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Add a Watermelon Sprite

* Add a new sprite by
clicking on the Choose a
Sprite icon at the bottom
right.

* Key “melon” into the
search bar and click the
Watermelon sprite.

Watermelon




Resize Watermelon Sprite

* The watermelon is a bit too large.
Change the size from “100” to “30.”

e X & Y values do not matter




Create Score variable

e Go to the Variables Section 2

* Click the Make Variable button -

e Create a Score variable

New variable name:

@For all sprites OF




Show the Score

* As your person
captures melons,
we are going to
show the score.

» Add these coding
blocks to the

Watermelon
* when Flag clicked Sprite

e set Scoreto 0
« show variable Score




Place the Melons

* Place the melons in a random location
on the field

show variable Score =

set Score + to o

gotox: pick random @ to @ y: pick random @ to




Capture and place a melon

show variable Score

set Score v to o

Igo tox: pick random @ to @ y: pick random @ to

Capture a melon

Increase the
score

Place new
melon



Time the Game
« Set the time of game.

* Fade your person

* Notes
— go to: reset sprite location

— show/hide: show sprite at
beginning, hide at end of
the game

— ghost: fade sprite




Cut Open the Watermelon

» Set Size — watermelon size
at beginning and end.

 Glide — move to the center
of the field.

o Switch costume — switch
between the full and slice of
watermelon.

switch costume to watermelon-c =

set size to @ %
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