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Time real
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Wrap X boolean
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Name background text
Time real
» Position point
> Size size
Rotation 0 angle
> Color color
Image image
Tags text
Preload Art boolean
» Graphics attributes
> Motion attributes
V¥ Physics attributes
Density 1 real
Friction 3 real
Bounciness 1 real
Fixed Rotation boolean
Movable B boolean
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Drag real
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Name ship text
Time real
» Position point
v Size size
Width 50 real
Height 50 real
Rotation 0 angle
> Color color
Image image
Tags text
Preload Art boolean
» Graphics attributes
> Motion attributes
¥ Physics attributes
Density 1 real
Friction 3 real
Bounciness 1 real
Fixed Rotation boolean
Movable ~ boolean
Collision Shape Circle B enumer...
Drag 0 real
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(_» @  Play Sound: SPACE BACKGROUND o)
(_» @  Play Sound: TAKEOFF o)
(_» @ Rule: SHOW BLASTERS AND MAKE BLASTER SOUND WHEN ANY ARROW KEY IS DOWN o)
(_» @  Rule: SHOW NO BLASTERS WHEN ANY ARROW KEY IS UP o)
(_» @ Rule: MOVE UP o)
(_» @ Rule: MOVE RIGHT o)
(_» @ Rule: MOVE DOWN o)
(_» @ Rule: MOVE LEFT o)
(_» @ Rule: DIE ON COLLISION WITH ASTEROID o)
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- @I® Play Sound: SPACE BACKGROUND (<} )
Sound: space a Loop Run to completion
Volume: 0.6 e il Positional Sound
Pitch: 1
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Attributes
Sound: takeoff | Loop [ Run to completion
Name ship text a » 8 2
Time real Volume: 1 e oY " | Positional Sound
¥ Position point Pitch: 1 (| ognvnnonnng
> Size size S J
Rotation 0 angle
> Color color (v @D Rule: SHOW BLASTERS AND MAKE BLASTER SOUND WHEN ANY ARROW KEY IS DOWN o )
Image image —— - . = (+
When | _Any T | conditions are valid: (=) (+)
Tags text
Preload Art boolean Actor receives event key up ‘ Keyboard | is | down
» Graphics attributes Actor receives event key right ‘ Keyboard | is | down
> X .
Mom?n attrlbmes Actor receives event key down ‘ Keyboard | is | down
» Physics attributes
a5 - @» Change Image (%] )
. Set Image to: ship
Library Images | Sounds | Fonts | -
SIELLEGE  Custom
& Accelerate . \ /
Accelerate (Persistent
[E) Accelerate Toward Behavior)
3 Add/Remove Row (v ©» Play Sound [x) )
E Animate Specify the speed and
direction (angle) of Sound: thrust ¥ Loo Run to completion
ﬂ Buzz acceleration of an actor. Best ! p— s 9 Loor “ Lt
3 change Attribute used in a rule that checks for Volume: 1 e iy Positional Sound
a keyboard event. Note: If the
u Change Image drag behavior is not also Pitch: 1 e Gl
@3 Change Scene applied to an actor, N J
[E) change Size acceleration will be
[ Change Table Value Gontinuously applied, adding | @i )
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3 change Image

acceleration of an actor. Best
used in a rule that checks for
a keyboard event. Note: If the
drag behavior is not also

\b Otherwise:

