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import kaboom
vj_"\por( { jump
createLabels

from "kaboo

» spawnTrees: d
createVU

const FLOOR_HETGHT = 48;
const JuMP_FORCE = 8003

const SPEED =

Kkaboom()

480;

Loadsprite("bean”s ngprites/

scene("game"s
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go("game")}
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const player = createPlayer ("bean", 80, 40)



Adding the floor, yes the floor.

drawFloor (FLOOR HEIGHT, 127, 200, 255)
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Jumping!

keyPress ("space", () => jump(player, JUMP FORCE)) ;
mouseClick(() => jump (player, JUMP FORCE)) ;
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drawFloor (FLOOR HEIGHT, 127, 200, 255)



PROFHHNG SCORING

let score = 0;
const scorelabel = createlabel (score, 24, 24)
action(() => {

score++;
scorelabel.text = score;
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Losing, well it’s
got to happen.

scene ("lose", (score) => {
createUltralabel (score, width() / 2, height() / 2)
keyPress ("space", () => go("game")) ;

mouseClick(() => go("game"))

1) ;



player.collides ("tree"™, () => {
addKaboom (player.pos) ;
go("lose", score);
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