     1 """
     2 #~ /********************************************************************
*******
     3  #~ *            numberhunt.py
     4  #~ *
     5  #~ *  Sat Jul 10 15:42:33 2004
     6  #~ *  Copyright  2004  Stas
     7  #~ *  stas@linux.isbeter.nl
     8  #~ ********************************************************************
********/
     9 # This program is free software; you can redistribute it and/or modify
    10 # it under the terms of the GNU General Public License as published by
    11 # the Free Software Foundation; either version 2 of the License, or
    12 # (at your option) any later version.
    13 #
    14 # This program is distributed in the hope that it will be useful,
    15 # but WITHOUT ANY WARRANTY; without even the implied warranty of
    16 # MERCHANTABILITY or FITNESS FOR A PARTICULAR PURPOSE.  See the
    17 # GNU Library General Public License for more details.
    18 #
    19 # You should have received a copy of the GNU General Public License
    20 # along with this program; if not, write to the Free Software
    21 # Foundation, Inc., 59 Temple Place - Suite 330, Boston, MA 02111-1307,
USA.

    22 ## Numberhunt is based on the classic Atari 2600 game, Pitfall.
    23 """
    24 # Colors used
    25 ### trees at the top of the screen
    26 # tree leafs =  39,176,8
    27 # tree branch = 188,150,18
    28 ### overall background
    29 # green background = 135,227,113
    30 # brown floor = 255,197,29
    31 # yellow = 244,236,16

    32 RCFILE = 0
    33 _NHDEBUG = 1

    34 import os,sys,random
    35 from math import sin,cos,pi
    36 import pygame
    37 from pygame.constants import *
    38 from utils import trace_error,MyError,load_image,load_music,char2surf,lo
ad_sound
    39 from SpriteUtils import CPSprite,CPGroup,CPinit
    40 import Timer

    41 class Img:
    42     """ Container to store image objects"""
    43     pass
    44 class Snd:
    45     """ Container to store sound objects"""
    46     pass
    47 class Misc:
    48     """ Container to store all kind of stuff"""
    49     pass

    50 class Croc(CPSprite):
    51     def __init__(self,pos,activate=0):
    52         CPSprite.__init__(self)
    53         self.image0 = Img.croc_close

Dec 04, 04 12:58 Page 1/11

out.txt

    54         self.image1 = Img.croc_open
    55         self.image = self.image1
    56         self.switch = 8
    57         self.rect = self.image.get_rect()
    58         self.rect.move_ip(pos)
    59         self.display_sprite()
    60         if activate:
    61             self.activate
    62     def activate(self):
    63         self.add(Misc.actives)
    64     def on_update(self,*args):
    65         if self.image is self.image0 and self.rect.colliderect(Misc.harr
y.rect):
    66             return# if harry is on us, do nothing
    67         if self.switch < 1:
    68             if self.image is self.image0:
    69                 self.image = self.image1
    70                 self.add(Misc.hazards)
    71             else:
    72                 self.image = self.image0
    73                 self.remove(Misc.hazards)
    74
    75             self.switch = 100
    76         else:
    77             self.switch -= 1

    78 class Wrapper(CPSprite):
    79     """This is just a CPSprite wrapper for a sprite so that we can add i
t to the
    80        hazard group."""
    81     def __init__(self,img,pos,activate=0):
    82         CPSprite.__init__(self)
    83         self.image = img
    84         self.rect = self.image.get_rect()
    85         self.rect.move_ip(pos)
    86         if activate:
    87             self.activate()
    88     def activate(self):
    89         self.display_sprite()
    90         self.add(Misc.hazards)

    91 class Rope:
    92     """This is NOT a CPSprite object so you have to call the update meth
od
    93     manually from within the event loop."""
    94     def __init__(self,pos,screen,backgr,delay=4):
    95         x,y = pos
    96         self.pos = pos
    97         self.screen = screen
    98         self.background = backgr
    99         self.delay_org = delay
   100         self.delay = delay
   101         self.with = 4 # dia of the rope
   102         self.color = (255,197,29)
   103         swing = 70
   104         lng = 300
   105         self.swingleft,self.swingright =[],[]
   106         for t in range(-swing,swing,3):
   107             alpha = sin(t * pi / 200) * pi / 4
   108             a,b = (x + lng * sin(alpha) ,y + lng * cos(alpha))
   109             self.swingleft.append((int(a),int(b)))
   110             self.swingright.insert(0,(int(a),int(b)))

