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Chapter 1: The Raspberry Pi Computer & Scratch Software


 


Welcome to the exciting world of computer coding!

In our modern world, computers are everywhere. They are contained in an ever-increasing number of common objects in our lives, including such things as phones, cars, and airplanes. Learning to write computer code is fun and it gives you an understanding of how these amazing machines work. This book is designed to get you coding quickly, with lots of descriptive pictures included so that you won't get stuck along the way. And while you are learning how to write computer code (known as “coding”, “computer programming,” or “programming”), you will be creating computer games that are fun to play! This is an excellent first book on computers for kids (ages 9 and up), and is also a great book for a person of any age who wants to get started learning about computers and coding. This book makes no assumptions about the readers current knowledge of computers, and covers all of the basic information that you will need. Children of ages 9-11 may need some assistance from an adult or older child in reading this book and doing the coding projects. However the coding projects have detailed diagrams which guide a student with less advanced reading abilities through all of the coding steps. For teachers and parents, this book provides easy-to-follow instructions on how to set up a low cost and child-friendly computer lab, and provides a foundation for developing teaching materials, with the option of using this book as the student’s textbook.

To write code, you need both hardware and software.

The term “hardware” refers to the physical computer (made of plastic, computer chips, memory cards, electronic circuits, and metal connectors) that you can hold in your hand. The term “software” refers to the instructions (also called computer code or programs) that come built-in on your computer (such as the “operating system” and “pre-installed applications”), as well as code that you write yourself to do such things as create a game or control a robot, and optionally any code that you obtain from another person or company that you install on your computer. In its simplest form, all software consists of “bits” of information that are electrically or magnetically set as zeroes and ones on computer hardware. The hardware that we will be using is the “Raspberry Pi ” computer, which was originally developed in England at the University of Cambridge's Computer Laboratory. As a shortcut, I will refer to the Raspberry Pi computer as “the Pi computer” or simply “the Pi.” The Pi was designed to be a small, cheap computer that kids could use to begin learning about computers at an early age. If you want a low cost, easy to set up, and child-friendly computer for learning computer coding, the Pi is a fantastic choice. The Pi has become incredibly popular, with world-wide sales totaling over 25 million sold.

The software that we will be using is “Scratch,” which is a computer program (also referred to as an “application”) that was developed in the United States at Massachusetts Institute of Technology (MIT). Scratch was developed as a tool for kids to use to create their own computer programs. Scratch is used by millions of people around the world, and is considered the standard for introductory coding classes for children. Scratch comes preinstalled on the Micro SD memory card that is included in Pi computer kits.

Create your own computer coding lab.

Pi computers can be purchased at several online stores, such as Amazon.com and other sellers listed under the “Products” link at the Raspberry Pi Foundation website (www.raspberrypi.org). I recommend purchasing a kit that contains all of the components that you will need including the Pi computer circuit board, Micro SD memory card, power cord, HDMI cable, heat sinks, and plastic computer case. You can purchase the individual components separately, but the kits can be a simple (and often cheaper) way to get all the required parts. (NOTE: Plastic computer cases come in different colors, but I personally like a clear plastic case, since it allows you to see the Pi computer circuit board inside, which I think is kind of cool.) Several companies sell Pi 4 kits online for under $100 (keyboard and mouse not included). Another option is to purchase a “Raspberry Pi 4 Official Desktop Kit” which includes a keyboard and mouse (the plastic computer case, keyboard, and mouse are all a matching red and white color scheme). If you buy a Desktop kit, verify that it includes the heat sinks.
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Figure 1 - Home Computer Coding Lab

To complete your Pi setup, you will also need to get a monitor or TV, a keyboard and mouse (unless you purchase a Desktop kit), and an electrical surge protector. Figure 1
 shows a home computer coding lab that I set up for my niece's children. I recycled an old LCD TV and bought a colorful keyboard and a small-sized mouse (both designed for kids). I also bought a mousepad with the Raspberry Pi logo. For the lowest cost setup, see if someone you know has old computer equipment that you can have (monitor or TV, keyboard, mouse). If that’s not possible, see if you can find a store in your area that sells used computer equipment, or check sites on the Internet such as Craigslist. In Chapter 2 “Hardware Overview,” you will find a complete list of the required equipment.


Scratch software versions
 – In the summer of 2017, Scratch version 2.0 (or simply called Scratch 2) became available for the Pi. This was a major update to Scratch, and replaced the older Scratch version 1.4 (shown back in Figure 1
). The layout of the main window for Scratch 2 is shown below in Figure 2
. In this book, you will learn how to use Scratch 2 (The newest software version, Scratch 3.0 will reportedly be available for the Raspberry Pi in 2020, and will be the topic of a future book in the “Excited About Coding!” series).
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Figure 2 – Scratch version 2 software


Raspberry Pi computer versions
 – Figure 3
 below lists the models that will run Scratch 2, and also shows the models that I recommend. The price difference between the models is not large (between $10 to $20).
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Figure 3 - Pi models that run Scratch 2


Chapter 2: Hardware Overview





The Raspberry Pi is a very small computer, but it is surprisingly powerful and capable!

One thing that is often not appreciated by today’s computer users is the fascinating construction of a computer circuit board, with all of the amazingly small computer chips, electronic components, and associated connections between chips and components. It is truly an engineering marvel. In most modern computers (desktops, laptops, tablets, phones), the circuit board is hidden inside a metal or plastic case. One great thing about the Raspberry Pi is that you get to see the circuit board up close, and you are actually involved in assembling the computer. The assembly is not difficult, but it gives owners of Raspberry Pi computers the feeling that they participated in building the computer themselves. The assembly steps include installing the heat sinks on the computer chips, inserting the circuit board into the plastic case, inserting the Micro SD memory card into the circuit board, and for some Pi cases, wiring up a cooling fan.
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Figure 4 - Raspberry Pi 4 computer circuit board


IMPORTANT
: Please wait until Chapter 4 “Set Up Your Raspberry Pi Hardware” before connecting your equipment together.

Equipment list:


	
Raspberry Pi kit (TIP: Buy a kit that includes ALL of the following items
).


	Pi 4 computer circuit board

	Micro SD memory card preloaded with NOOBS software. NOOBS stands for “New Out-Of-the-Box Software.” Verify that your kit includes this card!


	
Cables


	Power cable

	HDMI video cable (with Micro HDMI connector & Full size HDMI connector)





	Heat sinks

	Plastic case (some cases include a cooling fan)





	TV or monitor (preferably with an HDMI port, or you can use an HDMI-to-VGA adapter if needed)

	Keyboard (USB, wired or wireless)

	Mouse (USB, wired or wireless) & mouse pad

	Surge protector

	Headphones or AC-powered speakers (ONLY required if using a monitor without a built-in speaker)



[image: ]


Figure 5 – Pi 4 external connections
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Figure 6 - Data cable types

The Pi's memory card, RAM, and CPU

When you buy a Pi computer as part of a kit, the tiny Micro SD memory card (let's just call it the “memory card”) will be pre-loaded with the required operating system (also called “OS”) and application software. The memory card is the place in your Pi where software (the OS, your programs, and associated data) is read from when your Pi is powered on. This kind of memory is referred to as “permanent” or “non-volatile” memory. Such permanent memory is often referred to as “storage.” The memory card keeps all of the software permanently stored on it, regardless of whether the computer is powered on or off. In the Pi computer, the memory card plays the role that a hard disk or solid state drive does in larger computers such as the PC or Mac.

Your Pi computer also includes RAM (Random Access Memory), and it is contained inside one of the large silver or black computer chips on the Pi’s green circuit board (Figure 7
). RAM is referred to as “temporary,” “volatile,” or “working” memory. When you power up your Pi, the OS software is loaded from your memory card into RAM. Also, when you run a program, the software for that program is loaded from your memory card into RAM. RAM has very fast data access speeds, which allows the OS and your programs to run very fast without any annoying delays. But as implied above by the names “temporary/volatile/working,” all software disappears from RAM when your computer is powered off. During your usage of the Pi computer, you won't need to worry about such details, since the Pi OS software will take care of managing hardware resources automatically.

In addition to memory, a computer needs a CPU (Central Processing Unit) to function. The CPU is the “brains” of a computer, executing the OS and application software. On earlier models of the Pi, the CPU and RAM were contained in the same computer chip, but the Pi 4 now has separate chips for the CPU and RAM (Figure 7
).
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Figure 7 - CPU & RAM

Networking

To avoid computing security and parental control issues, we will not be connecting the Pi to the Internet. We will disable the WIFI and Bluetooth wireless connections, and will not be connecting an Ethernet cable (wired connection to the Internet) to our Pi. This is a good configuration for a first computer for a child or for schools where a simple child-safe computer lab is desired.

CAUTION: If you decide that you do need to connect your Pi to the Internet, be sure to implement strong computer security measures (passwords, firewalls, etc).
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Figure 8 - No Internet connection required

Hardware notes


Check TV/monitor connector
: Look on the back of your TV or monitor and verify that it has a port labeled “HDMI.” Most modern TVs and monitors have a HDMI port, but very old TVs and monitors might not have one. Using a TV/monitor with an HDMI port is the easiest way to go, but if you want to use an older monitor that does not have an HDMI port, you can get a HDMI-to-VGA adapter. However, if you use such an adapter, you will need to use headphones or AC-powered computer speakers to hear sounds generated by your Pi.


Surge protector
: As with all electronic devices, it is recommended to use a surge protector. That will protect your equipment from possible damage due to power spikes that can sometimes occur in building electricity sources. The following features are recommended for your surge protector:


	At least two power outlets (one to plug-in the Pi power cord, one to plug-in the TV/monitor power cord). And if you will be using AC-powered speakers, then you will want to have three power outlets.

	ON/OFF switch.

	“Protected” status light. This light indicates that your surge protector is working correctly, and will protect your equipment from any electricity surges. If this light is not lit when the surge protector switch in ON, then your surge protector is not working correctly, and it should be replaced.
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Figure 9 - Surge protector

Backup device (optional, but recommended)

If you want to safeguard your Scratch projects, you can take the extra step of saving a copy of your “My Code” folder to a removable USB memory stick (also called a flash drive or thumb drive). By saving your projects to a removable memory stick, you will have a backup (i.e. extra) copy from which you can recover your projects if your Pi ever gets damaged or is lost. When working with computers in general, it is a good habit to backup your valuable files to a removable drive periodically. Chapter 15 “Backing Up Your Work” describes the process for saving your code to a USB memory stick.
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Figure 10 – Backing up your work


Chapter 3: User Interface Basics





Before we set up the Pi hardware and software, let's review some of the basics of the Pi user interface.

(If you are already familiar with using a computer, you can skim through this chapter quickly.)


Computer mouse
 - A mouse is a plastic handheld “pointing device” that allows you to select things that you see on the computer monitor or TV (let's call it the “screen”). When you slide your mouse on a desk or table, an arrow-shaped pointer moves on the screen. Often a rubber mouse pad is used on the desk or table to provide a cushioned surface on which to move the mouse and rest your wrist. Figure 11
 shows how moving the mouse on a mouse pad results in the mouse pointer moving on the screen.
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Figure 11 - Using a mouse


Figure 12
 shows how you can move the mouse pointer long distances on the computer screen by sliding the mouse to the edge of the mouse pad, then lifting the mouse and moving it back to where you started from, and then continuing to slide the mouse in the same direction.
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Figure 12 - Moving the mouse pointer a long distance on the screen

A mouse usually has two buttons (left & right). The mouse operations that we will use are:


	
Left-click
 – Press the left mouse button and then quickly release it. This tells the computer that you want to select the thing on the screen that the mouse pointer is pointing to.
 NOTE
: If you read instructions that simply say “click” (without specifying left or right), a left-click will usually work.




	
Right-click
 – Press the right mouse button and then quickly release it. NOTE
: In many situations, a right-click will have the exact same effect as a left-click. But sometimes, a right-click will have a different behavior, such as displaying a menu (list of things) that you can then select from.




	
Double click
 – While holding the mouse steady, quickly press the left mouse button two times and then release the button. NOTE
: The double click might be hard to learn at first. If you have trouble double clicking, then use the alternate method of single clicking (left mouse button) the item to select it and then press the Enter/Return key.




	
Drag and drop
 – Some objects on the computer screen can be copied or moved by placing the mouse pointer on top of the object, and then holding down the left mouse button while sliding the mouse on the mouse pad (you will see the object moving on the screen along with the mouse pointer). When the object reaches the place on the screen where you want to place it, you take your finger off the mouse button, and the object will be dropped there.




	
Selecting from a menu
 – Menus are lists of things. In a restaurant, a menu is a list of the food and drinks that you can select from. When working with computers, a menu is often used for selecting an item from a list. See Figure 13
 for a demonstration of how to select from a “cascading” menu. One definition of the word “cascade” is “anything that resembles a waterfall.” Cascading menus have steps that look like a waterfall (especially when there are many steps).
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Figure 13 - Example of using a cascading menu


Computer windows
 - Just as a house or apartment has four-sided windows which provide you with a view of the outside world, computer operating systems have four-sided windows that provide you with a view into some program or feature of the computer software (Figure 14
).
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Figure 14 - Windows

Just like a window in a house, windows on a computer have frames that surround the window. The top part of the window frame contains words which are called the “window title.” When the top part of the window frame is left-clicked, that window is “selected” and the top of the frame turns a darker color. Once selected, you can drag the window around by that top bar, and drop it on the computer desktop wherever you want to put it.

In the upper right corner of the window frame, there are three buttons that you can left-click to control the state of the window (Figure 15
). These buttons are:


	
Minimize
 (left button) – This button is labeled with “_,” and its function is to hide the window. NOTE
: When a window is created, a bar labeled with the window's title is added along the top of the Pi desktop. If the window has been minimized (in other words “hidden”) and you left-click this bar, then the window is re-opened to the same position on the desktop that it was when the window was minimized.




	
Maximize
 (middle button) – This button is labeled with “r,” and expands the window to fill up the entire desktop. Left-clicking the button a second time, returns the window to its prior size.




	
Close
 (right button) – This button is labeled with “X” and its function is to close the window.




Figure 15
 shows two computer windows and the links to them (at the top of the Pi desktop).
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Figure 15 - Window details

Here are some other window operations that you will find useful:


	
Move
 – Left-click on the window title bar and drag and drop the window at a new location (Figure 16
).




	
Resize
 – Left-click on the window frame in the lower right corner and drag and drop the corner to change the window size (Figure 16
).




	
Bring forward
 – If the window is partially hidden behind another window and you want to bring the window forward so that it is fully visible, you can left-click on the title bar of the window.
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Figure 16 - Move and resize window


Chapter 4: Set Up Your Raspberry Pi Hardware





Now let's connect everything, apply power, and see your Pi come to life!

NOTE: Read and follow the safety instructions that came with your Pi computer.


Step 1
 - Remove the plastic Pi case from its box. If the top and bottom halves of the case are attached, then separate them. Place the bottom half of the case on a flat surface. The bottom of the case is usually the thinner of the two. Pi cases come in various designs, some with more than two pieces, and some are easier to put together than others. If you have questions, refer to any instructions that were provided with the case.


Step 2
 - Discharge any static electricity from your hands by touching your fingers to a large metal object, such as a refrigerator. Computer circuit boards can be damaged by even small electric shocks, so you want to get rid of any static electricity that you might have on your hands before handling the Pi circuit board.


Step 3
 - Remove the Pi computer (circuit board) from the box or wrapper, and snap it into the bottom of the plastic case (Figure 17
). The top of the circuit board is the side with the Raspberry Pi logo on it.
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Figure 17 - Attach Pi circuit board to case bottom


Step 4
 - Attach the heat sink blocks to the computer chips on your Pi. If chips get too hot, they can fail. The heat sink blocks help to transfer heat from the chips to the air. Remove the paper backing from the heat sink blocks to expose the sticky side. It’s recommended to check the user manual that came with your Pi for proper placement, but the typical installation locations for the Pi 4 are shown in Figure 18
.
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Figure 18 - Installing heat sink blocks


Step 5
 - The Pi 4 runs hotter than earlier models, so some cases include a fan to help cool the computer chips. If your Pi case has a built-in fan, connect the two wires from the fan to the circuit board, as described in the user manual that came with your Pi case (example wiring for Vilros Pi 4 kit shown in Figure 19
).
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Figure 19 – Example of fan wiring (Vilros Pi 4 kit)


Step 6
 - Attach the top half of the plastic case and snap it into place. (Figure 20
). If your Pi case came with rubber feet, peel off the backing from the feet, and stick them onto the four corners of the case bottom.
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Figure 20 - Attach case top


Step 7
 – Flip your Pi over, and insert the Micro SD memory card (Figure 21
). IMPORTANT
: Make sure you have the Micro SD memory card oriented the right way before inserting it into the slot in the bottom of the Pi (see figure below). NOTE: The large black “adapter card” (shown below) might not be included in your Pi kit, and that is fine since we will not be using it.
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Figure 21 – Insert Micro SD memory card


Step 8
 - Set the power switch on your surge protector to the OFF position. Plug the surge protector into wall power.


Step 9
 -Plug the TV/monitor into the surge protector.


Step 10
 – Remove any plastic covers from the ends of the HDMI cable. Connect the small end of the HDMI cable to the left HDMI port on the Pi (flat side of the HDMI connector is up) as shown in Figure 22
. Connect the other end of the HDMI cable to your TV/monitor.  NOTE: The other HDMI port can be used to connect a second TV/monitor to the Pi (not recommended).
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Figure 22 - Connect HDMI cable


Step 11
 - Connect the mouse and keyboard to the Pi. (NOTE: USB cables only fit into USB ports one way. If the cable is not fitting into the connector, flip it over and try the other side.)


Step 12
 - Connect the Pi power cord from the Pi to the surge protector (Figure 23
).
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Figure 23 - Connect power cord


Step 13
 - Apply power to the Pi by turning the surge protector switch to ON. (NOTE: Some Pi kits come with a power cord that has a built-in power ON/OFF switch. If you have one of those, then also push in or toggle the switch on the power cord). The Pi’s red power status light (labeled “PWR” on the circuit board) should light up (Figure 24
). If the red light does not turn on, see the “Troubleshooting” page at the end of this chapter.


Step 14
 - Turn on your TV/monitor. You should see a Pi startup screen which says “NOOBS” at the top. The next chapter will explain what to do on the startup screen. If you are using a TV and the screen is blank, then check that the TV’s “source” selection is “HDMI.” If your TV has multiple HDMI input ports (typically on the back side), then verify that the “source” matches the correct HDMI port number that your cable is plugged into (HDMI1, HDMI2, …). For further help with a blank screen, see the troubleshooting steps on the next page.
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Figure 24 - Pi status lights


TROUBLESHOOTING
:


	
PROBLEM – Pi’s red PWR (power) status light is OFF


	
CHECK #1
: Some wall power outlets have an ON/OFF switch on the wall. If you are using such a switched power outlet, verify that the wall switch is in the ON position.

	
CHECK #2
: Verify that your surge protector ON/OFF switch is in the ON position. There should be an indicator light on the surge protector that shows that power is switched ON.

	
CHECK #3
: If your Pi power cord has a built-in ON/OFF switch, make sure that the switch is pushed in or toggled to the ON position.

	
CHECK #4
: Verify that your Pi’s power cord is plugged firmly into your Pi on one end, and is plugged firmly into your surge protector on the two-prong end.

	
CHECK #5
: Confirm that your wall power outlet is providing electrical power by plugging in some other device (like a lamp) into the power outlet, and see if that works properly.








	
PROBLEM - Monitor/TV screen is blank


	
CHECK #1
: Verify that your monitor/TV is plugged in and powered ON. Most monitors and TVs have a power status light (red, green, or blue) that is lit when power is ON.

	
CHECK #2
: Verify that your monitor/TV has “HDMI” selected as the “source.” A monitor/TV will have controls (either buttons on the monitor/TV or via a remote control device) that allow you to select the video source. If there is more than one HDMI port on your monitor/TV, then make sure that you have selected the source (e.g. HDMI1, HDMI2) that corresponds to the port on the back of the unit that you plugged the cable into.

	

CHECK #3
: If the memory card is not inserted into the slot in your Pi:


	Turn OFF Pi power (using the power cord switch or at the surge protector).

	Insert the memory card into your Pi, with the orientation shown in Figure 21.

	Turn ON Pi power.





	

CHECK #4
: If the memory card was inserted into the slot in your Pi, then it’s possible that the metal contacts on the memory card are not making a good connection to the Pi. Try “reseating” the card:


	Turn OFF Pi power (using the power cord switch or at the surge protector).

	Remove and re-insert the memory card. The card should snap into place when it has been inserted properly.

	Turn ON Pi power.





	
CHECK #5
: If you have access to another Pi (such as a classroom with many Pi computers), try using your memory card in the other Pi, to see if the failure is due to a bad Pi. If the light is still OFF using a different Pi, then there is a problem with your memory card. In this case, use a computer that is connected to the Internet, and download a fresh version of NOOBS to the memory card (www.raspberrypi.org/downloads)
. To do this, you will need a USB micro SD memory card reader. If, after downloading a fresh version of NOOBS onto your memory card, the light is still OFF, then your memory card is probably defective, and should be replaced.








	
PROBLEM - Monitor/TV screen is frozen with a rainbow of colors for more than a minute.


	
CHECK #1
: Turn off your Pi’s power, unplug all of the cables that are connected to your Pi, firmly plug the cables back in, and then turn on power.

