Applying Variables to Day One Program
Variables!  Create them, Change them, Check them.
Using variables is a huge part of programming.   Practice using them to accomplish the following with your two player program from our first day of programming.

1. Give player1 a variable called life.  It should start at 5.
Draw this variable to the screen.
2. When the player gets hits by a ball from the other player, decrease the life variable of the player by one.  You should see this change take place on the screen.

3. After you decrease the life of the player, use the jump to start command to jump both players to their starting position.  

4. Create a second room in your game.  You can leave it empty.  That’s all!

5. Just after you decrease the life, check to see if the life variable has dropped to zero or below.  If it has, show a message that says, “Player One Loses!” and then go to the next room (find this command!).


6. Repeat steps 1-3 for player2.


7. Make a new sprite and object  called freelife.  Place it in the room.  When either player touches the freelife object, it should jump to a new random location (there is a command for this!) and the player should get one extra life.  

8. Give each player one a variable called balls.  It should be set to 20.  
Draw it on the screen.

9. When a player hits the key to throw a ball, don’t throw a ball right away!
Check the balls variable to see if it is greater than 0.  If it is, then fire a ball and decrease the balls variable by 1.  If this works properly, you should be able to fire 20 balls!

10. Create an ammunition object.  When a player touches the ammunition object it will give the player 20 more balls.  The ammunition object should randomly jump to a new location after it is touched.


