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FLAPPY BIRD GAME APP
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INTRO SCREEN: GAME SCREEN:
1) Title 1) Score
2) Button/s 2) Obstacles
3) Background 3) Character
4) Background



WHAT DID | DESIGN?

You can change the color and
size of the title, the text in the
button and the button.

The background can also

be selected from a bunch of
different options.

WHAT DID | CODE?

The only thing that needs to be
coded on this screen is the play
button.

When Button Clicked

Change Screen to
" Set Button Text Play! |

Set Button Height E[f) |

Set Button Width 1}
Eet Button Text Color To [

When Screen Loads
Set Title Size to 1)
Set Title Color to

- Code blocks for Intro Screen.

WHAT DID | DESIGN?

You can add any obstacles,
characters and backgrounds
from the lists available.

WHAT DID | CODE?

The character needs to be coded
to be moving downwards at

a certain speed. The obstacle
needs to be coded to be
moving towards the character at
a certain speed. The last thing
that needs to be coded is the
the scoring system. Every time
the character moves through the
obstacles the without colliding,
the score needs to increase by a
point.

When Screen Loads
Move Character Down by [}
' Move Obstacle with Speed &}
Eistmm between Obstacles 1)

When Tap or Space Pressed
'Jl'nve Character up by i)

When Character Collides

LEhd Game with Message

When Character Passes Obstacle
Score a Point
—

- Code blocks for Game Screen.






BUILDING A MAZE PROJECT

L ]
\ =
\
L
nfﬁ'l'jl
i
= 1
‘f”*hﬁwrﬁﬂq

1) Character 1 - Bird 4) Obstacles
2) Character 2 - Pig 5) Cells
3) Background 6) Path



WHAT DID | DESIGN?

The characters, obstacles and background can be selected from a
bunch of different options.

WHAT DID | CODE?

| had to code the absence of cells in order to have a path for the
character 1 to reach the character 2. | had to code where the orig-
inal positions of the characters and which cells would be obstacles
for the character 1. Finally | had to code the actual movement of the
character.

BAGK ®
Row Mo 53 Gm Path Path ‘l"l “ ‘

Hcmrﬁ:m' Path '. r:fuam "'
Rowno CEIsf] Pam  Pan  Pan o off obs (i o

repeat £ times
=i} Lr:-':nrﬂmrd

Ha'ﬂbcc-m‘i‘ Path "‘“
Row No CEI W] o] o] Pan Cbs [ of o §
Fow No EEI W] Obe = Wl Pan  Pan  Pan o] W]

Row o EXIn o] i i ] Fon o] o]
Fow o (3 Obs @R o 3 Obs (W o) 0sT 5 of §

- Code blocks for creating the maze.






REDRAW IMAGES PROJECT

1) 2 Polygons 4) Angles
2) 3 Triangles 5) Character
3) A Rectangle 6) Background



WHAT DID | DESIGN?

The background that | want to draw on can be selected.

WHAT DID | CODE?

| had to code the character to move forward as a line gets drawn
according to the number of pixels that were defined by me or jump
forward to skip certain lines from being drawn. | also coded the
angles at which | needed the character to turn.

When Run
Select Art Dasign
repeat §E) | times
do  move forward by EX) phoels
|h:._mn right by EE 8 degrees

When RHun

turn left by § degrees
|Jump forward by plxals

turn left by 00 degrees

turn right by E1@ degrees move forward by pixels

jumip forward by EECH poosis
turn left by g degrees

repealt [ times

do  tum left by EEVE degrees

move forward by pixels
S,

turn left by §l=ud degrees
jump forward by [E:] pixels
turn left by EIJ degrees
move forward by plxels
turn left by degrees
move forward by =) pixels
turn left by degrees

do move forward by 5} pixels
turn right by 0l degroes
—

Whan Run
Tﬁmn forward by E=J pixels
turn ket by 0@ degreos
move forward by 5] phoels
lurn right by k=g degrees
move forward by E5J pixels
turn right by ELE degrees
jump forward by 55§ picals
turn right by ElG degrees
movie forward by L) pixels
turn right by kol degrees
move forward by E:] pixels

move forward by [} pixels
turn left by Bl-Ud degrees

- Code blocks for drawing the image.



- Once these three objects have been traced, the entire
image becomes clear.




KALEIDOSCGOPE APP

Each OBJECT pOVES RED
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1) Circle 3) Background
2) Rectangle 4) Slices



WHAT DID | DESIGN?

| added the shapes and chose
the color of these shapes.

WHAT DID | CODE?

| had to code addition of the
shapes. | also had to code the
slices in the background and
the movement of the shapes
inwards and outwards.

Total Slice F=t}
choose [«]{+ 554 color

Total Design
Total Slice 5}
choose [CHEUNEES color
“1-1'N rectangle

Total Design

- Code blocks for creating the app.



ATARI BREAKOUT APP
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1) Ball 4) Bricks

2) Paddle 5) Score label
3) Background 6) Score count



WHAT DID | DESIGN?

