Flip the Robot Monkey
Section 2
A complete look at the game event sheet of section 2 of Flip the Robot Monkey
Game Sheet
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18 ° z Flip iPIatform On fall ? Flip Set animation to “Fall" (play from
beginning)

19 ° ? Flip iPIatform On moved ! Flip Set animation to “*Walk" (play from
beginning)
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1 '#System On start of layout ! Flip Set animation to “Default" (play from
beginning)
¥ Flip Move to top of layer
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Flip Controls/Collisions
=Contains keyboard controls and collision events for Flip

2

E&Keyboard Down arrow is down

35 § Fip JumpBoost < 400
$ Flip iPlalfcrm is on floor
4 ! Flip X iPIatform is moving z Flip Add 5 to JumpBoost

5 ! Flip iPlatform is moving z Flip Set JumpBoost to 0




image07.png
7

ﬂKeyboard On any key pressed
! Flip JumpBoost > 0
E#Keyboard Up arrow is down

E#Keyboard Down arrow is down
#System Else

! Flip Set iPlatformjump strength to Flip.
JumpBoost+Flip.Platform.JumpStrength

! Flip Set JumpBoost to 0

$ Flip Set JumpBoost to 0
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Flip Animations
= Sets Flip's Animations
1 ? Flip iPIatform On stopped

10

12 E&Keyboard Right arrow is down

13 EHKeyboard Left arrow is down

9 Fiip

$ Fiip
$ Fip

Set animation to “Default" (play from
beginning)

Set Not mirrored

Set Mirrored
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14 ' Fip

155" § Flip

16

17

$ Fip

$ Flip

iPlatform On jump ¥ Flip

iPIatform On landed ! Flip

iPIatform is moving ! Flip

x iPIatform is moving ! Flip

Set animation to “Jump* (play from
beginning)

Set iPlatformjump strength to 750

Set animation to “Walk" (play from
beginning)

Set animation to “Default" (play from
beginning)




