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Lesson 10
Space Battle Game - Part 1



Activity 1. Setting up the Stage AR LIENTRAINING

Since this battle will take place in cpace, we need a
backdrop that looks like suter space.

Click the Choose a Backdrop and celect the Stars backdrop from the (ibrary.

4 Back Choose a Backdrop

Y-
Galaxy Stars



Activity 1. Setting up the Stage AR LIENTRAINING

“A backdrop is one of the many frames, or backgrounds, that a Stage
can have. The Stage can change its look to any of its backdrops.

4 Back Choose a Backdrop
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Activity 1. Setting up the Stage AR LIENTRAINING

Bringing in the Sprites

For thic gqame, we need three cprites: our Rocketship, our enemy — the space ghosts, and
comething to destroy them with — cpecial ghost-killing bulletc.

Click the Choose a Sprite button and add the three spritec one by one from the library.
7 - ,roke?‘chi,b

2 - Ghost &

3- éu//et Rocketship
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Activity 1: Giving Beetle its Moves

~Ne

The stage ic all set now!



Activity 2: Rocketship Controls AR LIENTRAINING

We have created the space battle game stage in the lact secsion. Lets ready the Rocketship.

Follow the steps below to write the ccript, Make svre the
Rocketohip sprite is selected:

1 - Drag and drop a when flag clicked block in the

s’cr/,btfug area.

2 - Drag and drop a go to x:(0) y:() block below the when
Hag clicked block. Set x as 0 and y ag -190; this will be
our Rocketshipc initial pocition.

3 - Adjust the rocket'e cize to () % block using the cet cize.
Change it to 40% of the original size.
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4 - This time, let'c add come mugic

at the beginning of the game. Add the ctart sovnd () block from the Sound palette. Now, click on the
Sound tab; it is next fo the Code tab in the Block palette. In the bottom-left corner, you will find the
Choose a Sovnd button. Select lideo Game 1 from the library.

Choose a Sound
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5 - To 90 back to writing the ccript, click on the Code tab. Now, from the drop-down of the
ctart sovnd () block, choose lfideo Game 1.
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Now comes the fun part! We are going to use the keyboard's arrow keys and space keys
to control the actions of our Rocketship.

1 - Drag and drop a forever block.
2 - Add an if () block from the Control palette.

set size to @ %

3 - From the Sensing palette, drag and drop the key ()
,bres‘s’ed? block and celect the left arrow from the
drop-dowa.

4 - On precsing the Left arrow key, move the Rocket by -5 fan

ucing the move () ctepe block.
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Activity 2: Rocketship Controls AR LIENTRAINING

Now comes the fun part! We are going to use the keyboard's arrow keys and space keys
to control the actions of our Rocketship.

5 - g'/mi/ar/y, éy pressing the ,e:'ghf arrow /éey on the
gamepad, the Rocketship will go right by 5 ctepe. BRIl Vicoo Game 1 v

if key leftarrow » pressed? _ then

move e steps

if key rightammow v pressed? _ then

move ° steps




6 - We will fire the bullets using the Space bar on the
keyboard. For generating multiple bullets, we are
g0ing to use the create clone of the () block. Select
bullet from its drop-down.

Here ic the complete ccript: ————_._

___________

key rightarow v pressed? _ then

move o steps

if key space v pressed? _ then

create clone of Bullet ~

M
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Activity 2: Rocketship Controls

Test the code till now.
Now, Save it as

space-battle-game
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