Card 7 Draw a Triangle of Any Shape Year 6

= —*! Program a sprite to

_II?r_aw Tad type  of O e sasizevariable s

riangle. set to 20 because the

squares are 20x20

Vi Create a variable sqSize pixels in size.

//l Create two more variables
[T T T T/ T T T T T T\ | [ [ | variableX and variableY. Set
the slider Min and Max to

(10 to 10) and (-8 to 8)

respectfully. Set Max and Min for
N the slider readout
Draw a donut sprite to values. The horizontal
program a pen with the 3 values can be
scripts on the right. -10t0 10. The vertical

values can be from -8
Make a Block with the name 0 8.

Draw line. Define the block

to draw the line from its

Get a sprite from the  current location to the point

library (e.g. the (x, y) to which you decide to

Monkey) draw it.

[variable >

Create a New Block: This is
what will happen each time
NOTE: the space key is pressed.
Card 8 shows how to
include and programme
a PROTRACTOR to
measure the angles of
any triangle you draw.

Use a Protractor Year 6

Upload the Protractor from

[] This card shows how i ) craich.mitedu;projects /628259767

to programme a
PROTRACTOR to
measure the angles in
any triangle you draw.
See the note on Card 7.

To make the protractor
draggable, click
to open the info box

When the green flag is

clicked the PROTRACTOR is

\ ' invisible in the centre of the

stage. and tick the box
|| ‘can drag in player.
T— || After drawing a triangle,

| CLICK the stage to see the

protractor.

iz
!

(Variabie X ti0

Drag the cross-hair of
protractor to the vertex of
an angle and use the LEFT
or RIGHT arrow keys to turn
the protractor to measure
the size of the angle.

CLICK the stage again to
hide the protractor.

NOTE:

There is no change
to the code on card 7
for the pen sprite.

Card 9 Draw Regular Polygons Year 6

Draw Polygons

Create the variable
sqSize and set to

it 20 to work with
the 20 pixel grid.

Create a second
variable Length

to set the length
of each side to a
number of squares.
* Use the slider to
set the length.

The example is 6

E:

3605
squares long.
Set the Length
e PR AL
SLRENE L O, to dr
OB B, o draw Create a third
S % triangle variable and give
it the name
square numberOfSides
pentagon Set the slider
hexagon to determine how

many sides you

Import a protractor to measure the heptagon want the polygon

angles of your polygons. See Card 8.

Y A octagon to have. Set the
Use the information to draw the nonagon slider Min to 3
shapes on squared paper with a 9 Max to 10.
pencil, ruler and protractor . decagon

Draw a donut sprite for a pen

o

You also use numberOfSides
to set the angle of turning.

[ 360 + Number of Sides = Outside Angle ]

Card 10 Area and Perimeter of Rectangle  yaar 6

of variable length and height

= = Draw a rectangle and pray 5 donut shape for the pen sprite
W program one sprite to give

its perimeter and another The sgSize variable is
give its area. O setto 20 because the
squares are 20x20
pixels in size.

Create three variables
saSize, Length and Height.

me for | { Area covers For Length set slider
144 squares. Min to 1 and Max to

20. For Height set Min

\[ % to 1 and Max to 150.

%

Card 11 Report Sprite Position Year 6

Move a sprite around the stage and make it report Delete the cat and create a red disc
its position as well as change colour to show which . sprite in the Paint Editor. Upload
quadrant of the stage it’s in or if it's on a line. an 8 x 6 grid from a shared project.
= ~o

https:/ /scratch.mit.edu/projects /48320672

Colour 60 is BLUE

Colour 160 is PURPLE

Colour 20 is ORANGE

use the arrow keys

The backdrop grid consists of squares 60x60 pixels in size.

Colour 110 is BLUE

Colour 0 is RED

What changes would you make with a different background grid?

Card 12 Draw a Yellow Submarine Year 6

in the Scratch Paint Editor in Vector Mode

Create a sprite

Use the Wrap the sub to the edges of the stage.
/ Paint Editor Make it @500  Confine tiothe botom halfbelow water
in Vector face right 5
Mode. The
vector tools are Make the submarine
e of 1 move. Make it sink to the

drawing area.

osumet ) (9) (@) C

tear ) (1mport ) (%) (&) (F

Q
Combine the o
shapes to make |
the submarine

bottom automatically.

