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	Introduction to Piecewise Functions



Open this « MONSTER » game template on your computer in “wescheme”. Move the butterfly around using the arrow keys. 
At the moment, nothing is moving on when you “RUN” this programme.
Q1) Find and replace the corresponding code in the programme with the below:

(define (update-danger x) (- x 50))
Q2) You work out what to replace the second set of “update-danger x” code with if you wish for the “danger” object to move right also. Change the parameters (“50” in the code above) to see what effect this has on the “danger” object.

Q3) Find the update-player function that is responsible for moving your robot and replace it with this code:

(define (update-player y key)

(cond

[(string=? "up" key)(+ y 20)]

[(string=? "down" key)(- y 20)]

[else y]))
(b) Change the parameter “20” and see what happens. 

(c) Explore the idea of a “limit” – can you explain what’s happening here if you replace the “update-player” code (cut it all) with this:

(define( leap y)(* y 0.3))

(define (update-player y key)(leap y))

