Project 153
QEwWmML LD 153

DP Coding

EDUCATION SChOOI




% Choose a backdrop LWeTLHE&E Neon Tunnel backdrop &
CFIHSIH QHMETS.

Neon Tunnel

% Choose a sprite LIWeTLI(R &S Ball sprite 83 GETHS1&5 QSHMTETS.
2|H6T X, Y position  WMMID size 8 LleTeu@Lomm
2 (HEUMEHERE Q& T6TH.

Sprite Ball

Show ® “ Z Direction

% Choose a sprite LWeTULBHSH Wevor(hd Ball sprite CFI&HSI8
Q&MeTs:. 2h&  sprite & shooter  ereor QUWIKIL®
Q&maTeTaYD. FH60T X, Y position  DMHMID size &
LY 6BT6U (HLOMMI 2 ((H6UTE (& 5.

Sprite shooter I y -136 .

Show [ Direction
® 2 shooter




% choose a sprite LIW6TLI(H & Apple sprite 83 CEFIH SIS QSHM6TS.
Q|6& X, Y position DMMILD size LN6TEUHLOMMI _(HEUTEH &S .

—

Show (& & Size 100 Direction 90 Arrow1

- x I ¥ -138

e Arrow sprite @)60T costume & erfledr b s@MIuiler semsvuilev
CLMUGH U6 @) HHGLD 2 [Hemel QSfle] QFUIs.
K

arrow1-d
A7 X 57

¢ SHMHEUMSI [BITLD code 2_(H6UTEHEGGUTLD.

< (W&606L Ball sprite @M@ code 2_(HoUTEHGHE6UITLD.

¢ UFMF BIM Q&mguiesr Goev click Q& uiub Guimgl Ball sprite
hide &8 GCeauemQWCHTH HeT X  emnwmedl b -165
LHmI Y Iemwalld 0 25 Ceueor(hld. Sjensg SHelly
LNedTeupLd Bl& 06D HemL QLM Gauevor(MLD.
Repeat block & UWETUGHSH SHeT QUMILE 6  6Teor
QUMMISG Q&HT(H &HS.
e2(H eurfllileL Ball 11 @) (H&SH GeuetoT(HLD. 2SHMETEH GLOSYILD
Repeat block eetTemm LIWITURHSH 2&H60T GlLIMINE) 11 6Teor
QUMM Q&ETHHES. HMEGET Ball sprite @6v 1 @ eS(BHS 5
6U6emI costume random (WemmMUiley WMTMIUSMG W block &3
GFI&HHAD. LIS clone 2_(Heums GeueoriquCHT(H jems X
IlemnwedlLLd &evrm 33 mm Geuevor(HLD.
smHCums BT  Ball 11 o Lermeor  eUlfl  epedTEmIM
2 (HeUMEGeUSMH&G W block set 83 2 HAUMSEH (DL HSl6TarfTT.
Ball 11 2 Lemer 6 e6Ufl&:eT 2 (HeUMTHEHS Q&HTETUSMN S
Repeat block @M@ QUMILDS) 6 ereor QUMM QHTHES block

coLIVEWORKSHEETS



@O&6eT ¥ eowallld  seum 33 yH&FlUuusHGL X
leMmaLID H6euIT 365 GHMMeUGMEGSLD LleTeu®Lomm code
2 (HEUMSHSHE]LD.

% 2 (BeUTHHIW clone show & GeuetoTQWICHTH QGHITLTTS
LYedTeu@BLDd Bl&We HenLum Ceustor(hld .2HMEMTS forever
block 8 LWeTLHISSHaLD.

e @5 sprite , shooter sprite @6V touch QLG CUTSH
IDMMILD @\H& sprite @)60T costume number @)60T shooter
sprite  @)60T costume number @ME &LOGUTITEUTIT6V,SCOre
variable @60T QUMILDE) HLIT 1 Fa(heUFBM@GLD sound 6TeoT
massage 660TMI FenL &S5 CeuenorlqWCSHTH @S clone,
delete 91,8 Geuevor(HLD.




when | start as a clone

touching shooler« 27  and costume number - = costume# =+ of shooler -

% Sound @)60r GLD6L click Q& WIS bubbles sound 83 Q& fley Q& UIS.

% sound 6T60T massage 660TM HemL &GS GUIME bubbles ereor
GMl&&LIUMLL sound play QLeusMmE& Lletreu@hDmm code
2 _(HeUMSHS6)LD.

play sound Bubbles = until done

ssLIVEWORKSHEETS




% Add Extension Human Body Detection extension  6p60T6MM

BE ¢

CFIHSIH GHMeTGUILD.

¢
-

Human Body Detection

|dentity human parts from iImage

< HMEUMEI BITLD shooter sprite @M@ code 2_(HEUMEGEEUTLD.

¢ U BIM Q&M uiledT GLo6v click LievoTammilh GLIMS! 6T6LeVIT
FHSILUMIGE I shooter sprite  @60T X position @M&
o515 61560 L_LL &L emLallgedley GHUGH U6
L Hms QUMM QHTHES. Y SemnalliHM& -
136 QUMMIE Q&ETHHES. HaorsE GeleflGw /ey
(DI WIMSl. B&SMLD CUTE Y oemwailLld 100 @M&LWw 500
@Mm@&LD @ emLullevreot QUMIG WU LOITM
GoeuenoTIQ WIESHM(h) shooter 6T60T message 6p60TMI broadcast 24,8
GeUetoT(HLD. FHM&HTSH LNeTeU(HLOMM code 2_(HEUMTSHSHELD.

coLIVEWORKSHEETS




go to x -ﬂg X * position of fopofindexfinger + ¥y R

if on edge, bounce

if  key space v pressed? _ then

% shooter 6T60T message 60TMI HlemL_&@GLD GLIMSI Ball sprite @) 60T
1 @e9BHE 5 euemy costume random  (LLEOMECSHMLI LOMTM
Geuetor(h)LD.

p—

swilch costume lo  pick random o ] o

¢ SMHEUMGI BITLD Arrow 1 sprite @ME& code 2_(HeUMEEGG6UITLD.

¢ UFemdF BIm Q&mquier Gev click Uetorsmild GUIMS
LedTeu@BLD Bl&H D6 BemLOUMIISMNE code 2 (HUTSHSHELD.

e Score 6T6nT variable 660TMI 2 (HEUMTHHG G&T6TSH. Score
variable @ eT QUMIDE 0 eTeT QUMM Q&HTH &S,

e Cameraon 9.8 Geuetor(hLD.

o @\HS sprite & black layer 915 2_(HEUTEHH Q&HTETS.
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e @QMBIEG 2 M&KHT MF QSTLIMS UGLUTUIIeY
QEWWLLL GeueotriQwCHTH Arrow 1 sprite  @)e0r
ML EGEHMNG 2 MmseT ensdsuller sLleml allgedleir
CLHUGHUWIL emwalllld QUHME G&HTHES
Geueor(HILD. ASHMDHMH LYl edTeu HLO Mo code
2 (HEUMSHSEHELD.

goto back » layer

X * position of top of index finger «




