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Game - DPWRA D100

import pygame
from Graphics import *

pygame.init()

clock = pygame.time.Clock()
def main ():
run = True

if

__name__ ==

while (run):
events = pygame.event.get()
for event in events:

if event.type == pygame.QUIT:

run = False

clock.tick(FPS)

__main__
main()
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3

WIDTH, HEIGHT = 300, 466

ROWS, COLS = 3, 3
SQUARE_SIZE = 100
LINE_WIDTH = 2

H_WIDTH, H_HEIGHT
M_WIDTH, M_HEIGHT

#RGB
RED = (255, ©, @)
WHITE =

BLACK = (@, @, )

BLUE = (@, @, 255)

(211,211,211)
(0, 128, 0)
(152,245, 255)

LIGHTGRAY =
GREEN =
CADETBLUE1 =

(255, 255, 255)

300, 100
300, 300




-
Graphics - prwnn m? -

1NN NP
IDN PIRD

1D1yYY n'a
NNYTNYI NNINDY

import pygame

from Graphics import * class Graphics:
def __init__ (self):
pygame.init() self.screen = pygame.display.set_mode((WIDTH, HEIGHT))
clock = pygame.time.Clock() self.header_surf = pygame.Surface((H_WIDTH, H_HEIGHT))
graphics = Graphics() self.main_surf = pygame.Surface((M_WIDTH, M_HEIGHT))
pygame.display.set_caption('Tic Tac Toe') e
def main (): /
rUn = True def draw (self): /
self.header_surf.fill(CADETBLUE1) /
while (run): self.main_surf.fill(LIGHTGRAY) /
events = pygame.event.get() self.screen.blit(self.header_surf, (0,0)) }
for event in events: self.screen.blit(self.main_surf, (©,100)) |
if event.type == pygame.QUIT: pygame.display.update()
run = False ’
def _ call (self):
graphics() self.draw()
clock.tick(FPS) , . \ |
|
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def draw (self): |

self.header_surf.fil1l(CADETBLUEL)
self.main_surf.fil1(LIGHTGRAY)

self.draw_Lines()

self.screen.blit(self.header_surf, (0,0))
self.screen.blit(self.main_surf, (0,100))
pygame.display.update()

def draw_Lines(self):
for 1 in range(ROWS):
pygame.draw.line(self.main_surf, BLACK, (i * SQUARE_SIZE, @),
(i * SQUARE_SIZE , WIDTH), width=LINE_WIDTH)
pygame.draw.line(self.main_surf, BLACK, (@, i * SQUARE_SIZE),
| (HEIGHT, i * SQUARE_SIZE ), width=LINE_WIDTH)
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import numpy as np class TicTacToe:

class State: def __init_ (self, state):

def __init_ (self, board = None, player = 1): self.state = state \\\\\
if board is not None:

self.board = board
else:

self.board = self.init_board()
self.player = player
self.end_of game = ©

def init_board(self):
board = np.zeros((3,3))
return board
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import pygame

from Graphics import *

from TicTacToe import TicTacToe
o from State import State

pygame.init()

clock = pygame.time.Clock()
graphics = Graphics()

env = TicTacToe(State()) .

def main ():
run = True /

while (run): //
events = pygame.event.get()
for event in events:

if event.type == pygame.QUIT:
run = False

graphics (env.state) — \ R .
clock.tick(FPS) P— \ |
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def _ _call_ (self, state):
self.draw(state)

def __init__ (self):
self.screen = pygame.display.set_mode( (WIDTH, HEIGHT))
self.header_surf = pygame.Surface((H_WIDTH, H_HEIGHT))
self.main_surf = pygame.Surface((M_WIDTH, M HEIGHT))

pygame.display.set_caption('Tic Tac Toe')
self.load_img()

“ TIC_TAC_TOE 2
> _ pycache
v img
2 0_img.png
2 x_img.png
® Game.py
® Graphics.py
@ State.py

@ Tic_Tac Toe.py

def load_img (self):
X_img = pygame.image.load("img/x_img.png")
o_img = pygame.image.load("img/o_img.png")
self.x_img = pygame.transform.scale(x_img, (80, 80))
self.o_img = pygame.transform.scale(o_img, (80, 80))
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def draw_pieces(self, state: State): def calc_pos (self, row_col):
board = state.board row, col = row_col
for row in range(ROWS): x = col * SQUARE_SIZE
for col in range(COLS): y = row * SQUARE_SIZE
if board[row,col]!=0: return x, y
self.draw_piece((row,col), board[row,col]) /
/
def draw_piece(self, row_col, player): . K
if player == 1: def draw (self, state: State):
img = self.x_img self.header_surf.fill(CADETBLUE1)
elif player == -1: self.main_surf.fill(LIGHTGRAY)

img = self.o_img
self.draw_Lines()
X, y = self.calc_pos(row_col)

self.draw_pieces(state)
self.main_surf.blit(img, (x+10, y+10))

self.screen.blit(self.header_surf, (0,0))
self.screen.blit(self.main_surf, (©,100))
pygame.display.update()
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def draw (self, state: State): def write(self, txt): |

self.header_surf.fill(CADETBLUE1) font = pygame.font.SysFont("Arial", 36) |
self.main_surf.fill(LIGHTGRAY)

txt_surf = font.render(txt, True, BLACK) '{ﬁffﬂ

self.header_surf.blit(txt_surf, (10,10))
self.draw_Lines()

self.draw_pieces(state)

if state.player == 1:
self.write( 'Player X')
else:
self.write( 'Player 0')

self.screen.blit(self.header_surf, (0,0))
self.screen.blit(self.main_surf, (0,100))
pygame.display.update()
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