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ROOK 11/10
OPEN A NEW SCRATCH PROJECT

RIGHT CLICK and DELETE SPRITE 1 (the kitty)

Open the middle folder (Choose new sprite from file)  to CREATE A NEW SPRITE.  In the THINGS FOLDER grab the BASKETBALL.



TYPE to change the name from SPRITE 1 to BASKETBALL.


SET UP THE START OF GAME CONDITIONS FOR THE BASKETBALL
At the beginning of the game the BASKETBALL needs to be in at the bottom-middle of the screen and pointing in a straight up direction.  Bring these tiles to the Scripts window for the BASKETBALL.  MAKE SURE to change the direction to 0 (up).


The default SIZE for the BASKETBALL is a little big for our game.  Shrink it a bit with this purple (looks) tile.



Give it a try.  Hit the GREEN FLAG and see if the BASKETBALL is ready to shoot.

CREATE THE SHOT
Hold an object (any object) very close to your face.  It is GYNORMOUS right?  Slowly move it farther away, all the way across the room.  Across the street.  It appears to shrink in size right?  As things move further away from us they appear smaller in size.  Lets use this perception of distance and size to create the 2d illusion of our free throw.

We will create a STEP ANIMATION.  Each step we will move the ball UP the screen AND! make the ball a little bit smaller. 

Lets use this tile to control how many steps in our animation.


We will need just the right number of steps for the ball to move all the way to the hoop.  For right now lets try 30.  You can adjust the number of steps later.  

Now for each step, the ball moves ten steps forward  AND changes in size by -1 (shrinks).
 

All of this is triggered by the space key.  Add this tile and give it a try. You can RESET the position of the ball with the GREEN FLAG.


BACKBOARD
So if we miss the hoop the ball hits the backboard.  This is a miss. 

Use the PAINT NEW SPRITE button to open the graphic editor.


Choose the line tool.  Pick a medium size brush.


Pick a color for your backboard and draw a straight line.  Click OK.


Move your BACKBOARD to the top of the screen.  Use the GROW or SHRINK tools to resize.


To keep things tidy rename this sprite “Backboard”


Click the GREEN FLAG and give the game a try.  Does the Basketball make it all the way to the Backboard?  Go to the SCRIPT for the Basketball and adjust the number of REPEAT steps so that the ball just makes it to the backboard. For me the number 32 works best.


MISSES
We will need to create some variables to keep track of SCORE and MISSES in the game.  Go to the ORANGE VARIABLES tab and CREATE A NEW VARIABLE.

Name the VARIABLE “MISS”.  

Now is a good time to “initialize” the VARIABLE to ZERO for the start of the game.  The GREEN FLAG resets the game to start position, so add this tile to the GREEN FLAG SCRIPT for the BASKETBALL.


Now if the Basketball hits the Backboard we increase the VARIABLE MISS by one.  Add these tiles to the BASKETBALL shoot (space bar) SCRIPT.

Yellow IF:  We will use an IF to check “IF” the Basketball has hit the Backboard.  We will place this IF INSIDE the animation loop.  By being inside the loop the IF will check after each cycle (each of the 32 steps in the animation) to see if the conditions are true.



Now insert the blue TOUCHING __? tile into the IF loop and set the drop box to BACKBOARD.  This will check to see if the BASKETBALL is TOUCHING the BACKBOARD.


Now, IF the Basketball is TOUCHING the Backboard we add one to our VARIABLE Miss.


Add these tiles to RESET the Basketball to its start position after a Miss and STOP the shoot (spacebar) SCRIPT when a miss happens.
[image: ]

Now is a good time to SAVE your project, take a short break and play test your game.  Everything working so far? GREAT!

HOOP
Click the PAINT NEW SPRITE button to open up the PAINT EDITOR.
Using the OVAL tool draw a basketball HOOP.
[image: ]

Type in the name “Hoop” for this new sprite.
[image: ]

HOOP MOVEMENT
Move the HOOP up to the top of the screen, just in front of the BACKBOARD.
Insert these tiles into the SCRIPT for the HOOP.
[image: ]
Notice the Hoop stays at y=150 throughout its movement.  This keeps it up high on the screen.
The back and forth movement is created by “gliding” between x=200 and x=-200.

Click on the GREEN FLAG and give it a try.  You might want to SHRINK or GROW the size of the HOOP to put it in perspective with the size of the other elements of the game.

SCORE
Now when the BASKETBALL hits the HOOP we need to create some events for a SCORE.  First lets create a SCORE variable to keep track of our play.

Go to the orange VARIABLES tab and create a MAKE A VARIABLE named SCORE.
[image: ]

Be sure and INITIALIZE the VARIABLE to zero at the start of the game by adding this tile to the GREEN FLAG SCRIPT for the BASKETBALL.

[image: ]

Now we already have some tiles for a MISS (when the BASKETBALL hits the BACKBOARD).  Lets simply copy (duplicate) these tiles and add them to the BASKETBALL script for when we score.

RIGHT CLICK on the yellow IF TOUCHING BACKBOARD tile in the BASKETBALL SCRIPT.  Choose DUPLICATE
[image: ]

Move this second “floating” set of tiles just below the original IF LOOP as seen here:
[image: ]

Now change the blue TOUCHING__? tile to HOOP.
Change the orange CHANGE tile to SCORE.

Here is the final complete SCRIPT for the BASKETBALL
[image: ]

AWESOME.  Take a minute and give the game a try.
EXTRA GAME ELEMENTS

SCORE AND MISS GRAPHICS
You can add extra graphics for a SCORE or a MISS.
Create a new sprite for a SCORE and MISS event.  Here is the ones I used.
[image: ]
Place these new sprites on the screen where you want them to show up.
HIDE them at the beginning of a game by adding these tiles to the SCRIPT for BOTH new sprites.
[image: ]

Now simply have the BASKETBALL sprite announce or BROADCAST when a SCORE or MISS happens by inserting these tiles into the BASKETBALL SCRIPT
[image: ]

Now for each of the two new sprites we simply “un-hide” (SHOW) them when we receive the BROADCAST from the BASKETBALL that a shot has been made or missed.  We let them SHOW for a brief time and then HIDE them once again.

Add these tiles to the SCRIPT for the MISS sprite.
 

And this for the SCORE sprite.
[image: ]

INCREASE DIFFICULTY
 We can make the game more “playable” by increasing the speed of the target hoop each time the player makes a score.

Create a new VARIABLE named TIME.  Use this VARIABLE in the GLIDE commands of the HOOP like this:

[image: ]

Initialize the VARIABLE to 1 second by adding this tile to the GREEN FLAG SCRIPT of the BASKETBALL.
[image: ]

Now decrease the TIME VARIABLE by a very small amount each time a score is made.  Add this tile to the BASKETBALL SCRIPT.
[image: ]

GAME OVER
We can make the game more challenging by ending the play when a number of misses is reached.
Add these tiles to the GREEN FLAG SCRIPT for the BASKETBALL.
[image: ]

Now create a NEW SPRITE with a GAME OVER message.
[image: ]

Add these tiles to the SCRIPT for this GAME OVER sprite.
[image: ]
SOUND EFFECTS
Scratch includes a library of sound effects.  There are also a great number of FREE sound effect sites on the web.  Try  and find a sound for SCORE and MISS.  A nice gym buzzer sound would be great to start and end the game.

Use the IMPORT button to bring the sound into the game.
[image: ]

Use the PLAY SOUND button to play the sound.
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