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TFC Tim & Timéa — Annexos

1. Instruccions per a escriure en catala amb LaTeX:
a. Al document .tex

Introduir les instruccions segiients a la capgalera del document, després de les altres
instruccions \usepackage si n'hi ha (generalment és el cas) 1 abans de \begin{document}:

\usepackage{1lmodern}
\usepackage[T1l] {fontenc}
\usepackage[catalan,activegrave] {babel}

Per a escriure 'l' geminades, enlloc d'escriure “l-17, utilitzar la comanda \1gem{},
que dona un millor resultat grafic.

b. A l'entorn d'edicid de textos TeXShop per a Mac OS X

Metode 1:

Instal-lar el Catalanitzador de Softcatala, disponible a I'adreca web de Softcatala -
http://catalanitzador.softcatala.org - amb almenys 1'opcid “Instal-la el corrector ortografic”
activada i reiniciar el sistema.

Metode 2:

Alternativament, si es vol recuperar el diccionari que s'utilitza amb el Libre/OpenOffice,
es pot copiar (catala.aff + catala.dic) a la carpeta SHOME/Library/Spelling/ utilitzant p.e.
l'interpret de comandes de Mac OS X, l'aplicacié /Applications/Utilities/Terminal.app.
Els fitxers .aff 1 .dic es troben dins de I'arxiu .oxt de l'extensid corresponent al diccionari,
obtingut a http://extensions.services.openoffice.org/dictionary, que de fet és un arxiu zip
(basta doncs reanomenar-ho a .zip per a descomprimir-ho 1 aixi obtenir fitxers .aff 1 .dic).
Després d'aixo, modificar les preferéncies del sistema per a utilitzar-ho, com es mostra bé al
punt 6 de la guia http://mossegalapoma.cat/tot-diccionaris-i-correctors-catala-lion.

Amb allo fet, basta reiniciar TeXShop per a gaudir-ne.

Per a detalls sobre com recuperar i/o crear diccionaris personalitzats amb aquest metode,
veure també https://forum.openoffice.org/en/forum/viewtopic.php?f=7&t=33297.

2. Instruccions per a capturar video i audio a una aplicacié Android amb el cable USB i un jack
a. Captura video amb un cable USB i I'eina screenrecord

Per a utilitzar screenrecord, s'ha d'instal-lar la versi6 4.4 del sistema Android al dispositiu
mobil d'on volem capturar la sortida video (és a dir ho que surt a la pantalla). Si una versio
oficial no existeix — com era el cas amb el S3 utilitzat — cal instal-lar una versié no oficial,
com per exemple el Cyanogenmod 11. Per a instruccions detallades sobre com fer-ho, veure
http://www.youtube.com/watch?v=fVakZq0znz8.

Una vegada screenrecord instal-lat, es pot utilitzar mitjangant adb (referir-se als punts 1-4

de http://bnotezz.tumblr.com/post/58250519240/create-phonegap-project-in-android-studio,
guia que es recomana a la pagina 16 de la memoria per a instal-lar 1'entorn Android Studio),
connectant el mobil per USB al PC i teclejant “adb shell screenrecord /sdcard/captura.mp4”



http://catalanitzador.softcatala.org/
http://bnotezz.tumblr.com/post/58250519240/create-phonegap-project-in-android-studio
http://www.youtube.com/watch?v=fVakZq0znz8
https://forum.openoffice.org/en/forum/viewtopic.php?f=7&t=33297
http://extensions.services.openoffice.org/dictionary
http://mossegalapoma.cat/tot-diccionaris-i-correctors-catala-lion/#comment-19377

al interpret de comandes del Windows 7 (tecla Windows + R -> teclejar “cmd” -> enter per a
accedir-hi); arrencara un emmagatzemament d'una duracio de 3 minuts per defecte, cosa que
es pot modificar amb 1'argument —time-limit de la comanda, que queda al final adb shell
screenrecord --time-limit [el limit de temps en_segons] /sdcard/captura.mp4.

Com se'n pot deduir de la comanda, el video quedara emmagatzemat al fixter captura.mp4 a
la “sdcard”, que en general representa l'espai d'emmagatzemament intern del mobil i/o de la
tauleta 1 no pas una tarjeta SD fisica. Amb aix0, es pot extreure utilitzant 1'eina Android file
transfer per a Mac OS X, o directament via I'explorador de fitxers al Windows.

b. Captura audio amb un cable mini-jack 1 Audacity

Connectant la sortida audio del mobil a l'entrada audio del ordenador, ja tenim el senyal
audio de qualsevol aplicaci6 que s'hi utilitza al nostre abast. Ara, per a poder emmagatzemar
aquest senyal 1 filtrar el soroll, si n'hi ha (era el cas amb el material utilitzat), una eina molt
practica és l'aplicaci6 gratuita i de codi obert Audacity, disponible entre altres per a OS X.
A aquesta eina, s'ha de seleccionar l'entrada audio integrada (Built-in input) enlloc del
microfon seleccionat per defecte i després prémer el boto rec (el disc roig), de preferéncia al
mateix moment que s'arrenca el screenrecord (pot ser un segon després, ja que triga un poc)
per a tenir una captura audio-video sincronitzada. Quan s'acaba la captura video, s'ha
d'acabar tamb¢ la captura audio, ho que es fa manualment prement stop (el quadrat groc).
Després, s'ha de verificar amb play (el triangle verd) si hi ha soroll al audio emmagatzemat;
si n'hi ha, caldra seleccionar la platja més gran de soroll pur, €s a dir de “silenci” que es trobi
a la captura, fent un moviment de seleccid amb el ratoli des del seu inici fins al seu final.
Aixo fet, s'haura de seleccionar Reducci6 del soroll al ment Efectes i després Prendre el
profil del soroll. Finalment, és pot seleccionar tota la captura i tornar a aquest mend,
prement OK aquesta vegada. La captura quedara sense soroll perceptible per I'orella.

Ara es pot exportar mitjangant el menu Fitxer->Exportar..., seleccionant el format aiff, en el
cas de fer-ho a Mac OS X; sempre en aquest cas, obrir el fitxer generat amb QuickTime
(“/Applications/QuickTime Player”) i anar al menu Fitxer->Exportar... d'aquesta aplicacio.
Fer clic a Exportar per a tenir un fitxer m4a (que anomenarem audio.m4a), compatible amb
els dispositius mobils d'Apple i sobretot, integrable a un video mp4, ho que és el que ens
interessa.

3. Instruccions per a fusionar els video 1 audio capturats

Ara que tenim una captura audio 1 video més o menys sincronitzades manualment, ens
interessa fusionar-les a un sol fitxer video; aixo es pot fer molt senzillament i sobretot, sense
pérdues, amb 1'eina MP4Box integrada a l'aplicaci6 Osmo4 per a Mac OS X de GPAC.

Una vegada Osmo4 instal-lat a la carpeta /Applications, s'ha d'obrir un Terminal 1 utilitzar la
comanda segiient:

“/Applications/Osmo4.app/Contents/MacOS/MP4Box -add audio.m4a captura.mp4”
Després d'uns segons, ja tenim el video final, amb audio integrat i cap pérdua de qualitat!

