

Lesson 1 – Introduction to Scratch
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There are 4 sections on your screen: Tools, Code, Preview and Sprites.
All of your available code blocks are available in the Tools screen. You may drag these blocks over to your code screen in order to perform a series of actions or operations. 
Let’s start by animating your sprite. We’ll have it walk across the screen. You may use the cat sprite that’s already there, create your own, or import from the existing costumes folder. 
First, we’ll add this sequence:
[image: ]
What happens when you click on the green flag? And again?
Let’s put a “forever” control around those actions.  Go ahead and detach the move and wait blocks. Drag over the forever block and then insert the other two into the forever block. The actions that you want to occur forever need to be placed INSIDE the block. Makes sense, right?
[image: ]
Preview your project by clicking the green flag. Your sprite should be inching along to the right side of the screen. After it stops, drag your sprite back to the left hand side of the preview panel. 
Let’s add another “costume” to your sprite. The new costume should be like the original, but simulate a running or moving motion. If you’re using the default cat, the 2nd costume should be there already. 
[image: C:\Users\twang\AppData\Local\Temp\SNAGHTML2690acad.PNG]
Add these following steps:
[image: ]
Make sure your sprite is at the left hand side of your preview screen and click the green flag. Does your sprite now walk across the screen?
Great. Now your sprite is walking across the screen.  But it gets stuck at the right hand side.  
Let’s add this “if on edge, bounce” motion control to force it to turn around. Make sure the “only face left and right” setting is clicked on the upper left hand side of your code screen.
[image: ]
Go ahead and click the green flag. Your sprite should be pacing back and forth across the screen without getting stuck and without stopping. 
Let’s make the sprite stop and say something when it hits the edge. Go to the control blocks and drag over an if-statement. Select touching “edge” for the sensing block and add it to the conditional of the if statement. Also, stick the say Ow! in there. What this means is that if your “if statement” evaluates to true (that the sprite IS touching the edge) then it will say Ow!  
[image: ]
Else, it should continue along its merry way walking. 
[image: ]

1. Add another if-statement that prompts your sprite to ask “What’s my name?” when you place your mouse over  it. Hint: You will use the “touching” block again. Check the “answer” block to show your responses. The answer should update every time you type in a new name.
[image: ]
2. Make your sprite say “Ow! Hi, I’m [name]” when it hits the edge. It already says “Ow!”, so all you need to do is add the name. Hint: create a variable called “Greeting”. Select “For this sprite only” and store your “answer” in this Greeting variable. Then, use this variable in place of your previous “Ow!”
[image: ]
[image: ]

3. Modify your sprite to ask a question and check the answer on mousing over. Currently, it asks your name. You may pick a new question and answer. Use an if-else statement to determine what you want to do if the answer is correct or incorrect. Use an = operator to check whether or not the answer is correct.
4. Look at the Sprite section of your environment (bottom left). Click on stage and create a stage for your new animation.
5. [bookmark: _GoBack]Add a new dancing sprite (don’t delete your first one). Import or draw your own new sprite. Make sure you have enough costumes to show off plenty of dance moves. There are some blocks we haven’t touched yet, such as sound that may help. Perhaps it can shout out some dance moves with the “say” block too!
6. Play around in the environment, test out the different blocks and be creative!
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