


Please sit down and keep quiet in class.

Please raise your hand if you have any
guestions.

Please observe carefully when the
pictures are played.
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Create a basketball game and implement the scoring commands.

Consolidate the modules like “if...then..." | " Operators

n

<" . "Sense" .

Learn new modules “Variables” | " Operators=" .

Comprehensively apply the learned modules to complete
programming projects and expand.
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1.Say “Game Begin” , the first
player turn on the green light.

2.Score one point for each
basket made.

3.5ay “Game Over” after 30
seconds.

4.Show the scores of both teams.
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1.Programming logic
LReceive J
[ Start } [ St? rt message
Say “game set the time ’S“a’}/w"”game
begin” Ovel
No
detect an Ee()pteiz;[es wait a second Next one
obstacle ‘
ves No response i

Increase the

variable by one

Increase the
time by one

broadcast
message

stop all script
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1.Programming logic

(o e e M R M m M e e e e M M e e M M M M M M M M M M M M M e e e e e e
: [
I 1.Create three variables. :
i Variables Z'Game begln l
, |
: ‘ Make a Variable Score 1 | I
| N when M clicked l
vl score !
: : 1 score 2 B |
v score 2
|
] @ time 1
r - - - - - - -——- -, —_——_—_——_————_——,—_——,—_———_——,—_—,—_—,—_,—, B
P T m mm o m m mm Em E Em Em Em EE E Em M Em EE Em Em Em Em EE Em Em Em Em Em Em Em Em Em Em Em Em Em Em Em =

' distanceSensor(0~6) | sensor1 = ' < o then

[ distanceSensor(0~6) | sensor1 w \ < o

wait o seconds

wait o seconds
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1.Programming logic
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1.Calculate scores. ———

if distanceSensor(0~6) | sensorl = < o then

( distanceSensor(0~6) | sensorl » | ) < ° then .
wait o seconds

_ repeat until
change score1 w by o |:> wait o seconds
| change score1 v by o

change score1 » by o
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when ™ clicked when M clicked

say . @ =V game begin
set score1 » to o set score1l v to o

repeat until repeat until time = o
set score1 v to o ) : — =
if | distanceSensor(0~6) ‘ sensorl v | ) < o then if distanceSensor(0~6) | sensor1 w | < o then

wait o seconds wait o seconds

Do the scores need | |
. . change score1l * by o 5 o change scorel1 ¥ by o
to be placed inside

the loop? T

r
[
[
[
[
[
[
[
[
[
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[
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[
[
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[
[
[
[
[
[
[
[
[
[
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1.Programming logic

o e e e e e e e e e e e e e e e e e e e e e e e e e o — —
|
[
| 1.How can we calculate 20 seconds? a I
]
[
| st time = to e I
]
t
: 2 (3 |
]
I -
]
| 4
]
rm - - - - - - "-ueQ-—ee—e_—ee_—_———_—,—_,—_,_, ., B
l'__________________ __________________________
2.What happens when when M clicked
the time runs out? et tmev 1w (D

broadcast messagel v

broadcast messagel v
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1.Programming logic

o e e e e e e e e e e e e e e e e e e e e e e e e e e = —
|
1 -
?
| 1.What happens when the time runs out? :
: New message name: |
Y o o - IR - a— [ '
: the message. | ]
: l
: Cancel n |
l
e e e e e e e e e o e M e M b b b b b b b b b i e B
o e e e e e e e e e e e e e e e e e e e e e e e e e e e = —

2.Programming | ©
for Player 1 Y

N clicked

set time v+ to o

L2V game begin
set score1 v to o
repeat until time = @

if _distanceSensor(0~6) | sensorl v ‘ < °

wait o seconds

broadcast messagel ¥

--)'A Time's up, next player.

broadcast Player2 =

change score1 * by o

S

broadcast messagel




Think about it! What
are the game rules for
Player 1 and Player 2?
How should we
program them?
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2.Have a try

when M clicked

L .
Duplicate

Duplicate
Add Comment T Add Comment

repeat Delete Block

wait o seconds
change time = by o

Delete Block

| distanceSensor(0~6) | sensorl w ) < o

wait o seconds
change score1 » by o

broadcast messagel »