4. Instruccions per a canviar el motor de generacio vocal per defecte a Android 4+

Anar als parametres (menu d'aplicacions->Parametres) del sistema Android, a I'apartat
Llengua i teclat; aqui, fer clic a Opcions de sintesi vocal. Ja es pot seleccionar el motor TTS
favorit (quan n'hi ha més d'un), seleccionant aquest per mitja del bot6 radio (cercle), que
quedara omplert amb un disc verd quan s'ha seleccionat.

En cas que més d'una llengua estigui instal-lada, es podra seleccionar la llengua fent clic a la
roda dentelada simbolitzant els parametres del motor TTS triat i després a l'apartat Llengua
d'aquests; es selecciona de manera analoga al motor.


http://download.tsi.telecom-paristech.fr/gpac/release/0.5.0/GPAC-0.5.0-OSX-64bits.dmg
http://audacity.sourceforge.net/

5. Captures de pantalla dels event-sheets de 'aplicaci6 al Construct 2:

ﬁ" | || Construct 2 - Event sheet 1
Home View Events

main ' Eventsheetl x| Eventsheet/l | Eventsheetcolo | Eventsheet Chambre | EventsheetChl | EventsheetCul |

Got to wait 0.1 s before changing velume back to 1.0, so that this gets executed after the video finished playing (strangely enough,
the wait instruction starts counting time AFTER that too, which is why it is set to a very low value); to make it worse, this behaviour
15 inconsistent across Android versions, so that the loop's volume will be lower during the video only on some recent versions
{including, but probably not limited to, 4.4), while on others it won't...
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ﬁ Global number jogok = 0

Tournevis = "tourneviss” fer proper pronounciation by Android's tts engine: when/if written correctly it wouldn't pronounce the final 's'.. Important
netice regarding S5amsung devices: if Samsung's tts engine is available on a device, it will usually perform better” than Geegle's. Constatation based on
testing done with a Samsung Galaxy Tab 110.1" running latest officially available Android 4.2.2 from Samsung, with stock pico tts versus Samsung tts.
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Gi Execute javascript “window.plugins.tts.speakAvec le tourneviss, la colle et la bobine magiques, tu
peux réparer tous les jouets!’ tisSuccess, tisFail);”

3! Execute javascript “window.plugins.tis.speak( Pour réparer un jouet, touche le bon outil, puis touche
le jouet que tu veux réparer.’ tisSuccess, ttsFad);”
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=
Full d'esdeveniments del mini-joc on es reparen joguines després d'acabar el joc del 1" dormitori;
la resta del full esta a les pagines segiients.




caltl/ Yy &

= 4, Touch Ontouched /|
screwdrivah

ﬂ System tournevis = 1

ﬁ Global number colle = 0

-D{;JTouch On touched _?J
collette

n System colle =0

-b(lpTouch On touched _i.‘J
collette

ﬁ System colle =1

& Global number bobine = 0

-D{;.'ITouch On touched ﬁ
bobinou

&b System bobine = 0

-D{;JTouch On touched ‘;'i
bobinou

&b System bobine = 1

= 4,) Touch Ontouched K«
brokeape

& System bobine = 1

/| Setscaleto 0.25 Al
&
o

N=

- - X - X -3

£ & ]

=
L

808N

2 804

e

Wait 0.1 seconds

Set tournevis to 0

Set scaleto 04 1
Set scaleto 0.25
Set scaleto 0.25
Wait 0.1 seconds
Set colle to 1

Set tournevis to 0

Set bobine to O
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Add 1 to jogok [

Play SEX5 not looping at velume 0 dB (tag “error”)

Execute javascript “window.plugins.tts.speak("Je suis un singe en peluche! Aver ¢a, tu ne peux pas
me réparer... tsSuccess, tsFail);”

Play Upgradel not looping at velume 0 dB (tag ™)
Destroy

Set Visible

Add 1 to jogok

Play SEX5 not looping at velume 0 dB (tag “error”)

Execute javascript “window.plugins.tts.speak("Ce bateau est en bois; recolle-lui son
mat! ttsSuccess, HsFai)”

Play Upgradel not looping at velume 0 dB (tag ™)
Destroy

Set Visible

Add 1 to jogok

Play SEX5 not looping at velume 0 dB (tag “error”)

Execute javascript “window.plugins.tts.speak("Cet hélicoptére a besoin de ton aide pour revisser son
helice! ttsSuccess, ttsFail);”

Execute javascript “window.plugins.tts.speak("Brave, tu as réparé tous les jouets! ttsSuccess, ttsFail);”
Wait 1 seconds
Set animation frame to 0

Set Visible

Start animation from beginning
DFade: start fade
Wait 2 seconds

o [
Reload

Stop ™"

Goto-main

Reload

[

Fi del full d'esdeveniments “reparajoguines”



onstruct 2 - Event sheet cu

M Home View Events = o
B C51 &1 7|/ Y [ Projects o x|
I " | = [ Tim et Timea* -
-D¢ System On start of layout o)) Audic Preload cuisine_abc_consigne_clique2 = @ Layouts
N Audio Preload cuisine_abec_consigne_range2 & [ rooms
4 9 na = [ Jardin
=
() Mouse Cursor is over [ [ Sprited Start animation from beginning 3=
Sprite8 I =] 13
=l [ Cuisine
= (] Mouse On Left button Clicked o) Audio Stop "boucle” (=] cut
on [ Sprite8 ¢ System Go to Cul 1 & cw
1 & cus
= @ chambre
= ¢ Touch On touched 2 o) Audic Stop "boucla (5 cht
Sprite8 5 5 “Cultouch” Activated B ch2
¢ ystem et group "Cultouc ctivate = cha
& System Goto Cul (=] Jardin
®Browser Execute javascript "PGLowlatencydudio.stop( boucle’);” % E:::Ere
= [ devices
@ Mouse Cursor is over [ [ Sprite28 Start animation from beginning & T _ILI
Sprite28 Al | »
£ Projedts | Layers |
= @ Maouce Onleftbutton Clicked. | o)) Audic Stepboude” Q
. j x
o= Sprite28 ¢ s c Cu2 |Objects i} E
' Cuisine! objecks QI
= {;J Touch Ontouched 55 o) Audic Stop "boucle”
Spritel8 8Os s “Cudtouch™ Acti
Lhsystem | Gotolud .
ﬁggg;,,se; Execute ipt PGELowLatenopiudiostop bouele ) SpriteS
[ETiledBackgrounds
@ Mouse Cursor is over 5§ [=R Sprite35 Start animation from beginning
Sprite35 -TiledBackgroundQ
= @ Maouce Onleftbutton Clicked. | o)) Audic Stepboude”
a5 Sprite3S Lhsystem | Gotolul
= {;J Touch Ontouched [ o) Audic Stop "boucle”
Sprite3s ¢ s s “CuTtouch™ Acti
Lhsystem | Gotolul
@&GWSEF Execute} it "DGLowd atencpdudiaston bouclall”

Ready

Approx. download: 14,8 mb memory use: 156.2 mb Events: 244

Active layer: bg

Mouse: (959.0, -192.0, 0)

Zoom: 100%

i

Full d'esdeveniments del ment intermediari de la cuina;
els elements-desactivats corresponen amb coses no implementades

i/o versio per a ordenadors.



