Part 7
Space Mission Directions

Navigate out to the Google Classroom for this class.
Locate the Space Mission Part 7 assignment.

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

All AppS Documents

Best match

IDLE (Python 2.8 B4-hit)
App

search the web

B idie - see web results >

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.



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

| & Python 3.2.6 Shell - O X
File Edit Shell Debug Options Window Help
Python 3.8.6 (tags/v3.8.6:db45529, Sep 23 2020, 15:52:53) [M5C v.1927 64 bit (&M

DE4)] on win32
Type "help"™, "copyright™, "credits"™ or "license ()" for more information.

2>

Ln:3 Cok4

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.



Go to File > Open and then browse in the Starting Files folder | gave you to find the escape
python file that we have been working on.

[# escape 1172272021 8:34 AM Python File

Your escape.py file will open up.

Scroll and click at the end of Line 89.

2| wall transparency frame = 0

=4| BLACK = (0, 0, 0O)

5| BLUE = (0, 155, 255)

“&| YELLOW = (255, 255, 0)
7| WHITE = (255, 255, 255)
-=| GREEN = (0, 255, 0)

25| RED = (128, 0, 0)]

F MLP F

oz| #EEEREREREERERS
oq| $EEEREREREERERE

8. Press ENTER twice.

9. Type the code you see on Lines 91 — 93 of the screenshot below.

4| BLACK = (0, 0, 0)
S| BLUE = (0, 153, 253

“¢| YELLOW = (255, 253, 0}
7| WHITE = (255, 255, 255)
2| GREEN = (0, 255, 0)
“o|RED = (128, 0, 0)

l1|air, energy = 100, 100
2| suit stitched, air fixed = False, False
launch frame = q

6| $EEEEERERERESE
T/ #8  MAP  ##
FEEREEREEEEEEES

WO L I e W | L o

Line 91 creates two new variables called air and energy. Both variables are set to 100.

Line 92 creates two more new variables called suit_stitched and air_fixed. Both variables are set

to False.

Line 93 creates a fifth new variable called launch_frame. Its initial value is set to 0.

O KB



10.

11.

12.

13.

14.

Ensure the “MAP” comment runs from Lines 96 — 98 of your code.

Scroll down and click at the end of Line 594.
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keyboard.d and item carrying:

drop object (old player vy, old player =x)

kevboard. space:

examine_ohject(ﬂ

If the player is standing somewhere they shouldn't, move them back.
room map[player y] [player x] not in items _player may stand on: #\
or hazard map[player_y] [player x] != 0O:

player x = old player x

Press ENTER twice.

Type the code you see on Lines 596 — 597 of the screenshot below. Ensure your indentation
matches what is shown in the screenshot.
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kevboard. space:
examine object()

keyboard.ua:
use_nhject(ﬂ

If the plaver is standing somewhere they shouldn't, move them back.

room map[player y] [player x] not in items player may stand on: #
or hazard map[player y] [player _z] != 0O:

player =®= = old player =

player y = old player y

player frame = 0

Line 596 checks to see if the u key on the keyboard has been pressed. If it has, Line 597 will run
the use_object function, which we haven’t written yet.

Delete the blank line on Line 598.
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keyboard.d and item carrying:
drop object (old player vy, old player x)

kevboard. space:
examine okject ()

kevboard.a:
use_nbject(ﬂ

If the player i=s standing somewhere they shouldn't, move them back.
room map[player y] [player =] not in items player may stand on: £
or hazard map[player_y] [player x] != 0:

player x = old player x
player vy = old player ¥
player frame = 0



15.

16.

17.

Scroll and click at the end of Line 764.

S6| print (len (props) .,

LLESE
_____

nE =3

agsert len(props) — 37, "Expected 37 prop items"
p"‘"t(”E"“ checksum:", checksum)
assert checksum = &€1414, "Error in props data"”

in my pockets =
selected item =
item carrying =

[55]
0 # the first item
in_my_pnckets[selected_itemﬂ

FRFFRRRRRRRRRR RS
#% PRCP INTERACTICHS ##
FRFFRRRRRRRRRR RS

Press ENTER twice.

