Catch — Blocks — Microsoft Arcade

The following instructions will take you through the steps of creating a game where you control a
sprite trying to catch as many falling fruits as possible whilst avoiding the pizza.

Each time a fruit is caught the score is increased.

Each time a fruit is dropped a life is lost.

Each time a pizza is caught a life is lost.

A new life is awarded for every 10 fruits caught.

The game ends when either the players lives are all lost.

Controls
To control the player, use the left and right keys on the console. Alternatively, it may be easier to use
the keyboard mappings for the keys as follows

Left Right

(¢ orA) (= or D)
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Step 1 — Create the player sprite and move

The first step is to create a sprite and get it to move along the bottom of the screen. For the sprite,

you can either draw the sprite yourself or choose a character from the gallery. Pick any sprite you
like the look of.

on start

set background color to .
mySprite + to sprite of kind Player =

mySprite = stay in screen =

mySprite + position to x y @
move mySprite * with buttons wx vy o @

Experiment

Run you game and move the sprite across the bottom of the screen.

Do the up and down keys make the sprite go up and down the screen? What block
controls this behaviour?

Step 2 — Moving left and right

Add the following code to your game to change the look of the sprite when it is moving left or right.
Try out your new code to see what it looks like.

on left + button pressed = on right + button pressed =

set mySprite *+ image to set mySprite * image to
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Step 3 — Adding the falling food
In this step we are going to write the code to make the food that the sprite is going to catch fall from
the top of the screen. We are also going to make this food fall faster and faster the longer the game

goes on. The first step is to create a new variable called speed and set it’s value to zero in the “on
start” section of code.

set life to o

set speed + to o

The following code will make the food fall from the top of the screen. Choose whichever fruit or food
you feel your character would like to eat. Try out your new program.

on game update every ms
if pick random o to o =L o then

set food + +to sprite D of kind Food w

set food = auto destroy =

set food + position to x pick random o to @ y o
set food + velocity to wvx o vy @ + v speed =

play sound ba ding =

®

Experiment

Try different values for the velocity (vy) and see how it affects how hard the game is.
Try adding in a random element between 40 and 60 to see how this affects gameplay.
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Step 4 — Catching the food

Now comes the time to catch the food. Add this new piece of code to your program. In this block
there is also some code which awards the player a new life for every 10 fruits that are caught.
Additionally, each time a fruit is caught, the speed of the game is increased.

on sprite of kind Food * overlaps otherSprite of kind Player =

set sprite wvelocity to wx o vy o

destroy sprite with hearts =+ effect Fcrr“m_

change score by °

play sound magic wand =

change speed v by o
if remainder of score = @ = w o then
change life by o

play sound power up =

®

Experiment

Try the different effects that are available when the fruit is caught and pick one you like.
Try changing the length of time that the effects last for.

Try adjusting the amount that speed is changed by and see how it affects playability.
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Step 5 — Dropping the food

At the moment if the sprite does not catch the food then it just drops off of the screen. Add the code
below to lose a life if the food falls too far.

on destroyed sprite of kind Food »

if sprite y -

change life by e

play sound power down =

®

Step 6 — Adding the falling Pizza

To make the game more challenging it is now time to add the falling pizza. The code for this is very
similar to the falling fruit but this time the speed is fixed (though certainly experiment with adding a
variable element to the speed to add interest to the game).

on game update every ms
if pick random o to o =w o then

set enemy *+ to sprite of kind Enemy w»

set enemy auto destroy =

set enemy position to x pick random o to @ y o
set enemy velocity to wx o vy e

play sound wawawawaa *

®
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Step 7 — Catching the falling Pizza
Unlike the fruit where the aim is to catch it, the pizza should not be caught. Doing so causes a life to
be lost. The code for this is given below.

on sprite of kind Enemy * overlaps otherSprite of kind Player =

set sprite wvelocity to wvx o vy o

destroy sprite with hearts = effect for ms

change life by a

play sound power down =

Experiment
Try the different effects that are available when the pizza is caught and pick one you like.
Try changing the length of time that the effects last for.

Extending the game
There are many ways that this game can be extended. Just a few ideas are given below.

e Add in another type of food to fall from the top of the screen that occurs much less often
than the fruit or pizza. Make this special food worth 10 points.

e Asthe players score reaches 30, double the amount of pizza that can fall from the top to
make the game harder.