onstruct 2 - Event sheet Cul

H Home View Events = o
Bl L5 S 0|/ P [Projects 7 x|
| _«|"|E [ Tim et Timea* -
= @l Onleft o) Stepnn = [ Layouts
button . = & rooms
. Gotomain
Gheked.-en— ¢ = & Jardin
™ sprites =
=47 Ontouched i) Stop ™ % 2
* Spriteb . 3
[! ¢ Gotomain I = [ Cuisine
& Reload (=] cut
=] cuz
— [ & cus
& Global number Alimentsrestants = 6 =l @ Chambre
& Global number rand = 0 (B cht
@ Global number miaou = 0 3] chz
= cha
+Cul (£ Jardin
-D#! On start of ¢ Set group "Cul” Activated % E:::Ere
layout £} Set Alimentsrestants to 6 =l [ devices
& Set rand to floor(random(1,§)) = v ~|
4 »
ol Play cuisine_abc_consigne_clique2 not looping at volume 0 dB tag rangeraliments™) —I |
o £ Projedts | Layers |
Setlayer O cealeto 17
| objects 3 x

& Setlayerlccaleto 12

{ Setlayer2scalato 12

o) Preload cuisine_a_glace2
i) Preload cuisine_a_jus2

o
i) Preload cuisine_a_spaghetti2
o
o)) Preload cuisine_a_cafe
o
i) Preload cuisine_a_jus_fb

o

) Preload cuisine_a_poire2

) Preload cuisine_a_viande2

) Preload cuisine_a_glace_fb2

) Preload cuisine_a_poire_fb2

o)) Preload cuisine_a_spaghetti_fb2

All'Cul’ ohjecks

! Spritel0
@ Spritell

&P Sprite12
@ sprite 13

’@ Sprite14

@ Spritels
! Spritelf

|>|®

o) Preload cuisine_a_viande_fb2
. . Spritel?
i) Preload cuisine_a_cafe_fb & prite
& Spritels I
#! Alimentsrest: # Set miaou to 1 p
- rand ) T spriets
¢ Wait 4.5 seconds
L Tri . @
¢ o:gzer ‘J) Spritez0
. B Fverite iavaserin PGl nwl ntennsdpdin inonrhategurs 1 =l x|
Ready Approx. download: 14,8 mb memory use: 156.2 mb Events: 244 Active layer: Layer 1 Mouse: (959.0, -192.0, 0) Zoom: 100%

i

Full d'esdeveniments de la primera cuina;
la resta del full esta a les pagines segiients.



onstruct 2 - Event sheet Cul

H Home View Events

%_&W H =] '||/ |' ﬁ' l\’ |ijecls J;lX|
I @ Execute javascript "PGLowlatencyAudio.loop( chatsouris’);” ;I' = @ Tim et Timea* j
P . = [ Layouts
1) Setmigeu
0 Hooping = [ rooms
- SetVisible =l B Jardin
tart animation from beginnin
Start animation from beginning S
) =2
¢ Wait 9.5 seconds I =
Set opacity to 75 =l @ Cuisine
¢ Wait 0.1 seconds & cut
. F =) Cuz
-~ Set opacity to 50 ! & o3
¢ Wait 0.1 seconds = @ chambre
X Chi
- Set to 25 =
opacity to B che
¢ Wait 0.1 seconds =) cha
Set Invisible (5 2ardin
Gt “rmizons” ) (9] Cuisine
_‘J) e (B chambre
@ Execute javascript "PGLowlatencyAudio.stop( chatsouris’);” = [ devices
¢ Set miaou to O = h
4 | »
. . : - B : £ Projedts | Layers |
Here we destroy the front object, then make visible and in some cases, position programatically, the one in the rear i
| objects 3 x
- Cultouch —
All'Cul’ ohjecks 6
= q) On o)) Stop ™" —
touched ¢ Set group "Cultouch” Deactivated ! Sprite10
Shritelo o{i) Play cuisine_a_cafe not looping at volume 0 dB (tag “cafe”) @ Sprite1 1
¢ miaou = . Destroy
0 # | setvisible < spriet2
& Wait 2.5 seconds [ e
i) Play cuisine_a_cafe_fb not looping at volume 0 dB (tag “cafeok”)
y ping g
¢ Set group "Cultouch” Toggle active @ Spritel
¢ Subtract I from Alimentsrestants @ SpritelS
Spritelf
= q) On o)) Stop ™" ! Pre
touched ¢ Set group "Cultouch” Deactivated & Spritel?
Spritell o} Play cuisine_a_jus2 not looping at volume 0 dB (tag Jus") |l
. &7 Soritels
¢ miaou = ! Destroy
0 4| setvisible "@ Spritel9
¢ Wait 3 seconds
-S itez0
o)) Play cuisine_a_jus_fb not looping at volume 0 dB (tag ‘jusok™) - prite _I
Ready Approx. download: 14,8 mb memory use: 156.2 mb Events: 244 Active layer: Layer 1 Mouse: (959.0, -192.0, 0) Zoom: 100%

i




onstruct 2 - Event sheet Cul

ﬂ Home View Events = o
Event sheet Cul x r Event sheet cuisine r Event sheet tv r Event sheet memo r main r Event sheet1 r Event sheet jardin I ¥ |ijecls o x |
o .. . . . ||| = [ Tim et Timea* -
o} Play cuisine_a_jus_fb not looping at volume 0 dB (tag jusok™) = [ Layouts
¢ Set group "Cultouch” Toggle active = [ rooms
¢ Subtract I from Alimentsrestants & [ Jardin
@n
=2
= q) On o)) Stop ™" EI:I L
=] Cuising
tlg"UChEd ¢ Set group "Cultouch” Deactivated [ cut
Sprited  ®{}) Play cuisine_a_poire2 not looping at volume 0 dB (tag ‘pear”) =] cuz
. A & cus
= [} Destro
¢ tr)maou N v = @ chambre
| Set Visible = cht
ﬁ Wait 2 seconds =] chz
. . . . ; =) cha
ol Play cuisine_a_poire_fb2 not looping at volume 0 dB (tag "pearok”) [ Jardin
# Set group "Cultouch” Toggle active [ Cuisine
¢ Subtract I from Alimentsrestants [E] chambre
= [ devices
= =
= q) On o)) Stop ™" 4] | 3
touched . u - ] .
- ¢ Set group "Cultouch” Deactivated £ Projects | Layers |
Sprite12  ®{) Play cuisine_a_spaghetti2 not looping at volume 0 dB (tag “pasta”) |Ohjecls o x

ﬁ miaou =
0

= {D On
touched
=
Spritel4

¢ miaou =
0

< Set position to «* Spritel2 (image point 0)
= Set size to (136, 86)

«* bSetangleto 0 degrees

<= Set Visible

< Destroy

¢ Wait 2 seconds

< Set position to (466, 80)

<= Setangleto 32 degrees

= Set size to (68, 43)

o) Play cuisine_a_spaghetti_fb2 not looping at volume 0 dB ftag ‘pastaok”)
¢ Set group "Cultouch” Toggle active

¢ Subtract I from Alimentsrestants

o)) Stop ™"

¢ Set group "Cultouch” Deactivated

o) Play cuisine_a_glace2 not looping at volume 0 dB (tag “ice”)
T Set position to 7 Spriteld (image point J)

T Set size to (153, 112)

=l

Ready

Approx. download: 14,8 mb memory use: 156.2 mb Events: 244

All'Cul’ ohjecks

! Spritel0
@ Spritell

&P Sprite12
@ sprite 13

@ Sprice14

@ Spritels
! Spritelf
& Sprikel?

