
Fly Away 

 

In this game, the player’s space ship 
(blue) is trying to move around to pick 
up as many aliens as they can. 
 
If the alien isn’t picked up in a certain 
length of time, they move around on 
the screen.  
 
The enemy ship (red) after the player’s 
ship. If they catch the ship, the score 
decreases. 

 

Three animations are needed:  

         

 

We need a time variable and one for score. 

 

The user’s blue ship will move using the arrow keys. 

 



The alien will jump around the screen: 

 

The enemy (red) ship will chase after the blue ship. 

 

 

 

The top of the draw loop: 

 Makes a black background 

 Draw the sprites 

 Draw the score on the screen 

 

 

 



We will use the left/right/up/down arrow keys to move the ship: 

 

 

When the ship reaches an alien: 

 The score increases 

 The timer resets 

 The alien gets a new random location 

 

 



If the alien isn’t caught, it will still move after 100 microseconds. 

 

If the player hits the enemy, they lose a point and the enemy moves. 

 

Randomly, the ship will move towards the ship. This gives them a chance to get away. 

 

(You can speed 

this up if it is too 

slow for you; pick 

a different 

number than 100) 

The if (rand<=1) determines the 

“skill” of the enemy ship. If you 

increase the 1 to 2 or even 3, the 

ship will follow more closely. 

 

Another thing you can switch is the 

var rand = randomNumber(1, 40);   

To make it easier (increase to 60) or 

harder (decrease to 30) 