	
CHECK #2
: Turn off your Pi’s power, remove any static electricity from our hands (touch a large metal object), remove the memory card from your Pi, and reinsert the memory card.

	
CHECK #3
: Follow the instructions for CHECK #5 above to reload your memory card.








Chapter 5: Set Up Your Raspberry Pi Software





Let’s install and configure the Raspian Operating System software.

Configuring the software for your Pi computer is very simple. When you power up your computer for the first time, there are four configuration steps that you should perform (Figure 25
).
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Figure 25 - Software configuration steps


Select Keyboard Type
 - At the bottom of the startup screen (Figure 26
), there is a pulldown menu that allows you to change the keyboard type. Since the Pi was developed in England, the default keyboard type is “English (UK).” If you live in the United States, change the keyboard type to “English (US”).


Install the Operating System (OS) Software
 – An operating system is the software that allows a computer to perform basic functions, such as window and file management. There are several different types of operating systems that can run on a Pi computer. The most popular OS is Raspian and it is officially supported by the Raspberry Pi Foundation. For this book, we will install the Raspian OS. If you purchased your computer as part of a kit (includes memory card, power cord and cables), then your micro SD card will be preloaded with the NOOBS installer software. This software is activated the first time that you power on your Pi computer, and the NOOBS startup screen is shown in Figure 26
. Left-click the checkbox to the left of “Raspian OS” to select it for installation.
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Figure 26 - Pi startup screen

After left-clicking the Install icon, you will be asked to confirm that you want to proceed with the OS installation. Left-click the “Yes” button (Figure 27
).
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Figure 27 - Confirm that you want to install OS

An installation status window is displayed. This status window has a “progress bar” at the bottom that fills in with color as the installation proceeds. It will take up to 20 minutes for the OS to be installed. When the installation is complete, you will see a completion message window appear (shown on the right side of Figure 28
). NOTE: Even if the progress bar shows 100% complete, please wait until you see the completion message window that says “OS(es) Installed Successfully.” Then left-click the OK button to continue.
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Figure 28 - OS installation status window & completion message

Next, your Pi will initialize the “desktop” software. This process takes about one minute. Left-click the “Next” button when you see a window that says “Welcome to the Raspberry Pi Desktop” (Figure 29
).
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Figure 29 – Desktop “Welcome Screen”

A window will appear that allows you to set your country, language, and timezone. Select your country and language. You don’t need to set the timezone because we will not be using the clock (which is set from the Internet), and we will remove it from the desktop during the desktop configuration steps. We are not going to use the clock because it requires an Internet connection.
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Figure 30 - Set country

Next, select a strong password for your Pi. To create a strong password, use at least 12 characters, and include upper and lower case letters, numbers, and special characters (such as ! @ # $ *). Write down the password so that you don’t forget it. After typing your new password a second time to confirm it, left-click the “Next” button (Figure 31
).
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Figure 31 - Change password

Since we are not connecting our Pi to the Internet, click the Skip button on the “Select WiFi Network” window.

[image: ]


Figure 32 - Skip WiFi Network selection

You can skip checking for Raspian OS updates, since the Pi will not be connected to the Internet. Finally, as the last step in the installation process, left-click the “Restart” button (Figure 33
).
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Figure 33 –Skip software update and restart Pi


Turn Off Bluetooth & Remove Control
 – Along with not connecting your Pi to the Internet, turning off the Bluetooth wireless connection locks another network access door to your Pi to keep hackers out. We will also remove the control from the desktop. CAUTION
: Skip this step and leave Bluetooth ON if you are using a wireless keyboard and mouse that use Bluetooth to communicate with the computer
. Your wireless keyboard and mouse do NOT require Bluetooth if they came with a small ¾ inch USB plug (called a “dongle”). That dongle (when plugged into your Pi) provides a non-Bluetooth wireless connection to your keyboard and mouse, and is not affected if you turn off your Pi’s Bluetooth.
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Figure 34 - Disable Bluetooth


Remove WiFi Connection Control
 – Since we are not connecting our Pi to the Internet, we will remove the WiFi connection control feature from the desktop.
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Figure 35 – Remove WiFi control


Fan Test
 – If your Pi case has a built-in cooling fan, put your hand above the fan and see if it is blowing air. If you don’t feel any air moving, it’s possible that you didn’t connect the two wires from the fan to the correct GPIO pins on the Pi. IMPORTANT
: Don’t make any wiring changes unless your Pi is powered off. If your fan is not working, see the instructions in Chapter 7 (“More Raspberry Pi Basics”) on how to shutdown your Pi. After shutting down your Pi, turn off power, and verify that the fan wires are firmly connected and are attached to the correct pins. Refer to the user manual that came with your Pi to verify that you have used the recommended wiring. After checking the wiring, apply power, and check again to verify that the fan is blowing air.
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Figure 36 – Fan test


Chapter 6: Customize Your Desktop





Let’s customize the desktop to make it simpler and easier to use.

The word “desktop” is used to refer to this main computer screen because it is similar to the top of a desk in a home or business, where you have placed out some commonly used items that help you get your work done. You will see the Pi desktop every time that you power on your Pi. It takes the Pi about 10 seconds to “boot up” to the desktop screen after you turn on power.

In this chapter we will customize the desktop so that your Pi is easier to use. Figure 37
 shows the default desktop (left) and the desktop after our customizations (right). The most noticeable change is the replacement of the desktop photo with the Raspberry Pi logo picture. Even though photos can be attractive on a computer desktop, they can also make it harder to read text items on the desktop due to the mix of different colors in a photo. A solid color background, like the light gray background of the Raspberry Pi logo picture provides a nice consistent background for text labels on the desktop. Other desktop changes that we will make include changing the text color to black (for good contrast), adding a folder on the desktop for your code, creating a clickable shortcut to the Scratch program, and removing items on the desktop that will not be used in this book.
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Figure 37 –Desktop customization


Remove the Web Browser from the task bar
 – Since we will not be using the Internet, we will remove the Web Browser icon from the Task Bar.
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Figure 38 - Remove Web Browser from task bar


Remove the Terminal from the task bar
 – A terminal window allows the user to send text-based commands to the Pi. We will not be using that window, so we will remove the terminal icon from the Task Bar.
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Figure 39 - Remove Terminal from task bar


Select Desktop Picture and Text Color
 – The Raspian OS has a default desktop picture, but you can choose a different picture. The steps to change the desktop picture and text color are shown below in Figure 40
, Figure 41
, Figure 42
, and Figure 43
. I recommend selecting the picture “raspberry-pi-logo” for the desktop. After selecting that picture, we will change the text color to black (default is gray) to make it easy to read (best contrast).

[image: ]


Figure 40 – Changing the desktop picture
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Figure 41 –Changing the desktop picture (continued)
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Figure 42 – Changing the desktop text color
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Figure 43 - Updated desktop picture and text color


Create Code Folder
 – A folder is a container in your SD card memory where you can store files and other folders. The computer “icon” (small picture on the screen) for a folder looks like a paper folder. Folders are important for organizing your work, allowing you to find the files that you have created in the past. Figure 44 shows some of the high-level folders on your Pi. The folders are ordered in a “hierarchy,” with the “Pi” folder at the top of the hierarchy. The lines on the hierarchy diagram show which folders are contained inside other folders. In the folder hierarchy, the Desktop is a folder, and it is contained inside the Pi folder. Initially, the Desktop folder is empty. Any files and folders that you add to your Desktop folder will show up as individual icons on the desktop screen when your Pi boots up. For easy access to your Scratch code projects, we will create a “My Code” folder on your desktop. The steps are shown in Figure 45
.
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Figure 44 – Your SD memory card is organized into folders
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Figure 45 - Create “My Code” folder on desktop


Create Scratch Shortcut
 – For fast startup of your Scratch software, create a clickable shortcut icon on your Pi desktop. The steps are shown in Figure 46
. IMPORTANT
: In Step 3, right-click the “Scratch 2” menu item, not the “Scratch” menu item (without the “2”). Clicking the “Scratch” menu item would create a link to the older software version, Scratch 1.4.

NOTE: If the shortcut that is created looks different than the Scratch Cat icon shown in Figure 46
, then perform a Pi reboot as described in Chapter 7 “More Raspberry Pi Basics”, and see if that fixes it.
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Figure 46 - Create Scratch 2 shortcut on desktop


Remove the clock
 – The Raspberry Pi does not have an internal time clock. Since we are not going to connect the Pi to the Internet, there is not an external time source available to keep the desktop’s clock updated. So rather than leaving an incorrect clock on our desktop, we will remove it. Right-click the clock in the upper right corner of the desktop. In the popup menu, left-click “Remove Digital Clock from Panel.”
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Figure 47 - Remove clock from desktop


Chapter 7: More Raspberry Pi Basics





Here are a few more Pi basics that you should know about before we get ready to start coding.


Shutdown
 – You should always perform a shutdown before removing power from your Pi. The shutdown steps are shown in Figure 48
. If you power off your Pi without first performing a shutdown, your Pi’s software might get damaged and you might lose some of the files that you have created. After commanding a shutdown, wait until the screen goes blank before turning off the Pi’s power.
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Figure 48 – Shutdown

As you may have noticed, your Pi does not have its own ON/OFF power switch. Power can be removed from your Pi in the any of following ways (with the best methods listed first):


	If your Pi’s power cord has an ON/OFF switch (button or toggle), use that switch to turn it OFF .

	Turn your surge protector’s power switch to the OFF position.

	Unplug the surge protector from the wall outlet.

	Unplug the Pi’s power cord from the surge protector. NOTE: It is not good to disconnect the power cord end that plugs directly into the Pi while power is on. You can get a spark that jumps from the power cord to the Pi, which may damage the Pi’s circuits or computer chips.




Reboot
 – A reboot performs a shutdown, followed by an automatic restart of your Pi. The reboot steps are shown in Figure 49
.

If your Pi is having unexplained problems, you should try rebooting your Pi software to see if that helps.

If the problem is not resolved by a reboot, then the next thing to try is to command a shutdown (as shown earlier in Figure 48
), then after the screen goes blank, turn off Pi power, and then turn Pi power back on.
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Figure 49 - Reboot


Recovering from mouse or keyboard problems
 – If you run into a problem where your mouse or keyboard had been working properly, and then one or both suddenly stop working, try the following possible fixes:


	Verify that the USB cables from your mouse and keyboard are firmly plugged into your Pi.

	Disconnect the USB cable for the item that is not working (mouse or keyboard), wait a few seconds, and then plug it back into your Pi. There a four USB ports on your Pi that you can try using.

	If your keyboard is having a problem, but your mouse is still working, perform a shutdown and restart as described at the beginning of this chapter.

	If you are using Scratch and your mouse clicks stop working, try hitting the “Esc” key on the upper left corner of your keyboard.

	If all other attempts to fix the problem have failed, then restart your Pi by switching its power off, wait a few seconds, and then turn power back on. This is the only situation where directly powering off your Pi is recommended without first performing a shutdown.

	If none of the above fixes resolve the problem, then try using the mouse or keyboard on another computer to see if the device has failed.




Recovering from a frozen “rainbow screen”
 – As mentioned earlier in the Troubleshooting section, if your Pi gets stuck for more than one minute during the booting process with a screen that looks like a multi-colored rainbow, it could be due to a bad connection of a cable to the Pi. To attempt to fix that problem, turn off your Pi’s power, unplug and firmly plug-in all of the cables that are connected to your Pi, and then turn on power. If that doesn’t solve the problem, turn off Pi power and check that the memory card is inserted fully.


Chapter 8: Software Development Process






Coming up with an idea and turning that idea into something real is very rewarding
.

In this book, you will get an introduction to the process that is used by software developers around the world to create a wide range of things including computer games, smart phone apps, and software that controls airplanes in flight.

Before we jump into coding our first project, let’s briefly review the process that we will be using. As shown in Figure 50
, the four main development steps (Define Requirement, Design, Code, Test) can be divided into two groups. It’s a good comparison to think of coding in Scratch as being similar to building something with Lego blocks. Before you start attaching Lego blocks together, you come up with an idea in your head of what type of object you want to build, and you might also think about some of the details of how you are going to build it. These initial “thought” steps in the software development process are “Define Requirements” and “Design.” After completing those steps, you will be ready to start writing your code (connecting Scratch blocks) and testing it.
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Figure 50 – From ideas to computer code

Step definitions:


	

Define Requirements
 – Before you can start building a software project, you need to decide what the software is going to do. This “What does it need to do?
” information is written down as “software requirements.” These are often written as a set of numbered paragraphs in a text document. In some situations it is more important to write down detailed requirements before you start building your software. If you are going to be selling your software to a customer, then a document containing the software requirements can become an important part of the contract between the software developer and the software purchaser. In a school setting, the requirements for a coding assignment might be provided by your teacher. If you are working on a software project just for fun at home, then you might decide to skip writing down (also called “documenting”) the requirements and just start writing code, with the requirements just residing in your head.






	

Design
 – In the design step, you create a basic (“high-level”) outline that shows how your computer code will be organized. For small programs, you may choose to skip documenting your design, and just jump into coding your program. But for larger programs, documenting your design is very helpful because it allows you to organize your thoughts at a simpler level before getting tangled up in the code details. You can think of creating a software design as being similar to how an architect creates a blueprint for a building before having the construction workers assemble the structure.






	

Code
 – Computer code is written in a “programming language” (which in our case is Scratch) and is a set of instructions that tells a computer what you want it to do. A collection of computer code is called a computer program (or project), and in this book we will be writing computer programs that are games.






	

Test
 - Run your program on a computer, and...


	
Find any software problems (i.e. “bugs”).



	
Think about how existing features might be improved.



	
Think about new features that you may want to add.



	
Think about removing features that aren’t really needed or cause problems.









One fun thing about building computer games is that during the process of testing your software, you will be playing your game. Initially, when you don’t have a lot of code in your program, it won’t feel like you are playing, but as your code becomes more complete, you will basically be playing the game as you test it.

While coding, you can run tests as often as you want to prove that your code is working correctly. It feels good to run a test and see that your code does exactly what you expected. But, of course, your code will often have problems that are apparent when you run a test. Or you might not find a problem, but when you see how your code works, you may think of an improvement that you can make. The arrow back from “Test” to “Code” in Figure 50
 and Figure 51
 represents the process of running a test, and then either finding a problem or identifying an improvement, and then updating your code.

It is helpful to frequently run tests as you add new sections of code. This will give you confidence that the code that you are writing is correct as you write it, and will narrow down the possible parts of the code that are causing you problems.
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Figure 51 – Pi 4 hardware mapped to Code, Test, and Save

In Figure 51
, there is an arrow from the “Test” step to a “Save” location. This represents the step where you have run a successful test, and you want to save your code. While you are writing code, your work is being stored in your Pi’s RAM (temporary computer memory). But everything that is stored in RAM is erased when your Pi is powered off, so when you have run a successful test of your code, it’s a good time to save it to permanent memory (your Pi’s micro SD card). When you follow these coding steps, if you suddenly find that you have introduced a bug in your program by adding new code, and if you are having difficulty fixing the problem, you will have the option of simply closing the Scratch application, and selecting “Don't Save” when asked if you want to save your project. Then you can reopen your Scratch project and start over from the time when you last saved it. This is not something that would happen very often, but it is nice to have the option to discard recent changes and restart at a point where your software was last working well. In the next chapter, we will learn the details of how to save Scratch projects.


Chapter 9: Project - Quick Draw Cat





Now let’s start coding our first Scratch project!


REQUIREMENTS
 (“What does the code need to do?”):


	
The player will click the green flag to start the game. This is the standard way to start a Scratch program.



	
The player will use the arrow keys (up, down, left, right) to control the movement of a cat who walks around the screen. Each time an arrow key is pressed, the cat will move a small distance.



	
As the cat walks, it will leave a colored trail behind.



	
The trail will be a different color depending on the direction of travel (up/blue, down/green, left/yellow, right/red).



	
As the cat moves, it will appear to be walking (legs move).






DESIGN
 (“How will your code be organized?”):


	
When the green flag
 is clicked:


	
Place the cat at the center of the screen.



	
Erase any pen markings on the screen.



	
The cat makes a “meow” sound, and a popup balloon displays the text “Hello.”









NOTE: This is not listed in the software requirements, but it’s just a fun little feature that we can add!


	
When the right arrow
 key is pressed:


	
Set the pen color to red.



	
Set the pen down (ready to draw a line when the cat moves).



	
Move the cat 10 steps to the right.



	
Lift the pen up.







	
When the left arrow
 key is pressed:


	
Set the pen color to yellow.



	
Set the pen down.



	
Move the cat 10 steps to the left.



	
Lift the pen up.







	
When the up arrow
 key is pressed:


	
Set pen color to blue.



	
Set the pen down.



	
Move the cat 10 steps in the up direction.



	
Lift the pen up.







	
When the down arrow
 key is pressed:


	
Set pen color to green.



	
Set the pen down.



	
Move the cat 10 steps in the down direction.



	
Lift the pen up.










CODE & TEST
: Start the Scratch program by double-clicking the shortcut on your desktop. The first thing that we want to do is to give ourselves the largest possible view of our coding area. As shown in

Figure 52
 below, we do this by shrinking the stage (the game area in the upper left corner of Scratch window) down to its smallest size. Left-click the little gray triangle in the lower right corner of the stage. Notice that left-clicking the gray triangle many times will alternately shrink and expand the stage size. Try that.
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Figure 52 – Expand the coding area

When you create large programs, you might like even more workspace for your coding. In the lower right corner of the coding area, there are zoom controls that shrink and expand the size of your code blocks.
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Figure 53 – Zooming the coding area

In the top center section of the Scratch window, you will see the “block palette” (Figure 54
). For an artist, a palette is a board with different colors of paint on it. In Scratch, the block categories are each a different color. You can change the block category that you want to work with by left-clicking on a category (like Motion, Looks, or Pen) on the palette.
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Figure 54 – Block palette

The categories of blocks are:


	

Motion
 – Control the position and movement of your sprite (the sprite in this project is a cat).



	

Looks
 – Change the looks of your sprite (size, color, costumes, show/hide).



	

Sound
 – Play sounds and control volume.



	

Pen
 – Control the pen to draw colored lines on the stage.



	

Data
 – Create and update named variables that contain number values (such as “Score = 101”).



	

Events
 – Trigger your code to execute when events happen such as clicking objects and pressing keys.



	

Control
 – Code that controls the pathways that your code follows (wait, repeat, if, else, forever loop).



	

Sensing
 – Test various things (touching, distance, key pressed) and ask the player questions.



	

Operators
 – Math and logic “operators” (add, subtract, multiple, divide, >, <, =, and, or, not).



	

More Blocks
 – Allows you to create custom blocks. We will not be using this feature in this book.





Before we start coding, let’s first review how to work with code blocks. Writing code with Scratch is kind of like building with Legos, where you snap small colorful blocks together to build something. In Scratch, you drag and drop colorful code blocks from the block palette into the coding area. When two blocks are close to each other, they will snap together. You will see a white line appear between the two blocks when they are close enough to snap together. Then if you drop the block, it will snap into place, attached to the nearby block.
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Figure 55 – How to connect blocks

You can disconnect blocks by left-clicking on a block and dragging it away from the block above it. Try this.
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Figure 56 – How to disconnect blocks

To replace a block, you disconnect the block that you want to replace, delete it, and add the new block.
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Figure 57 – How to replace a block

Now let’s get ready to start our coding by clearing the coding area. IMPORTANT
: If you need to power off your Pi before completing this Quick Draw Cat project, skip ahead to Step 37 to learn how to save your project file before powering off your Pi.
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Figure 58 - Clear the coding area

The first block category that we will use is “Events.” Event blocks cause your code to start executing.


Step 1
 - Left-click on the “Events” code block category in the block palette. NOTE: All of the coding steps in this chapter are shown in the diagrams that follow the written instructions for each coding step. See Figure 59
 below.
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Figure 59 – Select Events block category


Step 2
 - Drag and drop the “when green flag clicked” block at the top of the coding area. Left-clicking the green flag is the standard way to start your program running in Scratch.

[image: ]


Figure 60 – When green flag clicked


Positioning your sprite
 – You can place your sprite (in this project, it’s the cat) on the stage by setting the X and Y positions of the sprite. The center of the stage has an X value of 0, and Y value of 0 (Figure 61
). Positions on the right half of the stage have positive X values, while positions on the left half of the stage have negative X values. Positions on the top half of the stage have positive Y values, while positions on the bottom half of the stage have negative Y values.
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Figure 61 – Your sprite can be placed at XY positions on the stage
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Figure 62 – Examples of setting sprite XY positions


Step 3
 - Left-click the “Motion” block category.
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Figure 63 – Select Motion block category


Step 4
 – Drag and drop the “go to X=0 Y=0” block underneath the first block (Figure 64
). The two blocks will snap together when they get close. This will place the cat at the center of the stage. NOTE: If the X and Y numbers in the “go to” block are not zero, then left-click on the numbers and type in a zero.
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Figure 64 – Place cat on stage


Sprite direction
 – When creating a video game, you will often want to change the direction that your sprite is facing. Scratch has a code block named “point in direction” which allows you to rotate your sprite by an angle (in degrees).
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Figure 65 – The "Point in direction" block rotates the sprite by and angle


Figure 66
 below shows some of the angle values that you can use to change your sprite's direction.
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Figure 66 – Sample sprite directions


Step 5
 – Add (drag and drop) a “point in direction” block. The default direction of 90 degrees (cat facing right) is a good starting direction, so you don't need to change the direction initially.
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Figure 67 – Set cat direction


Figure 68
 shows how one line in our design can end up being two blocks in our code. Placing a sprite on the stage involves setting both its location and direction.
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Figure 68 – Design mapped to code


Step 6
 – Left-click the “Pen” block category.


