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def within_x(col, co2):

def Qi%hin,y(col, co2):

def coilided_left(col, co2):

def coilided_right(col, co2):

def ééi1ﬁded_top(col, ce):

def &6i11ded_bottom(y, col, co2):
c1asé'§pr1te:
c1as§.ﬁ]atformSprite(Sprite):

c1asé'étickFigureSprite(Sprite):
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g = Game() ) .
platforml = PlatformSprite(g, PhotoImage(file="platforml.gif"), \
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é:éprites.append(p1atform1)
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def jump(self, evt):

it self.y == 0:

self.y = -4
self.jump_count = 0

def animate(self):
if self.x != 0 and self.y == 0:
if time.time() - self.last_time > 0.1:

self.last_time = time.time()

self.current_image += self.current_image_add

if self.current_image >= 2:
self.current_image_add = -1

if self.current_image <= O:
self.current_image_add = 1
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animate BIEOBETIE, FRT BMGEAHELAA Y7y 7 AR H> TEELET,

def animate(self):
if self.x != 0 and self.y == 0O:
if time.time() - self.last_time > 0.1:
self.last_time= time.time()
self.current_image += self.current_image_add
if self.current_image >= 2:
self.current_image_add = -1
if self.current_image <= 0:
self.current_image_add
if self.x < 0:
if self.y 1= 0:
self.game.canvas.itemconfig(self.image, \
image=self.images_left[2])

1

else:
self.game.canvas.itemconfig(self.image, \
image=5e1f.images_]eft[se1f.current_image])
elif self.x > 0:
if self.y !I= 0:
self.game.canvas.itemconfig(self.image, \
image=self.images_right[2])
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else:
self.game.canvas.itemconfig(self.image, \
image=self.images_right[self.current_imagel)
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Fh VBV Yy TRPESHEF Ly s L, FRICHLUABERAEELET, 2L, FH
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o self.x < 0:
if self.y 1= 0:
5e1f.game.canvas.itemconfig(se]F.image \

—_— image:se]f.imagesk1eft[2])

se?f.gamg‘canvas.1temconfig(se?f.1mage \
i = i ,
e1if self.x » 0- mage se?f.1mages%1eft[se1f.current_image])
if self.y 1= Q:
se1f.game.canvas.itemconffg(5e1f.ﬁmage \

e image:se]f.1mages_r1ght[2])

se?f.gamg.canvas.itgmconfig(se?f.image &
1mage=se]f.1mages_right[se1f.currentkimage])
def coords(self):

@ Xy = self.game.canva i

@ self.coordinates.x1 E.EE?S?S(SETf'1mage)

E% se]f.coordinates.yl = xy[1]

= self.coordinates.x? = xy[0] + 27
se]f.coordinates.yz = xy[1] + 30

return self.coordinates

H 16 #TlEo 7 5 A28
o %;'Cf’.'fotcame77?&7&3?%0%%%@#36: canvas b b £79, 0TIk, o canvas 2=
coords [ (se]f.game.canvas.coords) ZEST, 254 vﬁ‘?‘/‘ i

TOET, ZOBRE, imageZs e ’ DIEZEID L
e 1mage ZLHDH (v > N2 LOBGOMIES) 2318 LT

aHHDtHbf:z:?« v 7 DALERBRY 7 FREExyIcEy FLET ZEEHRD ) 2 ok
%)‘JOJf[E?bVéTi?L'Cb\i?‘Q coordinates@xlﬁ%ﬂth’.%ﬁéhélﬁl@fjk@x@ﬁt (@L:C“iﬁ‘
L coordmatesG‘)yl%i‘&ﬁ:{%ﬁé’h%@f&?ﬂ:@y@?@'éﬁ (@cHEE) )

