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BEIUEA TR E(ES 7077 L51ED,

Import pygame

Import sys

Import random

HEDOIER(RGBT 7 — CERRE)

CYAN = (0,255,255)

WHITE = (255,255,255)

#ZESITD') R~ = VER

maze = []

HZEDITD) A SICEANATNTCOD!) A ~EEIML T 2RT') A EER

for y in range(9):
maze.append([0,0,0,0,0,0,0,0,0,0,0])

#E) DEE

def make_maze(): RDR—I 28 <

Copyright 2020 7%./18 Co.,Ltd All Rights Reserved 1 1
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XP = [0,1,0,-1] #ETFEAICEELY TR R
YP = [-1,0,1,0] XPrYPOOt v DEENEICHENATY FTINS
HEBDEE{ER
for x in range(11):
maze[O][x]= 1
maze[8][x]= 1
# E FOEEE R
for y in range(1,8):
mazel[y][0]= 1
mazel[y][10]=1
#RE AL 72V AREIC
’ for y in range(1,8):

for x in range(1,10):

mazel[y][x] = O
HAE RD~_R—I 2% <

opyright 2020 7%7./0 Co.,Ltd All Rights Reserved 1 2




KRR FENER T B //

for y in range(2,7,2):
for x in range(2,7,2):
maze[y][x]=1 fRER T

for y in range(2,7,2):
for x in range(2,9,2):

d = random.randint(0,3)

#ZHEALITIEICEEFS IV xABUEDE FICZDOMEIC A S,

It x > 2;

d = random.randint(0,2)

K maze[y+YP[d]]l[x + XP[d]] = 1
’def main():
pygame.init()
pygame.display.set_caption("XEB={E3")
screen = pygame.display.set_mode((528,432)) RDR—= 25 <

(HEAD FFEGICEE(ES I

Copyright 2020 7%./18 Co.,Ltd All Rights Reser
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make_maze()

while True:
for event in pygame.event.get():

If event.type == pygame.QUIT:
pygame.quit()
sys.exit()

If event.type == pygame.KEYDOWN:
if event.key == pygame.K_SPACE:

make_maze()

for y in range(9):

for x in range(11):

X = x*48

Y = y*48

if mazely][x]==0: gy~ —
pygame.draw.rect(screen,WHITE,[X,Y,48,48]) ¥ I2#%E<

Copyright 2020 7%./0 Co.,Ltd All Rights Reserved 14
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main()

if mazelyl[x]==1:
pygame.draw.rect(screen,CYAN,[X,Y,48,48])

pygame.display.update()

Copyright 2020 7%/ Co.,Ltd All Rights Reserve
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5 55 155 15

for y in range(2,7,2):

for x in range(2,9,2):
d = random.randint(0,3)
if x > 2:
d = random.randint(0,2)
maze[y+YP[d]][x + XP[d]] =

16



fRE (AL CEEE < 2)
maze[y+YPLdII[x + XP[d]] = 10BF EBFHL THL . R

[Al]] XBEERGHFELNTHTEZRD
YP = [-1,0,1,0] for y in range(2,7,2):
XP = [0,1,0,-1] for x in range(2,9,2):

for XM 1EIEHDIME(T X TD/NFZ— > & 50H)
d=0DEF maze[2+YP[O]][2+XP[0]] = maze[2-1][2+0] = |maze[1]1[2]=1
d=108 maze[2+YP[1]][

1711[2+XP[1]] = maze[2+0][2+1] aze[21[31=1]
d=2MF maze[2+YP[2]]1[2+XP[2]] = mazeM aze[3][2]=1

d=3MOF maze[2+YP[

11[2+XP [ maze[2][1]=1
160 60D DD L@%//
1201 5-6;0,0,(1) |
_ 0@o 1 /
10(1X6;0,0,0,0,0,0,@ ]

o@moMoMo,@]
0,0,0,0,0,(]

dOMEIX 7 Y Z L CRED =6, 4DDW
CSMAFRTEIT 112725




BB (ELI CEEE S 2) ”

maze[y+YP[d]][x + XP[d]IDENFEEFHL THL D, —

for X M2LBOIR(TRTD/\Z— > 5iE) /;