Step 7
– Add a “clear” block.
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Figure 69 - Clear the stage


Step 8
– Left-click the “Sound” block category.


Step 9
 – Add a “play sound” block.
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Figure 70 – Cat says “Meow”


Step 10
 - Left-click the “Looks” code category.


Step 11
 - Add a “Say Hello! for 2 secs” block.
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Figure 71 – “Hello” popup balloon


Test
 - Left-click the green flag in the upper right corner of the stage and see (and hear) what happens. NOTE: If you don’t hear anything, left-click the “sound control” icon which is located in the upper right corner of the Pi desktop, and left-click and drag the volume slider up to increase the volume. If increasing the volume doesn’t work, drag the volume slider back down
 to a low volume
, and try using headphones or AC-powered computer speakers (connect as shown back in Figure 5
). To direct sound to the audio port for headphones or speakers, right-click on the Sound Control icon and select “Analog” (the default is HDMI).
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Figure 72 - Test A


Step 12
 - Left-click the “Events” code category.


Step 13
 - Drag and drop the “When space key pressed” block to your program and place it in the coding area alone by itself (Figure 73
). Note that the “Events” code blocks with rounded tops cannot be attached to other blocks on their top side. These type of blocks allow you to create “event handlers”, which are parts of your code that are executed when you take an action, such as clicking a mouse button or pressing a key on your keyboard. In this project, we will be creating several event handlers.
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Figure 73 - Add keyboard event handler


Step 14
 - Left-click the little black triangle to the right of the word “space,” and then select “right arrow” from the events menu. REMINDER: To select an item in a menu, you left-click on your selection.

[image: ]


Figure 74 - Right arrow key event handler

Next we will set the pen color for drawing the red line that trails the cat when walking to the right on the stage. The easiest way to set the pen’s color is to set it to the number from the color wheel. The color number for red is zero.
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Figure 75 - Pen color wheel


Step 15
 – Left-click the “Pen” code category.


Step 16
 – Add a “set pen color to <number>” block. Note the caution in Figure 76
 below, so you avoid picking the wrong block (they look very similar).
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Figure 76 - Set pen color to red


Step 17
 – Add a “pen down” block. When the pen is down, a trailing line is drawn behind the cat when it moves.
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Figure 77 – Set the pen down


Step 18
 – Left-click the “Motion” block category.


Step 19
 – Add a “point in direction <number>” block.
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Figure 78 – Point in direction


Step 20
 – Add a “move <number> steps” block.
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Figure 79 - Move 10 steps


Figure 80
 below shows how the code that we just added maps to our design.
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Figure 80 - Code mapped to design


Step 21
 – Left-click the “Pen” block category.


Step 22
 – Add a “pen up” block. When the pen is up, no lines are drawn as the cat moves.
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Figure 81 - Lift up pen


Test
 - Press the right arrow key on your keyboard several times. You should see a thin red line trailing the cat when it moves.
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Figure 82 - Test B


Step 23
 – Add a “set pen size to <number>” block. This block allows you to change the thickness of the line that is drawn by the pen.
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Figure 83 – Make the trailing line thicker


Step 24
 – To increase the line thickness, left-click inside the white circle in the “set pen size to <number> block. Type in the number 10.


Step 25
 – To enter the pen size change, left-click anywhere on the background area of the coding area.
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Figure 84 - Increase pen size to 10


Test
 – Left-click the green flag and then press the right arrow key. The red trailing line should be thicker.
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Figure 85 - Test C

Now let’s create an event handler for the other arrow keys (left, up, down). We can take a short cut and do this fast by copying our event handler for the right arrow key, and then modifying the copied code in the few places that are required for the different direction of travel and different line color.
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Figure 86 - Copying event handler


Step 26
 – Right-click on the “when right arrow key pressed” block in your code, and select “duplicate” from the menu that pops up.


Step 27
 – Move the copied set of blocks to the open space to the right, and left-click to drop them.
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Figure 87 – Duplicating a code block


Steps 28 & 29
 – Repeat steps 26 & 27 two more times, so that we have a total of four arrow key event handlers. Place those two new event handlers below the two existing arrow key event handlers.
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Figure 88 - Copies of arrow key event handler


Step 30
 – Set up the left arrow key event handler as shown below in Figure 89
.
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Figure 89 – Set up event handler (left arrow key)


Step 31
 – Set up the up arrow key event handler as shown below in Figure 90
.
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Figure 90 – Set up event handler (up arrow key)


Step 32
 – Set up the down arrow key event handler as shown below in Figure 91
.
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Figure 91 – Set up event handler (down arrow key)

NOTE: Researchers did a study to learn how “bugs” (coding errors) end up in our code. The study found that a common source of bugs was the use of code duplication (also called “copy/paste”), where the person doing the coding forgot to make all of the required changes to the copied section of code. So just be careful when duplicating code that you make all of the necessary changes for the new code usage.


Test
 – Left-click the green flag. Press the right, left, up and down arrow keys, moving the cat around the stage.
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Figure 92 - Test D

Sample test results are shown below. Note that you can view the stage in “Full Screen” mode by left-clicking on the blue icon in the upper left corner of the stage (see below). Left-click the blue icon a second time to exit Full Screen mode.
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Figure 93 – Zooming to Full Screen is nice for testing

Let’s review our requirements and see what else needs to be done.
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Figure 94 - Review of requirements


Step 33
 – When creating a video game, we sometimes want to “animate” a sprite so that the character appears to be walking or running. In Scratch, we can do this using a sprite's “costumes.” Some sprites that come with Scratch have multiple costumes, and some sprites don't. To see which costumes a sprite has, you can left-click on the “Costumes” tab in the coding area. The cat sprite that we are using has two costumes, with the legs and arms being in different positions. As shown below in Figure 95
, if we alternately display the two available costumes for our sprite, the cat will appear to be walking. The two costumes have the names “cat1-a” and “cat1-b.”
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Figure 95 - Sprite animation


Step 34
 – Left-click the “Scripts” tab to return to the coding view.


Step 35
 – Left-click the “Looks” block category.


Step 36
 – Add the “next costume” block at the bottom of each of the four arrow key event handlers.
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Figure 96 - Next costume block

NOTE: Scratch has an optional “cleanup” feature that will rearrange your code blocks in the coding area into a more compact and precisely aligned format. To use this feature, right-click on an empty spot in the coding area, and then left-click on “Cleanup” in the popup menu.


Test
 – Select a large stage size. Left-click the green flag. Press the right, left, up and down arrow keys, moving the cat around the stage. The cat’s legs should now appear to be moving while walking.
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Figure 97 - Test E

Now all of our requirements have been completed and successfully tested!
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Figure 98 – All requirements are satisfied


Congratulations!
 You have learned about the Requirements/Design/Code/Test development process, learned some of the basics of working in the Scratch programming environment, and learned how to use keyboard inputs and mouse clicks to interact with your code.


Save your project
 – While you are coding, your work is being stored in temporary RAM. When you reach a point where you are happy with your code, you should save it to the SD memory card that is plugged into your Pi. The SD card is permanent memory (also called “storage”) and will keep your code stored even after power is removed from your Pi.
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Figure 99 – Save your work to the SD memory card

When you save a file (such as your Scratch project) onto your SD memory card, you need to select a folder to store your file in. We will use the “My Code” folder that you created on the desktop back in Chapter 6 “Customize Desktop.”


Step 37
 – Left-click the “File” menu in the upper left corner of the Scratch window.


Step 38
 – Left-click the “Save Project” menu item.
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Figure 100 – Save your project


Step 39
 – You will see a popup window (Figure 102
) where you will enter a name for your Scratch project file (also called the “filename”). Choose a filename that reminds you of what the project is about. If you are in a home or classroom where there are other students using the same Pi, then it is important to include your own name in the filename, so that you can easily locate the projects that belong to you. Figure 101
 below shows filename suggestions for a student named Mary Smith (example), based on the student’s “Pi sharing” situation.
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Figure 101 - Choosing a filename

As seen at the top of Figure 102
 below, the name that you enter is followed by.”.sb2”. That is the “file extension” for Scratch 2.0 projects (NOTE: For Scratch 1.4 projects, the file extension is ”.sb”).


Step 40
 –If it’s not already selected (blue background), left-click “Desktop” along the left side of the File Selection window (Figure 102
). This will display the folders and files that are contained on the desktop (shown in Figure 103
).
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Figure 102 – Popup window for saving your project


Step 41
 – Double left-click the “My Code” folder (or single left-click it and then press the Enter/Return key). This opens the “My Code” folder contained inside the Desktop folder (that is contained inside the pi folder).
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Figure 103 - Selecting Scratch Projects folder for save


Step 42
 – Left-click the Save button. After saving the project, notice that the project name appears above the stage.
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Figure 104 - Save Quick Draw Cat project


Your project is now saved!
 It is now safely stored on your SD memory card, and your project will still exist if you power off your Pi.


Notes on saving your work
 - It can be helpful to save your work frequently. Saving your project each time that you have run a successful test is a good approach.
 That way, if you find that a change that you have made has introduced an error (i.e. “software bug”), and you cannot easily undo that change, then you can simply open your project again, and then you will have discarded any code changes that you made since the last time you saved your project. But this is just a suggestion. You can decide how often you want to save your work. Some people like to save often, while others don’t. Also, as an optional precaution to be extra safe, as shown in Chapter 15 (“Backing Up Your Work”), you can save an extra copy (called a “backup” copy) of your Scratch projects to a removable USB memory stick. This can come in handy for the case where your Pi is lost or damaged. You just need to make sure that you keep your USB memory stick in a safe location that is separate from your Pi, so that they are not lost together.


Opening your project
 - Now before we move on to the student exercises, let’s go through the steps for opening a Scratch project that you have previously saved to your SD memory card.


Step 43
 – Let’s start from the very beginning, by closing the Scratch application first.


Step 44
 – Start the Scratch program using the shortcut on the desktop.
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Figure 105 - Close and restart Scratch

One important thing to know about opening an existing Scratch project file is that you must only do it using the File menu. You will get a bad result if you open your “My Code” folder on your desktop and then double-click the project file (or single left-click it and then press the Enter/Return key). The Scratch software will be started, but your code will appear to be missing (it’s not really, but it looks like it). This is shown in the following figure.
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Figure 106 – Caution on opening existing project files


Step 45
 – Left-click the “File” menu in the upper left corner of the Scratch window.


Step 46
 – Left-click the “Load Project” menu item. A file selection window will popup.
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Figure 107 - Open a project


Step 47
 – A file selection window is displayed. At this point, there is only one Scratch project file (Quick Draw Cat.sb2), and it is selected (highlighted in blue). If there are multiple files listed, then you need to left-click on the one that you want to open to select it. To open the selected file, left-click the Open button.
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Figure 108 – File selection window (Open)


Step 48
 – When asked “Replace contents of current project?” left-click OK.


Working on the coding
 exercises
 – At the end of this chapter are exercises that will test your coding skills. You will be creating a separate project file for each exercise, and we want to keep the original Quick Draw Cat project file unchanged. In most of the exercises you will be making small changes to either 1)
 the original project, or 2)
 the code of a prior exercise. In the exercise instructions, the “starting point” will be named as either the original project, a numbered exercise project, or you will be asked to create a completely new project (as in Exercise 5). The relationships of the exercise projects are shown in Figure 109
.
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Figure 109 - Quick Draw Cat exercises

For the exercises where the starting point is an existing project (Exercises 1, 2, 3, 4), a good way to protect your starting point project from being accidently overwritten (as you work on a new exercise) is to make a copy of the starting point project before you start an exercise,
 and then make your coding changes to that copy. That copy will have a filename that includes the exercise number (like “Quick Draw Cat EX1”). This process is shown in Figure 110
. We will create the exercise copy by saving the starting point project using the “File> Save Project” menu item, and entering the new filename. This method of saving a file as a copy with a new filename is often referred to as “Save As”. NOTE:
 Don’t worry if this seems confusing. The specific steps that you need to follow will be listed in the exercise descriptions in the next chapter.
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Figure 110 – How to work on an exercise


Chapter 10: Exercises - Quick Draw Cat

(see Chapter 16 for the answers)


	
Use a pen size of 20 when walking to the right


	
Starting point - Original Quick Draw Cat project.



	
Save As - Add “EX1” at the end of your original filename (use “File>Save Project” menu option). NOTE: Remember to save it into your “My Code” folder as shown earlier in Figure 102, Figure 103, and Figure 104.



	
Code change - Set pen size to 20 in the event handler for the right arrow key.



	
Test - When walking in the right direction, you should see a colored line trailing the cat that is 2 times wider than in the original version.



	
Save - Save your completed exercise.










	
Use a pen size of 100 when walking in all directions


	
Starting point - Exercise 1 project.



	
Save As - Add “EX2” at the end of your original filename (use “File>Save Project”).



	
Code change - Set pen size to 100 in the event handler for each arrow key.



	
Test - When walking in all directions, you should see a colored line trailing the cat that is 10 times wider than in the original version.



	
Save - Save your completed exercise.










	
Change pen shade with each step


	
Starting point - Exercise 2 project.



	
Save As - Add “EX3” at the end of your original filename (use “File>Save Project”).



	
Code change - In the block palette, for “Pen,” you will find the “change pen shade by <number>” block. Insert that block above the “pen down” block in each arrow key event handler. Set the number value to 5.



	
Test - When walking in all directions, you should see the shade of the color change with each step.



	
Save - Save your completed exercise.










	
Increase the pen size with each step


	
Starting point - Original Quick Draw Cat project.



	
Save As - Add “EX4” at the end of your original filename (use “File>Save Project”).



	
Code change


	
Set pen size to 1 in the program startup code (executes when green flag clicked).



	
In each arrow key event handler, replace the “set pen size to <number>” block with a “change pen size by <number>” block, where the number is 1. TIP: It is helpful to zoom out the coding area (previously shown in Figure 53), and then drag the arrow key event handlers further apart to have some room to work. If you need to refresh your memory on how to replace a block, refer back to Figure 56 (disconnecting blocks) and Figure 57 (replacing blocks).







	
Test - As the cat walks, the width of the colored trail should continue to grow.



	
Save - Save your completed exercise.










	
Control the pen using letter keys


	
Summary - In this exercise, you will add 4 new event handlers to your program. You will use these event handlers to control the pen. These new events correspond to pressing specific letter keys on the keyboard (u, d, b, y). So far in this book, you have only used the arrow keys and mouse clicks as events. But many of the keys on your keyboard can be used as events too. The full list of the keys that you can use as events is shown when you left-click on the little black triangle on the “when <key> key pressed” block (Figure 111 on the next page). In this exercise, pressing those 4 letter keys (u, d, b, y) will cause the pen to be lifted up (letter “u” for up), placed down (letter “d” for down), colored blue (letter “b” for blue), and colored yellow (letter “y” for yellow). As an additional challenge in this exercise, you will use those new controls to draw the picture shown in Figure 112.



	
Starting point - Create a new project using the “File>New” menu option.



	
Save As - Add “EX5” at the end of your original filename (use “File>Save Project”).



	
Design


	
When green flag clicked


	
Shrink the cat to half size (NOTE: In the “Looks” section of the block palette, use the “set size to <number>%” block and set the number to 50).



	
Place the cat at the center of the stage and pointing in the right direction.



	
Erase any pen markings on the screen.



	
Start with a red pen that has a size of 1.



	
Lift the pen up.







	
When right arrow pressed


	
Point cat in right direction.



	
Move cat 10 steps (walking).







	
When left arrow pressed


	
Point cat in left direction.



	
Move cat 10 steps (walking).







	
When up arrow pressed


	
Point cat in up direction.



	
Move cat 10 steps (walking).







	
When down arrow pressed


	
Point cat in down direction.



	
Move cat 10 steps (walking).







	
When “d” key pressed (“d” is for down, as in pen down)


	
Place pen down.







	
When “u” key pressed (“u” is for up, as in pen up)


	
Lift pen up. (TIP: To find the “u” key in the menu of keys, place your mouse pointer over the small white triangle at the bottom of the menu, and the lower half of the menu will be displayed.)







	
When “b” key pressed (“b” is for blue)


	
Set pen color to blue.



	
Set pen size to 200. (NOTE: This large pen size will make it easy to quickly color the stage background with blue before drawing the yellow letters.)







	
When “y” key pressed (“y” is for yellow)


	
Set pen color to yellow.



	
Set pen size to 30.











	
Code - Translate the design shown above into code.



	
Test/Challenge - Using the arrow keys and the “b,” “y” and “u” keys, spell the word “CAT” with yellow letters on a blue background. The result should look something like Figure 112.



	
Save - Save your completed exercise.
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Figure 111 - Key menu
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Figure 112 – Control the pen using letter keys (Challenge)


Chapter 11: Project - Paint Pong





Paint Pong is a colorful twist on the classic game Ping Pong. As the ball moves across the stage, a colored line is painted, following the path of the ball. Each time a player hits the ball with a paddle, the color of the paint changes. All of the colored lines are erased when a player misses the ball with their paddle. So the longer that you are able to hit the ball back-and-forth without missing, the more colored lines will fill up the stage, resulting in an interesting and unique work of art!

The coding for this game is more complicated than Quick Draw Cat, which only used one sprite (the cat). Paint Pong will use multiple sprites. The ping pong ball is one of the sprites. Two other sprites, the paddles, are controlled by two players. While you are developing your code, you will perform the role of both players, controlling the paddle for Player 1 with your left hand, and controlling the paddle for Player 2 with your right hand. After you have finished coding and testing the game, you can invite a friend or family member to play it with you, or you can play it by yourself and see how long you can keep hitting the ball back-and-forth without missing.

The code for Paint Pong introduces the concept of “interaction” between sprites, where specific things will happen when two sprites touch each other. For example, when the ball sprite touches a paddle, the ball will bounce off the paddle by changing the direction that it is moving. Another example of sprite interaction is where an “edge” sprite is used to detect when a player has missed the ball. interaction of the ball and the edge sprites will become clearer later in this chapter.


REQUIREMENTS
:


	
The instructions on how to play the game will be displayed when the green flag is clicked.



	
Game play will start when the “s” key is pressed.



	
It will be a 2 player game, played like ping pong, with each player controlling one paddle. NOTE: The game can also be played by one person controlling both paddles.



	
Player 1 will control the left paddle using the “a” and “z” keys on the keyboard (a = UP, z = DOWN). Player 2 will control the right paddle using the “up arrow” and “down arrow” keys.



	
As the ball moves on the screen, a colored line will be drawn following the ball.



	
When a player hits the ball with the paddle, the color of the trailing line is changed.



	
When a player misses the ball with the paddle, all lines on the screen are erased, and the ball will be re-launched from the center of the screen.



	
The game score will be displayed along the top of the screen. When a player misses the ball with the paddle, a point is awarded to the other player.







DESIGN (Sprite definition)
:

We will use 6 different sprites for this game. Each sprite will have its own code that defines the look and behavior of the sprite.

The sprites are:


	

Instructions
 – Includes the game title, and explains how the game is played.



	

Ball
 – The ping pong ball.



	

Paddle1
 – Player 1’s paddle (positioned at the left side of the screen).



	

Paddle2
 – Player 2’s paddle (positioned on the right side of the screen).



	

Goal1
 – Scoring zone for Player 2.



	

Goal2
 – Scoring zone for Player 1.





Some of the sprites have obvious roles in the game, such as the ball and the paddles. Those sprites move in response to player actions, and correspond to real-world objects. But there are also sprites, such as Goal1 and Goal2 that are simply used as unmoving “sensors,” for which a section of your code can be triggered when another sprite (in this case, the ball) touches the sensor sprite. This is the way that points are scored in Paint Pong. When the ball touches either goal sprite, a point is scored for the opposite player, and the ball position is set back to the center of the stage to be relaunched. The 6 sprites used for this game are shown in Figure 113
.
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Figure 113 - Sprites (Paint Pong)

SPRITE #1: Instructions

DESIGN (Instructions):


	
When green flag
 is clicked:


	
Show sprite (this makes the Instructions sprite appear on the stage).







	
When “s” key
 is pressed (“s” is short for “start game”):


	
Hide sprite (this makes the Instructions sprite disappear).









CODE & TEST (Instructions):

In Scratch, you can use either pre-built sprites (such as the default cat sprite that we used in “Quick Draw Cat”) or you can build your own sprite using Scratch’s Paint Editor tool. To create the Instructions sprite, we will use the Paint Editor.

An Instructions sprite should include the following:


	
Title of the game (“Paint Pong”).



	
A brief description of how to play the game.



	
A list of the keyboard controls that are used to play the game.



	
The keyboard control that is used to start the game (we will use the “s” key).






Step 1
 - Left-click the gray triangle to shrink the stage and expand the coding area.


Step 2
 – Right-click on the Cat sprite.


Step 3
 - Left-click the “Delete” item from the popup menu.
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Figure 114 - Delete cat sprite


Step 4
 - Left-click the paint brush icon to paint a new sprite.
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Figure 115 - Paint new sprite


Step 5
 – Right-click inside the gray “Sprite1” box.


Step 6
 – Left-click “info” in the popup menu.
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Figure 116 - Update sprite name


Step 7
 - Left-click after “Sprite1”, and delete it (repeatedly press the Delete/Backspace key).


Step 8
 - Type in the new sprite name “Instructions”.