I
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2.Have a try

, _____________________________________________ ‘
r °
: 1.How should Player 2’ s script be set 2.How should the game end? |
? |
: up?
I
I when | receive Player2 broadcast game over ¥ I
I ]
I ]
I ]
I when | receive Player2
when | receive Player2 » I
I set score2 *+ to o I
| set time v to o I
| repeat until time I
| : _ repeat @ 1
| if [ distanceSensor(0~6) | sensorl » | ) < o then
: : wait o seconds I
I EL ° seconds ' |
| ' change time » by ‘. I
I change score2 v by o I
I broadcast gameo I
ver v
I % < I
I ]
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2.Have a try

(

1.Game Over !

-’88 game over

stop all =

when | receive game over «

say game over

showScore score 1 . score 2

stop all =

showScore score1 : score?2

when | receive game over ¥

_—_—_—_—_—_—_—_—_—_J

e e e e e e e o e e e e e e e e e e e e e e e e e e e e e e e e = = = = = = = = =
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1.Programming Summary

= e e e e e e e e e e e e e = = === === - -

\

broadcast messagel «

when M clicked

“EVAN  game begin
set scorel *+ to o

repeat until time

when M clicked X

- I Time's up, next player.
set time + to o

broadcast Player2 =
repeat @ L

wait o seconds
change time »+ by o

distanceSensor(0~6) | sensorl = ) < o then

wait o seconds

NG Let’” s have a
" shooting contest!

broadcast messagel v

when | receive Player2 =

set time » to o

when | receive game over v

-1 game over

showScore score1 : score2

when | receive Player2 =

set score2 v to o

repeat until time

wait o seconds
change time » by o

stop all »

if distanceSensor(0~6) | sensorl v | ) < o then

wait o seconds
change score2 v by o

broadcast game over w

5

’___________________

U —
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1.Have try

= e e e e e e e e e e = = === === - -

\
Try it: How can we see the score while playing?

when ™ clicked

-=VAN game begin
set score1 * +to o

repeat until time

when I receive Player2 =

set score2 » to o

repeat until time

if distanceSensor(O—vﬁ)j sensorl v | | < o then

if distanceSensor(0~6) | sensorl = |) < o then

wait o seconds

wait o seconds
change score2 w by o

showText score?2

change score1 v by o

showText scorel

’___________________

U —
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Q1 : Alex programmed the basketball hoop, but
Player 1’ s score keeps increasing nonstop. What
is going on?

forever

if distanceSensor(0~6) | sensorl ¥ < o then

A1 : Because a loop block was used, Player 2" s score is
also being counted.

\_______—_—_—_—_—_—_—_-—__J




(4)

a variable value



( \
i Alex programmed the basketball hoop like this, but ]
| the score can’ t be displayed. Why is that? ( ) I
I l
I e s DUEVRIRS when | receive game over » when ™ clicked I
| set time v to o say" Say—' |
I showScore time : time set scorel + to o :
|
I stop all = repeat until time I
I if distanceSensor(0~6) .:en;r‘l v < o then I
I broadcast game over v wait o seconds I
I l
_ I
I showText score 1
I l
I l
| I
I l
I A Because the score is B Thetimeisn’ tupyet. |
I set to 30. I
I l
I C The program has D It sshowing the time |
I an error. instead. I

-_—_—_—_—_—_—_—_—_—_—_—_—_J
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Answer D

Analysis : In the end, it shows the time.

when | receive Player2 =

set time » to o
repeat @

when | receive Player2 «

when | receive game over ¥

CEVAN  game over

showScore score1 : score2

set score2 v to o

repeat until

wait o seconds
change time * by o

stop all =

distanceSensor(0~6) | sensorl v | | < o then

wait o seconds
change score2 * by o

broadcast game over =

showText score 2

_—_—_—_—_—_—_—_—_—_—_'

-_—_—_—_—_—_—_—_—_—_—_—_—_J
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THANKS
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