Dec 04, 04 12:58 Page 2/11

out.txt

Printed by Debian User

Saturday December 04, 2004 1/6 out.txt

   111         self.endpoints = self.swingleft[:]
   112         self.kind_used = ’left’
   113         self.drawline = pygame.draw.line
   114         self.display = pygame.display.update
   115         # This is just to be able to call update for the first time
   116         self.dirtyrect = (0,0,1,1)
   117     def __del__(self):
   118         try:
   119             self.display(self.screen.blit(self.background,self.dirtyrect
,self.dirtyrect))
   120         except:
   121             pass
   122     def update(self,*args):
   123         self.delay -= 1
   124         if self.delay > 0: return
   125         else:
   126             self.delay = self.delay_org
   127         try:
   128             endpos = self.endpoints.pop()
   129         except IndexError,info:
   130             if _NHDEBUG: print self.__class__,info
   131             if self.kind_used == ’left’:
   132                 self.kind_used = ’right’
   133                 self.endpoints = self.swingright[:]
   134             else:
   135                 self.kind_used = ’left’
   136                 self.endpoints = self.swingleft[:]
   137         else:
   138             self.oldrect = self.screen.blit(self.background,self.dirtyre
ct,self.dirtyrect)
   139             #self.display(self.oldrect)
   140             self.dirtyrect = self.drawline(self.screen,self.color,self.p
os,endpos,self.with)
   141             self.display((self.oldrect,self.dirtyrect))

   142     def get_swing(self):
   143         """used to get the end points of the rope currently in use.
   144          Used to place the swinging harry."""
   145         return self.endpoints
   146
   147 class Boulder(CPSprite):
   148     def __init__(self,x=0,activate=0):
   149         CPSprite.__init__(self)
   150         self.image0 = Img.boulder
   151         self.image1 = Img.boulder1
   152         self.image = self.image0
   153         self.rect = self.image.get_rect()
   154         pos = (x,340)
   155         # setup the movement of this object
   156         # The dokill arg will remove this sprite from every group it bel
ongs
   157         self.set_movement(start=pos,end=(800,pos[1]),step=2,dokill=1)
   158         self.sound = load_sound(Snd.bouldersoundfile)
   159         self.switch = 4
   160         self.soundplay = 0
   161         if activate:
   162             self.activate
   163     def __del__(self):
   164         try:
   165             self.sound.stop()
   166         except:
   167             pass

Dec 04, 04 12:58 Page 3/11

out.txt

   168     def activate(self):
   169         self.add((Misc.actives,Misc.hazards))
   170     def on_update(self,*args):
   171         if not self.soundplay:
   172             self.sound.play(-1)
   173             self.soundplay = 1
   174         if self.switch < 1:
   175             if self.image is self.image0:
   176                 self.image = self.image1
   177             else:
   178                 self.image = self.image0
   179             self.switch = 4
   180         else:
   181             self.switch -= 1
   182         # we move accoording to the movement set in the constructor.
   183         # As we have set the ’dokill’ argument we don’t care about remov
ing
   184         # The sound is stop by the destructor
   185         v = self.moveit()
   186         if v != -1: self.sound.stop()
   187
   188 class Number(CPSprite):
   189     def __init__(self,number,place,x=400,y=340,activate=0):
   190         """number = ’int’, place = which position in the display (0,1,2,
3),
   191         x,y = position in the level, activate = show it or not"""
   192         CPSprite.__init__(self)
   193         self.place = place
   194         self.display_positions = {0:(200,430),1:(250,430),2:(300,430),3:
(350,430)}
   195         pos = (x,y)
   196         color = (29,254,255)
   197         self.image = char2surf(number,48,color)
   198         self.rect = self.image.get_rect()
   199         self.rect.move_ip(pos)
   200         self.number = number
   201         if activate:
   202             self.activate()
   203     def activate(self):
   204         self.display_sprite()
   205         self.add(Misc.hazards)
   206     def on_update(self,*args):
   207         pass
   208     def __str__(self):
   209         return self.number
   210     def __eq__(self,other):
   211         if other == ’number’: return True
   212         else: return False
   213     def __ne__(self,other):
   214         if other != ’number’: return True
   215         else: return False
   216     def place_it(self):
   217         self.erase_sprite()
   218         self.rect = pygame.Rect\
   219                     (self.display_positions[self.place]+self.image.get_s
ize())
   220         self.display_sprite()
   221
   222 class MusicButton(CPSprite):
   223     def __init__(self,img_on,img_off,music,pos):
   224         CPSprite.__init__(self)
   225         self.image_on = img_on

