Peculiar Conquering

* Let’s build a game called Peculiar Conquering!




N/

Which Language do you have developed in
Peculiar Conquering?

* Python



/ T e e

Python

INTRODUCTION:-

Python is general purpose and powerful programming
languages.




Who created Python?

* Developed by Guido Van Rossum



How python got it’s name?

The Name python is inspired from Guido’s favorite
comedy Tv show called “Monty Python Flying Circus”




Why was python Created?

* Guido started python development as a hobby in 1989.




Which IDE(Integrated Development Environment) do you

have developed in game?

* PyCharm



PyCharm

INTRODUCTION

PyCharm is a software application that provides
comprehensive facilities to computer programmer for
software development.
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Installing Pygame?

Firstly we have to install the Pygame module in IDE
PyCharm. To Install Pygame module in PyCharm.

To install “pip install pygame”.

The module “pip install pygame” has successfully
installed.
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Creating a Pygame Window and Responding
to User Input

* In this phase of project development we have to make
an empty window with (1200, 800)



5 Alien Invasion - *




- o

But we should make an empty window with (800, 600)
for more user friendly.

Which will show



£y Alien Invasion - X




Setting the Background Color

For setting project background color with
(230,230,230) which genuinely shows grey background
color.

That is showing below:-
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But for more attractive and showing beautiful we
should set the project background color with (0,255,0)
which shows green color
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The game that name was Alien Invasion

‘ £ Alien Invasion — O >



From my point of view the game’s name
should be Peculiar Conquering

{§ Peculiar Conquering — O >



/ Adding the Ship Image




The name of ship will be “Water Craft”.

Now we are gonna to add image of ship in our empty
colored windows at the position of center bottom.
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Now the turn of controlling the ship in our colored
window that means we are going to add the
functionality of the ship which continuously moves left
to right after pressing the “space bar” key.

We can also control the speed of the ship like from 1.5
replacing by 2.0
Then we will add the bullets that are appear in left to

right with speed of 1.0(we can also change it by 1.5) on
our window full display after pressing the space bar key












The ship is releasing the bullets continuously in left to
right direction after pressing the space bar key.

[f we want to quit the functionality of the ship that is
releasing bullets we have to press the ‘Q’ or ‘q’ key.

During first time of releasing bullets after pressing the
space bar key only and only 3 bullets can release.






Now we are going to create or add a stranger
image like:




Placing one stranger on the screen is like placing a ship
on the screen.




In the first row of our window colored display the
peculiar will be only sive.




e have 5 peculiar in one row but we have to work in 4 rows that
means we will have be 20 peculiar which are appearing in our
window display with a ship:




Now let’s

make the fleet of aliens move to the right

across the screen until it hits the edge, and then make
it drop a set amount and move in the other direction.
We'll continue this movement until all aliens have
been shot down, one collides with the ship, or one

reaches t!
making t!

he bottom of the screen. Let’s begin by
he fleet move to the right.

Now we’l]

| create the settings that will make the fleet

move down the screen and to the left when it hits the
right edge of the screen.



When an alien reaches the edge, the entire fleet needs
to drop down and change direction.

In game programming, collisions happen when game
elements overlap.

We want to know right away when a bullet hits an alien
so we can make an alien disappear as soon as it’s hit. To
do this, we’ll look for collisions immediately after
updating the position of all the bullets.
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To make a new fleet of aliens appear after a fleet has
been destroyed, we first check whether the aliens
group 1s empty.

Once all rows peculiar conquering has destroyed then
again the new peculiar conquering will be appeared
and these will move a bit faster than previous peculiar

conquering moving speeds and the bullets will be
released from the ship and shoot them.

[f an alien reaches the bottom of the screen, we’ll have
the game respond the same way it does when an alien
hits the ship.



Peculiar conquering feels more complete now, but the
game never ends.






we'll add a play button to start a game on demand or to
restart a game once it ends.

