Random Code Bits
What do these random code bits do?  You should understand what every line does!

Bit #1

Objects Used: player, monster, ball

monster -> step
num = irandom(90)

thisway = point_direction(x,y,player.x,player.y)

if num = 1 {

  bid = instance_create(x,y,ball)

  bid.speed = 4

  bid.direction = thisway + irandom_range(-15,15)

  bid.image_angle = thisway

}

Bit #2

Objects Used: player, ball

player -> create
firecounter = 0

delayrate = 10

player -> step
firecounter = firecounter + 1
player -> presses/holds down space bar
if firecounter >= delayrate {

  bid = instance_create(x,y,ball)

  bid.speed = 8

  bid.direction = direction

  bid.image_angle = bid.direction

  firecounter = 0
}
Bit #3

Objects Used: monster
monster -> step
num = irandom(120)

if num = 1 {

  direction = irandom(360)

  speed = 4
}
Bit #4

Objects Used: player
player -> create
health = 100
player -> hit by something?
health = health – 1

if health <= 0 {

   //do something

}

player -> step
if health < 100 {

  health = health + 0.05

  if health > 100 {

     health = 100

  }
}
Bit #5

Objects Used: player, ball, bigball, smallball
	player -> create
throwthis = 1
player -> presses A

throwthis = throwthis – 1

if throwthis < 1 {

  throwthis = 3

}

player -> presses D

throwthis = throwthis + 1

if throwthis > 3 {

  throwthis = 1

}
	player -> presses space bar

if throwthis = 1 {

  bid = instance_create(x, y, ball)
  bid.speed = 4

  bid.direction = direction

}

else if throwthis = 2 {

  bid = instance_create(x, y, bigball)

  bid.speed = 4

  bid.direction = direction

}

else if throwthis = 3 {

  bid = instance_create(x, y, smallball)

  bid.speed = 4

  bid.direction = direction

}



Bit #6

Objects Used: player
	player -> create
topSpeed = 4
player -> collides with powerup
topSpeed = 8

with other {

  instance_destroy()

}

alarm[0] = 300

	player -> presses up
direction = 90

speed = topSpeed
player -> presses right
direction = 0

speed = topSpeed
player -> alarm[0]
topSpeed = 4


Bit #7

Objects Used: player, food, foodmaker
player -> collides with food
with other {

  instance_destroy()

  health = health + 10
foodmaker -> step
if instance_number( food ) < 5 {

  num = irandom(300)

  if num = 1 {

     chuck = instance_create(-100,-100, food)

     with chuck {

         move_random(32,32)

     }

  }

}
Bit #8
Objects Used: player, ball
	player -> create
health = 100
invincible = 0

player -> alarm[0]
invincible = 0
image_alpha = 1.0
	player -> collides with ball
if invincible = 1  exit

health =health – 1
with other{
  instance_destroy()

}

invincible = 1
image_alpha = 0.5
alarm[0] = 90


Bit #9

Objects Used: player, drawstuff
drawstuff -> draw
if instance_exists(player) = true {

  draw_text(50,100, “Player Score: “ + string(player.score) )

}

else {

  draw_text(50,100, “Player Score: 0” )

}
Bit #10
Objects Used: block, mole
block -> create
filled = 0

rate1 = 150

rate2 = 30

holeymoley = 0
block -> step
if filled = 0 {

    num = irandom(rate1)

    if num=1 {

         holeymoley = instance_create(x,y-32, mole)

         filled = 1

         alarm[0] = irandom(rate2)

    }

}
block -> alarm[0]
filled = 0

with holeymoley {

   instance_destroy()

}
