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1. Create this sprite and combine the following blocks.....

when uparrow  key pressed

when clicked
set pen color to i you_"
set pen size to §)
when 0 key pressed

clear

when downarrow  key pressed

pen down

go to mouse-pointer

!

when | receive red
set pen color to

when | receive orange
set pen color to

when |

%

when | receive biue

set pen color to set pen color to

when | receive yelow
set pen color to i

when | receive purple
set pen color to

Paint Circles

LY/

2. Create this sprite and combine the following blocks.....

when this sprite clicked

Scripts

Costumes

3. Click “Costumes” at the top of your screen

Sounds

4. Click on the black circle and draw a circle with your mouse

-Eo e =01 LY

5. Click on the “Fill with Color” button

= e m &

6. Click on the color red

8. Click “Sprites” at the
top of your screen and
combine the following
blocks

Scripts Costumes

when this sprite clicked

Sounds

4L

7. Click inside the circle to
fill it red

choose “duplicate”

9. To create another costume, click on
the red sprite. Then right click and

11. Your screen should

10. Complete steps 5-8 for orange, yellow, green, blue and
purple
New sprite: & / &l 3

Sprites

Sprited SpriteS

look like this




Level Up Village
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1. First build these blocks of code
inside of the cat.

2. Choose whirl in the dropdown
menu

when
forever

set color

color
fisheye
whirl
pixelate

effect to 1)

mosaic
brightness
ghost

3. Go to the Sensing tab and insert
Mouse X or Mouse Y.

I Motion
J Looks
] sound
f Pen
J pata

touching color 7

I Events A
§l control &
| Sensing __|

| operators
I More Blocks forever

set whirl effect to
=)

when clicked

4. Move your mouse around and
see what happens

5. Now play with different effects
and see what happens

set fisheye

=,

effect to mouse y
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M

Py [ | ‘Car Race Starter, My Name Scripts Costumes Sounds
1' ThlS IS What "-T' by LevelUpVillage (shared) F . I
. . l :: ::i- Events
your project will f Lo "
look like in the fsows [ serag _
l Pen [ operators move @) steps
End. I Data I More Blocks d
movs @) stops when rightamow  key pressed
s (3 @ s
o
turn (% @D degrees
go 1o x ¥
Sprites New sprite: ‘@ / & £
change x by €D
change y by €D
Scripts | Backdrops | Sounds Q‘) See project p:
2. Design ‘ :
8 Lt [backdrop2 n o Clear | Add | Import ol &
your own R/ as
backdrop for -
the racetrack \
backdrop1 | ]
480x360
2- ’ .
backdrop2
N
&
(5%

3. Create your 4. Combine the

own sprite following blocks
TS
} e -
turn (4 () degrees
Car-Bug

turn (% degrees

5. How can you
make the car go
slower? Hint: Think
about how fast you
are having the car
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1. Now we are going to turn our keyboard into a piano. You don’t need any Sprites or Backdrops.
2. Build the code you see on this page.
3. There are two ways to do this faster by copying blocks of code. The first is to right click the code and

then choose ‘Duplicate’. The second is to use the Stamp tool.

A A N

Bll 62 64 65 67 69 N1 72

when a2 key pressed when s key pressed
play note (19 for (X beats play note (389 for () beats

when w key pressed when e key pressed
play note (Z39 for (B beats play note ER for () beats

when d  key pressed when r key pressed
play note (I8 for (X beats play note (E3 for () beats

when f key pressed
play note (39 for () beats

when t key pressed
play note GB for () beats

when g key pressed when y kay pressed
play note@for@beats play mte@fwmms

when h key pressed ! G

key pressed
play note €I for (I beats play note GIE) for CX) beats
I when k key pressed
play note €GER) for @) beats play note GER) for GF) beats
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1. This is what your project will look like in the end

(S e p @ e | e [ an [ ] 5 So» profct poce] . o
oo - 2. Build a backdrop, similar to
L I this one
J 2
Sprites New sprite: & / & B

139 -

forever aAn

clicked

How backirop:
e

[ caree + 10 @D
oI
.

