Appendix
Map Object

when dhicked

go back B layers
point in direction m
sat PlayerSpeed tnm

switch costume to costumel

go to x:ﬂ\r:@

set size to EPIP O

switch costume to backdrop

when
forever

i AtYBorders =ﬂ then

change v by mouse y * PlayerSpeed

AtXBorders :ﬂ then

change x by mouse x * PlayerSpeed




Character Object

when 1 receive PlayerEat
change size by m

change PlayerSpeed o8 0,0001
change PlayerScore by ﬂ

when
forever

if touching Dave 7 _ then

CompareAnd Execute | DaveScore
3

broadcast RemoveDave
|

change size by  DaveSize
[

change PlayerSpeed by (E® * | DaveScore
3

change PlayerScore by B + DaveScore

i touching Steve ? _ then

CompareAnd Execute | SteveScore
3

broadcast RemoveSteve
|

change size by | SteveSze
[

change PlayerSpeed by GEY *  SteveScore
3

change PlayerScore by B + SteveScore

i touching John T _ then

CompareAnd Execute | JohnScore
[
broadcast Remowvelohn

change size by  JohnSize
[

change PlayerSpeed by XY *  JohnScore
3

change PlayerScore by B +  JohnScore

when chicked

set size to m B

go to X=G‘F=e




define SortRankings

set i toH

sat temp to ﬂ

repeat untll T > length of Score + 8

(=t to H
3

repeat untill 1 = length of Score + 8 - i
if item | §j of Score > Tem | j —n of Score

set temp to item | j —n of

12

replace item | j —n of Score

k

replace ttem | § of Score  with

b

set temp to item | j —n of Rank
|2

replace tem || j —n of Rank wiath tem | j of Rank

replace tem | § of Rank with  temp

3
change j by n

|

change i by 'n

when
forever
if touching color mouse y = n then
|set AtvBorders to
else
if touching color mouse y < ﬂ then
| sat AtYBorders  to

else
set AtYBorders to ﬂ

touching color

set AtXBorders to
else

if touching color [ ?

set AtxBorders o
elsa
set ArXBorders  to ﬂ




define SearchPlayer

to F a sat count to
go to fron

repeat length of

r

set PlayerScore tnn
set DaveScore tnﬂ if item | count of Rank : then

set SteveScore Lo ﬂ

replace item | count of re  with | PlayerScore

sat lohnScore tnm
delate IR of

add | PlayerScore to

ibtem  count of : then

replace item  count re  with | DaveScore
add | DaveScore to S L

add | SteveScore to Score
item | count of =l Bot Steve i T

add | JohnScore to

replace ttem | count re with | SteveScore
delete IR of Rank | pla

add te Rank

ELLN Bot Dave K MEEN]H sem S of : GL=r

EN NN Bot Steve RO MLELS replace item: | count re  with | JohnScore

add to Rank

SortRankings | change count by o

et PlayerSize to sze
L]

SearchPlayer define CompareAndExecute targetscore

SortRankings
¥
- PlayerScore }m PlayerScore < targelscore PlayerScore = targetscore then

| broadcast win

Stevescore > [EE| then
broadcast GameOwer

3
if JohnScore > [EE] . then

broadcast GameOwer




Dot Object

RandomizeSpawn
add x positon to dotoalue
add y position to dotyvalue

set myindex to length of doocovalue

go to front
L3

if touching edge

change x by | mouse x *

»

PlayerSpeed

change v by mwouse y *  PlayerSpeed

not touching Map d

then

delete | myindex of dotyvalue
3
delete
5
delete this done

myindex of doboralue

change vy by mouse y * PlayerSpeed

b

TouchChar
»

TouchDave
»

TouchSteve

Touchlohn

when
delete m of doboralue
delete m of dotyvalue

define Touchlohn

if touching John

| broadcast lohnEat

L3

delete | myindex of dotyvalue
b

delete | myindex of dooosalue

» Mother Dot

| waik o SeCs
¥

change color
¥

create done of myself

define TouchDave

if touching Dave ? . then

| broadcast DaveEat
3

delete
3

delete
b

delete this done

myindex of dotyvalue

myindex of dooovalue

define TouchSteve

if touching Steve 7

then

| broadcast SteveEar
3

delete
v

myindex of dotyvalue

delete | myindex of dotoralue

define RandomizeSpawn

te pick random ﬂ to a

saet temp

if

effect by  pick random & to

} Randomize Spawn Location



define TouchChar

if touching Character 7 . then

broadcast PlayerEat

3

delete | myindex of dotyvalue
3

delete | mwyindex of dotovalue
b

delete this done

Dave Object

when I receive DaveEat

change size by m

change DaveScore by 0 wait pick random G to 9 sSars

define SimulateEating

change DaveSpeed by change DaveScore by pick random @ to 9

when diicked
set | DaveSpesd . define PointTowards x  y
if x | * x position then
sat cire to PP 9
go to x: v point in direction €Y -  atan
else
point in direction m - atan

