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AR
JHAEFE 7 --fireworks.py:
SPRHEOEEN T, EEFRE—TERENESHscreen. file. font. choosefEH
screen: 2 3L FE 344 K
file: HREH
font: FHRMFRFK/N-—B: pygame.font.Font(STXINGKA.TTF', 48)
choose: RERBERERER, AR TXERAER, BERHN, RBEGBMACHRE, TEHSUH

import sys
import pygame
import math
import random

width, height = 1920, 1080

# 5B, 2R, SR
tl = 0.18



show_n = @

# BTG UNE, BUEBRIE SRS
show_frequency = 0.001

# JETEFIR
color_list = []
for i in range(50):
color_list.append([random.randint(@, 256), random.randint(@, 256), random.randint(@, 256)])
# print(color_list)

# IR
pygame.init()

# JH7E
class Fireworks:
is_show = False

X, y =0, 0

vy = 0@

p_list = []

color = [0, 0, 0]
v =0

def __init_ (self, x, y, vy, n=300, color=(®@, 255, @), v=10):

self.x = x

self.y =y

self.vy = vy

self.color = color
self.v = v

for e in range(n):

self.p_list.append([random.random() * 2 * math.pi, @, v * math.pow(random.random(), 1 / 3)])

def again(self):
self.is_show = True
self.x = random.randint(width // 2 - 350, width // 2 + 350)
self.y = random.randint(int(height / 2), int(height * 3 / 5))
self.vy = -40 * (random.random() * 0.4 + 0.8) - self.vy * 0.2
self.color = color_list[random.randint(@, len(color_list) - 1)].copy()
n = len(self.p_list)
self.p_list = []
for 1 in range(n):
self.p_list.append([random.random() * 2 * math.pi, @, self.v * math.pow(random.random(), 1 / 3)

def run(self):
global show_n
for p in self.p_list:
p[1] = p[1] + (random.random() * ©0.6 + ©0.7) * p[2]
p[2] = p[2] * @.97
if p[2] < 1.2:
self.color[@] *= 0.9999
self.color[1] *= ©0.9999
self.color[2] *= 0.9999

if max(self.color) < 10 or self.y > height+p[1]:
show n -=1
self.is_show = False
break



seLt.vy += 10 ™ T1
self.y += self.vy * t1

# JEEFIR
fk_list = [Fireworks(300, 300, -20, n=100, color=[@, 255, @], v=10),Fireworks(300, 300, -20, n=200, color=[

# WEREMEIF
def let_it_go(screen, file, font, choose=False):
"X B chooseRARBHFE RE """
if not choose:
show_n = @
for event in pygame.event.get():
# pygameiXANAEEAD, HNGE BRI
if event.type == pygame.KEYDOWN:
if event.key == pygame.K_q:
sys.exit()

screen.fill((@, 0, 0))
screen.blit(file, (@, 0))
font_text = font.render("HERSKE!!I", True, (255, 215, 0))
screen.blit(font_text, (0.234 * width, ©.416 * height))
font_textl = font.render("#iffi—", True, (255, 215, 0))
screen.blit(font_textl, (©.156 * width, ©.2777 * height))
# JBUETE
for d, fk in enumerate(fk_list):
if not fk.is_show:
fk.is_show = False
if random.random() < show_frequency * (len(fk_list) - show_n):
show n += 1
fk.again()
continue
fk.run()
for p in fk.p_list:
X, y = fk.x + p[1] * math.cos(p[@]), fk.y + p[1] * math.sin(p[@])
if random.random() < ©.055:
screen.set_at((int(x), int(y)), (255, 255, 255))
else:
screen.set_at((int(x), int(y)), (int(fk.color[@]), int(fk.color[1]), int(fk.color[2])))
else:
show n = 0
for event in pygame.event.get():
if event.type == pygame.KEYDOWN:
if event.key == pygame.K _q:
sys.exit()

