Poišči objekte in funkcije
Enota 3 – Premik k orodjem

Enota 3 Lekcija 2 Dejavnost: Poišči objekte in funkcije.

Ime: ________________________________________________________________
Izziv
Uporabi znanje, ki si ga pridobil o objektih, funkcijah in parametrih in označi te konstrukte v spodnjem program.
[bookmark: _GoBack]
Navodila
Preuči spodnji program 
Obkroži vse objekte v program. 
Nariši pravokotnik okrog vseh funkcij. 
Nariši trikotnik okrog vseh parametrov. 
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function main ()
var board := € game - start with fixed size(800, 400)
& game > splash("3, 2, 1...")
with seconds =1
with foreground color = colors - red
with background color = colors - light gray
end
& game - set life(1)
{¥ game - set background scene("horizontal", € city background)

var hero := board - create picture(® robot)
hero - set pos(400, 200)

hero - set width(100)

hero - set acceleration y(400)

¥ gamepad - on button pressed do

hero - set speed y( - 200)
end

var obstacle spacing := 200
forO<i<4do
var obstacle := board - create picture(> get picture)
obstacle - set speed x( - 100)
obstacle - set height(100)
obstacle - set x(board - width - 100 + i * obstacle spacing)
obstacle - set y(math - random range(50, 350))
obstacle - on every frame do
if obstacle > x <0 then
obstacle - set x(board - width)
obstacle - set y(math - random range(50, 350))

obstacle - set picture(l> get picture)
obstacle - set height(100)
{¥ game - add score(1)

else do nothing end if

if obstacle - overlaps with(hero) then

¥ game > remove life(1)

else do nothing end if
end
end for

hero - on every frame do
if hero - y > board = height then
¥ game > remove life(1)
else do nothing end if










image2.emf
if hero> y <0 then

& game > remove life(1)

else do nothing end if
end
end function

function get picture ()
returns (

pic : Picture)
do

var random number := math - random(5)
if random number = 0 then
pic := € magnet
else if random number =1 then
pic := € tomato
else if random number = 2 then
pic := € droid
else if random number = 3 then
pic := ® flying saucer
else

pic := ® storm cloud
end if
end function

art city background : Picture
with data: "https://az31353.vo.msecnd.net/pub/pelthgge"

art droid : Picture
with data: "https://az31353.vo.msecnd.net/pub/rvylpfjq"

art flying saucer : Picture
with data: "https://az31353.vo.msecnd.net/pub/sddnsxdu"

art magnet : Picture
with data: "https://az31353.vo.msecnd.net/pub/hqgktpws"

art robot : Picture
with data: "https://az31353.vo.msecnd.net/pub/kaygchni"

art storm cloud : Picture
with data: "https://az31353.vo.msecnd.net/pub/lymzxufx"

art tomato : Picture
with data: "https://az31353.vo.msecnd.net/pub/palzqgklf"

import game
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