Step 9
 - Click the “back” button (white triangle inside blue circle).
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Figure 117 - Update sprite name (continued)


Step 10
 - Left-click the “T” to enter text mode.
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Figure 118 – Paint Editor tool


Step 11
 - Left-click in the Painting Area where you want to start writing the game instructions.
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Figure 119 – Adding text to the Painting Area


Step 12
 - Write your game instructions. NOTE: Press the Return/Enter key to continue on the next line.

[image: ]


Figure 120 - Game instructions


Step 13
 - Click the Scripts tab after you have entered the game instructions.
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Figure 121 –Switch to Scripts tab


Step 14
 – Left-click on the Scripts tab. Add the event handler code as shown in Figure 122
.
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Figure 122 - Instructions sprite code


Test
 - Left-click the green flag. Press the “s” key. You should see the results shown below.
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Figure 123 - Test A
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Figure 124 – Requirements (after Test A)

SPRITE #2: Ball
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Figure 125 - Ball sprite functions

DESIGN (Ball):


	
When the green flag
 is clicked:


	
Hide the Ball sprite. We only want the Instructions sprite to be seen at the beginning.



	
Set the ball size, and place the ball at the center of the screen. NOTE: We can do this setup even though the Ball sprite is not yet displayed.



	
Set the launch angle for the ball (using “point in direction” block).



	
Set the pen color and pen size, and then place the pen down (ready to draw).



	
Erase any pen markings on the screen from previous game play.







	
When the “s” key
 is pressed (“s” is short for “start game”):


	
Show the sprite (it was hidden when the green flag was clicked).



	
Display a countdown that reads “Ready” (for 1 second), “Set” (for 1 second), and “Go” (for 1 second).



	
Loop forever, doing the following:


	
Move the ball forward a few steps.



	
If the ball touches an edge of the stage


	
Bounce the ball off the edge of the stage (use the “if on edge, bounce” block)







	
If the ball touches a paddle:


	
Bounce the ball off the paddle by changing the ball’s direction.



	
Change the pen color.



	
Play a “pop” sound.







	
If the ball touches a goal:


	
Place the ball in the center of the stage.



	
Erase any pen markings on the screen and reset the pen color.



	
Add one point to the score for the appropriate player.


















CODE & TEST (Ball):


Step 15
 - Left-click this icon to choose a sprite from the library.
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Figure 126 – Choose a sprite from the library


Step 16
 - Left-click the Ball sprite.


Step 17
 - Left-click the OK button.
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Figure 127 – Select the Ball sprite
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Figure 128 - Ball sprite on stage


Step 18
 - Left-click on Costumes tab.


Step 19
 - OPTIONAL: Left-click on a colored ball (costume), if you want to use a color other than yellow.
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Figure 129 - Ball sprite costumes


Step 20
 - Left-click on the Scripts tab.


Step 21
 - Add event handler code for:


	
green flag



	
“s” key
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Figure 130 - Ball sprite code (partial)


Test
 - Left-click the green flag. Press the “s” key. The ball bounces around the stage.
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Figure 131 - Test B

To stop your code, click on the red octagon that is located above the stage (next to the green flag).
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Figure 132 - Stop your code
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Figure 133 - Requirements (after Test B)


SPRITES #3 & #4: Paddle1 & Paddle2
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Figure 134 – Paddle sprite functions

DESIGN (Paddle1):


	
When green flag
 is clicked:


	
Hide sprite (only the instructions are shown).



	
Position sprite on the stage (so it’s in the right place when the game starts).







	
When “s” key
 is pressed (start game):


	
Show sprite.







	
When “a” key
 is pressed:


	
Move the paddle up by adding 30 to its y position.







	
When “z” key
 is pressed:


	
Move the paddle down by subtracting 30 from its y position.









DESIGN (Paddle2):


	
When green flag
 is clicked:


	
Hide sprite.



	
Position sprite on the stage.







	
When “s” key
 is pressed (start game):


	
Show sprite.







	
When “up arrow” key
 is pressed:


	
Move the paddle up by adding 30 to its y position.







	
When “down arrow” key
 is pressed:


	
Move the paddle down by subtracting 30 from its y position.









CODE & TEST (Paddle1):


Step 22
 - Left-click on the icon shown below to choose a sprite from the library.
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Figure 135 – Choose a sprite from the library


Step 23
 - Left-click and drag the slider down to find the Paddle sprite.


Step 24
 - Left-click the Paddle sprite.


Step 25
 - Left-click the OK button.
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Figure 136- Select the Paddle sprite
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Figure 137 – Paddle sprite is added


Step 26
 – Right-click inside the Paddle sprite box.


Step 27
 - Left-click “info” in the popup menu.
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Figure 138 – Get ready to change the Paddle sprite name


Step 28
 - Left-click after “Paddle”.


Step 29
 – Type “1”.


Step 30
 - Left-click the “rotate” icon to allow you to point the sprite in any direction.


Step 31
 - Left-click the “back” button.
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Figure 139 - Update sprite name to Paddle1


Step 32
 - Add the event handler code shown below.
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Figure 140 - Event handler code (Paddle1 sprite)


Test
 - Left-click the green flag. Press the “s” key. Press the “a” and “z” keys to move Paddle1.
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Figure 141 – Test C


Step 33
 - Left-click the Ball sprite, so that you can update its code.


Step 34
 - Left-click the “Control” block type.
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Figure 142 – Select the “Control” palette


Step 35
 – Add an “if then” block.
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Figure 143 – Add an “if then” block


Step 36
 - Left-click the “Sensing” block type.


Step 37
 – Drag and drop a “touching” block inside the “if then” block.
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Figure 144 - Add a "touching" block


Step 38
 - Left-click the little black triangle.


Step 39
 - Left-click “Paddle1”.
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Figure 145 – Select touching Paddle1.


Step 40
 - Left-click the “Motion” block type.


Step 41
 – Add a “point in direction” block. Leave the angle as 90 degrees for this step.
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Figure 146 – Add a “point in direction” block


Test
 - The ball bounces off the paddle at a 90 degree angle.
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Figure 147 –Test D


Step 42
 - Left-click the “Operators” block type.


Step 43
 – Drag and drop an addition (+) operator block inside the “point in direction” block.
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Figure 148 – Add an addition operator block


Step 44
 – Drag and drop (on the right side of the “+” sign) a “pick random” block.
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Figure 149 – Add a “pick random” block

Picking a random number in Scratch is like rolling dice, where you don’t know which specific number will result, but you do know the range numbers. If you roll two dice, then the result (the sum of the numbers on the top of the dice) will always be between 2 and 12. In the “pick random” Scratch block, you specify two numbers; the lowest number that can be picked (the number on the left), and the highest number that can be picked (the number on the right). When the “pick random” block is executed in your code, your Pi randomly picks a number within that range. Using random numbers in your code can make your game more interesting, since the behavior is not so predictable. A game can get boring if you always know what is going to happen next in a given situation. In Paint Pong, if the ball always bounced off the paddle at the same angle (like in the prior test that you ran), the game would be too easy and wouldn’t be very fun.

Instead of repeatedly using the same bounce angle for a given paddle, we will update the “point in direction” block to include a more complicated bounce angle calculation. As shown in Figure 150
 below, the bounce angle is calculated by adding a “base angle” (90 degrees for Paddle1) to a randomly selected number from within the range of -45 and 45 (meaning numbers such as -45, -44, -43, -42, ..., 42, 43, 44, 45). This will bounce the ball back towards Player 2’s side of the gaming area, but in an unpredictable way. The bounce angle will randomly change each time that the ball hits Paddle1, although the angle will be somewhere between the two blue dashed lines (shown in the figure below) which represent the bounce angles that are computed when the random number picked is at either of the outer limits of your specified range (-45 or 45).

NOTE: In Step 45 on the next page, we will be set up the “point in direction” block in our code as shown below in Figure 150
.
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Figure 150 – Ball bounce angle (Paddle1)


Step 45
 - Left-click (in white areas) and type in the following:


	
Base angle = 90



	
Random range (low) = -45



	
Random range (high) = 45
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Figure 151 – Set up “point in direction” block


Test
 - The ball bounces off the paddle at random angles. IMPORTANT:
 If the ball is moving too fast for you, you can use a smaller number
 in the “move <number> steps
” block. For example trying changing the number from 5 to 4. If it’s still too fast, try 3 or 2. Different models of the Pi computers run at different speeds, so you may need to try different numbers of steps per loop before you find the one that you like best.
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Figure 152 - Test E


Step 46
 - Left-click the “Pen” block type.


Step 47
 – Add a “change pen color by <number>” block, and set the number to 20.
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Figure 153 – Add “change pen color” block


Test
 – The pen color changes when the ball touches the paddle.
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Figure 154 – Test F


Step 48
 - Left-click the “Sound” block type.


Step 49
 – Add a “play sound <pop>” block.
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Figure 155 –Add a “play sound” block


Test
 – When the ball hits the paddle, there is a pop sound.
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Figure 156 – Test G

CODE & TEST (Paddle2):


Step 50
 - Left-click on “Paddle1” to select the sprite.


Step 51
 – Right-click on “Paddle1” to popup the menu.


Step 52
 - Left-click on “duplicate”. This creates a 2nd
 paddle (named Paddle2) with the same code as Paddle1.


Step 53
 - Left-click on “Paddle2” to select that sprite.
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Figure 157 – Duplicate Paddle1 to create Paddle2
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Figure 158 - Paddle2 code is copied from Paddle1


Step 54
 – On the “go to” block, left-click in the white area, and type in x value “210” (changes it to positive). That will position Paddle2 on the right side of the stage (once the green flag is clicked).


Step 55
 – On the “when ‘a’ key pressed” block, left-click the little black triangle and select “up arrow” from the menu.


Step 56
 – On the “when ‘z’ key pressed” block, left-click the little black triangle and select “down arrow” from the menu.
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Figure 159 – Update Paddle2 code


Test
 – Paddle2 moves, but the ball passes through the paddle.
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Figure 160 – Test H

CODE & TEST (Ball - continued):


Step 57
 - Left-click the Ball sprite.


Step 58
 - Right-click on the “if then” block. A menu will popup.


Step 59
 - Left-click on “duplicate.”
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Figure 161 – Duplicate the “if then” block


Step 60
 – Using the mouse, move the duplicated set of code down to the bottom of the forever loop.
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Figure 162 – Move the duplicated code

To calculate the bounce angle off of Paddle2 (the paddle controlled by Player 2), the only difference from the “point in direction” block used for Paddle1 is that the base angle is -90 degrees (pointing left) instead of 90 degrees (pointing right). Now each time that the ball touches either Paddle1 or Paddle2, it will bounce at an unpredictable angle, but in the direction of the other player’s side of the gaming area.
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Figure 163 – Ball bounce angle (Paddle2)

Here’s a refresher on angle definitions (from Quick Draw Cat).
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Figure 164 – Angle refresher


Step 61
 – In the duplicated “if then” block, left-click on the little black triangle and left-click on Paddle2.


Step 62
 – In the duplicated “point in direction” block, left-click in the white area and type in “-90”.
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Figure 165 – Ball code


Test
 – Both paddles are now working!
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Figure 166 - Test I
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Figure 167 – Requirements (after Test I)


SPRITES #5 & #6: Goal1 & Goal2
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Figure 168 – Goal sprites

DESIGN (Goal1 & Goal2):


	
When green flag
 is clicked:


	
Hide sprite (only the instructions are shown).



	
Position sprite on the stage.







	
When “s” key
 is pressed (start game):


	
Show sprite.









CODE & TEST (Goal1):


Step 63
 - Left-click on the paint brush icon to paint a new sprite.


Step 64
 – Right-click on the new sprite.


Step 65
 - Left-click on “info” in the popup menu.

[image: ]


Figure 169 – Create new sprite


Step 66
 - Left-click after “Sprite1”, and delete it (repeatedly press the Delete/Backspace key).


Step 67
 – Type in the new sprite name “Goal1”.


Step 68
 - Left-click the “back” button (white triangle inside blue circle).
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Figure 170 – Name the new sprite Goal1


Step 69
 - Left-click on the rectangle icon in the Painting area.


Step 70
 - Left-click on the medium gray color in the color palette.

[image: ]


Figure 171 – Select color for Goal1


Step 71
 - Left-click in the upper left corner of the painting area (cross-hatched background), and while holding down the left mouse button, move the mouse down and to the right to draw a thin rectangle as shown in Figure 172
 below. The Goal1 sprite should be as tall as possible, so that the ball cannot get past it.
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Figure 172 – Draw the outline of Goal1


Step 72
 - Left-click on the “Fill with color” icon (looks like a paint bucket).


Step 73
 - Left-click inside the rectangle that you drew to fill it with gray color.
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Figure 173 – Fill in Goal1 with gray color


Step 74
 – Add the Goal1 event handler code shown below for the green flag and the “s” key.
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Figure 174 – Goal1 event handler code


Test
 – Goal1 appears on the left edge of the stage.
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Figure 175 – Test J

CODE & TEST (Goal2):


Step 75
 - Left-click on Goal1 to select that sprite.


Step 76
 – Right-click on Goal1 to popup the menu.


Step 77
 - Left-click on “duplicate.” This makes a 2nd
 goal (named Goal2) with the same code as Goal1.


Step 78
 - Left-click on Goal2 to select that sprite.
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Figure 176 – Duplicate Goal1 to create Goal2


Step 79
 – Left-click on the Costumes tab, and then left-click on the “Select” tool.


Step 80
 – Move the mouse pointer above the upper left corner of the gray-filled goal. Press and hold down the left mouse button and move the mouse pointer below the lower right corner to create a “selection” box that surrounds the gray-filled goal. Then release the left mouse button to select the goal.
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Figure 177 – Select Goal2


Step 81
 – Move the gray-filled goal by dragging and dropping it at the right edge of the painting area. Another way to move the gray-filled goal is to use the arrow keys on your keyboard (up, down, left, right).


Step 82
 – After dropping the goal, left-click anywhere in the painting area to finish the move.
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Figure 178 – Move Goal2


Step 83
 - Left-click the Scripts tab. Notice that the code is already done (duplicated from Goal1 sprite). You will not need to make any code changes.
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Figure 179 – Goal2 code


Test
 – Goal2 appears on the right edge of the stage.
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Figure 180 – Test K

CODE & TEST (Ball - continued):


Step 84
 - Left-click the Ball sprite.


Step 85
 - Left-click the “Control” block type.


Step 86
 – Add an “if then” block.
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Figure 181 – Add “if then” block


Step 87
 - Left-click the “Sensing” block type.


Step 88
 – Drag and drop a “touching” block inside the “if then” block.


Step 89
 - Left-click the little black triangle.


Step 90
 - Left-click “Goal1” in the pulldown menu.
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Step 91
 – If the ball touches Goal1:


	
Place Ball at the center of the stage.



	
Erase all pen lines.



	
Reset pen color to red.
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Figure 182 – If Ball touches Goal1


Step 92
 – Right-click on the newly added “if then” block.


Step 93
 - Left-click “duplicate” in the pulldown menu.


Step 94
 – Move the duplicated blocks down so that the white “insertion” line is below the “if then” block that was duplicated.
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Figure 183 – Duplicate “If then” block


Step 95
 - Left-click on “Goal2” in the pulldown menu.
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Figure 184 – Update sprite to “Goal2” in duplicated “touching” block


Test
 – When the ball hits Goal1 or Goal2, all painted lines are erased.
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Figure 185 - Test L
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Figure 186 – Requirements (after Test L)

For Paint Pong, we will be using the “Data” block category to create “variables”.

A “variable” is an object in your code that has the following things:


	
A name (like “Player 1 Score”)






	
A value (like 12).





[image: ]


Figure 187 - Data block category

Reasons to use variables:


	
Varying value - You need a place to keep a data value that will change as the game is played (like ”Player 1 Score” and ”Player 2 Score”). See Figure 188
.






	
Constant value - You have a data value that will not change during the game, but you want to make your code more organized and easier to read by giving a name to the data value. This is especially helpful if the same constant value is used in multiple places in your code. Using a variable allows you to change the value in one place, and then just reference the name elsewhere in your code.





Variables can be shown on the stage or hidden from view. In Paint Pong, we want the players to see their scores, so the variables “Player 1 Score” and “Player 2 Score” will be displayed on the stage.
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Figure 188 - Variables on the stage

We will now create and position the player score variables on the stage. Start by erasing any painted lines that are on the stage from your last test. To do that, left-click the green flag, press the “s” key to start the game, and then immediately left-click the red stop icon (to the right of the green flag).


Step 96
 - Left-click the “Data” block category. NOTE: It doesn’t matter which sprite is selected when you create your variables, since all of the variables that you create in a Scratch project are shared by all of your sprites (unless you limit the variables to a specific sprite, which we won’t be doing).


Step 97
 - Left-click the “Make a Variable” button.


Step 98
 – Type in “Player 1 Score” and click the OK button.
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Figure 189 – Create ”Player 1 Score” variable


Step 99
 - Left-click on the “Make a Variable” button.


Step 100
 – Type in “Player 2 Score” and click the OK button.
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Figure 190 - Create "Player 2 Score" variable


Step 101
 - Left-click on the “Player 1 Score” and “Player 2 Score” variables and drag them to the center top of the stage. NOTE: If you are not able to move the variables, set the stage to its smallest size and try again.
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Figure 191 - Position the variables on the stage


Step 102
 – Add a “set <variable>” block.


Step 103
 - Left-click on the little black triangle.


Step 104
 - Left-click on “Player 1 Score”.
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Figure 192 - Add a "set variable" block


Step 105
 – Add another “set <variable> block.
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Figure 193 - Add another "set variable" block


Step 106
 – Add a “change <variable> by <number> block. The variable is “Player 2 Score”. The number is 1.
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Figure 194 - Add a "change variable by number" block


Step 107
 – Add another “change <variable> by <number> block.

[image: ]


Figure 195 - Add another "change variable by number" block


Step 108
 - Left-click on the little black triangle.


Step 109
 - Left-click on “Player 1 Score”.
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Figure 196 – Set up 2nd "change variable by number" block


Test
 – Player scores are displayed. NOTE: Don’t worry if the player scores overlap with the game instructions (after clicking the green flag). We’ll fix that in the next step.
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Figure 197 - Test M

Finally, let’s add code to hide the player scores when the game instructions are displayed.


Step 110
 – Add a “hide variable <variable>” block.


Step 111
 - Left-click on the little black triangle.


Step 112
 - Left-click on “Player 1 Score”.
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Figure 198 - Hide player 1 score on instructions screen


Step 113
 – Add another “hide variable <variable>” block. The variable should already be set to “Player 2 Score”.
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Figure 199 – Hide player 2 score on instructions screen


Step 114
 – Add a “show variable <variable>” block.


Step 115
 - Left-click on the little black triangle.


Step 116
 - Left-click on “Player 1 Score”.
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Figure 200 - Show player 1 score on stage


Step 117
 – Add another “show variable <variable>” block. The variable should already be set to “Player 2 Score”.
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Figure 201 - Show player 2 score on stage


Test
 – Player scores are hidden on the instructions screen, but are displayed on the game screen.
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Figure 202 - Test N

Now all the requirements are satisfied!
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Figure 203 – Requirements (after Test N)


Congratulations!
 You have learned how to create a complex Scratch program that contains multiple sprites, instruction screens, random number generation, and variables (like the player scores).


Save your project
 – Follow the same steps that you used to save the prior project (Quick Draw Cat), but save this project with the name Paint Pong.


Chapter 12: Exercises - Paint Pong

(see Chapter 16 for the answers)


	
Play a drum sound when a point is scored.


	
Starting point - Original Paint Pong project.



	
Save As - Add “EX1” at the end of your original filename (use “File>Save Project”).



	
Code hint - For the ball sprite, select the Sound block type, and add a “play drum <number> for 0.25 beats” block. You can choose the drum sound that you want by changing the number that follows “play drum” in the block.



	
Test - When a point is scored by either player, you should hear the drum sound. NOTE: You should also still hear the pop sound when the ball touches either paddle.



	
Save - Save your completed exercise.










	
Change ball color each time a point is scored.


	
Starting point - Exercise 1 project.



	
Save As - Add “EX2” at the end of your original filename (use “File>Save Project”).



	
Code hint - For the ball sprite, select the Looks block type, and add a “next costume” block.



	
Test - When a point is scored by either player, the ball should change color.



	
Save - Save your completed exercise.










	
Change the pen size by 1 during each forever loop, and set the pen size to 1 when a point is scored.


	
Starting point - Exercise 2 project.



	
Save As - Add “EX3” at the end of your original filename (use “File>Save Project”).



	
Code hint - None.



	
Test - When the ball is launched, the width of the colored trail that follows the ball will continuously increase until a point is scored. Once a point is scored, the colored trail will go back to the original small size.



	
Save - Save your completed exercise.










	
Increase the ball size by 10 each time the ball bounces off a paddle, and reset the ball to its original size when a point is scored.


	
Starting point - Exercise 3 project.



	
Save As - Add “EX4” at the end of your original filename (use “File>Save Project”).



	
Code hint - Use the “change size by 10” block to increase ball size. Use the “set size to 50%” block to reset the ball to its original size.



	
Test - Each time the ball bounces off the paddle, it should get larger. When a point is scored, the ball should return to the size that it was at the start of the game.



	
Save - Save your completed exercise.










	
Switch between two new costumes (can be silly ones like bananas) when points are scored.


	
Starting point - Original Paint Pong project.



	
Save As - Add “EX5” at the end of your original filename (use “File>Save Project”).



