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Overview! of visual pregramming:
hﬁﬂﬂﬂﬁﬂﬂﬂﬁﬂﬁﬂﬁﬁhﬂﬂﬁ]ﬁﬁ@?hﬁew
Exploning| the Scratchiinterface: stage. sprites. |bloeks?
5Eri|z|t

Jemonstrating al simple ¢Hello"World* project:

HomeTask:|
Ereate a Seratchl projectiwhere al sprite introduces itself by saying).
“Hello,; my nameis/ [Spritel N\ame]* and moves|acqoss) thelscreen:

to) make/sprites move.:
_______ : &y Exploring *Looksiblocks forvisual effects)(e:g.:

gnt.|n|lu'n||'||u gnl_:ﬂaﬂlnﬂ'zlilg })n

, to animatela sprite:
Home [Task:
Make a sprite performla dancel by combining motion
and looks bloeks creatively:.

Introduction to event (B:g-. Swhen clicked®):

Adding| soundfeffectsandl backgroundl music tol projects:
Buildinga pnojECt events|and sounds?
Home|Task:]
Ereatel al project where clicking| onla sprite triggersia soundland changes its \colon!
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Ereatela project whene alspritelsays., “Ouch!™ whenit touches| the
edge andmoves|backs:

Uuvuuuvu i U Il UUL
1000001101
10010110 1°
\ 4 ‘00011
177100
linderstanding loops/ (forever. repeat’ andlrepeat until): 10711
lsing loopsffor animation and' repeated actionst 10100
Hands=on: Making a spritelmove’in al circle’ continuously” . ‘11 [1] 8 [1] [1] [1] 1
Home|Task: 301011 1(
Designl a projectiwherela spritel movesinl a square| pattern using loops. 1110110
00110101
[ U U U I U L LV 1 408
1 onni1nn’ - n o
[1) to Sif: and Cifeelsas Blacker e
0 Implementing| basic decision-making|inl projects:
1 Example: Al spritelreacts/diffecently:when touching the edge
1A of thelstage:
0 Home\Task:|
0
1
0

o

Introduction to variablesfand their uses:
Ereating| andfusingfvariables toftrack! scores. 'speed. o other data:

Hands-on: Building El counter.
Home [Task:;
Makela prajectiwithiafvariablefthaticountsihow manystimes \afspritelis Elicked?

m@@ﬂﬂaﬂmmmn
Designing alsimplefmazef with obstacles:
Ereating the &0 - =5 M5z el G am e g Guidefal cat | sprite

a maze tolreachfhome:
HomefTask:|

Eompletefthefmazelgame.Saddingfwallsfand aiGameldveriimessagelifithelcat
touches/them:
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linderstanding message’ broadeasting between/ sprites”
of;

bloekst
Eneating alg("any,ens Stinn finyi e e S
HomefTask:|

'Add\afsconing|systemitolthelEasterl EggEollection) Gamefwhere thelscope
increasesiwithieachfegglcollected?

Usingfclones for ereating multiplefinstances of &)\ sprite.
Examples: Eireworks animation. stanry sky. or clones for

EnNEmy, in games’
implementationfin the |Essier
Gome: Bggs/ nandomly/acnoss the stage.

Home|Task:|
ExpandfthelEaster EgglEollectioniEamel byfadding Eloned nbstacles

that randomly?

101110100000 100 1T 1 10000
000 0 1 0 1 1 1 0 1 0 1 1 1 0 .
0010101010100°0 "’
11011000 - )
10 i y > -

0

0

]

the of'a mini=gamel oy
of their choice:
creativity. planning. and problem=solving:

HomefTask:
Eompletefandfrefine’thef project forfaifinallshowease?
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Tﬂﬂaazﬁﬁdhaaﬁm?g[ﬂﬁkamaﬁkﬁﬂmﬂ EappEans in
nandom/loeationst Every: timel thel player elicks/ thef hiddenl sprite. they eann a
uaiﬁﬂ@fﬁmmﬂ@ﬂﬁﬁmn
B el po pRRAS pnites Stantiwithial fun backdropfand add a hider sprite-
RondomiMoyementz Spritef moyves to random) spots. appearing) and
disappearing:
SeapinglSystemElickSthe spriteftof sconel points:
Sannd ElLliecis N Blayfalsound when thel spritelis elicked:

Inte paEtivel the fora fun and engaging
challenge!

Home|Task:
Ereate a game whene a spritel changes eolor when elieked; Hide and  seeks. plays'a sound, and

1
1
1
0
0
1
1
0
0

\Gamelles =niptinn:
ThelBing| Bong, gamelin Seratch isfalfunfandinteractive projectiwhene playens
control af paddlel tolhitf alball’ keepingfiti from falling offithelscreen. The
ohjectivelis/tof sconel pointsi by bouncingf the'balliwhilefincreasing difificulty as
lise’al plainfor Ring/[Fong-themed |background.

