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Aim

| love playing games with lots of cute animals and | thought this was a good way of using animals but
also having some fun doing science. | thought it would be a good way of expressing what | like and
doing some science in a fun way. | thought a good science game could be having to rescue animals

and return them to their proper environment where they live, and this meant | could make a game that
had cute animals but also helped people learn more about science.

Scientific purpose

The scientific purpose of this game is that it helps kids learn more about biomes and about what
animals need to survive. This is important because when we know more about animals and the world
we live in, we can do better at protecting it.

In the game, you learn why animals live in their own environments and how it can be dangerous for
them to live in some other places. You also learn about what they can eat and why they need those
foods to be happy and healthy. By helping kids learn about science and animals and the places
animals live, kids can grow up caring more about these things and protecting the world.

Potential applications

This game is for entertainment and education for kids. They can play it at home or at school, and it can
teach them interesting things about these animals, about biomes, and about our world.

Hopefully it also makes them excited to learn more, and they can keep learning new things.

Requirements to run

Scratch games can be run using a web browser on most desktops, laptops, tablets and mobile photos.

Scratch supports versions of Chrome, Edge, Firefox, and Safari released within the last 3 years.
Scratch may run on other browsers, but they are not officially supported. (From scratch.mit.edu/faq)

How to Play

To play the game, you need to follow the link htips://scratch.mit.edu/projects/1294058081.

LY
& ]

Click the button to play the game in full screen. Start the game by clicking on the green flag in
the middle of the screen to start the game.

Bonnie will tell you what you need to know to start playing the game and get the animals to their
correct biomes.


https://scratch.mit.edu/projects/1294058081

Click on an animal to select it. Then, click on one of the blue location markers that appear on the world
map.

If you select the wrong location, Bonnie will let you know you are incorrect, and she will tell you to go
back and try again.

Click on the back arrow to go back to the world biome map screen and click on an animal to try again.

If you are correct, Bonnie will let you know, and she will then tell you the animal is looking hungry.

<

Click on the food bag image i to open up the different food choices.

Click on the food you think is right for your chosen animal. When you select a food, the food bag will
close.

If you are incorrect, you can click on the food bag again to choose a different food.
If you are correct, Bonnie will let you know. The win screen will then load.

Clicking the button on the right will take you back to the world biome map screen and you can click on
another animal. Clicking the button on the left will load a page for you to learn some fun facts about
the animal and the biome it lives in.

How | Created my Game

I made a list of animals | might include that all lived in different places.

| made a list of things | wanted to know about each animal. Using the library and the internet | used
books, websites and videos to research about these animals and about what biomes were.

| used a book to learn more about using Scratch, and | made my first game following a tutorial in this
book.

I made a plan for how | wanted my game to work and what | wanted to happen.



| drew the animals to use as my sprites using Procreate. My mum helped with making some of the

other sprites | used in the game.

Coding was really tricky sometimes, because | would try something that | wanted to happen, but then
something would go wrong and | would have to try different things or search for different ways | could

do things.

| am really proud of my game and | think | would like to make more games on Scratch again. If you
need to ask me any questions you can email my mum at natashajean.s@gmail.com.

Program Explanation

This is the explanation of what my code does. It is very long because | have a lot of sprites
though they have similar code for certain sprites, | have included all of my program.

. Even

Code

Explanation

Stage

switch backdrop to  Biome ¥

switch backdrop to  biomesmap ¥

Pe

6

switch backdrop to  Axolotl Success *

6

switch backdrop to  Fennec Fox Success

- — -
‘ 3
switch backdrop to  Kangaroo Success ¥ jtch backdrop to Panda Success v

N
. = :
3
switch backdrop to Penguin Success .
_ switch backdropto  Sloth Success

When you click the flag it starts
the game.

The first backdrop is the title
screen. The title screen shows
for 2 seconds and then it
switches it to the Biome Map
that shows the world map.

This code tells the stage what
to do when each animal eats
correct food. It tells the stage
what to do when a broadcast is
received.

It needs to wait 6 seconds, so
that the person playing can
read what Bonnie says before it
switches to the success
backdrop.



mailto:natashajean.s@gmail.com

¥
Sprite: Axolotl =

switch costume to  axolotl happy *

wiox @ v €D

switch costume to  axolot] happy *

When the flag is clicked, the
axolotl sprite needs to hide
because it's going to show the
title screen and you don’t want
any of the animals to be in there
when the title screen is on.

It waits 2 seconds because that
is how long the title screen is.

Then it tells the axolotl to show,
so then you can see the axolotl
on the screen.

When you're still choosing, all
the animals should be happy.

The code also tells the axolotl
sprite where to go, so all the
animals are organised so
they’re not all random all over
the place.

This code makes sure that if the
backdrop changes to the biome
map, the axolotl will still go to
the right spot even if the green
flag isn’t clicked.

When you press the arrow to go
back to the biome map, this
broadcasts the message “back”.
This code tells the axolotl to
change back to happy and to
show when the back arrow is
clicked.

Without this, no one would be
able to choose the axolotl after
going back and it might still look
sad.

This code tells the axolotl sprite
to hide when the backdrop
switches to axolotl success.
This is because if the axolotl is
showing it might block the
words on the success
backdrop.

This means that when you
press on the axolotl it
broadcasts a message to the
other sprites. This tells the other
sprites what to do. When the
other animals receive axolotl,




when | receive kangaroo *

when | receive penguin ¥

when | receive China *

glide o secsto  China ¥

when | receive Mexico ¥

glide o secsto  Mexico ¥

when I receive axolotlinmexico ~

switch costume to axolot! happy

when | receive axolotlinsouthamerica

switch costume to  axolotl sad +

glide o secsto  leaf «

switch costume to  axolotl sad +

s @) =cto @) » €

when | receive squid ¥

glide o secsto  Squid *

playsound Chomp * until done

switch costume to  axoloti sad =

glide o secsto  Antartica *

when | receive North Africa »

glide o secsto  North Africa *

when | receive axolotlinafrica »

switch costume to  axolotl sad v

glide o secsto Worms ¥

playsound Chomp » until done

switch costume fo  axolotl satisfied +

glide o secs to x @ ¥ 9

glide o secsto  grasshopper ¥

playsound Chomp = until done

switch costume to  axoloti sad *

[ o secs tox m ¥ e

when | receive Australia v

glide o secsto  Australia «

when | receive South America =

glide o secs to  South America v

‘when | receive axolotlinaustralia ~

switch costume to  axolotl sad *

‘when | receive axolotlinchina v

switch costume to  axolotl sad *

when I receive  bamboo =
glide o sersto  bamboo *

repea‘lo

playsound Chomp * until done

=t

wait a seconds

switch costume o axolotl sad +

glide ° secs to x: @ ¥ @

when | receive grass ~

glide o secsto Grass ™
et @

playsound Chomp * until done

7
wait o seconds

switch costume to  axolotisad v

glide o secstox: @ ¥ m

they hide, so the axolotl is the
only visible animal sprite.

This code tells the axolotl what
to do when it receives a
broadcast from the other animal
sprites when they are clicked
on.

This code tells the axolotl what
to do when you click on one of
the location markers. When you
click on them, they each
broadcast a message, and this
tells the axolotl to move to that
spot.

This code tells the axolotl sprite
what to do when it receives the
broadcast after a location is
chosen. It waits one second
because otherwise it wasn’t
moving properly. It moves to a
spot near the middle of the
screen, and it switches its
costume to happy if it’s the right
environment or sad if it's the
wrong one.

This code tells the axolotl what
to do when you click on the
different foods it can eat.
Clicking on a food broadcasts a
message and when the axolotl
receives the message it moves
to eat the food. The chomp
sound is repeated to sound like
“chomp chomp” because it is
eating the food. If it is the right
food, the axolotl will change to
“satisfied” and if it is the wrong
food it will change to “sad”.
Then it moves back to its
position so that you can choose
a different food if you chose the
wrong one.

T

Sprite: Fennec Fox ==~

When the flag is clicked, the
fennec fox sprite needs to hide
because it's going to show the
title screen and you don’t want
any of the animals to be in there
when the title screen is on.




switch costume to  fennec fox happy *

It waits 2 seconds because that
is how long the title screen is.

Then it tells the fennec fox to
show, so then you can see the
fennec fox on the screen.

When you're still choosing, all
the animals should be happy.

The code also tells the fennec
fox sprite where to go, so all the
animals are organised so
they’re not all random all over
the place.

This code makes sure that if the
backdrop changes to the biome
map, the fennec fox will still go
to the right spot even if the
green flag isn’t clicked.

When you press the arrow to go
back to the biome map, this
broadcasts the message “back”.
This code tells the fennec fox to
change back to happy and to
show when the back arrow is
clicked.

Without this, no one would be
able to choose the fennec fox
after going back and it might
still look sad.

This code tells the fennec fox
sprite to hide when the
backdrop switches to fennec fox
success. This is because if the
fennec fox is showing it might
block the words on the success
backdrop.

This means that when you
press on the fennec fox it
broadcasts a message to the
other sprites. This tells the other
sprites what to do. When the
other animals receive fennec
fox, they hide, so the fennec fox
is the only visible animal sprite.

This code tells the fennec fox
what to do when you click on
one of the location markers.

When you click on them, they




glide o secsto  Mexico *

glide o secsto  South America =

switch costumeto  fennec fox sad ¥

e @ o= @ » €

glide o secsto leaf v

switch costume to  fennec fox sad ¥

i @) == €@ - @

glide ° secsto  Morth Africa *

glide o secsto  Antartica ¥

switch costume to  fennec fox sad ~

switch costume to  fennec fox sad =

glide o secsto Squid ¥

switch costume to fennec fox sad *

P - )

) e (e

playsound Chomp ~ until done

switch costume to  fennec fox satisfied *

s @) =~ €@ » @

glide o secsto  China *

when | receive Australia ~

glide o secsto  Australia *

switch costume to  fennec fox sad +

s @) o= @ » @

glide o secsto Grass ¥

switch costume to fennec fox sad =

i @) o= @) €

each broadcast a message, and
this tells the fennec fox to move
to that spot.

