
T h e  U n i v e r s i t y  o f  N o r t h  C a r o li n a  W i lm i n g t o n

C e n te r  fo r  T e a c h i n g  E x c e lle n c e

Ch apte r 23: Project 10: Do-it-Yourself Arcade  Gam e

W elcom e  to th e  final project. Now  th at you've  sam pled seve ral of Pyth on's m any capab ilitie s, it's tim e  
to go out w ith  a bang. In th is ch apte r you learn h ow  to use  Pygam e , an e xtension th at enable s you to 
w rite  full-fledge d, full-scre e n arcade  gam e s in Pyth on. Alth ough  e asy to use , Pygam e  is quite  pow e rful 
and consists of seve ral com ponents th at are  th orough ly docum ente d in th e  Pygam e  docum entation 
(available  on th e  Pygam e  W e b  site , h ttp://pygam e.org). Th is project introduce s you to som e  of th e  
m ain Pygam e  concepts, but b ecause  th is ch apte r is only m eant as a starting point, I've  sk ippe d seve ral 
inte re sting feature s such  as sound and video h andling. I w ould recom m end th at you look  into th e se  
yourself, once  you've  fam iliarize d  yourself w ith  th e  basics.
W h at's th e  Problem ?

So, h ow  do you w rite  a com pute r gam e? Th e  basic d e sign proce ss is sim ilar to th e  one  you use  w h e n 
w riting any oth e r program  (as d e scrib e d  in Ch apte r 7), but b e fore  you can develop an object m odel, 
you ne e d  to de sign th e  gam e  itself. W h at are  its ch aracte rs, its setting, its objective s?

I'll k e e p th ings re asonably sim ple  h e re , so as not to clutte r th e  pre se ntation of th e  basic Pygam e  
concepts. Fe el fre e  to create  a m uch  m ore  elaborate  gam e  if you lik e . I'll base  m y gam e  on th e  w ell-
k now n M onty Pyth on sk etch  "Self-Defense  Against Fre sh  Fruit." In th is sk e tch , a Se rgeant M ajor (Joh n 
Cle e se ) is instructing h is soldie rs in self-de fense  tech nique s against attack e rs w ielding fre sh  fruit such  
as pom egranate s, m angoe s in syrup, gre e ngage s, and bananas. Th e  d e fense  tech nique s include  using a 
gun, unleash ing a tige r, and dropping a 16-ton w e igh t on top of th e  attack e r. In th is gam e , I turn 
th ings around, th e  playe r controls a banana th at de spe rately trie s to survive  a course  in self-de fense , 
avoid ing a barrage  of 16-ton w e igh ts dropping from  above. I gue ss a fitting nam e  for th e  gam e  m igh t 
b e  Squish .

Tip 

If you'd lik e  to try your h and at a gam e  of your ow n as you follow  th is ch apte r, fe el fre e  to do so. If 
you just w ant to ch ange  th e  look  and fe el of th e  gam e , sim ply replace  th e  graph ics (a couple  of GIF or 
PNG im age s) and som e  of th e  d e scriptive  te xt.
Specific Goals

Th e  specific goals of th is project revolve  around th e  gam e  d e sign. Th e  gam e  sh ould b e h ave  as it w as 
d e signe d (th e  banana sh ould b e  m ovable , and th e  16-ton w e igh t sh ould drop from  above). In 
add ition, th e  code  sh ould b e  m odular and e asily e xtensible  (as alw ays). A use ful re quirem ent m igh t 
b e  th at gam e  state s (such  as th e  gam e  introduction, th e  various gam e  levels, th e  "gam e  ove r" state) 
sh ould b e  part of th e  d e sign, and th at ne w  state s sh ould b e  e asy to add.