(_» @ Rule: MOVE RIGHT
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C » @I® Rule: SHOW BLASTERS AND MAKE BLASTER SOUND WHEN ANY ARROW KEY IS DOWN (%] | éﬂ
v @D Rule: SHOW NO BLASTERS WHEN ANY ARROW KEY IS UP (<] | 7//
When [__All_< ] conditions are valid: @]ERS
Actor receives event key up ‘ Keyboard is | up =)
Actor receives event key right ‘ Keyboard is | up 36
. Actor receives event key down ‘ Keyboard | is | up
Attributes g
Name ship text ( v @D ChangeImage © \\ <. .
Time real Set Image to: ship no blasters B o
> Position point Ck
> Size size = /
Rotation 0 angle
» Color color all
Image image \ > Otherwise: p—
Tags text T
Preload Art v bool
retoad Ar @ ooean (v @ Rule: MOVE UP 0, ()
» Graphics attributes —
» Motion attributes When | All_ T conditions are valid: G U
» Physics attributes Actor receives event key up Keyboard | is | down @
- @
Library Images | Sounds | Fonts | @
v &
SIELLEGE  Custom ( Move @ \‘ E
B Accelerate Accelerate (Persistent Direction: 90 e Relative to: scene ﬂ Move Type: additive s
8 Accelerate Toward Behavior) Speed: 100 (9| cogonsoouoc Microsoft Word @ .
3 Add/Remove Row
E Animate Slpecilfy the speed and w.
direction (angle) of &
o

@3 change Scene
[E) change Size
N Change Table Value

applied to an actor,
acceleration will be
continuously applied, adding
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( » @ Rule: MOVE UP ©)
(v @D Rule: MOVE RIGHT 0 )
When |__All_ <] conditions are valid: +)
Actor receives event key right Keyboard | is | down
Attributes
Name ship text ( v @@ Move o \
Time real
> Position point Direction: 0 €| + Relativeto: scene a Move Type: additive
> Size size Speed: 100 (D] cogonooouoc
Rotation 0 angle
» Color color o
Image image \ erwise: J
Tags text
Preload Art boolean - ©» Rule: MOVE DOWN (%) )
> Graphics attributes When | All_© | conditions are valid: +)
» Motion attributes = i
. . Actor receives event key down Keyboard is | down
» Physics attributes
+
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(_» @  Rule: MOVE DOWN o)
(v @ Rule: MOVE LEFT o )
When | All_C| conditions are valid: +)
Actor receives event key left Keyboard | is | down
Attributes
Name ship text ( v @©@» Move (<] \
Time real o ) . -
» Position point Direction: 180 Relative to: scene a Move Type: additive a
> Size size Speed: 100 e
Rotation 0 angle
> Color color \b Otherwise: Y,
Image image
Tags text y ~
Preload Art boolean v @D Rule: DIE ON COLLISION WITH ASTEROID (<]
» Graphics attributes When | All | conditions are valid: +)
»> Motion attributes Actor receives event overlaps or collides with | actor of type asteroid
» Physics attributes
+
Library Images | Sounds | Fonts | (v @3 Destroy ) \
Standard Custom \ Destroy this actor J
) Accelerate Accelerate (Persistent
[E) Accelerate Toward Behavior) p
@ Add/Remove Row v @D Play Sound o \
Animate Specify the speed and B
E direction (angle) of Sound: explosion a Loop Run to completion
@ Buzz accelerationofanactor.Best | | | 0 »
3 change Attribute used in a rule that checks for Volume: 1 e Positional Sound
@3 Change Image a keyboard event. Note: If the e S Velocity Shift

@3 change Scene
[E) change Size
N Change Table Value
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() Create Group Create Rule

(_» @ Rule: MOVE DOWN 0 )
(_» @ Rule: MOVE LEFT 0 )
( » @D Rule: DIE ON COLLISION WITH ASTEROID (x] )
Altibutes (v @D Rule: SHOOT MISSILE o )
Name ship text When | Al conditions are valid: ®
Tlm.e_ rea_'l Actor receives event key space Keyboard | is | down
» Position point
> Size size
Rotation 0 angle
> Color color > N
Image image v @® Play Sound )
Tags text o 0 .
Sound: missile Loop Run to completion
Preload Art boolean -
> Graphics attributes Volume: 1 e y Positional Sound
» Motion attributes Pitch: |1 EAL L
» Physics attributes v,
+
- @I» Spawn Actor (%) )
ey lmages ' Sounds | fonts J Actor:  missile a Layer Order: in front of actor E
SIELLEGE  Custom
B A e Direction: 0 ]3 . Relative to: = scene E
ceelerate Accelerate (Persistent
[E) Accelerate Toward Behavior) Position: [ 0 ]e 4] o e Relative to: = actor E
3 Add/Remove Row /
Animat Specify the speed and
B nimate direction (angle) of \ > Otherwise: )
ﬂ Buzz acceleration of an actor. Best