Type the code you see on Lines 767 — 771 of the screenshot below. Ensure your indentation and

punctuation match what is shown in the screenshot below.
TeZ| in my pockets = [55]
0 % the first item

3| selected item =
64| item carrying = in my pockets([selected item]

767 RECIPES = |

TEE [e2, 35, &3], [7e&, 28, 771, [78, 38, 54], [73, T4, 73],
765 (5%, &4, &0], [77, 55, S&€), [56, 57, 581, [71, &5, 721,
77C ﬁa, g, 8s8], [89, &0, S0], [67, 35, &8]

— ;

S| AR AAAAAAAAAAAAAAAAR
T74| #%# PROFP INTERACTIONS ##
TTE| #7777 FAFFFAAAAAAAAF

In this game’s programming, combinations are called recipes. A single recipe contains three
object numbers in a list. The first two are the items that are combined, and the third one is the
object number they make when they’re combined.

When you combine objects, the new object goes into your inventory. The objects you combined
are removed from the game if they’re props. Sometimes one will be a piece of scenery and so

will remain in the game.

Line 767 begins a list of recipes that lists the two items that can be combined to create the third
item.

. Press ENTER twice.



19. Type the code you see on Lines 773 — 783 of the screenshot below. Ensure your indentation and
punctuation match what is shown in the screenshot.

T67| RECIPES = [

T&E [62, 35, &31, [76, 28, 771, [78, 38, 541, [73, 74, 73],
769 [59, 54, &01, [77, 55, 561, [56, 57, 581, [71, &5, 72].
770 88, 58, 89], [89, &0, 901, [&7, 35, 6B8]

771 ]

773 checksum = 0O

774| check counter = 1

775 for recipe in RECIPES:

TTE checksum += (recipe[0] * check counter

TTT + recipe[l] * (check counter + 1)

TTE + recipe[2] * (check counter + 2}

TTS check counter += 3

TE20| print (len (RECIPES), "recipes")

TE8l| as=sert len(RECIPES) = 11, "Expected 11 recipes"

TE82| as=sert checksum = 37296, "Error in recipes data"

TE3| print ("REecipe checksum:", checksumﬂ

T e R R AR AR AR AT AR AEE

TET| #%# PROP INTERLACTIONS ##

T | R R AR AR AR ITAAAAEAAEE

Just as we have done before, Lines 773 — 783 contain a checksum to ensure that all code has
been entered accurately. If not, the game will not run.

20. Ensure that the “PROP INTERACTIONS” comment runs on Lines 786 — 788 of your code.



21.

22.

Scroll and click at the end of Line 891

def examine okject():
item player is on = get item under player()
left tile of item = find okject start x{()

if item player is on in [0, 2]: # don't describe the floox
description = "You se=: " + objects[item player is on] [Z]
for prop number, details in props.items():
# props = object number: [room number, v, X]
if details[0] == current room: # if prop is in the room
# If prop is hidden (= at player's location but not on map)
if (details[l] == player_ ¥y
al details[2] == lefr_tile of item
il room map[details[1l]] [details[2]] != prop numbker):
add okject (prop number)
descriprion = "You found " + objects[prop number] [3]

sounds.combine.play ()
show_text (description, 0)
time.slesp (0.5)]

1| #FRFFAFARAAAEAS
| #F START #F

FREARAAAAAAAAAN

genserate map ()

clock.schedule interval (gams loop, 0.03)
clock.schedule interval (adjust _wall transparency, 0.03)
clock.schedule unique (display inventory, 1)

Press ENTER three times.



23. Type the code you see on Lines 894 — 920 of the screenshot below. Ensure your indentation,
punctuation, and line spacing match what is shown in the screenshot.

show_text (description, 0)
11 time.sleep(0.5)

TAETFFAFFF AT TN

3(d=f use_object():

;lokbal room map, props, item carrying, air, selected item, cSnergy
;lokal in my pockets, suit stitched, air fixed, game over
9p2 use message = "You fiddie around with it but don
D3 standard responses =
4: "4

: E u
9113 75: "Y¥ou are at Sector: + str(current room} + " /S K: 7 b
919 + str(player =} + " J/ ¥: " + str(player_y)

S| AT AAATATATNT
G249 #F START FF

= AT TAAATANT

Lines 894 — 896 create the USE OBJECTS section of the code.
Line 898 creates a new function called use_object.