The play button that appears before a game begins and
reappears when the game ends so the player can play
again.

The play button that has added in our game window
display, was white color but we have changed it by
replacing blue color that makes attractive gaming.






To start the game when the player clicks play button on
the display then game will be played. The play button
works only for first time when player clicks play button
and will not work after first game ends.

But the one issue with play button is during running
game the play button is visible on the screen. So now
we will make the play button invisible after first time
clicking play button.



Because if the play button will be appeared on the
screen and by mistake if the play button clicks, the

game will be restarted.

When the player will play the game the scoring of the
game will be started from zero(o).






Now we are going to update the live score of the game
on the screen whenever a peculiar will be hitted.

In one hits of peculiar the score will be increasing by
50 but we should increase the score 10 at first hits of
peculiar.









Now we are going to focus on scoreboard for setting
current score and high score when player plays the
game because every player wants to beat a game,s high
score.

The current score will be along with playing the game
and the high score will be previously played game’s
high . But if the current game’s score is big than high
then after ending game and playing again game in that
window the scoreboard will be shown the high score
that was current score in previous game which was
bigger than that high score.












playing the game all peculiar wi

Then now we want to show the level of the players who
plays the game and level depends upon if the first time

| be destroyed in all

rows then the player’s level will be one and

continuously works so on....









In the final stage of the game “The current score” will
be along with playing the game and the high score will
be previously played game’s high. But if the current
game’s score is big than high then after ending game
and playing again game in that current windows the
scoreboard will be shown the score that was current
score in previous game which was bigger than that
high score and also level of the players will be shown
on the top of the right below the current scoreboard
which wil be increased by hitting or destroying the all
peculiar that appear in all five rows.
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9.0
1 impert sys n ﬁ. Peculiar_Conquering.py
2 from time import sleep
3 import pygame
4 from sets import Sets
5 from khel stats import EhelStats
[ from score_board import ScoreBoard
7 from push button import PushButton
=] from water_craft import WaterCraft
5 from pellet import Pellet
10 f@n stranger import Stranger
11 class PeculiarConquering :|
12 def _ init_ (s=lf):
13 pygame.init()
14 gzlf.gets = Seta()
15 szli.screen = pygame.display.set_mode((0, 0), pygame.FULLSCREEN)
1€ szli.sets.gcreen width = ssli.screen.get_rect().width
17 self.sets.screen _height = self.screen.get_rect().height
18
15 pygame.display.set_caption("Peculiar Conguering")
20
21 # Create an instance to store game statistics,
2z # and create a score board.
23 self.stats = EhelStats(s=1f)
24 self.sb = ScoreBoard(s=1f)
25
2& self.water_craft = WaterCraft(sslf)
27 self.pellets = pygame.sprite.Group()
28 self.strangers = pygame.sprite.Group ()
23 self._create_fleet()
30
31 # Make the Play push button.
32 szlf.play_push button = PushButton(s=lZ, "Play")
- © IDEand Plugin Updates
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# Make the Play push button.
self.play_push button = PushButton(sslZ, "Play")

run_game (selfj):
nerStart the main loop for the game. """
while True:
zelf._check_events()
if self.stats.game_active:
self.water_craft.update()
self._update_pellets()
self._update_strangers()
self._update_screen()

# Make the most recently drawn screen visible.
pygame.display.£1ip()

_check play_push_button({sslf, mouse_pos):
nneMctart 4 new game when the player clicks Blay. """
push button_clicked = szlf.play push button.rect.collidepoint (mouse_pos)
if push button clicked and not sslfi.stats.game actiwve:
# Reset the game stes.
self.seta.initialize dynamic sets ()
# Reset the games statistics.
self.stats.reset_stats()
seli.stats.game_active = True
seli.sk.prep_score()
self.sk.prep_level()
3elf.sb.prep water crafts()

