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from direct.showbase.ShowBase import ShowBase

class MyApp(ShowBase):
def init  (self):
ShowBase. init _ (self)

app = MyApp()
app.run()
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cube.setColor(1, 0.5, 0, 1)
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ambient = AmbientLight('ambient’)
ambient.setColor((0.4, 0.4, 0.4, 1))

ambient_np = self.render.attachNewNode(ambient)
self.render.setLight(ambient_np)

fEmT4R (DirectionalLight)
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sun = DirectionalLight('sun’)
sun.setColor((0.8, 0.8, 0.8, 1))

sun_np = self.render.attachnNewNode(sun)
sun_np.setHpr(45, -60, 0)
self.render.setLight(sun_np)
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def jump(self):
if not self.is_jumping:
self.jump_force =5
self.is_jumping = True
self.accept('space’, self.jump)

« F—IARREHE | YA AT BE). [OlERiRE

self.keys = {'W'. False, 'a". False, 's'": False, 'd": False}
def setKey(self, key, value):

self.keys[key] = value
self.accept('w', self.setKey, ['W', True])
self.accept('w-up’, self.setKey, ['W', False])
#IRREFT VD
If self.keys['W]:

self.player.setY(self.player.getY() + self.speed * dt)
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self.gravity = -9.8

# A7w T 1 IREZERE (CHIE
velocity.z += self.gravity * dt

# AW I2: REZMEICHNE
new_pos = box.getPos() + velocity * dt
box.setPos(new_pos)
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collision z=0

If box.getZ() <= collision_z:
box.setZ(collision_z)
velocity.z = -velocity.z * 0.5

If abs(velocity.z) < 0.1:
velocity.z = 0
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