=Following the mouse
=Using Loops
*Changing speed
"Bouncing Ball Game




= &) Game Control

rdacing e mouse dnda pdsic movement

To make the Sprite face the mouse pointer, you
need to use the following blocks:

when clicked

when clicked

point towards rnouse-pointar

move steps

point towards mouse-pointer

nove steps

roiowing ineé mouse

If we want the Sprite to follow the mouse across the stage, we need to make use of the
Forever function.

ﬂ Motion Control

Looks Sensing
Sound Operators

Pen VYariables

The forever functions tells the computer the run a sequence over and over.
i.e. to keep repeating it forever

from the

Detqch the point towards mouse-pointer

ISR block

forever Attach the forever block to the motion script

when clicked

point towards mmouse-pointer
This will make the sprint point towards the mouse

move steps

= — pointer and move 10 steps forever.

Click . to see the result!
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Changing the JSpeed

To change the speed that the Sprite follows the mouse with, adjust the number of steps

in the sequence
- novwe steps
I nmove steps

move steps

I

Frogramming more than one Jprite

Add a second Sprite into Scratch by clicking *:,':f f’}' '?:}'

|mp0ﬂ'¢:|n|' New sprite: ﬁ',t/ f—‘} ?k
You choose which object to program by double clicking

on it in the stage box @

Cat Mr Polla...

& @ 3 File Edit share Help ' l

Control
— g MALLES 8 | When programming more than one Sprite make sure
Operators Scripts sure you check you have the right Sprite script loaded

S _ You do this by checking the name box at the top of the Script

NAOWING widi sequernces are working

Scratch highlights the sequence of script that is being used with
a white border. This allows you too see what sequences are
working at different points. This is important when creating a
game that has lots of long sequences, especially if you find an error!

A very
e long

he °
— Script!

0] s Mr Pollard, and 1 will chase the catfT00 2

add cardfare’ to 54 |



= 5 Game Control

- =R -vvv--‘---a

av----v

grab screen region for fnew costume
export this sprbe
duplicata
delete Q
rasize this sprite
- rotate this sprite

Right click on the Cat [Sprite 1] and click
delete

wi-102  yi -246

y | ChDDSE new 5pr|te fram file

Click the open button under the preview
box to choose a new Sprite

Choose the teacher you are going to
bouncel

*Remember to name your Sprite “Teach-

N 4 ; er”
rﬁ' Add in your first Control block
when clicked
oy -y Set the Sprite to go to 0, O at the start of
L T the game
_FF._-_-_-‘-H'"—--._
ﬁ:hen clicked
9 tox @y @ Add in a forever loop which moves the
r"”“'“ Sprite 10 steps
L 4 E'mve steps
-
We want the Sprite to ‘bounce’ off the sides
f:,he., dicked of the stage. This is where you will use your
g0 to x @ v variables
forever Add in:
gt 0 L L If statement touching block and
S e | If statement, use a touching block an
— select “edge”
- move el steps

s —_————
turn G [ pick random FEN) to degrees

e

Start green flag scripts

2 Relocate the Move block under the if
statement
3 Add in a turn and use a random operator

which will choose the degree from random.
4 150 and 110 degrees

Preview the game using the Green Flag