AtYBorders =[]  then

change vy by mouse y *  PlayerSpeed

AtxBorders =[] = then

change x by mouse x * PlayerSpeed

when I receive RemoveDave

stop other scripts in sprite



when

forever

if touching Steve T _ then
if DaveScore = SteveScore

broadcast RemoveDave
3

broadcast SteveEatDave
b

change SteveSpeed by * | DaveScore
3
change SteveScore by DaveScore

alse

broadcast RemoveSteve
#

change size by SteveSze

3

change DaveSpeed by * | SteveScore
3

change DaveScore by SteveScore

if touching lochn 7 _ then
if DaveScore < JohnScore or DaveScore

broadcast RemoveDave
b

broadcast JohnEatDave
b

change JlohnSpeed by * | DaveScore
3

change JohnScore by DaveScore
alca

broadcast Remowvelohn

|

change sire by | JohnSize
b

change DaveSpeed by *  JohnScore
3
change DaveScore by JohnScore

SteveScore

JohnScore

then

then



define AppearChance chance

if chance :E then

go to front
'

RandomizeSpawn
v

set size to E) 90
'

change size by m * | DaveScore
5
change DaveSpeed by * | DaveScore

repeat until x position > T - it = Tt - or not touching Map 7

change size by | size * 9
b
if DaveScore > PlayerScore or DaveScore = PlayerScore then
point towards Character
»
move | DaveSpeed steps
else
PointTowards itemmnf dotxvalue itemmnf dotyvalue

move | DaveSpeed steps

¥
set size to §Y 9%
!

change size by @ *  DaveScore

define RandomizeSpawn
forever
| sat temp to pick random §9 to &3

set Davebize to size
| ]

AppearChance | pick random B to €19 if temp = then

*

SimulateEating

temp = then

go to x: kR yv: | pick randnmtn 175




Steve Object

when I receive SteveEat

change size by m

change SteveScore

by €9
by

change SteveSize

chicked

when

set SteveSpeed

AtYBorders = n then
change y by | mouse y

{*
if AtXBorders =n then

change x by | mouse x

when I receive SteveEatDave

change sizre by | DaveSize

define AppearChance ' chance

if chance |= B then

[ go to front
»

RandomizeSpawn

13
set size to E) 90
13

change size by m &3

DaveScore
3
change DaveSpeed

by &XD

repeat until x position = il or x position

change size by | size * 9
5
if SteveScore > PlayerScore

point towards Character
»

move | SteveSpeed steps

PlayerScore > SteveScore then

PointTowards | item of dotovalue

touching John
SteveScore < JohnScore or

| broadcast Remowvelohn
3

broadcast JohnEatSteve
3

change lohnSpeed
3

change lohnScore

else

broadcast Removelohn
3

change size by
3

change SteveSpeed
3

change SteveScore by

by * | SteveScore

by SteveScore

JohnSize
by

JohnScore

JohnScore

LV - 190

item €89 of dotyvalue

SteveScore

not

JohnScore

touching Map

then

?




define  SimulateEating

wait pick random ﬂ to 9 sers

change SteveScore by pick random @ to 9

when I receive RemoveSteve

stop other scripts in sprite

forever

sat SteveSize to size
]

AppearChance | pick randomn o to
]

SimulateEating

define PointTowards x vy

if x > x posibion then

point in direction m— atan of

else

point in direchion m— atan of



John Object

when I receive JohnEat

change size by m
change JohnScore by 'ﬂ
change JohnSpeed by

when chicked

sat JohnSpeed to E

sat size to m ]

go bto x: GEEIY v:

when
forever

i AtyBorders = [[] then

change v by mwouse vy * PlayerSpeed

AtxBorders = [ then

change x by mouse x * PlayerSpeed

when I receive Remowvelohn

stop other scripts in sprite

when I receive JohnEatDave

change size by DaveSize

when I receive lohnEatSteve

change size by | SteveSze




define AppearChance chance

if (= ET . :E then

go to front

RandomizeSpawn
»

set size to QLY 9%
b

change size by * | JohnScore
{3

change IohnSpeed by #* | JohnScore

repeat until x position = pEh]  or x position = el or v position > BEN]

change size by | sizea * B3
=
if JohnScore > PlayerScore or JohnScore = PlayerScore then

point towards Character
b

move | JohnSpeed steps

PlayerScore > | JohnScore _ then

PointTowards itemnf dot=xvalue tem @& of dotyvalue
3

move | JohnSpeed steps

define  CompareAndExecute targetsize

i JohnScore <= targetsize JohnScore =

broadcast GameOwer

define PointTowards | x  y

iF x > x position | then

point in direction @— atan

else

point in direchion m— atan

define SimulateEating

wait pick random ﬂ to 9 Sers

change JohnScore by pick random ﬂ to 9

targetsize

touching Map

?




forever

sat lohnSize to size
]

AppearChance | pick random ﬂ to

SimulateEating

Spritel Object

when I receive GameOwver

go to front

Sprite2 Object

when I receive win

go to front

define RandomireSpawn

sat temp

if temp

to x:

temp

o 2

temp

to pick random 0‘tn a‘

=‘H'lEl'I

pick random @EEY to v

:-then

pick random kLY to ¥

=Ethen

to x: y: | pick random G¥EP to

temp

=nthen

to x: v: pick random G¥EY to

o