3. Add this

sprite, or

sprite of

your choice el

4. Combine the following
blocks for the ball...

v

When the ball touches this
color it bounces back.

go to x EID v €D

point in direction 9
move steps

point in direction

5. Add this
sprite, or
sprite of

your choice Goal
point in direction

move §I) steps

4. Combine the following
blocks for the goal...

point in direction &I
move §0) steps

then
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1. Create the following sprite and combine the blocks

when clicked
set pen size to )
set pen color to

[
if key rightarrow  pressed?  then

set volume to EFED) %
point in direction 59
)

i [ change pen color by €D move €1 steps
| play sound pop
| move pick random €D to @) steps ’H key downarrow  pressed? then
Pahi { o (2 pick random €5 to €D degrees point in direction
. turn ) | pick random €D to @D degrees | move €T steps
if on edge, bounce
B ey oo presse? S T )
say ETENTEENTEY for @ secs point in direction €T
r—r— . move ) steps
say for @) secs
key uparrow  pressed? then
point in direction {5 Y
2. Create this costume 3. Make this sprite 4. Combine the
from the costume you following blocks
just made when this sprite clicked

5. This is what your screen will look like in the end

GFEAR © Fiev Eanv Tips About L+ M 3 LeveiUpViliage
! [Spaic fish ~ Y Scripts | Costumes | Sounds [ Remix | % See project page
IC.mJ by gamemaker209

[oson [N ®
J Looks  control ’@
Sound Sensin,
1 1 9 x: 181
fpen || operators ) y:79
Data More Blocks
l I set pen size to )
set pen color ta
trn degrees
T
change pen color by
move pick random €D to € steps
-
turn (™ pick random @ to @) degrees
g0 to x @D v: @ lmrnl”) pick random @B to @) degrees
- if on edge, bounce
L a it [
e
PSR c'dc @ s o = &ID r ® say [TESTENT for © secs
Sprites New sprite: Q / H' [o]
a change x by @D i ¢
set x o @
Stage Bution2
ETE change y by @D aQ=q
oW LACHIROD Y
Backpack '
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1. Make the following backdrop. It should look like this

Bacarops

CXS Cewr | Aca | imoon o onl S

I
L TET
T
Maze
480x360

FEQge=00 -

a=a
o
Bimap Mode

Gonvent o vector

U

2. Make another backdrop. It should look like this

Backsrops &% Sea project,
Hew backarop =

G/aE

n " PATY a=aqa

100%

Bitmap Mode
Canvert o vector

3. Code these blocks for the backdrop

5. Combine the following blocks

go to x ED v @D

switch costume to costumel

touching color i ?

.
go to x & v @D

4. Choose a walking sprite

> (=
A

S
Sprite1

6. There should be three costumes

New costume:

d/aB

(34

Oy =
™=
(&
costume1

costume2
89x110

2
82

costume3
3x101
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1. Make these three backdrops and name them background1,

. . 2. Make these three costumes and name them
reiyvgtow and reiyvgtow1l

Jumping, Walking1 and Walking2

1
2 <} E x] - - s
hockgratmd] reiyvgtow reiyvgtow Jumping Walking1 Walking2
480x360 480x360 480360 16x32 1031 —

3. Make a Mario sprite, called “Spritel” and combine the 4. Make a mushroom sprite, called “Sprite2” and

following blocks combine the following blocks
&
x: -235
y: -126

set size to @) %

! Sprite2 walt pick random € to Timing secs
"goto x @Dy
broadcast jump  and wait r
¥ hil edi 7
switch costume to Walking2 AR, towching sdoc
wait (XY secs
next costume
-
This scrig
fatso run if  touching Spritel
controls
jumping.. .ch.ng! uves by €
when | receive jump
switch costume to Jumping when | receive
play sound Mario Jump set size to €
5. Make a Mario sprite, called “Sprite6” and 6. Make a Mario sprite, called
combine the following blocks “Sprite7” and combine the first set of

blocks. Then make “Sprite10” and

cnmhine the carnnd cot nf hlarke

change Uves by @

switch costume to splash

set ghost effect to E)
switch costume to Teachl |

go to front

walt pick random @ to €D secs

wait until  Lives <|fY

| switch costume to gameover

repeat untll  touching Sprtel 7 o touching edge 7

clear graphic effects

[rT—— go to front

set g8ly6tl to pick random §) to ©

broadcast  g81y6t1
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[‘I; Unitied

