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Task

« Games can be a great way of raising
awareness about important issues and
helping others to preserve the world that we
live in!

* You have been tasked with making a Jungle
Racer Game, a two-player racer game!




Process

Your code should

* Have two-player sprites that can be
moved around the screen

* A scrolling screen
* The ability for players to collect gems

« A timer and other mechanics that
allows for players to compete!
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How does SCRATCHwork?
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move steps
: m::m In Scratch, the way you interact with
your program is through
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0 . . Sprites are objects within your program
=19 0 that you can interact with - you can
B A0 change the way they act using
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- many of the sprites have already been e e e
given basic scripts, such as the buttons ‘ g

= - 3 . sprite Sprital - x 0 I y [
In the template you have been given,
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Sprites can be found in the sprite window here! /

This is our display window, where our sprites
will appear and interact with the user

This is the code section!
we can drag and drop blocks of code.
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Here is where

Blocks are colour coded depending on
their function
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How does SCRATCH work?

& Code & Costumes 4 Sounds ~ v (0| |«
1,' rﬁon | | |
0 Ll s
. wm O o degrees
é{ m > (D) derees Use these tabs to switch between code,
Everts costumes and backdrops, and sound.
‘:@.1 gofo random position w
‘\ - :!< golox ° ¥ o
~ \‘\\,\ :,Ugm_ gide () secsto random position ~
~_ - N @
S RS- o @) == @) v © —
= X %gn sprits  Sprital - x 0 1y 0 s

Here we can interact with and —
customise the backdrops of our game Q

010,

4
g
g

5% fif
§~
1
:




J

Countdown FED

Red driver, your controis
are the WA.S and D keys

What's Your name?

)
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| P1Gems: 2|

|P2Gems: 0|
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Countdown ETD




™ singe Racer

N® . Thanks to adamantium12 for the original project Glacier
Race .

Countdown @EIN |structions

Blue Car - WASD
Red Car - Arrow Keys

2-player race game! Race through the jungle,
collecting as many gems as possible. Try not to bump
into any animals!

Notes and Credits

How did you make this project? Did you use ideas,
scripts or artwork from other people? Thank them here.



https://scratch.mit.edu/projects/675704035
https://scratch.mit.edu/projects/664680839

Sprite Game loop
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In this project, there is an invisible ‘Game Loop’
sprite that keeps the game moving. For most of
the code, we use messages from this sprite to
get our code started.

This script will run when the “Setup” message
Is sent by the Game Loop at the start of the
game.

This script sets up the sprite’s size, position and
direction. We also make sure they don't spin by
setting the ‘spinning’ variable to O.

set size to @ %

goto front v layer

go to x @ y: o
point in direction o
set spinning v fo o




Blocks My Blocks

,/--“\
e
Sometimes it's useful to organize our Make a Block
code into ‘blocks’. When we havecode ‘
that we will probably use more than ?~;7“-\ \ Make a Block
one, by writing it in a block, we can ‘\:‘}\
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Make a Block called car controls inside of your Red
Car sprite called ‘car controls’. Add the following
code.

Each IF block reacts to the keys that the user
presses. For example, if the user pushes the ‘W’ change xby () - CarSpood
key, their Y coordinate will be increased (using the N2

car's speed). S iy v pessen

This will make it look like the car is driving bl

upwards! _
il key s v pressed? _fhen

change y by RoadSpeed




Before you test it, add this code to your sprite.
This script will run our ‘car controls’ block many
times per second and will allow you to steer your
car along the road.




To make the game challenging, let’'s make our car
spin out of control if they come off the road.

For this, we'll make a new block and call it ‘check
collisions'.

define check collisions

touching cncket = ? or touching Roadl1 = ? or touching Road?2 = 2 then

set spinning *+ to @

touching BlueCar + 2 _ then

This code checks whether the car is touching a cricket
(a bug that will randomly appear in your way) or the
sides of the road. If you are, we set the spinning variable
to 70 to make the player spin!

broadcast bounce =

This IF block will broadcast a message
that we will use later!



This script will move the cars away from each
other when they collide. This code will make
them bounce away from each other!

point in direction o




To make our car spin, make a new block and

define spin L
call it ‘spin’.

It turns the car around and reduces the
‘spinning’ variable by one. When the variable
reaches zero, the spin ends and the car is
reset at the bottom of the screen.

point in direction o




when | receive move »

spinning = o then

car controls

Finally, change the existing script triggered
by the “move” message to look like this.

This should make your car spin only when

you hit obstacles! check collisions

else

spin




Blue Car

For the Blue Car, you want to repeat steps 1-5 but
Inside the Blue Car sprite so that they have the same
code.

You can do this manually by rewriting the code, or
you can duplicate the sprite.

" duplicate

A= Use the fill tool to
RedCar | paint the car blue.

To do this, right-click on
the sprite and click
‘Duplicate’. Make sure you
rename it to ‘Blue Car’ and
change its costume in the
‘Costumes’ tab. Delete the
empty sprite.



Blue Car

Tweak this script so that the positioning is slightly
different for the blue car sprite.

Make sure the code in your blue car sprite looks like
this goto front » layer

golo X @ y: o
point in direction o
sel Spinning v to o




Blue Car

You also need to alter the ‘spin’ block — change that
code to the following inside of your blue car sprite.

point in direction o




define car controls

then

The ‘car controls’ block code needs to be
changed so that the ‘key pressed’ blocks are
now using the arrow keys instead of WASD.

change x by o - CarSpeed




define check collisions

Blue Car

g . o
Change the ‘check collisions' block inside of > blOCk I nSIde Of

the blue car sprite. I
Ite.

Add a bounce script that will move the cars
away from each other if they collide.

Il move the cars
they collide.




