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import pygame

_—

pygame.init() # Prepare the pygame module for use

# Create surface of (width, height), and its window.
main_surface = pygame.display.set mode( (486, 488))

small rect = [36806, 280, 158, 98]
[255, @, @] # A color is a mix of (Red, Green, Blue)

some_color

e

Setup

while True:

ev = pygame.event.poll() # Look for any event
if ev.type == pygame.QUIT: # Window close button clicked?

break # ... leave game loop

main_surface.fill([©, 288, 255])

main_surface.fill(some_color, small rect)

pygame.display.flip()

Event Handling

Draw Surface

" Show Surface

pygame.quit() #

" Close Down

pygame

Game Loop
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pygame

import pygame
pygame.init() # Prepare the pygame module for use

# Create surface of (width, height), and its window.
main_surface = pygame.display.set mode( (486, 488))

X
small rect = [3008, 280, 150, 98] [ 4 pygamewindow (=] ]|
[255, @, @] # A color is a mix of (Red, Green, Blue)

some_color

while True:
ev = pygame.event.poll() # Look for any event

if ev.type == pygame.QUIT: # Window close button clicked? -
(300,200) 150 pixel
break # ... leave game loop ' .

90 pixel

main_surface.fill([©, 288, 255])

main_surface.fill(some_color, small rect)

pygame.display.flip()

pygame.quit() #
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ball = pygame.image.load("ball.png") oy 5 by ol Ju6 /w//) U.u,(; ) U,,Jf, S uleh

ball = pygame.transform.scale(ball, (50,50)) spis s plgh (ke (59, p olihe ol i Jlos]
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main_surface.blit(ball, (100, 120)) Wy opaly jl (08 llibn 4 spiv s pilsh ule @991
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my font = pygame.font.SysFont('Courier', 16) U gd L,(J/w/w

the text = my font.render(‘Hello World’, True, (0,0,0)) spis Yyl cigs jl oylewl b pin 5yl

main_surface.blit(the_text, (10, 10)) Wl opy jl (po8 Ollibn 4 opiv Yyl e @991



A B I T T

i IO R S N S R S LS S I I e N L e et e e e T s T e T R
[ e B A R R T = I = B B = B R Ty Iy Uy %

import time

import pygame

pygame.init({) # Prepare the PyGame module for use
main_surface = pygame.display.set_mode( {488, 248))
my_font = pygame.font.SysFont{'Courier', 1&)
frame_count = 8

frame_rate = @

t@ = time.clock()

while True:
gy = pygame.event.poll()
if ev.type == pygame.QUIT: # Window close button clicked?
break # Leave game loop

frame_count += 1

if frame_count % 588 == @Q:
t1 = time.clock()
frame_rate = 588 / (tl1-t@)

te = t1

main_surface.f111({@, 284, 255))

the _text my_font.render{'Frame = %d, rate = %.2f fps’
%{frame_count, frame_rate), True, (8,8,8))

main_surface.blit{the_text, (18, 18))

pygame.display.flip()

pygame.quit()

pygame
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rt pygame
me.init{) # Prepare the PyGame module for use

max_x, max_y = ob8,oad

main_surface

ball
ball

pygame.display.set_mode({max_x,max_v})
pygame . image.load("ball.png")
pygame.transform.scale(ball, {58,58))

ball x, ball v = max_x/2, max}x_v/2Z

VK,

whil

PYES

vy = 8.32,8.59

e True:

ev = pygame.event.poll()

if ev.type == pygame.QUIT: # Window close button clicked?
break # Leave game loop

main_surface.fill{{@, 208, 255))

ball x +=vx

ball vy +=vy

if (ball x + 25) »= max_x or (ball_x +25)<=0 :
VH = -VK

if (ball_y + 25) »= max_y or (ball v +25)<=8 :
vy = -wy

main_surface.blit{ball, (ball_x,ball v)}
pygame.display.flip()

me.quit{)

pygame

@W/ L_.)y" :J Go

@ pygame window
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class Ball:
def init (self, source="ball.png’, scale=(18&,188), vx =1, vw =1, x = 8, y = @)
self.ball=ball = pygame.image.load(source)
self.ball = pygame.transform.scale(self.ball,scale)
self.vx = vx Ball s .
self.vy = vy D 6?/
self.x = x . BIrY,
self. y =y 298 X, Y
def move(self, surface): g e ball
salf.x += self.vx '
self.y += self.vy
it self.x »= surface.get width() or =self.x <=0 :
self.vx = - selfovx | TTTTSSSSTSTTsTSTTETETTETTTITTT
if self.y »= surface.get height() or self.y <=8 :
self.vy = -self.vy > s
surface.blit(self.ball, (self.x, self.y)) 7
Wi (59, 4 09 ] Glaled 5 (luls move(surface)