Now you are going to build a game that depends on your
partner’s choices. Each time your partner chooses something, a
new part of the game appears. Here are some examples:
1. In the example on the right, when | ask my partner what food

he likes better, the food he chooses then appears, and a

x ey w4

message appears telling him to try to get as much as he can = newspete &/ & @

before it all disappears. E@]Q QM Q Q

[rap—

2. The code for the muffin is also on the right. a/tm

when I receive Message4 when I receive Message 4

In the game you build, use the Ask, Broadcast and “When |

5 touching Boy4 ? .them

.dlange Score by €9
'

Receive” blocks to build a game that goes, in order: abide € secs to x: €D v: ©

gideotu x:@v:@

glide €] secs to x: €D y: €ES

1. Question

2. Task + Task (One for each possible answer to the question.)
3. Question

4, Task +Task

e Have a question where if the wrong answer is given a swarm of enemies
attack.

e Build a quiz or puzzle game where your Sprite must move other objects
to certain places. (Hint—Use the Sensing and Motion blocks).

e Build levels where your Sprite must work with others, or figure out how
to play that level without receiving instructions.

Hint: You can use the
Costumes menu to change
your Sprite’s appearance. In
this example, the Sprite turns
into the animal the player

e Don't forget, if you give two answers, like the beach/pool example, you

~ . Scripts Costumes Sounds have tO Code a task at each One
New costume: rEEE—
&/ [boyé-a e Use the Pen block to code a trap that keeps growing and that the player
5 & must escape.
N e Hint: You can link screens from different paths, so if a player chooses to
- go to the beach, you could code another question that might lead them
: ] to the pool, or any other scene you are using.
$§
boytd » | motion i LU
e J Looks i control
: & [ souna [ sensing

IPcn IOparawrs

Y foata [ vore Blocks
Sharl
483214 2
o mave T steps when I receive Message &
-l

ghide ) secs to x: XD v: €ED
glide ) secs to x: €D v: ED
glide () secs to x: €D v: ©
glide ) secs to x: €D v: ED)

point in direction 59
point towards

go to x: €D v: €D

10
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1. Build the following blocks for Player 1

dPl 2
and Player Here is Ghe code

Here is he code for Player 2 [PZ]’S

for Player | [P1]'s
paddie/controller:

key up arrom

pressed? then

change y by €D

key down arrow pressed? then

change y by @D

paddie/conGrolier:

3. Make two variable, P1 Score and P2
Score

4. Build the following blocks

broadcast point
broadcast space message
change P2Score by €)

broadcast space message
’
change P15core by €)

L}
" touching 71 Goal 7

2. Build the following blocks for the Ball
Sprite

when
gowx@rO
walt until  key space  pressed?

when | receive point
gwwx@r0
walt until  key space pressed?

i on edge, bounce

repeat untll  touching P1Coal 7 or touching P2Coal 7

move @) steps
»

" touching Player1 7 or touching Player2

point in direction = direction - €TI0

move @) steps

turn (0 pick random @D to €D degrees

6. Build the following blocks

when | recelve space message

switch costume to space message
switch costume 1o start message

walt untll  key space  pressed?

walt untll  key space  pressed?

when | recelve P2 wins

when | recelve Pl wins

switch costume to P2 wins
switch costume to Pl wims

5. Use Paint New Sprites option to create a Title Sprite
and Instructions Sprite. See the picture below for how
they should look.

X 170 Y. <180 4

New sprite: & / & 3

|Paint new sprite |
——

Continued...

