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< ©® wews aD@s images library & ne @20 ca & a».

% lens &mm image &» add 5o R0 sprite &z create 6 O Be®
swzm 882 code blocks ©a8xn

lens @ces sprite &z create ooz &8 X wo y positions 380 v 200 eces can
eI,

Sprite & g¢E animation &= set B5@0 “setAnimation” block &z w80
WO, Ow wewo “lens.png_1" &z image &= select mozio.

Sprite &= scale €= 0.3 ecee o cevs.

P+ 08 sew ¢Des B0 Gio i BHBO wewr U G131 O® blocks
©wWIEsIB.

“line” @@es sprite &2 create mdenz &8 X @) y positions 200 s 200 ece
G ecsim. Sprite &0 @cE animation &= set B30 “setAnimation”
block &z ©08m0 mosim. dw eewos “line.png_1" image &= select
BOsI . Sprite dea scale & 0.3 ece Cah eesynm.

“c” eEe sprite & create mdeom &8 X v y positions 197 w1 230 ece
G eesim. Sprite @200 g animation &z set B3@0 “setAnimation”
block &= w8m1 mdsim. dw sews “c.png_1" O image &=m select
DOs¥m.5prite el scale &2 0.4 ece can ecsim.

“2fr” eces sprite &z create mdeoz O X ©1 y positions 20 ¥ 230 eEe
G ecoIm. Sprite =0 gcoE animation &z set B30 “setAnimation”
block &= 850 ®osi®m. dw eews “2f.png_1" &= image &= select
WOxim.Sprite e scale &= 0.4 oce o cesIm.




“2fl" e sprite &2 create oo &8 X wo y positions 280 o 230 ece
Goh eesim. Sprite £200 & animation £z set B30 “setAnimation”
block &2 ©8m0 mosim. dw wews “2f.png_1" & image &» select
mosim.Sprite dezd scale & 0.4 ece Gab eesim.

“fr” @@e sprite & create mdewzm &8 X w2 y positions 105 9 230 ece
G eexsim. Sprite ©00 g¢@E animation &z set B8@0 “setAnimation”
block & ©8m0 mozim. dw eew “f.png_1" & image &= select
oIz .Sprite e scale & 0.4 ece cah ecsim.

“fl” e@es sprite & create mdeom &8 x ©o y positions 290 @1 230 eEes
G e¢sim. Sprite ©=0 @¢E animation & set 8880 “setAnimation”
block &2 ©08m1 mdxsim. dw eews “f.pn_1g" 8z image ¢ select
oI Sprite den scale & 0.4 oce A e¢sI.
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2 020 88wd wews wBm O sprites
caBn® ©0080 vyvm B8 blocks
OWICTIB).




% swn 888 variable &= eswed mosis.
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% @uieg “function draw” block &2 ng0 swm blocks ewicsis.

< 0Ped 8 X gnw 390 © Déh el 2@ ww» 2060 D& &8 »® “The
location is wrong” eces wowsy 8w gne.mded 8 yedow -1 ece
omesIs.
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%+ mbed & X gaow 205 § 80 “The location is correct” ece wdwsy B
@ow.mmbed 8 yebonw 0 eO.button ece wewsy sprite & v

[Gisplay)




“ “button” ece @ ®S g8 sprite &z @m0 mouse & eem Bw 8O
ved elowed Bud sprite 53A 8 omeed “lens2”, “line2”, “c2”, “fr2”,
“f12”, “f2r2”,"f212”, “button”, “candle”, “normal” ecw »® =0 ¢H

! Bod sprite cavw®im B8O swn 882
blocks ewscais.
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% “candle” 8 evw 240 § 80 “candle” 8 eydww 0 @b. “rays”, “rays2”,
“rays3” , “rays2_d"”, “rays3_d” ew»
“candle_2’ casw®i» 0.8 wewn
swm 08 blocks ewicsis.
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* “display” variable ®e=8 wewsy ¢ wlwsl 880 vwn ©8E blocks
GWIEBIB).

drawSprites();

BocE BEnd endosim.

@®® block &z @87 8¢ Dxiezt p@me?
“lens” eces tewsy sprite O e B @O0 BB ®OE.
“lens” ece wewsy sprite &z AOBG €D vt SE.
“lens” eces sewsy sprite &m ¢n0 E00 V5T mOE.

c®® ¢t 88y 8¢ Oxvest weuie?
“Iens” eCe wecwsd sprite demd BH0® X 8 gow 390 O D& &8
»® v X 8 eow 206 © D&h a8 m»® display »® variable o8
“The location is wrong” ece edwst 8 “lens” &= Bed5E00 0@sY
HOE.

“lens” ece wewsd sprite Seomd BHO® X & enw 390 © & g8 »®
w® X 8 aows 206 © 08 (8 »® display »® variable £em8 The
location is wrong eces e0wvsy 8 “lens” & meomB60 o5y
o8&,

“lens” ece wewsy sprite e 8808 X 8 eow 390 © D&h ¢l »®
e X 8 aow 206 © 08 18 »® display @ variable €e»8 The
location is wrong ece e0wvsy 8 “lens” £ AeEEnBo0 0@xsT HGE.
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o®e e variable &= wwmed 6 g, 88D

g0 e B8R gom o® wewy G e¢l.gog gddCiedE O gae
goma text & ece display 8800 ewde @y block &2 endosys.
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. “g0" oce m® ™m0 ¢B sprite &= @0 Bmw (Mmouse) eos Gw 8O
“g0” e “flag” ece wewsI B sprite 9O 8OO gerg block set &z
BO=e?
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. BE oo B vyd@m “carl” esw “car2” ece sprite 880» eces design
BBRO gee blocks emes BEDJ endozim.
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