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257 O Es0eaBwO g Bwd® images swn google driver link &z @8z¥
download ®6 exis.
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B0 E@dm maze screen O swm 668 design @5 BE,.
Screenl eegwo background color & & 36 ©0AE. Hex wew 9BIBIB wm
code &=mm &= 3857 background color = &= 3 osim.

Row component €z &z 26 oIz, &8 row component &z ngd button
Oz ew label ecws &8 w0 osim.

Button component &z start_button ece ©® =6 osim. start_button &=
swn w8 desigh 3 oxi5.

» 98 button dem8 text &= esews Start ece ©owsl ®»dsm.o8 background

color es&wa SFB1BF wz code &z Hex sewm &= @3 osim.Font color esews
g O8emw & monim.Font size 20 ece cah ecsim.button dend yEreny
wew height 35 ecws width 80 eces @1 egeym.

Margin esw border eew swn ©6E design &= 8¢ w0 0sIB.

o 0 o label e¢em@ design Om swnm wB 8¢ »mony».

» &z label &z0zf chance label ece 5@ wdsi».&8 font size &= 20 eces
Cah eesim.text Om sews BBOE wdws! emmosTs.

P O 0 oIz gem label &= time_label ece »® mosi».&F font size
o 20 ocn ¢ ecoim.text O wewr BBON wonsy ermSsI.




% Canvas & &5 0 os¥m. ©@ Canvas dend design &m swn 888 8¢ 0o

oxsizm.canvas dem® border £z swn 882 desigh =0
OB, o

Canvas wOed ¢ stage ©®» =8z background color
dwm O 26 osim. F5A623 oo code &

Hex eseen 9z =0@zY Background color £z

Ca OB

* maze_Typel e sprite class &ma &5 osim. &8 width eaw height &2
eew 50 e 50 wm gowest eas @57 wmed »J vim. 98 image m wew
wall maze.png &z 0 oz¥m.

e maze_Typel wOe= mazel ece sprite &z S 200 0uv®. &8
height e width eewa 50 ew 155 om 20w Eas ecsi®.O8 X
position &z 228 e3w Y position @ 250 eEe emed mSmym. Angle &0
0 ece cab ecsn.
maze_Typel wdes maze2 ece sprite &= 8 0 oxis. &8
height ese width eewo 50 ew 150 wo gowsy eas etsde.08 X
position &z 195 e Y position &2 340 ece wmed ®osim. Angle &2
90 ece @ eesin.
maze_Typel wden maze3 e sprite &= & 0 oz, &8
height ese width eew®s 50 ew 100 w» eowsy Eas ecim.88 X
position &z 18 ew Y position &z 134 ece e @osim. Angle &
0 ece o ecsin.
maze_Typel wOexl mazed eces sprite & O 290 ozim. 68
height es» width esewa 50 e 100 @ gowst o ecIn).08 X
position &z 78 e Y position &= 275 ece eamed mosim. Angle &=
90 ece cab ecsin.
maze_Typel wOex mazes ece sprite &= O 0 ozvm. &8
height esw width eewo 50 @® 150 ws gowst Cas e¢zI.88 X
position &z 23 ew® Y position &= 57 ece wmed 0sIm. Angle &
90 ece cab ecsim.




maze_Typel wOes’ mazeb ece sprite &= &2 w0 ouis. &8
height ese width eewo 50 e 150 wo gows? cah ecsim.&8 X
position &z 280 e® Y position &= 25 ece emed mosiz. Angle &=
0 ece oo ecsim.

maze_Typel wOe=’ maze7 eces sprite &= & 00 oxvs. 68
height es® width esewmo 50 esw 150 w gowst Cah ecd™.o8 X
position &z 287 e® Y position @2 113 e emed 57w, Angle £
90 eces o ecuin.

maze_Typel wOexl maze8 eces sprite &= O 0 ozsim. 68
height ese width egws 50 esw 60 ws gowsd o e¢us.O8 X
position &z 143 e Y position &2 12 cce emed 2057, Angle &%
0 ece cah eesin.

