Play Fetch — Scratch Programming

Create a game of dog fetch with mazes. The object of the game is to guide the red dog
toy through the maze. Get points for bouncing the toy off the cat and for getting the
toy to the dog. Lose points for running off course and touching the green edges.

Programming Difficulty = Medium
Grade Level = 4t and up

Tutorial by:

CK5 Compuiterilab

http://oakdome.com

This is a learn by doing coding lesson using
Scratch at https://scratch.mit.edu/ .
Students will learn basic programming

concepts by building and coding their own

interactive game. TIP: When coding, it is good practice to test your code
often such as when adding new bits of code or making any
changes to code.

Testing your code often helps you to learn to read and
understand code. It also helps you catch and correct coding
errors sooner.
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First Things First:

1) Sign up or Sign in to Scratch r
https://scratch.mit.edu/ g e

- Save now

|

Save as a copy

Co to My Stuff

2) Upload Game Template to Scratch: o t
play-fetch-scratch-game-template-for- Dl oo computer
kids.sb?2 o

This template has all the graphics, sounds, and
backgrounds you need for this project. Download the
template and put it on your computer desktop or
other convenient place, then upload it to Scratch as
shown in the picture.

X 57 ¥ 84 4

Sprites New sprite: @ / & 54
3) Begin Coding: M |
Follow each step of the tutorial and add the code for _L = O You Wi K’ -
each sprite (graphic). See the TIPS at the end of this e ) e WU o e
tutorial for help with positioning the cat and for R ,&
drawing the mazes. am-wdh-.. | angry-cat
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Play Fetch — Scratch Programming

Points = For keeping score
1) Create these 3 Level = For changing backgrounds at each level
variables. Shoot = To throw only when mouse is inside circle

GERGl © rlev Edity Tips  About R Nt

'-] [F”E‘:’ Fetch .‘- . Scripts | Backdrops | Sounds
w438 by signacio (unshared)

I Motion I Events
ILooks IControl
ISound ISens'

IF'en

1) Click "Data™

rators

|W 2) Click "Make a Variable” I

3) Type the variable name

Make aVariable

set Points  te ) New Variable

change Points by & Variable name: Points

® For all sprites
Sprites New sprite: '@ / &

m E O You Winl K_/ - 4) Create all 3 variables:
Points - Level - Shoot
thrower circle You-win alfie red-dog-toy
10 backdraps

Make a List
(C)oakdome.com License: Attribution, No Commercial Uses Permitted (CC BY-NC 4.0)
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Play Fetch — Scratch Programming

2) Backdrop Code:

GRS & rlev Editv Tips  About S -H
[.'l [F‘Iay Fetch F . Scripts Backdrops Sounds
w435 by signacio (unshared)

I Maotion I Events

I Looks I Control

ISUund ISensing
IF'en IDperators when

set  level to

Make a Variable

forever
=X Paints
F"m ’swﬂ:ch backdrop to | level
2l =hoot | hide wvariable shoot

sat  Points to m

change Points by o

show wvariable Points

hide wariable Points

X220 ¥y 180 A

= Make a List
Sprites New sprite: @ / & 3
thrower circle you-win alfie red-dog-toy
10 backdrops
Mew baddrop: - ‘&
/- =
arm-with-... angry-cat
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Play Fetch — Scratch Programming

3) Thrower Code:

PRI © rlev Editv Tips About L+ ¥ M

Fgm1 |Play Fetch Scripts Costumes Sounds
L ~e v

w41k 1 by signacio (unshared)
| Moton [ |8

J Looks J control
J sound | sensing
IF'en IDperators

Data More Blocks
I I when

I'I'll“l'EStE[IS

go to x: GUEY y:

turn (4 €5 degrees

turn F) €5 degrees

point in direchon

point towards

go to x: @D

o

IH %
ra
£

go toe mouse-pointer

¥ 240 ¥- 180 |4 glide €Y secs to x: EELEY v: BB

Sprites New sprite: @ / &l
You Winl 4l
Stage thrower circle Sprite? alfie red-dog-toy
7 harderlinons ] 10
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Play Fetch — Scratch Programming

