Just Click Run to see what happens

Do This

Read the if statements inside the draw loop and find the different sprite properties and how they are compared.
Discuss the code with your partrer.

Why does the code only use the width and x properties, and not the haight and v properties?
Would you want to write this code every time you checked whether something was touching?
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Create the sprites and start them moving
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Create the sprites and start them moving
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make the background
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change the horse to a unicorn when the rainbow touches it
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