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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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- #8) (Translation)
cube.setPos(0, 5, 1) # X=0, Y=5, Z=1I(C
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cube.setScale(2, 1, 1) # XAM@EIC2E™
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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)
« KEZHEDKDIHFEDHEMNSFITICEES T
- BRI ED . I AARZERIR

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 | REYIA ] BE). ORI L

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])
#RREFT 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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def update(self, task):
current_time = globalClock.getFrameTime()
dt = current_time - self.prev_time # Bl L — /A SO 1ERHE

self.prev_time = current_time

# FBE)E = RE x B
self.player.setY(self.player.getY() + self.speed * dt)
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for item in self.collectibles:
if condition:
self.collectibles.remove(item) # &%
# 1B VXA MOOE—%Z15FL— bk
for item in self.collectibles[:]: #[:] COE—1ERk
if condition:
item.removeNode() # = —>20 S INSHIR
self.collectibles.remove(item) # U X b SHIBR

>—>2057 (HWEXR) £F—FEE (BEEUXN) OmAG%z
[FIHA L CEERh 0



BT R DEEAE {

EGHRYIERSE I E1— S TR CE, RS
R A B2 R CI T B EN 5.

« BRI D HIENZED KRN (CEHR

# 85t ERE = d({iE)/dt
# BEY E ~ (FR1EALE - gIEIE) / dt
velocity = (self.current][i][j] - self.previousli][j]) / dt

#3855% - 5T 577> = 02ulox? + 62uldy?

# BfEN : L TN R4 OB

laplacian = (U[I+1][j] + uli-1][j] + ufijj+1] + ufilj-1] -
4*u[i][j]) / (spacing?)
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# 1. BINEFTRIEETR X w = 21 1/ERk  (WEA(LES)
format = GeomVertexFormat.getV3n3c4()
vdata = GeomVertexData('mesh', format, Geom.UHDynamic) # UHDynamicig&%E

#2 JERT—SDEYS (FEHE)
geom = self. mesh_node.modifyGeom(0)
vdata = geom.modifyVertexData()

#3. [ERfUBOESTWX
vertex = GeomVertexWriter(vdata, 'vertex')
for i in range(grid_size):
for j in range(grid_size):
z = self.current[i][j] # StE&ER
vertex.setData3(x, y, z) # [BRfiiEZ BN 24
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