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PYTHON ITPOTPAMMAUJIAY TUITHJIE 2D OMBIHAAPBIH KYPY
TAIICBIPMAJIAP ')KUHAT'BI TAKBIPBIBBIHIAT'BI ABTOPJIBIK
K¥MbICTBIH MAHBI3AbILJIbIT' bI

Mouwuxe Canapzyn
uH(popMaTHKa NIOHIHIH MyFaiMi, «Mipxkakein Jynatyssl ateiHaarsl Ne 68
MEKTEI-TUMHA3HsD MIAPYyaIbUTBIK JKYPTi3y KYKBIFBIHIAFBl MEMIICKETTIK
KOMMYHAaJIJIBIK KocimopHbI, AcTaHa K., Kazakctan

byn maxanaoa Python npoepammanay mininoe 2D ouibiHOapblH KYpY2a apHal2aH
MAanculpmanap HCUHABBIH 9-cviHbINMapea eHeizyoiy Maybi30bLIbIY
Kapacmuipbliaovl. Python-nuly Kapanativim cunmaxcuci meH uxkemoi Kypanoapbvi
OKYWIBLLIAP2A  NPOCPAMMANAY He2i30epiH OHAUl MeHeepyee MYMKIHOIK Oepeol.
Tancvipmanap scunHagvl OKYWBLIAPObIY AlOPUMMOIK OUIAYbIH, WbIRAPMAULBLIBIK
Kaobinemmepin dHcaHe KOMAHOANbIK HCYMbIC 0a20bLIAPLIH OAMbIMYed OAbIMMmMAiaH.
Kunax yw Oeneetice Oeonincen: Oacmankvl, Opma JHCIHE HCOEAPbL OeHeel. Op
Oeneetioe OKYWbLIAP pygame KiMAanxamacvl apKblivl KapanauviM oublHOapOaH
bacman Kypoeni oicobanapea Oeliin  Jcymvic  icmetidi. Teopusnvik  dicoHe
NPAKMUKATBIK — CAOAKMapOobly  YUleCiMi  OKYUbLIAPObIY, NPOSPAMMANAY2A  0e2eH
Kbl3bI2YULbLIbIZLIH apmmblpadbl. KuHakma ko0 Mblcandapvbl MeH UbleapMAaulbLibiK
acobanap xcacayea apuanzan mancvipmanap oepineen. Couvimen xamap, OKblmy
npoyecinoe oKyublIapObly Kpeamueminici MeH HCYMblCMAapblHblY CanacblHa epeKuie
MoK Oepinedi. ¥covlHbLIeAH MAncLlpmanap HcuHazvel mekmen oagoapaamacvina IT
CANACHIHA KbI3bIZYUIBLIbLIK MAHBIMAMbIH O0NAUAK MAMAHOAPObL 0AAPIAYeAd CenmiciH
mueizedi. Makana 6inim Oepy canacvlH apmmolpy2a HCoOHe OKYUIbLIAPObLIH
MEXHONOSUSLTIIK, CAYAMMbBLIbIZbIH 0aMblMyed 6aAeblmMmaiaH.

Kint ce3nepi: Python mnporpammanay Ttimi, 2D oitbiHmapeiH Kypy, Pygame
KiTamxaHachl, AIropuTMIiK oinay, birim Oepy amicremeci.

Kazipri yakpiTTa mnporpaMmaniay TULAEPIH OKBITY MEKTeN OarmapiiamMachiHIa
MaHBI3[IBI poil aTkapaabl. Python Tini e3iHIH KapamalbIMIbUIBIFBI MEH HMKEMJIUTITI
apKachlHJa KEHIHCH KOJIJAHBUIAIhl JKOHE OKYIIbUIapFa TMporpaMMaliayablH
HETI3/IepIH MEHrepy VIIiH eoTe Komaiibl. OcbkifaH OainanbicThl, "Python
nporpammanay TuliHae 2D o#bIHZAaphiH Kypy'" TaKbIpbIOBIHAAFEI TarichbipMasap
KUHArblH 9 CBIHBINTapFa €HTI3y WACICHI YJIKEH MaHbI3fa wue. byn KuHak
OKYIIBUIAPbIH JTOPUTMJIIK OWMJIAYbIH JaMbITYFa, IIbBIFAPMAIIbUIBIK KaOUIETTepiH
apTTBIPYFa KOHE KOMaHAAIBIK )KYMBICKA JIETE€H KbI3bIFYIIBIIBIFBIH OSTyFa MYMKIHIIK
oepei.
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Python mininiy 2D otibinOapbln Kypyoazvl apmblKuLblIbIKMApbl