11
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1. Createa ba(fkdltop that will be your 2. Create a second backdrop to appear when the
r.acetrack. Design it however y(_)u would two players crash and a third backdrop to appear
like, but make sure your cars will know when one player has finished

where to drive
2 a
BANG! FINISH!!!

3. Create three sprites: Player One, Player Two, and the
finish line
maspuz g
Sprites New sprite: ‘Q / é (0] AL

-

5. For Player Two, combine the following blocks

Sprite1 Sprite2
when s
point in direction {§)
move €1 steps
4. For Player On mbine the following block
or Player One, combine the following blocks touching Carl 7 _then P

switch backdrop to backdrop2
else

point in direction €159

switch backdrop to backdropl

when d  key pressed
point in direction €59

when uparrow  key pressed
point in direction 19
move €T steps

when clicked
wait €D secs

clicked

when w  key pressed
point in direction €%

touching Spritel 7 then

switch backdrop to backdrop3
eise
switch backdrop to backdropl

play drum €5 for @ED beats
,
rest for beats

point in direction €135

when leftarron  key pressed

< X b
N
&

3

point in direction (T
move 1) steps

6. For the Finish Line, combine the following
blocks

|5

play note &) for €) beats
»

play note (339 for €) beats
»

play note R for € beats point in direction €1}

move §B) steps

say [ for @ secs
when clicked Say fﬂl’ o Secs
w

f touching Spritel 7 _then

say [ for @ secs
say [fM for @ secs
say [ for @ secs

switch backdrop to backdrop3

else
switch backdrop to backdropl
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1. Click on the “Blue Team” sprite and combine the following blocks

poim In direction

switch costume t¢ Dot

switct costumetg Online

else

switct costumetg Draw

switct costumetg Online
else
switch costumetg Draw

ture (4 €D degree:
else

poim in direcrion @R twrn ¥) €D degree:

switch costume to Dat '
move @0 steps

[ touching =doe | o  touching colon

goux' a yiy
I direction = direction of SusTeaml

gow oDy @

poin In direction Dir
point in direction &) »

n oirr =1 then

urr *) € degrees
else
are {4 € degres:

(] Oniine =1 then
switch costumete Onlime
else
switch costumetg Oraw P —
[l o7 =H then
ture (¥ € degree:
else
wure ) @ degree:

forevel
L]
set Dir 1t direction y positior = voositior of BueTeaml

se1 X e x positior
| X positior = xocostion gi BueTeaml

set Pointinoas o IEEEETE
eise

] ¥ positior = xoasition of BueTeaml

set Y 1w y positor

movelD steps

ture ) @) degree:
else
ture (0 @ degree:

f touching edoe

move @B steps

diecion  of SueTmami =61

switch costume tg Wrech

change Your wins Iy @
broadcast Star
stop this sario

.mmﬂ‘ steps
'n Mobiliy =EY  then
repeal €D | Speed
move Speed steps
Onine. =1 then

switct costumetg Online
else
switct costumetg Oraw

I sumpg

switch costume tg Dot
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1. Make your own backdrop

Scripts | Backdrops | Sounds m
New @
*"  [backdrop2 nH = Clear = Add | Import 7 ol S =

-/

&

\

-

®

T

&

i

L]
| | | b / =
- . X e
1 | 100%

Bitmap Mode
Convert to vector

Backpack A

2. Choose any sprite to be you. 3. Combine the following blocks.

Please make it about YOU. Change
the questions to ask ones that you
have talked about in your videos to
your partner.

say [ for @ secs
say for @ socs

FTU Are you ready to start my game? [ELT VT

PPV Okay! Let's begin iRl 5 BT =

13
Bl V1t country am | from? JERCIELTY
it answer =[J _then

say [EHE] for © secs

W answer - [CTEET] then
PPN The United States of America JRIE 5 Ko

FEUS What is my favorite food? UL VT

say [EIRE] for © secs

D — then
EXVA The United States of America R{ndl 5 B33

14



