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import pygame
import random

pygame.init()

screen_width = 480
screen_height = 640

1 $_ I:I ‘ El‘ 7:” screen = pygame.display.set_mode((screen_width, screen_height))
L L

pygame.display.set_caption("pygame")

background =
pygame.image. load( "C:\\Users\\User\\Desktop\\pygame\\pygame_basic\\background.png")

character =

pygame.image.load( "C:\\Users\\User\\Desktop\\pygame\\pygame_basic\\character.png")
character_size = character.get_rect().size

character_width = character_size[0]

character_height = character_size[1]

star_images = [
pygame. image. load( "C:\\Users\\User\\Desktop\\pygame\\pygame_basic\\giqi.png"),

pygame. image.load("C:\\Users\\User\\Desktop\\pygame\\pygame_basic\\Keqing.png"),
pygame. image. load( "C:\\Users\\User\\Desktop\\pygame\\pygame_basic\\mona.png"),

]

num_stars = 5

stars = []
star_speed = 0.3




for _ in range(num_stars):
star_image = random.choice(star_images)
star_size = star_image.get_rect().size
star width = star_size[0]
star_height = star_size[1]
star_x_pos = random.randint(0, screen_width - star_width)
star_y_pos = random.randint(-screen_height, 0)
stars.append( [star_x_pos, star_y_pos, star_image])

character_x_pos = screen_width / 2 - (character_width / 2)
character_y_pos = screen_height - character_height

to_x
to_y

score = 0

game_font = pygame.font.SysFont(None, 40)

running = True
game_over = False
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while running:
for event in pygame.event.get():
Lf event.type == pygame.QUIT:
running = False

1f event.type == pygame.KEYDOWN:
if event.key == pygame.K_LEFT:
to_x -= 0.3
elif event.key == pygame.K_RIGHT:
to_x += 0.3
elif event.key == pygame.K_UP:
to_y -= 0.3
elif event.key == pygame.K_DOWN:
to_y += 0.3
elif event.key == pygame.K_SPACE:
if game_over:
game_over = False




elif event.key == pygame.K_SPACE:
if game_over:
game_over = False

character_x_pos = screen_width / 2 - (character_width / 2)

character_y_pos screen_heilght - character_height

tox =20

to_y = 0

stars = []

for _ in range(num_stars):

star_image = random.choice(star_images)
star_size = star_image.get_rect().size

star_width = star_size[0]
star_height = star_size[1]

star_x_pos = random.randint(0, screen_width - star_width)

star_y_pos = random.randint(-screen_height, 0)
stars.append([star_x_pos, star_y_pos, star_image])

score = 0
star_speed = 0.3

if event.type == pygame.KEYUP:
if event.key == pygame.K_LEFT or event.key
tox =0
elif event.key == pygame.K_UP or event.key
to_y =0

character_x_pos += to_x
character_y_pos += to_y

pygame.K_RIGHT:

pygame .K_DOWN:




character_rect = character.get_rect()
character_rect.left = character_x_pos
character_rect.top = character_y_pos

for star_info in stars:
star_rect = star_info[2].get_rect()

star_rect.left = star_info[0]
star_rect.top = star_info[1]

if character_rect.colliderect(star_rect):
game_over = True
break




if character_x_pos < 0:

character_x_pos =
elif character_x_pos > screen_width - character_width:

character_x_pos = screen_width - character_width

if character_y_pos < 0:
character_y_pos =

elif character_y_pos > screen_height - character_height:
character_y_pos = screen_height - character_height




if game_over:

game_over_msg = game_font.render("retry space bar", True, (255, 255, 255))
screen.blit(
game_over_msg,
(screen_width / 2 - game_over_msg.get_width() / 2, screen_height / 2 -
game_over_msg.get_height() / 2),
)
pygame.display.update( )
continue

screen.blit(background, (0, 0))
screen.blit(character, (character_x_pos, character_y_pos))

for star_info in stars:
screen.blit(star_info[2], (star_info[@], star_info[1l]))
star_info[1l] += star_speed
if star_info[l] > screen_height:

star_info[0] random.randint(0, screen_width - star_width)
star_info[1l
score += 1
if score % 10 == 0:
star_speed += 0.04

score_msg = game_font.render(f"Score: {score}", True, (255, 255, 255))
screen.blit(score_msg, (10, 10))

pygame.display.update()

pygame.quit()
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