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This project follows on from the "Dog's Life" game 

created for Scratch. Here you will add some extra 

functions. 

How long does your dog live? 
You will now add some code to display how long your 

dog has been alive.  

 Make sure you select the Stage. 

You will now add a new variable called Timer. To do 

this: 

 Select the Variables code block section (the 

orange one). 

 Click Make a variable. 

 

 Enter Lifetime for the "Variable name" and click 

OK. 

Code blocks will be added to use the Scratch Timer. To 

do this you will need to reset the timer, and set the 

timer value into your variable "Lifetime". 

Your code will be added to the stage, not the dog sprite. 

 Select the Sensing code block section (blue). 

 Put a Reset Timer block at the top of the green 

flag block for the stage.  

 

Note: You should already have the "Green flag" block. 

 Select the Variables code block section 

(orange).  

 Add a Set variable code block under "forever" 

code block. Select the Lifetime variable in this 

code block: 

 

The Lifetime variable will be set to have the value "0". 

However, we want to set the value to the current value 

of the timer: 

 Select the Sensing code block section (blue). 

 Drag the Timer variable to replace "0" in the 

"set" block for "LifeTime": 

 

You can now run your game. You will notice that the 

"Lifetime" variable will record how long your dog is alive 

for in seconds. If the dog dies, the Lifetimer variable will 

show how long the dog lived for: 
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You will notice Lifetime shows the time in seconds and 

tenth of a second, but the tenths do not change like a 

stop watch. You can change the code to just display 

seconds: 

 Remove the blue "timer" block from the set 

lifetime block: 

 

 Select the Operators code block section (green). 

 Add a round code block into the set lifetime 

block: 

 

 Select the Sensing code block section (blue). 

 Drag the Timer variable to replace "0" in the 

"round" block you just added: 

 

You should now see the time being displayed in 

seconds: 

 

How long does your dog live for if you don't pet, walk or 

feed it? 

Bring the dog to feed 
At the moment, you feed the dog by pressing the space 

bar. You will now feed the dog by walking to towards 

the bowl. When the dog is close to the bowl it will feed. 

First, you will need to add "when" statements for when 

the up and down arrows are pressed. The code blocks 

for these are the same as for the left and right arrows. 

 Select the dog sprite and click the scripts. 

 right-click the "when left arrow" block and 

select duplicate: 
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 Click to place the copy of the code block in the 

"Scripts" section for the dog sprite. 

 Change the "left arrow" selection to "up arrow". 

 Repeat this to create a code block for "down 

arrow". You should have added these two code 

blocks: 

 

 Remove the "change x" blocks for "up arrow" 

and "down arrow" and add change y by blocks 

with the values shown below: 

 

Test that you can now walk the dog up and down as 

well as left and right. 

You will now make changes to the code blocks for the 

stage: 

 Select the stage. 

 Delete this code block: 

 

 

 

 

 Add a "broadcast feed" code block to the "when 

I receive walk" block: 

 

Now you will add code to the dog spite: 

 Select the dog sprite and the "Scripts" tab. 

 Add this new code block: 

 

 Add a < operator to the if block: 

 

 Add a distance to block from the "sensing" 

section (blue) to the first box in the "<" 

operator. Select the name of the cheezy-puffs 

bowl (in this case, it's "Sprite2": 

 

 Enter the value "50" into the second white box: 
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 Increase the weight by 20 fed and move the dog 

to the center of the stage by adding a change 

code block as follows: 

 

This code finds out how close the dog is to the bowl. If 

the distance is less than 50 the dog is fed. 

 Try running the game. Is it too difficult? How 

can you make it more easy? 

So you can check your code, here's all the code for the 

dog sprite: 

 

And for the stage: 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 