Dec 04, 04 12:58 Page 4/11

out.txt

Printed by Debian User

Saturday December 04, 2004 2/6 out.txt

   226         self.image_off = img_off
   227         self.musicfile = music
   228         self.image = self.image_on
   229         self.rect = self.image.get_rect()
   230         self.rect.move_ip(pos)
   231         self.connect_callback(self.callback, event_type=MOUSEBUTTONDOWN)
   232     def callback(self,*args):
   233         if self.image is self.image_on:
   234             self.off()
   235         else:
   236             self.on(-1)
   237     def on(self,loop=0):
   238         self.music = load_music(self.musicfile)
   239         self.music.play(loop)
   240         self.image = self.image_on
   241     def off(self):
   242         self.image = self.image_off
   243         try:
   244             self.music.stop()
   245         except:
   246             pass

   247 class Harry(CPSprite):
   248     """Meet Harry, the hero of the game. This object runs, jumps, reakt
to key presses
   249      and detect any collision with the objects from the Misc.hazards gro
up."""
   250     def __init__(self,img1,img2,img3,img4,pos=(760,270)):
   251         """img1 to img4 are the different poses harry can asume.
   252         pos is the start position of our hero."""
   253         CPSprite.__init__(self)
   254         self.image1 = img1
   255         self.image2 = img2
   256         self.image3 = img3
   257         self.image4 = img4
   258         self.startpos = pos
   259         #self.image = self.image1#start image
   260         #self.rect = self.image.get_rect().move(self.startpos)
   261         self.reset()
   262         self.startrect = self.rect.move(0,0)#just a copy
   263         self.connect_callback(self.callback, event_type=KEYDOWN)
   264         self.delay = 2
   265         self.x = -12
   266         self.up = 32
   267         #self.run,self.jump = None,None
   268         self.collide = pygame.sprite.spritecollideany#this will speed up
 the collision detection
   269     def reset(self):
   270         """reset harry to his starting position"""
   271         self.run,self.jump = None,None
   272         self.image = self.image1#start image
   273         self.rect = self.image.get_rect().move(self.startpos)
   274         if _NHDEBUG: print ’harry rect reset to’,self.rect
   275     def on_update(self,*args):
   276         """Called by the group refresh methods."""
   277         obj = self.collide(self,Misc.hazards)
   278         if obj:
   279             if obj != ’number’:
   280                 print "AAAAAARGH"
   281                 self.kill()
   282                 return (-2,0)#Harry is dead :-(
   283             else:

Dec 04, 04 12:58 Page 5/11

out.txt

   284                 obj.place_it()#this will place the number in the bottom
bar
   285         if self.rect.left < 0:
   286             self.kill()
   287             return (-1,0)#we left the screen
   288         if self.delay:
   289             self.delay -= 1
   290             return
   291         else: self.delay = 4
   292         if self.run:
   293             self.image = self.run.pop()
   294             self.rect.move_ip(self.step,0)
   295         elif self.jump:
   296             self.rect.move_ip(0,self.up)
   297             self.jump = None
   298
   299     def callback(self,*args):
   300         """ This is called when the sprite class update method is called
.
   301         Remember that you must ’connect’ a callback first with a call to
   302         self.connect_callback, see the CPSprite reference for info on po
ssibilities
   303         of connecting callbacks .
   304         """
   305         if self.run: return# are we still running, we should first come
to a stop
   306         c = args[1].key
   307         #print "key =",c
   308         if c == K_LEFT:
   309             self.run = [self.image1,self.image3,self.image2]
   310             self.step = -12
   311         elif c == K_UP and not self.jump:
   312             self.rect.move_ip(0,-self.up)
   313             self.jump = 1
   314             self.step = -16 - (Misc.crocs*8)
   315             self.run = [self.image1,self.image4,self.image4,self.image4,
self.image4]
   316             print "jump",self.step

