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It's a Dog's Life 
The dog has three things that are measured: Weight, 

Fitness and Happiness. These start out with a value of 

50, and decrease every second. If any of these three 

values gets to zero your dog dies. If its weight goes 

above 100 it also dies.  

You can do three things to the dog: Feed, Pet and Walk. 

The following table shows how these change the 

weight, fitness and happiness: 

 Weight Fitness Happiness 

Walk -1 +1  

Pet   +1 

Feed +1   

 

You must keep your dog alive as long as possible! 

To implement this game: 

 Run Scratch and delete the "Cat" sprite. 

Add Variables 

You need to add the following variables to your project 

Fitness, Happiness, Weight. To do this, repeat this 

instruction for each of the three variables: 

 Select Variables in the top left. 

 Click Make variable. 

 Enter the variable name (e.g. "Fitness") and 

clcik OK. 

The variables should look like this: 

 

The Engine 
You will now create the code that will implement the 

"engine" that works out the dog's state of fitness, 

happiness and weight: 

 Select the Stage. 

 Add a when I receive block, select the down 

arrow and select new... 

 

 Enter Walk for "Message name" and click OK. 

 Add a change block from "Variables" to 

decrease "Weight" by 1. 

 Add a change block from "Variables" to increase 

"Fitness" by 1: 
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 Repeat this to create a new message called Pet 

and add this change block: 

 

 Repeat this again to create a message called 

Feed and add this change block: 

 

You should now add a forever block that will work out 

the new values for "Fitness", "Happiness" and "Weight" 

every second: 

 

Here's some help with writing this long block: The 

complex bits here are creating the "if" block. To do this: 

 Add an If / Else block: 

 

 Add a > operator to the "if" part: 

 

 Drag a variable, e.g. Fitness from the "variables" 

section into the first space in the > operator: 

 

 

 Enter 50 for the second box in the > operator: 

 

 You will need to add a new broadcast message 

called "Died" as well: 
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 The if/else block for Weight is a little different 

as it uses an and block. Start by adding the and: 

 

 Then use a < operator and a > operator: 

 

 Now fill in the blocks as shown above. 

The Dog Sprite 
 Choose to add a new sprite by clicking this 

button: 

 

 Select sprite dot1-a under "Animals". 

 

 Add a new costume for this sprite. Click 

Costumes and click Import. 

 

 Select ghost1 under "Fantasy". 

 

 Add this block for the dog spite: 

 

 Notice that the "set size to" block uses a * 

operator to multiple the Weight variable by 2. 

 Add these other blocks to the dot sprite: 
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Dog bowl Sprite 
 Now add a feeding bowl sprite. The sprite is 

cheesy-puffs under "Things". 

 Add the following code block: 

 

Other things to try 
Now you have the game working, you might try 

changing it to: 

1. Make sure that walking the dog does not go off 

the screen. 

2. Can you pet the dog by clicking him/her? 

3. How would you add a "sleep" state when the 

dog is asleep (can you feed/pet/walk a sleeping 

dog?)  

 

 

 

 

 