Python mporpamMmManay Tini ofbIHIAPABI 931piey YIUiH KONTETeH
apTHIKIIBUIBIKTApFa UE:

o Kapanaitivim cunmaxcuc: Python Tini okymbslapra nporpammaiay Herizaepin
OHall TYCiHyre MYMKIHJIIK Oepei.

o Muvikmol kimanxananap: 2D oWbIHIAPBIH KYPY YIIIH apHANBI 931pJICHTCH
pygame CHSKTHI KiTanxaHajgap Python TijiH KOKETIML 9pi THIMII Kypajra
alHaJIbIPAIbI.

o Kpocc-nnamgpopmanvix xonoay: Python olbIHIapsl OPTYPIIi ONEPALIUSIIBIK
KyHesnep/e )KyMbIC 1CTei 11, OyJ1 OKyIIBUTAPBIH )KYMBICTAPBIH TYPJl KYPBUIFbLIApAa
KepceTyre MyMKIHJIIK Oepei.

o Awvig Oepexkoszdinik: Python TeriH jxoHe alibIK OOJFaHABIKTaH, KE3 KEJITeH
O1miM Oepy MeKeMecl OHbI €pKIH IaiilajaHa aiajbl.

9 cvinbinmapea apHanaH MancovlpManap HCUHAbIHbIY MAKCamvl MeH MA3MYHbL!

byn xwmHak 9 cCeIHBID OKywbulapblHa 2D  OWBIHOApPBIH KYpy AapKbUIbI
nmporpamMmaiayJbl TEpEeHIpeK MEHIrepyre MYMKIHIIK Oepyai kesxeimi. Herisri
MakcaTTap:

o Aneopummoik ounay: OKylbUIapFa HAKThl MOCENeNepAl ey YIITiH
JITOPUTMIEP KYpyFa YHpeTy.

o [lvizapmawwinwiy damy: JKeke oMbIHIAPBIH Kacall, UAEsUIapbIH Ky3ere
achIpyFa bIHTAIAHJIBIPY.

o Komanoanvix srcymuic: Bipiecin KyMbIC 1CT€Y apKbLIbl OKYIIBLIaAPIbIH
QJIEYMETTIK JaFAbLIAPbIH JAMBITY.

o Teopus men npakmuxansl 6ipikmipy: OKyUIbUIapFa TEOPUSUIIBIK OLTIMACPIH
MpaKTHUKaaa KoJJaHyFa MyMKIHJIIK Oepy.

Tanceipmanap H#CUHARLIHBIY KYPblIbIMbL

TanceipManap >KUHaFbl 3 HEri3ri OeJIIMHEH TYpasbl:

1. bacmankwl Oeneeu byn 6eniMae OKyLIbUIap pygame KiTaxaHaChIHbIH
HET13/1epiH YHpEHeIi:

o pygame OpHAaTy >KOHE OPTaMEH TaHBICY.

o DKpaH Tepe3eciH Kypy.

o OObexTinepal skpanaa Oelineney.

o Heri3ri UK skoHE OKUFaIap bl Oackapy.

o Kapanaiieim olibIH jxacay (Mbicansl, "JKbuimam HyKTeH1 ycTa').

