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T = (4, 2)
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V = (1, 0, 0)

def f(x = 3, y = 17):
return 10*x + y 
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T = (4, 2)

T
(4, 2)

T[0]
4

T[0] = 42
Error!

T = ('a', 2, 'z')
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def f(x = 3, y = 17):
return 10*x + y 

f(y = 1)��������	
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f()

f(1)
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GlowScript 3.1 VPython
def main():

c = cylinder()
while True:

rate(10)

# This calls main when the file is run
if __name__ == "__main__":

main()
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while True:

rate(30)  # times/sec

print("b.pos is", b.pos)

# 2: change position
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scene.autoscale = False

c = ��������(pos = vec(4,0,0))

a = sphere(pos = vec(0,0,4))

b = box()

b.color = color.red

# 1: change colors… # 3: add more objects
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if __name__ == "__main__":
main()
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def main():
"""docstring!"""
floor = box(length = 4, width = 4, height = 0.5,

color = vector(0, 0, 1))
ball = sphere(pos = vector(0, 8, 0), radius = 1,

color = color.red)
ball.vel = vector(0, -1, 0)
RATE = 30
dt = 1.0/RATE

while True:
rate(RATE)
ball.pos += ball.vel*dt

if ball.pos.y < ball.radius:
ball.vel.y *= -1.0

else:
ball.vel.y += -9.8*dt
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# +++ start of EVENT_HANDLING section -- separate functions
#                               for keypresses and mouse clicks...

def keydown_fun(event):
"""Function called with each key pressed."""
ball.color = randcolor()
key = event.key
ri = randint(0, 10)
print("key:", key, ri)  # Prints the key pressed

amt = 0.42   # "Strength" of the keypress's velocity changes
if key == 'left':

ball.vel = ball.vel + vector(0, 0, -amt)
elif key == 'down': 

ball.vel = ball.vel + vector(-amt, 0, 0)
elif key == 'right': 

ball.vel = ball.vel + vector(0, 0, amt)
elif key == 'up': 

ball.vel = ball.vel + vector(amt ,0, 0)
elif key in " rR":

ball.vel = vector(0, 0, 0) # Reset! via the spacebar
ball.pos = vector(0, 0, 0)
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keys = keysdown()

if keys:

k = keys[0]

#print("k is", k) 

if k in '=+': gravity *= 1.1

if k in '-_': gravity *= 0.9

if k in '-_+=': print("gravity is", gravity)

if k in 'gG': ball.color = vec(0, 1, 0) # (r, g, b) from 0 t

if k in 'rR': ball.color = vec(1, 0, 1)

if k in 'nN': ball.color = random_color()

if k == 'down': print('down key')

if k == 'left': print('left key')

if k == 'right': print('right key')

if k == 'up':

print('up')

ball.vel.z = 3.0

if k == 'R':   # Reset!

ball.vel = vec(0, -1, 0)

ball.pos = vec(0, 2, 0)

ball.color = color.red

gravity = 9.8
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def f(x = 2, y = 11):

return x + 3*y 

f(3, 1) f()

f(3) f(y = 2, x = 1)
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