This code tells the fennec fox
sprite what to do when it
receives the broadcast after a
location is chosen. It waits one
second because otherwise it
wasn’t moving properly. It
moves to a spot near the middle
of the screen, and it switches its
costume to happy if it's the right
environment or sad if it's the
wrong one.

This code tells the fennec fox
what to do when you click on
the different foods it can eat.
Clicking on a food broadcasts a
message and when the fennec
fox receives the message it
moves to eat the food. The
chomp sound is repeated to
sound like “chomp chomp”
because it is eating the food. If
it is the right food, the fennec
fox will change to “satisfied” and
if it is the wrong food it will
change to “sad”. Then it moves
back to its position so that you
can choose a different food if
you chose the wrong one.

&

When the flag is clicked, the
kangaroo sprite needs to hide
because it's going to show the
title screen and you don’t want
any of the animals to be in there
when the title screen is on.

It waits 2 seconds because that
is how long the title screen is.

Then it tells the kangaroo to
show, so then you can see the
fennec fox on the screen.

When you're still choosing, all
the animals should be happy.

The code also tells the
kangaroo sprite where to go, so
all the animals are organised so
they’re not all random all over
the place.




switch costume to  kangaroo happy *

e s et I o+ |
= g

glide o secsto Mexico ¥ glide o secsto  China *

1

D

glide o secsto  Antarctica ¥

i I

glide ° secsto  Australia v

soiox € - @

switch costume to  kangaroo sad ¥

switch costume to  kangaroo sad ¥ e (T

switch costume to kangaroo sad ¥

This code makes sure that if the
backdrop changes to the biome
map, the kangaroo will still go to
the right spot even if the green
flag isn’t clicked.

When you press the arrow to go
back to the biome map, this
broadcasts the message “back”.
This code tells the kangaroo to
change back to happy and to
show when the back arrow is
clicked.

Without this, no one would be
able to choose the kangaroo
after going back and it might
still look sad.

This code tells the kangaroo
sprite to hide when the
backdrop switches to kangaroo
success. This is because if the
kangaroo is showing it might
block the words on the success
backdrop.

This means that when you
press on the kangaroo it
broadcasts a message to the
other sprites. This tells the other
sprites what to do. When the
other animals receive kangaroo
they hide, so the kangaroo is
the only visible animal sprite.

This code tells the kangaroo
what to do when you click on
one of the location markers.
When you click on them, they
each broadcast a message, and
this tells the kangaroo to move
to that spot.

This code tells the kangaroo
sprite what to do when it
receives the broadcast after a
location is chosen. It waits one
second because otherwise it
wasn’'t moving properly. It
moves to a spot near the middle
of the screen, and it switches its
costume to happy if it’s the right
environment or sad if it's the
wrong one.
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switch costume to kangarao sad ¥

e @ =< €D - €D

switch costume 1o kangaroo sad *

e @ =i @ @

glide o secsto bamboo ¥

e C—

playsound Chomp * umtil done

switch costume to  kangaroo sad ~

i @ o @+ @

switch costume to kangaroo sad ¥

e @ - @ > @

=

glide o secsto Grass

o
-

playsound Chomp *  until done

2|
v @ s

switch costume to  kangaroo satisfied *

This code tells the kangaroo
what to do when you click on
the different foods it can eat.
Clicking on a food broadcasts a
message and when the
kangaroo receives the message
it moves to eat the food. The
chomp sound is repeated to
sound like “chomp chomp”
because it is eating the food. If
it is the right food, the kangaroo
will change to “satisfied” and if it
is the wrong food it will change
to “sad”. Then it moves back to
its position so that you can
choose a different food if you
chose the wrong one.

.
&

Sprite: Panda =

switch costume to  panda happy *

When the flag is clicked, the
panda sprite needs to hide
because it's going to show the
title screen and you don’t want
any of the animals to be in there
when the title screen is on.

It waits 2 seconds because that
is how long the title screen is.

Then it tells the panda to show,
so then you can see the panda
on the screen.

When you're still choosing, all
the animals should be happy.

The code also tells the panda
sprite where to go, so all the
animals are organised so
they’re not all random all over
the place.

This code makes sure that if the
backdrop changes to the biome
map, the panda will still go to
the right spot even if the green
flag isn’t clicked.

When you press the arrow to go
back to the biome map, this
broadcasts the message “back”.
This code tells the panda to
change back to happy and to
show when the back arrow is
clicked.

Without this, no one would be
able to choose the panda after
going back and it might still look
sad.




glide o secsto  South America ¥

H
i I} 17

glide o secsto  Antarctica ¥

|

‘ -

-
oiox @ - @
switch costume to  panda sad ¥

=
1]
>

r
N

)

switch costume to

1

panda happy ¥

glide o secsto  North Africa =

glide ° secsto  Australia ¥

pemtantrt

\ 1) |

oo @ r @
switch costume to  panda sad *

e
o @ |

-
oo @ » @
switch costume to  panda sad ¥

o -

(hry—

-

—

glide o secsto China *

J
Moo v
'_L/'—F'*] l
[ P

oo @ - @

switch costume to  panda sad ¥

P
‘ L ! )

otox @) » €D
switch costume to  panda sad ~

This code tells the panda sprite
to hide when the backdrop
switches to panda success.
This is because if the panda is
showing it might block the
words on the success
backdrop.

This means that when you
press on the panda it
broadcasts a message to the
other sprites. This tells the other
sprites what to do. When the
other animals receive panda,
they hide, so the panda is the
only visible animal sprite.

This code tells the panda what
to do when you click on one of
the location markers. When you
click on them, they each
broadcast a message, and this
tells the panda to move to that
spot.

This code tells the panda sprite
what to do when it receives the
broadcast after a location is
chosen. It waits one second
because otherwise it wasn’t
moving properly. It moves to a
spot near the middle of the
screen, and it switches its
costume to happy if it’s the right
environment or sad if it's the
wrong one.

This code tells the panda what
to do when you click on the
different foods it can eat.
Clicking on a food broadcasts a
message and when the panda
receives the message it moves
to eat the food. The chomp
sound is repeated to sound like
“chomp chomp” because it is
eating the food. If it is the right
food, the panda will change to
“satisfied” and if it is the wrong




glide (] sesto Worms ~

glide @§J) sesto grasshopper ~

giide (@) secsto teat +

Chomp = until done

switch costume to panda satisfied =

gice @) oo €D v €

switch costumeto  panda sad *

o e )

food it will change to “sad”.
Then it moves back to its
position so that you can choose
a different food if you chose the
wrong one.

switch costume to  penguinhappy *

oo €D v €

when backdrop switches to biomesmap *

switch costume to  penguinhappy *

When the flag is clicked, the
penguin sprite needs to hide
because it's going to show the
title screen and you don’t want
any of the animals to be in there
when the title screen is on.

It waits 2 seconds because that
is how long the title screen is.

Then it tells the penguin to
show, so then you can see the
fennec fox on the screen.

When you're still choosing, all
the animals should be happy.

The code also tells the penguin
sprite where to go, so all the
animals are organised so
they’re not all random all over
the place.

This code makes sure that if the
backdrop changes to the biome
map, the penguin will still go to
the right spot even if the green
flag isn’t clicked.

When you press the arrow to go
back to the biome map, this
broadcasts the message “back”.
This code tells the penguin to
change back to happy and to
show when the back arrow is
clicked.

Without this, no one would be
able to choose the penguin
after going back and it might
still look sad.




This code tells the penguin
sprite to hide when the
backdrop switches to penguin
success. This is because if the
penguin is showing it might
block the words on the success
backdrop.

when backdrop switches to Penguin Success *

This means that when you
R press on the penguin it
broadcasts a message to the
other sprites. This tells the other
sprites what to do. When the
other animals receive penguin,
they hide, so the penguin is the
only visible animal sprite.

when | receive Australia ~
when | receive South America ¥ when I receive China ~

lide ° secsto  Australia ¥
glide o secsto  South America = glide o secsto China ~ .

This code tells the penguin
what to do when you click on
when | recelve | Mexico > when | receive. North Africa = i i one of the location markers.

glide o R Moxico v glide o secsto  North Africa = glide o secs to  Antarctica v When yOU CI'Ck on them, they
each broadcast a message, and
this tells the penguin to move to
that spot.

— FENT— when | receive penguininantartica I P——

This code tells the penguin
sprite what to do when it

R ncrauincad = switch costume to_ penguinhappy switch costume o penguinsad » receives the broadcast after a
location is chosen. It waits one
second because otherwise it
when | receive.penguininchina ¥ when | receive  penguininmexico wasn’t moving properly. It
moves to a spot near the middle
of the screen, and it switches its
costume to happy if it’s the right
environment or sad if it's the
wrong one.

