In this game, you get to fly ey

a biplane. The plane is
controlled by rotating it, in a
similar way to the car in Drive
Me Crazy on page 18. Every
time the plane flies through

a cloud, the score goes up by
one point. But to make the
game harder, as the score goes
‘up, the plane gets faster and
faster. We will use animation
to make the propeller turn.
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Start a new Scratch file. ¢
Delete the cat sprite first: E
e Click Backdrops
and draw the sky
info and ground using
duplicate the Rectangle tool.

delete

X, save to desktop

B ﬂ Start the plane by @-

7 clicking the Paint W

i new sprite button.

le At the bottom of the

screen, click the
Choose the shaded rectangle.
Rectangle tool. Click red.

Draw six red rectangles. Make the first one % of the width of the Drawing Area:
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Next we will create another costume for Scripts | Costumes  Sounds
the biplane to make it look as if the propeller New costume:
is rotating. Q/ -

To do this, turn back to page 27 and follow the info
instructions in the Creating animations box.

Costume! dupllcate \
‘ L)
delete
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Drag the following code blocks to the Scripts Area. You will need to create a |
. variable called Score in the Data group. For help with x and y coordinates,

or for setting the color in the Touching color? block, turn to page 11.

Run code when the green flag is clicked.
Set score to 0 at the start of the game.

Shrink plane to 15%.

Start with the plane facing right.

Start the plane at the bottom of the screen on the left. (You may
need to adjust the y value so the plane never starts on the ground.)

- Keep running this code until the plane hits the ground:

_ e Show the next costume (the next animation picture).
—0-‘*——“~ Move the plane 2 steps. As the score goes up, the plane will move faster.

If the plane gets to the right of the screen then:
- Move it back to the left-hand side.

This code runs when the player crashes: _
Show a sentence joining “You scored” and the Score variable.
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Add these two groups of blocks to make the plane
rotate left or right when the arrow keys are pressed:
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ﬂ Click Paint new sprite 90%
and draw a big cloud,

a"n"n o h )
/ taking up most of the
Drawing Area.

90%
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Rt in the middle of the screen, then click Choose sound from library. Scroll
:::__'::::::ﬂ down for the Water drop and click OK. Then use the Play sound block

B '-.:.::::::: drop-down menu to select your Water drop.
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~—— Runcode when the green flag is clicked.
——————————— Shrink cloud to 20% of its size.
~——————— Lloopthe following code forever:
Move the cloud left.

If the cloud gets to the left edge then:
Move the cloud to the right side of the Stage.

If the cloud touches the plane sprite then:

Move the cloud to a new random position. (You may need to
adjust the y value so the cloud never appears on the ground.)

Make the score go up by 1.
Play a sound effect.




EXPERIMENT J

® What happens if you change the number 15 in the Turn 15 degrees
block (in step 7]7 Try small numbers like 1 or 2 and big numbers like
30. Does this make it easier or harder to play the game?

the cloud. Try larger or smaller numbers. What happens if the number
is positive instead of negative? i

® Change the valuesinthe g = |
Pick random -120 to 140 ' : :
block in step 9. What
happens to the cloud?
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