Neelesh Shrivastava

Per. 4

Code Writeup

Code:

# Neelesh Shrivastava

# Started 9.14.09

# 10.15.09

from Tkinter import *

import math

import random

w,h=600,600

dx,dy=12,12

root=Tk()

canvas=Canvas(root,width=w,height=h,bg='black')

class creature:


def __init__(self,x,y,color,rank):



self.id=canvas.create_oval(x,y,x+9,y+9,fill=color)



self.x=x



self.y=y



self.color=color



self.rank=rank



self.food=random.randint(10,30)


def move(self):



self.x+=random.randint(-10,10)



if self.x > 590:




self.x=590



if self.x <0:




self.x=0



self.y+=random.randint(-10,10)



if self.y > 590:




self.y=590



if self.y<0:




self.y=0



canvas.coords(self.id,self.x,self.y,self.x+9,self.y+9)



self.food=self.food-1



return True


def eat(self,lst):



if self.rank == 0:




self.food=self.food+2



else:




z=0




while z < len(lst):





if( (((lst[z].x-self.x)**2+(lst[z].y-self.y)**2)**(1/2)<9) and (lst[z].rank<self.rank) and (lst[z]!=self)):






self.food=lst[z].food+self.food






canvas.delete(lst[z].id)






lst.pop(z)





z=z+1



def reproduce(self,lst):



if self.food > 30:




self.food=self.food-20




lst.append(creature(self.x,self.y,self.color,self.rank))


def die(self,lst,num):



if self.food<0:




lst.pop(num)




canvas.delete(self.id)




return False



return True


def step(self,lst,num):



creature.move(self)



creature.eat(self,lst)



creature.reproduce(self,lst)



return creature.die(self,lst,num)

alist=[]

x=0

while x < 50:


alist.append(creature(random.randint(0,590),random.randint(0,590),'green',0))


alist.append(creature(random.randint(0,590),random.randint(0,590),'yellow',1))


alist.append(creature(random.randint(0,590),random.randint(0,590),'blue',2))


alist.append(creature(random.randint(0,590),random.randint(0,590),'red',3))


x=x+1

def tick():


x=0


while x < len(alist):



b=creature.step(alist[x],alist,x)



if b == True:






x+=1


canvas.after(500,tick)

canvas.pack()

canvas.after(500,tick)

root.mainloop()

Explanation:

The program defines the creature class and creates a space populated with creatures of different ranks, which tells what kind of prey or predator the creature is.