	
Code hint - For the ball sprite, on the Costumes tab, under “New costume”, left-click the left-most icon (inside the red circle in Figure 204). The “Costume Library” window will be shown. Scroll down the window and left-click on any costume that you want to use. Then left-click on the OK button to add it to the ball sprite’s set of costumes. Repeat these steps to add a 2nd
 new costume. Click the Scripts tab to return to the ball sprite code, and select the costume that you want using the “switch costume to <name>” block.
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Figure 204 - Adding a new costume


	
Test - When points are scored, the ball’s costume should switch between the two new costumes that you added.



	
Save - Save your completed exercise.






	
When either player reaches a score of 15, display “Player (1 or 2) Won!” and stop the game.


	
Starting point - Exercise 1 project.



	
Save As - Add “EX6” at the end of your original filename (use “File>Save Project”).



	
Code hint - Where the players score points, add the following code (example shown below is for when Player 1 scores a point):
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Figure 205 - Game over


	
Test - The winner is declared when the first player reaches 15 points. The next game is started (with a score of 0-0) when the green flag is clicked and the “s” key is pressed again.



	
Save - Save your completed exercise.






	
Add controls to select one of 3 different ball speeds (easy, medium, hard).


	
Starting point - Exercise 6 project.



	
Save As - Add “EX7” at the end of your original filename (use “File>Save Project”).



	
Code hint


	
Instructions sprite


	
Update the Instructions sprite to add the following line at the bottom, to show the keys that are pressed to select the ball speed:


	
“(e=easy, m = medium, h = hard)”





















[image: ]


Figure 206 - Update the Instructions sprite
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Figure 207 - Instructions sprite


	
Ball sprite


	
Select the “Data” block type, and click the “Make a Variable” button. Create a variable named “Ball Speed”. Make sure that the “For all sprites” button is selected (as shown below). This means that the variable can be used by all sprites. Click the OK button.
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Figure 208 - Create the Ball Speed variable


	
You will now see that the “Ball Speed” variable is displayed on the stage. Drag it down to the bottom center of the stage.
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Figure 209 - Ball Speed variable on stage


	
Drag and drop the “Ball Speed” variable from the Data block palette to the “move <number> steps” block.
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Figure 210 - Use the Ball Speed variable


	
New sprites to show the ball speed selection


	
Click the icon (in red circle below) to choose a new sprite from the library. Scroll down in the list of sprites and select (left-click) a sprite which is the letter “E”. Click the OK button to create the sprite. Then repeat these steps to create a sprite for the letter “M” and the letter “H”. In this game, these letters represent the ball speed (E = easy, M = medium, H = hard) and one of them will be shown on the stage to let the players see which ball speed has been selected.
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Figure 211 - Add new sprites to show ball speed selection


	
On the stage, you will see that these new sprites have appeared. Drag them to the left of the variable “Ball Speed” at the bottom of the stage. We will add code later to shrink the size of these letter sprites, and also to hide 2 of the 3 letter sprites, so that the only one that is shown is the one that the player has selected. So for now you can place the sprites on top of each other at the same location. The figure below shows the placement of the “E” sprite. Don’t worry that your letter sprites are big right now, we’ll fix that in the code later.
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Figure 212 - Stage with letter E (easy ball speed)


	
Select the “E” sprite (left-click it in the sprite list in the lower left corner of the Scratch window). Add the “E” sprite code shown in Figure 213 (section on left). Look at the code, and think about what the 4 event handlers are doing. You will want to set the Ball Speed variable to a number that results in easy play. You might need to try some different numbers before you find the one that you like best. Notice that in addition to setting the Ball Speed variable to the “easy” number when the “e” key is pressed, we are also setting the Ball Speed variable to the “easy” number when the green flag is clicked so that the game will operate in the easy mode if the players do not select a ball speed.



	
Select the “M” sprite. Add the “M” sprite code shown in Figure 213 (section in middle).



	
Select the “H” sprite. Add the “H” sprite code shown in Figure 213 (section on right).
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Figure 213 - Code for "E", "M", and "H" sprites


	
Test


	
Verify (check) that if no action is taken to change the ball speed, that the game play starts with the easy (slow) ball speed, and “E” is displayed at the bottom of the stage.



	
Verify that while the Instructions sprite is displayed, pressing the “e”, “m”, and “h” keys changes the ball speed variable value and also that the associated letter (E, M, H) is displayed at the bottom of the stage.



	
Verify that while the ball is moving during game play, pressing the “e”, “m”, and “h” keys changes the ball speed appropriately and also that the associated letter (E, M, H) is displayed at the bottom of the stage.







	
Save - Save your completed exercise.










Chapter 13: Project - Rocket Pilot





Rocket Pilot is a game where you control a rocket that flies around popping balloons. You can pop the blue and purple balloons. But you should avoid the yellow balloons, because if you hit one, your rocket will explode. Also, if your rocket crashes into the ground, it will explode. You score a point for each balloon that you pop.

As with all Scratch games, you first start by clicking the green flag. One thing that is different in this game from the first two games that you coded (Quick Draw Cat, Paint Pong)  is that you can play this game multiple times without clicking the green flag. If your rocket explodes (from hitting a yellow balloon or the ground), the message “GAME OVER!” is displayed and the score is reset to zero, but you can launch the rocket again (by pressing the space bar on your keyboard) and keep playing as long as you want.


REQUIREMENTS
:


	
Game instructions are shown when the green flag is clicked.



	
The game has one player and starts when the “s” key is pressed.



	
The game has a background with ground at the bottom and sky above.



	
The rocket is launched from the ground when the space bar is pressed.



	
The rocket is steered by pressing the “left arrow” and “right arrow” keys.



	
Three balloons (blue, purple, yellow) start floating when the “s” key is pressed.



	
When the rocket hits a blue or purple balloon, the balloon pops, a point is scored, and after a short delay the balloon reappears at its starting position and continues floating.



	
If the rocket hits a yellow balloon, the rocket explodes, the score is reset to zero, and the rocket reappears at its launch position. NOTE: The yellow balloon does not pop.



	
If the rocket crashes into the ground, the rocket explodes, the score is reset to zero, and the rocket reappears at its launch position.






DESIGN (Sprite definition)
:

The sprites are:


	
Instructions



	
Rocket



	
Blue Balloon



	
Purple Balloon



	
Yellow Balloon
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Figure 214 - Sprites (Rocket Pilot)

SPRITE #1: Instructions

DESIGN (Instructions):


	
When the green flag
 is clicked:


	
Show sprite.







	
When the “s” key
 is pressed:


	
Hide sprite.









CODE & TEST (Instructions):

Create a new project and select a background with ground and a sky.
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Figure 215 - Create the project

Create the Instructions sprite.
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Figure 216 - Create the Instructions sprite


Figure 217
 shows how to adjust the position of the instructions text on the stage.
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Figure 217 - How to adjust the text position

Add the code for the Instructions sprite and run a test.
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Figure 218 – Instructions sprite code & Test A

SPRITE #2: Rocket

DESIGN (Rocket):


	
When the green flag
 is clicked:


	
Hide sprite.



	
Set the pop count to zero.



	
Set the rocket size and costume.



	
Set the rocket’s launch position on the ground with nose up.







	
When the “s” key
 is pressed:


	
Show sprite.







	
When the space bar
 pressed:


	
If the game has started (by the player pressing the “s” key):


	
Loop forever, doing the following:


	
Move the rocket forward a few steps.



	
If the rocket is touching a yellow balloon or the ground:


	
Play explosion sound.



	
Show animation of rocket explosion (costume changes).



	
Hide sprite.



	
Display message “GAME OVER!”.



	
Reset the pop count to zero.



	
Set the rocket back to its launch position.



	
Set costume back to rocket.



	
Show sprite.



	
Stop the forever loop.



















	
When the “left arrow
” key pressed:


	
Turn left 3 degrees.







	
When the “right arrow
” key pressed:


	
Turn right 3 degrees.









CODE & TEST (Rocket):

Create the Rocket sprite.
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Figure 219 – Paint a sprite

Draw the rocket costume.
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Figure 220 – Draw the rocket
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Figure 221 – Add nose to rocket
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Figure 222 – Attach nose to rocket
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Figure 223 - Add back edge of tail fins
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Figure 224 – Finish outline of tail fins

[image: ]


Figure 225 – Add engine flames
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Figure 226 – Color in tail fins with white

Draw the two costumes for the rocket explosion. The names of those new costumes will be “big explosion” and “small explosion”.

As shown in Figure 227
 below, we’ll create an animation for the rocket explosion, where the Rocket sprite starts with the “rocket” costume, then switches to the “big explosion” costume for a small amount of time, then switches to the “small explosion” costume for a small amount of time, and finally the Rocket sprite is hidden. After the rocket explosion is complete, the Rocket sprite will reappear at its launch point (with the rocket costume), ready to be launched again.
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Figure 227 - Animation of rocket explosion
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Figure 228 – Add rocket explosion costumes (big and small)


Sprite variables
 – In the Rocket Pilot project, we will use a lot of variables. Using variables is necessary for data that is shared by several sprites such as “pop count”. Using variables can also help to make your code easier to read and understand because instead of seeing a number in your code, you see the words that describe what the number represents (like “start delay” or “x step value”). Using variables also helps you organize the data that you might want to customize in your code. For example, we are setting all of our variables to their starting values (also called “variable initialization”) when the green flag is clicked for a sprite. That provides you with one place to go to customize the values of the variables in a sprite’s code, rather than having different numbers spread around throughout your code. As you work on this project, you will see how this is helpful, especially when we are customizing the code for the different colored balloons to make them behave slightly different.


Variable Scope
 – The word scope refers to whether a variable is visible to only one sprite (called a “private” variable) or whether it is shared by all of the sprites. As mentioned earlier, the variable “pop count” is shared among all of the sprites. Any sprite can set or read the “pop count” variables. We want each balloon sprite to be able to up the game’s pop count when it pops. A shared variable is only created once for one sprite, and it will automatically appear in the variables list for all other sprites. Figure 229
 below lists all of the variables used in the Rocket Pilot project, and it shows which variables are shared (green dashed line) and private (red dashed line). Notice that the “For all sprites” selection (in the “New Variable” popup window) is used for the shared variables, and the “For this sprite only” selection is used for private variables.


Customization of sprites using variables
 – In Figure 229
, you can see that the three balloon sprites (blue, purple, yellow) have variables with the same names. In the case of the private variables (inside the red dashed box), the variables can be assigned different values for each of the three balloon sprites. This allows the three balloon sprites to have very similar code, but their behavior can be made different by setting some of the private variables to different numbers. For example, you can see in Figure 229
 that the “start delay” variable has different values for each balloon sprite. The start delay is the number of seconds that passes before the balloon starts floating after the game starts (or the balloon pops). Having different start delays for the three balloons causes them to be spread out as they float on the stage. If all of the balloons had the same start delay, then they would be all clumped together as they started floating, and that would not be very good.

[image: ]


Figure 229 - Variables for Rocket Pilot project

Note that the table shown in Figure 229
 on the previous page is not something that you will see in the Scratch user interface. The table is a combination of variable lists from the four different sprites, and I created the table to help explain what variable scope is and how variables are used in this project.

You might wonder how you can see what the scope (shared or private) is for a variable after you have created it. The left side of Figure 230
 shows how you can tell which variables are shared and which are private. When you look at a pulldown menu of variables, the ones above the black separator line are the shared variables, and the ones below the line are the private variables. However, if all of the variables have the same scope, then you can’t determine which scope they are. If you decide that you want to change the scope of a variable, you must delete the variable and then recreate it with the correct scope (shown on the right side of Figure 230
).
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Figure 230 - Viewing and changing variable scope

Create the variables for the rocket sprite.
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Figure 231 - Create variables for rocket sprite

Add the code for the Rocket sprite (Figure 232
). Figure 233
 and Figure 234
 show more code details.

NOTE: I selected a turn angle of 3 degrees for the rocket so that it flies in a way that is realistic for a real rocket (when running this code on a Raspberry Pi 4 Model B computer). Real rockets don’t turn very quickly. If you feel that the rocket is not turning as fast as you want, you can increase the turn angle to a number larger than 3 degrees.
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Figure 232 – Rocket sprite code
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Figure 233 – Rocket sprite code details
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Figure 234 – Rocket sprite code details (continued)


Test
 – The rocket is launched by pressing the space bar, and is steered in flight by the left and right arrow keys. NOTE: You can fly the rocket in a tight loop by pressing and holding down the right or left arrow key.
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Figure 235 – Test B
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Figure 236 – Requirements (after Test B)

SPRITE #3: Blue Balloon

DESIGN (Blue Balloon):


	
When green flag
 is clicked:


	
Hide sprite.



	
Set the balloon size and costume.



	
Set the variables for the floating area.



	
Set the balloon starting position.







	
When “s” key
 is pressed:


	
Wait for the “start delay” time.



	
Show sprite.



	
Loop forever, doing the following:


	
Move the balloon a small distance along the floating pattern.



	
If the balloon has reached the top of the floating area:


	
Set the balloon position back to its starting point.







	
If the balloon is touching the rocket:


	
Add one to the pop count.



	
Play a pop sound.



	
Show animation of the balloon popping (costume changes).



	
Hide sprite.



	
Wait for the “start delay” time.



	
Set balloon position back to its starting point.



	
Set costume back to balloon.



	
Show sprite.

















CODE & TEST (Blue Balloon):

Create the Blue Balloon sprite.
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Figure 237 - Create a balloon sprite

Set the sprite name to Blue Balloon, change the name of the blue balloon costume to “balloon”, and delete the yellow and purple balloon costumes.
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Figure 238 – Setting up the Blue Balloon sprite

To make the balloon look like it’s popping, we will add two new costumes (big pop & small pop). This is similar to how we made the rocket explode back in Steps 37 through 44.
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Figure 239 – Adding the pop costumes


Figure 240
 shows the area where balloons will float. The three balloons will start at slightly different positions (indicated by the black dots in the lower left corner). The red dashed rectangle shows the area where the blue balloon will float. The blue balloon will not float outside of that area. The purple and yellow balloons will float in almost the same area, but the bottom edge of their floating areas will be a little lower, based on their lower starting positions.
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Figure 240 - Where do the balloons float?

A balloon will float sideways (horizontally) until it runs into an edge of the floating area, then it will float up (vertically) a small number of steps, and then reverse direction and float sideways. Figure 241
 shows the code blocks for moving sideways and reversing direction. NOTE: Wait until Step 59 to add this code.
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Figure 241 – Floating pattern (moving right and left)


Figure 242
 shows the code block for moving up. NOTE: Wait until Step 59 to add this code.
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Figure 242 - Floating pattern (moving up)

We will use four variables to define the corners of the floating area (x min, x max, y min, y max). Remember that the X-axis runs horizontally (the blue double-headed arrow in Figure 243
) and the Y-axis runs vertically (the green double-headed arrow). Min is a short way to say minimum (meaning the smallest), and max is a short way to say maximum (meaning the largest).
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Figure 243 - Variables for floating area (Blue Balloon)

Create the variables for the Blue Balloon sprite.
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Figure 244 - Create variables for balloon sprite

Add the code for the Blue Balloon sprite (Figure 245
). See code details on the next two pages in Figure 246
, Figure 247
, and Figure 248
.
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Figure 245 - Blue Balloon sprite code
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Figure 246 – Event handler (green flag clicked)
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Figure 247 - How to build the “if” block
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Figure 248 – Event handler (s key pressed)


Test
 – The blue balloon floats through the sky and pops when the rocket hits it. After popping, the balloon reappears and starts floating again from the lower left area of the sky. When a balloon pops, a point is scored.
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Figure 249 - Test C

SPRITE #4: Purple Balloon


DESIGN (Purple Balloon):
 Same design as the Blue Balloon sprite.

CODE & TEST (Purple Balloon):

Create the Purple Balloon sprite by duplicating (copying) the Blue Balloon sprite. Change the name of the duplicated sprite to Purple Balloon.
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Figure 250 – Create the Purple Balloon sprite

Delete the blue balloon costume and add the purple balloon costume from the library.
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Figure 251 – Add purple balloon costume

Update the costume name to “balloon”. After clicking the Scripts tab, notice that all of the code has been copied (duplicated) from the Blue Balloon sprite. Almost all of that code can be used without any changes. But there are two customizations that we will do by changing the variable values for “start delay” (to 2) and “y min” (to -70).
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Figure 252 – Customize the Purple Balloon sprite code


Test
 – The purple balloon floats like the blue balloon, but it starts floating two seconds after the blue balloon, and it’s starting position is slightly lower. Both balloons can be popped by the rocket, and they both reappear after popping. Popping either balloon scores a point. The score is displayed on the stage.

[image: ]


Figure 253 – Test D
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Figure 254 - Requirements (after Test D)


SPRITE #5: Yellow Balloon


DESIGN (Yellow Balloon):
 Same design as the other balloon sprites, except that the yellow balloon doesn’t pop.


	
When green flag
 is clicked:


	
Hide sprite.



	
Set the balloon size and costume.



	
Set the variables for the floating area.



	
Set the balloon starting position.







	
When “s” key
 is pressed:


	
Wait for the “start delay” time.



	
Show sprite.



	
Loop forever, doing the following:


	
Move the balloon a small distance along the floating pattern.



	
If the balloon has reached the top of the floating area:


	
Set the balloon position back to its starting point.


















CODE & TEST (Yellow Balloon):

Create the Yellow Balloon sprite by duplicating the Purple Balloon sprite. Change the name of the duplicated sprite to Yellow Balloon.
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Figure 255 – Create the Yellow Balloon sprite

Delete the purple balloon costume and add the yellow balloon costume from the library.
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Figure 256 - Set the costume to the yellow balloon

Change the costume name to “balloon”, and customize the sprite code by changing “start delay” to 4 and “y min” to -80 .
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Figure 257 – Customize the Yellow Balloon sprite code

Delete the code that pops the yellow balloon if it touches the rocket.
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Figure 258 – Delete the pop code


Test
 – The three balloons float. The blue and purple balloons pop when hit by the rocket. The yellow balloon does not pop when hit by the rocket.
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Figure 259 – Test E


Back to the Rocket sprite
 - Add the code to make the rocket explode if it touches the yellow balloon or crashes into the ground (Figure 260
). After exploding, display “Game Over!” and set the rocket back to the launch position. See Figure 261
 for details on how to build the if block to check if the rocket should explode.
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Figure 260 – Add code for rocket explosion
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Figure 261 – How to build the “if” block


Test
 – The rocket explodes when it hits the yellow balloon or when it crashes into the ground. When that happens, “GAME OVER!” is displayed for two seconds, and then the rocket appears at its launch position on the ground. The pop score is reset to zero. The balloons keep floating. The message “Press the space bar to launch.” is displayed for two seconds, and the rocket can be launched again by pressing the space bar.
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Figure 262 – Test F
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Figure 263 - Requirements completed


Save
 – Save your project as “Rocket Pilot”.


Chapter 14: Exercises - Rocket Pilot

(see Chapter 16 for the answers)


	
After the blue balloon pops, it is smaller when it reappears. After the purple balloon pops, it is faster when it reappears.


	
Starting point - Original Rocket Pilot project.



	
Save As - Add “EX1” at the end of your original filename (use “File>Save Project”).



	
Code hints


	
To shrink the balloon, use the Looks block “change size by -5”.



	
To make the balloon faster, change the “x step value” variable using the Data block “change x step value by 1”.







	
Test – The blue balloon keeps getting smaller each time it is popped, and the purple balloon keeps getting faster each time it is popped.



	
Save - Save your completed exercise.










	
After the blue balloon pops, it is larger when it reappears.


	
Starting point - Exercise 1 project.



	
Save As - Add “EX2” at the end of your original filename (use “File>Save Project”).



	
Code hints – None.



	
Test – The blue balloon keeps getting larger each time it is popped.



	
Save - Save your completed exercise.










	
Add two more balloons (one blue, one purple).


	
Starting point – Original Rocket Pilot project.



	
Save As - Add “EX3” at the end of your original filename (use “File>Save Project”).



	
Code hints


	
Start with your original Rocket Pilot project (do not include the changes made in Exercise 1 or Exercise 2).



	
Right-click on the blue and purple balloons, and select “duplicate”.



	
Use a different starting y position (y min) for each new balloon.



	
Use a different start delay for each new balloon.







	
Test – There are two blue balloons, two purple balloons, and one yellow balloon .



	
Save - Save your completed exercise.










	
Add Turbo Boost (the rocket flies faster for 5 second when the “t” key is pressed).


	
Starting point – Exercise 3 project.



	
Save As - Add “EX4” at the end of your original filename (use “File>Save Project”).



	
Code hints


	
Create a larger space for game play, by using smaller sprites (rocket, balloons) and slowing down the normal rocket speed. Set the following variable values when the green flag is clicked:


	
Rocket size = 10%



	
Rocket speed = 2



	
Balloon size = 25% (for all balloon sprites)







	
One quick way to provide some simple instructions to the player is to use a “say” block for a sprite when the game is started. We’ll do that in this exercise to tell the player how to activate the Turbo Boost. In the Rocket sprite “s” key event hander, add a block to say “Press t key for Turbo Boost” for 2 seconds. (Figure 264.
).
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Figure 264 - Show instructions for Turbo Boost


	
For the Rocket sprite, add an event handler for the “t” key (Figure 265.
 and Figure 266.
).