Lines 899 — 900 convert the room_map, item_carrying, air, selected_i9tem, energy,
in_my_pockets, suit_stitched, air_fixed, and game_over variables to global variables so that the
use_object function can modify them.

Line 902 creates the use_message variable and inputs a default message for the object.

Line 903 creates a standard_responses dictionary with a variety of messages that can be
displayed for the player. Some of the objects have no real function in the game but will reward
the player with a message when they try to use them. These messages could include clues as
well as add to the game story. The dictionary standard_responses contains messages to show
players when they use certain objects, identified by their object number. For example, if they
want to use the bed, which is object 4, they see a message that says, “You can’t take this lying
down!”



24. Press ENTER twice.

25. Type the code you see on Lines 922 — 930 of the screenshot below. Ensure your indentation,
punctuation, and line spacing match what is being shown in the screenshot.
g def mse object():
lokal room map, props, item carrying, air, selected item, energy
7lokal in my pockets, suit stitched, air fixed, gams over

02 use_message = "You fiddle around with it but don't get anywhere."

9 standard responses = {

5 4: take this lvying down!"™,

9 &: .

9 T: "

907 32: "It shakes and rumbles, but nothin 1 happens.™,

908 34: "Ah! That's better. Now

S0¢g 35 h your hands and shake "

91 37 tubes smoke slight them.",

911 54: "You chew the

912 55 bounces up jer than on Earth"
51 36 too fiddly. something?",

91 =] i ",
915 61 you.",
9la 62 ",
G917 &7 yummy space food, just add water!™,

9 75: "You are at Sector: " + str{current room} + " /S XK: " A

919 + str(player x} + " // T: " + str(player y)

92C }

# Get object number at player's location.
item player is on = get_item under player ()
for this item in [item player is on, item carrying]:

if this item in standard responses:
use_message = standard responses|[this_item]

if item carrying == 70 or item player is on == T0:
use _message = "Banging tunss!"
sounds.steelmusic.playizﬂ

33| FRRIEAIEAIRAAEE
7 START 7
EES IS SIS SIS ST

[T BT BT B T BT T

Line 922 contains a comment.

Line 923 begins the process of figuring out which message the display to the player. The variable
item_the_player_is_on stores the object number at the player’s position in the room (Line 923).
Players can use objects they are carrying or standing on. On Line 924, we set up a loop that goes
through a list the contains two items: the item number the player is standing on and the item
number the player is carrying. If either of them is a key for the standard_responses dictionary
(Line 925), the use_message is updated to the object’s message from that dictionary (Line 926).
The program prioritizes items you’re carrying over items you’re standing on if they both have
standard messages.



Line 928 will check to see if the player is carrying item 70 or standing on item number 70, which
is an MP3 player. If this is true, it will display the message “Banging tunes!” and play the
steelmusic sound.

26. Press ENTER twice.
27. Type the code you see on Lines 932 — 953 of the screenshot below. Ensure your indentation,

punctuation, and line spacing match what is shown in the screenshot.

a22 # Get object number at player's location.

item player is on = get_item under player ()
524 for this item in [item player is on, item carrying]:
2 if this item in standard responses:
526 use _message = standard responses[this item]
G628 if item carrying = 70 or item player is on = 70:
528 use message = "Banging tunea!”

sounds.steelmusic.play(2)

532 glif item player is on — 1
] uge message = "AIR: " + atr(air) + Y

534 "t / EHERGY " + strienexrgy) + "% / "
if not suit_stictched:
use message += "*ALERT* SUIT FABRIC TORNW / "
7 if not air fized:
usc message += "*ALERT* SUIT AIR BOTTLE MISSTHG"
if suit stitched and air fized:
G4 use message += " SUIT OH"

G641 show_text (use_message, 0)

542 sounds.say status_report.play()

543 time.sleep(0.5)

544 # If "on™ the computer, player intention is clearly status update.
G4t # Eeturn to stop another object use accidentally overriding this.

