Bouncy Circle Project

Overview

This game uses five sprites, but four of the sprites are just
different parts of the circle. The other sprite is the line.

There is one forever loop. All of your games should use just one
forever loop!

The game uses one main variable, “y velocity” to keep track of
how fast the circle is falling (negative “y velocity”) or rising
(positive “y velocity”).

Drawing the circle

e Use vector mode.

e Make sure “cross-hair” center marker is in the center.

e After making it, duplicate the sprite three times.

e Name the original sprite “right”. It will be the main sprite. The
three other parts will just follow along.

e Name the three other sprites “left”, “top”, and “bottom”.

e Modify each sprite using the “reshape” vector tool to be just its
part. But be careful not to move the sprite as a whole — the center
should stay in the same place. That’s the key to making all the
pieces “fit together” without having to do any special positioning.

e Use “goto 0, 0” on each of the four pieces to make sure they all
line up correctly.
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Using a “match” message to keep the parts of the circle together

Add this to the three other sprites:

when I receiwve match

go to x: | xposition of circle right ¥: ¥y position of circle right




Using a message to set the circle size

Make the circle larger to make the game easier. Make it smaller to
make the game harder.

In the right sprite:

when space key pressed

set s to

broadcast setsize  and wait

set yvelocity to

set ywvelocity to m

when I receive setsize

change y by vy wvelochy
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b
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set size to | 5 O

In the three other sprites:
when I receive setsize
set size to | 5 O

Create the line sprite

Think about it: why does it have to be a sprite and not part of the
background?

You can draw the line however you like, to make the game as
challenging as you want.
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Set everything to the right “layer”

Right:

broadcast setsize  and wait
broadcast bring line forward and wait

broadcast bring sensors forward  amd wait
go to x: v: ©

set yvelocity to ﬂ

forever

change y by y welodby
3
broadcast match  and wait

| £
change yvelocity by (EER)

go back layers

Bottom and top:

when I receive bring sensors forward

Line:

when I receive bring line forward



Making the circle move horizontally, and checking for collision

Right (just one new line):

broadcast setsize and wait
broadcast bring line forward and wait

broadcast bring sensors forward and wait

go to x: GED v: ©

set yvelocity to m

change y by y welodby
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change x by 'n
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broadcast match and wait
[
change yvelocity by

Top and bottom:

when I receive match
go to x: | xposition of circle right y: yposition of circle right

if towching line 7 . then
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Changing the line costume when the circle reaches the edge

Right (add “if” at the bottom):

broadcast setsize  and wait
broadcast bring line forward and wait

broadcast bring sensors forward  and wait
go to x: v: O

set yvelocity to ﬂ

change y by y welodby
k

change x by n
3

broadcast match and wart

3

change yvelocity by

b

if x position > EERY  then

..l:lrnadcast advance line and wait

setxtn

go to x:ﬂv:ﬂ

switch costume to costumel

when I receive bring line forward

when I receive advance line




Additional challenges

e Add more costumes to the line sprite to extend the game
e Keep score
e Have bonus “diamonds” for the circle to collect