The color of bricks, the background, ball and paddle can be
changed.

WHAT DID | CODE?

| had to code the movement of the paddle on the click of buttons,
the movement of the ball and its bounce if it touches anything, the
score count to increase by one everytime the ball touches a brick
and the brick to disappear everytime the ball touches them.

when run when run

I:IIE!EI!E labal
name
text: | &E ”
300 $9 30
create label
(=1 score_count
text: [}

Create Shape [E=ENFEES
name =58
50 17 100
width 5] height
Create Shape [CEELFEED

name 5%
4300 1] 100 EIVED

width [} height 1)

whan run

LE"" =) shift left by K3

when [ 1TES pressed
(FEXEED shif right by €2

(score_count FERC + - L 1 |

score_count Bl S coore count P L - L 1

- Code blocks for creating the game.



Score 3



TRIVIA TIME APP
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HOME PAGE: MENU PAGE:

1) Title 1) Menu Title

2) Button/s 2) Home Button

3) Background 3) Levels Button
4) Rules Button
5) Help Button

EACH LEVEL RULES PAGE:
PAGE: 1) Rules Title

1) Question text. 2) Rule 1 text
2) 4 answer 3) Rule 2 text
buttons

3) Menu Button

WHAT DID | DESIGN?

LEVELS PAGE:

1) Levels Title

2) Number of
buttons based

on the number of
levels.

3) Menu Button

HELP PAGE:

1) Question 1 text
2) Answer 1 text
3) Question 2 text
4) Answer 2 text

The background that | want to write on can be selected. The
color and size of all text and buttons can be modified. | also
wrote the content of the entire app such that it is user friendly.

WHAT DID | CODE?

| had to code all the buttons to either connect to another page
or to complete a level. | also undertood and used the concept

of functions and events.



setScreen(¥ "home”) ; ]
SetProperty (¥ "home™, ¥ "background-color™; ¥ "white"] :I
ﬂ;tslzﬂl?"id". 300, 3DD];]

PT.!ySn_unﬂ (¥ "sound: //category background/synthesize.mp3™, ¥ false); :}I

‘onBvent (¥ "buttonl®, ¥"click", |

setScrean (¥ "menu");
)il
onBvent (Y "button3”,

¥ oslick™s

satScreen( ¥ "home"™ ) ;
' )|
onEvent ( ¥ "buttond”®,

¥ "click™,

setScreen{ ¥ "levels"];
)i |

ﬂ;ﬁ‘wn:{ ¥ "button2",

TP click"™;

setScrean (Y "menu™);

V|
onEvert (¥ "buttonl2", ¥ "click",
=
secScreen( ¥ "levellwrong"); J
h )i |

nEvent (¥ "buttenl?", ¥"click",

setScreen (¥ "levellwrong") ; I

nEvent (¥ "buttonld",; ¥ "click";

setScreen (¥ "levellcorrect"); |
: FJ

mEvent [ ¥ "buttonZs™,;

:

¥ "=lick",;

setScreen( ¥ "menu®);
5
L )

nEvent (¥ "buttonZa™,

¥ "elick™,

setScreen (¥ "menu”) ;
1z

- Code blocks used while creating the App.



What is the closest
planet to the Sun?

a) Mercury ¢} Jupiter
b} Venus :lih'l.an.




HAPPY 52 APP
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HOME PAGE: MENU PAGE: PLAY PAGE:

1) Title 1) Menu Title 1) Menu Button

2) Button/s 2) Home Button 2) Number text

3) Background 3) Play Button 3) 2 Answer number
4) Instructions Button buttons

4) Score text.

5) Score count text
INSTRUCTIONS  HELP PAGE: 6) Quit button
PAGE: 1) Question 1 text 7) Time Limit
1) Menu Button  2) Answer 1 text
2) Instruction 1 3) Question 2 text
title 4) Answer 2 text
3) Instruction 2

title.

WHAT DID | DESIGN?

| chose the background of the home page. | also added the
text of the title and changed its size and color. | designed all
the buttons of all the pages and structured the content in the
logical order.

WHAT DID | CODE?

| had to code all the buttons to connect to another page. |
also coded the randomisation of numbers and the addition of
several pairs of numbers to make 52.



onBvant (¥ "buttonl™, ¥"click",

[score [0

L J

onEvent (¥ "button™,; ¥ "click®,

' { getNumber (¥ "button”) Fnuml}

setText (¥ "scorelabel"; score JJ

score Sl -50

setText (¥ "scoreLabel", score) |

1z

onEvent (¥ "startButton,; ¥ "click";

—

setScreen (¥ "Instructions”) |

highScores

- Code blocks used while creating the App.



Time Lett: 45 Score: 4

26

+ 28 + 19
=52

HOME
PLAY
INSTRUCTIONS

Keep selecting the

oplion that makes o

total of 52 with the
number on top