font_text = font.render("HFEMRSK!!I", True, (255, 215, 0))
screen.blit(font_text, (0.234 * width, 0.416 * height))
font_textl = font.render("#ifxi—", True, (255, 215, 0))
screen.blit(font_textl, (0.156 * width, 0.2777 * height))
# BUETE
for d, fk in enumerate(fk_list):
if not fk.is_show:
fk.is_show = False
if random.random() < show_frequency * (len(fk_list) - show_n):
show n += 1
fk.again()
continue
fk.run()
for p in fk.p_list:
x, y = fk.x + p[1] * math.cos(p[@]), fk.y + p[1] * math.sin(p[@])



if random.random() < ©.055:
screen.set_at((int(x), int(y)), (255, 255, 255))

else:
screen.set_at((int(x), int(y)), (int(fk.color[@]), int(fk.color[1]), int(fk.color[2])))

TR LB --5R JR A B py :

XBERE - AMPENAA R E BRRE (FEHAHXADMELSCHE) , I EELZR T AT
7R, RETEULRERNIE, HERLEmathiEi B =f KA pygamedi B K LW ; XERER
RHERRET, SREFBERFELNER, B2k BAAMERN, B THEBEZRERS KRN, BEEIKX
HIEEWR (EA T randomBEHLED) , 5~15KEIAl, XEHRLETHE kBT, WRE\IBASHF, RER
BARIEFMNERFAEREFER, 387, RETHMBAZES (BHEERDE. B, BRE5.....0
BE®T, RATLTRAGTHRE.

import sys

import pygame

from fireworks import let_it_go
import random

import math

from configobj import ConfigObj

init_con = ConfigObj('init.ini', encoding='utf-8")
init_con_values = list(init_con.values())

# print(init_con)

pygame.init()

pygame.font.init()

size = width, height = 1800, 900
screen

pygame.display.set_mode(size, pygame.NOFRAME)
pygame.font.Font('STXINGKA.TTF', 72)
file = pygame.image.load(init_con_values[0])

myfont

clock = pygame.time.Clock()

pygame.mixer.init()

music = pygame.mixer.Sound(init_con_values[2])

music.play(-1)

# begin_location--depending on nums

nums = 500

begin_x_list, begin_y list = [], []

for x in range(500):
begin_x = random.choice(list(range(width * 10))) # SZIEEMNFEIETIT R IR
begin_x_list.append(begin_x)

for y in range(500):
begin_y = random.choice(list(range(int(math.ceil(height * ©.45)))))
begin_y list.append(begin_y)

# different speeds
speed_final = []

speed_list = [0.1, 0.1, 0.1, 0.1, 0.1, 0.1, 0.1, 0.1, 0.1, 0.1, 0.1, 0.1, 0.1, 0.1, 0.1,
0.2, 0.2, 0.2, 0.2, 0.2, 0.2, 0.2, 0.2, 0.2, 0.2, 0.2, 0.2, 0.2, 0.2, 0.2,
0.3, 0.3, 0.3, 0.3, 0.3, 0.3, 0.3, 0.3, 0.3, 0.4, 0.4, 0.4, 0.4, 0.4, 0.4,
0.5, 0.5, 0.5, 0.5, 0.5]

for k in range(10):
speed_final.extend(speed_list)

# different radius



TR [1) 2, 3, 4]

# RN

roll e, roll m = 0, ©
pos_e, pos_mm = [], []
GREEN = (@, 255, @)

moods = ['X—&F', 'MXARITET ", 'REERLE", "LAAARRER, "BERS', 'SRBEBARE", "HH—FEKD):
AR, CER—E, CERBE, CHERERZO, CEXE', CERBAEMAKRE G, CHERE—']
-100
mood = []
font = pygame.font.Font('STXINGKA.TTF', 48)
for i in moods:
font_text = font.render(i, True, (255, 0, 0))
mood.append(font_text)

mod_ X

DJS = ['5', '4', '3', '2', '1']
djs = [1]
font_ = pygame.font.Font('swissek.ttf', 108*2)
for j in D3JS:
f_t = font_.render(j, True, (255, 0, 0))
djs.append(f_t)

