
 Calling the Pygame zero module
 import pygzrun

 Running the game 
 pgzrun.go()

 Updating the game, by running
 code on loop every frame 
 pgzrun.update()

 Clearing the screen
 pgzrun.clear()

 Setting height and width of  
 screen to 100
 HEIGHT = 100
 WIDTH = 100

 Displaying graphic on screen
 pgzrun.draw()

 Displaying text on screen 
 pgzrun.draw.text(‘GPN’, (0,0))

Checks if actor collided with
another actor
image.colliderect(image2)

Time
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Screen

Coordinates
(x, y) of top

left corner of
screen: 0, 0

Graphics
Creating an image from a file
image = Actor(‘name_of_file’)

Drawing images on screen
image.draw()

Coordinates of the image
image.pos = (10,20)

 x position of image left edge
 image.left

 x position of image right edge
 image.right

 y position of image top edge
 image.top

 y position of image bottom edge
 image.bottom

Events

 Calling the time module
 import time

 Starts counting seconds (like a stopwatch)
 time.time()
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image.bottom
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