TER L 7225 ¢ w 2=~ ST
?ﬁbeT4}77/@@@?«TENEﬁfWJﬁmE9tw&®? X2 R E y2 B¥
~ =

) CRTA Y I VEBROB27 2 A2 R LS 0T
(@), y2 1%, VEEOMICE X 3067'[’—'”’%}%[_/7":{)6‘)'@“;‘“ ®) L7zbocd

%L/ A il = SO £
THEORBOTT, 79« 27+ DEH coordinates IO UICICREL £ 9

217




- e ——

18.1 R?fvavyﬁ?:x—bayéﬁ% 219
mwe%ﬁ@%<ﬁ?d‘amMs%ﬁ%@U&bfhi?o

C®%ﬁﬁ#?5?9~ﬁ$vyﬂ
xt@ECEM5@#%ﬂiT<h$TG%@#Tﬁ?&-@

ﬁﬁﬁﬁ%coﬁﬁtthLiTa

F, & —hDFY T I Y —
I StickFigureSprite 7 7 ADR#H OB, move TY, JOREE, 7

5 5 27— L HELIZ I &
B ERECEE ETHPTHSIC A T, CoBRoRciE. ¥vI Ty D3l 7 & e
RFRZEHOTOT I LADEPNET,

H BRT AV IIVEBDNES

® move A¥EBZEUHS B }
P Fixmove D LD TT, coords DD & ICHNWTHNEIL LD,

-m 218 HI18E SAY— - AT YUY VBHT —LAERASTELD
|
Il
i
|
|
|

i .
det igozdiéﬁi?g;me.canvas.coordS(SETf-‘mage}

self.coordinates.x1l = xy[0]
self.coordinates.yl = xy[1] :
self.coordinates.x2 = xy[0] + 2

self.coordinates.y2 = xy[1] + 30
return self.coordinates

def move(self):

@ self.animate()

@ if self.y < 0:

@ self.jump_count += 1 .
@ if self.jump_count > 20:
® self.y = 4

® if self.y > 0:

@ self.jump_count -= 1

®T@\C@ﬁ@%@ﬁﬁ?@vtaﬁmueﬁﬁ%@h?wiﬁoC®%ﬁ@bﬁ%;§t;
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Th 5, Teft, right, top. bottom. falling &%z 2 henkn 3
if self.y > 0:
self.jump_count -= 1
co = self.coords()
left = True
right = True
top = True
bottom = True
falling = True

TNENDEHIZ True & v | LTWBMICEEL T 230

o TNSDERIE, Fr5rH—
ﬁ*vwﬁztﬁ@#tﬁ%bfw%@‘it\%T$#85@

ERTHDELTHNET,

02?4w??y##vyﬂzmﬁmﬁtﬁmﬁﬁbrm%m?
move P D i = D,

2?4y77Vﬁ$?VNZ@EE?E@k%K%%LT%%#%
FrwdLET,

bottom = True

falling = True

if self.y > 0 and co.
self.y =0
bottom = False

elif self.y < 0 and Cco.yl <= 0:
self.y = 0
top = False

y2 >= se1f.game.canvas_height:
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elif self.y < 0 and co.yl <= O:
self.y = 0
top = False
if self.x > 0 and co.x2 >= self.game.canvas_width:
self.x = 0
right = False
elif self.x < 0 and co.x1 <= 0:
self.x = 0
left = False
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elif self.x < 0 and co.x1 <= 0:
self.x = 0
left = False
for sprite in self.game.sprites:
if sprite == self:
continue
sprite_co = sprite.coords()
if top and self.y < 0 and collided_top(co, sprite_co):
self.y = -self.y
top = False
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if top and self.y < 0 and co11ided_top(co, sprite_co):

self.y = -self.y
top = False

@ if b
ottom and self. .
@ < ]fCO, Sprite_zOE:O and Co]11ded_b0ttom(5e]f.y’ \
>€IT.y = sprite_co. _
% if self.y < 0: 0.yl - co.y2
® self.y = 0
® bottom = False
top = False
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EPRESPOF Yy 7 TY,

if self.y < 0:
self.y = 0
bottom ='| False
top = False . 1f = 0\
4 falling and self.y = .
& bOttOZningo.yz < ge]f.game.canvas_he1ght X

and collided_bottom(1l, co, sprite_co):
falling = False

ing ZEHIC y FLET,
DT OEDDEENETRT True o754, fallingZ#ic FalseZtw |

e /- hottom%EF v VT HMENHLTE (bottomﬁ#ﬁ(bf'l'orue)i et ing s
AF 4w IR UDNETFTLTNBEREIDRZF v 7 TH2HENRHLT