4) Circle Code:

(Rl & Filev Editv Tips  About L o+ 5L N
E.j [F'Iay Fetch F . Scripts Costumes Sounds
w415 by signacio (unshared)
I Motion I Events
Looks Control - :
I I _ when I receive show ring
I Sound I Sensing
IF'en IDperamrs go to x: -192 y: m

Make a Variable

change ghost effect by 9

sat Points  to ﬂ

change Points by n

when I receive shoot

chow wariable Points

hide wvariable Points

MDo24D0 ¥D o180 4

m Make a List
Sprites New sprite: & / -
i
[CR-RICTR S
Stage thrower you-win alfie red-dog-toy

10 backdrops

New badedrop: * ‘&
a/as =

arm-with-... ~ angry-cat >) oakdome.com License: Attribution, No Commercial Uses Permitted (CC BY-NC 4.(



Play Fetch — Scratch Programming

5) You Win! Code: You Win!

GRS © ritev Editv Tips About A S H
Tl (Pla i
'::5' [m;gi':;:{umharem ,. . Scripts Costumes Sounds
I Motion I Events
I Looks I Contral
I Sound I Sensing
I Pen I Operatars

Make a Variable

switch costume to costumel

= waitosem
Oan

= CD wait until  level = [EY
2l <ot
)

change Points by n

show wariable Points

hide variable Points

X240 W 1E20 4

o Make a List
Sprites New sprite: & / &
yd 5 Opam R =
Stage thrower circle win alfie red-dog-toy

10

backdrops
New badudrop: - ‘&
/e =

arm-with-... angry-cat . . - ¢ §
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Play Fetch — Scratch Programming

6) Alfie - Dog Code:

G & Filev Editv Tips About L o+ 37

[.1 [F'IayFetch F . Scripts Costumes Sounds
w438 by signacio {unshared)
I Looks I Control

when

ISound ISensing
IF'en I Operators forever
I Data I More Blocks v

switch costume to costumel
3

wait untill  touching red-dog-toy

<
when space key pressed wait ' secs
3

switch costume to costume2
»

play sound dogil

k

broadcast change-to-toy-arm
»

broadcast shot

when this sprite chicked

i

when backdrop switches to level

when |oudness =

r

waﬁﬂ'sem

. . .3
m ey = § change level by @
Sprites New sprite: ‘@ / & 3 . +
T
[ I] ﬁ O You Win - |
Stage thrower circle you-win alfie red-dog-toy
10 backdrops ) ;
& when I receive Lose Points
New badudrop: -
PEeA] o = PPl Terrible Throw! Lose 2 Points! Rk 2 Borae
arm-with-... angry-cat
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7) Red Dog Toy — Code:

[-] [F'Iay Fetch
w435 Dy signacio (unshared)

K. 240 W 180

New sprite: '9 / ﬁ (0]

Sprites

rd g OwwR

thrower circle you-win alfie

Stage
10 backdrops
A a

when
forever

if distance to circle

Rl 45 T

| broadcast change-to-arm-hand

when clicked

forever

if touching color ? or touching edge

wait €J secs
]

change Points
]

broadcast

3

broadcast

N -2
change-to-toy-arm

Lose Points

%

when clicked

forever

if touching <olor ?  or touching edge

broadcast change-to-toy-arm

'
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Play Fetch — Scratch Programming

8) - More Red Dog Toy — Code:

:.] [F'Iay Fetch F .

w435 by signacio (unshared)

when

forever
hide
b
go to arm-with-toy
b
wait o Secs
4

repeat until mouse down?