S48 £lif item carrying = 60 or item player is on = 60:

549 use message = "You fix " 4+ obkjects[e0][3] + " to the sait"
G50 air fixed = True

851 air = 80

G52 air countdown ()
Iemuve_nbjectiﬁﬂﬂ

55| HEEHEEERERREEEE
o57| #%#  START  ##
s52| $EEEEEERREEERS

Line 932 will check to see if the player is standing on item number 11, which is a computer. If
this is true, a message will be generated (Line 933 — 934) and displayed (Line 941) that combines
information from the air and energy variables and adding an alert if the suit or air bottle is faulty
(Lines 935 — 940). There’s also a computer speech sound effect that says, “status report!” At the
end of the program, there will be a brief pause (Line 943).



The return statement on Line 946 prevents the player from accidentally using another object
when they intended to use the computer. If we didn’t include this return instruction, the player
might end up using another prop that they’re carrying instead of the computer.

Line 948 will check to see if the player is carrying or is on item number 60, which is a sealed air
canister.

Line 949 updates the use_message variable telling the player that they have fixed the sealed air
canister to the suit. Line 950 updates the air_fixed variable to True. Line 951 changes the air
variable to 90. Line 952 calls the air_countdown function, which we haven’t written yet. Line
953 removes item 60 from the player’s inventory using the remove_object function.

28. Press ENTER twice.



29. Type the code you see on Lines 955 — 965 of the screenshot below. Ensure your indentation, line
spacing, and punctuation match what is shown in the screenshot.

944 # If "on" the computer, player intention is clearly status update.
945 # Eeturn to stop another obiject use accidentally overriding this.
548 £lif item carrying == €0 or item player is on == &0:

45 use message = "You fix " + objects[60][3] + " to the suic”

50 air fixed = True

51 air = 890

air countdown()
remove object (60)

5 £lif (item carrying == 58 or item player is on == 58) A
& and not suit stitched:
7 use message = "You use " + Dbjects[EE][S] + 04

" . =

suit_stitched = Tru
remove object (58)

T +]

Se2 £lif item carrying == 72 or item player is on == T2:

5 use message = "You radio for help. & rescue ship iz coming.
Se4| Rendezvous Sector 13 sputside. ™
965 props[40] [0] = 13

aee| $HEEEEEEEEEEEES
Seo| ## ETART *#
970| #EEEEEEEEEES

Lines 955 — 956 will check to see if the player is standing on or carrying item 58, which is a
needle and that the suit is NOT stitched. If this is true, Lines 957 — 958 will update the
use_message variable to tell the player that they use the needle to fix the suit fabric. Line 959
will update the suit_stitched variable to True and Line 960 will remove item 58 from the player’s
inventor using the remove_object function.

Line 962 will check to see if the player is carrying or is standing on a radio, which is item 72.

Lines 963 — 964 will update the use_message variable to a message indicating the player uses
the radio to call for help.

Line 965 will update the room number of prop 40 to room 13, which is an empty area of the
ouside area of the space station.

30. Press ENTER twice.



31. Type the code you see on Lines 967 — 982 of the screenshot below. Ensure your indentation, line
spacing, and punctuation match what is shown in the screenshot.

955 £lif (item carrying == 58 or item player is on == 35§) A
956 and not suit_stitched:

957 use message = "You use " + objects[36][3] + A

958 " to repalr the suit fabric®

959 suit_stitched = True

=1 remove object (58)

962 £lif item carrying = T2 or item player is on == T2Z:
963 use message = "You radio for help. A rescue ship is coming.
64| REendezvous Sector 13, outside.”™

965 props[40] [0] = 13

967 £lif (item carrying == 66 o0r item player is on == &&) A
S6E and current room in outdoor rooms:

S99 use message = "You dig..."

a7 if (current room == LANDER SECTCE

971 and player x = LANDER X

972 and player y = LANDER Y):

97 3 add object(71)

974 use _message = "You found the Poodle lander!™
976 £lif item player is on == 40:

977 clock.unschedule (air countdown)

97TE show_text ("Congratulations, "+ PLAYER NAME +"!™, 0)
aT7a show_text ("Mission success! You have made it to safety.™, 1)
S8C game over = True

981 sounds.take off.plavi()

982 game_cumpletlun_seqaence(ﬂ

SES| FRFFAFAAAAFFAES

96| ¥4 START FF
SET| FEFFFFFFFAEEFEF

Lines 967 - 968 will check to see if the player is on or carrying item 66, which is a large spoon,
and that the player is in an outside room.

