
Planning the Final Project
Sheets 3.10 (Indenting Code) and Sheet 3.11 (Patterns of Movement) 



Preventing 
Spaghetti 

Code

Where is the 
jump?

I dunno.



What do you 
need help 

with?

It’s not 
working What are you 

doing next?

Ummm…



Organization and 
Readability is our 

goal!



They help you get 
started and know 

what to do.

They make it easy 
for me to read you 
code and help you.



{

}

{      }       ;

Title

Explain 

Sprites

SubTitle

Start your code 
with comments!

Fill in the code 
as you go.



These are the 
comments to 

start with



The comments are 
also good for 
planning your 

program.

Let’s apply 
that now
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Underwater

Pink Fish

Bubble 1, Bubble 2

Score, Level

None needed.

Right and Left

Down

Bubble hits fish, game over

When Bubble at bottom, point too

On increments of 5



Another problem is 
that students don’t 
know where to look 

to find things.



Movement:

- Ball – bouncing

- Paddle – Right and Left

Collision = Ball bounces off paddle

Game Over = Ball under paddle 

Pong:



Movement:

- Bunny – up and down

- Carrot – scrolling

- Background - scrolling

Collision = bunny eats carrot, respawn carrot

Respawn = carrot at edge

Bunny 

Walker:



Movement:

- Sprite – All 4 directions, continuous

Changes sprite animation based on direction.

Animated 

Walker:



Movement:

- Jumper – jump

- Enemy – scrolling

- Background - scrolling

Collision = jumper/enemy, lose point, 

respawn enemy

Respawn = enemy at edge, gain point

Jumper:



Movement:

- Your Ship – All 4 directions continuous

- Enemy - Following (no input)

- Astronaut – Random Appearance (after time)

Collision = ship/enemy, lose point, 

respawn enemy

= ship/astronaut, gain point

move astronaut

Respawn = move astronaut after time

Fly Away:



Movement:

- Ladybug – Right and Left (key press)

- Bees – Bouncing (no input)

Collision = bug/bee, game over

Shows how to make intro 

and instruction screen.

Avoid 

the 

Bees



Let’s say we want 
to code the Level 

Up Swimmer. 
What do we need 

from the 
Template File?














