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108 Home work project LletTeu@hlOmm design  LIevoTeo™| code
Q&FWIGeUTLD.

% Screen1  @e6or Background Picture @M@ fruit BGjpg erTeor
QWU (B6TeT Picture 82 Q& ey Q&F IS,

% Screen1 @ME& Rows eN6TM CFISHSHE GHTETS.
Sjeumenm Rowl, Row2 wWMMILD Row3 6T60T
QUWIL® Q& T6iTs.
e Rowl @M label 6T CGFIHE Q&MTETEH. . - « «
SIGe0T text @& Let's grab the fruit ereor §° S -8®E
GM S SIHC & TeTeTE]LD. P em—
Font size @m& 30 6TeOTLl  QUIMMIG
Q& MM & .font color 2_(HEUTHE & QG TETS.
color @M &HBGUY BImGms @QuUDHD
RQ&ETHES. 0 X

Margin

Label @)eT background color &erfledr  Hex

@M@ FDEIFD eredTm GUMILDTEITS6MS LI

QUMMIS Q&HBT(HE&HS.

Label @er padding @Mm& GG 2 dmem 2 @Heiley
o _6ITemel MMl QLIMILNTETLD GlLIMM Q&THI&S.

< Row2 @M@ image Component 6TenM CFIH SIS G &IT6T.

o IH6T Height 225 2 1b Width 320 2. 1 2 (HeUM&HH&H
Q& M6,
Image Component @6oT picture @M@ Birds & fruits.png
qeTsh GMISSHILUGID  image el
Q5 fleyQ &g, o
Image Component @ 6T Margin @M& GGl
o 6Tl GMIHHLILLL o (H&56rlev
2 _6Termel mml QUMILDTEOTLD QUMM
Q&HT(H&HS.




% Row3 @M@ button eeTemm CFIHEHED. iHS button &
Button1 eTeorll QUWIIL(H& Q& meiTemayLD.

Button1 @\e0T text @M@ PLAY er60Tll QUMMIG G&HBT(HEHS.
e Fontsize @M@ 30 eTeoT QILMMIC&HT(H &5,
e Text color @ME& GQeUETEMET BIMHMS GQLIMM Q&HTH HS.
e Button1 @eor background color &erfledT Hex
@Mm@& OCIFAD 6TedTm GQLIMILDITETS NS L]
QUMMIS Q&TH&HS.
Button1 @) 60T Height 452_Lh Width 100 @M &
o _(HeUTHSHELD.
Border @6r width 3 eTeoreyld radius 50 . « o & -
6Te0T6Y LD QUMM Q& T(H& . i : .s
Border color @M& GeUeTem6T BIMENSH
QUMM Q&HTHSHS style @ME&S6T solid 6Tl GQUIMMIS
Q&ETHES.
¢ QUMHMIG Q&THSSI6TET AMleyemTdhertledr LG Screenl &3
2 (heUMHHE QFHMeTEHl GuUMmEl  Screen1  LledTeu(HLOMM)
GG MeOTMILD .

V— &

Let‘s\irah the fruit




% Screen2 design LI6ooT&oml G6UITLD.
% Canvas Component &6eiTenM CFIHSISH G&HMeTGeUTLD.

> (&6 Sprite Class & 2_(HeUM&HEG GeUITLD.

e Sprite_ TypeBg eTeor Sprite Class epetTemm GQuUWIIL B

Q& meTeme]LD. j&eor Picture List @M@ Blackground.webp
picture eTeor QUWIIL(H6Tem image & add UevoTeool16
Q& M6ITS.
Sprite_TypeBg ereorll QuUIWIIL(H Sprite Class @M& Sprite
QReTMI GFISHSH FHemer bg Sprite ereor QUIWIlL6yLD.
ASHM&MSE  Blackground.webp  picture o Q5fley
@ & WWeYLD.

bg_Sprite @ eoT properties GG GMILILIL LU (HeTem data
M MU 2 (HeUTHEH & QS MeTemayLD.

