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Lab Goal :   This lab was designed to teach you how to use broadcasting in Scratch to enable one sprite to throw a heat-seeking horseshow at another sprite.
Lab Description :   Write a program in Scratch that will enable one sprite to throw an object at another sprite.  The throwing sprite does not move.  The sprite attempting to avoid the object thrown will move around the screen.
Step One ::  You will need to use broadcast to complete this project.  The robot will broadcast attack when the space bar is pressed.  When the horseshoe receives the attack command, it will point in the direction of the bug and start moving towards the bug.  Once the horseshoe collides with the bug, the bug will say ouch and broadcast goAway.  When the horseshoe receives goAway, it will return to the robot.
The bug will contain code to trap for key presses of up, down, left, and right.  The key presses will control the movement of the bug so that the bug can try to avoid the horseshoe.
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Ouptut : 
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Files Needed ::


horseshoe.sb
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The robot throws the horseshoe and the bug tries to avoid it.





The horseshoe makes contact with the robot.











© A+ Computer Science – Scratch Lab  - www.apluscompsci.com