&7 Soritels

"@ Spritel9
@ =20

Mouse: (959.0, -192.0, 0) Zoom: 100%

|>|®

=l

i




Home View

Construct 2 - Event sheet Cul

Events

Event sheet Cul |

W Tmaou—
0

24} On
touched
-

Spritel3
a miaou =
0

Event sheet cuisine | Eventsheettv | Eventsheetmemo | main | Eventsheetl | Ever

T = TG T POt O

R Setsizeto (153, 112)

T Set Visible

8| Destroy

ﬁ Wait 3 seconds

2| Set position to {293, 120)

T Set size to (60, 40)

o)) Play cuisine_a_glace_fb2 not looping at volume 0 dB (tag “iceok”)
&F Set group "Cultouch” Toggle active

'n Subtract I from Alimentsrestants

Add action

o) Stop ™"

‘ Set group "Cultouch” Deactivated

o]l Play cuisine_a_viande2 not looping at volume 0 dB (tag "carn”)
@ Destroy

- Set Visible

" Wait 2 seconds

o)) Play cuisine_a_viande_fb2 not looping at volume 0 dB (tag ‘carmak’)
& Set group "Cultouch” Toggle active

ﬁ Subtract I from Alimentsrestants

#! Alimentsrest: ﬁ Wait 5 seconds

=0

¢1 Trigger

once

ﬁ Set group “Cultouch” Deactivated

Wil Play cuisine_abc_consigne_range2 not looping at velume 0 dB (tag "brove’)
" Wait 4 seconds

&b Gotemain

& Reload

=lBlx

@
¥ || Projects 2 x|
||| = @ Tim et Timea™ il
= [ Layouts
= [ rooms
= [ Jardin
| 11
a2
& 3
= [ Cuisine
cut
Cuz

Al

& Projects | Layers |

| Objects

=
i.

All"Cul! objects

! Spritel0
a Sprite11

& Spritelz
@ sprive13
T spricens

a Spritel s
! Spritel6
(} Sprite17

= | & Soritel

Ready

Approx, download: 148 mb memory use: 156.2 mb Events: 244

Active layer: Layer1

Mouse: 959.0, -192.0,0) Zoom: 100%

|>i0

-

4

Fi del full d'esdeveniments de la 1™ cuina



onstruct 2 - Event sheet jardin

Approx. download: 14,8 mb memory use: 156.2 mb Events: 245

Home View Events = o
main | Eventsheetl ' Eventsheetjardin x| Eventsheetll | Eventsheetcolo | EventsheetChambre | Eventsheettv | ¥ ||Projects 1 x|
||| 2 & Tim et Timea™* -
@M-su;e Cursoricover ol [/ Spritel Start animationfrom-beginnring =l @ Layouts
Sprtel = @ rooms
i = & Jardin
= @ Mouce OnleftbuttonClicked o)) Audia Ltop "boucla” = 1
o2l Spritel Dsystem | Gotedl @2
=13
= [ Cuisine
= () Mouse Onleftbutton Clicked | o)) Audic Step "boucle” & cut
or- Sprited2 GSptern | Gotel2 &= 2
=] cus
= @ Chambre
= (7] Mouse o left button Clicked - Stop "boucle” % E:é
on 5§ Sprited3 Lhsystem  Gotel3 @ chs
(=) ardin
- . R (=] <Cuisine
= {PJ Touch Ontouched EF #System Set group "AnimalsTouch™ Activated @ Chambre
Sprite? G System GotoJ1 4] CLES A“”“’“I' 5 l_I'
6 Browser Execute javascript "PGLowlatencyAudiostop(boucle )" . X
4 Projects | Layers |
= 4,) Touch On touched B3 L Syst Go to colork - » x]
oucl ntouche em o to colori
Sprited2 6; loriage - Al Tardnl objects =]
rowser | Execute javascript "PGLowLatencydudiostop( boucle );
& WebStora... Local key "unlockeolo” M Spritedz
exists &g’
@) Touch  Ontouched B3 Lhsysiem | Setgroup“AnimalsTouch™ Activated B sonees
Sprited3 s s I
? @Sprite?
WBrowser | Execute] et "PCLowd atenapudioston bouele)
MTiledBackgroundS
= -D¢ Systemn On start of layout o)) Audio Preload jardin_abc_consigne_enlever -TiledBackgrDund'B
o)) Audic Preload feedback_toutjuste
‘J)Audio Preload jardin_abc_consigne_content
[E¥ Sprited3  Set opacity to 10
&5 WebStora... Local key 53 Sprited2  Set opacity to 100
"unlockcolo” exists
£k System Else 53 Sprited2  Set opacity to 10

|

Active layer: Layer 1

Mouse: (959.0, -192.0, 0)

« 1009
Zoom: 100% A

Full d'esdeveniments del ment intermediari del jardi;
els elements-desactivats corresponen amb coses no implementades

i/o versio per a ordenadors.



Construct 2 - Event sheet J1

=18lx|

View Events =
wo bl o5 @) </ P (o 5 x]
"| B & Tim et Timea* -
& Global number currentanimal = 0 =l B Lavouts
3 Global number Animalsleft = & =l @ rooms
& Global number toutjuste = 1 = [ Jardin
tries systern (see original app) net implemented in touch version because of crappy HTMLS audio support; could be replaced by tts = ;;
& Global number tries = 4 % 1
-Dﬁ System On start of layout ﬁ Set Animalsleft to & B @ Cuisine
# Set currentanimal to floorrandom{0.5,5.5)) (&) cut
F Cuz
o)) Play jardin_abc_consigne_enlever not looping at volume 0 dB (tag I % s
‘enleverhabits”) I 5 [ Chambre
&h Setinstructionplaying to 1 (@ cht
£ Set animaldlicked to 0 @) chz
[ ch3
# Set toutjuste to I [ Jardin
L Settriesto 0 (=] Cuisine
A (5 chambre
‘J) Preload jardin_a_manteau2 [ devices
o)) Preload jardin_a_manteau_fb2 =R
o)) Preload jardin_a_sac2 =N gigames
o memoballans
o)) Preload jardin_a_sac_fb2 I reparaoquine: _
iardi [=i—
o)) Preload jardin_a_chapeau2 ﬂ -i LI—I
o)) Preload jardin_a_chapeau_fb2 & Projects | Layers |
o)) Preload jardin_a_echarpe2
| objects 1 x
o)) Preload jardin_a_echarpe_fb2 =
Al 01" objecks (4]
o)) Preload jardin_a_patin2 ry ——
o)) Preload jardin_a_patin_fb2 Q}\;:‘:‘%‘}?Chevreok I—
I Preload jardi jama2 .
) Preload jardin_a_pyjama 'f'%‘chevretriste
o)) Preload jardin_a_pyjama_fb2 -
o)) Preload bruitage 1 *Cocciok
o)) Preload bruitage 2 ’*C rist
occitriste
6 Execute javascript "PGLowl atencydudio.loop (jardiloop )" &
ﬁ“— Filleanim
= 4,) Touch On t:ouched ™ o)) Stop ™" g garsanim
Sprite6 ﬁ 5 . '
& Execute javascript "PGLowl atencyAudio stop (jardiloop )" ; Hibouok
6 Reload @’- Hiboukriste
& Global number animalclicked = 0 ‘i Mamanin
& Global number instructionplaying = 0 SE i
i Mautoncok,
+ Animals )4
{ ?Moutontriste
- AnimalsTouch s
=51 Sprited
= ﬁSystem Animalsleft = 0 =l prike
 — - - e ——— — - = [ TS —— =l
Approx. download: 14.8 mb memory use: 156.2 mb Events: 245 Active layer: Layer 0 Mouse: (959.0, -192.0, 0) Zoom: 100%

A

Full d'esdeveniments del primer jardi;
la resta del full esta a les pagines segiients.