X wewo = 167 Height = 333
Y eewr = 227 Width= 651
Zeew =0 Angle=90

Opacity = 100

@) JevorL_meugl Sprite Class 2_(HeUM&EGE6UITLD .

Sprite_Typefruits eTeoT Sprite Class 6p60TemM 2 (HeUTEHH &
Q& meTemald. S &60T  Picture List @M& Apple.png,
grapespng, mango.png LOMMILD  orange.png  6T60T
QuUW LU (B6Ter images add Q&FUISI Q& T6TS.

Sprite_TypeBg eTeoT QUL L Sprite Class @)M&e6iT
Sprite  BM6TE& GFIHS eumemm fruitl, fruit2, fruit3
WMHmID  fruits 60T QUWIfIL(H& Q&meTeTea]L.
SMHMEH (PeMMWIMTE mango.png, grapes.png, Apple.png
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DMMILD  orange.png  6TEOTMN 2 _(HS&HMET GFIHSHIEH
Q& TeTemeYy LD.

e Ieummledr properties GHCp 2 6T6m  data gL
o (HEUMHH G Q& T6TETELD.

fruitl egwo Fruit2 esewo

Xeew = 149 Height = 50 175 Height = 50

Y eogwn = 95 Width= 50 170 Width= 50

Zoecm =0 Angle=90 =0 Angle= 90

Opacity =100

Fruit3 esee» Fruit4 esgeo
X sew = 150 Height = 50 X e = 200 Height = 50
Y sews = 230 Width= 50 Y wewo = 300 Width= 50

Zagm =0 Angle= 90 Zogws =0 Angle= 90

Opacity =100 Opacity =100

> eLneoTMITeug Sprite Class & 2 (HeUM& @& GeurTLD.

e Sprite_Typefloor ereor Sprite Class 6p60TemM) GF &SI
Q& MeiTemeYlD. &Heor Picture List @M@ floor.png ereor
QUW L (B 6TeT image 2 add LicvoTeoof18 Q& MeTSs.

e Sprite_Typefloor eTéor QUWIFIL_L Sprite Class @ M&6IT Sprite
& floor.png picture 8 GFI&HSI&H Q& TETETALD.




e 9|&H60T properties

86 GMluLLuL(MeTem data

HEH&HE FMHL 2 (HAUTEHR G G\&TeTeTaLD.

Floor esewo
X wewn = 26
Y e = 225
Zwcw =0
Opacity = 100

Height = 50
Width= 460

Angle= 90

> [BITEOT& UG Sprite Class £ 2 (HeUTHHE Q& METEUITLD.

e Sprite_ TypeGO er60T Sprite Class
Q& melTdh. 2 &H6dr  Picture  List

RETENM 2_(HEUTE &
@Mm& GameOver.png

QuUWIL(eTeT image &3 add LI6ToT600 & Q& M6ITS.

e GameOver ereoT QuUWIfl L Sprite Class

@Mm@&e6T Sprite

GameOverpng eT6oT QUWIFILLILIL L picture & GFI&HSIH

Q& M6,

e |&H60T properties

GG HTLILL (heTem data

&HEH5 &

gL 2 (HeUMEHH & QSTET6TEYLD.

GameQOver eewo

X eewn =130
Y escen =180

Zeewn =0

Opacity =100

Height = 180
Width= 305

Angle=90




> H&HMeus Sprite Class &3 2_(HeuM&H &S GeuTLD.

e Sprite_Typebrid ereor Sprite Class  6R60TEMM 2_(HEUTEH &
Q&MeiTdh. &H6e0T Picture List @M@ Bird Lpng  ereor
UWIIL (B eTe image & add LieooT60011& Q& TETS.

e bird eTeor QUWIILL Sprite Class @M &6iT Sprite &3 Bird L.png
6TeoT GMIGSLILIMOILD picture 83 CENSHSIE Q& TETS.