YP = |[-1,0,1,0] for y in range(2,7,2):
XP =1{[0,1,0,F1] for x in range(2,9,2):

d=0DEF maze[2+YP[0]][4+XP[0]] = maze[2-1]1[4+0] = maze[1][4]=1
d=1DEF maze[2+YP[1]][4+XP[1]] = maze[2+0]1[4+1] = maze[2][5]=1
d=2MEF maze[2+YP[2]]1[4+XP[2]] = maze[2+1][4+0] =Imaze[3][4]=1

forXD3EBDNIE(T N TDH/\NZ— > EE0H)
d=0DEFF maze[2+YP[O]][4+XP[0]] = ma 6+0] = maze[1][6]="
d=1DEF maze[2+YP[1]][4+XP = maze[2+0][6+1] = mazel[2][7]=1
d=2MFF maze[2+YP +XP[2]] = maze[2+1][6+0] = maze[3][6]=1

CHBLEIICEEEDZ CAFTFIN TLVELY
D TCANTTWERAEFND 2 2T,

18



KBS & YBT3 >

et

[Run Module] F£t-IZF5%—%#HL /049 5L RT3, -

AR—ZAF =T CRRBABRENTND,

=4

BRHETARICZFvL I LLD!

f
dil
g
s
{
==
12
-+

19



KEEEF T aVICRZR D,

KEEN TR LT=6. KET—FELCICH VY 3a VEERT D, -

2HTF R TlIEAS

S TE 2L DRV Y TILERE XY

[FU. 7T—LATERRTIMTFEAEEZ VY3 VeI
T2, KEALA VI a\DT—HZERETOTILIN AL

\
&2 Do
£ 9yI3vEED A

20



KEEEY Y3 VBB,
KIS FZ > a A\ DT—FEBIIRDFIETIT D,
 pegiedE

ATV 3AVEERTDHDOXRIT') A~ Tdungeon] EF
=95

- mazeDV ADIRREEFTANTLA'S . Tdungeon] ICEET Y
NEES

- 'dungeon] OFE (BXR) =. L\oAFETEICTS

- mazely][xX]JDEERAN. 0 (K) CHNITT7VZ LI
[[dungeon] ICERE%=1ES

BB EESTIVIEE. mazely]lIXIOLTEADT X EHFHN,
072 5¥MAMIZ Ndungeon] I2EEE/ES
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KERESF >V 3aVICRz27077L&E5,

P

Import pygame

Import sys

Import random

HEDOIER(RGBT 7 — CERRE)

CYAN = (0,255,255)

WHITE = (255,255,255)

HZESITD!) R+ EVERGRER)

maze = []

for y in range(9):
maze.append([0,0,0,0,0,0,0,0,0,0,0])

BZESITD') ANEER(F >V 3Y)

dungeon = []

;Rd)/\o—:/\\|:njd:b <

—

-
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334

for y in range(27): /\)\’_\

dungeon.append([0]*33) #[0,0,0-:--,0]¥ & U=k,
kabe = pygame.image.load(r"image¥wall.png")
yuka = pygame.image.load(r"image¥floor.png")
#7033 E{FHRAE
def make_dungeon(): #&#]IC KB E{ERRT 5
XP = [0,1,0,-1]
YP = [-1,0,1,0]
#REL) OE(—& L —FB T OE)
for x in range(11):
maze[0][x]= 1
maze[8][x]= 1
#E) DE(—BEL C —BAHDEE)

23
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for y in range(1,8):
mazely][0]= 1
mazel[y][10]=1
#HRE AL 72U AREIC
for y in range(1,8):

for x in range(1,10):
mazel[y][x] = O
HIEE{ED
for y in range(2,7,2):
for x in range(2,7,2):
mazely][x]="1
| AL LTEAIEEES
for y in range(2,7,2):

for x in range(2,9,2):
d = random.randint(0,3) RDR—2Hi <

Copyright 2020 7%./0 Co.,Ltd All Rights Reserved 24
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if x > 2;
d = random.randint(0,2)
mazely+YP[d]]l[x + XP[d]] = 1
#ESEETIERLIREBASZ VY 3 VEED
#7033 VEEREEICT S
for y in range(27):

for x in range(33):
dungeon[y][x]=9
#HEbE ¥ B D E
for y in range(1,8): -+ -+ - B#EH1
for x in range(1,10): #dx,dy:Z > 3 Y OxBHE, yEEE
dx = x*3+1 #AKBEDITAAZ VY3V TIE3 x 3TRICAD, +1LT
dy = y*3+1 \L2DIddx,dyE3 x 3T ROPROBEEICT 5126

HEBRE/ED if maze[yl[x] == 0: #0~99% COMFE T4 LIZHT 2 L 20%DF
M TC20L YN 125, 20V DO RIGFE1ES,
if random.randint(0,99)<20: @ WD~ —3J 1285 <