‘when | receive penguininaustralia v

swilch costume to_ penguinsad = switch costume to _penguinsad switch costume o penguinsad =

when | receive worms ¥ 4 when | receive bamboo ¥

glide o secsto Worms ¥ aide ° B G~ glide o secsto  bamboo *

repeat o repeat o repeat °

playsound Chomp ~ until done play sound Chomp ¥ until done

play sound Chomp * wuntil done
= - 2 This code tells the penguin
wait (G scconds ot () seconcs wait () seconds what to do when you click on
switch costume to  penguinsad ¥ switch costume to  penguinsad ~ switch costume to  penguinsad ¥ the d|fferent fOOdS |t can eat
gite @) o €@ » €@ [ o . _ e @) secox @ v © Clicking on a food broadcasts a
message and when the penguin
receives the message it moves
DI | [ © when | receive leaf + to eat the food. The chomp
gide () secsto squid ~ gice @) secsto grasshoprer ~ Wl 1o @ cecsto teat + sound is repeated to soun_dllike
repest @) “chomp chomp” because it is
eating the food. If it is the right
playsound  Chomp ~ 'unil done food, the penguin will change to
“satisfied” and if it is the wrong
wat () seconcs food it will change to “sad”.
switch costume to  penguinsatisfied * switch costume to  penguinsad ¥ switch costume to penguinsad * Then |t moves baCk to ItS
. : iti hat you can choose
glide o secs tox: @ ¥: @ glide ° secs tox: @ y: o lid oE - pOSItlon SO t :
bt 2A."d | 7 different food if you chose the
wrong one.

playsound Chomp * until done playsound chomp ¥ until done

F




]
Sprite: Sloth

switch costume to  sloth happy *

o @ €

switch costume to  sloth happy *

— e |

| |

When the flag is clicked, the
sloth sprite needs to hide
because it's going to show the
title screen and you don’t want
any of the animals to be in there
when the title screen is on.

It waits 2 seconds because that
is how long the title screen is.

Then it tells the sloth to show,
so then you can see the sloth
on the screen.

When you're still choosing, all
the animals should be happy.

The code also tells the sloth
sprite where to go, so all the
animals are organised so
they’re not all random all over
the place.

This code makes sure that if the
backdrop changes to the biome
map, the sloth will still go to the

right spot even if the green flag

isn’t clicked.

When you press the arrow to go
back to the biome map, this
broadcasts the message “back”.
This code tells the sloth to
change back to happy and to
show when the back arrow is
clicked.

Without this, no one would be
able to choose the sloth after
going back and it might still look
sad.

This code tells the sloth sprite
to hide when the backdrop
switches to sloth success. This
is because if the sloth is
showing it might block the
words on the success
backdrop.

This means that when you
press on the sloth it broadcasts
a message to the other sprites.
This tells the other sprites what
to do. When the other animals
receive sloth, they hide, so the
sloth is the only visible animal
sprite.




when I receive North Africa ¥

glide o secsto  North Africa

when I receive China ~

glide o secsto  China ¥

when | receive slothinafrica *

switch costume to  sloth sad +

when | receive slothinchina +

switch costume to  sloth sad *

glide o secsto Worms =

switch costume to  sloth sad ¥

giide §)) et @) - €D

when I receive South America ¥

when | receive Mexico v

glide o secsto  Mexico v

- glide o secsto  South America =

when | receive Australia v when | receive Antartica *

glide o secs to  Australia v glide o secsto Antarctica ¥

when | receive slothinantartica ~ when | receive  slothinaustralia v

switch costume to  slothsad ~ switch costumeto  sloth sad *

when | receive slothinmexico » when | receive slothinsouthamerica v

switch costumeto  slothsad * switch costume to  sloth happy ~

‘when | receive leaf *

glide ° secsto  leaf *
repest @)

play sound Chomp * until done

switch costume to  sloth satisfied *

glide o secs to x: m y: 6

when | receive  bamboo *

glide o secsto  bamboo ¥

repeat €3

playsound Chomp ¥ until done
>

wit () scconcs

switch costume to  sloth sad *

glide o secs to x: m ¥ 9

switch costume to  sloth sad +

sise @ o= € » @

This code tells the sloth what to
do when you click on one of the
location markers. When you
click on them, they each
broadcast a message, and this
tells the sloth to move to that
spot.

This code tells the sloth sprite
what to do when it receives the
broadcast after a location is
chosen. It waits one second
because otherwise it wasn’t
moving properly. It moves to a
spot near the middle of the
screen, and it switches its
costume to happy if it’s the right
environment or sad if it's the
wrong one.

This code tells the sloth what to
do when you click on the
different foods it can eat.
Clicking on a food broadcasts a
message and when the sloth
receives the message it moves
to eat the food. The chomp
sound is repeated to sound like
“chomp chomp” because it is
eating the food. If it is the right
food, the sloth will change to
“satisfied” and if it is the wrong
food it will change to “sad”.
Then it moves back to its
position so that you can choose
a different food if you chose the
wrong one.

Sprite: China

‘when | receive kangaroo «

when I receive fennecfox v

when I receive Australia ¥

China

when I receive panda * when | receive axolotl *

when | receive  sloth +
show
when I receive Mexico ¥ when backdrop switches to bamboo forest ~
hide hide

when | receive South America

when I receive penguin *

when | receive North Africa ~

hide

This code tells the China sprite
that is needs to hide when the
game is started. So it doesn’t
show when the title screen is
shown.

This code tells the China sprite
to appear when one of the
animals is clicked. The animal
broadcasts a message, and
then when the China sprite
receives it, it will show on the
screen.

This code tells the China sprite
what to do when one of the




location markers is clicked. The
location marker broadcasts a
message, and then the China
sprite will hide. It doesn’t need
to hide when China is clicked.

It also tells the China sprite to
hide when the backdrop
switches to the bamboo forest,
so it doesn’t show when it
changes.

This code tells the China sprite
to broadcast the ‘China’
message when its clicked. This
tells other sprites what to do
depending on what their own
code says.

It also tells the game what
needs to happen when one of
the animals moves to the China
sprite. When one of the animals
moves there, it broadcasts a
message so that the other
sprites can react. It then also
switches the backdrop to
‘bamboo forest’.

It needs to send a different
message for each animal
because this will tell ‘Bonnie’
and other sprites what to do
when it changes to that
backdrop.

This piece of code tells all the
other code for the China sprite
to stop when the back button is
pressed. This is because the
code for when the China sprite
is clicked uses the forever code,
and if it didn’t stop the script
then it would mess up what
happened with the animals and
locations.

«

Sprite: South America "

T

hide

soiox €D » @

This code tells the South
America sprite that it needs to
hide when the game is started.
So it doesn’t show when the
title screen is shown.

This code tells the South
America sprite to appear when
one of the animals is clicked.




i i when | receive fennecfox *

when | receive sloth when | receive  penguin ¥
show

show 2
when | receive panda ¥ when | recive  kangaroo ¥ when | receive axolotl +
show i show
when backdrop switches to rainforest ~ ‘when | receive Australia * hen | receive Antartica ¥
(== hide hide
when | receive Mexico * when | receive China ¥ when | receive North Africa ~
hide hide hide

switch backdrop o rainforest -+

i touching sioth * T  them

The animal broadcasts a
message, and then when the
South America sprite receives
it, it will show on the screen.

This code tells the South
America sprite what to do when
one of the location markers is
clicked. The location marker
broadcasts a message, and
then the South America sprite
will hide. It doesn’t need to hide
when South America is clicked.
It also tells the South America
sprite to hide when the
backdrop switches to the
rainforest, so it doesn’t show
when it changes.

This code tells the South
America sprite to broadcast the
‘South America’ message when
it's clicked. This tells other
sprites what to do depending on
what their own code says.

It also tells the game what
needs to happen when one of
the animals moves to the South
America sprite. When one of
the animals moves there, it
broadcasts a message so that
the other sprites can react. It
then also switches the backdrop
to ‘rainforest’.

It needs to send a different
message for each animal
because this will tell ‘Bonnie’
and other sprites what to do
when it changes to that
backdrop.

This piece of code tells all the
other code for the South
America sprite to stop when the
back button is pressed. This is
because the code for when the
South America sprite is clicked
uses the forever code, and if it
didn’t stop the script then it
would mess up what happened
with the animals and locations.

This code tells the Mexico sprite
that it needs to hide when the
game is started. So it doesn’t
show when the title screen is
shown.




when | receive sloth = when | receive panda * ‘when | receive  axolotl *
show show show
when | receive fennecfox = | when I receive penguin » [ when | receive kangaroo =
show show show
when backdrop switches to  lake ~ when I receive Antartica = when | receive China *
hide hide hide

switich backdrop to  lake =

if touching penguin + T then

switch backdrop to lake

i touching doth = 7 _ then

broadeast  slothinmexico =

switch beckdrop o lake =

stop other scripts in sprite *

This code tells the Mexico sprite
to appear when one of the
animals is clicked. The animal
broadcasts a message, and
then when the Mexico sprite
receives it, it will show on the
screen.

This code tells the Mexico sprite
what to do when one of the
location markers is clicked. The
location marker broadcasts a
message, and then the Mexico
sprite will hide. It doesn’t need
to hide when Mexico is clicked.
It also tells the Mexico sprite to
hide when the backdrop
switches to the lake, so it
doesn’t show when it changes.

This code tells the Mexico sprite
to broadcast the ‘Mexico’
message when it’s clicked. This
tells other sprites what to do
depending on what their own
code says.

It also tells the game what
needs to happen when one of
the animals moves to the
Mexico sprite. When one of the
animals moves there, it
broadcasts a message so that
the other sprites can react. It
then also switches the backdrop
to ‘lake’.

It needs to send a different
message for each animal
because this will tell ‘Bonnie’
and other sprites what to do
when it changes to that
backdrop.

This piece of code tells all the
other code for the Mexico sprite
to stop when the back button is
pressed. This is because the
code for when the Mexico sprite
is clicked uses the forever code,
and if it didn’t stop the script
then it would mess up what
happened with the animals and
locations.




Sprite: North Africa """

when | receive axolotl * [ whenlreceive sloth + when | receive penguin ¥
show

show
IS rr— when | receive fennecfox ¥
S show

when backdrop switches to  sahara ¥ W when I receive China ¥ | when I receive Mexico *
hide: hide hide

el . S © when | receive South America *
hide

hide

switch backdrop to  sshara *

show

when | receive Antartica ¥

hidi

This code tells the North Africa
sprite that it needs to hide when
the game is started. So it
doesn’t show when the title
screen is shown.

