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SCRATCH

)

Scratch A ollasl 12 (Aol A2l 1AL SUSoL AYELA B A Us AN
Aoyt Boe3U A SUSaL eudl & ¥ Yallollal (32t alldizl, RUA
Ual AAN2U cailaiclloll {3l W B,

Scratch http://Scratch.mit.edu U2 H$cl
SIGaAlS HIe Guasd B, AsaR WBAU SIGalcls
US WA dHIR YFs2 slolldadl HIE Bo2Ral2
AWsAUA %32 o1l

NEP 2020 AedA ¥ gl [Qetal oA 2020 2icdld WReL s Ul ¢all
Wnsl Aol [@Qetsl ol ul Usiell AseAR ofl AHxAl Rlag a3 va 33l
ot ollnsl BAU AgedRel Heedl St 2llvll Axl wot ARl A Gualal
53l A5 B.

W Aol GUAIL 51Ol 531 A% ? (Who can use Scratch?)

Scratch Wi 53lal 8 &l 16 coll clauatl AASL 1R (SL8at sl il
0, URq doll GUAIL dHIH GHRall ASL 53 B. ALl AlSL URAHL, AWML,
AUSIAAHL, YReASIAAHL Al AYELA S0l UR U5 slollcll 8l B.

(QenellRA dxiH R (wals auouell 51 Yull) Mal dAMH AWBIRAHI

(BH 3 olQlct, slegeR, [Qsllot, ML, sAL, WHIEBS we2uL) Scratch WA 2ull
e V. doll U (2lats el ULl Gudsd B.

Scratch Hsc 8. Ml 2uoy, uR waal ol saial Scratch ol Gullol
scl HIZ dAHR AlAfe™oll %32 atedl. Scratch 70 Yl Ay GUNMIRAHL GUcsy
8. 5112122 Ul 51 scllell aiMcl A ol MUl ARl As
HecyEl oL 8. 2R AlSl Scratch HU 8IS sRclle] AW B, R Al AHRURA
Gictal, UBse [Balgal sl ol (AURlN AUR scl HER USR]
e Uil (W 8.
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WA UL fatdM ¥3R&AA (Minimum requirement for Scratch)

32U, AUlU Ual 2ode UR Hl2leldlell ddHlel Aot olGaiui
Scratch AULAA. X HOUSA Slot UR UlBse ALES A5 €9\, Scratch WAAX2Lot
dHal Bo2Rale saAs2et (Aol WBs2U oloticlalloll HRl WA B, AR dMIRU
GUSW M2 Scratch AolUBe AHAAl AU @R UYL Scratch AAAZot
SIGatcls 831 sl .

WA Yu Sl

- @~ Fie Edt 9 Tuorals | Untitled2 Share () SeeProject Page

point owards  mouse-pointer v

- @v File  Edit ! Tutorials Untitled-6 Share €) SeeProjectPage

= Code & Costumes o Souncs \
Code
10" 51

Sounds

Costumes
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¥ AUall Yo SlS( Basic Code of Scratch )
WAHL Al sal 1R dal Aol ald 1R yaed sls oA yosol B.
¥y AUall Huy @W ( Elements of Scratch )

1. Programming Palette
YLESe ol 5855 scll AAAL $&cl YLAUH $cll HIS Programming Palette

ol GUADL AU B, dX 89 91 § e 52 A €8 sl sal HIZ YUH
s &lg S,

2. Script
B2 vueal 9 539 WUl 59 A 58 B. €35 U2 B Yol

YLUH scllHl A 9.

3. Sprite
YA YlBseoll SEUSRL AUl Hud WA B,

4. Stage
sll2$oll % B % Wl R B, 22Ul wy sl Ul
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WUl $LAEL ( Benefits of Scratch )

e Scratch SIMRR2ctc (AUR Ma AHRAU & sclloll FANAA Ylllgol
AU B.

lnnsl esollcdl AU siH 52 D,

(QURLA AuAMl Ysalloll 89 Aol AU B,

UlolE Wl FLAEISRSeAl A6 Aol 3% Acl WA B.

Ulgse NalasNeeHi $2A0cl [AsAlacil HEE 52 B,

AHUBS FANAHL YU AlA B,

[Qatsl 12 BU
AHRL ([QausdlRA AHell Wdtell Sozseal aldiA, WERNAA wa U AR 5lS
sal HIZ WU GUAL s31 A3 B, Ul YBuH, ABl UXellcHs IlA
(AR ale], ARt A 510 AUclle] Aa UsA( A s1H s2cllef AW B.
[Qletsl weu (QAu @A (AR Wal a2l UMl WA ASlsd 53| Wl B
BA sl 12 3ol Ala st 52 B2

BAU AW As YalHol Ao ual As Blalclsel AYELA B Ul dlAsl alcdlA,
RHAL U ANt Bl SoeAseal HS2uA AHYL [Qalotll ASL WA WUH
53 A3 O ol AR 531 AX BD. BU BH w8l BA AUA 51U 52 B, Al
U%SallcHs 3l [QulRelled, AeALEl s1H $Rcllo] Wal AARAA I § s:cllq]
AW B. WU A5 (ClotolslsRs UL BAU 51Bcd 2ol gl [(A18et, [@AsRd wa
(RaABA A sReunl el ©. 3B A As YAAA ual :(Aun luialts] cldiaryl

oLy Hl WA QR S1sal el s3lal

Y20l UR YscllMl WA SCRATCH
lual H2etl (A3 [Astufl s .
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| 1. Motion (M12lel) Menu I

“Scratch” MAHPML 2uddl vils HHidl uau Hd  “Motion” H< 9.
“Motion "HefHi WAGL Block alRl “sprite” ol 3lct 53| asty, (2o 2l asta,

Aoll A wal w2l oissl 53 AslA B,

Motion
(Ml2lel)Menu

[ Motion (H]Qlﬂ'l) Menu Blocks ]

L Block “Sprite” o %€l €l %A WASCll
Po (MOVE) $2dl Hi2 Gualld(l 8. 3l BlockHl
WAL wRUHL “Step” ol Avaul cvauell
“Sprite” d UMIA WA B.

