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                                  DOUBLEBUF)
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pygame.display.set_caption("Hello Pygame!")
textfont = pygame.font.SysFont("Arial",48)
thetext = textfont.render("Hello World!", 
                          False,
                          (255,0,0),
                          (255,255,0))



pygame.display.set_caption("Hello Pygame!")
textfont = pygame.font.SysFont("Arial",48)
thetext = textfont.render("Hello World!", 
                          False,
                          (255,0,0),
                          (255,255,0))

Τίτλος
παραθύρου



pygame.display.set_caption("Hello Pygame!")
textfont = pygame.font.SysFont("Arial",48)
thetext = textfont.render("Hello World!", 
                          False,
                          (255,0,0),
                          (255,255,0))

Τίτλος
παραθύρου

Επιλογή
γραμμάτων



pygame.display.set_caption("Hello Pygame!")
textfont = pygame.font.SysFont("Arial",48)
thetext = textfont.render("Hello World!", 
                          False,
                          (255,0,0),
                          (255,255,0))

Τίτλος
παραθύρου

Επιλογή
γραμμάτων

Antialias
(what?)



pygame.display.set_caption("Hello Pygame!")
textfont = pygame.font.SysFont("Arial",48)
thetext = textfont.render("Hello World!", 
                          False,
                          (255,0,0),
                          (255,255,0))

Τίτλος
παραθύρου

Επιλογή
γραμμάτων

Antialias
(what?)

Επιλογή
χρωμάτων



endprogram = False
while not endprogram:
    screen.fill(surfacecolor)
    screen.blit(thetext,(55,40))     
    endprogram = getQuit()
    pygame.display.update()
pygame.quit()
exit()
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endprogram = False
while not endprogram:
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def getQuit():
    for event in pygame.event.get():
      if event.type == QUIT:
        return True
    return False
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endprogram = False
while not endprogram
    ypos=0
    for ypos in range(0,sheight,bsize+1):
      for xpos in range(0,swidth,bsize+1):
        endprogram = getQuit()
        the_pos=(xpos,ypos,bsize,bsize)
        random_color = (randint(0,255), randint(0,255),
                        randint(0,255))
        pygame.draw.rect(screen, random_color, the_pos)
    pygame.display.update()
pygame.quit()
exit()
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endprogram = False
while not endprogram
    ypos=0
    for ypos in range(0,sheight,bsize+1):
      for xpos in range(0,swidth,bsize+1):
        endprogram = getQuit()
        the_pos=(xpos,ypos,bsize,bsize)
        random_color = (randint(0,255), randint(0,255),
                        randint(0,255))
        pygame.draw.rect(screen, random_color, the_pos)
    pygame.display.update()
pygame.quit()
exit()
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textfont = pygame.font.SysFont("Arial",24)
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endprogram = False
while not endprogram:
    screen.fill(surfacecolor)
    screen.blit(ball, (x, y))
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    thetext = textfont.render(str(1000/time), True,
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    time = time / 1000.0
    distance_x = time * xspeed
    distance_y = time * yspeed
    x = x + distance_x
    y = y + distance_y
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    if (x > (640.0-ballwidth) or x<=0.0):
        xspeed = -xspeed
    if (y > (480.0-ballheight) or y<=0.0):
        yspeed = -yspeed
    pygame.display.update()
    endprogram = getQuit()

pygame.quit()
exit()
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    pygame.display.update()
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exit()

Εκτός οθόνης;
Αναστροφή ταχύτητας!
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Αλλά το παιχνίδι τώρα 


