Screens in Game Lab

First, code your entire game. Get it fully working.

Second, in powerpoint, design your intro and instructions screens. Make sure you remember that the Game
Lab screen is a square. You won’t be able to use the entire powerpoint screen - just use a square portion. Get
your screen approved before you move on.

Third, use the PrtScn button to printscreen your powerpoint slide and paste it into paint. Clip the image so you
have a square remaining. Save the image.

REMIX your project... just in case. Create new animations and upload your screens.

This resulted in three backgrounds:
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Create a new variable to track which screen you are on.
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Set the background to be whatever screen you would like to start on.

Set your other sprites to not be visible.
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The drawLoop works in the following way:

dra
§l keyDown (¥ "e") change screen to next
one, change the
r screen 1 [(2plash) moves To screen 2 {:i_nstruc:tions:ll ba I(g dtoth
CKErounda to the
L 2]
back next screen.
| screen==2| & keyDown (7 "n")
[/ as above,
£ but also start the
velocity variables for
your game.

also, set the game
sprites to be visible.
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