Ul Block “Sprite” ol aHR(l iy (uslane(l
steloll (ouMl) $Rdcl W2 GuA( 8.
BlockHl HUAl wsUHUl “Degree” ol Avaul
vt el “sprite” A UHIAL $2 B,

turn C* e degrees

3L Block “Sprite” o stoll ey (edlanedl
stelell (Q3tat (B aunl) $Rctal M2 Gua(l B.
L BlockMl AU %2201l “Degree” cuteltdl
“Sprite” d WM stoll sy $2 8.

turn ) o degrees
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3l Blockell GUaDL “Sprite” ol %€l %€l]
wRAVL AL el ML WA 8. dHl A wlet
HA “Random position” ol “Mouse Pointer
F Position”. “Random position” Hl “Sprite” Aol
o Ad oA &l gesl Wl ¥ >UR Mouse
Pointer Position” Ml “Sprite” EEE
oA geSl HIRla Al
1L Blockell GU2LL “Sprite” o\ PUELA %A
A cll U2 GUuaAl(l 8. BUl d x-uel Aal
y-ulaloll (Suct otssl 531 A o UR “Sprite”
A A e Al Ol AML “Sprite” §ESL WA
.3l Block Hi A oAl HL x-A &L WA y-
Aelol BHd dratel “Sprite” A WHIL WA
8

UL Blockell GUAdL “Sprite” ol A€l el

R AL ¥l HIZ AR 8. dAHl A 3} Wlet

HO ®. “Random position” el Mouse Pointer
E- (1] Position”. “Random position” Hl “Sprite” Aol
- AA N @l Sl ¥ =AY Mouse Pointer
Position”Hl “Sprite” W&ee20{l oA AR5l
%3\

2L Blockall GUADL “Sprite”™ GLELL %U1A
A el HI2 GUA(l B, BHL d x-uel Aal
y-aete(l (SHd otsgl 531 A %= UR “Sprite”
A A8S %5 sl 1. AML “Sprite” US| ol %3
Ul Block Ml AAAL wouUHL x-u8l AUA y-
welell EHd cdvtcaudl “sSprite” A YWHIA A
U B,
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Wl Blockell GURAL “Sprite” o oissl scll
(auMi ( 0 = GUR, 90 = ¥Rl wey, -90 =
stell oLy, 180 = o{lA ) $Rclall HIZ WA B.

Wl Block “Sprite” ol HIBUell WEo22 YHIEL
$cll ot B. Ul BlockHl R oflof “Sprite”
G A “Sprite” QLU SLGet NojHiell UE Scll
udg “sprite” olost “Sprite” o{l ([Eauni 3\ Al

Ul Block “Sprite” o x-w&l UR (stoll - eruu(l
olly) ALSSU Wlal WASCL HI2 dURpA B, Al
Block Hi AUl Ml “sStep” ol vl
cvtclll “Sprite” A UHIG WA B. (ayHi ay
240 ol BOLHL ALY -240)

L Blockell GUAlL “Sprite” ol x-Ue& UR
AlssU @AW A2 scll M2 A B. AsaAlR
A2 saAl ugl ol Aecll arRk 5As sl Ol
“Sprite” ¥RUL-HLEA olgl. 3l BlockHi wUcll
wRAUHL “Step” oll Avaul cduraedl “sprite” d
YHIOL A2 AU B. (AAYHL dY 240 ol JLHL
WY -240)

Ul Block “Sprite” ol Y-wa&l U (BGUu-o{l)
AlssU WUlal WASCL HI2 U 8. Al Block
UL WAl wouMl “Step” ofl vl cvtcndl
“Sprite” d UMIBL WA B. (YUl dy 180 A
ALLHL WY -180)

l Blockell GUAIL “Sprite” ol Y-w&l UR
AlssU AR A2 scll HI2 Al B. AsdlR
A2 sl ugl ol Aecll aRk (5As scll Ol
“Sprite” %9l GEA olgl. l BlockHl AU
wRAHL “Step” oll dvAl Al “Sprite” A

DIET - Gir Somnath 7 of 44




YHIOL A2 Al B, (cyuil dY 180 ol LU
Ay -180)

wl Blockell GU2dL “Move” Blocke(l UL
scllHl A O. lBlock “Sprite” AR S¢S

“ edge” (tUlR) A AU 5 R dal cllGe 531
(2o decll stwl. “sprite” ol (22U GUR o{lA
531 gl

3l BlockHl 20l ¥ Wlel HA B, 1. Left - right,

2 . don’t roated, 3. all around, %<l GUallal

olA Yy B.

1. Left - right “Sprite” $\& “ edge”
(AR)al AU 53 l cllGod UY SLO-HA
Faw otecll atmad,

.-don’t roated “Sprite” 8l& “ edge”

(tR)o AUl 52 dl wel (B (el o o8l

(L ~AWlet UAE Sl “if on edge,
bounce” Block $IH $q ol &9l.)

. all around “Sprite” S8 “ edge”

(UR)al U 53 dl Bt UY 2N QA
(2 auni 2.

“x-position” Blockell ULl “Sprite” o{l x
el URell RAA “stage” i stoll oy wRUHL
guLl.

“y-position” Blockell GUAoLl “Sprite” ol y
el URell RAA “stage” i stoll ol wRUHL
gulLl.

“direction” Blockell GUaLell “Sprite” «{l (22U
“stage” M1 Sto{l ollyy vRUML 2uudl.
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[Lﬂ%&a]

5 ASHL A 9153 AUA B Wl UL Rl U GALCL WS B9850l L 22lotoll
A YD B A 915U 2l ccdld B,

UlBseoll R U:-
UL YBse dAR sl HIZ USEL “ Night City” 2&20] “Backdrop” UE $2d.

“Sprite-1” SISOl (AU) Sprite- 1 City Bus

Step-1 “When flage click” oAlS HSCn
Step-2 “glide secs to x-y” oAl ljSC-ﬂ,
AHl glide=0 AScS, x=-286 Vol y=-65
(Sud yscl.

Step-3 “glide secs to x-y” oAlS ﬁ&cn,
Al glide=25 AS0S, x=-315 Wl y=-65
(Sud yscll.

Sprite- 2 Devin
Step-1 “When flage click” oAlS ljfscn.

Step-2 “wait......seconds” GCAlS 1;180-{1
Ul (U 10 Asos scl.

Step-3 “ Say” 6CAlls Hsdl Wa “Good
Evening” 2 A%eS HIS AU, RUR
GLE “wait.....seconds” GCEls YHscl
BUl (SUA 8 As05 5],

Step-4 &CGol UGt M2 “ next costume” GEAls YSAl RAURGIE
“Wait......seconds” GCLS HSCTl BUL (S 3 Asos sl 531l « next
costume” 6AlSs Y5 RURWIE “wait......seconds” 6Als Y5 BHL (FHcl
1 As05 5l

Step-5 “ Say” 6clls Yscll ol “Here mam.....” ol 2 AScS HIS WU,
R WLE “next costume”éﬂlgn_sei}js%%unmh 9 of 44




“Sprite-3” 51S[9L (GIRL)

Sprite-3 Avery walking

Step-1 “When flag click”
oclls Ysal.