2. Opma oenzen by Genime OKyIIbIIAP OMBIH MEXAHUKACHIH KOCHIMIIIA
AIIEMEHTTEPMEH TOJBIKTHIPA/IbI:

o llepHerakTa >koHE TIHTYIp OKUFaJApPbIH OHJICY.

o CnpaiTTap »KoHe aHUMalUsATIap/Ibl KOJIIaHy.

o Kapamnaiibim pusmka (MpIcaibl, TpaBUTAIMSI HEMECE COKTBIFBICY/IBI aHBIKTAY ).

o "Jlabupunt" Hemece "lllapanl Gackapy" cekinal KapanabiM OMBIHAAP JKacay.
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3. JKozapwvi oeyeeri CoHrbl O0IMIE OKYIIBUIAP ©3/1EPIHIH IIBIFAPMAIIbUIBIK
AKOOAIAPBIH KYy3€re achIpabl:

(@]

o
o
o

JIbIOBIC J)KOHE MY3BIKa KOCY.
JKorapsl ynaiiyiap TakTachlH jKacay.
Jlenremnep xyHheciH Kocy.
TonbikKaH bl 2D OMBIH KYPY.

Tanceipmanap mvicanoapol

1. OBbekTiHi 3KpaHAa MEUTHBITY

import pygame

pygame.init()
screen = pygame.display.set_mode( (388, &8@))
pygame.display.set_caption("06beKTiHL *bUmeniTy™)

y = 108, 108

clock = pygame.time.Clock()

running = True
while running:

for event in pygame.event.get():
if event.type == pygame.QUIT:
running = False

keys = pygame.key.get_pressed()
if keys[pygame.K_LEFT]:
x -=5
if keys[pygame.K_RIGHT]:
X += 5
if keys[pygeme.K_UP]:
i -= §
¥

if keys[pygame.K_DORN]:
y #= 5

screen.fi11({a, @&, a))

pygame.draw.rect(screen, (@, 255, @), (x, v, 58, 58))

pygame.display.flip()
clock.tick({3@)

pygame.quit()

1. Kapanauviv anumayus sxcacay
Makcat: OOBbeKTiHI IKpaH a2 aBTOMATTHI TYPE KO3FAIBICKA KENTIPY.
2. [eneeuinep scyuecin Kocy

Makcart: Op AeHreie OibIH KUBIHIBIFBIH apTTHIPY.
Oxbimy 20icmemeci
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o Teopusnvix mycindipy.: Op0ip KaHa TaKbIPBITHIH TEOPUSICHIH MHTEPAKTUBTI
Mpe3eHTanusIap Hemece OeHenep apKbLIbl TYCIHAIPY.

o Tooicipubenix srcymovicmap: Op TaKbIPbINITAH KEWIH IAFBIH TOXIPUOEIIK
Tarceipmaiap oepy.

o JKobanwvix sicymoic: Op 06JIMHIH COHBIH/IA OKYIIbLIAP 63 OWBIHIAPBIH JKacarl,
OHBI CHIHBII aJJIbIHA KOPFaybl THIC.

o bazanay sxcyiieci: OKymblapablH KYMBICTAPbl KPEATUBTLIIK, KOJI Carachl
KoHE (PYHKITMOHAJIBIK HET131He OarailaHabl.

Kopvimbinowl

«Python nporpammanay tininae 2D oibIHAapbIH KYpY» TanChlpManap >KMHAFbIH
O chIHBINTapFa €Hri3y OKYyIIbUIApJAbIH Iporpammanay HETI3IepiH HWrepyliHe,
IIBIFAPMAIIBUIBIK KAOICTTEpiH JaMBITYbIHA JKOHE TEXHOJOTHUSIIBIK CayaTTHUIBIFBIH
apTThIpyFa YJIKEH CENTITH THUTri3edl. bya >KUHAK OKYMIBUIAPABIH TEK TEXHUKAJBIK
TaFbUTApBIH FaHa €MeC, COHBIMEH KaTap OMIpJiK MaHBI3Abl JaFabUIaphIH J1a
KasbinTacTeipaabl. JKoOaHbl Ky3ere acblpy OUIIM Oepy camacblH KaHa JIeHreire
KeTepyre MyMKiHIIK Oepei skoHe [T camachiHa KbI3BIFYIIBUIBIK TAHBITATHIH OOJAIIaK
MaMaHJIap/bl JaibIHIayAbIH MaHbI3/Ibl KaJaMbl OOJIMAK.
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BAJKHOCTb ABTOPCKOM PABOTHI HA TEMY CEOPHUK 3AIAY
1O CO3JAHUIO 2D UT'P HA A3BIKE IPOI'PAMMMUPOBAHUSA PYTHON

