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PyGame

PyGame 7143

PyGame 2 — ¥ ¥ & 49 Python 1518 , RU T EK, FHRNXE  BEAZTURIA PyGame
KRG IR , HERBHEIHME A,

"“';H:

PyGame

EEH PyGame 28I , RS EBELEZREY , ATLAFIA pip RiET Python EBIEM T ZE -
$ pip install pygame

BERREEELEN ?

HESREMNARERE HF RBEMARUATREENZ A

o YIMEFNWEREMBEBAKRE  ERHEME fps (frame per
second ) , RER—WERIFTLX,

BHEEHENERERD , RMREE—EXRFERENE , FAIAEEZ L, RMTES
¥ —1@ function

RIFEEAER , NEEF—RENESERN , cEABRMBANATEERENSN , RF
[T 9 I LS {8 28 EE A9 function

o EREBHEEEER , RMHME A PyGame RALH 5 X R B H#)HE IR
EEAESERREEAENRE  KRERNRERBRENBREE

o FRAENRESHERLHEER, LAKEBZA—EEMH (event) , flan—1E
MouseDown Event AEZARERESE (x, V) EREFEAEEREN (X, V)
W EETTER.

— B ENEHIEN

import pygame # 5| A pygame #&#8

pygame.init() # #%1t pygame 1

window = pygame.display.set_mode((800,450))



pygame.display.set_caption("iER—%5 PyGame HEHIER")
window. fill((255, 255, 2595))

pygame.display.flip() # B= window

while True:

# I pygame EZIWEH , X EHHBEARENESHHMER
for e in pygame.event.get():
if e.type == pygame.QUIT:
exit(0)

ER—ERHENEX , e
1. AR—EHNRE
o FEREK/NA 800x450
o HREEEAR "ER—EPyGame HWEHIE
o AHBRERRE
2. MTERRE
3. TEIREMS
o MREEARABEENSH  MERERX
tRHEXERERNE D
BMENE PyGame REM LT THEE -
pygame. font : TAEBEMBE -—BXFERE L.

pygame.event : AIAEBI MR, EECHAEBRNEMF,

pygame . image : AIAEBIRME L —RE S EHRE L.
pygame.mixer : JAEBIRMBEHREES

PyGame ¥ 2

p1.font.sample1 AR FREH X F

import pygame

pygame.init()



window = pygame.display.set_mode((800,450))
pygame.display.set_caption("PyGame - Font Sample Code")
window. fill((255, 255, 259))

#H#t#t#tEE BRI #HAAAAAAAE

default_font = pygame.font.SysFont(None, 40)
textl = default_font.render( 'Hello World!"', True, (0, 0, 0))
window.blit(text1, (10, 10))
#HARFRARAF - ----- - ia g dadad
pygame.display.flip()
while True:
for e in pygame.event.get():
if e.type == pygame.QUIT:
exit(0)
iE code MBI —HRNELRSZ , ARTEZH-—BXFERNRENG
- M pygame.font.SysFont JRINKFKFEE
o A SysFont(name, size, bold=False, italic=False)
REIA—EFE 2RISR ERFREERXF
o HM nane RRFEMER , None XKRTERFE ; size RRK ; bold
RTERHEE ; italic RIRARE,
- F font.render FERXF :

o font.render(text, antialias, color, background=None)

EEARTREREER text ERXF

o Hrpantialias K&EE2EHMEMIEE ; BEEMA RGB &7~ ; background
REESEE  BEREER.

- REBEBRMAEELERNFERBEERBER

o window.blit(text1, (10, 10)) X% window EE& (10, 10)
EECEERRMBBES O text1 ERXF,
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Hello World!



p1.font.sample2 F E =88 H =

BRERTHRFTEA , RMAT2UULERECEERN TR  YEEACHEREPERRT
B8, M PyGame EXERMEAIFERRFRRETXFER !

import pygame

pygame.init()

window = pygame.display.set_mode((800,450))

pygame.display.set_caption("PyGame - Font Sample Code")

window. fill((255, 255, 255))

default_font = pygame.font.SysFont(None, 40, False, True)

text1 = default_font.render('Hello World!"', True, (0, 0, 0))
window.blit(text1, (10, 10))

#H###t##AE BRI AR

another_font = pygame.font.Font("GenRyuMinTW_Regular.ttf", 40)

text2 = another_font.render( ' fREFIESR 1 ', True, (0, 0, 0))
window.blit(text2, (10, 80))

FHAFFAHAFAF - ----- HERFAFAFAF

pygame.display.flip()

while True:
for e in pygame.event.get():
if e.type == pygame.QUIT:
exit(0)

iE1 code BB — M RMNESRSZ , ARPEXZH-—RXFERNENS :

- F&AMA pygame.font.Font REIATRHFEE , EZFKSIA T GenRyuMinTW_Regular. ttf
EBEXH , mR—EPXFRNFEE,

- BRARAEMUR A BB R,
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Hello World!