Construct 2 - Event sheet J1 ;IEIEI

Home View Events S o
main | Eventsheetl | Eventsheetjardin ’ Eventsheet)l x| Eventsheetcolo | EventsheetChambre | Eventsheettv | ¥ ||Projects 7 x|
;I = & Tim et Timea* -
- AnimalsTouch & i Layous
= [ rooms
= ﬁSystem Animalsleft = 0 = @ Jardin
# System toutjuste = 1 o)l Play feedback_toutjuste not locping at volume 0 dB (tag “toutjuste”) % ;;
ﬁ Set group "AnimalsTouch” Deactivated = 1
# Wait 1.5 ceconds B [ Cuisine
5] cu1
! Move to layer 1 & cuz
§ Movetolayerl 5] cus
§ Movetolayerl =) ICEhla?:;e
! Start animation from beginning @& chz
i' Start animation from beginning Echs
p L - (=) 7ardin
§  Start animation from beginning & Cusine
ﬁ Wait 1.5 seconds (=) chambre
i | Start animation from beginning = [ devices
s - - =
§ | Start animation from beginning = fay minigames
§ | Start animation from beginning (5] memaballons
§  Setanimation speedto 3 E repa:ajogum_eiLI
ﬁ Wait 1.5 seconds ﬂ T k
ﬁ Gotocoloriage 4 Projects | Layers |
& Setlocal key "unlockeolo” to "1" | Objects o x
ﬁ Go to Jardin All*31" abjects @
%}?Chevreok I—
ﬁ System currentanimal = 0 ﬁ Wait 9.3 seconds & “
# System Trigger once o)) Play jardin_a_manteau2 not looping at volume 0 dB (tag "manteaujoune”) fa'%‘chevretriste
System  Animalsleft=6 @} Setinstructionplaying to 0 *Comk
ﬁ System currentanimal = 0 ﬁ Set animalclicked to 0 mCocutnste
# Systermn Trigger once o)) Play jardin_a_manteau2 not looping at volume 0 dB (tag “manteaujoune”) ﬁ‘ Filleanim
ﬁSystem Animalsleft < &
#System Animalsleft = 0 g garsanim
{;J Touch Is touching t o)) Stop ™" ; Hibouak
Hiboutriste £ set animalclicked to 1 @ X
i - (¢ Hiboutriste
L system currentanimal = 0 o)) Play bruitage 1 not looping at volume 0 dB (tag "brlj") =
¢ By=lem Elslrucllonplaymg Set angle to 89 degrees i Mamanirn
= L —
¢ System animalclicked = 0 Wait 0.1 seconds | b Moutonok.
&8 system Trigger once Set angle to 180 degrees L i

o ow ) ow i ox

Wait 0.1 seconds
Set angle to 270 degrees
Wait 0.1 seconds

=

Approx. download:

14.8 mb memory use: 156.2 mb Events: 244

Active layer: Layer 0

Mouse: (959.0, -192.0, 0) Zoom: 100%

Maoutontriste

B

“=51 Spriteg

[ R R ———— LI

A



Construct 2 - Event sheet J1

=18lx|

Home View Events =
main | Eventsheetl | Eventsheetjardin ’ Eventsheet)l x| Eventsheetcolo | EventsheetChambre | Eventsheettv | ¥ ||Projects 7 x|
¥ Setangleto 270 degrees ~||| = & Tim et Timea™* o
. =l @ Lavouts
ﬁ Wait 0.1 seconds = B rooms
_t Set angle to 0 degrees = @ Jardin
B SetInvisible En
1z
‘ Move to top of layer % 13
ﬁ Wait 0.5 seconds = [ Cuisine
i Play jardin_a_manteau_fb2 not looping at volume 0 dB (tag “manteauok”) [ Cut
Y Jal ping g = cuz
U
ﬁ Wait 7.3 seconds @ s
# Subtract 1 from Animalsleft = & Chambre
. (=] cht
ﬁ Set currentanimal to 5 & che
[ ch3
ﬁ System currentanimal = 1 ﬁ Wait 9.3 seconds % iar.d.in
Lisine
¢ Systermn Trigger once o)) Play jardin_a_sac2 not looping at velurne 0 dB (tag “sacrose”) (@ chambre
ﬁ System Animalsleft = & ﬁ Set instructionplaying to 0 = [ devices
= ™
= B minigames
ﬁ System currentanimal = 1 ﬁ Set animalclicked to 0 (=] memaballans
- S - . . [ reparajoguine:
ﬁSystem Trigger once o)) Play jardin_a_sac2 not looping at velume 0 dB (tag “sacrose”) = _ILI
ﬁSystem Animalsleft < 6 ﬂ T k
ﬁSystem Animalsleft > 0 & Projects | Layers |
4,) Touch Is touching & o)) Stop ™" |Objects ax
Vachetriste &b Set animalclicked to 1 Al hfects O
ﬁSystem .currenta.nlmal =.1 o)) Play bruitage 2 not looping at volume 0 dB (tag "br3") %}?Chevreok =
ﬁ System instructionplaying B Setopacityto 75 P w
= . CfFy Chevretriste
ﬁ System animalclicked = 0 ﬁ Wait 0.1 seconds 3%’
£ System Trigger once & Set opacity to 50 *Cocciok
ﬁ Wait 0.1 seconds
‘-; Set opacity to 25 mCUCthste
ﬁ Wait 0.1 seconds ﬁ‘ Filleanim
&5 Set opacity to 0
87 SetInvisible g garsanim
B Moveto layer1 ; Hibouok
ﬁ Wait 0.5 seconds
o)) Play jardin_a_sac_fb2 not looping at volume 0 dB (tag “sacok”) @ Hiboutrists
ﬁ Wait 6.5 seconds i Marnanir
Subtract I from Animalsleft = b
ﬁ ubtra rem Animal WMDUWWK
# Set currentanimal to 0 -
"‘W’ ¥ Moutortriste
# Systermn currentanimal = 2 # Wait 9.5 seconds H
==l Spritet
ﬁSystem Trigger once o)) Play jardin_a_echarpe2 not looping at volume 0 dB (tag “echarpe”) 250 | prie
. £ oo =t=n LI [ S T LI

