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AP & HANDLE THOSE CLONE




Terms of Use

We have put a lot of time and effort into creating these printables and we hope you
enjoy them!

By downloading CreateCodelLoad printables, you agree to the following Terms of
Use. This artwork is for personal, non-commercial use only. You cannot
sublicense, resell, share, transfer, redistribute or modify in any other way.

WHAT YOU ARE ALLOWED TO DO:

- Print them as many times as you like for personal use only.

- Use a print out of the printables to create personal gifts for others. This is only
allowed in printed product form and for non-commercial purpose.

- Feel free to share photos of the printable projects you've made or links to our
product pages or tutorials.

WHAT YOU ARE NOT ALLOWED TO DO:

- Resell or commercially redistribute our printables in any way digitally or printed.

- Forward, share or redistribute the digital files. Email our printable files to your
family, friends or customers. This file is for personal use only. If others like to use
the printable, they'll have to request their own copy.

- Share our printable PDF files in any other way, such as on a website, blog, social
media outlet, file sharing service, hosting site, USB drive, CD, DVD, etc.

- Modify our printables or use any parts of our designs to recreate a new design. It
is not allowed to add a logo or graphic to our printables.

- Remove any copyright notations from the printable templates

- Use our printables for giveaways.

All artwork remains the copyright of CreateCodeload, including the graphics,
illustration, design elements, wording, images and photos.

If you have any questions, please contact maytal@createcodeload.com!

Thank you!




Now that our clones are dropping as expected, we need to
handle their landing...
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Right now we’re stopping the candy from dropping
when it lands on the pumpkin,
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- but we also need to stop it from dropping when it
' lands on the ground...

P Remember, at this

point, we’re going
to end the game!
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Since we’re going to stop dropping the candy if
condition is satisfied, we’re going to need to place this
condition inside an ‘or’ block, and add another condition
to the mix...
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S And drag the ‘touching’ block into the spot on the left...




Place your cursor on the green part of the ‘or’ block (we
always drag using the bottom block),

and drag this block back inside the ‘repeat’...

R ‘ ) touching jack-o-lantern v+ ?  or k
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Now again, we need to check in here,
whether the candy is touching the ground.

We’ll do that by checking whether it’s
touching the color of the ground!
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So, let’s get a ‘touching color’ block from ‘Sensing’...

touching color () 2
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And place it on the other side of the ‘or’ block...

touching color O ?
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Color 88

| o »

Saturation 62

Brightness 53




Drag your cursor over to the light brown of the ground...
and click!
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show

touching jack-o-lanten ¥ ? or touching color ( ) ?

The color inside the ‘touching color’ block
should now match the light brown of the ground!




Test it!
The candies should
now stop dropping
when they reach the
pumpkin OR when
they reach the ground!
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N Our candy clones are still not behaving as we’d like them
' to, but at least they are stopping their descent when we

expect them to!

show




Now, what should happen when our candy clones stop
their descent?

show
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= Well, that depends! We have one set of actions for when
: a candy lands on the pumpkin, and a different set of

actions for when a candy lands on the ground!

show




So, let’s get an ‘if then else’ block from ‘Control’ so we
can handle both scenarios... -
_
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And let’s place our ‘if then else’ block right after we ‘get
out’ of the ‘repeat until’,
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At this point, we know the candy
stopped dropping, so we’re ready to
handle both scenarios, but first we
need to determine which scenario
we’re dealing with...
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show
— T X
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Let’s check if it’s the ‘landed on a
pumpkin’ scenario...




touching jack-o-lantern v 2

show '

From ‘Sensing’, get another
‘touching’ block, and make sure it’s

set to check if the candy is touching
the ‘jack-o-lantern’...
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Drag the ‘touching’ block and place
it as the condition of the ‘if then else’

block...



<— Now in this section of our
‘if then else’ block, we’re
going to handle the case
when the candy lands on
the pumpkin...
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and in this section, we’re
going to handle the case
when the candy lands on
the ground...




show
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When the candy lands on the
pumpkin, we’re going to play the
‘pop’ sound, and then delete this
candy clone!
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So, let’s get a ‘start sound’ block

(1 y
from ‘Sound’...

and a ‘delete this clone’ block

-

from ‘Control’..
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startsound pop v [ o
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show
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touching jack-o-lantern v ?  or WWO?

D When a candy touches the
ground, we should show this

backdrop,

Happy
)] m
yf;‘ﬁf: and then end




So, let’s get a ‘switch backdrop to’ block from ‘Looks’,

switch backdrop to Happy Halloween

and make sure it’s set
to switch to the ‘Happy

show

gotox: pickrancom @) o @D v D 7 Halloween’ backdrop!

‘touching jack-o-lantern v ?  or mﬂmmO7

L
touching jack-o-lantern v  ?
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And let’s get a ‘stop all’ block from ‘Control’...

-
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show
switch backdropto H Halloween »
B

touching jack-o-lantern + 2 or  touching color ()7

‘touching jack-o-lantern v ?




switch backdropto  Happy Halloween + [ o]
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Ok, we’ve handled both landing scenarios,
but before we test, we need to remember to
switch back to the ‘night sky’ backdrop

show

gotox: piakrundomto@ y:@

touching jack-o-lantern v+ ?  or WWO?

swrtchback&oplo Happy Halloween + When We start
=0 -\
pa a new game...
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S So, let’s get another ‘switch backdrop to’ block from
. ‘Looks’,

switch backdrop to night sky »

and this time make sure & ]
|t’§ set to switch to the =
‘night sky’ backdrop!
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switch backdrop to night sky » _’M
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It should be easy to see that the backdrop switches and
the game ends as soon as the first candy hits the
ground, but since we can’t move the pumpkin just yet,
it’s hard to test whether the candy actually disappears
‘inside’ the pumpkin when it’s caught by the pumpkin!




E&  So let’s give our user the ability to move the pumpkin,
and then we’ll be able to test our code more

effectively!

Switch over to the pumpkin sprite by clicking on its
thumbnail...
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S We want our pumpkin

' to stay on this
horizontal line,
and since y is just
about -100 along this
line, we can set our
pumpkin’s y position
to -100 as soon as
the flag is clicked...




So again, make sure you’re working behind your
pumpkin sprite... 5

Get the ‘when flag clicked’ block from ‘Events’,
and the ‘set y to’ block from ‘Motion’,
and make sure you’re setting y to -100 at this point...

P
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Now for the x value...
We want the
pumpkin’s x-position
to constantly follow
the x-position of the
mouse-pointer!

So, let’s get a ‘forever’ block from ‘Control’,

a ‘set x to’ block from ‘Motion’,

and a ‘mouse x’ block from sensing... (¢
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Put it all together, and now, for the
entire duration of the game,
. the x-position of the pumpkin,

will be constantly determined
by the x-position of the mouse-pointer,
so you’ll be able to move the pumpkin

from side to side using the mouse-
pointer!

S Test your program... remember to move the pumpkin
by using the mouse-pointer and not the arrow keys!

You should be able to ‘catch’ the candy, and the game
should end as soon as a candy hits the ground!




