4YHTh OOBEKT 3KpaHa U
nponuckiBaeM  «Self.screen.rect = screen.get.rect()». amee mnpomnuchiBacM
KoopauHaThI IeHTpa mymku «Self.rect.centerx = self.screen.rect.centerx» mpu stom
HEeHTp Tpaduyeckoro wu3o0pakeHuss OyaeT Mo LEeHTpYy HKpaHa. [[ns »Toro
NPUITUCBIBaEM HWKHIOK KoopauHaty «Self.rect.bottom = self.screen.rect.bottom»
IIOCJIC YEero MPOMKUChIBaeM (YHKIHIO, KOTOpas OyJCeT BBIBOJAUTH MYIIKY HA SKpaH U
ucrojib3yeM cienyronnyro 3anuck «def output(self)». s Toro 4uroObl mymika
oroOpakanace Ha 3kpanHe mponuckiBaeMm «Self.screen.blit(self.image, self.rect)»
(Puc.4).

Pucynoxk 4 — OtobpaxeHue mymkKku
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Jlamee crneayeT HMMIIOPTHPOBATh MYIIKY K OKPaHy HIPbl I 3TOTO
IpOMHUCHIBacM «import pygame», «import sys» u yka3siBaeM IyTh H300paKeHUS
«from gun import Guny. Jlaiee 00bEKT MyIIKY MPOMUCHIBAEM U OOPHCOBBIBAEM €TO
Ha rpaduueckoM 00BeKTe «gun = Gun(screen)». Jlampiiie B TJIaBHOM I[MKIIC
nporpaMmsl go0aBisiem «gun.output()» (Puc.5).

Pucynoxk 5 — UMnopT nymiku Ha urpoBO€ OKHO

Jlaee Ha)kuMaeM Ha KHONKY «Run» u momydaem u300paskeHHMe Hallei
NyIIKK Ha urpoBoM mnoste (Puc.5)

Pucynok 6 —Ilymika B urpoBom okHe

B nanHo# cTaThe OBLIT pacCMOTPEH MPOIECC CO3AaHMs IEPCOHAKA UTPOKA HA
s3eike  Python. B wuccrmemoBammm wucmosab3oBamace mporpamma PyCharm. B
pe3ysbTare padoThl ObLT pa3paboTaH MePCOHAX UTPOKa JIs UTPhI Ha s3bike Python.



[Toctymat. 2023. No2 ISSN 2414-4487

bubauorpadpuyecknii Cnucok

1.

MsoBa M., Tlazun M.A. Pa3paboTka mosb30BaTenbcKoro uHTepdeiica Ha
ocHoBe Python s aBTOMaTMYeCKOro BBIOOpA alropuTMa KIICCTePH3AIMU
naHueix. B cOopuuke: LludpoBbie MHOOKOMMYHUKAIIMOHHBIE TEXHOJIOTHH.
cOOpHUK Hay4YHBIX TpyAoB. PocroB-Ha-Jlony, 2021. C. 77-81.

Bangep I1. Jx. Python nms crmokHBIX 3amad: Hayka O JaHHBIX U MAIIMHHOE
oOyuenue. CII6.: [Tutep, 2018. 576 c.

Tynerynos A. 1., EmmanoB B. C., UcmaniioB A. [IpakTuueckuii onbIT 00ydeHHs
METOJIaM HMHTEJUICKTyaJIbHOTO aHaiwm3a Ha riatdopme Python Anaconda //
[uppoBoe oOpa3oBanue: HoOBas peanbHOCTh: COOpPHHUK  MaTepHaJIOB
Bcepoccuiickoli Hay4YHO-METOJMYECKOW KOH(EpEeHUHUH C MEXIYHAPOIHBIM
yuactueMm, YebOokcapel, 16 HOs0ps 2020 roma. Yebokcapwl: OOmiecTBo ¢

OTPaHUYECHHOU OTBETCTBEHHOCThIO «M3naTensckuii noM «Cpenay, 2020. C. 197-
200.



