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DONKEY KONG

By popular demand, we're coding the 1981 arcade classic, which marked the first-ever
appearance of Mario. Don't let the gorilla get you over a barrel!. You can find the starter file

for this project here.

MARIO

broadcast level start «

MoveType > @) and  velocty = @) then

when I receive level start = play sound Mario Walking + until done

Move Type = o then

point fowards Mario Collider =
stop  other scripts in sprite -

goto Mario Collider ~ switch costume to  die 1

next costume
when | receive |evel start =
switch costume o idle «
forever

set  Animation Frame = o o

set  Animation Frame = fo o



https://scratch.mit.edu/projects/397740492/editor

MARIO (CONT)

when | receive level start =

Move Type = o Animation Frame

switch costume to  idle =

Move Type Animation Frame

switch costume fo  walk! =

Move Type = o Animation Frame

switch costume to walk2 -

Move Type = o Animation Frame

switch costume to  climb =

Move Type = o Animation Frame

switch cosiume fo  cimb1 »

not  Velocity :o then

switch costume to  walk2 -

Activate Windows

Go o Settngs fo act'vate




COLLIDER

when clicked

forever
touching Donkey Kong » 2 touching Bamel« ? or ftouching Ol = ? or touching Fireball » 2 then

broadcast dead -

change Lives + by ()

play sound death + unti done

go to > y:

wait o seconds

broadcast level start -

touching Pauline » ? _then

broadcast win -

broadcast game over +




clicked

set  ghost »  effectto @
go fo xc ¥y
switch backdrop to  backdrop1 =
set Lives » 1o o

set  Velocity = to o

set  Move Type = to o
wait o seconds

forever

set  Move Type » fo o

if touching color f; ‘I ? and key ww pressed? or key upamow - pressed? then

change y by o

sel  Velocity » to o

set  Jumping + fo o
Move Type + to o

key a = pressed? or key Ileftamow = pressed? then

change x by e
set Move Type » to o

key d= pressed? or key rightammow = pressed? then

change x by °
set  Move Type » to o

This huge block of code continues on the next page



COLLIDER (CONT)

key space » pressed? and Jumping = o

set \Velocity = to o
set Jumping + fo °

change Velocity + by m
if not  Velocty > () _ then
change y by o

touching color ? or touchingcolor ( )7 or touching color

set  Jumping + fo o
change y by o

Process Collision

set Velocity » 1o o
else

change y by a

changey by Velocity _
Activate
G0 10 Sett]

5

This huge block of code continues on the next page



COLLIDER (CONT)

define  Process Collision

touching color

not touching color ) touching color ( )2  or touching color

touching color i 7 or  touching color |




BARREL

when | start as a clone

Set Bamrel Color

Start Rolling

define Set Barrel Color

set  Barrel color + to pick random o to m
e > Barrel color then

switch costume to  Bamel2 -

when | receive Create Down Barmrel =

switch costume to  Barrel2 =

set  Barrel Speed = to o
glide o secs to x: @ y:
set  DBarrel Speed * to o

glse

switch costume to  Barmrel =

when | start as a clone
when | receive win +*

forever
delete this clone

touching Oil + 7?7 _ then

o = costume number =

create clone of Fireball = when | receive dead -

delete this clone

delete this clone

touching LefiWall» ? and y position < m

delete this clone



BARREL (CONT)

define Start Rolling

set  Bamel Speed » to o

forever

change y by @

if touching color

change y by @
if pick random o to @ = o then

set  Bamel Speed * to o - Barmrel Speed

repeat until ~ not touching color or  touching color or  touching color )

change y by a

repeat until touching color ? i L ? or  touching color ' ?

change y by e

=
else
change y by @
change x by = Barmrel Speed
not touching color or  touching color ' ' ? touching color ' ? then

change y by e

touching RightWall = 2 _ then

set  Barrel Speed + to e

touching LeftWall » ? _ then

set Barrel Speed + to o

turn (™  Barrel Speed * e degrees

S



PAULINE

when clicked

wix @) v €

switch costume to  stand

repeat until Mario Action = @

switch costume to  stand -

wait o seconds

switch costume to  forwardhop =

wait @ seconds

switch costume to  helpl =

wait @ seconds

when | receive win =

forever

swiich costumeto win =




KONG

when | receive level start « when | receive dead
switch costume to  idle = stop other scripts in sprite «

start sound intro1 =

when | receive win +

stop other scripts in sprite =

ET o seconds
repeat o

switch costume to  leftchestbang » define  Throw Barmrel Down

wait @ seconds

switch costume to  nightchestbang «

switch costume to  pickup

wait @ seconds

switch costume to  throw =

wait @ seconds

S 4

) create clone of Barrel »
wait seconds

broadcast Create Down Barrel =

Throw Barrel Down

wait o seconds

forever

wait o seconds

switch costume to  pickup

wait @ seconds

swiich costume to  throw =

create clone of Barrel «




FIREBALL

when | start as a clone _
when | receive dead =

delete this clone

gotox: y: @

forever

when clicked
repeat @

change y by o fide
J

y position = y position *+ of Mario Collider «

wait | pick random @ to o seconds

when | start as a clone

set  fireball speed v+ to o

forever

repeat pick random o to @

change x by = fireball speed
=1,

touching RighiWall » ? or touching LefiWwall» ? then

set fireballspeed * to fireball speed * o

pick random o o o = o then

set fireball speed =+ to fireball speed * o




GAME LOSE GAME WIN

when clicked when clicked

hide hide

when | receive game over v when | receive win »

show

stop all = play sound win1 +» until done

stop all »




