
Trapped by  
Mona Lisa’s  

Smile



Wow, Paris is 
Beautiful!

There’s no  
time to sightsee! A 
cosmic defender 

has been trapped in 
Mona Lisa’s Smile!

How 
devious!

The stargate 
brought us to 
Paris…Let’s go 
to the Louvre 

Museum!

The 
painting’s in 

there!

*puff puff* 
I should’ve taken 

off this space suit 
before running.

Hold on now. 
We dark minions 
won’t let you in 

so easily! 

Rata! Betrayer! 
I can’t believe 
you’re helping 

the Dark Wizard 
now!

All the art 
in the world 
is mine now!
*Hee hee*

Art is meant  
for sharing. You 
can’t take it all 
for yourself!

Humph! now The 
painting holding 

your friend has been 
cut to bits! Take on My 

challenge and then 
we’ll talk!

4444



Then we’ll add a program that makes 
the Stage play music. The forever 
block is a special kind of command we 
call a loop. Any sound effect or music 
you add here keeps playing again and 
again, so make sure you like how it 
sounds! 

First, let’s import a picture of the Louvre 
Museum as a background to the Stage.

Chapter Focus
Let’s learn how to control 
the flow of a game. You’ll 
see how to keep score 
using variables and control 
the order of the game 
using broadcasts. 

The Game

This game is actually two games in 
one. First, you’ll face Rata’s quiz. 
Then you’ll have to put the Mona 
Lisa back together in a puzzle game. 
If you get the answer wrong three 
times, the game ends and you lose!
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Now we’ll add a new sprite ( ) 
for Rata. He’s called fantasy4 in 
Scratch’s Fantasy folder.

Write program ❶ first. 
This forever loop makes 
Rata float up and down.

For program ❷, go to the Sensing and Looks 
palettes, and use the ask and say blocks. This 
program asks the first question of Rata’s quiz. 
We’ve made it a multiple-choice question, so 
the answer must be A or B.

❶

❷
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If you noticed back in program ❷, 
there’s a command that says broadcast 
question2 if you get the right answer. 
Broadcasts are like big announcements 
to all the programs in your project. 
They’re a great way to connect related 
parts of a game. So let’s try writing two 
more questions as new programs ❸ 
and ❹. These two programs wait for 
broadcasts question2 and question3 to 
start using the when I receive block. 

❸

❹

When the player answers all 
three questions correctly, 
the puzzle broadcast signal 
in program ❹ tells the game 
that the quiz is over and 
the puzzle half of our game 
should now begin.
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Let’s take a closer look. 
First, we’ll display the first 
instruction costume.

Import the sprite Puzzle from the Super 
Scratch folder ( ). This isn’t just a single 
image—it’s a sprite with a bunch of different 
costumes. The sprite’s costumes include the 
instructions for the puzzle game and the 
puzzle itself. The final two costumes in this 
sprite display the winning screen and the 
message that appears when you lose. 
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The next three costumes 
display the game instructions 
and a start screen.

Then we’ll display the four 
parts of the Mona Lisa. These 
costumes display the sequence 
that players have to remember 
to win!

Finally, we have 
two costumes for 
the winning and 
losing screens.
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For this big sprite, we’ll need a lot of programs. Let’s start by 
adding a special kind of command called a variable. Variables 
are good for keeping track of numbers that change during a 
game, like scores, player health, player lives, and more. 

Click Make a variable in the Variables palette, and call it 
Chance. The new Chance variable is how the computer knows 
how many times the player gets another chance to solve the 
puzzle before losing.

Now for the programs themselves. 
Add scripts ❶ and ❷. Script ❶ just 
hides our variable Chance during the 
quiz part of the game. Next, script ❷ 
determines how the Puzzle sprite should 
change costumes—just as described on 
pages 48–49.

❶

❷
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Then we’ll add four 
different scripts: one 
for each right answer to 
the puzzle. If the player 
presses the wrong arrow, 
the sprite changes its 
costume and a broadcast 
called wrong is broadcast. 
We’ll use this broadcast 
to control the Chance 
variable.

Notice how the broadcast 
named 1 at the end of 
script ❸ starts script ❹. 
Likewise, script ❺ starts only 
when I receive 3, which is 
broadcast by script ❹ when 
the player presses the correct 
arrow. With all of the correct 
arrows pressed in script ❻, 
we signal a new broadcast 
called win.

❸ ❹

❺ ❻
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Can you use the ask block and broadcasts to create 
a personality test? How about a flash-card game to 
learn words in a new language? Give it a try!

Scratchy’s Challenge!!

Finally, add three more programs to the 
Puzzle. Program ❼ subtracts 1 from the 
Chance variable any time it receives the wrong 
broadcast. Programs ❽ and ❾ control when 
the winning and losing screens appear. 

That’s it! Remember to save your 
project (File > Save) before giving 
the game a try. Let’s see if you can 
win this!

❽

❼

❾
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