   317 class Game(Img,Snd):
   318     """  Findsound - part of childsplay.py, a suite of educational games
 for
   319   young children. """
   320     def __init__(self,screen,backgr,rc_dic,basepath,libdir):
   321         self.screen = screen
   322         self.backgr = backgr
   323         Img.screen = self.screen
   324         Img.backgr = self.backgr
   325         self.rc_dic = rc_dic
   326         self.basedir  = basepath
   327         self.libdir = libdir
   328         self.gamelevels =(1,2,3,4)
   329         self.gameitems = (range(20))
   330         Misc.actives = CPinit(self.screen,self.backgr)
   331         # used as a container to hold all the stuff harry should avoid
   332         Misc.hazards = pygame.sprite.Group()
   333         self._setup()
   334
   335     def __del__(self):
   336         """If you use the timer object you MUST stop it."""
   337         try:
   338             self.timer.stop()

Dec 04, 04 12:58 Page 6/11

out.txt

Printed by Debian User

Saturday December 04, 2004 3/6 out.txt

   339         except:
   340             pass
   341
   342     def _setup(self):
   343         """ Set all the stuff we need"""
   344         trees = load_image(os.path.join(self.libdir,’NumberhuntData’,’tr
ees1.png’))
   345         s = pygame.Surface((800,500)).convert()
   346         s.fill((39,176,8),(0,0,800,30))#leafs
   347         s.fill((135,227,113),(0,30,800,300))#between trees
   348         s.fill((255,197,29),(0,332,800,80))#floor
   349         s.blit(trees,(0,30))
   350         self.startscreen = s
   351
   352         self.numbercol = (135,227,113)
   353         harry_still = load_image(os.path.join(self.libdir,’NumberhuntDat
a’,’harry_still.png’),1)
   354         harry_run1 = load_image(os.path.join(self.libdir,’NumberhuntData
’,’harry_run1.png’),1)
   355         harry_run2 = load_image(os.path.join(self.libdir,’NumberhuntData
’,’harry_run2.png’),1)
   356         harry_jump = load_image(os.path.join(self.libdir,’NumberhuntData
’,’harry_jump_up.png’),1)
   357         Misc.harry = Harry(harry_still,harry_run1,harry_run2,harry_jump)
   358         Img.boulder = load_image(os.path.join(self.libdir,’NumberhuntDat
a’,’boulder.png’),1)
   359         Img.boulder1 = load_image(os.path.join(self.libdir,’NumberhuntDa
ta’,’boulder1.png’),1)
   360         Img.pool = load_image(os.path.join(self.libdir,’NumberhuntData’,
’pool.png’),0)
   361         Img.pool_left = load_image(os.path.join(self.libdir,’NumberhuntD
ata’,’pool_left.png’),0)
   362         Img.pool_right = load_image(os.path.join(self.libdir,’Numberhunt
Data’,’pool_right.png’),0)
   363         Img.croc_open = load_image(os.path.join(self.libdir,’NumberhuntD
ata’,’croc_open.png’),1)
   364         Img.croc_close = load_image(os.path.join(self.libdir,’Numberhunt
Data’,’croc_close.png’),1)
   365         # Snd.bouldersoundfile is just the filename not a sound object b
ecause we can have multiple
   366         # boulders. Each boulder controls the start and stop of it’s sou
nd.
   367         Snd.bouldersoundfile = os.path.join(self.libdir,’NumberhuntData’
,’boulder.wav’)
   368         Snd.startwinkle = load_sound(os.path.join(self.libdir,’Numberhun
tData’,’chimes.wav’))
   369         music = os.path.join(self.libdir,’NumberhuntData’,’Numberhunt.og
g’)
   370         but_on = load_image(os.path.join(self.libdir,’NumberhuntData’,’m
usic_on.png’),1)
   371         but_off = load_image(os.path.join(self.libdir,’NumberhuntData’,’
music_off.png’),1)
   372         pos = (640,430)
   373         self.music_button = MusicButton(but_on,but_off,music,pos)
   374         self.music_button.display_sprite()
   375         self.music_button.on(-1)
   376         Misc.actives.add(self.music_button)
   377
   378     def __str__(self):
   379         """Must return the original, not translated, title of this game.
   380         It’s needed by the high score class of childsplay."""
   381         return "Numberhunt"