Approx. download: 14.8 mb memory use: 156.2 mb Events: 244 Zoom: 100%

Active layer: Layer 0 Mouse: (959.0, -192.0, 0)

v
Fi (trencada) del full d'esdeveniments del primer jardi (la resta és molt repetitiva)



Construct 2 - Event sheet colo

=18lx|

Home View Events S o
%NEW H EEIN S '||/ |' 57 w/ [Projects 7 x|
i || = (& Tim et Timea* -

&y Global number colorok = 0 i 2 B Layouks
-DﬁSystem On start of layout 'ﬂchevacor... Set Invisible = & rooms
% : - = @ Jardin
Ichevacrin | SetInvisible S
. chevasab.., SetInvisible = 12
G system Set colorok to 0 N ==
=] Cuising
o) Audio Preload Upgradel @ Cut
i Audio Preload SFX5 Cuz
o
3 Browser | Execute javascript “window.plugins.tts.speak( Touche une tache de b @) cuz
peinture, puis le cheval, pour le colorier. De quelle couleur sont les = & Chambre
sabots sous ses pattes? Et sa criniére? A toi de jouer! (& cht
(tisSuccess, ttsFail):” (@] chz
[ ch3
(=) 7ardin
& Global number brown =0 b B Cuisine
= (1;) Touch Ontouched - G Browser | Execute javascript “window.plugins.tts.speak("Brun’ ttsSuccess ttsFail) I (& chambre
bodycolor 5 = [ devices
i =] v
¢ System brown = 0 - bodycalor Setscaleto 1.5 i 2 [ minigames
headcolor  Setscaleto I | (5] memaballons
*Footcolor Setscaleto I E reparajoguin_eiLI
G system Wait 0.1 seconds -l 1 4
ﬁSystem Set brown to 1 £ Projects | Layers |
ﬁ System Set beige to 0 | Objects a1 x
ﬁ System Set bobine to 0 All‘coloriage’ objects @
i
= [-"bodycolor
-D‘I'PJTouch On touched -* *bodycolor Setscaleto 1 e )
bodycolor # System Wait 0.1 seconds i chevablanc
# System brown =1 -
ﬁ System Set brown to 0 h chevacorps
& Global number beige = 0 “ chevarorps2
= q,) Touch On to;;::d 9 Browser IElxecutejavascript ‘window.plugins.tts.speak( Beige’ ttsSuccess tisFail) | % Uehevacrin
[a™
ﬁSystem beige = 0 {headcolor | Setscaleto 1.5 Y chevacrinz
- footcolor | Setscaleto I
- bodycalor | Setscaleto I . chevasabats
ﬁ System Wait 0.1 seconds ! chevasabots2?
ﬁ System Set beige to 1 _'. -
& System Set brown to 0 -*’Footcolor
Lhsystern | Setblackto 0 -7 headcolor
= Lq Sprited
-D‘h,JTouch On touched | headcolor Setscaleto 1 ) o=l
headcolor # System Wait 0.1 seconds @‘! TiledBackgrounds
# SYiel beige = 1 ﬁ System Set beige to 0 LI

Approx. download: 14.8 mb memory use: 156.2 mb Events: 244 Active layer: 2 Zoom: 100%

Mouse: (959.0, -192.0, 0) y

Full d'esdeveniments del joc de coloracié del cavall al jardi;
s'han fet algunes millores respecte a la versié iPhone, com el
fet de deure clicar a la part del cavall on es vol posar color.
La resta del full esta a les pagines segiients.



Construct 2 - Event sheet colo

=18lx|

Home View Events S o
%NEW H =E]| '||/ |' 57 w/ [Projects 7 x|
I & Global number black = 0 »|"|= @ Tim et Timea* -

= {;J Touch Ontouched - ﬁ Browser | Execute javascript “window.plugins.tts.speak("Noir' ttsSuccess, ttsFail);” = g g?;;;s
footcolor #Footcolor Setscaleto 1.5 El [ Jardin
& system black = 0 ¢ bodycolor | Setscaleto I EHn
= 12
{"headcolor | Setscaleto 1 %JS
ﬁ System Wait 0.1 seconds B [ Cuisine
LhSystem | Setblackto 1 % E“;
U
ﬁ System Set beige to 0 | @ s
£ system Set brown to 0 =l [ Chambre
(= ch1
= [ chz
= 4,) Touch Ontouched -3¢ -§f footcolor | Setscaleto I =] chz
footcolor ﬁ System Wait 0.1 seconds % iar.d.in
- Lisine
Qsystem | black = 1 Lhsystem | Setblackto 0 I Charbre
= [ devices
= - : B . =
= 4,) Touch Ontouched “y 6 Browser | Execute javascript “window.plugins.tts.speak("Le corps de ce cheval = fay minigames
chevacorps est de couleur brune. On dit aussi que sa robe est brune! @) memaballons
(tisSuccess, ttsFail):” 1 L
# System brown =1 i [ reparajoguine: =
o) Audio Play Upgradel not looping at velume 0 dB (tag ™) ﬂ =l -n-i-n LI_I
h v Set Visibl
'n chevacor e i Projects | Layers |
# System Add 1 to colorok
| objects 1 x
4 chevacor... Destroy @
« &ll'coloriage’ objecks
i
= ) Touch Ontouched o) Audio Play SFX3 not looping at volume 0 dB (tag “error’) -‘Jbﬂdvtﬂbr
chevacorps ]
ﬁ System brown = 1  chevablanc
= {;J Touch On touched ™1 G Browser | Execute javascript ‘window.plugins.tis.speak("La criniére de ce cheval h chevacorps
chevacrin est de couleur beige foncée.” ttsSuccess tisFail)”
#System beige =1 o)) Audio Play Upgradel not looping at velume 0 dB (tag ™) “ chevacorps2
" Ichevacring Set Visible L ] {chevarrin
¢ Systemn Add 1 to colorok .
" ichevacrin | Destroy ¥ {ehevacrinz
g chevasabots
= 4,) Touch On touched ™1 o) Audio Play SFX5 not looping at volume 0 dB (tag “error’) -
chevacrin chevasabots2
L Systemn beige # 1 a8
= . -'Footcolor
= 4,) Touch Ontouched 6 Browser Execute javascript “window. plugins.tts.speak("Les sabots du cheval ol
chevasabots sont noirs.” ttsSuccess, ttsfFail)” 4 «ﬁl’\headcolor
ﬁSystem black = 1 o)) Audio Play Upgradel not looping at velume 0 dB (tag ™) —
__chevasab.., Set Visible [Eag] PPrites
ﬁ System Add 1 to colorok @ TiedBackgraunds
_chevasab... Destroy LI
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%NEW iﬂ =] ('.ﬂ '||/ |' 57 v [ Projects 7 x|
I s NiiE Tim et Timea* -
_ chevasab... SetVisible —I gﬁ Layauts :I
ﬁ Systemn Add 1 to colorok =l @ rooms
= @ Jardin
chevasab... Destro
o ¥ &
1z
= ) Touch Ontouched o)) Audio Play SFX5 not looping at volume 0 dB (tag “error’) J 13
chevasabots £l [ Cuisine
Cul
Qhsystem  black £ 1 i sy _l;l
14 »
ﬁSystem colorok = 3 ﬁSystem Wait 3 seconds s J

