[/ BOGLE &R 2 EH T 5 24
float x;

float y;

float xspeed;

float yspeed;

/] >¥ F v DALiE
float paddleY;
float paddleR = 50;

/] BA vk
int playerPoint = 0;

float lastReflectionTime = 0;

/] REE > & R D RS E T DFFAREH

float reflectionCooldown = 0.2;

float prevMouseX = 0; // HilEl® 7 L — L CTD mouseX D&
float prevMouseY = 0; // HilEl® 7 L — 24 TD mouseY DfLE

void setup() {
size(400, 600);
resetStar();

}

void resetStar() {

x = random(0, width); // 7 v X L@ b BAHHT 2 X 51T 3
y = random(-50, 0); // b2 6 HiBLS 2 X 5 IC&E

xspeed = random(-5, 5);

yspeed = random(3, 5); // T ®H % X 5 ICEE

}

void draw() {
background(255); // &% HEICEE

/] BDNEEEH
X += xspeed;

y += yspeed;

// BECHEIR Y

if (x > width - paddleR || x < paddleR) {
xspeed *= -1;

}

float paddleXSpeed = mouseX - prevMouseX; // »¥ F LD x J5 A D H#E
float paddleYSpeed = mouseY - prevMouseY; // X F LD y J5 [ D HE



// X FEATHEkRIR Y
float distToPlayerPaddle = dist(x, y, mouseX, mouseY);
float currentTime = millis() / 1000.0; // ¥HE DEFE % # ¥4 CHUE

if (distToPlayerPaddle <= paddleR * 2 && currentTime - lastReflectionTime > reflectionCooldown) {
float angle = atan2(y - mouseY, x - mouseX);

float speed = sqrt(xspeed * xspeed + yspeed * yspeed);

xspeed = (speed * 0.8 + abs(paddleXSpeed)) * cos(angle);

yspeed = (speed * 0.8 + abs(paddleYSpeed)) * sin(angle);

lastReflectionTime = currentTime; // &% D K 4F D KEfE] % B 57

}

/) BA LomEiEsMc i bR A4 v b &R
if (y < -paddleR) {

playerPoint +=1;

resetStar();

}

[/ BT OIS 725 R4 v b 2D
else if (y > height + paddleR) {

playerPoint -= 1;

resetStar();

}

prevMouseX = mouseX; // BTED mouseX D& % RTF
prevMouseY = mouseY; // IHFED mouseY D& % RTF

/] TV A¥Y—D N NERRN
fill(0, 255, 0); // #REICERE
ellipse(mouseX, mouseY, paddleR * 2, paddleR * 2);

/] BxwFRN
fill(255, 0, 0); // JREEICERE
drawStar(x, y, paddleR, paddleR / 2, 5);

/] RIFITHY 72 o 72 A &2 RKom

fill(0); // BEICEE

text("POINT: " + playerPoint, 10, 20):
}

[/ B %A 2 BAEL

void drawStar(float cx, float cy, float outerRadius, float innerRadius, int numPoints) {
float angle = TWO_PI / numPoints;

float halfAngle = angle / 2.0;

beginShape();



for (float a = 0; a < TWO_PI; a += angle) {
float sx = cx + cos(a) * outerRadius;

float sy = cy + sin(a) * outerRadius;
vertex(sx, sy);

sx = cx + cos(a + halfAngle) * innerRadius;
sy = cy + sin(a + halfAngle) * innerRadius;
vertex(sx, sy);

}

endShape(CLOSE);