# RIB A

mouse_cursor = pygame.image.load(init_con_values[3]).convert_alpha()
rect_width = mouse_cursor.get_width()

rect_height = mouse_cursor.get_height()

# print(rect_width, rect_height)

# ZRER

tiger = pygame.image.load('tiger.png').convert_alpha()

target_width, target_height = tiger.get_width(), tiger.get_height()

positions = [random.randint (1500, 1800 - target_width),random.randint(@, 900 - target_height)]

sen = pygame.image.load('sentence/1643082607697-ckt-#XE.png').convert_alpha()
sen_w, sen_h = sen.get_width(), sen.get_height()

local_run = @

local_speed = 2

# ZRLIE

#RRREE PR R R e OB TR i B %)
mood_tiger = random.randint(5, 16)
print(mood_tiger)

all_time = []

while True:

import os.path as path
for event in pygame.event.get():
if event.type == pygame.QUIT:
sys.exit()
if event.type == pygame.KEYDOWN:
# HqBiBH
if event.key == event.key == pygame.K_q:
sys.exit()
# sEEE
if event.key == pygame.K_s:
list_file = []
list_ooo = list(range(1000))



for num_in in list_ooo:
if path.isfile('picture/picture’ + str(num_in) + '.jpg'):
continue
else:
list_file.append(num_in)
pygame.image.save(screen, 'picture/picture' + str(list_file[0]) + '
screen.fill((0, 0, 9))
#t BEED

for 1 in range(nums):

-jeg")

yl = begin_y list[1]
begin_x_list[l] -= speed_final[l]
pygame.draw.circle(screen, (
random.choice(list(range(256))), random.choice(list(range(256))), random.choice(list(range(256)
, (begin_x_list[1l], y1), random.choice(r), 0)

# REITE

roll e += 0.01 # REEMAK0e.01pi

pos_e x = int(size[@] // 2 + size[©] // 6 * math.sin(roll _e))
pos_e y = int(size[1] // 2 + size[1] // 6 * math.cos(roll _e))
pos_el = pos_e_Xx - 500

pos_e2 = pos_e_y - 250

pygame.draw.circle(screen, (0, 0, 255), (pos_el, pos_e2), 15, 9)

# TENE

pos_e.append((pos_el, pos_e2))

if len(pos_e) > 150:
pos_e.pop(0)

for i in range(len(pos_e)):
# BBk NG =green=0,255,0
pygame.draw.circle(screen, GREEN, pos_e[i], 1, ©)

# TERNIE

roll m += 0.1 # REEDIAK.1pi

pos_m_x = int(pos_el + size[@] // 20 * math.sin(roll_m))

pos_m_y = int(pos_e2 + size[1] // 20 * math.cos(roll_m))
pygame.draw.circle(screen, (230, 230, 230), (pos_m_x, pos_m_y), 5, 0)

# EEHE
pos_mm.append((pos_m_x, pos_m_y))
if len(pos_mm) > 100:
pos_mm.pop(0)
for i in range(len(pos_mm)):
# PR NG a=green=0,255,0
pygame.draw.circle(screen, GREEN, pos_mm[i], 1, @)
# BARHIX, yAHR
X, Yy = pygame.mouse.get_pos()

# BT

mod_Xx += 2

if mod_x < @:
pass

elif mod_x < 200:
screen.blit(mood[0], (1400, 300))
screen.blit(mood[1], (1300, 450))

elif mod_x < 400:
screen.blit(mood[2], (1400, 300))

elif mod_x < 600:
screen.blit(mood[3], (1400, 300))

elif mod_x < 800:
screen.blit(moodl41. (1400. 300))



e T L i A s

elif mod_x < 1000:
screen.blit(mood[5], (1400, 300))
elif mod_x < 1200:
screen.blit(mood[6], (1400, 300))
elif mod_x < 1400:
screen.blit(mood[7], (1400, 300))
screen.blit(mood[8], (1350, 450))
screen.blit(mood[9], (1300, 600))
elif mod_x < 1600:
screen.blit(mood[10], (1400, 300))
elif mod_x < 1800:
screen.blit(mood[11], (1400, 300))
screen.blit(mood[12], (1300, 450))
elif mod_x < 2000:
screen.blit(mood[13], (1400, 300))
elif mod_x >= 2200:
pass