# Get rid of any remaining strangers and pellets.
self.strangers.empty()
selfi.pellets.empty ()

PeculiarCenquering
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geli.strangers.empty()
selfi.pellets.empty ()

# Create a new fleet and center the water craft.

self._create_fleet()
szli.water_cralt.center_water craft()

# Hide the mouse cursor.
pygams.mouse.set_visible (False)

def _check_events(sslf):
rrrRespond to keypresses and mouse events. "
for event in pygame.event.get():
if event.type == pygame.QUIT:
ays.exitc{)

elif event.type == pygame.KEYDOWI:
self._check_keydown events(event)

elif event.type == pygame.EREYUP:
self._check_keyup events(event)

elif event.type = pygame.MOUSEBUTTONDOWN:
mouse_pos = pygame.mouse.get_pos()
3zlf._check_play push button{mouse_pos)

def _check keydown events(sslf, event):
rrrRespond to keypresses. '
if event.key == pygame.K RIGHT:
self.water_craft.moving_right = True
elif event.key == pygame.K LEFT:
self.water_craft.moving_left = True
elifl svent.key == pygame.K q:

PeculiarConquering

u ﬁPeculial_Conquering.p_', x
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elif event.key == pygame.K LEFT:
self.water_craft.moving left = True

elif event.key == pygame.E q:
sys.exit()

elif event.key == pygame.K SPACE:
zelf._fire pellet()

def _check kevup events(s=lI, event):
"MRespond to key releases. """
if event.key = pygame.K RIGHT:
self.water_craft.moving right = False
elif event.key == pygame.K LEFT:
selfi.water_craft.moving left = False

def _fire pellet(s=li):
nMNCreste 4 nev pellet and add it to the pellets group. """
if len(s=lf.pellets) < sz=lf.sets.pellets_allowed:
new_pellet = Pellet(s=1f)
self.pellets.add (new_pellet)

def _update_strangers(sslIi):
wmn
Check if the fleset 15 at an =dgs,
then update the positions of all strangsrs in the flesst.
o
self._check fleet_ edges()
self.strangers.update ()

# Look for stranger-vater craft collisions.
if pygame.sprite.spritecollideany(sslfi.water_craft, sslf.strangers):
self._water_craft _hit{)

# Look for strangers hitting the bottom of the screen.

PeculiarConguering
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self._water_craft_hit()

# Look for strangers hitting the bottom of the screen.
self._check strangers_bottom()

_update_pellets(sslI):
"rindate position of pellets and get rid of old pellets. ™™™
seli.pellets.update ()
# Get rid of pellets that have disappeared.
for pellet in self.pellets.copy({):
if pellet.rect.bottom <= 0:
seli.pellets.remove (pellet)
self._check pellet stranger_collisions()

_check_pellet_stranger collisions(sslZ):
"mRespond to pellet-strangsr collisions.
# Remove any pellets and strangers that have collided.
collisions = pygame.sprite.groupcollide (s=lf.pellets,

self.strangers, True,

if collisions:
for strangers in ccllisicns.values{):
self.stats.score += self.sets.stranger points * len(strangers)
self.sb.prep_score()
self.sb.check high score()

if not s=lf.strangers:
# Destroy existing pellets and create new flest.
seli.pellets.empty ()
self._create_fleet()
self.sets.increase_spesd()

# Increase level.
self.stats.level += 1

PeculiarConquering
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# Increase level.
self.gtats.level += 1
self.sb.prep_level()

def _update_screen(ssli):
"M'ipdate Images on the screen, and flip to the new scresn, """
self.screen.fill (self.sets.bg_color)
self.water_craft.blitme ()
for pellet in s=li.pellets.sprites():
pellet.draw_pellet()
zzlf.strangers.draw({ssli.screen)
# Draw the score information.
zeli.shk.show_score()
# Draw the play push button i1f the gams 15 lnactive.
if not sesli.stats.game_active:
seli.play_push button.draw_push button()

pygame.display.flip()

def _create_fleet(sslf}:
nenCreate the fleet of strangers."""
# Create an strangsr and find the numbsr of strangers 1n & row.
# Spacing betwsen sach stranger 1s squal to one strangsr width.
stranger = Stranger(s=li)
stranger_width, stranger height = stranger.rect.size
available_space_x = self.sets.screen_width - (2 ¥ stranger width)
nurber_strangers_x = available_space x // (2 ¥ stranger_width)

