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Mame:  object] Ew

e

Actions:

Spiite

-’.r' Ispr_tchr1 a

Display a message

2 Alarm 0
12 Bdarn 1
e . abject? Set varnizble turning to 0
2 8 obiectd

Stait moving in a direction

Play sound snd_tatata

. Set Alam 0 to random[300]

evE@O|OEl 5@

Name:  object5 Events: Actiong:

Spiite 'l Create

| Ispr_ipod EL

Create instance of abject abjects

= Set the score relative to 1
& release <Up>
If turning is equal ta 1

_ ) s Start of a block

Create instance of object objects

Set the soore relative to 10

S& End of ablack

s Start of a block

Goto nest room

S End of ablack

If scaore is equal to 500
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MName:  obid Gt Actions
Sprite o LCreats Play sound s M

a ISDI B =8

Restart the curent room

@ Change sprite into sprix
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HName:  obj_boy E
Sprite
i W B 3 £ obi_stone

<o key>

m <Lefty

B <Up>

& <Rlight>

Em <Dovine

Actions:

- Move

If instance is aligned with arid
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Mame:  obi_tch Everts: Actions:
Sprite 5 Step Display a message
i |sprite_tch =) s Sleep 2000 millizeconds
i g obj_stone
e ahi_shel FRiestart the curment raom
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Hame:  |obi_bal Events:
Sprite
@ Ispr_ball a Lad "
b g o
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Doy
bi_stone

bi_score

Actions:

Start moving in a direction
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objgt o
obiC

obiD

obidk.

objx

obig2
ohiC2
obiD2
objsd
obiB3
obiC3
obiD3
objad
obiBd
obiC4
obiD4
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L= obj_letter
-8 obi ik
+ obi_score

objec_contr

obi_shell
i LEVELT final
object-music-

< [0 3

b2 =

% Rooms i
e -

Y=e

Hame:  pbi_heart
Spiite

¥ [sprheat B

Events:

Actiohs:

3| Destioy the instance
99@ Setthe score relative to §
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. ob[_letter
obLik
ob[_scare
objec_contr
obi_shell

{0 LEVEL1final
abject-music-

{7 Rooms

= e

YASE

@ Restart the game

7 Endof ablack

Show the highscore table
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- 3 0:‘@ “ || Name: | ob{_letter Evwents: Actions: atioves

o bl
obiD Spiite Play sound sound?
obi0k = ISP'—‘E“Er = IF riext room exists
ok
b2 [3] Gotanetroom = @

biB2

Zh:C2 _ Set the score to 60 J
obiD2 Sleep 1000 miliseconds
ohija3
obiB3 Else
obiC3
obD3 as Start of a block J
objad Display a message
objB4
okiC4 Set the score to 100 J
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g’ objdK “ |spr_score & 4 o obi boy 2 Start of a black

X b

n ohig2 L Play sound snd_yea

z z::gg _ : Destroy the instance
- D chibz <7 End of a black
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obiB3
5 obiC3
1 obip3
- @ obisd
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