Lecture 4 : Various useful tidbits

Often you want to create a game with a timer.  The game might be to see how fast you can complete a task.  Or, it may be that you must complete a task before the timer runs out.  There is no built-in timer in Scratch, but it is easy to make our own.  Just make a sprite called Timer.  Also create a variable (for all sprites) named “timer”.  Then, is the timer sprite script just add:
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Here, when the game starts, the timer object is hidden (but you may want to leave the timer variable show) and the timer variable is set to some number, 15 in this example.  Then, the script just repeats:  wait a second and then decrement the timer by one.  In this example we have create a count-down timer from 15.  Afer it hits zero you may want to broadcast a message saying the game is over.

EXAMPLE CODE:    timerExample_a.sb
Pursuit Behavior:

You decide you want to have the bad-guys chase the good guy.  You, of course, are the good guy!  You can make your player control the good guy with the arrow keys.  Then you want to write a script for making the bad guy chase down the good guy.  Lets say the player is the scared looking boy, and the bad guy is the scary ghost dude.  Add the normal keyboard-controlled behavior script to the boy sprite.
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To make the ghost dude chase the boy, add the following script to the bad guy:
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With this script the bad guy constantly chases the player around.  You probably then want to add something to happen when the bad guy catches the good guy!

EXAMPLE CODE:    pursuitBehavior.sb
Assignment:  Create a chase game that uses pursuit and a timer.   Possible ideas: 

· You are a duck and you hear a fox.  You need to herd you ducklings from the nest to the river before the timer runs out.  The fox chases your ducklings and eats them if he can catch on land.  If you fail to get your ducklings to the river before the timer runs out you lose because they are too exhausted to go on.

· You are a teacher that just wants to teach kids stuff that opens their mind.  You need to run around the screen and open the mind of each student before the day is over.  Unfortunately a bunch of pesky CSAP standards are chasing you around.  If they catch you the game is over, you lose.
Depth Perception

Say you want to mimic the look of depth.  Consider the following screen image:
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Here we have a cat on a road.  If we want to make the cat appear to walk away down the road, the cat should get smaller as it goes away (as do the trees along the right side).  If we use the up-arrow key to move the cat up, when we move the cat up she should get smaller, and when we move her down she should get bigger.

Below we have moved the cat further away:
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One way to do this is to change the y-position and the size at the same time as in the following scripts:
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Notice that when the sprite moves up and down both the size and y location are changed.  Look a the left/right motion.  If the size is small (far away) the sprite does not move as far.  If the size is large (close to the viewer) the sprite moves further.  Change this to just a constant amount, say “change x by 4” and “change x by -4” instead of this dynamic value.  You will see it does not look right.

To see a working example check out:

EXAMPLE CODE:    depthExample.sb

EXAMPLE CODE:    colorCanNotEnter.sb

EXAMPLE CODE:    pongv1.sb