maze_Typel wOens' mazed eces sprite &m &2 0 ouvm. &8
height e width esews 50 e 150 wo gows? Eabh ecsIs. .88 X
position &z -25 e Y position &z 293 ece wmed osym. Angle &=
90 e cah ecsin.

maze Typel wOes' mazell e@e sprite o &8 6 oxim. &8
height es® width esews 50 ew 60 v gowst @ ecsi®.oF X
position &z 148 w® Y position &2 384 e wmed mosiz. Angle &
0 ece cah ecsin.

maze_Typel wOex’ mazell eEes sprite @mzs Oz 6 0¥z, 68
height e width esewmo 50 esw 150 wm eowsy Eab ecsi®.o8 X
position &z 22 e Y position &z 372 eces ame oI, Angle &z
90 eces Ao e¢sin.

maze_Typel woens’ mazel2 eces sprite @ma & 6 0¥, 68
height e width eecwa 50 e 100 w gows? b e¢sI®. 88 X
position &z 42 ew Y position &2 298 eEe wmed wosim. Angle &z
0 eoce cah ecoin.

maze_Typel wOesl mazel3 ece sprite o & @6 osdm. &8
height es®» width es¢®s 50 esw 100 e gowst Eah 6¢si®.08 X
position &z 82 w® Y position &z 130 ece ame mosIm.Angle &
90 ece o ecsin.

maze_Typel eOe=’ mazeld ees sprite &mz &2 6 ozim. 68
height esw width esewmo 50 esw 150 wo gowst o ecd®. .08 X
position &z 294 es» Y position &2 337 ece wmed »IIm. Angle &=
90 e A ecsi.




e maze_Typel wOesf mazel5 ece sprite & & w0 oxim. &8
height ese width eewo 50 e 175 wo gows? cah ecsim.&8 X
position &z 20 e Y position &= 238 ece amed mosIz. Angle &=
90 ece cao e¢sID.
maze Typel wdes' mazelb eces sprite = & 6 osi®. &8
height ese width esewa 50 esw 100 w» gowsy EA ecsI®.88 X
position &z 280 e Y position &z 220 ece wmed mosim.Angle &=
90 et G ecsiD.
maze_Typel wOes’ mazel? ece sprite dmz &3 w6 oxim. &8
height ese width esgwmo 50 esw 175 wm eowsy @ ecsI®.o8 X
position @z 190 es» Y position &z 88 ece wmed mozsim.Angle &=
90 eEes Eab eI,

%+ coin_Typel eces sprite class &=z & mosim. &8 width ew height &=
eew 30 v 30 w» eewsy Cab ecds) wme ©»0 osim. ©F image & wewo
coin.png &= =3 osis.

e coin_Typel wOesl coin ece sprite o &2 6 osim. &8 height
e width esei 30 e 30 s eowsy A ecsim.O8 X position &=
237 ew Y position &z 302 ece wmed mosim. Angle & 0 ece cab
@esiD.

Pot_Typel ece sprite class €ma &5 wonvs. &8 width ew» height &
eews 50 ew 50 oo evwst cah @cdsf emed 0 osim. OF image € wew
coin.png &= =3 OsIB.

¢ coin_Typel wOesl coin ece sprite & &5 0 ozim. &8 height
ew width esewi 50 v 50 u» gowst Eab eesi®.o8 X position &
78 w0 Y position &= 40 ece wmed mosim. Angle & 0 e can
@B,

Timer component &= 828 06 osin. €8 desigh &» sun 08 wmed
WOBID.

* Sound component &= &= wosIsy. &8 design & swm 868 wwed
DOBIB.

=3 Soundl




%+ gameover_Screen & win_Screen ez Screen e¢m design =06 @20 cab

co & .
% maze screen &= s =88 design 8 B3¢ gne.

2 28 ¢t ©0®® app & wews code BSE,.

%+ Maze game 8em#2 coin sprite &z pot dend dule »E gned. maze
sprite ew edge 8¢ coin sprite &m deln emmo eong mce nEE pot
tond} duln mc ¢ned. gog Ce YE & §ddd nuye 88 8.