pygame.init({) # Prepare the PyGame module for use pygame
max_ X, max_ y = 686,082

main_surtace = pygame.display.set mode((max_x,max_v)) (%)9]' (}uw/c_l{/)@..{/) @W/ %)9)' (J&'.A
bl = Ball(vx=6.5, vy=1, scale=(5@,58)) i i

b2 = Ball()

b3 = Ball(scale=(78,78), wvx= 5)

while True:
ev = pygame.event.poll()
it ev.type == pygame.QUIT: # Window close button clicked!?
break # Leave game loop

main_surface.fill{(@, 288, 255))

bl.move(main_ surface)
bz.move(main_surtace)
b3.move(main_surface)

pygame.display.flip()

pygame.guit()



pygame

pygame.init() # Prepare the PyGame module for use
max_ ¥, max_y 6a8a, 608 S S . .
main_surface = pygame.display.set mode((max_x,max_vy)) (L”)p}' (}uw L.JJ“ )Q.\.{_I) QJW/ L”)p/" (J&'.A
balls =[]
for 1 in range(58):

scale = random.randint(l1,188)

b = Ball(scale=(scale,scale), vx = random.random()*5, vy = random.random{)}*5, x =

random.randint(@,max_x), y=random.randint(@,max_v))
balls.append(b)

while True:
ev = pygame.event.poll()
it ev.type == pygame.QUIT: # Window close button clicked!?
break # Leave game loop

main_surface.fill((&, 28@&, 255))

for b in balls:
b.move({main_ surtace)

pygame.display.flip()

pygame.guit()
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while True:
ey = pygame.event.poll()
if ev.type != pygame.NOEVENT:
print{ev)
<Event(17-VideoExpose {})}>»
<Event(16-VideoResize {'h': 686, 'w': 686, 'size': (600, 68@)})>»

{Bvent(l-ActiveEvent {'state’': 1, 'gain’': @})>»
<Event(4-MouseMotion { 'buttons’': (&, &, @), 'pos’': (59%, @), 'rel’': (oGe, @)})»

<Event(1l-ActiveEvent {'state’': 1, 'gain': 1})>»

<Event(4-MouseMotion {'buttons': (&, &, @), 'pos': (585, 76), 'rel’: (-14, F6)})>
<Event(4-MouseMotion {'buttons’': (&, &, 8), "pos': (555, 82), 'rel’: (-38, 6)})>»
<Event(4-MouseMotion {'buttons’': (&, &, 8), "pos': (525, 89), 'rel’: (-38, 7)})>»
<Event(4-MouseMotion {'buttons’': (&, &, 8), 'pos': (495, 96), 'rel’: (-38, 7)})>»
<Event(4-MouseMotion {'buttons’': (&, @, @), 'pos’': (467, 1e4), 'rel': (-28, 8)})>
<{Event(4-MouseMotion {'buttons’': (&, &, @), 'pos’': (446, 1e8), 'rel’: (-21, 4)})>
<Event(4-MouseMotion {'buttons’': (&, &, @), 'pos': (426, 114), 'rel': (-28, 6)})>
<Event(4-MouseMotion {'buttons': (&, &, 8), 'pos': (418, 118), 'rel’': (-16, 4)})>



L0 T v B Y i T R O W B R

I R R A i i = el il sl i el =
Y R SO O T T s B B < M B S WY NC SO 1

import pygame

pygame.init() # Prepare the PyGame module for use
max_xX, max_y = 6g8b,c6e

main_surtace = pygame.display.set mode((max_x,max_v))
ball = pygame.image.load({ "ball.png")

ball = pygame.transform.scale(ball,(58,58))

X,y = 388,308

while True:
ev = pygame.event.poll()
if ev.type == pygame.QUIT: # Window close button clicked?
break # Leave game loop
it ev.type == pygame.MOUSEMOTION:

X,Y= ev.pos
main_surface.fill{(&, 2868, 255))

main_surface.blit(ball, (x,v))

pygame.display.flip()

pygame.gquit()

pygame
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