Step-2 “go to x-y”’ ol
Yscll, AHl, x = -231 Al y
= -81 (B3ud ysdl

Step-3 “chang x by” 6cAlls Y5l Boll (SHA 10 AWl 8ol A HIR “next
costume” 6AlS Y5l RURGUE “wait.....seconds” 6Als Yscll. FUL (S
0.25 Asos scll. Al AU 6AlsA “repeat” 6Alls Yscll Mol Yot cldotoll
vl 25 sl

Step-4 “ Say” 6clls Yscll AUl “Hello-----Good Evening” o 2 A%cS HIS AU,
RURGLE “wait......seconds” 6Als Hscl. BHL (BHA 5 505 5]l

Step-5 “ Say” 6Clls Yscll ol “Where is bus Stop ?” o 2 AscS HIS wlUd,
RURGILE “wait......seconds” 6clls Y5l BHL (EHA 12 505 5.

QR

1. Block u Block [EL RN 1l g dslad ® 2
2. Block Ao Block Ui 9 dsled ® ?

L1

As ual el U & A BALeLs [Aeusl el A uell Gsl »a 8. 3
Wese daR s2.
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| 2. Looks (§5¥) Menu |

Looks Block =il 562 il el 8. wa dell GUULL Sprite =il tuildsil
5512 5L UL Al B. Block Sprite (dd) HI2 o15S| 536l 22Ul A1 Al Ul
W B, % o155 536 UUU UL 35lod UR B B,

. Looks
say for o seconds

Sound

( say Hello!

~
Evenis

switch cosiume to costume?’Z -

switch backdrop to backdropl -

next backdrop

change size by

set size to @ %%

number -

3
o

@ 0
|I

. backdrop number =
Sensing

Operators
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BLOCK MENU DESCRIPTION

Looks Toolsefl e say block menu 9.
L for a seconds Boil g2l WS Hell 218U 53 2AslA 1A
ol d 2R %Y1 %1 Yoyod el uR|
2514 91 Wal o) oflog] 2l Ul GA3l
251 1.

_ think ™2s1l GUAL 53 dA  Sprite o
Gl RS | Gurar uizeAl suies 2l 28l 6.

SWITCH COSTUME TO A} o1 GUldlei]
R cosumel v Sprite cll costume &€l 21512 €514,

switch backdrop to ol Hee &l Sprite ol
switch backdropto  backdrop1 » Ule90ef backdrop a switch 531 2slA
el

set'size toell GUULIL 531 d Sprite il
setsizeto (@) * ULER atletl H12E] 53] 218] 6.

change colour =il  GUANL 53] di dHIRL
change caor v effecty () Yool 562 Sprite ol U] 2151 ).

3['show ol BUYLL 53] Sprite o Wdldl
251 ¢l

hide il GUaL 5314 Sprite A dX hide 215
&\,

clear graphic effects ol GuYlal $3la
UGl graphic &2 53] sl €l

go to <l Guildl ¢l Sprite
goto front v layer front/backward (GUR sl «{l3) 53] 51N
1.

go <l GUAldL ¢l Sprite forward/backward
(A0 W ULe991) 53] 21514 1.
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ulgse

A5 ALUHL MR Sl A o1l Adle Wl % 5d] 8. 3L WIgs2 Ui Looks
blocks <l Hedd GUAULL 536l 8, Looks <l %el el Hel BdL} say, think, switch
costume to, change colour, Switch backdrop. gl Neju{lol GUll 53w WIS
Wolldd 8.

Looks Block = menu say to =1l GUYIL 53] A Ul d dle 2% 53¢ 8. AR
W& switch costume to il GUULIL 531 Sprite o 562 3[04 8. Switch backdrop ol
BU)L 534 backdrop viedldd 8.

B 51391 e S121ALS «(1A £21[dd B

cr QT ior @ wocon

=

say furosemtds

x 2 xj:

say Chalo school jaive Bids a seconds

.y

¥ L

war P
)

switch costume to Sacsha- -

switch backdrop to  School -

change fisheye - effect by a

Tom & Jerry <il ddle #1dl Looks Block il Heyjell HedH GUULIL 53] WlBse
Wl ld)
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| 3. Sound (AlGeS) Menu |

SOUND A A TOOL® B $5cl input Aecll 8USIL gl GUAou B. Al TOOL
CODING oll "SOUND" SoiHl Rl auslal 8. BHL S1E5 Ml input, record, play e
edit 531 2% ®. SOUND input $3a\, scratcholl (lc2-8ot UGS ABRAI WUl
25SaL 531 st B. SOUND scllstell GUADL 531t SOUND clollscltHl A 8, %
ol AH, 2l ddRal  [RIAd 52 8. scratcholl MM Al WollHl
(MONO) cloUScllHL LA B,

o{lAoll BLOCKS o(lA yosolotl Bl cousclle [aig 52 8:

<f Costumes «» Sounds

SOUND 213 2 & ¥l SOUND cldllsclle
AL Al Aol e Kl Qe Aoll
ol $lell SCRIPT ucla B.
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Yol He(l 23l Hl START SOUND 213 &3\
BLOCK [(Ew tall coud & wal SCRIPT
AdLclclle] ALE AW B,

SLAHL AOUSAL dHIH Al RE 52 8.

l BLOCK, scratch 3.0 Ml G812 UlSCUlHl
UleA B. AR QA YbE sauHl WA B,
U A cousalHl Aaldl walwe{l Qua
HEAQL. Al otsRAMS (-) &l dl 4l BLOCK
coUscllHl dlalcdl Acoglell Qual e
59, %l AUSRIHS (+) B A A QA
AR,

A’ SPRITE Ml cloUSclHl ol dHH
AR HR2 (e UGBos FEs2a Ae 52
8.

SOUND./ EFFECT OGS glRl  cclHletHi
SleSUBL SOUND EFFECTol CLEAR $2 9. o
R A UGS BLOCK 5l wcdl 3la
I 5?7 8, ¥ SlAML doUSAl MM
vcslal Ak D.

BLOCK dlcllaoll otssl st HIAL  glRL
SPRITE oll VOLUMEal GEA 8. 3l $5cl
SPRITE (AUl %) BHL BLOCK & dal o
WAR SR O .

®H-%H BLOCK, SPRITE Al STAGE oll
VOLUME A2 82 8. doll GUadl R
A O _UR VOLUME dulal Ml
delscllal HEQA AsSA HIAW UR A2 s:cllofl
%32 &lal.
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Ulgse
A8l [Qattell sl wouHl §H adusatHl AUA B Aal A Al Yl WBse yel

ol Al Ul Yl aausale] Ag AW Ag e2ia 8.

f

start sound Drum Bass3 =

> WyaH cobE Hil EVENT o SELECT 3, AR W€ EVENT Higll WHEN FLAG
CLICKED (5Qs 53L.

> UROILE CONTROLHL %€ FOREVER!SELECT $3. U2 ollé SOUND Higll START
SOUND SELECT $3\. $3| CONTROLHUL %, WAIT SECOND CLICK $30. &l PROJECT
dauR «al.

