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pos = (i%64,80)

image? = pvgame.transform. rotate(imagel,angle)
screen.hlit(image?,pos)

pos =(i*64,140) s =
image?.set_colorkey(BLACK) €<— EEARRE
screen.blit(image?, pos)
imagetext=mvfont.renderi(strianglel, JWHITE)
postext =(i%64,190)
screen.blit(imagetext,postext)

Dygame.display.f [ip() AL X RIS

endflag = 0

endflag == 0:

event pygame. event . get (J:
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pygame. quit ()
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pyEame reCt'y
random
WIDTH = 640 rect.centery
HEIGHT = 480
BLACK = (0,0,0)
WHITE = (255 255,255
RED = (255,0,0]
GREEN = (D ,255 0J
BLUE = (0.0, 255)
rect.centerx
Spclasslpyzame.sprite.Spritel:
__init__(=elf):
pvgame.sprite. Serite. __init__(self) rect.x

self.image = ¥
pveame. image. load{"ushi?.pne” ). convert (J
colorkey = self.image.get_at((0,0))
zelf.imaze.zet_colorkev(colorkey)
self.rect =self.imaze.zet_rectl)
self.rect = =zelf.image.zet rect()
self.rect.centerx = random. randrange (W]
self.rect.centery = random. randrange(HE
self.x1 = random.randrange(-3,3)
self.vl = random.randrange(-3,3)
updatelself):
self.rect.centerx += self.x] } E*ﬁ%%ﬁ
self.rect.centery += self.v]
self.rect.centerx >= WIDTH ¥
Seli%re?t.cen$erx < 0
selt.x] *= - 3 P
self.rect.centery »= HEIGHT ¥ EEKE
self.rect.centery < 0:
self.vl #®= -]

“,- pygame window

pygame. init()

screen = pveame.diselav.set_mode((WIDTH,HEIGHT))
myclock = pwgame.time.Clock()

allgroup = pveame.sprite.Group() <——o Groupﬁﬁ

i range (10

0J:
al lgroup. add(Spc|aSS())\ GrouplZiE 0

endflag = 0
endflag == 0:
event pvgame. event . get ():
event. . tyvpe == pyvgams.GUIT: endflag = 1

screen.til | (BLUE)

rect = (0,HEIGHTA2,WIDTH,HEIGHT/2)
pvgame.draw. rect (screen, GREEN, rect)
al lzroup.update()
allgroup.draw(screen)
myelock.tick(B0)
pveame.display.flipl)

bvaame. quit (]




