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Pa3paborka urpsi «Battle City» Ha si3bike Python ¢ momombio HelipoceTH

Eneun Poman Hukonaesuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu [llonom-Anetixema
Cmyoenm

AHHOTALIUA

B naHHON cTaThe paccMaTpuBaeTcs Mpouecc pa3paboTku 2D-urpel kaHpa
apKaJHbIM TaHKOBBIM IIyTep MO MOTHUBaM Kiaccudeckoil urpel «Battle City» nHa
s3pike  Python ¢ wumcmonb3oBaHmMeM TEHEpPATHBHOM HEUPOCETH B POIHU
MHTEJUIEKTYaJIbHOTO MOMOIIHUKA MPOrpaMMuUcTa. BBINOIIHEH 0030p akTyalbHBIX
UCCIIEJOBaHUM B 00JIaCTU Tr€Hepaldy MPOrpaMMHOTO KOJa U UIPOBBIX OOBEKTOB
HEHpoceTsIMH, BBIOpaHbl HHCTPpYMEHTHI pazpadotku (Python, 6ubnmoreka Pygame
U O0JIayHBI CEpBHUC HEHUPOCETH), ONpeAesieHa apXUTEKTypa WUIPbI, PEal30BaAHBI
0a30BbIe UIPOBBIE MEXAHMKU C TMPUBJICYEHHEM HEWPOCETH MJii TeHepaluu |
pedakropunra  koma. OOcyxXJaloTcs  NpPEeUMyIIECTBA W OrPAaHUYCHHUSA
UCIIOJIb30BaHUs HelpoceTel Mpu CO3aHUK HEOOBIINX UTP.

KiroueBble cioBa: paspaborka urpel, Python, Pygame, Helipocerb, renepanus
koja, Battle City.

Development of “Battle City” game in python using a neural network
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Abstract

This article discusses the process of developing a 2D arcade tank shooter game based
on the classic Battle City game using Python and a generative neural network as an
intelligent programmer assistant. The article provides an overview of current
research in the field of neural network-based software code and game object
generation, selects development tools (Python, the Pygame library, and a neural
network cloud service), defines the game architecture, and implements basic game
mechanics using a neural network for code generation and refactoring. The article
also discusses the advantages and limitations of using neural networks for creating
small games.

Keywords: game development, Python, Pygame, neural network, code generation,
Battle City.

1 BBenenne

1.1 AKTyaIbHOCTb MCCJIEIOBAHUS

Pazpabotka mpocthix 2D-urp mmMpoko TNpPUMEHSETCS B OOYyYCHHUH
MIPOTrPAMMHUPOBAHHIO, TaK KaK TMO3BOJISIET HATJISITHO MO3HAKOMHTHCS C OCHOBAMU
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aJITOPUTMH3ALUHN, 00bEKTHO-OPUEHTUPOBAHHOTO MOIX0/1a M 00pabOTKH COOBITHII B
pexxuMme peanbHOro BpeMeHH. S3bik Python Gmaromapst mpoctomy cHHTakcucy u
OO0JNBIIOMY KOJMYECTBY OHMOJIMOTEK CTajJl OJHUM M3 CTaHIAPTOB JJS y4EOHBIX
IPOEKTOB U MPOTOTUIIMPOBAHUS HTD.

[TapannenbHO CTPEeMUTENBHO Pa3BUBAIOTCS TEHEpAaTUBHBIE HEMpPOCETH, B
YaCTHOCTH OOJIBIINE SI3BIKOBBIE MOJEJH, CIIOCOOHBIE CO3[aBaThb W JIOTOJHSTH
IPOTPaMMHBIN KOJ Ha Pa3iIMUYHBIX S3bIKaX. Takue CUCTEMBI YK€ UHTETPUPYIOTCS B
cpensl pa3pabOTKH B BUAEC MHTEIUICKTYadbHBIX MOMOIIHUKOB M aBTOOMOTHEHHUS
koxa. Jlyis HauMHAIOUUX TPOrPAMMHUCTOB 3TO OTKPHIBAET BO3MOXHOCThH MOTYYaTh
TOTOBBIE ()parMEHTHI IPOTPAMMBI, PEKOMEHIAINH TI0 apXUTEKTYPE U MOSICHEHUS K
HEMOHATHBIM KOHCTPYKIIHSIM.