PREF 5T !



p2.event.sample1 it BBE TEH

import pygame

pygame.init()

window = pygame.display.set_mode((800,450))
pygame.display.set_caption("PyGame - Event Sample Code")
window. fill((255, 255, 2595))

default_font = pygame.font.SysFont(None, 40, False, True)
text1 = default_font.render('<3', True, (0, 0, 0))

pygame.display.flip()

while True:
for e in pygame.event.get():
if e.type == pygame.QUIT:
exit(0)
if e.type == pygame.MOUSEBUTTONDOWN :
X, Y = pygame.mouse.get_pos()
window.blit(textl, (x, y))

pygame.display.flip()
B code LMZAT —HRNEFSZ , ARTHZH —BRERSHNERLS

- FNEEE pyogame . QUIT (IR T AR BEIEH ) L, FKPIA pygame . MOUSEBUTTONDOWN
RERBEBIZETHNEY ;

- ™A pygame.mouse.get_pos()
RBEEBEMENMNE K YHAEZXNESHE —EED0 <3,
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p2.event.sample2 e BB IZ T EH

import pygame

pygame.init()

window = pygame.display.set_mode((800,450))
pygame.display.set_caption("PyGame - Event Sample Code")
window. fill((255, 255, 2595))

default_font = pygame.font.SysFont (None, 40)

pygame.display.flip()

while True:
for e in pygame.event.get():
if e.type == pygame.QUIT:
exit(0)
if e.type == pygame.KEYDOWN:
window. fill((255, 255, 259))
window.blit(default_font.render('You press down ' + chr(e.key), True, (O,
0, 0)), (10, 10))
pygame.display.flip()

B3 code AT —BRORK , RRAAT ERRREL , BE—RNBHER .

- e.key BMER R ASCI TS , FTAMIRER—MNFE, BF , ATA chr()
EERBEMMBRABRMFANE T  EMRR-ERHENFT , LLIRET
CapsLock , FBERBMEHEE , FREA PyGame FXERHKHFT , MERAREREEAR
chr () A H R,
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You press down X



EEHFZTEN events, EEMARERER , tEDET (Down ) FE#E (Up ) EFREH
event , REFARER , EE2MAERT , EERBAIRIZ T LAETE Docs.

p3.image.sample1 SEXE &

import pygame

pygame.init()

window = pygame.display.set_mode((1200,500))

pygame.display.set_caption("PyGame - Image Sample Code")
window. fill((255, 255, 255))

img1
img2

= pygame.image.load('picl.jpg"')
= pygame.image.load('pic2.jpg"')
window.blit(img1, (0, 0))
window.blit(img2, (800, 0))

pygame.display.flip()

while True:
for e in pygame.event.get():
if e.type == pygame.QUIT:
exit(0)

IE1D code MAIHMFRERRNHREG , RRERTEFER.


https://www.pygame.org/docs/ref/event.html

MREWMT
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FBMERFFARNF—LFRESAREN , MRE—OEMTREFER SRR OEMEE
HUFEEHE?

p3.image.sample2 [B 55 #E 5

import pygame

pygame.init()

window = pygame.display.set_mode((1200,450))

pygame.display.set_caption("PyGame - Image Sample Code")
window. fill((255, 255, 255))

imgl = pygame.image.load( 'picl.jpg')

img2 = pygame.image.load( 'pic2.jpg')

img1 = pygame.transform.scale(imgl, (600, 450))
img2 = pygame.transform.scale(img2, (600, 450))
imgl = pygame.transform.rotate(imgl, 1)

window.blit(imgl, (0, 0))
window.blit(img2, (600, 0))

pygame.display.flip()

while True:

for e in pygame.event.get():

if e.type == pygame.QUIT:
exit(0)

