You will need these
backgrounds:

(All backgrounds
must be 400 x 400)

You will need these
characters:

These are the
animations and
variables that you
will need:
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The mode will switch between these states:
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Mode =“3 - play”

Mode =“4 - win”
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CUT AND PASTE:

function play()
//move bird #1 (enemy)
if(bird.x<20){
bird.velocityX=4;
bird.setAnimation("bird_right");
} else if(bird.x>380){
bird.velocityX=-4;
bird.setAnimation("bird_Lleft");
}
//move bird #2 (enemy)
if(bird2.x<20){
bird2.velocityX=4;
bird2.setAnimation("bird_right");
}else if(bird2.x>380){
bird2.velocityX=-4;
bird2.setAnimation("bird_Lleft");
}
//move butterfly (you)
if(keyDown("up")&&butterfly.y>20){
butterfly.y-=5;
lelse
if(keyDown("down")&&butterfly.y<380){
butterfly.y+=5;
}
//win or loss
if(butterfly.collide(bird)){
lose();
lelse if(butterfly.collide(bird2)){
lose();
lelse if(butterfly.y<=25)
win();
}
}
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Mode =“5 - lose”

This will freeze the
pieces and move them
off screen so the win
and lose functions can
run:
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This is the 18 CUT AND PASTE:

draw loop that  1® _

pulls all the 20 function <?Iraw(){

. 21 drawSprites();

pieces 23 //playing the correct mode

together: s if (mode=="1 - opening") {
2 opening();
o } else if (mode=="2 - start") {

start();

<e } else if (mode=="3 - play"){
= play();
28 }else if (mode=="4 - win"){
29 win();
30 } else if (mode=="5 - lose") {
31 lose();
3z
33 }
34 //space to move on
35 mode: if (keyWentDown("space")) {
36 mode) if (mode=="1 - opening") {
37 mede mode ="2 - start";
35 a— } else if (mode=="4 - win"){
39 mode mode ="2 - start";
. =D } else if (mode=="5 - lose") {
a1 mode ="2 - start";
42 }
s }

}