# Determine the number of rows of strangers that fit on the screen.
water craft height = self.water_craft.rect.height
available_space_y = (sslf.sets.screen _height - (3 * stranger_height) - water_craft_height)

_ : © IDE and Plugin Updates
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[ Project = 0 = & — 18 water_craft_height = self.water_craft.rect.height u ﬁ.PecuIial_Conqueling.p}, %
182 available space_y = (sslf.sets.screen height - (3 * stranger height) - water craft height)
v -A_Slﬁ)_That_Fires_Hulels Ci\Users\Dell\Pyc 183 number rows = available space_v // (2 * stranger_height)
» [Wimage 184
ﬁ.khel_stais.py 185 # Create the full fleet of strangers.
ﬂm_cmw 186 for row_number in range (number rows):
ﬁ.pellet.py 187 for stranger_number in range (number strangers_x):
4 188 self. create_stranger(stranger number, row _number)
EE. push_button.py . - - - -
[ score_board py 150 def _check fleet edges(s=1f):
I‘iseis-w 153 "mRespond appropriately if any strangers have reached an edge. """
ﬁ.seﬂings.py 1s2 for stranger in self.strangers.sprites():
ﬁvSllal'\QEI-P’y 193 if stranger.check_sdges():
5 BEvenv library root 154 self._change_fleet_direction()
4 155 break
[E.watel_cmﬂ.py I
> Il External Libraries 157 def _change_fleet_direction({self):
> Uy Scratches and Consoles 138 Drop the entire fleet and change the fleet's direction.
199 for stranger in self.strangers.sprites():
200 stranger.rect.y += self.sets.fleet_drop speed
201 self.sets.fleet_direction *= -1
202
203 def _create_stranger(self, stranger number, row_number):
204 'Create an stranger and place it in the row."
g 205 stranger = Stranger(s=1f)
E 20€ stranger_width, stranger height = stranger.rect.size
EI 207 stranger.x = STranger_width + 2 * stranger width * stranger number
- 208 stranger.rect.X = Stranger.x
209 stranger.rect.y = stranger.rect.height + 2 * stranger.rect.height * row_number
. 210 self.strangers.add(stranger)
:E 211
E 212 def _water_craft_hit(self):
a 213 Respond to the water craft being hit by an stranger. o IDE and Plugin Updates
* PeculiarConquering PyCharm is ready to update.
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z12 def _water craft hit(ssli):

213 ""'"Respond to the water craft being hit by an stranger."""

z14 if self.stats.water_crafts_left > 0:

215 # Decrement water crafts left, and update score board.

216 self.stats.water_crafts_left —= 1

217 self.sb.prep_water_crafts()

2ls

213 # Get rid of any remaining strangers and pellets.

220 self.strangers.empty ()

227 self.pellets.empty()

222

223 # Create a nev fleet and center the water craft.

224 self._create_fleet()

225 seli.water craft.center_water_crait()

22¢

227 # Pause.

228 sleep(0.5)

225 else:

230 szli.stats.game_active = False

231 pygame.mouse.set_visible (True)

232

233 def _check strangers_bottom{sslf):

234 "MnCheck 1f any strangers have reached the bottom of the screen. "

235 screen rect = ssli.screen.get_rect()

23¢ for stranger in s=lf.strangers.sprites():

237 if stranger.rect.bottom >= screen rect.bottom:

238 # Treat this the same a5 if the wvater craft got hit.

