
		
			[image: ]
By Flynn F.

Cherries Allowed


			

		

	
		
			     Mark wanted to vacation, so he boarded a plane, then started to sleep. He dreamt about the fun adventures he would have on Dream Island, and the history about it, when it rose from the ocean floor, how nature, seemingly magically, sprouted from the green hill, and that the sea creatures crawled onto land to become the native animals. He awoke. Arg! Mark thought. What was the history again?! It was in my dream! His history project, due in six weeks, required a brief history of Dream island. Suddenly, the mysterious man in a black robe spied out the window and saw Dream Island. Then, basically the next second, they started falling. Mark found himself unable to scream or speak. When he did scream, they were somewhere else, obviously not on Dream Island. They had crashed, but where was the plane? Only the man was next to him.
	The man took off his vest and introduced himself, “Hey! I’m Eric Clock! Who are you?”
	He answered, “Mark Le’Bobs… Where are we?!”
	He answered calmly, "We are in Hallucination Island. The native animals warned us not to touch the beautiful nature on Dream Island, yet the engine malfunctioned over some trees and grass. Most

people don’t make it out alive. And thankfully, we have two people! We need two to activate the two grand switches and unlock the Snow Falcon's egg, which is only possible done simultaneously. Every book has a switch needed to activate."

     They chatted to each other and finally made an agreement. Eric does the fighting, Mark does the puzzles. They could read each other's minds in this dimension-like dream world. They collected a shield, and afterwards, immediately went to grab the sword.
      They continued to The Forest of Enemies, and as the name suggests, it has a ton of enemies.

     They made their way towards a giant chest, which presented them with a key.
	Mark asked, “Why must we escape this world?”
	Eric answered, “Or else we’re trapped, obviously.”	Mark then thought about the logic, and then, again, carelessly asked, “How many books are there?”
	Eric just sighed and answered, “Obviously eight.”
	They walked back to the first book's entrance, which the past a while ago, they journeyed to the first book, Snake Way. Snake
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			Way was about worm-like yellow slithering worms, that were partnered with purple sleeping bats. A few other enemies were eletric balls and jumping skulls. They progressed through the book and stumbled upon a spring… Except, this was a special "thing"! It gave them the ability to jump, and unlocked a passageway that gave them the Molten Key. Mark and Eric encountered their first boss: Bounce Dug. It was a dog that bounced around, occasionally dropping pearls that did only a pathetic half heart. It was easy enough to defeat the rolling-pearls jelly bean dog thing. They continued to the final boss, which actually took them some time. They decided to call that a day.


     They got the first switch activated, there was only seven more. They got back on track, and started to make their way towards Ebam Villa, the place they spawned at.
	The second they got there, Mark asked, “Is this gonna make us defeat some type of attack boss thing?”
	Eric replied, “Yes.” Hand in hand, they courageously stepped into the unsuspecting Ebam Villa.
	They were greeted with friendly shouts of fear due 

to some random person's pet being lost to the pigs.
     They walked towards the now probably unsuspecting Hog Cavern. Eric started fending off the enemies, while Mark took advantage of being able to see the whole screen and stared for what seemed like an hour to finally figure out to go through two doors, not one. They continued to the commander, Macho Ham. He was not pleased to see them, and defeating the deafening monstrosity was pretty easy, except for having to make the boss bonk into Mark. They obtained the power of unlocking the second dungeon.

     They completed the mission they set out for and allowed him to calmly throw balls at enemies.
	"Before we enter the second book, may we please sit for a second?” asked Eric. 
	Mark replied, “Nope.”
	Eric asked, “Why?"
	Mark answered nonchalantly, “No reason or idea.”
	They continued on to the next book, started to speed through puzzles after Mark discovered the secret of the elevation trick, and boom! In forty-five minutes, they got the strength glove! The book had eight rooms to explore, and one was about eating cookies. Mark 
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			kindly said, "This place smells like the dumpster.”
	Eric added, even kinder, “Yeah, and there are billions of germs on these vine-growing grease covered walls.” They kept on complimenting the place, until they found the cookie room. It is a secret room hidden in the dark, but somehow the duo discovered it without a problem. They couldn’t feast their eyes  on what was in front of them. Bottles of cookies! 
	“Shhhhhh…” Eric said.
	Mark asked, “Why?” He got no answer, but looking at the room he saw a poster that said, “cookies”. They finished the book up by squashing the shadow-like egg-shaped face and his minion, an octopus with four tentacles.