OpHako WCHOJIb30BaHWE HEMpoceTel B y4eOHBIX HTPOBBIX MPOEKTaX MOKa
HEJOCTAaTOYHO H3YYeHO: HE JO0 KOHIA TMOHSTHO, KaKk MMEHHO OHU BIUSIOT Ha
CTPYKTYpY KOJa, CKOpPOCTb pa3paboTKu M (HOpMUPOBAHHE MNPOPECCHOHATBHBIX
HaBbIkOB. [loaTOMy HccnenoBanue mporecca co3ganus urpsl «Battle City» Ha
Python ¢ akTUBHBIM HCNONB30BAaHHMEM HEHWPOCETH B KA4yeCTBE IMOMOIIHHUKA
IPEJICTaBISIETCS aKTYaIbHBIM U C IPAKTUYECKON, M C METOJIMYECKOM TOUEK 3PEHUSI.

1.2 O0630p uccjaenoBaHmni

Mopens StarCoder, omucannas R. Li mpexncraBiaser co0oii KpymHYHO
S3BIKOBYIO MO/JI€JIb, O0YYEHHYIO Ha PEMO3UTOPUSIX OTKPHITOTO MPOTPAMMHOTO KOJIa
Y OPUCHTUPOBAHHYIO HA MPAKTUUECKYIO MOAACPKKY pa3padoTunkoB [1]. M. Chen
npeactaBuil  mojenb  Codex, TMOKa3aBIIyl0 BBICOKOE KadeCTBO TeHEpaluu
IPOrpaMMHOr0 KoJa Ha MOMYJISIPHBIX sI3bIKax, BKItouasd Python [2]. UccnenoBanue
M. Vaithilingam nocsimeHO OLieHKe yI0OCTBa HCIOJb30BAHUS HHCTPYMEHTOB
reHepaluyd Koja M aHajdu3y TOro, Kak OHHU BIMSIOT Ha paboyue Mpolecchl
nporpammuctoB [3]. S. Barke B pab6ore Grounded Copilot nerasbHO H3ydarOT
CTpaTeruy B3aMMOJECHUCTBUS MPOTPAMMUCTOB C MOJEIISIMU aBTOT€HEpALMKU KOJa U
dakTopsl goBepusa k ux mnojckaszkam [4]. B crarbe E. Nijkamp omnmcana monens
CodeGen, moaaepskuBaroiiasi IAaJoroOBbIi MHOTOIIATOBBIA CHHTE3 MPOTPaMM H
paboTy C HECKOJIBKHMHU SI3pIKaMU MporpaMMupoBanus [5]. Texauueckuit oT4€T mo
GPT-4 nemoHcTpUpYyeT, 4TO YHUBEPCAIbHAS S3bIKOBAst MOJIEINIb OOIIETO HA3HAYCHUS
CrocoOHa penaTh MUPOKUNA CIIEKTP 3a]1a4, BKIIIOUasi HAaITMCaHUe U 00bSICHEHUE KOJIa
u 00pabOTKy ecTecTBEHHOro s3bika [6]. Pabora mo MarioGPT mnoka3siBaeT, kKak
SI3BIKOBAsi MOJIETh MOXKET F'€HepUpPOBaTh YpOBHHU IiaTdhopmepa «Super Mario Bros.»
M0 TEKCTOBOMY OIMCAHWIO, YTO WUIIOCTPUPYET NMPUMEHEHHE Helpocereil s
aBTOMAaTH3allMKU relmau3aiina [7].