Momxke Canaprya

B Oannou cmamee paccmampuaemcs 8aiCHOCMb GKIIOUEHUsT KOMNIEKCAd 3a0ay
0111 cozoanus 2D-uep na sazvike npoepammuposanus Python 6 9 kaaccwol. I[Ipocmoii
CUHMAKCUC U eubKue uHcmpymernmol Python noseonsiom yyawumcs i1eeko oceoumby
ocHOBbl  npocpammuposanusi. COOpHUK 3a0aHuil HANpaeieH Ha  passumue
ANCOPUMMUYECKO20 MbIULIEeHUS, MBOPHUECKUX CNOCOOHOCMeEl U HABbIKO8 KOMAHOHOU
pabomwl yuawuxca. Komnnexc pazoenen Ha mpu Ypo6Hs: HAYAIbHBIU, CPEOHUl U
npoosunymuiil. Ha kasxcoom yposue yuawuecsi pabomarom uepe3 OUOIUOMEKY
pygame, om Npocmulx uep 00 CLOXCHbIX npoekmos. Couemanue meopemuieckux u
NPAKMUYECKUX 3aHAMUL NO8bIUAem UHMepeC YYaAWuxcs K npocpammuposanuro. B
cOoOpHUKe npeocmasienvl NpumMepbl Kooa U 3a0anusi 05l CO30AHUSL MBOPYECKUX
npoexmos. Kpome moco, 6 npoyecce obOyuenus o0coboe GHUMAaHUE YOesencsl
KpeamusHocmu u Kawecmsy pabom yuawuxcs. Ilpednacaemviii nabop 3adanuil
b6yoem cnocobcmeosams no020moske 0YOVWUx CHeyualucmos, UHmMepecyrouuxcs
IT-o6nacmoero  wkonvHoU npoepammul. Cmames HanpasieHa HA NOBbIUUEHUE
Kauecmea 00pazosanusi u pazeumiue mexHoai02UYecKol epamomHOCmu Y4aujuxcsi.

KuaruesBble cioBa: s3blk nporpammupoBanus Python, co3manme 2D-urp,
oubnmoreka Pygame, airopuTMHUUYECKOE MBIIIJIEHUE, METOI0JIOTUSL O0yUCHMUS.

THE IMPORTANCE OF THE AUTHOR'S WORK ON THE THEME OF
A COLLECTION OF TASKS FOR THE CREATION OF 2D GAMES IN THE
PROGRAMMING LANGUAGE PYTHON

Moshke Sapargul

This article discusses the importance of including a set of tasks for creating 2D
games in the Python programming language in grades 9. Python's simple syntax and
flexible tools allow students to easily learn the basics of programming. The collection
of tasks is aimed at developing students' algorithmic thinking, creativity and
teamwork skills. The complex is divided into three levels: beginner, intermediate, and
advanced. At each level, students work through the pygame library, from simple
games to complex projects. The combination of theoretical and practical activities
increases students' interest in programming. The collection provides code examples
and assignments to create creative projects. In addition, in the process of learning,
special attention is paid to creativity and quality of students' work. The proposed set
of tasks will contribute to the training of future specialists interested in the IT field of
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the school program. The article is aimed at improving the quality of education and
developing students' technological literacy.

Key words: Python programming language, creation of 2D-games, Pygame
library, algorithmic thinking, teaching methodology.
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