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e.sprite.Sprite):
elf):
ygame.sprite.Sprite.  init (self)
self.image = startkey jpg

self.rect = self.image.get rect()
self.rect.x = 475
self.rect.y = 450
def update(self):
if backgroundonscreen != background 1 :
self.kill()

backgroundonscreen = background 1
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if backgroundonscreen == gamefourstory :
if nextbutton.rect.collidepoint(mouse pos) :
background reen = gamedbackground

truckgroup.add(truck_s)

brickgroup.add(brick1)
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brickgroup. add(brlLk3)
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