	They were walking as a mountain appeared in the distance. They came up, and the title said the place was called "Volcanic Heights". The whole mountain had lava flowing down from the top, and they peered through a hole.


    The hole was filled with enemies that were looking them in the eye, knowing they would come, and they ran inside. The cursed beings chased them around in a circle, moaning creepily and walking slowly towards them, and finally they found the exit.
	They entered a wasteland to find the eight pieces of book 3 and 4, because they are one. Four of the pieces were guarded, the rest were puzzles and easy to discover. The first was guarded by a whack-a-mole thing that shot arrows and threw bombs. The second was behind a wall. The third was spawned, after defeating the blobs and the Koose. The fourth and fifth were straight forward, all they had to do was find them in pots after defeating a metal guardian that threw wrecking balls at them. The sixth was hidden between the packs of salami. The seventh was above on a high ledge, unreachable, but they got it due to a passageway that had more blobby things and that led to the piece. The last was in a hole both of them refused to jump down, but finally did.
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			     They entered the books and immediately found the first mini boss -- Jumping Jacks. He was required to defeat and continue, so they made a quick use of time and defeated the jumping monstrosity. They went right because right is always right, and started a plain old book.
	The enemies started swarming them, and they soon realized this was the difficult side. They did discover a room with a shoe. Progressing through, they started to get the music theme, and randomly started to sing. The first boss was easy, and it only needed to be hit two times. The same happened for the other side, yet that boss needed four hits, and instead of being vulnerable on his whole body, he was only damageable on the arms. They got the second boot, and activated four of the eight switches.
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        Mark whispered, “Shoot. Is the key dropped by that dragon over there?” 
	Mark could see Eric's nervous face.
	Despite his fear, he courageously answered, “Yes.”
	The dragon had a long tail long enough to probably wrap the whole island twice! There were bulky red balls on his body - respectfully three - and when all of them are destroyed, the dragon lays down, and you have to make him swallow your sword which then he takes and spits out. Clink! The sword flew out of his mouth. They repeated the process again, a boom! Access to the fifth book.
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        They snuck through a tiny gap just able for them to fit through between two walls and ended up in a place that required two keys. They had the first, but where’s the second?! It ended up to be the lock to the next book, so nothing to worry about. They got to the first room and whaddya know. It’s called Slime Dungeon and it has a bajillion blobs, and even some came to greet them!

        Mark ventured far from Eric, who was awkwardly tired, and Eric suddenly became a bubble and teleported to Mark!
	“WOAH!” exclaimed Mark.
	 “I thought you were a ghost!”
	Eric replied, “I am not tired anymore!” Mark went back to his puzzle, which was half-solved, then asked, “Hey can you defeat those?”
	Eric said, “Sure!” This was when they realized that the island’s laws of physics were beyond what Earth’s was.
        After defeating some enemies: they came across a new thing. It was a power bracelet. They lifted up some pots to reveal an early blocked path that had blocked progression to be made in the book. They finally got to the mini boss, and

 it had been a couple of hours already. The boss literally took books off walls and slammed it at them that dealt a severe amount of blood loss to them. This book anyways was difficult but easy to traverse, so both Mark and Eric didn’t think that this boss was out of place. In the end, Mark and Eric discovered the next Molten Key, and this time they wasted about a full two hours to backtrack through the thought as an “easy to traverse” book, as the whole place became a nightmare all of a sudden.


        The two found the keyhole guarded by three locks, which made them angrier, as they had exactly two. They backtracked even more, to find that the key was literally in a chest behind a door that they had missed in the Molten Lair room awkwardly. Backtracking even more, they made it back and took a second to rest before they entered the final boss of the fifth switch. Crack! Their legs cracked from all that tiresome running, but they were fine. At the end, it was just a peach thing that had three arms weirdly and shot out ghouls, and when they were just about to touch to switch, they ran into another meat, that made them really mad.
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     A trader was behind the door.
	Mark shouted, “YES! Another humanoid personnel!!! Help us beat the game right now.” 	Instead, it happily said, “Hey bud! I got the boomerang lying around here… Oh there it is! I’ll trade it for your sword!”
	They accepted, then bought their sword back for a hundred bucks.
They went through the rough forest, and made their way towards the puny hole, which now they could throw their boomerang in and make a dancing dude pop up and force them to defeat him, or else they will become the second ingredient in his tasty, but deadly, meat pie. They easily defeated him, and got access to the next book.
	The first room they encountered greeted them with slimey ghosts. When defeated, they turned into puny spheres that spat brown liquid on their clean clothes.
	These small orbs circled around them, almost how like Earth circulates the Sun. They also followed them into separate rooms, which was insanely annoying, and they, at all costs, avoid the ghosts. It even spat on the key.

