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Class Cheat Sheet

Class: Global Video Game Designers (3-5)

School:

US Student Name:

GP Student Name:

Facts about yourself:

Login Info:

LUV Global Collaboration Platform:

Username:

Password:

MIT Scratch:

Username:

Password:

Important Exchange Dates:

1.

How to say ‘hello’ and ‘goodbye’ in your partner’s
language:

Hello:

Goodbye:




Lesson 1 and 2: Introduction to Scratch

Welcome to Scratch. When you know Scratch, you can use it to do almost anything.
The first thing you need to learn are the parts of Scratch.

The first part is your Animation Screen. This is where the action happens. The second is your Scripts Menu. This is where
you will get the blocks to control your video games. Finally you need to know the Scripts Area. This is where you will mix and
match the blocks to make your games and animations do cool stuff.

& Flev Editv Tips About 2 S i-H
['13 F . Scripts Costumes Sounds
 otion [l events
lSound Sensing
IPEH IOpelalDrS when space key pressed

Data IMore Blocks change color effect by €D

say [EEIH for € secs

switch costume to costume2

Animation Screen

next costume
<4

switch backd to backdropi
New sprite: @ / & 33 < rop to backdrop

change color effect by €D

Sprites

Scripts Menu
set color effect to @)
clear graphic effects

Scripts Area

i/é. dlangesizebvm
set size to ET) %
R ey
Click the Green Flag to start your
program, and the Stop Sign to stop the
code.
GEDRIE & Fiov Edtv Tips About R i
Y (untitied ~e Scripts | Costumes | Sounds
[ Looks |cvoi:‘:|
[ Sound [ sensing
Im {o= | prag
blocks
50 of code
N ?‘" from the
left into
(oo ovarss this area
to use
them.
oy Attach
Sprites New sprite: @ / &l 3
o them
together
o like Lego
s blocks!
a/aa

The characters in Scratch
are Sprites; click the face to
select new ones. 3




¢ Replace the old Cat Sprite with the Cat Sprite you see here.

¢ Add the blocks you see, so you can control the cat with your arrow

Click the scissors at the top of the screen, and then e From the Scripts Menu, choose Events, and drag the
click the cat sprite to delete it. ‘When Space Key Pressed” block to the Scripts Area.
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sprite library. e Press the Green flag, then press space. Watch the

sprite change color!
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¢ Choose a Sprite.

¢ Choose the ‘When Space Key Pressed’ block from the Events Tab.

¢ Choose the ‘Say Hello’ block from the ‘Looks’ tab (not Sounds).

when space key pressed

. 2ke me talk!

o Click on the Green Flag, press Space Bar and see what happens.

L -

[ Scripts Costumes Sounds
- ~e
v
I Motion I Events
f caro
[ souna [l sensing
I Pen I Operators
I Data I More Blocks E
G
say RN
think I for € secs

think [N

switch costume to butterfly2

X: 219 ¥ 124 4
: h backd ckdrop1
Sprites spiite: o / é a switch backdrop to backdrop

change color effect by €D

set color effect to @

clicked

move §) steps
play drum €59 for (ED beats
move §) steps

Click the Green Flag. play drum 0 for @ beats

« Build the first group of blocks.

« Without deleting, change your blocks into the second
group. (Hint: Use Right Click and the Tab Key.)
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Introduce yourself to your Global Partner. A basic
example is on the right, but | bet you can do better.

Include:

Your name.
Your school.
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Three interesting things about you.

One interesting thing about your school.
Two questions for your partner.

One thing you want to use Scratch to do.
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Tike to LI for € secs

P 1 skydive for fun, I have nine sisters, and my mather is an astronaut. JTSA 3 EoeeS
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LMY What do you like to do after school? 1f you ware an animal, what would it be and why? [EETY 2RSS




Lesson 3: Adding Animations

Load a New Backdrop

Draw a New Backdrop
Sprites New,s e ;/3 éma Load a New Backdrop
WS "?/ Take a Picture For a New Backdrop

1. Build the code below.
2. Click the Green Flag.

3. Try to use this code to write the first letter of your own name.

when clicked

goto x @Dy

change pen color by 1) ‘
| glide {X) secs to x B v: €D
' glide {X) secs to x B y: GD
| glide X secs to x €I y: €D
.glide 0.5 FUISRUIS 150 B -100)




1. Choose the Ghost Sprite 2. Build the following blocks
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3. Click the Green Flag

4. Can you make the Ghost glide in a square pattern? (Hint — The Tab key
will let you work faster)
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Lesson 4: Variables

1. Choose a Fish Sprite.
2. Build the fish code.
3. Why do you think the Score is set to ‘Timer.
4. How could you use the ‘If, Then’ blocks to make the fish move diagonally?
5. Using the Data Tab, create a Variable called ‘Lives.’
6. Now build the Shark’s code.
7. When you are done play the game.
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Fish Code Shark Code



Lesson 6: Volleyball Game

1. Click on the “Player 1” sprite and combine the following blocks
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3. Click on the “Player 2” sprite and combine the
following blocks
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