This code tells the North Africa
sprite to appear when one of
the animals is clicked. The
animal broadcasts a message,
and then when the North Africa
sprite receives it, it will show on
the screen.

This code tells the North Africa
sprite what to do when one of
the location markers is clicked.
The location marker broadcasts
a message, and then the North
Africa sprite will hide. It doesn’t
need to hide when North Africa
is clicked.

It also tells the North Africa
sprite to hide when the
backdrop switches to the
sahara, so it doesn’'t show when
it changes.

This code tells the North Africa
sprite to broadcast the ‘North
Africa’ message when it's
clicked. This tells other sprites
what to do depending on what
their own code says.

It also tells the game what
needs to happen when one of
the animals moves to the North
Africa sprite. When one of the
animals moves there, it
broadcasts a message so that
the other sprites can react. It
then also switches the backdrop
to ‘sahara’.

It needs to send a different
message for each animal
because this will tell ‘Bonnie’
and other sprites what to do
when it changes to that
backdrop.




This piece of code tells all the
other code for the North Africa
sprite to stop when the back
button is pressed. This is
because the code for when the
North Africa sprite is clicked
uses the forever code, and if it
didn’t stop the script then it
would mess up what happened
with the animals and locations.

(W

Sprite: Australia

touching  axalotl v 7

switch backdrop to  australian grassland =

}
|

1
switch backdrop to  australlan grasshand +

switch backdrop to  australlan grasshand =

This code tells the Australia
sprite that it needs to hide when
the game is started. So it
doesn’t show when the title
screen is shown.

This code tells the Australia
sprite to appear when one of
the animals is clicked. The
animal broadcasts a message,
and then when the Australia
sprite receives it, it will show on
the screen.

This code tells the Australia
sprite what to do when one of
the location markers is clicked.
The location marker broadcasts
a message, and then the
Australia sprite will hide. It
doesn’t need to hide when
Australia is clicked.

It also tells the Australia sprite
to hide when the backdrop
switches to the australian
grassland, so it doesn’t show
when it changes.

This code tells the Australia
sprite to broadcast the
‘Australia’ message when it's
clicked. This tells other sprites
what to do depending on what
their own code says.

It also tells the game what
needs to happen when one of
the animals moves to the
Australia sprite. When one of
the animals moves there, it
broadcasts a message so that
the other sprites can react. It
then also switches the backdrop
to ‘australian grassland’.

It needs to send a different
message for each animal
because this will tell ‘Bonnie’
and other sprites what to do
when it changes to that
backdrop.




This piece of code tells all the
other code for the Australia
sprite to stop when the back
button is pressed. This is
because the code for when the
Australia sprite is clicked uses
the forever code, and if it didn’t
stop the script then it would
mess up what happened with
the animals and locations.

@

Sprite: Antarctica

~

i’,

This code tells the Antarctica
sprite that it needs to hide when
the game is started. So it
doesn’t show when the title
screen is shown.

This code tells the Antarctica
sprite to appear when one of
the animals is clicked. The
animal broadcasts a message,
and then when the Antarctica
sprite receives it, it will show on
the screen.

This code tells the Antarctica
sprite what to do when one of
the location markers is clicked.
The location marker broadcasts
a message, and then the
Antarctica sprite will hide. It
doesn’t need to hide when
Antarctica is clicked.

It also tells the Antarctica sprite
to hide when the backdrop
switches to the antarctica
backdrop, so it doesn’t show
when it changes.

This code tells the Antarctica
sprite to broadcast the
‘Antarctica’ message when it's
clicked. This tells other sprites
what to do depending on what
their own code says.

It also tells the game what
needs to happen when one of
the animals moves to the
Antarctica sprite. When one of
the animals moves there, it
broadcasts a message so that
the other sprites can react. It
then also switches the backdrop
to ‘antarctica’.

It needs to send a different
message for each animal
because this will tell ‘Bonnie’
and other sprites what to do
when it changes to that
backdrop.




This piece of code tells all the
other code for the Antarctica
sprite to stop when the back
button is pressed. This is
because the code for when the
Antarctica sprite is clicked uses
the forever code, and if it didn’t
stop the script then it would
mess up what happened with
the animals and locations.

&

Sprite: Arrow1 “"
P

set size to @ %
hide

0.2

0.2

w

switch backdrop to  biomesmap *

This code makes the “back”
arrow hide when the game
starts. It makes the arrow grow
bigger and smaller forever, so
that it looks like its flashing
when you do see it.

This code makes the arrow hide
when the background changes
to the biomes map. The arrow
takes you back to this
background, so it doesn’t need
to be seen.

This code tells the arrow show
when the background changes
to one of the countries. This is
so that you can go back and
choose a different country or
animal if you want.

This code tells the arrow to hide
when you feed each animal the
right food in the right location.

This code tells the arrow to
show again on each of the
animal pages. This means you
can go choose another animal
to rescue after you read the
facts.

This code tells the back arrow
to broadcast the “back”
message when it is clicked so
that other sprites can do
something when they receive
the message. It also changes
the background back to the
biomesmap so you can choose
another animal.




t

Sprite Bamboo ™

if

This code tells the bamboo to
show when it receives the
message “food pack” and it tells
it the position to go to. The
message is broadcast when the
food pack is clicked. It also
goes to the front layer so it
doesn’t hide behind the food
pack background and can be
seen.

This code tells the bamboo to
hide when the background is
the biome map or the title
screen.

This code tells the bamboo to
hide when one of the other
foods is selected (clicked)

This code tells the bamboo
what to do when it is clicked. It
broadcasts the message
“bamboo” and moves to near
the middle of the screen. This
message will tell the animal to
move to the same spot to eat
the bamboo.

The bamboo then needs to
broadcast another message to
tell the game what to do. This is
different for each animal,
because the animals have
different reactions.

After broadcasting the right
message, it waits 1.5 seconds
and then hides. This gives it
time for other things to happen
like the eating noise, before it
hides. It looks like it has been
eaten because it hides.

Lots of the code for the food
tells it to hide again, because
this way you can't see it unless
you are actually trying to feed
the animal.




&

Sprite: Food Pack

<

15 15 15

o G - €D wor D - €D e D - €D
15 15 15

This code tells the food back
what to do when it is clicked. It
broadcasts “food pack” which
lets other things ‘receive’ the
message and do something.

It also needs to hide when the
background is the title screen or
the biome map.

This code tells the food pack
when to show on the screen
and it tells it the position to go
to in the corner. This means it
doesn’t block anything. It also
waits 1.5 seconds to make sure
it doesn’t accidentally show up
early.

When the animal is fed the right
food, the food pack can hide
because you don’t need to use
it until you pick a new animal. It
hides when the background
changes to the success
backgrounds.

¥

Sprite: Grass “=

This code tells the grass to
show when it receives the
message “food pack” and it tells
it the position to go to. The
message is broadcast when the
food pack is clicked. It also
goes to the front layer so it
doesn’t hide behind the food
pack background and can be
seen.

This code tells the grass to hide
when the background is the
biome map or the title screen.

This code tells the grass to hide
when one of the other foods is
selected (clicked)




This code tells the grass what
to do when it is clicked. It
broadcasts the message
“grass” and moves to near the
middle of the screen. This
message will tell the animal to
move to the same spot to eat
the grass.

The grass then needs to
broadcast another message to
tell the game what to do. This is
different for each animal,
because the animals have
different reactions.

After broadcasting the right
message, it waits 1.5 seconds
and then hides. This gives it
time for other things to happen
like the eating noise, before it
hides. It looks like it has been
eaten because it hides.

P
Sprite: Grasshopper ==

whan backdrep swlichasto  Biome ~ [ hen backdrp ssiiches o blamesmap ~
il hida

This code tells the grasshopper
to show when it receives the
message “food pack” and it tells
it the position to go to. The
message is broadcast when the
food pack is clicked. It also
goes to the front layer so it
doesn’t hide behind the food
pack background and can be
seen.

This code tells the grasshopper
to hide when the background is
the biome map or the title
screen.

This code tells the grasshopper
to hide when one of the other
foods is selected (clicked)




This code tells the grasshopper
what to do when it is clicked. It
broadcasts the message
“grasshopper” and moves to
near the middle of the screen.
This message will tell the
animal to move to the same
spot to eat the grasshopper.

The grasshopper then needs to
broadcast another message to
tell the game what to do. This is
different for each animal,
because the animals have
different reactions.

After broadcasting the right
message, it waits 1.5 seconds
and then hides. This gives it
time for other things to happen
like the eating noise, before it
hides. It looks like it has been
eaten because it hides.

This code tells the leaf to show
when it receives the message
“food pack” and it tells it the
position to go to. The message
is broadcast when the food
pack is clicked. It also goes to
the front layer so it doesn’t hide
behind the food pack
background and can be seen.

This code tells the leaf to hide
when the background is the
biome map or the title screen.

This code tells the leaf to hide
when one of the other foods is
selected (clicked)




This code tells the leaf what to
do when it is clicked. It
broadcasts the message “leaf”
and moves to near the middle
of the screen. This message will
tell the animal to move to the
same spot to eat the leaf.

The leaf then needs to
broadcast another message to
tell the game what to do. This is
different for each animal,
because the animals have
different reactions.

After broadcasting the right
message, it waits 1.5 seconds
and then hides. This gives it
time for other things to happen
like the eating noise, before it
hides. It looks like it has been
eaten because it hides.

Sprite: Squid

This code tells the squid to
show when it receives the
message “food pack” and it tells
it the position to go to. The
message is broadcast when the
food pack is clicked. It also
goes to the front layer so it
doesn’t hide behind the food
pack background and can be
seen.

This code tells the squid to hide
when the background is the
biome map or the title screen.