[image: ]


			

		

	
		
			[image: ]
     A trader was behind the door.
	Mark shouted, “YES! Another humanoid personnel!!! Help us beat the game right now.” 	Instead, it happily said, “Hey bud! I got the boomerang lying around here… Oh there it is! I’ll trade it for your sword!”
	They accepted, then bought their sword back for a hundred bucks.
They went through the rough forest, and made their way towards the puny hole, which now they could throw their boomerang in and make a dancing dude pop up and force them to defeat him, or else they will become the second ingredient in his tasty, but deadly, meat pie. They easily defeated him, and got access to the next book.
	The first room they encountered greeted them with slimey ghosts. When defeated, they turned into puny spheres that spat brown liquid on their clean clothes.
	These small orbs circled around them, almost how like Earth circulates the Sun. They also followed them into separate rooms, which was insanely annoying, and they, at all costs, avoid the ghosts. It even spat on the key.

[image: ]


			

		

	
		
			     When they finally found the door to use it, the door broke down, and they got a free key! The Molten door that is somehow still standing, despite being said in the title as a “burnt down” door, was also allergic to this piece of nonsense.

     The boss was a pizza guy with a long beard, and when I say long, I mean extremely long. So the guy with a long beard tried to whack them, and it was difficult. He also shot pizza slices, which they had to bounce off to gain enough height to bump his head. After three tiring jumps, they got out of the book, and also activated the switch.
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        After they had discovered this precious information about the snake poison, they got three bottles full, and decided to take one each. They got a speed boost, higher jump, a buff on defense, and offense buffs. It was decent to Eric, but a miracle for Mark. They decided to refill their “cups” and save for the real final boss of the PowerUps. They fought a boss four times, each time with Mark at least dying once, and they obtained the hit n’ grab (Dr Doom approved!). Eric was still

bummed about dying four times to the boss, but he agreed that they first beat the book before getting to the real final boss of the PowerUps. They struggled through many sections of this tough book, but finally made it somehow unscathed into the boss.
        It was a phoenix. He gracefully dropped puny Skelijumps to throw off our heroes, and at the end, he was slayed.

     They came back to the PowerUp room, hit a switch that allowed a bridge to fall, and just for their convenience, it was not time-based. They made their way to the real final boss “Snake One-Eye”, not Snake Eyes from that movie that’s coming out, they consumed their rather good tasting medicine from its bottle, and applied some medicine. They entered bravely. They easily beat the basically blind boss with and insanely puny hitbox, like a jumbo shrimp but with the hitbox as big as a shrimp’s leg, and conquered the rather time-wasting miracle book, getting the blue robe of defense for Mark and the red robe of offense for Eric.
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     The final switch was so close, yet so far. Using a key found in the bush of the Cemetery, they entered the “last” book. They had a feeling this would be the toughest book, but boy were they wrong. They got the key to the bosses, and fought a boxer boss, a ladybug thing boss, a skull boss, and a Jumping Jack. They made it through the whole journey, and it was for some reason sad to see a wonderful adventure come to its end. They entered the final arena, and fought like they meant it. BOOM! They defeated the boss.

     They had latched the last switch. When they walked around the island, and saw it: the nest. It had a path up into it, and they pulled both switches, soon entering the cave. There it was, titled “Snow Falcon’s Nest”. It was the last part of the series of books. They went in circles, and found an exit way that led to a hole. Was this the last boss? They jumped down, and the Magma Creatures were there, ready to battle them. They hit the first phase three times and it disappeared. The second creature

