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~import random

import cocos

from cocos import scene

- from cocos.layer import Layer, ColorLayer
from cocos.director impert director
import pyglet

from pyglet.window import key

- from time import sleep

' class MyActor(cocos.text.Label):
def __dinit_ (self, text, x, y, size, rgha):
super(MyActor, self)._ init_ (
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text,

font = "Times New Roman” ° — J—
fontosize - size, A=I\=DFX R=I)\—-DO35X
anchor_x = 'center’,

anchor_y = 'center’,

color = rgha

—
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elf.position = cocos.euclid.Vecteor2(x, y)

class Layer®d(Layer):
is_event_handler = True . _ N —
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def __dinit_ (self):

super(Layer@®, self)._ init_ ()

self.myactor = MyActor("Hello,World!", 4@@, 248, 32, (8, 280, 255, 255))

self.add(self.myactor)

Layer00 MyActor

‘director.init(width=648, height=488)
~director.run{ scene.Scene( Layer@@() ) )
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def on_key press(self, symbol, modifiers):
If symbol == key.RIGHT:
self.label.x += 10

on_key press AR~
key.RIGHT F—a—R
self.label.x += 1081< OO0 S A
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- MoveBy #&1 (iF@EI5R, BESHXIST)
- MoveTo #2&) (&SR, BATEIETE)
« JumpBy v > T (#BBEkR, BE=, v > TJDEER
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