QCRATCH

With Scratch, you can program your own interactive stories,
games, and animations — and share your creations with
others in the online community.

Scratch helps people learn to think creatively, reason
systematically, and work collaboratively — essential skills for
life in the 21st century.

Scratch has a simple and easy to use interface. Its design
allows users of all ages and experience levels to create
projects. In order to do this, the program divides the different
parts of Scratch into Palettes and Panes.
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In this activity you will familiarise yourself with with the Scratch interface.
In doing so you will experiment with instructions from the following blocks:

- Motion
» Looks
» Sound

Blocks are puzzle-piece shapes that are used to create code in Scratch.
The blocks connect to each other like a jigsaw puzzle, where each data
type (event, command, reported value, reported boolean, or script end)
has its own shape and a specially shaped slot for it to be inserted into —
this prevents syntax errors. Series of connected blocks are called scripts.
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Activity: We will learn to

W« Animate a sprite

T - Add sound to a script

IEEZ - Use the forever command to create a loop

* Run and Test a script
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Control

Drag a move block into
the Scripts area

Spritel

Sensing

Scripts ‘, ,

Numbers

Variables

move () steps
move () steps

turn & €6 degrees

turn b €5 degrees

Drag out the play drum
and put it under the
move block

play sound meow |until done play drum CER2 for beats

stop all sounds ,,
L

’
’
’
play drum {T}g for beats
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Add another move block,
change the number to -10

move ) steps

play drum CEED for 8 beats Add another drum block,
move @) steps change the number to pick
play drum BEJ for beats a different drum beat
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—

G i Drag out a block
‘move Q1Y steps .
- play drum for beats and place It at the top Of

/"‘ s ——
Space
| when Sp I key pressed move steps

pe— iy drom CT39 for @) bests stack, (this will wrap around
m the other blocks).

forever

[ when Spritel clgcicz /,

ait
r\;al secs 7

7/
P 7/
forever

when clickécr i

Drag out a and put it
on the top of the stack.

— - e -~
[when space | key pressed

s - —_—
[ when Spritel clicked
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Run the script to see if it works

(¢ Click on the green flag to run the script and to make the sprite dance
[
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gdj{l_,‘.\jllﬁj-j (New ] [0pen] (Save] [Save As] [Share!] [Undo] E

Motion Control
Looks Sensing
Sound Numbers

Variables

switch to costume costumezZ s
when ' clicked

forever

move steps

play drum T} for (F) beats

move steps

play drum for beats
=)

change color |effect by g5 '

change color |effect by €5
set color |effect to ()

- Activity 2

Drag out a change colour
effect block and double-click
on the block to see what it
does.
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[ control |
Add a above the change effect block

-

SO (ven ] (open) [save] [save ne ) (shere ] (e} (-r - Run the script again

 Click on the green flag
to make the sprite

dance
e G o  Click on the space bar
forever .
@iev pressed move steps to make the Sprlte
Ps— play drum CTRg for (¥) beats cha nge colour.
[ when Spritel clicked n';oved s for (X3 beat
o T  How can you make the
cat sprite change
forever = - .
( = [when spsce | key pressed colour automatically?

change color |effect by 5

repeat
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Review of progress so far.

In this activity you familiarised yourself with with the Scratch
interface
You experimented with instructions from the following blocks

- Motion
* L 00 kS Motion ' Control
* S oun d Looks Sensing

Sound Numbers

Pen Variables

You created, ran and tested a script
You added actions to a sprite
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Activity 3
We Are Learning To...

LL2 0 * Animate a sprite by switching costumes

IS < Add speech bubbles to a script
« and have a conversation between two sprites

LD« Use a ‘broadcast to ‘call’ another script
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Select a suitable sprite

7)) s )
\

Click to open
sprite

In this example,
from the people
folder, select a
sprite which clearly
e has similar sprites
of the same style.

] ¥y, 2 s e.g. ballerina-a

0K Cancel
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Import Costumes

P— Click on the Costumes tab where
’ you should be able to see your
sprite (ballerina-a).

Click on Import and import the
rest of the (ballerina) costumes
that will make up your animation.
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Click on the Script tab and
add the blocks shown.
What do you think each
block does?
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Making a broadcast (to ‘call’ another script)

[;E)adcast RS EGEN nextsprite
new...

Message nhame:

’Dance ends

0K Cancel
——— IR
—

Spritel

Scripts Y Costumes

-

[ when clicked

repeat
next costume
[:w;it 0.5 L

-3

[;H)adcast dance ends |

Select the Broadcast block
from the Control section and
select New.

Give the broadcast a name.

Attach the Broadcast block
to your script
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Add another sprite

Add a 2" sprite for the
conversation.

The blue border shows you
which sprite you are
working on.
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Controlling the new sprite

We do not want the ‘boy’ to appear
at the start so hide him by using the
script shown.

Something needs to happen for the
boy to appear and do something.

Scripts Costun

- This is called ‘calling’ - in Scratch it
mhen o s is called a broadcast.

i Select Dance Ends from the
dropdown list.

when I receive \ Broadcastl |

chorr Add some commands from the looks

e section (e.g. as shown).
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Run the program

Spritel Sprite3

Scripts r_. r_'

o

‘ when  clicked o

':e—peat when clicked
next costume hide
|v wait ) secs
- J

]Tn;)adcast broadcasti | '
‘ when I receive Broadcastl |

show

say BRI for B secs
PN Thats a cool dance B0 2 EE0E0
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Challenge: How could we get the ballerina to say “Thank
You” (in a speech bubble) after the boy has finished speaking?
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Challenge: How could we get the ballerina to say “Thank
You” (in a speech bubble) after the boy has finished
speaking?

i when clicked

'repeat

hide
next costume
‘wait () secs
| -

:;l;)adcast Broadcastl I

- when I receive Broadcastl |

show

say [FHIEN for 9 secs
PN Thats a cool dance R 2 IEETEE

'broadcast Broadcast2 |

P~

- when I receive Broadcast2 |
VN Thank You

End of Session 1