hoped to get revenge for its deceased sibling, and spun around in circles. Its attack pattern was the same as Bounce Dug. The music intensified the battle, and the third phase showed itself, trying to overthrow the two, which still hadn't lost so much health. They made a quick attack, and the phase changed.
Over and over again.
Mark and Eric knew there was an end. They kept fighting until the last phase. The Snow Falcon flew in from the distance. He froze the island after some peaceful dialogue. Before destroying the island, he made an ice pillar to carry the two boys, Mark and Eric, and to destroy the border between life and the dream realm. For the last few seconds of their visit, they looked down. The island was crumbling. It was self-destructing. They quickly jumped out.
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     WOOSH! Mark realized he was the chosen one. He was a native animal! Eric, on the other hand, was hurt and moaning. Mark dashed inside, and after about four minutes, the nurses came and helped carry him to the emergency care. Eric survived.
	They are now friends forever, and I, as the author, meet annually with them. They always tell me this story, and it never gets old. As legend has it, if you befriend one of these animals, you will become one of them. And that’s what happened to Eric.

The End
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			About the Author


	Flynn is a human. He's nine years old, and really wants Cuphead, a good game that is about a kid with a head of a cup. He has a Nintendo Switch, plays Minecraft, and loves Roblox. He keeps his hopes high to obtain the Golden Creeper, a special gold-plated small figurine gotten through Minecraft Mining Kits.
	He owns a cat, which loves the good-tasting treats that he and his mom buy especially for her. He enjoys long vacations, and almost always has something to say to his friends - or basically everyone! He believes that you can achieve anything, as long as your follow your dreams. His favorite hobbies are badminton, playing video games, writing, drawing, and finding new facts he didn't already know.
	Flynn will do anything for his friends, and hopes his cat enjoys the long list of expensive delicacies they prepare for her. Some of his favorite games in Roblox are Bee Swarm, Islands, Unboxing Sim, and all the other fascinating simulators he can find on Roblox.

Minecraft is, and always will be, his second favorite game.
	This book was inspired by his friend Riley, who told him a made-up tale of a kid stranded on an island, and he hopes he could expand on this idea. His friend lives on Morgan Hill now, and Flynn sometimes visits him.

no secret ahead

<- def not hint
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no secret ahead
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	OEBPS/ibook.js
/*
 * Based on Apple's iBook JS Framework
 * Stripped down and enhanced for Book Creator
 */

// Top-level object containing some core constants providing information about the environment.
var iBook = {};

// Indicates whether the platform is an iBook.IS_IPAD.
iBook.IS_IPAD = (navigator.platform == 'iPad');

// Indicates whether the platform supports touches.
iBook.SUPPORTS_TOUCHES = ('createTouch' in document);

// The interaction start event name
iBook.START_EVENT = iBook.SUPPORTS_TOUCHES ? 'touchstart' : 'mousedown';

// The interaction move event name
iBook.MOVE_EVENT = iBook.SUPPORTS_TOUCHES ? 'touchmove' : 'mousemove';

// The interaction end event name
iBook.END_EVENT = iBook.SUPPORTS_TOUCHES ? 'touchend' : 'mouseup';

// The CSS selector for media elements.
iBook.MEDIA_BASE_CSS_SELECTOR = '.ibooks-media';

// The HTML attribute for the audio source
iBook.MEDIA_AUDIO_SOURCE_ATTRIBUTE = 'data-ibooks-audio-src';

// The HTML attribute for the audio reset on play
iBook.MEDIA_AUDIO_RESET_ATTRIBUTE = 'data-ibooks-audio-reset-on-play';

// The HTML attribute for pausing iBooks read aloud
iBook.MEDIA_PAUSE_READ_ALOUD_ATTRIBUTE = 'data-ibooks-pause-readaloud';

iBook.HYPERLINK_ATTRIBUTE = 'data-bookcreator-link';

// CSS class name on active elements
iBook.ACTIVE_CSS_CLASS = "active";

// Tap threshold value, in pixels
iBook.TAP_THRESHOLD = 10;

iBook.handleLink = function (e)
{
    var link = e.target.getAttribute(iBook.HYPERLINK_ATTRIBUTE);
    if (link)
    {
        e.preventDefault();
        window.location.href = link;
    }
}

iBook.getEventClientX = function (event) {
    if (event.changedTouches && event.changedTouches.length == 1) {
        // Touch interface
        return event.changedTouches.item(0).clientX;
    }
    else {
        // Desktop interface
        return event.clientX;
    }
}

iBook.getEventClientY = function (event) {
    if (event.changedTouches && event.changedTouches.length == 1) {
        // Touch interface
        return event.changedTouches.item(0).clientY;
    }
    else {
        // Desktop interface
        return event.clientY;
    }
}

