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=@ @button https-server 1 @language python

= @clean gamel.html 2 1mport os

@ @clean game2.html 3 1mport subprocess

= @edit bunny.html 4+ 1mport threading

= @edit spacewar.html s import http.server, ssl

= @edit template.html 6

[ @path static/ggame 7 def domake():

O @settings g # build directory

o HREH kmoleame 3 #os.chlir("././")
il 7 T | D | EyleaCewslb | ek 10 server address = ('localhost’, 8444)
reading: @edittemplate.html 1 httpd =
reading: @edit  imt  .py http.server. HTTPServer(server address,
updating: @cleanapp.py http.server.Simple HTTPRequestHandle
updating: @cleanasset.py )
updating: @cleanastro.py 12 httpd.socket =
updating: @cleanevent.py ssl.wrap socket(httpd.socket,
updating: @cleaninputpoint.py 13 server side=T
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@Iangua% python

# example 1
# 1% geame H#Ed, B A App, ImageAsset B3 Sprite 1540
from ggame import (
App,
ImageAsset,
Sprite,
LineAsset,
10 LineStyle,
1 Color
)
1z # Create a displayed object at 100,100 using an image asset
14 Sprite(ImageAsset("images/bunny.png™), (100,100))
15 Sprite(ImageAsset("images/bunny.png™), (200,100))
16 Sprite(ImageAsset("images/bunny.png™), (300,100))
17 Sprite(ImageAsset("images/bunny.png™), (400,100))
18 Sprite(ImageAsset("images/bunny.png™), (500,100))
19 # Create the app, with a default stage
w  app = App()
2t # Run the app
32 app.run()
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sz # define colors and line style

sz green = Color(0x00ff00, 1)

s+ black = Color(0, 1)

s noline = LineStyle(0, black)

& # arectangle asset and sprite to use as background

57 bg asset = RectangleAsset(myapp.width, myapp.height, noline, green)
e bg = Sprite(bg asset, (0,0))

]

»n # Now display a rectangle

7 Sprite(rectangle)

72

72 # A ball! This 18 already in the ggame-tutonials repository
= ballagset = ImageAsset("images/orb-150545_640.png")
75 ball = Sprite(ball_asset, (0, Q)) T
% # Original 1mage 1s too big, Scale it to 1/10 1ts original size
77 ball.scale = 0.1

7 # custom attributes

7 ball.direction = 10

ao  ball.go = True

ai

gz myapp.run(step)

a2
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# example 2
from g{r}amc 1mport (
App,
Color,
LineStyle,.
Sprite,
RectangleAsset,.
ImageAsset,
CircleAsset,
EllipseAsset,.
PolygonAsset,

)

# reverse - change the ball direction
def reverse(b):
b.direction #*= -1

# Set up function for handling screen refresh
def step():
if ball.go:
ball.x += ball.direction
if ball.x + ball.width > myapp.width or ball.x < 0:
ball.x -= ball.direction
reverse(ball)

myapp = App()

# Three primary colors with no transparency (alpha = 1.0)
red = Color(0xff0000, 1.0)

green = Color(0x00ff00, 1.0)

blue = Color(0x0000ff, 1.0)

black = Color(0x000000, 1.0)



# Define a line style that 1s a thin (1 pixel) wide black line
thinline = LineStyle(1, black)

# A graphics asset that represents a rectangle

rectangle = RectangleAsset(50, 20, thinline, blue)

# define colors and line style

green = Color(0x00ff00, 1)

black = Color(0, 1)

noline = LineStyle(0, black)

# a rectangle asset and sprite to use as background

bg asset = RectangleAsset(myapp.width, myapp.height, noline, green)
bg = Sprite(bg asset, (0,0))

# Now display a rectangle
Sprite(rectangle)

# A ball! This 1s already 1n the ggame-tutorials repository
ball dsset = ImageAsset("images/orb-150545 640.png")
ball = Sprite(ball_asset, (0, 0))

# Oniginal 1mage 1s too big. Scale 1t to 1/10 its original size
ball.scale = 0.1

# custom attributes

ball.direction = 10

ball.go = True

myapp.run(step)
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9 myapp = App()

51 # Three primary colors with no transparency (alpha = 1.0)
sz red = Color(0xff0000, 1.0)

5z green = Color(0x00ff00, 1.0)

5 blue = Color(0x0000ff, 1.0)

= black = Color(0x000000, 1.0)

s7 # Define a line style that 1s a thin (1 pixel) wide black line
ss  thinline = LineStyle(1, black)

s # A graphics asset that represents a rectangle

e rectangle = RectangleAsset(50, 20, thinline, blue)

# define colors and line style
green = Color(0x00ff00, 1)
black = Color(0, 1)

line = LineStyle(0, black
e # arectanglc assct and sprite to use as background

&7 bg asset = RectangleAsset(myapp.width, myapp.height, noline, green)
ea  bg = Sprite(bg asset, (0,0))

w  # Now display a rectangle
7 Sprite(rectangle)

72 # A ball! This 1s already in the ggame-tutorials repository
.+ ball asset = ImageAsset("images/orb-150545 640.png™)

s ball = Sprite(ball asset, (0, 0))

76 # Original image 1s too big. Scale 1t to 1/10 1ts original s1ze
77 ballscale =(0.]

78 # custom attributes

. balldirection = 10

a0  ball.go = True