Dec 04, 04 12:58 Page 7/11

out.txt

   382
   383     def reset(self):
   384         """Reset everything after a level is finished"""
   385         for obj in Misc.actives.sprites():
   386             obj.kill()
   387         for obj in Misc.hazards.sprites():
   388             obj.kill()
   389         pygame.event.pump()
   390         Misc.harry.reset()
   391
   392     def start(self,levels,fields):
   393         """Help string displayed when this game is started."""
   394         #~ self.screen.blit(self.startscreen,(0,0))
   395         #~ self.backgr.blit(self.startscreen,(0,0))
   396         self.stop = 0
   397         self.level = levels#used for debugging messages
   398
   399         if _NHDEBUG: print "Entring level",self.level
   400         #~ self.reset()#this will reset the scene
   401         #~ Misc.harry.display_sprite()
   402         #~ Misc.crocs = 0#to be set so we can test it for jump distance.
   403         #~ self.rope = None# used by loop to test if we have a rope
   404         if levels == 1:
   405             exerc,self.solution = apply(random.choice(\
   406                                     (self._add,self._min)),(5,)\
   407                                     ).split(’=’)
   408             self.level1_setup(exerc)
   409             #~ self.rope = Rope((400,0),self.screen,self.backgr)
   410             #~ self.number = Number(’20’)
   411             #~ self.number.display_sprite()
   412         elif levels == 2:
   413             self.rope = None
   414             self.exerc,self.solution = apply(random.choice(\
   415                                     (self._add,self._min)),(10,)\
   416                                     ).split(’=’)
   417             self.level2_setup()
   418             #~ Boulder()#adds itself to actives and hazard
   419             #~ Boulder(x=-300)
   420
   421         elif levels == 3:
   422             self.exerc,self.solution = apply(random.choice(\
   423                                     (self._add,self._min,self._mul,self.
_div)),\
   424                                     (10,)\
   425                                     ).split(’=’)
   426             self.level3_setup()
   427             #~ self._make_croc_pool()
   428             #~ Misc.crocs = 1
   429         if levels == 4: pass #XXX perhaps some stuff as end level??
   430         #~ self.exerc = self.exerc + " = ?"
   431         #~ s = char2surf(self.exerc,64,(135,227,113))
   432         #~ self.screen.blit(s,(100,420))
   433         self.restart()
   434         pygame.display.update()
   435         if _NHDEBUG: print "starting field, active sprites:", Misc.activ
es.sprites()

   436     def level1_setup(self,exerc):
   437         """Misc.fields should become a list with tuples containing the o
bjects which
   438         can be started by calling their activate method."""
   439         Misc.fields = [(Boulder(),)]

Dec 04, 04 12:58 Page 8/11

out.txt

Printed by Debian User

Saturday December 04, 2004 4/6 out.txt

   440         i = 0
   441         for c in exerc:
   442             Misc.fields.append((Number(c,i),))
   443             i += 1
   444         random.shuffle(Misc.fields)
   445
   446     def level2_setup(self):
   447         pass
   448     def level3_setup(self):
   449         pass

   450     def restart(self):
   451         """We use this to restart the game after a ’field’ is cleared.
   452         Because childsplay uses a number of levels we use ’restart’ to e
xecute
   453         extra ’levels’ inside a level."""
   454         if _NHDEBUG: print "Restarting level",self.level,"fields",Misc.f
ields
   455         if not Misc.fields:
   456             self.stop = -1#this will stop the eventloop and childsplay w
ill start the next (real) level
   457             return
   458         self.screen.blit(self.startscreen,(0,0))
   459         self.backgr.blit(self.startscreen,(0,0))
   460         self.reset()#this will reset the scene
   461         Misc.harry.display_sprite()
   462         Misc.actives.add(Misc.harry)
   463         Misc.crocs = 0#to be set so we can test it for jump distance.
   464         self.rope = None# used by loop to test if we have a rope
   465         for obj in Misc.fields.pop():
   466             if _NHDEBUG: print obj.__class__
   467             obj.activate()
   468
   469     def harry_dead(self):
   470         pass