[ (AR ]

1.

ol dslad 9 & ?

change vohurmne by o

GU0L sAR UL B?

[ ellrAlA ]

> AlOUHL ollsl 5 : 00 clldd At Al Aell UIBs2 % SR
> ellzs WAn A3l il 2ulds sl sAl Ulwse % .
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| 4. EVENTS (8de2) Menu |

Events 3 Scratch blocks o{l € 'Q.Qﬂbnl-l'l?ﬂ AUs B, doll sEA-51s Wl
SuRaA Ulow R0lell sl B v Yzotivllal YHsall HI2 A GUNoML Acld B.
% scripts ol ULl HIE trigger $2 O. €35 Ul¥Ss2 HIE Events blocks ALCLIUS
8. vl 32013lell Hat blocks <R, NeAU el WA scripts @ctld WBse 2A3 U
ER 0151'. SLEAHL 8 Events blocks 8. % U$loll 6 Hat blocks e\ 2 Stack blocks ®.
AUl blocks ofl Alell «itell AR B.

Scratch 1.4 ¥al A UdCisll, AL Events 6CUSU Control Blocks 389L31HL &cll.
A3ULAHL AHoll Wetell 320131 Ul ulcaul Uedl, Experimental Viewer ol
BAU 2.0 all YRS Ars00NHL 8Ace sAllstal "(Zo" sl ulad &d. o ¥,
WA S 2012 R ol HEAlAl "Events" SRAUMHL W] &d.

Events Hl 1-LO’13Q "scene" blocks oll URQL AHLA Al &cll, BHL scripts olcll
gl A3 scll HIE trigger 531 A & Aol sprites WA % W olcll a2
yldue ddl ad 8. %l ¥, WL ASSIRSL sclls Ball % scll, vl HI2 Ld\
YotRucldol Ul HARR SIRBLER SRAAHL Rl &cll.

Scratch 3.0 has the following 6 Event Hat blocks]

- I ==

3.0 has the following 2 Event Stack blocks:
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CODING OF BLOCKS

EVENTS BLOCKS & FUNCTIONS

« Resetting variable

« Setting a scene by showing/hiding sprites and
changing their costume

P2

hide
switch costume to  costumel »

vhen _clioked

SlSURL olcll WalH olollcflAA IR when clicked
USEL 459 Al block ot YatH{lol w@eul ysau el
Ulwseol(l a3uld 53 sl

« Starting animations

‘

play sound intro =

“when C]key pressed ‘ol programming Qe Hl
Y5l %R specified key EGlAlCUHL LA RUR L
blockall ollA yscuHi A scripts Alsa aQ.
UL Block WA S1EULL key A sense $31 AslA O,
AHL AHI AUYW HOUERL (a,b,c AdR), Number
key (0,1,2 <), arrow key ( <,MN,>,¢ ) Aal
space’ key ol -UHLIAL AL B, SlESURl key
gotlelclllA block & run $29L. Experimental
Viewer 3—[1, d Enter key (&l ¢ Macs UR return
key) UBLl sense 53| sl V. "hack blocks" oll
Gualol 53| wleallal aecllcll asta 8. block A
text box Ml text 2l8U scll B % 52l 523\, block

Ul aurd A ol culd Bual A g1Ulel

Al AR A URd A U], key Il aua
AR Ul A o8l
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« Making buttons

an example button that ¢

switch backdrop to meadow » changing backdro|

‘When This Sprite Clicked’ block % sprite Al

clone & select 831 Y59 Aol % run sl auad

sAs scell ulsa 29l

« Starting a level

switch backdrop to levell » in Stage

in a sprite

o @ @

« A game over message

switch backdrop to game over w in Stage

in a spri

‘When Backdrop Switches to ()’ block | Scripts
HE Ysll ¢l A Asark Ry U BlEw
backdrop UR switched A5 sl U\ triggered
A9,

1 Script A"

10

move @) steps

Script "B"

When the timer gets to 1 for a second time, "A" will
still be running and so will not register that change.

However, in the below snippet, the sprite will move
by 20 steps.

move@ steps

Wait for the first script to start

‘When '(Loudness)'S > block A Sensing block
Ul Reporter block ®. 0 &l 100 oll WA UR,
HIYSISlet Yt 52 8 A Aclles secll Hlal 8 Aol
0L Wl block 2 8. ¥l block oll BGUL $:cll
H(2, HIBSISlotoll GUADL cll wlceAs B, ual
Al wlet UR As AL W, BHL WSS Slotall
Gualol sclloll URaletdl HidtauHi uadl.
dR Aol SetsR $A 9\, cl block 0 MUl -1 ofl
M2l L 523 % AHIZL WA HBH\ St o2,
Al 1S5Sl WeHl EHA $AAA SAGUSU UBL
514 52 B. Wl block @ He 3} ealdl
AslA B.
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« Talk show animations

o QD o @ =

CEVAN Let's talk about food. B8 e secs

« Ordinary animations

glide a secs to x: @ y: @

play sound meow v

‘when | receive [Jblock %0 script gL £201Ac
broadcast calling gcllHL A RUR Aell script o\
UG 52 B,

« Communication between sprites

in sprite1

! in sprite2

move @ steps

« Connecting different events

[ \\
( 5 )
\

‘broadcast( ) Al message ® ¥ Scratch YLoUH
GlRL HISEUHL A B, hat blocks A& SSIAA
NA%A script gl UBA 52 D. ‘Broadcast  and
wait © block ol hatlblock UL %13\ broadcast script

o Wl sprites UR ALY AWl € B,
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« Preparing a change in the projec

m ‘Broadcast () and Wait" block }H3L Scratch

3

YlgseHl YRRl HIsA 8. sleull script Al

change color » effect by @ .
_ block &l 23 a2l & Ua A(RAdL broadcast U A2

« Hiding select sprites when a certain condition is 3{6 %{@»21 21@1 UL 'BR{RQl HHLQQLO'[[ Mdaﬂ .\’.‘l@éu

met under a particular evaluation
YA AHIH script Aol ULEACle] oltl of AUl Ul
m ?.jiﬂ A& YA O. Broadcast A sprites Mol script

« When a scene must be set %‘U.a CU.(‘RH.(‘[ SQCUO'H %‘U.él ﬂd g

7

wse ]

\

A U (5A5 scl-Apple AMIAE Alcld WA A For Apple GllAd
Ual Apple of R AN dUl B-UR- BAS $cll Ball AWIAA wlad
el B For Ball 1A el Ball of R gl

F2

swiloh backdop o Blue Sty 2 ~
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Sprite | Block-A

swilch backdmp o Blue Sky 2 » ) )
sov @ | B
)

[ (AR ]

1.

