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Task

Your task is to create a game In Scratch where the
user will have to determine whether an object
should be recycled by clicking on the object

You can find the final game here...



https://scratch.mit.edu/projects/649245975




Process

Your code should...

 Prompt the user to click on the
recyclable objects (for example a plastic
water bottle or aluminium can).

* If the user clicks on the correct object, 1
should be added to the score.

* If the user clicks on an incorrect object
(for example food waste or polystyrene),
1 should be subtracted from the score.

« A timer should stop and give the player
a 10 second time limit.
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Design your background
by clicking on the
background in the stage
== section, and then editing

B the costume, as can be
——— seen above. Scratch has
tonnes of built-in
backgrounds, that you can
add PNG pictures to using
the “upload picture
button”
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Designing a background in Scratch

To select

ObjeCtS tO Costume backdrop1

drag and . g B

drop u ’ Copy Delete Flip Horizontal ~ Flip Vertical Th is icon a | |OWS you to

4 Import your own
o = background or pictures
fill with fill ) that you want to use on
CoIO ol your background, after
P i saving them to your
Toinsertshapes - This is the area where computer.
the design can be o

insert
text

To erase




INn scratch, your sprites are
the things that you
program, and all your code
will be found when you
click on the sprite you are
coding for. To make your
first sprite, click on the
“new sprite” icon. This can
be edited much like the
background you have just
Created.
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The code for the next few steps will be in your first sprite that you have created- make sure
that the sprite you have picked is a recyclable object, as this will be important later on...



Step 3

The timer

This code will mean that when the game starts,
the timer will be set to 10, and will decrease by 1
every second until it gets to O (determined by the
number of counts specified for this repeated
statement).

The code for your recyclable sprite will go in here.

This just means that whatever is inside this
statement will repeat until the time runs out.
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Step 4

The recyclable sprite

Next, we will be editing the movement of the
recyclable sprite around the screen.

This code will mean that the sprite will be hidden
from the player and then go to a random area on
the screen before reappearing.

The amount of time the sprite is hidden for
however remains the same each time... so how
could we change it to be a random number of
seconds that pass before the sprite reappears?
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Random number operator
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This operator will allow the
computer to generate a
random number (between 1
and 3 for the sake of our
code) and can replace the T
second that was there before.
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At the minute, the water bottle will appear and disappear from different spots on the screen,
at random times. But how can we make it more interesting? See if you can have a go rotating
the water bottle and changing its size every time it appears to add variety and difficulty to
your game.
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Step 5

Rotating and changing size before disappearing

Here are the lines of code which will enable your
sprite to rotate and change size before reappearing. 0

ﬂ
@

This code will turn the sprite by a random number ™

9 1 360
of degrees each time.

100 200

This code will change the size by enlarging it (from
100-200 because if the size of the sprite was too

small, then the user would not be able to see it).




Keeping score

Code &’ Costumes o) Sounds

We need to make a variable}called score, much
like the variabie we have used for timer. Here is a
reminder of how to create a variable in scratch.
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In our game, 1 will be added to the score every

O - time the user clicks the object that can be

O [ﬁmﬁj recycled.
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ticked, the variable will be
displayed on the screen like
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Adding sound

ooooooooo

Scratch contains a built-in library of sound

/ I effects that can be accessed. This means that
| D when the user gains a point, they can be
| I alerted by a sound. To do this, simply add the

sound to the sprite by clicking the “add
sound” button.

For this code, the sound effect “coin” has
been used, however, there are hundreds of
sounds to choose from and explore.




4 Back Choose a Sound
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Step 6

Interacting with the sprite The sprite will disappear when

clicked (and then will be moved,
rotated and randomly sized before
aprearing again)

The aim of the game is to click the
object that can be recycled. If the
user does this, then 1 will be added to
their score.

The sound “coin” will be played if the
user clicks the recyclable object
before it disappears from the screen.
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Making the game harder

At the minute, the game we have created is quite easy. The
user simply must click on the object when they see it
appear. To make the game more difficult, see if you can
create a new sprite, called “decoys” (which will be our non-
recyclable garbage) and use similar code to what we have
just used, however, if the player clicks on one of these

decoys, they will have 1 deducted from their score.




repeat until °> time

Vwalt pick random ° to o seconds
tun ™ pick random o to @ degrees

goto random position ¥

set size to | pick random @ to @ %

start sound Bonk +

change score v by o

All code will be written in
the decoys sprite, rather
than the plastic bottle
sprite.

The sound “bonk” will play
now and the score will be
-1 rather than +1



Explore the different costumes that your sprite can

have, to vary which object will be the recyclable one

(that the user will get points for clicking) and which

object will be the decoy (the one the user will lose
points for clicking)

Where would these icons be
incorporated? Click them to find
out!

switch costume to bag +«




The next costume will be the most
appropriate to use and will flick
through each of the sprites costumes
In order.
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Links to everyday life

Climate change Protecting ecosystems Saving money



https://deq.nc.gov/conservation/recycling/recycling-climate-change

= You can find the final game here...
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https://scratch.mit.edu/projects/649245975

