Splash Screen Mechanism

Usually in a game you want to have a start screen, play screen, and win screen.  In Scratch a good way to drive this logic is to put it in the script of the stage object.

Here is some stage object script code to drive the change from splash screen to play screen.  Note, background1 would be the splash screen image, and background2 would be the play screen image.
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Now the sprites should not be running until after the player hits the space bar to start the game.  This  can be achieved with the following sprite scripts:
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Example Code:    SplashScreen_and_Broadcast.sb
Keyboard Controlled Sprite

Many games require the support of keyboard-controlled sprites.  This is very easy in Scratch.  The following script does keyboard control for up/down with the up/down arrow keys:
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Get the cheetos!

Create a bunch of cheetos randomly placed on the screen.  They then sit there forever waiting for the keyboard-controlled sprite to touch them, if so they hide.
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Example Code:    keyChaseGame.sb
ASSIGNMENT:    Create a game with splash screen, play screen, and win condition/screen.  The game starts out with some number of randomly placed snack food items.  You make a key-board controlled sprite (snack food loving person) that is keyboard controlled.  Using the keys you move around and get all the snacks.  The snacks disappear once you get them.  After the last snack is gone you win and the game moves to the Win Screen and terminates play. 

