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108 Home work project sws 88 design =0 code =58,

%+ Screenl & Background Picture e fruit BG.jpg ece @ =36 @B Picture
&m endd oID.

% Screenl wews Rows nove &= =0 osim.d0 Rowl, Row2
e Row3 ece 8 mosis.
e Rowl sews label ema &8 w6 0.8 text Oz
esew Let's grab the fruit eces ©0wsy mosis.
Font size es¢w0 30 eces @ e¢sizm.font color emes
B0 color e 2 DEeme Ear e¢siv.
Label & ez@& background color &c Hex &= esewo
FDEOFD w» gow ¢ eesim.
Label 8o padding sews swn Simed «de
20Dy CR @LBID.

% Row2 eewmn image Component &= & 3 aozis.
o &8 Height 22508 Width 320 o= =f esmves 6 ozd.
e [mage Component €em& picture ewo Birds & fruits.png ece
wecwsy image 8m omId OB,
¢ Image Component dem® Margin wewmo swn ;s BOwnesy dmIced
eowst Cah egsim. o

0 px

“* Row3 escwo button &= &2 0 osI5.0@ button &= Buttonl ece »H®
DO OB,
e Buttonl & text &z ecws PLAY eces cab ecsis.

e Font size e 30 ece cah ecsin.




Text color esewn e3¢ O8enw A ecsTD.

Buttonl & background color &z Hex &2 eewmo

O0C1F4Dw» anw Gah ecsis.

Buttonl & Height 450= Width 100 0= = esmed 0

oI5, X
Border £e»& width sews 3 e radius esews 50 " E
ecas cab ecsim. L
Border color es¢w e3¢ 05 @mw cab & style gl solid ece ca»
claatal

¢ G & B cuecdd aamdwd Screenl emen o=

80 Screenl swm 88 Eded.
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%+ Screen2 design 0§,
%+ Canvas Component &z &= o0 oziz.

>

se@ Sprite Class &z B8@1enwe 08,

fruit

Sprite_TypeBg eEes Sprite Class mzf 5@ =6 osim.&8 Picture List
e Blackground.webp picture ece @ md 8 image &= add »¢

osis.

Sprite_TypeBg eces m»® =3 o Sprite Class eews Sprite & &2

Doeom B bg_Sprite ecs »® »6 ovm.¢ eewo
Blackground.webp picture &= eniczim.




e bg_Sprite & properties sws sewsy com OEO g0 s O,

X eseen = 167 Height = 333
Y aewn = 227 Width= 651
Zagwm =0 Angle=90
Opacity = 100

©¢0x Sprite Class & 8@ »OE.

Sprite_Typefruits @ces Sprite Class =z 5@ =6 oxi®.88 Picture
List esewo Apple.png, grapes.png, mango.png &w® orange.png eces
5H® WS g8 images add =0 ozim.

Sprite_TypeBg ece »® w0 oy Sprite Class ng Sprite wmdnl &
moenz SO fruitl, fruit2, fruit3 ew fruitd ece ® =6 oxim.&
wewr BEeOEs=Y mango.png, grapes.png, Apple.png ew» orange.png
w5 8Bomd O WO 0BIH.

dthed properties swnm wewsy colm DEO @50 Bt OBIB.

fruitl escen Fruit2 esews
X wewn = 149 Height = 50 Xeewm = 175 Height = 50
Y sem = 95 Width= 50 Yegm = 170 Width= 50
Zeewm =0 Angle= 90 Zegn =0 Angle= 90

Opacity = 100 Opacity = 100

Fruit3 esceo Fruit4 eseeo
X esews = 150 Height = 50 X egwo = 200 Height = 50
Y mewo = 230 Width= 50 Y egen = 300 Width= 50

Zecom =0 Angle= 90 Zeem =0 Angle=90

Opacity =100 Opacity =100




» nxz¥om Sprite Class &= BE&reme »GE,.