	

When the t key is pressed



	
Set rocket speed to 4 (fast “turbo” speed)



	
Play a loud engine sound (we’ll use the “car passing” sound)



	
Wait 5 seconds



	
Set rocket speed to 2 (back to normal speed)
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Figure 265 - Select a sound from the library
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Figure 266 - Turbo Boost ("t" key event handler)


	
Test – The rocket and all of the balloons are smaller. When the “t” key is pressed, the rocket moves faster for 5 seconds and you hear the engine sound. NOTE: If you have trouble flying the rocket, you can try changing the values used for rocket speed and turn angles (left & right).



	
Save - Save your completed exercise.






	
Add a “High Score” feature. This will tell the player at the end of a game if they have scored more points than any other game played since the green flag was clicked.


	
Starting point - Exercise 4 project.



	
Save As - Add “EX5” at the end of your original filename (use “File>Save Project”).



	
Code hints – In the Rocket sprite code:


	
Add a variable named “high score”. It can be a private variable since it doesn’t need to be shared with other sprites (select “For This Sprite Only” when you create it).



	
On the stage, drag and drop the high score variable at the upper right corner.
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Figure 267 - Move high score variable on stage


	
Hide the “high score” variable and set it to 0 when the green flag is clicked.



	
Show the “high score” variable when the “s” key is pressed to start the game.



	
Add the following code after the block that says “GAME OVER!”:


	
If pop count > high score


	
Play a sound of your choice (from the Sound Library)



	
Say “High Score!” for 2 seconds.



	
Set the “high score” variable to the pop count.
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Figure 268 - High score code


	
Test – At the end of a game, the player will see a message “High Score!” (and hear a sound) if they have scored more points than any other game since the green flag was clicked.



	
Save - Save your completed exercise.






	
Space Game – Change the game to be located in space, with robots (instead of the blue and purple balloons) and a star (instead of the yellow balloon).


	
Starting point - Exercise 5 project.



	
Save As - Add “EX6” at the end of your original filename (use “File>Save Project”).



	
Code hints


	
Change the backdrop - In the lower left corner of the Scratch window, choose the backdrop named “space” from the library.



	
Change the Balloon sprite costumes


	
For each Blue and Purple Balloon sprite, add the “robot1” costume. Then in the code, set the costume to “robot1” everywhere that it is set to “balloon”.



	
For the Yellow Balloon sprite, add the “star1” costume. Then in the code, set the costume to “star1” everywhere that it is set to “balloon”.



	
For the Yellow Balloon sprite, make it larger by changing the size to 50% (was 25%).
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Figure 269 - Space game


	
Test – The game backdrop is a space scene. The game plays the same as in Exercise 5, but the blue and purple balloons are robots and the yellow balloon is a star.



	
Save - Save your completed exercise.






Hurray! You have completed all of the projects and exercises in this book!
 Now you can use your imagination and create your own exercises which make some fun modifications to the projects in this book. You can also create entirely new Scratch projects, using the software development skills (requirements, design, code, test) that you have learned.

Additional project ideas:


	
Look at the sprites that are available in the Sprite Library. Those sprites might spark an idea in your mind for a new game.



	
Look at the backdrops in the Backdrop Library, and see if they give you an idea for a game.



	
Recreate part of a video game that you play on your phone, computer or gaming console.



	
Create a game based on a story from a book, video or movie.



	
Create a simple game for a young friend or relative to play.





Want more?

Send an email to excitedaboutcoding@gmail.com
 to get notified of future books.


Chapter 15: Backing Up Your Work





Memory sticks (also called flash drives or thumb drives) are a cheap and easy way to save copies of your Scratch project files. Project files are not very large, and the smallest memory stick that you can buy will be fine. Currently, the smallest memory stick that you can buy is 4 GB, and costs about 5 dollars.

How to perform a backup:


Step 1
 - Plug your memory stick into your powered Pi (Figure 270
).
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Figure 270 - Insert memory stick into powered Pi


Step 2
 - A window will pop up stating “Removable medium is inserted” (Figure 271
). Left-click the OK button to open the memory stick contents in a File Manager window.
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Figure 271 – Window pops up when memory stick is inserted


Step 3
 - Drag and drop your “My Code” folder from your desktop to the memory stick’s File Manager window as shown in Figure 272
 below.
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Figure 272 – Copy “My Code” folder to memory stick

For your first backup to a memory stick, you will see your “My Code” folder appear in the File Manager window (Figure 273
).
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Figure 273 - "My Code" folder copied to memory stick


Step 3a
 - If you have backed up your “My Code” folder before, you will see a “Confirm File Replacing” window, and be asked if you want to overwrite the existing folder on your memory stick. Left-click the checkbox that reads “Apply this option to all existing files” (Figure 274
).


Step 3b
 – Left-click the “Overwrite” button (Figure 274
).
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Figure 274 – Confirm you want to overwrite (if already exists)


Step 4
 – Double left-click the “My Code” folder (or single left-click and press the Enter/Return key) to open the folder (Figure 275
).


Step 5
 – Verify that your files are present (Figure 275
).


Step 6
 – Left-click the “X” button to close the File Manager window (Figure 275
).
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Figure 275 - Verify that files were copied


Step 7
 – Before removing your memory stick from your Pi, you must first perform a step called “ejecting” the memory stick. If you skip this step and just unplug your memory stick, the files on your memory stick might become damaged. First, left-click the “Eject” icon in the upper right corner of the desktop (Figure 276
).


Step 8
 – In the menu that pops up, left-click the item that corresponds to your memory stick (Figure 276
).


Step 9
 – Unplug your memory stick from your Pi and store it in a safe place.
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Figure 276 – Eject and remove memory stick


Chapter 16: Exercise Answers











	
Quick Draw Cat






	

Exercise 1
 (Use a pen size of 20 when walking right)
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Figure 277 - Exercise 1 Code (Quick Draw Cat)
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Figure 278 - Exercise 1 Test (Quick Draw Cat)



	

Exercise 2
 (Use pen size of 100 when walking in all directions)
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Figure 279 - Exercise 2 Code (Quick Draw Cat)
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Figure 280 - Exercise 2 Test (Quick Draw Cat)



	

Exercise 3
 (Change pen shade by 5 with each step)
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Figure 281- Exercise 3 Code (Quick Draw Cat)
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Figure 282 - Exercise 3 Test (Quick Draw Cat)



	

Exercise 4
 (Increase pen size with each step)





[image: ]


Figure 283 - Exercise 4 Code (Quick Draw Cat)
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Figure 284 - Exercise 4 Test (Quick Draw Cat)



	

Exercise 5
 (Control the pen using letter keys)
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Figure 285 - Exercise 5 Code (Quick Draw Cat)
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Figure 286 - Exercise 5 Test (Quick Draw Cat)



How to draw “CAT” with blue background and yellow text:



	
Click the green flag



	
Press “b” to set the pen color to blue.



	
Press “d” to place the pen down, ready to draw.



	
Using the arrow keys, walk the cat around the stage until it is totally colored blue.



	
Press “u” to lift the pen up.



	
Press “y” to set the pen color to yellow.



	
Using the arrow keys, walk the cat to the position where you want to start drawing the letter “C.” (NOTE: Nothing will be drawn, since the pen is lifted up).



	
Press “d” to place the pen down, ready to draw.



	
Using the arrow keys, walk the cat in the shape of the letter “C.”



	
Press “u” to lift the pen up.



	
Using the arrow keys, walk the cat to the position where you will start drawing the letter “A.”



	
Press “d” to place the pen down, ready to draw.



	
Using the arrow keys draw the letter “A.”



	
Press “u” to lift the pen up.



	
Using the arrow keys, walk the cat to the position where you will start drawing the letter “T.”



	
Press “d” to place the pen down, ready to draw.



	
Using the arrow keys draw the letter “T.”



	
Press “u” to lift the pen up.



	
Using the arrow keys, walk the cat away from the letter “T.”







	
Paint Pong






	

Exercise 1
 (Play a drum sound when a point is scored)
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Figure 287 - Exercise 1 Code Change (Paint Pong)



	

Exercise 2
 (Change ball color each time a point is scored)
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Figure 288 - Exercise 2 Code Change (Paint Pong)



	

Exercise 3
 (Increase the pen size by 1 during each forever loop, and reset the pen size to 1 when a point is scored).
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Figure 289 - Exercise 3 Code Change (Paint Pong)



	

Exercise 4
 (Increase the ball size by 10 each time the ball bounces off a paddle, and reset the ball to its original size when a point is scored)
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Figure 290 - Exercise 4 Code Change (Paint Pong)



	

Exercise 5
 (Switch between two new costumes when points are scored)
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Figure 291 - Exercise 5 Code Change (Paint Pong)



	

Exercise 6
 (Display “Player (1 or 2) Won!” and stop the game when a player reaches 15 points)
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Figure 292 - Exercise 6 Code Change (Paint Pong)



	

Exercise 7
 (Add controls to select one of 3 different ball speeds)
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Figure 293 - Exercise 7 Code Change (Paint Pong)
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Figure 294 - Exercise 7 Code Change (Paint Pong) – continued



	
Rocket Pilot






	

Exercise 1
 (After the blue balloon pops, it is smaller when it reappears. After the purple balloon pops, it is faster when it reappears)
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Figure 295 - Exercise 1 Code Change (Rocket Pilot)
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Figure 296 - Exercise 1 Test (Rocket Pilot)



	

Exercise 2
 (After the blue balloon pops, it is larger when it reappears)
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Figure 297 - Exercise 2 Code Change (Rocket Pilot)
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Figure 298 - Exercise 2 Test (Rocket Pilot)



	

Exercise 3
 (Two more balloons)
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Figure 299 - Exercise 3 Code Change (Rocket Pilot)
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Figure 300 - Exercise 3 Test (Rocket Pilot)



	

Exercise 4
 (Turbo boost)
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Figure 301 - Exercise 4 Code Change (Rocket Pilot)
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Figure 302 - Exercise 4 Test (Rocket Pilot)



	

Exercise 5
 (High score)
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Figure 303 - Exercise 5 Code Change (Rocket Pilot)
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Figure 304 - Exercise 5 Test (Rocket Pilot)



	

Exercise 6
 (Space game)
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Figure 305 - Exercise 6 Code Change (Rocket Pilot)
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Figure 306 - Exercise 6 Test (Rocket Pilot)


Acknowledgement





Scratch is a project of the Scratch Foundation, in collaboration with the Lifelong Kindergarten group at the MIT Media Lab. It is available for free at https://scratch.mit.edu.



Raspberry Pi is a trademark of The Raspberry Pi Foundation (UK Registered Charity 1129409). See https://www.raspberrypi.org.



Reviewers (Students):

Isaac Andaluz

Joan Andaluz

Naomi Andaluz

Dave Anderson

Chloe Sow

Charlize Sow

Reasha Vora



Reviewers (Engineers):

Alan Altman

Larry Kucera

Ignatius “Stock” Stockhausen

Fay Trowbridge

Heather Van Steenburgh



Game Testers:

Alana Andaluz

Maria Andaluz



Custom Artwork & Cover Design:

Scott Trowbridge



Graphic Design Consultant:

Barbara Hartinger










About The Author

Grant Williams

Grant Williams has a BS degree in Computer Science and has worked for over 30 years as a software engineer in the aerospace and telecommunications industries. When his niece Megan’s children reached the age when they could start learning about computers, Grant thought that the Raspberry Pi would be an ideal child-friendly computer to teach them with, and that Scratch would be a great introductory coding language. He set up a “Raspberry Pi Coding Lab” in their home, and started teaching them how to code using Scratch. Driven by the kids’ enthusiasm, that activity evolved into him writing this book.

OEBPS/rsrc4FW.jpg
block palette contains al
of the blacks for the.
currently selected category

{_ (inthis case “Motion").

e

o
It scroll bar is
present, you can
Teft-click it and
drag it down to
see more blocks.

Left-clcking on the block
category willselect it for use,
and you wil e all of the
blocks in that category below it

inthe block palette.






OEBPS/rsrc4KN.jpg
Goal1 appears
onthe ft edge
of the stage.

Press to move

Paddlez up/down






OEBPS/rsrc4RE.jpg
Rocket Pilot Exercise 1
_ Blue Balloon sprite purple Balloon sp

[

ant delaysecs art delay secs

sety 1o/ ymin sety toymin
switch costume to batoon switch costume to batoon

@ change size by € Rl [ ——
s size





OEBPS/rsrc4FV.jpg
NOTE: Zoom controls wil only work when
there are code blocks in the coding area






OEBPS/rsrc4KM.jpg
Sprite: Goall

when s key pressed

gotox @y O

NOTE: You might be surprised that the Goal1 sprite s
positioned at the center of the stage (x:0, y:0). That s
because you painted the Goal1 sprite at the left edge of
the painting area, and the entire painting area covers
the full size of the stage, with it's center at x:0, y:0.






OEBPS/rsrc4RD.jpg
€ sprite code

Paint Pong Exercise 7

M sprite code

# sprite code

when  clicked

o |
W

when ™ key pressed

set mismed w0
set size to @) %

m

o |
W
M

when b key pressed

set size 1o @) %

NOTE: You choose the Ball Speed numbers that work best on your Pi for
easy, medium, and hard levels of play.






OEBPS/rsrc4FY.jpg
Notice that any blocks that are
attached below the block that you
are draging get moved too.






OEBPS/rsrc4KR.jpg





OEBPS/rsrc4RG.jpg
Rocket Pilot Exercise 2
Blue Balloon sprite

wait @B) secs

wait @) secs

walt start delay secs
set x to xmin

set y to |y min






OEBPS/rsrc4FX.jpg





OEBPS/rsrc4KP.jpg
Leftclck on “Goal1” to

select that sprite.

Right.lick on “Goal1” to
Popup the menu.

| |

Leftclick on “Goal2" to
select that sprite.

Leftclck on “duplicate”.
This makes a 2% goal
(named Goal2) with the
same code as Goall.






OEBPS/rsrc4RF.jpg





OEBPS/rsrc4G0.jpg





OEBPS/rsrc4KT.jpg
Sprite: Goal2

Scrpts | Costumes.

Left-click the Scripts tab.
Notice that the code is

already done (duplicated
from Goall sprite). You will
not need to make any code
changes.






OEBPS/rsrc4FZ.jpg





OEBPS/rsrc4KS.jpg





OEBPS/rsrc4RH.jpg





OEBPS/rsrc4G1.jpg
lj
il

dill
”m@ “






OEBPS/rsrc4R8.jpg
Paint Pong Exercise 3
(Ball sprite code change)






OEBPS/rsrc4FS.jpg
Software development is...
Turning ideas into computer tnstructions.






OEBPS/rsrc4KH.jpg





OEBPS/rsrc4RA.jpg
Paint Pong Exercise 5.
(Ball sprite code change)

move © seps
it on edge, bounce

[—

ange pen colr by € o e e

s e i
ot in direcion @D+ pick random @D 1o @D

=

switch costume 1o Pick any costumes that you want

#0r0r0






OEBPS/rsrc4KG.jpg
B | oo

e e——
w/aa






OEBPS/rsrc4R9.jpg





OEBPS/rsrc4FU.jpg
NOTE: When the stage size shrinks, the coding
area grows bigger. This makes it easier to
build more complex projects.






OEBPS/rsrc4KK.jpg
Pr

. —y asa






OEBPS/rsrc4RC.jpg
gy Paint Pong Exercise 7
(Ball sprite code change)

i I rncion €+ pck o @B

5, rorors s






OEBPS/rsrc4FT.jpg
Asyou create your

When you test your code,
s read from RAM by,
the CPU and executed.
While your code s being.
‘executed by the CPU,
output s sent to the
TV/monitor, and nput is

When you tel your Pito save
Your code project, it s stored in
permanent memary (SD card).
This memory continues to exist
after your P powered off.

read from the keyboard
and mouse






OEBPS/rsrc4KJ.jpg
‘Sprite: Goall

Lefclcing the Lefecicing the
“Undo button wil | | “Clear” button wil
erasethe st ting | | ease th entre paint
thatyou drewinthe | | area.

paintarea.

NOTE: You don't want
the goa tobe too
wide, 5o that
doest overlap with
the e






OEBPS/rsrc4RB.jpg
it touching Coal 7

w000

Paint Pong Exercise 6
(Ball sprite code change)

set pen color to @
change Player2Score by @)
W Player2score
ol 607,
2y [IIOENTET] for © secs

stop al

if  touching G

w0 w0x@y0

B ——)

change Player1Score by @)

it Player 1Score = [ then






OEBPS/rsrc4G7.jpg
o5 dgres






OEBPS/rsrc4M0.jpg
When the ball
touches either
Goall or Goal2,
al painted lines

are erased.

~e

Press fo move
Paddlez up/down






OEBPS/rsrc4RT.jpg





OEBPS/rsrc4G6.jpg
Scripts

Im

point towards mouse-

+ Erase any penma
+ The cat makes a “meow” sound, and a
popup balloon displays the text “Hello".

gson the screen.






OEBPS/rsrc4KZ.jpg





OEBPS/rsrc4RS.jpg
Rocket Pilot Exercise 6

Vellow Salloon sprite Each Blue & Purple Salloon sprite

P ———

switch costume to ol






OEBPS/rsrc4G9.jpg
==





OEBPS/rsrc4M2.jpg
Scripts

Costumes Sounds
Motion Events
Looks Control
Sound Sensing
P Operators
More Blocks

“Data” block category

set  Player 1 Score

change Player 1 Score

/

‘These two block types are found
on the Data palette after you

have created the “Player 1 Score”
variable.

5y o |

by @





OEBPS/rsrc4G8.jpg





OEBPS/rsrc4M1.jpg
Requirements:

S G G XK N

« The instructions on how to play the game will be displayed when
the green flag s clicked.

« Game play will start when the “s” ke is pressed.

« it will be a 2 player game, played like ping pong, with each player
controlling one paddie. NOTE: The gaie ¢an aléo be played by
e person controlling both paddice:

* Player 1 will control the left wddle using the “a” and “z” keys on
the keyboard (a = UP, z= DOWN). Player 2 will control the right
paddle using the “up arrow” and “down arrow” keys.

* As the ball moves on the screen, a colored line will be drawn
following the ball.

* When a player hits the ball with the paddle, the color of the
trailing line is changed.

« When a player misses the ball with the paddle, all lines on the
screen are erased, and the ball will be re-launched from the
center of the screen.

* The game score will be dis| Iared along the top of the screen.
When a player misses the ball with the paddle, a point is awarded
to the other player.





OEBPS/rsrc4GB.jpg
From Design.

+ When the green fag s dicked:
- Piace the ot he et the e,

ST I g






OEBPS/rsrc4GA.jpg
Together these
two blocks
implement this
design statement.

From Design...

 When the reen fag's cicked:
[0 L TTLTIIIT: o
s e e

+ The at makes a “meow” sound,and 3
Popup baloon dspiysthe e Hell.






OEBPS/rsrc4M3.jpg
Example of a variable with varying value: Player 1 Score

NOTE: You will want to display some
variables (like “Player 1Score” and
“Player 2 Score”) on the stage during

‘game play, but not on the Instructions
screen.






OEBPS/rsrc4KU.jpg
Ly Goal2 appears on
the right edge of
- the stage.

Press ko move

+JI@EA Paddlu up/down
k B

Press fo move

Paddlez up/down

CLu:






OEBPS/rsrc4RK.jpg





OEBPS/rsrc4RJ.jpg
Rocket Pilot Exercise 3
Blue Balloon 2 sprite Purple Balloon 2 sprite

switch costume to balloon
set size to €9 %
set sundesy  tof

set sartdeay to @

set xmax xmax  to [

-

x step value

t xsepvaive  to B

set ymax  to ] y max
set ymin to
set ystep value

set x to | xmin set x to | xmin

sety to | ymin

sety to | ymin





OEBPS/rsrc4G3.jpg
I this project, we are only.
going to use the "goto”
block to et the sprite
postion a the beginning
of the program.

We will set the sprte
position to the center of
the stage using this block

(240,

Center of the stage Is

Negative X Values

4,

~e

Sanien & anusod

Positive X Values
(1,2,3,4,5.,240)

onien A annedan






OEBPS/rsrc4KW.jpg
e e e “






OEBPS/rsrc4RN.jpg





OEBPS/rsrc4G2.jpg
Green flag

From Design...

(5P gt ety el

~ Place the eat 3t he center of the screen.

* Erase any pen markings on the screen.
* The cat makes a “meow” sound, and a
popup balloon displays the text “Helo”






OEBPS/rsrc4KV.jpg
[, Untted





OEBPS/rsrc4RM.jpg
Rocket Pilot Exercise 4
Rocket sprite Rocket sprite

when s key pressed

when t

show

set rocket speed

variable pop count

i [ —

wait @ secs

set isgamestaned to

P s ¢ key for Turbo soost KR R ]

set rocketspeed  to [






OEBPS/rsrc4G5.jpg
Scripts | Costumes | Sounds

Events
Control
Sensing

Operators
[ vore Biocks






OEBPS/rsrc4KY.jpg
B NOTE: Notice the yellow glow
ST surrounding these block. Sometimes
==t when you are coding, you can
BN cidentlystart a section of code:
‘execuing, because cicking twice
anywhere on a set of connected

running (indicated by the yellow
= glow). Tostop the code,click the red
Stop Sign icon (next to the green flsg).

Right-cick on
the newly added
“if then” block.

Left-click
“duplicate’.

Move the duplicated
blocks down so that the

white “insertion” line is nn-0r0
below the "f then” block
that was dupiicated.





