
Custom stamping game scores with costume numbers

 Keeping Score
Add style to game score displays with stamp blocks and costumes.  

By Michael Badger

As you add the number 
costumes to your sprite, keep 
one rule in mind: Do not 
name your costumes according to the num-
ber they represent by typing the digit. For ex-
ample, don’t name your first costume 1, your 
second costume 2, and so on. When Scratch 
tries to match a costume via a variable, it 
will first attempt to match the costume by 
name. If no costume matches the name, 
Scratch will next attempt to match the posi-
tion number.

I avoid this possible problem by spelling 
out the number when I name the costume. 
For example, my costumes are named one, 
two, three, and so on. This lets me identify 
the costumes in an appropriate, readable 
way while avoiding unintended problems 
when matching the correct costume in my 
script.

Counting Down
To begin, I’ll write a simple script to initiate a 
countdown (Figure 1). You might use this 
when you want to show a short countdown 
to a rocket launch or display instructions be-
fore your game starts. I’ll draw your atten-
tion to the switch to costume() blocks that 

Working with variables 
is a common task in 
Scratch, but do you 
ever get tired of the 

orange stage monitors (also known as 
watchers)? Although watchers can change 
their basic display style and be positioned 
on the stage, they’re still relatively bland, 
and they’re always on an orange back-
ground. I’m going to walk through a script 
that demonstrates how you can use the 
stamp block and costumes to add style to 
your game score displays.

ADDing A number Sprite 
with CoStumeS
The first task is to create a sprite with 10 
costumes. Each costume should represent a 
number 0 through 9. You can click Import 
under the Costumes tab to import a costume 
into an existing sprite and browse to the 
Letters folder to find a number in one of the 
available fonts. 

You can also draw the costumes yourself 
using the Paint Editor (click Paint), but don’t 
forget to remove any costumes that do not 
represent a number.

Sequentially sort the costumes so that they 
start with number one and end with zero in 
the 10th position. The scripts I use in these 
examples will rely on the costume number 
(its position in the list) to display the correct 
value on the screen.

Michael Badger wrote the Scratch 
1.4 and 2.0 Beginner’s Guide 
series from Packt Publishing. 
Learn more at scratchguide.  com
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are being used. The first block is selecting 
the block with the name six. By default, the 
switch to costume() block includes the 
names of each costume assigned to the sprite 
in a drop-down menu, so if you’re selecting 
the costume by name, it’s hard to make a 
mistake.

The switch to costume() block inside the 
repeat(5) block performs a calculation to 
count down through the numbered cos-
tumes. It’s this calculation that clearly dem-
onstrates how to select a costume by num-
ber. As long as you have the costumes sorted 
correctly, this script will visually count down 
from five.

This simple script demonstrates that cos-
tumes can work with either a number or a 
name value and shows the limitation of dis-
playing numbers using costumes only. You’re 
limited to representing single digits, unless 
you create more costumes to represent a 
wider range of numbers – which could be-
come difficult to manage. In the next section, 
I take the numbered costumes I created and 
show you how to display a number of any 
length using the 10 costumes and the stamp 
block to display the score of a game.

StAmping the SCore
Figure 2 shows two scripts to display the 
number value in a variable, which in this 
case I’m calling Score. This script could plug 
in to any existing game you have and add 
some style to the plain variable display com-
monly used.

The stack that starts with the when <green 
flag> clicked block is being used as a ran-
dom score generator and will help you create 
values to test the script before you add it to 
an existing project. The key point is that the 
Show Score script is called via a broadcast 
message when you want to display the score. 

This allows you to synchronize the score dis-
play to some event in the game, be it at the 
end of the game, between levels, or as often 
as you’d like. If you have a fast-action game 
with a lot of quick score updates, it might be 
possible that the variable will update quicker 
than your Show Score script can display the 
changes with the broadcast() and wait 
blocks.

As the Show Score script shows, you need 
two variables to make this work. The Score 
variable holds the number you want to dis-
play, and the digit variable identifies each 
place value in the Score variable so that 
the script can identify each digit of the 
number.

