fmove the ball with the arrow keys
lef moveBall (event):
i1 f event.keycode==38:
canvas.move (ball ID, 0, -10)
elll event.keycode==37:
canvas.move (ball ID, =10, 0)
el1l event.keycode==39:
canvas.move (ball ID, 10, 0)
elif event.keycode==40:
canvas.move (ball ID, 0, 10)
canvas.bind all("<Key>", moveBall)
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e overlaps(id):
itens = canvas. find overlapping (*canvas. coonds ball 10
1£(1d I itens):
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| create players
cat=)
ol player(event):
global ent
A aatded:
canvag. create oval (event. x+45 event, 20, event x-23,

event, 03 vidthed £ill="ceineon®, tage=("plajers’, "temn 1))
catscattl
elif entess: 5 )L“ dﬂ.lm);:l
canvas. create oval (event. xed5, event. +20, event.x-25,
event. 100 vidthe] £ill="blue’, tage=(‘plapers”, "temn §°))
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[ move players():
jlob steps
| max_steps
direction
players = canvas.find withtag("players")
teamR = canvas.find withtag("team R")

teamB = canvas.find withtag("team B")
right_goal _area = canvas.find withtag("R _goal_area")
for pl in players: G ae
. f (overlaps(pl)): (_H!Igw'l Q-LA-H-I!
Lf(pl in teamB):
print ("Game Over")
canvas.unbind_all ("<key>")

canvas.move(pl, 0, direction)
steps= steps+l
{ steps>=max_ steps:
direction=direction *(-1)
steps=1
for line in right goal area:
 loverlaps(line)):
print ("Goal!")
canvas.unbind_all("<Key>")

canvas.after (100, move players)




