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‘when backdrop switches to  backdrop2 ~

when backdrop swilches to  instructiont v

tepeatuntl.  backdop name v = (IR

next costume

stop _ this script +.

‘when backdrop switches to

‘when this sprite clicked

switch backdropto  backdrop3 v

‘when backdrop switches to  backdrop2 «

wox @+ @
o @) secsrox @) v €D
repeatuntil.  backdop name v =

it touching mouse-pointer » 2 fthen

next costume

wait (@) seconds

else

switch costume o logo1

when backdrop switches o backdrop3 =

‘when backdrop switches to ~backdrop2 «

touching mouse-pointer v 2

wait @) seconds

next costume

‘when this sprite clicked

switch backdrop fo  instruction1 v

en backdrop swifches to  instruction1 »
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when backdrop switches to instruction1 v

when backdrop switches to  backdrop2 v

when this spnte clicked

switch backdrop to  next backdrop




eyeview

when backdrop switches to backdrop3 v

switch costumeto eyel v

switch costume to  eye2 »

next costume

broadcast mother v

mother

wait e seconds
startsound  1.mp3 «
switch costume to 2 -
sy for (@ seconcs
startsound  2.mp3
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switch costumeto 3 «
startsound  3.mp3
say tor @ scconds

startsound  4.mp3 ~

startsound  5.mp3 v

sy (el o @ seconcs

switch backdropto  backdropd v

when . clicked

switch costumeto 1 v

when | receive  hide v

hide
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cCoOw o e give @) sestox k. + @) v oy
L . _J aice (@) secstox @D pont in arection ()

next costume X position <

set rotation style  left-right » jpoint in direction @

point in direction @

next costume

glide ° Secs o X

next costume

gide (@) secstox

next costume

point in direction @

next costume
stop  other scripls in sprite: »

ide
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start sound
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key nghtamow ~ pressed? then

pointin drection ()

changexby ~ speech

[ key leflamow = pressed? fhen

pointindrection (Z)

changexby  speech ‘o

gide G <o o D) = D

it pick random () o (@) s=conds

show

goox pick rndom (EZ) = €D » @D

epestunl  touching iz = ? o canmore = )

change y by  pick random o o e
yoosiion < (@ER) then
gotox pickrancom (EE) = €D » @D

start sound  smw_coin =

change money » by ()
set  money* 1o round money - () @D

stop  other soripts in sprte =

weait | pick random o N o seconds

wotox: pickrandom (E = €D » @D
repestuntl  fouching run2 v 2
change y by piok random {{§J) 0 e
yposiion < @E) then

change money = oy (EI)




stop  other scripts in sprite «

when | receive  unt -
repestuntl  can move —o

wait  pick random (@) 0 @) seconds

wepestuntl  fouching nnZw 7 or

changey by pick mndom o o a
gz pickmndon ) © €T

changeyby  pickrandom (@) © @
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start sound
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stop other soripts n sprie v
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show
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repeatuntl  fouching nn2 2 or

change y by pick random (§)) = )
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change yby _pick random () 0 ()
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startsound  smw_coin v

=Y

when I receive  run2 v when | receive  stop «

repeatunti canmove = o Stop  other scripts in sprite v

wat | pick random (@) to (@) | seconas

when | receive runt

gotox  pickrandom o @ ¥ m repeatunit.  canmove - (@)

B oo - ) wat | prasom @) 1o @) seconcs

change y by  pick random ° 0@
T o gotox:  precrancom (€Y © €D v €D

fepeatuntil  touching mn2 v 2  or
gotox  pickrandom 20 B 171 ]
change y by pick rancom (@) 1o @)

y position

g parancon € © @D v €D

startsound  smw_coin v
set money v fo round money '@ /m =

change money v by a




when |l receive mun2 «

when | receive  stop

repeat until canmove = o

wait pick random e to o seconds

stop  other scripts in sprile v

goto random @ to @ ¥ @

repeat until fouching run2 = 2 or can move = o

changey by ~ pick random o to e
ypostion < (EEY _then
gotox  pick random @ to @ ¥y m

start sound 1

change money « hy@
set money v fo round money ’@ f@

when | receive mun2 « when | receive  stop v

repeat until canmove = o stop other scripts in sprite =

wait  pick random o to o seconds

gotox: pick random to y m

repeat until fouching run2 » 2 or

change y by pick random o to e
y position then
gotox  pick random @ to @ v m

start sound smw_coin v

change money ¥ by@
set money + fto round money ’@ /m




stop

wait  pick random o o o seconds
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Lightning
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fepeatuntil touching run2 v 7

wtox pckranion @) 10 @)

stop  other scrpts in sprite =

‘when backdrop swiches o backdrop4 v

startsound smb_pon
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repeatuntl  touching run2 v
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ind _ smb_powerup
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next costume
Startsound  smb_stage_clear

switch costume fo _jump_000 ¥
fepeatunil . costume number «
next costume

switch backdropto backdropd v

broadeast piay1 ~
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switch backdropto  backdropd

P

startsound  smb_stage_clear »
switch costume 1o jump_000
fepeatuntil.  costume number v

next costume

switch backdropto  farm2a v
broadeast bean =
broadeast play3 ¥
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when clicked

show
hide

forever

switch costume fo bean3 »

swilch costume to bean? =

broadcast sound v

heart

switch costume fo bean

switch costume to ameover v
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broadcast big hand v

when | receive hide v

when I receive bean v

hide

startsound 14.mp3 ~

when | receive _big hand +

startsound 15.mp3 v
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16.mp3 +

start sound

sy Cla o @ secons

17.mp3 +

start sound
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18mp3 ~

start sound
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12mp3 -

start sound.
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when I receive  hand v

switch cosfume fo  hand1 +

think item rand  of hand_money v :urosgmnds

switch costume to  pick random o to e

rand +° - costume number v

broadcast  dance2 w

stop  fhis script =

rand +° = costume number «

change heart + by o
L=Vl “Vou are wrong. Try again. 0TS o seconds

broadcast  big hand ~

= costume number v

broadcast  hand «

not rand costume number «

change hearl = by o
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broadcast  big hand +

when | receive challenge =

goto front = layer

? _then

switch costume to  button2-b «
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startsound 10.mp2 v
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when | receive stop v
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aste @) seestox
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when backdrop switches to hand2 «
when clicked

hide

wait o seconds

when backdrop switches to

wait o seconds

when backdrop switches to  Congulation_background =




final_jump

when I receive final_jump v
‘when | receive  final_jump =

swilch backdiop o Gongulalion_background +
swilch costume to jump_000

start sound  smb._world_clear ~
repeatunlil  cosme number = @

next costume
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