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#const BALL_SI ZE 64 [/
/1
buffer 2
picload "ball . bmp"
/1 HSP
buffer 3, BALL_SIZE, BALL_SI ZE
/1
buffer 4, BALL_SI ZE, BALL_SI ZE
gcopy 2, 0, O, BALL_SI ZE, BALL_SI ZE
gmode 6, BALL_SIZE, BALL_SI ZE, 238 /
gcopy 3, 0O, O, BALL_SIZE, BALL_SI ZE |

gmode 5, BALL_SIZE, BALL_SI ZE, 64
/1
repeat 20
X = rnd(10) -5
y = rnd(10)-5
pos X, Yy
gcopy 4, O, O, BALL_SIZE, BALL_SI ZE
|l oop
gsel O
i =0
repeat
redraw O
color O, 0, O
boxf 0, 0, 640, 480
/1
pos 32, 128
gmode 2
gcopy 2, 0, O, BALL_SIZE, BALL_SI ZE
/1
pos 128, 128



gmode
gcopy
i += 2
if i > 25
i -= 255
}
gmode 5,
gcopy 4,
redraw 1
wait 1
| oop
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