[bookmark: _GoBack][image: ]
image1.png
An’tmating a Scene

Open the ‘Haunted Castle 1 - Pupil Starter’ in Scratch and save it as your own unique filename. This will be an ongoing project that you can return to
and build up over several lessons. Add sprites appropriate to the haunted castle scene and animate them to make them move in different ways. Use

the animation ideas below to help you:

The Knight

setsizeto @€ %

play sound scream-malet

change x by )

1. Use the ‘go to block to set a starting point

for the sprite. Drag the sprite where you want
it to start before selecting the block and the

values of X’ and 'y will change automatically.
2. Use the ‘repeat’ block and change ' by
your chosen amount.

3. You could set the size of the character and
play a sound here if you wish.
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The Bat
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setsize to € %

play sound _crickets

1. Set the size of the
sprite and use the ‘go
o' block to define its
starting point.

2. Use a ‘repeat’ block.
Inside, change %’ and
'y by your choice of
values.
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3. Use the ‘next costume’ block to make the bat
appear to flap its wings. Change the size by a
small amount to make it gradually bigger. Wait
for a very short time in between so it doesn't all

happen too quickly to see.
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1. Use the ‘go to’ and

“set size’ blocks again. || 11|

glide @) secs to x: @Y y: €D

play sound rattle

glide @) secs to x: @ y: @

play sound screech until done

2. Drag the sprite
where you want it to
move to, then select
the ‘glide’ block to
make it move to that
point.

3. Play a sound to accompany the movement.

4. Repeat the same process to glide in three or four
-

Next Steps: If you are ready to develop your code further,

there are lots of ideas for the next steps. You could add
more sounds or your own new sprites!




