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Note: I have visited online tutorials on Google to learn some to code for some parts of the
program

Aim
The environment has been and is continuing to be damaged in South Australia. Therefore, I
choose this as the topic for my program, calling South Australians to take responsible actions
for environmental degradation, which tremendously impacts not only on nature but also the
human population. The program is designed to be user-friendly and appealing-looking to
engage with young audiences. Research-based facts and statistics are also used to persuade
awareness, which then is followed by realistic and do-able suggestions of actions that can help
improve the situation. My program could be used to spread awareness and educate South
Australia’s students as a potential application.

The program is coded using IDLE (Python 3.9 version) and is expected to work on similar
applications. To load the entry, please download the file folders and open the program using
IDLE. Then an interface should be displayed on a shell like the picture below.
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Explained Code (explaination after #)

import pygame
pygame.init()

#creating a class for displayed pictures and text
class dot():
def __init__(self):
self.color=(0,0,0)
self.x=0
self.y=0
self.mx=0
self.mx2=0
self.my=0
self.my2=0
self.time=0
self.size=65
self.image=pygame.transform.scale(pygame.image.load("./Oliphant/bushfire.png"),

[SCREEN_WIDTH,SCREEN_HEIGHT])

def draw(self,screen):
pygame.draw.ellipse(screen, self.color, [self.x,self.y,self.size,self.size], 15)



##### Colours #####
BLACK = ( 0, 0, 0)
WHITE = (255, 255, 255)

##### Screen Initialisation #####
SCREEN_WIDTH = 1300
SCREEN_HEIGHT = 750
size = (SCREEN_WIDTH, SCREEN_HEIGHT)
screen = pygame.display.set_mode(size)
pygame.display.set_caption("Sure You Want To Live Here?")

#Impacts on Human Mode
bg=pygame.transform.scale(pygame.image.load("./Oliphant/bg.png"),
[SCREEN_WIDTH,SCREEN_HEIGHT])
bushfire=pygame.transform.scale(pygame.image.load("./Oliphant/bushfire.png"),
[SCREEN_WIDTH,SCREEN_HEIGHT])
air=pygame.transform.scale(pygame.image.load("./Oliphant/air.png"),
[SCREEN_WIDTH,SCREEN_HEIGHT])
heatwave=pygame.transform.scale(pygame.image.load("./Oliphant/heatwave.png"),
[SCREEN_WIDTH,SCREEN_HEIGHT])
dot_image=[bushfire,air,heatwave]

dot_cor=[125,384],[400,150],[825,276]

#Impacts on Animal Mode
a_bg=pygame.transform.scale(pygame.image.load("./Oliphant/a_bg.png"),
[SCREEN_WIDTH,SCREEN_HEIGHT])
a_bushfire=pygame.transform.scale(pygame.image.load("./Oliphant/b_a.png"),
[SCREEN_WIDTH,SCREEN_HEIGHT])
a_specie=pygame.transform.scale(pygame.image.load("./Oliphant/s_a.png"),
[SCREEN_WIDTH,SCREEN_HEIGHT])
a_heatwave=pygame.transform.scale(pygame.image.load("./Oliphant/h_a.png"),
[SCREEN_WIDTH,SCREEN_HEIGHT])
a_dot_image=[a_bushfire,a_specie,a_heatwave]

a_dot_cor=[125,384],[359,590],[825,276]
a_dot_lst=[]

#Turning each image to an object belong to the class Dot above, so they can be clicked,
displayed, interact with user,etc.



for x, y in a_dot_cor:
d = dot()
d.x = x
d.y = y
a_dot_lst.append(d)
d.image=a_dot_image[a_dot_lst.index(d)]

a_dot_lst[1].image2=pygame.transform.scale(pygame.image.load("./Oliphant/p_habitat.png"),
[SCREEN_WIDTH,SCREEN_HEIGHT])

#Actions Mode pictures upload
bg2=pygame.transform.scale(pygame.image.load("./Oliphant/bg2.png"),
[SCREEN_WIDTH,SCREEN_HEIGHT])
bf=pygame.transform.scale(pygame.image.load("./Oliphant/p_b.png"),
[SCREEN_WIDTH,SCREEN_HEIGHT])
a=pygame.transform.scale(pygame.image.load("./Oliphant/p_a.png"),
[SCREEN_WIDTH,SCREEN_HEIGHT])
h=pygame.transform.scale(pygame.image.load("./Oliphant/p_h.png"),
[SCREEN_WIDTH,SCREEN_HEIGHT])
dot_image2=[bf,a,h]

dot_lst=[]

for x, y in dot_cor:
d = dot()
d.x = x
d.y = y
dot_lst.append(d)
d.image=dot_image[dot_lst.index(d)]
d.image2=dot_image2[dot_lst.index(d)]