1.3 Iean ucciaegoBanus

Lenb uccnenoBanust — paspaborats urpy «Battle City» Ha s3pike Python ¢
UCIIOJIb30BaHUEM HEHpPOCEeTH B KayecTBE MHTEJUIEKTYaJIbHOTO TOMOIIHUKA W
OLIEHUTh, KaK TaKOE€ B3aUMOJICHCTBUE BIMSIET HA apXUTEKTYPY MPOEKTa, CKOPOCTh
pa3pabOTKH M Ka4eCTBO MOIYYHUBIIETOCS PEIICHHUS.
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2 Matepuajibl 1 METOAbI
Pa3paboTka wurpbl BBIIONHSIACh Ha sA3bike Python Bepcum 3.x ¢
UCITOJIb30BAHUEM CJICIYIOMNX HHCTPYMEHTOB:

° cTangapTHas oubiaumoreka Python u oduinanbHas 10KyMeHTaIMs;

o oubmmoreka Pygame g pabGotel ¢ 2D-rpadukoit, oOpaboTkoit
COOBITHI U 3BYKOM;

o cpena pa3zpabotku PyCharm ¢ mommep:kkoi OTiIaaKy;

o OOJauHBI CEPBUC TCHEPATUBHOW HEWPOCETH OOIIEero HasHAYCHHS

(Mmonens kinacca GPT-5 unu ananoruyHas), JOCTYIHBIN yepe3 BeO-unTepdeinc uium
API, Imarena.ai.

3 Pe3yabTaThl U 00Cy:KIeHHE

s pazpabotku urpel «Battle City» Heo6xoaumo ycranoButh Python, a
Takke cpeay paszpadotku PyCharm. 3apeructpupoBaTbCsi B OHJIAMH-CEpBHUCE
Imarena.ai, ucroyib30BaTh B KayeCTBE OCHOBHI HeilpocereBoit mozaenu GPT-5,
MO3BOJISIONIEM T'€HEPUPOBATh U 10pabaThIBaTh TPOrPAMMHBIN KO MO TEKCTOBOMY
OMHCAHMIO 33J]aUH.

JlaHHBIM cepBUC Mpe/jiaraeT MpoCcTol U MHTYUTHUBHO MOHSATHBIN HHTEpderic

(puc.1).

it

Login or Create Account

Your current chat history will be saved to your new
account so you can access your chat from any device.

(> Continue with Google

Your email

Continue with email

Privacy Policy

Puc. 1. Perucrpanus
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[Tocne peructpanuu OyIeT TOCTYIIEH BBOA HEOOXOAUMOTO 3aMpoca, a TaKKe
BBIOOD HeMpoceTeBo Mojenu (puc. 2).

® ™ Direct Chat v @& gpt-41-2025-04-14

A
b4

What would you like to do?

Puc. 2. Hagano pa6otsl

Ha nepBoMm »sTame Obl1 cOpMyIMpOBaH TEKCTOBBIM 3ampoc (MIPOMIIT), B
KOTOPOM 33JlaBajliCh OCHOBHBbIE TpeOOBaHUs K Oyayuied wurpe: TUI Tpauky,
yIOpaBJICHHE, CTPYKTypa YpOBHEH, THUIbI BparoB M OOHychl. [IpuMep ncxomHoro
IIPOMIITA IIPUBEAEH HUXKE:

Paszpabomaii na szvike Python c¢ ucnonvzosanuem oubiuomexu Pygame
2D-uepy 6 cmune
«Battle City».
Tpebosanus k uepe:
1. Heposoe nore:
— 8UO cB8epxy;
— cemka u3z maunog 32 %32, pazmep noas 13 %13 knemox,
— Kapma Ypo8Hs 3a0aémcsi CNUCKOM CMPOK, 20€ CUMBOJIbL 0003HAYAIOM
00BeKmbi:
'#' — paspywaemolii KupnuuHwll 610K,
'S' — Hepaszpywaemasn cmany,
‘W' — 6ooa (manxu ne npoesoicarom, nyau npoiemaront),
'G' — mpasa (Oexop, pucyemcs nogepx maukos),
'‘B' — 6asa uepoxa,
'P' — nosuyus mauka uepoxa,
'E' — 06biunbill 8pae,
'F' — 6vicmpuiii 6pae,
'‘A' — bponuposarnulil 8pae,
V' — nycmas knemxa.
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2. Tank uepoxka:
— 08UJdICEHUE NO YeMmbIPEM HANPABIeHUAM (8160, BNPABO, BBEPX, GHU3)
cmpenxkamu
Kaasuamypwl, 6e3 OUA2OHAILHO20 OBUNCEHUS,
— pazmep mMaHKa MeHbule mauia, 4moodvl OH C80OOOHO NPOXOOUNL NO
KOpUoopam;
— asmomamuyeckoe «NPUIUNAHUe» K npoxooam: npu osuxceHuu no X maux
8bIPABHUBAENICSL
no yeumpy Kiemxu no Y u Haobopom,
— cmpenvoa npobenom, ¢ 3a0ePAHCKOU MeAHcOY 8blCMPENAMU,
— NYJU 8bLIEMAlOm om Kpas MaHKa 8 HanpasieHuu OBUNCEHUSL.
3. llpomusnuxu:
— HeCKOJIbKO MUN08 8pazos:
E — obviunwiil (cpeousisi ckopocme, 1 stcusis);
F — 6vicmpuiii (nosviuennas ckopocmo, 1 ocus3mns),;
A — bporuposanmblil (MeOIeHHbIIL, HECKObKO HCUHELL),
— 8pacu 08U2AOMCs NO Kapme, NepuooudecKu MeHsIom Hanpaeienue u
UHO20a CMpensiom;
— NpU NONAOAHUU NYIU USPOKA 80 8PA2A OH NOJIyYAen YPOH U Npu 0OHYIeHUU
300P08bSL YHUUMONCAEMCAL.
4. Obvexmvl OKpYHCeHUst U CMOIKHOBEHUSL:
— KUpnU4U paspyuaromecs om gvlcmpend,
— cmanw Hepaspyuiaema,
— 8o0a OIoKUpyem 08udceHue MaHKos, HO He OCMAHABIUBAEm NYIU,
— npu nonadanuu no baze uepa 3a8epulaemcsi;
— peanuzo8amsv CMOIKHOBEHUE NYab Opye C OpYy2OoM: eClu nyjs UcpoKd
ecmpeuaem
Ny epaza, 06e YHUUMONCAOmcsi ¢ HeOoabuM 3¢ghghexmom 83pulaa.
5. Heposas nocuka:
— CUém 04K08 (3a YHUUMONCEHUE 8PA208 U KUPNUUHBIX OI0K08);
— 02PaHUYeHHOe KOJIUYECMBO HCU3HEU USPOKA, NPU Homepe 8CeX HCUZHEl —
Game Over;
— HeCcKoOIbKO YPOBHell (CNUcok xapm), nepexoo Ha Ciedyiowuil YposeHb
nocie
VHUUIMOMICEHUSL 8CEX BPALO08;
— 2l1aBHOe MeHIo (Hauamv ucpy, 8b100p ypoesHsl, 8bix00) u sxkparn Game Over.
6. bonycwl:
— cyuatiHoe gvinadenue 60Hyca npu YHUUMONCEHUU 8paza,
— munsvl OOHYCOB:
shield — spemennwiii wyum (neysizeumocmo);
POWer — ycunennas nywka (6vicmpas nepe3apsoxka u CKOpocms nyiu),
speed — ycrkopenue mamnka;
— omobpasiceHue akmuHulX OOHYCo8 8 unmep@elice.
7. 38K u My3bIKa.:
— UCNOIb308AHUE pygame.mixer,
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— 38Kl 8blcmpend, 83pbléa U N00bopa 6oHyca,
— poHoBas My3vlKa 6 Yukie, Npu OMCYMCMEUU Paiia — uepa O0INCHA
NnPOoOOJIHCAMND
pabomams 6e3 38)Ka.
Ceenepupyli NOJHbIL UCXOOHBIL KOO Uepbl 8 00HOM (paiiie main.py, c
KOMMeHmapusimu
K KII04e8blM YACMAM NPOSPAMMbL (UHUYUATUZAYUSA, KIACCHL MAHKA, NYIU,
8pazos,
Kapma ypoeHs, 21aeHoe MeHt0, OOHYCbl).

