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Making a Basic Game in
Scratch

This tutorial shows you how to make a simple game in
Scratch. In this game, you are in a dungeon. You are trying to
get to the cake at the end of the dungeon. Monsters are
protecting the cake. Don't let them touch you!

Introduction to Scratch
Go to this website: http://o.ooli.ca/en/scratchgames/cake
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ﬂ a picture for your
character in the ” .
game. Go to the .y *N\T Y
NeW Sprite icon Sprite Cake X 215 v [ ¥ ] ; . —_—
and CIiCk on the ® | & size 100 Direction 90 ’ - (\“S—E‘I”) T
Choose a Sprite \ Y 4
button. -
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Then, choose a Cake Bat Ghoul At (Fhaudt
picture that you The picture will probably be
like. Scratch calls too big. To make it smaller,
these pictures click on the Size box and
sprites. enter a smaller number.
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i On the left of the
éﬂ] &= Code & Costumes CTE screen are
) Mo commands that
Mabon | O you can give to
e sprites. In Scratch,
L.k o m\sﬂf these commands
lled "blocks."
® Click on the "
You can move sprites around by dragging them. Move Sound o Click on 't'he move
your pointer over the sprite, hold down your mouse = | eV __steps” block.
button, and then move the mouse. Let go of the button What does your
when the sprite is in the spot you want. For now, move sprite do when you
your sprite to the left side of the game. click on the block?
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o There are many types of blocks. At
5" Code - Costimes @0 Sou - the far left of the screen, you can
@ Looks change what sort of blocks are
Mation shown. Click on "Looks" to show the
o K or @) S blocks for looks. Then click on the
Looks "say _ for _ secs" block. What
.@ say happens? ;
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® What happens when you click on In the middle of the screen is a
Euents the "think __ for __ secs" block? blank Y { toqeth
. The "hide" block? The "show" ank area, You can pur fogether
Q@ Lk ad o : blocks here to make more
Gentral bIoc'I'(. Can yc')'q make you"r sprlte:' complicated commands. This is
say "goodbye" instead of "hello? called a “program’” or “script.”




The Bat

The bat guards the dungeon. Let's write a program for the bat so

that it moves up and down.
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Click on 2 At the start, we W
the bat want the batto | " [ Phed =
buttonin move up. Go to the L.k® o €D )
the list of ™ * . "Motion” blocks, | " [ J——
sprites. & & s oz and drag a "point in Sgd

Click on the direction number “90”. You
will see a circle with an arrow. Drag the
arrow until it points upwards and the
direction is 0. Afterwards, click on the
block you’ve just created so that the
bat will now point up.
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Drag a

"move
steps" block to
your program.
Click on it.
moves a little bit,
but then it stops.

The bat

Let's put everything
together now. Drag all
the blocks together so
that they are under
the block for when the
green flag is clicked.
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Go to the P e Drag the
5 "Control" blocks., | ©. ‘ o "move
Drag a "forever" | ~ | steps" block
block to your | = 2] move () stess into the
program. The o o | forever
"forever" block will | cora @‘ A ‘ \ block. What
repeata | @ B B happens
command until the | s==re when you
L game ends. click on it? )
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4" moving up until it gets
stuck at the top of the move (@) sters '""""@5‘““
w dungeon. What e i on edge, bounce
happens when you | |
drag the bat back to S
the bottom of the Go to the "Motion" blocks. The bat moves very fast.
dungeon? What Drag a "if on edge, bounce" Instead of having the bat
happens when you block into the forever block. move 10 steps, change
click on the red stop What happens when you click  the number of steps to a
el button? on the forever block now? smaller number. )
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Now, stop your
program by
clicking on the red
flag. Then restart