AL olol BLOCKaUL BUSRHL 32812 9 YU 8 2 (ARl
*

UL BLOCK 2A3LAML Hgall clorR Waullol 31 asta 2 (Al

[ ALY ]

As olls ESlal BUR, oA, LN, WON 55 dal GOIA e 3RA ddf
WotLBlaL EVENT ToOLs ofl Heel 52U

DIET - Gir Somnath 22 of 44




5. CONTROL (52ld) Menu ]

$2lA 0CAlS dAHA dAHIAl B el scclsal [(eiAd sl & 8, Conditions,
Loops, Repeat ol Pauses 1WA $3la [A2iAc 531 aAstA B. A dMIRL Slsal ay
slelat olottc(l 23 8, Aol AR Variable Bl /AUl U2 U SscllHl Al

R A yol % bl aell ak .

- - Tutorials

- Costumes -y Sounds

= Code
Control

Motion
Vet o e CTycn

Looks=
Sound
<=
Events

Comntraol

Sensing

wher 1 start as o clorne
create clone of Yy melt -

cherferter INin Clorne
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CONTROL BLOCK

FUNCTION

1

oclls Aol Beal AssA ASS HIEZ Aeld & —
Waiting Time 3 €212l vl Ul 8l ak |.

Bl A Arcloll HRl wWUAl USAL, L
oclsoll BIER AWM cllHL WA 6AlsU AMAA HIAUHL

Loop 829l %l £2UAHL HSaHL AA B, dl dvUa
yel sRauHl ud 9.

WL oAlsoll BlER AWAUHL WAL cAlsULoop Hi 3
— %1 ¥ Repeat() 6clls ol Repeat YUl () ocls,
Rect2 ¥ Loop sauRa AHILA Al otedl. (w2l YHll
RAU Ul (5AS scUHL of A, RANU A A 6AlS
Ulza w2 B, Wl R B ¢Als Loopell i€
Uz UAA B). Ul Wold Loopal AR, ccllsHl (1A
5185 Bump tel; Bump &lg delat 89, 51201 5 Aol
ol Aell cAlsU sUA UGB U A8l

ocdlls Aofl 2lRcto(l RAMA twdl. o 2 AL 8z,
Al Aoll AER ANAL 6AlsU UAI, Wl ULl AURAA
e UG WA, A 2R Wldl &la, Al scdlsell
VERAL 5lSal WADRLAHL LA Mol REe ML
Al (If () then, Else scllsHl (Quild). RAQA HaL
s o cdlR duwlAUHl A B; %l scAllsell vieq(l
@B Al 8l ala AR AR V&l U A, Al A
AL R &l Yol A wdd @3,
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oclls Aoll 2rcle(l RAQAA w1 RAA A=l
8lal, dl yaH C (RAU) ofl vie2 ANA sls AlsaL v,
Ual Ul R AUl @3; %l 2R WIEL B, Al olest
C ol aigRa0 sls AlB2a U (If () then block &ll
(Quila).

A edladni WIg2q] sCAlol ololld ©. A % YIS Hl
A 26 8 Aal url sclal 531 2AF B, scleall
sAllodd tlollclla, Yatualldd dla.

A % scllol ACUA B A 513l oAlW B, Al 6Cls ASHIA
2l B, oflol SADL WU RANU UBel UR (SAS $cll
GURid, SClotal SL3L ollncall HI2.

ol YUl GedAMd 2Rdcell RAMQ WAl o aa
Yl ocdls Aol R3ea deua B.

Ul ocAllsell vieR AN sAlsU Ul Yl U scA
ARclof 2o UY ot A Al YUl Loop U, Al
Bruul oclsell (A0 sls (Al 8 da A)
AlsHsye U3l

eclldt U2 Rk RAVla, A st Al 3U oclls (ol
WUl Bl Bre), wacll RS cClls (RULSHL A
B2l 8. A ASHIA 6Clls B B Aol SR HEA
0.

w12 A olollclcllHl WA B RUR A sCllaldl U5
Al V.
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> 6 ULl Al 52l ocllst oll GUADL 531 As AN UIgse cotlc(lA....

> WUBL AS Dog el Ball ol AUAI WAL A1 A Control 6Alsell
sHloSall GUAL 53| %32 Yuolo AellAalet W AslA B,

> (e o{lAcll (AAML Glide AL if « then oll GUNDL 53| Dog ol Ball Yl
Space Bar o{l HEEYL USIRUS] 2AsLA B.

Sprite | Dopg2

Show | & @ Size

Backpack

[ allrALA ]

(1) Control ﬂﬂj Hl Aad Repeat and Forever SR Apply 531 aslA?

(2) Control Aol WA Repeat Until SR GUAdL 531 asla?

(3) Control AojHl if<> then i sl cclsHil AR 58 5E5 Sodlalol Ysl aAsla?
(4) Control AojHi WAL Forever Ul 6Alsa loop Hi Y5l AsLA ¥ ol(d?
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6. SENSING (Qs{{21) Menu ]

SENSING BLOCKS 5 Uo{l 16 ARl As 8. d 0L wal clrll AU sIH
scl HIZ AURAA & Ul HIGU WE2Re] eUlet ol SPRITES Ul Aof R wa
A5 SPRITE o{lost SPRITE ot 2u2([ 28] & ¥ 312 A otssl sall M2 US A3 ©.

Sensing
set drag mode draggable

touching mouse-pointer v ?

touching color Q ?
color . i

distanceto mouse-pointer v

@M What's your name? JELGRTET

backdrop# v of Stage v

key space v pressed? current year v

mouse down? days since 2000

mouse Y
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CONTROL BLOCK

FUNCTION

fouching mouse-pointer v ?

SPRITE Ul OBJECT Gl ¥ugl U9 U3
ylalsaul 14Ul QA L BLOCK glRL oissl
53| asla 8.

%2/ SPRITE o155| 53¢ R UL U9l
$2 B U SPRITES o A sUSal
glL (A 52 B.

%2 WS SPRITE olssl $RCAL SR
U9l 52 R SPRITE a oissl scll
(B sl asia ®.

distanceto  mouse-pointer v

Aol Gualdl A 5 Al ctllR SPRITES
A AR HYL wslA B.

ask

What's your name? JELGETEL

ASK\& WAIT 2¢ oll Guallal slg uel
VARIABLEHL 202 MBSl nwotauni
LA AR sRAUHL WA & ol B2Cll
UH2L HIe DISPLAY $3q &la decl
AML ollHallHL waA &,

‘key space v pressed?

WL Ml slellS Wil Ato Z,1 10 9
Ul VA 8l ol Heeell el oyel
(Sau vudl sl ¢l

@

SPRITES ofl (E2U JAUA B & use s¢
Roumi 2010 aud AR A
YAARAA HUHA 5. AHL AR M
Alddl AR UMM Yol (SHA
U]l usal.
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SPRITE 3 OBJECT o 3L 531 2lslal %
o8l A otssl 53l sl V.