Save your Sprite
Right click the sprite thumbnail below the
stage. Choose save to local file and name your
sprite submarine. This saves the sprite as well
as the code on the sprite. Its full name is
submarine.sprite2

Card 13 The Vanishing Submarine Year 6

2.Programme a Vanishing Submarine

The submarine is already programmed to lift up off the sea bed when
you press the UP arrow key and to move right or left when you press
the RIGHT or LEFT arrow keys. It's also programmed to sink to the
bottom when you don’t press one of the three arrow keys.

Make the submarine disappear when it's 3.What is ABS ?
deep. Make it visible as it gets closer to
000 the top of the water.

(i) Create a new variable and name it depth.
(ii) Add the extra code below to the submarine.

(iii) Find abs in the list of the square root operator.

the depth of the sub

Abs stands for
absolute.  Abs
simply  means
look upon  all

1. Upload your Submarine Sprite (see Card 12)

| Click the upload sprite from file button and

locate your sprite submarine.sprite2 on your numbers  as
computer. Import it into your project. positive. e.g. the
Colour the backdrop for the sea ghost effect ranges from 0 (visible) to 100 “;Sf’s‘“jz ‘ﬂﬁen?ef
the sky and sea. Set the invisi i isi =

the sky an V0 e (invisible) Above 100 is invisible. al:‘m,mi value of
the sea in front of the When you click the green flag, the submarine is 15 ¥4

sub and make it a little invisible. When you lift UP the submarine, the 160
bit transparent using absolute value of ts y position gets closer to zero 2% UPOR “ /5
ghost effect. and the submarine becomes more and more visible, 25 If it was 160.

Card 14 Cat and Mouse Chase Year 6

Make the player control the mouse sprite with the pointer. There's one script on the cat.
Make the cat sprite give chase to the mouse sprite. When the

cat catches the mouse it says ‘Gotchal’.

There's one script A small problem to debug.
on the mouse.
The cat stops moving immediately
after it catches the mouse but the
mouse continues to move. Why is
this?
What is the easy solution to
instantly stop the mouse when the
cat says ‘Gotchal’ ?

problem debugged
waiqoid 3yt S3njos pue ApuEisul
wwawanow 350U a4y S0t 1 dool JNeI0),

- . asnow au) apisur 1e> BUIPINOY 4, UoNIpUO>
How this script works: Bumoljoy au1 2>eid nok usym “saAuds 12410

This script gives the mouse the 12 10} Ije doxs o butuuni ay: skejap sy100,
same location as the pointer. The A5 182 2t s2ye @sde] spuodas a1 241
sprite moves with the pointer.

Note:

To make it possible How this script works:

to drag the mouse in Inside the forever loop (dashed line), the cat is
the Scratch Player programmed to say ‘Gotcha!’ and stop the game,
(large screen), click only if touching the mouse. Otherwise (else) !}_|e
the @ to open the NOTE: cat just points towards the mouse and follows it.
info box. Tick ‘can Mouse Card 15 adds extra code to The go to x: y: block that sets the cat’s start

make the Cat and Mouse chase position must not be inside the forever loop.

drag in player’. even more exciting.

Card 15 A Timed Chase Year 6

NOTE: Card 15 adds extra code to Card 14.

Increase the speed of the Cat by 1 step  hereare four scripts on the cat.

every four seconds. Can the Cat catch the
Mouse? If the Mouse survives the chase for 1)
20 seconds he wins!

There’s one extra script on the mouse.
U]

3

Create the variable speed. Over 20
seconds it increases by 0.25 each
second to reach a speed of 10 steps.

) (i)
(i) The Scratch timer

resets itself to zero

on the green flag.

(iv)

The cat receives a broadcast from
mouse (i), when the mouse outlasts
the 20 seconds timer. It's all over for
the cat! Script (iii) doesn’t run if script
(iv) runs before it.
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