Flip the Robot Monkey
Section 4
A complete look at the game event sheet of section 4 of Flip the Robot Monkey
Game Sheet
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16( 9 #System Else

17
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$ Knight X < FlipX

$ Knight X > FlipX

$ Fiip
£ Knight

‘ Knight
$ Knight

' Knight

‘ Knight

Start ignoring iPlatform user
input

Set iPlatform maximum speed
to0

Set Action to "swing"

Set animation to “Swing" (play
from beginning)

Set Not mirrored

Set Mirrored
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= § Fip On collision with @

e Ammo.
@sstem  AmmoAmt <10

2 @sstem  AmmoAmt> 9

FREES 1) On collision with <

Banana

&ammo
&system

&system

<JBanana
&system

Destroy.
Add 3 to AmmoAmt

Set AmmoAmt to 9

Destroy
Add 5 to Score.




image30.png
2

2

2

2

2

Flip A

[ Sets Fiip's Animations

= § Fiip

& platform on
Stopped

EBKeyboard Right arrow is down

EBKeyboard Left arrow is down

= § Fiip

8 platform On jump

3 Fip
3 Fip
3 Fip
3 Fip

Set animation to "Default” (play from beginning)

Set Not mirrored

Set Mirrored

Set animation to "Jump" (play from beginning)
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27 B » 9 Fip B platform On landed  § Flip Set 4 Platform jump strength to 750

- 9 Flip B platform is 9 Flip ‘Set animation to "Walk" (play from beginning)
moving
o 9 Flip X & platformis | § Fiip ‘Set animation to "Default” (play from beginning)

moving
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(play from beginning)

20 |=9Fp & Platform On fall §Fip | Setanimation to "Fal
31 |=§Fip | # Platform Onmoved | § Flip | Set animation to "Walk” (play from beginning)
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N

Knight Actions
51 Set the Knight enemy actions and movements

$ Knight

Action

$ Knight
$ Knight
$ Knight

$ Knight
$ Knight
$ Knight

Simulate 4 Platform pressing Left
Set animation to “Walking” (play from beginning)
Set Mirrored

Simulate 4, Platform pressing Right
Set animation to “Walking” (play from beginning)
Set Not mirrored
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Ed

B @ knight
$ Knight

B @ knight
= § Knight

Action = "stun”

StunTime =0

Action = "swin

On any animation
finished

$ Knight
$ Knight
26 system

Zhsysem
Zhsysem

Set animation to "Stunned" (play from beginning)

et Action to Knight PrevAction

Subtract 1 from Lives

Wait 1.0 seconds
Restart layout
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= @ Knight  On collision with

39 5| EdgeMarker
40 $ Knight  Action = "left" $ Knight
41 $fsystem | Else $ Knight  Set Action to “left”
$ Knight  StunTime > 0 $ Knight  Subtract 1 from StunTime

a2
$fsystem  Every 1.0 seconds
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43 @ Coconut Collisions

4 @ Coconut | X Is on-screen @ Coconut | Destroy

=® Coconut | On coll
Platform

onwith @8 | @ Coconut | Destroy

45
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48

= @ Coconut  On collision with

$ Knight

Besystem

Knight
Action = "stun"

Else

$ Knight
® coconut

$ Knight
@ Coconut
$ Knight
$ Knight

Set StunTime to 3
Destroy

Set StunTime to 3
Destroy

et PrevAction to Knight Action
Set Action to “stun”
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© Global number Lives = 3
© Global number AmmoAmt = 3
© Global number Score = 0

1 '#System On start of layout ! Flip Set animation to “Default” (play
from beginning)
¥ Flip Move to top of layer

xtAmmo Set X to ViewportRight(3)-215
xtScore  Set X to ViewportRight(3)-215

xtLives  Set text to “Lives: " & Lives

xtAmmo Set text to "Ammo: " &
AmmoAmt

2 #System Every tick

xtScore  Set text to "Score: " & Score
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Flip Controls/Collisions
=Contains keyboard controls and collision events for Flip

3

EKeyboard Down arrow is down

45 $§ Fip JumpBoost < 400
! Flip iPIatform is on floor
5 ¥ Flip x iPIatform is moving ¥ Flip Add 5 to JumpBoost

6 3 Flip iPlatform is moving ! Flip Set JumpBoost to 0
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EKeyboard On any key pressed

z Flip

& Keyboard Up arrow is down

E&Keyboard Down arrow is down

# System

JumpBoost > 0

Else

$ Fip

$ Flip

$ Fip

Set i Platform jump strength to
Flip.JumpBoost+Flip.Platform.
JumpStrength

Set JumpBoost to 0

Set JumpBoost to 0
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12

ﬂKeyboard On Space pressed

# System

$ Flip

AmmoAmt > 0

Is mirrored

$ Fip
$ Flip
#System

@ Coconut

Set animation to “Shoot" (play
from beginning)

Spawn @ Coconut on layer 1 (
image point 1)

Subtract 7 from AmmoAmt

Set / Bullet angle of motion to
180 degrees
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On collision with ’ Knight

Action = "stun”

135" § Flip

14 = @ Knight
$ Fiip
$ Flip

' Knight
$ Flip
#System

iPlaﬁorm is falling
Y < Knight.Y-40

15

Destroy
Set iPIatform vector Y to -300
Add 700 to Score




