Find the Objects and Functions
Unit 3 - Shifting into Gear


Unit 3 Lesson 2 Activity: Find the Objects and Functions

[bookmark: _GoBack]
Name(s): ________________________________________________________________
Challenge
Use what you have learned about objects, functions, and parameters to mark these constructs in the code below.
Directions
Consider the code here. 
Put a circle around all objects. 
Put a rectangle around all functions. 
Put a triangle around all parameters. 
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function main ()
var board := € game - start with fixed size(800, 400)
& game > splash("3, 2, 1...")
with seconds =1
with foreground color = colors - red
with background color = colors - light gray
end
& game - set life(1)
{¥ game - set background scene("horizontal", € city background)

var hero := board - create picture(® robot)
hero - set pos(400, 200)

hero - set width(100)

hero - set acceleration y(400)

¥ gamepad - on button pressed do

hero - set speed y( - 200)
end

var obstacle spacing := 200
forO<i<4do
var obstacle := board - create picture(> get picture)
obstacle - set speed x( - 100)
obstacle - set height(100)
obstacle - set x(board - width - 100 + i * obstacle spacing)
obstacle - set y(math - random range(50, 350))
obstacle - on every frame do
if obstacle > x <0 then
obstacle - set x(board - width)
obstacle - set y(math - random range(50, 350))

obstacle - set picture(l> get picture)
obstacle - set height(100)
{¥ game - add score(1)

else do nothing end if

if obstacle - overlaps with(hero) then

¥ game > remove life(1)

else do nothing end if
end
end for

hero - on every frame do
if hero - y > board = height then
¥ game > remove life(1)
else do nothing end if
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if hero> y <0 then

& game > remove life(1)

else do nothing end if
end
end function

function get picture ()
returns (

pic : Picture)
do

var random number := math - random(5)
if random number = 0 then
pic := € magnet
else if random number =1 then
pic := € tomato
else if random number = 2 then
pic := € droid
else if random number = 3 then
pic := ® flying saucer
else

pic := ® storm cloud
end if
end function

art city background : Picture
with data: "https://az31353.vo.msecnd.net/pub/pelthgge"

art droid : Picture
with data: "https://az31353.vo.msecnd.net/pub/rvylpfjq"

art flying saucer : Picture
with data: "https://az31353.vo.msecnd.net/pub/sddnsxdu"

art magnet : Picture
with data: "https://az31353.vo.msecnd.net/pub/hqgktpws"

art robot : Picture
with data: "https://az31353.vo.msecnd.net/pub/kaygchni"

art storm cloud : Picture
with data: "https://az31353.vo.msecnd.net/pub/lymzxufx"

art tomato : Picture
with data: "https://az31353.vo.msecnd.net/pub/palzqgklf"

import game
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