/* ==================== BASE CONTROLLER ==================== */

function iBooksBaseController()
{    
    // Set true for an onscreen log
    if (false)
    {
        var logArea = document.createElement("textarea");
        logArea.id = "logArea";
        logArea.style.position = "absolute";
        logArea.style.bottom = "5px";
        logArea.style.left = "5px";
        logArea.style.width = "420px";
        logArea.style.height = "150px";
        logArea.style.zIndex = 4000;
        var body = document.getElementById("main");
        body.appendChild(logArea);
        
        iBook.log = function (msg) {
            var logArea = document.getElementById("logArea");
            if (!msg) msg = "null";
            logArea.value = msg + "\n" + logArea.value;
        };
    }
    else
    {
        iBook.log = function (msg) {};
    }    
    
    this.media = new iBooksMediaController();
    this.link = new iBooksLinkController();
}

// On DOM content loaded, instantiate the iBook base controller
window.addEventListener("DOMContentLoaded", function() {
    window.iBookController = new iBooksBaseController();
}, false);

/* ==================== ELEMENT PROTOTYPE ADDITIONS ==================== */

// Indicates whether the element has a given class name within its <code>class</code> attribute.
Element.prototype.hasClassName = function (className)
{
    return new RegExp('(?:^|\\s+)' + className + '(?:\\s+|$)').test(this.className);
}

// Adds the given class name to the element's <code>class</code> attribute if it's not already there.
Element.prototype.addClassName = function (className)
{
    if (!this.hasClassName(className))
    {
        this.className = [this.className, className].join(' ');
        return true;
    }
    else
    {
        return false;
    }
}

// Removes the given class name from the element's <code>class</code> attribute if it's there.
Element.prototype.removeClassName = function (className)
{
    if (this.hasClassName(className))
    {
        var curClasses = this.className;
        this.className = curClasses.replace(new RegExp('(?:^|\\s+)' + className + '(?:\\s+|$)', 'g'), ' ');
        return true;
    }
    return false;
}

// Adds or removes the given class name from the element's <code>class</code> attribute based on a condition. If no
// condition is set, the class will be added if it is not already present and removed if it is.
Element.prototype.toggleClassName = function (className, condition)
{
    if (condition == null)
    {
        condition = !this.hasClassName(className);
    }
    this[condition ? 'addClassName' : 'removeClassName'](className);
}

/* ==================== LINK CONTROLLER ==================== */

function iBooksLinkController()
{
    // <img data-bookcreator-link="page002.xhtml" .../> or <img data-bookcreator-link="http://www.google.com" .../>
    var imgElements = document.documentElement.getElementsByTagName("img");
    
    for (var i = 0, max = imgElements.length; i < max; i++)
    {
        var img = imgElements[i];
        var link = img.getAttribute(iBook.HYPERLINK_ATTRIBUTE);
        if (link)
        {
            // iBook.log("adding image click:" + link);
            img.addEventListener("click", iBook.handleLink, false);
        }
    }
}

/* ==================== MEDIA CONTROLLER ==================== */

function iBooksMediaController()
{
    this.allMedia = [];

    var audioElements = document.querySelectorAll(iBook.MEDIA_BASE_CSS_SELECTOR + "-audio");

    if (audioElements) {
        for (var i = audioElements.length - 1; i >= 0; i--) {
            this.allMedia.push(new iBooksAudioController(audioElements[i]));
        }        
    }
    
    var videoElements = document.documentElement.getElementsByTagName("video");
    
    for (var i = 0, max = videoElements.length; i < max; i++) {
        this.allMedia.push(new iBooksVideoController(videoElements[i]));
    }
}

/* ==================== VIDEO CONTROLLER ==================== */

function iBooksVideoController(element)
{    
    this.media = element;
    this.media.addEventListener("play", this, false);
}

iBooksVideoController.prototype.pause = function()
{    
    this.media.pause();
}

iBooksVideoController.prototype.handleEvent = function(event)
{
    if (event.type == "play") {
        // iBooks will stop any other media automatically
        // but let's also call pause() on each item to reset the UI
        
        var allMedia = iBookController.media.allMedia;
        
        for (var i = 0, max = allMedia.length; i < max; i++) {
            if (allMedia[i].media != this.media) {
                allMedia[i].pause();
            }
        }
    }
}

