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Basic concepts

· Drawing

· Variables

· Ask and answer

· Say/speech

· Broadcast

1. Draw the 8 ball. 

Go to Paint New Sprite. Use the circle tool. Make sure the big circle is filled in and the color you want.

Cut out the center with another circle. The smaller circle should be white.

Name the sprite.

2. Make the Number 8.

Paint New Sprite. Use the text tool. Make it the size and color you want.

Name the sprite.
3. Fix the cat.

The cat is already there. Go to Costumes and Edit. Erase the cat’s body with the eraser tool. 

Delete the second cat costume. 

Name the sprite.

4. Make it all fit together. 

You might have to tinker around with the shrink and grow buttons. Position all three sprites where you want them to be.

5. Background.

Click on Stage. Then go to Import. You can pick from the Scratch files OR you can draw a background. Let’s just use an imported file for now. Then delete the blank one.

6. Variable.

Go to Variables, on the top left.

Click on Make a Variable. Call it RandomNo.

Uncheck the box to hide it.

Leave this for now.

7. Cat Script, part 1

Click on the Cat icon. Then go to Scripts.

You want the Cat to be shown when the green flag is clicked. Make sure it’s on the top layer—attach Go to Front.
You want everything to start when the user clicks on the Cat.
First, set the variable. Go to Variables. We’ll set it to something random, depending on how many answers you have. Let’s start with 5. You can get the Pick Random block from Operators. Insert 1 and 5.
To ask the user to ask a question, go to Sensing and drag out an Ask and Wait block. Insert your question in the space. You can say, Ask a yes or no question. This way, the user will be prompted to enter a question that the Magic 8 Ball can answer.

After that, we’ll hide the Cat so that the 8 can appear.

After the Cat hides, we’ll send out a Broadcast to show the 8. You’ll have to create a new Broadcast.

While the 8 is showing, the Magic 8 Ball is thinking. Let’s play a sound to represent that. Go to Sounds and Import. Select Bubbles from Effects. You can delete the Meow.

Pull out the Play Bubbles Until Done block. 

Then add Broadcast Hide 8. You’ll need to create a new Broadcast for Hide 8.
The scripts should look like this.
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8. Number 8 Script

Click on the 8 sprite and create some scripts.

When the program starts, you’ll want the 8 to be hidden. Attach Hide to When Green Flag Clicked.
Now you need to have something on the receiving end of your broadcasts from the Cat scripts. Create these two scripts:
When I Receive Show 8(Show

When I Receive Hide 8(Hide

Then you’re done with this sprite.

The scripts should look like this.
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9. Cat Script, part 2

Now it’s time to create the messages the Magic 8 Ball generates. You’ll use the Variable now. Go back to the Cat sprite scripts.
Drag out When I Receive Hide 8.
Attach an If block. Go to Operators and select the = block. In the first space in the = block, put a block for the Variable RandomNo. In the second, put one. 

Then, in the middle of the If block, attach a Say for 2 seconds block. You can chose what it says—Yes, no, etc. 

Repeat this four more times. Be sure to change the number the variable equals. Since the variable equals a random number between one and five, you’ll need numbers one through five. And you’ll need five different messages. 

The scripts should look like this.
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Now you’re done! Spice up your Magic 8 Ball now, adding sound, changing colors, more messages, or anything else you can think of!
Note: The idea for this Magic 8 Ball came from Scratch Programming for Teens by Jerry Lee Ford. 
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