Include af paddle’ (playes=controlled) and a|bouncing ball:
Moyvelthe paddle’to/hitithefball:

Eann pointsiwhen'thel paddiethits/ thefball.
Home|Task:|

EElgn a Ring R IEII1 gamelwithlalmovingehanacterisprite. g paddie; a
Eﬁlﬁhfﬂﬂgﬁﬂﬂgﬁﬁﬂiﬂﬁ A@Eyﬁmu—@yaw

muvmg y/in the g
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GomellesEpiphion:
Thef player’controlsialsphitel like a shark: and \moves|itanound thelsereenfto
obstaclesf(e.g-. rocks: sharkst orjellyfish. orany  character that' they would
like tol pickd):
Eollect fish tofearnl pointsiand/ hear a bubble’ popf sound’:
Allow/the player to eontrolithelspritefusing keyboard anrowst
Thel fishlappearsirandomly on the screeni for al short time before

0 disappearing:
1 Once) collected! thel fish at al\new random! position:
1 Increasel thelscorel by 1 \whenlthe player touches theffish. and play/a
1 bubble poplsound effect:
’ [Obstacles (e-g-) sharks ot jellyfish) move anound thelsereenf randomly: or
inla set’ pattern:
0 If thel player touches anl ohstacle’ decreaselthelscone by 15
U HnmelTask:
1 Designialgameffestiringlalbird thatimovesiisinglkeyboandiarmowsSliheyAwillladdiaMfood sprite
(e-g-. a berny) that appears randomly. reappearing inf af new/ position/ after being collected:
1 Collecting food increases the score by, |land plays a cheerful sound. J
0 0
0 0 0 v 1 u | ey v 1 U1 Uy 10
1 0 10 10O0OC0CT1TO0 1 1 0
0o r 1

:

DesEgiptinn:

player controlsfalsprite; likela character’ holding| al giftibag o’ basket’
catches falling giftsitol earnl points: S lhe gamelis holiday-themed. with
festiveldecorations in/ thelbackground- Blayers|must avoidl catching #bad

ifts¥ or falling| gifts-
3 Baclkdnop:lEho %mﬁ backdrop. suchias a Ehristmas tree)
%\ SNoWy/SEENE, Of 3 fineplacet

T

_ Spnite s

-y Player Sprite: Addlalspritel (al person or @animal)l to catchi the gifits:

' Gift Sprite: Add a’ gift'box to/eollect z
Bad| Gitt) Sprite: 'Add a #badlgift® spritel tolmake! thelgame/ mone L.
challenging. (They/can just duplicate the same code) with different) & - "3

color! for the badigift) | -:
StepsitolEne dteNaindmes: . -
Al holiday=themed| scenel sets thel mood: -\

Includes'a (withfa basket)); and bad giftst ) ‘
Mhe the tol eatehl giftsiusing § e ®

=

(=]

=

o

o

ﬁl%

o=
=
in

Boints increasel for’ catching) gifts’ tracked on-screen.

or livesi for eatching bad gifits:

Displays alfinalimessageland | seore: - ;!\
Ereatela holiday-themed game/wherela player eatches falling| fruits: Add albonus point if the sprite
\ is able to eatch’ a special (eg: orange):
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GomellesEpiphion:

Thelplayericontrols’alchanacter (2.g.. a |henolon exploner)ito collect] falling
gems/ while thelbackground scrolls:SThefgoal is/tol eollect asimany, gems as
possible’ beforeftheftimer nuns/out:

they reach the ' bottom:
Allaw/ thel playerita movelleftand right using arrow keys:
@hﬂkﬁﬁﬁ@wmﬂm&mﬁﬁ@@ﬂ

Setia timer (Time Left)l and decreaselit eachsecond; Stopfthe

game vxﬂn_lm it reaches/ 0"
Home|Task:

Ereatelalsimple’gamelwhernelalcan spritefmavesfacrossithelsereeniusingithelanmawikeysSProgram
thelcaritolmovelleftfandinightiwithithefammmwikeysSEnsurefthe can staysfwithinfthelscreen

\ boundanies|and doesnitimovelotf=screen?

2 O O o o

v

J
10 0 0 0 0 1 0=s=Shisssistiuie =g 1 0 1 1 0 0 1 0 1
00 1 0 0 0 1 A S e, 1. 0 0 1.0 1 0 0 1
10 100010 11" (
-
Gamefllescyipting: N’

Embark{onlanadventurous journey throughfa maze! Players/control @
character spritef(like'a mouse; robot’l or explorer) tof navigatel the maze.
avoiding/walls'and/ ohstacles: Thelgoal spritel (likefcheese’ treasune. or'a
flag) awaitsfat: thelend. ready’ tof rewand \your' slCEESS.