¢ Chances w» Time @ce variables oo wmed 6 oI, Chances variable
8 #:00wm aow 3 eces C e¢uim. Time variable 8 #:6@w» aow 45 ece

Coh ecsIs.

inifialize 7258 vanable [HETE o (| E)
inifialize £ 8 variable S 0 (3

%+ Endgame eces function &= swn 888 BE@rens 0E. @82 soundl ne
Alert et sewsd sound &= source oI,

uoLIVEWORKSHEETS




%+ Reset ece function & swn 868 Bb&rese »IE. stage &= stagel 200
o5l B @ma. coin sprite e X position &= 233 @w» Y position &z 306
00 ool B gme. Chances variable 8 gow 3 ece cah ecsia.
Chance_label ¢ Chances: eces @0wsy 8 chance variable g assign g
aowee 8 ed Bw gme. Time variable & @0@w®m eow 45 e A ecsin.
time_label »e Time: e edwst 8 Time
variable ng assigh § eowe &8 & S

@me. Timerl Enabled 8w @gne.
7% app vanable Chances - L0 3]
set CETTRETIRD = BT to

== app variabie Time - 10 45
E= T fime label - B Text + LSRR - M Time )

et [ Timer{ - Bc¥ Erabled - 5]

% touching wall eces function &= swn 888 Hb@renw m08. Chances
variable 8 gow &= 8= ag) Bw gne. Chance_label »¢ Chances: eces
30wy & chance variable ¢ assign § eowe &8 e Bw @me. coin sprite
Sem& X position &= 233 ew» Y position &= 306 300 axf Ba gnwe. coin
sprite emd X edveod Eawdd edow 0 Ew ¢r @md coin sprite demd Y
eeed o0 edow () 8w gnw. chance

variable & aow 0 © 3@ »® Endgame 5) () ‘o (EFEITE
=515 -8 app vanable Chances - 17

function &z run 8w gnye. ol GRS ETEB 0 | O jon | TR

move tox L o |
Eznm 's [EE speed o -ﬂ
2 T - 3 e o
B B oo warabie Crances (- - (0

Timerl Fires g 802 Time variable & aow 0 © wé&» »® Endgame function
& run 8a gno. deds e50&A m»® Time variable dem8 sow 1 8=
28 8w @n. . time_label ng Time:
ece wowsy & Time variable g assign
g aowe 08 84 Bu gne.

S50 Timert - | Fires

BN Time B
| spp vaniabe Tie -




start_button ®» mc &0 Reset function &2 run 8w wyneo.

 start_button - | Click

coin_Typel class &z maze_Typel class end dudn g 80 touching wall

function &= run 8 gnce. n D cotides wih MY

coin_Typel class &= ¢cde dala & 80 touching wall function &z run 8w
@,

coin_Type1 - [0 2 S0 any

St f

-

coin_Typel class &z pot_Typel class dend duda g 80 win_Screen &m0
©®x=¥ B3O code wmed o,

hen cnmj‘:.lpﬂ collides w '_"I_':.rpe‘]

-

% down_button &» click me 0 coin sprite dem8 y efeed €000 edow
25 8a 91 g»0 coin sprite demd X axfeed
200 edow 0 &e . "7 down_button - || Click
m ‘s [IIED speed to
Eﬂﬂm 's (£33 speed fo ﬂ

up_buttonl @2 click z»e 82 coin sprite demd y esed Eadd edwvw -25
B @m @m0 coin sprite dem8 X edved E@mbd edow 0 Bw grw.

- up_button1 Click




% left_button ®» click mc 80 coin sprite &emd X efsed @00 edowe -25
S ¢ @mJ coin sprite Somd Y efeed 2add edow (0 e g,

%+ right_button &» click zne £2 coin sprite &em8 X amfeed 80 edow 25
B @r @md coin sprite dem8 Y axdsed Badd edow 0 &s gne.

1 right button I Ciick ]

Win_Screen eew owm code smed mosim.

%+ win_Screen opens 8e@2 time labell me 30 =¥ Time variable n¢ assign &
aow ¢ O 980 avnw c@8 wovsy Bv unw. 8 B wdwsy 8 Seconds
ece Bows’ Du WBA.

T S pere

Gl set [IRNECEED s AT to | [<] join L 30 |- 10 app variable Time - |