True).
7 B ILT s ZE (y»0), B
4w 2T UBE FRTEREN ) - .
: 7\7: )77*/0)1?%3735‘ Fp YNAQEIICHRELTOWENIE (Fr vy /NADE
AT 4w :

e v, KESEMELTHWAZ L (collided_bottom@ED A3 True),
e A7 1w s

EFTviTB B el s
.f§2y7VV®L%¢T%ﬁ@®X7ﬁ4bt@%bfn%b%ﬂ«ibtnA 2

TYDEEPMMDAT T4 b EHELTHEPERNET,

i i and self.y == 0 \.
o bOYtogngngofigllngeﬁf.game.canvas_he1ght \

and collided_bottom(l, co, sprite_co):
1F 1221];23 :eE?Tie< 0 and collided_left(co, sprite_co):
Se1f.§ G ?SE i ite_co):
if rlgzi ;ngase1f.x > 0 and collided_right(co, sprite_
self.x = 0
right = False

CIOISI®ISIS)

7= A 7 Je BT 205 A » ft & 3True) &. A
@“’C“Gj: EERAT 4 v O OEEEBNT 240 75335%’)675 (Te t}:i{b 6 o
A ?%Vﬁﬁﬂ FLTWAPESPEFoy 7 LE (x230 X D/MEY =)
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elif self.x < 0 and €o.x1 <= 0:
self.x = 0
left = False
for sprite in self.game.sprites:
if sprite == self:
continue
sprite_co = Sprite.coords()
if top and self.y < 0 and co]]ided_top(co, sprite_co):
self.y = -self.y
top = False
if bottom and self.y > 0 and co111ded_bottom(se1f,y, \
Co, sprite_co):
self.y = sprite_co.yl - Cco.y2
if self.y < 0:
self.y = 0
bottom = False
top = False
if bottom and falling and self.y == 0 \
and co.y? < se1F.game.canvas_height \
and co111ded_b0tt0m(1, Co, sprite_co):
falling = False
if left and self.x < 0 and co]1ided_1eft(co, sprite_co):
self.x = 0
Teft = False
if right and self.x > 0 and co11ided_right(co, sprite_co):
self.x = 0
right = False

move Bi%iz . & x5 ER T 7 75 LEEL ¥4,

if right and self.x » 0 and co]?ided_right(co, sprite_co):

self.x = 0
right = False
@ 1t falling and bottom and self.y == p \
and co.y2 < se1f.game,canvas_height:
@ self.y = 4
@ se1f.game.canvas.move(se1f.1mage, self.x, self.y)
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$ cw o EBPLTHEL &5,
mainloop BI%E WU H ¥ RTIC, DFIEEEMUTAT A v < vEEPL

@sf = StickFigureSprite(g)
®g.5prites.append(5f)
g.main'loop() e
% =¥y T . o7z
@<lx, StickFigureSprite oA TTxy FaRET, Bsticky FL
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%4 Mr. Stick Man Races for the Exit
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CHTT—LICRDBODEHAD K7 OB AV E L, FPDRT 54 F2ED, RPEE

PURTRTI LMD, BHRICdoor £ 7Y 22 b EOEETHEOTELT RS I ACEMT R
BT — LR TT,

BKPI5R%HkS

CTHBDEBD, 5—D2FA%EZLENRSD LT, DoorSprite 75 2%, UFHZD
TR DETE,

class DoorSprite(Sprite):
def __init_ (self, game, photo_image, x, y, width, height):
Sprite.__init__(self, game)
self.photo_image = photo_image
self.image = game.canvas.create_image(x, y, \
image=self.photo_image, anchor="nw")

self.coordinates = Coords(x, y, x + (width / 2), y + height)
self.endgame = True

@
@
@
@
®
®

DoorSprite 7 3 A®™__init__BI#ucix, 515 & L T self. game
A7V 52 b, photo_image # 7Yz b, x &y, F7 i
width (I§) & height (BX) 250 EF (D), @Tlx. Br 5=
THDSprite 7 7 A0 __init__PIEAIEATHE T,

@ T, PlatformSprite® & Z AL LS, photo_image 75|
Bz, ACAOA 7Y 2 FOEH TRy FLTWET, @TIZ,
F ¥ »/NADcreate_image Bt li- T, FrmifzF v N2
ICBIMLTHWEY, ZLT, create_image EISORED T H 2 ik
DiETE, A7V FOEMHimageicty FLTWET,

®Ti&. DoorSprite 7 5 ZADEEMIcx Ly Zty FLTWHWET
(CNEBF7DOX1LEylIERERDET), Kicx2 & y2 #3HEL £, x2EEZ, F7E&EOE
DFesr (widthZEROMEE 2 THI572MH) 2 x oM TR £, 722213, x% 10 (x1EES 10
TY) &L, RB240ELET, COHE, x2EEIZ30 (101240 DEa 2R UAHE) EAhDET,

