JSU

Oregon State University
Computer Graphics

Create Sprites, Sounds, and Objects
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=7 Sprites
g8 SoftSai
Wit Fire
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=7 Sounds

i) Backgrounds
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=" Objects
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The Chasee Object should Follow the Mouse

0 Object Properties

Sprite

= IBurger a

Yisible Solid

[ Persistent

Parert: |<no parents =
Mask: |<same as sprikes a

©) Show |nformation

" 0K
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Actions:

Add Event

Delete Change

Jump to a given position

Draw the value of score

e

mjb — July 16, 2010

The Chaser Object Should Try to Get to the Chasee

D) Object Properties

' OK

Actians:

~Move —

(] 5] 5]

Add Evert

Sprite
b Im— El & Step
3 Ch.
T e
@ Outzide Room Step Avoiding
isible [ Solid Applies to
o — Qe
- () Other
[ Persistent () Object:
Parent: I<nn parents E
Mask:
@ Show rfomation s

] Relative

AvEIR | vaxa | augas | |2U03 | zuew | puew
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If the Chaser Object Overlaps with the Soft Soil,
it Should Slog Through it Towards the Burger

] Object Properties

Actions,

Sl . Create IF there is a collision at a position
i [Fire E o Start of a block g
pe Fhas . Play sound BoggedDown -
@ Dutside Rdpm g
Visible [15oid Move towards point [Chasee.x+-100+random(200]).Chases.y+-100+random{200])) ﬂ
e NS Endo ablack ﬂ
[ Persistent s
Parent: W a & Start of a block %
Mask: Jesame as sprites |5 Stop sound BoggedDawn ﬂ
@) Shaw Information With chance 1 out of 2 perfarm nest =
Step towards point [Chasee.x+-100+random(200]).Chasee.p+[-100+random{200]]) ﬂ
Ele :
Step towards point [Chasee.x+-100+random(200]).Chasee.p+[-100+random{200]])

<7 Endof a black

#Add Event
Delete Change
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If the Chaser Object Doesn’t Overlap with the Soft Soil,
it Should 50% of the Time Go Around the Soft Soil
and 50% of the Time Go Through it

o] Object Properties E
. - - @
Sprite , Credle IF there is a collision at & position
b |Fire = a Start of a block
g #2F Chases
(CHew ] Play sound BoggedDionn

@ Dutside Room
Move towards point [Chases x+{-100+random(200]) Chases.y+[-100+random{200]]]

[#] visible [ Salid

[ Persistent -
Parent: |eno parents élz : Start of a block
Mask: [csame as spiite> =, Stop sound BoggedDown

© Shaw Information With chance 1 out of 2 perform next

Step towards point [Chasee.x+-100+random{200])]. Chasee.y+(-100+random(200]))

anedp | eaxa | au00s [ jouuoa | zuew | puew

Else

A Step towards point [Chasee.x+-100+random{200]),Chasee.y+(-100+random{200])
& Endof a block

Add Event ]\
Delete Change
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If the Chaser Catches the Chasee,
Play a Sound and Add One to the Score

B Object Properties

A=)

Sprite
@ Jfe A

[#]isible [ Salid

[ Persistent

Pasnt: (<o parents =
Mask:  |<same as sprites E{z

@) Show Infarmation

o 0K

Actions:

y Create

bd

Step

@ Dutzide Room

Add Event
Delete Change

Play sound GotCha

Set the score relative o 1

Move 3

(21 21 3]
=l @6

Jump

W

(2] K]

Paths

aedp | eapsa | sa0os | oauon | zuew
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If the Chaser Gets Outside the Room,
Wrap it Around to the Other Side
(You Could Also Bounce It)

0 Object Properties

Sprite

8 |Fire B

[] isible [ 50lid

[ Persistent

Barent: |<ra parerts E
Mask:  |<same as spriter EL

©) Show Information

Move

Everts: Actions:
Create ‘wirap in both directions when o
5 Step

b B Chasee

Add Event
Delete Change

] & [3]
51 [al

Jump

| AR | Eu].xe| 24095 | 00D | ZuEw | LLI!EUJ| aA0W ‘)_(]
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