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Game 6p60TemM Bl LOM6oOT D Q& WIGAUTLD.

P 2 MBEHSHE CHemeuwmer Learereoll LoMMILD sprites erebeumid Setup
G uwrfleév Function @&m@&e6T QUMM STLILLH6TeTS.

* HemLwns 2 6Ter paddle g left |, right arrow keys ewpevlb &G, CLHEG
FMNTFSHEHHES HHHOMM 2 (HeUTHS Ceausor(Hd. SSM&ETEH @Hs blocks &
Liwleor LU(h & &H6y LD.

¢ QEFERIEGSHSTS 2 6er paddle & Goey, P& H&HHLOTY 2 (HEUTEHS
Geuetor(HID. ASHME&TSH @BES blocks U LwWeTUGS S 6y LD.

pressed ] while v I right v pred

move m‘ D pixels GETED [l move =‘ D pixels EEED
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stops ( moving north | stops ( moving south | cdit |

begins “moving south | edit | begins { moving north "edit |

< UBS Bl Wwnsd @ e @D paddle @6v touch Q&LLELIME! UBS! (Projectile )
eTerfls Qamenor(® B&HT Geustor(BIlh. H&M&MSE blocks U LweaTUBSSeyLD.
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set GEEIED to | random integer from | B3 | to | £ M I t b
ovement 8% Varliable

sprite
m o maums&, 20 @m@w 25
begins (,_Flying_East cat @heh @enLuls random

- :
=t K2 number RETENMD

stops ( Flying_ West cdi generate Qewg Q&MeTs.

Name your behavior:
Movement variable g “Flying_East” Flying_East
Behauior @m@m USe LesrenTeyLh I_IEﬂ 12 What is your behavior supposed to do?
pixels RP&EFPDEG BHEGWL Cums, Movement
variable @elmsein value a6 pixels sieney
QALEBRDEG BEISSD.  SLCUTH  UbHS
(Projectile ) gererls Qanam® B LD,

with: this sprite
e Fovement v Il ] LSV BSGWO move  this sprite 2 pixels
UBH 6T QEFmGS S
2 WIHemS Lmmold G &meTesin. move this sprite R CIEl North v |
change by

Movement variable =yemm&l random =y,& =
generate 2ueu&Te0 WsOT(HILD 2(H Wenm LGS
QERGSHSTS @HEEGLD paddle @6 touch @b Gumal (Projectile ) seafls Qamean® . Liwemr
LImen&emnil oM &6 &meTEnLn.

@ b5 block @ eTeLpeuld LGS, paddle @)6L touch LG GUME CLEDHG FEFaeans B oS &
@ HTETEBLD,

UbS QFRIGESTS Q&S0 paddle @6 touch Q@b Gumg UbE (Projectile ) serefls Q&memr®
B&T GauammBlh. 2 &6M&MTE E)HS block 83 LIWETLIR S50,




==Y Movement v KB &)

begins | Flying_West | edit |

* K2

stops 3 Fiying;East F_'dif.]“

“Flying_West" Behavior @ M&mss, Flying_West" eLp6uld LIBS! Q& MG S TUI [HEGLD
paddle @6v touch QL& Wi LNebT LiwesoTLl Lmengenil 2_(HeUMEH G LD,
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¢ thissprite | [ random integerfrom (3 to | EY | Pixels LIEIED

Flying_West

move this sprite random integer from | )  to | g&j | Pixels

move this sprite pixels

change by

@mB& block epeuld UBE HemLwms LwlenllsEs  GeustorqguwiCs T
random @L& generate SLEUFHETTE UhE OCQFMGSESTS paddle @Gev
touch SL&\W Lil6tT LiWeooll& @D ST 660TMI&H6& TeTml 6l &G WITEFLDMEGLD.

Movement variable epEUD QFMIGSSTHL Lwlemnll&HE Gaueoriql 2 Wiyl

Frnmefll&slUGI0D. @M@ Movement variable @Mm®& [Bl6t6VLIMeoT
QuUMILOMETLD QUMM Q&TH&SILI(HILD.

eLGVLD LIFS! H&(HLD CouemeaT Q& miEGS Sl
2 WSHens mmHle Q& TeTEBLD.

+ UBS eUeulILI&S&LD 2 616l layout §)6L touch 2y,@&LWD GUIMEI, "WIN" eTeur
display SL,6uSMEGLD, 6SQWIMsTenMm eT(LILUSMHGLD, @S block 83
LwerU(H &S a]LD.
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show title screen

title | & G0 22
subtitle [ ¢ i 2

play sound El:B categmy=aCMEvementsfmeiodlc win_4.mp3 r]

stops ( moving north [ edit ]

stops ( moving south | edit |

% UBS Bpeiter layout @6V touch QL,&DGLIMEI, “LOSE” eTenT display o46usM G LD,
eV WImeTemnm eTLpLILeUSMESTHALD @)H& block 8 LW eTUMHSHSHaLD.

show title screen

title b ¢ Kel53 2

subtitle [ &6 2

[ EVELTT .l sound: gory_achievements/melodic_win_

= K3

stops (, moving north [ cdit |

stops ( moving south [ edit |




