<p.115> 程式碼第一段，第1行
原為：
❶  friends = ['phil', 'sarah']

for name in favorite_languages.keys():

print(name.title())

❷

if name in friends:

❸


language = favorite_languages[name].title()

print(f"\t{name.title()}, I see you love {language}!")

改為：
❶  friends = ['phil', 'sarah']

for name in favorite_languages.keys():

print(f"Hi {name.title()}.")
❷

if name in friends:

❸


language = favorite_languages[name].title()

print(f"\t{name.title()}, I see you love {language}!")

<p.179> 第三段第1行
原為：我們定義__init__() 方法有三個參數：selft、name 和age。在此方法的定義中
改為：我們定義__init__() 方法有三個參數：self、name 和age。在此方法的定義中，

<p.183>：程式碼
原為：
❷ def get_descriptive_name(self):

"""Return a neatly formatted descriptive name."""

long_name = f"{self.year} {self.manufacturer} {self.model}"

return long_name.title()

改為：
❷ def get_descriptive_name(self):

"""Return a neatly formatted descriptive name."""

long_name = f"{self.year} {self. make} {self.model}"

return long_name.title()

<p.264>：alien_invasion.py程式碼
原為：
--省略--

from settings import Settings

from ship import Ship

class AlienInvasion:

"""Overall class to manage game assets and behavior."""

def __init__(self):

--省略--

pygame.display.set_caption("Alien Invasion")

❶
self.ship = Ship(self)

def run_game(self):

--省略--

# Redraw the screen during each pass through the loop.

self.screen.fill(self.settings.bg_color)

❷


self.ship.blitme()

# Make the most recently drawn screen visible.

pygame.display.flip()

--省略--
改為：
--省略--

from settings import Settings

from ship import Ship

class AlienInvasion:

"""Overall class to manage game assets and behavior."""

def __init__(self):

--省略--

pygame.display.set_caption("Alien Invasion")

❶

self.ship = Ship(self)

def run_game(self):

--省略--

# Redraw the screen during each pass through the loop.

self.screen.fill(self.settings.bg_color)

❷


self.ship.blitme()

# Make the most recently drawn screen visible.

pygame.display.flip()

--省略--
<p.269>：alien_invasion.py程式碼
原為：
def _check_events(self):

"""Respond to keypresses and mouse events."""

for event in pygame.event.get():

--省略--

elif event.type == pygame.KEYDOWN:

if event.key == pygame.K_RIGHT:

❶



ship.moving_right = True
❷

elif event.type == pygame.KEYUP:

if event.key == pygame.K_RIGHT:

ship.moving_right = False
改為：
def _check_events(self):

"""Respond to keypresses and mouse events."""

for event in pygame.event.get():

--省略--

elif event.type == pygame.KEYDOWN:

if event.key == pygame.K_RIGHT:

❶



self.ship.moving_right = True

❷

elif event.type == pygame.KEYUP:

if event.key == pygame.K_RIGHT:

self.ship.moving_right = False