This code tells the squid to hide
when one of the other foods is
selected (clicked)




if touching =oolotl * 7 . then

i touching fennecfox * 7  then

then

then

This code tells the squid what to
do when it is clicked. It
broadcasts the message “squid”
and moves to near the middle
of the screen. This message will
tell the animal to move to the
same spot to eat the squid.

The squid then needs to
broadcast another message to
tell the game what to do. This is
different for each animal,
because the animals have
different reactions.

After broadcasting the right
message, it waits 1.5 seconds
and then hides. This gives it
time for other things to happen
like the eating noise, before it
hides. It looks like it has been
eaten because it hides.

Sprite: Worms

Worms

This code tells the worms to
show when it receives the
message “food pack” and it tells
it the position to go to. The
message is broadcast when the
food pack is clicked. It also
goes to the front layer so it
doesn’t hide behind the food
pack background and can be
seen.

This code tells the worms to
hide when the background is
the biome map or the title
screen.

This code tells the worms to
hide when one of the other
foods is selected (clicked)




This code tells the worms what
to do when it is clicked. It
broadcasts the message
“worms” and moves to near the
middle of the screen. This
message will tell the animal to
move to the same spot to eat
the worms.

The worms then needs to
broadcast another message to
tell the game what to do. This is
different for each animal,
because the animals have
different reactions.

After broadcasting the right
message, it waits 1.5 seconds
and then hides. This gives it
time for other things to happen
like the eating noise, before it
hides. It looks like it has been
eaten because it hides.

when backdrop switches to Biome

This code tells the food pack
background what to do.

When it receives “food pack”
(when the food pack is clicked)
it shows and needs to go to the
right location. This helps you
see the food better and also
makes it look like the bag is
open.

When the backdrop is the
biome map or the title screen it
needs to hide.




This code tells it to hide when
you click on one of the foods.
This is because the food pack
“closes” once you choose a
food. It will show again if you
click on the food pack.

B

HHH I'm Bonnie and | love animals.

v

HL oks like we need to rescue these animals and p... {8 o seconds

(‘\
=]
n

S

=)

.5

“Click on an animal to choose it. Then click on t...

ES Let's leave quickly! Fennec foxes like somewhere... RETS ° seconds.

P Lt head back and try again. R 4 JESTSTH

£ With those big ears, the fennec fox is perfectly... Rt ° seconds

PO Locks ke they're getting hunary. Click the foo... ROE 5 Jaei]

This code tells the ‘Bonnie’
sprite what to do when the
game starts. At first Bonnie
needs to hide so you don’t see
her during the title screen. Then
she waits 3 seconds so she
appears when the map
appears.

It also tells her to go to back
layer to make sure she doesn’t
cover any of the animals.

Then it tells her what to say
when the game starts. This tells
people what to do. It was tricky
choosing the right time for each
one to make sure people had
enough time to read it, but it
wasn’t too fast that they clicked
ahead without reading.

This code says that when an
animal is clicked, Bonnie hides.

This code says that Bonnie
appears again when the
background changes to one of
the locations. This is so she can
give more tips about playing the
game.

This next code is important
because it tells the player if
they’ve chosen the right
location, but it also teaches
them something about the
biomes and each animal.

It makes Bonnie say something
based on the location you
choose. If it is wrong, she will
tell you to go back and try
again. If it is right, she will tell
you to click on the food pack to
feed the animal. This is the
code for the fennec fox for each
location. But she has the same
code with different messages
for each animal.

The wait block makes it so she
doesn’t say it too early and also
gives people time to read.




S They don't mind wriggly worms, but there's somet...

for () seconas

BV Fennec foxes might eat this sometimes, but it ne...

B | don't think there's many squid in the desert. LTS e seconds

when I receive pandainaustralia *

S | don't think the panda can find any of their fa... R ° seconds
CON Let's head back and try again. JRCTS ° seconds

when Ireceive pandainafrica =

BV Phew! It's way too hot here for this furry panda. 93 ° seconds
BV 1 <t's head back and try again. X3 ° seconds

when | receive pandainantartica ~

P 115 way too cold here! NS o seconds
PP Lct's hcad back and try again. ROl ¢ Rtid

when I receive pandagrasshopper *

B | don't think these grow here, so that's not the...

when | receive slothinsouthamerica ~

EV This tropical rainforest biome has plenty of tre... JEATS o seconds
sor (@) seconas

ESVI L ooks like they're getting hungry. Click the foo...

‘when | receive  slothinantartica ~

S Brrr! This sloth is going to freeze if we stay h... o3 o seconds
B Let's head back and try again. RS ° seconds

when | receive slothinafrica «

S | can't see any trees for this sioth to hang on N3 e seconds
S Let's head back and try again. N8 o seconds

when | receive  slothgrasshopper

How did that hop up to the tree canopy? That's n...

when | receive  slothworm ~

B Sioths like slimy algae in their fur, but it wan...

when I receive  slothleaf »

FEYN Perfect! A nice green leaf is just what it wante...

or (@ seconts | sy

when I receive foxgrasshopper ¥

SV Oh boy! That grasshopper wasn't quick enough, it...

‘when | receive foxleaf +

Fennec foxes might eat this sometimes, but it ne...

when I receive foxbamboo *

W | don't think there's much bamboo growing in the...

when | receive  pandainsouthamerica ¥

PP 1t likes the forest, but these trees aren't quit... Bid o seconds.
PN Let's head back and try again. Bd ° seconds

when | receive pandainmexico *

ES A, | think it might be a little too wet here. R4 o seconds
EON Let's head back and try again. 013 o seconds

when I receive pandainchina

B Wow! Looks like the panda loves the misty mounta... J08 ° seconds

ESN L ooks like they're getting hungry. Click the foo...

when | receive pandasquid *

tor (@) scconas

B | don't think there are many squid up in the mou...

when | receive pandabamboo ¥

when | receive  slothinaustralia ¥

N There are a few trees here, but this isn't quite... J013 ° seconds
S Let's head back and try again. 3 o seconds

when I receive  slothinmexico +

E Sioths can swim, but this is a bit too much wate... RT3 e seconds
EN | =t's head back and try again. RS o seconds

BN | don't think we'e in the right place. X3 ° seconds
EPYIN L=t head back and try again. OIS o seconds

when I receive slothgrass

ES They like to get their food a little higher up.

when | receive  slothbamboo *

ES We're on the right track, but that's not quite r...

when | receive slothsquid +

1 don't think he looks happy with that.

This code tells Bonnie what to
say when the fennec fox eats
the food. She normally says
something different for each
different food. This helps people
to learn more about the animals
and the biomes, like what kinds
of foods are found there and
whether the animal is a
carnivore or a herbivore or both.

| used my research to help me
write different things for each
one and | wrote down a list of
each animal, each location and
each food first. Then when | did
the code | added the things to
the game.

| actually had to change some
of them because | realised | got
some of the things they can eat
wrong. | said that the fennec fox
was a carnivore, but sometimes
they eat grasses or plants. |
also said that the panda was a
herbivore, but then | checked
my information again and they
actually sometimes eat small
animals and bugs so it wasn'’t
true.

Sometimes | had a problem
because the animal actually
could eat another food, so | had
to write a message saying that
they liked something else more
to make the player pick a
different food.

| haven’t explained every bit of
code for every animal, because
the code is the same for each
animal, it just tells Bonnie to say
something different for each
one.




when I receive axolotlinchina

when | receive  axolotlinsouthamerica ~

P | ciori shink this will work.
PO | <t head back and try again. Rii ° seconds

PO | feel like we're close, but its not quite right. Rl o seconds
= (CINTIETED o @ o

when | receive  axelotlinafrica =

when | receive  axolotlinaustralia ~

P 0 ot 1s much too hot here The axolotl needs... Rl 5 Jorears
= (T for () seconds

- o @ o
PN | <t's head back and try again. R o seconds

‘when | receive axclotlinantartia ~ when I receive  axolotlinmexico *

PO G s far too chill in this water. RO 5 JERSRN
=y (T for @ seconds

when | receive  axolotigrasshopper +

for ° seconds

tor (€ seconcs

e —
FO | think that's = bit big for the axclot. Rl 3 ety

for e seconds

when | receive  kangarooinantartica =

PV 1 cocsn't mind the hiat, but this is a ittt RO 5 JECTeT
B Le's head back and try again. 0% ° seconds

P i no! It likes things much warmer than this. JCSl 5 JESSeeS
= (T for @@ seconds

when | receive  kangarocinchina ¥

P This kangarco is definitely from the south, but ... i ] o seconds
PO Lot ez back and try agein. RO ¢ JEeS

when | receive  kangarocinmenico =

PO coesrit seem comortable here. JURH 5 JERTSVA
PN | ct's head back and try again. Rilg o seconds

PO 1o much water, not encugh grsss. Rl 5 Ity

The kangaroo is hopping around happily in this g i ° second:
o @

Laks like they're getting hungry. Click the foo...

when | receive kangaroaworms ¥

for ° seconds

Eww! | think kangaroos are herbivores. It doesn’...

for (€ seconce

for o seconds for o seconds




P 7o hott This penguin needs to go cool down. R 5 T
BV Lt hea back and try again. Rl + TR

P 1his penguin in a strang swimmer, but | think th_. KO8 5 Iy
P Lt ez back and try again. ol ¢ JESIUNS

PR Tae it down 2 noteh, its a bit 100 hot here. g o seconds
=y (Tl o @ second:

P e e itle high here, | hink we need to .. RO 5 JESNH
P Let's head back and try again. JOO 4 JERTReH

when backdrop switches to  Fennec Fox Success + when backdrop switches to  Panda Success *

hide hide

when backdrop switches to  Penguin Success when backdrop switches to  Shoth Success *

This code tells Bonnie to hide
once the background changes
after an animal eats the right
food. This is because she
doesn’t say anything else after
this. She will show again if you
go back and pick another
animal.

