PATTERNS
Difficulty ★
[image: Macintosh HD:Users:martin:Desktop:Screen Shot 2013-03-05 at 16.50.43.png]













DUCK
Difficulty ★★★
[image: Macintosh HD:Users:martin:Desktop:Screen Shot 2013-03-05 at 18.35.01.png]must draw a tall hook for Sprite 1. The x & y positions need to match your hook.
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RACER
Difficulty ★★
Select stage and edit the background to draw the track.
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TRAMPOLINE
Difficulty ★★★★
[image: Macintosh HD:Users:martin:Desktop:Screen Shot 2013-03-05 at 18.35.24.png][image: Macintosh HD:Users:martin:Desktop:Screen Shot 2013-03-05 at 18.18.32.png]What happens to the direction of the bounce if the ball hits the edge of the trampoline?
image6.png
Scratch 1.4 of 30-Jun-09
doiardil @ D File Edit share Help

Control

©
| |ERNC:)

S (- Vecostines ¥ sounce)

Variables

e L]
move €00 steps
= i MR

90 to x: @ v:
turn & €3 degrees point in direction
turn G @ degrees

point in direction (TR forever
move @) steps

if on edge, bounce

i touching Spritel |2

turn G € degrees

point towards

90 to x €D v: €T

90 to

cint in direction () ) - xpositon_|of Spritel xpositon_|of Sprite2 | '/ @)
glide ) secs to x: EFD v: & point in direction (I oxp |of Spi | L |of Spi /8

(@ drecton @) - xposton Jor Sartes | - xposton Jor Sotez | /)
else

Sozmocl=lbv] (D) e B \lau\ Tairaction + | xposition_|of Spriel | - xposition Jof Sprie2 | /@)

setx to @ P-aEEEE—— New sprite: (Yo7 (B

move @) steps
pr——— 0 K z

x:-629 y: -535

setyto @

Sprite1 | sprite2
if on edge, bounce

x position
y position
direction





image1.png
Scratch 1.4 of 30-Jun-09

duiroil @ | D File Edit Share Help

Control

Sensing .

S (- Vicostes ¥ sounce )

Variables

S seriter
o]

move @) steps
turn G €8 degrees

turn & €3 degrees

point in direction (TR set pen color to
pen down

g — -
& Foraver

move €T steps

L@kl turn G €ED) degrees

90 to

glide @ secs to

change x by @D
setx to @ Newsprite: (537 ey (2
change v by @D

setyto @ pe:;
Sprite1

if on edge, bounce

x position
y position

direction





image2.png
@ EH D File Edit Share Help

control
Sancing
e

Variables

move @) steps
turn G €8 degrees
turn & €3 degrees

point in direction (TR

point towards

90 to 0 : €D

90 to

glide ) secs to x: @ y: €ED

change x by
st x to @
change y by

setyto @
if on edge, bounce
x position

y position
direction

sprite1

Duck= Scratch

Fepeat until touching Sprite2 |2

change x by BT

0 to

change x by

r " ey MCAON | pressed? |

i key spoce |pressed?

alde @) sece to = x position y: €

< = position v: €

glide @ secs to

New sprite:

%

o

Sprite1

s

Sprite2





image3.png
control
Sancing
e

Variables

move @) steps
turn G €8 degrees

turn & €3 degrees

point in direction (TR

point towards

glide €9 secs to x:

change x by
st x to @
change y by

setyto @
if on edge, bounce
x position

y position
direction

©)
e
o}

Duck- Scratch

2

point in direction (TR
répeat until _touching Spritel
move @ steps

if on edge, bounce.
- =

glide ) secs to x: x position y:

o

%

Sprite1

=S

sprite2





image4.png
Racing- Scratch

move @) steps
turn G €8 degrees

turn & €3 degrees

point in direction

point towards |

5
=

glide €9 secs to x: @

change x by

change y by

sprite1

if on edge, bounce

[ x position
[ v position
[ direction





image5.png
Trampoline- Scratch

ol @ B D File Edit Share Help

Control TS

Sensing

e

Variables

move @) steps
turn G €8 degrees

turn & €3 degrees

0 key leftarron |pressed?

point in direction (TR change x by 6T}

point towards i key rfightamow | pressed?

change x by

s tx®

90 to

glide €9 secs to x: @ y:

change x by
et x to @ Newsprite: | v/ (£ |7
change v by

setyto @

Sprite1 | Sprite2

if on edge, bounce

x position
y position

direction






PATTERNS

Oificuty %




