
Part 2 
Space Mission Directions 

 
1. Navigate out to the Google Classroom for this class. 

 
2. Locate the Space Mission Part 2 assignment. 

 
3. Click on the, “Chapter 5 Object List Code to Copy/Paste” file that is attached to the assignment. 

 
4. You will want this file later on in the exercise. Keep it handy. 

 
5. We are now ready to start adding code to our file. Using your Windows button menu, find and 

launch your IDLE program. 

 

 

IDLE is the integrated development environment associated with Python. It is made up of a code 

editor where you type your code along with other helpful tools that allow you to write, save, 

and test run programs.  

IDLE is designed to recognize Python code, compile Python code, and provide basic debugging 

tips to programmers if there are problems with their code. 

  



6. Your IDLE window should look something like this once it has launched.: 

 

 

On Startup, IDLE will display the Python Shell, which can be used to give commands to the 

computer’s operating system. Since we are viewing the shell through IDLE and not the actual 

command prompt window, the commands that we type into the Shell will not communicate 

directly with our operating system. However, you can type similar commands in the Python Shell 

directly from the Python program (not through IDLE) and, if you have permission to access the 

operating system’s commands, you can communicate with the computer’s operating system 

that way. 

In IDLE, the shell is mainly used as a launching screen for other activities that we will do, like 

writing code for our game or debugging a file.  



7. Go to File > Open and then browse in the Starting Files folder I gave you to find the escape 

python file that we have been working on. 

 
 

8. Your escape.py file will open up. 
 

9. Click at the end of Line 21. 

 
 

10. Press ENTER twice. 
 

11. Type the code you see on Lines 23 – 25 of the screenshot below. 

 
 
Line 23 creates the LANDER_SECTOR variable and sets its value to be equal to a random integer 
between 1 and 24. This bit of code will run once at the start of the game, so the lander location 
is different each time you play but doesn’t change during the game. 
 
Lines 24 and 25 create two more variables, LANDER_X and LANDER_Y, and sets their values to 
be random integers between 2 and 11. These variables will track the lander’s x and y position 
within the LANDER_SECTOR. 

  



12. Scroll and click at the end of Line 72. 

 
 

13. Press ENTER three times. 
 

14. On Lines 75 – 77, create the OBJECTS section comment shown in the screenshot below. 

 
 

15. Press ENTER twice. 
 

  



16. Navigate to the Google Doc file with the objects list the I gave to you on Google Classroom. Copy 
and paste this entire list onto Lines 79 – 224 of your code. 

 
 
The code in the Google Doc that you copied and pasted contains the “objects” dictionary that 
lists 81 different objects that the player can see or interact with in the game. These objects are 
numbered and contain the object’s image name(s) and description. Each object begins or ends 
with a square bracket and the objects in the dictionary are separated by a comma. The 
dictionary begins and ends with a curly bracket. 
 
We will use the numbers at the beginning of each object list item as the “key” for this dictionary. 
The “key” is what we will use to search the dictionary for different items. Each list item’s “key” 
must be unique to only that item in the dictionary. However, they “key” does not have to be a 
number. It can be words or letter combinations too. In our case, it seems like the simplest 
solution to assign each dictionary item its own unique number “key” and use these numbers to 
reference that particular entry in the dictionary later. 
 

17. Click at the end of Line 224. 
 

18. Press ENTER twice. Backspace all the way to the left margin if necessary. 
  



19. Type the code you see on Lines 226 – 228 of the screenshot below. 

 
 
Line 226 creates another list named items_player_may_carry. This list stores the numbers of the 
objects from the objects dictionary that the player can pick up. The player can pick up all of the 
objects between dictionary items numbered 53 – 82. 
 
Line 227 contains a comment. 
 
Line 228 creates another list named items_player_may_stand_on. This list contains all items 
from the items_player_may_carry list plus the floor (number 0 in the dictionary), the pressure 
pad (number 39), the soil (number 2), and the toxic floor (number 48). 
 

20. Scroll and click at the end of Line 308. 

 
 

21. Press ENTER. 
  



22. Type the code you see on Lines 309 – 314 of the screenshot below. 

 
 
Lines 309 – 314 contain code that will place various objects into the room before the room 
image is generated. For example, Line 309 will place the object 7 from the objects dictionary (a 
chair) three rows from the top (index position 2) and five positions from the left. Lines 310 – 314 
will place five more objects from the objects dictionary in the room. 
 

23. Scroll and click at the end of Line 318. 

 
 

24. Backspace to erase all of the text to the right of the equal sign. 

 
 

  



25. Type the text shown on Line 318 in the screenshot below to the right of the equal sign. 

 
 
To see the objects, we have to tell the game to use the new dictionary instead of the images in 
the DEMO_OBJECTS variable list. 
 
Line 318 will not change the value of the image_to_draw variable to be the objects from the 
room_map list at the y and x position. The [0] at the end of this line will reference the first item 
in the objects list for that room, which is the room’s image. 
 

26. Go to File > Save Now to save your code. 
  



Final Code: 

 

 
  



 

 
  



 

 