Sprite: Axolotls FACTS #"

when clicked W when I receive back *

This code tells the axolotl facts
button to hide when the game is
started. The next one tells it to
hide again when the back
button is clicked. It sets the size
to 60% which is its original size.

This code tells the axolotl facts
button to appear when the
backdrop switches to axolotl
success. This has a message
that tells the player they made
the right choice and they can
either go back or learn more
facts. It also tells the button
where to go on the screen.

It gets bigger and then smaller
forever, which makes it look like
it is flashing. It waits 0.3
seconds so that the flashing
looks more normal.




switch backdrop to  Axolotl Facts *

This code tells the axolotl facts
button to broadcast the
message “axolotl facts” when it
is clicked. When other sprites
get this message they can be
told what to do. It also
broadcasts the “hideback”
message which hides the back
button.

Then the background changes
to the Axolotl facts background
and the facts button hides
because it isn’'t needed
anymore.

Sprite: Fennec Fox FACTS ==~

P

switch backdrop to  Fennec Fox Facts *

This code tells the fennec fox
facts button to hide when the
game is started.

The next one tells it to hide
again when the back button is
clicked. It sets the size to 60%
which is its original size.

This code tells the fennec fox
facts button to appear when the
backdrop switches to fennec fox
success. This has a message
that tells the player they made
the right choice and they can
either go back or learn more
facts. It also tells the button
where to go on the screen.

It gets bigger and then smaller
forever, which makes it look like
it is flashing. It waits 0.3
seconds so that the flashing
looks more normal.

This code tells the fennec fox
facts button to broadcast the
message "fennec fox facts"
when it is clicked. When other
sprites get this message they
can be told what to do. It also
broadcasts the "hideback"
message which hides the back
button.

Then the background changes
to the Fennec Fox facts
background and the facts
button hides because it isn't
needed anymore.




Sprite: Kangaroo FACTS *»=

switch backdrop to Kangaroo Facts *

hide

This code tells the kangaroo
facts button to hide when the
game is started.

The next one tells it to hide
again when the back button is
clicked. It sets the size to 60%
which is its original size.

This code tells the kangaroo
facts button to appear when the
backdrop switches to kangaroo
success. This has a message
that tells the player they made
the right choice and they can
either go back or learn more
facts. It also tells the button
where to go on the screen.

It gets bigger and then smaller
forever, which makes it look like
it is flashing. It waits 0.3
seconds so that the flashing
looks more normal.

This code tells the kangaroo
facts button to broadcast the
message "kangaroo facts"
when it is clicked. When other
sprites get this message they
can be told what to do. It also
broadcasts the "hideback"
message which hides the back
button.

Then the background changes
to the Kangaroo facts
background and the facts
button hides because it isn't
needed anymore.

E

This code tells the panda facts
button to hide when the game is
started.

The next one tells it to hide
again when the back button is
clicked. It sets the size to 60%
which is its original size.




switch backdrop to Panda Facts *

This code tells the panda facts
button to appear when the
backdrop switches to panda
success. This has a message
that tells the player they made
the right choice and they can
either go back or learn more
facts. It also tells the button
where to go on the screen.

It gets bigger and then smaller
forever, which makes it look like
it is flashing. It waits 0.3
seconds so that the flashing
looks more normal.

This code tells the panda facts
button to broadcast the
message "panda facts" when it
is clicked. When other sprites
get this message they can be
told what to do. It also
broadcasts the "hideback"
message which hides the back
button.

Then the background changes
to the Panda facts background
and the facts button hides
because it isn't needed
anymore.

This code tells the penguin
facts button to hide when the
game is started.

The next one tells it to hide
again when the back button is
clicked. It sets the size to 60%
which is its original size.

This code tells the penguin
facts button to appear when the
backdrop switches to penguin
success. This has a message
that tells the player they made
the right choice and they can
either go back or learn more
facts. It also tells the button
where to go on the screen.

It gets bigger and then smaller
forever, which makes it look like
it is flashing. It waits 0.3
seconds so that the flashing
looks more normal.




switch backdrop to  Emperor Penguin Facts ¥

This code tells the penguin
facts button to broadcast the
message "penguin facts" when
it is clicked. When other sprites
get this message they can be
told what to do. It also
broadcasts the "hideback"
message which hides the back
button.

Then the background changes
to the Penguin facts
background and the facts
button hides because it isn't
needed anymore.

Sprlte Sloth FA(;TS Sloth Facts

switch backdrop to  Sloth Facts *

This code tells the sloth facts
button to hide when the game is
started.

The next one tells it to hide
again when the back button is
clicked. It sets the size to 60%
which is its original size.

This code tells the sloth facts
button to appear when the
backdrop switches to sloth
success. This has a message
that tells the player they made
the right choice and they can
either go back or learn more
facts. It also tells the button
where to go on the screen.

It gets bigger and then smaller
forever, which makes it look like
it is flashing. It waits 0.3
seconds so that the flashing
looks more normal.

This code tells the sloth facts
button to broadcast the
message "sloth facts" when it is
clicked. When other sprites get
this message they can be told
what to do. It also broadcasts
the "hideback" message which
hides the back button. Then the
background changes to the
Sloth facts background and the
facts button hides because it
isn't needed anymore.

This back button is different
from the back arrow. It shows
when you have the choice to
learn more facts. It is made to
look the same as the different
animal facts buttons.

When the game is started and
when it receives the back
message (when it is clicked) it
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hides. It also changes its size
back to 60% once it receives
back.

This code tells the back button
to appear when the background
changes to each of the animal
success backgrounds. It always
goes to the same place, and it
changes its size to look like it is
flashing. This is the same as
the animal facts buttons, but it
needs to have the code for
each animal because the back
button is the same each time.

This code tells the game what
to do when the back button is
clicked. It broadcasts “back”
and the backdrop switches to
the biomes map. This kind of
starts the game again to choose
a different animal.

==
-
o

Sprite: Tundrabiome

This sprite gives information about the tundra biome. | added it
later, so | needed to add it as a different sprite instead of just having

it as part of the background picture.

When [ first had my idea, |
wanted to make it so that you
could change the weather and
the animal would be happy or
sad based on what their biome
should have. Then when |
started making my game it
already took so long to do
everything else, so instead,
these sprites are just an image
that gives more information
rather than being something
that the player can change.

The first code sets the correct
size and where it sits when the
game starts. This means it will
be the same for the whole
game, even if it is hidden. It
also makes the sprite hide so
you don't see it.

The next code tells it to hide
when it receives back. This is
because it should only be
visible when the background is
Antarctica.

When the backdrop switches to
Antarctica it shows, because it
gives information about the
tundra biome like antarctica.

It needs to hide again when the
background changes.




=

Sprite: Desertbiome ==

This code sets the correct size
and where it sits when the
game starts. This means it will
be the same for the whole
game, even if it is hidden. It
also makes the sprite hide so
you don't see it.

The next code tells it to hide
when it receives back. This is
because it should only be
visible when the background is
the Sahara.

When the backdrop switches to
sahara it shows, because it
gives information about the
desert biome like the sahara.lt
needs to hide again when the
background changes.

® ==
e

Sprite: Forestbiome =

This code sets the correct size
and where it sits when the
game starts. This means it will
be the same for the whole
game, even if it is hidden. It
also makes the sprite hide so
you don't see it.

The next code tells it to hide
when it receives back. This is
because it should only be
visible when the background is
the bamboo forest.

When the backdrop switches to
bamboo forest it shows,
because it gives information
about the forest biome like the
mountains in China. It needs to
hide again when the
background changes.

1=

.=

Sprite: Freshwaterbiome

This code sets the correct size
and where it sits when the
game starts. This means it will
be the same for the whole
game, even if it is hidden. It
also makes the sprite hide so
you don't see it.

The next code tells it to hide
when it receives back. This is
because it should only be
visible when the background is
the lake.

When the backdrop switches to
lake it shows, because it gives
information about the
freshwater biome like Lake
Xolchimilcho in Mexico.

It needs to hide again when the
background changes.




Sprite: Grasslandbiome =

This code sets the correct size
and where it sits when the
game starts. This means it will
be the same for the whole
game, even if it is hidden. It
also makes the sprite hide so
you don't see it.

The next code tells it to hide
when it receives back. This is
because it should only be
visible when the background is
the Australian grassland.

When the backdrop switches to
Australian grassland it shows,
because it gives information
about the grassland biome like
in Ausrtalia.

It needs to hide again when the
background changes.

=
i

Sprite: Tropicalrainforestbiome ‘"“=-

This code sets the correct size
and where it sits when the
game starts. This means it will
be the same for the whole
game, even if it is hidden. It
also makes the sprite hide so
you don't see it.

The next code tells it to hide
when it receives back. This is
because it should only be
visible when the background is
the rainforest.

When the backdrop switches to
rainforest it shows, because it
gives information about the
tropical rainforest biome like in
South America.

It needs to hide again when the
background changes.

[~]

Sprite: Axolotl facts ===

Pu

This code tells the axolotl facts
sprite to hide when the game
starts. The animal facts sprites
look the same as the happy
version of the normal animals,
but they only appear on each
animal’s facts screen.

This code tells the axolotl facts
sprite to hide when it receives
back so that it doesn’t appear
on any other page.




switch costume to  axolotl happy *

click on the stars to learn different facts {4 o seconds

L2 Axolotls only exist in the wild in ONE place in ... B0 o seconds
L2V [t's called Lake Xolchimilcho in Mexico City B ° seconds

e

L=\ Lakes such as Lake Xolchimilcho have lots of pla... Bisl§ o seconds

This code tells the axolotl facts
sprite to appear when the
backdrop switches to “Axolotl
Facts”. It also tells it what
position to go to. The position
helps make sure it doesn’t block
any of the pictures.