SPRITE oll FUNCTION Hi Acll %
Woll s A cdld aefol GAL
sl B,

W 6EAls oll GUAL SPRITE ol s
A ALl etesBHal A A2 sl HER
AU .

WUl 6clls ol GUAL BACKDROP o
dolcdl sl ®1 5 BACKDROP df
ollH, MY AHY W VARIABLES
GARAl Hle W & .

U oAls Rl slAd o ad AU
¢cslon oll S8 ol ol GeAW U A
8.

U oAs  glRL duRvAsdl o
USERNAME GR3| 2isla .

lgse ]

WAAL Y5 HL BH AMUBL AL WA Aot Aol AHIRARUAHL 2
alttcllofl RHA HA GlA Al MA AU BAHL ULl d2aR 531 2dlA Sl
WS Al o W}s uc BUUHL AU B.

uel BACKDROPHIYl As MAZE (4t ¢ltHell ) lct 8 el SPRITES oll
GUAL 5 B. AU A @l Ol A A As olns MAZE HIl Wcllall 7
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ALl est YUl USA R Aot (1A 2l B el RcAlMl % SlEURL AlESatal 2
5291 cll wBe Ul

VM 5l HIZ AUBL SENSING oll Uo2d 2ol s¢Rell GUAIL $c U
8. doll H2ell AUs2 il SUSat o{lA A B.

ke

sy o (@) scones
wox @ r @

fouching Bal v ?

for seconds
. mmgexbyo

next costume

[ (Qaul ]

SENSING BLOCK oll Gu2aL 83| 9 SPRITE Alss UM Hi st Yz s?

QB Al tal AN PROGRAMME ¢latlcll austal?

[ LAY ]

(1) SENSING BLOCK ofl Heeell SPRITE MOUSE &1L Uld(saul 21 A
PROGRAMME d2ll? 53\

(2) SENSING BLOCK €Ll A COLOR ol SPRITE U[A(52ul X W PROGRAMME

ot 8.
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7.OPERATORS (¥lU22?) Menu ]

Operators A scratch blockse{l €1 AUl As V. Aol &R 515 light green
Alal B, WA Aell GUNL Al cdotl UH$00N WA oL dos(AolA RFe sRall HI2
Al B, elAHl 18 U Blocks B. 7 6j(Aalst Blocks el 11 RUER

Blocks.

<f Backdrops o) Sounds v Code
= \JO e

,’ Backdrops ¢ Sounds

o« € CD
-0 CD

il apple

' 3
']

=
Control

g

apple ESETH
E'v."énts
©
Control

Sensing

o €D

Operators

| A

" '

FUNCTION

sprite Hi S16 ULl &L AvAlell YU $cll HIS AL Block
oll Gualol alA 9.
sprite HU 5185 URL A Avule{l oeousl scll HI2 uL Block
oll Gualol alA 9.
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sprite Hl Sl&F UBL A AuAlall JLBUSIR $cl HlS il Block
oll GU2loL Ul B.

ol

sprite HU S1&5 URL & dvalo(l eoust? scll Hie Al Block
ol Gualol U B,

AR sprite Hl 5185 URL A vl clRAeA| 5165 A Avllell
RoSHAL uedll scl 8lal RUR ul Block ol GUADL ULl

0.

sprite HU 565 URL A AquvauHigdl A8l Avau eollaal H2
L Block oll GU2loL & B.

sprite HU 51¢5 uRL A AqvauHiedl oltell vl ealletal H2
L Block oll GUA0L AlA &,

sprite HU $1&5 U@L Avall Bcll o ofly vl ealletal M2
L Block oll GUloL AlA &,

sprite HU $1&5 U@L Avall Bl o ofly vl ealletal M2
L Block oll GUAL AlA B,

UL Block AURAScAlal Y® 8 ¥ Auell A Higl Holurie
dxd 58 8, W B A "usl” wau "ol sa A As
yldettel U A B A weA ofla 58 s A olleal
ylaeta AUl

Ul Block oll GUA0L Yuulal "invert" $cl HI2 UL AS .

join banana

JOIN Block U2 Block wal (R3WE Block 8. Block &
Hellal AsAUA A3 B, waall "([ds" 52 8. wa WReuHsl(
MOl 52 B — GElsWU ¥, % "apple” ¥l "banana”
BlockMi YsallHl A, l A "applebanana” o{l QL 9.
" apple banana " ofl 0L $cll HLe "apple” ¥l "banana”
wUcll "apple” Wal " banana" ol GU209L $3.

|etter o of

Blockell A U2 Block el (3WER Block ®. Block
WA 252oll GeAMld uaRell %8l 52 B. ™A Block
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"letter” $& 8, U d e, Avlll, YUdlsl wal ol
URA A HeRlell o0l 529 Block MU Awdl,
RUAHL 3R oldladl, Ylgse Acd 51S Glotlalal wal AHS
el slsls sal Hie uel Guo(l 8.

Wl Block %RUA B ¥ AUAA REoIHL Jecl ARl B. El.d.
W&l Block apple %RUA & ¥ 5 waRl .

yaH URHwLell esteHl oflest uRHEle] dval & % o8l
A L Block %RUA 8. €l.c. WSl Block apple Hl a 1AA
8 ¥ ol(d A weud .

() {S () Block ("HISYAL" HI2 "HIS" &5l B) A A uRe
Block 3ol RUWER Block 8. »aUR yauH 8etye oflost gl
(Qeuld salHl AA & IR A olsloll Wdalled AU B,
GELSRQL 3%, AR YU SatyeHi 10 Aol oflsul 3
HscllHl wA B, @R Block 1 ol QL $9; 10 o 3 a3
cuotatedl 1 Ay 1AL .

AGoS () Block ¥U2 Block ol RWER Block 8. Block
A Avlal otsell YalsHi 3uidRd 52 .

Ao{lAU () Block oledl Block el 3WeER Block ®. Block
Sotyatl AYLl Yol el 52 B. Bl ul dy aullAs
sl ®. ®al ¥ sin,cos,tan,log, 10 oll elctell aRLAI cd?
(R0et yea A 0 &l Avlg vAR B. Ayl Yelof aulat
scllo(l ofloy It W B ¥ A AvALA USIRAHS ololld D%
A osRRIHS 8, dl A &SRIHS olal 8, Ul 2l A
ESRIHS 8l cl A 85IAMS W O.

GELERML 315, -3 of UYLl HeL +3 B UA +4 of Ayl
yea +4 8. Ayl yea drtaloll aul@lds Ad & [vau.
BeleR0L 313, abs(-3) A [-3] UMt B,
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. WL you are eligible for voling

enter age
’ ELEELE you are not eligible for voting

/)

> Al YIBseHl operator Block ...l dy Al Gl sprite W AL U2 Al2AS D
3§ o8l A weuall.

