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Let's create the Spaceship Game.

Let's create this game to play by collecting gems and collecting points
before the spaceship runs out of oil.

Let's add a background image first. An image of the space is included in the
project given to you in the animation library.
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«+ Let's define the variables needed to create the app as follows.
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<+ countFor... variables are created to adjust the time it takes for each item to
come from top to bottom, and total... variables are used to store the count
of released items.
The variable called Fuel is equal to 1000 to store the initial oil value and to
return it to 1000 when a fuel can is collected again.

<+ For each item, define their groups as follows.
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¢+ Create functions related to Gems, Asteroids and fuel can drop as follows.
¢+ The function related to the design so that the purple gems fall down is as
follows.
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< Below is the function related to the design of falling meteorites.
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<+ Create the function related to fuel tanks drop as follows.
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«* Then in the draw function, first let's code to move the spacecraft using the
arrow keys.
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< Call the functions created above until the visibility of the game over sprite
isnot 1.
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This prevents gems, asteroids and fuel cans from falling from above when
the game is over.

“* Now let's code what should happen when the spacecraft collides with each
object.

«* First, when the shuttle's fuel can is touched, code to increase the amount of
fuel to 1000 and destroy the fuel tank.




playScund(¥ "sound://category accent/puzzle game accent b 0l.mp3”, ¥ false); =

<+ When the spacecraft touches the gem, code as follows to add the score and

to make the related gem disappear and play a sound.

, Yfalse); :J|

playSound (Y "sound://category achievements/lighthearted bonus cbjective 1.mp3"

¢ If the plane collides with a meteor, the plane should be destroyed and

game over should be displayed. For that let's code as below.
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playSound (¥ "sound://category explesion/ghit explosion.mp3™, Yfal=e); ;J]

%+ When the meteorite collides, the meteorite and the plane will be destroyed
and the fuel value should be 0. Along with that, the game over sprite should

be visible. Create a decaying sound to play.
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< |f the fuel level becomes 0, let's prepare the code for the game to be over
and the shuttle to - = crash down.

.
|[gzmeove - Budsibie

<+ If the value of the oil becomes 0, then the game is over, otherwise in the
else part, the value of the fuel variable is designed to decrease by 1 in each
round.

¢+ Prepare the code as below to display the accumulated points and display
the amount of oil.

byt -
drawSprites();

<+ Finally, increase the value of all the count variables by 1 as follows.
lcountForPurpleGems # 1
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