t by clicking on

the green flag.
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Now let's write a program that lets you move around the dungeon.
Click on @ Gotothe @ )
the sprite  Zedzedze s Ao Ao Zolle dea el 2o ); “Motion” blocks.  wiio- @
for your Click on the “set ®
character  seite  neno x| ATy rotation style T FRUEEE
in the list ‘left-right” block.
of sprites. © B sl w® Direction | ™0 This prevents @
your sprite from =" [T
) turning upside- () 2
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make a program | teten space
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keyboardto | Lees T v -
move our sprite. o & :
Go to the Saund % [ |
"Events" blocks. | : - s
Drag a "when | s |
e | ool .
pressed” block | central _
into your backaeopt ~ Click the down arrow, and
program. SH.”; change the key to "right
arrow."
. J
4 N\
58
‘.’cl.c"n&D i ) -
o
— Now drag a "move ___ steps" block
What should the sprite do when you press the right arrow? It should and put it after the "point in
turn to the right, and then walk. Go to the "Motion" blocks. Drag a direction 90" block. What happens
"point in direction ___ " block and attach it to the "when right arrow when you press the right arrow
key pressed" block. If necessary, change the direction angle to 90. key on your keyboard now?
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What happens when you
press the left arrow key on
your keyboard? Nothing
happens. We need to write a
program for that. Write a
program that moves your

i sprite when you press the up,
‘ left, and down arrow keys.

point in direction @
move 0 steps




Page 4

Winning and Losing

Right now you can move, but nothing happens if you reach the cake or if the bat catches you. Let's write a

program to handle that.
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Make sure your
character’s sprite
is selected. Then,
go to the "Events"
blocks. Drag a
"when green flag
clicked" block into
your program.
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when  clicked

Go to the
"Control" blocks.
Drag a "forever"
block and put it
after the "when
green flag
clicked" block.

Now drag a "if
then" block into the
"forever" block.

Contral

. Sensing

Sensing
. @ touching mouse-pointer » 7

Operators .
e touching color 7

touching mouse-pointer » 7 ihen

Go to the "Sensing" blocks. Drag a "touching __ ?" block into the "if __ then" block.
Scratch will only let you do this if the LEFT side of the "touching __?" block is over the

spot where you want it to go.

mouse-pointer
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Click the 6?'

down arrow Q

of the L.k

"touching

___?"block. Sound

Choose

"Cake." EQB
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say for o secunjs

think @ for (@) seconds
thinkc ((Ra

touching Cake » 7

o (DD~ @ g

then

edge
Go to the "Looks" blocks. Draga "say _ for __ secs"
block inside the "if __ then" block. Have it say "you win!"

touching Bat » 7

say for e seconds

then
touching Cake » 7

o QD « @ won

then

touching Ghoul » 7

say for o seconds

then

then if

if touching Bat~ 7

say for o seconds

Click on the green flag. Move
your sprite so that it touches
the cake. What happens?

Also add some blocks so that
if you're touching the ghoul, it
will say "oh no!"

Now add some blocks so that if
you're touching the bat, it will say
"oh no!"




The Ghoul

Let's make a more dangerous monster. Let's program the ghoul to chase you.
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Size 25

Direction 80

point towards = mouse-pointer «

mouse-pointer

Click on the ghoul sprite. Go to the "Control" blocks. Go to the "Motion" blocks. Drag a "point
Drag a "forever" block and towards ___ " block into the forever
put it after the "when green block. Click on the down arrow of the
L flag clicked" block. block, and choose your sprite. )
)
point fowards MNano point fowards MNano «
move m steps move I steps
7 2
Drag a "move ____ steps" Click on the green flag to start the program.
block and put it inside the The Ghoul will quickly chase your sprite.
forever block. Change the number of steps that the ghoul
moves so that it moves very slowly.
\ J
Your Turn

Can you add a sound effect if you get the cake? Can you make an explosion or a whirl effect if you get caught?

Can you add mo

re enemies?

change size by

* A completed copy of this game is available at http:/scratch.mit.edu/projects/25753675/
** Some of the art used in this tutorial is from Scratch and is licensed under CC BY-SA 2.0. Scratch is developed by the Lifelong Kindergarten

Group at the MIT Me

dia Lab. See http.//scratch.mit.edu
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