F MR pygame.transform
EEEAREDRMASHEESERNRAM— LB | HIEERFIA pygane. transform.scale
R —RE F , BAK 300x440 BI K/ ; BRIA pygame . transform.rotate
RigE—RE R , RB1E,
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p4.mixer.sample1 ZHEIE L bgm

import pygame

pygame.init()
pygame.mixer.init()

window = pygame.display.set_mode((800,450))
pygame.display.set_caption("PyGame - Mixer Sample Code")
window.fill((255, 255, 255))

pygame.mixer.set_num_channels(1)
audio = pygame.mixer.Sound("bgm.mp3")

pygame.display.flip()

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

if e.type == pygame.QUIT:
exit(0)

if e.type == pygame.MOUSEBUTTONDOWN :
if pygame.mixer.Channel (0).get_busy():

pygame.mixer.Channel (0).stop()

pygame.mixer.Channel (0).play(audio, loops = -1)

HPIER A pygame mixer REBRMAETEZA :
- BEEMFA pygame.mixer.init() REBRMAKICIERIER ;
- BEEFA pygame.mixer.set_num_channels() RIEER KM FEEZS D@ channel
o BZDE channel ZKZE(R AR RE S DEFE L MIRE

- EERMIA pygame . mixer.Sound() RBEA—EZFAE
- BRBREBMEBHREVEE

o FI% A pygame.mixer.Channel (0).get_busy() 3RELS 0 4% channel
EAEEBBRE , WREBHERA , RMPMBMAELE ;

o HRIFEMBAE 0 5% channel LEHEHRBERIZFEA , HH loops = -1
BEREAEERER.

Bt BARES TR —EEESERN - L4  BETRAUNAELTARIEL -
i)



#Bhl - ITFHRE

PHRERREBRFETHFRE , TUECE BT FRINENE |
import pygame

from random import randint

from time import time

pygame.init()

window = pygame.display.set_mode((600,440))
pygame.display.set_caption("PyGame - Typing Practice")

window. fill((255, 255, 259))

pygame.image.load('keyboard.png"')
pygame.transform.scale(img0, (600, 200))

img0
img0

small_font = pygame.font.Font("GenRyuMinTW_Regular.ttf", 30)
big_font = pygame.font.Font("GenRyuMinTW_Regular.ttf", 120)

txt0 = small_font.render('2E&&E : ', True, (0, 0, 0))
txt1 = small_font.render("&#& : ", True, (0,0,0))
score = 0

def Loss():

msg = big_font.render("#R®#& T ", True, (255,0,0))
window.blit(msg, (200, 10))
pygame.display.flip()

while True:
for e in pygame.event.get():
if e.type == pygame.QUIT:
exit(0)

notStart = 1

#h## --- EERENBER --- ####

msg = small_font.render ("{EZEEMBEER ! ", True, (0,0,0))
window.blit(msg, (150, 150))
pygame.display.flip()

while notStart:

for e in pygame.event.get():
if e.type == pygame.QUIT:
exit(0)
if e.type == pygame.KEYDOWN:
notStart = 0



#h## --- EANBE --- ##A

while True:
ans = randint (0, 25) + ord('a")

txt2 =
txtd = big_font.render(chr(ans).upper(), True, (0, 0, O

TL = time()

while True: # FFEMAERE
remain = max(0, round(TL + 2 - time(), 2))

txt3

txt4
flg = 0

window. fill((255, 255, 255))
window.blit(img0, (0, 240))
window.blit(txtO, (0 200))
window.blit(txt1, (20, 120))
window.blit(txt2, (100 60))
window.blit(txt3, (200, 160))
window.blit(txt4, (360, 200))
pygame.display.flip()

if remain ==
Loss ()

for e in pygame.event.get():
if e.type == pygame.QUIT:
exit(0)
if e.type == pygame.KEYDOWN:
if ord('a') <= e.key <= ord('z"):
if e.key == ans:
score += 1
flg = 1
else:
Loss ()

if flg:
break

)

big_font.render(chr(ans).upper(), True, (0, 0, 0))

)

small_font.render("¥RGEIT : " + str(score) + "

small_font.render ("#REFRIT : " + str(remain) + " #", True,

2", True,

(0, 0, 0))
(0, 0, 0))
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Class 48
/A Class ?