# System

= ﬁ;J Touch

Trigger once

On touched H
Spritet

Approx, download: 14.8 mb memory use; 156.2 mb Events: 244 Active layer; 2

6 Browser

ﬁ System
G Systemm
@ Browser
ﬁ Browser

o)) Audio

G syctern
@ Browser
@ Browser

£ Projects | Layers |

Execute javascript “window.plugins.tts.speak("Brava, tu as bien colorié
| Objects 0

le cheval!’ ttsSuccess, ttsFail);”

b8

Wait 3 seconds Al coloriage! objecks

|>|@

G - s m K i

o bodycolor
Execute javascript "PGLlowl atencpludio.stop(jardiloop )" | 2
Reload 1 chevablanc

r “ chevacorps b

Stop ™" ‘

Crteiatn i “ chevacorps2
il

Execute javascript "PGLowlatencydudiostop( jardiloop J:° N\\J VeFisvisin
Reload
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x| Eventsheetmemo | main | Eventsheetl | Eventsheetjardin | v
Waiting 3 seconds after the video has played is needed here in order to prevent strange behaviour on slower devices like the Galaxy Tab I
= 4Gk System On start of layout @ videe Playsddes
@ Browser  Execute javascript “window.plugins.videoPlayer.play( file:///android_asset/www/
FitmKelly720p15.mp4);"
ﬁSystem Wait 3 seconds
&hSystem  Go to memoballons
= ¢,) Touch Ontouched [ o)} Audio Stop "
Spriteb “5 G .
@ Browser  Reload
Ready Approx. download: 148 mb memory use: 1562 mb Events: 244 Actlve |ayer: Layer 0

Mouse: (859.0, -192.0, 0

Projects 7 x|
= [ Tim et Timea* ﬂ
= [ Layouts
= [ rooms
= B Jardin
n
=) 1 e
4 | ;I_I
1 Projects I Layers |
| Objects 2 x
Al T abjects _I

[a Sprites
[
-‘EiledBecqumndg

Z : 1005
Zoom: 1 e é'
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Global | EventshestCul | Eventsheetcuisine | Eventsheetty ' Eventsheetmemo x| main | Eventsheetl | Eventsheetjardin | ¥ || Projects 2 x|
- coloriage |
INITIALIZE THE GAME AND DEAL THE CARDS [ main
When the layout starts, first reset the globals to their defaults, then calculate the card size based on the vertical resclution, set to 720p here. (=] Intre
Motice: if you want to change the resclution, the left and top margins would have to be adapted as well. Nevertheless, the game runs correctly = [ Event sheats
as is on 1080p displays such as the LG Nexus 5's one, using scaling + letterbox when/if some Ul element impedes using the screen in its entirety. Event sheet 1 —|
= =>4k System On start of layout &b System Reset global variables to default Event sheet 2
. z . Event sheet Chl
& System 5? gCardHeight E‘L T:{(?g?—((gLNimbe:ﬂmsu} ekt sat el
ik g iS) Event sheet Ch3
ﬂ- System Set gCardWidth to int(gCardHeight * (Card. Width/Card. Height)) Event sheet Cham
System Set gMarginLeft to 260 Event sheet colo
b ; Event sheet Cul
& System Set gMarginTop to 160 | = Event sheet Cu2
B Array Set size to (gNumberCards, 1, 1) 5] Event sheet Cu3
) Audio Preload Upgradel 5] Event sheet cuisiny
3 ES] Event sheet 21
o) Audio Preload SFX5 Event sheet jardin
) Audic Preload tv_c_memory_bleu2 Event sheet memo
o)) Audio Preload tv_c_memory_jaune2 Supnkshedt veps
c. ory_Ja! Event sheet repa2
o)) Audio Preload tv_c_memory_orange?2 Event sheet by
o)) Audio Preload tv_c_memory_rouge2 Global
=3 R R p” " =
6 Browser Execute javascript “window.plugins.tts.speak( Touche les cartes pour & G Object types
voir les ballons qui se cachent derriére! Pour aider Kelly 6 les ranger, Bl s =
trouve tous ceux qui sont de la méme couleur... ttsSuccess, ttsFail);” LI | *
Lo Projects | Layers |
"SHUFFLE™ THE DECK

¥ Local number CurrentDeckCard = -1

¥ Local number Cardl =0

@ Local number Slotl = 0

¥ Local number Card2 = 0

@ Local number Slot2 = 0
First put all of the card numbers in the Deck array in order.
i System Repeat gNumberCards & System

fimes B Array

Add 1 to CurrentDeckCard
Set value at CurrentDeckCard to CurrentDeckCord

Then repeatedly select two randem slots and swap the values in them. (This would be like picking two cards from a deck and swapping their
positions. Do it encugh times and the deck is thouroughly shuffled.

Q8 System Repeat &8 System Set Slot1 to int(Random(0, gNumberCards))
g:“e's“'”'s"“’"‘s‘“‘“ L System Set Card1 to Aray.At(Siot])
& System Set Slot2 to Int(Random(0,gNumberCards))
&b System Set Card2 to Array. At(Slot2)
BB Aray Set value at Slot2 to Cardl
Bl Array Set value at Slotl to Card2
LAYOUT THE CARDS

§ Local number CurrentTableauCard = -1

@ | nral number CorrentColumn = -1

=l

Approx. download: 14.8 mb memory use: 156.2 mb Events: 244 Active layer Layer1
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[ riedBackground?
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Zoom A
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S'ha utilitzat https://www.scirra.com/tutorials/280/creating-a-memory-match-game com a base.
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Projects
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¥ Local number CurrentRow = -1
For each card, determine the column (based on the card number) and the row (based on the column number). Then create the card object,
using the size and margins defined previcusly, and the position based on column, row and margins, Finally, get the card face frame from the

=

"shuffled” deck array.
_ Q& system Repeat gNumberCards & System Add 1 to CurrentTableauCard
Hienes ﬂ System Set CurrentColumn to CurrentTableauCard ?gNumberColumns
ﬂSystern CurrentColumn = 0 ﬁ System Add I to CurrentRow
& System Create object M Card on layer 0 at (gMarginLeft+ (CurrentColumn*(
gCardWidth + gSpaceBetweenCards)) , gMarginTop+ (CurrentRow™(
gCardHeight + gSpaceBetweenCards)) )
ar et size to al idth, gCardHeight
B card Set si CardWidth, gCardHeight)
W Card Set CardFaceFrame to Array.At(CurrentTableauCard)
= ¢,) Touch On touched [ Sprite6 i) Audio Stop ™"
ok System Goto-main
@ Browser Reload

PLAY A TURN
When the player clicks on a card, if there are fewer than twe face up, turn the card over and increment the picked cards counter. If it is the
second card, check to see if there is a match, and keep the the two cards face up if there is. If there is no match, tum the cards back over.

= = i;J Touch Ontouched B Card
Sound a warning when player clicks on a card that is already face up

B Card o)) Audio Play SFX5 not looping at volume 0 dB (tag "Error”)

Is Facellp

Sound a warning when the player clicks on a card when there are already two face up.