OEBPS/rsrc4RR.jpg





OEBPS/rsrc4G4.jpg
= ~e

y axis





OEBPS/rsrc4KX.jpg
Sprite: Ball

say [ or © secs
sy [ for @ secs
say [ for @ secs

move @ steps
if on edge, bounce

point in direction @)

hange pen color by

point in direction @D

il






OEBPS/rsrc4RP.jpg
Rocket Pilot Exercise 5
Rocket sprite Rocket sprite






OEBPS/rsrc4JZ.jpg
A,

Operators

More Biocks set size 10 @ %
60x0r0
point in direction @)
set pen colo 0@

ouching o

point in direction €@

change pen coor by €D






OEBPS/rsrc4PS.jpg
o
cElEnm o )
+Ge
LB o= @ ~
i s ne oty
- I o o o on
e e s
[

. k3

=
=

=
=
=
=
=





OEBPS/rsrc4JY.jpg





OEBPS/rsrc4PR.jpg
File Manager
window

(memory
/ stick).
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Sprite: Ball

s size o @ N
©0:0r0
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Clicie Press ko move
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Right.click on “Paddle1” Leftclick on “Paddle2”
t0 popup the menu. to select that sprite.

Leftlick on “Paddle1”
o select that sprte.

B
= [Eo——,
w/aa eyt

on “duplicate’.
This makes a 2 paddle
(named paddle2) with the
same code as Paddlel.
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Quick Draw Cat
exercise |
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Click

Press

Press to move
poddie up/down
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(©)

Leftclick the "Eject” icon.

NOTE: This con ("rangle above a lne”) i
the standard Eject con for many types of

computers.

©

Left-cickthe memory
stickin the menu.

Unplug your memory stick
from your P and store it
inasafe locaton,
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Sprite: Paddle2 Sprite: Paddle2

Lefeclick inthe white aes,
and type in xvalue 210"
(changes it to postive),
That will postion Paddle2
on the ightsce of the
stage once the green flag
is diked).

Lefeclick the e
black triangle and
select “up arrow”
from the menu

Lefclick the tle
black triangle and
selct “down arrow”
from the menu
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Sprite: Paddle2

NOTE: Donft worry about the

iniialplacement of Paddle2 on oren o
the stage. We wilset the oo o
positon using the "g0 to” bock. sorar

W*-

-~ e
,“
= pe—) e ety s
s s
P m crested has thesame code 35
T e
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Sprite: Ball

[ ——

point in direction
set pen color 10 @

move @ steps

set pen size 10 €@
i on edge, bounce

W touching P

point in directior @)+ pick random €D to €
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point in direction €

Computes the balls
bounce direction
by adding a
random number
between -45 and
45102 base angle
(90 degrees).

isis the bounce

& | angleifthe random
B <L i i WA

Thisis the bounce
angle ifthe random
number picked is 45.

This i the bounce
angle i the random
number picked is 0.

NOTE: The Pi picks the
random numbers (within
Your specified range) that
are used in your “point in
direction” block. Random
numbers are like rolling

, where you don't know
‘which number willresult for
each roll.
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While your Pi s powered on,
insert your memory stick into
one of the Pi's USB ports.

NOTE: Some memory sticks are bulky and you might need to stack
the mouse and keyboard USB connectors vertically in order to have
‘enough room to plug in the memory stick into the adjacent set of
USB ports (as shown above).
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Quick Draw Cat
Exercise 4

w0r0r0
pot in descion €D

change pen sze by @

poin in direction €D
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| and Paddle2

Press to move
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Sprite: Ball

move © seps =
1 on edge, bouce 4 on edge, bowce

el
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Quick Draw Cat
Exercise 5
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Description of the goal sprites:

1 painpong M ®| - Movement—None. The goal sprites
s B P stay at fixed (unchanging) positions at
the left and right sides of the stage.
—oo i“iﬁz ‘/' + Code - Simple. The goal sprite’s code
ek only deals with hiding, showing, and
I P I positioning the goal sprite at game
startup.

* Purpose - Scoring marker. When the
bal sprite touches a goal sprite, the
ball sprite’s code knows that a point

| has been scored by either Player1 or
Player2 (depending on which goal was
touched).
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Paint Pong Exercise 2
(Ball sprite code change)

touching Goall 7

w0oxOr0

set pen color 0 @

chang

¥  touching Coa2 7 then
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Requirements:

J « The instructions on how to play the game will be displayed when
the green flag is clicked.

+ Game play will start when the “s” key is pressed.

* Itwill be a2 player game played ke ping pong, with each player

o/ " controlling ohe paddle. NOTE: The game can als0 be played by
one person controlling both paddles.

* Player 1 will controlthe left baddle using the a” and 2" keys on

J the keyboard (a = UP, 2 = DOWN). Player 2 will control the right
paddle using the “up arrow” and “down arrow” keys.

« « As the ball moves on the screen, a colored line will be drawn
following the ball.

* When a player hits the ball with the paddle, the color of the
trailing line is changed.

* When a player misses the ball with the paddle, all lines on the
screen are erased, and the ball will be re-launched from the
center of the screen.

* The game score will be diplayed along the top of the screen.

When a player misses the ball with the paddle, a point is awarded
to the other player.
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Paint Pong Exercise 1
(Ball sprite code change)

touching Goall 7 then

set pen color to @

change Piaye

set pen color to @

change Piaye
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the sprite, if you want.
tostartover.
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Padle2 moves,
but ballpasses
through paddle

Paddle2 up/down
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Quick Draw Cat
Exercise 2

when g aron key pressed [l when it arcn ey pressed

poin i direction €
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Quick Draw Cat
Exercise 3

pen down
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/{7 beletethe code that pops.
|~ the balloon if it touches the

okt Todeteclckon
he i (upper left) and
o o

block palette
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Click Press s Press
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Change the costume.
name to just “balloon”. Change the start delay”
variableto 2 (seconds).
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Requirements:

+ Game instructions are shown when the green flag s clicked.
< The game has one player and sarts when the s” ky i pressed.

¥ The game has  background with ground at the bottom and sky
above.

& The rocketis aunched from the ground when the space bar is
pressed.

o * he rocket i steered by pressing the left arrow” and “right arrow”
eys.

« Three balloons (blue, purple yellow) start floating when the “s’
is pressed.

* When the rocket hits a blue or purple balloon, the balloon pops, a
point is scored, and after a short delay the balloon reappears at its
starting position and continues floating.

« If the rocket hits a yellow balloon, the rocket explodes, the score is
reset to zero, and the rocket reappears at its launch position.

« If the rocket crashes into the ground, the rocket explodes, the score
is reset to zero, and the rocket reappears at its launch position.

key
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loatsand pops.
whenhe rocet
e,

ndiRnR

Click ?n_u s

NOTE: You can change the valu o the Bl Blloon sre ariale ' stp vl
o difrent numbers e r 3 you want oty dfrent blloon specs.
Remember hat he newtalue s et when youcick the gren o,
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e rocket
explodes if it its
the yellow balloon
or the ground.
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Checkif touchingyellow blloon o te ground

or
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Sprite: Rocket
s key event handler

At startup, say
“Press t key for

riable pop count
Turbo Boost” show variable pop

3ot s game saned 10

P ress ey for Turbo Boost KR 2 Ry
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Requirements: Completed!

* Game instructions are shown when the green flag is clicked.

J * The game has one player and starts when the “s” key is pressed.

* The game has a background with ground at the bottom and sky
<« above.

J * The rocket is launched from the ground when the space bar is
pressed.

W Ehe rocket is steered by pressing the “left arrow” and “right arrow”
eys.
J * Three balloons (blue, purple yellow) start floating when the “s” key
is pressed.
J * When the rocket hits a blue or purple balloon, the balloon pops, a

point is scored, and after a short delay the balloon reappears at its
starting position and continues floating.

J * If the rocket hits a yellow balloon, the rocket explodes, the score is
reset to zero, and the rocket reappears at its launch position.

J « If the rocket crashes into the ground, the rocket explodes, the score
is reset to zero, and the rocket reappears at its launch position.
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Sprite: Rocket
¢ key event handler

Sounds

Costumes

when t  key pressed

play sound car passing

© secs
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Left-click the "Sounds” tab.

The new sound is added from the lbrary
(available for sefection i the “play sound- block).

Leftclick the “car passin
€0 select it from the irary.

D

Leftclck the
black tiangle |
fyou want
tohearit.

Leftclck the OK-
button.






OEBPS/rsrc4PK.jpg
say for @ secs

play sound dance funky
8

P for @ secs

Add
if block

Choose a sound
that you like.
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Sprite: Rocket

0 Rocket explodes if it touches
yellow balloon or the ground.

Check if touching the yellow
balloon or the ground.

¥ position

Play explosion sound
and show the 2
explosion costumes.

Instead of using the hide block,
o @ ]
et offect 0 @D make the costume invisible so

say. (R for @ secs that the “say” message is shown.

Bl € set pop count o zero.

[erepRpr—
setx 10 @
sty o ()
switch costume to rocket
st ghosteffect 0@

say XTSTSTYTIIOYINCY for @ secs Show launch instruction.

- J(—‘ Stop the forever loop.

Set rocket to starting position.

r

Set costume back to rocket.

Cancel the costume invisibility.
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The thrce balloonsfloat.
e yellow balloon does
ot pop when hit by the

EQ?+

Click ‘Prus s

s
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) panipong ~ @ The paddle sprite’s code does the

o ) [Pt W Jollowing:

« Paddle movement - Controls paddie

up and down movement.
*+ Paddlel |

I:|

Paddiel
sprite

Paddie2
sprite

« akey=up
+ zkey=down
* Paddle2 3
* Up Arrow key = up
« Down Arrow key = down
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Requirements:

v

« The instructions on how to play the game will be displayed when
the green flagis clicked.

« Game play will start when the “s” key is pressed.

* Itwill be a 2 player game, played like ping pong, with each player
controlling one paddie. NOTE: The game can also be played by
one person controlling both paddles.

* Player il controlthe left paddle using the «a” and «2* keys on
the keyboard (a = UP, z= DOWN). Player 2 will control the right
paddle using the “up arrow” and “down arrow” keys.

* As the ball moves on the screen, a colored line will be drawn
following the ball.

* When a player hits the ball with the paddle, the color of the
trailing line s changed.

* When a player misses the ball with the paddle, all lines on the
screen are erased, and the ball will be re-launched from the
center of the screen.

* The game score will be displayed along the top of the screen.
When player mises the ball with the paddle, a point s awarded
to the other player.
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W Unitea

sa0e

~e

¢/am
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The Paddle spite appears on the
stage. NOTE: Dor' worry about
the nitia posiion of the paddle
on the stage. We wilbe adding
code later that willchange the
position of the paddle

| [The paddie sprit s added to
your sprite st
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The value of 45" s nt found In

the pulldoun men, 0 you wil
Sprite: Ball | need to et cick nthe whte srea

and type 45"

pon coor 0@
pon 51010 @

it comes from.

Theforeverboc, | [Th T on e,

loops continuously, [ Bounce” loc,causes
wcutngthecode | | thesprite to bounce
blocksthat are when t touches the

contained nside t._| | edge of the stage
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Located above the stage,
next to the green flag.

/

Left-click

Stops all
“forever”
blocks

St
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Sprite: Ball

when _ cicked ey pressed
setsize 10 @ %
%000
poin in diecton €

say [ for @ secs
say ] for @ secs
say [2] for @ secs

)
pen down

i on edge, bounce

4 touching mouse-po
S ouse-pointer
eoge

Paddiet —=
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Sprite: Ball
Scrpts | Costumes

Motion
Looks
Sound key pressed
Pen Operators
Data More Blocks setsize 10 @ say )

%w0x0y0 sy 21

‘ouching mouse-poiner |
=

- @D

[ do—
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@ /\v/'l/
by
e
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degree angle.
Cl.x.ck Press Prg;; to move
paddie up/down
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An Introduction To Coding

Using /i \- |~ Software

On The Raspberry Pi 4 Computer

GRANT WILLIAMS
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it n recton @ I = Ef °
et oo color 100
set pen size 1o @

poin n direction €D

Sensng
Operatrs
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Serpts
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Sprite: Ball

Scripts

dicked ey pruseet

set size 1o @) % say for @ secs
w00x@rO

) B
e e

rouching Paddie

point in «. °
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This folder willbe used to
hold your Scratch code.
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@ b=
!

(]

]

¥

% o start Scratch, double-click
e the shortcut (or single left-
= click it and then press the.
O Enter/Return key).






OEBPS/rsrc4JK.jpg
Press to move
paddie up/down

Ballpasses
through
paddle;
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Sprite: Paddlel

point in direction €

g0 to x @10 v. O

Adirection of s pointing up. This
rotates the pad so tha ts
verticallyalgned (ike theletter "

Anxvalue of 2101 near the
leftedge of the stage, and 2y
value of zero s the mid point
betueen the top and bottom
of the stage.

when 3 key pressed

change y by €

key pressed

Changing they value by a
positive number makes the
pacidle move up.

Changing the y value by a
negative () number makes
the paddle move down.
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Sprite: Ball

Sorpts | Costmes | Sounde
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Desktop | MenuBar | System | Defaults

Layout Cente mage on screen

Pictre raspbeny prlogopng B

Colour

et Colour -

Documents jastebasket  Mounted Disks

Updated
deskiop
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Your SD memory card is organized into folders

oy o ke your code fom vour sk,

e el erarcny shown above, theDesop s sty
Toder Youwilroe the
Ny Code” et w5 ocated i the Okt e
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Click the “Clear” button Ifyou want to erase.
the Painting Area

-

<

.

o Painting Area

# @ (checkerboard pattern) =
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Deskiop. | MenuBar
Layout

coour

Tert Coour

Documents

System | Defauts

Centr mage on screen +
Srasppenypiogopng &
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NOTE: After entering "black’, you

may see the text change to
#000000. That s the number code

that represents the color black.
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(o eerem

Side down to
“Preferences’.

side ight and down
and eftclck

and select “Centre image on

‘o Leftclick the Layout menu

eskon | MenuBr | Sys

(Corteimage on sreen ~

9

el 0K
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CAT
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0 Add Rocket sprite code. See the
Sprite: Rocket next two figures for details.

Event handler:
Event handler: G
pressed
—
Event handler:

A& When space bar pressed

Event handler:
= When left arrow
- key pressed

=

Event handle
! x When right arrow

turn (4 @ degrees ""E pretsad
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Upper part of key menu

o show the menu, left-
click on the it black
triangle on the “when
<key>key pressed”
block. -

o scroll down to the see
the lower part of the.
menu, place the tip of
the mouse pointer on the
litle white triangle, or
just move the mouse
pointer down below the

menu.

Lower part of key menu

To scroll up to the see the
upper part of the menu,
place the tip of the
mouse pointer on the
little white triangle, or
just move the mouse
pointer up above the.
menu.
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| B I
Left-click the Scripts tab,
o

Iaev @ Left-cick on allof the check boxes except for “pop
1 count” to remove the check mark. fthe box s
checked, then the variable s displayed on the
o stage (uness hidden by the code). We only want
“pop count” shown on the stage.

zzmzemerzes) |
@ For s sprte nly ’/’
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Press “s” key to start game.

This “if” test will stop the
rocket from being

w

launched (with the space
bar) until after the “s” key

Press space bar
to launch rocket.

has been pressed to start
the game.

Move the rocket a few
steps each time through
the forever loop.
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Instructions
(explains how the
game s played)

) paintPong

~e

PAINT PONG

Score a point by hitting the ball past
the other player's paddle.

Controls:
Player 1 paddle - Press a & z
Player 2 paddle - Press up & down arrows

Press s to start the game.

] PaintPong

~e

P i B | P2

Paddie2
(player 2)

Goall (scores a

pointfor player 2

‘when ball touches) | | Goal2 (scores a
point for player 1
when ball touches)

e——— The Instructions screen is one sprite ——s{

‘The Game Play screen has 5 sprites ————]
(Ball, 2 Paddles, 2 Goals)
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cicked

Only show instructions.

Select a rocket size you like.

Set the costume to rocket.

Initialize the variables.

Set launch position for
rocket on ground with
nose up.

Make the left & right
arrow keys steer the

NOTE: If you have a
problem with the
rocket not turning
fast enough, you can
increase the turn
angle to a number
larger than 3 degrees.
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Put your hand over
the fan and feel i air
s blowing up.

Shutdown your Pi.
(see Chapter 7)

Remove Pipower |

O T

= r

Checkthat the 2 fan wires are
connected to the correct GPIO pins.

Check tha the wires are
firmlyattached to the pins.

builtin cooling fan,
then verify that it
s running,

Turn on Pl power
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Requirements:

+ Game instructions are shown when the green flag is clicked.

o+ The game has one player and starts when the *5” key is pressed.

 The game has a background with ground at the bottom and sky
' above.

& The rogketislaunched from the ground when the space bar is
pressed.

o * The rocket is steered by pressing the “left arrow” and “right arrow”
eys.

« Three balloons (blue, purple yellow) start floating when the “s” key
is pressed.

+ When the rocket hits a blue or purple balloon, the balloon pops, a
point is scored, and after a short delay the balloon reappears at its
starting position and continues floating.

* If the rocket hits a yellow balloon, the rocket explodes, the score is
reset to zero, and the rocket reappears at its launch position.

« If the rocket crashes into the ground, the rocket explodes, the score
is reset to zero, and the rocket reappears at its launch position.
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After

ASSXRN

Raspberry Pi logo
Text s easier to read
“My Code” folder
Scratch shorteut
Unused items removed
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eV

Stage
+nacerep

Now backarop

G/aa






OEBPS/rsrc4NJ.jpg
@ NOTE: fthe rocket getsstuck at the edge of the stage,

repeatedly press the eftor right arrow key until the rocket
turns and fies back towards the center of the stage.

NOTE: f you feel tha the rocket isflying t0o slow or oo fast, you can change the value of the “rocket speed”
variable that s set n the event handler for the green flag f you change It just remember that you need to
clickthe green flag toset the ariable to the new value.
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Right.clck on the
Bluetooth con (Gray
color means tumed off).
Leftclick on the

Bluetooth icon (Blue
color means tumed on).

44/ cene el ice

Make Discoverable

@ uhaicontumon

e dcon Add Device Panl Setings

Lefecickon
Remove Device. este New Panel. e laeaath
From Panel.

NOTE: Along with not connecting your Pito the: S0
Internet,turning off the Bluetooth wirless.

connection locks another network access door to

your Pito keep hackers out. We will also remove the.

control from the desktop.
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s/am
pyzey
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= roourin

'NOTE: The blloon calor
willchange o bive after
Vou've done steps 28
43 (deeting the purple
and yellow costumes).

[

= I

Leftclickoon the " and change the
spite name to “Blue Balloon”.

Leftlick and change the costume.
name to simply “balloon’

Leftclick onthe yellow balloon
costume, and then ef-lck on
the e Xin the upper right
corner to delet tha costume.

Leftelck on the purpl balloon
costume, and then ef-clck on
theite X inthe upper rght

cormer to delte that costume.

FoHOO S 2@+
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{ |N\
O
@ letecickonRemove |

Wieless & Wired Network
From Paner”.

NOTE: Since we will not be connecting.
the Pito the Internet, we wil remove the
“Wired & Wirless Network” con from

the desktop.
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Sprte name is updated.

aragn piaye: |

o B

s/l
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Use copies of projects for the exercises

. Saveyour "starting ol project usinga ¢ Wake coding changes for*y Do final save when the
1 diferen flename BEFORE you sart changing | | Exercise 1. il exercise i completed. 1
thecode foranexercie.

This save

QickDraw

1fyou savethe starting point project le usinga different
flename before you tat making any coding changes foran
exerise,then you are prtected from accidetly verwiing
thesarting poin project le with eercisechanges.
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How can 1 see what the scope is
for an existing variable?

Left.lckthe black
triangletosee the

Shared

variables pop e

Is game started

rocket speed

ymin

private
variables

Separator
line

On the pulldown menu ofthe Data block
t0seta variable, the vaiables above the
separator lne are shared, and the variables
below the separate e are pivate.

How cam I change the scope of
an existing variable?

Right-lick on
the variable:

Make a Variable

s game starte

rename variable

delete variable

- UV —

“The only way to change the scope of 2 variab
0 delete thevariable and then recreate f wit
the correct scope (shared or private).
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Sprite variables and their “scope”

Mostvaribles wi b crested
with ascope of“For this
spie only” This creates
peiate varsbe ha s oly
Vb to th speifc sprte.

[r— Private variales scopeof‘For this srteanly’)can have th same
name and can b st 1 diferent vlues in different spries

The ony variale that we wil create with  scope of “For alsrites” s “pop count” This wil e  shared variabe, where any.
prite can read it andchange € alus We want eachblloo srte o be able {0 update the game'spop count when ¢ ogs.
rste thisvariabl onceforth rocket srt, and it wil automatcaly appea nevery sprite’s ariabl s
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‘Select Wi etwork
‘Select yourWiFi networkfom he st

Network ABC
Network DEF

Network G
Network S

Nework MNO.
Press Next 1o connect, o 5K 0 continus i

Back






OEBPS/rsrc4F7.jpg
Updote Softnare SetupComplte
Thecpeatng ystem and apications il nowbecheced and [Vour Raspoany P now st and ey .50

e Pres Restar o restayour P now s threw e il ke

efec opess Later 1 losethewizrdand estart h 7yt
Pres Next tocheck and update sofvare,or Sk 10 continwe ‘ gl you

o ecking q
e[ et |
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You don't need to change the
timezone, since we aren't going to
use the clack (which s set from
secant the nternet).
S

Select your country (left-
click the black triangle).