Class #% — REE R DHE — i

class Student:
def __init__(self, name, stuid, scorel, score2):
self.name = name
self.id = stuid
self.scorel scorel
self.score2 = score2

def get_avg(self):
return (self.scorel + self.score2) / 2

student = Student("BEZ", 101, 95, 97)
print(student.get_avg())

BOEMERIF , RFIATSARIZR — {8l Student AYEER :

- class FEAHRZ function , FELE function H —1{@ se | f WS 8 , Btk function
R LAERIEEERI E B, functions (sel f ERFBD )

- __init__ MRIRERTE — @Y S KFALAY function

M AT ESEA function ?
L—TEBREXBAMH , hEFE P XS -

int(input())
int(input())

X
y

ans1 = 1
for i in range(x + 1):
ansl *= i

ans2 = 1

for i in range(y + 1):
ans2 *= i

print(ans1 // ans2)
BERMERESRT , RAMEENEZAME , ALEEXBNZRABFTZHLUNERS
e ERFIEERA function BB BER

def factorial (x):
ans = 1



for i in range(x + 1):

ans *= i

return ans
X = int(input())
y = int(input())

print(factorial(x) // factorial(y))

e EXBELEEW,. EFHERE , BHERRER,

EMAMESEA class ?
—EREENSSENEERMEINRIERRERR , o R HMMET —LEREE
names

deposits
count

}
]

m nm n
O — —~

def newAccount (name):

if name in names:
return False

else:
names[name] = count
count += 1
deposit.append(0)
return True

def save(name, amount):
if name not in names or amount <= O0:
return False
else:
index = names[name]
deposits[index] += amount
return True

def withdraw(name, amount):
if name not in names or amount <= O:
return False
else:
index = names[name ]
if deposits[index] - amount >= 0:
deposits[index] -= amount
return True
else:
return False

ER—ERITIRRM , (RAUTLURBIMIRSE , ARRER, B, EERFNRERER M
BERMRDEE , REPER—BEANEFERT IO TR,



MREMER
class , BRI ARER FREEME — KAV NEENE  MES—LAFNAMEENERERE —EN
, BT UAREZ N MEES

class account:
def __init__(self, name):
self.name = name
self.deposit = 0

def save(self, amount):
if amount <= O:
return False
self.deposit += amount
return True

def withdraw(self, amount):
if amount <= 0 or self.deposit < amount:
return False
self.deposit -= amount
return True

#ifl - OOXX

import pygame
from random import randint
from time import time

pygame.init()

window = pygame.display.set_mode((390,390))
pygame.display.set_caption("PyGame - 00XX")
window.fill((255, 255, 255))

imgo

pygame.transform.scale(pygame.image.load('o.png'), (128, 128))
imgx

pygame.transform.scale(pygame.image.load('x.png'): (128, 128))

class Block:
def __init__(self, r, c):

# 0 -> empty

#1 ->0

#2 ->X

self.type = 0

self.r r

self.c = ¢

def turn(self, round_):

if self.type:
return False
if round_ == 0:
self.type = 1
else:
self.type = 2

return True



def blit(self, window):
if self.type == 1:
window.blit(imgo, (self.r * 130, self.c * 130))
elif self.type == 2:
window.blit(imgx, (self.r * 130, self.c * 130))

class Game:
def __init__(self):
self.blocks = [[], [], []]
self.round_ = 0
for i in range(3):
for j in range(3):
self.blocks[i].append(Block(i, j))

def click(self, x, y):
if self.round_ == -1:
return
x /[/= 129
y //= 129
if self.blocks[x][y].turn(self.round_):
self.round_ = not self.round_

def blit(self, window):
pygame.draw.rect (window, (
pygame.draw.rect (window, (
pygame.draw.rect (window, (
pygame.draw.rect (window, (

OO oo

for r, row in enumerate(self.blocks):
for ¢, blk in enumerate(row):
blk.blit(window)

if self.isSet():
self.round_ = -1

pygame.display.flip()

def isSet(self):
for i in range(3):
if self.blocks[i][0].type != 0 and self.blocks[i][0].type ==
self.blocks[i][1].type and self.blocks[i][1].type == self.blocks[i][2].type:
pygame.draw.rect(window, (255, 0, 0), (128 * i + 64,10,10,370))
return True
if self.blocks[O][i].type != 0 and self.blocks[0][i].type ==
self.blocks[1][i].type and self.blocks[1][i].type == self.blocks[2][i].type:
pygame.draw.rect(window, (255, 0, 0), (10,128 * i + 64,370,10))
return True

for i in range(3):
for j in range(3):
if self.blocks[i][]j].type ==
return False



return True

#h## --- EABEE --- #H

game = Game()