3 change Attribute
3 change Image

used in a rule that checks for

akeyboard event. Note: Ifthe (", gFp  Rule: LAND ON EARTH AND PLAY LANDING SOUND 0 )
drag behavior is not also

g Change Scene applied to an actor,
Change Size acceleration will be
[ Change Table Value continuously applied, addin ( > @D Control Camera ) )
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() Create Group Create Rule

(_» @ Rule: MOVE DOWN 0 )
(_» @ Rule: MOVE LEFT 0 )
( » @D Rule: DIE ON COLLISION WITH ASTEROID (x] )
Altibutes (v @D Rule: SHOOT MISSILE o )
Name ship text When | Al conditions are valid: ®
Tlm.e_ rea_'l Actor receives event key space Keyboard | is | down
» Position point
> Size size
Rotation 0 angle
> Color color > N
Image image v @® Play Sound )
Tags text o 0 .
Sound: missile Loop Run to completion
Preload Art boolean -
> Graphics attributes Volume: 1 e y Positional Sound
» Motion attributes Pitch: |1 EAL L
» Physics attributes v,
+
- @I» Spawn Actor (%) )
ey lmages ' Sounds | fonts J Actor:  missile a Layer Order: in front of actor E
SIELLEGE  Custom
B A e Direction: 0 ]3 . Relative to: = scene E
ceelerate Accelerate (Persistent
[E) Accelerate Toward Behavior) Position: [ 0 ]e 4] o e Relative to: = actor E
3 Add/Remove Row /
Animat Specify the speed and
B nimate direction (angle) of \ > Otherwise: )
ﬂ Buzz acceleration of an actor. Best

3 change Attribute
3 change Image

used in a rule that checks for

akeyboard event. Note: Ifthe (", gFp  Rule: LAND ON EARTH AND PLAY LANDING SOUND 0 )
drag behavior is not also

g Change Scene applied to an actor,
Change Size acceleration will be
[ Change Table Value continuously applied, addin ( > @D Control Camera ) )
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() Create Group Create Rule
( » @D Rule: DIE ON COLLISION WITH ASTEROID (x] )
( » @» Rule: SHOOT MISSILE (x] )
(‘. v @D Rule: LAND ON EARTH AND PLAY LANDING SOUND (%] N
When [ All_ <] conditions are valid: )
Attributes Actor receives event overlaps or collides with | actor of type earth
Name ship text
Time real
» Position point v
» Size size A& On | Play Sound ° A
Rotation 0 angle Sound: landing 9 Loop Run to completion
> Color color ||
Image image Volume: 1 e /! Positional Sound
Tags text Pitch: 1 e ol
Preload Art boolean \ J
» Graphics attributes
» Motion attributes - ©» Timer (%] A
» Physics attributes
I | After | 2 € | seconds Run to Completion
Library Images | Sounds | Fonts | ( v @D Change Scene o \
Standard Euston Go to Scene:  winpage a No ad a
[ Accelerate Accelerate (Persistent s dox e
[E) Accelerate Toward Behavior) cene Index:
3 Add/Remove Row
E Animate Specify the speed and G /
direction (angle) of
@ Buzz acceleration of an actor. Best \ > Otherwise: )
m Change Attribute used in a rule that checks for
u Change Image a keyboard_eve;nt. Note: If the
drag behavior is not also v @ ontrol Camera N\
ﬂ Change Scene applied to an actor, ¢ ¢ @
[E) change Size acceleration will be ! Control Camera
[ Change Table Value continuously applied, adding \ /
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() Create Group Create Rule
- @D Change Velocity: ASTEROIDS FLY AROUND (x] )
Direction: 'random(( € Relative to: scene a
Speed: 100 e| i
J
- @I» Timer: SPAWN NEW ASTEROIDS (%] N
Attributes EveryT) 7 € | seconds Run to Completion
Name asteroid text
v @
Time real ( n Spawn Actor (%) \
> Position point Actor:  asteroid a Layer Order: in front of actor E
> Size size
Rotation 0 angle Direction: random((l e Relative to:  scene E
> Color color Position: [ | random(]l €| [t] random(( € Relative to: = scene E
Image image
Tags text |\ V.
Preload Art boolean
> Graphics attributes (v @3 Rule: ASTEROID DESTROYED BY MISSILE AND EXPLOSION SOUND PLAYS o )
» Motion attributes = - N
. . When | _Any < conditions are valid: )
» Physics attributes
Actor receives event overlaps or collides with | actor of type missile
+
Library Images | Sounds | Fonts |
SICUCEICH  Custom = Destroy ) \
[ Accelerate Accelerate (Persistent ey i sy J
[E) Accelerate Toward Behavior)
3 Add/Remove Row
Animate Specify the speed and
8 direction (angle) of - @D Play Sound o \
@ Buzz acceleration of an actor. Best
u Change Attribute used in a rule that checks for Sound:  explosion 9 Loop Run to completion
akeyboard event. Note: Ifthe | | :
[ Change Image drag behavior is not also Volume: |1 e ‘ festioaloc
@3 change Scene applied to an actor, . o
B Change Size acceleration will be Pitch: 1 e :
[} change Table Value contiAnuousJy apined, addjrlg b
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Attributes
Name missile text
Time real
» Position point
> Size size
Rotation 0 angle
> Color color
Image image
Tags text
Preload Art boolean
» Graphics attributes
> Motion attributes
» Physics attributes
+

