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Scratch is a visual programming language, designed for people who have never done any

e hafode. I & e ot ot ey o ics F oo Looks [ Controls the visuals of the sprite

Sound

With Scratch, you can program your own interactive games, and animations. Scratch
helps you to learn coding in a visual colour coded way and see how the blocks of col-
oured code fit together to make a working program. It also lets you learn about more
complicated coding concepts such as iteration and selection in an accessible way.

Events |
Control l Conditionals and loops elc.

Scratch is an online coding program—www.scratch.mit.edu used widely in the uk and usa to learn how to code.

Category _ Notes

G o = = Operators | Mathematical operators, comparisons

Varnables @ Varnable and List usage and assignment

- A==

9 .. gta qp My Blocks = Custom procedures

o K= wiAUT

o GER - ™ . = The table above shows the
ﬂ categories of the

'.' - ﬂ oo F = J( oty 0 Sy Wm"ﬁw HO‘*S:

° o | L it

. Meseon wmnmgmand

= . 0 0 ) u backgrounds, users can draw

3 m their own sprite manually,

L] <) choose a Sprite from a library,

a m or upload an existing image.

- — - 0 There are three tabs to create
m o | e your program on the coding
m o e D area —Code, Costumes and
n el - ) © Sounds
The Scratch interface has three main sections: a stoge area, block palette, and a coding area to place and arrange . < - ere b codos
the blocks into runnable scripts. Iso create their own code blocks and they will appear in "My Blocks" e @ s it - | mple
into runnable scripts. Users may also cr r own code a ey will appear in "My ® th o o e Sovtie
. ﬂ-“mml ‘yo
With a sprite selected at the bottom of the staging area, biocks of commands can be applied to it by dragging them &
from the block palette into the coding area. The Costumes tab allows users to change the look of the sprite in order v/ 2o R —

to create various effects, including animation. The Sounds tab allows attaching sounds and music to a sprite.



KS3 Knowledge Organiser Infroduction to Programming in Scratch

The Scratch Interface Key Vocabulary
Instructions This area contains varous blocks of code, 3
and Confrols | #hich allows you to piece together logic in - == Key Word Definiion _
order to code your programs : = sta Sprite An l_::l:uEC’Iwhch can be progrc_l'rrned in Scratch
This is the workspace upon which you drag : [Sciphs Area | E Block A piece of programming code in Scrafch
Scripks Area | ond join the required blocks of code, to 3 Inputs Values which get sent from the user info the
create the logic for your program T gTe=a This is where computer
This is the canvas on which your prograrm wil o N you codel = Variables The place where inputs get sfored by the
The Stage be disployed. ﬁ s program [they represent memory locations)
Frogrammable chjects. For example, if you = = Outputs The values which get sent from the computer to
Sprites are creafing a game, your character would o= oo fhe user o
be a sprite. Sprites IF Statement The logic used to program decisions in programs
Inputs — Variables Operators
WVariables represent locations in memoaory where data is stored. The operator blocks allow us to perform
We can create as many varables as we like when we program [we calculaticns, see how data relates to
don't have to only use the ASK block). each other and join text and varioble
ra and wan VWhat's your name? We can therefore store os many inputs as we like, all while the contents together.
CHogram is running. Below is an example of some of
L . Opersiors | o= arthmefic operators, relaticna
The ASE block is an input &, Varia ble§ are [ ] operators and also the concatenation
script. When it is run, it wil N, craqted in tha e o o E {icining) operator.
pause the program and : ;r$g35 EZE:E:‘HES :I:E]= = N
wait for the user to enter |=a | " T e
some text. / o
e
The input will ke stored in a () e S ﬁ
varable called ‘answer”. .
If we wish to add daota to a varable, we use the 'Set’ block.

Outputs The SAY block is an output script. IF Statements o o
When it is run, i will output IF statement allows programs fo take different pathways depending

It this conaion Is TRUE g, i onswer
coniains a 1], fen the program wil

say m o o seconds whatleveris co lnE_-:'.‘I nits on conditions. ouiput “Somy to hear hat you ane not... .
contents bax, far a given number , . o A e
DA EET, 5 Condifion is F. i.e. i
of seconds. d P e
B . . . Im Scratch, the IF block e checked GENET Do NCT CONTan o 1], fren
We can also insert vanables into the say scrpt, so that the contains spaces for fwﬂmf:;mw ehack program wil n enather IF safement, o
contents of variobles con be outputted. - a condifion to be check If answer conbains o 2.
The JOIN operator can be used to join fogether the checked Space fer code that il run Fhe mu:.:f?r“rg;.l -:u:ﬂru; nr:fr:r it will run
3 I . condition b inse it shohemie Chech If onswer
_contents of variables with some text. 1 - Biocks to wn i the .
—— - condifion is true $pace for code hat wal e f e
- sendiion
- blocks to un if the
FRpep—— condition is false.

A i dossn’ ! find elthera |, 2 ara 3in
the answer vorobie, then @ wil oufput on
STor mesage.

For more patiweays, IF blocks can be placed inside other IF blocks.




