Sprite Movement Cards: Whole Turn

Basic Algorithm: Changes:

1. Go to [l Motion and select I XTES.

2. Change the number from 15 to 1.

clicked

ask and wait
3. Goto [ Motion and select (REEEEENEEETE.
answer =

say for 0 secs

4_ Chan [<J set rotation style leftright ({0l set rotation style all around [
say for 0 secs 9

left-right

don't rotate
all around

5.Goto  Control and select 10

Whole Turn Algorithm:
6. Change it from 10 to 360. 360

/. Add the two motion blocks inside the repeat block.

clicked

ask and wait

360

set rotation style all around
turn “ o degrees

say for Q secs
360

set rotation style all around

rum (U @ degrees 8. Insert them under @G-

say for 0 secs
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Sprite Movement Cards: Whirl

Basic Algorithm: Changes:

If you want the sprite to change colour when the answer

(S correct...

Flicked 1.Goto Wlooks and select EJEEIEEIX Y.

ask and wait

2. Change the effect from colour to whirl. (EIETIC Tak 0
lous
fuhaye
say jorasecs whirl

pixelate
mosaic
brightness
ghost

3. Change the whirl effect from O to 50.
4. Add it above .

5.Goto Mlooks and select EZFRNTES.

cicked 6. Add it below EJC=T-1.

ask and wait

Whirl Algorithm:

set whirl effect to @
say for 0 secs

clear graphic effects

say for 0 secs

»
* x * *
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Sprite Movement Cards: Glide

Basic Algorithm:

Changes:

clicked

ask and wait

say for 0 secs

say for 0 secs

A Gliding Algorithm:

clicked

ask and wait
say for @ secs
glide Q@scstox Dy @D
glide @ secs to x: @ y: ED
glide @@ secs to x: €D y: €D
glide @ secs to x: €F) y: @

say for o secs

The example you have been

given is just that — you can and
should experiment with different
movements. You can glide to fewer
places on the stage by removing
blocks and glide to more places by
adding blocks.

1. Go to [l Motion and select .

2. The number of seconds determines how J‘ast or slow the

sprite moves - the lower the number the faster it moves.

3. To select where to move the sprite go to the stage.

B Scratch Glide m~®

x: 240 y:-180

4. Look for the x and y values./

5. Decide where you want the sprite to go, move the

mouse there k and read the x and y values. = x 240 y:-180

6. Change the x and y values from

to the new values.

/. You can get your sprite to glide along in any pattern.

Try the following...

gide @ <50 x D y @D
glide ° secs to x: @ y: @

glid_e ° secs to x: @ y: @
glide 0 secs to x: @ 'H @

8. Remember the last block has to move your sprite back
to where it started.
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