Library Images | Sounds | Fonts |

SIELLEGE  Custom

& Accelerate
[E) Accelerate Toward

Accelerate (Persistent

Behavior)

m Add/Remove Row

& Animate Specify the speed and
direction (angle) of

@ Buzz acceleration of an actor. Best

3 change Attribute used in a rule that checks for
a keyboard event. Note: If the

u Change Image drag behavior is not also

@3 change Scene applied to an actor,

[E) change Size acceleration will be

continuously applied, adding

cunoton and auactos anaad fa

N Change Table Value
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Preview HTML5 Preview Publish Feedback Help
Create Group Create Rule
‘ A& on | Change Velocity: MISSILE FLIES FORWARDS (<} )
Direction: |0 e . Relative to: scene
Speed: 200 el i

J
- v @ Rule: MISSILE DESTROYED WHEN COLLIDES WITH ASTEROID (<] )
When [ All_Z] conditions are valid: (+)

Actor receives event C | | overlaps or collides | with | actor of type © asteroid

( v @ Destroy

k Destroy this actor

\ > Otherwise:
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() Create Group Create Rule
Attributes
Name earth text
Time real
» Position point
> Size size
Rotation 0 angle
> Color color
Image image
Tags text
Preload Art boolean
» Graphics attributes
> Motion attributes
V¥ Physics attributes
Density 1 real
Friction 3 real
Bounciness 1 real
Fixed Rotation B boolean
Movable - boolean
Collision Shape Rectangle enumer...
Drag real
Angular Drag 0 real
Can Sleep boolean
+

Library Images | Sounds | Fonts |

SichElc s Custom

B Accelerate Accalorate (Dor
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() Create Group Create Rule
Attributes
Name winpage text
Time real
» Position point
> Size size
Rotation 0 angle
> Color color
Image image
Tags text
Preload Art boolean
» Graphics attributes
> Motion attributes
V¥ Physics attributes
Density 1 real
Friction 3 real
Bounciness 1 real
Fixed Rotation boolean
Movable [ ___boolean
Collision Shape Rectangle enumer...
Drag real
Angular Drag 0 real
Can Sleep boolean
+
Library Images | Sounds | Fonts |
SichElc s Custom

& Accelerate
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Add game description
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