Line 969 will update the use_message variable.

Lines 970 - 972 will check to see if the player’s position is equal to the location of the Poodle
lander. If this is true, the Poodle lander will be added to the player’s inventory using the
add_object method (Line 973) and the use_message variable will be updated to tell the player
that they have found the poodle lander (Line 974).

Line 976 will check to see if the player is on object 40, which is a rescue ship. If this is true, the
air_countdown will stop (Line 977).

Lines 978 and 979 will display messages telling the player that they have made it to safety.



Line 980 will change the game_over variable to True.

Line 981 will play the take_off sound.

Line 982 will call the game_completion_sequence method, which we haven’t written yet.
32. Press ENTER twice.

33. Type the code you see on Lines 984 — 1000 of the screenshot below. Ensure your indentation,
line spacing, and punctuation match what is shown in the screenshot.

976 £lif item player is on == 40:

77 clock.unschedule (air countdown)

TE show_text ("Congratulations, "+ PLAYER NAME +"!", 0)

79 show_text ("Mission success! You have made it to safety.”, 1)

game over = True
B1 sounds.take off.play()
52 game completion sequence ()

54 £lif item player is on == 1&:
55 energy += 1

if energy > 100:

87 energy = 100

i use message = "You munch the lettuce and get a little energy back"
59 draw_ensrgy air()
91 2lif item player is on == 42:
2 if current room == 2T:
E open_door (&)
Sa4 props[25][0] = 0 # Door from EM32 to engineering bay
985 props[26][0] = 0 # Door inside engineering bav
S99g clock.schedule unique (shut engineering door, £0)
o997 use message = "You p
Sg Show_text ("Door to open for €0 seconds™, 1)

59 sounds.say_doors open.playi)
100¢ snunds.dnnrs.play(ﬂ

L0003 | sFssaananrrrrss
1004 #% START ##*
L00S| sFssaaaaarrrrss

Line 984 will check to see if the player is standing on a shrub (item 16). If this is true, the value of
the energy variable will be increased by 1 (Line 985).

Line 986 checks to see if the energy variable is larger than 100. If this is true, it will be reset back
to its max value of 100.

Line 988 will update the use_message variable. Line 989 will run the draw_energy_air function,
which we haven’t written yet.



Line 991 will check to see if the player is standing on a button to open a door (object 42). If this
is true, and the current room number is 27 (Line 992), the open_door function for item 26 will
run. We have not written this function yet.

Lines 994 and 995 will update the room number for props 25 and 26 to 0, removing the door
from view.

Line 996 will run the shut_engineering_door function once 60 seconds have elapsed.
Line 997 will update the use_message variable.

Line 998 will display a message on the screen for the user so they know that the door is open for
60 seconds.

Lines 999 — 1000 will play the say_doors_open and doors sounds.

34. Press ENTER twice.



35. Type the code you see on Lines 1002 — 1016 of the screenshot below. Ensure your indentation,

36.

punctuation, and line spacing match what is shown in the screenshot.

551 £lif item player is on == 42:
552 if current room == 27:
open_door (26)
594 props[25][0] = 0 # Door from EM32 to engineering bay
G595 props[26]1[0] = 0 # Door inside engineering bav
: clock.schedule unigque (shut_engineering door, €0)
7 use message = "You press tl . 1"
show_text ("Dooxr to ] y is open for &0 seconds"™, 1)
sounds.say doors open.play()
1000 sounds.doors.play ()
1002 £lif item carrying == &8 or item player is on == &8:
1003 energy = 100
1004 use message = "You use the food to restore your snergy”
1005 remove cbject (68)
1006 draw energy air()
10048 if suit_stitched and air fixed: # open airlock access
1009 if current room == 31 and props[20][0] = 31:

1010 open_door (20) # which includes removing the door
1011 gounds.say_airlock open.play()

1012 show text ("The computer tells you the airlock is now open.”, 1)
1013 elif props[20][0] = 31:

1014 props[20] [0] = 0 # remove door from map

1015 sounds.say airlock open.play()

1016 show_text ("The computer tells you the airlock is now open.”, lﬂ
101S| FFFFFFFFFFFFFFF

1020| #%  START  #+#

L0Z1| #FFFFFrannans

Line 1002 will check to see if the player is carrying or standing on item 68, which is a food pouch.
If this is true, the value of the energy variable will be set to 100 (Line 1003). Line 1004 will
update the use_message variable, and Line 1005 will remove the object from the player’s
inventory using the remove_object method. Line 1006 will execute the draw_energy_air
method, which we haven’t written yet.

Line 1008 will check to see if the suit_stitched and air_fixed variables are both set to True.

If this is true, Line 1009 will check to see if the value of the player’s current room is 31 and that
prop 20 is in room 31. If this is true, Line 1010 will execute the open_door function on prop 20
and Line 1011 will play the say_airlock_open sound. Finally, Line 1012 will display text on the
screen to tell the player that that the airlock is open.

Line 1013 will run to see if prop 20 is in room 31. This only checks the location of the prop, not
the location of the player, as Line 1009 did. If this is true, Line 1014 will remove the prop 20
from view by moving it to room 0. Line 1015 will play the say_airlock_open sound and Line 1016
will display text on the screen to tell the player that the airlock is open.

Press ENTER twice.



. Type the code you see on Lines 1018 — 1037 of the screenshot below. Ensure your indentation,

Ilne spacmg, and punctuation match what is shown in the screenshot.

1008 if suit stitched and air fixed: # open airlock access
1008 if carrent_rnnm == 31 and props[20][0] == 31:

101C open_door (20) # which includes removing the door
1011 sounds.=zay_airlock open.play()

1012 show text ("The computer tells you the airlock is now open.
1013 elif props[20][0] == 31:

1014 props[20][0] = 0 # remove door from map

1015 sounds.say airlock open.play()

1016 show text ("The computer tells you the airlock is now open.
1018 for recipe in RECIPES:

1018 ingredientl = recipe[0]

102C ingredient2 = recipe[l]

1021 combination = recipe[2]

1022 if (item carrying == ingredientl

1023 and item player is on == ingredient2) A

1024 or (item carrying == ingredient2

1025 and item player is on == ingredientl):

1026 use message = "You combine " + objects[ingredientl] [3] A
1027 + " and " + objects[ingredientZ][3] M

1028 + " to make " + objects[combination][3]

1028 if item player is on in props.keys():

1030 props[item player iz on][0] = 0O

1031 room map[player y] [player =] = get_floor type|()
1032 in my pockets.remove (item carrying)

1033 add okject (combination)

1034 sounds.combine.play ()

1036 show_text (use_messages, 0)
103 time.sleep(0.5)]

1040 FFFFFIFFFFFFAFF
1041| #%  START  ##
1042 | FFFFFIFFIFFFFFF

In the code above, we use a loop to go through all the items in the RECIPES list, and a new
recipe goes into the recipe list each time. We put the ingredients and combination object
numbers into variables to make the function easier to understand. Lines 1019 — 1021 assign the
item ingredients in the RECIPES list to different variables.

The program checks whether the player is carrying the first ingredient and standing on the
second one, or the other way around (Lines 1022 — 1025). If so, the use_message variable is
updated to tell them what they combined and what they made (Lines 1026 — 1028).

When the combined object is made, it usually replaces the ingredient objects. If one of the
objects is scenery instead of a prop, though, it remains in the game. So, the program checks
whether the item the player is on is a prop, and if so, its room number is set to 0, removing it
from the game. If it’s a prop, it’s also deleted from the room map for the current room (Lines
1029 —1031).



The object that was being carried is removed from the player’s inventory (Line 1032), and the
newly created object is added to it (Line 1033).

Finally, Line 1034 plays the combine sound.
. Press ENTER twice.

