Getting Started

Start Scratch and drag out a move block:
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Double click on the move block:   See the cat move!   Do it again, what power you have!

Click on the “10” and change it to “100”.   Now double click on the block, see the cat move much further!   Change it to a “1”, you have to click like crazy.

Grab the cat with your mouse and move it to the left, make it move across to the right.

Now drag out a turn motion block, snap it below the move block, modify to 90 degrees:
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Double click on the two blocks a few times, see the cat make jump around in a square.  The move command moves the sprite N (where N is the number in the white box) steps in the direction it is pointed.

Now lets say you want this action to repeat forever.  The CONTROL blocks control the flow of the program.  Drag out a “forever” loop from the control block section and nest the move/turn block inside as follows:

[image: image4.png]ove () steps

degrees




When you run this your cat jumps around like the dogs of hell are on its tail!  The forever block keep running the commands inside it, again and again, forever in fact!  You can stop it two ways:  1) click on the code block again; or 2) click on the stop sign.

You can slow this down by putting a wait command after the turn.  The wait command pauses execution of the program until the period of the wait has expired:
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Like all Scratch command blocks with white boxes, you can modify the number of seconds to wait.  Modify it to 3 or 4, and modify it to 0.1 and see what happens.

Next lets add some sound.  If you click on the SOUNDS commands you will see many choices.  For now just grab “play note” and stick it in after the wait like so:

[image: image6.png](100




Experiment with changing the note and/or the number of beats.

Now, lets look at the GREEN FLAG hat-block:

[image: image7.png](100}




Now, when you click on the green flag, the cat starts moving.  As usual, if you click on the stop sign it stops.

Finally, I am already tired of the cat, so lets make our own sprite.  I like smiley faces so that is what I’ll make.
Look just below the stage area.  There are three buttons related to new sprites.  The one on the left has a paint brush, this one is for drawing your own sprite!  Click on this one.
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It opens a paint editor that is pretty self-explanatory.  When you are done drawing click okay and a new sprite is created.   You will notice this new sprite has no code blocks associated with it.  Just start dragging some in and make a script for this sprite.  If you give this sprite a script that also uses the green flag hat-block then when you click the green flag both sprites will run their own script.   In the games you create later you will have many sprites, and many of them will have different scripts.

Lets say I want to make my smiley face much smaller than the cat and have it chase the cat around as the cat bops around in a square.  First I need to make the smiley smaller.  Check out the buttons in the Scratch interface located just above the stage:
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The right most button allows you to shrink sprites on the stage, the next on over to make them bigger.  Click on the right most then click repeatedly on a sprite on the stage: it gets smaller.

Now, lets assume I put the following scripts in my two sprites, the one on the left in my large cat, and the one on the right in my small smiley face.  When I run the animation the cat bops around the corners of a square, waiting for 5 seconds at each corner, and the smiley face follows the cat around.  Notice the use of the “point towards” movement block.
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Finally, if I want to watch this awesome animation in full screen mode, I click on the full screen mode button, located below the stage on the left side, it looks like:
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Coordinate System

To assist understanding the coordinate system you can include this background:
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The background, and a simple example that lets the user move a spot around on the grid can be found in the following example:
EXAMPLE CODE:  CoordinateSystem.sb