It also makes sure the axolotl
has the happy version of the
costume. It tells the player what
to do, to click on stars to learn
facts. | used the animals to tell
the facts instead of Bonnie,
because | thought it was cute.

This code tells what to do when
axolotlfact1 is received (when a
certain star is clicked). The
axolotl says a fact about
axolotls.

This is the same, but the
message comes from a
different fact star being clicked.
It has two parts, so there is a
wait block in the middle of them.

This is the same, but the
message comes from a
different fact star being clicked.

This is the same, but it comes
from a different fact star being
clicked.

This is the same, but it comes
from a different fact star being
clicked.

(+

Sprite: Fennec fox facts ==

This code tells the fennec fox
facts sprite to hide when the
game starts.

This code tells the fennec fox
facts sprite to hide when it
receives back so that it doesn’t
appear on any other page.




This code tells the fennec fox
facts sprite to appear when the
backdrop switches to “Fennec
Fox Facts”.

It also makes sure the fennec
fox has the happy version of the
costume. It tells the player what
to do, to click on stars to learn
facts.

This code tells what to do when
foxfact1 is received (when a
certain star is clicked). The
fennec fox says a fact about
fennec foxes.

This is the same, but the
message comes from a
different fact star being clicked.

This is the same, but it comes
from a different fact star being
clicked.

Sprite: Kangaroo facts

switch costume to  kangaroo happy *

L2 click on the stars to learn different facts B o seconds

This code tells the kangaroo
facts sprite to hide when the
game starts.

This code tells the kangaroo
facts sprite to hide when it
receives back so that it doesn’t
appear on any other page.

This code tells the kangaroo
facts sprite to appear when the
backdrop switches to
“Kangaroo Facts”.

It also makes sure the kangaroo
has the happy version of the
costume. It tells the player what
to do, to click on stars to learn
facts.




=" Kangaroos are marsupials and their babies grow i... 14 o seconds

(=\"Bl Kangaroo babies are called joeys. B4 o seconds

=" Heat, drought. and hunger due to less habitat ar... Bielg o seconds

This code tells what to do when
kangaroofact1 is received
(when a certain star is clicked).
The kangaroo says a fact about
kangaroos.

This is the same, but the
message comes from a
different fact star being clicked.

This is the same, but it comes
from a different fact star being
clicked.

This is the same, but it comes
from a different fact star being
clicked.

}i

Sprite: Panda facts ==

(= "B There are only around 1500 pandas that live in t... Bil3 'o seconds

(=T Bamboo shoots and leaves are almost 99% of a pan... B o seconds

This code tells the panda facts
sprite to hide when the game
starts.

This code tells the panda facts
sprite to hide when it receives

back so that it doesn’t appear

on any other page.

This code tells the panda facts
sprite to appear when the
backdrop switches to “Panda
Facts”.

It also makes sure the panda
has the happy version of the
costume. It tells the player what
to do, to click on stars to learn
facts.

This code tells what to do when
pandafact1 is received (when a
certain star is clicked). The
panda says a fact about
pandas.

This is the same, but the
message comes from a
different fact star being clicked.




E=I"  Pandas spend about 12 hours a day eating! B4 o seconds

when | receive panda fact4 ¥

L5 Breeding programs are trying to increase the num... B+ ° seconds

This is the same, but it comes
from a different fact star being
clicked.

This is the same, but it comes
from a different fact star being
clicked.

b

Sprite: Penguin facts ="

when backdrop switches to Emperor Penguin Facts *

switch costume to  penguinhappy *

=T click on the stars to learn different facts 514 o seconds

when | receive penguinfact1 *

L= Penguins are birds, but they don't fly! By o seconds

when | receive penguinfact2 ~

=TT When a female lays an egg, the male looks after ... B o seconds

when | receive penguinfact3 *

= \"B8 The shore around Antartica is a tundra biome, bu... B{s o seconds

when | receive penguinfact4

=T Emiperor penguins spend their entire lives on Ant... B0 o seconds

This code tells the penguin
facts sprite to hide when the
game starts.

This code tells the penguin
facts sprite to hide when it
receives back so that it doesn’t
appear on any other page.

This code tells the penguin
facts sprite to appear when the
backdrop switches to “Penguin
Facts”.

It also makes sure the penguin
has the happy version of the
costume. It tells the player what
to do, to click on stars to learn
facts.

This code tells what to do when
penguinfact1 is received (when
a certain star is clicked). The
penguin says a fact about
penguins.

This is the same, but the
message comes from a
different fact star being clicked.

This is the same, but it comes
from a different fact star being
clicked.

This is the same, but it comes
from a different fact star being
clicked.




v
Sprite: Sloth facts "=

switch costume to  sloth happy *

L= click on the stars to learn different facts i o segonds

L5 Sloths can sleep up to 20 hours a day! B¢ o seconds

L= "8 There are two-toed and three-toed sloths. B{ld ° seconds

=" The markings on a three-toed sloths make it look... By o seconds

when | receive slothfactd

L5 Sloths can turn their heads almost all the way a... JBislg o seconds

LS Only around 10% of the world’s rainforests are p... B{g o seconds

This code tells the sloth facts
sprite to hide when the game
starts.

This code tells the sloth facts
sprite to hide when it receives
back so that it doesn’t appear
on any other page.

This code tells the sloth facts
sprite to appear when the
backdrop switches to “Sloth
Facts”.

It also makes sure the sloth has
the happy version of the
costume. It tells the player what
to do, to click on stars to learn
facts.

This code tells what to do when
slothfact1 is received (when a
certain star is clicked). The
sloth says a fact about sloths.

This is the same, but the
message comes from a
different fact star being clicked.

This is the same, but it comes
from a different fact star being
clicked.

This is the same, but it comes
from a different fact star being
clicked.




Sprite: Fox fact 1 ==

These sprites are what tell the
different animal fact sprites
what facts to tell. Each fact has
its own star sprite so when you
click it a different message gets
sent, and the animal sprite can
say a different fact.

It needs to hide when the game
starts and when you click back.
It only shows on the facts
screen.

This one is for the fennec fox,
so when the background
changes to fennec fox facts, the
star needs to appear.

When the star is clicked, it
broadcasts a message with the
fact number. This tells the
animal fact sprite what fact to
share.

ke

Sprite: Fox fact2 =~

pu

This code tells the sprite to hide
when the game starts.

This code tells the star sprite to
hide when you click back. This
is because it should only show
on the facts screen.

This code tells the start to
appear when the background
switches to the right
background for this animal’s
facts.

This code tells the sprite what
to do when it is clicked. It
broadcasts a message with the
fact number. This tells the snail
fact sprite what fact to share.
Each fact has its own fact
number so a different fact is
shared for each star.




k¢

Sprite: Fox fact 3 ==

P

This code tells the sprite to hide
when the game starts.

This code tells the star sprite to
hide when you click back. This
is because it should only show
on the facts screen.

This code tells the start to
appear when the background
switches to the right
background for this animal’s
facts.

This code tells the sprite what
to do when it is clicked. It
broadcasts a message with the
fact number. This tells the snail
fact sprite what fact to share.
Each fact has its own fact
number so a different fact is
shared for each star.

ks

Sprite: Axolotl fact 1 =~

P

This code tells the sprite to hide
when the game starts.

This code tells the star sprite to
hide when you click back. This
is because it should only show
on the facts screen.

This code tells the start to
appear when the background
switches to the right
background for this animal’s
facts.

This code tells the sprite what
to do when it is clicked. It
broadcasts a message with the
fact number. This tells the snail
fact sprite what fact to share.
Each fact has its own fact
number so a different fact is
shared for each star.




ks

Sprite: Axolotl fact 2 ==

P

This code tells the sprite to hide
when the game starts.

This code tells the star sprite to
hide when you click back. This
is because it should only show
on the facts screen.

This code tells the start to
appear when the background
switches to the right
background for this animal’s
facts.

This code tells the sprite what
to do when it is clicked. It
broadcasts a message with the
fact number. This tells the snail
fact sprite what fact to share.
Each fact has its own fact
number so a different fact is
shared for each star.

s

Sprite: Axolotl fact 3 ==

P

This code tells the sprite to hide
when the game starts.

This code tells the star sprite to
hide when you click back. This
is because it should only show
on the facts screen.

This code tells the start to
appear when the background
switches to the right
background for this animal’s
facts.

This code tells the sprite what
to do when it is clicked. It
broadcasts a message with the
fact number. This tells the snail
fact sprite what fact to share.
Each fact has its own fact
number so a different fact is
shared for each star.




ks

Sprite: Axolotl fact 4 ===

P

This code tells the sprite to hide
when the game starts.

This code tells the star sprite to
hide when you click back. This
is because it should only show
on the facts screen.

This code tells the start to
appear when the background
switches to the right
background for this animal’s
facts.

This code tells the sprite what
to do when it is clicked. It
broadcasts a message with the
fact number. This tells the snail
fact sprite what fact to share.
Each fact has its own fact
number so a different fact is
shared for each star.

ks

Sprite: Axolotl fact 5 ==

P

This code tells the sprite to hide
when the game starts.

This code tells the star sprite to
hide when you click back. This
is because it should only show
on the facts screen.

This code tells the start to
appear when the background
switches to the right
background for this animal’s
facts.

This code tells the sprite what
to do when it is clicked. It
broadcasts a message with the
fact number. This tells the snail
fact sprite what fact to share.
Each fact has its own fact
number so a different fact is
shared for each star.




ks

Sprite: Kangaroo fact 1 "~

P

This code tells the sprite to hide
when the game starts.

This code tells the star sprite to
hide when you click back. This
is because it should only show
on the facts screen.

This code tells the start to
appear when the background
switches to the right
background for this animal’s
facts.