> QUL if..... then.... variables oll UL 3| Wal AHL GHR L Block gl &l 2l
AuAl A3 18 Avlal. WA RUR clLe 18 &l HEl BHR HIZ »clled text to speak
Block Hi8ll speak A&a you are eligile for voting AUlg. IR olle 18 Yl liall
BGHR HIS cllol text to speak Block Higll speak AtSal you are not eligile for
voting AU,
WH & WIUH run sl sAR valte 18 5 Al WAl 83 AR result 313 you
are eligile for voting Wl WU WL VA AR value 18 Ul olloll &3 AR
result 3% you are not eligile.for voting A Al WA,

[ (QauR ]

2191 operators Block oll GUoL 31 &l HEl v, Ul oltefl Aval ual ofl
GRIGR vl oll YoUH M2 ¥l true 3ol false blink &l Ag s3] st ?
(QUR W 2092 YIULH Aol

[ ALY ]

1. operators Block ofl HEEl Ul ol YalH olottcll run 53
2. operators Block ol HeE &l sprite HI 32cll WeaRL A B Aol dwaLl
H2oll YUH cotlell run $3L.
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| 8. Variable (a@aﬂet) Menu |

YU [Hot WRe™MHL Variable W 5l A ool B B WYs YA AAURA
53 A% 8. AU As ollsA (A (Qadl 2SR Sl RHl dvul B. ellsie{l vie0(l
Auaulal 2R Yool %32 8l IR Rl WUl Yelsl, Operatorsll GULDL
53l ] waal datsl s .

Variable Y6l I AMIIHL WAI-UAI Yol e 52 8. Al Ad]
A BB8et salHl vicul B ¥ Al dell e WA Ay o Yeual AAUBRA 83
A% O Wl Aol vieR AAUBA Y sl A AGEHOUMHL HEAS A3 B,
Variable S| HUBAlA ussl Avadl v acuel YourHi [QAu @A dell
Aol ual 3%2 sclloll HRl HA B. L &Ml Variables ol wld GUA(l oletld
8. BelsWU 313, 123, abe, true/false, AIR.

UM o{lAsll Variable Blocks &

4 ;
w= Code & Costumes 4» Sounds

@ Variables

Motion

® Make a Variable Variable: 3l Blockell GU22L Variables(l

(SHAoll sl sl M2 e B

set variable to 0: ¥l Block UE s

: s Variableal A5 HEL UR A2 $2 9.
Events change. myva : :[\'\17_;':’ change variable by 1: 3l Block URLE

53¢ Variableo{l ($HA (ed B,

Cor;frol ‘
® o — show variable: 4l Block Ul%¥s2 WAARML

Sensing

R®A Variable £9(d 8.

7

9 :
¢ Make a List hide variable: Block "show variable"

Operators

O My Blocks Blockal @C{Qi 52 9.

Variables

O

My Blocks

Make a Block
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Variables oll USl2:

§C 2L UslRell Variables B.

Global variable: A H0e{cl Variable 8. doll Al A B ¥ A U¥se udl
R sleSURL Sprite AUl (el Aal WsAU 53| s B, Ul HA A s Sprite
UR olollalallHl el sl WA dURIASAl AUl YoUHRA "choose for all
sprites” Wadl "choose and for this sprite only?" @Qscu ottt d@s Vvariable
ule scloll {3l AU B. % cluRlaASAl WA YIUHR "choose for all sprites”
UdE 52 8, dl A Global variable olo{l %12l & $120L ¥ Aol SlFURL A5l gLl
AsAU 53| sl B. dAHIH Global Variables RAM ML oldd B WA A Sl 1
(38lce B BHl A clellatatHi 2l B.

Local variable: A As B % $5c a SpriteHill & el astA & wWacl Aal
AsAA 53| ASLA B Boll UR A tlotl Ml IeR] &cf. Bo S\ Sprite UL Variableal
AsAU 531 A5 ol WA AQuRASHL WAl YAUHRA "choose for all sprites”
Ul "choose and for this sprite only?” [Ascu ddicllal s Variable UE
gclloll HRl WA B, %l AquAAS AL HAAU-YOIHR "choose and for this sprite
only?" UdE 52 8, dl A Local variable lofl st 8 el WA clcdHlol Spriteal
defl AsAU &l B.

Cloud variables: A ¥s Aq Variable 8 ¥ AURAASARA WBActl AdR UR
Variable 1R $cllell {3 WA B. sAUBS VariablesHl Variableall altHe{l 241910

SABS Bg Udls sl B el Al Wlclloll stcal yol o Bsugdl wUude s 8. B

3.0 Ul 23 53\a, Cloud variables M2 uissisla 32lal AWE $2 & Aal d2loj S€

U 256 WERL B, A5 WU YBseUl, dHal 10 Cloud variables tletlalcllo(l 1ag3l
8.
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> Variable 3c{l 3l olellald?

BAUH, AR A WAL AL A variable olotlcll sl L.

== Code

<7 Costumes ) Sounds

@ Variables

Motion
Make a Variable

Sound

Events

Control

O

Sensing

-
@ Make a List

Operators

O My Blocks

Variables

1.0c5-8et variable oll BUAdL SR
WUUL “my variable” ollHe] Sellolce
variable 8, ¥l dunAsdlHA Al
Al Guaol 53l el

UG, AN variable of ollH UQL
oecddl sl Ol GURid, %1 A
variable . ®% U Yelld s:cl
Holdl 8, A ul “my variable’
ocllsoll stoll ologA UAA AsellsAal
As 3.

@'5’ Costumes «» Sounds
Variables

Make a Variable

Make a List

My Blocks

New Variable x

New variable name:

K |

@ For all sprites

< For this sprite only

Cancel

‘ Variables

Motion
. Make a Variable

Looks

Sound

Events

2. User-define variable: ol YA
AUA ot AN Uldle] variable

1 B, A AR
“make a variable” ®t{cel U2

Ol
A2l
(sAs 5. “make a variable block” UR
sas sal ugdl Wl U As Fd
guL.

&, variablesj olld AWl A oA
olcdlel YHIQ ol variable a9,

"OK" UR (5As sal udl, stoll oy
wclleadl Yol ol variable Kol
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YU variable oll Guallol 9 8?2

variables WAUHAA UR(l HEE 53 B. }WpAUUL variables oll F2clls GUAW
o(lA Yool B:
Al AMLeA GUAL YA AABA scllall B. Elcl., % Sl UBse U2

AURLAS Al ot ELHUEA scllofl Al Ul A ottt ALE Avtello{l %32 dlat, Al ollH
variables Hi d9U@d & 8. «id udledll Aol asta .

Variables stlatd wal el yHA Al Re drcalHl HEE 53 ©. variables
o] YEAU WEAS A3 B, variables oll GUADL HL2LAUIL Al Blocks Ml UL B FHL
AuAl slA 8.