The Score variable has the potential to 
change continually, so it helps to have a way 
to always know the exact length of the num-
ber inside the variable. The length 
of(Score) block reports a number value that 
identifies how many digits are in Score. For 
example, if Score contains the number 10, 
then its length is 2. If Score contains the 
number 4324, then its length is 4.

However, it’s the repeat block that makes 
this script flexible enough to handle any size 
number. By using 10 costumes and the 
repeat(length of(Score)) control, you never 
have to think about how many digits your 
number has. The script always knows.

Each time the script loops through the 
Score variable, it calculates the appropriate 
costume to use by evaluating the letter() 

Figure 1: Two ways to select a costume in Scratch: by 

name and by number.

Figure 2: Using the stamp tool and costumes to dis-

play a custom-styled number on the screen.
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question. The script doesn’t actually know 
it’s selecting a number. It just displays and 
stamps the image it finds on any given cos-
tume. In my previous example, I used 5 as a 
Score to select the fifth costume. If the fifth 
costume was a picture of a chicken, that’s 
what would have displayed.

Also the letter() of() block can work 
with any text values, not only numbers. If I 
was writing a script to stamp out a word, I 
might create a sprite with 26 costumes to 
represent each letter of the English alphabet. 
How I name the variable gives some context 
to what I’m trying to do, so digit and Score 
provide that insight.

StAmp AnD CleAr
After you get the logic in place to select the 
right costume, the stamp block will create an 
image of the costume on the stage. The hide 
block in the script is important because as 
the script runs and evaluates the numbers in 
the Score variable, the sprite (and its cos-
tumes) are changing position on the stage. 
After the image stamps on screen, the sprite 
moves 66 pixels to the right. 

If you do not hide the sprite, then you will 
always end up with one too many numbers 
visible on the stage and the last number will 
repeat because you will have the stamped 
images and the actual sprite. 

Feel free to test this out. Try replacing the 
hide block with a show block and see what 
happens.

The stamp block is a great way to create a 
pattern that is either clear (as in a number) 
or random in nature. You could perform 
some graphical effect on the costume before 
stamping its image. The limitation in Scratch 
1.4 is that you cannot interact with the 
stamped images, which means that after the 
script stamps, that image is in place until the 
clear block runs.

The clear block will remove all the pen ef-
fects, including all the stamps, at one time.

poSitioning the  
StAmpeD imAgeS
My sample script is starting in the center of 
the stage, but if you’re displaying the score 
during the game, that won’t be a good loca-
tion. The size may also be off. A bit of trial 
and error will get the stamps positioned and 
sized appropriately.

I will leave you with a challenge. If you 
wanted to center the number on the stage 
based on how long the number is in Score, 
how would you script that?

Happy Scratchin’.  ● ● ●

of() block. Walking through an example, as-
sume Score is 5. When the script runs, the 
digit value is set to 1 to represent the start-
ing number. Before the switch to costume() 
block can identify the correct costume, it 
evaluates letter(digit) of(Score) to find 
which number occupies the first place in 
Score. The answer is 5; therefore, the block 
becomes switch to costume(5) and displays 
costume number 5.

Selecting costumes in this manner is not 
an obvious Scratch 1.4 feature. Remember 
how I started out with an explanation of 
Scratch’s matching rules when I was naming 
the costumes? Scratch first looks for a cos-
tume named 5 and if it does not find one by 
that name, it will select the fifth costume. If 
there is no fifth costume, it will select the last 
costume listed in the Costumes tab for the 

sprite. If you set up the costumes cor-
rectly, my example will stamp 

the number 5 costume onto 
the screen.

At then end of the 
loop, the digit vari-
able increases by 
one, but its only 
role is to select the 
next position value 

in Score, if the loop 
runs one more time. 

The repeat() block 
keeps track of how many 

times it has run and will con-
tinue to run as long as the repeat 

value is less than the length of the Score 
variable. If you want to stamp an ever-chang-
ing score continually, the same script will 
work using a broadcast message. Send the 
broadcast each time you want to update the 
score display.

beyonD numberS
I suspect at this point you 

might be wondering if this 
only applies to num-

bers. That’s a 
good 
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