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%+ Let’s create an lron Man.

¢ The background and required sprites have been created and given in the
respective places.

“+ To assemble each body part in order, make the variables created in this
way equal to 1.
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“+ Then some sprites created and given to you do not need to be visible at the
beginning of the game, so their visibility should be hidden.
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After creating the design in this way, let's start creating functionalities. Do
all the codes for this in the draw function.

first drawSprites(); Call the function.

After that, let's create the relevant code to assemble each body part in
order.

First, when you click on the body, adjust the part so that it comes to the
right place. Then set the value of the variable created above as bodyPart
equal to 0.




mousePre=sasdover (body)

%+ So itis equal to 0 because that part has to be placed first.

<+ After that, when the chest part is clicked, in addition to checking whether
the bodyPart variable is equal to 0, it should be checked in the if block.

%+ Here the chestPart variable is set to 0.
+*+ In the same way, when you click on the other parts, place them correctly

and make their respective variables equal to 0. It is mandatory to check if
the variable is 0 in the section placed before it
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++ Finally, the visibility of the powerButton sprite is shown in the if block
where the right leg is assembled. After all the parts are connected, the
power button will be displayed to start Iron Man.

“+ Now let's create what should happen when the power button is clicked.

Let's change the images of the sprites to create how the lights on the eyes,
chest and hands are on. Code as below for that.

mousePressedover (powerButton)

playScund|( ¥ "iron-man-r o mp3®, ¥ false); o
piayﬁouﬂd {¥ "Elevenlab 023-06-06T16 29 15.000Z Jarvis vnxRNEYYMyBCwfgdymnL.rp3", V¥ false); :t

Images with lights on are included in the library for you.

<+ After changing the sprites, the play sound block has been used in the
design so that a sound can be heard when the power is on. The sounds that
need to be used there are also included in the library.

piaysc:und (¥ "ElevenlLabs 2023-06-06Tl6 29 15.0002 Jarvis vnxRNRYIMyBCwigdymnL.mp3", ¥ false); = |

Iijlaysaund( ¥ "iron-man-repul sor-sound-1.mp3", ¥ false); & |




As soon as the power is turned on, the power button is hidden and the

Then let's code the functionality of the operational buttons that appeared
like that.

When the fly button is clicked, use the mousePressedOver block in an if
block and code what should happen in the if block.
First use this block to change the

B T "background?.jpeg 1"

background of iron man flying. The
image to be used for that is in the library as "background2.jpeg_1".

% Change its scale to 2.5.

Add blocks in the following way to hide all the body parts of the standing
person while flying.

Then use |oze-oww=si== ¥ this block to make the ironmanFly sprite

visible.

Giveeed and a direction for that sprite to move and make it fly. For
e 25508 that Use the block like this

So if the ironmanFly sprite moves and its x position is equal to -160, i.e.

when it leaves the screen completely, code as follows in an if block to

display the standing sprites on the screen again.




*+ Then when the handMoveButton is clicked, the assembled body parts
should be hide. Then show the visible of the new handMove sprite

mouacPreazscdOver (handMoveBucion]

<+ |If there is an ironmanFly or handMove sprite on the display when you click
on the Missile button, they must be hidden first. After o i
that, making the added body parts visible should be s
done first.
Then show the visibility of the sprites related to the two
missiles and see how to give them a speed and a
direction.
Use the play sound block to use the sound of the missile
launch. The sound required for that is in the library.

Finally, when the Power Off button is clicked, to create
its functionality, first of all, if a handMove or ironmanFly
sprite is visible, hide them.
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Then code as above to make all body parts visible.

The lights are turned on due to the power on of the displayed body parts. In
order to turn them off, the images related to light off in the head, chest,
leftHand and rightHand sprites should be set.

playSound (¥ "iron-man-repulscr-scund-l.mp3", Yialse); =
playSound( ¥ "powerQff.mp3”, T false): «|

¢+ Use play sound blocks and select the above music in the library to play the
sound during power on as well as when turning off.
<+ Finally, make the power button visible to power on again..
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