#Uploading Instructions: starting, ending screen
start_pic=pygame.transform.scale(pygame.image.load("./Oliphant/start.png"),
[SCREEN_WIDTH,SCREEN_HEIGHT])#change
sa1=pygame.transform.scale(pygame.image.load("./Oliphant/sa1.png"),
[SCREEN_WIDTH,SCREEN_HEIGHT])
sa2=pygame.transform.scale(pygame.image.load("./Oliphant/sa2.png"),
[SCREEN_WIDTH,SCREEN_HEIGHT])
end=pygame.transform.scale(pygame.image.load("./Oliphant/end.png"),
[SCREEN_WIDTH,SCREEN_HEIGHT])
end2=pygame.transform.scale(pygame.image.load("./Oliphant/exit.png"),
[SCREEN_WIDTH,SCREEN_HEIGHT])
instr_m=[[546,20,752,97],[982,1024,150,180],[1247,14,1280,44],[551,755,508,580]]



instr=[sa1,sa2,end,end2]
instr_lst=[]
for b,c,d,e in instr_m:
a=dot()
a.mx=b
a.mx2=d
a.my=c
a.my2=e
instr_lst.append(a)
a.image=instr[instr_lst.index(a)]

done = False
clock = pygame.time.Clock()

start="yes"
dot_image_dis="no"
a_dot_image_dis="no"
instr_image_dis="no"
screen_dis=1
instr_dis=[0]

mode="human"

##### Main Program Loop #####
while not done:

screen.fill(BLACK)
while screen_dis==1:

if mode=="human":
#set up background for human mode
screen.blit(bg,[0,0])
screen.blit(end2,[0,0])
#display objects on screen
for i in dot_lst:
i.draw(screen)

#display the text if user click into it
while dot_image_dis=="yes":
screen.blit(dot_dis[0].image,(0,0))
break



#similar to code for impacts on human mode, just using different pictures
if mode=="animal":

screen.blit(a_bg,[0,0])
screen.blit(end2,[0,0])

for i in a_dot_lst:
i.draw(screen)

while a_dot_image_dis=="yes":
screen.blit(a_dot_dis[0].image,(0,0))
break

#break

while instr_image_dis=="yes" and instr_dis[0].time<1:
screen.blit(instr_dis[0].image,(0,0))
break

if start=="yes":
screen.blit(start_pic,[0,0])

break

#switch screen to Actions mode
while screen_dis==-1:
screen.blit(bg2,[0,0])
screen.blit(end2,[0,0])
dot_lst.append(a_dot_lst[1])

for i in dot_lst:
i.draw(screen)

# display dots (where user click to see more information)
while dot_image_dis=="yes":
screen.blit(dot_dis[0].image2,(0,0))
break

#display instructions
while instr_image_dis=="yes" and instr_dis[0].time<1:
screen.blit(instr_dis[0].image,(0,0))
break

break



##### Events Loop #####
for event in pygame.event.get():
pressed_pos=pygame.mouse.get_pos()

if event.type == pygame.QUIT:
done = True

if event.type == pygame.MOUSEBUTTONDOWN:
print ("x = {}, y = {}".format(pos[0], pos[1]))

#if user clicks red x button then change start to “no” to display a text and close
if start=="yes":
if 987<= pressed_pos[0] < 1024 and 150<= pressed_pos[1] <180:
start="no"
#display text/pictures if user change modes

for i in instr_lst:
if i.mx <= pressed_pos[0] < i.mx2 and i.my <= pressed_pos[1] < i.my2:
instr_image_dis="yes"
instr_dis=[i]

if instr_dis[0] == instr_lst[0]:
if 987<= pressed_pos[0] < 1024 and 150<= pressed_pos[1] <180:
instr_image_dis="no"
instr_dis=[instr_lst[1]]
instr_image_dis="yes"
pressed_pos=[0,0]

if instr_dis[0] == instr_lst[1]:
if 987<= pressed_pos[0] < 1024 and 150<= pressed_pos[1] <180:
instr_image_dis="no"
instr_lst[0].time=1
instr_lst[1].time=1

if instr_dis[0] == instr_lst[2]:
if 551<= pressed_pos[0] < 755 and 508<= pressed_pos[1] <580:
done = True

#switch between impacts on human/nature mode
if 1192<= pressed_pos[0] < 1261 and 505<= pressed_pos[1] <570:
mode="human"

if 1192<= pressed_pos[0] < 1261 and 618<= pressed_pos[1] <678:
mode="animal"



#display picture/text if user click on dot
if mode=="human":
for i in dot_lst:
if i.x <= pressed_pos[0] < i.x + i.size and i.y <= pressed_pos[1] < i.y + i.size:
dot_image_dis="yes"
dot_dis=[i]

#close if user click x
if 987<= pressed_pos[0] < 1024 and 150<= pressed_pos[1] <180:
dot_image_dis="no"
dot_dis=[]

#switch modes
if 548<= pressed_pos[0] < 756 and 18<= pressed_pos[1] <102:
screen_dis=screen_dis*-1

if mode=="animal":
for i in a_dot_lst:
if i.x <= pressed_pos[0] < i.x + i.size and i.y <= pressed_pos[1] < i.y + i.size:
a_dot_image_dis="yes"
a_dot_dis=[i]

if 987<= pressed_pos[0] < 1024 and 150<= pressed_pos[1] <180:
a_dot_image_dis="no"
a_dot_dis=[]

if 548<= pressed_pos[0] < 756 and 18<= pressed_pos[1] <102:
screen_dis=screen_dis*-1

if event.type == pygame.MOUSEMOTION:
if mode=="human":
pos = pygame.mouse.get_pos()

#just to let user know they are hovering over a clickable button
for i in dot_lst:
if i.x <= pos[0] < i.x + i.size and i.y <= pos[1] < i.y + i.size:
i.color=(255,255,255)

else:
i.color=(0,0,0)

if mode=="animal":
for i in a_dot_lst:
if i.x <= pos[0] < i.x + i.size and i.y <= pos[1] < i.y + i.size:
i.color=(255,255,255)

else:
i.color=(0,0,0)



pygame.display.flip()
clock.tick(60)

pygame.quit()
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