239 zelf. water craft hit()

240 break

241

242

242 P [Jif __name == ' main ': © IDE and Plugin Updates
PeculiarConquering PyCharm is ready to update.
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219 # Get rid of any remaining strangers and pellets.
1220 self.strangers.empty ()
. 221 zeli.pellets.empty ()

222

223 # Create a new fleet and center the water craft.

224 self._create_fleet()

225 seli.water_craft.center_water_craft()

226

227 # Pause.

228 = sleep{0.5)

225 E else:

230 | self.stats.game_active = False

231 = pygame.mouse.set_visible (True)

232 I

233 ] def _check strangers_bottom(sslI):

234 mMMTheck 1f any strangers have reached the bottom of the scresn, """

235 screen_rect = self.screen.get_rect()

23¢ -] for stranger in sslf.strangers.sprites():

237 IJ—'I if stranger.rect.bottom >= screen rect.bottom:

238 # Treat this the same as if the water craft got hit.

239 self._water_craft_hit()

240 =1 break

241

242

243 B Jif __name = ' main ':

244 # Make a game instance, and run the game.

245 ai = PeculiarConguering()

24¢ = ai.run _game()

PeculiarCongquering
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import pygame
from pygame.sprite import Sprite

class Pellet (Sprite):

nny olass o manage pellets fired from the vater craft"""

def _ init (self, ai_game):
""MCreate a pellet object at the water craft's current position. """
super()._ init_ ()
self.screen = al game.SCreen
self.sets = al_game.sets
self.color = self.sets.pellet_color
# Create a pellet rect at (0, 0) and then set correct position.
self.rect = pygame.Rect {0, 0, sslf.sets.pellet width, sslf.sets.pellet _height)
self.rect.midtop = ai game.water_craft.rect.midtop

# Store the pellet's position as a decimal value.
self.y = float(ssli.rect.y)

def update{s=lf):
"riMove the pellet up the screen. ™"
# Update the decimal position of the pellet.

self.y —= 3elf.sets.pellet speed
# Update the rect position.
self.rect.y = self.vy

def draw pellet(sslf):

"rDrav the pellet to the screen. ™"
pygame.draw.rect {self.screen, s=lf.color, ss=li.rect)

Pellet > _init_()

ﬁ. pellet.py

1on Console
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L class KnelStats: " {5 khel_stats.py
2 menTyrack statistics for Peculiar Conguering. ™"

3

4 = def _ init (s=lf, ai_game):

[ '"Tnitiglize statistics.""

& self.sets = ai_game.sets

7 self.reset_stats()

2

9 # Start khel in an inactive state.

10 self.game_active = False

11

1z # High score should never be reset.

13 = seli.high score = 0

14

15 ] def reset stats(self):

16 mMNTnitislize statistics that can changs during the game. """

17 seli.water crafts left = ssli.sets.water_craft limit _
la szlf.score = 0 _
15 = self.level = 1 _
20

© IDE and Plugin Updates
PyCharm is ready to update.

on Console




P R

* push_button.py



WM -1 s

L R I I A e e e e i e e
T e e T | TR Ty =

] def

[ ..
I

import pygame.font

lclass PFushButton:

_init_ (self, ai_game, msg):
self.screen = al_game.sCreen
self.screen rect = seli.screen.get_rect()

self.width, s=lf.height = 145, 45
szlf.push button_color = (0, 0, 2535)
self.text_color = (255, 255, 255)
self.font = pygame.font.SysFont (None, 48}

self.rect = pygame.Rect (0, 0, ss=lif.width, ==l1i.height)
self.rect.center = s£lf.3Creen_rect.Center

self._prep msg(msg)

_prep msg(sslf, mag):

self.msg_image = self.font.render(msg, True, sslf.text_color, ss=lf.push_button color)
self.msg_image_rect = self.msg_image.get_rect()

self.msg_image rect.center = szlf.rect.center

draw_push_button(s=1f):
self.screen.fill({s=lf.push_button_color, ssli.rect)
self.screen.blit(sclfi.msg image, s=1f.msg image_ rect)