UrpoBoe okHO co3maércs (yHkuued main(), KOTOpas HHULHAAIUZUPYET
Pygame, 3a1aét pa3mepsl SKpaHa U 3aIlyCcKaeT TJIaBHbIN LUK 00pabOTKH COOBITHH:

import pygame

TILE = 32
MAP_ W, MAP_H =13, 13

WIDTH, HEIGHT = TILE * MAP_W, TILE * MAP_H
FPS = 60

def main():
pygame.init()
screen = pygame.display.set_mode((WIDTH, HEIGHT))
pygame.display.set_caption("Battle City na Python")
clock = pygame.time.Clock()

running = True
while running:
dt = clock.tick(FPS)

for event in pygame.event.get():
if event.type == pygame.QUIT:
running = False

# 0OHOBJIEHHE OOBEKTOB U OTPUCOBKA

pygame.display.flip()

pygame.quit()

[Tomyuennsiit xkon Obl1 mepeHecéH B cpeny PyCharm wu 3amymen ans
tectupoBanus (Puc.3):
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j.:ﬁg Battle City Ha pygame — eparw, BoHychl, 3ByK

Battle City

Hauats nrpy
Beibop ypoBHs

Beixog

1/| — Bbibop, Enter — nogTeepouTs, Esc — Bbixoa

Puc. 3 CrapToBO€ OKHO UTPBI

Kapra ypoBHs ONHCHIBA€TCS B BHJE MAacCHMBa CTPOK, € KaXKIbIA CHMBOJI
COOTBETCTBYET TUIY KJIETKHU (KUPIHY, CTallb, BOJA, 0a3a, TAHK UTPOKA, Bpar M T.I1.).
HeiipoceTp 10 TEKCTOBOMY ONMCAaHUIO CIE€HEPUPOBAia CTPYKTYPY HOAHHBIX H

6a30BsIit ki1acc Block st orpucoBku Taiios:

LEVEL 1=
U
"HP........E#",

i S B

"#....B....#",

W B AR A
"#HE......... F#",
UHHRHA R RHR

]

class Block(pygame.sprite.Sprite):
def __init_ (self, x, y, ch):
super().__init__(all_sprites, walls)
self.base = (ch =="'B’)
self.destructible = (ch =="#')
self.blocks_tank =ch in ['#,'S', 'W', 'B']
self.blocks_bullet = ch in ['#,'S', 'B']
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if ch =="#"

self.image = make_brick_surface()
elif ch =="S":

self.image = make_steel surface()
elif ch =="W"

self.image = make_water_surface()
elif ch =="'B"

self.image = make_base surface()

self.rect = self.image.get_rect()
self.rect.topleft = (x * TILE, y * TILE)

PesynbTaT BeImonHEeHUs koa (Puc. 4):

Huzne 3 Cuér: 20 YpoeeHs: 1/3

-

Puc. 4 Kapra nepBoro  ypoBHS

VYnpaBieHue TaHKOM HIPOKa pealn30BaHO B BHUAE OTICJIBHOIO Kiacca
PlayerTank, nacnenyromero 6a3oBblii kiacc Tank. JIBukeHHe BBINOJHSAETCS T10
CEeTKE C y4ETOM KOJUTM3UI CO CTEHaMU; ITPH OJJHOBPEMEHHOM Ha)KaTUH JIBYX KJIABUII
JIBWKCHHE TI0 JUAroHaIW OJIOKUPYETCS, YTO TMPUONMKACT TMOBEACHUE K
OPUTMHAJILHOW UIpE:

class Tank(pygame.sprite.Sprite):
def __init__(self, x, y, color):
super().__init__(all_sprites, tanks)
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self.base_image = create_tank_base image(color)

self.image = self.base_image.copy()

self.rect = self.image.get_rect()

self.rect.center = (x * TILE+ TILE // 2,y * TILE + TILE // 2)
self.pos = pygame.math.Vector2(self.rect.topleft)

self.direction = pygame.math.Vector2(0, -1)
self.speed =2

self.shoot_cooldown =400

self.last_shot =0

def move(self, dx, dy, walls_group):
ifdx==0and dy ==0:
return
self.direction.update(dx, dy)
# AdaJICC BBIITOJIHACTCSA ITIOOCEBOC IBMKCHUEC C HpOBGpKOfI CTOJIKHOBCHMU

class PlayerTank(Tank):
def __init_ (self, x, y):
super().__init__(x, Yy, color=(0, 200, 0))
player_group.add(self)

def update(self):

keys = pygame.key.get_pressed()

dx=dy=0

if keys[pygame.K_LEFT]:
dx=-1

elif keys[pygame.K_RIGHT]:
dx=1

if keys[pygame.K_UP]:
dy=-1

elif keys[pygame.K_DOWN]:
dy=1

if dx !=0and dy !=0:
dy=0 # 3ampeT AMaroHaJbHOTO JIBHYKCHUS

self.move(dx, dy, walls)