/* ==================== AUDIO CONTROLLER ==================== */
/**
 *  This is called when we've found a valid iBooks audio HTML element.
 *  
 *  By default, audio will pause itself on touch, then resume playing when touched again.
 *  To reset the audio track, include the HTML attribute <code>iBook.MEDIA_AUDIO_RESET_ATTRIBUTE</code>
 *  and set the value to equal to <code>true<code>.
 *
 *  For example:
 *  <div class="ibooks-media-audio" data-ibooks-audio-src="audio/src.m4a">Play audio</div>
 *
 *  @property {Object} element The required object to instantiate the <code>iBooksAudioController</code>
 */
function iBooksAudioController(element)
{    
    // iBook.log("iBooksAudioController construction:" + element);
    
    this.el = element;
    this.el.addEventListener(iBook.START_EVENT, this, false);
    this.src = this.el.getAttribute(iBook.MEDIA_AUDIO_SOURCE_ATTRIBUTE);
    this.resetAudioOnPlay = false; // For future maybe
    this.setAudio();
}

// Creates a new audio element, set the source, then load it.
iBooksAudioController.prototype.setAudio = function()
{    
    this.media = new Audio();
    this.media.src = this.src;
    this.media.addEventListener("ended", this, false);      
    document.documentElement.appendChild(this.media);
}

iBooksAudioController.prototype.play = function()
{
    var allMedia = iBookController.media.allMedia;
    
    for (var i = 0, max = allMedia.length; i < max; i++) {
        allMedia[i].pause();
    }
        
    if (this.resetAudioOnPlay) {
        // Remove the existing element to prevent duplicates.
        document.documentElement.removeChild(this.media);
        this.setAudio();
    }
    
    this.el.addClassName(iBook.ACTIVE_CSS_CLASS);
    this.media.play();
}

iBooksAudioController.prototype.pause = function()
{
    this.media.pause();
    this.el.removeClassName(iBook.ACTIVE_CSS_CLASS);
};

// When the audio ends, remove its active class
iBooksAudioController.prototype.ended = function()
{
    this.el.removeClassName(iBook.ACTIVE_CSS_CLASS);
}

/**
 *  On touch start, add an event listener for touch end. Store the
 *  touch start X, Y coordinates for later use.
 */
iBooksAudioController.prototype.touchStart = function(event)
{
//    iBook.log("iBooksAudioController.prototype.touchStart");
    
    this.startX = iBook.getEventClientX(event);
    this.startY = iBook.getEventClientY(event);
    window.addEventListener(iBook.END_EVENT, this, false);
}

/**
 *  On touch end, remove our event listeners. Determine if the user action was a 
 *  tap, or gesture; if the action was a tap then add <code>iBook.ACTIVE_CSS_CLASS</code>
 *  to the body class and prevent default. Otherwise, allow iBooks to handle the event.
 */
iBooksAudioController.prototype.touchEnd = function(event)
{
    /*
    iBook.log("iBooksAudioController.prototype.touchEnd");
    
    iBook.log("event.pageX=" + event.pageX);
    iBook.log("event.clientX=" + event.clientX);
    if (event.changedTouches && event.changedTouches.length == 1)
        iBook.log("event.changedTouches.item(0).clientX=" + event.changedTouches.item(0).clientX);
    */
    
    window.removeEventListener(iBook.END_EVENT, this, false);
    
    this.xTap = (Math.abs(this.startX - iBook.getEventClientX(event)) < iBook.TAP_THRESHOLD);
    this.yTap = (Math.abs(this.startY - iBook.getEventClientY(event)) < iBook.TAP_THRESHOLD);
    
    if (this.xTap && this.yTap) {
        event.preventDefault();
        if (this.media.paused)
            this.play();
        else
            this.pause();
    }
}

// Event triage.
iBooksAudioController.prototype.handleEvent = function(event)
{
    // iBook.log("iBooksAudioController.prototype.handleEvent:" + event.type);

    switch(event.type){
        case iBook.START_EVENT:
            this.touchStart(event);
            break;
        case iBook.END_EVENT:
            this.touchEnd(event);
            break;
        case "ended":
            this.ended();
            break;
    }
}
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