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1 dimport pygame

2  import os#import pygamefllos

3 DEFAULTSIZE = (1080,720)

4 BG_COLOR = (255,255,255)#F & KE

5 class Ball(pygame.sprite.sprite):#BallZ/E X

6 def __init__(self) :#W/ia W 1w X

7 pygame.sprite.Sprite.__init__(self)#¥thiiksprite

8 self.image =
pygame.transform.scale(pygame.image.load("./images/ball.png","The
ball").convert(), (120,120))

9 self.rect = self.image.get_rect()

10 self.image.set_colorkey(BG_COLOR)

11 self.windowsInfo = pygame.display.Info()

12 self.rect.center =
(self.windowsInfo.current_w/2,self.windowsInfo.current_h/2)

13 self.speedx = 0

14 self.speedy = O0#Xf RIIHIUE)ETE

15 def move(self,x,y) :#%4)

16 self.speedy=0#il:3k(% Kk

17 self.rect.center = (Xx,y)#¥3)Fx,y

18 def run(self, compassX, compassY) :#ilLEkifl

19 self.rect = self.rect.move(compassx*10, compassY*10)#compassx\Y{t¥&J;
], *10/2BRBEBNIIHEE

20 def draw(self):

21 SCREEN.blit(self.image, self.rect)##SCREEN L {:k

22 def Timit(self) :#RHIERIIZ5)

23 if(self.rect.bottom >= self.windowsInfo.current_h):

24 self.rect.bottom = self.windowsInfo.current_h

25 self.speedy = (-2/3)*self.speedY#/ i

26 def update(self) :#H HEk

27 g=0 . 1#H /7 s &

28 self.windowsInfo = pygame.display.Info)#5H FRILE 1T A/ME R

29 self.speedY +=g# ik

30 self.rect = self.rect.move(self.speedX, self.speedY)#izz)

31 self.Timit(Q

32 self.draw()

33

34

35  pygame.init()

36  pygame.display.set_caption("Hello world!™)

37 SCREEN = pygame.display.set_mode(DEFAULTSIZE,pygame.RESIZABLE)#¥ifift — 175
38 myBalls = []

39 for i in range(2):

40 myBalls.append(Ball())#fli il 41| A7 06 5
41  fclock = pygame.time.Clock()#f %

42

43  while True:#jixk LIE3

44 SCREEN. fi11 (BG_COLOR)

45 eventList = pygame.event.get()

46 for event in eventList:#Z /il

47 if event.type == pygame.QUIT:

48 exit()
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elif event.type == pygame.KEYDOWN:
if(event.key == pygame.K_ESCAPE):
exit()
if(event.key == pygame.K_RIGHT):
myBalls[0].run(1l, 0)
if(event.key == pygame.K_LEFT):
myBalls[0].run(-1, 0)
if(event.key == pygame.K_UP):
myBalls[0].run(0, -1)
if(event.key == pygame.K_DOWN) :
myBalls[0].run(0, 1)
elif event.type == pygame.MOUSEBUTTONDOWN :
myBalls[0] .move(event.pos[0],event.pos[1])
for ball in myBalls:#ilJJi A BREE H
ball.update()
fclock. t1ck (60) #FR & i ik i
pygame.display.f1ip()#5 #is
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