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import przame
import math

def sgnila):
return 1 if a > 0 else -1
WIDTH = H40
HEIGHT = 480
YELLOW = (255,255,0)
WHITE (#55,205,250)

RED = (255,0,0)

GREEW = {0,255,0])

BLUE = i0,0,255)

colortahle = [RED, YELLOW, GREEN]

pygame.init ()

screen =pygame.display.set _mode((WIDTH, HEIGHT))
myfont =pvzame.font.Font (Hone, G4)

myclock =pygame.tine.Clock()

br = 10 br: F-MDFEEF
padd | ew : 96 paddlew: 5’7“}"0)"15
paddleh = 16 K e
blocke= 49 paddieh: 779rDES
blockh = 24 | blockw: 7°OY9DIE

endflaz = 0 plockh: 7’AYINHS
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ballx
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bally 7R—ILDyREEIE
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bxl HR—ILDIEE (xpk5)
byl R—ILDIEE (vALH)

7 HEIGHT - 170
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x = WIDTH / 2

v = HEIGHT - h4

paddle = pyzame.Rect (x - (paddlew / 27, ¥
vy - (paddleh / 2), paddlew, paddleh)
hlacks = []

~for i in range(B0):

x = (i % 10) % (hlaocke + 4) + B4

y = int{i / 10) % (hlockh + 4) + G4
hlocks.append(pvzane.Rect (x. v, hlockw,
hlackh))

ganeover = [



vhile endflag == 0:

for event in pyzame.event.get():

if event . .tvpe
press = pygame.kev.get pressed(

¥ = paddle.centerx

if(precss[pvzape.b LEFT 1}

pyzame.QUIT:

-- 7
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pygame. K_LEFT —Ix—ki

iflpress[pyzame.K_RIGHT 1T

if x >= (paddlew / 2) ¥

and x <= (WIDTH -
paddle.centerx = x

ballx + hxl

¥ t= 4

pygame. K_RIGHT —I¥-F

(paddlew / 21):

bxl = —hel™ ]

| EERTO RS

¥ =

v = hally + byl

if x < broor x> (WIDTH - hr):
if v < br: byl = -hyl

if v » HEIGHT: gameover += |

dx = paddle.centerx - x

dy = paddle.centery - ¥

if dy == 0: dy = 1

if abs(dx) < (paddlew / 2 + hr)

and abs(dv] <
if absidy / dvl >
bxl = -hxl

ballx = paddle.centerx - segn(dx) ¥

t(paddlew /2 + hr)

else:
bxl = -dx /10
bvl = -hyvl

hally = paddle.centery - sgnidy) ¥

(paddleh /2 + hr):
(paddlew / paddlehls

Sy TO 5T

dx x2—x1
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for block in blocks:

dx = block.centerx - x
dv = hlock.centery - w
if dv == 0: dv = 1

if abs(ds) < (hlockw /2 + hr) ¥
and abs(dv) < (bhlockh / 2 + hr):
if abside / dv) » (hlockw / blockh):
hxl = -hxl
hallx = hlock.centers - senidx) ¥
* (blockw / 2 + br)
else:
byl = -hvl
hally = block.centery - sgnidy) ¥
# (blackh /2 + br)
blocks.remove (hlock)

break

ballx += hxl
hally += hvl

«— WRAEMNEIC
screen.fill(BLUE)
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for hlock inm blocks:
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color = colortablelint (hlock.y 7 28) % 3]

pygame.draw.rect (screen, color, block)
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pyzame.draw.rect (screen, WHITE, paddle)
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pvzame.draw.circle(screen, WHITE, ¥
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CintChallx), int(bally)), hrl

if zameover > 0:
imagetext = ¥
myfont .render (TGAME O¥YER™, Trua, WHITE)

(180, 3007);

if zameover » 200: break

screen.blit(inagetext,
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mve lock. tick (B0)
pygane.display.flip()

pygame.quit ()
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