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e Let's create the rest of the project started by the 85th homework here.

%+ The images related to designing this app are given to you in the
library.

+* When creating a sprite to add the image of a snail, use the following code blocks.

¥ "snail.png 1"

Create the sprite as “snail”. Give its x and y positions as 30 and 30.

Use the “setAnimation” block to set the animation for the sprite. Select the image
"snail.png 1" for that.

Set the scale of the sprite to 0.2.
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For this, let's add the remaining images for a group like the following blocks.
** Prepare the variables as in the following blocks.

% Create a function like “createmushroom™ as below.

(11 1smuskroons B CreateGroun ()
B shrooms)
Totmushrooms BERC)
= e




+* Adjust the location and sprite size of the sprites related to the "createmushroom" function

according to the following blocks. Createmushrooms R ANNE O
fcreatemushroomsi1 B30 | =
createmushroomsi BN 32OBN 1 10 NENEIS
createmushroomsM381 5081 7 0 NENENES
createmushroomsi{ZJNE0) =
createmushroomsi4eic0) e

¢ To create the sprite group with rocks, like the following blocks Set variables.

%+ Below is the location and sprite size of the sprites related to the “createrock™

function Arrange in blocks 3} W
fcreaterockl{1 N80} | -
lcreaterocki(2) 23 O
createrocki(4) EE
1

*+ Then apply the following inside the “function draw” block.




¢+ When you click on the Left arrow key, the snail will go to the west, and the Right arrow
When the key is clicked, the snail is east

In the direction, when you click on the Up arrow key, the snail should move to the north,
and when you click on the down arrow key, the snail should move to the right.

keyDown (¥ "left")
[snail

keyDown (¥ "right™)

[5nail
keyDown (¥ "up")
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£ keyDown ( ¥ "down")

[snail

+* When the mushroom snail is touched, the touched mushroom should disappear and
make a sound. And when the snail touches a mushroom you get 10 points. For that,
apply blocks as follows.

amushrooms 1]

++ When the amount of mushrooms at the beginning and the amount of mushrooms eaten are
the same, the snail will disappear and a sprite saying "You win" should be displayed

eatmushro
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¢ When the snail touches a sprite such as a rock, the snail's velocity will be 0 and a
sound will be emitted

ilsn-i1 0
fsnail

ound: //default.mp3”, ¥false); <]

** Blocks as below to mark the amount of points obtained in white color
apply.

| "score:" & score

+¢ Connect the drawSprite block as follows

!EirawSprites ()]