Sprite_Typefloor @ces Sprite Class &= 5@ w0 ©u75).88 Picture
List esewo floor.png ece »® m6 @1 image &= add »6 oxys.
Sprite_Typefloor ece »® »d o= Sprite Class e Sprite &=
floor.png picture &= &5 0 ozin..

&8 properties su» @y ¢uin DEO 50 Bme OBID.

Floor escem
X wewr =26 Height = 50
Y eseen = 225 Width= 460

Zoecw =0 Angle=90

Opacity = 100

w00 Sprite Class &= Bo&renw 20§,

Sprite_TypeGO e e Sprite Class @z ® w06 os35.88 Picture List
wewo GameOver.png ec® m»@ md ¢d image & add w0 eosis.
GameOver ece »® md o= Sprite Class mg0 Sprite &z
GameOver.png ece wewzy picture &m & 0 ozin..

&8 properties swn wews’ ¢afn OO an wme asIH.

GameOver eew
X esewn =130 Height = 180
Y ssewn =180 Width= 305
Zeaem =0 Angle=90

Opacity =100




sedOz Sprite Class &= Bi@rens »IE,.

Sprite_Typebrid @zt Sprite Class &me »® w3 0.8 Picture List
e Bird L.png ece @ 0 @ image &= add =6 oxim.

bird eces m»® =3 o Sprite Class ngo Sprite &2 Bird L.png ece
eemasy picture 8z O S osim..

&8 properties su» @y ¢uin DEO 50 Bme OBID.

birdescen
X wewo =115 Height =70
Y eseen = 185 Width= 70
Zoecw =0 Angle= 90

Opacity = 100

“* Sound Component &= &= 6 oziD.

¢ Screen2 & design &= own 088 2 ob.




% 88 ed 0®@ App & sewo code smed 238,
% Canvasl load 8e®2

GameOver ece wewst Sprite & emesBL0,
fruitl ece sewsy Sprite &m ¢men E0dD 10 » edvews? ©®sY
ABeoH,
fruit2 ece wewsy Sprite & ¢ e 26000 35 » edvews’ vy
BB,
fruit3 ece wewast Sprite &= ¢ 8D 45 » edoews’ E@nY
BB,
fruitd ece wewsy Sprite & ¢ eq 20d0 25 » edvews! T
BB,

Code essmed g,

o oo
EB 's FEH speedto
EZD 's BB speedto ﬂ
's B speed to
\E.'an 's mspeedlo ﬂ

Sprite_Typebrid ece weonsy Sprite Class €= @ click e 80 bird
ece wgwsy sprite &m Hoed @51@ DO eeom «;®0 code
emes 3.

Sprite_Typefruits eces eewzy Sprite Class &z Sprite_Typebrid eces
wews’ Sprite Class demd duba g 80 Sprite_Typefruits eces eaews’
Sprite Class den® 883@ 275 eces eamen ozin.




<+ GBSO vwed Debn vend ®os 0 oce cab e¢ds count fruit
oce variable &= wmed »IE.

initialize ETTORM variable to D

¢ Sprite_Typefruits ece wewsd Sprite Class @8 sprites
Sprite_Typefloor eces ewewst Sprite Class emd euba g 80

o Suda O Sprite_Typefruits ece eewsy Sprite Class ©em8
sprit &z emesB v ym gvd,
Soundl ece sewsy @dcwe B¢ S Y .
mcSprite_Typefruits eces wewsy Sprite Class ®em@ sprit
O doda Om 802 count fruit variable a8 gow 1 Bx¥
08 B @gno.
count fruit variable dem»8 avw 40 w&i» g 202
Sprite_TypeGO e Ees Sprite Class &@z8 GameOver eEes
e&wos’ Sprit 9m Boed 8 Bw gn .

& esewo vwm 668 block

e AE.

I sprite_Typefruits - LTSRN Sprite_Typefloor

| call N Flay - )

with output

then do

I app variabie count fruit + L]
{2} avarialemunt- ' o