Copyright 2020 7%./0 Co.,Ltd All Rights Reserved 2 5
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KEEEF >3 VICER Do
for ry in range(-1,2): #ry:room®yFEiZ
for rx in range(-1,2): #rx:room®xEEiZ
dungeon[dy+ry][dx+rx]=0 #0:1EE%
else: #HEERE/ED
dungeon[dy][dx]= O

if mazely-1][x]==
dungeon[dy-1][dx] =
if mazely+1][x] == O:
dungeon[dy+1][dx]=0
if mazely][x-1] ==
dungeon[dy][dx-1] =
if mazely][x+1] ==

dungeon[dy][dx+1] =

def main():
pygame. Imt() RDHR—|2HE <

opyright 2020 7%7./0 Ltd All Rights 26
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pygame.display.set_caption("% >3 ¥ £{F3")

screen = pygame.display.set_mode((1056,432))
make_dungeon()
#IL— 75012
while True:
for event in pygame.event.get():
If event.type == pygame.QUIT:
pygame.quit()
sys.exit()
If event.type == pygame.KEYDOWN:

if event.key == pygame.K_SPACE:
make_dungeon()
HEESBAHDXKER & &R
for y in range(9):

for x in range(11): RDR— 2 <

Copyright 2020 7%./0 Co.,Ltd All Rights Reserved 27
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X = x*48

Y = y*48
if mazely][x]==0:

pygame.draw.rect(screen,WHITE,[X,Y,48,48])
if mazelyl[x]==1:
pygame.draw.rect(screen,CYAN,[X,Y,48,48])
#7>0I3aVEHRET S
for y in range(27):
for x in range(33):
X = x*16+528
Y = y*16
if dungeonly][x] == O:
screen.blit(yuka,[X,Y])

if dungeonly][x] == 9:
screen.blit(kabe,[X,Y]) RDR—I2H#i <

Copyright 2020 7%./0 Co.,Ltd All Rights Reserved
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pygame.display.update()

main()

Copyright 2020 7%./18 Co.,Ltd All Rights Reserved 29
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([MIO0LOOOOoma,
DO0QO000Cod,
DULODOLOOOO
DOO0OCoOOCO.
OOOOCaOCom.
0OE0O000EEATL
00000CCOoCom,
0O00O00E0OOA.
RN nnnnnhn

XP = [0,1,0,-1]

[

YP = [-1,0,1,0]

for x in range(11):
maze[0][x]= 1
maze[8][x]= 1
for y in range(1,8):
maze[y][0]= 1
maze[y][10]=1
for y in range(1,8):
for x in range(1,10):
mazel[y][x] = O
for y in range(2,7,2):
for x in range(2,7,2):
mazel[y][x]=1
for y in range(2,7,2):
for x in range(2,9,2):
d = random.randint(0,3)
if x > 2:
d = random.randint(0,2)
maze[y+YP[d]l1[x + XP[d]] = 1

Copyright 2020 7%./18 Co.,Ltd All Rights Reserved

gy oavnRkITY X R

for y in range(27):

lglgl ,9,9,9,9,9?
lglgl

9. 9)

9,9,9,
9, 9,9,

9,999,299,
. 9.9

. 9.9

9. 9.9)

9,9,9)
2, 9,9,
9. 9.9/

9,9, 9)
9, 9,9,
9. 9.9

9,99,
9,9, 9,

9,9, 9.

0,9, 9]0, 9, 9]
0, 9, 9,[0, 9, 9]
9. 9.9.09, 9, 9]

!OF OF DF 0! 0!
AL 0.0,

1 9F gﬂwgi 0! OF\QF 9! 9F

~

0,9,9

1 9!“
g, 0,0 0

0,9, 9,

9.9.9.9,0.9.0,9,99.0.9R,0.8,

0,9,9%, 9 9P 9 9,P. 9, 9)

D, 0, 9,[p, 9, 9]
b, 9.9.9.9 9])

9, 9,9)
9,9,9,
9! 9! 9!4

9, 0,9,

9,0, 9,

9! 0! 9!}

9
OF ! 0! OF 0! j! OF OF
9

.90, 0,9)
9,9, 990 9199,9,9,0, 0,
9: 91 9:48: 0: 9 9! 9u9: Os 9:/

0, 0, 0,

g? 9) 9:‘9? OF 91 7
1 9?