while True:
for e in pygame.event.get():
if e.type == pygame.QUIT:
exit(0)
if e.type == pygame.MOUSEBUTTONDOWN :
X, ¥ = pygame.mouse.get_pos()
game.click(x, y)

game.blit(window)
- pygame.draw.rect(window, (0, 0, 0), (128,0,2,390))

o EWRE (128,0) EMERBR—EANR (2,390) HRBER
- BF—1@ game B9 class XTI —15 O0XX AYB2ES :
o &F isSet() function EEFEMEREERER
o ®FDblit(window) function 7E window LT — R EHER
o BHFclick(x, y) function BERMEEREHE
o BE—MEBMblocks @& 3* 3@ block
- BHE—{Eblock B class KRR —ETRATURMIE T
o B—1E type RERMHME
= OERERHB , 1 BWREF 1 RIR, 2 BKEF 2HRTIR
o BAFDbIit(window) % window L&t
iE R —ERSER class
g6l , IUEPRMBENSNEERR., WRRMALEZEETU—ER , FTEEEMERX
B AT UEB B ER game ZRH

### BiITERE

#h## --- EANBEE --- #H

while True:



window. fill((255, 255, 255))
game = Game()

while not game.isSet():

for e in pygame.event.get():
if e.type == pygame.QUIT:
exit(0)
if e.type == pygame.MOUSEBUTTONDOWN :
X, Y = pygame.mouse.get_pos()
game.click(x, y)

game.blit(window)

del game

# E—TREER
flg = 1
while flg:
for e in pygame.event.get():
if e.type == pygame.QUIT:
exit(0)
if e.type == pygame.MOUSEBUTTONDOWN :
flg =0



PyGame - OOXX
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g0 - ERELE Y

import pygame
from random import randint, shuffle
from time import time

pygame.init()

window = pygame.display.set_mode((1600,900))
pygame.display.set_caption("PyGame - #Z8#E")

font = pygame.font.SysFont(None, 25)

suits = [pygame.transform.scale(pygame.image.load('flower.png'), (18, 20))]

ranks = [font.render(j, True, (0, 0, 0)) for j in [str(i) for i in range(11)] + ['J",
‘Q', 'K']]

class Card:

# ERRERME

def __init__(self, suit, rank):
self.s = suit
self.r rank

def blit(self, focus = 0):
# blit EEE— @R RERNH

# ALAA window.blit(x.blit(), (x, y))
obj = pygame.Surface( (100, 140))
obj.fill((255, 255, 255))

if focus == 0:

pygame.draw.rect(obj, (0, 0, 0), [0, O, 100, 140], 3)
else:

pygame.draw.rect(obj, (255, 0, 0), [0, O, 100, 140], 9)

obj.blit(suits[self.s], (5, 9))
obj.blit(ranks[self.r], (9, 30))
obj.blit(ranks[self.r], (27, 7))
return obj

class Pool:
# KRFL, EREERBRTH R
def __init__(self):
self.cards = []

# R IMA =B AR
for i in range(3):
for j in range(1, 14):
self.cards.append(Card(0, j))

shuffle(self.cards) # k&

def remaining(self):



def

return len(self.cards)
pop(self):
# EEREAPR AN REEHE  TREEHM  A2HE
if len(self.cards):
return self.cards.pop()

else:
return None

class Pane:
# Fh&

def

def

def

def

init__(self, pool):

# FIIRMLRVERIRYN 6 SREEIAFHE

self.pool = pool

self.hand = []

for i in range(6):
self.hand.append(self.pool.pop())

self.focus = -1

setFocus(self, focus):

# Focus fRFRABERTF M EFEHBIE

self.focus = focus

self.focus = max(self.focus, -1)

self.focus = min(self.focus, len(self.hand) - 1)

width(self):

# BOEFEYHNEE , RUBEREHEDFE
return 100 + max(len(self.hand) - 1, 0) * 28

blit(self):
obj = pygame.Surface( (500, 140))
obj.fill((13, 139, 58))

pygame.draw.rect(obj, (0, 0, 0), [0, O, 100, 140],
txt = font.render("X" + str(self.pool.remaining()), True,

obj.blit(txt, (65, 120))

for i in range(len(self.hand)):
obj.blit(self.hand[i].blit(self.focus == i),

return obj

class Slot():
# —ELENER , TUARRAREE

def

init__(self, pool = None):

