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Part 1 - Setting up the File System
Step # 1 - Create a project called Mario.  Do NOT put a space in the filename.  Once the form pops up,  save your project to create the file system.  (File--> Save all) does the trick.  Make sure it goes into your student home directory.  (H: drive)
[image: ]Step # 2 - Go to mrdixon.weebly.com.   Choose Exp of Tech and Assignments Copy the four Mario pictures (up.bmp, down.bmp, left.bmp and right.bmp) to the BIN/DEBUG folder of your Mario project.  Use the Solution Explorer box to make this easier.  Be sure to copy all four images. 
Part 2 - Designing the Form
The only object you need is a picturebox.  Make these changes to the picturebox properties:
	Property
	New Value
	
	Property
	New Value

	(Name)
	mario
	
	SizeMode
	StretchImage

	Location
	50,50
	
	Image
	Mario-Down1.bmp

	Size
	20,30
	
	
	



**Also, change the KeyPreview Property on Form1 to True.
Part 3 - Coding	(F7 brings up the coding page)
[image: ]Form1-KeyDown Event - Create this event from the drop down boxes above the code.  Choose Form1_events on the left and KeyDown on the right.  This sub will run every time the user presses a button.  The majority of the code is found here.  The first part handles when the user presses the "W" key.  We want Mario to move up when this happens.  We also want to change the image of the picturebox to show the back of Mario when he moves up.  Here's how we do that:

	


Now try to create three more IF...Then statements, similar to that one above that will handle when the user presses S (move down), D (move right) and A (move left).  You will have to adjust whether X or Y is changed and the image to display for each subroutine.  Here's some help:
	Direction
	Key Pressed
	Image to Display
	X Adjustment
	Y Adjustment

	Left
	A
	Mario-Left1.bmp
	-10
	0

	Right
	D
	Mario-Right1.bmp
	+10
	0

	Down
	S
	Mario-Down1.bmp
	0
	+10


Challenges
1.  Prevent Mario from moving off the form.
[bookmark: _GoBack]2.  Add diagonal movements for the Q, E, Z and C keys on the keyboard.
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e Part 1 - Setting up the File System

Step # 1 - Create a project called MarioRPG. Do NOT put a space in the filename. Once the form pops up, save your
project to create the file system. (File--> Save all) does the trick.

Step # 2 - Go to the Computer Programming/Images/Mario Images folder on the student shared drive. Copy the nine
Mario Pictures to the BIN/DEBUG folder of your MarioRPG project. Use the Solution Explorer box to make this easier.
Be sure to copy all nine images, including bowser.

Part 2 - Designing the Form

The only object you need is a picturebox. Make these changes to the picturebox properties:

Property New Value Property New Value
(Name) mario SizeMode Stretchimage
Location 50,50 Image Mario-Downl.bmp
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(Select a Device to Drag and Drop to the Workspace)
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There are no usable controls in this
group. Drag an item onto this text to
2dd it to the toolbox.
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5 Private Sub Forml_KeyDown(ByVal sender As Object, ByVal e As System.Windows.Forms.KeyEventargs) Handles Me.KeyDown

If e.KeyCode = Keys.W Then
mario. Location = New Point(mario.Location.X, mario.location.Y - 10) Moves mario up 10 pixels

mario.Inage = Inage.FronFile("Mario-Upl.bmp")
End If

End Sub

B Private sub other()

If g.KeyCode = Keys.S Then
mario. Location = Nlew Point(mario.Location.X, mario.Location. + 10)

End If

“Moves mario down 10 pixels

If g.KeyCode = Keys.A Then
mario. Location = NNew Point(mario.Location.X - 10, mario.Location.Y) 'Moves mario left 10 pixels

End If
If g.KeyCode = Keys.D Then
mario. Location = NNew Point(mario.Location.X + 10, mario.Llocation.Y) Moves mario right 10 pixels
End If
End Sub
End Class
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