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310 &2 DmzaBed B8 block BiErene swn 62 8¢ 0 ©A8.
When Screenl opens block &= drag =m0 eosis.

» ¢ mEO reset Button ;e ¢:8 set reset Button’ Visible button &=z drag

B0 OBTH.

» @@ Disabled ece edmed mmdsim.
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Functions mc g8 to do something block &=z drag 3 osvs.
appFormat ecee do something edit =6 ozim.

Pizza angel 8w um y®oienw, speed Oz BEErenw HEOO e@@ block
BE@renw Y.

Canvas Blocks m@ g Direction ©¢ set Sprite’s angle to block &=z drag
W0 OBID.

&a pizzal ece ednes DHOEID.

Math me 8 random integer from 1 to 100 block &= drag w6 esis.
o8 gow eces 1 10 360 ece Bo@renw 3 oI,

@& gozdw pizza 8 w¢w® block Bé@renw mdnsin.

R I 5 209et0  random meger rom o] o WETTY)
R o2l 5 @90 | random integer from X 360 |
a5 20910 random integer from WER] 1o WEEH
's angle o random integer from Wil to WEE))
random integer from Y 360 |
random integer from R 360 |
random integer from n 1o m
random integer from WER] to T

Pizza speed &z RE@renwed 8@ block ASErenwe =6 ozin.

Canvas Blocks e &% Motion & set Sprite’s speed to block &=z drag
W0 OBIB.

& pizza9 ece ebmed mosim.

Math me @ random integer from 1 to 100 block &2z drag =06 oxim.
&8 gow ece | t0 30 ecs BE&remw w0 osis.




@® gam00wd pizza 8 we® block B¥Erenw mdosim.

el 's B speed® | rangom integer from WKl to SfETY)
il 5 € speedo | mngom integer from Wik to RN

: 's B speed 10 random integer rom Wi 1o ofETY)

ger 's B speed® ' andom integer from L 1 X 30 |
s s €8 speed®o | ngom integer from W to SERN

. ‘s 3B speedlo | rangom integer trom WEH 1o ofETY)
[LE R ‘s 3 speedio | angom integer from n to ﬂ

- 's [ speedi0 | angom integer from MR to Wi

Bomb angel & g g@srenae, speed &z BE@renw HEOO @@ block
BE@renw WOE.
Canvas Blocks »e @8 Direction £ set Sprite’s angle to block &= drag
W0 OBIB.
&w bombSprite5 ece ebmed mosim.

* Math e @8 random integer from 1 to 100 block &= drag w0 ozis.
88 gow ece | to 100 ece Biereas »6 ozin.
@® gazdeS bomb 5 e¢00® block BE@rens mdosis.

's anglelo  rapdom integer from to m

LLLE IR s anglelo | ongem integer from lo
LI 5 gk 10 rangom integer from SR to WiETEN
£ oI S 590 rancom ineger rom MR to

bombSprited ‘s anglelo | ongom integer from ﬂ to m

Bomb speed &z BE@renwkd e@® block Rb@enn @6 osim.
% Canvas Blocks ¢ @B Motion & set Sprite’s speed to block &= drag
W0 OBID.
&c pizzaSpriteb ece ebned momim.
Math ne &8 random integer from 1 to 100 block &=z drag =0 ozi.
&8 gow oce | 10 200 ece BEeranw 6 osis.
@® gazdwC bomb 5 e3¢wo® block BoErenn mInsis.
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-1 vombsprites [ - LT random integer from WFTTY] o o
random eteger om WEEY 0 MY

. ‘s 300 speed10 | pngom mtager from m to m

' [E speed o | rangom iteger rom WELL to WE
T o R DOT— PR

e® O enn Bbé&renw mios block B8uEe BiErenwy w6 Bde gnenf
appFormat block &= mnece.

Hard button clicks = 82 red bomb show 8205, &tiewed speed &2 50
¢SO 18 BeoE e block B@rene 5 osim.

When do hardButton block £z drag =6 eoxds.

& m@2 Functions appFormat block &=z drag =6 eaxi».

Canvas Blocks nc a8 Looks & show Sprite block 4z drag =6 esin.

& es¢wa redbombSpritel, redbombSprite2, redbombSprite3, redbombSprite4
oce b8 emw 0 ozim.

easyButton m¢ &% set easyButton’ Visible button &= drag =6 oxi».
& Disabled ece ebmed mosim.

Canvas Blocks me g% Motion & set Sprite’s speed to block &= drag =¢
®BIB.