   471     def loop(self,events):
   472         item,self.score = None,0
   473         for event in events:
   474             if event.type is KEYDOWN or MOUSEBUTTONDOWN:
   475                 item=event
   476                 break
   477         try:
   478             if _NHDEBUG == 2 and item: print "loop event",item
   479             v = Misc.actives.refresh(item)# This can return None or [(ob
ject name,(flag,score))]
   480         except:
   481             print trace_error()
   482             raise MyError
   483         if v:
   484             if _NHDEBUG: print "v=",v
   485             stop = v[0][1][0]
   486             if stop == -1: self.restart()
   487             if stop == -2: self.harry_dead()
   488             self.score = v[0][1][1]
   489             if _NHDEBUG: print "stop/score",self.stop,self.score
   490         if self.rope:# call this manually, because rope is NOT a CPSprit
e
   491             self.rope.update()
   492         return self.stop,self.score
   493
   494  #### methods for internal use #########

Dec 04, 04 12:58 Page 9/11

out.txt

   495     def _add(self,i):
   496         rand = random.choice
   497         a = rand(range(1,i+1))
   498         b = rand(range(1,i+1))
   499         c = a+b
   500         answer = "%s+%s=%s" % (a,b,c)
   501         return answer
   502     def _min(self,i):
   503         rand = random.choice
   504         b = rand(range(1,i+1))
   505         a = rand(range(b,i+1))
   506         c = a-b
   507         answer = "%s-%s=%s" % (a,b,c)
   508         return answer
   509     def _mul(self,i):
   510         rand = random.choice
   511         a = rand(range(1,i+1))
   512         b = rand(range(1,i+1))
   513         c = a*b
   514         answer = "%sx%s=%s" % (a,b,c)
   515         return answer
   516     def _div(self,i):
   517         s = self._mul(i)
   518         a = int(s[0])
   519         b = int(s[-1])
   520         c = b/a
   521         answer = "%s/%s=%s" % (a,b,c)
   522         return answer
   523     def _make_croc_pool(self):
   524         x,y = 124,348
   525         s = pygame.Surface((401,45))
   526         s.fill((62,148,33))
   527         # Wrapper and Croc objects add themselfs to hazard group and/or
display themself
   528         Wrapper(Img.pool_left,(x,y))
   529         x += 80
   530         self.screen.blit(s,(x,y))
   531         self.backgr.blit(s,(x,y))
   532         for i in range(0,2):
   533             Croc((x,y-8))
   534             x += 80
   535             Wrapper(Img.pool,(x,y))
   536             x += 80
   537         Croc((x,y-8))
   538         x += 80
   539         Wrapper(Img.pool_right,(x,y))
   540  ############
   541     def helptitle(self):
   542         return _("Numberhunt")
   543
   544     def help(self):
   545         text = [_("The aim of the game:"),
   546         _("The game is a based on the old Atari game called ’Pitfall’.")
,\
   547         _("You must walk to the left of the screen by using the arrow ke
ys."),\
   548         _("First you come accross two numbers and a operator like ’+,-,:
 or x’."),\
   549         _("These numbers will form a mathematic exercise which you have
to solve."),\
   550         _("The number(s) which form the solution are hidden somewhere in
 the fields."),\

Dec 04, 04 12:58 Page 10/11

out.txt

Printed by Debian User

Saturday December 04, 2004 5/6 out.txt

   551         _("Try to find these numbers, but be aware of wrong numbers and
other dangers along the way."),\
   552         _("Controls:"),\
   553         _("Arrow key left - Walk to the left."),\
   554         _("Arrow key up - Jump over things or jump to grep a rope."),\
   555         _("Arrow key down - Let go of a rope."),\
   556         " ",
   557         _("Difficulty : 5-7 years"),
   558         " ",
   559         _("Number of levels : 3")]
   560         return text

Dec 04, 04 12:58 Page 11/11

out.txt

Printed by Debian User

Saturday December 04, 2004 6/6 out.txt