® I|H60T properties HG 2 6T6T data &HEHHGSG ML
o _(HEUTHHE Q& TETETELD.

birdescwo
X esgwo = 115 Height =70
Y escem = 185 Width=70
Zacwm =0 Angle= 90

Opacity = 100

% Sound Component eetTenm CFI&HSI&H
Q& 6T

% Screen2 @)e0T design LYedTeu(HLOMMY
@& Me0TMILD.




% B SMHEUMTE @HS App @ME code 2_(H6UMEEGEG6UTLD.
% Canvasl load &,&WLEUMTS,

GameOver 6T60T @MI&H&LILIMHILD Sprite LOEMMEUHMHE LD,
fruitl  eTeor GMIG&HLILMIWD  Sprite Q&MEG HemFemnl
CBHTEHH 10 CaumsHH 6V H&HTeUSHMELD,
fruit2 eTeord GMIG&ELILI(BILD Sprite  QFMEG HemFemul
CBTEHH 35 CGaussiH 6L HSHI6USMEGLD,
fruit3  eteor @Ml&HELUGILD Sprite Q&MEGS HemFemwl
CHTES 45 CausmhsHHeL H&HTeUSMESLD,
fruitd eTeoT @GMl&HLULGILD Sprite QHMGSG HemFemwl
CEHMT&HS 25 GeUusHS5H 6V HSHT6USMESLD,

Code 2 (HOUMHHE
Q& MeTGeuTLD.

© Canvasl

b oo o

2 TR s OB e
0 R O e
e o+ € ecsto o
Gl - KL

Sprite_Typebrid eTeotés @MI&&HLILGILD Sprite  Class @)60T
GLD6V click Q&I LD GLIMEI bird eTeoT & MI&&HLILIGILD sprite
Beoguiley  gomags G QLSHTNEG QWSS
QFEUSHMG code 2_(HEUMEEGGEUTLD.

il Sprife_Ty_pebrid

Sprite_Typefruits eTeoT @MIG&HLILBHID  Sprite Class
Sprite_Typebrid eteor @&GMI&&SLILGLWD  Sprite  Class




Q&THILLEUME Sprite_Typefruits  6TeoTd GMISHLILIGILD
Sprite Class @) 60T 2{6mLOAIL LD 275 6T60T 2_(HeUT&H &6 LD.

Sprl’te_Typéfruits Sp rite _Typebrid

B o i) - 03 - WY

¢ (W5H60l6L G
b LpmIGerfler elevoreoollGemnd 0 eTeoT GQLIMMIS
Q&ETHSHE count fruit ereor  variable 6260T60) (1)
o _(HEUMTEHESCEUTLD.

% Sprite_Typefruits 6TeoTé GMI&BSLILIMILD Sprite Class @) 60T
sprites Sprite_Typefloor eTerd &MI&&LILIGILD Sprite Class &9
Q&THIWD GuUMs,

e Q&ML Sprite_Typefruits ereor Sprite Class LD6MMIHS
Q&FWWw GeueoorlQ WCST(H
Sound1  ere0T GMIGESULUGIDL @edlud 66edl&s
Geustor(hLD.
GLosviLh Sprite_Typefruits 6T6oT8 @GMIG&LILIGID Sprite
Class @)60T sprite 6pedTM Q&HTHILGUMSI count fruit
variable @eT QUMILOTETID 1 6V F&KHSH
@euevor(hLD.

count fruit variable @e60r GQUMIDTETD 4 @ME&S
FLOeTME&LWD GuUMsl Sprite_TypeGO  ereor Sprite Class




@6V GameOver 6le0Td (GMIGSHULGLW  Sprite
Femgullev  Cxmettm  Geueor(HD.  SM&HTH
LY edTeuBLOMM)

block 2_(Heum&&a]LD.

v ETNGTZATTIRD collides with SIS

|cfmm
B W variable count fruit + L= B4 )