2

point towards mouse-pointer

X 240 ¥y 180

Sprites New sprite: & / &1 63

i repeat untl touching alfie touching color touching edge
qa OB [=
Stage ed-dog-toy f
10 backdrops

-

throvier cirele you-win afie point towards mouse-pointer

A a

3
turn (4 ® degrees
3

move ﬂ steps

b
play sound pop
b

broadcast shoot

: 4
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Play Fetch — Scratch Programming

9) Arm-with-toy — Code:
GEERE © rFiev Edity Tips About L ok 3

[.j [F'Iay.rFetc.h ,. .

w4151 by signacio (unshared)

. when I receive change-to-toy-arm
when clicked

switch costume to costumez
forever

go to thrower

when I receive change-to-arm-hand

switch costume to costume3

when clicked

switch costume to costumez

forever

if distance to mouse-pointer < and not level

X 240 y. 188 . .
) e i point towards mouse-pointer
Sprites New sprite: @ / & M : b
set shoot to
else
You Winl ol
set shoot  to
Stage thrower circle Sprite? alfie red-dog-toy k T S ———
Mew badedrop: & .
/e =
angry-cat
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Play Fetch — Scratch Programming

10) Angry-cat — code:

BEPR] © riev Edtv Tips About e

when clicked

when I receive shot

I'.] [F'Iag.r Fetch F .

w43E by signacio (unshared)

set Points  to

level = then
..go to x: GXED v: €

level = EJ then e
go to x: B v: € forenar
: touching red-dog-toy

level = then .
=, change Foints by )

[ - . *
pas t.o- = Lt play sound explbomb
: X240 y; 180 |4 : — T
Sprites New sprite: ‘@ / &l level = ] then f
next costume
ﬁ O Yw WIM 3_/ - R uo to x: G v: a . ; t

thrower circle You-win alfie red-dog-toy

level =ﬂ then
.gotox:ﬂv:@

New badurop:

@/ an

arm-with-....

' level =3 then Attention!
gy Add your own X: Y:
paciebelCVEIC) coordinates here.
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TIP: Finding and Setting the Cat’s Location on the Maze for Each Level

— — Sprites New sprite: '@ / & £
1) Move the cat o [angry-cat
where you want it.

wa7 w70 direction: 90° —

E& rotation style: — 8
can drag in player: &

3) These are the X: Y:
coordinates for the cat's
current location.

4) Put your cat's X: Y:
coordinates here
instead of the zeros.

X. 240 ¥ 180 |

Sprites New sprite: '@ / &b ¥
W
| ] You Winl e
J.r_ T

Stage thrower circle you-win alfie red-dog-toy
10 backdrops
Mew badudrop * ﬁ
4. .
/-3
arm-wiith-... angry-cat
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TIP: How to Draw Mazes in 4 Easy Steps

Scripts Backdrops Sounds

New backdrop:

a/aB

[level-5 n o Clear = Add | Import

u |

leveks

Choose the
brush tool.

l :

leveHs

l :

level-7

rEoe=01-N

l :

level

ol :

leveld

tool size.

Adust the brush l 3) ' ‘ Choose white. I
| | | Vd 3

Nl

level-10
480350
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Play Your Game

Once you’ve added all your code EEREIE @ rFiev Editv Tips About
and drawn all your mazes, it’s ¥ (Play Fetch

= X -
. w435 by signacio (unshared)
time to test and play your game. tovel WD ™ Points WM

How to Play:
Click your mouse inside the orange
ring to “throw” the dog toy.

Use the mouse to guide the toy to
the dog without running off
course.

Score points by touching the cat ‘&
with the dog toy and by getting
the toy to the dog. 1

If your game doesn’t work properly, debug your code. Debugging is the process of
finding and fixing errors (bugs) in your code. Carefully check your code for errors such
as missing code, incomplete code, incorrect code, code in the wrong order, or errors in
number values.

(©) oakdome.com License: Attribution, No Commercial Uses Permitted (CC BY-NC 4.0)



http://oakdome.com/k5/lesson-plans/coding/scratch-play-fetch.php

