Falling Duck (Diisen Ornek)
Arcade Oyunu Kodlamasi on start

Biitiin resimleri sirayla “Gallery”
s&t m:kgrnund colar o . o . . . .
kisminda bulabilirsiniz. Dikkatli bakiniz

on game update every [EEL] ms

5&t score to o
set pgap * to pick random o to °

i grv =+ @ e start sereen blizrard = effect ()

set topImage * ‘to u
set bottomImage + to n

set rite = ay (acceleration = to QL
else if gapr = o then @ my Sp y ¥)

set mySprite * te sprite of kind Player =

n set  anim * to create animatiom of Jumping * with interval e ms
set  topImage * to

set bottomImage + to n
else if gaip v == o then e
set  toplmage * to n if otherSprite  right = - =  sprite left =
set  bottomImage + to u change score by o
else
set topImage ¥ ‘to ﬂ
on game update
set bottomImage * to ﬂ

if mySprite * vy (velocity y) = > o

add frame to anim =

on sprite of kind Player * overlaps otherSprite of kind Gap =

gapImage + to | ereate image width ° hedght screen height activate animation Idle * on mySprite =

®
gapInage ~ u-m.. anim

it mySprite v bottom > | 3w @
gapSprite * to sprite gapImage * of kind Gap ~

attach animation anim * to sprite

mySprite =
gapSprite =  auto destroy -«

game over < LOSE ®
gapSprite *  invisihle w

gapSprite * laft * to screen width

gapSprite *  wx (velocity x) * to @ en any * button pressed -

projectile * to projectile topImage » from side with wx o vy o

set  mySprite *  wy (velocity y) = to
projectile + tep * to o

activate animation Jumping * on mySprite =

projectile * to projectile bottomImage * from side with vi e vy e

-
mySprite * start rings v effect for (EERERS mo E_jl
projectile * bottom * to screen height

on sprite of kind Player * overlaps otherSprite of kind Projectile =

game over LOSE @