Buckidyup: Ehoose af festive; Easter-themed background (like'a

field on flowers):
Shpitens

I to navigate: Thelplayec-controlledisprite”

Goal sprite:l AT geallsprite that |has'to be/at the end of the maze:
Ereatela mazel backdrop withl elear pathsiand walls:
Ehoose alehanacter tofnavigate and'a goal tof reach:
liselarrow keysiforlspritefnavigation:
Stopl movement!if thelsprite touchesfwall colon
Display/alwin messagelwhenl the player reaches/ the goal:
Inelude soundleffects fort fun:

HomekTask:

Ereate a maze game/where a cat spritel navigates| through! al maze tof reachlal mouse. Lse/ arrow,
keys| for' movement. addland| display *You Win!* when! the goallis reached:

DX rainbowmathsinfo@gmail.com
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@TEEEEI )] ﬁﬂ Scratchi by gf answers with
ﬁ@mmﬂm@ﬁk@mﬁmﬂﬁk@
:.

Backdrop: Ehoose af backgroundl(a'seEhool orany educational
background) with!a spritel tolasks questions:

Sprites: Spritel 1z \Ehoosela spritef that \willlbelasking guestions:

', Mhis| spritefwilllasksthelgquestions and eheckianswers:
ﬁmm@mﬁ@?ﬁhﬁ@lﬁmﬁmﬁk@@ﬁﬁm
Hiz<
1 if'the has thel correctianswer using
1 blocks:
1 liselanlIf=Else blockito checkiif the answer!is conrect:
0 If display/af*Eorrect!® messageland the
Attesfanswering. moveltofthe next question.
0 After all questions.|show) thel finallscans!
: HomefTask:|
1 Ereate o general knowledaz quiz game in Scratch) Add o ‘Scare: veriatle ta track the player's
0 k&ryy Eﬁlﬁhaﬂ;ﬂz@f
N
{1 0 10 10O0O0CT11TO0 1 17~
N |
= -
GoamefllesEpipting:
Display’ afbackground that will | befsuitable for’ al calculator game: Design on
choosel alspritef(e:g-. a character or @ robot)) thatfwill represent the
“Walking||Ealculator:* Thelspritel will performf the calculations andimove
around the sereen:
Bockdyop Ehonsela background (3 onlany educationali =
background): N
SppitesiEhaoselalspritelthat will befasking questions:
Designla character (e-g-. alrobot)lto represent thef\Walking
— - [Ealculator:

Eﬂ:ﬂ’h:l al calculaton game’inf Senatch with alschool-themed| background.

Ereatefvarniables tolsaveltwalnumbers
lisefsensing bloeks tofaskénumber 1" and number 2:
Askthe user. operatori(#:="*0/) that! they would likefto" perform
calculations:

\ robot) that asks/math questions/and' moves asound thelscreen:

Design a (likela

/

= O O
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Eor greaterihan; checkiit'a > bland' define actions/for truelar false:

Eorlessiihant checkiit'a < blandldefine’ actions/ for true or falset2”
2. lise the Blocks:

Dragf the blocks/intolyoir seript’ providefvalues for aland \b> and| the

blncké willlexecutel basedfonl the Eomparison:

[{IBEE‘EEEIB

Studentsiwill create alsimple “spinning %ﬂm%@ﬂiﬁhﬁh@ymﬁﬂ@@ﬂ@y
Ellﬂy?hamu i

Eﬁlﬁhﬁﬂmmu

GameflesEpiptin:

In' this/Snake game; cloning is/used tolmakel thelsnakelgrow/ longer each time
it/ eats food.» When' the snakelheadftouches the food: a clonelisfcreated at
the'back: and thefscorelineEreases. making thelgamelmore exciting|as/the
snakelgets longer:

Ehoosela simplelbackground for thefgame. like/a gridior plain field- ?
Design af snake head spritel that movesiwithfarrow keys. N

Eneate al foodf spritel thatf randomly’appeans onl thel sereen.

When| thefsnakel head  touches theffood. it shouldi grow by creating|alnew;
clonelandlincrease the scone:

End thelgamelifithelsnake/collidesiwith'itself or the sereen edge

@f@i@@ﬁmﬁm@ﬁﬁh @ 2 such asialcehanacter vr animal’; .
Mm@mﬂi@a Bﬁ?:lj]ﬁmam Eﬁgmﬂl@ﬁﬁﬂma
i“*@?@ﬁzw

1 0 1 0 0

0

Rainbow Maths is/ anl online al\varniety of'lessons.

including Abacus Mental Maths; Ehess? Eube’f Spatiall Reasoning.
and Scratch Coding. Dur team| of teachers is always ready
to assist, providing valuable feedbackiand tol ensure| students!

success. With S-star reviews our studentsfandl parents. we take
great pride in our commitment] tofexcellence: can reach| us

anytime for at:
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Prognam thelsnakeis|body to clonefitself’as/the snakel eats| food" w

Tt 0 s EreEr e e leelien (ke fn Sersiei A3\
I Ereate thelBlocks: <I)

HomefTask:| : \

0



