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Scratch Guide 
 

Step one - Labyrinth Game 
 
TEAM WORK 

 Challenges of the Labyrinth Game 
You have to draw a labyrinth, place a sprite (ball, cat,…) and establish a 
“beginning” and an “end”. Program it to move the sprite around 
through the maze from the beginning until the end, whenever the 
player press on the arrow keys on the keyboard (left arrow, right 
arrow, up arrow, down arrow).  Notice the sprite can’t go through the 
walls even if you try.  
Program the game to start when you click on the green flag. The sprite 
have to always start at the beginning of the maze when the program 
first starts up. The goal of the game is to get to the very end of the 
maze. So, you have to add some code to provide the end of the game. 
For example, if the sprite touch the “end” then will appear a message 
from the sprite, like “I won”. After that, the game stops (“stop all”). 
 
More code: 
In addition, you might want to add some more code, for example, to 
animate the sprite with two different costumes (“switch costume to”) 
to get a walking animation or to get an end animation. 

     
 
Be creative!  
Let’s Start! We wish you a happy game  
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EXAMPLE 1 
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EXAMPLE 2 
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Basic commands and actions for the game 
 
1-Stage: Draw a background labyrinth by painting a new sprite  

 
2-Sprite:  

 Choose a sprite from library and adjust the size to fit through the way of 
the labyrinth. 

 When we click the green flag the sprite will move to the start of the 
labyrinth 

 
 Choose a “forever block” and make a condition: 
If this key (right arrow) is pressed the sprite will move 10 pixels to the right 

 
 If the sprite touch the color 

labyrinth wall you must cancel out 
whatever movement it just made.  
You have to choose a counteract 
condition by moving back 10 pixels 
to the right (“-10”).  
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 All together 

 
 
 

 You will need this for each 
direction.  

 Select duplicate by right-
clicking on the top of “if 
block” and change this to 
“left arrow”. 

 Notice you have to change 
X of it coordinate and 
change to Y coordinate for 
the “down arrow” and “up 
arrow” direction.   

 Use negative or positive 
numbers to change the 
direction. 
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3-Animation 

 
- If you want to have an animation of a walking cat you must add an 
animation by switching the costumes (“next costumes”).  
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4- Final Message 
- You have to code the ball or “the End” with a sensing category “wait until 
touching” the sprite. The message will be send to the sprite (in this example, 
a cat).    

 
- If the sprite is touching the ball or “the End” then we will just have the sprite 
say “I won” or  “I get the ball” or whatever you want ! 

 
 
5- Stop the game 
- Add a “stop all” command to finish the game. 
6- Be creative 
- Fell free to add some more code to your team project! 
7- Final 

Let’s go and test your program out!  
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Scratch Guide 
 

Step 2 - Labyrinth Game 
Questions & Answers 

TEAM WORK 
 

Questions & Answers of Braga 
 
Add to your Labyrinth game more code. 
First, you might upload three images of Braga to your program. Put the 
images on the way of your labyrinth. Program your game to ask a 
question of Monuments of Braga when the sprite touch the image 
(“What monument is this?”). Check if the answer is correct. If it is 
correct, the player gains 5 points. But if it isn’t the player don’t receive 
points and the game shows the right answer (“Sorry, this monument 
is…”). Then, the image disappear and the sprite continues walking to 
reach the end.  
 
More code: 
In addition, you might want to add a last message “I won … points”. 
 
Go ahead and finish your game!! 

 

Basic commands and actions for the Questions & Answers 
 
1- Create a variable “Score” 
- In menu data category click on “Make a Variable” and call this variable 
“Score” (choose “for all sprites”). 
- Equal the score to zero at the beginning of the game. 
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2- Upload 3 images:   
- Upload the sprite images from 
your computer and place them on 
the maze. 
- Program the sprite image: 
When the cat touches the image a 
message is sent to the sprite. 

 
 
3- Program the sprite which receives the 
message  
- Use this blocks to build the command.  
If the answer is correct the player gains 5 
points, else, sent a message like “Sorry, this 
monument is…”. 
 
 
 
 



Clube de Programação e Robótica da Sanches  Pag.11 

 
- Increase the score by 5 using the command “change score” 
- You need to duplicate these commands for all images. 

 
 
4- Hide the image 
- Final, make the image disappear from stage. 

 
 
5- Be creative 
- Fell free to add some more code to your team project! 
 
6- Final 

Let’s go and test your program out!  
 