Crpenbba peanuzoBaHa ¢ nomoinpio kiacca Bullet. CHapsan cosnmaércs B
HaIlpaBJICHUHM TEKYIIEro BEKTOpa IBIKCHUS TaHKa, MEPEMEIIAeTCs MO MPSIMOH U
o0pabaThIBaeT CTOJIKHOBEHUS CO CT€HaMH, 6a30il 1 Tankamu. [Ipu ucnonp3oBaHun
HelpoceTn 0co00€ BHUMAHUE YACISUIOCH KOPPEKTHON 0O0pabOTKe KOJIM3UNA H
YCTPAaHCHHUIO OIIMOOK, CBSA3aHHBIX C HENPaBWIBHBIM HWMEHEM (yHKIIUU
spritecollideany:

class Bullet(pygame.sprite.Sprite):



[Toctymar. 2025. Nel?2 ISSN 2414-4487

def __init__(self, tank):
super().__init__(all_sprites, bullets)
self.image = pygame.Surface((8, 8))
self.image.fill((230, 230, 0))
self.rect = self.image.get_rect()

dir_vec = tank.direction.normalize()

offset = dir_vec * (tank.rect.width // 2 + 2)

self.pos = pygame.math.Vector2(tank.rect.center) + offset
self.rect.center = self.pos

self.vel = dir_vec * tank.bullet_speed
self.owner = tank

def update(self):
self.pos += self.vel
self.rect.center = self.pos

# CTOJIKHOBEHHE C OJIOKAMH
hit_blocks = pygame.sprite.spritecollide(self, walls, False)
for block in hit_blocks:
if block.base:
handle_base destroyed(block)
if block.destructible:
handle_brick destroyed(block)
block.kill()
self.kill()
return

DTOT KOJ AaeT clieAyronuii pe3yiprat (Puc. 5-6):

Puc 5-6. Ctpennba u pa3pyiienue 6JI0KOB
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Jl1g co3anusi NpOTUBHUKOB ObLT pa3paboran kinacc EnemyTank, mapametpsl
KOTOPOTo (CKOPOCTb, KOJUYECTBO «KH3HEW», YacTOTa BBICTPENIOB) 3aJal0TCs B
cnoape ENEMY STATS. Heiipocerb 1o omnucaHuio 3afadydl Cre€HEepupoBaja
11a0JIOH MOBEJICHUS: CIy4alHbIN BBIOOp HAMIPaBJICHUS ABUKEHUS C IEPUOIUYECKON
CMEHOM, cTpenbba ¢ 3aJaHHOM BEpPOSITHOCTBIO, a TaKke 00pabOTKa MOTydEeHHS
ypOHa:

ENEMY_STATS ={
"normal™: {"speed": 1.5, "hp": 1, "shoot_cooldown": 700},
"fast": {"speed": 2.5, "hp": 1, "shoot_cooldown": 500},
"armored": {""speed": 1.0, "hp": 3, "shoot_cooldown": 900},
}

class EnemyTank(Tank):
def __init_ (self, x, y, enemy_type="normal"):
stats = ENEMY _STATS[enemy _type]
super().__init__(x, Yy, color=(200, 0, 0))
enemies.add(self)
self.enemy_type = enemy_type
self.speed = stats["speed"]
self.hp = stats["hp"]
self.shoot_cooldown = stats["shoot_cooldown"]

def update(self):
If game_state != "playing":
return
now = pygame.time.get_ticks()
# cMeHa HallpaBJICHUA U IBUIKCHHUC
# ciydaitHasi cTpenb0a ¢ HeOOIbIIONH BEPOSTHOCTHIO

PesynbraT BeImonHEeHUs koa (Puc. 7):
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Pucynok 7. JIBUKEeHHE 1 aTaka BPAXKECKUX TAHKOB