&w redbombSpritel ece ebmed mosis.

Math m¢e &% random integer from 1 to 100 block &=z drag =6 sy,
o8 aow ece 110 50 ece HiErens 0 osis.

@® @m0w0 redbomb 4 eewn® block Bé@renw moowsin.

Call e & call Timer's Start button &mzf drag =6 osi».
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* Reset button click e 82 score & 0 8@0F pizza2, pizza3, pizza4d, pizzas,
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pizzab, pizza7, pizza8, pizza9, bombSprite 2, bombSprite3, bombSprite4,
bombSprite5, bombSprite6, redbombSpritel, redbombSprite2,
redbombSprite3, redbombSprite4 display 8@0 @¢ e block BS&renw w6
QBIB).

When do resetButton ¢! drag =6 ozis.

& mEo Set variable score block ¢z drag =6 ozis.

Canvas Blocks mc &5 Motion ¢ set Sprite’s X to 100 block 2= drag =¢
OsIB.

o8 X eow ece “127.68296875159376" ewacr ozvs.

&8 Y gow ece “392.78578124840624” ewicy ouin.

easyButton ¢ &% set easyButton’ Visible button &=z drag =6 easi».
&w Disabled ece emed mdsi».

hardButton = &5 set easyButton’ Visible button &=z drag =6 o=¥»s.
& Disabled e eomed mosim.

&g6o false ece ebmed wosTm.

Show block &z nE svm wewss block BEErens w8 vzinm.

pizza2, pizza3, pizzad, pizzas, pizzab, pizza7, pizza8, pizza9, hombSprite 2,
bombSprite3, bombSprite4, bombSprite5, bombSprite6, redbombSpritel,
redbombSprite2, redbombSprite3, redbombSprite4 display

(Ehow - redbombSpnta2
v redbombSprite2
y redbombSprited




%+ Show block &= e spritel eces Héerewe S osis.
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Easy button &m0 g block e®etd HéEhenw ®JE.

Easy Button when do block @@=z drag =6 eozxis.

easyButton nE @B set easyButton’ Visible button &= drag =6 eozis’
& Disabled ece edmed mosinm.

Call e @B call Timer’s Start button &=z drag =06 esim.

Functions mc g% appFormat block &= drag ¢ ozim.

Canvas Blocks »e g8 Looks & hide Sprite block 423 drag =3 ozys.
&8s redbombSpritel, redbombSprite2, redbombSprite3, redbombSprite4
ece Bb@rene 0 oI,




. appFormat
redbombSprited
[de _ L rectombsprte2 |

%+ Sprite &= bomb &= nE Orgemn=’ “You lose. Game Over” eces display
880 g block &= HE&rene mowsin.

%+ Canvas Blocks e @ Events ¢ when do collides with block &=z drag
DO OB,

' Sprite_Type1
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Sprite_type- btnSprite ecewe, any-bombType ecwe cdmdd 6 ozim.

Sprite block &= @020 collidesl, collides2 block 2z add =6 ozis.

Set label text to block &=z drag =6 osinm.

&8 text £z ece “You lose, Game over” add mdozTs.

Canvas Blocks m¢e &8 Mation ©¢ stop all sprites on canvas block &z drag
B30 OBID.

resetButton mc @8 set resetButton’ Visible button &=z drag mo ozin.
& Disabled ece ebmed mosis.
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bunSprite - -\ bombType

sef 's to You lese. Game Overl

(Ul Canvasi1

A2 resetBution - E Disabled - Bl

<+ Sprite &= redbomb &2 mE Seesns “You lose. Game Over” eces display
880 gac block &= Aberens mdasis.

¢ Canvas Blocks m¢ &8 Events ©c when do collides with block &= drag
WO OBIB.
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Sprite_type- btnSprite ece¢, any-redbombSprite ecwe e ed 6 ouvs.
Sprite block &= @020 collidesl, collides2 block 2= add =06 oxis.

Set label text to block &= drag =6 osis.

&8 text &2 eces “You lose, Game over” add msosis.

Canvas Blocks mc &8 Motion ©¢ stop all sprites on canvas block &=
drag »0 ozy.

resetButton me &8 set resetButton’ Visible button ¢z drag =6 eosi».
&« Disabled ece ebmed mdzsim.

e

%

+
0.0

*.
0.0

*
0.0

.
‘0

L
.'0

bunSprite . redbomoSprite |

B8 Label - RS o You lose. Game Overl

iL{ reselButton - | Disabled - §1J

P 00O BY®rew edmE B mF gdwsia.