BECARL xS EBEMLIERTEZDTL LS N? FhE, KOBE&IEAT+ v 72 v hiEKD
SlCHRL 5T CIRIEE S TELWOTTA, F7OBAREL2 R7OERTIEE 58205
TY (F7OBTEILLESTERTT ), ¥—bEFLALTATF A v IR vk RrakEDE
RS, COBERRBZENTEET,

X2 BERRE B, y2 RO RITHM T, yic height B OER BT # I TT, AMiczhe
I,

REBIC®T, endgameF 72 = 7 FOEBIC True £y FLET, ZHE. RAF 4 v 2wy
FPIE DBV B — LK TEIEB3EVWS 2 ETF,
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mR7ZzRDOT% B
3 & N DAT 2
- ZC. StickFigureSprite 7 5 Xlc& b move D70/ 7 L2 ZEHEL T, (i
A FERF 4 v IO OEEZRET HHTTT .

if left and self.x < 0 and collided_left(co, sprite.co):

self.x = 0

Teft = Fa1sed

i rite.endgame:

il S§e1f.game.runn1ng = False

3 P E SR w7 LET,
2“4jﬁvyﬁ%%b#2754b@em@mm%ﬁ#Tmebaoﬁ%;;;ﬁA%?U
g i y R e (|- Ty S
True ®¥&1E. runningZHic Falsekty FL, TXTZELEEET,
Lzt hWs . &TH, . PR
7@@27?4b&x%«v77y®EMt@@%%ﬁm?%$ﬁk%‘Eb;ogf
BIMLET,

if right and self.x > 0 and collided_right(co, sprite_co):

self.x = 0

right = False

if sprite.endgame:

: 2e1f.game.runn1ng = False

BR7ZATI I MEEMT S

TS v Ib— 7 ORISR
BT 2REOTOFSME, FPA7Y2 2 FTF, 207078 A4 -7

mu v,

.sprites.append(platform7)
.sgrites.append(piatformS)
.sprites.append(platform9)
.sprites.append(platforml0)

[{aJlnRlafie]
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C@E*A@fﬂﬁﬁbﬁé%?ﬂMﬁ%;o&ﬁDi?n%@TNT%MTK%@bT%Di
?n%LQ%@TDﬁﬁAﬁﬁ#t#ﬁtE\%&(it@?ﬁx)S&KMT@TD@?A&E
T, Eibflﬁﬁofhé’v@?&*%?ﬁ/\‘f%&i (08 s

from tkinter import =

import random
import time

class Game:
def _init_ (self):
self.tk = TkO

L | door =

- " - " 4 ? 35)
DoorSprite(g, PhotoImage(file="doorl.gif"), 45, 30, 40

g.sprites.append(doqr)

sf = StickFigureSprite(g)
g.sprites.append(sf)
g.mainloop()

|

' 2% 5 . door #
+ mmtfﬁxﬁﬁ@%ﬁgt\Wmmhmﬁ(%15§T¢°tF7E&)%@;t ol
| ,9 YNAWT—HFLECHIROLICF7ZEES SO, xLy
1! FYr s FREDET, Frv

1

i = 3 w FLET,
iz %h%h45&30%tvkbiigwﬂkh&hmghuuﬁ\%ﬂ%ﬁAO%BS% J;}Vﬁm
J;rifylﬁbm ZDOF—LDBOTARTDRAT I FERUEL, AT FAFD
0 <
| i SRZ I EDHE N cH3Z LT
i bf%?LML%TDﬁ?A@@%M\X%%vﬁ?VﬁFThttU%hgtgﬂl%
| XEd, AF4 v v YIFF7OBETEAL, F7POERTEIETSEFETTY,

self.tk.title("Mr. Stick Man Races for the Exit™)
se]F.tk.resizab]e(O, 0)

se1f.tk.wm_attributes("-topmost”, 1)

self.canvas = Canvas(self.tk, width=500, height=500, \

high11ghtthickness=0)

seTf.canvas.pack()
self.tk.update()
seTf.canvas_height = 500
self.canvas_width = 500

self.bg = PhotoImage(file="background.gif")

W = self.bg.width()
h = self.bg.height()
for x in range(0, 5):

for y in
self.

self.sprites
se1f.running

range(0, 5):
canvas.create_image(x * w, y h, \
image=5e1f.bg, anchor="nw")

]