PushButton

win Cancnla
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IJ—'|:'|.|lport pygame. font

from pygame.sprite import Group
—Ifrom water_craft import WaterCraft
~'class ScorsBoard:

1

ﬁ.scme_hoard.p}, b

"d class to report scoring information. """
=] def _ init (self, ai_game):

mnrInitialize scorskesping attributes. "rr
self.al_game = al_game

szlf.screen = ai_game.screen
self.screen_rect = self.screen.get_rect()
self.sets = al_game.sets

self.stats = ai_game.stats

# Font sets for scoring information.
self.text_color = (30, 30, 30)

gelf.font = pygame.font.SysFont (Hone, 4%)
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# Prepare the initial score images.
self.prep_score()

self.prep_high score()
self.prep_level()

= self.prep_water_crafts()

I def

prep_score(ssli):

nerTprn the scors into & rendesred imags. "

rounded_score = round(self.stats.score, -1)

score_str = "{:,}".format (rounded score)

self.score_image = self.font.render(score_str, True, sslf.text color, self.sets.bg_color)

# Display the score at the top right of the screen.
ssli.score_rect = seli.score_image.get_rect()
seli.score_rect.right = ssli.screen rect.right - 20
T self.score_rect.top = 20
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ScoreBoard

self.score_rect.right = self.screen_rect.right - 20
self.score_rect.top = 20

ﬁscore_hoard.pg. X

show_score (self):

"""Draw scores, level, and water crafts to the screen."""
self.screen.blit(self.score_image, s&lf.score_rect)
self.screen.blit(s=1lf.high score_image, s=lf.high score_rect)
self.screen.blit(ssli.level_image, s=lf.level rect)
self.water crafts.draw(sslf.scresn)

prep high score(ssli):

™MeThrn the high score into & rendersed image. """

high score = round(s=lI.stats.high score, -1)

high score_str = "{[:,]".format (high_ score)

szli.high score_image = s=li.font.render(high score_str, True, s=li.text_ceolor, ssli.sets.bg color)
# Center the high score at the top of the screen.

self.high score rect = self.high score_image.get_rect()

szli.high score_rect.centerx = ssli.screen rect.Centerx

self.high_score_rect.top = sslf.score_rect.top

check_high score(s=lZ):

"NCheck to see if thers's 3 nev high score. "

if self.stats.score » self.stats.high_score:
szli.stats.high score = seli.stats.score

self.prep_high_score ()

prep_level (s=l1f):

munTyrn the lewvel into & rendered image. "'

level _str = str(sslf.stats.level)

self.level image = self.font.render(level str, True, sslf.text color,
# Position the level below the score.

self.level rect = sslf.level image.get_rect()

bo_imit_()

self.sets.bg_color)
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check high score(ssli):

mricheck to see 1f there's a new high score.
if s=lf.stats.score > s=lf.stats.high score:

self.stats.high score = sslf.stats.score
self.prep_high score()

prep_level (s=l1f):

"eNTyrn the level into a rendered image. "™

level str = str(s=li.stats.level)

self.level image = self.font.render(level str, True, sslIi.text_color, self.sets.bg color)
# Position the level below the score.

szlf.level rect = ssli.level image.get rect()

self.level rect.right = self.score_rect.right

self.level_rect.top = self.score_rect.bottom + 10

prep_water crafts(seli):

"""Show how many water crafts are left. """

szli.water crafts = Group()

for water_craft number in range (self.stats.water crafts_left):
water_craft = Waterlraft(sszlf.ai_game)
water craft.rect.x = 10 + water craft number * water craft.rect.width
water craft.rect.y = 10
self.water_crafts.add(water_craft)
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class Sets:
def _ init_ (self):
zzli.screen_width = 500
zzli.screen_height = €00
zeli.bg_color = (0, 255, Q)

