Screens (Avoid the Bees)

This game has 4 screens:
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We will use a variable, called screen, to remember which screen we are on. The draw loop will have an if
that draws the correct screen.

To start, you need three animations:
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First make the variables and the sprites you will need.

Note that the bees start OFF the screen.
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We will use a series of functions to divide up the code so it is easier to read. The first function will be used
to draw Screenl.
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The next function will be used to draw screen2, the rules screen.
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The next function will be used to activate all of the bees and start them moving. This code was placed
outside the draw loop in our other games.

First we move the bees onto the screen. Second, we start their velocity moving.
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Then, we make a function for our game.
This was the code in the draw loop in our other games.
In this section:

e We move the ladybug left and right

e We make the bees bounce off the walls

e We will also code the losing condition. It will call a new function... gameOver. That may give you
an error when you build the code, but it will straighten out later, after we add that method.
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In the game over method:

e We stop the bees from moving
e We move the ladybug
e Then, we write the game over message on the screen.
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The draw method is simply an if statement that chooses between your screens.
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