Computer Programming Using Python 2.7 - Pygame 2 - Pictures & Sprites
GOAL: Edit an example game to use your own background and character.
To make the program work on any computer (if has Python 2.7 and Pygame installed), first make a new folder so that the program and all of the pictures are in the same place (this folder can be given to anyone):
· Start, Computer, H:,  Click “New Folder” (if can’t find that, [if in Windows 7 push Alt then let go] then click File, New Folder)
· Name it pygame
Now copy all of the files for the existing sample program to the folder:
· Go to Start, Computer, S:\ComputerProgramming\Topics
· Copy “area1.png” and “Car, Rear - lincoln_tc_fournel (towncar, cholasimmons at turbosquid) - MrG's Render1.png” both to H:\pygame folder:
· Single-click on picture, then on left bar click Copy to Folder, then choose H:\pygame
(if you have trouble with that, you can drag the file to your bin folder)
· Repeat for second picture
Now let’s get the program running in the new location:
· Open IDLE
· File, Open, S:\ComputerProgramming\Topics\pygame_Blit.pyw
· [bookmark: _GoBack]File, Save As, H:\pygame\pygame_Blit.pyw
· Make sure the program runs (Run, Run Module) –  try using a,s,d,w keys to move
When it runs you can see that there is a useless black box around the car.  When an image is converted to a surface, that means it is placed in video memory, either with or without transparency (alpha).
· In IDLE, find where car image is loaded.  Change car image “convert” to “convert_alpha”.  Now Run, & box should be gone.
Once you have the program working, change it to use your own graphics.  First find a background, & a character or vehicle:
· Characters or vehicles must be from S:\Public\Pictures\Sprites or http://www.spriteland.com (click Graphics)
or if you want to use a picture that isn’t already a sprite, find a picture, Edit, Copy (or right-click & copy), go to Photoshop, New, Transparent background, paste, erase background, Save As, for format you must choose PNG, then save in Computer, H: (click computer on left then choose H:)
· Background can be anything from S:\Public\Pictures or from websites listed there ( public-domain-image.com is best)
· Save all images to H:\bin

Now that you’ve seen the program working, it will be easier to understand the code.  Now try to look over the code and guess what each line does. The code is shorter than a wx program, since pygame only draws graphics, and only checks events you tell it to check (such as keys pressed). To use your own character, look for the lines that set an image using the pygame.image.load function.  There are two: one for background, one for player (car in this case).
Now change your code to use your pictures:
· Find the filenames “area1.png” and “Car, Rear - lincoln_tc_fournel (towncar, cholasimmons at turbosquid) - MrG's Render1.png” and change them to the names of the images you found. Make sure you set the car to your  character and background to your new background, not get them confused:
· To see the part of the name after the dot (required) you must open the image! To do this click Start, Computer, H:, bin, then double-click.  Then look at the top of the window. It will end in .jpg, .png, or other extension.
· Find the pygame.image.load function call line in IDLE.  Replace the original picture file name, dot & extension that are in quotes with your new filename, dot & extension but keep the quotes of course.  Replace the car with your character.
· Repeat these steps for your background
Project Requirements:
· Program runs
· Background picture loads, is changed to a picture you choose, is saved to same folder as pyw file
· Foreground picture loads, is changed to a picture you choose, is saved to same folder as pyw file, is a sprite (32-bit PNG with transparent background)
· Sprite blitting is changed so that it uses alpha (so that the program blits the sprite with no rectangle around it)

BONUS: Make the program do something more than draw a sprite in the center of the screen to a background depending on where you move.  You must add variables & if statements that affect how the program behaves, or add more keys that do something different than change your position on the map.
