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Create and share your own interactive
stories, games, music, and art
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To create your own projects:
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Scratch Project: Little Crab

1. Get Moving

,°§" Scratch

Motion, Control

Concepts

movement, turning,
event handling

get that
crab moving!

Operators

visibility, audio

Looks, Sound, Control, collision, give the crab
2. Worms Sensi g : :
ensing visibility, audio |something to eat!
Motion, Looks, Sound, collision, add some crab
3. Lobsters Control, Sensing,

predators!

Looks, Control,

make it look

4. Animation . animation
Operators, Variables 200 d!
Motion, Looks, S.ound, mess aging, when crab eats the
5. Game Over Control, Sensing, ] worms or lobsters eats
Operators, Variables variables the crab - game over!




The images and sounds
used in this project are

downloadable as a zip file
from http://bit.ly/littlecrab




Scratch Phase 1: Get Moving
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when  clicked

forever

move 9 steps

if on edge, bounce

if  key left arrow | pressed?

turn & B degrees

key right arrow pressed?

turn & ) degrees




Scratch Phase 2: Add Food
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[ when clicke;l‘

show

gotox:myzo

forever

if  touching crab |2

play sound slurp
hide




Scratch Phase 3: Predators
)

1'_"_"‘-.
when __ /clicked

go to x: gL\ vy: m

point in direction (i@

forever

move 8 steps

turn (& 'pick random B to B degrees

if on edge, bounce
= —
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Scratch Phase 3: Predators

when clicked

go to x: 0 y:
point in direction Eild
show
forever

move a steps

if on edge, bounce

key left arrow | pressed?

turn b B degrees

key right arrow | pressed?

‘turn ~ @ degrees

touching lobster01 |2

play sound au J
hlde

New sprite: {,:/ IJ? ?:

touching lobster02 |2

play sound au

1 wormO... wormO... wormO... wormO... wormO... worm0O... h'de

Stage | wormo. wormo.. lobser.. tabster.. | LLLISYA /scratch.mlt.edu/ projects/dang/2106008




Scratch Phase 4: Animation

when  clicked

gotox:o'y:

point in direction CIhd

— L

set animation |to

forever

" animation mod o =30

next costume

set animation |to

wormO... wormO... e|se

change animation ]by

wormO... wormO... worm0...
A

TTTTTT - T T YT

if on edge, bounce

wormO... worm0O...

if key left arrow | pressed?

turn & B degrees

lobster...




Scratch Phase 4: Animation
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l when clicke

go to x: §Ei) y: GH)

set animation |to

forever

B

if  animation mod g-=n

next costume

set animation |to

change animation by

crab wormO... wormO...
A

turn (& /pick random BT to I degrees

if on edge, bounce
- J

wormO... wormO... wormO...

wormO... wormO... wormO...

Stage

lobster...| lobster...




Scratch Phase 5: Game Over

gameOver

//’_\‘"" —

[ when clicked

hide

[ when I receive gameOver |

show

forever
change color |effect by k)

scratch.mit.edu



Scratch Phase 5: Game Over
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[ when clicked
go to x: 0 y:

point in direction ik

worm worm ] IObSterOZ
vormo... wormo... set score |to 1) touching

——a =manimmatian la_ 7 ‘

play sound 3au

_— ) —
wormO... wormO... wormO... ===
forever et 36 |

turn (& degrees

T)l;adcast gameQver |

- lobster... . gameO... LELA L=
L]
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wormO... wormO... wormoO...




Scratch Phase 5: Game Over

V , wormO1
Scripts [ I

[ when clicked

y: -852

show

gotox:@y:o

wormO...| wormo... forever

e

if touching crab |2

play sound slurp

hida

change score | by

J
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