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import pygame

class SpaceShi

from Graphics import *

class SpaceShip (pygame.sprite.Sprite):
def __init_ (self, image) -> None:

super(). init_ ()
self.image = image

self.rect = self.image.get rect()

self.radius = 30
self.mask = pygame.mask.from surface(self.image)

def move (self, dx, dy):

X, y = self.rect.midbottom
X = (x + dx) % WIDTH
y = (y + dy) % HEIGHT
self.rect.midbottom = x, y
def draw (self, surface):
surface.blit(self.image, self.rect)

def update(self, dx, dy): # for sprite Group
self.move(dx,dy)
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import pygame
from Graphics import *
from SpaceShip import SpaceShip

pygame.init()

screen = pygame.display.set_mode((WIDTH, HEIGHT))
pygame.display.set _caption('Reversi’)

clock = pygame.time.Clock()
screen.fill(LIGHTGRAY)

space_ship img
space_ship_img

pygame.image.load("img/spacecraft.png")
pygame.transform.scale(space_ship_img, (60, 60))

space_ship = SpaceShip(space_ship_img)

run = True
while (run):

for event in pygame.event.get():

if event.type == pygame.QUIT:

run = False
screen.fill(LIGHTGRAY)

space_ship.move(3, 0)
space_ship.draw(screen)

pygame.display.update()
clock.tick(FPS)
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space_ship.rect.midbottom = (400,599)
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import pygame
from Graphics import *
from SpaceShip import SpaceShip

pygame.init()

screen = pygame.display.set mode( (WIDTH, HEIGHT))
pygame.display.set caption('Reversi’)

clock = pygame.time.Clock()
screen.fill(LIGHTGRAY)

speed x, speed y = 0, ©

space_ship img = pygame.image.load("img/spacecraft.png”)
space_ship img = pygame.transform.scale(space_ship_img, (60, 60))
space_ship = SpaceShip(space_ship_img)

space_ship.rect.midbottom = (400,599)

run = True
while (run):
for event in pygame.event.get():
if event.type == pygame.QUIT:
run = False
if event.type == pygame.KEYDOWN:
if event.key == pygame.K_LEFT:
speed x += -1

if event.key == pygame.K_RIGHT:

speed_ x += 1

if event.key == pygame.K UP:
speed_y += -1

if event.key == pygame.K DOWN:
speed y += 1

if event.key == pygame.K_SPACE:

speed_x, speed y = 0, ©
screen.fill(LIGHTGRAY)

space_ship.move(speed x,speed_y)
space_ship.draw(screen)

pygame.display.update()
clock.tick(FPS)
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from Graphics import *

class Sun (pygame.sprite.Sprite):
def _init_ (self, img) -> None:
super()._ init_ ()
self.image = img
self.image = pygame.transform.scale(self.image, (60, 60))
self.rect = self.image.get rect(center = (100, 100))
self.radius = 20

self.mask = pygame.mask.from_surface(self.image)

def draw (self, surface):

surface.blit(self.image, self.rect)

def move (self):

X, y = self.rect.center \ P

X = (X + 1) % WIDTH _ \ | ,
y = (y + 1) % HEIGHT \
self.rect.center = x, y

\ | j
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def update(self): ‘
self.move()
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pygame.init()

screen = pygame.display.set_mode( (WIDTH, HEIGHT))
pygame.display.set_caption('Reversi')

clock = pygame.time.Clock()
screen.fill(LIGHTGRAY)

space_ship _img = pygame.image.load("img/spacecraft.png")
space_ship img = pygame.transform.scale(space _ship_img, (60, 60))
space_ship = SpaceShip(space ship img)

space_ship.rect.midbottom = (200,599)

sun_img = pygame.image.load("img/sun.png")
sun = Sun(sun_img)

speed x, speed y = 0, ©

run = True
while (run):

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

if event.type == pygame.KEYDOWN: -:-

screen.fill(LIGHTGRAY)

space_ship.move(speed x,speed y)

space_ship.draw(screen)

sun.move()
sun.draw(screen)

pygame.display.update()
clock.tick(FPS)
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pygame.init()

screen = pygame.display.set _mode((WIDTH, HEIGHT))
pygame.display.set_caption('Reversi')

clock = pygame.time.Clock()
screen.fill(LIGHTGRAY)

space_ship img = pygame.image.load("img/spacecraft.png”)
space_ship img = pygame.transform.scale(space_ship _img, (60, 60))
space_ship = SpaceShip(space_ship_img)

space_ship.rect.midbottom = (200,599)

sun_img = pygame.image.load("img/sun.png")
sun = Sun(sun_img)

speed X, speed y = 0, ©
color = LIGHTGRAY

run = True
while (run):
for event in pygame.event.get():
if event.type == pygame.QUIT: -
if event.type == pygame.KEYDOWN: -
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e

screen.fill(color)

space_ship.move(speed_x,speed_y) f
space_ship.draw(screen) :

sun.move()
sun.draw(screen)

if pygame.sprite.collide rect(space ship, sun):
color = pygame.Color('LightBlue’)
else:

color LIGHTGRAY

pygame.display.update()
clock.tick(FPS)
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if pygame.sprite.collide circle(space _ship, sun):
color = pygame.Color('LightBlue')
else:

color LIGHTGRAY
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self.mask = pygame.mask.from_surface(self.image) //
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if pygame.sprite.collide_mask(space ship, sun):
color = pygame.Color('LightBlue’)
~ else:
color = LIGHTGRAY
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screen = pygame.display.set mode((WIDTH, HEIGHT))
pygame.display.set_caption('Srites’)

clock = pygame.time.Clock()
screen.fill(LIGHTGRAY)

speed x, speed y = 0, @
space_ship img =
space_ship_img =
space_ship_Group =

pygame.image.load("img/spacecraft.png")
pygame.sprite.Group()

for i in range(5):
for j in range(3):
space_ship = SpaceShip(space_ship_img)
space_ship.rect.midbottom = (606*1,599-
space_ship Group.add(space_ship)

j*6e)

pygame.transform.scale(space_ship_img, (60, 60))
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run = True
while (run):
for event in pygame.event.get():
if event.type == pygame.QUIT:
run = False
if event.type == pygame.KEYDOWN: -
screen.fill(LIGHTGRAY)

space_ship Group.update(speed x,speed y)
space_ship Group.draw(screen)
pygame.display.update()

clock.tick(FPS)
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for sprite in colisions:

colisions = pygame.sprite.groupcollide(sun_Group, space_ship_Group, False, True, pygame.sprite.collide_mask ) f
if colisions /
print(sprite.rect.center)
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