# FIIRMLRYBRIRHR 5 SRAR
self.cards = []
if pool:

3)

(0, 0, 0))

(150 + 28 * i, 0))



for i in range(5):
self.cards.append(pool.pop())
self.focus = -1

def height(self):

# B8EE slot YHNEE , RYEUBEREHES slot
if len(self.cards) <= 1:
return 140
else:
return 140 + max(0, len(self.cards) - 1) * 26

def blit(self):
obj = pygame.Surface( (100, 600))
obj.fill((13, 139, 58))
pygame.draw.rect(obj, (0, 0, 0), [0, O, 100, 140], 1)

for i in range(len(self.cards)):
obj.blit(self.cards[i].blit(), (0, 26 * i))

if self.focus != -1:
pygame.draw.rect(obj, (255, 0, 0), [0, self.focus * 26, 100,
self.height() - self.focus * 26], 6)
return obj

def setFocus(self, focus):
# Focus fREH—1E slot AYFEIFS M IEIEHIRE

self.focus = focus
self.focus = min(self.focus, len(self.cards) - 1)
self.focus = max(self.focus, -1)

for i in range(self.focus + 1, len(self.cards)):
if self.cards[i].r != self.cards[i - 1].r + 1:
self.focus = -1
return

def merge(self, segment):

# BEERRFEIREM slot HBHIBR
if len(self.cards) ==
self.cards = segment
self.focus = -1
return 1
elif segment[0].r == self.cards[-1].r + 1:
self.cards += segment
self.focus = -1
return 1
return 0

class Game():

# —RER

def __init__(self):
self.pool = Pool ()
self.slots = []



# —RESEE 8 @ slot

for i in range(4):
self.slots.append(Slot(self.pool))

for i in range(4):
self.slots.append(Slot())

shuffle(self.slots) # FEMFAM slot MWE , B EFRERERER

self.pane = Pane(self.pool)
self.focus = None

def setFocus(self, area, card):
pa = pc = na = None
if self.focus:
# BENERTCHERL BERKRE
pa, pc = self.focus
if pa == "pane":
self.pane.focus = -1

for i in range(8):

if pa == "slot" + str(i):
self.slots[i].setFocus(-1)
pa = i

self.focus = [area, card]

if area == None:
self.focus = None
return

# MRBEFE

if area == "pane":
self.pane.setFocus(card)
self.focus[1] = self.pane.focus
na = area
nc = self.focus[1]

# MRBHEEME slot
for i in range(8):
if area == "slot" + str(i):
self.slots[i].setFocus(card)
self.focus[1] = self.slots[i].focus
na = i
nc = self.focus[1]

if pa == None:
return
elif type(pa) == int and type(na) == int and pa != na and pc != -1:
# eEM@E slot BBEIZS—E slot
segment = self.slots[pa].cards[pc:]
if self.slots[na].merge(segment):
self.slots[pa].cards = self.slots[pa].cards[:pc]



elif pa == "pane" and type(na) == int and pc != -1:
# RFEEBBIEME slot
segment = [self.pane.hand[pc]]
if self.slots[na].merge(segment):
self.pane.hand[pc] = self.pool.pop()
if self.pane.hand[pc] == None:
del self.pane.hand[pc]

def blit(self):
obj = pygame.Surface( (1
obj.fill((13, 139, 58))
obj.blit(self.pane.blit

600,900))
(), (100, 700))

for i in range(len(self.slots)):
obj.blit(self.slots[i].blit(), (300 + i * 150, 80))

return obj

#h## --- EANBE --- #H#A

game = Game ()
while True:

window.blit(game.blit(), (0, 0))
pygame.display.flip()

for e in pygame.event.get():

if e.type == pygame.QUIT:
exit(0)

if e.type == pygame.MOUSEBUTTONDOWN :
X, ¥ = pygame.mouse.get_pos()
flg = 1
# IRIEEIFR  RAREMNETM
if 250 <= x <= 250 + game.pane.width() and 700 <= y <= 840:
# pane
X = (x - 250) // 28
game.setFocus("pane", Xx)
flg =0
# WREME slot
for i in range(8):
if 300 + i * 150 <= x <= 300 + i * 150 + 100 and 80 <=y <= 80 +
game.slots[i].height():
game.setFocus('slot" + str(i), (y - 80) // 26)

flg =0
# MRREMNHE , ICENCEHEERE

if flg:
game.setFocus(None, None)