" Systern gCountCardsPicked = 2 o)) Audie Play SFX5 not looping at velume 0 dB (tag "Error”)
If there are fewer than 2 cards picked and the clicked card is face down, turn it over.
& Systern gCountCardsPicked < 2 &b System Add I to gCountCardsPicked
B Card X Is FaceUp B Card Set FaceUp to True
B Card Set animation to “CardFace” (play from beginning)
8 Card Set animation frame to Card.CardFaceFrame
B card CardFaceFrame < 2 o)) Audio Stop "
o)) Audic Play tv_c_memory_bleu2 not looping at volume 0 dB (tag "bleu”)
B Card CardFaceFrame < 4 o) Audio Stop "
B Card CardFaceFrame = 2 ofi) Audio Play tv_c_memory_jaune2 not looping at volume 0 dB {tag joune®)

Approx. download: 14.8 mb memory use: 156.2 mb Events: 244 Actfve layer Layerl
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colariage
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= [ Evert sheets
Event sheet 1

Event sheet 2

1|

= [ Object types

:=| Event sheet Chl
Event sheet Chz
S| Event sheet Ch3
Event sheet Cham
Event sheet colo
Event sheet Cul
=] Event sheet Cuz
5] Event sheet Cu3
5| Event sheet cuisin
Event sheet 11
Event sheet jardin
Event sheet memo
i=| Event sheet repa
Event sheet repa2
Event sheet bv
Global

1z

Fvwman
|

"

L=} .Projm | Layers |

Objects o x
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@ Array

]
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E Card
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B Card CardFacefFrame < 6 o)) Audio Stop ™" :]: coloriage :[
B Card CardFaceFrame = 4 ‘}JAudio Play tv_c_memory_orange2 not looping at volume 0 dB (tag % ;\;i:]
wange) (= [ Event sheets
Event sheet 1 _l
B Card CardFaceFrame 2 6 ) Audio Stop " E5| Event sheet 2
:=| Event sheet Chl
i) Audio Play tv_c_memory_rouge2 not looping at volume 0 dB (tag “rouge”) Event sheet Ch2
:=| Event sheet Ch3
If this is the first card picked, save it's face frame int FirstCardFrame. :::: ::::: f:l:m
*System gCountCardsPicked = 1 ﬁ System Set gFirstCardFrame to Card. CardFaceframe =| Event sheet Cul

If this is the second card picked, save it's face frame int FirstCardFrame. Then go ahead and check for a match.

gCountCardsPicked = 2 ﬁ System
& System

=] *System

Set gSecondCardFrame to Card. CardFaceframe
Add I te gTurns

The cards match so play a nice sound, add te and display the number of matches found and

& system gFirstCardFrame-( o) Audio
gF:rstCardFrame%zJ ﬁSystem
= gSecondCardFrame- ﬁ System
(
gSecondCardFrame®%
2)

Play Upgradel not looping at volume 0 dB (tag "Match”)
Wait gCardResetDelay seconds
Add I to gMatches

Go through all of the cards to find the two that are face up and make them "not FaceUp” so that they are not clickable anymore,

but don't destroy them so that they stay face up in fact. Set/update the ‘turns' session key with the ¢

- {ghSystem  Pickall B Card
B Card s FaceUp B Card
W Caed
& WebStorage

ding global variabl

Set FaceUp to False
b

Set session key "turns” to gTurns

If the cards don't match, play 2 sound and turn the cards back over after a short delay.

o)) Audic
&b System

&b system X
gFirstCardFrame-(
gFirstCardFrame2)

gSecondCardFrame-

[
gSecondCardFrame®%
2

Play UI1 not looping at volume 0 dB (tag "No Match®)
Wait gCardResetDelay seconds

Go through all of the cards to find the two that are face up and turn them back over.

- LBsSystem  Pickall B Card
B Card IsFaceUp B Card

B Card

Set animation to "CardBack” (play frem beginning)
Set FaceUp to False

After a short delay, start a new turn by resetting the turn-level global variables.
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Active layer: Layer 1
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=] Event sheet Cuz
5] Event sheet Cu3
5| Event sheet cuisin
Event sheet 11
Event sheet jardin
Event sheet memo
i=| Event sheet repa
Event sheet repa2
Event sheet bv
Global

1z

= [ Object types
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"

Objects o x
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@ Array

A
L ascalls
A

E Card
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[ riedBackground?

=
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o/ FY W Projects 2 x|
After a short delay, start a new turn by resetting the turn-level global variables, =k coloriage |
'“Syslem Wait gCardResetDelay seconds main =i
£ System Set gCountCardsPicked to 0 i Wi
QSystem Set gFirstCardFrame to -1 Event sheet 1
=) Event sheet 2
gSyslem Set gSecondCardFrame to -1 b
Event sheet Chz2 =
CHECK FOR WIN 2 S le_l

If all of the pairs are found, speak out a congratulatory message, wait a short time and then reload the page. This will ensure that the memory
which was allocated for this mini-game is freed and return to the main layout (hence no need to explicitly "Go™ to it).

*System @ Browser

i system

gMatches = gNumberCards/2
Trigger once

'nSyslem
“&}stem
& Browser

Approx. download: 14.8 mb memory use: 156.2 mb Events: 244

Execute javascript ‘window.plugins.tts.speaky Brave, tu as retrouvé
toutes les paires de ballons en ' + sessionStorage.turns +
‘tours! trsSuccess, ttsFail):”

s +toVou did itintBiaT: ges o
Wait gGameResetDelay seconds
St

Reload
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Home View Events > o
B O_]'||/|vﬁ' o [Projects o x|
] ] Event shest Ch3 a |
‘You can change these initial values to adjust how many times the cards are "shuffled" or the delay between turns or games. I— Event sheet Cham
&y Global number gNumberShuffleSwaps = 50 Number of times to swap cards when shuf Event shest cola —!
& Global number gCardResetDelay = 2 Seconds to wait before flipping cards face down, Also used for other delays. Event sheet Cul
&y Global number gGameResetDelay = 5 Seconds to wait before starting @ new game after a win. Event shest Cu2
Do not change these initial values unless you know what you are doing! E:Z:,: :::i fuuijlnl
&Y Global number gNumberCards = 8 The number of cards in the tableau. | 5] Event sheet 31
ﬁ Globa!l number gNumberRows = 2 The number of n the tableau E\a'snt sheet jardin
& Global number gNumberColumns = 4 The number of columns in the tableau. 4 'E' il f“‘* "“’—]—l
1 6 bea!number_gﬁmgeﬂetweu{._ards: 5 - Space between each row or column of cards. e Projects | e l
Do net change these initial values or testing for matches will break. —
&y Global number gFirstCardFrame = -1 The CardFaceFrame for the first card picked during a turn. | objedts 2 x|
i)y Global number gSecondCardFrame = -1 The CardFaceFrome for the second card picked during a turn. AfliChambre chjects o
Changing these initial values has no effect. _-_A_—
&y Global number gMarginTop = 0
& Global number gMarginLeft = 0
& Global number gCardHeight = 0
) Global number gCardWidth = 0
& Global number gCountCardsPicked = 0
&) Global number gTurns = 0 ; B
& Global number gMatches = 0 Accumulates the number of pairs of cards matched in the game. ll MTﬂedﬁadqoundﬂl ;I
Ready Approx, download: 148 mb memory use: 156.2 mb Events: 244 Active layer bg Mouse: [959.0, -192.0, 0 Zoom: 100% A
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