3aBepIIAIONIMM 3TAllOM CTAJIO CO3/IaHME TJIABHOTO MEHIO, BBIOOpA YPOBHS U
9KpaHa OKOHYaHMs Urpbl. i1 3TOro OblIa BBEJEHA MPOCTask CUCTEMA COCTOSTHUMI
game_state W oOTHenbHBbIE (YHKUMU OTPUCOBKH KaxJoro skpaHa. HeiipoceThb
creHepupoBaia 1mabjoH 00padOTYMKA COOBITUH U TMEPEKITIOYEHUS] COCTOSIHUH,
KOTOPBIN ObLT aIallTUPOBAH NOJI CTPYKTYPY MPOEKTA:

game_state = "main_menu" # main_menu, level_select, playing, game_over

def draw_main_menu(screen):
title = font_big.render("Battle City", True, (230, 230, 0))
screen.blit(title, title.get_rect(center=(WIDTH // 2, HEIGHT // 2 - 100)))

# OTPHUCOBKA ITYHKTOB MEHIO

def main():
global game_state

while running:
for event in pygame.event.get():
if event.type == pygame.QUIT:
running = False
elif event.type == pygame. KEYDOWN:
if game_state == "main_menu":
# BBIOOD IMyHKTa MEHIO, TIEPEXO0/I K UTPE WIIA BHIOOPY YPOBHS
elif game_state == "game_over":
# Tepe3anyCcK Urpbl UM BO3BPaT B MEHIO

If game_state == "main_menu":
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draw_main_menu(screen)

elif game_state == "playing":
draw_game(screen)

OTOT KOA JaeT cienyromuit pedynsrar (Puc. 8):

’,-:3,:... Battle City Ha pygame — eparm, BoHyChl, 3BYK — 4

Bbibop ypoBHS

YpoeeHs 1
YpoBeHs 2
YpoeeHs 3

«—/[— wnu 1/| — ypoBeHsb, Enter — ctapt, Esc — Hasap

Pucynok 8. ['maBHOE MEHIO U BEIOOP YPOBHS UTPhI

4 BpIBOJbI

Pa3pabotka wurpel «Battle City» Ha s3pike Python mnokazana, uyto
COBpEMEHHbBIC TeHEpaTHUBHBIE HEUPOCETH MOTYT 3PPEKTUBHO HCIIONIH30BATHCS KaK
WHTEIJICKTYalbHbId TIOMOIIHUK TPH CO3JaHUM YYEOHBIX WIPOBBIX IPOEKTOB.
Helipocetb o0O0ieryaeT mNOATOTOBKY YEPHOBBIX BEpCHUW KIIACCOB M  (PYHKIUH,
YCKOpSIET OUCK OIIMOOK U MO3BOJISET MOIYYUTh JOMOIHUTEIbHbIE O0OBSICHEHUS 110
HE3HAKOMBIM 3JIEMEHTaM s3bIKa U OnOnmmoreku Pygame.

B T0 xe BpeMs ucmnonp30BaHHE HEHpoceTeld HE OTMEHSET HEOOXOIUMOCTH
BIaZeHUsT 0a30BbIMA HaBBIKAMU TPOTPAMMHPOBAHUS: CTCHEPUPOBAHHBIN KO/
TpeOyeT MPOBEPKH, aJanTaIlMX U IOHUMAaHUS JIOTUKH pa0oThI. [[1s1 HeOOIbIIMX UTP
Ha Python HambGoiee mpoAyKTHBHBIM OKa3bIBa€TCA KOMOMHHUPOBAHHBIN MOAXO/,
KOrJa OONIYI0 apXUTEKTypy W KIIIOYEBBIE DPEIIECHUS pa3padaThiBaeT 4YEJOBEK, a
HEHPOCETh MPUMEHSETCS 1711 PyTHHHBIX U TIOBTOPSIIOIIMXCS ()parMeHTOB KOJIa.

[TommydeHHbIe pe3ynbTaThl MOTYT OBITH WCIIOJIB30BAHBI TPU OpTaHU3AIUU
y4eOHBIX KypCOB IO MTPOTPaMMHPOBAHHUIO M Ppa3pabOTKe Wrp, AEMOHCTPUPYS
CTYACHTaM KaK BO3MOKHOCTH, TaK U OTPAHUYEHUSI HEUPOCETEBBIX MTOMOITHUKOB.
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