# R RAR
pygame.mouse.set_visible(False)

X -= mouse_cursor.get_width() / 2
y -= mouse_cursor.get_height() / 2
# FHABETRAE RS

screen.blit(mouse_cursor, (x, y))

# NV RIRIBTE-> BUBTE

screen.blit(tiger, positions)

if positions[@]-target_width <= x <= positions[@]+target_width and positions[1]-target_height <=y <= p
all_time.append(1)
print(len(all_time))
if len(all_time) <= mood_tiger:
positions = [random.randint(target_width,1800-target_width), random.randint(target_height,900-t
else:
positions = [-800, -800]
# XEFFHRBEERUHIE-> RIRERIET * - >R G VB 5 R BURTE
if positions == [-800, -800]:
local_run += local_speed
if @ <= local_run <= 200:
screen.blit(sen, [width / 2 - sen_w / 2, height / 2 - sen_h / 2])
screen.blit(sen, positions)
elif 200 <= local_run <= 300:
screen.blit(djs[@], [width / 2, height / 2])
elif 300 <= local_run <= 400:
screen.blit(djs[1], [width / 2, height / 2])
elif 400 <= local_run <= 500:
screen.blit(djs[2], [width / 2, height / 2])
elif 500 <= local_run <= 600:
screen.blit(djs[3], [width / 2, height / 2])
elif 600 <= local_run <= 700:
screen.blit(djs[4], [width / 2, height / 2])
elif local_run >= 700:
if eval(init_con_values[6]):
let_it_go(screen=screen, file=file, font=myfont, choose=eval(init_con_values[1]))
screen.blit(pygame.image.load(init_con_values[4]).convert_alpha(), [-0.5 * pygame.image.loa
screen.blit(pygame.image.load(init_con_values[5]).convert_alpha(),
[width-0.5 * pygame.image.load(init_con_values[5]).convert_alpha().get_width(), hei
else:
let_it_go(screen=screen, file=file, font=myfont, choose=eval(init_con_values[1]))



pygame.display.update()
clock.tick(50)

B 46 4 A —-init.ini:
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not_open_bg img = True

bg music= ggyjn.mp3

mouse_move = fly.png

left = 1643084927594-ckt-iXE.png

right = 1643084927594-ckt-iX&.png
show_left_and_right = False
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def show_on():
import tkinter
from tkinter.scrolledtext import ScrolledText

win = tkinter.Tk()
win.geometry('1200x600")
win.title('RFmEK")
win.resizable(False, False)
win.iconbitmap('favicon.ico")
# read a Text

text = open('author.txt', 'r', encoding='utf-8")

text = text.read()

# EXABAEERN

# font = fontOperation()

view_text = ScrolledText(win, font=('R4k', 12), fg='black', bg='white')
view_text.insert('0.0', text)

view_text.place(x=10, y=5, height=600 - 20, width=1200-20)

win.mainloop()

ﬁﬁ%iﬁ?——main.pyﬂﬂ%‘&
RRKRTERFERMEIWT,
QA REES: BT BNAKR. SAERE
MR W 40 SR EOR P 5 B
BT EBPEEHRANXTHRAER

# APEn

import os

from configobj import ConfigObj

import tkinter

from PIL import ImageTk,Image

import snow_draw

import commands

import drawtree

import on_it

from tkinter.messagebox import showinfo

root = tkinter.Tk()

size = 500, 400
root.title('ZZERFFEKALY ")
root.iconbitmap('favicon.ico")
root.geometry(f'{size[@]}x{size[1]}")
root.resizable(False, False)