= True

def mainloop(self):
13

while
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i .running == True:

o Sili spritegin self.sprites:
sprite.move()

self.tk.update_idletasks()

self.tk.update()

time.sleep(0.01)

class Coords:

def _init__(self, x1=0, y1=0, x2=0, y2=0):

self.x1l = x1
self.yl = yl
self.x2 = X2
self.y2 = y2

def within_x(col, co2):

if (col.xl > co2.x1 and col.x1l < co2.x2) \

2
r (col.x2 > co2.x1 and col.x
8r Ecoz.xl > col.x1 and coz.x%
or (co2.x2 > col.x1l and co2.x
return True
else:
return False

def within_y(col, co2):

< co2.x2) \
< col.x2) \
< col.x2):

if (col.yl > co2.yl and col.yl < co2.y2) \

1.y2
r (col.y2 > co2.yl and co
gr Ecoz.yl > col.yl and co2.yl
or (co2.y2 > col.yl and co2.y2
return True
else:
return False

def co11ided_1eft(§01, ggZ):
i ithi col, co2):
= w12h121¥§1 <; co2.x2 and col.x1 >=
return True
return False

def co11ﬁded,rﬁght§col,2§02):
i ithi col, co2):
¥ w1?h121¥§2 »>= co2.x1 and col.x2 <=
return True
return False

def co11ided,to?(cgl, cg%):
i ithin_x(col, co2): ~
. w}f col.yl <= co2.y2 and col.yl >=
return True
return False

def collided_bottom(y, col, co2):
ak w-ith'i?_x(coli ;gzz:y
cale = ‘eol. B
¥¥ y_calc »>= co2.yl and y_calc <=
return True
return False

Sprite:
C1a53efp__init4_(se1f, game) :
self.game = game
self.endgame = False
self.coordinates = None
def move(self):
pass

< co2.y2) \
< col.y2) \
< col.y2):

co2.X1:

co2.x2:

co2.yl:

co2.y2:
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def coords(self):
return self.coordinates

class P?atformSprite(Sprite):
def __init_ (self, game, photo_image, x,
Sprite.k_init__(se1f, game)
self.photo_image = photo_image
self.image = game.canvas.create_image(x, Vi "\
image=se1f.photoHimage, anchor="nw")
self.coordinates = Coords(x, vy, x + width, y + height)

class StickFigureSprite(Sprite):
def —1nit__(self, game):
Sprite._ﬁinitﬁ_(se1f, game)
self.images_left = [
PhotoImage(FiTe="figureﬁLl.gif”),
PhotoImage(fi1e=”Figure—L2.gif”),
PhotoImage(fT1e=“figure-L3.giF")

Y, width, height);

self.images_right = [
PhotoImage(fiTe=“figure—R1.giF")
PhotoImage(fi1e="figure—R2.gif“)
PhotoImage(fi1e="F1gureﬁR3.gif")

self.image = game.canvas.create_image (200, 470, \

fmage:se]f.fmages_1eft[0], anchor="nw")
self.x = -2

self.y = 0

self.current_image = 0

se1f.current_image_add =1

self.jump_count = 0

self.Tast_time = time.time()

self.coordinates = Coords ()
game.canvas.bind_a11('<KeyPre55—Left>', self.turn_left)

game.canvas.bind_a11('<KeyPress—Right>', self.turn_right)
game.canvas.bind_all1('<spaces', self.jump)

def turn_left(self, evt):
if self.y == 0:
self.x = =2

def turn_right(self, evt):
if self.y == 0

self.x = 2
def jump(self, evt):
it self.y == 0:
self.y = -4

self.jump_count = 0

def animate(self);
if self.x = 0 and self.y == 0:
if time.time() - self.last_time > 0.1:
self.last_time= time.time()

self.current_image += self.current_image_add
5 self.current_image >= 2:

self.current_image_add
1F self.current_image <= 0:

self.current_image_add
if self.x < 0:

if self.y 1= 0:
se1f.game.canvas.1temconfig(se1f.image, \

-1

Il

1



230 $£18& IZIAY—

def

ATy T VBB —LAERREELD

image=5e1f.images_1eft[2])

else:
se]f.game.canvas.itemconfig(se1f.image, \

image:se]f,images_1eft[se1f.current_image])

elif self.x > O:
if self.y != 0:
se]f.game.canvas.itemconfig(se]f.image, \
1mage=se1f.1mages,right[2])
else:
se1f.game.canvas.itemconfig(se1f.image, N
1mage=se1F.images_right[se1f.current_image])

