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% Spaceship Game 660TeMM 2_(HEUTHEGGEUTLD .

< alevoTas 6V 8 56T eTflQUITH 6T (WDLIYUSHMES (LpeoT
eflQuUmmeneTl QUMMI, (OTeRlGHEBIGmeT CFIHE,
LeTeflmemer G&isHE eflemnemTwWmMBeusSMESG @HS game
2 _(HEUMEHSCEUTLD.

% WH6edlev background image eedTemMm add  LIevoTeuoll&s
Q& TeTGeUTLD. 6l6toTHEVSFH 0T image 660TMI animation library
@M&SG6T 2 MSEHHGL QuUOHMIS STUUL(METET project
@M&6T 2 LSS LILL(H6TemEl.
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% Game over GWLCUME Q&IlUJD sprite 8 2 (HEUMTHHEH
Q& MeTGaUITLD.
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% App 6R6UTeDM 2 (HUMHGUSMEG CHemeulwlmesT  variables
ereusLomm define Q&FUIS Q&MeTGaUTLD.
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% countFor... variables eLNEUID 6GEIGEUTIH item  GLEOBHS!
FLOCHTEHESR aUHaUSMES THHEGID HTVSHMEES &He0o5HS&
Q& MeTeUSHMGLD, total... variables eupmIGSLILIL L items &erfledr
count & store LIeooTennlld Q&MeTEUSMEGLD, LIMNILILISME LD
2 (HEUMHH & QGTETEHLD.

% Fuel er6drm variable 1000 83 FLOETMEHHE G\&M600TLY (HLILIS
wWwsev  eflummeT QuUMIBenU  store  LIvoTeool 18
Q&meaTausH MG Wetor(hlh LSevor(HILD fuel can epadTemm collect
UetoTemmild  GuUMs & Wetor(ilb 1000 2,556
Q&S MeITeU S MG LD MG LD.

¢ @6IGEUMIH item @MEGLD eummledr groups LIedTeUHLOMTM)
define LIevoTet0l 18 Q& MEITS.

% Gems, Asteroids WMMILD fuel can drop QeusMHG KW functions
LNeoTeUBLOMMI 2_(HeUMEHSH G O &HTeTs.

& DETGIT BIm LD T6voT 1 85 8 MR 85 6T GG Nl WL mml
2 _(HeUMSG6USM&IW function LI6TeU(HLOMMI emLOU]LD.
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¢ alleorasmeer  ellepLomml
LSl60Teu(HLO MM & 6mLOWLD.
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% Fuel tanks drop
2 (HEUMHH & CHTETS.
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¢ 95 60r LYleoT draw function @ MG 6T (LN 6L 6 600TEH 60560 arrow
keys e6ULD move QEFWEUSHMEG code QIEFLIGUIMTLD.
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keyDown { ¥ "down" )

keyDown (¥ "1=ft")

| keyDown (¥ "xight")

« Game over sprite @)60T visibility 1 Q4L,&MEH UM T
GLGev 2_(Heums&HIW functions call Q& UIWLD.

; gameOver LWL S] | 1= 1
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@) &60T eLNGULD game over B,&DGUM&I gems, asteroids LDMMILD

fuel cans GLENMBHS allealensd 5HHGW. SHEUMSE BT
llevorQeueflégseuld eelGeaumm 2 wiliflearmssefley Gmgilb
GuUMs! ML GLIM Geueuorlqulelmenm code G&FWIGRITLD.

% WH6N6L shuttle @) 6dT fuel can touch QLG GUIMSI fuel Iy6may
1000 eUemy 2 WHeUSMGSLD MM HS fuel tank  destroy
EUSHMGLD code Q&FWWELD.




< aflevorQeuefléseuld DMeooll&&mIGer el touch QL& LILELIMS!
score add QLEOISMEG, WLOHMID ASHGSHIW DTa0l&HS&D
DENMEUFSME, sound 6RETMI play QLeUSHMEGLD L60TeUIHLOMMI
code Q&FWS.
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playSound (Y "sound://category achievements/lighthearted bonus objectiwve 1.mp3", ¥ false); :“
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% F1m Ga:meT et llomerTSHFHI6L GLOMSID GUME 6NLDMeoTLD
0BG game over ereoT SITLFILILIL Ceuetor(hlD. HSHM&H TS
YetTeu®BLOMMI code Q& WLICAUIMTLD.
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playSound(Y "sound://category explosion/Bbit explosion.mp3", Y false}; =/




¢ FmiGsmefley Gumsh GUTE F oy G5 meT LMD eNlnmeoTLd
destroy QL& fuel @6T QUMILLE) 0 21,5 G6uetoT(HILD. & SIL_60T
game over sprite L& Gauevor(hld. IjPleuemLw]ld FLisLD play
AUUSMNES 2 [(HeUTEHGS .

% Fuel level 0 SL60TIT6V game over QLEUSME, LMMILD shuttle
GBLOCHTHE 2 LS aI(WDelHMEG code 2 (HEUTEHEGGEUTLD.

<+ erflQum@efledt QUMILLE 0 2LETTEV game over BLEICST(H
@eveuellL_LIT6L else part @6V 6TeLELT SrMMlewid fuel variable
@ 6ot QUAIDS) REOTDITEY 1 GODESDHES
o _(HEUMHSLILIL (H6T6TS.

¢ Cr&miflsisls QamerL LeTeflamener &ML (heausMmE& Wmmib
erflQummerfledr ememey ST (HeUsSMES LIeTeu@BLOmM code
2 (HeUMSHEELD.
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% HenL&IUleL count variable WWeauHeTSID GQLMILOE eI
LS 6dTeu(HLOMMI S&6VIT 6R60TMI increase Q& UIS.
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