This code tells the sprite what
to do when it is clicked. It
broadcasts a message with the
fact number. This tells the snail
fact sprite what fact to share.
Each fact has its own fact
number so a different fact is
shared for each star.

ks

Sprite: Kangaroo fact 2 "

P

This code tells the sprite to hide
when the game starts.

This code tells the star sprite to
hide when you click back. This
is because it should only show
on the facts screen.

This code tells the start to
appear when the background
switches to the right
background for this animal’s
facts.

This code tells the sprite what
to do when it is clicked. It
broadcasts a message with the
fact number. This tells the snail
fact sprite what fact to share.
Each fact has its own fact
number so a different fact is
shared for each star.




ks

Sprite: Kangaroo fact 3 "~

P

This code tells the sprite to hide
when the game starts.

This code tells the star sprite to
hide when you click back. This
is because it should only show
on the facts screen.

This code tells the start to
appear when the background
switches to the right
background for this animal’s
facts.

This code tells the sprite what
to do when it is clicked. It
broadcasts a message with the
fact number. This tells the snail
fact sprite what fact to share.
Each fact has its own fact
number so a different fact is
shared for each star.

ks

Sprite: Kangaroo fact 4 "~

P

This code tells the sprite to hide
when the game starts.

This code tells the star sprite to
hide when you click back. This
is because it should only show
on the facts screen.

This code tells the start to
appear when the background
switches to the right
background for this animal’s
facts.

This code tells the sprite what
to do when it is clicked. It
broadcasts a message with the
fact number. This tells the snail
fact sprite what fact to share.
Each fact has its own fact
number so a different fact is
shared for each star.




k¢

Sprite: Panda fact 1 =~

P

This code tells the sprite to hide
when the game starts.

This code tells the star sprite to
hide when you click back. This
is because it should only show
on the facts screen.

This code tells the start to
appear when the background
switches to the right
background for this animal’s
facts.

This code tells the sprite what
to do when it is clicked. It
broadcasts a message with the
fact number. This tells the snail
fact sprite what fact to share.
Each fact has its own fact
number so a different fact is
shared for each star.

k¢

Sprite: Panda fact 2 ="

P

This code tells the sprite to hide
when the game starts.

This code tells the star sprite to
hide when you click back. This
is because it should only show
on the facts screen.

This code tells the start to
appear when the background
switches to the right
background for this animal’s
facts.

This code tells the sprite what
to do when it is clicked. It
broadcasts a message with the
fact number. This tells the snail
fact sprite what fact to share.
Each fact has its own fact
number so a different fact is
shared for each star.




k¢

Sprite: Panda fact 3 ="

P

This code tells the sprite to hide
when the game starts.

This code tells the star sprite to
hide when you click back. This
is because it should only show
on the facts screen.

This code tells the start to
appear when the background
switches to the right
background for this animal’s
facts.

This code tells the sprite what
to do when it is clicked. It
broadcasts a message with the
fact number. This tells the snail
fact sprite what fact to share.
Each fact has its own fact
number so a different fact is
shared for each star.

k¢

Sprite: Panda fact 4 ="

P

This code tells the sprite to hide
when the game starts.

This code tells the star sprite to
hide when you click back. This
is because it should only show
on the facts screen.

This code tells the start to
appear when the background
switches to the right
background for this animal’s
facts.

This code tells the sprite what
to do when it is clicked. It
broadcasts a message with the
fact number. This tells the snail
fact sprite what fact to share.
Each fact has its own fact
number so a different fact is
shared for each star.
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Sprite: Penguin fact 1 ="'

This code tells the sprite to hide
when the game starts.

This code tells the star sprite to
hide when you click back. This
is because it should only show
on the facts screen.

This code tells the start to
appear when the background
switches to the right
background for this animal’s
facts.

This code tells the sprite what
to do when it is clicked. It
broadcasts a message with the
fact number. This tells the snail
fact sprite what fact to share.
Each fact has its own fact
number so a different fact is
shared for each star.

Ay

Sprite: Penguin fact 2 ==

-

This code tells the sprite to hide
when the game starts.

This code tells the star sprite to
hide when you click back. This
is because it should only show
on the facts screen.

This code tells the start to
appear when the background
switches to the right
background for this animal’s
facts.

This code tells the sprite what
to do when it is clicked. It
broadcasts a message with the
fact number. This tells the snail
fact sprite what fact to share.
Each fact has its own fact
number so a different fact is
shared for each star.
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Sprite: Penguin fact 3 ==

P

This code tells the sprite to hide
when the game starts.

This code tells the star sprite to
hide when you click back. This
is because it should only show
on the facts screen.

This code tells the start to
appear when the background
switches to the right
background for this animal’s
facts.

This code tells the sprite what
to do when it is clicked. It
broadcasts a message with the
fact number. This tells the snail
fact sprite what fact to share.
Each fact has its own fact
number so a different fact is
shared for each star.

ks

Sprite: Penguin fact 4 ==

P

This code tells the sprite to hide
when the game starts.

This code tells the star sprite to
hide when you click back. This
is because it should only show
on the facts screen.

This code tells the start to
appear when the background
switches to the right
background for this animal’s
facts.

This code tells the sprite what
to do when it is clicked. It
broadcasts a message with the
fact number. This tells the snail
fact sprite what fact to share.
Each fact has its own fact
number so a different fact is
shared for each star.




Ay

Sprite: Sloth fact 1 ==

=

This code tells the sprite to hide
when the game starts.

This code tells the star sprite to
hide when you click back. This
is because it should only show
on the facts screen.

This code tells the start to
appear when the background
switches to the right
background for this animal’s
facts.

This code tells the sprite what
to do when it is clicked. It
broadcasts a message with the
fact number. This tells the snail
fact sprite what fact to share.
Each fact has its own fact
number so a different fact is
shared for each star.

3

Sprite: Sloth fact 2 ="

e

This code tells the sprite to hide
when the game starts.

This code tells the star sprite to
hide when you click back. This
is because it should only show
on the facts screen.

This code tells the start to
appear when the background
switches to the right
background for this animal’s
facts.

This code tells the sprite what
to do when it is clicked. It
broadcasts a message with the
fact number. This tells the snail
fact sprite what fact to share.
Each fact has its own fact
number so a different fact is
shared for each star.




ke

Sprite: Sloth fact 3 ook

=

This code tells the sprite to hide
when the game starts.

This code tells the star sprite to
hide when you click back. This
is because it should only show
on the facts screen.

This code tells the start to
appear when the background
switches to the right
background for this animal’s
facts.

This code tells the sprite what
to do when it is clicked. It
broadcasts a message with the
fact number. This tells the snail
fact sprite what fact to share.
Each fact has its own fact
number so a different fact is
shared for each star.

ks

sprite: Sloth fact 4 ==

This code tells the sprite to hide
when the game starts.

This code tells the star sprite to
hide when you click back. This
is because it should only show
on the facts screen.

This code tells the start to
appear when the background
switches to the right
background for this animal’s
facts.

This code tells the sprite what
to do when it is clicked. It
broadcasts a message with the
fact number. This tells the snail
fact sprite what fact to share.
Each fact has its own fact
number so a different fact is
shared for each star.
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o Title screen, success screens, and animal facts pages backgrounds were made using
Canva.

¢ Animal sprites were digitally drawn by me using Procreate.

e ‘Bonnie’ sprite and buttons are built in Scratch sprites.

¢ Other images were digitally drawn by my mum, using Photoshop.

Images from my planning and my game

My Planning

These are notes from when | was planning my game. My mum asked me about my ideas and she took
notes while | told her my ideas. My first bit of planning was deciding what things | wanted to find out
about each animal, and what animals | might choose.

| wanted to choose animals from different biomes but also animals that | liked. At first, | had more
animals, but 6 was a good number.

After that, we kept researching more animals. | read books with mum and we looked up the animals on
the internet, and then we talked about what we had read and | answered my questions | wanted to
research.

On the second page, there are also some notes and drawings about how | wanted the game to work.
This helped with making my game, because | already knew what | wanted the game to do and look



like. It made the different code blocks make more sense, because | knew what | wanted the game to
do.

Some things changed, like originally the game involved lots of dragging like dragging the animals to
the country, or dragging the animal to the food. This didn’t really work well, because I'd accidentally
drag them over the wrong place or I'd accidentally move the food when | was trying to test the game.
That’s when | changed to using clicking and gliding or moving more than dragging.

There were other things | didn’t end up using, like the weather adjuster. Instead, | just used an image
showing information about the biome, because | already had so much stuff in my game that it was
going to be too hard and long to add something else.

These were notes about the different facts for each animal. My mum took notes for each animal’s facts
and | remembered the things | had read about them. This helped because it meant | could plan some
of the stuff when we were talking in bed or on the couch, rather than always having to be sitting at the
computer.



My Sprites

These are all of the sprites in my game. There are so many of them. Lots of them use very similar code
so | could do the code for one, and then | could drag it to copy it to another one and then just make
some small changes.
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Sprites like my animals had different costumes. | did this because it was an easy way to show if they
were happy or sad in their place you chose. If they got fed the right food they also got a satisfied face.
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I made the sprites in Procreate trying to make them look like pixelated versions of themselves. My
mum helped me add the faces afterwards so that the body was the same but the face would change.



My Backdrops
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| had lots of backdrops too and then | had to use the blocks to change them and for different things to
happen when the backgrounds changed. Some of the backgrounds were pictures from the internet.
Others were made on Canva.

Sharing my game

| wanted to share my game with my friends at school and Girl Guides, so | learnt how to make a QR
code on Canva and then | printed off pages to give out to my friends so that they could play the game.
They can scan the code to play the game. It works on the computer and on iPads and phones.

Please scan the QR code to enter my
game, Biome Rescue. Thank you!
From Bonnie
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