coords(self):
Xy = se1f.game.canva5.coords(se1f.image)

self.coordinates.xl = xy[0]

self.coordinates.yl = xy[1]
self.coordinates.x2 = xy[0] + 27 1 ; .
self.coordinates.y2 = xy[1] + 30 g asgegoor?pr1te(59"1te):
—1nit__(self, game, photo_image, x, y, width height) :

return self.coordinates

— L ——

falling = False

18.4 #—L%p

if Teft and self.x < 0 and collided_Teft(co, sprite_co):

self.x = 0

left = False

it sprite.endgame:
self.game.running = False

if right and : .
TE e gk b 0 RO il el igiedics

right = False
if spr}}e.endgame:
. . self.game.running = F
if falling and bottom and Se$f.y ilsg \

Se1f?;d=c2.y2 < self.game.canvas_height:

se1f.game.canvas.move(se1f.image, self.x, self.y)

Sprite.__init__(self
—init , game
self.photo_image = photo_i%age

, Sprite_co):

231

def move(self): ;
self.animate() self.image = game.canvas.create_i
if self.y < 0: 1m§QE=Se1f.photo_image,_;miﬁ§£:?nx:)\
self.jump_count += 1 self.coordinates = Coords(x, y, x + (width ;
if self.jump_count > 20: self.endgame = True ’ /2, y + height)
{037 se1f.§elfé¥ - g1zt2ame§) .
SE1§%jump_§0%gt =1 00r280= Eagtfgg?Spr1te(g, PhotoImage(file="platforml.gif"), \
co = self.coords ; ! : ' :
5 platform2 = PlatformSpri .
T Triae s e B0, To0. Taorite(o, Photolmage(file="platforml.gif"), \
- platform3 = Platfo i ;
top = True 300, 400, lOO,rngrwte(g, PhotoImage (file="platforml.gif"), \

bottom = True

falling = True
if self.y > 0 and co.yZ >= sel1f.game.canvas_height:

platform4 = PlatformSpri ’
300, 160, 100,rT0§r1tECg, PhotoImage (File="platforml.gif"), \

1 - :
platform5 = PlatformSprite(q, PhotoImage(file="platform2.gif"), \

il self.y = 0

!d 1ﬁfb2§%$T =<Fg12§d co.yl <= 0: p1at%giﬁ63£0ﬁ]gg%0%g%prit ( : '

| e T 45 o o0 PhotoTmgaCrile-"platfomz g1, \

IEJ 1if sz?g.; Eagsgnd co.x2 >= self.game.canvas_width: p1at%70' 150, ggf0£g§pr1te(g, PhotoImage(file="platform2.gif"), \
4§fmgof g;?t{S;mSprite(g, PhotoImage(file="platform2.gif"), \

right = False

e1if self.x < 0 and co.xl <= O: platform9 = PlatformSprite(g, PhotoImage(file="platform3.gif"), \
= .gif"),

170, 250, 32, 10)

] ~ Fal platforml0 = PlatformSpri it
eft alse 230, 200, 32, gg? prite(g, PhotoImage(file="platform3.gif"), \

: I

0

l"‘ for sprite in self.game.sprites: 3
g.sprites.append(platforml)

m self.x = 0
|

self.x = 0

’Vﬁ’ if sprite == self: !

il continue g.sprites.append(platformz)

il sprite_co = sprite.coords() g-sprites.append(platform3)

i if top and self.y < 0 and collided_top(co, sprite_co): g.sprites.append(platform4)

I self.y = -self.y g.sprites.append(platforms)

1“ top = False g.sprites.append(platformé)

| if bottom and self.y > 0 and collided_bottom(self.y, \ g.sprites.append(platform?)

I co, sprite_co): g.sprites.append(platforms)

FM self.y = sprite_co.yl - co.y2 g.sprites.append(platform9)

| if self.y < 0: gégpr1t85-agpend(p1atformlO)

| r = DoorSprite(g, : " —_—
g_sprites.append(ggorghotolmage(f11e= doorl.gif"), 45, 30, 40, 35)

v self.y = 0
bottom = False
top = False
if bottom and falling and self.y ==
L and co.y2 < self.game.canvas_height \
‘ and collided_bottom(1l, co, sprite_co): |
|

st = §tickFigureSprite(g)
g.sprites.append(sf)
g.mainloop()
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