PyGame
collisions
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Rect.colliderect
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1t space_ship rect.colliderect(sun_rect):
sun = sun?

else:
sun = sunl



space_ship
space_ship

space_ship

pygame.image. load("img/spacecraftt.png”)

pygame.transform.scale(space ship, (58, 58)) .-z
AXT

pygame.transform.rotate(space_ship, -98)

space_ship rect = space_ship.get rect()

sunl = pygame.image.load("img/sun.png”)

sunl = pygame.transform.scale(sunl, (106, 168))

sun2 = pygame.image.load("img/sun_1.png")

sun2

sun = sunl

pygame.transform.scale(sun2, (108, 100))

sun_rect = sun.get _rect(center=(700,100))

run = True
while (run):

for event in pygame.event.get():

if event.type == pygame.QUIT:

run = False

if event.type == pygame.KEYDOWN:

it event.key == pygame
angle = angle - 5
it event.key == pygame
angle = angle + 5

it event.key == pygame.

speed += 1

if event.key == pygame
speed -= 1

it event.key == pygame
speed = @

_K_RIGHT:

_K_LEFT:

K_UP:

-K_DOWN:

.K_SPACE:
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screen.blit(space, (0,0))
screen.blit(sun, sun_rect)

x += (math.cos(angle/36@ * 2 * math.pi) * speed)
X = X % WIDTH

y -= (math.sin(math.radians(angle)) * speed)

y = y % HEIGHT

space_ship rotated = pygame.transform.rotate(space ship, angle=angle)
space_ship rect = space_ ship.get rect()

space_ship rect.center = x, y

screen.blit(space ship rotated, space ship rect)

it space_ship_rect.colliderect(sun_rect):
sun = sun2

else:
sun = sunl

pygame.display.flip()
clock.tick(FPS)
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https://github.com/MarkmanGilad/Animation
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