. Type the code you see on Lines 1039 — 1048 of the screenshot below. Ensure your indentation,

punctuation, and line spacing match what is shown in the screenshot.

1018 for recipe in RECIPES:

1019 ingredientl = recipe[0]

1020 ingredient2 = recipe[l]

1021 combination = recipe[2]

1022 if (item carrying == ingredientl

23 ncl item player is on == ingredient2) A

or (item carrying == ingredient2

1025 and item player is on == ingredientl):

1026 use message = "You combine " + objects[ingredientl] [3] A
1027 + " and " + objects[ingredient2] [3] M\
28 + " to make " + objects[combination] [3]
if item player is on in props.keys():

1030 props[item player is on] [0] = O

1031 room map[player y] [player x] = get floor type()
1032 in my pockets.remove (item carrying)

3 add object (combination)

1034 sounds.combine.play ()

1036 show_text (use message, 0)
103 time.sleep(0.5)

def game completion segquence () :
jlobal launch frame #(initial walue is 0, set up in VARIALBLES section)
box = Rect (0, 150), (800, &€00)}))

1042 screen.draw.filled rect(box, (128, 0, 0})

1043 box = Rect ((0, teop_ left y - 30}, (B0OO, 330))

1044 screen.surface.set_clip (box)

in range (0, 13):
or % in range (0, 13):
1048 draw_image (images.s0il, ¥, xﬂ

H
H
Hh ke

R e

1052| #%#  START  ##

LOS3| #ssassaassaasss

Line 1039 creates a new function called game_completion_sequence. We saw this function
called earlier when the player has won the game.

Line 1040 establishes the launch_frame variable as a global variable.

Line 1041 creates a new rect object at the location of 0, 150. The object is 800 pixels wide and
600 pixels tall.



40.

41.

42.

Line 1042 draws the filled rectangle on the screen using the RGB color values of 128, 0, 0.

Line 1043 creates another rec object. Line 1044 turns this rect object into a clipping area.

Line 1046 begins a loop to draw the soil image at the appropriate y and x coordinates.

Press ENTER twice.

Type the code you see on Lines 1050 — 1062 of the screenshot below. Ensure your indentation

and punctuation match what is shown in the screenshot.
103%9| def game completion sequence () :

1040 ylobal launch frame # (initial value i

1041 box = Rect( (0, 150}, (800, &00)})

1042 screen.draw.filled rect(kox, (128, 0,
1043 box = Rect ((0, top_left v - 30), (800,

1044 screen.surface.set_clip (box)

1046 for v in range (0, 13):
104 for X in range (0, 13):

1048 draw image (images.soil, vy, X)

1050 launch frame += 1
1051 if launch frame < 9:
1052 draw image (images.rescue ship, &

1056 screen.surface.set_clip(llone)

o,

ay)

set

350))

(=]

up in

- launch frame, &)
1053 draw shadow (images.rescue ship shadow,

+ launch frame,
1054 clock.schedule (game completion sequence, 0.25)

1057 screen.draw. text ("MISSICH™, (200, 380), color
1058 fontsize = 128, shadow = (1, 1),
1059 screen.draw.text ("CCMFLETE"™, (145, 480), color
106C fontsize = 128, shadow = (1, 1),

1061 sounds.completion.play ()

1062 soands.say_mission_complete.play(ﬂ

LOBS| #FFsaansnanasss
1066 #%  START  ##

1087 | FFFFFrrrnrrrarr

Line 1050 will increase the value of the launch_frame variable by 1.

Line 1051 will check to see if the launch_frame variable is less than 9. If this is true, the

—_ Myl G +

scolor

= Pyl + =

€}

appropriate image and shadow image will be drawn and the game_completion_sequence will

run every .25 seconds (Lines 1053 - 1054).

Otherwise, Line 1056 will clear the clipping area previously set. Lines 1057 — 1060 will draw text
on the screen to tell the player that their mission is complete. Lines 1061 and 1062 will play the

completion and say_mission_complete sounds.

Ensure that the “START” comment runs on Lines 1065 — 1067 of your code.



43. Go to File > Save to save your code.



Final Code:
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zight 3, a0 16_rages_ 3

mages, apactmatt_right 4
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