
Penalty Kick  
in Ipanema



According to the 
Secret Manual, 
the virus came 
from Ipanema!

That’s the famous 
Ipanema beach in 
Rio de Janeiro, 

Brazil!

Eek! Do I 
have to 
wear a 

swimsuit?

Rio de 
Janeiro

I can feel a 
Cosmic Defender 

nearby!

Wow…but 
everyone’s 

frozen!

Not everyone… 
I can hear a 

squeaking noise 
from far away!

Gobo! Fabu! 
I’m trapped in 
this goalpost!

Hang in 
there, Pele… 
what are we 

going to do?

If you  
want to beat a 
goalpost, then 
you’ll have to 
use a soccer 

ball!

Let me take 
on the 

challenge 
this time!
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Chapter Focus
Learn how to program a 
soccer game with a targeting 
system, several related rules, 
interactive sound effects, and  
a vivid, animated background!

The Game
Shoot penalty kicks and 
avoid the moving goalie. 
You’ll win the game if you 
manage to score five out of 
eight tries!

Here’s a look at the final game. 
We’ll need to create a targeting 
system that will move over 
the goal. When you press the 
spacebar, you’ll kick the ball 
where the bull’s-eye is. But 
watch out—the goalkeeper 
will dive every time you kick 
the ball!

To start, let’s draw or import a 
background of Rio de Janeiro. 

All the sprites we need for this 
game are in the Super Scratch 
folder. You can also import 
the blank file Rio-Shootout, 
which has all our sprites but 
no programming yet. 

rio Shoot-out

Bull’s-eye
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If there’s a beach, there must be 
some waves! So we’ll add a Wave 
sprite, too.

Create a sprite 
for the clouds, and 
program it to float 
up and down. This 
will make the back-
ground livelier!
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Then we can add our 
Goalpost sprite and 
write a program to 
set its position in the 
center of the field.

Since waves move up and down 
as well, their programming will be 
similar to the script for the clouds. 
Here’s a little trick: First, select your 
Cloud sprite from the Sprite List, 
and drag its program to the picture 
icon of the Wave sprite in the Sprite 
List. Wait until a gray box appears, 
and then release your mouse. Now 
you’ve copied the programming for 
the Cloud sprite to the Wave sprite!

We can also change the Wave’s 
script to make it move faster and 
more frequently than our clouds.
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The goal’s net has its own sprite. 
Add it to the project, and then 
create this short program to set 
its position. 

Now is a good time to test your program to 
make sure everything appears where you 
want it to. Try clicking . If your clouds 
float, the waves lap against the beach, and 
your goal and net are in the right place, let’s 
move on to programming the game itself.

Add this bull’s-eye, which 
shows where Mitch will kick 
the ball.
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Program ❶ will make 
the bull’s-eye zigzag 
across the goal.

For program ❷, add these two set commands 
from the Variables palette in a forever loop. 
We’ll use these variables to determine where 
the ball goes after Mitch kicks it. You’ll need to 
create X and Y in the Variables palette.

Tip: Since our player doesn’t need this infor-
mation, we can hide the variables from being 
displayed on the screen by deselecting them in 
the Variables palette.

Then add in programs ❸ and ❹ 
to the Bullseye sprite. Program ❸ 
makes the bull’s-eye continuously 
change color. Program ❹ makes 
the bull’s-eye disappear when it 
receives the shoot broadcast. 
Now when Mitch kicks the ball, 
the bull’s-eye will disappear.

❶

❷

❸

❹
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To make this game even more fun, 
we gave Pele the Keeper two costumes. 
That means we can program a simple 
animation by switching costumes.

We’ll write two programs for Pele. Program ❶ sets 
his size, costume, and starting position and then 
animates him using the next costume command in 
a forever loop. 

When he receives the Shoot broadcast in program ❷, 
he’ll “dive” to a random spot in the goal to try to stop 
the ball! The pick random blocks are in the Operators 
palette—just drag two right into the glide block.

❶

❷
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Now we’ll move on to program the 
game’s most important feature—
the ball.

First, create a Ball sprite. 
Then add some sound effects 
in the Sounds tab.

Next, write program ❶ to set its starting 
position and size, and then play the Whistle 
sound. 

Tip: The first two blocks (go to front and 
go back 1 layers) adjust the layer value 
so the Ball will appear in front of the Net, 
Stage, and other sprites in the game.

❶
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Program ❺ is quite special. First, it makes the ball 
glide to our variables X and Y. (Just drag them from 
the Variables palette right into the glide block.) 
The two if loops contain the game’s program for 
scoring. It broadcasts either Goal or Miss, depending 
on whether or not the ball touches Pele. 

By creating variables for Ball and 
Score, you can keep track of how 
many times the player has kicked 
the ball and how many times he has 
scored a point. Program ❷ sets the 
starting values for these variables. 

Program ❸ will broadcast Shoot 
whenever the spacebar is pressed. 
Notice how there’s an if loop that 
uses a not block from the Operators 
palette to make sure the player isn’t 
out of balls (Ball > 0) and hasn’t won 
the game (Score = 5).

Program ❹ is a neat animation trick. 
It makes the ball shrink into the dis-
tance by using a negative value (-2) in 
the change size by block.

❷

❸

❹

❺
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You’ll score a goal if you 
manage to sneak the ball 
by our goalkeeper Pele!
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Now let’s add some more programs to 
the Ball. In programs ❻ and ❼, we’ll 
determine what happens after a Goal or 
Miss. Program ❻ will change the Score 
by 1, while program ❼ will change it by 
0. Whether the player scores or not, the 
ball returns to its original position after 
1 second.

Programs ❽, ❾, and 
❿ add sound effects 
for fun.

❻

❼

❽

❾

❿

⓭

⓬

⓫

Next, we set the rules for winning 
and losing the game. Program ⓫ 
will broadcast Won when the Score 
variable reaches 5. Programs ⓬ 
and ⓭ will broadcast Lose after 
all the player’s chances are up; 
that is, when Ball = 0. (Without 
program ⓭, the player can still 
lose even if he scores with his 
last ball.)
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Then we add these three programs to 
show the costumes at the right time. 
Script ❶ shows the Start costume 
so the player has instructions at the 
start of the game. The Won broadcast 
will make costume Won appear in 
script ❷, and the same happens for 
the Lost costume and Lost broadcast in 
script ❸. The stop all block at the end 
of scripts ❷ and ❸ will stop the game. 

Finally, add a Banner sprite with three 
costumes for the game instructions 
(Start), the winning screen (Won), and 
the losing screen (Lost). 

❶

❷

❸
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Can you transform this into a shooting gallery game 
at an amusement park? How about making Pele a 
better goalkeeper? Give it a try!

Scratchy’s Challenge!!

Don’t forget to save your game before you take 
on the challenge to show off your soccer skills! 
Remember: Press the spacebar to kick the ball. 
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