Horse, Bananas, BEES!

We are going to make a game where you are a horse. You are a crazy horse who likes bananas.
The problem is, there are some bees who like bananas too. And they also like to sting you! So, you
need to eat the bananas but try not to get stung by the bees.

1. Let’s get started

* Open Scratch and make sure we are starting a New Project
* Delete the Cat from the Stage
* Add the Horse sprite to the stage

Your screen should look a lot like this:
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2. First, we need to give our Horse a script so we can move it around.

Click on the Horse in the Sprite area so that we are
writing a script for it

Nf  sprite: sl.:/ 'i’;:? ?:I'

One way we will be able to move our horse around is to
have it chase the mouse pointer. Here’s a script that will
do that...

Make this script, and then
try clicking the green flag.
Move the mouse pointer _
around, and see what forever

happens... point towards mouse-pointer

|,when clicked__

nove E steps
> =

OK. This is good, but gets boring quickly. We said the horse was going to try to eat bananas. Let’s
add the bananas!
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3. Add Bananas

Click the middle star
button underneath the E—
stage to “Choose a new : —
sprite from file”

New Sprite

Open up the Things folder

New sprite
cu(gr (Things w8 [ |
Next choose bananas1 and click OK . @ % @ J
= (« ,
g L
Costurnes J @
& JO e
Bouncy Ball button buttonPressed cheesy-puffs.

oK cancel
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=
The bananas should now be Sprite2 in the
. . . L
Sprites area at the bottom right hand side of
your screen, and you should be able to see the
bananas on the stage. This is also a good time to

resize the bananas so they are a little smaller.

Double-click on the bananas in the
Sprite area to make sure we can
write a script for the bananas. You
can check this by making sure the («'
bananas in the sprite area have a &
blue box around them, and that it
says “Sprite 2” at the top of the script area.

Spritel | Sprite2

Stage

Now let’s make a script for the bananas:

ﬁuhen clicked

forever

wait until . touching Spritel |2 New sound: () XD

play sound Slurp |

=y

Once you’ve done that press the green flag and give it a try.
Does the Horse follow your mouse? What happens when it gets to the bananas?

After you’ve had a play, press the red stop button and let’s make it more fun...
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4. Let’s add a score

OK. All games need scores. Here’s how we add one to ours:

e First, double-click on the Horse to make sure we’re editing the Horse script.
* Next click on Variables and then click Make a variable

sorvrdrl = E@ 3 File |

ek -
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change sCore | by
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When it asks for a name for the variable, type variable name?
score and press OK. scare
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1] 4 Cancel
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A variable is just a box where we can keep a number. This box is called “score” and we will keep a
number in it. The number we keep will be... the score of course!
Now change the Horse script to look like this:

-~ e
| when clicked
set score | to [i]
show wariable SCOre |

forever

point towards Mouse-pointer

move E steps
» -
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* Now go to the bananas script and add a new line to change the score when the Horse is
touching it.

-

| when clicked_

forever
FJ;t until . touching Spritel |2

change sCore I:H_.r

play sound Slurp
5 =

Now press the green button to try it out.
Can you see the score shooting up all the time the Horse is touching the bananas?

Let’s do some other cool things with the bananas. Let’s make them move whenever the Horse gets
them.

Irwhen clickt-a-d-
set size to EB i
forever
change by
go to x: " ¥i }.ll Bkl
play sound Slurp sootox@y @

- Dperators

“pick random El to )’

Click the green flag and have a play... see how the bananas work.

Look at the bananas script and see if you can work out what this line does.
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5. Add a time limit to make it harder!

Go to the Horse script and change it to look like this:

P —

F.uhen clicked -

set score | to m Sensing
show wariable SCOre E timer

reset timer reset timer

repeat until " timer =

point towards mouse-pointer

move B steps
- -

Now the Horse will only keep chasing the pointer while the timer is less than 30. So after 30
seconds the game will stop.

Test it again... and see how many points you can score in 30 seconds...
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6. Let’s add a bee to make it even harder!

Click on Choose a new sprite from file (hint: we did this to get the bananas...)
Click on animals then choose beel

Now make sure you are making a script for the bee and create this script:

— =
| when clicked

set size to ]
forever
point towards Spritel

mowe a steps
- .

Try it out...
Does the bee chase the Horse? What do we need to do to make it more fun?

Let’s make it so you lose points every time the bee catches the Horse...
Choose the Horse script and change it to look like this:

-

I when clicked_

set score | to [i]

show wariable score

reset timer

repeat until  timer | [E0]
point towards mouse-pointer
mowe E steps

i) touching Sorited |2

change 5Core |by E
play sound meow

Try it out! It should be pretty fun by now and you can see how good a score you can get...
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7. Let’s finish the game by adding another nasty bee!

This bee won’t chase the Horse, but will buzz about, getting in the way.

First, add another sprite from file — and again choose a bee. This sprite should be Sprite4.
Now write this script for the new Sprite:

when clicked_

set size to m ]

move steps
3

if on edge, bounce
L —

Then go to the Horse script and add some lines to check to see if the Horse is touching Sprite4:

= o
| when clicked
set score |to [i]

show wariable score

reset timer
repeat until ¥ timer > Eﬂ
point towards mouse-pointer

move B steps

if touching Sprite3 |2

change score by &5

play sound meow

if touching 5

change score by &5

play sound mMeow

And test the game again...
Is it getting harder to score now? More fun?
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