0,0,0,)

0, 0,0.0,9,909, 9,9

0,9, 9,0, 9, 9]
0, 9, 9,9, 9, 9]

9,9, 9]0, 0, 0]
0,0,0,0, 0,0,
9, 0, 949.9.910.0.0)

9,9,9Y0, 0, 0Y9, 9, 9Y0, G, 0)9, 0, 9)
0,0,040,0,09,9,9]0,0, 0,0, 0, 0,
9. 9, 900. 0. 0A2. 9, 9A0. 0. 049, 0. 9/

0,0, 0)
0,0, 0,
0. 0. 0,

9, 0,9)9, 9,90, 0, 0,
9,0,9,99,910,0,0,
9,0,9)9.9.90.0.0,

9,9,9Y9,9,9)9, 9999 9)9,0,9,
9,994999/9,9,919,9, 9,9, 0, 9,
9.9.919.9.9A9.9.949.9,9/9.0. 9/

9,99,
9,9, 9,
9.9. 9.

9,9,90,0,0y9,9,9(9.0,9
0,0,049,9,949,0,9

0.0, 009, 9,919, 0. 949, 9, 9

9,9, 9Y0, 0, 0Y0, 0, 0J0, 0, 09, 0, 9
9,99 0,0,0)0,0,0,

9,99
0,0,9

@, 0,99, 9, 9)
9,0,9]9 9,9,
9,0,99,9,9)

9,0, 9)
9,0,9,
9. 0.9/

9,9 9)
9,99,
9.9.9)

0, 0,0Y9,9,9)
0, 0,0,
0. 0.0A9,9. 9/

9,0, 9)
9,0,0,
9. 0. 9)

0, 0,0,
0, 0,0,
(0. 0.0,

9, 9, 9)
99,9,
9.9.9)

9,0, 99,9, 9)
9,0,0,]0,0, 0,

9,0, 9,

9979 0,0,0,

0,0, 0)
0, 0,0,

9,0,9)9, 09,9,

g,0,9,9 9, 9]0,0,0,[0, 0, 0,

0, 0, G,

0,0,0)0,0, 0,0, 0, 0)0, 9, 9),
9? 9! 9]?

9,9.919,9,9)9,9,9)9, 9. 920. 0. 043, 9, 9,49, 9, 9)0. 0. 0,00. 0. 0.0, 0, 0,09, 9, 9/,

9,9,99,9,9)9 9, 9)

9,9,9/9 9,9,

9,9, 9]
9,99

9,9, 9)
9,99

9,9, 9Y9,9,9)

9,9,9)
9,909,

9,9,9,
9,9,9,

\9, 9, 949, 9. 9A9. 9. 9/

9,9, 9]
9,99

Q. 9. 909, 9. 9A9, 9, 940. 0. 9A0. 9. 9/

Q. 9. 9)

for x in range(33):
dungeon[y][x]=9

for y in range(1,8):
for x in range(1,10):
dx X*3+1
dy = y*3+1
if maze[y][x] == O:
if random.randint(0,99)<20
for ry in range(-1,2):
for rx in range(-1,2):
dungeon[dy+ry][dx+rx]=

0

else:

dungeon[dy][dx]= O

if maze[y-1][x]==0:
dungeon[dy-1][dx] = O

if maze[y+1][x] == O:
dungeon[dy+1][dx]=0

if maze[y][x-1] == O:
dungeon[dy][dx-1] = O

if maze[y][x+1] == O:
dungeon[dy][dx+1] = O
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Bmae A70-ILTt257077L%1F5,

Import pygame

Import sys

Import random

HEDOIER(RGBT 7 — CERRE)

BLACK = (0,0,0)

HZESITD!) R + EVERGRER)

maze = []

for y in range(9):
maze.append([0,0,0,0,0,0,0,0,0,0,0])

HZEDIID) A SEEB(Z VY3 Y)

dungeon = []

for y in range(27):
dungeon.append([0]*33)

;Rd)/\o—:/\\|:njd:b <

Copyright 2020 7%./18 Co.,Ltd All Rights Reserved
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P

HERT7T 7AILDOT Y 70—R
imgWall = pygame.image.load("image/wall.png")
imgFloor = pygame.image.load("image/floor.png")
imgPlayer = pygame.image.load("image/player.png")
px = 4 #7L A T OxEE(HIHHME)
py = 4 #7L AT OyEE(HIHHE)
#7733y B
#7233 YO CIC1L DREA SIER
def make_dungeon():
XP = [0,1,0,-1]
YP = [-1,0,1,0]
#IXRFEDFE L) DEE(—FE L —&H T DEE)
for x in range(11):
maze[O][x]= 1
maze[8][x]= 1