# water craft sets
self.water_craft_limit = 3

# Pellet sets

self.pellet_width = 3
self.pellet_height = 15
self.pellet_color = (255, 0, 0)
#self.pellet color = (265, 0, 0}
self.pellets_allowed = 3

# stranger sets
zeli.fleet_drop speed = 10

# Hov guickly the game spesds up
szli.speedup scale = 1.1

aelf.score_scale = 1.5
self.initialize_dynamic sets()

def initialize dynamic_sets(sslf}:
self.water_craft speed = 2
self.pellet_speed = 3.0
self.stranger speed = 1.5
# fleet direction of 1 represents right; -1 represents left.
geli.fleet direction = 1

# Scoring

Sets

non Console
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# stranger sets
zellf.fleet_drop speed = 10

# How guickly the game speesds up
zelf.speedup_scale = 1.1

self.score_scale = 1.5
self.initialize_dynamic sets()

initialize_dynamic sets(s=lf):

self.water_craft_speed = 2

self.pellet_speed = 3.0

self.stranger speed = 1.5

# flest direction of 1 represents right; -1 represents left.
self.fleet_direction = 1

# Scoring
self.stranger points = 10

increase_speed(ssli):

"M Tncrease speed sets and stranger point valuess. "
self.water_craft_speed *= self.speedup scale
self.pellet_speed *= self.speedup scale
self.stranger speed *= self.speedup_scale
self.stranger points = int(self.stranger points * seli.score_scale)
print(self.stranger_points)
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IJTTillport pygams
::—[:frm pygame.sprite import Sprite
~'class Stranger(Sprite):

"My ~lass to represent a3 single stranger in the flestg, "0

def init_ (s=lf, ai_game):
mnrTnitiaglize the stranger and set its starting position. ™"
super()._ init_ ()
szli.screen = al_game.scresn
self.sets = al_game.sets
# Load the stranger image and set its rect attribute.
szlf.image = pygame.image.load('image/stranger.bmp')
szli.rect = ssli.image.get_rect()
# Start each new stranger near the top left of the screen.
self.rect.x = seli.rect.width
gelf.rect.y = z=li.rect.height
# Store the strangsr's esxact horizontal position.
self.x = float(self.rect.x)

def check edges(ssli}:
mrpeturn Trus 1f stranger 15 at edge of scresn.”
screen_rect = ssli.screen.get_rect()

if self.rect.right »>= screen rect.right or self.rect.left <= 0:
return True

def update (s=1£):
"MMfove the stranger right or left. ™"
szlf.x += (s=lf.sets.stranger speed * szlf.sets.flest direction)
self.rect.x = seli.x

Stranger » _init_()

ﬁ.stranger.p} *
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IJTWinport pygams

from pygame.sprite import Sprite

Eclass WaterCraft (Sprite):

""MA class to manage the water craft."""
def _ init_ ({s32lf, ai_game):
""wInitialize the water craft and set its starting position. """
super()._ init_ ()
self.screen = al_game.screen
self.gets = al_game.sets
self.screen rect = al_game.screen.get _rect()
# Load the water craft image and get its rect.
self.image = pygame.image.load('image/waterCraft.bmp')
seli.rect = s=li.image.get_rect()
# Start each new water craft at the bottom center of the screen.
self.rect.midbottom = self.screen_rect.midbottom
# Store a decimal value for the water craft's horizental position.
self.x = float(ssli.rect.x)
# Movement flag
seli.moving right = False
self.moving left = False

def update(s=1£):
""" pdate the water craft's position based on movement flags.'
# Update the vater craft's x value, not the rect.
if self.moving right and seli.rect.right < self.screen_rect.right:
self.x += sslf.sets.water_craft_speed

if self.moving left and self.rect.left > 0:
self.x -= self.sets.water_craft speed

# Update rect object from s=lf.x.
self.rect.®x = s=lf.x
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