S oty
e e S ——
o b o e ators s

Conny Unteingdom P
Lgage sEgen
[r—

R -

Select your language (it

= may be set to your correct Left-cick the
language when you select checkbox “Use Lefteclick the
your country above). English language” “Next” button.
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Welcome to Raspberry

Change Password

The default pi user account curently has the password aspberry.
It strongly recommended that you change this 1o different
password that only you know.

Enter a "strong” password
(see note in blue box for
definition of a strong
password). Write down the
password so that you don't
forget it. NOTE: The user
account name is “pi” and
you don't need to change
that

Left-click the “Next” buttor

Enternew password:

Confirm new password

+ Hide characters

NOTE: To create a strong password, use at
least 12 characters, and include upper and
lower case letters, numbers, and special
characters (suchas | @ #$ *).
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‘When a balloon gets close to
the left orright edge of the

stage, it will move up a itle: We'lcreate a variable.

" named "y max” and set

and change direction (ftor

right). When a balloon gets GEl |- LELLICED
nearthe top edge ofthe checkiftheblonis
stage, twil retun o s 1| nearthe top edge.

Saring poson i h ower -

left corner,and then repeat
the same pattern of mtion.

We'lcreate a variable.
‘amed "x max” and set

In our code, we'lluse some
variables to test o see fa
balloon is near the edge of

T> | itto200. wertluse it to
(x=200,y=-60)f | | checki the baloanis

the “floating rea” (inside [t sl
the red dashed rectangle).

We'l reate a variable We'l reate a variable named y min”

named " min” and set it to and st tto-60. W'l use t toreturn the

200, We'lluse it o checif balloon to the bottom of the flosting area

the balloon s near the left (after it reaches the top edie).

o QY- -«
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TIP: The color of the block
willlet you know which
block type it comes from.

Sprite:
Instructions

when

when s

clicked

You can change the xand y

PR o171 0 ) «— values to adjust the position

of your instructions on the
stage (if needed).

key pressed

Pressing the letter s
hides the instructions

(since the game is
starting).






OEBPS/rsrc4NT.jpg
Sprre: A belloon
To move up (verticaly), add a stepvalue tothey | A @ NOTE: Occasionaly, inserting ftems into an
P e Sle e e operator (ke *4°)can be diffcut. When you
Thisis a variable drag ablock (ke “y poston”) ontop o the
that you create. operator, algn the left edge of the block unil
We'llsetthe value | | you see a white highight around thespot
| to20. where you want to place t. When you see the
Thisisthesprte’s
Bkt - ighiight around the rght spot, drop the item.
found on the Maion tab. BeroRE

AFTER
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Warning: this will install the selected Operating System(s). All existing
data on the SD card wil be overwritten, including any OSes that are
already installed.
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) Pantpong

oS 8 P e B

\%M

~e

The ball sprite’s code does the following:

+ Ball movement - Controls ball direction
and movement, including bouncing off
paddle sprites and bouncing off the top
& bottom edges of the stage. Also
draws colored lines following the ball.

+ Scoring - Detects when the ball touches
the goal sprites, and updates the score
for the players when that happens.

« Play Restart - Following a point being
scored, the ball sprite repositions itself
to the center of the stage, waits 1
second and then restarts play.
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when +  key pressed

Event handler:
€ Whens key pressed

W xposition < xmin x position > xmax then

sety o 'ymin

Event handler:
When green flag clicked

¥t ymin
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Requirements:

« * The instructions on how to play the game will be displayed when
the green flag is clicked.

+ Game play will start when the “s” key is pressed.

« It will be a 2 player game, played like ping pong, with each player
controlling one paddle. NOTE The game can A played by
one person controlling both paddles.

* Player & wil control the left paddle using the 'a" and '2- keys on
the keyboard (a = UP, z = DOWN). Player 2 will control the right
paddle using the “up arrow” and “down arrow” keys.

* As the ball moves on the screen, a colored line will be drawn
following the ball.

* When a player hits the ball with the paddle, the color of the
trailing line is changed.

* When a player misses the ball with the paddle, all lines on the
screen are erased, and the ball will be re-launched from the
center of the screen.

* The game score will be displayed along the top of the sreen.
When a player misses the ball with the paddle, a point is awarded
to the other player.
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Pop count s a Make  Variable

e vartle
o
{arenay e~ CED
fo ockt e

@
w
“

» CED
[
* this sprite only m
@D
= @D
» @D
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Check if balloon has crossed the right or left edge of floating area.
left edge right edge

x position x position

xposition < xmin o x position > xmax
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“The defaut s Englsh (UK).

¥

——t el

- s
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Sprite: Blue Balloon

Only show instructions.

Set the costume to
balloon.

Select a balloon size
you like.

Initialize the variables.
NOTE: We don't need
to set “pop count”
since it is a shared

variable and it was set

to 0 by the Rocket set

sprite. set ystep value
Set balloon starting set x to [ xmin
position.

set y to [y min
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Lowerlft comer o i it bosrd (109)

O O bottom on the

power comector.

be msertedin
ather dection
o ordown),
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Lower et corner of it bosr o)

P skabus lightz

E 3 KRN * 1oTe: The green ACT ght s vt ensbled |

il afer the Raspan O has b nstalled
3 5o you won'tsee tat gt unt Pl ialzton

en ACTstatus

(memory cardaihiy*

Red PWR staus ight
ower)
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™ United

G/am

~e

The Ball sprite appears on
the stage. NOTE: Don't
worry about the nitial
postion o the bal o the
stage. We will be adding.
code later that willhange
the position of the bal.

The Bal sprie is added
o your spite st
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Sprite: Blue Balloon

when s key pressed Press “s” key to start game.

R start deley [ Allow for a delay before
el o starting the balloon floating.

forever

setxto x position + xstepvalue 4-{ Move horizontally.

" xposition < xmin o xposion > xmax _then o

Checkif balloon
crossed the right
or left edge.

=) Change direction.

| €YWL ) <—‘ Check if balloon is below top edge.
set y 1o 'y position |+ (FEEBVARS (—‘ Move up vertically.

Else return balloon to bottom
of floating area.

sety to | ymin

Sepe—— Check if touching rocket.

b Add 1 to the pop count.

B

switch costume to big pop

switch costume to_ small pop

Play pop sound, show
the 2 pop costumes,
and then hide the
’-mlmuu sprite.

start delay secs

set x to xmin

sety toymin
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Ok

Balloon pops (costumes)
’T bailoon big pop smallpop ___ (hide)
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s/aa
a/da

THAE

o o wRE

PAINT PONG

Bounce the ball off the pades.
Score a point by hitting the ball past
the other player's paddie.

Controls:
Player 1 padde - Press a &z
Player 2 paddle - Press up & down arrows.

Press s to start game.

. a=a
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Jprie: A halloon

o move rght or lft (horizontally), add astep value | /¥ @ How do I change direction?
tothe x positon. They value stays the same.

Thisis 2 variable
. that you will ceate.
We'l set the value.

Thisisthe sprite’s |12
current x position and is

found on the Motion tab.

Muliplying the current step value by -1

will change direction (regardless of
‘which direction the balloon i foating)

) Aposiive sep alue moves rght

| Anegate st e moves

Math reminder:

= Multiplying a positive number by -1
results in a negative number.

* Multilying a negative number by -1
results i a positive number.






OEBPS/rsrc4HY.jpg
D T

Bounce the ball off the paddes.
Score a point by hitting the ball past
the other player's pade.

Controls:
Player 1 paddle - Press a & z
Player 2 paddle - Press up & down arrows’

Press s to start the game.
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The blue balloon floats
within this area (red
dashed rectangle). The
other balloons float in
almost the same area, but
startaltle lower.

The balloon's starting y
position willvary a fitle,
50 that the diferent.
colored balloons are at
slightly diferent heighs.
The balloons will start

moving to the rght from
these points.

Rockst it ~e

Upperleft corner Upperright comed
(x=-200, = 170) (x=200,y=170)

t

> X axis

Blue balloon sartng pos
(x=-200,y=-60)
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Tnis adapter card i not )

needed, but keep it for
possible future use. |

Micro SD memory card
(preloaded with NOOBS)

Card orientation:
L Labelsideup. |
2. Gold pins down.

of the adapter,in which case, you will need to
@  Pllthe memory card out of the adaper,
before inserting tinto your PI.

Ca'tfind your Micro SD memry card? Your
9 memory card may come nsered in the bottom
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Requirements:

« The player will click the green flag to start the game.

e Bover il e e e (. e - )
" eyl e o eys e donn. e, k)
el ol e

= As the cat walks, it will leave a colored trail behind
o Thetallwlbe a diffeent color depending o the

iraction of travel (up/blue, down/green, leryeliow,
ection’ up! G Iy
o * As the cat moves, it will appear to be walking (L. legs

Completed!
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it bosrdop)
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Walk the cat around the screen...

2 o~ o

Click green flag Press all of the
arrow keys
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Lefclickand drag down and to the right o reate a

*selecton box” around the area thatyou want o move,

e e Release the mouse button and then press the arrow keys

s/am (eft,igh, up, down)to move the seected text
e

\

ROCKET PILOT

| -
lyouwanttomove the _|POP balloons with the rocket.
tet, lefclick the “Select”
icon. [Launch rocket - space b

I you want o change.
the posiion of your
instructions, prss the
armow keys on your
keyboard to move the
selectod area up, down,
lef, or rght.

C—— ‘Steer rocket - left & right arrow keys

Prese () Lefcick onthe cross-hatched drawing
area outide o the seection box o finsh
thetext move, or clickon one of the

Aol other pinting cons (ke the T")

S
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© Allgnth top hlf ofthe case so that the
comectornotches ne up.
@ Push down onth topun t naps it place.
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permanent memory
Aso called

“memory card” o

“sorage” [

(:f\/w/ '
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Setup the up arrow key evert

handier:

+ select “up arow” inthe “when”
block menu (eftclck the ttle
black triangle).

- Setthe colorto blue (133) nthe
*set pen color”block (eft-clck
Insidethe white textfield and
type 133).

+ Setdirection 100 (up) n the
“point i direction” lock. Either
lefclck th lte black triangle
and select“(0) g from the
menu,or lftcickinside the
whitetext ield and type 0.
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Paint Pong Exercise 6
(®all sprite code change)

variable P
say [ for @ secs

say [ for @ secs
say [0 for @ secs JRECLECTEY

1
1

1

'

1

variable mave 1
— 1

1

1

1

! block palette.

say 2] for @ secs

move © steps move BallSpeed steps

if on edge, bounce if on edge. bounce
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General Purpose Input/Output (GPIO) Pins

A The fan wires have
a smal hole on
the end that the
GPIO pins ftin
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Tm] Paint Pong ~e
PAINT PONG

Bounce the ball off the paddles.
Score a point by hitting the ball past
the other player's paddle.

Controls:
Player 1 paddle - Press a & z
Player 2 paddle - Press up & down arrows

Press s to start game.
(e = easy, m = medium, h = hard)






OEBPS/rsrc4EP.jpg
X Newlocation for window

Smaller window

Bigger window
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Walk the cat around the screen...

P‘D@

Click greew flag Press all of the
arrow keys
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) paintPong ~e
PAINT PONG

Bounce the ball off the paddles.
Score a point by hitting the ball past
the other player's paddle.

Controls:
Player 1 paddle - Press a & z
Player 2 paddle - Press up & down arrows

Press s to start game.
(e = easy, m.= medium, h = hard)
sowed
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From Design.

Setup the down arrow key event
( handler:

+ Select “down arrow” n the
“when” block men (ieft-lick
the ltle black triangle),

+ Set the color to green (67)in
the “set pen color” block
lef-click nside the white
et field and type 67),

+ Setdirectionto 180 (down) in
the “point in direction”
block. Either left-cick the

lttle black trangle and select
*(180) down’ from the menu,
orleft-click nside the white:

et field and type 180.
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Stage
+backdop

Now backdrop:

a/an

Sprites New spme.@/ an

Instructons Ball Paddel  Padde2 Goalt

Goal2 M-block Heblock

1

Easy Medium  Hard
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...in a house.

Windows
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Requirements:

o/~ The player will click the green flag to start the game.

 The player will use the arrow keys (up, down, left, right)

«/ " tocontral the movement of a cat who walks around the
screen. Each time an arrow key is pressed, the cat will
move 3 small distance.

* As the cat walks, it will leave a colored trail behind.

* The trail will be a different color depending on the

direction of travel (up/blue, down/green, left/yellow,
right/red).

s th e)cat moves, it will appear to be walking (i.e.
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nstructions
) Focet Pt (exlanshowthe |~ @

me s played)

ROCKET PILOT e peed

7

Pop balloons with the rocket.

Launch rocket - space bar
Steer rocket - left & right arrow keys

Press "s" key to start game.

fe——— The Instructions screen s ane sprite ———+!

] Rocket Piot

~e
Sy Blue
pa=wm -t
e ¢
e |
=

‘The Game Play screen has 4 sprites ————+]
(Rocket, 3 Balloons)
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Left-click again to return to coding view

Leftclick to zoom to Full Sre

Full Screen view





OEBPS/rsrc4MW.jpg
€ sprite code M sprite code # sprite code

when  clicked

sat sze 10 @ ¥

o |
m

Key pressed

ot s ol
sot sze 10 @ ¥

P

R
===
P

show

??

NOTE: You choose the Ball Speed numbers that work best on your Pi for
easy, medium, and hard levels of play.






OEBPS/rsrc4EJ.jpg
Computer Monitor or TV

When you run out of room
on the mouse pad, lift the
mouse off the pad, move it
backwards, put it down on
the mouse pad, and then
continue moving the mouse.
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) Rocet Pt o J Type n the Instructions text starting near the
0perifcomerof the s ahed v
ia 2

KET PILOT

@ Pop balloons with the rocket.

Stoer rocket - lft & right arrow keys.
Press " key to start game.

Paint a new
‘Avoid yollow balloons and the ground.

Leftclick the
“Text”icon
Leftclck on the " and

change the sprite
name to “Instructions”.
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0 0 0 0
[ro—

e sincom 008" | sutepto pocd: | St countoBerdr
ol I ity ot
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e
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e el el [

5% = el | s

Acaseading menw s e
2 cascading watral





OEBPS/rsrc4H5.jpg
atla

costume

catl-b
costume

Left-click the “Costumes” tab.
You don't need to do anything
on this tab, but it shows the
different looks of the cat that
You can select using the “next
costume” or “switch costume to
<costume>" blocks. NOTE: You
an also modify the costumes
on this tab, but we will not do.
that,

s/am \/'@7

o HOO S M@+
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Upper left corner (Scratch window)

spriteto see the menu.
Leftclick “delete”.

Choose “Blue Sky”
backdrop from
ibrary.

w/am
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) Loweost
My Code e

safeguard <
™, yourcode —\

RVAA

USB Memory Stick
(4 GB is big enough,
costs under 6 dollars)
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Strtng point Surtingpon:

Evercie s
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Mouse Pad Computer Monitor or TV

>
Side rght

ol

Sido down ©
Move? Y

Mouse

Lot bution Right bution
(N,
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71 < o

Scrate project fle(blue background means It “selected”).
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Leftclick Paint Lefecick the
new costume”. [~ “Line” con.

Inthe center o the draving area,
draw  big red *+* and add 4

additional red lines s shown.

Change the
costume name to
“small explosion’.

o make the rocket explode when i hits a yellow balloon
or the ground, we'l create two “explosion” costumes,
that we'llshow (big explosion, then small explosion).

In the center of the drawing are
draw a smallred +* and add &
additional red lnes as shown.
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CPU  RAM (1GB, 2 GB, or 4 GB)
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When would T usc this flcname format’

Exanple Gepsme Ficoame format | 37 84508 | Doessyone who s g the i
5% | nave e came o you

QuekDurw Gt | Pojct e Nt Shang

QD G| Pt e ey . o e oy pervon wih oy it
Ny youe ik e, 8 | i

Puectname, olowed oy

Quck Duaw Car— | P me bllowedby Someone e b the e it
Ny s o Gt name 58 | e ot o th et
Quck Diaw Gt~ | Progect ame, ollowea by . per e v——

Mary Smith

‘our full first and last names.

‘name and last nitial.
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on't worry if this shows up o the
stage on top of the Insructions
sprite and s very lare. We'll hide
and resize it ater inthe code.
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To avoid computer security & parental
control tesues, e will NOT Be e commecting
our Pi to the Internet.

(Simplified ) cnitd frlendl
- setup -

Wi _(only requires )
hackers _ electrical.
o \__ power
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Optional Memory Stick for
- e backing up your files (USB)
Memory (NOTE: These 2 US8 connectors are

USB 3.0, which have faster data
transfer speeds).

Power cord " Headphones or
Micro HOMi cable  AC-Powered Computer Speakers
(only required if you are using a monitor that
does not have a builtin speaker)

to TV/monitor)
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Srows e oot
oider sion)
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Keyboard & Mouse cables. V-den cable (to TV, monitor)

(w, monitor) Micro size (1 4)
Hom
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RAM = Random
Access Memory
(2 computer chip
on the Raspberry
pig)

Recommended

Fami m Released | Available | Scratch 2.0 | Scratch 3.0
New (future)
Raspberry Pi2 B 015 - Yes 5
RaspberryPi3 B w16 - Yes 5
Raspberry Pi3 B+ 2018 YES YES o
’PéE'E 1y, B(1GBRAM),

Raspberry Pi4 B (268 RAM)

|

of Scratch 3.0 (for the Raspberry Pi) and are a good choice if you want to run

The Pi 4 Model B (2 GB or 4 GB of RAM) wil be able to run the upcoming release:
future versions of Seratch. ‘
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Shows the current
folder (My Code).

Any Serateh projects thet yeou
have saved in your “My Code”
folder will be listed here.
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.

T

. o

2 .

- i
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El

¥

Remember that you can use the
“undo” buton t erase your st
change and ry it again.
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Rocket explodes (costumes)

[E e ]

big explosion ~ small explosi (hide)
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How to open an existing Scratch project file

'DO:J

Open an existingproject il usng “File > Load Project”.

Don't try 0 open an existin project ile by double-licking
thefile lcon n the File Manager window. f you o,

emotyScath reject il b loaded.
kg e WRONG
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“Protected” status light Surge protector
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Use this
“set pen color
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wox@®rO

set pen color 10 @
Leftcickon the
ftle black tiangle.
=
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The easiest way ko
sek the pew’s color
is ko set it to a
number from the
color wheel.
g
[
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Sprite: Ball
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Letcickon the
Il biackrangle.
» » D

Add 2 “hide variable
<varlable>" block.
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From Design.
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Plajer scores
displayed

Paddlez up/down
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Scips | Costumes | 5






OEBPS/rsrc4M5.jpg
Sprite: Ball

S | Conmes | Sonc Scrg | Comumes | S

Looks Contt / ook Coni
e . Varible name: Souns pee
pen porsrs ‘ pen Opasrs
@ Forstores O Fortsesrte oy e Boks
- I
» D
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Sprite: Ball

a——

L

o |

When this sox i checked (here), the

variale wil be shown onthesage. BT )

Youcan eicickthe box o checkand (L)

ncheck Yo ca o e e e gy

variable® nd “show variable” bock to

change that. - _1
~e We willuse these &

blocks i our code (set,
change, show, hide).

Variable shown on stage
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Sprite: Ball

Scrpis | Costumes | Sounds

I [ T

Looks J cont
Sound Sonsing
fren Oporaors
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PAINT PONG

Bounce the ball off the paddles.
Score a point by hitting the ball past
the other player's paddle.

Controls:
Player 1 paddle - Press a & z
Player 2 paddle - Press up & down arrows

Press s to start game.
(e = easy, m = medium, h = hard)
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For eack arrow key, we heed to add event handler code...

-and we can do it quickly by ing one event handler
3 times and then modifying {& sugm’ for each arrow key.
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We will use 3 copies
of the event kandler
for the right arrow
key as the starting
olit ko create the
event handlers for
the Left, up, and
down arrow keys.
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Requirements: Completed!

J « The instructions on how to play the game will be displayed when
the green flag is clicked.

+ Game play will start when the “s” key is pressed.
* Itwill e a 2 plaver game, layed ik ping pong, with each player
J controlling one paddle. NOTE: The game can also be playe
one person controlling both paddles.

+ Player 1 will control the left paddle using the “a” and “z” keys on
the keyboard (a = UP, z = DOWN). Player 2 will control the right
paddle using the “up arrow” and “down arrow” keys.

+ As the ball moves on the screen, a colored line will be drawn
J following the ball.

+ When a player hits the ball with the paddle, the color of the
trailing line Is changed.

+ When a player misses the ball with the padde, all lines on the
J screen are erased, and the ball will be re-launched from the
center of the screen.

* The game score will be displayed along the top of the sereen.
When a player misses the ball with the paddle, a point is awarded
to the other player.





OEBPS/rsrc4GS.jpg
Press the right arrow your keyboard
and see whak happens, '?kcn press it again,
and again, and agalw..

Question: How can you get the cat back to the
center of the screen?

Answer: Left-click the green flag to execute.
your code that clears the screen and places.
the cat at the center of the stage.

Try pressing the other arrow keys (ieft, up,
down). Does anything happen? (HINT: We
75 haven'tadded code yet to handle those arrow.
] Keys, 5o they shouldn' do anylhing.)
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@ Test the thicker trailing line...

Click green flag Press right arrow key
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change, left.click anywhere

on the background i the
coding area.

et e color 1 @ JI
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