;Rd)/\o—:/\\|:njd:b <

opyright 2020 7%/ A Co.,Ltd All Rights Reser
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#FREEDOE ) DE(—BEL C —HADE) -
for y in range(1,8):
mazely][0]= 1
mazel[y][10]=1
#IREEDH &AL 72 L AREIC
for y in range(1,8):
for x in range(1,10):
mazel[y][x] = O
HIXEEDIE 1ED
for y in range(2,7,2):

for x in range(2,7,2):
mazely][x]="1
#FXREBOEN L EFEAICEETED
RDRX— 2 <

Copyright 2020 7%./18 Co.,Ltd All Rights Reserved 3 5
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A

for y in range(2,7,2):
for x in range(2,9,2):
d = random.randint(0,3)

If x > 2:
d = random.randint(0,2)

mazel[y+YP[d]]l[x + XP[d]] = 1
# TR LKA L T Y a Y EED
HEREEEICT D
for y in range(27):
for x in range(33):

dungeon[y][x]=9 #9I|ZE#
#HEBE ¥ B D E

;Rm/.\o_:/‘|:“i <

36
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for y in range(1,8):

for x in range(1,10):
dx = x*3+1 #7033 Y OxEEE
dy = y*3+1 #7 >3 3 VDOyEEHE
if mazely][x] == 0O:
if random.randint(0,99)<20: #ZBE &1F 2 (20%DHEZE TCETT)
for ry in range(-1,2): #ry:room®yEEE
for rx in range(-1,2): #rx:room®Mx L=

dungeon[dy+ry][dx+rx]=0
else: #ERE(ED
dungeon[dy][dx]= 0O
if mazely-1][x]==0:
dungeon[dy-1][dx] = O
if mazely+1][x] == O:
dungeon[dy+1][dx]=0 RDR— 2% <
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- if mazely][x-1] == O:
dungeon[dy][dx-1] = O

if mazely][x+1] == O:
dungeon[dy][dx+1] = O

g
\
\,
L

HZ VY a Y ERETD

def draw_dungeon():

screen = pygame.display.set_mode((176,176))
screen.fill(BLACK)
for y in range(-5,6):

for x in range(-5,6):
X=(x+5)*16
Y=(y+5)*16
dx = px+x # 7L AV OUEXEEICZ VY3V ER
dy = py+y # 7L AV OUBEEEICT VY3 U &H oy ~—
if O <= dx and dx < 33 and O<= dy and dy < 27: YIZ2#<

Copyright 2020 7%./18 Co.,Ltd All Rights Reserved 38
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- if dungeon[dy][dx] == O:
screen.blit(imgFloor,[X,Y])

if dungeon[dy][dx] == 9:
screen.blit(imgWall,[X,Y])

If x==0 and y==0:
screen.blit(imgPlayer,[X,Y-8])
BX+Z777BMEALRDMNBEELCICZ VY 3V EHBETTD)
def move_player():
global px,py
key = pygame.key.get_pressed()
if key[pygame.K_UP]==1: #1:True O:False
if dungeon[py-1]1[px] !=9: #9|1EZ
py=py-1
if key[pygame.K_DOWN]==1: #1:True O:False
if dungeon[py+11[px] !=9: #9|FEF RDR— | 2Hi <

Copyright 2020 7%/ Co.,Ltd All Rights Reserve
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py=py+1
if key[pygame.K_LEFT]==1: #1:True O:False
if dungeon[pyl[px-1] !=9: #9|1EZ
px=px-1
if key[pygame.K_RIGHT]==1: #1:True O:False
if dungeon[pyl[px+1] !=9: #9I1E#
px=px+1
def main():
pygame.init()

pygame.display.set_caption("%>3'3 YARESH ")
clock = pygame.time.Clock()
make_dungeon()

while True:

for event in pygame.event.get():
if event.type == pygame.QUIT: RD—3/ 245 <

Copyright 2020 7%./18 Co.,Ltd All Rights Reserved 40
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pygame.quit() g
sys.exit()

move_player()

draw_dungeon()
pygame.display.update()

clock.tick(5) #=')#(1/1000 )&

main()

Copyright 2020 7%./18 Co.,Ltd All Rights Reserved 4 1
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22FCE -2 EScratch L ¢ 3AF+L vy LTH .
Lo

X DIBIE CScratch Tt TCEF 52 . Python L\ TF L\ 2
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