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draw_queen_area{window_ surface):

public_rect = pygame.Rect(PUBLTC_TREE_AREA_ X, PUBLTC_TREE_AREA_Y, PUBLTC_TREE_AREA WIDTH, PUBLTC_TREE_AREA HETGHT)
pygame .draw.rect(window surface, TREE AREA COLOR, public rect, 3)

user_rect = pygame.Rect(TREE_AREA X, TREE_AREA Y, TREE_AREA WIDTH, TREE_AREA HEIGHT)
pygame .draw.rect(window_surface, TREE_AREA_COLOR, user_rect, 3)

ai rect = pygame.Rect(AI TREE AREA X, AL TREE AREA Y , AL TREE AREA WIDTH, AI TREE AREA HEIGHT)
pygame .draw.rect(window_ surface, TREE_AREA COLOR, ai_rect, 3)

FAXy R A & 5y Tk 38k,



E ;;_4 Card games
i==1 E

T ERE =RYE A |




=8 R I8 - > F R @ LB E

hover(self):
self.rect.y = self.position y - ONMOUSE OFFSET
self.hover status =
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cancel hover(self):
self.rect.topleft
self.hover status

(self.position x, self.position y)
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file:///C:/Users/88692/OneDrive/文件/浮起來.mp4
file:///C:/Users/88692/OneDrive/文件/浮起來.mp4
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selected(self)
global selected num

selected num += 1

self.select no = selected num

self.rect.topleft = (SELECTED X + (self.select no - 1) * self.width, SELECTED Y)
self.hover status = False

f cancel select(self):

global selected num

self.rect.topleft = (self.position x, self.position y)
self.select no = @

selected num -= 1

cancel select helper(séiua

#1f self.select no:

#tself.rect.topleft = (SELECTED_X + (self.select no - 1) * self.width, SELECTED_Y)

if self.rect.x >= SELECTED X + (self.select no - 1) * self. w1dth
self.rect.x -= 10

show_play button(cards, window surface):
# show button

if any([card.select no 1= @ for card in cards]):
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play rect = pygame.Rect(PLAY BUTTON X, PLAY BUTTON Y, PLAY BUTTON WIDTH, PLAY BUTTON HEIGHT) ﬁﬁ%f&ﬁ%@g”%&*”ﬁﬁg’?ﬁfﬂ

pygame.draw.rect(window surface, TREE AREA_CULDR, play rect, 3)
window surtface.blit(FONT. Pender( LJTA , True, (128,128,128)), play rect.topleft)
return play rect #5REFEHEE=>{F
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equationhold: 1+9=10 , SRS - 7
1 ) | S = Current Turn : Al 0+5=7 ELIEFEBE =R » FBFTT L o

Speciel — - H R B~ equation hold:2+5=7
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Hpgz 28~ equation does not hold:2+5=7
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def play_card_check(all_cards):
played _card = [card for card in all _cards if card.select no != @]

if len(played card) == 1:

if played_card[®].cate == 'get_tree':

public_tree = [ tree for tree in all_trees if tree.holder == 'public’

tree = public_tree.pop(random.randrange(len(public_tree}))
tree.set_state( " user")

elif played_card[®].cate in ['ant', ‘mouse']:

if any([tree.holder == 'ai' for tree in all_trees]):
lobal special card
special card = played card[@].cate

'" throw card and draw a card""'
out_cards.append(played_card[8])
played_card[@].kill()

play_card(l, all_cards, decks)
return f'play card : {played_card[@].cate}'

elif len(played_card) == 3:

if all{[type(card.cate) == int for card in played_card]):
played_card.sort(key = lambda x : x.cate)

if played_card[®].cate + played_card[1].cate == played_card[2].cate:
for card in played_card:
out_cards.append(card)
card.kill(})
play_card(3, all_cards, decks)

return f'eguation hold : {played_card[@].cate} + {played_card[1l].cate} = {played_card[z].cate}1

else:
return "the equation does not hold®
else:
return 'the cards must be all number card®

return "Invalid card numbers®
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def show confirm button(window_surface): #show=
confirm button width = 100

confirm button height =
confirm rect = pygame.Rect(PLAY BUTTON X, PLAY BUTTON Y, confirm button width , confirm button height)

pygame.draw.rect(window surface, TREE AREA COLOR, confirm rect, 2)

window surface.blit(CONFIRM FONT.render('¥THEZ&IFE", True, (100,200,0)), confirm rect)

cancel rect = pygame.Rect(PLAY BUTTON X + 150, PLAY BUTTON Y, confirm button width, confirm button height)
pygame.draw.rect(window surface, TREE AREA COLOR, cancel rect, 3)

text position = cancel rect

text position[@] += 20

window surface.blit(CONFIRM FONT.render( -~ 4if&E", True, (128,128,128)), text position)
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"** throw card and draw a card"'""’

out_cards.append(played_card[@])

played card[@].kill()

gprint{[card.cate for card in out_cards])
play card(l, all_cards, decks)

return f'play card : {played card[@].cate}’

A

def refresh decks():
global out cards

global decks

decks += out cards

tor card 1in decks:
card.select no = ©

out cards = []

» A fngEjout_cards
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