# root.config(bg="'silver"')

# WAVEE SO TII6E: JF86. WESHEAM. HOAENERAMLE . SAZKE R . BREFERE. BRERES. BEEML
# W EThRE MR EMRMA K, HoHEEE DN TSR B BN (R THEREITR, ERAETRE RG-S FEKRN, XBERE S

# HEHIIEL

init_value_cover = list(ConfigObj('cover.ini').values())[©@]



# R/ANEERE N

image = Image.open(init_value_cover)

bg_image = ImageTk.PhotoImage(image)

width = bg_image.width()

height = bg_image.height()

root.geometry('%dx%d+0+0"' % (width, height))
background_label = tkinter.Label(root, image=bg_image)
background_label.place(x=0, y=0, relwidth=1, relheight=1)

# Franied

button1@ = tkinter.Button(root, text='FE', font=('#E3XiTH"', 14),
bg="silver', fg='red', width=int(float(size[@] * ©.02)), height=int(float(0.0025 *
command=snow_draw.main)

# FWTRA

button10e = tkinter.Button(root, text='Christmas', font=('#Xi7#"', 14),
bg="silver', fg='yellow', width=int(float(size[@] * 0.02)), height=int(float(0.002
command=drawtree.main)

buttonl0.place(x=int(float(size[@] * ©.8)), y=int(float(0.05 * size[1l])))
buttonl100.place(x=int(float(size[@] * ©.55)), y=int(float(@.05 * size[1])))

# HABREHAHIRE

buttonll = tkinter.Button(root, text='ZAH', font=('#ECiTH', 14),
bg="silver', fg='blue', width=int(float(size[@] * ©.02)), height=int(float(0.0025
command=commands.snow_num)

buttonll.place(x=int(float(size[0] * ©.8)), y=int(float(0.20 * size[1])))

# SHREOE R BEME %

buttonl2 = tkinter.Button(root, text='H&EN', font=('#EXITH', 14),
bg="silver', fg='black', width=int(float(size[0@] * 0.02)), height=int(float(0.0025
command=commands.fit)

buttonl2.place(x=int(float(size[@] * 0.8)), y=int(float(@.35 * size[1])))

# SAGNE R

button13 = tkinter.Button(root, text='SAEH"', font=('#EX/TH', 14),
bg="silver', fg='yellow', width=int(float(size[@] * ©.02)), height=int(float(0.002
command=commands . import_image)

buttonl3.place(x=int(float(size[@] * 0.8)), y=int(float(®.5 * size[1])))

# FAMNNERESR
buttonl4 = tkinter.Button(root, text='SANFF', font=('HEXTH', 14),
bg="silver', fg='indigo', width=int(float(size[@®] * ©.02)), height=int(float(0.002
command=commands .music)
buttonl4.place(x=int(float(size[0@] * 0.8)), y=int(float(@.65 * size[1])))

# BRE R ERE

buttonl5 = tkinter.Button(root, text='EHHE', font=('HXiTH"', 14),
bg="silver', fg='green', width=int(float(size[0@] * 0.02)), height=int(float(0.0025
command=commands.alpha)

buttonl5.place(x=int(float(size[0@] * 0.8)), y=int(float(©.8 * size[1])))

# RE
menu = tkinter.Menu(root)
root['menu’] = menu

f1 = tkinter.Menu(menu, tearoff=False)
f1 add command(1ahel='"BEBY:MH "' command=commandc raoc)



L R I BBy e e e R P S "W

f1.add_command(label="'3%F"', command=on_it.show_on)
menu.add_cascade(label="3¢#", menu=f1)

def hu():
os.startfile('new_year')

f2 = tkinter.Menu(menu, tearoff=False)
f2.add_cascade(label="RFEHRHIRA", command=hu)
menu.add_cascade(label="[RERHIRA", menu=f2, command=hu)

root.mainloop()
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print("EEAR")
console.log("AHEMAE");
printf("X&HKXH");

fmt.Println("HEAHR")
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