AA A YEs2 A& variableall UL AU,

1. variables oll GUalal sl (Aol :
UL YBseHl, @eal 3 uolcAl
WAL glA,  URollte  walela
AR GlA, 1 Ases HI2 AS YA
Aol Ulal 3 dulcd YolRlddal s3A
¢Sl

ylsal

RU 1: 8Ae2 Block UR (5AS 5 wal YloHe(l a3alld ealladdl YyaH Control
Block UME 8 (Aol SonHl WRA)

U 2: Motion Block UR 13l Aal “change x by 10” Blockal Wl Aal dal GUReall
wlclefl o{lA ysl wal 10 dl 3 wed

R U 3: Control Block U %13 el “wait for 1 sec” WAl Wal dal GURell Blockell
(1A 5.

U 4: Motion Block UR 13l al “change x by 10” Blockal WAl Al dal GURell
Ul o{lA 35l ux 10 Ul 4 wecAl
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R U 5: Control Block UR %13 el “wait for 1 sec” WAl Wl dal GURell Blocksll
(1A ysl.

U 6: Motion Block UR 13l Aal “change x by 10” Blockal WAl Al dal GURell
RUall (1A 48l U 10 YUl 5 e

RU 7: A Yl Al

2. variables oll GU0L §3la
BH WU A5 ASIRA ¢, GURall sls
ollos3U W AH2A HPI A sl Aell,
WU variableall GUAL 53l WL S1Sal
| AR A 35U aleticll aslA GlA,
U2 ollA Yosolall RU W AR,

RU 1: 8Ae2 Block UR (5As 531 el WMol 23l ealladl YU Control
Block URE 8 (Aol SoaHl VL)

R U 2: Variable Block U? sl -ual GURall WILCle{l o{lA “set my variable to
0’ WAL 0 Ul 2 HeAlL

R U 3: Control Block U2 %A AA GURell WALl olA “repeat 107 WAL 10 &l
3 el

U 4: Motion Block UR 1Al ol “change x by 10” Blockal 39l 31 el Aal

GuRetl e Uell o{lA sl wal 10 A “my variable” Hi HEC

RU 5: Control Block UR Al Wal “wait for 1 sec” WAL Wal dal GURell Blockell
(1A Y.

R U 6: Variable Block U2 1AL wal GUell WilALe{l olA “change my variable by
17 WAL

RY 7: &4, YlouH AUl
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WUBL A ASIRA A ¥ variables oll GUALE 515 slRlatH ool Al SlSe{l
Algel AWl U, AR YIUMHL Variableall GUAL UM Al R Slsell
iAot H AL UL atll.

variablesaj olld 3c{l A olecq?

dR o{lA AMAA ULAial WA R variablesa] ol el 28 S\

= Code || of Comtienee | @ Somn 1: Variable UR Right Click $2l. Mol 3§
@ v YRA Had Ul A ([Qsc  "Rename

Motion
Make a Variable

variable" ol "Delete The "my variable"

Rename variable J variable"
Delete the "my variable" variable

@ . , 2. A "Rename Variable" @scu uiie
change my variable v bya'

P 5. AUl [Ascu uR (s@s sl udl, sl
Control ric

® ' U2 As Adle Tu B.

Sensing

. Make a List

Operators

. My Blocks

Variables

3: A variable o] ol AWl WA "OK"
gollal,

&= Code <Z Costumes «» Sounds 4: SLO‘[I 0{[‘@'&

Variables

T e9lcall Yool

Rename Variable

Motion

Rename all "my variable" variables to: varia bIer allH

GLECALDS %9,

Cancel n

Make a List
Operators

My Blocks

Variables
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Variable $cll A sl olluid?
dQ ol WAL WA Variable A 518l 28| Ol
1: Variable UR Right-Click $3l. dHal As A€l HNA BHl "Rename Variable"

ol "Delete The "my Variable" Variable" & @Qscql 89l
2: 8 “Delete the “newvar’ Variable” ([A5CGU URLE $2. Aol M3 UE 53
Variable AA2HIl £2 scllHl wLadl.

_— Code =¥ Costumes =>» Sounds
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Motion
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Events Bet
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Variablesll GU0L $3| & Avuloll ARclell cllel Roeldl.

udcll dvau el

Numi1 =+ {o answer
LIS RS and wait
Num2 + {o answer

Sum + to Num1 + Num2

join (GEEIE'CITRE  Sum  for o seconds

olloy vl vl
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EXERCISE

. Move to a Beat
Click on a sprite to make it dance to a drum beat.
sH ofle UR Sled sal HI2 lEe UR (5As 53

. Colour Burst

Start the program by clicking
the green flag.When 2 sprites
collide, change their colour.

Alcdl %3l U2 (@5 53l YouH 23 53
2 Yl WASIA B, IR dHoell 200 HEAL

Using costume changes, program the parrot to flap
His wings and travel across the stage. The parrot
should bounce when it touches the edge of the
stage.

Slr BR8ell Gulal 531, Wueedl uivl

gsslalall Hi2oll WAUH toildll, WU %ol U
AU RUR B UG AU,

4. Random Drum

Every time you click on the drum
change the drum to arandom
colour and play five random drum
beats.

w2 URL AR $H UR (535 5 RAUR SHA 0SH 0HL HEA Wa
YU esH gH olled aoust

5. Draw atriangle LS
: : C
Draw a triangle using a red pen. \(«

AL Uotoll GURADL 531l (ASlaL €.
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. Scribbling Dog

Use the point towards command to program your
sprite to followthe mouse pointer and scribble on
the stage as shown.

. Choosing a Sprite and Making it move in 4 directions.
WYge UbE 5 Wal Ax 4 [Raunl ucudl.

. Drag the move block into the script area.
yd ocllsal e ARl Drag 5.

. Choose Sound from the script types then drag the play drum block into the script
area and attach it to the bottom of the move block. Double click on the move
block, can you hear the drum?

B usRAHIYl AUGos ue 5 Ul W@ sH ocllsa e ARl WA Hal
Aol Yol 6cllsell dAl@A AL Yol 6cAlls UR suled (5As 5, g R gH Aietoll asl
91?

10. Let's make the sprite go backward, drag a second move block into the script
area and attach it to the bottom of this program. Change the number of steps to -
10. Next attach a second play drum block to the bottom of the program. Now
what does the sprite do?

UA Y WOl drg A w8, oflost Yot scllsa @ ARauHl WAl
U Aal WL YU Hatl (A 2AslA. wolcixllell dvaul slecllal -10 53A. wdLn
WollHoll Al oflost 1A gH scAllsal S 6A YIB2 9 52 B?

11. Now this project can be saved and shared with others.

A L UIKs2 save S3I| AslA O WA WA S WA AR 53 sl V.
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