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Sicriar = Wine can Yeou clo in Sereiech?

1. Make the cat follow your mouse.
2. Make a small ball bounce around the stage.

3. When the cat touches the ball make the ball change
colour.
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RalletteN(ScripiGHoUp's)

* To help you find the script
that you need, they have
been grouped together and
colour coded.

* For instance, all the script to

do with movement is in the
motion group, all the script to
do with how the program
runs is in the control group.




(A\celeline) Seripe

To add a script to the program you need to follow these steps:

& Scratch 1.2.1 (6-Dec-07)

: T —
// Si'ep .I . Selecf i'he _New _Open _Save _Save As .Share! _ Undo _Langu
correct Script [ (@ . U d
p | \g)é_;:_ lﬁ Export I"\,,_
gl‘OU p / J | [=] s 0 w0 direction: 90 n
J . d_- . Scripts Ill Costumes -.".‘ . Sounds "L
|
o a
7 Step 2: Select |
. -
Script block
Step 3: Drag the

block into the
Script area




MoviingithelCalt

What will this do?

When the Space Key
is pressed...

Turn the cat 15
degrees clockwise




Chiangesthefcode

What will the code do now?

When the Space Key
is pressed...

Turn the cat 15

degrees clockwise

Change the cat’s
colour effect by 25

22



Gettingithelproghaimiteolirepealt

Rather than having to keep pressing the space bar (or
holding it down) it would be nice to make the
programme run automatically.

Repeat the code

inside this section
10 times -

23



OVER (i© Y©Uoaq

* Add a piece of code
which will do the
following:

* When the space Bar is
pressed

* Repeat 3 times

* Make the cat say
“Hello!” for 1 second

* Turn 15 degrees
anticlockwise

Say for SBCS
turn .,tj degrees
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XSand YRS

-240

“The cross (x) goes across”

X axis

0]

240




XSand YRS

170

Y axis 0

“The Y to the sky”

-170




RralctisingfCo=ordindte’s

Where approximately are the following co-ordinates on

the grid (X,Y)?

50,50
=100,25
O;ESO -100
X Axis
=100,25
=50g=i oo

=50,-100

Y Axis
100

50,50

0 100

0,-50

-100




CieafeYalnewaplioject

Create a new project and add the following script to the
cat sprite.

e —

‘ -

change x by




lihreladis

* Right-click on the code and select duplicate.

hielp

duplicate
delete

* Add the new code block below the first one.

* When you have more than one block of code on the
same sprite, these are known as “threads”




lhrelad's

* Change the second code so
that when the left key is
pressed it moves minus 10
steps along the x axis.

* Add two more threads so
that when the up and down
arrows are pressed, it will
change the position along
the y axis.

change y by







Wine is @ vericsla?

* A “variable” is a changeable value; these can be used
for:

* Counting
* Scores
* Time limits
* In order to use a variable you first of all need to
create it and name it.

* We are going to create a variable called “Count”.




MallkeYalvVarialble

Malke a wariable

Delete a variable

Yariable name?

I Count

im0 For all sprites ) Faor this sprite anly

(1].4 C 1
i ancel




Using) @ Vericole

What will this code

2
Set the Count variable dos

to 1 to start with

Repeat the code 10
times

Say the Count value
for 1 second

Add 1 to the Count 1
value




Countingidowin

You can also count down rather than up. Change your
code to the following:

Change the starting
value
10

Subtract 1 from the
count value -1




l[f8statement

* Add the If statement — —

- P
option. o N
S e
then add the variable say (Count for @ secs
name and value to the If . -1
statement. 4 @}
* Add the “Blast Off!™ line | BT elast offi K20 1 N2

last




CieaffeXalsimplefgamie

* Create a new project.
* Shrink the cat sprite a little.
* Add the following code.

p;nt towvards r|'|-:-u-_=--'-_--|:u:-in1:-'-_-r'

mowve steps




Cieatefalsecondisipliite!

Add a second sprite:

P —
‘r‘

L

move steps

if on edge, bounce




MallkeRvariablie’s

°* Make a new variable called Lives.

* CHANGE the code on the CAT sprite

to the following:

say for SBCs
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Broladcalstime'ssage’s

* A broadcast message is a message that is sent out to
all objects in the project.

* This message can notify them that something has
happened and they need to act.

* We are going to use a broadcast message to get
another sprite to show when a countdown gets to 0.




BroladcaistiVie’sisalge

* Start a new project and add
code so that once the repeat
statement has finished it will
broadcast a message called
ShowSprite2.

* Note: the name of the
broadcast message does not
include spaces and uses
capital letters to show where
the words start.

FJ}

10

N U

-,
4

Say - for [ secs

-1




CrelateYafsecondisprite

* Add a second sprite of your choice.

* Add the following two “threads” to the second sprite.




Changelthelcolde

* Instead of simply showing the second sprite, change
the sprite so that when it receives the broadcast
message:

* It shows
* It waits 2 seconds
* It hides again
* It broadcasts a message called StartAgain
* Return to the first sprite and duplicate the code.

Change it so that the second thread runs when it
receives the StartAgain message.




HiowAmchNd'oly.oUlireimember?

Create a new project.

Delete the cat sprite and add another of your choice.
Make your new sprite move when you use the arrow keys.
Add a second sprite of your choice.

Make it move around and bounce off the screen.

Make a variable called Score.

If the second sprite touches the first sprite add 1 to the score
and broadcast the message HideNow.

When the first sprite receives the HideNow message, it hides
for 2 seconds and then shows again.




