
Engaging Students with Scratch 
Combining Computer Studies with Story Writing in an Elementary Classroom 

 
Lesson 1 - Introduction to Scratch 
 

Scratch  is a simple graphical programming tool that allows students and 
hobbyists to create interactive stories or simple computer games.  
Programmers create and code sprites to interact on the stage.   

 
A computer program  is simply a sequence of instructions that the 
computer will follow to complete a task.   

 
A sprite  can be considered a character or object inside of your program. 

 
*Review Scratch Screen with class. (Attached as Las t Page) 
 
We will build our stories using the following code block types: 

 Contains code blocks to move sprites around the screen. 
 Contains code blocks to start scripts and respond to events 
 Contains code blocks to animate sprites and make them talk 
 Contains code blocks to detect events or other situations 

 
Today we will be creating sprites and programming them to move around the 
screen using  and  
 

11..  Open up a new Scratch program and right-click on the cat and delete it. 

22..  Click on  to create a new sprite. 

33..  Create a sign with text that says “[Something] Rules!” and click OK when 
done. 

44..  Make sure that you have you have your new sprite selected and the 

 tab open. 

55..  From  drag  into the script box.  This code 
block starts a script when the green flag is clicked. 

 
We want to make it so that the sign  starts at the top left of the stage.  The stage 
is -240 to 240 points from left to right and -180 to 180 points from bottom to top. 
 

66..  There are two ways to accomplish this. 

II..  Drag the sprite to the top left corner of the stage. Click on  

and attach  to .  If you move 
the sprite before clicking on the motion tab, the values for the go to 
x: __ y: ___  are already set to the sprites current location. 



Teaching Resource Created By: Nathan R. Fisher (Simcoe County DSB) in collaboration with Brian Aspinall, Adam M. 
Foster and Derek A. Abrams,  

IIII..  Or you could click on the  tab and attach  

to  and change the X and Y value in the go to x: 

__ y: ___.  To test, click  to have the sprite move to the chosen 
coordinates. 

 

Next we will use , , and the   code 
blocks to move the sign sprite around the screen. 
 

77..  From  attach  to the bottom of the script.  Change 
the wait block so that it waits 0.1 seconds instead of 1 full second. 

88..   From  attach  to the bottom of the script. 
 

Repeat steps 7 and 8 two more times.  Test the program by clicking .  The 
sign should reset to the top left corner and then move quickly 3 times. 
 

99..  Right click on the first wait 0.1 seconds  and select duplicate, then attach 
the duplicated code blocks to the bottom of the script. 

 
Task 1 – Complete the program from the demo so that the sign sprite  moves 
around the perimeter of the screen.  You will have to switch the move commands 
to change direction when the sprite reaches the edge of the stage. 

 

  Moves Sprite right 10 points 
 

 Moves Sprite left 10 points 
 

 Moves Sprite up 10 points  
 

 Moves Sprite down 10 points 
 
 
Enhancement 1 – Complete another program with a stick figure. Have the stick 

figure move around the perimeter of the screen.  Use  and 

 to keep the stick figures feet touching the edge of the stage.
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